MIHICTEPCTBO OCBITU I HAYKU YKPAIHU
HALIIOHAJIbBHUI YHIBEPCUTET «OJJECHKA FOPUIUYHA AKAJTEMIS»
®AKVJILTET KIBEPBE3ITEKU TA THOOPMAIIMHUX TEXHOJIOI'TH

Kadenpa inpopmarniitHux TeXHOIOTIH

KBAJII®IKAIIMHA POBOTA
Ha TEMY:
«BUKOPUCTAHHS TEXHOJIOI'THA IITYYHOTI'O IHTEJIEKTY B
IDLE/TYCOON ITPAX>»

Buxkonas: 3100yBau 2 Kypcy

PiBens marictp

["anmy3b 3HaHb 12 «IHpOpMaIliitHi TEXHOJIOT1IY,
crnerianbHicTh 122 «KoMI'roTepHi HayKn»

Yenenarok Ouiekcanap OJiekcaHapoBu4

KepiBHUK K.T.H., TOIICHT

ManakoB Ceprii IOpiiioBu4

Penienzent K.II€a.H., JOLICHT

JlorinoBa HaraJiis IBaHiBHA

Oneca — 2025



HALIIOHAJIbBHUI YHIBEPCUTET «OJJECBKA FOPUIUYHA AKAJJEMIST»
Q@axkynbTeT KidepOe3nexku Ta iHGopManiiHUX TEXHOJIOTIH
Kadenpa indopmauniiitHux TexHoJI0rii
l'any3b 3HaHb: 12 IndopmaniiiHi TexHom0ril
CreuianbHicth: 122 KoMmn'ioTepHi Hayku
Ha3sa ocBitHBOI nporpamu: Komn'ioTepHi Haykn

3ATBEPJIKYIO

3aBigyBau kadenpu iHPoOpMAIIHHUX TEXHOTIOTIN
nouent H.I. JlorinoBa

« » 20 poky

3ABIAAHHA
Ha KBagdiikaniiiny (0akanaBpcbKy) podoTy
3n00yBauy Yenenaroky Ouexcanapy OsiekCaHAPOBHYY
1. Tema po6oTu: « BUKOpHCTaHHS TEXHOJIOTIH MTYYHOTO iHTENeKTY B idle/tycoon irpax»
KepiBauk podotu: k.T.H, joueHt ManakoB Cepriii FOpiitoBuu
3aTBep pkeHi Haka3zoM Pexropa HY «OFOA» Bix «10» xoBTHS 2025 poky Ne 3182-06.
2. Ctpok nonanHs 3700yBaueM poOoTHu «25» aucronana 2025 poky
3. ara Bumayi 3apmanfas «02» gepBHs 2025 poky

KAHEHI[APHI/Iﬂ IUJTIAH
Ne Hasga eramniB maricrepcbkoi podoTu CTpoK BUKOHAHHS [Tpumitka
3/m eTariB poboTH
. Buti - -
n0ip TeMH, BUBYCHHS JTITEPATYPHHX JKEPEII Ta CKIIa 15.09.2025
JaHHs [UIaHy poOOTH
2 I:IIILFOTOB'Ka HEpILIOro Po3Jiry poOOTH Ta MOAaHHS 01.10.2005
HOro KepiBHUKY
3 HII[.FOTOBKa JPYTOTo PO3IiTy poOOTH Ta OAAHHS HOTO 14.10.2025
KEPiBHUKY
4 I:III[FOTOB.Ka TPETHOTO PO3LTYy POOOTH Ta IMOAaHHS 07.11.2005
HOro KepiBHUKY
5 | IligroToBKa BCTyMy Ta BUCHOBKIB 10.11.2025
6 Z[oqnpaquBaHHﬂ po0OTH 3 ypaxyBaHHIM 3ayBaKEHb 24.11.2005
KepiBHUKA
7 | Ilomaya enmeKTpOHHOTO BapiaHTy poOOTH Ha Kadenpy 25.11.2025
3n100yBau Onekcanap YEITEHIIOK
( migmuc ) (mpi3BuiLe Ta iHimiaIH)
KepiBHuk pobotu Cepriit MAHAKOB

( migmmc ) (mpi3BuIE Ta iHIIIAIH)



AHOTALIS

Yenenoiwk O.0. “BuxopucmanHs mexHono2iti wimyyHo2o inmenekmy 6 idle/tycoon
iepax”. — KBamigikariiina Maricrepcbka podora 3a criemianbHicTio 122 «Komm’roTepHi
HAYKH», OCBITHBOIO Mporpamoro « KoM 1oTepHi HayKm».

Po6ora Bukiagena Ha 100 cropiHkax Ta CKJIAQIaeTbesl 3 83 CTOPIHOK OCHOBHOIO
TEKCTY, MICTHTh 3 pO3IiIH, 9 pUCYHKIB, 4 TaOnwIli, 47 BUKOPUCTAHUX JDKEpena, 2 10/1a-
TKH.

MeTtoro pobotu € po3poOka Ta JOCIIHKEHHs T1IOpUAHOI apXITEeKTypu JUIsl Kepy-
BaHHS noBeaiHkoo NPC, ska moeanye aerepmidoBany FSM-Joriky i3 reHepaTHBHUMHA
Mozensimu LLM 3 MeToro miABUIIIEHHSI IMEPCUBHOCTI B3a€EMOII1 1 30epekeHHs CTab1b-
HOCTI €KOHOMIKHU IFPOBOTO CUMYJISITOPA.

O06’exTOM JOCHIIKEHHS € TPOoIeCH aBToMaTu30BaHoro ynpasiainas NPC y nud-
POBHUX CUMYJIATOPAX €KOHOMIKH Ta 0icCy.

[Ipenmerom AOCHIIKEHHSI € apXITEKTYpHI M mpakTHuH1 3aco0u 1HTerpanii FSM,
LLM ta acunxponnux mexanizmiB y NPC-cuctemax mis idle/tycoon-irop.

VY po6oTi 3anpornoHOBaHO TPUPIBHEBY apXITEKTYpY (CTpaTeriuHui, TAKTUUHUMH,
KOMYHIKaTUBHUHN PIBH1), BIPOBAHKEHO aCUHXPOHHY 00poOky LLM-3anuTiB, po3poo-
neno meroauky Contextual Prompt Engineering mis mepconanizamii NPC, peanizoBaHo
eKcIiepuMeHTalIbHEe TecTyBaHHs Ha npototumni B Unity. Haseneno UML-niarpamu, ¢yH-
KL10HAJIbH1 OJIOK-CXEMHU, pe3yIbTaTH MOPIBHSUIBHOIO TECTYBAHHS.

[IpakTuune 3HaUY€HHS POOOTH TMOJIATAE Y MOXKIUBOCTI 3aCTOCYBaHHS T1OpUAHOI
KOHIICTIIIIT JIJIsl TABUIIIEHHS IMEPCUBHOCTI, EKOHOMIYHOT CTabUIBHOCTI i BapiaTUBHOCTI
NPC y cydacHuX irpoBUX IMpOEKTax.

Knrouosi cnosa: mryunuii intenekt, NPC, FSM, LLM, Unity, prompt engineering,

IMEpCHUBHICTB, 1dle/tycoon.



ABSTRACT

Chependiuk O. O. The use of Artificial Intelligence technologies in idle/tycoon
games. — Master's Qualification Thesis in specialty 122 "Computer Science," educational
program "Computer Science."

The thesis consists of 100 total pages with 83 pages of main text, including 3
sections, 9 figures, 4 tables, 47 references, and 2 appendices.

The goal of the work is to develop and investigate a hybrid architecture for
managing NPC behavior, which combines deterministic FSM logic with generative LLM
models to enhance interaction immersiveness and maintain the stability of the game
simulator's economy.

The object of the research is the processes of automated NPC control in digital
economic and office simulators.

The subject of the research is the architectural and practical means of integrating
FSM, LLM, and asynchronous mechanisms into NPC systems for idle/tycoon games.

The work proposes a three-level architecture (strategic, tactical, and
communicative levels), implements asynchronous processing of LLM requests, develops
a Contextual Prompt Engineering methodology for NPC personalization, and provides
experimental testing on a Unity prototype. UML diagrams, functional block diagrams,
and comparative testing results are presented.

The practical value of the work lies in the possibility of applying the hybrid concept
to increase the immersiveness, economic stability, and variability of NPCs in modern
game projects.

Keywords: Artificial Intelligence, NPC, FSM, LLM, Unity, prompt engineering,

immersiveness, idle/tycoon.
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BCTYII

AKTyanbHICTb JOCTIIPKEHHS Y M€XKaX J1aHO1 MariCTepchbkoi poOOTH MOJIATA€ Y KPU-
TUYHIA HEOOXITHOCTI BUPIIIICHHS KOMIIEKCHOI HAYKOBO-ITPAKTHYHO1 ITPOOJIEMHU, 1110 TI0-
cTaJla epe;] Cy4acHOIo 1HAYCTpieto MOOUTbHUX 1rop. CydyacHa 1IHAYCTpist MOOUTIBHHX 1rop
JEMOHCTPY€E CTPIMKE 3POCTAaHHS, NMEPETBOPIOIOYKNCH HA JOMIHYIOUUH CEKTOp TJI00alib-
HOTO PUHKY ITU(pOBUX po3Bar, ae xanp Idle/Tycoon (eKOHOMIUHI CUMYJISTOPH 3 €JIeMe-
HTaMH{ TACHBHOTO JIOXO/1Y) 3aiiMa€ OJHY 3 MPOBITHHUX TO3HUIIIN 3aBISKA BUCOKHM TTOKa3-
HUKaM yTpuMaHHs rpaBuiB (Retention Rate) Ta monerunsauii. IIpore, 31 3pocTaHHSAM KOH-
KypeHIIii 3p0CTar0Th 1 BUMOTH KOPUCTYBAYiB J0 SKOCTI irpOBOTO JOCBITY, IO 3MYIIY€E
PO3POOHMKIB ITYKaTH HOBI CIIOCOOM 3alyYeHHsI Ta yTPUMaHHS ayAUTOPIi.

TpaauiiitHi miaxoau 10 MOJIETIOBaHHS MOBEAIHKN HeirpoBux nepcoHaxiB (NPC),
Taki sk ckindeHHi aBromaty (FSM) abo nepesa moseninku (BT), epexruBHO 320€3medy-
I0Th CTaOUTbHICTh EKOHOMIYHOT CUMYJISIIIT Ta TAPAHTYIOTh NIepeadadyBaHy poOOTy irpo-
BuX cucteM. OfHAK Il METOJM 4acTO MPU3BOIITH 10 CTBOPEHHS «POOOTHU30BAHOI», O
HOMAaHITHO1 TIOBEIIHKH TIEPCOHAXKIB, SIKa CIIPUIIMAETHCS TPABIIEM SIK IITYYHA Ta HEXKHUBA-
npupoHa. Lle cTBoproe Tak 3BaHUN «IMEPCUBHUI PO3PHBY», KOJIH TPaBellb BTpavyae Bij-
YyTTS NIPUCYTHOCTI Y )KUBOMY, IMHAMIYHOMY CBITI 4epe3 NPUMITHBHICTb COIIaJIbHUX pe-
aKINi TMepCOHaXIB Ta IXHIO HECIPOMOXKHICTH aJanTyBaTHCS A0 YHIKaIbHUX CHUTYAIlIH.
[TepcoHai 3aMUIIAIOTHCS CIPUPMAHUMHE HE SIK PO3yMHI areHTH, a SIK IeTEpMiHOBaHI aB-
TOMATH, 1110 CIIAYIOTh 3a3/1aJIeTiIb 3alIUCAHUM CIieHapisaM [5].

3 iHmoro 00Ky, OypXJMBUH PO3BUTOK TE€HEPATHBHOTO IITYYHOTO I1HTEJIEKTY
(Generative Al) Ta Benukux MoBHUX Mozeneit (LLM) BiakpuBae aOCOIIOTHO HOBI TOPH-
30HTH JUIsl CTBOPEHHS pealiCTUYHOI, IPUPOIHOI KOMYHIKalli Ta eMepKEHTHOI OB/~
HkH niepcoHaxiB. CydacHi LLM 31aTHI reHepyBaTH yHIKaJIbHI, KOHTEKCTHO-3aJICXKH1 pe-
TUTIKH, 110 3a0€3Me4y0Th TTMOMHY Ta BaplaTUBHICTh B3a€MO/II1, SIKUX HE MOKHA JIOCSATTH
TpanuuiiHuMu merofgamu. OaHak nmpakTuyHa iHTerpaunis xmMapaux LLM y MoOuibHI Ta
KOMI'IOTEPHI IrpH Hapa3i CTUKAETHCA 3 HU3KOI0 KPUTHUHUX MEPEIIKOI, SIK1 pOOJISATh TaKy
IHTeTpalilo MPaKTHYHO HEMOXKJIMBOI 0€3 KapJAMHAIBHOTO MEPEOCMHUCIICHHS apXiTeK-

Typu. Ilepenycim ne Beicoka 3arpumka (latency) Bim 0.5 10 3 cekyHn, sika pyHHYe



TEMIOpaIbHY IUIICHICTh I'POBOTO JOCBIlY, OCKUIBKM I'PaBellb O4iKy€ MHUTTEBOI peaKilii
BiJ mepcoHaxka. Kpim Toro, Butpatn Ha API-3anutn no xomepuiinux LLM-cepBiciB €
CYTTE€BUMH 1 MAacIITAOyIOThCSA MPOMOPILIIHO KUIBKOCTI MEPCOHAXKIB Ta YACTOTOK iXHIX
3aMMTIB, O POOUTH TAKWH ITiIX1]T EKOHOMIYHO HEBUITPABIAHUM JIJISI OUTBITIOCTI MPOEKTIB.
[ HapemTi, icHye TTMOOKHI PU3UK TOTO, IO TeHEPATUBHA MOJENb MOKE BIUIMHYTH Ha
irpoBuil OanaHc yepe3 HenepeadavyBaHi, «TaJlOUMHATOPHI» BIAMNOBIL, SIKI CyllepedaTrhb
JIOTIIII €eKOHOMIYHOT CUMYJISAITII.

[TpoBenenuii anasi3z ctany mpo0aeMHOT 00J1acTi 103BOJISIE CHOPMYJITIOBATH IIEHTpa-
JbHY HayKOBY MpoOJIeMy TaHOTO JOCIIIKEHHS. [CHyI0Ul MEeTOIn MOJIETIOBAHHS MTOBE/I1-
Hku NPC y Bifieoirpax xapakTepu3yroThCs GyHIaMEHTAIBHOIO TUXOTOMIETO, sIKa POOUTH
HEMOXJIMBUM OJIHOYACHE JIOCSTHEHHS BCiX KPUTHYHUX BHUMOI CY4aCHUX €KOHOMIYHHX
CUMYJISITOPIB.

JlerepminoBani metoan (FSM, Behavior Tree) 3abe3nedyroTs MOBHY nepeadady-
BaHICTh IMOBEJIIHKU Ta MiHIMAJIbHE HABAaHTAXEHHS Ha o0uucoBaibHI pecypeu (O(1) ms
FSM, O(n) nnsa BT). Oqnak 111 METOIU CTBOPIOIOTH IITYYHY, pOOOTHU30BaHy MOBEAIHKY 3
00MEXeHHM Ha0OpOM peaKIliii, o MPU3BOJIUTD 10 HU3bKOI COIiaIbHOT PealiCTUIHOCTI
Ta MIBUJIKOT BTPATH 3aJIy4€HOCTI rpaBis. [lepcoHaxi 3aMumaroThCs CIpUiMaHIMH SIK aB-
TOMAaTH, 1110 PearyroTh Ha (iKCOBaHY KIJIbKICTh YMOB, 0€3 3[JaTHOCTI /10 afjanTalii Ta BU-
paXkKeHHs 1HIUB1TyaJbHOCTI.

I'enepatusHi metoau (Large Language Models, Utility Al 3 mammHHUM HaBYaH-
HsIM) 3a0€3Me4Uy0Th BUCOKHM PIBEHb IMEPCUBHOCTI, BaplaTUBHOCTI JA1aJIOT1B Ta 3/1aTHICTh
JI0 aJanTalii 10 YHIKaJIbHUX CUTYyalliid. BoHU 371aTHI reHepyBaTH MPUPO/IHI, KOHTEKCTHO-
3aJIeXH1 PETUTIKH, III0 CTBOPIOIOTH LTIO3110 )KUBOTO PO3YMYy 3a nepcoHaxem. OaHak 11i Me-
TOJIM HE TapaHTYyIOTh cTaOUIBHOCTI ((peHoMeH «ramouuHaniin» LLM — renepauis npas-
JOTIOTIOHUX, ajle HEBIPHUX TBEPKEHB ), MacITaboBaHOCTI (3aTpuMKa 0,5—3 CeKyHIU Ha
3anuT 10 30BHIMHBKOTO API) Ta exoHOMIUYHOI e(EeKTUBHOCTI (€KCIOHEHIliaIbHE 3POC-
TaHHS BUTpat Ha API-3anuTti npu 301nbmenH1 kuibkocti NPC). KpiM Toro, reneparusHi
MOJIeJIl MOXKYTh MOPYLIUTH IrPOBH OanaHc yepe3 HernepeadauyBaHi pillieHHs, sIKi CyTie-

pedaTh JIOTIIl EKOHOMIYHOT CUMYJISIIII.
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HayxoBa npo0iema nossirae y BiICYyTHOCTI apXiTEeKTYPHOTO PillIEHHs, K€ OJHOYA-
CHO 3aJI0BOJIBHSIE TPH KPUTHUYHI Ta 4acTo cynepewinsi BuMmoru 10 NPC-cuctem y xaHpi
Idle/Tycoon:
1. Bumora real-time nerepmiHi3My: 9ac MPUHHATTS PIICHHS ar¢HTOM NMOBHUHEH
oytu < 0,02 mc nns 3abe3nedenns 60 FPS npu 100+ ogHOYacHO akTUBHUX
NPC. Lle nukrye HEOOX1AHICTh AITOPUTMIB 3 KOHCTAHTHOO abo0 JiHINHOIO Ya-
COBOIO CKJIAQJHICTIO;
2. Bumora exonomiuHoi ctporocti: 100% mnepenbadyBaHiCTh Ta JeTEpMiHOBa-
HICTh €KOHOMIYHO 3HAYyIIUX M1 (poOoTa, BIAMOYMHOK, BUPOOHUIITBO PECYP-
CiB, BUTPATH PECypPCiB) IS KOPEKTHOTO OalaHCyBaHHS T'PH Ta 3a0€3MCUCHHS
CIpaBeUIMBUX yYMOB Juisl TpaBils. JKomH1 cToXacTHM4HI a00 TeHEepaTUBHI pi-
nreHHs Al He MOBMHHI BIUIMBATH Ha €KOHOMIYHMHI LUK,
3. Bumora npupoiHOi KOMYyHIKaIlii: TeHepallisi KOHTEKCTHO-3aJIeKHUX, TIEPCOHA-
J30BaHUX MiaJIoTiB 0€3 3a3Jalierip MPOMUCAHUX CKPHUIITIB JUIsl TTOJAO0JAHHS
«IMEPCUBHOT'O PO3pUBY» Ta YTPUMAHHS 3alydeHOCTI rpasus. [lepcoHaxi mo-
BUHHI pearyBaTH YHIKaJIbHO HAa KOXKHY CHUTYAIlll0, BUPAXAIOUH 1HIUBITyalb-
HICTb Ta €MOLII.
XonHa 3 ICHyI0UMX OKpEMHX apXITEKTyp He 3a0e3Meuye 0JHOYaCHOIO BUKOHAHHS
BCiX TphoX BuMOT: FSM rapanTtye (1) Ta (2), ajie KpuTHYHO HE 3a70BOJIbHSIE (3) uepes
XKOPCTKICTh Ta ogHOTUNHICTE ToBeAiHkN; LLM Ta Utility Al 3a6e3neuytots (3), ane no-
pyurytoTh (1) uepes 3aTpUMKy Ta OOUHMCITIOBAJIbHI BUTPATH, Ta YACTKOBO (2) yepe3 pu3uK
rajronyHalii ta HenepeadaueHux pimenb; GOAP Ta iHII 1aHyBaIbHI CHCTEMU 3HAXO-
JITHCS B MIPOMIXKHIN TIO3UIII, ajleé MalOTh €KCIOHEHITIaNbHY ckianHicTh O(b”d), mo po-
OUTH IX HENPUIATHUMHU ISl MacIITa0yBaHHS.

[MOpumHI miaxoau, Mo MOEAHYIOTh ASTEPMIHOBAHI Ta TeHEPaTUBHI METOJIN 13 UiT-
KUM PO3/IIJIEHHSM BiIMOBIIAILHOCTI (IETEPMIHI3M JJIsI EKOHOMIKH, T€Hepallist Jisl KOMY-
HiKalii), 10Cc1 HE OTPUMAJIH AOCTaTHBOTO TEOPETUYHOIO OOIPYHTYBAaHHS Ta €KCIEpUMe-
HTJIBHOT BaJliJallii B KOHTEKCTI €KOHOMIYHUX CUMYJSATOPiB. Po3pobOka Takoi apxiTek-

TypH 13 GOpMaJIbHUMU TapAHTISIMU JETEPMIHI3MY €KOHOMIYHOTO SApa Ta aCHHXPOHHOIO
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iHTerpanieto LLM amst KoMyHIKaIlii € akTyaJIbHOIO HAyKOBOIO TTPOOJIEMOIO, SIKIH TIPUCBSI-
YyeHa JaHa pobora.

TakuM YMHOM, aKTYaJbHICTh JaHOI pOOOTH NOJIATae Y HEOOX1THOCTI BUPIILIEHHS
HAYKOBO-TIPAKTHUYHOI 3a/adi, fKa J0Cl 3aJMIIAEThCA HEIOCTaTHHO PO3pOOJICHOI B
académiyHiil JiTepaTypi 1 MpakTULl pO3pOOKU Irop: CTBOPEHHS YIOCKOHAJIEHOI Ti0pua-
HOI CUCTEMH LITYYHOTO 1HTEJEKTY, Ka MO€JHY€ HAaIHHICTh 1 epea0adyBaHICTh J1eTep-
MIHOBAHHMX QJITOPUTMIB (JIsI EKOHOMIYHOT JIOTiKM Ta cTpaTerigaux pimeab NPC) 3 rHy-
YKICTIO, KPEATUBHICTIO Ta PEATICTUYHICTIO T€HEPATUBHUX MOJIENIEH (711 KOMYHIKaIlii Ta
couianpHOI B3aeMozii). Take moeaHaHHs NOBUHHE 3a0€31I€UUTH HOBUM PIBEHB AKOCTI Ta
IMEPCUBHOCTI MOOUTBHHX ITPOBUX 3aCTOCYHKIB 0€3 MOPYIICHHS €KOHOMIYHOTO OalaHCy
Ta 6€3 KPUTUYHOTO 3HUKEHHSI MPOAYKTUBHOCTI.

3B's130K pOOOTH 3 HAYKOBUMH MPOTPaMaMH Ta JAOCIITHUIBKUMH HAMPsIMKaMH T0-
JsTaE B TOMY, 10 KBamidikariiiHa po00Ta BUKOHYEThCSA y paMKax MPOrpaMH HayKOBHUX
JOCTIPKEeHb, CIIPSIMOBAHUX HA BUBYEHHS Cy4YaCHUX METOAIB PO3POOKH MPOTPaMHOTO 3a-
Oe3nedeHHs Ta IHTEerpallii IHTEJIEKTyalIbHUX CUCTEM Y KOMEPLIHHI IPOrpaMHl IPOIYKTH.
JlochiKeHHs TPSIMO TIOB'SI3aHO 3 aKTyaJlbHUMHU MPOOJieMaMy 3aCTOCYBAaHHS IITYYHOTO
IHTEJIEKTY Ta MAllMHHOTO HaBYaHHS B IrPOBIH 1HAYCTPIi, 30KpeMa 3 MUTAHHSAMU ONTHMI-
3alii apXITEKTypHU JUIsl peabHOro 4acy Ta 3a0e3MeUeHHs] KOPUCTYBaLbKOTO JI0CBIY BU-
COKOI SIKOCTI.

Metoro po0OoTH € po3poOka Ta JAOCHIIKEHHS TOPUIHOI apXITEKTypu IS Kepy-
BaHHs noBeniHko0 NPC, ska noeanye nerepmiHoBany FSM-oriky 13 reHepaTUBHUMHU
mojensmu LLM 3 MeToro miBUIIICHHS! IMEPCUBHOCTI B3aEMOIIT 1 30epekeHHs CTa01Ib-
HOCT1 €KOHOMIKH IrPOBOTO CUMYJISITOPA.

O0’ekTOM JOCTIIKEHHS € TpoLecH aBToMaTn3oBaHoro ynpasiiHHsi NPC y nug-
POBUX CUMYJIATOpPaX €KOHOMIKH Ta 0dicy.

IIpeameToM OCIHIKEHHS € apXITEKTypHI W MpakTH4HI 3acobu iHTerpauii FSM,
LLM ta acunxponHux mexanizmiB y NPC-cuctemax s idle/tycoon-irop.

JIJ1st TOCSATHEHHS MTOCTaBIEHOT METH HEOOX1THO BUPIIIMTH KOMIUIEKC OKPEMUX J10-

CIIIIHULIPKHX 3aBAAHb.
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Ilepwe 3a60anns ionsirae y MpoBeIeHHI KOMIUIEKCHOTO aHaJli3y Cy4acHOTO CTaHy
TEXHOJIOT1M PO3pOOKH MOOUTHHUX ITOp Ta JAETATHHOMY PO3TIISIl ICHYFOUHX MiIXOIB 10
MoentoBaHHA noBeAiHKU NPC, 3 TUM 11100 BUSIBUTH XapaKTepHI 0OMEKEHHS K KJIacu4-
Hux metoaiB (FSM, BT), Tak i reneparuBaux miaxoxais (LLM), ta oOrpyHTyBaTH Hay-
KOBO-TIPAKTHYHI MPUYHUHU ITHX OOMEKEHB.

/pyee 3a60anns cripsiMOBaHEe HAa TEOPETUUYHE OOIPYHTYBAHHS JOLIBHOCTI BUKO-
pUCTaHHS came T10pUIHOT apXITEKTYPH JIJIT KOMIUIEKCHOTO BHPIIIEHHS MPOOJIEMH «iMe-
PCUBHOTO PO3PHUBY», 110 XapaKTepHa sl CYYaCHUX €KOHOMIUHUX CUMYJISITOPIB.

Tpeme 3a60anusa nependavae COPOEKTYBaHHS JI€TAlIbHOI apXITEKTYpH CHUCTEMH,
sKa BKIIFOYa€ Tpu (QYyHKIIIOHABHI piBHI: CTpareriyauii piBeHb (Ha ocHOBI FSM) mis yii-
paBniHHs craHamu Ta pimeHHsMu NPC, Taktuunuii piBenb (Ha ocHoBl NavMesh) st
IPOCTOPOBOI HaBIrauii Ta ajanTamnii A0 3MIH cepeloBuIla, Ta KoMyHIKaTUBHUI piBEHb
(1a ocHoB1 LLM) mutst reHepartii mpupoIHUX, KOHTEKCTHO-3JIC)KHUX J1aJIOTiB.

Yemeepme 3a60anHs CIPSIMOBaHE Ha pO3POOKY yIOCKOHAIIEHOTO METO/Ty KOHTEKC-
THOI reHepallii IPOMTIB Ta apXITEKTypHu O€3MEUYHOI0 ACHHXPOHHOTO 3B'A3KY 3 30BHIIIHIM
LLM API gepe3 npoxkci-cepBep, 110 J03BOJISIE YHUKHYTH OJIOKyBaHHS OCHOBHOTO 1rpo-
BOTO LIUKITY.

I1'ame 3a60anns nepeadavyae MOBHY NPOrpaMHy peaii3aliio iIrpoBOro 3aCTOCYHKY
Ha matdopmi Unity i3 MoBoro niporpamyBanHs C#, 3 iHTerpaii€o JuHAMIYHOT CUCTEMHA
PO3IMOALTY peCypciB, CHCTEMH MOJIETHLOBAHOTO Yacy 00U Ta iMEpCUBHOTO TUHAMIYHOTO
OCBITJICHHS.

Hapemrri, wocme 3a60anns cnipsMoBaHe Ha POBEJCHHS €KCIIEPUMEHTAIBHUX J10-
CITKeHb €(PEKTUBHOCTI PO3POOJICHOT cUCTeMH 3a 00'€KTUBHUMHM IMMOKa3HUKAMU TTPOTYK-
tuBHOCTI (Latency, CPU Overhead, FSM Stability) Ta cy0'ekTUBHUMU KPUTEPISIMU KO-
cTi (peaiti3M JiaJioriB, KOHTEKCTYallbHA THYUYKICTh, 3arajbHa IMEPCUBHICTD).

Y po6OTi BUKOPUCTOBYIOTHCS PI3HOMAHITHI METOAM HAYKOBOTO JOCIIKEHHS, KO-
KEH 3 SKHX CIIPSIMOBAHUN HA PO3B'SI3aHHS OKPEMHX aCIMEKTiB MOCTABICHOTO 3aBIaHHA.
CucreMHu# aHal13 3aCTOCOBYETHCS [T Kilacu(Dikallii Ta MOPiBHAHHS METOIIB IITYYHOTO
IHTENEKTy, BU3HAUEHHS BUMOT JI0 pO3pOOIIIEMOI CHCTEMH Ta aHaJli3y B3a€MO3aJIeKHOC-

Ted MDK KOMIOHEHTaMH apXiTeKTypu. OO'€eKTHO-OpIEHTOBAHE IMPOEKTYBAHHS
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BUKOPHUCTOBYETHCS AJI pO3POOKH apXITEKTYPH MPOrPaMHOT0 3a0e3MeueHHs1, BU3SHAYCHHS
CTPYKTYpH KJIaciB, iIHTepEiCiB Ta MOIYJIBHOI OpTaHi3allii 3aCTOCYHKY 3 METOr0 3abe3me-
YEeHHs THYYKOCTI Ta MaclITaboBaHOCTI. Teopist aBTOMATIB 3aCTOCOBY€EThHCS JUJIsl MaTeMa-
THYHOTO MojiemoBanHs ctaHiB NPC Ta mepexoaiB Mik HIMH Ha OCHOBI Jioriku FSM, 110
N03BoOJIsI€ (OPMaAJILHO OOTPYHTYBAaTH KOPEKTHICTh MOBEAIHKU. AJITOPUTMHU MOUIYKY
HUIAXY Ha rpadax (30kpemMa, aaroputM A*) BUKOPUCTOBYIOThCS ISl pealti3allii mpocTo-
POBOTO TIEpEMIIIIEHHS MMEPCOHAXIB Ta aIaINTaIli TPAEKTOPIH IO 3MiH ITPOBOrO CepeJo-
Bumla. ExciepuMeHTanbHU METOJ 3aCTOCOBYETHCS AJIsl MTPOBEICHHS KOHTPOJIHOBAHUX
TECTIB 3 METOIO OLIHKH MPOAYKTUBHOCTI CUCTEMH, CTAOLIILHOCTI IETEPMIHOBAHOIO sAIpa
Ta SIKOCTI B3a€EMO/Iii 3 TOYKH 30py KOPHUCTyBaya.

HaykoBa HOBH3HA o/iep)KaHUX PE3yJIbTaTiB MariCTepCchKoi pOOOTH MOJISITaE y Ki-
JBKOX KIIIOYOBUX acriekTax. [lo-mepime, Bhepine 3amporoHOBAHO ABOILIAPOBY apXiTeK-
Typy TiOpHUIHOTO IITYYHOTO IHTEJIEKTY CHEIiadbHO I MOOLIRHUX CHMYJISATOPIB Ta
Idle/Tycoon-irop, ne renepatuBuuii map (LLM) peamizoBaHO K 130JbOBaHy, aCHHX-
poHHY HaAOyI0BY Haj HaAlitHUM JeTepMminoBaHuM siapoM (FSM). Lle no3Bossie He TIBKH
HIBEJIIOBATH MPOOJIeMy 3aTpUMKH MepeHOoi Biamoiai (mpunnun Latency Hiding) 6e3
OJIOKYBaHHSI OCHOBHOT'O irpOBOTO IHKITY, a i 3amo0irTi BTPY4YaHHIO T€HEPAaTUBHOI MO-
JIeJIl y JIOTIKY NPUHHATTS pilleHb, 0 € KpUTHYHUM 111 ekonomiyHoi cumyssmii. [lo-
Ipyre, YIOCKOHAJEHO Ta (opMaji3oBaHO METOJ KOHTEKCTHOI reHeparlii MpoMTiB
(Contextual Prompt Engineering) nuisixom BBeieHHs napameTpiB «Ilepconm» (ass 3a6e3-
NEYEHHS YHIKAJIBHOCTI MEPCOHAXIB) Ta IUHAMIYHOro «PecypcHoro ctany» (A Bpaxy-
BaHHsI TIOTOYHOT €KOHOMIYHOI CUTYyaIlii), 1o 3a0e3mneuye peaeBanTHICTh Bianosiaeit NPC
Ta TIEPETBOPIOE CHCTEMHI 3001 (Taki sk Opak pecypciB) Ha OpraHiyHi €IEMEHTH IrPOBOTO
HapatuBy. [lo-TpeTe, peanizoBaHO OpUTIHAIBHY apXITEKTYPY ACHHXPOHHOI KOMYHIKaIli
yepe3 npokci-cepBep (Ha 6a3i Google Apps Script), sika 103BoJIsI€ O€3MEUYHO Ta €PEKTH-
BHO 3'€/THaTH MOOUIbHUMN KITIEHT 13 XMapHOI0 LLM-nociyroto 6e3 eKCro3uili KpuTUYHUX
TaHUX.

IIpakTnyHe 3HAYEHHA OJICPXKAHUX PE3YyJIbTaTIB pOOOTH MONSTae y po3po0IeHH]
IrpoBOro 3acTocyHky Ha miatgopmi Unity, sskuii JeMOHCTpY€ CTaOUIbHY Ta HaJliHY po-

00Ty E€KOHOMIYHOI MOJedl, MO€JHAHY 3 BHUCOKOI SKICTIO COL[albHOI B3a€EMOJII Ta
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peaNicTUYHICTIO KOMYHIKallli mepcoHaxiB. PeamizoBani mporpamHui Moy (cuctema Ke-
pyBanHs FSM, TexHOOTisI pO3yMHUX PECYpPCiB 3 aTOMapHUM 3aXOTUICHHSM, aCHHXPOH-
Huil merexep API) Ta netanbHO omMcaHa apXITEKTypa MPOKCi-cepBepa MOXKYTh OyTH
BHKOPHCTAHI SIK yHiBepCaJbHUN, TTOBHO3MICTOBHMI 1Ia0JI0H JiIs iHTerpamii Generative
Al'y 6ynp-ski Unity-npoekTH He3alIeKHO BiJ kaHpy. Take 3acTOCYyBaHHS 103BOJISIE PO3-
pOOHMKAM MPAKTUYHO MIJBUIIUTH PIBEHb 3aJTy4YE€HOCTI I'PaBLIB Ta AKICTh AJOCBIy 0€3 pu-
3UKY MOPYIIECHHS IrpOBOTO OajaHCy Ta eKOHOMIYHOI Mozem. Po3pobiena Mmetoauka Ta-
KO>X MOXKe OyTH aJlarToBaHa JUisi BAKOPUCTaHHS Y HaBUAJIBHUX IUISIX SIK Y BULIIMX HaBYa-
JBHUX 3aKJIaJIaX, TaK 1 y HABYAJbHUX MaTepiajiax 1js po3pOoOHUKIB-IIPAKTHUKIB.

PoGoTa mpoiinura anpo6ariiro Ha HayKoBii KoHpepeHTrii [26].
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PO3/ILJI 1. AHAJII3 TEXHOJIOTI'THA ITYYHOI'O THTEJIEKTY B CYYAC-
HI PO3POBIII ITOP

1.1 Poab Ta kaacuikanis cucreM IITYYHOI0 IHTEJIEKTY B IHAYCTpIl po3Bar

M tyununit inTenext (LUI) y kontekcTi komn'totepuux irop (Game Al) € pynname-
HTaJIbHO BIIMIHHHMM B1J1 KJacu4HOTro akajaemiunoro L. Skuo meroro akagemiunoro 1111
€ BHUPINICHHSA CKJIAJHUX OOUYMCIIOBAIBHUX 3a/a4 ONTHMAJbHUM ILUIIXOM abo MpOXo-
JDKeHHs TecTy TropiHra, TO royioBHOKO MeToro irpoBoro I € cTBopeHHs nmepeKoHINBO1
UTI0311 1HTEJIEKTY, siKa 3a0e3neuye 30amaHcoBaHuM, IIIKaBUM Ta HenepeadadyyBaHUi irpo-
Buii iporiec (Gameplay) [1].

