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AHHOMayusa

MpeactasneH anropnt™ GYHKLMOHMPOBAHUA CUCTEMbI BM3YasIbHOrO BOCNpPUA-
TWA 4N1A UTPOBbIX areHTOB, PeasIn30BaHHbIM B UTPOBOM ABUKKe Unity. MpeanoxkeHHbIN
MeTOoZ, OCHOBAH Ha CPaBHEHMM N306paXKeHUI C ABYX KaMep, YYUTbIBAIOLMX COXKHbIE
BM3yasibHble 3pPeKTbl (OCBeLeHME, TEHWN, MAaCKMPOBKY), M AONO/IHEH MPOBEPKOM NpsA-
MOW BUAMMOCTW, Y4ETOM CKOPOCTU ABUXKEHUA 0OBEKTA, U MEXAHMKOMN NOCTENEHHOIO
obHapy»xeHuna. TecTMpoBaHMe CUCTEMBI MOKA3a/iI0 3HAYNTE/IbHOE MOBbIWEHWE peanu-
CTUYHOCTM OBHapyKEeHUA MO CPABHEHMUIO C TPAANLUNOHHBIMU METOAAMMU MPU COXPaHe-
HUM NPOM3BOAMTENILHOCTM B Mpefenax HebonblWwor [AOMNOSHUTENbHOMW HarpysKu
Ha npoueccop. MpoBeaeHa oNTMMM3AUMA ANrOPUTMa C ucnonb3oBaHnem Unity Job
System n guHaMu4ecKom aKTuBaLMm Kamep. NpoBeaeH TaKKe aHaN3 HayYHOM nuTe-
paTypbl NO CXOXXUM PELUEHUAM, BbIABAEHbI UX CUbHbIE U cnabble CTOPOHbI. Pe3ynb-
TaTbl MOTYT 6bITb NPUMEHEHbI B pa3paboTKe BUAEOUTP ANA CO34aHMA PEANUCTUYHOTO
noBeAeHUA HEUFPOBbIX NePCOHaXKel, 0COBEHHO B Urpax C 31eMeHTaMM CKPbITHOCTU.

Knrouesole cnoea: sudeouzpbl, UCKycCmeeHHbIlU UHmesaekm, cucmema 80Crpu-
amusa, NPC, Heueposbie nepcoHaxcu, uzpossie azeHmsl, cmesac-mexaHuku, Unity, peH-
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BBEAEHUE

Cuctembl BU3yasibHOro BOCNPUATMA HEUTPOBbLIX NepcoHaxen (non-player charac-
ter, NPC) B Buaeourpax aABAsAlOTCA Ba*KHbIM 3/1eMeHTOM, obecneymBatoWmnm peanu-
CTUYHOCTb M MHTEPAKTMBHOCTb MIPOBOro npoLecca. Kak oTmeyeHo B page paboT (cm.,
Hanpumep, [1-7]), nHboOpmauma 0 BUAMMOCTU (MK TNHKUK 0630pa) ABASETCA KatoYe-
BbIM 3/1eMmeHTOM, nossoastowmm NPC cTpouTb NPOCTPaHCTBEHHOE NpeAcTaBAeHUe
O MUPE UTPbl U MPUHUMATb PeLLEeHNA B peaibHOM BpeMeHU. TpaguuMOoHHbIe NOAX0Abl,
TaKMe KaK NpoBepKa yrnos 063opa U MCNO/b30BaHME OTPAXKeHMA Aydyen (Man penKa-
CTOB, OT aHrA. raycast) [8], 06n1aaatoT orpaHNYEHNAMMN, CBA3AHHBIMWN C HEA0CTAaTOYHbIM
Y4E€TOM BUM3YyasibHbiIX GAKTOPOB, TAKMX KaK OCBELLEHME, TEHN U MACKMPOBKA. ITO Npu-
BOAMT K HeecTecTBeHHOMY nosegeHuto NPC, ocobeHHO B Urpax, MCNoNb3YHOLUX UTpo-
Bble MeXaHWUKN HEBUAMMOCTU («cTenc-urpax», ot aHra. stealth), roe Tpebyertca Bbico-
KadA cTeneHb peannsma [9].

Hanbonee pacnpocTpaHéHHbIM CNOCO6OM peanmsaunm CUCTEMbI 3PEHUA ANA He-
UrPOBbIX MEPCOHaXKel ABNAETCA aNrOPUTM, COCTOALWMA M3 ABYX LIAroB: NpoOBepKa
HaxoXAeHua ueneBoro ob6beKta B onpeaenéHHoM 30He B UTPOBOM MUPE, YacTo ANHa-
MWYECKN U3MEHSIOLLLENCA B 3aBUCMMOCTM OT NONIOXKEHMA NEePCOHaXKa M Ha3blBaeMoW
nosem 3peHuns, U NpoBepKa Ha Hannune NPenaTCTBMA MeXKAy NEePCOHANXKEM U LeneBbiM
06BbEKTOM. XOTA TaKOM Moaxon NpoCT B peannsaunm, OH He y4YnTbiBaeT MHOXECTBO
$aKTOpOB peanbHOro BM3yanbHOro BOCMPUATUA, YTO CHUXKAET ybeanTenbHOCTb Urpo-
BOrO OMbITa.

Llenbto npoBeaeHHOro nccnenoBaHusa bblia paspaboTka cMcTeMbl BU3YasbHOTMO
BOCMPUATUA, KOTOPAA YYMUTbIBAET C/I0XKHbIE BU3yanbHble 3 deKTbl, 06ecneymsaeT rnb-
KOCTb HAaCTPOMKN MU ONTUMU3NPOBAHA ANA peasibHoro BpemeHun. O6bekTomM UccnenoBa-
HUWA BbICTYNAOT MeTOoAbl peannsaumnm susyanoHoro socnpuatua NPC, a npeametom —

anropuTm, OCHOBAHHbIN Ha CPaBHEHUWN N306pPaXKeHNM N AONONHUTENbHbBIX MEXaHWUKaX.
1. CBA3AHHbIE PABOTbI

CoBpemeHHble nccnegoBaHna B 061acTn cuctem BmsyanbHoro socnpuatma NPC
npegnaratot pa3HoobpasHble NoaAxoabl.

MoHATHe 6a30BOro pemKacTuHra (raycasting) ans onpeaeneHns NepBoro CTOJK-
HOBEHMA Ny4a c 06BEKTOM CLIEHbI ObI1I0 BBeAeHO ewlé B 1989 roay [8].
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B [10] npepcTtaBneH pa3paboTaHHbLIA anropuTmM, OCHOBAHHbIM Ha MNPOBEpPKE
HaxoXKaeHna o6beKTa B Nose 3peHuna, NpeacTaB/IEHHOIo YCeYeHHOM NMpPaMnaon, u nc-
NONIb30BAaHUM PENKACTa ANA UCKAKYEHUA NPEnATCTBMA. ITOT METOZ BKAKYAET Npo-
BEPKY TPEX OCHOBHbIX YC/I0BUMN.

1. OrpaHuyuTenbHana pamka (Bounding box) uenesoro obbeKTa A0MKHA Haxo-
AUTbCA BHYTPU YCEYEHHOM NMPaMUabl NONA 3PEHMA NepcoHaxKa nmbo nepece-

KaTb XOTs 6bl OAHY M3 WecTH eé rpaHen (puc. 1).

Puc. 1. NMepeceyeHne yce4€HHOM NUpPaMUAbl NONA 3PEHUA U OTPAHNYUTENBHOM PaMKK
uenm

2. Yron mexay BEKTOpOM, 0603Ha4aoWMM HanpaBaeHWe B3rnaaa NnepcoHaxa, u
BEKTOPOM MeXKAY NEePCOHAXKEM U Lie/1IeBbiIM 06 bEKTOM A0/KEH ObITb MeHbLUE,
4yeM MoJI0BMHA 3apaHee 334aHHOrO yraa 063opa NnepcoHaxa.

