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PE®EPAT/ABSTRACT

[TosicHroBanbHa 3anucka a0 kBatidikaiiitHoi podotu: 75 c., 13 tabn., 21 puc.,
31 mxeperno.

IITYYHU IHTEJIEKT, NPC, GOAP, IUIAHYBAHHSI JIN,
TAKTUYHUN CUMYJISITOP, UNITY, C#, AJITOPUTM A*,

O6’ekTOM poOOTHM € cuCTEeMa IHTEJIEKTYyalbHOI TOBEIIHKHM HEIrPOBUX
nepcoHaxiB (NPC) y TpUBUMIpHOMY TAKTUYHOMY CEPEIOBUIILI.

Mertoto poOOTH € po3poOJEHHSI aaNTUBHOI CUCTEMH LITYYHOTO IHTENEKTY
NPC i TakTHUHUX CUMYJIATOPiB Ha ocHOBI apxiTekTypu GOAP (Goal-Oriented
Action Planning), sxa 3a0e3ne4ynTh IUHAMIYHE TJIAHYBAHHS MOBEJIHKH areHTIB y
peanbHOMY 4aci 0e3 )KOPCTKOro CIIEHApHOI0 MPorpamMyBaHHS.

I[Tix yac poOOTH BUKOPUCTAHO: METOM IITYYHOTO IHTEJIEKTY Ta IJaHyBaHHS
(asroput™m A*, momIyK y TpOCTOpl CTaHIB, 0araToliibOBe IUIAHYBAaHHS), METOIH
pO3pOOKH  IrPOBOrO  MpOrpamMHOro 3abe3neyeHHs (MOJIyJIbHA apXITEKTypa,
KOMITOHEHTHO-Opi€eHTOBaHe nporpamyBanHs B Unity).

[IpakTiyHa MIHHICTH TOJATAE Y PO3POOII MPOTOTUIY TAKTHUYHOTO
CUMYJISITOpA 3 1HTEJIEKTYyaJbHUMHU areHTaMu, 34aTHUMU 0 aJalTUBHOI TAKTUYHOI
MOBEIHKH: (hIaHTOBUX 00XOJ1B, BUKOPUCTAHHS YKPHUTTIB, BOTHIO HAa TIPUIYIICHHSI
Ta KOOPJAMHOBAaHUX KOMaHAHUX JIiH.

ARTIFICIAL INTELLIGENCE, NPC, GOAP, ACTION PLANNING,
TACTICAL SIMULATOR, UNITY, C#, A* ALGORITHM.

The object of the work is the intelligent behavior system of non-player
characters (NPCs) in a 3D tactical environment.

The aim of the work is to develop an adaptive NPC artificial intelligence
system for tactical simulators based on the GOAP (Goal-Oriented Action Planning)
architecture, which will ensure dynamic, real-time planning of agent behavior
without rigid scripted programming.

During the work, the following were used: artificial intelligence and planning
methods (A* algorithm, state-space search, multi-goal planning), and game software
development methods (modular architecture, component-based programming in
Unity).

The practical value lies in the development of a tactical simulator prototype
featuring intelligent agents capable of adaptive tactical behavior: flanking
maneuvers, utilizing cover, suppressive fire, and coordinated team actions.
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BCTYII

CyuyacHa irpoBa IHAYCTpPIS — OJWH 13 HAUOUIBIIKUX 1 HAMOUIBII TUHAMIYHUX
CEeKTOpIB IU(POBOI EKOHOMIKH, IO 3a OO0CATOM BaJIOBOI BUPYYKH JIaBHO
NepeBeplnB KiHeMarorpad Ta My3U4YHY IHAYCTPIIO pa3oM y34Ti. 3a JaHUMH
aHAJITUYHUX 3BITIB KoMmaHiit Newzoo Ta Statista, y 2024 poiii r1o0anbHUM pUHOK
BiZieoirop csaruys nozHauku 188 mupx gonapis CIIA [1], mpuuoMy 3HayHy 4acTKy
3poCTaHHS 3a0e3MeuyloTh caMe JKaHpW TAKTUYHUX IIYTEpiB, KOMaHIHUX
MEPEXKEBUX 1rop 1 peandiCTUYHUX 00MoBUX cUMYJSATOpiB. CHUIIBHOIO PUCOIO0 LUX
KaHPIB € BUCOKA BUMOTJIMBICTH I'PABIIIB JI0 SKOCTI IITYYHOTO 1HTEIEKTY HEIrPOBUX
nepcoHaxiB (NPC), mo Hepigko cTa€ BU3HAYAJIBHUM YWHHHKOM KOMEPIIIHHOTO
YCITIXY TPOJYKTY.

AnpTepHaTUBY KJIacM4HUM migxojgaMm mpornonye wmeron GOAP (Goal-
Oriented Action Planning), skuii Oepe cBili MOYaTOK M€ 3 KIACHYHOI CHCTEMH
STRIPS, po3po6sienoiy 1971 pori [2]. Ilepima komepiriiina peanizaiis GOAP y rpi
F.E.A.R. (Monolith Productions, 2005) [3] mpoaemMoHCTpyBaia, IO BIJHOCHO
POCTUI MEXaHI3M aBTOMAaTHYHOTO TUIAHYBAaHHS 3[JaTHUHN MOPOJKYyBAaTH Bpakarodi
TaKTHYHI PIIICHHs: KOOPJWHOBaHI aTaku, (PJIaHKOBI 00XO/H, BIAX1T ITiI BOTHEBUM
IPUKPUTTAM TOINO. YCi Il TPOSBU MOBEAIHKH BHHUKAIN 0€3 SBHOTO CIICHAPHOTO
IporpaMyBaHHsI, BUKJIIOYHO SK HACIHIIOK B3a€EMOJII aTOMapHUX i Ta CHCTEMH
mineit arenra. Ilonan nBamuatre pokiB mo Tomy Meton GOAP 3amumaerbes
MPEIMETOM aKTHBHOTO aKaJeMIYHOTO ¥ I1HXKEHEPHOTO I1HTEpeCy, PpEeTyJSpHO
3’ aBrsrounch Ha KoHeperiisax GDC, AIIDE ta y ¢paxoBux myOikarisx.

AKTyanpHICTh 00paHOi TeMH 3yMOBJeHa Kilbkoma (aktopamu. [lo-mepmre,
MOTIPU TPUBATY 1ICTOPII0 METOMY, BITKPUTHUX, T00pE 33I0KYMEHTOBAHUX peaizaiiit
GOAP gns cywacHMX IrpoBuX pymiiB KaTacTpo(iuHO Maio: OUTBIIICTH
KOMEPIIHHUX PIIICHb € TPOTPIETAPHUMH, a TOCTYITHI BIIKPUTI pearizallii 3actapiiu
a06o0 oomexeH1 y pyHkuionanbHocTi. [lo-npyre, cienndika TaAKTHYHUX CUMYJIISITOPIB
CQB BucyBae 0co01MBI BUMOTH JI0 CUCTEMH IIJIAHYBaHHSI, IKI HE MOKPUBAIOTHCA

KJIACHYHUMH peajlizalisiMi: HEOOXITHICTh POOOTH 3 TPUBHUMIPHOIO T€OMETPIEIO
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MPUMIIIEHb, MUTTEBOI pEaKilii Ha BTpaTy JIiHII OpAMOi BHAMMOCTI, KOOPAHHALI1
koMaHaHUX nii. [To-TpeTe, po3BUTOK cydacHUX irpoBuX pymIiiB (30kpema Unity 3
KOMITIOHEHTHO-OPIEHTOBAHOK) apXITEKTYPOI0) CTBOPIOE CHPUATIMBI YMOBU IS
MOZYJIBHOT 1HTerpamii AITOPUTMIYHHUX pileHb IIJIaHYBaHHS y
BHUCOKOIPOJYKTUBHUM IrPOBUI UK.

[IpakTyHa LIHHICTH POOOTH MOJISATAE Y CTBOPEHHI BIAKPUTOI, MOJYJIBHOI Ta
no0pe 3aJOKyMEHTOBAHOI apXITEKTYpPHOI OCHOBH AJII pO3POOKH 1HTENEKTYaJIbHUX
NPC y TakTHUHMX CcUMyISITOpax Ta MOAIOHHUX 3acTocyHkax. OTpuMaHui
OPOrpaMHUM TPOAYKT MOXe OyTHM BUKOPHUCTAHHUU SIK OCHOBA JJI KOMEPIIHHUX
ITPOBUX MPOEKTIB, HABYAIIbHUX CUMYJISITOPIB JJIsi CUJIOBUX CTPYKTYpP, @ TAKOXK SIK
METOJIONIOTI4YHA TaTdGopMa i MOAANbIIol poOOTH Yy Tally3l MYJIbTHAr€HTHUX

CUCTCM ILJNIaHYBAHH:.
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1 AHAJI3 CYYACHOI'O CTAHY CUCTEM HITYYHOI'O

IHTEJIEKTY AJIA I'POBUX NPC TA IIOCTAHOBKA 3ATIAYI

1.1 Knacudikaiis ta aHani3z miaxoais a0 po3pooku LI NPC

EBosoniis cuCTeM IMITYYHOTO IHTENEKTY JUIsi HEIrpOBUX MEPCOHAXKIB Y
BiJleoirpax MpoWlia KUIbKa KJIIOYOBUX €TalliB, BiJ MPOCTUX JAETEPMIHOBAHUX
QIrOpPUTMIB Ha OCHOBI KIHIIEBMX aBTOMATIB JI0 CKJIAQJHHUX CHUCTEM, 3AaTHHUX 0
JUHAMIYHOTO TUIAaHYBAaHHS Ta KOOPAMHOBAHOT KOMaHHOT MOBEIIHKU. ¥Y3arajbHeHa
XpOHOJIOT1sI pO3BUTKY TexHosorii irpooro Il naBenena na pucynky 1.1. Jlns
BU3HAYCHHS HAMpSMIB BJIACHOI pOOOTH HEOOXITHO MPOBECTH JETaJbHUM aHai3
HAUNONIMPEHIIIMX MM1JIX0/I1B, 1110 BUKOPUCTOBYIOTHCS B Cy4acHiil irpoBiid 1HAYCTpIi,

3’ OKPECJICHHSIM 1X CUJIBHUX 1 CTA0OKUX CTOPIH.

Mpocri Halo Middle-earth TLOU2

FSM Behavior . h
(Pac-Man) Trees Nemesis ML-asisted

1980 1996 2001 2005 2014 2017 20

(N
Ny

Quake FE.A.R. Hitman 2 GTA VI
bots GOAP Dynamic Al ML+GOAP

Pucynok 1.1 — EBosto1is TeXHOJIOT1# IITYYHOTO IHTETEKTY B IFPOBIiM 1HIYCTPii

Kinneswnii apTomart (Finite State Machine, FSM) € Haif0inbm TpauiiiiHuM ta
IIUPOKO BXXKUBAHUM T1AX0A0M 10 peanizaiii irpoBoro LI, Tlpunnumn #ioro pobotu
MOJIsSiTa€ Y BU3HAYEHHI CKIHUEHHOT0 HA0Opy CTaH1B (HAMPUKIaJ, «[1aTPYITIOBAHHS,
«TepeciilyBaHHI», «aTaKa», «BIACTYID», «YKPUTTSI», «Iepe3apsika») Ta YMOB

Mepexoly Mi>k HUMU. AT€HT y KOKEH MOMEHT 4acy nepeOyBae piBHO B OJIHOMY CTaH1



11

Ta pearye Ha 30BHIIIHI MOAIl BIAMOBIAHO A0 3a3[ajieriib BU3HAUYCHUX IPaBUIL
3aranbHa rpadiuna mozaens Takoro FSM st 6a30Boi moBeniHku TakTHYHOTO NPC

HaBEJICHA HA PUCYHKY 1.2.

bauynTb Bopora

R

\
\
\

BrtpatuB uinb

A

MaTpynioBaHHs ‘ MepecniayBarHs |

Y mexax
[anbHOCTI aTaku

Bopor

nepemMoXxeHunmn Bopor nosa

[anbHICTIO aTaku

Pucynok 1.2 — Cxema kinnieBoro aBromara (FSM) miist 6a3zoBoi moBeninku NPC

o mepeBar FSM BimHOCSATB: IPOCTOTY peaizallii HaBiTh sl pO3POOHUKIB-
MOYATKIBI[IB; MOBHY MPO30PICTh JOTIKK POOOTH, IO CIPOIIYE HaIaroKEHHS,
HE3HAYH1 00YHCIIIOBAIIbHI BUTPATH, SIK1 JIO3BOJISIOTH MIATPUMYBATH JECATKU areHTIB
OJIHOYACHO 3 MiHIMaTbHUM BITUBOM Ha FPS; 3pyunicTs GopmanbHoi Bepudikaii
MOBEJIIHKK 3a JIOTIOMOT'OI0 KJIACHYHUX METOJIIB TEOpii aBTOMATiB. 3aBISKH ITHUM
nepeBaram FSM 6yno moknaaeHo B ocHoBy LI uncieHHUX KiIacHYHUX Bieoirop,
Big Pac-Man (1980) no cepiii Counter-Strike, Quake ta Half-Life,

Onnak FSM Mae npuHIMNOBE OOMEXKEHHS — TaK 3BaHUW KOMOIHATOPHUUI
BUOYX KUTBKOCTI CTaHIB 1 MEPEXO/IiB MPH yCKIATHCHH] OBEMIHKHU. {715 TaKTHUHUX
CIIEHapiiB, /Ie areHT MOBUHEH OJTHOYACHO BPAaXxOBYBATH PiBEHB 37J0POB’S, HASBHICTh
COIO3HUKIB, MO3UI[1I0 TPOTUBHUKA, 3a11ac OOENPUNACIB, TEOMETPIIO PIBHS Ta MOTOAH1
YMOBHU, KUIbKICTh HEOOXIJHHUX CTaHIB 3pPOCTA€ EKCIOHEHIIIHO, 10 pOOUTH

MIATPUMKY Ta PO3LIUPEHHS TAKOI CUCTEMHU MPAKTUYHO HEMOXJIMBUMU. SKIIO NSt
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OMUCY MPOCTOI JIHINHOI MOBEAIHKHU JOCTaTHbO 4—6 CTaHIB, TO JIJIsi IOBHOLIIHHOTO
taktuyHoro Il iX KIIBKICTh MOXE CSraTd KUIBKOX COTEHb, a TMepeBipKa
KOPEKTHOCT1 MEPEXO/IIB CTAE OKPEMOIO 1HKEHEPHOIO MPOOIEMOIO.

Hepesa noseninku (Behavior Tree, BT) HaOynu mupokoro momupeHHs B
irpoBiit iHaycTpii npoTsiroM 2000-x pokiB ik OUTbII rHY4YKa anbrepHaTuBa FSM. BT
ABJIIE COOOI0 1€PAPXIYHY JEpPEBONONIOHY CTPYKTYPY, Yy SIKId JIUCTOBI BY3JIU €
aTOMAapHUMHU JisMH a00 YMOBaMM, a BHYTpIIIHI BY3JIM BHU3HA4YalOTh JIOTIKY
yIpaBJliHHS: TOCIIJOBHE BUKOHaHHS (Sequence), BUOIp MEpIIOi NPUAATHOL TUIKH
(Selector), mapaynienbHe BUKOHaHHS Aekiibkox rutok (Parallel) Ta moaudikaTopu
(Decorators). VY3aranpHeHa CTpyKTypa THUIOBOIO Ji€peBa IOBEIIHKH IS

taktuuHoro NPC HaBeneHa Ha pUCYHKY 1.3.

KopeHeswuit

}

Byanu

PR Selector Sequence
(Control Nodes) (Combat Behavior) (Patrol Behavior)
Sequence Sequence
g e
A\ 4 Y
iskocny Is Alerted?
Visible? ’
v v \ 4

Shoot() SearchArea() Patrol()
f e e VS =

Byanu-nuctku
(Leaf Nodes)

Pucynoxk 1.3 — Iepapxiuna crpykrypa nepesa noseninku (Behavior Tree)

Takmii migxig 703BOJISIE€ OUTBIIT TIPUPOIHO OIMKUCYBATH CKIIAJHY TIOBEIIHKY Ta
nermie Moau(dIKyBaTh OKpeMI T'JIKHM JepeBa 0e3 MepenpoeKTyBaHHS BCIET CUCTEMU.
KoxHa rinka € camMoJ0CTaTHBOIO OJMHUIICIO MOBEAIHKH, IO 1HKAICYJIIOE€ YMOBH

3aIyCKy Ta MOCIIIOBHICTH Aii. [lepeBa MOBeMiHKH aKTUBHO BUKOPHUCTOBYIOTHCS Y
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Takux BiloMux irpax, sik Halo 2, Halo 3, cepis The Last of Us, Tom Clancy’s The

Division. 3aBAsKd MOXJIMBOCTI BI3yaJbHOIO peIaryBaHHS y CHEI[lali30BaHUX
iHcTpyMeHTax (Behavior Designer nns Unity, Al Behavior Tree Designer ains
Unreal Engine) BT crtanu ne-dakto cranmapToM mJjisi po3pOOHHKIB CEPEIHBOTO
PIBHS.

HesBakaroum Ha CBOIO THYYKICTb, JAepeBa MOBEAIHKNA TaKOXK MAIOTh CYTTEBE
0oOMe)XeHHSI: KOJKHA T'JIKa JAepeBa, 10 BIAMOBIIA€ IEBHOMY TAKTUYHOMY CIIEHAPIIO,
MOBUHHA OyTH SIBHO 3amporpaMoBaHa po3poOHuKOM. lle o3Hayae, 110 areHT He
3MaTHUH  CAMOCTIHHO 3HAXOAUTH HOBI CIOCOOM JOCSATHCHHS METH B
Hernepea0ayeHuX CUTYalllsIX — BiH JIUIIe BUKOHY€E HasiBHI cuieHapii. [Ipu 31TkHeHH] 3
cuTyalli€ro, 1o He nepeadadyeHa jnepeBoM mnoseninku, NPC abo «3acturaey, abo
TIOBEPTAETHCS 10 HAHOUTBII MPIOPUTETHOT T'UIKH, 10 YaCTO BUTJISAIA€ HETIPUPOIHBO.
OxpiMm Toro, mpu Benukux 3a obOcsrom BT (monamg 200-300 By3miB) ix
YUTA0CBHICTD 1 MATPUMYBAHICTh TAKOK TIOMITHO 3HHUKYIOTHCS.

JIns KUTBKICHOT OLIIHKMA BIAMIHHOCTEH MDK MIAXOJaMH JIOIUILHO MPOBECTH
EKCIIEPTHY OIIIHKY OCHOBHUX XapaKTepPUCTUK 3a JECATUOAIBHOIO IIKAJIOH0.
Pe3ynbTaTi Takoro MOpIBHSHHS I TpbOX OCHOBHMX miaxoniB — FSM, BT Ta

GOAP — HaBezeHi Ha pucyHky 1.4 ta B Tabmmmi 1.1.

10 1 WM FSM
Behavior Tree
mm GOAP

EkcnepTHa ouinHka (Big 1 no 10)

MpocToTa THYuYKicTB ApanTuBHicTe  EMepa)XeHTHicTb PoslumpioBaHicTs  poAyKTUBHICTH
peanizauii

Pucynok 1.4 — IlopiBHsiipHA o1iHKA NiaxoaiB Ao peanizamnii LI NPC
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Tabmuus 1.1 — [opiBHsuIbHA XapaKTepUCTUKa MiAXoMiB 1o peamizamii HII
NPC

XapakTepHCTHKA FSM Behavior Tree GOAP
[IpocroTa peanizamii Bucoka Cepenns Huzbka
Yac po3poOku Heenukuii Cepenniit Benuxuii
AanTUBHICTD Huzbka Cepenns Bucoxka
EmepmxeHTHICTD Bincyrus Ob6mexeHa Bucoka
OO6uuncnoBalbHI
MiHiManbHi Hesenuki [TomipHi
BUTpPATH

[TinTprMyBaHICTh KOAY Hwusbka Bucoxka Bucoxka
PosmmproBanicTh Hwusbka Cepenns Bucoxka

Hapeneni naHi nepekoHIMBO CBiA4aTh, 110 Metog GOAP HaibuIbi MOBHO
BIJITIOBIJIa€ BUMOTAM TaKTHYHHX CHUMYJISATOPIB, Ji€ KIOUYOBUMH € aJallTUBHICTH
IIOBEIIHKM Ta 3JaTHICTh areHTa CaMOCTIHHO 3HAXOAWTH OINTHMAajbHI TaKTUYHI
pillieHHs B HemnependaueHux cutyailisax. [lmaroro 3a 11 mepeBaru € OLIbII BHCOKA
CKJIQJIHICTh TTOYATKOBOI pearizallii Ta BIZHOCHO OLIBIINI OOYHMCITIOBAJIBHI BUTPATH,
SKi, BTIM, MOXHa CYTT€BO 3MECHIIMTH 3a JIOIIOMOTI'OK) METOJIB KEITyBaHHS Ta
€BPUCTUYHUX ONTUMIZallii (IeTaabHO PO3TIAHYTI Yy migpo3aini 2.7  miel

MOSICHIOBAJILHO1 3aITUCKN).

1.2 GOAP: npunmunu pobotu ta nepeBaru Hax FSM

Metox GOAP (Goal-Oriented Action Planning) — 1ie migxia 10 miaHyBaHHS
MOBEAIHKMA areHriB, M0 0a3yeTbcs Ha mnpuHIunax kimacugaoro STRIPS-
IIaHyBaHHsS, po3pobmeHoro @aiikcom 1 Himsconom y CreHdopacbkomy
JNOCHITHUIIBKOMY 1HCTUTYTI e y 1971 poui. Cama iness aBTOMaTH4YHOTO
IJIAHYBAHHS Yy IITYYHOMY IHTEJIEKTI BUHUKJIA 3HAYHO paHillle, HAa PaHHIX eTamax

PO3BUTKY ranys3i, y poborax MakkapTi, Hetoena, Caiimona. OgHak came KoMOIHAITIS
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TPhOX €JIEMEHTIB — (OpMalIbHOrO ONHUCY i Yepe3 MepeiyMoBU Ta e(eKTu,
€BPUCTHUYHOIO MOUIYKY y IPOCTOP1 CTAHIB 1 AMHAMIYHOI CUCTEMHM LLIeH — 3poduiia
MO>KJIMBUM MPAKTUYHE 3aCTOCYBAHHS X 11€H y KOMEPIIMHUX IrPOBUX MPOEKTAX.

