Tyropuaa nmo Unreal Engine. Hacrts 9:
U cKycCTBEHHBIN MHTELICKT

¥. ROOT
BB_Muffin

|

m, Selector
Selector

() Blackboard Based Condition 2 Sequence
( aborts both ) Sequence
Blackboard: Enemy is Is Set @

) Sequence
Sequence

/ ¢ i \ B _
«=» Move To =v Rotate to face BB entry Sv¢ BTTask_Attack &7 Wait = Move To % Wait
MoveTo: Enemy RotateToFaceBBEntry: Enemy BTTask_Attack Wait: 2.0s MoveTo: TargetLocation ® wait50s

L) - -
<& BTService_SetRandomLocation
BTService_SetRandomLocation: tick every 0.40s..0.60s
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B unnyctpun Bugeourp uckycctBeHHbIM nHTeuiekToM (Artificial Intelligence, Al) 06b1aHO
Ha3bIBAIOT NPOIIECC MPUHATHS PEIICHUN HE YIIPABIIEMbIMUA UTPOKOM nepcoHakaMu. OH MOXKeT
OBITH IPOCTHIM: Bpar BUJUT UTPOKa U aTakyet. Mu ke 6osee ClIoKHBIMU, HAIIPUMED,
yrpasisiemblii I npOTUBHYK B CTpaTErny peaibHOTO BPEMEHHU.

B Unreal Engine coznaBate M MOKHO ¢ TOMOIIBIO Oepesbes nogedeHusi. JlepeBo MoBeAeHUS
(behavior tree) — sto cucrema onpenenenus nogedenusi, uctnonszyemoro M. Hanpumep, y
HEro MOXeT OBITh MoBeeHne 005 miu 6era. MOKHO CO311aTh A€pPEBO MOBECHUS, TPU KOTOPOM
WU 6ynet npatbcst ¢ UTPOKOM, €CIIH €ro 310poBbe Bhille. Eciau ono Huxke 50%, To oH Oyner
y0erars.

B aToM TyTOpHane Bbl HAyUYUTECH CIEAYIOIEMY:

e Co3spaBars NM-cymHOCTh, KOTOpas MOKET YIPABJIATH 2IEMEHTOM Pawn
e CoznaBath M UCTIONB30BATh JIepeBbs moBeneHus u blackboard

o Hcnons3oBate Al Perception, 4To0bl 1ath Pawn 3penue

o Co3pnaBarb noBeAeHUs, YTOOBI Pawn MOT XOJIUTh M aTaKOBaTh BparoB



Ipucrynmaem k padore

Ckauatite https://koenig-media.raywenderlich.com/uploads/2017/12/MuffinWarStarter.zip u
pacnakyite e€. [lepeiinure B manky npoekra u otkpoiire MuffinWar.uproject.

Haxmure Ha Play, uto0s! 3anycTuth urpy. Hasxcumatime n1e6oul kiasuuiei Ml BHYTPA
OTOPOKEHHOM 00JacTu A1 co3nanus MadduHa.

B aT0if wactu Tyropuana Mel co3ganuM Al, kotopsrit Oyner 6poauTs 1o skpany. Kornga
Bpaxkeckuit Mappun nonanaet B nosue 3penust UM, oH moaAXoIuT K Bpary u aTakyer ero.

Hns coznanus UM-nepconaxxka, HaM HY>KHO TPH BELIU:

1. Teno: dusnveckas popma nepconaxka. B Hamewm ciydae Tesom siBisercs MmapduH.

2. [ywa: cyuiHOCTb, YIPaBIISIONIas IEPCOHAXKEM. DTO MOKET ObITh UTpoK uiu M.

3. Mos3e: 1o, kak UM npuanMaet pererus. Mo3r MOXKHO CO3/1aBaTh pa3HBIMH CIIOCOOaMH,
HaIpuMep, ¢ momoIIbio koaa Ha C++, Blueprints unu nepeBbeB MOBEICHUS.

Y Hac yxe ecTb TeJ0, TaK YTO HYXKHBI emé ayma u Mo3r. CHauasa Mbl CO3/IaJIUM KOHMPOJLIep,
KOTOPBI OYJET SIBIATHCS «IYIION.

Yro Takoe «koHTpOsLIep» (Controller)?

KonTpomnep — 310 Heduznueckuit akTop, KOTOPbIH MOXKET gcenambces B Pawn. Beenenue
M03BOJIIET KOHTPOJLIEPY (KaK MOXKHO Jorafarbes) ynpasnams Pawn. Ho 4To B 3TOM KOHTEKCTE
03HAYAET «YMPABIATH»?

Jljis Urpoka 3To 0O3HavaeT, YTo MpU HakaTuu KiaaBuiu Pawn Oyner uro-to nenars. Kontposnep
IIOJIy4aeT BBOJ UTPOKA U OTIIPABIIAET BBEACHHBIEC JaHHbIE Pawn. Takxe KOHTpOIUIEp MOXKET caM
o0OpabaTbIBaTh BBOJ U MPUKa3bIBaTh Pawn BHIMOIHUTH JIeHCTBHE.

Player presses jump
button

Controller receives
button press

Controller handles
input?

Controller sends
button press to
Pawn

Controlier tells Pawn
to jump

Pawn receives Pawn receives
button press notification to jump

Pawn performs jump Pawn performs jump



https://koenig-media.raywenderlich.com/uploads/2017/12/MuffinWarStarter.zip

B cnygae U Pawn moxeT nmostydats HHGOPMAITHIO OT KOHTPOJUIEpa WK MO3Ta (B 3aBUCUMOCTH
OT TOT0, KaK BbI 3TO PEAIU3YETE).

Jns ynpasnenust MadpuHamu ¢ momoiisio MM Hy)HO co31aTh 0COOBIH THIT KOHTPOJLIEPa,
Ha3bIBaeMbll kormpoanepom MU (Al controller).

Cosznanue Al Controller

[epeiinure k Characters\Muffin\Al u co3naiite HoBbiii Blueprint Class. Beibepute B kauecTBe
poautenabckoro kiaacca AlController u nazosute ero AIC_Muffin.

u Pick Parent Class

p Common Classes

4 All Classes

AlController X
40 object
49

4@ Controller

4 ? AlControlle

+ DetourCrowdAlController
-

« GridPathAlController

AO lervFilter

O NavFllter_AIControIIerDefault
8 items (1 selected) @ View Options »

Select Cancel

3aTem HY»HO cka3zaTth MadGuHy, 4TOOBI OH UCTIOJIB30BaT HOBBINA KoHTpoIiep UU. [lepelinute B
Characters\Muffin\Blueprints u otkpoiite BP_Muffin.

