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The work considers the relevance of using advanced algorithms of artificial
intelligence, such as State Machine, Behavior Tree and Finite State Automaton,
for modeling the behavior of game characters in modern games. It considers the
problems related to the choice of the optimal algorithm and its impact on the
realism and efficiency of the gameplay. In addition, the article provides a brief
overview of each of the algorithms and their features in the context of creating
artificial intelligence for game characters.

Axmyanvuicms ma nocmanogka npodnemu. Y CydacHIM ramay3i po3poOku
Irop Ta PO3BUTKY IUTYYHOI'O IHTEJIEKTY CTBOPEHHS pEATICTUYHHX Ta
e(peKTUBHUX ITPOBUX MEPCOHAXKIB € KIOYOBUM 3aBaaHHsIM. ['paBui Bce Ouiblle
OYIKYIOTh BiJl IrPOBUX IMEPCOHAXIB CKJIATHOI Ta Hemepen0auyyBaHOi MOBEIIHKH,
sKa aIanTy€eThCs J0 TXHIX A1M Ta OTOUYIOUOTO cepeoBuIla. ToMy akTyaabHUM €
BUKOPUCTAHHS MEPEJOBUX AJITOPUTMIB IITYYHOTO IHTENIEKTY, Takux sk State
Machine, Behavior Tree Tta Finite State Automaton, i1 MoOIEIIOBaHHS
MOBEIIHKU IrPOBUX MEPCOHAXKIB.

[IpoGnema monsirae B TOMy, 100 3HAWUTH ONTHUMAIBHHUN CIOCIO
BUKOPHUCTAHHS aJTOPUTMIB IITYYHOTO 1HTEJEKTY JUIsl CTBOPEHHS PealiCTUIHUX
IFPOBUX MEPCOHAXKIB, 3 YPaXyBaHHIM BUMOT O €(pEKTUBHOCTI, aIallTUBHOCTI Ta
ONTUMI3allli TeUMILICIO.

Icuyroui anemepuamusni piuwenns. OKpIM 3a3HAYEHUX BUIIE aJITOPUTMIB
ICHYIOTh ¥ 1HIII adbTEPHATUBHI MIAXOAM ISl CTBOPEHHS PEAICTUYHUX 1ITPOBUX
nepcoHaxiB. Hampukiaj, € MalmMHu MiATPUMKH pILIEHB, IO SBJISIOTH COOOIO
CTPYKTYpU NaHUX, SIKi BUKOPHCTOBYIOTHCS ISl MOJETIOBAHHS TOCIiIOBHOCTI
pimeHb. BoHM MOXYTh OyTHM KOPHUCHHUMHM JUIsl peaiizailii BEIMKOi KUIbKOCTI
BapiaHTIB TOBEJIIHKM Ta YOpPaBIIHHA CKJIQJHUMHU CcleHapismu rpu. Jlyxke
NOIIUPEHOK  aJbTEPHATHUBOKD € BHUKOPUCTAHHS METOJIB HaBYaHHS 3
MJICUICHHSM a00 HaBUYaHHS 3 YYUTEJEM JJIsi CTBOPEHHS ITPOBUX MEPCOHAXKIB 31
3IaTHICTIO JI0 CAMOOCBITH Ta aJamTailii 0 rpaBlid Ta cepenoBuina. He meHn
MOIUPEHUM € TEHETHUYHI QJITOPUTMH, SKI BUKOPUCTOBYIOTHCS MJIsSi €BOJIOLIL
MOBEIHKMA MEPCOHAXKIB BIAMOBIIHO A0 BU3HAYEHHUX KPUTEPIiB €(HEKTUBHOCTI Ta
pPEeaTiCTUYHOCTI.

OcHnoeni mamepianu oOocnioxcenus. Anroputm State Machine — e
MOTYXXHUW IHCTPYMEHT, 110 BHKOPUCTOBYETHCS ISl MOJCTIOBAHHS TOBEIIHKH
o0'ekTiB B Irpax. BukopucrtanHs anroputmy State Machine pgo3Bossie
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pO3pOOHMKAM  CTBOPIOBaTHM IMEPEKOHJIMBHX Ta  PEAIICTUYHUX  ITPOBUX
NIEPCOHAXKIB, AK1 AIIOTh 1 PEAaryr0Th HA OTOYYIOUYUH CBIT 1 IPaBIIsl.

