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AHHOTAIIUA.

Hannas cmamvs npedcmasnsem coboii 0630p uccire008anuii U NpaKmuKyu NPUMeHeHUs Helupocemeblx MexHoI02Ull 8
obnacmu npoyedypHol zenepayuy KOHmeHma Onsi KuOepCcnopmusHuviX ucp. Aemopvl paccmampugaiom ucmopuio,
cospemenHble NOOX00bl K UCHOIb30BAHUI0 UCKYCCMEEHHBIX HEUPOHHBIX cemetli 8 CO30aHUU USPOBIX DNIEMEHMO8, KU
VPOGHU, NePCOHaxNcell U CYSHAPUU, C YeTbI0 YIVHUEHUSA USPOBO20 ONbIMA U NOBIULEHUA YHUKATLHOCTNU 8UPMYATbHO20 MUPA
uepvl. Cmamus oxeamuiéaem pasiuyHbvie ACHeKmbl NPUMEHEHUs Helpocemesvix Memooos, MaKux KaK 2eHepamusHbie
Mooenu, agmodIHKOOepbl, 2eHepaAmUeHO-COCMA3AMebHble cemu, 21y00Koe odyueHue u peKyppenmHuule HellpoHHble cemu,
0715 CO30aHUsL OUHAMUYHO20 U HeNpeoCcKasyemMoeo Konmenma. Paccmampusaiomes npumepbst ycneuwno2o 6HeopeHus dmux
MexXHONo2Ull 8 NONYIApHLIe KUOEPCNOpmuUgHvle Uspbl, A MAKH#Ce UCCLeOVIOMC NOMEHYUATbHbIE NPOOIeMbl U 6bI306bl,
CBA3AHHbIE C UCTIONL306AHUEM Helipocemell 6 dMom KoHmekcme. Aemopuvl obcyxicoaiom nepcnekmugsvl 0anbHeuuieo
passumus  Helpocemesvix MexHoIo2ull 6 cghepe KUOEPCHOPMUBHBIX Up U NPedaazaiom peKoMeHoayuu no ux
onmumanbHoMy eHeopenuio. B yenom, 6 cmamuve npedcmaener ananu3 mexkyuwe2o CoCmoaHus u 6yOYWUx 803mMoHCHoCmell
UCNOL308AHUA HElIPOCemesbiX NOOX0008 0151 NPOYedyPHOU 2eHepayuy KOHMeHma 6 KubepCnopmueHoIX CYSHAPUSIX.
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Abstract.

This article provides an overview of research and practices on using neural network technologies in the field of procedural
content generation for esports games. The authors explore the history, current approaches to using artificial neural networks in
creating game elements, including levels, characters and scenarios, with the aim of enhancing the gaming experience and
increasing the uniqueness of the virtual game world. The article covers various aspects of using neural network methods, such
as generative models, autoencoders, generative adversarial networks, deep learning, and recurrent neural networks, for creating
dynamic and unpredictable content. Examples of the successful implementation of these technologies in popular esports games
are discussed, and potential challenges and issues related to applying neural networks in this context are explored. The authors
discuss the prospects for the further development of neural network technologies in esports and offer recommendations for their
optimal implementation. Overall, the article presents an analysis of the current state and future opportunities for using neural
network approaches for procedural content generation in esports scenarios.
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Beenenue

B Hacrosimiee Bpems WUrpoBas HHIYCTPHUS
ABIISICTCS. OJJHUM W3 Haubosee OBICTPOpaCTyLINX,
BOCTpEOOBAaHHBIX W MEPCHEKTHUBHBIX CEKTOPOB
MUPOBOH 3KOHOMUKU. OOOPOT PhIHKA BUACOUTD B
2023 romy mnpeoponen otmeTky B 200 Miapn
nosmapo CHIA. Yucno reiiMepoB mpeBbICHIIO 3
mipa yenoBek [1]. VIHTEHCHMBHO pa3BUBAIOTCS
TEXHOJIOTUM KOMIIBIOTEPHBIX HIpP, HAa OCHOBE
CaMbIX COBPEMEHHBIX METOJOB U aJIrOPUTMOB
UCKYCCTBEHHOIO HHTeJIeKTa. lcnoap3oBaHue
HEWPOHHBIX CETeM IpU CO3JaHUU WIPOBOIO
KOHTeHTa OasupyeTcs Ha  HEOOXOJAMMOCTH
MIOCTOSIHHOTO Pa3BUTHSI UTPOBOM HHAYCTPUU U
CO3JaHMUSI  HOBBIX, YHUKaJIbHBIX  HMIPOBBIX
MPOJYKTOB, YUYUTHIBAIOUINX HWHIAUBUAYaAJIbHbBIE
CBOWCTBAa U mOTpeOHOCTH reiimepoB  [2],
SPrOHOMHUKY M I0Jb30BATEIbCKUE CBOMCTBA
urpoBoit cpensl [3, 4]. HcnonszoBaHue
HEWPOHHBIX CETEeH IMO3BOJIAET 3HAYUTEIBHO
MOBBICUTH 3(P(PEKTUBHOCTH U KaYECTBO UTPOBOTO
KOHTEHTa, OOECeunBaeT HOBHIE BO3MOXKHOCTH
Uis  pa3pabOTKM HMHHOBAIMOHHBIX HUIPOBBIX
MIPOEKTOB. B NaHHOW cTaThbe MBI PacCMOTPUM
MEPCIEKTUBBl TMPUMEHEHHsS] HEUPOHHBIX CETEH
IpU TMPOEKTUPOBAHMM UTPOBOTO KOHTEHTA U
BO3MOYXHOCTH, KOTOPBIE€ 3Ta TEXHOJIOTHSI MOYKET
IPEJOCTaBUTh Pa3pabOTYUKaAM UTP.