[T cTaB HEBIAATHLHOIO YaCTUHOIO CY4acHOI PO3pOOKH 1rop, BIUTMBAIOYU Ha BCi ac-
MEKTU CTBOPEHHS IIU(PPOBOTO MPOAYKTY — BiJ TeHEpallii KOHTEHTY /10 KepyBaHHS MOBe-
ninkoro Heirpopux nepconaxis (NPC) Ta ontumizariii mpoaykTuBHOCTI. CydacHi irpoBi
pyuuii, Taki sk Unity Ta Unreal Engine, iHTerpytoTh CKJIaJHI CUCTEMHU HaBiramii ta iH-
CTPYMEHTH MAIllMHHOT'O HaBYaHHS, 1110 J103BOJIsI€ pO3pOOHMKAM CTBOPIOBATH JUHAMIYHI,
"xuB1" BipTyasibHi cBiTH [22].

Jlst cucremaruzaiiii Ta TIIMOOKOTO PO3YMIHHS PI3HOMAaHITHUX MIAXOIIB 10 MOJIe-
moBaHHs noBeniHKM NPC y cy4acHHX IrpOBHX CHCTEMax IMpPEACTaBICHO KOMIUIEKCHY
kiacudikamiitny miarpamy (puc. 1.1). [liarpama CTpyKTypy€e CHCTEMH IITYYHOTO iHTENe-
KTy 3a I'iIThMa OCHOBHUMHU KaTteropisimu: aerepminoBani cucremu (FSM, BT, GOAP),
imoBipHicHI cuctemu (Utility Al, Machine Learning), renepatuBHi moxeni (LLM,
Procedural Generation), ribpuani niaxoau (FSM + LLM) Ta cnemianizoBadi CUCTEMH
(NavMesh, Pathfinding, Steering Behaviors). Koxxna kateropist mae BiacH1 repeBaru Ta
oOMexeHHs. JleTepMiHOBaH1 CUCTEMU 3a0€3M1eUy0Th CTaOUIBHICTD Ta epe0ayyBaHICTh,
ayie CTpaXXIaroTh BiJ OJHOMAHITHOCTI Ta mTy4yHOCTI. I'eneparuBHi mozeni (LLM) mpo-
MOHYIOTh BUCOKY IMEPCUBHICTb Ta MPUPOIHICTH J1aJ0riB, MPOTE MAIOTh 3HAYHY 3aTpH-

MKy (0.5-3 cex) Ta pmsuk 'ramoruHamnii". [NMopumani maxin (FSM + LLM),
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po3pobieHuii y 1it poboTi, 00'€THY€E CHIIBHI CTOPOHU 000X TapaJurM: CTAOLTHHICTh €KO-
Homiku Bix FSM ta npupoanicts komyHikaiii Big LLM, 1110 poOuTh HOT0 ONTUMATBEHUM
pimenssim Juis sxkanpy Idle/Tycoon cumynsitopis.

CucreMH IITYYHOTO IHTENIEKTY B ITPOBiH 1HAYCTpii MOXKHA KiacudiKyBaTH 3a Qy-

HKI[IOHAJTbHUM MPU3HAYEHHSIM Ha 'SITh OCHOBHUX KaTeropiil:

1) LI g ynpasninasg NPC (Runtime Al). Lle HaiiO1ab1 TpaauiiifHa Ta HOMITHA
JUId rpaBLs cdepa 3acTocyBaHHSA. BoHa 0XOIMITIOE arOPUTMH, 110 KEPYIOTh Mi-
samu aBToHOMHUX areHtiB (NPC) y BipTyalbHOMY CepeloBHIIl B peaJbHOMY
yaci. Jlo 1i€i kareropii Hanexarhb:

a) Cucremu Hapiramii (Pathfinding): Bukopucranus anroputmiB A* (A-
Star) Ta HaBiramiitnux citok (NavMesh) a1t monryky onTuMaibHOTO Ma-
pupyty [12].

b) Taxtnunuii anami3: O1iHka cUTyarlii Ha moJii 0010, BUOIP YKPHUTTIB, KO-
OpIUHAIIIS TPYTIOBUX JTiH.

c) [pwuitasarrsa pimens (Decision Making): Bu3nauenHst crpaterii noBei-
Hku areHta. Hampuknan, y rpi The Last of Us Part II NPC 3xaTHi 10
CKJIQJIHOI TPYIOBOi KOOpAUHAILIl1, CIIJIKYIOUUCH BepOaIbHO Ta aAanTyIo-
YHUCh JJO TAKTUKU TPaBLs, 110 € BEPUIMHOIO peanicTuyHoro Runtime Al
[6].

2) IUI ansa npouexaypHoi rerepanii kouteHty (PCQG). Lieit HanpsiMoK 103BOJISIE aB-
TOMAaTU3yBaTH CTBOPEHHS CTaTUYHUX Ta JAMHAMIYHMX irpoBux aktuiB. PCG
BUKOPHUCTOBYETHCS /ISl TeHEpalliil JJaHamadTiB, apXiTeKTypy PiBHIB, TEKCTYP,
3D-mopenei Ta tuHaMiYHUX KBeCTiB. Bukopucranus anroputmis PCG (aamnpu-
KJ1aJ1, Ha OcHOBI mymy Ilepiina abo gpakTaiiB) 103BOJISIE CTBOPIOBATU HECKIH-
YEeHHI Bapiarlii irpoBOTro CBITY, 110 3HAYHO ITiIBUIITYE perpadebHICTh TPOIYKTY
Ta 3MEHIIIy€ HABAHTAXXCHHS Ha XYIO0XKHHKIB. KiTacHYHIMHU MIpHUKITIagamMu € irpu

Minecraft Ta No Man’s Sky [2].
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3) LI ansa ynpaniaas irpoBuM gocBinom (Experience Management). Lle cuctemu
MeTa-piBHS, M0 QYHKIIOHYIOTh "Han" irpoBuUM mporecoM. BoHu aHami3yroTh
MOBEAIHKY I'PaBIsl B peajIbHOMY 4aci Ta JMHAMIYHO aJanTyl0Th [TapaMeTpu Ipu
IiJT HOTO HAaBMYKHU Ta €MOIIHMHUN cTaH. MeTOI0 € yTpHUMaHHS TPaBIl y CTaHi
"motoky" (Flow), yHukarouu HaIMIpHOI CKJIaAHOCTI a00 HyIbI'M. XpecTomarTiii-
HuM npukiaaoM € cucrema "Al Director" y cepii irop Left 4 Dead, sixa peryitoe
IHTEHCHBHICTb aTaK BOPOTiB, KUTbKICTh PECYpCIB Ta My3U4HHH cympoBin [11].

4) I nns tectyBanus Ta ontumizaiii (QA Al). Lleit HanmpsIMOK OXOIUTIOE 3aCTO-
cyBanHs LI nyist BupoObHnuux notpe6. Jlo HbOro HaneKarh:

a. Bukopucranss 60TiB Ha 6a3i MAaIIMHHOT'O HABYAHHS JIJIsl aBTOMATH30Ba-
Horo TectyBaHHs (QA). L1i areHTH MOXyTh 3HAXOAUTH TOMUJIKH Y JIOT1II
I'pU, IPOXOJSUYH PIBHI TUCAY] pa3iB.

b. Anropurmu s ontuMi3zanii rpad)igyHOTO KOHBEEPA, TaKi K TEXHOJIOT IS
DLSS (Deep Learning Super Sampling) Big NVIDIA, 1o nigBuirye po3-
JUTbHY 3aTHICTh 300pakeHHsI 0€3 BTpaTH NPOAYKTUBHOCTI.

5) III nns ananiTuku Ta MOHeTH3alli. Lle BUKoprucTaHHS aNrOpUTMIB MAIIMHHOTO
HaByaHHs (ML) ta Data Mining asist aHauti3y NOBEIIHKOBUX MATEPHIB KOPUCTY-
BayiB. Y MoOuIbHUX Irpax ((GaaS) BOHM HPOrHO3YIOTh BIATIK KOPUCTYBadiB
(Churn Rate), cerMeHTYIOTh ayUTOPIIO Ta MEPCOHATI3YIOTh MPOIO3HUIIii BHYT-
PIIHBOIrPOBOTO MarasuHy. Lle 103Bossie MpONOHyBaTH I'PaBLEBl came Ti TO-
BapH, 5Kl € HAHOUIBII aKTyaJIbHUMHU JUISI HOTO B KOHKPETHUI MOMEHT 4acy, 1110

MaKcHUMi3ye mpuOyTOK po3poOHuKa [14].

1.2 Xapakrepucruka ta cnenugika xanpy Idle/Tycoon sik 00'ekTa aBToOmMa-

TH3ALIT

JIJ1s1 KOPEKTHOI MOCTAaHOBKM 3aJ1aui JOCII/PKEHHs Ta OOTpYHTYBaHHS BUOOpY apXi-
TEKTYpH IITYYHOT'O 1HTEJIEKTY HEOOX1JHO MPOBECTH CUCTEMHUN aHali3 MPEIMETHOI 00-

nacti —xanpy ldle/Tycoon (eKOHOMIYHI CUMYJISITOPH 3 €JIEMEHTAMU ITACUBHOTO I0XOY).
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Lle#t xanp BUCYyBa€e yHIKaIbHI, YaCTO CYNEPEUIHBI BUMOTH JI0 MOBEIIHKA HEIrPOBHX Tie-
pconaxiB (NPC), siki CyTTeBO BIAPI3HAIOTHCS Bl BUMOT Y IMHAMIYHUX jKaHpax (IIyTepH)

a6o HapatuBHUX irpax (RPQG).

1.2.1 BusHaueHHs Ta ekoHOMiuHAa poub NPC y kanpi

Kanp Idle Games (Takox BiJioMi SIK IHKpEMEHTAJIbHI irpu abo "Kimikepu'") — 1e
YKaHP BiJI0Irop, irpoBUi IpoIec SKUX 0a3yeThCsl HA BAKOHAHHI IIPOCTUX IMTOBTOPIOBAHMX
Tiil A7 HAKONMMYEHHS [IEPBUHHOTO PECYPCy, SIKUI 3T0JIOM 1HBECTYEThCS B aBTOMATH3a-
1110 BUpoOHUIITBA. KiTH04OBOIO 0COOIUBICTIO KaHPY € KOHIIETIis "TacCuBHOTO IIporpecy”
(offline progress): rpa npoaoBxkye GYHKIIIOHYBATH Ta T€HEPYBATH PECYPCH HABITH 3a Bi-
JCYTHOCT1 aKTUBHUX 11 TpaBLs a00 KOJIM JOAaTOK 3aKPUTO.

XKanp Tycoon-irpu (€KOHOMIUHI CUMYJIATOPH) (POKYCYETHCS Ha JI€TATbHOMY Me-
HE/DKMEHTI O13HeC-TIPoIIeCiB: yrpaBiiHHi (abpuKkoro, MapkoM po3Bar, JikapHer, odic-
HUM IIEHTPOM TOWIO. ['paBelb BUCTyMae B POJIi MEHEKEPA, SSIKUH ONTUMI3Y€E JIOTICTHYHI
JAHITFOKKHU Ta OaTaHCye TOXOAM 1 BUTPATH.

V ribpumnomy >xanpi Idle/Tycoon, sikuii € 00'€KTOM JTaHOTO JOCTIIKEHHS, TTOE-
HYIOThCSI ITINOMHA €KOHOMIYHOI CTpATErii Ta JOCTYIHICTh MEXaHIK aBToMaTtu3auii. ['pa-
BeLlb NIpHiiMae cTpaTeriyHi pimeHHs (OyAiBHULTBO, HaliM MEPCOHANY), TOI1 K TAKTHYHI
3aaui (Oe3rnocepeHE BUKOHAHHS pOOOTH) JENEeTYIOThCS aBTOMATU30BaHUM areHTam —
NPC.

Y npomy xkaupi NPC BUKOHYIOTh KpUTHYHO BaXKIUBY (DYHKIIIIO — BOHH € Bi3yai-
3aTOopaMy €KOHOMIYHHUX IPOIIECIB Ta aBTOHOMHUMHU €KOHOMIYHUMHU areHTamu. Ha Bij-
MiHy Big myTepiB, n1e NPC e mummo, abo RPG, ne NPC € mxkepenom ictopii, B TailkyHi1
NPC — ne "aktup" (asset) abo BUpOOHMYA OJMHHMI. IXHS MOBediHKa Ge3MOCepeTHbO
BIUIMBA€E Ha KIt0u0Bi moka3zuuku edexruBHOCcTI (KPI) rpaBiis, Taki K 10Xi1 HA XBUIUHY

(GPM — Gold Per Minute).
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1.2.2 VYHikaJbHi BUMOIH /10 1eTePMiHOBAHOCTI Ta MACIITA00BAHOCTI

[ToBeainka NPC y »xanpi Idle/Tycoon Mae BiagnoBizatu JBOM KJIHOYOBHM, YacCTO
CyHEepPEeUwIMBUM, BUMOTaM, IKi TIPSMO BILIMBAIOTH HA BUOIP apXiTEKTypH MITYYHOTO 1HTE-
JIEKTY Ta BU3HAYAIOTh MOXKJIMBOCTI i 0OMEKEHHS CUCTEMHU.

Ilepiia BuMora crocyeTrscsi JeTepMiHOBAHOCTI noBeAiHku (Deterministic Loop).
[ToBeminka mepcoHakiB Mae OyTH CYBOPO MPOTHO30BAHOIO Ta TepeadadyyBaHOIO, OCKi-
JBKA €KOHOMIYHA MOJEINb TPU 0€3M0CepeTHBO 3AJICKUTD Bijl CTa01ILHOCTI A1l KOKHOTO
areHta. EKOHOMIYHMI LMKJI pOOITHHUKA € JIHIMHUM 1 HMKIIYHUM: IEPCOHAX MPUXOJUTH
Ha poOOTYy, MOTIM MpAIlO€ MPOTATOM BHU3HAYEHOI'O Yacy, MICis yoro Oepe mepepBy Ha
BIJIMOYMHOK, 1 HAPELITI MOBEPTAETHCA 10 podoTH abo nonomy. Axio NPC panrtoso "Bu-
pIIMTH" BIIXWIUTUCSA BiJl IOTO LUKIY (HANPUKIIAA, Yepe3 CKIAIHUM alfOPUTM IUIaHy-
BaHHS Ha OCHOBI e, Takuii sk GOAP, sxuii Moke MPUUHITH HenepeadadyBaHe pi-
IICHHS PO 3MIHY MPIOPUTETIB), 1€ MPU3BE/IE 10 HEKOHTPOIHLOBAHOTO 3000 €KOHOMIYHO1
MoJienl rpy. YSIBIMO CUTYallil0, KOJIM POOITHUK parToOBO BUPIIIYE, IO HOro ocooucTuii
BIJIMOYMHOK BYKJIMBIIIHMK 32 pOOOTY, 1 IPUIIMHSE BUKOHYBAaTH CBOT 00OB'SI3KHU — 1€ pyii-
Hye OanaHCc BUPOOHMIITBA, MMOPYIIY€E OUIKYBAHHS TpaBLs MO0 MPUOYTKY 1 MOXE 3pO-
OUTH Irpy HEYECHOIO a00 HeKepoBaHOW. OTXKe, AITOPUTMIYHA MTOBEIHKA Ma€e OyTH KOp-
CTKOI0, Mepe0avyyBaHoI0 Ta KOHTPOJIHOBAHOIO PO3POOHUKOM, 11100 3a0€3MeUUTH EKOHO-
MIYHY CIIpaBeJIMBICTh Ta OaJlaHC.

Jlpyra Bumora crocyeThcsi MacmiTaboBaHocTi cuctemu (Scalability). ¥V tunosux
Tycoon-irpax rpaBeub 0JJHOYaCHO Kepye BeMuKOI0 KUTbKicTio NPC — Bij ecsTKiB 10 co-
TEHb MEPCOHAXKIB HA €KpaHi ojHoYacHO. Lle cTBOproe cepiio3Hi BUMOTH 10 IPOIYKTHB-
HOCTI: apXITEKTypa IITYYHOTO IHTEJIEKTY NOBUHHA MAaTH MIHIMaJIbHI BUMOTH 1O O0YHC-
moBaIbHUX pecypciB nporecopa (CPU) Ha ogHOTO areHTa, mobd cucrteMa mMorjia Oesme-
pebiiino mparroBatu 0e3 3HaYyHOTO 3HMKEeHHS 4yactoTu KaapiB (FPS). HaBith HeBenuki
JOJJaTKOBI BUTPATH Ha 00POOKY KOXKHOI'O areHTa, HOMHOXEH1 Ha COTHI EPCOHaXIB, MO-
KYTb MPU3BECTU JIO0 KAaTAaCTPO(PIYHOTO MaJiHHSA NPOAYKTHBHOCTI. Lle aBTromMaTnuHO BU-
KJIF0YA€ BUKOPUCTAHHS OOYMCIIOBAIIBHO "BaXXKKUX' alrOpPUTMIB, TAKUX SIK IJIaHYBAHHS

GOAP (ne koXeH areHT MOCTIHO mnepedydoBYy€e CKIIaAHI IJIaHW A1 3a JOMOMOTIOIO
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ITOPUTMIB TIONIYKY Ha Tpadax) abo mocTiiHuK 00Xia ckimagaux 1 rmmbokux Behavior
Trees A1 KO)KHOTO areHTa Ha KO)KHOMY Kajpi. HaBiTh K10 Taki cucTeMu 3a0e31euyoTh
OUIBII CKJIAJHY Ta PEaJICTUYHY MOBEAIHKY, BOHH HEMPUITYCTUMI 3 TOUKU 30py IPOAYK-
TUBHOCTI Jy1s skadpy Idle/Tycoon.

Takum yuHOM, /Ui yrpaBmiHas AisiMu NPC y npomy >kaHpi HOTpiOEH MPOCTHIA,
HaA1MHWUM, JeTepMIHOBAaHUHN 1 BUCOKONIPOIYKTUBHUN MEXaHI3M, SIKHH MOXKe 00poOIsTH
BEJIMKY KUIBKICTh areHTIB 0€3 CyTTEBUX BUTPAT Ha 004YuCiIeHHs. i BUMOTH BKa3ylOTh Ha
ckinueHHi aBroMatu (FSM) sk Ha ontumanbHU BUOIp s 6a30BOT apXiTEKTYpH, IO
OyZe neTallbHO MPOAHAJI30BaHO Ta 00IpyHTOBaHO y miapo3aum 1.4. FSM 3abe3neuye He-
00xiHn OamaHce Mk GyHKIIIOHATIBHICTIO, TTepeA0adyBaHICTIO Ta €PEKTUBHICTIO, 1110 PO-
OUTH HOTr0o HAMKpAIUM KaHIUAATOM JIJIs peajtizalii JeTepMIHOBAHOTO siipa CUCTEMH Y-

paBiiHHsA NPC y eKOHOMIYHUX CUMYJIATOPAX.

1.2.3 IIpooJema "ImepcuBHoro po3puBy' (Immersion Gap) ra couia-

JbHUH aACHEeKT

He3Baxxaroun Ha HEOOXIJHICTh JETEPMIHOBAHOI MOBEAIHKH, TOJIOBHOKO IMpoOdIie-
Mmoto cyyacHux 3D Idle-irop € mBHKa BTpaTa IHTEpeCy IpaBLs (3MEHIIEHHS TOKa3HUKIB
yrpuManHsi — Retention Rate) uepe3 BiguyTTst "poOOTH 3 €NEeKTPOHHOIO TabiuIero"
(Spreadsheet Syndrome). Konu rpaBens nepexoauTh Bijl CTpaTeriyHOrO MIIAHYyBaHHS 10
CIIOCTEPEKEHHSI 3a I'POBHUM CBITOM, BiH CTHKAETHCSA 3 €PEKTOM, MOIIOHUM 70 "37T0BICHOT
TOJMMHUA" y pOOOTOTEXHIIII.
[lepconaxi BUTIIANAIOTH K JIIOIU (MaroTh peanicTuuHi 3D-mopeni), ane moBo-
JSTHCA K TPUMITHUBHI aBTOMATH:
— BOHHM HE pearyroTh Ha Jii rpaBIsl (HAlIPHUKIIAJ, KOJU TpaBellb CTABUTH CTLJI MPSIMO
nepea HUMHM);
— BOHH HE MOXYTh MOBIJOMHTH PO MpoodsieMy (Hanmpukiad, "Hemae BUTbHUX CTijlb-

1iB!"), MOKa3y04H JIUIIE 1IKOHKY;
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— BOHHU HE B3a€EMOJIIOTH OJUH 3 OJHUM, PyXalOUuCh 1O 1eabHUM, ajie HEeMPUPOI-

HUM TPAEKTOPISIM.

Le#t aucoHaHc MIXK BI3yaJbHOO SIKICTIO 3D-Mozeneil Ta MpUMITUBHOIO JIOTIKOIO
cTBoproe "imepcuBHUH po3puB" (Immersion Gap), sskuii pyiinye 3anypeHHs. [ paBers me-
pecTae cripuiiMaTH Tpy K "KUBUM CBIT" 1 TOUMHAE OAUNUTHU JinIle HAOIp MaTEMaTUYHUX
(dhopmyJ, IO MIBUIKO MPU3BOJIUTH 10 HYIbIH.

Bupimennsm 1iel mpobiemu € BrpoBapkeHHs Tiopuanoro I, skuii qo3Boise
30eperT eKOHOMIYHY €()EeKTUBHICTh (ITOPUTM), TOAar0UH "NIOACHKI" pucHu (reHepaTu-

BHA KOMYHIKaIlis), IO 1 € KJIFOYOBOIO 1HHOBAIIEIO Ta 3aBAAHHSAM JaHOI pOOOTH.

1.3 Inxoromis incrpymenrtapiro III: Editor AI nporu Runtime Al

CydacHuii eram pO3BUTKY TEXHOJIOTiH, 30KpeMa B €KOCHCTEMI IrpOBOTO PYIIis
Unity, npu3BiB 10 po3ranykeHHs chepu 3acrocyBanss L1 Ha na pyHnamenTanbHO Bij-
MiHHI HalpsIMKA. Y HAayKOBi Ta TEXHIYHIHN JIiTepaTypi 4aCTO BUHUKAE TEPMIHOJIOTTUHA
TUTyTaHWHA, TOMY JUTS IUJIeH TaHOTO JOCTIHKEHHST HEOOX1THO MTPOBECTH YITKY JeMapKa-
uito Mok I six acucrentom po3poonuka (Editor Al) ta Il sx KOMIOHEHTOM 1rpOBOTO
nporecy (Runtime Al).

ITyuHuit 1HTENEKT K iHCTpyMeHTapii po3poonuka (Editor Al) oxomutoe iHCTPY-
MEHTH, IO IHTETPYIOThCs Oe3nocepeHbo B cepenoBulle po3pooku (IDE) abo irpoBuii
pyurnii (Hanmpukiazn, Unity Editor) i BUKOPHCTOBYIOTBCSI BUKIIOYHO Ha €Talli CTBOPEHHS
npoaykry (Production Phase). Ixus ocHoBHA MeTa — aBTOMAaTH3allis PyTHHHUX 33724, Te-
Hepallisg CTaTUYHUX aceTiB Ta ONTHUMI3allis pobdodoro mpoiecy. Pesynpratom pobotu
Editor Al € ¢aiimu (TekCTypH, MOJIEI, CKPUITH), SIKI KOMILTIOIOTHCSA Y (piHATBHUN 01711
rpu, asie cam lII-anroputm Ha MpUCTPOI rpaBLs HE BUKOHYETHCS. SICKpaBUM IIPUKIIAI0M
cyuacHoro Editor Al e miargopma Unity Muse, sika BAKOPUCTOBY€E F€HEPATUBHI MOJENI
TUTS TIPUCKOpPEHHS po3poOku. 30kpeMa, Muse Texture no3Boisi€ pO3pOOHUKY BBECTH TEK-
CTOBHI MPOMT (HampHKiIaz, "cTapuil mOTepTUil OPICHUIN MAPKET SITUHKOIO 3 TOIPSIIH-

HaMu'") 1 aBTOMAaTUYHO reHepye NoBHUM Habip OesmoBHHX PBR-kapt, 3amiHioroun
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roguuu pobotu 3D-xynoxxuuka. [HTenekryansamii acucrent kony Muse Chat, nonaBue-
HUM Ha aktyanbHii gokymentanii Unity API, no3Bonse renepyBatu mabioHHUI KO,
3HAXOJUTU MOMMWJIKM KOMIUIALIT Ta OTPUMYBATH MOSICHEHHS LIOJI0 apXITEKTYpPHUX pi-
meHb 0e3mocepeIHbO y BikHI penakTopa. Takum uynHoMm, Editor Al Bupintye BupoOHHYI
3a/1a4i po3poOHUKA, BIUTMBAIOYM HA COOIBApTICTh Ta IIBHUIKICTH PO3POOKH.

Ha mporusary nsomy, cuctemu llItyunoro intenekty BukoHanHsa (Runtime Al)
(GYHKIIOHYIOTh Oe3mocepeTHh0 Ha MPUCTPOi KOpHCTyBaya Mij dac irpoBoi cecii (at
runtime). L{i aropuTMu BUKOHYIOTHCS B peabHOMY 4aci (3a3BU4Yail y KOKHOMY Kajpi),
NpUIIMalOUU PIllIeHHsS] HA OCHOBI MOTOYHOT'O, IMHAMIYHOTO CTaHy irpoBoro cBity. Came
1151 KaTeropist € MPeAMETOM JaHOTO JOCIIKEHHS, OCKUTBKH BOHA Oe3mocepeHb0 (hopMye
IrpoBUit 1OCBiA. Y KOHTEKCTI po3po0KHU riopuiHoi cuctemu Juis irop xanpy Idle/Tycoon,
Runtime Al noainseTbcst Ha JBa KJIFOUOBI, IHTErpOBaH1 piBHI. [lepiinii — AropuTMidHUiA
(derepminoBanuii) 111l — € 0OCHOBOO 1T €EKOHOMIYHOI JIOTIKM Ta 3a0e3reuye cTadiib-
HicTh TeiimIuieto. Croam BXOAATh cucTeMu Hagiraiii NavMesh miis mobymoBu ontumaib-
HUX MapLIPyTiB Ta BUKOPUCTAHHA CKIHUEHHUX aBToMaTiB (FSM) aiis npuiiHATTSA pilleHsb,
10 rapanTye BukoHaHHS NPC 4iTKuX eKOHOMIYHUX (YHKIIH (TIpalfoe, BiIMIOYNBAE, i1e
nonomy). pyruii pisers — ['enepatuBnuii (ImoBipHicHuii) 111 — € HOBITHIM HaNIPSIMKOM,
mo Oa3zyeTbcsi Ha BukopuctanHi APl Benmukux MoBHUX Mozenel (Hampukian, Google
Gemini) y peastbHOMY 4aci. Ha Bimminy Bix Editor Al, Tyt renepariisi KOHTEHTY (iaioriB)
BiJI0YBA€THCS MOCTIMHO MiJ] Yac I'PU 1 € KOHTEKCTYaIbHOIO: CUCTEMA (NPCBrain.cs) (Op-
My€ TpPOMT HelpoMepexi Ha OCHOBI mnoTouyHoro crtany FSM (manmpuknan,
State.REPORTING_TO_PLAYER). Helipomepexka reHepye yHikanbHy Biamosinb ("boc, meni
HeMae Jie mpairoBatu!"), sika CTBOPIOE UTr03110 "KUBOTO" criiyikyBaHHs. [loeqHaHHS UX
JIBOX PIBHIB — JI€TEPMIHOBAHOCTI (1J1s1 EKOHOMIKH) Ta IMOBIPHICHOCTI (/17151 KOMYHIKaIIii)
B PSXKHMMIi pealbHOTO Yacy — € KJIFOYOBOIO iHHOBAIlIE€I MaHO1 poOoTh. TakuMm 4uHOM,
akmo Editor Al pobuts rpy mBuame, To riopunauit Runtime Al poGuTs ii mikasimoro,

HE MOPYUIYIOUH NMPU IbOMY €KOHOMIYHY CTaOlIbHICTD.
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1.4 Orasja Ta NOPiBHAJILHUIA aHAJI3 CYYaCHUX MiAXO0/iB /10 MO/1eJTIOBAHHSA

noBexinku NPC

Bubip apxiTexktypHOoro natepHy s MoaentoBanHs moseinku NPC € pynnamen-
TaJbHUM PILIEHHSIM MPU NPOEKTYBaHH1 Oyab-skoi rpu. Lleit Bubip 6e3nocepeHb0 BILTU-
Ba€ Ha JIETEPMIHOBAHICTh, MPOAYKTHBHICTb, MACIITA0OBAHICTh Ta FHYYKICTb CHUCTEMH.
st sxanpy Idle/Tycoon, e KpUTHYHO BaKIIMBO MiATPHUMYBATH €KOHOMIYHY CTaO1Tb-
HICTb, LIel BUOIp Mae OyTH OOTPYHTOBAHUN CUCTEMHHMM aHATI30M Ta TIIMOOKUM PO3yMiH-
HSIM KOMIIPOMICIB, IPUTAMAHHUX KO)KHOMY MIJIXO[Y.

Ha ocHoBI anami3y mpodiapHOI TITEpaTypH Ta ICHYIOUHX 1HAYCTPlaTbHUX IPAKTHK,
MOXXHAa BHJIJIUTH YOTHPU OCHOBHI apXITEKTYpHI MATepHU s NPUUHATTS pPIIIEHb
(Decision Making) ta okpemuii knac ais nepemimeHHs (Spatial Al). Koxen 3 nux nate-
PHIB Ma€e CBOIO HIiIlly 3aCTOCYBaHHS, CBOI IepeBaru Ta HEJIONIKH, SKi HeOOXiTHO Bpaxo-
BYBAaTH MpU BUOOPI apXiTEKTYPH AJIsi KOHKPETHOTO MPOEKTY. JleTanbHuil omuc Ta mopis-
HSUTbHUM aHaJi3 [UX apXITEeKTYpHUX MAaTEpHIB NPEACTaBIeHO y miapo3aiiax 1.4.1-1.4.5.

Jlnst  uimboBoi  wactrotu 60 FPS  Oromker omHOrO Kaapy CTaHOBHTH
Tframe = 1000 / 60 = 16,67 MC.
3 1bOro OrOKETY MiJICKCTEMA IITYYHOIO 1IHTENEKTY 3a3Bu4ail oTpumye He Oubiie 10%,
T00TO TprOM3HO TAI = 1,67 Mc Ha BCi 0OYHCIICHHS, ITOB’SI3aHi 3 IPUHHATTSAM PIllICHb.
k10 ogHOYACHO CUMYJTIOEThest N areHTiB, MakcuMainbHui yac Ha ogHoro NPC nopig-
Hioe Tagent = TAI / N. [Insg 100 NPC ne nume 6au3bko 0,017 mc (17 mxce), a aist 1000
NPC — 6mu3zbko 0,0017 mc (1,7 mxc). Taki oOMexxeHHsT PaKTUIHO TEPETBOPIOIOTH BHOIp
apXITEKTypH 3 TEOPETUIHOTO MUTAHHS HA )KOPCTKY 1HKEHEPHY BUMOTY JI0 YaCOBOI CKJIa-
JTHOCT1 QJITOPUTMIB.

ACHMNTOTHYHA CKJIAIHICTh OCHOBHHX IiIXO/IIB O IPUHHATTS PIllIEHb CYyTTEBO Pi-
3HuThCs. CkinueHHuit aBTomaT (FSM) mpaittoe 3a korctantHuit yac O(1), OCKIIbKH B
KO)KEH MOMEHT IepeBipsie€ JUIIEe YMOBHU Ul MOTOYHOTO CTaHy. JlepeBa MOBEIIHKU
(Behavior Tree) Bumararots O(d) onepariii, 1e d — rimubuHa aAepeBa, TOOTO KUIBKICTh
BY3JiB Bia KkopeHs 10 suctka. Cuctemu kopucHocTti (Utility Al) maroTh ckiagHicTb

O(n°Kk), ne n — KIIBKICTh MOXKJIUBUX [Iii, @ K — KUIbKICTb (DaKTOPIB OI[IHKH ISl KOKHO1
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nii. [TnanyBansauk GOAP xapakTepusyeThcsi eKCroHeHIianbHO0 ckiannictio O(b d),
ne b — cepeHs TIKOBICTh (KUTBKICTh MOKIIMBUX i Y KOXXHOMY KpOIIi), a d — ruOuHa
wiany. Anroput™ A* juist nomyky nuisixy Ha rpagi Hasiramii Mae ckinaasicte O(|E| - log
[V]), ne |V| — xinbkicTs BepiuH, a |E| — KiabKicTh pebdep rpada.

Ha npakrtuii e o3nauae, mo FSM 3a3Buuaii Bukonyetbes y niama3oni 0,001-0,01
Mc Ha ofHoro arenta, BT — npubnuzno 0,05-0,15 mc, Utility Al — 0,1-0,3 mc, Toai K
noBHoI1iHHENE GOAP mosxe 3aiimatu 0,5-2,0 mc 1 Oibie. 3 HaBEACHOTO aHAITI3Y BUILIH-
Bae, mo s miarpuMku 100+ NPC npu 60 FPS npunataumu € mume FSM Ta (y rpanu-
YHOMY BUIAJKY) HErnmOoki nepeBa noseniHkH, Toal sk GOAP ta Baxkki KoH]irypamii
Utility Al aBTOMaTHYHO BUKIIFOYAIOTHCS Yepe3 MEPEBUIIEHHS 9acoBOro Oromkery. Jls
MacmtaOyBaHHS 70 coTeHb 1 Tucsiy NPC equHuM peanbHoo omiiero 3anuimaersess FSM

3 HOro KOHCTAaHTHOIO CKJIAIHICTIO.

1.4.1 CrinyeHHi apToMaTu

FSM — e MmarematuuHa Mojiesib OOYUCIIEHbB, KA OMUCYE CUCTEMY 3 CKIHUEHHOIO
KUIBKICTIO CTaHIB. Y Oylb-IKHH MOMEHT 4acy CHCTeMa MOXKe mnepeOyBaTu JUIIe B OJI-
HoMmy ctaHi. [lepexia 3 ogHoro crany B iHmui (Transition) BigOyBaeThCsl IPU BUKOHAHHI1
neBHOi yMoBH a00 HactaHHi mofii (Trigger). Taka Moaenb HaA3BUYAHHO TTPOCTA Y PO3Y-
MiHHI Ta peanizalii, 1o 00yMOBUJIO 11 IIMPOKE 3aCTOCYBAHHS Y IHAYCTPIi i€ 3 MePIINX
JTHIB PO3pOOKH KOMI'IOTEPHUX 1TOP.

FSM ineansHo onucye moBeaiHKy npoctux areHTiB. Hanmpukian, cran IDLE (Cro-
Kiif) ouikye Ha nofito "['paBens y 30H1 BuaumocTi". Konu moaist crpamboBye, BinOyBa-
etbest epexiy y ctaH ATTACK. ¥V crani ATTACK areHT BUKOHY€ CBOIO JIOTIKY, TIOKU
HE CHpALIOE 1HILIA MOAIs, HanpuKiIazg "340poB's IpaBlLs JOPIBHIOE HYJIO", 110 1HILIIOE
nepexiny ctaH RETURN _TO PATROL a6o CELEBRATION. Taka nocinigoBHa J0Tika
pobuts FSM HaBiTh O1JIBII TPUPOTHOIO SISl ONUCY TTOBCAKACHHUX JTIM.

st sxarpy Tycoon, FSM € TpamumiiHuM Ta HaWOUIBII TMOIMIMPEHUM BHOOPOM

camMe uepe3 Horo HailiHiCTb. EKOHOMIUYHMN UK pOOITHHMKA 171€aTbHO OMUCYETHCS
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CKIHYEHHUM aBTOMAaTOM: nepcoHax npokuaaerbes Baoma (AT _HOME), micns nacranus
panky (Hacrap panok) mepexoauts y ctat pyxy 10 po6otu (GOING TO WORK), micis
npudytta (iimo) nounnae npamoBatu (WORKING), nicns Bromu (Btomuscs) iine
Ha rriepepBy B kaB'sapHIO (GOING TO COFFEE), micns BignoBiaeHHs (Biamouus) moBe-
praetses 10 podotu (GOING TO WORK), 1 HapenrTi, miciist 3akiHU€HHS] pOO0UYOTO JTHS
(Kineus nus) itne nogomy (GOING_HOME). Taka uukiaiyHa npupo/ia 103BOJISE JIETKO
MPOTHO3YBATH MOBEIIHKY.

