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Aturret_C__pf1690381860::Aturret_C__pf1690381860(const 

FObjectInitializer& ObjectInitializer) : Super(ObjectInitializer) 

{ 

 if(HasAnyFlags(RF_ClassDefaultObject) && 

(Aturret_C__pf1690381860::StaticClass() == GetClass())) 

 { 

 

 Aturret_C__pf1690381860::__CustomDynamicClassInitialization(CastChe

cked<UDynamicClass>(GetClass())); 

 } 

  

 bpv__Scene__pf = 

CreateDefaultSubobject<USceneComponent>(TEXT("Scene")); 

 bpv__turret__pf = 

CreateDefaultSubobject<UStaticMeshComponent>(TEXT("turret")); 

 bpv__gun__pf = 

CreateDefaultSubobject<UStaticMeshComponent>(TEXT("gun")); 

 bpv__Camera__pf = 

CreateDefaultSubobject<UCameraComponent>(TEXT("Camera")); 

 bpv__Arrow__pf = 

CreateDefaultSubobject<UArrowComponent>(TEXT("Arrow")); 

 bpv__shoot__pf = 

CreateDefaultSubobject<UBillboardComponent>(TEXT("shoot")); 

 bpv__Forvardhorisont__pf = 

CreateDefaultSubobject<UArrowComponent>(TEXT("Forvardhorisont")); 

 bpv__SceneCaptureComponent2D__pf = 

CreateDefaultSubobject<USceneCaptureComponent2D>(TEXT("SceneCaptureCom

ponent2D")); 

 RootComponent = bpv__Scene__pf; 

 bpv__Scene__pf->CreationMethod = EComponentCreationMethod::Native; 

 static TWeakObjectPtr<UProperty> __Local__1{}; 

 const UProperty* __Local__0 = __Local__1.Get(); 

 if (nullptr == __Local__0) 

 { 

  __Local__0 = (UActorComponent::StaticClass())-

>FindPropertyByName(FName(TEXT("bCanEverAffectNavigation"))); 

  check(__Local__0); 

  __Local__1 = __Local__0; 
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} 

 (((UBoolProperty*)__Local__0)-

>SetPropertyValue_InContainer((bpv__Scene__pf), false, 0)); 

 bpv__turret__pf->CreationMethod = EComponentCreationMethod::Native; 

 bpv__turret__pf->AttachToComponent(bpv__Scene__pf, 

FAttachmentTransformRules::KeepRelativeTransform ); 

 auto& __Local__2 = (*(AccessPrivateProperty<UStaticMesh* 

>((bpv__turret__pf), UStaticMeshComponent::__PPO__StaticMesh() ))); 

 __Local__2 = 

CastChecked<UStaticMesh>(CastChecked<UDynamicClass>(Aturret_C__pf16903

81860::StaticClass())->UsedAssets[0], ECastCheckedType::NullAllowed); 

 bpv__turret__pf->OverrideMaterials = TArray<UMaterialInterface*> (); 

 bpv__turret__pf->OverrideMaterials.Reserve(1); 

 bpv__turret__pf-

>OverrideMaterials.Add(CastChecked<UMaterialInterface>(CastChecked<UDy

namicClass>(Aturret_C__pf1690381860::StaticClass())->UsedAssets[1], 

ECastCheckedType::NullAllowed)); 

 (((UBoolProperty*)__Local__0)-

>SetPropertyValue_InContainer((bpv__turret__pf), true, 0)); 

 bpv__gun__pf->CreationMethod = EComponentCreationMethod::Native; 

 bpv__gun__pf->AttachToComponent(bpv__turret__pf, 

FAttachmentTransformRules::KeepRelativeTransform ); 

 auto& __Local__3 = (*(AccessPrivateProperty<UStaticMesh* 

>((bpv__gun__pf), UStaticMeshComponent::__PPO__StaticMesh() ))); 

 __Local__3 = 

CastChecked<UStaticMesh>(CastChecked<UDynamicClass>(Aturret_C__pf16903

81860::StaticClass())->UsedAssets[2], ECastCheckedType::NullAllowed); 

 bpv__gun__pf->OverrideMaterials = TArray<UMaterialInterface*> (); 

 bpv__gun__pf->OverrideMaterials.Reserve(1); 

 bpv__gun__pf-

>OverrideMaterials.Add(CastChecked<UMaterialInterface>(CastChecked<UDy

namicClass>(Aturret_C__pf1690381860::StaticClass())->UsedAssets[1], 

ECastCheckedType::NullAllowed)); 

 bpv__gun__pf->RelativeLocation = FVector(50.000000, 0.000000, 

0.000000); 

