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PEDEPAT

KBamiikamiitna pobGota OakanmaBpa «CtBopenHs NPC-mepconaxiB i3
3aCTOCYBAHHSM IITYYHOTO 1HTENEKTYy»: 34 c., 10 puc., 2 Tab:1., 9 mKeper.

KIHLIEBI ABTOMATH, ITYYHUI IHTEJIEKT, FSM, NPC, UNITY.

O6’ext pochimkeHHs — HemporpamoBaHi irpoBi mepconaxi (NPC) y
BiJIeoirpax, ixHs MOBEJIHKA, B3a€EMO/IIS 3 TPABIEM Ta HABKOJHUIITHIM CEPEIOBHUIIIEM
3a JOTIOMOTOI0 METO/IB IITYYHOTO 1HTENEKTY.

Merta pobGotu: PeanizyBatu Mozenb mnoBefainku NPC 13 3actocyBaHHSIM
QITOPUTMIB IITYYHOTO 1HTEICKTY JJIS IIJBHIICHHS PEaiICTUYHOCTI, aJallTUBHOCTI
Ta Bap1aTUBHOCTI B3a€MO/I1i 3 TPABIIEM Yy BIJEOITpax.

Meroau qoCiKEHHS — OTJIsiI, aHAI3 Ta CUHTE3, TOPIBHSIHHS, €KCIIEPUMEHT.

B pesynpraTi B cepemoBumii Unity peanizoBaHO MOjENb HEITPOBOTO
MIEPCOHAXKA, TIOBEAIHKA SKOTO KEPYETHCA 3a JIOMOMOTOI0 METO/Ma KIHIIEBUX

aBTOMATIB.



SUMMARY

Bachelor’s Qualification Thesis: "Creation of NPC Characters Using
Artificial Intelligence": 34 pages, 10 figures, 2 tables, 9 references.

ARTIFICIAL INTELLIGENCE, FINITE AUTOMATA, FSM, NPC,
UNITY.

Object of the study: non-playable characters (npcs) in video games, their
behavior, and their interaction with the player and the environment using artificial
intelligence methods.

Objective: to implement a model of npc behavior using artificial intelligence
algorithms to enhance realism, adaptability, and variability in interaction with the
player in video games.

Research methods: review, analysis and synthesis, comparison, experiment.

Result: an npc behavior model was implemented in the unity environment,

where the behavior is controlled using the finite state machine (fsm) method.
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BCTYII

Y cydacHOMy CBITI BIJICOITPH € OAHIED 3 HAWAMHAMIYHIMIAX 1
HaW1HHOBALIMHIIINX Tady3edl MUuGPOBUX TEXHOJIOTIH. I3 PO3BUTKOM amapaTHOTO
3a0e3neyeHHs, TrpadiuHuX PYUIiB Ta I1HCTPYMEHTIB pO3pOOKHA 3pOCTaIOTh
OYIKyBaHHS TPaBIIiB MO0 SKOCTI, peaiCTUYHOCTI Ta TJIMOMHU irPOBOTO MPOIIECY.
OpHuM 13 KIIO40BUX (PAKTOPIB, 110 BIUTMBAIOTH HA ITPOBHM JOCBiJ, € MOBEAIHKA
HeirpoBux nepcoHaxiB (NPC, anri. non-playable characters), siki B3aeMOJIIOTh 3
rpaBlLieM, CTBOPIOIOTh aTMOC(epy, BUCTYNAlOTh COIO3HUKaMU ab0 MPOTHUBHUKAMH,
(bopMYIOTh CIOXKETHI JITHIT Ta IrPOB1 BUKJIMKHU.

Tpamuuiiini NPC y mpoctux irpax (QyHKIIOHYBaJIM 3a 3a3Jajerijib
BU3HAYEHUM HA0OpOM CKPHUIITIB a00 1MIabJOHIB MOBEAIHKH, 110 OOMEXYBAJIO IXHIO
aJanTUBHICTh 1 pOOMIIO MOBEAIHKY nepeadadyBanoro. [IpoTe 3 po3BUTKOM METO/IIB
MITYYHOTO 1HTEJIEKTY BIJIKPWJIKCS HOBI MOJJIMBOCTI JUJII CTBOPEHHS OUIbBII
CKJIAQJHUX, THYYKHUX 1 PEaNiCTUYHHUX MOJIEJEH MOBENIHKU nepcoHaxiB. CydacHi
niaxoau no3BosisiloTh NPC aHanmizyBatu cepeloBUILE, pearyBaTH Ha Jii TpaBl,
3MIHIOBaTH CBOIO CTPATEril0 3aJeKHO BiJ OOCTaBHUH, 1 TUM CaMUM CTBOPIOBATH
O1IBII TTIMOOKUM 1 3aXOTUTIOIOUHM ITPOBHI MpolIeC.

Y pamkax i€l kBamidikamiiHoi PoOOOTH PO3TIATAETHCA MIAXIT 0
MozentoBaHHsl noBeaiHKM NPC 13 BUKOpPUCTaHHSIM METOAY KIHIEBHUX aBTOMATIB
(FSM — Finite State Machine), mo 103BoJsiE CTPYKTYpPOBaHO Ta €(EKTHUBHO
OpraHi3yBaTH JIOTIKY TOBEIIHKH IepcoHaka. KiHIIEBI aBTOMaTu € OJHHUM 13
HAWMOIIMPEHIIIUX MIAXO0AIB Y TelMan3aiiHi s peani3allii CTaHiB, y SKUX MOXe
nepedyBatu NPC, a Takox mepexo1iB Mi>K IUMHA CTaHAMHU Ha OCHOBI MIEBHUX YMOB
a0o0 mmoaiu.

PobGoty peanizoBano B cepenoBuiili Unity — nonyJsipHOMY 1rpOBOMY pyIIii,
[0 IUPOKO BUKOPUCTOBYETHCS JIsi cTBOpeHHS 2D- Ta 3D-irop 3aBasku cBOii
rHY4YKOCTl, miaTpuMmil C# SK OCHOBHOI MOBHM MpOrpaMyBaHHs Ta PO3BHHEHIH

€KOCUCTEMI IHCTPYMEHTIB. Y pamkax peamizailii OyJI0 CTBOPEHO JAEMOHCTpaIliiHy
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CIIEHY 3 HEIrPOBUM IEPCOHAXKEM, IKUU JEMOHCTPYE 3MIHY IMOBEIIHKH BIAMOBIIHO
JI0 BHYTPIIIHBOTO CTaHy, IO KepyeThes KiHIEeBUM aBromaToM. Hampukman, NPC
MoOske Tiepe0yBaTH y CTaHax MaTpyJIOBaHHA, MEpECiayBaHHs a00 aTaku 3aJIeKHO
B1J1 i rpaBIsl Ta KOHDIryparii cepe1oBUIIA.

AKTyalbHICTh TEMH 3yMOBJIEHa TOTpPeOOI0 Yy CTBOPEHHI AJaNTUBHHUX Ta
IHTEJIEKTyaIbHO KEPOBAHMX TEPCOHAXKIB Yy CyYacHHX Bifeoirpax, I0 CIpHUSE
M1JIBUIIICHHIO PIBHSI 3aHYPEHHS IpaBIisl Y BIpTyaIbHUHN CBIT. BUKOpHCTaHHS METO/I1B
MITYYHOTO 1HTENIEKTY JI03BOJISIE CTBOPUTH MOBEIIHKY, KA € MEHII MIa0JIOHHOIO Ta
OLIBIII TPUPOIHOIO, 110 B IIJIOMY TOKpAIy€e COPUUHSITTS TPH.

Mera 111€i poOoTu mojsirae B po3podii Ta peanizamii moneni NPC, ska
BUKOPHCTOBYE METOJ] KIHIICBUX aBTOMATIB y MOEAHAHHI 3 €JIEMEHTAMHU IITYYHOTO
IHTEJIEKTY JJIs CTBOPEHHS OUTBII pealicTUYHO1 B3aeMO/Iii 3 rpaBiieM. OCHOBHA yBara
NPUALIAETHCS JIOTILI MPUUHATTS PillleHb, €)EKTUBHOCTI peati3alii Ta MOXKIJIHBOCTI
MaciTadyBaHHsS PO3pOOIEHOT MOAEII AJi OUTbII CKJIAJHUX CIICHApIiB.

