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IToOGynoBa irpoBoro iHTeJIeKTy 3a 10IIOMOr010 narepuy State B irpopomy pyuiii Unity

Komn tomepHi icpu Ha cb020OHI yeiiuiiu 6 sHcumms KOd#CHOI oouHu. Bonu 3aiimaromsv eenuxy uacmumny 6
indycmpii poszeae. InOycmpis ieop 3pocmae ma eBoNOYIOHYE KONCHO20 OHA 3A80AKU HOBUM MEXHONOIAM,
naamgopmam ma mpendam. Hanpuxaao xkibepcnopm cmas nonyusipHum cnocooom nposedenHs 0036iiis. Tpancaayii
ieop Ha naam@opmax, makux sk Twitch, YouTube nabynu eenuxoi nonyaspwocmi. Beauxa Kinvkicmo
KibepcnopmueHux 3smazansb 6KIIOYAE YUACMb KOMN'IOMEPHO KOHMPOIbOB8aHux 2pasyie (bomis). leposuil inmenexm
b6omig 6NIUBAE HA Pi6eHb CKIAOHOCMI Ma cmpamezii npoxodicents epu. Bin mooice 6ymu cnpoexmoeanuii 011 6omis
PI3HUX DIGHI8 HABUYOK, 610 NOUAMKIeYie 00 Oyice BUCOKOKEANIQIKOBaHUX onouenmis. Axwo ieposuil inmenekm
3a0e3nevye po3yMHUX NPOMUBHUKIG, MO 2pa cmae OLIbw GUKIUKAIOYOI0 i yikasoio. I pasyi modcyms 8iouyseamu 6niue
C80IX piutens, OCKiIbKU bauamo sk izposutl inmenekm 6omis gionogioace na ix 0ii. [lpuxnadom mooice 6ymu epa «Dark
Soulsy, de xmimauei ma Hewadni sopo2u CMEOPIOIOMb HAOZBUHALIHO BUKAUKAIOUUU 00c8i0 2pu. Takooic i2posuil
iHmenexm Modice KOHmMpOAO8amuU MeOPeHHs clodceny ma odianoeig y epi. Pozymui 6omu moocyms cmeoprosamu
2pasyAM IHMpuUSYIoUi cyenu ma pients, aKi GNIuearms Ha po3eopmants cioscemy. Ipukiad makux 60mie MoicHa
nobauumu y 2pi « The Witcher 3: Wild Hunty, oe ieposuii inmenexm ennueae na pozeumox crodxcemy. Memoio pobomu
€ 00CTIONHCEHHSl GUKOPUCIANHSL 12P06020 THmMeNeKmy ma 1020 nobydosa, ax 6asu 0 nodarbuol peanizayii 102iku
ieposux 00'exmig. leposuil iHmenexm peanizogano Ha Mosi npoepamysanna CH# 3 ypaxysawusam ocobausocmeil
ieposoeo pywis Unity ma memooié 00’ €KmMHO-0OPIEHMOBAHO20 NPOEKMYBaHHs. Bin Modice GUKOpUCMO8YS8AMUCH
npospamicmamu pizHux pieHie, ma Ha PISHUX cMAdiax po3poOKu NpoOyKmy 3aIulamumemsvCs aKmyaibHum ma
3PYUHUM Y GUKOPUCHIAHHI.

Kniouoei cnosa: Unity; Pattern State, C#; ieposuti inmenexm, komn tomepHi icpu.

AKTyajbHicTh TeMH. PHHOK Bizeoirop 3aBoroBaB iHAYCTPilO PO3BAr i 3a OCTaHHI POKM OOIrHAaB TpaguLiiiHI
purkn no3piwrs. [pukian: The Last of Us, Warcraft, Pokemons, Uncharted, Lara Croft:Tomb Raider, orpumanu
eKpaHizalilo B cepianax Ta ¢inpmax. Benukoro ycmixy B iHAycTpii po3Bar nocsrid MOOLIbHI irpu, IO MOXKHA
MOSICHUTH X TOCTYIHICTIO ITiJ] 4ac JICHHOI PYTHHU Ta HEBEJIMKUMH CHCTEMHHMMH BUMOT'aMH JI0 rajukeTiB. Jlis ix
CTBOPCHHS HE IMOTPiOHI BEIMKI KOMaHIH Ta KOJOCANBHI OI0JKETH, aJKe CKIIaaHI rpadivHi 300paKeHHs Ha eKpaHi
MOOLTEHOTO Tele()OHy HEMOJIIMBO OIIIHHUTH. 3alopyKa YCIiXy — XOpoIlla MeXaHika i mikaBui crokeT. Came
BUKOPHCTAHHS MaTepHy State J03BOJISIE PO3AIIMTH CKJIAJHI MEXaHIKM Ha OKpEeMi 3aMiHs€Mi CTaHH, 110 B CBOIO
Yepry 3HMXKYE PU3MK MOSBH HEOUIKYBAHOI TIOBEAIHKH Ta JO3BOJISE JIETKO MIiHSITH a00 J0[aBaTH HOBI MEXaHIKH.
3acTocyBaHHS MaTepHy MOXKe OyTH KOPHUCHHMM SIK JUIS PO3POOKHM JIOTIKM TpaBlisl Ta NMPOTHBHUKIB, Tak 1 IUis
PI3HOMaHITHHX CKJIAQJIOBUX T'PH J€ BiICTEKYETHCS 3MiHA CTaHY 00’ €KTa UM CHCTEMHU.

