BEICOKOVMMMEPCHBHAAS
MHTEPAKTMBHAA KOAAABOPATVBHANA

CPEAA - HOBbIM ACMEKT 3AOBELLLEM
AOANHDI

MakcumeHkoBa OAbra BEeHUAMUHOBHA, KOHA. TEXH. HAYK,
PYKOBOAUTEADL [ [TOOrPAMMHASA MHXKEHEPUS KOMMBIOTEPHbIX 1P - TTMKU,

3AMECTUTEAL PYKOBOAMTEAT AlN
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LLEAU

* [TO3HAKOMMUTb C BICOKOUMMEP CUMBHBIMUM MHTEPAKTMBHbBIMM
KOAAQOOPATMBHBIMM CPEAAMM

* PACKPBbITb CB43AHHbIE C HUMKM MCCAEAOBATEALCKME BOMPOCHI HEAOBEKO-
MOLLUMHHOIO B3AMMOAENCTBMG (HMB)
* [PeACTABMTb MPODAEMATHKY, PACKPbLIBAEMYIO MOAPODOHEE B CTEHAOBbIX
AOKAQAQX OT NpoekTHoM rpynnbl NNKA:

« BapakcumH Apcernmn — O BO3MOXKHOCTAX, CAOXKHOCTU U MHTEPIMNPETMPYEMOCTH
MOAEAEUN MALLIMHHOIO OBYYEHMS, AEXALLMX B OCHOBE UIMPOBbLIX OOTOB

« Eroposa Eamzaseta — O6 YPOBHSX MPEACTABAEHMUS M BOBAEYEHMS YEAOBEYECKMUX M
KOMIMbIOTEPHbIX Ar€HTOB B BbICOKOMMMEPCMBHbIX MHTEPAKTUBHBIX OKPYKEHMSIX

 LLUtaHoB AHApPEN — O PA3BUTUM MPOEKTUOOBAHMS U PEAAMIALMM UMMUTALIMOHHOIO
MOAEAMPOBAHMS PA3AMYHBIX MOACUCTEM KOMIMIOTEPHbIX UMD B XKAHPE TAOBAABHAS

cTparerms
n M K“) 28.10.2025



O YEM Mb

TepMUHbI U ONPEAEAEHUS
BLICOKOMMMEPCHMBHAS CPEAQ

NHTEAAEKTYOABHAS CUCTEMA C TOYKM 3PEHUA POAEUN OKTOPOB
o Apend poAen

ATEHTbI U MYABTUATEHTHbIE CUCTEMbI: YEAOBEK M MALLMHA
* ACDDDEKTUBHOCTb, MMMEPCMBHOCTb U BOBAEYEHHOCTb

3AOBELLLOI AOAMHAO
* [1oU1 YEM TYT HEAOBEKO-MALLMHHOE B3AMMOAENCTBUE

NNrpa — HALL OTBET 3AOBELLIMM AOAMHAM
* ICCAEAOBATEABCKME THUMOTESbI

N>

OIrOBOPMM?

28.10.2025



OCHOBHbBIE TEPMMHDbI

* UcKyccTBEHHbIU UHTEAAEKT (UU) — KOK AUCLUMMNAMHA, MCCAEAOBOHME U
PA3PABOTKA MEXAHM3IMOB U MPUAOXKEHMIM cncTem A

« TOCT P 71476-2024 (MCO/M3K 22989:2022)

« CUCTEeMd UCKYCCTBEHHOro uHteaaekta* (CH1N) -

* TexHm4eCckaa CMCTEMA, MCMOAb3YIOLLLAOY OAHY MAM HECKOABKO MOAEAEN NI,
KOTOPAA MOPOXAQET TAKME KOHEYHbIE PE3YALTATHI, KOK KOHTEHT, MPOTHO3bI,
PEKOMEHAQUMU UAM PELLEHMA AAR 3AAQHHOTO HADOPA OMPEAEAEHHbIX
HEAOBEKOM LLEAEM

