JIEP)KABHUI YHIBEPCUTET IHOOPMALIIMHO-KOMYHIKALIIMHUX
TEXHOJIOT'Ti
HABYAJIbHO-HAYKOBUU IHCTUTYT IHOOPMALIMHUX TEXHOJIOI'TA
KA®EJIPA IHOOPMALIMHUX CUCTEM TA TEXHOJIOI'TiA

KBAJII®IKAIIMTHA POBOTA

Ha TEMY:
«MeToau WITYYHOIO iHTEJEKTY sl MoJeaBaHHsA moBeaiHku NPC y
nmpoueci po3podku Bigeoirop»

Ha 3/100yTTs1 OCBITHBOI'O CTYIIEHS MaricTp
3a CIICIIaIbHOCTI 124 CucremMHui aHai3
(KOO, HAUIMEHY8AHHSL CReYlaIbHOCHIT)

OCBITHBO-TIpO(eciitHol mporpaMu _[HTeIEeKTyallbHI CUCTEMHU YIIPABIIIHHS

(nazea)

Keanigixayiiina poboma micmums pe3yrbmamu  1ACHUX OOCHIOHCEHD.
Bukxopucmanns ioeii, pesynomamis i mexcmis iHWUX A8MOPI8 MAOMb NOCUIAHHA HA
8i0nogione 0xcepeo

Koctsutun KOJIOCOB

(nionuc) (im’s, [IPI3BUII]E 3000ysaua)

BukoHag:
3100yBay BHIIOI OCBITH
rpyna CAJIM-61 Kocrautun KOJIOCOB
(in'n, [IPI3BULLE)

KepiBHuk Posi1t HA®EEB
Kb, (i, [IPI3BAILE)
doyenm

Penen3enr:

(in’s, IIPI3BULLE)

Kuis 2026



JTEPYKABHU YHIBEPCUTET
IHOOPMAININHO-KOMYHIKAIIMHUX TEXHOJIOI'TA

HaBuyanbHo-HayKoBUH IHCTUTYT IH(pOpMALIIHUX TEXHOJIOTIH

Kadenpa_IndopmaitiiHUX CHCTEM Ta TEXHOJIOT1N
CryImiHb BUIIOT OCBITH _MAaricTp
CnemianeHicTh 124 CucTeMHHNA aHai3

OcsitHbO-TIpOdeciiina mporpama [HTENeKTyalbHI CHCTEMH YIIPaBIIHHS

3ATBEPIKYIO

3aBinyBau kadenpoto ICT
Kamina CTOPYAK

“ ” 2025 poky

3ABJIAHHS
HA KBAJIIQIKAHIFIHY POBOTY

KoisocoBy KoctssHTHHY AHATOIIHOBUYY

(npizeuwge, im’s, no 6amvkosi 3000y6aua)
1.Tema xBamdikamiiaoi podoT: MeTOoau ITYYHOr0 IHTEIEKTY JUISI MOJAEIIOBAHHS
noBeiiHKM NPC y ipolieci po3poOKH BiJIEOITOD
KEpIBHUK KBami(ikaiiitHoi poOoTH: Poin HA®EEB K.T.H., J01IEHT

(im’s, [IPI3BUIIJE, naykosuii cmyninb, gueHe 36aHH1)
3aTBEp/KEH1 Haka3oMm Jlep»aBHOTO YHIBEPCUTETY 1H(OpPMAaIIHHO-KOMYHIKAIIHHUX
texHosorid Big “30 ” sxoBTHs 2025 p. Ne 467

2. Ctpok nogaHHs kBamidikaniiHoi podoTn «26» rpyaus 2025 p.

3. BuxizgHi nani kBanmidikauiifHoi poOOTH: aHani3 kiacuyHux apxirekryp irposoro I (FSM,
Behavior Trees, GOAP, Fuzzy Logic, Blackboard), miteparypHi Juokepena, TEXHIYHA JIOKYMEHTALLisI
Godot Engine 4.5, npororumn rpu Zombie Defense 3D 3 BiZKpUTUM KOJIOM, €EKCIIEpUMEHTAJIBHI IaHi
TECTOBHUX CECIH Ta JIOTH IMPOAYKTHBHOCTI, BAMOTM JIO MOPIBHIHHS PEaKTUBHOI, Aeli0epaTUBHOI Ta
riopuano-koopaunaniigoi noseainku NPC vy sxanpi survival shooter.

