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The purpose of this work is to explore various pathfinding algorithms and
their application in game development using the Unreal Engine 5. These
algorithms are widely used in different applications to ensure realistic movement
of NPCs (non-playable characters). Without such algorithms, game characters
would move in a straight line, getting stuck in various objects. Therefore,
different types of pathfinding algorithms, such as A*, Dijkstra, Theta*, and
others, are widely applied. The optimal use of these algorithms allows for
efficient utilization of the end user's computing resources, which is a crucial
aspect in the development of any software.

VY cydacHHX ITpOBHUX 3aCTOCYHKaxX, OCOOJIMBO B Irpax 3 BIAKPUTHUM CBITOM
a00 BEJMKMMHU IHTEPAKTUBHUMHU pPIBHSIMH, BaXKJIMBUM AaCIEKTOM € HaBirauis
HeirpoBux mnepcoHaxiB (NPC)[1]. EdektuBHa cucTtema HaBiramii ma03BOJISE
CTBOPIOBATU pealicTUUHUI 1rpoBHid mporec, 1e NPC M0XyTh OpieHTyBaTucs B
MPOCTOPI, YHUKATHU MEPENIKO/] 1 B3AEMOAISATU 3 OTOYEHHSIM IPUPOTHUM YUHOM.

Y pymii Unreal Engine 5 BHKOpHUCTOBYEThCS BOyJIOBaHa CHCTEMa
HaBiraiii, sika 3a0esneuye MBUAKUA Ta €(DEKTUBHUN MOIIYK MApPIIPYTIB IJIs
NPC. OcCHOBHUM airopuTMoM, IO 3aCTOCOBYETHCS JUIsl TMONIYKY NUISIXY, €
anroput™M A* (A-star). Lleit airoput™ MmoeaHye MiAXiJ MOIIYKY B IIMPUHY 3
€BPUCTUYHOIO OLIHKOIO, 1110 J03BOJISIE 3HAXOUTH ONTUMAIBHUM MIJISX 3 TOUKH
30py BUTpAT Ha MEPEMIIICHHS.

Opnak, kpiM A*, iCHYIOTh ¥ 1HIII METOAM Ta aJTOPUTMH, SIKI MOXKYTb
3HAYHO TOKPAIIUTHU K MPOAYKTUBHICTb MPOTPAMHOI CUCTEMH, TaK 1 MOBEAIHKY
NPC. Bubip anroputmy 3a1exuth Bij 6araTbox GaxTopiB, BKIOYAIOUUA PO3MIP 1
CKIIQIHICTh IrpoBOTO CBITY, KUIbKicTh NPC, a Takox HEOOXigHWI pIBEHb
PEATICTUYHOCTI 1XHBOI MTOBEIIHKH.

PosrnsnemMo HacTymHi, HaWOIBII MIMPOKO 3aCTOCOBYBAHI alTOPUTMHU, AJIS
MONIYKY TUISXY:

—anmroput™ A*(A — Star) — BukopuctoByerbess y Unreal Engine 5 3a
3aMOBUYCHHSIM. BUKOpPHUCTOBYE BapTICTh MNUIAXY BIJ TMOYATKOBOI TOYKH [0
MOTOYHOI;

—anroput™ JleHkcTpu[2] — aiaropuT™M MIyKae HAWKOPOTIIUMW IUISIX Bij
MOYATKOBOI TOYKH, 0 YCIX MOXJIMBUX BEPIINH, HE3AJIEKHO BiJl KIHIIEBOI TOUKH;

—anroput™ Theta* — wmonudikoBana Bepcis A*, nosossie NPC
nepecyBaTUCs OUTBIIT MPUPOIHBO.
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[IpoBeneMo [MOCHIKEHHSI MO0 MPOAYKTUBHOCTI TPU BHUKOPUCTAHHI
KOKHOT'O 3 aJITOPUTMIB.

[lin wac nmocmigxeHHs OyAyTh MOPIBHSHHI TPU BHILE MEpPEpaxOBaHUX
anroputmu  (auB. Ta6m. 1), 3 pizHoi kumbkicTio NPC, 3a HacTymHuMH
METpPUKaMHU:

— Yac MOIIYKy NUBIXY (MC)— CKUTbKM "acy 3aiiHsuio y NPC nmpopaxyBaru Iuisx;

— 3aBaHTaxkeHHss CPU (%).

TectyBanns Oyne mpoBonutucs Ha piBHI Unreal Engine 5, ne nns NPC
OyIyTh posTaimioBaHi nepemkonu (auB. puc. 1). Ha pucynky 1 depBoHOi
cTpiakow BuauleHo modatok pyxy NPC, 3enenoro — kiHenb. NPC wmae
MpOpaxyBaTH MapUIPYT 3 MOYATKY O KIHIIS, Ta AiCTaTUCs KiHg MapuipyTty. Ha
piBHI npucyTHi nepemkogu a1 NPC, Tomy HaBiramiiHUM aiaropurMam
HeoOX1/1HO Oyzie MpopaxyBaTH CKJIaIHUN MapLIpyT, a HE IPOCTO NPSIMY JIIHIIO.

