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4. Ilepenik nNuTaHb, 10 MOTPIOHO OMPALIOBATH B pOOOTI
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MaIlIMH CTaHiB.

3. Onucaru MareMmatuuni Moaerai FSM ta HFSM, chopMyBaTu iepapXidyHy CTPYKTYPY KEpPYBaHHS
noseninkor NPC.

4. ChopMyBaTh HOKpOKOBHH aaroput™M podoru HFSM Tta onmcaru #ioro 0co0JIMBOCTI.
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6. Bukonatu nmopiBHSHHS SKOCTI Ta edexktruBHOCTI HFSM i3 iHIIIMMHY MeTO1aMU KEPYBaHHS.
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umrocTpaniii (1.5 BKIIOYAEThCS OO 3aBJaHHS 3a PILNICHHAM BHUITYCKOBOi KadeapH) aKTyalbHICTh
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Jara Bumaui 3aBaanns 29 Bepecus 2025 p.
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(migmmc)
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(i rmc) (mocana, mpi3Buiile, iHII[iamH)




PEDEPAT

[TosicHroBabHA 3amucka a0 kBamidikariitaoi podotu: 80 c., 2 tabdmn., 18 puc.,

39 mxepen.

BIZIEOIT'PU, I'POBUI JIBUT'VH, HEITPOBI ITEPCOHAXI, UNITY, C#,
BEHAVIOR TREE, HIERARCHICAL STATE MACHINE, UTILITY Al,
NAVMESH, SCRIPTABLE OBJECTS, GAME Al.

O0’exTOM JOCTIKCHHs € moBeAiHka HeirpoBux mnepcoHaxiB (NPC) y
BIJIEOITpaXx.

[IpeameToM AOCHIHPKEHHS € METOIU MOJICIIOBAHHS Ta KEPYBAHHS MMOBEIIHKOIO
NPC i3 BUKOpPUCTaHHSIM aJTOPUTMIB HPUUHATTS pILIEHh Ta CHCTEM IITYYHOIO
IHTETIEKTY.

MeTo1o OCHIIPKEHHS € aHai3, MOPIBHAHHS Ta MpaKTUYHA peaii3ailis pi3HUX
MIIX0MIB 10 KepyBaHHs moBefiHkoro NPC Ha OCHOBI pO3pOOKHM IHTEPaKTUBHOTO
3aCTOCYHKY B cepenoBuiili Unity 3 BUKOPUCTAaHHSIM MOBHU TiporpamyBaHHs C#.

Buxopucrano wmeromu wmammuu craniB (Finite State Machine), nepesa
noeeninku (Behavior Tree) Ta Utility Al.

HaykoBa HOBHM3HAa pOOOTH TOJIATa€ y CTBOPEHHI Yy3arajibHEHOI CHCTEMHU
kepyBanHa NPC, mo no3Bossie koMOiHyBaTu Kijnbka miaxoaiB (FSM, Behavior Tree,
Utility Al).

B3aeM03B’s130k 3 1HIIMMH pPOOOTAMHU TMOJSATAE y BHUKOPUCTAHHI CYyYaCHHX
MIXO0/1B 10 TOOYI0BU ITPOBOTO IITYYHOTO 1HTEJIEKTY, SIKI ITUPOKO 3aCTOCOBYIOTHCS
B IHIyCTpii BiA€OIrop.

PexoMeHnalii 11010 BUKOPUCTAHHS pe3yJIbTaTiB pOOOTH: pO3po0sieHa CUCTEMA
MO>ke OyTH BUKOpHUCTaHa sik OCHOBa JJisi cTBopeHHs ckiaaaHux NPC y Bigeoirpax.

VY pe3ynbrari JOCHIKEHHS CTBOPEHO MPOTOTHI CHCTEMH KEpyBaHHS
noBeniHkol0 NPC y cepepoBuii Unity, 1m0 JeMOHCTPY€E 3aCTOCYBaHHS PI3HUX

IIJIXO/IIB Ta J03BOJISE OIIHUTH IXHIO €(DEKTUBHICTB.



ABSTRACT

Explanatory note to the qualification work: 80 pages, 2 table, 18 figures, 39

sources.

VIDEO GAMES, GAME ENGINE, NON-GAME CHARACTERS, UNITY,
C#, BEHAVIOR TREE, HIERARCHICAL STATE MACHINE, UTILITY Al,
NAVMESH, SCRIPTABLE OBJECTS, GAME Al.

The object of research is the behavior of non-player characters (NPCs) in video
games.

Subject of research is the methods of modeling and controlling NPC behavior
using decision-making algorithms and artificial intelligence systems.

The aim of the research is to analyze, compare, and practically implement
various approaches to NPC behavior control based on the development of an
interactive application in Unity using the C# programming language.

The methods applied include Finite State Machine (FSM), Behavior Tree, and
Utility Al.

Scientific novelty of the work lies in the creation of a generalized NPC control
system that allows combining several approaches (FSM, Behavior Tree, Utility Al).

Interconnection with other works is based on the use of modern approaches to
game artificial intelligence widely applied in the video game industry.

Recommendations for using the results: the developed system can serve as a
foundation for creating complex NPCs in video games.

As a result of the research, a prototype of an NPC behavior control system was
developed in Unity, demonstrating the application of different approaches and

allowing evaluation of their efficiency.
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Al — Artificial Intelligence (ILITyunuit iHTEIEKT)
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FSM — Finite State Machine (MammHa cTaHiB)

HFSM — Hierarchical Finite State Machine (Iepapxiuna mammHa cTaHiB)
Idle — Cran ouixyBanus NPC

NavMesh — Navigation Mesh (Hagirariiiina citTka)
NavMeshAgent — KomnonenT Unity mis HaBiramii NPC
NPC — Non-Player Character (HeirpoBuii nepcorax)
NPC Behavior — IToBexinka NPC

Patrol — Ctan natpysoBaHHs

State — Cran NPC y mamiuHi cTaHiB

Substate — ITixcran, Bknagenuii ctan y HFSM
Superstate — Cynepcran, cTad BepxHboro piBasg B HFSM
Transition — ITepexia Mixk cTaHAMH

Trigger — IMoxist abo ymMOBa, 110 BUKIUKAE MTEPEXi

Ul — User Interface (KopucryBarpkuii iHTepdeiic)
Utility Al — MeToa BuOOpy HOBEIIHKK Ha OCHOBI KOPHCHOCTI
View Angle — Kyt ormsimy NPC

View Distance — Jlanbaicts ormsay NPC



BCTYII

Komm’rotepHa rpadika po3auiseTbcss 3a TphbOMa OCHOBHUMHM HaIpsSIMKaMU:
Bi3yautizaitisi, 00poOka 300paxxeHb 1 po3mi3HaBaHHSI 00pa3iB.

Bizyanizaiis — 11e CTBOpEHHS 300paK€HHsI Ha OCHOBI SIKOTOCh OMHCY (MOJIENI).
[TpumipoMm, 11e Moke OyTH BimoOpakeHHs rpadiky, CXeMH, iMiTallis TPUBUMIPHOI
BIPTyaJbHOI pEaNbHOCTI B KOMII'IOTEPHHX Irpax, Yy CHCTEMaxX apXiTeKTYpHOTO
POEKTYBAHHS.

OcHOBHE 3aB/IaHHA PO3Mi3HaBaHHS 00pa3iB — OJEPKaHHS CEMAaHTUYHOTO OIUCY
300pakeHnx 00’ekTiB. Mera po3mi3HaBaHHA MOKe OyTH pi3HA: SK BUAUICHHS
OKpEeMHX €JIEMEHTIB Ha 300pakeHH1, Tak 1 Kiacudikailisg 300pakeHHs B LIJIoMy. Y
SKOMYCh CEHCl 3aBJaHHS pO3Mi3HABaHHA € 3BOPOTHHM CTOCOBHO 3aBIAaHHS
Bi3yanm3anii. O0sacTi 3aCTOCYyBaHHSI — CUCTEMHU PO3Mi3HABaHHS TEKCTIB, CTBOPEHHS
TPUBUMIPHUX MOJIEJICH JIIoAUHU 110 hoTorpadisx.

CyuacHa 1HOYCTpid BIJICOITOP € OJHIEID 3 HAWAMHAMIYHIMIMX Tainy3ei
UPOBUX TEXHOJOTINH, y AKIA TMOEAHYIOThCS JOCSITHEHHS TPOrpaMyBaHHS,
KOMIT FOT€pHOT rpadiky, IITYYHOTO 1HTENEKTY Ta MCUXOJIOTI CIpUMHATTA. OqHUM 13
KJIFOYOBUX ACMEKTIB, 10 OE3MOCEepeIHhO BIUIMBAE Ha SIKICTh IFPOBOTO JOCBITY, €
noBeninka HeirpoBux mnepcoHaxiB (NPC — Non-Player Characters). Bix Toro,
HackuIbku peanictuuHo NPC pearyioTh Ha monii B IrpOBOMY CBITI, 3aJI€KUTh
3aHYpEHHS T'paBlis, PIBEHb B3aEMO/II1 3 IPOBUM CEPEJIOBHIIEM Ta 3arajibHa JUHAMiKa
Ipu.

AKTyanbpHICTh poOOTH TIONSTAaE Yy 3pOCTaHHI TOTpPeOW B  PO3poOIl
IHTEJIEKTyaIbHIX CHUCTEM KepyBaHHS MoBeAiHKO NPC, 3maTHUX MisITH MPUPOJIHO,
aJanTUBHO Ta BaplaTUBHO. SIKIIO paHille HEIrpoBl MEPCOHAXKI Malld OOMEKEHU
HaOlp 11 1 pearyBajiM Ha MOJIi 3a MPOCTUMH CIIEHAPISIMH, TO CY4YacHI TpaBlii
OUIKYIOTh TJIMOOKOI B3a€MOII1, )KUBOI peakKilii Ta CKJIATHUX MaTepHiB MoBeaiHKH. [le
3YMOBJIIOE€ HEOOXIJHICTh 3aCTOCYBaHHS OUIbII THYYKMX HIAXOAIB, TaKuUX SK

lepapxiyni mammuu ctaHiB (Hierarchical State Machines), nepeBa moBemiHKU
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(Behavior Trees) ta Utility Al, sxi 3a06e3neuyrorh NPC MOXIHBICTIO CaMOCTIHHO
obupatu J1i Ha OCHOBI BHYTpIIIHIX CTaHIB, IJIEH 1 3MiH Yy HaBKOJHUIIHBOMY
CEPEIOBUIIT.

Ha cyuacHomy etani po3BUTKY IFpOBOT'0 MITYYHOTO IHTEJEKTY 1CHY€ IIUPOKUI
crektp MeToiB kepyBanHs NPC. Haiinpocrimmmu € Finite State Machines (FSM) —
CHUCTEMH, Yy SKUX TOBEJIHKA OMUCYEThCS HAOOPOM CTaHIB Ta MEPEXOJiB MK HUMH.
Bonu Biji3HAYar0THCS MPOCTOTOIO peajizallii, oJHak oOMeXeH1 y MaciTaboBaHOCTI,
0coOMMBO A CcKiIamHuUX cucteMm. Behavior Trees m03BOJNSIOTH i€papXidHO
ctpykrypyBatu aii NPC, po3ainstoun ckiajHy MOBEAIHKY Ha Mij3agadi, Mo poOUTh
iX e(QEeKTHBHUMH Yy BEJMKUX ITPOBUX TNpoekTax. Y cBoto uepry, Utility Al
IPYHTYETbCS HA MaTE€MaTUYHIA OLIHII «KOPHCHOCTI» [id, 3aBAsku yomy NPC
MOXXYTbh JHUHAMIYHO MPUMMATH PIIICHHS HAa OCHOBI 3MIHHUX (DaKTOPIB, HANPUKIIA],
PIiBHS 3710pOB’sl, BIICTaHI /10 BOPOTa UM BaKJIMBOCTI 3aBJIaHHS.

Orsn cyd4acHOro cTaHy MpoOJIeMH IMOKa3ye, 10 MPOBIAHI PO3POOHHUKHU 1rop
MOEHYIOTh KUTbKAa METOMIB JJisi JOCSTHEHHS MAaKCUMaJbHOI THYYKOCTI Ta
npapaonoaionocti NPC. Hampuknan, y cepisx Far Cry, The Last of Us, Horizon
Zero Dawn BukopuctoByeThesi komOiHarisi Behavior Trees 1 Utility Al s
3a0€3MeYeHHs] CKJIAJHOI MOBEIIHKH CYNPOTUBHUKIB, SKI MOXYTh KOOIEPYBAaTHCH,
YXBaJIIOBATU TaKTUYHI PIIIEHHS Ta pearyBaTH Ha Jii rpaBUs. Y He3aJIeKHIM po3poOLi
(indie) Bce OuTbIIOrO MOIIUpPEHHS HaOyBalOTh (peMBOpKHM Ha OCHOBI Scriptable
Objects y Unity, siki J03BOJSIOTH CTBOPIOBATH THYYKI, PO3IIUPIOBAHI CUCTEMHU
MOBEIIHKY 0€3 HaJIMIPHOTO YCKJIaTHEHHS KOMY.

[Tonpu 3Ha4YHY KUTBKICTh JOCHTIIKEHb 1 TPAKTUYHUX peai3allii, 3aJuIIacThCs
aKTyaJlbHOI HayKoOBa 3ajlaya pO3pOOKU YHIBEpPCAIbHOI, MOJIYJIBHOI CHCTEMH
kepyBanHa moBeninkoro NPC, sxka 0 moemHyBama TPOCTOTY PO3MIUPEHHS,
e(eKTUBHICTh BUKOHAHHS Ta MPUPOAHICTb J1i mepcoHaxiB. CKIaJHICTh MOJATAE Y
MOIIYKY ONTUMalbHOrO OanaHcy MK (OPMAIbHUMH AJITOPUTMAMM  TPUUHSTTS
pillieHb 1 Hemepe0auyBaHICTIO, IO CTBOPIOE €PEKT «KUBOT» MOBEIIHKH.

Tomy MeTOI [aHOTO AOCHIDKCHHS € aHaji3, MOPIBHSHHS Ta MpaKTU4YHA

peainizaiisi pi3HUX MeTOiB KepyBaHHs mnoBeaiHkoro NPC y cepenoBumii Unity i3
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BUKOpUCTaHHAM MOBH C#, a TaK0>X CTBOPEHHS MPOTOTHUITY, SIKUI JEMOHCTPY€E POOOTY
FSM, Behavior Tree ta Utility Al y enuHiii cuctemi.

3aBnaHHs JOCIIKEHHS TNOJSATA0Th V!

— IPOBEJICHHI OTJISTy Cy4acHUX MMiJIXO0/IIB /10 KepyBaHHs noBeAinkowo NPC;

— peanizariii Ta MOpiBHAHHI TphoX MiaxofiB: Finite State Machine, Behavior
Tree Ta Utility Al;

— CTBOPEHHI MOJIYJIbHOI apXITEKTypH CHUCTEMH, IO JI03BOJISIE JIETKO J0JaBaTU
HOBI1 THUIIU [TOBEIIHKH,

— OIIHII €(EeKTUBHOCTI peai30BaHUX METOJIIB 3a KPUTEPISIMU THYYKOCTI,
CTa01ILHOCTI Ta CKJIAIHOCTI HAJIAIITYBAHHS;

[IpakThyHa LIHHICTH POOOTU MOJIATAE Y CTBOPEHHI MPOTOTUIY CHUCTEMH, SIKY
MO>KHa BHUKOPHUCTATH SIK OCHOBY isi po3poOku ckiamHux NPC y pi3HOKaHPOBUX
Irpax — BiJ IIyTEPiB 1 pOJBOBUX O CUMYJIATOPIB BHKMBaHHA. OTpUMaH1 pe3yJbTaTu
TaKOK MOXXYTb OyTH KOPUCHUMM MPY HaBYaHHI pO3POOHHUKIB IITYYHOTO 1HTEIEKTY Ta
y CTBOPEHHI HABYAJIbHHUX MPOEKTIB ISl CTYJEHTIB CIEIIaJIbHOCTEH, OB’ SI3aHUX 13

I'POBUMH TEXHOJIOT1SIMHU.
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1 AHAJII3 OCHOBHUX METOJIB KEPYBAHHS ITOBEJATHKOIO NPC

1.1 Amami3 cyyacHuX MeTO/iB kKepyBaHHs noBeAiHkoro NPC y Bigeoirpax

1.1.1 Meton kepyBanHs NPC 3aco6amu iepeBa moBeaiHKH

PO3BUTOK IrpOBHX TEXHOJIOTIN CYMHPOBOKYETHCS 3POCTAaHHAM BHUMOT JI0
pPEaTICTUYHOCTI Ta aBTOHOMHOCTI HeirpoBux mnepcoHaxiB (NPC). Bin sxocti
mryyHoro iHTenekry NPC 3amexuth ramOWHA 3aHypeHHS KOpPHCTyBada,
JUHAMIYHICTB ITPOBOTO IMPOIIECY Ta PiBEHb B3AEMO/IIT y BIPTYaJIbHOMY CEpPEIOBHIIIL.

JlepeBa MOBEMIIHKU — II€ MPOCTI, 1€papXiyHi CTPYKTYPH JAaHUX JUIsl YIIPaBIIHHS
CKJIAIHICTIO MUISXOM HaJaHHS TIpaiyHOro NpeacTaBlieHHd Ta (dopmami3anii
ckiaamHux mii [1]. Ix MosxHa omucaty sik cuaTe3 HSM Ta iHIIMX METOiB HITYy4YHOTO
IHTEJNEKTY, TaKMX SK METOJM IJaHyBaHHSA. BOHM OUIbII I1HTYiTMBHI, HI)K KIHUEBI
aBTOMATH, 1 BUKOPUCTOBYIOThCS JjIsl 30€piraHHs Ta BUKOHAHHS IUJIAHIB, @ HE JJIA X
redepaiii. /lepeBa noBemiHKKu MOKHA po3rianaty sk nepesa [-ABO, siki 30epiraioThb
yCl MOXJIMBI IUTaHH, SIKUM 1ITpOBa CYTHICTh MOXE CHIAYBATH JJIsl TOCATHEHHS CBOIX
mineit. Came cyBopa Ta CTaTHYHA l€papxiyHa MPUPOJA JEPEB MOBEIIHKH POOUTH X
MIPUIATHAMM JIJIS1 TOBTOPHOTO BUKOPUCTAHHS Ta MOIYJISpH3aIlii.

VYci nepeBa TOBEAIHKM — L€ KOPEHEBI JI€PEBOMNOJMIOHI CTPYKTYpH, SKI
MEePETUHAIOTHCS KOKHOTO Pa3y, KOJIM BUKOHY€ETHCA JIOTIKA MITYYHOTO 1HTEIICKTY.

JlepeBa CKJIaJalOThCA 3 BY3JIB Ta TUIOK y BIAHOIICHHSX «OaThbKiB-IUTHHA.
Bonu MoXyTh MaTu OyAb-sIKy KUIBKICTh PIBHIB, ajie TOYipHI BY3JM OOMEXKEH1 OJTHUM
0aThKIBCHKUM BY3JIOM. By3nu moOnm3y KOpeHs nepeBa MPeACTaBISIOTH MOBEIIHKY
BUIIIOTO PIBHS, HIXK Ti, III0 3HAXOASATHCS MOOIU3Y JTUCTS.

Konmu Buxonyetscs tukn LI, GaThkiBChkMii By30J1 BHOWpaE BiAMOBITHUI
JOYIpHINA BY30J1 JUIsl BAKOHAHHS, MIPU I[bOMY JIOT1YHE 3HA4YeHHs (200 pe3ynbTaT, 110
BCE 116 BUKOHYETHCS) MOBEPTAETHCS Bl JOUYIPHBOTO By3ia OaTbKiBChbKOMY. JlepeBa
MOBEAIHKA MOXHA PO3TJISAATH SK CTPYKTYPH IIUIeH, K1 BimoOpaxaroTh, SK IIUJIb
BHCOKOTO PIBHSI MOX€ OyTH PO3KJIaJieHa Ha IiIl HUKYOro PIBHSA, JOKU HE OYyIyTh

JOCSITHYTI IPUMITUBHI I1JT1, TKMX MOKHA JTOCSTTH 32 JOMIOMOTOIO JJOCTYITHUX JTii.
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[Ipuknan nepeBa MoBeaIHKHU MOKa3aHO Ha pucyHKy 1.1.

Attack
Selector

Is Enerny Far

> “ Encugh Away |
4 - Constraint
T , ; . ‘ |
\__| Dragon Punch Flying Kick
Sequence Sequence ‘

2 1

| Crouch }+={ Jump » Punch | Jump >| Kick |

Pucynoxk 1.1 — Ilpuknan nepeBa moBeIiHKA

[li1BUILIEHHS 1HTENEKTY IrPOBUX IMEPCOHAXKIB MOCTIMHO Oyl0 KIHOYOBUM
npiopuTeToM SIK i (axiBIiB ranaysi, Tak 1 JJiS HAYKOBIIIB-JOCIHIIHUKIB y Taiy3i
pPO3pOOKHK 1rop Ta CyMDKHMX JUCHUIUIIH. 3 4acOM 3aCTOCYBaHHSI PI3HUX METOJIB
MITYYHOTO 1HTEJIEKTY B Irpax 3Ha4yHO 3MiHWJIOCA. [lepeBa MOBEMIHKK JOCI IUPOKO
BUKOPUCTOBYIOTbCS B UMCICHHUX Taly3€BUX 3aCTOCYBAaHHSX 1 TMPOJOBKYIOThH
BIUTMBATH Ha MalOyTHI PO3pOOKH irop Ta akaJaeMivHi JOCHTiKeHHS [2].

