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Online Subsystem(EOS) Plugin
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Online Subsystem(EOS) Plugin
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{Project}. Build.cs

DTZHEN Rt OSS BEXT}

using UnrealBuildTool;

public class EOS_0SS_Tutorial : ModuleRules
{

public EOS_OSS_Tutorial(ReadOnlyTargetRules Target) :
base(Target)

{
PCHUsage = PCHUsageMode.UseExplicitOrSharedPCHs;

PublicDependencyModuleNames.AddRange(new string] ]
{"Core", "CoreUObject", "Engine", InputCore",
"HeadMountedDisplav". "EnhancedInput"”,
"OnlineSubsystem",

"OnlineSubsystemUtils",
"OnlineSubsystemEQS"

})s



ofjzi22}2l Mu|A 0SS 2191

.CPP

0SSe| 47|52 Akt | 2l 22t Header DY 37t

#include
#include
#include
#include

"OnlineSubsystem.h"
"OnlineSubsystemUtils.h"
"OnlineSubsystemTypes.h"
"Interfaces/OnlineIdentityInterface.h"
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UCLASS()
class EOS_OSS_TUTORIAL_API AEOSPlayerController :
public APlayerController
{
GENERATED_BODY ()
public:
AEOSPlayerController();

EOSPlayerController.h

tected:
270l0) LR 7|5 Mol proFecte

virtual void BeginPlav():

void Login();

void HandlelLoginCompleted(int32 LocalUserNum,
bool bWasSuccessful,
const FUniqueNetId& UserId,
const FString& Error);

FDelegateHandle LoginDelegateHandle;

}s5
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void AEOSPlayerController::Login()
{
IOnlineSubsystem* Subsystem

Online: :GetSubsystem(GetWorld());
IOnlineIdentityPtr Identity

Subsystem->GetIdentityInterface();

const auto delegate =

FOnLoginCompleteDelegate: :CreateUObject(this,
&ThisClass: :HandleLoginCompleted);

EosplayercontrOI Ier.cpp this->LoginDelegateHandle =

Identity->AddOnLoginCompleteDelegate Handle(©, delegate);
E270lof| et 7|5

if (!Identity->Login(@, Credentials))

{
Identity->ClearOnLoginCompleteDelegate Handle(
0, LoginDelegateHandle);
LoginDelegateHandle.Reset();
}
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void AEOSPlayerController::Login()
{
IOnlineSubsystem* Subsystem

Online: :GetSubsystem(GetWorld());
IOnlineIdentityPtr Identity

Subsystem->GetIdentityInterface();

const auto delegate =

FOnLoginCompleteDelegate: :CreateUObject(this,
&ThisClass: :HandleLoginCompleted);

EosplayercontrOI Ier.cpp this->LoginDelegateHandle =

Identity->AddOnLoginCompleteDelegate Handle(©, delegate);
E270lof| et 7|5

if (!Identity->Login(@, Credentials))

{
Identity->ClearOnLoginCompleteDelegate Handle(
0, LoginDelegateHandle);
LoginDelegateHandle.Reset();
}
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void AEOSPlayerController::Login()
{
IOnlineSubsystem* Subsystem

Online: :GetSubsystem(GetWorld());
IOnlineIdentityPtr Identity

Subsystem->GetIdentityInterface();

const auto delegate =

FOnLoginCompleteDelegate: :CreateUObject(this,
&ThisClass: :HandleLoginCompleted);

EosplayercontrOI Ier.cpp this->LoginDelegateHandle =

Identity->AddOnLoginCompleteDelegate Handle(©, delegate);
E270lof| et 7|5

if (!Identity->Login(@, Credentials))

{
Identity->ClearOnLoginCompleteDelegate Handle(
0, LoginDelegateHandle);
LoginDelegateHandle.Reset();
}
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void AEOSPlayerController::HandleLoginCompleted(
int32 LocalUserNum, bool bWasSuccessful,
const FUniqueNetId& Userld, const FString& Error)

IOnlineSubsystem* Subsystem = Online::GetSubsystem(GetWorld());
IOnlineIdentityPtr Identity = Subsystem->GetIdentityInterface();

Eosplayercontrouer.cpp if (bWasSuccessful) {

UE_LOG(LogTemp, Log, TEXT("Login callback completed!"));
27010 HRtt 7|5 713

else {
UE_LOG(LogTemp, Warning, TEXT("EOS login failed."));