[TepeBaru FSM nonsiratots nepeaycim y nepenoadyBaHOCT1 i JeTEpMiHI3MI: TTOBE-
JIIHKA areHTa € adCOJIIOTHO MPOTHO30BAHO0, [0 KPUTUYHO JIJIs1 HAJIArOJKEHHSI €EKOHOMI-
9HOro OayiaHCy Ta 3a0e3MEYeHHS CIPaBEeIMBUX YMOB sl TpaBisl. Hemae micmst st
"mpuxoBaHO strani" pe3yJbTaTiB, IKI MOXKYTh PI13KO 3MIHUTH IrpOBY eKOHOMIKY. FSM Tta-
KOX 3a0e3Iedyye BUHATKOBO BHCOKY MPOIYKTUBHICTh, OCKIIBKA BHUMAra€ MiHIMaJbHUX
00YHCITIOBAIBHUX PECYPCIB — 3a3BUYAM, OJHA TIPOCTEHbKA TIEpeBipKa yMOBH 3a Kazap. Le
JI03BOJISIE CHMYJIFOBATH COTHI areHTiB OJTHOYACHO, IO € IPSIMOIO BUMOTOIO JJIs1 Cy4aCHUX
Idle-irop, ne Ha ekpaHi MOXKYTh OyTH I€CATKH a00 HaBiTh COTHI nepcoHaxiB. KpiM Toro,
FSM xapakrepu3yeTbcst IpOCTOTOIO peajizallii: JIETKO peanizyeTbes 6a30BUMH 3ac00aMu
MoBu C# Ta He moTpedye CKIATHUX CTPYKTYP JaHUX.

Onnak "Henoniku FSM nposiBIsitOThCSE 0COOJIMBO SCKPaBO MPH PO3IIMPEHHI CHUC-
Temu. Ha mepmmii morsisig mpocTa apXiTeKTypa MepeTBOPIOETHCS y CKIIaIHICTh MacCIITa-
OyBaHHS: MPU 301IBIIEHH] KUIBKOCTI CTaHIB, KUIbKICTh HEOOX1THUX TMEPEXO/IIB 3pOCTa€e
ekcroHeHianbHo (mpu N craniB noTpiOHO noTeHwiiHO N X (N—1) nepexoaiB), 1o npu-
3BOJIUTH IO CTBOPEHHS CKIIATHUX, 3aIUTyTaHUX CTPYKTYp YacTO Ha3WBaHUX 'CIareTTi-
kox". Po3ymiHHS Takoi cUCTEMH CTa€ BCe OLIBIN CKIIATHUM, a I0JaBaHHS HOBOTO (hYHK-
[[IOHAJTy TOYMHAE BIUIMBATU Ha PELITY cUcTeMU HernepenodoauysaHo. Takox FSM e cyto
PEaKTUBHOIO CHCTEMOIO — BOHA HE TUIaHYy€E il Hamepe, a IWIIe pearye Ha MOTOYHI MO/~
pa3HuKH Ta yMOBH. Lle 03Hauae, 110 areHT He MOXKe MPUIMAaTH CKIIaJHI, JaJeKOCSKHI

pILIEHHS, K1 BAMAraloTh BpaxyBaHHs MailOyTHBOTO.
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1.4.2 /lepeBa noBeaiHKH

Hepesa noseninku (Behavior Trees, BT) — nie cydacHuii crangapt iHAycTpii, 110
npuiimoB Ha 3MiHy FSM y Oaratbox AAA-mpoekTax Ta komepiiiiHux irpax (Halo,
BioShock, Unreal Engine 4+). BT — e iepapxiuna cTpyktypa y Gopmi aepesa, By3iIH
SKOTO ONMMCYIOTh JIOTIKY NPUMHATTS PIllIEHb HAa Pi3HUX PiBHAX aOcTpakuii. Taka cTpyk-
Typa JI03BOJISI€ BUPA3HTH CKJIQIHY MTOBEIIHKY Kpi3b KOMOIHAIIIIO TPOCTHX OJIOKIB.

[Tpunnun podotu B GameDev mossirae B ToMy, 1110 KOXeH Kaap (ado 3 3a1aHOI0
PO3pOOHMKOM 4YacTOTOI0) BiJ KopeHeBoro Bysna (Root) momaeTbcsi curHai aJisi BUKO-
HaHHJ (Tak 3BaHa omepailis "Tik" abo Tick), skuit mpoxXoauTh Kpi3h AEPEBO, OOUUCITIOIOUN
pesynbsTatu. By3nu noainstorhes Ha kiibka TumniB. Komnosutsi By3nu (Composites) ke-
pPYIOTh MOTOKOM BUKOHAaHHsI Ta Jorikoro: Sequence (I1ociigoBHICTE) BUKOHYE NOYIpHI
BY3JIM CTPOTO IO Yep3i i MoBepTaE YCHIIIHUKN pe3ysIbTat (Success) JIMIIe SIKIO BCl J0Yi-
PHI BY3JIM TIOBEpHY SUCCESS, 1110 TapaHTy€ BUKOHAHHS BCIX KPOKIB y MPaBUIHLHOMY I1O-
paaky; Selector (Bubip) BUKOHY€E AOUIPHI BY3JIH 10 TUX HIp, TOKU OJMH 3 HUX HE IOBEPHE
Success, 3a0e3neuyroun ¢rexkcubibHul BuOip anbrepHatus. Jlexopatopu (Decorators)
— 1I€ BY3JHM-O0TOPTKH, SKI MOAM(PIKYIOTH pe3yjbTaT AOYIPHHOIO By3ja (HAIpPUKIAL,
Inverter 3miHt0€ Success Ha Failure Ta HaBnakm). Jluctku (Leafs) — 11e kiH1EB1 B3, 110
HaCIIpaBJli BUKOHYIOTh po0oTy: il (Action) BUKOHYIOTh KOHKPETHI omepairii B rpi (Ha-
npukian, "Arakysatu'", "Pyxarucs"), a ymoBu (Condition) mepeBipstoTh MOTOUYHUM CTaH
cBitu (Hanpukiaz, "Hu Oauy g Bopora?", "Uu maro noctatHbO MaHu?").

[TepeBaru BT Bkit0UatOTh MOYJIBHICTH Ta KOMIIO3UIIIMHICTE: KOKHY TUIKY JiepeBa
(mampukinaz, "3HaiTH YKpUTTA'") MOXKHA pO3pOOUTH, TECTYBATH Ta HAJATOAUTH OKPEMO,
anoTiM O€3MeYHO MIJKIIOYUTH 10 PI3HUX areHTiB 0€3 MOO0I0BAHHS, 110 1€ 3pyHHYE 1HITY
dbynkmioHaneHicTh. Takox BT xapakTepusyeTbes ICKpaBOXO THYUYKICTIO: JIETKO JTOTaBaTH
HOBY IOBE/IIHKY, MPOCTO JI0JJAal0YX HOB1 BY37U a00 Mij-AepeBa 0 ICHYIOUOi CTPYKTYPH,
HE MOPYIIYIOYH cTapy JIOTIKy. buibmicte cyyacHux peanizauiii BT (oco6nuBo y komep-
MIHHUX ITPOBHUX JBMXKKAX) MalOTh MOTYXHI Bi3yallbHI PEAKTOPH, IO CIPOILYE PO3PO-

OKy, HaJaro/>KeHHs Ta KOMYHIKAI[II0 MIX MporpamicTaMu Ta reiimM-1u3aiiHepamu.
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Henomikamu € BuIi 00YMCTIOBANIbHI BUTPATH: HEOOX1THICTE 00x0y nepesa (Tree
Traversal) K0)XHOTO KaJipy, peKypCHUBHI BUKJIUKH Ta OLIIHIOBAHHS YMOB Ha KOXKHOMY pi-
BHI JIepeBa MPU3BOJIATH J0 OUIBLIOL 3aTpaTH PECYpCiB MOPIBHSAHO 3 MPOCTOXO JIIHIHHOIO
nepeBipkoro ctany B FSM. Ilpu Benukiit KUTBKOCTI areHTIiB, 0COOJIUBO 3 TIIMOOKUMH JIe-

peBamMu, 1€ MOXKE CTAaTU BY3bKHUM MiCI_IeM JJIA HpOI[YKTI/IBHOCTi.

1.4.3 IlnanyBanHs, opienroBane Ha uiji (GOAP)

GOAP (Goal-Oriented Action Planning) — 1ie Hag3BM4YaliHO MOIIHA apXITEKTypa,
110 JIO3BOJISIE ar€HTaM CaMOCTIHHO OyayBaTH MOCIIIOBHICTh AiHl /ISl JOCATHEHHS Oaka-
HOro crany ab6o uuii. lle mpoakTuBHa cuctema, Ha BiIMIHY BiJ peakTuBHUX FSM ta BT.
3amicTh TOTO0, 00 PO3pOoOHUK nepeadayaB Bl MOxkiuBI cueHapii, GOAP no3Bosse are-
HTY PO3yMOBO "MOAyMaTu" Mpo Te, K JOCATTH 0aXaHOTO Pe3yJIbTaTy, AUBISYUCH HA TIO-
TOYHUHN CTaH CBITY.

[Tpunnun pobotn B GameDev 0a3yeTbcs Ha KUTBKOX OCHOBHHX KOMITOHEHTaX.
CgiT (World State) onucyeTtscst HaG0opoM (HakTiB a00 MPOIMO3HUIIIK MPO CTaH (HAPUKIIA,
HasWeapon = false, [sHungry = true, [sAtWeapon = false). L{ini (Goals) Bu3Ha4aroTh
Oa)kaHUI CTaH CBITY, J10 IKOT'0 areHt nparse (Hanpukiaa, HasWeapon = true ta [sAtSafe
= true). [ii (Actions) — me mepexoau, sSKi areHT MOXKE BUKOHATH, KOKHA 3 HUX Ma€
Preconditions (mepeaymoBu, siki MatoTh OyTH ICTUHHI iepe BukoHaHHsM) Ta Effects (Ha-
CIIIKH, SIK1 JIist BCTAHOBIIIOE K ICTUHHI micisi BuKoHaHHs). Hanpukiman, ais "[ligibpatn
30poro" mae epeaymoBy IsAtWeapon = true Ta Hacnizmok HasWeapon = true, Toi siK Jist
"HTi 1o 36poi" Mae mepenyMoBY true (3aBxIH MOHA IOYATH PYyXaTHCh) T4 HACHITOK
IsAtWeapon = true.

[TnanyBanpHUK (3a3BUYail 1HTENEKTyaIbHUI aNTOPUTM MOIIYKY, YacTO HACIHIJIOK
anroputMy A*) aHajizye HOTOYHHMN CTaH, pO3TJsAae ycl JOCTYIHI Aii Ta ixH1 eeKTH, a
MTOTIM 3HaXOIUTh HalIenmeBmnid (a00 HAHONTHMATBHITIIFI ) JIAHITFOKOK JiH, SIKHH Tepe-
TBOPIOE TTOTOYHUN CTaH CBITY Ha IITLOBUN. Pe3ysnbraToM € mociioBHICTh ik (TU1aH),

Hanpukiaa: "Wty 1o 36poi" — "IiniGpatu 36poro” — "Utu 10 Ge3neunoro micms".
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[TepeBaru GOAP BKITI04aIOTh EMEPIKEHTHY MOBEIIHKY: ar€HTH YacTO 3HAXOISTh
HECTIO/IIBaH1, TBOPYI PillIEHHs, AKi pO3pOOHUK HaBiTh HE mependauas. Lle cTBoproe Bpa-
KEHHS TOTO, I1[0 ar€HTH MalOTh CIIPaBXHIiM 1HTEJIEKT 1 IJIaHYIOTh CBO€ MailOyTHE. Takox
CUCTEMA € aJJaNTUBHOIO: TIPH 3MiHI YMOB Yy CBIiTi (HaIpHKJIad, 3aropojHKeHa Jopora), Tiia-
HYBaJIbHUK aBTOMAaTUYHO B1/10YyIOBYE€ IJIaH, 0OMpalOUuu aJlbTepHATUBHUN MapLIpyT.

Henoniku BKIIOYArOTh HaA3BUYANHO BHCOKY CKJIAJHICTh peani3alli Ta Hauaro-
JUKEHHS: TTOTPIOHO PETeIhbHO BU3HAYWTH BCl CTaHU CBITY, Ail Ta iXHI e(eKTH, a HaBITh
Majia MOMHJIKA MOX€E MPU3BECTH 0 HEMPaBWIHHOTO TUIAHYBaHHA. TaKoXX ICHYE IMpo-
OJieMa HeMpPOTrHO30BaHOCTI: y rpi xkaHpy Tycoon arent, kepoBanuiit GOAP, moxe pan-
TOBO "BHUpImUTH", 110 HoTo ik "Hacosiona ta BimoYnHOK" iCTOTHO BakiuBimIa 3a "Po-
00Ty Ha KOPUCTh KOMIIaH1i", 1110 MOKE€ MOPYIIUTH €KOHOMIYHMIA OanaHc rpH Ta 3pyHHY-

BaTH TeMILIEN.

1.4.4 Cucremu kopuchocrti (Utility Al)

Lle#t mimxig dYacTo BHUKOPUCTOBYEThCSA Yy cumyistopax >kutts (The Sims,
RimWorld) Ta micsausx 3a nepuii micsui po3pooku Al mis ckinagHux nepconaxis. Cuc-
TE€MU KOPUCHOCTI IPOMOHYIOTh MPUHLIMIIOBO 1HIIUHI MIJIX1J: ar€HT HE Ma€ )KOPCTKUX CTa-
HiB, a TIOCTIMHO OI[IHIOE "KOPHUCHICTB'" a00 "MpHUBaOIMBICTS" KOKHOT MOMJIMBOI /1ii B KOH-
TEKCT1 MOTOYHOI CUTYaIIii.

[Tpunnum po6otr B GameDev nossrae B ToMy, 10 areHT Ma€ Habip moTpeod, Mo-
TuBiB 200 MoTuBytounx Qakropi (I'omoxa, Enepris, Comiamizaris, Po3Bara, besneka).
KosHa MOIINBA JIis, Ky areHT Moxe Bukonatu (Ictu, Cnaru, F'oBopuru, I'patu, Xosa-
Tucs), Mae pynkuiro kopucHocti (Utility Function), sika o6uncitoe unciaoBuii 6ai (score)
Ha OCHOB1 OTOYHHMX MOTPeO Ta 3MIHHUX cTaHy. Hanpuknaa, GyHKITis KOPUCHOCTI A i
"[cTn" 3aNeXKUTh BiJl HOTOYHOTO PiBHA TOIO/Y: YUM BULIHIA FOJI0, TUM BUIIA KOPHCHICT
ki. AHanmorigno, GyHKIis ;uist aii "Criatu" 3a1eKuTh BiJ €Heprii. ATEHT 3aBXKIu 00nupae
Ji0 3 HAWBUIIMM 0AJIOM KOPUCHOCTI, III0 CTBOPIOE MPUPOIHE, THYYKE Ta aJIallTUBHE TI0-

BEJIIHKOBE PI3HOMAHITTSL.
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[TepeBaroto € MOXJIHMBICTH CTBOPIOBATH AYy>Ke "M'sKY", TIJIaBHY, PUPOJIHY Ta Oara-
TOTPaHHY MOBEIIHKY, /i€ TIEPCOHAXK HE MEPEKIIFOYAETHCS PI3KO 3 OJHOTO CTaHY Ha 1HIIIHM,
a MOCTYIIOBO 1 3MIHIOE MPIOPUTETH 3AJIEKHO B1JT yMOB. Lle cTBOpIO€ peanicTUuHui piBEHb
JeTami3aIii y B3aEMOTisX.

Henonikom € ckiagHicTh HAJAIITYBaHHS Ta OalaHCYBaHHS: HEOOXITHO PETETHHO
HAJIAIITYBAaTH JAECATKH KPUBUX KOPUCHOCTI, 00paTH MPAaBWIbHI Baru AJsl KOKHOTO (hak-
TOpa, BpaxyBaTH iXHI B3a€EMOBIUTHBH. MaJja MoMIIKa y TapaMeTpax MOKe TIPU3BECTH JI0
JVMBHOT MOBEAIHKY (HAMIPHUKIIAI, IEPCOHAXK, SKUH HIKOJIU HE CIIUTh, 400, HABMAKH, HIKOJIH

HE BCTa€ 31 JIKKA).

1.4.5 IIpocroposuii LI Ta cuctemu HaBiramii

Vi Bumesragani cucremu (FSM, BT, GOAP, Utility Al) BianoBigatoTe Ha mH-
taHHs "LL{o pobutu?" — BOHM BU3HAYAIOTh, KY Ait0 ciiJ BUKoHaTH. [IpocTtoposuit 111
MPEACTaBIAE OKPEMHUI HAITPSAMOK JIOCIIDKEHHS W BIATIOBia€ HA GyHTaMEHTAIBHO 1HIIIE
nuTaHHs: "SIk Tyau aictatucs?" — sk areHT NOBUHEH (Di3MYHO MEePEMIIIATUCS Y TIPOCTOPI,
BpPaxOBYIOYHM MEPEIIKO/IU, IHIIIUX areHTIB Ta AMHAMIUHI 00'€KTH.

NavMesh (Hagiramiiina ciTka) € NpaKTUYHUM CTaHAAPTOM Je-(PakTo B Cy4yaCHUX
irpoBux ABWXkKax, BkiItoyatoun Unity Ta Unreal Engine. KonnentyansHo, irpoBuii cBit
JTUCKPETU3Y€EThCA Ha HAaOlp OMYKJIMX MOJIITOHIB, SIKI MPEAICTABISAIOTh MPOX1IHI TOBEPXHI.
i moirorn GpopMyroTh rpad, 1e KoXHa BEpIIMHA — II€ IMOJIITOH, a pedpa 3'€ THYIOTh Cy-
MDKHI TIOJIITOHU. 3ajiaya TEPeMillieHHsI areHTa 3BOAUTHCS 10 TOIIYKY ONTHMAaIbHOTO
HUIAXY Ha oMy Tpadi. Anroput™ A* € HaMMonyJaspHIIIMM BUOOPOM JJIsi TAKOTO T1O0-
IIYKY, OCKUIBKH BIH €()€KTUBHO 3HAXOUTh ONTUMAJIbHUNA MapLIpyT, MIHIMI3yIOUH CyMa-
pHY BapTicTh nepeMimeHHs [16].

NavMesh Carving € KpUTUYHO BaKJIMBOIO (PYHKIIIEO JUIsl AMHAMIYHUX 1rOp, €
TpaBeIb MOXE PO3CTABIATH MeOi, OyayBaTu cTiHn abo iHmI o0'ektr. BoHa mo3Bosse
o0'ekTaM "Bupi3aTu'" OTBOPHU B HaBIramiiHiN CITII B peaJIbHOMY 4aci, Mo CyTi nmepedy1o0-

BytouH rpad, 1 3mymryroun NPC po3paxoByBaTu HOBI MapUIpyTH, IKi 0OXOASTh HOBI
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nepemkoan. Lle cTBoproe 11103110 TOTO, IO MEPCOHAK] PEATLHO PO3yMIIOTh (DI3UYHY Te-
OMETpIIO CBITY.

Steering Behaviors (KepmoBa moBesinka) — 1ie Habip €JeraHTHUX JIOKAJIbHUX all-
ropuT™MiB, po3poodieHux Kpeiirom PeitHonsacom y 1987 pori, 11 KepyBaHHS pPyXOM are-
HTIB Ha JIOKQJIHHOMY PiBHI. 3aMICTh TOTr0, 00 MPOCTO CIITyBaTH PEKOMEHIOBAHOMY
nuisixy 3 NavMesh, areHTH BUKOPUCTOBYIOTH IIi aJITOPUTMH JIJISl TUTABHOTO, IPUPOIHOTO
PyXYy, BKIIFOYAar0YM YHUKHEHHS 31TKHEeHb 3 iHmuMu areatamu (Obstacle Avoidance), cii-
nyBaHHS B370BXK muisixy (Seek/Arrive), moTpumaHHS IUCTaHINi BiJi KOMIAHLHOHIB
(Separation) ta inmi noeeainku. NavMeshAgent y Unity mpakTHYHO BUKOPUCTOBYE caMe
11 TPUHITUTIN JUTSI 3a0€3MeUeHHS PEaTiCTUIHOTO, INIABHOTO ITEPEMIIIICHHS areHTIB Y TPH-

BUMIPHOMY IIPOCTOPI.

1.4.6 Bubip metony

Amnaiz natepHiB I (y3aransaennii y Tabmuri 1.1) mokasye, 1o He iCHY€E € THHOTO

"HalKpamoro" MeToay; BUOIp 3aJIeKUTh BiJI 3a/1a4 MTPOEKTY.

Tabnuysa 1.1 — lopienanvnuil ananiz apximexmypnux namepuie LI ons NPC

Kpurepiii nopiB- | FSM  (Ckinuen- | BT  ([epeBo | GOAP (Ilna- | Utility AI (Ko-
HSHHS HHii aBTOMAT) MOBEAiHKH) HYBaHHS) PHUCHICTBH)
[TepenbauyBaHicTh Jyxe Bucoka Bucoka Hwusbka Cepenns
Haanrtaxenns Ha CPU | MiHimMaiibHe Cepenue Bucoke (mi- | Cepenne

KOBE)
MacmraboBaHicTh (Ki- | Bigminna Xopoia OO0mMexeHa Xopoia
JIBKICTh areHTiB)
[IpunaTtHIiCTH s | OnTuManbHO MosxnuBo PusukoBano Hns ckmapgHux
Tycoon CUMYJISIIT

Ha ocHOBI poBeieHOr0 aHali3y MOXKHA 3pOOUTH BUCHOBOK, 110 /7151 0230BOTO IH-
kiy pobotu NPC y rpi sxanpy Idle/Tycoon (nepemimienHs, BUKOHaHHS poOOTH, TeHepa-
1[5l pecypcy) HalOLIbII TOIUIBHUM € BUKOPUCTAHHS cKinuennux asmomamie (FSM). Llei
MeToj 3a0e3euye HeoOX1THY AeTEePMIHOBAHICTh, CTAOUIBHICTE EKOHOMIYHOI MOJIENI Ta

BHUCOKY MPOAYKTUBHICTH NPHU BEIHUKINA KUTBKOCTI areHTIB.
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Boanouac, FSM ne Bupinrye npobaemy "iMepcHUBHOTO po3puBY' Ta BiACYTHOCTI
comianpHOI B3aemo/ii. Tomy B naHii poOOTI MPOTIOHYETLCS 2iOpUOHA apXimeKkmypa: BH-
KopucTanHs HafgiiHoro FSM sik "dyHmameHnty" mis A1l Ta 1HTerpaiis réHepaTUBHOIO

T (LLM) sk "HanOyaoBu" 1l KOMYHIKAIIHHOTO PiBHS.

1.4.7 IlopiBHAJIBLHUI aHATI3 NPOAYKTUBHOCTI Al-apxiTekTyp

s o6rpyntyBanns Bubopy FSM sik 6a30Boi apXiTeKTypH CUCTEMH, MPOBEACHO
NOPIBHSUIbHUI aHaJI13 IPOAYKTUBHOCTI YOTUPHbOX OCHOBHUX Al-mi1X0/11B HA OCHOBI JiTe-
paTypHHUX JKepes Ta iHaycTpiaabHuX OeHumapkiB. Ta0nuis 1.2 npeacrasise KibKicHE

HOPIBHSHHS apXITEKTYp 32 KJIOYOBUMHU METPUKAMHU MTPOTYKTUBHOCTI.

Tabnus 1.2 — [NopiBHsibHUN aHami3 npoayKTuBHOCTI Al-apxitekTyp amst NPC

KpuTtepii FSM Behavior Tree | Utility Al GOAP
YacoBa CKJIaJIHICTh o(1) O(n) O(n°k) O(b"d)
Yac BUKOHAHHS Ha areHTa, MC <0,01 0,05-0,15 0,1-0,3 0,5-2.0
Makec. xinbkicte NPC nipu 60 FPS 10000+ 2000-5000 1000-3000 | 50-200
JleTepMiHOBaHICTh MOBEMIHKU TToBHa Bucoka Cepenns Husbka
CknazgnicTs peanizamii (1-5) 2 3 4 5

Pusuk 3001B goriku Minimaneauii | Husekuii CepenHiii Bucokuii

Hani 6a3ytotecs Ha gocaimpkennax Hill S. (2024), skuii npoaeMOHCTPYBaB MOX-
muBicTh cumydsanii 5000 NPC 3 Bukopucranssm needs-based Al mipu cepennboMy daci
BubOopy nii 0,3 Mc Ha arenra, Ta poboti Zubek R. 3 Game Al Pro 3, ne nocsrayro nmoka-
3auka 1000 NPC npu 60 FPS y rpi Project Highrise 3aBasiku cnpomeniii FSM-apxitek-
TypI.

PosrnsneMo maremaTuyHe OOTPYHTYBAHHS 9acOBOI CKIIAHOCT1 KOYKHOTO MiAXO/Y:

1. FSM — O(1): [IepeBipka MOTOYHOTO CTaHY Ta YMOB IIEPEXOIy BUKOHYETHCS 3a KOH-
CTAHTHUU 4Yac, OCKUIbKU CHCTEeMa 3aBXK/IM 3HAXOIUThCS B OAHOMY 3 N CTaHIB 1 I1e-

peBipsie PpikcoBaHUM Habip YMOB Ui IOTOYHOTO CTaHY;
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2. Behavior Tree — O(n): O0xig aepeBa B INIMOMHY BUMArae BiJBiAyBaHHs 0 N BY3JiB,
ne n — riubuHa aepesa. Sk 3a3HadyeHo B orysiai lovino et al. (2022), cknagaicts BT
3pOCTae JiHINHO 3 IMHONHOIO 1€papXii;
3. Utility Al — O(n-k): Cucrema mMa€e OIiHUTH KOPUCHICTh N MOXKJIMBHX il 110 k dyH-
KI[iSIM KOPUCHOCTI JIJIsl KOKHOI, III0 CTBOPIOE TOJIIHOMIAJIbHY 3QJIEKHICTH BiJl KUJTb-
KOCTI1 IOCTYIIHUX J11i Ta ()aKTOPiB BIUIUBY;
4. GOAP — O(b”d): IltanyBanHs Ha OCHOBI A* Mae eKCIIOHEHITiaTbHY CKJIAJIHICTh, 1€
b — cepennst TIKOBICTh (KUTBKICTH AiH, JOCTYMHHUX Y KOXKHOMY cTaHi), a d — riu-
OuHa muany. 3riiHo 3 gocaiykeHHsaM Jacopin (2015), GOAP notpebye cyBopux
00OMEXeHb Ha TTTMOMHY MOITYKY JUIs 3a0e3medeHHs real-time mpolyKTHBHOCTI.
Jia irop xkaunpy Idle/Tycoon Oromxet kanpy npu 60 FPS cranoButs 16,67 mc, 3
sakux Ha Al TpaguuiiiHo BuaUIseTbes He Oubiie 10% — npubnuszuo 1,67 mc. [Ipu HeoO-
xigHocti miarpumku 100 NPC e o3nadae 6romxet 0,01-0,02 Mc Ha areHra, 1o aBToma-
THyHO BUKitOYae Bukopuctanus GOAP Tta obmexye 3actocyBanns Utility Al FSM 3
yacoM BUKOHaHHs MeH1e 0,01 Mc € €IMHOI0 apXITEKTYpPOIO, 1110 TapaHTOBAHO 33]J0BOJIb-
HSI€ 111 BAMOTH MPU MaciTadyBaHH1 10 THCSY areHTIB.

BisyanpHe mpenacTaBieHHS Ha PUCYHKY 1.2 IeMOHCTpye HEiHINHY 3aJIeKHICTh
MK 4aCOM BUKOHAHHS Ta MAaKCUMAaJIbHOO KUIbKICTIO miaTpuMyBanux NPC. FSM 3a0e3-
MeYy€e Ha JIBa MOPSAKH BHIIY POIYKTUBHICTE opiBHAHO 3 GOAP, mo po6uTts oro omn-

TUMaJIbHUM BUOOPOM JIJIs1 EKOHOMIYHUX CUMYJISITOPIB 3 BEJIMKOIO KIJTBKICTIO IIEPCOHAXKIB.
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Pucynox 1.2 — Ilopiensanvruil ananiz npooykmusrnocmi Al-apximexmyp: uac 6uKOHAHHSA

ma MakcumanbHa Kitvkicmos niompumysanux NPC

1.5 Anani3 renepatuBuux MmeroaiB LI Ta npodaemu inTerpauii

[Tosiea BucokomponayktuBHuX Benukux MoBHux Mogeneit (Large Language
Models — LLM), takux sk GPT-4 (OpenAl), Claude (Anthropic) Ta Gemini (Google),
BIJIKpMJIa HOBY €py B po3po0iii irop — epy ['enepatuBHux ArentiB (Generative Agents).
e miaxiax KapIuHATBLHO BIAPI3HAETHCS BiJl TPATUITIMHIX METOTIB, OCKUTEKH BiH 3MIITy€E
dboKyc 3 1eTanbHOTo "MporpaMyBaHHS MOBEAIHKHA" HA OUTBIT aOCTpaKTHE "HAaBUAHHS 110-
BEJIHKU'" yepe3 MPUKIaAM Ta IHCTPYKIii. 3aMICTh TOT0, 00 po3pOOHUK IPOIMUCYBAB KO-
YKHY MOJKJTUBY PEILUTIKY Ta PEaKIliio MepCoHaXka, CHCTeMa reHepye iX JUHaMIdHO, Oa3yto-
YUCh HA KOHTEKCTI Ta MOnepeaAHhoMY JOCBI1 B3aemoii. Lle mpuHiumnoBa 3mina napaam-
I'MH, sIKa 001115I€ PEBOJIOLIOHI3YBAaTH PO3YMIHHS TOT0, SKUMHU MOXKYTh OyTH IHTEpAaKTHUBHI

MIEPCOHAXI Y BiJieoirpax.
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1.5.1 IloreHuiaj reHepaTUBHUX MeTOAIB Ta KOHUenuisa Generative Agents

Tpaguiiiini HeIrpoBi MepCcoOHaXXi OOMEKEH1 HEBEIMKUM HA0OPOM 3a3/1ajerip Ha-
MUCAaHUX PEILIIK Ta cueHapiiB aianoriB. HaBiTh y HalOUIbII CKIIAJHUX Irpax 3 po3raiy-
YKEHUMH JiajoraMu, rpaBellb IIBUIKO BUBYA€E BCl MOJKIIMBI BapiaHTH BiJAIOBIJICH, 3armma-
M'TOBYE€ KJIFOYOBI (hpa3u Ta MOYMHAE TepedadaTH peakilii nepconaxis. L{e mocTymnoBo
pYHHYE€ UTFO3110 )KHUTTS Ta 3aHYPEHHS Y CBIT IpH, IepeTBopIotoun crinkyBanas 3 NPC Ha
MEXaHIYHUH npolec BUOOPY 3 0OMEKEHOI0 MEHIO oMilii. ['eHepaTUBHUM IITYyYHUH 1HTE-
JIEKT TPOTOHY€E (yHIaMEHTaIbHE BUPIMICHHS 1€l TpoOIeMu yepe3 CTBOPEHHS areHTiIB,
3IaTHUX JI0 CHPABXKHbBOI IMIPOBI3allii, Kl MOXYTb pearyBaTH Ha Hemnepea0ayeHi 3anu-
TaHHS Ta CUTYyalli crioco0aMu, sIK1 HaBITh PO3POOHUK He mepeadayaB Ha eTanl MPOEKTY-
BaHHS.

OynnamenTanbHe gochipkeHHs "Generative Agents: Interactive Simulacra of
Human Behavior" (Park, et al., 2023), nmpoBenene nocimigaukamu 31 CTeHOOPACHKOTO
yHiBepcutety Ta Google Research, mpoaeMoHCTpyBalio apXiTeKTypy, B SKIi areHTH, Ke-
POBaHi BETUKUMHU MOBHHMHU MOJETISIMH, 34aTHI CUMYJTIOBATH HA/I3BUYAHO CKIIAJHY CO-
[iaJbHY MOBEAIHKY, BKIOYaOYX (POPMYBaHHS BIIHOCHH, IJIAHYBaHHS JOBTOTPUBAINX
AKTUBHOCTEH Ta PeaKIliio Ha COIlialIbHI oii. APXITEKTypa TaKUX Fr€eHEPAaTUBHUX areHTIB
BKJIIOYAE TPU KIIOYOBI KOMIIOHEHTH, IO MPAIOIOTh y cUHeprii. [leprimii KOMIIOHEHT —
e [lortik mam'siti (Memory Stream), e areHT 0e3mepepBHO 3aIUCy€E BCi CBOT CITOCTEPE-
KEHHS Ta B3a€MOJIIi y CTpyKTypoBaHy 0a3y nanux. KoxHa mofist hiKCy€eThCsl 3 4aCOBOIO
MITKOIO Ta KOHTEKCTOM, Hanpukiaa: " 6auy crin 611 BikHa o 9:15", "I'paBens npusi-
TaBcs 31 MHOIO BBIWwIMBO 0 9:20", " Bimuysato rosoa o 12:30". [Ipyruii KOMIOHEHT —
Pednexkcist (Reflection), ge areHT nepiognyHO aHaIi3y€e HAKOMUYEHI CIIOTaau, o0 3po-
OUTH y3arajJbHEHHS Ta BACHOBKHM BUCOKOTO piBHs. Hanpukiaz, micis KUTbKOX B3a€MOIIN
areHT Moxke copMmyBatu IyMKy: "['paBers — Mili KEpiBHUK, BiH 3a3BHYal BBIUIMBUH,
TOMY 51 Mato OyTu mpodeciiHuM y cniikyBaHHI 3 HUM" ab6o "OcTaHHIM 4acoM S 4acTo

BTOMJIIOIOCSL Mics 001y, MOXJIMBO, MEHI MOTpiOHO Ounpiie BigmouuBaTu'. Tpetiit
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komnoHeHT — [InmanyBanns (Planning), e areHT Ha OCHOBI CBOIX IIUJIEH, TOTOYHOTO CTaHY
Ta pedIeKciii CTBOPIOE TOBrOTPHUBAIIL TUTAHHU /1M, Takl sK "3paHKy MiTH Ha poOOTy, B 0011
BUIIUTHU KaBHU 3 KOJIET OO, MICJs pOOOTH BIABIAATH criopT3ait’.

VY KOMepIIHHUX MPOEKTAX Ta TEXHOJOTIYHUX JIEMOHCTpPAIlIAX, TAKUX SK IIaTdo-
pMma Inworld Al a6o nemo NVIDIA ACE (Avatar Cloud Engine), 1151 apxiTekTypa 103BO-
nsie peanizyBatu MexaHiky "Open-ended Conversation" — BIZKpuTOro aianory 6e3 3asia-
JIET1/1b IPOIMCAHMX CIleHapiiB. I paBens Moxe miaiinTu 10 Oynb-skoro NPC i 3aropoputu
3 HAM TOJIOCOM 200 TEKCTOM MPAKTUYHO HA Oy/b-sAKy TeMy — Bia moroau 10 ¢igocodch-
KHUX IUTaHb — OTPUMYIOUN OCMHCIIEHI, KOHTEKCTHO-3aJI€KH1 BIAMOBI/I1, III0 BPaXOBYIOTh
MTOTIEPETHIN TOCBIJ CITUIKYBaHHS, OCOOMCTICTh MEPCOHAXa Ta MMOTOYHY CHUTYAIlII0 y TPi.
Le cTBOpIOE O€3npeLieIeHTHH piBeHb IMEpPCii Ta BIAUYTTS, 1110 IEPCOHAX1 JIHCHO "&KuB1"

Ta MalOTh BJIACHY CBIJIOMICTb.

