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This work delves into the application of artificial intelligence (Al) patterns
in gaming, focusing on their impact on gameplay dynamics and player
experience. It examines various Al algorithms and their integration into game
design, highlighting the importance of adaptive and complex Al behaviors in
enhancing the overall gaming experience. The research aims to provide a
comprehensive understanding of how different Al patterns can be effectively
utilized to create more engaging and immersive games. Through this study, the
author seeks to contribute to the advancement of game development by offering
insights into the potential of Al in creating more dynamic and interactive
gaming environments.

[ToBeninka HeirpoBux nepconaxip (HIT a6o NPC) € kio4oBuUM e1eMeHTOM
y CTBOPEHHI IrPOBOTO CBITY, III0 BIUIMBAE HA 3aHYPEHHS I'PaBlls B IPy Ta Ha HOTro
BpakeHHsI BiJ Hei. Bona ommcye nii mepcoHaxiB, pearyro4u Ha il rpaBls Ta
3MIHU Y TPi, 110 POOUTH CBIT OLIBII KUBHM Ta nepekonauBuM. [loBeninka HII
CTBOPIOETHCS 32 JOMOMOTOI0 PI3HOMAHITHUX MIAXOJIB, BKIIOYAIOUN CKPUIITH,
CTAHOB1 MAIlIMHHU, Ta CHUCTEMH TIPABWJ, IO BHU3HAYAIOTHh iX peakiii Ha mojii B
ITPOBOMY CBITi. 3 PO3BUTKOM TEXHOJIOTIH 3'ABJISIIOTHCS HOBI MOKJIUBOCTI JUIS
nokpamieHass noBeainkun HII, 30kpemMa 3a JOMOMOrOK AJTOPUTMIB  LITYYHOIO
HTEJIEKTY, 1110 JIO3BOJISIFOTH CTBOPEOBATY OUTHIIT CKJIA/THI T PEATICTUYHI MOJIEJT1 TOBEIIHKH.

VY moBeniHIll HEIrPOBUX MEPCOHAXKIB MOXKYTh OyTH Pi3HI BIACTHUBOCTI, L0
poOJISITE 1X OUIBII peaiCTUYHUMHU Ta IIKaBUMU JUisl TpaBil. Hampuxnan, y
crpareriubid rpi HII Moxe nposBISTH ananTUBHICTh, 3MIHIOIOYU CBOIO
NOBEAIHKY B 3aJIEKHOCTI Bij NI rpaBIl, Y4 MAaTU MOXJIMBICTH NependadyBaTH
nii TpaBIg, TUM CaMUM TIOCUJIIOIOYM CKJIAJHICTh IrpOBOTO Tporecy. Taki
BJIACTUBOCTI HamNpsMy BIUIMBAIOTh Ha IrPOBUHM Mpolec Ta 3a0e3medyroTh
rIMOWHY Ta PI3HOMaHITHICTh I'POBOTO JIOCBIY.

[lepenbauenns B moBexdiHi HeirpoBux mnepcoHaxiB (HII) o3nauae
3MaTHICTh aHANI3yBaTWU /il TpaBIl Ta MPOTHO3YBAaTHM HACTYIHI Kpoku. lle
no3soisie HIT amanTyBaTucsi 1o crpareriii rpaBis, poOJissud Tpy OLIbII
JTUHAMIYHOIO Ta HemepeadadyBaHol0. B cTpareriyHux irpax, Takux SIK IIaxw,
nepen0ayeHHsT € KIIYOBHM €JIEMEHTOM 10 3al0e3ledye CKIAIHICTh TpH.
TexHiuHO nependayeHHsT MOXe OyTH pealli30BaHO 3a JOIMOMOIOK PI3HUX
anroputmiB. Bukopuctanus Monte-Carlo tree search [1] mo3Bossie ouiHOBaTH
pi3HI cueHapii Ta BUOMpaTH ONTHUMAJIbHY CTpaTeritdc Ha OCHOBI CHUMYJISIIT
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MOXJIMBUX XOJIB. [HIIMHA mMiAX1J — 3aCTOCYBaHHS MAIMHHOIO HABYAHHS,
30KpeMa HEHWPOHHMX MEpeX, Ui aHali3y MONepeAHiX Irop Ta BHUBYEHHS
MOBEIIHKH TpaBIls, o qo3Bosisie HII anantyBaTHCs 10 pi3HUX CTUJIIB TPH.