ITo ymosuanuio B manenu Details 1oymKHBI 0TOOpaXkaThes mapameTpbl Blueprint mo ymonganuro.
Ecnu 510 He Tak, To Haxkmute Ha Class Defaults B Toolbar.

/= Toolbar,

Je . W ® b @ @

Compile Save Browse  Find Class Setti Class Defaults

[epeiinure B manens Details u Haliaute pasnen Pawn. Beioepure mis Al Controller Class
snaueHne AIC_Muffin. Brarogaps atomy OyneT co3iaBaThesi SK3eMIUTSIP KOHTPOJLIepa Mpu
co3nanuu MagpuHa.



4 Pawn

Use Controller Rotation | [

Use Controller Rotation !

Use Controller Rotation | .

Can Affect Navigation Gi [JJj

Auto Possess Player

Auto Possess Al

Al Controller Class m e O X o

[Tockonbky MbI co3aém MadGUHBI JUHAMUYECKH, HAM TaKoke BBIOpaTh 1yt Auto Possess Al
snagenue Spawned. Tak AIC_Muffin 6yxer aBromarnyecku Beensarees 8 BP_Muffin mpu
CO3JIaHHUH.

4 Pawn
Use Controller Rotation | [
Use Controller Rotation ?

Use Controller Rotation | [}

Can Affect Navigation G [}

Auto Possess Player

Auto Possess Al Spawned hl D

Al Controller Class m & O X -

Haxxmure na Compile u 3akpoiite BP_Muffin.

Tenepb MBI CO37]aIUM JIOTHKY, KOTOpasi OyJeT ynpaBisaTh noBeneHueM Madduna. s atoro
MO>KHO HCIIOIB30BATh 0epesbsi NOBEOEeHUs.

Co3znanue Behavior Tree
[epeiinure B Characters\Muffin\Al u Beioepute Add New\Artificial Intelligence\Behavior Tree.
Haszosure ero BT_Muffin u otkpotite.

Behavior Tree Editor

B penakrope nepeBbeB OBEAECHUS €CTh JBE HOBBIE ITAHEIIN:



=

Behavior Tree: ato rpad), B KoTopoM MbI OyzieM cO3/1aBaTh HOJBI [UIS IePEBa MOBEACHHS
Details: 31ech oToOpakaroTcst CBOiCTBAa BBIOPAHHBIX HOJIOB

3. Blackboard: B aToii nanenu nokaseiBatotcst kiaroun Blackboard (moapo6Hee o Hux
1o3e) 1 ux 3HaueHus. OToOpakaeTcsi TOJIBKO MPHU 3aIYILCHHON UTpe.

no

Kak u Blueprint, nepeBo moBeseHus: COCTOUT U3 HOJIOB. B epeBbsx moBeneHus ObIBaET YETHIPE
tuna HoxoB. IlepBrie qBa — 370 task u composite.

Yro Takoe Task u Composite?
Kak MoxHO MOHATH U3 Ha3BaHMs, task (3a7ga4a) — 3TO y3ell, KOTOPBIH YTO-TO «EIaeT». ITO

MOYET OBITh YTO-TO CJIOKHOC, HAITPUMCED, LCIIOYKA KOM60, HJIN YTO-TO IIPOCTOC, HAIPpUMED,
OXXHNIaHUC.

=¢ Do Super Amazing Combo s Wait
BTTask_DoSuperAmazingCombo Wait: 5.0s

JUiis BBITOSTHEHMSI 33/1a4 HYKHO MCII0JIb30BaTh KOMIO3UTHI (composite). JlepeBo nmoBeneHus
COCTOMT U3 MHOXECTBA BETBEH (IoBeneHuit). B kopHe kax 10l BETBUM HAXOJUTCS KOMIIO3MT.
Pa3Hble TUIIBI KOMITO3UTOB UMEIOT Pa3HBIE CIIOCOOBI BHIIOIHEHUSI CBOUX JIOUEPHUX HOJIOB.

I[OHYCTI/IM, Y HacC €CTh CJIeAyromasd nmocCjICA0BaTCIbHOCTD JEeHCTBUI:

Move To Enemy Rotate Towards

Enemy

,ZIJ'IH IOCICI0OBATCIIBbHOT'O BBIITOJITHEHHUA KaXKA0I'0 )IGfICTBI/ISI HaM HY>KHO HUCIIOJIb30BaTh KOMITO3UT



Sequence, moTomy 4To Sequence BBHIMOTHIET CBOU JIOUEPHUE HOBI CIIeBa HAMpaBo. BoT, kak 310
OyJIleT BBITIISAICTD:

¥ ROOT
BB_Muffin

!

o

i Sequence

Sequence

P

«=» Move To Enemy =¢ Rotate Towards Enemy =¢ Attack
MoveTo: Enemy RotateToFaceBBEntry: Enemy BTTask_Attack

HpuMeanue: BCé, YTO HAYHUHACTCA C KOMIIO3UTAa, MOXXHO Ha3BaTh nodaepeeojw. OOLIYHO DTO
nosezieHus. B Harem npumepe Sequence, Move To Enemy, Rotate Towards Enemy u Attack
MOJXHO CUHUTATh IIOBCACHHUCM «aTaKOBATb Bpara».

Ecnu 060 3 qouepHux HOAOB SEqUENCE He yoaémcs 8ulnoiHums, To Sequence rnepecraér
BBITIOJIHSTHCS.

Hampumep, ecnu Pawn He MoeT nBurathes K Bpary, To Move To Enemy BeinonHuts He
yaactcsi. Ito 3HauuT, uro Rotate Towards Enemy u Attack ne 6yayT BoimosnHeHbl. OTHAKO OHU

BBIIIOJIHATCA, €CIIN Pawn YAACTCA ABUI'aThCA K Bpary.

UyTh 103Ke MBI TaKXKe y3HaeM o komnosute Selector. [Toka Mbl Oynem ucnonb3oBath Sequence,
4T00BI Pawn nepemMeniancs B CIydaifHy0 TOUKY, a 3aTeM KA.

J{BHKEeHHE B CIIyYAHHYIO TOYKY

Cosnaiite Sequence u coequHuTe €ro ¢ Root.