Takum urHOM, 1aHa poOOTa € MPUKIAJIOM 3aCTOCYBAHHS KIIACHYHUX MOJIeIen
KEpyBaHHS IIOBEJIHKOI Yy TMO€JHAHHI 3 CYYaCHUMHU IHCTPYMEHTaMH IrpoBOi
PO3pOOKH Ta Ma€ MPAKTUYHY IIHHICTb JUIsl PO3POOHUKIB, SIKI IPAarHyTh CTBOPIOBATU

OubII IepeKkoHIMBUX Ta anantuBHUX NPC y cBOix irpax.



1 TEOPETHYHI OCHOBHU CTBOPEHHSA NPC-IIEPCOHA’KIB

1.1 Iousarra NPC y koMII’10TepHHUX irpax Ta npodjemMu po3podxu

Heirposuit nepconax (NPC) — me Oyab-sKuil mepcoHax y Tpl, SKUH He
KOHTPOJIIOETbCS  Oe3nocepeiHbo TpabieM. Haromicts, Horo nii, moBefiHKa Ta
B3a€MOJIIS 3 ITPOBUM CBITOM 1 I'paBIIeM BHU3HAYAIOTHCA MPOTPAMHUM KOJOM TpH,
4acTO 3 BHUKOPUCTaHHSM €JEMEHTIB IITYYHOTO IHTEJIEKTy abo 3a3galieriib
BHU3HAUEHUX CKPUITIB.

TepMiH BUHHK 13 TpaJULIMHUX HACTUIBHHUX 1rOp, BIAOMHX SIK POJIbOBI irpu
(RPG), y saxux 1ii mepcOHaXKIB KOHTPOJIIOBAJIUCS 4Yepe3 HapaTUB, CTBOPECHHI
rpaBlUEM, IO aAMIHICTPYBaB rpy. ¥ uudposux irpax poias NPC nosmsirae B imiTarii
NOBEIIHKH Ta PALllOHAIBHOCTI COpPaBXHIX rpaBUiB [1], airoun 3 MiHIMaIbHUM ab0
MOBHICTIO BIJCYTHIM JIIOJCBKMM BTPY4YaHHAM. Taki areHTu KOHTPOJIOIOTHCA
HITYYHUM 1HTEJIEKTOM (Al) — ofHi€r0 3 rany3eil IHpopMaTUKH, 1110 MA€ TECATUIITHIN
JIOCB1J] Y HAYKOBHUX JOCIHIKEHHSX, OB’ A3aHUX 13 NU(PpOBUMHU irpaMu. Y TOU vac
SK 1HAYCTpisl MparHe 3aJ0BOJbHUTH BUMOTHM KIIIE€HTIB, JOTPUMYIOUUCh KPUTEPIiB
SKOCTI, HayKa 30CEepPeIKYETHCSI Ha pO3pOOIl HOBUX MOJIENICH, TEXHIK 1 METOAIB, SIK1
poOmsiTe NPC 611b111 IEPEKOHIMBUME B 3alIPOTIOHOBAHOMY CEPEIOBUIII, TECTYIOUN
JFOACHKE CHPUNUHATTS IITYYHOTO Ta PEATBHOTO.

TexHosnoriyna eBofomist AK y cdepi MporpaMHOro, Tak 1 amapaTHOTO
3a0e3nedeHHs gana 3Mory 3pooutu noBeaiHKy NPC 1HTYITHBHIIIIOIO, 3aCTOCOBYIOYH
PI3HOMaHITHI MPOLIECH, IO TPAAULIIITHO BUKOPUCTOBYIOTHCS MPOBIIHUMU ITPOBUMU
komnaHisiMu. Cepen HUX NPUUHATTS pillleHb — 1€ MPOIEC, L0 BU3HAYaE, SK
MEePCOHAX pearye Ha CUTYyallll y BIPTyaIbHOMY CEpEeOBHUIII. Y IMCUXOJOTIUHOMY
PO3YMiHHI LIe¥ mporiec nepeadadae cyo’ekTa, KU BUSIBJISIE Ta OILIIHIOE CTUMYJIH
HABKOJIO ce0Oe, BIATBOPIOIOYM BIAMOBiAb a0O0 JIAHIIOT PEakilii SK TOBEHIHKY.

[ tyunwnii inTenext NPC rpyHTyeTbcs Ha 3a3AaJ1€T1b BU3HAYEHOMY Ha0O0p1 IpaBuII,
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KWW HaAMaraeTbCs IMITYBaTH HaWOLIbII BIAMOBIIHY MOBEIIHKY 3T1JIHO 3 JaHUMH,
OTPUMaHUMH 3 HABKOJIHUIIHHOTO CEPEOBUIIIA.

Boanouac 3a3pganerigp BuU3HAYeHHW HaOlp MpaBUI MOXE BiATBOPIOBATH
HEMPUPOIHY MOBEAIHKY, SIKA 3JJA€THCSI HEJIOTTYHOIO a00 niepe10adyBaHO0 3 MOTJISITY
TpaBIy, 110 OCIa00e eheKT 3aHypeHHS B IIU(POBY rpy. 3 1HIIOT0 OOKY, HAYKOBI
JOCTIPKEHHS TOCTIHO CTPsSMOBAaH1 Ha MEPEHECEHHs JIOACHKOTrO COPUMHATTS Ha
pIBEHb MPOTPAMHOTO 3a0e3NeueHHs — 3aBJaHHA, W10 NOoTpedye BHUBYCHHS
KOrHITUBHOI Ticuxounorii. ocaimkenns Ilikap [2] migTBepIKylOTh TiHNoTe3y, IO
SKIIO METa — 3pOOMTH INTYYHHUX AareHTIB MO-CIPaBXHHOMY PO3YMHIIIUMH Ta
320€3IMeYnTH TMPUPOJIHIINIY PEaKIliio, TO JOCIITHUKHA MalTh HAJATH iM 3aTHICTh
pO3M13HaBaTH, PO3YMITH Ta HABITh BUPAXKaTH €MOLIi1.

3rigHo 3 [3], po3pOoOHUKH irop 3a3HAvyaroTh, IO ACSAKI cepeHi a00 BEJHKI
KOMIaH1i He BUIUISAIOTH JOCTATHBO 4Yacy Ta PECypcCiB i pO3POOKU CKJIATHOTO
Habopy npasui i npuiHATTA pimienb NPC. Kpim toro, [4] 3ragye komrmanii, siki
JI0C1 JOTPUMYIOTBCS 3acCTapijioro IMiJIXOIy >KOPCTKOTO MpPOrpaMmyBaHHs, TOOTO
YaCcTOro peJaryBaHHs Ta NEPEKOMITUIALIT BUX1THOTO KOAY 3aMICTh BUKOPHUCTAHHS
X0y, 10 He ToTpedye BTpy4yaHHs mporpamicta. ToMy citij HajiaBaTu nepeBary
TEXHIKaM, SIKI JIETKO peali3ylOThCs, 3[aTHI MPOAYKYBaTH MPaBIONOI10HI
pe3ynbTaTH 3 HU3bKMMHU OOUYMCITIOBAIbBHIME BUTpaTaMH, OCOOJIMBO TUM ITiIXOIaM,
0 TapaHTYIOTh <OKOPCTKUUA KOHTPOJb HaJ MOXIMBUMH pe3yjbTaTaMu,

3a11001rar04u BIIIIOBIAAM 1032 KOHTEKCTOM)).

1.2 Poab NPC y cyyacHHX iHTEPAKTHUBHUX CHCTEMAaX

Crorogni NPC € HeBiAIIbHOIO YAaCTUHOKO ITPOBOrO JOCBIAY, BIAIrparoyu
OararorpaHHi poJil, Kl CHOPUSIIOTH 3aHYPEHHIO TIpaBls, PO3BUTKY CIOKETYy Ta
CTBOPEHHIO )KMBOTO Ta IUHAMIYHOTO CBITY.

