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Pe3tome. Ha coBpeMEHHOM PBIHKE UT'P C OTKPBITHIM MHUPOM CYILIECTBYET 3alpOC Ha MPaBIOIoI00HOE,
HO YIpaBjsieMOe MOBeAeHHE HEUrpoBhIX mepcoHaxei (NPS) mpu orpaHWYeHHBIX BBIYHCIHTEIBHBIX
pecypcax. CyIiecTByIOIIHe pelIeHns IpeiaraloT aABe KpaitHocT. JIn6o OHM meperpyxaroT CUCTeMY
TIOTIBITKOW MOJTHOW CUMYJISIINH, JTUOO JArOT MpeacKa3yeMble CKPUITOBbIE MaTTepHbl. Llens paboTer —
MPEUIOKUTH METOJI IIcEBAOpeanucTUUHOrO nepemenieHns NPC, 3anoiaHsromui pa3pblB MEXTY STUMHU
KpaHOCTSIMH. MeTOoJT OCHOBaH Ha MPOBEPKE HOCTIUMOCTH mosiBieHusT NPC: ucnons3yercs MaTpuiia
KpaTyalliix pacCTOSHUN MEXIy 00JacTIMHU UTrpoBoro Mupa. [Ipu Bxoje Hrpoka B 00J1acTh alIrOPHTM
BBIOMPAET TE€X HEUTPOBBIX INEPCOHAKEH, KOTOpble (U3MUECKH MOITHM TyAa J00paTbCsi € y4eToM
MIPOIIE/IIIETO BPEMEHH, 33JaHHON CKOPOCTH U JOCTYMHBIX MapIIpyTOB, UTO UHTEPIPETUPYET BCTPETY
KaK CJIEJICTBUE CKPBITOTO NIEPEMEIICHNS, a HE MTHOBEHHOT'O TIOsIBJIEHHsI. YacToTa BCTpeY perynnupyercst
cHUCTEMOH MpUOpPHUTETOB. PazpaboTUMK MOXKET YNpaBisTh PENKOCTHIO OTHACIBHBIX MEPCOHAaXEH 0e3
JEeTaIbHOM CUMYJISLUHN UX MapHIpyToB. BEIOOp KaHAWAATOB yCKOPSIETCS MEpeyNnopsSA0YeHUEM OUYTH
OTCOPTHUPOBAHHOTO CIHCKA, YMEHBIIAass CTOMMOCTh IMOBTOPHBIX BBIOOPOK MpU OIHM3KHUX BXOJTHBIX
YCIOBUSX. DKCIIEPUMEHTHI Ha CTeHEPUPOBAHHBIX rpadax MOKa3aid, YTO BPEMsI BBITOTHEHUSI OCHOBHON
YacTH aJrOpUTMa Ha CTOPOHE KIMEHTA OCTAETCS B MpEesiax MHJUIUCEKYH/ ITpH yuciieHHocTr 1o 1000
NPC. Meton obecrieurBaeT NpaBAoONogoOre W KOHTPOIMPYEMOCTh BCTPEY NMPH HU3KOH HArpyske H
MOXET OBITh HHTETPUPOBAH B CYIECTBYIOIINE CUCTEMBI JIs HACTPOMKH CIIOKHOCTH U OanaHca.

Knioueevie cnosa: reiiM-nuzaiiH, redM-I€B, BUACOUTPHI, AJITOPUTM [OUCKA IMYTH, AITOPUTM
coptupoBkd, NPC, HEUTpoBOIi IEPCOHAK.
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A method for implementing pseudo-realistic movement
of non-player characters in open virtual worlds

K.I. Shutov=, A.A. Lobanov
MIREA — Russian Technological University, Moscow, the Russian Federation

Abstract. The open-world game market increasingly demands NPC (non-player character) behaviour
that feels believable yet remains designer-controllable under tight computational budgets. Common
solutions tend to be extreme: either they attempt full simulation and overload the system, or they rely
on predictable scripted patterns. This paper proposes a pseudo-realistic NPC movement method that
bridges these extremes. The core idea is to verify spawn reachability using a matrix of shortest-path
distances between world areas. When the player enters an area, the algorithm selects only those NPCs
that could have physically reached it given elapsed time, movement speed and available routes, making
an encounter consistent with hidden travel rather than instantaneous spawning. Encounter frequency is
controlled via a priority scheme, allowing designers to tune event density and the rarity of specific
characters without maintaining a detailed simulation. Candidate selection is further accelerated by
reordering an almost-sorted list, reducing the cost of repeated queries under similar conditions.
Experiments on synthetic graphs show that the core client-side runtime stays within milliseconds for up
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to 1000 NPCs. The method delivers believability and control at low computational cost and can be
integrated into existing engines to adjust difficulty and balance.

Keywords: game design, game development, video games, pathfinding algorithm, sorting algorithm,
NPC, non-player character.
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BBenenue

B nocnennee BpeMsi, 0UeHb MOMYJISIPHBI KPYTTHOOIOHKETHBIEC UTPBI, B KOTOPBIX UTPOKY
NPENOCTaBIsETCS CBOOOJA MEPEIBMIKEHHS W B3aUMOJECHCTBUS € OKPY’KAIOUIUM
IPOCTPAHCTBOM 0€3 CTPOrMX OTpaHMYCHHMU M 3apaHee 3aJlaHHOro Mapuipyta. s Takux urp
MOSIBUJIOCh CBOE€ HA3BAHME — WIPBl C OTKPBITBIM MHUPOM. Takol MHp 4YacTO BKJIKOYAET
HEJIMHEHHBIN TedMIUIeH, UCCieIOBaHUE TEPPUTOPHI, TMHAMHUYECKHE COOBITUS U BO3MOXKHOCTh
BBITMIOJHEHUS 3aJJaHUil B IPOU3BOJILHOM Mopsiake. Pa3paboTynku COBpPEMEHHBIX BUACOUTPHI C
OTKPBITBIM MUPOM CTPEMSATCS K MAKCUMaJIbHOMY peanu3My. OJTHaKO Ha 3TOM ITyTH BO3HUKAET
MHO3KecTBO Mpobsem. OHa U3 HUX — TOCTOBEPHOCTh NEPEMEIICHHS] HEUTPOBBIX MEPCOHAXKEM
(NPC), moka ocraercsi HEpEIIeHHOM.

