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void APACKT CPPCharacter::RegenerateHealth ()

{
if (Health >= GetClass()->GetDefaultObject<ABaseCharacter>()-

>Health)

{
Health = GetClass () ->GetDefaultObject<ABaseCharacter>()-

>Health;
}

else

{

Health += RegenerateAmount;

FTimerHandle TimerHandle ReRunRegenerateHealth;

GetWorldTimerManager () .SetTimer ( TimerHandle_
ReRunRegenerateHealth, this, &APACKT CPPCharacter::RegenerateHealth,

RegenDelay )
}
}
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