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BeegeHHq

® [locTiitHuiA PO3BUTOK irpOBOT IHAYCTIL.
o KnioyoBy ponb B SKOCTI irpoBOro NpoLecy Bifirpae WTYYHUI iHTeneK.

® [Inatchopma Unity BifoMa CBOE THYUKICTIO Ta WMPOKAMU MOXKIUBOCTSMU NS CTBOPEHHS irop PI3HUX KaHpiB
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[locnigxeHHs

e (J6'eKTOM DOCNIIXEHHS € METOAM CTBOPEHHS WTYYHOTO IHTENEKTY.

o [IpeMeTOM LOCTIMKEHHS € eHEKTUBHICTb ANrOPUTMIB NOWYKY WNSXY Ta ANrOPUTMIB NPUHHATTS
pilleHb, IX peanisallig, NpocToTa Ta LOPeYHiCTb.

e MeTot JOCNIMWKEHHS € aHani3 | NoOpiBHAHHS anropuTMie cTBOpeHHs irposoro Wi ang pisHux
CLieHapiiB rpu.

o [locnimKeHHs BKNKOYAE NOPIBHAHHS eHEKTUBHOCTI anropuTMIB NOWYKY WNSAXY Ta NPUHHATTS
PilleHb Y KOHTEKCTI irpoBUX CUTYaLLi.

[lpobnematuka

UYacosa CKnagHicTb anropuTMis

BukopucTanHs nam'aTi

3po3yMinicTb Ta CTPYKTYpa anropuTMie

banaHc BuTpaT i Burop
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3apaui

Anania notoyoro craHy irposoro LUl Ta BU3HaUEHHS OCHOBHUX BUKIUKIB.

BuBUEHHS MOXNMBOCTE! Ta 06MeXxeHb nnattopmy Unity.

Bu3HaueHHs pisHUX TMMIB irpOBUX CLLEHaPiiB Ta iXHiX 0COBNMBOCTEH.

[opiBHAHHS anNrOPUTMIB NOWYKY WNSAXY Ta NPUAHATTS PilleHb 3 BU3HAUEHNMM KPUTEPIAMA.
[poBeieHHs eKcnepuMeHTanbHuX JOCTIMKeHb Ta aHania 0TpUMaHuX pesynbrarie.
(opMynioBaHHS BUCHOBKIB | peKoMeHAaLii ans po3po6Hukis irposoro L

IHCTPYMEHTH po3pobKu

Unity

= VISUAL STUDIO 2022
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MeToponoris

Anania nitepatypu

Po3po6ka eKkcnepumMeHTanbHoi 6asu
[poBeieHHS eKCNEePUMEHTIB

36ip Ta aHani3 faHux

[opiBHSAHHA pe3ynbTaris
(OopMynioBaHHS BUCHOBKIB
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AnropuTMK nowyKy wnsxy
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le8

Average Memory Usage for Dijkstra across Different Grid Sizes
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AnropuTMM nowyKy wnsxy

Greedy Best First Search
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1e8 Average Memory Usage for Bidirectional Search across Different Grid Sizes
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AnropuTMM nowyKy wnsxy

Average Memory Usage for Dynamic Programming Maze across Different Grid Sizes
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AnropuTMM NPUMHATTS PilleHb

Cepega TecTyBaHHS

State Mashine | Behaviour Trees & Random Select Timer Based

12
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AnropuTMM NPUMHATTS PilleHb
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Migcymxu

* Unity 3abe3neuye rHyyKi MOXNUBOCTI ANg peanisalii Ta TectysauHs irposoro L.

*  A*HaliKpauwid s CKNaHUX cepefiosul, [ledKCTpa rapaHTye HaKopoTIWWIA WNSX.

* Greedy Best First Search wauaKuii, ane He 3aBXMu 3HaX0QUTb ONTUMANbHUIA WNSX.

» Depth First Search He echeKTuBHWIA ANs HawWwoi cuTyaLLii, ane Moxe ByTU KOpUCHUM Ang 06xoy

NnabipuHTIB.

* [loBeqiHKOBI AepeBa Ta MallMHK CTaHiB fobpe NigxoasTh ANd CTBOPEHHS afanTUBHOTO irpoBOro
WTYYHOTO IHTEMEKTY.
*  OnTuMi3aLig anropuTMIB 3@ YacoM | NaM'aTTHO KpUTUYHA AN NPOLYKTUBHOCTI MPU.
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Y]IK 004.89
JOCJLKEHHS METO/(IB CTBOPEHHS HITYYHOI'O IHTEJIEKTY
JIJISI PI3BHUX CIIEHAPIIB I'PH
IInnascekuii /. 1.
HaykoBwii kepiBHUK — K.T.H., JoueHT Ha3zapos O. C.
XapKiBChbKUM HalllOHAJIbHUM YHIBEPCUTET pajiioenekTpoHiku, kad. I11
M. XapkiB, YKpaiHa
e-mail: dmytro.pyliavskyi@nure.ua
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.

