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This work presents the development of an adaptive artificial intelligence sys-
tem for non-player characters (NPC) in tactical simulators using the Goal-Ori-
ented Action Planning (GOAP) method. Unlike traditional approaches based on
finite-state machines (FSMs) or behavior trees, the proposed system enables
agents to dynamically build action sequences in response to changing environ-
mental conditions. The architecture is implemented in the Unity game engine us-
ing C# and includes a perception module, a GOAP planner based on A* search in
the state-action space, and a library of atomic actions. The system demonstrates
emergent tactical behavior, including flanking maneuvers, suppression fire, cover
usage, and coordinated group actions in close-quarters battle (CQB) scenarios
without hard-coded scripting.

Po3pobka cuctem MITYYHOTO IHTENEKTY A HeirpoBux nepcoHaxis (NPC)
€ aKTyaJbHOIO 3aJ]a4el0 Cy4acHOI IrpoBO1 1HAYCTPIi Ta CyMIXHUX raiy3ei, Ha-
MPUKJIAJ; HAaBYATBHUX TPEHAXKEPIB a00 TaKTUUHUX CUMYJATOpPiB. TpamumiitHi
MiJIXOAW, 3acHOBaHI Ha KiHieBux aBroMarax (FSM) abo aepeBax moBeni-
uku (Behavior Trees), rapantyroTh nepeadadyBaHy Ta JIETKY y peaiisallii Jio-
TiKy, aJle MalOTh CyTTEB1 HEJOJIIKH Y BUTJISIII )KOPCTKO 3aJJaHUX CTPYKTYp TMepe-
XOJIiB, K1 HE TO3BOJISIIOTH areHTY THYUYKO aJIalTyBaTUCS JI0 HeTlepea0adyBaHuX
Ta HeCTaHAApTHUX cuTyawiil. L{iap 1aHoi poOOTH — pO3pOOUTH IHTENIEKTyaIbHY
cucremy noseninku NPC Ha ocHoBi apxitektypu GOAP (Goal-Oriented Action
Planning), sika cipusie aBTOHOMHOMY IIAHYBAaHHIO JIif B YMOBaX TaKTUYHOTO
OJIM>KHBOTO 00¥0.

Meton GOAP € TexHonori€ro miaHyBaHHS Ha OCHOBI CTaHiB 1 aii. Ha Bij-
MiHy Big FSM, ne nepexonu mMix ctaHamu 3a/1ar0Tbes iBHO, GOAP-arenT camo-
CTIHHO OyJay€e ONTUMAaJIbHY MOCIIIOBHICTh aTOMapHUX JAiH, 110 BeJae Bij MOTOY-
HOTO CTaHy CBITY /10 BH3Ha4deHOI 111l areHTa. KoXHa i XapaKTepu3yeThes Te-
penymoBamu (preconditions), 3a SKUX BOHAa MOXke OyTH BUKOHaHa Ta e(ek-
tamu (effects — 3sminamu irpoBOTro CBITY IMiCIIsT BUKOHAHHS OKpeMuX Jik). [Tnany-
BaJIbHUK (popMye Tpad CTaHiB, [I¢ BY3JIM BiNOBIIal0Th CTAHAM CHCTEMHU, a pedpa
— MOXJIMBUM J15IM 13 BIJIIOBITHOO BapTiCTIO. JIJIsl MOITYKY ONTUMAILHOTO TIJIaHy
3aCTOCOBYETHCS AITOPUTM A* y pocTopi cTaHiB.

ApXITEKTypa CKIAJTAE€THCS 3 TPHOX MIACUCTEM: CEHCOPHOI CHCTEMH, TUTaHY-
BaJIbHMKA 1 610;110Teku aroMapHux aiid. CencopHa cucrema (Perception Module)
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3a0e3redye CIpPUUHATTS areHTOM CTaHy OTOYEHHS, BHUSBJICHHS MPOTHUBHUKIB,
aHaJI13 FeOMeTpIi piBHSA, 1I€HTU(DIKALII0 TOTEHIIHUX YKPUTTIB Ta OL[IHKY 3arpo3.
Lle hopmye motounuii ctan cBitoBoro npoctopy (World State), sixuit Hacammnepen
€ BXiTHUMU JTaHUMU JJIs TUTaHyBaTbHUKA.

