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NCKYCCTBEHHEII I/IH’II;I]%J%)&];{KT B KOMIIBIOTEPHBIX

Paccmampueaemc;z BAUAHUE UCKYCMBEHH020 UHMENEKTA 8 KOMNDIOMEPHBIL ULPAT HA U2POBYI0 undycmpwo, u daavHeti-

wee pa3sumue U UHHO8aAUUY u2p.

BBEJEHUE

Uckyccrennntii unresnekr (UU) — omma wus
KJIIOUEBLIX TEXHOJIOTHI B COBPEMEHHBIX KOMIIBLIOTEp-
meix urpax. OH OTBedaeT 3a MOBEJEHUE HEUTPOBLIX
nepconazkeit (NPC), azanranuio CJI0XKHOCTH, TeHEPa-
IUIO KOHTEHTA W CO3JAHME PEATMCTUIHOTO HTPOBOTO
ombITa. B 3TOM JI0K/18,/1€ MBI PACCMOTPUM OCHOBHBIE BU-
sl urposoro VI, ero mpuMeHeHne U MepClneKTUBDI pa3-
BUTHSI.

I. Pouab UM B UrrPAX

Urposoit NN pernraeT HECKOJBKO BAXKHBIX 3a-
nag: 1.Yupasneane NPC: I kouTposmpyer mosee-
HU€ MPOTUBHUKOB, COIO3HUKOB W HEUTPAJBHBIX II€D-
cOoHasKel, obecrreunBast UX PEATUCTUIHOE B3aMMOJIei-
CTBHE C UTPOKOM U OKpyzKaionuM mupom. 2.11nanupo-
Banue jeiicreuit: IV orBevaeT 3a Takue acIeKThbI, KaK
[IONCK IIyTH U TaKTUKa B 0010, uro mo3sossier NPC
MIPUHUMATH OOOCHOBAHHBIE PEIIEHUsI B 3aBUCUMOCTHU OT
curyanuu. 3.JIunamuveckas aganrarmums: WUV moxer
U3MEHSITh YPOBEHDb CJIOXKHOCTU UI'PBI B 3aBUCUMOCTHU OT
HABBIKOB UI'DOKa, YTO JieJIaeT UTPOBOI Ipoliecc boJee
YBJIEKATEILHBIM U JOCTYIHBIM. 4.]'eHepaliust KOHTEeHTa:
WU ucnonb3yeTcs I CO3MaHUS TPOIETYyPHBIX MUPOB
7 CJIyYIaHBIX KBECTOB, 9TO YBEJINYNBAET PEUrPadesIh-
HOCTb W pa3HooOpasme uUrposoro ombita. H.MmMurarus
YeJIOBEYECKOTO TIOBe/IeHns: B MyJIbTHIIIIEEPHBIX UI'Dax
NN moxer ynpapisaTh OOTaMu, KOTOPbIE BeIyT cebst
KaK peaJjibHbIEe UT'POKHU, UTO MO3BOJISIET 3AII0JTHUTD IIy-
CTOTHI B UTDE.

II. OCHOBHBIE BU/IbI UTPOBOrO NN

JerepmurupoBannbie cucreMbl I 1. Koneunblie
apromarsl (FSM). Herko 3ajannble cocTosiHus (aTa-
ka/6ercrBo/oxumanue). IIpocrast jioruka nepexoJos.
2. Hepeebst nmosenenusi (Behavior Trees). Mepapxust
ycaoBuit u jeticreuii. [IpuMep: mpoBepka ucTaHIIAN
— araka. IIpumenenne: The Last of Us, Dark Souls
(Puc. 2). 3. Heuerkas soruka BeposiTHOCTHBIE perrie-
Husl. Ajanranus K yrpozam. Vcnosssyercs: Total War,
Civilization . Cucrembr mwianuposanust 1. GOAP. Ilo-
UCK OINTUMAJBHBIX JleficTBuii Jiyisi 1en. Peasmcrnd-
Hoe noesierne (F.E.A.R). 2. HTN. Pas6uska 3a/a4 Ha
nopzagaqau. Cioxuaoe nosegenue (Shadow of Mordor).
Mamunnoe ooyuenue 1. Heiipoceressie 6orbl. Anarra-
nust K urpoky. Ipumepsr: Dota 2, StarCraft II. 2. Te-
HETHYECKUE aJrOPUTMBbL. DBostorus noseaerust NPC.
ITpumenenne: Creatures, Galactic Arms Race