3. Raycast, BbINyLEHHbIN U3 KOOPAMHAT NEPCOHa*ka B CTOPOHY LeneBoro o0b6b-
eKTa, He A0/I)KeH Nepeceyb Mo NYTU Kako-1Mbo NOCTOPOHHMIN 06BbEKT (puc. 2).
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Puc. 2. Mpu TpaccCMpPOBKe /ly4en B CTOPOHY LN NyY CTaIKUBAETCA C NPENATCTBUEM

MeTopa npocT B peanmsaymm, Oo4HaAKO He yYUTbiBaeT BM3Yya/ibHble 3d)(|)eKTbI, TaKune
KaK TeéHN nam oceeleHne, 4To CHMUXKaEeT ero NpuMeHMMOCTb B CZTOXKHbIX CLeHax.

Puc. 3. Raycast 3a6l'IOKMpOBaH npenaTctBuem HeCMOTPA Ha TO, YTO 3HAYUTE/IbHAA

YyacTb Uenu BuagHa HabngaTento

Mcnonb3oBaHMe oaHoro Raycast moxkeT npuMBecTM K CUTyauuM, KOraa OTHOCU-
TenbHO HebonblOM 0O6BEKT, HaNpUMep TOHKas Tpyba, morKeT 3ab/10KMpPoBaTh BbIMy-
LLLEHHbIW 1y4 HECMOTPA Ha TO, YTO C TOYKM 3PEHUSA PEANIbHOTO Ye/I0BEKa NepPCoHaX A0/1-
¥KeH BnAeTb HebonbLyo YacTb LeneBoro obbvekTa (puc. 3).

509



Russian Digital Libraries Journal. 2025. V. 28. No. 3

[pyron nogxopn, cocpenoToveH Ha CTeNC-MeXaHMKax, npeasaraa mogenb nocre-
NeHHOro obHapy*eHUA C y4eTOM PaCcCTOAHMA M yraa ob63opa [11]. ITOT noaxo4 NoBbI-
LLIAeT peasin3m B Urpax C 3N1eMeHTaMU CKPbITHOCTU, HO He peluaeT npobaemy NOXKHbIX
cpabaTbiBaHMMN, BbI3BaHHbIX TEHAMM UAN OTPAXKEHMAMMU. ABTOPbI OTMEYAIOT, YTO MIHO-
BeHHOe 0bHapyKeHne NnepcoHarka UrPoKa MOXKET NOKa3aTbCA HEYECTHbIM U NPUBECTH
K Heya0B/NIeTBOPEHUIO UTPOM, NOITOMY HEUTPOBbIM NepcoHaxKam obbluHO TpebyeTca
HeKoTopoe BpeMs, YTODObl «3aMeTUTb» UIPOKa, YXKe HAXoAALLeroca BHYTPU UX noaa
3peHuA. Mo aHaNOrMKM € peanbHOM XKU3HbIO, NO3ULMKN BOIN3N HENITPOBbLIX NEPCOHAXKEMN
N NPAMO nepeg, HanpaBaeHNEM UX B3rnAga 4acTo CBA3bIBAKOT C 60/1bWIMM PUCKOM 06-
HapyXeHus, Yem No3nLUUKN BAANN OT HUX U/UAK Ha rpaHunLe ux «nepudepuiiHoro 3pe-
HUAR.

MnarnH NPC Eyes Sight System ans Unreal Engine ncnonb3yet TOYKM Ha CKeneT-
HbIX CETKaX M UX NPOEKLMM HA TEHWU, YTO yy4llaeT OOHapyKeHMEe YaCTUYHO BUANMbIX
obbekToB [12]. B TakoW peanmsaumm HeMrpoBbie NepCcoHaXKm NCNONb3YIOT AN 0bHapy-
YKEHUA APYrnX NepCcoHaXKel TOYKM Ha UX CKeNleTHbIX ceTKax (aHra. skeletal mesh). Ecau
NCKYCCTBEHHDbIN MHTENNIEKT BHYTPU UIPbl OOHAPYXKMUT B CBOEM nosie 0630pa xoTa bObl
OZHY TaKyl TOYKY, He MPUKPbITYIO NPENATCTBUEM, OH TYT }Ke Yy3HAeT O MeCTOMNO/0XKe-
HMWN NepPCcoHaKka. Takaa peanmsauma 3HAYNTEIbHO YMEHbLUAET KOMYECTBO CUTyaL MR,
Koraa HebonbLloe NPenATCTBME, IMLLb YaCTUYHO 3aKpblBatoLLee Les1eBOM 0OBEKT, NoA-
HOCTbIO NpeaoTBpaLaeT ero obHapykeHMe nepcoHakamu. OgHaKo NpoeumMpoBaHUe
MHOeCTBa TOYEK OTHOCUTE/IbHO MHOKECTBA BO3MOHbIX NCTOYHMKOB CBETA — HENPO-
CTadA onepauna, KOTopaa MOXKET OKa3aTb 3HAYUTE/IbHOE B/IMSIHWUE Ha NPOMU3BOAMUTENb-
HOCTb Urpbl.

Ona aHanm3sa nsobparkeHmin c Kamepbl NPC B [13] nccnegoBaHo NnpUMeHeHne me-
TOA0B MALUMHHOIO 3pPEHMA, TAaKMX KaK CBEPTOUYHbIE HEMPOHHbIE ceTU. [InA onpeaene-
HMA U KnaccudpuKaumm obbEKTOB B NOJE 3PEHUA UTPOBOTO areHTa NpPeasoXeHo Uc-
NONb30BaTb AaATOPUTMbl KOMMbIOTEPHOTO 3peHMnA. ITOT Noaxos obecneymsaeT BbiCO-
KYl0 TOYHOCTb pacno3HaBaHusa, npnbaunxkas socnpuatne NPC K yenoBeyeckomy, U no-
3BOIIET MMUTUPOBATb TaKMe 0COBEHHOCTM BOCNPUATUA, KaK pacno3HaBaHne obpasos
N KaTeropmsaunsa ob6bekToB. OgHAKO BbIYMCAUTEIbHAA CNOXKHOCTb 3TOr0 NOAX0Aa Ae-
NAEeT ero HenpurogHbiM B peasibHoM BpemeHu 6e3 cneumanmsamposaHHoro obopyao-
BaHMA, YTO OrPaHUYMBAET €r0 NPUMEHNUMOCTb B 0ObIYHbIX UTPOBbIX MPOEKTaX.
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Ona paspabotkm nosegeHns NPC npeanorkeH anbTepHaTUBHbLIN noaxog, [14, 15],
OCHOBAHHbIN HA MPUMEHEHUM ANTOPUTMOB MALLUMHHOIO 0byyYeHMA. ITOT MeTos OTXO-
AVT OT }KECTKOro Ha3Ha4yeHUA Harpaa 1 HakasaHui pa3paboTumkom, genernpysa sty 3a-
Aa4y NNArvHy, KOTOPbIA aHaIN3MpPYeT AaHHbIE O COCTOAHUM areHTa M AaBTOMAaTUYECKM
KnaccudpuumpyeT noBeaeHNe Ha «KXOPOoLIEE» N «MN0X0E» C YYETOM BblOpaHHOrO Lesne-
BOro napameTpa. XoTa AaHHbI NOAX0A HanpaB/ieH Ha 0bLWYH CMCTEMY NPUHATUSA pe-
weHun NPC, a Hecneumduryeckn Ha BM3yasibHOE BOCMPUATUE, IO METOA0N0MMNA ANHA-
MUYECKOW HACTPOMKN NOBeAEHUA B peasibHOM UIPOBOM cpeae MOXKeT ObiTb aganTuUpo-
BaHa M oA 33434 BU3ya/IbHOro BOCNPUATUA.

