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Peanu3zauusa u ucciaenosanue noseaenuss UM-arenra narpyaiMpoBaHus B
urposom asuxkke Unreal Engine 5

Eneun Poman Hukonaesuu
Tpuamypckuii eocyoapcmeennwiii ynueepcumem umernu [llonom-Anetixema
Cmyoenm

Anopuenxo Hean Cepeeesuu
Ipuamypckuii 2ocyoapcmeennwiii ynugepcumem umenu [llonom-Anetixema
Cmyoenm

AHHOTALUA

B pabote paccmarpuBaercs peanu3zaiys 0a30BOro IMOBEJIEHUS HCKYCCTBEHHOTO
WHTEJUIEKTa TUIA «MaTpyib» B urpoBoM nBkke Unreal Engine 5. Ha ocnoBe
mabjioHa TMpoeKTa ¢ BHJIOM OT TpeThero Jjuna paspadoran WMMU-areHr,
COBEPIIAIONINNA MUKINYECKOE MepEeMEIEHUE M0 33JJaHHBIM KOHTPOJIBHBIM TOYKAM
cuensl. Jlormka mnoBeneHHs] peanu3oBaHa cpeiacTBamu Blueprint Ha ypoBHe
koutpoiuiepa WU (BP_AlController) u mnepconaxa (BP_AlCharacter) c
MCIIOJIL30BaHUEM BCTPOCHHOW HaBUTalmoHHON cucteMbl (NavMesh) u y3ma Al
MoveTo.
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Abstract

This article presents the implementation of a basic patrol-type artificial intelligence
behaviour in the Unreal Engine 5 game engine. Based on the third-person project
template, an Al agent is developed that performs cyclic movement along predefined
control points of the scene. The behaviour logic is implemented using Blueprint at
the Al controller (BP_AlController) and character (BP_AlCharacter) levels, relying
on the built-in navigation system (NavMesh) and the Al MoveTo node.
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1 BBenenne

1.1 AkTyajbHOCTDH

WHTennekTyanbHbIe areHThl, YIPABIISIONINE EPCOHAKAMHU-TIPOTUBHUKAMU U
HEUTPOBBIMHU TIEPCOHAKAMHM, SBIIAIOTCS KIIOUEBBIM JJIEMEHTOM COBPEMEHHBIX
KOMIIBIOTEPHBIX UTp. Jlake MpocThie CIEHapUU TOBEACHUS — TaKue Kak
naTpyJIMpOBaHHUE IO MAPIIPYTy, pearupoBaHNE Ha UTPOKA U BO3BPAT K UCXOTHOMY
MapHIpyTy — CYIIECTBEHHO BJIUSIOT HA BOCIIPUHUMAEMOE KaueCTBO UTPHI.

1.2 O0630p uccjenoBaHuii

I'. H. Sunakakuc u 0. Torennyc npenocTaBlSIIOT COBPEMEHHBIM 0030p
MeTo0B urposoro MU (mouck mytu, HaBUrauus, MOBEJICHUE areHTOB, OOyYEHHE),
dbopmynupys o6mue npuHuunbel noctpoeHuss MWU-cucrem 06e3 mNpUBS3KH K
KOHKpeTHOMY ABWXKY [1]. Pabun C. B cBoell paboTe BKIIIOYAET MPAKTUUYECKUE
CTaTbU pa3pabOTUYMKOB WUIp O HABUTALMU, NATpyaupoBaHuH, noeaeHun NPC u
ontumuszanun MU-cucrem B peanpHbix npoektax [2]. X. Wxan m X. Uxan
paccMaTpUBAIOT PEAIM3ALMI0 HWHTEUIEKTYaJIbHOIO IIOMCKAa IIYTH Ha OCHOBE
NavMesh B Tpéxmepubix kaptax Unreal Engine 4, omnuceiBasi MOCTpoeHHE
HaBUT'ALIMOHHOM CETKU U UHTErPALIUIO aJIrOPUTMOB IepeMelenus M -nepconaxei
[3]. U. I'ynra, P. Jlammu u P. Kayp aHanmu3upyroT mporiecc MpOEKTUPOBAHUS U
pa3paboTKu 1IyTepa OT TpeThero uua B popmare «maze escape» Ha Unreal Engine,
YACISIS BHUMAHUE CTPYKTYpPE YPOBHEW, UTPOBBIM MEXAHUKAM M HMCIOJIb30BAHUIO
BCTPOEHHBIX CPEACTB JIBUKKA JJIsI OpTaHU3aLNUN NTOBEIEHUS nepconaxen [4]. T. P.
PamxanoB paccMaTpuBaeT MPOLECC pa3padOTKU UTPOBOrO MPHIIOKEHUS B JKaHPE
roguelike na nBukke Unreal Engine 5, yaensisi ocodboe BHUMaHUE MPOEKTUPOBAHUIO
Y CO3JTaHHUI0 UTPOBOTO OKPYKEHMA [S].

