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AHHOTaMs

Vcnonb3oBaHme HEVIPOHHBIX CeTell B MHAYCTPUM BUAEOUTP Ha4yajloCh OTHOCUTEIILHO
HenaBHO. C KaXIbIM IHEM CTAaHOBUTCS BCE OosibIlle M OOJIbIIEe BUIOB HEVIPOHHBIX ceTen C
PpasIMYHBbIM cpyHKuVIOHaJIOM, a Tak>ke CIroco0OB X VICIIOIIb30BaHMA PV CO3TAHVV BUIEOUTP.

B oroii craree MBI ommimeM HEKOTOpPBIE CYIIECTBYIOIIVE IIOOXOObl WMHTerpauuu u
VICIIOJIB30BaHMsI HEVIPOHHBIX ceTell B MrpoBoM IBrokKe Unity. [TpoaHaimmsupyem KaXXmyro M3 HUX
VI BBIIEJIVIM IUIFOChI I MMHYCBI VX VICIIOJTb30BaHVIS.

KiroueBnle cioBa: VIV, mcKyccTBeHHBIVI WMHTEIUIEKT, pa3paboTKa WUrp, KBeCT, TeHeparius
cueHapmes, PIII, HC, HevipoHHBIe ceTn
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The use of neural networks in the video game industry is relatively new. Every day there
are more and more types of neural networks with different functionality, as well as ways to use
them when creating video games.

In this article we will describe some existing approaches for integrating and using neural
networks in the Unity game engine. Let's analyze each of them and highlight the pros and cons of
their use.

Keywords: Al artificial intelligence, game development, quest, scenario generation, RPG, neural
network, neural networks

Beenenme

Iesp: MccItemoBaTh CyIeCTBYIOIIEe CIIOCOOBI IIPVIMEeHEeH s A3bIKOBOVI MOZIe I HeVIPOHHO
ceTy IIpY pa3pabOTKe MU' C MICIIOIb30BaHMEM UTPOBOTo OABVDKKa Unity I reHeparmm TeKcTa.

Sagaun:

1. V3yunTe 1OOXOABI VICIIOIB30BaHMS A3BIKOBOVI MOJE/IVI HEeVIPOHHBIX CeTel I
paspabotku urp Ha Unity.

2. BeimesnTe mipeviMyIiecTBa v HeIOCTATKM KaXKIOT'O M3 M3y YeHHBIX IIOAX0I0B.

3. O630opHO omcaTh HEOOXOIVIMBIE IETICTBYS 10 BHEAPEHUIO KaXk[IOTO 13 IOIXOIOB.

Vckyccrsennsivt mHTesU1eKT (VM) Ha TeKyIIiert cTaayy CBOero pasBUTS MMeeT Psifl, CJ1a0bIX
CTOpoH m orpaHmdeHun. OgHAKO yXXe cemdac CyIIecTByeT OOJIbIIIOe KOJIMYeCTBO BWUIOB 7
cr10coOO0B MCIIONTb30BaHVA HeIpoHHEBIX ceTelt 11 VIV B urposon mamycTprm. OHM MCIOIB3yIOTCS
Ui yIpaBlleHUsl IIoBefeHMeM Heurposbix IlepcoHaxeit (NPC), remepaumm pasiImMdHOro
YHMKaJIbHOT'O KOHTEeHTa, CO3aHVsl UTPOBOT0 YPOBHS VWJIN YJIyUIlleHVs CYIecTBYIoIIero u T.m4. [3;
5; 4]

HertpoHHbIe ceTy ITOKa He CIIOCOOHBI caMU pelllaTh IIOCTaBJIeHHbIe 3aJ1a4l, 3a HUMU Hy>XXeH
IIOCTOAHHBIVI KOHTpostb. Ho  oHM  MoOryT crarb  XOpoIIMMM — IIOMOIIHMKAMU IS
npodpeccroHaJIOB 1 HOBMYKOB. HoBMYKaM 3TV TeXHOJIOIMIM MOTYT IIOMOYb C OCBOeHVeM 0a30BbIX
NPVHLONUIIOB B MHTepecytomieit obmacti. [TpodeccronasiaM 3T0 ITOMOXET COKOHOMUTH BpeMs,
ITOCKOJIbKY OTBeTHI VIVl MOTyT BBITOJIHATD 3a HMUX PYTUHHYIO WIV CIIeIPUIecKyIo paboTy.