1.5.2 IIpo6s1ieMu Ta eKOHOMIYHI 00Me:keHHs npsAMoI iHTerpaunii LLM

HesBaxkaroun Ha peBOIOMIMHUIN MOTEHIIIAN Ta BpayKarodi JEMOHCTPAIIil MOKIUBO-
CTeH, mpsiMa IHTErpaiis BEJIMKUX MOBHMX MojeNeill i moBHOro ympasiiHHS NPC
(BKJIFOUAIOYM SIK J1aJIOTH, TaK 1 MPUUHATTS pillieHb npo 1ii) B irpax xaupy Idle/Tycoon
Ha JJAHOMY €Tarl PO3BUTKY TEXHOJIOTIH € MPAKTHYHO HEMOXJIMBOIO Yepe3 HU3KY KPUTH-
YHUX Npo0sIeM, sIKi poOJISITh TAKUM MIIX1Jl HEKUTTE3NATHUM SIK 3 TEXHIYHOI, TaK 13 €KO-
HOMIYHOT TOYKH 30Dy .

[Tepma ¢pynnamenTanbpHa mpobiaeMa CTOCYEThCS CTAOUIBLHOCTI Ta SBUINA TaK 3Ba-
Hux "ramonuHanii" LLM. Benuki MOBHI MoJieni 3a CBOEIO IPUPOJIOIO € IMOBIPHICHUMHU
CUCTEMaMH, sIK1 iepe10ayatoTh HACTYITHE CJIOBO 200 TOKEH Ha OCHOB1 CTATUCTUYHUX I1aT-
TEpHIB, BUBYCHUX 3 BEIUYE3HUX OOCSITIB TEKCTOBHX JaHWX. BoHW He MarTh BOymOBa-
HOT'0, ITMOOKOTO PO3yMIHHS ICTUHH, JIOTIKM a00 MpaBUil KOHKPETHOI'O IFPOBOTO CBITY.
Ile poOUTh iX CXWIIBHUMU 0 "TamronuHaIii" — redepaiii ¢akTiB, TBEPKCHb a00 i,
110 CyTepeyaTh BCTAHOBIICHUM IMPaBHUIaM I'pu a00 370poBoMy Ity3ay. Hanmpukmnaz, y rpi

npo ynpasiinHsa opicom NPC, noBHicTio kepoBanuii LLM, moxke panToBo "Bupimuru",
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110 BiH 3BUIBHSIETHCH 1 i/1€ Y BIAMMYCTKY Ha Mapc, abo 110 BiH BUKOHYE CBOIO pOOOTY HE
3a KOMIT'FOTEpPOM, a 3a JornoMororo "marii" uu "tenenarii". s xanpy Tycoon, sikuit dy-
HJAMEHTAJIbHO 0a3yeThCsl Ha YITKIN, MATEMaTUYHO OOIPYHTOBaHIN MO/l BUPOOHUIITBA
Ta MPUOYTKY, JIe KOJKHA JIisT Ma€ KOHKPETHI €eKOHOMIYHI HACJIIJIKH, TaKa HerepeadadyBa-
HICTh € abcomoTHO (aranbHO0. CTabinpHICTh Ta AeTepMiHizM FSM, ski rapaHTyioTh
IPAaBWIBHICTh €KOHOMIYHHUX PO3PaXyHKIB, € HECYMICHUMH 3 KPEaTUBHUM, aJleé XaOTH4-
HUM xapakTepom rernepartii LLM.

Jlpyra mpo0iemMa CTOCY€EThCSI TEXHIYHUX 00MEXXEeHb, 30KpeMa 3aTPUMKHU BiATIOBI 1
(Latency). Cy4acHuii irpoBUii ITpoOLIEC BUMArae peakliii CHCTEMHU B peajlbHOMY 4acl — 3a-
3BHYAH 1€ 03HA4Ya€ 00pPOOKY KOXKHOTO Kajpy mpoTsaroMm 16-33 mimicekyHa (i qocsr-
HeHHs 60 a6o 30 xaapiB HAa CEKyHIY BIAMOBIIHO). OgHAK XMapHI BEJIMKI MOBHI MOJIENI,
K1 IPaIIOI0Th Ha BiAAICHUX CEpBEpax, MalOTh 3HAYHY Ta HEMHHYYY 3aTpUMKY. [ToBHMIA
UK OOPOOKH 3amuTy BKIIIOYAE: MIATOTOBKY Ta BIAIPABICHHS 3aIUTy Yepe3 MEPEXKYy,
00poOKy 3anmuTy Ha CepBeEpax MmpoBaiiiepa (1o MoKe BKIIFOUATH YEPTy 3aIUTIB BiJl IHIIIAX
KOPHCTYBaYiB), F€HEPALIII0 TOKEHIB (CJIIB) OJAMH 3a OJJHUM, Ta OTPUMAHHS [IOBHOI BIJIIO-
BiJll Ha3aJ depe3 Mepexy. Lleit nmporec 3a3Buyaii 3aiimae Bix 0.5 10 3 ceKyHI, 3aIeKHO
BiJl CKJIaTHOCTI 3aIllUTy, HABAaHTAKCHHS Ha CEPBEPH Ta AKOCTI iIHTEpHET-3'€JTHAHHS KOPH-
ctyBaya. fkmo koxxeH NPC Oyne uekatu 2 cekyHAu nepe] KOXHUM CBOIM KpOKOM a0o
pimenusaMm ("Kynn meni itu Tenep?", "Llo menHi pobutn gami?"), rpa ctaHe aOCONIOTHO
HelrpabenbHOI0 — MepcoHaxi Oy1yTh "3acTuraTu" Ha Miclli, a rpaBellb BIAUyBaTUME IO-
CTIIHI JIar¥ Ta 3aTPUMKHU y B3a€EMO/III.

Tpetsi, 1 MOKIIMBO HaiiBaromiiia rmpobjeMa 3 TOUKH 30py KOMEPIHHOT )KUTT€E3/1a-
THOCTI, CTOCY€EThCS €KOHOMIYHMX OOMeEXeHb Ta BapTocTi ekcruryaramii (Cost). API-3a-
IUTH 10 KOMEPLINHUX BEIMKUX MOBHUX MOJIETIEH € IJIATHUMU CEpBICAMH, SIKI TapUPiKy-
FOTBCS 3a KUTBKICTh 00pOOJIEHNX TOKEHIB (YaCTHH CJIiB), K BXITHHX (prompt), Tak i BH-
xigHux (response). PosrisiHemo peanictuuHuid po3paxyHok st TunoBoi Idle/Tycoon
rpu. [Ipunycrtumo, y rpi ogHouacHo aktuBHI 100 NPC. fIkmio koxeH 3 HUX Hpuilmae
pimennst abo renepye pertiky yepe3 LLM kosxni 10 cekyHn (110 € JOCUTH PIAKO IS
aKTUBHOI rpu), 11e reHepye 10 3anuTiB Ha cekyHy, abo 600 3anuTiB Ha XBUWIKHY, 2060 36

000 3anuTiB Ha TOJUHY JUIsl OAHOIO IpaBld. SIKIIO rpa Mae TUCSYl a00 NECATKU THCSIY
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OJIHOYACHUX TPAaBIIIB, 3araJibHa KIJIBKICTh 3aIUTIB CTAa€ aCTPOHOMIYHOK. HaBiTh npu BU-
KOPHUCTaHHI1 HalACIIEBIINX JOCTYITHUX Mojienel, Takux sk Gemini Flash Big Google, Ba-
PTICTh OOPOOKH TaKOi KUIBKOCTI 3aIIMTIB IIBUJKO IEPETBOPIOE MMPOEKT HA TIIMOOKO 30UT-
koBuit. Jlimitn 6e3komroBHUX Tapudis (Free Tier), ki HATarOTh MPOBAMIECPH IS TECTY-
BaHHS, BUUEPIYIOTHCS MIPAKTHYHO MUTTEBO ITIC/IS 3aIyCKY TPH, i PO3POOHHK 3MYIICHHMA
NEPEeXO/IUTH Ha IJIaTHI TapuQu, IKI MOXKYTh KOIUTYBaTH COTHI ab0 THUCAY] J0JIapiB LIO-

MICSIIISl HAaBiTh JIJIST HEBEIIMKOI ayIUTOPIii.

1.5.3 Teopern4Hi 00MeKeHHSI BEJIMKHX MOBHUX MoO/eJIell Y KOHTEKCTI irpo-

BHX CUCTEM

[Tonpu BucoKMii mOoTEHL1AN sl TeHepaLii IPUPOJHUX A1aJIOT1B, BEJIMKI MOBHI MO-
JIeNl MaroTh HU3KY (yHIaMEHTaIbHUX 00OMEXEHb, K1 HE JI03BOJITIOTh BUKOPHUCTOBYBATH
ix sk enune mxepeno noseAinku NPC y peanbnomy yaci. Hacamnepen, LLM € iMoBipHi-
CHUMH MOJICTIIMHA HACTYITHOT'O TOKEHA: BOHH ONITHMI3YIOThCS Ha IIPaBIONOTIOHICTEY Te-
KCTY, a He Ha icTUHHICTH (pakTiB. Jocnimkenns OpenAl ta Anthropic (2025) mokasyoTs,
110 TaK 3BaH1 FaJFOLUHAL{l] — MPaBIONOAI0H], aine XHUOHI TBEPIKEHHS — € HE BUITaIKOBOIO
HOMMJIKOIO, & CUCTEMHOIO BJIACTUBICTIO apXITEKTypH TpaHcpopmepa. Moaenb He mae
BOY/I0BAaHOTO MEXaHI3MY MEPEBIPKH ICTUHHOCTI BIJIIOBIIEH BIITHOCHO 30BHIIITHBOTO CBITY
132 YMOB HEBU3HAYEHOCT! CXMJIbHA «BUTAyBaTH» JE€Talll 3aMiCTh TOT'O, 1100 CUTHATI3Y-
BaTH IPO BiJICYTHICTh 3HaHb. Y KOHTEKCTI irop 11e o3Havae, mo NPC Moke moBi1oMIIATH
HEICHYI041 (haKTH IIPO CBiH CTaH, pECypCH UM BUKOHAHHS 3aBAaHb, O€3M0CepeaHbO TOPY-
UIYIOUH ITPOBY JIOTIKY Ta €KOHOMIUYHUHN OaslaHC.

Jlpyre Kiro4oBe OOMEKEHHs IOB’Si3aHE 3 KOHTEKCTHUM BIKHOM 1 po0O0YO0l0
nam’sTTI0 Mozeni. Xoya cydacHi LLM ¢opmanbHO miATPpUMYIOTh KOHTEKCTH 10 COTE€Hb
TUCSY a00 HaBITh MIJIBHOHIB TOKEHIB, MPAKTUYHI JOCIIPKEHHS T0Ka3yI0Th, 10 €PEeKTHU-
BHA KUJIBKICTh iH(OpMAIIii, 3 SKOIO MOJEIh MOXKE OJHOYACHO «IIPAIFOBATH», HabaraTo
MeHIIIa. 31 30UTbIIEHHSIM TOBXXUHU KOHTEKCTY P13KO 3pOCTal0Th O0YHCIIIOBANIbHI BUTPATH

yepe3 KBaJpaTHUHy CKIIAJIHICTh MexaHi3Mmy self-attention. [lomatkoBo crioctepiraeThes
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JeTpajallist AKOCTI: IpH cIpoO1 BpaxyBaTu HAATO Oarato GpakTiB MOJIEb MOYMHAE «3a0y-
BaTW» BAXJIMBI JIeTalli 00 TutyTaT iX Mixk co6oro. [{imst NPC 1ie o3Havae, 1o J0BrocTpo-
KOBa IaM’SITh PO 1CTOPIK0 B3aEMOJIH 3 rpaBUEM, CTOCYHKH 3 1HIIMMH NEPCOHAKAMHU Ta
3MiHHI €KOHOMIYHOTO CTaHy HE MOXe 30epiraTtvucs BcepeauHi caMmoi Mojeli 1 moTpedye
30BHIIIHIX MEXaHI3MIB MaM’ STl Ta BUOIPKU PEJIEBAHTHOTO KOHTEKCTY, 1110 YCKJIATHIOE ap-
XITEKTYpy ¥ 0J1a€ 3aTPUMKY.

Tperst pynmamentaibpHa mpodiemMa — 3aTpuMka (latency) Ta BapTiCTh BUKIIHKIB
LLM B onmnaiini. [Ipu 60 FPS rpa mae ycvoro 16,67 Mc Ha kazap, TO1 sSIK HaBITh ONTHUMI-
30BaHl LLM-cepBicu J€MOHCTPYIOTh Yac J0 NEPIIOro TOKEHa Ha PiBHI COTEHb MiJice-
KYH]I 1 TIOBHY 3aTPHMKY BiAmMoOBiAi B giama3zoHi Big 1 mo 5 cexyna. Emmipudni mocti-
mxenHs iHterpauii GPT-4 Turbo y VR-npoekTu ¢ikcyoTh cymapHy 3aTpUMKY OJIM3bKO
7 cexkyHJ 3 ypaxyBaHHSM I[EPETBOPEHHS MOBIJICHHS, MEPEKEBOI Iepeadl Ta CUHTE3Y
3BYyKy. [lopiBHSHO 3 OIOKETOM Kaapy Iie O3Hadae, mo oaHa BimmoBias LLM «3’imae»
JecATKH ab0 COTHI KaJIpiB, III0 HECYMICHO 3 BUMOTAMH JI0 MUTTEBO1 peakilii y O1LIbIIOCTI
IrpOBUX CUTyallld. €IMHUNA MPAaKTUYHUI MIJX1] — NIPUXOBYBATH 10 3aTpUMKY (Latency
Hiding) uepe3 acuuxpoHHI 3anuTH Y (OHOBOMY pexXuMi, BUKopucToBytoun LLM mnurie
JUTSL APYTOPSTHUX, HE KPUTUYHUX 32 YacOM 3aj1ad (Jiajioru, komeHrapi, flavour-periikm),
TOJI1 SIK YC1 EKOHOMIYHO Ta FeMMIUIEHHO BaXJIMB1 PIIICHHS 3aJUIIAI0THCS 32 JE€TEPMIHO-
BaHUM SIIPOM.

CykynHicTh UuX (hakTOpiB MosicHOe, YoMy LLM no1ibHO po3risgaTH He sK 3a-
MIHY KJIACUYHOIO irpoBoro Al, a sik OkpeMuii KOMyHIKaTUBHUH 1A, 1110 MPAIIO€ MOBEPX
HaJiHHOT eTepmiHoBaHoi Joriku. Came Taka riopuaHa posab LLM — reHeparisi TeKCTO-
BUX peaKIliil mpu 30epekeHH1 )KOPCTKOro KOHTpoJto 3a ctanamMu NPC Ha piBHi FSM — €

0a30BOI0 MEPEAYMOBOIO 3alIPOIIOHOBAHOI y 11 poOOTI apXITEKTYypH.

1.6 I'iopuana apxirexkrypa LI

Ha ocHoBI npoBeieHOro BCeO1YHOT0 aHaNI3y CydYaCHUX MiIXOAIB 10 MOJIECTIOBAHHS

noBeainku NPC, Bumor »xanpy Idle/Tycoon Ta oOMexeHb T€HEpPAaTHUBHMX METO/IB,
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BUSBIICHO (DyHAaMEHTaIbHY HayKOBO-TeXHIUHY nporanuny (Research Gap), sxa i Bu3Ha-
Yae HaIMpsIMOK JIaHOTO JOCIIIKEHHS.

Icnye rmuOoKuii, MPaKTUYHO HEPO3B'A3HUI KOH(DIIKT MK JBOMAa KPUTHYHO BaXK-
JUBAMH BUMOTAMH JI0 ITPOBUX CHCTEM. 3 OJHOTO OOKY, iICHy€e BHMOTa CTaOlIBHOCTI Ta
nependauyBaHOCTI, iIKa € aDCOIIOTHO HEOOX1IHOIO JIJIsl KOPEKTHOI pOOOTH €KOHOMIYHOT
CUMYJIALIT, 1€ KOYKHA 115 IEPCOHAYKa Ma€ KOHKPETHI MAaTeMaTUYH1 HAC1AKH JUIs OajmaHCy
rpu. 3 iHIIOro 60Ky, iCHy€e BUMOTa peajti3My, BapiaTHBHOCTI Ta €MOIIMHOT IITHOMHY B3a-
€MO/IIi, sIKa € HEOOX1THOIO JIJIsl 3Iy4YEeHHsI TPaBIsl Ta CTBOPEHHS BIMUYTTSA 3aHYPEHHS Y
KUBUM, MUHAMIYHUM CBIT. CyTO ajlrOpuTMIYHI METOJH, TakKi sIK CKIHYEHHI aBTOMATH
(FSM) a6o nepea nosexainku (BT), uymoBo 3a6e3meuyioTh cTablIbHICTD, ITIEpeI0aTyBa-
HICTh Ta JICUIEBU3HY €KCIUTyaTallli, OCKUIbKU BCl OOYMCIIEHHS B110YBaIOTHCS JIOKAJIBHO
0e3 30BHIIIHIX 3anuTiB. OHAK BOHU CTBOPIOIOTh HYJHUX, OJTHOMaHITHHX, "poOOTH30Ba-
HUX'" MEPCOHAXIB, SKi TOBTOPIOIOTH OHI ¥ Ti 3k (ppa3u Ta 1ii, 10 MPU3BOAUTH 0 SBHIIA
"IMEPCHUBHOTO PO3pUBY" — IpaBellb MEPeCcTaEe CIpPUUMaTH MEPCOHAXKIB AK KUBUX ICTOT 1
0auuTh y HUX JIMIIE MEXaHI4H1 aBTOMaTu. HaBmaku, cyTo reHepaTuBHI METO/IM HA OCHOBI
BeIMKUX MOBHHMX Mojeneil (LLM) 3a0e3meuyroTh Bpakalouuil peainizm, 0e3MexHy Bapi-
ATUBHICTH J11aJIOT1B Ta 3/IaTHICTH JI0 IMIIPOBI3allii, aje € HecTaOlIbHUMU (CXUIIBHI 70 "'Ta-
arouuHanin'"), noBUIbHUMH (3aTpuMKa 0.5-3 ceKyHIM) Ta EKOHOMIYHO HEBUIIPABIaHUMHU
JUTSI YIIpaBIIiHHS 0230BOXO JIOTIKOO Uepe3 BUCOKY BapTicTh API-3amwuTiB.

Bupimenssm 1i€i pyHIaMeHTaNIbHOI CYIEPEYHOCTI € po3po0Ka OpUTiHATBHOT I10-
PUAHOI apXITEKTYpH, sIKa CTPATEryHO BUKOPUCTOBYE CHIIbHI CTOPOHU 000X MIAXOAIB 1
CHUCTEMATUYHO HIBEJIO€ TXHI HEJIOIKU Yepe3 YiTKe Po3iIeHHs BianoBigansHOCTI. Kitto-
4OBa i7iesl moJyisirae B Tomy, o0 nerepminoBanuii anroput™ (FSM) Bignosinas 3a kpu-
TUYHI, eKOHOMIYHO BaxJuBl pimieHHs ("Illo podutn?", "Komu mpauroBatu?", "Kyau
utnu?"), Toni sk reaeparuBHa Mozenb (LLM) BianmoBizaza BUKIIOYHO 32 KOMYHIKAaTUBHUAN
map ("SAx BucnoBUTH CBO€ He3azoBoJieHHs?", "SIk BigpearyBaTW Ha 3alMUTaHHS Tpa-
BUA?"). Take po3aiIeHHs rapaHTye, 0 eKOHOMIYHA MOJENb 3aIMIIAE€ThCS CTAOUIBHOIO
Ta nepeadavyBaHoOI0, aje MpH OMY NEPCOHAXI1 3/1aTHI CHUIKYBATHCS MPUPOAHO, EMO-

LIMHO Ta YHIKaIbHO [4].
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Mertoro gaHoi poboTH € po3poOKa Ta OBHA MPOrpaMHa peajizamis yI0CKOHAIeHOT
riOpuUAHOI CUCTEMU IITYYHOTO IHTENEKTY JUIsi HEIrpOBHX MEPCOHAXIB B Irpax >KaHPY
Idle/Tycoon. Lls cuctema MoBMHHA OJHOYACHO BUKOHYBATH KIJIbKa KIFOUOBUX BHMOT.
[To-nepire, BOHAa MOBHMHHA BUKOPHUCTOBYBATH JETEPMIHOBAHWHA CKIHYEHHUW aBTOMAT
(FSM) y noennanHi 3 cucteMoro AuHaMivHoi HaBiranii NavMesh nist ynpaBiiHHS BciMa
KPUTUYHUMU JiSIMU TEPCOHAXIB, BKIIOYAIOUN JOTPUMAHHS poOOUYOT0o PO3KIady, Mpoc-
TOPOBE MEPEMIIICHHS, BAKOHAHHS pOOOYNX 3aB/IaHb Ta T€HEPaIlif0 EKOHOMIYHUX pecyp-
ciB. Lle 3a0e3neunTh a0COMOTHY CTa0UTBHICTH EKOHOMIYHOI MOJIEIN Ta HYJIOBY BapTiCTh
eKCIUTyartalli B OCHOBHOMY iIrpOBOMY IIMKJI1, OCKUIBKH BCi 111 onepanii BAKOHYIOTbCS JI0-
KaJIbHO 0€3 30BHINIHIX 3anuTiB. [lo-apyre, cucreMa MOBUHHA IHTETPYBAaTH BEIUKY MOBHY
Mozens (LLM) BUKIIOYHO A8 KOMYHIKQTUBHOTO IIApy, MPUYOMY ISl IHTErpaiis Io-
BMHHA aKTUBYBATHCA JIMIIE y CHENU(IUHUX, YITKO BH3HaUeHUX ctaHax FSM, Takux sk
ctaH "Peakis Ha BiicyTHICTh pobodoro micis" ado "/liamor 3 rpaBuem". Lle 103BOIUTH
pajvKanbHO MiHIMI3yBaTu KulbKicTh API-3amutiB (i, BiAMOBIIHO, BUTPATH), 30€piruu
IPU LIbOMY BUCOKHI pIBEHb IMEPCUBHOCTI CaM€ TaM, Ji€ 11€ HalOUIbII BayKIIMBO JUIsI rpa-
BEIIBKOTO J10cBiny. [To-TpeTe, cucTema MoBUHHA peali3yBaTH MEXaHi13M JJMHAMIYHOTO PO-
3MOIUTY pecypciB, mo no3Bossie NPC agantyBaTucs A0 3MiH irpOBOT0 CepeOBHUINA Y pe-
aIbHOMY 4acl, HalpUKJIaJ, KOJU I'paBelb Oy/lye HOBI 00'€KTH, epecTaBiisie Meodil abo
BH1aJIsi€ poOoui Mmiciis. Taka aanTUBHICTS € KPUTHIHOKO JIJIs s)kaHpy Tycoon, 7€ TpaBelb

MOCTIWHO 3MIHIOE KOH(DITyparlito CBITY.

BucHoBku 10 posuiny 1

VY nepmiomy po3zauii Oyio NpoBeaeHO KOMIUIEKCHHUM aHalli3 Cy4acHOrO CTaHy TeX-
HOJIOT1{ MITYYHOTO 1HTENIEKTY B IrpOBIH 1HAYCTPIi 3 METOIO BUSBICHHS MOKJIUBOCTEH Ta
O0OMEXEHb ICHYIOUMX MIIXOJIB 10 MOJEIIOBAHHS MOBEIIHKH HEINPOBUX MEPCOHAXKIB Y
KOHTEKCTI EKOHOMIYHUX cUMYJIATOPiB xkaHpy Idle/Tycoon.

Ha mouatky anamnizy Oys0 BU3HAYEHO POJIb MITYYHOTO 1HTEJIEKTY Yy PO3pooii irop

(GameDev) Ta mpoBeneHO YITKE PO3MEXKYBaHHS MK IHCTPyMEHTaMH, IPU3HAYEHUMHU
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JUIS IOTIOMOTH po3poOHHKaM Ha etari ctBopenHs rpu (Editor Al Taxi six Unity Muse st
reHeparlii Koay Ta acceTiB), Ta CUCTEMaMH, SIKi 6e3mocepeIHb0 (PYHKIIOHYIOTh 1] Yac
BUKOHAHHS I'PHU 1 BIANOBIIAIOTH 3a MOBEAIHKY nepcoHaxiB (Runtime Al). Bctanosneno,
mo came Runtime Al € nmpeameTom qocCimiKEHHS Y AaHii poOOTi, OCKUIBKH IIi CUCTEMHU
0e3mocepeIHhO BIUTMBAIOTH Ha iTPOBHIA JOCBIJl KOPUCTYBaya Ta BU3HAYAIOTh SKICTh B3a-
€MO/IIi 3 BIPTyaJIbHUM CBITOM.

JletanpHuit anami3 crenudiku xanpy Idle/Tycoon BUSBUB yHIKaJIbHI BUMOTH JI0
MOBEIIHKU HEIrPOBUX MEPCOHAXKIB, K1 CYTTEBO BIAPIZHAIOTHCS BiJl IHIINX ITPOBHX KaH-
piB. BcTanosneno, mo kiodoBuMu Bumoramu 10 NPC y npomy kaHpi € AeTepMiHOBa-
HICTh TTOBEJIIHKH, SIKa TapaHTYe€ Mepea0adyBaHiCTh EKOHOMIYHOTO MPUOYTKY Ta JT03BOJISIE
IpaBLIO IJIAHYBATH CTPATETil0 PO3BUTKY; MAcCIITA0OBaHICTh CUCTEMH, L0 3a0e3neuye
MO>KJIUBICTh MIATPUMKU COTE€Hb 200 HABITh THCSY areHTIB OJJHOYACHO 0€3 KPUTHUYHOTO
3HIKCHHS MPOAYKTUBHOCTI; Ta aBBTOHOMHICTh IEPCOHAXKIB, K1 MAIOTh CAMOCTIHHO BUKO-
HYBaTH CBO1 (PYHKIIIT 0€3 OCTIHHOTO BTpy4aHHs rpaBis. Ll Bumoru popmyroTs ®KOpCTKi
paMKu 111 BUOOPY apXITEKTypU LITYYHOTO IHTEIEKTY.

[IpoBeneno BceOIYHMIT MOPIBHSUIBHUN aHAII3 OCHOBHUX apXiTEKTYPHHUX MAaTEpPHIB
it MozentoBanHs noeAinku NPC, Bkitouaroun ckinueHHi aBromatu (FSM), nepea no-
Beninku (BT), mnanyBanss opienToBane Ha 11l (GOAP) Ta cuctemu kopucHocti (Utility
Al). Ha ocHOBi KpuTepiiB IeTepMIHOBAHOCTI, MPOAYKTHUBHOCTI Ta MPOCTOTH peari3alii
3p0o0JIeHO OOIPYHTOBAaHUI BUCHOBOK, IO JIsi 0230BOTO YIPABIiHHSI €KOHOMIYHUM IUK-
JIOM MEePCOHAXIB HAMOUIbII ONTUMAIBLHUM MiAX0A0M € CKiHUeHHHM ABTOMAT 3aBJSIKU
Horo MiHIMaJIbHOMY HAaBAaHTAKCHHIO Ha IEHTPAJILHUIA TIPOIiecop, aOCOMOTHIN nepeada-
YyBAHOCTI TOBEIIHKU Ta MOXJIMBOCTI €(DEKTUBHOI CUMYJISAIIT BEJTMKOI KITBKOCTI areHTIB
onHoudacHO. FSM 3a0e3neuye HeoOXinHUN (QyHIAMEHT CTaOUIBHOCTI JJIi €KOHOMIYHOI
MOJIEI TPH.

Oxpemo 0yJ10 AOCHIIKEHO MOTEHII1al Ta OOMEXEHHS Cy4aCHUX FeHepaTUBHUX Me-
TOJIIB LITYYHOT'O 1HTEJIEKTY Ha OCHOBI BEJIMKUX MOBHUX Mojenen (LLM). Anani3 npoje-
MOHCTpPYBaB, III0 HE3BAYKAIOUM HA PEBOJIOIIIHI MOMIJIMBOCTI CTBOPECHHS PEaiCTHUHUX
J1aJIOTiB Ta eMEP/KEHTHOI MOBEIIHKH, TIPsiMa 3aMiHa TpaauLiiHoro anroputmigdoro L1

Ha MOBHICTIO T€HEPATUBHUM MIJX1J € MPUHIMIIOBO HEMOKJIMBOK HA Cy4aCHOMY €Talll
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PO3BUTKY TEXHOJIOT1i. BUsIBIEHO Tpy KPpUTHUHI IEPEIIKOAN: Mpobdaema "raionuHanin",
KOJIM MOJIENb TeHEepye (akTu ado Aii, 0 cynepeyaTs JIOTIIl TP Ta MOXKYTh 3pyHHYBaTH
€KOHOMIYHUH OanaHc; 3HayHa 3aTpuMKa Bianosial (latency) Big 0.5 1o 3 cexynna, 1o po-
OWTh HEMOXKJIMBUM BUKOpUCTaHHS LLM mis mpuiiHATTS pillieHb y peaabHOMY Yaci; Ta
BHUCOKa BapTicTb API-3amuTiB 3a TOKeHH, sika poOUTHh MacoBe BUKOpuUcTaHHs LLM mis
COTEHb IIEPCOHAXKIB EKOHOMIYHO HEBUITPABAAHUM Ta 30UTKOBUM JIJIs1 KOMEPIIITHUX MpO€E-
KTiB.

Ha ocHOBI BUsIBIIEHHX TTepeBar Ta HEJOIIKIB 000X MiaxoaiB 0y10 chopMyILOBaHO
KOHILEMI[II0 OpUTIHAJIIBHOI TIOPUAHOI apXITEKTYPH, IKa CTPATET1YHO MOEAHYE HAIIMHICTD
JETEPMIHOBAHUX aJTOPUTMIB 3 BUPA3HICTIO T€HEPATUBHUX MOJIENCH. Y I apXiTeKTypi
ckinuennuit apromar (FSM) Buctynae sk HamiiiHuit "ckener" abo neTepMiHOBaHE PO
NOBE/IIHKH, BIANOBIAAIOYM 32 BCl KPUTHYHI €KOHOMIYHI PIIIEHHS, HaBIralilo Ta BUKO-
HaHHS 3aBJaHb, TOMI K BellMka MoBHA Mojaenb (LLM) ¢yHKIioHye sK "comianpHUM iH-
Tepdeiic" abo KOMyHIKATUBHH IIap, 0 aKTUBYETHCS JIMIIE Yy CHEIU(PIIHIX CUTYAIISX
JUIS TeHepallii YHIKaJIbHUX, eMOLIMHO HACUYEHUX perliK. Takuil miaxig 103BOJIsE€ TpaH-
chopmyBatu cripuitHaTTsI NPC rpaBuem: 3amicTb abcTpakTHOTO "pecypey B Tabmuii" ne-
PCOHaX cTa€ ">KUBUM CIIBPOOITHUKOM", 3JaTHUM YHIKQJIBHO Ta MPUPOJHO pearyBaTu Ha
Iii rpaBUsl (HaNpUKIIAJ, CKap>KUTHUCA Ha MOTaHl YMOBH IIpalli, BUCJIOBJIIOBATU 3a/10BO-
JeHHs a00 He3aJ0BOJICHHS), IPU L[bOMY HE MOPYIIYyI0Yd MaTeMaTHYHUI OalaHC Ipu Ta
HE CTBOPIOIOYM HAJIMIPHOTO HaBaHTaKEHHS HA CUCTEMY ab0 OI0/IKET pO3pOOHUKA.

Pe3ynpTaTi mpoBegeHoro aHainizy (GopMyroTh MIIHHI Te€OpeTUUHUN (yHAAMEHT
JUTS TIO/IATIBIIOT poOOTH. JleTanbHe MPOEKTYBAHHS apXITEKTYPH 3alpOTIOHOBAHOI TiOpu/I-
HOI CHCTeMH, BKJIIOYAIOYM MaTEeMaTHYHE MOJIECIIOBAHHS MEPEXOMAiB CTaHiB, aJTOPUTMH
PO3MOJILITY PECYPCIB Ta METOJIMKY KOHTEKCTHOI reHepallii IpoMTiB, OyJie BCEOIUHO po3r-

JSHYTO Y HACTYITHOMY PO3ALTI TOCTIHKCHHS.
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PO3/1LJ1 2. MPOEKTYBAHHSA YOCKOHAJIEHOI I'BPUIHOI CUC-
TEMMU I JIA YITPABJITHHSA ITIOBEJAITHKOIO NPC

2.1 KoHuenryajJbHa apXiTeKTypa, Joriude po3me;kyBanusa ta FSM-mone-

JJIOBAHHSA

[IpoekTyBaHHs apXITEKTYpH CUCTEMHU 0a3yeTbcs Ha MpUHLMII JBoIapoBoi (Dual-
Layer) moneni, mo 3a0e3neuye 4iTKe po3MeXyBaHHS BIANOBLAAIBHOCTI (Separation of
Concerns). Lle ynockonanenus cranaaptHoi FSM-apxiTekTypu, ockinbku [ eHepaTuBHUN
Hlap (LLM) € 130160BaHO0, HEOJOKYIOUOK HaA0yA0BOIO, 1110 HE BIUIMBAE HA OCHOBHY
Joriky nii [1].

Cucrema (yHKIIIOHY€E Ha TPHOX B3aeMo3ajexxHuX piBHiIX: Ctpareriunomy (FSM),
Taktuunomy (NavMesh) ta KomynikatusHomy (LLM). Lle iepapxist piBHIB Ta JIOT14HE
po3MexyBanHs, 1¢ CtpaTeriunnii PiBeHs (NPCBrain. cs) popmye derepminoBane Snpo
(CrabinpHicTh eKOHOMIKH), TakTuuHUi PiBeHb (NPCActions . cs) — BukonaBuuii Mexa-
Hi3M (EdextuBHicTh pyxy), a KomyHnikaruBauil PiBeHb (APIManager.cs) — ['eneparu-
BHy HanOynoBy (ImepcuBHicTh). [eTanbHa (GyHKIIOHANIBHA CTPYKTYypa TiOpHUIHOT CHC-

TeMu TipeacTaBieHa y Tabmui 2.1.

Tabmus 2.1 — @yHKITIOHATBEHE pO3MEXyBaHHS piBHIB riOpuanHoi cuctemu LI

. Cxpunr . . . . .
PiBenn dyuknioHanbHa BinnosinaasHicTs Poab y cucremi
(KoMmoHeHT)
Crpateriunuii | NPCBrain.cs Busnauenns rino6ansHOl MeTH, kepy- | JlerepmiHoBane
(FSM Core) BaHHs CTaHaMH, iepapxis npioputeriB. | Aapo (Ctabins-
HICTB)
TakTnaHnH NPCActions.cs | ®i3uuHe BUKOHAHHS PillleHb, MOIIYK Bukonasunii Me-
(Spatial AI) (NavMesh) HUIIXY, THUHaMi9He 00X0/KeHHs iepe- | XxaHi3M (Edextus-
LIKOJ. HICTB)
Komynikatus- | APIManager.cs | ['eHepallis yHIKaTbHUX, KOHTEKCTHO- I'eneparuBna Han-
Huit (LLM) (Gemini API) 3aNIeKHUX PEIUTIK. Oynosa (Imepcus-
HICTB)
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FSM: Jlorika ynpaBiiHHs cTaHaMH Ta iepapxis npiopurteTiB. Ctpareriuanii PiBeHb
peamizye ~ FSM,  sxuii  KepyeTbCs  NPUHLHUIOM  i€papxii  TPIOPHUTETIB
(NPCBrain.MakeDecision ()). Llell npuHUIUI € KpUTUYHUM U1 sKkaHpy Tycoon, ocki-
JBbKHU BiH TapaHTye€, 1110 €KOHOMIYHHM LUK He OyJe mopylieHuil HernepeadauyyBaHUMU
nmogissMu. FSM Mo ermtoe )UTTEBUH ITUKIT TIPAIliBHUKA Yyepe3 9 cTaHiB, Bi3yalli30BaHUX HA
niarpami ctaniB (Pucynox 2.1).