Axmyanvnicme ma nocmanogka npooiemu. Y CydacHIN raity3l po3poOKH
Irop Ta pO3BUTKY IUTYYHOTO IHTEJEKTY CTBOPEHHS peallicTUYHUX Ta
e(eKTUBHUX IMPOBUX NEPCOHAXKIB € KIIOYOBUM 3aBJaHHSAM. ['paBlii Bce OliblIe
OYiKYIOTb BiJl IrpPOBUX MEPCOHAXKIB CKJIAHOI Ta Hemepea0adyBaHOi MOBEIiHKH,
sKa aJlalTy€eThCs 0 IXHIX Aif Ta 0TOYYI0YOro cepeloBUIa. ToMy aKTyaabHUM €
BUKOPHCTAHHS IEPEeOBUX AITOPUTMIB IITYYHOIO IHTEJEKTYy, TaKMX fK State
Machine, Behavior Tree Ta Finite State Automaton, 1 MOIEIIOBaHHSI
NOBEIIHKU ITPOBUX MIEPCOHAXKIB.

[lpoGnema monsrae B TOMy, 100 3HAWTH ONTUMAJIBHUN CIIOCIO
BUKOPUCTAHHS aJIFOPUTMIB IUTYYHOTO 1HTEJIEKTY /ISl CTBOPEHHS pealiCTUUHHX
ITPOBUX MEPCOHAXKIB, 3 YpaxXyBaHHSIM BHUMOT /10 €peKTUBHOCTI, a[allTUBHOCTI Ta
onTUMIizalii reMmIero.

[cnytoui anomepnamueni piwtenns.. OKpiM 3a3Ha4€HUX BHILE AJTOPUTMIB
ICHYIOTb U iHIII ajJbTepHATHBHI MiAXOAM JJIsi CTBOPEHHS pealiCTUYHUX iIrPOBUX
nepcoHaxiB. Hanpuknaa, € MalluHU MIATPUMKHU pillleHb, 110 SBISIOTH OO0
CTPYKTYpH HAaHUX, SIKI BUKOPHCTOBYIOTBbCSA U MOJIEIIOBAHHS ITOCIIIOBHOCTI
pitieHb. BoHM MOXyTh OyTH KOpPUCHUMH AJIsi peajizallii BEeIMKOi KUIBKOCTI
BapiaHTIB TOBEHIHKM Ta YIpaBIiHHSA CKIaJHUMHU CLeHapisiMu Tpu. Jlyxke
NOIIMPEHOI0  albTEPHATUBOIO € BHUKOPUCTAaHHS METOMIB HaBYaHHA 3
MiJICUJICHHSIM ab0 HaBYaHHS 3 yYUTENeM JJsl CTBOPEHHsI ITPOBUX MEPCOHAXIB 31
3IATHICTIO JI0O CAaMOOCBITH Ta ajamTalii 1o rpaBls Ta ceperoBuinia. He meH
MOIIMPEHUM € TeHEeTHYHI AJTOPUTMH, SIKi BHKOPUCTOBYIOTHCS IUISI €BOIIOLIi
MOBE/IIHKM MEePCOHAXIB BIAMOBIHO 710 BU3HAYEHUX KpUTEPIiiB epeKTUBHOCTI Ta
peaicCTUYHOCTI.

Ocnoeni  mamepianu oocnioxcenns. AnroputMm State Machine — ue
NOTY)KHUI 1HCTPYMEHT, 1110 BUKOPUCTOBYETHCS Ul MOJEIOBaHHS MOBEIiHKH
o0'ekTiB B irpax. BukopucranHs anroput™my State Machine pa03BossIE
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pPO3pOOHMKAM  CTBOPIOBAaTH MEPEKOHJIMBUX Ta PEATICTUYHUX  ITPOBHX
MePCOHAXIB, SKi JIIOTh 1 pearyloTh Ha OTOYYIOUYHI CBIT 1 TpaBI.