CymiecTBytoniyie METOJbl OCHOBaHbI JHOO Ha alropuTMax MCKYCCTBEHHOTO
WHTEIJIEKTa, TUO0 Ha JKECTKUX cueHapusx [1,2]. B mepBoMm ciyuae anropuTMbl JETar0T
nosenenre NPC HemnpeackazyeMbIM AJis pa3paOOTUMKOB U YCIOXKHAIOT OalTaHCUPOBKY HUIPbI
[3]. Bo BTOpOM cilydae nenaroT NEpeMELIEHUE NEPCOHAKEN CIMIIKOM IPEICKa3yeMbIM s
WUIPOKA M YMEHBIIAIOT OLLYIIEHUE peaanu3ma B urpe [4].

B urpoBoit uHAYyCTpUM AJ IOCTPOCHMS MapIIPYTOB JI0 €M Yalle BCErO UCIOIb3YIOT
anropuT™Mbl A* ero Bapuaiui [5]. laHHbIe TOAX0/BI XOPOIIO padOTAIOT Ha IOKAIBHOM YPOBHE,
nepemerntas NPC B ogHoit o6actu ¢ urpokom. OHAKO MpU TPUMEHEHUHU B OOJIBIIUX MHPAX
OHM 3HAUUTEIbHO YBEJIWYMBAIOT HArpy3Ky Ha BBIYMCIHTENbHBIE pecypcbl. Hekoropsie
pa3pabOTUYMKK HWCTOJB3YIOT MrHOBeHHOoe mnepeMenienne NPC mo 3apaHee 3aJaHHBIM
MaplupyTaM, OJHAKO 3TO CHMKAeT peajlu3M HWrpoBoro mupa [6]. [pyroii mnoaxom -
MIPOIIEIYPHBIC CUCTEMBI CUMYJISAIINH. JlaHHBIN OIX01 KCTIoNb3yeTcs B urpax cepun The Elders
Scrolls, rne NPC umeroT pacniricanue ¥ HoTpeOHOCTH U, UCXOsI U3 HUX, HanOomnee 3pPpekTuBHO
onpenenstor nericteue [7, 8]. OgHako 3Ta CUMYIANMSA Bce emie paboTacT B 30HE PSAIOM C
UI'POKOM, a KOTJa OH U3 Hee BhIX0AUT, NPC MIHOBEHHO NEpeMENIAIOTCsl Ha HOBBIE MTO3ULIUU
coriacHo pacnucanuio. [lomoOHbIEe pelieHus MPUBOAAT K HEJOTHYHBIM CHUTYyallus, Korjaa
NEpCOHAX OKa3bIBaeTCs TaM, KyJda (usnyeckn He MOr jaobOparbea. B uccnemoBaHusix
OTMEYAeTCsl, YTO JJsi MpPaBAONOJOOHOrO IMOBEACHHUS Ba)XXHO HE CTOJIBKO YYHUTHIBATh
NepeMeleHHEe MEPCOHAXKEH, CKOJIBKO YIPaBISATh MX TIOSBICHHEM TakK, 4YTOObI OHO
COOTBETCTBOBAJIO OKUJIAHUSAM UTpoKa [9].

Hacrosimmas pabota mpezuiaraeT MeTo[ ICeBAOpeaTucTHYHOro nepemerieHus NPC,
KOTOPbII MUHUMU3HUPYET BBIYUCIUTEIBHYIO HArpy3Ky, COXpaHss NP 3TOM KOHTPOJIb HaJ
YaCTOTOM BCTpPEY MIPOKa € MEpCOHaXaMu. B NaHHOW cTarbe NOA METOAOM IMOHUMAETCS
dbopMann3oBaHHbBIN CIIOCOO pEeIIeHUs 3aJaul, OCHOBAaHHBIN Ha CUCTEME MPABUII, AITOPUTMOB U
MaTeMaTHYeCKOro obecreueHus, KOTOPbIH HANpaBiIeH Ha JTOCTHKEHHUE TIOCTABICHHBIX LIEJICH.

MeTto OCHOBaH Ha JUHAMHYECKOM YIPABJICHUU BEPOSTHOCTHIO mosiBaeHusi NPC B
3aBUCUMOCTM OT MECTa W BpPEMEHM HX IIOCIEJHEH BCTpeunM ¢ WUIrpokoM. B oTimume or
TPaJULMOHHBIX aJITOPUTMOB MIOUCKA MYTH, MIpeIjiaraéMblii B TaHHOM paboTe METO/1 MO3BOJISIET
CO3/1aBaTh WJUTIO3UIO PEAIMCTHYHOTO IMEepeMeIeHusi 0e3 MOCTOSHHOTO OTCIICKHUBAHUS BCEX
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NPC B pexumMe pealbHOTO BPEMEHH, YTO CHHM)KAET 3aTPaThl Ha BBIUUCIUTEIIBHBIE PECYPChI
YCTPOMCTB.

MarepuaJbl 1 METOIbI

Jlnst pelieHus 3a7adu MCEBAOPEATUCTUYHOIO MEPEMEIEHUS HEUTPOBBIX MEPCOHAKEH
OTIpeAeIMMCS C CAMUM TEPMUHOM «IICEBJIOPEATUCTUYHBIN». B paMkax HacTosimieit paboThl Mo
MICEBJIOPCATUCTUYHBIM ~ TIOBEJACHUEM TMOHUMaercs Takoe mnoBeaenne NPC, kortopoe
BOCIIPUHUMAETCS TOJIb30BaTeNIeM KakK MpaBIONoJo0HOE W HE HapyllaeT €ro MEHTAJbHYI0
Mozenb noBeneHus. [Ipu 3TOM NaHHOE MOBEJAEHUE HE SIBISIETCS PE3yJbTaTOM HMHUTAIUU
peanbHbIX mporeccoB. [IpaBAonogoOHOCTE — A3TO CTENEHb, B KOTOPOM JIOAM CUMTAIOT
HAOMIOITaeMOT0 U TPEIHA3HAYEHHOTO [UIsi B3aUMOJICHCTBUSI areHTa aBTOHOMHBIM [9].
Cneuuanuctsl B 00JacTH TICUXOJOTUM TMOBEACHHUS B JaHHOW CHUTyallUM JOMYCKaloT
BO3MOKHOCTh HCIOJIb30BaHUSI TPUMUTHUBHOM JIOTMKA TEpPEMEIICHHs, TaK KaK MO3Ty
CBOICTBEHHO YNpOIIATh HHPOPMAINIO 00 OKpYKAIOLIeM MHpPE 0 MPOCThIX Mojenei! [10].
CornacHo W3BECTHBIM HCCIEAOBAHUSM, MO3T IMOCTOSHHO pa0OTaeT C IOMYyHICHUSMH. JTO
MO3BOJISIET €My CHU3UTD MOTOK €MHOBPEMEHHO 00pabaThiBaeMoit mHpopmaruu [11].

