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AHHOMayusa

BbicTpoe pa3BUTME C/IOMKHbIX BUPTYasibHbIX MUPOB, B 0cobeHHOoCTM 3D-urp u
KOMMbIOTEPHbIX UrP, CO34aeT HOBble NPobembl Npu pa3paboTKe BUPTYyabHbIX areH-
TOB, yNpPaBAAeMbIX CUCTEMAMU UCKYCCTBEHHOro MHTennekta (MU). [1Be BaxkHble Noa-
334a4M B 3TOM TemaTuMyeckoh obnactu, KoTopble HeobxoaMMo pewnTb, 3To: (a) Ao-
CTOBepHOCTb U (6) 3apdeKTMBHOCTL NOBEAEHUA areHTOB, TO eCTb CXOACTBO MepPCOHa-
el ¢ NtoAbMU U BbICOKAs CMOCOOHOCTb K AOCTUMEHUIO UX «CODBCTBEHHbIX» Lenen. B
3TOM CTaTbe Mbl M3y4YaeM COBPEMEHHbIE NoAX0Abl K pa3paboTke peannctuyHoro N B
BMPTYanbHbIX MMUpax. Mbl M3y4yaem KOHUeENUMM npaBagononobua n apdeKTMBHOCTU U
aHaNM3MpPyemM HECKO/IbKO YCMELHbIX NOMNbITOK pewnTb 3T Nnpobaembl. Mbl nonaraem,
yTO NpaBaonoaobHoe n apdekTUBHOE NoBeAeHME MOXKET ObiTb A4OCTUTHYTO nocpea-
CTBOM M3y4YeHMA MoZener nosedeHus ns HabaaeHU ¢ nocieayowmMm aBTOMATH-
4YeCKUM BbIBOPOM BbINTPbILLHbIX AEACTBYHOLMX CTPaTErN.

Knrouesble cnoea: supmyasnbHble PEKOHCMpPYKyuu, Beaukuli bonzap, Heuzpo-
gble nepcoHaxMcu, 3/] mooesnu, UCKYCCMBeHHbIU UHMeNNEKM
BBEAOEHUE

Hag npoekTtom BUPTYanbHOW PEKOHCTPYKLMM MOBOJIKCKOro ropoga bonrap
XIV BeKa B TeyeHue 3 net paboTtaeT rpynna coTpyaHUKoB KasaHckoro ¢degepanbHoOro
YHUBEpPCUTETa COBMECTHO C apxeo/ioramu, 3aHMMAIOWMMMUCA PACKOMKaMKU Ha Teppu-
TOpwM 3TOro ropoamuia [1], KoTopble cHabKatoT NPoeKT Heobxoanmomn nHdopmaumen
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O Ky/bType 3TOro nepuopaa, npeametax 6biTa, 0 MOPhONOrMN HAceneHusa, a TaKkKe
NaHAawadpTe MecTHOCTU U TOMOAOTUM NOCENEHMA.

[NaBHaA 3a4a4a 3TOro NPOEKTa — B UFPOBOMN popme, HO MaKCMMaIbHO TOYHO U
PEeanUCTUYHO C UCTOPUYECKOM TOUKN 3pPEHUA, OTPA3NUTb ObIT KUtenem BeMKOro ropo-
AWLLA, NOKa3aTb MacwTab rpafocTpoeHns TOro BPEMEHMU, C ero Be/IMYeCcTBEHHbIMU
34aHMAMM, KBApPTalaMM 3aXKUTOYHbIX U BeaHbIX XKuTenen, GopTMPUKaLMOHHbIMMK CO-
OpYKEHNAMU, N GYHKLMOHMPOBAHME TOPOACKOM CTPYKTYpbl. OnA BbINONHEHWUA NO-
CTaB/NIEHHOM 334344 HeobxoAMMO TOYHO BWM3YyasM3UMPOBATb YANYHYIO CTPYKTYpPY, MUC-
nonb3ya mopdonornyeckne npaBuaa pasameLleHmMa 06BbEKTOB B BUPTYabHbIX UCTOPU-
YECKUX PEKOHCTPYKUMAX [2], N NpnaaTb emy KMU3Hb 33 CYET HEUTPOBbLIX MEPCOHaXKeM
(NPC — Non-Player Character), KoTopble nepeasuratoTcs no ropoay, NPoAaoT pas-
JIMYHble TOBapbl, AAOT HaM MHPopmauuio, HeobxoaMMyro ANA O3HAKOMIEHUA C
MeCTHbIM BbITOM.