ba3oBbIe MOHATHSA 00J1aCTH HCCIETOBAHUS

Jlnst  Havanma ~ pacCMOTPUM  HECKOJIBKO
OCHOBOIIOJIATAIOIINX MMOHATHN, UCTIOJIh3YEMBIX B
pabdore. KommbroTepHas urpa —  Wrpa,
OpraHW30BaHHAas C TIOMOIIBID KOMIIBIOTEPA,
BKJTFOYAIOIIAsi UTPOBON MHpP, UTPOBBIC MPaBUJIA,
CIOKET, IIeJId, OJJIEMEHThl uHTepdeiica, u
BBI3BIBAIOIAS WTPOBYH  MoTuBamuio. Jlms
HACTOSIIEH CTaThU BaXKEH TOT ()aKT, YTO B UIPE
MPUCYTCTBYET UEPOBOU KOHMeEHm — BCE, YTO
MOXET OBITh BOCHPHUHSITO, HHTEPIPETHPOBAHO U
MpEBpaIeHO B JIEHCTBHE WIPOKOM B IEIAX
JNOCTHKEHHSI HUrpoBOro pesyibTrara. Wrposoit
KOHTEHT MOXXET OBITh CO37aH pa3paboTUYUKaAMU
WTPBI, MPOU3BEACH UTPOKAMHU BO BpEMS UTPbI HJIH
CT€HEpPUPOBaH AJITOPUTMAMH HCKYCCTBEHHOTO
HMHTeJUIeKTa. VCroap30BaHre aJrOPUTMUYECKUX
METOJIOB JUIsl IPOU3BOJICTBA UTPOBOTO KOHTEHTA
Ha3bIBACTCS NPOYEOYPHOI 2eHepayueli KoHmenma
(IT'K) [5].

Hcropnyeckue acnekrbl NPOLELYPHOH
reHepanuu KOHTEHTA

[TpouenypHas reHeparys KOHTEHTa
nosiBusach enie B 80-X rojax mpoIuioro Beka u
M3HAYAJIbHO ObLIA CO3/IaHa pajyl CKAaTUs TaHHBIX
[6]. B 1980 roay 6bu1a BeInyiieHa Urpa «Rogue,
MOpOJUBINIAs LeNnbIi skaHp rogue-like urp. Ee

OCHOBHOM TEMOW  SIBIIIETCS  MCCJIEJOBAHUE
noJ3eMeNuii  aBTOMAaTWUYecKas  TIeHepalus,
KOTOPBIX MTO3BOJIHIIA CO3aTh OECKOHEYHYIO UTDY,
r7e KaXXJ10€ HOBOE MPUKITIOYCHUE OTINYAIOCh OT
npenpiaymero. B 1984-m romy Bbllula urpa
«Elite», rie Bcemennas ¢ BOCEMbBIO rajaKTHKaMHU
10 256 COJHEUYHBIX CUCTEM B KaXKJOW XpaHUJIach
BCETO B OJIHOM IICEBJOCITYYailHOM YHCIIE,
KOTOpO€ TpU  CO3JaHMM  HOBOTO  MHpa
TE€HEePUPOBAJIOCH 3aHOBO, a MIPU BO3BPAILICHUU B
COXpPaHEHHYIO UTPY MO3BOJISIJIO BOCCTAHABIMBATH
TE K€ XapaKTePUCTHUKH MHUPA, KOTOPHIE OBLIN
coxpaHensl [7].

B 1990-x romax mpouenypHas TeHepanus
KOHTEHTa cTana WCIIOJTh30BATHCSI TUTSt
ABTOMAaTHUYECKOTO CO3J[aHUsl KAMHEH, IEPEBbEB U
JOPYTUX aHAJIOTHYHBIX 3JEMEHTOB HIPOBOTO
KoHTeHTa [6]. B 1996-m romy BbimIa wurpa
«Diablo», B kotopoit Bcienq 3a «Rogue»
WCITOJIH30BAINCH CITyJaifHast reHeparus
MOJ3EMENUN U CIIy4allHO€ pachpeiesieHHe 0
HUM WTPOBBIX TpeaMeToB. OHAKO aBTOPHI
«Diablo» mepenecnu mporueaypHyrO reHepaIuio
Ha HOBBI YpOBEHb, HCIIOJB30BAB €€ IS
CO3JTaHUS M30METPUYECKOTO MHUpa Ha OCHOBE 2-
D-rpapukun, a He wmupa Ha ocHoBe ASCII-
CHMBOJIOB, KaK 3T0 ObLJI0 B «Rogue».

Ceityac mnporeaypHas T'eHepaluusi KOHTEHTa
UCIIOJIb3YeTCA KaK BO BpeMs pa3pabOTKH WIpBI,
yTOo HasbiBaerca odduaiin-reneparuein  [§]
(marmpumep, uHCTpyMeHTHI «CityEngine» mis
reHepaIuy ropoICKOM cpepl u «SpeedTreey ms
CO3JIaHMsI JIECOB), TaK U IOCJIE BBITYCKA UTPhI —
pyU OHJIANH-TeHepaluuu (HampumMmep, T'eHeparus
LICITBIX MTPOBBIX MHPOB, Kak B «Minecraft») [6].
Kpome »storo, III'K wucnonb3yercs u miis
CO3/1aHMsI TOBECHUS UTPOBBIX areHTOB (UTPOBO
areHT — CyIIHOCTb, BOCHPUHUMAIOLIASI UTPOBYIO
cpeny ¢ MOMOUIBIO JaTYUKOB U BO3ACHCTBYIOIIAs
Ha HEe 3a CUeT MCIOJIHHUTEIbHBIX MEXaHH3MOB
[9]): ansa co3maHus MOTO/bl, TOBEACHUS TPYIIIIbI
wii  Toimbl. Hampumep, Tako  TOIXOJ
ucrionp3oBan B urpe «S.T.ALL.K.E.R: Tenu
YepHoObLIs» [6].

