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OINTUMIBALIA MPOLUECIB )KUTTEBOI'O HUKJTY
I'POBOI'O Al LIJIAAXOM BITPOBAIKEHHS1
AJAIITUBHOI APXITEKTYPHU GOAP

BiHHWIIbKHI HAIIOHATPHAN TEXHIYHUN YHIBEPCHUTET

Anomauisa

Y pobomi oOocnioxcyemvcs enaue apximexkmypu Goal-Oriented Action Planning (GOAP) na egpexmusnicmo
HCUMMEBO2O YUKTY PO3POOKU THMENeKMYanbHux azeHmis. Posensinymo, ax 6i0oKkpemienHs yinei 6i0 peanizayii Oil
cnpowye emanu RIOMPUMKU Ma mMacumady8anhs npocpamnozo 3abesnedenns. Ilpoananizoeano mexaunizmu aoanmayii
nOBeOIHKU uepe3 OUHAMINHI 6a2u, WO O0360JI5€ CKOPOMUMU SUMPAMU HA IMEPAMUBHE MECMYEAHHSL MA HALA200NCEHH S
noeiku NPC.

KuarouoBi cioBa: xwurremii mukn [13, GOAP, agantuBHa apXiTekTypa, iHTeNeKTyasnbHI areHTH, Unity, irposi
CHCTEMH.

Abstract:

The paper investigates the impact of Goal-Oriented Action Planning (GOAP) architecture on the efficiency of the
software development life cycle for intelligent agents. It considers how decoupling goals from action implementation
simplifies the maintenance and scaling stages. Methods of behavior adaptation through dynamic weights are analyzed,
allowing for reduced costs in iterative testing and logic debugging of NPCs.
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Beryn

EBomrowisi Cy4acHHX IrpOBHX CHCTEM BHMAarae Ieperisiy TPaauLidHUX MOZETEeH >KUTTEBOIO IUKIY
po3pobku Al. Craruuni miaxomu, 30kpema ckiHueHHi apromard (FSM), Ha eramax cynpoBoay NMPU3BOAATE 110
HaJMIpHOI CKJIAAHOCTI KOmy («CHareTi-ko»), IO 3HAYHO 3H0pPOXKYE BapTICTh MIATPUMKH IPOEKTY.
Bukopucranns apxitektypu GOAP no3Bosnsie mepeHecTH aKLEHT i3 )KOPCTKOTO MPOrpaMyBaHHs IIEPEXOIiB Ha
JCKJIapaTUBHUN OMHC [iif, 110 CHPOIIYE MPOLECH OHOBJICHHS Ta MoAMMIKAIil JIOrKH IEPCOHAXKIB Y
JUHAMIYHUX ceperoBuiax. [1]

AKTYaJIbHICTh JOCTiIKEHHSA

AKTyanpHICTP TEMH 3YMOBJICHa HEOOXITHICTIO ONTHMI3allii TPOIECIiB CYIMPOBOAY CKJIAJTHHUX
nporpaMHuX cucteMm. CydacHuil >KATTEBMHM 1MKI irpoBoro [13 mepembadae MOCTIHHY amanTarfiro Imij
HemepenOadyBaHi [ii KOpUCTYyBadiB Ta AWHaMiyHi 3MiHHM oToueHHs. Texnonoris GOAP 3abesneuye BHCOKY
MacIITabOBaHICTh, JO3BOIIIIOYH JOABaTH HOBI MOyl TOBEHNIHKH 0e3 pU3HKy ecTtabimizamii icHyrodoi
apXiTEKTYpH, IO CYTTEBO CKOpOYY€ IMOKa3HHK Time-to-Market Ta ToJierurye eBoIIOIiHE CYNpPOBOMKEHHS
cucremu. [2] Kpim Toro, po3poOka ajanTUBHUX MOIYJIIB 3 BUKOPHCTAHHSIM CBPUCTUYHUX aJTOPUTMIB JTO3BOJISIE
30aJlaHCyBaTH HABAHTAXKCHHS HA PECYPCH, M0 € KPUTHYHHM JJisi 3a0e3leucHHs CTaOlIbHOCTI MPOAYKTY Ha
eTari excruryararii. [3]

MeTow po3podKkHM € JOCHiKeHHS Ta po3poOka amantuBHOro monmyias Al na 6a3i GOAP y koHTekcTi
MOKpAIIEHHS TPOIECiB KUTTEBOTO Iukmy [13, mo 3ade3nedye HYYKiCTh MPUAHATTS PillleHh Ta 3HWKCHHS
BHUTpAT HA €Talli MITPHUMKH CUCTEMH. [4]

MonenoBaHHS NPOLECIB Ta MeXaHI3MU aJaNTUBHOCTI

VY xutTeBOMy LHMKII po3poOkn GOAP-cucTeM KIIIOYOBHM € PO3IINICHHA Wijied Ta iHCTPYMEHTIB iX
nocsirHeHHsI. e mae po3poOHIKaM MOMIIMBICT ITEpaTUBHO JOAABAaTH HOBI [ii (Actions), OMUCYIOYH JIHIIE TX
npekypcopu Ta epeKTH, He 3MIHIOIOUH MPH [[LOMY SAPO TUIAaHYBaILHUKA. [5]

s 3a0e3nedeHHs cTabibHOT MOBEAIHKA B YMOBaX HEBU3HAYCHOCTI 3aCTOCOBYETHCS CUCTEMA TUHAMIYHOT
ominku BaprocTi niii (Action Cost). lle mo3Bomse momymo Al caMOCTiiHO amanTyBaTHCsS JO KOHTEKCTY
(mampuKkian, cTaH 370pOB'A areHTa) 0e3 BIPOBAPKEHHS MOJATKOBHX CTAaTHYHWUX MPaBHJI, IIO CIPOIIYE
Bepu(iKalito JOTiKH Ha eTari TeCTyBaHHSI.

