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AHAJII3 HIAXOAIB 10 CTBOPEHHS IT'POBOI'O ITYYHOI'O
IHTEJIEKTY

BiHHMIBKWI HAIllOHATTFHUHA TEXHIYHUHA YHIBEPCUTET

Anomauin

Ilpoananizosano mpu nowiupeni nioxoou 00 iepogozo wmyynozo inmenexkmy: Utility Al, ckinuenni aemomamu (FSM) ma
Oepeso nosedinku (Behaviour Tree). Oyineno ix 3a kpumepismu weuoKooii, eHyuKocmi, Macumabo8aHocmi ma 63aemMooii 3
epasyem
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Abstract
Three common approaches to gaming Al are analyzed: Utility AL, Finite State Machines (FSM), and Behavior Tree. They
are evaluated based on the criteria of speed, flexibility, scalability, and player interaction.
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Beryn

Haiixparmuym nouarkoM A0CIiAKEHHS IITYYHOTO irpOBOTO iHTEIEKTY Oyae BUKOPHUCTaHHS EKCIIEPTHOI JyYMKH B
o0nacTi BUBYECHHS, IO Oy/ie MPOIOBKEHa 0COOUCTUM BHECKOM JOCHiTHO-HayKoBOI poboTu. bazoBum mxepenom
CIIyTry€ HaWMOMyJsipHIlIa cepist KHUT 3 irpoBoi po3poOKH BimoMuM OputaHchkuM aBropoM lan Millington mif
HazBoto “Al for Games”. [1, 2, 3]

“...game Al is a matter of perception, rather than arriving at the best...” nuTara TPeTbOro BHIAHHS 5K
HalKpale OMucye Pi3HMIII0 MiX iHTelIeKToM Oi3Hec ToAaTKiB Ta irop. [3]

o » MaeTbest HAa yBa3i Mi UM KOPOTKHM BUCIIOBOM?

IrpoBuii iHTENIEKT HE 3aBXIM MOBUHEH MIPAarHyTH OyTH akaJleMiuHO TOYHUM, HAaBiTh SKLIO 1€ 3pOOHTH JIeTwIe,
HIBH/IIIIE 1 TpoayKTHBHilIe. Lle Moxke OyTH 1iKaBUM 3 TOUKH 30py CUMYJISLLIT, aJie irpH - 1ie CIIPOIIEHHSI pealbHOCTI
13 3pyYHUM iHTEP(EHCOM KU A€ MOXKIIMBICTD BiJIMIOYATH Bif] TOCKOHAIUX MOJIEIEH BCECBITY.

AJe 1s xapakTepuCTHKa He O3Ha4ae MPOCTOTY MOJEIIOBAHHA MOAIOHOT TEXHOJIOTii, ajKe, AKIIO B3ATH 3a
npukian Qi3uKy, sska BAKOPHCTOBYETHCS MaiKe y BCIX irpax, TO 3MOJICNIIOBaTH i1 Habararto cKiaHile Takok, 0
MOJKE IPAIFOBATH 3 JOCTaTHHOIO MIBUKOMIEI0 Ta KOMIICHCYBATH HE IIKABICTh peajibHUX (I3MUHUX 3aKOHIB - 2D,
pizHomLIapoBa Komi3is, ca0-kpoku, softbody Ta Oarato iHIIMX TEXHIK BUKOPHUCTOBYIOTbCA a0M OCATTH Kpallux
pe3ynbTaTiB, TO/AI K MOXKHA OyJo O CTBOPHTH KPUINTAJIEBI CITKH aTOMIB 13 MOJEKYISIDHUMHU 3aKOHAMH aOu
BUPIUTU OyIb-SKy 3a/ady y Oyab-sIKiii Tpi - alie I1ie HEMOXJIMBO BTUIMTH HaBiTh Ha 1% 3 akTyalbHHUMHU
MPUCTPOSMHU.

