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AHHOMayusa

MpeanoskeH NpakTUYecKMii Nnoaxoa K opMmnpoBaHmMIo cneumaan3mpoBaHHOro
Kopnyca UrpoBbIxX CLLeHapWeB Ha OCHOBE COYETaHUA PYYHOM Pa3METKM U NONyaBTOMa-
TUYECKOro NapcuHra NCXoAHbIX TeKCToB. MeToa 06beanHseT rpadpudeckunii peaakTop
ANA 3KCNEPTHOM Pa3sMeTKM, MOAY/NbHbIA Napcep, BbINONHAIOLWMN NEPBUYHYIO CTPYK-
TYPM3aLMIO UCXOAHbIX TEKCTOB Ha OCHOBE GOPMa/IbHbIX NMPABU U IBPUCTUK, a TaKKe
BM3Yya/IN3aLMIO CBA3EN Mexay cueHaMun. Takoe coyeTaHMe obecneynBaeT UtTepaTms-
HbIA UMK 3KCNEPTHOM BanMAaaummn, HeobXoaMMbIN ANA NONYYEHUA KOPPEKTHOIO U
BOCNpPOM3BOAMMOro Kopnyca.

Knrouessie cnoesa: NLP, pazpabomka sudeouzp, napcuHe, 8aaudayus, susya-

/A1U3ayus, u2possle cyeHapuu, Kopryc meKkcmos.
BBEAEHUE

Co3paHue cloXKeTa U AMaNoroB — 3TO OAMH U3 CaMbIX TPYAOEMKUX 3TAaMNoB pas-
PaboTKM BUAEOUTP. B HENIMHEWNHbIX HApPaTMBaX KaXKA0e BETB/IEHUE KPaTHO YBENYM-
BAeT HarpysKy Ha KOMaHAy, @ USMEHEHMA HA NO34AHUX CTagMAX BAEKYT HENPONopLUu-
OHa/IbHO BbICOKUE U3AEPXKKU HA 03ByuYMBaHME M nokanusaumio [1, 2]. Hanbonee
OCTpO 3TM npobnembl cToAT B AAA! CIOKETHO-OPUEHTUPOBAHHbIX UrPax C UX MaKCK-
ManbHbIMKU TpeboBaHUAMM K KayecTsy [3].

L AAA (NnpounsHOCUTCA KaK «TPUMNA-31» — HeoPpULMANbHbIN TEPMUH, UCNOJIb3YEMbIN B UTPOBON UHAY-
CTpUK AN 0603HAYEHUA UTP C CaMbiMU BbICOKMMM BloaykeTamm pa3paboTkM U MapKeTUHra. MNpouncxox-
AeHne TepMUHa He nmeeT 04HO3HaYHOro 06 bACHEHUSA, HO NPeANoNAaraeTcs, YTo OH BO3HMK MO aHano-
TMK C CUCTEMOM OLEHKKN obauraumin, rae AAA 0603HaYaeT HaMBbICLLINI PENTUHT. B KOHTEKCTe BUaeourp
AAA yKa3sblBaeT Ha HauBbICLLEE Ka4ecTBO, MacliTab 1 oxuMaaemMblii KOMMEPUYECKMIA ycnex NpoeKTa.
AAA-Urpa xapaKkTepusyeTca KpynHbIMU MHBECTULMAMU, GPaHLLIM3aMU, BKAKOYAOLWMMU HECKObKO
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CoBpeMeHHble UTPOKKN OXKMOAIOT HENMHEMHbIX HAPPATUBHbIX CTPYKTYP, 3HAUU-
T€NbHOM BAapMATMBHOCTU NOCAEACTBUI COBEpPLUAEMbIX AENCTBMIN, NEPCOHANU3NPO-
BAHHbIX M KOHTEKCTHO-3aBUCMMbIX gManoros [4-7].

Lenbto paboTbl ABNAETCA CO34aHME BOCNPOM3BOAMMOrO Mpouecca U MHCTPY-
MeHTapuA ana npeobpasoBaHUA pa3HOPOAHbIX UCXOAHbIX CLLeHAapUeEB B CTaHAAPTU3N-
POBaHHbIN KOPMYC, NPUrO4HbINA ANA AHAIUTUKKM, 0OYYEHUA N MHTErpaLumm C UFPOBbIMMU
cuctemamu. MNpeanoKeHHbIN NoAxXo4 codeTaeT NOAYyaBTOMATUYECKMIA NapCuHr (dop-
Ma/ibHble NPaBuUaa MU 3BPUCTUKM AN1A NEPBUYHON CTPYKTYPU3ALLMM) C IKCMEPTHOM pyY-
HOM Pa3MeTKOMN B MHTEPAKTUBHOM pegakTope. TepaTuBHaa Baanaaumsa ¢ npumeHe-
Huem rpadoBOro aHanM3a NO3BOAET BbIABAATbL U UCNPABAATb JIOTMYECKNE HECOOT-
BeTCcTBUA (UMKAbI, AenNoKKu), obecneynBan BbICOKOE KayecTBO MTOrOBOro Kopmnyca
NpPW KOHTPOJIMPYEMbIX 3aTpaTax py4YHoro Tpyaa.

B paboTte npeactaBneHbl KOHUENTYalbHAA MOAENb AAHHbIX KOPMyca, apXUTeK-
Typa pa3paboTaHHbIX NPUIOKEHWNI (PY4HOM peaaKTop M NoyaBTOMaTUYECKUI nap-
cep ¢ Beb-mHTepdelricom), metToabl BM3yanusaumm u BepupuKauMm AManorosbix
CTPYKTYP, @ TaK¥Ke PacCMOTPEHbl OrpaHMUYeHnA NpeaiorKeHHOro Nnoaxoaa 1 Hanpas-
NIEHWA ero Aa/ibHelrLWwero passuTmA.

MHAYCTPUANIbHAA BOCTPEBOBAHHOCTb

KpynHble cTyAMn MHBECTUPYIOT B pelleHua Ha 6a3e NLP u reHepaTMBHOIO mc-
KyccTBeHHoro nntennekta (M) ans aBTomatmsaumm co3gaHua TEKCTOB M obneryeHmn
paboTbl cueHapucTos (Hanpumep, nnatpopmbl Microsoft x Inworld Al) [8—11].

TpaHchopmepbl NPUMEHUMbI Ana reHepauun NPC?-pennuk, Ho TpebytoT agan-
TauWMKM NoA UrPOBYIO NEKCUKY [12]. YueT KOHTEKCTa 1 NpeALlecTBYOWMX CObbITUIM Ccno-
cobeH NOBbICUTb KAYeCTBO CLUEHAPUEB N COKPATUTb PYYHYO NOCTOO6pPaboTKy, ogHaAKO
CYLLECTBYIOT OrpaHmnyYeHmns (CNI0XKHOCTU C A0/ITOCPOYHbIM KOHTEKCTOM), a ANA HAaAEXK-
HOM MHTEerpaummn Takux NoAxXo408 B NPOU3BOACTBEHHbIN LMKA HEOOXOAMMbI OpraHu-
3aUMOHHbIE Mepbl (rn1occapun, OTAaXKeHHble Npouecchl NoKanmsauum) [12, 13].

Ha3BaHMN, MHOXECTBOM MepPCOHaXKen U AJIMHHBIMU CHOXKETHLIMU IMHUAMM, a TakkKe 6onblion 6as3ol
MOKNOHHWKOB.

2 NPC (Non-playable character, Heurposol nepcoHa)keil) — MEepPCOHaXK KOMMbIOTEPHOW Wrpbl,
ynpas/iaemMblt NPOrpaMmMoi, a He UTPOKOM. BbinonHAeT HappaTuBHbIE (ClOXKEeTHble, ANaNorosblie),
n/vwnn npoueaypanbHble GyHKUUKU (TOProsAas, Bblaaya 3ag4aHuWiA), BbICTyNas 3/1eMEeHTOM MrpPoBOro
MUpa U CPeacTBOM KOMMYHUKALMK C HUM.
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AHANN3 CYLWLECTBYIOLWNX KOPMYCOB TEKCTOB BUAEOUTP

Ob6wme TekcTtoBble Kopnycbl (Google Ngram, Wikipedia Dumps) He oTparkatoT
cneumndpmKy UrpoBbIX CLEHAPMEB: CUTYATUBHbIE PENIUKU, UTPOBOW CNEHT U AaBTOPCKYHO
TepMuHonoruto. [na aHanusa HappaTMBOB TpebytoTca cneumanmnsnpoBaHHble Kop-
MyCbl, Y4UTbIBAIOLLME MYNbTUMOAANIBHOCTLS, CBA3b C UTPOBOM JIOFMKON N ANHaMMUYe-
CKWI KOHTEHT (KBecTbl, ananoru) [14-17].