Bonee cnoxHble M peanmucTuUHble cuctembl, obecneumnsatowme npasgonosobHoe
noseaeHne NPC, onupatotca Ha paclimpeHHble noaxoapl: B [16—20] paccmoTpeHbl ap-
XUTEKTYPHbIE peLleHns, N03BOAOLINE BbIOMPATb TAKTUYECKME NO3ULMN U MOAENNPO-
BaTb BOCMPUATME B YCNOBUAX ANHAMUYECKOM UTPOBOM cpeabl. YKa3aHHble paboTbl noa-
YEPKMUBAIKOT, YTO OrpaHMYEHNE KONMYECTBA TECTOB BUAMMOCTM B pPeasibHOM BpPEMEHMU
MOXET HEraTMBHO CKa3aTbCA Ha MHOroobpasmu peakuuit NPC, yto onpaBapiBaeT He0b-
X04MMOCTb pa3paboTkm bonee sPpdeKTUBHBLIX METOL,0B OLLEHKM BUAMMOCTM.

MNepcnekTMBHOE NPUMEHEHME HEMPOHHbIX METOAO0B C MCMNO/Ib3OBAaHNEM BCEHa-
npasneHHbix pacctoaHuii (Neural Omnidirectional Distance Fields), npeacrasneHHoe
B [21], A&eMOHCTpUpPYET 3HAUNTENIbHOE YCKOPEHNE MPOBEPKU BUAMMOCTU, YTO NO3BO-
NAET CHU3UTb BbIYUCINTENbHYIO HArpy3ky No CPaBHEHMUIO C TPAAUUMOHHBIMU NOAXO-
AaMU. ITO NnoaTBepXKaaeT akTyasNbHOCTb MOMCKA anbTepPHATUB KNACCMYEeCKMM raycast-
ing-meTogam.

Anroputm, NpeanoXeHHbI B HacToAlen paboTe, coyeTaeT CpaBHEHME TEKCTYD,
penKacTbl U ONTUMMU3ALMIO, YTO OT/IMYAET €ro OT CYLLECTBYIOLMX PELUEHNIM N XapaKTe-
pU3yeTcA NPOCTOTOM, YHUBEPCANIbHOCTbIO M MPOU3BOAUTENBHOCTbIO.

2. PASPABOTKA AJZITOPUTMA

Ona peannsaymm cMCTeMbl 3pEHUA UTPOBOTrO areHTa Heobxo4MMo onpeaenunThb,
BMAMT NN Habnogatenb Uenb B CBOEM nose 3peHus. MNpocTbie meToabl: NpoBepKa yr-
NnoB 0630pa M PACCTOSAHUA — HE YYUTbIBAKOT C/IOXKHbIE BM3YyasbHble 3QPEKTbI, TaKMe KaK
OCBeLLeHMEe, TEHU, OTPAXKEHUA U MACKMPOBKA. NoaTomy Heobxoanm 6osee TOYHbIN U

r'MBKMM Nnoaxon, KOTOpPbIA MOT Bbl Y4MTbIBaTb BU3YyasibHble 0COBEHHOCTM CLEHDI.
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2.1. OcHosHol anz2o0pumm

Mpobnema: TpagnUMOHHbIE METOAbI ONPeAeNEHUA BUANMOCTU HE YYUTbIBAKOT BU-
3ya/ibHble 3PP EKTbl, TAKME KaK OCBELLEHNE, TEHU MU MAaCKMPOBKA, YTO CHMMXKAET peasinu3m
noseaeHusa NPC.

PelseHne: OCHOBHOM aNrOpPUTM CUCTEMbI 3PEHMS OCHOBAH Ha CpaBHEHUM n3obpa-
YKEHWI, NONYYEHHbIX C ABYX KaMep, NPUKPENNEHHbIX K HabatogaTento. Kamepa 1 peH-
AEPUT CUeHy c uenbto, a Kamepa 2 — 6e3 yenn. Obe Kamepbl PeHAEPAT Ty Ke CLEHY,
YTO M OCHOBHAA KaMepa UrpoKa, BKAOYAA YPOBEHDb N OCBeLLLeHNEe. ITO NO3BONAET YYU-

TbIBaTb BCE YKa3aHHble Bbille BU3YyanbHble 3pPeKTbl (puc. 4).

Puc. 4. Habntopgatenb BUANT TEHb LEN, HO HE CaMy Lie/ib

LWarv anropmutma:

1. PeHpgepuHr cueH B TeKCTypbl. Kamepa 1 BKAoyaeT uenb B peHaep, a Ka-
Mmepa 2 — UCKNKOYaeT eé.

2. KoHBepTauua TeKcTyp ¢ kKamep B popmaT Texture2D ana aanbHenwemn ob-
paboTKu.

3. CpaBHeHMe nukcenen. BoluncneHme pasHoctm nukcenen V no KaHanam

RGB 1 ux cymmnpoBaHue Aas NONyYeHMA CcTeneHb 3aMeTHOCTU uenun. CpaBHeHue V
C NOpOroBbIM 3HaYeHnem Vi in. A Kaxaol napbl COOTBETCTBYIOLWLMX MUKCENEN Tek-
CTYP BbIYUCAAETCA UX PA3HOCTb NO KaHanam RGB. 9T pa3sHOCTM CYMMUPYIOTCS, YTOObI

NnoNYy4YnUTb CTE€MNEHb 3aMETHOCTU LeNN V.

YN (IR1—R;|+|G1~G,|+|B;—B;)
3N

|4

’
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roe Ry, Gy, B; — 3HayeHunAa kaHanos RGB gnAa i-ro nukcensa Ha 1-oi TekcType, R,, G,,
B, — 3Ha4yeHua KaHanoB RGB ana i-ro nukcena Ha 2-oi Tekctype, N — obuiee Konmye-

CTBO NUKcenen.

4, Moporosoe 3HayeHue. Ecan V npesbiwaeT noporosoe 3HayeHue Viin,
CYMTAETCA, YTo HabaaaTeNb BUAMT Uenb, T. e. ecan V > Vi, TO Lenb BUAMMA.

MNpenmywecrsa:

® ANrOpUTM Y4YUTbIBAET BU3Yya/ibHble 0COOEHHOCTHU CLEHbI (OCBELLLEHNE U TEHM).
® [1OKOCTb: MOXHO HacTpamBaTb NOPOroBoe 3HaYeHune Vi, 414 pasHbIx Habto-
paTtenen.

HepoctaTKku:

® BblCOKaa BbIYMUC/IUTENbHAA C/IOKHOCTb W3-3a HEO6XO,£I,VIN\OCTVI peHOEePUTD
CUeHY HECKOJIbKO pPa3 U BbIYUCAATb Pa3HOCTb TEKCTYP.
L] L|YBCTBl/lTeJ'IbHOCTb K MeNKMM AeTaslAM, YHTO MOXKeET NPUBeCTn K IOXKHbIM cpa6a-

TbIBAHUAM.
2.2. MacKuposKka obvekmos

Mpobnema: M3Ha4yaNnbHbIN ANTOPUTM CPABHUBAET OTAE/IbHbIE MUKCENU, YTO Ae-
NTAaeT ero YpesmMepHoO YyBCTBUTENIbHbIM K MeNKMM geTanam. Hanpumep, ecam uenb —
3TO NEepCoHak, 0AeTbl B NecHOM KamydasaK Ha GoHe NecHOM CueHbl, Aaxke Hebob-
LMe pa3finyma B TEKCTYpe MOFyT NPUBECTM K 0OOHapy*KeHWIo. ITO He No3BoAAET 06b-
eKTY «C/IMBATbCA» C OKpY*KatoLLen o6CcTaHOBKOW.