VYuuthiBas ATy 0COOCHHOCTh BOCIIPUSITHUSA, npeaJiaraeMblit METOJ
ncesopeanucTuyHoro nepemenieHuss NPC ocHOBBIBaeTCs Ha OTCIIEKUBAHUYU MECTA U BPEMEHHU
nocieaHe BcTpeun urpoka ¢ kaxasiM NPC u ucmnonb3yeT 3Ty MHGOpMAIMIO B MOMEHT
NPUHATHUSA pereHust o co3aanuu NPC.

Ilepen «nosiBinennem» NPC airopuTm npoBepsieT, MOXKET JIM IEPCOHAXK HAXOJUTHCS B
TEKYIEel TOYKe UTPOBOro Mupa. JJis 3TOro OlEeHnBaeTCs paCCTOSHUE U BPEMS, MTPOLLIEIIIEE C
MoMeHTa nociieiHerd Berpeun ¢ 3tuM NPC, a Takke ero 3ajaHHasi CKOPOCTh MEpPEMEIICHHUS.
Ecnmu pacuer mokassiBaeT, uto 3ToT NPC HEe Mor «100parhCs» 10 TeKyled o0acTd, OH He
OyIneT BBeIeH B UIPOBYI clieHy. [IpenmaraeMblii MOAXOM WCKIIOYaeT BO3MOXKHOCTh
HEPEATUCTUYHOTO OBICTPOTO «IEPEMEIICHH» HEUTPOBBIX MEPCOHAXKEH, UTO MOICO3HATEIHHO
MOBBIIIACT CTENCHB JIOBEPHS ITOJIH30BATENSI K COOBITHSIM B UTPE.

st ompenenenusi Toro, kakod NPC nomkeH OBITH cO34aH B TEKyIIeH 00JacTw,
pa3zpaboTaHHBIN METOJ] UCIIONIB3YET CUCTEMY MPUOPHUTETOB. [IpHOpUTET B JAHHOM KOHTEKCTE —
nepemeHHas s kaxaoro NPC, koropas OyneT yBeTWYMBATHCS, MOKAa WTPOK C HUM HE
BCTPEUAETCS, U YMEHBIIIACTCS MOCJIEe BCTPEUYU C MUTPOKOM. TakuMm oOpa3oM 3Ta mepeMeHHas
KOHTPOJMPYET 4acTOTy BCTped ¢ KaxabiM NPC. DTo rapaHTHpyeT, 4TO BCTPEUYU B KaKIOH
obmactu OyayT dYepeaoBaTh BCEX BO3MOXKHBIX TIEPCOHAXEH, YTO TaKXKe IOBBIMIAET
JIOCTOBEPHOCTB UIPHI B I1a3aX UTPOKa.

B Tabnwume 1 mpencraBieHbl Bce HEOOXOIMMBIE TIEpeMEHHBIC, KOTOPhIe HEOOXOAMMO
BHenpuTh B NPC miis paspabotku Meroaa. YToObl peasin30BaTh METO/ TICEBIOPEATUCTHIHOTO
nepemenieanss NPC ¢ ucnonb30BaHHEM MpEIaraeMoro ajlropuTMa pa3paboTUYUKU HUTPHI
JIOJDKHBI CHaudaja Co3JaTb MECTa BCTPEY B HMIPOBOM MHpPE, MEXAY KOTOPBIMH MOTYT
nepemematbess NPC. DT Mecta 0ObIYHO MPEICTABIAIOT COO0M Takue 00JIacTH, Kak ropoja,
JIEPEBHU, 3aBEJICHMs, Jlareps W IPYrHE CIOKETHO BakHble MecTa Mrpbl. Kaxmas w3 stHx
obnacreii — TeppuTopus, Ha KOTOpoi MokeT nosiBuThest NPC.

OmnumeM mporiecc 100aBiaeHusT 00yiacTel pa3paboTUNKaMHU, MEXAY KOTOPBIMH OyIyT
nepeMenaTbcsi HeurpoBbie TnepcoHaxku (Pucynok 1). Jlns Hawyama Ha 1I00anmbHOM KapTe
pa3paboTUMKHU paccTaBisaioT oomactu «Berpeun» ¢ «myrtemectBytomumu» NPC. B ocHoBHOM
3TO OyIyT Tropojia, JEPEBHH, 3aBEACHUS, MEPEKPECTKH, Jarepss U IPYTHe KIIOUEBBIC IS
croxeTa urpsl Jiokauuu. [lox obGmacteio OyaemM MOHUMATh TEPPUTOPHIO, B paMKax KOTOPOit
Oyzer co3naBaThCsl HEUTPOBOH mepcoHax. 3aTem, 4ToObl NPC He BO3ZHHKAN MpPSMO Iepen
UTPOKOM HEOOXOJIMMO Ha BXOJaxX B JaHHYIO 00JacTb paccTaBUThb 30HBI TPUTTEPOB, YTOOBHI,

! Mlenn Jx. Teiimousaiin: kax cozoams uzpy, 6 komopyio 6yoym uzpams éce. Mocksa: Anbnuna [a6mamep; 2021. 640 c.
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MOCJIE TOTO KaK WUTPOK 4Yepe3 HUX NMPOXOJUT, BbI3bIBanach PpyHkius co3ganus NPC. 3atem
HY>KHO Ha3HAuYUTh TpUrTepam o0nactu «Berpedn», K KOTOPBIM OHU MPUHAJIEXKAT.