Teneps Ham HYxHO 1BUrath Pawn. Co3naiite MoveTo u coequnute ero ¢ Sequence. 3ToT HOA
Oyznert nBurath Pawn K yka3aHHOM TOYKE WU aKTOPY.

:

©®

n Sequence

Sequence

l ®

«= Move To
MoveTo: invalid

3arem co3maiite Wait u coenunute ero ¢ Sequence. Heo6xo1umo pacioiokUTh STOT HOM CHpasa
ot MoveTo. [Topsanok 31ech BaskeH, TOTOMY YTO JI0YEpHUE HOJIBI BBHITIONHSIOTCS CJIeBa HAIMPABO.
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N Sequence

Sequence

e

® @
=+ Move To % Wait
MoveTo: invalid Wait: 5.0s

HpuMeanue: IIPOBEPUTH MOPAJOK BBIIIOJIHEHUA MOXKHO, IOCMOTPEB HA 4YKCJia B IIpaBOM
BCPXHCM YIIIY KQXKI0TO HOJA. YeMm MEHBbIIIE 3HA4YCHHA, TEM BBILIC IIPUOPUTCT HOAOB.

ITo3npasistto, BB TOJIBKO YTO co3/1aiu cBOE nepBoe noseneHune! OHo Oynet nepemeniate Pawn B
BBIOPAHHYIO TOUKY, a 3aT€M XKJ1aTh MATh CEKYH/I.

Jlnst nprokeHust Pawn Hy)kHO yka3ath Touky. OnHako MoveTO MOXeT mojy4aTh 3HAYCHUS,
nosxyueHHblie Tobko oT blackboard, tak uto maBaiite ero co3gaaum.

Co3nanue Blackboard

Blackboard — 3o pecypc, enquHCTBEHHOE peJHA3HAYCHUE KOTOPOT0 3aK/IF0YACTCs B XPAHCHUH
NIEPEMEHHBIX (Ha3bIBaeMbIX kmrouamu (keys)). MoxHO cuntath ero namsrbio M.

XOTs UCTIONB30BaTh UX M HE 00s13aTenbHo, blackboard oGecrieunBaer yno0HbI criocoO
CUMTBHIBAHUS U COXpaHeHUs JaHHBIX. OH yI00eH, MOTOMY YTO MHOTHE HOJIBI B IEPEBHSIX

MOBE/IEHUS MOTYT I0JIy4aTh TOJbKO Kitoun blackboard.

s co3nanms blackboard Bepauteck B Content Browser u Beioepute Add New\Artificial
Intelligence\Blackboard. Hazosute ero BB_Muffin u otkpoiite.

Blackboard Editor

Penakrop blackboard cocrout u3 AByx nasenei:



u 4 BT_Muffin 1 BB

File  Edit t  Window Help

! @ ) : Blackboard

Save Browse

-=. Blackboard 5. Blackboard Details

+] Ho-

R 4 Parent
New Key

Parent

1. Blackboard: B aToii manenn oToOpa)xkaeTcsi CUCOK KIIFOUe
2. Blackboard Details: B aToii mareau 0ToOpakatoTCsi CBOMCTBA BEIOPAHHOTO KITFOYa

TenepL HaM HY’KHO CO3aThb KJIKOY, KOTOpBIfI 6yz[eT COACPIKATh LNCICBYIO TOUKY.

Co3aanue KJII04Ya eJIeBOi TOYKH

ITockonbKy MBI XpaHUM TOYKH B 3D-IPOCTpaHCTBE, HAM HYKHO XPaHUTh HX KaK BEKTOPBI.
Haxxmure Ha New Key u Beibepute Vector. Hazosute ero TargetLocation.

New Key

Class
Enum
Float
Int
Name
Object
Rotator

String
== Vector

10 items <« View Options~




Teneps HaM HY)KEH crtoco0 reHEPUPOBAHUSI CITYIaifHONW TOYKHU U coxpaHeHus e€ B blackboard.
I[J'DI 9TOr'0 MbI BOCIIOJIB3YEMC TPECTHbHUM TUIIOM HOJIOB ACPCBA IIOBCACHUA: SerVice.

Yro Takoe Service?

Services (ciy>x0bI) TOXO0XHU Ha 3a7a4u (tasks), ¢ TOMOIIBIO KOTOPBIX MBI 4TO-TO AeiaeM. OqHaKo
BMECTO TOT'0, YTOOBI 3aCTABJISATh Pawn BBIMOIHATD ACHCTBUS, MbI HCIIOJIB3YEeM CIYXKOBI JIIsI
BBITIOJIHEHUSI TPOBEPOK Wi oOHOoBIeHus blackboard.

Ciy>k0BI — 3TO HE OTACIbHBIC HO/BI, OHU TPUCOCIUHSIOTCS K 3a/1a4aM HITH KOMIIO3UTaM.
bnaroxaps aTomy coznaércs Oosiee yrnopsiIoueHHOE IepeBO, TOTOMY YTO HaM MPUXOIUTCS
paboTarh C MEHBIIIMM KOJIMYECTBOM HOJIOB. BOT Kak BBITJISIUT UCMIOJIB30BAHUE 33]1a4H:

=¢ Set Random Location «= Move To

BTTask_SetRandomLocation MoveTo: TargetLocation

A BOT KaK BBITJISIIUT UCIIOJIB30BAHUE CITYXKOBI:

«+= Move To
MoveTo: TargetLocation

.. -
<® Set Random Location
BTService_SetRandomLocation: tick every 0.40s..0.60s

Tenepb Mbl MOXKEM CO3aTh CIYKOY, TEHEPUPYIOLIYIO CIyYailHYIO TOUKY.

Cosnanue ciryk0bl

Bepnureck k BT_Muffin 1 naxxmute Ha New Service.

J~ Toolbar

e s ®

Save Browse New Blackboard New Task New Decorator

ITpu sTOM OyIeT co3/1aHa U aBTOMATUYECKH OTKpPbITa HOBas ciyx0a. HazoBure eé
BTService_SetRandomLocation. Uto0sl meperMenoBath €€, Hy»HO OyaeT BepHyThes B Content
Browser.

Caiyx0a 10JKHA BBIMOIHATHCS TOJIBKO TOT1a, Korjna Pawn HyxHO nBuratscs. [Jis 3TOro Hy»XHO
npucoeaAnHuTh e€ Kk MoveTo.

Otkpoiite BT_Muffin u nasicmume npasoti knasuwent moiuu va MoveTo. Beioepute Add
Service\BTService Set Random Location.



