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[TosicHIOBabHA 3amMcKa 1O JAWIUIOMHOI KBamidikamiiHoi poOoTH Marictpa:

c.101, tab6m. 0, puc. 17, mon. 2, mxepen 12.

IITYYHUI IHTEJIEKT, TEHEPATUBHUM HITYUYHUN IHTEJIEKT,
UNREAL ENGINE, ONLINE SUBSYSTEM, BLUEPRINT, CEPBEP, HOST,
CLIENT, VISUAL STUDIO, CHATGPT.

O06’ext mocmimkenns: IITydyHuil 1HTENEKT SK JOMOMDKHUN 1HCTPYMEHT B
pO3pO011 HABYAIBHUX 1TOP.

[Ipeamer nochimxenHs: PoboTa MITYy4HOro I1HTENEKTY K 1HCTPYMEHTY, IIIO
HAJIa€ MATPUMKY Y HAIIMCAHHI KOy JJI PO3POOKH MEPEKEBOI0 MPOEKTY HABYAIBHOT
TpH.

Mera pochipKeHHS - BHUBYEHHSI Ta OIIHKa €()EKTUBHOCTI BUKOPUCTaHHS
IITYYHOTO I1HTEJEKTY SK JOMOMIXHOTO IHCTPYMEHTY B TIpoIlieci po3poOKH irop 3
BUKOPHCTAaHHSAM MEPEKEBOTO MPOEKTY, 30KpeMa, aHaji3 Horo BHECKY B IMOJICTIICHHS
HAIMCAHHS KOTY.

Jnst  peamizamii  MEpEXEBOro  MPOEKTYy  BUKOPUCTOBYBAJIach  MOBa
nporpamyBanHsi C++, nporpama Unreal Engine 5.3, cepenoBuie po3pooku Visual
Studio 22, cepsic Epic Online Services.

B pesynbrari OyB po3poOJieHHI JEMOHCTpALIHUN MEpEeKeBUU MPOCKT Ha

OCHOBI SIKOTO TIPOBOJIMIIMCH TOCIIIPKEHHS pOOOTH IITYYHOTO 1HTEIICKTY.



ABSTRACT

Explanatory note to the diploma qualifying work of the magister: 101 pages,

0 tables, 17 figures, 2 appendixes, 12 sources.

ARTIFICIAL INTELLIGENCE, GENERATIVE ARTIFICIAL
INTELLIGENCE, UNREAL ENGINE, ONLINE SUBSYSTEM, BLUEPRINT,
SERVER, HOST, CLIENT, VISUAL STUDIO, CHATGPT.

Research object: Artificial intelligence as an auxiliary tool in the development
of educational games.

Research subject: The work of artificial intelligence as a tool that provides
support in writing code for the development of a network project of an educational
game.

The purpose of the study is to study and evaluate the effectiveness of using
artificial intelligence as an auxiliary tool in the process of developing games using a
network project, in particular, analyzing its contribution to facilitating the writing of
code.

To implement the network project were used the C++ programming language,
the Unreal Engine 5.3 program, the development environment Visual Studio 22, and
the Epic Online Services service.

As aresult, ademonstration network project was developed on the basis of which

studies of the work of artificial intelligence were conducted.
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IEPEJIIK CKOPOYEHb TA YMOBHUX IIO3HAYEHb

I - IITyyHWi IHTEIEKT

['I - I'enepaTBHUN IITYYHUNA 1IHTEIEKT
UE — Unreal Engine

BP — Blueprint

[IK — IlepcoHaibHUI KOMIT FOTEP

OSS — Online Subsystem

EOS — Epic Online Services



BCTYII

CyuacHuii erarn po3BUTKY 1H(POPMAIIMHUX TEXHOJOT1M BI3HAYCHUN CTPIMKUM
PO3IIMPEHHSIM 3aCTOCYBAHHS IITYYHOTO 1HTEJICKTY B PI3HOMaHITHUX Tainy3sax. O/Hi€ro
3 MEPCHEeKTUBHUX 00JacTel BUKOPUCTAHHS IITYYHOTO 1HTEJIEKTY € po3poOKa irop.
Hana pobota cnpsMoBaHa Ha AOCTIIKEHHS MOXKIMBOCTEH IITYYHOTO 1HTENEKTY Y
SKOCTI JOTIOMIXHOTO 1HCTPYMEHTY B pPO3pOOIl HaBYANBHUX Irop, Ha MPHUKIAIL
MEpEXKEBOTO MPOEKTY.

3pocTaHHsl 1HTEpecy 10 BHUKOPUCTAaHHS 1HHOBAI[IMHUX TEXHOJOTIA Yy cdepi
HABUYAHHS Ta PO3BUTKY KOMIT IOTEPHUX IrOp CTBOPIOE HEOOXIAHICTh Yy BUBUYEHHI
MOJKJIMBOCTEN €()EKTUBHOIO BUKOPUCTAHHS LITYYHOTO 1IHTEJIEKTY B IbOMY KOHTEKCTI.
Ha Tm w0poro, akTyadbHICTh JAHOTO JOCHIUKEHHS BHU3HAYA€THCS MOTPEOOI0 B
PO3KPUTTI MOTEHINIATY IITYYHOTO 1HTEJIEKTY B IKOCT1 IHCTPYMEHTY JJIsI CIIPOILIEHHS Ta
ONTHUMi3alli TPOLECYy CTBOPEHHS HaBYAJIBHHMX Irop, 30KpeMa 3 BUKOPUCTaHHSAM
MEpPEKEBUX MPOEKTIB.

Y 1bOMYy KOHTEKCTI, Ba)KJIMBUM acCIEKTOM € BHUBYEHHS BIUIMBY IITYYHOI'O
IHTENEKTY Ha PO3pOOKY KOJY HABYAIbHUX IMOp Ta BU3HAYEHHS MOXKIJIUBOCTEH
MOKpAIIeHHS iXHbOI (YyHKIIOHATBHOCTI. [Ipy 1bOMy, pO3IIIANAIOTHCS HE JIMIIE
aCIMEeKTH TOJIMIICHHS SIKOCT1 TPH, aJieé 1 MOXJIUBOCTI CIPOIIEHHS MPOIECY PO3POOKH
0e3 MPUB'SI3KK JO0 0COOJIMBOCTEN HABUAHHS.

Jlanuii MOCHIDKEHHS Ma€e Ha METl PO3KPUTTS TMOTEHIATy BUKOPUCTAHHS
IITYYHOTO 1HTEJIEKTY B SIKOCTI JIOMOMI>KHOT'O THCTPYMEHTY B pO3poOll HaBYAIbHHX
1rop 3 BUKOPUCTAHHSM MEPEKEBOTO MPOEKTY, 110 CHPUITUME MOAATIBIIOMY PO3BUTKY
CydyaCHMX METOJ/IIB HaBYaHHS Ta 30aradeHHi0 (QYyHKIIOHAIBHUX MOMJIMBOCTEH

KOMIT FOTEPHUX ITOP Y HAaBYAIbHOMY CEPEIO0BHILIL.



1 3ATAJIBHA YACTHUHA
1.1 O TeHaeHii 10 PO3BUTKY TA BUKOPUCTAHHA IITYYHOI'0 iHTEJIEKTY
1.1.1 Bu3HayeHHSsI IITYYHOrO0 iHTEJEKTY Ta TIeHEPATHUBHOI0 IUTYYHOIO

iHTeJIeKTY

Mrtyunuit iaTenekr (LII) — me ramy3s i1HGopMaTHKH, SKa 3aiiMaeTbCs
CTBOPEHHSIM TMpOrpaM Ta CHCTEM, 3JaTHUX BHUKOHYBAaTH 3aBJaHHS, IO 3a3BHYail
MOTPEOYIOTH JIIOACHKOTO 1HTENeKTY . LIITyuyHuii iHTeIeKT OpiEHTOBaHUN Ha PO3pPOOKY
QITOPUTMIB Ta MOJEIIEH, SIKI HAaJlal0Th KOMIT'FOTEpaM 3JaTHICTh BUUTHUCA, PUHMATH
pILIEHHS, PO3YyMITH HPUPOJHY MOBY, B3a€EMOJISATH 3 OTOYEHHSAM Ta BUPILIYBaTH
3aBJIaHH, 1110 PaHiIIe BBAXKAJIUCS XapaKTEPHUMU TUIBKH [T JIFOJEH.

I'enepatuBauii mtyunuit intenekt (I ) — me migramy3s MTYy4YHOTO
IHTEJEKTY, sika (POKYCYEThCSI Ha PO3BUTKY CHCTEM, CIPOMOKHUX I€HEpYyBaTH HOBUM
KOHTEHT a00 1H(opmManito. Taki CUCTEMU 31aTHI CTBOPIOBATU TEKCTH, 300paKeHHS,
ayJlio Ta IHIII JlaHi, AKI MOXYTh HaJaBaTH BPAXEHHS TBOPYOCTI ab0 TBOPUOI
OpOAYKTUBHOCTI. [IpukinagamMu TIeHEpaTUBHOIO IITYYHOTO IHTENEKTY € TJIMOOKI
reHepaTuBHI MOJENl, TakKli SK TIEHEepPaTHBHI NPUUHATTS, B SKHUX MOJEIb MOXKE
reHepyBaTy HOBI JIaH1, KOPUCTYIOUYHCh BUBYCHUMHU 3aKOHOMIPHOCTSIMU 3 HABYAJIBHOTO

Habopy.

1.1.2 HoBi Bpa:xar4i reHepaTUBHI Mo/1eJi IITYYHOI0 iHTEJIEKTY

Hanpukinm 2022 poky, ceit gissaBcs mpo Chat GPT. Moro moxmuBocTi
Bpaswin 0aratbOX Ta MIAIMITOBXHYJW CBITOBI KOMMAaHIi O BUKOPHCTAHHS, BIACHOI
pO3pO0KH, TEHEPaTUBHOTO INTYYHOTO IHTEJICKTy. Hibkde HaBEICHO MPHUKIAIH
renepatuBHuX Mojesent LI

CLIP (Contrastive Language—Image Pre-training). Po3po6ienuii OpenAl,
CLIP no3BoJisie MOJIeNi aHaJi3yBaTU TEKCT Ta 300pakeHHs pa3oMm. Ll mojaens Moxe
PO3yMITH KOHTEKCT 1HIIIMM YMHOM, HIXK TIOTIEpETHI MOJIEII, 1 BOHA 3/1aTHA BIAPI3HATH

306pa)K€HH$I 3a TCKCTOBHUMU OIIMCaMU Ta HaBITaAKH.
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DALL-E. [nma po3po6xka Big OpenAl, DALL-E € renepaTHBHOIO MOJEILTIO, SIKa
MO>K€ CTBOPIOBATH YHIKaJIbH1 300pa’kKeHHS Ha OCHOBI TEKCTOBOTO onucy. Hanpukman:
BU MOXKETE 3alpOCUTH HOMY CTBOPUTH 300pakeHHs 'depemaiiika, 3po0OJiieHa 3
Kapameni".

GPT-3 (Generative Pre-trained Transformer 3). Bix OpenAl, GPT-3 - 1e
MaciITabHa MOBHA MOJIEIb, sSIKa BPa)Ka€ CBOEIO 3aTHICTIO PO3YMITH Ta T€HEPYBaTU
JTIOACHKO-TIOAI0HMH TekcT. BoHa Mo)ke BUKOHYBATH 3aBJaHHs BIANOBIAI HA TUTAHHS,
nepeKsaay, CTBOPEHHs Koy Ta 0araTo 1HIIUX.

StyleGAN 2. Ile mnokpamenHs opwuriHaieHoi Mojaeni  StyleGAN i
BUKOPHUCTOBYETHCS JIJIsl TeHEpallii peaTiCTUIHUX 300pakeHb 00JINYb.

MuZero. Po3zpobnenuit DeepMind, MuZero Bpakae CBO€IO 3/ITaTHICTIO BUNTHUCS
1 TeHEepyBaTH CTPATETIi B CEPEAOBHILI, HAaBITh 0€3 3a3/1aJieriib 3a4aHOr0 MPaBUJIA TPU.

3BICHO CBIT HE CTOITh Ha MICIIl Ta PO3BUBAETHLCS. 3’ IBIISIIOTHCSI HOB1 TeHEPATUBHI
MOJIeJl, OHOBJIIOIOTHCSA 1CHYIOYl. KoMmaHii IHBECTYIOTh Y PO3POOKY IITy4YHOIO

IHTEJIEKTY, aHOHCYI0Th cBoe O6auenns ['TII.

1.1.3 /le BUKOPUCTOBYIOTH INTYYHHMH IHTEJICKT

I Ty4HMil 1HTEIEKT BUKOPUCTOBYETHCA B 0ararbox cepax *uTTs, B Oi3HECY
Ta MEAMIMHU JI0 po3Bar Ta Oe3nexku. Hukde HaBOAuThCA mpukiagu Toro, sk LI
BUKOPUCTOBYETHCS] ChOTOJIHI.

VY o6i3nect Il BuUKOpUCTOBY€TbCS JUIsl aBTOMAaTW3allii 3aBllaHb, NPUUHATTS
pillieHs Ta TporHo3yBaHHs TeHaeHuid. Hanpukman: a) I BukopucToByeThCS IS
00CITyroByBaHHS KIII€HTIB; 0) aHATI3y JaHUX Ta BEJCHHS MEPETOBOPIB.

VY meaununi T BUKOPHUCTOBYETHCS ISl IIarHOCTUKK 3aXBOPIOBaHb, PO3POOKH
HOBUX JIIKIB Ta TIepcoHaizaiii JikyBanHs. Hanpuknan: a) L1 BukopucroByeThes mis
aHaJi3y MEIMYHHUX 300pakeHb; 0) po3p0OKHM HOBHMX BAKIMH Ta CTBOPEHHS MITYYHHUX
OpraHis.

VY cepi poszsar 1L BUKOPUCTOBY€ETHCS /715t CTBOPEHHS PEATICTUYHIIINX ITPOBUX

MEepPCOHAX1B, T'E€HEPYBaHHSI KOHTEHTY Ta OCOOHUCTOrO0 JIOCBiY CIIOXKHBAyiB.
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Hanpuxnan: a) 111 BUKOPUCTOBY€ETHCS [Ji1 CTBOPEHHS IITYYHOTO 1HTENEKTY B Irpax;
0) HamMCaHHS TBOPUYOT'O0 KOHTEHTY Ta MEpCOHaTI3allli peKOMEHIAITIN.

Y cdepit Oesnexku Il BUKOPUCTOBYETHCS JUIsl BUSIBICHHS 3JIOUMHIB,
MOTICPE/KEHHST TEPOPU3MYy Ta 3aXUCTy KpuUTHYHOI iH(ppacTpykTypu. Hampuxman:
a) 111 BUKOpUCTOBYETHCS MJI aHAJI3y Bifco; 0) po3mi3HaBaHHS OOJIMYYS Ta 3aXHUCTY
BiJl KibepaTaxk.

Ochb aesxki i TPUKIAAN TOTO, K [1II BUKOPUCTOBY€ETHCS CHOTOTHI:

VYV ¢inancax Il BUKOPUCTOBYETHCS HJisi OI[IHKA PHU3UKY, YIPABIIHHS
noptdensamMu Ta HagaHHs (PIHAHCOBUX KOHCYJIBTALIIM.

Y  BupoOuunTBi. Il BuUKOpUCTOBYEThCS MAJi aBTOMATHU3allli 3aBIaHb,
onTUMI3aIlli MPOIEeCciB Ta MiABUILECHHS ¢()eKTUBHOCTI.

VY tpancnoptHiii cdepi I BUKOPUCTOBYETHCA 1711 pO3POOKH CaMOKEPOBAHUX
aBTOMOOWTIB, YIPABIIHHS MOBITPSIHUM PYXOM Ta MIJABUIICHHS O€3MEKH JTIOPOKHBOTO
PYyXYy.

VY enepretutii. LI BUKOpUCTOBY€EThCA I ONTUMI3allli BUKOPUCTAHHS €HEPrii,
MIPOTHO3YBAHHS MOMUTY Ta PO3BUTKY HOBUX JIKEPEI EHEPT1i.

I € mBUIKO PO3BHUBAIOUOIO 00JIACTIO, 1 WOTO BUKOPUCTAHHS MPOIOBKYE
posmuproBatrcs. OdikyeTnes, 1o I Oyae maTy Bce OUTBIINIA BIUTMB Ha HAIIE )KUTTS

B MaiilOyTHHOMY.

1.1.4 Ik Google BUKOPUCTOBY€E IUTYYHUI iHTEJIEKT

Google BuxopuctoBye Il B 0GaraThox CBOIX MPOAYKTax 1 MOCTyrax, oo
3pobuTH iX OUIBII KOPUCHUMH Ta 1H()OpPMATUBHUMH JUisl KopucTyBauiB. Huxde
HaBEJIEHO MPUKIIAIU TOro, sik Google BukopucroBye I11I.

VY nomyky, Google BukopuctoBye I nist po3ymMiHHS 3aMuUTiB KOPUCTYBAYIB 1
HaJaHHS HaAWOUIbII peJNeBaHTHUX pe3yibTaTiB nomyky. Hanpuknaa: a) LI
BUKOPUCTOBYETHCS I aHAI3y MOBH 3alUTY; 0) BU3HAYEHHS CEHCY 3alUTy Ta BIIOOPY

HAHOUIBII PEIeBAaHTHUX BEO-CTOPIHOK.
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VY mepexnani, Google BukopuctoBye Il ams nepexnamy TEKCTy 3 OJIHIET MOBU
Ha iHmy. Hanpuxnan: a) 1T BUKOpUCTOBY€ThCS 17151 pO3yMIHHS TpaMaTHKU Ta JIGKCUKU
JIBOX MOB; 0) CTBOPEHHsI TOYHOTO MEepeKIIaay Ta afanTalli nepexiaay 10 KOHTEKCTY;

VY kaprax, Google BuxopuctoBye I 1is HagaHHS KOpHCTyBadaM aKTyalbHOI
iHopMmalnii npo HaBkoimImHIN cBiT. Hanpukman: a) Il BUKOpUCTOBYEThCS HJIs
BU3HAYCHHS IMIOTOYHUX YMOB Ha I0P03i; 0) BIICTEKEHHS TPOMAICHKOTO TPAHCIIOPTY Ta
HaJaHHS PEKOMEHAIIH 11040 MapIIpyTiB.

Y Google Assistant, Google BukopuctoBye I nns po3ymiHHS 3anuTiB
KOPUCTYBauiB 1 HaJaHHA JONOMOTH B pi3HUX 3aBAaHHAX. Hampukman: a) LI
BUKOPUCTOBYETHCS [IJIsl PpO3IMI3HABAHHA MOBHW; ©) BIANOBIAI HAa 3alUTaHHS Ta
BUKOHAHHS KOMaH]I.

VY Google ®oto, Google BuxopuctoBye LI nis po3nizHaBaHHsS 00'€KTIB, 0CI0
ta Micib Ha (ororpadisx. Hanpuxman: a) Il BUKOpUCTOBYETHCS sl CTBOPEHHS
anbOOMIB; 0) aBTOMAaTUYHOIO COpPTyBaHHs (pororpadiii Ta 1oAaBaHHS MIIMNUCIB 0
dboTorpadiii.

Google Takox BukopuctoBye I mist po3poOku HOBUX MPOAYKTIB 1 MOCHYT.
Hanpuxnaa: Google mpaitoe Hajg CTBOPEHHSIM CaMOKEPOBAHMX aBTOMOOITIB, SKi
BukopucToBY10Th LI /1t HaBiraMii Ta yHUKHEHHS TIEPEIIKO/T.

Google BBaxkae, mo IIII mMae moreHiian 3MiHUTU CBIT Ha Kpamie. Kommnanis
nparue BukopuctoByBatu LI 1ist CTBOpEHHS MPOAYKTIB 1 MOCHYT, SIKI POOJISATH XKUTTS

Jt0JIeH OUIBII 3pYYHHUM, MPOTYKTUBHUM 1 O€3MEYHUM.

1.2 BUKOpHUCTAHHS HITYYHOIO iHTEJIEKTY Yy irpoBil iHaycTpil

I Ty4HUil IHTENEKT MHUPOKO BUKOPUCTOBYETHCS B ITPOBIN 1HAYCTPIi, HATAIOUH
HOBAaTOPCHbKI MOXJIMBOCTI JUIsl TIOJNIMIIEHHS TEWUMIUICI0 Ta CTBOPEHHS OUIBII
PEATICTUYHOIO BIPTYaJIbHOTO CBITY. [HTENIEKTyalbH1 MIPOTUBHUKHU B Irpax CTalOTh BCE
O1IBIN CKJIAJTHUMH 3aBISKH aJTOPUTMaM TMOBEIIHKHU, SIKI HABYAIOTHCS BIJ] TPaBIs Ta
aanTyIThCs A0 Woro crpaterii. ['padika Ta aHiMarlii cTaloTh OLIBIIT peaiCTUHIHUMHU

3aBISKM BHUKOPHCTAaHHIO TJIMOOKMX TIE€HEepaTUBHUX Mojenei. ['010coBi Ta MOBHI
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iHTepdeiicu B3aeMonii 3 TpaBISIMH TaKOX CTalOTh CTaHAAPTOM, a CHCTEMHU
pO3Ii3HaBaHHSA MOBU JJO3BOJISIIOTH BIATBOPIOBATH PEATICTUYHI I'OJIOCH TIEPCOHAXKIB.

[ITyyHuii 1HTEIEKT BUKOPUCTOBYETHCS ISl TUHAMIYHOI ajamnTariii crieHapiis,
pearyioun Ha BHOOpH TpaBIiB Ta MOAU(DIKYIOUM TPy BIAMOBIIHO. ABTOMATH30BaHI
CUCTEMU TECTYBAHHS BUKOPUCTOBYIOTh IITYYHHUM IHTENEKT ISl BUSBJICHHS TTOMHIIOK
Ta aHali3y MOBEAIHKH TpaBIiB. ['eHEepaTWBHI aNrOPUTMU BUKOPHUCTOBYIOTHCS IS
CTBOPEHHSI YHIKQJIBHOTO BMICTY, TakKoro sIK piBHI, MEPCOHa}Xl Ta MPEIMETH.
[HCTpyMEHTH Ha OCHOBI IITYYHOTO 1HTEJIEKTY CIPUSAIOTh ABTOMATH3Allli TU3alHy T'pH,
JO3BOJISIIOYM  PO3POOHMKAM IIBHJILIE CTBOPIOBATH redMIviel Ta piBHI. Cucremu
pEeKOMEHallld MEepCOHANI3YIOTh TEeUMIUICH, BpPaxXOBYIOUM CTWUJIb T'PU Ta IHTEpPECU
IpaBIIsl.

[li mpukmaau BigoOpaxarTh, SK IITYYHUM IHTEJNEKT TpaHCHOPMYE ITPOBY
IHIYyCTpit0, HAAAIOUW TpaBISIM OUIBII CKJIQJHI Ta IEPCOHAII30BaHI TeUMILICH-
Bpa)KCHHH.

B Mexax irpoBoi IHIYCTpii IITYYHHUH I1HTEJIEKT BUKOPUCTOBYETHCS IS
CTBOPEHHSI YHIKaJbHOTO MHCTEITBA, IeHepallii 3ByKiB Ta TOJOCIB, HE 00OB'SI3KOBO
BUKOPUCTOBYIOUM TEHEepaTuBHI Mojenl. Hampuknan: a) aiaropurMu IITYy4HOTO
IHTEJIEKTY MOXYTh OyTH BUKOPUCTaH1 JIJI1 aBTOMaTU30BAHOT'O CTBOPEHHSI apT-00'€KTIB
y rpi; 0) ayai0-eeKTiB Ta rOJI0COBUX JIIHIM MepCOHAXIB. BOHM MOXYTh aanTyBaTHCS
710 KOHTEKCTY TPH Ta B3aEMOJIISITH 3 TPABIIEM, HaJIal0uu O1JIbII iIMEPCUBHUM 1HTEpdeiic
Ta CIIPUSIOYN OUIBII HAJIHHOMY BiITBOPEHHIO BIPTYaIbHOTO CBITY.

Hanpuxman: cucremMu 3BYKOBOTO JM3aliHy, BHUKOPHUCTOBYIOUH aJTOPUTMU
MITYYHOTO 1HTEJIEKTY, MOXYTh aJanTyBaTH AaKyCTHYHI €(PEeKTH IO KOHKPETHHX
00CTaBHH y TPi, 3MIHIOIOYH 3BYYaHHS B 3aJICXKHOCTI BiJl OJI1H abo 1iii TpaBiist. Y cdepi
MUCTEITBA, IITyYHUH IHTEJIEKT MOXE JOoloMaratd po3poOHHKAM TEeHEepyBaTH
TeKCTypH, GOHM Ta 1HIII Bi3yallbHI €IEMEHTH, III0 CTBOPIOIOTH BIAUYTTS YHIKAJIBHOCTI
Ta €CTETUYHOCTI TPH.

[I{o10 T0JIOCOBOTO CYNIPOBOTY, CUCTEMH PO3IMi3HABAHHS MOBH Ta CHHTE3y MOBHU

Ha OCHOBI IOTY4YHOTO iHTeHeKTy MOXYTb OO3BOJIMTH IICPCOHAXaM pCaryBaTh Ha
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TPaBIliB, aJaliTyBaTd CBOi BHCJIOBJIIOBAHHS /IO CHUTYyallli Ta HaBITh HAaBYATHCS BIJ
B3a€MO/II1 3 TpaBIEM.

i mpukagy BiA3EPKAIIOIOTh BapiaTUBHI 3aCTOCYBAHHS IITYYHOTO 1HTEJICKTY
JUIS TBOPUYMX AacCIEKTIB B ITPOBIN 1HAYCTpii, HAJAIOYM TPaBISIM OUIBII TIUOOKHIA

IMMEPCHUBHUI JTOCBI/I.

1.3 Orusix Unreal Engine Ta iioro MosJmBocTeil 11t po3po0ku irop

1.3.1 Unreal Engine, mo ue, Ta 1Jjsi 40ro

Unreal Engine (UE) - 1ie irpoBuii pyimiii (game engine), ki po3po0sieThes i
niaTpuMyeTbes Kommadiero Epic Games. Pymiiit ctBopeHuid st po3poOKu Ta
CTBOPEHHSI 1r0p, a TaKOX I peani3alli BIpTyalbHOI pealbHOCTI, apXiTEKTYpPHOIO
Bi3yaunizallii, TpeHyBaHHs CUMYJISILIN Ta IHIIUX BizyaizamiiHux mpoekTis [1]. Huxkue
HaBEJICHO OCHOBHI XapakTepuCcTUKH Ta MoxJiuBocTi Unreal Engine.

I'padixka Tta Bizyamizamis. Unreal Engine Bpakae CBO€I0 31aTHICTIO
reHepyBaTU BHUCOKOSIKICHY Tpadiky, BKIIOUAIOUM peajicTU4HI edeKTH CBITIa, TiHi,
BOAM Ta 1HIIN Bi3yaslbHI acnekTd. BiH miarpumye pi3Hl (QyHKUID PEHAEPUHTY,
BKJIFOYAIOYM PEUTPEHCIHT (ray tracing).

MuoxunHa niargopmena mixrpumka. Unreal Engine 103BoJisie po3po0asitu
Irpy Ta AOJATKU JUIsl p13HUX M1aTdopm, Takux sk [1K, koHCoI11, MOO1IbHI IPUCTPOI Ta
BIpTyaJIbHA PEATbHICTb.

Moga nporpamyBanns. Unreal Engine BUKOPUCTOBY€ MOBY IpOrpamyBaHHS
C++, mo 103BoJIsiE pO3pOOHMKAM CTBOPIOBATH CKJIAJHI Ta TOTYXHI ITPOBI CHUCTEMH.
Takox Mae BizyaslbHy MOBY IiporpamyBaHHs Blueprint.

BoOynoBani iHcTpymentn po3poOku. Unreal Engine mae mumpoxuii Habip
BOY/JIOBaHMX I1HCTPYMEHTIB PO3pOOKH, TaKMX SK PEJaKTOp MaTrepiaiiB, cucTeMa
¢b13uKH, cucTeMa aHiMallli, CHCTeMa IITYYHOTO 1IHTEJIEKTY, Ta 1HIII.

CuinbHoTa Ta pecypen. Unreal Engine KOpUCTY€EThCSI BEJIMKOIO T4 aKTUBHOIO
CHUIBHOTOI0 po3poOHMKIB. KpiM Toro, € 6arato mokyMmeHTallli, OHJIaifH-pecypciB Ta

HaBYaJbHUX MaTepiajiB JJisl HIATPUMKH HOBAUKIB.
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Peanbnmnii yac. Unreal Engine Bimomuil CBO€I0 30aTHICTIO MpAIlOBaTH B
peaslbHOMY 4Yaci, 1[I0 JO3BOJIIE PO3POOHWUKAM IMIBUAKO TMEperjsiaaTd  Ta
BJIOCKOHAJIFOBATH TeUMILICH Ta BI3yallbHI €(DEKTH.

Unreal Engine cTtaB mmMpoko BUKOPHCTOBYBAaHHUM I1HCTPYMEHTOM Y Tally3i
pPO3pOOKH BiJICOIrOp Ta Bi3yali3alliiHUX MPOEKTIB, 3aBISKH CBOIH MOTY>KHOCTI Ta

THYYKOCTI.

