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COAEPKAHUE
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1 UckyccrBennbliii uHTe/LIeKT B Unity 3D: (pyHnameHTaIbHbIE OCHOBBI U 0COOCHHOCTH
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1.1 TIlonsiTHe, HampaBJECHHUH MCCJCAOBAHUN W TNPHUMEHEHHE HCKYCCTBEHHOIO
HHTEJUICKTA
1.1.1 IlonsiTHE NCKYCCTBEHHOT0 MHTEJJIEKTA
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AKTYAJIBHOCTD TEMDbI BbBI3BAHA:

1) OrpoMHBIM BHUMAHHEM K HCKYCCTBEHHOMY MHTEJLUIEKTY B Poccuu u

APYrUX CTpaHax.

MupoBoii 00beM rocyiapcTBeHHbIX MHBeCTHIMI B MCKyccTBeHHBIM mHTeuiekT (UMW) nocrur Oonee 1,5
TpaH. noiiapos. B CIIIA B 2016 r. Bergenmmim Ha MM B mepuon mo 2030 r. - 100 mupa. momiapos.

IIpesunent Poccum B.B. Ilytun B 2021 r. mpusHan HEOOXOMWMOCTh
MCKYCCTBEHHOIO HMHTEJUIEKTa Jjiua  Poccwu W mocTaBui  3ajiady
CKOPEMIIIEr0 ero BHEAPCHUS.

2) 3HAYMMOCTEIO UCKYCCTBCHHOTI'0 HHTCJJICKTA B IpoHecce Co3AaHusl U COBEPIICHCTBOBAHUSA
KOMIIBIOTECPHBIX UI'P.

HrpoBeie kgMIbrOTEPHBIE TTporpaMmMbl ¢ U nmpuHOCAT 10X04 pa3padoTYMKaM U OTAEJNbHBIM CTPaHaM,
NPUBJIEKAIOT TOCYIAPCTBEHHbIH M YacTHbIN KanuTaJ. Hampumep, Genopycckas kommanus Wargaming,
paspaboyana urpy World of Tanks u benapych nomyyaet npuObLIM OT y4acTHsl B BUPTYyalbHBIX TaHKOBBIX

BHO€ HAIlPaBJICHHNE — COBEPLHICHCTBOBAHME JIOTMKHM IOBeJeHHUSI BHPTYAJIbHBIX O0bBEKTOB M
MoaeiicTBUsS UX Mexay codoil. OcHoBHas npodiieMa — B 3()¢eKTUBHOCTH NMPUMEHsAeMbIX METO10B,
eo0xoauMo s passutus cesepx — M.



O0BbeKT, npeaMeT, Hejab U 3a1a4M UCCAeI0BAHUS:

O6BbEKT UCCAEAOBAHMUSA — UCKYCCTBEHHBIN UHTEAAEKT.

[MpeAMEeT UCCAEAOBAHUSA — TeopeTHHECKUE 3HAHUS U NPAKTUYECKHUE
paspaboTku, NOCBALWLEHHbIE UCKYCCTBEHHOMY UHTEAAEKTY B KOMMbIOTEPHbIX
Urpax.

0 LleAb UCCAEAOBAHUA: - 1) UM3y4uTb M NPOAHAAMZUPOBATbL METOADI
UCKYCCTBEHHOIO MHTEAAEKTA KOMMbIOTEPHbIX urp B Unity 3D;

- 2) C UICNOAb30BAHUEM PA3AUYHbIX METOAOB
co3aatb B Unity 3D MCKYCCTBEHHbIM MHTEAAEKT MNEPCOHAXEWU B 3IMU30AAX
(cwxequ)ymnblo'repHou urpbl u3 Xxaupa PT.