 (((UBoolProperty*)__Local__0)-

>SetPropertyValue_InContainer((bpv__gun__pf), true, 0)); 

 bpv__Camera__pf->CreationMethod = EComponentCreationMethod::Native; 
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 bpv__Camera__pf->AttachToComponent(bpv__gun__pf, 

FAttachmentTransformRules::KeepRelativeTransform ); 

 (((UBoolProperty*)__Local__0)-

>SetPropertyValue_InContainer((bpv__Camera__pf), false, 0)); 

 bpv__Arrow__pf->CreationMethod = EComponentCreationMethod::Native; 

 bpv__Arrow__pf->AttachToComponent(bpv__gun__pf, 

FAttachmentTransformRules::KeepRelativeTransform ); 

 bpv__Arrow__pf->ArrowColor = FColor(79, 255, 143, 255); 

 bpv__Arrow__pf->RelativeLocation = FVector(50.000000, 0.000000, 

0.000000); 

 (((UBoolProperty*)__Local__0)-

>SetPropertyValue_InContainer((bpv__Arrow__pf), false, 0)); 

 bpv__shoot__pf->CreationMethod = EComponentCreationMethod::Native; 

 bpv__shoot__pf->AttachToComponent(bpv__Arrow__pf, 

FAttachmentTransformRules::KeepRelativeTransform ); 

 (((UBoolProperty*)__Local__0)-

>SetPropertyValue_InContainer((bpv__shoot__pf), false, 0)); 

 bpv__shoot__pf->bIsEditorOnly = true; 

 bpv__Forvardhorisont__pf->CreationMethod = 

EComponentCreationMethod::Native; 

 bpv__Forvardhorisont__pf->AttachToComponent(bpv__gun__pf, 

FAttachmentTransformRules::KeepRelativeTransform ); 

 bpv__Forvardhorisont__pf->RelativeLocation = FVector(50.000000, 

0.000000, 0.000000); 

 (((UBoolProperty*)__Local__0)-

>SetPropertyValue_InContainer((bpv__Forvardhorisont__pf), false, 0)); 

 bpv__SceneCaptureComponent2D__pf->CreationMethod = 

EComponentCreationMethod::Native; 

 bpv__SceneCaptureComponent2D__pf->AttachToComponent(bpv__gun__pf, 

FAttachmentTransformRules::KeepRelativeTransform ); 

 bpv__SceneCaptureComponent2D__pf->TextureTarget = 

CastChecked<UTextureRenderTarget2D>(CastChecked<UDynamicClass>(Aturret

_C__pf1690381860::StaticClass())->UsedAssets[3], 

ECastCheckedType::NullAllowed); 

 bpv__SceneCaptureComponent2D__pf->ShowFlagSettings = 

TArray<FEngineShowFlagsSetting> (); 

 bpv__SceneCaptureComponent2D__pf-

>ShowFlagSettings.AddUninitialized(1); 
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 FEngineShowFlagsSetting::StaticStruct()-

>InitializeStruct(bpv__SceneCaptureComponent2D__pf-

>ShowFlagSettings.GetData(), 1); 

 auto& __Local__4 = bpv__SceneCaptureComponent2D__pf-

>ShowFlagSettings[0]; 

 __Local__4.ShowFlagName = FString(TEXT("TemporalAA")); 

 __Local__4.Enabled = true; 

 bpv__SceneCaptureComponent2D__pf->RelativeLocation = FVector(70.000000, 

0.000000, 0.000000); 