PaHee 6bl10 NpeanoXeHO co3gaHne OTAENbHOrO Kopnyca ANA KaXKaon urpbl
[18]. Mpumepom anbTepHATMBHOrO Noaxoza cnyxut npoekt Video Game Dialogue
Corpus, arpernpyrowmin gaHHble n3 RPG ana co3gaHma yHUPUUNMPOBAHHOTO IMHIBU-
cTnyeckoro pecypca [19] (puc. 1).

Cneumanm3npoBaHHbIN UTPOBOM KOPNYC — 3TO Lie/IeHanpaB/IeHHO COCTaB/IeH-
HO€ M aHHOTMPOBAHHOE COOPaAHME TEKCTOB N3 KOHKPETHDIX UFP Uan cepuit. OH CNYKUT
pedepeHcHoM 6a3oi ANA aHaNM3a HAPPATUBHbLIX PELUEHWUI, KaHPOBOM NEKCUKU U
NPUHUMNOB NOCTpoeHUA ananoros [18)]. Kpome Toro, Takne Kopnycbl UCNONb3YIOT 4NA
oby4yeHnAa moaenen reHepaumm ectectBeHHoro asbika (NLG), obecneumnBasa goobyye-
HMe aIfOPUTMOB A1 aBTOMATU3UPOBAHHOIO NPOTOTUNMPOBAHMA ANANOTOB U TEKCTO-
BbIX ONMMUCAHUN.

Takmum obpa3om, cneunannsnpoBaHHble KOPMYCbl CNOCOBCTBYIOT ONTUMMN3ALLUM
npouecca pa3paboTKM cLeHapKueB, NPeaoCcTaBAAA CTPYKTYPUPOBAHHbIE AaHHble ANA
nocneayouLero aHaamsa 1 aBTomaTnsaymu.

Kopnycbl ncnonb3ytoT ansa obyyeHMa A3bIKOBbIX MOAENEN C LENbio reHepauum
npasgonofobHoro mrposoro KoHteHTa [20]. bonblwune sA3bikoBble mogenun (Large
Language Models, LLM) no3BonsoT OCyLLEeCTBAATb CUHTE3 GOHOBOroO TEKCTa, Onuca-
HWUI NPegMeTOB M CLLeHapPHbIX BETBEN HA OCHOBE COOTBETCTBYIOLLMX 0OyYaloLWwmMX Bbl-
H60pOK M3 cneumnmann3MpoBaHHbIX KOPNyCcoB. ITO CO3A4AET NOTEHUMAN ANA ONepaTmus-
HOro HaNO/IHEHWNA UTPOBbIX Cpes A0MONAHUTENbHBIM KOHTEHTOM C NPUMEHEHMEM Me-
TOA0B MalKnHHOro obyyeHus (Machine Learning, ML). KntoueBbiM OrpaHUYMBaOLLMM
$aKTopom B AaHHOM C/lyvae ABAAETCA KaYeCcTBO MCXOAHOro KOpnyca: Yem Bbille ero
afEeKBaTHOCTb U penpe3eHTaTMBHOCTb, Tem Bo/iblle pe3ynbTaTbl CMHTE3a KOHTEHTa

COOTBETCTBYIOT OXKUAaeMbIM XapPaKTEPUCTUKaAM.

3 Noa, MyNbTMMOAA/ILHOCTBIO UTPOBOro TEKCTa MOHMMAETCA ero CBOMCTBO CYLLECTBOBATb HE U30/1K-
POBaHHO, a B HEPa3pPbIBHOM CBA3W C aHMMALMEN, 3BYKOBbIM PAAOM U AEWCTBUAMM UTPOKa, rae 3Ha-
YeHune PenInKn UAn cobbiTUA POXKAAETCA MMEHHO U3 UX B3aMMOLENCTBUS.
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Kopnycbl Video Game Dialogue Corpus
BaH CterepeH u TéHe PeHHuK u PobepTc
OTAE/IbHBIA KOPMNYC ONA KAMAO0W UIPbI EQMHBIA MEXWUIPOBOW KOPMYC
Action-RPG
TORCHLIGHT II: ksectbl
* KBECTOBbIE TEKCTbI * Ananoru us pasHbix RPG cepuit
* ananoru NPC (50 ponesbix urp)

*~1 000 6n0KOB

RPG (Sci-Fi)
* CTAaHAAPTU3MPOBaHHble
STAR WARS: KOTOR: ananoru pelweHue pecypcbl

* BETBALLMECA AMANOTN
* TONbKO AUanorun I'IEpCOHa}KEIZ

> EIELGIREE UL * yHUdrUMpOBaHHaA CTPYKTypa

Open World RPG

THE ELDER SCROLLS: aokymeHTbI

*=6,2 MUNAMOHA CNoB (gManoros)
* BHYTPMUIPOBbIE KHUIU

® 3aMeTKM U nop
* onnucaTesibHble TEeKCTbI

Puc. 1. KoHuenuua yHnduKaummn: oT MHOXKECTBA Pa3HOPOAHbIX KOPMNYCOB K eANHOM
CTPYKTYpe OaHHbIX.

Cneumanm3npoBaHHbIN KOPMNYC CAYXUT HOPMATMBHbIM pedepeHC-pecypcom
AN CLeHapucToB, obecnevymBas CTUIMCTUYECKYHO KOHCUCTEHTHOCTb M }KaHPOBYHO cre-
unMduky. B ctyauitHOM NpPoM3BOACTBE OH COKpallaeT aAanTaumnio HOBbIX aBTOPOB U
MCNONb3YeTCA ANA KOHTPONA KayecTBa, BKAOYaA BepudUMKALMIO TEPMWUHONOMMM.
leHepaTuBHble Mogenun, obyyeHHble Ha Kopnyce, CNOCOOHbI CO34aBaTbh HApPPATMUBHbIE
NPOTOTUNbI, MHULMMPYA aBTOPCKYIO pa3paboTky [21, 22].

Kopnycbl TakKe NPUMEHSAIOT B 10KaNM3aLMN U NepcoHanM3aLmMm KOHTEHTA: Ha
NX OCHOBE reHepupYyHOT aganTuBHble oTBeTbl NPC 1 cueHapum, yunTbiBalOLWME XapaK-
TEPUCTUKU NEPCOHAXKEN U KOHTEKCT B3aMMOAENCTBMA C UTPOKOM [4, 23—-29]. Takum
06pasom, cneunannsnpoBaHHble NTPOBbIe KOPMYCbl BbICTYNAOT 3Ta/IOHOM AR JINHT-
BMCTMYECKOro obecnevyeHmns noKanmsaumm, aganTMBHOM reHepauum HappaTmMea U on-

TUMM3aLMKN pPa3paboTKu.

NrpoBble TEKCTbl MMEIOT C/IOMKHYIO CTPYKTYPY: BETBALLMECA AMANOrOBble Aepe-
Bbfl, METKN COOLITUIN, NHANKATOPbI COCTOAHWUIA, SMOLIMOHANbHYIO OKPaCcKy U napa-
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MeTpbl 03BY4YKU. Kopnyc AomKeH 06beanHATL HAappPaTMBHbIE, onucaTesibHble U MHTEep-
dencHble gaHHble, @ TaKXKe YYNTbIBaTb BbICOKYHO KOHLLEHTPALUIO HEO/NIOTM3MOB U Bbl-
MbILNEHHbIX umeH [30].

OcHOBHaA MeTogo/iorMyeckas npobsiema 3akaO4YaeTca B OrpaHUYEHHOCTU
N HEOAHOPOAHOCTU AOCTYMHbIX KOPNYCHbIX AaHHbIX, OHa CBA3AaHHA CO C/IOKHOCTbHO
cbopa, pa3paboTkoM Noag KOHKPETHble 3a4a4n U OTCYTCTBMEM €AMHbIX CTAaHAAPTOB
XPaHEeHMs U aHHOTaUMWU. ITO 3aTPYAHAET CPAaBHUTENbHbIA aHANM3 U BbIHYXXAAEeT UC-
cnegoBaTenen Kaxkabli pas cobupaTb gaHHble 3aHOBO [18]. [ns npeoaoneHnsa aTux
npobnem BaH CterepeH n TeHe NpeanoXnan KpUTepMmn Kayectsa KOpnycos, KOTopble
yuTeHbl B HacToAwel pabote. DopmupoBaHME KOPNYCOB UTPOBbIX TEKCTOB ONMpaeTca
Ha ABa TMNa MCTOYHMKOB [18]: Nnpsmoe nssneyeHne us ¢ainoB Urpbl (penpeseHTa-
TUBHO, COXPAHAET KOHTEKCT, HO TEXHUYECKU C/IOXKHO U IOPUANYECKM PUCKOBAHHO) M
dbaHaTCcKMe pecypcbl (4OCTYMNHbI B NepeHOoCUMbIX dopmMaTax, HO YCTynatoT B NONHOTE
KOHTEKCTa 1 TpebytoT Bepudunkaymmn).

