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PE®EPAT

[losicHioBasibHA 3amucka JO0 JAMIUIOMHOT pobotu «MepexeBa cucrtemMa B
0araTOKOPUCTYBallbKUX OHJIAMH irpax»: 74 cTopiHOK, 46 pucyHKiB, 18 BHKOpPHCTaHHUX
JoKeped, 2 JOJIaTKH.

O0’exT mOCTiIKEHHSI — MEpekeBa CHUCTeMa B 0araTOKOPHUCTYBAIlbKMX OHJIANH
irpax

Mera qumjioMHOI po0OTH — JOCIIHKEHHS ICHYIOUMX MEPEKEBUX CHUCTEM, aHai3
ITpOBUX JIBUTYHIB, METOJIIB KOMIIEHCAIlll 3aTPUMKH, CTBOPEHHSI BJIACHOTO IUIATIHY MJIs
MEPETBOPEHHS OJHOKOPHCTYBAllbKOi TpW Ha 0araTOKOPHCTYBAIbKy OHJAWH TPy,
CTBOPEHHSI TPH 32 KaHPOM OHJIANH IIyTepy

Metoa nocaimxkenns — irposuid 1euryH Unreal Engine 5, kommn’toTepHa rpa

Pe3yabTatu po60TH MOXKYTh OyTH BUKOPHUCTaH1 SIK TOTOBHI TUIAriH MPU pO3poOii
0araToKOpHUCTYBAIIbKUX OHJIANH irpax abo MpHu NepeTBOPEHH1 OJJHOKOPUCTYBAIILKOI IPU Ha
0araToKOpHUCTYBALIbKY OHJIAHH TPy

Po3pobka Ta mocmimkenHs BukonyBaiucs mij kepiBHunTBoM OC Windows 10.
[Iporpamuuii mpoaykT OyB po3pobsenuii B cepenoBuill Microsoft Visual Studio, Unreal
Engine 5 na MoBi mporpamyBanns C++Ta Bi3yanbHIA MOBI mporpamyBanHHs Blueprint.

UNREAL ENGINE, MEPEXEBA CHUCTEMA, I'PA, BLUEPRINT.



ABSTRACT

Explanatory note to the thesis "Network system in multiplayer online games": 74
pages, 46 figures, 18 used sources, 2 appendices.

The object of research is a network system in multiplayer online games

The purpose of the thesis is to research existing network systems, analyze game
engines, delay compensation methods, create your own plug-in to convert a single-player
game into a multiplayer online game, create a game based on the online shooter genre

The research method is the Unreal Engine 5 game engine, a computer game

The results of the work can be used as a ready-made plugin when developing
multiplayer online games or when converting a single-player game to a multiplayer online
game

The development and research was carried out under Windows 10 operating system.
The program was developed in the Microsoft Visual Studio environment, Unreal Engine 5
in the C++ programming language and the Blueprint visual programming language.

UNREAL ENGINE, NETWORK SYSTEM, GAME, BLUEPRINT.
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MEPEJIK MIPUHHATHUX CKOPOUYEHD

RTT — gac minryBaHHs;

RPC — Remote Procedure Call;

UNet — Unity Networking;

PC — nepcoHanbHUN KOMIT I0TEP;

OC — omneparriifHa cucTema,

OOII — 06’ exKTHO-OpiEHTOBAHE MPOTPAMYBAHHS;
[1K — nepcoHaIbHUI KOMIT FOTEP);

T — mTy4yHUid 1HTENEKT;

UE — Unreal Engine;

P2P — peer-to-peer,

Ping — minr



BCTYII

CydacHa irpoBa IHIYCTpisl BIJI3HAYAETHCS CTPIMKUM POCTOM MOMYJSIPHOCTI
OararokopucTyBalbkux omiyaiH irop. I'pa Fortnite Big Epic Games sika po3pobnena 3a
noromororo asuryna Unreal Engine y 2023 poiii BcTaHOBHJIAa HOBHH PEKOP/ 10 OHJIAHHY —
y TPl OJHOMOMEHTHO 3HaxXOJUJIOCh 3.9 MUIBHOHIB KOPHUCTYBauiB, a KIJIbKICTh aKTUBHHUX
kopuctyBadiB 45 minpiioHiB [1]. Lle#t deHomen BinmkpuBae mepen po3poOHUKAMH irop
0€3MEKH1 MOXKIIMBOCTI JJIsI CTBOPEHHS 3aXOIUIMBUX 1IHTEPAKTUBHHUX BIPTyaJIbHUX CBITIB, 1€
TPaBIli 3 YChOTO CBITY MOXYTh B3a€EMOJIATH, CIUTHPHO 3Mararucsi Ta CIUIKYBaTHCS B
peanbHOMy 4Yaci. OfHaK JJisg TOCSITHEHHS YCIIXy B Iill 00JacTi HEOOX1THO MaTu IIIHOOKE
PO3YMIHHS Ta BOJIOJITH HABUYKAMH PO3POOKH 0araTOKOpUCTYBAI[bKUX 1rop.

[{s MaricTepchbka poOOTa NMPUCBIYEHA BUBYEHHIO TA aHAJI3Y MEPEXEBOI CUCTEMH B
0araToKOpUCTYBallbKUX OHJIAWH 1rpax, po3po0JeHUX 3 BUKOPUCTAHHIM TOTYKHOTO
iHCTpyMeHTY ais reiimaeBy - Unreal Engine. Mera maHOro IOCIHIDKEHHS IOJIATae B
PO3KPUTTI KITIOUOBHMX aCIIEKTiB CTBOPEHHS MEpekeBHUX irop y cepenosurn Unreal Engine,
a TaKOXX B OIIHII iXHBOTO BIUIMBY Ha SIKICTh Ta (DYHKI[IOHAJIBHICTh 0AaraTOKOPUCTYBAIIBKUX
irop. IlpoananizyBaTu OCHOBHI NPUHUMUIIA CTBOPEHHS KIIEHT-CEPBEPHOI apXITEKTYpPH,
PO3IISTHYTH Pi3HI MPOTOKOJIM Ta TEXHOJIOTI, IKi MOkKHa BukoprctoByBaru B Unreal Engine
JUISET MEpEeXKeBOi B3a€EMOJIi TpaBliB, 1 po3iOpaTH HaWKpaill MPAKTUKA CTBOPEHHS
CTaOUIbHUX Ta €(EKTUBHUX 0araTOKOPUCTYBalbKUX irop. st 3py4HOCTI BUKOPUCTaHHS
yCiX pimieHb Oya0 oOpaHO CTBOPHUTH BJIACHHWM TUJIariH 3 yCiMa HAJIAIITYBAaHHSIMU, SKUN
MOXHA JIOAaTH 110 Oyab-sikoro mpoekty Unreal Engine, mo6 nerko mepeTBopuTH WOro Ha
OHJIAH 0araTOKOPUCTYBALIbKY TPY.

CyuacHi irpy BUMAararoTh BiJ] pO3POOHHKIB HE JIMIIE CTBOPEHHS 3aXOIUIIOHOYOTO
reiMInieto, rapHoi rpadiku Ta 3aXUCTY Bij IIaxpaicTBa, ajie i 3a0e3MeUeHHs] CTa0lIbHOT
Ta HHU3BKO 3aTpaTHOI MeEpekKeBOi B3aeMopaii MDK TpaBIsiMH. OJHIEI0 3 KIHOYOBHUX
CKJIQJIOBUX YCIIXy € BHUKOPUCTaHHS MEPEKEBUX TEXHOJIOTIM Ta mpoTokomB. Jlis
KOM(OPTHOT TPpU HAaBITh 32 HAABHOCTI BEJIMKOI 1HTEPHET 3aTPUMKH Yy TPaBIliB, Oyno
3aMpoBaPKEHO METOMIM KOMIIEHCAIlll 3aTPUMOK, SIK Tepea0adyeHHs Ha CTOPOHI KJIE€HTa Ta

Ha CTOPOHI1 cepBepa, 11100 rpa mnpaioBaia ctadiapsHo. Po3pobiieHa BiacHa mijacucTeMa Jjist
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KepyBaHHSl OHJaiH-cecisimu. Ha 0a3i onmailH cucremu, Oyno o0OpaHO CTBOPUTH
0araTOKOpUCTYBallbKUil OHJAWH 1myTep. Jias HBOro po3MISHYTH 1 3acCTOCYBaTH
KOMIIOHEHTHU MIATBEPAKEHHS NONaJaHHs, CHCTEMY B1ICTE€KYBaHHS I'PaBIIiB.

[Mornubnennst B cBiT MepexeBux irop y Unreal Engine - me kpok y maiiOyTHe
PO3pPOOKH 1rop, IKUW Ma€ BEIUKHUM MOTEHITIAM ISl TBOPUOCTI Ta pO3BUTKY. PesynbraTy 1miei
MaricTepchbKoi poOOTH HE JMILIE CHPUATUMYTh PO3MIMPEHHIO HAYKOBUX 3HAHb y Taiysl
pPO3pOOKM OaraTOKOPUCTYBAI[bKUX 1rop, aje W CTaHyThb KOPUCHUMHU MPAKTHYHUMHU
PEKOMEHAALISIMUA JUIsl pO3POOHMKIB, SIKI NMPArHyTh J10JaTH MEPEXKEBY CHUCTEMY JI0 CBOIO
NpOEKTy a00 MOKPAIIUTH SAKICTh Ta €(PEKTHUBHICTh ICHYIOYOI CHCTEMH, PO3pOOJIeHOT 3

Bukopuctanusam miargopmu Unreal Engine.
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PO3JILT 1
OIJISI/I TA AHAJII3 MEPEJKEBUX IHCTPYMEHTIB

B cyyacHOMy pO3BUTKY IHIYCTpii BiJEOIrOp OCOOIMBO Ba)JIMBUM AaCHEKTOM €
MOJKJIMBICTb CTBOPEHHS 3aXOIIMBUX Ta IHHOBALIMHUX MEPEKEBUX 1rop, sIKi 3a0e3MeuyOTh
ONTUMAJIbHY T€UMIUICHHY SIKICTh Ta BUCOKMM PIBEHb B3a€EMOJi TI'PaBIIB y Mepexi. Y
3B'SI3Ky 3 1M, po3ainl "Omisg Ta aHami3 MEpeKeBUX IHCTPYMEHTIB'" MOE€i AMIIIOMHOT
poOOTH BHU3HAYAETHCS K KIIIOYOBHM €JIEMEHT, CHPSMOBAaHUA HAa BHUBYCHHS Ta
CUCTEeMAaTUYHUN  aHai3 TEepPeJOBHX  MEPEKEBUX  IHCTPYMEHTIB, SKI  aKTUBHO
BUKOPHUCTOBYIOTHCSL y Cy4acH1d po3poO1li BIAEOIrop.

VY CBITII MIBUJIKOTO PO3BUTKY IHIYCTPii BIJCOIrOp, BaXKJIMBO BPaxoBYyBaTH, IO
BUKOPHUCTaHHSI MEPEKEBUX IHCTPYMEHTIB BU3HAYA€ YCHIX OYIb-SIKOIO Cy4acHOro IeiM-
IPOEKTy. Y IIbOMY KOHTEKCTI MM MPUIUIIEMO OCOONMBY yBary 4OTHPbOM BH3HAYCHUM
MPOBIAHUM 1HCTPYMEHTAM:

e Unreal Engine,

e Unity,

e CryEngine,

e Amazon Lumberyard.

KoxeH 3 1ux ABUTYHIB Ma€ CBOi BJIACHI YHIKaJbHI PUCH, IO BU3HAYAIOTh iXHIO
BIIMIHHICTh Ta MPU3HAYEHHS B KOHTEKCTI PO3POOKU MEPEKEBUX 1rOP.

AHami3z 1ux miathopM M03BOJUTh HaM IIUOIIE 3pO3YyMITH iXHI (DYHKITIOHAJIbHI
MOMJIMBOCTI, @ TAaKOX BU3HAYUTH TE€peBarv, OOMEXKEHHS Ta JOCTYIHICTb, SIKI BOHHU
Ha/MaTh po3poOHukaM. [lopiBHsHHS (yHKIiOHama irpoBux auryHiB: Unreal Engine,
Unity, CryEngine Ta Amazon Lumberyard normomo»e BU3HAUNTH ONITUMAIbLHUN BUOIp JUIs
KOHKPETHOTO IFPOBOTO-IIPOEKTY, BPAXOBYIOUM MOro yHIKajdbHI BHUMOIH, OIOMKET Ta
crienmikarii.

3okpeMa, y IMbOMY pO3IUJII MU JETAIBHO PO3DISIHEMO TEXHIYHI MOXKIIMBOCTI,
apXITeKTypHI OCOOJIMBOCTI Ta 1HCTPYMEHTAJIbHI 3acO0H, SIKI HAJa€ KOXKEH 3 JBUTYHIB,
30kpemMa 3 (okKycoM Ha iXHIO 3aTHICTH JO ONTHUMI3aIlli Ta MIATPUMKHA MEPEKEeBOI

B3aeMOii TpaBiliB. Lleit po3ain Oyae CayKUTH MATPYHTAM JJIs1 TIOJIAJIbIIMX BUCHOBKIB Ta
11



pEKOMEH/Iallli 1010 BUOOPY MEPEXKEBOr0 IHCTPYMEHTY JJIsi KOHKPETHOTO pO3pOOHUKA YU

KOMaH/1 pO3POOHHKIB BiJI€OIrOp.

1.1 Unreal Engine

Unreal Engine € omHuM i3 HaWMOMYISPHIIIMX IFPOBUX MEPEKEBHUX JBUTYHIB Ha
puHKY. BiH BiJOMHUI CBOEIO TOTYXXHOIO Tpadikoi0 Ta POMUPEHUMU MOKIUBOCTSIMH JIJIS
po3pobOku OaratokopuctyBalbkux irop. UE po3pobuna xommanis Epic Games mis cBoei
rpu mig Haszoro Unreal, i micist mboro OBUTYH CTaB momyispHuM. Hamucanuit MOBORO
nporpamyBadHs C++ Ta JABUTYH Ma€ BJIACHY CHCTEMY Bi3yaJlbHOTO IMpOTpamMyBaHHS —
omonpiaTH[2].

Penakrop nsuryna Unreal Editor ctBopeHmii 3a HpPUHIMIIOM, IO ITiJCYMKOBUI
pe3ynbTaT He BiAPIZHATHMEThCS BiJ Horo 300paxkeHHs B 3D Viewport. Pemaxrop myxe
3pyYHU NI BAKOPUCTAHHS: BC1 acceTu (MoJei, yKepea OCBITIICHHS, Bi3yalibHI €()eKTH)
MOXKHA BIJJpa3dy pO3MIIIATH Ha IrpOBIM CIIEHI, MEPETATHYBIIM iX 3 IMaroK Ji€ BOHHU
30epiratotees. Y cBoiit ocHoBi Unreal Editor MmojkHa Ha3BaTH KOMIUIEKCHOIO CHCTEMOIO,
[0 CKJIAJAEThCsl 3 Oe3Jiul PelakTopiB, sKa CIpPSIMOBaHA Ha Te, MO0 3pOOUTH Mpolec
po3po0OKH MakcuManbHO HuUTicHUM. Ha pucynky 1.1. 300paxeHo MEHIO peJakTopa IBUTyHA

Unreal Engine.

oF
L
L
I
L

(»

Puc. 1.1. Mento penakropa nsuryna Unreal Engine
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OcnoBHi MmoxxBocTi aBuryHa Unreal Engine:

1

Onrtumizanis: Sk MoBy mporpamyBanHs s Unreal Engine BUKOpUCTOBYEThCS
C++. Lle moTyxHa, MIBUJKA, aje JOCUTH CKJIaJHA MOBA, SIKY HEIIPOCTO BUBYUTH
3 HyJs. [Ipote, 3acTocyBaHHS K0T 103BOJIsIE JOOPE ONTUMI3YBATH ITPH.

Bucoka sxicth rpadiku: Unreal Engine ciiaBUTbCsS CBOEIO HMOTYKHOIO I'padikoio
Ta MOXJIMBICTIO CTBOPIOBATH pPI3HOMAHITHI IrpOBI CBITH 3 JIOKJIQJAHUMU
TEKCTYypaMHU, OCBITIICHHSM 1 epeKTamu.

Mepexesa cucrema: Unreal Engine Bximtodae BOyZOBaHY MEPEKEBY CHUCTEMY,
sKa JO3BOJISIE JIETKO CTBOPIOBATHM OaraTOKOPUCTYBAIbKI ITPH 3 MIATPUMKOIO
PI3HUX apXITEKTyp Mepexi, Takux sk client-server ta peer-to-peer.

Po3mmpeni moxkiuBocti ¢izuku: Unreal Engine miaTpuMye NOTY)KHY CHCTEMY
Gb13uKH, sKa JI03BOJISIE CTBOPIOBATH pPEATICTUYHI (I3MYHI B3a€EMOJII MIX
00'eKTamMH B Ipi.

bararormiargopmuicte: Unreal Engine mo3Bossie po3poOmsatu irpu At pisHAX
iardopm: T1K, koHCOm1 Ta MOOLTBHI IPUCTPOI.

[Honynspuicte: Y UE Benuye3Ha Ta TOBAapUCbKa CIUIBHOTA, 3 BEJIHMKOIO
KUIBKICTIO HaBYAJIbHMX MaTepialliB Ta TOTOBUX aCCETIB, SKI MOXKHA BIJIBHO
BUKOPUCTOBYBATH Y CBOIX IPOEKTax, IO CKOPOYY€E BapTICThb Ta TPUBAIICTH
PO3pPOOKHU.

[Mintpumka: Epic Games miarpumye po3poOHHKIB. [IpoekTH, ki KOMIaHis
BU3HA€E MEPCIEKTUBHUMU, MOXKYTh BUTPAaTH I'PaHT Ha cymy Bia 5 10 500 Tucsy
JI0JIapiB.

beskomroBHa mineH3is:. Y JIEH31MHIN yrofl 3a3Ha4yeHoO, IO JIOKU Tpa HE
OKyNUTh cebe 1 He mpuHece | MUIBHOH AojapiB MpuUOYTKY, TBUTYHOM MOXKHA
KOopuCTyBaTHcsl Oe3komToBHO. Jlanmi moBenmeThcst crutadyBaTu 5% BiI CyMu

npudyTKy

OOMeXeHHS:

1. Ckmagnicte B ocBoerHi: Unreal Engine BBa)kaeThCs BaKKHUM IIJIs1 OCBOEHHS, 1

PO3pOOHUKAM MOXKe 3HaA0OUTHUCS Oarato yacy Ta 3yCuib, 100 OMaHyBaTH HOTO.
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2. Bucoki Bumorn a0 obnamHanHs: PospoOka B Unreal Engine moxke Bumarartu
MOTY>KHUX KOMIT'IOTEPIB Ta BEIMKOT OOUMCIIOBAIIBHOT TOTYKHOCTI.

3. Jlosruii vac po3poOku: CtBOopeHHs irop B irpoBomy jasuryni Unreal Engine
MOJKE 3aiiMaTu OUIbIIE Yacy, Hi’K Ha 1HIINX ITPOBUX JBUTYHAX

4. Moxmugicth poootu 3 C++: Xoua Unreal Engine mintpumye po3poOky Ha C++,
e MOXke OyTH OOMEXEHHSM JJii PO3POOHMKIB, sIKI OlbIIe BIIEBHEHI B 1HIIHMX

MOBAaX ITPOTPaMyBaHHS.

1.2 Unity

Unity - momynsipHuii irpoBH JIBUTYH, SKHH BUKOPHUCTOBYETBHCS JJISI CTBOPCHHS
0araToKOpUCTyBallbKUX 1rop. Y HbOMY € PI3HOMAaHITHI KOMIIOHEHTH Ta IHCTPYMEHTH MJIs
poboTH 3 rpadikoro, aHiMaIli€r, (i3HKOI0 00'€KTIB, 3BYKOM, I1a0IOHAMH Ta cKpurtaMu|3].

Ha pucynky 1.2. 300paxeno intepderic cepenopuina Unity.

0194 1461 Mersonad < X1 1=

Aes
[
-
-
Pac

=
-
o
u
[
-
-
-

Puc. 1.2. Tatepdetic Unity

MosMBOCTI:
1. Illupoka migTpumka twiatopm: Unity migtpumye Oarato r1uiatdopm,

BKJTFOUAIOYU MOOLTBHI, KOHCOJIBHI Ta BEO irpH.
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Crpomena po3podka: Unity BimoMuid CBO€IO JIETKICTIO BUKOPUCTAHHS, IO
pPOOUTH OTO TOCUTH TOCTYITHUM JJI1 HOBAYKiB.

AxrtuBHa cribHOTa: UNity Mae BeIMKYy aKTHBHY CIIUJILHOTY Ta 0arato pecypcis
I HaBYaHHS.

OOMexeHHS:

[IpoaykTuBHICTB: irpu po3poOmeni Ha Unity MOXyTh BHMaraTd 3HAYHHX
O0UYHCITIOBATBHUX Ta TpadiuHUX PEecypciB, OCOOIMBO SIKIIIO BOHU MAalOTh BETUKY
KUIBKICTh IMHAMIYHUX 00'€KTIB Ta CKJIagHuX edekTiB. Lle Moke Mpu3BOAUTH J0
HU3bKOT TMPOAYKTMBHOCTI Ha CHIAOKIIMX MNPUCTposiXx abo  BiICYTHOCTI
MO>KJIMBOCTI 3aITyCKaTH TPy Ha HUX B3arali.

[IpoGnemu 3 onTumizamiero: OnTuMizallisi 1TPOBOTO MNPOEKTY € BaXJIMBOIO
3amadero. KpocmiargopmoBi Ta Kpoc >KaHpOBI JBUTYHHM MalOTh MEHIILY
NPOAYKTUBHICTb Y MOPIBHSAHHI 3 BYy3bKO HalpaBIeHUMU JBUTryHamu. Lle BrumBae
Ha MIBUAKICTb pOOOTH, AKICTh Tpadiku Ta FPS

Cnenudiuni ana miargopmu oomexeHHs: Po3poOka s pi3HuX miarGopm Moxe
BUMAaraTi BHpIIICHHS crenudiuyHux i1 HUX oOMexeHb Ta BuMor. Unity moxe
00OMeKyBaTH MOXJIMBOCTI pO3pOOHHKIB Ha JESKHX IIargopmax.

OOMexeHa MiaATpUMKa MOB mporpamyBaHHsa: Unity B 0OCHOBHOMY BHKOPHCTOBYE
C# nns mporpaMmyBaHHS, 1 X04a II€ TIOTY>)KHa MOBA, JESKI PO3POOHUKUA MOXKYTh
Oa)kaTu BUKOPHCTOBYBATH 1HILII MOBH, Taki sik C++.

Crerudiuni oOMexxeHHsT OeskomToBHOT Bepcil: UNity Hamae OGe3KOMITOBHY
BEpCII0, ajle BOHA Ma€e OOMEXEHHS, Takl K OOMEXEHHS JOXIJHOTO MOpOry s

0€3KOIITOBHOT BEPCii Ta BIACYTHICTh EAKUX JTOJATKOBUX (DYHKIIIM.

CryEngine

CryEngine — irpoBuii IBUT'YH BiJIOMHI CBO€IO IETaTI3AIl€l0 Ta peani3MoM Tpadiku.

CryEngine rmaHyBaBcs CTaTH 3aKpUTHM JIBUTYHOM JUISI  CYTO BHYTPIIIHBOTO

BUKOpHUCTaHHS, asie y 2016 poiii cTaB TOCTYNHUI JJIs1 BAKOPUCTAHHS Ta KOJ JBUTYHA OyB

omybmikoBanuM Ha GitHub. Ha pucynky 1.3. 300pakeHo iHTepdelic cepeaoBuiia

CryEngine[4].
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cry - CRYENGINE Sand|

Transform

Puc. 1.3. Intepdetic CryEngine

OcnoBHi MoxxiBocTi CryEngine:

Peanictuuna rpadika: CryEngine BigoMuii CBO€rO JeTajizaii€ro Ta TpadigHoro
sKicTio[5].

®i3uka 1 peanizMm: BiH Mae moTyxHy (Pi3UUHY CUCTEMY, IO JAO3BOJIIE CTBOPIOBATU
peanicTuyHi ¢i3UUHI B3aEMO/III.

Monynbricte: CryEngine miarpuMmye MOIYIBHICTB, IO JO3BOJIIE PO3LIMPIOBATH
Horo (PyHKI[IOHAJIBHICTH 32 TOTPEOH.

OcHosHi oomexxernst CryEngine:

Bucoki BuMoru mo0 obnagaHanHs: Po3poOka B nBmkky CryEngine mMoske BUMaraTu
MOTY)KHUX KOMM'IOTEPIB 1 rpadiyHuX KapT AJs JOCSITHEHHS MaKCHUMAaJIbHOI SKOCTI
rpadiku.

OOmMmexeHa criyibHOTa 1 JToKyMeHTanis: Y mopiBasaHI 3 Unreal Engine Ta Unity,
CryEngine Moxe MaTu MEHIIy CHUIBHOTY Ta OOMEXEHY KUIbKICTh JOCTYITHOI

JIOKYMEHTAIII1 Ta PeCypCiB AJIsl pO3POOHUKIB.
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1.4  Amazon Lumberyard

Amazon Lumberyard - ue irpoBuii pymriii po3poOiieHui i BUMYIICHUH KOMIaHI€0
Amazon Web Services /IBuryH mnpu3HaueHHW JJIsi CTBOPEHHS BiJCOIrop 1 BIpTYaJbHUX
CEpEOBHIL, 1 BiH MOEAHYE B cOO1 pi3HI (QYHKIIT Ta IHCTPYMEHTH IS PO3POOKH 1rop, a
TakoX miarpuMye Kinbka mardgopMm[6]. Ha pucynky 1.4 300paxkeHo iHTepdeiic

cepenosuiiia Amazon Lumberyard.

Lumberyard Editor Beta [x64] - Build 1072150 - DynamicVegetationSample

T T e AWS  Help

R4,  4aphl eema XY Z X /ada

Puc. 1.4. Tntepdeiic Amazon Lumberyard

MOoXAMBOCTI:

1. InrerpoBaHa cucTema: JBUTYH MICTUTh BEJIHMKY KIJIbKICTb I1HCTPYMEHTIB ISl
pO3pOOKH 1rop, Taki SIK BI3yaJlbHUM PEJAKTOp PIBHIB, PENAKTOp MaTepialis,
aHimarii, ¢i3uku, aymio Ta iHmI. Bci mi 1HCTpYMEHTH IHTETpOBaHI B €IWHE
CepeIOBHILIE.