NPC M0oxyTh BUKOHYBaTH pi3H1 (DYHKIIIT B IrpOBOMY MPOIIECi:
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— COIO3HHUKHU: JIOTIOMAraroTh T'paBileBi B 000, BUKOHAHHI 3aBIaHb a0o
HaJlaHH1 iHGopMaIllii (HarmpuKiIaa, HaMapHUKA Y CTPUBUIKaX ab0 TOPToOBIT
y POJTBOBHX irpax);

— BOpOTW: AaTakylTh TpaBIls, CTBOPIOIOYM TMEPEHIKOAU Ta BUKIUKH
(HampuKJIaJ, MOHCTPH, COJIIaTH, OAHIUTH);

— HEWTpasbHI IEPCOHAX1: B3aEMOJIIIOTH 3 TPaBLEM JIUIIIE B IEBHUX YMOBaX
ab0 CIyryloTh YacTHMHOIO HABKOJHIIHBOTO CEpeloBUINA (HAIPUKIIAT,
MEIIKaHIIl MiCTa, TBAPUHH, TOPTOBIIi, 1110 HE BIJTUBAIOTh HA CIOXKET);

— KBECTOJABIll: HA/IalOTh I'PABIEBI 3aBJAHHS, CIPUSIOUN MPOCYBAHHIO MO
CIOXKETY;

— 1H(QopMaliiiHI  mepcoHaxl: 3a0e3meuyroThb TIpaBlsl  HEOOXIAHOIO
1H(}OpMaIlI€IO 010 CIOKETY a00 HABKOJIMIIIHBOTO CBITY.

NPC nHapatoTh rpi BiAUyTTS pEajbHOCTI Ta HAMOBHEHOCTI. BOHM XOIsTh
MICTaMH, BUKOHYIOTH TOBCSKICHHI CIPaBU, B3a€EMOJIIOTH OAWH 3 OJHUM, IO
CTBOPIOE 1JII03110 JKUBOTO CBITY (Hanpukian, cepist The Elder Scrolls abo GTA).

NPC mMoxyTbh 1aBaTu 3aBAaHHs, PO3IMOBIAATH 1CTOPii a00 HalaBaTH MiJIKA3KU
JUIsL TIoAauiblioro mpoxojpkeHHs. Hanpuknan, y The Witcher 3 mepcoHaxi, 110
3yCTpPIYaIOThCS Y TaBepHaxX abo Ha MUIAXaX, YacTO CTAIOTh JHKEPEJIOM JOAATKOBHUX
KBECTIB.

VY neskux irpax NPC MoKy Th 3MIHIOBaTH CBOE CTABJICHHS JIO TPABIIS 3QJICKHO
BiJ oro miii (Hanpuknan, Mass Effect, Dragon Age). Bonu MOXyTh BCTynaTH B
Jiajoru, o0paxkaTucsi, paiTH, MPOSBIISATH MIATPUMKY ab0 arpecito.

NPC BuKOHYIOTH (DyHKIIIi TOPrOBIIB, PEMICHUKIB Ta TOCEPEIHUKIB y CBITI
rpu. BoHM KyIytoTh i MPOAAOTh MPEIMETH, IO J03BOJISIE TPABIICBI B3aEMOJISTH 3
eKOHOMIKOIO CBITY (Skyrim, Path of Exile).

NPC yacTo BifirparoTh BaKJIUBY POJb Y PO3BUTKY CIOKETY. BOHU MOXKYTh
OyTH TOJJOBHUMH TIEPCOHAKAMU B 1CTOPI1, a00 K CIyTyBaTH MOCTOM MIXK PI3HHUMH

yactuHamu croxery (Cyberpunk 2077, Red Dead Redemption 2).
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1.3 MeToau mody1oBu Ta peaJsizamii ITy4Horo inresjiekty B NPC

Jlnsg cTBOopeHHs iHTenekTyanbHOl moBeninku NPC-mepconaxiB 3apas
BUKOPHUCTOBYIOTHCS Pi3HI miaxoau. Hukue HaBeeHI OCHOBHI 3 HUX.

KinueBi ABromatu (Finite State Machines, FSM)

NPC Moxe nepeOyBaTu JIMILIE B OJHOMY 3 KIHIEBOT'0 YHCJIA CTAHIB y Oy/b-
AKUA MOMEHT 4Yacy (Hampukiazd, "[latpymoBannsa", "Ataka", "be3misyibHICTB").
[lepexomn Mix cTaHamMu BiJOYyBalOThCS 3a YITKO BU3HAYCHHMMH yMOBaMU abo
MMOISIMH.

3a3Bu4ail BUKOPUCTOBYEThCA TpocTa Jjorika if-else abo switch-case s
NEpPEeBIPKA TMOTOYHOIO CTaHy Ta yMOB Tniepexony. OO’€KTHO-OpIEHTOBaHE
nporpamMyBaHHs MOXe 3acTocoByBatu 1abdioH "Cran" (State Pattern), ge xkoxen
CTaH € OKPEMHUM KJIACOM, 1110 POOUTH CUCTEMY OLIIBII MOJTYJIBHOIO.

[epesa noBexninku (Behavior Trees, BT)

Ile#i merom mo3BoNsie omucaTu ckiaaaHy noBeAinky NPC vy Burismi
1EPAPXIYHOI CTPYKTYPH, IO BKJIIOYAE YMOBH, 3aBIaHHS Ta MEPEXOAU MIK HUMHU.
[ToBeninka po30MBAETHCS Ha TMiJ3a/ayl, SKI TEPEBIPSIOTHCS MOCHIIIOBHO a0o
napajiesibHoO.

KoskeH By3011 € 00’ €KTOM, SIKWI TOBEPTAE OJIMH 13 TPhOX PE3YNbTATIB: Y CHIX,
HeBnaua abo Bukonannsa. Kommnosuthi By3nu (Cenexkropu, I[locmimoBHOCTI)
KEepYyIOTh MIOTOKOM BUKOHAHHS CBOiX JOUIpHIX By3iiB. JIuctosi By3nu (ii, YMoBH)
BUKOHYIOTH ITPOBY JIOTIKY.

Heiiponni Mepe:xi

Heliponni mepexi (HM) - 11e o0uucitoBanbHi MOJEN1, HATXHEHHI CTPYKTYPOIO
Ta (DYHKITIOHYBAaHHSIM JIFOJACHKOTO MO3KY. BOHM CKJIaar0ThCS 31 B3a€EMOIIOB’ I3aHUX
BY3JB (HEHpOHiB), opraHizoBaHux y Imapu. HM "HaByaroThbcs" posmizHaBaTH
3aKOHOMIPHOCTI Ta IPUIMATH PillIEHHS Ha OCHOBI BEJIMKUX 00csTiB gaHux. s [T
NPC ue o3nHauae, 1mo 3aMmicThb TOro, MO0 MpPOTpaMyBaTh KOXKHY PEAKIii0, MU

HAaBYAEMO MEPEKY OaxkaH1i MOBEIHII.
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Jlns HaBYaHHS HEWPOHHOT Mepexi MoTpioH1 aaHi. Ile MoxyTh OyTu 3amucu
N1 TpaBIiB (U1 IMITallfHOTO HaBYaHHS) abo pe3yibrath B3aeMojli NPC 3
ITPOBUM CBITOM ()11 HABYAHHS 3 M1AKPITUICHHSIM).

ArenTHi Cucremn (bararoarentni Cucremn)

ATeHTHI cucTeMu MOAeNol0Th moBeiHKY NPC sk CyKyIHICTh HE3aJeKHHUX,
aBTOHOMHHX AareHTIB, KOXXE€H 3 SIKHX Ma€ BJacHI MpaBwWia, Il Ta 3JaTHICTH
B3a€EMOJIISITH 3 HABKOJMUIIHIM CEpeIOBUIIEM Ta I1HIIUMHU areHTamu. CkiiagHa
KOJICKTMBHA TTOBEIHKA BUHUKAE BHACIIOK B3a€MOJIT WX 1HAWBIAYaTbHUAX, YACTO
MPOCTUX, PABUII:

— koxeH NPC po3risnaeTses ik OKpEMUM areHrT;

— KOXXEH areHT Mae€ CBiil BiacHUW HaOlp mpaBui (SKI MOXYTh OyTH
peanizoBani 3a npomnomororo FSM, BT, cuctem mnpaBun abo HaBiTh
MaJICHbKUX HEHPOHHUX MEPEK);

— areHTH MOXYTh CIUJIKYBaTUCS MDK COO0OI0 (HANpUKIAJ, TeperaBaTH
1H(OpMaIlitO ITPO BOPOTiB), CHIBIPALIOBATH a00 KOHKYPYBAaTH;

— areHTH CIPUHMAIOTh IFPOBUI CBIT Y€pPE3 CEHCOPH (31p, CIyX) 1 BIUIMBAIOTh
Ha HBOTO Yepe3 akTopu (pyX, araka);

— 3arajbHa TOBEIHKA CHUCTEMH HE TMPOTpaMyeThCsl Oe3MocepenHbo, a

BUHHMKAE 3 B3a€MO/I11 ar€HTIB.