Becenuii iHTeneKT nonineichbKUX MallIMH - 11 Ta caMa MexaHika sika 3poouia nepury rpy cepii « GTA» Takoro
MOIMYJISIPHOIO, X04a CIIOYaTKy OyJia JIMIIE TTOMHIIKOI Y KOJIi.

IrpoBuil IITYy4HMIA IHTENEKT:



- YUecHutii. ['paBenb ysBiisie, 110 CTBOPEHUI ITPOBUH CBIT € peajbHUM, a TOMY BiH 04iKye X04a0 0a30Bi IpaBuia
3a SIKUMH BiH CaM KePYEThCS, HAIPUKIIA SKIIIO Mepeciayiounii CYIPOTUBHUK Oyae 0aunTH dYepe3 CTIiHU - TaKui
KoA Habararo JieTIIe HalWcaTd, aJke He MOTpiOHO 0OpaxoByBaTH HisIKi alTOpPUTMHU, Hampukiax A*, mis
MOAOJIaHHS TIEPELIKO, aJIe 1€ MOXKE Ty’KE CHIIBHO 3iMCYBaTH CIPUNAHSITTS IPU Y LLIOMY.

- HecniomiBanuii. [HTENEKT HE MOBMHEH HACKYYWTH TpaBIfo. Hexail BiH moOKasye pi3Hi pIIIEHHS HAaBITh MPH
OIHAKOBUX 00CTaBWHAX, IHKOJHM BHKOHYIOUH aOCYyp/IHI pedi, HanpuKiIaa Oaceinn y rpi «Sims», ado TiranTu y rpi
«Elder Scrolls», abo nepepasranus y rpi «Hitmany.

- llIBunkoniitHmii. X0o4u XapakTepuCcTHKa OOPOOKH 1 HE € CYTO MPUTAMAaHHUM SBHINEM ITPOBOMY PO3yMYy, aje
Hakallb y’K€ BeNMKa KUTBKICTh i7ell He MOXKIIMBA y BTUICHHI i3-32 HU3BKOI NMPOMYKTHBHOCTI Ha JAeBaiicax
KOPHCTYBauiB, SIKIIO IpaBenb He Oyae maru Oaxxanux 60 FPS, Toni ifomy HaBiTh He Oyae 1iKaBO 3HATH SIK MPALIOe
1HTETIEKT y AIMCHOCTI.

- I'myuxmit y pemaryBanHi. OTpUMy€eMHIl TOCBiJ TpaBIeM - II€ HE €IUHA [iJIh MeXaHiku. Jlorika mTy4HOTO
IHTEJTIeKTy MOBHMHHA OyTH MiJAaTivBa Yy BCTAHOBJCHHI Mu3aiiHy Oa)kaHOi MOBENiHKM, BOHA MOXKe OyTH Oiibln
KPUITUYHOIO a00 JIHTBICTUYHOIO a00 Bi3yanbHOK. BifbIIiCTh anropuTMiB BHPIIIYIOTH CBOIO THYYKICTh ILE Ha
cTafii MaTeMaTHIHOI MOHENi 1 IIe OHA 3 BaKIWBHX XapaKTEPHCTHK, sIKa JOIMOMAarae miaOuparh MpaBUILHUI
IHCTPYMEHT TiJ 3a/1a9y.

OToX, TpoaHaJi3yBaBIIM MPoOIeMy, Oyln0 MPUHHATO PINICHHS MPOBECTH IOCTIIKEHHS 001acTi irpoBOro
MITYYHOTO IHTENEKTY IUTsl TOTO, 00 00paTy HalKpaIuid aNropuT™M JUTA peatizailii MoJalbIIoro iHCTPYMEHTY.

Pe3yabTaTt 1ociaixKeHHs

Utility Ai (Utility system) - miaxiz, 0 BUKIHKAE i1 3aJI€KHO BiJ 3HAYEHHS] KOPUCHOCTI.

