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YcoBepuencrBoBanue nmpocroro Al xis urpel Ha Unreal Engine 4

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

AHHOTALIUA

B naHHO# cTaThe OBLI pacCMOTPEH IpollecC M00aBlIeHUS HOBBIX yMeHUM Al mis
urpel Ha Unreal Engine 4. B uccinemoBanmm mpuMeHsiach mporpamma Unreal
Engine 4. B pe3ynbpTaTe paboThl ObIT yCOBEPIIIEHCTBOBAH MpocToi Al.

KmoueBnle cioBa: Unreal Engine 4, 3D, reiimues

Enhancing Simple Al for Unreal Engine 4 Play

Belikov Andrey Gennadievich
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Abstract

This article looked at the process of adding new Al skills to play on Unreal Engine
4. The study used the Unreal Engine 4 program. As a result, simple Al was
improved.
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B nmanHO# cTaThe mpojaospKeHa padoTa MO CO3JaHHI0 UTPhI B kaHpe Side
Scroller.

[{enb 1aHHOM CTaThU YCOBEPIIECHCTBOBAHKUE MPOCTOTO Al.

Jist co3manusi mpoekTta Obuta paccMoTpeHa ctathd H. A. Mopomkua B
KOTOPOM aBTOp MbBITAETCS MPOAEMOHCTPUPOBATH M MCCIEAOBATH BO3MOKHOCTH
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
paccMOTpeu MOAXOAbI ISl peaau3alui METOJI0B MO0 CUHXPOHHU3AIUM JAEHCTBUN
yenoBeka U BUptyanbHoro asarapa [3], C. B. Ipguenko, P. A. XoauksH n3yyunu
UTPOBOM JIBHXKOK unreal engine [4].

Jlns Havana coznaaum npenstctust st Al (Pucynok 1-2).
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LIGHTING NEEDS TO BE REBUILT (232 unbuilt)
DisableAllScreenM 1o sup

Pucynok 2. Kyuda mycopa

[Tociie mepexonum B manky Al u 3amyckaem MyAiController (Pucynox 3-
5).

Cantroller

Pucynok 4. MyAiController
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Pucynoxk 5. Hactpoiiku MyAiController

Mensiem 3nauenue Scale na 0,35 B Oioke Move, muis yMepeHHOUH XOABOBI
maHekeHa (PucyHok 6-7).
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Pucynok 7. Xoap6a maHekeHa

C nomomnipto Haxkatust JIKM mo coenunrenuro Event Tick u Move ucnonb3ys
Break All Pin Link(s) pa3peiBaem coenunenue (Pucynok 8).
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Select All Input Modes

Break All Pin Link(s)
Break Link To... ]
Jump To Connection... ]

ighten Connection... »

Pucynok 8. Break All Pin Link(s)

Haiee nepersruBaecM As My Character u coequnsiem ¢ Move (Pucynox 9).

Pucynok 9. As My Character u Move

Hanee tsaem Event Tick u no6asisiem Sequence (Pucynox 10).
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Pucynok 11. MultiLineTraceByChannel

Target is Kismet System Library

Jlo6asnsiem As My Character (Pucynox 12).
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Pucynox 12. Jlo6aBnenue Direction

JHo6asnsem GetActorLocation (Pucynok 13).

Bl e / Actions taking a(n) My Character
Object Reference

get actor lo| X

4Clothing Simulation
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f Get Clothing Simulation Interactor (Mesh)
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hold (Alt) for native node name

Pucynok 13. GetActorLocation

Coemunsiem GetActorLocation ¢ MultiLineTraceByChannel (Pucynox 14).
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Pucynok 14. lo6aBnenne Add Movement Input

Ho6asnsem Get Actor Forward Vector (Pucynok 15).

GetActorLocation

As My Character s
G Target Return Value @

Target Return Vailuve O |

Pucynok 15. Get Actor Forward Vector

Jlo6asnssem Vector * float (Pucynok 16).

I Get Actor Forward Vector

= S /- ® Actions taking a(n) Vector Context Sensitive
4Math
A\ector

f vector ¥ integer Scales Vector A by B

f vector ® vector
Target is Kismet Math Library

hold (Alt) for native node name

Pucynok 16. Jlo6asnenue Scale

BricraBnsiem 3HaueHue 300, 4TO 3HAYUT PACCTOSIHUE OO TOTO KAaK HAYHET
oBOpauyMBaThcs MaHekeH (Pucynok 17).

Pucynok 17. Hactpoennsiit Vector * float

Jo6asiisiem Vector + vector (Pucynok 18).
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Actors to Ignore

Draw Debug Typ:
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[ vector Binteger
f vector + vector
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Target is Kismet Math Library

hold (Alt) for native node name

Pucynok 18. Jlo6aBnenue Get Controlled Pawn

CoemunsieMm ka Ha pucyHke (Pucynok 19).
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Pucynoxk 19. I'otoBas cxema
Coemunsiem MultiLineTraceByChannel ¢ Branch (Pucynok 20).
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Pucynok 20. CoenunénHasi cxema

B menro Variables no6asnsem Direction u HactpauBaem (Pucynok 21-22).
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Variables
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Pucynok 21. Jlo6aBnenue Direction
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Pucynok 22. Jlo6asaeuunsiii As My Character

JloGasnisiem Direction meperamuB Ha CBOOOIHYIO 007acTh U BbiOMpaeM Set
Direction (Pucynox 24).
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Pucynoxk 23. Set Direction

Coemunsiem Branch u Set (Pucynok 24).
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Pucynok 24. CoenquuéHHas cxema
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Ho6Gasisiem Get Direction u coenunsiem ¢ RotateVector u nacrpaeBaem yrou
Ha KOTOPBIA OyeT moBopaunBaThcs MaHekeH (PucyHnok 25-26).

Direction

Set Direction

Pucynok 25. Get Direction
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Pucynok 26. Hactpoiika RotateVector

Coemunsiem RotateVector u Set (Pucynox 27).
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Pucynok 27. CoequnéHHas cxema

Ho6asnsiem Get Direction u coequnsiem ¢ Move (Pucynok 28).
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As My Character

Direction @

Pucynok 28. CoequHéHHas cxema
Coemunsiem Move u Then 1 (Pucynox 29).
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Pucynok 29. CoequnéHHas cxema

B mactpotikax Direction HactpanBaeM Ha4albHOE HalpaBJIICHHE MaHEKEHa
(Pucynok 30).
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Pucynok 30. Hactpoiika Direction

[Tocme KOMIWJISLMHM BUAMM, YTO MAaHEKCH HAYMHAET XOIUTh W3 CTOPOHBI B
cropony (Pucynok 31-32).

Pucynox 31. JIswxenue Al
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Pucynox 32. JIsmwxenue Al

B nanHo# cTaThe ObLI MOKa3aH MPOIIECC YCOBEPIICHCTBOBaHUS MpocToro Al
st urpsl B skanpe Side Scroller B cpene Unreal Engine 4.
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