1.4 Anaui3 cyyacHux irpoBux pyuiiB ta Al-¢gpeiimBopkiB nisa NPC

VY po3pobii KOMIT'IOTEpHUX IrOp OCOOJIMBY POJib BiAIirpae BUOIp IrpOBOrO
pYIIis Ta IHCTPYMEHTIB JIJIs peajiizallii MTYyYHOTO 1HTEIEKTY HEeITPOBUX MEPCOHAXKIB
(NPC). Bix niporo Bubopy 3aj1eXUTh HE JIMIIIE SKICTh B3aeMmo/Iii rpasiis 3 NPC, a i
MIBUJAKICTh PO3POOKH, 3pYUHICTh HAJIATO/PKEHHS Ta MOXJIMBOCTI MaclITaOyBaHHs

IIPOEKTY.
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Unreal Engine (0oco0:1uB0 Bepcis 5) — NOTY>XHUHN PYIIN 11 CTBOPEHHS 1Mop
13 BHCOKMM piBHeM rpadikd. YacTto BHUKOPUCTOBYEThCS y AAA-npoekTax
(BUCOKOOIOIKETHI ITpH).

Unity - e kpocruiargopMoBuit irpoBul py1iiii, ctBopeHuit kommnaniero Unity
Technologies B 2005 porti. 3 HOTo AOMOMOTOI0 pOOJISATH OMHOYHI Ta pO3paxoBaHi
Ha 0arato KOpHCTyBadiB irpu 3 cyyacHoro 2D-1 3D-rpadikoro 11 Takux miatdopm,
sk 1K, PlayStation, Xbox, Nintendo Switch.

Godot Engine - BigkpuTuii Kpocmiar@opMOBHi IrpoBH pymIind s
po3pooku 2D/3D-Bigeoirop 1 mporpam s I1K, MOOiIpHUX MPUCTPOIB, BEO-
m1aThopM.

CryEngine — notyxHuil pyuii, BigoMuil 3aBasku cepii irop Crysis. Mae
BUCOKHMM piBeHb Tpadiku Ta (I3UKMA, ajle MEHII MOMyJSIpHUN cepel 1HJi-
PO3pPOOHMKIB YePe3 CKIIAIHICTh 1 By3bKY CHEIIai3alllio.

Jlami HaBeeMO OTJISA] AESIKUX CHEllani30BaHuX (PperiMBOPKIB.

Unity Machine Learning Agents Toolkit (ML-Agents Toolkit) — npoext 3
BIIKPUTUM BUXIJTHUM KOJIOM, 11O JO3BOJISIE IrpaM 1 CUMYJISLISIM CITY>KUTH CepeslaMU
JUIST HaBYaHHS 1HTEJEKTyaJIbHMX areHTiB. ATEHTH MOXYTh HaBYaTHCS 3
BUKOPUCTAaHHSAM HABYAHHS 3 MIJKPIIUICHHAM, HABYaHHS IMITall1€0, HEUPOEBOJIIOLIIT
ab0 1HIIMX METOMAIB MAIIMHHOIO HaBYaHHA 4epe3 MpocTuil BUKopucTaHHS API
Python.

PyTorch - ue nporpamuuii ppeliMBOpK riIMOOKOTr0 HaBYaHHS 3 BIIKPUTUM
BUXIZIHUM KOJOM, 1110 BUKOPUCTOBYETHCS I MOOYIOBH HEUPOHHUX MEPEX, IO
noennye 016morexky mamuHHOoro Hapuanus (ML) Torch 3 API Bucokoro piBHs Ha
ocHOBi Python. Mloro rayukicTs Ta MpocTOTa BUKOPHCTAHHS, CEpe/l iHIINX TepeBar,
3poOuIM Horo MpoBiHUM (pperiMBopKoM ML 11 akageMiqHuX Ta TOCIITHUIIBKAX
CH1JIBHOT.

Kythera - e noryxHse pimenss Al, po3po0iene i HaJaHH KOMILJIEKCHOTO
pillieHHsT JUIsi pO3pOOHMKIB irop. BoHO TpPOIMOHYE MIMPOKUN CIEKTP MOBHICTIO
IHTErpOBAaHUX KOMIIOHEHTIB, SIK1 MPAIIOI0Th pa3oM 0e3 npobiieM, 11100 MOKBABUTH

BaIluX irpoBux nepcoraxin. 3 Kythera MmokHa CTBOpIOBBAaTH BUCOKOTIPOTYKTUBHUN
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Ta MacmraboBanuii Al, SSKUii HaJAIITOBYETHCS, POIMIUPIOETHCS T4 HATUCAHUHA Ha
C++.

Takum uYmMHOM, Ccyd4acHi IrpoBi pymiii MPOMOHYIOTH IMOTYXHI BOYJIOBaHi
1HCTpyMeHTH 111 po3pooku Al, ocob6muBo 11e crocyeThes Behavior Trees Ta cuctem
Hapiramii. Jlnsg OiIbII CKJIAJHHMX, aJaNTUBHUX Ta JWHAMIYHUX ITOBEIIHOK
PO3pOOHUKH BCE YACTIIIE 3BEPTAIOTHCS JI0 TepeIoBUX (HpeMBOpPKIB, TakuX sik Unity
ML-Agents, abo iHTerpytoTh BiacHi pimeHHs: Ha 0a31 GOAP, Utility Al, a Takox
eKCIEPUMEHTYIOTh 3 MAIIMHOIO HaBYaHHs. BuOip KOHKPETHOTO MIAXOAY 3aJICKHUThH
B pO3MIpy MPOEKTY, IAOCTYIMHHX pEecypciB Ta 0a)kaHOTo pIBHS peali3My Ta

iHTenekryanbHocTi NPC.
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2 TPOEKTYBAHHSA CUCTEMHM NPC 3 BUKOPUCTAHHSAM I

2.1 ITocranoBKka 3a1a4i Ta BUOip IHCTPYMEHTIB

Ile#t po3min mMpUCBSYCHUA PO3pOOI 1HTEICKTYaIbHOI CUCTEMU KEPyBaHHS
NPC, sika nerko iHTerpyeThCs B IHTEpAKTUBHE 1IrpoBe cepefoBuiie. [ 'ooBHa MeTa —
ctBoputi Mmojenb mnoBeaiHku NPC, mo edexktuBHO pearye Ha 1ii TpaBiid,
aBTOHOMHO II€PECYBAETHCS ITPOBUM CBITOM Ta IpUHMae OOIPYHTOBAHI PIIICHHS
3aJICKHO B1JI MOTOYHOI CUTYaITIi.

i NPC:

— MEepeMILIEHHS MIXK 33JJ]aHUMH TOYKaMU MapiipyTy (aTpyJItOBaHHS);

— BHSBJIEHHS I'paBLsl B pajilycl (30Ha OayeHHs);

— Tepexij 10 pexuMy MepeciiyBaHHs,;

— IIOBCPHCHH:A OO IMAaTPYJIFOBAHHA, SAKIIO I'PaBCLb 3HUK.

2.2 Bubip meroay peaJizamii

VY pamMkax npoekTty 0yJio IpoaHa i30BaHO Pi3HI MOAEN1 NOOYI0BU MOBEIIHKU
NPC, 30kpema Behavior Trees, areHTHI cucTeMu, HEMpoHHI Mepexi Ta Finite State
Machines (FSM). BpaxoByroouu xapakTep IOCTaBIEHOI 3ajadi, OOMEXKEHICTh
¢dbyukiionany NPC Tta HeoOXiIHICTh TPOCTOi peanizalii — 0yyio 00paHO MOJelb
FSM, ska € HaiOuibil e()EeKTUBHOIO MJii CTBOPEHHS 0a30BOi, aje HaaiiHOT
MTOBEIIHKY TTEPCOHAXA.