TunoBana npoueaypa U3BAe4YeHUA TEKCTOB U3 Buaeourp (puc. 2) Tpebyet obsa3a-
TeNIbHOTO AOKYMEHTMPOBAHMA KaXKA0ro aTana (Mcnonb3yemble yTUANTbI, NapameTpbl,
orpaHu4yeHun) ana obecnevyeHna BOCNPOU3BOANMOCTM pe3yibTaTa. B uenax nosbiwe-
HMA HAYYHOW LEHHOCTU UTOrOBbIN KOPMNYC A0/IKEH BKAKOYATb ANA KaXKA0M TEKCTOBOWM
eaMHULbI KOMNJIEKC MeTaZaHHbIX, GUKCUPYIOLLNX ee BHYTPUUIPOBOM KOHTEKCT.

[na CTPYKTYpPUPOBAHUA M3BAEYEHHbIX 3HAHWUIMA NPUMEHAIOTCA OHTONIOTUM —
dopmanbHble moaenn npeaMmeTHON 061acTh, ONUCbIBAtOLLME KOHLLENTbI, X CBOMCTBA
n B3ammocBasmn [31]. Mpouecc pa3paboTkM OHTONOIMM NTEPATUBEH U BKAKOYAET NATb
atanos [32] (puc. 3).
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MaeHTUUKaLMA PeNeBaHTHBIX MIPOBbIX AAHHbIX
(apxuBbl, NoKanbHbIe dainbl, IKCMOPTHLIE TabAMUbI)

pacnakoBKa/geKogupoBaHue
C Ucnonb3oBaHMeM 0GULMANbHBIX UAK
CO34aHHbIX cooblecTBoM/cOBCTBEHHOPYYHO MHCTPYMEHTOB

CUMHTaKCUYECKUI Y CEMaHTUYECKUI NapcuHr
BHYTPeHHWX hopmaTos
ONA BblAENEHUA TEKCTOBbIX eANHULL, U COMYTCTBYIOLLMX MAEHTUdMKATOPOB

PEKOHCTPYKLUA
BHYTPUMUIPOBOrO KOHTEKCTa

O4YUCTKa M HOpMannsal KA TEKCTOB

(yoaneHue pasmeTKU, HOpManusaLma Koguposok, 06paboTka NoKanMsaumii)

BepUPUKaLUA U Banugauma
pesynbTaToB

3KCMOPT B NepeHocMMble dopmaThl (JSON/CSV)
C NMONHO CXeMOI Nonel U OKyMeHTauuMeln npoueaypsl

Puc. 2. Tunosomn npouecc n3sanevyeHmAa TeKCToBbIX AaHHbIX U3 BUAEOUTP.

13Tan 2 3Tan 3 atan
Onpepnenenune
PEA C6op 1 aHanu3 PaspaboTKa
uenn 1 obnactm
AaHHbIX CTPYKTYPbI OHTO/IOTUM
nPUMeHeHMs
4 stan 5aran
3anonHeHue

OueHKa ¥ Bannaaumsa

OHTOJI0OITMK 3K3eMNNAPaMU
OHTONOTUN

(06beKTbl/cobbITHA)

Puc. 3. OTanbl co34aHMNA OHTONOMUN.
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ANbTepPHaATUBOM OHTONOIMYECKOMY MOAEIMPOBAHMUIO CYKUT PyYyHasa pasmeTKa
[aHHbIX, 04HAKO 3TOT NoAX04, Kak oTMedeHo B [33], ABNAETCA PecypcoemMKkum, Tpya-
HOMacCLWITabUPyeMbIM U 3aBUCUT OT IKCNepToB. KpayacopcuHr? cHUXaeT 3aTparthl, HO
nopoxgaeTt npobnemy BapMaTMBHONO KayecTBa aHHOTAUWMM, OCOBEHHO B CNOMKHbIX
npeaMeTHbIX 061aCTAX C KOHTEKCTHbIMUW 3aBUCUMOCTAMM. B CBA3KM € 3TUM ANA NOCTPO-
€HUA KOPMNyCOB MUIPOBbIX CLLEHAaPMEB Mbl Npeaaraem OTKas3aTbCca OT CTpaTernu non-
HOWM Py4YHOM aHHOTALUMM B NO/1b3y BOCMPOU3BOAMMOrO NPOrPaMMHOro KOHBeWepa, Ko-
TOPbIA KOMBUHUPYET GOpPManbHbIE MPABUNA, IBPUCTUKU U UTEPATUBHYIO BaAnAaLMIo.
Takon noaxoa, AeMOHCTpUpyoWMin 3PpPeKTUBHOCTb B psage nccaegoaHmin [34—-36],
NO3BONSAET AOCTUYb ONTUMA/IbHOIO HanaHca MeXay KayeCcTBOM AaHHbIX U Tpyao3a-
TpaTaMu Ha UX NOATOTOBKY.

NPEAJIATAEMbIA NOAXOA,

[na npeofoneHnaA CyLwecTBYOLLEro OrpaHMYeHnA BO3MOXKHO MCMNO/ib30BaHNE
npeanoXKeHHon paHee moaenu [37], B KOTOPOW CUeHapuiA TPaKTyeTca Kak ynopaao-
YeHHbI Habop gmanoros. PaHee B moaenn ucnonb3oBanca oAMH, OCHOBHOM ¢daiin
B popmaTe JSON, cogeprKalimmn CTPYKTYpUpPOBaHHbIE AaHHble, NpeacTaBaAloWwme gma-
norosyto cuctemy. Kaxkgas 3anncb B HEM ONUCbIBAET OTAENbHYHO PENINKY.

B HacToAwen paboTe moaenb paclimpeHa BTOPbIM, BCMOMOraTebHbIM paiiom
(puc. 4) B popmaTte JSON, npeaHa3HAYEHHbIM ANA XPaHEHUS MeTaAaHHbIX NepCcoHa-
xeMn. Ero cTpyKkTypa BKAtoYaeT nose speaker (MaeHTUPMKATOP NepCOHarXKa, cornaco-
BaHHbIN C OCHOBHbIM dpainom) n none aliases, npeacrasnsaoLlee cobom CNNCOK Nces-
AOHWUMOB, NCNOJIb3yeMbIX A1 AAaHHOrO NepcoHaxa B cueHapuun. PasgeneHuve Ha aBa
danna obecneymBaeT KOMNAKTHOCTb OCHOBHOIO XpaHMAKULLA N TMOKOCTb NpuY 3arpy3ke

MeTafaHHbIX.
"26": |
"Oracle”,
"The Witch"”

1,

Puc. 4. NMpumep 3anmcu n3 gononHUTeNbHoro danna.

4 KpayAcopcuHT — NpMBAeUEHMe LUMPOKOTO KPyra HecneLmManmucToB Yepes oHAaliH-NAaTOPMbl ANA BbINOA-
HeHUs 3a4a4 no cbopy Man pasmeTKe LaHHbIX.
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MpepnoXeHHaa MoAenb AaHHbIX OTKPbIBAET BO3MOMKHOCTM ANA PA3/INYHbIX
NPaKTUYECKMX MPUMEHEHWI, YaCTb N3 KOTOPbIX ByaeT paccmoTpeHa ganee. Npeobpa-
30BaHMe UCXogHbIX cueHapmes B JSON MOXHO OCyLLEeCTBAATb BPYYHYO, HO npeasara-
eTCA MUCNOoJIb30BaTb CNeunanbHO pas3paboTaHHble MHCTPYMeEHTbI, obecneynsatowme
YaCTUYHYIO MAWN NONHYIO aBTOMaTM3aumo. Mx ncnonb3oBaHne No3sBoaUT NOCTPOUTb
MHTEPAKTUBHYIO BU3yaM3aUMIO ANA MHOTOACNeKTHOro aHaaun3a.