AHaJi3 ocraHHIX AocaiTKeHb Ta nyoaikanii, Ha siki cnupaeTbest aBTop. [Ipy MoOyI0BI KOMI'IOTEPHUX
irOp BCE YacTillleé BUKOPHUCTOBYIOTh METOJHX SIK ITPOBOTO TaK 1 IITyYHOTO iHTENEKTy. ABTOpaMu cTarTi [1] Oymm
PO3IJISTHYTI  OCHOBHI apXiTEKTYPHI MiJIXOIH, SIKIi BHKOPHUCTOBYIOTHCSl JUIS CTBOPEHHS IMPOBOTO LITYYHOTO
iHTenekTy. B po0OoTi mpoaHaii3oBaHO IepeBard, HEJONIKM Ta OOMEXEHHs TakuxX apXiTekryp, sk Finite State
Machine, Behavior Tree, Utility Al. Illectomamos C. B., I'puroprok [I. K.[2] po3ristHym# OCHOBHI METOIU
pearizaiii irpoBOro MTYYHOTO IHTENEKTy B irpax xaHpy RPG. ABtopamu 3po0iieHO BHCHOBOK, IIIO TapHO
CIPOEKTOBaHMH irpPOBHUIi IHTEJIEKT JO3BOJISIE HE IrPOBUM NEPCOHAXKAM BECTH cebe OLIBII pealricTHIHO, 110 poOUThH
OB ITIKaBUM TeHMILIEH Ta 3aHYypIO€ TpaBud B Ipy. LLITydHMIT iHTETIEKT Ha CHOTOAHI BUKOPHCTOBYETHCS B PI3HUX
cthepax. Hanmpuxitag aBTopamu po6otu [3] 3ampormoHOBAaHO MPOTPaMHY peallizallifo 3 BUKOPUCTAHHSIM METOJIB
IITYYHOTO IHTEJIEKTY JUIS TOUIYKY BUILHOTO MicIlsl Ha mapkoBui. Po3po0OiieHa ciucreMa Halae 3MOT'y KOPHUCTyBadam
aBTO 3/IMCHIOBATH TOINYK BUIBHHMX MICIb, BUTPAualouu NpH IbOMY MiHiMyM vacy. Mapuyk JI.K. ta inmm [4]
OTIHCYIOTH TPOILEC 3aCTOCYBAaHHS HEMPOHHUX MEPEX AJIS PO3Mi3HaBaHHS AAKTWIHHOI MOBH YKpaiHCHKOI abeTKu.
B poboTi BuKOpHCTaHO OCOONMBHI PI3HOBHI apXIiTEKTypH PEKypEeHTHHX HEHPOHHHX MEpeX, 3AaTHUH 0
HaBYaHHS, a caMe MOJIeNb TOBroTprBaioi kopotkodacHoi mam’siti LSTM (Long short-term memory), sikuii qoBis
CBOIO e(eKTHBHICTb. Y cTaTTi [5] OnMCcaHO OCHOBHI ANITOPUTMH aHaNi3y MOTOKY KaJpiB BilE€OJAaHUX, IIO
HAJIXOJTh 3 Kamep Micta. OCHOBHOKO METOIO JOCIHIDKEHHS € MiHIMI3allis 4acy Ha MOUITYK BIIBHOTO MICIS YIS
MapKyBaHHA aBTOMOOUTA. Y cTarTi [6] JOCHIKYIOThCS ITOPUTMH IHTEIEKTYaJbHOTO aHANI3y NaHHUX, SKi Ha
OCHOBI IIpaBWJI i OOYMCIICHb JO3BOJIAIOTH CTBOPUTH MOJIENb, IO aHAJTi3ye NaHi, 3MIMCHIOIOYHN MOUIYK HMEBHHUX
3aKOHOMipHOCTeH 1 TeHaeHIid. LlImsaxoM AOCTiKEHHS AITOPUTMIB IHTENEKTYaIbHOTO aHalizy AaHuX Oyio
PO3pO0IIEHO MOJIEN Ta METO/IU /ISl BCTAHOBIICHHS BIUIMBY OJTHMX XPOHIYHMX 3aXBOpPIOBaHb HA iHIII. [IpoBeneni
JOCIIJDKEHHS CBITYaTh MPO IEPCHEKTUBHICTh BUKOPHUCTAHHS METO/IB IHTEJIEKTYaJbHOI'O aHANi3y AAHHUX Ul
MMABUIIEHHS IKOCTI MEIMYHOI JOMIOMOTH ITAI[IEHTaM.
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Finite-state machine (FSM) — e matemaruuna mMoaesb. [aHi, sIKi HOCTYNalOTh Ha BXiJ, B JACSKHA MOMEHT
4acy MOXXYTh 3HAaXOJWTHCS TUIBKM B OJHOMY 3 KIiHIIEBOTO YHCJIa CTaHiB. 3ajadyi, sKi MOXKHa BUPINIyBaTH 3a
JoroMororo KiHmeBux aBroMariB (KA) pisHi, Hampukiag B poOoTi [7] mpoBemeHO AOCHIIKEHHS MPHUCBIYCHE
PO3po0IIi aNTOopUTMY aHATI3aTOpa KOAY AJIS CHCTEMH AUCTAHIIHHOTO HABYaHHS MOB IporpaMyBaHHsA. OTpuMaHuit
pe3ynbpTaT mojsrae y Moaudikamii MeToxy CHHTAKCHIHOTO aHaji3y KOAYy Ha OCHOBI ITEpPaTHBHOTO alTOPHUTMY.
Takox y po0oTi mOOYJOBaHO MOJEIb CHHTAKCHYHOIO aHalli3aTopa 3 PO3MOAUIOM JiekceM. JlOCTiTHUKH Ta
NPaKTUKA BCE Il HaMararoThCsl 3HAWTH e(EeKTHBHI CIIOCOOM MOJEIIOBaHHS Ta TECTyBaHHsS BeO-JOAATKIB.
Y nmoxymeHTi [8] IpOMOHY€EThCSA TeXHIKA TECTyBaHHSI HAa CHCTEMHOMY DiBHI, SIka MO€IHY€E TeHEPAIil0 TECTiB Ha
OCHOBI KIHIIEBUX aBTOMaTiB 3 OoOMexeHHSAMH. Po3poOka TECTOBHMX BUMAIKIB € BaXIIMBOIO MPOOJIEMOIO LIS
TECTyBaHHS ITPOTPaMHOT0 3a0e31eYEeHHsI, TPOTOKOIIB 3B’ A3KY Ta IHIINX PEaKTUBHUX cUcTeM. Binomo psix MeTonis
JUTsL po3po0KK HaOOpy TECTiB Ha OCHOBI hopManbHOi crierudikarii, 3a1aH01 y Gopmi KiHeBoro aBromara. Y [9]
PO3IIISIAETHCS TA IPOBOAUTHCS EKCIIEPUMEHT 3 IUMU METOJIaMH, 11100 OLIHUTH 1X CKJIQ/IHICTh, HOBHOTY, 31aTHICTh
IO BUSIBJICHHS IIOMIJIOK, TPUBAJICTh 1 9ac CTBOPEHHS HAOOPIB TECTIB.

