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In this work, an intelligent NPC behavior algorithm for Metroidvania
games is proposed based on Behavior Trees and Raycasting. The system
integrates dynamic environment analysis to enable autonomous navigation and
adaptive interaction with complex geometry, significantly enhancing the nature
of Al. The research covers a comprehensive cycle of NPC states, ensuring
efficient state management, scalability, and dynamic response to player actions.
A practical implementation of the proposed modular architecture is
demonstrated within the Unreal Engine 5 using Blueprints.

XKaup Metroidvania Bunuk y 1980-X pokax mij BIUIMBOM JBOX IPOEKTIB
sk Metroid ta Castlevania, Ta mpoTsAroM AeCATUIITh BiH €BOJIOLIOHYBAB
BiJl IPOCTUX JAOIPUHTIB 3 [ISIMH, 3YMOBJICHUX DPI3HUMH OOMEXEHHSIMHU TOTO
yacy, 10 CKJIaJHHUX €KOCHUCTEM 3 0araromapoBOI0 CTPYKTYpOIO pIiBHIB Ta
KOMOIHAIIIMU PI3HUX MeXaHIK. Takui pO3BUTOK Ta PO3MIMPEHHS 3yMOBHIH
noTpeOy B OUIbII pi3HOMaHITHIN noBeAiHII Bopokux NPC. 3amicTh cTaTUYHOTO
NaTpyJIIOBaHHS, Cy4aCHUM TpaBellb OYIKY€E BiJ] MPOTUBHUKIB BUTbHOI Opl€HTAIIl]
y MPOCTOpil Ta JUHAMIYHUX peakiiil Ha Horo Aii. He3Bakaroum Ha HOBITHI
TEXHOJIOT1i, =~ CTBOPEHHS TaKUX  aJalNTUBHUX  aJrOPUTMIB  TOBEIIHKH
YCKJIAAHIOETHCA KOHPIIKTOM MK aBToHOMHICTIO I Ta cTpykTyporo irpoBoro
npoctopy. MeToro poOOTH € 3apONOHYBAHHS PO3POOKU THYYKHX AJITOPUTMIB,
mo no3BoiATh NPC agexkBaTHO B3a€MOMISATH 3 OTOYEHHSM Ta BIAIIOBIIHO
pearyBaTH Ha Jii TpaBIIsl.

Jlnst peamizaiii pi3HOMaHITHOI MOBEIIHKM Ta peakilii BOPOTIB ICHYIOTh
Pi3HI apXITEKTYpHI MOJIEJIi, KOJKHA 3 IKUX Ma€ CBOi OCOOJIMBOCTI Ta OOMEKEHHS.
[IpoananizyBaBii HaWOIIBII PO3MOBCIOKEHHI cuctemMu ynpasmiaHs I
y cydacHux irpax [l], Oymo BHAUICHO TpH OCHOBHI METOJM: CKIHUCHHHUI
aBToMaT abo mammuuHa craHiB (FSM), nepeBa moseminku (Behavior Trees) Ta
manyBaHHs nid (GOAP). TlepeBaru Ta HEMONIKKM KOKHOTO 3 ITUX BaplaHTIB
HaBeJIEHO y Tadymii 1.

[Ticnst anamizy Ta TOPIBHSHHS TOMEPEAHIX MOJENeH, sl BIACHOTO
anroputMy noseAiHku Bopoxkux NPC Oyno oOpaHO HaWOUIbII ONTHUMaIbHUN
BapiaHT, a came Mojenb Behavior Trees. Jlns BupimieHHs 3agavi  JUIs
JUHAMIYHOTO aHaji3y TeOMEeTpii piBHS MOXHA IHTErPYBATH CUCTEMY MPOMEHIB
Raycasting, sika 103BOJINTh MPOTUBHHUKAM iJICHTU(IKYBATH TIEPEIIKOIN Ta MEXi
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wiatopM Ha CBOEMY UUIAXYy B peaJbHOMY Yacli Ta 3aJeXHO BiJ LBOTO
KOPUTYBaTH JIOTIKY mepeMitieHHs [3].

Tabmuus 1 — [MopiBusuans moaeneit 111 moBeninku

Monpens [TepeBaru Henonixku
FSM - Bucoka npoayKTUBHICTh - Baxke macmrabyBaHHs
- IIpocte cTBOpEHHS JIOTIKU AJIs - YckiagHeHHs CTPYKTYpH MPU
CJIa0KHUX BOPOTiB PO3IIMPEHH] peaKIiii
Behavior |- MoayibHICTh Ta THYYKICTh - IloTrpeba B 101aTKOBUX CHCTEMAX JUIst
Trees - UiTka cTpykTypa iepapxii aHaIi3y TeoOMeTpii CBITY
MPUIHSTTA pillIeHb - HapanTta)keHHS Ha IPOYKTUBHICTH
IIPY BEJMKIH KUTBKOCTI aKTUBHHUX
BY3JIiB
GOAP |- Bucokwuii piBeHb aBTOHOMHOCTI |- Bucoke HaBaHTa)XCHHS Ha

31aTHICTh CaMOCTiiHO OyyBaTH
CKJIaIHI IUIAHU I JOCATHEHHSA | -
e

00YHCITIOBANIbHI pecypcH
Baxxke OanancyBaHHs Ta
MIPOTHO3YBAHHSI BapiaHTIB MOBEIHKH.