«= Move To
MoveTo: invalid

Temneps BTService_SetRandomLocation Oyaet aktuBupoBaThes npu aktuBaiuu MoveTo.

Jlanee HaM HY>KHO F€HEpUPOBATh CIIyYalHYIO LIEJIEBYIO TOUKY.

I'enepupoBaHue ciay4aiiHON TOYKH

Ortkpoiite Open BTService_SetRandomLocation.

UYroOsbl y3HATh, KOTJIa aKTUBUPYETCS CITyk0a, co3naauM Hoa Event Receive Activation Al. On
OyIeT BBIMOIHSITHCS, KOT]a aKTUBUPYETCSI POAUTEND (HOJ, K KOTOPOMY OH MPUKPEILIEH).

6 Event Receive Activation Al

b

Owner Controller

Controlled Pawn

Ipumeuanue: cymectByeT Takxe coosiTie Event Receive Activation, genatoree To ke camoe.
Pasuuia mexay 1Bymst coObITHIMEU B TOM, 4To Event Receive Activation Al takke
npenoctasiser Controlled Pawn.

Jlns reHepUpOBaHHUs CITy4allHOW TOYKHM J100aBHM BhIJeTIeHHBIE HOMBL. [TapameTpy Radius
npucBonM 3HaueHue 500.



O Event Receive Activation Al

>

Owner Controller

Controlled Pawn a | GetActorLocation ” e
‘ rar - | GetRandomPointinNavigableRadius

Target Return Value @ | @ Origin
O» Radius [50¢

Nav Data

Filter Class

DTO AacT HaM CIy4aiHyr Touky B nipeaenax 500 exuauI] ot Pawn, B KOTOpYIO MOXHO JTOHTH.

Ilpumeuanue: nist OnpeaesieHs] TOr0, MOYKHO JIM JIONTH JI0 TOYKH,
GetRandomPointInNavigableRadius ucrnonb3yeT HaBUranMOHHBIC TaHHBIE (KOTOPbIC
HaszbiBaroTcss NavMesh). B stom TyTopuae st 3apanee co3nan NavMesh. Ero MmoxHO
BU3yaIM3UPOBATh, iepeias Bo Viewport u Beiopas Show\Navigation.

Ecau BBl X0THTE co31aTh coOcTBenHbI NavMesh, To co3gaiite Nav Mesh Bounds Volume.
W3meHuTe ero MacmTad Tak, 4ToObl OH OrpaHMYMBAJT 00JIaCTh, KOTOPAst JOJDKHA OBITH JOCTYITHA
JJIs1 ABUKCHU.

Teneps HaM HYX)HO coxXpaHsTh TOUKy B blackboard. CymectByeT 1Ba criocoba Bei6Opa
UCIIOJIb3yEMOr0 KiIroya:

1. MoxHO yKa3aTh KJII04, HCIIOJIb30BaB ero ums B Hoje Make Literal Name

2. MoHO cienaTh MepeMeHHY0 BHIMMOM JUIS IepeBa IMOBEJACHHS. DTO TTO3BOJIUT
BBIOUpATh KJTFOY U3 PACKPHIBAIOIIETOCS CITHCKA.

MBsI Bocmionibzyemcs BTopbiM criocoboM. Coznaiite nepemennyto tumna Blackboard Key Selector.

Random L«



Hazosure e€ BlackboardKey u Bxmrounte Instance Editable. DTo mo3Bonut caenath
MIEPEMCHHYIO BHIUMOM TIPU BBIOOPE CITYKOBI B IEPEBE MTOBEICHHS.

4 Variable

Variable Name BlackboardKey
Variable Type @mBlackboard Key »

Instance Editable
Blueprint Read Only B

Expose on Spawn [

S IVE

Category Default v

Replication Condition

Jlanee co3aaum clieyromire BblIeICHHbIE HOJbI:

& Event Receive Activation Al [ P f Set Blackboard Value as Vector
» » O

Owner Controller (" Blackboard Key )

Controlled Pawn " f GetActorLocation ; @ Value
Target _f GetRandomPointInNavigableRadius /

Key

Target Return Value @ — @ Origin Random Location @

O Radius [500] Return Value
Nav Data

Filter Class

IlonBeném mutor:

1. Event Receive Activation Al BbImonHsieTCs, KOT/[a aKTUBHPYETCSI €r0 POAUTEINb (B HAIIEM
ciryyae ato MoveTo)

2. GetRandomPointInNavigableRadius Bo3Bpainaer ciyuaiiHy TOCTYIIHYO st
HaBUTAIMK TOUKY B paguyce 500 enunulr ot ympasisiemoro Madduaa

3. Set Blackboard Value as Vector 3amaér kimouay blackboard (mepenaBaemomy uepe3
BlackboardKey) snauenue ciy4qaiiHOM TOYKH

Haxxmure na Compile u 3akpoiite BTService_SetRandomLocation.

Tenepb Mbl XOTUM COOOIIUTH JIEPEBY MOBEIEHUS, YTO HY>)KHO UCIIOIb30BaTh Haill blackboard.

Br10op Blackboard

Ortkpotite BT_Muffin u yoeaurecs, uro Huuero He BeiOpaHo. [lepeiinute B manens Details. B
Behavior Tree 3anaiite nust Blackboard Asset smauenne BB_Muffin.



4 Behavior Tree

r..J-
i BB_Muffin
Blackboard Asset i
‘ € O o

[Mocne atoro MoveTo u BTService_SetRandomLocation 6yayT aBTOMaTH4ecK UCIOIb30BaTh
nepBbIii kiod blackboard. B namrem ciyaae sto TargetLocation.

«= Move To
MoveTo: TargetLocation

u - -
<® BTService_SetRandomLocation
BTService_SetRandomLocation: tick every 0.40s..0.60s

Blackboard Key: TargetLocation

HaKOHeI_[, HaM HY’KHO IIpUKa3aTb KOHTPOJUICPY nn 3aIlyCTUTDh ACPCBO ITOBCACHUA.

BbinosiHeHMe 1epeBa NMOBeAeHUS

Ortkpoiite AIC_Muffin u coequrute Run Behavior Tree ¢ Event BeginPlay. Beibepure mis
BTAsset snauenue BT_Muffin.
f Run Behavior Tree
»P — P D

Target [ self] Return Value

BTAsset
BT _Muffin =

Tak BT_Muffin 6yner 3anmyckatbes npu coznanuu AIC_Controller.