MeTtor0 HOCHIIZKeHHSI € aHajli3 MOXKIMBOCTEH BHKOPHCTAHHSA IrPOBOTO IHTENEKTYy NpPH CTBOPEHHI irop
BUKOpHUCTOBYIOUM pymuiii Unity. J[ist JocsSTHEHHS OCTaBIeHOT MeTH, HEOOXiTHO MOOYIyBaTH IrpOBHUIA IHTENIEKT Ha
0a3i marepHy State, BpaxoBylouu ocobimuBocTi irpoBoro pymrst Unity. Irposumit inrenekr (II) mae Oyrtu
CIPOCKTOBAaHMI TAKMM YHMHOM, 1100 MOXKHa OyJIO JIETKO Ta IIBHMJKO JOAABATH YHIKaJbHI MEXaHIKU Ta JIOTIKY,
irpoBUM 00’€KTaM SKi BiAPI3HSIOTBCS OAWH Bif omHoro. [loOynoBammii Il mMae cratw MIOHNM HiIIPYHTSIM IUIS
MOYMHAIOYNX PO3POOHHUKIB irop, sSIK Ha eTarri IpOeKTYBaHHS IIPOSKTY, TaK i Ha eTaIli CTBOpEeHHS poOoUoi Bepcii Tpu.