FSM (kinueBuit aBTOMAT) — 11€ MOJIENb, SIKA OITUCYE MTOBEIIHKY CUCTEMU Yepe3
HaOlp YITKO BU3HAYEHUX CTaHIB. Y Oynp-skuii MoMeHT NPC mepeOyBae mnuiie B
OJIHOMY CTaHi, 1 IEPEXOAUTh MK HUMH 32 IEBHUMHU yMOBaMHU (Tpurepamu). Takuii
MIIX17 J03BOJISIE pealizyBaTH JIOTIKY, sIKa J00pe MacimTaOyeThCcsi 1 JIETKO

M1 TPUMY€ETHCA.
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VY Mexax peanizaiii NPC Oynu BU3HaU€H1 Taki CTaHU:
— patrol — NPC nepemimnyeThcst MiXk 3aJaHUMA TOYKaMHU Ha KapTi;
— chase — NPC nepecninye rpaBiid, SIKIIO BiH MOTPANUB Y 30HY BUSIBJICHHS;
— return — NPC noBepTaeThcs 10 MapuIpyTy NaTpyIrOBaHHS, SIKILIO BTPATUB
TpaBIIs 3 MOJS 30PY.
KosxeH craH peanizoBaHO SIK OKpeMYy TUIKY JIOTIKM BCEpPeIrHI KOHCTPYKIIi1

switch-case y ckpunTi (puc. 2.1).

switch (currentState)
LI
L
case NPCstate.Patrol:
Patrol();
br ;
case NPCs5tate

b iz

case NPCState.Return:
ReturnToPatrol();
break;

Pucynox 2.1 — Jlorika BcepearHi KOHCTpPYKIIii switch-case y cKkpunTi

FSM no3Bosisie edextuBHO opranizyBatu mnoBelniHKy NPC 06e3 ckiagHoi
MaTeMaTUKH a00 HaBYaHHA, 110 1 POOUTH I ONTUMAJIbLHUM BHUOOPOM y paMKax

IIOCTaBJIEHOTO MPOEKTY.

2.3 O0rpyHTYBaHHS IHCTPYMEHTIB peaJtizauii

s peamizanii NPC 0yno oOpano pywiit Unity depe3 HOro mpocrory y
BUKOpHUCTaHHI, maATpuMKky 2D/3D-cepenoBuiil, po3BUHEHI IHCTPYMEHTH JJI pOOOTH
3 HaBITAII€I0 Ta aHIMAI[ISIMHU, a TAKOX 3PYYHE CEPEIOBUIIE IJIsi CKPUIITOBOT JIOTIKH.

Bepcis 2021+ 3abe3neuye:

— MOKpauleHy NpOAyKTUBHICTh Ta ONTUMI3AIII0 PEHIEPUHTY;
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— mniarpumky URP 1 HDRP, 1o nae 3mory agantyBatu sIKiCTbh rpadiku mif

pi3H1 aTopmu;

— posmmpeny cuctemy DOTS (Data-Oriented Technology Stack) —

KOPHCHY 17151 BeUKUX KibkocTeit NPC;
— BOymoBaHl 3aco0W BiIagku, NPO(MITIOBaHHA 1 TECTYBaHHS IrPOBOT
JIOTIKH.

Takum uwmnom, BuOIp HOBOI Bepcii Unity copusie crabuipHIA Ta
MaciTaboBaHii peanmzaiii nopegainku NPC.

MoBa mporpamyBaHHs, 1m0 BuUKOpHCTOBYeThcs B Unity me C#. Bona €
CY4YacCHOIO0 00’€KTHO-OPIEHTOBAHOIO MOBOIO, 110 3a0e3Ieuy€e 3pyYHUN CUHTAKCHUC,
BHUCOKY UATA0EIBHICTh KOJIy Ta BEJIUKY KUTbKICTh 010110TEK /1st pOOOTH 31 CTaHAMM,
noAisiMu, Taiimepamu Toimio. Takum umHOM, komOiHamis Unity + C# mosBolise
e(peKTUBHO pealli3yBaTu 1HTEIeKTyalnbHy noBeliHKy NPC 3 ypaxyBaHHSIM Cy4yacHUX
BUMOT JI0 TeiiM/In3aiiHy Ta THYYKOCTI KOJZy.

Animator Controller ue rpagiunuii iHCTpyMeHT Unity, sSKMl J03BOJISIE
3aJ]aBaTH MEePEX0AN MIXK aHIMallIHHUMU CTaHaMU, 1110 HAJ[a€ MOKJIMBICTh I1OB’3aTH
aHIMAaIlliH1 cTaHu 3 JIOT1Kor FSM.

OcHOBHI nIepeBaru:

— MIATPUMKA YMOBHHUX IepexoiiB, mapametpis (bool, int, trigger);

— MOJXIJIMBICTh CTBOPUTH aHIMAIIlifHI JiepeBa MOBEIIHKH, 1110 BIIMOBIIAIOThH

nism NPC (xonw0a, 6ir, aTaka, CMepTh).

Animator Controller 103BosiE CTBOPUTH BI3yallbHO y3TOJDKEHY Ta JIOTIYHY
NOBEAIHKY, n€ KoxHa aisi NPC cynpoBOJKYeTbCS BIANOBIIHOK aHIMAIIIELO,

CUHXPOHI30BAHOIO 3 BHYTPILIHBOIO JOTIKOIO.

2.4 Apxitekrypa cucremu NPC

Apxitektypa cuctemu NPC € oCHOBOIO AJisi peainizallii oro 1HTEIEKTy Ta

B3a€MO/Ii 3 IrpoBUM CBIiTOM. BoHa oBHHHA OyTH MOYJIbHOIO, MAaCIITA00BAHOIO Ta
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JIETKO PO3IIMPIOBAHOK, OO MIATPUMYBATH PI3HOMAHITHI THUMH TOBEAIHKH Ta

CKJIQJHICTh ITPOBUX ClIeHapiiB. 3a3Buuai, apxitekrypa cucreMu NPC Bkitouae

HACTYTHI KJIIOYOBI KOMITOHEHTH, SIK1 MIPAITIOI0Th pa3oM (puc. 2.2).

Al level

FSM

FSM I)
1

Behavior
Trees

|

NPC System

—”| Archit

Behavior

Al Level

cture

Memory

Utility Al

&

Central Controller

FOV

Goal-Oriented (GOAP)
action Planning .
(GOAP)
Perceptory System

| Rigidbody//CharacterController )

Pucynok 2.2 — Cxema apxitekrypu NPC

Raycasting

Pathfinding
and smotve
executiors

Action System

Action System

Animator Controller

Kontponep NPC — ne ueHtpanizoBaHuUl KOMIIOHEHT, KM KOOpPAMHYE BCi

Moayni. Bin o6po6isie morounuit ctan NPC, nofii 330BHI (HanmpuKIaj, «rpaBelb

no0ayeHHi») 1 aKTUBYE BIAMOBIIHY JIOTIKY.

Pisens Al (ILI) Moxe mMicTUTH:
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— FSM (Finite State Machine) — mpocTuii aBTOMaT CcTaHiB (HaNPUKIA],

naTpyJIIOBaHHS — aTaka — BTEYa);

— Behavior Tree — nepeBo moBeIHKH, 3pyUHE JJIs CKJIQHOT i€papxii Jii;

— GOAP (Goal-Oriented Action Planning) — no3Bosisie NPC mnanyeBatu

MTOCJIIJOBHICTD A1 IS JOCATHEHHS 1L

— Utility Al — no3Bosisie BuUOUpaTH /il HA OCHOBI Bar/KOPUCHOCTI.

Cencopna cuctema (Perception) - Bu3Hawae, mo Oaunth ab6o uye NPC.
[Ipencrapisie o000 MOYJIb BUSBICHHS TPABIl, TIEPEIIKO, 3BYKiB, Toiid. Bona
3a3BUYall BKIIIOYAE:

— mnoxue 3o0py (FOV);

— raycast 70 I,

— TaliMepu «0ayuB/4yB OCTAHHIM YacOM.

Cucrema nam’siti (Memory System) 36epirae iHpopMaIliro Mpo MUHYJI TOII].
Ho3Bosisie NPC yxBamtoBaTH OOIpYHTOBaH1 pIIICHHS Ha OCHOBI IOIMEPEIHBOTO
JIOCBITY.