Pucynok 1 — PiBens qyist NPC, 3 nepemikonamu

VY skocti anroputMy A* BHUKOPUCTOBYEThCS (QyHKIIA 3 KopoOoku MoveTo
(A* € BOynoBanum y Unreal Engine 5 anroputmom). [Hmn aBa anroputmu Oyiu
peanizoBani 3a nonomororo C++ KiaciB.

Tabmuns 1 — [IpoIyKTUBHICTh QJITOPUTMIB MOLIYKY HUIAXY

Kikmpicts | A*(Yac, ( (.:,AI;U Jeiikctpa | Meiikctpa | Theta*(Yac, | Theta* (CPU,
NPC MC) %) " | (Yac,mc) | (CPU, %) MC) %)
1 2-4 5-8% 6-8 10 -12% 3-5 7-10%
12 -
10 10-12 42 -51 26 — 32% 16-21 18 — 25%
18%
35-
50 45 - 60 253-397 | 81-100% | 83-122 52 - 70%
50%
65 —
100 120 - 160 800 — 987 100% 220 — 287 75-93%
85%
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3 oTpuUMaHMX  pe3yJbTaTiB  MOXXHAa 3pOOMTH  BHCHOBOK,  WIO
HAaHONTUMANBHIIIUM aNrOPUTMOM € BOyZOBaHHUW anroput™M A*, sxuit
ONTUMAaJIbHO BUKOPUCTOBYBATH Y OLIBIIOCTI BUIA IKIB.

Anroputm Theta* mpaiitoe moBuIbHIIIE Y TOPIBHAHHI 3 aIrOPUTMOM A*,
ajie Moro TroJIOBHA IepeBara — 1e OuThll mpupoaHa TpaekTopis pyxy NPC.
3aBAsSKM BIOCKOHAJIEHOMY MexaHi3My BuOopy wmapuipyty, NPC MoOXyTb
NepecyBaTUCs MEHII TPSMOJIHIMHO, 110 CTBOPIOE OUIbII  pealiCTUYHE
CIIPUUHSTTS TXHBOI MOBEIIHKU. [IpoTe 11el aropuT™M Mae BUIII 0OUMCIIIOBAJIbHI
BUTPATH, 110 CTA€ KPUTUYHUM Npu Bedukik kuibkocti NPC y rpi. Tomy ioro
JOLIFHO BHUKOPUCTOBYBATH B THUX BHUMAAKaX, KOJHU TOYHICTh PYXy €
BYKJIMBIIIOKO 33 MIBUJKICTh OOYHMCIIEHb, HAIIPUKIIAJ, Y CIO’)KETHO OpPIEHTOBAHUX
irpax, ne koskeH NPC mae yHikanpH1 aHIMaIlli Ta B3aEMO/IIT 3 OTOYCHHSIM.

Anroput™m [lefikcTpy mMoka3aB HaWripii pe3yibTaTi, a MPU BEIUKIN
kibKocTi NPC npuBiB 10 HEMOKIMBOCTI ITOAAIBIIOI pOOOTH 3aCTOCYHKY.

OTxe, Maiike B YCIX BHIMaJKaX HaWKpamyM BHOOPOM 3aJIMIIAETHCS
anroput™ A*. BiH € epeKkTUBHUM, HIBUIKO MPOPAXOBYE MIISX 1 HE BUMArae
3HAYHUX CHCTEMHHX pecypciB. Moro ronoBHa mepeBara — OanaHC Mix
MPOJYKTUBHICTIO Ta TOYHICTIO. KpiM TOro, Ba)JIMBO 3a3HAYUTHU, IO AITOPUTM
A* Bxe BOymoBanumii y Unreal Engine 5 3a 3aMOBUyBaHHSM, IO 3HAYHO
CIPOILIYyE HOro BUKOPUCTAHHS MJIA PO3POOHUKIB. [HIII ajropuTMu, Takl SK
Theta* abGo JleilikcTpu, BHUMAararThb OKPEMOi peaji3ailli 4yepe3 HalHuCaHHS
noaaTKOBUX KiaciB Ha C++ ab0 BUKOPUCTaHHS 30BHIIIHIX 010J110TEK.

[IpoTe, y TUX BUMAAKaX, KOJU BaXXJIMBI HE JIUIIIE MIBUIKICTh, & i MJIABHICTh
pyxy NPC, moxHa po3riisiHyTH BUKOpUCTaHHs anroputMy Theta*. Bin mo3Bosse
OTpUMATHU OLIBII PEATICTUYHUN pe3ysbTaT, M0 MOXE OyTH KOPUCHUM Y
MPOEKTAX 3 JACTAIBHOIO aHIMAIlIEI MEPCOHAXIB a00 B CTpATETIYHUX Irpax, Je
noBefinka NPC wmae Burigmatd MakCUMajdbHO NPUPOAHO. Aje Horo
3aCTOCYBaHHS BapTO OOMEXYBAaTHU CIIEHAPIAMH 3 HEBEJIUKOI KiIbKicTi0O NPC,
1100 YHUKHYTH 3aiBOr0 HABAHTAKEHHS HA CUCTEMY.
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