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AnHoTanusi. B cTatbe paccMaTpuBAarOTCSI OCHOBHBIE METOABl MOJEIMPOBAHUS TOBEICHUS
HeurpoBeix mnepcoHaxkedt (NPC) B Bujeourpax: KOHEUYHBIE aBTOMATHI, JEPEBbsS MOBEACHUS,
IUTAHUPOBINUKA U MOIXOBI HA OCHOBE MAIIMHHOTO 00y4eHHUs. [IpOBOIUTCSA UX CPABHHUTCIBHBIH
aHAJIU3 TI0 KPUTEPHUSIM MPOU3ZBOJUTENLHOCTH, THOKOCTH U peanu3yeMocTH. lIpemiokeHbl
PEKOMEHIAIIMH 110 BEIOOPY METO/Ia B 3aBUCUMOCTH OT THITA HTPOBOTO MPOCKTA.

KiaioueBble cjioBa: HEUTPOBLIC MNEPCOHAXKMU, I/ICK}’CCTBGHHLIIZ HWHTCJUJICKT B UIrpax, KOHCYHBLIC
ABTOMaAThI, A€PEBbs MOBCACHU A, MAILIMHHOC o6yquI/Ie, TMOBEACHYECCKOC MOACTINPOBAHUC

Beseoenue. Heurposoie nepconaxku NPC (Non-Player Characters) sigiisitorcssi HeoTheMIeMOM
4aCThIO COBPEMEHHBIX BUJICOUTD. X MoBeeHNE BO MHOTOM OIIPEAEISAET UTPOBOU OIIBIT: JOCTaTOYHO
pPEUINCTUYHOE M HENpPEeJCKa3yeMOe IOBEIECHUE MEPCOHAXKEH COo34a€T OILYyIEHUE >KUBOTO MHUpa,
TOrJa Kak MPUMHUTHUBHBIE PEAKIIMK CHUKAIOT NorpykeHne. C poCcTOM BBIYMCIUTENIBHBIX MOIIHOCTEN
U YCIIO)KHEHHEM WTPOBBIX CIIEHApUEB TPEOOBaHMS K CHCTEMaM MCKyccTBeHHOro mHTemiekta NPC
CYIIECTBEHHO BO3pOCIH. Pa3paboTUMKKM BBIHYKIEHBI HCKaTh OallaHC MEXJY BBIYMCIUTEIbHON
3 PEKTUBHOCTBIO, PEATUCTUYHOCTHIO TOBEAECHUS M CIOXHOCTBbIO peanusanuu. Kpome Toro,
Pa3BUTHE UTPOBBIX TEXHOJIOTUN U POCT OXKHUAAHUN UTPOKOB TPEOYIOT COo3AaHUsI BCE OoJiee CII0KHBIX
MoJieiel ToBeIeHUs], CTIOCOOHBIX UMUTHUPOBATH JIEMEHTHI YEJIOBEUECKOT0 MIPUHATHUS PEIIeHUH.

3anaua monenupoBanus noseneHuss NPC cBoautcs Kk popManbHOMY ONUCAHUIO MPaBUI, 110
KOTOPBIM NEPCOHaX BOCIPUHUMAET UTPOBYIO Cpely M BbIOMpaeT AaibHeimue aewcTBus. Beibop
MNOAXOJAIIEr0 METoJa BIMSET HE TOJbKO HAa KayecTBO I[OBEACHMS, HO M Ha OOIIyIo
MPOU3BOJUTENIBHOCTh UIPBl, TPYAOEMKOCTh pa3pabOTKU M HOMJEPKKU HUIPOBOM  JIOTHUKH.
CymecTByronie MOAXOABI 3HAYUTENIBHO BapbUpPYIOTCS 10 YPOBHIO CJIOXHOCTH — OT
JETEPMUHUPOBAHHBIX KOHEYHBIX aBTOMATOB JI0 aJJalITUBHBIX HEMPOHHBIX CETEH.

Llenp naHHOM pabOTHI — MPOBECTHM CUCTEMATHUECKUIl CpaBHUTENBHBIM aHaAlU3 Haumbosee
pacnpoCcTpaHEHHBIX METOAOB MojenupoBanus noBefeHuss NPC, BbIABUTH UX JOCTOMHCTBA H
HEJIOCTaTKH, a TAK)XXe ONpPeAeuTh o0sacTi Hanbosee 3(h(HeKTHBHOTO MPUMEHEHHUS KaXKA0T0 MOIX0/a
B 3aBHCHMOCTH OT MacITada 1 ’KaHpa UTPOBOIO MPOEKTA.

