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AnHOTamus. B cratbe mpejacraBieHa pa3pabOTKa CUCTEMBI SMYJISIIUU
aHTUJAPOHOBOTO PYKbsI AJIEKTPOMATrHUTHOTO THIa Ha 0a3e nBukka Unreal Engine
5. Omnwucanbl apxuTektypa kiacca AWeaponBase, KOMIIOHEHT NUTaHUs
UBatteryComponent, OpUTHHAJIbHBII aJrOPUTM KOHYCHOW TPacCHUPOBKH
ConeTraceMulti_DecreasingSpheres, a Takke cuctema BBOJa, BHU3yalbHbIC
addextel 1 uHTEpdeiic. Ocoboe BHUMAHHE YJIEIEHO PEATUCTUYHOM MOJIENH
pa3zpsiga Oarapen M oOpaTHOM CBsA3u onepatopy. l[lpuBeneHbl pe3yJbTaThl
TECTUPOBAHUS TMPOM3BOAUTEIBPHOCTH ¥ TOYHOCTH HSMyisiuu. Cucrema
o0ecrnieunBaeT BHEIPEHHUE B MPOLIecC 00YUSHHUS U TOYHOE MOACITUPOBAHNE 30HBI
MTOPaKCHUS.

KuroueBrble cioBa: antuapoHoBoe pyxkbé, Unreal Engine, nporpammuas
peanuzanus, nogasiaeHue BIIJIA, snepronorpediieHue.

Abstract. The article presents the development of an emulation system for
an electromagnetic anti-drone gun based on the Unreal Engine 5. The architecture
of the AWeaponBase class, the power component UBatteryComponent, the
original cone tracing algorithm ConeTraceMulti DecreasingSpheres, as well as
the input system, visual effects and interface are described.

Particular attention is paid to a realistic battery discharge model and
feedback to the operator. The results of testing the performance and accuracy of
emulation are presented. The system ensures implementation in the training
process and accurate modeling of the affected area.

Keywords: anti-drone gun, Unreal Engine, software implementation, UAV
suppression, energy consumption.

BBenenue. AKTUBHOE NMPUMEHEHHE MaJIbIX OECIMIIOTHBIX JIETATEIbHBIX
annapatoB (BITJIA) B coBpeMeHHBIX BOOPYKEHHBIX KOH(MIMKTaX Tpedyer
pa3Butusi  3(PPEeKTUBHBIX  cpeAcTB  npoTuBonelcTBus.  [lopraTtuBHBIE
AIIEKTPOMArHUTHBIE PYXKbs, TEHEPUPYIOIIUE HAIMPABICHHBIE IIOMEXH B
IMana3oHax yIpaBI€HUS M HaBUTALMM, CTadd OJHUM M3 OCHOBHBIX
WHCTPYMEHTOB O00pBKOBI ¢ ipoHamu [1]. OgHAKO MOATOTOBKA OMEPATOPOB TAKUX



CHCTEM COIpPsDKEHA ¢ BBICOKMMU 3aTpaTaMH U PUCKaMU, 4TO JeNaeT pa3padoTKy
UG POBBIX CUMYJIATOPOB KPUTHUECKH BaXKHOM 3a/1a4eil.

Llenpr0 MaHHOTO HCCIENOBaHUS ABISIETCS pa3paboOTKa M IporpaMMHas
peanu3anus CHUCTEMbl SMYJISIIIUM AHTUAPOHOBOIO PYXKbs, KOTOpask UMHTHPYET
KITIOYEBbIE (PU3UUECKHE TPUHIMUIBI €ro padoThl: KOHUYECKYIO Juarpammy
HAIpPaBJIEHHOCTH, YAaCTOTHYIO  CETKY, DJHEpPromnoTpedsieHne, a  TaKxke
o0ecrieunBaeT IMOJHOLIGHHYI0 OOpaTHyl0 CBs3b ¢ omnepatopoMm. Pabora
BBITIOJIHEHA B paMKax npoekta «Hebo-3emis» [2].

ApXHMTEKTypa MNporpaMmMHoil cucrembl. CucreMa @OCTpO€Ha 110
MOJlyJIbHOMY HPUHLUITY C HCIIOJIB30BAHUEM OOBEKTHO-OPUEHTUPOBAHHOTO
nojxoza. LlentpansHbiM Ki1accoM siBisgercss AWeaponBase (Hacnennuk AActor),
KOTOPBIN 00BEAUHSAET BCE MOACUCTEMBI: BBOJI, PU3UKY U3IIyUCHUs, SHEPTETUKY U
BU3YJIN3ALHIO.