PeweHune: ana ymeHbLIEHMA YyBCTBUTENIbHOCTM K MEIKUM AeTaNAM NPUMeEHAETCA
pa3mbiTMe No [ayccy. Pa3ambITve CHUMXKAET pe3KoCTb M306paXKeHUA, YTo N03BONAET 0Ob-
eKTY MaCKMpoBaTbCA. TaKoM NOAX0L TaKXKe ABAAETCA XOPOLMM NPUBAUIKEHNEM TOTO,
KaK paboTaeT 3putenbHOe BOCNPUATME YenoBeKa B peasnibHOCTU [22, 23]. ChoxKHOCTb
anroputMa pasmbitua no Fayccy coctasnsaet 0(nr?), rae n— KONMYECTBO NUKCenei, ar
— paanyc Kpyra, N0 KOTOPOMY yCpeaHAETCA KaXKabl NUKceNb (4pyrumu cnioBamu, cuna
pPa3mbITUA).

BmecTo TpaauUMOHHOro rayccosa puabTpa MOXHO NPpUMeHATb dmuabTp Box Blur,

KOTOPbIN BbINOJIHAET MNPOCTOE YCPeaHEHME 3HAYEHUIM NUKCENEN B KBAAPAaTHOM OKHeE.
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Mpwn HeCKONIbKMX NocneaoBaTeNbHbIX Nponyckax Box Blur no3sonseT octuyb pesynb-
TaTa, NPAKTUYECKM HEOTNYMMOTO OT PasmMbITUA No layccy, 0og4HAaKO UMEET IMHENHYIO
BbIYMCANTENBbHYIO CNOXKHOCTb O (1), YTO 3HAUNTENIbHO CHUXKAET 3aTPaTbl MO CPABHEHUIO
C rayccoBbim puabTpom [24].

Warn peweHus:

1. PasmbITne no Mayccy: nepen, cpaBHeHUEM TEKCTYp NPUMEHAETCA pa3Mbl-
TMe no Mayccy. 97O ymeHbLUaeT pe3KoCTb M300parKeHNA U CHUXKAET YyBCTBUTENbHOCTb
anNroputmMa K MenkMm getanam. Paguyc onpegenser CcTeneHb Pas3mbiTMA U 0O6bIYHO
YCTaHaB/INBAETCA B AMana3oHe oT 2 A0 5 nuKkcenemn.

2. CpeaHekBaapaTUyHan ownbka (MSE): BMecTo npocToit CyMMbl pa3HOCTeM
NCNONb3yeTCA CpefHEKBaAPATMUYHAA OWNOKa anA pacuéTa V:

V= Ziza((Ri=Ro)?+(61=G2)*+(B1=B)?)
3N ’

YTO NO3BOJIAET YMEHbLLWUTb BANAHNE HE3HAYUTE/IbHbLIX U3MEHEHUN B none 3peHna 1

YBENNUYUTb BEC CEPLE3HDbIX PA3NNUUNNA.
MNpeumyutecrsa:

e YMeHbLUEHUEe YyBCTBUTE/IbHOCTU K MEJIKUM AETaNsAM.

e B03MOMHOCTb MaCKMPOBKM OOBEKTOB B C/IOXKHbIX YC/IOBUAX (Hanpumep, Kamy-
dnax).

e YBe/MYeHMe YCTOMUYMBOCTU K LUYMaM U apTedaKkTam.

HepoctaTKku:

e YBe/qnyeHue BbIMUCAUTENbHOM CIOXKHOCTU U3-3a Pa3mMbITUA.

e HeobxoaMmoCTb HACTPOMKM NAPAMETPOB PA3MbITUA A5 PA3HbIX CLLEH.
2.3. posepka npamoli sudumocmu

Mpobnema: HabnoaaTENb MOXKET pearnpoBaTb Ha TEHU, OTPAKEHMUA AN MANYIO
4aCTb 0OBEKTA TaK XKe, KaK U Ha camM 06beKT. ITO NPMBOAMUT K NOXKHbIM cpabaTbiBaHUAM,
Koraa Habnwaatenb «BUAUTY LeNb, XOTA HA CAMOM Aene BUANUT TO/IbKO e€é TeHb UK

oTpaKeHue.
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PeweHne: ana ycTpaHeHUA 3TOM Npobniembl BBEAEHA NMPOBEPKA PeMKACTamMu.
Ha mogenu uenn paBHOMepHO pacnpegensatoTca X ToYeK, KOTopble MpoBepstoTcs
Ha BUAMMOCTb C MOMOLLbIO penKacTos (puc. 5).

Puc. 5. My4oK 13 6 peinkacToB, HanpaBAEHHbIX B pa3Hble YacTu Lieun

Ecn Konm4ectBo Xp,ss TOYEK, MPOLEALIMX NPOBEPKY, NPEBbILIAET NOPOrosoe
3HaYeHune Xpi,, CuMTaeTcs, uto HabaoaaTenb BUANT cam 06bekT. Ecam Xpass < Xmin,
TO HabnogaTeNb BUAUT TEHb, OTPANKEHNE UM MANYIO YacTb 06bekTa. B aTom cnyyae
HabnoaaTenb NonyyYaet MHGOPMALMIO O KOOPAMHATAX LEenm 1 npyM NnomoLm oTaenb-
HOW JIOFMKM NbITAaeTCcA NOMYYNTb BU3yasibHOE NOATBEPKAEHME 0O beKTa.

LWarn peweHua:

1. PacnpegeneHne ToYeEK Ha UEAU: Ha MOAENWN LEeNM PaBHOMEPHO pacnpe-
aensatotca X Touek, rae X ob6bIYHO NpUHMMAET 3HaYyeHuA oT 5 4o 20 B 3aBUCUMOCTH
OT pa3mepa U CN0XKHOCTU MOLENN.

2. MpoBepKa penKacTamu: ONA KarKAOW TOYKU BbIMOJHAETCA perKacT
oT HabaroaaTena Ao To4YKKU. Ecam nyd He nepeceKaeT NPenATCTBUIA, TOUYKA CYUTAETCA BU-
AVMON.

3. OnpefeneHne BUAVMOCTU LIENN: €CIU KONIMYECTBO Xpy,55 BUAMMBIX TOYEK
npeBblLaeT NOPOroBoe 3HavYeHne X iy, LeNb CYNTAETCA BUAMMON. B NnpoTMBHOM CAay-
Yyae HabntogaTenb BUAUT TONIbKO TEHb MW OTPAXKEHME.
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4. MonbITKa BM3ya/ibHOrO NOATBEPKAEHUSA: €CNN HabaogaTenb 0B6Hapy KM
06BEKT, HO HE UMEET NPSMON BUANUMOCTU, TO OH NOMbITAETCA NOAYYUTb BU3YasIbHOE
noaTBeprKaeHMe obbeKTa: Hanpumep, NOBEPHYTLCA B €r0 CTOPOHY WM Ke Npu no-
MOLLIX aNrOpUTMa NOUCKA NYTU A0KTU A0 NO3MLUUM 0ObEKTA.

MNpenmyuwecrsa:

® YMeHbLUEeHME NOXKHbIX CpabaTbiBaHWUNA.
e bonee peannctmyHoe nosegeHune Habawgatens.

e B0O3MOKHOCTb HAaCTPOMKM NOPOroBOro 3HavyeHuA X i, 41A PA3HbIX CUTYaLMN.
HepoctaTku:

e VYBe/inYyeHue BbIYNCANTENIbHOMN CNOXHOCTM U3-33a HEOOBXOAMMOCTU BbINO/HE-
HUS PENKACTOB.
e HeobxoaMmOCTb HAaCTPOMKM KONIMYECTBA TOYEK M MOPOroBOro 3HaYEHUA.

e Heobxo4MMOCTb paBHOMEPHOM PacCTaHOBKM TOYEK Ha MoAe NN 0bbeKTa.
2.4. BnuaHue ckopocmu 08UMeHUA 06beKma Ha e20 3aMemHoCcmeb

Mpobnema: B peanbHOCTUN BbICTPO ABMKYLWMECA OOBbEKTbI 3aMETUTb JIerye, Yem
MeANEHHO ABUMNKYLLMECA UIWN CTaTUYHbIE. TEKYLLUA aNrTOPUTM HE YUMTbIBAET CKOPOCTb
ABUXKEHMA LEeNU, YTO MOMKET MPUBECTU K HEPeasIMCTUYHOMY NOBeAeHWUIo Habnoaa-
Tensa.

