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3) Pospobka mepesxcesoi i2pogoi cucmemi.

4) Ananiz pezyromamis.
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BCTYII

AKTyaJbHicTb. CTBOPEHHS MYJIbTUIIJICEPHUX ITOP € HAT3BUYAITHO aKTyaJIbHUM
1 BAXKJIMBUM HAMNpPSIMKOM B 1HAYCTpii Biieoirop. Y HUHIIIHIO €NoxXy rio0anizaiii Ta
BHCOKOIIIBUJKICHOTO  IHTEPHET-MIAKIIOUYEHHSI TeWMIHI CTaB COILIAJbHOIO Ta
3aXOIUTIOI0YO0I0 aKTUBHICTIO. 1100 €KOHOMIYHOIO AacmeKkTy, MYJIbTUILICEPHI ITPH
OTPUMYIOTH OUIbIIly YacTUHY NpUOYTKIB Ha PHUHKY, B OCHOBHOMY 3aBJSKU
MIKpOTpaH3aKiisiM. TakoX KOHKYpEHIIiSl CIIOHYKae pO3pOOHUKIB BIAIIYKYBAaTH HOBI
CrocoOM TPHUBEPHEHHS yBark KOPUCTYBayiB, CTBOPIOBATH YHIKAJIbHUHN I1rpOBUMN
nocBizl. BpaxoBytouu 11i hakTOpH, peKUM MYJIBTUILICEPY € TOCUTH MPUBAOIUBUM JIJIS
IrPOBUX PO3POOHMKIB

O00’extT nociigkenHsi. Pexxum MynbTUIUIeEpy B ITpOBIM cucTeMi, TOOTO
MO>KJIMBICTh OJJHOYACHOI I'PU JEKUIBKOX KOPUCTYBAUIB 3 PI3HUX MPUCTPOIB.

IIpeamer pocaimkenns. CucrteMa peruikaiii B irpoOBOMY pyIrii
Unreal Engine 5

Crpykrypa. Jlana pobOoTa cKiamaeTbcsi 31 BCTYNy, aHalli3y MOHATTS
0araToKOpHUCTYBAIIbKOTO PEXUMY Ta HOro BHJIB, OIJIANY IHCTPYMEHTIB, OIHCY
nporpamMHoro 3a0e3nedyeHHs 1H(POPMALIMHOI CUCTEMH, BHUCHOBKIB, CIIHCKY

BUKOPHCTAHUX JKEPEN Ta JOIATKIB.



1 AHAJII3 IPEJIMETHOI OBJACTI

Pexum mynbpTHIIIeepy B irpax(0araTOKOPUCTYBALbKUM PEXHUM) - PEXKUM TPH,
3aBIIKH SKOMY OJpa3y JEeKiJIbKa KOPHCTYBadiB MOXYTh TpaTH B OJIHY 1 Ty X TpY,
BIUTMBAIOYH HA ITPOBUH MPOIIEC OAUH OJHOTO.

1.1 SIxk mpamioe 6araToKOPUCTYBALBLKHUHA PesKUM

Pexxum mynbrumieepy aie no moaen “Kmient-Cepsep”.

KitieHT - mporpamma 3amnyiieHa caMuM rpaBlieM, sika OTPUMYE JIaH1 3 cepBepa Ta
BIJITBOPIOE TPy Ha MPHUCTPOI KOPUCTYBaya y TAKOMY BUTJISL/II, B SKOMY BOHA iepedyBae
Ha cepBepi. Bimmomimae 3a BimoOpakeHHs rpadiku Ta iHTEpdeiicy, o0polbIse
HAaTUCHYTI KJIABIIIl Ta Nepenae AaHl Ha cepBEp, TAKOXK BIANOBIAAE 3a BIATBOPEHHS
BI3yalIbHUX €(EKTIB, aHIMAaIlll TepCOHaXIB Ta ayaio[1].

CepBep - iHIIIa CYTHICTh MOJIETI, Ha SIKi caMme 1 icHye Tpa. Ha cepBepi maioTh
BUKOHYBAaTHUCSI CaMi OCHOBHI JUI TeHUMIUICI0 YacTUHU koay. OTpumye maHi Bij
KJIIEHTIB, 00p00JIsi€ iX Ta BU3HAYa€ HOBUM cTaH rpu[1].

[Ipuknan pobOTH MoOJENi: TpaBellb HATUCKAE KHOIKY pyXy, NlaHl MOpo 1
nepenarTbes Ha cepep. CepBep OTpUMye KOOPIWHATH TMEPEMIIICHHS, TPOPAXOBYE,
Y1 MOXKE TpaBellb B3araji Ty MEePEeMICTUTHCS. SIKIIO MOXe, TO CepBep MepeMillye
KOITIIO TPaBlis, IO ICHY€ B HbOMY, 1 IOBEPTAE JaHI PO HOBE MOJIOKEHHS KIIIEHTY-
BiJipaBHUKY. OJHOYACHO 3 MM, JIaHI MPO HOBE TOJOKEHHS TPaBLs KIIEHTY, IO
MePEMICTUBCS, TIEPEAAIOThCS 1 Ha BCl IHINI KJIIEHTH, HA SKUX IIeH TpaBelb TaKOX
nepemictuthes. [TogioHMIT 0OMIH JaHUMH MK CEPBEPOM Ta KIIIEHTaMU Bi10YyBa€ThCA
MOCTIAHO, KOKHOTO KaJpy.