['onoBHa ifes aiaropuTMy MOJSATa€E B TOMY, IIO0 PO3OUTH MOBEAIHKY
00'eKTy Ha OKpeMi CTaHU Ta MHepexoau M HUMH. KoXeH cTaH mpejacTaBiise
c00010 KOHKpETHY Jit0 abo Hallip aii, Kl 00'€KT MOXKE€ BUKOHATH y MEBHOMY
KOHTEeKCTi. [lepexoau BU3HAYAIOTH YMOBH, 32 KUX O0'€KT MEPEXOAHUTHh 3 OAHOTO
crany B iHIIMI. Lle#l miaxin 103Bosisie CTBOPUTH CTPYKTYPY, SIKa JIETKO PO3IIMPIOETHCS
Ta MOJU(DIKYETHCS, a TAKOXK 3a0€3MeUy€ YiTKY JIOTIKY OBEIIHKH.

3a pomomororo anroputMmy State Machine MoXHa CTBOPUTH THYYKY
CHCTEMY, sIKa JI03BOJISIE IEPCOHAXKAM aIallTyBATUCS 10 3MiH 1 IIBUJIKO pearyBaT Ha
nii rpasig. Hampukiaa, y BIMCBKOBUX CTpaTEriyHUX Irpax, BOPOXi BiHChKa
MOXKYTh MATH Pi3H1 CTpaTerii B 3aJIEKHOCTI BiJl IOTOYHOI CUTYAIlli Ha 1MOJ1 00¥0.
BoHu MOXyTh miepexouTy 31 crady "ataku'” 1o crany "3axucty" abo "BiacTymy" B
3aJIEKHOCTI Bl KIJIBKOCTI BOPOXKHUX BIMCBK Ta CTaHy IXHbOI aMyHILI].

Anroputm Behavior Tree Bimgirpae BaxiuBy poJib Yy CTBOPEHHI
peanictuyHoro Ta IikaBoro Iltyuynoro InTtenexty B irpax. Lleit migxim 1o
MOJIEJIFOBaHHS MOBEIIHKU NMEPCOHAXIB 0a3yeTbcs Ha 171€1 MpeICTaBIECHHS IXHbOI
JISJIBHOCT1 y BUIJISIZII JIepeBa, J€ KOXKEH BY30JI MPEACTABISE MEBHY 10 abo
NOBEAIHKY, 10 MOXe OyTH BUKOHaHa. Bukopucranus anroputmy Behavior Tree
J03BOJISIE  PO3POOHMKAM CTBOPIOBATH CKJIAJIHUX Ta PEATICTUYHUX ITPOBUX
NEPCOHAXKIB, SIKI pearyrTh Ha Jii TpaBlsl Ta OTOYYIOUMM CBIT 3 ypaXyBaHHSAM
pPI3HOMaHITHUX YMOB 1 00OCTaBHH.

Opniero 3 mepeBar BukopucTanHs Behavior Tree € Horo rHy4kicTh Ta
MOIYJIbHICTh. PO3pOOHMKM MOXYTh JIETKO CTBOPIOBaTH Ta MOAU(IKYBATH
JEPEBO TOBEAIHKHM, ITOJAl0YHM HOBI BY37dd a00 3MIHIOOYHM ICHYIOYI, 100
aJIanTyBaTH TIOBEAIHKY TMEPCOHAXIB J0 Pi3HUX cuTyariil y rpi. Lle mo3Bosse
CTBOPIOBATH MEPCOHAXKIB 31 CKIAJHOIO Ta BapiaTUBHOIO MOBEIIHKOIO, III0 POOUTH
IrpOBUIi CBIT OLIBII )KUBUM Ta HEMlEpe10adyBaHUM JJIsl TPaBIIS.

Opniero BaxIMBOIW0O ocoOnmBicTi0O anroputMmy Behavior Tree € iioro
3pYYHICTh y PO3yMiHHI Ta Bizyanizaiii. /lepeBo MmoBeIIHKH MOXe€ OyTH JIETKO
IpeICTaBlIeHe Yy BUIJISAAl TpadiuHOi CTPYKTYpH, LIO JI03BOJISIE PO3POOHUKAM
IIBUJIKO aHAJII3yBaTH Ta BAOCKOHAIIOBATH MOBEIHKY MEPCOHAXKIB.

Anroputm Finite State Automaton € MOTYXHUM 1HCTPYMEHTOM IS
CTBOPEHHs peaylicTuuHOro Ta auHamiynoro llrtyunoro Iurenexty B irpax. B
OCHOBI IIbOTO MIAXOMY JICKHUTH 1€ MOJICIIOBAHHS TOBEIIHKA MEPCOHAXKIB Y
BUTJISI/II CKIHYEHHOTO aBTOMATY, JI€ KOXKEH CTaH MPECTaBIs€ KOHKPETHY IO
abo Habip Aiil, AKI MEPCOHAX MOXKE BUKOHATH, a MEPEXOJud MK CTaHAMU
BiIOYBAaOThCS BIJAMOBIAHO JO TICBHMX YMOB Ta B3aEMOJIIH 3 IrPOBHUM
CEPEIOBHILIEM.