PeweHune: ana yyéTa CKOPOCTU ABUNKEHUSA Lenn BBeaEH napameTp eV — adpdek-
TUBHOE 3HayeHue V, KOTopbIN paccunTbiBAaeTCa Kak npounsseaeHne V Ha MHOXUTEND,
3aBUCALLMIA OT CKOPOCTU ABUXNKEHUA Uenn. Yem Bbllle CKOPOCTb Lenu, Tem b6onblie
MHOXWUTENb, YTO YBE/INYMBAET 3aMETHOCTb OObEKTa.
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LLarv peweHuna:

1. Pacyért ckopoctu uenun: onpenensaeTca CKOPOCTb ABUMNKEHUA LLeNn Ha oc-
HOBEe eé No3nuun B NpeablayLWmxX Kagpax.
2. Pacyét MHOXUTena: MHOXXuTenb @ gnAa V paccunTtbiBaeTcA Ha OCHOBE CKO-

pocTu uenn. Hanpumep, MHOXUTENb MOXKET BbITb IMHENHO 3aBUCUMbIM OT CKOPOCTMU.

3. Pacuét V: apdpeKktnBHoe 3HaueHune IV paccuntbiBaetca Kak eV = Va.
4, Echv eV > Vi,in, 3HAUMT, HabaogaTenb BUMUT Leb.
MNpenmyuwiecrsa:

e FbEosee peannctmyHoe noseaeHue Habawaatens.

e [InHammMuyecKan CUCTEMA, YYMTbIBAIOLLLAA ABUKEHME OO BEKTA.

e Co3pgaeT AONOAHUTENIbHbIN FeMMNAENHbIN SINeMeHT ANA CTeNC-Urp, rAe Urpok
NOJIKEH ABUTATbCA MeANEHHO, YTOObI OCTaBaTbCA HE3aMEYEHHbIM.

HepoctaTku:

e HeobxoaMMOCTb HAaCTPOMKM 3aBUCUMOCTU MHOMKUTENA OT CKOPOCTH.
e MoxeT noTpeboBaThCca AONOAHUTENbHAA BanaHCUPOBKa ANA NpeaoTBpaLle-
HUA CANLLKOM Nerkoro obHapy»KeHua 6bICTPO ABMMKYLLMXCA 0OBHEKTOB.

2.5. MexaHuka nocmeneHHo20 0b6Hapy#eHus

Mpobnema: B HEKOTOPbIX Cy4anx OOHapyKeHne He AOMKHO BbITb MTHOBEHHbIM.
Hanpumep, Habntogatenb MOXKeT NOCTENEHHO «3amMeyvaTb» LeNb, YTO A06aBNsET pea-
NN3Ma 1 B Cy4Yae CTesC-Urp genaet remmnnein bonee YeCTHbIM C TOYKM 3pEHMA UTPOKA
B CUTyaLMW, Koraa Habaogatenamm ABAAIOTCA NPOTUBHMKKU, @ 06 BEKTOM — caM UTPOK.

PeweHwne: ana peannsaumm nocteneHHoro obHapyxeHua seeaéH napameTp Det -
cTeneHb 06HApYKeHWUA, KOTOPbIN U3MEHAETCA B 3aBUCMMOCTM OT 3Ha4YeHuA V 1 ckopo-
cTv 0bHapyskeHus Detgpeeq-

Ecrn V > Vi, 10 Det yBennunsaetca Ha ADet Detgpeeq Kaxkapiit kapp. Ecim
V < Vinin, T0 Det ymeHbliaetca Ha ADet Detgpeeq. Koraa Det npesbicut noporosoe

3HayeHue Det i, LeNb cunTaeTca obHapyKeHHOMN.
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LLarv peweHuna:
1. Pacuét ADet: onpegenaetca nameHeHue cteneHn obHapyKeHMa Ha oc-

HoBe 3HayeHua V.

2. N3meHenne Det: kaxabin kagp Det usmensercsa Ha ADet Detgpeeq B 3aBU-
CUMOCTM OT TOro, npesblwaeT an V noporosoe 3HaveHne Vi, i,.

3. Ob6HapyxeHue uenun: ecam Det > Det,,i,, UeNb cumTaeTca obHapy»KeH-
HOM

MNpeumyutecrsa:

e bonee peannctmyHoe nosegeHne Habawgatens.
e BO3MOXHOCTb HaCTPOMKKM CKOPOCTU OBHapyr*KeHus ANs pasHbix Habaoaate-
nen.
e Y/yyleHHbIW UTPOBOM ONbIT ANA CTENC-UTP, AAOLWNNA UTPOKY BPemMA Ha peak-
uuto.
HepocTaTKu:

e HeobxoanmocTb HacTpoiiku napameTpos Detgyeeq M Detpyip.

e MoreT noTpeboBaTbCA AONOJAHUTENBbHAA IOTUKA ANA peakumn Habaoaatens
Ha «nNoao03puTenbHbI» 06beKT, Korga 0 < Det,,in < Detyin-

2.6. Onmumu3ayus

Mpobnema: aNAropuTmM MMeEeT BbICOKYHO BbIYMCAUTENBHYIO CN0XKHOCTb, YTO MOXKET
HEeraTMBHO CKa3aTbCA Ha NPOU3BOAUTENBHOCTU UIPbl, 0COBEHHO Npn BONbLIOM KONU-
yecTtBe HabnopgaTenein n uenen.

PeweHue: onAa noBbIWEHNA NPON3BOANTENBHOCTU NPEAIOKEeHbl caeaytouime on-
TUMU3ALUN.

1. Ncnonb3oBaHme Unity Job System: anroputm BbinoaAHAETCS B MHOrono-
TOYHOM pexumme ¢ ucnonbsoaHmem Unity Job System, uto no3sondAeTt pacnpegenmTb
Harpy3Ky Ha HECKO/IbKO Aaep npoLeccopa.

2. YMeHbLleHne 4acToTbl pacyéTta V: pacyéT I/ BbINONHAETCA HE B Ka*KAOM
Kagpe, a c onpeaeniéHHbIM MHTEPBA/ZIOM, YTO CHUMXKAET Harpy3Ky Ha cuctemy.

3. AKTMBaUMA peHAepa Kamep: peHaep 1 n 2 Kamep akKTUBUPYETCA TONbKO
B TeX Kagpax, koraa Heobxoammo BbluMCAnTb V, 1 OTKAOYaEeTCA B OCTaslbHOE Bpems.
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4, NcKkntoueHre 3aBeOMO HEBUAMMbIX OOBbEKTOB: aNrOPUTM He NMPUMEHS-
eTca gnA oH6beKToB, KOTOpPble 3aBEA0MO HAaxoAATCsA BHE NOAA 3peHuA HabawogaTena
(Hanpumep, CAMWKOM AaNEKO AW B APYrON YacTU CLUEHbI).

5. CHMKeHMe paspelleHns TeKCTyp: anAa pacdéta V ncnonb3yrotca TEKCTypbl
c 60o/1ee HU3KNM paspeLlleHMeM, YeM OCHOBHAA Kamepa Urpbl, YTO 3HAYUTENIbHO CHU-
YKaeT KONMYecTBo nukcenen gna obpaboTtku.