BuxuiajieHHsl 0OCHOBHOI0 MatepiaJy. 3a3Buyaii po3poOHHKH, SIKi He 3HAHOMI 3 KOHIeMIieto narepuy State,
BXKe B sIKifich Mipi HOTO peai3oByBasIH 32 JJOIIOMOT'0I0 BEJIMUE3HOIT KUTLKOCTI YMOBHUX OneparopiB. Po3risiHyBum
niceBaoKo 1 (puc. 1) MoxxHa MoOavnTH, 10 Taka peajizaiis Mae cBoi MiHycu. [lo-nepiie Bci yMOBU NEpEBIpSIOTHCS
KOXHUH Kanp y Metoai Update, 1o npuU3BOAUTE 10 BTPAaTH NPOILYKTHBHOCTI.

<= criticallp && target != null & undercover & !inWater || hp > criticalHp && target != null & !inWater)

ack && ammo !=0 )
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{
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if(!target & !inWater)
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*,true);

Puc. 1. Ilcesookoo

Hagitb micist Toro, Ko 60T CXOBaBCS 32 YKPHUTTSM, IIporpama IpoJIOBXKYe MepeBipsATH 1o yMoBy. [1o-npyre
JIesKi 3 YMOB 3aJiekaTh Bij iHmmx. Hanpukmaz, 60t Oyae npaMyBaTh 10 YKPHUTTS TOA1, KOJIM B HHOTO KPUTHIHUH
3arac 370poB’s Ta BiH Ma€ CynpoTHBHHUKA. A0 X, K O 10 60Ta JOAAIH JOTIKY INIaBaHH, TO HOTPiOHO Oyio 6m
Moau(ikyBaTH nomnepenHi ymoBu. Hanpuxiiag 60T He MOXKe CTPIIATH 1 Iepe3apsKaTHCh, KON BiH 3HAXOIUTHCS
y Boui. B maiiOyrHpOMY Takumii npoekt Oyne oOpocTaTd mIapaMu HEmoTpiOHOI CKIIaJHOCTI, IO MPHU3BEAE N0
HOTIPIIEHHS] YUTAHOCTI KOy, Oyzae 30iJbLIyBaTHCh HMOBIPHICTH JIONMYLIEHHS MOMHJIOK, IO B CBOIO 4YEpry
MIpU3BEIE 10 MOSBU HEOUiKyBaHOi Jioriku. L{e Bce 3aBakaTiiMe pO3BUTKY Ta MiATPUMIII BAIIIOTO MPOEKTY.
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[epen TuM sik posrisinaru natepH State, moTpiOHO MO3HAHOMUTHCH 3 KOHLEMIIEI0 MAIIMHK CTaHIB, TAKOX
BiJJOMOIO SIK CTCHT-MAIllMHA, sIKa JIGKUTh B OCHOBI peai3allii irpoBoro iHtenekty (puc. 2). Imes miei koHuemmii
TIOJISITA€E B TOMY, IO Ballla Mporpama MOKe 3HaXOAUTHUCh B MOMEHT Jacy TUTBKH B OJHOMY 31 CTaHiB, Ta IX KITBKICTh
€ CKiHYeHHO0. Pearmizaris cTaHiB, IX KiNBbKICTh Ta IIepexX01i MK HUIMH BU3HAaUEHI 3a31aneriap po3podorukom. 1o
kK coboro mpencrasisie ctan? Lle Mmoxxe Oytu abcomoTHO Oy b 110, 10 HaM MOTpiOoHO. Hampukinan, me Moxe Oyt
¢i3nuHMi a00 MEHTATBLHUN CTaH MEPCOHaXY, Iopa poKy abo wac nHs. CTaH BH3Ha4ae MOBENIiHKY 00 €xTa abo
cucreMu. Sk Om y Bamiii creiiT-mMammHi OyB cTaH MOpaHEHHS, TO BiH MIr OM BIZIMBAaTH HA XapaKTEPHCTHKH BAIIOTO
MEPCOHAXY, MO O 3MEHIIUTH IIBUAKICTH Oiry abo cmiry ynapy. st Toro mo0d CTBOPUTH CTEUT-MamIMHy BaM
moTpiOHO BU3HAYMTHCH 31 CTAaHAMH, SIKi MaTUMe crcTeMa a00 00’€KT, Ta IepexofaMu Mixk HUMH. Tako IOTpiOHO
o0paTH OYaTKOBUI CTaH, IKUi OyJie 3aIlyCKaTUCh NIPU CTapTi MaIllHU.
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Puc. 2. Cmeum-mawuna