Kimacc AWeaponBase oTBedaer 3a >KM3HEHHBIM LHKJI OpPYXKHUSA, €ro
SKUIHUPOBKY UTPOKOM, 00paObOTKY BBOJIa U YIPABJICHUIO pa0OThl KOMIIOHEHTOB.

Wcxonnbiii kox 1. 3aronoBounsii (aiin kiracca AWeaponBase
UCLASS()
class HEAVENEARTH API AWeaponBase : public AActor
{
GENERATED BODY()
public:
AWeaponBase();
virtual void BeginPlay() override;
/** Dxunuposxa opyacus uepokom */
void Equip();
void Unequip();
private:
/** Komnonenmor */
UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Components", m
eta=(AllowPrivateAccess="true"))
USkeletalMeshComponent* MeshComponent;
UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Components", m
eta=(AllowPrivateAccess="true"))
class UBatteryComponent* BatteryComponent;
UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Components", m
eta=(AllowPrivateAccess="true"))
UNiagaraComponent® SuppressionFXComponent;
/** [lapamempul opyorcus */
UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Weapon", meta=(
AllowPrivateAccess="true"))
TArray<FFrequency> Frequencies; // Maccus yacmomuuix mooynei
UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Weapon", meta=(
AllowPrivateAccess="true"))
float OrientationAngle = 20.f; // Yeon xomyca nopasicenus
UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Weapon", meta=(
AllowPrivateAccess="true"))
float MaxSuppressionDistance = 50000.f; // Makcumanvras oanbnocms (5 km 8 10
numax Unreal)



/** Cucmema 6600a Enhanced Input */
UPROPERTY (EditAnywhere, BlueprintReadOnly, Category="Input", meta=(Allow
PrivateAccess="true"))
UlnputMappingContext* WeaponMappingContext;
UPROPERTY (EditAnywhere, BlueprintReadOnly, Category="Input", meta=(Allow
PrivateAccess="true"))
UlnputAction*® SuppressionAction; // Heticmeue "llooasnenue"
/** [Ipueammvie memoowt */
void StartSuppression();
void StopSuppression();
void Suppression(); // Tatimepnas ¢ynkyus nooagnenus
void MakeTrace(); // Bvizoe aneopumma mpaccuposxu
TArray<FHitResult> ConeTraceMulti DecreasingSpheres(FVector Start, FVector
Direction);
¥
Krnacc ucnonssyer mexanusm taitmepoB Unreal Engine st tuckpeTHoro
BBITIOJIHEHUST TIPOBEPKH TMOPAKEHUSI W paspsna Oaraped, 4YTO HMHUTHUPYET
HCIIPCPBIBHOC U3JTYUCHHUC.
Kommonent  UBatteryComponent  comepX uT  JIOTUKY  paOOThI
akkymyssitopa. OH XpaHUT TEKYIIUH 3apsl, EMKOCTh U HANpPsDKEHHE, a TaKKe
npenocrasisier Metoa Discharge, peanusyromuii pu3ndeckyo MoAeINb pa3psia.

Ucxonnsiii kox 2. Peanu3zanus meroaa paspsiga 6batapeu
void UBatteryComponent::Discharge(float PowerWatts, float DeltaTime)
{
// [lposepka nanuuus 3apsoa
if (CurrentCharge <= 0.f) return;
//llepeeooum epems u3 ceKyHO 8 Uachl ¢ y4emom Macumaoa CUMyaisayuu
double DeltaTimeHour = (DeltaTime * DischargeMultiplier) / 3600.0;
// Pacuem nompebnennoco 3apsaoa 6 mAu: Q (mAw) = (P (Bm) *t (u)) /U (B) * 1000
// Ho ¢opmyna yorce exnrouaem nepesod. (P *t/ U)
double DischargeAmount = (PowerWatts * DeltaTimeHour) / Voltage * 1000.0;
// Ilpumensem paspso
CurrentCharge -= DischargeAmount;
CurrentCharge = FMath::Max(0.0, CurrentCharge);
// 'enepupyem cobvimue o1 oonosnenus Ul
OnBatteryPercentageChanged.Broadcast(GetPercentage());
}

[Tapametp DischargeMultiplier mo3BosisieT yCKOPUTH CUMYJISIIUIO pa3psiia
B y4EOHBIX LIEJISIX, HE UCKaXkash (PU3UUECKOM 3aBUCHUMOCTH OT MOIITHOCTH.

