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CydJacHi BifeOirpH € CKIQAHMMH NPOTrPaMHO-allapaTHUMH CHCTEMaMH,
peaimizailisi SKUX 0a3yeThCsl Ha BHKOPHCTaHHI CICI[iai30BaHUX IrPOBHX
py1IiiB, MOAYJIBHHUX apXiTEKTYp 1 METOMIB IHTEPAKTUBHOTO MOJICITIOBAHHS
BipTyanbHoro cepenosumma [1]. HaiiGinmpm nommpenuMu mardopmaMu
po3poOkM € yHiBepcanbHi irpoBi pymri, Taki sk Unreal Engine ta Unity
[2-5]. ApxitexTypa cydyacHOi Tpu, SIK NPaBHIO, BKIIIOYA€ TaKi OCHOBHI
KOMITOHEHTH: MOJIYJIb Bizyamizauii (peHnepuHr), GpisuyHnil pymii, cucreMmy
KepyBaHHS HOAISIMH, MOYJIb B3a€EMO/Ii1 3 KOPUCTYBaUeM, IiJICHCTEMY Mepe-
JkeBoi B3aeMofii (y 06araTOKOpHCTYBAallbKUX irpax), a TaKOX MiJCHCTEMY
mTyqHoro iHTeNnekTy [6]. OcobmuBe Miclle y CydacHHX irpax 3aiMaroTh
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METOJIM peaji3allil MTy4YHOro iHTEeJIeKTy HeirpoBux nepconaxis (NPC), mo
JIO3BOJISIIOTH MOJIEJIIOBATH aBTOHOMHY IOBEIIHKY, a/IalTalliio J0 /il rpaBLs
Ta ODWHAMIYHY 3MiHy cieHapiiB [7, 8]. Jlo HaiOLIBII MOMIUPEHUX METOIIIB
HaJiexkaTh aBToMaTH KinneBux craHiB (Finite State Machines), moBemiHKOBI
nepeBa (Behavior Trees), cuctemu 3amutiB 0 cepegosumia (Environment
Query System), miaHyBaJbHHKHA Ha ocHOBi mineit (Goal-Oriented Action
Planning), a Takoxx adrOpUTMH MaIIMHHOTO HaBYaHHA [9]. 3acTocyBaHHS
3a3HAYCHUX METOIIB CIPHSE MiJBUIICHHIO IHTEPAKTHBHOCTI, PeaiCTHIHOCTI
Ta BapiaTUBHOCTI irpOBOTO TPOIIECY.

Mertot0 JOCHIPKEHHST € aHai3 Ta OOIpYHTYBaHHS €(DEeKTHMBHOCTI BHUKO-
pUCTaHHS METOJIB peaiizallii ITYYHOTO IHTENEKTy, 30KpeMa aBTOMATiB
KIHIIEBUX CTaHiB, MMOBEIIHKOBHUX JEPEB Ta CHCTEM 3aIMTIB IO CEPEIOBHUIIA,
Juisl 3a0e3leueHHs] aJlaliTUBHOI TOBEJIHKH HEIrpoOBHX IIEPCOHAXIB Ta Mif-
BUIIICHHS 1HTEPAKTHUBHOCTI irpoBoro mporecy. OO’€KTOM TOCIiIKCHHS
€ CHCTEeMH INTYYHOTO IHTEJEKTy HEIrPOBHUX MEPCOHAXIB Yy CYJacHHX
BiZieoirpax »aHpy survival escape. IIpeaMerom € MeToam Ta MOzl peai-
3aIlii JOTiKM IPUHHATTS pillleHb HEIrPOBHUX MEPCOHAXIB HA OCHOBI aBTOMATIB
KIiHIIEBUX CTaHIB, IOBEAIHKOBUX JICPEB Ta CHCTEM 3aIIUTIiB 10 CEPEIOBHIIIA.

CucTemMu MTYYHOTO IHTENEKTY B CYYacHUX BiI€Oirpax BiIirparoTh KITO-
4OBY pONb y (popMyBaHHI iHTEPaKTHBHOTO CEPEIOBHINA, MOJIEIIOBaHHI
MOBEIIHKH HEIMPOBHX MEPCOHAXKIB Ta 3a0e3MeUeHH] TUHAMIYHOCTI iIrpOBOTO
npouecy [10]. OcoGmuBoi akTyalnbHOCTI Iie HaOyBae y BiJeoirpax >aHpy
survival escape, iIrpoBHii IPoOIeC IKUX 0a3yeThCs Ha CTBOPEHHI aTMOChepu
Halpyru, HemependoadyBaHOCTI Ta HEOOXIITHOCTI aganTHBHOI peakuii mpo-
TUBHMKIB Ha JIii rpaBus [11]. ¥V takux ymoBax e(eKTHBHICTH irpoBOrO
NpOLIECY 3HAYHOI0 MIpOI0 BU3HAYAETHCS 3JATHICTIO CHCTEMHU IITYYHOTO
IHTEJIEKTY peali30ByBaTH T'HYYKi MOJIEN NMPUHHATTS pilleHb, Mo 3a0e3re-
YyIOTh BapiaTHBHICTb CIIEHapiiB Ta BUCOKUI PiBEeHb peirpabenbHOCT.