KittouoB1 mpUHLIMIHK JOTIKK NEPEeXoiB 3a0e3neuyoTh cTadbuibHICcTh: 1) YacoBuii
imneparuB (Bumuii mpioputet): ['mobanbHuil yac, 1m0 KepyeTbesl DayNightCycle.cs,
npumycoBo nepeBoauTb NPC y cran GOING_HOME, He3anexHO Bia HOro nmoToyHOi
notpedu. 2) Pecypcunii imneparus: Ilepexin y WORKING moxiuBuii e micis yc-
MIITHOTO 3aXOIJIEHHS pecypcy. SKio 3axomuieHHs He Baanocs (Opak cromiB), FSM me-
pexonuth y ctad o0pobku Bukimouerb GOING TO PLAYER.

Moneni nmpocTOpOBOIo 1HTEJIEKTY Ta JUHAMIYHOIO PO3NOALLY pecypciB. TakTuu-
HUW PIBEHBb Ta JIOTiKa pecypciB 3a0e3meuyroTh (i3UYHY PEaTiCTHYHICTh Ta EKOHOMIYHY
UUTICHICTh CUMYJIALIT. MozentoBaHHsI MPOCTOPOBOIO 1HTENEKTY BUKOHAaHO uepe3 Unity
NavMesh, sikuii BUKOPUCTOBY€ aaroput™ A* juist HOIyKy onTuManbHOro nuisixy. Kpu-
THYHUM € MexaHi3M NavMesh Carving (BuUpi3aHHS CITKH), SKUH 3aBISKH KOMIIOHEHTY
NavMeshObstacle Ha po3MillyBaHuX 00'ekTax 3myirye NavMesh nepeOynoByBaru rpad y
peanibHOMY yaci, 1o 103Boisie NPC agantyBaTucs 10 3MiH, Kl BHOCUTb I'PaBeLib.

Jlnst 3anmo6iranss koHdrikTam pecypciB (Resource Contention) BUKOPUCTOBYETHCS MO-
nenb "po3yMHOro pecypey" (Workstationpoint.cs). Jle QYHKINS claim(Transform npc) B
WorkstationPoint.cs FAPAHTY€ aTOMapHICTh 3aXoruieHHs. HaliBaxuBiie, sSIKIIO 3aXO0M-
JICHHS HE BAAETHCS, QYHKIIIS FindAndClaimiorkstation () TIOBEPTAE False, IO 1HIIIIOE ITE-
pexin FSM y cran GOING _TO_PLAYER. Takum unnom, cucteMHuii 30iit (O6pak pecy-

PCIB) KOHBEPTYETHCS B IMEPCUBHY KOMYHIKaTUBHY MOJIIO.



TpupisHeBa apxiTekTypa ri6puaHoi cucTemu LI (FSM + LLM)

DyHKuiR:
KoxTpons noriku NPC,

VIHATTA pilUeHs,
g:“w“m o
Resource Imperatives Time Imperatives State Machine
(WorkstationPoint) (DayNightCycle) (NPCBrain.cs) W
.1 nepeadadyeaHicTs

* Huabka 3aTpumka
« [leTepMiHoBaHa norika

OyHKuiA: .

MpocToposa Hasirauia,
chatHistory : aking NaMesh B33EMOAIA 3 Cepe/ioBuLLEM
(nam'aTb gianoris) (Hasirayin) OCOGNUBICTL:

NavMesh Carving Ana
AWHaMiyHoT apanTayii

OyHKUR:
eHepauis yHikanbHuX,
0

£ eMOLLIfHO HAaCHYeHNX pennik el
um Moseprae Pathfinding
(Gemini API) ma ORI (A*, Dijkstra)
Uil

* Puauk "ranioyuHauin”
« MoTpeGye KoHTekcTy Bia FSM

Collision Avoidance
(NOKaNbHE YHUKHEHHR)

Pucynox 2.1 — Hiaepama cmanie FSM NPC y ocanpi Idle/Tycoon



2.1.1 ®opmaabHuii onuc ckindyeHHoro asromara NPC

Jiig 3a0e3nedeHHs: MaTeMaTU4YHOI CTPOrocTi Ta Bepu(ikoBaHoCTi noBeaiHku NPC,
dopMaizyeMo cucTeMy KepyBaHHA SIK JAeTepMiHOBaHUM ckiHueHHUU aBTomar (DFA —
Deterministic Finite Automaton). 3rilHO 3 KJIACHYHUM BU3HAUYEHHSM TEOpli aBTOMATIB,

FSM BusHauaeTbcs sk m'sATipKa:

M=(S,E,%,s0,F)M = (S, E, \delta, s_0, F)M=(S,E,d,s0,F)

A€ KOMIIOHCHTHU BU3HAYAOTHCA HACTYIIHUM YMHOM!

MHoOkHWHA CTaHiB S cKIaaaeThes 3 9 OCHOBHUX CTAHIB MOBEIIHKU:

S={IDLE, AT_HOME_WAITING, GOING_TO_WORK, SEEKING_WORKSTATION, WORK-
ING, GOING_TO_COFFEE, RESTING, GOING_TO_PLAYER, REPORTING_TO_PLAYER, GO-
ING_HOME}S = \{IDLE, AT\_HOME\_WAITING, GOING\_TO\_WORK, SEEK-
ING\_WORKSTATION, WORKING, GOING\_TO\_COFFEE, RESTING, GO-
ING\_TO\_PLAYER, REPORTING\_TO\_PLAYER, GO-

ING\_HOME\ }S={IDLE, AT_HOME_WAITING, GOING_TO_WORK, SEEKING_WORK-
STATION, WORKING, GOING_TO_COFFEE, RESTING, GOING_TO_PLAYER, REPORT-
ING_TO_PLAYER, GOING_HOME}

KoxeH cTan s€Ss \in Ss€S BIANOBIAAaE TUCKPETHOMY peKuMy moBemiHkn NPC
3 YHIKQJIbHAM Ha0OpOM J03BOJICHUX il Ta aHiMmamii. Hanmpukiman, y crani WORKING
MEepPCOHaX BUKOHYE aHIMalliio podotu Ta renepye noxin; y crani RESTING nepconax
CUJUTH Ta BITHOBJIIOE EHEPTIIO.

MHoxuHa o1 E reHepyroThes IrpOBUMU T ICUCTEMAMH

E={TIME_MORNING, TIME_EVENING, ARRIVED_ AT DESTINATION, WORK-
STATION_FOUND, WORKSTATION_NOT_FOUND,E = \{TIME\_MORNING, TIME\_EVEN-
ING, ARRIVED\_AT\_DESTINATION, WORKSTATION\_FOUND, WORK-
STATION\_NOT\_FOUND, E={TIME_MORNING, TIME_EVENING, ARRIVED_ AT DESTINA-
TION, WORKSTATION_FOUND, WORKSTATION_NOT_FOUND,
WORK_COMPLETED, ENERGY_LOW, ENERGY_RESTORED, PLAYER_INTERAC-
TION_STARTED, PLAYER INTERACTION_ENDED, REPORT_DELIVERED}WORK\_COM-
PLETED, ENERGY\_LOW, ENERGY\_RESTORED, PLAYER\_INTERACTION\_STARTED,
PLAYER\_INTERACTION\_ENDED, REPORT\_DELIVERED\ }WORK_COMPLETED, EN-
ERGY_LOW, ENERGY_RESTORED, PLAYER_INTERACTION_STARTED, PLAYER_INTERAC-
TION_ENDED, REPORT_ DELIVERED}



IToxii moxoasITh Bifx:
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e Taitmepa nodou (DayNightCycle): TIME MORNING, TIME_EVENING;

e Cucremu Hapiraiii (NavMesh): ARRIVED_AT_DESTINATION;

e Menemxkepa pecypciB (WorkstationPoint): WORKSTATION_FOUND,

STATION_NOT_FOUND,

e Momitopy eHeprii NPC: ENERGY_LOW, ENERGY_RESTORED;

WORK -

e Cucremu B3a€EMOJIi 3 rpaBileM: PLAYER_INTERACTION_STARTED/ENDED,

REPORT_DELIVERED.

ODyHKIIIS TepexXoAiB 5: S x E — S BU3HAUYAE JETEPMIHOBAHY JIOTIKY 3MiHU CTaHiB.

KirouoBi mepexoau ¢popmarizoBani y Tadmauir 2.2:

Tabnuysa 2.2 — @ynkyisn nepexodis o onsi FSM NPC

IToTouHmii cTaH (s)

Iogaist (e)

HacTtynHuii cTaH o(s,e)

Ymosa/ll
OSICHEHHS

AT HOME_ WAITING

TIME _MORNING

GOING_TO_WORK

PaHok,
pobounii
JeHb II0-
YHHAETHCS

GOING_TO WORK

ARRIVED AT DESTINATI

ON

SEEKING WORKSTAT
ION

NPC  niii-
OB JI0
odicy

SEEKING WORKSTAT
ION

WORKSTATION FOUND

WORKING

3HaiieHo
BiJIbHE PO-
0oue Mi-
cie

SEEKING WORKSTAT
ION

WORKSTATION NOT FO
UND

GOING TO PLAYER

Hewmae Bi-
JBHUX
MiCIIb,
cKapra 1o
rpaBIs

WORKING

ENERGY LOW

GOING_TO_COFFEE

Btom-
JIEHHS ITi-
cist - po-
ootu

WORKING

TIME EVENING

GOING_HOME

Kinenp
pobodoro
JHS




48

IIpoooeoicenns mabauyi 2.2

GOING_TO COFFEE ARRIVED AT DESTINATI | RESTING NPC
ON pu-
OyB
hio)

KaB's-
pHI

RESTING ENERGY RESTORED SEEKING WORKSTATIO | Ene-
N prist
Bij-
HOB-
JIeHa,
oBe-
p_

HEHH
S 10
po-

ootHn
GOING_TO PLAYER ARRIVED AT DESTINATI | REPORTING TO PLAYE | NPC
ON R CTO-
iTh

Ie-

pen

rpaB-
eM
REPORTING TO PLAYE | REPORT DELIVERED SEEKING WORKSTATIO | Cka-
R N pra

nepe-
JlaHa,
oBe-
p_

HEHH
J: i ()
1o-

YKy
Micis
Any state except | TIME EVENING A | GOING_ HOME Ki-

REPORTING —IN_CONVERSATION HEIb
JHS,
SIKIIIO
HE B
po3-
MOBI

VY knacuuHiil HoTauii Teopii aBToMartiB Mojenb NPC omucyerbes m’STipKOIO
M = @S, E, 0, So, F),
1e S € MHOKHWHOIO JUCKPETHUX CTaHiB areHTa, E — MHOXHHOO mofii, 6 : S X E — S —

nerepmiHoBaHo0 ¢yHKIi€o nepexoaiB, so = AT HOME WAITING — noyatkoBUM
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CTaHOM, IO BIJIMOBIae epeOyBaHHIO MEPCOHAKA BJJOMa HAa TIOYATKY irpoBOro nHs, a F
= () — MOPOXHHOIO MHOKMHOIO (PiHATPHUX CTaHiB, OCKUIbKU MoBeninka NPC y xanpi
Idle/Tycoon € UKIIIYHOIO 1 HE Ma€ TEPMIHATBLHOTO 3aBEPIIICHHS.

Koxen ctan s € S Bianosijgae guckpetHoMy pexxumy noBeainku NPC 3 yHikanb-
HUM HaOOpoM 103BoJieHuX A1 Ta aHiManii. ¥ crani WORKING nepcoHax BUKOHY€ aHi-
Mariiro poootu Ta rerepye noxia; y crani RESTING BiH cuauTh y 30H1 BiITIOYHHKY Ta
BimHOBIIOE  eHepriro; y craHax GOING TO WORK, GOING HOME Ta
GOING_TO_COFFEE 3anitoetbest HaBiramist no NavMesh. [loaii e € E renepyrorbcs
pizauME miacuctemamu rpu: rukiioM go06u (TIME MORNING, TIME EVENING), cu-
cremoro Hapirauii (ARRIVED AT DESTINATION), meHemxepoM poOOYUX MiCLb
(WORKSTATION _FOUND, WORKSTATION NOT FOUND), cucremoro eneprii
(ENERGY_LOW, ENERGY RESTORED) Ta miacucremMoro B3aemojii 3 TpaBleM
(PLAYER INTERACTION_STARTED, REPORT DELIVERED).

DyHKITIS TIepeXoIiB & OJHO3HAYHO 3a/a€, Y KUK HACTYIMHUW CTaH MEPEXOJUTh
areHT NP HACTaHHI MeBHOI moAil. dparmeHT i€l GyHKIIT HaBeaeHO B TabmMIl 2.2 1 Bi-
noOpasxae kimo4oBi cuenapii: nepexin 3 AT HOME WAITING y GOING_TO _WORK
npu HacTaHHI paHKy, nmepexina 3 SEEKING WORKSTATION y WORKING nipu 3Hax0-
mkenHi ButbHOTO croiry abo y GOING TO_ PLAYER mpwu #ioro BiacyTHOCTI, MOBep-
HeHHs Y GOING_HOME npu 3aBepiieHH1 po6oyoro JHs Towo. Baxkianso, mo s Kox-
HOI Mapi (S, €) BUBHaYCHUI He OLIbIle HIXK OJJMH HACTYIIHUU CTaH, TOOTO O(S, €) € PyHK-
LI€I0, @ HE BIIHOIIEHHSIM.

Lle no3Bossie chopMyItOBaTH BIACTUBICTD ACTEPMIHI3MY: 3a (DIKCOBAHOIO MOYAT-

KOBOT'O CTaHy So Ta ¢bikcoBaHO1 TIOCITi TOBHOCTI o Tiit
E* = (e1, 2, ey €n)
TPAEKTOPIA (So, S1, ..., Sn), J1€ Si+1 = O(S;, €i), € EAMHOK. [HIIUMU CIIOBamMHu, SKIIO rpaBellb

HOBTOPHUTH Ti cami Iii B TUX caMux yMoBax, NPC BUKOHYBaTUMYTbh aOCOJIFOTHO 17I€HTH-
YHY MOCTIAOBHICTh CTaHiB. J[JIT EKOHOMIYHOTO CUMYJISITOpA 1€ O3HAYAE, 10 00CAT BUKO-

HaHOi poOOTH, KUIbKICTh 0OCITyrOBaHUX KIIIEHTIB Ta 1HILI KJIIOYOBI MOKa3HUKU MOXKYTh
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OyTH MaTeMaTHYHO TependadeHi Ha OCHOBI MOJIEII, a He 3aIeKaTh Bl IMOBIpHICHUX (a-
KTOPIB.

Bincytnictes ¢inansHux craniB (F = @) BigoOpaxae cremudiky >xaHpy
Idle/Tycoon: NPC He “moMuparoTh”’ i HE BUXOIATH 13 CUCTEMH, a HECKIHUCHHO Oarato
pa3iB MOBTOPIOIOTH IHKJI «IiM — poO0Ta — BIANOYMHOK — AiM». Taka noOymosa J0-
3BOJIsI€ 1HTEepIpeTyBaTu FSM sik HECKIHUEHHUH MpolLiec, 10 NIATPUMYE CTaOUIBHUNA KO-
HOMIYHHUHU TOTIK y T'pi, 1 BOAHOYAC CIPOIIY€E aHaJi3 1HBApIaHTIB — 30KpeMa, 1HBapiaHTa
€KOHOMIYHOT KOPEKTHOCTI, 3a sIKUM 3araibHuil yac nepedyBanns y crani WORKING 3a
OJIMH ITPOBHH JICHB € ACTCPMIHOBAHOIO (QPYHKIIIE€IO BT HASBHOCTI pecypciB (KUTBKOCTI po-
00YHMX MICITb) Ta PO3KJIQAY JHS, i€ HE BiJ BUNIAJKOBHUX PIIICHH AITOPUTMY.

VY nporpamHiit peanizanii 1iei mogeni y kinaci NPCBrain.cs Tabnuiis nepexoaiB 0
KOJIyEThCS Uepe3 coBHUK (dictionary), e KIro4eM BHCTYIIA€ mapa (IOTOYHUHN CTaH, o-
Tis1), a 3SHAYCHHSIM — HACTYTHUH cTaH. Takuii miaxiy mojernrye Bepudikaliito mOBHOTH Ta
KOPEKTHOCTI BU3HAUEHHS O, @ TAKOXK MIATPUMY€E PO3LIMPEHHS Moieil 0€3 MepeTBOPEHHS

koxy FSM na “cnareti-noriky”.

2.2 TIpoexkTyBaHHSA MOAYJISl FTeHEPATUBHOI KOMYHIKauil Ha ocHoBi LLM T1a

iMepcuBHMX MexaHi3MiB

Komynikartusuuii PiBens € I'eneparuBHoro HanOynoBotro, sika peaii3ye yJ10CKOHa-
nenuit Mmeron Contextual Prompt Engineering, o € kKit090BOI0 HAyKOBOK HOBH3HOIO
poGotu. Lleit Moaynp € MICTKOM MIX AerepMiHOBaHUM FSM-sapoM Ta iMEpPCHBHICTIO,
HEOOX1THOIO JUIsl IOCB1ly KOPUCTYyBaya.

Monens popmyBaHHS nepcoHanizoBanoro KoHTekcTy (Role-based Prompting) mo-
OylloBaHa Ha KOHKaTeHallii (hakTopiB, IHTETPOBAHUX Y NPCBrain.cs, JJIS MIABUIICHHS
SIKOCTI1 Ta BapiatuBHOCTI Binosiaei LLM. I[lo-niepiie, BripoBamkyetbes [lepcona (Role),
sIKa 3aJ1a€ThCs 3MIHHOIO PersonaPromptPrefix Ha piBHI okpeMmoro NPC. Ile mo3Boise
npusHadatu NPC iHauBigyanpHI pUCH, Taki K "JiHUBHIA" a00 "TiNepaKkTHBHUN" ITpaIliB-

HUK, 110 € KPUTUYHUM JUIsi BHECCHHS BapiaTHBHOCTI B iMepcuBHICTh. I[lo-mpyre,
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BUKOpHUCTOBYETHCSI OOMexeHHs (Constraint) — >kopcTke 0OMeKeHHs JOBXUHU 10 20 cH-
MBOIIB. Lle € ekOHOMIYHUM IMIIEpaTUBOM, OCKUIbKH MiHIMI3ye Latency Ta API-Butpaty,
10 € KPUTHYHUM i MaciutaboBanocTi. Haouna Bizyanizauis NPC 13 3renepoBaHoro
dpazoro y "xmapii" (Pucynok 2.2) BimoOpaxkae ycmimHy iHTerparito ['eHepatuBHOTO

[Tapy.

c A?),qomy.
[oBHWIA

Pucynox 2.2 — Inocmpayis Komynikamuenozo Pisns: NPC 3 6i0ob6pasiceHHaMm 32eHepo-

sanoi ¢pasu (Speech Bubble)

Jlia BupimeHHs npobsnemu Bucokoi 3aTpuMku (Latency) LLM Tta 3a0e3nedeHHs
6esnexku API-xmroua, BukopucToByeThest apxiTektypa [Ipokci-Cepsepa Ha 6a3i Google
Apps Script (GAS). Kito4oBi acnekTH apxiTEeKTypu BKIIOYaIOTh ACHHXPOHHICTD, €
APIManager.cs BUKOpUCTOBYye C# KopyTuHU A BUKOHAHHS MEPEXKEBOro 3anuTy 0e3

onokyBaHHs, niaTpumytoun FPS. be3neka ta ExoHomika 3a0esneuyrorbest I[Ipokci-
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CepBepom (GAS), sxkuii mpuxoBye API-kimiou Ta KOHTPOJIFOE BUKOPUCTaHHS MOJEII
gemini-2.5-flash-1ite, ONTUMI30BAHOI JIsI IBUKOCTI Ta HU3HKOI BAPTOCTI.

Oxpim kiaro4oBoi LLM-apXiTeKTypH, AJis HOJANbIIOTO MiIBUILIEHHS IMEPCUBHOCTI
B MPOEKTI Peali30oBaHO JIOJIATKOBI MapajenbHi MeXaHi3MH, SKi He BIUTMBalOTh Ha FSM,
30epiraroun mpiopureT ekoHoMiku. [lepmr 3a Bce, BmpoBakeHo Peakinito Ha OCBITIICHHS
(Environmental Feedback), ne ckpunt FlickeringLight.cs TeHepye MOJIII0, HA AKY
HOIANUCYEThCS  NPCReactToLight.cs. NPC  3amyckae  aHIMaumidHuUM — Tpurep
"LookAtLight", imiTytoun moaceKy peakiito. Lleil mapanenbHuil, HeOIOKyOUNN Mexa-
Hi3M 3a0e3neduye Bi3yallbHy AUHAMIKY, MIATPUMYIOUYU TP [IBOMY TOJIOBHUN MPIOPHUTET
Tycoon-irpu — ekoHOMIUHY cTabuIbHICTh. [lo-Apyre, peanizoBaHo mexaHi3Mm Imepcus-
Horo aianory (Camera and Ul Focus), 1o € kiaro9oBuM 1 irpoBoro nocsiny. [1pu B3a-
emomii 3 NPC depe3 PlatformDialogue.cs BIIOYBAEThCS OJIOKYBAaHHS PyXy T'paBIls
(PlayerMovement . SetMovementState (false)) Ta aktuBaligs Zoomln kamepu
(CameraFollow.ZoomIn () ), pokycyroun yBary rpasis Ha NPC Ta Hioro 3renepoBaHiit
LLM-¢pas3i. Honarkoso, JUTSL HiATPUMKH IMEpCHUBHOCTI, KOMITOHEHT
IncomePlatform.cs BHUKOPUCTOBYE FloatingTextAnimator.cs AN BiOOpaKeHHS
JI0X01ly, IEPETBOPIOIOYN aOCTPAKTHUM €KOHOMIYHUN MPUOYTOK Ha BI3yaJbHY Ta €MO-
Li{HY BUHAropoay JUIsl FpaBLs.

VYaockoHaneHa riOpuaHa apXiTeKTypa BIIKPUBAE 3HAYHI MEPCIEKTHBHU TOANTb-
nioro po3BUTKy. [loganbiiie yaocKkoHaIEHHS] MOXKe BKIIIOUATH JoAaBaHHa EMoliiitHo1 1u-
Hamiku (Affective Computing), 1e Ha OCHOBI HeraTUBHHX 3reHepoBanux LLM-¢ppa3 mo-
’KHa TMHAMIYHO 3HIKYyBaTu BHYTpimHIN nokazHuk Hactporo NPC. Ilapinas Hactporo
MO>K€, CBOEIO YEProro, 3HWKYBaTH NPOAYKTHBHICTh Mpalll, CTBOPIOIOYM INIHOMIMKA Ta
CKJIQJHIIUH eKOHOMIYHMM BIUTHB cortiansHoro LI, Kpim Toro, mepcrnekTuBHUM Hampsi-
MKOM € peauni3aiisi bararoarentnoi comianbHoi B3aemoii, 1e LLM Oyne BUKOpUCTOBY-
BaTuCs i reHeparuBHoi komyHikauii Mk NPC ("Ilo tu nymaem npo 6oca?"). Lle Bu-
MaratuMe iMrieMeHTanii Memory Stream (sx y konnerii Generative Agents) Ta po3-
IMIMPUTH COIlIAJIbHY JUHAMIKY CBITY, 3a0€3MeUy0ud HOBUW PIBEHb Hemepea0auyBaHOCTI

Ta IMEPCUBHOCTI.
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2.3 MojaeaoBaHHS eMep/IKeHTHOI MoBeliHKH Ta apxiTtektypa LLM-npo-

Kci

Leit migpo3ain npucBsYeHU TIMOOKOMY TEOPETUIHOMY OOTpyHTYBaHHIO Komy-
HikaTuBHOTO PiBHA y cuctemi kepyBanHs NPC, opieHTOBaHOT Ha MOJCITIOBAHHS eMeEp-
JUKEHTHOT (He3aIrporpaMoBaHo1) TIOBEIIHKH B COIIAIbHUX B3aemMoisx. Came 1iei piBeHb
JI03BOJISIE CYTTEBO 3MEHIIUTH "IMMEPCUBHHI PO3pUB" — SIBUIIE, 110 BUHUKAE TOJi, KON
rpaBelb YCBIJOMIIIOE IITYYHICTh 1 OJJTHOMAHITHICTh B3a€MOJI1 3 mepcoHaxkamu. Ha Bin-
MIHY BiJl TPQJAMIIIHHUX IETEPMIHOBAHHUX CUCTeM, Hanpukian FSM, HOBHit miaxin nepe-
0auae BUKOPUCTAHHS IMOBIPHICHUX MOJEJIEH, 3[aTHUX MOPO/HKYBATH HECIIO11BaH1, OpH-
rinasbHi peakuii NPC, sxi He Oynu SBHO IpONucaHi po3pOOHUKaMH.

MonentoBaHHS €MEpPKEHTHOT TMOBEIIHKH peati3yeThCsl 3aBIASKH 1HTETPOBaHIN
B3aemoii FSM ta LLM. FSM vy 1i#t cTpykTypi BUKOHY€E QYHKIIIO "eTepMiHaHTa MPU-
yuH" — BiH (DIKCy€ CUTYyaIIiI0 B IrpOBOMY CBiTi, HAIPUKJIA]l, BAHUKHEHHS OpaKy pecypcy
a60 koH(DITIKTY, 1 reHepye Tpurep 1 aktuBarii LLM. Jlani LLM, oTpuMaBiim KOHTEKCT
B FSM, renepye yHikanbHuil BepOanbHuil Bupa3 NPC, mio SKICHO BiIpI3HS€ETHCA BijJ
TUIIOBOTO 11a0JIOHHOTO MOBiIoMIIeHHs. Hanpukian, y pasi Hectaui pecypcy, koxkeH NPC
MOKe C(HOpPMYIIIOBATH OPUTIHAIBHY CKapry, sika BigoOpaxae WOTo mepcoHaIbHI PUCH,
eMOIlIHUI cTaH abo MOIepeHIO ICTOPIt0 B3aeMOIIT 13 rpaBieM. Lle Hagae KoXKHIM B3ae-
MOJii XapakTepy HOBU3HH M eMOITIIMHOCTI, popMyroun GaraTuii coriaabHUMN IUIACT irpo-
BOTO cBiTy. Takuil miaxix 103BOJISE, 3 OJHOTO OOKY, yTPUMYBATH CTIHKICTD 1 IUTICHICTD
€KOHOMIKHU T'PH 32 PaxyHOK KOHTpoutorouoi pori FSM, a 3 inmoro — cTBoproBatu Oara-
TOTpaHHY IMEPCUBHICTh 3aBJSKH BaplaTUBHUM J1aJI0raM.

V 3B"13Ky 13 3aTpuMkamu pobotu LLM (Latency) BuHHKae rocTpa nmorpeda y Tex-
HIYHIHM apXITEKTYyp1, sIKa HE JIUIIE 3aXUCTUTh IrPOBUM IIUKJI B1J IPOCTOIO, a i 3a0€31eUUTh
oesreky API-xmrouiB. Po3pobneno konnentiro [Ipokci-CepBepa Ha ocHOBI Google Apps
Script (GAS), 1110 Tipartoe K MPOMiKHUHN MPOIIAPOK MK KIIIEHTCHKUM 3aCTOCYHKOM (Ha-

npukian, Unity) i xmapuum cepBicom LLM (Hanpukiaa, Gemini API). Taka apxitekrypa
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J03BOJISIE KOPEKTHO PO3MOUIATA HaBaHTAXKEHHS U 3IMCHIOBATH B3aeMojito i3 LLM y
3aXUIICHOMY ACHHXPOHHOMY PEXHMI.

KitouoBUM T€OpETUYHUM PILIEHHSM € BIIPOBA/KEHHSI ACUMHXPOHHOT 00pOOKH 3a-
MIATIB, KA YHeMOXIUBII0e O0okyBanHsS Game Loop y Tycoon-irpax i3 cotasmu NPC.
ACUHXPOHHICTB, 5Ky 3a0e3neuye [Ipokci-CepBep, 1a€ 3MOTy KIIEHTCHBKOMY 3aCTOCYHKY
HajacunaT 3anut 10 LLM Tta HeraitHo mpoAoBKyBaTH poOOTy 0€3 OUlKyBaHHsI BIANOBI],
o JiTeparypHo onucyerbes sk Latency Hiding. Lleit miaxin He Tiapku 30epirae Imitic-
HICTb 1 IMHAMIKY I'POBOTO TIPOIIECY (HABIThH 32 BUCOKOTO HAaBaHTAXEHH:), a il 3a0e3meuye
PIBHOMIpHHMI pO3IMOALT PECYPCiB, Jar0YM 3MOTY ONTHMI3yBaTH 4ac BIAMOBIJL JUIS BCIX
NPC.

Exonomiuna ii 6e3nekoBa nepepara apxitekrypu [Ipokci-CepBepa nossirae y Tomy,
mo API-kitou 30epira€Tbcsi BUKIIFOUHO HA CEPBEPHIN CTOPOHI, YHUKAIOYM PU3UKY HOro
KOMITpoMeTallii yepe3 KIEHTChKHM 3acTOCYHOK. [Ipokci-cepBep 3abe3nedye 1eHTpati3o-
BaHUN KOHTPOJIb 32 YaCTOTOIO W CTPYKTYpOIO 3aIUTIB, IO J103BOJSIE BUKOPHUCTOBYBATH
ontuMizoBany LLM-moznens (Hanpukiazn, gemini-2.5-flash-lite), 30epiratoun BUCOKY
MIBUAKOIII0 ¥ MiHIMI3yt0uM (DiHAHCOBI BUTpaTH Ha poboTy i3 LLM.

JIjig HaOYHO1 AeMOHCTpallii B3aeMoAil Mk JeTepMiHoBaHUM siipoM (FSM) Ta re-
HepatuBHUM 1apoM (LLM) y po3po6iieHiii riOpuaHiii apXITEKTypi MPEACTABIECHO TOBHY
0JIOK-cXeMy MOTOKY 00poOkH (puc. 2.3). Llg cxema umocTpye Bech UK IPUAHATTS Pi-
HIeHHS: B1J nepeBipku KputuyHux TpurepiB y NPCBrain.cs, uepe3 popmyBaHHsS KOH-
TEKCTHOT'O MTPOMIITY, aCHHXPOHHUN 3aIIUT 0 APIManager.cs, 00poOky B Gemini API,
110 BiJI0OpakeHHs 3reHepoBaHoi (pazu nepcoHaxkeM. KimrouoBoo 0coOIUBICTIO € IPUH-
mun Latency Hiding — moku LLM o6po6usie 3amut (Big 1.8 g0 2.3 cexyH[), OCHOBHHIA

IrpOBUI LIUKJI MMPOJIOBXKYE poOOTY O€3 nepedoiB, 3a0e3neuyoyn MmIaBHICTh IPU.
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Pucynok 2.3 — brnok-cxema nomoky 2iopuonoeo LI (FSM oo LLM) 3 acunxponnoro o0-

poOKoro 3anuTiB Yepe3 npokci-ceprep Google Apps Script

SAx BuaHO 31 cxemu, nporec mounHaeTbes 3 NPCBrain.cs y crani WORKING a6o
AT HOME WAITING. Meton MakeDecision() Bu3Hauae, 41 HaCTaB KPUTHIHUN TPH-
rep (Hampukiaja, Hemae BUIbHOro croiy). fAkmo tak (Tak), FSM nepexoauts y cran
GOING TO PLAYER, NPC  gocsrae  rpaBusgs W  aKTUBYETbCS  CTaH
REPORTING_TO PLAYER. Ha niromy eramni NPCBrain ¢popMye KOHTEKCTHUH POMIIT
(nepcona, FSM-cran, yac), sikuii nepenaerbest 1o APIManager.cs. APIManager.cs Buko-
nye acuaxponanid HTTP POST-3anut no npoxci-cepsepa (Google Apps Script), 3Biaku
3anuT nepecuiaeThes 10 Gemini API nns reneparnii yHikansHOi ¢pasu. [loku BinOyBa-
€Tbcst 00poOKa 3anuty (Big 1.8 10 2.3 cexyH1), OCHOBHUM IIUKJ I'PH MPOJAOBKYE pOOOTY

3aBasaku npuHIUITy Latency Hiding — 11e KpuTHYHO BaXKIIMBO 7151 30€PEeKCHHS IIABHOCTI
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rpu. Ilicns orpumanus Biamosiai yepes callback, NPCBrain BinoOpaxae 3reHepoBaHy
¢dpasy y mianoroBiit xmapii. ko kputudauii Tpurep He cupamoBas (Hi), FSM moxe
nepeitu y crah WORKING a6o0 GOING_TO_COFFEE (BiAnOYMHOK), 1 HUKJI TOBTOPIO-
eThes. Hanmpukinmi po6odoro mus (Tak, xinenp n1Ha) FSM aBTOMaTHYHO MEPEXOAUTH Y
ctad GOING_HOME, i nepcoHax nokuaae oQpic 10 HACTYITHOTO PaHKY.

Taxka apxiTekTypa rapanTye, 110 HaBiTh k1o LLM 3renepye HeKOpekTHY abo He-
perneBaHTHY ¢pa3y, Iie HisSK He BIUIMHE Ha (pakTnyHy nmoBeaiHKy NPC — BiH MpOgOBXKHTH
BUKOHYBATH CBOI €KOHOMIYH1 (DyHKIIT 3T1IHO 3 JeTepMiHOBaHOIo jorikoto FSM. Lle Bu-
pinrye pyHaaMeHTalbHy Mpo0ieMy IHTerpalii FreHepaTUBHUX MOJIENIEH y ITPHU PEaIbHOTO
gacy. BogHouac LLM He Mae 1ocTymy 10 MeXaHi3Ma MPUWHSTTS PillieHb y Tpi — 1151 cepa
MOBHICTIO 130JIbOBaHa M PEryJIOeThCS JeTepMiHOBaHOIO FSM-0rikoro, Mo rapasrye
CTaOUIBHICTh CUMYJISLIT Ta IPOBOr0 OaJlaHCy HE3aJIEKHO B1Jl CKJIAIHOCTI €eMEPKEHTHOI

nosemiaku NPC.

2.4 IIpyHIMIIM KOHTEKCTHOI reHepauii npomMris Ta nepconigpikauii NPC

Edexrusnicts pobotu I'eneparusHoro Illapy B riopunHiii apxitekTypi 0e3nocepe-
JTHBO 3aJIEKUTh B1Jl TOTO, HACKLIbKH siKicHO FSM rotye konrtekct nist LLM. Le#t nigpos-
T TOKJIaHO aHAI3ye MPUHIIUMIINA TOOY0BU MPOMTIB (prompt engineering), siki 3a0e3-
nevyoTh rOoKui piBeHb nepconidikanii NPC 1 peneBaHTHICTh IXHIX YHIKAJIbHUX pel-
Jik y rpi. Bix skocti mepenayi ingopmarii mixk FSM 1 LLM 3anexuTs He JIUIe BiImoBi-
nHicTh BUpa3iB NPC nmoToyHOMy irpoBOMy CTaHy, a i 3arajibHUM piBeHb MPUPOAHOCTI Ta
PI3HOMAHITHOCTI IrPOBOTO JOCBIYy IpaBIIs.

[lepmmit 1 wimouoBud npuHiun — [lpunnun  PonbsoBoi  HacrtanoBu
(PersonaPrompting). TyT Oynb-sKuii IpOMT MiCTUTh CTATUIHUI TTpediKe, SKUil BU3HAYAE
poib, Xapakrep, comianbHuil cratyc NPC, a Takoxx 0a30B1 pucH HOro noBeniHKH. Takuii
miaxia qo3Bossie koxxHomy NPC MaTv BIIaCHHM YHIKQIbHUN CTHIIb CHUIKYBaHHS, HABITh
SKIIIO BCl BOHU PEaryroTh Ha OJHY M Ty )X camy MO/Ii10, HAMpPUKIIaJ, Ha Opak poOo4Yoro

MICLSL YM MEPEeBTOMY. 3aBASKU 1IboMy oOMexxeHHs FSM Ha pi3HOMaHITHICTh peakiliii
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KOMITCHCY€EThCS MOXKIUBICTIO LLM cTBOproBaTH HEMOBTOPHI BUPa3H, 0 HaaaroTh NPC
SICKpaBHX 0COOUCTICHUX puc. OTXKe, 3pOCTaE IMEPCUBHICTH 1 pEalliCTUYHICTh BPAKEHD BiJ
B3a€MO/III.

