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ABGamelnstanceh + X [RUGIEEIGEIEE X0 hello.h hello.cpp ABAnimInstance.h

] hello

- I %+ UABGamelnstance

4
5 NE#include "hello.h"

6

!

8

9
10
"
12
13
14
15
16
17
18
19
20
21
22
23

2.2 ABGamelnstance0f| S0{7tA MdXIe} Init)E =7}

#include "Engine/Gamelnstance.h’
| #include "ABGamelnstance.generated.h’

Hf**

- */

UCLASS()

=lclass HELLO_AP| UABGamelnstance - public UGamelnstance
{

GENERATED_BODY( )

public:
V' UABGameInstance() ;

y Virtual void Init() override;

e

SIC

| W

)



ABGamelnstanceh # X GGIEERS ke hello.h hello.cpp ABAniminstance.h
% hello -| @ ue -|

// Fill out your copyright notice in the Description f

#pragma once

]
2

3

4

5 =#include "hello.h"
6 W|#include "Engine/DataTable.h'|

! #include "Engine/Gamelnstance.h"

8 #include "ABGamelnstance.generated.h"

10 (=] /%%

11 *

12 * /

13 UCLASS()

14 =lclass HELLO_API UABGamelnstance : public UGamelnstance
15 {

16 GENERATED_BODY()

2.3 DataTableg Q3 F =9t}



ABGamelnstance.h ABGamelnstance.cpp + X [lElely hello.cpp

[ hello - I => UABGamelnstance
1 // Fill out your copyright notice in the Descr
2
3
4 #include "ABGamelnstance.h"

5

6 = UABGame | nstance: :UABGame Instance() {
-

8 )

9

10 =lvoid UABGamelnstance::Init() {

1 Super - lnit();

12 ABLOG_S(Warning) ;

13 B

ro

2.3 70| SO{7}M S gxtet gh+S oISt



ABGamelnstanceh + X RGIEEINE e oXea 0o ABAnimInstance.h ABAnimInstance.cpp

[*] ArenaBattle - I %, UABGamelnstancezUDataTable - I
7 #include "Engine/Game Instance. h"
g L#include "&BGamelnstance. generated. h"
g
10 USTRUCT (BlueprintType)
11 Estruct FABCharacterData : public FTableRowBase
12 {
13 GEMERATED_BODY ()
14
15 public:
16 FABCharacterDatal() : Level(1), MaxHP(100.0f), Attack(10.0f), DropExp(10), NextExp(30) {}
17
18 UPROPERTY (Edi tAnywhere, BlueprintReadWrite, Category = "Datz")
19 int3z Level;
20
21 UPROPERTY (Edi tAnywhere, BlueprintReadWrite, Category = "Datz")
22 float MaxHP;
23
24 UPROPERTY (Edi tAnywhere, BlueprintReadWrite, Category = "Datz")
ds) float Attack:
26
27 UPROPERTY (Edi tAnywhere, BlueprintReadWrite, Category = "Datz")
28 int32 DropExp.
29
30 UPROPERTY (Edi tAnywhere, BlueprintReadWrite, Category = "Data")
3 int32 NextExp.
32 b

2.4 struct FABCharacterDataS 3=7}3HC}



AZ foa|| Mame
A | B C D E F G H
1
2 Name I Level MaxHP | Attack | DropExp NextExp
3 1 1 100 10 10 30
4 2 2 200 15 15 80
b 3 3 300 20 20 150
G 4 4 400 25 25 250
7 5 5 500 30 30 450
g 6 6 600 35 35 700
9 7 7 700 40 40 800
10 8 8 800 45 45 900
11 9 9 900 50 50 1000
12 10 10 1000 55 55 1100
13 11 11 1100 60 60 1200
14 12 12 1200 65 65 1300
15 13 13 1300 70 70 1400
16 14 14 1400 75 75 1500
17 15 15 1500 80 80 1600
18 16 16 1600 85 85 1700
19 17 17 1700 90 90 1800
20 18 18 1800 95 95 1900
21 19 19 1900 100 100 2000
T;? M 4 F W Pl‘e‘&er T o T ‘
=l