[Narepr State — e MOBeXiHKOBHH NaTepH IPOCKTYBAHHS, SKHMH BUKOPUCTOBYETHCS Pa3oM 3 00’ €KTHO-
Opi€HTOBAaHMMHM MOBaMH NporpamyBaHHsi. OCHOBHA iJies IATEPHY MOJIATAE y TOMY, IO KOXKEH CTaH peali30BaHui
SIK OKPEMHUH KJac, i KOJM CTaH 00’€KTa 3MIHIOETHCS TO BUKIMKAETHCS BINIMOBIMHA pearizallis kiacy. B kmacax
CTaHIB 3HAXOAMThCS MPUTAMaHHa iM JIOTiKa, sIKa BiIIOBI1a€ 3a cieudivHy MoBeIiHKY 00’ ekTa y cTaHi. Bei ymoBH
JUTS TIEPEXOIy MK cTaHaAMH 00’ €KTa, ONMMMCYIOTHCS Y BIATOBIIHUX KJIacaxX CTaHIB, IO TOKPAIly€e YUTa0CIbHICTD
Ta MiATPUMYBaHICTh KoIy. Takoxk B CTPYKTYpi aTepHY HAassBHHUI KepYHOUHMH Kiac, SKUi 30epirae MOCHIAHHS Ha
MOTOYHHWI CTaH Ta BCi IHIII TpUTaMaHHI 00’e€kTy cTaHW. BiH Oyzae memeryBaTu poOoTy, ska BigIoOBigae 3a
MOBE/IIHKY 00’€KTa y SIKOMYCh CTaHi, BIANOBIIHMM KilacaM crasiB. Lleil marepH poOuUTh mpolecH KepyBaHHS
CTaHaMU POCTUMH y pO3yMiHHI Ta peaizaiii. OKpiM I1bOT0, BiH J03BOJISE JETKO Ta MIBUAKO [0[aBaTH HOBI CTAHU
00’exTy, 6e3 moTpedu y MoaudiKyBaHHI iICHYIOUHX CTaHiB.

Peanizaniss BnacHOi CTeifT-MallMHY, PO3MOYMHAETBCS 31 CTBOPeHHs Kepyrodoro kiacy Context Ta
abctpakTHOTO Kiacy AbstractState, siki € ocHOBow it marepHy State (puc. 3). Context Oyae 3aiimMaTHCh
CTBOPEHHSIM 1 KepyBaHHSAM EK3eMIUIIpaMH KJIaciB KOHKPETHHMX CTaHIB MiJ 4ac irpoBoro mpotecy. Takox
Kepyrouuil Kkiac Oyzae mepeiaBaTH aKkTyallbHi, HEOOXiJHI JlaHi akTHBHOMY craHy. AOCTpakTHHil Kinac Oyxe
CIIyTYBATH IA0IOHOM JUIA peaji3alii KOHKPETHUX CTaHiB.

CONTEXT Abstract State
ABCTPaKTHMIt KNAC - NPOTOTHN ANA KOKKPETHUX CTaNIB
P YETBCR ANA 5a30B0i NOriKY BCIX KOHKDETHIX CTaHie
Attack State BUMKOPHCTOBYETBCA ANA BUIHAHEHHA TUNY SMIHHOI NOTONHOMD CTaHY B KOHTEXCTI
et Patrol State Reload State
EnterState()
UpdateState()
DAIA ExitState()
OnCollisionEnter()
CTEOpIOE T3 30EPIrac exseMNNSPY KNaCcie CTany
Mepeaae AanHi 20 NOTOSHOTO CTaHy / l \
Hacniayeteca eig knacy MonoBehaviour
SElRPEIBON i sy MivcCebmion Aftack State Patrol State Reload State

Concrete State

KomkpeTHi CTanu - CaMoR0CTaTHI , 3i CBOEK 0COTNHEOI NOTIKOK.