Buxonanns miit (Action System) oOpoOsisie TaiiminTH, aHiMmarii, pyx. s
HaBIrauii y IpocTopi BUKOPUCTOBYETHCS AITOPUTM MOLIYKY HUISAXY — HaIpHUKIa,
A* abo BOymoBana cuctema Unity NavMesh, sika mosponsie NPC edextuBHO
3HAXOJUTH MapIIPYT y CKJIATHOMY CepeIoBHIII 3 meperntkoaamu. Ls cuctema mie sik
BUKOHABUMM MeEXaHi3M, II0 TOYHO peali3ye 3aruiaHoBaHl [ii  (CTpiyibOa,
naTpyJIIOBaHHS, XOBaHHS, BT€UYA TOIIO) Y BIIMOBITHOMY KOHTEKCTI TPH.

Monyns Amnimarii Ta (izuka 3a0e3nedyroe Bi3yallbHy YacTHHY I Ta
BIJINIO11A€ 3a 3B’SI30K 3 Animator Controller (Unity),
Rigidbody/CharacterController.

Apxitektypa NPC — 11e KOMIpOMIC MK THYYKICTIO, MPOAYKTHUBHICTIO Ta
CKIAIHICTIO peanizarii. Bubip migxoay 3alexuTh BiJ >KaHPY TpHU, TEXHIYHUX
oOMeXeHb 1 pIBHS JAeTaii3alli, SKhil Xode AocArtd po3poOHuK. CywacHi irpu
(manpuknan, The Elder Scrolls, Red Dead Redemption 2) BUKOPHUCTOBYIOTH
ribpuaai cucremu, ne NPC MaroTh CKiIaaHy MOBEIIHKY, ajie 3 ONTHUMIZAIIEI0 IS

POYKTUBHOCTI.
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3 PEAJIIBAIISA TA TECTYBAHHSA NPC-IIEPCOHA’KIB

3.1 Po3pooka NPC na 0a3i BuOpaHoi moae.ii

Jlist peamizantii moBeninku NPC oOpana Moiens KiHIIEBOTO aBTOMaTa CTaHIB
(FSM), inTerpoBana 3 animaropoMm Unity uepe3 kiac StateMachineBehaviour.
Takuii mMAxiJg JO3BOJIAE PO3AUIMTH JIOTIKY IOBEIIHKH Ha OKpPEMi CTaHHU, IO
BIJINOBIJIAI0TH pi3HUM pexnumaM podotu NPC, Ta ynpapiartu nepexoiaMu Mi>k HUMU
Ha OCHOBI IMapaMeTpiB.

CrBopenns 0azoBoro kiaacy FSM

bazosuit ki1ac NPCBaseFSM ycnaakoByerbes Bing StateMachineBehaviour i
MICTUTD 3arajibHi 3MiHHI Ta METOJIH, K1 BUKOPUCTOBYIOThCSA B ycix ctaHax NPC. ¥V
Metoai OnStateEnter BimOyBaeTbes iHimiamizamis nocwiadb Ha 00’ekT NPC Ta

rpaBIid (OMTOHEHTA), IO JI03BOJISIE BCIM CTaHaM IpalfoBaT 3 HUMU (puc. 3.1).

System.Collections;
> System.Collections.Generic;
UnityEngine;

NPCBaseFSM : StateMachineBehaviour

GameObject NPC;

GameObject opponent;

2t speed = 2.0f;
t rotSpeed = 1.0f;
t accuracy = 3.0f;

OnStateEnter(Animator animator, AnimatorStateInfo statelnfo, i layerIndex)

NPC = animator.gameObject;
opponent = NPC.GetComponent<CarAi>().GetPlayer();

Pucynok 3.1 — bazosuii kitac NPCBaseFSM
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PeaJtizanisi KOHKpeTHHX CTaHIB
J1J11 KOXKHOTO CTaHy TOBEIIHKA CTBOPEHO OKPEMHUH KIlac-HaIIa oK 6a30BOToO
FSM.
Kiac Patrol opranizye te, o NPC mociioBHO IepecyBaeThCsl MIXK 3aIaHUMU
Toukamu (waypoints). ¥ metomi OnStateUpdate 311CHIOETHCS pyX O TIOTOYHOTO

MYHKTY NATPYJIIOBaHHS, a P JOCSITHEHH] — BUOIp HacTynmHOro (puc. 3.2).

ing System.Collections;
System.Collections.Generic;
z UnityEngine;

Patrol : NPCBaseFSM

GameObject[] waypoints;

currentWP;

1 OnStateEnter(Animator animator, AnimatorStateInfo stateInfo, int layerIndex)

e.OnStateEnter(animator, stateInfo, layerIndex);
waypoints = GameObject.FindGameObjectsWithTag("
currentWP = 9;

OnStateUpdate(Animator animator, AnimatorStateInfo stateInfo, int layerIndex)
waypoints.Length == @) return;

Vector3.Distance(waypoints[currentWP].transform.position,
NPC.transform.position) < accuracy

currentWP++;
if (currentWP >= waypoints.Length)

{

currentWP 0;

>

}

Vector3 direction = waypoints[currentWP].transform.position - NPC.transform.position;
NPC.transform.rotation = Quaternion.Slerp(NPC.transform.rotation,
Quaternion.LookRotation(direction),
rotSpeed * Time.deltaTime);
NPC.transform.Translate(@, @, Time.deltaTime * speed);

OnStateExit(Animator animator, AnimatorStatelnfo statelnfo, t layerIndex)

Pucynox 3.2 — bazoswuii kinac Patrol

3a paxyHnok kiacy Chase NPC mepecningye rpaBiis, TOBUIbHO MOBEPTAIOUYN

TOJIOBY y MOT0 HANpsIMKY Ta pyXarouuch Buepen (puc. 3.3).



System.Collections;
; System.Collections.Generic;
;> UnityEngine;

Chase : NPCBaseFSM

| OnStateEnter(Animator animator, AnimatorStateInfo stateInfo, int layerIndex)

.OnStateEnter(animator, statelnfo,layerIndex);

| OnStateUpdate(Animator animator, AnimatorStatelInfo statelnfo, t layerIndex)

direction = opponent.transform.position - NPC.transform.position;
NPC.transform.rotation = Quaternion.Slerp(NPC.transform.rotation,
Quaternion.LookRotation(direction),
rotSpeed * Time.deltaTime);
NPC.transform.Translate(®, @, Time.deltaTime * speed);

OnStateExit(Animator animator, AnimatorStateInfo statelInfo, t layerIndex)

Pucynox 3.3 — bazoswuii kitac Chase

I[J'ISI ynpaBHiHHH IepexoJaMu MK CTaHaAMM BHUKOPHUCTOBYETHCA ITapaMCTp

distance, sxuii nepenaerbest B Animator uepe3 ckpunt CarAi (puc. 3.4).

> System.Collections;
System.Collections.Generic;
UnityEngine;

CarAi : MonoBehaviour

Animator anim;

GameObject player;
GameObject GetPlayer()

return player;

- nd®)

anim = GetComponent<Animator>();

Update()

anim.SetFloat("distance"”, Vector3.Distance(transform.position,player.transform.position));

Pucynox 3.4 — bazoswuii kiac CarAi




24
Bin o6umcnioe Biacranb Mixk NPC Ta rpaBuem miokajapy i BCTaHOBIIOE
3Ha4yeHHs nmapamerpa. B Animator Controller HajamToBaHi epexoau MK CTaHAMU
Patrol 1 Chase nHa ocHoBi 3Ha4ueHHs distance (Hanpukiam, nepexigy cran Chase npu
BijicTaHl MeHIe 20 OJUHULIb).
Jlorika pyxy NPC peanizoBana uepe3 3MiHy MO3HIII] Ta 00epTaHHS 00’ €KTa 3a
nomoMmororo metoniB Transform.Translate Ta Quaternion.Slerp. Ile mo3Bomse

IJIaBHO 3MIHIOBATH HANPSIMOK PyXYy 1 BUAKICTH NPC.

3.2 PeaJizanisi ciueHapiiB moBegiHKHU

Y  npoekTi peanizoBaHO TpPU OCHOBHI cieHapli moBeninku NPC:
NaTPYJIIOBaHHS, TIEPECIiTyBaHHS TPaBIld Ta MOBEPHEHHS O TMATPYJIIOBAHHS, SKi
KEPYIOThCS 3a JOMOMOTOI0 Mojeni KiHieBoro aBromara (FSM), BOymoBaHoi y
Animator Controller.