2.5 02| 2=0{= H|O|EH|0|ES CSV Tt 2 X Fetr}.



| ABCharacterData - Windows O 2%
ogE EEE MA©O) BV ESEH)
Name,Level MaxHP,Attack, DropExp,NextExp
1,1,100,10,10,30
2,2,200,15,15,80
3,3,300,20,20,150
4,.4,400,25,25,250
5,5,500,30,30,450
6,6,600,35,35,700
7,7,700,40,40,800
8,8,800,45,45,900
9,9,900,50,50,1000
10,10,1000,55,55,1100
11,11,1100,60,60,1200
12,12,1200,65,65,1300
13,13,1300,70,70,1400
14,14,1400,75,75,1500
15,15,1500,80,80,1600
16,16,1600,85,85,1700
17,17,1700,90,90,1800
18,18,1800,95,95,1900
19,19,1900,100,100,2000
20,20,2000,105,105,-1

2.6 CSVE N%E Za}
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ABGamelnstanceh + X [GieEnEhellete s hello.h hello.cpp ABAnimInstance.h ABAnimlnstance,
%] hello - | ¥z UABGamelnstance

37 UCLASS()

38 —Jclass HELLO_AP| UABGamelnstance - public UGamelnstance

39 {

40 GENERATED_BODY( )

41

42 public:

43 UABGame Instance() ;

44

45 virtual void Init() override:

46

A7 UFUNCTION(BlueprintCal lable)

48 FABCharacterData* GetABCharacterData(int32 Level);

49

50 private:

51 UPROPERTY()

52 [class UDataTablex ABCharacterTable;

53

54 }

55

2.9 GetABCharacterData €2} UDataTable Z=QIE|{ ABCharacterTable2 MY



MEAE o] T3 A F=2 STEC

O

L
o

» ActionGame » GameDat:z

=l -
"o
=

oHm
_"I-_.r_l H

@& DataTable.h €7

2.10 ABCharacterData2| gf|I{ 1A S ALE SIC}



ABGamelnstance.h ABGamelnstance.cpp + X [Ellsly hello.cpp ABAnimInstance.h ABAniminstance.cpp BoardCharacterBase.h BoardCharacterBase.cpp

%] hello vI—)U,t\.BGf::melnstant:e vIGﬂ UABGamelnstance()
3
4 #include "ABGamelnstance.h"
H
6 =]UABGame Instance: :UABGameInstance() { o
7 FString CharacterDataPath = TEXT("/Game/NewProject/ActionGame/GameData/ABCharacterData.ABCharacterData");
8
9 v static ConstructorHelpers::FObjectFinder<UDataTable> DT_ABCHARACTER(=*CharacterDataPath) ;
10 = ABCHECK(DT_ABCHARACTER. Succeeded()) ;
11 YABCharacterTable = DT_ABCHARACTER.Object:
12 + ABCHECK( ABCharacterTable->GetRowMap() .Num()>0) ;
13 -}
14
15 =lvoid UABGamelnstance::Init() {
16 Super::init();
17 ABLOG_S(Warning) ;
18 -}

2.11 ABCharacterDatal| M| HAE 7}X| 1 2}A ABCharacterTable0|| 2 =C}.



ABGamelnstance.h ABGamelnstancecpp +® X [llloly hello.cpp ABAnimInstance.h ABAnimInstance.cpp BoardCharacterBase.h BoardCharact

[*] hello - I = UABGamelnstance - I 7 UABGamelnstance()
12 L ABCHECK( ABCharacterTable->GetRowMap() .Num()>0) ;
13 }
14
15 =lvoid UABGamelnstance::Init() {
16 Super::init();
17 ABLOG_S(Warning) ;
18 )
19
20 mIFABCharacterData* UABGamelnstance::GetABCharacterData(int32 Level)
21 {
29 \return ABCharacterTable->FindRow<FABCharacterData>(*FString: :Fromint(Level), TEXT("")):;
23 )
24