1.3 lean ucciienoBaHus

Ilens wuccnemoBaHusi — pas3paboTarh W OMHCATh TMPOCTYIO CHUCTEMY
natpynupoBanusi UN-arenta B Unreal Engine 5 Ha ocHoBe Blueprint, a Takxke
MIPOAHANM3UPOBATH €€ PabOTy Ha TECTOBOM CIIEHE C YUYETOM HACTPOECK HABUTAIIUU U
KOJUTM3UU MaTPYIbHBIX TOUYEK.

2 MarepuaJjibl U METO/bI
B kadectBe mporpammHOil miuaTdopmbl BbIOpaH MTrpoBoil aBuUxkOoK Unreal
Engine 5. B kauecTBe MCXOAHOW KOH(MUTypalluu UCIOIb30BaH MIA0JOH MPOEKTa
Third Person ¢ BuIOM OT TpeThEro JWIA M CTAHIAPTHBIM HrpadesbHbIM
MIEPCOHAKEM.
OCHOBHBIMH O0BEKTaMHU PA3paAOOTKH SIBISIOTCS:
e Blueprint-xkimacc BP_PatrolPoint (Actor), HCHIoJb3yeMblii B KauecTBE
MapKepa KOHTPOJBHBIX TOUYEK MapIIpyTa;
e Blueprint-kmacc nepconaxa BP_AlCharacter (Character), BICTyMAOIIHIA
B poiu M -arenra;
e Blueprint-kimacc BP_AlController (AlController), peanu3yromnuii JOTHKY
naTpyJIUPOBAHMUS.
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3 Pe3yabTaThl U 00CYKIAEHUS

3.1. IloaroroBka clieHBI 1 HaBUT AU

st skcnepumenta Obul co3faH mpoekT Ha Unreal Engine 5 Ha ocHoBe
mrabaona Third Person.

B kauecTtBe TEeCTOBOW CIIEHBl HCIOJb30BAJIACh CTAHAApPTHAs KapTa
ThirdPersonMap ¢ 106aBieHHBIMU HECKOJIBKUMH MPENSATCTBUSIMHU (CTaTUYECKUE
KyOBI U TUIUHAP), GOPMHUPYIOITUMHU TTPOCTPAHCTBO JIJIsl IEPEMEIIICHHSI areHTa.

Ha cneny poGaBwin o0OBEM HABUTAIMOHHOW CETKH, TTO3BOJISFOIIIHIMA
NH-nepconaxxy crpouth MapmpyTel. Ha  ypoBHe pasMecTwnn — akTop
NavMeshBoundsVolume, oxBaTbIBaronmi 001acTh, I1€ JOJDKEH JBUTAaThCA areHT.
[locne mocTtpoeHuss HaBHrauMM B pexXHMeE penaktopa (kimaBuma P) rteneps
otoOpakaercs 3enénast oomact NavMesh (puc. 1).

sh_UAID_047C1630B48215AF02-Default (Static)
5.0, AgentHeight 144.0
/19.0, CellHeights 10.0/10.0/10.0, AgentMaxStepHeight 35.0/35.0/35.0 (low/default/high)
Region part Watershed, Layer part Watershed

NavData count: 1
MainNavData: RecastNavMesh_UAID_047C1630B48215AF02-Default
Using cluster links

STTyrvarrad Persomn Termnmplare

Pucynox 1. CkpuHIIOT ypoBHS ¢ BKIIOUEHHBIM NavMesh

3.2. Peanu3anus natpyiabHbix Touek (BP_PatrolPoint)

Jlnig 3ajaHus MapuipyTa NnaTtpyjaupoBaHus ObLT CO3JaH BCHOMOTATEIbHBIN
KJIACC MATPYJIbHOU TOYKHU:

Ha ocHOBe Kiacca Actor co3nan Blueprint BP_PatrolPoint;

B KaueCTBE BU3Yyalln3alluu 100aBJIeH KOMIIOHEHT StaticMesh (ripocTtoii 6enblit
Ky0), 4TOOBI pacmnoioKeHNEe TOYEK ObLIO HATJISITHO BUIHO B PEAAKTOPE;

JUISL UCKJIIOYEHUSl BIIMSHMS TNATPYJIbHBIX TOYEK HA HABUTALUIO KOJUIU3USA
mema Obuta oTkimoueHa (Collision Presets = NoCollision), a cam akTop
UCIIOJIB3YETCSI TOJIBKO KaK MapKep MO3ULIIH.
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[Tomyuennsiii Blueprint BP_PatrolPoint Obi1 Heckonbko pa3 pa3MeniéH Ha
YpOBHE TakKUM 00pa3oM, 4TOObl 00pa30BaTh 3aMKHYThIN MappyT (puc. 2).

