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You can add/rename/delete Retarget Sources. When you have different
proportional meshes per skeleton, you can use this setting to indicate if this
animation is from a different source.For example, if your default skeleton is
from a small guy, and if you have an animation for a big guy, you can create a
Retarget Source from the big guy and set it for the animation.The
Retargeting system will use this information when extracting animation.
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This information is used when retargeting assets to a different skeleton. You
need to make sure the ref pose of both meshes is the same when retargeting,
so you can see the pose and edit using the bone transform widget, and click
the Save button below.
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You can add/rename/delete Retarget Sources. When you have different
proportional meshes per skeleton, you can use this setting to indicate if this
animation is from a different source.For example, if your default skeleton is
from a small guy, and if you have an animation for a big guy, you can create a
Retarget Source from the big guy and set it for the animation.The
Retargeting system will use this information when extracting animation
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This information is used when retargeting assets to a different skeleton. You
need to make sure the ref pose of both meshes is the same when retargeting,
so you can see the pose and edit using the bone transform widget, and click
the Save button below.
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7 #include "ABAnimInstance.generated.h"

8

9 —f**

O *

1 * [

2

3 DECLARE_DYNAMIC_MULTICAST_DELEGATE(FOnNextAt tackCheckDelegate) ;
4 DECLARE_DYNAMIC_MULTICAST_DELEGATE(FOnAt tackHi tCheckDelegate) ;
5 | »DECLARE_DYNAMIC_MULT I CAST_DELEGATE(FOnAt tackEndCheckDe legate) ;
6

7 UCLASS()

8 —lclass HELLO_AP| UABAnimInstance : public UAnimlInstance

9 {

0 GENERATED_BODY( )

1

? public:

3

A A FSPN;
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34
35 UPROPERTY(BlueprintAssignable)
36 FOnNextAttackCheckDelegate OnNextAttackCheck;
37
38 UPROPERTY(BlueprintAssignable)
39 FOnAttackHitCheckDelegate OnAttackHitCheck;
40
A1 UPROPERTY(BlueprintAssignable)
A2 \/ FOnAt tackbEndCheckDelegate OnAttackEndCheck;
43
44 private:
45 // &3 Elo|Yol| SAZ A3
46 UFUNCT ION()
A7 void AnimNotify_AttackHitCheck();
48
49 /] & 3422 Hol7l= 342 A3
50 UFUNCT ION( )
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void AnimNotify_NextAttackCheck();

\./UFUNCT [ON( )
void AnimNotify_AttackEndCheck() ;
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FName GetAttackMontageSectionName(int32 Section);
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-lvoid UABAnimlInstance: :AnimNotify NextAttackCheck()

{
ABLOG_S(Warning) :
OnNextAttackCheck .Broadcast();

}

\(ivoid UABAnimInstance: :AnimNotify_AttackEndCheck()

{
ABLOG_S(Warning) :
OnAt tackEndCheck .Broadcast() ;

}

-IFName UABAnimlInstance: :GetAttackMontageSectionName(int32 Section)

{
ABCHECK(FMath::IsWithinlnclusive<int32>(Section, 1, 4), NAME_None,
return FName(*FString: :Printf(TEXT("Combo%d"), Section));
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