BekTop KoprucHOCTI MOXKe BU3HAYATHCA BiJl CTaHy areHTy a0o mapaMeTpiB CepeIoBHILA, a caMi il MOXKYTh OyTH
peaiizoBaHi y BUINISIAI Hpoueayp abo AaHMX. AJITOPUTM € HAWMPOCTIIIMM, OCKUIbKH 0a3y€eThCs Ha YiTKUX
MaTeMaTHYHUX po3paxyHKax, a Utility Mmoxke OyTr 3anexxHicTio Bif nekinpkox inmmx Utility. Pucyrok 1

0081/16HT 3HAYeHHS

C Health ) C Range )
v v

dosinbHa PyHKYLs

6ydb-akul Ha6ip onepayil

Multiply

Pucynok 1 — Cxema po6otu Utility Ai Ha npuxnazi

OMPUMOHHS pe3ynemamy

[Nepesaroto € nerka i MBUIKA peai3allisi, a TAKOXK BHCOKA ONTHMI3allisl 33 paXyHOK BiJICyTHOCTI JIOAAaTKOBUX
THCTPYKIIiH, CIIPSIMOBaHUX HA OKPAICHHS YATAEMOCTI.

Hepnomikom € ckIagHicTh PO3yMiHHS Ta MacIITa0yBaHHS CHCTEMH, OCOONMBO 31 301JBIIEHHSM KiIBKOCTI
napameTpiB 1 Iiil.

Oco6nvBo e(peKTUBHO IiIXOAUTH JUIS BUPINICHHS OMHO3aJEKHHUX 3214, HANPHUKIAJ KOJH TYYHICTh 3BYKY
3aJIeKUTh BiJl yacy nepeOyBaHHs y MaTyi.

[IpakTU4HO 3aCTOCOBYETHCS Yy BCIX irpax, y MPOCTIMIMX MOKpUBAa€E OUTBIIMK 00 €M JIOTIKH, a8 y CKIaJHIIINX
3aMIHIOETBCSL 200 YOCKOHATIOEThCS THIMMMHU anroputMamu. Hampukian rpa Sims 3 BUKOPHCTOBYE came Iied
MaTeMaTUYHUH aJITOPUTM YISl TOKPUTTS JIOTIKH iIrPOBHX MEPCOHAXKIB.



Finite State Machine (FSM) - cuctema, 1110 BUKOPHCTOBYE Tpad i3 OJHUM aKTUBHUM BY3JIOM, a IIEPEXOIU MK
By3JIaM{ BUKJIMKAIOTh BiAITOBiAHI M.

Moske OyTH peasti3oBaHHi MO-Pi3HOMY: YaCTO BUKOPHCTOBYIOTH IIa0JOH State, 1e KOKeH By30J1 peACTaBICHUN
OKpeMHM 00’ €KTOM 3 BIIACHOIO JIOTIKOIO Ta MOMKJIMBICTIO iHiLiOBaTH mepexoan. BogHouac cTpykTypa Moxke OyTu
[IEHTPAJII30BaHOI0 — KOJIM aKTHBAIlis BY3IB KEPYEThCS 30BHINIHBOIO CHCTEMOIO, 0€3 PO3IICHHS Ha OKpeMi
00’ €KTH 1T KOXKHOTO cTaHy. PucyHok 2.
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Pucynok 2 — Cxema po6otu Finite State Machine Ha mpuknani

[lepeBaroto € mpocToTa peaizailii Ta YiTKe BiJJOKPEMIICHHS JIOTIKH Y BY3JIH, 1110 JIOTIOMAra€ YHUKaTH CKJIaIHUX
JIepeB pillleHb.

Hepnomixamu € 0OMexxeHa MacITabOBaHICTh 1 THYUKICTh, OCKLUTPKH OCHOBHA JIOTiKa 3a3BHYAil IPHB’A3aHA caMe
JI0 MOMEHTIB TIEPEXO/IiB MiXK By3JIaMHU.

Oco0yiiBO €(PeKTHBHO MiIXOMUTh JUIsl KEPYBaHHS aHIMAII€IO, JIe KiJIbKICTh BY3/iB HEBEJIHKa, a HEOOXimaHa
MOBEIHKA IPUPOTHO OMHICYETHCS CaMe NIEPEXOAaAMHU.