HesBaxatoun Ha 3HAYHUWA TpOrpec y po3poOIll irop, Taki MpoOIEeMH, SIK
HelHTeNeKkTyanbHl HeirpoBl mnepcoHaxki (NPC), mnpoaoBkyloTh MNepeNIKOKaATU
3aHypeHHI0. JloCIiPKEHHs MOKa3yloTh, 110 111 NPC, He3anexxHo BijJ TOro, YU € BOHU
YaCTHHOIO OIOBIJl, Y BHUKOHYIOTH (PYHKI[IOHAJIBHY pPOJb, YacTO JI€MOHCTPYIOThH
HU3BKWW IHTEJIEKT Ta HETHYYKY TaKTHUKY, III0 HETAaTUBHO BILJIMBAE Ha IrpPOBUI JOCBI.

Hampuknan, y takux irpax, sk «Dark Souls» ta «God of War: Ragnaroky,
kooriepatuBHi NPC mnpusHaueHi i JOTOMOTH TpaBIsAM, ajie iXHS HHU3bKa
NPOAYKTHBHICTh Yy CKJIAQIHUX CIICHApIAX YacTO MPHU3BOAUTH [0 pPO3YapyBaHHS

TPaBIIIB.
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OnHuM 13 KIIOYOBHUX 3aBJaHb Cy4aCHOIO reiMIU3aiiHy € CTBOPEHHS THYUKHUX
Ta aganTUBHUX Mojenel nmopeainku NPC, 3maTHuX pearyBaTu Ha 3MiHHI YMOBH 1 il
TpaBIIs.

JlepeBo MOBENIHKM BUKOHY€ETHCS IIUKIIIYHO, 3a3BUYail HA KOKHOMY KaJpi abo 3
neBHOIO yacToToro oHoBieHHs. NPC «omutye» nepeBo, 1mo0 3’sCyBaTH, SKY 10
noTpiOHO BUKOHATH B MOTOYHUM MOMeHT. Hampukiaza, nepeBo Moke MaTH TUIKY
«ATaKyBaTH», 110 AKTUBYETHCS JIMIIIE TOJ1, KOJM T'paBellb 3HAXOJIUTHCS B MOJ1 30py
nepcoHaxa, abo ruiky «llarpymroBaTuy, SKIIO 11JIb BIACYTHS.

Takum umnoMm, Behavior Tree mae 3Mory omnmcaTd CKIagHy TOBEIIHKY
MPOCTOI0 KOMOIHAIIIEI0 YMOB 1 JIiid, HE TIEPEBAHTAXKYIOUH CHUCTEMY IEPEX0JaMu MIXK
CTaHaMH, sk 1e Bi10yBaeThcsl y FSM.

VY cTpyKTypi AepeBa MOBEIIHKH KOPEHEBUN BY30J1 € BIAMPABHOIO TOYKOIO JIJIS
MPUAHATTS PIIICHh. YMOBHI BY3JIM BHKOPHCTOBYIOTHCS JJIS TEPEBIpKH BUKOHAHHS
MIEBHUX YMOB, BY3JIU il BAKOPUCTOBYIOTHCS JIJIT BAKOHAHHS ITEBHUX JIil, a CKJIaJICHI
BY3JIM MIOEIHYIOTH 1HIII BY3JIU JUIsl JOPMYBAHHS CKJIAJIHIIIUX MOJIEICH OBEIIHKU.

JlepeBo MOBEAIHKHU J103BOJII€ pO3pOOHUKAM MOJYJIbHO BU3HAYaTH Ta KEPyBaTU
noBeAinkoo NPC, 1100 BOHM MOTJIM THYYKO pearyBaTH Ha pi3HI JUHAMIYHI 3MIHU Ta
CKJIaJIH1 CIICHU B Ipi.

OcHoBHa 171es MeTOly MoJjsirae y nociigoBHomy ooxoxi aepesa: NPC ananizye
CTaH CepeIOBUIIA, IEPEBIPSE€ YMOBHU Ta BUKOHYE BIAMOBIIHY TUIKY JiH.

Jns npuknany, NPC Moke mNepexoiuTH MK CTaHaAMH «IaTpPYyJIIOBAHH,
«TIEPECIITyBaHH», «aTaka» 1 «BTeUa», 3aJICKHO BiJl TOTO, Y 0aYWTh BiH TPABIlSI Ta
SKUI PiBeHb Horo 310poB’s [3].

Axmo NPC He 6aunTh rpaBlisi — BAKOHYETHCS MOBEAIHKA MATPYJIIOBAHHS; SKIIIO
0aunTh — EPEXOAUTH IO MEePECIiAyBaHHS a00 aTaku; SKIO OTPUMYE MOIIKOKEHHS

— IEPEXOANTH Y CTaH BTEYI.
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MaremaTu4HO MOJCJIb ACPECBa HOBCI[iHKI/I MOJKHA IIoAaTH K MHOXHHY:

B=(N,Rf) (1.1)

ne B — nepeBo nmoBeaiHKy,

N — MHOXHHA BY3iB,;

R — BiIHOIIIEHHS M1 BY3JIaMH,

f — QyHKIis BUKOHAHHS, [0 BU3HAYAE PE3YJIbTAT KOXKHOTO By3Ja(ycCHiX, HeB/Ia4a,
IPOIOBXKCHHS).

[Iporiec TPUIHATTS pIIMIEHHS OMHCYETHCS PEKYPCUBHUM O00XOJO0M JepeBa
3rOpU JIOHU3Y, 7€ KOXKEH CEJIEKTOp MOBEpTa€ MEPIINid yCIIIIHUNA pe3yJbTaT cepen
CBOIX IIJIBY3IIB.

JlepeBa TOBEIIHKM HE JIMILIE MOKPAIIYIOTh NPUUHATTS pIIIEHb IITYYHUM
1HTENIEKTOM, aji€ i ONTUMI3YIOTh MPOIEC PO3poOKHU, pobasiun nmoeaiHky NPC Oubin
NpUBA0JIMBOIO Ta pealicTUYHO Juisi TpaBiiB. Behavior Trees 103BoJsIOTH
pPO3pOOHMKAM  PO3IUIATH  CKJaJAHY TMOBEAIHKY Ha MOAYJl Ta MOBTOPHO
BUKOPUCTOBYBATH iX y pi3Hux tunax NPC.

Buxopucranus JepeB TMOBEMIHKH TMiABUINYE CTaOUIbHICTH Joriku NPC,
3MEHIIY€ KUIBKICTh MOMUJIOK y TIPUHHATTI pilleHb Ta 3a0e3nedye OuTbLI MPUPOIHY
MOBEIIHKY MEPCOHAXIB y auHamiuHoMy cepenoBuini [4]. Tlogampmii gocCiimKeHHS
MOXYTh OyTH CIHpsSMOBaHI Ha IHTErpaifil0 €JIEMEHTIB MAaIllMHHOTO HaBYaHHS Y
CTPYKTYpY JlepeBa MOBEIIHKH, 1m0 a03BojuTh NPC amanTyBaTu CBOi pIlIEHHS B

peanbHOMY Yaci.
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1.1.2 Meron kepyBanust NPC 3acobamu ckiHueHHOT MamnHu cTaHiB(FSM)

OmauM 13 HAWAABHIMNMX Ta BOJHOYAC HAWMOMIMPEHINMIMX  METOIIB
MOJICTIOBaHHSI TOBEMIHKKA HeirpoBux nepcoHaxiB (NPC) e€ mammHa CKiIHUCHHUX
craniB (Finite State Machine, FSM). Lle#t miaxin mae ranboke TEOPETUUHE MiAIPYHTS
Ta BUKOPUCTOBYETHCS HE JHIIE Yy cdepl po3poOKH irop, ajge W y CHUCTEMHOMY
nporpaMmyBaHH1, POOOTOTEXHIIll, aBTOMATH3AIll1 Ta IITYYHOMY 1HTEJIEKTI.

FSM icTtopuuno crama mepmuMm craHgaptoMm kepyBaHHs NPC y Bimeoirpax.
Bona BukopucroByBanach me y 90-x pokax y kiacuynux irpax DOOM, Quake, Half-
Life, ne Boporu nepexoaniii Mi>k CTaHaMU «TIaTPYJIFOBAHHS, «aTaKay Ta «BTEYa.

VY cyuyacHux npoekrax FSM yacTo BUKOPUCTOBYETBCS JUIsl IPOCTUX 00’ €KTIB —
JIPOHIB, TBAPUH, OXOPOHIIIB — a00 B KOMOIHAITIT 3 1HIITUMH ITIIXOJaMHU.

MarmHa cTaHiB — 11€ MOJIEJIb CUCTEMH, 10 MOKE MepedyBaTH JHIIE B OTHOMY
CTaHl B KOHKpPETHHMI MOMEHT uacy. llepexim Mk cTaHamMu BiJIOYyBa€eThCS NpU
BUKOHAHHI NIEBHUX YMOB a00 momiil. KoxkeH cran omucye neBny noseninky NPC, a
NepPexo/Id Mi>K HIMH BU3HAYAIOTh JIOTIKY 3MiH IIi€l moBeaiHku [5, 6].

[Tpuntun po6otu FSM y KOHTEKCTI irop:

Eram 1. [nimianizamis. NPC mnouymHae 3 0a30BOro craHy (HampUKIIa,
«OUiKyBaHHS» a00 «ATPyIIOBAHHS).

Etan 2. BukoHaHHS MOTOYHOTO CTaHy. Y MEXax CTaHy BUKOHYETHCS IEBHA
JIOTIKa — PyX MO MapuipyTy, MepeBipka HasBHOCTI BOPOTIB, MPOrpaBaHHs aHIMaIlli
TOILIO.

Etan 3. [lepeBipka ymoB mepexony. Koxen kamp abo 3 MEBHOI 4YacCTOTOIO
NEepeBIPSAIOTHCS YMOBH, SIKI MOKYTh BUKIIMKATH MEPEXif] 10 1HIIOrO CTaHy.

Etan 4. [lepexin n0 HOBOTO cTaHy. Skmio ymoBa BukoHaHa, NPC «BUXOIUTHY»
3 MMOTOYHOTO CTaHy (BHKJIMKAeThcs MeToi Exit), «Bxoauth» y HOBuM (MeToa Enter)
Ta TOYMHAE BUKOHYBATH HOBY TIOBEIIHKY.

Takum uyunom, FSM cTBOproe 3amkHeHy cucreMy, y sikii NPC pearye Ha

3MIHU JOBKUUIS Yepe3 UITKO BU3HAYEHI MTEPEXO0IU MiXK MOBEIIHKAMHU.
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[lepeBaroro MaiMHM CTaHIB € 1 MPOCTOTAa peamizaiii — Ied MAXia JIerKo
3pO3yMiTH, pealli3yBaTh Ta HAJaroJAuTH, OCOOJIMBO Ha MOYATKOBUX €Tarmax po3poOKH.
Jlorika poOOTH CHCTEMH € TPO30POI0, OCKUTLKH KOXKEH CTaH MAa€ YiTKO BU3HAUCHY
MOBEJIIHKY, 1110 3HAYHO CIPOIIyE aHami3 1 TecTyBaHHsI. KpiM Toro, maiimHa CTaHIB
BiJI3HAYAETHCS BUCOKOIO MPOIYKTUBHICTIO, aJKe HE TOTpeOy€e CKIATHUX OOYHMCIICHb 1
MOke e(EKTUBHO MpAaIlOBaTH HABITh y CHUCTEMax 13 oOMexkeHuMHU pecypcamiu. Llle
OJIHIEI0 BAKJIIMBOIO PUCOIO € JIeTepMiHOBaHICTh — NoBeiHKa NPC y Takiii cucremi €
nependadyBaHOO, [0 Ma€ OCOOJIMBE 3HAYEHHS JUISL irop 13 TOYHUM OanaHcom abo
3MarajibHUMHU ejaemMeHTamu. [Ipukinan po60oTH MalIMHU CTaHIB MOKa3aHO HA PUCYHKY

1.2.

Patrol

NPC see
Player
NPC no
longer see
Player Attack
Player is
Player inactive
attacks
Heal
Escape
Low HP

Pucynok 1.2 — Ilpuknan nepexoay cranis FSM

Boanouac mammHa cTaHiB Mac 1 CBOI HEIONIKA. | OJIOBHUM OOMEXEHHSIM €
moraHa MaciTadbOBaHICTh; 31 30UIBIIEHHAM KIJIBKOCTI CTaHIB KUIBKICTH 3B SI3KIB MIK

HUMH 3pPOCTA€E €KCIIOHEHIIHO, 0 YCKIIAJHIOE MIITPUMKY Ta PO3IIUPEHHS CUCTEMHU.
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JlonaBaHHs HOBHX M1 a00 yYMOB 4acCTO BUMAara€ 3Ha4YHHMX 3MiH Yy KOJi, POOJIsIYn
cUcTeMy MeHIl THyukoro. Takoxx FSM He 31aTHa afantyBatucs 10 KOHTEKCTY — BOHA
JWIlIe pearye Ha Hamepe] BHU3HAueHl MOAll, HE BPaxXOBYIOUM CKJIAJHI CHUTyallll 4H
3MiHHI yMOBHU cepenoBuia. Yepes 1e mnopeginka NPC 1HOJI BUTJISA€ 3aHAJTO
MEXaHIYHOIO ab0 mependavyBaHOO, SKIIO HE JOJATH €JIEMEHTIB BHUMAAKOBOCTI UM
CTOXaCTUYHUX MEPEXO/IiB.

Meton mMammHUA CTaHiB € 0a30BUM, ajie (PyHJIaMEHTAIbHUM IHCTPYMEHTOM Y
pO3po0Il irpoBOro IITY4HOrO iHTENEKTy. Oro TONOBHA CHIA — Yy IIPOCTOTI,
CTaOILHOCTI Ta 3pO3yMUIIH JIOTIM, IO POOUTH HOro iJeaibHUM JJISI IMOYATKOBOL
peauizanii nosexinku NPC [7].

[Ipote 31 3pocTanHsaM ckiagHocTi rpu FSM crae MeH epekTuBHOIO, TOMY B
Cy4YacHIi MPaKTUIll BOHA YaCTO BUKOPUCTOBYETHCS SIK HIDKHIN piBEHb MOBEIIHKOBOI
CUCTEMHU, Ha SIKOMY peai3yeThcsi 0a30Ba JIOTIKA, Y TOW Yac SK OUIbII BUCOKOPIBHEBA

jorika koHTpontoeTscst Behavior Tree abo Utility Al

1.1.3 Meton kepyBanns NPC 3acobamu Utility Al

Meton Utility Al (abo «mTy4HHI IHTEJIEKT HA OCHOBI KOPHCHOCTI») €
Cy4YaCHMM TIJIXOJOM JO0 MOJCIIOBAHHSA TMOBEIIHKM HEITPOBUX TMEPCOHAXKIB, SIKUAN
3abe3reuye OUIBII MOPUPOJHY, THYYKY Ta aaanTuBHy B3aemoniro NPC 13
HABKOJIMIITHIM cepenoBuilieM. Ha BiMiHY BiJl MalllMHU CTaHIB a00 JiepeBa MOBEIIHKH,
Jie pIIICHHS MPUWMAIOTHCS HA OCHOB1 (PIKCOBAHMX YMOB a0O0 CTPYKTYp TMEPEXOiB,
Utility Al no3Bosisie NPC caMOCTIHO OIIIHIOBaTH MOXJIMBI 11ii, oOUparouu Ty, siKa
Ma€ HalOUIbIy KOPUCHICTh Y TOTOYHIM CUTYyaIIii.

OcHoBHa i7iess METONy Tojisirae y ToMy, 1o kokHa it NPC (Hampukian,
«aTaKyBaTH BOPOTa», «BIICTYIIUTHY, KITYKAaTH YKPUTTSD», «3HAUTH 15Ky») OIIHIOETHCS
3a JOMIOMOTOK (PYHKIIT KOPHCHOCTI — MATeMaTHYHOI MOJIeNi, IO BHU3HAYAE,
HACKIJIBKM JOIIJIbHO BHMKOHATU I[I0 JIiI0 3aJI€KHO BiJ MOTOYHOIO CTaHy CBITY,

pecypciB abo mineit mepconaxka. [Ipukian Utility Al mokasano Ha pucynky 1.3.
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Take Cover

Diraw Weapon

Fight enemy

Eat Food

Take Cover

Pucynok 1.3 — Ipuknan ominku mii Utility Al

3aralbHUI TIPUHITAIT MOYKHA ONTUCATH (POPMYJIOIO:

U(a) = f(x), (1.2)

ne U{a) — xkopucHICTb 1ii a;
x,, — MapaMeTpH, 110 XapaKTepu3yloTh cuTyauito (310pos’s NPC, BiacTanp 10

BOpPOra, KIJIbKICTh OOEMPHUITACIB, pIBEHb HEOE3MEKH TOIIO);

f — &yHKUiA BUKOHAHHS, MOXe OyTH JiHIIMHOI0, EeKCIIOHEHIIIHOI abo

JIOTICTUYHOIO, 1110 J03BOJIAE€ THYUYKO HanamrToByBatu peakiiii NPC.
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[Ipouiec TpUIHATTSA pIllIEHHS OMHUCYETHbCS PEKYPCUBHUM OOXOJIOM JiepeBa
3rOpu JOHU3Y, /i€ KOXKEH CEJICKTOp MOBEPTA€E MEPIIMM YCHIIIHUNA Pe3yNbTaT cepe
CBOIX MiABY3iB.

Hampuknaz, skimo piBeHb 370pOB’S MEPCOHAKAa HU3BKHM, a BOPOr OJIM3BKO,
(GYHKIST «BIACTYIY» MOXE JaBaTH BUIIUN MOKAa3HUK KOPUCHOCTI, HIX «araka» [8].
SIKII0 K 370pOB’S MOBHE, @ BOPOT CIAOKUM, KOPUCHILIOI CTa€ [is «aTaKyBaTH».
Takuii migxig poouts NPC He npocTo peakTUBHUM, a KOHTEKCTHO aJIallTUBHUM, IO
CTBOPIOE BPAKEHHS OUIBII «PO3YMHOT» MOBEAIHKHU.

Opniero 3 ronoBuux mnepesar Utility Al € rHydkicTh 1 MacmTaOOBaHICTb.
JlonaBaHHs HOBUX Jii a00 yMOB HE TIOTpeOye nepeOya0BU BCI€T JIOT1KUA — JTOCTATHBO
BU3HAYUTH HOBY (PYHKI[I}0O KOPUCHOCTI. Lle poOuTh cuctemy Jerko po3lrprOBaHOO
Ta MPUAATHOIO IS CKJIAJIHUX 1TOp 13 BEJIMKOIO KUIBKICTIO B3a€EMOJIIOYUX areHTIB.
Kpim TOro, 3aBnsku Oe3nepepBHUM OLIHKaM KopucHOCTI noBeAinka NPC Burisaae
IJIaBHOIO, 0€3 PI3KUX 3MIH MIX cTaHamu, 110 € tunoBuM jjsi FSM a6o Behavior
Tree.

Utility Al wacto BHKOpHCTOBYETBhCS Yy CY4YacHUX Bifeoirpax, JI¢ BaXKJIMBO
CTBOpUTU 1TI03110 po3ymMHOTOo BuOOpy. Hampuknax, y crtparerisix NPC MoxyTh
OLIIHIOBATH €KOHOMIYHI PIIIEHHS, y LIyTepax — BU3HAYATH ONTUMAJIbHI MO3MIIT AJIs
ataku a60 000pOHH, a B POJILOBUX Irpax — BUPIIIYBaTH, KOJU JOTIOMAaraTu COIO3HUKY
YU YXUISITUCS BiJ 0010.

Cepen HemoJIKIB IbOIO METOJY MOXHA BUIIIUTH CKJIAJHICTh HAJIAIITyBaHHS
GbyHKIIH KopucHOCTI. JJIsT TOCATHEHHS peaJiCTUYHOI MOBEIIHKH MOTPIOHO PETEIBHO
nigiopatu Baru, (Gopmynd Ta HOpMali3aiiio 3HadyeHb, iHakmie NPC wmoxe
MOBOJUTHCS HENOTiuHO abo HaATo TepemdadyBaHo. TakoX cUCTeMa MOXe OyTh
00YHCITIOBAJILHO 3aTPATHOIO, SKIO OJHOYACHO OIIHIOETHCS BEIMKA KUIBKICTB JiH 1
napameTpiB.

Y cepenoBumi Unity Utility Al MoxHa peanizyBaTH 3a JIONIOMOI'OIO
ScriptableObject nmns 36epiranus HaOopiB Aiil Ta iXHIX (YHKIIH KOPUCHOCTI, a TAKOK
CHeLIAIbBHUX MEHEKEPIB MPUUHATTS PIllIEHb, 1110 0OYUCTIOITh HAHONTUMAJLHIIIUMA

BUOIp y peanbHOMy uaci [9]. Lle 103BoJIsIE CTBOPIOBATH aaanTHBHI cucTteMHu, 1e NPC
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pearye Ha 3MIHHM IFPOBOTO CBITY HE JIMIIIE YMOBHO, @ Ha OCHOBI OILIIHKHA BJIACHHUX
«IHTEPECIBY» Ta «IIPIOPUTETIBY.

Takum uwmnom, Utility Al moenHye eneMeHTH JOTIKM, MaT€MaTHKH Ta
MICUXOJIOTIT TPUUHATTSA pillieHb, 3a0e3leuyroun OuIbIl TJIMOOKE MOJICITIOBAHHS
inTenektyanbHoi moBeminku NPC. Ileit Merom € cydacHOIO allbTepHATHUBOIO
tpanuuiiaum FSM 1 Behavior Tree, no3Bosisitoun CTBOPIOBAaTH THYYKHX,

pealiCTUYHUX 1 KOHTEKCTHO YYTJIMBUX arcHTIB y BiJeoirpax.

