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MOJYJbHA CUCTEMA NAPAMETPU30BAHOI TEHEPAIIII NPC
Y CEPEJOBHAIII UNITY HA OCHOBI DATA-DRIVEN IIIAXO Y

BiHHMIIbKHI HAIllOHAJIBHUM TEXHIYHUH YHIBEPCUTET

Anomauisn. Posensinymo nioxoou 00 agmomamu308aH020 CMEOPEHHS HeiZpOBUX NEPCOHAMNCIE Y KOMN TOMEPHUX i2pax.
Ilposedeno ananiz cywachux memoodie ecenepayii NPC ma o6rpynmosano ooyimbHicme euxopucmanns data-driven
apximexmypu. 3anponoHo8ano MooyivHy cucmemy napamempusogaroi eenepayii NPC y cepedosuwyi Unity, sika 3a0e3neyye
agmomamuyne QOPMYBAHHA XAPAKMEPUCIUK NePCOHAdCI8, NePesipKy CYMICHOCMI napamempié ma iHmezpayino 3
npeghabamu izpogux 06 ’exmis.

Kuarouosi cioBa: Unity, NPC, renepauis nepconaxis, ScriptableObject, data-driven, irpoBa po3po0ka.

Abstract. Approaches to automated creation of hon-game characters in computer games are considered. An analysis of
modern methods of NPC generation is carried out and the feasibility of using data-driven architecture is substantiated. A
modular system of parameterized NPC generation in the Unity environment is proposed, which provides automatic
formation of character characteristics, checking of parameter compatibility and integration with game object prefabs.
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Beryn

HeirpoBi mepcoHai € Ba)IIMBOIO CKIIQJOBOI0 CYYaCHHX KOMIT FOTEPHUX Irop, OCKUIBKK 3a0e3MeuyroTh
B3a€EMOJIII0 KOPUCTYBa4a 3 BIpTYaJbHAM CEpeloBUIIEM Ta (POPMYIOTH HANMOBHEHHS IrpOBOrO CBITy. Y
Macmra0HuXx mpoektax KinmbkicTh NPC Moxke csratm coTeHb a00 THCSY €K3EMIUIPIB, II0 POOUTH pydHE
CTBOPEHHS KOXHOTO MTEPCOHAXKA TPYJOMICTKHM ITPOIIECOM.

Mertoro poboTH € po3podka MOIYIBHOI cucTeMu apamerpusoBanoi rereparii NPC y cepemosuii Unity, sika
3a0e3neyuye aBTOMAaTU30BaHE CTBOPEHHSI IEPCOHAXKIB HA OCHOBI 33/1aHMX XapaKTEPUCTHUK Ta MPaBUJI CYMiICHOCTI.

OO0’ €KTOM JTOCTIIKEHHSI € MPOIIeC aBTOMATH30BaHOI TeHepallii HeirpoBUX MEPCOHAXKIB.

[Ipenmerom nociifKeHHS € METOAM Ta IMPOrpamMHi 3aco0u peanizamii cucTeM nmapaMeTpu30BaHOl TeHeparlii
NPC y cepenosumii Unity.

AHaJi3 icHyr4ux nmiaxonis

VY cydacHHX irpax Uil CTBOPEHHsI BEJIMKOI KUIBKOCTI MEPCOHAXIB IIUPOKO BHUKOPHCTOBYIOTHCS METOIN
MPOIIEyPHOI TeHepallii KOHTeHTY. BOHU J103BONSIIOTH aBTOMaTH3yBaTH (hopMmyBaHHsS xapakrepucTuk NPC Ta
CKOPOTUTH BUTPATH 4acy Ha pO3pOOKY irpOBOTrO KOHTEHTY.

OnHUM 13 IEPCIEKTUBHUX MIXOIB € BUKOpUcTaHHs data-driven apxiTeKTypu, y SKild JaHi BiJOKpeMIICHI BiJl
nporpamuoi Jjoriku. Takuil migxin 3a0e3medye MOXIIMBICTH 3MIHIOBaTH MapaMETpH NEPCOHAXIB 1 mpaBuiia
reHepaitii 6e3 Mojudikarlii BUXiJHOro KOy CUCTEMHU.

Cepenosutie Unity [1] Hagae edeKTHBHI IHCTPYMEHTH JIJIsI peajizallii MoMiOHUX pillieHb, 30KpeMa MeXaHi3M
ScriptableObject [2], sikuii 103BOJsIE LEHTPali30BaHO 30epiraTu KOHQIrypamiiHi 1aHi Ta BUKOPUCTOBYBATH iX
i1 9ac TeHepairii epcoHaxiB.

