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APXITEKTYPHI IIAXOAU 10 POSIHIUMPEHHA KIHEMATUKH
IHNEPCOHAXA B CEPEJJOBUIIII UNREAL ENGINE

Anomayis. Y cTarTi IOCHTIIPKEHO apXiTeKTypHi oOMexeHHs 6a3oBoro kiacy UCharacterMovementComponent
B Unreal Engine. BusiBneni oOMexeHHs1 KpUTHYHI I MEPEKEBUX CUCTEM, Jie HerepenoadyBaHi po3pHBH KiHeMa-
THKH YCKJIAHIOIOTh aJTOPUTMH EKCTPAMOISLIl Ta KOMIIEHCAIIT 3aTPUMKH. 3aIpOIOHOBAHO MiJXiJl, 3aCHOBAHUI Ha
MepeXoIUIeHH] (i3UTHMUX PO3PaxyHKIB Mijl Yac KOMi3ii Ta BUKOPHCTAHHI BEKTOPHOI anreOpy 3aMicTh Herepeaoadyna-
HOT (i3uKK TBepAMX Till. Po3podieHo MaTeMaTHaHy MOJeib 30€pesKeHHS iMITY/bCY: BUKOPHCTOBYIOUH CKAIISIPHUM Ta
BEKTOPHHUI1 JOOYTKM HOpPMaJi MOBEPXHIi, aTOPUTM OOUHCIIOE JOTHYHY TPAEKTOPi0 O3 BTpaTH MOYaTKOBOI IIBH-
kocti. CopmysboBaHo mudepeHiiianbay Mojiesb KoHTpouto mBuakocTi (Soft Cap), sika 3amiHiOe 0a30BHiA JTMIT
MaxWalkSpeed Ha anroputm mocTiifHOr0 aCUMITOTHYHOTO 3HWKEHHS IMITYIIbCy. [HTErpailis MeTOy 3 MPOCKILIE
BEKTOpa IpaBiTallii 103BOIMIIA peaizyBaT (i3nUHO KOPEKTHE HAKOMMYEHHS iHEpIii 3aJIeKHO BiJ] TOMOJOTIT PiBHS.
[pakTruHa iMIeMeHTalis qoBena nepesary Data-Driven migxony, 3a0e3neunBiim 30epesKeHHs INIaBHOCTI KiHeMa-
THYHUX (YHKLIH Ta HOBHY aJTOPUTMIUHY KEPOBAHICTh MOBEIIHKH KOHTPOJIEPaA.

Knrouosi cnosa: Unreal Engine, apxiTextypa nmporpaMHuX pylIiiB, KiHeMaTKa MepcoHa)xa, BEKTOpHa airedpa,
30epeKeHHS IMITYJIbCY, JIOKOMOIIis, pO3p0o0Ka CHCTEM.

Ilocmanoska npobremu. Y TPOCKTYBaHHI TUHAMIYHHX CHCTEM PYyXy MEpPCOHaXka (JIOKOMOIIi1)
TOJIOBHUM 1HXXCHEPHHUM ITUTaHHAM € JICTEPMIHOBAHE YIPABIIHHS KIHEMAaTHUKOIO, IKe 0e31ocepeHbO
BIUIMBA€ HA YyTIIMBICTh KEpYBaHH (responsiveness) Ta y3roKeHiCTh CTaHiB Y pO3MOALICHOMY cepe-
noBuili. KOMIOHEHT pyXy € 3B'3KOM MiX JTUCKPETHHUM BBEJICHHSIM KOPHCTYyBadya Ta HETIEPEPBHOIO
3MIHOIO CTaHy 00'ekTa B TpUBUMipHOMY IpocTopi. Ilutanus monsrae y BUpIIIeHHI KOHIIKTY MiX
IIBUJIKICTIO PeaKIlii Ha KepyBaHHs (responsiveness) Ta HEOOXiAHICTIO MIATPUMKH peaiCTUYHOI Tpa-
exTOpii pyxy. st TMHAMIYHUX TPOEKTIB, Jie TUHAMIYHa cucTeMa 06a3yeThes Ha iHepuii (momentum-
based movement), cuctemMa OBUHHA HE MPOCTO TMEepeMilyBaTH 00’ €KT, a i KOpEeKTHO 30epiratu Ta
TpaHchopMyBaTH HOTO KIHETHYHY €HEPrilo IiJ] 4ac B3aEMOJIIi 3 OTOYCHHSIM.