[TnanyBanbauk (GOAP Planner) — nuenTpanbauii 004K CiIIOBaIbHUN MOYJIb
cucteMu. BiH oTpuMye MOTOYHUI CTaH CBITY Ta aKTUBHY IIUJIb areHra i Oyaye
ONTUMAJIbHY TMOCIIIOBHICTh Mii. IlnanyBaHHS BinOyBaeThCs HE Yy (PI3UUHOMY
IIPOCTOPI PiBHA, a y IPOCTOPI CTaHIB, 1€ KOKEH BY30J1 BijoOpakae Habip OyieBUX
ab0 YHCEeNpbHUX XapaKTepUCTHK cuTyamii (Hampukiaa: isEnemyVisible,
hasAmmo, isInCover). 3aBAsKU IbOMY 3HUKY€ETHCSI 00UHUCIIOBAIbHA CKJIAIHICTD
MOPIBHSHO 3 METOJIaMU TIJIaHYBaHHS y (Pi3UUHOMY MPOCTOPI.

bibnioTexa atroMapHUX Aiil MOKe BKIIFOUAaTH Taki mpumituBu: MoveTo — me-
pemimeHHs 10 3agaHoi Touku, TakeCover — 3aliHATTS yKpuTTs, Attack — Bigk-
PUTTS BOTHIO IO NPOTUBHUKY, Reload — nepesapsinka 30poi, Flank — ¢ianrosuit
MaHeBp, Retreat — Taktuunuil Biactyn. KoxxHa 1ist peanizyeTbes 3a JOMOMOT OO
iaTepdeiica 3 metonamu CheckPreconditions(), ApplyEffects() Ta GetCost(). 3a-
BJISIKM 111M apXITEKTypi PO3LIMPEHHS CUCTEMHU HOBUMH JiSIMU HE TOTpeOy€e MOAU-
¢ikarlii TuIaHyBaJIbHUKA, 11€ POOUTHh MOXJIMBUM MaclITaOyBaHHS CUCTEMH.

Cucrema nuiel areHTa BKJIIOYAE JIBI OCHOBHI ITUT1: BHKMBaHHA (Survive) Ta
HerTpamzaiisa nporuBHuka (EliminateEnemy). IIpiopurer Mik HiISMH BU3Ha4a-
€ThCSl TMHAMIYHO HA OCHOBI ITOTOYHOTO CTaHY — PIBHA 3JI0POB’s, HAIBHOCTI OO€-
MIPUIIACIB, TUCTAHINT 0 TPOTUBHUKA Ta 1HIIMX IrPOBUX YMOB. TakuM 4ynHOM, 3a-
0e3mneuyeThCs peaicCTUUHA Peakilisi areHTa Ha PI3HOMAaHITHI CUTYaIlll Y CUMYJISIIIII.

[IpakTaHUM pe3yabTaTOM POOOTH € AIFOYUH MPOTOTHUIT TAKTUIHOTO IITyTEPA
3 enementamu CQB (Close Quarters Battle). KirrouoBoto nepeBaroro odpaHoi ap-
XITEKTYpH € MOXJIMBICTh BUHUKHEHHS €MEPIPKCHTHOI MOBEIHKH arcHTIB. 3a-
MICTh JKOPCTKOTO CIIEHAPHOTO MPOTPaMyBaHHS CKJIAJHUX TAaKTUYHHX MaHEBPIB,
cCUCTEMa J03BOJISIE areHTaM AMHAMIYHO (OpMyBaTH Taki CLIEHApIi, K HACIIJIOK
B3a€MO/I1i 1HAMBITYyaIbHUX MJIaHIB. 3aBIASKH IbOMY CUMYJISILIT MatOTh BUCOKY Ba-
PIaTUBHICTH I'POBOTO Mpoliecy. X04a MOPIBHSIHO 3 pealizalieio Ha ocHOBI FSM,
GOAP-areHTH 1€MOHCTPYIOTh 3HAUHO BUIILY aIalITUBHICTh B HECTAHJAPTHUX CH-
Tyalisx, MpoTe BUMArarTh OLIBIINX 00UUCIIOBATILHUX PECYPCIB yepe3 HEOOX11-
HICTh TOOY/IOBH TUIaHY B PEAIbHOMY Yaci.
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