1.1.4 Metox kepyBanns NPC 3acobamu iepapxiuHoi mamuau ctaHiB(HFSM)

Iepapxiuna mammua ctaniB (HFSM, Hierarchical Finite State Machine) e
PO3IIMPEHHSIM KJIACHYHOT MAIIMHU CKIHYEHHUX CTaHiB, IO J03BOJISIE CTPYKTYypyBaTH
MOBEJIIHKY IEepCOHaka y BHIJIAAI OaraTopiBHeBoi iepapxii [33]. Ha Biaminy Bix
0azoBux FSM, ne koxkeH cTaH € He3alexHOw cyTHicTIo, HFSM BBOAUTH MOHATTS
cynepcraHiB (200 HaACTaHIB) 1 MIJICTAHIB, 10 JO3BOJISIE TPYMYBAaTH CXOX1 CTaHU Ta
dbopmyBaTH y3arajibHEHI IOBEIIHKOBI Mozemi. Takum umaoMm, HFSM no3Bonse
3MEHIIUTHU AyOJIFOBaHHS JIOT1KH, MIABUIIUTA MAcIITAOOBAHICTh CUCTEMU Ta 3pOOUTH
noBeninky NPC Oib111 BIOPSIKOBAHOTO.

OcnoBua imes HFSM mnonsirae y TOMy, IO CTaH HHUXYOTO PIBHS MOXKE
yCHAJKOBYBAaTH 3arajbHl BJIACTUBOCTI Ta MEPEXOAM BIJ CTaHy BHULIOTO pIBHS.
Hampuknan, NPC moxe matu cynepctan «boiioBa MoBemiHKa», SIKAWA BKJIIOYAE
ninctanu «llepecmimyBanusa», «ATtaka», «Bigctym». CHoulbHI TEpeBIpKU, SK-OT
BU3HAYEHHS JUCTAHIII 0 1, JIOTiKa BUOOPY 30poi abo OliiHKa piBHS HEOE3NEeKH,
MOXYTh OYTH 30CEpeIKeHI Yy CymHepcTaHi, TOMI SK KOHKPETHAa TOBEIIHKA
peanizyeTbcsi B MiAcTaHax. Takuil MiaXiJ 3HAYHO 3HUXKYE CKIAJHICTh PO3POOKU Y
nopiBusHHI 3 Tpamuiiitaumu FSM [10], ne xokeH ctaH BUMYIICHHN TyOIrOBaTH
yacTUHY 3arajbHOi joriku. [lpuknax iepapxiunoi ctpykrypu HFSM mnokazano Ha

pucyHky 1.4.
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Pucynok 1.4 — Ctpykrypa HFSM

[Tormpu Te, mo HFSM € nocTtaTHbO MOTYXKHOK TEXHIKOI, BOHA piJIie
BUKOPUCTOBYEThCS y 0a30BUX peanizaisx noBeaiHku NPC y momynsipHHX irpoBUX
pymisix. [IpyuunHOIO 1IBOTO € Te, M0 CTaHJAPTHI IHCTPYMEHTH — 30Kpema Behavior
Tree Ta kiacuyHa FSM — mupoko MiATPUMYIOTHCS 1HXKEHEPHUMHU O010J110TEKaMH,
JOKyMEHTAIl€l0 Ta 1HTerpoBanuMu pemaktopamu. HFSM, HaromicTe, y Oararbox
pyLIisiX JOBOAUTHCS pPEalli30ByBaTH BpPYYHY, LIO0 BHUMAara€ MEBHOTO TEXHIYHOTO
JIOCBIY Ta MPOyMaHOI apXITEKTYpPH.

VY cydacHux irpax wmetoq HFSM 3acTocoByeThcs TmepeBaxHO Tam, €

HEoOXiJHa BUCOKA Tepen0dadyBaHicTh OBEAiHKY [13], uiTka CTPYKTypa, KOHTPOJIb Ha
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HU3BKOMY pIBHI Ta MOXJIMBICTh JIeTKO BiaciaiakoByBatu ctaH NPC mig dac
HajaropkeHHs. HFSM  nmo6pe miaxoauTs il Mojeneld 3 BEIUKHM Ha0opoM
B3a€EMOIIOB SI3aHUX CTaHIB, HAMPUKJIAJ: TMOBEIAIHKA BOPOTIB y Cieliepax, CTaHOBa
JIOTiKa CYIPOTUBHUKIB y muiaTdopmepax ad0 MEPCOHaXIB, II0 BUKOHYIOTh CKJIaIHI
CKPHIMTOBI CIIEHapii.

Omnax xnacwudi peamzanii HFSM MaroTh mTeBHI HEONIKM — 30Kpema
IPOMI3IKICTE Y CTPYKTypi mepexoniB [11], ckiamHicTh y BiACTEXKEHHI TINIMOOKOT
lepapxii Ta oOMexkeHy MIATPUMKY 1HCTpyMEHTaMH B irpoBux pymrisx. Lle cTBoproe
noTpely y OUIbII THYYKHUX, ONTUMI30BAaHUX Ta IHCTPYMEHTAIBHO 3PYYHHUX MIIX0/aX
no nooynou HFSM, ski 103BOJIIIOTE po3poOHHMKAM e(pEeKTHUBHO MacliTadyBaTu
noBeniiHky NPC 0e3 BTpatu kepoBaHOCTi cuctemu. Came TOMY akTyallbHUM €
CTBOpPEHHsI BJJOCKOHaJIEHO1, onTuMi3oBaHoi mojieni HFSM, opienToBanoi Ha nmoTpedu

CY4YaCHHUX BIJICOIrOp Ta IHTErpallito B irpoBi pymii Ha kmTaint Unity.

1.2 TIpob6nemu Ta OOMEKEHHS iICHYIOUHX PIlICHb

[Tonpu 3Ha4YHMII Mporpec y pO3BUTKY CHCTEM KepyBaHHs MOBeAiHKOI NPC,
icHytoul Metoau — Taki ik Behavior Trees, kiacuuni mamunu craniB (FSM), Utility
Al Ta iepapxiuyni FSM (HFSM) — matoTe HU3KY OOMEXeHb, IO YCKIATHIOITH X
BUKOPHUCTaHHA B cyyacHUX Bijeoirpax. KoxeH 13 miIxo/liB BUpILIy€e MEBHI 3aBJaHHS,
MPOTE JKOJIEH 13 HUX HE € YHIBEPCAIbHUM, 1110 3yMOBIIIOE TTOTPeOy Yy BIOCKOHAJIEHUX
MOJICJISIX Ta OUIBIII THYYKHX apXiTeKTypHUX pimeHHsx [12].

OcHOBHUM OOMCGKCHHSIMH  CTaHAAPTHUX MallMH CTaHIB € IIOTaHa
MacIITaOOBaHICTb, 31 30UIBIIEHHSM  KIJIBKOCTI CTaHIB CHCTEMA  IIBUIKO
MEPETBOPIOETHCSI HA CTAHOBY CITKY 3 BEJIMKOIO KUIBKICTIO TiepexojiB. [[yOiroBaHHS
JIOTIKM MDK cTaHamMu, oco0amBo koiau NPC mae cXO0Kl IIATHIIA MOBEAIHKH € IIe
OJIHI€0 TIPoOIeMOr0. Takok T0AAa€ThCs CKIAAHICTh MOAU(IKaIlii, T0aBaHHS HOBOTO

cTaHy abo mepexoay 4acTo noTpelye 3MiH y 0araTb0X 4aCTUHAX CUCTEMH.
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Bincythicts iepapxii podutb FSM menm edextuBHOIO T yac poOOTH 3
OararoeTamrHUMU 200 KOHTEKCTHO 3aJIEKHUMHU MOBEIIHKaMHU.

BT € momynspHUM 1HCTPYMEHTOM, OJHAaK BOHH TEX MAlOTh CBOI HEJOJIKH.
Hampuknazn, 3aHagTo JeKJIapaTUBHUN XapakTep TOX JiepeBa IMOBEIIHKH J00pe
CTPYKTYPYIOTh 3a/adi, aje Tipiie MiAXOAATh I CTaHiB, IO MAarOTh IOCTIHHI
BHYTpIIIHI yMOBH a0o jmoBrotpuBaii nii [15]. BaxkicTh HalaropkeHHS y BEITHKUX
MIPOEKTAX POOUTH ii HE3pYUHOIO Ji aebdary, JepeBO MOXKE MICTUTH COTHI BY3JIIB, IO
YCKJIQIHIOE TOUIYK MOMIJIOK. ICHYIOTh TakoX MpoOJeMH 13 MPIOpHUTE3AIli€lo, SKIIO
CTPYKTypa JiepeBa HeJ0CTaTHLO THyuYKa abo peaiizallis He nepeadadae TUHAMIYHUX
3MiH.

Utility Al nponoHye rHyYKuil mijXiJ Ha OCHOBI KIJIBKICHOT OI[IHKH Oa)KaHOCTI
N, ane Mae cBoi oOMexeHHs. CKIaAHICTh y MPOEKTYBaHH1 (PYHKIIIH KOPUCHOCTI €
BAKKOIO 3aJa4€l0, PO3POOHHMK 3MYLIEHWH BpPYYHY CTBOPIOBATH KpHBI, Baru W
dbopmynu. Bucoki BUMOrM 10 HajalTyBaHHS NPU3BOJATH JI0 TOTO, IO HAaBITh
HEBEJIMKI 3MIHHM Y MapaMmeTpax MOXKYTh CYTTE€BO BIUIMHYTH Ha moBeainky NPC [9].
Yepe3 BiACYTHICTH sIBHOI CcTpykTypu cTaHiB NPC Moxe HenepeadadyyBaHO
MEePEMUKATUCS MIXK JIsIMHU, SKIIO cUCTeMa oOyoBaHa 0e3 T0aTKOBUX OOMEKEHb, a
TaKOXX CKJIQJHICTh BIJJIATOJDKCHHS TOBEAIHKM, 110 BHUHUKAE 3 0aratbox
B3a€MOIIOB’A3aHUX (PaKTOPIB.

[Tonpu oueBUAHI MepeBaru iepapxiyHoi opranizamii cradiB, kiacuuni HFSM
TaKOXX MaroThb CBOi Henomiku. CKIaAHICTh peanizauii yepe3 Te, 1o 0a30Bi IrpoOBi
pymii piAKO MPONOHYIOTh TOTOBI I1HCTPYMEHTH, TOX PO3POOHHK BUMYIICHHM
CTBOPIOBATH apXITEKTypy 3 HYJs. ['pOMI3IKICTh i€papXiil y BEIHUKUX MPOEKTax 0e3
yiTkoi crpyktypu HFSM Moxe mnepeTBopuTHCS Ha CKIAQgHYy CHUCTEMY 3
BaKKorepeabauyBaHoto Jiorikoro. JKopcTka CTpyKTypa mMepexoliB  poOUTh
CKJIAAHIIIMM 3a0€3MeUeHHs] THYYKOCTI 0e3 pH3UKYy BTpPaTUTH KOHTPOJIb Haj
NOBEAIHKOK. BIACYTHICT, CTaHAApTIB peanizalii yCKIaJAHIOE MIATPUMKY U
PO3IIMPEHHS CHCTEMH B KOMaHIHUX MPOEKTAX.

VYei i npobiemu cBiyaTh MPO HEOOXIAHICTH CTBOPEHHSA OUIBII 3pY4YHOI,

MOJIyJIbHOT Ta ONTHUMI30BaHOI Mojeii kKepyBaHHs mnoBeainkoro NPC, sika 30epirae
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ctpykrypoBaHictb HFSM, ame ycyBae cknaaHicTh peami3zaiii Ta 3abe3rneuye

MPOCTOTY MAacCIITa0yBaHHS.

1.3 TlocraHoBKa 3aaayi JOCHIIKECHHS

TakuMm 4YMHOM, AOCHIIPKEHHS METOJIB KEpyBaHHSA IOBEAIHKOIO HEIrpPOBUX
nepcoHaxiB (NPC) e akTyanpHUM 3aBIaHHSIM y raiy3i po3poOku Bimeoirop. Bin
gakocTi peamzanii cuctemu mnoBeaiHku NPC 0e3nocepeHbO 3alIeKUTh PIBEHb
3aHYpEHHS TPaBIlsl, CKJIAJHICTh ITPOBOTO MPOIECY Ta 3arajibHe BPa)KEHHS BiJ T'PH.
[IpuitHATO piIEHHS MIOAO PO3POOJIEHHS MPOTPaMHOrO 3aCTOCYHKY, SIKMM JO3BOJISIE
MOPIBHATH €(PEKTUBHICTHh TPHOX MIAXO/IB 10 MoaeatoBaHHs nmoBeainku NPC, a came:
mammman ctaHiB (Finite State Machine), nepeBa moseminku (Behavior Tree) ta
cuctemu Ha ocHOBI kopucHocTi (Utility Al).

O0’exTOM JTOCIIIKEHHS € TIOBE[IHKA HeIrPOBUX MEPCOHAXIB Y BijI€OIrpax.

MeToro OCHIIPKEHHSI € aHali3, MOPIBHAHHA Ta MPaKTU4YHA peani3alis pi3HUX
MeToaiB kepyBaHHs moBeaiHKko0 NPC y cepenoBumii Unity 3 BUKOPUCTaHHSIM MOBH
nporpamyBaHHs C#.

JI71st AOCSITHEHHSI METH HEOOX1/THO BUPIIIUTH TaKl 3aBJIaHHS:

—TPOBECTH aHaMi3 JITepaTypHUX JOKEpeNl Ta ICHYIOYMX TMIAXOAIB 110
MozentoBanHs noseAinku NPC y Bifeoirpax;

— DOCTIANTH TpUHIMIHN TTo0ya0Bu cucteM Ha ocHOBI FSM, Behavior Tree ta
Utility Al

— chopMyBaTH aNropuTMH (PYHKIIIOHYBAHHS KOXXHOTO 3 METOJIB KepyBaHHS
noseainkow NPC;

— pO3pOOUTH MPOTOTUIT TPOrpamMHOro 3actocyHkKy B Unity, mo peanizye
BUOpaH1 METOH;

— 3MIACHUTH TECTyBaHHS CTBOPEHUX MOJIEJEH 1 TMOPIBHATH iX €(hEKTHBHICTD,

IHYYKICTh Ta 3pYYHICTh HaJallITyBaHHS,
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— 3pOOUTH BHUCHOBKH III0JI0 JIOLIJIBHOCTI BUKOPUCTaHHSA KOXHOTO 3 METOMIB Y
PI3HUX THUIIAX BIEOITOP.

VY pe3ynbTaTi BUKOHaHHS poOOTH Oy/le CTBOPEHO IHTEPAaKTUBHMI MPOTOTHIL,
KU JIEMOHCTPY€ OCOOJHMBOCTI, MEpeBaru Ta HEOOJIKM KOKHOTO 3 PO3IIIHYTHX
METO/IB KepyBaHHS moBeAiHkol0 NPC, mo 103BONMTh BU3HAYUTH HAMOLIBII

ONITUMAJTBHAM TTiIX 1 1711 TTOMAJTBIITOTO 3aCTOCYBaHHS B ITPOBHUX MPOEKTAX.
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2 TEOPETHUYHI OCHOBU KEPYBAHHS ITIOBEJITHKOIO NPC

3ACOBAMM HFSM Y BIAEOIT'PAX

2.1 Kounemmis ta nousarras HFSM

2.1.1 OcnoBHa ines meroqy HFSM

Iepapxiuna mammua crtaniB (HFSM) € po3BUTKOM KiIacH4HOi CKiHUYEHHOI
MaIllMHK CTaHIB 1 MPOMOHY€E OUIBII THYYKUM, MacIITa0OBaHHWH 1 CTPYKTYpPOBAaHMMA
HiAXia 10 MojearoBaHHs moBeainku areHTiB [33]. OcHoBHa imess HFSM moisrae y
BBEJCHHI 0araTopiBHEBOI CTPYKTYpH, J€ IOBEIIHKA OPraHi3ye€ThCs HE Yy BHUIJISIL
IJIOCKOTO Ha0Opy HE3aIeKHMX CTaHIB, a y ¢Gopmi lepapxii, 10 CKJIaJaeTbes 13
CYNEpCTaHIB 1 MACTaHIB. 3aBASKUA LIOMY Pi3HI PiBHI JIOTIKM MOXYTb CITIBICHYBaTH Ta
BUKOHYBATHCSI TapajelibHO, YTBOPIOIOYM CTPATErit0 W TaKTUKY [OBEIIHKH
OJIHOYACHO.

Ha Bigminy Big TpaaumiiiHoi FSM, y skili KOXEH CTaH € aBTOHOMHOIO
onununero [14], HFSM no3Bosisie rpynyBaT MOB’si3aHi CTaHU B OLJIbIII MOBEIIHKOBI
osoku. CyrnepcTaHu BU3HAYAIOTh 3arajibHUN KOHTEKCT, y SIKOMYy NepeOyBa€ areHr,
HAlpUKJIAJ «MaTPYJTIOBaHHS», «IEPECHiIyBaHHS» YH «IOIIYK», a MiJACTaHH
ONMKCYIOTh KOHKPETHI [Iii B MEKax I[bOT0 KOHTEKCTY. 3aBIsKH Takiil ctpyktypi NPC
MOXE€ OJHOYACHO BHMKOHYBATH JIOKAJIbHY MOBEAIHKY 1 pearyBaTh Ha Tjo0albHI
YMOBH, 1110 pOOUTH MOJIETh TPUPOAHIIIO Ta THYUKIIIO.

HFSM no3Bosisie YHUKHYTH OJIHI€T 3 TOJOBHUX NpoOiem kiacuyHoi FSM —
HaJIMIpHOTO 30UIBIIIEHHS KUIBKOCTI cTaHiB. Kojiu moBeiiHKa yCKIIaTHIOETHCS, TIOCKA
FSM nysxe mBHAKO MEPETBOPIOETHCS Ha 3aruiyTaHy Mepexy mnepexoniB [15], y skii
BAXKKO PO310paTucs 1 sIKy CKJIAIHO PO3LIMPIOBATU. lepapXiuHMid MiaXiJ BUPILIYE IO
npobJieMy IIISIXOM THKAIICYJIALIT JIOTIKU y CylepcTaHax: 3arajibHi Iepexoau i yMOBU
MIEPEBIPSAIOTHCS HA BEPXHHOMY PiBHI, a J€TaJIbHA MOBEIHKA — HA HIDKHBOMY. Takum
YUHOM, KOJ| cTae yucTimuM, noseainka NPC — monynbHIION0, a cuctemMa — 3Ha4HO

JIETTIIONO JUTSI TOJANBINOT mMATpUMKH. [Tpukian MoxxHa mobauynuTu Ha pucyHKy 2.1.



28

RECHARGE

l

NAVIGATE_TO_OUTLET |

DETECT OUTLET |

RECOVER STOW PLUG UNPLUG

W Ut \ /. 4

FAIL_STILL_UNPLUGGED preverpten FAL_OPEN_GRIPPER

FAIL UNTUCK creeToned suCCeerded

/.rrvn 1

" FAIL_LOWER SPINE

W Ceaded

Pucynox 2.1 — Ilpuxnan HagMipHOT KiIJIbKOCTI CTaHIB

VY peanpuux irpax NPC noBuHHI BpaxoByBaTH Habarato OUIbIIE CTaHIB, HIXK Y
HAIIOMYy HaBeleHoMy Buile npukiani [16]. Bin pearye Ha Oararo peaxiiiii rpaBiiis,
o0 pobuTh Moro kpammm areHToM. OTXe, 31 3pOCTaHHSAM CKJIATHOCTI KiJIbKICTh
CTaHIB MOYHMHAE IMIBHJKO 3POCTATH, IO YCKIAJAHIOE KepyBaHHA. SIKIO MH XO4eMO
BHECTHU HABITh HEBEIUKY 3MiHY, HAM MOTPIOHO BpaxXyBaTHU BCl 3aJieXkKH1 MEPEXOAH.
[I{o6 BupimmTH 110 MPoOIIeMy, BUKOPUCTOEMO i€papxiuyHuil aBromat ctaHiB. HFSM
nepeadavae iepapxiro, 1e FSM Brazeni B inmmii FSM [17]. I'pynytoun ctanu pasom
3 OJHAKOBUMH BUXIJTHUMH MEPEeX0JaMU, MOKHA 3MEHIIIUTH KIJIbKICTh niepexoiB. Lle
MOYaTKOBa 1HTEpIIpETAaIlis i€epapxii Ha piBHI cTaHiB. BkiageH! cTaHU MPUIMATUMYTh

JUIIe MAMHOXUHY aidaBiTy BBEIACHHS/BUBEACHHS. SIKIIO MOTPiOHO BHECTH 3MIHH,
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HaM TOTPIOHO JHMINe peaaryBaTd TEBHUN piBeHb le€papxii Ta HWK4Ye Hboro. lle

CIPOILIY€E BHECEHHS 3MIH Ta PO3YMIHHS KOJy, a TakOoX 3MEHIIy€e CKJIaaHicTh. Ha

PUCYHKY 2.2 HaBEIEHO MPUKIAJ TOro, K MOXKE BHUIJISAATH CTPYKTypa MPOEKTY
HFSM.
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Pucynok 2.2 — [lpuknan ctpykrypu HFSM

KirouoBoto nepesaroro HFSM € Te, 110 mijicTaHu aBTOMaTUYHO yCTaAKOBYIOTh
KOHTEKCT cBoro cynepctany [18]. Hampukian, cynepcran «IlepecimigyBaHHsI» MOXKe
BM3HAYaTH 3arajbHI IIpaBUJia B3aEMOJII 13 MU0, TaKl K MaKCHMaJlbHAa JUCTAHIIISA
a00 oOMeXeHHsS NUIIXy. YCi IMJICTAHM Ha 3pa30K «Oir HaBIPOCTELb», «00Xind
MIEPEIIKOIN» YU «TIEPEPaxyHOK MapIIPyTy» OTPUMYIOTH JOCTYH J0 IHUX JIaHUX 0e3
ny0IIroBaHHS Koy. Lle 3HauHO 3MEeHIIye KUTbKICTh B3a€EMO3aJIe)KHOCTEH MK CTaHAMU
Ta J03BOJISIE JICTKO J0AaBaTH HOBI moBeminku [19].

lepapxiuHa MalmuMHa CTaHIB TakKoX 3a0e3neuye MNPUPOJHI MEePeXOoau MIK
piBHAMH. SIKIIO MOTOYHHM TJCTaH HE 3HAXOIUTH IMIXO/SII0I YMOBHU JIJIsl IEPEXOY,
3alUT aBTOMAaTUYHO TiepefaeThcs Ha BuUlMi piBeHb. lle no3Bossie NPC He
«3acTpsiraTu» y IpIOHUX AiSX Ta TapaHTOBAHO MOBEPTATUCS JO MIUPIIOTO KOHTEKCTY

MOBEJIIHKY, 110 MOJENIOE OUIBII JIOTIYHY, MOCIIJIOBHY Ta aJalNTHUBHY pPEakiliio Ha

3MiHY CHUTYaIli.
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Y miacymky HFSM € He mpocto posmmpeHHsM FSM, a mnoTyXHUM
apXITEKTYPHUM II1JX0JIOM, SIKMM JTO3BOJISE MOETHATH YITKICTh CKIHUEHHHMX CTaHIB 3
THYYKICTIO iepapxiuHux cTpykryp [20]. 3aBasiku 1ipoMy iepapxidHi MallMHU CTaHIB
1I€aJIbHO MIIXONATh it CTBOpeHHs moBeMiHkM NPC, OCKUIbKH JO3BOJSIOTH
noOyayBaTH MOJIYJbHY, YHIBEpCaldbHy 1 JIETKO MacIiTabOBaHYy CHUCTEMY, IO

BioOpakae CkIaaHi OaraTopiBHEBI Peakilii MepCOHAXKIB.