Ocnoenasa yacms. Koneunsie aBromatsl FSM (Finite State Machines) — oquH U3 crapediux u
HanOoJiee MIMPOKO MPUMEHSIEMbIX MeT010B MozaenupoBanus noseneHus NPC. Ilpunumn paGoTs
FSM ocHoBaH Ha pa30MeHHM BCEro IOBEJIEHUS MEpPCOHaka Ha KOHEYHOE YHCIIO COCTOSIHHMM
(HampuMep: «IaTpyJIUpOBaHUE», «IIPECIEOBAHUEY, «aTaKa», «OTCTYIJICHHE»), MEXIy KOTOPBIMU
OCYIIECTBIISIOTCS MEPEXO/IbI PU BHIMOJIHEHUN ONPeAeNEHHBIX ycaoBuii [1].

I'maBHpiM  poctomHcTBOoM FSM  gBisercs  mpocrora  peanu3alid U BBICOKast
MPOM3BOIUTENILHOCTh: BBIUYUCIUTENbHAs! CTOUMOCTh OOHOBIIEHHSI COCTOSIHUSL areHTa MUHHMAJIbHA.
Kpowme Toro, noenenue NPC nerko npeackasyemMo 1 mpo3pavHo ¢ TOUKH 3peHus pa3paboTyrKa, YTo
CYILLECTBEHHO YIIPOLIAET OTIAAKY. TeM HE MeHee, 110 Mepe ycillokHeHus JIoruku FSM nipeBparaercs
B TPYIJHOIIPOTHO3UPYEMOE «CIAreTTH COCTOSIHUI»: KOJIMYECTBO MEPEXOJOB PACTET KBAaIPATUYHO
OTHOCHUTEJIBHO YNCJIa COCTOSHUM.

Jis cmsryeHus STOH IPOOJIEMBI MCIONB3YIOTCS HMEpapXMUYeCKHEe KOHEYHbIE aBTOMAThI
(HFSM), rme coctosiHus MOTYT COAEpXaTb IOJACOCTOSHUS, YTO IO3BOJSET CTPYKTYpHUPOBAaTh
noBeJieHHe 1o ypoBHAM abctpakiun. HFSM mmpoko npumenstores B urpax sxanpa RTS u myrepax
OT MEPBOrO JHIA, e TpeOyeTcs MOAJAEp)KKa KaK BBICOKOYPOBHEBBIX CTpPATErMUECKUX, TaK MU
HU3KOYPOBHEBBIX TAKTUYECKUX COCTOSIHHIM [2].
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Hepesbs nosenenus (Behavior Trees, BT) nonyunnu mmpokoe pacnpocTpaHeHHEe B UTPOBOM
UHAYCTpuU OJaroaaps ux MoAyinbHOCTH U untaemoctu. Ctpykrypa BT npencrasnser coboit nepeso,
Y376l KOTOPOTO JAeNsTcs Ha ympasisomue (Sequence, Selector, Parallel) m nmcroBeie (Action,
Condition). O6xox nepeBa OCYIIECTBISIETCS CBEPXY BHU3, U KQXKIBIA y3€J1 BO3BpAIaeT OAHO U3 TPEX
3HadeHwuit: Success, Failure mwim Running [3].

[To cpaBuenuto ¢ FSM nepeBpsi moBeseHUs] 3HAUYUTENBHO MPOIIE MACIITaOUPOBATh: HOBBIC
MOBE/ICHU 100aBIIAIOTCS KaK HOBbIE BETKH 0€3 HEOOXOIUMOCTH IepecMaTpUBaTh CYLIECTBYIOLIYIO
noruky. KiroueBbIM apxutekTypHbIM fononHeHneM Kk BT sisercs «uéphas nockay (Blackboard) —
olliee XpaHWIHILE JaHHBIX, K KOTOPOMY OOpamaroTcsl OTAEIbHBIE Y3JIbl JepeBa. ITO MO3BOJISET
peaTM30BEIBATh CIOXKHYIO pa3JeliieMyl0 JIOTUKY 0e3 M30BITOYHOrOo nyOnupoBaHus naHHbIX. BT
akTUBHO npuMenstoTces B AAA-mipoekrax: Halo 2, Spore, cepun Uncharted u MHOTHX ApyTrHX.

