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O projektu

 Popis

o Javovskd knihovna pro simulovdani chovani bota v prostFedi unreal engine

« Cile prace
o Usnadnit pridavani novych servert v IDE netbeans



Vysledky

« Co se povedlo

o Implementovat formuldr dle domluveného zaddni

« Co se nepoved|o
o V pldnu byla i prdce na pluginu pro napoviddani syntaxe
o Vysledky jest& nebyly schvdleny a nahrdny do verejného repositare.

o Problém byl hlavng s rozbghnutim platformy pro vyvoj—engine UT2004 je
Uz pomeérné zastarald zdlezitost



Vysledky — screen shot

Projects | Files | Services

- UT2004 Servers

G € Initialize server name
& Databases

d® web Services

¥ Hudson Builders

|£] UT2004 + GameBots2004 Controller
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File

Set UT2004 Home C:\Usersl\ja\Games\UnrealTournament2004

| | Start GB2004 CaptureTheFlag

| Running (click to stop)

Bot port: 3000
Server port: 3001
Observer port: 3002

I Start UT2004 GUI I

DU UUpGATTTESPyUPTITTR. WMESTET SETVET TS TTTEaSTETU. UaImMespy.ConmZ7you | o
ID0 UdpGameSpyUplink: Port 7788 successfully bound. —
ID0 MasterServerUplink: Connection to ut2004master2.epicgames.com esf
ID0 We are in gained child 2, itis DM-1on1-Albatross.ControlConnection
ID0 Control Connection established.

ID0 Approval APPROVED

ID0 Master server requests heartbeat 0 with code 4404

ID0 Master server requests heartbeat 1 with code 4404

ID0 Master server requests heartbeat 2 with code 4404

ID0 Master server assigned our MatchID: 0
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GB2004 Control Server: running

Sending: STARTPLRS {Humans true} {GBBots true} {UnrealBots true}
I Toggle replay recording I STOP EXPORTING PLAYERS LOCATIONS
Sending: STARTPLRS {Humans false} {GBBots false} {UnrealBots false}
| Toggle profiling |
| Toggle players exporting |
| Send GB2004 Command |
| Send UT2004 Console Command |
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Dekuji za pozornost

« Dotazye