KiieHT nuiie Hajcuiae gaHi Npo HATUCHYTI KJIaBilli, yCi OA11 MPOPaXOBYIOTHCS
caMe Ha cepBepi, KOTpH MOBepTa€ JaHl PO Te, 1€ MA€ 3HAXOJUTUCH TOW UM THIIUHN
00’€KT, KU MOKA3HUK 3/I0pPOB’S Y MEPCOHAXka, CKUIBKM Yacy A0 KIHISI MaT4y TOLIO.
KitieHT TijbKM BIATBOPIOE CTaH TPH, 1110 3HAXOAUTHCS HA CEPBEP1, BIH HE Ma€ JOCTYITY
710 3MIHHHX, 1110 3HaXOJSATHCS Ha cepBepi. 3po0IIeHO 11e, 00 YHUKHYTH IaxpancTBa
BiJI rpaBiiiB. Tak, HaBITh SKIIO IPABEIh B3JIOMAE TPy y ce0e Ha MPUCTPOI 1, HATPUKJIIA],
JaCTh MOKJIMBICTh CBOEMY MEPCOHAXY JIITATH, IEPCOHAX, 110 3HAXOIUTHCS Ha CepBEPI
HE T0JIETUTh, TaK XKe 5K 1 IEPCOHAXKI Ha IHIIUX KITIEHTAX.

JlaHi MK KJII€EHTaMHu 1 cepBepoM nepenatotbes mno nporokorny TCP/IP. Ipu
nepenadi 3aiisi OUIbIIOT O€3MeKH, JaHi po30MBaIOThCA Ha (ParMEeHTH 1 MOTIM
1HKATCYJIOIThCS Y TTaKeTH, 00 BTPATUTH NPH Tepeaadi miauil ¢haim ripie, HiX OJUH
YU KUJIbKA ITaKeTIB.



1.2 Buay miaK/Jao4YeHHs

1. Peer-to-peer

Pucynok 1.2.1

Cucrema, B sKiii rpaBli 3’ €IHYIOTbCS HANpsIMY, 0€3 TTOCEPEIHUITBA Y BUTIIAIL
LEHTPAJILHOTO CepBepy. Y Takiih MepexKi KOXKEH TpaBellb OJHOYACHO € 1 KJIIEHTOM, 1
cepBepoM. [Ipu Takomy 3’ €HAHHI 3aTPUMKA MPU OOMIHI JAHUMH 3MEHIITYEThHCS, OJTHAK
Il MEpeXi MOXYTh OyTH Bpa3JIMBUMU JI0 aTakK 1 HE 3aBXKIU €PEKTUBHO BUPIMIYIOTH
npobiieMu Oe3MNeKkH, Taki SK IaxpaicTBO Ta XakiHr. TakoX HE MIXOAUTH IS
3’€THAHHS BEJMKOi KIJBKOCTI TpaBIiB, 4Yepe3 HEJOCTATHIO OOYHUCITIOBAIBLHY
MNOTYXHICTh IPUCTPOIB 3BUYATHUX rpaBUiB|1].



2. Listen server

-

HOST
'LISTEN SERVER

Pucynok 1.2.2

Tun miIKIIOYeHHs, TP SKOMY OMH 13 KOPUCTYBayiB CaM CTa€ CEPBEPOM, TOOTO
XOCTOM, SIKHW pO3paxoBYe ITPOBY CECIIO AJIsl IHIIMX rpaBLiB. BUKOpUCTOBY€EThCS IS
Irop, y sSIKUX MaKCHMMaJlbHa KUIbKICTh T'PaBIlIB HEBEIUKA, OO0 KOMIT IOTEp 3BUYANHOIO
KOpPHUCTyBada HE PO3paxOBaHU Ha 0OCITyrOoByBaHHS BEIUKOI KIJIbKOCTI 3anuTiB. [Ipu
IbOMY 3aTpUMKa Tpu, TOOTO TMOKA3HUK ping, y XocTa OyJe JOPIBHIOBATU HYIIIO.
3aTpuMKa X y KIIEHTIB Oy/ie 3aJIe’KaTh Bl TOT0, HACKIJIBKH JAJIEKO BOHU 3HAXOIATHCS
Bil xocta. B irpax 3 TakuMm MiAKITIOYEHHSIM, SKIIO TPaBeIb-TOCIOAAp BTpayae
3'eTHaHHA a00 BUXOAMTH 3 TPH, IrPOBa cecist MOXe OyTH NPUITMHEHA ISl YCIX TPaBLIB,
a00 x Bi10yAeThcs host migration, TOOTO XOCTOM CTaHe 1HIIMH KITi€HT. J[J11 MOOLTBHUX
Irop Take MIAKIIOYEHHS MOTaHo Mifiiae, 00 3aXOCTUTH cepBep Ha TeaedOHHUX
MIPUCTPOSIX HaBpsAA uM Buiae| 1 ].



3. Dedicated server

CLIENT

N

Pucynok 1.2.3

Cucrema, B sKIM 3aisTHO OKpPEMHI CEpBEp, YCI pPECypCcH SIKOrO 3ajisHl s
00cnyroByBaHHs 1rpoBoi cecli. OCKUIbKM TaKl cepBepy MpU3HAYEH1 JJIsi 00poOKU
BEJIUKHUX ITPOBUX CEPEIOBHUII, TO 1 KUIBKICTh TpaBI[IB 3HAYHO OUIbINA, HIK MpU
3’ennanHl Tuny Listen server. IlomiOHa cucrema OunbIn cTiiika 1 HajiiiHa, 00 HE
3aJIEKUTH BiJl XOCTY. SKI0 Oyab-sKUii rpaBellb BTPATUTh 3’ €IHAHHS, I'POBA CECisl BCE
OJIHO MPOOBKUTHCS. Takoxk yci iIrpoBi AaH1 30epiraloTbCsi caMe Ha CEpBEPI, 110 HE Ja€
3MOTH OTPUMATH AOCTYIY 10 HUX 3 KII€HTIB[ 1].