« TOCTP 71476-2024 (MCO-M3K 22989-2022)

¢ TEXHMYECKAs CUCTEMA, B KOTOPOM MCMOAb3YIOTCS TEXHOAOTMM MCKYCCTBEHHOIO
MHTEAAEKTO
« TOCT P 59277-2020

* CUWN | IHTEAAEKTYOQABHAS CUCTEMA / MHTEAAEKTYAABHAOS MPOrPAMMHAS CUCTEMA U UHTEAAEKTYOABHAS MPOrPAMMA —

B3AMMO3AMEHAEMbBI B AOKACAE
28.10.2025



OCHOBHbBIE TEPMMHDbI

* AreHT — Pr3n4ecKkmm / MPOrPAMMHbBIM OOBEKT, KOTOPbIE OLLEHMBAET COOCTBEHHOE
COCTOfHME, COCTOSHME APYTMX OOBEKTOB M OKPYXXAIOLLLEN CPEAbBI AAS BBINMOAHEHMS
CBOUX AEMCTBUU, BKAKOYAST MPOTHO3MPOBAHUNE N MAAHUPOBAHME, KOTOPbIE
MOKCHUMUINPYIOT YCMELLIHOCTb, B TOM YUCAE MPOU HEOXKMACOHHOM M3MEHEHWM
OLLEHMBAEMBbIX COCTOAHMM, AOCTUXKEHMSI CBOMUX LLEAEU

« TOCT P 59277-2020

AreHT UM - ABTOMATUHECKM AEUCTBYIOLLIMI OOBEKT, KOTOPbIM BOCMPOUHMMAOET CBOE
OKPY>XEHMEe, pearmpyeTt Ha HEro, A TaKXKe MPEANPUHUMAET AEUCTBUSA AAS
AOCTUMXXEHNA CBOUX LLEAEM

« TOCT P 71476-2024 (MCO/M3K 22989:2022)

MHOTOGI'teIITHCISI cuctemd — CHCTema, COCTOALLLAA U3 MHOXECTBA
B3IAMMOAENCBYIOLLLIMX MHTEAAEKTYOAbHbIX Ar€HTOB

« TOCT P 59277-2020

nmMKv>



YPA
ATEHTA U TIO
AEKYHY

*  MoAYAb KOHPUTYPALMKU MOUHUAMAET BXOAHBIE ACHHbIE OT BCEX
OCTOAbHbIX MOAYAEM M HACTPOAMBAET MX AAS BbINMOAHEHMS
NMOCTOBAEHHOM 30AQYM.

+  MoAyAb BOCNPUATUSA OLLEHMBAET TEKYLLIEE COCTOSHME MUMPA

*  MoAYyAb MOAEAM MUPQA MPOTHO3UPYET BO3MOXHbIE DyAyLLME
COCTOSHUS MMPA KAK dOYHKLMIO BOODPCXKAEMBbIX
MOCAEAOBATEABHOCTEMN AEUCTBUM, MPEAAATAEMBbIX OKTEPOM

*  MOAYAb OLLEHKM 3ATPAT BbIHMCAIET OAMH CKAAAPHbIM BbIXOA
(oHEPTUID), KOTOPbIM M3MEPSIET YPOBEHD AMCKOMADOPTA AreHTa.
COCTOUT M3 MOAYASl BHYTPEHHEN CTOMMOCTM, KOTOPbIM
HEM3MEHIEM (HEODYHOEM) U BBIMUCAIET TEKYLLLYIO DHEPTUIO
TEKYLLLETO COCTOAHMS (BOAb, YAOBOABCTBUE, TOACA U T. A.), U MOAYAS
KPUTUKHK, OBYHOEMOTO MOAYAS, KOTOPbIM MPOTHO3MPYET ByAyLLLME
3HOYEHMS BHYTPEHHEN CTOMMOCTH