Mocne 3arpy3ku AaHHbIX B Beb-6pay3epe Nosb3oBaTe b NOAyYaeT 40CTYN K rpa-
¢doBbIM npeacTaBneHmam. OCHOBHbIM ABAAETCA 0bwmi rpad, rae BepwmHbl COOTBET-
CTBYIOT Ananoram (Habopam pennuk c obwmm id_dialogue), a pebpa — cBaA3aAM mexay
Ananoramu. HanpasneHHble cBA3M GOPMUPYIOTCA HAa OCHOBE aHaNM3a NOJer requires
nopens. Ecamn xota 6ol o4Ha penanKa Ananora A ccblnaeTtcs XoTa 6bl Ha 0AHY PennNKY
Ananora B B none requires, mexxay BepLMHAMM YCTaHaBANBAETCA OTHOLIEHWE 3aBU-
cMmocTun. Ecnun pennuvka B gnanore A cogep>uTt penamky gmanora B B none opens,
co34aeTcA CBA3b, 03HAYaloLWasn akTMBALMIO LLe/IeBOro AManora. 3T TUMbl OTHOLIEHW
BM3yanbHo anddepeHumpytoTca. M3onmpoBaHHbIe BEPLWUHbI (HE MMetoLLMe CBA3EN)
MapKUPYIOTCA OTAE/IbHbIM LUBETOM, CUTHA/IN3NPYA O BO3MOMKHbBIX CTPYKTYPHbIX NpPO-
b6remax.

Cuctema aBTOMATUYECKU OETEKTUMPYeT UMKAbl B rpade, Bblaenas noTeHuu-
aNbHO NpobnemHble NocneaoBaTeIbHOCTU BMAA Ananor A = ... - ananor B. Takue
KOHCTPYKLMM, YKa3biBalOWME HA BOSMOXKHOE CIHOXKETHOe 3aLMKAMBAHWE, BU3Ya/lbHO
MapKupytotca. X Hannmume cBMOeTeNnbCTBYET O HapyLeHUM NPorpeccnumn CoCcToaHUS
B CLLeHapuu 1 npeacTaBnseT ocobyto npobaemy ana HeIMHENHbIX HAPPATUBOB C MHO-
YKeCTBOM BETBNEHUN, rae pyYyHasa BepuduKkauma 3aTpyaHeHa. MHCTPYMEHT He TONbKO
BM3YaNIM3NpyeT UMKANYECKME 3aBUCMMOCTM, HO U AenlaeT AOCTYNHbIMU CTpaTernu
KoppeKkuMn: moandumkaumio nonen requires/opens, BBeAeHNE NPOMENKYTOUHbIX CO-
CTOAHMWN AN PECTPYKTYPU3AUMIO HApPaATUBHOM BETBU. AHANOTMYHbIM 06pasom npwu
paboTe c rpadom oTAENbHOIO ANanora (BepWNHbI — PENINKN) NPOBOAUTCA AeTEeKLUS
NNOKA/IbHbIX LIMKIOB: aNropuTm nposepsaeT, He 06pa3ytoT M nepexoabl BHYTPU Ana-
J10Ta CCbINIKM Ha yXKe NpoiaeHHble BepLlmMHbI, 610KMpyoWwmMe pa3BuTMeE cueHbl. Jax-
HbIM nogxon obecneynBaeT ABYXYPOBHEBbLIN KOHTPO/b LEeNOCTHOCTM CLUEHAapUA — Ha
YpOBHe 06LLEl CIOXKETHOM CTPYKTYPbl M YPOBHE OTAENbHbIX AMAN0r0BbIX NOC/eA0Ba-

Te/IbHOCTew.
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MoOMUMO LIMKNMYECKMX 3aBUCMMOCTEN Moaeib obecneymBaeT GopmMasnbHyto Be-
pudUKaUMIO CLEHAPUEB HA HAaNMUME KPUTUUYECKMX TYMUKOBbLIX CUTYaLMU — Ae4/10K0B
(deadlocks). B KoHTeKcTe HappaTUBHOroO AM3aHa AeA/10K onpeaensaeTca Kak B3anum-
Has 610KMpPOBKA, NPM KOTOPOM nporpecc B agnanore A obycnoBieH BbINOJHEHUEM
YCNIOBMA, aKTUBMPYEMOTO ANANIOrOM B, B TO BpeMA KaK A8 40CTyna K gnanory B Heob-
X04MMO yCcnoBue 13 ananora A. 3Ta B3aMMOOOYCN0BNAEHHOCTb CO34aeT N0rMYECKUM
TYNUK, 6N1OKMpYIOWNIA AaNbHENLLEE PAa3BUTUE CIOXKETA.

[eTekuma nean0KOB OCYLLECTBAAETCA Yepes3 aHaAu3 rpada yCnoBHbIX 3aBUCK-
MOCTeM, NOCTPOEHHOro Ha OCHOBe aTPMBYTOB requires U opens ANA KaXa0ro gmManora.
MpocTenwmm NpUmepom SBASETCA KOHPUrypaums:

° avanor A: {"requires": ["flag_X"], "opens": ["flag_Y"]};

° Avanor B: {"requires": ["flag_Y"], "opens": ["flag_X"]},
rae BO3HMKAET K/laccMyecKasa B3anmHaa 610knpoBKa: aktueayma flag X, Tpebyemoro
B Ananore A, BO3MOXHa TO/IbKO B Aunasore B, KOTOpbIi, B CBOK o4yepeab, Tpebyer
npeaBaputenbHon aktmauuu flag Y, yctaHaBiMBaemoro MCKAOYUTENBbHO B Aua-
nore A.

[Ona aBToMaTUYecKoro obHapyKeHna B3anMHbIX 6T0KMPOBOK (AeanoKoB) rpad
aHaM3MPYeTCA Ha HaAMuMe KOMMOHEHT CUNbHOM CBA3HOCTM® (NpUMeHAeTca anro-
puTm TapbsaHa [38]), KoTopble BU3yanbHO MAPKMPYHOTCA B MHTepdelice Kak npobaem-
Hble 30Hbl.

MpepnoxkeHHaa moaenb GpopmmpyeT MeTOL0/I0TMYECKYO OCHOBY AN1A CO3A4a-
HWA CTaHA4APTU3NPOBAHHOIO KOpPMyca UIPOBbIX CLEeHapues, obecneymBatoero HTe-
rpaumnio pPasHOPOAHbIX HAPPATUBHbIX AAHHbIX B €AUHYIO CTPYKTYpPMPOBaHHY0 6asy.
dopmmpoBaHMe KOpNyca OCYyLLEeCTBAAETCA B HECKO/IbKO 3TANOB.

HavanbHbIl 3Tan BKAOYaeT cbop MCXOAHbIX TEKCTOBbIX CLLEHAPMEB U3 UTP pas-
JINYHbIX }KaHPOB € 06A3aTe/IbHbIM COHONIOAEHMEM YCTAHOBNEHHbIX KpUTEPUEB penpe-

3@HTAaTUBHOCTU N Ka4veCTBa.

> KOMMNOHEHTa CU/IbHOM CBA3HOCTM — 3TO MAKCMMa/ibHOE NOAMHOXECTBO BEPLUINH OPUEHTUPOBAH-
Horo rpada, B KOTopom ass ntoboii napbl BepwnH U n V cylwecTByeT OpuUeHTUPOBaHHbIN NyTb 13 U
BV unusVaU (T. e. BeplIMHbI B3aMMHO AOCTUXMMbI). Karkaan BeplunHa rpada npuHagnexkut
POBHO OAHOM TaKO KOMMOHEHTE.
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Sman KoHeepmayuu 3aKNO4aeTC B aBTOMAaTU3MPOBAHHOM NAPCUHIe UCXOn-
HbIX AaHHbIX C MOMOLLbIO CNeumann3upoBaHHOrO MHCTPYMeHTapuUA. [JaHHble TpaHCc-
dbopMUpyLOTCA B COOTBETCTBUU C YHUPUUMpPOoBaHHOM JSON-cxemomn (0cCHOBHOW 1 BCMo-
mMmoraTesibHbin $annbl). NpUMeHeHne anropuTMoB NOJlYaBTOMATUYECKOro NMapCUHra
NO3BOJIAET BbINONHUTb NEPBUYHYIO CTPYKTYPU3ALLUIO AMAN0roB U cGopMUpPOBaTb YHU-
dnumMpoBaHHOEe npeacTaBneHue cueHapua. MaeHTUMdUKauma OManorosbix BeTBe-
HWIA, YCNOBWUI aKTUBALMKM M CMIMKEPOB B HEOAHO3HAYHbIX Cy4asax npegnosiaraet no-
CneayroLyto 3KCNepPTHY KOPPEKTUPOBKY B MHTEPAKTUBHOM UHTepdeNce.