1.3 Buau myabTHILICEPY

1. Async multiplayer - 6araTokopucTyBaIbKUi PEKUM, B IKOMY IPaBIli MOXKYTh
BIUTUBATH Ha ITPOBHI MPOIEC IHINUX, MPU [BOMY HE Oepydr y HbOMY Yy4acCTi.
Hampuknaz, y rpi nepeadadeHo yuacTh JIUIIE OTHIET JIFOAUHH, aJIe Y TPaBIls MOXKe OyTH
MO>KJIMBICTh 3QJIMINATH B JOKAIlli TPU MOBIOMJICHHS 3 “MIJKAa3K0I0”, KOTPE 3MOXKYTh
0auuTH 1HILI rPaBIIl, a TAKOK MOMXJIUBICTh CAMOMY OQUMTH TaK1 MOB1TIOMJIEHHS. Takox,
TaKUi BUJ YaCTO BUKOPUCTOBYETHCS Y MOOUIBHUX 1Tpax: KOJIA IPaBellb 3Mara€eThCsi He
3 IHIIIUM KOPUCTYBAYeEM, a 3 KOMIE€I0 HOTO IrPOBOT0 MEPCOHAXKY.

2. Turn based multiplayer - pexumM, y sikoMy Bxke O€3MOCEPEIHBO MPUCYTHI TBOE
a060 OimpImie rpaBiiB. [IpoTe makeTu Jy1si OHOBJICHHS TAHUX HA CEPBEPI BIAMPABISIOTHCS
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JIMILIE TTICTIS 3aKIHYEHHS IrPOBOT'0 X0y, @ HEe KOKHOTO Kajpy. Jis npukiamy miaiiayTh
3BUYANHI OHJIAHH-1IIaXW 200 KapTOYHI IrpH.

3. Real time multiplayer - Ha#O1IbII MOIIMPEHUI THIT MYJIBTHILICEPY. B HbOMY
OOMiH JJaHUMU B1IOYyBAETHCS KOXKHOTO Kajpy.

1.4 Orusx iHCTPYMeEHTIB

Y xoa1 IUIIOMHOT poO0TH OYB BUKOPUCTAHHM ITPOBUMN PYIIIiif
Unreal Engine 5, uepe3 cBor0 G€3KOIITOBHICTb, TOCTYIHICTh, TAPHUI PiBEHb rpadiku
Ta IHCTPYMEHTapiH, 30KpemMa Jijisi poOOTH 3 KIIEHT-CEPBEPHOIO apXiTEKTYPOIO, a caMe
cuctemoro perutikarii. Onun 13 migxoniB o pervrikamii B Unreal Engine 5 - e
BukopuctanHa "Unreal Networking". Llg cucrema A03BOJIsIE aBTOMATHYHO
CUHXPOHI3YBAaTHU CTaHU 00'€KTIB Ta MOJIi MIX PI3HUMH €K3EMILISIpaMu IPH Ha PI3HUX
npuctposix. 1llo0 peamizyBatu pemnikaiito B Unreal Engine 5, po3poOHUKH MOXKYTb
BUKOPUCTOBYBATH KjacH, Taki sk AActor Ta UActorComponent, 1 BU3HaYaTH, K1 JaHi
MOBUHHI OyTH PETUIIKOBaH1 MK KJIIIEHTOM Ta cepBepoM. HiKuX 1HIIMX 1HCTPYMEHTIB
y X0/l po3po0KHu He OyJ0 BUKOPHUCTAHO, aHIMAIlll JESIKUX PYyXIB MEPCOHAXIB OyiH
CKauaHi 3 iHTepHeTy[2].

Po3poOka na Unreal Engine Moke BigOyBaTuUCA y CHUCTEMI Bi3yaJIbHOIO
ckpuntuHry Blueprint, abo Ha MoBi nporpamyBanHa C++. Y 000x omnuiid € cBOi
nepeBaru 1 HeIOIIKH.

[lepeBaramu mist cuctemu Blueprint € mpocToTa B iX BUKOPHCTaHHI, JIETKICTh
YUTaHHS KOJY, MBUAKICTh MPOTOTUITYBAHHS Ta BOY/I0BaHI IHCTPYMEHTH s Tpadiku
Ta a"iMaiii. Hemomikamu € Te, mo ko Ha Blueprint noBinsHImmiA 3a kog Ha C++, yepes
Te, 10 MPHU BUKOHAHHI mporpamu Blueprint xoHBepTyeThes y kong C++, a Ha 11e
notpideH vac. Takox Blueprint He Mae ycworo ynkiionany C++, Hanpukiaa HE
MOXHA Yepe3 1[I0 CUCTEMY MIIKIIOYUTUCA 10 0a3u nqaHux|3].

[lepeBaramu C++ y mepiry 4epry € IIBUAKOAIS, PO3MIMPEHUNA (PYHKIIOHAI.
[Ipore 1 cama po3pobka crae cknamnimor: C++ CKIaNHINIMKA Yy BUBYEHHI, a KOJ
CKJIQJHIIIE CIPUAMATH, HI’K HanmucaHui y cuctemi Blueprint

[Ipote kpamum BapiaHTOM Oyjie BUKOPUCTAHHS OJpa3y 000X BapiaHTIB, TaK SK
daiimu Blueprint moxe nacmigyBaTtucs Bif daitnie C++[4]. OTke MOXKHO TIPONHUCATH
cknagHl ¢yHkuii y daitnax C++, crBoputu ¢aiin Blueprint, skuii Oyne HaciigyBatu
¢aiin C++, 1 IpOAOBKUTH MTPOrpaMyBaTH MEHIII CKJIA/IHY JIOTIKY Y HbOMY.
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1.5 IlocranoBka 3axavi

3aBgaHHSAM JaHOi POOOTH € CTBOPEHHS 1H(POPMALIMHOI TEXHOJOTI]
MIPOCKTYBAaHHS ITPOBOI CUCTEMHU 3 MOXKJIMBICTIO TPY B MEPEKi HA OCHOBI
Unreal Engine 5. Cucrema mMae 3a10BOJIBHSTH HACTYITHUM BUMOTaM:

1) I'paBers MOXe CTBOPIOBATH IrPOBY CECit0, a00 MiTKITFOYATHCS IO iCHYIOYOI.