30AQ4YU UCCACAOBOHUS:

- paccMoTperb NOHATHE, HANPABJIECHHUS MCCIEI0BAHHMH, NIPUMEHEHHE UCKYCCTBEHHOIO
HHTEeJJIEeKTA ¢ ucnoyib3oBanuem Unity 3D;

0AHAJIM3MPOBATH METOAbI M TEXHOJOrMH Pa3padoTKM HUIP € COBPEMEHHBIM
HCKYCCTBEHHBIM UHTeJJIeKTOM B Unity 3D;

OTPAa3UTh IMPOUECCHhl CO31AHUSA, O0y4YeHHsi, O0Ied HACTPOWKH IPOEKTa, BbIOOpa
PY:K€HHSI W OCHOBHBIX IOBEICHYECKHMX BO3MOKHOCTEH B paMKax NPaKTHYeCKOM
eSITeJIbHOCTH NPHU MPOrPAMMHUPOBAHMM UCKYCCTBEHHOT0 MHTEe/IeKTa B Unity 3D;

M0 WTOraM MuccJeoBaHuss cGOpMYJIHPOBATH BbBIBOAbI M MNPENJIOKEHHUS IO
OBEPLICHCTBOBAHUIO MPAKTUKHN NMPUMEHEHUS METOA0B MCKYCCTBEHHOI0 MHTEJJIEKTA B
nity3D.



MeTO,Z[])I, TCOPETHUYCCKAA N IIPAKTHYCCKAA SHAYMUMOCTD.

MeTOAOAOIMHECKAS OCHOBJ: MaTepHaJINCTHYECKHI,
KTHYECKHM, JJOTHYECKHE, MAaTeMATH4YeCKUi, KHOEpHETHYECKUN M1 AD.
AY4YHbIE METOABI HOYYHOTO MCCAEAOBAHMS.

TeopeTuyeckas 3HAYUMOCTb TEMbI: BbI3BBOHA OKTUMBHbIM €ee
06CyXAEHNEM B HOYHHOM MHpe. 30 TPU C MOAOBUMHOM FOAC B CUCTEME
PUHLL _3TMM BOMPOCAOM, B PAMKAOX MCCAeAOBAHMM Unity 3D, ObIAO
nocealleHo 318 pabor POCCUUCKUX U MHOCTPAHHbBIX YYEHbIX. ITO
mccaeaoBaHms  A.E.  beswoka, B.A. baaaesa, T.A. [PULLAHMHOMK,
B.C. lpumawHa, B.KO. Apo3aoBa, B.A. 30pMHOM U  APYIMX YYEHDIX,
MOCBATMBLAMX CBOU TPYAbI TOM CAOEPE.

MpakTuyeckas 3SHAYUMOCTb:

1) NoATAnNHO ObIA CO3A0H UCKYCCTBEHHbIM UHTEAAEKT NMOBEAEHMS
rpoBbix nepcoHaxeu B Unity 3D, ocyw,ecTBA€H AHOAM3
€3YAbTATOB MCMOAb3OBAHHbIX METOAOB. [IOCTPOEH HHTEAAEKT
€AEHMS HO NpUMMepPAax nepcoHaxeun (repou, sBpar, APOoH).
NMOAYYE€HHbI€ PEe3yAbTATbl CMNOCOOHbI HOAEAUTb HAYMHAIOLLLUX
POBPAGOTYMKOB KOMMBIOTEPHBLIX WUFP HABbBIKOMU YCMNELUHOrOo
Oopa HeoOXOAUMbBIX WUFPOBLIX XAPAKTEPUCTUK B MpoLecce
CORAJHNA UCKYCCTBEHHOIO UHTEAAEKTA.




BbIBOADI:

1) HICKyCCTBEHHBI HHTEIUIEKT ONPeOensiemca MercoOyHapooHo-
PaAGoeLIMU  CmaHoapmamu, TO3TOMY HMEET HE TOJbKO MEeXHUUecKyrw, HO U
PAGOCYI0  CYUWIHOCHIb, CONYMCHMEYIOUWYI0 NOAUMUYUECKOU, COUUANbHOU UU
KYJ1bmYPHOU.

Jlna pazpaborunkop, UM - COBOKVIIHOCTH TEXHMYECKHUX M NPOrpaMMHBIX
CPEeACTB, KOTOpPLIE, B I1€JIOM, COCTABJIAIOT MHTE/LIEKTVAJBHVIO CHCTEMY,
COCIMHAKINYI0O B ce0e  0a3y  3HAHMI, _ peliarejb  3a1a4 W
MHTE/IEKTYANbHBIN nHTepdeiic B3anMoaeiicTBHS ¢ YeJ0BEKOM.