[Tocne Toro kak TakuMm oOpa3oM OYyIyT CO3/IaHbl BCE OOJACTH B OTKPHITOM MUDE,
pa3pa60TthH AOJIKHBI 3a1aTh BO3MOKHBIC ITYTH ICPEMCUICHUA MCIKY HUMMU. ILJIH 3TOIro OHHU
CO3/AI0T JIUCT MEPEMEHHBIX PACCTOSHUE MEXIY TeMH O0JIaCTMHU, MEXIY KOTOPBIMU €CTh
npsAMoii myTh. [IpudeM cienyer yyecTb, 4TO MyTh B IPSIMOM M 0OpaTHOM HANpPaBICHUU MOXKET
OTIIMYAThCA IO MPOTSHKEHHOCTH. [locaenoBaTelbHOCTh COCTaBICHUS TAKOT0O JIMCTA MOKa3aHa
Ha Pucynke 1.

Ta6mmma 1 — [lepemennsie cymuocTy «IlyTemectByrommii NPCy
Table 1 — Variables of the "Travelling NPC" entity

Ha3zBanmue Onucanue CMBbIC/10BOE HA3HAYEHHE
OTnHYnTEeN HOE 3HAYCHHUE KaXKIO0TO
ID YHUKaJIbHBIN HICHTH(PUKATOP MepCcoHaxa, 1o KOTOPOMY OHU U
ONPENIETSIOTCS
CKopocTh [TepeMenHas, ucnonab3yomas B IToka3piBaeT CKOPOCTH MEPEMELICHUS
pacderax MIEPCOHAXKA TI0 OTKPHITOMY MHUPY
[Ipu co3zmarmm NPC, Beibupaetcs
n TOT HEPCOHAXK, Y KOTOPOTO CaMbli ITokaseiBaeT ¢ keM Haunbolee
propuTet BBICOKHI MOJIOKUTENbHBIN BEPOSATHO BCTPETUTCS UTPOK
MIPHOPHUTET

Ecnu npu Be10ope NPC npuopuret

JloxanpHbIit . BropoctenenHslii nokazarenb
MIPHOPUTET OAMHAKOBIH, TO CO3AACTCA TOT, ¥ BEPOATHOCTH BCTPEUH C UTPOKOM
KOT'0 JIOKQJIbHBIN MPHOPHUTET BHIIIE
E(?ccenuelﬂeif:;ﬂ ID oGnacru. Ilepemennas, Ob6nacte nocneaneit Berpeun NPC ¢
06I1ACTE WCTIONB3YIOMIAs B pacueTax UTPOKOM
Bpewms nocnenaneit | Mrposoe Bpems. Ilepemennas, Bpewms nocnenneit Bcrpeun NPC ¢
BCTpEYH WCTIONB3YIOMIAs B pacueTax UTPOKOM
3nadyeHue, KoTopoe npucBauBaercst | KoadduuueHt Toro, Ha CKOIBKO
Otcpouka Betpeun | [Ipuopurety, mocie BcTpeuu ¢ 4acTo UTPOK OYAET BCTPEUaThes C
HUTPOKOM TIEPCOHAKEM
e — 3HaveHne, Ha KOTOPOe KoadduiueHT TOro, Ha CKOJIBKO
yBenuuuBaetcs [Ipuoputet, mocie 4acTo UTPOK OYAET BCTPEUaThes C
BeTpetH Bctpeun npyroro NPC ¢ urpokom TIePCOHAXKEM

[locne Toro kak pa3pabOTYMKK ONpPENENUIN IyTH IEepeMEIleHUs, 3alyCcKaeTcs
(GyHKUUS OIpeneNeHusl paccTOsIHUS Mexay Toukamu (Pucynok 2). DTto HeoOXoaumo s
CO3/IaHMSI U3 JIMCTA MEPEMEHHBIX C PACCTOSHHUEM MyTel ABYMEPHOTO MAacCHMBa PacCTOSHUMN
MEXTy KaXKIBIMH U3 00JIacTei.

OyHKIMS paboTaeT ¢ MCMOIb30BAHUEM IHKIIA, PEATU3YIOIIETO alropuT™M JleKCTphI
JUI KaXAO0H O0O0JIaCTH MIpOBOrO MHUpPA. BXOIHBIC HaHHBIE COOTBETCTBYIOT HEOOXOIMMBIM
YCJIOBUEM JJIsl UCIIOJIB30BaHUA ATOTO anroputMa [S]. Mcronb3yst 3TOT aJirOpUTM JIS KaXKA0u
TOYKH HUTPOBOTO MHpPA, Pa3pabOTUMKKU MOTYT OMNpPEICTUTh PACCTOSIHHE MEXAY TOUYKaMH
pa3IMYHBIX JIOKAIUH.

[Tonmy4yeHHBIH JBYMEPHBIM MacCUB XpaHHUT PACCTOSHUS MEXIY 00JacTSIMU B UTPOBOM
MUpE, TJIe¢ HOMEP CTPOKU M CTOJIOIA COOTBETCTBYET YHUKAIbHOMY UACHTU(DUKATOPY KaxkI0MH
obmactu (PucyHok 3). COOTBETCTBEHHO Ha MEPECEYCHUU STHX CTPOK U CTOJOLIOB XpaHHUTCS
paccTosiHie MEXy IBYMS O0JIAaCTAMHU.

3amyck airopuTMa, KOTOphId moadepeT HeoOXOAMMOT0 HEUTPOBOTO MEpCOHaXa s
CO3MaHMsI B OOJIACTH, MPOUCXOIUT IOCJIE TOTO, KaK MIPOK MEPEMECTUTCS B 30HY TpUITepa
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(Pucynok 4). Jlamee umaer pabora ajropurMa ¢ YK€ OTCOPTHPOBAHHBIM IO TMPUOPUTETY
MacCCUBOM IIEPCOHAKEH.

