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APXITEKTYPA AJJAIITTUBHOT'O MOJYJISA AT HA
BA3I GOAL-ORIENTED ACTION PLANNING (GOAP)
JUISI TMHAMIYHAX CEPEJOBUIII

BiHHWIIbKHI HAIIOHATPHAN TEXHIYHUN YHIBEPCHUTET

Anomauisa

YV pobomi pozenanymo apximexmypui ocobnrusocmi ma nepesazu SUKOPUCMANHSA AN2OPUMMY NAAHY8AHMA Oill HA
ocrosi yineu (GOAP) ons cmeopenHst IHmMeNeKmyaibHux d2eHmis y Cy4acHux iepogux cucmemax. Posensanymo mexanizmu
@DYHKYIOHYBaHHA NAGHYBANLHUKA, CMPYKMYpYy Cmauié ceéimy ma onuc Oii. Ilpoananizoeano memoou adanmayii
nogedinku NPC 0o Ounamiunux 3MiH i2p08020 cepedosuwja uepe3 MAaHinyisayilo 6a208uMu Koegiyienmamu Oitl.
Busnaueno egpexmusnicmo 3acmocysanna GOAP nopienano 3 oepesamu nogedinku (Behavior Trees) ona cmeopenns
eMepOAHCeHMHOT NOBEOIHKU NEPCOHANCIB.

KuarouoBi caoBa: Goal-Oriented Action Planning, GOAP, mTy4HHii iHTENeKT, irpoBi CHCTEMH, IWHAMiYHE
cepenosuie, Unity, C#.

Abstract:

The report explores the architectural features and advantages of using the Goal-Oriented Action Planning (GOAP)
algorithm for creating intelligent agents in modern gaming systems. The mechanisms of the planner's operation, the
structure of world states, and the description of actions are considered. Methods for adapting NPC behavior to dynamic
changes in the game environment through the manipulation of action weight coefficients are analyzed. The effectiveness
of using GOAP compared to Behavior Trees for creating emergent character behavior is determined.

Keywords: Goal-Oriented Action Planning, GOAP, Artificial Intelligence, gaming systems, dynamic environment,
Unity, C#.

Beryn

CyuacHa 1iHIycTpis BiJeoirop BuUMarae Bin He irpoBux mnepcoHaxiB (NPC) pemani BUIIOro piBHS
ABTOHOMHOCTI Ta 3JIJaTHOCTI aJIeKBaTHO pearyBaTH Ha HerepenOadyBaHi aii rpaBus. KimacuuHi migxoau, Taki sk
ckinyerHi apromatu (FSM), yckiiagHIOIOTECS B TEOMETPUYHIA Mporpecii mpy ToJaBaHHI HOBUX CTaHiB, IO
poOuTH iX BaXKKUMH [JIs HIATPUMKHA B MacmTaOHuUX mpoekTax. [1] Y IboMy KOHTEKCTI apXiTeKTypa
Goal-Oriented Action Planning (GOAP) ctae onTumanbHUM PIilICHHSM, OCKUIBKM BOHA MEPEHOCUTH JIOTIKY
MIPUHHATTS PIllIeHbh 3 KOPCTKO IMPOIUCAHWX MEPeXO/iB Ha JWHaAMiYHe IaHyBaHHS. Lle mo3Boise areHTam
CaMOCTIHHO 00mpaTH HalePEKTUBHINTNH NIIAX 10 METH, BUXOISYH 3 TIOTOYHOTO CTaHy irpoBoro city. IIpore
BrpoBapkeHHsT GOAP y nuHaMiuHUX CEpPEelOBHINAX, /€ YMOBH 3MIHIOIOTHCS IIOMHTI, MOTPeOye po3pOOKU
CHeIiaIbHUX MEXaHi3MiB aJallTUBHOCTI JUIs 3a0e3MeUeHHS MPOIYKTUBHOCTI.

AKTYaJIBHICTD JOCTiIKEHHSA

AKTyaJIbHICTh JIaHOTO JOCJI/PKEHHS 3yMOBJICHA MEPEAyCiM KPUTHYHOI MOTPeOO0 B 3a0e3MeyYeHHI
eMEpIKEHTHOT NOBEIHKN IHTENEKTyaJbHUX areHTiB, OCKIJIBKHM Cy4acHi rpaBmi o4ikytoTh Big NPC 3marHocTi
0 TIPUMHATTS HECTAaHIAPTHUX pIlIeHb y BIAMOBiAL Ha HemependadyBaHi mii kopuctyBava. [2] TexHomoris
Goal-Oriented Action Planning (GOAP) Bupimrye 1ie 3aBmIaHHs, JO3BOJISIOUH areHTaM aBTOHOMHO OyIyBaTh
JIOTIYHI JIAHITFOXKKH i, 1110 3a0e31euye BUCOKUN PiBEHb aBTOHOMHOCTI Ta BapiaTUBHOCTI irpOBOTO MPOILIECY.