['onoBHa ifes ajJropuTMy IOJSATa€e B TOMY, HI00 pPO3OUTH TOBEHIHKY
00'eKTy Ha OKpeMi CTaHU Ta INepexoqu MiK HUMH. KoXkeH cTaH mpeacTaBisie
co00I0 KOHKpeTHY [Iito abo Halip Aiif, fKi 00'€KT MOKe BUKOHATH y TEBHOMY
KoHTeKcTi. [lepexoan BHU3HAYAIOTH YMOBH, 3a SIKUX OO'€KT MepexoJuTb 3 OJIHOro
cTaHy B iHUMA. [{e¥ mizxiz 103BoJsE CTBOPUTH CTPYKTYPY, SKa JISTKO PO3LIMPIOETHCS
Ta MOAU(IKYEThCSA, a TAKOXK 3a0e3Medye YiTKY JIOTIKY MOBEIIHKH.

3a nomoMoror anroputMmy State Machine MoXKHa CTBOPUTH THYYKY
CHCTEMY, 5IKa JIO3BOJIIE [IEPCOHAKAM aJalTyBaTUCS [0 3MiH 1 HIBUAKO pearyBaTH Ha
nii rpaBud. Hampukian, y BiCBKOBHX CTpaTeriuHUX Irpax, BOPOXKi BilichbKa
MOKYTh MaTH Pi3HI CTpaTerii B 3aJIeKHOCTI BiJl MOTOYHOI CUTYaIlil Ha 1Mo 00r0.
BoHu MOXyTh mepexoanTy 3i cTaHy "ataku" 1o craHy "3axucTy" abo "BigcTymy" B
3aJIe)KHOCTI B1Jl KJTBKOCTI BOPOKHX BIMCBK Ta CTaHy iXHbOT aMyHILIii.

AnroputMm Behavior Tree Bigirpae BaXIUBY pOJb y CTBOpPEHHI
peanicTuyHoro Ta IikaBoro LlTyunoro IHTenekTy B irpax. Lle#t miaxim mo
MOJIEJTIOBaHHS MOBEIIHKU MepCOHaXiB 0a3yeTbesl Ha i11e1 MpeICTaBIeHHs IXHbOT
TISUTBHOCTI Y BUTJISINI JiepeBa, e KOXKEeH BY30I MpeACTaBIse TEeBHY i abo
NOBEJIIHKY, 1110 MO>Ke OyTU BUKOHaHa. Bukopucranns anroputMmy Behavior Tree
JI03BOJISIE PO3POOHMKAM CTBOPIOBATH CKJIAIHUX Ta PEANTICTHYHUX IrPOBHX
MIEPCOHAXIB, SIKI pearyloTh Ha Mii TpaBIsl Ta OTOYYIOYHMI CBIT 3 ypaXyBaHHSAM
PI3HOMaHITHUX YMOB 1 0OCTaBHUH.

OnHiero 3 mepeBar BHKopucTaHHA Behavior Tree € Horo rHydkicTh Ta
MOJYJIbHICTb. PO3pOOHMKM MOXKYTh JIETKO CTBOPIOBAaTH Ta MOAU(IKYBaTH
JIlepeBO TMOBEIIHKH, [0Jaloud HOBI By3/lIM ab0 3MIHIOIOYM ICHYIOYi, 100
aJlaniTyBaTH IMOBEIIHKY MEPCOHaXIB 0 pi3HUX cuTyawii y rpi. Lle mosBosisie
CTBOPIOBATH MEPCOHAXKIB 31 CKJIa/IHOIO Ta BaplaTHBHOIO MOBEIHKOIO, 1110 POOUTH
ITPOBHIA CBIT OLJIBII XKMBUM Ta Herepea0auyBaHUM JIJIsl TPaBLIsL.

OnHiero BaIMBOIO ocoOnuBicTio anroputMmy Behavior Tree € iioro
3pY4HICTh y pO3YMiHHI Ta Bi3yamizalii. JlepeBo MoBeaiHKKH MOxe OyTH JIerKo
npe/cTaBieHe y BUIIAAI rpadiuHOi CTPYKTYypH, 110 J03BOJSIE PO3POOHUKAM
MIBUJKO aHaJIi3yBaTH Ta BIOCKOHAJIIOBATH IIOBE/IIHKY IIEPCOHAXIB.

AnroputM Finite State Automaton € HOTYXHMM I1HCTPYMEHTOM JUIS
CTBOpPEHHS peallicTUYHOro Ta AuHamiyHoro llITyuHoro IHTenekty B irpax. B
OCHOBI IBOTO MiAXOAY JISKHUTh iiess MOJAETIOBAaHHS IOBEIIHKU TEPCOHAXIB Y
BUIJIALl CKIHYEHHOTO aBTOMATy, Zieé KOXEH CTaH IpeCTaBlisie KOHKPETHY i0
abo HaOip aid, fKI MEpPCOHaXX MOXKE BUKOHATH, a TMEpPeXoqu MK CTaHaMu
BIIOYBalOThCSl BIAMOBIIHO 10 TI€BHUX YMOB Ta B3a€EMOIIN 3 IrpOBUM
CepeIOBUILEM.