2) IlepcoHax rpaBIs MOXE pyXaTHCS, CTPHOATH Ta OUTH.

3) Bci aii omHOTO TpaBIls BIATBOPIOIOTHCS y BCIX 1HIITHX.

4) IrpoBi 00’€KTH Ha PiBHI Y BCIX TPaBIiB 3HAXOIATHCSA B OJHOMY i TOMY K MICII.
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2 IHOOPMAIINHE TA IPOT'PAMHE 3ABE3IEYEHHS
CUCTEMH

2.1 CTBOpeHHS NPOEKTY

Jliist mouaTky cTBOproeThes mpoekt y Unreal Engine 5.

Tak sk po3poOJroBaHa rpa Mae MaTH Kamepy BiJl TPEThOi 0coOH, 3a I1alJIoH

obupaetbcst ThirdPerson.

Unreal Project Browser

RECENT PROJECTS

Blank First Person Third Person Top Down

ours D ar g

q ke N e
FILM I VID M'_& s Handheld AR Virtual Reality i Vehicle

LIVEEVENTSE: & ¢ .

Pucynok 2.1.1
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Jlanmi BCTaHOBIIOIOTHCS HACTYIHI HANAIITyBaHHS 1 OOMPAETHCSA IUPEKTOPIs

npoexTy[S].

Project Defaults

BLUEPRINT C++

Target Platform  Desktop

Quality Preset Maximum
Starter Content

Raytracing

Pucynok 2.1.2

IIpoekT cTBOpEHO.
2.2 CTBOpeHHs MeXaHiKN HAaHEeCEeHHH y1apiB

Unreal Engine moxe npaitoBatu 3 3D-00’ekTamu Ta aHiMmariismMu y popmarax
.fbx Ta .0bj, a TakoXk .uasset, IKMi € yHIKaJbHUM PO3IIUPEHHSM acceTiB, koTpe Unreal
Engine nepenae aitnam y npoekti. Benukoi piznuii y Budopi hopmaty HeEMae.

Jlo mpoekTy IMIOPTYIOThCA aHIMaIlil pyXiB mepconaxka y gopmari .fbx.

Combo_Attack
_01_01_Seq_

Animation Mo...

Pucynok 2.2.1
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Jlani moTpiOHO MEepeTBOPUTH IIi aHIMaIlll Ha KOMIOHEHT Tully AnimMontage.
3pobiieHo e 3amsa Toro, mo0 BUKIMKATH faHi aHiMarlii y Blueprint abo C++, 60
IHAKIIIe JIOBEIACThCS POOOTH I uepe3 HalalTyBaHHS aHiMariiaoro Blueprint

MIEPCOHAXY, IO IS JaHOI CHCTeMH Oyie CKiamHime[6].

“. Create

“= Create AnimComposite

\, Reimport with New Source e e—

~ Create PoseAsset

Pucynok 2.2.2

Tenep notpibHo cTBOpUTH KOMIOHEHT Ty AnimNotifyState

Pick Parent Class
COMMON

An Actor is an object that can be placed or spawned in the

© Actor i
world.

A Pawn is an actor that can be 'pc d’ and receive

£ Pawn . P il R e
input from a controller.

A character is a type of Pawn that includes the ability to

& Character
_ walk around.

A Player Controller is an actor responsible for controlling a

&4 Player Controller
Y Pawn used by the player.

Game Mode Base defines the game being played, its rules,
scoring, and other facets of the game type.

[%] Game Mode Base

An ActorComponent is a reusable component that can be

Actor Component
C/ P added to any actor.

e Component is a component that h ene

1‘[4 Scene Component R T i .
sform and can be attached '. ne components.

ALL CLASSES
¥ animnotifys

@ Object

Pucynok 2.2.3

[ToTpiOHO TeEpelTH 10 KOXHOTO KOMIIOHEHTY aHIMaIliii TepcoHaXka 1
npoctaButu TaMm Notify CanAttackAgain. Ile Oyae MiTKOIO KoM MOXHa TEpepBaTU
MOTOYHY aHIMAaIlll0 1 MEepedTH 0 HACTYMHOi. TakoX Tpebda MPOCTABUTH paHIIIe

ctBopenuii AnimNotifyState[7]. Lle Oyme MiTKOWO Yacy, Ha NPOTsI31 AKOI Mae
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mparoBaTi (PyHKILiS, 10 BIACTEXKYE TEPECIUCHHs pyKH, M0 0’€, 3 KOMIT IOTEPHUMH

CyIPOTUBHUKAMHU.

Q

Montage (DefaultC

DefaultGroup.C +Slot

Timing
Notifies
1

Curves (0)

Aa40O0I vip

Pucynok 2.2.4

VY GiynpuHTI iIrpOBOTO MEPCOHAXKY CTBOPIOIOTHCSI HACTYITHI 3MIHHI.

IsAttacking Boolean >

attackCount ® [nteger

Health ® [nteger >

WasHitted Boolean >

Pucynok 2.2.5

isAttacking - 6yneBa 3MiHHa, MOTPiOHA 17151 TOTO, 00 MOKHM Ie OJHA aHiMaIlis,

1HIIIa 3aBYACHO He 3amyckanacs. attackCount - 3MiHHa TUTY int, CIYTye€ JTYHIBHUKOM

JUIs. TOro, Imio0 dYepryBatu pi3Hi aHiMaiii araku. Health - mokaszHuk 3m0poB’s

nepconaxy. WasHitted - OyneBa 3miHHa, KOTpa BIACTEXKYE, U OyB HAHECCHHUH yaap

TI0 TIEPCOHAKY.