Pucynok 2. Pazmemenne neckonbknx BP PatrolPoint Ha ypoBHe

3.3. Hacrpoiika nepconaxa-arenta (BP_AlCharacter)

B kayectBe  HMM-mepcoHaka  UCHOJIB30BAJICH Blueprint-kmacc
BP_AlCharacter, momy4eHHbIH 1yOIrpoBaHUEM CTaHIAPTHOTO IIEPCOHAXKA MPOEKTA
(ma6ion Third Person). B #HEM ObuIHM MpOM3BEIEHBI CIETYIONTUE HACTPOUKH:

° B Class Defaults mist coiictBa Al Controller Class HazHaueH kiacc
BP_AlController (cm. paznen 4);
o cBoiictBo Auto Possess Al ycranosneno B 3nauenue Placed in World

or Spawned, YTO MO3BOJISET CO3AAHHOMY Ha YpPOBHE JK3EMIUIAPY IMEPCOHAXa
aBTOMATHYECKHU 3aXBaThIBAThCs KOHTposuiepom U;

o s urpoBoro sk3emiuiipa BP_AlCharacter Ha ypoBHe mapameTp Auto
Possess Player otkmouén (Disabled), yToObl 3TOT mepcoHaXX HE YIpaBisuICs
UTPOKOM.

Takum oOpa3om, mpu 3amycke YpOBHS JIBUYKOK aBTOMAaTHYECKH CO3JAET U
npuss3biBaeT kK BP_AlCharacter sk3zemruisip BP_ AlController, koTopsiit oTBe4aer
3a JIOTUKY MaTpyiaupoBaHus (puc. 3).
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& Details

2 pawn

Character Movement (General Settings)

Max Depenetration with Pawn 100,0 cm
Max Depenetration with Pawn. 20 cm
Pawn

se Controller Rotation Pitch

Jze Controller Rotation Yaw

se Controller Rotation Roll
Can Affect Mavigation Generat.

258 Player

Actor

Spawn Collision Handling Met. Try To Adjust Location, Don't Spawn [f 51 w

Pucynoxk 3. Hactpoiiku BP_AlCharacter: Al Controller Class u Auto Possess Al

3.4. Ctpykrypa koutposuiepa U (BP_AlController)
Bces normka marpynupoBaHusi peanu3oBaHa BHYTpH Blueprint-kmacca
kouTposuiepa U BP_AlController.

. B HéM onpeseneHsl clieAyonye nepeMeHHbIe:

o PatrolPoints — maccuB (Array) tuma Actor, cofep alliuid CChUIKH Ha
Bce narpyiapHbie Touku (BP_PatrolPoint);

. CurrentPatrolindex — muemouncnennas mnepemenHas (Integer),

XpaHsAIIas UHAEKC TEKYIeW TOYKH MapIIpyTa.

3.4.1. Coop marpynbHbIX TOUeK Ipu 3amycke (Event BeginPlay)

[Ipu 3amycke urpsel (coowiTe Event BeginPlay) xkonTposiep BbImosHSET
WHULMATU3ALHUI0 MAaCCUBA NMATPYJIbHBIX TOUEK:

Cnauana uyepe3 Get All Actors Of Class wuiryrcss Bce OOBEKTHI THIIA
BP PatrolPoint Ha ypoBHe.

Pesynprupyrommii  maccuB  (Out Actors) MNOCTPOYHO KOMUPYETCS B
coOCcTBeHHBIN MaccuB KoHTpoJsuiepa PatrolPoints ¢ momomisio mukia ForEachLoop
u y3na Add.

[Tocne 3aBepiienus nukia B nepeMennyto CurrentPatrollndex 3anuceiBaercs
3HayeHue 0, TO ecTh HaYaJIbHOM CUMTAaeTCs MepBasi TOUKa MapuIpyTa.
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B 3aBEpIICHUE BBI3BIBACTCS II0JIb30BATENBCKOE coObITHE
MoveToNextPatrolPoint, koTopoe 3amyckaeT ABHKEHHUE areHTa K IepBOM TOYKE.
CtpykTypa 3TOro ¢hparMeHTa JOoruKH Mmoka3aHa Ha puc. 4.