*  MoAYAb KPATKOCPOYHOU NAMATU OTCAEXMBAET TEKYLLIME U
NPOTrHO3MPYEMbIE COCTOAHUSA MMPA U CBI3AHHbBIE C HUMM
BHYTpeHHwue 3aTpaTtkl (Ouyang, S., et. al, 2025)

*  MoOAYAb AEUCTBMSA BbIHUCAIET BAPUAHTbI MOCAEAOBATEABHOCTEM
AENCTBUU. MOAEAL MMPA U MOAYAb KDUTUKA BbIYUCAIOT BOSMOXXHbIE
KOHEYHbIE PE3YALTATbI. ATEHT MOXET HAMTU OMTUAMOABHYIO
MOCAEAOBATEABHOCTb AEMCTBUI, MUHUMM3UPYIOLLLYIO
NPEeANOAQraemble OyAyLLIME 3ATPATHI, U BbIMOAHUTL MEPBOE
AENCTBME B ONTUMAABHOM MOCAEAOBATEABHOCTH

(LeCun, Y., 2022)

28.10.2025



OCHOBHbBIE TEPMMHDbI

* KOHTEHT — MHJOOPMALLUS U MHOE COAEPXKUMOE, AOBOAMMOE AO
NMOAb3OBATEAS YEPE3 €r0 OPraAHbl YYBCTB C MOMOLLLBIO MOAb3OBATEALCKOIO
NPUAOXKEHMS

« TOCT P 52872-2019

* UHTepakTuBHAA cuctTemMd — CHMCTEMA KOMIMOHEHTOB AMMNAPATHOIO U
NPOrPAMMHOIO obecrnevyeHms, KOTopaAa NOAYHAET MHADOPMALMIO, BBOAMMYIO
MOAb3OBATEAEM, U NEPEAAET EMY CBOU OTBET, MOMOTAS B pABOTE MAU
BbIMOAHEHMM 3QAQ4M

« TOCTP NCO 9241-210-2016

nmMKv>



OCHOBHbBIE TEPMMHDbI

* UHTepdcbeunc
* B LLUMPOKOM CMBICAE — PPOPMTABHOE MAM HECDOPMAABHOE OMNPEAEAEHNE CBA3M B
TPOUKE {CYLLHOCTb] — CBA3b — CYLLIHOCTb2)
« 4OCTb CUCTEMbI, OTKPbITAS AAS APYTUX CUCTEM, BHELLIHEE BOCMPUATUE CUCTEMDI
« CMCTEMA CBA3EMN C YHUADULIMPOBAHHBIMM CUTHAAQMM U/MAM ANNAPATYPOM,

NPEAHA3HAYEHHAS AAT OOMEHA MATEPUEN/MHADOPMALIMEN MEXKAY TEXHNYECKMMMU
YCTPOMCTBAMM U/UAN AIOABMMU

* MPOTOKOA (MPOTOKOA B3AUMOAENCTBUA) — PPOPMAABHO OMMCAHHBIM CMOCOD
B3OMMOAEMNCTBMA ABYX 1 DOAee CYyObLEKTOB (CMCTEM! NOCPEACTBOM MX
MHTEPJdOENCOB!) AAT MX COBMECTHOM AEATEABHOCTU C YYETOM KOHTEKCTA

* CTEK NPOTOKOAOB — MEPAPXMYECKM OPITAHM3OBAHHbIM HODOOP MNPOTOKOAOB
B3OMMOAEMNCTBUS ONPEAEAEHHbBIX CUCTEM B COOTBETCTBMM C BbIDPAHHBIMM YPOBHIMM
AbCTPAKLMM

« POpMAT AAHHbIX — COBOKYMHOCTb MPABUA MPEACTABAEHUS U MHTEPMNPETALMMU ACHHbIX
B MAMSTU KOMMbIOTEPA, HO BHELLIHMX HOCUTEASX, MM ONepaumsx BBOAA/BbIBOAC M

npu Nepeaqye nNo KOHAACM CBSI3M
n M K“) 28.10.2025
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MMMEPCINA