VY HacCTymHOMY KPOIIi MPOMUCYETHCS JIOT1KAa CAMOTO HAaHECEHHS yIapiB.
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[lepen muMm iime mepexigy B aHIMAIIWHUN OJYNPUHT MEPCOHAXY, €

nponucyeTsest Jorika s mMiTku CanAttackAgain, ska ctaBuiacs y KOMIIOHEHTax
aHIMaIIMHUX MOHTaXIB[7].

v Cast To BP_ThirdPers

{;::- AnimNotify_CanAttackAgain SET

Object CastFailed > Iz Attacking

As BF Third Person Characte Target

Return Value

Pucynok 2.2.6

AKX TITBKM MOHTaX JOXOIUTH JO MITKH, 3MIHHA B OJIYIIPUHTI IepCOHa)ka
npuiiMae 3HaueHHs false. [lamni, nmepexia A0 OaynpUHTY MEPCOHAXKA, /1€ MPOMUCYETHCS

HACTYIIHE.

E Branch

Condition False ¥ T T p——
= » ‘B Play Montage

o—\.

|s Attacking

Return Value

Add pin ()

Option 2

Option 3

Pucynok 2.2.7
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"B Flay Montage

f Retriggerable Delay .
SET

» Completed ¥ -

Notify Name O» atio Is Attacking

Pucynok 2.2.8

Jlorika HaCTyIMHA: TPY HATUCKAHHI Ha JIIBY KHOIIKY MUIII /i€ IepeBipKa 3MIHHOT
isAttacking, ToOTO 4YM NPOBOAUTH aTaky mepcoHaX([8]. KO mnepcoHaxx BKe
IPOBOJUTH aTaKy, TO HIYOr0 HE B1IOYBAETHCS. SIKIIO MEPCOHAXK HE aTaKye, a00 XK SKIIO0
noTepeIHs aTaka aiiina 10 $as3u, B Kii MOXKHA MPOBOJAUTH HACTYIHY(TOOTO JiHIILIA
no mitku CanAttackAgain), 3minHa isAttacking npuiimae 3HaueHHs true, nani Ha
ocHOB1 3MiHHOiI attackCount oOupaeTbcs 1 BIATBOPIOETHCS aHIMALIHUNA MOHTaX.
ITicns mweoro attackCounter 301MbIIyeThCS HA OJMHUINO, MO0 IPU HACTYITHOMY
HATUCKAHHI Ha JIIBY KJIABIIIY MHUILI BIATBOPIOBAJIACS HACTYITHA aHIMAIlis, 1 TapajeabHO
3 UM nounHae Aito QyHkiisa Retriggerable Delay - Taiimep, 1110 KO)HOTO pa3y, KOJIH
paHilme HDK 3a 2,5 CEeKyHIM BIATBOPIOBATUMETHCS HOBa aHiMailis, Oyze
nepe3anyckaTucs 3HOBY 3 MOYaTKOBUM yacoM 2,5 cekyHau. Ilicns Toro, sik mpoiiae
BiBeAeHU 4ac, 3MiHHa attackCount Oyne 3HOBY mpupiBHsSHA 10 0, MO0 JIAHIFOT
yAapiB MOKHa OyJI0 po3novard 3 nepuioi aHimManli. TakuM YMHOM MEPCOHAX MOXE

HAaHOCHUTH yaapu[9].

[Totim nponucyetbest pyukis HitDetection. Tlonepenniit koa nuiie 3amyckan

BUJIMMICTh yAapiB, cami aHiMaIlii, Hiskoi mkoau 6otam 1ie He 3aBnacts[10].
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Pucynok 2.2.9
[Ipu BUKIIMKY JaHO1 PyHKIII, Oy/ie CTBOPIOBATHUCS cepa HA COKETI M1l Ha3BOKO
hand r, ToO6T0 HaBKkpyru npaBoi pyku. Y nomi Object Types miaxiatogyaeMo MaccuB
tuiy Pawn(To0T0 00’ €KTH, KOTPUMHU MOKE YIIPABJISATH IPaBEIlh, 00 KOMIT FOTED), 11100
1HI11 00’ €KTH TaHa QyHKUIA iIrHOpyBasia. [Ipu nepeTuHi 3 00’ €KTOM BIATIOBIAHOTO TUITY
romy Oyne 3aBraBatucs mkoga[11].
Ham noBepraemocs 10 00’ekty tuny AnimNotifyState, sikuit OyB cTBOpeHUH 1

MPOCTABJICHUN y aHIMAIIMHUX MOHTA)Kax paHille.

[ Return Node

»
» —

Return Value

As BP Third Perso

Pucynok 2.2.10

Takum ynHOM TipH aHIMaIlil Ha BIAPI3KY yacy, nomiveHuM Anim NS Hit, Oyze

Bukinkatucs pynkuis HitDetection.

Jlani mponucyeThes JOT1Ka TOro, K MePCOHAX 3a3HA€E IKOH.
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Pucynok 2.2.12

[Tepm 3a Bce, moTpibna 3minHa WasHitted, Tak sk mpu BuUKOHaHH1 (DyHKIIIT
onnoro yaapy ¢yskuis HitDetected Oyne cnpamboByBatu Oarato pasiB, Tak sIK Y
KOXXHUH MOMEHT 4acy CTBOPIOEThCS cdepa, sKa MOBEpTa€E JTaHi MPo MEPETHH 00’ EKTY.
Takux cdep mocTaTHRO Oarato, TOMy 3a OJIHY aHIMAIIIIO yAapy MOXe OyTH 3apaxoBaHO
oJlpazy JeKUIbKa MepeciyeHb OJHOT0 i TOro camoro o0’ekty. Came mo0 1bOTO HE
nomyctut motpioHa 3minHa WasHitted. 3poOumo Tak, mo0 micis monepeaHboro
3a3HaBaHHSI MIKOU Maio mpoitu xoua 6 0,3 cexynau[12].

