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OCOBEHHOCTU PASBPABOTKU AJITOPUTMA A* B
NTPOBOM IIPNJIO2ZKEHUNN

Cmamwsa nocssuiena uccaedosaruto ocobennocmett unmezpayuu aszopumma A* 6 uzposwvie npunosicerus. Paccmomperivi

KANOHUEBDLE ACTEKIDL ONMUMU3AUUY, npouaeo&umeﬂbuocmu, at)anmauuu K QOUHAMUYECKUM uzsposviM YcaouAM, 6’1)&60[)(1 96-
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6(L/L(ZHCy Me:)fcdy CKOpPOCmMbIo BHIUUCAEHUT U TNOYHOCTDIO NOUCKA nymu, a maxaitce memodam MUHUMU3AUUY BAUAHUA AN~

20pumma ma uzposoti npouecc. Peayavmamot uccaedosarus demoncmpupyrom nomenyuan aszopumma A* daa cosdarnus

PEAAUCTNUMHBLT U QOUHAMUYHDIL ULPOBBIL CPED.
BBEJEHUE

Anropurm A* npusnan BbICOKO3(MD(EKTUBHBIM
METOJIOM MOUCKA, ONTUMAJIBHBIX MAPIIPYTOB B UTPOBBIX
NIPUJIOKEHUSIX, TJI€ KPUTUIHBI CKOPOCTb W TOYHOCTD
BbIUKC/IeHUH. Fro OCHOBHOE MPEMMYIIECTBO 3aKJII09a-
eTcsd B KOMOWHAIIMU 9BPUCTUYECKOrO AHAJM3a U CTPO-
roro y4uéra cTOMMOCTH mepemertienns. OIHAKO BHeIpe-
HU€e aJI'OPUTMA B JIMHAMUYIHbBIE UTPOBbIE CPEJIbl TPeDy-
€T aJaNTald K cuenuduIecKUM yCIOBUAM, TAKAM KaK
U3MEHSTIONIUECS] TIPENSITCTBUS, MHOTOCJIOWHbBIE KAPThI 1
OTPAHUYEHHBIE BLIYUCIUTETHHBIE PECYPCHI.

I. OHTI/IMI/ISALH/IH ITPON3BOAUTEJIbHOCTU

[ToBbimmenre cKOpOCTH PAbOTHI AJTOPUTMA JIOCTH-
raeTcs 3a CIET KOMOWHAIIMU CTPYKTYP JIAHHBIX U CTPa-
Teruil pacupe/iesienus pecypcos. Hampumep, nBondnast
Kyd4a MUHUMU3UPYET BPEMEHHYIO CJIOZKHOCTD OITEPAIIMii
¢ npuopurersoii ogepensio (O(log n)), o anbrepua-
TUBO# MOXKer ciykuTh Fibonacci heap, camxkarormas
BpeMs u3Bsedenus munumyma 10 O(1) B cpegnem ciry-
qae.

Jlokanm3anus MOMCKa COKPAIAET BBIYUCIATEb-
HBIE 3aTPAThl: BMECTO MOJIHOTO CKAHUPOBAHUST KAPTHI
AJICOPUTM OI'DAHIIMBAETCH 30HOH B pajamyce N y3i0B
OT TeKymeil mo3uruu. B urpax ¢ OTKPBITBIM MUPOM
MPUMEHSIOT CEKIIMOHUPOBAHUE KAPThI, TJIE TIOUCK Iy TH
BBITIOJTHSIETCST BHYTPU OTJIEJBHBIX PETHOHOB, 8 CTHIKOB-
Ka MeX Iy HuMU 00pabaThIBAETCS OTAEIBLHO.

K»smuposanue myTeit s 9acTo IepeMearoninx-
cst 06bexToB (NPC) yMeHbIIAeT MOBTODHBIE BBIUHC-
stenusi. Hanpumep, 8 MMO-urpax myTtu Mexiy KJIro-
9EBBIMU TOYKAMU COXPAHSIOTCS M OOHOBJISIFOTCSI ACUH-
xporHo. s nquHaMmaeckux cpen, 3pHEeKTUBEH aaro-
purMm D Lite*, KOTOpEIil mepecunThIBaeT TOIBLKO H3Me-
HEHHbBIE YIACTKU IIyTH.