Puc. 1. OagHa 13 yauu ropoaa bonrap

KPATKO O NOAXOAAX K PEAZIUSALNN NOBEAEHUNA NPC B UTPAX

MocTaBneHHble 3a4a4n noTpeboBanun aetanbHor npopaboTkm yposHen [3], a
TaKXe pa3pabOoTKU UCKYCCTBEHHOrO WHTEN/IEKTa, YNPaB/AOLLIEr0 HEUIPOBbIMKU Nep-

503



Russian Digital Libraries Journal. 2016. V. 19. No 6

COHa)Xamm, KOTOPbIN N03BOAINA Bbl MM NepemeLLaTbCAa B NPOCTPAHCTBE pa3paboTaH-
HbIX JIOKaLWUN.

Cyw,ecTByeT HECKONIbKO BapuaLMil airopuTMoOB NOUCKa NyTu [4] ana Heurpo-
BbIX NEepPCOHaXKel, KOTopble UCNONb3YHTCA B COBPEMEHHbIX UIPax U BM3yanu3aLmax:
anNropuTm nomucka A*, anropntm [enKCcTpbl, BOJIHOBOW a/fifOPUTM, MapLIPYTHbIE aNro-
PUTMbI, HaBuUraumMoHHasa ceTka (Navmesh), nepapxuyeckne anroputmol, 0bxon npe-
natcTBmin, «Pasgenan n BnacTeym», anroputm nosopoTa Kpela.

Ha ocHoBe npoBeAeHHbIX UcceaoBaHMM BblI0 NPUHATO pelleHMe UCNOb30-
BaTb MAPLUPYTHbIA anroputm, 6asmpyroWninca Ha cucteme BeMNOMHTOB (waypoints —
BPYYHYIO YCTAaHOBNEHHbIE TOYKM, KOTOpble coaepKaT nHdopmauuto n cnocob aoctm-
YKEHUA cocegHUX TOYEK, BCe BMeCcTe OHWM 06pa3ytoT CBA3HbIN rpad, Ha OCHOBE KOTOPO-
O MO)HO BblIOMpaTb onpeaeneHHble MaplpyTbl cnegoBaHus). [aHHas BepcuA
MapLUPYTHOro anropmMtma 6bina peanvsoBaHa B 06/1er4yeHHOM BapuaHTe, YTobObl No-
Ka3aTb BO3MOKHOCTM Aa/IbHENLLErO ee yCOBEePLIEHCTBOBAHMUA.

OCHOBHbIMW BapuMaHTaMW AOMNONHEHMA CUCTEMbl HaBMraumMm Mpu NomoLLm
BEMMOMHTOB ABAAIOTCA BHEAPEHMA B Hee B3aMMOAENCTBMIN: C UTPOKOM — gobaBieHue
ANaNoroB C UCMNO/MIb30BaHMEM 3MOLMIN NepcoHaxken [5] — n aApyrMmum HeurpoBbiMMU
NMepCcoHa)kamMm — 3aKjl4vatoWmeca B pasanyYHbIXx Gopmax, Hanpumep, NPUBETCTBUE
npu BcTpeye «3Hakomoro» NPC.