 (((UBoolProperty*)__Local__0)-

>SetPropertyValue_InContainer((bpv__SceneCaptureComponent2D__pf), 

false, 0)); 

 bpv__ForwardBullet__pf = FVector(0.000000, 0.000000, 0.000000); 

 bpv__NextLocation__pf = FVector(0.000000, 0.000000, 0.000000); 

 bpv__BlockHit__pf = true; 

 bpv__Gravity__pf = 9.820000f; 

 bpv__Mass__pf = 11.400000f; 

 bpv__GravityOffSet__pf = FVector(0.000000, 0.000000, 0.000000); 

 bpv__InitialVelocity__pf = 1700.000000f; 

 bpv__Time__pf = 1.000000f; 

 bpv__MaxVertical__pf = 45.000000f; 

 bpv__MinVertical__pf = -5.000000f; 

 bpv__HorisontalRotationValue__pf = FRotator(0.000000, 0.000000, 

0.000000); 

 bpv__AxisHorizontalValue__pf = 0.000000f; 

 bpv__RotationGunValue__pf = 0.000000f; 

 bpv__AxisVerticalValue__pf = 0.000000f; 

 bpv__VerticalRotationValue__pf = FRotator(0.000000, 0.000000, 

0.000000); 

 bpv__TimerRatio__pf = 0.010000f; 

 bpv__Cos__pf = 0.000000f; 

 bpv__Sin__pf = 0.000000f; 

 bpv__RatioPower__pf = 1.000000f; 

 bpv__Cf__pf = 0.000000f; 

 bpv__Fc__pf = 0.000000f; 

 bpv__Ax__pf = FVector(0.000000, 0.000000, 0.000000); 

 bpv__Ay__pf = FVector(0.000000, 0.000000, 0.000000); 

 bpv__WorldScale__pf = 0.010000f; 
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 bpv__VectorT__pf = FVector(0.000000, 0.000000, 0.000000); 

 bpv__VectorR__pf = FVector(0.000000, 0.000000, 0.000000); 

 bpv__Vx__pf = FVector(0.000000, 0.000000, 0.000000); 

 bpv__Vy__pf = FVector(0.000000, 0.000000, 0.000000); 

 bpv__V0__pf = 0.000000f; 

 bpv__X__pf = FVector(0.000000, 0.000000, 0.000000); 

 bpv__Y__pf = FVector(0.000000, 0.000000, 0.000000); 

 bpv__V0x__pf = FVector(0.000000, 0.000000, 0.000000); 

 bpv__V0y__pf = FVector(0.000000, 0.000000, 0.000000); 

 bpv__znak__pf = 0.000000f; 

 PrimaryActorTick.bCanEverTick = true; 

}  

void Aturret_C__pf1690381860::PostLoadSubobjects(FObjectInstancingGraph* 

OuterInstanceGraph) 

{ 

 Super::PostLoadSubobjects(OuterInstanceGraph); 

 if(bpv__Scene__pf) 

 { 

  bpv__Scene__pf->CreationMethod = EComponentCreationMethod::Native; 

 } 

 if(bpv__turret__pf) 

 { 

  bpv__turret__pf->CreationMethod = EComponentCreationMethod::Native; 

 } 

 if(bpv__gun__pf) 

 { 

  bpv__gun__pf->CreationMethod = EComponentCreationMethod::Native; 

 } 

 if(bpv__Camera__pf) 

 { 

  bpv__Camera__pf->CreationMethod = EComponentCreationMethod::Native; 

 } 

 if(bpv__Arrow__pf) 

 { 

  bpv__Arrow__pf->CreationMethod = EComponentCreationMethod::Native; 

 } 

 if(bpv__shoot__pf) 

 { 
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  bpv__shoot__pf->CreationMethod = EComponentCreationMethod::Native; 

 } 

 if(bpv__Forvardhorisont__pf) 

 { 

  bpv__Forvardhorisont__pf->CreationMethod = 

EComponentCreationMethod::Native; 

 } 

 if(bpv__SceneCaptureComponent2D__pf) 

 { 

  bpv__SceneCaptureComponent2D__pf->CreationMethod = 

EComponentCreationMethod::Native; 

 } 

} 

void 

Aturret_C__pf1690381860::__CustomDynamicClassInitialization(UDynamicCl

ass* InDynamicClass) 

{ 

 ensure(0 == InDynamicClass->ReferencedConvertedFields.Num()); 

 ensure(0 == InDynamicClass->MiscConvertedSubobjects.Num()); 

 ensure(0 == InDynamicClass->DynamicBindingObjects.Num()); 

 ensure(0 == InDynamicClass->ComponentTemplates.Num()); 

 ensure(0 == InDynamicClass->Timelines.Num()); 

 ensure(nullptr == InDynamicClass->AnimClassImplementation); 