Ilo HameMy muennw, U - 310 cucreMa WjiH 00beKT, KOTOPbIM MMHUTHUPVET
MoBeAeHN e UeJ0BeKA IIPU BbINMOJHEHHUN OIpeleJeHHBIX (TBOPUYECKHUX) 32/1a4 U
CITI0COGEH VUNTHCS HA OCHOBE MOJIYYAEeMOii uHpopmauuu. OH B pe3yabrare
Ovuefius _ cmocofen pemiarn  psia_ 3aaay  0e3  MPONHMCAHHOIO _3apaHee

INPOBJEMbI UN:

KYCCTBEHHBIN MHTEJJIEKT M ero NOHATHE IOCTOAHHO Pa3BHUBAIOTCH;

e HeIOCTATOYHBLIN YPOBEHL TEXHOJIOIMYECKOr0 Pa3BHTHHA, YTO TOPMO3HUT
03MOKHOCTH B MO/I€/JIMPOBAHUH MOBEACHHS YeI0BEKA;

OCTpPeHHe ITHYECKUX NMPOoOJIeM.



2) HanpasaeHusa B passutum UU, cdOOopMyAUPOBAHHBbIE (AAPTMYTCKOMU
NNOouy:

- CO3A0HME ABTOMATU3UPOBAHHbIX CUCTEM;
- NPOrPAMMUPOBAHUE KOMMBIOTEPOB AASl MCMOAb3OBAHMUS

@AOBEeYeCKOoro f3blka;

- CO3AC0HME HEUPOHHbLIX CeTeu;

- pa3spaboTka Teopun pasmepa BbIMUCAEHUMU;

- UCCAEAOBAHUE BO3MOXHOCTEN CAMOOBYyYeHUs MALUUHDI;

- KAaccudukaums abCTpakLmiu;

-  U3y4YeHUe TBOPYECKOro MbILUAEHMUS.

KACICCMCbMKéLI.MSI UU no cuae: 1) cAabbiK, 2) CUABHDBIU, 3) 3APOXXAAIOLLLUUCS
CBEpPX-UCKYCCTBEHHbIM MHTEAAEKT, KOTOPbIM AOAXKEH OYAET BbIMTM 34
rOAHMLEI HEAOBEYECKOTO MOHMMAHMS.

axxHenwmne HANMPABAEHUSA PA3BUTUA U B pOMKAX COLLUAABbHbIX CETEMU:

) 6OAbLLIME AQHHbIE (Big Data);

OpaboTKa eCcTeCTBEHHOIO 43blka (NLP);

QCMO3HAOBAHME OOBLEKTOB MO HAKOMAEHHbBIM MPU3HAKAM;

A\ pa3paboTKa MOAEAEMN MPEACTABAEHMI 3HOHUM B DKCMEPTHbIX
TEMAX.




3) AN BHEAPEHMI MUCKYCCTBEHHOIO MHTEAAEKTA B

KOMMbIOTEPHbIE UMPbI MCMOAb3YIOTCS OAQIMHbI, BUBAUOTEKM,

ABVDKKM. BAQroaaps MM MNPOMCXOAMT B3AMMOAENCTBME C
ARYTUMU TEXHOAOTUIMM.

- MexImiaropmMeHHass cpeaa (ABUKOK) sl pa3spadoTKu
OMIILIOTEPHBIX MIP, KOTOPasi HMeeT /JBa OCHOBHLIX IpPeuMYIllecTBa:
U3YAJIbHYI0 Cpeay pPa3padoTKU U MEKIUIAT(POPMEHHYIO MOIAEPKKY.

penmymecyio Unity - B MOJYJIbHOU CUCTEME KOMIIOHEHTOB.

Henocrarkn Unity: - 1) 3aTpyqHeHa coBMecTHasi padorta, mockonbky Unity He
OJICP’KUBACT TIOAKIIOYECHUE K BHEIIHUM OHONIMOTEKaM M HacTpauBaeTcCs
OGPECTBEHHO MTPOTPAMMUCTOM.

- 2) B Unity He penieHbl MPodjeMbl MPOU3BOAUTEILHOCTH
U pedJieHusI MAMATH, YTO CBSI3aHO C PSAJIOM apXUTEKTYPHBIX OCOOCHHOCTEM.