VY cyudacHHX MporpaMHUX pymIisix, 30kpeMa B Unreal Engine, TokomoItist 3a3Bu4aii CiupaeThes Ha
kinemaruuHi koHTposepu (Character Controllers), a He Ha MOBHY AMHAMIYHY CUMYJISIIIFO TBEPIUX T
(Rigid Body Dynamics). Takuii migxin notpioeH st abCOMOTHOTO KOHTPOIIIO HaJI TIOBEAIHKOIO Mep-
COHaXka Ta JETEPMIHOBAHOCTI OOYMCIICHDb Ui aITOPUTMIB MepexeBoi cMHXpoHizamii [1-3]. Buko-
pUCTaHHS KIHEMaTUYHHUX MEPEBIPOK T03BOJSIE YHUKHYTH THIIOBUX MPoOieM (i3UYHHMX PYIIiiB, SK
HyMepHYHa HeCTaOUIBHICT cuMyIALii (jittering) Ta HeAETEpPMIHOBAHI PEAKIIii MPH 3ITKHEHHI, TPOTe
BOHO HaKJIaJa€ CyBOpi OOMEKeHHs Ha 00pOOKY IMITYJIbCIB.

bazosuit moxyns Unreal Engine — kiac UCharacterMovementComponent (CMC) — ne ckiagna
cucTeMa, ONITUMI30BaHa IiJl CTAaHAApTHI CIeHapii: Xonp0y, O6ir Ta mpocTi cTpudku. [IpoTe BHYTpimHs
norika CMC Mae cnpsMOBaHICTh Ha CTaHAAPTHI KiHeMaTWyHi mozeni yxwi. Hampuknaxa, mig gac
00poOKH 3ITKHEHD 13 BEPTUKAJILHIUMHU MOBEPXHAMH py1iii 3acrocoBye ¢ynkuito SlideAlongSurface,
SIKa aBTOMaTHYHO OOHYJISI€ BEKTOP MIBUIKOCTI, CIIPSMOBAHUM y Oik miepemkoan. JlJist KopucTyBada e
BUDVISIJIAE SIK MUTTEBA 3yIHHKA MTPH TOPKAHHI CTIHH ITiJ{ TOCTPUM KYTOM, 1[0 MOBHICTIO PyHHY€E KiHe-
MaTHYHUH TPOIIEC Y POEKTaX, JIe JIOKOMOIIisl Mae OyTH Oe3MepepBHOIO.
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CrangaptHa peanizauisi oomexeHb mBuakocti B CMC mpaifoe 3a NpUHIMIIOM TPUMYCOBOIO
oOpizanns (Hard Clamp). Sk tinebku mBuakicte nepesuinye giMit MaxWalkSpeed, cucrema npu-
MYCOBO 00pi3a€ BEKTOP, HE BPAXOBYIOUH JKEpeEa MPUCKOPEHHS. Y KOHTEKCTI PO3POOKH pO3MIUPEHOT
KiHeMaTHKH, Takoi sk Wallrun a6o BHCOKOIIBUAKICHE KOB3aHHS, TaKi OOMEXEHHs CTalOTh KpUTHY-
HuM Oap’epoM. Bunukae norpeba B Moaudikallii KUTTEBOTO KTy OHOBJIEHHS CTaHy IEepCOHa)ka
(Physics Tick), ne po3poOHUK MOXKe BTPYTHUTHUCSI B PO3PAXyHKHU JI0 TOTO, SIK PYIIiNA 3aCTOCOBY€E CBOI
CTaHJapTHI MeToau raciHHs iHepiii. Lle Bumarae po3poOku apXiTeKTypHUX HaA0y10B, K1 103BOJISATH
CUCTEMI TUHAMIYHO PO3PI3HATH THIH MOBEPXOHb Ta a/alTyBaTH BEKTOPH PYXy B peajlbHOMY Hacl,
30epirarouu Mpy 1bOMY HUTICHICTh KOMI31MHOT MOJIETII.

