
Player Base
UBoxComponent* Component

FTimerHandle TimerHandle_GetHUD

bool HasMainHUD

float BaseLife

ACustomGamemodeZombieSiege* MyGameMode

APlayerBase()

virtual void Tick(float DeltaTime) override

virtual void ReceiveDamage(float DamageValue, AActor*
SourceActor)

ICustomDamageInterface

virtual void ReceiveDamage(float DamageValue, AActor* SourceActor)

Interaction Component

UWorld* Context

AActor* Owner

float InteractionDistance

FCollisionQueryParams CollisionParams

UInventoryComponent* Inventory

UInteractionComponent()

virtual void BeginPlay() override

virtual void TickComponent(float DeltaTime, ELevelTick TickType,
FActorComponentTickFunction* ThisTickFunction) override;

virtual void Interact

MAIN MENU

Main Menu Controller

AMainMenuController()

virtual void BeginPlay() override

Main Menu Game Mode

virtual void BeginPlay() override

Main Menu HUD

TSubclassOf<UMainMenuWidget> MainMenuWidget

UMainMenuWidget* MainMenuWidget

virtual void BeginPlay() override Main Menu Widget

UButton* PlayButton

UButton* ExitButton

Fname PlayMapName

virtual void NativeConstruct() override

void PlayGame [UFUNCTION]

void ExitGame [UFUNCTION]

CHARACTER

Character Input

UInputAction* Move

UInputAction* SetDestinationClickAction

UInputAction* Interact

UInputAction* Place

UInputAction* InventoryScroll

UInputAction* Pause

Main Character [ZombieSiegeCharacter]

UCameraComponent* TopDownCameraComponent

USpringArmComponent* CameraBoom

int Money

bool CanPlaceObjectsAnywhere

ACustomGamemodeZombieSiege* MyGameMode

UInventoryComponent* InventoryComponent

AZombieSiegeCharacter

virtual void BeginPlay() override

virtual void Tick(float DeltaSeconds) override

void Motion(const FInputActionValue& Value)

void Interact

void Place

void InventoryScroll

void AddMoney(int Quantity)

void SpawnInventoryItem

int GetMoney

AActor* CheckFrontActor(float Radius)

uint8 CheckPlacingArea(float Radius)

Main Controller [ZombieSiegePlayerController]

UCharacterInput* CharacterInput

float ShortPressThreshold

UInputMappingContext* DefaultMappingContext

AZombieSiegeCharacter* CustomCharacter

AMainHUD* MainHUD

FVector CachedDestination

AZombieSiegePlayerController

virtual void SetupInputComponent() override

virtual void BeginPlay() override

void Motion(const FInputActionValue& Value)

void OnSetDestinationTriggered

void Interact

void Place

void InventoryScroll

void PauseTheGame

Collision Place Area

UStaticMeshComponent* CollisionMesh

uint8 AreaType

ACollisionPlaceArea()

Inventory Component

UWorld* Context

AActor* Owner

float InteractionDistance

FCollisionQueryParams CollisionParams

TMap<FName, FItemStruct> InventoryMap

UMaterial* MaterialPreview

AActor* SelectedItemBP

TArray<int32> ItemIDArray

int32 SavedItemID

FName SavedItemKeyName

uint8 SavedItemType

int SelectedItemIndex

UInventoryComponent()

void AddItem(AItem* ItemToAdd)

void SpawnItem(FVector Position, FRotator Rotation)

void RemoveItem(AItem* ItemToRemove, int ItemQuantity)

void GetNextItemToSpawn

uint8 GetSavedItemType

ITEM

Barrier

UBoxComponent* BoxComponent

UStaticMeshComponent* Mesh

UStaticMeshComponent* UpgradeMesh

ULevelWidgetComponent* LevelWidgetComponent

bool DamageTimerActive

TArray<AMainEnemy*> OverlappingEnemies

FSetupBarrier BarrierSetup

ABarrier()

void BeginSetupStruct

virtual void BeginPlay() override

virtual void Tick(float DeltaSeconds) override

virtual void Interaction(AActor* Actor) override

void Upgrade(int& Money)

void DamageEnemies

void IncreaseDamage

void IncreaseLife

void OnOverlapBegin(...) [UFUNCTION]

void OnOverlapEnd(...) [UFUNCTION]