»

HoBaeute TO4KN
"Betpeun” ¢ NPC

v

[obapnTb 30HLI
TpUrrepoe ans
cozgaHua NPC

T lpacp ¢

| MapLLpyToB Nate Tpurrepam

: CCLINKA HA TOYKM  [====P Maye

: " "

| : Bctpeun 00 ypoBHe
HobaBuTh cTpOKY ¢

] c wHchopmMalmein

O AnvHe Mapl a
R MERrE Coaaath MapLpyTl

MEX Y TOYKaM#K

! OnpenennTe
------------------------ » paccTosiHue MeXAY F----»  Maceus
BCEMM TOMKAMMU it

Pucynok 1 — Inarpamma co3nanus rpada nepemenienusi NPC
Figure 1 — Diagram of constructing the NPC movement graph

Mpadp
MapLupyToB

OnpegenuTe paccTosHWe 4o
[ns kaxaoi TOYKK BCEX OCTarnbHbIX TOYEK C
rnoMolLlb anroputMa [einkeTpel

Maccue
paccTosaHnit

Pucynok 2 — OnpezeneHue pacCTOSHUE MEXKITY 00JaCTIMK
Figure 2 — Computing distances between areas
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C -> (A.20;B,45:1,60) B125]0 (45|75
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1 [50[75[20] o

Pucynoxk 3 — [IpeoOpa3oBanue TaHHBIX
Figure 3 — Data transformation

Crapr
(Mrpok KocHyrncs
Tpurrepa)

OnpepnenunTb K Kakown
TOYKEe NMPUHaAANEXUT
Tpurrep

i

Co3paHue
nepcoHaxa

l

ObHoBNEHWE
NMPUOPUTETOB

Pucynok 4 — Anroputm Beibopa NPC st co3nanus
Figure 4 — Algorithm for selecting NPCs to spawn

AJNropuT™M mepedupaeT MacCHB M MPOBEPSET I KaKJOr0 MEpCoHa)ka, SBISIETCS JIH
npuoputrer NPC monoxwutenbabiM (Pucynok 5). Ecnu oH oTpumarenbHbIN, TO aaropuTM
npekpamaer paboTy, Tak Kak Bce ocraimbHbie NPC Takke OyAyT MMETh OTpUIIATEIbHBIN
npuoputeT. llpemnaraemplii MOAXOA TO3BOJISIET HACTPOUTH TIE€WM-IHU3alHEPAM MOJHOE
orcytcTBue Bcrped ¢ NPC B o0nactsix, eciii Toro Tpedyer UrpoBasi CUTyalusl.

Ecmu nmpuoputrer NPC nonoxutenbHbIN, pa3pab0TaHHBIA aJTOPUTM MPOBEPSET, HMEI
JM 3TOT MEPCOHAX BO3MOXKHOCTbH 10OOPAThCs 70 TEKyIeil 001acTH, UCIIONIB3YS MpeiaraeMoe
BeipakeHne (1). Bwipaxkenue (1) yuuThIBaeT pPAacCTOSHHE MEXIY TEKYyIIeH 00JIACTBIO H
oOmacteio mocnenHed Bctpeun ¢ paHHeIM NPC, a Takke Bpewms, Mpolienliee ¢ MOMEHTa
nocienuen Bcrpedun ¢ 3tuM NPC. Mcnonb3yst 3TO BBIpaKEHUE, aITOPUTM OIPEILISIET, ObLIO
a1 y NPC nocrarouHo BpeMeHH, 4ToObl JoOpaThest 1o Tekyuiei odmactu. Ecnun y NPC ectpb
BO3MOXKHOCTh HaXOJUThCS B TEKyIllIeW o0nacTu, OH co3laeTcss B urpoBom mupe. Ecnu Her,
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aJITrOpUTM mepexoaut K cieayroneMy NPC B maccuBe U MOBTOPSAET MPOLIECC 10 TEX MOP, MOKa
He Oyzaer co3gan NPC wiu moka He OyIyT IPOBEpEH BECh MACCHUB.

Het

Lar

Ons kaxgoro NPC
uuMKna

NPC(lMNpuoputet) >=0

KoHeu
S = MAP [NPC(lMocnegHss

Touka), TekyLas TouKa]

T = Tekyulee Bpems -
NPC(Bpema nocnegHemn
BCTpeuun)

Het—S <= NPC(CkopocTb) * T

Oa
¥

CreatedNPC=NPC(ID)

A 4

Cozparts NPC 8 cny4ainHon
OOCTYMNHOM TOYKE BCTPEYM

\ v

NPC(MpuopureT) =
NPC(OTcpouka BcTpeuu)

KoHel,

Pucynoxk 5 — Co3nmanue niepcoHaxa
Figure 5 — Character spawning

S < Vnpc -4t (1
rae S — pacCcTosIHUE MEXy MOCIeIHUNA 00JIacThIO, B KOTOPOM BUJENU MEPCOHAXA U TeKyIIeH
(2); Vypc — cxkopocth nepememnienust NPC B BupTyansHOii cpene; At — Bpems, B TEUYCHHE

KOTOpPOT'0 UTPOK HE BUEI 3TOr0O nepcoHaxa (3).

Jlns onpeneneHusl pacCTOSIHUE MEKAY MCKOMBIMU OOJIACTSIMHM alrOPUTM CMOTPUT B
SYCHKY MaccuBa, KOOpIMHATHI KOTOpoil paBHbIi ID obnactsaM. Tam XpaHHUTCS HCKOMOE
paccTosiHue:
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S=M,, 2)

rne M — nBYMEpHBI MacCHB PAcCTOSHHM MeXIy BCEMH OOIACTAMH, B KOTOPBIX MOTYT
nosiButhbesi NPC; ¢ — ID Tekymeit o6mmactu; [ — ID nokaruu, B KOTOpoid MepCcoHax ObLT BCTpEUEH
B MMOCJICTHUM pa3.

Bpewms, npouienuiee ¢ nociaeaHel BCTPEUN ¢ HEUTPOBBIM IIEPCOHAKEM, PACCUNTHIBAETCS
IIPOCTBIM BBIYMTAHUEM HIPOBOrO BPEMEHM NOCIEIHEH BCTPEYM U3 TEKYIIEr0 HIPOBOTO
BPEMEHU:

At =t; — typc, 3)

rae t, — TeKyliee UrPoBoe BpeMsi; typc — BpeMs mociaeaHei BcTpeun ¢ KoHkpeTHbIM NPC.
Bce BbIpaxkeHUs1 MOKHO 0ObETUHUTH B OJJHO HEPABEHCTBO:

Mg, < Vypc - (tc — tapc)- 4)

Ecnu panHoe BbIpaX€HHME HWCTHUHHO, TO 3TO O3HAYaeT, YTO JAaHHBIM HEUTPOBOM
NEPCOHAX MOXKET JOOPaThCs MO TEKYIIeH TOYKH UTPOBOM KapThl M TOT/IAa B TaHHON 00JacTu
CO3/1a€TCs ATOT MEPCOHAXK, MOCIE YEro MUK MOUCKA MOAXOAAIIET0 EPCOHAXa 3aBePIIACTCS.
B npoTuBHOM ciiyyae UKII IEPEXOUT K CAEAYIOIMIEMY HEUTPOBOMY IIEPCOHAXKY.