 InDynamicClass->AssembleReferenceTokenStream(); 

 FConvertedBlueprintsDependencies::FillUsedAssetsInDynamicClass(InDynam

icClass, &__StaticDependencies_DirectlyUsedAssets); 

 auto __Local__5 = NewObject<USceneComponent>(InDynamicClass, 

USceneComponent::StaticClass(), TEXT("DefaultSceneRoot_GEN_VARIABLE"), 

(EObjectFlags)0x00280029); 

 InDynamicClass->ComponentTemplates.Add(__Local__5); 

 auto __Local__6 = 

NewObject<UInputActionDelegateBinding>(InDynamicClass, 

UInputActionDelegateBinding::StaticClass(), 

TEXT("InputActionDelegateBinding_1"), (EObjectFlags)0x00000000); 

 InDynamicClass->DynamicBindingObjects.Add(__Local__6); 

 auto __Local__7 = NewObject<UInputAxisDelegateBinding>(InDynamicClass, 

UInputAxisDelegateBinding::StaticClass(), 

TEXT("InputAxisDelegateBinding_1"), (EObjectFlags)0x00000000); 
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 InDynamicClass->DynamicBindingObjects.Add(__Local__7); 

 static TWeakObjectPtr<UProperty> __Local__9{}; 

 const UProperty* __Local__8 = __Local__9.Get(); 

 if (nullptr == __Local__8) 

 { 

  __Local__8 = (UActorComponent::StaticClass())-

>FindPropertyByName(FName(TEXT("bCanEverAffectNavigation"))); 

  check(__Local__8); 

  __Local__9 = __Local__8; 

 } 

 (((UBoolProperty*)__Local__8)-

>SetPropertyValue_InContainer((__Local__5), false, 0)); 

 __Local__6->InputActionDelegateBindings = 

TArray<FBlueprintInputActionDelegateBinding> (); 

 __Local__6->InputActionDelegateBindings.AddUninitialized(1); 

 FBlueprintInputActionDelegateBinding::StaticStruct()-

>InitializeStruct(__Local__6->InputActionDelegateBindings.GetData(), 

1); 

 auto& __Local__10 = __Local__6->InputActionDelegateBindings[0]; 

 __Local__10.InputActionName = FName(TEXT("Firegun")); 

 __Local__10.FunctionNameToBind = 

FName(TEXT("InpActEvt_Firegun_K2Node_InputActionEvent_0")); 

 __Local__7->InputAxisDelegateBindings = 

TArray<FBlueprintInputAxisDelegateBinding> (); 

 __Local__7->InputAxisDelegateBindings.AddUninitialized(2); 

 FBlueprintInputAxisDelegateBinding::StaticStruct()-

>InitializeStruct(__Local__7->InputAxisDelegateBindings.GetData(), 2); 

 auto& __Local__11 = __Local__7->InputAxisDelegateBindings[0]; 

 __Local__11.InputAxisName = FName(TEXT("TurretRotateH")); 

 __Local__11.FunctionNameToBind = 

FName(TEXT("InpAxisEvt_TurretRotateH_K2Node_InputAxisEvent_0")); 

 auto& __Local__12 = __Local__7->InputAxisDelegateBindings[1]; 

 __Local__12.InputAxisName = FName(TEXT("TurretRotateV")); 

 __Local__12.FunctionNameToBind = 

FName(TEXT("InpAxisEvt_TurretRotateV_K2Node_InputAxisEvent_1")); 

} 

void Aturret_C__pf1690381860::bpf__ExecuteUbergraph_turret__pf_0(int32 

bpp__EntryPoint__pf) 
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{ 

 FVector 

bpfv__CallFunc_K2_GetComponentLocation_ReturnValue__pf(EForceInit::For

ceInit); 

 float bpfv__CallFunc_Multiply_FloatFloat_ReturnValue__pf{}; 

 FTimerHandle bpfv__CallFunc_K2_SetTimer_ReturnValue__pf{}; 

 FVector 

bpfv__CallFunc_GetForwardVector_ReturnValue__pf(EForceInit::ForceInit)

; 

