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['padiunnmii matepian kBanidikaiiiHoi poooTH
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XapKiBCbKMI HaLiOHaNbHUIN YHIBEPCUTET pPafdioeNneKTPOHIKK

Kadenpa EOM

PvP-rpa 3 knieHT-cepsepHotlo apxiTeKkTypoto

BukoHas cTygeHT 4 Kypcy

rpynn KIYKI-21-5

Mepngenee Makcmm IropoBud

KepisHnk pobotu

ac. kadpegpn EOM Xones Bnagucnas OnekcaHOpoBUY

META, OB €KT TA MPEAMET AOCNIOMEHHA

3 .
> MeTta poboTn — CTBOPEHHS KOMM KOTEPHOI TP 3 MepeXKeBUM
dyHKUiOHaNoOM, KOTpuii NobyaoBaHO 3a KNIEHT-CEPBEPHOKD
apXiTEKTypolo.

E a . . . -
> O6 eKT AocnigyKeHHs — irpoBa iHAYCTPisA, NOTeHUilHa
ayauTopia Ta 0cobaMBOCTI PO3NOBCIOAMKEHHA

. ? ' N
> MpegmeT gocnigXeHHA — KOMIM KTERHI irpy y XKaHpi
cTparerii.



BUMOI OO MNMPOIPAMHOIO 3ABE3IMEYHEHHA

> CTBOPEHHSA peXMMy Tpu, KOTpMn 3abesneyye cynepHULTBO
MiXK XMBUMU TpPaBLAMMU

> BUKOPUCTAHHA CYYacHMX TEXHIYHMX pileHb (guHamiuHe
rnobanbHe OCBITAEHHA, CUMYNALIA TKaHWUH, CKeNeTHi aHimauii
Ta iHwe)

> HasiBHicTb nporpecii (NoKpalweHHs nepcoHaxis, 3miHa manw)

» llocTaTHiit ob6car KonTeHTy (3+ manu, 5+ nepconaris, 10+
YMiHb).

AHANI3 AHAJIOIB

HasaBsHictb

. HaaBHicTb HasBHicTb gocratHboro obcary
CY4acHMxX Hassuicte PvP . .
MpoekT . nporpecii y koHTeHTy (Manw, nepconai,
rpagiuHmx pexumy .
: maryax YMiHHA)
pileHb
Dofus X v v v
Divinity
i . 4 N N
Original Sin 2 X
Atlas Reactor v N X X
Affair of v Y Y Y
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ITPOBUIA MPOLLEC

'S ‘ 4 > 000000 =)

AMNPOBALIA PE3VY/IbTATIB AOCNIOMREHHA

> Menseges M. |. MeTtoau onTumisauil irpOBMX 3aCTOCYHKIB.
Cy4acHi HanpAMW PO3BUTKY iHPOPMaLiMHO-KOMYHIKaLiAHMX
TexXHoNoriM Ta 3acobiB ynpaBaiHHA : maTepiann MixHap.
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BUCHOBKH

Y xogi pocnimkeHHa Byno npoaHanizoBaHo 0cobnMBOCTI KNiEHT-
cepBepHOi apxiTekTypu B po3pobui PVP irop, ii nepesarun y
3abe3neveHHi ctabinbHoi Ta mMacwTaboBaHOI MepeKeBoi B3aeEMogii.

Po3rnaHYTO NOTOYHI TeHAEHUIT PO3BMTKY irpoBoi iHAYCTpil, 30Kpema
36inblIeHHA NONYNAPHOCTI MPOEKTIB i3 BaraToKopuCTyBaLbKUMM
irpOBMMU pexnmamm

CnpoektoBaHo Ta peanizoBaHo npototun PvP rpu, wo Hapae
B33aEMOAI0 MiX KOPUCTyBauamMm UYEpes Mepexy.

MposeaeHo TecTyBaHHA POBOTU, BUSHAUEHO KPUTUYHI TOUKM
HaBaHTAXXEHHA Ta WAAXM ONTUMI3aLl.