4) Unity 3D - cucrema pa3pabotku 3D-NpuiiokKeHUH, KoTopas
CONECPKUT  HWHCTPYMEHTApuUi  IsI  OBICTPOrO  MPOECKTHUPOBAHMS
MPOCTEHIIIETO TOBEACHUS OOBEKTOB Ha 0a3e HCKYCCTBEHHOIO
WHTEJUICKTA.

Unity 3D wucnons3ytorcs OCHOBHBIE METO/IbI PASPABOTKHM HCKYCCTBEHHOI'O
HTEJIJIEKTA:

1) mnpocThie CKPUNTHI;
2) mammHa cocrosiHui (State machine);

3) TAY Aaropurm (Teopusi aBTOMATHYECKOI'0 YIIPABJICHMS);

N
"
N’

HEHPOHHBIE CETH U JP.

bCHOBH ¢ KOMINOHEHTHI cucteMbl Unity 3D:

1) Kompionentr NavMesh (Navigation Mesh) — 3To CTpyKTypa JaHHBIX, KOTOpas OIMCHIBAET
POXOUNbIE TTOBEPXHOCTH UTPOBOTO MHUPA M TIO3BOJISIET HAWTHU IyTh U3 OJTHOTO MECTa B JPYTOE.

oneHT NavMesh Agent - nomocaem cozoamo eupmyanvhvix nepconasicell, Komopwvie uzbezarom
2 Opyea npu 08UIICEHUU K CB0ell Yelu.

noneHT Off-Mesh Link - mo3BossieT BkiIto4aTh HaBUTalIMOHHBIC SIPJIBIKHA, KOTOPHIE HE MOTYT OBIThH
TaBJICHBI C IMOMOIIBIO MPOXOAUMOM MOBEPXHOCTH, IMO3BOJISCT OMUCATh JICMCHTBI, HE CBS3aHHBIC C
AI[AOHHOM CETKOM, HO YYaCTBYIOIIHE B IIEPEMEIICHUH (JIBEPH, TUMTHI, Ip. MPEIATCTBHS M IIOPTAJIbI).

noneHT Nav Mesh Obstacle - noszsonsiem onucame osusicywuecs npensmcmeusi, Komopwie
OO0JIICHBL U3De2amb 60 8peMsl HABULAYUU HA CUYEHE.



DS) Bo BTOpOM paszeiie ONUChIBAEM MPAKTUYECKHUE JIEHCTBUS

O CO3JaHUIO0 UTPhl W TMPUMEHEHHUIO METOJIOB
nporpammupoBanust M. Cozmaem «repos», «Bpara» u «ApoHay.
B nepByto ouepenb, uepes Unity Hub B 3D npocTpaHcTBe

CO3/1aH NMPOEKT, HACTPOEH, I00aABJEHBI B 3TOT NPOEKT ACCEThL.
HacTtpoeHa opueHTHpOBKa paboThl Ha cozaanue M.

020.3.21f1 Personal <DX11>




BbIAO NOATOTOBAEHO CLIEHA C OKRYXEHUEM U HOBbIMU ACCETAMMU. DTO
ACHALLIACDT M MOAEAM ODLEKTOB B TOM HYMUCAE M KAKOHEBOTO
OObLEKTA «reposy C MNPEANOAAraAeMbIM  MCKYCCTBEHHbIM

/ MHTEAAEKTOM.
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6) B pamkax paccmorpennst merona [IPOCTOU
CKPMUIIT:

- OTKPBIBAEM KOJI B YCTAHOBJICHHOM MPOTpPaMMHOM cpefie
Microsoft;

BBog#iM He0OX0oaMMbBIE CBOMCTBA 1 KOMIIOHEHTBI;

- llepenenpiBacM KO/ ITIOMCKA IIEPCOHAXKA, KOTA UTPOK
YHMYTOXKEH;

Hanensem nepconaxka MM cnoCoOOHOCTBIO XOXKICHMS;
acTpauBaceM PEACAKTOPL C MHCIMNEKTOPOM
repoan 1 «Bparay («(30Momy).