 FRotator 

bpfv__CallFunc_K2_GetComponentRotation_ReturnValue__pf(EForceInit::For

ceInit); 

 bool bpfv__CallFunc_LessEqual_FloatFloat_ReturnValue__pf{}; 

 float bpfv__CallFunc_Square_ReturnValue__pf{}; 

 float bpfv__CallFunc_Subtract_FloatFloat_ReturnValue__pf{}; 

 float bpfv__CallFunc_Sqrt_ReturnValue__pf{}; 

 FVector 

bpfv__CallFunc_GetForwardVector_ReturnValue1__pf(EForceInit::ForceInit

); 

 float bpfv__CallFunc_Square_ReturnValue1__pf{}; 

 FVector 

bpfv__CallFunc_GetForwardVector_ReturnValue2__pf(EForceInit::ForceInit

); 

 float bpfv__CallFunc_Square_ReturnValue2__pf{}; 

 float bpfv__CallFunc_Square_ReturnValue3__pf{}; 

 float bpfv__CallFunc_Square_ReturnValue4__pf{}; 

 float bpfv__CallFunc_Add_FloatFloat_ReturnValue2__pf{}; 

 float bpfv__CallFunc_Multiply_FloatFloat_ReturnValue3__pf{}; 

 float bpfv__CallFunc_Add_FloatFloat_ReturnValue3__pf{}; 

 float bpfv__CallFunc_Square_ReturnValue5__pf{}; 

 float bpfv__CallFunc_Sqrt_ReturnValue1__pf{}; 

 float bpfv__CallFunc_Multiply_FloatFloat_ReturnValue4__pf{}; 

 float bpfv__CallFunc_Square_ReturnValue6__pf{}; 

 float bpfv__CallFunc_Multiply_FloatFloat_ReturnValue5__pf{}; 

 float bpfv__CallFunc_Add_FloatFloat_ReturnValue4__pf{}; 

 float bpfv__CallFunc_Add_FloatFloat_ReturnValue5__pf{}; 

 float bpfv__CallFunc_Add_FloatFloat_ReturnValue6__pf{}; 

 float bpfv__CallFunc_Add_FloatFloat_ReturnValue7__pf{}; 
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 float bpfv__CallFunc_Sqrt_ReturnValue2__pf{}; 

 float bpfv__CallFunc_Multiply_FloatFloat_ReturnValue6__pf{}; 

 float bpfv__CallFunc_Divide_FloatFloat_ReturnValue__pf{}; 

 int32 __CurrentState = bpp__EntryPoint__pf; 

 do 

 { 

  switch( __CurrentState ) 

  { 

  case 1: 

   { 

   } 

  case 2: 

   { 

    bpf__V0xV0y__pf(); 

   } 

  case 3: 

   { 

    if(::IsValid(bpv__Arrow__pf)) 

    { 

     bpfv__CallFunc_GetForwardVector_ReturnValue__pf = 

bpv__Arrow__pf->USceneComponent::GetForwardVector(); 

    } 

    bpv__ForwardBullet__pf = 

bpfv__CallFunc_GetForwardVector_ReturnValue__pf; 

   } 

  case 4: 

   { 

    if(::IsValid(bpv__Arrow__pf)) 

    { 

    

 bpfv__CallFunc_K2_GetComponentLocation_ReturnValue__pf = 

bpv__Arrow__pf->USceneComponent::K2_GetComponentLocation(); 

    } 

    bpv__NextLocation__pf = 

bpfv__CallFunc_K2_GetComponentLocation_ReturnValue__pf; 

   } 

  case 5: 

   { 
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    bpf__dragxcoefficient__pfT(/*out*/ 

b0l__CallFunc_drag_coefficient_Cf__pf); 

   } 

  case 6: 

   { 

    bpfv__CallFunc_Multiply_FloatFloat_ReturnValue__pf = 

UKismetMathLibrary::Multiply_FloatFloat(bpv__TimerRatio__pf, 

10.000000); 

    bpv__RatioPower__pf = 

bpfv__CallFunc_Multiply_FloatFloat_ReturnValue__pf; 

   } 

  case 7: 

   { 

    bpv__Cf__pf = b0l__CallFunc_drag_coefficient_Cf__pf; 

   } 

  case 8: 

   { 

    bpv__Time__pf = 1.000000; 

   } 

  case 9: 

