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#include "DoorRotator.h"
#include "Math/UnrealMathUtility.h"

UDoorRotator: :UDoorRotator()

{
}

PrimaryComponentTick.bCanEverTick = true;

void UDoorRotator::BeginPlay()

{

Super: :BeginPlay();

OriginalRotation = GetOwner()->GetActorRotation();
OriginalRotation.Pitch = 0.0f;
OriginalRotation.Roll = 0.0f;

void UDoorRotator::TickComponent(float DeltaTime, ELevelTick TickType,

{

FActorComponentTickFunction* ThisTickFunction)

Super: :TickComponent(DeltaTime, TickType, ThisTickFunction);

if (ShouldMove)
{
FRotator CurrentRotation = GetOwner()->GetActorRotation();
FRotator TargetRotation = FRotator(0.0f, OriginalRotation.Yaw +
RotationAmount, 0.0f);

FRotator NewRotation = FMath::RInterpConstantTo(CurrentRotation,
TargetRotation, DeltaTime, RotationSpeed);

GetOwner()->SetActorRotation(NewRotation);

ShouldMove = false;