IIpouenypuasi  reHepauuss  KOHTEHTa:
MCUX0JI0THYecKHe OCHOBAHUS

I'maBHOM  3amadyel  UIPOBOrO  KOHTEHTA
ABIIIETCS BOBJCYEHHWE WIrpOKa B WUIPYy U
obecriedeHre  BBICOKOTO  YPOBHSI  MTPOBOM
motuBanu. C OSTUM  CBSI3aHO  HECKOJBKO
MICUXOJIOTHYECKUX TTOHSATHH:

— UMMEpPCUBHOCMb — ITO CBOMCTBO HUIPOBOM
Cpelbl, XapaKTepU3ylllee €€ BO3MOXHOCTh
BOBJICKaTh HIPOKa B  TEKYIIyIO CHUCTEMY
OTHONICHW,  ONpEeAeNsIeMYyI0  COIepKAaHUEM
cpenst [10-12];
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— npucymcmeue — OLyLIIEHUE HAaXO0XACHUS B
cpele, B TOM 4HCJI€ TOM, KOTOpasi OTIIMYAeTCsl OT
Cpelbl  HENOCPEICTBEHHOTO  YYBCTBEHHOIO
BOCIIPUSATHS: B YaCTHOCTH,  OLIYHICHUS
HaxoXJieHHus B UrpoBoii cpeze [10-12];

— cocmosiHue nomoxka — KpaWHsAs CTENEHb
Cc(OKYCHPOBAaHHOCTH Ha UTPOBOM JEATEILHOCTH,
aOCOJIIOTHAsT ~ BOBJICUEHHOCTHIO W BBICOKAs
CTENEHb MOTUBAllMM Ui JOCTHXKEHHUS
rocrasjaeHHOH 1enu [13].

NrpoBoil KOHTEHT MOXET BIMATH HA BCE TPHU
COCTOSIHUSI:

— UIMMEPCHUBHOCTh ~ CpPElbl CO  BpPEMEHEM
YMEHBIIAETCA, W HOBBIM, OTIMYAKOLIUNCT OT
MPENbIAYIIEr0o KOHTEHT TMOJAHMMAaeT e€e, 4YTO
BAYKHO JUIS YA€ KaHUSI UTPOKA B UTPE;

— TIIATEIbHO  MPOpPAaOOTaHHBIH  KOHTEHT
(ayanoBu3yanbHbIN KOHTEHT, CLEHapuil,
MEPCOHAXH) MPUBOJAUT K TOMY, UYTO UEJOBEK
HAYMHAET BEPUTh TMPOUCXOANIUM B HIPe
COOBITHSIM, YTO Ba)KHO JIs MOsiBIEHUS d(dexTa
MPUCYTCTBUS M JUISI TOTPYKEHUS B COCTOSTHUE
MOTOKA.

II'K mo3Bonster Kak co3/maBaTh HOBBIHM
KOHTEHT U TIOIJIEP>)KUBATh UMMEPCHUBHOCTb, TaK U
o6serynTh paboTy pazpabOTIYNKOB U TEM CaMbIM
YIIy4IIUTh Ka4eCTBO KOHTEHTa MpH paboTe HaJ
OOJBIIMMU WUTPaMU C OOJBIIUM KOJHUYECTBOM
Pa3INYHOTO KOHTEHTA.

Tunbl reHepHPYEMOTro KOHTEHTA B HIPax

Psn aBTopoB [5, 14] BBIAECHAIOT IIECTh TUIIOB
reHepHpyeMoro WrpoBoro koHteHta (Game
Content):

1. Bits (6utsl): TEKCTYPBHI, 3BYK,
pPacTUTENILHOCTh, 3/aHUs, MOBEICHHE, CHCTEMBI
yacTuIl (OTOHb, BOJIa, KAMHH, 00JIaKa);

2. Space (mpocrtpancTBO): indoor maps
(KapThl BHYTPEHHHUX TIOMEIICHUN: OTPAaHUYCHHBIX
MPOCTPAHCTB BHYTPH JIOMOB, B IOA3EMEIbsIX,
memepax), outdoor maps (kKapThl BHEIIHETO
mupa), bodies of water (BoaHble mpocTpaHCTBA),
npoyre KapThl (30HBI TEIEHOPTAIlUH, TOPBI,
OBparwu);

3. Systems (cuctemnl): 9KOCHUCTEMBI,
JOPOKHBIE CETH, TOPOJICKas Cpena, MOBEICHUE
cymHocTel (Hampumep, B3aumoeirictsue NPC ¢
UTPOKOM);

4. Scenarios (CiieHapuH): TOJOBOJOMKH,
pacKkaapoOBKH, CIOKET, YPOBHU;

5. Design (mu3aitH): CHCTEMHBIH IU3aiH
(MexaHMKH W TIpaBUja), AU3aiiH Mupa (CIOXKET,
CETTHUHT, TEMa);

6. Derived content (mpou3BoIHBINH KOHTEHT):
HOBOCTH, TPAHCJIISIUH, JOCKA TUACPOB.

B cBow oyepenp, alropUTMbI MPOUEAYPHOU
reHepaluyu KOHTEHTa MOXKHO pa3/ielUTh Ha TPU
rpynmnsl! [5]:

— mpaouyuoHuvie  Memoovl:  TEHEPaTOpPbl
IICEBIOCTYYatHBIX qiucel, reHepaTUBHbIE
rpaMMaTHKH, (paKkTaibHas TeHEPaIus;

— nouckoswie memoowl (search-based methods)
— JEUCTBYIOT II0 IPUHLHUIYY «CT€HEpUPYH-H-
IIPOTECTUPYW», IPU KOTOPOM T'€HEPUPYEMBIN
KOHTEHT OLICHUBAETCS 0 33JaHHON (QYHKUUU, U
€CIi OH HE YIOBJETBOPSAET YCIOBUSIM, TO

reHepanus IIPOJIOJIKAETCS (mpumep:
IBOJIIOIIMOHHAS TeHepalsl);
— MawuHHoe — obyueHue:  PEKYPPEHTHBIE

HEHpPOHHBIE CETH, aBTOSHKOJEPHl, T€HEPATUBHO-
coctssatenbhble cetu (GAN) u apyrue.

B Hacrosimen crarbe pacCMOTpPEHa TPEThs
rpynmna MpoueaypHOW TeHepalud KOHTEHTa, a
MMEHHO — HEPOHHBIE CETH.

Tunel HeHPOHHBIX ceTel, MCIOJIb3yeMbIX
AJIsl TeHepalii KOHTEHTAa

Csepmounvie netiponnsie cemu (convolutional
neural networks, CNNS) — mpezacraBisor Kiace
HEHPOHHBIX ceTei ¢ IIyOOKON MpSMOMN CBS3bIO
[15]. OHm cocTOSAT W3 CBEPTOYHBIX CIIOEB,
IIpEeIHA3HAYEHHBIX JUTSt WCIIOJIb30BAHMS
JIBYMEPHBIX CTPYKTYp (Hammpumep,
n3o0pakenuii). Craow MPOU3BOIAT ONIEPAIH
CBEPTKH MEXY SAPOM ONPENEIECHHOTO pa3Mepa
U BXOJIHBIM CHUTHAQJIOM; TaKUM 0Opa3oM, BBIXOJ
Ka)XZI0TO CBEPTOYHOIO CJI0S MPEJICTaBIsIeT co00i
MOAU(DUIMPOBAHHBI  (GUIBTPOM  BXOJHOMN
curHain. CBepTouyHble HEMPOHHBIE CETU AKTUBHO
UCIOJNB3YIOTCA  JUIsL  YIY4YIIEeHUsT  KauecTBa
U300paxKeHHi: YCHJICHHE KOHTpAacTa,
packpainimBaHue, NyMOIOAaBJICHHE.