   { 

    bpfv__CallFunc_K2_SetTimer_ReturnValue__pf = 

UKismetSystemLibrary::K2_SetTimer(this, FString(TEXT("LineTraceArc")), 

bpv__TimerRatio__pf, true); 

   } 

  case 10: 

   { 

    if(::IsValid(bpv__Arrow__pf)) 

    { 

    

 bpfv__CallFunc_K2_GetComponentRotation_ReturnValue__pf = 

bpv__Arrow__pf->USceneComponent::K2_GetComponentRotation(); 

    } 

   

 UKismetMathLibrary::BreakRotator(bpfv__CallFunc_K2_GetComponentRota

tion_ReturnValue__pf, /*out*/ b0l__CallFunc_BreakRotator_Roll1__pf, 

/*out*/ b0l__CallFunc_BreakRotator_Pitch1__pf, /*out*/ 

b0l__CallFunc_BreakRotator_Yaw1__pf); 
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    bpfv__CallFunc_LessEqual_FloatFloat_ReturnValue__pf = 

UKismetMathLibrary::LessEqual_FloatFloat(b0l__CallFunc_BreakRotator_Pi

tch1__pf, 0.000000); 

    if (!bpfv__CallFunc_LessEqual_FloatFloat_ReturnValue__pf) 

    { 

     __CurrentState = 15; 

     break; 

    } 

   } 

  case 11: 

   { 

    bpv__znak__pf = 0.000000; 

   } 

  case 12: 

   { 

    if(::IsValid(bpv__Forvardhorisont__pf)) 

    { 

     bpfv__CallFunc_GetForwardVector_ReturnValue1__pf = 

bpv__Forvardhorisont__pf->USceneComponent::GetForwardVector(); 

    } 

   

 UKismetMathLibrary::BreakVector(bpfv__CallFunc_GetForwardVector_Ret

urnValue1__pf, /*out*/ b0l__CallFunc_BreakVector_X__pf, /*out*/ 

b0l__CallFunc_BreakVector_Y__pf, /*out*/ 

b0l__CallFunc_BreakVector_Z__pf); 

    bpfv__CallFunc_Square_ReturnValue1__pf = 

UKismetMathLibrary::Square(b0l__CallFunc_BreakVector_Z__pf); 

    if(::IsValid(bpv__Arrow__pf)) 

    { 

     bpfv__CallFunc_GetForwardVector_ReturnValue2__pf = 

bpv__Arrow__pf->USceneComponent::GetForwardVector(); 

    } 

    bpfv__CallFunc_Square_ReturnValue2__pf = 

UKismetMathLibrary::Square(b0l__CallFunc_BreakVector_Y__pf); 

   

 UKismetMathLibrary::BreakVector(bpfv__CallFunc_GetForwardVector_Ret

urnValue2__pf, /*out*/ b0l__CallFunc_BreakVector_X1__pf, /*out*/ 
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b0l__CallFunc_BreakVector_Y1__pf, /*out*/ 

b0l__CallFunc_BreakVector_Z1__pf); 

    bpfv__CallFunc_Square_ReturnValue3__pf = 

UKismetMathLibrary::Square(b0l__CallFunc_BreakVector_X__pf); 

    bpfv__CallFunc_Square_ReturnValue4__pf = 

UKismetMathLibrary::Square(b0l__CallFunc_BreakVector_Z1__pf); 

    bpfv__CallFunc_Add_FloatFloat_ReturnValue2__pf = 

UKismetMathLibrary::Add_FloatFloat(bpfv__CallFunc_Square_ReturnValue3_

_pf, bpfv__CallFunc_Square_ReturnValue2__pf); 

    bpfv__CallFunc_Multiply_FloatFloat_ReturnValue3__pf = 

UKismetMathLibrary::Multiply_FloatFloat(b0l__CallFunc_BreakVector_Z1__

pf, b0l__CallFunc_BreakVector_Z__pf); 

    bpfv__CallFunc_Add_FloatFloat_ReturnValue3__pf = 

UKismetMathLibrary::Add_FloatFloat(bpfv__CallFunc_Add_FloatFloat_Retur

nValue2__pf, bpfv__CallFunc_Square_ReturnValue1__pf); 

    bpfv__CallFunc_Square_ReturnValue5__pf = 

UKismetMathLibrary::Square(b0l__CallFunc_BreakVector_Y1__pf); 