[TarpymntoBanus —y crani Patrol NPC nepecyBaeTbcst Misk TOUKaMHu, K1 3a7aH1
B c1ieHi sik 00’ ekt 3 Terom Waypoints. NPC nepexouTh 10 HaCTYIHOI TOYKH, KOJIU
HaOMMKaeThed Ha 3a7aHy Bijcradb (accuracy). Pyx NPC peanizyeThcs miaBHUM
o0epTaHHSIM y HAMPSMKY TOYKH Ta TIOCTYITOBUM TMEPEMIIIICHHSIM BIIEpE.

ITepecnimyBanHs — SKIIO rpaBenb HabmMxKaeTbes 10 NPC Ha BijicTaHb MEHIIIS
NEBHOTO nopory (Hanpuknana, 20 oauHUIB), B Animator akTUBYETbCS Mepexi y
ctan Chase. Y nipomy crani NPC noBepraeThcsi B 61k rpaBIis 1 IOYHHAE PyX Y HOTO
HAIpPSMKY 3 33/IaHOI0 IBUJIKICTIO.

[ToBepHeHHss M0 maTtpyiaoBaHHS — Koaum TpaBelb BHXOAWTH 3a MEXi
BCTaHOBJNEHOT Jnuctanili (Hanpukmaa, >20 omunamipb), NPC aBTomMatnuHO
noBepTaeTbcst 10 crany Patrol. Tlepexin Hazaag BHKOHYEThCS dYepe3 IMapaMeTp
distance, sxuii 3a1aeThcst B ckpunti CarAi:

anim.SetFloat("distance", Vector3.Distance(transform.position,
player.transform.position));

Ha ocHoBi 11boro mapamerpa B Animator BCTAHOBJIEHI YMOBH TIEPEXOY:
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— distance < 20 — Patrol — Chase;
— distance > 20 — Chase — Patrol.
Takum umHoMm, NPC nguHamMidHO 3MIHIOE CBOIO TMOBEAIHKY 3aJIeKHO BIJl

pO3TallyBaHHS TPaBIA, pearyroun Ha HaOIMKEeHHS a00 BiMaleHHS.

3.3 InTerpauiss NPC y npororun rpu a6o cumyJisifiiiHe cepegoBuIe

Jlna mepeBipku pobotu mojeni nmoBeainku NPC Oyma cTBopeHa TecToBa
crieHa B cepenoBuiili Unity. ¥V Hiil peasii3oBaHO B3a€EMO/I110 M1 KEPOBAHUM T'PABIIEM
1 NPC na ocnoBi FSM (Finite State Machine).

Ha cuieni po3miieHo taki 00’ ektu (puc. 3.5):

— TIpaBelp — 00’ €KT, IKUM MOKHA KEpyBaTH 3a 1IonomMororo kiasim WASD

a00 CTPIJIOYOK;

— NPC — nepconax i3 npuB’s3aHuM Animator 1 peai3oBaHUMU CTaHAMHU

NaTPYJTIOBaHHS Ta MEepPecyiyBaHHS;
— TOYKM MapuipyTy (waypoints) — 00’ektu 3 Terom "Waypoints", mix

akuMu NPC nepemilnyeThcsi B peKUMI NaTPyIFOBAHHS.

€ v Sphere Collider

verrides

Add Component

Pucynok 3.5 — 3aransHuii Burisia ciieHu B Unity
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Jlorika mepexoay Mik CTaHaMHU peajiizoBaHa B Animator 3a njonomoroto FSM.
Busznaueno nBa ocHoBHi ctanu (pu. 3.6):

— Patrol — NPC pyxaeTscs Mi>k TOUKaMHU MapIipyTy.

— Chase — NPC mepecninye TpaBis, SKIIO BiJICTAaHh MEHINA 3a TECBHHM

HOPIT.

Any State

B v (patro)

Add Behaviour

Pucynok 3.6 — Patrol 1 Chase, a Takox napametp distance

[TapameTp distance KOHTPOJIIOE, KOJIM BIIOYBAETHCS MEPEX1]l MK CTAaHAMMU.

[Toeeninka NPC Bu3HauaeThes yepes HacaiayBani ctanu FSM (puc. 3.7, 3.8):

— NPCBaseFSM.cs — 6a3oBuii kjac, y sikomy BuzHaueHo jgoctyin 10 NPC ta
TpaBIIS;

— Patrol.cs — NPC nepecyBaeTbcs Mi>k TOUKAMU MapIIpyTy;

— Chase.cs — NPC naOnmxaerbcsi 10 TpaBlUs IPH JOCSITHEHHI IMEBHOI

IUCTaHI].



d OnStateUpdate(Animator animator, AnimatorStateInfo stateInfo, t layerIndex)

waypoints.Length == @) return;

Vector3.Distance(waypoints[currentWP].transform.position,
NPC.transform.position) < accuracy

currentWP++;
if (currentWP >= waypoints.Length)

{
]

currentWP = 0;

Vector3 direction = waypoints[currentWP].transform.position - NPC.transform.position;
NPC.transform.rotation = Quaternion.Slerp(NPC.transform.rotation,
Quaternion.LookRotation(direction),
rotSpeed * Time.deltaTime);
NPC.transform.Translate(®, @, Time.deltaTime * speed);

Pucynok 3.7 — OnStateUpdate y Patrol.cs

| OnStateUpdate(Animator animator, AnimatorStateInfo stateInfo, int layerIndex)

direction = opponent.transform.position - NPC.transform.position;
NPC.transform.rotation = Quaternion.Slerp(NPC.transform.rotation,

Quaternion.LookRotation(direction),
rotSpeed * Time.deltaTime);
NPC.transform.Translate(®, @, Time.deltaTime * speed);

Pucynok 3.8 — OnStateUpdate y Chase.cs

VY mporieci CUMYJIAIII:
— NPC narpysroe 3a MapmIpyTHUMHU TOUKaAMH;
— sKIIOo TpaBels HabamxkaeTbes — NPC nepeciinye ioro;

— sKImo rpaBenb Biggansgerbcss — NPC moBepTaeTbess 10 NMaTpyIFOBaHHS

(puc.3.9).

3.4 TectyBannsa cucremu NPC: cueHnapii, pe3yJbTaT, npodjaeMu

Jist mepeBipku KOpeKTHOCTI poboTu peanizoBaHoi FSM-cuctemu NPC 0yno

MIPOBEICHO TECTYBAHHS 3a CIIEHAPisIMHU, TIPEACTaBICHUMH B Tabmuili 3.1.



Pucynox 3.9 — IlepecninyBanus

Tabnung 3.1 — TectyBanHs

Ne || Cuenapiii OuikyBana noBeainka NPC
| ['paBens BiACYTHIM OpyY NPC narpyitoe Mixk Toukamu Waypoint
) ['paBeris HAOMMKAETHCS HA NPC nepexoauTs y cTaH
BlACTaHb < 10 OgUHUIE nepecsiTyBaHHs
I'pasenp BignamseTses > 20
3 NPC noBepTaeThcs 10 NaTPyTOBAHHS
OJIMHUIIb
['paBenb HAOMMKAETHCS T NPC KOpeKTHO NepeMHUKAEThCA MIXK
4

BIITANIIETHCS K1JIBKA pa3iB

CcTaHaMH

B xon1 TectyBaHHs OyJ10 BCTAaHOBJICHO:

— NPC kopekTHO MoYMHae 3 MaTPYyJIIOBaHHS, PYyXalOUUCh MK 3aJlaHUMU

TOUYKaMU;

— npu HabJIKeHHI rpaBus (MeHiie 20 OAMHUIB) — TJIABHO MEPEXOUTH Y

CTaH IMepeciiTyBaHHS;
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— Ticis BTpAaTU KOHTakTy (aucrtaniis > 20 OAWHHUI) — MOBEPTAETHCS 0
MIOTIEPETHHOTO MAPIIPYTY MaTPYITFOBAHHS;
— aHiMaliiiHl cTaHu B Animator’i MEpeMHKAIOThCS 3T1AHO 3 JIOTTYHUMU
napametpamu (distance);
— FSM peamnizoBana depe3 StateMachineBehaviour, koxeHn ctan peamizye

BJIACHY JIOTIKY.

[Tix yac TectyBaHHs OyJiM BUSBIICHI TaKl TPYAHOIIII, MPEICTABJICH] B

Tabmui 3.2.

