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UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Input")
TObjectPtr<class UInputMappingContext> InputMappingContext;

UPROPERTY (EditAnywhere, BlueprintReadwrite, Category = "Input")
TObjectPtr<class UInputAction> MoveAction;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Input")
TObjectPtr<class UInputAction> LookAction;
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UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Input")
TObjectPtr<class UInputAction> JumpAction;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Input")
TObjectPtr<class UInputAction> RunAction;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Input")
TObjectPtr<class UInputAction> AttackAction;

void Move(const FInputActionValue& Value);
void Look(const FInputActionValue& Value);
void Run();

void StopRuning();

void Attack();
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void ARCharacter::ComboActionBegin()

{

CurrentCombo = 1;
GetCharacterMovement () ->SetMovementMode (EMovementMode: :MOVE_None) ;
const float AttackSpeedRate 1.0f;

UAnimInstance* AnimInstance = GetMesh()->GetAnimInstance();
AnimInstance->Montage_Play(ComboActionMontage, AttackSpeedRate);

FOnMontageEnded EndDelegate;
EndDelegate.BindUObject(this, &ARCharacter::ComboActionEnd);
AnimInstance->Montage_SetEndDelegate(EndDelegate, ComboActionMontage);

ComboTimerHandle.Invalidate();
SetComboCheckTimer () ;
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void ARCharacter::ComboActionEnd(UAnimMontage* TargetMontage, bool IsPrope

{
ensure(CurrentCombo !'= 0);
CurrentCombo = 0;
GetCharacterMovement () ->SetMovementMode (EMovementMode: :MOVE_Walking);
}
void ARCharacter::SetComboCheckTimer ()
{
int32 ComboIndex = CurrentCombo - 1;
ensure(ComboActionData->EffectiveFrameCount.IsValidIndex(ComboIndex));
const float AttackSpeedRate = 1.0f;
float ComboEffectiveTime = (ComboActionData->EffectiveFrameCount[Combo
if (ComboEffectiveTime > 0.0f)
{
GetWorld()->GetTimerManager().SetTimer (ComboTimerHandle, this, &AR
}
}
void ARCharacter::ComboCheck()
{
ComboTimerHandle.Invalidate();
if (HasNextComboCommand)
{
UAnimInstance* AnimInstance = GetMesh()->GetAnimInstance();
CurrentCombo = FMath::Clamp(CurrentCombo + 1, 1, ComboActionData->
FName NextSection = *FString::Printf(TEXT("%s%d"), *ComboActionDat
AnimInstance->Montage_JumpToSection(NextSection, ComboActionMontag
SetComboCheckTimer();
HasNextComboCommand = false;
}
}
o Notify

/* Notify ZeHA */
void UAnimNotify_AttackHitCheck: :Notify(USkeletalMeshComponent* MeshComp,
{

Super::Notify(MeshComp, Animation, EventReference);
if (MeshComp)

{

IRAnimaionAttackInterface* AttackPawn = Cast<IRAnimaionAttackInter
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if (AttackPawn)

{
AttackPawn->AttackHitCheck();

/* FRNBAE THS HUE SA +/

void ARCharacter::AttackHitCheck()
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{
FHitResult HitResult;
FCollisionQueryParams Params(SCENE_QUERY_STAT(Attack), false, this);
const float AttackRange = 50.0f;
const float AttackRadius = 50.0f;
const float AttackDamage = 30.0f;
const FVector Start = GetActorLocation() + GetActorForwardVector() * G
const FVector End = Start + GetActorForwardVector() * AttackRange;
bool Hit = GetWorld()->SweepSingleByChannel(HitResult, Start, End, FQu
if (Hit)
{
}

#1f ENABLE_DRAW_DEBUG
FVector CapsuleOrigin = Start + (End - Start) * 0.5f;
float CapsuleHalfHeight = AttackRange * 0.5f;
FColor DrawColor = Hit ? FColor::Green : FColor::Red;
DrawDebugCapsule(GetWorld(), CapsuleOrigin, CapsuleHalfHeight, AttackR