Taxum obpaszom, HetpoHHble ceTnt 1 VIV criocoOHBI TTOMOraTh B pa3paboTKe: YCKOPATH
pa3spaboTKy ¥ cHIDKaThb 3aTpaTbl Ha Hee. Takke HeVIPOHHBIe CeTV CIIOCOOHBI CO3/1aBaTh
HeOOBbIYHBbIe CIIeHapuy, KOTOpble MOTYyT OBITh HOBBI I WIPOKA, UYTO, B CBOIO O4Yepelb,
pasHoOoOpasuT UrpoBomt ombIT. Ho momMmmMo moHMMaHMSA Iiesierl, ¢ KOTOPBIMU pa3paboTUImKm
coOMparoTcsl WCIOJIb30BaTh IaHHbIE TEeXHOJIOTMM, HeOoOXOAMMO Takke 3HATh IIOIXOIMIIVE
cr1ocoOBI X BHEZIPEHMS B pa3pabOTKy.

OcHoBHast 4acTb (METOH0JIOT M, Pe3yJIbTaThI)

SI3pikoBast Mopenb HempoHHom ceTu (Neural Language Model) - 310 Mopmerns,
VICIIOJIB3YIOIIAsl HEVIPOHHBIE CeTM LIS IIpefcKasaHMs CJIeayIoIero cjaosa wim Qpassl B
riocsiefoBareibHOCTM TeKcTa [1]. OHa oOydaercs Ha OoJbIIOM OOBeMe TeKCTa ¥ IIBITAeTCs
IIpefickasaTb Hanbollee BepOSITHOe CIIeAylolllee CJIOBO WM (ppasdy, yUMTHIBAS IIPEIBIIYIIYIO
IIOCJIeIOBATeIbHOCTh  CJIOB. HevipoHHBIe S3BIKOBBIE MOMEIM MOTYT VICIIONIb30BaThCS IS
Pa3IMYHBIX 33/1a4, TAaKMX KaK reHepars TeKCTa, MaIlllTHHBIN I1epPeBol, 00paboTKa eCcTeCTBEHHOTO
sI3bIKA U T.]I.

SI3pIKOBasl MOJIENTb HEVIPOHHOW CEeTV MOXKET WCIIOJIb30BaThCS IS TeHepaluy TeKcTa U
JVaJIOTOB B MII'PaX, CO3aHHBIX Ha ABVDKKe Unity. Hanpumep, Moziertb MOXeT 1CII0Tb30BaThCS IS
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co3aHMs IlepCOHaXKel, KOTOpble MOTYT ODOIIAThCS C MTPOKOM, VIV IJI TeHepally CIIydarHbIX
COOBITMTI 1 KBeCTOB B mrpe. Takke MomIeIb MOXeT WCIIOIb30BaThCS )T MAIIVIHHOTO IIepeBoa,
€CJIVI UT'pa VIMeeT MHOTOSI3bIYHBIVI KOHTEHT.

Cy1iecTByeT HeCKOJIBKO BapMaHTOB BHeIpPeHMs SI3bIKOBOVI MOJIeJIVi HeMIPOHHOW CeTU B
UrpoBom IBvoKoK Unity.

[TepBBIVI BapMaHT - CO3[1aTh CBOIO SI3BIKOBYIO MOJE/Ib M OOyUYNUTH ee Ha OOJIBIIIOM O0Bbeme
TeKCTa, KOTOPBIV MBI XOTUM reHepupoBaTh. [Tociie Toro, kak moziesb OyzeT oOy4ueHa, MbI CMOXXeM
VICIIOJIb30BaTh ee IIjIsl TeHepaliyi HOBOTrO TeKcTa. JlaHHbIN IOIX0/I, MOXKeT OBITh CJIOXKHOTVI 3a71avers,
TaK KaK 3TO IIOTpeOyeT MHOIO BpeMeHW, 3Ha4YMTeIbHBIX BBIUMCIUTEIBHBIX PecypcoB U
CHeIMaTM3VPOBAHHBIX 3HAHMT B 00JIaCTV MAIIIVHHOTO OOY4YeHVIs 11 ICKYyCCTBEHHOT'O VIHTeJUIeKTa
[2]. [TosTOMY IaHHBIVI CITOCOO He MIPVIMEHVM ISl OOBIYHBIX Pa3paOOTIMKOB.