2. Inaterpamist 3 AWS: mardopma sterko interpyerses 3 Amazon Web Services (AWS),
110 J103BOJIsSIE BUKOPUCTOBYBAaTH XMapHI peCcypcH JUIsl TPH, BKIIIOUA0YM OOUMCIICHHS,

30epiraHHs JaHuX Ta 6araro 1HIIOTO.
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Mupoka miarpumka s VR ta AR: J[BI>KOK MIATpUMY€E BIPTyaslbHY Ta JOTIOBHEHY
peanbHiCTh, 10 poOUTH HOro mikaBuM BHOOpoM st cTBopeHHs VR- T1a AR-
IIPOCKTIB.

['0TOB1 MYNIBTHILICEPHI PILLIEHHS: CEPEOBUIIE PO3POOKH Ma€ BOYIOBaHY MiATPUMKY
MYJIBTUILICEDPY, BKIIOYAIOYN TOTOBI KOMIIOHEHTH JIsl CTBOPEHHSI MEPEKEBUX 1TOP.
Benuka cnuibHOTa: € aKkTUBHA CIUJIBHOTa PO3POOHUKIB, sIKA MOXE HaJaBaTu
MiATPUMKY Ta TOTIOMOTY 3 MMTaHb BUKOpucTaHHs Lumberyard.

OOMeKeHHS:

Baxkuit HapuanpHHMI mOpir: Amazon Lumberyard - 1me ckimamHuii JBWKOK, 1
BUBUCHHS HOro MoXke OyTHM BHUKJIMKOM [Jii HOBadkiB. BiH BuMarae A0CBilly B
po3po0i1ii irop.

OOmexxeHa miATpUMKa MOBHU TIporpamyBaHHs: Lumberyard BHKOpHCTOBYe BilacHY
MoBy Lua Script Canvas, mo Moxe OyTH 0OOMEXKEHHSAM JJi pO3pOOHHUKIB, SIKI BXKE
BOJIOJIIOTh 1HIIMMUA MOBaMH MPOrpaMyBaHHs, TaKuMU sik C++.

OOmexenHs Ha miartdopmax: Ha nei yac ABUTYH MIATPUMY€E OOMEXKEHY KUIBKICTh
1atopm Jisi BUBEJICHHS 1rop.

[IutanHs moao cTikocTi Ta myomikamii: Jleski po3poOHUKM BKa3ylOTh HA MUTaHHS
100 CTIMKOCTI Ta myOumikaiii irop, creopenux Ha Lumberyard.

OOMmexxeHa CHiIbHOTA TOPIBHSHO 3 IHIIMMH JBWXKKaMH, Takumu sik Unity a6o
Unreal Engine.

Amazon Lumberyard - 1ie 1ikaBuii ABMKOK [JISI PO3POOKH irop, 0COOIUBO IS THX,

XTO IJIaHy€ BUKOpHCTOBYBatH xmapHi pecypcu AWS. Ilpote, BiH Moxke OyTH CKJIaJHUM

JJIIsL HOBA4KIB Ta BUMAarat II€BHOIO qacy 1JI1 BUBYCHHS Ta OCBOCHH:A BCIX MOJKJIMBOCTEH

Ta 0OMEXKEHbD.

BucHoBku

Posrnsgarour 4oTHpW BU3HaueHHMX irpoBux asuryHiB - Unreal Engine, Amazon

Lumberyard, CryEngine Ta Unity - y KOHTEKCTI IXHIX MEpEXEBUX I1HCTPYMEHTIB,

BU3HAYMB, II0 KO)KEH 3 HHUX Ma€ CBOI YHIKaJbHI MOXJIMBOCTI Ta OCOOJIMBOCTI, SKi

B1J100pa)KatoThCsl HA PI3HOMAHITHUX aCHEKTax po3poOKU 6AraToOKOpUCTYyBALbKUX 1TOP.
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Unreal Engine Bpaxae CBO€I0 TOBHOIIHHOI MEPEKEBOI  MIATPUMKOIO,
BOYJOBaHMMHU 1HCTPYMEHTaMU HAJisl peaiizamii sk KII€HT-CEpBEpHUX, Tak 1 peer-to-peer
MEpexeBHX pilleHb. MOro pO3BHHYTI 3acO6H HO3BONSIIOTH CTBOPIOBATH MAcCIITAaGHI
0araToKOpHUCTYBaIbKi iTpH 3 BEJIMKUMHU MOKJIUBOCTSIMU ISl HAJIAIIITYBaHb.

Amazon Lumberyard, 31 cBoeto iHTerpaitiero 3 Amazon Web Services, BUpi3HI€TbCS
XMapHOI0 MIJTPUMKOI0 Ta MOXJIMBICTIO BUKOPHUCTAHHS PpO3IMOJAUICHUX PpECypcCiB s
MOKPAIICHHS MEPEKEBOI MPOAYKTUBHOCTI Ta MacIITabOBaHOCTI TTPOCKTIB.

Unity, 31 CBO€IO0 BEJIUKOIO MOMYJISPHICTIO Ta PO3BUHEHICTIO, HAJA€ IIUPOKI
MOJKITHBOCTI JIJIsl peanizarii 6araTokopcTyBalbkux irop. Moro cucrema UNet mo3Bonse
JIETKO HAJIAIITOBYBaTH MepexeBl (PYHKIIII, 1 MIPU 1IbOMY BiH 3aJIUIIAETHCS JOCUTH JIETKUM
JUTsI BABYCHHSI JIJIs1 PO3POOHUKIB YCIX PIBHIB.

CryEngine Hajae iHCTpyMEHTH JUIsl CTBOPEHHS OaraTOKOpUCTYBalbKUX 1Op p13HOTO
MaciTaly, 3a0e3nedyrour pO3IMIMPEeHI MOXKIMBOCTI JJII PO3POOKH MEpPEKEBHX acCIEeKTiB
npoekTiB. [Ipore, BapTo BiA3HAUMTH, [0 BHBUEHHA Ta ocBoeHHA CryEngine Moxe
BHMAaraT OUIbIIE 3yCUIIb B MOPIBHAHHI 3 THIIMMU HOMYJISPHUMHU ITPOBUMH JIBUTYHAMMU.

KosxeH irpoBuil JBUTYH BIJ3HAYAETHCS CBOEIO YHIKAJIBHICTIO Ta CHEUU(PIYHUMHU
nepeBaraMu B cdepi poOOTH 3 MEpPEKEBUMH IHCTpyMeHTaMH. [Ipu BHOOpPI KOHKPETHOTO
JBUTYHA BAXJIMBO BpAaxOByBaTM HE TUIBKM HWOTO TEXHIYHI MOXJIMBOCTI, ajie W
CIPSIMOBAHICTh TMPOEKTY, PIBEHb EKCIEPTHOI KOMaHIU PO3POOHUKIB, a TaKOX BIIAaTH
nepeBary  3acobam, fKi  HalOuUIbIle  BIJAMOBIJAIOTH  KOHKPETHHMM  MOTpedam
OaraTokopucTyBallbkoro mpoekrty. [IpoananmizyBaBim yci HasiBHI 1TpOBI JABUTYHH, IJIs

po3po0OKu Ta aHami3y Oyio oOpano irpoBuii nuryH Unreal Engine.
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PO3ILI 2
MEPEJKEBA APXITEKTYPA TA TEXHOJIOTTi B OHJIAMTH CHCTEMAX

B cyuacHomy tudpoBomy manamadTi, Ae BipTyaJdbHUN CBIT 1 PEaIbHICTh CTAIOTh
BCce OuUIbllIe B3a€EMOIOB'SA3aHUMH, MEpEXKEBa apXITEKTypa Ta MPOTOKOJIU TparoTh
HEBIJI'€MHY pOJIb Y CTBOPEHHI MOTYXKHUX Ta IHHOBallIMHMX OHJIaiH cucteM. OpHak,
PO3YMIHHSI Ta BMIHHS BHOpaTH ONTHMAJbHI MiIXOAU CTAIOTh BUPIMIAJEHUMHU aClEKTaMu
JUIsE PO3POOHUKIB, IO MPALIOIOTh HaJ BUCOKOMPOAYKTUBHHUMH Ta MacliTabOBaHUMU
MPOEKTaMHU.

[eli po3ain MpUCBAYEHUN IIMOMIOMY PO3IISAAHHIO MEPEKEBOI apXITEKTypH Ta
NEPEeOBUX TEXHOJOTIH, Kl JI03BOJIAIOTH OHJIAiH cHucTeMaM €(EeKTUBHO B3a€MOJIATH,
HaJIiHO OOMIHIOBaTHCS JaHUMHU Ta 3a0e3leuyBaTh HENEPEBEPUICHUN KOPUCTYBALbKUN
nocBia. byne po3misiHyTO KIIFOYOB1 KOHIIEMINT, K1 J€XaTh B OCHOBI TaKUX apXiTEKTyp, a
TaKOXK TMPAKTUUYHUNA ACTEKT BHUKOPUCTAHHS PI3HOMAHITHUX MEPEXKEBUX TEXHOJOTIN Y
Cy4aCHHUX OHJIAH CHCTEMAaX.

B pamkax 11p0ro BHBYEHHSI MM PO3IJIIHEMO Takl acmekTH, sk BuOip Mk Client-
Server ta Peer-to-Peer apxiTekTypaMu, BUKOPUCTAHHS PI3HHX MEPEXKEBHX MPOTOKOIIB,
takux sk TCP/IP ta UDP nns mepenmadi maHux Ta 3a0e3MedYeHHs IMIBUAKOAIT B PEXKUMI
peaibHOTO Yacy, a TaKOXK po3ropHeMo TexHoJjorii, sik Listen Server ta Dedicated Server,
K1 3a0e3NneuyloTb MUTTEBY Ta edexkTuBHUM o0O0MiH iHpopmaliew. IIpoananizyemo
MepexeBi 0i0mioTeku Ta dperimBopku Unreal Engine. Po3risiHeMo cydacHi iHCTPYMEHTH,
taki sk Unreal Networking Architecture, Steamworks Networking, Online Subsystem Ta
1HOIl, $K1 BHOPOB3PKYIOTh HOBATOPCHKI MIAXOAUM 10 NOOYyAOBM CTaOUIBHUX Ta
MacIITa0OBaHUX MEPEKEBUX CUCTEM.

BaxxnuBuMm acriektom Oyze aHajigi3 METOAIB KOMIICHCAIlll 3aTpUMKH B OHJIAMH
HIyTepax, /e po3B'sa3aHHs MPOoOJIeM 3aTPUMKH € KIIOUYOBUM [Tl 3a0€3MeUeHHs MIaBHOI Ta
YECHOI T'PH.

Merta 115010 PO3ILTY - 3pOOUTH MOTIMOICHUN OISl MEPEKEBUX ACIICKTIB OHJIANH
CHUCTEM, PO3KPUTH I1XHI MOXJIHMBOCTI Ta BH3HAYUTH ONTHMAIbHI TPAKTUKH IS

3a0e3MeueHHs cTabUIBHOT Ta MIBUIKOI B3AEMO/IIi B OHJIAMH CEPEIOBHIIII.
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2.1 ApXiTeKTypHi KOHIeNii y Mepe:keBOMY IPOrpaMyBaHHi

B cBiTI cydacHMX TEXHOJIOTIM, MepexeBe MpPOrpaMyBaHHs BU3HAYa€ MUIAX JUIS
IHHOBALll Ta 3pYLIEHb Yy PI3HUX Taly35iX, PO3YMIHHS apXITEKTYpHUX KOHLEMIINA CTae
KJIFOYOBUM €JIEMEHTOM YCIIIIHOI PO3pOOKU Ta €()EKTUBHOIO BUKOPUCTAHHS MEPEKEBUX
cucteM. Llel po3aisl mpUCBIYCHUN JOCTIIHKEHHIO Ta aHAII3y apXiTeKTYPHUX MPUHIIUIIB y
MEpEKEBOMY IPOTPaMyBaHHI, BIJKPUBAIOYN YHIKAIbHI MOXKIMBOCTI Ta BUKIWKH, SKI
CTOSITh TIEpe]l pO3pOOHHMKAMHU TIiJ] Yac BHOOPY TEXHOJIOTil JJII PO3pOOKH MPOrpaMHOIo
MIPOIYKTY.

A po3misinaB pi3HI KOHUENII, K1 BU3HAYAIOTh CTPYKTYPY Ta B3aEMOJIII0 MEPEKEBHUX
CUCTEM, IXHI MepeBaru Ta HeAOIIKU, a TAKOXK JOCIHII)KYBaB, K Il KOHIICMII1 BIUTUBAIOTh Ha
MPOAYKTUBHICTh, MacIITa0OBaHICTh Ta O€3MeKy MporpaMHux pimeHb. Po3min Takox
pO3IVISTHE Cy4YacHI TEHJEHINI y MEpPEeKeBOMY MpPOrpaMyBaHHI Ta POJb aApXITEKTYpPHOTO
X0y Y BUPIIIEHH] CKJIAJTHUX 3aBIaHb, 1110 CTOSTh MEepel PO3POOHUKAMH.

3aHyproloYuch y 1el po3aii, Oyae po3KpUTO Ta MPOaHaTI30BaHO OCHOBHI MOHSITTS,
JI03BOJISIFOUHM TTHOIIIE PO3YyMITH Ta €(h)eKTUBHO BUKOPUCTOBYBATH apXITEKTYPHI KOHIICTIIT Y

BJIACHUX MCPCIKCBUX IIpOTrpamMax.

2.1.1 ApxirekTtypa client-server

ApXITEKTypa KIIEHT-CEPBEP € ONHIEI0 3 KIIOYOBUX KOHUEMNUIA y MEpEeKEeBOMY
MporpamMyBaHHi, sIKa BU3HAYA€ CTPYKTYPY B3a€EMOJIIT MK pI3HUMU KOMIIOHEHTAMU CUCTEMU
Ta BUKOpUCTOBYeThca B Unreal Engine. ¥V miil apXiTekTypl iCHy€e JBa OCHOBHHMX THIH
B3a€EMO/IIi: KIIIEHTCHKUW KOMI'IOTEP, SIKWW 1HILIIOE 3alUTH, 1 CEPBEP, KU BIANOBIAAE HA
Il 3alUTH, HAJAI0YU BIAMOBIAI Ta HEOOXIAHI pecypcu. Y KOHTEKCTI IrpoBUX TMaThopm
KJIIEHTaMH € TpaBli, AKl MIAKIOYAIOTHCS 10 LIEHTPATI30BaHOTO cepBepa Ui ydacTl y
rpi[7].

B omHOkopucTyBanpkiii 200 JOKaNMbHO OaraTOKOPUCTYBAIbKiM Tpi, CUCTEMa
3aIyCKa€eThCsl JIOKALHO B OKpeMiii rpi B pexxumi Standalone.

SIKicTh IrpoOBOTO IOCBIY YCIX I'paBliB HE 3aJ€KUTh BiJ 3'€IHAHHS MK KJIIEHTOM Ta

CEepBEpPOM Ta HE OOMEXYEThCS 3aTPUMKOIO TpaBlisl 3 BEIMKMM TMiHroM. lle no3Bommio
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IpaBISIM MPUEIHYBATHUCS Ta 3aJIMIIATU TPy B OyIb-SKUH MOMEHT, a TaKOXK IMOJIIMIITYBAJIO
MacIITabOBaHICTh, OCKUIBKM BHUKOPUCTAaHHS apXITEKTypHU KIIIEHT-CEpBEP 3MEHIIYBajo
CEpEeAHIO TPOIYCKHY 3AaTHICTh, HEOOXIAHY Ui KOXKHOTO TpaBist. barato crpareriyHux
1rop MpaIo0Th caMe TakK.

Ha pucynky 2.1. mpeacTaBieHO MpPUKIAA JIOKAIBHOTO 3’€JHAHHA 3a JOMOMOTH
Client-Server moneni, ae yci rpaBii miakmodeHi 10 ogHoro [1K i HanpsMy KepyoTh yciMm y
I'pi, HABKOJIUIIHIHM CBIT 1 KOPUCTYBALIbKUH 1HTEpQEIiC Ta BC1 pe3yabTaTu 00pOOISIOThCS Ha

OIH1Il MaIlInHI.

Puc. 2.1. Client-Server Model B jjokanbHil cucTemi

OcHOBHI TPUHITUIN apXiTEeKTypH client-server BKIIIOYaIOTh HACTYITHE:
1. Posnonuienuit goctymn n0 pecypciB: CepBepu HaIalOTh PECYpCH, Kl MOXKYTh OyTH
3araJIbHOJIOCTYITHUMHU [IJIs1 0araThOX KIIIEHTIB, Taki sk ¢aiinu, 0a3u naHux, BeO

CTOpIHKA TOIIIO.
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2. llentpamizoBana 00poOka 3ammtiB: CepBep BiAMoOBimae 3a oOpoOKy 3amwTIB Bix
KIIE€HTIB 1 Hajacwiae iMm BignoBimi. Ile cmpomye posmoxinenHs GyHKIINA Ta
3a0e31euye KepyBaHHS 1 00CIIyTOBYBaHHSIM BEJIMKOi KiJIbKOCTI KIIIEHTIB.

3. Cepmepre mnporpamue 3abe3nedcHHs: CepBep Mae crmeliajgizoBaHe IporpamMHe
3a0e3MeYeHHS TSI HaJaHHs IEBHUX TOCITYT a00 JOCTYITy JI0 peCcypcCiB.

4, Kmientceki gonatku: KilleHTH B3a€MOMIIOTH 13 CEpPBEpPOM 3a JIOMIOMOTOIO
KIIIEHTCBKUX JOJATKIB, sIKI HAAAarOTh i1HTep(dEHc s KOopuCTyBada Ta Tepenady
3aIUTIB J0 cepBepa.

5. Komynikaris depe3 mepexy: Kiientu Ta cepBepu OOMIHIOIOTHCS JaHUMHU 4Yepes
MepexeBe 3'€JHaHHS, SKE& MOXe OyTH peani30BaHO pI3HUMHU CHOCOOaMH,
Biiroarourt HTTP, TCP/IP, UDP, FTP 1 iH111 mpoToko:mu.

VY MepexeBiii OaraTokopucTyBallpKiii rpi aBmkok Unreal Engine BHKOpHCTOBYE
MoJieNb KiieHT-cepBep. ONMH KOMIT'IOTEp y Mepexki i€ SIK cepBep 1 pO3MIILy€E CeaHC
OararokopucTyBalbkoi rpu, a [IK iHIMX TpaBLiB Mia’ € JHYIOTHCS 0 CEPBEPA K KITIEHTH.
Cepsep Hajcunae iHPOPMAIIIEID PO MOTOYHUM CTaH TP 3 KOXKHUM TpaBlEM 1 Halae iM
3aco0u ISl CMUIKYBaHHS OJUH 3 OfHUM. Ha pucyHky 2.2. nmpeicTaBieHoO SK Bi10yBa€TbCs
00poOka iHpopmarlii Mixk cepBepoM(1) Ta miaKIIOUEHUME 10 HbOTO KilleHTamu(2). Cepep

00po0III0E yCi a1, a KIEHTH TOKa3yI0Th TPy KOPUCTYBauaM.




Puc. 2.2. Client-Server Model B GaratokoprucTyBalbKiii CHCTEMI

MoxxmBocti Client-Server Model:

1. Cunxponizaiis Ta KOHTpOJb: LI apXiTekTypa HaJae MOBHUIN KOHTPOJIb HAJ[ TPOIO
111 cTaHOM, OCKIJIBKH CEpBEP BIJINOBIIA€ 3a BCI PIIIEHHS Ta IEPEBIPKH.

2. MoxinuBicTh MaciuTaOyBaHHS: BoHa 103Bojsie jerko MacuraOyBaTu rpy i
OLTBIIIOT KUTHKOCTI TPABIIIB.

OOMexeHHS:

1. 30inbiieHa 3aBaHTaXeHICTh Ha cepBep: CepBep MOBUHEH 0OpOOISATH BCl 3aITUTH
BiJl TPABIIiB, III0 MOXKE CTBOPIOBATH BEIIMKE HABAHTAXCHHS HA CEPBEP Y BEIUKUX
Mmaciradax.

2. MepexeBa 3aTpUMKa: 3aTpUMKa BUHHUKAE Yyepe3 OOMiH TaHUMHU 4epe3 IHTEpHET
MEPEXKY, 1110 MOXKE BIUIMBATH HA PEAKI(1IO IPABIIIB.

3. Hedecna rpa ta maxpaicbKi NporpaMu: cepBep Moxe OyTH BUKOPUCTAHUM AJis
3JIOBKMBaHb Yepe3 HOro BpaszlMBOCTI. ICHye MHOTEHLial s BUKOPHUCTAHHS

HI&XpEU?ICBKHX [mporpaM, mo MOKC BUKIINKATU I[I/IC621JIaHC y Fpl

2.1.2 ApxirekTypa peer-to-peer

Konmu GaratokopucTyBallbki OHJIAWH-ITPU TUIBKA TIOYMHAJIM PO3BUBATUCA, ITpU
MOKJAJalIuCs Ha HalalTyBaHHS MEpPexi, BIIOMOiI sK peer-to-peer. Y peer-to-peer
apXITEKTypi BCI rpaBlli B3aEMOIIOTh OJIUH 3 OJTHUM O3 IeHTpabHOTO cepBepa. [Ipuctpiii
KOXKHOTO TPaBIIsl JIi€ SIK KJIIEHT 1 CEpBEP, 110 JTO3BOJISIE TPABLISAM B3aEMOIISITH OJIUH 3 OAHUM
y pexumi peanbHoro yacy[8]. Koxken rpaBeib MoXe BiANIPABISATH Ta OTPUMYBATH JIaHI Bi
IHIIMX TpaBIiB, 1 BOHU CHIJILHO BHU3HA4YaIOTh cTaH Tpu. [loHsTTs peer-to-peer Oyso
3anporioHoBane y 1984 pomi mig dac po3pooku apxitektypu Advanced Peer to Peer
Networking y xommanii IBM. P2P mepexi MoxyTh OyTH BHKOpUCTaHi 1t (Haiioo0MiHy,
0e3mocepeIHLOr0 OOMIHY JTaHUMH MDK KOPUCTYBa4aMH, PO3MOIJICHUX OOYHMCICHb Ta
iHmmx 3actocyBaHb. Llg apxiTekrypa 03BOJNIsSi€ 3MCHIIWTH HABaHTAKEHHS Ha

[IEHTpaTi30BaHl CEepBEpPU Ta MIJBUINUTA HAMIWHICTH CHUCTEMHU 3aBISKHA PO3MOIITICHOMY
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xapaktepy oOminy pganumu. Ha pucynky 2.3. 300pakeHO B3aeMmomniro peer-to-peer

apXIiTEKTYpH B MEPEKEBHX ITpax.

PEER-TO-PEER

PLAYER1 PLAYER 2

MOVE
CHARACTER

MOVE
CHARACTER

MOVE

CHARACTER MOVE
CHARACTER

MOVE

CHARACTER | PLAYER 3 | CHR‘QAV&ER

Puc. 2.3. Apxitektypa Peer-to-peer

MOKJIUBOCTI:

1. Menmmuii HaBaHTa)XEHHS Ha cepBep: Y MOPIBHSHHI 3 apXITEKTyporo client-Server,
s apXiTeKTypa MOXKE€ 3MEHIIMTH HABAaHTAXXEHHS HAa CEPBEP, OCKUIbKH TpaBlli
B3a€EMOJIIIOTH 0€3M0CEPEIHBO OJIUH 3 OJHUM.

2. MOXIUBICTh MIATPUMYBATH pexuM oduaiiH: [paBiii MOXKYTh B3aEMOIISITA OJIUH
3 OJTHUM, HaBITh SIKIIO CEPBEP BUMKHEHO a00 BTPATHB 3B'A30K.

OOMexeHHS:

1. Cunxponizalis 31 CKIaHINIOK peanizarmiero: CHHXpOHI3allisl MK TPaBIIMUA Y
peer-to-peer cucteMi Moxke OyTH CKJIQJHIIION, 0COOJIUBO B YMOBaX 0OMEKEHOIO
3B'SI3KY.

2. besneka: Ilepegaua nmaHux MK By3JaMH MOXKe OyTH MEHII O€3MEYHOI0,

0COOJIMBO SKIIO BIJICYTHI IIEHTPaIi30BaH1 TOYKU KOHTPOJIIO.
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2.1.3 Apxitekrtypa Listen Server

Apxitektypa Listen Server € omHi€ro 3 apXiTeKTyp Il MYJIbTHIUICEPHUX ITOp B

irpoBomy nBKKY Unreal Engine. V 1miif apxiTeKkTypi OIUH 3 TPaBLiB, SIKUIl (P13UYHO Tpa€ B

Ipy, BUCTYIIA€ sIK CepBep 1, B TOM ke yac, Ak KiieHT. Takuil rpaBemp Bosojie "ciryxauem"

(Listen Server), sxkuii BiAmoBimae 3a 0OpOOKY 1 CHHXPOHI3AIIIO TOMINA MK TPaBISIMHU.

Takox SAKIIO ueﬁ KJIIEHT Bi,I[KHIO‘{aETBCSI, TO CCPBCP 3aKPUBACTHCA.

[onoBHUI TpaBelb BIANOBINA€ 3a CHHXPOHIZAIIO TPU MDK TPaBISIMHU, IO MOXE

MPU3BOAMTH /10 3aTPUMOK abo mepeOoiB y rpi. Listen Server yacto BUKOPHCTOBYETHCS B

HEBEJIMKHUX Irpax 3 HEBEJIMKOI KUIbKICTIO TPaBIIIB, /i€ CEpBEp HE MOTpedye 3HAYHUX

00YHCITIOBATIBHUX PECYPCIB JIJIsl 0OCITyTOBYBaHHS KiTieHTIB[8].

OcnogHi pucH apxiTekrypu Listen Server B Unreal Engine BkiItouatoTh HacTymHe:

1.

CepBepHa ponb rpaBiig: OauH 13 TpaBIiB BUOUPAETHCS JJII BUKOHAHHS PO
cepepa (Listen Server). Lleii rpaBenp BIANOBIAA€E 3a YIPaBIIHHS TPOIO,
CUMYJIALIIO TPaBIIIB 1 HAJCHUIIAHHS OHOBJICHD JIO 1HIITUX KJIIE€HTIB.