* AMMepcCcuUs — B3OMMOAENCTBUE C BUPTYOABHOM CPEAOM, KOK C PEAABHOM

* AIMMEepPCUBHOCTDb - YPOBEHb NCUXOUINMOAOTUHECKOTO COOTBETCTBMS
PA3AMYHbBIX TUMOB B3AMMOAENCTBUA C BUPTYOABHOM CPEAOM

HappatmBHOS

* YpOBEHb UCTOPUM / OMUCBIBAEMOTO MUPA

Crpartermyeckas

* BO3MOXHOCTb AEAQTb MPEACKA3AHMS M MAAHUPOBATb AEMCTBMS
* UrpOK MOXET ABCTPArMPOBATLCH OT UCTOPUM / MUPA
* PO3pYLLAETCS HEAOTMYHOCTBIO MMPA, HOPYLLUEHUEM MPUIMHHO-CAEACTBEHHbIX CBA3EM, HEBO3MOXHOCTbIO OOOCHOBAHMS MACGHA

TAOKTMYECKAS

* HenoCcpeACTBEHHAS OUMIMYECKASN U MCUXOAOTMHECKAS BOBAEYEHHOCTb B MIPOBOM MPOLLECC KAK MOCAEAOBATEABHOCTb COObITUM
(QHOAM3MPYETCH HO YPOBHE AOAEWM CEKYHAbI)

* PaspyLuaetcs OLLIMOKAMM B3AMMOAENCTBMA C MOAB3OBATEAEM, HEAOCTATKOM pecypcos

(Chika, E-O; Cope, N.; Behringer, R.; Fabri, 2014; MAdams, E., 2004; Otzen, T., 2015) n M K M ) 28.10.2025



POCT TEXHUYECKOM
U
BbINUCAUTEABHOMU
CAOXHOCTH
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NPUMUTUBU3ALLUS
B3AUMMOAEUCTBUSA

TEPMMHAA

28.10.2025




Al gets given processor time

Execution management
Al gets its
information - Group Al
% t | Strategy Content creation
‘=
= Character Al
£ ! Scripting
= Decision making ——
g - Al has implications for
Mowement related technalogies Content creation
Al specific tools
k)
Animation || Physics Modeling package

Al gets tumed inlo on-screen action

Cxema Level design tool

il
~+

B3AMMOAENCTBMA C NN

MOACHNCTEMAMU

¥

Packaged level data

(Millington, 1., 2020)

SRR

Moaenb NN B

UrPAX

Main game engine Al engine
&l data iz used .
10 construct Behavior dalabase
characters Nk
World interface
Level loader  World interface
extracls ralevant
game data
Al behavior
Game anging
calls Al gach manager
frame .
Al gets data
Per-frame from the game
processing and from its
internal
infermation
Resulis of Al
are written back
1o game data
28.10.2025
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GAME-SPECIFIC SUBSYSTEMS

13

APXUTEKTYPA MTTPOBOTO

ABVXKA

N CKYCCTBEHHbIM
MHTEAAEKT TYT

GAME-SPECIFIC SUBSYSTEMS

Vehicles

| e

Game Cameras Al

Actionz
(Emgine Interface)

Goals & Decigion-
Making

Scripted/animated

Fixed Cameras
Cameras

Sight Traces &
Perception

FPlayer-Follow
Camera

Debug Fly-

Through Cam Path Finding (&*)