JonaTkoBUM YMHHUKOM BHCTYIIA€ 3pOCTar04a JWHAMIYHICTh CYYaCHHX IFPOBHX CEPEIOBHII, J€
pyWHYBaHHS 00'€KTiB, 3MiHa JaHmMAPTy Ta CKIAAy KOMAaHI BUMAararmoTh Bill apxXiTekTypu Al 3maTtHOCTI 10
MUTTEBOTO TIepeIUIaHyBaHHS cTpaterii ©e3 BTpard NpPOAYKTHBHOCTI. BomHodac posmineHHs wnined Ta
KOHKpEeTHUX peaiizauiid aiii y cucreMi GOAP rapanTye BHCOKY MaciiTaOOBaHICTh PO3POOKH, ITO3BOJISAIOUU
iHTerpyBaTH HOBI MeXaHIKH 0e3 pH3HWKYy TOPYIIHTH iCHYIOYY JIOTIKY, IO CYTTEBO CKOPOYYE HYac BHUXOAY
MPOIYKTY HA PHHOK.

3pemToro, MUTaHHS CTBOPEHHS iHTEIEKTyaJbHOTO, aje MPOAYKTUBHOTO Al € KpUTHYHHUM JJIsl ONITHMi3anii
O0UYHMCITIOBAJIFHUX PECYPCiB Ta MiATPUMKH cTabinbHOi yactotu Kazxpis (FPS). Po3pobka amzanTuBHOTO MOIyIs,
10 BUKOPUCTOBYE €(PEKTHUBHI EBPUCTUYHI aJITOPUTMH IIOIIYKY B IIPOCTOPI CTaHIB, €



aKTyaJbHUM HayKOBO-TIPAKTHYHUM 3aBJIaHHSM, SKe J03BOJISIE€ 30aTaHCyBaTH CKIIAHICTh TOBEIHKH TIEPCOHAXKIB
Ta HAaBaHTAXXCHHS Ha ICHTPAILHUHN TIPOIIECOp.

MeTo010 po3po0KH € IPOEKTYBaHHA Ta peati3allis apXiTeKTypH aZalTHBHOTO MOIYNS IITYYHOTO 1HTEIEKTY
Ha 0Oasi amroputmy Goal-Oriented Action Planning (GOAP), sikuii 3mateH aBTOHOMHO (YHKIIIOHYBaTH B
YMOBaX BHICOKOI JMHAMIYHOCTI irpoBOTO cepenopuimna. Po3poOka crpsMoBaHa Ha CTBOPEHHS CHCTEMH, IO
MOEAHYE THYUYKICTh IPUHHSATTS PilIEHb 13 BUCOKOIO 00YMCIIIOBATBHOI €(hEeKTHBHICTIO.

OcCHOBHI BiIOMOCTI PO TEeXHOJIOTIiIO Ta ii NPU3HAYEHHSA

Apxitektypa GOAP 06a3yeTbcs Ha BIIOKpEMIJICHHI IIJIEW arcHTa Big KOHKPETHUX i, SKi BIH MOXeE
BuKoHyBaTH. Lle mo3Bossie cuctemi OyTH HAaJA3BUYaHHO THYYKOIO: MPOTPaMICT JIMIIE ONKCY€E HaOip AOCTYITHHX
Iiit (mpexypcopu Ta eeKTn), a MIaHyBaJlbHUK CAMOCTIHHO OyIy€ JTaHILIOKOK U AOCSTHEHHS 1. [3]

Opnnieto 3 ronoBaux nepeBar GOAP e miarpumka emepmkeHTHOT ToBefiHKH. OCKIIBKH are’T mopasy
anami3ye cran city World State, BiH MoXe 3HaWTH HecTaHAAPTHI NIISIXM BUPINICHHS 3a/1adi, SKi He OyiH
3a3majerip nependadeHi po3poOHuKoM. Hampukiaz, sKio y Bopora 3akiHUWIMCS HA0O0i, BiH HE MPOCTO
MEPeXOANUTh y cTaH "maHiku", a nIykae HalOMMmKdy Ait0, pe3ysibTaroM SKOi € HasBHICTH 30poi, 110 MOXe
BKJTFOUATH SIK TIONIYK CKIIATy, TaK 1 Mepexisl 10 OIMKHBOTO 00¥0.

