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Ta MPOrpaMHOI iHXKeHepii

THTETPAIIS TEXHOJIOT'TA IITYYHOI'O IHTEJIEKTY B ITPOBUM PYIIINA
UNITY JJIA MOJAEJIIOBAHHSA NOBEAIHKHW ITEPCOHAZKIB

AHoTtamifg. Y poOOTi pO3IrISHYTO WiAXiJ 0 MOJETIOBAHHS TMOBEIIHKH HEIrPOBUX
nepcoHaxiB y 2D-cepenosuii Unity. O6'€eKTOM TOCTIIKEHHS € TIPOIIEC MOJICTIOBAHHS MTOBEIIHKA
HeirpoBux nepcoHaxiB y 2D-cepegopuiii Unity. [IpeameTom goChiKeHHS € METOIM 1HTETpartii
FSM, mnpaBunoBoi soriku Tta xommoHeHTiB Unity mis peamizanii moseninku NPC. Metoro
JOCIIJKEHHS € po3po0seHHs Ta 00rpyHTyBaHHs 2D-nporotuny B Unity, y sikomy noseziinka NPC
peartizyeTbes 3a I0TIOMOTOI0 TIPOCTUX AJITOPUTMIB IITYYHOTO iHTEJIEKTY, CKIHUEHHOTO aBTOMaTa
CTaHIiB i KOMIIOHEHTIB pearyBaHHs Ha IOJIOKEHHS rpaBi. [IpakTiyHa yacTuHa OpieHTOBaHA Ha
BUKOPUCTaHHS KOMITIOHEHTHOiI Mojeni Unity, 30HM pearyBanHs Area Awareness, CKpHUITIB
KEpPYBaHHS PyXOM 1 MEXaHI3MiB BIJICTEKECHHsI IIOTOYHOI'O CTaHy MEpPCOHaXa. 3alnporOHOBAaHUM
HiAX11 Ja€ 3MOTY CTBOPUTH 3pO3yMily Ta KepoBaHy mojeinb nmoBeainku NPC 0e3 3acrocyBaHHS
CKJIaTHUX METO/IiB MAIIMHHOTO HAaBYAHHSI.

Karouogi cioBa: mryunuii intenekr, Unity, NPC, 2D-nipoToTurl, CKiHYCHHH aBTOMAT
cTaHiB, Area Awareness, IMOBe/IIHKa IIEPCOHAXKIB.

Beryn. YV cydacHoMy irpoBoMy po3poOJIeHH! IITyYHUI 1HTEIEKT € BaXJIMBUM 3aCO00M
dbopMyBaHHS THHAMIYHOTO irpoBoro cepenoBuia [7; 3]. CaMe noBeliHKa HEITPOBUX MEPCOHANKIB
3HaYHOI0 MIpOI0 BU3HAYa€, HACKIJIbKU MEPEKOHJIMBOIO Ta IHTEPAKTHBHOI CHpPUHMAETHCS Tpa.
OxpeMe 3HaueHHs Mae€ Bi3yalbHa i IHTEpaKTHUBHA CKJaJ0Ba TaKUX HPOTOTHIIIB, OCKUIBKU
KOMIT'I0TepHa rpadika Ta 1HTEpaKTUBHI TE€XHOJIOTII MiJCHIIOIOTh HAOUHICTh POOOTH LU(PPOBOI
cucremMu. Hagith y HeBenukoMy 2D-npoekti NPC (HeirpoBuil mepcoHax), SKHi He JuiIe
nepeOyBae Ha CIeHI, a W pearye Ha MOJOXEHHs TIpaBlsd, poOUTHh IrpOBHH mpolec OLTbII
3MicToBHMM. [l peanizanii Takoi MOBEAIHKH JOLIIBHO BUKOPUCTOBYBATH MPOCTI allTOPUTMIUHI
H1X0AH, 30KpeMa CKIHU€HH1 aBTOMAaTH CTaHIB, YMOBHY JIOTIKY Ta IapaMeTpu 30HU BUSBIIEHHS [1;
2]. Unity € 3py4yHHM CepeJOBHUINEM JUIsl TaKoi peasi3allii, OCKUIbKH MiATPUMYE KOMIOHEHTHY
CTPYKTYypy 00’€kTiB, 2D-Ko0:i3i1 Ta mporpamyBanHs MoBoro C# [5; 6].

ITocTanoBka 3agavi. OcHOBHE 3aBJaHHS JIOCHIPKEHHS TMOJSATae y CTBOpeHHI 2D-
MPOTOTHUITY, B sikoMy BukopucTtanHs NPC MokHa 3MIHIOBAaTH TOBEIIHKY BIAMOBITHO 1O i
rpaBus. [{ns nporo HeoOXiAHO BU3HAYUTH CTPYKTYPY CLIeHH, HanmamrtyBaTu o0’extu Player
(I'paBeun), Enemy (Bopor) tTa Ground (3emuis, minatdopma), peanizyBaTi KOMIIOHEHTH pyXy i
KOMi3li, a Takok mNoOyayBaTH JOTIKYy MHepexoniB MK craHamu. OcoOauBYy yBary HOTpiOHO
npuaumTH TomMy, o6 moBeminka NPC Oyna 3po3yMisior0 JJis KOPHUCTyBadya Ta BOJHOYAC
JOCTaTHbO THYYKOI [UIS TIOAAJBIIOTO pO3MIMPEHHA. BaximmBo, 1mo0 airoputM He
NepeBaHTAXKyBaB CUCTEMY 1 MiI OyTH MOsiCHEHUH yepe3 mpocTy Mojesb FSM (Ckinuenuii aBromar
craHiB) [1].