2.12 GetABCharacterData &+ 4
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ABCharacterStatComponent (C++ 224)

/Script
80 / 260
ActorComponent
hello
ABCharacterStatComponent.h

#

Ch 'Tlf ~ter ABGame Board
e Instance S
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ABCharacterStatComponenth 4 X OGEIETSE e (@l Tolely =y e o] ABGamelnstance.h ABGamelnstance.cpp hello.cpp

i 71} T -l Eg 49
il
5 MIE#include "hello.h"
6 #include "Components/ActorComponent.h"
7 #include "ABCharacterStatComponent.generated.h”
8
9
10 UCLASS( ClassGroup=(Custom), meta=(BlueprintSpawnableComponent) )
11 —lclass HELLO_AP| UABCharacterStatComponent : public UActorComponent
12 {
13 GENERATED_BODY( )
14
15 public:
16 /| Sets default values for this component's properties
17 yUABCharacterStatComponent( );
18
19 protected:
20 Vvirtual void InitializeComponent() override;
21
22
3.2 Z2HME §|HE include 3t11, 4’dXL, InitializeComponent &4+& M3




ABCharacterStatComponenth + X FGISGEIETarpir i@yl 1w le) ABGamelnstance.h ABGamelnstance.cpp hello.h hello.cpp ABAnimInstance.h
Ml 71 Thed -| @9 e -|

19 protected:
20 virtual void InitializeComponent() override;
21

22 g

23 (’ public:

24 void SetNewLevel(int32 NewLevel):;
25
26 private:

27 struct FABCharacterData* CurrentStatData = nullptr:
28
29 UPROPERTY(EditInstanceOnly, Category = Stat, Meta = (Al lowPrivateAccess = true))

30 \ int Level;

31
32 UPROPERTY(Transient, VisiblelnstanceOnly, Category = Stat, Meta = (Al lowPirvateAccess = true))
33 \\\\ float CurrentHP:

34

35 )

36

jo
x

Q
o
i

3.3 SetNewlLevel &2} HE&-E



ABCharacterStatComponenth ABCharacterStatComponentcpp + X [GUEEENENEEREAY ABGamelnstance.cpp hello.h hello.cpp

ABAnimlns

7| T -| e e -|
1 /] Fill out your copyright notice in the Description page of Project Settings.
2
3
4 JE#include "ABCharacterStatComponent.h"
5 v{#inmude ‘ABGame Instance.h'
A

3.3.1 1+ EZ L{0{7}M ABGamelnstance 8l & F7}5tHC}.



ABCharacterStatComponenth ABCharacterStatComponentcpp ® X [GUEEERELEELLEN ABGamelnstance.cpp hello.h hello.cpp ABAnimInstance.h BoardCharacterBase.h

M 7|Ef T}l -] @9 Ee) -|
! // Sets default values for this component's properties
8 =]UABCharacterStatComponent : :UABCharacterStatComponent()
9 {
10 = // Set this component to be initialized when the game starts, and to be ticked every frame. You can turn these features
11 // off to improve performance if you don't need them.
12 B4 PrimaryComponentTick.bCanEverTick = false;
13 W pWantsInitial izeComponent = true;
14
15 b Level = 1;
16
17 /] ...
18 '}
19
20 =lvoid UABCharacterStatComponent::InitializeComponent()
21 {
22 Super::InitializeComponent();
23 v SetNewLevel (Level):
24 |
N = -l-
3.4 MMAXIo|M HE £7|3} 811, InitializeComponent 40| SetNewLevel2 S &%t

Ct.



ABCharacterStatComponent.h ABCharacterStatComponentcpp + X GEEENEREERTEEN)] ABGamelnstance.cpp hello.h hello.cpp ABAniminstance.h