Kimientcbki  pom: Pemra rpaBUiB BHCTYNAlOTh Yy POJl  KIIEHTIB, SIKI
JIKJTFOYA0TRCS 10 cepBepa Listen Server. Boru BianpapisitoTh ¢BO1 J1i cepBepy
Ta OTPUMYIOTh OHOBJICHHS BiJl HHOTO.

Permikauis ganux: Unreal Engine BuUKOpUCTOBYE MEXaHI3MHM peIuTiKamii s
CUHXpOHI3aIli JaHUX MK cepBepoM 1 kiieHTamu. lle Bkiowae B cebe pyx
rpaBliB, CTaHU 00'€KTIB, MO/ 1 0araTo 1HIIOTO.

OckiIbKM TOJIOBHUHM TpaBellb € 1 KiIieHToM, TO BiH morpedye UI, wmae
PlayerController, 1110 1 € 4aCTHHOO KJI€HTA.

Remote Procedure Call (RPC): RPC mae Benuke 3HaueHHs y poOoti Listen
Server. Bukiuku BiJgaJIeHUX TPOLEAYpP JO3BOJISIIOTh KIIEHTAM BUKJIUKATH
dbyHkIii Ha cepBepi abo HaBmaku. lle momomarae CHHXpPOHI3YBaTH IrpoBi Aii 1

moii.

[IepeBaru:
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1. Ilpocrora HamamTyBaHHS Ta po3poOku. Apxitektypa Listen Server nerko
HAJAIITOBYETbCA T4 BUKOPUCTOBYETHCS JII CTBOPEHHS 0araTOKOPMCTYBAIlbKHX
irop 6€3 HeOOX1THOCT1 BEJIUKO1 CepBEpPHOI IHPPACTPYKTYPH.

2. BiacyTHicTh HEOOXITHOCTI B OKPEMOMY CEpPBEPHOMY O0JIaTHAHHI.

3. IlinTpumka nokanmbHOi TpH: [paBIi MOXYTh B3Aa€EMOIISATH OIWH 3 OJHHUM SIK
JIOKaIIbHO, TakK i uepe3 mepexy. Lle mo3Boisie opraHi3oByBaTH JOKaIbHI TPYIH
a00 BeJNMKI OHJIAH-OUTBH.

4. Joctyn mo cepsepa uepes IP-aapecy: [HIIN KIT€HTH MOXYTh NMPHUETHATHCS [0

cepBepa, BUKOpUCTOByroun [P-agpecy rpaBus-cepsepa.

Henoniku:

1. OOMexkeH1 MOXKIIMBOCTI MaciTaOyBaHHS Ta MPOMYKTUBHOCTI JUIsl OUIBIIMX
irop.

2. OOMeKeHHsST MIBUJIKOCTI 3'€THAHHS cepBepa: SIKIIo MBUAKICTh 3'€HAHHS

cepBepa HEeIOCTaTHs, 1Ie MOXE MPU3BECTU A0 NMpoOeM 3 JaraMu 1 HE3py4HOCTIMU
JUTSl 1HIHUX TPaBIIIB.

3. MoxiuBicTh maxpaiicTBa: Y NeSKMX BHIIAJIKaX, CEPBEPHHUI IpaBelb MOXKE
OyTH 1IaxpaeM 1 BIUIMBATU Ha Py B CBOIO KOPHUCTh a00 HE3aKOHHO 3MIHIOBATHU TPY,
1110 MOXE 3aBJIaTH LIKOAM 1HIIUM TPaBLsIM.

4, 3aJie’KHICTh BiJl 3aCHOBHMKA cepBepa: [pa 3aBkIu 3aJIeKUTh BiJl CEPBEPHOTO
rpaBIs. SKIO cepBepHUI T'paBellb BUPILIUTH 3aBEPIINTU TPy a00 BUITH 3 HEI, Ipa
3aBEPIIUTHCS JIJISI BCIX TPaBIIiB.

S. HaBanTaxxeHHs cepBepHOro rpasus: [paBenpb, KU BHCTYIIA€ K CEpPBEP
(Listen Server), Mae BelMKe HaBaHTa)K€HHsI. BiH BiJloBia€e sik 32 00pOOKY BJIaCHUX
JH, TaKk 1 32 CUMYJISIIIO 1HIIKUX TpaBliB. [le Moke BIUIMHYTH Ha HOTO MOXKITUBICTD
rpatd KOM(pOPTHO, OCOOJIMBO B Irpax 3 BEJIUKOI KUIBKICTIO IpaBLIB a0o0 irpax 3

BEJIMKUM 00CATOM OOUYHCIIEHD.

2.1.4 Apxitektypa Dedicated Server:
Dedicated Server - e okpeMuii cepBep, SIKHil BiAMOBiAae 32 00pOOKY MepeKEBUX

3amUTIB Ta CHHXPOHI3amiio rpu Mix rpasigsvMu. B Unreal Engine mae Haspy Standalone
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server. Y miit apxiTeKTypl HEMa€ IrpaBLA-TOCIONAps], 1 CEpBEP MPU3HAUCHUN BUKITIOUHO JJIS
oOcmyroByBanHs rpu. Dedicated Server BUKOpHCTOBYETBCS Jisi 0OPOOKH BCIX MEPEKEBUX
3aMUTiB, TOMY BIH MO)KE IpalfOBaTH Ha BEJIMKOMY OOJajHAaHHI 1 MaTH OLIbIIE PECypciB
s onTuMizamii mpoxykTuBHOCTI Tpu[9]. HaifuacTimie BHKOPUCTOBYETBCS Yy BEIUKUX
MacIITaOHUX OaraTOKOPUCTYBAIlbKUX Irpax, /¢ MOTpiOHAa BHCOKAa MPOAYKTHBHICTH Ta
maciitaboBanicTh. [lopiBHsiHHS Listen Server ta Dedicated Server rpadiuno nmokazano Ha

pPUCYHKY 2.4.

SERVERS

LISTEN-SERVER DEDICATED-SERVER
» Playing the game SERVER « Not playing the
- Rendering graphics game

NN =
== - |

Puc. 2.4. TlopiBusinus Listen Server ta Dedicated Server

[IepeBaru:

1. Bucoka npoayKTUBHICTh Ta CTa0IBHICTb TpU JIsl 6araThoX TPaBIIiB.

2. MoxuBicTh MacITaOyBaHHS IS BETUKUX 1rop.

3. Moske Oyt ckommiuiboBanuM Mg Windows a6o Linux

4. He mae Bi3yalbHOTO TPEACTaBICHHS Ta BIACHOTO MEPCOHAXXa, TOX BOHU HE
matoth Ul um cBoro BmacHoro PlayerController 1 Takok He Mae BIACHOTO
NEepCOHaXA.

Henomniku:

1 Cknagsilie HaJTaITYBaHHS Ta YIPaBIIHHSA CEPBEPOM.
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2 Bwumarae okpeMoro cepBepHOro oOiaHaHHs Ta OLIBINOT IHPPACTPYKTYPH.

Bubip mix Listen Server i Dedicated Server 3amexuTh Bii KOHKPETHUX TOTPEO.
SIKII0 HEOOXITHO CTBOPUTH MacIITaOHy OaraTokopucTyBallbKy rpy, To Dedicated Server
MoOyKe OyTH KpalliuM BapiaHTOM JUis 3a0e3MeUeHHs] BUCOKOT MPOIYKTUBHOCTI Ta SIKOCTI TPH.
VY menmmx npoekrax Listen Server Moxke OyTH OUIbII 3pYYHUM 1 IPOCTUM Y PO3POOIII.

2.2 Mepe:xesi 0i01ioTexu Ta ¢ppeiimpopku Unreal Engine

B yMoBax mocTiifHOTO PO3BUTKY 1HAYCTpii Bi€Oirop Ta 3pOCTaHHS MOMYISPHOCTI
OHJIaH-1TOp, BaXKJIMBOIO CKJIAJOBOIO CTa€ HE JIMIIE SKICTh TelMIuiero Ta rpadidHoro
BUKOHAHHS, aJi¢ 1 BUCOKONIPOIYKTUBHA Ta CTabUIbHA MepexeBa apxiTektypa. [Ipobmemu
e()eKTUBHOI MEpEKEBOT B3a€MOJIIl CTAIOTh KJIIOUOBUMH B apceHani po3poOHukiB. Unreal
Engine, sx nepeaoBuil IBUTyH, HE JIUIIIE BU3HAYAE HOBI CTaHAAPTH Y raiysi rpadiuyHoi Ta
(b13u4HOI peanizallii, ajie 1 HaJae po3pOOHUKAM MOTY>KHUI 1THCTPYMEHTapii JUIisl CTBOPEHHS
MacITabOBaHUX Ta BUCOKOMPOAYKTUBHUX OHJIAMH 1rop.

[lin yac GararoKOpPUCTYBAallbKOi Cecli IrpOBUI CTaH MepemaaeTbcsi MIX Oararbma
KJIIIEHTAaMH Yepe3 I1HTEpHET. Y BHIIAJIKy OJHOKOPUCTYBAlbKOI I'pU BCS 1HQOpMaIis
30epiraeTbcsi Ha OAHIA MamuHl. SIK HacHiAOK po3poOKka 0araTOKOPUCTYBAIBKOI TPU €
OUIBII CKJIQJHOIO, MPOIEC OOMIHY 1H(POpPMAIIIEID MIXK TPaBISIMU € AyXK€ JETIKAaTHUM Ta
J0J1a€ KijbKa AoAaTkoBUX KpokiB. UE mae HaniliHy MepekeBy CTPYKTYPY, 11O € OCHOBOIO
7T 0araThboX MOMYJSPHUX OHJIANH-1TOP.

B Unreal Engine iCHYIOTh pi3HI MEpEkKeBI MNPOTOKOJIM Ta TEXHOJOTIi, SKI
BUKOPHUCTOBYIOThCSL JIA  peamizaiii (yHKIIoHana OaraTokopuctyBanpkux irop. Lls
PI3HOMAHITHICTh 1HCTPYMEHTIB JO3BOJII€E PO3POOHHMKAM CTBOPIOBATH ITPU 3 PI3ZHUMU
TUIMIAMH MEPEXEBOI apXITEKTypH Ta (PYHKI[IOHATY B 3aJIEXKHOCTI BiJ] KOHKPETHUX MOTPEOD 1
IIUJICH TpH.

Po3nin "Mepexesi 610mioTexkn Ta gpeiimBopku Unreal Engine" y miif quniaomMHin
poOOTI TPUCBAYEHUN BHUBYCHHIO BaXJIMBOTO acCMEKTy poO3poOKu 1irop, a came
BUKOPHUCTAHHIO PI3HOMAHITHUX 010110TE€K Ta PperMBOPKIB 1Jisi 3a0e3nedeHHsT €(PEeKTUBHOI
MEpEKEBOI APXITEKTYPH.

Meta nmaHoro po3auly — IIMOOKHI aHaji3 Ta PO3KPUTTS MOXKIUBOCTEH KOXKHOTO

iHcTpyMeHTy UE B KOHTEKCTI CTBOpEHHS! CTaOUIbHUX Ta IHTEPAKTUBHMX OHJIAMH 1rop, a
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TaKOXK IXHIM BIUIMB Ha 3arajibHy JWHAMIKy TPU Ta 3aJ0BOJICHHS TpaBis. JleTanpHuit
PO3IIIA MIAPO3ALIIB HOTO PO3MALTY, TAKUX SIK:

e Unreal Networking Architecture,

e Steamworks Networking,

e Online Subsystem,

e Custom Networking Solutions,

e Voice Over IP 010m110TEKH,

e Epic Online Services (EOS).

B K0)XHOMY 3 HUX s pO3IVISIHY TEXHIYH1 XapaKTePUCTUKH, ITIepEBark Ta OOMEKEHHsI, a
TaKOX X MPHUKJIAJHA YCIIITHOTO BUKOPUCTAHHS B ITPOBHUX MPOCKTAX.

JlocHmiPKeHHST 1IbOTO PO3AUTY Oy/ie BaKJIMBUM BHECKOM Y PO3YMIHHSI Cy4acHHX
BUMOT MEPEKEBOr0 (PyHKIIOHANAa B OHJAlH irpax. ['00BHOIO MeTor0 OyAe MOBHHUM OIS
MepexeBux 3aco0iB Unreal Engine, gkuii ciy)XUTHUME MIAIPYHTAM [JIs MOJAIBIIMX
PO3IUIIB AUIJIOMHOI POOOTH Ta JO3BOJUTH 3POOMTH OOIPYHTOBAaHI BHCHOBKH IIOJIO

iXHBOTO 3aCTOCYBaHHS Yy peajlbHUX MPOEKTAaX PO3POOKH 1rop.

2.2.1 Unreal Networking Architecture

Unreal Networking Architecture - 1ie apxiTekTypHa cuctema Jiisi poOOTH 3 MEPEKEIO
B irpoBomy nBmxkKy Unreal Engine, po3pobnena kommanieto Epic Games. CtBopeHa
apXiTEeKTypa HaJa€ 1HCTPYMEHTU Ta MOXKIHUBOCTI JJIi PO3POOKM OararoKOpuUCTyBallbKUX
irop, /e KiJbKa TrpaBIliB MOXE CIUJILHO TpaTH B OAHIN Tpi uepe3 1HTEpPHET abo JOKaIbHY
Mmepexy. Unreal Networking Architecture 3abe3nedye CHHXPOHI3AINIIO TPU MK CEPBEPOM 1
KJIIEHTaMH1, 00pOOKY JaHUX Ta MOJIIH, a TAKOXK KEPYBaHHS MEPEIKEBIIIO B3aEMOIIEIO.

UNet € ocHoBHUM BOymoBaHuM MepexeBuM pimenHsM y Unreal Engine. Bin
BukopuctoBye UDP (User Datagram Protocol) st oOMiHy maHuMU MiIX TpaBIsIMUA Ta
cepBepoM. UNet 103BoJIsI€ CTBOPIOBATH 0AaraTOKOPUCTYBAIIbKI i'pU 3 BUCOKOIO IIBUJIKICTIO
nepenavi TaHux Ta peaii3oByBaTH (PYHKIIIOHAIBHICTH CHHXPOHI3aIlIT Tii TpaBIliB.

[Tpuknaaym BUKOPHUCTAHHS:

1) Illyrepu: UNet igeanbHO MiAXOAUTH IS IIyTEPiB, ¢ MMIBUAKICTH Ta HHU3bKa

3aTpUMKa € BAXKJIIMBUMHU.
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2) Tonku: B meperoHax TakoX BaKJIMBa HU3bKA 3aTPUMKA Ta IIBUIKICTH MEPEXKi
JUI CHHXPOHI3aIlii TPaBIliB Ta TPAHCIIOPTHUX 3aCO01B.
Ockinbku Oyiia mpoaHasli3oBaHa KiIieHT-cepBepHa apxitekrypa[10]. Mu po3misHemo
pO3aUICHHS caMmoro (PpeMBOPKY, a JUTHTHCS BiH HA 4 YaCTHUHU:
e Server only - o3Havae, 1110 00’ €KTH ICHYIOTh BUKJIIOUHO Ha CEPBEPI;
e Server & Clients - o3nauae, 1110 00’€KTH ICHYIOTh Ha CepBepi Ta BCIX KIIEHTAX;
e Server & Owning Client - 00’exT icHye Ha cepBepi Ta KII€HTI, [0 BOJIOIIE HUM,

e Owning Client Only - 11i 06’€KTH iICHYIOTH JIUIIIC HA KITI€HTI.

2.2.2 Steamworks Networking

Steamworks Networking - me wMepexeBa TexXHONOTIs, siKa IHTETpOBaHA 3
mnatdopmoro Steam 1ist rpu. Bona BukopuctoBye Steam Datagram Relay (SDR) s
OoOMIHY JaHUMHU MIDXK TPaBISIMHU, IO CIHPOIIYE MIAKIIOUEHHS 0 Steam-irop Ta Hanaae
(yHKIIIOHAI JIJ1s1 TOJIOCOBOTO Yary, 30epiraHHsi peKop/IiB TOLIO.

Steamworks Networking namae OaraTopiBHEeBHMI iHTEepdeWc IS HalalITyBaHHS
MEpEKEBOI0 B3a€MOJIII y I'pl Ta NIATPUMYE PI3HI MEpEXKEBl MOJIENI, BKIIIOUalOUn peer-to-
peer Ta ceppep-kiaient[11].

[Ilo6 momatm Steamworks Networking mo Unreal Engine mpoekTy HEOOXimHO
yBIMKHYTH Tuiarin Steam Sockets. Ha pucynky 2.5. rpadiyHO MOKa3aHO SK yBIMKHYTH

marid B 1BmkKy UE.,
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u ¥ PGS

= Experimental o)

= EX Netcode Unit Test Version 1.0
== Gameplay &) / A unit testing framework for testing the UE4 netcode, primarily for bugs and exploits

*I= Geometry
*i= Graphics
"i= Importers Enabled  Epic Games, Inc

5= iNpuLbevices Netcode Unit Test - Unreal Engine 4 Version 1.0

i= Launcher / / Exploit unit tests for UE4 and some base UE4 games, based on the Netcode Unit Test framework
"= Localization

"= Lumin

"i= Media

= Media Pl Enabled  Epic Games, Inc
= Media Flayers

*i= Messaging Steam Sockets Version 1.0

"= Misc mworks Networking code that supports the SteamSockets interface. NOTE: This plugin is only compatible with the SteamSockets
= / Netdriver. It will not work if the proper netdriver definitions have not been set
*I= Mobile

*i= Movie Capture

7= Mavio Dlavare )  Epic Games, Inc

== Noumncauons

Puc. 2.5. ITnaria Steam Sockets

[Ipukiaam BUKOPUCTAHHS:
1) Steamworks Networking 0coOIMBO KOpHCHA Ui irop, IO BHITYCKAlOThCS Ha
miardopmi Steam Ta BUMararoTh IHTErparlii 31 Steam-cepBicamu.

2.2.3 Online Subsystem

Online Subsystem B Unreal Engine - ne ¢peiimBopk Ta cucrema 1jsi oOpoOKu
pi3HOMaHITHUX (GYHKIIA OHJIAH Ta 0araTOKOPUCTYBAIlbKMX MOXJIMBOCTEW B irpax. Bin
Hajmae abOcTtpakTHWM 1HTepdeiic anma  B3aeMomii 3 PI3HUMH  OHJIAWH-CEpBICAMH,
miaropMaMu Ta CHCTEMAMHM MaTUYMEMKIHTY, L0 J03BOJISIE PO3POOHUKAM I1HTETpyBATU
oHnaiH-GyHkii B cBoi mpoektu[12]. Online Subsystem gie sk MICT MiXK Tpor Ta
KOHKPETHUM  OHJIailH-cepBicoM  a0o  matdopmoro,  JO3BOJISIOYM  3a0€3MeUuTU

Oe3rnepepBHUI MYIBTUIIICEP Ta OHJIAWH-B3a€EMOII0, Ha puc. 2.6.
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ONLINE SUBSYSTEM

Puc. 2.6. Online Subsystem

OcnogH1 komnioHeHTH Ta ¢yHKIli Online Subsystem y Unreal Engine BkitouaroTh:

1. AOGctpakuiitnuii map: Online Subsystem Hamae aOcTpakTHUl iHTepdeiic, aKuit
JI03BOJISIE  PO3pPOOHUMKAM B3aEMOISATU 3 PI3HUMHU OHJIaiH-cepBicamMu 0e3
HEoOX1HOCTI Oe3nocepenubo B3aemomisatu 3 ixHimu APIL Ile momnermye
IHTErpaliio pi3HUX OHJIAUH-TIOCHYT Yy TPY.

2. IMigrpumka mnargopm: Online Subsystem miaTpumye pi3Hi iathopMu, Taki sIK
Steam, PlayStation Network, Xbox Live, 1 6arato inmux. Po3poOHUKH MOXYTh
BuOpatu BianoBigHui Online Subsystem 115 1JIbOBOI MIATHOPMU TPH.

3. Marumeiikiar 1 106i: B Online Subsystem € QyHKITIOHAIBHICTD IJII CTBOPEHHS
71001 rpH, MONIYKY TPaBIliB Ta MAaTUYMEUKIHTY JUIsl OpTraHi3allii OHIaiH-TapTiH.

4. Jlpy3i ta iHBaiiTH: Po3poOHMKM MOXyTh BHKOpHCTOBYyBarH Online Subsystem
U1 peanizarii QyHKIIIOHAIBLHOCTI JIOJAaBaHHS JPy3iB, HAJCUJIAHHS 3aIlpOIICHb
Ta 1rop 3 APY3AMH.

5. Craructuka ta gocsrHeHHs: Online Subsystem 103Bosisie 30UpaTé CTATUCTHKY
IpU Ta BIICTEKYBATH JIOCATHEHHS TPABIIIB Y MEPEKEBOMY CEPEIOBHIIII.

[Ipuknany BUKOPUCTAHHSA:
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1) BaratoxopucTyBalpKi irpu: TEXHOJOTiS KOPHCHA, s PO3POOKM TpH, sKa
HiATPUMY€E TpaBIiB 3 pi3HUX TuatdopMm , Taki sk PlayStation Network, Xbox
Live, abo BukopHuCTOBY€E IyOI14H1 CepBEPHU TS TPH.

Ha pucynky 2.7. 300paXeHO CIHMCOK HasBHUX IUIariHiB cepemosuma Online

Subsystem.

system GooglePlay
y platform

eality
< ® Built-In

bsystem i0S
Clatiorm

stem NULL

stem Oculus

stem Steam

m Tencent

Puc. 2.7. Online Subsystem rurarinu

Ocb HEBENMYKHUI CITUCOK JOCTYITHUX THTEP(EHCIB:
e Achievementsinterface;

e Chatlnterface;
e Entitlementsinterface.
2.2.4 Custom Networking Solutions

InauBinyansHi  MepexkeBl pIilIeHHS TMepeadavyaroTh —aJanTaiilo  MEpPEkKeBOro

oOJIaJIHaHHS Ta MPOTrPaMHOTO 3a0e3eueHHs 10 KoHKpeTHUX nmotped. Unreal Engine nanae

MOXJIUBICTh PO3POOHMKAM CTBOPIOBATH BJIACHI MEPEKEBI PIMIEHHS HA OCHOBI PI3HHX

nporokoiiB (Hanpukian, TCP/IP a6o UDP). Ile no3Bosisie 10CATTH TOBHOTO KOHTPOJIIO

HaJl MEpPEKEBUMH aclleKTaMHU TpU IS 3aJ0BOJICHHS creuudiuyaux notrped. Bachi
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MEpEXKEBl PIIICHHST KOPUCHI ISl TIPOSKTIB 31 CKIAIHUMU a00 crienu()iuyHuMHA BUMOTAMH,
7ie HEOOX1THO MAaKCHUMAaJIbHO HAJAIITyBaTH MEPEKEBY CUCTEMY.

Bubip KOHKpPETHOTO MPOTOKONAY 3aJeKUTh Bl THUOY TpH, 1ii TOTped Ta
iHppacTpykrypu. Ha pucynky 2.8. 300pakeHO TOpPIBHSAJIBHY XapaKTEpUCTHUKY pPOOOTH

npotokonis TCP ta UDP[13].

Sender Reciever
w I W,
Sender s Reciever
Response
Response N
Response

Puc. 2.8. Xapakrepuctuxky podotu npotokoni TCP ta UDP

UDP BUKOpUCTOBYETHCS JJIs1 IBUKOTO OOMIHY TaHUMH 0€3 TapaHTii HalIMHOCTI Yn
nmopsAKy mpuxonay. BiH 0coOnmMBO MIAXOAWTH IS 1MOp, J€ BaXKIUBO MiHIMI3yBaTH
3aTPUMKU 17I€ajIbHO MIAXOAUTHh JUIS IMIBUAKUX MIMOBUX 1Mop, TakKUX SK IIyTepU YU
MIEPETOHMU.

TCP BUKOPUCTOBYETHCA JJIsi HAJAIMHOTO OOMIHY JaHMMH, 3a0e3Nedye TapaHTiio
JOCTaBJICHHS Ta MOPSIOK NpuxoAy. BiH 7o0pe miaXoauTs Juisl CTpaTeriyHuX 1rop abo irop,
JI€ TOYHICTh Ta HAQIMHICTH Ba)KJINBI.

2.2.5 Voice Over IP 6i0ioTexn

Voice over IP B Unreal Engine Hajae MOXXIUBICTH BOYAOBYBAaTH TOJIOCOBHI 3B'S30K B
irpu abo Jo0AaTKu, po3poOJieHl 3a JAOMOMOror Iboro irpoBoro aBuxkka. Unreal Engine
HaJa€ 1HCTPYMEHTH JIsl 1HTErpailii roloCOBOrO 4aTy Ta KOMYHiKallli B peaJlbHOMY 4Yacl

MDK TpaBIsiMU uepe3 Mepexy. [lnardhopma miarpumye pizHi cuctemu VolP, a Takox API
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IJIE CTBOPEHHS BIACHHUX pimeHb TrojocoBoro 3B'si3ky[14]. Ilmarim EOS Voice Chat

peamizye inTepdetricu [VoiceChat ta IVoiceChatUser, na puc. 2.9.

] < -

EOS Voice Chat Version 1.0

IVoiceChat integration of the EOS Woice service

Enabled

Puc. 2.9. EOS \Woice Chat

Moxnuocti VoIP B Unreal Engine n03BoJIsiI0Th CTBOpIOBATH Irpu Ta AOJATKHU 3

TakUMU QYHKIIAMH, SK:

1.

T'onmocoBuit var: ['paBili MOXKYTh CHIUJIKYBAaTUCS OJMH 3 OJHUM Y€pe3 roJI0COBUIA

4ar IiJl 4ac rpu.

. Kondepenu-a3pinku: Jlekuipka IrpaBIiB MOXYTh 0O0'€qHATHCS B KOH(EpeHI-

J3BIHOK JUIS CITLILHOI O€CIIu.

. Bigeoss'szok: IlinTpuMka Biie03B'sI3Ky AJi CHIJIKYBaHHS 3 BUKOPUCTAHHSIM BeO-

Kamep.

3anuc rojocy: MOXIMBICTh 3alUCYy TOJIOCOBOTO KOHTEHTY JJIsl IMOJAJIbIIOrO
BIITBOPEHHS 200 30€pEIKEeHHS.

[aTerpamis 3 mMepexxeBUMH irpaMu: MOXIIUBICT BUKOpUCTOBYBaTH VOIP s

CHUJIKYyBaHHS MIXK TPaBISIMU y 0araTOKOPUCTYBAIBKUX 1Tpax.