1.3.2 IlepeBaru Unreal Engine

Ocobucto ais cebe s BUIAUISIO Taki epeBaru:

— UE € 6e3k0mToOBHUM JIJIs1 TTOYATKIBIIIB, IO /A€ 3MOTY BUBYATH MIPOTpamy
Ta pOOUTH MPOEKTH LIJIKOM JIETAJIbHO Ta Yy HOBHOMY 00Cs31;

— UE Mae BiIKpUTUH TOYATKOBUU KOJ, IO JA€ MOXJIUBICTh IIIHOOKOTO
BHUBYEHHS PyLIisl T4 HOro MOAAIBIIOT0 MOAU(IKYBaHHS;

— UE wMae Oararo BOyqOBaHUX I1HCTPYMEHTIB, fAKI HIyTh ofApazy 3
IPOrpaMolo;

— Oararo irop piBHs AAA (3 BEeIUKUM OIOIKETOM Ha PO3POOKY).

Cnin 3a3naunth, mo Unreal Engine 1ie Baxkka mporpama, sika motpedye 6arato
MICLS Ha MOPCTKOMY JHUCKY Ta OOYMCIIOBAJIbHUX MOKIMBOCTEH MEPCOHAIBHOIO

koMt torepa (11K).

1.3.3 Yomy came Unreal Engine

S maro nocrartHiit gqocBia podotu 3 Unreal Engine, Bkimrouaroun KOMEpIiHHUN.
B MeHe € po3yMiHHA apXiTEKTypH Ta JIOCBIJ POOOTH C MEPEKEBUMH MPOEKTAMHM, Ta
JIOCB1J] CTBOPEHHS MEpeXeBUX MpoekTiB. Onuparounch Ha myHktu 1.3.1 ta 1.3.2, Ta
Mar4M BJIACHUH JTOCB11 POOOTH 3 MPOTrPaMorI0 - 51 3MOXKY OIIHUTH POOOTY HMITYYHOTO
IHTEJIEKTY MpHU PO3poOIIi.

Tak ax UE Benmka nporpama 3 BeIMYE3HOIO KIJTBKICTh KOY, IKUH € BIAKPUTHM

Ta y TMOBHOMY BUIBHOMY JIOCTYIl, BHMKOPUCTAHHS IUTYYHOTO IHTEJEKTY SK
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JIOTIOMDKHOTO 1HCTPYMEHTY MOXKE€ JaTH HEOOXIOHY 1H(pOpMAI0 IMIBUAIIE HDK ii

IIyKaTH y JOKyMeHTallii, 200 Ha 1HIIKX 1HQOpMaIliiHUX pecypcax.
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2 PO3POBKA MEPEXEBOI'O ITPOEKTY
2.1 Bu3zHayeHHsI OCHOBHOI KOHUENIIII I'PH, MOCTaHOBA 1Ti. IrpoBi MexaHiku

2.1.1 Konnenuist Ta i

JIuBIISIUMCHh PI3HOMAaHITHI BIJICOPOJIMKH Ha ITPOBY TEMAaTHUKY MEHI1 MOIAIalIuCh
BiJICO 3 TPOIO, JIe ITPOBI MEPCOHAXI, IKUMU KEPYIOTh JIOAH, IPalOTh y HEBEIUKUN
¢yTtOo. [IpaBuna npocti, Tpeba BUKOPUCTOBYIOUH IrPOB1 MEXaHIKH, 3aIITOBXATH M’ sS4
y BOpOTa MPOTHUBHHUKA Ta yCiMa MOXJIMBUMHU 3acO00aMU MEPEUIKOIKATH TOMaaHHs
M’si9a y cBOi BopoTa. [[jist CBOro MepexeBOro MpoeKTy s 00paB came Taky i7ero AJis
peaiizariii, ajge Ao y CIIPOIICHOMY BUTJISII.

e gaHOrO pPO3AUTY MO3HAWOMUTUCH y 3arajlbHUX pHUCAX 3 MPOIECOM
CTBOPEHHsI MepexeBoro npoekty y pyui Unreal Engine, BusBIEHHS NpoOIeMHHUX
MiClIb Jie¢ Tpeba NIyKaTH JO0JATKOBY IH(oOpMaIliio y JOKyMeHTallii, Ha ¢opymax.
[logami, y 3 po3auti OyAe MOpoaHali30BaHO POOOTY TE€HEPATUBHOIO IITYYHOTO
IHTEJIEKTY, SIK JOMOMDKHOTO IHCTPYMEHTY Yy MOIIyKy iHdopMallii, BIAMOBIACH Ha

npoOJIeMH1 TUTaHHS.

2.1.2 IrpoBi MexaHikn

OOGpana KoHIIeNIisI TpU nepeadavae HasIBHICTh JEKUIbKOX KIIFOUOBHUX 1TPOBHUX
MEXaHiK, sIK1 poOJIATh ii yHIKAJIBbHOIO, Ta 3aXOIUTIOI0YO0 JJis TpaBiiB. OCHOBHA 111es
MOJIITa€ B TOMY, 100 B3a€MOJIISATH 3 I'POBUM CBITOM, BAUKOPHCTOBYIOUX PI3HOMAHITHI
TEeXHIKH, JJI1 JOCATHEHHS IIJIi, a cama: a) 3a0UTH M'SY y BOpOTa CyNepHHUKA; 0)
BOJHOYAC 3aBaKaTH MPOTUBHUKY 3a0UTH M’ ST4.

Xoapba Ta MPUCKOPEHHS BIIKPHUBAIOTH MEPe] T'PaBIEM MOXIJIHMBICTH BUIBHO
nepecyBaTHCs 110 MOJIi Ta MIBUIKO pearyBaTH Ha TOCTpl redmriuielini curyartii. [Ipore,
I[e TOB'I3aHO 3 BHUTPATOI BUTPHUBAJIOCTI, IO BUMArae BiI TpPaBIsl PETEIHHO

pO3paxoByBaTH CBOI Aii.
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BaxxnmuBUM acmekTOM € TakoXX MeXaHiKa BITHOBJICHHS BUTPHUBAJIOCTI, SKa
BHUMArae Bij] I'paBIlsl CTPATEriyHOIO YNPaBIiHHA CBOIMU pecypcamH Ta 00EpeskHOIo
BUKOPUCTAHHSA MPUCKOPEHHS JJIsl TOCSATHEHHS ONTUMAJIbHUX PE3YJIbTaTIB.

HaiiGinbie eMorriii Ta TAKTUYHHUX PIllIEHb BHOCUTh MEXaHIKa yJapy Mo M'sdy.
['paBenib Ma€ MOXJIMBICTh BAAPUTH 110 M’ 14y, IO HAJA€E TPl CTPATETYHUI KOMIIOHEHT
Ta POOUTH KOXKEH payH]] HeTlepe10aqyBaHM.

3aramom 00paHi IrpoBi MEXaHIKM CTBOPIOIOTH IIIKaBUW Ta JUHAMIYHHMA
reimIuiei, chpusitodyd B3a€MOJIIi TPaBIIB Ta CTBOPIOIOYM YHIKAJIBHUN XapakTep
MIPOCKTY.

Otxe rpa Oyjae ysABISATH cOOl HEBEJIHMKE 3MaraHHsS MDK JBOMa T'PaBISMH SKi
rpaloTh 1o 1HTepHeTy. L{inb rpu — 3a0uTH OUIbIIEe M’SUiB y BOpOTa MPOTUBHUKA Ta
3aXUINATH CBOI. ['paBIll MOXKYTh IITOBXATU Ta OMTH 10 M’ s1uy. 111006 Ha3gorHatu m’ s
Y1 CyNpPOTUBHUKA, TPaBEllb MOKE Ha KOPOTKHI Yac mpuckoputuck. [IpuckopeHus He
MO>XHa BHUKOPHUCTOBYBATH IIOCTIHHO, TOBUHEH MPOWTH NEBHUWA Yac I WOro
BiJIHOBJICHHS. HasiBHICTh BTOMU pOOUTH TPy YHIKAJIBHOIO Ta BIAPI3HSIE ii BiJl CXOXKHUX

irop.

2.2 CTBOpeHHH irpoBOro cBiTy. [HCTpyMeHTH 1J151 MO/IeJIIOBAHHS

2.2.1 IligroroBka 10 podoTH

Jist peanizaiii mpoekTy Oyae BukopuctoByBaTuch Unreal Engine 5.3 [1]. Takox
noTpiOH1 HeoOXiaH1 Bepcli 610J110TeK Ta cepenoBuIle po3poOku. [leranbHimie
MOYKHA 03HAaOMHUTHCH 3a JoKyMeHTali€ew [2]. Och HEOOX1THUHN TIepetiK:

- Visual Studio 2022 v17.4 abo HOBIIIIE;

- Windows SDK 10.0.18362 a6o HoOBI11IE;

- LLVM clang 14.0.1;

— NET 4.6.2 Targeting Pack;

— NET 6.0.
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2.2.2 CTBOpEHHS MPOEKTY

Konmu Bu 3amyckaere Unreal Engine, Opay3zep Unreal Project Browser

BIIKPUBAETHCS aBTOMAaTUYHO. TyT BH MOXKETeE:

CTBOPITh HOBUI MIPOEKT;

BIIKpUITE 1CHYIOUUN TTPOCKT;

KEepYHUTEe ICHYIOUMMU IPOEKTaMHU.

Ha pucynky 2.1 moka3zaHo KpOKH Ui CTBOPEHHs HOBoOro mpoekty B Unreal

Engine.

GAMES n.‘

FILM/VlDuz& 1\ 1

LIVE EVENTS

ARCHITECTURE

AUfOKIIi' ]
PRODUCT DESIGN &
MANUFACTURING

New Project

& mr.'.;ggm

Blank

———
{8
First Person

Third Person Top Down

Blank

A clean empty project with no code

Project Defaults

3

BLUEPRINT

Project Name =M

Create Cancel

KaTeropisi po3pooKu;

111abJIOHU TPOEKTIB;

HaJIAIITYBaHHS IIPOEKTY;

NUISIX 1711 PO3MIIIICHHS TTPOCKTY.

Pucynok 2.1 - Creopenns HoBoro npoekrty B Unreal Engine 3 BikHa

Opay3epa npoeKTiB
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Jlnia mpoekty s 06paB kateropito po3polOku — «Gamesy», mabloH MPOEKTy -
«Third Person», y nHamamryBaHHAXx o0paB C++ Ta BKa3zaB 3py4YHUH HUIAX IS
po3MiIeHHS MPoeKTy [3].

Crin 3a3Ha4YMTH, IO SIKITO CTBOPUTH MPpoeKT Ha Blueprint (BP) (nus. puc. 2.1),
TO 1€ OyJe IUIKOM MPOEKT 3 BUKOPUCTAHHSIM MOBHU TrpadiyHOTO MpOTrpaMyBaHHS
Blueprint. He 3Bakaroun Ha 11, y MOJaIbIIIOMY Yaci, MokHa cTBoputH C++ (haiinu, Ta
BUKOPUCTOBYBATH iX. Auie SKIO cTBOpUTH CH++ MPOEKT, TO HE MOXKIUBO Oyne
MOBEPHYTHUCA 10 BUKITIOUHO Blueprint Tumy npoexry.

Blueprint Ta C++ ko n0o0pe MOEAHYIOTHCS Ta B3a€EMOAIIOTH OJIUH 3 OJHHM.
Blueprint kinacu cTBoproroThes Ak criaakoemili C++ kiaciB. BoHr MOXyTh BUKIIUKATU
byHKii siki ctBopeHi y C++, 6auutu pa 3MIHIOBATH 3MiHHI, IEPEBU3HAYUTH METOIH 3
C++ xonmy. 3BicHo y Blueprint MokHa CTBOproBaTH CBOi 3MiHHI, (yHKIII. Auie
MPOCTOTO 3BOPOTHOTO BUKIHKY 3 CH++ KOOy, METOY sIKUM CTBOpeHUM Tubku y BP
Hemae. Tomy gkmio moTpiOHO BUKIMKATH MeTon y C++ Kol JIorika SKOTo Oyne y
Blueprint-i, ¢ mouaTtky Tpeda 00'sBuTH 11 y C++ KO/Ii, Ta 3p0OUTH MEBHI O3HAYCHHS.

JetanbHimie Oyae po3nucaHo y miapo3aiii 2.4.

2.2.3 Intepgeiic Unreal Engine

[Ticnst CTBOpEHHS MPOEKTY BIAKPUBAETHCS OCHOBHA yacTuHa nporpamu Unreal
Engine. [leranpHile MOKHa O3HAHOMHUTHCH 13 1HTepdencoM y AoKyMmeHTamii [4].
Huxue HaBeieHO OMKUC OCHOBHUX €JIEMEHTIB 1HTEpQeEiCy.

Psaiok MmeHw. BukopucToByiTe 111 MEHIO IJisi TOCTYITy A0 KOMaHI 1 (pyHKITiH
penaxkTopa.

l'onoBHa mnaHenb iHCTPpyMeHTIB. MIiCTUTh  SpAUMKH IS JICSIKUX
HAWUTIOMIMPEHIUX THCTPYMEHTIB 1 peaktopiB y Unreal Engine, a Takox sipiauku 1ist
BXOJly B peKuUM BiITBOpeHHS (3anmyck rpu B Unreal Editor) 1 niist po3ropranss Bamoro
MPOEKTY Ha IHIIUX MIaT(opmax.

BunoBe BikHo piBHsi. BimoOpakae BMICT Bamioro piBHS, KaMepH, aKTOPH,

CTaTUYHI1 CITKH TOILIO.
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Knonka simuka Bmicty. BinkpuBae nmaHenb BMICTY, 3 SIKO1 MOXKHA OTPUMATH
JIOCTYT JIO BCIX PECypCiB y BalllOMY IIPOEKTI.

HIDKHSI TIaHENIb IHCTPYMEHTIB. MICTUTh SIPIAMKHA JUIi KOMaHJHOI KOHCOJII,
KypHaITy BUBOJY Ta QYHKIIIH MOX1AHUX JaHUX. Takox BigoOpaxae cTaTyc KepyBaHHS
JKEPEITIOM.

KonTtypuuk. Binobpaxae iepapxiuHe AepeBO BCHOI0 BMICTY BalllOTO PiBHS;

[lanens netaneit. 3’sBisieTbes, KOMM BU BUOHpaeTe akTopa. BimoOpaxae pi3Hi
BJIACTUBOCTI IIbOTO aKTOpa, HAMpHUKIaa Horo: a) TpaHcdopmarllito (IOJ0KEHHS Ha
piBHI); O) cTaTMyHy CITKYy; B) napameTpu matepiany Ta ¢i3uku. Ha miii manem
B1JIOOpaXKaIOThCS Pi3HI HANAIITYBAaHHS 3aJIEKHO BiJl TOTO, 110 BU BUOpaJM y BIKHI

neperysiy piBHS.

I-  psagox MeHo;

2-  TroJIOBHA MaHEJbh IHCTPYMEHTIB;
3- BUJIOBE BIKHO PiBHS;

4-  KHOIKa SIIIMKa BMICTY;

5-  HIKHA NaHeNb IHCTPYMEHTIB;
6-  KOHTYpHUK;

7-  TmaHenb JeTaleu.

Pucynok 2.2 - Intepdeiic Unreal Editor 3a 3amoBuyBannsm y Unreal

Engine 5
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["010BHA MaHeb IHCTPYMEHTIB MICTUTBD SIPJIMKHU JESKUX IHCTPYMEHTIB 1 KOMaHI,
K1 HalyacTie BUKopucToBytoThCcsl B Unreal Editor. Hukdye HaBeneHo omuc Ha siki
00J1aCT1 TOAUIAETHCS [ ITaHEIb.

Knonka 30epexenHnsi. HartucHiTh 110 KHOMKY, 1100 30eperTd MOTOYHUN
BIIKPUTHUH PIBEHb.

Bubip pexumy. MicTUTh SpIUKH A7 MIBUAKOTO NMEPEMUKAHHS MK PI3HUMU
peXUMaMu JJIs pearyBaHHs BMICTY Ha BalllOMY PiBHI:

- BUOepiTh PenaryBanns;

— nei3axHe pearyBaHHs;

— penaryBaHHs JIUCTS;

- PO3IIHC CITKOIO;

— penaryBaHHs IEPEIOMiB;

- penaryBaHHs MIEH3IS.

Apauxn BMicty. MiCTUTh SpIMKU JUIsl JOJABAHHS Ta BIJIKPUTTSA MOLIMPEHUX
THUIIIB BMICTY B PE€AAaKTOp1 PiBHIB, a caMe:

— CTBOPHUTH;

— KpECJICHHS,

— KiHeMarorpad.

EneMeHTH KepyBaHHS pesKMMOM BiITBOPeHHs. MICTUTh KHOIKH IIBUIKOTO
nocryny («BigrBoputny», «IIpomnyctutny, «33ynuHUTH» Ta «BUilyduTny») 171 3ayCcKy
I'PU B PEAAKTOPI.

Menwo niaargopm. MicTuTh cepiro mapameTpiB, siIKi MO)KHAa BUKOPHUCTOBYBATH
JUIs HaJAIITyBaHHs, MIATOTOBKM Ta PO3TOPTaHHS BAaIllOTO MPOEKTY Ha Pi3HUX
miargopmax, Takux K poOOUHil CTiJI, MOOUTbHUM MPUCTPiil 400 KOHCOTI.

HanamryBanns. Mictute pi3Hi mapamerpu mis pemaaktopa Unreal Editor,

BIKHA NIEPENIsAly peJaKkTopa PiBHIB 1 MOBEIIHKH IPH.
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1-  xHoOmKa 30epexKEeHHS;

2-  BUOIp pexuMYy;

3-  SpIUKU BMICTY;

4-  eJeMeHTU KepyBaHHS PEKUMOM BiJITBOPEHHS;
5-  MeH1o arhopm;

6-  HaJalTyBaHHS.

Pucynok 2.3 — I'0/10BHA aHe b iIHCTPYMEHTIB

PucyHnok 2.4 — Ilanens nerasneu

[Tanensb neraneit sika 300paxeHa Ha pUCYHKY 2.4 MOKe BIAPIZHIATHUCS 3a 3MICTOM

B 3QJIEXKHOCTI BiJl TUITY 00paHoro 00’ exty. [TapameTpis Moxe OyTu Oiblie abo MEHIIe.
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2.2.4 IHCTPYMEHTH JJI51 MO/eJIIOBAHHS

MopentoBaHHsI CBITYy € HEBIJI'€MHOI0O Ta BaXXJIMBOIO YAacCTUHOI PO3POOKHU
BiJICOIrOp, OCKUIBKM BOHO BHM3HA4Ya€ OCHOBHI MapaMeTpu Ta XapaKTepUCTUKU
BUTAJ]aHOTO BIPTYyaJIbHOTO MTPOCTOPY, B AKOMY BiJI0YyI€ThCs BeCh reiimIuieii. BeeneHHs
MOJICTIIOBAHHS CBITY B F€iIM/IEB IPOEKT JI03BOJISIE TOCATTH KITbKOX KIFOYOBUX MET Ii€i
CTaail po3poOKH.

[To-nepiie: MozenOBaHHS 103BOJISIE PO3POOHMKAM CTBOPIOBATH BipTyalsbHI
CBITH, SIKI € KOHIIENITyaJIbHO Ta €CTETUYHO HTicHUMHU. Lle 03Hayae, 1110 rpaBelb MOXKeE
3arMUOUTUCh Yy ITPOBUM CBIT, SIKUW Bpa)ka€ CBOEK aTMOC(eporo Ta JeTalsIMH.
MopnentoBaHHsl J03BOJIIE CTBOPUTH pPEATICTHYHI a00 QaHTaCTU4HI JaHAmadTH,
apXxITEKTypy Ta 00'€KTH, 1110 (POPMYIOTh HEIOBTOPHHI Bi3yalbHUHN JTOCBII.

[lo-npyre: MopentoBaHHS JO3BOJISIE PO3POOHHMKAM €(PEKTUBHO KepyBaTu
pecypcamu r1pu. [IpaBuiabHO CTBOpEHI Ta ONTHUMI30BaHI MOJENl CHPUSIOTh
ONTUMAJIbHOMY BUKOPUCTAHHIO MaM'sITI Ta MPOIIECOPHOI MOTYKHOCTI, 3a0€3MeUy0un
IUTaBHY Ta €PEKTUBHY Tpy.

[To-Tpere: MOIENIOBaHHS € KJIIOYOBUM €TAarlOM y BH3HAYEHH1 TeMMILIEHHUX
napameTpiB Ta MpaBUJI B3a€MOJI1 TPaBIIiB 13 CBITOM. Bijg no0pe cTBOpeHUX Mojenen
3QJIKUTH PEATICTUYHICTh Ta JIMHAMIKA TEHUMILICI0, a TaKOXX MOXJIMBICTh peanizailii
PI3HOMAaHITHUX 1HTEPAKTUBHUX €JIEMEHTIB.

[Ilo6 mocartv nMx MUIeH, BUKOPUCTAHHS BIJMOBITHUX 1HCTPYMEHTIB JIsI
MOJICJIFOBaHHS CTa€ BaXKJIMBOIO CKIIaJOBOIO po3poOku Bimeoirop. Unreal Engine mae
BJIACH1 IHCTPYMEHTH JJIsl MOJICTTIOBaHHS [5].

[TIo 3a 3aMOBUyBaHHSIM BOHHM MOXYTh OyTH BHUMKHEHI, TOMYy iX HOTpIOHO
YBIMKHYTH, JUJISl I[bOTO KOPHUCTYIOUHUCHh PAJKOM MEHIO, MOTPIOHO BIAKPUTH BIKHO 3
nonatkamu (plugins), Ta 3HaiTh oTpiOHMN gomaTok. Ock nuax: Edit > Plugins >
Modeling Tools Editor Mode.

Jlani Tpeba nepe3anycTuTu pyuiii (3anpomnonye). Ilicis yoro mokHa BUOpaTH

BIJIMOBITHUN PEXXHUM Y TIaHEN1 IHCTPYMEHTIB, K TTOKa3aHO Ha PUCYHKY 2.5.
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File Edit Window

(A1)

AL ThirdPersonMap

:J '* Select Mode v

=N T %, Select

= Landscape
Foliage
Mesh Paint
Modeling
Fracture

' Brush Editing

Animation

Pucynok 2.5 — Bu0ip pexxumy 3 naneJii iHCTpyMeHTIB

Modeling Mode B Unreal Engine 5 — 11e pexxum, Kuii 103BOJIsi€ KOPUCTyBayam
cTBOproBatM Ta penaryBatu 3D-mogzeni. BiH NOponoHye MIHMPOKUN — CHEKTP
1HCTPYMEHTIB Ta (DYHKIII, 1K1 pOOJIATH 1Or0 MOTYKHUM IHCTPYMEHTOM JJI1 CTBOPEHHS
3D-BMmicTy. Hmwkue HaBeaeHo nepeinik ocHoBHUX (pyHKIIT Modeling Mode.

CrBopenHs 6azoBux popm. Bu MoxeTe BUKOPUCTOBYBAaTH IHCTPYMEHTH, TaKi
SK CIUTAHU, TOJITOHU Ta MaHIMyJIATOPH, 1100 CTBOprOBaTH 0a30B1 GOpMHU JIJIs1 BalTUX
MOJIEJIECH.

PenaryBanns aerajieii. Bu MoxeTe BUKOPUCTOBYBaTH IHCTPYMEHTH, Taki SIK
MOJIITOHaNIbHA MOU(DIKAIlis, CKYJIBNTYpa Ta TEKCTypyBaHHSA, 00 pejaryBartu JeTai
BaIlIUX MOJIEJIEN.

ImmopT Ta ekcnopr. Bu Moxere iMnopryBaTu Ta ekcnopryBatu 3D-moneni 3
IHITUX TpoTpam, Takux sik Maya a6o Blender.

Modeling Mode — 11e OTY>KHHI IHCTPYMEHT, SIKHi MOXXHa BUKOPHCTOBYBATH
JUISL CTBOPEHHS pi3HOMaHITHHX 3D-Mopeneii. BiH i1eanpHO MaX0oauTh ISl CTBOPCHHS

MIEPCOHAXIB, JIEKOpaIlii Ta iHImMX 00’ €KTIB 17151 irop, (iIbMIB Ta IHITUX Meia.
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. 3 & Sphere

’A Cylinder Cone
g O Torus Arrow

Create

B Rectangle Disc

~ ___.
& Stairs X CubeGrid

" Extrude Polygon ; Extrude Path
Deform

’ Revolve Path

’ - Draw Spline

Pucynok 2.6 — Ilaneasn incrpymentiB Modeling Mode

Modeling Mode Mae BiacHy mmaHelb I1HCTPYMEHTIB Ta pEXUM poOOTH,
JeTalbHIIIEe MOXHA 03HAHOMUTHUCH y ToKyMeHTauli [S]. Llel pexxum Ha pasi y cTaTyci
«Beta», TOOTO MOXJIMBI TMOMWIKK TIpu poOoTi. s peamizarii MO€i 3aayMKH s

KOPHUCTYBaBCs MpUMITUBaMHU 3 BKIIagku «Create», Ta «CubeGridy.
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Pucynok 2.7 — IrpoBa apena

Ha pucysky 2.7 npoeMOHCTpOBaHa irpoBa apeHa sIKy s 3p00MB 3a TOIOMOIOI0
pexumy mojnemtoBands (Modeling Mode). 3BicHO MoxHa OyJio o0iiTHCA 0€3 IIOTo
pEXUMY Ta BUKOPUCTATH FOTOBI MIPUMITUBH, aJI€ TaK B HAC € OUIbIIE KOHTPOJIIO NpH
pO3po0IIi.

Jlo Mopmenel B)ke Ha3HAaueHI HEOOXiTHI MarTepiald, IO BiANMOBIJAOTH 3a ii
30BHIIIHIA BUTJSAA (KoJip, kKoedimieHT mertaneBocti Toiio). Lleit posain y Unreal

Engine s He po3rasaaTumy, AeTaNbHIIIE MOXKHA J13HATUCH Y IOKyYMEHTaIlii [6].
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PucyHnoxk 2.8 — Jlorika 6a3oBoro marepiajay

JUist apeHu s CTBOPUB OAMH 0a30BUM Marepiai, 3 SKOro 3pOoOMB «KOMIi» Je
BIJIPI3HSIIOTBCA TApaMETPH, IO POOJSATH «KOMIIO» YHIKAIHHOIO 32 BUTIIAIOM, alie

TaKOI0 K caMoI0 3a Jiorikoro. Jlorika 6a30Boro Marepiany 300pakeHa Ha pUCYHKY 2.8.

2.3 Mepe:xeBa apxitektypa Unreal Engine

[lepm1 HDX mnepedTH 10 peanizamii MexaHik, TpeOa M03HAMOMUTHUCH 13
MepexxeBoro apxiTektyporo y Unreal Engine. e myxe BaxnmmBo, 60 MU TMOBUHHI
PO3YMITH SIK TIPAIIOE Tepeaavya JaHUX MDK TPaBISIMH, SK BUKOHYETHCS JIOTiKa SIKY
BuksHKaiy 3 iHmoro 1K, Tak sk B3arajii BUKJIMKATH BIJIAJICHE CIIPAIFOBAHHS KOITY.
[{i 3HaHHS MOJETHIYIOTh HaM pOOOTY Ta 3€KOHOMJIATH 4Yac Ha PO3pPOOKY KOy,
nepepoOKy, OCKUTBKM 3HAIOYM TIPO apXiTeKTypy, MH MOXKEMO CIPOCKTYBaTH,

IpOAYyMaTH, JIOTIKY peasizallii MexaHik.
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2.3.1 ocHOBHI TepMiHU Ta MOHATTH

Sl HamaM CrpoIIeHe MOSICHEHHS TEPMiHIB SIKOTO B LIJIOMY OyJie TOCTaTHBO IS
po3ymiHHs. JIJisl AesiKuX TEepMiHIB BUIUICHI CIEIiadbHI MyHKTH 1€ OUIBII JeTaabHO
PO3KPHUBAETHCS TEPMiH.

Xoct (Host) — I'paBenp, skuii BUCTYTIAE Y POJII CEpBEpA.

Kitient — I'paBertp, Skuii mMiIKIFO9a€TECs 10 CEpBEpa, XOCTY.

Online Subsystem (OSS) — 1e inTepdetic i3 BIANOBIAHOIO peai3ali€ro, sIKUi
3a0e3nedye 3arajbHUM Ccroci0 AocTynmy 10 (YHKIIN OHJIaH-CEpBICIB, TaKUX SK:
a) Steam; 0) Xbox Live; B) Facebook Toro [7].

Pemnikarist (Replication) — MexaHi3M nepenadi JaHUX Ta CUHXPOHI3aIlli Mixk

rpaBLSMH, M)XK KIIIEHTAMU Ta CEPBEPOM.

2.3.2 Online Subsystem

Jlns kpamoro po3yminas 1o Take Online Subsystem (OSS), Tpe6a mouatu 3
naneky. Jlyist pobotu iHTepHETY € 0cHOBHI Bigomi npotokodi [P, TCP, UDP. e camuit
HUKYHH piBeHb. OHAK JIJIs1 pOrpaMicTa MePIInid piBeHb a0CTpaKIlii SKU TOCTYITHUMA
Uit peanizanii inTepHet 3’eqHanHsa 11e Coker (Socket).