}

Identity->ClearOnLoginCompleteDelegate Handle(
LocalUserNum, LoginDelegateHandle);
LoginDelegateHandle.Reset();
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void AEOSPlayerController::HandleLoginCompleted(
int32 LocalUserNum, bool bWasSuccessful,
const FUniqueNetId& Userld, const FString& Error)

IOnlineSubsystem* Subsystem = Online::GetSubsystem(GetWorld());
IOnlineIdentityPtr Identity = Subsystem->GetIdentityInterface();

Eosplayercontrouer.cpp if (bWasSuccessful) {

UE_LOG(LogTemp, Log, TEXT("Login callback completed!"));
27010 HRtt 7|5 713

else {
UE_LOG(LogTemp, Warning, TEXT("EOS login failed."));

}

Identity->ClearOnLoginCompleteDelegate Handle(
LocalUserNum, LoginDelegateHandle);
LoginDelegateHandle.Reset();
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void AEOSPlayerController::HandleLoginCompleted(
int32 LocalUserNum, bool bWasSuccessful,
const FUniqueNetId& Userld, const FString& Error)

IOnlineSubsystem* Subsystem = Online::GetSubsystem(GetWorld());
IOnlineIdentityPtr Identity = Subsystem->GetIdentityInterface();

Eosplayercontrouer.cpp if (bWasSuccessful) {

UE_LOG(LogTemp, Log, TEXT("Login callback completed!"));
27010 HRtt 7|5 713

else {
UE_LOG(LogTemp, Warning, TEXT("EOS login failed."));

}

Identity->ClearOnLoginCompleteDelegate Handle(
LocalUserNum, LoginDelegateHandle);
LoginDelegateHandle.Reset();



ofjzi22}2l Mu|A 0SS 2191

AEOSPlayerController: :AEOSPlayerController()

{

}
EOSPlayeI'COI‘ItI'O"er.Cpp void AEOSPlayerController::BeginPlay()
273910 T3t 7|5 7 {

Super::BeginPlay();
Login();
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AEOS_OSS_TutorialGameMode: :AEOS_OSS_TutorialGameMode

. 0

EOS _ 0SS _TutorialGame {

MOde.cpp PlayerControllerClass =

MM HEZR D T A7} AEOSPlayerController::StaticClass();
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EOSPlayerController

SaveGame

void AEOSPlayerController::SaveGame()
{
FVector FinalPlayerlLocation =
GetPawn()->GetActorLocation();

TArray<uint8> SaveData;
FMemoryWriter MemoryWriter(SaveData);
MemoryWriter << FinalPlayerlLocation;

WritePlayerDataStorage(
“"CharacterPawnLocation", SaveData);
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EOSPlayerController

WritePlayerDataStorage

void AEOSPlayerController::WritePlayerDataStorage(
FString FileName, TArray<uint8> FileData)
{
// Get Subsystem, Identity (&42f).
IOnlineUserCloudPtr UserCloud =
Subsystem->GetUserCloudInterface();

WritePlayerDataStorageDelegateHandle =
UserCloud->AddOnWriteUserFileCompleteDelegate Handle (
FOnWriteUserFileCompleteDelegate: :CreateUObject(

this,
&ThisClass::HandleWritePlayerDataStorageCompleted));

FUniqueNetIdPtr NetId = Identity->GetUniquePlayerId(®@);
if (!NetId || Identity->GetLoginStatus(*NetId)
I= ELoginStatus::LoggedIn)
{
UE_LOG(LogTemp, Log ,
TEXT("Game won't be saved as player isn't logged in."));

return;
}
if (!UserCloud->WriteUserFile(*NetId, FileName,FileData))
{

UE_LOG(LogTemp, Error,

TEXT("Error writing file with name: %s to player
data storage"), *FileName);

UserCloud->

ClearOnWriteUserFileCompleteDelegate Handle (
WritePlayerDataStorageDelegateHandle);
WritePlayerDataStorageDelegateHandle.Reset();
}
}
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EOSPlayerController

WritePlayerDataStorage

void AEOSPlayerController::WritePlayerDataStorage(
FString FileName, TArray<uint8> FileData)
{
// Get Subsystem, Identity (&42f).
IOnlineUserCloudPtr UserCloud =
Subsystem->GetUserCloudInterface();