Ha Biaminy Bim FSM Ta BT, GOAP He Bumarae Bifg po3poOHHKa SIBHOTO
BU3HAYEHHS BCIX MOJJIMBUX CLEHApliB MOBEAIHKU. 3aMICTh I[OTO PO3POOHUK
BU3Hauyae HabOip aromapHux aii (MoveToEnemy, Attack, Reload, TakeCover,
FlankAction, SuppressFire To110), KO’KHa 3 SIKUX OMUCYETHCSA TPbOMa aTpUOyTaMH:
nepeaymoBamu BukoHaHHS (Preconditions), edexkramu (Effects) Ta BapTicTiO
BukoHaHHA (Cost). IlepeymMmoBH ONKMCYIOTH CTaH CBITY, KMl Ma€ OYTH BUKOHAHUI
JUISL 3amycKy i, €eKTH OMHCYIOTh 3MIHU CTaHy CBITY HICJs 3aBEpIICHHS Ili, a
BapTICTh BHCTYNA€ METPUKOIO ISl TIOPIBHSHHSA allbTCPHATUBHUX TUIAHIB
TUTaHYBAJTBHUKOM.

LlenTpanbHUM KOMIOHEHTOM cucTemu € TutanyBaibHHK (GOAP Planner),
KWW BUKOHYE TIOIIYK ONTUMAIBHOT MOCTIOBHOCTI M1, 1110 IEPEBOUTH MOTOYHUN
CTaH CBITy 10 OakaHoro (IIbOBOro) crtaHy. Llel momryk 37iHCHIOETBCS HE Yy
¢bi3u4HOMY MPOCTOP1 PiBHA, SAK y 3ajadax naTdaHAUMHTY, a Y MPOCTOPi CTaHIB —
a0cTpakTHOMY Tpadi, 1€ BY3JIM BIANOBIJAIOTH MOXJIWBHUM JIOTIYHMM CTaHaM
cucTeMH, a pedpa BiAMOBIAAIOTH MOKIMBHUM JIiSIM 3 TIEBHOIO BapPTICTIO BUKOHAHHSI.

3arajpHa cxeMa Takoro rpada HaBeJeHa Ha pUcyHKy 1.5.

Mowyk nnaHy: BiA Wini 4O NOTOYHOro CTaHy (3BOPOTHMIA NOLLYK)

CURRENT STATE

INTERMEDIATE | (s INTERMEDIATE o) |  coaLsTaTE
STATE | nopetye | Action: ‘ STATE Action: | norpesye |- —
€= i Reload |€---- Attack |€--=---
\

Weapon Loaded: | notpe6ye
False .
| Has Ammo:
True

| Enemy Eliminated:

Wea Loaded:
‘ Cost: 3 = Cost: 2 | True

Has Ammo: [

True | True
‘ L { i o

A A A

Tm======1 Preconditions: | Preconditions:
i - Has Ammo: True - Weapon Loaded: True

( "] Cram(State) P20 o o i i 5 e g J

1 OTpumanmii nnaH (y 380pOTHOMY NOPAAKY): |
1. Attack (Cost: 2) i
2. Reload (Cost: 3)

(] nis (Action) ANropuTM NOLUYKY:
D MpomixHmi cram / MNepegymosa A* (A-Star)
~==+P Hanpamok nowyky (wasan) Wykae HaipewesLwnA Wnax

'
8ig Goal State go Current State T
Cost X  Bapricts A \A A ! 3aranbHa BapricTs: 5

Pucynok 1.5 — I'pad 3BopoTHOrO nouyky miany aiit 3a merogom GOAP



16

AJTOPUTM MOIIYKY, K MPABUIIO, PEai3y€eThcsl HA OCHOBI A* ab0 anroputMmy
Heiikctpu. IlnaHnyBadbHUK BUKOHYE TOLIYK Yy 3BOPOTHOMY HAamNpsIMKY: Bij
LIJILOBOT'O CTaHy /10 MOTOYHOTO, MiI0UPal0dy Ha KOKHOMY KpOIli 1111, €heKTH IKUX
BIJIMOBIJAIOTh MEPEIyMOBAM TONEpPEaHbO 3aryiaHoBaHUX Ai. Takuil miaxin mae
KUIbKa Ba)XJIMBHX TIEpeBar MOPIBHSHO 3 MPSIMUM MOIIYKOM: Mo-mepiie, (HakTop
TaTy’)KeHHS Y TIPOCTOPI CTaHIB areHTra, sSK MPaBWJIO, MCHIIUA caMe Y HAIpPSIMKY 10
IITbOBOTO  CTaHy; IMO-Apyre, 3BOPOTHUH  TOMIyK MPUPOJHUM  YUHOM
30CEPE/KYETHCS HA LUIECIIPIMOBAHUX JISIX, BIJICIKAKOUM HEPEJIEBAaHTHI TLIKH; TO-
TpEeTe, TaKWW TMiAXiM J03BOJISIE IUIAHYBAIBHUKY 3HAXOJIUTH HemepeadadeHi
pO3pOOHUKOM  KOMOiHamii Aif, IO caMe 1 TOPOKYE EMEpIKECHTHY,
Henepen0ayyBaHy MOBEIHKY areHTIB.

[Mpuknanom knacuuHoi peamizamii GOAP y komepiiiiHiid Tpi € mryrep
F.E.A.R. (Monolith Productions, 2005), ge areHTH IEMOHCTpPYBajlu Bpakarodye
TAaKTUYHE MUCJICHHS: 3aiiMalu (IaHKOBI O3MIi{, BAKOPUCTOBYBAIM KOOPJAMHOBAH1
aTaky Ta BIACTYNaJIM IiJi BOTHEBUM NPUKPUTTIM. L{i pe3ynbratu Oyiau JOCATHYTI
0€e3 JKOHOTO SIBHOT'O CIIEHAPHOTO MTPOTrPaMyBaHHs, BUKIIFOUHO Y€pe3 CUCTEMY IILIeH
ta aromapHux aiit GOAP. binbn cydacH1 IpuKIIaau BKIOYAOTh cucTeMy Nemesis
y Middle-earth: Shadow of Mordor (Monolith, 2014), nesiki mexanizmu I 8 Tomb
Raider (2013) Ta excnepumenTanbHy peanizaiito B Deus Ex: Mankind Divided
(2016).

[TopiasHO 3 BT, Meroq GOAP Bumarae nemnio OUIBIINX OOYHCITIOBAIBHUX
BUTpAT Ha (a3i INIaHyBaHHS, MPOTE HA MPAKTHUIIL 11 BUTPATH € IIUTKOM MPUHHATHUMHU
3aB/ISIKA KENTYBAaHHIO TUJIaHIB 1 BUKOHAHHIO MOBTOPHOTO IUIAHYBAHHS JIMIIE TPH
CYTT€BiM 3MiHI cTaHy cBity. Ha cepemnpoMy irpoBoMy oOOJajHAHHI BUTpATH Ha
TUTAaHYBaHHS IS areHTa 13 6106mioTexoro 3 5—10 nii cTaHOBIATH y cepeaabomy 0,2—
0,5 Mc Ha 3amuT, 0 CTAHOBUTH MeHIIE 3 % B TPUBAJIOCTI OJHOTO IrPOBOTO KaJIPy
3a 60 FPS 1 no3Bonsie minrpumysatu 10 20—-30 arenTiB ogqHo4acHo Ha ogqHomy CPU-
SIIPI.

OcHosHa nepeBara GOAP nonsirae y Tomy, 110 pO3pOOHUK OMUCYE IO MOXKE

pO6I/ITI/I arcHT» Ta «4Oro BiH X04Ye JOCAITH», a CUCTCEMA CaMa BH3HAYaA€ K CaMEC»
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1€ 3p0OUTH ONTHUMAJIBHUM YMHOM Y KOXHIM KOHKpPETHIM cuTyanii. Taka mapagurma
HA3MBAEThCS JEKJIapaTUBHOIO (Ha BiAMIHY Bin immeparuBHoi y FSM/BT) 1 mae
HU3KY BaXKJIMBUX HACIIJIKIB JIJIsl IPOIIECY PO3POOKHU:

— pPO3LIMPEHHS MOBEAIHKM areHta BiAOYBA€TbCA 4Yepe3 J10AaBaHHS HOBHUX
aTOMAapHUX J1ii a0o 1IiJIed, a He Yepe3 MepenucyBaHHs IPOMI3IKUX aBTOMATIB;

— areHT 3JaTHUM 3HAXOJWTHU HOBI TAaKTUYHI KOMOIHAIlll, HE mependayeHi
PO3POOHUKOM, IIO MOJAOBXKYE KUTTEBUN LIUKII TPU Ta MIJBUIIYE PEIrpaOeIbHICTb;

— KOMaHJa pO3pOOHMKIB MOXE MpalloBaTH MapajesibHO: Ju3aiiHepu
OMKCYIOTH I[UI1 Ta TIOBEAIHKOBI MpaBuja, IPOrpaMiICTH IMIUIEMEHTYIOTh aTOMapHi
i,

— 3a0e3MeuyeTbesi MPUHLUIOBA MOXKIMBICTH aBTOMATHYHOT ONTHUMI3aIlii
MOBE/IIHKM Yepe3 KOPUT'YBaHHS BapTOCTEH Iii (HampHKIiIaa, METOAaMU MAaTUHHOTO
HaBYaHHS);

— JIOTIKA MJIAaHYBAHHS € YITKO OKPECJEHOI0 aJFOPUTMIYHOI0 KOMIIOHEHTOIO,

IO MiAAa€Tbes GopMaIbHOMY aHaI3y Ta MOAYJIBHOMY TECTYBaHHIO.

1.3 Ormsana icayrounx peanizamii GOAP y xoMepuiHMX Ta akaaeMidHHUX

POEKTAX

Meron GOAP mae TpuBaity Ta HaCHUYEHY ICTOPIIO MPAKTUYHHUX peaizallii,
SAKI KOPHUCHO PO3TJIAHYTH HJisi PO3YMIHHSI €BOJIOIII MiAXOAY Ta BH3HAYCHHS
MEPCIEKTUBHUX HAMpsMiB BiacHOi poOoTu. Takuii peTpOCTEKTUBHHUM aHaIi3
JI03BOJISIE HE JIUIIE MPOCTEKUTH TEHICHIII PO3BUTKY CHUCTEM IUIAHYBaHHS, ajie i
BHSIBUTH «BY3bKi MICIS» KIACHYHHUX ITAXOAIB. 3M00yTHH JOCBiA KPUTHYHO
BOXIMBUN 111 (popmMyBaHHS OOTPYHTOBAHUX BUMOT 10 cTBOproBanoro I, mo6
VHUKHYTH THTIOBUX apXiTEeKTypHHX Mpobiem. CucTeMaTH30BaHMM OIS BIIOMUX
peanizaniiit GOAP naBeneno y tabnuui 1.2 13 3a3HaY€HHSIM POKY, TEXHOJIOTTYHOT

OCHOBH, KJIIOUOBHUX 1HHOBAIIIM Ta BUSABIICHHUX OOMEKEHb.



Tabmuus 1.2 — Xponosoris kiaoyoBux peanizauiiit GOAP
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Pix IIpoekT ILnargopma KiirouoBa iHHOBa1ist
] [lepmra komepiriiftHa peanizaiis,
2005 F.E.AR. Lithtech (C++)
KOOPJAMHOBAH1 TAaKTUYHI 11
] Pozmupena 6i6mioTeka it
2008 F.EAR.2 Lithtech (C++)
(monan 30 aTomapHUX Jii)
) ) [Moennanns GOAP 3 cucreMoro
2011 Brink idTech 4
KJIaciB 1 poJiei
_ ) GOAP niiga emepaKeHTHOL
2013 | Tomb Raider Foundation .
TIOBE/IIHKY TBApPHH
_ ] o Iarerpaniss GOAP 3 cuctemoro
2014 | Middle-earth | LithTech Firebird )
Nemesis
) GOAP gy NPC y Bigkputomy
2016 | Deus Ex MD Dawn Engine
CBITI
) [lepia mupoko nomupeHa
2019 | ReGoap (OSS) Unity / C# . o ,
BiKpuTa peamizaris st Unity
) ACHHXpOHHE TIJIaHyBaHHS,
2022 | CrashGoap Unity / C# . .
iHTerpaiis 3 ECS
) VY3araipHeHa Kpoc-pyliiiHa
2024 | GOAP.NET Unity / Unreal
peamizarris

Sx BumHO 3 Tabmui 1.2, OCHOBHUM MEHHCTPIMOM MPOTSITOM OCTAaHHBOTO

JECATUIITTA cTaja mirpaiis peamizamnii GOAP 3 3akpuTux KOMepIiHHUX PYIIiiB 10

Binkputux miatdopm Unity Ta Unreal Engine. Ile cTBoptoe cipusiTivBi yMOBH 715t

noaanbInoi yHidikamii miaxo/IiB Ta aKTHBHOT aKaJeMidHOi poOOTH Yy BIATMOBIIHIN

ramy3i. Cepesl BIIKpUTHUX peaiizailiii 0COOIMBO MOMITHE 3pOCTAHHS MOMYJISPHOCTI

npoekty ReGoap (Luca Tomei, 2017) [8], sxuii HapaxoBye monax 1500 3ipok Ha

GitHub Ta BUKOPUCTOBYETHCS Y UMCICHHUX THA1-TTPOEKTAX.
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1.4 Amnani3 BUMOT 40 TaKTUUHUX CUMYJATOPIB 1 irpoBoro I

Taktuunuii cumysstop OmmwkHboro 0ot (Close Quarters Battle, CQB)
BHUCYBa€ J0 CHUCTEMHU IITYYHOIO IHTEJNEKTY OCOOJMBI BUMOTHU, SIKI CYTTEBO
BIIPI3HSIOTHCS B BUMOT JI0 IHIIMUX aHPIB. SIKIIO Y KIACUYHOMY IIyTepl abo y
real-time cTpaTerii areHTH ONEPYIOTh MEPEBAXKHO Y BIAKPUTOMY HPOCTOPI 3 A00pe
nepeadadyBaHor reomerpiero, To y CQB-criieHapiax — sk mpaBuio, BcepeauHi
PUMIIIEHb, Y BY3bKHX KOPUAOpaX, Ha CX0JaX — FTEOMETPIsl € CKIIaTHO0, & TAKTHYHI1
pillIeHHs] MaroTh NpuiiMatucs y ¢paxuii cekyHau. Tumnosa koH(irypaiis Takoro

CIIeHapi0 300pakeHa Ha PUCYHKY 1.6.

|:| Touka yKpuUTTS . NPC (GOAP) A MpaBeLb

NPC: [P naHroemi obxin

-—
——
——

= E ] L]

NPC. |:| FpaBeub

Pucynok 1.6 — TunoBuii CQB-clienapiii TAKTHYHOTO CUMYJISITOPA

Ananiz cydacanx komepmianx CQB-cumynstopiB (Rainbow Six Siege,
Ready or Not, Ground Branch, SWAT 4) no3Bonsic BHOKpEMHTH HACTYIHI
crnenudiuai Bumoru g0 cuctemu LII:

— MUTTEBA PEaKIlisl Ha BTPATY JIIHII MPSMOi BUJUMOCTI: TIPH MOSABI areHTa Ha
BIIKPUTIN JIUISHIIl CYNPOTHUBHUK MOBHHEH pearyBaTu npotarom 200-300 mc, mio

MpUOIM3HO BIMOBIIAE YaCy peaKilii JIIOAUHH;
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— TAKTUYHO T'PAMOTHUN BHUOIp YKPUTTS 3 ypaxyBaHHSM IIO3MIIII 3arpo3u:
VKPUTTS HE TIOBHHHO OYTH «IIPO30PUM» JJII BOTHIO CYNMPOTHUBHUKA, a TaKOXK
MMOBUHHO 3a0€3MeuyBaTH MOKJIUBICTh MIBUAKOTO MEPEXO0Yy A0 CYCITHIX MO3UIIIN;

— KOOpAMHAIlISl KOMaHHO1 nmoBeAinku: TunoBuit CQB-crienapiii nependauae
aTaKky TIpyn 3 2—5 areHTiB, sIKI NOBHMHHI B3a€MOJOMNOBHIOBATH OJWH OJHOTO
(HampuKIaa, OIUH MPUKPUBAE BOTHEM, 1HILINUN 311MCHIOE (DJIAHTOBUI MAHEBD);

—amanramis g0 naid rpasng: Il He MOBHHEH TOTPUMYBATHUCS IKOPCTKO
3a/IaHUX CIIEHApPIiB, OCKUIBKHU JIOCBITUEH1 TPaBIll MIBUJIKO BUAThCS iX mependayaTy,
110 3HMXKYE ITPOBY LIHHICTD;

— peayi3M TOBEIHKM I1iJi BOTHEM: AareHTH T[OBUHHI JIEMOHCTPYBAaTHU
«IIPUPOJIHY» PEAKI[IF0 HA OTPUMAHHS KON (YKPUTTS, BUKIIUK MiTKPIIJICHHS ), a HE
IPOJIOBKYBATH aTaKy J0 MIOBHOTO 3HHILICHHS,

— BpaxyBaHHSI OOMEXKCHb CIOPSUDKCHHS: 3amac  OoempwuriaciB, dac
nepe3apsiKy, creriaibH1 3acoou (TpaHatH, (ienOeHry) MoBUHHI OyTH IHTETpOBaH1
y JIOTIKY IJIAHYBaHHS.

Konen 13 xmacmunux migxoxiB (FSM, BT) He Moke 3aI0BOJBHUTH IICH
NepeNTik BUMOT Y TTOBHOMY 00csi31 0€3 3HaUYHOI0 YCKJIaJIHEHHS JIoTiku. HaTomicTh
meronq GOAP npupoIHMM YHMHOM MIAXOJWTH IS PO3B’SA3aHHSA TaKWX 3a/ad:
JMHAMIYHA CHUCTEMa IIiJIel 3a0e3rnedye peakilito Ha 3MIHU CHUTYallii, eBPUCTUIHUI
IOIIYK Yy TMPOCTOPi CTaHIB TMOPO/IKYE ONTUMAJbHI TaKTWYHI pIlIeHHs, a
JIEKJIApaTUBHUM OIMUC il CIIPOIIYy€e ONMUC CIeNU(IKK CIOPAKEHHS Ta OOMEKECHb.
Buxoasuu 3 nporo, 11 po3pooku TaktuaHoro cumysisitopa CQB 0yio obpaHo came

GOAP sx apxiTeKTYypHY OCHOBY CHCTEMH IITYYHOTO IHTETIEKTY.

1.5 OOrpyHTyBaHHS BHOOPY IHCTPYMEHTAIBHHUX 3aC0O01B

Jns peanizamii cuctemu GOAP-maHyBaHHS y TakKTUYHOMY CHUMYJATOPI

HEO0OX1IHO o0paTu IrpoBUN pylIld Ta MOBY MpPOrpaMyBaHHA, 110 3a0e3nedaThb
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3py4YHY apXITE€KTYpPHY OCHOBY, JIOCTAaTHIO MPOAYKTHUBHICTH 1 IIUPOKI MOMIMBOCTI
JUISl TECTYBaHHS Ta BiJIJIarOJKEHHS.

IrpoBuii pymriit Unity Oyio 06paHo ik OCHOBHY miatgopmy po3poOku. Unity
Mocilae oJHE 3 TMPOBIIHUX MICHb cepell pylIiB y cdepl HE3aleKHOi Ta
HamiBNpoQeciiHOi PO3pOOKU Irop, MIATPUMYE KpOCIUIATPOPMHE pPO3rOpTaHHS
(Windows, Linux, macOS, koHcoil, MOOUIbHI MPUCTPOi) Ta HAJAE PO3TAILYKEHY
€KOCUCTEMY IHCTPYMEHTIB Il poOOTH 3 TPUBUMIPHUM cepefoBuieM. BOynoBana
koMrnoHeHTHa apxitekTypa Unity (Entity-Component system) 100pe y3roaxyeTbest
3 MonynbHUM minxoaoMm no peanizamii GOAP, ne xoxen moxynb (Perception,
Planner, Actions) wmoxxe OyTu peani3oBaHUN SK OKPEeMUH KOMIIOHEHT
MonoBehaviour. 3BeneHuil MOpIBHSUIBHUN aHalI3 OCHOBHMX IMPOBHUX PYUIIiB

CTOCOBHO 3aJ1a4l pO3pO0KH TAKTUYHOT'O CUMYJISITOpa HaBeleHo y Tabmuii 1.3.

Tabmums 1.3 — TlopiBHsSUTBHUN aHaI3 ITPOBUX PYIIIiB JJI1 TaKTHYHOTO

CUMYJISITOpa
) Unreal Custom
Kpurepiii Unity ) Godot
Engine (C++)
, C++/ GDScript /
MoBa CKpuITIB C# ) C++
Blueprints C#
. Hyxe
[Topir BXomxeHHs Huspkuit Bucoxnit Huzpkuit
BUCOKHUI
JlokymeHTaris Hyxe noBHa [ToBHa HocraTtusa Bnacha
ECS/DOTS Tax (DOTS) YacTtroBo Hi 3a motpebu
NavMesh Boynosanuii | BOynoBanuii baszoBuii Hi
CropoHnHi bararo . . Bnacna
o Jlexuibka [ToonuHOKI o
6i6morexku GOAP (ReGoap) peamizaris

Otrxe, obOpanuii crek Unity + C# + Rider mae onTumManbHe MO€IHAHHS

3py4YHOCT1 pO3pOOKH, MPOAYKTUBHOCTI 1 BI3yaJIbHUX IHCTPYMEHTIB ISl TECTYBAaHHS,
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0 € KPUTUYHO BAXKIMBHUM IpPU MNPOEKTYBAHHI Ta BIAJIArOJKEHHI MOBEIIHKU

IHTEJNEKTyaJIbHUX areHTiB.

