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COop HaHHBIX O NEHCTBHAX UTPOKOB SIBISACTCS KITFOYCBBIM ATAIloOM B pa3padoTke amantuBHOTo MU mms NPC
B urpax. Ha sToM 3Tame BaxHO HE TOJNBKO COOpaTh JaHHBIC, HO M BEIOPATH MOIXOMAIINA METOI HX PETUCTPAIIH
U XpaHeHUs. B 3Toll riraBe paccMaTpHBarOTCS OCHOBHBIE METOJBI, HCIIONB3YEMbIE U cOOpa JaHHBIX, a TaKKe
X 0COOCHHOCTH U TIOAXOJBI K MHTETPAIlUH B UTPOBYIO CPELy.

CaMBIM TIPOCTHIM U YaCTO UCIIOJIB3YEMBIM METO/IOM SIBIISIETCS COOp TaHHBIX B PeaJbHOM BPEMEHH, KOTOPBIN
MO3BOJIIET OTCJIEKUBATh JICUCTBUS Wrpoka BO BpeMs Wrpbl. Takwe JgaHHblE MOTYT OBITh COOpaHbI
HEMOCPEACTBEHHO B HWIPOBOM IIPOIIECCE YEpe3 BCTPOCHHBIE CKPUNTHI M MEXaHU3Mbl WTPOBOTO JBHXKKA.
[IpenmyIiecTBOM TaKOTO TIOXOa SIBJISIETCS €T0 ONePaTUBHOCTh — JaHHBIE O JEHCTBUSIX UTPOKA 3alUChIBAIOTCS
cpa3y, 6e3 He0OXOAMMOCTH 00PaOOTKH MPEABAPUTENHHBIX OTYETOB WJIM JIOTOB.

st peanuzanuu 3TOro Moaxo/ia MOTYT UCTIOJB30BATHCS CIEIYIOIINE HHCTPYMEHTHI:

CKpUNTHI Ha S3BIKE MPOTPAMMHUPOBAHUS: B CIydae HCIOIB30BaHUSA UTpoBoro aBmxkka Unity mmu Unreal
Engine mns cOopa maHHBIX MOXXHO co3laBaTh cKpuntel Ha C# wim C++, KOoTOpble OYAyT aBTOMAaTHYECKH
3allUCHIBaTh JIEHCTBHA WTpoKa B (aill WM OTHPaBIATh JAHHBIC Ha cepBep MM JalbHeHIIel o0paboTKH.
Hanpumep, MOXHO OTCIICKHBATh IEPEMEUICHHUS WTPOKa, €ro B3aMMOACUCTBHE C OOBEKTaMH, HCIOJIH30BAHUE
OpYXXHS U TOMY TTOJJOOHOE.

B sToM mpumepe CKpHNT 3amuchiBacT MHPOPMALUIO O ACHCTBUAX UTpoka B CSV-gaiin, BriIroyas BpeMs
JIEUCTBUS, TUM JEHCTBUS U MO3UIUIO0 UTPOKA. DTO TIOMOTAET CO3AaBaTh MOJPOOHBIE 3allUCH O TOM, KaK HTPOK
B3aMMOJIEHCTBYET C OKPYKAIOIIUM MUPOM.



UnityEngine;
System.IO;

PlayerDataCollector : MonoBehaviour

LogData(st g action, Vector3 position)

logEntry = Time.time + ", " + action + "," + position.ToString();
File.AppendAllText("PlayerActions.csv", logEntry + "\n");

Update()

if (Input.GetKeyDown(KeyCode.W))
{

LogData("Move Forward", transform.position);

}

if (Input.GetKeyDown(KeyCode.E))
{

LogData("Interact with Door", transform.position);

}

Puc. 1. Ilpumep cbopa danuvix 0 nepemenjeruu u g3aumooeticmsuu ¢ oovekmamu 6 Unity.

UrpoBble JIOTM MOTYT OBITh Ba)XHBIM MHCTPYMEHTOM Juisi cOopa naHHbIX. JIoru, KOTOpble TeHepHpYIOTCS
UTPOBBIMM JIBI)KKAMH, COJIEPIKAT 3alIUCH O KIIFOUEBBIX COOBITHAX B UIPE, TAKUX KaK COOBITUS, IIPOU3OIIEIINE C
nepcoHaxeM, peakiuu NPC, a takxe Apyrue neicTBUS UTpOKa M U3MEHEHHs B HTPOBOM MUDE.