Meta po6oTu. MeToro poboTH € po3pobiieHHs Ta 00rpyHTyBaHHs 2D-npototuny B Unity,
y sikomy noBeainka NPC peanizyeTbes 3a JONOMOTOI0 POCTUX AITOPUTMIB IITYYHOTO 1HTEJIEKTY,
CKIHYEHHOT'0 aBTOMaTa CTaHiB 1 KOMIIOHEHTIB pearyBaHHs Ha IMOJIOKEHHS TPaBLIS.



OcHoBHa yacTHHA. Y NMpakTU4HINA peamizaiii noBeainka NPC nmomana sik cucteMa CTaHiB.
ba3oBuM cTaHOM € maTpyIIOBAaHHS, IMiJT Yac SIKOT0 MEPCOHAXX BUKOHYE 33/1aHy TIOBEIHKY Ha CILIEHI.
[Ticnst mosiBU TpaBIls B 30HI pearyBaHHs Area Awareness (3oHa pearyBanusi) NPC nmepexoauts 10
CTaHy mepeciigyBaHHS. Taka opraHizaiis BiJIOBiJae MOJAENI CKIHYEHHOTO aBTOMaTa CTaHiB,
OCKIUJIBKM KOXEH CTaH Ma€ OKpeMe MPH3HAueHHs, a MepexiJ MK HUMH BiAOyBaeThCs JHIIE 32
BU3HAUCHHUX yMOB [1].

Jns opranizamii irpoBoi CIeHM BHUKOPUCTaHO KoMmoHeHTHMU minxin Unity. O6’exTH
CICHM MAalOTh BJACHI KOMIIOHEHTH: Bi3yalli3allilo, KOJAaWAepH, CKPUNTH KEpyBaHHA Ta
noBeiHKoBY Joriky. O6’ekT Enemy mictuts kommnonentu Character Controller (Kommonent
kepyBaHHs niepcoHaxkeM), Custom Collision (Bnacha norika komisiit), Enemy Fsm (CkinuenHuit
aBTomar craHiB Bopora) i Area Awareness. Box Collider 2D (IIpsmokytHuii 2D-konaiinep)
BUKOPHUCTOBYETHCS I BU3HAYEHHS MEX 3ITKHEHHS, a komrnoHeHT Enemy Fsm Bignosimae 3a
3miny cradiB NPC [1; 6; 5].

Oco0nuBicTIO peattizallii € BIIOKpEMJICHHS JIOTIKH PyXY BiJ JIOT1KA IPUHUHATTS pillleHb. 3a
nornomororo komnonenta Character Controller 3amatoTecs mapamMeTpu nepeMilieHHs IEPCoOHaXa,
toni sk Enemy Fsm kepye noBeninkoBUMU niepexogamMu. Y Mekax aBTOMaTa BUKOPUCTOBYIOTHCS
YMOBH HasiBHOCTI 11111 Ta BigaaneHHs rpaBud. Lle no3ossie NPC nepexoauTH Bif maTpyatoBaHHS
JI0 TIepPECITiIyBaHHs, a MiCJIsA BTPATH LIl MOBEpTATHCS 10 6a30B0i moBemiHku [1].

Jlns mepeBipku poOOTH aITOPUTMY 3aCTOCOBYETHCS Bi3yallbHE B1IOOpaKEHHSI TOTOYHOTO
crany NPC. Komnonent Al State Logger (Komnonent Binoopaxenus crany 1) nepenae gani 1o
TekcroBoro enemenrta Current State (IloTounwuii cTan), 1m0 cOopoIrye TeCTyBaHHS y pexxumi Play
Mode (Pexxum TecTyBaHHs). 3aBISKH [IbOMY MOXHA 0€3MM0CEPEAHBO CIIOCTEPITaTH, Y KOPEKTHO
BiZIOYyBA€THCS 3MiHA CTAHIB y BIAMOBIAb Ha MOSBY a00 BijgasieHHs rpaBis [5].

BucHoBkH. Y pe3ynbrari JAOCTIDKEHHS MOKa3aHO, IO MPOCTI AJITOPUTMH IITYYHOTO
IHTENEKTY MOXYTh OyTH €(pEeKTHBHO BHUKOPHCTaHI i MojentoBaHHs nosedinku NPC y 2D-
npoekTi Unity. CKIHYEHHMI aBTOMAT CTaHIB 3a0e3Neuye JIOTIYHY CTPYKTypy MOBEIIHKH, Area
Awareness JJ03BOJII€ BU3HAYaTH MOMEHT pearyBaHHS Ha rpaBlis, a KOMIOHEHTHUH mijaxia Unity
CTpOIIy€ HAaJaITYyBaHHS Ta TECTyBaHHS CHCTEMH. 3alpONOHOBAaHA MOJENb MOXe OyTh
BUKOPHCTaHa SIK OCHOBAa JUISI TIOJAJBIIOTO PO3BUTKY, 30KpeMa J0/JaBaHHS HOBHX CTaHIB,
CKJIQJIHIIIMX YMOB BHUSBJIEHHS, aHiMaliil abo B3aemoxii 3 kiibkomMa NPC. Bukopucranus
BI3yaJIbHOI IEMOHCTpAIlli Ta IHTEPaKTUBHOI NEPEBIPKU BIJIIOB1/Ia€ 3araibHii JIOTill 3aCTOCYBaHHS
IHTePaKTUBHHUX TEXHOJIOTiH Y poOOTi 3 KOMII I0TepHOIO rpadikoro [4].
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