HenocraTkom sBisieTCSs HECKOJIBKO Oojiee BBICOKAsh BBIYUCIUTENbHAS CTOMMOCTH 10
cpaBHeHHMIO ¢ FSM, a Takke pHCK BO3HMKHOBEHHS JIOTUYECKHX OIIMOOK B TTYOOKO BIIOYKEHHBIX
JepeBbsiX. [ onTUMH3AIMN HEPEKO PUMEHSIETCS KIUTMPOBAHUE PE3YIbTATOB BHITIOIHEHHS Y3JI0B
MEXly KaJpaMu, 4TO [103BOJISIET U30€KaTh NOBTOPHOIO 00X0/ja HEU3MEHUBILNXCS BETBEH.

[Tnanuposimuku 3agad GOAP (Goal-Oriented Action Planning) — moaxo, pu KOTOpOM areHT
CaMOCTOATEINIBHO IIJIAHUPYET MTOCIIEN0BATEIBbHOCTD JEUCTBUN ISl JOCTUKEHHUS [IOCTABJICHHOM LIENH,
UCIOJIB3YSl aNropuT™M A*(3BpUCTUYECKUN alrOPUTM IIOHMCKA) B MPOCTPAHCTBE COCTOSIHMI Mupa.
Kaxxgoe neiicTBue omnuchiBaeTcs MpeayciaoBUsIMH U 3PQdeKTaMu, 4TO MO3BOJIAET IJIAHUPOBIIUKY
JUHAMUYECKH CTPOUTH LETOYKH JCHCTBUH, paHee HE MPEIyCMOTPEHHBIE pa3paboTUYMKOM SBHO [4].
GOAP obGecrieunBaeT BBICOKYIO THOKOCTh M ajmanTuBHOCTh: NPC crnocobeH pearupoBaTh Ha
HEOXXHJIaHHBIE U3MEHEHHS CUTyaluu, GopMUpYsT HECTaHIAPTHBIC PEIICHUs U3 JOCTYITHOTO Habopa
NPUMHUTUBHBIX AeicTBuil. [Ipumepom ycnemno# peamusanuu ciyxutr urpa F.E.A.R. (Monolith
Productions, 2005), rne GOAP oGecrieun BIeYaTisAoNIee TAKTHISCKOE MTOBEACHUE MPOTUBHUKOB,
KOTOpPO€ BOCIPUHUMAJIOCh WUIPOKAMU KaK BBICOKOWHTEIUIEKTyaJIbHOE Jake MPU OTHOCHUTEIHHO
HEeOO0JIBIIIOM Ha0Ope JOCTYIHBIX IeHCTBUM.

BoruncnuTenbHas CTOMMOCTD IJIAHUPOBAHUS MOXKET OBITh 3HAUUTEIBLHON IPU OOJIBIIIOM YHUCIIE
OJIHOBPEMEHHO AKTHMBHBIX ar€HTOB U JUIMHHBIX LEMOYKax JAedcTBUid. Ha mpakThke npuMeHstoTcs
OrpaHHYEHUs TTTyOUHBI TOMCKA U TPEBApUTEIbHOE pa30reHne Lielel Ha mo13a1auu ISl CHUYKEHUS
Harpy3Ky Ha TMJIAHUPOBIIHUK.

C pa3BuTHeM HEWPOHHBIX ceTell W MeToZoB 00ydeHus ¢ noxakperuieHueM (Reinforcement
Learning, RL) B urpoBoil uHAycTpuu BCE aKTUBHEE MCCIEAYIOTCS MOAXobl K co3ganuio NPC Ha
OCHOBE MAIlIMHHOT'O 00Y4YeHHUsl. ATeHT 00y4aeTcs IOCPEACTBOM B3aUMOJIEHCTBHS C UTPOBOM CpeJIoi,
1oJIyyasi CKaJIIpHOE BO3HArpaXkJieHUe WK Tpad 3a CBOU JIEHUCTBUS, U MOCTENIEHHO BbIPa0aThIBAET
ONTUMAJbHYIO MOJUTUKY MTOBeAEHUs [S].