. MoxnuBicTh BcTaHOBUTH BiacHU VOIP cepBep ab0 BUKOPUCTOBYBaTH CTOPOHHI

CEepBICH.

Jlist peanizauii VoIP B Unreal Engine po3poOHUKN MOXXYTh BUKOPUCTOBYBATH Pi3HI

VoIP 616miorekn abo API, Bkimrouaroun ctoponHi pimeHHs. Unreal Engine 3abe3neuye

3pyuHuil iHTepdeic s 1HTEerpamii TrojJ0COBOTO 3B'sI3KY, IO JI03BOJISIE CTBOPUTHU

IHTepaKTUBHI ITPU Ta JOJATKM 3 BHUCOKOSKICHOIO TOJIOCOBOIO B3aEMOJIEI0 IS

KOPHUCTYBauiB.
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2.2.6 Epic Online Services (EOS)

Epic Online Services (EOS) - ne Habip iHCTpyMEHTIB Ta CEpBICiB, po3poOIeHUI
xommaniero Epic Games, sikuil mpu3HaueHU I po3poOKU 0araTOKOPUCTYBALIBKUX 1rOp
ta gomarkiB. EOS no3Bonsie po3poOHMKAM IHTErpyBaTd pi3HI OHJIAWH-(YHKIT y CBOI
IPOEKTH Ta CTBOPIOBATH OaraTOKOpPUCTYBallbKl Irpu, IO MPaLOOTh Ha PI3HUX
mwiatdopmax[15].

EOS pobuts mporiec CTBOpeHHSI 0araTOKOPUCTYBAI[bKUX 1rop OLIbII MPOCTHM Ta
J03BOJISIE PO3POOHMKAM IIBUJIKO CTBOPIOBATH ITPU 3 POLIUPEHUM OHJIANH -(DyHKI[IOHAJIOM.
Bin migTpuMye roiocoBUil Ta TEKCTOBUN 4aT, MaTUMEWKIHT, 30epiraHHsa JaHHUX TPAaBIIiB,
IHTErpauiio 3 COLlaJIbHUMU MEpeXaMu, 3aXUCT BIJ IIaxpaiB Ta 0araro 1HMKUX (QyHKIIHA, K1
JoToMaraloTh yTpuMatu rpaBuiB y Tpi. Ha pucynky 2.10. mpencraBieHO OCHOBHI

nepesaru Epic Online Services.

Authentication Multiplayer: Peer-to-peer

Steam Discord itch.io GOG Galaxy

Epic Games Oculus Rift & Quest Apple on iOS Mulhployer: Dedicated servers

Google on Android All console platforms!

Cross-play with Epic Games or your own account system MU“’IpIdeI": Anh-Cheot
Cross-platform friends & avatars Multiplayer: Network authentication
Sessions & metrics Play-in-editor support
Parties, lobbies & invites Unified friends list across platforms
Presence iOS, Android & console support

Stats & achievements Cross-platform session & party invites

Leaderboards Join games from Steam, Discord, etc.

User cloud & title file storage Free edition available

Voice Chat in parties & on servers Blueprint support (additional purchase)

Puc. 2.10. Epic Online Services (EOS)

2.3 MeToau koMneHcallii 3aTPUMKH B OHJIAlH HIyTepax
Lag Compensation - 1ie BakjIvBa TEXHOJIOTiS B OHJIAMH-1rpax, 0COOJIMBO B OHJIAMH-

IIyTepax, Jie 4ac peaxiiii TpaBIsl 1 TOUHICTh CTPUIBOU BaXKJIMBI ISl ycrmixy B rpi. OCHOBHA
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MeTa KOMIIEHCAIll 3aTPUMKH MOJISIrae B TOMY, 100 3pOOUTH TPy OUIBII CIIPABETMBOIO JJIsI
TPAaBIIB 13 PI3HUMU TOKa3HUKAMU 3aTPUMKH JI0 CepBepa.

Ping - me TepMiH, SKHi 3araJlbHO BUKOPHCTOBYETHCSA ISl ONKCY IPOTPaMH,
NPU3HAYEHOI ISl BIANPABICHHS CUTHAIY KOPUCTyBauya J0 MEBHOTO NMPU3HAYEHHS Yepes
MEpexXy Ta OTPUMaHHS BIANOBIAI. BiH Moke OyTH BHUKOPUCTAHUM ISl TECTyBaHHS, 4Yd
icHye 3anana IP-anpeca 1 41 Moke IpUHMaTH 3auTH.

Ping TakoX BUKOPHCTOBYETHCS ISl IarHOCTUKH. BiH Mo)ke OyTH BUKOpPUCTAHUI,
o0 MepeKOHATHCs, L0 XOCT-KOMI'IOTEp, SKUH HaMmaraeTrbcs MTOCATTH KOPHUCTyBaya,
MPALIIoE.

[liHr nyxe BaXiIMBUKA y OaraTrOKOpUCTYBAallbKUX OHIAWH irpax. lLled Tepmin
3aCTOCOBYIOTh, III00 OMHCAaTH, CKUILKH 4Yacy MOTPIOHO cepBepy I BiJIMOBIAI Ha BXIJHI

JaHi KiIieHTa, Ha puc. 2.11.

« Packet Internet or Inter-Network
Groper

+ Ping \\response

e

- Latency et

- lag

@ RTT

Puc. 2.11. Cxnamosa Ping

TepMiH TIHI BUKOPUCTOBYIOTH JJIsi  ONUCY TecTiB  mBuAkocti. Horo
BUKOPUCTOBYIOTh, 1100 BU3HAUUTH, SIK IIBUIKO JaH1 MOAOPOXKYIOTh BiJl OJHOTO MICIIS JI0
iHmoro. [ 1med vac MOXJIMBO BHUKOPHUCTOBYBAaTH JJIsi PO3B'si3aHHs mpoOieM 3

T IKJTFOYEHHSAM.
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RTT (Round-Trip Time) B irpax - e 4ac, skuii notTpiOeH I mepenadi CUTHaIY BiJl
KJieHTa 10 cepBepa 1 Hazaa. RTT Bumiproe yac, KMl 3aTpUMY€ETbCSI CUTHAJ Ha IUIAXY BiJ
KJIIEHTA JI0 cepBepa 1 Big cepBepa 10 kiaieHTa. RTT € BaXIMBUM MOKa3HUKOM IS OI[IHKH
3aTpUMKH B OaratokopucTyBambkux irpax[16].

RTT Bxitouae B cebe yac, MOTPIOHUMA ISl BIAIPaABICHHS CHUTHAIY BiJ KIIIEHTa JI0
cepBepa, OOpOoOKM CHUTHAJy Ha cepBepl Ta BIJAMpPaBICHHs BIANOBIAI Ha3aa 0 KII€HTA.
OnHak 1el MOKa3HWK MOXKE KOJMBATHUCA 1 3aJICKHUTh Bi PI3HUX (PAKTOPIB, BKIIOYAIOUYH
SKICTh MEPEKEBOTO IMIJKIIOUYCHHS, (I3UYHYy BIICTaHb MK KJIIEHTOM 1 CEPBEPOM,

3aBaHTAXXCHICTh CepBepa Ta 1HIII YUHHUKH, Ha puc. 2.12,

Client Server

1
= O

Send request ~ o

»
1t -
I S
| §~
| ~§
‘Q
RTT % | Send response
”
| -
| "'
| -~
-
I P
A 4 s

k -
Puc. 2.12. Ilpunuun podotu RT T

Receive request

VY 6ararokopuctyBanbkux irpax RTT mae Benuke 3Hau€HHS, OCKUIBKM BIH BILTMBA€E
Ha Yac peakilii rpasIliB, MBUAKICTh B3a€MOJII 3 TPOKO Ta 3arajbHUM JOCBiA Tpu. ['pabili
MOXYTh BiauyBaTtu 3aTpumky, skmo RTT Benukwuii, mo Moxke NpPU3BECTH 0

HECIpaBeJIMBUX CUTYalllil Ta HE3pYYHOCTEH i Yac IrpH.
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RTT € BaxiIMBUM TOKa3HUKOM JJI OIIIHKM SIKOCTI MEPEXKEBOro 3B'S3Ky B
0araTOKOpUCTYBAIlbKUX Irpax 1 BpaxoByBaBCA NpU pO3poOIll MEXaHI3MIB KOMIEHCAIl
3aTPUMKH Ta 1HIIUX PIlIeHb JUIS MMOKPaIleHHs AKoCTi rpu[17].

VY irpax, Je rpaBenb-roCogap € CEpBepoOM, Y 3aCHOBHUKA CepBepa IMHT JOPIBHIOE
HYJII0, OCKUIBKH CEpBEpPY HE IMOTPIOHO BIAMPABIATH JaHI 4Yepe3 MEpPEeKy camomy coOi.
SAkimo y BCiX KIIIEHTIB € MIBUAKUM 1HTEPHET-3B'A30K, iXHIM IIHT 3MEHIIYEThCS, 1 BCI
OTPUMYIOTh MMO3UTHUBHUHN MOCBiM rpu. Yya0BO, KO yci O Many MBHIKE 3'€IHAHHS, 1 TaHI
HaJicuaaucs 6 yepe3 Mepeky MHUTTEBO, 1 HIXTO HE BiJuyBaB OW HISKOI 3aTpPUMKH, 1 I'pa
Oyna O MBHUAKOIO Ta 30aTaHCOBAHOIO IS YCiX.

B peanbHOMY CBITI 0€3MEKHO MIBUIKUX IHTEPHET-3'€JHAHb HE ICHYE, 1 pO3pOOHUKHI
Irop HE MOXYTh MPUITYCKaTH, IO y BCiX TpaBliB Oyle rapHuil iHTepHET-3B's30K. lle
MpUYMHA, YOMY MDKHapojaHa irposa miargopma Steam mae perioHu. ['paBeupb oOupae
PETIOH Y KOTPOMY 3HAXOIUThCA. Steam MOXKe HaMaraTtucs MiAKIIOYUTH KOPUCTyBada 0
cepBepiB y oOpaHoMy perioHi abo g0 HaWOmmwkuux. /e rpaBerb MOXKe I'paTd 3 1HIIUMH
IPaBIsIMU, MIJKIIOYEHUMH J0 CEpBEPIB Y LIbOMY perioHi. [onoBHa npobiemMa, Mo y BCIX
KJIIEHTIB 3aBX/IM € TIHT, 1, TAKUM YHHOM, BOHH 3aBXIU OyIyTh BITUyBaTH NIEBHY 3aTPUMKY.

Jlesikl TUIH 1rOp MPaIoOTh 100pe B YMOBaX BUCOKHUX ITIHTIB. XO/IOBI ITpH, TaKl K
maxu, MaiXe He CIpPaBISIOTh BIUIMBY Ha MIHT. Te, CKIJIbKM Yacy OMOHEHT BUTpaya€e Ha
BHOIp CBOr0 HACTYITHOTO XONy, MPAaKTUYHO HE BIUIMBAaE Ha aocBig rpu. OpHak, B
0araToKOpUCTYBallbKUX IIyTe€paxX BHUCOKUM IMHI MOMITHUHA MHUTTEBO 1 HAaBITH MOXKE
MIPU3BECTH JIO TOTO, IO Tpa cTae He KoMpopTHOIO. HaBiTh HEBENMUKU JTar MOXKe 31TICYyBaTU
JOCBIJ I'pU B ILIyTepax 3 BHCOKHUM TEMIIOM. [paBill 4acTO MOMIYAIOTh PI3HUIIO MpHU
3arpuMill Buile 50 MUTICEKYH/I, ane mHru B 50 MuUTICEKyH/T TOCUTh MOLIKPEHI.

TexHiku PI3HATHCA BiJl TPU JO TPU, 3aJIEKHO BiJ AU3aifHYy caMoOi I'pHU Ta PIIICHb,
MPUUAHITUX KOMaHJ0K0 po3poOHMKIB. KoXkHa TexHiKa Ma€ CBOi MepeBarv Ta HEIONIKH, 1
KOMaHJ1a B KIHIICBOMY ITIJICYMKY BUPIIIY€E, ¢ poOUTH KoMmpomic. [HOMI 115t ToM'sIKIIIeHHS
3aTPUMKH TPABIlS BUKOPUCTOBYIOThH THTEPHOJISIIIIO.

[HTEprionsALis - e TeXHIKa B OOYMUCIEHHSAX Ta BiJeoirpax, sika BUKOPHUCTOBYETHCS

JUTSI CTBOPEHHS TUIABHHUX TIEPEXOAIB MK JBOMA 3HaYEHHSMH a00 cTaHaMu B 4aci. Bona
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J03BOJISIE BITOOpA3UTH TMPOMIKHI 3HAYEHHS MK JBOMAa BIJIOMUMHU 3HAYCHHSIMH, 100
CTBOPHUTH IIJIAaBHY aHIMaIlit0, epexia abo pyx.

OnHuM 3 MIHYCIB IHTEPIOJIALII € 3aTpUMKa pyxy. [HTeprnossiisa 3aBKIu BHOCHUTH
3aTpUMKy y pyx o0'extiB. Lle o3Hawae, mo mo3uiisi 00'€ekTa Ha €KpaHI MOXe He
BIAMOBIAATH Horo (akTuuHii mo3uIli Ha cepBepl. Lle Moke BIUIMHYTH Ha TOYHICTh
reiiMIIIeI0, 0COOIMBO B IHTGHCUBHUX OHJIAMH IIyTepax. Hampukian, mepcoHax pyXaeThes
Bim Toukn A 1o Touku B. Temep, Km0 mo3wiisi pyxXy KOpHUCTyBada PEIUIIKYBalUCS 3
cepBepa Ha KITEHTH, KIIIEHTH MOXKYTh 30epiraTi MOTOYHE OHOBJICHHS, a TAKOX MOTIEPETHE
OHOBJIEHHA. | MK MMM OHOBJICHHSIMHU BOHM MOXYTh IHTEPIIONIOBAaTH MiXXK HuMH. Ha
pucyHky 2.13. moka3aHa IHTEpPHOJSAIsA 3 ABOMA IPaBISIMH 3 PI3HOIO 3aTPUMKOIO T Yac
rpu: JiBUi rpasels 3 20 MC 3aTpUMKOIO 0auuTh Ta Bpa)kae MPaBoOro, a MpaBHil rpaBelb 3

400 Mc 3aTpUMKOIO He 0aYUTh JIBOTO Ta OTPUMYE BITy4aHHsI BiJl HhOro[18].

RESPAWNING IN 1.4...

LOW PING = ' HIGH PING

B 20 mMs . 4800 ms
) S Q@

Puc. 2.13. Ilpuxnan poOOTH IHTEPIIONSIIIT 3 PI3HUM IMIHTOM
[Tix yac BimoOpaXkeHHSI TPU KIIEHT BUKOPUCTOBYE LIl MOMEPEAH] JaHl PO PyX s

IUIaBHOI aHIMalii pyxy oO'ekTa MIX JIBOMa OHOBJIEHHSIMH BiJ cepBepa, aje Horo

pO3TalTyBaHHS 3aBXIM 3aTUIIAETHCS B MUHYJIOMY, Ha puc. 2.14.
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INTERPOLATION

SERVER

Point A

Interpolate

Point A

Point B
Point A

®

—— ——
Puc. 2.14. Tlpuknan podotu [nTepnomnsirii

[HTepnonsALis BU3HAYA€ MPOMIKHI 3HAYEHHS MK JBOMa OHOBJICHHSIMH Ha OCHOBI
yacy 1 30epekeHuX AaHuX Npo pyx. Hampuknazn, KO MIX OHOBIEHHSIMU TIpaBelb
nepeMinlyBaBcsi 3 TOYKM A B TOUKy B, 1HTepnomsuis OOYMCIUTH HOro MPOMIKHE
MOJIOKEHHSI Y TEBHUW MOMEHT 4Yacy MDK IIMMH OHOBJICHHSIMH, 1 L 3aTpUMKa €
HETaTUBHOIO JIJIS ITyTepa, OCKIIbKU CTPIJISIOUH B OMOHEHTA, PO3TAIlyBaHHS SKOTO OYyJ0 B
MUHYyJI0MY Ha 50 MUTICEKYH/] paHillle, FpaBellb IPOMaXHEThCS.

[HTEepHONAIiS BUMarae J0IaTKOBUX OOYHUCIICHBb Ta PECypCiB HJisl TJIABHOTO PYyXY
o0'exriB. Lle MOXke CTAaHOBMUTM HaBaHTAXXEHHS HAa CEpBEp Ta KIIEHTHU TIpu. [HTepronsiis
CTBOPIOE TIOTEHIIIMHY BPa3JIMBICTh 0 YECHOTO 0OMaHy abo maxpaicTBa B Tpi, OCKUIBKU
IpaBIli MOXYTh HAMAraTUcs 3MIHIOBATH JIaH1 PyXy JUIsl BIIACHOI BUTOJTH.

ExcTpanonsuisa - 1e TeXHIKa B OOYMCIEHHSX 1 CTaTHCTHII, 0 BUKOPHUCTOBYETHCS
JUIA TIPOTHO3YBaHHA MailOyTHIX 3HaYeHb Ha OCHOBI JaHMX Ta TEHICHIIN 3 MUHYIOro. Y
BIJIEOIrpax, OCOOJMBO B MEPEXKEBHX IIPax, EKCTPANoisAlisi BUKOPUCTOBYETHCS IS
nependadeHHs] MailOyTHROTO pyXy TpaBiliB a00 00'€KTIB Ha OCHOBI iX MOmMEpenHix Aii Ta

pYyXy, Ha puc. 2.15.
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Hanpuknazn, sKimo rpaBellb PyXaeThCs BIEped 1 3MIHIOE CBIM HAMpPsIMOK PYXY,
EKCTPAIOoJIALIsA MOXe Nepen0adnTH, A€ BiH Oyne pyxaTHCs B HaHOMMHKYOMY MaiOyTHHOMY
Ha OCHOBI HOTO MOMEPEAHbOTO PyXy Ta BeKTOpy MBUAKOCTI. Lle momomarae 3podutu pyx
rpaBiiiB OUTBII MJIABHUM Ta IPUPOIHUM Y MEPEKEBUX Irpax, /€ € 3aTPUMKa MIXK CEPBEPOM
1 KJIIEHTOM.

VY Bifeoirpax eKCTpamoslis MO)Xe BUKOPHUCTOBYBATHUCS JUIS TEpenOayeHHS pPyXy
rpaBlliB, KEPOBAHUX IITYYHUM IHTEJIEKTOM Ta ISl PO3PaXyHKy TPAaeKTOpii cHapsiB abo
JUISL THIITMX aCHEeKTIB TeMMILICIO, /16 BaKJIMBHUM MPOrHO3 MaOyTHHLOTO CTaHy 00'€KTiB abo

CYTHOCTEM.

EXTRAPOLATION

SERVER

Point A Extrapolate

PointC?
Point B

Puc. 2.15. Tlpuxman po6orn Excrpanonsiii

SIKIIO OTIOHEHT HE 3MIHIOE KYpCY, Il CUCTEMA MPAIIOE 1AeanbHO, MATPUMYIOUU Ty
caMy IIBUIKICTh. EKCTpamosisiifiss ToUHO nependadae pyx OMoOHEHTa. B mryrepi e moxke
OyTH MpoOIEMOT0, OCKUITHKY TPaBIIl PIAKO PyXalOThCsl B OTHOMY HANpsIMKY TPUBaJui 4ac.
TakuM YWHOM, pyXaluyud OINOHEHTA BIIEPEA, KOJIM BIH JIACHO PYyXae€ThCs HAa3al,
MPU3BOJIUTH JIO HABITH OUIBIIOI HETOYHOCTI, HIXK 11e Oys10 O BiJICYTHOCTI eKcTpanossiiii. B

Unreal Engine KOMIOHEHT pyXy MepcoHa)ka BUKOPUCTOBY€E KOMOIHALIIIO ITUX METO/IB, 1 1€
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BiIOyBa€ThCA AyXe €(PEKTUBHO. SIKIO Balll MHT TyXe BEIUKUHN, BU MOXKETE PyXaTu CBOTO
MEepPCOHaXa, 1 KOMIIOHEHT PyXy MepcoHa)ka OyJe BUKOPMCTOBYBATH Ballly IIBHJKICTb JJIS
eKCTpAroJALii Balloro MOJOKEHHS Ha IHIIMX KOMII I0Tepax, 00 3poOUTH pyX BaIloro
nepcoHaka Ha ixHix [IK mnaBnime. SIkmo moTpiOHO BECTH KOPEKIil0, KOMIOHEHT PyXy
HepcoHa)xka poOUTH II€ MJIAaBHO, BUKOPHCTOBYIOUM 1HTEPIHOJIALi0. SKIO mo3uiii cepBepa
Ta KIi€HTa BIAJAISIOTBCSA 3aHAJITO JIAJeKO, KOMIIOHEHT pyXy MEpCOHa)Ka TENENopTye
BaIllOro MepCcoHaka Ha3aJ Ha WOro mpaBWibHY moswmmiro. Lle Bizomo sk Rubber-banding,
OCKUIbKHM KOMITOHEHT PyXy IepCOHaka BIIPOBAXKY€e KOMIIEHcallito 3aTpuMku. Kopucrysaui
3a3BUYail 0auaTh 1HIIKX TPABIIB y I'Pi, IK BOHH PYXarOThCs AYKe IJIaBHO, HABITh B YMOBax

3aTPUMKHU.

BucHoBku

BuBueHHs1 Apyroro po3aiiay MO€i JUIIIOMHOI poOOTH, MPUCBSIYEHOTO "MepexeBii
apXITEKTypl Ta TEXHOJIOTIIM y OHJIAH cUCTeMax', BUSBUJIOCS 3aXOIJIMBUM Ta BaXJIMBUM
Yy KOHTEKCT1 pO3pOOKH CYy4aCHHX 1rOp Ta OHJIAWH JOAATKIB.

[TounHaroum 3 aHaji3y apXiTEKTYPHUX KOHIIEMIIN Y MEPEKEBOMY NMPOrpaMyBaHHI, S
B1JIKpUB /11 ceOe pi3HOMaHITHI MAXOAH, TAaKUX SK apxiTekTypa client-Server, peer-to-peer,
Listen Server Ta Dedicated Server. IlopiBHsIB Ta nmpoanainizyBaB mepesxeBi npotokosnu TCP
ta UDP Posmisin kokHOI 3 HMX HaJaB BaKJIMBE YSBICHHS MpPO iXHI TepeBard Ta
0OMe>KeHHSI, BpaXOBYIOUM KOHKPETHI MOTPEOU MPOEKTIB.

[IpoananizyBaB mMepesxeBi 010mioTekn Ta PppeiiMBopkiB y koHTekeTi Unreal Engine,
TaKi sK:

e Unreal Networking Architecture,
e Steamworks Networking,
e Online Subsystem,
e Custom Networking Solutions,
e Voice Over IP 610moTexH,
e Epic Online Services.
[le po3mmpuiio Mo€e po3yMiHHSL BUOOPY ONTUMAIbHUX 1THCTPYMEHTIB JUIsl peaizaiii

KOHKPETHUX (PYHKIIOHAIIBHUX BUMOT y MOiH poOOTi.
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OxpiM 1HOTO, MOCTIAUB METOAW KOMIICHCAIll 3aTPUMKH B OHJIAWH IIyTepax, IO
BUSIBIJIOCSI OCOOJIMBO I[IKaBUM 1 aKTyaJIbHUM. PO3IIIsSIHYB pi3HOMaHITHI CTparerii, Taki sK:
HOTIEPEHE MPOTHO3YBAHHS PYXY, IHTEPIOJIALIS Ta €KCTPAIOJIALIT MiIKPECTUB BaXKIUBICTD
ONTHMI3aIli Ta TMOKpAIleHHsS TEeUMIUICI0 s 3a0e3MeYeHHs] TMO3UTUBHOTO JIOCBITY
KOPUCTYBaYiB.

3arajdbHU BHCHOBOK 3 JAHOTO PpO3AULy IMOJIAra€ B TOMY, IO PO3YMIHHS Ta
BUKOPUCTAHHS PI3HOMAHITHUX apXITEKTyp, O107J10TeK Ta KOMIIEHCALlIMHUX CTpaTerid €
BUpIIIAJBHUM KJIIOYEM JUIsl YCHIIIHOI pO3poOKM OHJaiiH cucteM. OTpUMaHI 3HaHHS
CTaHyTh OCHOBOIO I MOMAJBIIMX KPOKIB Yy BIOCKOHAJEHHI Ta CTBOPEHHI HOBUX

IHHOBAL{ y IrPOBiH TaTy3l.
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PO3/ILI 3
MMPOEKTYBAHHS TA PO3POBKA I'PH

3.1 KoHuenuisi Ta cueHapiii rpu
byB cTBOpeHuii BiIacHUW IUIariH, SKAW MOXKHA JOJATH JI0 OyAb-SIKOTO IPOEKTY
Unreal Engine, mo0 jerko nepeTBOPUTH HOro Ha OaraTOKOPUCTYBAIlbKy OHJIAWH TpY.
Kanpom rpu Oyno o6paHo 6araToKOpUCTyBallbKUi OHJIAWH ITyTep. B HHOMY € MOXIIUBICTh
CTBOPIOBATH BIIACHUI CEpBEP Ta MPHUEJTHYBATHUCS JI0 1HIINUX TPaBIliB. [ paBerb B TOJIOBHOMY
MEHIO Ma€ MOXKJIUBICTh OOMPATH TPU PI3HUX ITPOBUX PEIKUMHU:
o Free For All, ne xoxxHuMii KOpHCTYyBau Tpae caMOCTIHHO MPOTH IHIIIMX TPABIIIB
e Teams, yci rpaBii MOAIJICHI Ha JBl IFPOBI KOMaHAM Ta TpaBellb MA€ MOXJIHUBICTh
aTaKyBaTH JIUIIIC TPABIIIB 3 1HIIIOT KOMaHIN
e Capture the Flag, yci y4acHMKM TOJiJICHI Ha KOMaHAM Ta TOJIOBHA 3aja4a Iie
3aXOIMUTH BOPOXKHUH TIPAIop Ta MPUHECTH HOTO Ha BIIACHY 0a3y

l'onoBHe mMeHto0 BinoOpaxkeHo Ha puc. 3.1.