1.6 IlocranoBka 3amadi

Ananiz cyuyacHoro crany irpooro UII, mpoBeaenuit y mnomnepeaHix
nipo3aiiax, BHUSBUB HE3alNOBHEHY HIIIY MDK MPOCTUMHU JIETEPMIHOBAHUMHU
niaxoaamu (FSM, BT), 110 € mimpoKoJoCTyIHUMU Ta 100pe 3aJJ0KyMEHTOBAHUMH,
Ta CKJIQJIHUMH KOMEPIIHHUMHU CHUCTEMaMU TUIAHYBaHHS, SIKi € MPONPIETAPHUMH i
MOTaHO 33JI0KYMEHTOBAaHUMU. BUIbIIICTh NOCTYNMHUX BIAKpUTHX peanizamiit GOAP
€ abo 3acrapimumu (po3paxoBaHi Ha Unity 4-5), a0 HaATO CHPOIIEHUMH W HE
BKJIFOYAIOTh MOBHOIIHHOT TAKTUYHOT MOJIeJI1 MoBeaiHKM 1715 ciieHapiiB CQB.

O6’exToM poOOTH 00paHO cUCTEeMYy iHTeNeKTyalbHOi ToBeaiHKH NPC y
TPUBUMIPHOMY TAKTUYHOMY CUMYJISITOP1 Ha 6a3i irpoBoro pymris Unity.

Metoro poOOTH € TPOEKTYBaHHS Ta peaizallisi MOBHO(PYHKIIIOHAIBHOT
cucremu GOAP nns TaktmuHuX creHapiiB Ommwkaporo 6orw (CQB), mio
3a0€3IeunTh aJIalTUBHY, HENepeA0auyBaHy Ta TAKTHYHO OOTPYHTOBAHY MOBEIIHKY
arcHTiB. JIJIs JOCATHEHHS IMOCTABJICHOI METH HEOOXITHO BUKOHATH TaKi 3aBJIaHHS

— IIPOBECTH aHaiI3 TpamumiiHux miaxoxiB mo peamizamii III NPC Ta
Bu3HaunuTH nepeBaru metony GOAP 1y1st TakKTHYHUX 3aCTOCYHKIB;

— po3poOuTH apXitekTypy MoayibpHOi cuctemu GOAP, mo Bkitodae
CEHCOPHUW MOJyJb, IUIAHYBAaJbHUK Ta OIONIOTEKYy aTOMapHUX i 3 YITKUM
PO3MEXKYBaHHSIM BiMIOBIATLHOCTEHH;

— pearnizyBatu anropuTM A*-IUIaHyBaHHS Y MPOCTOPi CTaHiB Jjisi TOOYIOBH
ONTHUMAaJIbHUX MOCIIJOBHOCTEH /iii areHTa;

— pO3pOOHTH TIACUCTEMY TONIYKY Ta KEPYBaHHS TAKTHUYHUMH TO3UIISIMH
(TOYKaMH YKPUTTS), 110 BPAXOBYE JIHIT IPSAMOI BUAMMOCTI, BIICTaHI Ta 3alHATICTh

MO3HI[IM COIO3HUKAMMU;
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— peanizyBaTh JUHAMIYHY CUCTEMY LIJIEH areHTa, Y Kl IpiopUTeTH LUIeH
3ajieXxaTh Bl MOTOYHOrO CTaHy CBITY (pIBHS 30pOB’s, HasBHOCTI OOempumacis,
BUJIUMOCT1 IPOTUBHUKA);

— pealizyBaTi NPOTOTUI TAKTUYHOrO cuMyJisitopa B Unity, 110 1€MOHCTpYE
TaKTUYHI MAaHEBpPH areHTiB: (aHroBi oOXOQu, BOTOHb Ha MNPUAYUICHHS,
KOOPJAMHOBAHUMU BIICTYTI,

— mpoBecTH (QYHKI[IOHATbHE TECTYBAaHHS CHUCTEMH Ta MOPIBHAJIBLHUHN aHaTi3
noBeaiHku areHTiB GOAP ta FSM/BT y i1eHTUYHUX TAKTUYHUX CLEHAPIAX;

— 0oOpMUTH TEXHIUYHY JOKYMEHTAI[Il0 Ta KEPIBHUITBO KOPHUCTyBaya 0
PO3p00JICHOT CUCTEMU.

Kpurepisimu  ycmimHOCTI poOOTH € MPOAYKTHBHICTH CHUCTEMH (4ac
TUTAaHYBaHHSI JUIsl OJJHOTO areHTa He TIOBHHEH TEepEeBUITYBaTH 1 MC Ha cepeHbOMY
IrpoBOMY O0JIaJIHaHH1); MacIITa0OBaHICTh (MATpUMKa IoHalMeHmie 20 areHTiB
onHouyacHo 31 30epexxeHHsM 60 FPS); takTmuna 0OIpYHTOBaHICTH MOBEIIHKH
(areHTH TIOBMHHI JIEMOHCTpYBaTH (hJIaHTOBI MaHEBPH, BUKOPHUCTAHHS YKPUTTIB,
KOOPJIMHOBAHY B3a€EMOJII0); HAIIMHICTh CUCTEMH (BIJICYTHICTh KpallliB 1 TOBUCAHb
HPOTSITOM TPUBAJIOIO IFPOBOTO CEAHCY).

Pe3ynbratu BUKOHAHHS MOCTAaBJICHUX 3aBJaHb MPEACTABICHI Yy HACTYIMHUX
po3aiiIax i€l MOsSCHIOBAIBHOT 3aIUCKH: Y IPYTOMY PO3ALTI OMMMCAHO apXiTeKTypHE
NPOEKTYBAHHSA CHUCTEMH; y TPETbOMY — IMPOTPAMHY peaji3allilo Ta pe3yJbTaTH
TECTYBaHHS; Y BUCHOBKAaX y3arajJbHEHO OCHOBHI pe3yJbTaTH pOOOTH Ta OKPECIECHO

HaIPsSIMH TI0IAJIBIIOTO PO3BUTKY PO3POOJIECHOT CHCTEMH.
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2 APXITEKTYPA TA AJITOPUTMIYHA MOJAEJIb CUCTEMU GOAP

2.1 3aranbHa MOJyJbHA CTPYKTYpa CUCTEMH IITYYHOTO IHTEJIEKTY

Po3poOnena cucremMa IITY4YHOTO IHTEJEKTY HEIrPOBHX IEPCOHAXKIB
nmoOyaoBaHa 3a MOAYJIBHUM apXITEKTypHHM MPHUHIIUIIOM, 10 3abe3neuye
HE3aJIeKHICTh OKPEMHUX IMIJCUCTEM, THYUKICTh iX Moaudikaiii Ta MOXJIUBICTb
HE3JIC)KHOTO TECTYBaHHS KOXHOTO KOMIOHeHTa. Takuil miaxia BiAMoBizae
NPHUHIIMIIAM CYYacHOI irpoBOi iHKEHEPii Ta MOJIETIIYE MATPUMKY KOJIY TPOEKTY B
JIOBTOCTPOKOBI# MepcreKTuBi. 30KpeMa, BiH JI03BOJISIE BUOKPEMHUTH aJTOPUTMIYHE
SJIPO CUCTEMHU TUIaHYBAaHHS BiJl IIATGHOPMO3aICKHOTO KOy iIrpOBOTO PYIIIis, IO B
MOJIaJIbIIOMY HaJa€ MOXJIMBICTH MEPEHECEHHS aJTOPUTMIYHUX MOAYJIIB Ha 1HII
maTdopmu 6€3 ICTOTHOT JOPOOKH.

3arajgpbHa apXiTEKTypa CHUCTEMH CKJIAJA€ThC 3 TPbOX  KIIOYOBUX
dbyHKITIOHATBHUX MOYJI1B: ceHcopHoro (Perception Module), Moaysnis ruianyBaHHs
(GOAP Planner) Ta Momysis BHKOHaHHS aromapHux niid (Actions Library).
Koopaunaritis Mk IUMHA MOIYJISIMU 3IHCHIOETHCS Yepe3 IEHTPaTbHUNH KOMIIOHEHT
GOAPAgent, sxuii peanizye 3aranpHuii xkuTTeBuil mukin NPC Ta Bucrtynae
CIIOJIYYHOIO JJAHKOIO MK aJITOPUTMIYHUM SIIPOM CUCTEMHU 1 1irpoBuM pymrieM Unity.
CrpykrypHO-hyHKIIIOHAIBHA CXeMa CHCTEMH HaBeJIeHa Ha PUCYHKY 2.1.

Cencopuuii  Moxaynb (Perception Module) Bukonye ¢yHKIiro 300py
iHbOpMaIlii Tpo CTaH HABKOJMIIHBOTO CEPEeNOBUIA Ta (OPMYBAHHS TJIOOATBHOTO
npeacTaBieHHs crtaHy cBity (World State). Monaynp 31ilicHIOE Taki OCHOBHI
omeparlii: BUSBICHHS CYNPOTUBHHUKIB Yy 3aJaHOMYy pajalyci CHPHAHSTTS 3a
nomomoroto nporeaypu Physics.OverlapSphere; nepeBipky niHii mpsiMoi BUIUMOCTI
(Line of Sight) uepe3s Buknuk Physics.Raycast; monryk moTeHIIIHHIX TOYOK YKPUTTS
Ha OCHOBI aHaJi3y TeoMeTpii piBHSA, BU3HAYCHHS TMOTOYHHUX IapaMeTpiB arcHTa,

TaKUX SIK PIBEHb 3/I0POB’S Ta KUIbKICTh OOEMPUIIACIB Y Mara3uHi.
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IrpoBe cepepoBuule Unity (cuena, NavMesh, ¢isuka PhysX)

— |

CeHCopHUIA MoayNb MnaHyBanbHUK
(Perception Module) | CTaH cBiTY (GOAP Planner)
OverlapSphere ’ (WorldState) » A* search
Raycast LoS KewwyBaHHS
Cmchn;;;ineﬁ BibnioTeka gin GOAPAgent
- (Actions Library) > KoopAauHauis
Ellmglj:ﬁsgemy Pre / Eff / Cost Idle/Plan/Exec

MNMoBepinka NPC y irpoBomy cBiTi

Pucynok 2.1 — CtpykrypHo-(yHkiionanbsHa cxema cuctemu GOAP

Mopayne mnanyBanHs (GOAP Planner) € neHTpadbHUM OOYHCITIOBAIbHUM
KOMIIOHEHTOM CUCTeMH. BiH oTpumye Ha BXiJ moToyHui ctad cBity WorldState,
HaOlp aKTUBHUX IIUJIEH 3 MplopUTEeTaMU Ta 010J110TeKy JTOCTYMHUX aTOMapHUX MIiil.
Ha ocHOBi mux maHuxX IUTaHYBaJIbHUK Oyaye Tpad CTaHIB Ta BUKOHYE IOIIYK
ONTHUMAJIBHOTO IUIaHY — IMOCIIIOBHOCTI JIiH, 10 MEPEBOIUTH CUCTEMY Bij] TOTOYHOTO
CTaHy JI0 IJIbOBOT'O 3 MIHIMAJILHOIO CYMapHOIO BapTICTIO BUKOHAHHS.

Monynb BUKOHaHHS aToMapHUX aii (Actions Library) MicTuTh Habip 6a30BUX
MOBEAIHKOBUX TMPUMITHBIB, 3 SKUX TUIAHYBAJIbHUK OyAy€ TIIAHW BUIIOTO DPIBHS.
Koxna atomapHa misi XapaKTepU3YEThCS TpbOMa aTpUOyTaMu: MepeayMOBaAMH
BukoHaHHs (Preconditions) — ymoBamMu cTaHy CBiTy, IO MarOTh OyTH BHKOHaHI
nepen 3amyckom 1ii; epexramu (Effects) — 3MiHamMu cTaHy CBITY MICHs 3aBEpIICHHS
nii; BapricTio BukoHaHHS (Cost) — YMCIIOBUM 3HAYEHHSM, 10 BHKOPHUCTOBYETHCS
MJIaHYBAJIBHUKOM JIJISI TIOPIBHSHHS aJIbTEPHATHBHUX TUIAHIB.

LentpanbHuM KoOpAuHYIOUMM KoMmHoHeHTOM € kiac GOAPAgent, mio
pealtizye CHpOIIeHY KIHIIEBY MAaIMHY 3 TPhOX CTaHiB BepxHboro piBHs: ldle
(ouikyBaHHs HOBOI 11U11), Planning (3anuT 10 miianyBaJibHUKA Ta OJIEpKAHHS IIJIaHY)

ta Executing (mocnijoBHe BUKOHaHHS A1l Tuiany). [lepexoan mMix nuMu cTaHamu
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HILIIOIOTHCS MOAISIMA HUXKUOTO PIBHSI: 3aBEPIICHHS J1i, BUSBJICHHS CYIPOTUBHUKA,
CyTT€BA 3MiHa MapaMeTpiB areHTa abo MPUMYCOBE CKACyBaHHS IUIaHy. 3arajbHa

cXeMa IIbOTO aBTOMaTa HaBEJICHA Ha PUCYHKY 2.2.

Hoea Uinb M nnaH eomosuil
o

|dle Planning |

Executing

MPUMYCOBE NepeniaHy8aHHs

Pucynok 2.2 — KinneBa Mamuna ctadiB BepxHboro pieHs GOAPAgent

[lepenik MOmyNiB CHCTEMHU 3 BU3HAYCHHAM iX NMPU3HAYCHHS, BXITHHX Ta
BUXITHUX JaHMX HaBeaeHo y Tabmumi 2.1. Taka dQopmamizamis Mex
BIJIMOBIIAJIBHOCTI MDK MOAYJISAMH 3a0e3rnedye MOXIIMBICTh 1X TMapajieiabHOl
PO3pOOKH JeKIbKOMAa BUKOHABISIMHU Ta IOJIETIIY€E HATMCAHHS MOYJIBHUX TECTIB.

3aBAsIKA 4YITKOMY PO3MEKYBaHHIO (YHKIIH MDK MOAYISIMU JOCATAETHCS
BHCOKAa THYYKICTh apXITEKTypH. 30KpeMa, IOTMOBHEHHsS Oi10JII0TEeKH HOBUMHU
aTOMapHUMU J1SIMU HE TOoTpedye Moaudikarii rianyBajIbHUKA, a 3MIHA aJITOPUTMY
TUIaHYBAaHHS HE BIUTMBAIOTH Ha pOOOTYy CEHCOpHOro Moayis. Taka apxiTeKTypHa
JEKOMIIO3UIlISI TAaKOXK CHPOIIYE FOHIT-TECTYBaHHS OKPEMHX KOMIIOHEHTIB
HE3aJIe)KHO BiJ] irpoBOTO pyIris: anroputMmivae sapo (Planner, World State, Actions)
MOXKe OyTHM TIpOTECTOBaHE Yy 3BHUYAWHOMY KOHCONbHOMY cepemoBuini .NET 6e3

sanmycky Unity Editor.
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Tabmuus 2.1 — Ilepenik MOy IiB CUCTEMH LITYYHOT'O IHTENEKTY Ta iX PyHKIIT

Monyab

IIpu3navyeHHns

Bxigni nani

Buxigni nani

PerceptionModule

30ip gaHUX PO

CraH irpoBoi

CLIEHU, TapaMeTpu

WorldState

ActionsLibrary

aTOMapHUX 1

CTaH CBITY (Dictionary)
NPC
[Tomryk _ _
WorldState, Goal, [TocnizoBHICTH
GOAPPIlanner ONTUMAJILHOTO _ _
ActionsList niit (Plan)
IUTaHY
Bukonanus Plan, irpoBui 3MiHa CTaHy CBITY

KOHTCKCT

/ are’ra

[Tomryk Touok

ITo3wuitis arenra,

CoverPoint (abo

CoverSystem .
YKPHUTTS TIO3HIIisl BOpOTa null)
Jnnamiune AKTHBHA IUIb 3
GoalsManager . WorldState .
KepyBaHHS [UISIMU PIOPUTETOM
Koopaunariis . . [ToBeninka NPC y
GOAPAgent VYei momymi .
KUTTEBOTO IIUKITY CIIEH1

Okpemo cCiil BiI3HAYMTH IepeBaru OOpaHOi apXiTEeKTypu 3 TOYKH 30PYy

posmmproBanocti cuctemu. Inrepderic IGOAPAction mgo3Bossie mogaBaTé HOBI

MOBEIIHKOBI TPUMITHBU 0€3 Moaudikallii IIaHyBaJbHHKAa Ta KOOPJIUHYHOYOTO

arerra. Ananoriuno, depe3 iHTepdeiic [Goal moxnuBa peamizailis HOBUX THIIIB

miJled 3 HEeCTaHAAPTHOKO JIOTIKOK JUHAMIYHOI TIEPEOI[IHKH TpiopuUTeTiB. Y

MalOyTHHOMY II€ CTBOpIOE€ (YHAAMEHT MJis I1HTEerpaiii METOAIB MAaIIMHHOTO

HAaBYaHHS, HANPHKIAJ, JJII aBTOMAaTHYHOI KOPEKIIii BapTOCTEH diii Ha OCHOBI

MOTIEPETHROTO JIOCBiy areHtra abo Juisi TeHepallii HOBHX IUJIeH 3 TpPUKIaIiB

JIEMOHCTpAITIi MOBEAIHKH.
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2.2 Mogenb miaHyBaHHs y IPOCTOP1 CTAaHIB Ta auropuTM A*

HentpansHoto konrenuicro metony GOAP € mpeacraBineHHs 3agadi
IUIaHYBAaHHS SK TMOLIYKY Yy MpocTopl craHiB. Ha BiAMiHYy Bix HaBIramiitHOTo
IUIaHYBAaHHS, JI€ MPOCTIp TMOIIYKY BiaNoBigae (i3MYHIM TreomeTpii piBHA Ta
peanizyerbest 3acobamu NavMesh, y GOAP mnpoctip momyky € aOCTpakTHUM
rpadoM, y SKOMY BY3JIM BIAMOBIJAIOTh MOMJIMBUM JIOTTYHMM CTaHaM IrPOBOTO
CBITY, a peOpa — aTOMapHHUM JisM 3 TIEBHOIO BapTiCcTIO mepexony. Takwii piBeHb
abcTpakifii 103BOJISIE TUTAHYBAJIBHUKY OIEPYBATH TOHATTSIMHU «IIO Mae OyTH
3po0JIEHO», a HE «KYAH TOTPIOHO MITH», M0 MPHUHIMIIOBO PO3IIMPIOE CHEKTP
TaKTUYHUX PIillIeHb, IOCTYITHUX areHTy.

CraH cBiTY GopMalli3ye€ThC K KIHIIEBA MHOKHHA TIAp «KIOY—3HAYCHHS, Y
AKif KOXKHA Tapa OMHCYE OJHY JIOTIYHY XapaKTepUCTUKY CHUTyarii. Y peamizarii
CHUCTEMHM CTaH MPEJICTaBICHO acolllaTUBHUM KOHTeHepoM Dictionary<string, bool>

MoBu CH#. HpI/IKJIaI[ THUITIOBOTO IIPCACTABJICHHA IIOTOYHOI'O CTAHY HABCACHO Y BI/Ipa3i:

S = { enemyVisible: true, hasAmmo: true, inCover: false,

healthCritical: false, magazineEmpty: false }. (2.1)

Xo4a y MOTOYHIN peaiizalii BAKOPUCTAHO BUKITIOUHO OYyJI€BUI TUI 3HAUCHD,
apxiTekTypa mependadae pO3IIUPEHHS O 3arajdbHOI Mozem States sk
Dictionary<string, object>, ne 3Ha4YeHHS MOXYyThb OyTH I[UIOYUCIOBUMH
(manpuknan, ammoCount), naifichumu (healthPercent) 4m mnepepaxyBaHHAMH
(threatLevel). Ile cTBOproe mOTEHIIIaN AJIsl MOJANBIIOTO BIOCKOHAJICHHS CHCTEMH
0e3 mepenpoEKTYBaHHS aJITOPUTMIYHOTO SIpa.

Koxna aTomapHa fiist A; OMUCYETHCS TPIMKOIO TapaMeTpiB 3a HOPMYIIOFO:

A; = (Pre(A),Eff (Ai), c(4) ), (2.2)
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ne Pre(A;) — MHOXXHUHA NepeyMOB BUKOHAHHS, TOOTO MIACTAH, sIKI MOBUHHI OyTH
BUKOHaH1 0€3M0CepeIHbO Mepe/] 3aIyCKOM ii;

Eff(4;) — muoxxuna eexriB, TOOTO 3MIH y CTaH1 CBITY IICJS 3aBEpLIECHHS Aii;

¢(4;) — 4KiciioBa BapTiCTh BUKOHAHHS, 110 BUKOPUCTOBYETHCS ISl MOPIBHSIHHS
aNbTEpHATUBHUX IUIAHIB Ta KEPYBAHHS IIPUPOJIHICTIO» MOBEAIHKH areHTa.

I'pad mnanyBanHs OyayeThCsl y 3BOPOTHOMY HAINPSAMKY, Bl [IILOBOTO CTaHy

10 noTouHoro. Takuit BUOIp 3yMOBIIEHUN JEKIJIbKOMa MIPKYBaHHSIMU: MO-TIEpILIE, B
3a/layax IJIaHYBaHHS TMOBEAIHKM areHTa KUIbKICTh MOJKJIMBUX KIHIIEBHX CTaHIB
3a3BUYail MEHIIAa 3a KUIbKICTh MOYAaTKOBHMX BApiaHTIB, IIO0 3MEHIIYE KOE()IIIEHT
raJly>kKeHHsI; IO-pyre, 3BOPOTHUIN MOIIYK MPUPOJHUM YHHOM 30CEPEIKYETHCS Ha
IIJIECIIPSIMOBAHUX JIIsIX, BIZCIKAIOUM HEPEJICBAHTHI TUIKH, TO-TPETE, TAKUU IT1IXI]T
PUPOIHO MOETHYETHCA 3 17IC€10 IEKJIapaTUBHOTO OIKUCY LilJIeH yepe3 OakaHui CTaH

cBiTy. Cxema npoliecy NouryKy IpouTtoCTpOBaHa Ha PUCYHKY 2.3.

hasAmmo=T

MoveToEnemy [2]

PickupAmmo [4]

enemyVisible=T

hasAmmo=T
Attack [1

INIT (noTouHKit) hasAmmo=T GOAL

hasAmmo=T inCover=T enemyDead=T
[TakeCover [2] [Attack [1

]
]

enemyVisible=T /

hasAmmo=T

AttackFromCover [3]

enemyVisible=T
magEmpty=T

g(n) = Hakonu4eHa BapTicTk, h(n) = eBpucTuka, f(n) = g(n) + h(n)

Pucynok 2.3 — I'pad 3BOpOTHOTO TOMIYKY TUTAHY y POCTOPI CTaHIB

JIns momyky ONTHMMAJIBHOTO IJIAHY 3aCTOCOBYETBhCS anroputm A*, 1o

MOEHYE TIEPEBAru MOLIYKY y MUPHUHY (MOBHOTA, ONTUMAJNIBHICTh MPU JOMYCTUMIN
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€BPUCTHII1) Ta 5Ka10HOT0 MOMyKy (IBUAKICTH). DyHKIIISA oiHKY f(n) 111 KOXKHOTO

BYy3J1a N BU3HAYAETHCS KJIACUYHOIO POPMYIIOIO:

f(m) = gn) + h(n), (2.3)

ae g(n) — cymapHa BapTICTh HUISIXY BiJ I[UIBOBOTO CTaHy J0 By3Jia N, HAKOIMHUYCHA
4yepe3 J0/1aBaHHs 3HaYeHb ¢ (4;);

h(n) — eBpucTryHa GYHKIIIs, 110 OIIHIOE MIHIMAJIbHY BapTICTh HUIAXY BiJ By3Ja
N JI0 TOTOYHOTO CTaHYy.