6. KawwnpoBaHne pe3ynbTaToB: pe3ynbTaTbl PEMKACTOB K3LWMPYIOTCA Ha He-
CKOJIbKO KaZpoB, eCi1 NO3NLMKN HabatogaTena n Leam 3HaunTeIbHO He U3MEHUUCH.

MNpenmyuwecrsa:

e YBenuueHue npounssoantenbHoctn 4o 300% no cpaBHEHMIO C HAMBHOW peanu-
3auuen.
e CHwuKeHue Harpyskun Ha CPU ¢ 12-15% po 3-5% B cpegHem.

e Bo03MOXHOCTb MacwTabupoBaHus ansa 601bLWIOro KoanyecTsa Habaoaatenen.

HepocTaTKu:

e HeobxoaMMOCTb HAaCTPOMKKN MHTEepBaNoOB pacyéta l/.

e YCNOXHEeHWe Koda M3-3a MHOTOMNOTOYHOCTW.

e [loTeHUManbHOE CHUXEHNE TOYHOCTM NPU UCMONb30BAHNKM HU3KOrO paspelle-
HUA TEKCTYP.

NMomMMUMO ONMCAHHbIX ONTUMU3ALUINA, NEPCMNEKTUBHbIM HaNpPaBJeHNEM ABNAETCA
NPMMeHeHMEe HEWPOHHbIX METOAO0B ANA annpPOKCMMAUMM MNPOBEPKU BUAUMOCTH.
Kak nokasaHo B [21], ucnonb3oBaHue HelpoHHbIXx Omnidirectional Distance Fields nos-
BONAET 3aMEHUTb TPAANLMOHHbIE PENKACTbI U YCKOPUTb MPOBEPKY BUAMMOCTM A0 9 pa3
MO CPAaBHEHUIO C KNACCMYECKMM NOAX0A0M. ITOT NOAX0A AEMOHCTPUPYET NOTEHLUMAN
ANA panbHenwen onNTMMMU3aUUMKM CUCTEM MCKYCCTBEHHOTO MHTEN/IEKTA B MUrpax, 0Co-
6eHHO B cLeHapuaxX ¢ 6oNbLLINMM YUCIOM HabaoaaTenen.
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Position encoding

y(s)

Predicted visibility

—> | s
>

Direction encoding k)

R e i

Puc. 6. Moaxon K annpokcmMmaumm BUOMMOCTU mexay 3D-no3numamm B CTaTUYHbIX
MrPOBbIX CLLEHAX C NMOMOLLbIO HEMPOHHOIO NPeACTaBNEHNA MO BCEHANPAB/IEHHbIX
pacctoaHuin (ODF) [21]

3. TECTUPOBAHUE
3.1. MemooOoso2ua mecmupos8aHus

[ns oueHKM 3dpdeKTUBHOCTU pa3paboTaHHOro anropuTma bbi1o NpoBeaeHO KOM-
NIEKCHOE TECTUPOBAHME MO HECKO/IbKMM acneKTam:

1. TecTMpoBaHmne NPON3BOAMUTENIBHOCTH.
° N3mepeHue FPS! npu pasnnyHom Konnyectse Habaogatenen (ot 1
no 20).
° CpaBHeHMe C TPAaANLNOHHBIMU METOAAMM HA OAMHAKOBbIX CLEHAX.
° Mpodunmposanme CPU n GPU ncnonb3oBaHUA.
2. TecTnpoBaHMe TOYHOCTM OBHapPYKEHUA.
° OnpepeneHne NpoLeHTa YCNeLWHbIX OOHapyXeHU B pPa3/INYHbIX

yCcnosmnAax suanMocCTu.
® OueHKa YacTOoTbl NOXKHbIX cpa6aTb|Baan7|.
o CpaBHEHME C OXngaembimun pesyabtatamm, OCHOBaHHbIMW Ha BOC-

npuAaATUN YenoBeKa.

3. TecTnpoBaHMe B Pa3IMYHbIX UTPOBbIX YC/IOBUAX.
° [IHeBHas M HOYHAsA CLEHbI C Pa3HbIM OCBELLLEHUNEM.
° TecTpoBaHME MACKMPOBKMN 06bEKTOB (KaMydasaK, TEHN).
° CueHbl C OTparkatowmmmu noBepxHOCTAMM (3epKana, Boaa).

L FPS cokp. ot aHra. Frame per seconds — KONMYECTBO KapPOB B CEKYHAY.

520



dnekmpoHHble 6ubauomeku. 2025. T. 28. Ne 3

3.2. UHcmpymeHmMbl mecmupo8aHus

[ns npoBeaeHnA TectoB 6binM pa3paboTaHbl cnegytowmMe BCNOMOraTenbHble
KOMMOHEHTbI.

1. TennoBaA KapTa OT/INYMIA TEKCTYP: BU3YaNU3UPYET PasIMume MeXay TeK-
cTypamu c Kamep 1 1 2, nomoraa HacTpanBaTb MOPOroBble 3HAYEHMA N YAyYLIATb aNro-
PUTM.

2. MaHenb OTNaAKM: NO3BONAET BO BPEMA MUIPbl BKAOYATh/BbIKAOYATb pas-
JINYHbIE KOMMOHEHTbI ATOPUTMA (Pa3MbITMeE, MPOBEPKA PEMKACTAMMN U T. 4.), YTO ynpo-
LLLaeT TeCTUpoBaHue.

3. Cuctema norMpoBaHUA: 3aMUCbIBAET BCe C/ly4am OBHapyKeHuA M napa-
MeTpbl HabatogaTena n uenn gna AanbHenwero aHaAunsa.

4, CueHbl 4NA TECTUPOBAHMA: CO34aHbl CNeLmManbHble CLLEeHbI, UMUTUPYIOLME
pa3/IMyHble UTrPOBble CUTYaLMKM, C KOHTPOAMPYEMbIMK MapameTpamm OCBELLEHUA U
reomeTpum.

5. ®OYHKLMOHANbHOE TeCcTUpoBaHMe: 06Xx0[, TEXHWYECKOro OrpaHu4yeHus
CTaHAapTHOro Knacca Input B Unity nyTém co3gaHms cucteMbl aBTOMaTU3aUUM TECTU-
pOBaHMA, KOTOpPasA NO3BOAET 3aMMNCbIBATb U BOCMPOU3BOAUTL CLLEHAPUKN B3aMMOLeEN-
CTBMA NONb30BATENA C BUPTYaNbHOM cpeaon [25]. Ana TecTMpoBaHUA anropmuTtma BU3y-
a/NlbHOro BOCNpMATUA H6bln pa3paboTaH Habop cueHapueB, MOAENNPYIOLLNX PA3INYHbIE
CUTyaumnm obHapyKeHuAa: ABUXKEHWEe O0ObeKTa C Pa3HOM CKOPOCTbIo, NepemelleHue
B YCNOBUAX Pa3HOM OCBELLEHHOCTW, MOMbITKM MAacKUPOBKM K apyrue. NpumeHeHue Ta-
KOro noaxoza no3so/iniao 3HaYNTEIbHO COKPATUTb BpemMsl TECTUPOBAHUA 3a CYET aBTO-
MaTWUYeCKOro MHOFOKPATHOMO NPOroHa MAEeHTUYHbIX TECTOBbIX CLLeHAPUEB U CPABHEHMUSA
pe3ynbTaToOB C OWAAEMbIMU, YTO 0COHOEHHO 3PEKTUBHO ANA NPOBEPKN GYHKUMO-
Ha/IbHOCTU OBHapyXKeHMA OOBbEKTOB B C/AIOXHbIX YC/NIOBMAX, KOraa TpebyeTca ToYHan
UMUTALLMA PA3INYHbBIX BXOAHbIX AaHHbIX.