Buxopucranns anroputmy Finite State Automaton 103BoJisie po3poOHUKaM
CTBOpIOBaTH e(peKkTuBHUU Ta ontumizoBanuid I 1us irpoBux mNepcoHaxiB.
3aBASKMA YITKIM CTPYKTYypl Ta BU3HAYEHHIO KOHKPETHUX CTaHIB Ta MEPEXOJIB,
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pearizailisi TOBEIIHKH MEPCOHAXIB CTAa€ OLIbII MPOCTOI0 Ta 3PO3YMIIOI0 s
PO3pPOOHUKIB.

Hampuknaz, y IpuroaHUIBKUX irpax, MepCoOHaX MOKE MaTH TakKi CTaHU SIK
"criokiituit", "nepecninye", "arakye" abo "BTikae". 3anuexHO BiJ 1l TpaBLs Ta
00CTaHOBKH, MEPCOHAK MOKE 3MIHIOBATH CBIM CTaH 1 BAKOHYBATH B1ITOBIJIHI Jii.

OpHi€r0 3 TOJIOBHUX IiepeBar BUKOpHCTaHHS ainroputMmy Finite State
Automaton € Horo e(eKTHUBHICTh Ta HU3BKUM PIBEHb CKJIATHOCTI. 3aBASKH
OITUMI30BaHIN peamizallii, aJiIrOpUTM MOXKE TIPaIFoBaTh ePeKTUBHO HAaBITh Y BEJTUKHUX
ITPOBUX CBITAX 31 CKIIQIHOI0 1THTEPAKTUBHICTIO Ta BEJIMKOIO KUIBKICTIO TTEPCOHAXKIB.

Bucnosox. Otxe, BCl TpU QITOPUTMH BUKOPUCTOBYIOTHCS ISt
MOJICTIFOBaHHS MOBEIIHKH O0'€KTIB B Irpax, 30KpeMa JjIsi CTBOPEHHSI IITYYHOTO
IHTENEeKTy TepcoHaxiB. KoxeH 3 IUX aNropuTMiB BUKOPUCTOBYE KOHIIEMIIIO
CTaHiB 1 MEPEXOAIB MK HUMH JUIsl TIPEJCTaBICHHS MOBEMIHKK 00'eKTiB. BoHM
JO3BOJISIIOTH PO3POOHMKAM CTBOPIOBATU CKIIAJHUX Ta PEATICTUYHUX ITPOBUX
NIEPCOHAXKIB, K1 pearyoTh Ha A1l TpaBLsl Ta 3MiHU B IFPOBOMY CBITI.

AnroputMm State Machine 6a3yeTbCs Ha BH3HA4YE€HHI OKPEMHUX CTaHIB Ta
Nepexo/iiB. MDK HHMMH, 0 POOUTH HOro n00pe MIAXONSIIUM IS peai3allii
npocTux Ta ckiagHux cucteM. Behavior Tree no3Bossie BupaxaTu OuIbII
CKJIaHy TIOBEAIHKY 3 BHUKOPHUCTAaHHSM JCPECBOBHIHOI CTPYKTYpH, NI€¢ KOXKCH
BY30J1 TIpEJCTaBliA€ TMEBHY Mil0 abo moBedinky. Aunroputm Finite State
Automaton TakoX BUKOPHCTOBY€E KOHIICTII[I}O CTaHIB 1 IEPEXO/IiB, ajie BIH MOXKE
OyTH OUIBII 3arajibHUM 1 aOCTPaKTHHM, 1110 JTO3BOJISIE€ MOJICTIOBATH PI3HOMAHITHI
CUCTEMH, HE OOMEKYIOUHCh TUIBKU JIBOMA CTaHAMM (aKTUBHMM Ta HEAKTUBHUMN),
gk y State Machine. Behavior Tree Bomojmie OTBIIIOI THYYKICTIO Ta
MOYJIBHICTIO.

3aramom, BHOIp MDK IIMMU aJTrOpUTMaMHU 3aJeXKUTh BIJT KOHKPETHUX
noTped 1 BUMOI NIPOEKTY, a TaKOXK BIJ PIBHSA CKJIAAHOCTI IMOBEIIHKH, SIKY
NOTPIOHO MOJICTIOBATH.
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