Sk eBpUCTHKAa BHUKOPHUCTOBYETHCS KUIBKICTh HE3aJIOBOJICHHX JIITEpasiB
I[IJTbOBOT'O CTaHy, 110 € TMPHUPOJHUM HUXKHIM OOMEKEHHSM pPEaJIbHOi BapTOCTI Ta
BIJINTOB1/1a€ BUMO31 IOMYCTUMOCTI eBpUCTUKH A*. Ile rapanTye, 1110 3HalIeHUI T1aH
Oyzne ro0anbHO ONTUMAIBHUM 32 KPUTEPIEM CyMapHOi BapTOCTi, 0 (GOopMaIbHO
JIOBEJIEHO y KiIacu4Hil ctaTTi Xapra, Hinbcona 1 Padaens [4].

Jlns ontuMizallli 0OYMCIIIOBAJIbHUX BHUTpPAT IUIAHYBAJIBHUKA Ppeali30BaHO
MEXaHI3M KeIlyBaHHA IUIaHIB. SKIIO 10 TUIaHyBaJlbHUKA HAAXOAWTH 3aluT 3
IICHTUYHUMH TlapaMeTpaMu (MIOTOYHUN CTaH CBITY Ta IUIb, IO 30IraroThcs 3
MOTIEPETHIMHU Y MEXaX JOIMYCTUMOT MOXUOKH), IIOBEPTAETHCS KEIIOBaHUH TIJIaH Oe3
MOBTOPHOrO 3amycky A*-momyky. lle oco0auBo e(heKTHBHO B CIICHApIAX, JI€
JEKUJIbKa areHTiB OJHOYACHO ONHHSIOTHCS B MOMIOHMX TAKTUYHHX CHUTYaIlisiX.
JlomaTkoBO, peai3oBaHO ACUHXPOHHE IIJIAHYBaHHS 3a JIOMOMOTOI0 MEXaHI3MY
async/await y C#, 1o BUHOCHTh OOYHUCIICHHS TUIaHY B OKPEMH TOTIK 1 HE OJIOKy€
ITpOBUH IIUKIT PEHICPUHTY.

VY3aranbHeHUN MCEBIOKOJ alropuTMy IuianyBaHHs miisi metona GOAP
moAaHo y jictuHry 2.1.

Jlictunr 2.1 [lceBnokox anroputMy A*-mmaHyBaHHS Y TIPOCTOPI CTaHIB!

function Plan(currentState, goalState, actions):

openSet = PriorityQueue() // uepea 3 npiopumemonm 3a f(n)
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while openSet not empty:

n = openSet.PopMin()  // éy30.1 3 minimanerum f(n)
if Satisfies(n.state, currentState):
return ReconstructPlan(n) // nian 3naiioeno
foreach action in actions:
if EffectsMatch(action, n.state):
newState = ApplyBackward(action, n.state)
if newNode not in closedSet:
openSet.Add(newNode)

return null // naan He 3namdeno

HaBenena peanizaiis mae OOYHMCIIOBAJIbHY CKJIQJHICTh y HaWTipmioMmy
Bunagky O(b9), ne b — cepenHiit KoediliEHT TaTyKEHHS TPOCTOPY il (KUIBKICTh
i, ePeKTH IKUX MOXYTh OyTH 3aCTOCOBAHi J0 MOTOYHOIrO By3ia), d — JOBXKUHA
ONTUMAJIBHOTO IIJIaHYy. 3aJIeKHICTh KITBKOCTI BY3JIIB IMOIIYKY BiJl IIMX MapaMeTpiB

HaBeJeHa Ha PUCYHKY 2.4.

O6uuncnoBanbHa cknapgHicTe A*-nowyKy O(h¢)

-8 b =3 piit
b =5 nii
| =& b =7 pin
I'Iplf‘IDIHﬂTHe HaBaHTa»xXeHHA

=
(=]
©

107 |

[y

o
™
1

KinbkicTb By3niB nowyky (norapud. wkana)
[
o
%
:

[
(=)
—

2 4 6 8 10 12
LoBXXKMHa nnaHy d (KinbkicTb Ain)

Pucynok 2.4 — O6uuncitoBaibHa CKIaAHICTh A*-TIOIIYKY AJI PI3HUX apameTpiB

3aja4l
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Ha mpaktuni 3aBasku OOMEXEHIM KIIBKOCTI aTOMapHHUX i (y CUCTEMI
peani3oBaHO CIM i) Ta HEBENMKIA AOBXHHI MiaHiB (5—10 KpoKiB y THNOBHX
CLEHapisiX) U CKIAIHICTh € LUIKOM NPUIHATHOIO NIl BUKOHAHHS Yy PEAJbHOMY
yaci. EkcnepuMeHTallbHI BUMIPIOBAHHSI, HABE/ICHI Y TPETHOMY PO3JILII Li€T pOOOTH,
MIATBEPAXKYIOTh, 1110 TUTIOBUI Yac MJIaHyBaHHs AJis ojfHoro arenta y CQB-cuenapii

He nepeBuinye 0,4 MC Ha CEpeIHLOMY IFPOBOMY OOJIaJHAHHI.

2.3 TlpoexTyBaHHS CEHCOPHOI'O MOIYJIs

CeHcopHMII MOAY/Ibh € TEPIIOI0 JIAHKOI Yy KOHBEEP! MPUUHATTS pPILIECHBb
areHToM. Moro OcHOBHA (YHKIiSi — IEpPETBOPEHHS CHPHX AAHHUX irPOBOrO
cepenoBuiia y hopmanizoBane nojganus WorldState, mpugaTHe 111 BUKOPUCTAHHSI
MOJyJIEM IUJIaHyBaHHS. ApXITEKTYpHO MOAYJIb peanizoBanuii sk C#H-kiac
PerceptionModule, mo ycmaakoBye MonoBehaviour irpooro pymris Unity 1
IPUKPIILTIOETHCS 10 irpoBoro 06’ ekta NPC mopsia 13 komnonentamu GOAPAgent
ta GOAPPlanner.

[IpuHnun poGOTH MOIYNS pealli30oBaHO SK OOUYMCITIOBAIBHUN IIUKI, IO
BUKOHYEThCS 3 (PIKCOBAHOIO YACTOTOIO, 3a 3aMOBUyBaHHAIM 10 pa3iB Ha CEKyHIy.
Taka yacToTra CBIIOMO OOpaHa 3HAYHO HIDKYOIO 3a 4acTtoTy KaapiB (60 FPS) 3
MIpKyBaHb MPOAYKTHBHOCTI: omepaiii Raycast ta OverlapSphere € BimHOCHO
JOPOTUMH B OOUHCITIOBAILHOMY CEHCI, TOMY X BUKOHAHHS Ha KOXXKHOMY KaJIpi JJIst
KOXKHOTO areHTa Ha CIIeH1 mpu3Beno O 10 HempuilHATHOrO HaBaHTakeHHa Ha CPU.
3umwxkennsa yactotu 70 10 ['11 3a6e3meuye 1miakoM nNpuiiHATHY peakTuBHICTh NPC 3a
YMOBH CYTTEBOTO 3HIKCHHS OOYMCIIOBAIBHUX BUTPAT. Y3aradbHEHUH aarOpUTM

OJIHOTO LIMKJTY CEHCOPHOI'O MOJYJIsl HABEJAEHUIN HA PUCYHKY 2.5.
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ANropuTM poGOTH CEHCOPHOTO MOgY A

< CrapT iTepauji (10 'u) >

| Physics.OverlapSphere }

pagiyc = 25 M

Hi - TaK
3HaigeHo?

[ Physics.Raycast - LoS ]

v

Hi TaK

enemyVisible = true
lastknownPos = pos

v

OHoBneHHs HP / Ammo y WorldState

KiHeub iTepauii

Pucynok 2.5 — Anroput™m poGOTH CEHCOPHOTO MOIYJIS

,_
S

BusBieHHsI CynpOTHBHUKIB BiAOYyBa€ThCS y JBa MOCHIIOBHI erarmu. Ha
MepiioMy  erami, [IUPOKOMY CKaHyBaHHI, BHKOPUCTOBYETbCA MpOIeaypa
Physics.OverlapSphere irpoBoro pymris Unity 115 omryKy BCix irpoBuX 00’ €KTIB 3
teroM «Enemy», 1m0 3HaXOmAThCs y 3aaHOMY pajiyci CIpUHHATTS areHTta (3a
3aMOBYYBaHHAM 25 meTpiB). Lleit eTam € 0OOYHMCIIOBAJIbLHO JIEIICBHM, OCKUIBKH
BUKOPUCTOBYE MPOCTOPOBE KeIIyBaHHS (i3uuHOi cuctemMu Unity 1 HE BuUMAarae
TpacyBaHHS MPOMEHIB.

Ha npyromy eTami, TOYKOBi# mepeBipiri, J1sl KOKHOT'O 3HAMICHOTO KaHIuaaTa
BUKOHYEThCS TiepeBipka il mpsmoi BugumocTi (Line of Sight) mmsxom
BUKUJaHHA npoMeHs Physics.Raycast 3 Touku po3TamiyBaHHsS «O4eil» areHra
(eyeTransform) no Touku npuiiroBanHs 1ut. [lell etam BpaxoBye HpOMiXHI

(G13UYHI NEepelKoAn: CTIHU, KOJIOHH, KOHTEHHEpH, HIINX areHTiB. TUIbKU SKIIO
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oOMJIBl TEpEeBIPKU YCHIlIHI, OO0 ’€KT BBAXKAETHCSI «BUJIUMHUM» 1 BIJNOBIIHA
BJIACTUBICTH enemy Visible BCTAHOBIIOETHCS y 3HAUECHHS true.

CeHcOpHMII MOIYJdb TAaKOX BIAMOBIOA€ 32 MOHITOPUHI BHYTPIIIHIX
napaMeTpiB areHta: piBHsA 370poB’s (healthPercent), 3amumky Ooenpunacis
(ammoInMagazine), craHy mnepe3apsaKud TOIO. 3MiHA IUX [apaMeTpiB
aBTOMAaTHU4YHO BinoOpaxkaeTbes y BianmoBimHux kimtodax WorldState (healthCritical
npu healthPercent < 30, hasAmmo npu ammolnMagazine > 0, magazineEmpty six

IHBEPCHUH Iparop TOulo).

2.4 TlpoexTyBaHHs 010J1I0TEKH aTOMApHUX J1H

bibniorexa aromapHux a1t € HA60POM 0a30BUX MOBEIHKOBUX IMPUMITHUBIB, 3
AKUX TUIAaHYBAJIBHMK OyAye Tutanu Buimoro piBHsa. KokHa aromapna mist
peanizyeTbes ik okpemuit C#-Kiac, 10 yCIaJKoBYye CHUIbHUN aOCTpaKTHUM Kilac
GOAPAction. Bin, y cBoto 4yepry, peanizye intepdeiic IGOAPAction, 1o Bu3Havae
KOHTPAKT B3a€MO/IIi 3 TUIaHYBaJIbHUKOM. 3arajbHa cXxema lepapXxii Ki1aciB HaBeJleHa

Ha PUCYHKY 2.6.

«interface»

IGOAPAction

GetPreconditions()
GetEffects()
GetCost()
CheckProc()
Execute()

+ o+ o+ o+ o+

)

A

| saniave
| peaisye
|
|

«abstract»

GOAPAction

# preconds : Dict
# effects : Dict
_#_cost : float

\Y, V V V vV V

AttackAction MoveToAction ReloadAction TakeCover FlankAction SuppressFire

Pucynok 2.6 — lepapxis knaciB 610mioteku aromapuux aiii (UML)
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[atepdeiic IGOAPAction MicTUTh 1’SITh  OOOB’SI3KOBUX  METOJIIB:
GetPreconditions() — moBeptae cioBHHMK mepeaymoB BukoHaHHs; GetEffects() —
noBepTae ciioBHUK edekTiB 1ii; GetCost() — moBepTae YuCIOBY BapTICTh BUKOHAHHS
nii B morounomy koHTekcTi; CheckProceduralPrecondition() — nogaTkoBuii MeTO
IUI TIEPEBIPKM KOHTEKCTHUX IEPEAYMOB, SIKi HEMOXIJIMBO BHPA3UTH CTaTHUYHO
(HanmpuKIaJl, HasBHICTh BUIBHOI TOUKHM YKPUTTS y pajiyci gocskHocTl); Execute() —
BIACHE BHMKOHAHHS [ii B IrpOBOMY LHWKII (METOJ BHKIHUKAETHCS TMOBTOPHO [0
3aBepILIEHHS [1i).

Po3poOnena 0i0nioTeka BKIOYae ciM 0a30BUX aTOMapHUX A, SKI
3a0e3MneuyroTh JOCTaTHIN Ha0lp TAKTUYHUX NPUMITUBIB A1 cueHapiiB CQB.

[epenik aiii 3 ix nmepegymoBamMu, epeKkTaMu Ta BapTICTIO HABEJIEHO Y TaOIHUII
2.2. Baprocti migiOpaHi eMIIpUYHUM MUISIXOM TaKUM YUHOM, II00 y THUIIOBUX
CUTYaIlisiX TUIAHYBAJIBHUK BiJJIaBaB MepeBary OUTBII «IIPUPOTHUMY» 3 TaKTHYHOT
TOYKHU 30py BapiaHTaM, HaPUKIIAJ, Iepe3apsaall B YKPUTTI Iepe] aTaKoko 3aMICThb

IPSIMOTO IITYPMY 3 TIOPOKHIM Mara3uHOM.

Tabmums 2.2 — bidnioTeka atomapuux aiid cuctemu GOAP

Hist IlepexymoBu EdexTn Cost
MoveToEnemy enemyKnown=T enemyVisible=T 2
enemyVisible=T,
Attack enemyDead=T 1
hasAmmo=T
_ hasAmmo=T,
Reload magazineEmpty=T 1

magazineEmpty=F

TakeCover coverAvailable=T inCover=T 2

_ enemyVisible=T,
FlankAction flankPosReached=T 5
flankRouteOK=T

_ hasAmmo=T,
SuppressFire ) enemySuppressed=T 3
allyFlanking=T
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Ak BuaHo 3 Tabmumi 2.2, aii FlankAction Tta SuppressFire maioTs HailBuIy
BapTICTh (5 Ta 3 BIAMOBIIHO), L0 BIIOOpaXKae iX XapakTep SIK CKJIAJHUX TAKTUUHHUX
MaHEBpIB, SKI MOTPEOYIOTh TMEPEHECEHHS CUJI areHTa Ta 3allHATTS Bpa3IMBUX
no3uiiii. HatomicTe aii 3 HaliHmwkuoro BapricTio (Attack, Reload) € 6azoBumu
pPEaKTUBHUMH TIOBEJIHKOBUMHU akTaMu. Taka iepapXii BapTOCTEH CTBOPIOE
NPUPOAHUI TAaKTUYHUN MPIOPUTET: areHT BIAAACTh MepeBary arauli y MpoCTid
CUTYyallii, ajle BIAacThCS N0 (PIAHKOBOTO MaHEBPY y pa3i, KOJIM MpsiMa araka
0JIOKOBaHa.

Cuctema mineit arenta (Goals System) mnoOymoBaHa 3a NPUHIUIIOM
JUHAMIYHOTOo NpiopuTeTy. Ha BiAMIHY BiJl CTATUYHUX CUCTEM, A€ OPSAI0K PO3TIIAY
e QikcoBaHUN PO3POOHUKOM, Yy Wi apXITEKTypi MPIOPUTET KOXKHOI LIl €
(YHKITI€I0 TOTOYHOTO CTaHy CBITY.

VY peanizamnii cuctemMu TmepeAdOaYeHO JB1I OCHOBHI I[UII BHUIIOTO PIBHSA:
EliminateEnemy (JikBimyBatu npoTuUBHHMKA) Ta Survive (BuxkuTH). KoxkHa IUTH
peanizoBana sk C#-kiac, mo ycnaakoBye abctpaktHuit ki1ac GOAPGoal ta Hanae
peamizaiito 1Box MeToaiB: GetDesiredState() — moBepTae UIbOBHI CTaH CBITY, IKUH
ciin gocsrtu; CalculatePriority(WorldState ws) — o0umcCIiIIO€ TOTOYHUHN MPIOPUTET
U1 K QYHKITIIO cTaHy cBiTY. JIMHAMIKA 3MiHU IPIOPUTETIB IUX LIUICH 3aJIeKHO Bij

KJIFOUOBOTO TTapaMeTpa areHTa — PiBHA 3710pOB’sl — HaBeJIeHa Ha PUCYHKY 2.7.

AuHaMiyHa 3MiHa npiopuTeTiB Linei areHTa Big HP

1.0 4 KPUTUYHII

nopir HP=30%

0.8 1

= EliminateEnemy o
= Survive

MpiopuTeT Uini

0.2 1

0.0 T T T T
0 20 40 60 80 100
PiBEHb 3[0POB'S areHTa, %

Pucynok 2.7 — JlunamiyHa 3MiHa NPIOPUTETIB LiJIeH areHTa Bia piBHs HP
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JIMCKpeTHUI onKC NMpaBUil AMHAMIYHOL 3MIHU IPIOPUTETIB LLJIEH HABEIEHO Y
tabmuui 2.3. Y 11 Tabnuill npeacTaBieHO OCHOBHI YMOBH, 3a SIKMX B110YBa€ThCs
NEPEKITIOYEHHST MPIOPUTETIB, a TAKOXK MPUKIAAU CUTyalld, y SKUX L1 IpaBuia
CIPALbOBYIOTb.

[Ipu 3MiH1 cTaHy CBITY IUTAHYBAJILHUK OOMPAE I[1JIb 3 HAUBUILIUM IPIOPUTETOM
cepell aKTUBHUX 1 Oynye TuiaH ii JOCATHEHHsS. SIKIIO B MpOIECi BUKOHAHHS
NOTOYHOTO TUIaHY NPIOPUTETH 3MIHIOIOTHCS, HANPUKIAJ, pPIBEHb 3J0POB’S
3HIKYETHCS HUKYE KpUTHUHOTO mopory (30 %), To areHt nepepuBae BUKOHAHHS

IMOTOYHOI'O TUIAHY Ta NCPCXOIUTh O INIAHYBAHHA Hi}:[ HOBY I_[iJIB.

Tabnuus 2.3 — Jlunamika npiopUTETIB LIJIEH areHTa

YMoBa cTany CBiTy EliminateEnemy Survive
healthPercent > 70 % Bucoxkwuii (0.9) Huszpkwii (0.2)
30 % < healthPercent < 70
% Cepenniti (0.6) Cepenniii (0.5)
healthPercent < 30 % Husbkwii (0.3) Bucoxuii (1.0)
magazineEmpty = true [Ipu3ynuHeHo AKTHBHA
allyDown = true (mopyu) 3amxeno (0.4) [MTigBumeno (0.7)

Leti MmexaHi3M 3a0e3nedye HEOOXiIHY PEaKTUBHICTh Ta peajli3M MOBEIIHKH,
HE BUMAararouu sSBHOTO MPOTPaMyBaHHs MEPEX0/IiB MK TAKTUYHUMH CTaHAMHU, 5K Y

racuuanx FSM-cucremax.

2.5 Tlimcucrema MomryKy yKpuTTIB 1 TAKTHYHUX MO3UITIN

OpHiero 3 KIIOYOBUX I1HHOBAIM PO3POOIIOBAHOT CHUCTEMHU € TiACHUCTeMa
nomyky ykputTiB (CoverSystem), sika 3a0e3nedye TaKTUUHO TPAMOTHUM BHUOIp
no3uilii 1y are’TiB y CQB-crenapisx. [IpuHiinnmoBa BiAMIHHICTD II€T TIACUCTEMHU

Bl TPUBIAJIBHUX peaizaliid MOJsIra€e y TOMY, IO MPU BUOOPI TOUYKU YKPUTTS
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BPaXOBYETKCS HE JIUIIIE 11 TPOCTOPOBA JIOCTYMHICTD, ajie 1 TAKTUYHA JOIUIBHICTh —
30KpeMa, 3a0e3neueHHs (I3MYHOTO 3aXHUCTY Bl BOTHIO CYNPOTHBHUKA Ta
3ano0iraHHs 3alHSITTIO OJHIET TOUKU JEKUTbKOMA COIO3HUKAMH.

[Tincucrema CoverSystem peanizoBaHa sIK OKpeMHI MEHEIKep, 1110 30epirae
peecTp 3apeecTpoBaHUX Ha PiBHI TO4oK yKpuTTs Tumy CoverPoint. KoxkHa Taka
TOYKA TMOMNEPEIHbO PO3CTABISETbCS JU3aHEPOM PIBHIB dYepe3 ClelialbHUM
komrnoHeHT Unity Ta peecTpyeTbes y €quHOMY peecTpi uepe3 meToq OnEnable().
Taxa apxiTekTypa 103BoJisi€ e(heKTUBHO 30€piraTu TOUYKH Y IPOCTOPOBIN CTPYKTYpi
(manpuknan, y k-d nepeBi) asis mBUAKOTO MONIYKY HAHOIMKUMX KaHAUAATIB.