‘ Waapans ‘ Pawer-Ups ‘ ‘ WVehicles ‘ ‘ Puzzles ‘
Game-Specific Rendering Player Mechanics ‘ | T Al
Stale Machine & Camera-Relative . Seripted/Animated Goals & Decsion- Actions
L Animation Contrals (HID} ‘ Fixed Cameras Cameras Making (Engine Interface)
. Water Simulation e Player-Follow Debug Fly- Sight Traces & i
‘arrain Rendering & Rendering Coliision Manifold Movement ‘ Carnera Throtigh Cam Borcoplion Palh Finding (A")
Front End | | Gameplay Foundations
Heads-p Display || Ful-Motion Video || In-Game Cinamalics High-Level Game Flaw System/FSM
(HUD) (FMV) (I5C)
‘ In-Game GUI ‘ In-Game Menus H Wrappers / Altract ‘ Seripting Systsm
Mode
Static Ward Dynamic Game Real-Time Agenl- Event/Messaging World Loading /
Visual Effects Elemants Object Model Based Simulation Systam Streaming
Light Mapping & HOR Lightin PRT Lighting, Higrarchical
Dynamic Shadows ] Subsurf. Scatter Skeletal Object Online Audio e
Particle & Decal Environment Animation State Inverse Game-Specific Match-Making & o
Systems H REIEDED H Mapping Tree & Layers ‘ ‘ Kinematics (K] || Past-Processing Game Mamt, DSPIEffects
LERP and Animation Sub-skeleta| Object Authority 303 Audio Mod
Scene Graph / Culling Optimizations Additive Blending Playback Animation Folicy i o
Spatial Hash ([BSP r Game State Audio Playback |
Tree, ku-Tree, ...) Dcclusion & PVS LOD Syslem £
Skeleal Mesh | [ Regoa
ing | Physics
Low-Level Renderer Profiling & Debugging Collision & Physics Human Interface N
Devices (HID) :
Materials & Static & Dynamic N - Recording & Forces & Ray/Shaps
‘ Shaders Lighting Cameras ‘ ‘ Toxt & Fonts ‘ Playback Constrains Casting (Quaries)
—
Primitive Viewpers & Taxture and Debug Drawing Momary & y Game-Specfic
‘ Submission ‘ ‘ Virual Screans Surface Mgmt, ‘ ‘ {Lines efe.) Performance Stats Rigd Bodies Phantoms Interface
= - . In-Game Menus Shapes/ Physics/Colision Physical Deviea
‘ it biieD ‘ or Console Gollidables World /
Resources (Game Assets)
30 Mods| Texture Matarial Font Skalaton Codlision Physics Game . FD'H'EI'—U pE.
Resource Resource Resource Resource Resource Resource Parameters WoridiMap e
‘ Resoie Manager ‘
rer Mechanics
Core Systems
Module StartLip Assertions Unit Testing Memary Allocation Math Library Strings and Debug Printing Localzaton Movie Player s B C Relative
and Shut-Down s NG Hashed String Ids and Logging Services i amera-me
Parsers (CSV, Profiling / Stats Enaine Cond Random Number Curves & RTTI/Refiection || Objsct Handles / Asynchronous || Memary Card 'O Controls (H I D]
JSON, elc.) Gathering o v Generator Surfaces Library & Serialization Unique lds File 110 (Older Consoles)
Platform Independence Layer _
old Maowement
) Primilive Data Callections and ’ ) ) A Graphics Physics/Coll
Platform Detection Types ‘ Harators H Flle System H Networking H Hi-Res Times Threading Library s H Wrapper
3 Party SDKs
Direct, OpenGL, || Havak, PhysX, X - Granny, Havok )
Vulkan, etc, ODE etc. H o H i H aTSces H Animation, efc. (B i S

(Gregory, J., 2019)

28.10.2025
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UMPBI AAS MU (MOYEMY 2)

Nrpbl — 3TO CAOXKHbIE (KOMMAEKCHbIE) M MHTEPECHbIE 3AAQYM

Nrpa npeasaraeT boraremLume MHTEPAKTUBHbBIE BO3MOXXHOCTM (HEAOBEKO-
MAOLLMHHOTO B3AMMOAEMNCTBMS)