2.1.2 AnroputMm metony HFSM

AnropuT™M (yHKIIOHYBAaHHS 1€papXi4yHOi MAaIIMHU CTaHIB IPYHTY€TbCS Ha
MOCJIIIOBHIM 00poOI11l JOTIKK Ha KUTBKOX PIBHIX 1€papxii, Mo Ja€e 3MOTy opMyBaTu
sIK 3araJIbHUH TOBEIIHKOBHI KOHTEKCT, Tak 1 KoHkpeTHi Aii NPC [23]. Pobora HFSM
MOYMHAETHCS 3 1HILIAI3al, 1] Yac sIKOi CTBOPIOETHCSI KOPEHEBUHM CTaH, 0 SKOTO
0JIpa3y J101a€ThCS MEPIINN aKTUBHUM CylepcTaH Ta BIANMOBIAHMM mincTaH. Ha npomy
eTanl KOXXEH CTaH OTPUMYE MOKJIMBICTb BHKOHATH BJIACHY (DYHKIIIO MOYaTKOBOI
MIATOTOBKM 4Yepe3 Meron Enter, 1mo mo3Boise 3aBaHTAXUTH HEOOXIiIHI JaHi abo
BCTAHOBUTH MapaMeTpH JJIsl OAAJIbIIOl poOOTH.

[Ticns nimam3anii HFSM nepexonuts y pe’KuM HUKIIYHOTO OHOBJICHHS, AKUI
BI/IOYBAETHCS HA KOXKHOMY Kajpi. Y IbOMY LMKl CIOYaTKy BHKOHYETHCS JIOTIKa
aKTUBHOTO CYyIEpPCTaHy, L0 BIANOBiJAa€ 3a ri00ajgbHI NEPEBIPKA YMOB 1 3MIHY
3arajJlbHOro0 KOHTEKCTy moBeAiHku. CynepctaH MoK€ BHU3HAYaTH, YU BapTo
OPOJOBXKYBaTH MOTOYHY IMOBEHIHKY, UM, MOXIIMBO, CEPEIOBHILNE 3MIHUIOCS
HacTibky, mo NPC noBuHeH mepeitu 1o iHmoro tumy aii [25]. Ilicns BukoHaHHS
JOTIKA CyNepCTaHy OHOBIIIOEThCSA TMIJACTaH, SKUM BIAMNOBIa€ 3a KOHKPETHY
MOBEIIHKY: pyX, OOpoOKy aHimarllii, 3MiHy HampsMKy, MOIIyK Il abo 1HIIy
JIOKaJIbHY JiI0.

OpHi€ro 3 KIIOYOBHUX YaCTHUH aJITOPUTMY € MepeBipka yMOB nepexoay. Koxxuuii
CTaH, He3aJIeKHO BiJl PIBHS, MOKE BU3HAYaTH BJIACHI YMOBH, 3a sIkuX noBeinka NPC

Mae 3MminuTuCsA. Hampukian, migcran pyxy MOXKe MEpeBIpsATH, YU JOCITHYTO TOUYKH



31

naTpyJss, a CylepcTaH — 4u 3’ SBUBCS T'paBellb Yy IO 30py. SKIIO yMOBa BHKOHaHa,
HFSM Bukony€e MociioBHICTh BUXOY 3 TOTOYHOTO CTaHy uepe3 Metoj Exit, micus
YOoro AaxKTUBY€TbCA IHIIMKA cTaH 3 Bukiukom Enter. Lleit mnpomec mo3Bosie
3a0e3MeunT CTabUIBHICT 1 mepeadadyBaHicTh MOoBeAIHKH NPC, OCKIIbKU KOXKHUMN
CTaH BIJIMOBIJAE 32 BIIACHUM UK KUTTEMIsITLHOCTI. [Ipukiag 6710k cxeMu HaBeACHO

Ha PUCYHKY 2.3.

Enter default state
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Meed switch state? Update current state

F Y

SwitchStates()

l

Exit current state

Enter next state

Pucynok 2.3 — biok cxema HFSM
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Oco6muBictio anroputMy HFSM € MexaHi3M migidoMy 0 BHILOTO PiBHS.
Skio NOoTOYHMI MiACTaH HE 3HAWIIOB YMOBH JUISl MEPEXO0]y, 3alUT aBTOMATHYHO
nepemaeTbes cynepcrany. Takum ynHoM HFSM 3ano0irae cutyarisim, komu NPC mir
OM 3aCTPATTH Y JIOKAJBHIM JIOTIIl, 1 TapaHTYeE, 10 MOBEIIHKA 3aBXKIU MOBEPTAETHCS
70 Outbll 3aranbHOl Mozeni. Lle Takoxk poOUTh MOKIMBUM IUIABHHUM TMEpexi]] MiX
pI3HUMHU CyTNEepCTaHAMM, HAMPHUKIAJ] MK MEpeciiTyBaHHSIM 1 MaTpyroBaHHIM alo
MIX ITOIITYKOM 1 TIOBEpHEHHSM J10 0a30B0i mo3uiiii [27].

Meron lepapxiunux Ckinuennunx AptomariB (HFSM) e BmockonaneHum
AITOPUTMIYHUM MIIXOJOM 10 KepyBaHHs moBeaiHkoro NPC, skuil po3mmproe
KoHIenmito knacuyHoro CkiHueHHoro AprtoMara (FSM) nuisixom 3ampoBamkeHHs
iepapxiuyHoi cTpykTypu cTaHiB [28]. Ll cTpykTypa 103BOJISIE 3HAYHO CHPOCTHTH
MOJIETIOBAaHHS CKJIQJHOI JIOTIKM, OCKUIBKM BOHA OpPraHi3oBaHa y BUIJISAL JIepeBa, A€
3arajbHa TOBEAIHKA IHKancymoeTrbess y CynepcraHax (OaThbKiBCBKMX CTaHax), a
netanbHl aii — y [lizcranax (nouipHix craHax). CynepcTad BU3HAYa€ CHUIbHY JIOTIKY
Ta yMOBHU IS BCIX CBOIX IIIJICTaHIB, 3a0e3Meuyloyd MeXaHI3M YCIaJKyBaHHS
MOBEIHKHN Ta JAaHUX, 10 CHOpPUsIE TTOBTOPHOMY BHUKOPHUCTAHHIO KOIY 1 MiABHIIEHHIO
MOYJIBHOCTI CUCTEMHU.

AnroputM HFSM BUKOHY€TBhCS 1T€paTUBHO B IrpoBoMy LuKJi. Ha koxHIN
1Tepatlii BiI0yBa€eThCSA CyBOpa MpiopUTe3allis NepeBipku yMOB nepexoay. Crodarky
nepeBipstoThes ['mobanpHl [lepexonu, siki MalOTh HAMBUIIUN TPIOPUTET 1 MOXKYTh
BIIOYTHCA HE3aJIe)KHO BiJ MOTOYHOTO akTUBHOro crtany NPC, mo € KpuTU4YHO
BOXKJIMBUM JIJII HEralHOI peakiii Ha 30BHIIIHI, HeOe3leuHi Moiii (Hampukia,
nepexin a0 crany «Cmepts») [31].

Sxio riobanbHUM niepexi He BiOyBCs, allTOPUTM MEPEXOJUTH 10 MEepEeBIPKU
Joriki Ha piBHI akTuBHOro Cymepctany. TyT KJIIOUOBUM € MEXaHI3M BHUXIJHUX
nepexoniB CynepcTaHy: SIKIIO yMOBa, BH3Hau€Ha Ha IbOMY PiBHI, BUKOHYEThCS
(manmpukian, «sopor BTik»), NPC HeraitHo Buxoauth 3 Oyab-sikoro Ilincrany, B
SKOMY BIH mepeOyBaB, 3a0€3MeUy0Yr BUCOKHI MPIOPUTET JIOTIKUA BUIIIOTO PIBHS HAJ
NOTOYHOIO JeTanbHOW aieto. Lle 3amobirae 3actpsiranHio NPC y apiOHuX cTaHax,

KOJIM MOTpiOHA KapAMHAIbHA 3MiHA TTOBEIHKH.
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TiapKM SKIIO HE CIpalOBAJIM HI TJIOO0AIbHI MEPEX0oJ i, Hl BUXIJHI MEePeXoau
Cymnepcrany, aqropuTM TepeBipse BHYTpIlIHI nepexoau aktuBHoro Ilimcramy. Li
Mepexo0/IM KePYIOTh JIeTalli3alll€r0 MOBSIHKY (HAIIPUKIIAJI, Iepexis Bl «MTH 10 wini»
10 «ATaKyBaTH, TOCSITHYBIIN JUCTAHI1»). SIKIIO BiIOYyBa€ThCs YCHIMIHUN MEpexi,
BUKOHYIOThCS BiamoBimHi Mmetoau OnExit() mms craporo cramy Tta OnEnter() s
HOBOTO. SIKIIO 3K J>KOJHA yMOBa IEPEXOJy HE BHUKOHYETHCS Ha OJHOMY pIBHI,
BUKOHYEThCS OCHOBHUU Kox aktuBHOro Ilizcramy (OnUpdate()), sikuii 31HCHIOE
HeoOxiaH1 aii NPC mpotsirom morouyHoro kaapy. Takum umHom, HFSM Bupimye
npoOseMy EKCHOHEHIIHOTO 3pOCTaHHs KIIBKOCTI 3B’SI3KiB y TpaauiiiiHux FSM,
3aMIHIOIOUH CKJIAJHY «IUIOCKY» MEpEXKy CTaHIB Ha OpraHi30BaHY l€papXiio 3 YiTKO
BH3HAYCHOIO MPIOPUTETHICTIO JIOTiKK [34].

[Tix yac nepexoxy mix cynepcranamu HFSM He nuiie 3MiHIOE JIOKAJbHY IO
NPC, a i1 nepeOy0By€e BeCb KOHTEKCT MOBEAIHKU. BX11 y HOBUI CylIepCTaH OHOBIIIOE
JIOTIKY TPUHHATTS pillleHb, 1HIIIATI3y€ HOBI MapaMeTpH, a TaKOX aBTOMATUYHO
aKTUBY€E BIANOBIAHUHN miacTtaH. Taka moBeninka poouts NPC Oulbll afanTUBHUM,
OCKUJTbKM TI€PEXiJl MK TUIIAMH aKTUBHOCTI CYIPOBOJIKYEThCS MEepe3aBaHTAKCHHSIM
BHYTPIIIHIX MEXaHi3MiB 1 BOJAHOYAC 30epirae CTpykTypy iepapxii [33].

3aBepuienHs poootu HFSM BinOyBaeTbcs HIISAXOM KOPEKTHOTO BHXOAY 31
CTaHiB, 1110 TapaHTY€ 3BUILHEHHS PECYPCIiB 1 3aBEpIICHHS BCIX aKTUBHUX MPOIIECIB.
[le € BaxJIMBUM aCIEKTOM, OCKIJIbKHM J03BOJII€ YHUKHYTH 3aJIUIIKOBHX €(EKTIB
MOBEIHKHU, K1 MOTJIM O BIUIMHYTH Ha nojaibiry jgoriky NPC.

Y mincymky anroputM HFSM 3abesnedye rHyuky, OaraTopiBHEBY U
CTPYKTYpOBaHO OpraHi30BaHy MOJENb TOBEIIHKH, SKa OJHOYacHO mo3Boiisie NPC
pearyBatu Ha TJIOOQJbHI 3MIHM W BHKOHYBaTH KOHKDETHI JIOKaJibHI aii. BiH
3a0e3nedye IUIABHICTh MEPEXOAIB, MPUPOJAHICTh PIIIEHb Ta MOXKJIMBICTH JIETKOTO
MaciTadyBaHHsI, 1110 POOUTH HOTO0 OJJHUM 3 HaOLIbII €(PEKTUBHUX IHCTPYMEHTIB IS

moOyI0BH CY4aCHOTO IrpOBOTO MITYYHOTO 1HTEIICKTY.
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2.2 IlpuHumnu iepapxiuHoi opraHizaiii ctaniB y HFSM

Iepapxiuna opranizamiss crtaniB 'y HFSM 3abe3nedye CcTpyKTypoBaHe,
MOAyJbHE Ta J00pe KepoBaHe TmpeicTaBieHHs moBeaiHku NPC, mo oco6imBo
BaXXJIMBO y CKJIQJIHUX 1HTEpaKTUBHUX cucTemax. Ha BimMiny Big kinacuunux FSM, ne
KUTBKICTh MEPEXOMAIB IIBHIKO 3pOCTa€ 31 30UIbIIEHHSM KinbkocTi craHiB, HFSM
JTO3BOJISIE ONTHUMI3YyBaTH apXITEKTypy UUIAXOM TpPYIMyBaHHS JIOTIYHO TIOB’SI3aHUX
CTaHIB y 0araTo-piBHEBI CTpYKTypH. Takuil miaxix He JUIIE CIPOLIY€e PO3POOKy, ane
i 3a0e3neuye MaKCHUMallbHy THYYKICTh Ta JIETKE PpO3LIMPEHHS CUCTEMH B
MmaitoyTHROMY [33].

@OyHKI10HAIBHI IPUHILIMIIK 1€papXi4yHoi opranizauii craniB y HFSM:

— BUKOPHUCTaHHSI CYNEpCTaHIB K KOHTEHHEpPIB Ui JIOTIYHO 00’ €AHAHUX TPYII
noBeIiHOK NPC, siki MICTITh y3arajabHEHY JIOTIKY Ta MPaBUIIa;

— MOXJIUBICTh arperyBaTy MOBTOPIOBaHI MEPEBIPKH y BEPXHIX PIBHAX l€papxii
(HanpuKJIaa, HAsABHICTH I[UTi, CTAH 30POB’s, TNI00ATbHI OOMEKEHHS), IO JI03BOJISE
YHUKATH TyOJtOBaHHS KOAY B IM1JICTaHAX;

— peadizaiiist rI00aTbHUX JI y CyTlepcTaHax, siki BAKOHYIOTHCS HE3aJIEKHO BiJ
aKTUBHOTO MiJICTaHy, 1110 3a0e3Meuye y3roKeHICTh MOBEAIHKN B YMOBaX JTUHAMIYHOT
3MIHU CUTYallil;

— CTBOpEHHS MIJCTaHIB, AKI BIJMOBINaOTh 3a KOHKpeTHl peakiii NPC —
nepeciiyBaHHs, aTaka, OOOpOHA, MATPYJIIOBaHHS, BIJCTYH TOIIO — MPU IbOMY
HACJIIYIOUH MTOBEIIHKOB1 OOMEXEHHS CBOTO CYNEePCTaHy;

— (¢opmyBaHHS aKTUBHOI KOHIrypartii craniB, 1e NPC onHodacHo nepelyBae
Ha KIJTBKOX PIBHSIX 1€papxii, IO JI03BOJSIE€ PO3AUISATH BHUCOKOPIBHEBY JIOTIKY
(mampukiman, «0OoioBa TOBEAIHKA») Ta HU3BKOPIBHEBY («aTaka OJIMKHBOTO OOMO»,
«MOCTIHHUI MOHITOPUHT BOPOTa»);

— 3a0es3leueHHs MnependauyyBaHOCTI POOOTH CHUCTEMHM 3a PaxyHOK YITKO
chOpMOBaHUX BHYTPIIIHIX Ta 30BHIIIHIX MEPEXOiB MIXK CTaHAMHU, 1110 J103BosIsie NPC

aJICKBaTHO pearyBaTH Ha 3MiHY ITPOBOTO CEPEOBUIIA;
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— MOXJIMBICTb CTBOPEHHS CKJAJHUX T[OBEIIHKOBUX Mojeieil  0e3
HEKOHTPOJILOBAHOTO 3POCTAHHS KIJTBKOCTI MEPEXOAIB, XapaKTePHOTO ISl 3BUYaHUX
FSM;

— JIOT1YHE Ta CTPYKTypHE po3nuieHHs noBeaiHok NPC, mo poOuth 3arajibHy
apXITEKTypy OUIBII 3pO3yMIJIO0 TSI PO3POOHHKIB Ta 3HAYHO CHPOIIYE IMOAAIBIIE
MacmTaOyBaHHS.

Hedynkiionansni BractuBocti Ta nepeBart HFSM y koHTeKCTI KepyBaHHS
NPC:

— BHCOKAa MAaCIITa0OBAHICTh: MOXJIMBICTh JIETKO JI0JIaBaTH HOB1 CTaHU,
cymnepcTanu abo piBHI iepapxii 6€3 HEOOX1THOCTI IEPEIUCYBATH HASIBHY JIOTIKY;

— yHiBepcanbHIcTh: cTpykTypa HFSM migxoauts nnst NPC Oyap-gakoro piBHS
CKJIQJHOCTI — BiJl MPOCTUX BOPOTIB JI0 MPOCYHYTUX areHTIB 3 0araToCTyIleHEBOIO
ITOBEIIHKOIO;

— PO3IIUPIOBAHICTh: apXiTEKTypa MIATPUMYE TOJaBaHHS HOBUX MOBEIIHKOBUX
MOJYJIIB, a TaK0X I1HTErpallil0 30BHINIHIX alropuTMiB (HaBiraiis, TUIAHYBaHHS,
NPUIHATTS PILLIEHb);

— BHCOKa YWTA0ENBHICTh Ta MIATPUMYBAHICTH: 1€papxiyHa JIOTiKa 3MEHIIY€
PU3UK IUTyTAaHUHU Y BEJIMKIM KIJIBKOCTI CTaHIB, MOJICTIIYIOUM PO3YMIHHSI poOOTH
CHUCTEMU HaBITh HOBUM 4JICHAM KOMaH/IH;

— MOMYJBHICTb: KOXKEH CYNEepCTaH MOXKE PO3TIISIATUCS SK OKPEMUN MOJIYIb
JIOT1KH, SIKAM JIETKO MEPEHECTH B 1HIINI NPOEKT a00 aganTyBaTH MijJ HOBI CLIEHapii;

— MPO30PICTh MOBEIIHKH: PO3POOHUK UITKO po3yMie€, ki ctanu NPC akTuBHI B
JAaHUW MOMEHT 1 SIKI TpaBWIa KEPYIOTh MEPEXOJaMH MIK HHUMH, IO TOJIETIIyE
B1JIJTarOJ>KEHHS Ta aHaJIl3 IIOBEIIHKH;

— CTIKICTh 10 po3mupenHs 1 miarpumku: y HFSM cknaani moBemiHku He
MPU3BOATE /10 €KCIOHEHIIIMHOTO 3POCTAaHHS KIJIBKOCTI MEPEXO0JiB, TOMY CHCTEMa
3JTUIIAETHCS KEPOBAHOIO HABITH Y AY)KE BEJTUKHUX MPOEKTAX;

— JIOT14HA Y3Tro/pKeHicTh moBeAiHku NPC: He3aneHO Bij KUTBKOCTI MiACTaHIB,
NOBEJIHKA Ha PIBHI CYNEpPCTaHy 3aJUIIA€TbCS CTAOUIBHOIO, IO TapaHTye

nependadyBaHi peakiii B Oy1b-IKHX CIEHapIsX.
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Iepapxiuna opranizaiis craniB y HFSM ¢dbopmye notykHuil iHCTpyMeHTapiit

JUIsL MoJleNoBaHHS ckiagHux mnoBeniHok NPC y Binmeoirpax. Bona mnoennye
CTPYKTYpPOBAHICTh, THYUYKICTb, MAacCIITA0OBAaHICTh Ta MOXKJIHMBICTH MOBTOPHOTO
BUKOPHUCTAHHS JOTiKU. 3aBasku iboMy HFSM € ogauM 13 HalOubi e(eKTUBHHUX Ta
yHIBEpCaTbHUX CMOCO0IB KEpPYBaHHS IOBEIHKOIO ITPOBUX areHTIB y CydYacHUX

IHTEpaKTUBHUX CHCTEMaX.