Pexxypenmuvie netiponnvie cemu UMEOT TpU
win 6oJiee ypoBHEN: BXOTHOM yPOBEHbB, CKPBITHIE
YPOBHHM U BBIXOJHOW ypoBeHb [16]. B MomeHT
BpEMEHH t COCTOSIHUE B CKPBITOM YPOBHE 3aBUCUT
OT CKpPBITOTO COCTOSIHUSI B MOMEHT BpeMeHH t-1, B
YeM U 3aKJII0YaeTcsi PEKKYPEHTHOCTh CETH.
PexkypeHTHBIE HEVPOHHBIA CETU NPUMEHSIOTCSA
JUISL JTaHHBIX, pacCHpeleNIieHHbIX BO BPEMEHHU:
pacro3HaBaHHE€ pe4H, PYKOIUCHOTO BBOJA,
co3zlaHue My3biku [ 15].

I'enepamuenvie cocmszamenvrvle HEUPOHHbIE
cemu (generative adversarial network, GAN) —
3TO MOJEINb MOPOXKJACHUS JAHHBIX, OCHOBaHHAas
Ha COCTSI3aHMM JBYX YacTei: reHepaTopa H
muckpumuHartopa [17]. T'enepatop cosnmaer
HOBBIE 9K3EMIUISIPHl JaHHBIX, @ TUCKPUMHHATOP
pemiaer,  OPUHAICKUT  KaXIbli  HOBBIU
IK3EMILISAP 3alaHHOMY Ha0Opy JaHHBIX WU HET.
3aiaya remeparopa — co3JaTh TaKUe IK3EMIUISIPbI
JAHHBIX, YTOOBI JUCKPUMUHATOP HE OTIUYUI UX
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OT OpUIrMHAJIBHBIX. 33,,[[3,'—13, JAUCKpUMHHATOpA —
KaKk MOXXHO 0oJiee TOYHO KJIACCH(PHUINPOBATH
MOCTyHaromue JaHHbIC, OTACINB OPUTHHAJIBHLIC

DK3EMIUIAPHl  OT  CO3JAHHBIX T'E€HEPaTopoM
9K3EMILISAPOB.

Aemoxoodepbi — HEUPOHHBIE CETH, 3aaaua
KOTOPBIX — BOCCO3/1aTh BXOJHBIC JaHHBIE B
KauecTBe BBIXOAHBIX [18]. OHU mpencTaBisOT
cOOOW  TpPSIMYI0 HEMOBTOPSIOIIYIOCS  CETh,
KOTOpas ~CHayaja TOCTOSHHO  YMEHBIIAeT

PaSMEPHOCTL BXOAHBIX JAHHBIX 1O HAUMCHBIICTO

BOCCTaHABJIMBAET JAHHbIE M3 3TOT0  CIIO4,
HOBTOPSAS CTPYKTYPY BXOJHBIX JIAHHBIX (YacTb
nexozaepa). Ilpu 3TOM 1€s1b  aBTOSHKOJEPOB
3aKJII0YAaeTCsl HE B TOUHOM HMOBTOPEHHH JAHHBIX
U3 BBOJA Ha BBIBO/JI, @ B UCIIOJIH30BAHUHU 0A30BBIX
n1a0JI0HOB M XapaKTEPUCTUK pPACIpEAETICHUS
JAHHBIX 15l TeHEPAIy HOBBIX IIPUMEPOB M3 TOTO
K€ MHOXECTBA, 4TO U oOydJaroree.

B Tabsn. 1 npuBeneHbl TUIIBI HEHPOHHBIX CETEM
U TPUMEPHI UX HCIIOJIb30BAHUS IMPH T€HEPaLUuU
KOHTEHTA JUII KHOEPCIIOPTHBHBIX UTP.

CKPBITOTO

cnost  (4acTthb

a 3areMm

KOJIepa),

Tao6auua 1

Hel?ipoceTu U IIPUMEPLI UX UCITOJIB30BAaHUSA IIPA F'€EHEPAIUHU KOHTEHTA

Neural networks and examples of their use in content generation

Table 1

Tun HelipoHHo¥ ceTH

Onucanue

IIpumep npumenenusi B
KH0epCIOPTUBHBIX HIPax

GAN (Generative
Adversarial Network)

CoctouT u3 reHeparopa u
JMCKPUMHHATOpA, 00y4aroTcst B
COpPEBHOBATEILHOM PEXUME.

Coznanue peanrucCTUYHBIX
TEKCTYp Ul IEPCOHAKEN U
OKpY>KEHHSI

CNN (Convolutional
Neural Network)

D¢ dexTnBHO paboTaer ¢ BU3yalbHBIMU
JIAHHBIMH, HAPUMEP, H300pasKEHUAMHU

Pacnio3HaBanue 0OLEKTOB U
TEKCTYp B UIPOBBIX CLIEHAX

RNN (Recurrent Neural
Network)

X0opoIIo NOAXOAUT JUIsi pPabOThI €
IIOCJIEA0BATENbHBIMU JAHHBIMU, TAKUMH KaK
TEKCT.