[Tpu 3anuti arenra CoverSystem BHKOHY€ (DITbTpallif0 TOYOK 332 TaKUMH
KPUTEPISIMU: TO-TIEPIIIe, Bi/ICTAaHb JI0 areHTa HE MEPEeBUIIYE 3aJaHOr0 MOpory (3a
3aMOBUYBaHHAM 15 MeTpiB); mo-apyre, Touka 3abe3nedye (I3MUHMIA 3aXUCT BiJ
BOTHIO CYITPOTHBHHUKA (TIEPEBIPAETHCS pa3jaBaHHAM Raycast Bij TOUKH YKPUTTS 10
OCTaHHBLOI B1IOMOT MO3UIIIi CYMPOTUBHUKA, JIIHIS Mae OyTH 0JJOKOBaHA re€OMETPIEI0
piBHA); MO-TPETE, TOYKA HE 3aiHATA IHIIMM areHTOM-COIO3HUKOM (OpOHIOETHCA
yepe3 npamnop isReserved).

OxpeMo10 BKIIMBOIO 33/1a4€l0 € TUHAMIYHE Pe3epBYBaHHS TOUOK YKPHUTTS.
Komu arent A mpuiiMae pillieHHs 3aifHATH TEBHY TOYKY, I TOUYKA MO3HAYAETHCS
npanopoM isReserved mo MoMeHTty ¢dakTuuHoro npubyTTs areHnra. lle 3amoOirae
CUTYyaIlisIM, KOJIM JACKUJIbKa areHTIB OJHOYACHO TUIAHYIOTh 3alHATH OJIHY U Ty camy
TOYKYy, 1[0 B TOJAJIBIIOMY IPU3BEIO0 O JI0 KO3 pyXy Ta HENpPUPOITHOTO
ckymuerast NPC y onHomy miciii.

JIns migBUIIEHHS TaKTHYHOI TPAMOTHOCTI MOBEIHKH arcHTIB pealli3oBaHO
TAKOXX CHCTEMY OIlIHKH SKOCTI YKpUTTA. KoXHa TOYKa OTpUMYE METPHUKY
CoverScore, 1110 BpaxoBy€: BUCOTY MEPEIIKOAM (MIOBHE a0 MOJIOBUHHE YKPUTTH);
KUTBKICTh HANpPSMKIB, 3 SKUX TOYKA MPOCTPLIIOETHCS; BIACTaHBb 10 HAWOIMIKYOTO
BUXONy IIJISi TIOJIJIBIIIOT0 MAaHEBPYBAaHHS, MOXJIMBICTh MIBHAKOTO IEPEXOIY [0
cyciiHiX To4ok. Taka OaraTroBUMipHa OLlIHKA J03BOJISIE INIAHYBAaJIbHUKY OOMpaTH HE

pOCTO OyAb-SIKY JOCTYIHY TOUKY, a CaMe HallKpally 3 TAKTUYHOI TOYKU 30pY.
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2.6 IlpuHuunu KoopuHaIlii KOMaHIHOI B3a€MO/IIi areHTiB

Opnum 13 KIO4OBUX BUMOT 10 cuctemu LI nmus TakTHYHUX CUMYIATOPIB
CQB € xoopauHailiss KOMaHAHOI B3aeMoOii JEKUIbKOX areHTiB. Kiacuuni
KOMepIIiiiH1 peanizaitii, Taki sik F.E.A.R., mocsiranu mporo nuisxoM BUKOPUCTAHHS
crnuibHOi cTpykTypu aaHux (Squad Blackboard), Ha skili areHtu wmorau
nyOniKyBaTh Ta 34UTyBaTH 1H(OpMAaIiI0 MPO CHUIbHI HaMIpy Ta MOTOYHI Jii.
AHanoriyHui niaxig peaiizoBaHo 1 B po3poOJIOBaHiil cUCTEMI.

ApXITEeKTypHO KOMaHAHa KOOpAMHAIlS  peali3oBaHa uepe3  Kiac
SquadCoordinator, mo rpynye areHTiB y TakTH4Hi migpo3auiu (mo 2-5 NPC y
KOXXHOMY) Ta MATpUMYE ciiibHy qo1Ky nanux (Blackboard). Ha 1iit mommii arentu
nyOiKylOTh Taki TUNMM 1HQOpMAIlii: MOTOYHA TAaKTUYHA TMO3UIIS; HAMIp 3alHATH
NEBHY TOYKY YKPHUTTA (3amobirae xouri3isMm); HaMmip BUKOHATH (hJIAaHTOBUN MaHEBD
(1HIII1 areHTH MOXKYTh CKOPUTYBaTH CBOIO MOBEIHKY). [IpuHIIMTIOBA cXeMa TaKoro

MeXaHI3My HaBeJleHa y Taomuili 2.4.

Tabmums 2.4 — [ndopmartiiini mons Squad Blackboard

IToJe Tun IIpusHayenus
_ enum {Leader, Flanker, TakTu4Ha POJIH areHTa y
activeRole[agent] . o
Support} miapo3ini
) _ Cnucok 3ape3epBOBaHUX
reservedCovers List<CoverPoint>
TOYOK YKPHUTTA
_ 3aIuIaHOBaHa TOYKa
plannedFlank[agent] Vector3 (mo3wutris)
¢b1aHTOBOTO MaHEBPY
OcTaHHA BigoMa IO3UIlis
lastknownEnemyPos Vector3 .
BOpora (CruibHa)
_ _ Yu akTHBHUH 3apa3 BOTOHb
suppressionActive bool

Ha NPUAYIICHHS

enum {None, Engaged, | 3arambHuii piBeHb TPHBOTH
alarm N . .
Critical} HiAPO3ILTY
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OkpeMor0 BaXXJIMBOIO 3aJa4€i0 € PO3MoAUT posiel y migpo3auti. Ha erami
mHKancymsnii niapo3ary SquadCoordinator mpu3Hayae KOKHOMY areHTy OAHY 3
TphOX TakTUuHHMX posieil: Leader (kepiBHUK, L0 MpUNMAE KIIOYOBI PIIICHHS),
Flanker (BiamoBinae 3a pyaHkoBi MaHeBpu) Ta Support (BorHeBa miarpumka). Lli
pOJIi BIUIMBAIOTH Ha Bard LJICH areHTa Ta MOPsA0K PO3TIIsAy adbTepHATUBHUX JTiH.
[lepepo3mnoain posieii BiOyBa€ThCS IPU CYTTEBUX 3MIHAX CUTYaIlli, HAPUKJIIA, PU
3arubeni Leader’a olHOTO 3 areHTiB TUIy Support aBTOMATHYHO «IIJBUIYETHCS

710 pOJii KEpIBHUKA.

2.7 MopaentoBaHHS CUCTEMHU CIyXY Ta KOPOTKOYACHOT MaM’sITi

VY KOHTEKCTI TaKTUYHUX CUMYJISATOpiB OnmxHbOro 6oto (CQB), ne miHis
npsiMOi  BUJIMMOCTI  4YacTO TMEPEKpUTa CKIAJHOI TEeOMETPIEI0 MPUMIIICHb,
BUKIIIOUHO BI3yaJIbHOTO CIIPUIHSATTS, sike 3a0e3redyye po3poOJIeHHi CEHCOPHHI
MONyJb,  BHUSBISEThCS  HeAocTaTHbO. [l 3a0e3ledeHHs  MOBHOIIHHOT
E€MEP/PKEHTHOT TOBEAIHKA CHCTEMY CHPUUHATTS HEOOXIAHO  PO3UIUPUTH
MiJICUCTEMOIO CIIYXY Ta MOJICIIII0O KOPOTKOYACHOT Imam’ SITi.

[Timcucrema ciyxy peanizyeTbes 4epe3 peecTpallito 3ByKoBUxX mojii (Audio
Events) y tpuBumipHoMmy mnpocrtopi. Koxxna nis, mo resHepye mym (moctpii, Oir,
MajiHHS TpeaMeTa), CTBOPIOE Yy TOJIEBIM cUCTeMi pyIIis chEepUUHUN IMITYIIBC 13
3amanuM pagiycoM momupeHHs. Sxkmo NPC mortparuisie B paaiyc mii 1mboro
IMITyJIbCY, CEHCOPHUN MOIyNb (PiKCye HampsIMOK Ta OPIEHTOBHY BiJICTaHb 0
mxepena myMmy. Ockinbku B ymoBax CQB 3Byk Moxke BimOMBATHCS BiA CTIH, JJIS
MIABUIIEHHST peali3My pPO3PaXxOBYETHCS JIOBKMHA NUISIXY 3BYKOBOI XBHJII 3a
JIOTIOMOT 00 TTOOYI0BU HaliKopoTioro Mapuipyty Ha NavMesh, 3amicTh 3Bu4aitHOT
eBKJIi0BO1 BifcTaHi. lle M03BoJsie areHTaM KOPEKTHO pearyBaTH Ha 3BYKH, IIO
JYHAIOTh 3 IHIIUX KIMHAT Y MOBEPXIB.

KopoTkouacHa mam’sTh peai3ye€Tbcs MUIIXOM BBEICHHS YacCOBHX MITOK

(timestamps) qs 30epexxeHux (aktiB y crani cBity WorldState. Hanpuxnan,
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napametp lastKnownEnemyPos, sikuii Hapa3i OHOBIIOETBCS MPHU Bi3yaJIbHOMY
KOHTaKTI, JOTIOBHIOEThCS TTokazHukoM BrieBHEeHOCTI (Confidence Level). Y MomenT
BTpaTH NpsIMOi BUAMMOCTI BIIEBHEHICTh JT0piBHIOE 100 %, ane 3 mamHOM Yacy BOHa
eKCIOHEHIIMHO cmajnae. Koiu piBeHb BINEBHEHOCTI Mala€ HUXK4YE KPUTHUHOIO
MOPOTY, TIaHyBaJbHUK aBTOMAaTUYHO F'€HEPYE HOBY LLTb — po3BiAKY (Investigate),
3MYIIIYIOUM areHTa pyXaTUCA 10 OCTaHHbOI BIIOMOI TO3MUIIT [Jis TEpPEeBIPKU
HasBHOCTI 3arpo3u. Takuil migxin ycyBae mnpoOiemy «amuesii» NPC ta poOutsb

TaKTUYHY MOBEIIHKY OUIBII MPUPOIHOIO.

2.8 InTerparis aHIMAaIl# 3 IJIAHYBAJILHUKOM TTOBEIIHKU

OkpeMuM 3aBIaHHSIM € CHHXPOHI3allisl JIOTIYHUX il IUJIaHYBaJIbHUKA 3
BI3yaJIbHUM BiIOOpaXCHHSIM areHTa yepe3 KOMIOHEHT Animator.

Jlist BupillIeHHS IIbOTO 3aBJIaHHS 3aCTOCOBAHO IMAOJIOH MPOEKTYBaHHS
«ITocepennuk» (Mediator), sikuii peani3oBaHO Y BUIJISIII IOAATKOBOTO KOMIIOHEHTA
AnimationController. Ile#fi KOMIOHEHT NIPOCIYXOBYE TMOMIi 3MIHHM CTaHy B
GOAPAgent (mepexin mix eranmamu Idle, Planning, Executing) Ta 3unmtye THO
MIOTOYHOI aTOMapHOi [Iii, KA BUKOHYETbCS. BIANMOBIIHO A0 THUIY Mii, KOHTPOJEP
BCTAHOBIIIOE HEOOXITHI TpUrepu Ta OyJieBi 3MiHHI y CTeHT-MamuHi Mecanim.

Kputnynum acmektom iHTerpamii € o0poOka TpHUBAIOCTI BUKOHAHHS
atomMapHux Aii. Ha BigMiHY BiJl MHTTEBUX JIOTIYHHUX OIEpalliid, irposi mii
(manmpukiagn, mepesapsiaka 30poi abo mepexia 3a yKpUTTS) MOTpeOyIOTh 4acy Ha
MporpaBaHHs BiAMOBiNHOI aHiMarlii. s 3a0e3nedeHHs KOHCUCTEHTHOCTI METOMY
Execute() aromapauX i BUKOpUCTaHO MexaHi3M Animation Events pymris Unity.
AHIMaIiifHui KIIin MICTUTh Mapkepu nofii (Hanpukian, OnReloadComplete), siki
BHUKJIMKAIOTh BIANOBIIHI KOJIOCKH y KoMl areHTa. JIuie micias oTpuMaHHS TaKoro
CUTHaJy BIJ aHIMartopa aToMapHa i MO3HAYAEThCA SK YCIIIIHO 3aBeplicHa

(noseprae true), 1 GOAPAgent nepexouTh A0 HACTYITHOI'O KPOKY IUIAHY.
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3 HPOI'PAMHA PEAJIIBAHIA TA ®YHKINIOHAJIBHE

TECTYBAHHSA CUCTEMUA

3.1 OOrpyHTyBaHHs BHOOpPY CepeIOBHUIA Ta IHCTPYMEHTAIBHUX 3ac001B

peanizaiii

Bubip iHcTpyMeHTanbHUX 3aco0iB peaiizalii O0e3nocepeHbO BIUIMBAE Ha
OPOJAYKTUBHICTh PO3POOKHU, SIKICTh KIHIEBOIO MPOAYKTY Ta MOXIHMBOCTI HOTO
NOJIaJIbIIOr0 CYNPOBOAY. Y3arajlibHeHEe OOIpYHTYBaHHsS BHOOpPY IrpOBOrO pyILis
HABEJICHO Yy Miapo3Auti 1.5; y mboMy TiApO3AUTI PO3MIISIAAIOTHCS KOHKPETHI Bepcii,
MaKeTH Ta KOHQIryparlisi IporpaMHOTO CEPEIOBUINA, Y SKOMY BUKOHAHO peaji3alliro
CUCTEMH.

Sk ocHoBHY mIatopmy po3pobku 06pano irposuit pyuriit Unity Bepcii 2022
LTS. Bubip came penmakiiii 3 goprorpusanoro miarpuMkor (Long-Term Support)
3YMOBJICHHI BUMOT'0I0 CTaOUIBHOCTI MPOTrpaMHOTo 1HTEpQehCy BIPOIAOBXK yChOTO
UKy PO3pOOKHM KBaridikaiiiHoi poOOTH: HA BIAMIHY BiJl TEXHIYHHUX IOTOKIB
Unity, penakmii LTS #e orpumyrots 3mMiH API 1 BumnpaBistoThes nuile B 4aCTUHI
noMUJIOK Ta Oe3mneku. lle rapaHTye BiITBOPIOBAHICTh PE3yIbTATIB 1 BIACYTHICTH
HEOOXI1THOCTI aJianTailii Koy 10 HOBUX BEepCii pyIris B MpoIeci poooTH.

Pymiit Unity Hamae HU3KY BOYAOBaHUX IIJACHUCTEM, IO Oe€3MOCepeaHbO
BUKOPUCTOBYIOTBCS PO3POOJICHOI0 CHCTEMOIO: TMiacucteMy Hairamii NavMesh
(maket Al Navigation) a1 moOyAOBH IUISIXY areHTIB Y TPUBUMIPHOMY CEpPEIOBHIILI;
cuctemy ¢izuanoro moxaemtoBanHss NVIDIA PhysX, metonu sikoi Physics.Raycast
ta Physics.OverlapSphere 3acTOCOBYIOThCSI CEHCOPHUM MOYJIEM JJIS TEPEBIPKH
JmiHI TpsAMOT BUAMMOCTI Ta BHUABICHHS OO €KTIB y pajiycl CHOPUAHSITTS;
KOMIIOHEHTHY MoJie’b MonoBehaviour, 1110 IpUpoHO y3roaKy€eTbes 3 MOYIbHOIO
apxiTeKTyporo cucteMu. J[ns BBeAeHHS 3 OOKYy KOpHCTyBada 3aCTOCOBAHO HOBHIMA
nmakeT Input System, a ans Bizyanizallii ciieHH — KoHBeep peHaepunry Universal
Render Pipeline (URP), sikuii 3a0e3nedye NPUNUHATHY MNPOAYKTHUBHICTH Ha

cepeaHbOMY IrpoBOMY oOJiaiHaHHi [9].



43

Mogoto nporpamyBanHs o0paHo C# — ocHOBHY MOBY ckpunTyBaHHs Unity,
[0 HAJICKUTH JI0 CIMEICTBAa 00’ €KTHO-OPIEHTOBAHUX MOB 13 CYBOPOIO CTaTUYHOIO
TUII3AIIE0 Ta ABTOMATUYHUM KEPYBaHHAM MaM ATTIO. MOXKJIMBOCTI MOBH:
iHTepdeiicy, y3araibHEeHHS (generics), aCHHXPOHHE MporpamMyBaHHs (async/await),
neneratu W naMOpa-Bupasu, a Takoxk 3acobu LINQ po3Bonunum peanizyBaTu
QITOPUTMIYHE AJIPO CUCTEMHU y BUIJISA1 YMCTHX, HE3aJEKHUX Bl IrPOBOrO PYILis
KJIaCiB, MPUAATHUX JO ABTOHOMHOI'O MOJYJIBHOI'O TECTYBAaHHA Yy KOHCOJIbHOMY
cepenoBuull .NET. CyBopa Tumizanis CyTT€BO 3MEHIIY€E KUIBKICTh MOMUJIOK, L0
BUSIBJISIFOTHCS JIMIIIE TT1]] YaC BUKOHAHHS, a BOY/IOBaHUI MeXaH13M 30MpaHHs CMITTSI
3BUIbHSIE pO3POOHUKA Bil pyYHOr0 KepyBaHHs nam’sTTio [11].

Sk inTerpoBane cepenonuiie po3poOku (IDE) Bukopucrtano JetBrains Rider.
Ile cepenoBumie 3abesneuye TiMOOKWI aHamizs koxy C#, I1HTeIEKTyalbHe
aBTOJIONNOBHEHHS, BUSBICHHS MOTEHIIMHUX MOMHIOK «HA JIBOTY» Ta PO3BUHEHI
3acobu pedaxTOpUHTy. 3aralbHUN BUIJIS] CEPElOBUINA PO3POOKU 3 BIAKPUTUM

MPOEKTOM TAaKTUYHOTO CUMYJISITOpA HaBEJEHO Ha pucyHKy 3.1 [12].

-
i

return rank;
ivate Vector3 SquadCentroid()
Vector3 sum = Vector3.zero;
; 1 < agents.Count; i++)

if (agents[i] == null || agents[i].IsDead) cont

sum += agents[i].Position;

n++;
1
i)

return n > ? sum / n : Vector3.zero;

Pucynok 3.1 — IIpO€KT TAaKTHYHOTO CHMYJIITOPA y CEPEIOBHIII PO3POOKH

JetBrains Rider
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3Be/ieHl BIIOMOCTI MPO BUKOPUCTAHUM 1HCTpyMEHTapiil, ioro Bepcii Ta
MpU3HAUYCHHS HaBelleHo y Tabmui 3.1. OOpaHuil CTeK TEXHOJOTIH € TUIIOBUM JIJIst
CydacHOI He3aJie)kHOi Ta HamiBnpodeciiiHoi po3poOku irop 1 3ade3neuye
ONTUMAJIbHE TOEAHAHHS 3pPYYHOCTI PO3POOKH, MPOAYKTHUBHOCTI Ta IIUPOKUX
MOXJIMBOCTEN Il TECTyBaHHA M BIIJIArOJKEHHS MOBENIHKM I1HTEJIEKTYaJbHUX

arcHTIB.

Tabmuis 3.1 — [HCTpyMeHTalIbH1 3ac00U peaizailii CUCTeMHU

3acio Bepcis IIpusHavyeHHs
IrpoBuii pymiiii, ¢i3uka, HaBiraiis,
Unity 6.3 LTS P by b
pEHACPHUHT
C# 9/ .NET Standard
C#/ .NET ”1 Moga Ta miardopma peanizarii
JetBrains
_ 2026.1.2 [HTETpOBaHE CEpeOBUIIE PO3POOKH
Rider
Git 2.42 KoHTposib Bepciii BUXITHOTO KOTY

3.2 3aranbpHa Oprasizallis MporpaMHOro KOAY MPOEKTY

[Iporpamuuii KOA TMPOEKTY OPraHi30BaHO BIAMOBITHO 0 MOJYJIBHOI
apxiTeKTypH, OOIPYHTOBaHOi y JApyromy po3aur. KiarodoBuUM MpHHIIUIIOM
oprasizaiii € BIJOKPEMJICHHS aJITOPUTMIYHOTO S/Ipa CHCTEMHU IUIAaHYyBaHHS Bij
m1aTGOPMO3aIeKHOTO KOy ITPOBOTO PyIIis. 3aBASKH IIbOMY sIAPO (TUTaHYBAJIbHUK,
MOJICNIb CTaHy CBIiTy, 0a30Bi aOcTpakimii Aiii 1 IIe) HE MICTUTh NPSIMHUX
3anmexHocTer Bim mpoctopy iMeH UnityEngine i Moke OyTH CKOMIUTHOBAaHE W
MPOTECTOBaHE Yy 3BUYAWHOMY KOHCOJbHOMY 3acTocyHky .NET 0e3 3amycky

penaktropa Unity.
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@D13UYHO KOJ PO3MOAUICHO 32 (PYHKIIOHAJBHUMHU KaTajoraMu, KO)KHOMY 3
AKUX BIJIIOBIJIa€ OKPEMHI MPOCTIpP IMEH. 3arajibHy CTPYKTYPY KaTaJOriB MPOEKTY

HaBEJICHO HA PUCYHKY 3.2.

~ [J Code
3 Al
[ Animation
[J Camera
(3 Character
[ Demo
[ Extraction
[J Interface
[J Legacy
[ Services
[J Utilities
[0 Weapons

~ [ Input

= IA_Player.inputactions
®Is_D

efault.asset

Pucynok 3.2 — CTpykTypa KaTajnoriB MPOEKTY TAKTUYHOTO CUMYJISITOpa

[lepenik OCHOBHHX MPOTpaMHUX KOMIIOHEHTIB CHUCTEMHU 3 3a3HAYEHHSAM IX

MIPOCTOPY IMEH Ta NMPU3HAYCHHS HaBeJACHO Yy Tabmuil 3.2.