3.3. Pe3ynbmamel mecmuposaHus
NponssoguTenbHOCTb

N3mepeHna npon3BoaAUTENbHOCTU MOKA3aaMu, YTO ONTUMMU3MPOBAHHAA BepCuA
anroputma gobasnset B cpegHem 3—5% Harpyskmn Ha CPU no cpaBHeHUIO ¢ Tpagmum-
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OHHbIM noaxogom. Mpu aTom mMcnonb3oBaHne Unity Job System nossonunno adpoek-
TMBHO pacnpenenuTb BblYMCNEHMA MeXAY A4paMu npoueccopa, YTo ocobeHHo 3a-
METHO Ha MHOToAAEePHbIX CUCTEMax. TeCTUpOBaHME HA PA3/IMYHbIX YCTPOMCTBAX NOKa-
3a3/10, YTO AZITOPUTM XOPOLLUO MaclTabupyeTca U MoXKeT ObiTb HACTPOEH ANA Pa3HbIX
YPOBHEWN NPON3BOAUTENBHOCTMH.

TecTMpoBaHMe TOYHOCTM OOHAPYKEHUA NOKa3aa0 3HaYUTEIbHOE yay4yLleHMe No
CPaBHEHUIO C TPAAULMOHHbIMMU MeToZaMU. Pa3paboTaHHbIA anropuTm 3HaYUTENbHO
Nyywe paboTaeT B CI0XKHbIX YC/IOBUAX BUAMMOCTU M UMEET ropasao MEHbLLYHO YacToTy
NOXKHbIX CpabaTbiBaHMN, KOrA4a BUAHbI TOJIbKO TEHU UKW OTPaXKeHMA 0ObEKTA.

CywecTtBeHHOe BAMAHME HA 3O PEKTUBHOCTb aZITOPUTMA OKA3blBAaeT HACTPOMKaA
napameTpoB.

1. BanaHne pagunyca pasmbiTUA: yBeIMYEHUE pagmyca pasmblTva oT 2 o 5
nuKcenen nosbiwano 3GPeKTUBHOCTb MACKMPOBKM Ha 32%, HO CHUXKANO TOYHOCTb
onpeaeneHna rpaHuL, obbeKTa.

2. BanaHue noporosoro 3HayeHua Vi i,: onTumanbHoe 3HayveHue Vi, co-
ctasuno 0.03 ana 6onblMHCTBA cueH, obecneyns 6anaHc mexay YyBCTBUTENbHOCTBIO
N YCTONYMBOCTBIO K LUYMAM.

3. BanaHne Konnyectsa TOYEK A1A PEMKACTOB: YBe/IMYEHUE YMcaa Toyek ¢ 5
A0 15 noBbIWano TOYHOCTb onpeaeneHna NPAMON BUANMMOCTU Ha 27%, HO yBeNnYu-
BaNo Harpy3Ky Ha CPU Ha 8%.

4. BansHune Detgpeeq: 3HaYeHus Detgpeeq B AvanasoHe 0.5-1.0 obecneun-

Ba/IM Hanbonee peannucTUYHoOe NOCTeNneHHOe OBHapyKeHNe ANa CTenc-urp.
3.4. PekomeHOauuu no Hacmpotlike

Ha ocHoBe nNpoBeAeHHbIX TeCTOB bbbl cPOpPMYNNPOBaHbI Cneaytou e PEKOMEH-

ALY NO HACTPOMKe NapaMeTpPoB anropmuTma.
1. [NA Urp C BbICOKMM TEMMNOM AeNCTBUA:

° Vimin = 0.04—0.05 (gna 6bicTporo o6HapyKeHus);
° Detgpeeq = 1.5-2.0 (ana 6bicTpoit peakuum);
° MHTepBan pacyeta V=0.1-0.2 c;

° KOZIMYECTBO TOYEK A/1A PeiKacToB paBHO 5—8.
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2. Ana crenc-urp:
° Vimin = 0.02—0.03 (g5 60nee TOHKOro obHapyKeHuA);
° Detspeeq = 0.3-0.7 (8013 nocteneHHoro obHapyxeHus);
° MHTepBan pacyeta I/ =0.2-0.3 c;
° KO/ZIMYECTBO TOYEK ANA pernKacToB paBHo 10-15.
3. [nsa vUrp ¢ orpaHNUYeHHbIMKU pecypcamm (MobunbHble nnatdopmsi):
° KO3pOULMEHT YyMEHbLLEHMA paspeLleHna paBeH 3—4;
° NPONYCK NPOBEPKU NPAMON BUAMMOCTU ONA OTAANIEHHbIX 0OBbEK-
TOB;
° yBennyeHme nHtepsana pacvetra V o 0.4-0.5c,;
° ncnonb3oBaHMe 6osee NPOCTOro aIroOPMTMa Pa3mbITUA.

4. PESY/IbTATbl U UX OBCYXKAEHUE

Pa3paboTaHHbIN aNropuTM YCNEeWwHO YYMUTbIBAET BM3yasbHble 3PpPEKTbl, TaKne
KaK OCBeLLeHMe U MAaCKMPOBKA, N obecneumBaeT rMOKOCTb HACTPOMKN JNA Pa3IUYHbIX
Tvnos NPC. OnTumu3ayma no3BondeT NPUMEHSTb ero B peasibHOM BpeMeHU, 04HaKo
TECTUPOBAHME BbIBUIO HEOOXOAMMOCTb KanMbpPOBKM MapameTpoB B 3aBUCUMOCTM

OT CL,EHBbI.
4.1. CpasHeHue ¢ cyuw,ecmsyouumu peuweHusImu

CpaBHeHue (Tabn. 1) c TpagnumoHHbIMM meTogamm [10] nokasano, 4yTo npeano-
YKEHHbI NOAX0A NPEBOCXOANT UX NO Peasin3my, HO YCTyMaeT B NPOCTOTe peannsauum.
B oTAnume oT pelieHnin ¢ MalnHHbIM 3peHnem [13], anroputm He TpebyeT MOLLHOrO
obopyaoBaHuA, YTo Aenaet ero 6onee A4OCTYMHbIM.
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Tabaunua 1. CpaBHeEHME C CYLLECTBYHOWMMN peLleEHUAMM

XapakTepuctuka TpaauumoHHbi noa- | NPC Eyes Sight CV [13] PaspaboTaHHbIN
xopa, [10] System [12] anroputTm
YueT ocBelleHUs U TeHeN HU3KUI cpeaHumn BbICOKUI BbICOKUI

PeaKkumna Ha MaCcKMPOBKY M KaMy-

HU3KUN HU3KUM BbICOKMM cpeaHuin
dnax
PasnnyeHne obbekTa U ero . . . .
HU3KKI cpeaHui BbICOKUI BbICOKUM
TeHu/oTparKeHua
BbluMCIUTENBHAA CNOXKHOCTD HU3Kas cpeaHas OYeHb BbICOKas cpeaHss
HacTpanBaemocCTb gnA pasHbIX TU-
cpeaHns cpeaHas BbICOKas BbICOKas

nos NPC

4.2. Mpeumywecmesa pazpabomaHHo20 anzopumma

1. YHUBEPCANbHOCTb: aArOPUTM MOKeT ObITb HAaCTPOEH ANA Pa3/INYHbIX UT-
POBbIX YXaHPOB M YC/IOBU BUONMOCTH.

2. YyeT BM3yanbHbIX 3G PEKTOB: CUCTEMA YYNTbIBAET OCBELLEHWNE, TEHU, OTPA-
YKEeHMA N MAaCKUPOBKY, YTO 3HAUMTE/IbHO NOBbLIWAET Peann3m.