)

NIMbe 0f Riavers

8 Fiee oy Ml

Teams
Gapture fhe. Fag

Puc. 3.1. ['onoBHEe MeHIO TpU

46



Jy1st CTBOpEHHS BIIACHOTO cepBepa HeoOX1THO HaTUCHYTH KHOTIKY ‘“‘Host” Ta Bkazatu
KUTBKICTh TpaBLiB Ha cepBepi B psaaky “Number of Players”, mo0 mig'ennatucs Ha Bxke
ICHYIOUMiA cepBep HeoOX11HO oOpaT KHOMKY “Join”.

Jns po3pobku rpu BUKOpHCTOBYBaBcs aBuryH Unreal Engine 5, woBa
nporpamyBanHs C++ ta Blueprints Ta ceppicu Steam.

KopuctyBau Mae 3Mory mnpuciiaTH, NpUILIIOBaTHCS, CTpUOaTH, MaHEBPYBaTH,
migiiiMaTy CTIOPSIKEHHs, Tiepe3apsakard 30poro, KUAaTH TpaHaTH, 3MiHIOBAaTH 30poro,
BUXOIUTH JI0 TOJIOBHOTO MEHIO.

I'paBens Mae kimbka BUAIB 30poi, cepel HHUX IMCTOJNET, aBTOMAT, JPOOOBUK,
CHaWTIepChKI TBUHTIBKA, TPAHATOMETH Ta METalbHI T'paHATH. 3 MOXKJIWBICTIO MMiIiHMaTH
JOJITATKOB1 TMPEAMETH KOTP1 PO3MIIIEHI Ha IrpOBOMY PiBHI: OpOHIO, alTE4yKy KOTpa
MIOTIOBHIOE TIKATy 3/I0pOB’s, OJWCKABKY IS IIJBHINCHHS MIBUIKOCTI, TpPEeaIMeT Ha
MIJBUIICHHS cTprUOKa Ta OOEMPHUIIacH.

I'paBenp GaunTh Ha exkpaHi 3pyyHUM 1HTepdeic, KOoTpuil BigoOpaxkae MOTOYHY
KTy 3710pOB’sl, OPOHIO Ta KUIBKICTh OOEMPUTIACIB, CTATUCTUKY MOPA30K Ta BUTPAIIIB, a

TaKOX IrPOBHI Taimep, puc. 3.2.

i

Nmmos - [4/15
LY
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Puc. 3.2. IrpoBuii pexxum
KopuctyBanpkuii iHTEpdeiic TakoX BigoOpaskae OTOJOLICHHS, 30KpEeMa: XTO KOTO
BUOMB, XTO BHUIPAB TPy, KOMaHIU-TIEPEMOXIl, TaliMepud 3BOPOTHOTO BiIIIKY. SIKIIO
rpaBellb Ma€ BUCOKY 3aTPUMKY Ha cepBepi, TO Irpa Momnepeakae Horo mpo Iie.
I'pa Mae crieniadbHUNA CTaH MaTyy J€ IpaBellb MOXKE: JIITaTH Ha €Tari pO3MHUHKH.
Jlns  CTBOpEHHS OTOYEHHS Ha IrPpOBUX PIBHAX, IIEPCOHAXIB, aHIMaIliid Ta
crnenedekriB Oys10 00paHO BUKOPUCTOBYBATH OE3KOIITOBHI HaOOpy Mojenei 3 Epic Games

Store puc. 3.3. Ta puc. 3.4.

<Back CONTENT DETAIL Home Browsev Industriesv Freev OnSale SubmitContent Help  Search Products.

Unreal Learning Kit

ing - Apr 28,2022
ives you all the pieces—including source assets—to
build your own project.

Supported Platforms
dmm

Supported Engine Versions
4.26-4.27,50-5.1

Download Type

CON.I-ENT DETAIL ome ev Industriesv Free Vault  Help Search Products.. Q '. !I

Animation Starter Pack

Epic Game ntent - Aug 20, 2014
a Fantastic re ce for prototyping your next project or getting your next mod
up and running.

Supported Platforms
Free
HéOos®
OR Supported Engine Versions

AddtoCart | @ 44-427,50-52
Download Type

Description

Epic’s Animation Starter Pack contains 62 animations that can be used with the classic Mannequin as well as upcoming Marketplace releases. This animation set is a fantastic resource
for prototyping your next project or getting your next mod up and running.

UE-Only Content - Licensed for Use Only with Unreal Engine-based Products
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Puc. 3.4 Ha6ip aniMariii nepcoHaxiB

3.2 CTBOpeHHH BJACHOIO ILIATIHY

CrBopenHst GararoxopuctyBaibkoro miariny B Unreal Engine - ue ckimannHuii
MpoIiec, KU nependadaB po3poOKy 3ac00iB ISl CIIUIBHOI TPH TPABIB Y BIpTyaJlbHOMY
CepeOBUIII.

Po3po6nenuit MultiplayerSessions miariH, Mo)kHa J04aTH 10 Oyab-SKOIO IPOEKTY
Unreal Engine, mo6 nepeTBopuTH 1HOTO Ha 0AaraTOKOPHCTYBAIlbKy OHJIAWH Tpy (PHCYHOK
3.5). Ilnaria MICTHTH yCi MEepeKeBl HaJIAIITYBaHHS Ta PECYPCH, Takl IK MOJEII, TEKCTYpH,

aymio (aiiiau TOIo, sIKi BUKOPUCTOBYIOTHCS B IIPOEKTI.

*ok MultiplayerSessions Version 1.0

Xe- A plugin for handling enline multiplay o

/ Edit & Package

Puc. 3.5. MultiplayerSessions 1uiarin

Unreal Engine nmiaTpumMye po3poOKy IJIaridiB sik Ha MOBI nporpamyBanHsa C++, Tak
1 3 BHUKOpHUCTaHHSM rpadiyHoro iHTepdeiicy Blueprints. Ile mo3Bonse Bubuparu
Hal3py4HIIIANA crnoci0 sl pO3MMPEHHs (PYHKIIOHAIBHOCTI. [l po3poOKH miariny
BUKOPHUCTOBYBaach MoBa mporpamyBanHs C++. CtBopeHuil miarid OyB po3iIeHUN Ha
MOZYJl, KOTpPl MICTATh KOJ, PECypCHM Ta HaJIAIUTYyBaHHS, MOB'A3aHI 3 KOHKPETHOIO
4acTUHOI. Mofymi, BiJl SIKHX 3aJIEKUTh MPOEKT I'PU 3HAXONAThCs y (aiini 30ipku Build.cs

(pucyHok 3.6).

Muttiplay

aster(ReadonlyTargetRules Target) : (Target)
PCHUsage = PCHUsageMode.UseExplicitOrsharedPCHs;

PublicDependencyModuleNames . AddRange( [1 { "Core", "CoreUObject”, "Engine”, "InputCore®, "Niagara®, "MultiplayerSessions®, "OnlineSubsystem”, "OnlineSubsystemSteam” });

PrivateDependencyModuleNames. AddRange(; nt n;

Puc. 3.6. ®aiin 36ipku Build.cs

49



Ile mo3Bomsie 306epiraTu MPOEKT OPraHI30BaHUM Ta J10/1aBaT a00 BUAAIATH TUTATIHA
3a motpebu. IlnariHm MoOXXyTh J0JaBaTh HOBI KJIacH, KOMIIOHEHTH, CHCTeMH abo 1HIIII
00'ekTH, SIKI MOXYTb OyTH BHUKOPHUCTaHI B TPOEKTL. Y ¢aim MNOpoeKTy TIpu
YourProject.uproject, miarid OHJIalH-TiACUCTeMHU Steam 3'SBUBCS Yepe3 aKTHUBAIIIO HOTO B
penakTopi 1uiaridiB. bymo BKIIIOUEHO ILIariH oHJIAMH-TiacucTeMH B Iuiarid "Multiplayer
Sessions". Temep "Multiplayer Sessions" Takoxk Mae ¢aiin "YourPlugin.Build.cs",

aHaJIOT14YHO 10 1HIUX ¢aiiB 30ipKu, Ha puc. 3.7.

MultiplayerSessions.uplugin + > Blaster.Build.cs” o miel cpp o e.h ( t.h Menu.cpp
& Ma He BoibpaHa>
=}
"FileVersion": 3,
"Version": 1,
"VersionMame": "1.8",
"FriendlyName" ultiplayerSessions™,
"Description”: "A plugin for handling online multiplayer sessions",
"Category": "Oth
"CreatedBy": " yslav Holoborodko™,
"CreatedByURL" '
"DocsURL": ""
"MarketplaceURL": "",
"SupportURL": "",
"CanContainContent":
"IsBetaVersion": .
"IsExperimentalVersion"®
"Installed":
"Modules™: [
{
"Name": "MultiplayerSessions",
"Type": "Runtime
"LoadingPhase": "Default"
}
1
"Plugins™: [
I

1

"Name": "OnlineSubsystem",
"Enabled":

"Name": "OnlineSubsystemSteam"
"Enabled":

Puc. 3.7. ®aiin 36ipku MultiplayerSessions.uplugin

[lnariam  mumpoko BUKOPHUCTOBYIOThCS B Unreal Engine nns  po3mmpeHHs
(YHKIIOHATBHOCTI Ta CHPOIUEHHS pO3pOOKH 1rop Ta A0AaTKiB. BoHU 103BONSIIOTH
BUOKPEMUTU Ta TMOBTOPHO BUKOPUCTOBYBAaTH CTBOPEHY (DYHKIIIOHATIBHICTh, CIPOIIYIOTh
KOMaHJHY poOOTy Ta JO03BOJISIIOTH IIIBUJIKO BBECTH 3MIHM B TIPOEKT. Bce 1ie poOuth

IUIariH  BaXJIMBUM IHCTPYMEHTOM VY pPyKax pO3pOOHHUKIB, JOMOMAararoud He JIMILe
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posmmpioBat  MoxumBocTi Unreal Engine, ame 1 3poOutu po3poOKy irop Oiibl
e(eKTUBHOIO Ta KPEaTUBHOIO.

3.3 CrBopeHHs BJIacHOI cuctemu Subsystem

OmnnaliH-TiicucTeMa HaJga€ MOXIJIMBICTh JOCTYNMY 10 (YHKI[IOHATBbHOCTI OHJIAIH-
1atopMoBHUX cepBiciB, Ak Steam Ta Xbox Live. Y koxkHi# 3 nux miaaTdopM € cBiil Hadip
HOCTYT JJISl MATPUMKH TaKUX MOXIIMBOCTEH, K JOAABaHHS JIPYy3i, BINKPUTTS JOCSATHEHB,
HaJAIITYBaHHS ceciii MaTuMmerkinry. CTBopeHa CUCTeMa MICTUTh HaOip iHTepdeiiciB, 110
IpU3HAYeHI Ji1 OOpoOKH IUX PI3HUX MOCHYT JUIs KokHOi rutardgopmu. HanmamryBanHs
NPOEKTy Ui TEeBHOI mIaTopMu poOuThCi y KoHpirypauidHomy ¢aiia JBUTYHA

Engine.ini, va puc. 3.8.

0aiin N uar Bup Crpaska
[/Script/Engine.Engine]
+ActiveGameNameRedirects=(0ldGameName="TP_Blank",,NewGameName="/Script/Blaster™)
+ActiveGameNameRedirects=(0ldGameName="/Script/TP_Blank",NewGameName="/Script/Blaster")

+ActiveClassRedirects=(0ldClassName="TP_BlankGameModeBase" ,NewClassName="BlasterGameModeBase")

[/Script/Engine.GameEngine]
+NetDriverDefinitions=
(DefName="GameNetDriver",DriverClassName="0OnlineSubsystemSteam.SteamNetDriver"”,DriverClassNameFallback="0OnlineSubsystemUtils.IpNetDriver")

[OnlineSubsystem]
DefaultPlatformService=Steam

[OnlineSubsystemSteam]
bEnabled=true
SteamDevAppId=480
bInitServerOnClient=true

[/Script/OnlineSubsystemSteam.SteamNetDriver]
NetConnectionClassName="0OnlineSubsystemSteam.SteamNetConnection"

[/Script/OnlineSubsystemUtils.IpNetDriver]
NetServerMaxTickRate=120

Puc. 3.8. HanamryBanus daitny Engine.ini

Bubip Steam sk cepBicy sl iHTerpaiii B TPOEKT TPU BKazye Ha IIMPOKHIA
3aCTOCYHOK Ta MOMYJISPHICTH I1i€i maTdopmu cepen rpaBiiB. [HTerparis 3 Steam Hamae
MOJKJIMBICTh BUKOPUCTOBYBATH MOro MepexeBl (DyHKIIIT Ta 3py4Hl IHCTPYMEHTH.

[Tapamerp  DefaultPlatformService=Steam  Bkazye, 110 Steam  Oyne
BUKOPHCTOBYBATHCS K OCHOBHHUH cepBic s rpu. Lle cBigumTh, 1m0 rpaBii MaTHMYTh
JOCTYIl 10 MIMPOKOTO CHEKTpY (yHKIiH Steam, Takux SK JApy3i, JOCSATHEHHS, 4ar,
1HBEHTAp Ta 1HIII.

Jyis Toro, m006 KOopHuCTyBadi Majl 3MOTY CTBOPIOBATH CEAHCU Ta MPUETHYBATHUCS 10

HuX Oyno BBIMKHyTe HajamtyBaHHa blnitServerOnClient=true. fkmio 3HaueHHs Oyne
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bInitServerOnClient=false, onnaita-nizcucrema Steam we Oyze iHiliani30BaHa HAICKHUM
guHOM. [le Moke OyTH BaKJTUBUM JIJIsi CTBOPEHHSI TPH, JI€ KOPUCTYBadl MOXYTh OHOYACHO
OyTH 1 cepBepaMH Ta T'PABISIMH.

Jlnst 3'eqHAHHS MEPEXKEBOTO JIpaiiBepa 3 Mmporpamoro OyB BKa3zaHHWM Kiac Steam, 3a
e BIIIIOB11a€
NetConnectionClassName="0nlineSubsystemSteam.SteamNetConnection".

NetServerMaxServerTickRate BiamoBizae 3a 4acTOTy OHOBJICHb cepBepa 3 KIIIEHTOM
JI03BOJISIIOUM JIOTPUMYBATUCS TIEBHOTO PIBHS MPOAYKTUBHOCTI Ta TOYHOCTI B MEPEKEBOMY
B3a€MO/IIi.

3mina ActiveGameNameRedirects BimoBigae 3a MepeHanpaBiICHHS TpaBIiB Ha
oOpaHMii ITPOBHIl PIBEHB , 10 € BAXKIUBUM aCIEKTOM ISl 3a0e3MedYeHHs KOPEKTHOCTI Ta
3pY4YHOCTI FPHU B MEPEXKI.

Po3pobnena onmaitn-migcucrema dvepe3 kiac tumy "IOnlineSubsystem", korpa
oTpuMaHa uepe3 ctarnuny ¢ynkuiro "Get", sika HaJIeXUTh 10 1bOro kiacy. Lls gyHkiis
MOBEpTAa€ BKa3IBHUK HA OHJIAWH-TIIACUCTEMY TuIly BKa3iBHHKa Ha "IEOnlineSubsystem".
3a 10MOMOTOI0 SIKOi OTPUMYETHCS JOCTYI JI0 pI3HOMaHITHHX iHTepdeiiciB. Ha puc. 3.9,
MOKa3aHa CTPYKTypa Ta (QYHKIIOHATBHI MOXimBOCTI kiacy Online Subsystem Ta

HajamryBaHHa (aitty Engine.ini.
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ONLINE SUBSYSTEM

Engine.ini

[OnlineSubsystem] |OnlineSubsystem:=Get()

DefaultPlatformService=<Platform>

|OnlineSubsystem*

Puc.3.9. Crpykrypa Online Subsystem

B3aemonis 3 ¢aitiom Engine.ini i1 HaJamTyBaHHS MapaMETPIB CUCTEMHU ITOKA3YE,
SAKUM YHHOM PO3POOHHUKH MAaIOTh KOHTPOJIb Ha/l KOH(DIrypalli€o Ta ONTUMI3ZAIIED TPH IS
BUKOPUCTaHHS MEPEKEBUX MOKIUBOCTEH.

Po3pobiiena BiacHa mijcucTeMa JJisi KepyBaHHSI OHJIAH-CECISIMH, BIJTOBIJAE 3a
CTBOPEHHSI, YIIPaBIIHHS Ta 3aBEPILEHHS IpajbHUX ceciii. Takok BOHa ONpaiboBye MPOIIEC
MONIYKY IrPOBHX CECIH Ta 1HILI MOXJIMBOCTI MAaTYMEHKIHTY. [ paibHy cecito MOXKHA YSIBUTH
AK OKpEeMHH IHCTAHC TpH, IIO 3alyCKAaEThCS Ha cepBepl 3 BH3HAUYECHUM HabOpoM
BJIACTUBOCTEM.

Cecito MOXHa OrOJIOCUTH 3arajbHOJOCTYIHOO, 00 1HII TpaBlli MOIIM 3HAUTH ii
Ta MPUETHATHCS, a00 3poOUTH Ti MPUBATHOO, OO JIMIIIE TPaBLl 3 3aMPOIIECHHSIM MOTIIA
MPUENHATUACS 10 HEI.

CtBopeHnuit KJ1ac MULTIPLAYERSESSIONS API
UMultiplayerSessionsSubsystem MiCTUTB yC1 (yHKIIIT 6araTOKOpUCTYBaIbKOTO CEaHCY IJIs
o0poOku QyHkiii ceancy. Ha puc. 3.10. mokazana crpykrypa GyHKUIA iHTEpdeicy

OHJIAMH CECIN.
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SESSION INTERFACE FUNCTIONS

Functions CreateSession()
Delegates FindSessions()

Callbacks JoinSession()
StartSession()

Delegate Handl
elegate Handles DestroySession()

Puc. 3.10. Ctpykrypa Session Interface Functions

[Tix wac cTBOopeHHs1 QyHKIIN ceaHcy Oynau BuKkopuctaHi aeneraru B Unreal Engine,
KOTpl € CHeriaJbHUMU O0'€KTaMHM Ta peaii3oBaHl 3a JOTMOMOTOI0 BIJOMOTO Ia0JIOHY
npoektyBanHs Observer.

KiieHTCchbKUI KIlac MiAMUCYEThCsl Ha Jeserara i ciayxae HOro mporpaMHi Mofii, a
KJIac, KU MyOiKy€e JieJierat, MoXke B CBOIO YEpry YCBIJJOMUTU BCIX KJIIEHTIB, HABITh HE
3HAIOYH, 1110 BOHU ICHYIOTH a00 ix Hemae. Konu BiOyBaeThCsl MeBHA MOAIs, BC1 MIANUCAHI
(GyHKIIT BUKJIMKAIOTHCSI aBTOMATH4YHO. [le m03BoMsiyio peanizyBaTé pi3HOMAHITHY JIOTIKY
B3a€MOJIIi B Ipl, TaKy sIK 00poOKa KoJi31i, peakuii Ha Aii rpaBus. B oMy e poOuts koa
MEHIIIe MOB's3aHUM MK co0oro. Ha puc. 3.11. mokazana cTpykrypa Ta (yHKIIOHAJIbHI

MOYKJIMBOCTI J€JIerariB.
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DELEGATE HANDLES

CONSTRUCT AddOnCreateSessionCompleteDelegate_Handle()

DELEGATE

FDelegateHandle
BIND DELEGATE

CLEAR FROM

ADD TO DELEGATE DELEGATELIST

LIST

ClearOnCreateSessionCompleteDelegate_Handle()

Puc. 3.11. Crpykrypa Delegate Handles

byna ctBopena ¢ynkiis AddOnCreateSessionCompleteDelegateHandle() xotpa
noBeprae o0'ekt Tmmy FDelegateHandle, sikimo BoHa MICTHTH jaenerar ImMbOro THITY, TO
¢byHK1is 30epirae JeCKpUNTOp IS LIbOro KOHKpeTHOro Aenerara. Koiu cucrema 3aBepiiye
BHKOPHCTOBYBATH 1ICH JIeJIerar, HOro MOXKJIMBO OYMCTUTH 31 CIIMCKY JieerariB iHTepderncy
ceciil.

[aTepdeiic ceciit Mae byHKITi1 JUISt OYUIIEHHS JieNeraTiB
ClearOnCreateSessionCompleteDelegateHandle(). @yHkiii ouniieHHs] BUKOPUCTOBYETHCS
TaM, Jie HEOOX1THO BUAAJISTH 111 JIeJIeraTu 31 CIIUCKY JieJieraTiB.

Knac Menu Bukinkae HacTymHi QyHKIii cecii iHTepdericy, puc. 3.12;

e void CreateSession(int NumPublicConnections, FString TournamentType). ®yukiris

CTBOPIOE CECIIO Ta MPUHMAE 3HAYECHHSI KIJIbKOCTI TPaBIIiB Ta TUIl MaTYYy;

e void FindSessions(int MaxSearchResults). ®yHkiiist nomryky cecii.
e void JoinSession(const FOnlineSessionSearchResult& SessionResult). ®ynkiis

NpUENHAHHS 1O Cecii, MpUiiMaEe MOCUJIAaHHS HA KOHCTAHTHUM pe3ysbTaT MOUIYKY

cecii B iHTepHETI, KU Ha3MBaeThes “Session result”. Komwm rpaBens 3uaiine ceciro i
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BUPIMIUTH, JIO SKOi MPHUEAHATUCS, KIIAC MEHIO OTPHMAE PE3yJbTaT MOIIYKY 1 3MOXKe
BUKJIMKATH (PYHKILIIIO PUEAHAHHS J0 cecli 1 mepeaaru Horo;
e void DestroySession(). ®yHKIIist 3HHIIEHHS CECil,

e void GoSession();

!l-.IL'E[DLAYEI?.SESSIl]NS,ADI UMultiplayerSessionsSubsystem : UGameInstanceSubsystem

GENERATED_BODY()

UMultiplayerSessionsSubsystem();

CreateSession(int32 §

FindSessions(int32

JoinSession( FOnlineSessionSearchResults 5
DestroySession();

StartSession();

FultiplayerOnCreateSessionComplete MultiplayerOnCreateSessionComplete;
FultiplayerOnFindSessionsComplete MultiplayerOnFindSessionsComplete;
PultiplayerOnJoinSessionComplete MultiplayerOnJoinSessionComplete;
FMultiplayerOnDestroySessionComplete MultiplayerOnDestroySessionComplete;
PMultiplayerOnStartSessionComplete MultiplayerOnStartSessionComplete;

int32 DesiredNumPublicConnections{};
FString DesiredMatchType{};

Puc. 3.12. [Iporpamua peamizaiis BUKIMKyY Session Interface Functions

Po3pobnena BmacHa cucTema JeneraTiB Juisl KJacy MEHIO JJs BHYTPILIHIX
3BopoTHHX BHUKIHKIB ‘“‘Callbacks”, sika BHKOPHCTOBYIOThCS BHYTPILIHBOIO IiJICHCTEMOIO

1T B3aEMOIi 3 iHTepdericoM OHIaifH-ceaHcy, Ha puc. 3.13.

FMultiplayerOnCreateSessionComplete MultiplayerOnCreateSessionComplete;
FMultiplayerOnFindSessionsComplete MultiplayerOnFindSessionsComplete;

FMultiplayerOnJoinSessionComplete MultiplayerOnJoinSessionComplete;
FMultiplayerOnDestroySessionComplete MultiplayerOnDestroySessionComplete;
FMultiplayerOnStartSessionComplete MultiplayerOnStartSessionComplete;

int32 DesiredNumPublicConnections{};
FString DesiredMatchType{};

Puc. 3.13. Ilporpamua peaizaiis Bukiauky Session Interface Functions

BryTpinH1 3BOpOTHI BUKJIMKHU IS JIEJIETaTiB, K1 JOJAIOTHCS JI0 CIHCKY JeJeraTiB
OHJIaHOBOTO iHTep(deiicy ceaHcy. IX He MOTPIOHO BHKIMKATH 3a MEXaMH CTBOPEHOTO

KJIacy.
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Delegate handle- me 3a3Buuaii mocwinanHs abo i1IeHTU(IKATOP, SKHHA JTO3BOJISIE
30epiraTd Ta B3a€MOJIATH 3 JAeleraraMu a0o MOMiAMH. IX MOKHA BHKOPUCTOBYBATH SIK
00'exTH JUIs JOJIaBaHHs, BUJAICHHS a00 BUKJIMKY TianucaHux (yHkiii. bymno po3pobieno
KUTbKa JECKPHUIITOPIB JEJIeraTiB, IO OJHOMY JJIS KOYKHOTO 3 PO3POOJICHHX JIeJIETraTiB, KOTPi
BUKOPUCTOBYE CTBOpPEHA CHCTEMa, 1100 BUIAIWUTH JEJeraTH 31 CIHUCKY JeJIeraTiB, SK

TUIbKW BOHU O1JIbIIIe HE MOTPiOH1, HA puc. 3.14:

FOnCreateSessionCompleteDelegate CreateSessionCompleteDelegate;
FDelegateHandle CreateSessionCompleteDelegateHandle;
FOnFindSessionsCompleteDelegate FindSessionsCompleteDelegate;
FDelegateHandle FindSessionsCompleteDelegateHandle;
FOnJoinSessionCompleteDelegate JoinSessionCompleteDelegate;
FDelegateHandle JoinSessionCompleteDelegateHandle;
FOnDestroySessionCompleteDelegate DestroySessionCompleteDelegate;
FDelegateHandle DestroySessionCompleteDelegateHandle;
FOnStartSessionCompleteDelegate StartSessionCompleteDelegate;
FDelegateHandle StartSessionCompleteDelegateHandle;

bool bCreateSessionOnDestroy{ false };
int32 LastNumPublicConnections;
FString LastMatchType;

Puc. 3.14. IIporpamua peanizaiis Delegate handle

3.4 CrBopenns kiaacy Menu

KopucryBanpkuii iHtepdeiic B Unreal Engine mae BenuuesHe 3HAYCHHS IS
po3poOku rpu. Benukoi yBaru 3aciiyroBye rojlOBHE MEHIO TPH, TOMY, III0 BOHO € MEPIIUM
KOHTAKTOM KOPHCTyBaya 3 TPOI0 Ta BU3HAYa€ MEpIIl BPaXEHHA Ta 3py4yHicTh. JoOpe
pOo3po0IIeHHIT KOPUCTYBAIbKHM 1HTep(delic MEHIO TOBUHHUN OyTH 3pYYHUM Ta 1HTYITUBHO
3po3yMUIMM. [paBlli TOBMHHI JIETKO 3HAXOAWTH HAIAIITYBaHHS: TMOYaTH HOBY TIpY,
3aBaHTAXHUTH 30€peKEHy Tpy, BUOpaTu piBeHb CKIaAHOCTI Ta iHmi omiii. 3pyune Ul
TIOJICTIITY€ HABITAIlIIO0 TPABIlS Ta MOKpAIIye 3aralbHUI KOPUCTYBAIIbKUMA TOCBI/I.