IIpumep ucmob30BaHUS JOTOB!

1. Jlorn oumOOK M COOBITHI: C IOMOLIBIO JIOTHPOBAHUS MOXKHO OTCIISKHBATh COOBITHS, KOTOPBIE
MPOUCXOJAT BO BPEMsI WIPBI, TaKHe KaK aTakH, yOMHCTBAa, MCIOJIb30BAHHE CIIOCOOHOCTEH, MEpexoisl MEXIY
YPOBHSIMH.

2. AHanUTHYECKHE JIOTH: NPHUMEHSAIOTCS Ul OTCICKUBAHUS Oojee MOAPOOHBIX METPHK, TaKHX Kak
BpeMSl HaxOXJCHHWS WIPOKAa B ONPEACICHHOW o00JacTH KapThl, YacTOTa HCHOJb30BAaHUS OPYXHSA WIH
TaKTUYECKUE MPETNOYTECHUSI.

OTOT CKPHIIT 3aIMCHIBAET COOBITHS B JIOT-(haiiy, 9TO MO3BOJISICT OTCIICKUBATh KIIIOYEBbIE MOMEHTBI HI'PBI
MOBEJICHUE UTPOKA.

UnityEngine;
System.IO;

GameLogger : MonoBehaviour
LogEvent( eventType, string message)
logMessage = Time.time + " - " + eventType + ": " + message;

File.AppendAllText("GameLog.txt"”, logMessage + "\n");

Start()

LogEvent("GameStart"”, "The game has started!");

Update()

if (Input.GetKeyDown(KeyCode.F))
{

LogEvent("PlayerAction”, "Player used 'Fire' action");

Puc. 2. IIpumep 3anucu 6 uzposoti noa.



B nomonHeHHMe K CTaHAApPTHBIM MeToJaM cOopa JaHHBIX, B HEKOTOPBIX CIIydasiX MOTYT HCHOJIB30BAThHCS
CEHCOPBI W JONOJHUTENIbHBIE YCTPOMCTBA JIsl OTCIIC)KMBAHWS TOBeIeHHMs Wrpoka. Hampumep, mis urp c
BUPTyalbHOH peansHOCTRIO (VR) mnm pomonmHeHHOW peanbHOCTEIO (AR) MOXHO HCIIONB30BAaTh TATIHKH
JBIDKCHUS, KAMEPBI H CEHCOPBI, KOTOPbIE (QUKCHPYIOT (hPM3UUECKHE NEHCTBHUS UTPOKA.

IIpumepoM MOXKET CIIy>KUTh MCIIOJIb30BaHHUE TJIaAKUX IIOBEPXHOCTEN U KeCTOB A Urp B VR, rae nelictBus
UTPOKa, TAKHE KaK JBIKCHUS PYK HIIH TOJIOBA, MOTYT OBITH COOpaHbI U MPOAHAIN3UPOBAHBI.

ITocne cOopa DaHHBIX BaKHO NMPABIIIBHO WX 00paboTaTh, YTOOBI OHU CTalW MPUTOAHBIMU JJIS OOyUeHUS
mozeneit IM. 3to sTam, Ha KOTOPOM JJaHHBIE OYMINAIOTCS OT LIyMa, HOPMAIU3YIOTCA U MPUBOAITCS K HY>KHOMY
¢dopmary s mocienyromero aHaiauza. Jd¢eKTHBHas mNpeaBapuTedbHas 00paboTKa JaHHBIX IO3BOJISIET
YIYYIIUTh KAYECTBO MOZENIEH U YCKOPHUTH MPOLecC 00y4YeHusI.

Ha sTom stane ynanstoTcs 1yOnuKaThl, OIIMOKHM | MPOITYCKH B TaHHBIX. Hanpumep, eciu B mporiecce coopa
JIAHHBIX O IIEPEMEIICHUIX UIPOKa BO3HUKAIOT OLTMOKH B KOOPAWHATAX WJIM 3allUCH O JEHCTBUSX C MPOIyCKaMHu,
MX HEOOXOJIMMO YJalIUTh HJIH 3al0JHUTB.