Haxxmute Ha Compile u BepHutech B ocHOBHOU penakrop. Haxmute Ha Play, coznaiite
HECKOJIbKO Ma()(pMHOB U MOCMOTPUTE, KaK OHU OPOJSIT 110 3KpaHy.

Hawm npunuiocs noTpyauTbes, HO Mbl cipaBUIIMCh! Terneps Mbl TOJKHBI HACTPOUTH KOHTPOJLIIED
WU Takum oOpa3om, 4TOOBI OH pacro3HaBall BparoB B 00J1acTu ero BUAMMOCTH. /{1t aToro
MOYKHO Boctonib3oBaThest Al Perception.

Hactpoiika Al Perception

Al Perception — 3T0 KOMIIOHEHT, KOTOPBI MOKHO J00aBIAThH K akTopaM. C ero moMOIIbI0
MoxHO naBath U yyscmea (Takue Kak 3peHHUE U CITyX).



Otxpoiite AIC_Muffin u mo6assTe kommonent AlPerception.

= Components

4+ Add Component ~

T AIC_Muffin(self)

& TransformComponent (Inherited)

@ PathFollowingComponent (Inherited)
@ ActionsComp (Inherited)

Teneps HaM HYXHO JOOABUThH YyBCTBO. MBI XOTUM, 4TOOBI MaGUH pacro3HaBai Ipyroro
MadduHa, omaarIero B 00JacTh BUIUMOCTH, TaK YTO HY)KHO JOOABHUTh 3peHuUe.

Bribepure AlPerception u nepetigure B manens Details. B paszgene Al Perception no6asste
Senses Config HOBBII 3JIEMEHT.
4 Al Perception
1 Array elements + @ >
T -
Dominant Sense m O X

3amaiite anement O s Al Sight config u passepuute ero.

4 Al Perception

Al Sight config

Implementation AlSense_Sight v ¢
Sight Radius
e Sight Radius
PeripheralVisionH;
» Detection by Affilii

Auto Success Ran

» Debug Color

Max Age
Starts Enabled <

Dominant Sense

VY 3peHus ecTb TpU OCHOBHBIX MTapaMeTpa:

1. Sight Radius: MakcuManbHOE PacCTOSIHUE, HAa KOTOpoe MOXeT BuaeTh Madduu. OcraBum
3neck 3HaueHue 3000.



2. Lose Sight Radius: ecniu madduH yBuIen Bpara, 3T0 3HaYCHUE, HA KOTOPOE Bpar J0JDKEH
oTHanuThes, 4ToObl MadduH moTepst ero u3 Buay. OcraBum 31eck 3HaueHune 3500.

3. Peripheral Vision Half Angle Degrees: yron o63opa madduna. 3anaiite 3HaucHue 45.
Ot1o gact madduny yros o63opa B 90 rpaaycos.

4 Sense

Implementation FAEEIEEA 4 O

PeripheralvmonH:m

[To ymomuanuio Al Perception pacio3Haér TOJIbKO BparoB (aKTOPOB, HA3HAYEHHBIX B IPYTYIO
koman0y). OHAKO M0 YMOJIYaHHUIO Y aKTOPOB HET KOMaHbl. ECITH akTOp HE UMeeT KOMaHIbI, TO
Al Perception cuuTaeT €ro HeumpaibHbiM.

Ha MOMeHT HamucaHus CTaThbH HE CYIIECTBOBAJIO CIIOCO0A HA3HAYCHUS KOMAH/ C TIOMOIIIBIO
Blueprints. BMecTo 3Toro Mmoxxno npocto npukasars Al Perpcetion pacro3HaBaTh HEHTpaIbHBIX
aktopoB. Jlis atoro passepuute Detection by Affiliation u Bkmrounte Detect Neutrals.

4 Sense

Implementation e O
Sight Radius
Lose Sight Radius m
PeripheralVisionHzm

4 Detection by Affili:
Detect Enemies
Detect Neutrals 9

Detect Friendlies [}

Haxxmute Ha Compile u Bepuutech B 0ocHOBHOU penaktop. Haxmure Ha Play u co3naiite
Heckosibko MadpuHoB. HaxxmuTe Ha kinaBuily ‘i 0TOOpa)keHus 3KkpaHa otiaaxku M.
Haxxmure xinaButy 4 Ha yughposom 610xe, uroObl BuzyanusuposaTh Al Perception. Koraa
MadduH onagaeT B 1Mojie 3peHus, nosBigercs 3enéHas chepa.

Teneps HaM HY)KHO IBUTATh Ma(uHA B CTOpPOHY Bpara. J{Js 3Toro aepeBo moBeneH sl JOHKHO
3Hamy 0 Bpare. 3TO MOXKHO peajin30BaTh COXpaHEHUEM CChUIKHM Ha Bpara B blackboard.

Co3nanue ki04a Bpara

Otkpoiite BB_Muffin u no6asste kiatou tumna Object. [Tepenmenyiite ero B Enemy.

4Keys

== TargetLocation
Enemy




[Toka MBI HE MOKEM HCITONIB30BaTh ENnemy B MoveTo, moromy uto kiarou umeet tun Object, Ho
MoveTo MoxeT mosty4arh KJIOUM TOJIbKO THma Vector umu Actor.

YroOsl HcipaBUTh 3TO, BeIOepUTe ENnemy u pazsepuute Key Type. Bridoepure s Base Class
3HayeHue ACtOr. DTo MO3BOJIMT JepeBy NOBEICHHUs pacnio3Hate Enemy kax Actor.

4 Key

Entry Name

Entry Description

Instance Synced

3akpoiite BB_Muffin. Temepb HaM HY)KHO CO37aTh MOBEICHHE /IS BH)KEHUS B CTOPOHY Bpara.

J/{BMKEeHHE B CTOPOHY Bpara

Otxkpoiite BT_Muffin u otnenure Sequence ot Root. to MoxkHO caenats, saxcas Alt u naxcas
Jegotl Kiasuuieli Ha nposoo, coequHsonmil nx. OcraBUM MoKa NOAAePEBO CIy4aifHOTO
IBIDKEHUS B IIOKOE.