Coketu (anria. socket - 3arnuOieHHs1, THI30, pO3'eM) — Ha3Ba MPOrPAMHOTO
iHTepdeicy A 3a0e3neueHHs 00MiHy JaHUMU MK riporiecamu. [Ipotiecu npu Takomy
0OMIHI MOXXYTb BUKOHYBaTuCs sIK Ha onH1d EOM, Tak 1 Ha p13aux EOM, nos's3anux
MDK c00010 Mepexero. COKeT - aOCTpakTHUHN 00'€KT, 0 MPECTABISAE KIHIIEBY TOUKY
3'eJHAHHSI.

Coker 1e mporpamHuil iHTepdeic peaizalis SKOTO 3HAXOJUThCS Ha Ooli
omepartiHoi cucremu. TooTo 11t koxHOI atgopmu (UE no3Bosnsie pobutu irpu Ha
pi3Hi miatdopmu) Oyzae cBiil iHTepdeiic cnenudiuHui 11 KOKHOI 13 MIaThopM.

3a BuOIp Ta pobory no nepemaudi ganux y Unreal Engine BiamoBimae kiac

UNetDriver. Bin Takox moxxe Oytu cnerudiuaum s maatdopmu. ['pybo kaxydn
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el Kiac, 1e oOropTka pyIris HaJl BUKIUKOM CUCTEMHUX (DyHKIIiH 3 010mi0TeKH miist
MIeBHOT OIEepaIliifHOT CHCTEMH.

Takoxx € CTOpPOHHI cepBicH Ta iX O10JI0TEKH SKi BUKOPUCTOBYIOTh 1HTEPHET
3’€IHaHHA Ta J03BOJISIIOTH CTBOPIOBATH, 3HAXOAUTH ITPOBI CECIi Ta MPUETHYBATHUCH J0
Hux. I och 1HTEepdelic Online Subsystem rapanTye 110, He3aJIE€KHO Bija IIaTGopMu
(peamizamii miag muaTdopmy), €IWHI 3MIHH, SKI PO3POOHUKHA MOBHUHHI BHECTH, 1€
KOpUTyBaHHs KOH(Iryparii 111 KOXKHOI MATPUMYBAHOI CITYKOH.

Tox KOmM MM BUKIMKAEMO METOJl 13 CTBOPEHHSM cecii 3 KOay TpH, depe3
iHTepdeiic OSS, M1 BUKIMKAaEMO MEBHUN METOJI IEBHOI peaiizaiii. Y Tol peami3anii
MOXYTb OyTH crnerudiuyHl BUKIUKHA Ui TIaTHOPMU, Ta BUKIUKU SIKI B KIHIIEBOMY
Xy 3BepTatothbes 10 kiacy UNetDriver Ta BiIpaBisitoTh JaHHI Yepe3 IHTEPHET.

OSS — ne Benukuii iHTEepdelic, sIKuil BKIIOYae B ceOe iHmI iHTepdencn ams
peaizalili neBHUX MOKJIUBOCTeH [7]. Hanpukitan inTepdeiic ajisi CTBOPEHHS CeCiid, 110
TT03BOJIAIE:

- CTBOPIOBATH CECIi;

- 3HAXOIMTHU CECii;

- MPUETHYBATUCH JIO CECIT,

- BIJIPABJISITH 3alIPOILIEHHS Ha IPUETHAHHS, TOIIIO.

Jns Hammx notped 3HamoouThes OSS Null — s mowaTkoBoi peanizaiii
iHTepHeT 3’eqHanHHs MK TpaBisiMu, OSS EOS (Epic Online Services) — s
MOXJIMBOCTI ~ MIAKIIOUEHHS  4epe3 TrJo0albHy  Mepexy, 1HTepdelicu: a)
IOnlineSessioninterface, 10nlineldentityInterface.

[linBonsum  migcymku  Online  Subsystem gae  3mory  po3poOHHKY
BUKOPHCTOBYBATH (DYHKIIIT MEPEKEBOTO 3’€THAHHS HE 3aMHCIIOIOYKCH HaJ THM SKa

peaizallis y Cepe/InHi.

2.3.3 Pemikanis

Pennikaris y pymrii Unreal Engine € BaXIMBOIO Ta MOTYKHOIO (QYHKIIEIO, KA

JI03BOJISIE CHHXPOHI3YBATH JIaHI Mk KIIEHTOM Ta CEPBEPOM Y MepekeBux irpax. Llei
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MIPOIIEC TPaE KPUTUIHY POJIb Y 3a0€3MeUeHH1 KOPEKTHOCTI Ta KOHCUCTEHTHOCTI TPH 1JIS
BCIX YYaCHHUKIB.

Ha npakTtuii, perutikaiiis JD03BOJIs€ BIATBOPIOBATH JEsIKI O0'€KTH Ta IMOIIi B
MEPEKEBOMY CEpElIOBHUINl Tak, II00 KOXXEH TpaBelb OTPHUMYBaB aKTyaJlbHY
iH(opMalrito mpo noii, mo BiOyBaroThes B Ipi. Lle Moxke cTrocyBaTHuCs pyxXy IrpOBUX
00'€KTiB, 3MiH B CTaHI MEPCOHAXIB, 00 1HIINX ITPOBUX ACHEKTIB.

Permikamis B Unreal Engine BUKOpHUCTOBY€ KOHUEMINIO "pEIUTIKOBAHUX
3MiHHUX" Ta "perutikoBaHuX GyHKIH". PerikoBaHi 3MiHH1 JJ03BOJISIFOTH aBTOMAaTHIHO
CUHXPOHI3YBAaTH 3HAYECHHS M1k KJIIEHTOM Ta CEPBEPOM, 3a0€3MEeUyI0UYH €IHICTh CTaHy
00'ekTiB y rpi. PerikoBani pyHKIIi1, 3 CBOro OOKY, T03BOJISIIOTh BUKIUKATH (PYHKITIT
Ha BIJIJJAJICHOMY KJIIE€HTI YM cepBepi, 3a0e3Meuyouu CIUIbHI IrpoBi MOI1].

Lleli mexaHI3M JO3BOJISIE CTBOPIOBATH MEPEXKEBI ITpU 31 30aJJaHCOBAHUM Ta
CTaOUIbHUM TeHMILIICEM, JIe KOXKEH YUYaCHUK OTPUMYE aJIeKBaTHY 1H(QOpMAIIiIO PO Te,
o BiOyBaeThcsl B irpoBoMy cBiTi. Perumkamis B Unreal Engine € kitouoBuM
€JIEMEHTOM JIJIs CTBOPEHHS 1rop, sIK1 Ha/Ial0Th BPAa)KEHHS BiJ TPU B PEAIbHOMY Yaci B

MCPCIKCBOMY CepCIIOBI/IHIi.

2.3.4 Penutikaniss 3SMiHHHX

Pemutikaiiisi 3MiHHUX - 1I€ TIpoliec nepenadi iHdopmallii mpo 3MiHHI 3 OJHOTO
KJIIEHTA JI0 1HIIOTo B OaraTokopucTyBalbkiil rpi. B Unreal Engine perutikariist 3MiHHHX
peanizoBaHa 3a JOIOMOI'OI0 CUCTEMH, sika Ha3uBaeThes Replicated Variable.

Cucrtema Replicated Variable mpairtoe 3a HACTYyITHUM IPUHITUTIOM:

— CEpBEP CTBOPIOE 3MIHHY 1 IPUCBOIOE 11 YHIKAIBHUM 11eHTU(IKATOD;

- cepsep 30epirae iHGOpMAIIiIO PO 3MIHHY Y CBOil 0a3i TaHUX;

— CepBEp MEPIONUYHO BIAMPABISIE KIEHTaM 1HGOPMAII0 TPO 3MiHEHI
3MIHHI;

— KJIIEHTH OTPUMYIOTH 1H(OpMAIIito PO 3MIHEH1 3MiHHI 1 BIZ0OpaXkaroTh ii

Ha CBOEMY €KpaHi.
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[aopmariiss mpo 3MiHHI, SIKa PEIUTIKY€ThCS, HA3UBAETHCS PEIIIKOBAHUMU
3MIHHUMH. PeriikoBaHl 3MiHHI MOXYTh OyTH OyJb-SIKWMH, BKJIIOUAIOYU TaKl THIIH
JAHUX, SIK 1Tl 9iCIia, TIHCHI Yiciia, CTPOKU, OyJIeBl 3HAYSHHS 1 T.1.

Jlist Toro, o0 3MiHHA Oyra perTikoBaHa, BOHA MOBWHHA OyTH MO3HA4YEHA SIK
perutikoBaHa. I{e MoxHa 3po0OWTH, IPHUCBOIOIOYN 3MiHHIN BiaacTuBicTh Replicated.

Pemikarris 3minaux B Unreal Engine moske Oyt koH(irypoBana 3a 10oOMOTor0
pi3HuX mapameTpiB. Hampuxman: mMokHa BKa3aTH, SK 4acTo Oyjae BiAMPaBIATHCA

iH(opMalris Tpo 3MIHEH1 3MiHHI.

2.3.5 Tunm pemtikanii 3SMiHHHUX

V¥ Unreal Engine icHye 1Ba OCHOBHHUX THIH pEILTIKALll 3MIHHHX:

Pemikarrist 3MiHHHX 3 ()IKCOBAaHUM THTEPBAJIOM - 11€ HAHO1IBII MOMIMPEHUN THIT
perutikamii 3MIHHUX. Y [bOMY BHNAAKy iH(opMmamis 0Opo 3MIHEHI 3MIHHI
BIJIIIPABIIIETHCS KIIEHTAM 3a34aJIeri/ib Yepe3 BU3HAUCHUHN 1HTepBaJl yacy.

Peruikariiss 3MiHHUX 3a 3alMUTOM - 1€ OUThII €()EKTUBHUN THUM pETUTIKAIll
3MIHHUX, IKMIl BAKOPUCTOBY€ETHCA ISl pEIUTiKaLlli 3MIHHUX, K1 3MIHIOIOTHCS PIIKO. Y
[IbOMY BHUIAJKY 1HQOpMAIliS PO 3MiHEH] 3MiHHI BIANPABISETHCS KIIE€HTAM TUTBKH 32

3aIIUTOM.

2.3.6 IlpukJiaay BUKOPUCTAHHA PeIuTiKanil 3MiHHUX

Pemuikarrito 3MiHHUX MOKHA BUKOPUCTOBYBATH ISl peajizailii pi3sHUX QyHKIH
B 0araToKOpHCTyBallbKWMX Irpax. Hampukman: pertikamio 3MIHHUX MOKHA
BUKOPHCTOBYBATH JIJIsl HACTYITHHX ITLTCH:

— CHUHXPOHI3allisl CTaHy 00'€KTIB;

— nepenaya iHGopMmalrlii mpo momii;

— peasizallisi KOOTIepaTUBHUX 1TOP.

Pemnuikarrito 3MiHHMX MOHa BUKOPUCTOBYBATH ISl TOTO, 11100 CHHXPOHI3yBaTH

3JI0pOB'sl TIEPCOHAXKIB B 0araTOKOPUCTYBAIbKii Tpi. Permikaiito 3MIHHMX TaKOX
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MO’KHa BUKOPHCTOBYBATH [IJIsl TOTO, 1100 MOBIAOMIISTH KJII€HTaM MpO 3MiHI CTaHy

00'ekTa, HANIPUKJIIAJ: a) 00'eKT Brap; 0) OyB 3HUILCHUM.

2.3.7 Remote Procedure Calls

Remote Procedure Call (RPC) - 1ie TexHo0TIs B IpOrpaMyBaHHi, sKa J03BOJISE
BUKIJIMKATA (DYHKIIT Y1 METOAM Ha BIJAAJICHOMY CepBepi, HIOM BOHU BUKIMKAIOTHCA
JIOKanbHO. Y KOHTEKCTI PO3pOOKM Bieoirop Ta MepexeBux aonatki, RPC
BUKOPUCTOBYETBCS AJIA Mepeaadl KOMaHJ Ta AaHUX MDK KJIIEHTOM Ta CEPBEPOM B
MEpPEKEBOMY CEPEIOBUIIII.

RPC € moTy>xHUM 1HCTPYMEHTOM JJIsl OpraHi3allii B3aeMO/Ii1 Mi>k KOMITOHEHTaMH
porpaMu, po3TalllOBAHMMHU Ha PI3HUX By3Jax Mmepexi. BiH 103Bonsie peanizyBatu
Bl/IJIaJICHE BHUKJIWKaHHSA (YHKI[IA 49X METOJIB TaK, 100 BOHM BUKOHYBAJIMCS Ha
BiJJAIEGHOMY CEpPBEpi, a PE3yJIbTAaTH OBEPTANNCS Ha JIOKAJHHUHI BY301.

Y po3po0biii Bieoirop, KoM MaeMo CIpaBy 3 MepexeBuM reitmiuieem, RPC
BUKOPUCTOBYETHCS JUIsl CHHXPOHI3AIil il rpaBIiiB, 0OMiHYy 1H(OpMaIi€o Npo cTaH
00'€KTIB y Tpi Ta BUKJIIMKAHHS TO/I1M HA BIJAJICHUX TIPUCTPOSIX.

Hampukinaz: sxmo rpaBeilb HATUCKA€ Ha KHOIKY CTPUIBOM Yy BIJIEO ITPOBOMY
mrytepi, BUkink RPC mosxe nepenatu iHpopMaliro npo Lo A0 Ha CEPBEP, SIKUN MOTIM
po3cuiaTUME KOMaHAM B 1HIII MPUCTPOi Ul BIATBOPEHHs BiamoBigHoi mii. Lle
JI03BOJISIE TPABIISIM B3aEMOJIITH OJIMH 3 OJIHUM y PEealbHOMY Yaci, HaBiTh SIKIIIO BOHH

3HaXOJAThCSl HA BEJIUKIN BiJICTaH1 OJMH BiJ] OTHOTO Y MEPEXKI.

2.3.8 Bugu RPC BukiukiB y Unreal Engine

B Unreal Engine icHytots kinbka BuaiB RPC momiid, siki JO3BOJISIOTH BaM
B3a€EMOJIISITH MIXK KIIEHTaMH Ta CEPBEPOM B MEpEKeBOMYy cepenoBuill rpu. Och
nekinbka ocHoBHUX BUAIB RPC noniit B Unreal Engine:

- server RPC;

- client RPC;
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- multicast RPC.

Server RPC (Server-to-Client RPC) - Ile#i Tunn RPC BukimkaeThcs Ha cepBepi
1 BUKOHYETBHCSI Ha BCIX MIJIKJIIFOUEHHUX KIII€EHTaX. BUKOPUCTOBY€EThCS NSl BiICUIIAHHS
iHbopMarlii BiJl cepBepa A0 BCIX KiIi€HTIB. Hampukman: moromxeHHs 3MiH y CTaHi
TPaBIl HA BCIX KJIIE€HTAX IMICIs BUKOHAHHS MEBHOT Jii.

Client RPC (Client-to-Server RPC) - Lleit Tun RPC BUKITMKAETBCS HA KITI€HTI
1 BUKOHYEThCSI Ha cepBepi. BuxopuctoByeTbcs 1is BiacuiaHHs iH(opmaiii Bif
KJIl€HTa 70 cepBepa. Hanpukia: BkaziBka cepBepy Mpo 3MIHU Y CTaHI IpaBIisl.

Multicast RPC (Server & Clients) - Lleit Tum RPC BukimkaeTscst Ha cepBepi,
ajle  BUKOHYETbCS Ha BCIX MIAKIIOYEHUX KIIEHTaX 1 CaMOMy  CEpBepi.
BuxopucroByeThest sl BijicuiaaHHs iHQopMalii BCiM rpaBisM y rpi. Hanpuxmnan:
BIJITBOPEHHS! BUOYXY a0 I1HILIOTO MOJii, SIKa MOBUHHA OyTH CHHXPOHI30BaHa Ha BCIX
IpaBIIiB.

i Bumu RPC moniit B Unreal Engine 103BomsitoTh po3poOHUKaM e€(hEeKTUBHO
B3a€EMOJIIATH MIXK KIIEHTaMH Ta CEPBEPOM I CHUHXPOHI3alli TpU B MEPEKEBOMY

CEpEIOBHIIII.

2.4 ba3oBi KJ1acu pyuriro

Unreal Engine - 1ie noTy>KHUI iIHCTPYMEHT [T pO3pOOKH Biieoirop, SKui Haiae
pPO3pPOOHUKAM IMPOKUI CHEKTp 0a30BHX KJIACIB JUIsl MOOYIOBU CBOIX irop. B mipomy
iIpo3a1al  po3risiHeMo KirodoBl kiacu UE, mo yTBOpIOWOTh (yHIAMEHT ISt
PO3pOOKH IFPOBOTO BMICTY.

Unreal Engine mMae cBiif cTaHmapT KoAy Ta MpaBujiia HallMEHyBaHHS KJIacCiB,
cTpyktyp [8]. ToMy y Ha3BI Kilacy MICTUTbCA crieliaibHui npedike, Takii ax «U» uu
«A». Och BUTST 31 cTaHnapTy [8]:

- KJ1acu mabsaoHiB MatoTh npedike T

— KJ1acH, K1 ycnaakoBytoTbes Bz, UObject matoth mpedikc U;

- KJIaCH, K1 YCIIaJKOBYIOThCS B, AActor MatoTh mpedikc A.
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OcHoBHi 0a30B1 KJ1acH:

- UObject — 6a30Buit K1ac a1 00’ €KTIB y PYIIIiIO;

- AActor — 6a30BHi1 TOYATKOBUM KJIaC SIKUH MOYKHA PO3MIIITyBaTH Ha CIICHI
(y cBiTl);

- UGamelnstance — kiac axuii iCHy€ NPOJOBXK YChOTO IUKITY KUTTS TPU;

- AGameMode — kiac i3 6a30BUMH HaJIAITYBaHHSIMH TPH, BIAMOBITAa€E 3a
cTBOpeHHs 00’ exTiB Tuny: a) APlayerController; 6) APlayerState; B) APawn;

- APlayerState — kmac ang 30epekeHHsI CTaHy IpaBis. Takox 30epirae
1IEHTU(IKATOp TPaBIs Y MEPEKI;

— APlayerController — knac sikuif BIJNOBIJAa€ 3a OMpAIOBaHHS BX1THUX
JAaHUX, HATIPUKJIAJ: 3 KJIaBlaTypu;

— APawn — 6a30Buii KJ1ac IKMM MOX€E KepyBaTH rpaBellb;

— ACharacter — cnagkoemenb kiacy APawn, sSKuil TiIXOMUTH IS
CTBOPEHHS MEPCOHAXKIB IKUMH MOXHA KEPyBaTH.

Jlani 6yne HaaHo Okl AeTalbHUN onuc kiaciB. O0’€KTH 3 HaJlaHUX 0a30BUX
KJIaCIB 3 MpediKCcoM «A», CTBOPIOIOTHCS aBTOMAaTUYHO MPH CTAPTI I'pl, Ta ICHYIOTh HA
piBHi. HaBiTk SIKI110 M1 HE CTBOPIOBAJIH 111 KJIACH, BOHU BCE OJTHO ICHYIOTh Y apXITEKTYpi
PYILIIIO 1 HEOOX1IHI ISl IPaBUIBHOTO (PYHKI[IOHYBaHHS TPU.

Otpumatu noctyn 1o APlayerController 3 APawn B Unreal Engine mosxna 3a
nonomororo ¢yHkiii GetController():

APlayerController* MyPlayerController = MyPawn->GetController();

3 APlayerController moxxna otpumaru goctyn ao APlayerState ta APawn
TaKUM YHHOM:

APlayerState* MyPlayerState = MyPlayerController->PlayerState;

APawn* MyPlayerPawn = MyPlayerController->GetPawn();

[Ilo6 otpumatu noctyn go AGameMode Tpeba Bukiaukatu GetWorld() mns
OTpUMaHHS CBITY 1 OTiM BukimkaTu GetAuthGameMode():

UWorld* MyWorld = GetWorld();

if (MyWorld)
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AGameModeBase* MyGameMode = MyWorld->GetAuthGameMode();

2.4.1 UObject

UObject € ocHoBHUM KJ1acoM y cucteMi 00'ektiB Unreal Engine Ta € ki1r090B0o0
CKJIJI0BOIO JIJIsl PO3pOOKH 1rop Ta BIpTyalibHUX cepenoBulll. OcHoBHa posib UObject -
1[e HaJaHHS 0a30BOro (PYHKIIIOHATY JUIsl YCiX ITpOBUX OO'€KTIB Ta KOMIIOHEHTIB.
Hwxue HaBeeHO KiJbKa KJIFOUOBHX aCIEKTIB, 1m0 cTocytoThess UObject.

Cnaakoemuicte. Bei kiacu y Unreal Engine, sixi moB'si3ai 3 Tpoto, CIaIKOeEMIT
kiacy UObject. Ile Bkiouae B cebe Taki kiacu, sik AActor, UActorComponent,
UTexture, Ta 6araro 1HIINX.

KurreBunii nukia. O0'exty, mo Hanexats 10 kiaacy UObject, MatoTh KUTTEBUI
IIUKJI, KOTpUI KepyeThesi cucTemoro 30opy cMitta Unreal Engine. Komnu 06'ext OibIie
HE BUKOPUCTOBYETHCS 200 MOTpeOy€e 3BUILHEHHS MaM'siTl, CHCTEMa aBTOMAaTUYHO HOTro
BUJIAJISIE.

Mertakaac Ta MeTao6'ekT. Unreal Engine BUKOpUCTOBYE CHCTEMY METaKJIaciB
Ta MeTao0'€KTIB 1JIs1 3a0€3IIeYeHH JUHAMIYHOTO 3MIHIOBAHHS BJIACTUBOCTEN 00'€KTIB
M1]1 YaC BUKOHAHHS TPHU.

Peduexcisa. O6'extu knacy UObject miaTpuMyroTh pediekcito, Mo g03BOIsSE
pPO3pOOHMKAM 3A1MCHIOBATH JAWHAMIYHUM JOCTYI JO BJIAaCTUBOCTEM Ta METO/IB
00'€KTIB.

Inentudikanis Ta cepiamizamis. OOG'extm UObject MoxyTs OyTH
i1eHTU(PikOBaH1 YHIKaJbHUMH 1IMEHAMM Ta MIIJAI0ThCS cepiamizailii, 1Mo J103BOJISIE
30epiraTu Ta BiIHOBIIIOBATH iX CTaH.

/luHamiyHe cTBOpeHHsI 00'ekTiB. PO3pOOHUMKM MOXYThb JMHAMIYHO
cTtBoptoBatu 00'ekTu kiacy UObject mijg yac BUKOHAHHS TPHU, IO BAXXJIUBO IS

CIIEHapiiB, i€ CTBOPEHHS 00'€KTIB 3aJICKUTh BIJ] ICSIKAX YMOB UM TOIH.
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InTerpaunisn 3 rpagiunum intepdeiicom. Kiac UObject Takox 3abe3meuye
0azoBuil GyHKIIOHAN [ 1HTEerpauii 3 rpadiunuM iHtepdericom Unreal Editor, ae
PO3POOHHUKHU MOKYTh CTBOPIOBATH, PEIaryBaTH Ta HAJAIITOBYBAaTH 00'€KTH.

Buxopuctanns knacy UObject € HeBia'eMHOI0 yacTHHOIO po3pobku B Unreal
Engine, 1 po3yMiHHS MOr0 OCHOBHUX IPHUHIIMINB JO3BOJIIE PO3POOHUKAM 3PYYHO Ta

e(peKTUBHO MPAIIOBATH 3 CUCTEMOIO 00'€KTIB Ta KOMIIOHEHTIB B paMKax T'PH.

2.4.2 AActor

AActor € oqHUM 3 KIIIOUOBUX KiaciB y cuctemi Unreal Engine Ta npeacrasise
00'eKT, IKUI1 MOXKe OyTH TOMIIIEHHH Ha ciieHy Tpu. Lleil kiac Bifirpae KpUTHUUHY POJIb
y BU3HAuY€HHI 00'€KTIB y Ipi, BKIIOYAIOYU MEPCOHAXKI, MPEAMETH, €PEeKTH, Ta 1HIII
o0'extn B3aeMoii. Hikue HaBeneHo Oiniblie aetaie moo kiacy AActor.

KommnonenTn Ta mnpukpimjeHnsi. AActor MoXe MICTUTH Pi3HOMAaHITHI
KOMIIOHEHTH, TaKi AK USceneComponent, UStaticMeshComponent,
UCameraComponent, 1 6araro ixmmx. [li KOMIOHEHTH BHU3HAYaIOTh Bi3yalbHUU
BUIIISA, (P13MUHI BJIACTUBOCTI Ta 1HIII aCIEKTH 00'€KTa.

Tpancdopmania. Koxen AActor mae TpaHcdopmarliiro, 1o BHU3HAYAE HOTO
MOJIOXKEHHS, Opl€HTAIII0 Ta MacluTad Ha cueHi. Lle 1o3Bossie po3milnyBaTi 00'€eKTH B
IIPOCTOPI Ta KEPYBaTH IXHBOIO OPIEHTALIELO.

KurreBuii nmkia. AActor npoiizie uepes pi3Hi €Taru CBOTO YKUTTEBOTO IHUKITY,
TaKl SIK CTBOPEHHS, 1HILami3alis, YCYHeHHs, Ta iHim. 1le BaXInMBO Juisl NpaBUIIbHOI
POOOTH T'PH Ta B3AEMOJIIT 3 THIITUMHU €JIEMEHTAaMU CHCTEMHU.

KepyBanns pyxom. O0'extn kitacy AActor MOXKyTh B3a€EMOJIATU 3 CUCTEMOIO
GI13UKM Ta MaTh MOXJIMBICTh KEpyBaTH pyxoM. Pyx moxe OyTH 3aiiiCHEHUH 5K 3a
JOTIOMOTO10 (h13MKH, TaK 1 IIJISTXOM MPOCTOTO MEePEMIIIIEHHS 00'€KTa 3 OTHOTO MICIIS Ha
1HIIIE.

InTerpauis 3 irpoBum cBiToM. AActor Mo)Ke B3a€EMOJIISITH 3 ITPOBUM CBITOM Ta
OTPUMYBATH TOJIi1, TaKi K 3ITKHEHHSI, TOTUKU, a00 1HIII MOJI1, III0 MOXXYTh BIUIMBATH

Ha HOro CTaH Ta MOBEAIHKY.
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Penstikauisi y mepeski. AActor miaTpUMye MEPEKEBY PEIUTIKAIIIO, IO 103BOJISIE
CUHXPOHI3YBaTH MOr0 CTaH MI>K CEPBEPOM Ta KIIIEHTAMU Y MEPEKEBUX 1rpax.

Ioaii Ta pynkuii. Po3poOHMKN MOXKYTh BU3HAYATH BIACHI TOIT Ta GYHKIIIT SIS
00poOKM pi3HUX CIIEHAPIiB B3a€EMOIIi Ta MOBEIIHKH 00'€KTA.

Incnexrop Ta penaryBanusi B Unreal Editor - Kitac AActor ninrpumye 3pyuHuit
IHCIIEKTOp Ta MOXJIMBOCTI penaryBaHHs B penaktopi Unreal Editor, mo monermrye
po6oTy 3 00'eKTaMH i1 4ac PO3POOKH.

AActor € ocHoBoO st Oaratbox irpoBux 00'ektiB B Unreal Engine, 1 iioro
IpaBUJIbHE BUKOPUCTaHHS JO3BOJIIE PO3POOHUKAM CTBOPIOBATH PI3HOMAHITHI Ta

edeKTUBHI ITpH.

2.4.3 UGamelnstance

UGamelnstance € ognum 13 BaxkiauBux kiaciB y cucteMi Unreal Engine Ta
BIJIIrPA€ KIIFOUOBY pOJib y 30€piranHi Ta 0OMiHI JAaHUMHU MIXK PI3HUMHU YaCTUHAMHU TPH,
a TaKOX YINPaBIIHHI )KUTTEBUM IUKJIOM I'pu. Hukde HaBeleH1 AesiKi KIIF0UOB1 aCIIEKTU
IILOTO KJIACy.

I'nobanbhi gani rpu. UGamelnstance qo3Bostsie 30epiraTtul r1o0aibHi aHi TpH,
K1 TIOBUHHI1 3JIMIIATUCS CTAIMMU POTITOM BChOTO KUTTEBOTO HUKITY Tpu. [{e Moxe
OyTH KOPUCHO JJ1s1 30€piraHHs CTaHy rpaBlisl, PIBHSI CKJIQJHOCT1, a00 Oy Ib-SKUX THIITUX
rJI00aJIbHUX TTapaMeTpPiB.

KurreBuit uukia. UGamelnstance icHye MpOTATOM BChOTO KUTTEBOTO ITUKITY
IpU, BiJ MOMEHTY 3alyCcKy 70 Horo 3aBepiueHHs. Lle mo3Boiise 30epiratu naHi, siKi
MaloTh ICHYBaTH 11032 MEKaMH KOHKPETHOTO PIBHSI UM €K3EMILISIpa TPaBIisl.

Menenxxmenrt piBaiB Ta Uniform Resource Identifier. UGamelnstance mosxe
B3aEMOJIISITH 3 CHUCTEMOIO PIBHIB Ta BIKHAMHU TPH, TO3BOJSIOYM 3MIHIOBATH PIBHI,
3aBaHTAXKyBaTH HOBI PECYPCH Ta B3AEMOJIISITH 3 PI3HUMU YaCTUHAMM TPH.