Haubonee u3BecTHbIMU JeMOHCTpalusiMu Bo3MoxkHocTe RL B urpax sistoress AlphaGo
(DeepMind), AlphaStar (StarCraft 1) u mpoext OpenAl Five (Dota 2), rae areHTbl JOCTUTIIH
CBEPXYEJIOBEYECKOTO0 YPOBHsS MacTepcTBa. B kommepueckux Buaeourpax npumeHeHue RL
OTPaHUYEHO HEMPEICKa3yeMOCThI0 OOYYEHHOTO TIIOBEACHMS, CIOXKHOCTBIO HUHTEPIIPETAllUUd H
OTNAJIKH, & TAK)K€ BHICOKUMHU TPEOOBAHUSMU K BBIUMCIHTEIBHBIM pecypcaM B Ipoliecce 00ydeHusl.
Tem He MeHee, aKTUBHOE pa3BUTHE CHELMATU3UPOBAHHBIX OUOIHMOTEK W WIPOBBIX JIBUYKKOB
MOCTETNEHHO YIPOIIAET HHTETPAIIUI0 METOA0B MAIIIMHHOTO O0YYEHHUs B peaJIbHbIE UTPOBBIE TPOEKTHI.

[lepcrieKTUBHBIM HamNpaBiIE€HUEM SBISETCS HCIOJIb30BAaHUE HMUTAIMOHHOTO OOy4YEeHHS
(Imitation Learning), mpu KoTOpoM areHT oOydaercsi Ha 3allMCaHHBIX JIaHHBIX TIOBEJICHUS YEJIOBEKa-
urpoka. JIaHHbIH MOJXO/ MO3BOJISET MONYYUTh OoJiee mpenckazyemoe nosenaenue NPC, coxpanss
MIPU DTOM YacTh aJaNTHUBHOCTH, MpucyIier metrogam RL [6].

Ha ocHOBaHMM pacCMOTPEHHBIX MOJIX0/I0B IPOBEIEM UX CPABHEHHE IO KIIFOUEBBIM KPUTEPHSIM:
MIPOU3BOIUTENBHOCTH, THOKOCTH, MaCIITA0UPYEMOCTH U CIIOKHOCTH peaTu3aliii.

KoHeuHble aBTOMAThl JEMOHCTPUPYIOT HAUBBICUITYIO TPOU3BOAUTEILHOCTh MTPU HAaUMEHBIIEH
ruOKOCTH; JIepeBbsl TIOBEJCHUS 00ECIIeYMBAIOT XOPOILIHA OalaHC MEXIy NMPOU3BOAUTEIBHOCTBIO U
Macimtabupyemoctbio. GOAP oGecreunBaeT BBICOKYIO aJalNTHBHOCTH IIEHOW JIOTIOJIHUTEIBHBIX
BBIUMCIIUTENBHBIX 3aTpaTr. MeTopl Ha OCHOBE MAIIMHHOTO OOYYEHHUsS MPEBOCXOJSAT OCTaJIbHBIC TIO
MOTEHLMAIbHOW THMOKOCTH, OJIHAaKO OCTAalOTCsl HauMeHee MpeicKa3yeMbIMU U Hauboiee
pecypco€éMKUMU TpU 00YUECHUH.
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Breibop merona wmonenupoBanusi noseneHuss NPC  1omkeH ompenenaTtbes HUCXOAs U3
0COOEHHOCTEN KOHKPETHOI'O MTPOBOTO MpPOeKTa. J[Jisi MPOCTBIX UTP C OTPAHUYECHHBIMU PECypCaMu
(MoOUIBHBIE TIATHOPMBI, UHIIU-UTPBI) peKOMeHIyeTcst mpuMeHenrne FSM nnu nepapxudeckux FSM
BBUJIY UX HU3KOU BBIYUCIUTEIIBHOW CTOMMOCTH U MPOCTOTHI pealiu3aiuu. s KpymHbIX TPOEKTOB C
OoraTblIM UTPOBBIM MHUPOM ONTHMAJBHBIM BBIOOPOM SIBIISIIOTCSI JIEPEBbSI MOBEJIEHUS, BO3MOKHO
nomnoiadeHHrle deMedTamMu GOAP.