3Tan BaAnAaLMmM U CEMAHTUYECKOM aHHOTALUMM BbINONHAETCA NOCPeACTBOM UH-
TePaKTUBHOM cuctembl. Micnonb3ya obwmii rpad u rpadbl OTAENbHBIX AMANOroB, UC-
cnepoBaTe/lb MOXKET BbIABIATb U KOPPEKTUPOBATb CTPYKTYPHblE aHOManAuK (Hanpwm-
Mep, U30/IMPOBaAHHbIE AMANOMM UIN HEKOPPEKTHbIE YC/IOBHbIE CBA3M) N CEMaHTUYe-
CKMe HeCOOTBETCTBUA, BK/IOYAA pPe3Kne N3MeHEHMA TOHA/IbHOCTU B SMOLLMOHAbHbIX
apkax nepcoHaxen. Beb-nHTtepdenc cuctembl NpeaocTaBaseT BO3IMOMNKHOCTb Npa-
MOTr0 pPeaaKTUPOBaHMSA C NOCAEeAYOLWMM SKCNOPTOM UCMPAaBAEHHbIX AAHHbIX.

Ha atane arperauuun JSON-¢ainbl, npoweawune sanngaumo, obbegnHaoTca
B e4MHbI peno3nTopui. MpaKkTuyeckas LeHHOCTb CO34aHHOMO KOpnyca 3aKat4aeTcs
B €ro NpMMeHeHun pna obyyeHMA npeameTHO-opueHTUpoBaHHbIX NLP-moaenei
(Hanpumep, TOHKOM HacTpoikn GPT gnA reHepauum UrpoBbIX ANANOTOB), NpoBeae-
HMA CPAaBHUTENbHOrO aHaNM3a *KaHPOBbIX HAPPATMUBHbLIX NATTEPHOB U MHTErpauum
C cMCTEMaMM npoueaypHon reHepaummn KoHTeHTa (PCG) ans aBTOMaTUM3NMpPOBAHHOIO
NPOTOTUNNPOBAHUA UIP.

TEXHUYECKAA PEAZTU3ALUNA

PyuyHoIn pegakTop

PyuHol pedakmop [39] peannsoBaH Ha C# c ncnonb3osaHmem WPF 1 npegHa-
3Ha4YeH ANA py4yHon o6paboTKM cueHapueB B COOTBETCTBUM C NPEeAIONKEHHON Moje-
Nbto. MHCTpyMeHT no3sonaeT dopmmpoBaTtb 06a ncnonbyemoix JSSON-dpana n nocre-
NeHHO 3aMoJIHATb UX, He TpebyAa 04HOBPEMEHHOIO OTKPbITUA BHELLIHNX PEAAKTOPOB.

MpunoxeHne npeaHasHaA4YeHoO AN ABYX OCHOBHbIX CLEHAPUEB NPUMEHEHMSA:
ueneHanpaBAeHHOMW PYYHOW aHHOTAUMM ANA NOAYYEHMA 3TANIOHHbIX OCHOBHOM U
BCNOMOraTe/ibHOM pa3MeTOoK (Moae3HO 414 HACTPOMKM aATOPUTMOB NapPCUHIa UK No-
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cneayroLLen BU3yanmsaumm) n co3agaHns 3TasloHHbIX HABOPOB AaHHbIX B Cy4YasX, KO-
roa aBTOMaTUYeCcKMe anropuTmbl (Hanpumep, UCNONb3yemble B r10syasmomamuye-
CKOM rnapcepe UCXOOHbIX MeKCmo8) Aal0T HeyAOBNEeTBOPUTENbHbINA Pe3ynbTaT, uTo
MOXET NnoTpeboBaTb A00OYyYEeHMS.

MonyasTomaTHyecKkuit Nnapcep UCXOAHbIX TEKCTOB

MonyasmomamuuecKkuli napcep ucxoOHsix mekcmos [40] peanu3oBaH Ha
Python u JavaScript ¢ ucnonbsosaHmem 6ubnanotekn Pyvis (Bu3yanmsauma Ha 6ase
VislS) [41] n npegHa3HayeH Aas8 aBTOMAaTM3aLUMmM NONHOTMO LKMKAa 06paboTKM TEKCTO-
BbIX MFPOBbIX CLLEHAaPWEB: OT NAapCUHIa UCXoA4HOro ¢aiina A0 reHepaunmn CTPYKTypu-
poBaHHbIX JSON-AaHHbIX M UX MHTEPAKTUBHOM BeO-BU3yannsaumm.

MpunoxeHne pa3aeneHo Ha ABa KOMMNOHEHTAa: MoAy/b NAPCMHIa U reHepaymm
JSON (Python) u Be6-nHTepdeinc Bnusyanmnsaumm n npasku AaHHbIx (HTML/JS, VislS ye-
pes Pyvis).

Monb3oBaTento AOCTyNHbl TPU NpefobyyeHHble MOAENN:

1) DistilBERT [42] — obneryeHHas Bepcua BERT, obecneumBatowas bbicT-
pbl BbIBOA MPU YMEpPeHHON TOYHOCTU; uenecoobpasHa AN MCNO/Nb30BAHUA NpPU
OrpaHUYEHHbIX BbIYUC/IUTE/NIbHBIX Pecypcax;

2) Twitter-XLM-Roberta [43] — XLM-Roberta-base, noobyyeHHana Ha Kop-
nyce TBUToB; 3pPeKTUBHA AN aHaNM3a HedOPMasibHOrO A3blKa, CAEHra U AIMoLMO-
Ha/IbHO OKpaLUEHHbIX TEKCTOB;

3) BERT Multilingual [44] — moaenb, npegobyvyeHHana Ha 104 A3biKax; noa-
XO4MUT ANna eAnHOo0bpasHOro aHanM3a B My/1bTUA3bIYHbIX Kopnycax 6e3 pa3BepTbiBa-
HUA OTAENbHbIX Mogenen.

Monb3oBaTenb MOXKET NPOMNYCTUTb LAl NAapCUMHra B MHTepdence n 3arpy3nTb
y*ke roTtosble JSON-dannbl (Hanpumep, co3gaHHbIE C MOMOLLLID PYyYHO20 pPeoaK-
mopa).

O6wmmn rpad BU3yanmsmpyeT AManorn Kak yanbl. Ha Kaxkgom y3ne otobpaka-
totca id_dialogue v uncno pennuk.

Y3/1bl KOAMPYIOTCA NO HANINMYNIO CBA3EN; N30/IMPOBAHHbIE Y3/1bl U LIUK/IbI NOMe-
YaloTCA ANs PYYHOM NpoBepKu. CUCTEMA aBTOMATUYECKU AETEKTUPYET LUMKAbI U Aena-
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NIOKK, NoACBeYnBasa BOBEYEHHbIe y3/bl U pebpa. MMonb3oBaTento 40CTyNHbI Noay4e-
HME NOACHEHWUI O NpobaeMHbIX 3n1emeHTax (Hanpumep, CNUCOK 3anucen, obpasyto-
LLMX LMKA) 1 cnocobbl paspelueHns (Hanpumep, py4yHoe cBA3biBaHMeE).

[nAa n3yyeHuna n peaakTMpoBaHUA AOCTYNHbI rPadbl KOHKPETHbIX ANANOrOB.

O6beanHEHHbIN rpad cdopmmnpoBaH NO BbIBPAHHBIM CMMKEPAM: ANANOTU, B KO-
TOPbIX Y4aCTBYHOT BCE BblOpaHHble NepCcoHaXkn, ob6beanHATCA B 06WKMIA NpeacTasu-
TeNbHbIN rpad.

NHCTPpYMEHT N03BONAET NOCTPOUTb ANHAMMUKY TOHA/IbHOCTM AN1A BU3Yain3auum
3MOLIMOHANbHbIX apoK. A KaXAoro AManora paccyMTbiBaeTca cpegHee 3HavyeHue
TOHANbHOCTM MO BCEM peninKam CnunKepa.

Mpu 3anycke Beb-npuaoXKeHMe aBTOMATUYECKU YyBESOMAAET O HaWAEHHbIX
LUMKNax (ecnm oHn obHapyKeHbl) M NO3BOSIET NEPENTU K NPOBNIEMHbIM y4acTKam ANA
NX YCTPaAHEHMUA.

Takum obpasom, nosyasmomamu4ecKkuli napcep UcxoOHbIX meKcmos obecne-
YMBAET MOJIHbIN UMKN paboTbl co cueHapuem: reHepaymto JSON no npeanoxeHHoM
CTPYKTYpPE, MHTEPAKTUBHbLIN aHanu3, BM3yaNbHYH AWArHOCTUKY CTPYKTYPHbIX MPO-
61eM M 3KCMOPT CKOPPEKTUPOBAHHbIX AAHHbIX. PUNOXKEHNE MOXKET UCNOb30BATHCA
KaK COBMECTHO C py4YHbIM pedaKmopom ANA NOATOTOBKU KOPMYCHbIX AaHHbIX, TaK U
aBTOHOMHO A15 GOPMMPOBAHUA U KOPPEKLMUM PA3METKN, MPUMEHAEMOMN B Aa/IbHEN-
LWMX MCCNefoBaHMAX U Npoueaypax aBTOMATUYECKOM reHepaumm NpoTOTUNOB Urp.