JloGaBmsieM dhopmel aeictBuii ajist M «Bparay, 4Tto0Obl OH
MOT, IpH YCIOBHUH MOAX01a K 1[N, YAApSITh C aHUMAaIieH
1 4yepe3 CEKYyHy pEruCcTpUpOBaTh yaap:

n Dain MNpasxa Bwa Git Npoexr CGopka Orpaaxa Tegr Avianng Cpeacrea Pacuwmperna Oxro ]
o - i B~ BT I I Debug -~ AnyCPU ~ P Moaxmounts x Unity ~ [ 4 - =

PlayerController.cs EnemyController.cs &= X
&1 Assembly-CSharp - %3 EnemyController

cddass EnemyController : MonoBchaviour

CharacerController < ;
te Animator

public GameObject

void 0

{

= GetComponent<ChoracterControllcr>(;
= GetComponent<Animator>();

Vision():

if( )

MoveToPlayer(:

cise .SetBool("isNoficed™, falsc);

blic void MoveToPlayer()

Vedor3 moveDir =
.Move(moveDir* *Time.
-LookA
.SetBool(“isNoticed™, true):

ic .:A: Vision()

Debug.log(Vector3. Distance(
if (Vedior3 . Distance(
else fo




I1oka3siBacM BO3MOXKHOCTD IIPOU3BCCTHU MOI[I/ICI)I/IKEU_[I/IIO CKpHUIITA "

ACJIACM IJTO. HpI/I IMoAXOoAC «ICpos» Bpall HAUMHACT 34

HUM O€XaTh ¢ aHUMAaIUEH ¥ IIOBOPOTOM TeJia:

“ @aan [pasxa Bug Git Mpoext Cb6opka Otpagxa

e B> 2 - Debug - AnyCPU

PlayerController.cs & X EnemyController.cs
] Assembly-CSharp

GetComponent<CharacterController>();
= GetComponent<Amimator>();

Move();

Rotete():

blic Vecdtor2 InputMove()
lnpet. Gethxis( " Horizontal™):
Inpet.GetAxis("Vertical™);
w Vedeor2(x, y):

oid n
void Move(

= InpetMove;

if( 1= new Veder2{0,0)) .SetBool("isMoving™, true): els

.Setfloat{"x",
Setfloat("y",

Vecdtor3 move = TrensformDirecion(necw Vedor3{

-Move(move);

L:)

=) - public void Rolote(
{
if (lmput.GetKey(KeyCode. ) .Rotete Arownd(
if (loput.Getey(KeyCode. ) -RotatcAround/|
}
L}

100% =~ @ Npo6nem: ne maigernn. | F ~

7 Snementl coxpasexsl

Cpeacrea Pacwmpermn Oxro Cnpasga

= P Noaxarounts x Unity - = . = fE

- %3 PlayerController

»r Shooter)aj




7) Peanm3oBarb METON «MalllMHA COCTOSHUI IBITAEMCS

0€3 3aJIcCTBOBAHUSI CTOPOHHUX MNPOTPAMM, TAK KaK 3TO
3aHUMAET HEOIMPABIAHHO MHOI'O BPEMEHHU.

- [Tpon3BoauM O0OBSABICHHUE NMEPEUMCICHUS KOHTPOJIS KOAA.

- JlenaeM HEOOIbIIIME YIPOIICHUS B COKpAIICHUH KOAa



8) C wucnons3oBanueM TAY peamuzyeM B HUIPOBOU
IporpaMMe HAaCTPOWKY TOBEACHUS IS OJHOTO M3
00BbEKTOB («apoHay»). IIporpammMupyeM e€ro MmoBOpPOTHI B
YCTAHOBJICHHOM  MBIIIBKD  HANpaBJI€HWM 1O  TakK
Ha3bIBAEMOMY  METOAY  MHUJ-PETYJISIIUHA,  KOTOPBIM
CTAOMIIM3UPYET U KOPPEKTUPYET MOBOPOT MO COOCTBEHHOM

dbopmyie:




0 ©aiin  Mpaska Bua Git [poexr C6opka Omnagka Tecr Amanus Cpeactsa  Pacwmpenws Oxwo  Cnpaska

e - B - WM Debug - AnyCPU ~ P Moaxnounts k Unity ~ =R E. S

GameController.cs SimplePiD.cs & X EnemyPIDrequlator.cs EnemyControllerWalker.cs EnemyControllerStates.cs PlayerController.cs