Peaqm3anms KJIWOYEBBIX MeXaHM3MOB. /i MOJEIUpOBaHUS 30HBI
nopaxkenus pazpaboran amroputm ConeTraceMulti DecreasingSpheres. B
OTIIMYME OT CTaHJApPTHOW  JIy4eBOM  TPACCUPOBKH, OH  HCIOJIb3YET
MOCJIEIOBATEILHOCTh Tepecekatomuxcss chep UIsl 3aMeHbl KOHYcCa, dYTO
3HAYUTENBHO 3P eKTUBHEE 111 00BEMHOTO OOHAPYKEHUS LIETIEH.

Ucxonnsiii ko 3. Peanu3anus anroputMa KOHYCHOM TPACCUPOBKHU
TArray<FHitResult> AWeaponBase::ConeTraceMulti_DecreasingSpheres(FVector St
art, FVector Direction)

{



D);

TArray<FHitResult> OutHits;
TSet<AActor*> UniqueActors; // [Ipedomepawenue 0yoauposanus yene

// Hapamempwr ancopumma
float TanHalfAngle = FMath::Tan(FMath::DegreesToRadians(OrientationAngle / 2.

float CurrentX = 100.f;  // Hauanvroe cmewenue om 0ynvHo20 cpes3a

float CurrentRadius = CurrentX * TanHalfAngle;

float MinRadius = 50.f;  // Munumanvuwui paouyc cgepol

// Hacmpotixa napamempog 3anpoca

FCollisionQueryParams Params;

Params.bTraceComplex = false;

Params.AddIgnoredActor(this);

Params.AddIgnoredActor(GetOwner());

FCollisionObjectQueryParams ObjectParams;
ObjectParams.AddObjectTypesToQuery(ECC Pawn); // Lleru - moavko o6vexmol

xnacca Pawn

// @opmuposanue ceomempuu chepul 05 3anpoca
FCollisionShape SphereShape;
SphereShape.ShapeType = ECollisionShape::Sphere;
FVector CurrentCenter = Start + Direction * CurrentX;
// OCHOBHOU YUK NPOX0OA NO KOHYCY
while (CurrentRadius > MinRadius && CurrentX < MaxSuppressionDistance)
{
SphereShape.SetSphere(CurrentRadius);
TArray<FOverlapResult> Overlaps;
bool bHit = GetWorld()->OverlapMultiByObjectType(
Overlaps,
CurrentCenter,
FQuat::Identity,
ObjectParams,
SphereShape,
Params
);
// Obpabomxa HatioenHbIX nepecedenui
for (const FOverlapResult& Overlap : Overlaps)
{
AActor* Actor = Overlap.GetActor();
if (Actor && !UniqueActors.Contains(Actor))
{
UniqueActors.Add(Actor);
FHitResult Hit;
Hit.Actor = Actor;
Hit.Component = Overlap.GetComponent();
Hit.Location = CurrentCenter;
Hit.Distance = (CurrentCenter - Start).Size();
Hit.bBlockingHit = true;
OutHits.Add(Hit);
I
// [epemewernue k credyoujeti mouxe 00/1b OCU KOHYCA
CurrentX += CurrentRadius; // Ilepekpvimue cghep 015 uzdesxircanus nponyckos



CurrentRadius = CurrentX * TanHalfAngle;
CurrentCenter = Start + Direction * CurrentX;

}

return OutHits;

}

Ucnons3zoBanne TSet s  XpaHEHUS  YHUKAIBHBIX  OOBEKTOB
06CCHC‘H/IBaCT, YTO Kaxaas LEJIb 6y,Z[eT 3aCuruTaHa TOJIbBKO OJHH pa3 3a HUKI
IMOJaBJICHUA, YTO COOTBCTCTBYCT (1)I/ISI/IKC HCIIPCPBIBHOT'O BO3HCﬁCTBHH.

Oyukius Suppression, BbI3bIBaeMasi MO TalMepy, OOBEAMHSET BCE
MMOACUCTCMBI: IIPOBCPKY COCTOAHUA, PaACUCT HOTpC6HSICMOﬁ MOIIIHOCTH,
TPacCUPOBKY M pa3psi OaTapeu.