HAMPABJ/IEHUA AOPABOTKU PA3PABEOTAHHbBIX MPUNOKEHUN

Pa3paboTaHHbIN MHCTPYMEHTaPUIM obecneynBaeT CTPYKTYPUPOBAHHbIN aHanus
UrPOBbIX HappPaTUBOB, NO3BOJIAA BbIABAATL OWNOKM B SMOLMOHANbHON ANHAMUKE,
oueHuBaTb 6anaHc posielt NnepcoHaXken 1 roToBUTb AaHHble A8 CUCTEM ANANOroBOro
NW. B uenax ganbHelnwero noBbllWEHUA YHUBEPCAIbHOCTU, HAAEKHOCTM U MacluTa-
6UpPYyEeMOCTM CUCTEMBI BblAENEH PAL NEPCNEKTUBHbIX HanpaBAeHUN ans fopaboTKu.

3KCI'IepVIMeHTaI'IbeIe pe3ynbTaTtbl U orpaHn4YeHunA

AHQU3 3MOYUOHANbHOU OKpacKu. icnonb3oBaHne moaenen-tpaHchopmepos
NO3BO/IMNO0 NOMYYUTb TMOKOE N KOHTEKCTYa/IbHO-3aBUCMMOE NpeacTaBAeHue 0 ANHa-

MUKe 3MOLI,I/IIZ. BO3mMOXKHOCTb nepexknryYeHna mexxgy moaenamm 8 rios1ryasemomamu-
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YeCKoM napcepe UCXOOHbIX MEKCMOo8 NO3BONAET BbIABAATb PACXOXKAEHMA B UHTEP-
npeTaunax, CTPOUTb AMHAMUKY TOHA/IbHOCTM Ha rpadax Amanoros n GUKCUMPOBATH
3MOLMOHA/IbHbIE NUKM CIOXKeTa.

JKCNepUMeHTbI MOKAa3aaum, YTO HU OAHA U3 YHUBEPCA/IbHbIX MOogenen He ae-
MOHCTPUPYET CTabUNbHO KOPPEKTHbIX PE3yNbTAaTOB «M3 KOPOOKN» ANA BCEro MHOrO-
06pasunA UrpoBbix TEKCTOB. ITO 06ycn0BAEHO cneayowmmm GakTopamm:

1) YHUKANbHAA IEKCMKA: BbIMbILW/IEHHbIE MMEHA, TOMOHUMbI, TEPMWUHbI BCe-
NEeHHOM (Hanpumep, « 4PAKOHOPOXKAEHHDbINY», «KagXuUT» B cnyyae The Elder Scrolls V:
Skyrim) oTCyTCTBYIOT B CTaHAAPTHbIX 0OyYalOLWMX KOpMycax, YTO NPUBOAUT K HEKOP-
PEKTHOM TOKEHM3aLMUM M NOTEPE CMbICNA;

2) CNOXKHbIN KOHTEKCT: penankmn NPC 4acTo 3aBUCAT OT BHYTPUUIPOBbIX CO-
6bITUIA, BbIOOPA UFPOKA MK CKPbITbIX MAaPaMETPOB, YTO BbIXOAWUT 33 PaMKU CEMAHTUKM
OTAE/NIbHOrO NPeanoXKeHus;

3) YaHpPOBaA BaPMATMBHOCTb: CTU/INCTUKA Ananoros B ¢aHTe3N-RPG, Hayu-
HOM GaHTACTUKE UM NOCTANOKANIMNCUCE KAPAWUHANBHO PAa3INYaeTCA, YTO CHUXKAeT
3pdeKTUBHOCTb €AUHOMN MOAENU;

4) CTPYKTYPHAsA CNOXHOCTb: BETBALWMECA AMANO0TM C YCNOBUAMK TpebytoT
NOHMMAHUA HE TONIbKO TEKCTa, HO N JIOTUKN NepexooB MeXAy peninkamu.

Kak cneacteune, yHMBepCaibHble MOAENN HAacTO pParMeHTUPYIOT UTPOBYIO NEK-
CUKY, HEBEPHO MHTEPNPETUPYIOT BHYTPUUTPOBbIE POaU (HAaNpUMep, aHTarOHUCT UK
COHO3HMK) U AEMOHCTPUPYIOT HU3KYHO TOYHOCTb B 3a4a4ax Knaccudumkaumm.

[na npeofoneHnA 3TUX OrpaHUYeHuit HeobxogMma aganTaumsa MoOLENEeMN.
B nepcnekTMBe MOXHO PacCMOTPETb ABa NoAxoaa: A00byyeHMe moaenun Ha Kopnyce
KOHKPETHOW Urpbl, 4TO MNO3BOJUT €M YCBOUTb CneumdPUUecKyto N1EeKCMKY U HappaTmB-
Hble MAaTTEePHbI, U TOHKAA HACTPOMKA, aAaNTUPYHOLLAA NMLWb YaCcTb NapPaMeTPOB Noj,
CeTTUHT 6e3 noTepu 06LWMX NMHIBUCTUYECKUX 3HAHWUA.

O2paHu4veHuUs NoKanbHeix LLM 0na asmomamu3ayuu. Ona rapaHTUM LenocT-
HOCTW 1 BOCNPOM3BOAMMOCTM KOpMyca NepBnYHoOe npeobpasoBaHne CbIPpOro TEKCTa B
JSON-CTPYKTYpYy BbINONHAETCA AETePMUHUPOBAHHbIMM Napcepamu. ITO UCKAKOYaeT
HEKOHTPOAMPYEMbIE Bapnaumm, CBOMCTBEHHbIe LLM. Camu A3bIKOBble MOAENIN 3a4€eM-
CTBYHOTCA HA NO34HUX CTaaMAX — NPU aHanM3e ToHaAbHOCTU. Kpome Toro, B byayuiem
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BO3MOMHO UX NPUMEHEHWE ANA 33434, r4e A0NYCTUMA U AaKe KenaTesbHa KpeaTus-
HOCTb: HaNMCaHWe BAapMaAHTOB Pen/IMK, oboralleHMe TeKCTa KOMMEHTapPUAMM, adan-
TaumA Nog, CTUIb NePCOoHaKa.

CpasHeHue pe3ys6mamos rnpumMeHeHUs npo2pamMmmHO20 KOMIAeKca 048 uz2p ¢
/AIUHeUHbIM U HenuHeliHbIM cyeHapuem. [Ana Banmaaunm npeanoxeHHoro nogxoaa u
AEMOHCTPaLMM BO3MOMKHOCTEN pa3paboTaHHOIo MHCTPyMeHTapua 6b10 NpoBeaeHO
CpaBHEHWe ABYX CLUEHapUEB, PaAnKaNbHO PA3INYALOLLMXCA NO CBOEN CTPYKType: n-
HEWMHbIN CLeHapuin Kommepyeckomn urpbl Assassin's Creed: Bloodlines (pwc. 5) n Henu-
HelHbIN, BETBALLMINCA CLLEHaPWUIA aBTOPCKOM urpbl Empty Life (puc. 6).

Puc. 5. dparmeHT obuiero rpada Assassin’s Creed: Bloodlines.
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Puc. 6. dparmeHT obuwero rpada Empty Life. OpaHKeBble y31bl OTHOCATCA K OAHOMY
LUMKAY.

Ha puc. 5-6 npuseaeHsbl y31bl 06wmx rpadoB., rae Kaxabii y3en npeacraBaseT
cobon gmnanor. Yucno 3anucen B Ananore — 370 YNCNO0 PENJIUK.

MepBblit cueHapuit 6bin NpeobpasoBaH B yHUPMUMpPOBaHHbIN JSON-popmaT ¢
MCNONb30BAaHMEM OAHOMO0 W3 ANrOPUTMOB, BCTPOEHHbIX B rosyasmomamuveckul
napcep UCXo0HbIX MeKkcmos. BTopoii cueHapuin cdopmmnpoBaH Npu NOMOLLM CBA3U
PYy4YHO20 pedaKkmopa v roayasmomamu4ecko2o rnapcepa UcXo0HbIX MeKCcmos.

Ha ocHoBe nony4YyeHHbIX AAHHbIX NOCTPOEHbI rpadbl AMANOTOBbIX CTPYKTYP U
PacCUYMTaH pPAa, KONMYECTBEHHbIX METPMK, MO3BONAIOLMX OO BEKTUBHO OLLEHUTb CI0XK-
HOCTb HappaTu1Ba.

