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CDTimer.h

#pragma once
#include "Engine/GameObject.h"

class CDTimer :

public GameObject
{
private:
double CountDownTimer ; /IR7EDFE Y BERT
double TIMER_INIT_TIME_; /47JERRFRS
bool isTimerRun_;//% 4 I —HEJLNTLWENES M ?
DWORD oldTime_;
public:
/=P S
/B1%1 : parent 4 7 =4 b (SceneManager)
CDTimer(GameObject *parent);
CDTimer(GameObject *parent, double _initTime);

)

void Initialize() override;

VEE:D
void Update() override;

[/¥E
void Draw() override;

//BARY
void Release() override;

public:

bool IsTimeOver();// 24 X —IF0ICARYELEEMA?YES?NO?

void ResetTimer();/ & 4 < — & #HIEARFEICR T

void StartTimer();//2 4 X —% X &2 — b LET

void StopTimer();/ 24X —%X by TLET

void SetInitTime(double cdTime) { TIMER_INIT_TIME_ = cdTime; ResetTimer(); }
double GetTime() { return(CountDownTimer_); }

¥

CDTimer.cpp

#include "CDTimer.h"

const int DEF_TIMER_TIME{ 5 };

CDTimer::CDTimer(GameObject* parent)
:TIMER_INIT_TIME_(DEF_TIMER_TIME),
CountDownTimer_(DEF_TIMER_TIME),
isTimerRun_(true)

{

oldTime_ = timeGetTime();

|




CDTimer::CDTimer(GameObject* parent, double _initTime)
TIMER_INIT_TIME_(_initTime),
CountDownTimer_(_initTime),

isTimerRun_(true)

{

oldTime_ = timeGetTime();

|

bool CDTimer::IsTimeOver()
{
return(CountDownTimer_ <= 0);

}

void CDTimer::ResetTimer()

{

CountDownTimer_ = TIMER_INIT_TIME_;;
StartTimer();

}

void CDTimer::StartTimer()
{
isTimerRun__ = true;

}

void CDTimer::StopTimer()
{
isTimerRun_ = false;

}

void CDTimer::Initialize()

{

void CDTimer::Update()
{
DWORD nowTime = timeGetTime();
/I TFstaticlEEL Moo o «
//static int deltaTime = nowTime - oldTime_;
int deltaTime = nowTime - oldTime_;
if (isTimerRun_)
CountDownTimer_ = CountDownTimer_ - (float)deltaTime/1000.0;
oldTime_ = nowTime;

}

void CDTimer::Draw()
{
}

void CDTimer::Release()
{
}
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