B [6] npeacTaBneH noaxon K peannsaumnm MCKYCCTBEHHOTO MHTeNNEKTa, OCHO-
BaHHbIM Ha 6a30BOW TEOpPUM MCNONb30BAHMA MNAMATM U 3MouMi. [aHHbIA Noaxopn,
NO3BOJIAET UCMO/b30BaTb codyeTaHne amoumit NPC, yto co3gaet 6onee peancTMyHyto
MoZeNb NOBEeAEHWNA U NPUHATUA PELUEHNA.

Mocne paccmoTpeHua Apyrux Moaenein peanvsaumm UCKYCCTBEHHOrO MHTen-
NeKTa [7-9] mMbl NpULWAK K BbIBOAY, YTO AaXKE CaMan «/IerKOBECHaA» peannsaunsa uc-
KyccTBeHHOro mHtennekta NPC gonxkHa otobparkaTb NpoAB/iEHUME 3MOLMU OTHOCU-
TeNbHO AENCTBUIM UTpoKa. TakKe amoumoHanbHoe coctoAHne NPC MOXKeT N3MeHATb-
CA B 3aBUCMMOCTU OT KaKUX-TMBO NPUHATbIX UM pelleHnit. Kak nokasaHo B [10], ana
npasaonofobHoro noseseHUsa NepcoHaxkei HeobxoAMMO MCNob30BaTb HENPOHMO-
NIOTUYECKM MHCMUPUPOBAHHbIE MOAXOAbl, OCHOBAHHbIE HA PEANIUCTUYHbBIX IMOLMO-
Ha/IbHbIX YeN0BEYECKMX B3anmoaencTeusax. CTuib NoBegeHMA, MaHepPbl M peakLms Ha
pa3Hble BO34enCcTBUA — 6e3yCNI0BHO, CamMble TPYAHO PEKOHCTPYUPYEMbIE CBOMCTBA.
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PEAIU3ALMA NOAXOOA

MepcoHax, Aoxoaa A0 onpeaeneHHoro y3ia, noayvyaet MHGopmaLmo o Aanb-
HEeMLMX TOYKax MapLLpyTa, KOTOpble MOTyT MUMETb Pa3/IyHble Beca, Nocae Yero nep-
COHax BblbMpaeT cebe nyTb, B OCHOBHOM 3TO MPOUCXOAMUT C/Ily4alHbIM 06pa3om, mc-
KNHOYaoTCA UL NPOMAEHHbIE TOYKM.

Puc. 2. Bo3MOXHble MapLUpyTbl MepPCOHaKa C BECaMU B Y3/10BbIX TOYKAX

TOYKM B BEMMOUHTAX MMEIOT CBS3U B Oo4HY UNn obe CTOPOHDI.

Puc. 4. [1ByCTOPOHHAA CBA3b
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Ona BeMnonHTOB 6bi/1 pa3paboTaH MHCTPYMEHT, NO3BONAKOLWNIA NeBen an3am-
Hepam bbICTPO co3aaBaTb M MOANDULMPOBATL MAPLLPYTDI:

e connect All With All — yTobbl cBA3aTb BCe BblAe/IeHHbIE TOYKM B 0be cTo-
POHbI;

e disconnect All With All — yganuTb cBA3M y BblAENEHHbIX TOYEK;

e clear all — yaanuTtb cBA3M y BCcex ToYeK, KoTopble HblaN co34aHbl CO CTap-
Ta;

e undo — OTMEHWUTb NOCAEAHION CBA3b;

e step back — oTMeHUTb co3gaHMe NocneaHEN TOUKY;

e get bad ways — NoKkasblBaeT OAMHOKNE HU C KEM He CBA3AHHbIE TOYKM.