Ml 715 Thed -l ®a e -|
22 Super::InitializeComponent():
23 SetNewLevel(Level) ;
24 )
25
26 =lvoid UABCharacterStatComponent::SetNewLevel(int32 NewLevel)
27 {
28 auto ABGamelnstance = Cast<UABGamelnstance>(UGameplayStatics::GetGamelnstance(GetWor ld()));
29
30 ABCHECK(nul Iptr != ABGamelnstance);
31 CurrentStatData = ABGamel|nstance->GetABCharacterData(NewLevel);
32 = if (nullptr != CurrentStatData)
33 {
34 Level = NewlLevel;
35 CurrentHP = CurrentStatData—>MaxHP:
36 }
37 = else
38 {
39 ABLOG(Error, TEXT("Level (%d) data doesn't exist"), NewLevel);
40 R
A1
149 9% = @ ZHZE HAC X ks d

ro

3.5 SetNewlLevel &+E& 1o SICH



ABCharacterStatComponenth + X G{SGEIETME R0 ool Tl Al ABAnimInstance.h ABAnimInstance.cpp ABGamelnstan

[%¢| 7| E} mpe

—1 Tl

| g ]

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

#pragma once

=#include "hello.h"
#include "Components/ActorComponent.h"
#include "ABCharacterStatComponent.generated.h”

\/DECLAHE_DYNAMIC_MULTICAST_DELEGATE(FOnHPIsZeroDeIegate);

UCLASS( ClassGroup=(Custom), meta=(Bluepr intSpawnabl|eComponent) )
—lclass HELLO_API UABCharacterStatComponent : public UActorComponent

{
GENERATED_BODY( )

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

3.6 Clo|L}2] 2| A|0| E OnHPIsZeroDelegate M



ABCharacterStatComponenth + X [EUIOGECTaE S (@l lliddds ABAniminstance.h ABAnimInstance.cpp ABGamelnstance.h

(%] 7| EF T+ - I %z UABCharacterStatComponent - I
22
23
24 public:
25 void SetNewLevel(int32 NewLevel);
26
27 UFUNCTION(BlueprintCal lable)
28 void SetDamage( float NewDamage);
29
30 UFUNCTION(Bluepr intPure)
31 float GetAttack():
32
33 UPROPERTY(BlueprintAssignable)
34 FOnHP 1sZeroDelegate OnHPlsZero,
35
36 private:
37 struct FABCharacterData* CurrentStatData = nullptr;
38
39 UPROPERTY(EditlInstanceOnly, Category = Stat, Meta = (Al lowPrivateAccess = true))
40 int Level;
4
42 UPROPERTY(Transient, VisiblelnstanceOnly, Category = Stat, Meta = (AllowPirvateAccess = true))

3.7 SetDamge, GetAttack & M



BCharacterStatComponenth ABCharacterStatComponentcpp + X [RUEGIRIRECLIeCN ABAniminstance.cpp ABGamelnstance.h

¥ 7| Ef The

| e e g

1 OTI

40
41
42
43
44
45
46
47
48
49
50
51
52

o
(]

O o0 O O O
o~ oy O A~

=lvoid UABCharacterStatComponent: :SetDamage(float NewDamage)
{
ABCHECK(nul Iptr != CurrentStatData):
CurrentHP = FMath::Clamp<float>(CurrentHP — NewDamage, 0.0f, CurrentStatData—->MaxHP) ;

= if (CurrentHP <= 0.0f) {
OnHP|sZero.Broadcast() ;
}

}

= float UABCharacterStatComponent: :GetAttack()

{
ABCHECK(nu! Iptr != CurrentStatData, 0.0f);

return CurrentStatData—>Attack;

3.8 teIo 2 HO0{7}M SetDamage, GetAttack &+ 7+
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ABCharacterStatComponenth # X FAHEGEICTaE e (@6lyTololy Iy 14 o] ABGamelnstance.h ABGamelnstance.cpp

[* hello - I #3 UABCharacterStatComponent - I
1 // Fill out your copyright notice in the Description page of Project Setti
2
3 #pragma once
4
5 F#include "hello.h"

6 #include "Components/ActorComponent.h"

7 #include "ABCharacterStatComponent.generated.h’

8

9 DECLARE_DYNAMIC_MULTICAST_DELEGATE(FOnHP|sZeroDe legate) ;
10 \)DECLARE_DYNAM|C_MULTICAST_DELEGATE(FOnHPChangedDeIegate);

11

12 UCLASS( ClassGroup=(Custom), meta=(BlueprintSpawnableComponent) )
13 Flclass HELLO_API UABCharacterStatComponent : public UActorComponent
14 {