Opnnak BukopucranHsi GOAP y nmuHamivuHUX CepeloBHUINAX Mae CBOi BUKIMKH. OCHOBHUM HENOJIIKOM €
00YHCITIOBAJIbHA CKJIQAHICTh aJrOPUTMY TOLIYKY LUISXY B NPOCTOpi cTaHiB (3a3Buuail A*). Jlns BupimeHHs
i€l mpoOieMy B aIanTHBHUX MOAYIISAX 3aCTOCOBYETHCS CHCTEMa TWHAMIYHOT BapTocTi i Action Cost.

Bapricts nmii MoXe 3MIiHIOBAaTHCS B pEajbHOMY Yaci 3aJeKHO BiJl KOHTEKCTY: SIKIIO ITEPCOHAXK
MOpaHEHUH, BapTiCTh Ail, TOB’sI3aHUX 3 arpeci€ro, 3pOCTa€, a BapTiCTh NOUIYKY anTeukun — mazgae. Lle
3abesredye mpupoaHy aganTailiro Al 6e3 HeoOXiTHOCTI CTBOPIOBATH COTHI JOAATKOBUX MPAaBUIL

Mexanizm pobotu moxyns GOAP Bkitouae Tpu OCHOBHI piBHI:

o  Jlaruuku (Sensors): 30Mpar0Th JAaHi PO OTOUCHHS Ta OHOBIIOOTL World State.

e  [InanysanpHuk (Planner): ®opmye nocainoBHICTh [ill, BAKOPUCTOBYIOUH €BPUCTUYHI aJITOPUTMHU.

e  Buxkonaseus (Executor): [TocninoBHo 3amyckae oOpaHi Jii Ta BiACTEXYE IX YCHIIIHICTb.

BaxJnBoI0 4acTHHOIO afaNTHBHOCTI € cUCTeMa IeperianyBaHHs Re-planning. Y aunamiuyHHX cuctemax
IJIaH MOXKE CTaTH HEaKTyaJdbHHUM II¢ IO 3aBEpIISHHS MepIIoi mil (Hampukiad, MiJlb 3HUKJIA a00 MIIIX
3abnokoBaHo). EdextuBHuit Momyns Al moBwHEH MmiATpUMYyBaTH NepepuBaHHs Interrupts, ski 3MyIIyIOTh
IUTaHyBaJbHUKA MHUTTEBO MEPErVISIHYTH cTpaterito 6e3 cyrreBoi BTparu FPS. [4] Crpareris Al momyns
BH3HAYAETHCS 3a 3arajdbHUM Koediriearom Baru Ctotal, po3paxyHOK SKOTO ToKa3aHui y Gpopmyi:

Ctotal — Cbase + Z wj -+ U'L(S)

Ac: ;
i=1
° Wi - BaroBuii KoeiieHT npiopuTeTy (HanpuKiIag, piBeHb cTpaxy abo arpecii).
° Cbase - 0a30Ba CKIAIHICTB Mii.
° ui(S) - 3HaYeHHs TapaMeTpiB cTaHy (3M0POB's, KUTBKICTh TATPOHIB TOIIO).

[puknan poboty anroputmy Ha npukiaai Aii Enemy Attack:

° Action Name: AttackEnemy

° Preconditions: { hasWeapon: true, enemyInSight: true, distance: < Sm }
) Effects: { enemylsDead: true, ammoCount: -1 }

. Base Cost: $10$ (Moxe 3MiHIOBATHCH AUHAMIYHO)

IMopiBHSAAHHST METOXOJIOTIH

Bubip apxiTekTypu KepyBaHHS MOBEIIHKOIO € (DyHIaMEHTAIbHUM €TaIrloM MPOEKTYBaHHS irpOBOI CUCTEMH.
HeoOxinnicts nopiBustaas FSM, BT Ta GOAP 3ymoBieHa MOLIYKOM ONTHMAJBHOTO OallaHCy MiXK TpboMa
KPUTHYHUMH TOKa3HUKaMH: OOYUCIIOBAIFHOIO CKJIATHICTIO, MIBUIKICTIO PO3POOKH Ta piBHEM aBTOHOMHOCTI
areHTiB. Ockinbku cydacHi irpu Bumararoth Binx NPC 3maTHOCTI aganTyBaTHCS IO 3MiH CepemoBHUINa 0e3
BTpyYaHHsI MpPOTpaMicTa, aHalli3 [UX TEXHOJOTIH MO03BOJISIE BH3HAYUTH MEXI 3aCTOCOBHOCTI KOXKHOI 3 HHX
3alIe)KHO BiJ MOCTABIIEHUX TedMIn3aiiHepChKUX 3aBaHb. [lopiBHSIHHS IIUX MiAXO/AiB HaBeACHO Yy Talmmii 1.