CTpyKTypa MOAYJIS BKJIIOUAE TPH PiBHI, IO BiMTOBITAIOTEH €TaraM 00poOKH JaHUX y peabHOMY Jaci:

e Sensors (JaTumkun): Axryanizamis ctany cBity (World State).



e Planner (IlnanyBanbpHuk): ®opMyBaHHS CTpATETIi Yepe3 eBPUCTUYHHIA MOIIYK.
e Executor (Buxonaseusp): KoHTpob ycminrHOCTI pearizallii 1uiany.

Ctotal = Cbase + Z wj -+ U'L(S)

ne: .
=1

° Wi - BaroBuii Koedilli€HT IPIOPUTETY.

° Cbase - 6a30Ba BapTiCTh.

o ui(S) - mapamMeTpu MOTOYHOTO CTaHy.

HopiBHsANIbHMIT aHATI3 METOX0JIOT I

Bubip apxiTekTypu KepyBaHHS MOBEMIHKOIO € QyHIaMEHTATHHIM €TalioM IPOEKTYBaHHS ITPOBOT CHCTEMH.
HeoOxinnicte nopiBusiaast FSM, BT Ta GOAP 3ymMoBjeHa MOIIYKOM ONTHMAIBHOTO OallaHCy MK TpbOMa
KPUTUYHUMH TOKa3HUKaMU: OOYMCIIIOBANBHOIO CKIIAAHICTIO, IIBUAKICTIO pO3POOKH Ta piBHEM aBTOHOMHOCTI
areHTiB. Ockinbku cydacHi irpu Bumararoth Bim NPC 3maTHOCTI amanTyBaTHCs IO 3MiH cepeloBHUINa 0e3
BTpYYaHHS MPOTPaMicTa, aHalli3 [UX TEXHOJIOTIM NTO3BOJISE BHU3HAYUTH MEXI 3aCTOCOBHOCTI KOXKHOI 3 HHX
3aJIe)KHO BiJl MOCTABIICHUX TeUMIN3aiiHEPChKUX 3aBaHb. [1opiBHSIHHS ITUX MiAXO/AiB HaBEACHO Yy Talmwili 1.

IIpu BuOopi Mogmeni >kuTTeBoro mHKIy Al BakIMBO BpaxoByBaTH OajaHC MiX CKJIATHICTIO Ta
aBroHoMHicTIO (Tabm. 1).

Tabmuus 1 — [opiBHsiHHS apXiTeKTyp Al 3a KpUTEpisIMH KHUTTEBOTO LIUKITY

CkiHveHHI aBTOMATH JepeBa nopeninku
Kpurepiii (FSM) (BT) GOAP
Mamra6oBaHicThb Hwuzbka (Bucoki Cepenns Bucoka
BHTPATH HA OHOBJICHHS) (MOIYJIBHICTD)
I'nyukicTs po3podku YKopcTtko oOMekeHa Hamipmunamigna IloBHicTIO aganTHBHA
CxiaaHicTh Hyxe Bucoka (pr3uK Husbki Hu3sbka (i301b0BaHi
CYIIPOBOAY perpecii) JTiT)
Hoseainka NPC ITepenbaayBana CrtpykTypoBana EmepakenTHa

Amnaniz peanpHux npoektiB (F.E.A.R., S.T.A.L.LK.E.R.) BkazaB Ha HEOOXiJHICTh YCYHEHHS «Iapaiiuy
aHamizy» Ta TOKpAaIleHHs KoopAuHamii. s omTrmMizamii mpoIeciB >KUTTEBOTO HUKIY B JaHiii poOoTi
3aMPOITOHOBAHO HACTYIIHI BIOCKOHAICHHS:

Kitto4oBi BIOCKOHATICHHS CUCTEMH:

e JluHamiuHi Barum: aBTOMaru3ailis BUOOPY cTparerii 3aIe)KHO BiJ] KOHTEKCTY.

e IlepepuBuacTte MIIaHYBAHHS: MEXaHI3M IIBUAKOI BAiAIli] MJIaHy JJIs1 MUTTEBOI peakxilii Ha 3MiHH.

e Tiopuana momenbr (GOAP + BT): po3moxmin piBHIB aOCTpakilii JJis 3HMKCHHS HAaBaHTaXCHHS Ha
IJIaHYBaJIbHHUK.

BucHoBknu

BupoBamkennst aganrtuBHOi apxiTektrypu GOAP € parioHaqbHAM PIlICHHSM JUTST ONTHMI3aIlii KUTTEBOTO
LUKy CKJIaHUX IrpoBUX cuUcTeM. Po3MexyBaHHS JIOTIKH Ta IiJiel 3a0e3mneuye BUCOKY MACIITa0OBaHICTh Ta
cnpourye eran cynposoxy II3, mo3Bomsroun iHTerpyBaru HOBHH (yHKLiOHAN Oe3 MOPYIICHHS LiTICHOCTI
cucTeMH. BUKOpHUCTaHHS TUHAMIYHMX Bar He TUTEKHM HaOmmkae moBeninky NPC mo anrponoMopdHoi, ane i
J03BoJIsIE €(hDEKTHBHO KepyBaTH OOUMCIIIOBAIBHUME PECypCaMH Ha BCiX eTanax eKCIuTyaralil MpoayKTy.
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