Ananis ocmannix docnioxcens. Ilpobnemarnka po3IIMPEHHs] KIHEMATUKU BIPTYyaJbHOIO IE€PCO-
HaXka aKTUBHO po3misaaeTbesa. B odimiiiniil nokymenrtanii Epic Games neTanbHO OMKMCAHO MPHUH-
uunu ¢yHkiionyBaHHs 6a3oBoro kinacy UCharacterMovementComponent (CMC) [4, 5]. 3a3nava-
€THCSI, 110 CTaHJAPTHA MOJEJIb HEMPY>KHUX 31TKHEHb PYIIisl 3aCTOCOBY€E aJTOPUTM KOB3aHHS B3JIOBK
MOBEPXHI, SIKHH aBTOMATUYHO BIJICIKA€ BEKTOP IIBUIKOCTI, NEPIEHIUKYIIPHUNA JO NEPEIIKOIH.

VY nocnimxennsax S. Prasanth posmisnaerscs Bubip mik Rigid Body Ta KiHeMaTHUHUMU KOHTp-
onepamu [6]. loBeneHo, mo ¢izuyuHi CUCTEMHU Ha 0a31 CUJT 4aCcTO BUSBIISIOTHCS Henepea0aqyBaHUMH,
OCKIJIbKM Ha HUX BIUIMBAIOTh HEBEJIMKI HETOYHOCTI KpOKY cuMysiiii. Taki (hi3MuHI CUMYIISIIT TaKOXK
BXJIIMBO Niependauntu (exctpanomtoBarn) [7-9]. Haromicts Data-Driven miaxif i3 )XOpCTKHM MaHi-
MyJFOBAaHHSIM BEKTOpPaMH MIBUIKOCTI 3aJUIIAETHCS CTaHAapTOM 1HAyCcTpii [10].

[ligxomu 10 cTBOpEeHHS BIAUYTTS 1HepLii 0e3 BUKOPUCTaHHS YMCTOI (P13MKU Mac OMKCaHi B MaTe-
pianax GDC na mpukiaai po3pobku odurcioBaibHOro cepenosuina Mirror's Edge [11]. KimrouoBum
(hakTOpoM Ha3BaHO ANTOPUTMIUHE 30epeKeHHs KIHETUYHOI €Heprii Ha piBHI BeKTopiB. EBomtonis mia-
xoziB Ao snokomorii B Unreal Engine Takox cTumynioBana po3poOKy HOBOTO €KCIIEPUMEHTAILHOTO
rarina Mover [12], sxuil npornoHye MOIyIbHY CUCTEMY CTaHIB 3aMiCTh MOHOMITHOTO Koty CMC.

Dopmyniosanus yinet cmammi (nocmanoska 3ae0antsi). Mera poOotu nossirae y popmystoBaHHI
apXITEeKTYPHUX PO3IIUPEHH 0a30Boro KoMroHeHTa pyxy Unreal Engine myist mogonanHs iioro kiHema-
TUYHUX OOMEKEHb Ta 3a0e3MeUeHHs JeTEePMIHOBAHOTO 30€peKEeHHS IMITYJIbCY YMOBHOTO BipTyajbHO
ronepcoHaxa. lle mepenbadae CTBOpEHHS aNrOpUTMIB 30€peXKEHHsI IMITYJbCY Ta BIPOBAKEHHS
JETEPMIHOBAHUX MOJIEJICH KOHTPOJIIO IIBUIKOCTI, 110 JO3BOJIIOTH OOIUTH OOMEKEHHSI CTaHIapTHUX
KIHEMAaTUYHHUX KOHTPOJIEpiB 0e3 mepexoay 10 BUCOKOHABAHTAKEHUX CUMYJISLIN (I3UKHU TBEPAUX TLI.