3 Project ElConsole | AiWindow | _
[ Connect All With Al

[ Disconnect All with All

[ Clear all
Path Cannect

0 [ Undo (with Disconnect) H Step Back ]

[ End ]
Press "Start" and;
"Space"” for paste point

"W" for connect point
"B" for clear selected point

I Get bad ways

Puc. 5. HTepdeinc MHCTpyMeHTa ynpaBaeHna BeMNoMHTamm

void Update()

{

//Mpu co3gaHnm ToNNbl BO3HUKAET Npobaema C TeM, YTO NepPCOHaXKN Mo-
ryT CTankmBaTbCA. A ee peweHma 6b110 peanm3oBaHO CMeELLEHNE NEePCOHAXKEN NpH
NPUBAMNKEHUM APYT K APYTY, @ TaKXKe, 4TOObl CBECTM K MMHMMYMY BO3MOMKHOCTb CO-
34aHNA «NPOBOK» U3 NEePCOHAXKeN, Mexay HUMN yOpaHbl KONAU3NKU HA YPOBHE GU3U-
YeCcKoro ABWKKa. OTO A40BOJIbHO NPOCTO peannsyemo Ha CH gna Unity:
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CNeayoLLyHo TOUKY, eCK NepCcoHaX nogowen 6113K0 K TEKyLLEN
if (Vector3.Distance(new Vector3(transform.position.x, Of, trans-
form.position.z), new Vector3(WayPointTarget.transform.position.x, Of, Way-
PointTarget.transform.position.z)) < SimpleThirdPersonAl.MIN_DISTANCE_TO_WP)
{
previousWayPoint = WayPointTarget;
if (WayPointTarget.ConnectedWayPoints.Count > 1)
{
int index = (WayPointTar-
get.ConnectedWayPoints.IndexOf(previousWayPoint) + 1 + Random.Range(0, Way-
PointTarget.ConnectedWayPoints.Count)) % WayPointTar-
get.ConnectedWayPoints.Count;
WayPointTarget = WayPointTarget.ConnectedWayPoints[index];

else

WayPointTarget = WayPointTarget.ConnectedWayPoints[0];

}

}

//ecTb 1 Ha NyTW NepcoHaka npensaTcTeue

bool isObstacleAtFace = false;

RaycastHit hit;

if (Physics.Raycast(transform.position + transform.forward * 0.15f + Vec-
tor3.up, transform.forward, out hit, 2f))

{

isObstacleAtFace = true;

}

//oTpuncoBaTtb 3eNEHbIM BEKTOPOM TEKYLLEe HanpaBJeHne NepcoHaka

Debug.DrawRay(transform.position + transform.forward * 0.15f + Vec-
tor3.up, transform.forward * 2f, Color.green);

if (WayPointTarget != null)

{
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Vector3 target = WayPointTarget.transform.position;

target.y = transform.position.y;

Vector3 desiredVelocity = Quaternion.Euler(0f, (isRightHanded ? 1f : -1f)
* (isObstacleAtFace ? avoidAngle : 0f), Of) * (target - transform.position).normalized *
walkSpeed;

//BEKTOp OTKNOHEHMUA

Debug.DrawRay(transform.position + transform.forward * 0.15f + Vec-
tor3.up, desiredVelocity, Color.red);

//npu cmeHe Kypca Ha 90—-180 rpafycoB CTOUT YBEANYUTD LLAr nocaeay-
tOLLLEN MHTEPNONALUNK

if (lastMobvementVector.magnitude<walkSpeed*0.8f)

{
_lerpSpeed = lerpSpeedOnRotateOnPoint;
}
else
{
_lerpSpeed = lerpSpeedOnMove;
}

//®dVHanbHbIM BEKTOP NEpemMeLLeHMA NepPCoHaKa

Vector3 movementVector = lastMobvementVector.x == 0 && lastMob-
vementVector.y == 0 && lastMobvementVector.z == 0 ? desiredVelocity: Vec-
tor3.Lerp(lastMobvementVector, desiredVelocity, Time.deltaTime * _lerpSpeed);

Character.Move(movementVector, false, false);

lastMobvementVector = movementVector;

}

else

{

// We still need to call the character's move function, but we send zeroed
input as the move param.