Tabmuusg 3.2 — [IpoGiemu, siki BUSIBJICHI M1 YaC TECTYBaHHS

IIpo6sema Onuc Pimenns

NPC ne nepexoauB y |3naueHHs distance He |[loJjJaHO OHOBJIEHHS apameTpa

ctaH chase OHOBJTIIOBAJIOCS distance y CarAi.Update()
NPC oGepraBcs 3aTpuMKa B OOEpTaHHI||
. . [TinBumeno rotSpeed o 2.5
3aHAJTO MOBUIBHO y ctaHi chase
NPC 3anuinaBcs Ha JlolaHo TIEPEBIPKY HA IOBXKUHY
_ _ [ToTpannss y
OCTaHHIH TOYIT . MapuipyTy Ta OOHYJICHHS
HECKIHUYCHHHUU UK
naTpyJss currentWP

FSM-cucrema NPC mnokazana ctabiibHy Ta mnependadyBaHy TOBEHIHKY.
3aBasku mapameTpudHoMy KoHTposto (Animator.SetFloat("distance")), NPC
e(peKTUBHO pearye Ha 3MIHYy TIOJIO)K€HHS TpaBisd. Takuil miaxix Jg03BOJIsIE
macmrabyBatu noBefinky NPC 1 nomaBatu HOBI cTaHM ©0€3 3HAYHUX 3MIH Y

3arajbHIN apXITEKTypi.
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3.5 AHaui3 eeKTHUBHOCTI peajii30BaHUX pPillleHb

VY mpomueci peanizanii NPC Ha ocHOBI ckiHdeHHOTO aBToMara ctaHiB (Finite
State Machine, FSM) Oyio mocarHyTo OajlaHcy MK MPOCTOTOIO peajizallii Ta
3aJIOBUIBHOIO aJaNTUBHOIO MTOBEIIHKOIO MIEPCOHAXA B I'POBOMY CEpPEAOBHILI.
[lepeBaru peanizoBaHOTO MiIXOY:
— wMoxynbHicTh. KokeH cTaH (maTpynioBaHHs, IEpECiyBaHHs1) BAHECEHUH
B OKPEMHU CKPHUIT, 10 J03BOJISIE JIETKO MacIITa0yBaTH JIOTIKY, JO1aI0UN
HOBI1 CTaHH;
— 3po3yMina Jiorika mepexoiaiB. Buxopucrtanus napamerpa distance B
Animator 03B0JIsI€ IBHO KOHTPOJIIOBATH YMOBU IEPEXOIB MI’K CTaHAMU;
— MPOCTOTA HAJIAroJKEHHs. 3aBJIIKH Bi3yasbHiil cucteMi Animator B Unity,
3py4HO BiACHIAKOBYBaTH akTuBHUM cTaH NPC y peanibHOMY yaci;
— onTtuMaibHicTh. Bukopuctanns FSM He notpeOye BeNMKOi KUJIBKOCTI
pecypciB, LIO € BAKIMBUM JIJIs1 MOOUTbHUX ab0 1H1-1r0p.
OOMexeHHS:
— xopcTka cTpykrypa. FSM moxke OyTu ckiagHO0 sl MIATPUMKH TPU
30UTBIIEHH] KUTBKOCTI CTaHIB 1 nepexoiB (edext "cranoBoro BuOyxy");
— Hemae aganrauii. NPC He BUMTBCS, HE NPOTHO3YE il TrpaBls, a JIULIE
pearye 3a 3a3JaJeriib BU3HAUCHUMHU TPaBUIIaMU;
— minHiitHA moBeminka. NPC i€ 0JIHaKOBO y KOXXHOMY CE€aHCi, IO MOXKe
3HM)KYBATU PEAICTUYHICTD [IPU JTOBTOTPUBAIIIN .
Jyist mocTaBieHux 3a7a4 (JeMoHCTpallist 0a30BUX clieHapiiB nmoBeainku NPC:
NaTpyJIOBaHHS, MEpPEeCcHiAyBaHHs, IIOBEPHEHHS) peaji3oBaHE PpIIIEHHS €
ebpekTuBHUM. BoHO 3a0e3mneuye cTalOUIbHY Ta mHependadyBaHy MOBEAIHKY

nepcoHaXxka 0e3 MepeBaHTaKEHHS CHCTEMHU YU CKJIAJTHOI JIOTIKH.
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BUCHOBKH

Meroto nanHoi poGotu Oyno peamizyBatu Mozenb mnoBeninku NPC 13
3aCTOCYBAaHHSM aJITOPUTMIB IITYYHOTO IHTEIEKTY JIJISl TTiABUIIEHHS PEaTiCTUYHOCTI,
a/IalITUBHOCTI Ta BaplaTUBHOCTI B3a€MO/III 3 TPaBIEM Y BIJCOIrpax.

Jlns monentoBanHs nmoeAinku NPC Oyiio o0paHo MeTO1 KIHIIEBUX aBTOMATIB
(FSM - Finite State Machine), sikuif 103BOJISIE CTPYKTYpPOBaHO Ta €(PEKTUBHO
OpraHizyBaTd JIOTIKY TMOBEIIHKM MepcoHaxa. Lled meTon € mOMMpEHUM Y
reiiman3aiHi 71 peanizallli CTaHiB MepCcoHaXka Ta MEPEeX0IiB Mi>k HUMU Ha OCHOBI
yMOB a00 MOii.

PoGora Oyna peanizoBana B cepenoBuiii Unity, MOMyJISIPHOMY IIrpOBOMY
pyuii, sKuil maTpuMye cTBopeHHs 2D- ta 3D-irop 1 BukopuctoBye C# sIKk OCHOBHY
MOBY mporpamyBaHHs. Peamizanis interpoBaHa 3 Animator Unity uepe3 Kkiac
StateMachineBehaviour, mo mo03Bosse moB’si3atu Joriky FSM 3 aHiMaiiiiHUMU
CTaHAMHU.

byno peanizoBano Tpu ocHOBHI ciieHapii nmoBeninku NPC: marpyntoBaHHS
MDK 33JaHUMH TOYKaMH, MEpECHiAyBaHHsS TpaBls MpU HOro HAOIMKEHHI Ta
MOBEpHEHHSI /10 MATPYJIOBaHHA, SKIIO TpaBelb BigganseThcs. llepexomm Mix
cranamu "[larpymoBanusa" Ta "llepecnimyBaHHsS" KOHTPOJIOIOTHCS MapamMeTpOM
"distance", sikuif 00UMCITIOE BiICTaHb JO IPaBlisl Ta MEpeaaeThcsi B Animator.

Pesynbratu TectyBanns: TecryBanns cucremu NPC nokasano ii ctabiiapHY
Ta TmiepenbauyBaHy mnoBeaiHKy. NPC KOpEeKTHO TMMOYMHAE 3 TMaTpyJIIOBaHHS,
NEepPEeXOAUTh Y CTaH MepeciiIyBaHHs NPy HAOJIMKEHHI rpaBLs Ta MOBEPTAETHCS 110
NaTpyJIOBaHHS TpU HOTO BiJaJicHHI. BusiBieHi Ta BumpariieHi MnpoOIeMu
CTOCYBAJIMCSI OHOBJICHHSI TapaMeTpa BiJCTaH1 Ta MBUAKOCTI ooepTanHs NPC.

PeanizoBanuii Ha ocHoBI FSM minxin € e)eKTUBHUM Ui MOCTaBJICHHUX
3aBJIaHb 3aBISKH CBOIM MOJYJBHOCTI, 3pO3yMUTIH JIOTIiIl MEPEXOJiB Ta MPOCTOTI

HaJIaro/PKEHHS, @ TAKOXK € ONTUMaJIbHUM 3 TOUKH 30py pecypciB. Onnak, FSM mae
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OOMEXXEHHS, TakKl sSIK KOPCTKa CTPYKTypa, BUACYTHICTh ajanTailii Ta JIHIHHICTh
MOBEJIIHKY MPH BEJIUKIN KIJIbKOCTI CTaHIB.

Takum anHOM, y pamMKax KBamidikariitHoi poooTH OyJI0 YCIIIIHO PO3POOICHO

Ta peaiizoBaHo Mojenb MoBemAiHKH NPC 3 BUKOpHCTaHHSM METOAY KIHIICBUX

aBTOMaTIB y cepenoBuii Unity, 10 JO3BOJIUIO CTBOPUTH 0a30BY, ajie HAMIMHY Ta

nepeadavyBaHy TMOBEMIHKY TEPCOHa)Xa, sSka €PEKTHBHO pearye Ha IOJO0KEHHS

IpaBIls
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