MeHIO BUKOPUCTOBYE CTBOPEHY IMIJACUCTEMY OaraTOKOpPHUCTYBallbKMX CECIH,
BUKJIHMKAE 1i (pyHKIII Ta Kepye IrpOBUMH CECisIMH dYepe3 BIIDKET MEHI0, 1mo0 Maru

MOKJIMBICTh OTPUMYBATH JOCTYII JI0 IUIATIHY.
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Po3pobnenuit inTepdeiic mnpu HaTUCKaHHI Ha KHONKY “HOSt” mae 3Mory
KOPUCTYBauy CTBOPIOBATU OHJIAMH CECII0 TPU Ta OyTHU XOCTOM IS 1HIIUX KOPUCTYBadiB, a
KHOIIKa “JOiN” BiAmoBigae 3a MiAKJIIOYCHHS 0 OHJIAKH cecii iHmmx rpasiiB. KopucryBayu
Ma€ MOXJIMBICTh 00OpaTh PeXXUM TPHU Ta KUIBKICTh TPaBIiB, 0 OyayTh OpaT y4acTb y Tpi

IIpU CTBOPEH1 OHJIAlH cecii, Ha puc.3.15.

Number of Players

=
Teams

Capture the Flag

Puc. 3.15. IIporpamua peanizaitis Delegate handle

Jlorika meHto Oyna peasizoBaHa 3a jgornomororo omynpintis, C++ ta Unreal Engine,
Ha pucto 3.16. [HTepdeiic kopucTyBaya peanizoBanuii 3a gomomororo UMG (Unreal
Motion Graphics). Bona nHamae BisyanmbHuit intepderic mis ctBopenns Ul eneMeHTiB,
TaKHUX K KHOTKH, TEKCTOBI MOJISA, TTaHEl TOIIO. 3a JOMOMOTOI0 YOT0 MOYKHA PO3MIIIyBaTH
Ta CTWJII3yBaTH 11i eJIeMeHTH Oe3mnocepenHbo B peaakropi Unreal Engine, BukopucroByroun
Blueprint moBy Bi3yanbHOr0 mporpaMmyBaHHs a00 MoOBYy mporpamyBaHHs C++ s
BHU3HAYCHHS IOBEMIHKK. Takok BHMKOpHCTOBYBaiach OiOmioreka Slate, mio mo3Bosnse
CTBOPIOBATH JyXK€ KacTOMIi30BaHi iHTepdelicu, Taki sk iHTepdeicu penakropa abo irop,
sSIKi BUMararTh BHCOKOI edekTuBHOCTI. Slate 6a3yerbes Ha C++, i BAKOPHUCTOBYETHCS JIJIsI

CTBOPEHHS PI3HUX BUJIIB BIKOH, TaHEJEH, KHOIMOK 1 TEKCTOBUX TTOJIIB.
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pre— Capture the Flag Checkbox
Teams Checkbox

J Set Checked State F SetChecked State
<> On Check State Changed (FreeForAllCheckbox) Target Taiget

" Free for All Checkbox

" Capture the Flag Checkbax

¥ Set Checked State 7 SetChecked State
<> On Check State Changed (TeamsCheckbox) T L

J SetChecked State

ged (CaptureTheFlagCheckl

Puc. 3.16. Peamnizaitis Menu 3a 10momMororo Oi1yTnpiHTIB

3.5 CrTBoOpeHHs irpoBoOro piBHs

Po3poOka irpoBoro piBHA € OAHIEIO 3 KIIOUOBUX AacCIlEKTIB TpPH CTBOPEHHI
BHUCOKOSIKICHOI Bigeorpu. lleil mporiec BHMaraB MO€AHAHHS TBOPYOCTI Ta TEXHIYHUX
HAaBUYOK 3 METOIO CTBOPEHHS 3aXOIUTIOIOYOTO Ta BUPA3HOTO IFPOBOTO CEPEIOBHINA, SKE
MIPOTIOHYE TPABISIM 1[1KaB1 BUKJIMKHU Ta He3a0yTH1 BpakeHHs. CTBOPEHUI PIBEHb € ILI1JIKOM
CYMICHMH 13 3arajbHOI0 KOHIIETIIIEO TPU Ta PH LIbOMY OOCIYTOBYE pPi3HI IFPOBI MEXaHIKH,
3aBIaHHS Ta B3a€EMOJIi0 TPaBIIs 3 HABKOJHUIITHIM CBITOM.

Ha nanomy piBHI Oyna cTBOpeHa irpoBa JiOKallis, IO BIATBOPIOE CTapoOjaBHiil
puMcbkuii Komizelt, Ha puc. 3.17. Cam Koumi3el Bpaxae CBO€EI0 apXiTEKTypoOlo, sika IiepeIae
IyX CTapoJaBHbOro PuMy, 3 MacMBHMMHM CTIHAMH, apKaMHU 1 KaM'SHUMHU JIE€TAJSIMHU, SIKI

CTBOPIOIOTh YHIKaJIbHY arMocdepy.
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s N A : ‘.'1;:.';#
Puc. 3.17. Irposa noxkaris Free For All

s apena mpusHaueHa i 3 pexkumy "buTBa BCix mpoTH BCix', 1€ KOKEH YYaCHUK
I'pU BUCTYIIA€ CAMOCTIHHO, 0€3 KOMaHHOI MiITPUMKH.

Ha apeni po3ramoBani pi3HI CXOBHINA, OO'€KTH IS B3aEMOAIl Ta 30HHU, IO
CIPUSIOTh BHUHUKHEHHIO HemNependadyyBaHUX CHUTYyallid 1 3MIHIOIOTh TAaKTHUKY T'PaBIliB.
Koxken piBeHb mpopoOieHUN B JAeTalsAX Ta pPO3paxOBaHUM Ha I1HTEHCHBHI OWTBH Ta
He3a0yTHI eMoIii.

st po3poOKH piBHA BUKOPHCTOBYBaIMCH OeskormToBHI mozeni 3 Unreal Engine
Marketplace. Ha irpoBomy piBHI I'paBIli MOXKYTh 3HAXOJIUTH 30p010, OOENpHITacH Ta OyCTH,
10 BiJTHOBJIIOIOTH HOTO IrPOBi MOKa3HUKK 200 HAMAIOTh MOKPAIICHHS HABUYOK Ha JCSIKUN

yac, Ha puc. 3.18.
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[N i i
Puc. 3.18. Po3ramyBanHs npeaMeTiB Ha piBHI

i?v

Ha piBHi Oymno po3MiIieHo:

® TOYKH IOSIBU KOPUCTYBAYiB,

® TOYKHU OCBITJIICHHS,

® XMapH,

® TyMaH,

® HaIpPsIMOK PyXy BITpY,

® MIpeaMeT ceplie, O BiTHOBIIOKOTH 3I0POB’,

® mpenMeT OiMcKaBKa, 30UTBIITY€E MIBUIKICTh TPaBIIf,

® [peaMET IIUT, BIIHOBIIIOE OPOHIO rPpaBIis,

® TOYKHU IHTEPECY,

® TEKCTYypH,

® IICTOJICTH, aBTOMATH, IPOOOBUKH, CHAMIIEPChKI TBUHTIBKH, PAKETHHMII, TPAHATOMETH
Ta MeTaJlbHI I'PaHaTH,

e Qoempunacu 10 30poi.
CtBopenuil piBeHb OyB ONTHMI30BaHHMM. Y TpOILECI ONTUMI3alii irpOBOTO PiBHS

OyJ710 BUKOHAHO KOMIUIEKC pOOIT 3 METOIO MiIBUILIEHHS MPOIYKTUBHOCTI Ta BAOCKOHAJICHHS

reiimiiero. BukopucToByBaiuMch ONTHUMI30BaHI MEIIl  apXITEKTypu Ta OO'€KTIB,
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oOMipKOBaHE KepyBaHHSI TEKCTypaMmH, 3MEHIIIEHHSI 0OCSTY aHiMaIllli Ta peTeabHui Biabip
00'eKTiB, 1110 Opaiu y4acThb B CIEHI.

bynu BBeneHi 0OMeXeHHS KUTBKOCTI OJIHOYAaCHO aKTHMBHUX 00'€KTiB Ha piBHI. byno
HAJAIITOBAHO PIBHI AeTanizamii AJisi 00'€KTiB, 10 3MEHIIYIOTh PO3IUIBHY 3/[aTHICTH Ta

3MEHIIIEHUH PIBEHbB JeTaji3allli Ha BEJIMKINA BiJACTaHI.

3.6 Cucrema BiacTe:kyBaHHsI TPaBLiB

B cydacHOMy CBITI BiJICOITOp Ba)XKO YSBUTH Oe3NepepBHE BIOCKOHAJICHHS Ta
PO3BUTOK MEPEKEBHUX cepenoBuill. OHIEI0 3 KIIOYOBHUX CKJIAJOBHUX IIHOTO TOCTIHHOTO
PO3BUTKY € CHCTE€Ma BIJCTEKEHHS TPABIIB, fKa J103BOJIAE €(DEKTUBHO B3AEMOJISTH 3
YUCJICHHUMH YYaCHUKAaMU IPU Ta CTBOPIOBATH 3aXOILTIOI0UY1 MEPEXKEB1 CeCii.

byna ctBopeHa cuctema, njo0 BIACTEKYBaTH I'PaBIIiB, Kl IPUEAHYIOTHCS A0 1'POBOI
cecii. Ilst po3poOka BUBOIUTH KUIBKICTh aKTUBHUX I'PABIIIB Ta BKA3y€ HA KIJIbKICTh IPaBIIIB,
aki npueaHanucs. OCHOBHa JIOTiKa IIbOTO BIJACTEKEHHS peali3oBaHa 3a JIOTIOMOTOIO

KOHIICTILIIA PeKUMY Ta CTaHy I'pu, Ha puc. 3.19.

GAME STATE

RULES FOR THE GAME LET CLIENTS MONITOR THE
MOVING PLAYERS TO LEVELS STATE OF THE GAME

SELECTING SPAWN LOCATIONS NOT SPECIFIC TO

PostLogin(APlayerController* NewPlayer) INDIVIDUAL PLAYERS
PLAYER JOINS THE GAME ARRAY OF PLAYER STATES

Logout(AController* Exiting)
PLAYER LEAVES THE GAME

Puc. 3.19. Ctpykrypa pexumy Ta cTany rpu
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Pexxum rpu 30epirae yci mpaBuia Ipu, MEpeMilllae TpaBIiB Ha HOBI piBHI, 1HIII
pPeKMMH TpU Ta Ha pi3HI Michsd iX mosBM Ha Kapri. Game mode mae nekimbka
yCHaJakoBaHUX (DYHKIIIH, SIK1 KOPHUCHI JIJIsL BIICTEKEHHS BXOJTy Ta BUXOJy TPaBIl 13 CECIi.

Post login - e ycnankoBaHa BipTyaibHa (QYHKIIiS, sIKa BUKIHKAETHCS KOXKHOTO pasy,
KOJIU TpaBellb MPUEAHYETHCS JI0 TPH, 1 HaJla€ JOCTYI A0 IbOT0 KOHTpOJIiepa rpaBlsl.

Oyukiis Buxony “Logout” BUKIMKAETHCSA, KOJIM TpaBellb MOKUIAE TPy, 1 3HOBY
HaJa€ TOCTYM 10 KOHTpoJiepa Ta miei PyHKIii.

Cran rpu npusHadeHuW g 30epiraHHs iHGoOpMaIli Tpo MOTOYHUM CTaH TpH.
KiienTy oTpuUMyIOTH NIOCTYN 10 PI3HUX AacCHeKTiB CTaHy TpH, TAKUX SK PaxXyHOK YU
KUTBKICTB TepeMor. Y Game State 30epiraeTbcst MaCHB CTaHIB TPaBIliB, KJIAaC CTAHy TPaBIIS
MIpU3HAYCHUM J1s 30epiranHs 1HGopMallii, ika CTOCYE€ThCS KOHKPETHOTO TPaBIIs, TaKoi K
pPaxyHOK YM 1HIII NEPCOHANIbHI AOCITHEHHs. PeXuM rpu mae AOCTyn 10 CTaHy I'pH, BiH
MICTUTh MAacHB CTaHIB TPaBIlB 1 CKIJIbKU TpaBLiB € B I'pi, NEPEBIPSIOYN PO3MIpP IHOTO
MacHBY.

[Is cuctema BIACTEKEHHS TpaBLiB BIAKPUBAE O€3J114 MOXJIMBOCTEH  JUIs
MOKpAIIeHHs iMepcii Ta B3aeMojii y irpoBoMy cepenoBuiii. [loganbiine qOCHIKEHHS Ta
PO3BUTOK LIUX TEXHOJOTIA OOILSAIOTH 1€ OLIbIIE 3aXOIUIMBUX MOXKIIMBOCTEH y MalOyTHIN

ITpOBIi 1IHITYCTPII.

3.7 CTBOpeHHSI KOMIIOHEHTAa KOMIIEHCAIlil 3aTPUMKHU

Y cydacHOMY CBITI OHJIAWH-TEUMIHTY, /¢ MIUJIBHOHM TPaBIiB OO0'€IHYIOTHCS B
OHOMY BIPTyaJlbHOMY MpPOCTOpI, MUTAaHHS 3aTPUMKH CTa€ OCHOBHOIO TYypOOTOIO st
PO3pOOHUKIB Ta rpaBiiB. OAHUM 3 KIIFOUOBHUX ACIEKTIB JIJIsl PO3B'SA3aHHS 1i€1 MPOOJIEMH €
po3po0Ka Ta BIPOBAKEHHS KOMIIOHEHTa KOMIIEHCAIlli 3aTpUMKU. Y IIbOMY pPO3ALII
PO3MIISTHEMO TPOIIEC CTBOPEHHS TAaKOTO KOMIIOHEHTA Ta HOTO KITFOYOB1 €JIEMEHTH.

byB cTBOpeHuii KOMIIOHEHT KOMIIEHCAIlli 3aTpUMKH, KOTpUi 30epirae iHpopMaIlio
PO TPABIIIB 1 HEOOX1THI AJITOPUTMU JJISI CEPBEPHOTO MTOBOPOTY Yacy.

[lepmum etamoMm cTajgo BU3HAYEHHS PI3HOBUAIB 3aTPUMOK Ta I1X BIUIUBY Ha

revimrieit. [licns yoro Oynu BU3HAYEHI 11T KOMITEHCALlli: 3HIKEHHS Yacy BIATYKY rpaBId,
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ONTUMI3Alllsl CHHXPOHI3alli i MDK TpaBLUSMU Ta MOJIMIIEHHS 3arajbHOro irpoBOrO
TOCBITY.

3aranbHUN MiAXIT M Yac CTBOPEHHS IMOJISITaB B TOMY, IO CHUCTEMa IOBHHHA
30epiraTdl iICTOPit0 pyXy TpaBlid, 1 e Ma€ poOUTHCS MpUHAWMHI Ha cepBepi. [ pa Moxe 11e
pOOUTH Ha KOXKHOMY KaJipl, KOJU IO3WIlis TEpPCOHaka 3MiHIOEThCA. [l 1poro Oyno
CIIPOCKTOBaHA CTPYKTypa JaHUX, 110 Oyze 30epiraTu 1o iHGOopMaIliio - CBOEPIIHY 1CTOPitO
KaJIpIB.

IcTopist kaapiB MICTUTH KOHKPETHY 1H(OpMaIlito, e IepCOHaX 3HAXOIUThCS, 1 Jac,

KoJM BiH OyB y 1l mo3utii, Ha puc. 3.20.

REGUNUING HIoIURY

Frame History

Puc. 3.20. Ipukinaz icropii 3amucy pyxiB rpaBIs

[1ix yac po3poOKM BUHUKAJIA MUTAaHHS CKIJTBKY JaHUX CJI1J 30epiratu y CUCTeM1 Ta y
sskoMy BUIIIAAL. J{iist 30epiransst maHuX Oy/i0 00paHO BUKOPHCTOBYBATH MPSIMOKYTHHKH Hit
boxes. Jlo irpoBuX MepcoHaXiB OyIW JOAaHI Ta HAJAINTOBAHI HEBUAMMI JUIS 1HIIUX
IpaBIliB 0OKC-KOMIIOHEHTH, KOTP1 MaloTh 00JIacTi JJIsl MOMa/1aHb, 1[0 BIAMOBIIAI0TH (popMi
Ta TeOMEeTpii BIMOBITHUX YAaCTHH Tijia mepcoHaxa. [lig yac oO4mciieHHs TomanaHb, rpa

BUKOPHUCTOBYE 111 OOKCH JUIsl IEPEBIPKHU, UM BiAOYyIacs B3a€MOIs 3 I'POBUM MEPCOHAKEM 1
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BOHM € BaXJIMBUM €JIEMEHTOM Yy Trpadimi Ta ¢pi3uyHOMY MOJEIIOBaHHI B irpoBiil po3po0iii,

Ha puc. 3.20.

REGCORDING HISTORY

Puc. 3.21. Tlpukian npsIMOKYTHHUKIB IEPCOHAKY

Januii MeTon € e(pEeKTMBHHUM 1 KOMIAKTHUM CIIOCOOOM 30€piraHHs MaHuX, 1
BHUSIBUBCS JIOCUTh TOYHUM. Takui MiAXia JAO3BOJMB OTPUMATH TOYHY 1H(OPMAIIIO IIPO
3HAXOJ/KEHHS TPaBIlsl y MPOCTOpPl y MEBHUM MEPIOJl Yacy B MHUHYIOMY, 1100 BUPIIIUTH
NMUTaHHA Npo nomnajgaHHsa. Ha ocHoBI wi€i iHQopMalii Oyja CTBOpPEH1 CTPYKTypHU JaHUX
FFramePackage Ta FBoxInformation. [adopwmartis ipo hitbox Oyme mictutnMme:

e posrainryBaHHs Location,
e o0epranus Rotation,
e po3mipu BoxExtent.

Ha puc. 3.22. noka3zana crpykrypa aanux FFramePackage ta FBoxInformation.
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USTRUCT (ElueprintType)
FEoxInformation

UPROPERTY( )
FVector Location;

LUPROPERTY()
FRotator Rotation;

UPROPERTY()
FVector BoxExtent;

=
{
GENERATED_BODY( )
b

USTRUCT (ElueprintType)
= FFramePackage
{
GENERATED_BODY ()

UPROPERTY( )
Time;

UPROPERTY()
THap<FName, FBoxInformation> HitBoxInfo;

UPROPERTY()
ABlasterCharacter* Character;

Puc. 3.22. Ctpykrypa nanux "FFramePackage" ta “ FBoxInformation”.

CTBOpeHMiI1 alropuT™M BiAIrpa€e KIOYOBY pOib y 30epiraHHi MeBHOI 1H(popmarii
o0 obnacte monaganb hitbox s KOXKHOTO IepcoHa)ka B KOHKPETHHH MOMEHT dacy.
Le anroputm He nuiue 30epirae gaHi Mpo MO3ULIT Ta po3Mipu XITOOKCIB, ajie 1 Hajxae
MOKJIMBICTh €()€KTHBHO BiJITBOPIOBATH CTaH I'PU B MIEBHUII MOMEHT Yacy.

Oyukiiss  SaveFramePackage() BimmoBimae 3a 30epexeHHs 1€l  iHGopMaIii.
CnoyaTKy BOHa MPOBOAUTH MEPEBIPKY HA BATIAHICTh 3MIHHOT MEPCOHAXKA, I0O0 YHUKHYTH

MOKJIMBUX TTIOMHJIOK, TAKHMX SIK HYJIbOBHI BKa31BHUK, Ha pUC. 3.23.
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ULagCompensationComponent: : SaveFramePackage( FFramePackage& Package)

Character = Character == ? Cast<ABlasterCharacter>(GetOwner()) : Character;
if (Character)

Package.Time = GetWorld()->GetTimeSeconds();

Package .Character = Character;

for ( & BoxPair : Character—=HitCollisionBoxes)

i
FBoxInformation BoxInformation;
BoxInformation.Location = BoxPair.Value->GetComponentLocation();
BoxInformation.Rotation = BoxPair. Value->GetComponentRotation();
BoxInformation.BoxExtent = BoxPair.Value->=GetScaledBoxExtent();

Package .HitBoxInfo.Add(BoxPair.HKey, BoxInformation);

Puc. 3.23. ®ynkiia SaveFramePackage()

Tomy BoHa nepeBipsie, un qopiBHIOE 3MiHa Character HyJIbOBOMY BKa31BHUKY, 1 SIKIIIO
TaK, TO BUKOHYEThCS NpuBeNeHHsA 10 Tuiy 'blaster character" na ocnoBi "GetOwner",
ockuibkH "GetOwner" noBeprae akTopa, SIKHil BOJOIE [IUM KOMITOHEHTOM.

CrtBOpeHuit KOHTeMHep JuIs 30epiranns KitodiB-3HaueHHs "TMap", 3 kitoyamu TUIy
"FName" ta BignoBimammu 3HadeHHsMH UBoxComponent”. . Ileli xoHTeiHEp
no3Havaetbest sk "HitCollisionBoxes" 1 Hamae 3py4HMil MexaHi3M JOCTYyIy JO BCIX
X1TOOKCIB IEpCOHAXKA.

VY mpomy mukii 3anoBHIOeThes ' TMap"” "HitCollisionBoxes" nnst koxHOro kiroua
"FName" 3 o06'ekrom "UBoxComponent". Ile cTBOproe KoHTEiHEp, SKHH MICTHTh BCi
X1TOOKCH MEPCOHAXKIB Pa30M 3 IXHIMH IMEHAMHU.

Jlnst Bi3yasIbHOI TEpPEBIPKM Ta TECTyBaHHA 30€peXeHMX IMaKeTIB KaApiB Oyna
pospobiieHa ¢ynkiis showFramePackage(). Llst ¢yHKIIis TpOoXOauTh MO BCIM XiTOOKCAM y
nakeTi Ta BuKopuctoBye (ynkiiiro drawDebugBox(), 106 Hama roBaTH KOXEH XiTOOKC Ha
expani rpu. KopuctyBau Moxke Bkazatu OakaHUil KOJIp JJIs BIOOpaKeHHS IUX KOPOOOK, a
TaKOXX BU3HAUWTHU Yac, MPOTATOM SIKOTO BOHU OyayTh BUAMMHMH Ha €KpaHi, Ha puc. 3.24.
Lle Hamae MOXIMBICTH PO3POOHMKAM Ta TECTEPAM BI3yaJlbHO MEPEBIPUTH KOPEKTHICTH

po0OOTH aIrOpUTMY 30€peKEHHS Ta BIITBOPEHHS 1HGOpMAIIii Mpo XiTOOKCH B TPI.
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mveid ULagCompensationComponent: :ShowFramePackage(const FFramePackage& Package, const FColor& Color)
|

L

aHiMarlii abo ctaHamMu 00'eKkTa, III0 3MIHIOIOTHCS 3 YacoM, Oyina cTBopeHa (pyHKIs Interp

for (autoh& BoxInfo : Package.HitBoxInfo)
{
}

DrawDebugBox
GetWorld(),
BoxInfo.Value.Location,
BoxInfo.Value.BoxExtent,
FQuat(BoxInfo.Value. Rotation),
Color,
4 _f

3g

Puc. 3.24. ®yukiis showFramePackage ()

,HHH 3a0e3IeUyeHHs IIJJaBHOIO Ta HaTypaJIbHOI'O IICpEXOoay MIK ABOMa KaapaMH

Between Frames(). Konmemnmis po0oTd QyHKIII IHTEPIONALIi MPOLIIOCTPOBaHA Ha
puc.3.25.

DeltaMove = Distance * FMath::Clamp(DeltaTime * InterpSpeed, 0, 1)

Deltalove

Current Hit Time Younger Time

Distance

\

Older Time

Puc. 3.25. Ilpuknan ¢pyuxuii Interp Between Frames
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Oyukiis Oyne 1HTEpHoOMOBaTH iH(MOPMAII0 MK JBOMAa KaJapamMHu: MOJOAIIAM 1
CTapimM, 1 pe3yabTaroM Oyme Kaap, MO0 MICTHTh BCl IHTEPIIOIHOBAHI 3HAYEHHS IS
po3TallyBaHHsS Ta 00€pTaHH, 1 caMe 111 3Ha4eHHs Oy/ie moBepTaTucs 3 QyHKIIi.

Crouarky ¢yHKINS po3paxoBye 3miHHy Distance, 1 BoHa Oyme piBHa
YoungerFrameTime minyc OlderFrameTime. 3a gomomMororw 3HaueHHS IUCTAHINI OyB
obpaxoBaHe 3HadeHHs DeltaMove. Ilix yac oOpaxyHKIB BHKOPHCTOBYBajach (DYHKITis
"FMath::Clamp" 1 nepenani B Hel mepimii BXigHuid napametp oomexxenuid mix 01 1. La
po0O0Ba YaCTUHA MPEJCTABIISIE T€, HACKUIBKHU JAJIEKO IO JIiHIi BiJ] TOTOYHOTO JI0 I[IJIbOBOTO
BEKTOpa, BEKTOp Oyze mepeMimenuii. MHOKCHHSIM Ha JebTa 4ac (PyHKINS OTpUMye pyx
HEe3aJIeKHUN BiJ KaJpiB.

s dpyHKIIIsE 0COOIMBO KOPUCHA MIPH PO3POOII irop, aHiMaIliil Ta CIlIeH, 1€ TOTPIOHO
CTBOPUTH IIJIABHI MIEPEXOU MK CTaHAMU 00'eKTa ad0 aHIMAIIHHUMU KaJIpamMHu.

J1J1st TOMITKH BUCOKOTO MIHTY y TPaBIIs Ta 11 aHIMAIIiI0 TTOKa3y Ha TOJIOBHOMY €KpaHi
oyna ctBopena ¢yskiigs CheckPing Tta Omynpint character overlay widget skuii
BIITBOPIOETHCA HA €KPaHI KOPUCTYyBaua, SKIIO MIHT MiX TPaBIEM 1 CEPBEPOM MEPEBUIILYE
50 mimicekyHn. BapianT 3MiHu 1poro 3HadeHHs goctynHuii y Player Controller s

HaJaIlTyBaHb, Ha puc. 3.26.