PoGora 3 wMepexkew. Y wmepexeBux irpax UGamelnstance Moxe
BUKOPUCTOBYBATHUCS JJIS YIPABIIIHHS IMiIKIIFOYCHHSIMU TPaBIliB, OOMIHY JaHUMHU MiX

KJIIEHTaMU Ta CEPBEPOM, Ta CHHXPOHI3alll] rI100aTbHUX MOIIH.
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Bincytnicte  rpagiunoro mpeacraBieHHss. OcHOBHa  0COOJIMBICTD
UGamelnstance mnonsirae B TOMy, IO BIH HE TMOB'A3aHUNM 3 KOHKPETHHUM
npejcTaBiieHHsIM rpadiku. BiH mpaiiroe B i1 Ta HE BigoOpakae >KOJHUX BI3yaJIbHUX
KOMITOHEHTIB.

Cepianizanin Ta 30epiraHHs AAHUX. UGamelnstance MOXeE
BUKOPHUCTOBYBATHUCS JIJIsl 30epiraHHs Ta OOMiHY JaHUMH MDXK Pi3HUMH PIBHAMH TPU.
Lle 3pyuHO mu1 30epekeHHs CTaHy TpaBlis, HAJIAIITYBAaHb I'PU Ta 1HIIUX MapaMeTpiB.

Honaii Ta pynkuii. Po3poOHNKN MOXKYTh BU3HAUATH BJIACHI MOAIT Ta QYHKIIT y
kiact UGamelnstance, siki MOXKyTb OyTH BUKJIMKaHI 3 Oyb-5IKOi YaCTUHU TPH.

30epe:kenHss crilikocTi iHopMmamii. 3aBIAKKM TpUBAIOMY LHKIY JKUTTS,
UGamelnstance Mo>kHa BUKOPHUCTOBYBATH JJi 3a0€3MEYeHHS CTIMKOCTI JaHUX, 5Kl HE
MOBUHHI CKMJIATUCS MK PIBHSMH a00 CECISIMU TPH.

UGamelnstance € BaXXJIUBUM €JIEMEHTOM JUIsI peajiizailii 3araibHuX MeXaH13MIB
Ta JIOTIKU TPH, SIKa HE MOB'sI3aHa 0E3MOCEPE/IHbO 3 Bi3yaldbHOIO yacTUHOMO. Lle mae
pO3pOOHUKAM IMUPOKUK (PYHKIIOHAN Uil POOOTH 3 TI00AIBPHUMH JaHUMH Ta

YIPABJIIHHS PI3HUMHU aCIIEKTaMH TPH.

2.4.4 AGmaeMode

AGameMode - e kiac B Unreal Engine, sikuii BU3Haua€ mpaBuia Ta napaMeTpu
rpu Ui KOHKPETHOTO piBHS abo Tpynu piBHIB rpu. KokeH piBeHb y Ipl Mae CBiif
BiacHuil 00'ekT AGameMode, sikuil BU3Hauae, K rpa MOBUHHA BECTH ce0e Ha IIbOMY
piBHi. Hwx4e HaBeaeHi kimo4yoBi acniektu kiacy AGameMode.

IIpaBuna ta mapamerpu rpu. AGameMode BuU3Ha4Yae OCHOBHI MpaBwiia Ta
napameTtpu rpu. Lle Moxxe BKJIFOYaTH B ce0e Taki pedl, K KUIbKICTh dKUTTIB IPaBLis, 4ac
I'pU, KUTbKICTh OYOK, TOTPIOHUX JIJIsI IEPEMOTH, TOIIO.

KutreBuii nuka rpu. Knac AGameMode Bkirodae pizHi (a3u KUTTEBOTO
LUKITy TpH, Takl sIK MATOTOBKA JI0 MOYAaTKy I'pU, cama I'pa, 3aBEpUICHHS TP Ta 1HIIIL.

Lle mo3BOIsIE pO3pOOHMKAM BU3HAYATH MOBEAIHKY I'PU HA KOKHOMY €Tati.
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Cucrema oukiB Ta nepemoru. Kiac Moxe BU3HAuUaTH, SIK TpaBlll 3apOOIISIOTH
OYKH Ta YMOBH JJis iepemMoru. Hanpukiiaa: BU3HauY€HHS TOTO, 10 TPaBellb IIepemMarae,
KOJIM JIOCSTA€E MEBHOI KIJIKOCTI OYOK YU BUKOHYE MEBHI 3aBJAaHHS.

CtBopeHHs rpasuiB Ta 00'ektiB. AGameMode Bu3HauUae, K TpaBIli Ta iHIIII
00'ekTH 3’SABIAIOTHCS Ha clieHl rpu. Lle Bkiatouae B cebe Micisl CTBOPEHHs, 00J1acTi
Oe3MeKu Ta 1HIII mapaMeTpH.

Jlorika rpu Ta moaii. Kitac Moxxe MicTUTH JIOTIKY 17151 0OpOOKH PI3HUX MOIN
IpyU, TaKUX SIK CMEpPTh TIpaBIls, 3ITKHEHHsA, Iepemora Tta iHumn. lLle mo3Boise
pPO3pOOHMKAM HAJIAIITOBYBATH I'PY 1]l CBOI NOTPEOH.

Mepe:xxeBa podoora. Knac AGameMode Takox Bkitoudae (GyHKIIIOHAT IS
po0OTH B MEpEKEBOMY CEPEIOBUIII, JAO3BOJSIOUM CHHXPOHI3yBaTH CTaH I'PU MIX
CEpBEPOM Ta KJIIEHTAMH.

Koutpoan HeakTUBHUX rpaBuUiB. Bu3Hauae, sk rpa B3aeMo/Ii€ 3 HEAKTUBHUMU
rpaBipiMu. [le Moke BKITFouaTH B ce0e BUSHAUYCHHS TOTO, YA MOYKYTh HEAKTUBHI TPaBIIi
BIJIMBATU HAa TPY.

HanamryBannus Tta napamerpu. AGameMode n03BoJiie po3poOHUKAM
BCTAHOBJIIOBaTH PI3HI MapaMeTpy Ta HaJAIITyBaHHS, SKI BIUIMBAIOTh Ha Ipy, 1
JI03BOJISIE CTBOPIOBATH PI3HOMAHITHI CIIeHapii Ta BapiaHTH TPH.

Knac AGameMode € BaXJIMBUM KOMIIOHEHTOM JIsl KEPYBaHHS JIOTIKOO TP Ta
BU3HAYCHHSIM YMOB ii BUKOHaHHs. PO3pOOHHMKM BHUKOPUCTOBYIOTH II€H Kjac Jis

CTBOPEHHSI YHIKIBHHUX Ta 3aXOTUTIOIOYUX TEHMILIEIB ISl CBOIX 1rOp.

2.4.5 APlayerController

APlayerController € knacom B Unreal Engine, sikuii BiAnoBiiae 3a KepyBaHHS
rpaBIleM Ta KWOTO B3aeMoOit0 3 Tporo. KokeH rpaBenb B T'pi MOB'A3aHUN 13 CBOIM
BiacHuM ek3emiuisipom APlayerController, sikuii BianoBizae 3a oOpoOKy BBEJICHHS,
YIOPABIIHHSA NEPCOHAKEM Ta IHIIMMHU ACTIEKTaMU B3a€MOJI1 I'PaBILIsl 3 I'POBUM CBITOM.

Hwxde HaBeeH1 nesKi KIIFOUOBI aCMIEKTH IbOTO KJIacy.
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BBenenns Ta ynpasJinnas. APlayerController o6po0sisic BBe1eHHS Bij TpaBIld,
Take SIK HaTUCKaHHS KJIaBill, PyX MHUIII, JP)KOUCTUKA UM IHIIUX MPUCTPOIB BBEICHHS.
Bin mepeTBoproe 11e BBEICHHS Ha BIIOBIIHI KOMaHIW Ta YIPaBIIHHSI T'epOeEM abo
MIEPCOHAKEM.

KepyBanns kameporo. Kiac BignoBiae 3a yNpaBliHHA KaMepolo, sKa
noB'si3aHa 3 rpasiieM. e Moske BKItouaTH B cebe pyx KaMepH, MPUIILUTIOBAHHS Ta 1HIII
aCTEeKTH OTJISy IPaBIlIeM IrPOBOTO CBITY.

MepexeBa B3aemonisa. APlayerController B3aemonie 3  MepekeBUM
CepeOBUIIEM, KEPYIOUH JTOKAJTLHUM IpaBlEM Ta CHHXPOHI3YI0Yl IOT0 CTaH 3 1HIIUMHU
IPaBISIMU Y MEPEKI.

Opienranis Ta pyx. Kinac Bu3Hauae opieHTallil0 Ta pyx rpaBlisd B iTpOBOMY
npoctopi. BiH Moke BKJIIOYATH Taki acleKTH, SIK I[OBOPOTH, IMEPEMIIIEHHS Ta
KEepyBaHHS MIBUIKICTIO PyXY.

InTerpauis 3 irpoBum cBitom. APlayerController B3aemozie 3 irpoBUM CBITOM,
oOpoOIo0UM To/ii, Taki SK 31TKHEHHS, 300py pecypciB Ta B3a€MOJlisl 3 IHIIUMHU
00'eKTaMH Ha CIICHI.

Ul ta Inrepdeiic. Knac moxke BKIHOYATH JIOTIKY A1 BIAOOpaKeHHsI Ta
oHoBIIeHH# iHTepdeiicy kopucTtyBauda (Ul), Takoro sik BifpkeTH, manesni inpopmariii ta
1HIII €JIEMEHTH, SIK1 MOB's13aHi 3 1HTep(deiicom rpaBIis.

Jlorika rpu Ta moaii. APlayerController Moxe MicTUTH JOTIKY 11711 0OpOOKHU
PI3HMX TOJIIM TPH, TAKUX AK 3aBEPIICHHS 3aB/IaHb, OTPUMAHHS HArOpo/I, TOIIO.

Ilepexonsienns: moaiii BBOAYy. PO3pOOHUKHM MOXYTh MEPEXOIUIIOBATH Pi3HI
Mo/Iii BBOAY, TaKl sIK HATUCKAHHS KJIABIIII, MUIII YH 1HIIUX MPUCTPOIB, JJIsI CTBOPECHHS
BJIACHOT JIOT1KY TPaBIIS.

InTerpanist i3 cucremoro animamiii. Kinac moxke B3aeMOIIATU 3 CHCTEMOIO
aHIMaIlii JUTsl BIATBOPEHHS PyXiB Ta aHIMAIliil TpaBIIs.

APlayerController Buctynae Ba)KJIMBOIO pOJUTIO Y B3a€MOJIi rpaBlLs Ta TpH,
BHU3HAUAIOYM CIIOCOOM KepyBaHHA Ta o0O0poOku BBomy. Lleli kmac mo3Bosise

pPO3pOOHMKAM HAJAIITOBYBATH BIIUYTTA Ta MOBEIIHKY TpaBIs B TPi.



42

2.4.6 APawn

APawn - iie 6a3oBuii kiac y cucreMi Unreal Engine, sixkuit npeacraBisie irpoBuit
00'eKT, SIKMM MOXXE KepyBaTh rpaBellb abo mryunmii iHTenekT. Kmac APawn €
yacTuHOW 1epapxii kiaciB Unreal Engine, sika Bkitoyae B cebe Taki 00'€KTH, SIK
MIEPCOHAXI, TPAHCIOPTHI 3aco0u, Ta 1HII KOHTPOJIbOBAHI irpoBi 00'exktn. Hmkde
HaBEJICHI JIESK1 KITFOYOB1 aCTIEKTH I[bOTO KJIacy.

Yupasiinusa pyxom. APawn 103BoJisie BU3HA4YaTH Ta KEPYBATH PyXOM 00'€KTa
B irpoBoMY cBITi. [le Moke BKJII0UaTH B ce0e MepeMillieHHs BIEpe1/Ha3al, TOBOPOTH,
a TAKOX 1HIII aCTIEKTH PYyXY.

BBenennsi Ta kepyBanHs. Kiac Moxe oOpoOysiT BBEICHHS TrpaBisi abo
1HIIOTO JKEpeJia Ta BAKOHYBATH BIJMOBIIHI J1i B 3aJIEXKHOCTI BiJ] LIbOTO BBEJACHHS.

®dizuuHa B3aemoisi. APawn MoXe B3aeEMOJIATH 3 CHUCTEMOIO (DI3HKH, IO
J03BOJISIE 00'€KTY pearyBaTH Ha CHIIy Ta 31ITKHEHHS B I'POBOMY CBITI.

Animania Ta moaeai. O0'ektu kiacy APawn MoxxyTh MaTu acoriioBani 3D-
MOJIeJIi Ta aHIMalii /st BiJoOpakeHHs IXHHOT'O BUTJISTY Ta MOBEIHKH B T'pi.

Kouizii Ta 3itknenns. Kiac B3aeMoie 3 CHCTEMOIO KOJII31H Ta 31TKHEHbB, IO
JI03BOJISIE 00'€KTY pearyBaTH Ha MEPENIKOIN B IrPOBOMY CBITI.

KepyBanns kamepor. Jleski o0'ektu APawn MOXyThb MaTh MOKJIUBICTh
KOHTPOJIIOBaTH KaMepy, sika CIIJKY€E 32 HUMU ab0 J03BOJISIE€ TPABIIEB] B3a€EMOIATH 3
HABKOJIUIITHIM CBITOM.

Mepe:xxeBa podora. APawn miaTpuMye MEpEKeBY B3a€MOJII0, IO J103BOJISIE
KepyBaTu 00'€KTOM Ha CTOPOH1 KJIIIEHTA Ta CEpBEpPa B MEPEKEBUX ITpax.

Jlorika rpaBus Ta Al (uryunuii intenekr). Kitac moxe OyTu kepoBanuii abo
rpaBiieM, a00 IITYYHUM 1HTEJIEKTOM, B 3aJI€KHOCTI BiJl KOHTEKCTY TPH.

InTepdeiic Ta BinodpaxkenHsi. APawn moke Martu BiacHud iHTEpdeic
KOpPHUCTYyBaua Ta rpadiuHe BiIOOpaKeHHsI 111 B3aEMO/IIi 3 TpaBLEM.

KurreBuii Huxa. OOG'ektu kimacy APawn npoxonasTe depe3 pi3HI eTanu

KUTTEBOTO ITUKITY, BKIIOYAIOYH CTBOPEHHSI, 1HIIIAMI3aIII0 Ta 3HUIICHHSI.
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Knac APawn ciyXuTh OCHOBOIO Jii CTBOPEHHSI PI3SHOMAaHITHUX IIPOBHX
00'eKTIB, SIKI MOXKYTh OyTH KepOBaH1 IpaBIieM a00 ITYYHHUM 1HTEJIEKTOM, 1 BiJIrpae

KJIFOYOBY POJIb Y B3a€MO/IIi TpaBIIsl 3 IPOBUM CBITOM.

2.4.7 ACharacter

ACharacter € migkiaacoMm kiaacy APawn B Unreal Engine 1 npencrasisie 00'ext
rpu, KU MoOke OyTH KEpOBaHHMM rpaBlieM a0 MITYYHHM I1HTEJIEKTOM Ta Mae
JIOAATKOBY (DYHKIIOHAJBHICTh JJIsI pOOOTH 3 IEPCOHATBLHUMH XapaKTEPUCTUKAMU Ta
aHiMalli€lo nmepcoHaxiB. Huxkde HaBeneHi ekl KIIFOUOBI aCIIEKTH 1OTO KJIacy.

KepyBannsi pyxom Tta kameporo. ACharacter nogae GyHKIIIOHAIBHICTD IS
KEpyBaHHSI PyXOM Ta KaMmepow mnepcoHaxka. Bkirodyae B cebe 0OpoOKYy BBEICHHS
IpaBLs Ta B3a€EMOJIIIO 3 CHCTEMOIO KaMepH.

AnimManii Ta ckeser. Kiac nmiaTpumye aHiMaiii NepcoHa)ka Ta MOXKIHUBICTh
poboTH 31 CKeneTHOI aHiMailiero. [le 103Bosisie BIATBOPIOBATH Pi3HI PyXH Ta CTaHU
HEPCOHAXA.

KepyBannsa xurTsim Tta 3p0poB'am. ACharacter moxe MaTu BOyJOBaHY
CUCTEMY KEpYyBaHHS KUTTAM Ta 3/0POB'sIM TiepcoHaxka. Bxirtouae B cebe MOKIUBICTh
BU3HAUEHHS TTOTOYHOTO CTaHy 370POB's Ta JTIKyBaHHS.

InTerpauniss 3 00'ekramu. IlepcoHaxk MoOXe B3aeEMOIIATA 3 O0'€KTaMu Ta
CEpeNIOBHUIIEM TPH, BUKOHYIOUM PI3HOMAHITHI Jii, Takl sSK 30MpaHHS NMPEIMETIB 4d
B3a€MO/IIS 3 IHIIMMHU MEPCOHAKAMMU.

KepyBannss Bunockamu (Ragdoll). Jlesxi Bepcii Unreal Engine HamaroTh
MO>KJIMBICTh aKTUBYBAaTH pexUM BUHOCOK (ragdoll), komu mepcoHak moTepriae Bin
CWIbHUX yAapiB a00 MOLIKOKEHb.

Mepe:xeBa B3aemonisi. Kiac miarpumye po6oTy B MEpeXEBOMY CEpEIOBHIIIL,
JI03BOJISIIOUM KEPyBaTH TEPCOHAKEM Ha CTOPOHI KIII€EHTa Ta CepBepa B MEPEKEBHUX

irpax.



44

KepyBanns cranamm (States). Mae MOXIUBICTh BU3HAUYCHHS PI3HUX CTAaHIB
NEpPCOHAXa, TaKUX SK PyX, CHOKIM, aTaka Ta 1HIII. Lle BaxaMBO A MpaBUIIBHOI
00poOKHM aHIMaIlI Ta B3a€EMO/IIT TpaBIIsl 3 IEPCOHAKEM.

Kacromizauisa noBexginku. Po3poOHHKH MOXYTh HAJAIITOBYBAaTH MOBEIIHKY
NEPCOHAXa 32 JOTIOMOTOK HAJIEKHOTIO KOAY Ta MapaMeTpIB.

3nionocti Ta HaBuuku. ACharacter 103BoJIsie BU3HAYaTH PI3HI HABUUYKH Ta
3MI0HOCTI TIEpCOHAXka, TaKi K CTPUOKH, OIT, aTaKH Ta 1HIIII.

Knac  ACharacter BUKOPUCTOBYETbCA JJIi CTBOPEHHS PYXOMHUX Ta
IHTEPAKTUBHHUX NIEPCOHAXKIB B I'Pl, AKI MOKYTh B3aEMOJIATH 3 TPABLEM Ta OTOUYIOUUM

CBITOM.

2.4.8 APleyerState

APlayerState € knacom B Unreal Engine, sikuii mpencraBiisie CTaH KOHKPETHOTO
rpaBus B rpi. KoxeH rpaselp, sIKUil MIIKIIOYEHUH 10 TPH, Ma€ CBiM BJIaCHUN 00'€KT
APlayerState, sikuit 30epirae iHdopmailito npo 1poro rpasil. Hikue HaBeneHi aAesKi
KJIFOUOBI aCIEKTH 1IOTO KJIacy.

Inentudikanisn rpaBusi. APlayerState MicTuth yHIKanbHUHN 17eHTUIKATOP
IpaBIlsl, SIKHA BHUKOPUCTOBYETHCS IS BIACHIAKOBYBAHHS Ta  1AeHTU(DIKAII]
KOHKPETHOT'O TpaBlis B I'pl.

Indopmania npo rpaBus. Knac mMictuth pi3HOMaHITHY iHGOpMAIIIO PO
IpaBlls, TaKy SK IM's, cTaryc (OHJIaiH/0(IaliH), OUKM Ta IHILI JIaHl, SIKI MOXYTh OyTH
BOKJIMBUMH JUTsI BIJOOpaKEHHS HA €KpaHi YK YIIPaBJIiHHS TPaBISIMU.

Ouxku Ta panru. APlayerState Moke BincTeXyBaTh KUIBKICTh HaOpaHHX
rpaBIeM OYKIB Ta MOTO paHT B Ipi.

Craryc roroBHocTi. [leski irpu BukopuctoBytoTh APlayerState s
B1JICTE)KEHHSI TOTOBHOCTI TPaBIIs J0 MOYATKY I'PH.

Mepe:xeBa B3aemogisi. APlayerState ciiyxuTh ik Touka 0OMiHY 1H(OpMaIII€rO

PO TPABIIIB MIXK KJIIEHTOM Ta CEPBEPOM B MEPEIKEBOMY PEXHUMI TPH.
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CrueniajibHi mapaMeTpH Ta BJacTUBOCTI. PO3poOHNKHN MOXYTh J0J1aBaTH CBO1
BJIACH1 TapaMeTpu Ta BiacTuBocTi 10 APlayerState BiAMOBIZIHO /10 KOHKPETHHX
noTped rpu.

Jlorika o0po6ku moaiii. Knac mMicTuTh NOTIKY 111 00pOOKH MOAIM, TaKUX SIK
BUOYBaHHSA IPaBIlsl, OTPUMAHHS/BTpATa 040K, 3MIHU CTaTyCy TOIIIO.

CunxpoHni3zauis crany rpaBuiB. APlayerState rapanTye CHHXpOHI3AIIIO CTaHy
IPaBIIiB MK KJIIEHTOM Ta CEPBEPOM y MEPEXKEBIil Ipi.

30epiranHs HajJamMITYyBaHb rpaBuA. MoXe MICTUTH HaJallITyBaHHS, Kl
MOB'sI3aH1 3 KOHKPETHUM T'paBlIEM Ta BIUIMBAIOTh Ha MOTO redMIuield abo Bi3yalbHUI
BUTJISI.

MyabTuivieepui  ¢ynkmii. APlayerState namae ¢yskumii ais poOotu 3
MEpEKEBUM CEPEIOBUIIEM, TaKl K BIMpPaBKa MOBIOMJICHb Y CHHXPOH13aI[1s JaHUX.

APlayerState rpae BaXJIUBY poJib y BIJICTeKEHHI Ta KepyBaHHI1 iHGOpMAIIIE€I0
PO KOKHOT'O IPaBIA B I'Ppi, 3a0€3MEUYyI0UH €JIHICTh Ta CHHXPOHI3aI[1}0 B MEPEKEBUX Ta

OJMHOYHHUX irpax.

2.4.9 Kiiacu y mepe:xeBiil apxiTekTypi

OCKUIbKM MH pOOMMO MEpEXEBUHN MPOEKT, CIiJ PO3YMITH 1€ CaMe y MEepexi
OyIyTh pO3MILIYBAaTUCh 11 KJIach. TOOTO MK SKMMH MEPEXKEBUMH 00’ €KTaMU
(cepBepoM, KIIIEHTOM) BOHH OyJIyTh CHHXPOHI3yBaTUCh. Lle po3yMiHHS BaXKIMBE s
noOyZI0BH 1IrpoBOi apXiTeKTypH, Joriku. Ha pucyHky 2.9 300paxeHo Ta K1 KJ1acH Ta 'y

SAKOMY MEPEKEBOMY MPOCTOP1 BOHU 3HAXOIATHCS.
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Server

GameMode

Client 1 Client 2

Pucynok 2.9 — Mepe:xeBe po3MillleHHSI KJaciB

Buxmtouno Ha cepBepi 3HaxoauThcs kinac AGameMode, Ta kimacu sKki
CTBOPSTHCS BUKIIOYHO Ha cepBepl (32 HAMKMCAHOK JIOTIKOK PO3pOOHUKA TpHU) Ta 13
BUMKHEHOIO PETUTIKAITIETO.

BukirouHo Ha KIT1€HTI 3HAXOATHCS KJIacH SK1 BiAMOBIAat0Th 3a inTepdetic (Ul).

Ha cepBepi Ta BianmoBimHOMY KiieHTI 3HaxomuThest kiac APlayerController.
OcHOBHA YaCTHHA Ta CTBOPEHHS IIbOTO KJIACy 3HAXOITHCS HA CTOPOHI KJIIEHTA, ajie Ha
cepBepl 3HaXOUTHCS Oro MepexeBa KoIis, 1110 03BOJIsI€ CEPBEPY BUKOHYBATH MEBHI
KEepyBaHHS.

Ha cepBepi Ta MDK KileHTaMu 3HaxonasThes kiacu: a) AGameState;

0) APlayerState; B) APawn.

2.5 PeaJrizanis MmexaHik

HeoOx11H1 MEXaHIKHA:

— MeXaHiKa TIePEeMIIICHHS;
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- MeXaHiKa IPUCKOPEHHS;

- MexaHlKa BUTPUBAJIOCTI Ta 11 BIIHOBJICHHS,

- MeXaHlKa yaapy Mo m’sqy.

HeoOxi1H1 xi1acu:

- KJIaC TPaBIIs;

— KJIaC M’ s4y;

- KJIac BODIT;

— knac GameMode;

- kiac PlayerController.

Takox Oyae MOXIJIMBICTh BIJIHOBUTH KaMepy y MOYATKOBY MO3MUIIIO Ta 3MIHH
KOJIbOPY T'paBLiB. 3BICHO 1I€ BCE MOBUHHO MPALOBATU Y MEPEXK1, CHHXPOHI3YBATHCh.
Haranato 1o, ans peanizanii npoekTy OyB BUKOPUCTaHUMN MIa0JOHHUMN MPOEKT.

Pymiiit mae peanizoBaHuil NeBHUN (PYHKIIOHAN 3arajJbHOrO MPU3HAYEHHS. AJe
JUTSI KOYKHOTO TIPOEKTY MOTpiOHA CBOS MEBHA Jorika, (yHKIIOHAI, a I [IbOro Tpebda
CTBOPIOBATH CBOi KJach Ta MeToau. Hampukiam meTtoam: a) CTBOPEHHS Cecii;
0) momryky cecii. Bxke € roToBI METOU, HOJIU, ajle KOJ Y IUX METOJaX BUKOHYETHCS
ACMHXPOHHO 1 PO3POOHUKY TOTPIOHO BIACHOPYY MUCATH MOTPIOHY HOMY JIOTIKY TMiCIIs
3aBEpILIECHHA ACMHXPOHHOIO KOAY. Y MOEMY BHUMNAAKY s 3pOOJIIO JIOTIKY sIKa MiCIs
BJIAJIOTO CTBOPEHHS Cecii, 3aBaHTa)Kye Ha MEBHY Mally, a Micis 3HaXOJDKECHHS,
BiIOYBA€ETHCS TIPUEIHAHHSA Ta 3aBAaHTAXKEHHsI HA KapTy. Takox sl MOiX MOTped €
MIEBH1 HAJAIITYBAaHHS CECli, TOMY OCKUIBKH 11€ BCE € crelu(MiuHUM (PyHKIIIOHAIOM JJIst
MPOEKTY, IS Ii€1 JOTIKK MOTPIOHO CTBOPIOBATH BIACHI METOMH, sSIKI y co0i OyayTh
BUKJIMKATH METOJ HaJaHi pyuieM. JloKiagHine npo peani3amiio METOAIB CTBOPEHHS
Ta MOIIYKY cecli Oy/ie mi3Hile.

Takox y BuOpanoMy 1mabyioHi peaizoBaHO NEPEMIIICHHS, ajie He Ma€e QyHKIIIT
oiry. ns ¢yskuii Oiry mMeHi mie moTpiOHO BpaxOBYBAaTH MEXaHIKYy BUTPHUBAJIOCTI,
Takoro (pyHKIIOHay pyuIiit He mae. HaBiTh sikiio BiH OyB, Tam OyJia OfHa peasi3ailis,

sIKa MOX€E BIIPI3HATUCS BIJ MOIX 33JTyMOK.
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Omxe pyiii Mae 6a30B1 METOIM 3aralbHOTO MPU3HAYCHHSI, BHKOPUCTOBYIOUH 1X
MOXHa CTBOPUTH CBOIO BJacHy yHikaibHy Joriky. Unreal Engine no3Bosisie
CTBOPIOBAaTH PI3HOMAHITHI MPOEKTH PI3HMX BHUIIB. |11 KOXKHOTO BHY, MEBHOIO

MIPOEKTY, MOTPIOEH CBiil (PYHKIIOHAT KUl HEMOXKIIUBO TIEPEI0AYUTH HATIEPE/I.

2.5.1 Baxe peanizoBannii QyHKIIOHAJ

VY BuOpanomy mI1a0JOHI BXKE pealli3oBaHa MEXaHiKa MEepeMillleHHs, CTPUOKY.
3pobneHa 00poOka HATUCKaHHS KHOMOK. 3a 1€ BIAMNOBIJA€ KOMIIOHEHT
UCharacterMovementComponent.

UCharacterMovementComponent € KOMIIOHEHTOM JJii PyXy IE€pCOHaXka B
Unreal Engine. Lleii koMIOHEHT IpU3HAYEHUH JIsl yIpaBIIiHHS (P13UKOIO Ta aHIMALI€I0
pyxy IIEPCOHAXKA. Huxue HaBeICHI JesIK1 KJIFOYOBI aCTeKTH
UCharacterMovementComponent.

Pyx mo 3emuri. KoMIOHEHT BU3HAYae pyx MEpPCOHa)ka MO 3€MJll, BKIIOYAIOUU
X010y Ta Oir. BiH BpaxoBye pi3HI acleKTH, Taki SK Haxwi, MPUCKOPEHHS Ta
O0OME)XEHHS IIBUIKOCTI.

CrnoBisibHeHHsI Ta 3ynMHKa. BiAnoigae 3a J0Oriky raJibMyBaHHS Ta 3YNUHKH
nepcoHaxa. L{e Moxxe OyTH BaXXJIMBUM JIJIsl pEasIICTUYHOT MOBEIIHKHU PYXY.