Tabnurs 3.2 — OcHOBHI IPOrpaMHi KOMIIOHEHTH CUCTEMU

Kommnonent Monyab Ipu3HayeHHsn
WorldState Core [lonanHs cTaHy CBITY SIK HA0OpY Map «KIFOU—
3HAYCHHS

GOAPPIlanner Core 3BOpPOTHHUI MOILIYK MJIaHY 3a anroputMom A*
GOAPAction Core AOcTpakTHUH 6a30BUH KJ1ac aTOMapHOT ail

GOAPGoal Core AOGcTpakTHHH 0a30BHI Kjac 111 areHTa

SquadCoordinator | Tactics KomaH1Ha KOOpAMHALIIS MMiPO3 LTy

GOAPAgent Agent Koopaunanis xxurreBoro nukity NPC
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B3aemo3B’s3KkM  MDK OCHOBHMMHM KJIaCaMH CHUCTEMH 300paXeHO Ha
y3arajabHeHi giarpami kiaciB (puc. 3.3). Miarpama BimoOpakae BiTHOIICHHS
ycnaakyBaHHS (KOHKpeTH1 Ali ycnaakoByroTb GOAPAction, KOHKpeTHI LIl —
GOAPGoal), peanizanii intepdeiiciB (IGOAPAction) Ta komno3unii (GOAPAgent

arperye nocuJiaHHs Ha IJIaHyBaJIbHUK, CEHCOPHUN MOAYIb 1 HaOip Aiif).

(© coapagent

-fsm: AgentState

_| -plan: List<Action=>
== +Update()
+MoveTol()

- s
- ’ |
- ’ l
~ ,/BuKOpUCTOBYE |
A7 ’ )
< ¥y
, I

po . WorldState B S i i
!f @ GOAPPlanner @ cabstracts ©Coversystem ©PerceptmnMndule ©Squadcaord|natnr
| +Set() GOAPGoal - -senseRadius -blackboard

" +FindBestCover()
! +Plan(state, goal, actions): Plan +Get() N N N
| L : J +Satisfies() ! +Register(point) +Refresh(state) +AssignRole()
| . it S
\ . l
\ , l
\ /
.

«abstracts «interfaces

GOAPAction ® iGoal

A

«interfaces»
IGOAPAction

Pucynok 3.3 — V3aransHeHna giarpama kiaciB cucremu GOAP (UML)

3.3 Peanizariis Mojieni CTaHy CBITY

Mopguensb crany cBiTy (World State) € 6a30B0t0 CTpYKTYpOIO JaHUX, HABKOJIO
akoi moOynoBaHO BCIO cucTteMy IutaHyBaHHS. CTaH CBiTY (OpMalli3oBaHO SIK
CKiHUYEHHY MHOXKUHY Tap «KII0Y—3HAYCHHS», JIe KOXKHA Mapa OMHUCYE OJHY JIOT1UHY
XapaKTepUCTUKy TMOTOYHOI CHUTyamii. Y peam3anii cTaH TIPEICTaBICHO
acoIllaTUBHUM KOHTEHHEpOM Ha OCHOBI cioBHUKa Dictionary<string, bool>,
iHKancynboBaHUM y kimaci WorldState, mo Hamae TtumoOesmeunuid iHTepderic
JOCTYITY Ta MTOPiBHSIHHS CTaHIB.

Kmac WorldState peamizye Meromu BCTaHOBICHHS W YHWTAHHS OKPEMHX
KJIIOYiB, MEPEBIPKM BUKOHAHHS MiJICTaHy (TOOTO YM 3a/J0BOJIbHSE MOTOYHUN CTaH

MHOXHUHY HEOOXIIHMX YMOB) Ta KJIOHYBaHHS CTaHy, IO BUKOPUCTOBYETHCS
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IJTAaHYBAJIBHUKOM ITiJ] 4Yac moOyoBy rpada MouryKy. Y3aralbHCHHA BUTIIST ITLOTO
KJIacy HaBeJCHO y JICTUHTY 3.1.

Jlictunr 3.1 Peamnizanis moneni crany cBity WorldState:

public class WorldState
{
private readonly Dictionary<string, bool> _facts = new();
public void Set(string key, bool value) => _facts[key] = value;
public bool Get(string key) => _facts.TryGetValue(key, out var v) && v;
public bool Satisfies(WorldState goal)
{
foreach (var kv in goal._facts)
if (Get(kv.Key) = kv.Value) return false;

return true; // yci yinbo8i iimepanu 3a0080.1eHi

public WorldState Clone() => new WorldState(_facts);

[Tepenik OCHOBHHMX KIIFOUiB CTaHY CBITY, III0 BUKOPUCTOBYIOTHCSI CUCTEMOIO Y

CIieHapisIX OMMKHBOTO 0010, HaBeJeHO Y Tadumii 3.3.

Tabnurs 3.3 — OCHOBHI K041 CTaHy CBITY areHTa

Kurou Tun CemaHTHKA
enemyKnown | bool Bimoma mo3wuitisi CynpoTHBHHKA
enemyVisible | bool CynpOoTHUBHHUK y TIPSIMili BUIUMOCTI

hasAmmo bool VY marasuni € 6oenpumnacu
magazineEmpty | bool Mara3uH nopoxHil

inCover bool AreHT nepeOyBa€ B yKPHUTTI
healthCritical | bool | PiBeHb 310poB’st HYDKYHI 32 KPUTUIHUHA
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3.4 Peanizalis CCHCOPHOIO MOZYJIsA

CencopHuii Mosynb peanizoBaHo y kiaci PerceptionModule, 1o ycnankoBye
MonoBehaviour 1 npukpimmoerbcs 10 irpoBoro o6’ekta NPC mnopsa 13
komroHeHTaMmu GOAPAgent ta GOAPPlanner. OcHoBHEe 3aBOaHHS MOIYNS —
MEPETBOPEHHS CHUPHX JaHUX IrPOBOTO cepefoBuiia y (opmamnizoBaHEe MOJaHHS
WorldState, mpunaTHe 17151 BUKOPUCTaHHS TUIAHYBAJbHUKOM.

OGuucIIOBaIBHUHN ITUKJI MOJIYJISI BUKOHYETHCS 3 (PIKCOBAHOIO YAaCTOTOIO (3a
3amoBuyBaHHsAM 10 I'1r), 110 cBiIOMO 00paHO 3HAYHO HUKYOIO 32 YACTOTY KaJpiB 3
MIpKyBaHb MPOAYKTUBHOCTI. BUsIBIIEHHS CyPOTUBHUKIB B110YBa€THCSA Y JIBA €TAIH:
IIMPOKEe CcKaHyBaHHs Tmporeayporo Physics.OverlapSphere y 3aganomy pamiyci
CIPUAHSATTS Ta TOYKOBA MEpeBipKa JiHii MPsSMOi BUAUMOCTI BUKHIAHHSIM TIPOMEHS
Physics.Raycast 10 kokHOT0 3HaiAeHOTO KaHauaaTa. JIuiie 3a yMOBH yCHIIITHOCTI
000X MepeBipoK BIAMOBIAHUN 00’ €KT BBaXKa€eThcs BUAMMUM. CriportieHuit ¢gparMeHT
peaizailii CCHCOPHOTO IIUKIIY HaBeACHO Y JICTUHTY 3.2.

Jlictunr 3.2 ®parMeHT HUKITY OHOBJIEHHSI CEHCOPHOT'O MOJTYJISA :

private void Tick()
{
var hits = Physics.OverlapSphere(transform.position, senseRadius,
enemyMask);
bool visible = false;
foreach (var h in hits)
{
Vector3 dir = h.transform.position - eye.position;
if (IPhysics.Raycast(eye.position, dir, dir.magnitude, obstacleMask))
{
visible = true;
lastkKnownEnemyPos = h.transform.position;

break;
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}

state.Set("'enemyVisible", visible);
state.Set("hasAmmo", ammolnMagazine > 0);
state.Set("magazineEmpty", ammolnMagazine == 0);
state.Set(""healthCritical”, healthPercent < 30);

OkpiM 3OBHINIHBOTO CHPUUHSITTS, CEHCOPHUM MOAYJb BIINOBIAAE 3a
MOHITOPUHI BHYTPILIHIX MapaMeTpiB areHTa: piBHA 3J0pPOB’S, 3aJIUIIKY
OoemnpuriaciB Ta CTaHy TMepe3apsIKd 1 aBTOMATHYHE BigOOpa)keHHsS iX 3MIH Yy
BIJIMOBIIHUX KJIFOYaX CTaHy CBiTYy. Lle cTBOpIOE 3aMKHEHUH 3BOPOTHUH 3B’ SI30K MK
GI3UYHOI CUMYJIAIIEI0 Ta aOCTPaKTHUM TOJIaHHSIM CTaHy, Ha OCHOBI SIKOTO
TUTAaHYBaJIbHUK MpUiMae pimeHHs. Pe3yiapraT poOOTH CEHCOPHOTO MOYJIS MOXKHA
criocTepiratu 0e3rmocepeIHbO Y BIKHI CIIEHHU 3aBISKU 3aco0aM Bizyalizallii: paaiyc
CIPUUHATTS Ta TPOMEHI TMEpPEeBIPKM BUIUMOCTI BITOOPAKAIOTHCS Y BUIJIAII

JOMOMDKHHUX JTiHIH (puc. 3.4).

TACTICAL MAP

Pucynok 3.4 — Bizyaunizauis pajiyca CIpUuiHSATTS Ta NEePEeBIPKHU JiHII BUIUMOCTI
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3.5 Peanizauis niaHyBaJbHUKa Ha OCHOB1 alroput™My A*

Monaynb nnanyBaHHs peanizoBaHo y kiaci GOAPPlanner, sikuii BuUKOHYye
3BOPOTHHM MOIIYK IJIaHy y IPOCTOPi CTaHIB 3a anroputMoMm A*. [lnanyBajbHUK €
MOBHICTIO HE3AJIEKHUM BI1J] IrPOBOT0 PYIIisi: HA BXIJ BIH OTPUMYE MOTOYHUN CTaH
CBITY, LUILOBMI cTaH 1 HaOlp MAOCTYMHUX /i, a TOBEpTAa€ BHOPAIKOBAHY
MOCJIIIOBHICTB Ji# (T1aH) 200 03HAKY HEMOKJIMBOCTI JJOCATHEHHS II1TI.

Kosen By3ou1 rpada nouryky npeactaBieHo cTpykTyporo Node, 1o 30epirae
CTaH CBITY, HAKOIMMMYCHY BAPTICTh IIIAXY {, CBPUCTUYHY OI[IHKY N, mOCHIIaHHS Ha
0aThKIBCHKUI BY30JI Ta 1110, 10 MPHUBENA 10 OTO By3Ja. Taka CTpyKTypa J03BOJISIE
IiCJIsl 3aBEPILCHHS TMOIIYKY BIJHOBUTH MOBHMM TUIAH HUISIXOM MPOXOJPKEHHS BiJ
[[IJTOBOI'O BYy3Jia JI0 KOPEHEBOTO 3a OAaThKIBCBKUMHU MOCHJIAHHAMH. OroJIoIIeHHS
CTPYKTYpPH By3Jia HaBEJICHO Yy JIICTUHTY 3.3.

Jlictunr 3.3 CtpykTypa By3na rpada nomyky:

private sealed class Node
{
public WorldState State;
public float G, // eapmicme winaxy 6io yini 0o 8y3na
public float H; // e8pucmuyHa oyiHKa 00 NOMOYHO20 CIAHY
public float F => G + H; //niocymkosa oyinka 8y3ia
public Node Parent; // 6ambKi8CbKUIL Y3011

public IGOAPAction Via, // 0is, wo 6ede 00 yboco 8y3ia

Jlist 30epiranHs Mexi TomyKy (BiZKpUTOTO HaOOpY) BUKOPUCTAHO YEPry 3
pIOPUTETOM, YIOPSAIKOBaHY 3a 3poctaHHAM (yHKIIT ominku f(n). 3akputuii HAOip
peai30BaHO Ha OCHOBI XEII-MHOXXHHH, IO 3a0e3neduye MEepeBIpKYy MOBTOPHOIO
BIIBIIyBAaHHS CTAHIB 3a KOHCTAHTHHUM y cepeqHboMy yac. Ha koxHii itepamii 3

BITKPUTOT0 HAOOPY BIIIYYA€THCS BY30J1 3 MiHIMaJIbHUM 3Ha4eHHsM f(N), micist goro
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NEePEBIPSIETHCS YMOBA JOCSATHEHHS MMOTOYHOTO CTaHY CBITY; Y pa3l BUKOHaHHS L€l
YMOBHM IUIAH BBAXKAETHCS 3HAWICHUM. Y3arajabHEHUN IICEBAOKOJ AJITOPUTMY
IUIaHYBAHHS HABEJIEHO y JICTHHrY 2.1, a KJIIOYOBHHA (parMeHT HOro peanizaiii
MoBoto C# — y mictunry 3.4.

Jlictunr 3.4 OcHoBHUM UK A*-TIIJITaHyBaJIbHUKA

public List<IGOAPAction> Plan(WorldState current, WorldState goal,
IList<IGOAPAction> actions)

var open = new PriorityQueue<Node>();
open.Push(new Node { State = goal, G = 0, H = Heuristic(goal, current)
b;
var closed = new HashSet<WorldState>();
while (open.Count > 0)
{
Node n = open.PopMin();
if (n.State.Satisfies(current)) return Reconstruct(n);
closed.Add(n.State);
foreach (var a in actions)
if (EffectsMatch(a, n.State))
{
var next = ApplyBackward(a, n.State);
If (closed.Contains(next)) continue;
open.Push(new Node { State = next, G = n.G + a.GetCost(),

H = Heuristic(next, current), Parent =n, Via=a });

}

return null; // niau e 3navoeHo
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Sk eBpucTUUHY (DYHKI[IF0 BUKOPUCTAHO KIIBKICTh HE3aJ0BOJICHUX JIITEPAIIIB
LIIJILOBOTO CTaHy, 10 € jgomyctumoro (admissible) eBpUCTUKOIO 1 TrapaHTye
ONTUMAIBHICTh 3HAWAEHOrO IIJIaHYy 3a KpUTEpieM cymapHoi BapTtocTi. s
onTuMizanii 00YUCIIIOBAIBHUX BUTpAT pPeasli30BaHO MEXaHI3M KEIIyBaHHS IJIAHIB
Ha OCHOBI cTpykTypu Tuny LRU: 3a HagxoKeHHs 3amuTy 3 mapameTpamu, Lo
30iraloTbca 3 pasilie oOpoOJIeHUMH, TOBEpPTAEThCS 30epekeHuil I1uian 0e3
MOBTOPHOTO 3alycKy MOIyKy. JlogaTKoBO peasli3oBaHO aCMHXPOHHE IUIaHYBaHHS
3acobamu async/await, 1110 BUHOCUTh OOYHMCIICHHS IJIaHy B OKpPEMHiIl MOTIK 1 He
0JIoOKye 1IrpOBUM IIMKI PEHACPUHTY. Y3arajabHeHy OJOK-Cxemy poOOTH
IUIaHyBaJIbHUKa HaBEJEHO Ha PUCYHKY 3.5, a OCHOBHI MapaMeTpu Horo

HaJalTyBaHHS — y Tabnuii 3.4.

Mo4aTok: currentState, goalState, actions

openSet « {goalState}; closedSet « @

Tak

openSet null

NOPOMHIA?

(nnaHy Hemae)

n « By30/ 3 MiHiManbHWUM f(n) =g + h

LKA

-

BigHOBWTK Ta
NOBepHY T niaH

N 3a40B0NILHRE
currentState?

-

lHi

closedSet « closedSet u {n};
PO3ropHyTH 4ii, echekTn AKKUxX 3biranTLCaA:
obyncnuTu g, h Ta gonaTh y openSet

Pucynok 3.5 — brok-cxema podotu mnanyBaibHrka GOAP
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Tabmuus 3.4 — [lapameTpu HanmamITyBaHHS MJIaHYBaJIbHUKA

3HaYeHHS 3

ITapamerp IIpu3HayeHus
3aMOBYYBAHHAM
_ ['pannyHe yucio irepamnii
maxIterations 1000
MOITYKY
_ Mictkicts LRU-kemry miaHiB
cacheSize 32
areHTa
_ BukoHyBaTH MOIIYK B OKPEMOMY
asyncPlanning true _
MOTOII1
[Topir 3MiHM CTaHy s
replanThreshold 0.2

MCPCIJIaHYBAHHS

OxpeMoi yBaru norpedye 3a0e3neueHHs 1eTepMIHOBAHOCTI TUIaHyBaJIbHUKA!

3a OJTHAKOBMX BX1THUX JaHUX: CTaHY CBITY, LILJI1 Ta HA0OPY Jii BiH 3aBXK/IH TOBEPTAE

TOM caMHuil IUIaH, IO € BaXKJIMUBUM JUIS BIITBOPIOBAHOCTI TMOBEIIHKH i Yac

TCCTYBAHHA u HaJdaroaXCHH.

JleTepMiHOBaHICTh JOCSTAETHCS CTAOLTBHUM

YIOPSAKYBAHHSM i MiJl Yac PO3TOPTAaHHS BY3JIIB Ta y3TOKEHUM PO3B’SI3aHHSIM

CUTYyaIlii piBHOT BapTOCTi. ACHHXpPOHHE BUKOHAHHS IJIAaHYBAJIbHUKA MPU IIbOMY HE

MOPYIIy€E NETePMIHOBAHOCTI, OCKUIBKH 3BEPTAaHHS /IO CIUIBHHUX CTPYKTYP JaHUX

arcHTa BiOYBa€TbCS JIMIIE B OCHOBHOMY ITPOBOMY ITOTOIll ITICJIS 3aBEpIICHHSI

OOYHUCIICHD TUIAHY.

3.6 Peaizarig 61071i0TeKH aTOMapHUX JTiH

bibnioTexa aromapaux niii mooymoBana HaBkoiso intepdericy IGOAPAction

ta abctpaktHoro kiacy GOAPAction, o peanizye CuibHY IJis BCiX A1 JIOTIKY.

[aTepdelic BuU3HaAYa€ KOHTPAKT B3a€MOJIT [ii 3 MJIAaHYBAJIbBHUKOM 1 MICTUTh I STh

000B’ I3KOBUX

METO/IB:

GetPreconditions(), GetEffects(), GetCost(),

CheckProceduralPrecondition() Ta Execute(). Ilepmi Tpu MeTtoau HaAaTh
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IUIAaHYBAJIBHUKY JEKJIApaTUBHUM ONUC [li, YETBEPTUH J103BOJISIE NEPEBIPITH
KOHTEKCTHI MEePEeyMOBH, SIKI HEMOXKJIMBO BHPA3UTH CTATHUYHO, a I’ ATUNA peani3ye
Oe3nocepe/He BAKOHAHH /111 B irpoBoMy UKL [Ipu3HadyeHHs MeToaiB iHTEpdency

y3arajibHEHO y Tabuuii 3.5.

Tabmuus 3.5 — Metoau inTepdeiicy IGOAPAction

Merton IloBepTae IIpu3HayeHHs
GetPreconditions() CJIOBHHK [lepenymMoBH BUKOHAHHS i1
GetEffects() CJIOBHHK 3MiHU CTaHy CBITY MICJS il
GetCost() float BapTticTh BUKOHAHHS il
CheckProceduralPrecondition() bool [epeBipka MOKIMBOCTI Jii
Execute() bool BukonanHs aii (true — 3aBepIieHo)

AolGctpaktauit kmac GOAPAction iHKamncCylro€e CIOBHUKH TEPEAyMOB Ta
edekTiB, MeTonUu iX (GOopMyBaHHS W THUIIOBE 3HAYEHHsS BapTOCTI, 3BUILHAIOYHU
KOHKpETH1 1ii Bij ayOsroBaHHS Koxy. OroiomnieHHs 0a30BOro Kjacy HaBEACHO Y
JictuHry 3.5.

Jlictunr 3.5 AGcTpakTHHI 6a30BUM KJIac aToMapHOT il

public abstract class GOAPAction : IGOAPAction
{
protected readonly Dictionary<string, bool> pre = new();
protected readonly Dictionary<string, bool> eff = new();
protected float cost = 1f;
public Dictionary<string, bool> GetPreconditions() => pre;
public Dictionary<string, bool> GetEffects() => eff;
public virtual float GetCost() => cost;
public abstract bool CheckProceduralPrecondition(GOAPAgent agent);
public abstract bool Execute(GOAPAgent agent);
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Sk mpuKIaa KOHKPETHOI peasizaiii y JICTUHTY 3.6 HaBeIEeHO Mii0 3aHHATTA
ykputta TakeCoverAction, 110 J€MOHCTPY€E TUIIOBY CTPYKTYpPY aTOMAapHOI Aii: y
KOHCTPYKTOPI 33Jal0ThCS MEPEAYMOBHU Ta €PEKTH, METOJ IMPOLEAYPHOI EPEBIPKU
3BEPTAETHCS J0 MiJICUCTEMHU YKPUTTIB, @ METOJ BUKOHAHHS 3/IICHIOE TIEPEMIIIICHHS
are’ra 10 oOpaHoi TOUKHM 3ac00aMu HaBIrarfii.

Jlictunr 3.6 Peanizaiist aToMapHOi A1l 3alHATTA YKPUTTSL:

public class TakeCoverAction : GOAPAction
{
private CoverPoint _target;
public TakeCoverAction()
{
pre[“coverAvailable™] = true;
eff["inCover"] = true;
cost = 2f;
}
public override bool CheckProceduralPrecondition(GOAPAgent a)
{
_target = a.Cover.FindBestCover(a.Position, a.LastKknownEnemyPos);
return _target '= null;

}
public override bool Execute(GOAPAgent a)

{
a.MoveTo(_target.Position);

return a.ReachedDestination:

[epapxito kiaciB O10J1I0TEKM aTOMApHHUX i HAaBEIEHO Ha PUCYHKY 3.6.

3aBasiku  crnuibHOMY 1HTepdeiicy Ta 0a30BOMYy Kiacy JOJaBaHHS HOBOI1
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MOBEIIHKOBOT MOXJIMBOCTI 3BOJIUTHCS JO CTBOPEHHSI OJIHOTO KJacy-Hamlajaka

GOAPAction 1 He noTpeOye KOJHUX 3MIH y IUIAHYBAJIBHUKY YU KOOPAHHYIOUOMY

areHTi, 1o MOBHICTIO BIANOBIAAE MPUHLHUITY BIAKPUTOCT] 400 3aKPUTOCTI.