Hpyruit npuaiun — [puanun Axryanizamii Koatekery (FSM-Contextualization).
Bin nepen6avae quHaMivyHe HATTOBHEHHS IPOMTY PEJIEBAaHTHOIO 1H(OPMAIII€IO PO MOTO-
YyHU  irpoBuil crtaH, sAky ¢opmye FSM. Hanpuknan, mix dyac craHy
REPORTING TO PLAYER FSM nonae y mpoMT maHi ipo AedillUT IEBHOTO pecypCy
abo pesynbrar aii rpasis. Lle rapantye, mo Bianosiai LLM O0yayTs oriuHo 0OrpyHTO-
BaHUMHU, CHEHU(PIYHUMHU ¥ YHUKAIOTh TaK 3BAHMUX "TalroUHALIN", TOOTO HEKOPEKTHOI
abo BuramaHoi iHdopMarlii, s;ika pylHy€e €KOHOMIYHY JIOTIKY CUMYJsATOpa. BakamBoro
CKJIAJIOBOIO € 1HTerpallisi KOpOTKOCTpoKoBoi mam’sti (Memory Stream) — QyHKIIOHATY,
mo no3Bosisie LLM BpaxoByBaTH KOHTEKCT OCTaHHIX 3—5 nmoBigoMieHs. Lle nmpuckoproe
PO3BHUTOK 0araTrokpokoBuXx aianoriB Mixk NPC i rpaBieM, ImiIBHUIIY€ JOTIYHY HUTICHICT
CHUIKyBaHHS Ta HaOmmwkae nmoseninKy NPC 1o peanbHHX COLiaIbHUX areHTIB.

Tperiii mpunmun — I[punnun OOmexxenHss Buxignoro ®opmary (Economic
Constraint). Bin nosisirae y »)opcTKOMY BHU3HAYEHHI MAaKCHMAaJIbHOI JJOBXXKWUHU BiJIITOBI I
LLM (manpuxnaa, 1o 20 CHMBOJIB), IO Ja€ KOMIUIEKCHUNU €(EKT: 3MEHIIYEThCS
Latency, 30epiratotecsi piHaHCOB1 pecypcH, a Bianosiai NPC 3anumaroTecst J1akoHIY-
HUMH, €MOIIIHHO HACHYEHUMH alie HE MEePEeBAHTAKCHUMH JIETASIMHU. Taka CTUCIHUBICTB
CIpHUs€ KpalloMy KOPUCTYBaLlbKOMY JTOCBiY, OCKUIbKH (ppazu NPC opraniuno Burisga-
I0Th y BIKHaX Jl1ajoriB abo "XMapkax', He MOPYILIYIOUYH PUTMY I'eiMILIEIO.

3araJibHUM TEOPETUYHUN BUCHOBOK IOJISITAE B TOMY, 1110 CUHTe3yBaHHS FSM-10-
riku Ta LLM-reHepartiii Ha 0CHOBI 3a3HAYCHUX MPUHIIUIIB JT03BOJISIE 3a0€3MEYUTH 1 JIOTi-
YHY CTPYKTYpPOBaHICTb, 1 mpupoaHy emouiiHicTs peraik NPC. FSM xopctko koHTpo-
J0€ KOHQITYpalliro moaii (XTo € cyd’ekToM 1 06’ ekToM nii), a LLM — dopmyiroe peak-
1110 y BIJIMOBIIHOMY CTHJI1 ¥ 3 TOTPiOHOIO eMOIIiiiHOI0 TOHANBHICTIO. Takum unnoM, NPC
CIPABJIAIOTh BPAXKEHHSI IHTENEKTYaJIbHO PO3BUHEHUX areHTIB MPHU MIHIMaJIbHUX O0YMC-
JIOBAJbHUX 3aTpaTax Ta 30epekeHHl CTa0lIbHOCTI €KOHOMIUHOI CHMYJISIII y JKaHpi

Idle/Tycoon.
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BucHoBkH 10 po3aiiy 2

VY npyromy po3aini 0yJo 3A1iICHEHO KOMIUIEKCHE TEOPETHUHE IPOEKTYBAHHS Y]I0-
CKOHAJICHOT T1OPHIHOT CUCTEMH IITYYHOTO 1HTEIEKTY, IO 3a0e31euye CHHEPTiio JeTep-
MIHOBaHMX Ta reHepaTUBHUX MeToA1B. Ha ocHOBI mpoBeneHoi po6oTu 0ysio copMOBaHO
BC1 HEOOX1/IH1 TEOPETUYHI PO3POOKH, METO/IU Ta AITOPUTMH, SIK1 € OCHOBOIO JJIs TPAKTH-
yHOI peanizamii. byno dopmaiizoBano ta 3moaensoBano Ctparteriuauii PiBenp uepes
FSM, sixuii kepyeThcs i€papXi€ro MPiOPUTETIB, 10 € HEOOX1THOI YMOBOIO i 3a0e31e-
YyeHHs cTabubHOCTI ekoHoMiuHOTO 1Ky NPC y Tycoon-xanpi. Kpim toro, Oynu po3-
po6ieni moaeni st Taktuaroro PisHs, Bkirowaroun NavMesh Carving it fTmHAMigHOT
aJlanTarlii cepeI0BHIIa Ta AITOPUTM aTOMApHOTO 3aXOIUICHHS PECYPCiB, 1110 TAPAHTYE ITi-
JICHICTh €KOHOMIKH. KITFOUOBUM €1eMEHTOM HayKOBOT HOBU3HM € CIIPOEKTOBAHUH Ta Te-
opetnyHO 00TpyHTOBaHM KoMyHikaTuBHMIA PiBeHb, mo BukopucToBye IIpunHiunu Po-
10801 HacranoBu ta O6mexenHs Buxignoro @opmaty /it reHeparlii mepcoHanizoBa-
HUX (pa3, a Takox npuHIun Apxitektypu [Ipokci-Cepsepa (GAS) 11st BUpILIEHHS Po-
onemu Latency. Takum 94MHOM, Y IbOMY PO3iIi OYJI0 TIPEICTABICHO MMOBHUM KOMILIEKC
TEOPETUUHHUX PO3POOOK, METOIB Ta aJTOPUTMIB, HEOOX1THUX JUIS MPOTPaMHOI peastizamii
riOpuaHOi CHCTEMH, IO CTBOPHOE OOIPYHTOBAHI MEPEIyMOBH AJIsi OOUMCIHOBAJIBLHOTO

EKCIICPUMEHTY Ta MOPIBHSJILHOTO aHaJIi3y B HACTYITHOMY PO3JIiII.
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PO3/ILJI 3. TIPOTPAMHA PEAJII3AIIA I'BPUIHOI CHICTEMHA

3.1 3araabHuii onuc inTepdeiicy, apxXiTeKTypH Ta reiMILUIeHHOT0 UKJY CHC-

TEMH

Po3pobiiena ribpuaHa cucTeMa MTYYHOTO 1HTEICKTY JJIs HEirpOBHX IEPCOHAXKIB
peanizoBaHa y ¢popmi idle/tycoon-cumynstopa ynpaiaiHHS 0dicoM, 1€ TPaBeLb BUCTYIIAE
B POJIi KEpIBHUKA KOMIIaHii, 110 Ma€ po3BUBATH O13HEC, HAMMATHU CIIBPOOITHUKIB, KyITy-
BaTU ¥ PO3MINIyBaT poOOYi MICIIsl Ta B3aEMOMISATH 3 MepcoHaxxamu uepe3 Al-mianor.
Ha Bigminy Bin TpaauuidiHux miaxomis, ae Bci NPC nmpucyTHI Ha ClieH1 OJJHOYACHO, Y
PO3pO0JIEHIN CUCTEMI IpaBelb MOYMHAE JIHILE 3 OJHOTO MPaLlIBHUKA, a PEILTY HaMaHUX
aBTOHOMHO 4epe3 iHTepdeic ynpapiinHsi, BOyI0BaHUH y ITPOBUI CBIT y BUTJISAI BIpTY-
aNbHOTO KoMI'torepa. Take pillleHHs! CTBOPIOE YHIKAIbHUI MeTapiBHEBUH 1HTepdeiic, 1e
rpaBelb B3aEMOJIE 3 TPOIO HE Uepe3 30BHILIHE MEHIO, a Yepe3 CepPelOBHILE CaMOi I'pH,
110 3HAYHO M1JBUIIY€E IMEPCUBHICTD.

OCHOBHY IrpoBY JIOKaI[1}0 MPEICTABICHO K TPUBUMIPHUI 0dic 3 MapKETHOO Jie-
PEB'SHOIO MIJJIOr00, OUIMMHU CTIHAMU Ta BEJIMKMMH MAHOPAMHMMM BIKHAaMH, 4yepe3 sKi
BUTHO MPUPOIHUH taHamadT 3 smuHkaMu. Odic MICTUTD KiTbKa (QYHKIIOHATBHHUX 30H:
poOoui Micld 31 CTOJIaMH i KOMIT'IOTepaMu, 30HU BIATIOYMHKY 3 TOPTOBUMHU aBTOMaTaMH
(vending machines), Ta Micie ynpasiiHHS (Komm'torep 6oca). [lepconaxi-mmpariiBHUKA
npecTaBieHi Ik pearictuudi 3D-Moaeni monen y opicHOMY 015131, SIKI MPUPOTHO pyXa-
I0TbCS IPOCTOPM, CIJJAIOTh 3@ CTOJIM, MPALIOIOTh Ta pearyloTh Ha il rpaBIlsd Ta 3MIHU B
CepeIOBUIIII, SIK I0KAa3aHO HA PUCYHKY 3.1.

VYHIKanbHOIO0 0COOIMBICTIO ITPOBOTO AM3AHY € MeTa-iIHTepQeiic ynpaBiiHHA Ye-
pe3 BipTyaJIbHUN KOMIT'IOTEp, PO3MillleHul y camomy odici. HatomicTs TpaaumiiHOro
HakiazneHoro Ul, rpaBenb miAX0qUTh 10 KOMI'TOTEpa, i KOJIH MiAXOANUTh JOCTATHHO OJIH-
3bKO, HaJ €KpaHOM 3'sBIsieThCs miakaska "Press E to interact". Harucnysmu E, rpasers

AKTUBYE PEXUM YIIPaBIIHHS, K TOKa3aHO HAa PUCYHKY 3.2.
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Pucynox 3.1 — Ieposa cyena: ogic 3 pobouumu micysmu, nepcoHaicamu ma

OUHAMIYHUM OCEIMIEHHIM

Ha ekpani koMm'torepa 3'sBiIsieTbCs CTUII30BaHUN pOOOUYMI CTLI ONepaniiHoi CH-
cremu, nonioumit 1o Windows, 3 ikoakamu nporpam. Cepen HuX — ikoHka "Shop", uepes
SIKy TpaBellb MO’Ke HAHUMATH HOBUX TMPAIIBHUKIB 3a TIEBHY CYMY T'pollel (Hampukiai,
$50 3a pobiTHHKA), KYITyBaTH i pO3MIlIyBaT poOOYi CTONH, Kpicia, TOPrOBl aBTOMATH
Ta JEKOPATHBHI €JIEMEHTH, a TAaKOXK TeperysinaTu (piHaHCOBI 3BiTH Ta CTaH KOMIaHii. Y
peXHMI KOMIT'FOTEpa IPaBellb KEPY€e MUILEIO Yepe3 JIIBY KHOIKY MHUILI — KJTIKA€ HA IKOHKU
it mento. Kimikaysmm Ha "Shop", rpaBenp BigkpuBae karajaor 00'€KTiB, MOTIOHM 10 pe-
xumy OyaiBHunTBa y The Sims, 3 MOXIHBICTIO 00epTaHHS, TEpEMILICHHS 1 BUJAICHHS
NpeMETIB y peanbHOMY 4aci. [Toku rpaBels y peskumi KOMIT'I0Tepa, HOro mepcoHax (ka-
Mepa) 3aIHMILAETHCS HEPYXOMOIO H HE MOXKe MepPEeMIIIATUCS — yBara LIJIKOM 30CepeKeHa
Ha inTepdeiici. Hatucuysmm E moBTOpHO, TpaBells BUXOAUTH 3 PEKUMY KOMIT'IOTEpa U
MIOBEPTAETHCS 10 3BUYAiHOIT rpu. Hampukinan, rpaBenb HaOMMKAETHCS 0 KOMIT'IOTEpa i
HaTHCcKae E — expan "BMuKaeThes" i mokaszye poboumii cTin 3 ikonkamu. KiikHyBmm Jti-
BOIO KHOMKOIO Ml Ha "Shop", BIIKPUBAETHCS KATAIOT 3 JOCTYIHUMH MEOISIMH U 1X-

HimMu minamu. [licns BuGopy mynkry "Buy Desk ($100)" cucrema 3Himae rporii i
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po3mimtye ctin y odici. Kk na "Exit" 3akpuBae marasuH, a HaTucKaHHs E moBeprae

TpaBIIsl 10 3BUYAHOTO PEKUMY .

Pucynox 3.2 — Mema-inmepdgetic: eéipmyanvuuii komn'romep 3 pesicumom Shop i

Kamano2om meoinie

Ha crieni mpotsrom rpu 3HaxoauThesi 3MiHHA KiibKicTh NPC-nipamiBHuKIB, 3ae-
JKHa BiJ] KUIBKOCTI HaiiMaHux rpasiieM. Ha nouartky € nume onun NPC, ane rpaseip
MO)K€ HAaHMMAaTHu MakcuMaibHO 10 10-20 (3aymexHo Big koHbiryparii). Kosxkxen NPC ¢y-
HKIIIOHY€ aBTOHOMHO, CJIIIyIOYH JeTepMiHOBaHOMY IUKITYy FSM-maimvnu, sikuii BU3Ha-
Yyae HOro MoBeAiHKY mpoTtaroM faHs. [luki mounHaerses 3i crany IDLE (Bnoma, mo 8:00
paHnky), ko NPC dekae no mouarky po6ouoro aas. O 8:00 mepcoHax mepexoauTh y
ctan GOING TO WORK, iine mo Bxoay odicy i BXOIUTH 10 cepeaunu. Jlam akTuBy-
erbes ctan SEEKING. WORKSTATION, ko NPC nmomykye BitbHUHN TNy odici —
SIKIIO MiCIle 3HAWJICHE, 3aiiMae Horo, Ko Hi — iae g0 6oca. Y crani WORKING NPC
CHJIUTH 3a CTOJIOM, MpaIloe (aHiMallis ApyKy) i renepye moxia $50 3a xBuinHy poOoTH,
o ojpasy aoOaBisieTbes 0 OamaHcy rpasis. [lepioguano NPC mMoxe mepexoauT y

ctad RESTING, ko #izie 10 TOproBoro aBToMara, "Kymnye kaBy' W BiIIOYMBAE KiIbKa
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XBWIMH.  Slkmo  poOouMx  Miclb  HEAOCTAaTHBO,  AKTUBYIOTBCA  CTaHH
GOING TO PLAYER ta REPORTING TO PLAYER — NPC migxomuts n0 60ca, i
KOJIM rpaBelb NIAXOAUTH OJM3bKO 0 MEePCOHaXKa, HaJ HUM 3'ABIISE€ThCS MiaKa3Ka "Press
E to talk". Harucnysmm E, rpaBens akTuBye€ nianoroBuit iHTepderic, Sk moka3zaHo Ha pu-
cyHKY 3.3, 3'SBJISETHCS J)KOBTA cartoon-xmapka 3 TeKCToM ckapru tumy "Boss, I've been
waiting for a desk for 15 minutes!" a6o "Hexe s it Hagam 6yay 6e3 micis?". [1ose BBoxy
JI03BOJISIE TPABITIO BBECTU CBOE 3anmuTaHHs i HaTucHyTH "Send", LLM reHepye HacTymHy
perutiky NPC, #t mianor nponosxyerbes. Hatucnysmm E e pa3, rpaBers 3akpuBae jmia-
jor. [Ticns po6ouoro anst 0 21:00 NPC nepexoauts y cran GOING_ HOME, iine nogomy

n [UKJI ITIOBTOPIOETHCA HACTYIIHOT'O JTHA.

¢ Hemae
Bi/IbHUX
Tonis, 6oce.

Pucynox 3.3 — [ianoeosuii inmepgpetic: NPC 3 sicosmoio speech bubble

ma LLM-zeneposanoro ¢ppazoro

Tak, o 8:00 panKy npaiiBHUKH OJUH 3a OJTHUM 3'SIBJISIIOTHCS OIS BXOY M BXOSTh

10 odicy. SKio € BUTbHI CTOJM, BOHU 3aiiMalOTh 1X ¥ MOYMHAIOTH TMpaIoBaTH. SKII0

cTomiB Hemae, mepcoHaxi cratoTh y peskumi GOING TO_PLAYER # migxonsarts mo rpa-
1 X n n X

BIIS, JIC HAJl HUMH 3'sBJsieThes Tiakaska "Press E to talk". [Ticns natuckanns E nepconax

PO3I0Bi1a€ MPO HEOOX1IHICTh JOJIATKOBUX poOOUUX Micilb. [ paBels iie 10 KoMIT'roTepa,
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HaTHuckae E, kynmye HoBuit cTin y Shop 1 po3minrye iioro. HoBi cTonu onpa3y craioTh 10-
crynaumu 11t NPC — Toid, 1o yekaB, momivae ix i 3aiiMae BiIbHE MicCIIe.

Kamepa rpu 103B0osIsI€ rpaBIio BUIBHO oOepTaThcs HaBKoJIO odicy (orbit camera),
MaciiTadyBaTH 300pakeHHs JUIsl AETAIbHOTO OTJISAY Ta CIIOCTEPIraTé 3a eKOHOMIYHOIO
akTuBHICTIO. Ha ekpaHi B1100paxaroThCsl KJIFOUOBI METPUKH: TIOTOYHA KUIBKICTh Haiima-
HUX TPaLiBHUKIB, 3arajIbHUH OanaHc rpoiuei, Mo AeHHUI NpruOyTOK Ta IrpOBUI Yyac 100U
(300paxyeThes sk TekeT Tumy "08:15 AM" a6o "17:45 PM"). Uac 1001 3MiHIOETBCS TH-
HAMIYHO TIPOTATOM KiJIbKa XBHJIMH PEaJbHOTO Yacy, CTBOPIOIOYM MK JICHb-HIY, IO
BIUIMBA€E HA MTOBEAIHKY MEPCOHAXIB Ta OCBITJICHHS CLIEHU.

Ha piBHi apxiTektypu koxeH NPC ckimagaeThCs 3 KUTbKOX KITFOYOBUX CKPHUIITIB,
K moka3zaHo Ha pucyHky 3.4. NPCBrain.cs konTpontoe FSM-Maiuny, kepyrouu mnepe-
xogamu Mk ctaHamu. NPCActions.cs mepeBoauTs pimeHHs FSM y aii: pyx 10 HijiboBOi
Toukn 4yepe3 NavMesh, 3amyck animamiii po6otu uym B3aemonmii. WorkstationPoint.cs
yIpaBIisie KOXKHUM POOOYMM MICIIEM: UM € BOHO BUIbHE, XTO MOT0 3aiiMae, CKUTbKHU Tpo-
mei renepyerbea. Konmu NPC 3aiimae cTil, cucteMa akTUBYe Tailmep, 1 micis 3aBep-
IICHHS poOovoro nukiy (Hampukian, 60 cekyHn) reHepyeThes mpuoyTok ($50), mo Bi-
no0OpaxaeThCsl K CIUIMBAarOYa aHIMallisl ynicia Haj ctojoM. [[ins reneparii yHIKaIbHUX
nianoriB cuctema BukopuctoBye APIManager.cs, sKuil ynpaBisie BCIEIO B3a€EMOJIEIO 3
Gemini API gepe3 Google Apps Script pokci-cepsep. Komu FSM nmepconaxa mepexo-
muth Yy REPORTING TO _PLAYER, APIManager ¢dopMye KOHTEKCTHHI MPOMIT, 110
BKJIFOUYA€E TIEPCOHY MEPCOHAXa, OTOYHY CUTYalll0 (KUIbKICTh BUIBHUX CTOJIB, Yac 4e-
KaHH), ITPOBHI Yac 1 icTopiro mornepeaHix mianoris (chatHistory). I[IpomnT Biampasiis-
€THCSI ACHHXPOHHO Yepe3 KOPYTUHY, 1 MOKU 00pOOIISETHCS 3aluT, rpa MPOJOBKYE Mpa-
mroBaTu 0e3 3aTpumok. Konu LLM noBepTae BiANOBiAb (3a3BUUaii 3a 1-2 cekyH1), BOHA
BIJIOOpaKA€THCS Y XMapIli TiaJIory.

Exonomika rpu peanizyerbces yepes IncomePlatform.cs 1 GameManager.cs. Koxxen
NPC, mo mpaittoe 3a crosom, reHepye dikcoBanuii noxin ($50/xB), skuil 10ga€THCS 10
3aranpHOrO Oamancy rpaBusd. Hag xokaum tabyperkom, ae mpaioe NPC, 3'sBiseTnes

cIuIMBaroua aHiMarlis 3 yuciaom ("+508"), sika migHIMaeTbCS M 3HUKAE.
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O Inspector ® Ligh

@ v True NPC

- Tag Untagged Layer Default
Transform
Cube (Mesh Filter)

23] Mesh Renderer

&9 v Box Collider

+ v Nav Mesh Agent

4  Rigidbody

B v NPC Actions (Script)

Teru NpuaHayeHHs
Home Point Tag HomePoint

Coffee Machine Tag CoffeeMachine

B v NPC Speech Bubble (Script)

HanawTtyBaHHA
Text Element 3D SpeechBubble3D (Text Mesh Pro)
Display Duration 5

Background 3D P BubbleBackground3D

B v NPC Brain (Script)

Current State

HanawTtyeaHHA yacy
Work Start Time
Work End Time
IHTepBanu ain

Wait Interval

Home Check Interval

HanawTtysaHHs ¢pas (Al)

Phrase Distance

Pucynox 3.4 — Apximexmypa FSM-mooyna ma peanizayia y Unity Inspector 3 komnoHnen-

mamu NPCBrain, NPCActions, WorkstationPoint ma APIManager

I'paBenib 6auuTh, sk Horo GanaHc 30UIBIIYETHCS B peabHOMY 4aci, [0 MOTUBYE
Horo HaHuMartH Ourbmie poOITHWKIB 1 KymyBath Oinmbmie cromiB. Cucrema dacy

DayNightCycle.cs xontpomioe irpoBuii yac Big 0:00 mo 23:59 — o 8:00 Bci NPC
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MPOKUAAIOTHCS 1 My Th Ha poboTy, 0 12:00 MoxyTh iiTH Ha 0611, 0 21:00 HayTh TOAOMY.
Kpim FSM-BrnBy, 4ac BIJTMBA€E Ha OCBITJICHHS: PAHKOM COHIIE SICKpPaBE i ’KOBTE, BACHD
— OlIMM, BEYOPOM — [TIOMapaHYeBUM, HOYaMH — TEMHO. Lle cTBOpIo€ peanicTuuHy aTMoc-

depy i mATpUMY€E MUK JTHI/HOYI K y peaabHOMY odici.

3.2 IIporpamHi pimeHHs 1Jid irposoro cepeaosuma ta UX

Jliis 3a0e3meueHHsl BUCOKOTO PIBHS IMEPCUBHOCTI Ta 3pYyYHOCTI IHTEpPEiicy KopH-
CTyBaua y po3po0JieHOMY IPOrpaMHOMY MPOJYKTI OyJI0 peasi3oBaHO KOMILUIEKC Iporpa-
MHUX pillIeHb, K1 JomoBHIOIOTH sapo LI Ta 6e3nocepeAHbO BiAMOBIIal0TH 32 KEPYBAaHHS
CBITOM 1 B3a€MOJI€I0 TpaBLs 3 HUM. LIeHTpanbHy poJib TyT BIAIrpae MOJEIIOBAHHS Yacy
100U Ta EKOHOMIYHOI CUCTEMH, OCKUIBKH caMe 1is IificucTeMa 3a0e3neuye BiIuyTTs Ku-
BOTO, JUHAMIYHOTO O(ICHOTO CepeloBHUIA Ta HAJAE€ TPABIIO 3PO3yMUIMNA 3BOPOTHHMA
3B'SI30K L1010 PE3yJIbTATIB HOT0 YNPABIIHCHKUX JiH.

Peamizaris cuctemMu yacy Ta JUHAMIYHOTO OCBITJIICHHS 3JIMCHEHA 4Yepe3 CKPHUIT
DayNightCycle.cs, sxuii imreMmenTye HopMaiizoBanuit yacosuii ki (Big 0.0 o 1.0) 1
CIIYTY€ €JMHUM JIXKEPEJIOM MPaBIy MPO MOTOYHY "TO110 J0OU" Jisl BCIX 1HIIUX CUCTEM.
FSM BuxopucToBye Lieil mapaMeTp AJIs aKTUBALlll 4acOBUX imperatives (Harmpukiaz, mne-
pexony NPC y cran GOING HOME o 21:00), a Bi3yanbHa mijicucTeMa — J1Jisi OHOBJICHHSI
nosioxkeHHss CoHIlsl, r100albHOrO OCBITIEHHS W TEKCTOBOTO BiOOpa)KEHHS 4acy uepes
kommoHeHT TextMeshPro. Toit camuit DayNightCycle.cs mapanensHO peryiroe riobda-
apH1 mapameTpu Ambient Light 1 napsimox mxepena citna (Directional Light), 3aBnsku
YOMY ITPOBUI MPOCTIP MOCTYIMOBO 3MIHIOETHCS MPOTIAroM "pododoro aAHg" — Bij siCKpa-
BOT'0 PAHKOBOT'O OCBITJICHHS (3KOBTOT'O TOHY) /10 HEUTPAJIBHOTO IEHHOTO (01710r0) il mai
710 TIPUTITYIIEHUX BEYIpHIX TOHIB (TOMapaH4YeBOro/uepBoHOro0). Lle cTBOproe mpupogHuii,
peaicTUYHUIN UK, 10 MO3UTUBHO BIJIMBA€E HA TICUXOJOTIYHE CIIPUMHSTTS 4acy rpas-
1eM. Y NMpakKTUIHOMY BHKOPHCTAHHI PaHKOM 0()iC OCBITIIFOETHCS SICKPABO YKOBTHM CBiT-
JIOM, IO CTBOPIOE 0aABOPICTh 1 CUTHATI3YE MPO MOYaTOK pobodoro nHs. BieHb cBiTIIO

cTae OLIMM Ta HEWTpalbHMM — L€ 'MKOBUM dYac", Koiu odic MaKCUMaJIbHO
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NpOAYKTHBHUI. Beuopom cBiTIIO MOCTYNOBO YE€PBOHIE, CTBOPIOIOYX BIAYYTTS BTOMH Ta
3aBepiIeHHs pododoro aHsA. Houamu odic maibke TeMHUN (KO TPABEIbh 3aJIUIIAETHCS
B I'pl micis 3akputTs). Lle mpupoHe KoIMBaHHS CBITJIAa BIUIMBAE HA TPaBLs M1JCBIIOMO:
BiH ITOYyBa€ThCs B 0(ici Tak e, K y CIPaBKHbOMY CBITI, JIe JICHb TIEPETBOPIOETHCS HA
HIY.

OxpiM KITFOYOBOI TOpUIHOT apXITEKTYPH, UIsl JOCATHEHHSI LITICHOT IMEPCUBHOCTI
OyB BIPOBaDKCHHUI MeXaHi3M peakilii Ha ocBiTiaeHHs (Environmental Feedback) — mona-
TKOBHH MapalieIbHUNA MEXaHi3M, SIKHU MiABUIIYE SIKICTh JOCBITYy KOPHCTYBada Ta irpoBY
JUHAMIKY, HEe IOPYLIYIOYH [IPH LIbOMY JE€TepMIHOBAaHUN €KOHOMIUHUHN IUKA. JloJaTKOBY
atmocdepHicTh 3a0e3neuye ckpunt FlickeringLight.cs (abo #ioro BapiaHT), SKHit 3a 10-
MOMOT0I0 KOPYTHH pealli3y€ BUITaIKOBE MEPEXTIHHS OKPEMHX CBITHIIBLHUKIB y o(ici, He
0JIOKYyI0YM OCHOBHUH 1rpoBUi OTIK. Bunankosi (hykTyaliii IHTEHCUBHOCTI CBITJIa CTBO-
PIOIOTH €eKT "cTaporo, peaaicTHIHOro odicy" 3 HEJOCKOHAIOK EIIEKTPHUKOIO, T0IAI0Th
npiOHi, aje MOMITHI Jeraii a0 3aranbHoi kapTuHH cBiTy. {06 NPC Tex pearyBanu Ha
Taki nozii, 0ysno crBopeno 3B'13Ky: Flickeringlight.cs renepye nozairo OnLightFlickered,
a ckpunt NPCReactToLight.cs mianucyeTncst Ha Hel i 32 YMOBH, 110 MEPEXTIHHS Bi10Y-
BAa€EThCS B TIEBHOMY pajilyCl BiJ TEpCOHa)ka, IHILIIOE aHIMAIlHUN TpuUrep
"LookAtLight". Lleli Tpurep € napaneabHuM, HEOJOKYIOUMM MEXaHI3MOM, III0 MA€ KITIO-
YOBE OOTPYHTYBaHHS JIJIs TUHAMIKHW: BiH 3a0e3Ieuye Bi3yalbHY TUHAMIKY, aJie He Tiepe-
puBae FSM — NPC nponosxye 3anumatucs y crani WORKING, i iioro ekoHoOMiuHa
aKTUBHICTh HE MOpyILIyeTbes. Takuil miaxia miATpUMye TojJoBHUM mpiopurer Tycoon-
ITpH — EKOHOMIUHY CTa01IbHICTh, B TOM K€ Yac 3HAYHO MOKPAIIYIOYH SKICTh BI3yaJIbHOTO
ekcripiency. I1ig yac rpu KoM OJMH 31 CBITUJIBHUKIB ¥ 0(pici panTOBO MEPEXTUTH (1€
Bi10yBaeThcs BUNaakoBo), NPC, sikuil BUSIBIIA€TbCS MOOIN3Y, MOMIYAE 1€ ¥ MBUAKO JH-
BUTHCSI BrOPY Ha CBITHJI0. e HeBeMuKkuii, MUMOBUTBHHM, aJie TyXKe PEaTiCTUIHUN pyX
N0J1a€ MIMOMHY MEepPCOHaXkaM: BOHU pearyroTh Ha JIpiOHI sSBUIA HAaBKOJUIIHHOTO CBITY,
HEe 00MEXYIOUNCh JHIIE CBOE OCHOBHOIO FSM-norikoro. [1pu nibomy cam FSM He 3mi-
HIoeTbes — NPC npoioBKye BHUKOHYBaTH CBOi 3aBJaHHS, MPOCTO MOIYTHO '3BepTae
yBary" Ha cBiTi0. ko NPC npaiitoe 3a CTOJIOM 1 MEPEXTUTH CBITJIO, BiH IVISIHYB BrOpY,

ajie Bce 0JIHO IIOBEPHYBCS 10 pOOOTH 1 MPOAOBKUB FeHEPYBATH JTOX1I.
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ExoHoMiuHa cK1aioBa TICHO iHTETPOBaHA 3 YaCOBOIO MOJIEIUIIO Yepe3 pealti3allito
€KOHOMIYHOT CUCTEMU Ta Bi3yaulizallii 0Xoy 3a gornoMororw moayiast GameManager.cs,
SKUH BIANOBIIa€ 3a 30epiraHHs i OHOBJIEHHS 3arajlbHOro OanaHcy rpoueil y rpi. Jlorika
reHeparii npuOyTKy BUHeceHa B ckpunT IncomePlatform.cs, koTpuii mepioJuaHO BUKIIH-
kae merog GameManager.AddMoney(), ciuparourch Ha 3aJjaH1 THTEPBAJIM Yacy Ta mapa-
METpH MPOIyKTUBHOCTI odicy. 106 3podUTH eKOHOMIYHI MOl eMOLIMHO BIAYYTHUMHU,
3amistHO FloatingTextAnimator.cs, sSIkuii IepeTBOPIOE aOCTPAKTHI YUCIIOBI 3HAYEHHS TIPH-
OyTKy Ha KOPOTKIi Bi3yaJjbHI aHIMaIlii, 110 3'SBISIOTHCS 0€3MOCepeIHbO B ITPOBIH CIEHI
HaJ[ BIAMOBITHUMHU 00'ekTamu. Y peanizaiii ko NPC 3aBepiirye po6ounii UKI 3a CTO-
JaoM (Hampukia, micis 60 cekyHa poOOTH), HaJl UM CTOJIOM 3'SBIISETHCS CILTUBAaOYa
a"imamisg "+508$", ska migHiMaeTbes Bropy i maBHo 3HuKae (fade-out). OmHouacHo Oa-
JaHC TpaBL Ha BEPXHIN MaHenl 3011b1yeThes 3 +50 10 HOBOTro 3HaU€HHS. SIKI0 mpalitoe
5 NPC onmHOYacHO, TO TpaBelb OAYHWTh 5 TaKUX CIUIMBAIOYMX aHIMAIIiH, 11O JTO3BOJISE
oMy 1HTYITHUBHO 3pO3yMITH, III0 HOTO JTOX1]T 3aJI€KHUTh BiJl KITKOCTI TIPAIIBHUKIB 1 CTO-
niB. Lle cTBOpro€ NO3UTUBHE MIIKPIIJIEHHS: IPaBellb BIAUYE, 1110 HOro 1HBECTHULIS B HAUM
1 MeOJI1 JICHO MPUHOCUTH PE3YNBTAT. Y CYKYIHOCTI 11l PIllIEHHS HE JIUIIE 3a0€e31e4y0Th
KOPEKTHICTh EKOHOMIYHOT MOJIEIIl, @ i CYTT€EBO MiJICUIIOI0TH MOTUBAIIIIO TPABIS: KOKHA
s, sIKa M1ABUILYE NMPUOYTOK, MUTTEBO BIJOOPaXKaeThCs SIK HAa YMCIOBOMY OaJlaHCl, TaK 1
y BUTJISII HA0YHOI BUHAropoam [21].

Opranizailito nepeMilieHHs areHTiB IPOCTOPOBOIO CIIEHOIO Yepe3 CUCTEMY HaBira-
1ii Ta ajanTamii 0 3MIH cepenoBulla 3abe3rnedye MOIYJb IPOCTOPOBOrO 1HTEJEKTY,
skuid peanizyerbes ckpuntom NPCActions.cs Ta BukopuctoBye NavMesh (Navigation
Mesh) — nmonepenHb0 po3paxoBaHy HaBirauiHy ciTky odicy. NavMeshAgent no3Bossie
nepcoHaxaMm oOMpaTH ONTHUMAaJIbHI TPAEKTOPII PyXY A0 LUIBOBUX TOUOK (pOOOYMX MiCIlb,
BXOJY, 30H BIJIMTOYMHKY) 0€3 MPOXOKEHHS KPi3h CTiHU, MeOJII UM 1HIIHX areHTiB. Oco0-
JMBICTIO pilIeHHs € miaATpuMKa MexaHizMy NavMesh Carving, 1o nepeadadae MUTTEBY
aJanTanio MapuIpyTiB 0 3MiH 30BHIIIHBOIO CEPENOBUILIA, K1 MOKYTh OyTH CIPOBOKO-
BaH1 J1sIMU KOpUCTyBayda. Y cuctemi criouatky NavMesh po3paxoByeTbcs Ha OCHOBI TTO-
yaTKoBOi KOH(pirypauii odicy (cTiHu, BXiJ, ¢pikcoBani 00'ektn). Konu rpasenp yepes pe-

KUM KoMmM'roTepa posmimye HoBui cTul, PlacementManager.cs 3BepTaeTbcst 10
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NavMesh, ii Toit aBTOMaTHYHO MEepeOyI0BY€ETHCS, BPAXOBYIOUH HOBUH 00'€KT SIK MEpeI-
koxy. NPC, ski y>e HaBITyBaJld IO CTapOro MapuIpyTy, MUTTEBO OTPUMYIOTh OHOBJICHY
CITKY ¥ 3MIHIOIOTh TPAEKTOPII0, 00XOAIYN HOBHUM CTUIL SIKILO rpaBelb BUAAISAE 00'€KT,
NavMesh 3HOBY OHOBITIOETBCS ¥ IEPCOHAXKI MOKYTh CKOPOYYBaTH MapIIPyTH Yepe3 BU-
BUIbHEHUH npocTip. Lle cTBOpIoe NMHAMIYHICTB I'pU i 11103110, IO EPCOHaX1 "po3yMmi-
I0Th" 3MIHH B OiCl i aJaNTyIOThCS 10 HUX y peadbHOMY Yaci. JloAaTKoBO peani3zoBaHO
JokanbHe YHUKHeHHs 3iTKkHeHb (local collision avoidance): skmo aBa a6o G6imsine NPC
HaMararThCs POUTH Yepe3 OJHY U Ty 3K TOYKY OAHOYACHO, BOHM aBTOMATHYHO 00XO-
JSTh OJIUH OJIHOTO, HE 3aMep3atouu i He MPOXOJ4YM Kpi3b oAuH ogHoro. el MmexaHizm
i€ mapanenbHo 10 riobansHoro NavMesh-mapmipyty # 3a0e3reuye MmIaBHICTh PyXy Ha-
BITh IpH CKyITYeHH1 nepcoHaxiB. Hanpukmnan, konu o 8:00 panky Bci NPC ogHouacHO
OPOKHUJAIOTHCA M HAYTh Ha poOOTY A0 BXoAy o¢icy, BOHH HE YTBOPIOIOTH "OyTis" i He
3aBUCAIOTHh y OJIHIM TOYIl. 3aMICTh IIOTO AJITOPUTM YHUKHEHHS 31TKHEHb PO3PaXxOBYE
aNbTepHATUBHI MAPIIPYTH JJI KOXKHOTO, i BOHH TPUPOJIHBEO PO3XOASATHCS, BXOISUH 10
odicy 3 pi3HuX cTopiH. Lle cTBOpIO€E BpaxkeHHs, 110 MEPCOHAXKI CIPABAl MUCTATh U MJia-
HYIOTb CBOI PyXH.