Bukopucranns anroputmy Finite State Automaton 103BoJisie po3poOHUKaM
cTBoproBaTd epeKTUBHUU Ta ontumizoBaHuid I aisi irpoBUX mNepcoHaxiB.
3aBISKU YITKIH CTPYKTYpi Ta BU3HAYEHHIO KOHKPETHUX CTaHIB Ta MEpexoiiB,
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peanizallisi MOBEIIHKUA MEPCOHAXKIB CTAa€ OUIBII MPOCTOI0 Ta 3pPO3YyMIION IS
PO3pOOHUKIB.

Hamnpuknan, y IpUroJHUAIBKUX irpax, HepCoOHaX MOKe MaTH TaKi CTaHU SK
"criokiHM", "miepeciinye", "atakye" abo "BTikae". 3ajeKHO BiJ Aii IpaBLs Ta
00CTaHOBKH, TIEPCOHAK MOYe 3MIHIOBATH CBil CTaH 1 BAKOHYBATH BiJIOBIIHI Mii.

OpnHi€lo 3 TONOBHUX IepeBar BUKOpHCTaHHS anroputmy Finite State
Automaton € Horo egeKTUBHICTb Ta HU3bKHI pIBEHb CKJIAJHOCTI. 3aBIsKU
OMTUMI30BaHIA peani3alii, aIroputM MOKe NpalroBatyi epeKTMBHO HaBIiTh Y BEIUKUX
IrPOBHUX CBITAX 31 CK/IA/THOIO IHTEPAKTUBHICTIO Ta BEJIUKOIO KiIbKICTIO TIEPCOHAXKIB.

Bucnoeox. Otxe, BCl TpU QAITOPUTMU BHUKOPHCTOBYIOTbCA IS
MOJICIFOBaHHs NIOBE/IIHKU O0'€KTIB B irpax, 30KpeMa Ul CTBOPEHHS IITYyYHOI'O
1HTeIeKTy nepcoHakiB. KojkeH 3 IUX alropuTMiB BUKOPUCTOBYE KOHIICIIIIO
CTaHIB 1 TepeXodiB MK HUMHU JIJIsl TIPE/ICTaBICHHS MMOBEIIHKU 00'€KTiB. BoHM
JIO3BOJISIFOTE PO3POOHMKAM CTBOPIOBATU CKIAJHMX Ta PEaliCTUYHUX IrPOBHX
MIePCOHAXIB, SIKI pearyroTh Ha [ii IpaBLs Ta 3MiHH B iIrPOBOMY CBITI.

Ausroputm State Machine 6a3yeTbCcsi Ha BU3HAY€HHI OKpEeMHX CTaHIB Ta
nepexodiB MK HUMH, L0 POOUTH Horo noOpe MiIXOAAIIMM JUIs peastizaiii
npocTUX Ta ckiagHux cucteM. Behavior Tree mo3Bosisie BupakaTd OlbLI
CKJIa/IHy TOBE/IHKY 3 BHUKOPHCTaHHSIM JEPEBOBHJHOI CTPYKTYpH, JI€ KOXKeH
By30J1 IpeACTaBis€ IMeBHY Jil0 abo mnoBemiHky. Ausroput™m Finite State
Automaton Tako) BUKOPHCTOBY€E KOHIIEMIIiIO CTaHIB 1 IEPeXo/iB, ajle BiH MOXKe
OyTH OLTBIII 3araJIbHUM 1 a0CTPaKTHUM, IO JO3BOJISIE MOJACTIOBATH PI3HOMaHITHI
CHCTeMH, He 0OMEKYIOUYHCh TIJIbKH JBOMAa CTAHAaMH (aKTUBHHM Ta HEaKTUBHUM),
gk y State Machine. Behavior Tree Boiojie OiTbIIOI0 THYYKICTIO Ta
MOy JIbHICTIO.

3araqoM, BHUOIp MIDK LMMH QJrOPUTMaMM 3aJIeKUTh BiJl KOHKPETHHX
notped 1 BUMOT MpPOEKTY, a TaKOX BiJl PIBHS CKJIAQJHOCTI MOBEAIHKHU, SKY
NoTpIOHO MOJEITIOBATH.
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