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This work analyzes Utility-based and Learning Behavior Trees to improve
non-player character decision-making, focusing on the balance between rapid
reasoning and adaptability. Mathematical modeling indicates that Utility
systems offer swift choices for simple agents but suffer decision degradation as
complexity increases, whereas Learning systems maintain consistent cognitive
performance regardless of the action repertoire size. Consequently, the research
establishes that Utility approaches are optimal for basic choices, while Learning
architectures provide the necessary decision-making scalability for sophisticated
adversaries in dynamic gaming environments.

CTpiMKUIl PO3BUTOK 1HAYCTPii KOMIT'IOTEPHUX IrOp JUKTYE HOBI,
MIJBUIIEHI BUMOTH JO SKOCTI HMPUUHSTTS PillleHb HEIrPOBUMHU TMEPCOHAKAMHU.
CyuacHuil rpaBelb OYIKy€ Bij BIPTYaJlbHOI'O CYIPOTHUBHUKA a00 COIO3HUKA HE
MIPOCTO HAOOPYy 3a3dalieriib MPOIMMUCAHUX i, a 3aTHOCTI POOMTH CKJIAJIHI,
Hermepen0ayyBaHi Ta KOHTEKCTHO-3aJIeKHI BHOOpH. Y 1IbOMY KOHTEKCTI
KJIACUYHI MIJIXOJU, TaKl SIK CKIHYEHHI aBTOMAaTH, IMOCTYMOBO MOCTYHAIOThCS
MICLIEM apXITeKTypaM, 3JAaTHUM TI€HEpyBaTH OUIbII THYYKI pILIEHHS, Cepen
AKUX KIIOYOBY TO3ULII0 3ailMaloTh JepeBa MOBEAIHKUA. AKTYaJbHICTb
JTOCHIKEHHS 1[1€1 TeMH 00YMOBJICHA HarajabHOK HEOOXI1IHICTIO BJOCKOHAJICHHS
MEXaHi3MiB BHOOpPY JUIsl TOJAOJAHHS NPOOJEMHM KOMOIHATOPHOTO BHOYXY
Ta MOUIYKYy ONTHUMAJIbHOrO OallaHCy MDK IMIBUAKICTIO TPUUHATTSA pllIEHb
1 MpaBIONOMAIOHICTIO MITYYHOTO IHTENEKTYy. JlepeBa NOBEIIHKH BXKE CTalld
ne-GpakTo  CTaHAApTOM  3aBASKA  3pYYHOCTI JUJIi  TedMIu3ailHEepIB Y
KOHCTPYIOBaHHI 0araTOpiBHEBUX CUCTEM aJbTEPHATUBHUX BHOOPIB.

VY naHiii poOOTI PO3TISAAETHCS EBOJIOLIST METOMIB MOOYIOBU JIepEB
MOBEJIHKA caMe€ 3 TOYKM 30py BIOCKOHAJIICHHS IXHBOI 3JaTHOCTI 0OUpaTu
ontuMaiibHi [ii. KnmacuuHi aepeBa MOBENIHKM 0a3yrOThCS Ha YITKIA ie€papxii
BY3JIiB, IO J103BOJIsiE ()OPMYBATH >KOPCTKO JIE€TEPMIHOBAHI PIIICHHS, 1/1€abHI
JUIS 3a7a4 13 TOBHMM KOHTpOJIEeM HaJa KoOXHMM KpokoMm NPC. 3nHayHum
€TaroM Yy IMOKpalleHHl $KOCTI BHOOpIB € JepeBa Ha OCHOBI KOPHCHOCTI
(Utility-based BTs). ¥ takux cuctemax 3aMiCTh MPOCTOI OiHAPHOT JIOTiKH BUOIp
KOHKPETHOI T'JIKK B1IOYBA€ETHCS MIJISIXOM MAaT€MAaTUYHOI OLIHKHM Ta 3Ba)KYBaHHS
NPIOPUTETIB KOXKHOTO BapiaHTy, 10 POOUTH KIHLIEBE pilIeHHs HabaraTo
BaplaTUBHIIIKM 1 JroAgHIIIKUM. Ha BepiuHi €BOtoLii MeXaHi3MIB NMPUHHATTA
pillieHb ~ 3HaxXOAiAThCA  JepeBa, 1o  HaBuyawoThesa  (Learning  BTs).
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BoHU BHKOpPUCTOBYIOTH QJITOPUTMHU MALIMHHOTO HABYAHHS IS JUHAMIYHOTO
NEPeryisily BJIACHUX CTpaTerii BUOOpPY B pealbHOMY 4Yaci, J03BOJISIOUH
areHTy TIIOCTIHHO BJIOCKOHAIOBATH CBOi peakilii Oe3mocepeqHbo I dac
B3a€EMO/IIT 3 TPaBIIEM.

Posrnspatoun crenapiii, e rpaBenb jAi€ ogHoMaHiTHO, Learning BTs
JEMOHCTPYIOTh 0e33amepedHy IepeBary y 37aTHOCTI BJIOCKOHAJIOBAaTH CBOT
BubOopu. Taka cucrema 3 4yacoMm aaanTye CBifi MeXaHI3M NPUUHATTS PIlICHb
yepe3 aHajli3 BJIACHUX MOMMJIOK 1 TTOYHE T'eHepyBaTH €(EeKTUBHI KOHTPBUOOpHU
(HampuKJIan, 3aMicTh MpsAMOi aTaku oOepe pilieHHs o00iWTH 3  diaHry).
Utility-based BT y Takiii curyariii Moxe MOCTIHHO POOMTH OJMH 1 TOW CaMMid
HeBJAIMKM BUOIP: AKIIO (GopMysia BKazye, IO aTaka Ma€ HAWBUIIUN MPIOPUTET,
TO 0OMPATUMETHCS BOHA.