Jlis nocATHEHHS METH HEOOX1HO BHPILIIMTH TakKi apXiTEeKTypHI MpoOJieMHI MOMEHTH Ha piBHI
0a30BOro KOMIOHEHTA PyXy IrPOBOTO PYIIis:

1. JocmiguTu MeXaHi3M IMIYJIbCHOTO TaciHHA BOYJIOBAaHOTO KOHTpOJepa PyXy IHpH B3aeMOJIIi
3 BEPTHKAJIBHOIO T€OMETPI€I0 Ta cPOpMYNIIOBaTH MOJENb, sika 3a0e3redye neTepMiHOBaHe 30epe-
YKEHHsI KIHETHYHOI eHeprii Npu BUKOHAHHI MaHeBpy — Wallrun.

2. 3aminuTH 6a30B€ )KOpCTKE 00pi3aHHs MBUIKOCTI cucTeMHuM JimiToM MaxWalkSpeed Ha anro-
PUTMIYHY MOJIENh MIOCTYIIOBOTO 3HMKEHHS IMITyIbey (Soft Cap).

3. Po3pobutn anroput™ nepeBipKku MpoCTOPy s O€3MeUHOT TUHAMIYHOT 3MIHU PO3MIPiB KOTI31i-
HOro oOMexyBada mij yac TpaHcgopmariiii (Shape-shifting), ycyHyBIIM pu3UK NPOHUKHEHHS KPi3b
TEOMETPIO.

OcHnosna wacmuna. Ananiz ooMexxeHb 06a30Boi apxitektypu UCharacterMovementComponent.
[Tincuctema pyxy B Unreal Engine npaitoe 3a mpuHIIMIIOM AUCKPETHUX YacOBUX KpokKiB. KirtouoBum
BY3bKUM MICIIEM JIJIsl AMHAMIYHOI JIOKOMOIIIT € (ha3a BukoHaHHS pyXy. [1ig yac mepeminieHHs 00'ekTa
pylIiii BUKOpUCTOBYe reomeTpuyHe 30HayBaHHs (Capsule Sweep). fkmo ¢ikcyeTbes 31TKHEHHS,
QJITOPUTM TEPEPAXOBY€E BEKTOP LIBUIKOCTI, BUIAISIOYM BCIO KIHETUYHY €HEpriio, IO CIpsIMOBaHA
B Oik meperkoau. [Ipu B3aemoii 31 CTIHOIO MiJI TOCTPUM KyTOM I1€ TIPU3BOAMUTH JI0 Maike MOBHOT
3yNUHKHU TIEpPCOHAXA.
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Anrebpaiuna monens 30epekenss immyascy (Wallrun). st peanizariii MexaHiku Oiry mo CTiHi 31
30epekeHHAM 1Hep1ii po3poOIeHO aIroOpUTM NEPEXOIUIEHHS PO3paxyHKIB y Kaapl peecTpariii Komi3ii
(Impact Frame) [10]. Inimianist crany BigOyBa€eTbcs yepe3 aHali3 reoMerpii nepemkoau. Cucrema
BHIJTyYa€ BEKTOP HOpMaJIl MOBEpXHI CTiHU. J[J1s TepeBipKku KyTa HAOIMKEHHS OOYMCITIOETHCS CKaJISP-
HUM 100yTOK MI>K BEKTOPOM IOy Ta HOPMAJLIIO CTIHH.

OCHOBOIO aIrOPUTMY € 3HAXOMKEHHS JOTHUHOI TpaekTopii. /s IbOTro 3aCTOCOBYETHCSI BEKTOP-
Huii 100yTok (Cross Product) Hopmani ctinu Ta cBiToBoro Bektopa Beptukam (Up Vector) [13].
OTpuMaHUl TOTMYHUIN BEKTOP BKa3y€ HAaIpPSMOK B3IOBXK CTIHU. OCKUIbKU BiH MOXe OyTH CIIpsIMO-
BaHUN y MPOTUIICKHUN OIK, BUKOHYETHCS CKAJISpHE MOPIBHSAHHS 31 CTAPUM BEKTOPOM IIBUIKOCTI
KOpHUCTYBaya.