OTpumaHi pesynbTaT NIATBEPAKYHOTb edeKTUBHICTL obpaHux niaxoais
MOXyTb BYTW BMKOpUCTaHi ANA cTBOpPeHHA MacliTabosaHUx
H6araToKopuCTyBaLbKMX irop.
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JIOJIATOK B

Ko yminHS 171 iepecyBaHHs

MovementAbility.h

#pragma once

#include "CoreMinimal.h"

#include "AITypes.h"

#include "Abilities/GameplayAbility.h"
#include "MovementAbility.generated.h"

class UTargetDataUnderMouse;
struct FPathFollowingResult;
enum class EPathFollowingReachMode : uint8;
class UNavigationPath;
/**
*
*/

UCLASS ()
class AFFAIROFHONOUR API UMovementAbility : public
UGameplayAbility
{

GENERATED BODY ()

virtual void ActivateAbility(const
FGameplayAbilitySpecHandle Handle, const
FGameplayAbilityActorInfo* ActorInfo, const
FGameplayAbilityActivationInfo ActivationInfo, const
FGameplayEventData* TriggerEventData) override;

UFUNCTION ()

void OnValidData (const FGameplayAbilityTargetDataHandleé&
DataHandle) ;

void PerformMovement (AController* Controller, const FVectoré&
GoalLocation, EPathFollowingReachMode mode) ;

void CancelMovementRequest (FAIRequestID /*RequestID*/, const
FPathFollowingResulté& /*Result*/);
virtual void EndAbility(const FGameplayAbilitySpecHandle Handle,
const FGameplayAbilityActorInfo* ActorInfo, const
FGameplayAbilityActivationInfo ActivationInfo, bool
bReplicateEndAbility, bool bWasCancelled) override;

UPROPERTY ()

class UPathFollowingComponent* PathFollowingComp;

UPROPERTY (EditDefaultsOnly)

TSubclassOf<UGameplayEffect> MovementCost;

UPROPERTY ()

UNavigationPath* Path;

UFUNCTION ()

void ApplyMovementCost () ;

UPROPERTY ()
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float PassedDistance;
UPROPERTY ()

float DistanceToApplyCost = 100;
UPROPERTY ()

FVector StartPos;
UTargetDataUnderMouse* Task;

MovementAbility.cpp

#include "AbilitySystem/Abilities/MovementAbility.h"
#include "AbilitySystemBlueprintLibrary.h"

#include "AbilitySystemComponent.h"

#include "GameplayTagsManager.h"

#include "NavigationSystem.h"

#include "AbilitySystem/Attributes/PlayerAttributeSet.h"
#include "AbilitySystem/Tasks/MovementCostApplyTask.h"
#include "AbilitySystem/Tasks/TargetDataUnderMouse.h"
#include "Navigation/PathFollowingComponent.h"

void UMovementAbility::ActivateAbility (const
FGameplayAbilitySpecHandle Handle,
const
FGameplayAbilityActorInfo* ActorInfo,
const
FGameplayAbilityActivationInfo ActivationInfo,
const FGameplayEventData*
TriggerEventData)
{
Super::ActivateAbility (Handle, ActorInfo, ActivationInfo,
TriggerEventData) ;
Task =
UTargetDataUnderMouse: :CreateTargetDataUnderCursor (this) ;
FGameplayTag Tag =
UGameplayTagsManager: :Get () .RequestGameplayTag (FName (TEXT ("Abili
ty.Movement")) ) ;
if (HasAuthority (&ActivationInfo))
{
ActorInfo->AbilitySystemComponent-
>AddReplicatedLooseGameplayTag (Tag) ;
}
Task->ValidData.AddUniqueDynamic (this,
&ThisClass::0OnValidData) ;
Task->ReadyForActivation () ;
UE LOG (LogTemp, Display, TEXT ("Handle data: %s"),
*GetName () ) ;
}

void UMovementAbility::0nValidData (const
FGameplayAbilityTargetDataHandle& DataHandle)

{
FVector TargetPos =
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UAbilitySystemBlueprintLibrary::GetHitResultFromTargetData (DataH
andle, 0) .Location;

PerformMovement (GetCurrentActorInfo () -
>PlayerController.Get (), TargetPos,
EPathFollowingReachMode: :ExactLocation) ;

}

void UMovementAbility::PerformMovement (AController* Controller,
const FVector& GoallLocation,

EPathFollowingReachMode
mode)

{
UNavigationSystemV1l* NavSys = Controller

2
FNavigationSystem: :GetCurrent<UNavigationSystemV1> (Controller-
>GetWorld())
nullptr;

if (NavSys == nullptr || Controller == nullptr ||
Controller->GetPawn () == nullptr)

{

UE LOG (LogNavigation, Warning,
TEXT (

"UNavigationSystemV1::SimpleMoveToActor called
for NavSys:%s Controller:%$s controlling Pawn:%s (if any of these
is None then there's your problem"

)
*GetNameSafe (NavSys), *GetNameSafe (Controller),
Controller ? *GetNameSafe (Controller->GetPawn())
TEXT ("NULL") ) ;
return;