Jlorika HacTyIHa: MEPCOHAX 3a3HaB MIKOU 3a ocTaHH1 0,3 CeKYH]IU - HIYOTO He
BiIOyBaeThCs. SIKIO HE oTpuMyBaB, TO Bix 3MiHHOI Health BigHIMaeThcs moka3zHUK
3aBaaHo1 KoM, 3MiHHa WasHitted crae true. Jlam iijne nepeBipka, SIKIIO MOKa3HUK
3I0pPOB’s JOPiIBHIOE ab0 MEHIe HyJs, TO akTop 3HUILyeThes[13]. Sxmo micus

BiJIHIMAHHS TOKAa3HUK Bce Ie Oumpbmie O, TO 3alyCKaeThCs BUITAJKOBA aHIMAIIiS
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OTpUMaHHs yJapy 13amyckaeTbes Retriggerable Delay, micns sxoro 3minna WasHitted

ctaHe false 1 mepcoHax 3HOBY 3MOKe 3a3HaBaTH mKoau[ 14].

2.3 BiaTBopeHHs Jiii rpaBus y iHIIMX KJII€HTIB
Ha ycix cTBopeHHMX 3MIHHUX Yy TOJIi HJIAIITYBaHHS pEIUTIKallli Ma€e CTOSTH

“Replicated”.

Replication Replicated

Pucynok 2.3.1

Jam Tpeba 3aMIHUTH MTOA1I0 HATUCKAHHS JIIBOI KJIABIIII MUIII Ha 1HIIY.

@ Left Mouse Button

| ¢ Attack |

» Trug
» / Condition Falsg

>

Is Attacking

¢ RPC_Attack

Pucynok 2.3.2

Panimre, aTaka BUKJIMKaIAcs 0Jpasy MICis HATUCKAHHS HA KHOTIKY. Ternep ke
IIPY HATHCKAHHI CIIPaIlbOBYE MOis 3 TUTIOM perutikaiiii “Run on Server”, To6To
noist Oyze BimOyBarucs nuiie Ha cepsepi| 15].

Run o

Reliable

Pucynok 2.3.3

st mojtist y CBOIO "epry BUKJIMKAE MO0 “Attack” KoTpiil mpUCBOIIN MUHYITY
Joriky yaapy. Tun perutikanii y miei mosii “Multicast”, ToOTo moaist 6ye
BiIOyBaTHUCS 0JIpa3y Ha BCIX MPUCTPOSIX, ajie 32 YMOBH, IO IO TIOJIIF0 BUKIIUKAB
cepBep.
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. Multicast
Replicates

Reliable

Pucynok 2.3.4

Jlorika nomsira€ y HaCTYITHOMY: KJIIEHT HaTUCKA€E KHOMKY, TUM CAMHM 3aIlyCKae
noaito Ty “Run on Server”, 10 BUKOHYETHCS Ha CepBepi, 15 OISl Y CBOIO YEpry
BUKJIMKAE MO0 Tumy “Multicast”, 1 Tak sk Bce 1€ BIIOYBA€ThCS Ha cepBepi, TO yci
KIieHTH Mo0OayaTh 3MiHM. TakuM YHMHOM TpaBellb 3MOXKE 3 KIIEHTY 3MIHIOBATU
KapTHUHKY Ha ycix npuctposax|16].

2.4 CrBopeHHs i1aTGOpPMHU, IO PYXAE€THCH

J1J1st HarmOBHEHHS 1TPOBOTO PiBHS OyJIO CTBOPEHO IIATHOPMHU, 1110 PYXAIOTHCS B
OJIMH KiHellb 1 Ha3a/l. JIorika pyxy miatgopMu Mae BUKOHYBATHUCS JIUIIIE HA CEPBEPHIN
ctopoHi. Tomy mo komy Oyno nmomano psmok if(HasAuthority()) [17], mo Oyne
BUKOHYBATH JIOTIKY Y (QITYpHUX Jy>KKaxX JIMIIE 32 YMOBH, 110 KOJI BUKOHYETHCS Ha
CTOpPOHI CEepBEpPY.

if(HasAuthority())
{

FVector Location = GetActorLocation()

float JourneyLength = (GlobalTargetLocation -
GlobalStartLocation).Size();

float JourneyTravelled = (Location - GlobalStartLocation).Size();

if(JourneyTravelled >= JourneyLength)

{
FVector temp = GlobalStartLocation;
GlobalStartLocation = GlobalTargetLocation;
GlobalTargetLocation = temp;

by

FVector Direction = (GlobalTargetLocation -

GlobalStartLocation).GetSafeNormal();
Location += (Speed * DeltaTime * Direction);
SetActorLocation(Location);
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VY poMy koAl miaTdopma KOXKHOTO Kapy 3MIHIOE CBOT KOOPAMHATHU BiJl TOUKU
nmovyaTky jJ0 KiHieBoi Touku Ha 20 oauuwuib. [licas 11 gocsSrHeHHs BiIOyBa€eThbCs
MOBEPHEHHS B TOYATKOBY TOUKY.

Cnig 3BepHYTH yBary Ha mepeaocTtanHid psjgok “Location += (Speed *
DeltaTime * Direction);”. 3miaaa DeltaTime - 11e KiTbKICTh KaapiB y CEKyHIy Ha
KOHKpETHOMY TIpHUCTpoi. Jlomana BoHa 4yepe3 Te, M0 3a3BUYail Ha cepBepax KIIbKICTh
KaJpiB y CEKyHIy MEHIIIa, HXK Ha KiieHTax[18].