Bropoit BapuaHT - 1cros1b30BaTh MHTETPALIMIO CYIIECTBYIOIIel MOIesI HeVIPOHHOW CeTI
1o APL. [1y1s1 3TOro He0OXOOMMO M3YUYUTD CYIIIeCTBYIOIINe Ha pbIHKe MOJIeJIV HeVIPOHHBIX ceTel U
BbIOpaTh monxozsityto. [Tpu Beibope Moner HeoOXoanMo cpa3y oOpaTuUTh BHUMAaHMeE, eCThb JIN Y
Hee mHrTerpauysa 1o APIL Ilociie wero HeoOXogMMO IHPOTeCTHMPOBAThH OTBETHI HEMPOCETV Ha
uMHTepecytonlyo TeMmy. Korma momens HevipoHHOM ceT OypmeTr BbIOpaHa, HeoOXogMMO ee
VHTETPUPOBAaTh B WIPOBOW OBVDKOK. [IJIsS reHepaumy clleHapyeB MIPOBOTO KBeCTa XOPOIIIO
nopxoxaut ChatGPT [6]. Ha ero mpumepe Oyzaet ommcana maTerpanys B Unity.

API (Application Programming Interface) - s3To HabGop mpaswiI 1 Hpolenyp, KOTopble
IIO3BOJISIIOT Pa3/IMUHBIM IIPOrpPaMMHBIM KOMIIOHEHTaM B3aMIMOAEVICTBOBaTh APYT ¢ ApyroM. OH
orpenesisieT, Kakue OYHKIIUI ¥ METOBI JTOCTYIIHBI JIS ICIIOJIb30BaHMs, a TaKXXe KaK OHM MOTYT
OBITH BBI3BAHBI M KakKue IlapaMeTpbl oHM IpmHMMAT. APl MOXeT OBITH KaK OTKPBITBIM W
OOIIIeIOCTYIIHBIM, TaK VI IIPOIIPUeTapHBIM 1 TpeOOBaTh aBTOPM3ALINN I JOCTYIIA.

Marn myig aTerpanyy ChatGPT B Unity:

1. Heobxonymo 3aperncrpmuposarbes Ha wiaTdopme OpenAl.

2. OmwiaTTh NONIIVICKY.

3. ITonyunte API-xmou;

4. B Unity MoXHO HammcaTb CKPUIIT, KOTOPBIVI OTHpaBJIsieT TeKCTOBBIV 3alpoc K

OpenAl API u nosryuaet otBeT. MoxxHO mcriosib3oBaTh HTTP 3ampocs! v j1io0yio IOAXOSIITYIO
6m1bmoTeKy 1 pabOTHI C CEeTHIO;

5. Cosparh mMHTepderic, MO3BOJIAIONINI MUIPOKaM BBOOWUTH TEKCT, KOTOPBI OymeT
oTmpasiieH Ha cepsep OpenAl mrst o6paboTkm;

6. [Tosryunts otBeT oT OpenAl API 11 oToGpasuts ero B urpe. MoXHO cenarTb 3To,
HaIIpyMep, ¢ IIOMOIIIbIO TEKCTOBBIX I10JIeN VIM 00J1acTel TeKCTa;

7. OOGs3aTesibHO 00paboTaTh cIydan oMIMOOK, HaIlpuMep, OTCYTCTBUSL WMHTepHeT-
COeJIVIHeHVIs VWIM HellpaBIIbHOro oreera oT APL

8. Baxno  yGemwurbcd, dUro  cobiroparoTcsi  IpaBwia  OesomacHOCTM U

KOHmAeHITMaIbHOCTY IIpu padote ¢ APL

Tperurt BapuaHT - MOXHO 3apaHee CreHepMpoBaThb OOJIBIIIOe KOJIMYECTBO IIPeceToB,
AVaJIOTOB M APYTOTO U COXPaHWUTH MX B 0a3e ITaHHBIX IV TEKCTOBOM (parute. 3aTeM BO BpeMs TPl
B CJIy4YalHOM IIOPSIIKe 3arpy’kaThb COXpaHEeHHBbIe 3aTOTOBKV M3 3TOTO CIMCKa. B GospimiHCTBE
cJlydaeB WCIIOJIb30BaHMe 0a3 JaHHBIX He TpeOyeTcs, MOXHO IIPOCTO WCIIOJIb30BaTh JIFOObIE
TeKCTOBbIe (pariibl moaepxuBaeMble Unity.

