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ДОДАТОК А  

Графічний матеріал кваліфікаційної роботи 
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ДОДАТОК Б  

Код уміння для пересування 

 

 

MovementAbility.h 

#pragma once 

 

#include "CoreMinimal.h" 

#include "AITypes.h" 

#include "Abilities/GameplayAbility.h" 

#include "MovementAbility.generated.h" 

 

class UTargetDataUnderMouse; 

struct FPathFollowingResult; 

enum class EPathFollowingReachMode : uint8; 

class UNavigationPath; 

/** 

 *  

 */ 

UCLASS() 

class AFFAIROFHONOUR_API UMovementAbility : public 

UGameplayAbility 

{ 

    GENERATED_BODY() 

    virtual void ActivateAbility(const 

FGameplayAbilitySpecHandle Handle, const 

FGameplayAbilityActorInfo* ActorInfo, const 

FGameplayAbilityActivationInfo ActivationInfo, const 

FGameplayEventData* TriggerEventData) override; 

    UFUNCTION() 

    void OnValidData(const FGameplayAbilityTargetDataHandle& 

DataHandle); 

    void PerformMovement(AController* Controller, const FVector& 

GoalLocation, EPathFollowingReachMode mode); 

    void CancelMovementRequest(FAIRequestID /*RequestID*/, const 

FPathFollowingResult& /*Result*/); 

virtual void EndAbility(const FGameplayAbilitySpecHandle Handle, 

const FGameplayAbilityActorInfo* ActorInfo, const 

FGameplayAbilityActivationInfo ActivationInfo, bool 

bReplicateEndAbility, bool bWasCancelled) override; 

    UPROPERTY() 

    class UPathFollowingComponent* PathFollowingComp; 

    UPROPERTY(EditDefaultsOnly) 

    TSubclassOf<UGameplayEffect> MovementCost; 

    UPROPERTY() 

    UNavigationPath* Path; 

    UFUNCTION() 

    void ApplyMovementCost(); 

    UPROPERTY() 
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    float PassedDistance; 

    UPROPERTY() 

    float DistanceToApplyCost = 100; 

    UPROPERTY() 

    FVector StartPos; 

    UTargetDataUnderMouse* Task; 

}; 

 

 

MovementAbility.cpp 

#include "AbilitySystem/Abilities/MovementAbility.h" 

#include "AbilitySystemBlueprintLibrary.h" 

#include "AbilitySystemComponent.h" 

#include "GameplayTagsManager.h" 

#include "NavigationSystem.h" 

#include "AbilitySystem/Attributes/PlayerAttributeSet.h" 

#include "AbilitySystem/Tasks/MovementCostApplyTask.h" 

#include "AbilitySystem/Tasks/TargetDataUnderMouse.h" 

#include "Navigation/PathFollowingComponent.h" 

 

void UMovementAbility::ActivateAbility(const 

FGameplayAbilitySpecHandle Handle, 

                                       const 

FGameplayAbilityActorInfo* ActorInfo, 

                                       const 

FGameplayAbilityActivationInfo ActivationInfo, 

                                       const FGameplayEventData* 

TriggerEventData) 

{ 

    Super::ActivateAbility(Handle, ActorInfo, ActivationInfo, 

TriggerEventData); 

    Task = 

UTargetDataUnderMouse::CreateTargetDataUnderCursor(this); 

    FGameplayTag Tag = 

UGameplayTagsManager::Get().RequestGameplayTag(FName(TEXT("Abili

ty.Movement"))); 

    if (HasAuthority(&ActivationInfo)) 

    { 

       ActorInfo->AbilitySystemComponent-

>AddReplicatedLooseGameplayTag(Tag); 

    } 

    Task->ValidData.AddUniqueDynamic(this, 

&ThisClass::OnValidData); 

    Task->ReadyForActivation(); 

    UE_LOG(LogTemp, Display, TEXT("Handle data: %s"), 

*GetName()); 

} 

 

void UMovementAbility::OnValidData(const 

FGameplayAbilityTargetDataHandle& DataHandle) 

{ 

    FVector TargetPos = 
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UAbilitySystemBlueprintLibrary::GetHitResultFromTargetData(DataH

andle, 0).Location; 

    PerformMovement(GetCurrentActorInfo()-

>PlayerController.Get(), TargetPos, 

EPathFollowingReachMode::ExactLocation); 

} 

 

void UMovementAbility::PerformMovement(AController* Controller, 

const FVector& GoalLocation, 

                                       EPathFollowingReachMode 

mode) 

{ 

    UNavigationSystemV1* NavSys = Controller 

                                     ? 