Character.Move(Vector3.zero, false, false);

}
}
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Puc. 6. Mprumep obHapyKeHMA KONAU3UN

MoHo peannsoBaTb anroputm obxoga apyroro NPC, ¢ nporHo3om Hanpas-
NIeHnA, Kyaa OH nnaHupyeT nepeasuratbca. OgHako nornyHee ncnonb3osatb Al, no-
CTPOEHHYIO Ha APYruUX NPUHLUNAX.

MO/JENN CO CMELLAHHOW U AAANTUBHON AHUMALUEN

MacwTtab npoekTa HaknagbiBan onpeaeneHHble TpeboBaHMA K pa3pabaTbiBa-
€MbIM MepCcoHaXaM, a MMEHHO: codyeTaHue YHUUKALMM U pa3Hoobpasma nepcoHa-
Ken; eauHyto cuctemy moamduKaumMm reomeTpum; TOYHO BbIBEPEHHYHO TOMOJIOMUIO
CETKN reoMeTpum.

YHuduKauma n pasHoobpasue. [Moyemy mMbl NPULIAN K TaKOMY peLleHUo?
HecooTtBeTcTBME Moaenein eauMHOMY CTaHAAPTY NPUBOAUT K caeaytowmm npobne-

Mam:
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— YHMBEpCa/ibHaA cucTemMa MoauPUKauumM reoMeTpum BHOCUT HexKenaTenb-
Hble UCKA*KeHUA B caMy MOZe/ib B NpoLuecce ee NOPTUPOBAHMA Ha pabounii ABUKOK
Unity;

— HeobXxoAMMOCTb CO34aHMA BUOAMMOCTM BONbLIOrO KOMMYECTBA KUTeNen B
NPOEKTE;

— afanTUPOBAHME C/IOXKHbIX NMPOCYETOB MHTENNIEKTYANIbHOrO areHTa nog ma-
nonpoussoautenbHblie MNK.

B cBA3N C 3TMM Hamu Obln NPUHAT eaMHbIN MOAY/b Pa3Mepa M NPOMNopLUUi
ANA BCEX HaWMX NepcoHa)ker. Ho 3TO TakXKe HaNoXMAOo psg, OrpaHMYEeHU Ha BO3-
PACTHYHO COCTaB/AOLLYIO NEPCOHAXEN, YTO MOXHO HabnwgaTb B MPOeKTe, TaK Kak
NPONOpPLUM YeNoBEKA C BO3PACTOM AOCTAaTOMHO CWUAbHO M3MeHATCA. PeweHunem
AaHHOW Npobaembl MOXKET NOCNYKUTb CUCTEMA U3 2 nan 3 moaynen, COOTBETCTBYIHO-
LLLMX BO3PACTHbIM KaTeropuam: pebeHKa, 3pesioro YesioBeKa M YeNoBeKa CTapyecKkoro
BO3pacrTa.

Bonblwyto posb MOAYNbHOCTL Cbirpana Npu pa3paboTKe OKPY*KEHUA NPOEKTA.
Pasmepbl pa3MYHbIX NPOEMOB, BXOA0B B NMOMELLEHUSA, PACCTOAHUN MEXAY UTPOBbI-
mun 3D mogenamm 6biam noaobpaHbl cTporo 6onblue ncnoab3yemoro moayna, Aabbi
n3bexKaTb HexKenaTeslbHbIX KONN3UIA C OKPYKAOLWMM MUPOM.

daKTnyeckoe pasHoobpasme nepcoHarken AoCTUranocb NpopaboTkonm pas-
JIMYHbIX AeTa/IbHbIX 6/10KOB MX BHELWHEro BUAa U MHANBMAYANbHbIX TEKCTYP ANA KaK-
Aoro.

Mpumep yHUOMKaUMM 1 pasHoobpasma nepcoHaken NPoAEMOHCTPMPOBAH Ha
puc. 7.