Kaxnapiii pa3, xorma co3gaercs MEPCOHa)X, €ro MPUOPUTET MEHSETCS, OTCpOUYMBas
CIEAYIOLIYIO BCTPEUY:

P=P-P, 5)
rae P — Texkymuil IpUOPUTET MEPCOHaxka; P — OTCpoUKa BCTpEUH.
B 3aBepuieHue anroputma y KaXkIOrO HE CO3AAHHOTO IEPCOHAKA TAK)KE MEHACTCS

npuopureT (PUCYHOK 6), HO yk€ B OONBIIYI0 CTOPOHY, YTOOBI MPHOIU3UTH CIEAYIONIYIO
BCTpeEYy:

P=P+P, (6)

rae P, — npubnmkeHue BCTpeyu.

LWar yukna

Ona kaxgoro NPC NPC(ID)!=CreatedNPC

Koneyn Aa

v
NPC(Mpuoputert) =
NPC(MNpuoputer)

+ NPC(MNpubnwxeHne BcTpeyn)

Pucynok 6 — O6HOBIIEHHE TIPHOPUTETOB
Figure 6 — Priority updating

[Tocne 3aBepIeHNs aarOpUTMa MaCCUB C TIEPCOHAKAMH COPTUPYETCS 110 IPUOPHUTETY.
Takum o0pazom, Hpu CIEIyIOIEM 3allycKe IMKJIa MacCUB yke OyIaer roToB K pabote
ITOPUTMA.

8|14



MopenupoBanue, ONTUMU3ANKUS U HHPOPMAIIMOHHBIE TEXHOJIOTUH / 2026514(3)
Modeling, Optimization and Information Technology https://moitvivt.ru

Pe3syabTarsl

Jlist onpeneneHrs ONTUMAIBHOTO alrOpUTMa COPTUPOBKU MACCHBA MEPCOHAKEN U UX
MPUOPUTETA KOHKPETHO MO/ IaHHYIO0 ClIeNU(UYHYIO 33/1a4y, ObLITH IPOBEIEHBI SKCIIEPUMEHTHI.
BpruucnurenbHble  SKCHEPUMEHTHI  BBIMOJIHEHbl HAa  CTEHEPUPOBAHHBIX  JAHHBIX  C
HCIOJb30BAHUEM MPOTPAMMHON CUMYJISIIIUHU, PEATH3YIONICH MPeIoKEHHbIA MeTo . JJaHHBIX
MOJIXO/ YacTO HCHOJb3YeTCsl s HKCHEPUMEHTAIbHOTO CpPaBHEHHSI CKOPOCTH pPadOTHI
anroputMoB [12, 13]. Cumynsarop ¢opMupyer cBs3aHHBIA B3BEHICHHBIM Trpad obacTei,
BBIYKCIIIET MAaTPULy KpaTYalIIUX paCCTOSTHUN IIOBTOPHBIMHU 3aITyCKaMU aaroputMa J[edKcTpbl
u MoaenupyeTr mMHoxkecTBo NPC ¢ mapamerpamMu M3 3aJaHHBIX JIHANa30HOB. AJITOPUTM
MoMIaroBo BeIoHsIeT BeIOOp NPC coriacHo mpaBuiiaM MPHOPUTETA U JOCTUKUMOCTH; TIOCTIE
KOKJION «BCTpeUW» OOHOBIISIIOTCS TPUOPHUTETHI W TepeynopsamounBaeTcss crnucok NPC
HECKOJbKUMHU BHUJAMH COPTHUPOBKH, MOAXOMSIIMMH ISl MOYTH OTCOPTUPOBAHHOTO CIIHMCKA
[13, 14].

[IlelixepHast COPTUPOBKA.

[TupamuganbHas COpTUPOBKA.

CopTupoBKa BCTaBKaMHU.

CopTtupoBka BEIOOPOM.

. I'nOGpuanbIi anroput™ copTUpoBKH timsort [15, 16].

I{nﬂ OIICHKH MAacCIITa0uPyEeMOCTH BapbUPOBAIKCH KIItOUeBbIe MapameTpsl (Tadmmma 2).
Bo BpemMs TecTupoBaHHsS aBTOMATHYECKU COOMPATNCH METPUKH BPEMEHH OTJIEIBHBIX ITAIOB,
a pe3yJbTarhl coxpansuck B CSV st mocneayromiei 00paboTKu U BU3yTH3alliH.

N

Tabmuua 2 — Habop napameTpoB AJisl TECTUPOBAHHS
Table 2 — Parameter set for testing

ITapameTp 3HavyeHue
Yucio obmacreit Ot 50 mo 1000, mrar 50
Yucno NPC Ot 50 mo 1000, mrar 50
Cpenusis cTerneHb BepIIUHbI Ot 1 o 10
Kon-Bo cumynsanmii Ha ogqHOM Habope 200

Pesynbratel cpemHero BpemMeHU pabOThI aJITOPUTMOB TpeAcTaBieHbl B Tabmurie 3.
Anroputm «CopTHpOBKa BBIOOpaM» HUCKIIOYCH U3 JaTbHEHIIET0 CPaBHEHHS, TaK KaK €ro
BPEMEHHBIE 3HAUYEHMSI 3HAYNUTEIBHO IMPEBBIIIAIOT OCTAJIBHBIC, YTO HE MO3BOJIMUT BU3YAJIBHO
CpPaBHUTH OCTANIbHBIE alropuT™Mbl. Ha PrucyHke 7 npuBeneHo cpeHee Bpems epeynopsa104eHus
crnucka NPC B 3aBUCMMOCTH OT MX KOJMYECTBA. Pe3ynbTaThl MOKa3bIBAIOT, YTO HAMMEHBIIEE
BpEMsI COPTUPOBKH Y THOPUIHOTO alropuTMa timsort.