Nrpbl MOMYAAQHbI
* BOAbLLUE KOHTEHTAO
e boAbLLE AOHHbIX

Nrpbl — 3TO BbI3OB AAS BCEX OOAQCTEN M

Nrobl AydLLE BCETO OTPAXKAIOT TAODOAbHbIE TPEHAbI (JOPOHTMPLI) NI

* rpoBble NECOYHMULLbI MOKA BHE KOHKYPEHLIMM MO pABOTE C TAKMAMM CBOMCTBOMM,
KAOK 2TMKA [ethics], NpeAB34TOCTb [bias], BbipaBHMBAHME [alignment],
SMOLIMOHAAbHbIM MHTEAAEKT [emotional intelligence]

(Yannakakis, G.N., Togelius, J., 2018) n M K“)
28.10.2025



BAAMMOAENCTBUE C
[EHEPATOM

CospaTtenu npprpammsl ¢ U

UHTepelc
nporpammel ¢
reHepaTtuBHbiM UA

|

cosdarom modenu M u
npoepaMMHele cucmembl

nepedarom
——yenogexko-co30aHHbie —»
apmecbakmol

CosaaTenu gaHHbIX
(KOHTeHTa)

Mporpamma ¢ UA

M

MNoocucrema nonyyarom
reHepaTUBHOMO ——coadaé

CreHepnpoBaHHble apmechakmbl———»
AaHHble (apTedakThl) 2eHepayuu

MotpebuTtenu AaHHbIX

(Makcmumenkosa O.B., Ceraa A.l., 2025)

nMKv>
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B3AMMOAENCTBME C TEHEPATOM C
YHETOM OBPATHOWM CBA3M

darom
obpamHyro
cs8A3b

daom daom

obpamHyro > 3 obpamHyro
ces3b )\ ces3b

Cozpgatenu npprpammel ¢ A

nHTepdenc
nporpaMmmkI ¢
reHepaTuBHbIM U
|

cozdarom modenu MM u
npozpamMMHble CUCMeMbl

Mporpamma c MU |
_()_ nonyyaem MNoacucrema nonyyaiom _()_ sepugbuyupyom _()_
——YyenoeeKko-co3daHHbie — reHepaTMBHOrO cosdad CreHepupoBaHHbIe apmecpakmbi————» «—— apmegbakmbl
apmecbakma! M OaHHble (apTedakTbl) I 2eHepayuu 2eHepayuu
Cos3patenu OaHHbIX > MoTpebuTtenm gaHHBIX 3KcnepTbl
(koHTEeHTa) I npeOMeTHbIX obnacTen
nonyyaem
CeeHepLposaHHble
apmeghbakmb! (MOKCVIN\GHKOBO O.B., Cerana A.l., 2025)

nMKvi>
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TECT TbBOPUHI A, BAM
BEICOKOMMMEPCWBHBIE CPEADI

B mapte 2025 BOAbLLME A3bIKOBbIE MUKW roToBUAUCH K KOHCDEPEHLMK
MOAEAU MPOLLUAM TECT TbIOPUHIA $dKH coBMecTHO ¢ UK

« (Jones, C.R., Bergen, B.K., 2025)
* TeCT TblOPUHIa HE MPAKTUYEH AAS
remmaesa 1 MW, T.K. HE 303EMAEH,

ABHO HE Y4UTbIBAET KOHTEKCT N HE
MYABTUMOACAEH

* YCOBEPLLEHCTBOBAHUA TECTA

MBbILLIbAK AAS MICCAEAOBOHUSA M MPEAOCTABAEHMS
NPUMEPOB MHTEPMNPETUPYEMOCTU U MPO3PAYHOCTMH
MOAEAEMN

« [oynna 06CYAMAT MHTEPMPETUPYEMOCTb U N
MNPO3PAYHOCTb MOAEAM, MPU DTOM OAbIa MOACHUAQ, HTO
NPO3PAYHOCTb OTHOCUTCS K YPOBHIO «(OEAOCTIY B