MempuKu aHanu3a. OnA cpaBHEHMA BblAM MCNONBb30BAHbI CAeAyoLWMe XapakK-

TEPUCTUKU:
° obulee Konunyectso Ananoros (yHMKanbHbIxX id_dialogue) n pennuk (3a-
nucen);
° cpegHAs ANMHA ananora (penauk Ha guanor);
o KO/IMYEeCTBO y310B BETB/IEHUA (ANaNOroB, y KOTOPbIX NOJIE Opens coaep-

¥UT 6onee oaHOro naeHTUdUKaTopa);
) KOIMYECTBO TOYEK CXOXAeHuMA (AManoros, Ha KOTopble ccbinatoTca bonee
04HOro APYroro Anasnora B noJie requires);

L Haan4yne UnMKnNos,
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° NAOTHOCTb rpada (oTHOoWeHMe Yncna pebep-cBsa3en K Yncny y3noB-auna-
ioros).

Kak BMAHO M3 pe3ynbTaTOB KOAMYECTBEHHOro aHanusa (Tabn. 1), cueHa-
pui Assassin's Creed: Bloodlines npeactaBnnaeTr coboi KNacCUYeCKyo IMHENHYo no-
cnefoBaTeIbHOCTb. Bce 26 ANanoros BbICTPOEHbI B LLENOYKY, IAe KaXKAbl nocneayto-
LW AManor OTKPbIBAeTCA TO/IbKO Noc/e 3aBeplieHns npeaplaywero. OTcyTcTBue y3-
NN0B BETB/IEHWUA U TOYEK CXOXKAEHUA NOATBEPIKAAET, UTO Y UTPOKA HET BO3MOXKHOCTU
B/NIMATb Ha pasBuUTME cloxeTa. Ipad cueHapus ABNAETCS NPOCTbIM NyTEM, a eAuH-
CTBEHHbI TEPMMHA/IbHbIN y3€1 COOTBETCTBYET GUMHANBHOWN cLueHe Urpbl. MAOTHOCTb
rpada 6:11M3Ka K MMHMMAIbHOM, YTO XapaKTepHO A4 CTPOro nocaeA0BaTebHbIX Hap-
paTMBOB. MIHCTPYMEHTApUM B J@HHOM Cay4Yae BbINONHAET npexae Bcero GyHKUMIo
CTPYKTYPUPOBAHMA M BU3YaIN3aLMKM, NO3BOAAA OBbICTPO ybeanTbecs B OTCYTCTBUM /10-

TMYECKMX OLIMOOK (LMKIOB, KMEPTBbLIX» BETOK).

Tabn. 1. CpaBHUTENbHbIE METPUKMU cUueHapueB Assassin's Creed:
Bloodlines v Empty Life.

MeTpuKa Assassin's Creed: Empty Life
Bloodlines

Obuee KonnMyecTso Ama- 26 34
noros
Obuwee KonuyectBo pe- 443 34
NANK
CpegHaa onnHa gmnanora 17 1
Y3/bl BETBNEHUA 0 31 (91 % ot Bcex gmanoros)
TouyKn cxoxaeHusa 0 15 (44 % oT Bcex Ananoros)
Hanunuune umknos HeT Aa (obHapyreH 1 unkn)
TepmuHanbHble y3nbl | 1 (dmHanbHan pennmka) | 11 (32 % ot BCex AnManoros)
(KOHLLOBKM)
MnoTtHoCTb rpada 0,04 (nuHeMHas uenb) 0,21 (BblCOKana CBA3HOCTb)
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CueHapun Empty Life nemoHCTpUpyeT NPUHLUNNANABHO MHYLO, HEIMHENHYIO
CTPYKTYpY. Mpun conoctaBumom obiem Konunvectse guanoros (34 npotms 26) cpea-
HAA A/IMHA Ananora COCTaBAAET BCEro O4HY PEN/IMKY, YTO YKa3blBaeT Ha BbICOKYIO CTe-
NeHb AEKOMMNO3MUMM HappaTUBa: KaXAoe WUrpoBOe COCTOSIHWME NpeAcTaB/IEHO OT-
AeNbHbIM ANanorom-sepLumHoii. bonee 90 % Ananoros ABNAKOTCA y31aMM BETBAEHUA,
npeaocTaBasAa UTPOKY BbIBOP M3 ABYX UM Bolee BapmMaHTOB NpoaokeHunsa. Hannuue
15 TouekK cxoxAaeHuA (aAnanoros, K KOTOPbIM MOXHO NMPUNTU Pa3/IMYHLIMU NYTAMN)
CBUAETENbCTBYET O KOHBEPreHUMWN CHOMKETHbIX IMHUIA. OTHOCUTENBHO BbICOKAA NAOT-
HocTb rpada (0/21) oTparkaeT bonee CNOXKHYIO CETb B3aMMOCBA3EN MeXay COCTOAHU-
AMWN.

Hanbonee Ba*KHbIM pe3yaAbTaTOM NPUMEHEHUS MHCTPYMeHTapua K Empty Life
CTana aBTOMAaTMYecKana geTekuua uuKkna B rpade 3aBMcMmocTel. Takaa CTPyKTypa
03HAYaeT, YTO UTPOK TEOPETUYECKN MOXKET BECKOHEYHO NepemMeLLaTbCa No AaHHOMY
KONbLY, HE A0CTUras KOHUOBKMW. B KOHTEKCTe aBTOPCKOro 3ambiC/la 3TO MOKET bbITb
KaK npegHamepeHHbIM XYyAOXEeCTBEHHbIM MNPUEMOM (CMMyNAUMA «3aMKHYTOTO
Kpyra» B M3HW MepCOoHarka), Tak U OoWKUOKOoM NPoeKTUpPOoBaHUA. MHCTPYMEHT He
TO/IbKO BU3Ya/IbHO MapKMpyeT nogobHble LMKAbI, HO U NpeaocTaBaneT pa3paboTumky
MO/IHbIN CMNCOK BOB/IEYEHHbIX BEPLUNH ANA Aa/IbHENLLNX aHA/IN3a U KOPPEKLMN.

BbinoNHEHHOe cpaBHEHME HArNAAHO AEMOHCTPUPYET, YTO MNPeasIoKEeHHbIN
NPOrPaMMHbIN KOMMJIEKC NMO3BONAET He NMPOCTO BM3Ya/IM3UPOBATL CLLEHAPUIM, HO U
NPOBOAUTb €ro 06 bEKTUBHbIN KOIMYECTBEHHbIM aHann3. MeTpuKK, U3BaeKaemble U3
yHUdmumposaHHoro JSON-npeacTaBneHMA, AAIOT YETKYIO XapaKTEPUCTUKY HappaTmB-
HOW CIOXKHOCTU: IMHENHbIM CLLEeHapPUM ONMCAaH MUHUMA/IbHbIMW 3HAYEHUAMMN BeTB/Ie-
HUMA M NNOTHOCTW, TOTAA KAaK HE/IMHEMHbIA XapaKTepu3yeTcA BbICOKMMMK MOKasaTte-
NAMWU CBA3HOCTU, HAZIMYMEM MHOMKECTBA KOHLLOBOK M MOTEHLMANbHO NPOBAEMHbIX
LUMKNOB.

Ocobyto LeHHOCTb NPeacTaB/AeT BO3MOKHOCTb aBTOMATMUYECKOro 06HapyKe-
HUA LMKNOB M AeA/I0KOB. B AMHEHOM cueHapum TakMe aHOManum oTCyTCTBYIOT, U Ba-
NMJAumMA CBOAMTCA K MPOBEPKe NocaenoBaTelbHOCTU. B HeAMHeNMHOM Ke cueHapun
py4yHOE BblsIBIeHME LUUKIOB KpaliHe 3aTpyAHUTeNIbHO, U1 aBTOMATU3MPOBaHHaA Ana-
FTHOCTMKA CTAHOBUTCA HE3aMEHMMbIM MHCTPYMEHTOM KOHTPO/IS KayecTBa, NO3BO/IASA
CLUeHapucTam 1 reiMm-ausanHepam LeneHanpaBaeHHO aHaIM3MpPoBaTb NOA03PUTE N b-

Hbl€ Y4aCTK1 HappaTmnBea.

1626



SnekmpoHHble 6ubauomeku. 2026. T. 29. Ne 5

Takum obpasom, paspaboTaHHbIA MHCTPYMEHTapui (puc. 7) ycnewHo pewaet
3a/la4y aHanu3a cueHapueB Nt060ro ypoBHA C/IOXKHOCTM, NPEAO0CTaBAAS KaK Harnag-
HYHO BM3YaIM3aLMIO, TaK U CTPOTrME KONMYECTBEHHbIE METPUKM AN1A OLLEHKU CTPYKTYP-
HOM L,e/NIOCTHOCTU U BbIIBEHWUA OTMYECKMX OLLIMNOOK.