Jlist 3a0e3nedeHHs] pI3HOMaHITHOI MMOBEIIHKU MPOTHUBHUKIB Ta B3a€EMOJIT
3 MEPCOHAXEM TpaBIls OYJI0 BU3HAUEHO HACTYIIHI CTaHH, sIKI OyAyTh KEpyBaTUCS
nepeBoM noBeninku: narpysroBanus (Patrol), tpusora (Alert), mepecigyBaHHs
(Chase), araka (Attack), zarubenp (Death) Ta BimHoBienus (Respawn).
Omnuc KOXKHOTO 31 cTaHiB 13 3acTocyBaHHsAM Raycasting naBeieHi y Ta0mwii 2.

Taomuis 2 — Cranu ta norika nmoseaianku NPC

Cran Omnuc noBeiHKH 3actocyBanns Raycasting

Patrol ABTOHOMHHUH pyX B Mexax 3agaHoro | IlpomeHneBe 30H1yBaHHS MOBEPXHI

MapuipyTy nepen NPC s Bu3Ha4eHHs KpaiB
Ta BYUACHOT'O PO3BOPOTY

Alert TumuacoBa 3ynuHKa JUIs aHaJi3y [IepeBipka npsiMoi BUAMMOCTI
OTOUYEHHs NpH (iKcallii HOAPA3HUKIB | Ta BUSBJICHHS HEPEIIKO
B 30HI TpUrepa Mix NPC Tta rpaBuem

Chase AXTUBHE HaOJIMKEHHS 10 TPaBLs [MocriiiHe ckaHyBaHHS OBEPXHI
3 METOIO CKOPOYCHHS AUCTAHIIIT JUTSl YHUKHEHHS 31TKHEHb Ta MaJ{iHHSA
JUIsL aTaKH

Attack [lepexin 1o BiAMOBIIHUX 0OMOBUX Po3paxyHOk BekTOpa ataku
IiH, a00 X KOMOIHAIUH Ta MepeBipKa JOCSKHOCTI L1
(3a HasIBHOCTI1)

Death [TpunuHeHHs: pOOOTH JIOTIKU NPU JleakTuBallisl CCHCOPHOI CUCTEMHU
HYJIbOBOMY IIOKa3HUKY 3/I0POB’sI JUIsl ONTHMI3ALi pecypciB

Respawn IToBepHEHHS y BUXIIHY MO3HIIIIO CkuJ1aHHs TapaMeTpiB Ta MOBTOPHA

y BIAIHOBJIEHOMY CTaHi ITPH BUXO/I
IpaBIld 32 MEX1 BU3HAUEHOI
TPUTE€PHOI 30HU

1HII[iaJIi3a1isl CHCTEMHA

[Ticnss Bu3HaueHHs cTaHIB Oyjo mnoOymoBaHO 0a30By OJOK-CXeMy

anroputMmy (puc.

MOCTIOBHICTh MEPEXOiB MK cTaHaMu [3].
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Pucynok 1 — biiok-cxema po6oTH cTaHiB

Ha pucynky 2 300pakeHO TpHUKIaA MPaKTHYHOI peami3aiii Ha pymrii
Unreal Engine 5 Ta Bi3yasbHiii MOBI niporpamyBanHs Blueprint Bukiuky crany
BIJIHOBJICHHSI 4epe3 TpurepHy 3o0Hy. Jlorika Oa3yeTbcsi Ha TMOAlT BUXOAY
NEPCOHAXKa TPaBLS 32 MEX1 30HH, IO 3aIyCKA€ ITEpaIliiHUN UK 17151 TOLIYKY
BCIX aKTOPIB BH3HAYEHOTO KJIacy B MeXaxX JaHOi 30HM Ta iX MOBEPHEHHS
y BUXIJTHUM CTaH 4yepe3 BUKJIMK BIAMOBIIHOT (DYHKIII.

Pucynox 2 — Jlorika po6oTtu Tpurepa nis BigHoBiaeHHs ctaHiB NPC

B pesynbrari momiOHWIT anTOPUTM JI03BOJISIE 3POOMTH THYYKY Ta
macmraboBany cuctemy ynpasninag LI mist NPC irop xanpy Metroidvania,
BUKOpUcTOBYrOuM Behavior Trees y moeqnanHi 3 Raycasting.
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