Teneps co3maiiTe BbICICHHBIC HO/IBI U 3anaiite s ux Blackboard Key 3nauenue Enemy:

Y. ROOT
BB_Muffin

o
Y Sequence |
Sequence '

@
“

«= Move To =¢ Rotate to face BB entry I
MoveTo: Enemy RotateToFaceBBEntry: Enemy

[Tpu sTom Pawn Oyzer aBurarbes k Enemy. B HekoTopbix cinydasx Pawn He MOJIHOCTbIO
MOBOPAYMBACTCS K II€JTH, TaK YTO HYXKHO UCIOJIb30BaTh emié u Rotate to face BB entry.

Teneps HyxHO 3agaBatb Enemy, korna Al Perception pacrio3Haér apyroit MmapQuH.

3ananue kiaoya Enemy



Otkpoiite AIC_Muffin u Betoepure kommonent AlPerception. /lo6asste cobsiTe On Perception
Updated.

2} On Perception Updated (AlPerception)

B

Updated Actors

370 coOBITHE BBIIOIHAETCS IPU OOHOBJICHUH YyBCTBA. B HalleM citydae OHO BBIIOJIHSIETCS,
korga MU xoro-uHubynp 3aMedaeT Ui TepsieT u3 BUay. Takke 3To coObITHE TIepeaéT CIucoK
aKTOPOB, KOTOPbIE B JJAHHBII MOMEHT OOHAPYKEHbI YyBCTBAMHU.

JloGaBbTe BhIICIEHHBIC HOABL. Y0emuTech, uto A Make Literal Name 3amano 3snauenue Enemy.

| Get Blackboard

Target Return Value

—_—
| Make Literal Name

| O Value \ En Return Value @

R T TR T
€ On Perception Updated (AlPerception) L? IsValid
| P Exec Is Valid >

Updated Actors f o v?'“é i Ob)ef:t Input Object Is Not Valid >

Target Return Value

® Key Name

OTO0 MO3BOJUT NPOBEPATH, e€cTh U Y U yxe Bpar. Eciau HeT, To Mbl JOJKHBI AaTh €My Bpara.
JJ1s1 3TOTO HY)KHO JJ0OOaBUTh BbI/I€TIEHHBIE HOJBL:

S0z

Ret

ITonBeném mror:

=

IsValid npoBepsier, 3aman ju kiroua Enemy

2. Ecnu oH He 3a/1aH, TO ITUKINYECKH 00XOIATCS Bce OOHAPYKCHHBIC HA JAHHBI MOMEHT
aKTOPBI

Cast To BP_Muffin nmpoBepsier, siBisiercst ju aktop MadduHoM

Ecnu on madduH, TO mpoBepsiem, MEPTB JId OH

5. Ecmu IsDead Bo3sparmaer false, To 3agaém madduna kak HoBoro Enemy u npexpamiaem
ITUKJT

»w

Haxxmute na Compile u 3akpotite AIC_Muffin. Haxxmute Ha Play u co3naiite na madhuna tak,



4TO0OBI OIMH HaXOoIWiIcs nepea ApyruM. MadQuH, pacrogoKeHHbIH 3311, aBTOMAaTHUYECKU
HAYHET IBUTATHCA K IPYTOMY.

Tenepb MbI cO34aIUM COOCTBEHHYIO 33124y, YTOOBI Ma(hUH BBITIONHSIT aTaky.

Co3ganue 321241 aTaAKu

Mps1 mokeMm co3nath 3aaady B Content Browser BMecTo pelakTopa JepeBbeB MOBEICHUS.
Cospaiite HoBbIii Blueprint Class u BeiOepuTe B KauecTBE pOIUTEIHLCKOTO Kilacca
BTTask_BlueprintBase.

u Pick Parent Class

> Common Classes

4 All Classes

BTTask_BlueprintBase X

) BTTask_BlueprintBase

4 items (1 selected) © View Options v

‘Select Cancel

Hasosure ero BTTask_Attack u otkpoiire. Jlo6aBste HOm Event Receive Execute Al. Dtot Hox
Oy/eT BBITOJIHATHLCS, KOT/Ia IepeBO moBeaeHus BoinoHser BTTask_Attack.

2) Event Receive Execute Al

B

Owner Controller

Controlled Pawn

CHauvaia HaMm HYXHO 3acTaBuTh Ma(duH aTakoBatsh. BP_Muffin conepxut nepemennyro
IsAttacking. Eciiu ona 3aiana, To Mad(GuH BRIIOIHHAT aTaky. /i 3TOro Hy’)kKHO 100aBUTH
BBIJICJICHHBIE HOJIBI:

) Event Receive Execute Al »+ Cast To BP_Muffin
» 3

Owner Controller ; Object Cast Failed [ Is Attacking M

Controlled Pawn As BP Muffin Target

Ecnu ucrons30Barh 3a/1auy B €€ HBIHEITHEM COCTOSIHUH, TO BBITIOJHEHHE OCTAHOBUTCS Ha HEH,
MIOTOMY YTO JICPEBO TIOBEJICHHS HE 3HACT, 3aBEPIIMIIACh JIH 33/a4a. UTOObI HCIIPABUTH 3TO,
nobaBuM K KOHITy merouku Finish Execute.



Tfﬁ;\gh Execute

Target [ self |

Success D

3aTeM BKJIFOUMTE SUCCESS. MBI HCIIONB3yeM SEQUENCE, TOITOMY 3TO MO3BOJIUT BBIIOJIHUTHCS
nozam nocie BTTask Attack.

T_Eﬁh Execute

¥

12
Target | self

Success 9

Bot kak 1o/mKeH BBITISAICTh rpad:

¢ Event Receive Execute Al “»+ Cast To BP_Muffin

; SET
»P — » » —»H

Owner Controller Object Cast Failed > Is Attacking )

Controlled Pawn As BP Muffin Target

ITonBeném utor:

1. Event Receive Execute Al BeimosIHsIieTCs1, KOT/I1a IEPEBO TOBEACHHUS 3allyCKaeT
BTTask Attack

2. Cast To BP_Muffin mposepsiet, umeer u Controlled Pawn turr BP_Muffin
3. Ecnu na, To 3amaérest ero nepemennas IsAttacking
4. Finish Execute ma€t nepeBy MOBEJCHUS MOHSTH, YTO 33/]1a4a YCHEeUiHO BBITIOJIHEHA

Haxxmure Ha Compile u 3akpoiitre BT Task_Attack.

Temneps HaM HYKHO J100aBUTH B JepeBo moBeaenus BTTask_Attack.

/lo0aBJieHrEe aTaKM B JIepeBO NMOBeICHUA

Otxkpoiite BT_Muffin. 3atem no6assTe B koHel Sequence nox BTTask Attack.