2.5 CTBOpEeHHS TAa NPUEIHAHHS 10 OHJIAMH-Ceciil

Cecii - 1ie crioci® CTBOpPEHHS, MPUETHAHHS Ta YIPaBIiHHS Tpoto yepe3 [HTepHeT
abo nokanbHy Mepexy[19]. Cecii 3’e€aHYIOTh TPaBIiB 3 CEPBEPOM, MICTATH y c0O1
1H(pOopMaIIiI0 PO MAKCUMAJIbHY Ta MOTOYHY KUIbKICTh IPaBLiB, HAJJal0Th MOKJIUBICTh
HaJIAIITOBYBATH MapaMeTpu rpu Tomo|20].

Ha pucyHKy moka3aHo KOJi KHOTKH 3 TOJIOBHOTO MEHIO, IO CTBOPIOE OHJIAMH-
CECIIO Ta BIJIKpUBAE ITPOBUH PIBEHb.

€ On Clicked (Button_0) e
B Create Session J Open Level (by Name)

:.\.

e )
J GetOwning Player lr

Targr 2] etV

Pucynok 2.5.1

Ha nacTynmHOMY pUCYHKY MOKa3aHO KOJI /Ui KHOTIKH TOIITYKY ICHYIOUUX CECii.
Jlanuii ko1 moBepTae MacuB yCiil 3HAHAEHUX CEClid, ajie He OLIbIIIe YUciaa 3a3HaYeHOro
y noni “Max Results”.



..
B Find Sessions

i
i

& Event Construct

Player Controller

» Max Results [100]

0

JF Get Owning Player Use LAN

larget is Widge

Target | scx!f' Return Value

Pucynok 2.5.2

b

On Success [

On Failure [

Results_}_

Results
Array of Blueprint Session Result Structures

Jlami oTpuMaBILM MacCUB 3 MONEPENHBOI (PYHKIIIT, TpaBelb MOXKE MPUETHATUCS

1o cecii.

& Joinsession -

T Get Owning Player

A4
Lol YL 40 ¥V

Target [self|  Return Value

e
! Session |

Pucynok 2.5.3

[ Join Session

b B
Player Controller ~ On Success [

Search Result On Failure [




Pucynok  2.5.4
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3 AHAJII3 PE3YJIBTATIB
Ha mnowatky poGotu 3 1HQOpPMAalIHOIO TEXHOJOTIEID KOPUCTYBad Mae
MO>KJIUBICTh CTBOPUTH ITPOBY CECII0, IPUETHATUCS J0 BXKE ICHYIOYO] K Yepe3 CIUCOK
CepBepiB, TaK 1 HAMpPIMY yepe3 1P-aApecy, 3alyCTUTH TPy Y OJHOKOPUCTYBALIBKOMY

PEXKHMI.

! sineLe B9

Z

Pucynok 3.1

Y wmento “Create Server” MokHa 0OpaTH Ha3By CEpBepy, ITPOBHI PIBEHb,
KUTBKICTh TPABIIiB TA THIT ITiIKIIOUCHHS.

Bl Create Server

SEAERNERE

Sy e _ThirdPersonMap - |

Max Players

LAN =

CREATE SERVER

Pucynok 3.2
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VY Mmento “Server List” kopucTyBau 0auuTh CIHCOK CEpBEpIB 3 iX Ha3BaMH,
KUIBKICTIO TTOTOYHUX TPAaBI[iB, MAKCUMAJIbHY KUIBKICTh TPaBIIiB, & TAKOX 3aTPUMKY
M IKJTFOYSHHS.

< Server list

Server Name Players
8P01 1/12
OP-N8P014D-18 D0F47A1BO( 2D0 1/8

Pucynoxk 3.3

[Ipu ycnimHOMY MiJKIIOYEHH] HA ITPOBOMY PiBHI 3’ SIBJISIIOTHCS J1Ba YU O1IbIIE
TPaBIIiB, AKi MOXYTh KOHTAaKTyBaTH 3 IHIIKMH TPABISIMU 200 iIrpOBUMH 00’ €KTaMH.

Pucynoxk 3.4



27

BUCHOBKHA

B pesynbraTi BUKOHaHHS poOOTH Oyna cTBOpeHa iH(opMmalliiHa TEXHOJIOTiS
MIPOEKTYBaHHS IrPOBOi CUCTEMU 3 MOKJIUBICTIO I'pH B Mepeski Ha ocHOBI Unreal Engine
5. Y xoni po6otu Oys10 BUKOHAHO HACTYITHI 3aBJaHHS:

1) pO3rAsSHYTO NPHUHIMIKA POOOTH 0AraTOKOPHCTYBAIBKOTO PEXHUMY Ta BHIIB

MIKJTFOYEHHS KOPUCTYBadiB

2) TIPOBEICHO aHaIi3 IHCTPYMEHTIB pO3POOKH

3) mpoBeneHO IOCTi/KEHHS MO PoOOTI 3 MepexeBUM minkiaoueHHsM y Unreal
Engine 5

4) CTBOPEHO MEPEXKEBY CUCTEMY, Y SAKiH [ii OHOTO rPaBIs BIATBOPIOIOTHCS Y BCIX
THIITUX

5) BIATBOPEHO MEXaHi3M CTBOPEHHS, 3HAXO/HKCHHS Ta MiAKIFOUCHHS 0 OHJIAH-
ceciit

VY nopanbiuioMy pe3ynbTaTH AUIUIOMHOI POOOTH MOXYTh OyTH pPO3BHHEHI y
MOBHOIIHHUH 101aTOK. [lomapIni rianu 1Mo po3BUTKY T0AATKY:
1) TlokparmieHns rpadivqaoro iHTepdercy
2) JlomaBanus 1o npoekty Online Subsystem
3) JlogaBaHHs HOBHMX 00’€KTIB IJIs MOKPAIICHHS irPOBOTO MIPOIIECY
4) CTBOpEHHS HOBHUX ITPOBHX PEKHUMIB
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JTOJATKH
daiin MyCharacter.h

