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https://github.com/beankong-github/My_HELLTAKER
https://youtu.be/m72xGfuXPCM
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Project.1

01. Navi Map (Nav Mesh)

CNaviMapData

CNaviMapData

L PNEHESLR= G B

class CNaviMapData : public CRes
{
private:
CMesh* m_pNavMesh;

vector<CNaviCell*> m_vecNaviCell;

*3E S22 A oY ZEI} U= HO[X| 2 O|SELICt


https://github.com/beankong-github/MyShattered/blob/main/Project/Engine/Engine/CNaviMapData.h

Project.1

01. Navi Map (Nav Mesh)

Save/Load

NaviMapData Save / Load

XY &M l+|7} HZl .obj THE = HE

CNaviMapDataE 4-d5t0f 0|2 Dt = MEYSLIC

Save

CNaviMapData: : Save \
Read (o] \EAV VETSDETE!

CNaviMapData: :CreateFromObj Class -map

Load /

CNaviMapData: : Load

.0bj

* AC 22| A| olf|e TEJL = IO X| 2 o|sefL|Ct

3


https://github.com/beankong-github/MyShattered/blob/main/Project/Engine/Engine/CNaviMapData.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Engine/Engine/CNaviMapData.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Engine/Engine/CNaviMapData.cpp

Project.1

01. Navi Map (Nav Mesh)

arrVTX[0]

CNaviCell

: NaviMapS 45tz &2 SeiA

class CNaviCell

{

private:

anvTX[2] arrVTX[i]

int m_iIDX;
Vvix m_arrVTX[3];

vector<int> m_veclLinkedCell;

CNaviMapData

*3E S22 A oY ZEI} U= HO[X| 2 O|SELICt


https://github.com/beankong-github/MyShattered/blob/main/Project/Engine/Engine/CNaviMapData.h

Project.1

01. Navi Map (Nav Mesh)

CNaviMapData Save/Load CNaviCell CNaviMap

CNaviMap
: CNaviMapDatagE &

class CNaviMap : public CComponent

private:
Ptr<ChHaviMapData> m_pNeviMapData;
Vec4 m_vDebugMeshColor;

Vec4d m_vDebuglLineColor;

CNaviAgent

SSH2AE

= H|O|X| 2 o|S LIt


https://github.com/beankong-github/MyShattered/blob/main/Project/Engine/Engine/CNaviMap.h

Project.1

01. Navi Map (Nav Mesh)

CNaviMapData Save/Load CNaviCell CNaviMap CNaviAgent

NaviAgent
: NaviMap#®l& O|s3dt= HEIE 0| =715t= ,

ZALHE SajA

=& M XA | Agent ZA4H + OffsetScale.y/2

class CNaviAgent : public CComponent

{

private:

Agent 83 | WorldPos + OffsetPos
CHaviMap® m pTargetNaviMap;

CRigidBody* m_pRigidBody; 7{2] (Distance)

Vec3 m_vOffsetsize;

Vec3 m_vOffsetPos;

Vec3 m_vPrevPos;

Vecd m_vDebugAgentColor; ZHH (Space) | 72| - OffsetScale.y

int m _iCurcCellIndex;

bool m_bGravity;

*3E S22 A oY ZEI} U= HO[X| 2 O|SELICt


https://github.com/beankong-github/MyShattered/blob/main/Project/Engine/Engine/CNaviAgent.h

Project.1

01. Navi Map (Nav Mesh)

CNaviMapData Save/Load CNaviCell CNaviMap CNaviAgent SE HAE

CNaviAgent= L4 22 2HEHo =2

CNaviMapit = HIAE

m T
A

- Agente| £0|E ¥ =0|0i| H=
=2 B PAPS PSS

Vec3 CMavidgent::SetYPos(float _fDist)

n T
oIxl Celldt = HAL '
bool CMaviMap::CheckIntersect - %%g %% -CF_:'IH {%‘E AE'IIo'l
5 . e gent2| =0|Z H =0[0j
'6':' KEXKO at=x
|_IH SE2S L o™ Ce”EJ__I_l. X 7-IA|- T fE )
Navi Cell 28 CellSHt S5 2 - R 9K M
bool CNaviAgent::CheckLinkedCell()
=& F
\| E28t0 EE5 Navi Cellg ™ o) mayol 9[x|2 0|
by h=)
~0

void CNaviAgent::FindCurIndex()

*3E S22 A oY ZEI} U= HO[X| 2 O|SELICt


https://github.com/beankong-github/MyShattered/blob/main/Project/Engine/Engine/CNaviAgent.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Engine/Engine/CNaviAgent.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Engine/Engine/CNaviMap.cpp