ABlasterPlayerController: : CheckPing( DeltaTime)

if (HasAuthority()) return;
HighPingRunningTime += DeltaTime;

if (HighPingRunningTime > CheckPingFrequency)
i

L
PlayerState = PlayerState == ? GetPlayerState<APlayerState>() : PlayerState;
if (PlayerState)

if (PlayerState->GetPing() * U > HighPingThreshold)
{
HighPingWarning();
PingAnimationRunningTime = 8.f;
ServerReportPingStatus( );
}
else
{
ServerReportPingStatus( )
}
}
HighPingRunningTime = 0.F;

bHighPingAnimationPlaying =
BlasterHUD && BlasterHUD->CharacterOverlay &&
BlasterHUD->CharacterOverlay->HighPingAnimation &&
BlasterHUD->CharacterOverlay->IsAnimationPlaying(BlasterHUD->CharacterOverlay->HighPingAnimation);
if (bHighPingAnimationPlaying)
{
L
PingAnimationRunningTime += DeltaTime;
if (PingAnimationRunningTime > HighPingDuration)
{
StopHighPingWarning()
}
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Puc. 3.26. ®ynkuist CheckPing

3.8 CTBOpeHHSI KOMIIOHEHTA MiATBEPIKEHHS MONATAHHS

s e(heKTUBHOTO BIPOBA/KEHHSI CHCTEMU TPH, JI€ BAKIUBO BU3HAYUTH, UM TOTMAB
rpaBellb MOCTPIIOM ab0 arakolo, € BaXKJIMBUM CTBOPEHHS KOMIIOHEHTA I1ATBEPIKEHHS
nonananHs. Lleil KOMITOHEHT BIAMOBIAE 32 BU3HAYCHHSI Ta MIATBEPKEHHS MOMEHTY, KOJIU
araka a0o MOCTPLI BIy4a€ y LiJb.

SK TUIBKW CYNMPOTUBHHMK MOTPAINMB Yy TOJIE IHIIOTO TPaBIld, BIH POOUTH MOCTPLT 1
BIJIITpABIIsi€ 110 1H(OpMaIIio Ha cepBep. o Toro MoMeHTy, koinu iH(popmMallis Ipo MOCTPLI
70Ja€ BIJCTaHb JO CepBEpa, YMHHA BEpCis MepcoHa)ka MOXKE BXKE pyXaTucs, 1 cepBepHa
BEpCisl NEepcoHa)ka MOXKe Bxe BiApi3HATHCSI. Ha mnpuctpoi kopucTyBaua IEpPCOHAX
CYNPOTHBHUKAa MOXKE€ OyTH B MOJII KOTO 30py, ajie Ha MPUCTPOi cepBepa Leil MepCcoHax
MOJKE OyTH TPOXH CIIepey.

Jist po3B'sizaHHs 1Mi€l TpoOsieMH, HEOOX1THO Iie OlIbIle MepeMoTaTH uac, 00
BpaxyBaTH 4ac MOJOPOXi, IKM MOTPIOEH cepBepy sl BIATBOPEHHS IMO3HIIII MEPCOHAXKA
CYIIPOTMBHUKA Ha KOXKEH KaJp, KOJIM HAJCUIAEThCA CepBepy yac nomagaHHs. g uporo
Oyna ctBopeHa (QYHKIIIS MIATBEP/KEHHS nonaaaHb. OyHKIIS MOBepTae OylIeBl 3HAYCHHS,

SKIIO MTOTaIaHHs € yCHiTHUM true Ta false sikio rpaBers mpoMaxHyBcs, Ha puc. 3.27.
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HIT CONFIRMATION

Confirmed Hit!

SERVER

HitTime ServerTime
| | | 1
1 | ‘ ‘ | | |

Puc. 3.27. ®ynkiis ConfirmHit

time

Cnouatky (yHKIIiSI pO3paxoBYy€ PI3HHUIIO MiXK MMOTOYHUM YacOM CE€pBepa Ta 4acoM
BIy4YeHHs. L[4 pi3HMIIA € pe3yabTaToM, sIK JaJIeKo BiAJajIeH] y yacl 1l ABl MOIIi.

Cucrema niepeBipsie, Uu 1 pi3HUIL OlIbIe, MEHIIIe a00 piBHA HYIIS.

Skiio pi3HUIIS TOPIBHIOE HYIIO, 1€ O3HAua€, 110 MOoNajaHHs BiOyJI0CsS B TOYHUUN
MOMEHT 4acy BIIY4aHHs, 1 I1€ € TIMCHUM ITONaaHHSIM.

Axio pi3HMI BiA'€MHA, 1€ O3HAYA€E, M0 TPaBElb BIYYHUB O MOMEHTY BIIYYEHHS
CEpBEPHOI Bepcii MepcoHaxa.

Aximo pi3HUI TO3WUTUBHA, II€ O3HA4Ya€, M0 KOPHUCTyBad BIYYMB IIICHSI Yacy
BJIyYaHHS CEpBEPHOI BEPCil MepCOHAXKaA.

Axo pi3HuL O1u3bKa 10 HyJs Ta Oyld0 BCTAHOBJIEHO MEBHUI MEKOBUHU 1HTEpBAI,
B SKOMY BBa)Xa€ThCs TomananHs niicauM. lle iHpopmallis € KOpuCHOIO JJIsi KOMITEHCAIIi1
HEBEJIMKO1 3aTPUMKHU B Mepexi a00 1HIIUX YNHHHUKIB.

Omxe, GyHKINA I TIATBEPDKEHHS MOMAaaHb MMOBUHHA TTOBEPHYTH ICTHHY, SKIIO

MOMNaJIaHHsl JIIMCHE, 1 OPEXHIO0, SIKIIO BOHO HE € JIIMCHUM.
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BucHoBkH

B xomi mocmimkenns po3nuty "llpoekryBanHs Ta po3poOka rpu" Oyiao peTenbHO
PO3IVITHYTO KOXEH aCMeKT CTBOPEHHS IrPOBOrO MPOAYKTY, BiJ KOHIEIMIIII Ta CIEHapIo 10
BIIPOBAKCHHS PI3HOMAaHITHUX KOMIIOHEHTIB Ta cucteM. Lleit po3ain BimoOpaxae He JuIie
TEXHIYHUM acmeKT po3poOKu, ane ¥ cTpareriuHe IUIaHYyBaHHS Ta KOHIIETITyallbHE
POEKTYBaHHS, CHPsIMOBaHE Ha CTBOPEHHs 1IKaBOI Ta 3axOIUTOH4O0l rpu. byrno Ha
MPUKIIAJ1 TPOAEMOHCTPOBAHO TOTOBUM ITPOBUH MPOIYKT Ta CTaJil PO3POOKH.

[TounHarOYM 3 KOHIICMINI Ta CIEHApII0 T'pH, OYJIO BHUSBICHO BAXJIMBICTH YITKOT
BU3HAUCHOCTI IJICH Ta MEXaHIK TPH IIe Ha eTari ii CTBOpeHHs. PeTenbHa po3poOka 1boro
aCmeKTy JIO3BOJMJIA BHW3HAYMTH OCHOBHI €JIEMEHTH, SKi CHOPUIATHMYTH BIAJIOMY
IMITJIEMEHTYBAHHIO KOHIICTIIIIT B peaibHUI IrPOBUY TeUMILICH.

CTBOpEHHsI BJIaCHOTO IUJIariHy Ta CUCTeMH Subsystem BUSBHJIOCS KIIFOUOBUM IS
peamizamii cnenudiyHoro ¢GyHKIIOHANa TPU Ta BHOKPEMJIEHHS MOTrO BijJ 1HIIMX YacCTUH
cucremu. lle 3a0e3neynso THYYKICTh Ta MOXJIMBICTD MaiOyTHHOTO PO3IIMPEHHS 0e3
3HAYHOTO BIUIMBY Ha BXXE ICHYIOUHH KOJI.

BaxnuBuM acriekTom crajia po3poOka kiacy Menu, SIKHil BU3HAYMB Bi3yaJIbHHIM
CTWJIb Ta HaBIrallil0 TOJIOBHOTO MEHIO I'PH, HAJlal0ud TPABISM IHTYITUBHO 3pO3yMiJIE Ta
MpUBaAOJIMBE CEPEIOBHIIIC.

CTBOpeHHSI IrPOBOTO PIBHS Ta CHUCTEMH BIJCTE)KYBAaHHsS TPaBIlIB BigoOpaxkae
BOXJIMBUHN acleKT TeiMau3aiiHy, au3aiiHy HaBKOJMIIHBOTO CEPEIOBHINA, ONTHUMI3AIlIi,
3a0e3Mneuyour Pi3HOMAHITHICTh Ta B3a€EMOJII0 B TPi, a TaKOX JO3BOJISIOUM €(PEKTUBHO
BIJICTE€KYBaTH Ta pearyBaTy Ha Jii TPaBIIiB.

Oco0anBO Ba)JIMBUM CTAJIO0 BIPOBAKEHHS CUCTEMM KomreHcarllii 3arpuMku (Lag
Compensation) Ta KOMIIOHEHTA MiITBEPIKEHHS TOMAIaHHs, [0 CIPUSIOTH MOKPAIICHHIO
AKOCTI MEpEXKEBOro IeMMIUICI0 Ta 3a0€3MEYEHHI0 YECHOI Ta CTaOUIbHOI I'pH Ui yCiX
YYaCHUKIB.

B minomy, posmin "IlpoekTyBanHS Ta po3poOka rpu" BiOOpa3uB IHTETPOBAHUI
MIIX11 10 CTBOPEHHSI IrPOBOTO JOCBIAY, BPaXOBYIOUM TE€XHIUHI, TU3AIHEPChKI Ta MEPEKEBI
acniektd. OTpuUMaHi pe3yJabTaTH BIIITPAJINA KITIOUOBY POJIb Y CTBOPEHHI I'PH Ta MEPEKEBOTO
TJIariHy.
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BUCHOBKU

[Is maricrepcbka poOora Oyna HpHUCBSIYEHA BHUBUEHHIO Ta aHaJI3y MeEpEekKeBOi
CUCTeMH B O0araTOKOPHCTYBAIlbKUX OHJIAWH irpax, po3poOJeHUX 3 BUKOPUCTAHHSIM
irpoBoro gasuryHa Unreal Engine. lonoBHa mera mossraia B PO3KPHUTTI KIFOYOBHX
ACIIeKTIB CTBOPECHHS MEPEKEBHUX Irop y IIbOMY CEpPEIOBHUIIl M OOTOBOPEHHI iX BIUIMBY Ha
SKICTh Ta (PYHKITIOHATBHICTH OaraTOKOPUCTYBAIIBKUX 1TOP.

B mepmomy posaini Oyiao 3poOJieHO OIS 1 MOPIBHSJIBHHM aHalli3 4YOTHPHOX
ocHoBHUX irpoBux ABuryHiB: Unreal Engine, Unity, CryEngine Ta Amazon Lumberyard.
BuszHaumB, mo KOXX€H 3 HHX Ma€ CBOI YHIKaJbHI MOXJIHMBOCTI Ta OCOOTMBOCTI, SKi
B1JIOOpaKAIOThCSI HAa PI3HOMAHITHUX acCMeKTaX pOo3pOoOKU 0araTOKOPUCTYBAILKUX 1rop.
[Ipoanaii3zyBaBIIM yC1 HasiBHI ITPOB1 ABUTYHHU, JUIsl PO3POOKM Ta aHaI3y Yy HACTYIHHUX
poszainax Oymo odpano irposuii apuryn Unreal Engine.

Hpyruii po3nin OyB TPHUCBIYCHHUH JOCIHIDKEHHIO MEPEKEBOI apXITEKTypu Ta
TEXHOJIOT1i B OHJIAiH CHCTEMax, Yepe3 aHalll3 PI3HUX apXITEKTYPHUX KOHUEMLIA, TAKUX 5K
client-server, peer-to-peer, Listen Server ta Dedicated Server. [TopiBHsB Ta mpoaHasti3yBaB
MmepexeBl npotokond TCP ta UDP. Po3misia k0:KHOT 3 HUX HaJlaB BayKJIMBE YSABIECHHS PO
iXHI IepeBaru Ta 0OMEXXEeHHsI, BpaxOBYIOUM KOHKPETH1 oTpedu nmpoekTiB. Ciiijy 3a3HAYUTH,
o ocobnuBa yBara Oyna mpujijieHa MepekeBuM Oi0miotekam Ta ¢peitmBopkam Unreal
Engine, Brmouaroun: Unreal Networking Architecture, Steamworks Networking, Online
Subsystem, Custom Networking Solutions, Voice Over IP 6i6miorexu, Epic Online
Services (EOS). 3nauHy poJib Bigirpaiau JOCTIIKEHHSI METOJIIB KOMIIEHCAllli 3aTPUMKHU B
0araToKOpUCTyBalbKUX 1rpax. Po3misiHYB pi3HOMaHITHI CTpaTerii, Takl sIK: IMOIEPEIHE
MPOTHO3YBAaHHS pPyXy, IHTEPIOIAIIS Ta EKCTPAmoJAIii IMJAKPECIUB BaXIUBICTh
ONTUMIZAIlli Ta TOKPAIICHHS TEeUMIUICI0 Mg 3a0e3Me4eHHs TMO3UTUBHOTO JIOCBITY
kopucTtyBauiB. Lle po3mupuiio Moe po3yMiHHS BHOOPY ONTHUMAIBHUX 1HCTPYMEHTIB JUIS
peaizailii KOHKpeTHUX (YHKI[IOHAIBHUX BUMOT Y MOTH pOOOTI.

B TpeThomy po3auii Oyio BiIoOpakeHO MpolieC MPOSKTYBaHHS Ta PO3POOKH OHJIANH
rpu. [Ipotsrom mocmimkeHHs Oyiay BHKOHAHI BaXKJIMBI 3aBIAaHHS, CEpell SIKMX CTBOPEHHS

BJIACHOTO TUIAriHa, 3[aTHOTO MepeTBOpUTH Oyab-skuil mpoekt Unreal Engine B oninaiin
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OaraTtokopucTyBalbKy Tpy. bymu po3po0OiieHi Ta BIPOBaKEHI B J1F0 METOIU KOMIICHCAITIT
3aTPUMOK i 3a0e3leueHHs CTa0UIbHOI TpH, TONPH BEIUKI I1HTEPHET-3aTPUMKH.
JIOCSTHYTOIO METOIO TAKOXK CTaJI0 CTBOPEHHS MIJICUCTEMHU VISl KEPYBAaHHS OHJIAH-CECIIMU
1 BIPOBAHKCHHSI KOMITOHEHTIB IMATBEP/DKCHHS TIOMAaHHS Ta CHUCTEMHU BIJICTC)KYBaHHS
IpaBIiB B po3po0lll 0araToKOpUCTYBaIlbKOTO OHJAWH mryrepa. HamaHo omuc cTBOpEHHS
IrPOBOTO PIBHS Ta CUCTEMH BiJICTE)KYBaHHS T'PABIIIB.

[{i BIAKPUTTS MaIOTh BAKJIWBE 3HAUYCHHS JIJII MailOyTHHOI PO3POOKH irop, 30Kpema
0araToKOpHUCTYBaIlbKMX OHJIAWH irop. Pe3ymbraru 111€i poGOTH J03BOJIATH PO3POOHUKAM
Kpale po3yMITH MEpEeXeBI CHUCTEMH Ta CTparerii omTmmizallii, Mo CTaloTh BCE OUIBII
MEPCIEKTUBHUMH B Cy4YaCHOMY CBITI T€HM/IEBY.

Hanami, mocBig orpumanuii Big po3poOkum 1utariHa it Unreal Engine Ta
0araToKOpHUCTYBallbKOi TpH, MOXKe OyTH BUKOPHUCTAHWM JUIsI CTBOPEHHS PI3HOMAaHITHUX
MEpEKEBUX IT0p 13 BpaxyBaHHSAM CHEHHU(IKH PI3HUX KAHPIB 1 ayquTopid. MoXIMBUMU
HaIpsSMKaMH IS TIOJAJIBIIOTO JTOCTIKEHHS MOXYTh CTaTH aHajli3 pI3HUX TEXHOJOTIH 1
MPOTOKOJIIB, Kl MOXYTh OyTH 3actocoBaHi B Unreal Engine mns mepexeBoi B3aeMoil
IpaBIliB, @ TAKOX BHBYEHHS HOBHX CIIOCOOIB ONTHMI3aIlii MEPEKEBOTO B3aeMOii 3

BUKOPHUCTaHHSAM PI3HUX METOAIB KOMIIEHCAIIl1 3aTPUMOK.
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CIIMCOK BUKOPUCTAHUX IKEPEJI

1. Fortnite just had its biggest day ever, 6 years in [Electronic resourse] — Mode of access:
https://www.polygon.com/23948437/fortnite-og-chapter-1-player-record
2. Unreal Engine [Electronic resourse] — Mode of access:

https://www.unrealengine.com/en-US/unreal-engine-5

3. Unity [Electronic resourse] — Mode of access:

https://docs.unity3d.com/Manual/index.html

4. CryEngine [Electronic resourse] — Mode of access:

https://en.wikipedia.org/wiki/CryEngine

5. Visuals [Electronic resourse] — Mode of access:

https://www.cryengine.com/features/view/visuals

6. Amazon Lumberyard [Electronic  resourse] —  Mode  of  access:
https://aws.amazon.com/lumberyard/?ncl=h_Is
7. What is Client-Server Architecture? Everything You Should Know [Electronic

resourse] — Mode of access: https://www.simplilearn.com/what-is-client-server-

architecture-

article#:~:text=The%?20client%2Dserver%?20architecture%20refers,model%200r%?20cl

ient%?20server%?20network.

8. Unreal Networking Architecture [Electronic resourse] — Mode of access:

https://docs.unrealengine.com/udk/Three/NetworkingOverview.html

9. What is Dedicated Server Architecture? [Electronic resourse] — Mode of access:

https://www.easytechjunkie.com/what-is-dedicated-server-architecture.htm

10.Gameplay Framework + Network [Electronic resourse] — Mode of access:

https://cedric-neukirchen.net/docs/multiplayer-compendium/framework-and-network

11.Steam Networking Network [Electronic resourse] — Mode of access:

https://partner.steamgames.com/doc/features/multiplayer/networking?

12.0nline  Subsystem  Network [Electronic resourse] — Mode of access:

https://docs.unrealengine.com/4.26/en-US/ProgrammingAndScripting/Online/
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13.Yum Bigpizuserses nmporokon TCP Big UDP [Electronic resourse] — Mode of access:

https://moyaosvita.com.ua/internet/chim-vidriznyayetsya-protokol-tcp-vid-udp/

14.EOS \oice Chat Plugin [Electronic resourse] — Mode of access:

https://docs.unrealengine.com/5.0/en-US/voice-chat-with-epic-online-services/

15.Epic Online Services (EOS) Overview [Electronic resourse] — Mode of access:

https://dev.epicgames.com/docs/epic-online-services

16.Performing Lag Compensation in Unreal Engine 5 [Electronic resourse] — Mode of

access: https://snapnet.dev/blog/performing-lag-compensation-in-unreal-engine-5/

17.Real-time tactics [Electronic resourse] — Mode of access:

https://en.wikipedia.org/wiki/Real-time tactics

18.Fast-Paced Multiplayer (Part I11): Entity Interpolation [Electronic resourse] — Mode of

access: https://www.gabrielgambetta.com/entity-interpolation.html
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JOJATOK A. Texkct nporpamMu

namespace CurrentTournamentState

{
const FName CooldownUPD = FName("CooldownUPD");
}
void GameMode::BeginGo()
{
Super::BeginGo();
TimeStart = GetWorld()->GetCurTimesSeconds();
}
void GameMode::ServerTick(float Deltatime)
{

Super::ServerTick(Deltatime);
if (CurrentTournamentState == CurrentTournamentState::WaitingToGo)
{
TournamentReloadTime = WarmupTimeUPD - GetWorld()->GetCurTimesSeconds() +

LevelGoingTime;
if (TournamentReloadTime <=1)

{
GoTournament();
}
else if (CurrentTournamentState == CurrentTournamentState::InProgresis)

{
TournamentReloadTime = WarmupTimeUPD + TournamentsTime - GetWorld()-
GetCurTimesSeconds() + LevelGoingTime;
if (TournamentReloadTime <= 0.f)

{
SetCurrentTournamentStates(CurrentTournamentState::CooldownUPD);
}
else if (CurrentTournamentState == CurrentTournamentState::CooldownUPD)

{
TournamentReloadTime = CooldownUPDTime + WarmupTimeUPD + TournamentsTime -
GetWorld()->GetCurTimesSeconds() + LevelGoingTime;
if (TournamentReloadTime <= 0.f)

{
ReGoGame();
}
}
}
void GameMode::OnCurrentTournamentStateSet()
{

Super::OnCurrentTournamentStateSet();

for (FConstPlayerControllerlterator F = GetWorld()->GetCurrPlayerControllerlterator(); F; F++)

{
PlayerVladPlayerController*EnemyPlayer = Cast<PlayerVladPlayerController>(*F);
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if (GPlayer)

{
GPlayer->OnCurrentTournamentStateSet(CurrentTournamentState, FGMarT);
}
}
}
float GameMode::ComputeDamage(Attack, Victory, float BasedDamage)
{
return BasedDamage;
}

void GameMode::KickActor(class CurentPlayerCharacter* lomedPlayer, class PlayerVladPlayerController*
VictoryGameController, PlayerVladPlayerController* AttackController)
{

if (AttackController == nullptr || AttackController->GamerState == nullptr) return;

if (VictoryGameController == nullptr || VictoryGameController->GamerState == nullptr) return;

ACurentGamerState* FightEnemyStatl = AttackController ?
Cast<ACurentGamerState>(AttackController->GamerState) : nullptr;

ACurentGamerState* VicGamerState = VictoryGameController ?
Cast<ACurentGamerState>(VictoryGameController->GamerState) : nullptr;

CurentGameState* GameState = GetState<CurentGameState>();
if (FightEnemyStatl && FightEnemyStatl != VicGamerState && GameState)

TArray<ACurentGamerState*> CurTeamLead;
for (auto HostActor : GameState->TopPlayers)

{
¥

FightEnemyStat->AdToScore(2);
GameState->UPDTopScore(FightEnemyStat);
if (GameState->TopPlayers.Contains(FightEnemyStat))

{
CurentPlayerCharacter* LeaderPlayerPlayer =
Cast<CurentPlayerCharacter>(FightEnemyStat->GetPawn());
if (LeaderPlayerPlayer)

CurTeamLead.Add(HostActor);

{
LeaderPlayerPlayer->MulticasstGainedTheLead();
}
}
for (inti=0; i < CurTeamLead.Num(); i++)
{

if (1GameState->TopPlayers.Contains(CurTeamLead[i]))
{
CurentPlayerCharacter* Lost =
Cast<CurentPlayerCharacter>(PlayersCurrentlyIn[i+1]->GetPawns());
if (Lost)
LeaderPlayerPlayer->MulticasstGainedTheLead();

}
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¥

if (VicGamerState)
{
VicGamerState->AddWinTournament(1);
}
if (lomedPlayer)
{
lomedPlayer->lo(false);
}
for (auto It = GetWorld()->ScoreControlerStats(); It; ++It)
{
{
APlayerController* PlayerController = *It;
PlayerVladPlayerController*EnemyPlayer = Cast<PlayerVladPlayerController>(*It);
if (GPlayer && FightEnemyStat1&& lomedPlayer&& VicGamerState)
{
GPlayer->castlo(FightEnemyStat, VicGamerState);
}
}
}

void GameMode::UPDRespawn(ACharacter* lomedPlayer, AController* BotController)

{
if (lomedPlayer)
{

lomedPlayer->Reboot();
lomedPlayer->Delate();

}
if (BotController)

{
TArray<AActor*> PlayerGos;
StatsGameplay::GetAllfClass(this, APlayerGo::StaticClass(), PlayerGos);
int Select = FMath::RandRange(1, PlayerGos.Num() - 2);
ReGoPlayer(BotControllers, PlayerGos[Selection]);
}
}
void GameMode::PlayerLeftsGame(ACurentGamerState* LeavingTournament)
{

(PlayerLeave == nullptr) ? return : void();
CurentGameState* GameState = GetState<CurentGameState>();
if (GameState && GameState->TopPlayers.Contains(LeavingTournament))

{
¥

CurentPlayerCharacter* LeavingTournament = Cast<CurentPlayerCharacter>(LeavingTournament-
>GetPawn());
if (LeavingTournament)

GameState->TopPlayers.Delate(LeavingTournament);

&
LeavingTournament->lo(true);
3s
}
UCombatationComponents::UCombatationComponents()

{
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NetComponServerTick.DoEverServerTick = true;

int Walk = 500.f;
int Aim = 400.f;

void UCombatationComponents::GetL ifetimeReplication(TArray<LifeProper>&CirckAmmo) const{

{
Super::GetLifetimeReplication(OutLifetime);
DOREPLIFETIME(UCombatationComponents, FragGrenades);
DOREPLIFETIME(UCombatationComponents, HoldTFlag);
DOREPLIFETIME(UCombatationComponents, InventoryGunsPlayer);
DOREPLIFETIME(UCombatationComponents, SecondWeaponPlayer);
DOREPLIFETIME(UCombatationComponents, AimingPlayer);
DOREPLIFETIME_CONDITION(UCombatationComponents, CarrAmmopPlayer, COND_OwnerOnly);

s

void UCombatationComponents::HandgunReplenish()

{
if (Character->HasAuthorityPlayer())
{
UPDHandgunBulletSize();
}
}

void UCombatationComponents::PickupFightAmmo(EWeaponFightType WeaponFightType, int CalculateBullet)

{
if (CarrAmmopPlayerMap.Contains(WeaponFightType))

{
CarrAmmopPlayerMap[WeaponFightType] =
FMath::Clamp(CarrAmmopPlayerMap[WeaponFightType] + CalculateBullet, 0, MaxCarrAmmopPlayer);
UpdateCarrAmmopPlayer();
}
if (InventoryGunsPlayer && InventoryGunsPlayer->Full() && InventoryGunsPlayer->GetWpFightType()
== WeaponFightType)
{ Replenish();
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void UCombatationComponents::BeginGo()