BinHoBnEeHHsS KiHETHYHO! eHeprii BiAOyBaeThCS LUISIXOM MHOMKEHHS HOPMAali30BaHOIO JOTHY-
HOTO BEKTOpa HAa MOAYJIb HIBHJAKOCTI, IO ICHYBaB 10 yraapy. JlomaTkoBo B ajropuTMm iHTe-
IPOBAaHO BEKTOpP KOMIIEHcalli MiKpoBiIpuBiB. [l0 3araJpHOro BEKTOpa HIBUAKOCTI JOJAETHCS
JIOKaJbHA CWJia, CIpsSMOBaHA MPOTH HOpPMaJjl CTIHM, IIO HAIIAHO MPUTHUCKAE KOMI3IHHY Karcyiy
710 TIOBEPXHI.

Hudepenmiansaa monens aerpaaamii immynbcy (Soft Cap). bazoBwuii kitac pyxy BUKOPHCTOBYE
XKOpCTKe o0pi3aHHs: SKUIO0 MBHIKICTh nepesuiye MaxWalkSpeed, monynb BekTopa MUTTEBO IMpH-
piBHIO€eThes 10 dimiTy (Hard Clamp). ns po3B'sizaHHs wi€i mpoOieMu po3poOeHo MicucTeMy
MOCTYIOBOrO raciHHs mBUaKocTi (Soft Cap). 3amicTh )KOPCTKOTO MPUCBOEHHS! BUKOPUCTOBYETHCS
TudepeHLiaTbHUN allTOPUTM JIHINHOI 1HTeprosnii. SIKII0 MBHUIKICTh MEPEBUILYE JIIMIT, CUCTEMA
pO3paxoBy€ HOBY IIJTLOBY MIBHAKICTH 3 ypaxXyBaHHSIM 4acy Kaapy Ta KoedimieHTa aerpamamii. Le
3abe3mnedye TUTaBHE 3HMKEHHS TBUJIKOCTI.

[ToBeninka KOHTpoJiepa Ha CXWJIaX IHTETPOBAHA 3 IIEI0 MOACIIIIO. AJITOPUTM IMPOEKTYE BEKTOP
rpaBiTallii Ha HOpMaJb MiJIJIOTH, OTPUMYIOUU BEKTOP I'paBiTalliifHOro koB3aHHs. CKaJasipHUN 100yTOK
L[OTO BEKTOpA 3 HAMPSIMKOM PYXy BU3Ha4a€ KOHTEKCT TonoJjorii. [Ipu pyci BHU3 10 BeKTOopa MIBU-
KOCTI JI0JTA€ThCSI MPUCKOPEHHS, a KOe(ILIEHT Jerpaaalii OOHyIs€TbCs, IMITYIOUH BIACYTHICTb TEPTSL.
[Ipu pyci Bropy akTUBY€ThCS MIABUILIEHUN KOE(IIIEHT raJibMyBaHHS.

Tomonoriuna Banigamis mpu 3MiHi rabaputis (Shape-shifting). Jlunamiune po3mupeHHs KOI311-
Horo oomesxyBaua (30utbmennst CapsuleHalfHeight) gwacto ctBoproe npoctoposi mpobiaemu. bazosa
peaxiis pylis Ha TaKui CTaH — arpeCUBHE BUIITOBXYBaHHs 00'€KTa, 110 MPU3BOAUTH JI0 IPOBAIIO-
BaHH$ Kp13b F€OMETPIIo.

[IpoGniema BupilIy€eThCS IMIUIEMEHTALIE€I0 MPEAUKTUBHOI nepeBipku npoctopy. Ilepen dakruy-
HOIO 3MIHOIO MapaMeTpiB KOJi3ii JIOTiKa KOHTpoJiepa BUKIMKAE METOJ F€OMETPUYHOTO TECTYBAHHS
(OverlapBlockingTestByChannel). Cuctema BipTyajibHO MPOEKTY€e 30UIbIIEHY KalCylly y MOTOYHI
KOOpJIMHATH TNepcoHaxa. TpaHcdopmarllisi MPEeBEHTUBHO BIAXWISETHCS, AKIIO (PyHKIIS TOBEpTae
HasIBHICTb NIEPETHUHY 3 T€OMETPIEIO.