FNavigationSystem::GetCurrent<UNavigationSystemV1>(Controller-

>GetWorld()) 

                                     : nullptr; 

    if (NavSys == nullptr || Controller == nullptr || 

Controller->GetPawn() == nullptr) 

    { 

       UE_LOG(LogNavigation, Warning, 

              TEXT( 

                 "UNavigationSystemV1::SimpleMoveToActor called 

for NavSys:%s Controller:%s controlling Pawn:%s (if any of these 

is None then there's your problem" 

              ), 

              *GetNameSafe(NavSys), *GetNameSafe(Controller), 

              Controller ? *GetNameSafe(Controller->GetPawn()) : 

TEXT("NULL")); 

       return; 

    } 

 

    PathFollowingComp = Controller-

>FindComponentByClass<UPathFollowingComponent>(); 

 

    if (PathFollowingComp == nullptr) 

    { 

       PathFollowingComp = 

NewObject<UPathFollowingComponent>(Controller); 

       PathFollowingComp->RegisterComponentWithWorld(Controller-

>GetWorld()); 

       PathFollowingComp->Initialize(); 

    } 

    if (PathFollowingComp == nullptr) 

    { 

       return; 

    } 

    PathFollowingComp->OnRequestFinished.AddUObject(this, 

&UMovementAbility::CancelMovementRequest); 

    const bool bAlreadyAtGoal = PathFollowingComp-

>HasReached(GoalLocation, 

EPathFollowingReachMode::ExactLocation); 

    if (PathFollowingComp->GetStatus() != 
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EPathFollowingStatus::Idle) 

    { 

       PathFollowingComp->AbortMove( 

          *NavSys, FPathFollowingResultFlags::ForcedScript | 

FPathFollowingResultFlags::NewRequest); 

    } 

 

    if (bAlreadyAtGoal) 

    { 

       PathFollowingComp-

>RequestMoveWithImmediateFinish(EPathFollowingResult::Success); 

    } 

    else 

    { 

       const FVector AgentNavLocation = Controller-

>GetNavAgentLocation(); 

       const ANavigationData* NavData = NavSys-

>GetNavDataForProps(Controller->GetNavAgentPropertiesRef(), 

                                                                   

AgentNavLocation); 

       if (NavData) 

       { 

          FPathFindingQuery Query(Controller, *NavData, 

AgentNavLocation, GoalLocation); 

          FPathFindingResult Result = NavSys-

>FindPathSync(Query); 

          if (Result.IsSuccessful()) 

          { 

             PathFollowingComp-

>RequestMove(FAIMoveRequest(GoalLocation), Result.Path); 

             StartPos = GetCurrentActorInfo()->OwnerActor-

>GetActorLocation(); 

             if (HasAuthority(&CurrentActivationInfo)) 

             { 

                UMovementCostApplyTask* MovementTask = 

UMovementCostApplyTask::AbilityTaskOnTick( 

                   this, DistanceToApplyCost, 

GetCurrentActorInfo()->AvatarActor.Get()); 

                MovementTask-

>OnDistanceThresholdPassed.AddUniqueDynamic(this, 

&ThisClass::ApplyMovementCost); 

                MovementTask->ReadyForActivation(); 

             } 

          } 

          else if (PathFollowingComp->GetStatus() != 

EPathFollowingStatus::Idle) 

          { 

             PathFollowingComp-

>RequestMoveWithImmediateFinish(EPathFollowingResult::Invalid); 

          } 

          else 

          { 

             CancelMovementRequest(FAIRequestID(), 
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FPathFollowingResult(EPathFollowingResult::Aborted)); 

          } 

       } 

    } 

} 

 

void UMovementAbility::EndAbility(const 

FGameplayAbilitySpecHandle Handle, const 

FGameplayAbilityActorInfo* ActorInfo, 

                                  const 

FGameplayAbilityActivationInfo ActivationInfo, bool 

bReplicateEndAbility, 

                                  bool bWasCancelled) 

{ 

    Super::EndAbility(Handle, ActorInfo, ActivationInfo, 

bReplicateEndAbility, bWasCancelled); 

    FGameplayTag Tag = 

UGameplayTagsManager::Get().RequestGameplayTag(FName(TEXT("Abili

ty.Movement"))); 

    if (HasAuthority(&ActivationInfo)) 

    { 

       ActorInfo->AbilitySystemComponent-

>RemoveReplicatedLooseGameplayTag(Tag); 

    } 

    Task->EndTask(); 

    if(PathFollowingComp) 

    { 

       PathFollowingComp->OnRequestFinished.RemoveAll(this); 

       PathFollowingComp-

>RequestMoveWithImmediateFinish(EPathFollowingResult::Success); 

    } 

} 

 

void UMovementAbility::ApplyMovementCost() 

{ 

    const UPlayerAttributeSet* AS = Cast<UPlayerAttributeSet>( 

       GetCurrentActorInfo()->AbilitySystemComponent-

>GetAttributeSet( 

          UPlayerAttributeSet::StaticClass())); 

    FGameplayEffectSpecHandle GameplayEffectSpecHandle = 

MakeOutgoingGameplayEffectSpec(MovementCost, 1); 

    if (AS->GetEnergy() > 0) 

    { 

       GetCurrentActorInfo()->AbilitySystemComponent-

>ApplyGameplayEffectSpecToSelf( 

          *GameplayEffectSpecHandle.Data.Get()); 

    } 

    else 

    { 

    CancelMovementRequest(FAIRequestID(), 

FPathFollowingResult(EPathFollowingResult::Success)); 

    } 

} 
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void UMovementAbility::CancelMovementRequest(FAIRequestID ID, 

const FPathFollowingResult& res) 

{ 

    EndAbility(GetCurrentAbilitySpecHandle(), 

GetCurrentActorInfo(), GetCurrentActivationInfo(), true, false); 

    UE_LOG(LogTemp, Warning, TEXT("Ability: %s, ended with 

result: %s"), *this->GetName(), *res.ToString()); 

} 

 