Crpubkn T1a rpasitanigs. UCharacterMovementComponent 103BoJsiE
HaJIAIITOBYBATH MapaMeTpU CTPUOKIB Ta B3a€MOIii MEpCOHAXa 3 TPABITAIIIEIO.

JlazaHH$ Ta CXOMKeHHS MO cxuaax. KOMIIOHEHT MOXke B3aEMOJIISITH 3 PI3HUMU
NOBEPXHIMH, BKJIIOYAIOUN CXOPKEHHS Ta JIa3aHHS 110 CXUJax.

Pyx nmo Boai Ta 3anypennsi. UCharacterMovementComponent BKJIO4a€e
HIATPUMKY pyXy MO BOJII T2 MOKJIMBOCTI 3aHYPIOBAHHSI IEPCOHAXKA.

Animanis pyxy. /[03Bojsie CHHXpPOHI3YBaTH TapamMeTpu PyXy 3 CHCTEMOIO
aHIMaIlii mepcoHa)xa JJisl TUIAaBHOTO BIATBOPEHHS PYXOBUX aHIMAIliH.

MepexeBuii pyx. KoMrnoHeHT onTtumizoBaHui AJii POOOTH B MEPEKEBOMY

peXuMIi TPpH, 3a0€3MeUy0Yr CHHXPOHI3AIII0 PyXy MIXK KIIIEHTOM Ta CEPBEPOM.
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IlepeBipka kouiiziii Ta 3iTkHeHb. Brirowae B cebOe JIOTIKY sl BHUSIBICHHS
KOJTi3i#i Ta 3ITKHEHb MIEPCOHAXKA 3 OTOUYIOUUM CEPEIOBHIIEM.

HanamryBanus pyxy. UCharacterMovementComponent Mae BeTuKy
KUTBKICTh TIAPAMETPIB, SKI MOYKHA HATAIITOBYBATH, OO JOTYUUTH PyX IMEPCOHAXKA JI0
KOHKPETHHX BUMOT TPH.

I{e#i KOMITOHEHT € KIIFOYOBUM JIsl BUBHAUCHHS MOBEIIHKU PyXy MEPCOHAXKA B

Tpi, 1 IOro HANAIITYBaHHS MOKE 3HAUYHO BIUIMBATH Ha TeAMIUICH Ta BIAUYTTS IPU.

2.5.1 CrBopenHst HoBuX Input

3a 00poOKy HAaTHCKaHHS KJABIII Ta BXIJHUX JAHMUX JJIA KEpyBaHHS ITPOBUM
nepcoHaxeM Bianosigae cuctema Enhanced Input [9].

Enhanced Input — e voBuit API B Unreal Engine 5, sikuii mokpaiirye BBEICHHS
Ta B3a€EMOJI1I0 3 TpaBIsIMU. BiH 3a0e3neuye OUIBII MUIABHY Ta IHTYITUBHY B3a€EMOJIIIO 3
IrpaMu, a TaKoX Ja€ po3pOOHHKAM OLIbIIIe KOHTPOJIO Haa BIAUyTTsAM irop. Hikue
HaBesieHo GYyHKIT ki Bkitouae B cede Enhanced Input.

HinTpumka pizHux Tunis BBeaeHHsi. Enhanced Input miarpumye mmpoxuit
CIEKTp THUIIB BBEJCHHS, BKIIOYAIOUM KOHTPOJEPH, KJIaBlaTypH, MUIIl Ta CEHCOPHI
expanu. Lle 103Bosisie po3poOHUKAM CTBOPIOBATH ITPH, SIKI MOKHA KOM(OPTHO IpaTu
Ha OyJb-IKOMY TIPHCTPOI.

InTyitTuBHe ynpasiainas. Enhanced Input mae mpoctuit ta i1HTYiTHBHUM
1HTEpQEiic, IKU MOJIETIIY€E PO3POOHMKAM HAaCTPOUKY Ta KEPYBAaHHS BBOJIOM.

HinTpumka Biacre:kenHs nmorasay. Enhanced Input miarpumye BijncTexeHHS
TIOTJISIY, 10 JTO3BOJISIE TPABIISIM KEPYBATH IPOIO, TUBIISTYUCH HA €KPaH.

Enhanced Input € mnoTy)XHUM 1HCTPYMEHTOM, SIKUA MOXE JTOMOMOITH
pPO3pOOHUKAM CTBOPIOBATH OLIBII 3aXOIUIIO0Y1 Ta IHTYITUBHI ITPH.

Hwxue HaBeneH1 Aesiki KOHKPETHI mpuKiaau Toro, ik Enhanced Input moxxna
BUKOPHCTOBYBATH B irpax.

VY myrepax Bix nepmoi ocoou Enhanced Input moxHa BUKOpHUCTOBYBATH ISt

MOKpAIIEHHS] TOYHOCT1 CTPLIILOM Ta YIPABIIHHS PYyXOM.
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VY npurogaunbkux irpax Enhanced Input mokHa BUKOpHUCTOBYBATH IS
MOKpAIICHHS B3a€MO/Ii1 TPaBIIiB 3 HABKOJIMIIHIM CEPEIOBUILIEM.
Y cnoptuBHux irpax Enhanced Input MoXHa BHUKOpPUCTOBYBATH st
MOKPAIIEHHS BIAUYTTS YIPABIIHHS MEPCOHAKEM.
Enhanced Input Bce mie 3HaXoauThcst B po3po0iii, aje BiH BKE TOCTYITHUM IS
Bukopuctanusa B Unreal Engine 5.
OTtxe MeHi Tpeba ctBopuTH 3 00’ ekt Ty «InputAction», s 00poOku yaapy,
JUTsl ipuckopenHst Ta ans BiakpuBanHs Ul (peanizyemo y nyHkTi 2.6). S Ha3BaB iX:
a) IA_Push; 6) IA Sprint; B) IA UI. Jlam s qoxaB ix y ¢aiisl 3 KOHTEKCTOM IHITYTIB,
AKuM cTBOpeHul y maoioni. Bin mae HazBy «IMC_Default». B Hpomy s 3a npukiiagom
noaaB cBoi InputAction's, Ta Ha3HAYMB M KJIABIIIII.
Ham y xoxi, y kiaci «ACyberFCharacter» 3a aHanori€ro CTBOprOIO 3MIHHI IS
TOTO 1100 MO>KHA OyJI0 3B’s3aTH CTBOPEH1 00’ €KTH 3 TIEBHOIO JIOT1KOK 00poOKU. OCh
SIK TI€ BUTJISIAE:
UPROPERTY(EditAnywhere, BlueprintReadOnly, Category = Input,
meta = (AllowPrivateAccess = "true™))
UlnputAction* SprintAction;
UPROPERTY(EditAnywhere, BlueprintReadOnly, Category = Input,
meta = (AllowPrivateAccess = "true™))
UlnputAction* PushAction;
UPROPERTY (EditAnywhere, BlueprintReadOnly, meta =
(AllowPrivateAccess = "true"))
UCapsuleComponent* PushCapsule;
Ham motpi6no BuxopucroByBatu makpoc UPROPERTY [10], mis Toro mo6
cucTemMa BiJloOpa3uiia 110 3MiHHY Yy OJYNPUHTI, Ta MU 3MOIJIM BKa3aTH NOCUJIAHHS HA
paHile CTBOPEHUN 00’ €KT.

Takox ¢ 3p0OUTH METOAM I OOPOOKH HATUCKAHHS KJIaBIIIL.

void Push();
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UFUNCTION(BlueprintCallable, BlueprintNativeEvent,
meta=(DisplayName = "Push™))

void K2_Push();

void StartSprint();

void StopSprint();

UFUNCTION(BlueprintCallable, Server, Reliable)

void StartSprint_S();

UFUNCTION(BIlueprintCallable, Server, Reliable)

void StopSprint_S();

Meron K2 Push Oyne nepeBuzHaueHuii y OqynpeHTi, Ta Matu Ha3By «Pushy.
Meton «StartSprint S» Ta «StopSprint_S», MOXyTh BUKIUKATUCh Yy OJIyIPEHTI, Ta
OyIlyTh PEIUTIKYBaTUCh Ha cepBep. ToOTO KiIi€HT Oyjie BUKJIUKATH BUKOHAHHS JIOT1KU
Ha cepBepi. 3a 111 HajamTyBaHHs Bianosigae makpoc UFUNCTION [11].

VY metoni «SetupPlayerlnputComponenty» Mmu podumMo NpuB’A3KY BiMIOBIIHOTO
InputAction 1o neBHoro metoxy. OcCh SIK 1€ BUTITISAAE:

EnhancedInputComponent->BindAction(PushAction, ETriggerEvent::Started,
this, &ACyberFCharacter::Push);

EnhancedInputComponent->BindAction(SprintAction, ETriggerEvent::Started,
this, &ACyberFCharacter::StartSprint);

EnhancedInputComponent->BindAction(SprintAction,

ETriggerEvent::Completed, this, &ACyberFCharacter::StopSprint);

2.5.2 Peani3zanis 0iry, BUTPUBAJIOCTI, yIapy no M’ siay

bir peanizoBanuii npocto. Lle 3Buuaiine nepemrkanus OyiaeBoi 3MiHHOI Ta 3MiHa
3HAYEHHS 3MIHHOT MaKCUMaJIbHOI BUAKOCTI. Ko peamnizarii myis 6iry:
void ACyberFCharacter::StartSprint()

{
StartSprint_S();
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void ACyberFCharacter::StopSprint()

{
StopSprint_S();

void ACyberFCharacter::StartSprint_S_Implementation()

{
const float MinTimeToActivate = 1.f;
iIsSprintMode = (SprintTime - UsedSprintTime) > MinTimeToActivate;
if (lisSprintMode) { return; }
GetCharacterMovement()->MaxWalkSpeed = SprintMaxSpeed;

}

void ACyberFCharacter::StopSprint_S_Implementation()

{

if (lisSprintMode) { return; }

iIsSprintMode = false;

GetCharacterMovement()->MaxWalkSpeed = DefaultWalkMaxSpeed;
}

ButpuBanicte Tex Mae mpocTy peamizamiio. besmepepBHo MoxkHa Oiratu 3
cekyHau. BinHoBmtoeTbesa ButpuBaiicts 3 0 1o 100% 3a 2 cexynau. Lli mapametpu
MO>KHA HAJIAIITOBYBAaTH OKpEeMO Yy ONynpuHTi. BuTpaTa 4u BiTHOBIEHHS BUTPUBAJIOCTI
BUKOHYIOTHCSI BUKITIOYHO Ha CTOPOHI CEpBEPY Ta y KOKHOMY Kapi.

Skio kHoMKa /it OIry HATHUCHYTA, TO BUTPUBAIICTh 3MEHITY€EThCA HA PI3HUIIIO
yacy Mix kaapamu. st 60 kaapiB y ceKyHAy 1€ 3HadeHHs Oyae nopiBHtoBatu 0,016

Mc. Konu kHomKa Oiry He HaTUCHYTA, TO B1I0YBA€ThCS BIIHOBJIEHHS BUTPUBAJIOCTI.
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void ACyberFCharacter::Tick(float DeltaSeconds)

{
Super::Tick(DeltaSeconds);

if (GetLocalRole() == ROLE_Authority)

{

if (isSprintMode)

{
UsedSprintTime += DeltaSeconds;
if (SprintTime - UsedSprintTime <= 0)
{

StopSprint();

}

}

else if (UsedSprintTime !'=0)

{

const float TargetFPS = 60;

const float CurrnetFPS = 1 / DeltaSeconds;

const float SprintResumePart =
(TargetSprintResumeValuePerSecond * TargetFPS) / CurrnetFPS;

UsedSprintTime -= SprintResumePart * SprintTime;
UsedSprintTime = FMath::Clamp(UsedSprintTime, O,
UsedSprintTime);
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Push

& Push Ball

< Event Push

< PushBall
7 Add Impulse
++ Cast To BP_Ball

¥ Get Overlapping Actors

Pucynok 2.10 — Peanizanis joriku yaapy mo m’siay

Peanizartis oriku yaapy mo m’siay 3po0JeHa TUTbKH y OTynprHpi Ta 300pakeHa
Ha pucyHky 2.10. Kiient micist oOpoOKu HaTUCKAHHS BIIIOBITHOT KHOIIKH, BIATIPABIISIE
BUKIIMK JIOTIKHM yaapy Ha cepBep. Ha cepmepi e mepeBipka, Yu 3HAXOJUTHCS M’ s
no0JM3y TpaBls 1 SKIIO 3HAXOAUTHCS, TO MPUIAEMO M A4y IMITYJIbC y HAIPSMKY
norisiay Mojeni rpasis. Came MozieNl, a He HAIPSIMKY 30py KaMepH.

[ToBHuii kox 3 kitacy ACyberFCharacte Hamanmii y nogatky A

2.5.3 ®ynkuioHaJbHe NPU3HAYCHHS IHIIMX KJIACIB

[IpoekT TakoX Mae 1HINI KJIacH 3 IIEBHOIO JIOTIKOI, sIKa HEOOXigHa I
MOBHOIIHHOI po00TH Tpu. Hukue HaBeneHuit onuc AesIKUX 3 HUX KJaciB.

Knac «BP_Bally - e nam m’siu. YV HbOMY 3HaXOJIThCA BIJIMOBITHA MOJIETb,
HaJIAIITOBAaHA KOJII31s, YBIMKHEHA peruIiKallis Ta pervIikaiis NepeMIilIeHHs], € JOoriKa
MepEMIIICHHS Ha TOYaTKOBY IMO3HIIIIO.

Knac «BP_Goal» - ie Bopora. Bonu MicTATh crieniaabHU TpUrep, IKUii pearye
Ha TIOTPAIUISIHHS B HBOTO M’siYa Ta KOMIIOHEHT 3 BiIOOpakeHHAM TekcTy. Llei

KOMIIOHEHT BiJoOpakae KiJIbKICTh 3a0MTUX TrojiiB y 1i Bopota. OOpoOKka mnomnaaaHHs
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M’siYa 'y BOpPOTa BUKOHYETHCS Ha cepBepi. 3MiHHA fKa BIANOBITAE 3a PaxyHOK €
PeIUTIKOBaHOI0, TOMY 1110 ii Tpeba CHHXPOHI3YBaTH MIXK CEPBEPOM Ta KIIIEHTaMHU.
Kiac «BP_GameMode» - BianoBiae 3a HaJalmTyBaHHS CTaHIApTHUX KJIACiB Ta
B MOEMY BHWITQJIKy II€ OCHOBHAa CEepBEpHa JIOTiKa. TyT € JIoTika MOYaTKy TpH,
MepeMIIlICHHS Ha MTOYaTKOBI MO3UIII, MOsBa M’ sI4y Ta TPaBIIiB.
Knac «BP_PlayerController» - Tyt 3Haxomuthcsi jorika ctBopeHHs Ul Tta
ompaloBaHHs HaTUCKaHHsS Ha enemeHTH Ul. Y meil kimac s po3MICTUB JIOTIKY:

a) CTBOPEHHS cecii; 0) MOIIyKy cecii; B) MpUeIHAHHS JI0 Cecli.

2.6 Ul Ta peaJizanis miaK/JI0O4YeHHs IPAaBUIiB OAHH J0 OJHOT0

2.6.1 o Take Ul

Iatepdeiic kopuctyBaua (Ul) — 1e CyKyIHICTb BCIX €JIEMEHTIB, IO
JO3BOJISIIOTh  KOPHCTYBAu€Bl B3a€EMOJISATH 3 IPOrpaMor0 ado Tporo. Y KOHTEKCTI
po3poOku irop Ul Biamosimae 3a Te, MO0 rpaBellb MIT JIETKO PO3YMITH, MO
B1JI0YBA€ETHCS B I'i, 1 MpuiMaTH piteHHs. Hukde HaBeieHO OMK1C OCHOBHUX €JIEMEHTIB
Ak Bkimrovae UL

Teker. TekcT BUKOPUCTOBYETHCS JIJIs Tiepeaadl iHpopMarlii rpasifto. Bin Mmoxe
BUKOPHCTOBYBATHUCS JIJIsI TIOSICHCHHS ITPaBUJI TPH, iHOOPMYBaHHS PO CTaH TPaBIs a00
IIPOCTO IS CTBOPEHHS aTMochepu.

IxoHu. [KOHM BUKOPUCTOBYIOTHCS JUIsl IPE/ICTaBIICHH Nii a00 dyHKiii. Bonu
MOXYTb OyTH MPOCTUMHU a00 CKIIAJHUMHU, ajie MOBUHHI OyTH JETrKO 3pO3yMUIMMHU IS
TpaBIIs.

I'padika. ['padika BUKOPUCTOBYETHCS IJIsi CTBOPEHHS MPUBAOIMBOTO Ta
IHTYiTUBHO 3po3yminoro iHTepdeiicy. Bona wmoxe Bxiatouatu B cebe (oHH,
MIEPCOHAXIB Ta 1HII SJIEMEHTH.

Hwxue HaBeaeno onuc npuniumi Ul-nu3aiiny.

BinnoBignictes ninsm. Ul moBuHeH BiAMOBIAATH IIJISAM 1 3aBJAaHHSM Tpu. BiH
MOBUHEH OYTH MPOCTUM Yy BUKOPUCTAHHI Ta 3pO3yMIJIUM ISl TPABIIIB PI3HOTO PIBHSA

JIOCBI]TY.
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Binnosinnicty ctuio. Ul moBuHeH BiamoBimatu cTwito rpu. BiH moBUHEH
rapMOHIMHO BIIMCYBATUCS B 3arajibHy aTMOC(epy Ipu.

EdextuBnicts. Ul moBunen OyTtu edexkTuBHMM Yy mnepenadi iHdopmaiii
rpaBiio. Bid moBuHeH OyTH JETKUM JIJIsl pO3yMIHHS 1 BAKOPUCTaHHS.

Po3podxa Ul — 1ie ckinaanHumii mpoiiec, 1o BUMarae BIyMJIMBOTO IUIAHYBaHHS Ta
nu3aiiny.  Hmkue HaBenmeHi (akTopu  sAKI  IHXKEHEPU-PO3POOHUKH  MOBHHHI
BpPaxoOBYBaTH.

Hini Ta 3aBpanns rpu. Jlns doro mpusHadeHa rpa? Ski ¢yHKIIT MOBUHEH
BuKoHyBatu UI?

HinsoBa aynuropisi. /{151 koro nmpusHayeHa rpa? ki y HUX HaBUUKH Ta TIOCB1]?

TexnoJiorii. SIki TexHOJIOTii OYIyTh BUKOPUCTOBYBATUCA JJII PO3POOKHU rpu?
SIk1 oOMeKEeHHS HAKIIaAaroTh 111 TEXHOJIOT1I?

Yemimuuit Ul-nu3aitn Moxke 3po0uTH Tpy OUIBII 3aXOIUTIOIOUYO0I0 Ta THTYITUBHO
3pO3yMUIOI0 ISl TpaBIiB. BiH MOXXe JOMOMOITH TpaBIsIM JIETKO 3pO3YMITH, MIO

B1JIOYBAETHCS B TPi, 1 IPUIMATH PIlLICHHS, K1 CIPUSIIOThH YCIIXY.

2.6.2 CtBopenns BJjacHoro Ul

CrBopenns Ul y Unreal Engine BinOyBaetbces 3aBasku Unreal Motion Graphics
[12].

Unreal Motion Graphics (UMG) — ne BOynoBana cucrema Ul-nu3aiiny, sika
no3Boysie crBoptoBatu Ul-enemMeHTH 3a JOMOMOrOI0 MNPOCTOTO Y BUKOPHCTAHHI
iHTepdeicy.

UMG — e moTy>kKHuUli 1HCTPYMEHT, SIKHIl J103BOJIsie cCTBOproBaTu ckiaaaai Ul-
1HTEep(eiicu 3 BUKOPUCTAHHSM IIMPOKOTO CIIEKTPY eeMeHTiB. Hikue HaBeeHO onuc
OCHOBHI eJIeMeHTH, skl BKkirouae UMG.

Widget Blueprints — 1ie ocnosa st Bcix Ul-enementie y UMG. BoHu MicTsTh

BC1 BJIACTHUBOCTI Ta MOBEAIHKY €JIEMEHTA.
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Ul Widgets — 1ie ToToBi 1O BUKOPUCTaHHS €JIE€MEHTH, SIKi MOKHA BCTaBJIATH B
Widget Blueprint. Bonu BK/Ir0YalOTh TEKCTOBI1 MOJIs, KHOMKH, TpadidHi eJIeMEHTH Ta
1HII1 €JIEMEHTH.

Layout — 1ie cucrema po3mimieHHs: Ul-eeMeHTiB Ha ekpaHi.

Hwxye naBeneno onuc ocHoBHUX enieMeHTiB Ul, siki MO)kHa BUKOPUCTOBYBAaTH
B Unreal Engine.

Texcr. BukopucroByerbes st mepeaadi iHpopmanii rpasmio. Bin moxe
BUKOPUCTOBYBATHUCS JIJIs1 IOSICHEHHSI TPABUJI IPH, 1HHOPMYBaHHS PO CTaH rpaslis a00
MIPOCTO IS CTBOPEHHS aTMochepu.

Ixonu. BuKoOpucTOBYIOThCS Il TpeacTaBlieHHS niki abo ¢yHkiiii. Bonu
MOXYTb OyTH IPOCTUMHU a00 CKJIATHUMHU, ajie TIOBUHHI OYyTH JIETKO 3pO3yMUIMMHU JIJIs
TpaBIIsl.

I'padika. BuxopuctoByeThCsl NIl CTBOPEHHS MPUBAOIMBOTO Ta 1HTYITUBHO
3po3ymisioro iHTepdeiicy. Bona Moxke BkiItouatu B cede GoHHU, IEPCOHAXKIB Ta 1HIII
€JIEMEHTH.

Kpim ocHOBHUX elleMeHTIB, iICHY€E psii JgojaTkoBux eiaeMeHTiB Ul, ki MokHa
BukopucroByBatu B Unreal Engine. L{i eneMeHTH BKIIOYAIOTh:

- BIJIPKET-KOHTEMHEPH, SIKI BUKOPUCTOBYIOThCS JUIsl 00'€THAHHS JEKUIBKOX
Ul-eneMeHTIB B OIUH;

— claiiepu, SKI BUKOPUCTOBYIOTHCS MJii BUOOpPY 3HAUYEHHS 3 TEBHOTO
Jl1ara3ony;

- nepemMuKadl, ki BAKOPUCTOBYIOThCS 1711 BUOOPY M1k IBOMa 3HAYEHHSIMU;

— PATIOKHOMKY, SIKI BUKOPUCTOBYIOTHCS JUIsl BUOOPY OJTHOTO 3 JEKIIBKOX
3HAYCHB;

- TEKCTOBI TTOJISA, SIKi BUKOPUCTOBYIOTHCS JIJISI BBEICHHS TEKCTY;

— IM's T10JIS1, SIKI BUKOPUCTOBY€ETHCS JIJIs1 BBEJICHHS IMEHI,

— napoJIbHE TOJIE, SIKi BUKOPUCTOBYETHCS JJIs1 BBEICHHS MTapOJIs;

- KHOIIKH, SIKI BUKOPUCTOBYIOThCS JJIsl BAKOHAHHSI TIEBHOT JIii;

— CIIUCKH, SIK1 BUKOPUCTOBYIOTHCS JIJIsl B1IOOpayKEHHSI HAOOPY €JIEMEHTIB;
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- TaOIMIl, SKI BUKOPUCTOBYIOTBHCS JJIsI BIOOpaKeHHs HAOOpYy MaHUX Yy
BUIVISAA1 TaOJIHIL;

- CTPIYKH TPOKPYTKH, $IKI BHUKOPUCTOBYIOTHCS JUIsI BIIOOpaskKeHHS
€JICMEHTIB, SIKI HE BMIIITYIOThCS Ha €KpaHi.

Hnsa peanizanii Ul y mpoekTi Ham 3HamoOnaTbes Taki enemeHTtu: a) Layout;

0) Konreiinep; B) Knomnka; r) TekctoBe mose.

Pucynok 2.11 — Ul y npoexkri

Yeca  ocHoBHa 00poOka HATHUCKAHHS KHOMOK BiIOYBa€eThCs y  KJjaci
«BP_PlayerController». 51 3aBuacHO CTBOPUB KHOTIKH ISl peatizallii miIKIYeHHS 10
rJI00aJIbHOT MEpEki OCKUTBKM Ha 1IboMY (DyHKITIOHANI Oy/ne JOCiKyBaTUCh poOOTa

HITYYHOT'O 1HTEJIEKTY SIK TOMIYHUKA Y PO3pOOIIi.

2.6.3 IlinkJI04YeHHS 110 JIOKAJIbHII Mepeski

JlokanpHa Mepexka (JIM) - 1ie koMIT'roTepHa Mepexa, sika 00'eTHye KOMIT'TOTepH

Ta 1HIII PUCTPOI B MEKAX 0OMexeHoi reorpadiyHoi 00J1acTi, TAKO1 K OJUH OyAUHOK,

OJIHE MPUMIILIEHHS, Y4 HEBEIUKUI Kammyc. L1 Mepexi MOXyTh OyTH CTBOPEH1 3 METOIO
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OOMiIHYy pecypcaMi, TakuX sIK (ailiu, NpUHTEPH, IHTEPHET-3'€HAHHS, a TAaKOX IJIs
pO3ropTaHHs CHUIBHUX cepBiciB. Hux4ue HaBEIEHO OMUC OCHOBHUX XapaKTEPUCTHUK
JIOKAIbHUX MEPEXK.

Po3ramyBanHsi. JlokaJibHI MepexXi OXOIUTIOIOTh HEBEIUKY TEPUTOPIIO,
3a3BHYai B MEKax OJTHOT0 OYJIMHKY, odicy a0o kammycy. BoHu He mepeTHHaI0Th MEXi
00'exTa (HaNpUKIaA: HE BUXOAATH 3a MEXK1 0iCy UM KOMITaHii).

TomoJiorisi. Tomosorist TOKaIbHOT MEpPEXi OMHCYE, K (Hi3ngHO ab0 JIOTIYHO
MIJKITIOYEHI KOMIT'IOTEPU Ta 1HINI MPUCTPOi B I Mepexi. 3arajibHi TOMOJIOTIT
BKJIFOYAIOTh 31pKY, KUIbLIE, JIHIAHY, 1€PEBO, Ta 1HIII.

HIBUAKICTH Ta MPOMYCKHA 31aTHICTB. JIOKanbH1 Mepeki MOXKYTh MAaTH BUCOKY
MIBUJKICTh Tepefadi JaHuX Ta BEJIMKY MPOMYCKHY 3[aTHICTh, OCKIJIBKM BOHHU
IpU3HAYEH1 111 0OMEXEHOr0 Yyucia MPUCTPOiB Ta KOPUCTYBaYiB.

CoinbHuii goctyn 10 pecypciB. ['0JOBHOIO METOIO JIOKaJbHOT MEpPEXi €
3a0e3MeyYeH sl CIIBHOTO JOCTYITYy 0 PEeCypCiB, TaKuX SK (ailim, IpykK, Iporpamu, a
TaKoK 0OMiH 1H(pOpPMAIII€I0 MK KOPUCTYBa4yaMU Ta MPUCTPOSIMHU.

IIporokoan Tta cranaaptu. JlokanbHI Mepexi BUKOPUCTOBYIOTh pi3HI
MPOTOKOJIM Ta CTAaHAAPTH JJI 3a0e3NedYeHHs HaliitHOro oOMiny naHuMu. Hanpuxmnan:
Ethernet € omHUM 13 HAMMOMUPEHIMMX CTAHAAPTIB JIJIs1 TOKATBHUX MEPEXK.

MacmradoBanicTb. JIOKaJIbHI Mepexi MOXKYTh OyTH MaclITaDOBAHUMM, ajie
3a3BUYAi 1X po3mipu oOMexeH1 reorpadiyHoro oOsmacTio. J[jIs BEIUKUX TEPUTOPIM
BUKOPHCTOBYIOTHCS 1HIII TUIIM MEPEX, TaKl sk po3ramykeHa mepexa (WAN).

JlokanbH1 Mepexi MOXXYTh BHKOPHCTOBYBATHCS B JIOMAllHbOMY OTOYEHHI, B
odicax, HaBYAIBHUX 3aKJIaJlax Ta IHIIMX YCTAaHOBAaX JJisi 3a0e3MeueHHs 3pYy4dHOl

KOMYHIKaIlii Ta 0OMiHY pecypcaMu.
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© CreateL ANSession

7 Open Level (by Name)

© FindLANSession

Pucynok 2.13 — Peanizauisi CTBOpeHHS Ta MiAKJIIOYEHHA 10 cecil.

3a 3amoBuyBaHHAM y Unreal Engine BukopuctoByeThest Online Subsystem Null,
AKa AKpa3 1 CTBOPIOE 1IPOBI CECil y JOKaNbHIN Mepexkl. 3BICHO SKIIO MAaTH CTAaTUYHY
IP anpecy, abo BualIeHHI cepBep, TO MOXKHA IMiJl €IHATUCh HarpsMy. Peamizaris
N1JKJIFOYEHHS BUKOHAHA y OJIylIpeHTI Ta 300pakeHa Ha pUCYHKY 2.13. Jljig cTBOpeHHs,

NOIIYKY Ta IPUETHAHHS BUKOPUCTOBYIO «HOJIW» SIK1 ICHYIOTh Y PYILIIO.

