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BUKOPUCTAHHS CILJIAMHIB JIJISI IOBY1OBU TPAEKTOPII
PYXY TPAHCIIOPTY B II'POBUX TOJATKAX UNREAL ENGINE

Ilynuenko 0.0., mazicmpanm,
Honono C.0., k.m.n., oou., sergii.tsololo@donnto.edu.ua
Lloneyvkuti nayionanvHut mexuiunuu yHigepcumem, m [lokposck, Ykpaina

VY poOoTi mponoHYy€eThCs MiAXIJ, 3aCHOBAHUIM Ha BUKOPUCTAHHI CIUJIaiiHIB
JUISL peanizallii MexaHi3My MepecyBaHHs KOJIICHOTO TPaHCHOPTY (aBTOMOO1Ib) B
irpoBux gonarkax Ha Unreal Engine 4 (UE4). Crnaithu B UE4 dakTuuHO € Kpu-
BUMU be3be, a po3rsIHYTHI Tiaxia Ha3uBaeThes Pure pursuit (mpsiMe nepeciiy-
BaHHs). BiH BUKOPUCTOBYETHCS SIK OJMH 3 BapiaHTIB I yNpaBIiHHS 0€3MijoT-
HUMU aBTOMOOLTSMH.

IcHyroui pimeHHs 3a1a4i IepecyBaHHs aBTOMOO1ISI HA OCHOBI CIUIAlHIB [2]
MOXYTh OyTH BIOCKOHAJIEHI 1 JOomoBHEH1. Tak, B MAX0/1, IO MPOMOHYETHCS B
po0oTi, poJb cIuIaiiHa Oy/ie He TUIBKHU Y BKa3iBIIl MapIIpyTy, a il B epeMillIeHH1
JIBOX TOYOK MPHB's3KU (KyOiB), SIKi BIUTMBAIOTH HA MAPAMETPH PYXy TPAHCIIOPTY.
Jlig mporo B Kiac cIUlaifHa J0JaloThes ABa KyOa: mepuinii Oyae peryiroBaTé
IIBUJIKICTh aBTOMOOWISA, IPYTUd — MTOBOPOT KOJTIC.

i kyOu pyxaroThCsl 3a CIUTATHOM 1 BIIIAJIIFOTHCS BiJl aBTOMOO1JIS HA TIEBHY
JMCTAHIIIIO, SIKa B MOJAIBIIOMY Oy/ie 3a1aBaTuCs po3poOHUKOM. Tak, SKIIIO CIo-
yaTKy 00'€KT 1 00uBa Ky0a pyxajaucs Mo MpsMid OJIUH 3a OJHUM, TO 3 MOSBOIO
MOBOPOTY iX IMOJIOKEHHS BIAHOCHO OJIMH OJHOTO 3MIHIOEThCA (pucC. 1, 3eIeHuM
B1100pakaroThCsl BEKTOPU HA OCHOBI KYTiB MIJK IIOTOYHUM CTAHOBHIIIEM aBTOMO-
o115 1 Kybamm).

Pucynok 1 — ABTOMOO1IIb TIepe TOBOPOTOM

OO06uKCIMBILY B KJ1aci aBBTOMOOUISI KYT MK MOTOYHUM HapsIMKOM aBTOMO-
01151 1 KOKHUM 3 KyO1B, MOYKHA 33J1aTH CHUJTY TOBOPOTY KOJIIC aBTO (U€PBOHUI KYO)
1 CHUTY MPUCKOPEHHS a00 TajibMyBaHHs (CuH1M Ky0). [Ipy 11boMy B pa3i 4epBOHOTO
Ky0a — 4iM OUIBIINM € KYyT, TUM CUJIBHIIIIE MPOBEPHYTI KOJieca, 1 HABMAaKH — YUM
MEHIIIUM € KYyT, TUM KoJjieca OyAyTh MEHII OBepTaTUCs. Y pa3i CHHBOTO Ky0a —
9UM OUIBLIMM € KyT, TUM MEHIIUM OyJe MPUCKOPEHHs, 1 HaBmaku. JucraHiis
BiJlTaieHHs KyOiB B aBTOMOO1IA 3a0e3mnedye 3MileHHsT KyOiB (BJIIBO 1 BIIPABO

®opym «TAK», JouHTY, [TokpoBchbk, 2019



14

II0JI0 MallIMHK) Ha MOBOpoTaX. [Ipy mboMy BakIMBE 3HAYCHHS Ma€ HACTpPOIKa
KOe(]iIlI€HTIB — 1X HEKOPEKTHI 3HAYEHHS MOXKYTh IIPUBECTH JI0 MMOBEIIHKOBHX I10-
MUJIOK.

