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The goal of this paper is to create an Al-agent for a 4X strategy game that
avoids the shortcomings of typical Al behavior in this genre, such as lack of
individuality and low adaptability, using an alternative dynamical pesonality
driven system. The proposed architecture for Al agent consists of three layers:
the personality archetype layer, that represents who they are, the mood layer,
that determines current goals and strategic posture, and memory layer, that
represents the information about previous events. Each game turn, the
information from all three layers and current game state are analyzed and
transformed into actions using response curves.This allows the creation of Al
opponents that have specific personalities, but can change their strategy in
response to current game events.

4X crparerii (Ha3BaHI Ha YeCTb YOTHPHOX OCHOBHMX AaCHEKTIB T'PH -
eXplore, eXpand, eXploit, eXterminate) — 1i¢ mi/pKaHp CTpaTEriuHUX
KOMIT I0TepHUX irop. IrpoBuit mporiec 3a3Buuail nependavyae Mooy 0By iMIepii.
AKIIEHT poOUTBHCS Ha EKOHOMIYHOMY Ta TEXHOJIOTTUHOMY PO3BUTKY, a TAaKOX Ha
HUBIl BIMCHKOBHX Ta HEBIMCBKOBHUX NUIAXIB J10 MaHyBaHHsA. Lli irpm Bimomi
CBOEID KOMIUIEKCHICTIO, BEJIMKOIO KIJIBKICTIO pIlI€Hb, IO TpaBelb Mae
IpUiiMaTH Ha KOKHOMY XOl, a TaKOX CTpaTerii Ta cTwiB Tpu. Irpu mporo
XaHPY Jal0Th MOXIJIMBICTh MPOBOAUTH MAPTIi 3 IHIIMMU TPABISMU-TIObMU.
[Ipote, yepe3 nmeBH1 OCOOIMBOCTI JKaHPY, TaKl sIK MOTpeda y BEJIMKIN KIJIBKOCTI
IPaBIliB Ta BUCOKA TPHUBAJICTh I'pU (0 KUIBKOX JECATKIB T'OJIMH), Tpa MPOTH
[II1-oroHEeHTIB € OUIbII MOMYJISIPHOIO.

Opnak LI B Takux irpax 4acTo KPUTHKYIOTh 3a CJIAOKICTb, HU3bKY
IHTEPaKTUBHICTh Ta MPUUHATTA HENOTiyHUX pimeHb. 3a3Buuait I npuiitmae
pIllICHHS Ha OCHOBI CTaTUYHHUX KOEQIIIEHTIB, Yepe3 1€ OMOHEHTH MaroTh
3a37aJIeTiIb BU3HAUCHY IMOBEMIHKY, HU3bKY IHJMUBIAYaJIbHICTh Ta OOMEKEHO
pearyroTh Ha OTOYYIOUl IMOJAIl, IO MPUBOJIUTH JO PEICTUTUBHUX Ta HEIIKaBUX
napTid. BJOCKOHaJeHHs IITYYHOTO I1HTEJNEKTY MOKE 3HA4YHO MOKPALIUTH
ITPOBUIA TOCBIJ] Ta CTaTH MEPEBATOI0 HA PUHKY.

[IpoTe, BaxJIMBO PO3YMITH, IO JUISI TOCSTHEHHS IIi€l METH HEJOCTATHHO
3pobutu I «cunpHIMMY, HABYMBIIN BHUKOPHUCTOBYBATH HANONTHMANBHIIITY
cTparerito. lle He BuUpIIUTH, NOpPOOJIEMH PENETUTHUBHOCTI Ta HHU3bKOI
iHTepakTUBHOCTI. HaBmaku, 1ie¢ Moxke MaTh 3BOpPOTHIM edekT, amxe Ie
3MEHIIUTh KUIbKICTh PEJIEBAHTHUX CTpATEriil sl TpaBlis, AKIIO BIH XO4€ MAaTU
maHc Ha nepeMory. ['onoBHoro nunio [I-onoHeHTiB Mae OyTu He mepeMora
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y Tpi, @ CTBOPEHHS HAWOUIbII ILIKaBOTO 1 MPUEMHOTO TOCBIAY ISl TPaBIIiB-
moxaen. Sk e JIxo3ed betitc: «The apparent desires of a character, and the
way the character feels about what happens in the world with respect to those
desires, are what make us care about that character. If the character does not
react emotionally to events, if they don’t care, then neither will we.
The emotionless character is lifeless, as a machine» [1]. Jmg Toro, 106
3aiikaBuUTH rpaBiy, llI-onmoHeHTH MarOTh mpuUiMaTH PIlIEHHS Ta BUKOHYBATH
Iii, M0 He OOOB’A3KOBO € ONTUMAJILHUMH, ajié MalTh CEHC 3 EMOIIHHOI
TOYKH 30DpY.

Jlns  mocAarHeHHS 1€l [Tl MPONOHYEThCS  CTBOPEHHsSI  arcHTIB
3 BHUKOPHUCTAHHSIM CHUCTEMH JIMHAMIYHMX OCOOMCTOCTEH, IO CKIaJa€ThCs
3 TPHOX IIAPIB:

— apXeTHUIl XapakTepy;

— HaCTpIH;

— T1aM’SITh.