TprMHrO XOPOLLM AAA M, HO K KBAAPOTHOM METAJPOPE, A MHTEPMPETULYEMOCTD U

MCCAEAOBAHMIO HMB roaHbl OOBICHUMOCTb CBA3AHbI C MOHUMOHUEM PE3YABTATOB

OrpdHMYEHHO | MOAEAU U ﬂpeAOCTGBAeHM%J
* MAAO AQHHbIX OO OnbITe )

B3AMMOAENCTBMS YI-arenta* n Un- AEHUC NMPUBEAET MPUMEPDI UMD, PEAAMUIYIOLLLMX

OreHTOR B (BbICOKO) MAMMEDCHBHbIX CUMYAALLMM MOAHOCTbIO BbIMOAHEHHbIE HO AyHE

CpeAdX

(Makcumenkosa O.B., Ceran AT, B nevar) — 1EAOBEK-MOAB3OBATEAD n “ I ' ' 28.10.2025



3AOBELLLAS
AOAVHA

« Masahiro Mori, “The Uncanny
Valley," Energy, vol. 7, no. 4, pp. 33—
35, 1970 (in Japanese)

BeayLumm akcnept MK AeHnc
[TO3AHAKOB O TOM, MOYEMY MMEHHO
CAOAMHQAY, O HE XOAM, BMOAMHAO AU

4YTO-AMDO eLLé

(Reuten, A.; van Dam, M.; Naber, M., 2018)
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L Uncanny valley o
0 Human likeness (%) 100
iCat Flobi WE-4RII FACE Sophia Diegosan Saya Einstein
Happy Neutral Sad Fearful
28.10.2025



AMAAOTOBOE BAAMMMOAENCTBUE C
.. ATEHTOM-TEHEPATOM

-0bpamHyo
CcenAsL
daiom darom
-0GPAMHYKr > < -0BpPaMHYKr
CE8A3b A CeA3b
Coznatenu npprpammel ¢ UA
WHTepdenc
cos0arom modenu M u
fpoEPaMMHBIE CUCMEMbI 1
P === == === ----- - e e e = = = el R e
I WUW-arenT Mporpamma ¢ X 1
1 1
1 1
1 1
| 1omyHaem Mogcuctema nomyatom sepupuUUPYOMm
——yYenoseKn-coz0aHHbIe —»| TEHEpATUBHOTO 03036 apmeghaKmer—» «1 apmecbakme!
bpmeghakmbi U 2eHepayul 1 zeHepayuu
1 1
CospaTeny AaHHbIX > Labal MoTpebuTe. M AaHbIX SKcnepTbl
(KoHTeHTa) I npeaMeTHbIX oGnacTen

nonyyaen
C2eHePUPOBaHHbIE
apmeghakmel

- e e e e e e el e L, e e e e el e e e - MHTqu)EﬁC

Juanozoseid pexum

Yenosek-nonb3oBarernb n M K “ ) 28 ] 02025
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® NOCTOHOBKQO

* Mrpa: OBPA30BATEABHAS MIPA-MAATAOOPMA
C usydeHmem Reinforcement Learning

*rpa C IAEMEHTAMU MALLIMHHOTO OBYYEHMS
HQO ABW>KKe UE. B XOA€ UTpbl UTPOKU PEAAMIYIOT
QOATOPUTMbI OBYHYEHMS, B T.H. C
noakpenaeHmem (RL), Aaq BOTOB, KOTOPbIE
CopeBHYtoTCA B 3D-MPOCTPAHCTBE

MUTPA

AKTYOAbHQOS

NMOCTAHOBKAO

* MNrpa KAk KOAAQBOPATMBHAS
BBICOKOMMMEPCUBHAA CPEAQ B3AMMOAENCTBUA
N v 4l areHTos

* MNrpa KAk TEXHOAOTMYECKMIM CYOCTPAT
PA3PABOTKM U TECTUPOBAHMA MN-QreHToB

* MNrpa kak serious game
* MNrpa Kak NoAUroH HMB

nuKv>
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