[Bunkicts Biaryky HII € BupimaasHuM pakTopoM y AMHAMIYHUX irpax [2],
JIe MUTTEBA peakKilis Ha Aii rpaBlisi MOXKE€ BU3HAYUTH ycmix abo nposail. B ekuH-
irpax a0o wmIyrepax, HampHKIaJ, MEPCOHaXl MOBUHHI IIBUAKO pearyBaTd Ha
aTaku TpaBlls, 3HAXOJUTH YKPUTTS ab0 KOHTpaTakyBaTd, MO0 3a0e3MeduTu
peayiCTUYHICTh Ta BUKIMK rpaBio. Cucrema mnoseninku (Behavior trees)
JI03BOJIsIE €(DEKTUBHO YIIPABIISITH PI3HUMH CTaHAMH Ta IMIBUAKO aIalTyBaTH iXHIO
noBeiHKY 110 3MiH y rpi. CkinuenHi aBtomatu (Finite state machines) MOXyTh
OyTH KOPUCHHUMH JIJIs MOJICTFOBAHHSI CIIPOIIIEHUX TOBEAIHKOBUX Mozenei, ne HIT
MO>KYTh IIBUJKO MEPEXOJUTH MI>K CTAHAMH BiJIMOBIHO J0 TOJIN Yy TPi.

Po3poOka mOBENiHKM HEITPOBUX TIEPCOHAXIB B Irpax € CKJIAJIHUM
IPOIECOM, KWW BHUMAara€ TJIMOOKOTO PO3YMIHHS SIK ITPOBUX MEXaHIK, TaK i
KJIFOUYOBOI ayaAMTOpli MpoekTy. BaxnuBumMu BiacTuBoCcTAMM [3], sK1 ciuif
BpaxoByBatn Tmipu ctBopeHHi HII, € mnepenbadeHHs, MBUAKICTH BIATYKY,
aJlanTUBHICTh, aBTOHOMISI, EMOLIIMHICTh, 1HTEJIEKTYJIbHICTh Ta HABYAHHS TOIIO.
i BIacTUBOCTI BIUIMBAIOTh Ha 3[IaTHICTh AJIalITyBaTUCA 10 PI3HUX CUTYyalld B
rpi Ta 3a0e3MeuyroTh MIIMOMHY Ta PI3HOMAaHITHICTH ITPOBOro JocBiay. Bulip
QITOPUTMIB Ta TATEPHIB JUIs peaii3ailii MOBEIIHKH IMEPCOHAXY € KPUTHYHO
BOXKJIMBUM. Pi3HI MiIX0aM, Takl SK CKIHYCHHI aBTOMATH, JIepeBa IOBEIIHKH,
GOAP, utility system ta MCTS, nponoHy0Th pi3HI MepeBaru Ta 0OMEKEHHS.
EdekTrBHE BUKOpUCTAaHHSA LIMX IHCTPYMEHTIB J03Bojsie cTBoputu Takux HII,
Kl 37JaI0TbCSI  PO3YMHUMH Ta peaimicTudHUMHU. KoMOIHyBaHHS PI3HUX
QITOPUTMIB Ta TMATEPHIB MOXKE TMPHU3BECTH [0 HAWKpalIuX pe3yJIbTaTiB.
Hanpukian, BHKOpUCTaHHS CKIHYEHHHX aBTOMATiB pPa3oM 3  JIepeBamu
noBeAiHKH. CKIHUEHHI aBTOMAaTH MOXXYThb BU3HauaTu 3araibHi cranu HII, Taki
SK aTaka, 000poHa a0o0 BTeYa, TOAl K JepeBa MOBEIIHKU MOXYTh JETali3yBaTH
KOHKpeTHI1 Aii, siki HII Bukonye B koxxHoMy cradi. Lle no3Bossie crBoputu HII,
Kl MalOTh YITKY CTpATeril0 MOBEIIHKH, ajie MPH LbOMY 3J1aTHI JO THYYKOi
ajanTaiii 10 pi3HUX CUTYallli B TPI.
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