    bpfv__CallFunc_Sqrt_ReturnValue1__pf = 

UKismetMathLibrary::Sqrt(bpfv__CallFunc_Add_FloatFloat_ReturnValue3__p

f); 

    bpfv__CallFunc_Multiply_FloatFloat_ReturnValue4__pf = 

UKismetMathLibrary::Multiply_FloatFloat(b0l__CallFunc_BreakVector_Y1__

pf, b0l__CallFunc_BreakVector_Y__pf); 

    bpfv__CallFunc_Square_ReturnValue6__pf = 

UKismetMathLibrary::Square(b0l__CallFunc_BreakVector_X1__pf); 

    bpfv__CallFunc_Multiply_FloatFloat_ReturnValue5__pf = 

UKismetMathLibrary::Multiply_FloatFloat(b0l__CallFunc_BreakVector_X1__

pf, b0l__CallFunc_BreakVector_X__pf); 

    bpfv__CallFunc_Add_FloatFloat_ReturnValue4__pf = 

UKismetMathLibrary::Add_FloatFloat(bpfv__CallFunc_Square_ReturnValue6_

_pf, bpfv__CallFunc_Square_ReturnValue5__pf); 

    bpfv__CallFunc_Add_FloatFloat_ReturnValue5__pf = 

UKismetMathLibrary::Add_FloatFloat(bpfv__CallFunc_Multiply_FloatFloat_

ReturnValue5__pf, 

bpfv__CallFunc_Multiply_FloatFloat_ReturnValue4__pf); 

    bpfv__CallFunc_Add_FloatFloat_ReturnValue6__pf = 

UKismetMathLibrary::Add_FloatFloat(bpfv__CallFunc_Add_FloatFloat_Retur

nValue4__pf, bpfv__CallFunc_Square_ReturnValue4__pf); 



85 

 

    bpfv__CallFunc_Add_FloatFloat_ReturnValue7__pf = 

UKismetMathLibrary::Add_FloatFloat(bpfv__CallFunc_Add_FloatFloat_Retur

nValue5__pf, bpfv__CallFunc_Multiply_FloatFloat_ReturnValue3__pf); 

    bpfv__CallFunc_Sqrt_ReturnValue2__pf = 

UKismetMathLibrary::Sqrt(bpfv__CallFunc_Add_FloatFloat_ReturnValue6__p

f); 

    bpfv__CallFunc_Multiply_FloatFloat_ReturnValue6__pf = 

UKismetMathLibrary::Multiply_FloatFloat(bpfv__CallFunc_Sqrt_ReturnValu

e2__pf, bpfv__CallFunc_Sqrt_ReturnValue1__pf); 

    bpfv__CallFunc_Divide_FloatFloat_ReturnValue__pf = 

FCustomThunkTemplates::Divide_FloatFloat(bpfv__CallFunc_Add_FloatFloat

_ReturnValue7__pf, 

bpfv__CallFunc_Multiply_FloatFloat_ReturnValue6__pf); 

    bpv__Cos__pf = 

bpfv__CallFunc_Divide_FloatFloat_ReturnValue__pf; 

   } 

  case 13: 

   { 

    bpfv__CallFunc_Square_ReturnValue__pf = 

UKismetMathLibrary::Square(bpv__Cos__pf); 

    bpfv__CallFunc_Subtract_FloatFloat_ReturnValue__pf = 

UKismetMathLibrary::Subtract_FloatFloat(1.000000, 

bpfv__CallFunc_Square_ReturnValue__pf); 

    bpfv__CallFunc_Sqrt_ReturnValue__pf = 

UKismetMathLibrary::Sqrt(bpfv__CallFunc_Subtract_FloatFloat_ReturnValu

e__pf); 

    bpv__Sin__pf = bpfv__CallFunc_Sqrt_ReturnValue__pf; 

   } 

  case 14: 

   { 

    bpv__LineTraceArcTimerHandle__pf = 

bpfv__CallFunc_K2_SetTimer_ReturnValue__pf; 

    __CurrentState = -1; 

    break; 

   } 

  case 15: 

   { 

    bpv__znak__pf = 1.000000; 
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    __CurrentState = 12; 

    break; 

   } 

  default: 

   break; 

