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AHoTalisa

Posensinymo npobremamuxy Hasieayii acenmieé y OUHAMIMHUX GIpMyalvHux cepedosuwax. Ilpoananizosano
HEeOONIKU KAacuunoeo areopummy A* npu pobomi 3 eenuxumu manamu. 3anponoHo8aro nioxio 00 onmumizayii uepes
BUKOPUCMAHHSA IEPAPXIYHUX CMPYKMYP 0anux ma Haegieayitnux cimok (NavMesh), wo 0036015¢ 3menuumu 00MUCIIO8AIbHE
HABAHMAadiceHHsi Ha npoyecop 6e3 6mpamu MoYHOCHE MAPULPYmy.
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Abstract

The study examines the issues of agent navigation in dynamic virtual environments. The shortcomings of the classic
A* algorithm when working with large maps are analyzed. An optimization approach using hierarchical data structures and
navigation meshes (NavMesh) is proposed, which allows reducing the computational load on the CPU without losing route
accuracy.
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Beryn

CydacHa 1HIYCTpis PO3POOKH irop CTAaBUTh BHCOKI BUMOTH JI0 PEATiCTUYHOCTI MOBEIIHKHA HEIrPOBUX
niepconaxiB (NPC). Omniero 3 HalCKIaAHIMNX 3a/1a4 € o0ya0Ba ONTHUMAIEHOTO MapIIpyTy B peaTbHOMY daci
Ha JIOKAITiAX, 110 TOCTIHHO 3MIHIOIOTRCS (pyHHYBaHHS 00'€KTiB, TIepeMilieHHs mepemkon). Kmacuuni minxomu
4acTo CTalTh "By3bkuM MicueM" y mpoayktuBHocTi (bottle-neck), BUKIMKalOUYM MaaiHHSA KaApOBOI YaCTOTH
(FPS). ToMy BIoCKOHAJIGHHST METO/IIB HABITAITl € aKTyaJIbHUM TEXHIYHUM 3aBJIAHHSIM.

PesysabTaTi KocaixkeHHs

OCHOBOIO OUIBIIOCTI HABITAIMHUX CHCTEM € aJITOPUTMHU Ta CTPYKTYPH JaHHUX, 110 0a3yIOThCS Ha TEOPil
rpadis. Haitmommpenimum € amroputm A* (A-star), mpore Koro 0a3zoBe 3acTocyBaHHS Ha citmi (grid) e
Hee(eKTUBHUM [UIA BEIMKHX BIJKPUTHX CBITIB dYepe3 EKCIOHEHIlIaThbHE 3POCTAHHS KUIBKOCTI BY3MIB IS
TIePEBIPKH.

VY xomi mociimkeHHs Oylo BHAUIEHO IBa OCHOBHI BeKTOpHW omnrtuMizamii. [lepmmii - me mepexin Bix
KIIITHHHOI JUCKPETH3allii MPOCTOPY 10 BUKOPHUCTAaHHS Hapiramiitaux citok (Navigation Mesh). NavMesh sBisie
co0oro Habip omyKJIMX 6araTOKyTHHUKIB, IO OMUCYIOTH MPOXinHi 30HU. Lle mo3Bomnse 3MeHImMTH Tpad MOmyKy B
COTHI pa3iB MOPIBHAHO 31 3BUYAHHOIO CITKOIO, a/pKE areHT IMepeMINIyeThbcS MK IIEHTpaMHy IOJNITOHIB, a He
TIOITIKCEITBHO.

Hpyruit BekTop - BUKOpUCTaHHS iepapxiyHoro ruanyBaHas nuisixy (HPA®*). Ines monsrae B po3dutTi
Mamu Ha kiactepu. CHOYaTKy ajropuT™M Oyaye TpHONHM3HHMIA NUISIX HA BUCOKOMY pIiBHI aOcTpakmii (Mix
KJIacTepaMu), 1 JIUIIEe KOJIM areHT HaONMMKaeThcs MO KOHKPETHOI 30HH, OOYHCIIOETHCS NETANbHUN MapIipyT
BcepenuHi Hel. Lle qo3Bomsie po3moniuTi 00YMCIeHHs B 4aci (time-slicing) i yHUKHYTH TTIKOBHX HaBaHTa)XKeHb
Ha CPU.

Takox BayKJIMBUM acIeKTOM € BUOip npaBuiibHOI eBpucTH4HOl pyHkuii. A irop tumy RTS (ctparerii)
ONTUMAJTBHOIO € BificTaHb YeOumoBa a00 MaHxeTTeHChKa METpUKa, TOi K /it 3D-1ryTepiB Kpare migxoauTh
EBkitinoBa Bincranp, mo 3a0e3nevye OUTbIT TPUPOTHI TPAEKTOPIT PYyXYy.

BuchHoBku

[IpoBeneHe AOCHIKEHHS IIOKa3ano, IO MpsME BUKOPUCTaHHS Oa30BUX alrOPUTMIB IIOIIYKY €
HeMoIUTEHUM Juts cydacHuX AAA-tipoektiB. KomOinyBanHs NavMesh 3 iepapxiuyanm nigxogom HPA* no3Bomnse
JOCSTTH 0ajaHCy MDK IIBHAKICTIO poOOTH Ta sKicTio nuisixy. [lpaBuiabHO migiOpaHi CTPYKTypH AaHUX IS
30epeskeHHs rpada HaBirauii KpUTHYHO BIUIMBAIOTh HA 3arajibHY IIBUAKOAIIO iIrPOBOTO PYILis.
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