Memooonocis ma pesyremamu excnepumenmis. Jlia Bepudikaiii po3poONeHUX apXITEKTyp-
HUX MIIX0A1B Oysa0 cTBOpeHO TecToBHil moniroH y cepenosuili Unreal Engine. O6'extom noci-
JUKeHHs BucTynaB MoaudikoBanuit komrnoHeHT UCharacterMovementComponent. Baxxiuso
Oysi0 MOpPIBHSHHS 30€pEeKeHHs] KIHETUYHOI eHeprii Mk 0a3oBoro Mopaerto Jjokomorlii (Default
CMC) Tta posmmpenoro apxitektyporo (Extended CMC i3 3actocyBanHsiM BekTopHOro Wallrun
ta Soft Cap).

ExcriepuMenT mpoBoauBcsi mpu 4acToTi oHOBIeHHs 60 [, bazoBa makcuManbHa MIBHUAKICTH
(MaxWalkSpeed) Oyna BcranoBiena Ha no3zHadui 600 onuHuis (uu/s). TecToBUi MapuIpyT BKIIOYaB
PO3TiH, CTPUOOK Mija KyToM 45 rpaayciB Ha BEPTUKAJIbHY IUIOMIMHY Ta MPU3EMIICHHS Ha CXUJ 13 KyTOM
30 rpaxyciB. 3amipu BEKTOpa MIBUAKOCTI MPOBOAMINCS Y TphoX (pasax. Pesynbratu mpodimtoBaHHS
HaBeJleH1 y Tabmuill (Tabm. 1).
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Tabmums 1

[TopiBHsITbHUM aHAaI3 30€peKEeHHS KIHETUYHOI eHeprii
y 0a30Biif Ta pO3IMIUPEHIN apXITEKTyp1 JOKOMOIIIT

®a3a TecTyBaHHs

Bba3oBa apxirexrypa (Default
CMO)

Po3mmmpena apxitexktypa
(Extended CMC)

IBuAKICTh mIepe 3iITKHEHHSIM

600 uu/s

600 uu/s

[IBuakicTh B3goBx cTinn (Wallrun)

185 uu/s (Brpara 31 % inepuii)

598 uu/s (Brpara 0.4 % inepuii)

ITpuzemmnenns na cxun (0.0 cek)

210 uu/s (I1IBuaKicTs MaTiHHS)

650 uu/s (IMmnynbe 36epexeHo)

Pyx no cxwmry Ban3 (depes 1.0 cek)

600 uu/s (CnpamroBas Hard Clamp)

940 uu/s (Pobota Soft Cap)

3rigHo 3 pe3ynbTaramu, 0a3oBa apXiTEKTypa aBTOMAaTWUYHO MOMIHHAE 69 % KIHETHYHOI eHep-
rii yepe3 3acTocyBaHHSA HENpyXHOi Komisii. [Ipu moganpmomy pyci Mo cXuily HIBHIKICTH MHUTTEBO
obmexyeThes nedonrauM simitom (600 uu/s). 3acTocyBaHHS po3poOIECHOT MOJIENI JO3BOJIWIO 30€-
pertu 99,6 % MOYATKOBOTO IMITYJIBCY IiJ] Yac MPOXOKCHHS B3IO0BXK CTiHM. Ha moxwmiiii moBepxHi
anroput™m Soft Cap mponeMOHCTpyBaB 31aTHICTh HAKOMMMYYBAaTH iHEPLilO0 (IIBHIKICTH 3pOcCia J0
940 uu/s) 6e3 po3puBiB KiHeMaTHYHOT (PyHKIII].

