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Co3nanue npocroro Al nast urpsl Ha Unreal Engine 4

benuxos Anopeii I'ennaovesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B nanHOM cTaThe OBLI pacCMOTpPEH Ipoliecc co3aanus mpoctoro Al mist urpsl Ha
Unreal Engine 4. B uccnenoBanuu npumensuiach nporpamma Unreal Engine 4. B
pe3ylbTaTe padoThl OBLI co31aH mpoctoi Al.
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Building a Simple Al to Play with Unreal Engine 4
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Abstract

This article reviewed the process of creating a simple Al for playing on Unreal
Engine 4. The study used the Unreal Engine 4 program. As a result, a simple Al
was created.
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B nmanHO# cTaThe mpojaospKeHa padoTa MO CO3JaHHI0 UTPhI B kaHpe Side
Scroller.

[lenb naHHOM cTaThu co3gaHue npocTtoro Al.

Jist co3manusi mpoekTta Obuta paccMoTpeHa ctathd H. A. Mopomkua B
KOTOPOM aBTOp MbBITAETCS MPOAEMOHCTPUPOBATH U HCCIENOBaTh BO3MOKHOCTHU
nporpaMMHoro oOecneuenusi [1], u3ydena ctaths A. M. bakynos, U. JL.
Kanurens, A. C. Isopeuxuii, 1. O. MapTteiHenko, B. O. KoTopble paccMOTpeIu
uHcTpyMeHT co3nanus urp Unreal engine [2], I1. 1. I'pumnkos, B. B. Kyrypakosa
paccMOTpeNH MOAXOAbI ISl peaau3allui METOJI0B 0 CUHXPOHU3AIUK JEHCTBUN
yenoBeka U BUptyanbHoro asarapa [3], C. B. Ipguenko, P. A. XoauksH n3yyunu
UTPOBOM JIBHXKOK unreal engine [4].

Jlns Hadana co3nmaauM Marky, rae Oyaner cojaepskarcst Bce cBsizaHHoe ¢ Al
(Pucynox 1).
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Pucynoxk 1. Co3nanue namnku

[Tocne co3manwsi manku ckomupyem oObruHBIA Character m momectum B
nanky(Pucynok 2).

ThirdPerzon
Character

Pucynoxk 2. Character

Knukaem no Hemy 2 pas3a U yAansieM YNpaBlIeHUE MpPeIHa3HAYEHHOE s
UTPOKa, TaK e ynaisem kamepy (Pucynoxk 3-5).
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Pucynok 4. ITycras Brianka Event Graph
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Pucynok 5. Y nanenue kamepsl

HNanee naxumaem JIKM B manke, Beioupaem Blueprint Class u cozmaém Al
Controller (Pucynok 6-7).
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Pucynoxk 6. Blueprint Class
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11 Pick Parent Class

4 Common Classes

Act An Actor is an object that can be placed or spawned in the
Q3 Actor world.

8 Pawn A Pawn is an actor that can be 'possessed’ and receive
input from a controller.

A character is a type of Pawn that includes the ability to
s Character walk around.

< Pl controll A Player Controller i actor responsible for controlling a
e Pawn used by the play

Game Mode Base s the game being played, its rules,
{e) Game Mode Base scoring, and other facets of the game type.

¢, Actor C i An ActorComponent is a reusable component that can be
2Rl L added to any actor.

e Component is a component that |
& Scene Component rm and can be attached to other sc

4 Al Cl:

ai

: AlController

‘ CEERIEBIEEY 4 \controller is the base class of controllers for Al-controlled Pawns.
& GridPathAICont

i@ Controllers are non-physical actors that can be attached to a pawn
: AlControllers manage the artificial intelligence for the pawns they c
L_BGNGEIEHEIREE 1 netwarked games, they only exist on the server.
4 @ [nternalToolF

i® (@see hitps://docs.unrealengine.com/latest/INT/Gameplay/Framew

60 items @ View Options =

Cancel

Pucynok 7. AlController

[Mepeumenyem s yaoocrsa AlController u Character 8 MyAiController u

MyCharacter coorBerctBenHo (Pucymnox 8).

Pucynok 8. MyAiController u MyCharacter

B nactpoiikax MyCharacter Bo Bkiaake Pawn B ctpoke Al Controller Class

BeIOMpaeM co3nanubiii MyAiController (Pucynox 9).
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Pucynok 9. Beioop MyAiController

Jlanee Bo Bkmanke Event Graph maxumaem JIKM u B moucke moOaBisiem
Add Custom Event u nepenmenoBsiBaeM B Move s ynooctsa (Pucynok 10-11).
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Pucynox 12. Custom Event

B mnactpoiikax Custom Event moGasnsem New Parameter, HaszpiBaeM ero
Direction u BeiOupaem tun Vector (Pucynok 13-14).
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Pucynok 14. Bei6op Vector

[TorsinyB 3a Oenyro crpenky, nobarmsem Add Movement Input (Pucynox
14).
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Pucynok 15. lo6aBnenne Add Movement Input

Coemunsiem Direction u World Direction (Pucynox 16).
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Pucynoxk 16. Hactpolika ynpaBieHus: MpbIAKKOM

Jo6asnsem Scale u Beioupaem tun Float (Pucynok 17).
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Pucynok 17. JlobaBnenue Scale

Coemunsiem Scale u Scale Value(Pucynoxk 18).
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Pucynoxk 18. Hactpoennsiit MyCharacter

[Mepexogum k Hactpoiike MyAiController, Bo Brmagke Event Graph
HaxxumaeM JIKM u no6asisiem Get Controlled Pawn (Pucynok 19).
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Pucynok 19. ILo6aBnHue Get Controlled Pawn
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[TporsruBaem Return Value u no6asissem MyCharacter (Pucynoxk 20).
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Pucynok 20. Jlo6aBnenue MyCharacter
[Tocne coequnsiem Event BeginPlay ¢ Cast To MyCharacter (Pucynox 21).

" »» Cast To MyCharacter
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Pucynoxk 21. CoennnénHas cxema

Janee mpotsruBaem As My Character u gobasmsiem Promote to variable
(Pucynok 22).
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Pucynok 22. Jlo6asnenue Promote to variable

[Tepenocum u3 nepoii manenu As My Character u maxxumaem Get As My

Character (Pucynoxk 23).

ent BeginPlay
ent Tick
Functions (;
# ConstructionScript
Macros
Variables

As My Character

Pucynok 23. Jlo6asnennsiii As My Character

[MporsaruBaem As My Character u no6asissiem Move to Actor (Pucynok 24).
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Pucynok 24. Jlo6asnenne Move to Actor
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Coemunsiem Event Tick ¢ Move u 3agaém HampaBieHue ABWKEHHS 1O Y
paBHoe -1 u Scale 1, uro o3HauaeT ckopocTh aBmxkeHus (PrcyHok 25).
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Pucynok 25. Hactpoiika Move

KomnenupyeM mpoekT u mepexoauM K ciieHe, godasmsem MyCharacter Ha
CIICHY U 3amyckaeM npoekT (Pucynoxk 26-27).
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Pucynok 26. [Tepenoc MyCharacter na cueny
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Pucynok 27. [Ismxenue MyCharacter

B nmanHOM cTaThe OBLI MOKa3aH Mpoliecc co3anus npoctoro Al s urpsl B
xamnpe Side Scroller B cpeae Unreal Engine 4.
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