MaroTb Bnacki BNacTUBOCTI Ta METOAM

Puc. 3. Cxrnadosi namepny State
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Jns toro moO, HE BTpayaTH Yy MPOAYKTUBHOCTI, NpPH TNPOSKTYBaHHI CTEUT-MaIllWHH, HACIIJIHHUKOM
MonoBehaviour € Tineku omun knmac Context. CkpuntH, sKi HacmigyoTbes Big MonoBehaviour, moxHa
BUKOPHUCTOBYBATH fAK KOMIIOHEHTH irpoBoro o0’ekrta. Bomm wmatote ™ertomm Update, FixedUpdate,
OnCollisionEnter, OnTriggerEnter Ta iHmri, gxi € gacTiHOIO XUTTEBOro nUkIy Unity [10]. Came 3aBasku mum
METOAaM, BH MOXETe i3HATHCH 5K Ball 00’ €KT B3a€MOJIi€ 3 HABKOJIHIITHIM iTPOBAM CBiTOM a00 OHOBIIIOBATH HOTO
noBe/iHKy. Yci ckpuntu MonoBehaviour 3HaxoasTecst y crnmckax oHoBiieHb Unity. Lle 3HauuTh 110 MeTonu
JKUTTEBOTO LUKITy BUKIMKATUMYTHCS B KOXXHOMY KaJpi, HaBiTh SIKIO BOHM B3araii Hi4oro He poOmsith. Komu
KIJTbKICTh TaKMX CKPHITIB CTa€ AyKE BEIMKOIO, HAKIAJHI BUTPATH HA BHKIWK THCAY METOMAIB OHOBJICHHA
MOYMHAIOTH OyTH NOMITHIMH. B Takuii MOMEHT MOXe OyTH BKe Mi3HO 3MiHIOBAaTH apXiTEKTYpy I'PH.

Jami crtBoproemo aOcrpakTHHM kiac AbstractState, sikuii Oyjge BHUKOPHCTOBYBAaTHCh IIPH  peaitiarii
KOHKPETHHX CTaHiB. B mpomy kiaci Oymo cTBopeHO uyoTupHu abctpakTHi Meronu: EnterState, UpdateState,
ExitState tTa OnCollisionEnter. KirouoBe cimoBo abstract Oins MoaudikaTopiB TOCTyImy METOIIB, TO3BOJHTH
TIePEeBU3HAYNTH JIOTIKY JAJIS KJaciB HACHigHWKIB. Takok BOHH MaiOTh OyTH IyOJIYHHUMHE, MO0 MOXHA OyJo iX
BUKJIMKATH B Kepyrodomy kiaci. OkpiM mporo OyB peanizoBaHHN KOHCTPYKTOp, KW HpUiMae B ImapaMeTrpax
exzemMmisip kiacy Context, 10 J03BOJIMTh OTPHUMYBATH BCi HEOOXiJHI KOMIIOHEHTH Uil pOOOTH CTaHy, 3a
noromMoroto Mmetoay GetComponent().

using UnityEngine;

Jpublic abstract class AbstractState
{

protected Context context;

& public AbstractState(Context context)
{

this.context = context;

public abstract void EnterState();
public abstract void UpdateState();
public abstract void ExitState();

public abstract void OnCollisionEnter(Collision collisien);

Puc. 4. Peanizayis wabnona cmauy

JJI IoganbIIoro MpoeKTYBaHH CUCTeMH Oynu oOpaHi CTaHHU, HEOOXiqHiI 00Ty 3 mceBaokoay. CTBOPIHOEMO
kimacu AttackState, ReloadState, TakeCoverState, PatrolState, siki HaciimyroTbcs Bin kimacy AbstractState, Ta
kepyrounii knac Context. PeanizoByBaTu cTaHM MOYMHAEMO 31 CTaHy NaTPYJIIOBAHHS, SIKHH 3aIlyCKaTUMEThCS
oJipa3y IpH CTapTi Hanrol MamuHu (puc. 5). B koHcTpykTOpi KiIacy iHimiamizyemo NavMeshAgent Ta cTBOproeMo
KOOPJMHATHU IS ATPYJIIOBaHHA. 3a JOMOMOTOI0 KITFOYOBOTO CJIOBa base, OTpUMYEMO JOCTYII 1O KOHCTPYKTOpa
kiacy AbstractState, e BinOyBaeTbes iHiIami3aMis 3aXUIEHOTO NOJIS B sIkoMy 30epiraerbest Context.
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-using UnityEngine;
using UnityEngine.AI;

spublic class PatrolState : AbstractState
{
private t _agent;
private _patrolPoints;

private int _patrolPointIndex = 8;

public PatrolState(Context context) : base(context)
{
-agent = context.GetComponent<NavMeshAgent>();
_patrolPoints = new Vector2[2);
Vector3 contextPosition = context.transform.position;
_patrolPoints = new Vectori(contextP ion.x, contextP tion.y, contextPo z + 16¢);

