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https://cdn2.unrealengine.com/multi-user-aws-ja-790690475.pdf
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A Server is active on my network but Unreal Engine doesn’t see it to join. (XY F 7=V TlIY—N—DBF7O714TT
HB3HDD. Unreal Engine TREDH—N—ICEMLTVBRLREBINFIEA, ).

o BHRIZEARIMOEAD. 273202 OUDP Xyt—22001y NP v IR T LTWA e HFRESSL T T,
o WINTFA—H—H—N—TIIVDELWVIP ER—rEFERLTWVWSZEHFRESEL TSI,

“Failed to join server: The workspace has in memory changes.” “Failed to join server:The workspace hasin
memory changes.(—N\—ICBIMTEIEFEATLIE: D= AR=RIZAEVHDEELHD£T, )”

o IRTOIA—F—HECREZHRFT B TIILFI—F—RETIE. IRTOI—F—HELHBREEZFONENDHD
E9. COIT— XyET—UWRRINTWVEDIE BNZEHITI2R1IC. 77 ML ZZEEL. FOEZELNELHFEREINTVA
LWe8® T, Unreal Engine Z#& T LTEBRZRELTH S BEFILTEMLTIIZT U,

“Failed to join server:The workspace has local changes.(—/N\—I[CBMTEFEXBATLI:CODT—IAR-RICO—-H
LOEELHBDET, )”

s IRTOA—F—HECREBZHRF T BDICTILFI-—F—RETIE. INTOI—F—HELCHBREEZFOHENHD
£, COIT— XytE—UARRINTVDDIEF V=X IV FAO—LOFAP I MIFLAIYFINTLWRWVWEEN D D
FeHTT BT B7DICIE CNSDEEZTICRI DN FEL G MOI—F—2HLVWEE) I MIFEBMSESBENHD
£

“LogUdpMessaging:Error:StartTransport failed to create unicast socket on [IP:Port] (LogUdpMessaging: T35
—:StartTransport A [IP:Port] TA=F v X+ VY7 Yy Z{ERTIZHATLE)”

. COIS— Xyt—Ild EEINTE IPE— R BICOT 7 —> 3 TERASNTWED, B TH 0. —/\—%
BEETIAD o7l L ERLTVES, Y—/N\—0 IP/E— M ERRLT LFI—H— H—N\—ZEREH LTI,

“FUdpSocketBuilder:Failed to create and initialize socket UdpMessageMulticastSocket
(FUdpSocketBuilder:UdpMessageMulticastSocket V7 v FZ{ER LT, ML TR HTIFHATLLR)”

e ZDIT— Ayt—JFUDP Xwt—U 08 TILFE YIS TVRBAVMELGEVWCEZRLET, COIP d Ry T
— O TEERBREZITOTCVWARWVED T 7AILMDSEBLAWVWTLIETI V. COTRLANT 7AILNEBRDZ D D
STWBHEIE. XY hT—IBHFITHKL T I,

You are hosting the Multi-User Server on your local machine, but you don’t see it in your Multi-User Browser.
(A=A 220 TINFA—Y— P —=N—=%ZKIALTWVWIHDD. ?IILFA—H— TSUHFICTIILNFIL—HF— H—N—DH'K
menhEHA.)

» [Project Settings (7O x ¥ F%5E)] > [Plugins (734 >)] > [UDP Messaging (UDP Xwt&—L Y J)] T <>
D IP 7RLRECILFI—H— H—N\—DR—rHIELL [Static Endpoints (RE2T1 v TURRAIURN)] THZ %
FESRL T2V, 23>0 #BBRLTIES L,
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