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Y cyudacHOMy CBITI, Ae IudpOBi3allis Ta BHCOKHHA pIBEHb CTPECy €
BEJIMKOIO MPOOJIEMOI0, € aKTyaIbHUM TONTYK HOBHUX METOJIB MCHXOEMOIIIHOT
kopekuii. [l] BuKOpuUCTaHHS IHTEPAaKTUBHUX BI3yaJIbHUX CEpPEIOBUIII
(Bieoirpu) I03BOJIIE MOJEIIOBaTH O€3IeuHi, BECENi, a caMe€ TroJIOBHE — 0e3
MIKOAM JUIA OTouyrouux. [IpoTe OUIBLIICT, Cy4acHUX ITPOBUX MEPCOHAXKIB
(NPC) matoTh )KOpCTKO JETEpMIHOBAHY MOBEAIHKY, 10 MPU3BOAUTD JJO IIBUAKOI
aganTarlii, BTpati OKyCy Ta 3aI[IKaBJICHOCTI.

Mertoro maHoi poOoTH € po3poOKa aAaNTUBHOIO AJTOPUTMY MOBEAIHKU
NPC, sxuit iMiTye >KHBY ICTOTY 3 1i Hemepea0auyBaHICTIO,pOOISTIN
PO3BaXKaJBHUN KOHTEHT OUTBII <JTIOISTHIIIIAMY.

st po3pobku O0yso0 o6pano 00’ exkTHO-opieHToBaHui miaxia (OOII) [5]
ta irpoBui pymni Unity. Jns opranizamii joriku nosediHku NPC Oynu
BUKOPHUCTaHI apXITEKTypa iepapXiuHux JepeB noseninku (BehaviorTree)[2] Ta
norika nepconaxa J[>eci (Bopona). BuOip iepapxiuHux AepeB OOIPYHTOBAHO
TUM, IO Ha BIAMIHY BIJl JIHIAHOI CTPYKTYpU alIrOpPUTMY,JEPEBO IMOBEIIHKH
J03BOJISIE  CTBOPIOBATM MOJYJIbHI Ta THYYKI CTPYKTYpH, [€ KOXXHAa TUIKa
BI/IMOBIZIA€ 32 OKPEMY 1110, a BYy30J1 32 YMOBY.

CrtpykTypHa cxeMa po3po0JIeHOTO alropuTMy IpeacTaBieHa Ha puc 1.
[Tpunun poboTH naHoi cxemu moJiArae B HactynHoMmy. [licis iHimiarii o0xomy
(Starttick) kepyBaHHS TiepenaeTbcs KopeHeBoMy By3iy (Selector), sikuii Ha
OCHOBI TPIOPUTETHICTH i BU3HAYA€ TOJAJBIIY MOBEIIHKY TepcoHaxy. s
IIOTO KOPEHEBUM BY30JI EPEBIPSE TPU T1IIKU MOI1M:

1. I'ika MATPUMKH: aKTUBalll MPUEMHUX aydaio Ta ay/ioBi3yaJIbHUX
CTUMYIIIB.

2. I'inka HeWTpanbHOI aBTOHOMHOCTI: 1MITallisl 3BUYaHOT BOPOHU (YUIICHHS
nip’si, MOIIYK iK1, CHOCTepekeHHs 3a rpasueM). Lle crBoproe edekt
IPUCYTHOCTI Ta HAIIOBHEHOCTI IrPOBOTO CBITY.

3. I'inka ajanTarlii: BUKOHAHHS HemepeadadyyBaHMX i, TakKUX SK:
NEepeMIlIeHHs] ITPOBUX MPEAMETIB, IO BUCTYNAE SIK KOHTPOJbOBAHUU
cTpecoBuid pakTop.
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Default

v

Sequence: Ildle

h 4

Action: Preen Feathers

Pucynok 1 — CtpykTypHa cxema JiepeBa MOBEIHKH IFPOBOT0 MEPCOHAXKA

Bysnmu Ttumy Sequencera SelectorpeainizytoTh JOTiKy 00X0Xy Jepesa,
oOpoOnsitoun  Tpu 0OaszoBi  crtaHu: Success, Failure, Running. By3on
SelectorBukonye 00Xi By3J1B 32 NPUHIMIOM 113 tOHKLIL. HaTomicTe By301
SequencedyHKIIIOHYE SIK KOH IOHKTOP: BIH ONUTYE BY3JIM MO Yep3l Ta MPUITUHSE
o0xig npu orpuManHi ctatycy Failure. Ctan Runninge KpUTUYHO Ba)KJIMBHM,
ockiibku Ao03Bosisie NPCBHKOHYBaTH TpuBajli B 4aci Jii 0e3 OJIOKyBaHHS
OCHOBHOTO MOTOKY Unity.