1 atan «[Mapcnm» BpyYHYLO : MapcuHr anropuTMamu
2 3Tan CosgaHue BU3yanmsauumm
HaxoxaeHwne
A HaxoxaeHne aeanokoe Haxo)kaeHue UMKNoB
M30/IMPOBAHHbIX 4MAN0rOB
3 aTan AHanu3 TOHaNbHOCTH CospaHue gnanoros
PepaktuposaHue PepaktvpoBaHune
penauk B guanore MMEH CNUKepoBs

Puc. 7. NMpeanaraeman nocnegoBaTe/IbHOCTb NPUMEHEHWNA pa3paboTaHHOro
NPOrpaMMHOro KoMneKca

NMepcneKkTUBHbIE HanpaBaeHUA Pa3BUTUA

Ha ocHoBe npoBeAeHHOro aHanum3a 6biin chopMynnMpoBaHbl cneaytowme K-
YyeBble BEKTOPbI Pa3BUTUA MHCTPYMEHTapUA:

1) NOBbILEHME TOYHOCTU U YCTOMYMBOCTM MapcuHra. BHeapeHue rmbpua-
HOro noaxoaa, KoMbuHUpytowero npeaobyyeHHble ML-mogenu ana pacnosHaBaHusA
WwabsoHOB M Habop AETEPMUHUPOBAHHbLIX NPABUA A1 06pabOTKM HeCTaHAAPTHbIX
AN NOBPEXKAEHHbIX GOPMATOB AaHHbIX;
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2) pacwmpeHme Habopa aHANUTUYECKUX METPUK;

3) aHanu3 6anaHca 1 pas3BuTUA posien. PazpaboTka meToaoB ANs KONu4ye-
CTBEHHOM OLEHKM 3HAYMMOCTU U SKPAHHOTO BPEMEHU NEPCOHAXKen, ONTUMMU3ALLUM
BTOPOCTEMEHHbIX PONIEN U TPEKMHTIA Pa3BUTMA HAPPATUBHbBIX aPOK K/IHOUYEBBIX FE€POEB;

4) CPaBHUTE/IbHBIN KPOCC-*KaHPOBbIN aHann3. NNpuMeHeHne NHCTPYMEHTa-
puA K MaccMBam CLEHAPUEB M3 PasHbIX UFP U }KaHPOB A1A BbIABJEHUA YCTONYNBDIX
naTrepHoB (Hanpumep, MHTEPECHO CPaBHWUTb CAOXHOCTb AMANOrOBbIX AEPEBbLEB B
RPG ¢ NMHEMHOCTbIO B 3KLIH-UTPAX) U OLEHKU UCTOPUYECKON 3BONOLMU MPUEMOB
HappPaTUBHOIO AN3alHa;

5) MHTErpaumsa ¢ cucteMamm paspaboTtku. CosgaHue naarMHoOB ANA 3KC-
NopTa CTPYKTYPUPOBAHHbIX AAHHbIX U aHAIMTUYECKUX OTYETOB HaNpPAMYIO B Monynaap-
Hble urposble ABUXKKK (Unreal Engine, Unity).

Peannsauma yKasaHHbIX HanpaBAeHMN NO3BOAUT TPAHCHOPMMPOBATL M10/1Ya8-
momamu4eckul napcep UCXO0OHbIX MEeKCMo8 B KOMNIEKCHYIO Naatopmy ana non-
HOro UMKAa paboTbl C UTPOBbIM HAPPAaTUBOM — OT aHaN3a U BepUDUKALIUM CYLLECTBY-
IOLWMX CLEHAPMEB A0 NPOEKTUPOBAHUA U MHTErPALMMN HOBbIX, YTO CYLLECTBEHHO pac-
LUMPUT €ro NPUIOKEHME KaK B akagemmnyeckon coepe, Tak U B UHAYCTPUM UTP.

3AKNHOYEHUE

MpeanoxxeH KOMMNAEKCHbIM NPOrpaMMHO-MEeTOAMYECKMN noaxoa K popmupo-
BAHMIO CTAHAAPTU3NPOBAHHOIO KOPMNyCca UrPOBbIX CLLEHAPUEB, OCHOBAHHbIM Ha UHTe-
rpaunmM py4yHOro peaakTopa M NOJlyaBTOMATMUYECKOro napcepa UCXOAHbIX TEKCTOB.
Pa3paboTaHHbIN MHCTPYMEHTapUin peannsyeT KOHUENTYa/bHYD MOAENb OAHHbIX,
BNepBble onucaHHyto B paboTte [40]. aHHas moaenb No3BosseT $popmann3oBaTb
HappaTUBHbIE KOHCTPYKLUMMK, 0becneumBan CTPYKTYPHYHO LENOCTHOCTb U IOFMYECKYHO
HEeNpPoOTUBOPEUYMBOCTb UTPOBbLIX TEKCTOB.

Pa3paboTaHHbIN NPOrpaMMHbIN KOMMJEKC obpasyeT eamHbIM pabounit KoH-
BeMep, NOAAEPKMBAOWMN MNONHBIA UMKA 06paboTKM cueHapueB: OT NMEPBUYHOTO
napcuHra u pasmeTKn 40 BM3yanansaumm, sepuPpurKkaumm n skcnopTa gaHHbIX. Ero npu-
MeHeHne no3BosaeT 3GPeKTUBHO coYeTaTb TOYHOCTb IKCNEPTHOM PYYHOM NPABKKU C
NPOM3BOANTENIbHOCTbIO aBTOMATU3MPOBAHHOIO aHaM3a, YTO CYLLECTBEHHO CHUMXKAET

TPYyA03aTpaTbl Ha NOATINOTOBKY KOPMNYCHbIX AaHHbIX.
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Kntouesbimu NPaKTUHECKUMU pPE3Y/IbTAaTaMU pa6OTbI ABNAKOTCA:

o CTaHZAPTM3aUMA NpeaCcTaBleHMA UTPOBbIX CLLEHAPUEB;
o aBTOMaTU3MPOBAHHAA BaAMAAUMNA CTPYKTYPHOM LEeNOCTHOCTH;
o KOHTEKCTYa/IbHbI aHA/IN3 TOHAZIbHOCTU U AMHAMWKM ANANIOTOB.

Pa3paboTaHHbIM noaxon o61aaaeT 3HaYnTEIbHbIM NOTEHLMANOM ANA NpUMe-
HEHMA KaK B aKageMUYeCcKux ncciefoBaHuax (BbluMCAUTEIbHAA IMHTBUCTUKA, aHaNU3
HapPaTUBOB, KPOCC-}KaHPOBbIE CPaBHEHUA), TaK U B UHAYCTPUN Pa3paboTKu Urp — ans
KOHTPO/1A KayecTBa cueHapues, obydyeHusa ananorosbix MU-cuctem, nokanmsaumm u
npouesypHOM reHepaummn KOHTEHTa.

MepcneKkTUBHbIE HAaNPaBAEHUA PAa3BUTUS MHCTPYMEHTAPUS BKAKOYAIOT:

° NOBbILWEHNE TOYHOCTM NAapPCUHTra 3a cyeT rmbpuaHbix ML-npasun;

° NMHTerpaumio c urposbimn asuxkamu (Unreal Engine, Unity);

° paclWMpeHME aHANUTUYECKUX METPUK (CHoXKEeTHas CNOXKHOCTb, UX-meT-
PUKN);

° NnoAAepPKKY AMHAMUYECKUX U NePCOHANN3UPOBAHHbIX CLEeHapueB.
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USING A MANUAL EDITOR AND A SEMI-AUTOMATIC PARSER OF
SOURCE TEXTS TO BUILD A CORPUS OF GAME SCRIPTS

N. R. Nurlygaianoy!0000-0002-7969-0221]

Kazan (Volga region) Federal University, Kazan, Russia
nikita25@mail.ru
Abstract

A practical approach is proposed for building a specialized corpus of game
scripts based on a combination of manual annotation and semi-automatic parsing of
the source texts. The method integrates a graphical editor for expert annotation, a
modular parser that performs initial structuring of the source texts using formal rules
and heuristics, and a visualization of links between scenes. This combination provides
an iterative cycle of expert validation necessary to obtain a correct and reproducible
corpus.

Keywords: NLP, video game development, parsing, validation, visualization,
game scripts, text corpus.
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CBEAEHUA Ob ABTOPE

HYPJ/IbITAAHOB Hukuma Pamunbeeu4 — acCUCTEHT
Kadeapbl MHAYCcTpmK paspaboTtkm sugeomnrp UTUC KDY, Codepa
Hay4HbIX MHTEpPEeCcOB — aBTOMaTU3aLMA npouecca pa3paboTku
KOMMbIOTEPHbIX UTP.
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