. ROOT
BB_Muffin

l

o Sequence

o

Sequence

«= Move To =« Rotate to face BB entry =¢ BTTask_Attack l
MoveTo: Enemy RotateToFaceBBEntry: Enemy BTTask Attack ‘

Hanee nobasbTe B KoHel Sequence nox Wait. M3amenute 3Hauenue ero nepemenHoun Wait Time
Ha 2. biraronaps stomy Madun He OyAeT aTakoBaTh OCTOSIHHO.

Y. ROOT
BB_Muffin

v
o
Y Sequence
Sequence

“® ®" @

«= Move To =¢ Rotate to face BB entry =¢ BTTask_Attack
MoveTo: Enemy RotateToFaceBBEntry: Enemy BTTask Attack

BepHutech B 0cHOBHO# pefaktop U Haxkmute Ha Play. Kak u B nmpouuiblii pa3, co3gaiite asa
MaddrHa. MappuH HauHET NBUTATHCS U IOBOPAYMBATHCS K Bpary. 3aTeM OH aTakyeT U
MOOKJET IBE CEKyHAbl. ECIIM OH yBUINT €I111€ OHOTO Bpara, TO CHOBA IOBTOPUT Ty ke
H0CJIEI0BATENBHOCTD.



B nocnenneit yactu Mbl 00bETUHUM TOIACPEBHS ATAKU U CIYYallHOTO JIBMXKECHUSI.

O0benuHeHnE NO/I/IEPEBbEB

YroObl 00bEAMHUTD MTOAJICPEBBS, MOKHO UCIIONIB30BaTh Kommo3uT Selector. Kak u Sequence, on
TO’KE BBIIIOJIHsIETCS clieBa HarpaBo. OgHako Selector ocTaHaBIMBaeTCs TOT 1A, KOT/la 1I0YEepHUN
HOJI YCHeWHO 8bINONIHAEMCS, 3 HE 3aBepiIaeTcs HeynaqHo. C IOMOIIBIO 3TOr0 OBEICHHS Mbl
MOYKEM CZieNlaTh TaK, YTO JIePEBO MOBECHHSI BBITOIHUT TOJIBKO OJTHO TOJIEPEBO.

Ortkpoiite BT_Muffin u co3naiite Selector mocne Homa RoOt. 3atem coenHUTE TOAICPEBHSI
CJIEIYIOIIUM 00pa3oM:

¥ ROOT

BB_Muffin

|

'm Selector

&4 Sequence
e

‘/ l 3\_.4\4‘

2

«= Move To =¢ Rotate to face BB entry =¢ BTTask_Attack s Wait

emy eToFaceBBENtry: Enemy 3TTas ack t arg on

<® BTService_SetRandomlLocation
n: i ry 0.40s..0.60s

B Takoii cxeMe 0JJHOBpPEeMEHHO OY/IET BBIOJIHATHCS TOJIBKO OJHO MOAIepeBo. BoT kak
3aITyCKaeTCs KX 10€ TOJICPEBO:



e Attack: Selector 3amycTut mepBbIM moaaepeBo ataku. Eciin Bce 3a1aun BBITOIHEHBI
YCIIEIIHO, TO SequUeNnce Toke 3aBepIIuTcs ycnemHo. Selector ooHapykur 310 u
OCTAaHOBHUT BBITIOJTHCHUEC. Bnaro;:[apﬂ 9TOMY IOAACPCBO CJIy‘Iaf’IHOF O IBUKCHUA
BBITOJIHATHCS HE Oy/IeT.

e Roam: cenexTop mombiTaeTcsi CHavyaua BHITOTHUTD MoaepeBo ataku. Ecimu Enemy e
3agaH, To MoveTo 3aBepimtest Heynadeid. [loaTomy Sequence Toxe 3aBepIuTCs
Heyaauei. [TockonbKy Mo//IepeBo aTaku 3aBEPIINIOCHh HeyaauHo, Selector BeimoaHuT
CJEAYIOLINNA JOUYEPHUI AJIEMEHT, TO €CTh OJIEPEBO CIYYANHOTO JIBHXKCHHUS.

Bepuuteck B 0CHOBHOI penakTop 1 Haxxmute Ha Play. Co3naiite Heckonbko MadduHOB, 4TOOBI
MPOTECTUPOBATH paboTYy.

A7

/4/55

N

\
.
A

¢

[ocroiite, HO MoueMy MadGuH cpa3y ke He aTakyeT Apyroud Mmapdun?

B TpaMIIHOHHBIX IEPEBBIX MOBEIACHUS BBHITTOJHEHUE HAYNHACTCS ITPU KAXKIOM OOHOBIICHUH C
KOpHsI. DTO 3HAYMT, YTO MPHU KaXKIOM OOHOBJICHUH JEPEBO CHavYasia mpoOyeT BHIMOIHUTD
MOJJIEPEBO aTaKH, a 3aT€M MOJIEPEBO CIIYYallHOTO JABMKEHUS. DTO 3HAUUT, YTO JEPEBO
MOBE/ICHUS MOKET MTHOBEHHO MEHATH MOJIEPEBbsI IPU M3MEHEHUH 3HaueHus Enemy.

Opnnako nepesbs noseneHust Unreal paboTarot nHaue. B Unreal BeiosHEHHE TPOI0IIKAETCS C
MOCJIETHETO BRIMOTHEHHOTO HoMa. Tak kak Al Perception He 4yBCTBYeT cpa3y ke Apyrux
AKTOPOB, HAUMHAET BBINIOJIHATHCA MOAJEPEBO CIIYYallHOTO BMKEHUs. Teneps 1epeBo MOBEACHHUS
JOJDKHO JOXKAATHCA 3aBEPUICHMS IepeBa CIy4allHOTO IBHKEHUS, U TOJIBKO IIOTOM IPOBEPUTH
BO3MOYKHOCTbB BBIIIOJIHEHHUS ITOJEPEBa aTAKU.

Yro0BI HCIIPABUTH 3TO, MbI MOKEM HUCIIOJIB30BATh HOCJ‘ICI[HI/Iﬁ THUITI HOAOB: ()ekopamopbl
(decorators).