Ta6mmma 3 — Cpexgaee BpeMs pabOTHI aJITOPUTMOB COPTHPOBKHU
Table 3 — Average runtime of sorting algorithms

AJITOPUTM COPTHPOBKH CpenHee BpemMsi COPTHPOBKH (MC)
[IleitkepHast COpTUPOBKA 0,191
[TupamuanbHast COpTUPOBKA 0,120
CopTupoBka BcTaBKaMu 0,156
CopTupoBka BEIOOpOM 19,205
['uOpuIHBII ATOPUTM COPTUPOBKH timsort 0,056
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CKOpOCTb COPTUPOBKMK N0 afropuTMam npu pasHom konuyectee NPC

—— |lerkepHas COPTUPOBKA
MMpaMuaancHas copTUPOBKa

= CopTVpOBKa BCTaBKaMu

0.5 1 =—— Timsort

0.4 1

0.34

0.24

BpemMa COpTUPOBKW 3a LWar, Mc

0.1

0.04

T T T T T T
o] 200 400 600 800 1000
Konunyecteo NPC

Pucynok 7 — CpaBHeHHe BpeMeHU copTHpoBKH MaccuBa NPC pas3HbIX alropuTMOB
Figure 7 — Comparison of NPC array sorting time across different algorithms

beutn moctpoeHsl rpadMKM CyMMapHOIO BpPEMEHM IpeoOpa3oBaHMs JAHHBIX B
3aBHCHUMOCTH OT uncia obnacterd (PucyHnok 8) u cpeiHero BpeMeHH BBIMOIHEHUS OIHOTO I1ara
OCHOBHOM YacTu anroputma B 3aBucuMocTH oT uncia NPC (Pucynok 9). KpacHbie kpuBbie Ha
rpadukax — Criia)keHHbIE allPOKCUMAIUH ¢ 3KcTpanossinueit 10 2000 o ocu abcruce.

[TapannenbsHo cOOMpanuCh TaHHBIE O BPEMEHU BBIIIOIHEHUS KaXKJ0T0 [1ara ajJropuTMa.
Pesynbrat 3anuceiBaiics B CSV nis nocnenyromieit 00padoTku. J{oMoTHUTENBHO BHITOIHUIIACH
anmnpoKCUMalUs 3aBUCUMOCTEN 1O BCEeH BBIOOpPKE, UTO OTPaKEHO Ha rpadukax pe3ysbTaToB
(Pucynxku 8 u 9). Kox nporpammuoit cumynsiun BeiioxkeH Ha GitHub B oTkpbeiToM goctyme,
4TOOBI PE3yIBTATH MOKHO OBILIO BOCIIPOM3BECTH .

Bpems npeobpasoBaHuA AaHHbIX vs Kon-Bo obnacTel

LaHHble
8000 4 = annpokcumauus (0o 2000)

(=)}

o

o

o
L

Bpems npeobpa3oBaHns AaHHbIX, MC
Y IS
=3 S
=3 =3
=3 S
L 1

0 250 500 750 1000 1250 1500 1750 2000
Kon-eo obnacTtei

Pucynok 8 — Bpemst mpeoOpa3zoBaHusl JaHHBIX B 3aBUCUMOCTH OT KOJMUYECTBA 00JIaCTeH
Figure 8 — Data transformation time vs. number of arcas

2 Kubirill. NPC-Simulation-Prototype. GitHub. URL: https://github.com/Kubiril/NPC-Simulation-Prototype (nara oGpaiuenus:
28.10.2025).
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BpeMms BbiNnonHeHKUA anroputma vs Kon-so NPC

AaHHble
0.6 4 — annpokcumauwus (8o 2000)

0.5 A

0.4

0.3 A

0.2

Bpems BbINONHEHWSA anropuTMa, Mc

0.0 A

0 250 500 750 1000 1250 1500 1750 2000
Kon-so NPC

Pucynok 9 — Cpennee Bpems 11ara aliropuTMa B 3aBUCUMOCTH 0T konudectBa NPC
Figure 9 — Average algorithm step time vs. number of NPCs

Oo6cy:xnenune

PucyHok 8 nemMoHCTpUpYyeT pOCT BPEMEHU MOCTPOCHUSI MAaTPULIbI PACCTOSIHUI IO MEpe
yBEeIWYCHUST 4YHucina oOnacteil. HaOmromaemblii KBaIpaTUYHBIA TPEHJ COTJACyeTCs C
TEOPETUYECKOM OLEHKOM IIOBTOPHOIO 3aIlyCKa aiaropurMma JIeMKCTpbl Ha pa3pexEHHBIX
rpadgax: TNpu TIOCTOSHHOW CpeIHEW cTerneHu. BepTukanpHBIA pa3zdpoc TOuYeK Mpu
(GUKCUPOBAaHHOM 4YHCIIe O0JIacTell OTpa)kaeT BIUSHUE IUIOTHOCTU (CpemHEed CcTeneHu
BepmnHbl). Yem Oonbire pebep Ha BepIIMHY, TEM JOJbIIE OJWH MPOTOH W TEM BBIIIE
CyMMapHO€ BpeMsl MOATOTOBKHU. DTOT dTal — pa3oBasi onepalys Ha CTOPOHE Pa3pabOTUYHKOB.
OrneHka nopska necaTkoB cexkyHa st ~2000 obmacteid SBisIeTCsl MpUeMIIEMOH TSl poliecca
MOJTOTOBKU JJAHHBIX K pa3paboTKe.

Ha Pucynke 9 npeacraBieHo cpeanee BpeMsi 0HOTO Iara anroputMa Beibopa NPC B
3aBUCHMOCTH OT WX KOJIMYECTBA, KOTOPHIA BBITIONHSACTCS MPH MOCEHICHUH 00JIacTel.
Coptupoka TimSort umeet onenky O(nlogn) B XyameM ciiydae U aJlallTUBHbIC CBOMCTBA Ha
YaCTUYHO YNOpsSAOYeHHbIX AaHHbIX [16]. Ha mnpaktuueckux nanHbix maccuB NPC, kak
MPaBUJIO, «IIOYTH OTCOPTHUPOBAH», MOATOMY (PaKTHUECKHE 3HAUECHUS CYHIECTBEHHO HUKE
TEOPETUYECKOro Tmpeaena. Pa30poc oOycnoBieH mapaMeTpaMu MOJEIH W CIy4YailHOU
JTUHAMHUKOW BCTpEY, BIUAIONIMMH Ha TIyOMHY mepecTtaHoBOK. B mmamazone go 1000 NPC
CpenHee BpeMsl Iara OCTaeTCs B IpejaenaX MUJUIMCEKYHIbI, YTO COBMECTUMO C BpEMEHEM
00paboTKH KaJipa COBPEMEHHBIX NprioxkeHui (Hanpumep, ipu 120 FPS — 310 8,3 Mmc).