Peamizars HaCJI1TyBaHHS BIJI 0a30BOr0 KJ1acy
Nodeno3BonsieBUKOpUCTOBYBaTH TnaTepH Kommos3urt, mo 3abe3neyye 4HuCTOTY
koy3rigHo 3 npuniunamu OOIT [5].

Takum ymHOM, JlOTiKa areHta 0a3yeThCsl HAa 3UMTYBaHHI MapaMmeTpiB
cTaHy (MOJIB) KOpUCTyBaya B Kijaci agent.cs. AJTOpUTM aHali3ye IIBHUIKICTb
B3a€EMOJIII TpaBIsl 3 HABKOJMUINHIM CBITOM, WOTO pPIBEHb ICHXOJIOTTYHOI
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MIATPUMKA Ta PIBEHb CIOKOK (BHU3HAYAETHCA UYEPE3 YACTOTY MOMHUIKOBUX
nii) [2, 3]. OcHOBHI mapaMeTpu CTaHy CepeIoBUIIa HaBeAeH] B Ta0. 1

Tabmuns 1
OcHOBHI MapaMeTpu CTaHy CEPeIOBUILE
Hasga 3minHO{ Tun nanux y C# Onuc npuzHayeHHs
playerSuccessRate float KoedirieHnT ycmmHocTi il TpaBms

JUIsl BA3HAUYEHHS CTPECY

IdleTimer float JliuymIbHUK Yacy JyUIsl akTHBAIIil
HEHTpabHOI aBTOHOMHOCTI 200
IIPOBOKAIIT IpaBIIs

targetltemPosition Vector3 [IpocTopoBi KOOPAMHATH ITPOBOTO
mpeaMera.
isPrankReady Bool [Tpanop roToBHOCTI 70 iHIiITiaIi

CTpecoBOro (axropa

Ha ocHOBI 3amponoHOBaHOTO aJITOPUTMY OYJI0 pO3pOOJIEHO BIAMOBITHUMN
IpPOrpaMHUI 3acTOCYHOK. TexHiuyHa peainizailis BUKOHaHA Ha MoBI C# y
cepenoBuiiii Unity. B mporpami koxHa i areHTa peaji3oBaHa OKPEMO SK
OKpPEeMHUM KJIac, 1110 YHACHIayeThes Bij 6azoBoro Bysna Node. [3] Jlani nmpo craH
cBiTYy 30epiratothcs Ha gomill Blackboard (cnipHa mam’siTh AepeBa MOBENIHKH),
mo 3abe3nedye BHUCOKY NPOAYKTUBHICTP Ta HH3BKI BHUTPATH ONEPATHBHOL
naMm’siTi  3aMmIiCTh TOro, MmooO Oarato 30epiraTd Komid 3MIHHMUX a0o
nocunanb. lIpoBeneHe iMiTalliifHe MOJIETIOBAHHS MOKA3ayio, 110 BIPOBAKCHHS
HEJIHIMHOTO TEepCOHa)Xka, SIKU Mae TaTepHU MOBEIIHKU MiA0aJbOpPEHHS Ta
npoBokanii Ao3Boimao Ha 30% [oBiIe YyTpUMyBaTH yBary rpaBlisl, a TaKOX
3MYCUTH 3aXOTITH 3aBaHTAXUTH TPy I TOTO, 100 caMoMy MPOXHUTH I
MOMeHTH y Tpi. Lle cripusie emorliitHii po3psaaI yepe3 3alydeHHsT MEXaHi3MiB
ITPOBOI ITIKaBOCTI.

Po3pobnenunii  anroputM J03BOJISIE TIEPETBOPUTH HYJIHOTO ITPOBOTO
nepcoHaXka Ha OUTBII I[IKaBHM 1 HemepeadadyyBaHUM, 1110, B IIOMY, CIPHUSE
MOKPAIIIEHHIO HACTPOIO 1 ICUXOJIOTTYHOMY pO3BaHTaXKEHHIO [4, 5].
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