= X}
1. 7H2lE{ e} OfL|H[o| M= A 7| fIHM HUALRO| S0{7IA 29QI etC}.

2. OfL| O] M0 At E|= SHE AW 0|2 1DS ‘H/dTHCt.

ro

3. Head Hit 2 M1} Death 2M9| o=l SEIFE ML},

=
e

1

.

4. AniminstanceS Ar=Hr2 ABAnimlinstance=S Al ol

5. ABAmmInstac S FEE ol YAROM 7HH=2 RES L2FEL
2 ot ojLitjo]d SFEZEE 4gstrt.

[



Mixamo

Get animated.

Animate 3D characters for games, film, and more.
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hello.h + > QuElleXeels) ABAnimInstance.cpp ABAniminstance.h BoardCharacterBase.h BoardCharacterBase.cpp

Bl hello | e e |
i FEFiD out vour copyright notice in the Description page of Project Settfings.
2
3 #pragma once
4
5 V#include "EngineMinimal .h"
4]
7 WADECLARE LQQMMTM@AB‘MJE\XMTMBN(heHo, Log, All);
8 #def ine E_. _ (Fstring{  FUNCTION_ J+TEXT("("JI+FString: :Fromint{ _LINE_ J+TEXT(" "))
g #efine ABL (Verbosmy) UE_LOG(hello,Yerbosity, TEXT{"%s"), *ABLOG_CALLINFO)
10 #define ABL (‘v‘erbomty, Format, ...) UE_LOG{hello, Yerbosity, TEAT{"%s %s"), =ABLOG CALLINFO, =FString::Printf(Format, ## VA _ARGS )
#efine ABCHECK(Expr, ...) {if(1(Expr)) {ABLOG{Errar, TEXT("ASSERTION: %s"), TEXT("'"#Expr"'"}): return _VA_ARGS__; }}
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hello.h hellocpp + X ERtEUnlEER X ABAnimInstance.h BoardCharacterBase.h BoardCharacterBase.cpp
Bl hello | @9 a9

J4OFilD out wour copyright notice in the Description page of Project Setfings.

=l#include "hello.h"
L#include "Modules/Modul eManager .h"

b/hEFINE_LOG_CHTEGDRT[heIID};
IMPLEMENT_PR | MARY_GAME_MODULE( FDefaultGameModuleImpl, hello, "hello" };
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helloh + > QEllXads ABAnimlnstance.cpp ABAnimInstance.h BoardCharacterBase.h BoardCharacterBase.cpp
#] hello .| GEEE) '|

1 AFill out vour copyright notice in the Description page of Project Settings.

2

3 #nragma once

4

5 #include "EngineMinimal  h"

6

7 DECLARE I_QJQMMTM@MBMWE\XMTE,BMheIIO, Log, All):

3 J#defme E_. _ (Fstring{  FUNCTION_ 4TEXTC" (" J+FString: :Fromint{ LINE_ J+TEXT(" "))

a9 N#define ABL (Verboaty) UE_LOG(he I lo,Yerbosity, TEXT("%s"), *ABLOG_CALLINFD)

10 “ #define ABL (‘u’erbomty, Format, ...} UE_LOG(hello, Verbosity, TEAT{"%s 4="), =ABLOG CALLINFO, =FString::Printf(Format, ## VA ARGS_ 1))
L #define ABCHECK(Expr, ...} {if(!(Expr)) {ABLOG(Error, TEXT("ASSERTION: %s"), TEXT("'"#Expr"'")): return __YA_ARGS_ : }}
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hello.h

hello.cpp ABAniminstance.h ® X FELGHpllEETleNe ] BoardCharacterBase.h BoardCharacterBase.cpp

] hello -l &9 49

1 // Fill out your copyright notice in the Description page of Project Settings.
2

3 #pragma once

4

5 Nd#include "hello.h"

6 #include "Animation/Animlnstance.h'

7 #include "ABAnimInstance.generated.h”

8

9 El/ #*

10 *
11 */
12

VrIDECLARE _DYNAMIC_MULT ICAST_DELEGATE(FOnNex tAt tackCheckDelegate) ;

1 V' DECLARE_DYNAMIC_MULT ICAST_DELEGATE(FOnAttackHitCheckDelegate) ;
15
16
17 UCLASS()
18 Elclass HELLO_API UABAnimInstance : public UAnimInstance
19 {
20 GENERATED_BODY( )
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hello.h

[*] hello

hello.cpp ABAniminstanceh + X ERtINllnlitsellece o BoardCharacterBase.h
~ I #z UABAnimInstance

UCLASS()
=lclass HELLO_API UABANImInstance @ public UAnimlnstance
{
GENERATED_BODY()
public:

Jo g
Y UABANimInstance();

/1 SEREE oL ojolHE T
yoid PlavAttackMontage();

I
(::UEUNCTIDN(BIueprintCaIIable)