Ucxomnsiit koa 4. OcHoBHAs (YHKIUS TOJABICHUS

void AWeaponBase::Suppression()

{

// [Iposepka ycnosuii.: opyicue 8KIIOUEHO U eCmb 3apsio
if ('bIsEnabled || !BatteryComponent || BatteryComponent->GetPercentage() <= 0.f)
{
// Aemomamuueckoe omkitouerue nooasieHus npu paspsoe
StopSuppression();
return;
}
// Pacuem cymmapmoti nompeonsiemMol MOWHOCMU aKMUBHbIX YACMOM
float TotalPower = 0.f;
for (const FFrequency& Freq : Frequencies)

{
if (Freq.bIsEnabled)

{
TotalPower += Freq.Power;
}
h

// Buinonnenue mpaccuposxu

TArray<FHitResult> Hits = MakeTrace(); // Bvizbigaem onucannwiii aneopumm
// Obpabomka pe3yromamos nonadanuti (nepedaia 6 OpoHwl, IQgdexkmul u m.o.)
for (const FHitResult& Hit : Hits)

{
if (IDronelnterface* Drone = Cast<IDronelnterface>(Hit.GetActor()))
{
Drone->ApplySuppression(TotalPower, Frequencies);
;)
// Paspsao 6amapeu

float DeltaTime = GetWorldTimerManager().GetTimerRate(SuppressionTimerHan
dle);

BatteryComponent->Discharge(TotalPower, DeltaTime);

// Obnosnenue Ul

if (WeaponWidget)

{
WeaponWidget->SetBatteryPercentage(BatteryComponent->GetPercentage());
// Buzyanvnas: yeem sghghexma 3asucum om nanuuus yenetl
bool bHasTargets = Hits.Num() > 0;



UpdateFXColor(bHasTargets);
3

[lepexmroueHne B pexuM npulenuBaHus (aHanormunbli  ADS B
CTPEJIKOBBIX CHMYJISITOPAax) HM3MEHSET NapamMeTpbl KaMmepbl ISl MOBBIIIECHUS
TOYHOCTU HABEJICHUS HA yIAJIEHHBIE 1IEIIH.

Ucxoansiil kog 5. AKTUBAIUS peKUMa MPULICTUBaHUS
void AWeaponBase::StartAiming()
{
// Ilonyuenue ccollok HA u2poKa u KOHMpPoiep
APlayerBase* Player = Cast<APlayerBase>(GetOwner());
APlayerControllerBase* PlayerController = Cast<APlayerControllerBase>(GetPlay
erController());
if (!Player || !PlayerController) return;
// Omobpadicenue cuavinepckozo npuyena (ScopeWidget)
if (ScopeWidget)
{

h
if (PlayerController->GetCrosshairWidget())

{
PlayerController->GetCrosshairWidget()->SetVisibility(ESlateVisibility::Hidden);

h

// U3menenue nons 3penus kamepol (FOV) ons a¢pghpexma "3yma”
Player->GetCameraComponent()->FieldOfView = 10.f; // Veenruuenue 9x
// CHudHCeHUe 4y8CMEUmMenbHOCHU Mol 0I5l MOYHO20 NPUYETUBAHUS
float DefaultSens = Player->GetDefaultSensitivity();
Player->SetSensitivity(DefaultSens * ScopeSensitivityMultiplier);

}
void AWeaponBase::StopAiming()

{
APlayerBase* Player = Cast<APlayerBase>(GetOwner());
APlayerControllerBase* PlayerController = Cast<APlayerControllerBase>(GetPlay
erController());
if (!Player || !PlayerController) return;
// Bozepam cmanoapmnozo unmepgetica
if (ScopeWidget)
{
ScopeWidget->SetVisibility(ESlateVisibility::Hidden);
}

if (PlayerController->GetCrosshairWidget())

{
PlayerController->GetCrosshairWidget()->SetVisibility(ESlate Visibility:: Visible);

}

// Boccmanosnenue Hopmanvuozo FOV u uyecmeumenvrHocmu
Player->GetCameraComponent()->FieldOfView = 90.f;
Player->SetSensitivity(Player->GetDefaultSensitivity());

b

JKCNepUMeHTA/IbHBIE pe3yJbTaThl. J[Is mpoBepku paszpaboTaHHOMN
CUCTEMBbl  MPOBEACHBI  HUCCIEAOBAaHUS IO  JBYM  HaIpaBJICHHSIM:

ScopeWidget->SetVisibility(ESlate Visibility:: Visible);



IPOU3BOAUTENLHOCTh AJITOPUTMA TPACCHUPOBKA M TOYHOCTH MOJETH OaTapeu.
Pe3ynbTaTel TECTUPOBAHUS MIPEACTABICHBI B TAOIHILIE 1.
Tabsuua 1. Bpems BbINOJHEHUS aIrOpUTMa TPACCUPOBKHU