Co3nanue nexkoparopa



Kax u cmyx05I (services), AeKOpaToOpbl MPUCOSAUHSIIOTCS K 3aa49aM Wi KoMrio3utam. OOBIYHO
JIEKOPATOPhI HCTIONB3YIOTCS [Tl BHITTOJIHEHUS TIPOBEpOK. Eciin pe3ynbpTaT paBseH true, To
JICKOpaTop TOXKE BO3BpaIaeT true, 1 Hao0opoT. biiarogaps nekopaTopam Mbl MOKEM YIPABIISThH
BBITTIOJTHCHUEM UX POAUTCIBCKUX 3JICMCHTOB.

Kpome Toro, rexopatopbl 00J1a1al0T BO3MOXKHOCTBIO npekpauyenus TIoAaepeBa. IT0 3HAYHT, YTO
MOYKHO 3aBEpIIUTh BBIIOIHEHHE TOIICPEBa CIIyJaifHOTO ABMXKCHUS, eciii 3aaan Enemy. Takum
o0pa3om MahPuH CMOKET aTaKOBaTh Bpara cpasy e MocCIie ero OOHapYKCHHSL.

Yro6bI HCITOIB30BATH MTPEKPAIIEHUE BBIMTOJHEHHUS, MBI MOKEM IIPUMEHSTD JIEKOPATOP
Blackboard. Ou mpocTo npoBepsieT, 3aaan ju ko4 blackboard. Otkpoiite BT _Muffin u
HadicMume npasol Kiasuuietl Molwu Ha Sequence moanepesa araku. Beioepurte Add
Decorator\Blackboard. ITpu sTom k Sequence nobasutcs aekoparop Blackboard.

[ Blackboard Based Condition

Blackboard: TargetLocation is Is Set

o Sequence
Sequence

AR e e e

«= Move To =¢ Rotate to face BB entry =¢ BTTask_Attack % Wait
MoveTo: Enemy RotateToFaceBBEntry: Enemy BTTask_Attack

Teneps BoiOepuTe nexoparop Blackboard u nepeiinute B manens Details. 3anaiire Blackboard
Key 3nauenue Enemy.

4 Blackboard

Key Query

Blackboard Key

Tak mMbI Oynem poBepsTh, 3a1aH 11 Enemy. Ecniu oH He 3a7aH, TO 1eKOpaTop 3aBEPIIUTCS
HEYJITAYHO M MPUBEIET K HEYAAUHOMY 3aBEepIICHHIO SEqUENCe. DTO MO3BOJUT 3aITyCTUTh
MOJJEPEBO CIIYYaWHOTO JABUKECHHUS.

YToObI MPEKPATUTH BHIMOTHEHUE MMOIIEPEBa CAYIAHHOTO IBHKEHHS, HAM HY)KHO Oy/IeT
ucnonp3oBath mapamerp Observer Aborts.

Hcnoan3oBanue Observer Aborts

Observer aborts npekpariiiaet BBIMOJIHEHUE MTOACPEBa MPH U3MEHEHUH BEIOPAHHOTO KITFOYa
blackboard. CymiecTByeT ABa THIIA IPEKPAIICHHUS:

1. Self: sToT mapameTp MO3BOJISAET MOIEPEBY aTaKu MPEKPATHTH COOCTBEHHOE
BBINOJIHEHHE, KOrJa Enemy craHoBUTCS HECHCTBUTENBHBIM. DTO MOXKET CIIY4YUThCS,
kKorga Enemy ymupaet 10 3aBepIueHus MojaaepeBa aTaku.

2. Lower Priority: 3ToT mapameTp MO3BOJISET MPEKPAIIATh BBITIOJIHEHHE IEPEBLEB ¢ OoJice
HU3KHUM IPUOPUTETOM IIpu 3aaanuu Enemy. ITockonbky nmoaiepeBo ciay4aiHoro
JBUKEHHS pAaCIONIOKEHO MOCIIe aTaKu, OHO UMEET MEHBIINHI MPUOPHUTET.



Bribepute mst Observer Aborts suauenue Both, uro BkirounT 00a THITA IPEKpaIICHHS.

4 Flow Control

Notify Observer On Result Change v

Observer aborts Both v Rl

Tenepp nonnepeBo ataku OyAeT cpaszy ke MePeXOoqUTh K CIy4yailHOMY JABHKEHUIO MTPU
OTCYTCTBHH Bpara. A ToJIIepeBO CIy4allHOTO JBMKEHUST HEMEIJICHHO OYIET MePEKII0YaThCs B
PEXUM aTaku pU OOHAPYKEHUU Bpara.

Bort kak BBITJIAAWUT IT'OTOBOC ACPEBO IMOBEACHUA:

¥. ROOT
BB_Muffin

v

. Selector
Selector

() Blackboard Based Condition 2 Sequence
by Sequence

@

Sequence
Sequence

RECwa ERERERR immmEmRERn

3 5 ® L
~=» Move To =¢ Rotate to face BB entry =¢ BTTask_Attack s Wait ~= Move To % Wait
MoveTo: Enemy RotateToFaceBBENtry: Enemy BTTask_Attack Wait: 2.0s MoveTo: TargetLocation ® wait50s

" = .
< BTService_SetRandomLocation
BTService_SetRandomLocation: tick every 0.40s.0.60s

Blackboard Key: TargetLocation
[ToaBeném uTor mojiIepeBa aTaku:

Selector 3amyckaet moaaepeBo ataku, eciu 3a1an Enemy

Ecnu oH 3aman, To Pawn Oyzet nBUratbcs v MoBOPauUBaTHCS B CTOPOHY Bpara
3aTeM OH BBIIIOJIHUT aTaKy

Haxoner, Pawn Oyzer »aaTh ABe CEKYH/IbI

N e

ITonBoaMM UTOT MOIEPEBA CITYYAHHOTO IBUKEHUS:

1. Selector 3amyckaer moaepeBo CAy4aifHOTO ABMKCHHS, €CIIH TTOIEPEBO aTaKH
3aBeplaeTcs HeyauHo. B Haliem ciiydae OHO 3aBepIIaeTcsi HeyIauHo, €CIIM He 3a/1aH
Enemy.

BTService_SetRandomLocation reHepupyer ciydaifHy0 TOUKY

Pawn JIBMXETCS B CrEHEPUPOBAHHYIO TOYKY

3aTeM OH KIET MATh CEKYH]

o

3akpoiite BT_Muffin u mHaxkmute Ha Play. Co3naiite Heckoyibko Mad(hHHOB U IPUTOTOBBTECH K
Benuyaiiieit «Koposuesckoii 6uTBe»!