Bucnoexu. IlpoBenene nochiyKeHHS MIATBEPIUKYE, M0 0a30Ba apXiTEKTypa KOMIIOHEHTa PyXy
B Unreal Engine mae cepiio3Hi 0OMeXeHHsI Il CUCTEM BHCOKOJUHAMIYHOI JIOKOMOIIii. BOynoBaHi
ITOPUTMHU OOPOOKH K031l HEeMHUHYYEe MPU3BOAATH O BTPATH 1HEPLIi MepcoHaXka. 3anmponoHOBaHi
apXiTeKTypHI MiIXOIU O3BOJSAIOTH 001iTH 11i 0OMexeHHs. llepexoruieHHs: po3paxyHKiB y MOMEHT
KOJIi31i Ta 3aCTOCYBaHHs BEKTOPHOTO aHAI3y MPOCTOPY 3a0e3neunsio 30epexenns Maiixe 100 % kine-
THUYHOI €Heprii Mpu KOHTAKTI 3 MepenikoamMu. [Hrerpariss Mozesi MocTynOBOTO 3HWKEHHS IMITYIIbCY
aJlanTyBajia KIHEMaTHKy J0 TOIOJIOTIi piBHS, peani3yBaBIIX (i3MUHO-KOPEKTHE KOB3aHHS HA MOXH-
JIMX TIOBEPXHSX 13 MPUPOCTOM MIBUIKOCTI 10 56 % monas 6azoBuii miMmit. Lleid anroput™MiqHui miaxin
3HAYHO Kpalui 3a HemepenbadyBaHy (i3UKy TBEPIUX TUI MpU po3poOLi KOHTPOJEPIB MEPCOHAXKA.
[lepcrieKTHBY MOAAIBIINX PO3BIAOK Y JAHOMY HANPSMKY HOJATAIOTh Y JIEKOMIIO3HUIIIT po3po0IeHNX
QITOPUTMIB JUIA IX iHTErpaiii B MacoBi 0araTOKOpUCTYBAIbKi PEIUTIKOBAaHI CEPEJOBHUIIA, a TAKOXK
B ONTUMI3alii CEpBEpHOI YACTUHU KOy 3aJUIsi 3a0e3IeUeHHs BHCOKOI JETePMIHOBAHOCTI CTaHIB
y CHCTEMax 13 BEJIMKOKO KUTHKICTIO OJJHOYACHHX IT1IKITIOYECHb.
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ARCHITECTURAL APPROACHES TO EXTENDING CHARACTER KINEMATICS
IN THE UNREAL ENGINE ENVIRONMENT

Summary

The article examines the architectural limitations of the base class UCharacterMovementComponent in Unreal
Engine, specifically concerning complex kinematic movements and momentum preservation. While highly
optimized for standard bipedal locomotion, this component exhibits rigid constraints during high-velocity, physics-
based interactions. The identified limitations are critical for multiplayer networked systems, where unpredictable
kinematic discontinuities and hard-coded collision responses severely complicate server-side extrapolation and
client-side latency compensation algorithms, often leading to visual desynchronization in fast-paced scenarios.

To address these fundamental issues, an innovative architectural approach is proposed based on intercepting low-
level physical calculations during collision events. Instead of relying on the engine's default, often unpredictable
rigid body dynamics for character collision resolution, the proposed architecture utilizes precise vector algebra. A
robust mathematical model of momentum preservation has been developed and integrated into the custom movement
logic. By using the scalar and vector products of the impacted surface normal, the algorithm calculates the optimal
tangent trajectory. This allows the virtual character to glide along complex geometry without the abrupt loss of initial
kinetic energy that typically occurs in the base engine implementation upon hitting an obstacle.

Furthermore, a differential speed control model, defined as a “Soft Cap,” was formulated. This model
systematically replaces the basic MaxWalkSpeed absolute limit, which traditionally truncates velocity vectors
instantly and artificially. Instead, the Soft Cap employs an algorithm for the constant asymptotic reduction of
momentum. This allows characters to temporarily exceed standard speed limits while smoothly decaying the excess
velocity over time, drastically improving the fluidity of mechanics. Integrating this method with continuous gravity
vector projection allowed for physically correct inertia accumulation strongly dependent on the level’s topology,
dynamically translating gravitational pull into forward momentum on descents.

Practical implementation proved the significant superiority of the Data-Driven approach. It ensures absolute
smoothness of kinematic functions and full algorithmic controllability of the controller’s behavior, providing a
highly scalable foundation for modern, movement-intensive mechanics.

Keywords: Unreal Engine, game engine architecture, character kinematics, vector algebra, momentum
preservation, locomotion, game development.
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