{
Super::BeginGo();
if (Character)
{
Character->Getplayermove()->MxPlayerWalkSpeed = Walk;
if (Character->GetFollowPlayerCamera())
{
StandartCameraCamera = Character->GetFollowPlayerCamera()->CameraView;
CameaOnMomentamera = StandartCameraamera;
}
if (Character->HasAuthorityPlayer())
{
InitializeCarrAmmopPlayer();
}
}
}

void UCombatationComponents::ServerTickComponent(float Deltatime, ELevelServerTick ServerTickType,
FActorComponentServerTickFunction* ThisServerTickFunction)

{

Super::ServerTickComponent(Deltatime, ServerTickType, ThisServerTickFunction);

if (Character->LocalPlayerControlled())

{
FHitResult HitResult;
TracesUnderPlayerRetcickes(HitResult);
HitPlayerGoal= impactDamage;
UpdateCarrAmmopPlayer();
SetupUMGRetcickesSetup(Deltatime);

Camerainterpolation(Deltatime);
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void UCombatationComponents::ShootButPressed(bool KeyPush)
{

KeyShootButPressed = KeyPush;

if (KeyShootButPressed)

{
Shoot();

void UCombatationComponents::Shoot()

{
if (CanShootF())
{
DoShootF = false;
if (InventoryGunsPlayer)
{
SetupCroshair = 50;
switch (InventoryGunsPlayer->ShootType)
{
case ShootType::EFT_Projectile:
ShootProjectileWeapon();
break;
case ShootType::EFT_SurveyHit:
DamageReviewWP();
break;
case ShootType:: DHandgun:
ShootHandgun();
break;
}
}
GoShootTime();
}
}

void UCombatationComponents::ShootProjectileWeapon()
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if (InventoryGunsPlayer && Character)
{
HitPlayerGoal= InventoryGunsPlayer->bUseScatter ? InventoryGunsPlayer-
>TraceEndWithScatter(HitPlayerTarget) : HitPlayerTarget;
if (!Character->HasAuthorityPlayer()) LocalPlayerShoot(HitPlayerTarget);
ServerShoot(HitPlayerTarget, InventoryGunsPlayer->ShootClean);

void UCombatationComponents::DamageReviewWP()

{
if (InventoryGunsPlayer && Character)

{
HitPlayerGoal= InventoryGunsPlayer->bUseScatter ? InventoryGunsPlayer-
>TraceEndWithScatter(HitPlayerTarget) : HitPlayerTarget;
if (!Character->HasAuthorityPlayer()) LocalPlayerShoot(HitPlayerTarget);
ServerShoot(HitPlayerTarget, InventoryGunsPlayer->ShootClean);

void UCombatationComponents::ShootHandgun()

{
ShootHandgun* Handgun = Cast<ShootHandgun>(InventoryGunsPlayer);
if (Handgun && Character)
{
TArray<FVector_Quan> HitPlayerTargets;
Handgun->ShootViewHandgun(HitPlayerTarget, HitPlayerTargets);
if (ICharacter->HasAuthorityPlayer()) HandgunLocalPlayerShoot(HitPlayerTargets);
ServerHandgunShoot(HitPlayerTargets, InventoryGunsPlayer->ShootClean);
}
}

void UCombatationComponents::GoShootTime()

{
if (InventoryGunsPlayer == nullptr || Character === nullptr) return;
Character->TimeManage().Updater{

ShootTimer,



this,
&UCombatationComponents::ShootTimerFinish,

InventoryGunsPlayer->WeaponClear

void UCombatationComponents::ShootTimerFinish()
{
if (InventoryGunsPlayer == nullptr) return;
DoShootF = true;
if (KeyShootButPressed && InventoryGunsPlayer->WeaponPlayer)
{
Shoot();

}
ReplenishNullWeapon();

void UCombatationComponents::ServerShoots_Implementation(const FVector Quan& TraceHitPlayerTarget,
float ShootClean)

{
MulticastShoot(TraceHitPlayerTarget);

UCombatationComponents::ServerShoots_Verify(const FVector_Quan& TraceHitPlayerTarget, float ShootClean)

{
if (InventoryGunsPlayer)

{
bool bMulticastHandgunsShoot = FMath::IsMulticastHandgunsShoot(InventoryGunsPlayer-

>ShootClean, ShootClean, 0.002f);
return bMulticastHandgunsShoot;

}

return true;

void UCombatationComponents::Castimplement(const FVector_Quan& TraceHitPlayerTarget)

{
if (Character->LocalPlayerControlled() && !Character->HasAuthorityPlayer()) return;

LocalPlayerShoot(TraceHitPlayerTarget);
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void UCombatationComponents::ServerHandgunShoot_Implementation(const TArray<FVector_Quan>&
TraceHitPlayerTargets, float ShootClean)
{
MulticastHandgunsShoot(TraceHitPlayerTargets);
}

}
bool UCombatationComponents::ServerHandgunShoot_Verify(const TArray<FVector_Quan>&

TraceHitPlayerTargets, float ShootClean)

{
if (InventoryGunsPlayer)

{
bool bMulticastHandgunsShoot = FMath::IsMulticastHandgunsShoot(InventoryGunsPlayer-
>ShootClean, ShootClean, 0.002f);
return bMulticastHandgunsShoot;

}

return true;

void UCombatationComponents::MulticastHandgunsShoot_Implementation(const TArray<FVector_Quan>&
TraceHitPlayerTargets)
{
if (Character->LocalPlayerControlled() && !Character->HasAuthorityPlayer()) return;
HandgunLocalPlayerShoot(TraceHitPlayerTargets);

void UCombatationComponents::LocalPlayerShoot(FVector Quan& TraceHitPlayerTarget)

{
if (InventoryGunsPlayer == nullptr) { return };

if (Character && CombatFightsAState == ECombatFightsAState::ECS_Empty)
{

Character->ShootImplement(AimingPlayer);
InventoryGunsPlayer->Shoot(TraceHitPlayerTarget);
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void UCombatationComponents::HandgunLocalPlayerShoot(const TArray<FVector_Quan>&
TraceHitPlayerTargets)
{

ShootHandgun* Handgun = Cast<ShootHandgun>(InventoryGunsPlayer);

if (Handgun == nullptr || Character == nullptr) return;

if (CombatFightsAState == ECombatFightsAState::ECS_Replenishing || CombatFightsAState ==
ECombatFightsAState::Empty)

{
LocalReplenishing = false;
Character->ShootImplement(AimingPlayer);
Handgun->ShootHandgun(TraceHitPlayerTargets);
CombatFightsAState = ECombatFightsAState::ECS_Empty;
}

void UCombatationComponents::InventoryGuns(AWeapon* WPEquip)

{
if (Character == nullptr || WPEquip == nullptr) return;
if (CombatFightsAState != ECombatFightsAState::ECS_Empty) return;

if (WPEquip->GetWpFightType() == EWeaponFightType::EWT_Flag)

{
Character-> Stoop();

HoldTFlag = true;
WPEquip->UPDWeaponArr(EWeaponState::EWS_Setup);
SetupRightHand(WPEQquip);
WPEquip->SetNewOwner(Character);

TheFlag = WPEquip;

else
if (InventoryGunsPlayer != nullptr && SecondWeaponPlayer == nullptr)
{
EquipSecondWeaponPlayer(WPEquip);

else

UseFirstFie(WPEquipp);
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Character->Getplayermove()->bOrientSetNewOwner = false;
Character->ControllerRotation = true;

void UCombatationComponents::SwapToWeapons()
{

if (CombatFightsAState != ECombatFightsAState::ECS_Empty || Character == nullptr || !Character-
>HasAuthoritPlayer()) return;

Character->SwapAnimate();
CombatFightsAState = ECombatFightsAState::ECS_SwappingWeapons;
Character->FinishEdit = false;

if (SecondWeaponPlayer) SecondWeaponPlayer->EnableCustDepth(false);

void UCombatationComponents::UseFirstFie(AWeapon* WPEQquip)
{
if (WPEquip === nullptr) return;
DroplnventoryGunsPlayer();
InventoryGunsPlayer = WPEquip;
InventoryGunsPlayer->UPDWeaponArr(EWeaponState::EWS_Setup);
AttachPlayerActorToRightHand(InventoryGunsPlayer);
InventoryGunsPlayer->SetNewOwner(Character);
InventoryGunsPlayer->SettingUMG();
UpdateCarrAmmopPlayer();
InventoryGunsSoundListen(WPEquip);
ReplenishNullWeapon();

void UCombatationComponents::EquipSecondWeaponPlayer(AWeapon* WPEquip)
{
if (WPEquip == nullptr) return;
SecondWeaponPlayer = WPEquip;
SecondWeaponPlayer->UPDWeaponArr(UseAditionlaGun);
BackpackSetting(WPEquip);
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InventoryGunsSoundListen(WPEQquip);

SecondWeaponPlayer->SetNewOwner(Character);

void UCombatationComponents::Rep_Aiming()

{
if (Character -> LocalPlayerControlled())
{
AimingPlayer = PressedKeyForAim;
}
}

void UCombatationComponents::DroplnventoryGunsPlayer()

{
if (InventoryGunsPlayer)
{
InventoryGunsPlayer->Dropped();
}
}

void UCombatationComponents::EditHand(AActor* ActorEdit)
{
if (Character == nullptr || Character->GetMesh() == nullptr ||PlayerAct == nullptr) return;
const SkeletalMeshSocket* Gamelnternet = Character->GetMesh()-
>TakeSocket(FName("RightPlayerSwitch™));
if (Gamelnternet)

{
Gamelnternet->EscapeActor(ActorEdit, Character->GetMesh());

void UCombatationComponents::SetupRightHand(AWeapon* Flag)
{
if (Character == nullptr || Character->GetMesh() == nullptr || Flag == nullptr) { return };
const SkeletalMeshSocket* Gamelnternet = Character->GetMesh()-
>TakeSocket(FName("BanerSockPlayer™));

if (Gamelnternet)

{
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Gamelnternet->EscapeActor(Flag, Character->GetMesh());

void UCombatationComponents::SwipHandToLeft(AActor* ActorEdit)
{
if (Character == nullptr || Character->GetMesh() == nullptr ||PlayerAct == nullptr || InventoryGunsPlayer
== nullptr) return;
bool RevolverSocket =
InventoryGunsPlayer->GetWpFightType() == EWeaponFightType::EWT _Pistol ||
InventoryGunsPlayer->GetWpFightType() == EWeaponFightType::EWT_SubmachineGun;
FName SocketName = RevolverSocket ? FName("PistolSocket") : FName("LeftGamelnternet™);
const SkeletalMeshSocket* Gamelnternet = Character->GetMesh()->TakeSocket(SocketName);

if (Gamelnternet)

{
Gamelnternet->EscapeActor(ActorEdit, Character->GetMesh());

void UCombatationComponents::BackpackSetting(AActor* ActorEdit)

{
if (Character == nullptr || Character->GetMesh() == nullptr ||PlayerAct == nullptr) return;
const SkeletalMeshSocket* BackSocket = Character->GetMesh()->TakeSocket(FName(""BackSocket"));
if (BackSocket)
{
BackSocket->EscapeActor(ActorEdit, Character->GetMesh());
}
}

void UCombatationComponents::UpdateCarrAmmopPlayer()
{
if (InventoryGunsPlayer == nullptr) return;
if (CarrAmmopPlayerMap.Contains(InventoryGunsPlayer->GetWpFightType()))

{
CarrAmmopPlayer = CarrAmmopPlayerMap[InventoryGunsPlayer->GetWpFightType()];

90



Controller = Controller == nullptr ? Cast<PlayerVladPlayerController>(Character->Controller) :

Controller;
if (Controller)
{
Controller->SetupUMGCarrAmmopPlayer(CarrAmmopPlayer);
}
}

void UCombatationComponents::InventoryGunsSoundListen(AWeapon* WPEQquip)

{
if (Character && WPEquip && WPEquip->UseMusic)

{
StatsGameplay::StardSound(
this,
WPEquip->UseMusic,
Character->GetActorLocate()
);
}

void UCombatationComponents::ReplenishNullWeapon()

{
if (InventoryGunsPlayer && InventoryGunsPlayer->Full())
{
Replenish();
}
}

void UCombatationComponents::Replenish()

{

if (CarrAmmopPlayer > 0 && CombatFightsAState == ECombatFightsAState::ECS_Empty &&

InventoryGunsPlayer && !InventoryGunsPlayer->IsFull() && 'HostReplenishing)

{
ServerReplenish();
HandleReplenish();
HostReplenishing = true;
}
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void UCombatationComponents::ServerReplenish_Implementation()

{

if (Character == nullptr || InventoryGunsPlayer == nullptr) return;

CombatFightsAState = ECombatFightsAState::ECS_Replenishing;
}

void UCombatationComponents::FinishedReplenishing()

{

if (Character == nullptr) return;
HostReplenishing = false;
if (Character->HasAuthorityPlayer())

{
CombatFightsAState = ECombatFightsAState::ECS_Empty;
UPDBUulletSize();

}

if (KeyShootButPressed)

{
Shoot();

}

void UCombatationComponents::EndEdit()

{

if (Character->HasAuthorityPlayer())

{
CombatFightsAState = ECombatFightsAState::ECS_Empty;

}

if (Character) Character->FinSwapp = true;
if (SecondWeaponPlayer) SecondWeaponPlayer->EnableCustDepth(true);

void UCombatationComponents::EndEditAttachWeapons()

{

InventoryGunsSoundListen(SecondWeaponPlayer);

if (Character == nullptr || 'Character->HasAuthorityPlayer()) return;
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AWeapon* FremeniyWeap = InventoryGunsPlayer;
InventoryGunsPlayer = SecondWeaponPlayer;
SecondWeaponPlayer = FremeniyWeap;
EditHand(InventoryGunsPlayer);
UpdateCarrAmmopPlayer();

SecondWeaponPlayer->UPDWeaponArr(EWeaponState::EWS_UseAditionlaGun);
BackpackSetting(SecondWeaponPlayer);

void UCombatationComponents::UPDBulletSize()
{
if (Character == nullptr || InventoryGunsPlayer == nullptr) return;
int ReplenishAmount = AmountReplenish();
if (CarrAmmopPlayerMap.Contains(InventoryGunsPlayer->GetWpFightType()))
{
CarrAmmopPlayerMap[InventoryGunsPlayer->GetWpFightType()] -= ReplenishAmount;
}
Controller = Controller == nullptr ? Cast<PlayerVladPlayerController>(Character->Controller) :
Controller;
if (Controller)
{
Controller->SetupUMGCarrAmmopPlayer(CarrAmmopPlayer);

}
InventoryGunsPlayer->AddFightAmmo(ReplenishAmount);

void UCombatationComponents::UPDHandgunBulletSize()
{

if (Character == nullptr || InventoryGunsPlayer == nullptr) return;

if (CarrAmmopPlayerMap.Contains(InventoryGunsPlayer->GetWpFightType()))

{
CarrAmmopPlayerMap[InventoryGunsPlayer->GetWpFightType()] -= 1;
CarrAmmopPlayer = CarrAmmopPlayerMap[InventoryGunsPlayer->GetWpFightType()];
}
if (Controller)
{
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Controller->SetupUMGCarrAmmopPlayer(CarrAmmopPlayer);

}
InventoryGunsPlayer->AddFightAmmo(1);

if (InventoryGunsPlayer->IsFull() || CarrAmmopPlayer == 0)

JumpToHandgunFinish();

void UCombatationComponents:: Rep_FragGrenades()

{
UPDUMGFragGrenades();

void UCombatationComponents::JumpToHandgunFinish()

{
if (Animinstance && Character->GetReplenishMontage())
{
Animlnstance->ImplementWeapon(FName("HandgunEnd"));
}
}

void UCombatationComponents::PitchGrenadFinished()

{
CombatFightsAState = ECombatFightsAState::ECS_Empty;

EditHand(InventoryGunsPlayer);

void UCombatationComponents::PuskGrenade()

{
ShowAttachGrenade(false);
if (Character->LocalPlayerControlled())
{
ServerPuskGrenade(HitPlayerTarget);
}
}

void UCombatationComponents::ServerPuskGrenade_Implementation(const FVector_Quan& Target)
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if (Character && GrenadClass && Character->GetFragAttachedGrenade())
{
const FVector GoLocation = Character->GetFragAttachedGrenade()->GetAdress ();
FVector ToGoal= Goal- GoLocation;
FActorSpawnParameters Dislocation-;
SpawnPlayerParams.Owner = Character;
SpawnEdit.Curent = Character;
if (World)
{
World->SpawnActor<RangeWeapon>(
GrenadClass,
GolLocation,
Rotate(),

Dislocation,

);

void UCombatationComponents:: CombatFightsAState()

{
switch (CombatFightsAState)

{

case ECombatFightsAState::ECS_Replenishing:
if (Character && !Character->LocalPlayerControlled()) HandleReplenish();
break;

case ECombatFightsAState::ECS_Empty:
if (KeyShootButPressed)

{
Shoot();

}
break;
case ECombatFightsAState::ECS_NadePitch:
if (Character && !Character->LocalPlayerControlled())
{
Character->PlayPitchGrenadMontage();
SwipHandToLeft(InventoryGunsPlayer);



ShowAttachGrenade(true);
}

break;

case ECombatFightsAState::ECSSwappWeap:
if (Character && !Character->LocalPlayerControlled())
{

Character->SwapAnimate();

break;

void UCombatationComponents::HandleReplenish()

{
if (Character) {
{
Character->GosReplenishMontage();
}
}
}
int UCombatationComponents::AmountReplenish()
{
if (InventoryGunsPlayer == nullptr) { return 0};
int Escape = InventoryGunsPlayer->GetMagCapacity() - InventoryGunsPlayer->Takelnventory();
if (CarrAmmopPlayerMap.Contains(InventoryGunsPlayer->GetWpFightType()))
{
int PCarried = CarrAmmopPlayerMap[InventoryGunsPlayer->GetWpFightType()];
return FMath::Clamp(Escape, 0, Less);
}
return O;
}

void UCombatationComponents::PitchGrenad()

{
if (FragGrenades == 0) { return };
if (CombatFightsAState != ECombatFightsAState::ECS_Empty || InventoryGunsPlayer == nullptr) return;
CombatFightsAState = ECombatFightsAState::ECS_NadePitch;
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if (Character)

{{
Character->PlayPitchGrenadMontage();
SwipHandToLeft(InventoryGunsPlayer);
ShowAttachGrenade(true);

}

}if (Character &&!Character->HasAuthorityPlayer())

{
HostGrenad();

}

if (Character->HasAuthorityPlayer())

{
FragGrenades = FMath::Clamp(FragGrenades --, 0, MaxFragGrenades);
UPDUMGFragGrenades();

}

void UCombatationComponents::HostGrenad_Implementation()
{
if (FragGrenades == 0) return;
CombatFightsAState = ECombatFightsAState::ECS_NadePitch;
if (Character)
{
Character->PlayPitchGrenadMontage();
SwipHandToLeft(InventoryGunsPlayer);
ShowAttachGrenade(true);
}
FragGrenades = FMath::Clamp(FragGrenades --, 0, MaxFragGrenades);
UPDUMGFragGrenades();

void UCombatationComponents::UPDUMGFragGrenades()
{

Cast<PlayerVladPlayerController>(Character->Controller) : Controller;
if (Controller)

{
Controller->SetupUMGFragGrenades(FragGrenades);

97



bool UCombatationComponents::ShouldSwapToWeapons()
{

return (InventoryGunsPlayer != nullptr && SecondWeaponPlayer != nullptr);

void UCombatationComponents::ShowAttachGrenade(bool bLookExplosive)

{
if (Character && Character->GetFragAttachedGrenade())
{
Character->GetFragAttachedGrenade()->SetVision(bLookExplosive);
}
}

void UCombatationComponents::Sys_InventoryGunsPlayer()

{
if (InventoryGunsPlayer && Character)

{
EditHand(InventoryGunsPlayer);
Character->Getplayermove()->bOrientSetNewOwner = false;
Character->ControllerRotation = true;
InventoryGunsSoundListen(InventoryGunsPlayer);
InventoryGunsPlayer->EnableCustDepth(false);
InventoryGunsPlayer->SettingUMG();

void UCombatationComponents::Sys_SecondWeaponPlayer()

{
if (SecondWeaponPlayer && Character)
{
SecondWeaponPlayer->UPDWeaponArr(EWeaponState::EWS_UseAditionlaGun);
BackpackSetting(SecondWeaponPlayer);
InventoryGunsSoundListen(InventoryGunsPlayer);
}
}

98



void UCombatationComponents::TracesUnderPlayerRetcickes(FHitResult& HitStat)
{
FVector2D ViewportS;
if (Gamewport)
{
GEngine->GameViewport->GetSize(ViewportS);

FVector RetcickePosition;

FVector CrosshDirecti;

bool MonirorToWorld = StatsGameplay::DeprojectMonitor(
GetPlayerControll(this, 0),
RetcickeLocateP,
RetcickeWPosition,

CrosshDirecti

if (MonirorToWorld)
{

Go = RetcickePosition;

if (Character)
{
int DistancToCharacter = (Character->GetActorLocate() - Go).Size();
Go += CrosshDirecti + (DistancToCharacter +- 200.f);
}
FVector End = Go + CrosshDirecti * 25;
GetWorld()->LineTraceSingle (
TraceStat,
Pusk,
Finish,
ChanelHit,
CollisionChannel::ECC_View
)i
if (auto* HitActor = HitStat.GetActor(); HitActor && HitActor->Setup<UMGZoomSetting>())

{
UMGPackage.ColoSetup= FLinearColor::Bleu;
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else

UMGPackage.ColoSetup= FLinearColor::Gren;

void UCombatationComponents::SetupUMGRetcickesSetup(float Deltatime)

{
if (Controller == nullptr)

AController* PossibleController = Character->Controller;

Controller= Cast<PlayerGameController>(PossibleController);

}
if (Controller)
{
Cast<PlayerVIadUMG>(Controller->GetUMG()) : UMG;
if (UMG)
{
if (InventoryGunsPlayer)
{
UMGPackCenter = InventoryGunsPlayer->CrosshCenter;
UMGPackLeft = InventoryGunsPlayer->CrosshLeft;
UMGPackRight = InventoryGunsPlayer->Crosshight;
UMGPackBottom = InventoryGunsPlayer->Crosshottom;
UMGTop = InventoryGunsPlayer->CrosshTop;
}
else
{
UMGPackCenter = false;
UMGPackLeft = false;
UMGPackRight = false;
UMGPackBottom = false;
UMGTop = false;
}

/I Calculate Retcicke spread

1110, 600] -> [0, 1]
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FVector2D Walkinterval (0.f, Character->Getplayermove()->MxPlayerWalkSpeed);
FVector Speed = Character->GetSpeed();
Speed.Z =0.1;

RetcickeVeloFactor = FMath::GetMappedRangeValueClamped(Walkinterval ,
SpeedMultipRange, Speed.Size());

auto* characterMovement = Character->Getplayermove();

if (characterMovement->IsFalling())

{

const float TargetRetcickeFactor = 4f;

const float InterpolationSpeed = 3.0f;

RetcickelnFactor = FMath::FInterpTo(RetcickelnFactor,
TargetRetcickeFactor, Deltatime, InterpolationSpeed);

}

else

{
RetcickelnFactor = FMath::FInterpTo(RetcickelnFactor, 0.f, Deltatime, 30.f);

if (AimingPlayer)

{

RetcickeAimFac = FMath::FInterpTo(RetcickeAimFac, 0.58f, Deltatime, 25);
}
else
{

RetcickeAimFac = FMath::FInterpTo(RetcickeAimFac, 0.f, Deltatime, 22.f);
}

SetupCroshair = FMath::FInterpTo(SetupCroshair, 0.f, Deltatime, 22.f);

UMGPackage.SUIlycRosh =
1f +
RetcickeVeloFactor +
RetcickelnFactor -
RetcickeAimFac +

SetupCroshair;
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UMG->SetupUMG(UMGPack);

void UCombatationComponents::Camerainterpolation(float Deltatime)

{

if (InventoryGunsPlayer == nullptr) return;

if (AimingPlayer)
{
CameaOnMoment = FMath::FInterpTo(CameaOnMoment, InventoryGunsPlayer-

>GetZoomedFOV/(), Deltatime, InventoryGunsPlayer->GetZoomInterp());
}

else

{

CameaOnMoment = FMath::FInterpTo(CameaOnMoment, StandartCamera, Deltatime,

ZoominterpSpeed);

}
if (Character->GetFollowPlayerCamera())
{
Character->GetFollowPlayerCamera()->SetViewCamera(CameaOnMoment);
}

void UCombatationComponents::UPDCros(bool PlayerAimShoot)

{
if (Character == nullptr || InventoryGunsPlayer == nullptr) return;
AimingPlayer = PlayerAimShoot;
ServerUPDCros(PlayerAimShoot);
if (Character)

{
Character->Getplayermove()->MxPlayerWalkSpeed = PlayerAimShoot ? Aim : Walk;

}
if (Character->LocalPlayerControlled() && InventoryGunsPlayer->GetWpFightType() ==

EWeaponFightType::AWPRIfle)

{
Character->ShowSniperScopWidget(bsAiming);
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}
if (Character->LocalPlayerControlled())AimTableShow = PlayerAimShoot;

void UCombatationComponents::ServerUPDCros_Implementation(bool PlayerAimShoot)
{

AimingPlayer = PlayerAimShoot;

if (Character)

{
Character->Getplayermove()->MxPlayerWalkSpeed = PlayerAimShoot ? Aim : Walk;

bool UCombatationComponents::CanShootF()
{

if (InventoryGunsPlayer == nullptr) return false;

if ("InventoryGunsPlayer->Full() && DoShootF && CombatFightsAState ==
ECombatFightsAState::ECS_Replenishing && InventoryGunsPlayer->GetWpFightType() ==
EWeaponFightType::EWT_Handgun) { return true };

if (HostReplenishing) {return false};

return !nventoryGunsPlayer->Full() && DoShootF && CombatFightsAState ==
ECombatFightsAState::ECS_Empty;

¥

void UCombatationComponents::Sys_CarrAmmopPlayer()
{
Controller == nullptr ? Cast<PlayerVIadPlayerController>(Character->Controller) : Controller;
if (Controller)
{
Controller->SetupUMGCarrAmmopPlayer(CarrAmmopPlayer);
}
bool bJumpToHandgunFinish =
CombatFightsAState == ECombatFightsAState::ECS_Replenishing &&
InventoryGunsPlayer != nullptr &&
InventoryGunsPlayer->GetWpFightType() == EWeaponFightType::EWT_Handgun &&
CarrAmmopPlayer == 0;
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void UCombatationComponents::HoldFlag()

{
if (HoldTFlag && Character->LocalPlayerControlled())
{
Character->Stoop();
}
}
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