  } 

 } while( __CurrentState != -1 ); 

} 

void Aturret_C__pf1690381860::bpf__ExecuteUbergraph_turret__pf_1(int32 

bpp__EntryPoint__pf) 

{ 

 float bpfv__CallFunc_Multiply_FloatFloat_ReturnValue1__pf{}; 

 float bpfv__CallFunc_Add_FloatFloat_ReturnValue__pf{}; 

 float bpfv__CallFunc_FClamp_ReturnValue__pf{}; 

 FRotator 

bpfv__CallFunc_MakeRotator_ReturnValue__pf(EForceInit::ForceInit); 

 check(bpp__EntryPoint__pf == 22); 

 bpv__AxisVerticalValue__pf = b0l__K2Node_InputAxisEvent_AxisValue1__pf; 

 FRotator  __Local__13 = FRotator(0.000000,0.000000,0.000000); 

 bpv__VerticalRotationValue__pf = ((::IsValid(bpv__gun__pf)) ? 

(bpv__gun__pf->RelativeRotation) : (__Local__13)); 

 // optimized KCST_UnconditionalGoto 

 UKismetMathLibrary::BreakRotator(bpv__VerticalRotationValue__pf, 

/*out*/ b0l__CallFunc_BreakRotator_Roll2__pf, /*out*/ 

b0l__CallFunc_BreakRotator_Pitch2__pf, /*out*/ 

b0l__CallFunc_BreakRotator_Yaw2__pf); 

 bpfv__CallFunc_Multiply_FloatFloat_ReturnValue1__pf = 

UKismetMathLibrary::Multiply_FloatFloat(bpv__AxisVerticalValue__pf, 

0.100000); 

 bpfv__CallFunc_Add_FloatFloat_ReturnValue__pf = 

UKismetMathLibrary::Add_FloatFloat(b0l__CallFunc_BreakRotator_Pitch2__

pf, bpfv__CallFunc_Multiply_FloatFloat_ReturnValue1__pf); 

 bpfv__CallFunc_FClamp_ReturnValue__pf = 

UKismetMathLibrary::FClamp(bpfv__CallFunc_Add_FloatFloat_ReturnValue__

pf, bpv__MinVertical__pf, bpv__MaxVertical__pf); 

 bpv__RotationGunValue__pf = bpfv__CallFunc_FClamp_ReturnValue__pf; 

 // optimized KCST_UnconditionalGoto 
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 UKismetMathLibrary::BreakRotator(bpv__VerticalRotationValue__pf, 

/*out*/ b0l__CallFunc_BreakRotator_Roll2__pf, /*out*/ 

b0l__CallFunc_BreakRotator_Pitch2__pf, /*out*/ 

b0l__CallFunc_BreakRotator_Yaw2__pf); 

 bpfv__CallFunc_Multiply_FloatFloat_ReturnValue1__pf = 

UKismetMathLibrary::Multiply_FloatFloat(bpv__AxisVerticalValue__pf, 

0.100000); 

 bpfv__CallFunc_Add_FloatFloat_ReturnValue__pf = 

UKismetMathLibrary::Add_FloatFloat(b0l__CallFunc_BreakRotator_Pitch2__

pf, bpfv__CallFunc_Multiply_FloatFloat_ReturnValue1__pf); 

 bpfv__CallFunc_FClamp_ReturnValue__pf = 

UKismetMathLibrary::FClamp(bpfv__CallFunc_Add_FloatFloat_ReturnValue__

pf, bpv__MinVertical__pf, bpv__MaxVertical__pf); 

 bpfv__CallFunc_MakeRotator_ReturnValue__pf = 

UKismetMathLibrary::MakeRotator(b0l__CallFunc_BreakRotator_Roll2__pf, 

bpfv__CallFunc_FClamp_ReturnValue__pf, 

b0l__CallFunc_BreakRotator_Yaw2__pf); 

 if(::IsValid(bpv__gun__pf)) 

 { 

  bpv__gun__pf-

>USceneComponent::K2_SetRelativeRotation(bpfv__CallFunc_MakeRotator_Re

turnValue__pf, false, /*out*/ 

b0l__CallFunc_K2_SetRelativeRotation_SweepHitResult__pf, false); 

 } 

 return; // KCST_GotoReturn 

} 