Project.1

02. Boss

O|= FSM 11X A A

HA ME 0L X0f| A HO|=E &E[5t1
2} HO| R0l HAO| AEHE BE|S 4 UTE B
Norm_Ildle
0|% FSM 125 MARALICE
B N Norm_Hit
NONE Hammer_ldle
a2t2| Intro Tha| Hammer _Hit
e e ® PhaseFsm . BossFSM [m
E_ — H I 1 Phaset Attack1
Phase2 Attack?2
Dead Spawn Hammer
Dead

229 32| A sy =7 Y Ho|XIE oS eiict


https://github.com/beankong-github/MyShattered/blob/main/Project/Script/BossJugCombatMgrScript.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Script/JugPhase_None.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Engine/Engine/CFSM.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Script/JugPhase_Intro.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Script/JugPhase_1.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Script/JugPhase_2.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Script/JugPhase_Dead.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Engine/Engine/CFSM.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Script/Jug_Norm_Idle.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Script/Jug_Norm_Hit.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Script/Jug_Dead.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Script/Jug_Hammer_Idle.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Script/Jug_Hammer_Hit.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Script/Jug_Attack_0.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Script/Jug_Attack_1.cpp
https://github.com/beankong-github/MyShattered/blob/main/Project/Script/Jug_SpawnHammer.cpp

Project.1

02. Boss

FSM Object Pool Effect

Object Pool




Project.1

02. Boss

FSM Object Pool Effect

Distortion(post processing)

Decal
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Celeste 2%t
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Tile Tool, Animation Tool, Game Play




Project.2

01. Tool

Animation Tool Tile Tool

Animation ToolZ OjL|H|O|M OIS 7|
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01. Tool

Animation Tool Tile Tool

Animation ToolZ OjL|H|O|M OIS 7|
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01. Tool

Animation Tool Tile Tool
Animation ToolZ OjL|H|0|M OIS 7|
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01. Tool

Animation Tool Tile Tool

Tile Tool 2 EIY ™ H|=kst7|
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01. Tool

Animation Tool Tile Tool

Tile Tool 2 EIY ™ H|=kst7|

(3)| et ollciE{ollA Ef =7

(9| ApplyE s3EI2 58



Project.2

01. Tool

Animation Tool Tile Tool

Tile ToolZ S=AX| =7|517|
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02. Game Play

RUN TELEPORT

JUMP DEAD

DASH CLIME
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02. Game Play

Player Hair

.. .. .. .. .. ..
ik alle
> & & & &
Player?t Dash A|0f| HZ2|7|2tS OI2HAMO 2 HA| - 0| [E hair Z2{ M|o|H A4t
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02. Game Play

Kot Z=H| LS F0[7] [
£ 2X[5to Z2010{7F X|Lf=2
Stage:= AH[StL, S2|0[0f7t T

StageS ddaiFASLICL

1.

A AH[O]X] 4

2.
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Helltaker 2%t
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01. Game Play

Tile 7|dt A& Z24|0]

SHl0lol= EtES

=
Ct CIZ ErEel &4
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Project.3

02. Tile Edit

Tile ™%

DebugZ2E0f|M EtLE 2

o 4 QUBLICHL HYS Bl ThE

= T AM\H=3 (= il

[TileMap_Stage_
CHAP_1

[TileMap_Size]
9.000000
7.000000

[TileMap_Position]
510.000000
142.000000

[Tilelnfo]
[Tile_0,0]
[Tile_Type]
1

[Tile_1,0]
[Tile_Type]
1

[Tile_2,0]
[Tile_Type]
1

e A A
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03. Ul
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School Nocturnble
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Project.4

01. EyeTracking

SDK Al

SDKE 0|25}0{ Eyetracker 0|25} 7|

Tobii EyetackerE @2 =Xt X @2 E SDKE 0|88 LEHMES| XIS FHMSLICE

public void MoveGOwithEvetracker(GameObject _po, float _speed)

i
if (1TobiiAPI.IsConnected && !TobiiAPI.GetDisplayInfol().IsValid)
return;
GazePoint gazePoint = TobiiAPI.GetGazePoint();
if (!float.IsNaM{gazePoint.GUI.x} || !float.IsNalM(gazePoint.GUI.yv))
{
if {(gazePoint.IsRecent(})
{
Wector? targetPosz = Managers.Eyetracker.ProjectionToPlaneInborld{gazePoint, Camera.main);
_go.transform.position = Vector2.Llerp{_go.transform.position, new Vector2(targetPos.x, targetPos.y), Time.deltaTime = _speed);
T
H
h

*3E S22 A oY ZEI} U= HO[X| 2 O|SELICt


https://github.com/beankong-github/School-Nocturnble/blob/master/Scripts/Managers/EyetrackerManager.cs

Project.4

O01. EyeTracking

Game Play
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02. Game Play
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