VY knaci Spline Oyno BkazaHe MOCUJIAHHS Ha aBTOMOOLIIb 1 3a3HaY€HA JHC-
TaHIIIS JJIs1 KOXKHOTO 3 Ky0iB. [locunanHs Ha aBTOMOO1Ib TOTPIOHO Il BU3HA-
YeHHsI Oro MOJIOKEHHS 1 171 epenadi 3 Spline B kj1lac aBTOMOOLIS TTOJIOKEHHS
Ky0iB B mpocTtopi. [lepeminieHHs: kyOiB 311CHIOETbCSA B Kiaci Spline. Y kinaci
Spline KoXxeH BIIUIIK Yacy BiJICTEXKYETHCS MOJIOKEHHSI aBTOMOOLIIS, 1 KyOHu mepe-
MIIAIOTHCS Ha 3a7aHy JUCTAHINII0. Y Ki1aci aBTOMOO1Is1 Oyiio BuianeHo 0a30BHid
PYYHHI KOHTPOJIb aBTOMOO1LIEM 1 3aMIHEHUH 1HILIOIO JIOTIKOIO, SIKa 3a7a€ aBTOMa-
TAYHY 1311y 32 CIUIAHOM.

OpHMM 13 IIJISXIB PO3BUTKY 3allPOIIOHOBAHOTO IMiIXOTy € aBTOMAaTUYHA Te-
HEpallis MapipyTy 6€3 BUCTaBJICHHs TOYOK cIUiaiiHa Bpy4HY. Jl7s 1iporo 3Ha10-
outrscst NavMeshBoundsVolume — 30Ha, B SKIi aBTOMaTHYHO BU3HAYAETHCS, JI€
MOXHa IMMepecyBaTUCs, a JIe — Hi Yepe3 30BHIIIHI MEePeIKoau, (puc. 2a, 3eneHa
30Ha — NavMeshBoundsVolume). 3a 1o11oMororo I1i€i 30HM MOXKHA MOOYyBaTH
MapuIpyT, 3a SIKUM OyJle pyXaThcsi aBTOMOO1Ib.

Pucynok 2 — Jlokamist: a) 3 NavMeshBoundsVolume; 06) 3 MapiipyToM; B) 3 HaJamITOBa-
HuUM NavMeshBoundVolume

Oyukuist «4I Move to» Tex BUKOPUCTOBYE NaHy 30HY ISl IPOPAXyHKY
HUISXY — Ha PUC. 2a MOKHA MOOAYNTH, 110 MAPIIPYT HE MOOYJOBAHHM 10 MOYATKY
rpu. Pe3ynpTaT cTBOpeHHs HUIAXYy Ha ocHOBI NavMeshBoundsVolume nokasa-
HUM Ha puc. 26. HeoOximHO Bi3HAYUTH, 110 MOKIIUBICTh 3MiHU TTapaMeTpiB (Iu-
CTaHIlisl 10 KyOiB MOBOPOTY 1 MPUCKOPEHHS) JIO3BOJISIE TOIMIITYBAaTH MPOXO-
JDKeHHS MapmipyTy. Tak, B moAgaiblioMy MOKHa BUKOPHCTOBYBAaTH HAaBUCHY HEM-
POHHY MEpeXy JIJIsl aHaJII3y 1 MOJIIMIICHHS MTPOXOKEHHS MapIIPYTiB.
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Takox HEOOX1THO BiA3HAYUTH, IO (PYHKIIIS aBTOMATUYHOI'O MPOPAXYHKY
MapuIpyTy 3 TOUkd A B TOUKY b BuMarae noomnpalioBaHHsi — B IOTOYHIN peati3a-
111 OyAy€eThCsl HANKOPOTIIMM IISAX JJ1sI MPOXoKeHHs (puc. ). Lle mobpe s iro-
JUHOMOIIOHUX KJIACIB, MPOTE MOTaHO JJIi aBTOMOO1IIB, SIKI MOXKYTh Bpi3aTHCS B
CTIHM 1 HE TIPOXOJUTH MOBOPOTHU. TOMY y BUIQJIKy 3 aBTOMOOUISIMU CJIij]] BUOH-
paTH TOYKHM JJI MaplIpyTy Aalli BiJ nepemko/1. Bapiantis BupieHns npodieMu
OaraTo. SIKiCh aITOPUTMH MPOTOHYIOTh PO3OUTH MPOCTIP HA KIITHHH 1 BUKOPHUC-
TOBYBATH Tpadu: aJrTOPUTM TOIIYKY B MIMPUHY, ATOPUTM JIeHKCTpH, anroputm
A star. SIkuiich 1HTEpEC MPEICTABISIE 1 CTOXACTUYHUM anroput™M. Y TOM XKe yac
UE4 nyxe ¢yHKIIOHATBHUHN, TOMY CIIOYAaTKy MOXHA CIIpOOYBaTH OLIBII IIBHI-
KAW IUISX )1 AOCSATHEHHA MeTH. JJis 1boro HeoOXiTHO HaNaIITyBaTH Mapame-
Tpu noOyaoBu NavMeshBoundVolume 1 1OCATTH NPUUHITHUX PE3YJbTATIB, SK
MOKAa3aHO Ha pHuC. 2B.