IGOAPAction

«interface»

+ GetPreconditions()

+ GetEffects() + GetCost()
+ CheckProceduralPrecondition()

+ Execute(): bool

peanisye

GOAPAction

«abstract»

# pre, eff, cost

/\

MoveToEnemy Attack

Reload

TakeCover

FlankAction

SuppressFire

UseHealthPack

-/ peanilauis iHTepgency —A ycnaakyBaHHA

Pucynok 3.6 — lepapxis knaciB 6i6mioreku aromapaux aiii (UML)

3HaueHHs BapTOCTEN aTOMapHUX AN MigIOpaHO eMIIPUYHUM ILISXOM Tak,

1100 y TUIMOBUX CUTYAIisX TUIAHYBAIBHUK BiJaBaB IepeBary OUIbII «IIPUPOTHUM

3 TAaKTUYHOI TOYKM 30py BapiaHTaM HaMpUKIAJ, Mepe3apsAllli B YKPUTTI Hepen

OpSMUM IITYPMOM 3 TIOPOKHIM Mara3uHoM. HaiBuii BapTOCTI MPHU3HAYEHO

CKJIaAHUM MaHeBpaM ((ranroBuii 00xXia, BOTOHb Ha TMPUIYIICHHS ), IO BiTOOpakae

iX XapakTep SK pPH3WKOBAaHMX i, ToAl AK 0a30Bi peakTHBHI aKkTW (araxa,

nepe3apsijka) MarTh MIHIMAJIbHY BapTiCTh. 3aBISKM BHHECEHHIO BapTOCTEH B

OKpEeMi TOJIs KJIaciB il iX MOXXHA KOpUTYBaTH 0€3 3MIHU JIOTIKM TUTAHYBaJbHUKA,

mo B HepCHCKTI/IBi A03BOJII€ aBTOMATHU3YyBAaTH X HaJlalITyBaHHA MCTOAaMU

MalllMHHOI'O HaBYaHHA.
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3.7 Peamizarisga 1uHaAMI4HOT CUCTEMH IIIIIEHN

KoxHa 1inp peanizoBaHa sIK OKpEMHH KJac, 110 YCHAJAKOBYE aOCTpaKTHUMI
knac GOAPGoal 1 nagmae peanizamito aBox MmetofiB: GetDesiredState(), sikuit
nmoBepTae 1UIbOBHM cTaH cBiTy, Ta CalculatePriority(), mo oOuucIIO€ MOTOYHUMN
MPIOPUTET 1T K (QYHKIIIO CTaHy CBITY. Y peainizallii nependadyeHo JIB1 OCHOBHI
it Bumoro piBHs — EliminateEnemy (nikBigyBaTH NpPOTHMBHMKA) Ta Survive
(BUKUTH).

JIMHAMIYHICTh TMPIOPUTETIB 3a0e3Mevye peajiCTUYHE NEPEKITIOYEHHS MIX
TAaKTUYHUMHU HaMIpaMUu areHTa 3aJIe’KHO BiJl CUTYyallii 0e3 sIBHOTO MpOrpaMyBaHHs
NepPEeXo/IiB, BIIACTUBOTO KJIACHYHUM KIHIICBUM aBToMaTam. [Ipukiasn peanizanii mii
BMKUBAHHSA, TIPIOPUTET SKOi 3pOCTA€ 31 3HMKEHHSM PIBHS 3/710POB’S, HABEJCHO Y
mictunry 3.7.

Jlictuur 3.7 Peamizaris Ul BUKUBAHHS areHTa:

public class SurviveGoal : GOAPGoal

{
public override WorldState GetDesiredState()
{
var s = new WorldState();
s.Set("inCover", true);
s.Set("healthCritical", false);
return s;
}
public override float CalculatePriority(WorldState ws)
{
if (ws.Get("healthCritical")) return 1.0f; // naiieuwuii npiopumem
return ws.Get("enemyVisible") ? 0.5f : 0.2f;
}
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Ha xoxHOMY Kpolll NpUHHATTA pIIIEHb MEHEIKEp LuIed oOupae Hulb 3
HalBUIIUM OOUYMCIIEHUM MPIOPUTETOM CEPEJ aKTUBHUX 1 NIEpesae il LUIbOBUM CTaH
IUTAaHYBAJIBHUKY. SIKIO y mpoueci BUKOHAHHS IOTOYHOTO IUIaHy MPIOPUTETH
3MIHIOIOTBhCS (HAmpUKIAA, PIBEHb 3I0pPOB’S 3HMXKYETbCS HIKYE KPUTHYHOTO
MOpPOTY), areHT NepepuBae BUKOHAHHS IUIAHY Ta MEPEXOAUTh O IUIaHyBaHHA Mij

HOBY IIL/Tb.

3.8 Peanizalis miJIcCKCTEMH MOIIYKY YKPUTTIB

[Tincuctemy momyky yKpuTTiB peainizoBaHo y kinaci CoverSystem, sxuit
30epirae peecTp 3apeecTpoBaHUX Ha PiBHI Todok ykputts Ttumy CoverPoint i
BUKOHYE 1X (uIbTpalito 3a TaKTUYHUMH KputepismMu. KokHa TOYKa YKPHUTTS
MOTIEPETHHO PO3CTABIISIETHCS IU3aTHEPOM PIBHIB Uepe3 CHellialbHIUI KOMITIOHEHT 1
PEECTPYETHCS Y ETMHOMY PEECTP1 Y MOMEHT akTuBaIlii 3acooom Metoy OnEnable().

3a 3amMTOM areHTa MiJICUCTEMa BUKOHYE OaraTOKpUTEpialbHy (PLIBTpAIliio
TOYOK: 3@ BIJICTAHHIO JIO areHTa, 3a 3a0e3MeyeHHs M (PI3UYHOr0 3aXUCTY BiJl BOTHIO
CYNpOTHBHUKA (TEPEeBIPAETbCS BUKHIAHHSIM IPOMEHS BiJl TOYKH YKPUTTS [0
OCTaHHBOI BIIOMOT MO3UIIi1 CYIIPOTUBHMKA) Ta 3a BIJICYTHICTIO Pe3€PBYBAHHS TOUKHU
IHIIMM CcOrO3HUKOM. CrpomieHuil pparMeHT MOIIyKYy HalKpamioi TOYKH YKPHUTTS
HaBEJICHO Y JICTUHTY 3.8.

Jlictunr 3.8 [Tomryk HaKparioi TOYKH YKPUTTS:

public CoverPoint FindBestCover(Vector3 from, Vector3 threat)
{
CoverPoint best = null; float bestScore = float.MinValue;
foreach (var c in _registered)
{
if (c.IsReserved) continue;

if (Vector3.Distance(from, c.Position) > maxDistance) continue;
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if ('IsProtected(c, threat)) continue, //nepesipka 3axuwenocmi

float score = c.Evaluate(from, threat);
if (score > bestScore) { bestScore = score; best =c; }
}
if (best = null) best.IsReserved = true, // pe3eps8ysants mouxu

return best;

JIJIsl IBUMINIEHHS TaKTUYHOI TPAMOTHOCTI TIOBEIIHKH PEasli30BaHO CHUCTEMY
OIIHKU SIKOCT1 YKPUTTS: KO’KHA TOuka oTpuMye MmeTpuky CoverScore, 1110 BpaxoBye€
BUCOTY TEPEIIKOJU, KUIBKICTh HAaNpsSMKIB MPOCTPUIIOBAHHS, BIICTaHb 0
HAWOIMKIOT0 BUXOY Ta MOXJIMBICTh IIBHUIKOTO MEPEXOY 0 CYCIAHIX MO3HITIH.
OxpeMoI0 Ba)JIMBOK 33J1a4Ci0 € JWHAMIYHE PE3epBYBaHHS TOYOK: KOJHM arcHT
npuiiMae pillieHHs 3aiHATH MEBHY TOYKY, BOHA MO3HAYa€Thes mparnopom isReserved
710 MOMEHTY (DaKTHUYHOTO MPUOYTTH, 110 3a11001rae KoJIi3isiM pyXy Ta HEIPHUPOTHOMY
CKyITUeHHIO areHTiB. llepenmik KpUTepiiB OIIHKKH SKOCTI YKPUTTS HaBEJIEHO Y

TadJmi 3.6.

Ta6mums 3.6 — Kpurepii OIIHKH SKOCT1 TOUKH YKPUTTS

Kpurepiii Bara Onuc

3axumenicte | 0.40 | bnokyBaHHS JiHIT BOTHIO CyIPOTHBHUKA

Bincraus 0.25 | bau3bKICcTh 40 MOTOYHOI MO3HUIII] areHTa

Bucora yxpurts | 0.20 [ToBHE 260 MOJIOBUHHE YKPUTTS

nsaxu Bimxoxy | 0.15 | MoXIuBiCTh IMIBUIKOTO MaHEBPYBaHHS

JIisi TIPUCKOPEHHSI TONIYKY HAWOMMKYMX TOYOK YKPHUTTS Ha pPIBHIX 3
BEJIMKOIO KIUIBKICTIO 3apeecTpoBaHuX Mo3milii peectp CoverSystem moxke OyTu
OpraHi30BaHUM Yy BUIJIAMI MOPOCTOPOBOI CTPYKTYpU JaHMX — Hampukiafg, k-
BuMipHoro aepena (k-d tree). Lle 3K ye ckIaaHICTh NOLIYKY KAHIUIATIB 3 JTIHIHHOL

70 Jiorapu(MidyHOi BIZHOCHO KUIBKOCTI TOYOK, IO CTA€ CYTTEBUM Y MacCIITaOHUX
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CleHapisix 0o0OpoHU OYMiBI1 3 JECATKAMU MOTEHUIMHUX YKPUTTIB. Y MOTOYHIM
peamizanii, J€ KUIbKICTb TOYOK Ha PIBHI € IOMIPHOIO, 3aCTOCOBAHO MPOCTHI
JTIHIAHUNA TiepeOip 3 paHHIM BIJCIKAHHSAM 3a BIICTAHHIO, IO 3a0e3Meyye IIIKOM

JOCTaTHIO MIBUAKOAII0 0€3 YCKIaJHEHHS KOTY.

3.9 Peanizaris niacucteMu KOMaHIHOT KOOPAMHAITIT

[Tincucremy KoMaH1HOT KOOpAMHAIIlT peanizoBaHo y kiaci SquadCoordinator,
IO TPYIYE areHTiB y TaKTH4YHI MIAPO3JUIM Ta MIATPUMYE CHUIbHY AOLIKY TaHUX
(Blackboard).

Ha nmommi ganmx areHTH myOJiKyIOTh 1H(QOpPMAILI0 MPO CBOIO MOTOYHY
TAaKTUYHY TIO3UIIiI0, HAMIp 3alHATH TEBHY TOYKY YKPHUTTS, HaMip BHKOHATH
¢anroBuit MaHeBp Ta cuUrHaidM Tpo KpuTuuHi monii. Koopaunarop Ttakox
BIJINTOB1JIa€ 3a PO3IOLT TAKTHYHUX posielt y miaposain Leader, Flanker Ta Support
1 3a iX mepepo3noaia y paszl CyTTEBUX 3MIH CHTYyaIlli, HalpUKIaJ aBTOMaTHYHE
MiABUIICHHS OHOTO 3 areHTIB THUMYy Support J0 poji KepiBHHKA IpH 3arudeni
Leader. Intepdeiic mocTymmy A0 JOMIKK JAaHUX HABEACHO y JICTHHTY 3.9.

Jlictunr 3.9 [aTepdeiic cniibHOT TOMIKYM JaHUX MTAPO3ILTY:

public class SquadBlackboard

{
public Vector3 LastKnownEnemyPos { get; set; }
public bool SuppressionActive { get; set; }

private readonly HashSet<CoverPoint> _reserved = new();

public bool TryReserveCover(CoverPoint c)

{

if (_reserved.Contains(c)) return false;

_reserved.Add(c); return true;
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}
public void AssignRole(GOAPAgent a, SquadRole role) => a.Role = role;

3aBAsIKM CHUIBHIA JOIIII JTaHUX areHTH Y3TOKYIOTh CBOI J1ii 0€3 mpsiMoro
OOMIHY NOBIAOMJICHHSMM: MyOJiKalis HaMmipy BUKOHAaTH (DJIAHTOBHM MaHEBDP
CIOHYKA€ IHIIMX YIEHIB MIAPO3JUTYy MEepEedTH A0 BEAEHHS MNPHUAYLIYBaJIbHOIO

BOTHIO, a p€3€pBYBaHHS TOUKU YKPUTTS 3a100irae ii moBTOpHOMY BUOODY.

3.10  Peanizaliis KOOpJAUHYIOUOTO areHTa

LleHTpanbHUM KOOpAMHYIOUMM KOMHIOHEHTOM € kiac GOAPAgent, mo
ycnaakoBye MonoBehaviour 1 peanizye JKUTTEBUH IHMKI areHTa y BHUIJIIAL
KIHIIEBOT'O aBTOMATa 3 TPhOX CTaHIB BepXHboro piBHA: Idle (ouikyBaHHS HOBOT 111J11),
Planning (3anuT 10 nuanyBajdbHUKA M oJiepKaHHs 11aHy) Ta Executing (mocijgoBHe
BUKOHaHHSA Nii miany). ¥ meroni Update() areHT onuTye CEHCOPHHUI MOIYJb, 3a
noTpeOH IHIIIIOE MeperIaHyBaHHA Ta MOCIIOBHO BUKOHYE JIii IOTOYHOTO IIJIaHY,
pearyrdu Ha IMoJii HI)KYOTro PiBHS — 3aBEPIICHHS [ii, BUSBICHHS CYIPOTHBHHUKA
a00 CyTTEBY 3MIHY IIapaMeTpiB areHra.

Croporennii pparMeHT OCHOBHOTO ITUKITY KOOPJIUHYIOYOTO areHTa HaBE/IEHO
y mictunry 3.10. Bin gemMoHCTpye mepexonu MK CTaHAMU BEPXHBOTO PIiBHS Ta
neneryBaHHs (PaKTUIHOI pOOOTH BIATIOBITHUM MOJYJISIM CUCTEMH.

Jlictuar 3.10 OcHOBHUY ITUKIT KOOPJUHYIOUOTO areHTa:

private void Update()
{

perception.Refresh(state);

switch (fsm)

{



62
case AgentState.ldle:

currentGoal = goals.SelectBest(state);
fsm = AgentState.Planning; break;
case AgentState.Planning:
plan = planner.Plan(state, currentGoal.GetDesiredState(), actions);
fsm = plan != null ? AgentState.Executing : AgentState.ldle; break;
case AgentState.Executing:

if (1ExecuteCurrentStep()) fsm = AgentState.ldle; break;

HanamryBaHHs TmapaMmeTpiB areHra, pajiyca CHPHHHSATTS, 4YacTOTH
OHOBJICHHS, MOCWJIaHb Ha IiJIb Ta KOMIIOHEHTH 3JIMCHIOETHCS OE3MOCEPEIHBO B
iHcriekTopi Unity, 110 103BOJIsI€ MIBUAKO KOH(ITYPYBAaTH MOBEIIHKY 0€3 3MiHH KOy
(puc. 3.7). Ilnsa 3abes3rneueHHs] TJIMOOKOTO KOHTPOJIO 3a IPOIECOM MPUNHATTS
pIIIeHb ITi/1 Yac BUKOHAHHS CUMYJIAL|, CTAHIapTHUX 3ac00iB Hajaro pkeHHs: Unity
(Takux sk MexaHi3M Gizmos, 110 BioOpakae JIMIIIE pajiycy Ta JiHIl BUIAMOCTI)
BUSBUJIOCS ~ HEIOCTaTHhO. ToMy  Oyno  po3poOieHo  creliajii3oBaHHM
BHYTPIIIHBOIMPOBUH  IHCTpyMEHT  Hajmaromkenus —  GoapAgentDebugUl,
peamizoBanuit Ha 06a3i migcucremu Unity IMGUI. Ile#t iHCTpyMeHT TeHepye
aBarodi iHGoOpMaIliitHi maHemni (cTtaTyc-KapTKu) Oe3mocepeHhO Had KOXHUM
areHToM y pajlyci BUANMOCTI KaMEPH.

VY peanpHOMY Yaci Il KapTKH BimoOpakaroTh KiIto4doBi mapamerpu NPC:
MOTOYHY TakTWuHY poiib y minpo3aimi (Leader, Flanker, Support), aktuBHy minb
(Goal), BuKOHYBaHy B TaHWII MOMEHT aToMapHy 1ito (Action), piBeHb 310pOB’s Ta
ctaH iHBeHTapro. OKpiM TOTO, VI areHTa, Mo 3HAXOAUTHCS HAHOIMKIe 10 IICHTPY

yBaru rpaBlisl, Ha €KpaH BUBOJUTHCS po3iupeHa nanenb GOAP-nebarrepa.
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{" v Enemy Goap Agent (Script)

Perception

28

130
Everything
18

150

Aim Warm Up Duration

Aim Warm Up Start Factor

Pucynok 3.7 — HamamryBanus komnoneHTiB GOAP-arenTa B incriekropi Unity

Bona MicTuTh MOBHMH poO3paxoBaHWW IUIaH 13 TOKPOKOBOKO BapTICTIO
BUKOHAHHSA [Ii, a TAKOXX aKTyallbHUI HaOip cuMBOIIB cTaHy cBiTy (World State),
SKAMH omnepye ainroput™ A*. Takuli migxigx poOUTh «BHUAMMHUMHY» BHYTPIIIHI
pIIICHHS TJIaHYBAJIbHHUKA, K1 1HAKIIE 3aHIIAIACSI O MPUXOBAaHUMHU, 1 KPUTHUHO

MPUIIBUIIYE IMPOIIEC TIOHIHTY CUCTeMH IiieH (puc. 3.8).

GOAP DEBUGGER — GOAP_Bot_1.2

SuppressEnemy

* HasTarget

* InRange

* HasAmmo

* HasMedkit

« TargetRecentlylLost

Pucynok 3.8 — HanaromxyBanpHa Bizyani3ailis IaHy Ta CTaHY areHTa
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[IpoBeneHHss  cTpec-TeCTIB Ta  aHali3  MPOAYKTUBHOCTI  CHUCTEMU
3MIMCHIOBaNMCS 3a jgomnomoroiro 1HcTpymeHTy Unity Profiler. Pesynbratu
npoUIFOBaHHSA MIATBEPAWIM, WO BiAMaJbOBKA KAacTOMHOIO 1HTepdency
HaJaro/)KeHHsT Ta PO3paxyHKH IUIAHyBaJlbHUKA CTBOPIOIOTH  MiHIMaJIbHE
HABAaHTAXXEHHS HAa CUCTEMY, HE BUKJIMKAIOUM BITYYTHUX CIUIECKIB 30Mpada CMITTS

(Garbage Collector) HaBiTh pu OJJHOYACHIN POOOTI JECATKIB areHTIB.

3.11 Iurerparis anroputmiyboro sigpa GOAP 31 30poiioBoIo0 MiIcCHCTEMOO Ta

IHBEHTapEM areHra

VY TakKTHYHOMY CHUMYJIATOPi MOBEAIHKA HEITPOBUX IEPCOHAXKIB HEPO3PUBHO
MOB’sI3aHa 31 CTAHOM IXHBOTO criopsiikeHHs. Ockuibku anroputMmiune siapo GOAP
orepye  aOCTpaKTHHUMH  JIOTIYHUMHU  CTaHamMu  (Hampukiaa, hasAmmo,
magazineEmpty a6o healthCritical), BuHHMKae HeEOOXigHICTH Oe3mepepBHOT
CHUHXPOHI3aIlll IUX CTaHiB 13 (QakTHYHUMHU (DI3UYHUMH KOMIIOHEHTaMH arcHTa B
irpoBOMYy cepefoBuIIlil. JIJisi BUPIIIEHHS LIOTO 3aBJIaHHS B apXiTEKTypi CUCTEMH
3acTOCOBaHO NpHHIMN ciaabkoi 3B’s3HOCTI (loose coupling). 3amicTh mpsIMOro
3BEPHEHHS 0 KOMIIOHEHTIB 30pOi 3 aJropuTMy IJIaHYBaHHS, BIATOBINAIBHICTh 3a
OHOBJICHHS CTaHYy JIEJIETOBAHO CEHCOPHOMY MOJIYIIIO.

VY mporeci pobotu PerceptionModule oTpumye mocuiiaHHS Ha KOMIIOHCHTH
IHBEHTApIO Ta MOTOYHOI eKinipoBaHoi 30poi. Ha ko>Hiii iTepailii CeHCOPHOTO ITUKITY
CUCTeMa TepeBipsie KUIbKICTh OOEMPUIIACiB Yy TOTOYHOMY Mara3uHi Ta 3arajlbHUM
3amac anTedyoK. SIKIO Mara3uH TMOpPOXKHIN, BIMOBITHOMY KIIOUYY Y CIOBHHKY
WorldState npucBoro€eThCsl 3HaUeHHS true, 10 aBTOMATUYHO MIABUINYE MPIOPUTET
nii nepesapskanas (ReloadAction). ITix yac 6e3nmocepeTHLOT0 BUKOHAHHS IT€T JTi1
KOOPJIMHYIOUNH areHT BUKJIMKAE METO 30pOHOBOI MiJICUCTEMH, 1HIIIIOI0YH JIOTIKY
MTOTIOBHEHHST OOEKOMITIICKTY.

Taxuii minxin rapadTye, MO MIAHYBATBHUK 3aBXKIH MPAIIOE 3 aKTyaJIbHUMHA

JAHUMH TIpO pecypcu areHTta. KpiM Toro, apXiTeKTypHE pO3MEXYBaHHS J03BOJISIE
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JIErKO MaclTaOyBaTH MPOEKT: JOJIaBAHHS HOBUX THUIIB CIIOPSIKEHHS (HAPUKIIA/,
rpaHaT) HE BHMAarae BTPY4YaHHsS B Ko ajroputMmy A*, oOMeXyH4HCh JIHILIE
J0JIaBaHHSIM HOBUX KJIIOYUIB y CTaH CBITY Ta BIANOBIAHMX KJIAaciB-HAIIaJKIB Y

0107110TEKy aTOMapHUX JIiH.

3.12 YnpapiiHHS TPOCTOPOBUM MEPEMIIICHHSIM areHTiB Ha 0a3i HaBIraiiHoO1

CITKHA

BinbuicTe TaKTUUHKUX MaHEBpIB, TakuX sK 3aiHATTS yKpUTTs (TakeCover),
¢nanrosuit  o0Oxig  (FlankAction) ab6o HaOmWKEHHS 10  CYNPOTUBHHKA
(MoveToEnemy), BumaratoTh KOpEKTHOI MPOCTOPOBOi HaBIraiii y TpUBUMIPHOMY
cepenoBuull. IlepeTBOpeHHS JIOTIUHUX PIlIEHb IUIAHYBaJlbHUKA Ha (I3UYHE
NEepEeMIIIEeHHs areHTa peaji3oBaHO 3a JOTOMOTrorw BOymoBaHOi migcuctemMu Unity
NavMesh Ta komnonenta NavMeshAgent.