['enepanust nuanoros,
HCKYCCTBEHHBIN UHTEIUIEKT U1

NPC

LSTM (Long Short-
Term Memory)

Pacmmpenune RNN ¢ nonrocpodnoit
MaMSThIO, XOPOILIO MOAXOAMT JUIsi 00pabOTKU
JIOJIITUX TOCJIEI0BATEILHOCTEH

[Iporuno3upoBanue neiCTBUI
UTPOKOB HAa OCHOBE HX
NpeAbLIYIINX JEHCTBUN

Transformer

OcHOBaH Ha ME€XaHW3Me BHUMAaHHS,
a¢pexTuBeH s 00pabdOTKH ATHMHHBIX
MOCJIEI0BATEILHOCTEN

I'enepanyst onucaHuil UTPOBBIX
COOBITHI1, IEPEBOJI UTPOBOT'O
KOHTEHTa

GPT (Generative Pre-
trained Transformer)

OcHoBaH Ha TpaHCcpopMepe U
npenBapUTeIbHO 00y4aeTcs Ha OONBIINX
00beMax TEKCTOBBIX JaHHBIX

I'enepanyst uUrpoBbIX
CLIEHapHUEB, AUAJIOrOB, TEKCTOBOI'O
KOHTEHTa

Pe3yJII>TaTI>I u 06cymzle}me HCIIOJIb30BaHMA CETEBbIX TEXHOJIOTHH Ipu
B PE3YJIbTATC aHAIM3a HaquOfI JIUTEPATYPEI réHepanuu Pa3JIMIHBbIX BHUJIOB HUI'pOBOI'o
110 TEME IMOJIYUCH pAaa PE3YyIbTAaTOB, KOHTCHTA, OaHbl O6H_II/IC PEeKOMCHAAIUN I10
CBUACTCIILCTBYIOIIHUX (6] BO3MOXHOCTAX IIPUMEHCHUTIO HeﬁpOHHBIX ceTen (Ta6J'I. 2)
Tadauua 2
OO0mue pekoMeHIalUM 110 BbIOOPY HElIPOHHBIX ceTell /sl TeHePpAUMU KOHTeHTa
Table 2.
General recommendations for choosing neural networks for content generation
Kanp urp Bujibl HTPOBOro0 KOHTEHTA PexomenjiyeMble ceTH
OKIIH ['eHepanust TeKCTyp Ui IEpCOHAXKEH U GAN, CNN
MHpa
['eHepanusi aHUMaIMH U JIBHKCHHUH GAN, LSTM
['eHepanyst IUAIOTOB M CIOJKETa RNN, LSTM, Transformer
RPG ['eHepaliusi IepCOHATM3UPOBAHHBIX KBECTOB GPT
Crpaterus ['eHepaiusi UTPOBBIX KApT CNN, GAN
ABTOMaTHYECKOE CO3/TAHUE YPOBHEH GAN, LSTM, Evolutionary Algorithms
Tonku ['eHepanust Tpacc u JaHgmadra GAN, CNN
['eHepaiusi TPaHCIIOPTHBIX CPEICTB GAN, CNN
Cumynsitopsl ['enepanust 3D-Mozeneit OKpy)KeHust GAN, CNN
['eHepaiusi 3ByKOBOTO COMPOBOXKICHHSI WaveGAN, GPT
CrnopTHBHBIE I'eHepanust BUPTyalIbHBIX HIPOKOB U KOMaHJL GAN, CNN, RNN
CHMYJISATOPBI
['enepanyisi KOMMEHTAPUEB U CTATUCTUKU GPT, LSTM
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Heposvle bumvl. B kauecTBe UTPOBBIX OUTOB
paccMOTpuUM: H300pakeHUs, KOTOPbIE MOTYT
OBbITh HCIIOJIb30BaHbl B KaueCTBE TEKCTYp, 3BYK

(My3bIKa) u 3D-00BeKTHI. Co3znanue
M300pakeH C TOMOIIBbI0 HEHPOHHBIX ceTell Ha
OCHOBE TEKCTOBOTO BBOJA BO3MOKHO

HECKOJIBKUMHU CII0CO0aMU, K KOTOPBIM OTHOCSITCS
reHepaTuBHbie  HediponHele  ceth  (GAN),
maddy3Heie  METOABI U AaBTOPETPECCHUBHBIE
Metonsl [16]. Jlonroe BpeMsi TeHEpaTUBHBIC
HEHpOHHBIE CeTH OBUIM CIIOCOOHBI CO3/1aBaTh
JIUIIH HEOOJIBIINE W 3a9acCTyl0 HEepEaTMCTUIHBIE
n300pakeHMs], HO B HACTOSIIIEE BpeMsi pa3OreHne
mporecca Ha HECKOJIBKO JTaloB, 32 KaXJIblid U3
KOTOPBIX OTBEYACT OT/ACIbHAS HEHpPOHHAS CETh,
TIO3BOJISIET TeHEPUPOBATH peaTHCTUYIHBIC
M300pakeHMs BEICOKOTO pa3penieHns Ha OCHOBE
HECTPYKTYpPUPOBAHHOT'O TEKCTOBOIrO BBoJa [19].

ABTOpPErpecCUBHBIE METOJBI  BJIOXHOBJICHBI
CeTsIMU-TpaHChOpPMEPaMH, COCTUHSIONITUMHU
KOZep W JEeKOoJep C TIOMOINBI0 MEXaHHW3Ma
BHHMAHUS, BIIEPBBIC MPEUIOKCHHBIMH B CTaThe
[20]. Ha ocHoBe Takoro moaxoaa padoTaer, B
gacTHOCTH, Helpoceth DALL-E [16]. Kpome
n300paxeHuii, TpaHchopMepbl HCHOJIb3YIOTCH,
Hampumep, Mpu TeHepauuu My3blku [21].
CoznmaBaemasi TakuM O0Opa3oM My3blka He
OrpaHMuY€Ha MO >KaHpaM U CTWIO, MpHU
OTpeNeNICHHbIX OOydJarommx BBIOOpKaX oOHa
MOXXET  MOBTOPSATH  CTUIb  KOHKPETHOTO
KOMIIO3UTOpa, KPOME TOTr0, BO3MOXHO 3a/1aTh
HACTPOEHUE MY3bIKH C TIOMOIIIbIO H300paKeHUH.