Item

FName ItemName

int32 ItemID

uint8 Type

Turret

USphereComponent* DetectionSphere

UArrowComponent* ArrowDirection

UStaticMeshComponent* BaseMesh

UStaticMeshComponent* GunMesh

ULevelWidgetComponent* LevelWidgetComponent

FSetupTurret TurretSetup

bool EnemiesInOverlap

float ShootTimer

AActor* FocusActorToAttack

TArray<AActor*> TargetActors

TArray<UProjectileSpawnPointComponent*> ShootPoints

ATurret()

void BeginSetupStruct

virtual void BeginPlay () override

virtual void Tick (float DeltaSeconds) override

void TargetOverlapBegin(...) [UFUNCTION]

void TargetOverlapEnd(...) [UFUNCTION]

void RotateTheGun(AActor* ActorToAttack)

void Shoot

virtual void Interaction(AActor* Actor) override

void Upgrade(int& Money)

void IncreaseDamage

void IncreaseShootInterval

void IncreaseRotationSpeed

FVector TurretLocation

float ShootingTimer (float DeltaTime, float& TimeToUse,
float MaxTimeLimit)

Barrier With Damage

ABarrierReceiveDamage()

+ method(type): type

ReceiveDamage(float DamageValue, AActor*
SourceActor) override

Setup Turret

int PriceToUpgrade

int CurrentLevel

int MaxLevel

float InitialRotationSpeed

float CurrentRotationSpeed

float RotationSpeedToIncrease

float InitialShootInterval

float CurrentShootInterval

float ShootIntervalToIncrease

float InitialDamage

float CurrentDamage

float DamageToIncrese

Setup Barrier

int PriceToUpgrade

int CurrentLevel

int MaxLevel

float InitialDamage

float CurrentDamage

float DamageToIncrese

float InitialDamageInterval

float CurrentDamageInterval

float DamageIntervalToIncrease

float InitialLife

float CurrentLife

float LifeToIncrement

Projectile Spawn Point Component

UArrowComponent* SpawnPointArrow

float EndLocationDistance

UNiagaraSystem* NiagaraSystem

UNiagaraSystem* NiagaraComponent

UProjectileSpawnPointComponent()

virtual void BeginPlay() override

void Shoot(float Damage)

Item Struct

int32 ItemDataID

uint32 ItemDataQuantity

uint8 Type

AItem* ItemToSpawn

Level Widget Component

ULevelWidget* LevelWidget

virtual void BeginPlay() override

virtual void TickComponent() override

virtual void ChangeLevelText(int Level)

Level Widget

UTextBlock* TextBlock

void ChangeTextBlock(int Leve)

MAIN HUD

Main HUD

TSubclassOf<UMainWidget> MainWidgetSubclass

UMainWidget* MainUserWidget

float SaveMaxHealthBar

virtual void BeginPlay() override

void SetMoneyLabelContent(const FText& Text)

void SetGracePeriodNumberLabelContent(const FText& Text)

void UpdateHealthBarContent(float Value)

void SetCheckUpgradeContent(FText& Text)

void OpenShopWidget

void CloseShopWidget

void SetGameOverVisibilityBoxContent

void OnRestartButtonClickedContent

void StopPlayerMovement

void ResumePlayerMovement

Game Widget

UTextBlock* WaveLabel

UTextBlock* MoneyLabel

UTextBlock* GracePeriodNumberLabel

UProgress* BaseHealthProgressBar

UButton* ShopButton

UTextBlock* CheckUpgrade

virtual void NativeConstruct() override

void SetMoneyLabelContent(const FText& Text)

void SetWaveLabelContent(const FText& Text)

void SetGracePeriodNumberLabelContent(const FText& Text)

void UpdateHealthBar(float Value)

void SetCheckUpgradeContent(const FText& Text)

void OnShopButtonClicked [UFUNCTION]