= new Vecto

_patrolPoint (contexthP ion.x, contex ion.y, contextPo on.z - 16f)
]
public override void EnterState()
{
_agent.SetDestination(_patrolPoints[_patrolPecintIndex]);
}
i
= public override void UpdateState()
{
if (_agent.resaininglistance == @)
{

if (_patrolPointlndex == _patrolPoints._Length - 1)
_patrolPointIndex = 8;
else
_patrolPointIndex++;
-agent.SetDestination{_patrolPoints{_patrolPointIndex]);

public override void ExitState()
{
-agent.isStopped = true;
3
public override void OnCollisionEnter{Collision collision)

{
if (collision.collider.tag.Equals{“Target®))
context.ChangeState(StateaNames Attack);

Puc. 5. Cnpoekmosanuii cman nampynio8anHs

Jami mepeBu3HayaeMo MeToAM Kiacy AbstractState 3a I0OMOMOro KIHOYOBOTO cioBa override, Ta
HANOBHIOEMO iX KOJOM, SKHMH BIJIOBiZa€ 3a MaTpyJIOBaHHS NO KoopauHaraMm. [Ipu BXoni B el craH,
NavMeshAgent Oyme oTpuMyBaTd KOOpAXWHATY IpuOyTTs 3 MacuBy _patrolPoints. J{am B metoxi UpdateState
Oyne mepeBipATHCH BiJICTaHb O L€l TOYKH, Ta y BHIAIKY 3aBEpIICHHS NepecyBaHHs BOHa Oyje MiHATHCH Ha
HACTYITHHUH eJIeMeHT MacuBy _patrolPoints. YV Bumajaky BUXOIy 3i CTaHy, IlepecyBaHHs 00Ta 3yIHHITUMETECS. B
meroni OnCollisionEnter, Oyzne nepeBipaTiCh Y 3iTKHEHHsI BiIOYJIOCh 3 LILTIO /IS aTaku i B TAKOMY BUIAIKY
BiZIOYZ€ThCS EPEXiJ 10 CTaHy aTaku.

3a aHaANOTi€I0 MOTPIOHO HATIOBHUTH 1HIN CTAHW MPUTAMAHHOKO JIJIsl HUX JIOTiIKOK. HacTynmHuM KpokoMm Oyze
peanizanis kinacy Context ta fioro merony ChangeState(), siIKiif BAKOPUCTOBYETBCS IS HIEPEXOAY 3 OHOTO CTaHy
B iHIwMit (puc. 6). st Toro, o6 B bOMY Kiaci 30epiraTi CTaHH, BUKOPUCTOBYETHCS HOMYJSIPHUI THIT KOJNSKIii
Dictionary. Ils kosekmis 30epirac 00'ekTH, SKi NPEACTABJIAIOTH MMApy KIIOUYiB-3HAYECHHS, J€¢ KIoueM Oyje
MepeniyyBaHuil THIT JaHWX enum, a 3Ha4eHHAMH OyAyTh HAcHiIKku abcTpakTHOro ximacy AbstractState. IIpum
BUKJIMKY MeToza Start(), CTBOPIOIOTBCS €K3EMIUIIpH KJIAciB, SIKI € cTaHaMM 00’€KTa, 1 JOJArOThCS y CIOBHHK
__states.

StatesNames takosx Oyne mapamerpom meroxy ChangeState(), 1uist Toro mo0 B HbOMY 3iHCHUTH TOIIYK MO
CIOBHHKY 3a KimodeM. [lepenq TUM SK 3MIHHTH CTaH, BHUKIMKaeThCs Horo merox ExitState(). dami mone
_currentState, sike 30epirae mocuJIaHHS Ha MOTOYHHM CTaH, 1HIIATI3YEThCSI 3HANICHUM 3HAYSHHSIM 31 CIOBHHKA, 1
BuKinKaeTsest EnterState() 1y HoBoro crTany.