Huddy3ubpie MOIEITH COCTOSAT u3
MOCJIEI0BATEILHOCTH ITYMOTIO JaBJISIFOIINX
ABTOHKOJEPOB [22] W cedyac NPUBIEKAIOT K
cebe Oospmoe BHUMaHuE (mpumep auddy3HoM
moxenu: Stable Diffusion) [16]. Kpome 2D-
n3o0paxkeHuit, aud@dy3Hple HEHPOHHBIE CETH
npuUMeHstoTes s pabotel ¢ 3D, manpumep, B
ceru DreamFusion, renepupytomieii 3D-momens
HAa  OCHOBE  TEKCTOBOIO  BBOJa  uepe3
MCII0JIb30BaHUE MTPEIBAPUTENBHO 00ydeHHOM 2D-
mozenu auddysun tekcra B nzodpaxenue [23].
Jnsa  ymensinenuss BpemeHu pabotrel ¢ 3D-
rpadukoii paspaboran mHCTpyMeHT Omniverse
Audio2Face or xommanuu Nvidia [24]. On
MPEIOCTABINISIET BO3MOKHOCTh COKPAaTUTh BpeMs
Ha aHUMAIMI0 MUMHKH JIUIA, TEHEPUPYs ee Ha
OCHOBE ayIuMoJ0pOXKKU. Mcrmonb30BaHHE STOTO
WHCTPYMEHTa TO3BOJSET M30€KaTh OOIBIINX
BpEMEHHBIX M ()MHAHCOBBIX 3aTpaT Ha padoTy
cnenranucToB 1o 3D-anumarum.

Heposoe NpoOCMpPancmeo. Heitpocetn
MO3BOJISIIOT HE TOJBKO CO3/1aBaTh YHHKAJIbHBIE
TPEXMEpPHbIE  OOBEKTHl WM  YCIOXKHSTH
TPEXMEPHYIO TE€OMETPUIO Ha OCHOBE TEKCTOBBIX
3aMpocoB, HO UCIOJB30BaHNE HEHPOHHBIX CeTeit

MO3BOJISIET TAKXKE PACCTaBIATH 00BEKThI B 3D-
CIICHE Ha OCHOBE TEKCTOBOTO omnwucaHus [25].
[Ipumenenune Takoro poja HMHCTPYMEHTa JAeT
BO3MOYHOCTb YCKOPUTB CO3/IaHUE MOJIHOLIEHHOMN
cueHsl. Hampumep, BpeMeHHBIE 3aTpaThl Ha
IFEHEpalUI0 JIECATU BAPUAHTOB PAaCCTAHOBKHU
IPEIMETOB COCTaBJISIET BCEro [JBE CEKYH[Ibl, a
BPEMEHHbBIE 3aTpaThl Ha PYYHYIO PACCTaHOBKY
MPEAMETOB HAUMHAIOTCS OT IIECTU MUHYT.

Heposvle cucmemvl: UrpoBbl€  CHUCTEMBI,
HalpuMep, JIOPOKHbIE CETH WM IEePEXObl
cocrosiauit NPC, MOXHO BBIPa3uTh C TIOMOIIBIO
rpagoB. I'eHepauus rpadoB C MOMOUIBIO
HEHPOHHBIX CETeM — O3TO CJIOKHBIM MpOLECC,
TpeOyIomuii ocoboro BHUMAaHUSI.
ABTOpErpecCUBHbBIE METObI TE€HEPALIH CO3A0T
rpagpl Iar 3a I[aroM, 9YTO TOBBIMIAET
MaclITabupyemMoctb, HO TpeOyeT OoJbIINX
BBIYHMCIUTENBHBIX pecypcoB [ 16]. ABTO3HKOEPbI
HECIIOCOOHBI TOYHO T'€HEPUPOBATH UHPOPMAIIHIO
0 Takoro pojaa CTpyKType. IeHepaTuBHbIE
HEHpPOHHBIE CETU MO3BOJIAIOT JIOCTUYL OoJjiee
KayeCTBEHHOTO pe3y/ibTaTa, HO UX O0ydyeHue B
aToit cepe HecTabmibHO. OHAKO, TPUMEHEHUE
muddy3HBIX HelpoceTei uist co3nanHus rpadon
MO3BOJISIET, C OJHOM  CTOPOHBI,  CO3JaTh
CTPYKTYPBI, TTIOX0XKHE Ha 00YJarONIyi0 BEIOOPKY,
a C Jpyrol CTOPOHBI JalOT BO3MOXKHOCTh
reHepupoOBaTh rpadsr, ONTUMU3HPYIOIINE
3aJjaHHbIe MOJIeNTu. TakuM 00pa3oM, TEXHOJIOT U
reHepanuu rpadoB CO BPEMEHEM pa3BUBAETCA,
YTO B OyyIlleM MO3BOJUT HE CO3/1aBaTh BPYYHYIO
TaKhe CII0)KHBIE UIPOBBIE CTPYKTYpBI, Kak,
HampuMmep, JOpoxkHble ceTd. K  HUrpoBbIM
CUCTEeMaM TaKkKe OTHOCSIT MOBE/ICHUE
MEPCOHAXEH, KOTOpOE BBIpAXKAETCS B BHUJIC
KaKUX-1100 JeHCTBUN WM PEIUIUK (Hampumep, B
OTBET Ha JICHCTBUS UTPOKAa WM B Pa3roBope C
HUM). J[7151 TEKCTOBBIX UTP U JCUCTBHUS, U PEIUTHKU
3a1al0TCS.  TEKCTOM,  KOTOPBI  BO3MOXKHO
TEeHepUPOBATh C MOMOIIBI0 HEMPOHHBIX ceTeil. B
OPYTUX ClIydasXx Te JK€ HEHpPOHHBIE CEeTH
CIIOCOOHBI ~TEPEeBECTH TEKCT B JKeIaeMoe
neiicTBre (Harmpumep, C MIOMOIIBIO
KJaccuukaIun).

Tak wiM uWHa4Ye, UMeEETCs TPU BapUAHTA
B3aMMOJICVCTBUN: MEXAY UIPOKOM M HUIPOBOM
Cpenou, MeXIy UIPOBOM CPENOW M HEUTPOBBIM
MEPCOHAXKEM, U MEKTy HEUTPOBBIM IEPCOHAXKEM
U UTpoKOM. Bce 3Tu B3auMoAeCTBUSI OCHOBAHBI
Ha JManorax, Kaxjaas CTOpOHa B KOTOpo# (3a
UCKITIOUEHUEM UTPOKa) MOXET OBITh
IIPEJICTaBIEHa HEHPOHHOM CETBIO.