III. BYAVIIEE UCKYCCTBEHHOI'O UHTEJIJIEKTA

B UT'POBOM UHAYCTPUU

VYuubie NPC ¢ namsreio u smorusimu. NPC 6y-
JIyT 3aIllOMUHATH JefCTBUS UTPOKA M MEHSITh OTHOIIIe-
Hue (HampuMep, TOproser| HAaYHET n3deraTh Bopa). Tex-
nosiorun Bpojie Inworld AT u NVIDIA ACE yxke je-
JIAIOT [MAJIOTH peajucTudHee. J[MHAMUYECKHE MUPHI.
ZKuBoTHbBIE OYIyT OXOTUTHCSI U MUTPUPOBATH, & TOPO-
Ja — KUTh cBoel kusnbio. VM-nmomoruuk B pas3pa-
6orke. [eHeparysi OCMBICJIEHHBIX JIOKAIWA (He IPOCTO
DPYUHBI, & 3aMOK C UCTOpUEl). ABTOMaTU3aIus apToB,
kona, o3Byuku (Unity Sentis, ChatGPT). Ilepconasu-
3upoBaHHbI reiimielt CIoXKeT 1 Bparu aJIalTuPyOTCs
O/ CTHIIH UTPOKa, (GOJIBINe CTPAYKHUKOB JJIsl JTIIOOUTE-
as1 cresica). VIVI-KOMIAHBOHBI CMOTYT YUUThCS U JazKe
6ynroBarh. HoBble xxaupsl Urpsr, riue urpok — U, Bu-
pyc wm mudposoit pazym. NN-nupexrop (kak B Left 4
Dead), HO aHAJIM3UPYIOIKIT SMOIUU Yepe3 KaMepy UJjIn
Mukpodon. IIpobiembl Drudeckue Bonpochl (BUHA 3a
"cmepts"NPC). Texuuueckne orpanndenust (TpeSyoT-
cst morabie IIK u waTeprer). U cienaer urpbl »Ku-
BBIMU, HO Pa3pabOTINKaM IPEICTOUT PEIIUTh HEMAJIO
CJIO?KHOCTE.

IV. 3AKJ/IIOYEHUE

Urposoit UM mpomoirKaeT 3BOJTIOIMOHAPOBATD,
[I€PEXOJIA OT IPOCTHIX CKPUIITOBBIX CUCTEM K CJIOXKHBIM
HeifpoceTeBBIM aiaropurmMam. B OyayiieMm urpbl CTamyT
OoJiee aJAITUBHBIMU, 8 BUPTYaJIbHbIE IEPCOHAXKU OY-
JIYT ITOYTU HEOTJIUIUMBI OT PEAJIBHBIX JIFOEH. DTO Ipu-
BEJET K CO3J/IAHUIO YMHBIX BPAroB W COIO3HUKOB, JIH-
HAMHUYECKUX CIOXKETOB 0e3 MMOBTOPEHWI W IIOJIHOW CH-
mystsitinn " xuBoro"mupa. Vcrnop3oBanne MaIIMHHOTO
obyuenns mozsout UM anaau3upoBaTh MOBEIEHUE UT-
POKOB W aJallTHPOBaThCsl K WX CTUJIO WIPbl. Bparu
CMOTYT U3y4YaTb CTPATEIMHM UI'POKA U IOIACTPAUBATH-
cs TIOJT HUX, CO3/IaBasi yHUKaJIbHble TakTuKu. M Tak-
JK€ CMOXKeT T'e€HePHPOBATh KOHTEHT B PEaJbHOM Bpe-
MEHU, CO3/1aBas HOBbIE KBECTHI U JINAJIOTH HA OCHOBE
JeificTBUil UI'POKa, YTO CHEeJIaeT KaXKJIyI0o CEeCCUIO0 YHU-
KaJIbHOU. BupryasibHble miepcoHaku OyIyT pa3BUBaTh
CBOU OTHOIIEHUSI C UTPOKAME, 9TO JOOABUT TJIyOUMHBI
B3anMoieiicTBuio. VIrpbl cMOryT TpesjiaraTh mepcoHa-
JIN3UPOBAHHBIN OIIBIT, YIUTHIBAS IPEIIOUTEHNS KaXK-
joro urpoka. B urore, urposoit I cramer KI0ouoM K
CO3/IAHUIO TIOTPYKAIONINX U YBJIEKATEJIHHBIX UTD, KO-
TOpBIE OCTABAT HE3a0bIBAEMbIE BIIEUATICHUS.
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