11106 norika cTaHy OHOBIIIOBAJIACh KOKEH KaJIp 1 CKPUIITH CTaHIB MOTJIM pearyBaTH Ha KOJi3it0 00’€KTiB, MU
Bukimkaemo meroxu craHiB UpdateState() Ta OnCollisionEnter() y BiIHOBIZHUX METOJAax JXUTTEBOTO ILHKITY
Unity.
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using System.Collections.Generic;
using UnityEngine;

public enum

£
Attack,
Reload,
Patrol,
TakeCover,

public class Context : MonoBehaviouw

t

private AbstractState _currentState;
private Dictionary<StatesNam v ostractState> _states;
private void Start()
{
-states = new Dictionary<StatesN s, AbstractState>();

»= .Attack, nem Atta tate(this));
=.Reload, nem ReloadState(this));
.Patrol, newm

= . TakeCover, new

—currentState = _states. GetValueOrDefault(StatesN
—currentState .EnterState()

private void Update()
{

_currentState.UpdateState();
}

public void ChangeState(StatesNamesz stateNase)

{

_currentState.ExitState()
—currentState tates.GetValueOrDefault(stateNane)
_currentState . EnterState();
private void OnCollisionEnter(Collision collision)
{
—currentState . OnCollisionEnter(collision);

}

Puc. 6. Peanizayis xnacy Context

BHCHOBKM Ta NMepPCHEKTHBH MOJAJbIINX JOCTiKeHb. Y X0l podoTH Oylo MpoBeneHO aHawi3 3ajadi,
3aco0iB Ta METO/IB il BUPILIEHHS, B PE3YJIbTATI IKOTO0 BU3HAYEHO HEOOXIIHICTh BUKOPUCTAHHS MaTepHy State npu
po3po0I1i irpoBOTO IHTENEKTY. Bymo pO3IISHYTO KOHIICMII0O MAaIIMHU CTaHIB, MPOOJEMAaTHKy Ta CIocoOu
nooynoeu Il B irpoBomy pymii Unity. Koxg Oymo Hammcano MoBoro mporpamyBaHHS C#, 3 ypaxyBaHHIM
ocobmBocteit OOII.

Pe3ynbTaToM MpOBENEHOro JOCHI/KEHHS CTajlo CTBOpPEHHs irpoBoro iHtenekry B pymii Unity. 11
CIPOEKTOBAaHMH TaKUM YMHOM, 1100 MOHa OyJIO JIETKO Ta LIBHMJKO J0/aBaTH YHIKaJIbHI MEXaHIKH Ta JIOTIKY,
ITPOBHM 00’€KTaM SIKi BiIpi3HAIOTHCSA OAMH Bin omHOoro. [loOymoBaHMil irpoBHiA IHTENEKT € MIIIHAM MiATPYHTSIM
JUISl IOYMHAIOYHMX PO3POOHHMKIB irop, SIK Ha eTarli NpOeKTYBaHHs IPOEKTY, TaK 1 Ha eTaIli CTBOPEHHs poOo4oi Bepcil
rpu. [loOymoBanuii Il nmo3BoJisie mpaloBaTh Haj cTaHaMud 00’€KTa, OJHOYACHO OaraThOM IPOTpaMicTam,
HE3aJIE)KHO OAWH BiJ OJHOTO, III0 3HAYHO MPHCKOPIOE MPOIIEC PO3POOKH.
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Tereshchuk S.O., Panarina 1.V., Volskyi R.A.
Building game intelligence with the State pattern in the Unity game engine

Computer games have become a part of everyone's life today. They occupy a large part of the entertainment industry. The
gaming industry is growing and evolving every day thanks to new technologies, platforms, and trends. For example, esports
has become a popular way to spend leisure time. Game broadcasts on platforms such as Twitch and YouTube have become
very popular. A large number of esports competitions involve computer-controlled players (bots). The game intelligence of
bots affects the level of complexity and strategies of the game. It can be designed for bots of different skill levels, from beginners
to very highly skilled opponents. If game intelligence provides smart opponents, the game becomes more challenging and
interesting. Players can feel the impact of their decisions as they see how the game intelligence of bots responds to their actions.
An example is the game «Dark Souls», where intelligent and merciless enemies create an extremely challenging gaming
experience. Game intelligence can also control the creation of the game's plot and dialogues. Intelligent bots can create intriguing
scenes and decisions for players that affect the plot. An example of such bots can be seen in the game The Witcher 3: Wild Hunt,
where game intelligence influences the plot development. The purpose of the paper is to study the use of game intelligence and
its construction as a basis for further implementation of the logic of game objects. Game intelligence is implemented in the C#
programming language, taking into account the features of the Unity game engine and object-oriented design methods. It can
be used by programmers of different levels and will remain relevant and easy to use at different stages of product development.

Keywords: Unity; Pattern State; C#; game intelligence; computer games.
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