1 Get All Actors Of Class = '6Moveto Next Patrol Point

»
» = N Aray  Amay Elem » D

© EventBeginPlay

Pucynok 4. Blueprint-gparment Event BeginPlay 8 BP_ AlController: mouck
BP PatrolPoint, 3anonnenue maccusa PatrolPoints, uHuiuanu3anus HHAEKCa U
BEI30B MoveToNextPatrolPoint

3.5. Jloruka asuxeHus Mmexay Toukamu (coositue MoveToNextPatrolPoint)

[Tonb3oBatensckoe coObiTue MoveToNextPatrolPoint peanusyer mepexon
areHTa K TeKyIlel TOUKe NaTpyJisd U NOJArOTOBKY Iepexoa K CIeAYIOLEH.

[IpoBepka HanUUuUs TOYEK

B Havaiie coOBITHS BBIIOJIHSAETCS IPOBEPKA:

o BbIUMCIIgeTCs uHa MaccuBa PatrolPoints (y3en Length);

o eCIM JJIMHA paBHA HYIO, JAJBHEHINAs JIOTUKA HE BBITOIHICTCS
(MapumIpyT HE 3a/1aH);

o €CJIM JUTMHA MaccHuBa OOJIbIIIEe HYJIS, MPOAOHKACTCS BBIOOP TEKYIICH
TOYKH.

Texymrast matpynbHas TOYKA ONMPEAEsAeTCs Kak:

o anemeHT MaccuBa PatrolPoints ¢ manekcom CurrentPatrollndex (y3zen
Get 1151 MaccuBa);

o 3aTeM OT BBIOpaHHOTO akTopa Bbi3biBaeTcs GetActorLocation, mosyvas

MHUPOBBIC KOOPIMHATHI TOUKH.

3amyck nepemenienus ¢ nomoibo Al MoveTo

Jlist mepemenieHusi mepcoHa)ka K BBIOPAaHHOM TO3WIIMUA HMCIOJIb3YETCS
crtangapTHeiil y3en Al MoveTo:

o B mapametp Pawn nonmaércs pesynprat pynknuu Get Controlled Pawn
KoHTpoJuiepa (ynpapnsembiii mepconak BP AlCharacter);

o B mapameTrp Destination moga€rcs KoopJMHATa TATPyJIbHOM TOUKH
(BexTop u3 GetActorLocation);

o panuyc noctwkeHus nenu (Acceptance Radius) 3agaércs, Hanpumep,
50.0, 9TOOBI areHT HE CTPEMUJICS MMOMACTh TOYHO B TEOMETPUUYECKUN IIEHTP TOUYKH.

[Tpu Be130Be Al MoveTo naBurarmmonnast cuctema Unreal Engine crpout
nyTh Mo NavMesh u HaunHaeT nepemMernieHue nepconaxa (puc. 5).
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f Print String =
© MoveToNextPatrolPoint B Al MoveTo

LENGTH

("F GetActor Location

Target Return Value @

Current Patrol Index @

Pucynoxk 5. Blueprint-¢pparmenT MoveToNextPatrolPoint: Be16op ToUkH 1m0
nHaeKCy U BbI30B Al MoveTo

[Tocne ycnemmnoro goctwkenus nenn Al MoveTo renepupyet coositue On
Success.

1. B o6paboTurike 3TOro COOBITHSI BBITOIHSIOTCS CIEAYIOIINE ISHCTBUS:

Brruncnsiercs ciaeayrommuin HHIEKC:

CurrentPatrolIindexnew=(CurrentPatrolindexqq+1)modN,

I'me N — u4wucno marpyibHbIX TOodek (aiauHa MaccuBa PatrolPoints). B
peanu3anuy 3TO BBIMOJHIETCA 4Yepe3 Y3Jbl CIOoKeHHS (+1) U IeTOYnCIECHHOTO
octaTka oT AeneHust (Modulo) ¢ genutenem Length(PatrolPoints).

2. PesynpTaT 3anuceiBaeTcss oopatHo B nepeMmennyto CurrentPatrollndex
(Set CurrentPatrolIindex).
3. Cpasy mocime  9TOrO  PEKYpCHBHO  BBI3bIBAe€TCA  COOBITHE

MoveToNextPatrolPoint, yto mpuBoauT k 3amycky HoBoro Al MoveTo yxe s
CJHEAYIOLIEN TOUKHA MapuIpyTa.

brnaronapst HCIOIB30BaHUIO OMIEPAIMH 10 MOYJTIO MapIIPyTOM TOJTy4aeTCs
3aMKHYyTasl IUKJIMYECKasi TOCIEI0BATEIbHOCTh TOYEK — IOCHE MOCIEAHEN TOUKU
areHT BO3BpalllaeTCs K MepBoit (puc. 6).