7 Assembly-CSharp ~ #3 SimplePID
=]
using 5

€ _Serializable]

Elpublic dass SimplePID : MonoBehaviour

{
ate float of;
E public SimplePID)
41
1%
of;
=026
}
d
E
=pv;
return CO;
[t 7
100% ~ @ Mpobnems ne HaiiaeHs. S
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Debug - AnyCPU < b MommownxUnity - B

GomeContiollercs _ SmplePD.cs - x EnemyC: PlyerContro
] Aczembly-Charp

EnemyControlercs

- 4 EnemyPiDrequistor angularielocityControler

e ——
Vedor?

flowt

flowt

flost

Riidbody

SimplepID
@ | Simpirid

. =ob

B privte vid S
¢
= s SimplePIOL, ,
= sow SinplePI0L, ,
e »

= GeiComponent<isidbody>0;

onolRotate( . _thusty
AddTorquelVederd. .* 1o );

B it Iape GetMouseButondowa(0)
1

+= GethgleTeTarget);

£ publc ot GetngieToTarget)

Veddrd mousePos = apot.
Camers. .- SarenToWorkdPointmosssPos';
. mousePos, Quaersion.

ecor’. Anglel

return anole:
100% - @ Mpotneut e vaiaens. | ¥+

7 roroso

r3 Shooterlaj
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EnemyController.cs ~ #  OBospesarens pewenuii > x
S e 8+ @8 o-feFm o L=
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4[] Assembly-CSharp
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B MLAgent
B Toon Zombie S
c* EnemyController.cs
€ EnemyControllerStates.cs
* EnemyControllerWalker.cs
= EnemyPIDrequlator.cs

9

c* GameController.cs
€ PlayerController.cs
c* SimplePID.cs

4 [ Assembly-CSharp-Editor
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9
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9) Heipocetu. ObOecneunBaeM pa3zHOOOpazHOe H OoJiee
CJIO)KHOE€ YEJIOBEKOMOJOOHOE TMOBEICHUE C IIOMOIIBIO
HerpoceTen. [Ipou3BoauMM HACTPOWKY B OKHE MEHEIXEpa
MTAKETOB C JJaHHbIMU MmakeTta ML Agents.

&= Package Manager
<+ ~ Packs Unity Registry v Sort: Name 4 »
Hign vel K Iv.o.v

ML Agents

Unity Technologies

Version 1.0.8 - May 27, 2021

In App Purchasing 4.0.3

Inp em 1.0.2

Use state-of-the-art machine learning to create intelligent character
behaviors in any Unity environment {(games, robotics, film, etc.).
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Behavior Parameters
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Detectable Tags 1

Element O target

Debug Gizmos
Ray H )

Add Component
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= GetComponent<CharacterConfroller>();
= GetComponent<Animator>(; L]
=
Vsmenenns Git
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SpawnTarget(; ¥

ride void OnAdionReceived(floci] vedtorAdion)

, if (vedorAdion[0] == 2) o =-1; else { . = vedorAdion[0]; }
if (vedorAdion[1] == 2) =-1; else{ . = vedorAdion[1]; }
Seffloat("x", L):
SetFloat("y", L)
Move( z *Time. )
CheckBound();

}

[ public override void ColledObservations(VedorSensor sensor)

sensor.AddObservation( 1 - ):
sensor. AddObservation| 2 )2
sensor.AddObservation( . ) , (7
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seasor_ AddUbservation{
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}

poblic override void Heuristicfloa[] actionsOut)
{

Move(:
}

g1 public Vecior2 InputMove()
{

float x = Input_GetAxis("Horizontal");
float y = Input Gethxis("Vertical");
return new Vedor2{x, y)

}
void Move{)

= InpuiMove();
if ( != new Vedor3({0, 0,0)) SetBool("isMoving”, frue); else SetBool("isMoving”, false)
Setfloat{"x", L)
Seifloat{"y", 2
Vedior3 move = TransformDiredtion(new Vecior3( tx, 0,
Move{move” “Time. ¥

d SpawnTarget{)

= new Vedor 3(Random_Ronge{ . ) 0, Random_Range{
= Instantiate( . ' )

if (other. CompareTag("fargei™)
AddReward(1); EndEpisode();
¥

Destroy(other_
}
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