WritePlayerDataStorageDelegateHandle =
UserCloud->AddOnWriteUserFileCompleteDelegate Handle (
FOnWriteUserFileCompleteDelegate: :CreateUObject(

this,
&ThisClass::HandleWritePlayerDataStorageCompleted));

FUniqueNetIdPtr NetId = Identity->GetUniquePlayerId(®@);
if (!NetId || Identity->GetLoginStatus(*NetId)
I= ELoginStatus::LoggedIn)
{
UE_LOG(LogTemp, Log ,
TEXT("Game won't be saved as player isn't logged in."));

return;
}
if (!UserCloud->WriteUserFile(*NetId, FileName,FileData))
{

UE_LOG(LogTemp, Error,

TEXT("Error writing file with name: %s to player
data storage"), *FileName);

UserCloud->

ClearOnWriteUserFileCompleteDelegate Handle (
WritePlayerDataStorageDelegateHandle);
WritePlayerDataStorageDelegateHandle.Reset();
}
}
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EOSPlayerController

WritePlayerDataStorage

void AEOSPlayerController::WritePlayerDataStorage(
FString FileName, TArray<uint8> FileData)
{
// Get Subsystem, Identity (&42f).
IOnlineUserCloudPtr UserCloud =
Subsystem->GetUserCloudInterface();

WritePlayerDataStorageDelegateHandle =
UserCloud->AddOnWriteUserFileCompleteDelegate Handle (
FOnWriteUserFileCompleteDelegate: :CreateUObject(

this,
&ThisClass::HandleWritePlayerDataStorageCompleted));

FUniqueNetIdPtr NetId = Identity->GetUniquePlayerId(®@);
if (!NetId || Identity->GetLoginStatus(*NetId)
I= ELoginStatus::LoggedIn)
{
UE_LOG(LogTemp, Log ,
TEXT("Game won't be saved as player isn't logged in."));

return;
}
if (!UserCloud->WriteUserFile(*NetId, FileName,FileData))
{

UE_LOG(LogTemp, Error,

TEXT("Error writing file with name: %s to player
data storage"), *FileName);

UserCloud->

ClearOnWriteUserFileCompleteDelegate Handle (
WritePlayerDataStorageDelegateHandle);
WritePlayerDataStorageDelegateHandle.Reset();
}
}
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void

AEOSPlayerController: :HandleWritePlayerDataStorageCompleted(
bool bWasSuccessful, const FUniqueNetId& UserId,
const FString& FileName)

{
// Get Subsystem, UserCloud (24&f).
if (bWasSuccessful)
{
// LOG: SUCCESS.
EOSPlayerController )
. 1
HandleWritePlayerDataStorageCompleted ? o
// LOG: Error writing file with name: %s to player data storage.
}

UserCloud->

ClearOnWriteUserFileCompleteDelegate Handle(
WritePlayerDataStorageDelegateHandle);

WritePlayerDataStorageDelegateHandle.Reset();
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EOSPlayerController

LoadPlayerData

void AEOSPlayerController::LoadPlayerData()
{
// Get Subsystem, Identity (4HEf).
IOnlineUserCloudPtr PlayerData =
Subsystem->GetUserCloudInterface();

EnumPlayerFilesDelegateHandle =
PlayerData->
AddOnEnumerateUserFilesCompleteDelegate Handle(
FOnEnumerateUserFilesCompleteDelegate: :CreateUObject
(this, &ThisClass::HandleEnumPlayerFilesCompleted));

FUniqueNetIdPtr NetId = Identity->GetUniquePlayerId(®);
if (!NetId || Identity->GetLoginStatus(*NetId)

I= ELoginStatus::LoggedIn)
{

}

return;

PlayerData->EnumerateUserFiles (*NetId);
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void AEOSPlayerController::HandleEnumPlayerFilesCompleted (
bool bWasSuccessfull, const FUniqueNetId& NetId)

{
// Get Subsystem, PlayerData (&4f).
if (bWasSuccessfull)

{
TArray<FCloudFileHeader> PlayerFiles;

PlayerData->GetUserFileList(NetId, PlayerFiles);
if (PlayerFiles.Num() == 0)