B »TOM mpumepe IaHHBIE OYMINAIOTCS OT IyCTHIX 3HAYCHUH M AyONMKATOB, YTO IOMOTAET YIIyYIIUTh
Ka4eCcTBO MOCIEAYIOMETO aHaIN3a.

import pa

data = pd.read csv('PlayerActions.csv')

clean data = data.dropna()

clean data = clean data.drop duplicates()

clean data.to csv('CleanedPlayerActions.csv', index=

Puc. 3. Ilpumep ouucmru oannvix 8 Python.

Hopmanu3zamus IaHHBIX — 3TO TPOLECC MPUBENEHHS 3HAUYEHUH NPHU3HAKOB (HAIpuUMep, KOOPAWHAT WIH
BpEMEHM NIEUCTBUS) K €JMHOMY MacimTaby. DTO MOMOraeT Yay4lIMTh Pe3ylbTaThl OOY4YEeHHs, OCOOEHHO B
MOJIEJISIX MAIIMHHOTO 00YyUeHHMs1, YyBCTBUTEIbHBIX K MaclITady U TUIY TaHHBIX.

OTOT npUMep MOKa3bIBaET, KAK MOXKHO NPHBECTH JAHHBIE O MO3MIMIX MIPOKA K €JHHOMY MacuTaly, uTo
yiryarraet ooydenue UU.



import pandas as pd
from sklearn.

ing import MinMaxScaler

data = pd.DataFrame({
‘position x': [1e, 20, 30, 490],
‘position y': [5, 15, 25, 35
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scaler = MinMaxScaler()

normalized data = scaler.fit_transform(data)

normalized df = pd.DataFrame(normalized data, columns=data.columns)
print(normalized df)

Puc. 4. Ilpumep Hopmanuzayuu OaHHbIX ¢ UCnOab306anuem Python.

I[aHHLIe (6] Z[eﬁCTBPIHX HUI'pOKa MOTYT COACPIKAThb KATCrOPUAJIbHBIC IMPU3HAKH, TAKHWC KaK THUII OPYXKUI,
HCﬁCTBHﬂ ¢ 00BEeKTaMHU UJIM MCIOJIb30BaHUC OIIPCACIICHHBIX crmocoOHocTeit. UToOBI Takue JaHHBIC MOTIJIN OBITH
HCIIOJIB30BAHBI B MOACIAX MAIIMHHOTO O6y‘IeHI/IH, nux HCO6XOHI/IMO 3aKOAUPOBATL B YHCIIOBOM CI)OpMaT.

2TOT KO r[peo6pa3yeT TCKCTOBBIC TAHHBIC O Z[eﬁCTBI/IﬂX HUI'POKa B YHUCJIOBBIC 3HAUCHHA, KOTOPBIC MOTYT OBITH
HCIIOJIB30BAHBI B MOACIIN.

import pandas as pd

NSNS

from sklearn.preprocessing import LabelEncoder

PAAAANAANPANPAPPAPPPPPPPPNPD

data = pd.DataFrame({
‘action’: [ 'Move Forward', ‘Jump’, ‘Shoot’, 'Crouch’

encoder = LabelEncoder()
encoded data = encoder.fit_transform(data[ "action’])

print(encoded data)

Puc. 5. Ilpumep xoouposanus kamezopuaibHvix OaHHuIX 6 Python.

Baxxnoi#t wacTpio cOopa JaHHBIX SBJSETCS aHAIM3 B3auMojencTBui urpoka ¢ NPC. DTu B3auMoaencTBUS
MOTYT BKJIIOYaTh OOEBBIC IEHCTBUS, TAKTUIECCKIE MAHEBPHI, BBIOOP OPYKHUS WU TPEMETOB, a TAK)KE CTPATETHH
yKiIoHeHus: U HananeHus. COop Takux nmaHHbIX mo3BoiisieT MM NPC amanTHpoBaThCs K MMOBEICHHIO HUTPOKA U
npeJcKa3aTh ero NeHCTBHS, UTO JeliacT Urpy Ooliee TMHAMUYHON U MHTEPECHOM.

Juis ananmza B3amMoneicTBuii ¢ NPC MOXHO HCIIONB30BaTh T€ K€ METOABI cOOpa MaHHBIX, YTO M IS
JIPYTUX JEUCTBHIA Wrpoka, HO ¢ ydeToM crenuduku noseneHus NPC, Takux Kak peakius Ha aTaKyIOIIHWe
JIEHCTBUS WM YKIOHEHHE OT YIpo3.
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