#pragma once
#include "CoreMinimal.h"

#include "GameFramework/Character.h"

#include "Camera/CameraComponent.h™

#include "GameFramework/SpringArmComponent.h”

#include "MyCharacter.generated.h™

UCLASS()
class Diplom AMyCharacter : public ACharacter

{
GENERATED_BODY/()

public:
/I Sets default values for this character's properties
AMyCharacter();

protected:
/[ Called when the game starts or when spawned

virtual void BeginPlay() override;
public:
// Called every frame

virtual void Tick(float DeltaTime) override;

// Called to bind functionality to input

31
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virtual void SetupPlayerinputComponent(class UlnputComponent*

PlayerInputComponent) override;

private:
/I Camera boom positioning the camera behind the character
UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category

Camera, meta = (AllowPrivateAccess = "true™))

class USpringArmComponent* CameraBoom;

I/ Follow camera
UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category

Camera, meta = (AllowPrivateAccess = "true™))

class UCameraComponent* FollowCamera;

/[ Variables for movement
FVector Movementinput;

bool bJumpPressed;

// Functions for input

void MoveForward(float VValue);
void MoveRight(float Value);
void StartJump();

void StopJump();
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daiin MyCharacter.cpp

#include "MyCharacter.h"

/I Sets default values
AMyCharacter:: AMyCharacter()
{
Il Set this character to call Tick() every frame

PrimaryActorTick.bCanEverTick = true;

Il Create CameraBoom (spring arm component)

CameraBoom =
CreateDefaultSubobject<USpringArmComponent>(TEXT(*CameraBoo
m"));

CameraBoom->SetupAttachment(RootComponent);

CameraBoom->TargetArmLength = 300.0f; // How far the camera
should be from the player

CameraBoom->bUsePawnControlRotation = true;

Il Create FollowCamera

FollowCamera =
CreateDefaultSubobject<UCameraComponent>(TEXT("FollowCamera"
));

FollowCamera->SetupAttachment(CameraBoom);



/[ Called when the game starts or when spawned
void AMyCharacter::BeginPlay()

{
Super::BeginPlay();

/l Called every frame
void AMyCharacter::Tick(float DeltaTime)

{
Super::Tick(DeltaTime);

/l Called to bind functionality to input

34

void AMyCharacter::SetupPlayerlnputComponent(UInputComponent*

PlayerInputComponent)
{

Super::SetupPlayerInputComponent(PlayerIinputComponent);

// Bind functions to input

PlayerInputComponent->BindAxis("MoveForward",

&AMyCharacter::MoveForward);

PlayerinputComponent->BindAxis("MoveRight",

&AMyCharacter::MoveRight);
PlayerinputComponent->BindAction("Jump",

&AMyCharacter::StartJump);
PlayerinputComponent->BindAction("Jump",

&AMyCharacter::StopJump);

¥

IE_Pressed,

IE_Released,

this,

this,

this,

this,
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// Handle movement input
void AMyCharacter::MoveForward(float VValue)
{
/l Find out which way is forward
const FRotator Rotation = Controller->GetControlRotation();

const FRotator YawRotation(0, Rotation.Yaw, 0);

/I Get forward vector
const FVector Direction =
FRotationMatrix(YawRotation).GetUnitAxis(EAXis:: X);

/I Add movement in that direction

AddMovementinput(Direction, Value);

// Handle strafing input
void AMyCharacter::MoveRight(float VValue)
{
// Find out which way is right
const FRotator Rotation = Controller->GetControlRotation();

const FRotator YawRotation(0, Rotation.Yaw, 0);

Il Get right vector
const FVector Direction =
FRotationMatrix(YawRotation).GetUnitAxis(EAXis::Y);

// Add movement in that direction
AddMovementinput(Direction, Value);



// Handle jump input
void AMyCharacter::StartJump()

{

bJumpPressed = true;

Jump();

void AMyCharacter::StopJump()
{

bJumpPressed = false;

StopJumping();

daiin MyPlatform.h

#pragma once

#include "CoreMinimal.h"
#include "Engine/StaticMeshActor.h"
#include "MyPlatform.generated.h™

UCLASS()
class Diplom_API AMyPlatform:public AStaticMeshComponent

{
GENERATED_BODY/()

public:
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AMyPlatform();

virtual void BeginPlay() override;

virtual void Tick(float DeltaTime) override;

UPROPERTY (EditAnywhere, BlueprintReadWrite)
float Speed = 20;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Meta = (MakeWidget =
true))
FVector Target location;
private:

Fvector GlobalStartLocation;

Fvector GlobalTargetLocation;

daiin MyPlatform.cpp
#include "MyPlatform.h"

AMyPlatform::AMyPlatform()

{
PrimaryActorTick.bCanEverTick = true;



SetMobility(EComponentMobility::Movable);

void AMyPlatform::BeginPlay()
{
Super::BeginPlay();
if(HasAuthority())
{
SetReplicates(true);

SetReplicateMovement(true);

GlobalStartLocation = GetActorLocation();
GlobalTargetLocation

GetTransform(). TransformPosition(TargetLocation);

void AMyPlatform::Tick(float DeltaTime)

{
Super::Tick(DeltaTime);

if(HasAuthority())
{
FVector Location = GetActorLocation()
float JourneyLength = (GlobalTargetLocation
GlobalStartLocation).Size();

float JourneyTravelled = (Location - GlobalStartLocation).Size();
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if(JourneyTravelled >= JourneyLength)

{
FVector temp = GlobalStartLocation;
GlobalStartLocation = GlobalTargetLocation;
GlobalTargetLocation = temp;

by

FVector Direction = (GlobalTargetLocation -

GlobalStartLocation).GetSafeNormal();
Location += (Speed * DeltaTime * Direction);

SetActorLocation(Location);