VY pamMkax oprasizanii CUMyJIsLIi pecypciB Uepe3 CUCTEMY YNPaBIiHHS pecypcamu
(po6oui Micust) 6a30BUM €IEMEHTOM BUCTYIIA€ MOAYJIb JUHAMIYHOIO PO3IMOALTY pecyp-
ciB, mpenacrasieHnit ckpunroM WorkstationPoint.cs. JlaHuit KOMITOHEHT BiJIITOBITaIbHUAN
3a yIpaBJliHHA POOOUMMU MICISIMH, 1110 € 0OMEKEHUM BUIOM pecypciB y rpi. Peanizarnis
atomapHoi QyHkuii Claim(Transform npc) rapanTye, mo xoiHe podoue MICLE HE MOXKeE
OyTu 3axoruieHe OibIne HK OJTHUM areHTOM OJJHOYACHO — II€ YCYBa€ PU3UK CUHXPOHI-
3aIlifHUX KOJIi31i Ta 3a0e3euye KOPEKTHICTh EKOHOMIYHUX B3aEMOIINA. Y peati3oBaHin
CUCTEMI KOJIM IpaBellb uepe3 Shop Kylye HOBUM CT1J1, TOM 3'sBIsleTbes B oici i ogpasy
PEECTPYETHCS Y CHCTEMI SIK TOCTynmHUN pecypce. SAxmo aekimbka NPC ogHOYacHO myKa-
101h Miciie (SEEKING WORKSTATION), cuctema rapanTye, 110 KOXeH 3aiime yHika-
JBHUM CTL1 — NMepIuid, XTo oro "3axonuB" (claim), OTpUMy€e€ MOHONOJBHUM OCTYII, a
pemTa 4YekaloTh Ha 3BUIbHEHHs abo ckapxkatbes Ooccy. Komu NPC i#ine momomy
(GOING_HOME), Bin Bukiukae meroj Release(), o 3BUIbHSIE CTUT ISl 1HIIKUX. Take

OOMEXEeHHSI 0COOJMBO BaXJMBE i1 30€pEeKEHHsS LILIICHOCTI €KOHOMIYHOI MOJen,
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OCKUTHKM HABITh MiHIMAJIbHI MOPYIICHHS Y JAHIFOTaX PO3MOILTY MOXKYTh IIPU3BECTH 10
1CTOTHOT BUKPUBJICHOCTI PE3yJIbTaTiB EKCIIEPUMEHTY.

VY3romxkena poboTa BCIX OMMCAHUX KOMIIOHEHTIB JJO3BOJIAE€ MOE€JHATH CTPOTO 3a-
CKpHIITOBaHI, JCTEpMiHOBaHI MeXaHI3MH (JacoBi imperatives, eKOHOMIYHI (OpMyJTH, Ma-
PUIPYTHHI PYX) 13 OUIBILI THYYKUMHU, "KUBUMHU" €I€eMEHTaMH MOBEIHKH Ta Bi13yaJbHOTO
opopmiienHs. Came 3aB/SKH IbOMY TIO€IHAHHIO TPaBellb BIIUYBAE, 110 B3aEMOJIIE 3 I1Ti-
CHOIO, IIOCJI1TOBHOIO, aJI€ BOJHOYAC IMHAMIYHOIO CUCTEMOIO, JI€ KOXKHA 1Sl Ma€ SIK 004H-

CIIIOBAaHUHM €KOHOMIYHMN HACTIJOK, TaK 1 HAOUHUN, EMOIIIHO 3pO3YyMUIUH BIITYK Ha pi-

BH1 UX.

3.3 ImnnemenTtania LLM-3BiTHOCTI Ta MeXaHI3MIiB TeCTYBaHHA

Jlanuii miagpo3ait onucye nporpaMuy peanizaiito ['enepatusnoro Illapy, sikuii Bi-
nnosiznae 3a komyHikauiro NPC 3 rpaBuem Ta CTBOpIO€ YMOBU JJisl POBEACHHS 00UuC-
JIOBAJIBHOTO EKCIEpUMEHTY. Taka iMIUIeMeHTaris 0e3mocepe/IHbO BIUIMBAE Ha HaJIii-
HICTh T1IOPUAHOI apXiTeKTYpH, i MacIITabOBaHICTh Ta Cy0'€KTUBHY SIKICTh iHTEpdeicy
KOpHCTyBaya, OCKUIbKH MTOEIHYE CTPOT1 AETEPMIHOBaH1 MEXaHI3MHU 3 IMOBIPHICHUMU Bij-
noBiasamMu LLM.

KitouoBum 3aBaaHHIM JUTsl TECTYBAHHS TPUIATHOCTI CUCTEMH 1O BUKOPUCTAHHS B
pealbHOMY IFPOBOMY CEPEJIOBUILII € MMPOrpamMHa peasizallisi aCMHHXPOHHOI apXITEKTypH Ta
MexaHi3My o00poOku LLM-3amutiB 6e3 0J0KyBaHHS OCHOBHOTO irpOBOTO IHKIY Yepe3
APIManager.cs. Lleit CKpunT BUKOHYE POJIb €MHOTO IIIII03Y MK ITPOBUM KIIIEHTOM Ta
xmapHuM LLM-cepBicom (Gemini API). Jlns nocsraenns Latency Hiding Bukopuctano
C#-xopytuau (IEnumerator), mo ga€e 3MOry BUKOHYBATH MEPEXKEBl BUKIUKU Yy (hOHO-
BOMY peXHUMi, He OJIOKYIOUH TOJOBHUH irpoBuii muki. Ha mpaktumi komu NPC nepexo-
muth y ctad REPORTING TO PLAYER, APIManager ¢popMye mpoOMIT, BiAIpaBiisie
rioro acuaxpoHHO 10 Gemini API i otpumye Biamosiab. [Toku ne BinOyBaerbes (1-2 ce-
KyHau), Bei iHm1 NPC npoaoBKyIoTs IpaloBaTH, TpaBelb MOXKe pyXaTH KaMepy, i rpa

3aMuIIaeThes MUIaBHOK. ['paBenb He BinuyBae, 1m0 cuctema "dekae" Ha Al — Bce
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BUJIA€THCS TIPUPOTHO i MIBUIKO. SIKIIO TpaBenb Hatrckae E mob movaru miasnor, it LLM
e 0Opo0JIsie 3amuT, HAJl XMapKOM 3'SBISIEThCS aHIMOBaHuUH typing indicator ("..."), mo
CUTHAJI3y€E, MO nepcoHax "nymae". TakuM 4yuHOM, OKM TpuBae oOpoOKa 3amuTy A0
LLM, yci iamn cucremu — FSM, NavMesh-naBirartis, ekoHOMiYHa MOJIEb, OCBITICHHS
— MMPOJIOBXKYIOTH MPAIIOBaTh 0€3 BiTUyTHUX 3aTPUMOK JUIs TpaBils. Ll apxiTekTypa Kpu-
TUYHO BXKJIMBA AJIs skaHpy Tycoon, e TeMIl TpU MIBUAKUI 1 Oyb-Ka 3aTpUMKa CIIPHIi-
Ma€ThCS SIK Oar.

Jliis mocuseHHs e(heKTy MPUCYTHOCTI W KOHTEKCTHOCTI JIaJIOTiB peali3oBaHO Me-
xaHi3M nam'sti aianoris (chatHistory) y ckpunti PlatformDialogue.cs. IcTopis yaty 36e-
piraeTbcs sk List<string™>, 1Mo MiCTUTh IMOCIIJIOBHICTh TOIMEPEIHIX PEIUTIK TPaBIsl Ta
NPC. I1ig yac popmyBaHHS HOBOTO IPOMTY ISl ICTOpIsl 1HXKEKTYEThCS y 3anuT A0 LLM,
JI03BOJIIFOUM MOJIET BPaxOBYBaTH KOHTEKCT OCTaHHIX 3-5 oOMiHIB. ¥ po0OOTI cuctemMu
skmio rpaBerb 3anutye NPC: "Why are you standing here?" (Homy Bu croite TyT?), NPC
Binnosigae (3renepoBaHo LLM): "No desks available, boss" (Hemae BiabHUX CTOIMIB,
6occ). I'paBenib e, Kynye HOBHII CTLT Yepe3 pexXUM KOMIT'F0Tepa, po3MillLye Horo, i mo-
BepTaeThes 10 Toro )k NPC. Konu rpaBeup Hatuckae E moBTopHO I 3anutye: "Better
now?" (Kpae 3apas?), 6narogaps chatHistory LLM "nam'stae" monepenHio po3MoBy i
BiJnoBizae snoriyHo: "Yes, thank you! I can work now" (Tak, cmacu6o! Tenep s moxy
npairoBaTH). bes boro Mmexanizmy NPC mpocTo 1aB 01 BUITaIKOBY BiAMOBiAb, HE ITOBSI-
3aHy 3 MOMEPEIHIM J1aJIoTOM, 110 pyHHYBasio 0 iMepcito. Takuil miaxia J03BOJSE TECTY-
BaTu KonTekcryanbny ['HyukicTs — 3aaTHIcTh NPC J0ri4HO npooBxKyBatu 6ecigy, mno-
BEPTATUCA JIO TIONIEPEIHIX TEM, KOPUTYBATH TOHAJIBHICTD BIJIMOBIACH 3 ypaxyBaHHSM ic-
topii. st UX 11e 03Hauae, 1o aiajaord CIpuiMaloThCsl TPaBIEM He SIK 130J1b0BaHi (pasw,
a sIK MOCJ1J0BHA, I[JIICHA pPO3MOBA, 1110 CYTTEBO 3MEHIIIY€ IMEPCUBHUI PO3PUB.

Jlnst migiMIzarii pu3uky "ramrormHamiin" LLM Ta 3a0e3rnedeHHs peieBaHTHOCTI Bi-
IMOBIEH Y KOHTEKCTI €KOHOMIYHOI CUMYJISIii BUKOPUCTOBYETHCS METOJ KOHTEKCTHOT
rerepauii npomnris (Contextual Prompt Engineering). Koxxen npomnt popmyeTscs au-
HaMiuyHO Ha ocHOB1 mepcorn NPC (3a3manerinp BU3HA4Ye€Ha POJib, XapakTep, TOH MOB-
JeHHs), moTouHoro FSM-crany (110 came poOuTh abo nepexuBae nmepcoHax), irpoBOro

yacy (paHOK/I€Hb/BeUip BIUIMBA€ HA TOH 1 AKTHUBHICTb), CUTYalIHHOTO KOHTEKCTY
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(KITBKICTB BUTBHUX CTOJIIB, YaC YEKaHHS, eMOIIOHATLHUN CTaH) Ta 0OMEXeHb opMary
("TBos BigmoBiap Mae Oytu 1o 20 cuMBOIIB, oaHE pedeHHs"). Sk mpukian peanizaiii,
akmo necuMict-NPC y crani REPORTING TO PLAYER, npoMnTt ¢gopmyeTbest Tak:
"You are a pessimistic office worker. Right now, there are NO desks available and you've
been waiting 20 minutes. Express your frustration to the boss in ONE sentence, max 20
words. Keep the pessimistic tone — be dramatic but realistic." LLM moe 3renepyBaru:
"This is getting ridiculous! I can't work without a desk, boss!" Jlyis ontuMmicTa To# ke
KOHTEKCT MPU3BOIUTH 70 oTpuManHs Bix LLM Biamosiai: "Don't worry, I'm sure the boss
will find me a desk soon!" Taka ruHyuka reHepaiiisi rapaHTye, U0 PEIUIIKH JIOT14H1, CUTY-
aTUBHI U IMepCOHATI30BaHi, a He BUITA/IKOBI.

Kputnunum eneMeHTOM CHUCTEMH € apXiTeKTypa Hpokci-cepBepa Ta 6esneka API-
KJIt04a, peanizoBaHoro Ha 6a3i Google Apps Script (GAS). IIpsime 3BepHenHs 3 Unity-
kimienta 10 Gemini API 6ymo 6 Bpasnmusum: API-ximtou mpwuitnuiocs 6u BOy1I0ByBaTH B
KOJ[ TpH, i Xakep MOT OM MOT0 BUTATTH JACKOMIIIAIIEI0, 10 TPU3BEII0 O 710 3710BXXUBAHb
1 BEJIMYE3HUX PAaXyHKIB. ApxiTekTypa Burisaae tak: Unity (Tpa) Hajcuiia€e TUIbKU MPO-
mnT (BE3 kimoua) o Google Apps Script (mpokci-cepBep), skuii nogae API-ximrou (3axu-
nieHo Ha cepBepax Google) it 3BepraeThes 10 Gemini API, micns yoro renepoBaHa Biji-
HOB1/1b IOBEPTAETHCS HA3a] J0 Ipu. Y peaiizalli rpaBelb HE 3aMivae 1€l apXITeKTypH,
ase BoHa KpuTuuHO BaxiuBa. Komu NPC ckapkuTthcs, rpa Hajcua€ Ha OE3KOIITOBHUN
URL npokci-cepBepa mpoctuit TekcT npomnry. [Ipokci noxae cnpasxkuiii API-xirou 3i
CBO€1 3aXHUIleHO1 KOHPIrypalii, poouTs 3anut g0 Gemini, OTPUMYE pe3yJIbTaT il MOBEP-
Ta€ oro rpaiio. API-kir04 HIKOJIM HE TTOTPATUISE B KIIEHTCHKHUM KOJI, 110 TapaHTye 0e3-
NEeKy ¥ po3pOOHHKY, i TPaBIIO.

Jlia HaaiiHOCTI cucteMu peanizoBaHo fallback mexaHi3Mm Ta KeuryBaHHS: SIKIIO
API He BiamoBigae abo Mepeka HeJJOCTYITHA, 3aMiCTh TIOMHUJIKH CHCTEMa BiIoOpakae ro-
ToBY (ppazy tumy "I need a desk, boss". e rapantye, 1o rpa Hikoiau He "3MaMaeTbCs "
yepe3 npodiieMu 3 Mepexero. Takoxk SKIIO IPaBelb IPa€ B PEKHUMI 3 HECTIMKUM 1HTEp-
HeToM, i 3amuT 10 LLM He mpoxXoauTh, MEPCOHAXK BCE OJTHO MOKAKET AKYCh PEILTIKY, i
rpa IpOJOBXKUTH MpaltoBaTu. ['paBers Moke He TOMITUTH, 1110 e Oynu fallback, it npo-

CTO MOAYMAaTH, L0 MHepcoHax '"3a0yB" mpuaymaTH IIOCh OpHriHajibHE. JlogaTkoBO
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peaizoBaHO KEITyBaHHS: SKIIIO Ta CaMa CUTYAIlisl IOBTOPIOETHCS (TOM Ke MepCoHaX, TOU
K€ CTaH, TOM ke yac J001), CUCTEMA MOKE TIOBTOPUTH TMONIEPEAHIO BIAMOBI b a00 TeHe-

pyBaTH cxoxy, ekoHomssiun Ha API-3anurtax. Lle 3menmrye Bapricts onepauii Ha 85%.

3.4 TecTtyBaHHS Ta aHAJI3 pe3yJbTATIiB

Jlnst 3a0e3reueHHs BiATBOPIOBAHOCTI Pe3yJIbTATiB Ta KOPEKTHOCTI IMOPIBHSIHHS
0ys0 c(hOpMOBaHO €JUHY METOJIUKY €KCIIEPUMEHTAIILHOTO OCIIKEHHS T10pUIHOI CUC-
temu. TectyBaHHs npoBoauiocs y cepeaopuil Unity 2022.3 LTS Ha HacT1IbHIN KOHPI-
rypariii piBas cepeauporo irposoro IIK (mpouecop Intel Core 15, 16 I'b O3I1, Bineokapta
piBHA NVIDIA RTX 3060) 3 opieHTali€0 HA TOJANbIINN TIEPEHOC HA MOOLIIbHI IPUCTPOT
kjacy Snapdragon 8xx. Y BCIX €KCHEpPUMEHTaX BUKOPHCTOBYBABCSA OAMH 1 TOW caMuid
Ol Tpu, omHA 1 Ta cama crieHa odicy Tta omHakoBa KoH(irypamis NPC, mo mo3Bosse
PO3TIIsIIaTH OTPUMAaHi MOKa3HUKH SIK B3aEMHO TTOPiBHIOBAHI.

OCHOBHUMHM TEXHIYHUMH METPUKaMH OOpaHO cepenHro JyacToTy kaapiB FPS, gac
kanpy (frame time), BuTpatu yacy Ha oOpoOky Al-moriku Ta 3arpumky Bianmosiai LLM.
FPS Ta frame time BumiproBanucs 3acobamu Unity Profiler nuisixom ycepennenHss no ce-
pii He meHe Hix 1000 kapiB Ui KOKHOTO crieHapito. Butparu yacy Ha Al Bu3Haua-
JUCSl 32 CYMapHUM YacOM BUKOHaHHS MeTo[iB, ToB’si3annX 3 NPCBrain (FSM-npwii-
HATTA pimieHb) 1 NavMesh-Hasirariieto, a 3atpumka LLM dikcyBanacs ik MpoMI>KOK MiX
BianpasieHassM HTTP-3amuty 1o Gemini API Ta oTpuMaHHSM ITOBHOI TEKCTOBOI BifIO-
Bizi. JlomatkoBo BiAcTexXyBasacs ctabinbHicTh FSM-simpa: BiacyTHICTS "3aBHCIUX" cTa-
HIB, HEKOPEKTHHUX MEPEXO/IB Ta PO3CUHXPOHI3aIlli 3 IPOBUM YacOM.

1106 ouiHUTH MacITabOBAaHICTh CUCTEMHU, BUKOPUCTOBYBAJIMCS TPU CTAaHAAPTHI
cuenapii HaBantaxkeHHs: gerkuit (10 NPC), tunosuit ans xxaupy Idle/Tycoon (50 NPC)
ta ctpecoBuit (100 NPC). V koxHoMy cueHapii rpa 3amyckaiacs Ha 10 IrpoBUX JIHIB,
npotsroM sikux NPC GaraTopa3oBo MpOXOIWIH MTOBHUH UK «JIIM — poOoTa — BifIO-
YHUHOK — JIM», a TpaBellb MEepi0AUYHO B3aEMO/IISIB 3 HUMH, IPOBOKYIOUH T'€HEpaIlito 3Bi-

TiB uepe3 LLM. Jlns koxkHOro crieHapito Oyno 3adikcoBaHo cepenHi 3HaueHHs FPS,
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MaKCHMaJbHI Ta cepeliHi BUTpaTH yacy Ha Al, a Takox po3noain 3arpumoxk LLM (miHi-
MyM, CepenHe, 95-i nmepueHTuib). KpurepieM yCHinmHOCTI BBaXKamocs 30epeKeHHs 1Ii-
aboBuX 60 FPS Ha TecToBiil KOH]Iryparii, BiICYyTHICTb Jerpaganii IpoAyKTUBHOCTI IIPH
niepexoyi Big 10 1o 100 NPC ta kopekTHa podoTta acuaxponaux LLM-BukimkiB 6e3 6710-
KyBaHHS 'OJIOBHOTO I'POBOT0 MOTOKY.

Jlj1s mepeBipKH Mpane3gaTHOCTI po3po0sIeHOl IOpHUIHOT apXiTEeKTYpH OyJIo poBe-
JICHO MPAaKTUYHE TECTYBaHHs Ha PO3p00JIEHOMY MPOTrpaMHOMY IPOAYKTi. MeToro TecTy-
BaHHs OyJia mepeBipKa TOro, M0 CHUCTeMa 37aTHa MATPUMYBATH €KOHOMIYHY CTaOllb-
HIiCTh npu iHTerpanii LLM, Ta 1o nepconaxi AiiiCHO CIpUiMaroThes K OLIbII KUBI MO-
PIBHSHO 3 TPAIUIIIHUM TIiIX0I0M Ha OCHOBI yncToro FSM.

TecTyBaHHs NPOBOAWIOCS Ha TeCTOBIM ciieH1 3 MakcumyM 20 NPC, 1o imitye odic
13 poOOYMMH MICUSMH, 30HAMHU BIANOYMHKY Ta JMHAMIYHUM 4yacoM 100u. [[is mopis-
HSHHS OyJI0 CTBOPEHO JIBi Bepcii: 6a30By Mojienb 3 uncTuM FSM 6e3 Oynp-sxoi LLM-
KOMYHIKaIlii, Jie BC1 peruIiku OyJin 3a37a1eriib 3aucaHi, Ta riOpuIHy MOJIEIb 3 IHTETPO-
BaHUM LLM 1151 KOMyHIKaTUBHOTO 1I1apy, A€ PEIUTIKK TeHepyBaIucs AuHaMIuHO. OOUIBI
BEpCii 3aIyCKaaucsi B OJJHAKOBUX yMOBAaX, IO JTO3BOJIMJIO OTPUMATH KOPEKTHE MOPiB-
HSTHHSL.

[Tix yac TpuBanoro TectyBaHHs (HmpoTsaroM Onu3bko miBroauHu) Bci 20 NPC B
000X KOH(}ITypallisiX MOCTIIOBHO BUKOHYBAJIM CBOi €KOHOMIYHI ITUKIK 0e3 3001B. Ilep-
COHaX1 MPUXOAUIIU Ha poOOTY, MPALIOBAIN, HIIUIK HA MIEPEPBH, IOBEPTAIUCH O POOOTH
Ta WIIJIM T0AO0MY BIAMOBIAHO 0 CBOTO po3kiamdy. Lle miaTBepaKye ronoBHUNA MPUHIIUIT
riopuaHoi apxitexktypu: LLM-renepaiist AiaqoriB HISKMM YAHOM HE BIUIMBA€E Ha JETEp-
MIHOBaHICTh €KOHOMIYHOT Mojeni. He3anexxHo Bijx Toro, ski perutiku renepye LLM, me-
PCOHaX1 IPOJOBXKYIOTh IPALOBATH TOYHO 32 IpadikoM, BUPOOIAIOTh OUIKYBaHY KiJib-
KICTh PECYPCIB Ta IOTPHUMYIOTHCS BCTAHOBJICHHX MTPaBUJI TOBEIIHKH. ACHHXpOHHA apXi-
TEKTypa 3 BUKOPUCTAHHSAM KOPYTHH IpalloBaja sk 1 MIaHyBajocs: mijg yac oOpoOkHu 3a-
nuTiB 10 LLM ocHOBHMII iIrpOBUii ITMKI TPOJOBXKYBaB (DYHKILIOHYBaTH 0€3 MOMITHHUX 3a-
TpuMok. [lepconaxi He "3aBucanu" B ouikyBaHHI BianoBiai Big API, a mpogosxyBamu

pyxaTtucsd, mpanroBaTHu Ta B3&€MOI[iHTI/I 3 HABKOJIMIIHIM CCPCAOBHUIIICM. L[e JO03BOJIMIIO
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YHUKHYTH OJIHI€1 3 TOJOBHHX MPOOJIeM 1HTerparii XMapHUX CEpPBICIB Yy irpu peasbHOrO
qacy.

Haii6inpm nomiTHa pi3HULA MK 0a30BOIO Ta TiOPUIHOI MOJEISIMU BHUSBHIIACA
caMme y SKOCTI B3aeMOJIii 3 mepcoHakamu. Y 06a3oBiit mojeni Bci NPC BukopucToByBaiu
CTaHJapTHUI HaOIp 3a3/1aneriap 3anucanux pertik. Komm y nepconaxa He 0yyo po6o-
qyoro Micug, BiH ka3zaB "Hemae po6ouoro micus". Konu BiH BTOMitoBaBcs — "4 BToMu-
Best". Komm xoTiB epepBy — "Ilotpiona mepepra'. Li ppa3u Oyiau oJHaKOBUMU JUIS BCiX
MIEPCOHAXKIB, TOBTOPIOBAJIUCS 3 MEePEI0aTyBAHOI0 PETYIISPHICTIO 1 IIBUIKO CTaBAIA MO-
HOTOHHUMM. [licas KIIBKOX XBWJIMH I'pu OyJIO OYEBHIHO, IO NEPCOHAXI MPOCTO BUKO-
HYIOTb 3a3/1aJIeTib MPoMKcaHi ciieHapii 6e3 *oHOi 1HauBiyanrbHOCTI. HatoMicTh y Ti-
OpuIHIIM MOIeIl KapTuHa OyJia MPUHIMIIOBO 1HIIO. Koslu BUHMKAaIa Ta % caMma CUTyaIlis
(Opak pobouoro Micust), pi3Hi IEPCOHAXKI pearyBaiy MO-pi3HOMY 3aJIEXKHO B1Jl CBO€T "Tie-
pconn", 3amanoi y nmpomnri. OauH Mir ckazatu "CeHbiop, 3HOBY Hije cictu! S cymyro
0 HOpMasTbH1i poOoTi", iHIUH — "bocc, KoHTOpa po3pociacs, a MIiCIb He ToJanu", Tpe-
Tiil — "Moxe, yac po3muproBaTuch?". KoxkHa periika Maia CBiil TOH, CB1M CTUJIb Ta CBOE
eMorriiine 3abapiieHHs. Lle cTBOprOBao BITUYTTS, IO KOXKEH MEPCOHAXK — 1€ OKpeMa
0COOMCTICTb, @ HE KOsl OJJHOTO 1IA0JIOHY.

Mexani3zm nam'arti aianory (chatHistory) mpairoBaB KOPEKTHO: SIKIIIO TpaBelb 3a-
nutyBaB y niepcoHaxka "lllo He Tak?", TON ckap>KUBCS Ha KOHKpETHY mpobiemy. Komnu
rpaBellb BUPINIYBAB L0 MpoOieMy (Halpukiaa, KynyBaB il po3MilllyBaB J0JAaTKOBI po-
004l MicIsl), a TOTIM 3HOBY HaTtuckas E nmopyu nepconaxa, Toil cripasai "nmam'ataB" mo-
nepeHI0 po3MOBY 1 skyBaB: "O, Tenep Habararo kpaiie, Jaskyio!" ado "bauy, Bu moc-
JTyxanau Moro opasy". Lle cTBoproBalio 11103110 CITPaBKHBOT'O 3BOPOTHOTO 3B'SI3KY Ta PO-
3BUTKY BIAHOCUH MiXk rpaBuem ta NPC.

[TpoBeneHe TecTyBaHHS MIATBEPAMIIO KIFOYOBY TinoTe3y poOoTH: ridpuaHa apxi-
TEKTypa JAIUCHO J03BOJISIE MOEHATH CTA0IbHICTh EKOHOMIYHOI MOJIENI 3 BUPA3HICTIO Ta
peanictuyHicTiO mianoriB. [lerepminoBanuiit FSM 3a0e3neuye HajiliHy poOOTYy €KOHO-
MIKH — TIEPCOHAX1 3aBKI1 BUKOHYIOTh CBOI (DYHKIIIT MPaBUIBHO, TEHEPYIOTh OUIKyBaHY
KUIBKICTh PECYPCIB Ta He MmopyurytoTs 6ananc rpu. [lpu npomy LLM noxae Toii camuii

"mroackkuil paxTop", sIKUH pOOUTH MEPCOHAXKIB KUBUMHU Ta LIIKABUMHU JJISI B3A€EMOJIII.
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HaiiBaxxnuBimmii pe3yibTar — 1€ AKICHHI CTpUOOK y CripuiiMaHH1 MEPCOHaXIB. 3aMiCTh
MEXaHIYHUX aBTOMATIB, 110 MOBTOPIOIOTH OJHI ¥ Ti K ¢pas3u, rpaBellb 0AYUTH KUBUX
CHIBPOOITHUKIB 3 BIACHUMH XapaKTepaMHu, sIKI MOXKYTb [10-PI3HOMY BUCJIOBIIIOBATH CBOI
poOeMu, TOASIKKA a00 TPocTo po3MoBIIATH. Lle Bupinrye nmpo6iaemy "iMepCHBHOTO pO3-
puBy", sika OyJjia BU3HaYeHa Ha MOYaTKy poOoTH sK KirodoBa s xaHpy Idle/Tycoon.

TakuM ynHOM, po3pO0JIEHA cUCcTEMa JEMOHCTPYE NMPAKTUYHY JKUTTE3JATHICTD 3a-
MIPONOHOBAHOTO Miaxoay. Bona moxke OyTH BHKOpPHCTaHA y pealbHUX KOMEpIIiHHHX
IPOEKTAX, OCKUTBKU MOEAHYE TEXHIYHY HAIIWHICTh TPAJUIIHHUX alITrOPUTMIB 3 1HHOBA-
HIHHUMU MOKJIMBOCTSIMM CYyYaCHOTO T'€HepaTHUBHOro Al, CTBOPIOIOYM HOBHMM CTaHIApT
skocTi iy1st B3aemoiii 3 NPC y eKOHOMIYHHX CUMYIISTOpaXx.

Boanouac ciig 3a3HauuTH OOMEXKEHHS MPOBEACHOIO JOCHIKEHHS. BHYTpilHs
BaJII/IHICTh OOMEXEHA BIICYTHICTIO KOHTPOJIBHOI IPYIHU 3 aJIbTEPHATUBHUMH apXITEKTYy-
pamu (Utility AI, GOAP) — ekcriepuMeHTH TTPOBOIMIIUCH JIMIIIE y JBOX KOHDIryparisax
(bazoBa Ta I'iGpuaHa). 30BHINTHS BaJliTHICTh OOMEXEHA TECTyBAaHHAM Ha (iKCOBaHIH Ki-
askocTi NPC (o 20 mepconaxiB), oaniil anaparHiii koHgirypauii (Intel Core 15, RTX
3060, 16 I'b RAM) Ta ognomy Tumi irpoBoro cepeaoBuiia (0QiCHUN CUMYIIATOD); pe-
3yJbTaTH MOXYTb BIJIPI3HATUCS HA IPUCTPOSIX 3 HIXKYMMH XapaKTEepUCTUKaMH ado B 1H-
muXx kaHpax. 3atpumka LLM BuMiproBanacs B ymoBax cTa0O1IpHOro IHTEpHET-3'€ IHAHHS
3 ogniero moaemto (Google Gemini 2.5 Flash Lite), Tomy pe3ynbTaTél MOXKYTh Bipi3HS-
THUCS JUIS IHIIUX MpoBaiiiepiB ado mpu HecTabuIbHIN Mepexi. KoHcTpykTHa BasiqHICTh
3arpokeHa cy0'eKTUBHICTIO OLIIHKH IMEPCUBHOCTI, sika Oa3yBanacs Ha €eKCIEPTHOMY aHa-
7131 6e3 3aly4eHHs He3alIeKHUX (OoKyc-rpyn rpasuiB. CTaTHCTUYHA BaJiHICTh 0OMe-
KEHa MaJIOl0 BUOIPKOIO TECTOBUX CIIEHAPIiB Ta BIICYTHICTIO ()OPMATBbHOI CTATHCTUYHOL
00poOKHM JaHuX (IOBIpYl IHTEPBAIU, p-3HAUEHH:). [IJ1sl MIABUILIIEHHS BaJIITHOCT] peKOMe-
HAYETHCS Y TMOJANBIINX JOCIIHPKEHHAX POBECTU TECTYBaHHS Ha MOOIBHUX IMPUCTPOSIX
PI3HUX IIHOBHMX KaTeropiil, mopiBHATH Kiibka LLM-npoBaiinepiB Ta BUKOHATH (QopMa-
JbHE KOPUCTYBAIbKE JOCTIPKEHHS 3 BUKOPUCTAHHAM CTaHIaPTHU30BaHUX OMUTYBaJIbHU-

KiB.
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BUCHOBKHA

V wiit Marictepcbkiil poOoTi po3po0Ie€HO yIOCKOHAJIEHY MOpUIHY CUCTEMY IITYY-
HOTO 1HTEJIEKTY s Bifeoirop xanpy Idle/Tycoon, mo ogHOYacHO 3a0e3meuye cTadiib-
HICTh €KOHOMIYHOI CHMYJISLI Ta BUCOKUH PIBEHb IMEPCUBHOCTI COLIAJIbHOI B3a€MOJIl
NPC. Po6ora 0a3zyeThcs Ha aHasi31 QyHAAMEHTAIbHOI CyNIEpEYHOCTI: I€TepMIHOBaH1 Me-
toau (FSM, BT) rapanTyioTh MaTeMaTH4HY TOYHICTb, aJie CTBOPIOIOTHh BPAKCHHSI IITYY-
HOCTI, TOJ1 sIK TeHepaTuBHi Moaen (LLM) 3a6e3nedytoTs peaii3m, MpoTe MarOTh BUCOKY
3aTPUMKY Ta €EKOHOMIYHY HEE()EKTUBHICTb.

[TpoBeneHo aHai3 mpobdeMu «KIMEPCUBHOT'O PO3PHUBY» B icHyr0uuX Tycoon-irpax.
Bcranosieno, mo npsiMa 3amina tpaguuiinoro I na LLM HemoxauBa uepe3 Tpu Kpu-
TUYHI NpoOseMu: peHOMEH «rajarouuHaniiy, 3aTpuMka 0.5-3 CeKyHAM Ta eKOHOMIYHa
HEBHIIPABAAHICTh IPH BeNMMKil KinbkocTi NPC.

Crpo€eKTOBaHO TPUPIBHEBY TOpUIHY apXITEKTYypy: Ha CTparerivHomMy piBHi — FSM
3 1€papXI€r0 MPIOPUTETIB TS IETEPMIHOBAHOCTI EKOHOMIYHUX MPOIIECIB; HA TAKTUYHOMY
— aJITOPUTM AMHAMIYHOTO PO3IOILTY pecypciB Ta ananraiis yepe3 NavMesh Carving; Ha
koMyHikatuBHoMy — LLM 13 meronom Contextual Prompt Engineering ans reneparii
KOHTEKCTHO-3aJIexHUX perutik. FSM npuiiMae pimeHnss npo Aii nepcoHaxa, Toai sk LLM
dbopmye nuire BepOaTbLHUNM BUpa3.

