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AHHOTauuA

B nokmage paccMarpuBaeTcs MOIXOJ K ABTOMATHYECKOMY IUIAHUPOBAHUIO TMOBEICHUS
ABTOHOMHOTO MOOMJIBHOrO poboTta Ha ocHoBe apxutekTypbl GOAP (Goal-Oriented Action
Planning). Ilokasanbl mnpuMepsl (opMaau3aldd BO3MOXKHBIX JEHCTBHH pPOOOTOB IS
npumenenuss GOAP, prBeeHbI IPHUMEPHI OTyYaeMbIX IUIAHOB [T PEIICHHUS 3a/1aUH IIOMCKa
U UCCIIEIOBaHUS 00bEKTOB, PACIIONOKEHHBIX B HEKOTOPOU 00JIaCTH C MPETATCTBHSAMH.

KnioueBble cnosa
ABTOHOMHBIE MOOMIIBHBIE POOOTHI, aBTOMATHIECKOE TNITAHUPOBAHKE, IPUHATHE PEIICHUN

1. BeBepgeHue

Goal-Oriented Action Planning — mmpoko nmpuMmeHsieMasi B KOMITBIOTEPHBIX HUTPax apXUTEKTypa
wiaHupoBanus aedcteuii Tak HaspiBaeMbix NPC (Non-Player Character), mo3Bossitorias 10CTHYb
BUJIUMOCTH ©CTECTBCHHOTO HWHTCIUICKTYaIbHOTO IOBeaeHuss mnepcoHaxker [1, 2]. GOAP Obut
npencrasieH B 2005 rogy kak momudumkanus rmnanuposmuka STRIPS (Stanford Research Institute
Problem Solver [3]), HanpaBleHHAs Ha YCKOPEHHE ITOCTPOCHUS TUTAHOB B IMHAMUYECKHX CpelaX U UX
ynpoineHue s 6onee a3 dexktuBHOM peanusanuu [4]. Kak 1 B qpyrux mianuposiiukax, cyte GOAP
COCTOWT B COCTaBJICHHMHM IIaHA JOCTHXKCHHUS BBIOPAHHOM IIEIHM M3 JOCTYIHOTO B TEKYIICH CUTYyalluu
OTpaHUYEHHOTO HabOpa NIeHCTBHIA, UMEIOIIHX YCIOBYS IJISl X BBITIONTHEHMS ¥ 3(pPeKThI, HacTynaromme
nociie BemmoaHenus. B ormane ot STRIPS, kaxpomy neficTBuio Oblila HA3HAYEHA CTOMMOCTD, KOTOPast
KCIIOJIb30BAIaCh B Ka4€CTBE IBPUCTUKU I aJrOpUTMa A* JUIs MOMCKa B MPOCTPAHCTBE COCTOSIHUMN
mupa. Kpome toro, GOAP ncrnons3yeT npoueaypHbie IpeayCciIoBUs, C TOMOIIBI0 KOTOPBIX CHCTEMA B
MpoIIecCce BBHIMTONHEHM TUIaHa MOXKET HCIOJB30BaTh 00Jiee CIIOXKHYIO JIOTHKY, HApUMeEp, BHI3bIBATH
(YHKIUH IIJIAHUPOBAHUS MIYTH WIIM Paclio3HaBaHMs 00BEKTA.

[peumyriecrBom GOAP siBiisieTcst BO3MOYKHOCTD peain3aliy CJI0KHBIX TIOBEICHHH 00BEKTOB, JJIs
KOTOPBIX HETPUMEHHUMBI TPAIUIMOHHBIE AITOPUTMBI ITUIAHUPOBaHUS. W3BECTHHIM IOAXOJIOM K
IUIAHUPOBAHUIO U TIPUHATHIO PEIICHUM SIBISICTCS ommcanue 3amad B si3bike PDDL u mpumeHeHue
CHeIMaTN3UPOBAaHHBIX coiBepoB. OqHako paszpaboTka PDDL-mumanupoBiyka npeacTaBiseT coboi
TPY03aTPATHYIO pabOTy, IPU 3TOM €0 (QYHKIIMU MOTYT OKa3aThCsl HEBOCTPEOOBAHHBIMU B PEIIACMBIX
3amavax. B mokmane paccMaTpuBaeTcs BO3MOXKHOCTh UCIONL30BaHUs nonxoaa Ha ocHoBe GOAP mis
yIpaBieHUs] aBTOHOMHBIMU MOOMIIBHBIMU POOOTaMH B MPOIIECCEe UCCIEAOBAHUS 3aJaHHON 00JIacTH
HEKOTOPBIX OOBEKTOB B HeH. B TO BpeMs Kak sl pelieHusl YacTH 3a/1ay, COCTABIISIONUX MHCCHUIO
po0OoTOB, HampuMmep, Ui IJIAHUPOBAHHS IyTH W Ha3HAYCHWs 3a/JlaHUM, MCIOJNB3YIOTCS HW3BECTHHIC
ANTOPUTMEI [5, 6], IPUHATHE PENICHWA O TOW WIJIM WHON IOCIICIOBATEIIBHOCTH BHICOKOYPOBHEBBIX
neicTBHii ocylnecTisieTcs ¢ momorisio GOAP.
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2. Goal-Oriented Action Planning