OcHOBHasl BBIYUCIIUTENBbHAS HArpy3Ka COCpPEIOTOYEHA B IMOATOTOBKE MATPHIIBI
paccTossHUA Ha CTOpOHE pa3paboTyHKa, TOrJa KakK KIMEHTCKas YacTh ajropuTMa
MacITaOMpPyeTCss YMEPEHHO M 00ECIeYMBACT CTAOMIBHYIO pabOTy MPU TUIIUYHBIX pa3Mepax
MUPOB.

OrpanuyeHusi MeToaa

[IpemyioxkeHHBI METOJ, OPUEHTHPOBAH HA MaKpOYpPOBEHb U HE pelIaeT 3ajadu
JIOKAJIbHOW HaBUTallUM Ha MecTHOCTH. [lpennmaraercs, dYTO JaHHBIA METOJ HYXKHO
KOM6I/IHI/IpOBaTI: C JIOKAJIbHBIM HaBUTAlITUOHHBIM MO,Z[y.HeM IIOHCKa HYTI/I.
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[IpennoxxenHas peanuszauus paboTaeT MPU CTAaTUYHOM TOMOJOTUM MHUpa U HeE
NOJICP)KUBACT M3MEHEHHsS Ha KapTe BUPTYaJIbHOro Mupa. UToOBI METOJ MOT YYMTHIBATH
JTUHAMUYHOE U3MEHEHHE MHpa, HEOOXOAMMO M3MEHSTh Ipad MapHIpyTOB U MEPECUUTHIBATH
paccTosiHUA MEXY 00IaCTIMHU.

[Tonpa3zymeBaetcsi, uTo cpabaThiBaHHE AIrOpUTMa MPUBOAUT K CO3JAHHUIO TOJIHKO
onHoro NPC. UroObl HMBEIHPOBATH 3TO OrpaHUYCHHE, HEOOXOIUMO 3alyCTUTh AITOPUTM
co3nanus NPC neckonbko pa3 (PucyHok 95).

[IpennoxxeHHBI METOA pabOTaeT TOJIBKO B OJIHOMOJIB30BATEIbCKUX MpoekTax. Jlis
MHOTOMOJIb30BaTENIbCKUX TPEOYIOTCS OTHENbHBIE peau3allii COTJIAaCOBaHUS MPUOPUTETA B
3aBHCHUMOCTH OT 3aJa4 ¥ LeJel MpoeKTa. DTO BBIXOJHT 332 paMKU JIaHHOW CTaThbH U Tpedyer
OTZIEJIBHOIO UCCIIEA0OBaHUS.

3akao4YeHue

[IpennaraeMplii B JaHHOM CTAaTh€ METOJ MpEiaracT OPUTHMHAIBHOE apXUTEKTYpPHOE
pemieHre A8 BHJAEO WIP, KOTOpoe O0ecreuMBaeT pelieHHe 3aJayd  CO3/IaHUs
nceBnopeanuctuyHoro nepemeniennss NPC B OTKPBITBIX  BUPTyalIbHBIX MHpax 0e3
UCIIOJIb30BaHUS CIIOKHBIX aITOPUTMOB. APXHTEKTypa OpUEHTHPOBaHA HA TO, YTO 00paboTKa
rpada Mupa OyaeT IpeaBapuTeIbHO 00padaThIBATHCS OJMH pa3, a METOJ BhI3BIBAETCS TOJIBKO
NpU TEpPEeceYeHUU TPUITEPHBIX 30H. biaromaps 3ToMy anropuTM OKa3bIBa€T HU3KYIO
BBIYMCIIUTENIbHYIO Harpy3Ky, 4TO OATBEPKAAETCS IKCIIEPUMEHTAMH.

Hcnonp3oBanue cucteMbl OBOIHOro mpuopurera Ui kaxaoro NPC rapantupyror
BCTPEYH C MEPCOHAKAMH C 3aJaHHOW pa3pabOTUYMKOM YaCTOTOW. DTO JaeT pa3padoTuynKam
WHCTPYMEHT KOHTPOJISL, KOTOPBIM MO3BOJISET PErYJIUPOBATh YacTOTy BeTpey ¢ pasHbiMu NPC,
HE Hapyllas 0>)KMJIaHUI UTPOKa.

[To utory B oCHOBE METO/1a JISKUT MPOCTAsi MATEMAaTHKA, OCHOBAHHAS HA OXXUJIAHUSIX
urpoka. biarogapst ’TOMy y WIpPOKOB CO3JAE€TCSl WJUIFO3MSI PEATMCTUYHOCTH INEPEMEIECHUS
NPC.

Peanuzanusi mpeqioxKEeHHOrO0 MeToJa YIYULIMT WIPOBOM ONBIT U 00ecrneduT
MpeACKa3yeMblid UTPOBOM MPOLECC AJISl TEUM-TU3aHHEPOB, YTO SABJISIETCS IPUOPUTETHOM LIEIIBIO
pa3pabOTUYUKOB HUTP.

Pe3ynbraThl 5KCIIEpUMEHTOB MIOKA3BIBAIOT, UTO METO]I criocoOeH o0padarteiBath 10 1000
NPC, He oka3biBasi 3aMETHOW Harpy3KHd Ha CUCTEMY. JTO MO3BOJISET HE TOJBKO MCIOIb30BAThH
METOJI B TEKYIIUX MPOEKTaX, HO M OCTABIIAET 3alac s WTPOBOTO MACIITa0MpOBaHUS B
Oynyumem. Takxke HaHHBIA METOJl MOXET OBITh HCIOJIb30BAH HE TOJBKO B paMKax UTPOBBIX
MPOEKTOB, HO TAKXKE B O0YYAIOIINX TPEHAXKEPAX U CUMYIIATOPAX BUPTYAIbHON pEeabHOCTH.
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