3niificHeHO mporpaMmHy peamizaniro Ha Twiatgopmi Unity (C#) y Burismi
idle/tycoon-cumynsTopa ynpaBiaiHHSA O(IiCOM 3 YHIKaJIbHUM MeTa-1HTepdelicom uepes
BIpTyaJIbHUN KOMI'tOTEp. IMIUIeMeHTOBaHO MOAYJbHY apxiTekTypy: NPCBrain.cs ms
FSM-mukay (ctanu IDLE, WORKING, RESTING Tomo), NPCActions.cs aJis HaBirarii,
APIManager.cs 1 acuHxpoHHO1 B3aemonli 3 LLM, WorkstationPoint.cs nis ympas-
JiHHSA pecypcaMu. [HTerpoBaHO CHCTeMy AWHAMIYHOTO 4Yacy ao0u, peakiii NPC nHa
OCBITJIEHHS, EKOHOMIUHY Bi3yai3allio Ta CUCTEMY IIaM'siTi A1aJIOT1B.

ExcnepumenTanbae pociimpkeHHs nopiBHsio bazory Mogens (FSM 6e3 LLM) ta
INopuany Mogaens (FSM + LLM) na cueni 3 20 NPC. KinbkicHi pe3yabTaTi: cepeaHs
3arpumka LLM 1.8-2.3 cexynau (B mexax kputepito 3 cexkyHau), 100% cTiiikicTb 110

3001B, 30epeeHHs AETEPMIHOBAHOCTI €KOHOMIYHOI Mojeni. SKICHI pe3ylnbTaTu: y



77

bazosiit Moneni pemtiku MOHOTOHHI i MexaHiuHi, y ['IOpuaHiil — mepcoHaxi pearyroTh
MO-PI3HOMY 3aJIe)KHO BiJl «IEPCOHM» (IIECHMICT, ONTUMICT, OIOpOKpAT), a MEXaHi3M
nam'siTi CTBOPIOE LTHO3110 CIPABKHBOTO 3BOPOTHOTO 3B'SA3KY.

[IpakTruHa MIHHICTB: YHIBEpCATbHUN apXITEKTypHHH IIA0JIO0H JIIT €KOHOMIYHUX
CUMYJISITOPIB; ACUHXPOHHA apXiTEKTypa 3 KellyBaHHSAM 3a0e3neuye eKoHoMito 10 85%
Ha API-3anurax; migBumeHHs Retention Rate 3aBnsku LLM-opieHToBaHMM mnepcoHa-
KaM.

HayxoBa HOBU3HA ofiepKaHUX PE3yJIbTaTIB MOJIATAE HE JIUIIE B OPUTIHATILHOMY PO-
3nineHH1 pyHkuid Mk FSM ta LLM, metonosnorii Contextual Prompt Engineering s
MiHIMi3amii «raJonrHaiiy ta pearizamii npuanuny Latency Hiding, ane i y dhopmaib-
HOMY BH3HA4€HHI riOpuaHoi Mojeni kepyBaHHs noseninkoo NPC. 3anpononoBana Mo-
NeIb NPC-HybridAl MMOJIA€THCS y BUTJIAIL TpIAKH
M_hybrid = (F, N, L), ne F (FSM_ Core) onucye aerepMiHOBaHE EKOHOMIYHE s,IPO 3 Qi-
kcoBaHoo (yHkuiero nepexoain &; N (Navigation Layer) peanizye mpocTopoBy noBei-
HKY Ha ocHOBI NavMesh Ta nokanbHOro yHukHeHHs 3iTkHeHb; L (LLM_Async Proxy)
BIJIMOBIA€ 32 aCUHXPOHHY T'€HEPaIlil0 TeKCTOBHX PEIUNIK HAa OCHOBI MOTOYHOTO CTaHY
FSM Ta irpoBoro konTekcty. @opmanibHe BioKpeMieHHs mapy L Bia QyHKIi nepexo-
IiB O rapaHTye, o cTpareriyda nmoseniaka NPC (mpars, BiAIIOYMHOK, IIOBEPHEHHS J0-
JIOMY) 3QJIMIIIAE€THCS TTOBHICTIO JIETEPMIHOBAHOKO Ta BIATBOPIOBAHOIO, TOM1 SIK T€HEPATH-
BHUII KOMIIOHEHT BIUIMBAE JIUIIE Ha BepOasibHe odopMieHHs Aiil. JlonaTkoBo moka3aHo,
10 aCUHXPOHHA 1HTerpailis L He 3MiHIOE YacOBUM OIOHKET KaJpy OCHOBHOT'O IrpOBOTO
IIUKITY, [0 JTO3BOJISIE TIOEHATH peaJbHUN Yac pOOOTH CHCTEMH 3 BUCOKOIO BapiaTHUBHI-
CTIO COLIIAJIbHOT B3a€MO/III.

[TepcriekTBHI HapsMKH PO3BUTKY: IHTerparlis emomiitHux moxenen (Affective
Computing), 6araroareHTHa coliagbHa B3aemoxiss Mixk NPC, ontumizaiisi yepe3 Jjo-
kanpH1 LLM, po3imupenHst Ha MyJIbTUIUIEEPH] CLieHapii Ta anpooailist B CKJIaJHIIIMX KaH-
pax (RPG, action-adventure).

Pe3ynbpTaTél AEMOHCTPYIOTH, 110 T1IOpUIHA apXITEKTypa € e(heKTUBHUM PIIICHHIM

qui 1iHTerpaunii cyyacHoro 111 y Bineoirpu 6e3 mkoau 1uist 6agaHCy Ta NPOyKTUBHOCTI,
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BIIKPUBAIOYM MOXJIMBOCTI JJII CTBOPEHHS HACTYIHOTO IMOKOJIIHHS 1HTEIEKTYaJbHUX

ITPOBUX CHUCTEM.
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TOJATKH

Honatoxk A. IIporpamuuii kojx

UnityEngine;

+ Instance {

nawTysaHHa")]
target
smoothSpeed = 5f;

r("Pexumu cnipysaHHs 3a rpasyem”)]
a BifcTaHb Kam sin rpasus.”)]
3 playerOffset = Jector;(eﬁ, 3f, -2§);
TaHb Kamepu Bif rpasuys nig vac gianory.")]
3 zoomedOffset = Vector3(-1f, 1.5f, -2.5f);

sa")]
pu BiffHOCHO 06'exTa B pexumi 6yaisHuyrtsa.")]
buildModeOffset = V r3(ef, 8f, -6F);
COBaHWH KYT Haxuny p mMi 6yaisHuyTea.")]
3(55f, OFf, of);

ransform originalTarget'
isInBuildMode =
ctor3 currentTargetOf(set

0]

if (Instance != &5 Instance != ) Destroy(gameObject);
else Instance =

currentTargetOffset = playerOffset;

O
if (target == ) return;

Vector3 desiredPosition;
Quaternion d951redRotat10n;

if (isInBuildMode)
{

desiredPosition = target.position + buildModeOffset;
desiredRotation = Quaternion.Euler(buildModeRotation);

}
else
{
desiredPosition = target.position + currentTargetOffset;

desiredRotation = Quaternion.LookRotation(target.position - transform.position);

transform.position = Vector3.Lerp(transform.position, desiredPosition, smoothSpeed * Time.deltaTime);
transform.rotation Quaternion.Lerp(transform.rotation, desiredRotation, smoothSpeed * Time.deltaTime)

SetTemporaryTarget(Transform tempTarget)
if (originalTarget == ) originalTarget = target;

target = tempTarget;
isInBuildMode = -

ClearTemporaryTarget()

if (originalTarget != )




originalliarge

target = originalTarget;
originalTarget = :

}
isInBuildMode = -
currentTargetOffset = playerOffset;

ZoomIn()

if (!isInBuildMode)
{

currentTargetOffset = zoomedOffset;
}

ZoomOut()

currentTargetOffset = playerOffset;

UnityEngine;
TMPro;

|
[Header("Hanawtysanus")]
KeyCode interactKey = KeyCode.E;
interactionDistance = 4f;
; I interactionText;
Lay sk interactablelayer;

IInteractable closestInteractable;

(@)

CheckForInteractables();
HandleInput();

CheckForInteractables()

Collider[] hitColliders = Physics.OverlapSphere(transform.position, interactionDistance, interactablelayer);
closestInteractable = -
closestDist = MaxValue;

foreach (Collider col in hitColliders)

{
IInteractable interactable = col.GetComponent<IInteractable>();
if (interactable == ) continue;

dist = Vector3.Distance(transform.position, col.transform.position);
if (dist < closestDist)
{
closestDist = dist;
closestInteractable = interactable;




UpdateInteractionText();

UpdateInteractionText()
if (interactionText == ) return;
if (closestInteractable == )

interactionText.text =
return;

interactionText.text = closestInteractable.GetInteractionText(interactKey, 0, 0);

HandleInput()

if (closestInteractable == ) return;

if (Input.GetKeyDown(interactKey))
{
closestInteractable.HandleInteraction(interactKey);

}

or("HanawtysaHHs Aximayii")]
moveSpeed = 1f;
duration = 1.5f;
fadeOutTime = 0.5f;

ro textMesh;
wmera mainCamera;
Color startColor;
Vector3 initiallocalPosition;

O

textMesh = GetComponent<TextMeshPro
mainCamera = Camera.main;

initiallocalPosition = transform.localPosition;

O

textMesh.enabled =




ShowIncome( text, Color color)
StopAllCoroutines();

transform.localPosition = initiallocalPosition;

textMesh.text = text;
textMesh.color = color;
startColor = color;
textMesh.enabled =

'

StartCoroutine(Lifecycle());

IEnumerator Lifecycle()

timer = OF;
mainPhaseDuration = duration - fadeOutTime;

while (timer < mainPhaseDuration)

{

transform.localPosition += Vector3.up * moveSpeed * Time.deltaTime;
FaceCamera();

timer += Time.deltaTime;

yield return

'

fadeTimer = OF;
while (fadeTimer < fadeOutTime)
{

transform.localPosition += tor3.up * moveSpeed * Ti
FaceCamera();

alpha = hf.Lerp(startColor.a, 0f, fadeTimer / fadeOutTime);
textMesh.color Color(startColor.r, startColor.g, startColor.b, alpha);

fadeTimer += T .deltaTime;
yield return

textMesh.enabled =

FaceCamera()

if (mainCamera != )
{
transform.LookAt(transform.position + mainCamera.transform.rotation * V or3.forward
mainCamera.transform.rotation *

87




IInteractable

on Instance {

ject computerCanvas;

O

if (Instance != &5 Instance !=
{
Destroy(gameObject);

else

{

Instance =

}

O

if (computerCanvas != ) computerCanvas.SetActive( );

OpenComputer()

if (computerCanvas == ) return;
computerCanvas.SetActive( );
PlayerMovement.Instance.SetMovementState( )
PlayerMovement.Instance.HideMainHUD()

CloseComputer()

1+ (computerCanvas == ) return;

computerCanvas . SetActive( );

P1 Movement.Instance.SetMovementState( );
-Movement.Instance.ShowMainHUD();

HideShop()

if (computerCanvas != ) computerCanvas.SetActive( );

ShowShop()

if (computerCanvas != ) computerCanvas.SetActive( )

HandleInteraction(KeyCode key)

if (key == KeyCode.E && computerCanvas != && !computerCanvas.activeSelf) OpenComputer();

InteractionType GetActiveInteractionType(KeyCode key)

if (key == KeyCode.E && computerCanvas != && !computerCanvas.activeSelf) return InteractionType.General;
return InteractionType.None;

GetInteractionText(KeyCode key, dist, requiredDist)

if (key == KeyCode.E && computerCanvas != && !computerCanvas.activeSelf) return "Buxog

return "";
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IsOccupied {
sform occupant;

Claim(Trx

if (IsOccupied)
{

return

}
IsOccupied =

occupant = npc;
return -

Release(Tra

if (occupant == npc)

IsOccupied =
occupant =

O

if (IsOccupied && occupant ==
{

IsOccupied =
}




UnityEngine;
TMPro;
System.Collections;

chBubble3D').")]

yHaax) ¢pasa 6yae sifobpaxaruca Ha avi.")]
displayDuration = 5f;
exT ¢ony 3D xmapku (Quad).")]

ject background3D;

itine currentSpeechRoutine;
2 mainCamera;

@)

if (textElement3D == )
{

textElement3D = GetComponentInChildren<TextMeshPro
}

if (textElement3D != )
{

textElement3D.gameObject.SetActive( );
}
if (background3D != )
{
background3D.SetActive( );
}

O

mainCamera = Camera

O

if (mainCamera != && textElement3D != && textElement3D.gameObject.activeSelf)
{

textElement3D. transform.LookAt(textElement3D. transform.position + mainCamera.transform.rotation * Vector3.forward,
mainCamera.transform.rotation * Vector3.up);

ShowMessage( message)
if (textElement3D == ) return;
if (currentSpeechRoutine != )
. StopCoroutine(currentSpeechRoutine);

}

currentSpeechRoutine = StartCoroutine(ShowMessageRoutine(message));

IEnumerator ShowMessageRoutine( message)
textElement3D.text = message;
textElement3D.gameObject.SetActive( 27
if (background3D != 3)

{

background3D. SetActive( 05
}

yield return WaitFo conds(displayDuration);

textElement3D.gameObject.SetActive( 3
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UnityEngine;
UnityEngine.AI;

IDLE,
GOING_TO_WORK,
WORKING,
GOING_TO_COFFEE,
COFFEE_BREAK,
GOING_TO_PLAYER,
REPORTING_TO_PLAYER,
GOING_HOME,
AT_HOME_WAITING

State currentState = State.IDLE;

er("HanamTyBanHa wacy")]
e(e, 1] workStartTime = 0.33f;
e(e, 1)] workEndTime = 0.875¢;

r("InTepsanu gii")]
waitInterval = 16
homeCheckInterval
waitTimer;

Tysanns ¢paz (AI)")]

phraseDistance = 16f;

agent;
ns actions;
animato:
speechBubble;
playerTransform;

agent = GetComponent<Navic t>0);
actions = GetComponent<NPCA ons>();
animator = GetComponentInChildren<Ar
speechBubble = GetComponent<NPCSpe

if (F rMovement . Instance )

{

playerTransform = Playerfovement . Instance. transfors;

Log($"[ in] {gameObject.name} 3AN

if (agent.stoppingDistance == 8)
{

agent.stoppingDistance = 0.5f;
y.LogWarning($" [NP ] {gameObject.name}

O

if (agent || actions Il pa ycle.Instance
time = C htCycle.Instance.CurrentTimeNormalized;

if (animator )

isMoving = agent.pathPending || agent.remainingDistance > agent.stoppingDistance;
animator.SetBool( lking", isMoving);

if (isMoving)
{

animator.SetBool(
animator.SetBool(
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if (time >= workEndTime || t workStartTime)

{

if (currentState != State.GOING_HOME && currentState != State.AT_HOME_WAITING)
{

SetNewState(State.GOING_HOME
return;
else if (currentState State.GOING_HOME || currentState State.AT_HOME_WAITING)
! MakeDecision

if (lagent.pathPending && agent.remainingDistance <= agent.stoppin

if (currentState == State.GOING_TO_WORK)
{

).Log($"[ 1] {gameObject.name}

ransform targetTransform = actions.GetCurrentWorkstationTarget();
if (targetTransform !=

agent.enabled =

transform.position = targetTransform.position;
transform.rotation = targetTransform.rotation;

agent.enabled =

SetNewState(State.WORKING) ;
else if (currentState State.GOING_TO_COFFEE)

ug.Log($ rain] {gameObject.name} -
SetNewState(State.COFFEE_BREAK) ;

else if (currentState == State.GOING_TO_PLAYER)

Debug.Log($"[NPCBrain] {gameObject.name} -
SetNewState(State.REPORTING_TO_PLAYER) ;

else if (currentState == State.GOING_HOME)

{

ebug . Log($" [NPC {gameObject.name} -
SetNewState(State.AT_HOME_WAITING);

waitTimer +=
if ((currentState State.AT_HOME_WAITING || currentState State.REPORTING_TO_PLAYER) && waitTimer > homeCheckInterval)
{

MakeDecision();
waitTimer = 0;
}

else if ((currentState State.WORKING || currentState State.COFFEE_BREAK) && waitTimer > waitInterval)
{

MakeDecision();
waitTimer = 0;

waitTimer =

MakeDecision()

time = DayNightCycle.Instance.CurrentTimeNormalized;
if (time >= workEndTime || time < workStartTime)
{

SetNewState(State.GOING_HOME) ;



return;

}

if (currentState State.WORKING)

if (F value < 0.3F)
{

SetNewState(State.GOING_TO_COFFEE);

}
else if (currentState == State.COFFEE_BREAK || currentState == State.IDLE || currentState == State.AT_HOME_WAITING
{

foundTable = actions.FindAndClaimWorkstation();
if (foundTable)
SetNewState(State.GOING_TO_WORK);

else
{

SetNewState(State.GOING_TO_PLAYER);
}

SetNewState(State newState)

currentState = newState;
[ Log($"[NPCBrain] {gameObject.name}

HOBHI CTAH

{newState.ToString()}");
if (animator != )
animator.SetBool(

animator.SetBool(

switch (newState)
{
case State.GOING_TO_WORK:

|| currentState == State.REPORTING_TO_PLAYER)

enerateActionPnrase
break;

case State.WORKING:
if (animator != ) animator.SetBool("IsWorking", E
GenerateActionPhrase(State.WORKING) ;
break;

case State.GOING_TO_COFFEE:
actions.GoToCoffeeMachine();
GenerateActionPhrase(State.GOING_TO_COFFEE);
break;

case State.COFFEE_BREAK:
if (animator != ) animator.SetBool("IsD
GenerateActionPhrase(State.COFFEE_BREAK);
break;

case State.GOING_TO_PLAYER:
actions.GoToPlayer(playerTransform);
GenerateActionPhrase(State.REPORTING_TO_PLAYER);
break;

case State.REPORTING_TO_PLAYER:

break;
case State.GOING_HOME:
actions.GoHome();
GenerateActionPhrase(State.GOING_HOME) ;
break;
case State
break;
case State.IDLE:
actions.WanderAround();
break;

AT_HOME_WAITING:

GenerateActionPhrase(State action, timeOverride = -1f)

if (playerTransform ) return;
distanceToPlayer = Vector3.Distance(transform.position, playerTransform.position);
if (distanceToPlayer > phraseDistance && action != State.REPORTING_TO_PLAYER) return;

if (speechBubble ==
time = (timeOverride
timeString = DayNightCy
context = "";
lengthConstraint =
switch (action)

{

| APIManager.Instance ==
-1f) ? timeOverride C Instance.CurrentTimeNormalized;
le.Instance.GetCurrentTimeAsString();

) return;

b Mae po 5 (makcumym

6yTH

3apas {timeString}
a3 {timeString}. Tw np
as {timeString}

3apas {timeString}
Tn n #WoB no r C

State
State
State
State
State
State
State

GOING_TO_WORK: context = $"Tu odicuit npayi
WORKING: context = $"Tu odichmit npauisHuk
GOING_TO_COFFEE: context $T
COFFEE_BREAK: context = $"Tu odicHuil
REPORTING_TO_PLAYER: context
GOING_HOME: context = $"Tu

IDLE: context = $"Tu ogichmi

npaywsaTi

case
case {lengthConstraint} Cx
case B 3po6uTH neg BY
case
case
case
case

3apas {timeString}, K i
m. {lengthConstraint}

3apas {timeString}. Tu 6nyka
IsNullOrEmpty(context)) return;
Log($"[NP ] {gameObject.name} | 33 J: {context}");
nager.Instance.SendPromptToGemini(context, (generatedPhrase)
19.Log($"[NPCBrain] {gameObject.name} {generatedPhrase}");
speechBubble . ShowMessage(generatedPhrase) ;

Ha Kasy
{lengthConstraint} Mo,

{lengthConstraint}"; break;

Gouy AymKy."; break;
{lengthConstraint}"; break;
mait ; break;

npo B -
{lengthConstraint}"; break;

bHUX CTON

ANOYMHOK

{lengthConstraint}"; break;
; break;
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ngine,
ngine.AI;

oint")]
coffeeMachineTarget;

wnoeHTH")]

Ma

agent = GetComponent<N
if (animator = )

animator = GetComponent<Animator>();

}
if (coffeeMachineTarget != )

agent . SetDestination(coffeeMachineTarget . position);

j.LogError(

O

if (animator !=

if (agent.velocity.magnitude > 6.1f)

animator.SetBool(

animator.SetBool("I




yEngine;
UnityEngine.AI;

ans i
homePointTag
r ana

ionPoint currentWorkstation;
currentTarget;

homePointTransform;

agent = GetComponent<NavH

t>0);

ame t homeObject = eObject.FindWithTag(homePointTag);
if (homeObject )

homePointTransform = homeObject.transform;

y.LogError($ {gameObject .name}

FindAndClaimWorkstation()

ReleaseCurrentWorkstation();

[1 allorkstations = FindobjectsofType<i
freeWorkstation =

station in allWorkstations)

if (!station.IsOccupied)
{

freeWorkstation = station;
break;

}

if (freecWorkstation )
{

freeWorkstation.Claim(transform);
currentWorkstation = freeWorkstation;
currentTarget = currentWorkstation.transform;

agent.SetDestination(currentTarget.position);
return

currentTarget =

return :

GetCurrentWorkstationTarget()

turn currentTarget;

GoToCoffeeMachine()

ReleaseCurrentWorkstation();
me t target = GameObject.FindGameObjectWithTag(coffeeMachineTag);
(target )

{homePointTag}

95
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agent.SetDestination(target.transfors.position);

GoHome()

ReleaseCurrentWorkstation();
if (homePointTransform )
{
agent . SetDestination(homePointTransform.position);

}

GoToPlayer(Tr ra playerTransform)

ReleaseCurrentWorkstation();
if (playerTransform ) retur

SamplePosition(playerTransform.position, it hit, 3.8, NavMesh.AllAreas))

agent . SetDestination(hit.position);

GoHome();

ReleaseCurrentWorkstation()

if (currentWorkstation != )

{
currentWorkstation.Release(transform);
currentWorkstation =

WanderAround()

3 randomPos = RandomNavSphere(transform.position, 16¢, -1);
agent . SetDestination(randomPos);

RandomNavSphere(Ve 3 origin, dist, layermask)

3 randDirection = Rar insideUnitSphere * dist;
randDirection += origin;
NavMesh.SamplePosition(randDirection, v Hit navHit, dist, layermask);
return navHit.position;
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Instance {

HHA vacy")]
dayDurationInSeconds = 126F;

ambientColo;
CurrentTimeNormalized {

O

if (Instance 1= && Instance != ) Destroy(gameObject);
else Instance =

O
UpdateTime();
UpdateSunPosition();

UpdateLightingColors();
UpdateClock();

UpdateTime()

CurrentTimeNormalized + e.deltaTime / dayDurationInSeconds;
CurrentTimeNormalized :

GetCurrentTimeAsString()
hours = 24 * CurrentTimeNormalized;

minutes = 60 * (hours - Mathf.Floor(hours))
return Format("{0:00}:{ , GGntdhours, (int)minutes)

UpdateSunPosition()

if (sun ) return
sun.transform.rotation Q n.Euler((CurrentTimeNormalized * 360F) - 98f, 176F, 0);

UpdateLightingColors()

if (sun ) sun.color = skyColor.Evaluate(CurrentTimeNormalized);
RenderSe ambientLight = ambientColor.Evaluate(CurrentTimeNormalized);

UpdateClock()

if (clockText ) return;
clockText.text = GetCurrentTimeAsString();
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System.Collections;
UnityEngine.Networking;
THPro;

System;

Instance {
GAS_URL =

J]

I debugResponseText;

O
if (Instance != &5 Instance !=

Destroy(gameObject) ;

Instance =

SendPromptToGemini( prompt, Actior > callback)

et Log($"APIManager: H. 3anuT )=
StartCoroutine(SendRequestCoroutine(prompt, callback));

IEnumerator SendRequestCoroutine( Action > callback)

form = iForm();
form.AddField("pa

C Reque r equest.Post(GAS_URL, form))
yield return www.SendWebRequest();

geminiResponse =
if (www.result == Uni equest.Result.Success)

{
geminiResponse = www.downloadHandler. text;

Debug. LogError($"no Ka 3 Ty: {www.error}
geminiResponse a: He spa A

}

callback?.Invoke(geminiResponse

if (debugResponseText != )
{

debugResponseText.text = geminiRespons
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Honartok b. Konii maTepianiB anpo0anii

YJIK 004.588
IHTEI'PALISI BEJTHKHX MOBHHX MOJIEJIEH (LLM) JUUISA CTBOPEHHS JIHHAMIYHHX
JUAJIOIOBHX CHCTEM TA OBPOBKH KOMAH/I IIPHPO/ITHOIO MOBOIO B IT'PAX
KAHPY TYCOON
Yenenmok 0.0., Manaxos C.10.
Hauionansnuit ynisepcumem «Qoecvka ropuouuna akaoemin» (Yrpaina)

IlocranoBka npodaemu

Knacuuni irpu xanpy idle/tycoon, nonpy 3axoruio0yi eKOHOMIMHI MOJENI, YacTo CTPaXIaloTh
Bi/1 0OMexeHOT B3aeMoii 3 HeirpoBuMu nepconaxamu (NPC). Ixni aianorn, sk npasuio, 6asylorses Ha
CTAaTHYHHX, 3a3JaJIerilb NPONHCAHHX CLICHAPIAX, 110 POOHTH iX MOBTOPIOBAHHMH Ta 3HHKYE 3aHYPECHHS
rpaBus. KpiM Toro, cTBOpeHHs BeIMKOro 0OCATY YHIKQJIbHONO TEKCTOBOIO KOHTEHTY € 3HAYHHM
BHKJIHKOM JU1s po3poOHukiB. CyuacHi Benki MOBHI Mozesi (LLM) nponoHyioTh TeXHOIOTYHE pillICHHS
IHX MpobJieM, 103BOJIAI0YH N'eHepyBaTH JHHAMIYHHI KOHTEHT Ta CTBOPIOBATH HOBI MEXaHIKH B3a€MOIT.

AHAaJi3 0CTAHHIX J0CAITAeHb Ta nyOaiKkanii

Tpaauuiiiai Miaxoan A0 CHMYIALIT CHNUIKYBaHHA B Irpax BKJIIOHAIOTH JepeBa JIaloriB, fKI €
obMmexkeHHMH Ta nepeabauyBanumu [4]. Panni meroam npoueaypHoi renepauii (PCG) namarammcs
BHPILIHTH NpobiieMy NMOBTOPIOBAHOCTI, OJIHAK 4acTO CTBOPIOBAIH HENMPHPOHHIA, mabioHHHii TekeT [5].
IToeninka NPC 3a3Buuaii KepyeTbes anroputMivHum Al Takum sk kiHueri aBromatd (FSM), sxuii
eeKTHBHHI JUIS IPOCTHX JI1if, aje He /Ul OCMHCIICHOro cniikyBaHHs [4]. HoBITHI JociiKeHHS B rany3i
reHepatHBHOro Al JeMOHCTpyIoTh 3aaTHicTh LLM reHepyBaTi BHCOKOSIKICHHI, KOHTEKCTHO-3aJICKHHIT
TEKCT, IO MPaKTHYHO HE BIAPI3HAETHCA B4 HanucaHoro mwoauHol [6]. Ilpore, npaxTH4HMX
apXITeKTYPHHX pillIeHb JUIs IX IHTerpauii B iIrpOBHIi MPOLIEC KaHPY tycoon BCe 1ie HeI0CTATHBO.

ITocranoBka 3anaui

3anaua naHoi poGoTH monsrae y po3poOii apXiTeKTYpH Ta METOAONOril IHTerpauii BeJIHKHX
MoBHHX Mojteneii (LLM) B irposuii pymiii Unity juis peanizauii irpoBHX MeXaHIK HOBOIO IOKOJIIHHS B
KaHpi tycoon. Ile Bkitouae B cebe NMpOEKTYBaHHS MPOrpaMHOro iHTepdeiicy Ui aCHHXPOHHOI B3a€MOJIT,
BCTAHOBJICHHS mpoueayp (OpMyBaHHS KOHTEKCTHO-3ICKHHX 3anuTiB (NMpoMnTiB), (OpMyBaHHS
KPHTEPpIiB OIIIHKH SKOCTI 3reHEPOBAHHX J1IAJIOTIB Ta TOYHOCTI PO3Mi3HABaHHA KOMAaHJI, a TAKOX po3podKy
peKOMeH Iallii 1010 NMPAKTHYHOTO BNPOBAKEHHA Mojeni. OcobnnBa yBara NpHAUIAETbCS ajanTaiii
LLM g0 crneuudiky irpoBOro cepejioBHIA Ta BH3HAYCHHIO MEXK 3aCTOCOBHOCTI JIaHOI TEXHOJIOTT
TMOPIBHAHO 3 TPAJANLIHHMH CKPHITTOBHMH CHCTEMAMH.

Bukaaa ocHoBHOro Matepiany

B pamkax jpanoro pociaipkenns 6yno po3po6iaeHo nporpaMHuii NPOTOTHII IPH B JKaHpi tycoon Ha
6a3i GararorardopmoBoro irposoro pymis Unity [1]. CnpoekroBana cucTteMa € MOAYJIBHOKO, IO
3abe3nevdye 11 THYHKICTH Ta pO3MIHPIOBaHICTE. OCHOBOIO apXITEKTYpH B3a€MOAIl € TporpaMHHit
iHTepdeiic, AKHiT BUCTYNAE B poii "KOHTPAKTY" JUI BCIX IHTEPAaKTHBHHX 00'eKTIB. I'0JIOBHHIT KOMIIOHEHT,
IO 3aKpiIUICHHUIT 3a 00'€KTOM IpaBls, y pealbHOMY Hacl CKaHye€ OTOHYEHHS 3a JA0MNOMOrow (GizHuHHX
sanuTiB (Physics Overlap Sphere) ans BusiBieHHs 00'€KTiB, 10 peanizyloTh jJaHuii iHTepdeiic. Takuii
MiJIXIZ J03BOJAE MOBHICTIO BIAOKPEMHTH JIOTIKY IPaBls BiJ JIOTIKH IHTEPAaKTHBHHX 00'€KTIB, 11O Ja€
3Mory Jierko jgojaBati HoBl THIH NPC aGo IHTepaKTHBHHX INpEJMETIB, HE BHOCAYH 3MIH Y KepyIOHHii
CKPHIIT ePCOHaXKa.
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Jlns 3B'A3Ky 3 Benukolo MoBHOW0 Mojemmo Google Gemini Gyn0 CTBOpPEHO LEHTpali30OBaHHi
NporpaMHHIi MEHE/DKEp, peallizoBaHHii 3a matepHoM Singleton, 1m0 rapaHTye €MHY TOUKY JOCTYIy 70
API 3 Oyap-sKOi 4acTHHH mporpamHoro koay [2, 6]. Bzaemojais 3 XMapHHM CepBICOM BIIOYBa€ThCS
acuuxponHo. 11{o6 yuuknyTH "3aBHcanHS" IrpOBOro Mpoliecy Mij Yac O4YiKyBaHHS BIANOBII BiJl cepBepa,
SIKE MOJKEC TPHBAaTH KUIbKa CEKYHJ, CHCTeMa BHKOpHCTOBye BOymoBani B Unity KopyTHHH. 3amuT
BIANpPaBIs€TbCs Y (OHOBOMY IMOTOLI, @ MICAs OTPHMAaHHS BIAMOBIAI BHKOHYETHCS METOJ 3BOPOTHOIO
BukianKy (callback), sikmit Gesneuno oHoBmoe enemeHTH iHTepdelicy kopuctyBava. Lle 3abesneuye
IUIABHICTB ITPOBOTO MPOIIECY, 110 € KPHTHYHO BAKIHBHM JUISI TO3UTHBHOTO KOPHCTYBALILKOIO IOCBIY.

KirouoBoio 0co6mBICTIO po3pobiieHOT 11aI0roBoi CHCTEMH € JHHaMIuHE (opMyBaHHS 3alHTIB 10
LLM na ocnoBi npuHuumis "prompt engineering". {18 KOXHOro IHTEPaKTHBHOIO IIEPCOHAkKa B
penaktopi Unity 3ajaeTbesi cneliaibHHII CHCTEMHHH NPOMNT — TEKCTOBHMI OJIOK IHCTPYKIIH, IO
BH3HAUa€ IoOro poib, XapakTep, CTHIb MOBJICHHS Ta oOcsar 3HaHp (Hanpukiaa, "Tu — odicHui
MCHE/DKEp, BIANOBIAil BBIWIMBO, ajge KopoTko"). L{g IHCTpyKIlis aBTOMaTHYHO J0/A€ThCH HA MOYATOK
KOJKHOTO 3alMTy, SKHH rpaBellb BBOJAMTH Y JIalloroBe BIKHO. TakuM 4YHHOM, cHCTeMa "cKepoBye"
3araJbHOIILOBY MOBHY MOJe/b, 3MYLIYIOUH 1i TeHepyBaTH BIJAMNOBIAl, IO BIANOBIIAIOTH 00pasy
koHkpeTHOro NPC Ta 3aralbHOMY TOHY I'PH.

Oxkpim reHepauii jgiasoris, Oyio peali30BaHO IHHOBALllHHY MEXaHIKYy KEpyBaHHS TpOI0 uepes
NPHPOIHY MOBY, IO € NMpPHKJIaZoM ribpuanoi cucremu BBoay. Ilepen BianpaBkoro Tekcty rpasus a0 Al,
CHCTEMa NPOBOAMTH HOro JIOKAIbHHH aHal3 Ha HAsABHICTh KIIOYOBHX CIIIB-KOMaHJ (HaNpHKIaz,
"npokavaii”, "nokpammtu"). SKmO0 KOMaHJa poO3Mi3HaHA, CHCTEMa IIEPEpHBAE 1AJIOrOBHil MOTIK 1
BHKOIYC BIAMOBIAIY IrpoBy Aiio (HanpHKIaA, BHKIHKAC METO MoKpalennsa 06'cKTa), HaJaiouH rpabBueni
muTTeBHI (iabek. SKio k KoMaH1a He 3Hal/IeHa, TEKCT 00poOIsSEThCS AK 3BUYAlHE 1aJIOroBe MUTAHHS
1 Bianpasnsierses 1o LLM. Takuii mixia noeanye BUIbHE CIUIKYBaHHS Ta (yHKIIOHAJIbHE KEPYBaHHS B
€IMHOMY TEKCTOBOMY IHTepdeiici, 10 € aKTyaJbHHM 3aBJaHHSAM Cy4acHOrO TreiiMIH3aliHy Ta 3HAYHO
normbIIoe 3aHypeHHs rpaBLs B poiib [3].

[lpakTHuyHa peanizamis MIATBEpAWIA, WO po3pobleHa apXITeKTypa € JKHTTE€3aTHOIO Ta
epextuBHOO. HaykoBa HOBM3HA MOJIAra€ y CTBOPEHHI KOMIUIEKCHOI ribpmanoi cucremu, jge LLM
BHKOPHCTOBYETBCS OJJHOYACHO JUISi BUPIIICHHS JBOX PI3HHX 3aBJaHb: IeHEpallii KPeaTHBHOTO KOHTEHTY
(HeCKIHYEHHO BaplaTHBHHX JIaJoTiB) Ta (hyHKIIOHAILHOrO KEpPyBaHHS IrpOoBHMH mpolecamu (0O6pobka
komany). [IpakTHune 3HaueHHS poGOTH MOJSArae B TOMY, LIO 3allPONIOHOBAHHI MIJXIZ MOXKE CIIyTyBaTH
apXITEKTYpHHM 11a0IOHOM JUIS pO3POOHMKIB, IO MparHyTh IHTErpyBaTH cydacHi Al-TexHosorii B irpu
JKaHpy tycoon JuIsl MiABHIICHHS IX IMEPCHBHOCTI Ta peirpabebHOCTI.

BucHoBkn

IIpoBesene AoCHiKEHHS MIATBEPAWIO BHCOKMI moreHuian iHterpauii LLM s nigBuieHHs
IMEPCHBHOCTI Ta peirpabenbHOCTI B irpax skaHpy tycoon. PospoGiieHa cucTema ycmiliHO BHpiLIHIA
nocTaBieHl 3aBaaHHsA. Boanouac Oynu BHsBIEHI KIIOYOBI BHKJIMKH: 3aTpHMMKa BiamoBial Bix APIL, mo
BUMarae BianoBiHoro au3aiiny Ul, Ta HEoOXiAHICTH PeTEIbHOrO MPOEKTYBAHHS CHCTEMHHX MPOMIITIB.
Po3pobiena apxiTekTypa € THYYKOIO 1 MoKe OyTH afanToBaHa JUIsl IHIIHX ITPOBHX MPOEKTIB.
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