2.3 MopemoBannad noseainku NPC na ocaosi HFSM

MopentoBanuss mnoBefinku NPC 3a  pomomororo HFSM  mepenbauae
dbopmaizaliito JIOTIKA Aiil MepcoHaka y BUIUISLAI OaraTopiBHEBOI CTPYKTYpH, €
KOXXEH pIBEHb BIJIOBIJAE MEBHOMY CTymHeHI0 adctpakuli. CynmepcTaHu ONUCYIOTh
3arajbH1 MOBeAIHKOBI pexxumu NPC, Tol SIK MiICTaHU J1€Tali3yl0Th KOHKPETHI Aii,
peakiii Ta cueHapii. Takuil miaxig 703BOJIsIE CTBOPUTH KEPOBaHy, IepeadauyBaHy Ta
MacIITabOBaHy CHUCTEMYy TIOBEIIHKH, sKa JIETKO aJanTyeTbcs OO CKIIATHUX
JTUHAMIYHUX YMOB TPH.

Unity miarpumye MoBy mnporpamyBaHHs C#, BHKOPHUCTOBYIOYM METOIU
00’ €KTHO-OPIEHTOBAHOTO MPOTrpaMyBaHHs, 3acHOBaH1I Ha mpuHiUnax SOLID, mo
JI03BOJISIE JIETKO CTBOPIOBATH, MOAM(IKYBaTH Ta pO3IIUpIOBaTH cuctemy [16].
[Ipuamun SOLID — wne ToyHMH mnOpuUHLMI TpOrpamMyBaHHS, 3alO0YaTKOBAHUIMA
Po6eprom K. MapTtinom, sxuii 6a3yeThcs Ha 1’ SITH MPUHIIAIIAX, 30KpEMa:

— (S)RP abo mpuHIUIT €IMHOI BiAMOBIIAILHOCTI: KOXKEH KJIaC TTOBUHEH MaTH
OJIHY BIAMOBIAAIbHICTh, OJHE 3aBAaHHS a00 OJIHY METY;

— (O)CP abo mpuHIMN BIAKPUTOCTI/3aKPUTTS: PO3MIMPUTH TOBEAIHKY KJacy
0e3 1oro 3MiHH,

— (L)SP a6o npunuumn 3amimieHHs JlickoBa: 1ieil IpuHIUI rapanTye, mo 0yab-
KWW KJIac, KWW € JMOYIpHIM 0 O0aThKIBCHKOTO KJIACy, MOKE€ BHUKOPHCTOBYBATHUCS

3aMICTh CBOTO OATHKIBCHKOTO KJlacy 0€3 HEOUiKyBaHO1 MOBEIIHKH,
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— (DSP abo mnpuHIMI po3ailieHHs iHTEPHEHCIB: HE 3MYIIYHTE KOIHOIO
KIIIEHTa peayli30ByBaTH 1HTepdeic, skuil oMy He Biamosimae. llelt mnpuHImMm
JI0TIOMarae 3MEHIINTH MOO1YH1 €PeKTH Ta YaCTOTy HEOOX1THHUX 3MiH;

— (D)IP abo mnpuHOMO 1HBEpCii 3aJeKHOCTEH: BUCOKOPIBHEBI MOJYJIl HE
MOBHHHI 3aJie)XKaTy BiJ] HU3BKOPIBHEBUX MOJYJIB, ajié BOHU MOBHHHI 3aJ€KaTH BiJ
abcrpakiiii [36].

[lepmmm eTanmoM MOJIEIIOBAHHS € BU3HAYEHHS 3arajlbHUX IOBEAIHKOBUX
pexxumiB NPC, sixi 8 HFSM peani3yrotscs uepes cynepctanu. Lle MoxyTh OyTu Taki
ri1o0aapHI CTaHU, K 00HoBa MOBEIHKA, TTOBEIIHKA 1032 OOEM, TATPYJIFOBaHHS a0o0
nociikeHHs: TepuTtopii. KoxkeH cynepctan ¢hopmye JIOT14HY OCHOBY JIJISl BCI€ET TpymH
Jid, mo B1IOYBaTUMYThCS ycepeauHi Hboro. Ha HuX4oMy piBHI pPO3TallOBaHI
MIJICTaHM, SIKI BIJAMOBIJAIOTh 3a KOHKPETHI TaKTHUYHI PIIICHHS Ta Jii, HaIpUKIIaJ
nepeciiyBaHHs 1T, OmuxHIA O1if, BIACTYN, B3aeMOJiI0 3 00’e€kTaMu abo
BIIHOBJIEHHST pecypciB. Taka iepapxisa no3poisie NPC omHowyacHO 3anuiiatucs y
BHUCOKOPIBHEBOMY JIOTIYHOMY CTaH1 i BUKOHYBAaTU KOHKPETHY it0, IO 3a0e3neuye
IPUPOAHICTH Ta Y3TOKEHICTh TOBEAIHKHU.

[Tepexoqu mix cranamu B HFSM ¢dopmyroTbCsi Ha OCHOBI BHYTPIIIHIX 1
30BHIIIHIX YMOB. 3OBHIIIHI YMOBU MOKYTh BKJIIOYAaTH BUSIBICHHS I'paBIsl, PIBEHb
3arpo3d 4Yd 3MIHY JAMCTaHIII 0 LUI, Y TOW 4Yac [K BHYTPIIIHI BPaxoOBYIOTb
napametpu camoro NPC: 310poB’s, eHeprito, BHYTpIIIHI TaliMepu abo 3amacu
pecypciB. 3aBASKM TaKoMy IIJIXOAY CHUCTEMa MOXE 3IMCHIOBATH SIK JIOKaJIbHI
nepexoau MDK IiJICTaHaMU OJHOTO CyMNepCcTaHy, Tak 1 TJ0OalbHI 3MIHU
MOBEJIIHKOBOT'O PEXXMMYy TIpM aKTUBaIlii 1HIIOro cymepcrany. lle 3abesmeuye
MJIABHICTH Ta JIOTIYHICTh 3MiH TOBEIHKH, HABITh Y CKJIQJHUX CUTYaIlisX.

BaxxnuBoro CKIIaoBOIO € MeXaHi3M o0poOku momii, sikuii mo3Boisie NPC
JUHAMIYHO pearyBaTu Ha 3MiHU B cepenoBulll. [1o/ii MOXKyTh NepexomitoBaTUCS SIK
Ha pIBHI OKpEMUX IMIJCTaHIB, TaK 1 Ha piBHI cynepcTaHiB. Hanpukmnana, curaan mnpo
NOSIBY TpaBIl B TOJI 30py MOKE aKTHBYBATH MiJCTaH MEPECTiAyBaHHA B paMKax
O0HOBOTrO cymnepcTany, TOAl SIK KpUTUYHE 3HIKEHHS 3/I0pOB’ST MOXKE CITPOBOKYBATH

nepexij 10 CTaHy BIACTYITy a00 HaBITh 10 CYNEPCTaHy «IOBEIHKa 1mo3a 6oem». Taka
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mozaenb pobute NPC 37aTHUM MOBOJUTUCS KOHTEKCTHO, pearyBaTH Ha
HerependayyBaHi CUTYyallll Ta JEMOHCTPYBATH OUIBII «OKUBY» IMOBEIHKY.

Opniero 3 HanbIbmX niepeBar HFSM € moBTopHE BHUKOPUCTaHHS JIOTIKK Ta
MOAYJBHICTh. OCKUIBKM MIJICTAHW MOXYTh OyTH BKJIAJEHI Yy pi3HI CYNEpCTaHH, a
3araJibHi IEPEeBIpKH BUHECEH] Y BEpXHIi PiBHI i€papxii, cucTeMa yHUKae TyOatoBaHHS
Koay Ta cmpomrye minTpumky [33]. Hanpuknanm, mifgctaH mepeciiTyBaHHS MOXKE
3aCTOCOBYBATHCA SK y OOMOBOMY pEXHMI, TaK 1 Yy peKHMI pO3BIIKH, 0e€3
HEOOX1THOCTI CTBOpeHHs okpemux peanizamii. Lle poours HFSM yniBepcanipHOIO
ocHOBoto 111 MozentoBaHHss NPC pi3HOi CKIagHOCTI — B NMPOCTUX BOPOTIB A0
CKJIQJJHUX areHTIB 31 CKJIaJIHUMH TTOBEIIHKOBUMU NTATEPHAMH.

AnroputmiyHa cTpyktypa HFSM 0a3yeThbcs Ha IUKIIIYHOMY BH3HA4YCHHI
aKTUBHOTO CYIEpCTaHy, BUOOpI BIAMOBIAHOTO MIJACTaHy Ta BUKOHAHHI WOTO JIOTIKH,
napajeabHO MOHITOPSIYM YMOBH JIJII MOXJIMBUX TMEPEXO0/iB. Y pa3l aKTUBAIlli HOBUX
YMOB CHUCTE€Ma 3MIHIOE MiJCTaH abo0 CymepcTaH, a MOTIM 3HOBY IOBTOPIOE IIMKIL.
Takuit nponec 3abesneuye NPC crTabuibHYy, Y3roJKeHy Ta BOJHOYAC THYUYKY
MOBEIHKY, 3[JaTHY aJalTyBaTUCS 10 HOBUX OOCTaBUH Yy PEKUMI peaTbHOTO Yacy.

Posrasiuemo anroputm podotu HFSM:

Kpoxk 1. Busnauntu aktuBHUN KOpeHeBuil ctad (Root State), sikuii BiamoBigae
3a riobanbHui pexum noseninku NPC, nanpuknaz «I[larpymtoBanus» abo «boiioBa
MOBEIHKAY.

Kpoxk 2. IHimianizyBaTu aKTUBHUN MIiJACTaH KOPEHEBOI'O CTAHY BIAMOBIAHO 10
yMOB clieHapito. Hanpukian, y cynepcrani «[larpyntoBaHHs» aKTHUBYEThCS MiACTaH
«Pyx 3a mapmpyTom».

Kpok 3. BukoHatu JOTiKy MOTOYHOTO MiJACTaHYy: OOYMCIICHHS HaBIramifHUX
MapHIpyTiB, IEPEBIpKa yMOB MEPEX01y, aHAIII3 CEHCOPHUX JTAHUX TOIIIO.

Kpoxk 4. IlepeBipuTH J0OKaNbHI YMOBU Nepexoay mijactany (Hampukian, NPC
nocsr patrol-point a0o 6aunTh rpaBIs).

Sxiro ymoBa J0CATHYTa, BUKOHATH JIOKAJILHUM TIEPEXi]] 10 1HIIOTO MiJCTaHy B

MEKax TOTO CaMoOro CyIepCTaHy.
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Kpok 5. fkmio jokaibHI YMOBH HE CIPallbOBYIOTh, IMEPEBIPUTH TII00ATBHI
YMOBH TIE€PEXOy CyINepcTaHy (HANpUKIa, PiBEHb 3arpo3u, IUCTaHIis 0 TPaBI,
ctaH 310poB’st NPC).

Kpok 6. SIkiio BUKOHaHO TJI00aJIbHY YMOBY, 3aBEpPLIMTH POOOTY MOTOYHOTO
CyIlepCTaHy, €aKTUBYBAaTH BCl MOTO MIJCTaHU Ta MEPEUTH O HOBOTO CYNEPCTaHy
(nanpuknan, 3 «llarpymoBannsy — y «llepeciimyBanusn»).

Kpok 7. ImimiamizyBaTd CTPYKTYpy TIJCTaHIB i1 HOBOIO CyHepCTaHy
(nanpuknan, y «llepeciigyBanHi» akTUBY€eThCS MigcTaH «Pyx 110 1imi»).

Kpox 8. BukoHatu 510riky HOBOIO aKTHBHOIO MIJCTaHy Ta MPOJIOBXKYBAaTU
00po6OKy noBeiHku NPC y 1TukI1i OHOBJIEHHS.

Kpok 9. SIkmio cran abo miacTaH 3aBepurye poOoTy (3a TaliMepoM, JOCATHYTUM
MapuIpyToM abo YMOBOIO IMepexoiy), BUKOHaTu mnpouenypy Buxony (ExitState),
3BUIBHUTH pecypeu abo miaroryBatu NPC mo HacTymHOrO cTaHy.

Kpox 10. IlepeBipuTu, uyum HEOOXITHO MOBEPHYTHCS OO MONEPEIHBOTO
KOPEHEBOI'0 CTaHy 3TiJHO 3 YMOBAMH IPH.

SKmo Tak — AaKTUBYBAaTH MONEPENHIA cymepcTaH 1 1HIIAII3yBaTh MWOro
BIIIIOBITHUM M1JICTAH.

Kpok 11. fIxkuio ymMoBHM AJisl 3MIHM CTaHIB 3aBEepIlieHi, 3a(IKCyBaTH MOTOYHY
koH(pirypauito HFSM i nponos:xyBatu BukoHanHst NPC y 11iii noBeA1HKOBI MOJENI.

3aBasku CBOIM OaraTOpiBHEBIM CTPYKTYpl Ta WiTKii oprasizaiii joriku HFSM
no3BoJigse (opMmaiizyBaTH HaBITh HaWCKIamHilml creHapli mnoBemiHku NPC,
3a0e3Mneuyour MOJYJIbHICTbh, JIETKICTh MacIITa0yBaHHS Ta TTOBTOPHE BUKOPUCTAHHSI
noriuanx OsokiB. Ile pooute HFSM ognum 13 HaiiepeKTUBHINIUX METOJIB IS
CTBOPEHHS PEaNICTUYHUX 1 J00pe KOHTPOJIHLOBAHUX MOJEIICH MOBEIIHKUA EPCOHAXKIB

y Cy4acCHUX ITPOBUX MPOEKTAX.
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2.4 MaremaTuyHa MOJEINb 1€pAPXIYHOT MAIIIMHUA CTaHIB

2.4.1 Mopnens FSM

FSM = (5,5,,T,C, A), (2.1)

Iie S — KiHI[eBa MHOKHUHA CTaHIB;
5, — MMOYAaTKOBUM CTaH CUCTEMH;
T — MHOXHWHA TIepex0/1iB MIXK CTaHAMU,
C — MHOXXMHA yMOB aKTHBAaIlii IEPEXO/IiB,;
A — MHOXWHA J1#1, 10 BUKOHYIOTbCS Y CTaHaX.

Ononnenns crany FSM Bii0yBa€eTbCst 3a IPABUIIOM:

S;, AKII0 aKTHBHHIL Mepexif t;;

S(f + l) - &5, AKIIO IIepexo Yy HeMae.

, (2.2)

Y FSM koeH CTaH € 130JIbOBAHOIO OJMHUIICIO Ta HE Ma€ BKJIAJCHUX CTaHIB.
[le o3Hawae, mo Bca Jjorika noBediHKM NPC y KOHKpETHUH MOMEHT 4Yacy
BU3HAYAETHCSI BUKJIIOYHO AKTUBHUM CTaHOM, TEPEXiJi MK CTaHaAMU 31MCHIOETHCS
JUIIEe Ha OJHOMY pIBHI, a IOBEAIHKAa HE MOXK€ OyTH PO3JAUIeHAa Ha MIAPIBHI — JUIs
KOXHOI JpIOHOT 3MiHM HEOOXIAHO CTBOpIOBaTH OKpemuil ctaH. Ockiibku FSM He
MIATPUMYE 1€papXii, MHOKHHA MEPEXO/IiB 301TIbIIY€ETHCA MPOMOPILINHO O KUTBKOCTI
craniB [15].

Hiarpama ctaHiB 4u rpad nepexojiB — rpadiuyHe ysSBICHHS MHOXHHU CTaHIB 1
nepexodiB. € po3MiueHUM OpPIEHTOBAaHWM TpadoM, BEPIIMHHU SKOTO € CTaHAMH, a
JIyTH € MepexoJaMu 3 OJHOTO cTaHy B iHIMHA. [Ipukian rpady nepexoiiB mokazaHo

Ha PUCYHKY 2.4.
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.a.b.c.d.
Pucynok 2.4 — I'pad mepexonis
Tabmuisg nepexoaiB — TabIMYHE YSABICHHS CTaHIB 1 MepexoiB. Ik mpaBwmio, y
TaKiil TaOJIUIT I KOXKHOTO ps/IKa BiAMOBIAAE OAWH CTaH, a JJII KOKHOTO IIMAIBTH
BI/IMOBIZIa€ OJIMH JOMYCTUMHI BXIJTHUM CUTHaI. Y KOMIPIIl Ha TEPETHHI psJiKa Ta

CTOBIILISI 3aMUCY€EThCS CTaH pe3ynbTaty. [Ipuknan nokasano y tadmuii 2.1,

Tabnuns 2.1 — Tabnuis nepexoaiB

IToyaTkoBuii | Bxiguui Bxinuuii Bxignuit Bxingnuii
CTaH CHIHAJ a cUrHaja b CHUIHAJI C curnaia d

S1 S2 S1 S1 S1

S2 S2 S3 S2 S2

S3 S3 S3 S4 S3

S4 S4 S4 S4 S5

Mopens FSM omucye noeainky NPC sik mociiioBHICTh TUIOCKUX CTaHIB 0€3
lepapxiuHuX 3B’s3KiB. Lle poOuts FSM edexTuBHOI0O y MPOCTUX CUEHAPIsX, OJHAK Y
pasi cknagaux mojeneit NPC taka cTpykTypa MIBHIKO BTpada€e THYYKICThb, MOTpeOye
BEJIMKOI KIJIBKOCTI Mepexo/iiB 1 yckaanHioe MaciiradyBanus [13]. Came mi Hemoiku

MOTHUBYIOTh Tiepexia 10 HFSM sk 611b11 a1anTUBHOL Ta CTPYKTYPOBAHOI MOJIETII.

2.4.2 Monens HFSM

[epapxiuyna mammHa craniB (HFSM) € y3arajibHEeHHSM KJIaCMYHOI CKIHUEHHOI
mamuHu ctaniB (FSM) Ta BukopucToByeThCs A (OPMAIBHOTO OMHUCY CKIIAIHOT

noBeAinku NPC y Burisiii 6araropiBHEBOT CTPYKTYpPH B3a€MOIIOB’ si3aHUX cTaHiB. Ha
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BiIMIHY BiJ 3BU4YaitHOT FSM, ska omepye nuiie rmiockum Habopom craHiB, HFSM
JI03BOJISIE OPTaHi3yBaTH CTaH MPOCTOPY Yy BUTIISAMI JepeBa, ¢ KOXKEH CTaH MOXKE
MICTUTH TMiJCTaHU, YTBOPIOIOYM 1€papxii0 JOBUIbHOI TNMHMOMHH. Taka MOJAeNb
3a0e3nedyye Kpamry MaclTaOOBaHICTh, TIOBTOPHE BUKOPHCTAHHSA JIOTIKA Ta
aJIalITUBHICTH JI0 3MiH cepenoBuina [33].

Marematnuna monens HFSM 3a0esnedye ¢opmMaabHy OCHOBY JJisi OIHCY
noBeninkn NPC y BUTIIAAI CTPYKTYpPOBAaHOI CHCTEMH CTaHiB, JI03BOJISIFOUU
MOJICTIIOBaTH  CKJAJHI CIeHapili, YHHMKaTH HaJMIPDHOCTEH Ta MOKpAIyBaTH
KEPOBaHICTh JIOTIKA TMOBEIIHKKA B irpoBoMy cepenoBuini [25]. lepapxiunuii miaxin
CYTT€BO MIJABUIIYE MacIITa0OBaHICTh MojeNl Ta 3abe3nedyye MOKIIUBICTD

MOBTOPHOT'O BUKOPUCTAHHS JIOTIKK Ha PI3HUX PIBHSX JeTai3alli.

HFSM = (S,S,.,., T, C, H), (2.3)

e S — MHOXKMHA CTaHIB,
S,s0¢ — KODEHEBUH CTaH;
T — MHOXXMHA MOXKJIMBUX TIEPEXO/I1B;
C — yMOBM aKTHBAIlil IEPEXO/IIB,;
H — BigHOIIIEHHS 1€papXii MK CTaHAMHU.

AKTUBHUU CTaH §; OHOBJIIOETHCS 34 IIPABUIIOM:

S}, AKILO0 aKTHBHHH Nepexif ¢,

sit+1)= :
( ) §;,1HaKIIe,

: (2.4)

Takum unHOM, MaTeMaTtudHa Mojear HFSM 3abesneuye GopMalibHYy OCHOBY
quis onucy noeeniHku NPC y BUTIIAI CTPYKTYpPOBaHOT CUCTEMH CTaHiB, J03BOJISIOUYH

MOJICNIIOBATH  CKJIaJHI CIIEHapii, YHUKATH HAJAMIPHOCTEH Ta TMOKpAaIlyBaTH
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KEPOBAHICTh JIOT1KU IMOBEJAIHKH B IrPOBOMY CepeIOBHIII. lepapXiqHuil miaxig CyTTEBO
MIJBUIIYE MAacIITa0OBaHICTh MOJIeJl Ta 3abe3leuye MOXKIMBICTh IOBTOPHOTO

BUKOPHUCTAHHSA JIOTIKM Ha PI3HUX PIBHAX JAeTalli3allii.