[Mapansnenbusie Berauciaenus: #a GPU yckopsiior
MacCCOBYIO 00paboTKy y3yi0B. Hampumep, Bhraucsenue
9BPUCTUK JJIsl THICSY Y3JI0B MOXKHO PACIIPENIEJIUTh 10
anapam GPU ¢ ucnonbzosanuem CUDA mimm OpenCL.
B nuxkke Unity momobubie 3a1a4u peaan3yoTcs Iepes
Compute Shaders, uro camkaer narpysky ma CPU[1].

II. AJANTALMSA K UTPOBOW JIOTUKE

JlunamMudeckne M3MEHEHWs UTPOBOTO MUPa Tpe-
OyIOoT peakTHBHOIO 0OHOBJIeHNS rpada HaBuramun. Ha-
[pUMeEp, TIPU Pa3pyIIeHU: 3JaHUs aJTOPUTM JIOJI?KEH
MI'HOBEHHO WCKJ/IFOYUTH COOTBETCTBYIOIINAE Y3JIbI U3

rpada. st 5T0r0 IpUMEHSIOT NHKPEMEHTAJIbHbIE Me-
TOJIbI, TAKUE KaK «JIEHUBOE» OOHOBJIEHUE, [P KOTOPOM
M3MEHEHUs YIUTHIBAIOTCST TOJBKO IIPH CJIEIYIOMEM 3a-
IIyCKe TIOUCKA.

MHoroc/ioiiHble KapThl C PA3JAYHBIMUA THUIIAMU
MecTHOCTH (BOfa, 60s10Ta) TPEGYIOT BBEJEHUS BECOBBIX
ko3 purmentor. Hampumep, B cTparernsax mnepemerte-
HUE 110 TOPaM MOYKET YBEJUIUBATH CTOUMOCTD IIyTU B
3 pasa, 9T0 yunThiBaeTcsa B GyHKIUM cronMoctu g(n).
s cumynsnuu peanuctuanoro noseenusi NPC BBo-
JISIT KOHTEKCTHO-3aBUCUMBIE Beca — HaIpuMep, u3bera-
HUE 30H C BPAXKECKUM TATPYJIUPOBAHIEM.

OBpuctrdeckue (QYHKIUMN TOAOUPAIOTCS B 3aBU-
CHMOCTHU OT TOIOJIOTHU KapPThI:

® DBKJINIOBO PACCTOSHUE MOAXOIUT /it 3D-Mupos
C MPOU3BOJILHBIM TIEPEMEITIEHUEM;

o MaHX3TTEHCKOE PACCTOSTHIE ONTHMAILHO JIJIsT Ce-
TOK C OPTOTOHAJBHBIM JBUXKEHHEM (IIaXMaThl,
HOIIArOBBIE CTPATEINN );

e JlnaronanbHast spuctuka (Octile) mpumensiercs
B CETKAaX, I[JIe PA3PEIIEHO JIBUXKEHUE 110 JUaroHa-
JIN.

st urp ¢ HecraHIapTHON reomerpueil (Hampumep,
IUIaHETAPHBIE KAPTHI) UCIIOJIb3YIOT a/IAlTUBHBIE 9BPU-
CTHKH, yUUTHIBAIOIINE KPUBU3HY HOBEPXHOCTHU[2].

III. 29BPUCTUYECKUE OYHKIIMU U UX

KAJIMBPOBKA

9pucruka h(n) gomkHa OBITH JOIMYCTHMOI H
MOHOTOHHOI ,9TOOBI TapAHTUPOBATH ONTUMAJIHHOCTD
nytu. Hapyimenne 3tux ycjaoBuil mHpuBOIUT K CyOOI-
TUMAaJIbHBIM MapHIpyTaM.

JuraMudeckasi KaJuOPOBKA SBPUCTUKH IO3BOJISI-
€T aJIAlTUPOBATHCS K M3MEHSIIONMMes ycaosusaM. Ha-
[IpUMeDp, B UI'PaX € HOTOJHBIME 3P dEKTaMI CTOMMOCTD
IIEPEMEIIEHNS 110 I'PSI3U MOYKET YBEJINIUBATHCS BO Bpe-
Msl JOXK s, 9TO Tpebyer Koppekiuu h(n).