2.7 Anaai3 immiemenrtauii creoperns cecii OSS EOS

OSS EOS nmae MOXIMBICTH TpaTd uepe3 JIOKabHYy Mepexy. Hapaszi mwu
BukopuctoByeMo OSS NULL 1110 103B0JIsSIE€ TpaTH Yyepe3 JOKaIbHY MEPEXKY, a00 KO0
MaeMo BUAUICHUH cepBep. Peamizamiro miakmroueHHs yepe3 OSS EOS 6yne 3po6iaeHo
y HACTYIIHOMY PO3/IJI1, a 3apa3 MpoaHali3yeMO IMIUIEMEHTAIIlI0 cTBOpeHHS cecli OSS
EOS.

Bignosimaneauii Meton 3a 1e: FOnlineSessionEOS::CreateSession, BiH
npuiimMae 1i1eHTU(IKaTop KOPUCTyBaya, iM’sl cecii, Ta HaJlallITyBaHH Cecii.

FNamedOnlineSession* Session = GetNamedSession(SessionName);
if (Session == nullptr){

if (IsRunningDedicatedServer() | EOSSubsystem->UserManager-
>GetLoginStatus(HostingPlayerNum) >= ELoginStatus::UsingLocalProfile)
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{.. )}

[TepmiiM KpoKOM iijie TiepeBipKa YW BXKE€ CTBOPEHA Cecisl, ePeBIPSAEThC 3a
IM’sIM, SIKIIIO Hi, TO JaJii MePeBIpSIEThCS YU aBTOpU3yBaBcs rpasellb 10 cuctemu EOS,
a 00 4M 11e BUAUICHUN cepBep.

Jlami iije CTBOpeHHS eK3eMIUIIpy Kiacy cecii, ska 30epirae iM’sa Ta
HanamTyBaHHA. OHOBIIIOIOTHCS JIaHHI 3 TIEPEITAHOTO APTYMEHTY (DYHKIIII.

Session = AddNamedSession(SessionName, NewSessionSettings);

check(Session);

Session->SessionState = EOnlineSessionState: :Creating;

Session->0OwningUserld = EOSSubsystem->UserManager-
>GetUniquePlayerld(HostingPlayerNum);

Session->0OwningUserName = EOSSubsystem->UserManager-
>GetPlayerNickname(HostingPlayerNum);

Session->NumOpenPrivateConnections =
NewSessionSettings.NumPrivateConnections;

Session->NumOpenPublicConnections =
NewSessionSettings.NumPublicConnections;

Session->HostingPlayerNum = HostingPlayerNum;

Session->SessionSettings.BuildUniqueld = GetBuildUniqueld();

Jlo cecii nomaerbcst 1M’ KOpHUCTyBaya, HOro ineHTudikarop, skuii Oyne
11eHTr(IKaTOPOM cecii Ta Bepcis 310paHoi rpu. 30epiratu Bepcito rpu NoTpioHo, 1100
YHUKHYTH KOH(QIIKTIB 13 PI3HOIO KOJOBOK 0a30t0, a0 0a3010 KOHTEHTY, 00 XTOCh
MO>Ke TpaTH Ha HOBIIIINA BEPCii, e € CYTTEB1 3MIHM MO KOMY 1 11€ MOKE€ MPU3BECTH 10
HCIIPUEMHHNX ITIOMHIIOK.

Hactynaum kpokom Hjie nepeBipka 4u 11e Oy/e y JOKaIbHIN MEpEeXH 4M Hi, Ta
CTBOPIOBATH CeCil0 4M J100l. B 3amexHOCTI BiJl TEepeBIPKH, BUKJIMKAIOTHCS TEBHI
METOJU JJIsI CTBOPEHHS. Pe3ynbTar nepeBipok 3ajeXuTh BiJl HaJAITyBaHb CecCli, SKi
NEepPealoThCsl APrYMEHTOM JI0 BHUKJIUKY METOQy. Y MOEMY IpOEKTI He Oyne
BUKOPHCTOBYBATUCH JIOKajdbHA Mepexka mpu Bukopuctadni OSS EOS Takox He Oyne

BUKOPUCTOBYBATUCH CTBOPEHHSI JIOO1.
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If (INewSessionSettings.bIsLANMatch)

{
if (Session->SessionSettings.bUseLobbiesIfAvailable)
{
Result = CreateLobbySession(HostingPlayerNum, Session);
} else {
Result = CreateEOSSession(HostingPlayerNum, Session);}
} else {

Result = CreateLANSession(HostingPlayerNum, Session);}

V¥ FOnlineSessionEOS::CreateEOSSession iie agantyBaHHs Ta NEPEHECEHHS
3Ha4YE€Hb HaJIAIITYyBaHb 3 pyuIito g0 010mioTeku EOS Ta e cTBOpeHHS cecii NIsTXoM
BUKIIMKY QyHKIIT 3 010mioTexu «EOS_Sessions CreateSessionModificationy.

EOS_Bool bPresenceEnabled = EOS_FALSE;

bPresenceEnabled = (Session->SessionSettings.bUsesPresence ||

Session->SessionSettings.bAllowJoinViaPresence ||

Session->SessionSettings.bAllowJoinViaPresenceFriendsOnly ||

Session->SessionSettings.bAllowlInvites) ? EOS TRUE : EOS_FALSE;

FSessionCreateOptions Options(TCHAR_TO_UTF8(*Session-
>SessionName.ToString()));

Options.MaxPlayers = Session->SessionSettings.NumPrivateConnections +
Session->SessionSettings.NumPublicConnections;

Options.LocalUserld = EOSSubsystem->UserManager-
>GetLocalProductUserld(HostingPlayerNum);

Options.bPresenceEnabled = bPresenceEnabled;

const auto BucketldUtf8 = StringCast<UTF8CHAR>(*GetBucketld(Session-
>SessionSettings));

Options.Bucketld = (const char*)BucketldUtf8.Get();
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EOS_EResult ResultCode =
EOS_Sessions_CreateSessionModification(EOSSubsystem->SessionsHandle,
&Options, &SessionModHandle);

Jlani, micnst CTBOPEHHS, /1€ BCTAHOBJICHHS a/IpECH CepBepy (XOCTY) y cucremi

cepsiciB EOS.
FName NetDriverName = GetDefault<UNetDriverEOS>()->NetDriverName;
FinternetAddrEOS TempAddr(LexToString(Options.LocalUserld),

NetDriverName.ToString(), GetTypeHash(NetDriverName.ToString()));
HostAddr = TempAddr.ToString(true);
char HostAddrAnsi[EOS_OSS_STRING_BUFFER_LENGTH];
FCStringAnsi::Strncpy(HostAddrAnsi, TCHAR_TO_UTF8(*HostAddr),
EOS 0SS _STRING_BUFFER_LENGTH);

EOS_SessionModification_SetHostAddressOptions HostOptions = { };
HostOptions.ApiVersion = 1;
UE_EOS_CHECK_API_MISMATCH(EOS_SESSIONMODIFICATION_SETH
OSTADDRESS_API_LATEST, 1);
HostOptions.HostAddress = HostAddrAnsi;
EOS_EResult HostResult =
EOS_SessionModification _SetHostAddress(SessionModHandle, &HostOptions);
OcTaHHIM KPOKOM iJie OHOBJIEHHS JaHUX PO CECiio, Ha IIbOMY eTarli 1ie Oyze
BCTAHOBJICHHS BIJICYTHIX JaHUX, TaKl K MakCUMallbHa KUIbKICTh TpaBIliB. L1 maHHi
OHOBITIOIOTKCS Ha cepBepax cepriciB EOS.
SetPermissionLevel(SessionModHandle, Session);
SetMaxPlayers(SessionModHandle, Session);
SetInvitesAllowed(SessionModHandle, Session);
SetJoinInProgress(SessionModHandle, Session);
SetAttributes(SessionModHandle, Session);
EOS_Sessions_UpdateSessionOptions CreateOptions = { };
CreateOptions.ApiVersion = 1;
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UE _EOS CHECK_API_MISMATCH(EOS_SESSIONS UPDATESESSION_A
Pl_LATEST, 1);

CreateOptions.SessionModificationHandle = SessionModHandle;

EOS_Sessions_UpdateSession(EOSSubsystem->SessionsHandle,
&CreateOptions, Callback, Callback->GetCallbackPtr());

EOS_SessionModification_Release(SessionModHandle);

OTxe MeTo peaizallisi METOAY CTBOPEHHSI CeCii He TPOCTO CTBOPIOE CECitO0, a i
pOOUTH TIEBHI HANAIITYBaHHS Ta aJanTyBaHHS JaHUX. [[aHHI Mpo HajamTyBaHHS cecii
BIJIIIPaBIstOTHCS Ha cepBepu EOS nie Oy1yTh BUKOPUCTOBYBATUCH JJIS MIOLIYKY CECIil,

Ta HAJICWJIATUCS TPpaBleBl (KJIIEHTY), HA 3aUT MPO MOIIYK Cecli.
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3 JOCIIAXKEHHSA POBOTU HITYUYHOI'O IHTEJIEKTY
3.1 Onuc mpodseM Ta CcueHApilB e MOXKHA BHKOPHCTATH INTYYHHH
iHTeJIEKT mpu po3poodui

3.1.1 OcHoOBHA ULJIb JOCIIIKEeHHSA

OCHOBHOIO IIIJIF0 BUKOPUCTAHHS IITYYHOTO 1HTENEKTY € CKOPOYEHHS 4acy Ha
nomryk iHdopmaii, Bianosiai Ha 3anuTanHs. Unreal Engine € GaratoMomyibHOIO
MIPOTPaMOI0 3 BEJIMKOIO KUTBKICTIO KJIACiB Ta MOMJIMBOCTAMH. ToMy iHpopMmarlii Ky
Tpebda 3HaTH Ui BAAJIOT pOOOTH 13 pyIIieM MOTPiOHO Oararo. Ane He ycs 1HpopMalisd
noTpiOHA 3aBk M, 00 MOTPIOHO BUBYMTH SIKUICh HOBUM 1HCTpYMeHT, Tomy LI Oyxe
KOPUCHUM y BUBYEH1 YOIOCh HOBOTO 200 Y BIJTHOBJICHI CTApUX 3HAHb.

A maro Ha meti gocmigutu gk ['IHI BnopaeThcs 13 HamMCaHHSIM KOIy Ta
HaIMMCaHHAM 1HCTPYKIIIi 3 iHTerparii Online Subsystem EOS.

Online Subsystem EOS — me murarin g Unreal Engine, sikuii 103BoJIsiE
pO3poOHUKaM Irop oJaBaTH OHJIAWH-(DYHKI[IOHAJIBHOCTI B CBOi mpoekTH. [lmarin
HIATPUMYE ITUPOKUM CTIEKTP PYHKIIIN, HI)KUE HABEIEHO MPUKIIAJ JSSTKUX (DYHKIIIH.

PeecTpanisa Ta BXia rpasuiB. [lnarin 103Bojsie TpaBLsSIM peecTpyBaTHCS Ta
BXOJIUTU B TPy 3a JOMOMOTOI0 00JikoBUX 3amuciB: a) Epic Games; 6) Xbox Live; B)
PlayStation Network a6o Oyab-siKoi iHIIIOT MATPUMYBaHOT TIaTHOPMHU.

CuoinkyBanHs rpasuiB. [lnariH 103BoJsie TpaBUsSM CIHUIKYBAaTUCS OAWH 3
OJIHUM 3a JIOMOMOTOI0 TEKCTOBOTO YaTy, TOJI0OCOBOTO YaTy Ta 1HIIUX 3aC001B.

I'pa misk naargpopmamm. Ilnarin miarpumye rpy MK miaaThopMamu, IO
JTO3BOJISIE TPABIISAM 3 PI3HUX IIATHOPM TpaTH pa3oM.

Cepgepa. [1narin 103BoJIsI€ pO3pOOHUKAM CTBOPIOBATH Ta KEPYBAaTU BIACHUMH
cepBepaMH JIJIsi CBOIX 1rop.

Online Subsystem EOS € moTyXHUM IHCTPYMEHTOM, SIKH MOXE JOTIOMOTTH
pO3poOHUKaM 1rop J0JaTh OHJIAH-(QYHKLIOHAJIBHOCTI B CBOi MpoeKkTH 0e3
HEOOX1THOCTI TMCcAaTH BiIacHUM Koj. Hukue HaBeseH1 esiki 3 mepeBar BUKOPUCTAHHS

Online Subsystem EOS.
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JlerkicTs BUkopucTanns. [1narin npocTuii y BAKOPUCTaHHI Ta HE BUMArae Bij
PO3pOOHHMKIB irOp 3HAHB PO MEPEKEBE MPOTPAMyBaHHSI.

IIupoxuii cnekTp pyHkuiii. [Inarin miaTpuUMy€e MUPOKUN CIEKTP (PYHKIIIMH,
110 JI03BOJISIE PO3POOHUKAM ITOp CTBOPIOBATH MOBHO(YHKITIOHAIbHI OHJIAHH-1TPH.

HinTpumka wmixxk miaargopmuoi rpu. Ilnarin miaTpumye T1py MK
wiatopmMamu, 110 JO3BOJISIE TPABILIM 3 PI3HUX MIATPOPM IpaT pa3oM.

Online Subsystem EOS neBimminno Bifg Online Subsystem Null go3Bossie
CTBOPIOBATH Ta IIIyKaTH cecii uepe3 riiodansHy Mepexy. 1o mae 3smory rpaBism rpatu
y TPy KOJIM BOHU (PI3UYHO 3HAXOAATHCS Y PI3HUX MICUAX, P13H1 IHTEPHET NPOBANUJIEPH.

st moBHOMiHHOT po6otu Online Subsystem EOS TpebGa 3poOutu TmeBHi
HaJallITyBaHHs, Ta BUKOpUCTOBYBaTH C++ KOJ Ha BIJAMIHO BiJf TOTO SIK 3pOOJIEHO

IPUETHAHHS 110 JIOKAJIbHIN Mepexi yepe3 ONyHpUHT JIOTIKY.

3.1.2 Jle me Ta sk MoxkHa BUKopucropyBatu LI

3 TOYKM 30py MNpOrpamMyBaHHS TE€HEPATUBHUN IUTYYHUH IHTEIEKT MOXKHA
BUKOPHUCTOBYBATH JIJIS:

— THCTPYKIIiH 13 YBIMKHEHHS PETUTIKAIl, CTBOPEHHS PETUTIKAIlIHHUX TOI1H
(y TOMy BUIAJKy KOJIU pO3pOOHHMK 3 L[IM HE MPAIIOBAB HIKOJIN);

— MOIIYKY BiAMOBI/II HA MUTAHHS, YOMY SIKHMIICh 00’ €KT HE CHHXPOHI3YEThCS;

— JUTSI TIOITYKY BIATOBiIEH HA MpoOIeMH pU CUHXPOHI3AITT JIOTIKH;

— CKJIaJIaHHsI TIEBHUX (popMyI1, a00 po3’ssCHEHHS (PopMyIL.

Ile mpukiiagu K1 CTOCYIOTBCSI CaM€ MPOEKTY KU PO3po0sieHnid y 21 YaCTHHI.
BapiaHTiB 111 BUKOpUCTAHHS 3HAYHO O1JIbIIIE, HATTPUKJIIAI!

— nepepoOIeHHs KOy 3 OJJHIET MOBU ITPOrpaMyBaHHs Ha 1HIILY;

— TeHEpPYBaHHSA KOJy, HAlIMCAHHSA aJTOPUTMY;

- ONTUMI3aIlis KOAY.

VY 1Hmux cdepax reHepaTUBHUN IITYYHUI 1HTEIEKT MOXKHAa BUKOPHUCTOBYBAaTH
TUTST:

— CTBOPEHHS 300paKe€Hb 3 KOHIIEMIII€I0 Tpi (Art);
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— CTBOPEHHS TEKCTYD;
— CTBOPEHHS JT1aJIOT'1B;

— HaIMCaHHS CIICHAPIIO;

— CTBOPCHHS 3BYKiB, 03ByYCHHS,

— MepeKJIaJl Ha 1HII MOBH.

3.2 BukopucTaHHS IITYYHOI'O iHTEJEKTY IS HANMCAHHA KOAY peaJsizamii
MiIKJII0YEHHS TPABIiB OJAMH /10 OJTHOT0

3.2.1 Lo Tpeda 3poduTH

[lepm HDX ToOYaTH AOCTIIKEHHS, Tpeba pPO3yMiTH Te MO0 OyIeMO BBa)XKaTH
BJAJIUM KIHUEBUM pe3yinbTaroM. Skmo 3amaBatu nutanHs [Tl ta BupimryBatu
npobieMy y cdepi 3 KOO IIe HE IpalfoBaB, TO Ii¢ OyJe BUPIIIEHHS IpoOIeMH
METOI0OM MPOO TO MOMUIIOK. OCKUIBKY sl Mato JocBi poootu 3 Online Subsystem EOS,
TO MOKY BU3HAUUTHU KIHIICBUH pe3yJIbTar.

Tox, mo6 y rpi 3anpamroBana Online Subsystem EOS notpi6Ho:

— 3pOOHTH MEBHI HANALITYBaHHS IPOEKTY;

— M1TUCATUCS HA 3BOPOTHIM BUKJIUK y pa3l BUKOHaHHS MeTofiB 3 OSS;

— 3poOuTH METOA JIJIsl aBTopu3ailii y cuctemy EOS;

— 3pOOHMTH METOIH JJIsl CTBOPEHHS CECii, TIONTyKY, MPUETHAHHS;

— 3pobuTH 00pOOKY 3BOPOTHUX BHUKIHWKIB, Ha CTBOPEHHS, TMOIIYK Ta

IpHUEIHAHHS.

3.2.2 'eHepaTUBHUM IITYYHUI IHTEJEKT

Jlnis renepyBanHs Koy OyayTh BukopuctoByBatuch ChatGPT ta Bapn (Bard).
[TepeBaxkxno ChatGPT.

ChatGPT - e Momens 00poOkH TpuUpoHOT MOBH, sIKy po3poduB OpenAl Ha
ocaoBi apxitektypu GPT (Generative Pre-trained Transformer). GPT e cepieto

MoJiesield, TMPU3HAYEHUX [UIsl BHUPILIEHHS 3aBJaHb 3 OOpOOKM MNPUPOIHOI MOBH.



68

"ChatGPT" 3a3Buyail BKka3zye Ha KOHKpPETHY BEpCII0 MOJEINi, CIPOEKTOBAHY s
B3a€EMO/IiT 3 KOPUCTYyBa4yaMH 4epe3 yaT a0o 1HII TEKCTOB1 BBOIU.

[ls Momenb HaBYAETHCA HAa BEIMYE3HUX OOCATAX TEKCTOBUX JAHUX 1 MOXKE
reHepyBaTH TEKCT, BIANOBIAAIOUM HA 3amuTaHHs, (OPMYIIOBaTH BIATYKH Ta
BUKOHYBAaTH PI3HI 3aBJIaHHS, IOB'SI3aHI 3 MOBJICHHEBOIO 00poOKor0. Bona Mmoke
BUKOPHCTOBYBATHUCS JJIsi CTBOPEHHS 4aT-00TIB, aCUCTEHTIB 1 AJIS1 BUPIIMICHHS PI3HUX
3aBIaHb B chepi 00poOKH MPUPOTHOT MOBH.

bapn — 1ue Benumka MOBHa MOJIEb, TaKOX BIAOMA SIK PO3MOBHUM IITYYHUUN
1HTENEeKT abo 4aT-00T, HaBYeHWl OyTHM 1H()OPMATUBHUM 1 BCEOCSHKHMM. bapn
HABUCHUN Ha BEJIMYE3HIM KUIBKOCTI TEKCTOBHX JaHMX 1 MOXE CIJIKYBaTHCS Ta
reHepyBaTH TEKCT, MOAIOHUI [0 JIOACBKOrO, Y BIAMNOBIAb HA IIUPOKUNA CHEKTP
NiAKa30K 1 3anuTanb. Hanpuknan: bapa moxe HagaBatu pe3tome GaKTUYHUX TEM a0o
cTBOproBatu ictopii. bapn Bce 1e nepedyBae B po3poOili, ajie HABYUBCS BUKOHYBATU
OaraTo BHIIB 3aBJaHb.

bapn € moTy>kHUM 1HCTPYMEHTOM, SIKMI MO>KHA BUKOPHUCTOBYBATH JJIsI PI3HUX
uinei. Hanpukian: iloro Mo>kHa BUKOPUCTOBYBATH JUJISI:

— HA/IaHHA 3arajbHOT0 OISy (QAaKTUIHHUX TEM;

— TBOPEHHS 1CTOPIH;

— NepeKIIaj] MOB;

— HANMCaHHA PI3HUX BUJIIB TBOPUOT'O KOHTEHTY;

— BIJINOBIJIl Ha Balll 3amuTaHHA B 1H(QOPMATUBHOMY Ta BCEOIYHOMY
MOPSKY.

Bapn nocTiitHO BJOCKOHAIOETHCS, 1 1 B HETEPIIHHI 13HATHUCS, 1110 BIH 3MOXKE

poOUTH B MailOyTHHOMY.

3.2.3 I'eHepyBaHHS KOAY

VY upomy miaposain O0yae Hamano koa sikuit 3renepysa 'L Orsig Ta ananis

Binnosinei [ Ta 3renepoBanoro koxay Oyae HagaHo y miaposaim 3. Ciaig po3yMiTu

10 TeHEPATUBHUM IITYYHUN THTENEKT — 1€ IONOMIKHUI IHCTPYMEHT, a HE BUPIILICHHS
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npo6sieM. ToMy 1 CTaBUTUCH 10 HOT'O MOTPIOHO BIAMOBIAHO Ta PO3YMITH IIO BIAMOBIII
MOXYTb Oy HE TOUHUMH, MATU TOMUJIKH.

VYBech KoJ KU HagaHuW y nboMy mipo3/auii € 3renepoBanuid ['II. TToBHwmit
KOJ 13 MOIMH KOPEKTHMBaMH MOXHa 3HaTu y nmonmatky b. Lleit kox, me peamizaris
dbyukIii gxi BukiukaoTbes 3 BP PlayerController, siki y cBoro uepry cnpaiboByIOTh
Ipu HATHCKaHHI BiAnoBiAHUX KHOMOK y Ul sikuit 6yB cTBOpeHuU# y po3auii 2, miAMyHKT
2.6.2.

OuikyBaHMil pe3ysNbTaT Ha 3alUT NPO MIANKCAHHS HAa 3BOPOTHINA BUKIIHUK:
3reHepoBaHui KoJ, sikuil yepe3 iHTepderic OSS poOuTh nepeamiaty Ha 3BOPOTHIM
BUKJIMK TIOJI1H, /ISl CTBOPEHHS CeCli, MONIYKY Ta MIPUETHAHHS.

Miii 3anuT: «BIAMOBIAAN TUIBKK YKpaiHCHKOIO MOBOIO. [loTpiOHO 3renepyBaTu
kon s UES nng mepenmnatu Ha neneratd B Online subsystem: cTBOpeHHs cecli,
MOIIIYK cecii, MPUETHAHHS CECli».

3reHepoBaHui KOJ:

«// llionucka na oenecam cmeopenns cecii

OnlineSessioninterface-
>0nCreateSessionCompleteDelegates.AddUODbject(this,
&YourClass::OnCreateSessionComplete);

// Ilionucka Ha denecam nowtyky ceciu

OnlineSessioninterface-
>0nFindSessionsCompleteDelegates.AddUObject(this,
&YourClass::OnFindSessionsComplete);

// Ilionucka na oenecam npueoHamnus 0o cecii

OnlineSessioninterface->0OnJoinSessionCompleteDelegates.AddUODbject(this,
&YourClass::OnJoinSessionComplete); »

Takox BiH 3poOUB 06a30By TeHepalliro 00pooku noiid. Tam Hemae HiIKO JOTIKH
00 sl HE BKa3yBaB KOHTEKCT U 4Oro s Xouy. /[0 00poOKH 111e TOBEPHEMOCH 3Tr0JIOM.

OuikyBaHHUii pe3yJIbTAT Ha 3aMUT PO CTBOPEHHS CECIi: 3reHEPOBAHUN KO, IKHI
yepe3 iHTepdeiic OSS crBoproe cecito. Takox peamizaiiis (yHKIT 3BOPOTHOTO

BUKJIMKY, SIKA y pa3i YCHIIIHOTO CTBOPEHHS MEPEMIIIY€E IPaBlsl HA IEBHY MaIy.



70

Miit 3anut: «Unreal engine Online Subsysem. [ToTpiGen meToa cTBopeHHS cecii
EOSCreateSession, npu ycHmiurHOMY CTBOpPEHHI cecii MOTpiOHO MepelTH Ha KapTy
"Map1"».

3reHepoBaHuM KOA:

Il Dynxyis ons cmeopenns cecii

void YourGameSessionClass::CreateSession()

{

IOnlineSessionPtr Sessioninterface = GetOnlineSessionlInterface();

if (SessionInterface.lsValid())

{

// Buxopucmosyiime eawi napamempu 0131 cmeopeHus cecii (im's cecii,
KLIbKicmb 2pasyis i m.o.)

FOnlineSessionSettings SessionSettings;

SessionSettings.bIsSLANMatch = false;

SessionSettings.NumPublicConnections = 4;

SessionSettings.bShouldAdvertise = true;

// Hooaiime inwi nanawmyeauHs cecii 3a nompeobu

// Cmeopenns cecii

Sessioninterface->CreateSession(0, NAME_(GameSession,

SessionSettings);

}
}
// ObpobHuK denecama niciisi CM8OPeHH s cecii
void YourGameSessionClass::OnCreateSessionComplete(FName

SessionName, bool bWasSuccessful)

{
if (bWasSuccessful)

{

// Cecis ycniwHo cmeopena, menep 8U Modjiceme Nepexooumu Ha iHuLy

Kapmy
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// Hanpuxnao, suxopucmosyiime AGameModeBase ons 3minu kapmu

AGameModeBase* GameMode = GetWorld()->GetAuthGameMode();

if (GameMode)
{
FString MapName = "Mapl"; // 3aminimo Ha gpaxmuyne im'a eauioi
Kapmu
GameMode->TravelToMap(MapName);
}
}
}

OuikyBaHUi pe3yJbTaT HA 3aMUT MPO MOIIYK CECli: 3reHEpPOBaHUM KO, KU
yepes inTepdeiic OSS mykae ceciro. Takox peanizaiis GyHKIT 3BOPOTHOTO BUKIIUKY,
sKa y pa3i yCHIIITHOTO MOUITyKY, BUKIMKae yepe3 OSS (yHKIIito mpueaHanHs 10 cecii.

Miii 3anut: «Merton mnomyky cecli. Ilpu ycmimHoMy 3HaxoJKEHH1 cecii
MOTPIOHO MPUETHATHUCS A0 HET 1 IEPEHTH Ha KapTy».

3reHepoBaHui KOJI:

// DyHKYis 01 nowlyKy ceciu

void YourGameSessionClass::FindSessions()

{

IOnlineSessionPtr Sessioninterface = GetOnlineSessioninterface();
if (Sessioninterface.IsValid())
{
// Buxopucmosyiime eawi napamempu 0 NOWLyKy cecii (Hanpuxuao,
MAKCUMANbHA KITbKICMb cecill, inui (pinompu i m. 0.)
SessionSearch = MakeShareable(new FOnlineSessionSearch());
// Iniyianizayis napamempie nowyky (aKkuyo nompiouo)
I/ SessionSearch->blsLanQuery = false;
I/ SessionSearch->MaxSearchResults = 10;
// Tlowyxk ceciii

Sessionlnterface->FindSessions(0, SessionSearch.ToSharedRef());
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}

3reHepoBaHui KO 1)1l MiAKIIOUEHHS 10 3HANIeHO1 cecii:
// ObpobHux denecama nicisn 3a6epuileHHs NOULYKY cecitl
void YourGameSessionClass::OnFindSessionsComplete(bool bWasSuccessful)

{
iIf (bWasSuccessful)

{

// Tlowyk cecitl 3a8epuieHo YCniwHo, menep 8u Moxceme npueOHamucs 00
BHAUOEHUX cecill

TArray<FOnlineSessionSearchResult> SearchResults = SessionSearch-
>SearchResults;

if (SearchResults.Num() > 0)

{

// Obupaemo neputy 3HatideHy ceciio, ane 8u modceme sudOpamu ceciio
810N0BIOHO 00 8AULOL 102IKU
FOnlineSessionSearchResult& SearchResult = SearchResults[0];
IOnlineSessionPtr Sessioninterface = GetOnlineSessioninterface();
if (Sessioninterface.IsValid())
{
// [Ipueonannus oo cecii
Sessionlnterface->JoinSession(0, NAME_GameSession,

SearchResult);

}

}

OuikyBaHHUii pe3yJIbTaT Ha 3aMUT PO 00poOKyY MOI1i yCHIIIHOTO MPUETHAHHS J10
cecii: 3reHepoBaHUIl KO/, KU y pa3l yCHIIIHOTO NpPUETHAHHS, 3aBaHTaXKy€e TpaBLsd

(kieHTa) 10 cepBepa.
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Miit 3anuT: «Koa, konu npueaHanHs 0 cecii ycmiliHe, ToTpiOHO mepeiT Ha
KapTy».