#endif

}
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#pragma once

#include "CoreMinimal.h"
#include "Components/ActorComponent.h"
#include "RCharacterStat.generated.h"



DECLARE_MULTICAST_DELEGATE(FOnZeroDelegate)
DECLARE_MULTICAST_DELEGATE_OneParam(FOnChangeDelegate, float)

UCLASS( ClassGroup=(Custom), meta=(BlueprintSpawnableComponent) )
class ROOMRPG_API URCharacterStat : public UActorComponent

{
GENERATED_BODY ()

public:
// Sets default values for this component's properties
URCharacterStat();

public:
FOnChangeDelegate 0OnChange;
FOnZeroDelegate OnZero;

FORCEINLINE float GetMaxHp() { return MaxHp; }
FORCEINLINE float GetCurrentHp() { return CurrentHp; }

float ApplyDamage(float InDamage);
void SetHp(float NewHp);

private:
float MaxHp;
float CurrentHp;

};
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void ARCharacter::R_SkillBegin()

{
GetCharacterMovement () ->SetMovementMode (EMovementMode: :MOVE_None) ;
UAnimInstance* AnimInstance = GetMesh()->GetAnimInstance();
AnimInstance->Montage_Play(R_SkillActionMontage);

FOnMontageEnded EndDelegate;
EndDelegate.BindUObject(this, &ARCharacter::R_SkillEnd);
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AnimInstance->Montage_SetEndDelegate(EndDelegate, R_SkillActionMontage

}
void ARCharacter::R_SkillEnd(UAnimMontage* TargetMontage, bool IsProperlyE
{
GetCharacterMovement () ->SetMovementMode (EMovementMode: :MOVE_Walking);
}
20244 78 10

o RAZ A MY 1Y
« OverlapMultiByChannel 0| &

o BPRIBH A BAE|S OF OHe H1 WA

v It

void ARCharacter::R_SkillHitCheck()
{

FCollisionQueryParams Params(NAME_None, false, this);

const float AttackRange = 400.0f;
const float AttackDamage = 100.0f;

DrawDebugCapsule(GetWorld(), GetActorLocation(), AttackRange, AttackRa

const FVector Extent(AttackRange, AttackRange, 300.0f);
TArray<FOverlapResult> OutOverlaps;

bool Hit = GetWorld()->OverlapMultiByChannel(OutOverlaps, GetOwner()->
if (Hit)
{

UE_LOG(LogTemp, Display, TEXT("AZ HE"));

FDamageEvent DamageEvent;

for (const FOverlapResult& Result : OutOverlaps)

{
DrawDebugCapsule(GetWorld(), GetActorLocation(), AttackRange,
Result.GetActor()->TakeDamage (AttackDamage, DamageEvent, GetCo
UE_LOG(LogTemp, Display, TEXT("Z2 MHE O|E : %s"), *Result.Get
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void UDropItem::Drop()

{
FTimerHandle DeadTimer;
GetWorld()->GetTimerManager () .SetTimer (DeadTimer, [this]()
{
GetWorld()->SpawnActor<AActor>(ItemClass, GetOwner()->GetActor
}, MonsStat->GetDestroyTime(), false);
}

void UDropItem::SetDropItem(URMonsterStat* InMonsStat)

{
MonsStat = InMonsStat;
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MonsStat->0nHpZeroDelegate.AddUObject(this, &UDropItem: :Drop);
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// Fill out your copyright notice in the Description page of Project Se

#include "Prop/RBomb.h"

#include "GameFramework/ProjectileMovementComponent.h"
#include "NiagaraSystem.h"

#include "NiagaraComponent.h"

#include "Kismet/GameplayStatics.h"

#include "Components/SphereComponent.h"

#include "Interface/RBossBombInterface.h"

// Sets default values
ARBomb : : ARBomb ()

{
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// Set this actor to call Tick() every frame. You can turn this of
PrimaryActorTick.bCanEverTick = true;

Mesh = CreateDefaultSubobject<UStaticMeshComponent>(TEXT("Mesh"));
RootComponent = Mesh;