2.5 Amnani3 icHyrounx peanizauii HFSM y cydacHux irpoBuX pyIisix

Iepapxiuni mammnu craHiB (HFSM) BUKOpUCTOBYIOTBCS Y CydacHUX ITpOBHUX
pymIsx s kepyBaHHsA moBeAinkoro NPC, mpore piBeHb iXHBOI 1HTErpamii Ta
MNIATPUMKMA  3HAYHO BapIIOEThCS  3aJIEKHO Bi IIaTGOpMH Ta JAOCTYIHUX
iHcTpyMeHTiB. Y  Unity, oOJZHOMY 3 HaWNOWIMPEHIIIUX pPYIIliB, BIACYTHIN
MOBHOIIIHHUYM BOYJOBaHWUN MEXaHi3M JIJIsl 1€papXiuHUX MAIIWH CTaHiB. Po3poOHuKU
MepeBaAXXHO BUKOPUCTOBYIOTH Animator Controller, sikuii 103BOJIIE CTBOPIOBATH
0a3oBi FSM 3 eneMeHTamu iepapxii y BUIJIAIl MIJCTAHIB, MPOTE LI IHCTPYMEHTHU
oOMeXeH1 37e01IbIIor0 po0O0TOK 3  aHIMamisMU. JlIsg CKIagHImMUX MOJACIEH
NOBEAIHKA IIMPOKO 3aCTOCOBYIOTBCS CTOpPOHHI pimeHHss — Taki gk PlayMaker,
NodeCanvas, Behaviour Machine — siki 3a6e3neuyrors crBopendss HFSM y Burimsi
Bi3yanbHUX rpadiB. OCHOBHMM HEIOJIKOM € Te, II0 TakKi IHCTPYMEHTH 4YacTo
HEJOCTAaTHbO THYYKI Ta BaXKO MAacHITaOyIOTbCS TMpPU BEIUKIM  KUIBKOCTI
MOBEIHKOBUX CIICHAPIiB, a TAKOX MOXYTh YCKJIAIHIOBATH IHTETPAIlil0 3 KACTOMHHUM
Ir'POBUM KOJIOM.

VY Unreal Engine peamizamis HFSM Burmisimae Oiblll MpOCYHYTOIO 3aBIISIKU
BOymoBaHuM 3acobam State Machine B Animation Blueprint, a Takox cucremi
Behavior Trees, sky wacto moeanytoTh 13 FSM ans cTBopeHHs OaratopiBHEBOI
goriku. [Tpore HaBiTh TyT HFSM 31€011b1110T0 OB’ S13aHa 3 aHIMALIIHOIO CHCTEMOIO,
o0 yckiagHioe ii BuUkopucTaHHs s joriku NPC mo3za Mexxamu aHIMarlifiHUX
nepexoniB. Xoua Unreal Engine mnponoHye MHUPOKI MOXIUBOCTI CTBOPEHHS
CKJIAJHUX TOBEIIHKOBUX MOJENCH, BIH TaKoX TNOTpedye B3HAYHUX 3YCUIb 13

HaJalITyBaHHS Ta MIATPUMKHU.
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B immmx pymiax, takux sk CryEngine a6o Godot, HFSM 3a3Buuait
peani3dyeThcsi BpydHy a0o0 uepe3 CTOpPOHHI MopayJi. Takui miaxia 3adesnedye
MaKCHUMaJbHYy THYYKICTh 1 KOHTPOJIb, ajJie BOAHOYAC 301IbIIIYE CKIAAHICTh PO3POOKH,
TECTYBaHHS Ta MOJAJBIIOI MIATPUMKH. Bineiiicte AAA-CTyaiil CTBOPIOIOTH BJAacHI
BHyTpimHI cuctemu HFSM, amanToBani mig KOHKPETHI BUMOTH MPOEKTY, OCKUIBKU
yHIBEpCalbH1 IHCTPYMEHTH HE 3aBXK/IH 37aTHI OXOMUTH BC1 HEOOX1AHI ClieHapii.

VY3aranpHIOI04YM, MOKHA BUIUIMTH OCHOBHI BJIACTUBOCTI Cy4acHOi MiATPUMKH
HFSM y pi3Hux pymisx:

— HFSM 3anumaerscs ogHuM 3 HalleEKTUBHIIIUX MIIXOMIB JJIs OpraHizarii
CKJIaJIHO1 Ta OaraTopiBHeBOi nmoBeaiHku NPC;

— cyvacHi pyurii He 3a0e3NneuyloTh MOBHOIIHHOI YHIBEpPCaIbHOI HATUBHOI
nigtpumkn HFSM, 1o 3Mynrye po3poOHUKIB CTBOpIOBaTH BJacHI ab0 YacTKOBO
KaCTOMI30BaH1 peaizallii;

— OCHOBHUMH BHKJIMKaMHU 3aJIMIIAIOTHCS MacCIITa0OBaHICTh, I1HTErpamis 3
PI3HUMH CHUCTEMaMHU TpH, MIATPUMKA OaraTOpPiBHEBOI JIOTIKM Ta 3a0e3nmedyeHHs
THYYKOCTI;

— y po3poO0Ili CKJIAJHUX IrOp BUHHMKAE IMOTpPeda y CTBOPEHHI ONTHMI30BaHOT
HFSM-moneni, mo 3aaTHa agantyBatucs mia pizHi Tunu NPC Ta ckimamgHi crieHapii, —

came Taka MoJieJib OyJie MpeACTaBIeHa Y TPETbOMY PO3JUT JUIUIOMHOT pOOOTH.
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3 PEAJIIBAIISI MOJEJI KEPYBAHHSI IOBEJIIHKOFO NPC

3ACOBAMM HFSM

3.1 Texniune cepenonuine 1 peanizamii HFSM

3.1.1 Amnami3 icHyI0uuX IHCTPYMEHTIB Jyisl peamizaiii HSFM

st peamizarii iepapxiuyaumx wmammH ctaHiB (HFSM) y cydacHmx irpoBux
MPOEKTAX PO3POOHUKH BUKOPUCTOBYIOTH Pi3HI MIAXOAU Ta IHCTPYMEHTH, 3aJICKHO BiJT
MO>KJIMBOCTEN pyIIisl Ta KOHKPETHUX BUMOT 10 noBeniHku NPC. AHami3 icHyrO4YMX
pillleHb JT03BOJISIE 3PO3YMITH I€peBard Ta OOMEXEHHS TOTOBHX CHUCTEM 1
OOTIpYHTYBaTH HEOOXIHICTh CTBOPEHHS BJIACHOI ONTUMI30BaHOI MOJIENI.

VY Unity oaHMM 13 HAWUNOIIMPEHIMX IHCTPYMEHTIB IJIsl MOOYIOBHU JIOTIKH
craniB € Animator Controller. Bin 3a06e3neuye 6a3oBy peanizaiiiro FSM 1 gacTkoBy
HNIATPUMKY 1€papXI4HUX CTPYKTYp 3aBISKH MeEXaHi3My cynepcrtaniB. llepeBaramu
LBOTO MIIXOAY € HAsBHICTh 3pYYHOrO BI3YyaJIbHOTO PEAAKTOpa, TICHA IHTErparis 3
aHIMAIlIfHOI0 CUCTEMOIO Ta MPOCTOTA CTBOPEHHS HECKJIAJHUX MOJIEICH MOBEIIHKH.
[Ipore nns cknaguux NPC Animator Controller BUsiBIIsieTbCcS HETOCTATHHO THYUYKHUM
HOro BaXKKO MaclITa0yBaTH, BiH HE NMPU3HAYECHUW ISl OaraTOpiBHEBOI JIOTIKM Ta
CUJILHO TIPUB’SI3y€ MOBEAIHKY JI0 aHIMAIIMHUX MEPEX0/IiB, 110 00OMEKY€E MOKIUBOCTI
pO3poOHUKA.

st mojgonanHg nux oOMexkeHb y Unity MIMPOKO 3aCTOCOBYIOTHCS CTOPOHHI
iariny, Taki sk PlayMaker, NodeCanvas a6o Behaviour Machine. Boun Hanmaroth
pO3pOOHUKY Bi3yaslbHI rpadu, MIATPUMKY 1€pAPXIYHUX CTaHIB 1 MOMKIIUBICTD
IIBUJKOTO CTBOPEHHS W TecTyBaHHA Mojeneir moBeninku NPC. Opnak momiOHi
PILIEHHS! TAKOX MAlOTh CYTTEB1 HEJOJIKU: 3aJIEKHICTh BiJl CTOPOHHIX 1HCTPYMEHTIB,
oOMe)KeHa MOXKJIMBICTh TJIMOOKOT KacTomizallli Ta TPYIHONI 31 CTBOPEHHSIM
MacmTaboBaHOI cHCTeMU JyIs BeluKoi KiibkocTi NPC 13 pi3HOIO JI0TIKOIO.

VY pymii Unreal Engine miatpumka cknaaHoi noBeniHku NPC peanizyerbes
yepe3 moenHanHs State Machine y Animation Blueprint Ta Behavior Trees. Taka

KOMO1Hallig J03BOJIsIE OyIyBaTh 1€pAapXivyHi CTPYKTYypH, NOEIHYBATH BUCOKOPIBHEBI
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pIILICHHS 3 JETalTi30BaHUMU AiIsIMU Ta IHTETPYBATHU JIOTIKY 3 aHIMAIIEI MEPCOHaXA.
[Ipore ¥ TyT € oOMmexeHHs: mnoBeaiHka NPC wyacTo 3alMIIAeTbCs KOPCTKO
MIPUB’S3aHOI0 70 aHIMAIIMHOI CUCTEMH, 10 YTPYIHIOE CTBOPEHHS YMCTOI JIOTIKH 0e3
BpaxyBaHHs aHIMAIllMHUX TMEPEeXOiB, a TaKOXX 3HWKYE THYUYKICTh Y KepyBaHHI
AKTUBHUMH CTaHAMH.

Y Bemukux AAA-TIpo€kTax pO3pOOHHKH TEPEBAXKHO CTBOPIOIOTH BIIACHI
kactoMHi peamizaiii HFSM. Ile nae moBHMII KOHTpOJIb HaJl CTPYKTYPOIO CHCTEMH,
JI03BOJISIE  BOPOBAKyBAaTH THYYKI NAaTepHU, ONTHUMI3yBaTH MPOIYKTHUBHICTH 1
MacmTabyBaTi JIOTIKY BIIMOBIAHO a0 moTped rpu. Ilpu 1mpoMy 11 cucteMH €
CKJIaJHUMU B po3po0I, NOTPeOYyIOTh PETENBHOIO MPOEKTYBAaHHS apXITEKTYpH,
3HaYHOTO 4Yacy Ha TECTyBaHHS Ta MiATPUMKY, TpOTe 3a0e3MeuyroTh HaBUIINN
PIBEHb aIalITUBHOCTI T4 KEPOBAHOCTI.

[TincymoByrOUM aHaii3, MOXHa 3a3HAYMTH, 10 TOTOBI 1HCTPYMEHTH J100pe
HIIXOJATh AJI1 IIBUJIKOIO CTBOPEHHS IMPOTOTHUINIB, aJleé MAIOTh CYTTEBI OOMEXEHHS Yy
THYYKOCTI Ta MacirtaboBaHocTi. Came TOMy CKJIagHl NMPOEKTH Ta peamictuuni NPC
3a3BM4ail moTpeOyroTh BiacHoi peamizamii HFSM. VYV koHTekcTi AMIUIOMHOTO
JOCIIJIKEHHSI HaWOLIbII JOIITFHUM € CTBOPEHHS BIJIACHOI 1€papXiyHOI MAaIIHHH
craniB y Unity, 1mo ga€e 3MOry MHOBHICTIO KOHTPOJIOBaTH NOOYAOBY CTPYKTYpH,
dbopMyBaHHs i€papXii CTaHIB Ta JOTIKY MEpPEXOAiB, MNOEIHYIOYM MPOTPAMHY

rHY4YKicTh C# 3 MOKIHMBOCTSIMH PYIITis.

3.1.2 Bubip cepenoBuiia Ta TEXHOJIOTIH IJIs MPOBEICSHHS TOCIIKESHHS

VY wMexax kBamidikamiifHoi poOoTH OyJ0 PpO3pOOJIEHO METOA KepyBaHHS
noBefinkoro NPC Ha ocHoOBI iepapxiuHoi MammHu cradiB (HFSM). Bubip
POrpamMHOro 3a0e3MeyYeHHs] Ta TEXHOJIOTIH BIJIrpaB BHUpILIAIbHY POJIb, OCKIIBKU
eeKTUBHICTh peaizallii 3aJekuTh BiJ THYYKOCTI apXiTEKTypH, MOKJIMBOCTI
MaciTadyBaHHs, IHTErpalli 3 IHIIMMU KOMIIOHEHTAaMHU TPU Ta 3pDYYHOCT] TECTYBaHHS.

[Ticnst ananmizy 1CHYIOYMX MiJIXO/IB Ta IHCTPYMEHTIB OyJsio oOpaHo cepenosuiie Unity
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2024 Ta MoBy mnporpamyBaHHs C#, mo 3a0e3neuyroTh HEOOXIJIHI MOKIJIUBOCTI IS
nooynoBrn HFSM Oy ib-aK01 CKJ1aTHOCTI.

Unity BucTymae OCHOBHOIO TUTaTGOpPMOIO peaizallii, OCKIIbKH TIOETHYE
Cy4acHHUH ITPOBUM PYIIH 3 MIUPOKUM HAOOPOM 1HCTPYMEHTIB JJisg poboTH 3 2D- Ta
3D-rpadikoro, KOMIIOHEHTHOIO apXiTEKTYPOIO, aHIMAIIHOIO CUCTEMOIO Ta (13UUYHUM
MonyneM. Pymriii 103Bosisse Ge3MepenkoqHO IHTErpyBaTH KOPUCTYBAIIbKUN KOJA Ha
C#, mo BIIKpUBAE MOKIMBICTH CTBOPEHHS BJIACHUX aJTOPUTMIB OOpPOOKH CTaHiB,
nomii Ta mepexofiB. Kpim toro, Unity 3a0e3medye 3pydHi 3acO0M HalIaroaKCHHSI,
npodimoBanHa Ta TectyBaHHA NPC y pi3HHX CcIieHapisix, IO CTaJ0 Ba)XJIMBOIO
nepeBaror0 mig vac po3pooku HFSM. T'HyukicTe pymnis TakoxX J03BOJISIE
pO3MIKpPIOBaTH (DYHKI[IOHATBHICTH 3@ JOIMOMOI0OI0 CTOPOHHIX 010110TEeK a00 BIaCHUX
MoaydiB, inTerpytoun HFSM 6e3 Oyab-skux oOMexeHb 3 00Ky 1HCTpYMEHTapiIo.

OCHOBHOIO MOBOIO TporpaMmyBaHHs Oyino oOpaHo C#, OCKIJIbKH BOHA TJIMOOKO
interpoBaHa 3 API Unity 1 3a0e3neuye BUCOKY MNPOAYKTHUBHICTH MpU poOOTI 3
irpoBuMH 00’ €kTamu. MoBa MiATpUMYy€e 00’ €KTHO-OPIEHTOBAHY MapajurMy, 10 Jae€
3MOTY TPUPOJHO MOJIETIOBATH CTaHW, CYNEPCTUHH, MiAcTaHu Ta nepexoan HFSM.
3aBASKM  MOXJIMBOCTI CTBOPEHHSI MOJYJBHOI  apXiTEKTypd 3  IOBTOPHHUM
BUKOpPUCTAaHHAM JOTiku C# 3HAYHO MOJErmye po3poOKy CKIAJHHUX MOBEIIHKOBUX
mozeineid NPC, a Takox crpolilye BiJUIaroIKeHHs Ta MOAAIbIIY MiATPUMKY CUCTEMHU.

3aMiCTh BUKOpPUCTaHHS CTaHAapTHHX pimeHs Unity Ha kmTaat Animator
Controller yn cTOpOHHIX Bi3yaJbHUX IUIAriHIB OyJO CTBOPEHO BJIACHY MPOrpamMHYy
peanizarito HFSM. Ile no3Boiuiao 3a0e3MeunTr MOBHUN KOHTPOJIb HAJl CTPYKTYPOIO
lepapxii, JTOTiIKOI0 poOOTH CTaHIB, YNPABIIHHIM aKTHBHUMHU CTaHAMH Ta 0OpOOKOIO
noAii. Ha BigMiHy BiJ roTOBUX I1HCTpyMeHTIB, BiacHa HFSM He mae 30BHIIIHIX
oOMeKeHb, JIeTKO Macmtadyerbest mif pisHi Tunu NPC, mo3Boiise mogaBaTH HOBI
CTaHU Ta TOBEAIHKOBI TUIKM 0e3 mnepedyqoBU BCi€l apxiTekTypu. Takuid miaxin
3a0e3nedye THYYKICTh, HEOOXIJHY JUIsli CTBOPEHHS peani3oBaHOi B poOOTI MoOeni

HOBeI[iHI(I/I, Ta rapaHTye€ MOJKJIMBICTB MoJaJIbIIOr0 PO3MUPCHHA CUCTCMHU.
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Peanizariiro 3aBaaHHs JOCTIHKEHHS MOYKHA PO30UTHU HA HACTYITHI €TaIu:

Eranm 1. Ananiz noexainku NPC Ta Bu3HaueHHs HEOOXIHOI i€papXii CTaHIB
(cymepcTanu, miACTaHH, TI100ATBHI Ta JIOKAJTbHI YMOBH TIEPEXOIIB).

Etan 2. CtBopenHs cTpykTypu OazoBoro crtany (Base State), sika BkItouae
meronu EnterState, ExitState, UpdateState, CheckSwitchStates Ta MOXIUBICTB
BKJIAJICHOCTI CTaHiB.

Eranm 3. Peamizamis kopeHeBux cymnepctaniB NPC  (Hampukian,
«[TarpymioBannsy, «IlepecnigyBannsy, «biii») Ta BU3HaAUEHHS JIOTIKHU 1X IEPEXO/IIB.

Etan 4. Peamizamiss miacTaHiB KoKHOTO cynepcrany (Hanpuxian: Idle,
PatrolMove, ChaseMove, AttackDecision) Ta HaJlaIlTyBaHHS i€papxii.

Etan 5. Po3poOka 1 peamizamiss oOpoOKM MO Ta CEHCOPHUX MEPEBIPOK
(BUSIBIIEHHS TpaBIIs, KOMI31i, JUCTAHI1, CTAaHIB TalkMEpiB).

Etan 6. IloOyznoBa kiacy StateMachine, skuii KOOpAMHY€ aKTUBHI CTaHH, iX
B3a€MO/IIIO Ta MEPEXOIU MIXK PIBHSAMH 1€papXii.

Etan 7. Iurerpamiss HFSM i3 cuctemamu Unity (NavMeshAgent, animarii,
¢di3uka, Ul nns nebary).

Etan 8. TecryBanusa NPC y pi3HUX crieHapisiX, TOPIBHSHHS MPOTYKTUBHOCTI
FSM 1 HFSM, anani3 ctabinpHOCTI Ta mepeadauyBaHOCTI MOBEAIHKH.

Etan 9. Ontumizauis apxitekrypu HFSM, Bunpasienss 1y0toBaHHS JIOTIKH,
YAOCKOHAJIEHHS YMOB TIEPEXO0/IiB Ta TOBTOPHE TECTYBAHHS.

Etan 10. IliarotoBka pe3ynbTaTiB OOCHIKEHHS Ta JOKYMEHTYBaHHS
apxitektypu HFSM y mexax kBamiikaiidnoi poooTH.

O6pana xkombOinamis Unity, C# ta BiacHoi HFSM-apxitexktypu Hamana
ONTUMAJIbHUM OanaHCc MK MPOJYKTUBHICTIO, MacIITA0OBaHICTIO Ta MPOCTOTOIO
peamizauii. Bona no3Bosnia CTBOpUTH €(QEKTUBHY, KEpPOBaHY Ta 3pO3yMLIy
cTpykTypy noBeainku NPC, sika Oe3nocepeqHbo B3a€EMOJIIE€ 3 1HIIMMU CHUCTEMaMHU
pylIisl — aHiIMalli€ro, (pi13UKOI0, HABITaIl€l0 Ta JOTIKOK irpoBOro cBiTy. Lle cTBOproe
HaJIHy TEXHIYHY OCHOBY i moOymoBu HFSM ta momameimoro mocmipkeHHS ii

e(EeKTUBHOCTI B YMOBAaX 1IPOBOI0 CEPEIOBHUIIIA.
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3.2 IloGynoga apxitektypu HFSM

Y naHomy gochmimkeHHI Oylia peai3oBaHa lepapxXiyHa MalllHA CTaHIB
(HFSM), sika mokparye kinacudny FSM 3a paxynok BropsiakyBauss noseainku NPC
y OararopiBHeBy cTpykTypy. CTpykTtypa HFSM mpoekTyeThCcsi TakuM YHMHOM, 11100
KOXXEH CTaH MaB BIIACHY BIJMOBINAIBHICTh, a TEPEXOAW MiX CTaHAMU OyiH
nepeadavyyBaHUMHU, JIOKAJII30BaHUMU Ta JIETKO PO3IIUPIOBAHUMU.

CrpoexToBaHa apXiTEKTypa CKIAAAETHCS 3 TAKUX OCHOBHHX €JICMEHTIB!