3reHepoBaHuil KO

// ObpobHuk denecama nicis NPUEOHAHHS 00 cecii

void YourGameSessionClass::OnJoinSessionComplete(FName SessionName,

EOnJoinSessionCompleteResult:: Type Result)

{
If (Result == EOnJoinSessionCompleteResult::Success)
{
// [Ipuednanns do cecii ycniwine, menep 8u mModyxceme nepexooumu Ha iHuLy
Kapmy
// Hanpuknao, suxopucmatime AGameModeBase 0ns 3minu kapmu
AGameModeBase* GameMode = GetWorld()->GetAuthGameMode();
if (GameMode)
{
FString MapName = "Mapl"; // 3aminimo Ha gaxmuyne im'a eawioi
Kapmu
GameMode->ServerTravel(MapName);
}
}
}

Orxe B 1ioMy reHepaTuBHUM mTydHuid iHTenekT (ChatGPT), Bnopascs 13
3a/layero Mo TeHepaili koay. BiH 3reHepyBaB 3arajibHUN KOjA, pOOMB B HBOMY
MOSICHIOBAJIbHI KOMEHTapi. Tak, me KoJl MOKHa MEPEHECTH 10 MPOEKTY, aje Moro
TPIIKK TOTPiOHO Oyje ajmanTyBaTH, aJkKe 1€ 3T€HEPOBAHO SK MPHUKIAM, a HE T

KOHKPETHUH MTPOEKT.
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ACyberFPlayerController: :EOSCreateSession()
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ACyberFPlayerController: :EOSFindSession()
f (055 1=
I0nlineSessionPtr Session = 055->GetSessionInterface()
if (!SessionSearch.Isvalid())
{
SessionSearch = MakeShareable(new FOnlineSessionSearch);

» EOnlineComparisonOp::Type::Equals);

Session-»FindSessions (@, SessionSearch.ToSharedRef());

Pucynok 3.1 - Koa asist cTBOpeHHs1 Ta OLIYKY cecil

Ha pucynky 3.1 HagaHO KOJ SIKHil € y IPOEKTI JIJIsl CTBOPEHHSI Ta MOIIYKY CecCli.
Bin 0a3zyerbcsa Ha BinnoBiaax 'L, ane nepepobnenuit 3a MoimMu BrogoOaHHsIMU. S
PO3IIMPUB MapaMeTpH JJIsl CTBOPEHHS Ta I mowyky cecli. [ToBHMI ko HagaHo y

IoaaTKky b.

3.3 AHaJji3 BianmoBizeil MITY4YHOro iHTEJEKTY HA MP00JeMH SIKIi BUHHUKJIH
NPH PO3poodLi MPOEKTY

3.3.1 Anaui3 Bianosigeii Ha 3anuTanHa npo niakawdeHHs OSS EOS

[lepm HiXX MOYaTH reHEPYBAaHHS KOy, Tpeba OyJo HajalTyBaTU MPOEKT Ta

mwiarid Online Subsystem EOS. ChatGPT noBHOIIIHHO 13 3alIUTOM HE CIpaBUBCS, 00 B
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fioro 6a3i HeMae HOBUX JaHUX. Y CBOiX 3amuTax s mo3Hauas 1o 1e 11a Unreal Engine
5. UE 5 3’saBuBHBCS HE Ay>Ke€ JaBHO, ajie BCE K TaKU paHilIe HiK OCTAHHE OHOBJICHHS
0a3u ganux ['II. Tum made mo pymrid Ta 1miariH OHOBIIOIOTBCA Ta MOXYTh OyaH
cnenudivHi CleHapii, TO AyKe€ BaXXKO CPOpPMYIIOBATH MOBHOLIHHY 1HCTPYKLIIO.
bazoBy 3aranpny iHcTpyKuito ['III HamaB, Takox y Hiil OyJIM MOCUJIAHHS Ha PEeCypCH.
B uinoMy amsi ToO4aTKOBOTO PO3YMIHHS LBOTO MOXE OyTH JIOCTaTHBO, ajie BCE OIHO
TpeOa 3HaXOUTH BIAMOBITHY JOKYMEHTAIlII0 Ta pOOUTH BIMOBIIHO HEI.

Orxe wmiit 3anut OyB Takum: «Unreal engine online subsystem eos. Sk
nigkmoounty. Binnosine 'L 300paxeno Ha pucyHky 3.2. S 3a0yB HajaTtu meBHI
HaJAIITyBaHHS 3 MOBH, TOMY MOBa BiIPi3HAETHCA.

Oynkiionan 'L 3anexuts Bijx 6a3u TaHUX Ha K01 BIH HABYABCS, YepIIa€ JIaHHI
JUISL BIANOBIEW. 3aBASKM I1HTEPHETY, AOCTYI JI0 JAaHUX CTaB MPOCTIIIUH, aje 1
KUIbKICTh 1H(opMarii 3HauyHo 3pocia. ChatGPT He Mae SKOroch KOHKPETHOIO
LIJIECIIPSIMYBaHHS, BIH OXOIUIIOE Pi3H1 00J1acTi Ta chepu AISIILHOCTI IIOAUHU. ToMy HE
JIMBHO 1110 Y CBITI Jie 6arato pi3HOMaHITHOI, cierudiyHoi iHpopMaIlli, ska MOCTIIHO

3pocTae, He BUCTa4Ya€ HOBUX JaHUX y 0a3i quaHuX ['IHI.
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ChatGPT

Ha MoMeHT okoHUaHKMA Moero nocneAHero obHoBNeHWA B AHBape 2022 roaa He cyllecTByeT
WHQOpMaUWK o Tom, uto Unreal Engine nogaepskueaeT nodcuctemy EOS (Epic Online Services) "w3
Kopoﬁm"_ OAHaKo Bbl MOXETE ucnone3oeate SDK EOS ans aobasneHua NOAAEPMKN B CBOW
npoekT. Npoueaypa MOXeT M3MEHUTBCA, TaK UTO YAOCTOBEPBTECE, UTO Bbl MCNOb3YeTe akTyanbHYo

AOKyMEHTaLMID, NpeaocTaBneHHy0 Epic Games 1 EOS.
Bot obwmif npouecc noakntouerna SDK EOS k npoexty Unreal Engine:

1. Pernctpauns B Epic Games u nonydyeHune kroya paspaboTtumnka:
* 3aperncTpupyiTecsk Ha calite Epic Games.
* 3aiavTe B naHens paspaboTtunka Epic Games, cozjaiiTe HOBOE NPUACKEHWME W NMONYUMTE KNHOU
paspaboTumka.
2. CkaymBaHue U ycTaHoeKa SDK EOS:
* MocetuTte cTpanuLy 3arpysku Epic Online Services SDK, utoBbl cKauaTb NOCNEAHIOK BEPCUHD
SDK EOS.
* PacnakyATe apxvB v ChedyATe MHCTPYKUMAM MO YCTAaHOBKE, NPeAoCTaBNeHHbIM B
AOKYMEHTALIMM,
2. Hactpovika npoekta Unreal Engine:
* Otkpoiite ceoi npoext Unreal Engine.
* BrAOuUMTE NOAAEPXKY OHNAMH-CEpBMCOE B NPOSKTe, 8C/IK elé 3TOro He caenanu. OBeiuHo 310
MOKHO CAeNnaTk B HacTpoMKkax npoekTa.
4. WnTterpauma SDK B npoexT:
* NobasbTe dainel SDK B Baww npoekT.
* OBHoBWTE dainbl KOHOWIYPaLWK 1 HaCTPOITE NapameTpbl, TAKME Kak Ktou paspaboTuvika, B
COOTBETCTBMM C AoKymeHTaunean EOS.
5. McnonbsosaHwe ¢pyHkumn EOS B koae:
* Wecnonesyiite dyHkumm 1 knaccel 3 SDK EOS & ceoem koae Unreal Engine ana pabotel ¢

OHNAAH -CEpPBUCaMI.

6. TecTMpoBaHKWe:
* MNpoeeanTe TeCTMpPOBaHWe, UToDkl yBeanThca, uTo NoAkntoueHue paboTaeT NPaBMNLHO W

B3aNMOAEACTEBME C OHﬂaﬁH-CEp BEWCAaMK NPOUCKOANT Bes I'IpOﬁJ'IE'I\.‘I.

O6patuTecs K gokyMmeHTaumn ECQS v Unreal Engine ana Gonee noapoBHbIX MHCTRYKUMEA 1

obHOBNEHHOH MHOOPMaLWMK © NogKaouYeH nogckcTemsl EOS k Unreal Engine.

Pucynok 3.2 — Bignosins I'IIl npo nHanamryBanas OSS EOS

[Ipote, He 3Baxkarouum Ha BIACYTHICTH TeBHOI iH(popmari, 'l wHamarascs
HaJaTH 3arajlbHUN OMHUC KPOKIB sKI HeoOXinmHO BukoHaTu. Illo0 matu mpaBuibHY
BIIMOBIAb, JIFOAWHI TOTPIOHO 3HAWTU  BIANOBIAHY  JOKyMEHTallllo, Jai
MpOaHai3yBaTH ii Ta BUIIJIUTH OCHOBHI KpPOKH, fKi HEOOXITHO peasizyBaTu. 3
po3sutkom [, gymaro me yce craHe MOXJIMBUM Ta OUIBLI TOYHHUM, 1O Oyje

MMOJICTITYBATH ITOUIYK J'IIOI[I/IHi Ta CKOHOMMTH 4ac.
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3.3.2 AHaxi3 BiamoBigeil Ha 3aNUTAHHA NPO NiANMCAHHS Ha 3BOPOTHI

BUKJIMK QYHKII

SIk mpaBuiO, MpU CTBOPEHI 00’€KTy Kiacy, Ae Oyae Buxopuctanas Online
Subsystem, po6yaThCs MIANUCYBaHHS HA 3BOPOTHIN BUKIMK (DyHKIIH. Y pymiio e
HA3MBAIOTHCS JIEJeTaTH Ta IMiMUCAHHS Ha JeNIeraTu.

[Ipoctumu cioBamu fesnerar — 1e kiac (00’€KT Kjacy) sSIKMA MICTUTh B 001
MOKAa3HUKU Ha (PYHKIIIi, Ta MOXK€ BHKJIWKATH Il QyHKII oapa3y. BiH mae meBHMIA
(GyHKL10HAJ, TAKUH SK: a) JoJaTh (PYHKIIIIO A0 Jeneraty (manucatucs); 0) BUJaIuTu
3 Jenerary (BLAMUCATHUCS); B) BUKJIMKATH MIAMUCAHI PYHKITI.

HeneratiB y Online Subsystem Garato, Ta 3HaXOASAThCA Y PI3HUX 1HTEpdericax,
TOMy OyBa€ Ba)XKO TaK 3TaJlaT Ha3By MOTPIOHOro Jelieraty Ta T€ SK JO HbOTO
OTpUMATH JOCTYII.

I'eneparito koay I'III 3po6uB nmpaBUIIbHO, 3BICHO 1€ 3arajibHUM BapiaHT 1 PO
1Ie BiH MUCaB Yy CBOill BIJMOBIiJl. Y 3reHEPOBAHOMY KOJi BiH BUKOPHUCTOBYE 3MIHHY
«OnlineSessionInterface», s ciutaB sk 1 OTpUMaTH, 1 BiH 3T€HEpyBaB MOTPIOHUI KOS,
1€ € 3BEPTaHHs JO MOAYJIIO Ta B3SATTS NOTPIOHOr0 MOKa3HUKA Ha iHTepdeiic.

Takox BiH 3reHepyBaB HAJIAIITYBAaHHS Ta HArOJIOCUB 11100 y (haiijil HaJaIlTyBaHb
npoekTy OyB 3aganuil noTpioHuit Moays 11 OSS. To 6 To 3amicte OSS Null Oyno
Bka3zano OSS EOS. Ilpo ui HasamTyBaHHS 4 He 3anuTyBaB, ane 'L npo Hux Hanucas,
10 € BAXKJIMBUM KPOKOM JuIs noBHOIIHHOT pobotn OSS EOS. ToOTo sAKIo mpo 1e
po3poOHUK HE 3HaB, abo 3a0yB, 'Ll mpo 11e HarajgaB cam BUXOJAYU 13 KOHTEKCTY
3aj1a4l.

Ocobucto mene Bpazuio Te, uo 'l nagaB npukian y ¢aiini HamamryBaHs,
napameTpiB JUIsl HaJalllTyBaHHs cecli, AKy OyJaeMo cTBoproBatu. Bpasuio 1e tum, 60
PO I1€ 51 HE 3HAB, Ta 3a3BHUAH 111 TapaMeTPH 33JIal0ThCS MPH Y KO/I1 TIepe]] CTBOPEHHSIM
cecli.

[Ile € omHa ocoOaMBICTH 13 poOoTOrO Online Subsystem. Tak six OSS 1e marin
SKUH BKJIIOYA€E B ce06€ MOTyIIb, TO I poboTHu B ko1 13 OSS Ta Baanoi 30ipku mpoexTy,

Tpeda maKIounTi MoayJi 1o npoekty. ' ogpasy npo 11e Ha ckazaB, TOMY JOBEJIOCh
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o 1€ 3aMUTYBaTH Ha TIpsiMy. S 3Hato, 1110 Tpeda MiAKIYaTH MOy, 3HAKO SIK1 Ta /1€
came, aJie SKIIO JI0JUHA B TIEpIIIE 13 I[UM 3aTUKAETECs, TO 1l OyJie He 3p03yM1I0, HOTro
Horo kox He KoMmumoeTbes. Konu g 3anutaB mpo Momayii, TOOTO BUKOPHUCTAB CBOi
3HaHH# 00 iX icHyBauHi, [ 11I] HanrcaB npo HEOOX1TH1 MOy, Ta TE A€ 1 K X MOTPIOHO
MIIKJITIOYUTH 10 TMPOEKTY. BOHU MiIKIIIOYalOThCS Y KOJII y MeBHOMY (haiijii, ToMy BiH
3reHEpyBaB KOJ.

Moayns — 1e KO BHAUICHUW Yy OJHY TpPEAMETHY OO0JacTh. HMoro moxHa
MIJKITIOYUTA TH BUIYYUTH 13 TPOEKTY. Takok MOIyib KOMITUIIOETHCS PazoM i3
MIPOEKTOM.

[Inarin — e Moaymp ane 13 ASKUIbKOMa BiAMIHHOCTAMH. BiH KOMIITIOETHCS
OKpeMO BiJ MpPOeKTy. BMuKkaeThcst Ta BUMHUKa€eThes, yepe3 Opaysep IuiaridHiB. Moxke
MICTUTH (ailiin KOHTeHTY (He kony). Ilmarin Oinplie MOXOAWTh HAa HEBEIWUYKUN

CaMOCTIMHUHN MPOEKT, IKUI THTErPYETHCS Y 1HIII TPOCKTH.

3.3.3 AmHaxi3 BianoBigeil Ha 3alUTAHHS NP0 CTBOPEHHs cecii, Ta

onpanmlBaHHA BAAJIOI0 CTBOPCHHA

S mpocuB 3reHepyBaTy KO JIJIsl CTBOPEHHS cecli Ta KOJ ONpalfoBaHHs BAAJIOTO
cTtBopeHHs. Konu cecig ycminiHO CTBOpeHa, HaMm Tpeba MEepelTH Ha MEBHY Maily 1
BIJIKDUTH MPOCITyXOBYBAaHHS HA MpUeAHAHHS [7].

Kon 3renepoBanuii mpaBUIbHO, € HaJAIITYBaHHS CECii Ta BUKJIMK CTBOPEHHS.
BiH Takox 3reHepyBaB KOJ IJisl MEPEXOJly Ha MEBHY Mamy, sIKy s BKa3aB Yy CBOEMY
3anuTi. TIIBKY BIH BUKOPUCTOBYE TPIIIKHU 1HII METOJIM JUTsI IEPEXO0JTy Ha Mary.

FString MapName = "Map1";

GameMode->TravelToMap(MapName);

BiamosinHo 10 qokymeHTartii [7] s 3aMiHMB KO/ Ha:

GetWorld()->ServerTravel(FString(**"Map1~?listen'));

BaxnuBoro BiIMIHHICTIO € aTpuOyT «?listeny, 0 J03BOJIAE TPi,

MPOCITYXOBYBAaTH BXIJHI MIAKIIOYEHHS IHIMUX TpaBIiliB. TakoXX 5 BiIpeaaryBaB
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HaJAIITyBaHHS cecii BIAMOBIAHO A0 MOiX BUMOT. OCKUIBKH sI HE KOHKPETH3yBaB

napametpu, 'l 3renepyBaB 3arajibHUM KOI.

3.3.4 AHaJi3 BiANOBi/ieli HA 3alIUTAHHA PO NMOLIYK cecii, Ta MPUEAHAHHS 10

cecii

3a MO€I0 3aIyMKOIO, KOJM CHCTEMa 3HAaXOJUTh CEeCll0 BigOYyBaeThCsA
MIJIKJITFOYEHHS J0 cecii. Ypasi BAaJIoro MiaKIIOYeHHS, TpaBIls (KI€HTa) 3aBaHTaXYE Ha
CepBep, NMEBHY MaIlty.

Kon mns momyky cecii 3reHepoBaHo BipHO. Ciij 3a3U4uTH, IO Tam
BUKOPUCTOBYETHCS 3MIHHA SIKY MOTP1OHO cTBOpUTH Y .h daiimi. ' y naniit Biamosimi
po 1€ He cKa3aB. Takox BiH HaJaB MPUKIIAJ HATAMITYBAHHS JUIs TIOIIYKY ceciid. [{ei
KOJI 3aKOMEHTOBAaHUI Ta HAJaHUH sIK TpUKJIaA. AJie 11e 100pe, 60 0/1pasy € po3yMiHHSA
PO TaKi MOYKJIMBOCTI Ta HAaBITh NPUKIIAJ €.

OO0pobOka 3HaXO/KEHHS cecii TeX BAala. Y MOEMY BUMAJKY (DYHKIIIOHATY TYT
Majo, TOMY PO3MOBICTH HIYOTO. SIKIIIO pO3MIMPIOBATH JIOTIKY, TO 3aMiCTh MUTTEBOTO
MIJKIIOYEHHS, MOKHAa BUBOAUTH IH(QOpMaLIl0 00 3HAWIEHHUX CECisiX, CTBOPUTHU
Opay3ep cecii.

A och 00poOKa BAAJIOr0 MIAKIIOUEHHS Ta 3aBaHTAXXEHHS JO CEPBEPY HE €
Branoro. Hikue 3reHepoBaHuii KoJI epeMIIlIeHHs] Ha MaMy JI0 cepBepa.

FString MapName = "Map1";

GameMode->ServerTravel(MapName);

BignosigHo 10 qoxkymeHTarii [7] Ajist KJIE€HTIB MOTPIOHO BUKOPHUCTOBYBATH KOJT
AKAM HABEJECHO HUXKYE.

FString JoinedAddress;

Session->GetResolvedConnectString(SessionName, JoinedAddress);

if (JoinedAddress.ISEmpty())

{
if (UWorld* World = GetWorld())

{
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ClientTravel(JoinedAddress, TRAVEL_Absolute);

}
}

BaxmuBoro BigMmiHHicTIO € MeTon «ClientTravel», sxuit mepemimae came
KJII€EHTa Ta 3a MEeBHOW ajapecoro. Meron «ServerTravel» BUKIMKA€TbCS TUIBKU 3
cepBepy Ta MepeMilIae yCixX rpaBliiB HAa IEBHY KapTy.

[ToBHMi1 kox 13 peanizami€l0 MAKIIOUYEHHS Ta BHUKOpucTaHHSAM Online
Subsystem EOS nagano y gonarky b. V kiHIeBii peanizaliii Oy npoBeieHI MEBHI

3MIHHU y 3r€HEPOBAHOMY KO/I1, 1100 BIAMOBIIATH PO3POOJICHOMY MTPOCKTY.

ACyberFPlayerController: :OnCreateSessionComplete(FName SessionName, bWasSuccessful)
if(bWassuccessful)

GetWorld()->ServerTravel(FString(“Map

ACyberFPlayerController: :OnJoinSessionComplete(FName SessionName, EO i lonCompleteResult: :Type Result)

if (Result == EOnJ« nCompleteResult: :Success)

if- (0ss 1=

if (IOnlineSessionPtr Session = 055->GetSessionInterface())
{
String JoinedAddress;
>GetResolvedConnectString(SessionName, JoinedAddress);
(!JoinedAddress.IsEmpty

f (Uhorld* World = GetWorld()

ClientTravel(JoinedAddress, TRAVEL_ Absolute});

Pucynok 3.3 — BunpasJiennii ko 3reHeposanuii I'LII

Ha pucynky 3.3 300paxkeHO KOJI, SIKMii BUKOPHCTOBYEThCA y MpoeKTi. BiH
HAIMCAaHUN 3 ypaxXyBaHHSIM IMPOBEACHOTO aHami3y 3renepoBanoro koxy ['IIII. Anamnis

KOy IPOBOJIUBCS BIAMOBIAHO /0 MyHKTY 3.3.3 Ta myHKTY 3.3.4.
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3.3.5 Anani3 nomyky pimeHHs 3 mpo0JieMoI0 nepeMilieHHs1 IPaBUiB

ITix yac po3poOKu IrpoBOro MPOILIECY 5 3ITKHYBCS 13 MPOOIEMOI0, IEPEMIIICHHS
TpaBIl y MOTPIOHY TOUKY (Tenenopraiisi). OKpiM TOro, 110 MEHi Tpeba OyJI0 3MIHUTH
KOOpAMHATH TpaBIlsl, MEHI Ie Tpeda Oyjao 3MIHUTH HOTro MOBOPOT. BHKIHK
TeJenopTaiii BUKOHYETbCA 13 CTOPOHU CEpBepa, Ta MOBHHEH DEIUIIKYBaTUCh [0
kiieHTiB. [IpoGnema monsrae B ToMy, 110 Ha cepBepi Bce rapasf, OPYrHil rpaBelb
MEPEMICTUBCI Ta TMOBEPHYBCS TaK K TpeOa, a Ha CTOPOHI JIPYroro rpascs, BiH
NIEPEMICTUBCS, ajle HE PO3TOPHYBCS Ta JUBUTHCA y TOM OIK SIK 1 10 mepeMilieHHs. 13
1i€ero nmpobaemMoto s BupimmB 3BepHyTucs 10 ChatGPT.

OuikyBaHUii pe3yJbTaT — MOSICHEHHS MPOOJIEMHU, HaJTaHHS PO3YMIHHS, 1110 MOTJIO
MITU HE TaK. 3a MOXKJIUBICTIO, HaJIaTU KOJI JJIsl MPUKIAAY 13 BUPIIICHHSAM MPOOJIEMHU.
PesynbTat BBaXKAETHCS BIATIUM, KOJIU 3’ SIBUTHCSI PO3YMIHHS 13 BUPIIICHHAM POOJIEMH.

Miii 3anur:

«Biamosigait auiie ykpaiHchbKoO0 MOBOIO. unreal engine, multiplayer game, rpc
event.YoMy npu BUKJIMKY TEJICTIOPTAIIil TPaBIlsl HA CEPBEPI 3 YpaXyBaHHIM MOBOPOTY.
Ha cepgepi rpasliii TeIENOPTYIOTHCS HOPMAJIBLHO, 3 TOBOPOTOM, a Ha KJIIEHTI MOBOPOT
TOM, SIKU OYB JI0 TeJIeTOpTAaIIii»

Biamosigb Ha MM 3aIIUT:

«IIpobnema, NMOBIpHO, TOB'I3aHA 3 TUM, SK BU CHHXPOHI3yETE JaHl MpO
MOBOPOTH MIJK CEpBEPOM 1 KIIi€EHTOM B MepexkeBiit rpi Ha Unreal Engine. st Toro o0
3pOoOUTH MPaBUWIbHY TEJCMOPTAIli0 3 YpaxXyBaHHIM MOBOPOTY HA 000X CTOPOHAX, BaM
CJIII KOPEKTHO Tepe/laBaTH 1 CUHXPOHI3yBaTH JIaHI MPO MOBOPOT MK KIIEHTOM 1
CepBEPOM.

[TepexonaiiTecs, mo Bu npaBuwibHO BUkopuctoByere RPC (Remote Procedure
Call) monii ay1st BUKJIMKY TeenopTallii Ha 000X cropoHax. Komu Bu BUKIMKA€ETE MO0
Ha cepBepi, nepeaanaiTe iHGOpMaIlilo IPO T€, HACKIILKU OyB MOBEPHYTUMN T'paBellb.

[ToTim cepBep MOBUHEH NepeaaTH 1o iHGopMalito KIEHTY M1 Yac TeaernopTalii.
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Bam Takoxx Moke 3HAAOOMTHCS BHUKOPUCTOBYBAaTH (yHKIIi, Taki K
SetActorLocationAndRotation, 1106 BCTaHOBUTH SK MICIIE€ PO3TAIlyBaHHS, TaK 1
MOBOPOT ITiJ1 Yac TeernopTarti.
BaxnnBo TakoX MepeBIPUTH, UM BU TMPABUIBLHO CHHXPOHI3YETE NaHI MIiX
KJIIEHTOM 1 cepBepoM Iipu BukopuctanHi RPC noaiif, 1 uu He BUHUKA€E KOH(DIIKTIB Y
nepeaadi JaHuX.»
YecHO KaXyuu, Tak 3pa3y 1 HE 3pO3yMUIO y HOMYy mpoliiemMa, TOMy s HE
JyMaro4yu, poOJto 1HIIUNA 3amuT: «3reHepyil MpaBWIbHUNA KOJ JJis TeienopTaiii. 3
Cepgepa 0epemo FTransformy.
Ha mo, ChatGPT Biamosis:
«3BICHO, OCh TIPUKJIAA KOy Ha MoBI CH++ 11s Tenenoprallii 3 BUKOPUCTAHHAM
FTransform Ha cTOpoHi cepBepa Ta CHHXPOHI3allii IOBOPOTY MIXK KIIEHTOM 1 CEpBEPOM
3a norromororo RPC mopiii B Unreal Engine:
V¥ Bamowmy .h ¢aitni rpasus (PlayerController abo Character):
#pragma once
#include "GameFramework/PlayerController.h™
#include "MyPlayerController.generated.h"
UCLASS()
class YOURGAME_API AMyPlayerController : public APlayerController
{
GENERATED_BODY()

public:
// RPC noodis ons menenopmayii
UFUNCTION(Server, Reliable, WithValidation)
void ServerTeleportWithRotation(FTransform NewTransform);
// Jlokanvha Qynxyia 05t GUKIUKY menenopmayii Ha KiieHmi
void TeleportWithRotation(FTransform NewTransform);

h

VY Bamomy .cpp aitni rpasis (PlayerController abo Character):

#include "MyPlayerController.h"
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#include "Net/UnrealNetwork.h"
void
AMyPlayerController::ServerTeleportWithRotation_Implementation(FTransform
NewTransform)
{
// Bcmanoenenus Ho8o2o pozmauty8anHs ma nogopomy Ha cepeepi
GetCharacter()->SetActorTransform(NewTransform);
// Buxknuk nokanehoi QyHKyii Ha KaieHmi 0Jis1 BCMAHOBNIEHHSA MO20 HC CAMO20
PO3MAULYEAHHA MA NOBOPOMY
TeleportWithRotation(NewTransform);
}
bool AMyPlayerController::ServerTeleportWithRotation_Validate(FTransform
NewTransform)
{ returntrue;}
void AMyPlayerController::TeleportWithRotation(FTransform NewTransform)
{
// JlokanbHoO 6CMAaHOBIIOEMO HOBE posmautyearHsa ma noeopont Ha KIiEHmMI
GetCharacter()->SetActorTransform(NewTransform);
}
// Hesxa inwa nozika epasysi...
[Tpuknan BUKIKMKY TelenopTallii Ha cepBepi:
if (HasAuthority())
{
// OmpMMaHHﬂ NOMOYHO2CO po3mauty6arnHA ma noeoponty cpasys
FTransform NewTransform = GetCharacter()->GetActorTransform();
// Bcmanoenenns noeoco posmautlyeanHia ma noeoponty (Hanpumaé,
meﬂenopmauiﬂ Ha HOBI Koop()uHamu 31 36€p€9fC€HHﬂM noeopomy)
NewTransform.SetLocation(FVector(NewX, NewY, NewZ));
NewTransform.SetRotation(FQuat(NewRotation));

// Buxnux RPC nooii na cepsepi 0151 menenopmayii 3 ypaxy8auHAM HOBOPOMY
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ServerTeleportWithRotation(NewTransform);
}
[lefi xom no3BOJIsiE BaM BUKJIMKATH TENEMOPTAIlil0 Ha cepBepi, ska Oyme
KOPEKTHO CHHXPOHI30BaHa 3 KJIIEHTOM, BPaXOBYIOUH ITOBOPOT.).
Jns mene miel iHGopmarllii OyJio JocTaTHRO. S 3po3yMmiB IO s HE 30BCIM
IPaBHJIbHO 3pOOUB JIOTIKY HepeMimieHHs. S e poous TinbKkH Ha cepepi (puc. 3.4 a),
a motpiono O6yno crBoputu RPC ¢yHKIi0, Ky MOTpiOHO BUKIWKATH 13 cepBepa, a

BUKOHYBaTHUCh BOHA OyJie Ha KiieHTax (puc. 3.4 0).