B kauecTBe BXOAHBIX AaHHBIX TuIaHUPOBIIMK GOAP npuHHMAaeT: MHOXKECTBO areéHTOB, MHOXKECTBO
BO3MOJKHBIX NEWCTBHHA KaXKJIOTO areHTa, MHOXKECTBO 3aJad, HadalbHBIC COCTOSHHA M Iend. llemn
MIPEICTABISIIOT COOOM COCTOSIHUS, KOTOPOE areHT JOJDKEH IOCTUYh M3 HAYaIbHOTO WM TEKYIIETO
cocrosHus (puc. 1). B o0mem ciydae, cOCTOSHUS PaBHBI TOTJa M TOJIBKO TOTNA, KOTrJa HaOOPHI
MapaMeTPOB COCTOSHHIA COBITAIAIOT, a TAKXKE COBIAIAIOT 3HAYCHUS NTApaMeTPOB BHYTPH HAOOPOB.

curPos: (0.5, 0.5)
path: [(2.5, 0.5), (3.5, 1.5),
(1.5, 3.5)]

curPos: (2.5, 0.5)
path: [(3.5, 1.5), (1.5, 3.5)]

length: O length: 0
color: 0 MoveToPathPoint _color: 0
ignored: [] > ignored: []
sample: null sample: null
cargo: [] cargo: 1|
curWeight: 0 curWeight: 0

isSampleRemoved: false

isSampleRemoved: false isinGroup: false

isInGroup: false

PucyHoK 1: NMpumep coctosHuit poboTa. Kaxkgas cTpoka npeacTtasaseT coboi HEKOTOpPbI NapameTp.

Kaxnoe nevicteue B GOAP onuceIBaeTcs cielyrolmuMy KOMIIOHEHTaMH (puc. 2):

*  BeC JACWCTBUS - HCIIOJIB3YETCS ISl OLCHKH PEJIEBAHTHOCTH ACUCTBHS B MOMEHT IIJIAHUPOBAHHUS;
*  MPEIyCIOBHS - YCIOBHS, HEOOXOAUMBIE ISl BBITIOJHEHUS ICHCTBHS;

* 3¢ deKTHl - COCTOSHIE, KOTOPOE areHT NPUHUMAET MOCIE BBITOTHEHUS ICHCTBUS;

*  AITOPHUTM peaau3alyy ACHCTBUS.

Heicteue:
Mpenycnoeus: LeaveGroup(point) .
) - SdpdhekThl:
|sln(groue trute isInGroup = false
curFos = poin Bec: (islnGroup ? 0.25 : 1)

PucyHoK 2: OnucaHue gencteuns 8 GOAP

IpencraBienne B GAOP npenBaputenbHBIX yciaoBUi U 3¢ (eKTOB JSHCTBUI B BHIE MacCHBOB
MEPEMEHHBIX COCTOSIHUSI CHCTEMBbl (DMKCHPOBAHHOTO pa3Mepa MO3BOJIIET ObIcTpee HAaWTH JeicTBUE,
KOTOPOE MOIJIO Obl YMEHBIINTh PAa3HUIYy MEKAY HAdaJbHBIM M LEJIEBBIM COCTOSHHEM IOCPEICTBOM
NpSMOTO CpPaBHEHHUsS] MacCHBOB. [ImaH W3 JeWCTBUI cOCTaBisieTcsl TakuM 00pa3oM, YTOOBI
MTOCJIE0BATENBHOCTD AEUCTBUH MTPHBEIIa HAYAIBHOE COCTOSIHHAE K KOHEYHOMY - I1eNd. I MOCTpOEeHHS
mrana B GOAP, kak u STRIPS, wucnonm3yercs oOpaTHOe IJIaHUPOBAaHHE, TaK HAa3bIBAEMOE
IJIaHUPOBaHME OT 1enu [1].

3. 3apgaua uccnegosaHua obvekToB rpynno AMP

PaccMmoTpuM crieyronty o MUCCHIO AJISl TPYIIIBI U3 TPEX aBTOHOMHBIX MOOHMIIBHBIX po00TOB (AMP).
Ilycte 3amana HekoTopass 00JacTb, M MOCTPOCHBI MapIIPYTHI JIBWXKEHUS Kaxkaoro u3 AMP s
COBMECTHOT'O CKaHUPOBAHUA 00/1aCTH B IMOMCKAaX MECT CKOIUICHUS HEKOTOPBIX MPEAMETOB, BO3MOXKHO,
MPECTaBISIFONINX HHTEPEC s TajbHeIero uceienosanvs. [Ipu oOHapyKeHHU CKOTIIICHUST 00pa3IoB
POOOT MOKET OTAETUTHCS OT TPYMIbI AJISI CAMOCTOSITEIBHOTO MX HMCCIIEAOBaHMSA, OO0 BCs Tpymna
MIPOBOJIUT HCCIIEIOBAHNE COBMECTHO. [IpmBeeM HECKOJIBKO BO3MOXKHBIX ACHCTBHIT Kaxaoro AMP
TpYIIIbL:

1. JIBmxkenme mo myTH rpymmoii: rpynma AMP nsmxercs k Touke point B path.
GroupAction: MoveToPathPointGrouped(point)
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Weight: dist(curPos, point) / (10 * (isinGroup ? 1.5 : 1))
Preconditions:
isinGroup = true
Ipath.isEmpty()
pathExists(curPos, point)
lingored.contains(point)
Effects:
curPos = point
2. Bwpixoa u3 rpymnsi: AMP nepectaét qBUratbcs B Tpymie U HauuHaeT paboTaTh OTAEIBHO OT
IPYIIBI U3 TOYKH POInt.
Action: LeaveGroup(point)
Weight: (isInGroup ? 0.25 : 1)
Preconditions:
isinGroup = true
curPos = point
Effects:
isinGroup = false
3. Hccaenoanue oopazua: AMP BeinonHseT oOcienoBanue oopasiia B Touke pPoint.
Action: ScanSample(point)
Weight: 1
Preconditions:
isinGroup = false

color=0

length=0
Effects:

color!'=0

length 1= 0

sample = getSampleByColorLength(color, length)
4. HWrHopupoBanue odpa3ua: AMP 3amuceiBaet obpaser sample B urnopupyemsie ignored.

Action: Ignore()
Weight: getWeight(sample)
Preconditions:
sample = null
Effects:
isSampleRemoved = true
ignored += [curPos]
5. TloausTue oopaszua: AMP cobupaet obpaser sample B cBoi Tpy30BOii OTCEK.
Action: TakeSample(sample)
Weight: getWeight(sample) * curWeight
Preconditions:
sample !'=null
curWeight + getWeightCost(sample) <=1
Effects:
cargo += [sample]
curWeight += getWeightCost(sample)
sample = null

B 3aBmcumoctu ot TEKYHUICTO COCTOAHUA CUCTEMBI, ITPUCBOCHHBLIC HeﬁCTBHHM B€Ca BIIMAKOT Ha
BBIOOP OZHOM M3 BO3MOXKHBIX [IOCIIEI0BATENLHOCTEH AeHCTBUM, POopMuUpys TakuM oOpa3oM miaH. J{is
MOCTPOEHHUs IJIaHa HCIob3yercs: anroputM A*. Ha puc. 3 mBeTroM BBIAENCH peanu3yeMblil IUIaH,
BBIOpAaHHBIH 110 MapaMeTpaM UCCIIeIOBAHHOTO 00pasiia v Beca KX JI0ro U3 JIeHCTBUI.
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curPos: (0.5, 0.5)
path: [(2.5, 0.5), (3.5, 1.5), MoveToPathPoint

(1.5,3.5)] Grouped
length: O

LeaveGroup

color: 0 )
ignored: [] L ScanSample

cargo: []
curWeight: 0
isSampleRemoved: false
isInGroup: true

MoveToPathPoint

—>» DestroySample

2>

Ignore

TakeSample
_|—> DeliverToShip
._) ie— 771

CallHelp

_I——> isSampleRemoved: true

\1

Y

Y

MakeHeapGrouped CallShip

—>| MakeHeap

PucyHoK 3: Bo3moKHble niaHbl, nonydeHHble GOAP ana rpynnbl AMP. BbibpaHHbIM naaH nomeyeH
3e/IeHbIM LBETOM.

4. 3aKknwuyeHue

B noxmane omucanbl npuHNOUIE ucnonb3oBaHuss GOAP i TutaHUPOBaHUST BBICOKOYPOBHEBBIX
NneicTBUii MOOMWIBHBIX Po00TOB. [locTpoeHMe 1UiaHa MPOBOIWIOCH NI MHIUBUAYAJIBHOTO po0OTa,
OJIHAKO B JaJIbHEHIIIEM OyayT UCCIeT0BaHbI BO3MOKHOCTH mpuMeHeHus GAOP ¢ koonepupyonmmMucs
areHtamu [7], a Takke pacCMOTpeHBI OoJiee CIIOKHBIE MOAXO0bI K TUIAHWPOBaHUIO, Takue kak HTN
(Hierarchical Task Network), B KOTOpOM WCIIONB3YIOTCS TIPUHIUIBI HEPApXUHM 3a7ad U WX
nexomnosuus [4]. OnucaHHas B JOKJaJe MHCCHS OyAeT peajan30BaHa B POOOTOTEXHUYECKOM
kommiekce TEMAR 115t TectupoBaHust IpeaioKeHHOT0 NOIX0/1a.
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