[Tarv py1s iHTerpalyy 3apaHee CreHepupoBaHHOTO TekcTa B Unity:

1. 3aperucTpupoBaThCs Ha cayTe HeVIpOHHOV CeT.
2. Oru1aTuTh MOIIINCKY.
3. Xoporrm ntonxompom Oyzet pasgermts NPC o xkateropmsiM (KpecTbsIHVH, PHIIAPh,

KOPOJIb). DTO IIOMOXKET OTCOPTMUPOBATh 3aJaHMsI IO CJIOKHOCTV VI IO Harpajge u m30aBUTHCS OT
HepeaJICTUYHBIX CUTYaLL.
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4. CreneprpoBaTb HEOOXOOVIMBINI 00beM TeKcTa [yt Kaxmont Kateropvmn NPC.

5. IlepenecTyt creHeprpoBaHHBIN TeKCT Kaxon Kareropuy NPC B oTaensHbI daiil.

6. B Unity co3matp MaccuB 311eMeHTOB st Kaxaon Kateropun NPC, xoTopslir Oymer
3arpy>kaTb COOTBETCTBYIOIIMII pavl 1 IOJIyYaTh M3 HEro JaHHbIe.

7. CospaTh CKpUIIT, KOTOPBI OyaeT ciIydamHbIM oOpa3oM coOupaTh 3agaHue IO

JacTaM (omvicaHMe 3aaHns, Harpaga). TakmuM obpasom, oguH 1 ToT ke NPC cMmoxeT co3maTh 11t
Ka)XI0r0 MI'POKa YHUKAJIBHBIV MTPOBOVI OIIBIT.

8. CospaTh MHTEpdeVIC I BEIBOA IOy YMBIIVIXCS 3aJaHI Ha SKpaH.

YeTBepThIVI BApMAHT - UCIIO/IL30BaTh S3bIKOBYIO MOJIesIb HEeMIPOHHOVI CeTU JIJIsl TeHepalun
VeV, KOTOpble B JalbHeNIIeM OyIyT OTpeqaKTpOBaHEbI CIIeHapMCTOM. TaKovl HOAXO0I, B IIEPBYIO
odepenpb, COKpallaeT BpeMs Ha co3faHMe 3agaHumsa. A TakkKe MOXeT CIIY)XKUTb VICTOYHUKOM
HeOOBIUYHBIX MIIE.

Kaxxapin n3 3Tmx MoaxomoB MMeeT CBOM IIpeVMYylilecTBa M HeOCTaTKM, 1 BBIOOp MeXay
HVIMM Oy/[IeT 3aB1CeTh OT KOHKPETHBIX TpeOOBaHMII V1 OrpaHYeHN.

Mo>xeM BbIIe/IUTD CIIeIYIOIVie IUIFOCHI VI MUHYCBI II0JIXOI0B, ITPeICTaB/IeHHBIX B CTaThe.

Pa3paboTka cobcTBEHHOM SA3BIKOBOVI MO I

[ Irrocer:

1. He TpebyeTcs rmiaTuTh AeHBIV 3a VICIOIb30BaHMe.

2. Moperb MOXXHO aJTalITMPOBaTh MO/, KOHKPeTHbBIe 3a/1aun 1 TpeOoBaHMs.

3. Pa3paboTumk MOXXeT KOHTPOJIMPOBaTh pabOTy MOMEIIN U yJIy4lllaTh ee.

Mumycsr:

1. Tpebyer MHOrO BpemeHnu Ha co3aHue v oOydeHue

2. TpebyeT 3HaUNTEILHBIX BEIUMCIIUTEIbHBIX PECyPCOB

3. Tpebyer crienviayiM3poBaHHBIX 3HAHUI B 00J1acTV MallIVIHHOTO OOydeHUs U

VICKYCCTBEHHOT'O VIHTeJUIeKTa.
API py1g reHepany TeKCTa:

I Dmrocer:

1. bospmmas gacTe BhIUMCIIEHMVI BBINOJIHAETCS Ha cepBepe APl a He Ha ycTpovicTBe
TI0JIb30BaTelIsl, UTO CHYDKaeT TpeboBaTeIbHOCTh UIPHI K pecypcaM KOMITbIOTepa.

2. IToctaBmmky APl 0ObIYHO peryssipHO OOHOBJISIOT ¥ YJIYYIIIAOT CBOM MOV,
II03TOMY II0JIb30BaTeIM aBTOMaTYeCKV II0JTy4aloT BCe 3T YTy UllleHVs.

