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TimeMgr.cpp + Update_Time() ¥5

QueryPerformanceCounter(&m_CurrentTime);
m_fTimeDelta = (float)(m_CurrentTime.QuadPart
- m_LastTime.QuadPart) / (float)m_CpuTick.QuadPart;
m_LastTime = m_CurrentTime;
if (m_fTimeDelta > 0.1f)

{
m_fTimeDelta = 0.1f;
}
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FSM.cpp * ChangeState() 25

if (m_pPreState)
{

m_pPreState->Release(pObject);
}

m_pCurrentState = newState;
m_pCurrentState->Initialize(pObject);
m_pPreState = m_pCurrentState;
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if (iter->eLineColList == LC_VERTICALLEFT &&
m_fPrevX + m_tInfo.fCX / 2 <= m_ptLineStartPoint.x)

{
if (m_tInfo.fX + m_tInfo.fCX / 2 >= m_ptLineStartPoint.x)
m_tInfo.fX = (float)m_ptLineStartPoint.x - m_tInfo.fCX / 2;
}
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true;

m_CollisionTime;

*m_pHitboxStats;

jCollision.push_back(tTemp);

pHitbox->Get_HitboxStats();
pHitbox;
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pHitboxStats
m_pHitboxStats->iCurPiercingCount++;

OBJCOLLISIONLIST tTemp = {};
m_bHasHitboxCollision

tTemp.CollisionTime
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