Ha mnpakrtuke Hambosee pacnpOCTpaHEHHBIM pEIICHHEM SBISCTCS THOPUIHBIA MOIXOM:
JIEpEBbs MIOBEICHMS UCIIONb3YIOTCA KaK OCHOBHAs YIPaBJIAOLIAs CTPYKTypa, TOrJa Kak OTJAEIbHbIE
JUCTOBBIE Y3JIbI MOTYT 3ajeiicTBOBaTh GOAP 11 TOKaIbHOTO TUTAHUPOBAHUS MJIM HEUPOHHBIE CETU
JUISL CIELMAIM3UPOBAHHBIX 33]1a4 — HABUTALlMU B CJIOKHOM IMPOCTPAHCTBE, OLEHKH YPOBHSI YIPO3bl
T1M00 UMUTAIMH YEIOBEKOIOA00HOTO CTHIISI UTPphl. KpoMe TOro, COBpEMEHHBIC UTPOBBIC MPOCKTHI
BCE HaIle UCIOJB3YIOT KOMOMHUPOBAHHBIE APXUTEKTYPhl HCKYCCTBEHHOTO MHTEIIEKTa, B KOTOPBIX
pasnuuHble MeTo1bl MoAenupoBanus noseaeHuss NPC nononusatot apyr apyra. Takas apxutekrypa
COYETaeT MPEACKa3yeMOCTh U POU3BOIUTEIBHOCTh C THOKOCTHIO 00JIee CII0KHBIX METOI0B |3, 4].

MeToapl  MamIMHHOTO — OOy4YeHMsI  Ie1ecooOpa3HO  paccMaTpuBaTh B KaydecTBe
HKCIIEPUMEHTAJIbHBIX JOTIOJHEHUH, OCOOCHHO B MPOEKTAX C MPOLIEyPHOU TeHepalel KOHTEHTa U
aJanTUBHBIM OamaHcoM cioxkHocTd. C  pa3BUTHEM MHCTPYMEHTAIbHOM 0a3bl U pPOCTOM
MIPOU3BOJUTEIHLHOCTU alMapaTHOr0 OOECTeUeHHsT OXHUAaeTcsl Oosiee mHUpokoe BHenpeHue RL u
MMUTAIMOHHOTO O0Y4YeHUSI B KOMMEPUYECKUX UTPax B OJMDKaiiiiee AeCATUIICTHE.

3akntouenue. B pabore mpoBeAEH CpPAaBHUTENBbHBIA aHAINW3 YETHIPEX OCHOBHBIX METOOB
MOJICIUPOBAHUS TIOBEACHUS HEUTPOBBIX IEPCOHAXKEH B BUICOUTPAX: KOHEUHBIX aBTOMATOB,
nepeBbeB noBeneHus, GOAP-mnaHUpOBIIMKOB M METOJIOB Ha OCHOBE MAIIMHHOTO OOYYEHHS.
[TokazaHo, 4YTO KaXIObld W3 IMOAXOJOB 00JagaeT crnenu(puuecKuMU JTOCTOMHCTBAMHU U
OTpaHHYEHUSIMH, OIpeAeaIoNMMH  cepy ero mnpumeHeHus. Haubonee yHHBepcandbHBIM U
MPaKTUYECKH NPUMEHUMBIM B COBPEMEHHBIX IMPOEKTaX SBISETCS MOJXOJ Ha OCHOBE JE€PEBHEB
MOBEJICHUSI, KOTOPBI MOXET OBITh PACHIMPEH dJIEMEHTAMU ITUIAHUPOBAHMS JIJIi TOBBIIICHUS
apantuBHocTH NPC. MHTerpanus MeTooB MalIMHHOTO OOyueHUsl OCTa€Tcs aKTyajdbHOW 3amaueit
JaTbHEHIITNX UCCIIEOBaHUM B 00JIaCTH UTPOBOT'O UCKYCCTBEHHOTO MHTEIICKTA.
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Annotation. The article examines the main methods for modeling non-player character (NPC)
behavior in video games: finite state machines, behavior trees, planners, and machine learning-based
approaches. A comparative analysis is conducted based on the criteria of performance, flexibility,

and implementability. Recommendations are provided for choosing a method depending on the type
of game project.
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