[Tpu axTuBarlii mpocTopoBoi aToMapHOi Jii IIILOBI KOOPAWHATH, OTPUMAaHI1
BiJI MiJICUCTEMHU TOIIYKY YKPUTTIB 200 3 JOIIKH TaHUX MIAPO3ALTY, IEPEIAr0THCS 10
HaBiramiHoro kommoHeHTa. OCKUTBKH PO3PaxyHOK ONTUMAJIBHOTO IUISIXY B PYIIii
Unity BUKOHYETBCSI ACHHXPOHHO, CUCTEMa TMOCTIMHO MEPEBIpsi€ CTaH OOYMUCICHHS
yepe3 BiacTuBicTh pathPending. Atomapna nis B Metoni Execute() momeptae
3HaueHHs true (TOOTO BBAXKAETHCS YCIIINIHO 3aBEPIICHOIO) JIUIIE TOJII, KOJIH areHT
(akTUYHO JOcCATae IUTHLOBOI TO3MINI B MEXKax 3aJaHOi JUCTAHII 3YIMHHKH
(stoppingDistance).

OkpemMoro MmpooIeMO0 Y IIUTBHUX CIIEHAPISX OJMKHBOTO 0010 € YHUKHEHHS
KOJMI31 MDK COIO3HUMHU areHTaMd Tijf 4ac KOMaHJAHHUX TEePEeMIlleHb y BY3bKHUX
npumitieHasX. s BupimeHHs 1iei mpoOiaeMu mapamMmeTpy JOKATBbHOTO YHUKHECHHS
nepemkon (Local Avoidance) auHaMi4YHO KOPHUTYIOTHCS 3aJIEKHO Biff MOTOYHOI
TakTU4YHO1 podi areHrta. Jlinep miaposniny (Leader) orpumye Buiuii npioputet
HaBiraimii, mo 3Mymrye iHmuX areHTiB (Support a6o Flanker) aBTOMaTH4HO

po3cTynaTucsi Ta NOCTYMaTucs HOMYy JOpororo. 3aBAsSKM IId 1HTerpaumii 3
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HaBIFalIMHOIO CHUCTEMOIO pYIIisl MEePEMINIEHHS TAKTUYHOI TPYNU BUIJISAIAE
MPUPOAHO Ta 3aro0irae BAHMKHEHHIO TynmuKoBuX cutyauii (deadlocks) y nBepuux

OTBOpPAx 4 Ha CXodax.

3.13 OnTumizaiiss  OOYMCIIOBAIBHOTO HABAHTAXKEHHA Ta  KEpyBaHHS

mamM’aTTo0 B cucremi 11

Po3pobka cucteM mMTYy4HOTO iHTENEKTY JUISl irOp y peaTbHOMY Yaci BUCYBA€E
KOPCTKI BUMOTH JO TPOAYKTHBHOCTI, OCKUIbKH OOYHUCIEHHS JIOTIKM TOBEIIHKHU
HEIrPOBUX MEPCOHAXKIB HE TOBUHHO MPU3BOJIUTH J10 A liHHA YacToTu kaapiB (FPS).
ANTOPUTM €BPUCTUYHOTO TOMIYKY A*, SKHi JICKHUTh B OCHOBI IUTAHYBaJIbHHKA
GOAP, € o0uucioBagbHO MICTKHUM, @ HOTO BUKOHAHHS Yy TOJIOBHOMY notoli (Main
Thread) irpoBoro pymist Unity st JECSATKIB areHTIB OJHOYACHO 31aTHE BUKJIMKATH
MOMITHI 3aTpUMKU. KpiM TOTO, CTBOpEHHS BEIMKOi KUIBKOCTI BY3JIB ITJI 4Yac
po3ropTaHHs rpada CTBOPIOE 3HaUHE HABAHTAXKEHHSI HA CHCTEMY aBTOMATHYHOTO
36upanns cmitTs (Garbage Collector) y cepenoBumi .NET. J{nsa BupimeHHs 1ux
npoOjieM Yy MporpaMHid peanizamii 3acTOCOBAaHO KOMIUICKCHMH MIiAXiT 0
ornTuMizari.

[lepmuM  KITIOYOBUM  apXITEKTYpHUM  DIIIEHHSM  CTajo0 PO3HECEHHS
O0OYHCIICHB 32 JOTIOMOTOI0 ACHHXPOHHOTO MporpaMmyBaHHs. OCKUTEKH PO3pOOICHHI
QITOPUTMIYHANA ~ MOIYNIb  IUTAaHYBaJIbHWKA  TOBHICTIO  130JbOBaHUW  BIA
maTgopMo3zanekHuX kinaciB mpoctopy iMmeH UnityEngine (Takux sik Transform um
GameOQObject), BiH He mianagae mig KOpCcTKi oomexxeHHss Unity 110710 BUKOHAHHS
BHKJIIOYHO B TOJIOBHOMY moTomi. Jlimsa iHimiamizamii mporecy IIaHyBaHHS
3aCTOCOBAaHO KOHCTPYKINi async/await Ha 0a3i o0’ektiB Task moBu C#. Koam
KOOPJIMHYIOYOMY areHTy mMOTpiOHO mMmoOynyBaTH HOBUW IUIaH, BiH QopMye
130J1bOBaHy KOIII0 MOTOYHOrO CTaHy CBITY 1 mepelae ii MiIaHyBaJbHUKY, SIKAM
BUKOHY€E TOIIYK Y ()OHOBOMY MOTOI[l, BUKOPUCTOBYIOUM CUCTEMHUM IYJI MOTOKIB

(ThreadPool). Ilicnst 3HaXOMKEHHSI ONTUMAIBHOTO IUIAHY Pe3yJbTaTH O€3MEeYHO
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MOBEPTAIOThCS Y TOJIOBHUM MOTIK JIS MOJANbIIOTO BUKOHAaHHS. Takui miaxin
MOBHICTIO yCyBae mMpoOsieMy OJOKYBaHHS PEHICPHUHTY CIIEHU I 9ac MPUAHITTS
CKJIQIHUX TAKTUYHUX PilllCHb.

JpyruM Ba)JIMBUM acleKTOM ONTUMI3alli € eQeKTUBHE KepyBaHHS
nam’saTTio. [li1 yac momyky Huisixy y NpocTOpi CTaHIB alrOPUTM CTBOPIOE COTHI
TUMYacoBUX 00’ekTiB TUNy Node s 30epiraHHs KOHTEKCTYy rpada. Buainenns
nam’sTi M HUX Ha KOXHIA IiTepalii HEMUHYy4Ye MPU3BOAMTH JO YaCTUX
crpaiboByBanb Garbage Collector 1, sik Hac/i10K, MiKpo(dpHr31B IrPOBOTO MPOIIECY.
JIJ1sl yCYHEHHS 1IbOTO SIBUIIIA B CUCTEMI peaji3oBaHO Ma0IoH npoekTyBaHHS «Ilyi
00’extiB» (Object Pool). Ha erami iHimianizamii piBHS CTBOPIOETHCS MOIMEPEAHBO
BUJIUICHUN MacuB ek3eMIUIApiB By3miB. [ling yac poOOTH IUIaHyBaJbHUK 3aMICTh
CTBOPEHHSI HOBOTO BYy3J1a 3alIUTY€E BUIBHHUI 00’ €KT 13 MYJTy, 3alIOBHIOE HOTO HOBUMH
3HAYCHHSMHU (CTaH, HAKOMMYCHA BapTICTh, MOCHJIAHHS Ha 0aTbKIBCHKHUU BY30J]), a
IiCJIs 3aBEPIICHHS PEKOHCTPYKII (iHAIBHOrO IIJIaHY MAacoBO TIOBEpPTaE BCi
BUKOpPUCTaH1 By3nH Hazajl. Lle 3Hmkye oOciar auHamiyHuX anokaiid mam’sati (GC
Allocations) mpakTUYHO J0 HYJIS.

OnTuMmizamii TakoXX 3a3HaB CEHCOpHUM Moayib PerceptionModule. Xoua
oOuncieHHs JiHIT NpsAMOi BUIMMOCTI 3a JIONIOMOIOK TpacyBaHHS IIPOMEHIB
BUKOHYETHCS JIOCUTh IIBHUIKO 3aBISKHA BHYTPIITHIA apXiTEKTypi (I3UYHOTO PYIIis
PhysX, oqHoyacHui MacoBHi BUKIIMK ITUX METOJIB JJIsI TAKTUYHOI IT'PYIH areHTIB B
OJTHOMY KaJIpi CTBOpIO€ HeOakaHWUN CTpPHOOK HAaBAaHTAXXEHHS Ha ICHTPaIbHUM
nporecop. g OGamancyBaHHS OOYMCIICHh 3aCTOCOBAHO INiIXiJ MPOCTOPOBOTO Ta
9acoBOro po3mnoiry. OHOBIEHHSI CEHCOPIB BUKOHYETHCS HE Yy KOXKHOMY Kaapi
IrpOBOTO LIUKITY, a Yepes 3a7aHi inTepBaiu 3 yactoToro 10 pasiB Ha cexynay (10 I'm).
IIpu npomy mng koxxkHoro okpemoro NPC mif yac MmosiBU Ha CIE€HI T€HEPYEThCS
HEBEJIMKa BHITAJIKOBA 3aTPUMKa CTapTy BHYTPIIIHBOTO Taiimepa ((asoBuii 3cyB).
3aBASKH [IbOMY PECYPCOMICTKI 3aITUTH 0 (PI3MIHOT MiJICHCTEMH BiJl PI3HUX arcHTIB
PIBHOMIPHO pO3Ma3yIOThCs MO PI3HUX KaApax, 110 poOuTh rpadik yacy BUKOHAHHS

KaJIpy MaKCUMaJIbHO PIBHUM.
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Hapemuri, a1 3MEHIIEHHS 3arajibHO1 KUTBKOCTI PECYPCOMICTKUX 3aMUTIB 10
IUIaHYBaJIbHUKA PO3UIMPEHO BIPOBAKEHUN paHillle MEXaHi3M KEeIIyBaHHS CTaHIB.
SIK110 IEeKUIbKa areHTIiB 3 OJJHAKOBUMH TAKTUYHUMM IUIAMH MOTPAIUISIIOTh Y CXO0XK1
YMOBHM HaBKOJIMIIHBOIO CEPENOBUILA, IUIAHYBAaJbHUK HE NEpepaxoBye rpad
MpOCTOpPY CTaHiB 3 HyJlsd. CucTeMa reHepye yHIKalbHUHN LIUJIOYMCENbHUN Xell Ha
OCHOBI NMOTOYHHUX MapaMeTpiB cBiTy Ta mrykae iforo B LRU-kemri (Least Recently
Used). ¥V pa3i 30iry areHTy MHUTTEBO TOBEPTAETHCS IMIOCUJIAHHS Ha TOTOBY
MOCJIIOBHICTh Jil. Y CHHEprii mepeiiueHi 3axoJu ONTUMI3aIli JTO3BOJIHIH
3a0e3neunTd CcTabuIbHY pOOOTY TaKTHYHOIO CUMYyIJsTOpa ©0e3 jJerpagarii
OPOJAYKTUBHOCTI HaBITh NMPU 3HAYHOMY 30UIBIIEHHI KUIBKOCTI THTENEKTYaJlbHUX

NPC Ha clueHi.

3.14 InTerpariiss KOMIIOHEHTIB Ta LIUKJ IPUHHATTS PillleHb

Onucani BUIlE MOAYJi: CEHCOPHHMM MOIyNb, TUIAaHYBaJIbHUK, 010i0TEKa
aTOMapHUX MAiil, cucTemMa UUIeH, MIACUCTEMHU IMOIIYKY YKPUTTIB Ta KOMaHIHOI
KOOpJAMHAIl, IHTETPYIOTbCSI B  €IWHUA KOHBEEp TMPUUHATTS  PIIICHB,
koopauHoBanuit kiacom GOAPAgent. Po3yMiHHS TMOBHOTO IMKIY B3a€MOJIT
KOMITOHCHTIB € BaXXJIUBUM JIJIA LUTICHOTO CHPUHHATTS POOOTH CHUCTEMH, OCKLIBKH
E€MEp/PKEHTHA TIOBEIIHKA AareHTIB BHHUKAE caMe SK pe3yJlbTaT Y3TOHKEHOI
B32€EMO/IIi OKPEMUX MOJIYIIIB, a HE K BIACTHBICTH OYb-SKOTO 3 HUX OKPEMO.

[ToBHMI UK IPUHAHATTS PIllIEHb ar€HTOM CKJIQIAETHCS 3 IT’ITH ITOCTiTIOBHUX
etaniB. Ha mepmomy etarmi ceHCopHUI MOAYTh OHOBIIOE cTaH cBity WorldState na
OCHOBI1 CIIPUHHSATTSI CEPEIOBUINA Ta BHYTPINIHIX MapaMeTpiB areHtra. Ha apyromy
eTamni MeHe/PKep MiIell OOYMCIIOE MPIOPUTETH aKTUBHUX IUICH 1 oOupae miib 3
HaWBUIIUM TIpiopuTeTOM. Ha TpeThoMy eTami miaHyBaTbHUK Oyaye€ OMTHMATbHUAM
IJIaH JTOCSATHEHHS IUTHOBOTO CTAaHY 3 ypaxyBaHHSM JOCTYIHUX i Ta TOTOYHOTO
cTaHy cBiTy. Ha ueTBepTOMy eTami KOOPAUHYIOUUN areHT MOCI1I0BHO BUKOHYE il

IJIaHy, Jeleryroud (akTU4Hy poOOTy BIANOBIIHUM MOAYJSM: HaBiraiiii,
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MIACUCTEMI YKPUTTIB, CUCTEMI BeJleHHs1 BOorHI0. Ha nm’sitomy erami, y pasi cyTTeBoO1
3MIHM CTaHy CBITY @00 3MiHU IPIOPUTETIB LLJIEH, TOTOYHUI MJIaH epEepUBAETHCA U
LIUKJI TOBTOPIOETHCS BiJ €TaIly IUIAHYBAaHHS.

Taka opranizaiis 3a0e3neuye NoCTiiHy ajanTallio MOBEIIHKY areHTa 0 3MiH
y CepEeIOBHILIL: Ha BIIMIHY BiJ] CTATUHYHUX CLI€HAP1iB, areHT nepeOya0Bye CBIM IIaH
10pa3y, KOJU LIbOI0 BUMAara€e CUTyallis, 0 W MOPOJKYE BPaXKEHHS «PO3YMHOI»
noBeaiHku. Came 3aBISKH YITKOMY pPO3MEXKYBAHHIO BIAMOBIJAIBHOCTEH MIX
MOJYJISIMH Ta iX IHTErpalii uepe3 €UMHUN KOOPJUHYIOUMI KOMIIOHEHT JTOCSATAEThCS
NO€HAHHS THYYKOCTI, PO3IIMPIOBAHOCTI ¥ OOYMCIIIOBaIbHOI €(PEeKTUBHOCTI
CUCTEMHU.

BaxxnmBo1o BIIaCTUBICTIO IHTETPOBAHOI CUCTEMH € ii CTIMKICT JJO YaCTKOBUX
300iB: SKIIO IUTAHYBAJIBHUK HE MOXE MMOOYyJayBaTH IUIaH JUIsl MOTOYHOI I[LT1
(HampuKIan, 4epe3 BIICYTHICTh AOCTYIMHUX YKPHUTTIB), areHT HE «3acCTHUraey», a
IIOBEPTAETbCA 10 CTaHY OUIKYBaHHS Ta IIOBTOPIOE CHpOoOy IJaHYBaHHA Ha
HACTYITHOMY IIMKJII BXX€ 3 OHOBJICHMM CTaHOM cBiTy. lle 3abe3neuye HamgilHICTh
poOOTH CHCTEMH HPOTITOM TPUBAJIOrO IrPOBOIO CEAHCY, 110 OyJIO MIATBEPAKEHO

l'[i,ZI 4ac TCCTYBaHH:.
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BUCHOBKH

VY xBanmiikamiiHiii poOOTI poO3B’A3aHO AaKTyallbHY 3ajady po3poOJIeHHS
aanTHBHOI CUCTEMH IITYYHOTO IHTEJCKTY HEIrPOBHX MEPCOHAXKIB JJIT TAKTUIHUX
CUMYJISITOPIB OJIMKHBOTO 000 HA OCHOBI METOJy IJIAaHYBaHHS i, OPIEHTOBAHOTO
Ha pocsrHeHHs uuie (GOAP). ¥V pe3ynbTaTi BUKOHAHHS POOOTH OTPUMAHO Taki
OCHOBHI pe3yJIbTaTH.

— IIpoBeneHo aHami3 CydyacHOTO CTaHy CHCTEM INTYYHOTO IHTENEKTY st
irpoBux NPC, y x0/1 sIKOro po3risiHyTO KJIaCH4YHI MIAX0au (KIHLIEBl aBTOMAaTH Ta
JiepeBa MOBEAIHKHM ) 1 BUABIICHO 1X MPUHIIUIIOBI OOMEKEHHS — KOMOIHATOPHUI BUOYX
CTaHIB Ta HEMOXJIMBICTh aJanTallii 0 HerepeadadyeHuX CUTyaIliid; OOIpyHTOBAHO
BuOip metony GOAP sik apXiTeKTypHOI OCHOBH CHUCTEMH;

— pO3poOJIEHO MOIYJIBHY apXIiTEKTypy CHCTEMH, IO CKIQJa€ThCsS 3
CEHCOPHOTO MOAYJIS, IJaHyBaJbHUKA Ta OI10II0TEKM aTOMapHHUX i 13 YITKUM
PO3MEXKYBaHHSIM BIJIIOBIIAIbHOCTEH, 110 3a0€3Meuye THYYKICTh, PO3IIMPIOBAHICTh
1 MOKJIMBICTh HE3JIEKHOTO TECTYBaHHS KOMIIOHEHTIB;

— pealli3oBaHO IrOpUTM A*-IJIlaHyBaHHS y MPOCTOPi CTaHIB, IO BUKOHYE
3BOPOTHHUM TMOIIYK ONTUMAJIBHOI TOCIIIOBHOCTI il BiJl LUJIbOBOIO CTaHy JIO
MIOTOYHOI'0; 3aCTOCYBaHHS MEXaHI3MIB KeITyBaHHS IUTAaHIB Ta aCHHXPOHHOTO
TIaHyBaHHS 3a0€3MeYniIo MPUNHATHI MOKA3HUKW MPOAYKTUBHOCTI Y peaJbHOMY
yaci;

— pO3pO0ICHO MiCUCTEMY TOIITYKY Ta KEPYBaHHS TAaKTUYHUMH TO3HIIISIMU
(TouKaMu YKPHUTTSI), IO BPaXxOBYE JiHII IPsIMOI BUIMMOCTI, BIJICTaH1 i 3aifHATICTh
MO3UIIIH, a TAKOXK MiJICHCTEeMY KOMaH/IHOT KOOPIMHAIIIT areHTiB Ha OCHOBI CIIUTBLHOT
JOIIIKH JAHUX Ta JUHAMIYHOTO PO3IOALTY POJICH;

— pearizoBaHO AMHAMIYHY CHUCTEMY IIUICH areHTa, y sIKid mpIOpUTETH IIiIeh
3aJIeXaTh BiJl MOTOYHOTO CTaHy CBITY, 110 3a0e3neuye peanicTuYHe NepeKI0YCHHS
MDK TAKTUYHUMU HaMmipamu areHTa 0e3 siBHOro MpOorpaMmyBaHHs MEPEXO/IB;

— CTBOPEHO Mpale3laTHUKA OPOTOTUIl TaKTHUHOro cumysatopa CQB vy

cepepoBuill Unity, sIKHii JEMOHCTPY€E aJaNTHUBHY TAaKTUYHY MOBEIIHKY areHTIB:
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(¢aHroBi 00X0aW, BHUKOPHUCTAHHS YKPUTTIB, BOTOHb Ha NPHUAYLIEHHS Ta
KOOPJAUHOBaH1 KOMaH/IH1 [ii;

— MPOBENECHO (PYHKIIOHAJIBHE TECTYBAHHS CUCTEMHU Ta MOPIBHSUIBHUI aHaT13
noBeiHku areHTiB GOAP 1 FSM, sikuii miaTBepAuB iCTOTHO BUIILY aJallTUBHICTD Ta
eMEepIKEHTHICTh ToBeniHKM areHTiB GOAP 3a nmpudHATHUX OOYMCIIOBAIBHHUX
BUTpAT.

[IpakTyHa LIHHICTH POOOTH MOJIATAE Y CTBOPEHHI BIAKPUTOI, MOJYJIbHOI Ta
n00pe 3aI0KyMEHTOBAHOT apXiTEeKTYPHOI OCHOBHU JUISI pO3POOKH 1HTENEKTYaIbHUX
NPC, sixa Moxe OyTH BUKOpUCTaHa Y KOMEPIIHHUX irpOBHX MPOEKTaX, HABUYAIHHUX
CUMYJISITOpaxX JUIsl CHJIOBHX CTPYKTYp, a TakOX sK Tuiatdopma s MOJMaibIIuX
JIOCTIDKEHb Y Tally3l MYJNbTHAareHTHHX CHUCTEM IUIaHyBaHHs. Hampsimamu
MIOJJAJTBIIIOTO PO3BUTKY CHCTEMH € IHTErpallis METOJiB MAIIMHHOTO HaBYAHHS IS
aBTOMAaTUYHOTO KOPUTYBaHHS BapTOCTEH [, pO3MIMPEHHS MOJIENI CTaHy CBITY JI0
HEYHCJIOBUX 1 HEUITKUX 3HAYEHb, a TAKOXK IEPEHECEHHsI aJITOPUTMIYHOIO Spa Ha
1HIII1 IrpOBI1 TUTATHOPMHU.

Pesynprat poGoTu ampoboBaHO y BUIIAAI Te3 JnomoBini Ha 30-my
MixHapogHomy MononikHoMmy dopymi «Pamioenektponika 1 momoap y XXI

cromitti» (Xapkis, 2026) [31].
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