"B AlMovelo
»

B T— & Moveto Next Patrol Paint

Pawn 0 —_—_— » \ g
_~ @ Destination Fail (> @ Cument Patrol Index g » ()]

Movement Result k Target [self |

Pucynok 6. Blueprint-gparmenT o6padorku On Success: HHKPEMEHT UHJIEKCa IO
MOJIYJIIO JUIMHBI MacCHBa U MOBTOPHBIH BbI30B MoveToNextPatrolPoint)
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6. OTnagka 1 0COOCHHOCTH pealln3aluu
B mporecce oTimagkd MCHOIB30BAIKMCH BCIIOMOTATENbHBIE DKpPaHHbBIC
coo6mienus (Print String):

° I0CJIE 3aI0JIHeHHs MaccuBa PatrolPoints BBIBOIHMIIOCH €70 KOJIMYECTBO,
YTO MO3BOJISJIO MPOBEPHUTH KOPPEKTHOCTH Torcka Becex BP PatrolPoint Ha ypoBHe;
° npu Bxone B coobitie MoveToNextPatrolPoint BeiBomuics Tekymumit

UHACKC TOYKH, YTO TIOMOTajo0 YyOEOUThCS B KOPPEKTHOCTH OOHOBIICHUS
CurrentPatrolIndex.

B yactHOCTH, OBLIIA BBISIBIIEHA BaXKHAsi 0COOEHHOCTD:

o IPU HCIHOJB30BAHUU KPYIHBIX KyOOB C BKJIIOYEHHOM KOJIM3UEH B
KayeCcTBE MAaTPYJbHBIX TOYEK YACTh MAapIIPyTa OKa3blBaJIaCh HEJOCTHKUMOW IS
MU, Tak kak KOJUIM3Us 0OBEKTOB BbIpe3ana yuacTku NavMesh u npenstcTtBoBania
IIOCTPOEHUIO Iy TH;

o nocye otkioueHus komumsuu y BP PatrolPoint (Collision Presets =
NoCollision) u pacnojio)keHHs TOYEK CTPOro BHYTPU 3€NEHON o00nacTu
HaBuranmoHHol ceTku (NavMesh) areHT cram KOPPEKTHO MNPOXOAUTH BECH
MapupyT 0e3 OCTaHOBOK.

OTOT MOMEHT MOKHO PacCMaTpUBaTh KaK YaCTHBIM MPAKTUYECKUI pe3yIbTarT:
KOJUIM3US BCIIOMOTATENbHBIX AKTOPOB, HCIIOJIB3YEMbIX TOJIBKO KaK MapKepbl
MaplIpyTa, 10JKHa ObITh OTKJIOYEHA, YTOObI He yXyAlaTh Haurauuoo 1UU.

3.7. PesynbTat paboThl NaTPYIHHOM CUCTEMBbI

B wrtore peanu3oBaHa mpocTasi, HO (YHKIMOHAJIbHAs CHCTEMa
NaTpyJIUPOBAHUS:

o NU-niepconasxk BP_AlCharacter, ympasnsiemsiii BP_AlController,
aBTOMaTUYECKU HaxoauT Bce akTopsl BP_ PatrolPoint Ha ypoBHe;

o CTPOUTCS MAaCCUB TOYEK MapIIPyTa, MHAEKC TEKYIEH TOUKU XPAHUTCS
B nniepemeHHo# CurrentPatrollndex;

o IIPU 3aIlyCKE UIPhl areHT MOCIEAO0BATEIBHO MEPEMEIIAETCS M0 BCEM
TOYKaM MapupyTa ¢ nomomibio y3ina Al MoveTo, 3aMbIkast IyTh B LUK,

o U3MEHEHUE MaplIpyTa CBOAUTCS K AO0OABIEHUIO, YAAJICHUIO WIU
nepemMeniennio aktopoB BP PatrolPoint Ha ypoBHe, 0e3 H3MEHEHUS JIOTHKHU
Blueprint-konTposepa.

Ha puc. 7 nokazan UM -niepcoHax B OJTHOM U3 COCTOSIHUM NaTPyJIUPOBAHMUS,
IIPY NMPOXOKIAECHUHN OUYEPETHON KOHTPOJIBHOU TOUKHU.
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Pucynok 7.CkpuHIIOT UrpoBoro pexuma: M -arent, ABMKyIMIMIICA K OJHON U3
[IaTPYJIbHBIX TOYEK MapIIPyTa
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