ITopisusHO 3 AepeBamu oBeAinky (BT), GOAP e 6inbin "po3ymuauM" y BUOOpi pecypcis. Y Toii yac sk BT
BUMarae 4itkoi cTpykrypu npiopureriB, GOAP nosBonsie arenty Oytm Ounbin cutyatmBHuM. [Ipote mms
npoctux 3aBgaHb GOAP Moke OyTH HaAJHMIIKOBUM, TOMY B PEajbHUX IMPOEKTAX YaCTO BUKOPHCTOBYIOTh
riopumHui mnxia: BucokopiBHeBe mianyBaHHsS (GOAP) mis cTpareriyHux pimreHb Ta HU3LKOPIBHEBI epeBa
MOBEIHKH 7151 0€3M0CcepeTHROTO KepyBaHHsI aHIMaIliSIMU Ta TIepeCyBaHHsM. [5]



Tabmurs 1 — [lopiBHAHHS TiAXOAIB KEPYBaHHS TIOBEAIHKOIO B IrPOBHX CHCTEMAax

CkiHyeHHi aBTOMATH JlepeBa nmoBemiHkn
Kpurepiii (FSM) (BT) GOAP
MamTa6oBaHicTh Hwuspka Cepenns Bucoka (MOIyabHICTB)
I'nyukicTn J’KopcTko Bu3HaUeHA Hanisauaamiyaa [ToBHicTIO IMHAMIYHA
OounciaeHHst MiHiMaITbHI Huzbki Cepemni (A*)
IlependauyBanicTh [ToBHa Bucoxka EmepmxenTHa

Amnamiz irposux mpoekri, Takux gk F.E.A.R., S T.A.L.K.E.R. ta Deus Ex, BUSBHB cHCTeMHI HEIOJIKH
knacudHoro GOAP: «poOoTH30BaHICT» Yepe3 CTaTHYHY BapTiCTh i, BAHUKHEHHS «Iapallidy aHalizy» B
JUHAMIYHUX CLIEHaX Ta BIICYTHICTh KOOpAMHALII MK areHTaMH IpH PO3IOALI pecypciB. st ycyHeHHs LuX
Bpas3JIuBOCTEl y poOOTi 3alpOIIOHOBAHO MEPEXild A0 aAaNTHBHOI MOJEI, 10 HOEAHYE THYyYKE CTpaTeriuyHe
IUTaHyBaHHS 3 MEXaHI3MaM{ MUTTEBOI peaKilii.

KittouoBi BIOCKOHANICHHS CUCTEMH:

e J[uHaMiyHi Baru: KOPHUTYBaHHsS BapTOCTI Ail 3aleXHO BiJ cTaHy areHra (34OpOB’s, CTpec) A
peaNTiCTUYHOT OBEIiHKH.

e [lepepuBuacTe TUTaHYBaHHS: MHUTTEBA TepeBipKa BaJiTHOCTI IJIaHy, IO YCYBa€ 3aTPUMKH peakxilii Ha
3MIHU CEPEOBHUIIIA.

e TiOopuana moaens (GOAP + BT): BUKopuCTaHHS JiepeB MOBEAIHKH ISl MIKPOKOHTPOIIO aHiMallii ta
PYXy, 1110 PO3BAaHTAXY€ OCHOBHHM TUIaHYBAIbHUK.

e  KoomnepaTuBHe IIaHyBaHHS.

BucnoBku

IIpoBeneuuii anamni3 apxirektrypu GOAP no3Bossie CTBEpIKYBaTH, IO IEH MiAXIA € OMHUM i3 HAHOLIbII
pauioHaNbHHUX PIlIeHb IJIsi PO3POOKH IrpOBHX CHUCTEM 13 JUHAMIYHUM OTOYECHHSM. 3aBASKH PO3MEKYBaHHIO
mijed Ta MexaHI3MIB iX peamizamii, apxiTekTypa 3a0e3ledye BHUCOKY MAacIITa0OBaHICTh, JTO3BOJISIOUH
IHTErpyBaTH HOBI THITM TIOBEAIHKM 0e3 pu3uKy jaectabimizamii 3aranbHOi Joriku. KiouoBHM acmieKToM mpu
noOyaoBi amanTuBHOTO Monyns Al € BIOCKOHaJIeHHS alTOPWUTMIB IJIaHYyBaHHS Ta BUKOPHUCTaHHS CHUCTEMH
IUHaMivHUX Bar ans gid. lle e nmme nabmmkae moseninky NPC mo anTpomomopdHOi, aje i rapaHTye
OTITEMAJIGHANA PO3TOLT OOUNCITIOBATIFHIX PECYPCIB, IO € KPUTHIHO BAKIMBHUM VIS ITPOBUX CHCTEM.
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