[IpakTHYHO 3aCTOCOBYETHCS Y OLTBIIOCTI irop, ampke € 0a30BUM PIllIeHHSIM TSI BIIOKPEMIICHHSI CTaHiB, IO He
MOBUHHI HAKJIaJIaTHCS OJMH HA OJHOT0, TOMY Yy IPHUKJIaJ MOXKHA MPUBECTH Oy/b-sIKY TPY 1 BOHA CKOPIIIE 3a BCE
Oyne matu nexinbka FSM peaiizariii - BepxHe MeHIO rpu «Dota 2» 3 0JHIM aKTUBHIUM CTaHOM.

Behaviour tree — nepeBo, BepxHi By3JH, SKOTO BUPIIITYIOTh JIOTiKY HaJ JOYipHIMHU By3JIaMH.

By3nu 3a3Bu4aii moaiisfOTh Ha:

*  KOMIIO3UTHI - KEPYIOTh MTOPSIKOM BHKOHAHHS JOUipHIX

*  JICKOpaTopH - 3MIHIOIOTh MOBEAIHKY JOYIPHBOTO By3J1a

*  JIMCTOBI - BUKOHYIOTh JIii UM MEPEBipKU

300pakeHO Ha PUCYHKY 3.
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PucyHok 3 — Cxema po6otu Behaviour Tree Ha npuknasui

KoMnosumHull 8y30n

[lepeBaroto € 3p03yMiJiCTh, IEPEBUKOPUCTAHHS, MACIITA0OBaHICTh, JIETKICTh Y BUKOPHCTAHHI.



HemomikoMm € momaTkoBe 3MEHIICHHS MIBUAKOAIT 13-3a (PYHKITIOHATEHOTO CTHIIIO BUKOpPUCTaHHS AoS (Aray of

Structures).

Oco6nrBo €(PEeKTUBHO MiAXOAUTH A MOOYIOBH JIOTIiKH, Ky MOXXKHA MPEACTaBHTH Y BUINISAI MPOCTHX,
B3a€MOIIOB’ I3aHUX OJIOKIB 0€3 CKJIaJHUX 30BHIIIHIX 3a71€KHOCTEN.

[IpakTraHO 3acTocoByeThes y Tpi “Halo”.

BucHoBku

Y poboti 6yno mocmimkeno miaxomm Utility Al, Finite State Machine ta Behaviour Tree 3 mommsimy
peaNliCTHYHOCTI MOBEIiHKH, MPOAYKTUBHOCTI, THYYKOCTI pelaryBaHHs Ta MaclITa0OBaHOCTi; BCTAHOBJICHO, 110
Utility Al mouinbHui A7 LIBUIKKX, METPUK-KEPOBAHUX PillieHb 1 MPOCTUX 3anekHocTeil, FSM — ans cuctem i3
B3a€MOBUKIIOUHUME cTaHamH (aHimarii, Ul), a Behaviour Tree — mnst iepapxivunoi, 1oOpe Bi3yasri30BaHOI JOTiKH
3 BUCOKOIO MOTPe00I0 Y TOBTOPHOMY BUKOPHCTaHHI; Ha MiJCTaBi aHAJli3y PEKOMEHIOBAHO KOMOIHOBaHMHN i Xi/;
3actocoByBaTH Behaviour Tree sk «kapkac» MOBEIIHKH, B HOTO JTUCTKAaX BUKOPHUCTOBYBaTH YTHJIITapHI QyHKIIT
JUTS TIpIOpUTH3aIii [il, a JOKaJbHI B3a€EMOBHKIIOUHI cTaHu odopmiroBarn sik BOynoBaHi FSM; Takwmii riOpumg
3a0e3revye KepoBaHy CKIAIHICTh, TiepeadadyBaHy MPOAYKTUBHICTH 1 MOTPiOHUI pIBEHb «HECIIOMIBAHOCTI» IS
TpaBIl 3 ypaxyBaHHIM 0OMEKEHb IIILOBHX IIATPOPM.
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