KombunupoBanuble 9BPUCTUKH, TaKue Kak B3Be-
IIIeHHAs] CyMMa MAaHX3TTEHCKOIO M 3BKJINJOBOIO pac-
CTOSIHU{I, HOBBIIIAIOT TOYHOCTh B I'MOPHUIHBIX CPeJax.
OxcnepuMeHThl B JBmkKe Unreal Engine nemoncTpu-
pytor, uro koddpduiment 0.7 g 3skaungopoinr u 0.3
JITsT MAHXITTEHCKON 3BPUCTUK AT ONTUMAJILHBIN Oa-
JIAHC B OTKPBITBIX MHUPaX.

IV. MHOTOIMOTOYHOCTL 1 GPU-YCKOPEHUE

Pacnpenenenue 3amad Mexxly IOTOKaMHu TpeOy-
eT TIIaTeJbHON cuHXpoHn3anun. HampumMep, B 1BHKKe

80



CryEngine nya xaxxmoro NPC Boiaensercst OTaebHbII
MOTOK ITOWCKA MyTH, & OOHOBJIEHHUE Tpada BBITOIHICT-
Cs1 B OCHOBHOM IIOTOKE C HCIIOJIb30BAHUEM MBIOTEKCOB.

GPU-Bbrunciiennsi 3¢p@peKTUBHBI JjIsI MacCCOBOI
obpaborku nauubix. Bubsmoreka Thrust (CUDA) nos-
BOJISIET TIAPAJLIEJIBHO BBIYUCIATD IBPUCTUKA JIJI MUJI-
JINOHOB y3JI0B, COKpamas Bpemst noucka Ha 40-60%
B KpynHbIX Mupax. OHAKO Hepeada JAHHBIX MEXKLY
CPU u GPU moxkeT cTaTh y3KHM MECTOM, 9TO peIlia-
eTCsl Yepe3 MaMsiTh C HYJIEBBIM KOITIPOBAHUEM.

Ilis urp ¢ HU3KUM ypoBHeM jerajm3anuu (2D-
wardopmMepbl) gocrarodHo mysa norokos CPU, Torga
kakK B AAA-upoekrax (Cyberpunk 2077) 3aneiicrByior-
cs1 rubpuiable apxurekTypsl CPU-GPU.

V. BUBYAJU3ALUSA U OTJIAJIKA

WMucTpyMeHTBI BU3yasn3allid BCTPOEHBI B 0OJIb-
IMIMHCTBO WIPOBBIX JBMKKOB. Hampumep, B Godot
Engine MoxkH0 0TOOpazKaTh UCCIEMYEMBIE Y3JIbI, TEKY-
U Iy Th ¥ TPAHUIIBI IPENATCTBUN B PEKIME PEATHHO-
r0 BPEMEHHU. DTO HOMOTAET BBISBUTH AHOMAJINU, TAKHE
KaK «3allUKJINBAHUE» aJIl'OPUTMAa Ha ONPEeIeIEHHBIX Y3~
Jlax.

I[IpodunupoBanne ¢ wuCIOTBL30BAHUEM CPEJICTB
Bpoze Valgrind uian Intel VTune BoisiBister y3xue me-
cra. Hanmpumep, anaius MoxkeT oka3aTh, 9to 70% Bpe-
MEHU TPATUTCSI Ha BBIYUC/IEHNE 9BPUCTUK, YTO MOTUBH-
pyer ux nepenoc Ha GPU[3].

ABTOMATH3MPOBAHHOE TECTUPOBAHUE BKJIOYAET
CIICHAPUU C 3KCTPEMAJIbHBIMU YCJIOBUAMMU:
® JIADUPUHTHI C TYIIUKAMT;
® IMHAMHMYECKU I'eHepupyeMble IIPelsaTCTBUA;

® OJIHOBpEMeHHbI mmonck myTeit mist coren NPC.
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HOCTH W COBPEMEHHBIX BBIYUCIUTEIHHBIX METOJIOB PaC-
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BUSAX HEOIPEJIEIEHHOCTH.
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