————— f Set Actor Transform
»# Cast To BP_ThirdPersonCharacter

Object Cast Failed > Target Sweep Hit Result

As BP Third Person Character @ New Transform Return Value

F Get Actor Transform

Target Return Value @

GET

Player Starts

F OnRepsawn
“+'3 Cast To BP_ThirdPersonCharacter
] P p
Object Cast Failed [> Target

As BP Third Person Character Respawn Transform

Actor Transform

Return Value

Player Starts

0)
Pucynok 3.4 — Ilpukiaa koay 3 0onMcaHow0 npodJieMor0. a) Kox i3

NMOMMJIKOI0; 0) BUIIPABJICHUH KO/
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C++ xon 6510Ky SIKUI BUPIIIUB IPoOsieMy Ta 300paxeHuit Ha pucyHKy 3.4 6 —

00’siBa METOY:

UFUNCTION(BlueprintCallable, NetMulticast, Reliable)

void OnRepsawn(FTransform RespawnTransform);

peaizaris:

void ACyberFCharacter::OnRepsawn_Implementation(FTransform
RespawnTransform)

{

SetActor Transform(RespawnTransform);

}

ChatGPT HamToBXHYB MEHE Ha BHUPILIEHHS MOTO NUTaHHS, ajle caM BIH HE
BUPIIIMB 1€ NUTaHHA. Y 3reHepoBaHoMy koail BiH cTBopuB RPC meron, skuid
BUKJIMKA€ETHCS Ha cepBepl. Y CBOEMY PILLIEHHI 51 3p0OUB METO/I, IKUI BUKIUKAETHCS 3
cepBepa Ha ycix kiieHTax. To0To, HOTo pillIeHHSs, TEJIENOPTYE TUIBKU Ha CEPBEPI.

Knac BP ThirdPersonCharacter Mae HanamtyBaHHS 13 CHHXPOHI3AIlI€I0
nepeMimeHds. ToMy KOJIM Ha cepBepl MepCOHaX 3MIHMB CBOIO IO3MINII0, HOTO HOBI
KOOPJIMHATH CUHXPOHI3YIOThCS MIK yCIMa TpaBIsIMU. A 0OChb TOBOPOT MpHU
TEJENOPTYyBaHH1 — Hi. o po3paxyHKH 3 MOBOPOTY BUKOHYIOTHCSI OKPEMO JIJIs1 KOSKHOTO
IpaBIsl Ha iX CTOPOHI 1 BOHM MOXYTh BIAPI3HATHUCS OJWH BiJ OAHOro. JlaHHI siKi
BIJINOBIJIAIOTH 3@ PO3PAXYHKY [MOBOPOTA — CHHXPOHI3YIOCS, TOMY KOJIM TPaBellb IOYHE
PYXaTHUCh, y 1HIIKX TPABIIB BIH MMOYHE TUBUTUCS Y TY CTOPOHY KyIH HIIE.

Moix 3HaTh BUCTAYWIO 100 YCBIAOMUTHA BUHUKHEHHS L€l MPOOIEMHU TIIAII9U
Ha BianoBial ChatGPT. V OinbmI cKIIagHUX 3aUTAaHHIAX a00 KOJIM HE Ma€ IOCTAaTHHOTO
JOCBIy Tpeba 3pobuTH Olnblle iTepalliidi 13 3amuTaMu Ta mepeBipkoro. Bce e
3QJICKUTH BiJ] TOTO SIK CKJIAJICHO 3amuT. SIKIIO poOUTH O1IbII KOHKPETHUH 3aIUT, TO
BIANOBIAL OynyTh 3 ypaxyBaHHSAM Iboro. Och MPHUKIA] NUTaHHS MO0 I1iil mpoOiemi 3
ypaxyBaHHSM TOTO, IO MU BXKE 3HAEMO PIllICHHSI.

Miii 3anut «llepepobu mig multicast Bukimuk. Y #oro peanizaimii Oyne
3aCTOCOBYBATHUCS TpaHCHOPM, SIKUM MU OTPUMYEMO TIPHU Bi3l MOTO MeTOMy. MeTon

BiBI/ITyBaTI/IMeTBCH 3 CCpBEpa 1A KOXKHOI'O IpaBLs).
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Biamosins I'II: «3BicHO, OCh OHOBIIEHUH KO/, JIe¢ BUKOPUCTOBY€EThCs Multicast
JUJISL TEJICTOopTaIlii BCiX rpaBliiB Ha CepBepI:
VY Bamowmy .h ¢aitni rpasus (PlayerController abo Character):
#pragma once
#include "GameFramework/PlayerController.h™
#include "MyPlayerController.generated.h™
UCLASS()
class YOURGAME_API AMyPlayerController : public APlayerController
{
GENERATED_BODY()
public:
// Multicast nodis ons menenopmayii 6cix epasyie
UFUNCTION(NetMulticast, Reliable)
void MulticastTeleportAllPlayers(FTransform TargetTransform);
}
VY Bamomy .cpp aitni rpasis (PlayerController abo Character):
#include "MyPlayerController.h"
#include "Net/UnrealNetwork.h"
void
AMyPlayerController::MulticastTeleportAllPlayers_Implementation(FTransform
TargetTransform)
{
// Buknuxaemscsi HA 6CiX KIEHmMax Ons mejenopmayii 8cix 2pasyié 00
8KA3AHOI MOYKU MA 3 6KA3AHUM NOBOPOMOM
GetCharacter()->SetActorTransform(TargetTransform);
}
// lesxa inwa nocika epasysi...
[Ipuknan BUKIIUKY TeJIeopTallii Ha cepBepi:
if (HasAuthority())
{
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// Bkazyemo mpancgopm ons menenopmayii 6cix epasyia

FTransform TargetTransform = FTransform(FRotator(NewRotation),
FVector(NewX, NewY, NewZ2));

// Buxnux Multicast nooii ons menenopmayii 6cix epasyis

MulticastTeleportAllPlayers(TargetTransform);

}

Le#t xox BuxkopucToBye Multicast moairo Anst TelenopTailii BCiX TpaBLiB 10
BKa3aHO1 TOUKH Ta MOBOPOTY. bynbpTe BIeBHEHI, 10 BU HAJAIITYBAJIM BCl HEOOXI IHI
napameTpH Mepexi 1 3a0e3Meuniy, o 11l METOJIM BU3UBAIOTHCS Ha CEPBEPL.».

Ax mu 6aunmo 13 BiAMOBIAI, Koj skuil 3renepyBaB 'l He Takuii camuii 5K 1
Miid, HAMMCaHUW BIACHOPYY. BiApI3HAIOTHCS TUIBKKM 1M’ METOAY Ta Kjac Je
pO3MIllIEeHUH 1Iei MEeTOI. A B LIJIOMY, JIOT1KA TaKa cama.

Tox BimmoBine [l 3anexxuth BiAg NPaBUIBHO TOCTABJICHOTO 3alUTaHHS,
KOHKpETH3allli Ta CKJIAJHOCTI npodsiemMu. buibin cknaany npobiemy Tpebda po3auiiaTu
Ha meHmn. Cmig 3azHauntu, mo ChatGPT mae oOmexeHy KUIBKICTh CUMBOJIB Ha
B1AMOBIAb. e 3po0iieHo 3 TOrO 1110, 11100 BiATOBII OYJIM CTUCIUMH, a HE BETUKUMHU.
Skio noTpiOHO JOMOBHUTH BIiAMOBIAL, a00 WIOCH MOSCHUTH, MOXXHA MpO I
nonpocutd Ta ChatGPT 3poOuth HAcTymHy BIiAMNOBIAb, fKka Oyae TOTOBHIOBATU

TIOTIEPE/THIO.
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BUCHOBKHA

PO3BUTOK IHITYy4HOrO 1HTEJIEKTY Ta T€HEPATUBHOIO IITYYHOTO IHTENIEKTY €
KIIOYOBHUMH HAampsMaMH B Cy4acHOMY 1H(OpMaliiHOMY Ta TEXHOJOTTUHOMY
npoctopi. LLITyyHui 1HTENEKT OXOIUIIOE IIUPOKUN CHEKTP METOJIB Ta TEXHOJOTIMH,
CIPSIMOBAaHUX HA CTBOPEHHS CHCTEM, 3IaTHUX BUKOHYBATH 3aBIaHHS, SIKI paHIIIe
BBKAJIMCS BUKJTFOYHO JIFOACHKKAMH. Bim po3mizHaBaHHS 00pa3iB 0 MOBOHOTO aHAITI3Y
Ta TpUHHATTSA pimeHb, Il ctae Bce OULIBII HEOOXITHOI CKJIAJIOBOIO HAIIIOTO
MTOBCSAKICHHOTO KHUTTSI.

3 iHmoro OOKy, T€HEpAaTUBHUM IITYYHUH 1HTEJIEKT BU3HAYAETHCS 3/IaTHICTIO
CUCTEMHU CTBOPIOBATH HOBHM KOHTEHT abo iH(popmarliito, sika He OyJjia BBeleHa B 1l
HaByajabHUM HaOIp. Lle BiKpruBae HOBI TOPU3OHTH Yy TBOPUOCTI, MUCTELTBI Ta HAYIII.
['eneparuBHi Mojeni, Taki sk GPT-3, neMOHCTPYIOTh Bpaskarodi 3110HOCTI y TeHepallii
TEKCTY, 300pa’KeHb Ta HaBITh MY3UKH.

VY xoni pobotu OyJ0 CTBOPEHO TPy sIKa MOEAHYE Y ceOe pI3HOMAHITHI 1rPOBi
MEXaHIKM Ta JI03BOJISIE TpaTU MO Mepexki. byno mpoBeneHHS O3HAHOMIICHHS 13
IIPOrpamoro JIJIsi CTBOPEHHS 1rop - irpoBuM pyiuiem Unreal Engine 5. Byno nposeaeHo
oryisia iHTepdeicy mporpamMu Ta 0a30BUX KIACIiB AKI TPAIOTh KIIOYOBY pPOJb Y
CTBOPEHHI BJIACHOI I'PH.

3aBAsSKA TEHEPATUBHOMY IITYYHOMY IHTEIEKTY OyB 3r€HEPOBAHHMM KO, STKHMA
BUKOPHCTOBYE MEBHUN MOJIYJIb PYIIIIO Ta pealli3y€ MOKIUBICTh TPATH TPABIISIM Yepe3
riobaneHy Mepexy. Pobora 13 ChatGPT ta reneparitiero koay, aja 3MOTy HE TUIBKU
peaizyBaTH MOJJIMBICTh TJIKIIOYEHHS TPaBIiB OJAWH JIO OJHOTO, a M Jaja
MO>KJIMBICTH TipoaHanizyBatu podoty ['TIII.

ByB 3po0sieHuit aHasi3 3reHepoOBaHOr0 KOAY, Ta HajJaHI KOMEHTapi 1o HhOMY.
[TinBogsum miacymok, [I'III mokHa BUKOPUCTOBYBATH y SIKOCTI aCHCTEHTa IpHU
PpO3p0o0I1i HABUATILHUX 1TOP, ajie CIi[ PO3YMITH IO 1€ JIUIIE JOMOMIKHUN THCTPYMEHT

Ta HE 3aBXK/M BiH AaCTh MOTPiOHY BIAMOBIIb HA MOCTABJICH] 3alTUTAHHS.
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Kox xknacy ACyberFCharacter

/I Copyright Epic Games, Inc. All Rights Reserved.

#pragma once

#include "CoreMinimal.h"

#include "GameFramework/Character.h"

#include "Logging/LogMacros.h"

#include "CyberFCharacter.generated.h"

class USpringArmComponent;

class UCameraComponent;

class UlnputMappingContext;

class UlnputAction;

struct FInputActionValue;
DECLARE_LOG_CATEGORY_EXTERN(LogTemplateCharacter, Log, All);
UCLASS(config=Game)

class ACyberFCharacter : public ACharacter

{

GENERATED_BODY(()

[** Camera boom positioning the camera behind the character */

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = Camera, meta = (AllowPrivateAccess = "true"))
USpringArmComponent* CameraBoom;

/** Follow camera */

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = Camera, meta = (AllowPrivateAccess = "true"))
UCameraComponent* FollowCamera;

[** MappingContext */

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Input, meta = (AllowPrivateAccess = "true"))
UlnputMappingContext* DefaultMappingContext;

[** Jump Input Action */

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Input, meta = (AllowPrivateAccess = "true"))
UlnputAction* JumpAction;

/** Move Input Action */

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Input, meta = (AllowPrivateAccess = "true"))
UlnputAction* MoveAction;

[** Look Input Action */

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Input, meta = (AllowPrivateAccess = "true"))
UlnputAction* LookAction;

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Input, meta = (AllowPrivateAccess = "true™))
UlnputAction* SprintAction;

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Input, meta = (AllowPrivateAccess = "true"))
UlnputAction* PushAction;

UPROPERTY (EditAnywhere, BlueprintReadOnly, meta = (AllowPrivateAccess = "true"))
UCapsuleComponent* PushCapsule;

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Setup, meta = (AllowPrivateAccess = "true™))



float DefaultWalkMaxSpeed = 600.f;
UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Setup, meta = (AllowPrivateAccess = "true"))
float SprintMaxSpeed = 1200.f;
UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Setup, meta = (AllowPrivateAccess = "true"))
float SprintTime = 3.f;
UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Setup, meta = (AllowPrivateAccess = "true"))
float SprintResumeTime = 2.f;
float TargetSprintResumeValuePerSecond;
double time;
protected:
float UsedSprintTime = 0;
bool isSprintMode = false;
public:
ACyberFCharacter();
protected:
[** Called for movement input */
void Move(const FInputActionValue& Value);
[** Called for looking input */
void Look(const FInputActionValue& Value);
void Push();
UFUNCTION(BIueprintCallable, BlueprintNativeEvent, meta=(DisplayName = "Push™))
void K2_Push();
void StartSprint();
void StopSprint();
UFUNCTION(BIueprintCallable, Server, Reliable)
void StartSprint_S();
UFUNCTION(BlueprintCallable, Server, Reliable)
void StopSprint_S();
protected:
/I APawn interface
virtual void SetupPlayerinputComponent(class UlnputComponent* PlayerinputComponent) override;
// To add mapping context
virtual void BeginPlay();
virtual void Tick(float DeltaSeconds) override;
public:
[** Returns CameraBoom subobject **/
FORCEINLINE class USpringArmComponent* GetCameraBoom() const { return CameraBoom; }
/** Returns FollowCamera subobject **/
FORCEINLINE class UCameraComponent* GetFollowCamera() const { return FollowCamera; }
bool GetlsSprintMode() const;
UFUNCTION(BIueprintCallable, NetMulticast, Reliable)
void OnRepsawn(FTransform RespawnTransform);
UFUNCTION(BIueprintCallable, BlueprintNativeEvent)
void ResetCamera();
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-Cpp

/I Copyright Epic Games, Inc. All Rights Reserved.

#include "CyberFCharacter.h"

#include "Engine/LocalPlayer.h"

#include "Camera/CameraComponent.h"

#include "Components/CapsuleComponent.h™

#include "GameFramework/CharacterMovementComponent.h™

#include "GameFramework/SpringArmComponent.h"

#include "GameFramework/Controller.h"

#include "EnhancedInputComponent.h"

#include "EnhancedInputSubsystems.h"

#include "InputActionValue.h"

DEFINE_LOG_CATEGORY (LogTemplateCharacter);

o

/I ACyberFCharacter

ACyberFCharacter::ACyberFCharacter()

{
/1 Set size for collision capsule
GetCapsuleComponent()->InitCapsuleSize(42.f, 96.0f);
/I Don't rotate when the controller rotates. Let that just affect the camera.
bUseControllerRotationPitch = false;
bUseControllerRotationYaw = false;
bUseControllerRotationRoll = false;
/I Configure character movement
GetCharacterMovement()->bOrientRotationToMovement = true; // Character moves in the direction of input...
GetCharacterMovement()->RotationRate = FRotator(0.0f, 500.0f, 0.0f); // ...at this rotation rate
/I Note: For faster iteration times these variables, and many more, can be tweaked in the Character Blueprint
/I instead of recompiling to adjust them
GetCharacterMovement()->JumpZVelocity = 700.f;
GetCharacterMovement()->AirControl = 0.35f;
GetCharacterMovement()->MaxWalkSpeed = DefaultWalkMaxSpeed,;
GetCharacterMovement()->MinAnalogWalkSpeed = 20.f;
GetCharacterMovement()->BrakingDecelerationWalking = 2000.f;
GetCharacterMovement()->BrakingDecelerationFalling = 1500.0f;
/I Create a camera boom (pulls in towards the player if there is a collision)
CameraBoom = CreateDefaultSubobject<USpringArmComponent>(TEXT(*CameraBoom™));
CameraBoom->SetupAttachment(RootComponent);
CameraBoom->TargetArmLength = 400.0f; // The camera follows at this distance behind the character
CameraBoom->bUsePawnControlRotation = true; // Rotate the arm based on the controller
/I Create a follow camera
FollowCamera = CreateDefaultSubobject<UCameraComponent>(TEXT("FollowCamera™));
FollowCamera->SetupAttachment(CameraBoom, USpringArmComponent::SocketName); // Attach the camera to

the end of the boom and let the boom adjust to match the controller orientation

FollowCamera->bUsePawnControlRotation = false; // Camera does not rotate relative to arm
/I Note: The skeletal mesh and anim blueprint references on the Mesh component (inherited from Character)

I/ are set in the derived blueprint asset named ThirdPersonCharacter (to avoid direct content references in C++)
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PushCapsule = CreateDefaultSubobject<UCapsuleComponent>(TEXT("PushCapsule™));
PushCapsule->SetupAttachment(RootComponent);
PushCapsule->SetRelativeLocation(FVector(55, 0, -30));
PushCapsule->SetCapsuleHalfHeight(50);
PushCapsule->SetCapsuleRadius(30);
PushCapsule->SetGenerateOverlapEvents(true);

}

void ACyberFCharacter::BeginPlay()

{
/I Call the base class
Super::BeginPlay();
/IAdd Input Mapping Context
if (APlayerController* PlayerController = Cast<APlayerController>(Controller))

{
if (UEnhancedInputLocalPlayerSubsystem* Subsystem =
ULocalPlayer::GetSubsystem<UEnhancedInputLocalPlayerSubsystem>(PlayerController->GetLocalPlayer()))
{
Subsystem->AddMappingContext(DefaultMappingContext, 0);
}

}
const float TargetFPS = 60;

TargetSprintResumeValuePerSecond = (1 / TargetFPS) / SprintResumeTime;

}
void ACyberFCharacter::Tick(float DeltaSeconds)
{
Super::Tick(DeltaSeconds);
if (GetLocalRole() == ROLE_Authority)
{
if (isSprintMode)
{
UsedSprintTime += DeltaSeconds;
if (SprintTime - UsedSprintTime <= 0)
{
StopSprint();
}
}
else if (UsedSprintTime !=0)
{
const float TargetFPS = 60;
const float CurrnetFPS = 1 / DeltaSeconds;
const float SprintResumePart = (TargetSprintResumeValuePerSecond * TargetFPS) /
CurrnetFPS;
UsedSprintTime -= SprintResumePart * SprintTime;
UsedSprintTime = FMath::Clamp(UsedSprintTime, 0, UsedSprintTime);
}



}
bool ACyberFCharacter::GetlsSprintMode() const

{

return isSprintMode;

}
T T

Il Input

void ACyberFCharacter::SetupPlayerInputComponent(UInputComponent* PlayerinputComponent)

{
/I Set up action bindings

if (UEnhancedInputComponent* EnhancedInputComponent

Cast<UEnhancedInputComponent>(PlayerInputComponent)) {

[/l Jumping

EnhancedInputComponent->BindAction(JumpAction,
&ACharacter::Jump);

EnhancedInputComponent->BindAction(JumpAction,
&ACharacter::StopJumping);

/I Moving

EnhancedInputComponent->BindAction(MoveAction,
&ACyberFCharacter::Move);

// Looking

EnhancedInputComponent->BindAction(LookAction,
&ACyberFCharacter::Look);

EnhancedInputComponent->BindAction(PushAction,
&ACyberFCharacter::Push);

EnhancedInputComponent->BindAction(SprintAction,
&ACyberFCharacter::StartSprint);

EnhancedInputComponent->BindAction(SprintAction,
&ACyberFCharacter::StopSprint);

}

else

{

ETriggerEvent::Started,

ETriggerEvent::Completed,

ETriggerEvent::Triggered,

ETriggerEvent::Triggered,

ETriggerEvent::Started,

ETriggerEvent::Started,

ETriggerEvent::Completed,
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this,

this,

this,

this,

this,

this,

this,

UE_LOG(LogTemplateCharacter, Error, TEXT(*'%s' Failed to find an Enhanced Input component! This

template is built to use the Enhanced Input system. If you intend to use the legacy system, then you will need to update this C++ file."),

*GetNameSafe(this));

}
}
void ACyberFCharacter::Move(const FInputActionValue& Value)
{

Il input is a Vector2D
FVector2D MovementVector = Value.Get<FVector2D>();
if (Controller !'= nullptr)
{
/I find out which way is forward
const FRotator Rotation = Controller->GetControlRotation();

const FRotator YawRotation(0, Rotation.Yaw, 0);
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/I get forward vector

const FVector ForwardDirection = FRotationMatrix(YawRotation).GetUnitAxis(EAXxis:: X);
/I get right vector

const FVector RightDirection = FRotationMatrix(YawRotation).GetUnitAxis(EAXis::Y);

// add movement

AddMovementInput(ForwardDirection, MovementVector.Y);

AddMovementlInput(RightDirection, MovementVector.X);

}
}
void ACyberFCharacter::Look(const FInputActionValue& Value)
{
/l'input is a Vector2D
FVector2D LookAxisVector = Value.Get<FVector2D>();
if (Controller != nullptr)
{
// add yaw and pitch input to controller
AddControllerYawInput(LookAxisVector.X);
AddControllerPitchInput(LookAxisVector.Y);
}
}
void ACyberFCharacter::Push()
{
K2_Push();
}
void ACyberFCharacter::K2_Push_Implementation()
{
void ACyberFCharacter::StartSprint()
{ StartSprint_S(); }
void ACyberFCharacter::StopSprint()
{ StopSprint_S();}
void ACyberFCharacter::StartSprint_S_Implementation()
{
const float MinTimeToActivate = 1.f;
isSprintMode = (SprintTime - UsedSprintTime) > MinTimeToActivate;
if (tisSprintMode) { return; }
GetCharacterMovement()->MaxWalkSpeed = SprintMaxSpeed;
}
void ACyberFCharacter::StopSprint_S_Implementation()
{
if (lisSprintMode) { return; }
isSprintMode = false;
GetCharacterMovement()->MaxWalkSpeed = DefaultWalkMaxSpeed,;
}
void ACyberFCharacter::OnRepsawn_Implementation(FTransform RespawnTransform)
{

SetActorTransform(RespawnTransform);



ResetCamera();

}

void ACyberFCharacter::ResetCamera_Implementation()

{
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JNOJATOK B

Koa xknacy ACyberFPlayerController

h

I/ Fill out your copyright notice in the Description page of Project Settings.
#pragma once

#include "CoreMinimal.h"

#include "GameFramework/PlayerController.h"

#include "Interfaces/OnlineSessioninterface.h"”

#include "CyberFPlayerController.generated.h"

class 10nlineSubsystem;

UCLASS()

class CYBERF_API ACyberFPlayerController : public APlayerController
{

GENERATED_BODY/()

protected:

virtual void BeginPlay() override;

10nlineSubsystem* OSS;

UFUNCTION(BIueprintCallable, Category = EOS)

void EOSLogin();

UFUNCTION(BIueprintCallable, Category = EOS)

void EOSCreateSession();

UFUNCTION(BIueprintCallable, Category = EOS)

void EOSFindSession();

UFUNCTION(BIueprintCallable, Category = EOS)

void EOSDestroySession();

void OnLoginComplete( int32 LocalUserNum, bool bWasSuccessful, const FUniqueNetld& Userld, const FString& Error);
void OnCreateSessionComplete(FName SessionName, bool bWasSuccessful);
void OnFindSessionsComplete(bool bWasSuccessful);

void OnJoinSessionComplete(FName SessionName, EOnJoinSessionCompleteResult:: Type Result);
static const FName CF_SESSION_NAME;
TSharedPtr<FOnlineSessionSearch> SessionSearch;

I3

.cpp

/I Fill out your copyright notice in the Description page of Project Settings.
#include "CyberFPlayerController.h"

#include "OnlineSessionSettings.h"

#include "OnlineSubsystem.h"

#include "GameFramework/PlayerState.h"

#include "Interfaces/OnlineldentityInterface.h”

#include "Interfaces/OnlineSessionDelegates.h™

#include "Interfaces/OnlineSessionInterface.h"

#include "Kismet/GameplayStatics.h"

#include "Online/OnlineSessionNames.h"

const FName ACyberFPlayerController::CF_SESSION_NAME = FName(TEXT("LBSession"));
void ACyberFPlayerController::BeginPlay()
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{
Super::BeginPlay();
const FName OSS_Name = FName("EOS");
OSS = 10nlineSubsystem::Get(OSS_Name);
if (OSS !=nullptr)
{
if (IOnlineldentityPtr Identity = OSS->GetldentityInterface())
{
Identity->AddOnLoginCompleteDelegate_Handle(0, FOnLoginCompleteDelegate::CreateUObject(this,
&ThisClass::OnLoginComplete));
}

if (I0OnlineSessionPtr Session = OSS->GetSessionInterface())
{

Session-
>AddOnCreateSessionCompleteDelegate_Handle(FOnCreateSessionCompleteDelegate::CreateUObject(this,
&ThisClass::OnCreateSessionComplete));

Session-
>AddOnFindSessionsCompleteDelegate_Handle(FOnFindSessionsCompleteDelegate::CreateUObject(this,
&ThisClass::OnFindSessionsComplete));

Session-
>AddOnJoinSessionCompleteDelegate_Handle(FOnJoinSessionCompleteDelegate::CreateUObject(this,
&ThisClass::OnJoinSessionComplete));

}
}
}
void ACyberFPlayerController::EOSLogin()
{
if (OSS I=nullptr)
{
if (I0nlineldentityPtr Identity = OSS->GetldentityInterface())
{
FOnlineAccountCredentials Credentials;
Credentials.Type = "AccountPortal";
Identity->Login(0, Credentials);
}
}
}
void ACyberFPlayerController::EOSCreateSession()
{

FOnlineSessionSettings SessionSettings;
SessionSettings.NumPublicConnections = 2;
SessionSettings.NumPrivateConnections = 0;
SessionSettings.bShouldAdvertise = true;
SessionSettings.blsLANMatch = false;

SessionSettings.bAllowlInvites = true;
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SessionSettings.bUsesPresence = true;

SessionSettings.bAllowJoinViaPresence = true;

SessionSettings.bAllowJoinViaPresenceFriendsOnly = false;

SessionSettings.Set(SEARCH_KEYWORDS, FString("'Session™), EOnlineDataAdvertisementType::ViaOnlineService);
SessionSettings.Set(SETTING_MAPNAME, FString(*"Map1l"), EOnlineDataAdvertisementType::ViaOnlineService);

if (OSS !=nullptr)

{
if (I0nlineSessionPtr Session = OSS->GetSessionInterface())
{
Session->CreateSession(0, CF_SESSION_NAME, SessionSettings);
}
}
}
void ACyberFPlayerController::EOSFindSession()
{
if (OSS !=nullptr)
{
if (I0nlineSessionPtr Session = OSS->GetSessionInterface())
{
if (ISessionSearch.IsValid())
{
SessionSearch = MakeShareable(new FOnlineSessionSearch);
}
SessionSearch->QuerySettings.Set(SEARCH_PRESENCE, true,

EOnlineComparisonOp:: Type::Equals);

Userld,

SessionSearch->MaxSearchResults = 10;
SessionSearch->blsLanQuery = false;

Session->FindSessions(0, SessionSearch.ToSharedRef());

}
}
}
void ACyberFPlayerController::EOSDestroySession()
{
if (OSS !=nullptr)
{
if (I0OnlineSessionPtr Session = OSS->GetSessionInterface())
{
Session->DestroySession(CF_SESSION_NAME);
}
}
}

void ACyberFPlayerController::OnLoginComplete(int32 LocalUserNum, bool bWasSuccessful, const FUniqueNetld&

const FString& Error)

{
if(bWasSuccessful)
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{
PlayerState->SetUniqueld(Userld);
}
}
void ACyberFPlayerController::OnCreateSessionComplete(FName SessionName, bool bWasSuccessful)
{
if(bWasSuccessful)
{
GetWorld()->ServerTravel (FString("Map1?listen™));
}
}
void ACyberFPlayerController::OnFindSessionsComplete(bool bWasSuccessful)
{
if ('bWasSuccessful)
{
return;
}
for (int32 index = 0; index < SessionSearch->SearchResults.Num(); index++)
{
if (SessionSearch->SearchResults.IsValidIndex(index))
{
if (OSS = nullptr)
{
if (I0OnlineSessionPtr Session = OSS->GetSessionlnterface())
{
UE_LOG(LogOnlineSession, Log, TEXT("JoinToSession™));
Session->JoinSession(0, CF_SESSION_NAME, SessionSearch-
>SearchResults[index]);
}
}
}
}
}
void ACyberFPlayerController::OnJoinSessionComplete(FName SessionName, EOnJoinSessionCompleteResult::Type
Result)
{
if (Result == EOnJoinSessionCompleteResult::Success)
{

if (OSS != nullptr)
{
if (I10nlineSessionPtr Session = OSS->GetSessionInterface())
{
FString JoinedAddress;
Session->GetResolvedConnectString(SessionName, JoinedAddress);
if (1JoinedAddress.ISEmpty())

{
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if (UWorld* World = GetWorld())

{
ClientTravel(JoinedAddress, TRAVEL _Absolute);