JuanoroBble CHUCTEMBI, MNPEAOCTABIIAIONINE
BO3MOKHOCTh  YIYYIIEHHOM  KOMMYHHUKalIUU
MEXY JIIOAbMU M MAalllMHAMU, HA3bIBAIOTCS 4YaT-
6oramu (chatbots) [16]. Yar-0oThl aensTcs Ha
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CHCTEMbI, OPHCHTHPOBaHHbIC Ha 3ajaHue (task-
oriented systems) (mpumep: OpoHHpPOBaHHE
CTOJIUKAa B PECTOPAHE) U CUCTEMBI C OTKPBITHIM
noMmeHoM (open-domain systems), crocoOHbIe
MOJICP)KUBATh JIUAJIOT C TMOJb30BaTeNeM 0Oe3
KOHKpETHBIX 3aj7ja4. B cBOO ouepe/ib, CUCTEMBI C
OTKpPBITBIM ~ JIOMEHOM  MOJpa3JesloTcsd  Ha
IIOMCKOBBIE (MMEIOUIME OIPENEICHHBIN KOPILYC
OTBETOB), FT€HEPATUBHBIE (F€HEPUPYIOIINE OTBET)
u aHcamOieBble (OOBEIUHSIONUE TPEIBLIYIINE
7B TUIA: BBIOMpAOLINE HAWIYYIIUA OTBET W3
KOpIyca MWJIM COBEpILIEHCTBYS IIOHMCKOBYIO
CHCTEMY C MOMOIIbIO TeHepanuu). B HacTosiee
BpeMs  CaMOW  MONYJISAPHOM  JMAIOTOBOM
cuctemoit  sBnsiercst  ChatCPT, wu  yxe
CYLIECTBYIOT UI'Pbl, OCHOBaHHbIE Ha €ro padoTe.
Hampumep, TekcroBoe  mpukimtoueHue Al
Dungeon [26] Ha OCHOBE TEKCTOBOTO BBOJIA
UrpoKa reHepupyeT OTBET UrpoBoro mupa [15].
OpHako nuanor, Kak y)ke YIHOMHHAJIOCh, MOXKET
MPOXOANTH U MEXTy HTpoBoii cpeoit u NPC, uto
MO3BOJIUT CO3/IaTh CUCTEMY, KOTOpasi aBTOHOMHO
KUBET «cama 1o cebe» U TeHepupyer
HEOXXHU/IaHHBIE COOBITHS, C KOTOPBIMH MOJXKET
CTOJIKHYTbCS HWIPOK (Hampumep, B Wrpax cC
OTKPBITBIM MHUPOM) U KOTOpbIE MOTYT MOBJIHSITH
Ha €ro UTPOBOI1 OMBIT.

Ueposvle  cyenapuu: Co3maHWE UTPOBBIX
YpOBHEH [I0JITO€ BpeMs SIBISETCS MOMYJISIPHBIM
3aHSATHEM, O YeM TOBOPHUT, B YaCTHOCTH,
CyLIECTBOBaHME TaKWX COpPEBHOBaHUM, Kak
«Mario Al Level Generation Competition», «Al
Birds Level Generation Competition», «Level
Generation Competition», rme pasnuyHBIC
QITOPUTMBI  HCIIOJIb30BATUCH JUISL  CO3JaHUS
WTPOBBIX ypoBHEW 3amgaHHbix urp [27]. C
MOSIBJICHMEM TE€HEpPaTHBHBIX HEHPOHHBIX ceTeil
BO3HHMK BOMPOC MNPHUMEHEHUS HX K PEHICHHUIO
naHHo# 3agaun. B pa6ore Volz V., Schrum J., Liu
J., Lucas S. M., Smith A. & Risi, S. ¢ nomoup
TeHepaTUBHON HEHPOHHOW CeTH CO3Jar0TCs
YPOBHU Ui wWrpbl «Super Mario Bros.»:
HECMOTPS Ha HEKOTOPbIE HETOUHOCTH (HAIIpUMeEp,
HE Bcerjga TPyObl TEHEPUPYIOTCS MOJHOCTHIO,
WHOTJa — JIIIb YaCTUYHO), HEHpOCeTh crnocoOHa
CUUTBHIBATh 0a30BYI0 CTPYKTYPY YPOBHS UTPHI U
Ha €€ OCHOBE CO3/1aBaTh HOBbIE YPOBHHU [27].

B pabore A. Summerville & M. Mateas
reHepauus ypoBHed «Super Mario Bros.»
peasn3yeTcss C  TOMOLIBIO  PEKYPPEHTHBIX
Hedpounsix  cereit  (RNNS) ¢ gonroit
KpatkocpouyHoit mamsTeio  (long  short-term
memory, LSTM). Taxkoifi moaxona MO3BOISET
co3/aBaTh ypoBHH, mpoxomumocth (playability)
KOTOPBIX MOKET JOCTUTaTh PEKOPAHBIX 97% mpu
WCIOJIb30BaHUU MH(POPMAIMH O MYTH UTPOKA IO
ypoBHSM B oOydJaromeld BbiOopke. Kpome

co3manusi  urpabenbHbiX  ypoBHel, RNNS
OTJIMYAIOTCS TE€M, YTO OHHU BCErJa KOPPEKTHO
CO3/IaI0T COIJIACOBAHHOE PACIIOJIOKEHHUE TITUTOK
OT cToJIONa K cTonoiry [28].

TakuM 00pazoMm, HEHPOHHBIE CETH AKTUBHO
UCTIOJIL3YIOTCS JUISL CO3/IaHUSI UTPOBBIX YPOBHEH
U YCICUNIHO CHPABISIOTCS C TIOCTaBICHHBIMU
3a/ladyaMH, 9TO MOXET 3HAYUTEIHLHO YIPOCTUTH
paboty pa3pabOTYMKOB, a TaKXe TIO3BOJIUTH
UTPOKaM  MPOXOJUTh HOBBIC JUHAMUYECKH
CTCHEPUPOBAHHBIC YPOBHU UTPHI, HE JOKUIASICH
oOHOBieHHUS. Kpome 3TOrOo, K TaHHOMY THITY
UTPOBOTO KOHTCHTA OTHOCHUTCSI CIICHAPHIA HTPHI.
PaccMoTpeHHas BhIIe TeHEpaIys TEKCTa MOKET
OBITh WCIIOJIb30BaHA HE TOJBKO I TCHEpaIuu
JMAJIOTOB, HO TaKXKe JUISI CO3JIaHUS CIICHApHEB.
I[Ippu »>TOM cHeHapw®, KOTOpPBIE  CO3JIAeT
HEHpOHHAsT CeTh, Oa3WPYIOTCS Ha 3HAHUAX
CTPYKTYpBI CIICHAPUS W CTHJIC €r0 HaIUCaHUs
[15], mosTomMy He MOTPeOYIOT GOJIBIIOTO 00BEMa
nocienyromiei  00paboTKU Il COOTBETCTBUS
KaHPY.