Shop Widget

UDataTable* ShopTable

UScrolBox* ScrollBox

UButton* CloseShopButton

UShopItem* ShopItemButton

UTextBlock* MoneyTextBlock

virtual void NativeConstruct() override

static void FillItemButton(UShopItem* ShopItem,
const FShopTableRow* Row)

void CloseShop [UFUNCTION]

void SetMoneyLabelContent(const FText& Text)

Main Widget

UGameWidget* GameWidget

UShopWidget* ShopWidget

UGameOverWidget* GameOverWidget

UPauseWidget* PauseWidget

virtual void NativeConstruct() override

Pause Widget

UButton* ResumeButton

virtual void NativeConstruct() override

void ResumeGame [UFUNCTION]

Shop Item

UTextBlock* Name

UTextBlock* Description

UTextBlock* Price

UImage* Image

UButton* Button

AItem* ItemRef

virtual void NativeConstruct() override

void OnItemButtonClicked

ENEMY

Enemy Data [STRUCT]

FString EnemyName

TSubclassOf<AMainEnemy> EnemyToSpawn

float SpawnProbability

Main Enemy

UZombieAnimInstance* Animations

TArray<FVector> Checkpoints

float DistanceSpanNearCheckpoint

float Life

float Damage

float Speed

bool CanAttack

float AttackDelay

bool CanMove

int MoneyToEarn

bool IsDead

bool IsAttacking

bool FirstAttack

AActor* TargetToAttack

int CustomIndex

float CustomAttackTimer

ACustomGamemodeZombieSiege* MyGameMode

AMainEnemy()

virtual void Tick(float DeltaTime) override

void MoveToLocation

void TurnToActor(AActor* TargetActor)

virtual void DoAttack(AActor* Actor)

void ActorDeath

void CustomOverlapBegin(...) [UFUNCTION]

void CustomOverlapEnd(...) [UFUNCTION]

bool IsNearCheckPoint(FVector &TargetLocation, float
DistanceThreshold)

float CustomAttackDelay(float DeltaTime, float
MaxAttackDelay)

virtual void ReceiveDamage(float DamageValue, AActor*
SourceActor) override;

Zombie Animation Instance

FVector Velocity

bool IsAttacking

FVector GetDeltaRoot

Enemy Spawner

UStaticMeshComponent* MeshComponent

USceneComponent* SceneComponent

UEnemiesRoster* EnemiesRoster

TArray<FVector> CheckpointList

float MaxSpawnTime

bool SpawnerIsActive

int EnemiesQuantity

FVector SpawnLocation

float MyCustomTimer

bool ExecuteOnceFlag

ACustomGamemodeZombieSiege* MyGameMode

virtual void BeginPlay() override

virtual void Tick(float DeltaTime) override

void SpawnEnemy [UFUNCTION]

float CustomWaitingTimer(float DeltaTime)

void InitEnemySpawn

Spawners Manager

TArray<AEnemySpawner*> TotalEnemySpawners

ACustomGamemodeZombieSiege* GamemodeZombieSiege

int EnemiesToSpawn

TArray<AEnemySpawner*> ActiveEnemySpawners

virtual void BeginPlay() override

virtual void Tick(float DeltaTime) override

void StartSpawners(int Wave) [UFUNCTION]

int EnemyQuantityToSpawn(int WaveNumber, int
BaseEnemiesPerWave, int EnemiesIncreasePerWave);

void ActivateSpawner(int WaveNumber)

Custom Game Mode
virtual void BeginPlay() override

virtual void Tick(float DeltaTime) override

void StartNextWave [UFUNCTION]

void GameEnded [UFUNCTION]

void CustomWaveTimer(float DeltaTime) [UFUNCTION]

int Wave

float NextWaveTimeLimit

bool StopGame

FWaveStartedDelegate OnWaveStarted

TArray<AMainEnemy*> ActiveEnemies

bool CheckEnemiesRemaining

AMainHUD* MainHUD

float CachedWaveTimer

float CachedCountDownTimer