3. OnTummsaumsa: 6Gharogapa NpeanoKeHHbIM MeTogamM ONTUMM3ALMN, an-
FTOPUTM MOXKeET 3P PeKTUBHO paboTaTb AaXKe Ha YCTPOMUCTBAX C OFPaHUYEHHbIMU pecyp-
camm.

4. MocTteneHHoe 0bHapyKeHWe: MexaHUKa NocTeneHHoro obHapy»KeHua ae-
naet noseaeHne NPC 6onee peanCTUYHbIM U yAy4LIAET UTPOBOM OMbIT B CTENC-UTPAX.

5. FMBKOCTb HACTPOWMKKU: WIMPOKMKN Habop napameTpoB MO3BONAET TOHKO
HACTPOUTb cucTeMy ans Kaxaoro tuna NPC 1 urposom cutyaumu.

4.3. OzpaHu4eHus u HanpassaeHUa 0anbHeliuwez2o pazsumus

HecmoTpa Ha 3HauMUTeNbHblE NPEMMYLLECTBA, Y pa3paboTaHHOro aAropuTma ectb

PAL OrpaHNYEHUN:

1. 3aBMCMMOCTb OT KayecTBa peHaoepuHra: KauectBo pa6OTbI aJropnTMma 3a-

BMCUT OT rpadMUYECcKoro ABMMKKA M KayecTBa PeHAEPUHTa CLUEHbI.
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2. HeobxoaMMoCTb HACTPOMKM napameTpoB: [nAa onTMmanbHon paboTbl
B Pa3/INYHbIX CLeHax TpebyeTca TwaTe/ibHaa HAaCTPOWMKa NapaMeTPOoB.

3. OrpaHMyeHHaa NPUMEHMMOCTb AN1A AUHAMUYECKU N3MEHAIOLLMXCA YC10-
BUI: NPUN PE3KOM M3MEHEHNM OCBELLLEHMA NN OKPYKEHUSA MOXKET noTpeboBaTbca ne-
peHacTpoMKa NapameTpos.

HanpasneHua ganbHenwWwero pa3BmMTma aAropmMTmMa BKAKOYAOT:

1. ApanTuBHaA HaCTPOWMKa NapameTpoB: pa3paboTka mexaHM3ma aBToOMaTH-
YeCKoM NOACTPOMKN NapaMeTPOB B 3aBUCUMOCTM OT YC/IOBUI CLEHDI.

2. NHTerpayms c Apyrmmm cucTeMamMm BOCNPUATUA: KOMOUMHUMPOBAHME BU3Y-
aNbHOro BOCMPUATMA CO CAYXOBbIM M APYTMMM BUAAMU CEHCOPOB AnAa H6onee Kom-
nnekcHoro noseaeHmna NPC.

3. MpMMmeHeHMe MeTOA0B MALLMHHOIO 06y4yeHUA: UCNONb30BaHUE YNPOLLEH-
HbIX HEMPOHHbIX ceTen ANA KnaccuPpukaumm BUaMMbIX 06beKkToB 6€3 3HaUYUTENbHOrO
YyBEe/IMYEHNA BblUMCINTENBHOMN HArPy3KM.

3AK/TIONMEHUE

MpeactaBneH HOBbIM NOAXOA K pPeann3aumm CMCTeEMbl BU3yasibHOrO BOCMPUATUA
[ANA HEUTPOBbIX NEpPCoHaXkel B BuAeourpax. PaspaboTaHHbI aAropuTM OCHOBaH Ha
CPaBHEHWU N306PaXKEHUI C ABYX KaMepP M YUNTbIBAET C/IOMKHbIE BU3yanbHble 3 dEKTbI
(ocBeleHNe, TEHU M MACKMPOBKA), YTO 3HAUYMTE/IbHO NOBbILIAET Peasin3m NoBeaeHUs
NPC.

KntoueBble AOCTUKEHMA PaboTbl BKAOYALIOT:

1. Pa3paboTKy OCHOBHOMO anropuTma cCpaBHeHMA U306pakeHnit gnsa onpe-
AeNeHnA BUAMMOCTN 06 bEKTOB.

2. Peannsaumio AONONHUTENbHBIX MEXaHWK, TaKMX KaK y4eT MaCKMPOBKM,
npoBepKa NPAMON BUAMMOCTHU, BAUAHUE CKOPOCTU ABUMKEHMA U NOCTENEHHOE 0BHapYy-
YKeHue.

3. ONTUMKU3aLMIO aITOPUTMA A5 PaboTbl B peaibHOM BPEMEHU C UCNONb30-
BaHWem Unity Job System, AnHamMyecKon akTUBaLMM KaMep U APYrMX METOLOB.

4, BcecTopoHHee TecTMpoBaHWE airoOPUTMa B Pa3IMYHbIX YCA0BUAX U dop-

MY/IMPOBaHME PEKOMEHAALMIA MO ero HacTpolKe.
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Pe3ynbTaTbl TECTUPOBAHUA NOKa3aau, YTo pa3paboTaHHbIM anroputm obecneyu-
BaeT 6onee peanuctmyHoe nosegeHne NPC no cpaBHEHMUIO C TPAAULUMOHHBIMU METO-
[aMun, 0COBEHHO B C/IOMKHbIX YCNIOBUAX BUAMMOCTHU, NPU 3TOM COXPaHAS NPUEMIEMYIO
NPOM3BOANTENbHOCTb.

MpeanoXKeHHbIN NoAX0A MOXKET HAaUTU NPUMEHEHME B PA3/INYHbIX ¥KAaHPaAX BU-
Aeounrp, ocobeHHO B UrPax C 3/1eMEeHTAaMM CKPbITHOCTU, FAE PeaINCTUYHOE BU3YabHOE
Bocnpusatue NPC aBnaetcs KpuTnyeckum GaKkTopom N5 co34aHUA YBAEKATEIbHOTO Ur-
poBOro npouecca.

[anbHelwune wuccnegoBaHMA MoryT ObiTb HanpaB/ieHbl Ha afanTUBHYHO
HACTPOMKY NapamMeTpPOoB aNropuTMa, MHTerpauuio ¢ ApYyrmMmn cMcTeMamm BOCNpUATUA
N NPUMEHEHNE MEeTOA0B MALIMHHOIO 0by4YeHua Ans ynydweHma KnaccupuKkaumm Bu-
AVUMbIX 06 bEKTOB.
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DEVELOPMENT OF A VISUAL PERCEPTION SYSTEM FOR GAME AGENTS
IN VIDEO GAMES
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L 2Kazan Federal University, Kazan, 420008, Russia
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Abstract

The developed algorithm of the visual perception system for game agents, im-
plemented in the Unity game engine, is presented. The proposed method is based on
the comparison of images from two cameras, taking into account complex visual ef-
fects (lighting, shadows, camouflage), and supplemented with line-of-sight verification,
taking into account the speed of the object, and the mechanics of gradual detection.
Testing of the system has shown a significant increase in realistic detection compared
to traditional methods, while maintaining performance within a small additional load
on the processor. The algorithm was optimized using Unity Job System and dynamic
camera activation. The scientific literature on similar solutions has also been analyzed
and their strengths and weaknesses have been identified. The results can be applied in
video game development to create realistic behavior of non-player characters, espe-
cially in games with stealth elements.

Keywords: video games, artificial intelligence, perception system, NPC, non-
player characters, game agents, stealth mechanics, Unity, rendering, computer vision,
optimization, game design.
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CBEAEHUA Ob ABTOPAX

NMPUMAYEHKO Apmém Muxaiinoguy — maructpaHT NHcTuTyTa
MHPOPMALMOHHBIX TEXHONOTMN U UHTENNEKTYaNbHbIX cucTem KasaH-
ckoro denepanbHOro yHusepcuteta. HanpasneHve uccnefoBaHuin: Bu-
3yanbHOe BOCMPUATME UrPOBbIX areHTOB B BUAEOUIPax.
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