Apxerun xapakrepy (3aBOMOBHHK, AUIUIOMAT, 130JSLIOHICT, JOCHIIHHUK,
TOIIO) TpEACTaBlige 3 ce0e CYKYNHICTh pUC XapakTepy, TEHACHIINA Ta
NpIOPUTETIB, TaKUX SK pIBEHb AarpeCUBHOCTI, JOBIPH, 3aLIKaBJIEHOCTI
B JIMIUIOMATIi, CXWJIBHICTh /10 MPUUHATTA PU3UKIB Ta 1HIIMX XapPaKTEPUCTUK,
o OyayTh BIUIMBATH Ha NPUUHATTS PIIIEHb BIPOJOBXK BCIEl Ipu. ApXETHIT
JUI.  KOXKHOIO OINOHEHTa OOWpaeTbcs TNepel IOoYaTKOM TIpuU  TpaBLEM
a00 MPUCBOIOETHCS BUIA/IKOBO.

Hactpiii BinmoBijae 3a KOPOTKOCTPOKOBI IIJII Ta MPIOPUTETH areHTa
1 3MIHIOETBCS KOXHOTO XOAYy B 3aJeKHOCTI B TMOMAIM, 10 BiAOyJIHCH.
Hanpuknaza, SKmo 1HMMWA rpaBelp BIAXHWIAE MPOIMO3UIIID JUILNIOMATHYHOTO
NakTy abo aTakye IOHIT areHTa - 1€ MiABUILYE MPIOPUTET ISl MOCUIICHHS apMii
Ta CTBOPCHHS 3aXMCHUX QJbSHCIB 3 1HIIMMU T'PABLSMHU, SKIIO CIIOKUBAHHSA 1XKi
3a X1 HAOJMMKAETHCS 10 11 BUPOOHHUIITBA — 1€ MIABUIILYE MPIOPUTET CTBOPEHHS
OyZiBeb Ta BUBUEHHS TEXHOJIOT1H, 11O MiABUILYIOTh BUPOOHUIITBO 1%KI.

[lamM’saTh n1O3BOJISIE areHTy 30epiraTé 1H(OpMaLi0 NpPO BaXKIMBI MOALT
y Tpl 1 mpuiiMatu ii 10 yBaru B MaiOyTHboMy. Hampukiazn, SKIIO SKHICH
rpaBellb HEOJAHOPA30BO MOYMHAE BiHY, Y€pe3 KIJIbKa XOJIB MPOIMOHYE MHUP 32
BUKYTI, TIEpeady pecypciB abo TepuTopli, a MOTIM TMOYMHAE BIWHY 3HOBY,
3 YaCOM 1I€ 3pOOUTh areHTa MEHII CXUJIBHUM J10 MPUMMAaHHS TaKUX MPOIO3UIIIH.
[le nmo3BOJsiE areHTy «HE HACTymaTH Ha TI K caMi rpabii» 1 BUMTHCA
HA MUHYJIOMY JTOCBI/II.

[Tig yac KOKHOrO XOAY areHT OTPUMYE JaHl MPO MOTOYHUHM CTaH T'pH,
MOKa3HUKU BCIX TPHOX PIBHIB MOJENl OCOOMCTOCTI, 1 MPUWMAE PIIIEHHS 1100
nojaibIIMX il 3a JOMOMOrol KPUBHX BIATYKY (response curves),
HaJAIITOBAHUX BIAMOBIAHO 10 00paHoro apxeruy [2].

Taka cucrema no3Bojsie crBoproBaTh IIII-omoHEHTIB 3 yHIKaTbHUMU
OCOOMCTOCTSIMH, IO 3ajieXaTh K BiJl «BPOLKEHUX PHUC XapaKTepy», TaK 1 Bijl
MO IpH, M0 MOXKYTh MOCTYIOBO 3MIHIOBAaTUCS 1 €BOJIIOLIIOHYBATU 3 YaCOM.
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Ile no3Bosiie mMiABMIIUTH €(EKT 3aHypeHHsS Ta 3alllKaBJIEHICTh TpaBIy,
MIEPETBOPIOIOYN KOXKHY ITPOBY MApTiI0 HA BJIACHY ICTOPIO, 31 CBOIM CIOKETOM
Ta TMEPCOHAKAMHU.

Cxemy po0OTH aNropuTMy HaBEJIEHO HA PUCYHKY 1.

1. Game State
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3. Utility Evaluation
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4, Decisions
Victory Strategy
Military Priority
Diplomacy Stance Per Opponent
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5. Game
Steering existing algorithmic Al (parameters injected into existing Al weight tables)
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Pucynox 1 — Cxema poOoTH anroputmy

[IpononyeThCs peanizanis i€l Moael y BUTIIAA1 Mogudikalii rpu (Moay)
Endless Legend, mo Oyae nomoBHioBatH icHyrouumid anroputmiunuid 11,
JUHAMIYHO 3MIHIOOYM TaOJIUIl Bar Ta MpIOPUTETIB. s CTBOPEHHS MOy
Oyle BUKOPUCTAHO IHCTPYMEHTH [UJIsi JICKOMIIUIALIT Ta  PEKOMITUISIIL
30ipku rpu Ha MoBi C# Ta moaudikauii DLL ¢aiiniB rpu. i HanamryBaHHS
napamMeTpiB apXEeTHUIIIB XapakTepy IUIAHYEThCS BHUKOPUCTAHHS EBOJIIOLIIHUX
ANTOPUTMIB 3 (YHKIIIEI0 TMPHUCTOCOBAHOCTI, IO OIHIOE IOBEIIHKOBY
PI3HOMAHITHICTb Ta KUTTE3/IATHICTb.
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