3. He TpebyroTcs 3HaHMSA O MAIMHHOM OOyYeHMN VIV VICKYCCTBEHHOM WHTEJUIEKTe,
4TOOBI McTtob30BaTh APL

Mumycer:

1. Vcnonp3oBanme APl 06pI9HO cTOUT JeHeT, 0cCOOeHHO eciIN [ejlaTh MHOTO 3aIIPOCOB.

2. g ucnionezosanmsg API Tpebyetcst mogxitoueHe K MHTEPHETY.

3. OrnpaBka pgaHHbIX Ha cepep APl MoXxeT BbI3BaTh IIpo0OJIeMBl  C

KOHMIeHIMAJIbBHOCTBIO.

ITpenBapuTesIbHO CreHepUPOBaHHBIE 3alaHVIsA:

I Drocer:

1. ITpocroTa peanvsanyin

2. Konurpons Hapg copepxaHmeMm. Bo3MOXHOCTE KOHTpOJIMPOBaTh, KaKye ITpeceTbl
OynyT B Urpe.

Mumycsr:

1. OrpannyeHHoe KosmdecTBO 3agaHuim. KosmmmuecTBo IIpeceToB OrpaHUYEHO TeM,
CKOJIBKO X OBUIO CreHeprpOBaHO 3apaHee. DTO MOXXET HEraTMBHO IIOBJIMSITH Ha pasHooOpasue
3adaHIL.

Vcmonp3oBaHMe HEVIPOHHBIX CeTeV [JIs TeHeparvm Ve

I Irrochr:
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1. KaugectBeHHas mpopaboTKa Ka’kI0To 3aJaHMs.

2. B03MOXXHOCTB HOJTyYNTh HeCTaHOAPTHYIO, MHTEPECHYIO V0.
Mumycer:

1. 3aTpaTbl BpeMeHU Ha peaKTHpoBaHVe 1 JOpaboTKy.

BriBosbl

ITocrte BBIIEIIEHNS YETBIPEX CITOCOOOB IIPVIMEHEHMS SI3bIKOBOVI MOJIe/IVI HEVIPOHHOV CeTI B
paspaboTKe BUIEOUTP M VX aHaIM3a MOXKHO CJIeJIaTh HeCKOJIBKO BBIBOAOB. KaXkIIbIvi 113 TTIOIX0I0B
MIPVIMEHVIM Ha IIPaKTMKe, BCe 3aBUCUT OT TpeDOBaHMII 11 pecypcoB KOMAaH/IB! pPa3paOOTIMKOB.

HepBbm IIOJIXOM, C CO3[aHMeM CBOEW S3bIKOBOVI MOMIEIM HEVPOHHOW CeTU OosbIre
MOAXOOWUT  JJId  WIPOBBIX  CTYAWN,  pacHojaramoImx  ¢@uHaHCaMM, BpeMeHeM U
crelaIM3poBaHHbIMY 3HaHMUsAMN. HarrpasiieH, B HepByto ouepenp, Ha paspaboTky AAA-urp. B
3TOM CJIy4ae BO3MOXHO OoJlee y3Koe 0OydeHIe MOJIesV ISl BBIIIOJIHEHMSI KOHKPEeTHBIX 3a/ay, a
TaKXKe JJOCTYyIIeH ITOJIHBIV KOHTPOJIb Ha/l MOZIEJIBIO 11 00yUaroIIM MaTepyaIoM.

Bropon nmongxon ¢ naTerpanuen o APl xopoiio nomonaer MrpoBbIM CTYAVSIM W VIHIAW-
paspaboTumkaM, HO m3-3a CBOMX OCOOEHHOCTEVI ero JIydIlle VICIIOJIb30BaTh Isi HeOOJIBIINX
IIPOEKTOB.

Tpernt 1mogxon c 3apaHee CreHepMPOBAaHHBIM TEKCTOM CaMBbIVI ITPOCTOV IIOAXOM, W3
IpeJicCTaBJIeHHbIX B CTaTbe, a TaKXe CaMbIl OBICTPBEII B peajM3allui. B mepsyro odeperns,
MIPVIMEeHUM VHAM-Pa3paboTIMKaMN.

YeTBepThII IIOAXOA, 3aK/IIOYAIONINIICA B VCHOJIb30BAaHUM HEVPOHHBIX ceTell JId
reHepanuy Waevl, MOXeT WCIIOJIb30BaTbCsl KaK WIPOBBIMM CTYAVSMY, TaK W VHIOW-
paspaborunkamm. OH IIO3BOJISIET CO3/JaTh Ka4eCTBEHHO ITPOPabOTaHHbIV TEKCT.
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