— ¢abpuKu CTaHiB;

— 0a30BOT0 CTaHy, IO peai3ye JOTIKY, CIIbHY JIJIs BCIX CTaHiB;

— CYIIEpPCTaHIB 1 MIJICTaHIB, K1 (POPMYIOTh 1€pAPXII0 OBEAIHKY;

— MalIMHU CTaHIB (KOHTEKCTY), sika kepye NPC, 30epirae naHi, BU3HA4ae
MIEPEXO0/IM Ta BUKJIMKAE OHOBIICHHS CTaHiB.

VYc1 KOMIOHEHTH B3aeMOAI0Th 3a npuHiunamu OOII, 3a0e3neuyroun BUCOKY

THYYKICTh 1 MOXKJIUBICTb PO3IIMPEHHS.

3.2.1 KonTtekcr Ta gpabpuka cTaHiB

Monyns NPCStateMachine Bukonye posib kouTekecty HFSM, a Takox 1neHTpy
yrpasiinas NPC. MaiivHa cTaHiB HE MICTUTh JIOTIKH MTOBEIIHKYA — BOHA JIUIIIE HAJla€
JOCTYIl JIO JIaHUX. YCSl TIOBEJIHKA BUHECEHA y CTAaHH, IO BIAMOBIIAE MPUHIIUIIAM
Single Responsibility.

Ileit mMomynp MICTUTH YycCi JAaHl Ta moOCWIaHHSA. Tak $K ycs TOBEAIHKa
3HAXOJMTHCH y CTaHAX, TO 3a JOIIOMOTOI0 TaKOl CTPYKTYpH MOXHA peani3yBaTu Oynb
KM KOHTEKCT. 3aBIsIKH HaciigyBaHHIO Bix MonoBehaviour yepe3 KOHTEKCT CTaHH
MOXXYTb OTPHUMYBATH JIOCTYII /10 Oyb SIKUX JTaHUX.

B nmanomy mpuknami peanizoBano NPC 13 MOXIMBOCTIO MaTPyJIIOBAaHHS Ta

nepecaiayBanns. UML-naiarpamy kiacy mokasaHo Ha pucyHky 3.1.



Jlictunr 3.1 Konrekct NPCStateMachine:

using System.Collections;
using TMPro;

using UnityEngine;

using UnityEngine.Al;

public class NPCStateMachine : MonoBehaviour
{
NavMeshAgent _agent;
public Transform chaseTarget;
[SerializeField] float _viewAngle;
[SerializeField] float _viewDistance;
[SerializeField] float _stopChaseDistance;
[SerializeField] float _idleTime;
public Transform[] patrolPoints;
[SerializeField] int _currentPointindex = 0;

[Header("UI™)]
public TextMeshProUGUI currentSuperStateText;
public TextMeshProUGUI currentSubStateText;

NPCBaseState _currentState;
NPCStateFactory _states;

[SerializeField] bool _canSeeTarget;
[SerializeField] bool _isldle;

public float IdleTime
{

get { return _idleTime; }
set { _idleTime = value; }

}

public NavMeshAgent Agent
{

get { return _agent; }
set { agent = value; }

}

public bool Isldle

{
get { return _isldle; }

set { _isldle = value; }
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}

public int CurrentPointindex

{
get { return _currentPointindex; }
set { _currentPointindex = value; }

}

public bool CanSeeTarget

{
get { return _canSeeTarget; }
set { _canSeeTarget = value; }

}

public float StopChaseDistance

{
get { return _stopChaseDistance; }
set { stopChaseDistance = value; }

}

public NPCBaseState CurrentState
{

get { return _currentState; }

set { currentState = value; }

}

private void Awake()

{
_states = new NPCStateFactory(this);
_currentState = _states.Patrol();
_currentState.EnterState();

}

private void Start()

{
Agent = GetComponent<NavMeshAgent>();

patrolPoints

GameObject.Find("PatrolPoints").GetComponentsinChildren<Transform>();

}

private void Update()

{
CanSeeTarget = CanSeeTargetCheck();
_currentState.UpdateStates();

}

o1
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public bool CanSeeTargetCheck()
{
Vector3 directionToPlayer = chaseTarget.position - transform.position;
if (directionToPlayer.magnitude > _viewDistance)
return false;
float angle = Vector3.Angle(transform.forward, directionToPlayer);
if (angle > _viewAngle / 2f)
return false;

if (Physics.Raycast(transform.position + Vector3.up,
directionToPlayer.normalized, out RaycastHit hit, _viewDistance))
{

if (hit.transform == chaseTarget)
return true;

}
return false;
E)ublic void UpdateSuperStateText(string superStateText)
{ currentSuperStateText.text = superStateText;
E)ublic void UpdateSubStateText(string subStateText)
i currentSubStateText.text = subStateText;

}
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NPCStateMachine

Attributes

- agent: NavMeshAgent

+ chaseTarget: Transform

- _VviewAngle: float

- _viewDistance: float

- _stopChaseDistance. float
- _stopChaseDistance: float
- _idleTime: float

+ patrolPoints. Transform{]
- _currentState:
NPCBaseState

- _states. NPCStateFactory
- _canSeeTarget. bool

Operations

- Awake(): void

- Start(): void

- Update(): void

+ CanSeeTargetCheck(): bool

+

UpdateSuperStateText(string):
void

+

UpdateSubStateText(string):
void

Pucynok 3.1 — UML niarpama NPCStateMachine

Monyns NPCStateFactory Bukonye ponb ¢adbpuku crtaniB y HFSM. Bin
BI/IMOBIJAILHUN 3a CTBOPEHHS CTAHIB Ta IHIIiaii3allito. 3aBASKH TaKOMY MIIXO01y
KOXXEH CTaH Ma€ JOCTYIl A0 KOHTEKCTY Ta IHIIUM CTaHaM, [0 POOUTH NEPEeMHUKAHHS
MDK CTaHaMHu Jyxe JierkuM Ta THyukuMmM. UML-giarpamy kimacy moka3aHo Ha

PUCYHKY 3.2.



Jlictunr 3.2 ®abpuka craniB NPCStateFactory:

public class NPCStateFactory

{
NPCStateMachine _context;

public NPCStateFactory(NPCStateMachine currentContext)
{

_context = currentContext;

}

public NPCBaseState Chase()
{

}
public NPCBaseState Patrol()

{

}
public NPCBaseState Idle()

{

}
public NPCBaseState PatrolMove()

{

}
}

return new NPCChaseState(_context, this);

return new NPCPatrolState(_context, this);

return new NPCldleState(_context, this);

return new NPCPatrolMoveState(_context, this);
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NPCStateFactory

Attributes

- _context:
NPCStateMachine

Operations

+ Chase(): NPCBaseState
+ Patrol(); NPCBaseState
+ Idle(args):
NPCBaseState

+ PatrolMove():
NPCBaseState

Pucynox 3.2 — UML niarpama NPCStateFactory

3.2.2 AoGctpakTHHi 0a30BHI CTaH

AlcTtpaktHuii knac NPCBaseState Bu3Hauae HaOlp METO[IB, sKI MOBUHEH
peani3yBaTé KOXKE€H KOHKPETHHM CTaH, HE3aJIeKHO BIiJ] TOTO, € BIH KOPEHEBUM YH
nigctanom. Lle 3abe3neuye yHidikoBaHicTh podoTH Beiei HFSM.

— EnterState() — BX0o>KeHHSI B HOBHIA CTaH;

— UpdateState() — MicTUTB JIOTiIKY OHOBJICHHS BCEPEIUHI CTaHY;

— ExitState() — moTpiOHa 1j1s1 OYHUIEHHS JaHUX TIEPe]] BUXOAOM 31 CTaHy;

— CheckSwitchStates() — mepeBipsie 4n € HEOOXiAHICTH MEPEXOay B HOBHIA

CTaH,



56

— InitializeSubStates () — iniriamizaris micTaHiB B 3aJIC)KHOCTI BiJ] YMOB,;

— UpdateStates() — oHOBIIEHHS JIOTIKH CTaHy Ta IMiICTaHY;

— SwitchState() — mepexix B HOBUii CTaH;

— SetSuperState() — BcTaHOBIIEHHS CYIEPCTaHy AJIA I[LOTO CTaHy;

— SetSubState() — BcraHOBICHHS TiACTaHy AJIS IILOTO CTaHY .

[ToBHMIT KO pO3TNAHYTHX (PYHKIIN HaBeaeHO y dictuHry 3.3. UML-miarpamy
KJIacy IMOKa3aHo Ha PUCYHKY 3.3.

Jlictuar 3.3 Peanizamis NPCBaseState:

public abstract class NPCBaseState

{
protected bool _isRootState = false;
protected NPCStateMachine _ctx;
protected NPCStateFactory _factory;
protected NPCBaseState _currentSuperState;
protected NPCBaseState _currentSubState;

protected NPCBaseState(NPCStateMachine currentContext,
NPCStateFactory npcStateFactory)
{
_ctx = currentContext;
_factory = npcStateFactory;

}

public abstract void EnterState();

public abstract void UpdateState();
public abstract void ExitState();

public abstract void CheckSwitchStates();
public abstract void InitializeSubState();
public void UpdateStates()

{
UpdateState();
if (_currentSubState = null)
{
_currentSubState.UpdateStates();
}
}

protected void SwitchState(NPCBaseState newState)
{



ExitState();
newState.EnterState();

if (_isRootState)
{

_ctx.CurrentState = newState;

}

else if (_currentSuperState != null)

{
_currentSuperState.SetSubState(newState);
}
! |
protected void SetSuperState(NPCBaseState newSuperState)

{

_currentSuperState = newSuperState;

}
protected void SetSubState(NPCBaseState newSubState)

{
_currentSubState = newSubState;
newSubState.SetSuperState(this);

}
}

S7
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MPCBaseState

Attributes

# isRootState: bool

# _ctx NPCStateMachine
# factory:
NPCStateFactory

# _currentSuperState:
MPCBaseState

# currentSubState:

NPCBasesState

Operations

+ EnterState(): type

+ UpdateState(): type
+ ExitState(args): type
+ CheckSwitchStates():

type
+ InitializeSubState():

type

+ UpdateStates(): type
# SwitchState(): type

# SetSuperState(): type
# SetSubStatel(): type

Pucynox 3.3 — UML niarpama NPCBaseState

3.2.3 CtpykTypa peaiizallii cyrnepcraHiB

Cynepcran — 1€ CTaH, KU MICTUTh y cOO1 1HII CTaHM, BIJOMI K MIJICTaHH.
Bin nie sx xonTeliHep abo ckianenuit cran (Composite State). Cynepcran 00’ eiHye
rpylly TIOB’SI3aHMX CTaHIB Ta mepexofiB. lle mo3Boisie abcTparyBaTu 3araibHy
noBeAIHKY. Bcl mijictann BcepenHi CynepcTany yClaJKOBYIOTh MOro MOBEAIHKY Ta
nepexonau. Skmo miacTaH HE 00poOisie TEeBHY MO0, BOHA aBTOMAaTUYHO
«MITHIMAETBCS» 10 Horo cymepcrany st oOpoOku. lLle wacto Ha3uBawTh
NMOBEAIHKOBUM ycHaJKyBaHHAM. Ilepexin, BU3HAueHMII Ha pIBHI CyNepCTaHy,

O3HAYae, 1Mo OyAb-sIKWW MIACTaH, 10 3HAXOJIUTHCS BCEPEAMHI IBOTO CYIEpPCTaHy,
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MOXe TIEPEHTH 10 IHIIOro CTaHy (HaBiTh 32 MEXKaMU CyNepCcTaHy) 3a I1€I0 YMOBOIO.
Ile 3HaYHO 3MEHIIY€E KIIBKICTh MEPEXOMiB, AKI MOTPIOHO BHU3HAYATHU JJII KOKHOTO
MiJICTaHy OKPEMO.

B peamizoBaHoMy TpUKIaAi CyNepCTaH BHU3HAYAETHCSA 3a TOTIOMOTOIO 3MIiHOi
_isRootState 3HayeHHST KOTPOi IHIIMIATI3yEThCS INiJ] Yac CTBOPCHHS CTaHy dYepes
dabpuky. Merox InitializeSubState BignoBimae 3a BCTaHOBJICHHS IJICTAHIB IS
IILOTO CYIIEPCTaHy.

— EnterState() — BXxo/pkeHHS B HOBUH CTaH;

— UpdateState() — MicTUTB JIOTiIKY OHOBJICHHS BCEPEIUHI CTaHY;

— ExitState() — moTpibHa aj1s1 OYHINEHHS JaHKUX IIEPe] BUXOAOM 31 CTaHy;

— CheckSwitchStates() — mepeBipsie uu € HEOOXiIHICTH TEPEXOy B HOBHIA
CTaH.

UML-ngiarpamu K1aciB moka3aHo Ha pucyHKax 3.4-3.5.

Jlictunr 3.4 — Peamizaris cynepcrany NPCPatrolState:

public class NPCPatrolState : NPCBaseState

{
public NPCPatrolState(NPCStateMachine currentContext,

NPCStateFactory npcStateFactory) : base(currentContext, npcStateFactory)
{

_isRootState = true;
InitializeSubState();

}

public override void CheckSwitchStates()

{
if (_ctx.CanSeeTarget)

{
SwitchState(_factory.Chase());

}
}

public override void EnterState()

{
if (_isRootState)

{
_ctx.UpdateSuperStateText(*'Patrol™);



}

}

else

{
_ctx.UpdateSubStateText("Patrol");

}
}

public override void ExitState()

{
}

public override void InitializeSubState()

{
if (_ctx.Isldle)

{
SetSubState(_factory.ldle());

}

else

{

SetSubState(_factory.PatrolMove());

}
}

public override void UpdateState()

{
CheckSwitchStates();

}
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NPCPatrolState

Attributes

/ _isRootState: bool
| _ctx: NPCStateMachine

| _factory:
NPCStateFactory

| _currentSuperState:
NPCBaseState

| currentSubState:
NPCBaseState

Operations

/ EnterState(): void

[ UpdateState(): void

/ ExitState(args): void
| CheckSwitchStates():
void

/ InitializeSubState():
void

| UpdateStates(): void
/ SwitchState(): void

| SetSuperState(): void
| SetSubsState(): void

Pucynok 3.4 — UML-niarpama NPCPatrolState
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Jlictunr 3.5 — Peamizariis cynepcrany NPCChaseState:

using UnityEngine;

public class NPCChaseState : NPCBaseState

{
public NPCChaseState(NPCStateMachine currentContext, NPCStateFactory

npcStateFactory) : base(currentContext, npcStateFactory)

{

_isRootState = true;
InitializeSubState();

}

public override void CheckSwitchStates()
{

float distance = Vector3.Distance(_ctx.transform.position,
_ctx.chaseTarget.transform.position);
if (distance > _ctx.StopChaseDistance * 1.1f)

{
SwitchState(_factory.Patrol());

}
}

public override void EnterState()

{
iIf (_isRootState)

{
_ctx.UpdateSuperStateText(*'Chase");

}

else

{
_ctx.UpdateSubStateText("Chase™);

}
}

public override void ExitState()

{
}

public override void InitializeSubState()

{
}



public override void UpdateState()
{
CheckSwitchStates();
HandleChase();
}

private void HandleChase()

{

_ctx.Agent.SetDestination(_ctx.chaseTarget.position);

}
}

NPCChaseState

Attributes

[ _isRootState: bool
| _ctx: NPCStateMachine

/ _factory:
NPCStateFactory

/ _currentSuperState:
NPCBaseState

/ _currentSubState:
NPCBaseState

Operations

/ EnterState(): void

[ UpdateState(): void

! ExitState(args): void
/ CheckSwitchStates():
void

[ InitializeSubState():
void

/ Updatestates(): void
/ SwitchState(): void

/ SetSuperState(): void
/ SetSubState(): void

+ HandleChase(): void

Pucynok 3.5 — UML-niarpama NPCChaseState
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3.2.4 CtpykTtypa peanizaliii mijicTaHiB

[Timctan — 11e 3BMYAWHUN CTaH, SIKUW 3HAXOJIUTHCS BCEPEIWHI 1HIIIOTO CTaHy
(cynepcrany). Ilincran siBiisie coO60r0 eTani30BaHuM, crieu(PIYHUN CTaH MOBEAIHKH,
IO 3HAXOAWUTHCA B KOHTEKCTI CBOro cymepcrany. [linctaH Takox Moxe OyTu
CYIIEpCTaHOM, CTBOpIOoouM OaraTtomapoBy iepapxito. Komu HFSM 3naxomutbes y
MIeBHOMY TIiJICTaHl (JIMCTOBOMY CTaHi), BIH TaKOXX (HESBHO) BBAXKAETHCS TaKHUM, IO
3HAaXOJUTHCS B yCIX MOro OaThKIBCHKUX cymnepcTaHax. ToOTo, B OyAb-sIKHH MOMEHT
4yacy aKTHUBHOIO € BCSl «TUIKa» le€papxii BiJl KOPEHS J0 MOTOYHOTO JIMCTOBOTO CTaHYy.
[lizcrann BHU3HAYAIOTh CBOK BJIACHY TMOBEMIHKY (mii, Tmepexoam) Ta/abo
NIEPEeBU3HAYAIOTH MMOBEAIHKY, YCIaIKOBAaHY BiJ CylepCTaHy.

B peanizoBanoMy mnpukiiaai KOXKHUN MiJCTaH Ma€ TUIBKA TOW KOJ KOTpHUH
BI/IMOBIA€ 32 0OOPOOKY caMe IILOTO CTaHy, IO JO3BOJISE JIETKO CTPYKTYpPYBaTH KOJI
Ta YHUKHYTH NPOOJIEM 13 3B’ A3aHUM KOJIOM.

UML-giarpamu kjlaciB TOoKa3aHO Ha pucyHkax 3.6-3.7. Ha pucynky 3.8
MOKA3aHO 3arajibHy Jiarpamy peaai30BaHUX KJIACIB.

Jlictunr 3.6 — Peamizanis miacrany NPCldleState:

using System.Collections;

using UnityEngine;
public class NPCldleState : NPCBaseState

{
public NPCldleState(NPCStateMachine currentContext, NPCStateFactory
npcStateFactory) : base(currentContext, npcStateFactory)

{
}

public override void CheckSwitchStates()

{
if (!_ctx.Isldle)

{
SwitchState(_factory.PatrolMove());

}



}

public override void EnterState()

{
iIf (_isRootState)
{
_ctx.UpdateSuperStateText("Idle");
}
else
{
_ctx.UpdateSubStateText("Idle™);
}
_ctx.StartCoroutine(ldleTimer());
}
public override void ExitState()
{
}
public override void InitializeSubState()
{

throw new System.NotimplementedException();

}

public override void UpdateState()

{
CheckSwitchStates();

}

public IEnumerator IdleTimer()

{
yield return new WaitForSeconds(_ctx.ldleTime);
_ctx.Isldle = false;

}
}



MNP CldleState

Attributes

! _isRootState: bool
[ _ctx: NPCStateMachine

[ factory:
NPC3tataFactory

Jl‘_4:urr|er1tS|_||:|er5ta|te-:
MPCBaseState

[ _currentSubState:
MPCBaseState

Operations

! EnterStata(): void

! UpdateState(): void

! ExitState(args): void
[ CheckSwitchstates():
woid

[ InitializeSubStatel():
void

{ UpdateStates(): void
[ SwitchStatel(): void

[ SetSuperState(): void
[ setSubState(): void
+ IdleTimer():
[Enumerator

Pucynok 3.6 — UML-niarpama NPCldleState

Jlictunr 3.7 — Peamizanis nmigcrany NPCPatrolMoveState:

public class NPCPatrolMoveState : NPCBaseState

{
public NPCPatrolMoveState(NPCStateMachine currentContext,

NPCStateFactory npcStateFactory) : base(currentContext, npcStateFactory)
{

}

public override void CheckSwitchStates()
{
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if (_ctx.Isldle)

{
SwitchState(_factory.ldle());

}
}

public override void EnterState()

{
if (_isRootState)

{
_ctx.UpdateSuperStateText(*'PatrolMove™);

}

else

{
_ctx.UpdateSubStateText("PatrolMove");

}

_ctx.Agent.SetDestination(_ctx.patrolPoints[ ctx.CurrentPointIndex].position);

}

public override void ExitState()

{
}

public override void InitializeSubState()

{
}

public override void UpdateState()
{
CheckSwitchStates();
HandlePatrol();

}

private void HandlePatrol()
{
If (_ctx.Agent.remainingDistance <= _ctx.Agent.stoppingDistance + 0.1f
&& ! ctx.Isldle)
{
_ctx.CurrentPointindex++;
if (_ctx.CurrentPointindex < _ctx.patrolPoints.Length)

{



_ctx.Agent.SetDestination(_ctx.patrolPoints[ _ctx.CurrentPointIndex].position);

}

else

{
_ctx.CurrentPointindex = 0;
_ctx.Isldle = true;

}

}
}
}
NPCPatrolMoveState
Attributes

! _isRootState: bool

/ ctx: NPCStateMachine
[ _factory:
MPCStateFactory

[ currentSu perstate:
MPCEBasestate

[ currentSubState:
MPCBaseState

Operations

! EnterState(); void

! UpdateState(): void

! ExitState(args): void
[ CheckSwitchsStates():
void

[ InitializeSubState():
void

[ UpdateStates(): void
[ SwitchState(): void

[ SetSuperState(): void
! setSubstate(): void

+ HandlePatrol(): void

Pucynok 3.7 — UML-niarpama NPCPatrolMoveState



UML NPC HFSM

MNPGStateMaching

Attributes

- _agent: MavhMeshagent

+ chasefarger Transform
_wiowdrngle: Moal

- _wewistance: foat
stopChaselistance: foal

- _stapliiaseistance: foat
Selfe e ol

+ FatroiPaings, Transferm|]
curroritSlaie

MPCHasestate
stales WPCSlatoFaciory

- _cankeatarger: bool

Operations

- fewaked ] void

- STt wo

- Updated): waid

+ CansesTargetCheck(): bool
: d

Linaresy perstaceT ext{sing):
wid

+

UpdatzSubstateTaxtistring):

NPCBaseStiate

Attributes

# wsRooiStale: boo

# chw: NPCEalelMaching
#  factory:
NPGSlateFaclory

# _CurrentSuperseate:
NPCBasestale

# _currentsubState:
NPCBasestale

Operations

+ EntarStabel): woid

+ Updarestatel): void
+ ExitSlatelarmgs]: void
+ Checkswitchseates(]:
wiidd

+ Initialiresubstazel]:
woid

+ Updatestaresl ) void
# SwilchStacel]: waid

& setsuperstatel): waoid
# Selfubstatel]: woid
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MPCStataFactory

Attributes

- _conlext:
HPCGSlateMaching

Operations

+ Chaze!) NPCEasaStials
+ Patral}: NPCEasektate
+ Idlefargs):
rPCHasesate

+ Patrolfdover )
MWPCBasestate

[

[ S T 1

Attributes

|l ratEtata: baal
{ _ctx: NPCStatehdachineg
| tactory:
MECHatel actory
{ currentSuperstate:
MPCRAasestare
{ currentSubState:

MPCRAaseRTale

Operatians

! 1 nberstate(): vnld

! Updatestated): vaid

! FEITstateiargs ) wold
! CheckSwitchStates():
wilel

{ ImitializeSubstaca(]:
wilel

{ Updatesates(]: void
§ swirchstare(]: vald

{ SetSuperstate(): void
{ seftsuhstacs]]: vald

+ Handle nasel ) void

wald

NPGldleE lale

Attributes

" isRoal Skl ool

[ _cbe: M EtataMeching
{ Taclony:
NPCELleFaclony

[ _currertsuperscate:
NPCBaseilule

[ _currertsubstate:
MPCBaseslils

Dperations

S Enter3 lulel: void

S uUpdatescsted): void

S ExilSlaliiargs b waid

[ Checkswitchucates)):
waidd

[ Initializesubstazel]:
waidd

[ Updatestaces)): void
{ Swilch Slalien): waid

[ setsuperstatel): void
[ SelSukalalel]: waid

v ldlelimen
[Erurmeralor

Pucynok 3.8 — UML-giarpama kiaciB

!