Cepen HaMOUTBII MOMIMPEHUX IMiIXOMIB IO peai3alii JOTiKH MOBEIiHKA
HEIrpoBHX TEPCOHAXIB Yy Cy4acHId IrpoBiii I1HIycTpii BHOKPEMITIOIOTH
aBromaTu kinneBux ctaHiB (Finite State Machines, FSM), moBeninkoBi
nepeBa (Behavior Trees, BT) Ta cucremu 3amuTiB 10 CepeoBHINA
(Environment Query System, EQS) [12]. V3aranpHeHy cxemy B3aeMoii
OCHOBHHX IIIJIXOIIB 0 peaizailii CHCTeM IITYYHOrO IHTEJICKTY Y BiJeoirpax
JKaHpy survival escape HaBelIeHO Ha PUCYHKY 1.
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Environment Query System Finite State Machines FSM -

EQS - npocTopoBWiA aHania nokaneHi ctaHn NPC
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O6paHi noanuii ykputTa
MapLupyTiA
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Puc. 1. Y3araanHena cxema apxitektypu LI survival escape-irpu

AKTUBHMIA cTaH NPC

Aii NPC y rpi

KoxxeH i3 3a3HaYeHUX MIIXOJIB peali3ye BIACHHI MEXaHi3M MPUHHSITTS
pilieHb Ta yrpasmiHHs noBeainkoo NPC, xapakrepusyeTbest crieliu)ivHuMA
nepeBaraMu Ta OOMEXXEHHSIMH, a TAKOXX M0-PI3HOMY BIUIMBAE HA CKJIAJHICTh
peaiizanii, DIATPUMKH Ta MacIITa0yBaHHS MPOTrPaMHOI apXiTEKTypu TpH.
BukopucTaHHs BiIIOBIIHMX MOJIENIeH J03BOJISIE 3a0€3MEUNTH alallTUBHICTh
MOBEAIHKY MPOTHBHUKIB, MiBUIIUTH PETICTUYHICTh IX B3a€EMOJII 3 irpOBUM
CEepENIOBHIIIEM Ta ONTHMI3yBaTH CTPYKTYpy IpOTpaMHOI peasizalii cucteMu
IITYYHOTO IHTENEKTY.

JU1st TOCSITHEHHST TTOCTAaBJICHOI METH BHUPIIICHO HACTYIHI 3ajadi: Mpo-
BEJICHO aHaJi3 CyYaCHHUX TEXHOJOTIll Ta apXiTeKTyp peaii3alii Bimeoirop;
JOCTIHKEHO ICHYIOYi METOAM peali3amii INTy9HOTO IHTENEKTy HeirpoBhX
MEPCOHAXIB; BIKOHAHO TMOPIBHAJIBHUNA aHAJI3 aBTOMATIB KiHIICBHUX CTaHIB,
IOBEJIHKOBHX JEpEeB Ta CHUCTEM 3alUTiB JI0 CEPEeNOBHUINA; OOIPYHTOBAHO
BUOIp ONTHMAIIBHOTO TIIXOy Ul peaji3alii TYyYHOro IHTENeKTy y Bileo-
rpi kaHpy survival escape; peani3oBaHO CHUCTEMY IOBEIIHKH HEIrpoBOTO
NepcoHaXka 3 BHUKOPHCTaHHSIM OOpaHMX METOZIB Ta IPOBEIEHO OIHKY
e(heKTUBHOCTI (PYHKI[IOHYBaHHS Peai30BaHOi CHCTEMHU.

HaykoBa HOBM3Ha oJiepKaHMX pe3yJIbTaTiB MOJArae B: YAOCKOHAJCHHI
MiAXO0Ty IO pealtizallii MOBEeIiHKN HeirpOBUX IMEPCOHAXKIB y BiJeoirpax »xaH-
py survival escape IUIIXOM KOMIUIEKCHOI'O BHKOPHCTAaHHS MOBEIiHKOBHX
JepeB Ta CHCTEM aHaji3y irpoBOTO CEpelOBHIIA; MOAAIBIIOMY PO3BHTKY
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3aCTOCYBaHHSI 1€papXivyHUX MOJEICH MPUIHATTS PINICHb I 3a0e3MCUeHHS
a/IaNTHBHOCTI TIOBEIIHKK HEIrpOBUX MEPCOHAXIB Ta OTPUMAaHHI Pe3yJIbTaTiB
OLIIHIOBaHHSI e(EKTHBHOCTI BUKOPHCTAHHS CYYacHHX METOJIB peaiizawil
IITYYHOTO IHTEJEKTY 3 TOYKH 30py 3a0e3MedeHHs iHTepaKTUBHOCTI Ta Bapia-
TUBHOCTI IrPOBOTO TMPOIIECY.

[Moganbmri TOCHiIPKEHHST TOUUIBHO CHPSMYBAaTH Ha PO3IIMPEHHS ajar-
THUBHUX MOXJIMBOCTEH Mojeneil NMpUHHATTS pilleHb, IMiJBHUIICHHS peajic-
traHOCTI ToBeninkd NPC Ta onTuMizamiro QyHKI[IOHYBaHHS B YMOBax -
HaMIYHOTO irpOBOTO CEPeOBUINA, TOCITIHKCHHIO ITepCOHANI3allil MOBEeIiHKA
HEeIrPOBUX TMEPCOHAXIB, CIOPSIMOBAHUX Ha aJamnTallifo iX Iid BiAMOBiTHO
JI0 1HIWBIAYaIBHOTO CTHIIIO TPH KOPUCTYBaya, [0 CIIPUATUME IIiIBHIICHHIO
PiBHSI IHTEPAaKTUBHOCTI Ta peirpadeabHOCTI.
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