[Ile onHKUM CHIpHUM MUTAHHSIM € AyOJIOBaHHS TOYOK Spline Ha MOBOPOTax
(puc. 20). OiHaK 1ie BUMarae JoJIaTKOBOTO PO3IIIALY 1 € MPEAMETOM MOAATBIIOTO
MOJIIMIIIEHHS 3alIPOITIOHOBAHOTO METO/TY.
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AHOTALA

Po3rnsiHyTO MiAXin MpsSMOro CligyBaHHs (pure pursuit) i KepyBaHHsS TPAHCIIOPTOM i
MoKaszaHa Moro rmoBHa peaizaiis Ha ABmxkKy UE4. bynu npoaeMoHCTpoBaH1 MOKIIMBOCTI JIBU-
xka UE4 s nonermenHst mnoOyA0BM MapLIpyTiB B aBTOMaTHUHOMY pexumi. byiu 3anpormo-
HOBaHI PI3HOMAaHITHI BapiaHTH JJIsi BUPIIIECHHS MMMTAHHS 3 aBTOMAaTHYHOIO IMMOO0YI0BOIO MIUIAXY,
BUJIUICHI CHJIBHI 1 cNTaOKi CTOPOHU BUKOHAHOI POOOTH.

Kirouosi croa: UE4, aBTomM00116, TOOYA0Ba 151Xy, spline, NavMeshBoundsVolume.

AHHOTALIUA

PaccMoTtpen moaxon ympaBieHUsS MPsIMOTO ClieOBaHUs (pure pursuit) ¥ mokaszaHa ero
nonHas peanusanus Ha aBuxke UE4. beuin mponeMoHCTpupoBaHbl BO3MOXHOCTH ABUxkKa UE4
JUIs1 00JIerYeHHst TOCTPOMKU MapIIpyTOB B aBTOMATUYECKOM pekuMe. bbutn npeanoxkeHs! pas-
HOOOpa3HbBIE BAPUAHTEHI JIJIS1 PEIICHHS BOIIPOCA C aBTOMATHYECKUM MPOKJIAbIBAHUEM ITyTH, BbI-
JieNIeHbl CUJIbHBIC U C1a0ble CTOPOHBI MPOJICIIAHHON PaOOTHI.

Kirouessie cnoa: UE4, aBToM0OuMIIB, MOCcTpoeHHUE MyTH, spline, NavMeshBoundsVol-
ume.

Abstract

A pure pursuit management approach considered and its full implementation on the UE4
engine is shown. The capabilities of the UE4 engine to facilitate the construction of routes in
automatic mode demonstrated. A variety of options have been proposed to address the issue
with automatic paving. The strengths and weaknesses of the work done were highlighted.

Keywords: UEA4, car, path finding, spline, NavMeshBoundsVolume.
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