15 GENERATED_BODY()

16

17 public:

18 /] Sets default values for this component's properties

19 UABCharacterStatComponent() ;

20

5. CtO|L}2] 2| A|0] E OnHPChangedDelegate M2



ABCharacterStatComponenth # X EGISGEIElai S CH@ 0y delylgldele

ABGamelnstance.h ABGamelnstance.cpp

[*] hello - I %z UABCharacterStatComponent - I

25 public:

26 void SetNewLevel(int32 NewlLevel);

27 woid SetHP(float NewHP);

28

29 UFUNCTION(BlueprintCal lable)

30 void SetDamage( float NewDamage) ;

31

32 UFUNCTION(Bluepr intPure)

33 float GetAttack();

34

35 UFUNCTION(Bluepr intPure)

36 o float GetHPRatio();

37

38 UPROPERTY(Bluepr intAssignable)

39 FOnHPIsZeroDelegate OnHPIs/Zero;

40

41 UPROPERTY(Bluepr intAssignable)

42 ,I FOnHPChangedDe |l egate OnHPChanged;

43

44 private:

45 struct FABCharacterData* CurrentStatData = nul lptr;

° o A —

5.1 SetHP, GetHPRatio &< 412, OnHPChanged& M9



ABCharacterStatComponenth

ABCharacterStatComponent.cpp + X JREEEIEREERE

ABGamelnstance.cpp hello.h hello.cpp

[*] hello vI—)UABCharacterStatComponent vlfﬁ SetNewLevel(int32 NewLevel)
25
26 Flvoid UABCharacterStatComponent: :SetNewLevel(int32 NewlLevel)
2f {
28 auto ABGamelnstance = Cast<UABGame|nstance>(UGameplayStatics: :GetGamelnstance(GetWorld())):
29
30 ABCHECK(nul Iptr != ABGamelnstance):
31 CurrentStatData = ABGamelnstance->GetABCharacterData(NewlLevel);
32 = if (nullptr !'= CurrentStatData)
33 {
34 Level = NewlLevel;
35 V¥petHP(CurrentStatData—>MaxHP) ;
36 i }
37 B else
38 {
39 ABLOG(Error, TEXT("Level (%d) data doesn't exist"), NewlLevel);
40 i }
41 _}

5.2 SetNewLevel %0] SetHP

(=14
=

+ 58



ABCharacterStatComponent.h ABCharacterStatComponentcpp +# X [RUIEEINEWNEREAY ABGamelnstance.cpp hello.h

[* hello

- I - UABCharacterStatComponent

- I @ SetMewlevel(int32 NewLevel)

37
38
39
40
41
42
43
44
45
46
47
48
49
50
51

52
(]

= else

{
}

ABLOG(Error, TEXT("Level (%d) data doesn't exist"),

}

E:Kﬂd UABCharacterStatComponent: :SetHP( f loat NewHP)

{
CurrentHP = NewHP;
OnHPChanged.Broadcast () ;

{E if (CurrentHP < KINDA_SMALL_NUMBER) {

CurrentHP = 0.0f;

OnHP|sZero.Broadcast() ;

\}

5.3 SetHP g% 1

NewLevel) ;



ABCharacterStatComponent.h ABCharacterStatComponentcpp + X [RGEENEREERENY

ABGamelnstance.cpp hello.h hello.cpp

& hello

- I - UABCharacterStatComponent

- I @ SetMewlevel(int32 Newlevel)

58
59
60
61
62
63
64
65
66
67
68
69
70
71
12
73

}

m

{

}

{

float UABCharacterStatComponent: :GetAttack()

ABCHECK(nul Iptr != CurrentStatData, 0.0f);
return CurrentStatData—>Attack;

ﬂ;float UABCharacterStatComponent : :GetHPRat io()

ABCHECK(nul Iptr != CurrentStatData , 0.0f);

return (CurrentStatData—>MaxHP < KINDA_SMALL_NUMBER) ? 0.0f :

5.4 GetHPRatio

(=14
=

& 7

(CurrentHP/CurrentStatData—>MaxHP) ;
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