}

PathFollowingComp = Controller-
>FindComponentByClass<UPathFollowingComponent> () ;

if (PathFollowingComp == nullptr)
{
PathFollowingComp =
NewObject<UPathFollowingComponent> (Controller) ;
PathFollowingComp->RegisterComponentWithWorld (Controller-
>GetWorld()) ;
PathFollowingComp->Initialize();
}
if (PathFollowingComp == nullptr)
{
return;
}
PathFollowingComp->OnRequestFinished.AddUObject (this,
&UMovementAbility: :CancelMovementRequest) ;
const bool bAlreadyAtGoal = PathFollowingComp-
>HasReached (GoalLocation,
EPathFollowingReachMode: :ExactLocation) ;
if (PathFollowingComp->GetStatus() !=
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EPathFollowingStatus::Idle)
{
PathFollowingComp->AbortMove (
*NavSys, FPathFollowingResultFlags::ForcedScript |
FPathFollowingResultFlags: :NewRequest) ;
}

if (bAlreadyAtGoal)
{
PathFollowingComp-
>RequestMoveWithImmediateFinish (EPathFollowingResult: :Success);
}
else
{
const FVector AgentNavLocation = Controller-
>GetNavAgentLocation () ;
const ANavigationData* NavData = NavSys-
>GetNavDataForProps (Controller->GetNavAgentPropertiesRef (),

AgentNavLocation) ;
if (NavData)
{
FPathFindingQuery Query (Controller, *NavData,
AgentNavLocation, GoalLocation);
FPathFindingResult Result = NavSys-
>FindPathSync (Query) ;
if (Result.IsSuccessful())
{

PathFollowingComp-
>RequestMove (FAIMoveRequest (GoalLocation), Result.Path);
StartPos = GetCurrentActorInfo()->OwnerActor-

>GetActorLocation () ;
if (HasAuthority (&CurrentActivationInfo))
{
UMovementCostApplyTask* MovementTask =
UMovementCostApplyTask: :AbilityTaskOnTick (
this, DistanceToApplyCost,
GetCurrentActorInfo () ->AvatarActor.Get ())
MovementTask-
>0OnDistanceThresholdPassed.AddUniqueDynamic (this,
&ThisClass: :ApplyMovementCost) ;
MovementTask->ReadyForActivation () ;
}
}
else if (PathFollowingComp->GetStatus() !=
EPathFollowingStatus::Idle)
{
PathFollowingComp-
>RequestMoveWithImmediateFinish (EPathFollowingResult::Invalid);
}
else

{
CancelMovementRequest (FAIRequestID(),
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FPathFollowingResult (EPathFollowingResult: :Aborted)) ;
}
}

}

void UMovementAbility::EndAbility(const
FGameplayAbilitySpecHandle Handle, const
FGameplayAbilityActorInfo* ActorInfo,

const
FGameplayAbilityActivationInfo ActivationInfo, bool
bReplicateEndAbility,

bool bWasCancelled)
{

Super::EndAbility (Handle, ActorInfo, ActivationInfo,
bReplicateEndAbility, bWasCancelled);

FGameplayTag Tag =
UGameplayTagsManager: :Get () .RequestGameplayTag (FName (TEXT ("Abili
ty.Movement")));

if (HasAuthority(&ActivationInfo))

{

ActorInfo->AbilitySystemComponent-
>RemoveReplicatedLooseGameplayTag (Taqg) ;

}

Task->EndTask () ;

if (PathFollowingComp)

{

PathFollowingComp->OnRequestFinished.RemoveAll (this);
PathFollowingComp-
>RequestMoveWithImmediateFinish (EPathFollowingResult: :Success) ;
}
}

void UMovementAbility: :ApplyMovementCost ()
{
const UPlayerAttributeSet* AS = Cast<UPlayerAttributeSet>(
GetCurrentActorInfo () ->AbilitySystemComponent-
>GetAttributeSet (
UPlayerAttributeSet::StaticClass()))
FGameplayEffectSpecHandle GameplayEffectSpecHandle =
MakeOutgoingGameplayEffectSpec (MovementCost, 1);
if (AS->GetEnergy() > 0)
{
GetCurrentActorInfo () ->AbilitySystemComponent-
>ApplyGameplayEffectSpecToSelf (
*GameplayEffectSpecHandle.Data.Get ()) ;
}
else
{
CancelMovementRequest (FAIRequestID(),
FPathFollowingResult (EPathFollowingResult: :Success));

}
}



void UMovementAbility::CancelMovementRequest (FAIRequestID ID,
const FPathFollowingResulté& res)

{

EndAbility (GetCurrentAbilitySpecHandle (),
GetCurrentActorInfo (), GetCurrentActivationInfo(), true, false)
UE LOG (LogTemp, Warning, TEXT("Ability: %s, ended with

result: %s"), *this->GetName (), *res.ToString());

}
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