VY cutyanii 3 JOCBIJYEHHM TpaBIEM, SKHI MOCTIHHO [i€ XaOTHYHO,
Utility-based BTs reHepyrorh BuOOpH Habarato Kpamie Ta CTaOlIbHIIIe,
MUTTEBO POOJISITH aIeKBaTHUW BHOIp ISl MPOTHALT HOBIM 3arpo3i, CIHParOYHCh
Ha (QaktuuyHi 3MiHHI. Learning BTs y TakoMy JIMHaMi4HOMY CEpEIOBHILI
MOXXYTh BTPAaTUTH 3AAaTHICTb (OPMYBATH SIKICHI pimieHHd. [[ns ycmimHoro
BJIOCKOHAJICHHS] MEXaHI3My BHOOpY Takiidi cuUCTeMl MOTpiOHa BeJIWYe3Ha
KUIBKICTh CIpOO 1 TMOMHUJIOK, SIKY CKJIagHO 310paTH 3a KOPOTKMW dYac s
MPUIHATTS IPABUIHLHOTO PIIIEHHS.

VY naHoMy BHUNAAKYy pO3IIIANAIOTHCSA JEpEBa CEPEAHbOI CKIAIHOCTI Al
B ymoBax BukoHaHHs 10, 50, 100, ta 500 1ukiiB y irpoBOMy MpOCTOpi, MpU
CTaTUYHUX JisSX TpaBIlsd, JI¢ BiH BHUKOHYE€ 10 3 OJIHOMaHITHUX i, Ta
aJanTUBHUX iSX TpaBI, J¢ BiH BHKOHYyEe a0 20 miid, 1 00’ €KTHUBHOTO
NOPIBHSHHS y PI3HUX ITPOBUX CUTYAIISIX.

VY SKOCTI €KCTIEPUMEHTY PO3TIIAJAIHNCS YaCTKU MEPEMOT TMOBEIIHKOBOTO
JiepeBa HaJl TpaBlieM. Pe3ynbTaTu BUKOHAHHS JaHUX CUMYJISILIN 1 1X 3arajbHUI
yac nmpeacTtaBieHi y Tabia. 1. OrTpumaHi pe3yiabTaTH  PO3PAXYHKIB
NIATBEP/KYIOTh 3a3HAUEHI CHUJIbHI Ta CcJa0KI CTOPOHH 000X Mojeled Ta
JIEMOHCTPYIOTh BUTOJTy BUKOPUCTAHHS B PI3HUX BUIIAJKaX.

Tabmuusa 1. TlokazHukM ycmixy B 3aJIeKHOCTI BiJl BUOOpY JepeBa Ta
KUTBKOCTI IIUKJIIB

Tun nepesa ta kinbkicTsb ik | 10 nuxomiB | 50 mukimie | 100 Hukms | 500 Hukmis
Utility-based BT / 3 mii 0.34 0.38 0.41 0.42
Utility-based BT / 20 miii 0.16 0.21 0.24 0.26
Learning BT / 3 mii 0.19 0.25 0.52 0.88
Learning BT / 20 niit 0.03 0.17 0.47 0.79

OTpumaHi JaHi BKa3ylOThb Ha MpPSAMY 3aJ€KHICTh LIBHJKOCTI T'e€HEpallii
BUOOPIB y cHUCTEMaxX Ha OCHOBI KOPUCHOCTI B1J] 3araJIbHOI KIJIBKOCTI JOCTYITHUX
nii arenta. [lpum po3mmpeHHI TPOCTOPY MOXKIUBHUX pIllIEeHbh Yac OIlIHKH
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aIbTEPHATUB 3POCTA€ MPOIMOPILINHO, M0 NPU3BOAUTH 10 MEPEBAHTAKECHHS
MeXaHi3My BUOOPY MPOTIATOM TPUBAIOi POOOTH.

Ha miacraBi mpoBeneHOToO aHalli3y BCTAaHOBIJICHO, IO BHOIP KOHKPETHOI
apXITEKTYpPH JUKTYETHCS BUKIIOYHO MacIITabamu MPOCTOPY PIllIeHb IrPOBOTO
nepcoHaka. CucteMH Ha OCHOBI KOPHUCHOCTI JEMOHCTPYIOTH BHCOKY
e()eKTUBHICTh y T€HEepyBaHHI 0a30BUX BHOOpPIB 3aBISIKH MUTTEBIM OLIHIN, aJie
BTPAyYaloTh 3JaTHICTh MIBHAKO MPUHAMATH PIIMICHHS TPU PO3IIUPEHHI JIOTiKH
yepe3 HEOOXIAHICTh IMOCTIMHOTO TepepaxyHKy KOXKHOI  aJlbTEepPHATHBH.
HatomicTe migxoau Ha ©0a3l MAIIMHHOIO HaBYaHHS, BHUMAararodu OLIbIIE
pecypciB  Ha TIOYaTKOBMHM aHaii3, 30epiraloTh CTaOUIbHY IIBHAKICTH
dbopMyBaHHs pIllIeHb HE3aJIeKHO BiJ PO3MIMPEHHS apCeHATy i, 110 pOOUTH
iX 17eaTbHUM I1HCTPYMEHTOM Ui KOHCTPYIOBAHHS AaJanNTUBHUX MEXaHI3MIB
BUOOPY CKJIQJHUX CYNPOTHUBHHUKIB.
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