Trigger = CreateDefaultSubobject<USphereComponent>(TEXT("Trigger"))
Trigger->0nComponentBeginOverlap.AddDynamic(this, &ARBomb::OnBombBe
Trigger->SetupAttachment (RootComponent);
Trigger->SetCollisionProfileName(TEXT("RTrigger"));
Trigger->SetActive(false);

ProjectileComponent = CreateDefaultSubobject<UProjectileMovementCom
ProjectileComponent->UpdatedComponent = Mesh;
ProjectileComponent->InitialSpeed = 1000.f;
ProjectileComponent->MaxSpeed = 1000.f;
ProjectileComponent->bRotationFollowsVelocity = true;

NiagaraComponent = CreateDefaultSubobject<UNiagaraComponent>(TEXT("

static ConstructorHelpers::FObjectFinder<UNiagaraSystem> FirstFireR
if (FirstFireRef.Object)

{

FirstFire = FirstFireRef.Object;

}

static ConstructorHelpers::FObjectFinder<UNiagaraSystem> ExplosionR
if (ExplosionRef.0bject)

{

Explosion = ExplosionRef.Object;

3

static ConstructorHelpers::FObjectFinder<UNiagaraSystem> NiagaraRef
if (NiagaraRef.Object)
{

GroundFire = NiagaraRef.Object;

NiagaraComponent->SetupAttachment (RootComponent);
NiagaraComponent->SetAsset(FirstFire);
NiagaraComponent->bAutoActivate = true;

// Called when the game starts or when spawned
void ARBomb: :BeginPlay()
{

Super::BeginPlay();

Mesh->0nComponentHit.AddDynamic(this, &ARBomb::OnHit);

// Called every frame



void ARBomb::Tick(float DeltaTime)

{
Super: :Tick(DeltaTime);
}
void ARBomb::SetDirection(const FVector& InDirection)
{
ProjectileComponent->Velocity = InDirection * ProjectileComponent->
}
void ARBomb::0OnHit (UPrimitiveComponent* HitComponent, AActor* OtherActo
{
if (bFlag)
{
bFlag = false;
Mesh->SetSimulatePhysics(false);
Mesh->SetHiddenInGame(true);
//Mesh->SetCollisionEnabled(ECollisionEnabled: :NoCollision);
Trigger->SetActive(true);
NiagaraComponent->SetAsset (Explosion);
FTimerHandle TimerHandle;
GetWorld()->GetTimerManager().SetTimer(TimerHandle, [this]()
{
NiagaraComponent->SetAsset(GroundFire);
UE_LOG(LogTemp, Display, TEXT("HIEE"));
}, 1.5f, false);
}
}
void ARBomb::0nBombBeginOverlap(UPrimitiveComponent* OverlappedComponen
{
float Distance = FVector::Distance(GetActorLocation(), OtherActor->
float Damage = (1 / Distance) * 3000;
UE_LOG(LogTemp, Display, TEXT('"Damage : %f"), Damage);
IRBossBombInterface* Boss = Cast<IRBossBombInterface>(GetOwner());
if (Boss)
{
Boss->TakeDamageByBomb(OtherActor, Damage);
}
}
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GetWorldTimerManager().SetTimer (ReStartTimer, this,
&APlayercController::RestartLevel, 5.0f);
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void ARWall: :BeginPlay()

{
Super: :BeginPlay();
bCheckkey = false;
Start = GetActorLocation();
MoveTime = 4.0f;

}

void ARWall::Tick(float DeltaTime)
{

Super::Tick(DeltaTime);

if (bCheckkey)

{
FVector Current = GetActorLocation();
FVector Target = Start + FVector(0.0f, 0.0f, 390.0f);
float Speed = FVector::Distance(Start, Target) / MoveTime;
FVector NewLocation = FMath::VInterpConstantTo(Current, Target, Delte
SetActorLocation(NewLocation);
}
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void ARWall::OnWallBeginOverlap(UPrimitiveComponent* OverlappedComp, AActor*
{

IRWallInterface* Player = Cast<IRwallInterface>(OtherActor);

if (Player)

{
bCheckkey = Player->CheckKey();
if (bCheckkey)
{
Player->Watchwall();
}
}