EOSPlayerController : I
. // LOG:No player files in player data storage.
HandleEnumPlayerFilesCompleted T
}

TArray<FString> PlayerFileNames;
for (const auto& File : PlayerFiles)

{
}

PlayerFileNames.Add(File.FileName);
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ReadPlayerDataFileDelegateHandle =
PlayerData->AddOnReadUserFileCompleteDelegate Handle(
FOnReadUserFileCompleteDelegate: :CreateUObject(
this, &ThisClass: :HandleReadPlayerFileCompleted));
if (!PlayerData->ReadUserFile(
NetId, PlayerFileNames[@]))

{
// LOG: Error reading player data storage file,

EOSPIayercontrOI Ier // filename(PlayerFileNames)

. }
HandleEnumPlayerFilesCompleted §
else{
// LOG: Error enumerating player data storage files.
}

PlayerData->

ClearOnEnumerateUserFilesCompleteDelegate Handle(
EnumPlayerFilesDelegateHandle);

EnumPlayerFilesDelegateHandle.Reset();



void AEOSPlayerController::HandleReadPlayerFileCompleted (
bool bWasSuccessfull, const FUniqueNetId& UserlId,

%E‘“OIO‘I EIIOIE.I I_II°|._+_ { const FString& FileName)

// Get Subsystem, PlayerData (242f).
if (bWasSuccessfull)
{
TArray<uint8> FileContents;
if (PlayerData->GetFileContents(
Userld, FileName, FileContents))
{
// Should use a USaveGame
LoadGame(FileContents);

EOSPlayerController e

HandleReadPlayerFileCompleted { . . -
// LOG: Failed to get file contents for file named
// (FileName)
}
}
else
{

// LOG: Error reading player data storage file
// (FileName)
}
PlayerData->
ClearOnReadUserFileCompleteDelegate Handle(
ReadPlayerDataFileDelegateHandle);
ReadPlayerDataFileDelegateHandle.Reset();
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void AEOSPlayerController::HandleLoginCompleted(...)
{

if (bWasSuccessful)

EOSPIayercontrOIIer { // LOG: Login callback completed!

HandleLoginCompleted LoadPlayerData();
}
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void AEOSPlayerController::Login()
{
IOnlineSubsystem* Subsystem

Online: :GetSubsystem(GetWorld());
IOnlineIdentityPtr Identity

Subsystem->GetIdentityInterface();

const auto delegate =

FOnLoginCompleteDelegate: :CreateUObject(this,
&ThisClass: :HandleLoginCompleted);

EosplayercontrOI Ier this->LoginDelegateHandle =

Identity->AddOnLoginCompleteDelegate Handle(©, delegate);

Login . . . .
if (!Identity->Login(@, Credentials))
{
Identity->ClearOnLoginCompleteDelegate Handle(
0, LoginDelegateHandle);
LoginDelegateHandle.Reset();
}
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void AEOSPlayerController::Login()
{
IOnlineSubsystem* Subsystem

Online: :GetSubsystem(GetWorld());
IOnlineIdentityPtr Identity

Subsystem->GetIdentityInterface();

const auto delegate =

FOnLoginCompleteDelegate: :CreateUObject(this,
&ThisClass: :HandleLoginCompleted);

EosplayercontrOI Ier this->LoginDelegateHandle =

Identity->AddOnLoginCompleteDelegate Handle(©, delegate);

Login . . . .
if (!Identity->Login(@, Credentials))
{
Identity->ClearOnLoginCompleteDelegate Handle(
0, LoginDelegateHandle);
LoginDelegateHandle.Reset();
}



ojjzi22tQl AMH|A 0SS

EOSPlayerController

Login

void AEOSPlayerController::Login()
{

IOnlineSubsystem* Subsystem
IOnlineIdentityPtr Identity

Online: :GetSubsystem(GetWorld());
Subsystem->GetIdentityInterface();

const auto delegate =
FOnLoginCompleteDelegate: :CreateUObject(this,
&ThisClass: :HandleLoginCompleted);
this->LoginDelegateHandle =
Identity->AddOnLoginCompleteDelegate Handle(©, delegate);

if (!Identity->Login(@, Credentials))
I

Identity->ClearOnLoginCompleteDelegate Handle(
0, LoginDelegateHandle);
LoginDelegateHandle.Reset();
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