(: UFUNCTION(BIueprintCal lable)

HOE HEAeZ olE
void JumpToAttackMontageSect ion(int32 NewSection);

UPROPERT Y (Bl uepr intAssignable)
¥ FionkextAttackCheckDelegate OnMextAt tackCheck,

UPROPERT Y (Bl uepr intAssignable)
FOnAttackHitCheckDelegate OnAttackHitCheck,

4.6.1 ScH 20| SOIAHAL LHES F7}stCt.




helloh + x EElleXals] ABAniminstanceh +# X GEIInIGEETeN o] BoardCharacterBase.h

J Dfunreal_workspacetthellowSourcetthellotthello.h ! v I #3 UABAniminstance

;? UPROPERTY(BlueprintAssignable)
36 FOnhextAttackCheckDelegate OnNextAttackCheck,

UPROPERTY(BlueprintAssignable)
FOnAttackHitCheckDelegate OnAttackHitCheck,

A private:

42 /i EF EIEN 282 M=

43 UFUNCT ION()

A4 void AnimNotify_AttackHitCheck():

46 HOE 2H22 o7t 2832 H3=2
A7 UFUNCT ION()
48 void AnimNotify_NextAttackCheck();

5 /) Hael olg e e T

—

FHame GetAttackMontageSectionMame{int32 Section);
public:
55 /i EE SEE ol

ls UPROPERTY(EditDefaultsOnly, BlueprintReadOnly, Category = Attack)
UAn imbontagex AttackMontage;
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hello.h hello.cpp ABAnimInstance.h ABAniminstance.cpp # X [RLEIGIOGEICTa
["ﬁ-]hello vI (E‘E! %-1_?4)
AOFil out your copyright notice in the Description page of Proj:

#include "ABAnimInstance. h"
SUABANIMI nstance: (UABANImI nstance() |
// O'd SEFEE JhED SR el

if [lAttackMontage)

VD SO ] O N s ) S —

]

}

3 Swvoid UABAnImInstance: (PlayattackMontage()
14 {
15 Montage Plav(AttackMontage, 1.0f);

16 UE LOG(LagTemp, Warning, TEXT("Inte"));
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nello.h hello.cpp ABAnimInstance.h ABAniminstance.cpp + X [BLEIGIOGEIETsEEEEAY BoardCharacterBase.cpp

[l -| @ g
16 E_LOG(LogTemp, Warning, TEXT("Inte"));
17 1
18
19 Slvoid UABAn imInstance:: JumpToAttackMontageSection(int32 MewSection)
20 {
21 ABCHECK (Montage_|sPlaving (bttackMontage)) ;
22 LE_LOG(LogTemp, Warning, TEXT("Combo: ¥d"), MewSection):
23 Montaoe_lumpToSect ion (GetAttackMontageSect ionMame (MewSact jon), AttackMontaoe) .
24 |}
28
2B Elvoid UABAN imInstance: : AnimMot i fv_AttackHitCheck ()
27 {
28 ABLOG_S(Warning):
29 Oné&ttackHitCheck Broadcast():
30 B
1
32 Elvoid UABAn imInstance: ! AnimMot ify_NextAttackCheck ()
33 {
34 ABLOG_S(Warn ing);
a5 OnMextéttackCheck  Broadeast ()
% |}
a7
38 =IFMame UiBinimInstance:: GethttackMontageSectionName(int32 Section)
39 {
a0 ABCHECK (FMath:: IsWithinlnclusive<intd2=(Section, 1, 4), MAME_None);
Eif return FMame(*FString: :Printf (TEXT("Combo¥d"), Sectioni) .
42 I
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$ hello.h hello.cpp ABAnimInst; =24 He|[(0) haracterBase.cpp
) "/ hello ) ERH9 HH Z20 Ho[EH0|A THY UE
- 5 i sininsteneen Pl segong 22 2 w8 Alt+F11

15 Montage_Play(AttackMo 1y hello 2 E(U) Ctrl+B

1? : UE_LOG{LogTemp, Warni hello CHAl 2E(E)

18 N hello E‘EI(N)

18 El}foid UABAN imInstance: : Jum hello®f M TE 249 A8

20 o2 mEOf

21 ABCHECK (Montage_|sPla  —= te o) g

22 LUE_LOG(LogTemp, Warni QIZEaiC ).

23 Montage_JumeToSect ion 24 BXHO)

24 |}

25 . ) . A (M) Ctrl+F7

32 H\Eo'd HABAniminstance: Anil poig g @ wa msp Ctrl+ Shift+Alt+F7

78 ABLOG_S(Warning);

29 OnAttackHitCheck .Broadcast();

0 |2

31

32 Slvoid UABAN imInstance: : &nimNot ify_NextAttackCheck ()

33 {

34 ABLOG_S(Warning) ;

a5 OnMextittackCheck . Broadoast();

36 }
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