Cuctema mogudukauum reometpun. lNporpammHubii npoaykT Unity npepgo-
CTaB/IAET BO3MOXHOCTb pa3paboTymMKam Ierko U NpocTo nepeHecT naket paspabo-
TaAHHbIX aHUMAUUN MEXKAY UMEOLWMMMN NEPCOHAXKAMMK, YTO M TPebOoBaNOCb B HaeEM
npoekTe. Heobxoammo 6bin0 co34aTb eguHY0 cUcTeMy MOAUOUKALMN FeoOMeTpuM,
KOTOpaA B LEe/SIOM yaoBaeTBopana bbl BO3MOXKHOCTAM ABUXKKA M He OrpaHMYMBana B
MHOroobpasmmn aHMmaumun. Mmesa M3HayaNbHO MOZENM MEepCcoHaxen ¢ yHuduumpo-
BaHHbIMW pa3Mepammn 1 NPOMNOPLUAMMN, HAM He COCTAaBUNO TPyAa NPUAYMaTb U pea-

N130BaTb YHUPULMPOBAHHYIO CUCTEMY MOAUDUKALMN FTEOMETPUN, YTO B OYepeHOM
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pa3 obnerynno Haw TPy Ha aTane npop,aKu.leHal. CTpyKTypa n mogesb B UesioM Npo-
OEeMOHCTPMPOBaAHbI Ha puc. 8.

Puc. 7. YHUOULMPOBAHHbIE NEPCOHAXKM My3blKaHTa U NPOAABLLMLbI

'aHrn. production — ycToOMYMBbIN TEPMUH A1A 3TOro 3Tana paboT npu paspaboTke urp
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Puc. 8. YHuUdMumpoBaHHasa cuctema mogmduKkaumm reometTpmm

TakKe einHAn CUCTeMa BHEeC/1a B Hallem NpPOoeKTe CBOM BKNAA, Ha 3Tane CKUH-
HUHra Xutenen. Mmea BO3MOXKHOCTb MPOrPaMMHbLIM MYTEM COXPaHATb BEAUYMHDI
NPUBA3KU FEOMETPUU K CUCTEME KOCTEM, Mbl MONYYMIN BO3MOMKHOCTb B TOM WM
MHOM C/ly4ae NepeHOCUTb 3Ty CBA3b MeXAy NepcoHaXKamu. Itan paboTbl Hag NpopU-
COBKOW MPUBA3KN NPOAEMOHCTPUPOBAH Ha puc. 9.
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Puc. 9. MpusasKka reomeTpumn K cKenety

BbiBepeHHana Tononorua cetkn. MHoro paboTbl 66110 NpoAenaHo nNpu moae-
NIMPOBAHUKN KaXKA0ro NepcoHarka, YTobbl NpMAaTh KaxKaomMy MHAMBUAYANbHOCTb U Xa-
paKTepHble 0COBEHHOCTM NpeacTaBUTENss CBOEro Kaacca TOro BpemeHu. BHMmatenb-
HaA paboTa Wna Ha ypoBHE TOMONOIMU reOMeTPUK, YTOObI OHa YA0BNETBOPAIA HEOD-
XOAMMOCTAM aHUMaALMU, UCK/IOYAIa HEXKenaTeNbHble camonepeceyeHns reomeTpum

B npouecce CNOXKHOM dHUMauunn, Tononorn4eCkKM BepHO COOTBETCTBOBAJIA d)opmaM
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peanbHbIX NOAEN U 3aHMMaNa Kak MOMHO MEHbLUE BbIYUC/IUTENIbHBIX PEecypcoB
(puc. 10). YTOo6bI KOMNEHCUPOBATL NOTEPID BoNee MenKux aetanen, Obin co3aaHbl

KapTbl HOpManen.