KomuuectBo Bpema Kommuectso ITpomenT ot
. BBITIOJTHCHUS irepamii chep OroKeTa Kaapa
! (Mc) (16.6 mc)
1 0.08 28 0.48%
10 0.11 28 0.66%
25 0.14 28 0.84%
>0 0.19 28 1.14%

PesynbraTthl  MOKa3bIBAlOT, YTO  aJITOPUTM  OOJIAJJa€T  BBICOKOM
3 PEKTUBHOCTHIO, MPU STOM POCT BPEMEHU BBHITIOJIHEHUS MPU YBEIUYEHUU
KOJIMYECTBA 11eJIel BbI3BaH 00pa0OTKON Pe3yIbTaTOB MEPECECUCHUs], & HE CaMUM
3anpocoM. KonnuectBo urepanuii chep ocTa€rcs MOCTOSHHBIM JISl 3aIaHHOU
nuctaniuu (500 m) u yraa (20°).

JI1s IpOBEpKU TOYHOCTU MOJEIM SHEPronoTpedaeHus ObLIO MPOBEACHO
CpaBHEHHE pPACUETHOTO BPEMEHU padOThl aKKyMyJsiTopa C pe3yJibTaTaMu
CUMYJISIIMU. B KauecTBe MCXOMHBIX JAHHBIX HCIOJIL30BAIUCH MApaMeTPbl, MPU
KOTOPBIX EMKOCTbh akKyMmyJisitopa coctasisiia 6000 MA -4 npu Hanpsikenuu 14.4
B, a MomHOCTh 0IHOM YacTOTHI ObLIa MpuHATa paBHOM 50 BT.

Ucxons w3 3TUX JaHHBIX, pacdy€THOE BpeMs HEMPEpPBIBHOW pabOThI

onpenensiock mo ¢opmyse T = PC - U, 4To NIpU MOJCTAaHOBKE 3HAYCHUN MaéT
6000-14.4

50
paboTe C OJHOW aKTUBHOW 4YacTOTOM OBLUIO 3a(MKCUPOBAHO BpeMs paspsija,

coctaBuBliee 28.7 MuHyThl. [lonydyeHHOE 3HaUYE€HHE COOTBETCTBYET PACUETHOMY
C y4y€TOM  HCIONb30BaHUA  Kod(h(UIMEeHTa  YCKOPEHHS  CHUMYJSLUU
DischargeMultiplier = 10. [Ipu BKJIIOUEHHHM ABYX YacTOT, YTO COOTBETCTBYET
cymmapHoit momHoctd 100 BT, BpeMs paOoThl B CUMYJISIIUM COKPATUIIOCH O
14.4 MUHYTBI, YTO IEMOHCTPUPYET JINHENHYIO 3aBUCHUMOCTh BPEMEHU Pa3psaaa OT
noTpedsieMO MOIIIHOCTH U MOJIHOCThIO COOTBETCTBYET (PU3NYECKON MOJIETIH.

3akiouenue

B xome pabotel pa3paboraHa 00BEKTHO-OPHUEHTHPOBAHHAS APXUTEKTypa
CUMYJISITOpa aHTHUAPOHOBOTO pyKbsi Ha 0aze Unreal Engine 5, Bkimtowaromias
kiacc AWeaponBase wu komnoHeHT UBatteryComponent. Ilpemnoxken
OPUTHHAJIbHBIN aJITOPUTM KOHYCHOM TPACCUPOBKU
ConeTraceMulti_DecreasingSpheres, KoTopblii 3a CY€T 3aMeHBI KOHYyca
MOCJIEIOBATENBHOCThIO C(ep 00ecrneunBaeT BBICOKYIO MPOU3BOIUTEIBHOCTD
(menee 0.2 Mc mpu OATUAECATH LENSAX) U TOYHOCTh OOHapyxeHus. Co3znanHas

~ 1728 munyT (pu TOKE pa3psaa g = 3.47 A). B xoie cuMyJISIIIUU TIPU



MOJIENIb JHEPTroNmOTPEOJIECHUsT CBS3BIBAET MOITHOCTh HW3IYYCHHS] C Pa3psaoM
Oarapeu, 9TO CYIIECTBEHHO Il o0y4eHus omepatopoB. CucteMa MOXET OBITH
MHTETPUPOBAHA B KOMILUIEKCHBIE TpeHaXEPHI. JlanbHelue ucciaeqoBanus OyayT
HaIpaBJICHbl HA PEAN3AIMI0 MHOTOIOIb30BATENIBCKOIO PEXUMA U 3arpy3Ky
peanpHbIX NaHHBIX Tenemerpun bITJIA.
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