IIpouzeoonwiii konmenm: HellpoHHbIE ceTH B
HACTOSIIEe BpEMs AaKTUBHO HCIOJB3YIOTCS, B
YaCTHOCTH, B  HOBOCTHOW  cdepe [16].
OTHOCHUTETBHO urp 3TO MO3BOJISET
paspaboTunkaM W30eXaTh CaMOCTOSITEIBHOTO
CO3/[aHMsI HOBOCTHBIX TE€KCTOB, MPEIOCTaBUB 3TO
HelipoceTH. ['eHepaTHBHbIE HEWPOHHBIE CETH
MOTYT CO3/1aBaTh TEKCThl B OTBET HAa COOBITHE,
HalpuMep, Ha HOBBI PEKOPI MPOXOKICHUS
nojzemelnbs Wi nobeny B 6utse. Kpome toro,
UCIIOJIb30BAaHUE HCKYCCTBEHHOTO HWHTEJUIEKTa
MO3BOJISIET 3amMeyaTh T€ JEeTald, KOTOpble He
3aMeyaloT OKypHaIMCThI. Tenemerpusi JlaeT
BO3MOYHOCTh OTMeuaTh MUHUMAaJbHbIE
JIBUKEHHUS  CIIOPTCMEHOB U KOMIIBIOTEPHI
cobuparoT OoibmMi  00BEM JaHHBIX, YeM
*KypHanuctel [29]. Ilpu co3nanuu HOBOCTEH MO
UTPOBBIM cOOBITUAM WCIOJIb30BaHUE
UCKYCCTBEHHOTO  HMHTEJUIEKTa JUIi  IOHCKa
JaHHBIX W WX o0paboTku eme OoJee
CYLIECTBEHHO, 4eM Uil cniopra. Hanmpumep, npu
MOMCKE KOHTEHTAa B MHOIOIOJb30BATEIbCKOMN
urpe yroia o03opa 4eloBeKa OTpaHUYEH, TOTIa
KaKk  KOMIIbIOTEp  coOupaer cpasy  BCIO
uH(pOpMAaIIHIO, HE3aBUCHUMO oT MecTa
HAX0XJIEHUs Ha WUrpoBOil kapre. TOyHO Takke
0omee TOYHBIE aITOPUTMBI cOopa HGOPMALIUU Y
KOMITBIOTEPOB  TIO3BOJISIFOT  3aMeuaTh OoJblie
coObITUH B KMOepcHopTe.

Hcnonb3oBaHne MCKYCCTBEHHOTO MHTEIICKTA
npu CO3/IaHUU peKIamMbl MO3BOJISET
MEPCOHATM3UPOBATh PEKIAMHBI KOHTEHT U
caenatb ero 0ojee TMPUBIEKATENBHBIM  JUIS
KOHKPETHBIX  mojb3oBareneid [16]. Takum
00pa3oM KOMIIaHUH, DPa3padaTHIBAIOIINE WIPBHI,

42



MOTYT MOJy4UTh HE OJHY PEKIIaMy, CO3/IaHHYIO
JIM3alHEPOM, a Cpa3y HECKOJIBKO JIECSITKOB WU
JaKe COTEH peKiiaM, KaXkJas U3 KOTOPBIX OyneT
0oJjlIee TOYHO IOAXOIWUTH JUIA CBOEH ILIEIEBOU
ayAUTOPUH.

3akjaueHue
Takum  o0pa3oM, Hamie  UCCIICOBAHHE
ITIOKA3bIBACT IHI/IpOKI/Ie BO3MOXHOCTHU

IIPUMEHEHHsI HEMPOHHBIX CETEeH IpU CO3JaHUU
WIPOBOIO  KOHTEHTa, TEM CaMbIM  YCKOPsI
pa3paboOTKy UIPbI HITH T0OABIISAS B HEE SIIEMEHTHI
HEO0XXUJAHHOCTH U UTPOBOM MPUBJICKATEIBHOCTH.
B nacrosiee BpeMsi HEpOHHbBIE CETH CIIOCOOHBI
CO3JaTh KAYECTBEHHBIM KOHTEHT, KOTOPBII
MIPUMEHSIETCSI BO MHOTHUX 00J1acTsIX Kubepcrnopra,
a IIpY UCIIOJIB30BAHNUH B UT'PAX MTO3BOJIUT UTPOKAM
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HaCJIAXAATbCd WUIPOBBIM IIPOLIECCOM, HE Tepsis
MHTEpeca U He CTAIKHUBAsICh C HeJOPaObOTaHHBIMU
MOMEHTAMH. [IpuBenenst HavaJlbHbIE
peKOMEHJauu 1O BBIOOpPY HelpoceTei s
reHepaluy KOHTEHTa B 3aBUCUMOCTH OT UTPOBOTO
KaHpa.

Pasymeercs, ucciieoBaHus MOKHO M HYXKHO
IPOJOJDKATh, YIIyONssich B KaXAyl0 00J7acTh
IPUMEHEHUST MCKYCCTBEHHOTO WHTEJJIEKTA JUIs
IPOLEAYPHONH T€Hepalud KOHTEHTAa, OJHAKO
HEeNbI0 HAcTOSIIEH padoThl ObLT 00IIHIA 0030p, B

KOTOpPOM  OBLIM  PacCMOTPEHBI  KIIIOUEBbIE
NIEPCIEKTUBBl ITPUMEHEHUs HEHWPOHHBIX CETEU
IPpU  CO3JaHMM  KOMIIBIOTEPHBIX UIP H

BO3MOXHOCTH, KOTOPBLIC 3TH TCXHOJIOTHU MOI'YT
MPEI0CTaBUTH pa3pabOTUHKAM.
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