Puc. 10. Tononorua reomeTtpuu, yaosnetsopatowaa aepopmaumam npu aHMmaumm
PEANN3ALNA PEATUCTUYHDBIX AHTPOMOMOP®HbIX MEPCOHAXEWN

Heobxoammo BblaennTb ABE COCTAaBAAIOLWME PEANUCTUMHOCTU PEKOHCTPYMPY-
€MOro MepcoHarka, COOTBETCTBYHOLME KOHKPETHOM 3MOXe M KOHKPETHOMY MECTY: 3TO
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PEaZIMCTUYHOCTb BHELWIHEro BUAA U PEeanuCcTUYHOCTb NOBeAEeHUs, Kak B obleyenose-
YecKoM cmbicne, B pa3speweHnn npobaembl Uncanny valley, Tak n nokanbHoO, ncmxo-
normvyecku, nosegeHyeckn. Kak nokasaHo B8 [10], ana npasaonogobHoro noseaeHms
NnepcoHa>kem HeobxogMMO MCNO/b30BaTb HEMPOOMONOTMYECKM MHCMIUPUPOBAHHbIE
noaxoAbl, OCHOBaHHble Ha PEaNUCTUYHbIX SMOLMOHANbHbIX Ye/I0BEYECKMX B3anUMO-
aenctemsax. CTunb noBefeHUA, MaHepbl M peakuna Ha pasHble BO34encTBuA — bes-
YCNOBHO, CaMble TPYAHO PEKOHCTPYMpPYEMblE CBOMCTBA.

MogaennpoBaHue BHELWHEro BUAA NepcoHaxen bbl1o npom3BeaeHo no npea-
CTaBNEHHbIM UCTOPUKaMKM pedepeHcam NpesnonoXKMTeNIbHOrO BHELWHEro 06anKa co-
rNIaCHO peKoHCTpyupyemoi anoxe [1], OCHOBaHHbIM Kak Ha aTpubyTax U 3/eMeHTax
o4eXAbl, HaAEHHbIX B pe3ynbTaTe apXeoIorMYeCcKMX PAcKOMoK, Tak 1 UANKOCTPALMAX
CTapbIX KHUT, COAEPKALLMX PUCYHKU NpeaMeToB b6biTa. Tem He meHee, 3TU 06/1MKK, No
npeasoXKeHHon B [2] mapagurme, MOXKHO CYMTaTb AUWb €Nabo-40CTOBEPHLIMU U

YC/IOBHO-[0CTOBEPHbIMM.
3AKTIOYEHUE

Mbl npeAcTaBUAM anroOpPUTM HaBUraLUMK areHTa B BUPTyanbHOM Mupe. B aTol
peannsaummn Kaxablii areHT nepemellaeTcsa C UCNo/b30BaHMEM YKa3aHHOW mMoaenu
newexoaa, A0NOAHEHHOM, YTOObl UCKAOYUTL CTOSIKHOBEHUSA C APYTMMMN 0ObEKTaMU U
areHTamu. XoTsa NoAaxon AaNl XOpoLUMe pe3ybTaTbl, CYLLECTBYIOT HEKOTOPbIE OrpaHu-
yeHma. Mbl Hageemcs pacwupuTb MacwTabbl Hawer paboTbl, 4TOObI NpuUBAEYb
6onblie noaen B BUPTyasibHble MUPbI. TaKKe Mbl NOCTaBWUIM LIENb CO34aTb areHToB
NCKYCCTBEHHOMO MHTE/IZIEKTA, OCHOBAHHbIX HAa SMOLMOHA/IbHbIX aPXUTEKTYypaXx.
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Abstract

The rapid development of complex virtual worlds (most notably, in 3D comput-
er and video games) introduces new challenges for the creation of virtual agents, con-
trolled by artificial intelligence (Al) systems. Two important subproblems in this topic
area which need to be addressed are (a) believability and (b) effectiveness of agents'
behavior, i.e. human-likeness of the characters and high ability to achieving their own
goals. In this paper, we study current approaches to believability and effectiveness of
Al behavior in virtual worlds. We examine the concepts of believability and effective-
ness and analyze several successful attempts to address these challenges. In conclu-
sion, we suggest that believable and effective behavior can be achieved through
learning behavioral patterns from observation with subsequent automatic selection
of winning acting strategies.

Keywords: Bolgar, content generation, virtual reconstruction, non-player char-
acters, 3d models, artificial intelligence
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