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B oannoii pabome paccmampugaromcs OCHOBHbIE AN20PUNMbL, UCHONb3YEMble 8 Npoyecce co30anus uzp, 6 uacmuocmu 8 Unity u

Unreal Engine. O6cyscoaromes akmyanvHvle npooaemvl, 60O3HUKAIOUUE NPU NPUMEHEHUU OAHHBIX AN20PUMMO8 K CUCTeMAM

UZpPOBLIX 00BEKMO8 € cCUMyAAYUel PusuKu.

BBenenne

Hcronp30BaHre MCKYCCTBEHHOTO WHTEJUIEKTa B
MIPOM3BOCTBE UTP OXBATHIBAET CO3[JaHHUE KOHTEHTA, Pa3-
pabOTKY JIOTUKH U ONITUMHU3AIINI0 pabOYUX MPOLIECCOB.
Cpenu Haumboliee pacnpOCTPaHEHHBIX HWHCTPYMEHTOB
MOXXHO BBIIETIUTH cienytomue: NavMesh-anroputmer —
CHCTEeMa HaBUTAIIUH, ONMMCHIBAIONIAS Iy Th U3 TOUYKA A B
touky b B Buze nomronos; RVO/ORCA-anroputMsr —
JIoKajbHoe u3beranue kosumsuii; FSM, Behavior Trees,
Utility AI, GOAP — MeTObI IPUHATUSA PEILECHUI.

I. Kuaacc NavMesh

Kunacc NavMesh mipencrasisier coboii anropurm
MOCTPOEHHU I HABUT'ALIMOHHO! CETKH, UCTIONB3YIOIIHIA ajl-
roputM A*. OKpysKaiomas cpeja npeiCTaBIseTCs B BUIE
OPHEHTHPOBAHHOTO rpada, Tae y3jJ1aMH SABJISITCS CO-
CTOSIHUSI IEPCOHAXA, TO ECTh €ro NnosiokeHue. Kax i
CME:XHBIH y3e UccielyeTcs A0 JOCTUKEHNS KOHEUHOI
L€/ UM TYIHKA, IPU 3TOM COXPaHsAeTcs MHMOpMAaIUs
00 yXe IMOCEeIIEHHBIX y37ax. Eciin KoHeuHBli1 y3e coB-
MaIaeT ¢ UCKOMBIM, MapIIpyT CUATAECTCS HalJCHHBIM.
Anroput™m A* rapaHTUpyeT MUHUMAJbHYIO JJIMHY Iy TH,
€CJIM IBPUCTUKA (HaNpUMeEp, EBKJIMJOBO PACCTOSIHUE) HE
3aBBIIIIAET PEabHYI0 CTOUMOCTD. [Tpy 3TOM OH OOBIYHO
HCCIIeyeT MEHbIIE y3JI0B, YeM aJIrOpuTM JlefKCTpHI.

II. AJropuTMbl NPUHATHS pelIeHH

Bri60Op apXUTEKTYphl NPUHATUS PEIICHUil ornpe-
JesisieT TpaBaononoOue MmoBeleHus rmepcoHaxeil. Ko-
HeuHble aBToMaThl (FSM) s ek TuBHBI 17151 TIPOCTHIX
CIIEHAPUEB, OJJHAKO MPU MACIITAOMPOBAHUU BO3HUKAET
npobJieMa «B3pbiBa COCTOsIHUI». OHU MPEACTABISAIOT
coboii Habop cocTosiHuil (Hanpumep, «Oxunanue», «Pa-
60Ta», «OmmoKa»), COOBITHIT ¥ IEPEXOIOB MEX Ty HUMHU.

CoBpeMeHHBIM CTaHAAPTOM SIBJISIIOTCS JePEBbs TI0-
Benenus (Behavior Trees), o6ecnieunBaorme nepapxu-
YEeCKYI0 CTPYKTYpPY 3aJad U T'MOKYI0 NPHOPUTH3ALINIO
neiicteuii. B otiimuue ot FSM, oHY UMEIOT APEeBOBUAHYIO
CTPYKTYPY C OTHOIIICHUSIMU POJMUTETb—TOTOMOK.

III. Mpob6aemsl

KimoueBoii mpo6ieMoii ABISETCS «ApOoXkKaHUE» pe-
mieHuit (decision chattering) — yactoe nepekyoueHe
MeXIy paBHO3HAYHBIMU AedcTBUsMU. s ero ycrpa-
HEHUsI IPUMEHSIIOTCS] MEXaHU3MbI I'MCTepe3nca U Bpe-
MEHHBIE 3aJiepKKU. [Ipyroii BaskHBIN aclIeKT — pacChH-
XPOHM3ALS HABUTAIIMOHHOTO M (PU3UIECKOTO ypOBHEH:
aNropuT™M A* CTPOUT MyTh AJIs1 TOYKH, TOT/AA KaK (pu3nde-
CKUH ABUIKOK YUYUTBIBACT MACCY U UHEPHUIO, YTO MOXET
MPUBOJUTH K 3aCTPEBAHUIO OOBEKTOB.

JnHamMudeckoe OOHOBJIEHHE HABUT AlIMOHHOM CETKH
(NavMesh Re-baking) B pa3pymaemoii cpene co3gaér
BBICOKYIO Harpy3Ky Ha mpomneccop. Pemenuem siBisiorcs
rUOPHIHBIE TIOXO/IbI, COUYETAIOIINE [TI00aTbHOE IITaHH-
poBaHMe U JIOKaJIbHOE U36eranue croakHoBeHuit (RVO,
ORCA).

Hanpumep, anroputm ORCA ¢dopmupyet iuHei-
HbIe OTPaHUYEHUS U1 KaXKJOTO areHTa, Onpeesis J10-
IMYCTUMBIE CKOPOCTHU, IIPU KOTOPBLIX CTOJKHOBCHHA HE
NpOU30IIET. 3aTeM BHIOMpAETCsl CKOPOCTh, MAKCHUMAJTb-
HO 6JIM3Kas K KeJlaeMOoM, HO HaxofsImasicst B 6e30IacHoi
obmacTu.

IV. 3akamwoueHnue

Takum 00pa30M, MHTErpaLisi AITOPUTMOB MOKCKA
MyTH, IPUHSATHUS peIeHHA 1 M30eraHus CTOIKHOBEHUI
NO3BOJISIET CO3/1aBaTh aJalITUBHOE U PEATMCTUYHOE TIOBE-
neane NPC. JlanpHefiee pa3sBUTHE CBSI3aHO C HCTIONb-
30BaHKEM METO/I0B MAIIMHHOIO 00yUYeHMs U THOPUIHBIX
ApXUTEKTYP.
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