MPGPatrolbovesiale

Attributes

{isRonlZ3 e boal

[ _cb: MM SiataMaching
{ o Tuclory:

NPGS lleFaclury

[ _currentsuperstate:
NPCBaseslale

| _currentsubstate:
NPCBaseslale

Opemtions

{ EnbzrSlale): woid

[ Updatettate): vaid
FExiLSLaleurgs 1 woid
[ Checkswitchstates|):
weaicd

[ Imizializebubstace():
weaicd

[ Updatetzstes|): void
{ Swileh 3] woid

[ setsuperstacel]: void
{SelBu bl ): voicd

+ HandlePatral | woid

NPFCPatrolState

Attributes

J_ieRootState: kool

{ o che MPCSmbelMaching
{ _fmctory:

WP EataFactary

{ _rurrentsuperstate
NPZEasesiate

{ _turrentSubsiate:
MP_Zazesiate

Operations

F EnterStatsi): void

$ UpdateStated s vaid

J Exitttate(arga): woid

! CheckSwitchStates():
wioid

{ InitializeSubStacel):
wioid

! L|;;Iull."51-:l-;'3l:l: waizl
{ switchatacel): woid

{ SetSuperstats(]; void
{ SetSubstars(): void
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3.3 IliaroroBka NPC Ta 3amau jyis TecTyBaHHS

Y pgaHoMy mifpo3Ail OMMcaHa MiATOTOBKA CEpPEAOBHUINA JJI TECTYBaHHS Ta
HanamryBanHs NPC.

JIist meMoHCTparlii pe3yabTartiB OyJI0 CTBOPEHO CIIEHY KOTpa MICTHTH:

— wionwHy 11 pyxy NPC ta rpasus (puc. 3.10);

— NPC i3 moximBocTIO pyXxy 3a gomomororo Al Pathfinding;

— rpaBL 13 0a30BUM KOHTPOJIEPOM PYXY Ta KaMepH;

— nesiki nepemkoau A pyxy NPC.

Ha pucynky 3.9 mokazano cTpykrypy ¢aiiniB Ta mamok y mpoekti. Bymno

ctBopeHo npedadu NPC ta rpaBms, MaTepiaid 10 HUX, Ta CKPUIITH JJIS peami3artii

HFSM.

[ Assets

i P
PlayerCantroller
L

Pucynok 3.9 — Ctpykrypa ¢aiiiniB nporpamu



Pucynoxk 3.10 — 3aranbHuiA BUTIISA CIICHU IS TECTyBaHHS

3aBaaHHSAM JOCIIKEHHS € MOPIBHATU MBHIAKICTH peakiii HFSM, nopiBHsHO
70 1HIIMX METOJIB. BW3HAYMTH IUTABHICTH MEPEXOJiB Ta OI[IHUTH YHUTAHICTH 1
MIATPUMYBAHICTh apXITEKTypH, MPOTECTYBAaTH BKJIAQJICHI CTaHU, OIIHUTH, HACKUIBKU

JIETKO JIOAaBaTH HOBI MIJICTAHU Ta rOOt-CTaHU.

3.4 TlopiBHSHHS Ta OIIHKA SKOCTI MOJEICH

[Ticns 3aBepIIeHHS TecTyBaHHs OyJI0 IPOBEAEHO OLIHKY SIKOCT1 AJIsl KOXKHOIO 3
METO/IIB Ta BUKOHAHO TTOPIBHSHHS.

Oninka mpoBOAMIIACH 32 TAKUM KPUTEPISIMHU:

— quTa0EIbHICTD,

— apXITEKTypHA YUCTOTA;

— MaciTabOBaHICTD,

— MOJIYJIbHICT,

— MIBUJIKICTh PEAKIII;



— IUIaBHICTh MEPEXO/IiB;

— CKJIAJHICTh peaizariii;

— MPUAATHICTH JJIS CKJIATHUX CIICHAPIiB,;

— THYYKICTb.

XapakTepUCTUKH PO3PAaXOBYBAIUCH IUISXOM MOPIBHSIHHSA PI3HUX METOIB

3aJlaHuX KpuTepisx. Pe3ynbratu mopiBHSAHHSA MMOKa3aHo y Tabmuii 3.1.

Tabmuis 3.1 — XapakTepuCTHKH Ta TapaMeTpH JIETEKTOPIB
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1o

Kpurepiii Utility FSM BT HFSM
OLIiIHIOBAHHS Al
MacmraboBanicth | Bucoka | Cepenns Bucoka Jly>xe BHUCOKa
UurtabenpHicTh | Husbka | Cepenns | Cepenns Bucoxka
ApxiTeKTypHa Bucoka
P yp Cepennsa | Cepenns Bucoka
YHCTOTA
[IpunatHicTs a1y | Bucoka
CKJIQJHUX Hwuzbka Cepenns Bucoxka
CIIeHapIiB
Cki1agHICTh Ke
AHICT] Ay Hwusbka Bucoka Cepenns
peanizarii BHCOKa
) XKe
['Hy4KiCTh Ay Hwusbka Bucoka Jlyxe Bucoka
BHCOKA
MoyJIpHICTB Bucoka | Husbka Hwuzbka Jlyxe BUCOKa
[1naBHICTE Bucoka
. Hwuspka | Cepenns Bucoka
Mepexo/IiB
IBuakicTh XKe
AL Ay Cepenns | Cepenus Bucoka
peakii BHCOKA

[TopiBHsiHHS Mojenel kepyBaHHs noBefiHkoro NPC mokasano, 1o KiacH4Ha
FSM ta BT edexkTuBHI auIlIe AJI1 TPOCTUX CUCTEM 13 HEBEIMKOIO KUIBKICTIO CTaHIB.
Y Mipy 3pocTaHHSI CKJIQAHOCTI TMOBEIIHKA BUHUKAIOTH THUIIOBI MPOOJEM, Taki SK
30UBIIIEHHST KITBKOCTI TEPEeXOMiB Ta OyOJIOBaHHA JIOTIKM Ta TPYIHOIN 3
niarpuMkoro. FSM BusiBriiacsi MeHII MaciTaboBaHOIO 1 MEHIN Tepea0adyyBaHO0 y
CKJIQJHUX CIICHAPISX.

Y cBorwo uyepry, HFSM mpomeMoHcTpyBama CyTTEBI mepeBaru 3aBIsSKU

lepapxiuHiil cTpykTypi. Jlorika moBeAiHKM cTajia OUTbII MOYJIbHOIO, OPraHi30BaHOIO

Ta THYYKOI, IO JO3BOJIJIO 3MEHIIWTHA MAyOJTIOBaHHS KOAY Ta MiABUIIUTH
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ctabinpHICTh peakiii NPC na momii. HFSM germe po3muproerbes, Kpaiie
MIJTA€ThCS TECTYBaHHIO Ta 3a0e3rnedye OUIbI YiTKy CTPYKTYpPOBAHICTh IEPEXO/IiB
MDK CTaHaMH.

B cBoto uepry Utility Al Takox mokazana BUCOKI Pe3yJIbTaTH, aje Ha BIAMIHY
BiJl IHIIMIA MOJEINEH, 1T MOJENh Ma€ Ay)KE BUCOKWU pIBEHBb CKIIATHOCTI peamizaliii,
MIATPUMKA Ta PO3MIUPEHHS Ta BUKOPUCTOBYETHCS Y MOJACIIOBAHHS aIalTUBHOI
noBeninku NPC kotpa 6a3yerbcst Ha ML.

PesynbpTat nopiBHAHHA cBiq4ath, 0 HFSM € Giibin edekTHBHOIO MOJIEIITIO
JUISL CTBOPEHHSI CepelHIX 1 CKIagHuX TmoBeAiHkoBux cucteM NPC, 3abesneuyroun
OaslaHc M1k MPOAYKTHUBHICTIO, TIepe10adyBaHICTIO Ta THyUKicTiO. J{s mpoctux NPC
pI3HMIIS MiHIMajibHA, MpoTe 31 30uUIbIIeHHAM ckiaagHocTi HFSM nemoHcTpye siBHY

nepeBary Hajg FSM.

3.5 TlepcnekTrBH MOJANBIIUX AOCTIKEHb

Po3po6ienuii  mporpaMHUM 3aCTOCYHOK Ma€ 3HAYHUKA TMOTEHINAT IS
MOJaJbIIOTO pO3BUTKY MeTody kepyBanHa NPC, skuii BiIKpuUBae MOXIJIHUBICTH
BJIOCKOHAJICHHS Ta MEPCIIEKTUBH MOIAJTBIIIOTO JTOCTIKSHHS TAHOTO TUTAHHS.

[lepcniekTHBY MOJANBIINX JOCTIKEHb Yy HAMpsAMi PO3pPOOJICHHS 1€papXIuHUX
MalllMH CTaHIiB i KepyBaHHsA TMoOBeniHKOIO NPC € [0CTaTHhO MIMPOKUMH Ta
BIIKPUBAIOTh MOJKJIMBOCTI JIJIsi BJIOCKOHaJICHHS sk camoi HFSM-monmenmi, Tak 1 i
1HTerpaii 3 IHIIMMHA KOMIIOHEHTaMHu 1rpoBOro cepefoBuina. [lomanbimii po3BUTOK
MOXe OyTH CHpSMOBaHMKA Ha TMOMIMOJIEHY ONTUMI3alil0 OOpoOKH MO,
YAOCKOHAJIEHHSI CHUCTEMHU IIEPEXOJliB MDK CTaHaMH Ta PO3IMIUPEHHS MEXaHi3MIB
agantuBHOi noBeaiHku NPC. OcoOnuBuii iHTEpec ctaHoBuTh noeaHaHHs HFSM 13
METO/JaMH MAIIMHHOTO HaBYaHHA a00 HEUPOHHUMHU MepexamMu, 0 Morjo O
3abe3rneunt NPC MOXIMBICTIO CaMOHAaBYaHHS Ta 3MIHHM ITOBEIIHKOBHMX IIaTCpPHIB
3aJIeXKHO BiJ JIIH TPABIIS UM CTaHy IrPOBOTO CBITY.

BaxxnuBuM HampsiMoM pPO3BUTKY € CTBOPEHHsI YHIBEpCAJIbHUX IHCTPYMEHTIB

st aBromatuzanii nodyaosu HFSM, Bkitouaroun Bi3yasjbHI PEAAKTOPU, CUCTEMHU
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BaJliJIallii MEpexXo/iB Ta TEHEpallil0 KOy Ha OCHOBI MOBeAiHKOBHX miarpam. lle
J03BOJIUTH 3HAYHO MPUCKOPUTU PO3POOKY Ta 3HU3UTH PU3HK JIOTTUYHUX MOMMIIOK Y
CKJIaIHUX lepapxisx craHiB. OKpemoi yBaru moTpeOye IOCIIHKEHHS METOIB
inTerpamii HFSM 13 cyyacHMMHM cucTeMamMu HaBirailli, aHimailii Ta MepeKeBUMH
CKJIaJIOBUMH, IO JacTb 3MOTY MABHIIMTH  peamictuyHictTh NPC vy
0araTOKOPUCTYBAIlbKUX CEPEIOBHILAX.

JIOIaTKOBUM HaIpsSIMOM € PO3POOJICHHS MacIITaOOBaHUX apXITEKTyp s
KepyBaHHs BelIHKOIO KUTbKICTIO NPC 13 pi3sHUMH pOISIMH Ta MOJEISIMH MOBEAIHKH,
mo no3Boimwiio O 3acrocoByBaTd HFSM y mpoekTax 13 BHCOKOIO MIUIBHICTIO
HACEJICHHsI 1rPOBOTO CBITy. IIepClIeKTUBHMM TaKOX € JOCTIHKEHHS IIIXOJIB 0
aBTOMaTUYHOro npoduIoBaHHA Ta onTumizamii npoaykruBHocTi HFSM 3amms
edeKTUBHOT poOOTH Ha TIATPOpPMax 13 PI3SHUMH alapaTHUMHU OOMEKEHHSIMHU.

Takox € nepcnektuBa iHTerpaii enementiB ML y 1o cucremy, mo0 3poOuTu
nepexijy MK CcTaHaMHd OLIbll aJanTUBHUM TIiJ] HABKOJIMIIIHE CEPEIOBUILE Ta
PI3HOMaHITHI MOJIi.

[Momanbun  gocmijxenHss y cdepi HFSM  MoxyTh oXOIUItOBaTH — SIK
MOTJMOJICHHST TEOPETHUYHMX  AaCMEeKTIB, TaK 1 TMpaKkTUYHE BJOCKOHAJICHHS
IHCTPYMEHTIB, 110 BUKOPUCTOBYIOThCA NpH CTBOpeHHI cucteM noBeAinku NPC. Lle
BIJIKDUBAE MOXJIMBOCTI JJIs1 (DOpMYBaHHSI OUIBILI 1HTEIEKTyalbHUX, aJalTUBHUX Ta
pEaNTICTUYHUX TEPCOHAXIB, 3/IaTHUX pearyBaTH Ha CKJIAJHI ITpOBI CHUTYyalli Ta

3a0e31euyBaTh BUCOKHI pIBEHb B3AEMO/IIT 3 TPABLEM.
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BUCHOBKHA

Y pamkax kBamidikariiHoi poOOTH TPOBEACHO JTOCTIKCHHS METOJIIB
peamizailii 1€papxiYHUX MallWH CTaHIB s KepyBaHHsA TmoBeAiHkoro NPC Ta
po3pobiero mporpamay mojaens HFSM y cepemoBumi Unity. Y xomi BUKOHaHHS
poOOTH BUPIIIEHO HU3KY B3a€MOIIOB’SI3aHUX 3aBJaHb, 110 3a0€3MEUMIIU JOCSITHEHHS
IIOCTABJICHOI METHU.

[IpoBeneHo anami3 JiTepaTypHHUX JKEpEN Ta Cy4aCHUX MiAXOIB 10 MOOYI0BU
MalllMH CTaHIB 1 CHUCTEM KepyBaHHs moBeAiHko NPC, mo 1gamo MOXJIUBICTh
BU3HAYUTH OCHOBHI MOJIEJNI, PUHLUIIM l€papxi3alii CTaHIB Ta 0COOIMBOCTI IXHBOIO
3aCTOCYBaHHs B IrpoBid 1HAYCTpli. 3a1HCHEHO MOPIBHAHHS TpaauiitHux FSM,
Behavior Trees Ta HFSM, mo namo moxnmBicte o0rpyHTyBat BubOip HFSM sk
HAWOUIBIII THYYKOTO Ta MacHITabOBAHOTO PIIIEHHS JUIsl CKJIaJHOI OaraTOpiBHEBOL
MOBEIHKH.

HocnipkeHo icHyroui iHcTpyMmeHTH peanizaunii HFSM y nmonysnsipaux irpoBux
pymisx, Bkiarodatoun Unity, Unreal Engine Tta ctoponHi 6i6mioreku. Ha ocHOBI
aHaii3y BHUSBIEHO iXHI CHUJIbHI Ta CJla0Ki CTOPOHH, OOMEXKEHHS y THYYKOCTI,
CKJIaJIHICTh MacIITa0yBaHHSI Ta MPUB’SI3Ky /10 aHIMAIIHHUX CHUCTEM, 1€ JO03BOJIUIIO
JOIUTBHICTH CTBOPEHHS BiiacHOi peanizaiii HFSM y pamkax ganoi po6otu.

Po3pobsieH0  apXITEKTypy 1€papXi4HOi MAaIllMHU CTaHIB, $Ka BKJIOYAE
MEXaHI3MH CYMepCTaHiB, MIJACTaHIB, BHYTPIINIHIX TEpPexXoiiB, OOpoOkM Tomii Ta
aKTHBAllli aKTUBHOTO HUIAXY cTaHiB. [1o0y10BaHO MOKPOKOBUM alroput™m poOOTH
HFSM Tta 3xiiicHeHO HOTO Bi3yali3alliio y BUTJISI1 OJOK-CXEMH, 10 T03BOJIMIIO YITKE
PO3yMIHHS B3aEMO/IIi MI>K CTaHAMHU Ta MOKJIMBICTh MOJAIBIIIOI ONTUMI3AIi].

CrBopeHo mnporpamuy peam3anito HFSM y cepemoBumnii  Unity 3
BukopuctanHsM MoBu C#. PeamizoBana cuctema 3abe3nedye THYYKE J0JaBaHHS
HOBUX CTaHIB, TTOBTOPHE BUKOPHUCTAHHS MOBEIIHKOBUX KOMIIOHEHTIB, MIATPUMKY
CKJIQZHOI i€papXii Ta KOpEKTHE OOpOOJIeHHS mepexoAiB pi3HuUX piBHIB. [IpoBeaeHo
TecTyBaHHsA cucteMu Ha mporotuni NPC, mo mo3BoamiIo AOBECTH Mpale3laaTHICTh

apXITEKTYpH Ta il 3JaTHICTh MaclITabyBaTHUCS MiJ P13HI TUIH ITPOBUX areHTIB.
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HaykoBa HOBH3HAa pOOOTH MOJSATaE y PO3POOJICHHI MOIYJBHOI apXiTEKTypH
HFSM, anmantoBanoi mo iHterpaiii 3 xkommoHeHTamMu Unity, 30KkpemMa aHIMAILI€IO,
(b13UKOI0 Ta HaBIraIi€ro, a TAKOXK y MPAKTUIHOMY MIAXOA1 A0 MOOYA0BU 1€papXidHOl
cuctemMu kepyBaHHA Uit NPC 13 MOXIIHMBICTIO PO3UIMPEHHS Ta TOBTOPHOIO
BUKOPHUCTAaHHA. 3alpOrOHOBaHa MOJIENb JT03BOJISIE CTBOPIOBATH OUIBII PeaiCTHUHY,
IIPOrHO30BaHy Ta KEPOBaHY MOBEIIHKY ITPOBUX MEPCOHAXKIB.

[IpakTUyHa 3HAYYIIICTh BUKOHAHOTO JOCHIPKEHHS TMOJSITa€ Yy MOXKIMBOCTI
3acTocyBaHHs po3poOsenoi HFSM-apxitekTypu Ansi HIMPOKOTO CHEKTpa IrpoBHX
MIPOEKTIB PI3HOI CKiIaHOCTI. OTprMaHi pe3yiabTaTH MOXKYTh OyTH BUKOPUCTaH1 IS
CTBOpEHHS aganTuBHOI noBeliHk NPC, npoToTuyBaHHs 1rpOBOi JIOTIKH, HABUYAHHS
MOJIOUX PO3POOHHUKIB Ta MOAJTIBIIOTO BJOCKOHATIEHHS CUCTEM IITYYHOTO 1HTEICKTY
B IHTEPAKTUBHUX 3aCTOCYHKAX.

Pe3ynbTaTi gociiikeHHsT anpoOOBaHO y BUTJISAL 2 Te3 gomnoBiaei mia yac Xl
MixHapoHO1 HayKoBO-TIpakTuyHOi KoH(epeHuii «World science: problems, issues
and prospects for development» [38] Ta IX MixHapoaHOi CTYJICHTCHKOI HayKOBOT
KoH(pepeHnuii «I mobanizalis HAYyKOBUX 3HAaHb. MI>KHAPOJHA CIIBIpALS Ta 1HTErpaLis

ranysei Hayk» [39].
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