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BBenenue. PeanucTtuyHOe  ABMKCHME  TPAHCIOPTAa  MUIPaeT  KIKYEBYID pOJIb B
IPaJOCTPOUTEIBHBIX CUMYJISTOPAX M UIPax C OTKPbITHIM MupoM. Co3aaHHE ONTUMHU3UPOBAHHOIO
pelieHusT s CUMYJISIIMM JABM)KEHUS areHTOB IIO3BOJIUT YJIYYIIMTh MIPOBOM OIBIT MIPOKa U
0CBOOOJIUTH PECYPCHI IS YIYUIIEHHUs BU3yaJIbHOTO Ka4e€CTBA UTPhI U JOOABICHHS HOBBIX MEXaHHUK.
B xone paHee mpoBeneHHOrO MCCIIENOBAaHUS, yNANOCh pa3paboTaTh MPOTOTHUIl MPOTPAMMBI s
cumyJsinuu aBrkeHus: areHtoB Ha GPU mo 3agaHHBIM TpaeKTopusiM B Buje rpada kpubix besne
[1]. Pa3paboTanHoe pelnieHre IpoAEeMOHCTPUPOBAJIO CIEAYIOIINE IPOOIEMBbI:

1) BapuatuBHOCTH 1OBEJEHUS AareHTOB CWJIBHO OrPAHUYEHA, TPACKTOPUU JIBHXKCHMS
(UKCUPOBAHBI.

2) HeBo3M0XHOCTh BHECEHMSI U3MEHEHUH I'pad JOpOr BO BpeMsi CUMYJISAIIUU.

3) JlniHa BEKTOpa IMEPEMEIUECHHs arcHTOB IIPU HEU3MEHHOM CKOPOCTU HE JIMHEHMHA H3-3a

CBOICTB mapameTpa KpuBbIX besbe [2].

[lepeunciennple MpoOAEMBl BIMAIOT HA PEATUCTUYHOCTh CHUMYJSALMHM M OrPAaHUYUBAIOT
NPUMEHHUMOCTh METOJIa B WUTPOBBIX INMPOEKTaX C MPOpPadOTaHHOW CHUCTEMOW MPHHATHUS PEUICHUH,
TaKoOW Kak, Hampumep, B rpagocrpoutenbHoM cumyinstope City Skylines [3]. HoBoe pemenue
NPU3BAHO YCTPAHHUTh HEIOCTATKH MMEIOLIETOCS METOAA, M3MEHHB MOJIX0/ K CUMYJISIIIMA areHTOB.

OcHoBHasi yacTb. UToObI peminTh MOCTABIEHHBIE MPOOJIEMBI, PELUICHO PA3AEIUTh CUCTEMY
NPUHATHS PELICHUI areHTa Ha J[Ba YPOBHS: IJ00aibHbIN (IOMCK ONTHUMAIbHOTO MYTH, CJIEOBaHUE
MapLIpyTy) M JIOKaJbHbIH (ABM)KEHHWE BHYTPU II0TOKa AareHToB, OOrOH COCEIHUX AareHTOB,
IIEpEeCTPOCHUE B COCEIHIOI Moisiocy). HoBoe perienue npezyaraeT MoJeNb, OMHMCHIBAIOILYIO
JBUKEHHE TPAHCIIOPTa Ha JIOKaJIbHOM ypoBHE. Mozeinb pa3paboraHa Ha 0a3e BEKTOPHBIX MoJjei [4].
Kaxaplii areHT paccMaTpuBaeTCsl Kak 4YacTHULA, HaXOASIAsACsi II0J BO3JAEHCTBUEM IOJIS.
BozneiicTBue mosst onpezenser HalpaBlieHUEe JBMKEHMSI YaCTHUI] B 3aBUCUMOCTU OT HAIlpaBJICHUS
JBIKEHMSI HA JaHHOM YYacTKE JIOPOTM U OTpaHUYEHUN. ATEHT MOXKET HaXOIAUTHCS B HECKOJBKHUX
MOJISIX OJAHOBPEMEHHO; B TaKOM CJy4ae CJeAyeT YUYMThIBaTh BO3JEUCTBUE Ka)XJ0ro u3 HuX. s
IIOMCKa TOJIEH, JAEUCTBYIOUIMX HA YacTHUIy (areHTa), NPUMEHSETCS HepapXus OrpaHUYMBAIOIINX
00beMOB, KOTOpyro MOXHO 3 dextuBHO TeHepupoBaTth Ha GPU [5]. AreHT MOXXeT HpHUHSTH
pEILIEHUE O CBOEM XKEJIAEMOM IIEPEMELIEHUH U CKOPPEKTUPOBATH €0 C MOMOLIBI0 UHTEPIIOJISILIUY C
BEKTOpPOM T0Js. M30rHyThIe y4acTKH JOPOT JAESATCS HAa HEOOJbIINE CETMEHTHI, Ha MPOTSKEHUU
KOTOPBIX IEPEMEILIECHNE C HEN3MEHHON CKOPOCTBIO JIMHEWHO; BO3MOYKHO UCIIOJIB30BaHUE U JPYTHUX
METO/IOB TNPHUOIKEHHBIX BBIYUCICHUN [6]. Mopaenb BEKTOPHBIX IMOJIEH IO3BOJISET J00aBISATH
HOBBIE CETMEHTHI JOPOT B X0/€ paboThl NPOrpaMMbl C IOMOIIBIO JIOKAJIBHOIO JeJICHUs BETBEW B
JIpeBE HepapXuH OrpaHUYUBAIOIINX O0BEMOB.

BeiBoabl. B xoxe wmccnemoBanus paszpaboran Meron cumyisinuu Tpancnopra Ha GPU,
OCHOBAHHBIM Ha MOJENM BEKTOPHBIX MoJjied. HOBBIN 1mOAX0A MO3BOJISIET YCTPAHUTh KIIHOUEBBIC
HEJIOCTATKU MPEIBIAYIIETO MPOTOTUIIA: PEIIeHa MpolIeMa HETMHEWHOCTH MEePEMEIEHUs areHTOB
IpU HEU3MEHHON CKOpOCTH, oOecredeHa BO3MOKHOCTh HM3MEHEHUS KOH(PUTYypaluud IOPOTH B
pealbHOM BPEMEHH, CO3/laHa MOJIeIb IPUHATUA penleHuid. PazpaboTranHas MOzelb CO3aeT OCHOBY
JUTSE MacIITaOMPOBAHUS CUMYJIISALIMY TIOBEICHUS ar€HTOB.
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