[IpoBenenuit aHai3 mokasaB JOUIJIBHICTh CTBOPEHHS MOIYJIBHOI CHCTEMH, IO MOEAHYE aBTOMAaTH30BaHY
TeHEepaIlilo XapaKTepUCTUK, MEXaHI3MU MEPEBIPKU JOTIYHOI CYMICHOCTI IMapaMeTpiB Ta IHTETPAIliio 3 IFPOBUMH
o0’exramu Unity. JlogaTKoBOIO MepeBarol0 TaKOro MiAXOAy € MiJIBUIIEHHS MaclTa0OBaHOCTI Ta THYYKOCTI
CHUCTeMH, MO CIpONIye ii afamTamiio 10 PI3HUX KAHPIB IrpoBUX TPOEKTiB. Lle mo3Bomsie po3poOHHUKaM
e(eKTHBHIIIIE KepyBaTH IPOIECOM CTBOPEHHS TMEpPCOHaXIB 1 3abe3medyBaTd OUIbIITY PI3HOMAHITHICTh
TCHEPOBAHOT'0 KOHTEHTY 0€3 3HaYHOT0 30UIBIICHHS TPYIOMICTKOCTI pO3POOKH.



OcobauBocti peasizanii cucremu
PospobsieHa cucrema peanizoBana y cepemoBuini Unity Ta moOymoBaHa 3a TNPUHIMIIAMH MOIYJIBHOT
apxitektypu. [lo 1 ckiagy BXOmATh MOAYNI BBEACHHS IMapaMeTpiB, 30epiraHHs JaHWX, TeHepalil
XapaKTepUCTHK, TIepeBipku cymicHOcTi Ta ctBopeHHs NPC Ha crieHi.

Jnst 30epirands KoH(irypamiiiHux maHux BHKopuctano ScriptableObject. ¥V cxoBuii MicTSTBCS CIHMCKH
iMeH, Tpodecili, poiel, CBITOIIAIB Ta IHIIMX XapaKTePUCTHK MEPCOHAXIB, a TAKOX BiAMOBIMHI mpedadu
IrpoBHUX 00’ EKTIB.

Cucrema miATpUMYE PYYHHHA, aBTOMATHYHAN Ta KOHTPOJIbOBAHUH PEKMMH TeHepalii. Y pydHOMY pekuMi
KOPHCTYBad CaMOCTIHO 3aj[a€ XapaKTePUCTUKH TIEPCOHaKa, TOJl SK aBTOMATHYHHHA pexuM 3abe3medye
BUIAJIKOBHI BHOIp MapaMeTpiB i3 BUKOPUCTaHHSM KOH(DIrypaiitanx nannx. KoHTponsoBaHUl peXuM J03BOJISIE
¢ikcyBaTH OKpeMi XapaKTEpPUCTHKU Ta aBTOMAaTHYHO TeHEePYBaTH 1HIII.

Monenb Bzaemoii komroneHTiB cucremu renepaiii NPC HaBeneHo Ha puUCyHKYy 1.
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Pucynok 1 — Monens B3aeMoii KoMIoHeHTIB cuctemu renepaitii NPC



Peanizanisi mexanizmy renepanii NPC

OcHOBY poOOTH CHCTEMH CKIIQla€ MOAYJb TeHepallii mapamerpiB mepcoHaxa. Jlmst Bubopy poseit
BUKOPUCTOBYETBCS MEXaHi3M BaroBOTO PO3MOJITY, 3a SKOIO KOXHIM pONi MpU3HAYAETbCA KOEQilieHT
iMoBipHOCTI TIosiBU. Lle no3Bomnsie MonemoBaTu peanictuunmid po3noiyi NPC y Mexxax irpoBoro cBiTy.

[Ticns popmyBanHs HabOpy XapaKTepHCTUK BUKOHYETHCA TMepeBipka iX Joriynoi cymicHocti. [ns mporo
BUKOPUCTOBYEThCS HAOIp MpaBWJI, SIKI BU3HAYAIOTH JOMYCTHMI MOEAHAHHS pojied, mpodeciii, BiKy Ta iHIINAX
napaMmeTpiB. Y BUMAJKy BUSBJICHHS KOHQUIIKTY CHCTEMa aBTOMAaTHYHO BUKOHYE MOBTOPHHUI BHOIp HECYMiCHUX
XapaKTePUCTHK.

ITicns ycminiHoi mepeBipKy MapamMerpiB 3MiHCHIOEThCS aBTOMATHUHKI BUOIp BidmoBigHoro mpedada [3] Ta
ctBopenHst NPC y cueni Unity.

BucnoBok

Po3pobnero moayneHy cucremy napametpu3oBanoi reHeparii NPC y cepemoumii Unity Ha ocHoBi data-
driven migxomy. 3anpornoHoBaHe pillieHHs 3a0e3leuye aBTOMATHYHE CTBOPEHHS MEPCOHAXIB, MATPUMYE pi3HI
pOKUMM  TeHeparii Ta peami3ye MeEXaHi3M [EpeBipKH CYMICHOCTI  XapaKTepHCTHK. BuKopucraHHs
ScriptableObject 3abe3nedye neHTpanizoBaHe KepyBaHHS IaHUMH Ta CIPOLIyE MaclTaOyBaHHS CHCTEMH.
[IpakTryHe 3acTocyBaHHsSI pPO3pOOJIEHOrO pillleHHs A03BOJse€ ckoporutH vac crBopeHHs NPC, miaBuimutu
PI3HOMAHITHICTh MIEPCOHAXKIB Ta MOKPAIIUTH €()EKTHBHICTH PO3POOKH iIrpOBOTO KOHTEHTY.
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