4. 3MiCT po3paxyHKOBO-TIOSICHIOBAJIBHOI 3aMMUCKU (MEpeNiK MUTaHb, K1 HOTPIOHO
pO3pooUTH):

1. Ornsan miTepatypu Ta aHaji3 MiIX0/iB.
2. AHaumi3 IpeaMeTHOI 00J1acTi Ta MOCTAaHOBKA 3a71a4i.
3. Po3pobka moxemi

4. EkcriepruMeHTaJIbHA YaCTHHA



5.Ilepenik UTrOCTpAIIHHOTO MaTepiany: npeseHmayis

6. lara Bunaui 3aBnanas «30» >xoBTHs 2025p.

KAJIEHIAPHUMN IIJIAH
Ne .H.asBa. CTalliB Crpok Tpnmitia
KkBamidikariitHoi podotu BHUKOHAHHS
3/m eTaniB poboTH
1. | [1inGip TexHiuHO] JiTEpaTypH 30.10-31.10 | Bukonano
2. | locmpKeHHST €TarliB Ta TEHJICHIINH pPO3BUTKY Buxkounauno
: ) e 03.11-05.11
metoxiB 11 as moseninku NPC y Bigeoirpax
3. | Hocmimkennss pomi Ta Baromocti NPC. Buxkonano
Busnauennss kputepiiB  edextuBnocti II-| 05.11-10.11
MOJIEJICH
4. | Po3pobka mozeii 11.11 -25.11 | BuxoHaHO
S. EKCHepI/IM.eHTaJ'IBHa HacTMHA T4 AHAIB | 5044 o019 Bukonano
pe3ynbTaTiB
6. | BucHoBk# mo po6oTi 01.12 Bukonano
7. Po3p0§1<a JEMOHCTPAUIHHUX  MATepPiamiB, | 15 15 e 19 Bukonano
JIOTIOB1/1b.
8. | OdopmiienHst maricTepcbkoi poOoTH 08.12 -10.12 | BukoHaHo
3100yBay BUIIIO1 OCBITH Koctsaatua KOJIOCOB
( nionuc ) (im’s, [IPI3BUIIE)
KepiBauk kBamidikaiiitHoi poboTu Poi1 HA®E€ECB
(nionuc ) (im’s, [IPI3BUIIE)

PE®EPAT



TexcToBa yacTuHa kBamidikaniiHoi poOOTH Ha 3100YTTSI OCBITHROTO CTYHECHS
Mmarictp: 126 crop., 28 puc., 8 Tabin., 34 mKepern.

Meta poOoTH — po3poOUTH Ta peaizyBaTH TPU MPUHIUIIOBO Pi3HI CHCTEMHU
mryyHoro iHTenekty (FSM 3 mewitkoro jorikoro, Behavior Tree 3 reomerpudHum
nosuriionyBanusaM, GOAP 3 Blackboard-koopaunariiero) s MOACITIOBaHHS
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MOPIBHSUIPHUHN aHalli3 3a e(EKTUBHICTIO, PECYPCOCHOXKMBAHHSAM 1 BIUIMBOM Ha
TEMMIUIEVWHE CIIPUMHATTS IPaBLIS.

OG’eKT NMOCHIIKEHHS — MPOIEC MOJETIOBAHHS I1HTEIEKTYalbHOI MOBEIIHKH
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(FSM+Fuzzy Logic), nenioepatuBoro (Behavior Tree) Tta r1iOpuaHOTrO
(GOAP+Blackboard) migxoni y enuaoMy npototumni Zombie Defense 3D.
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YHIKQJIbBHUMH «OCOOMCTOCTAMIY, BAKOHAHO €KCIIEpUMEHTalbHEe TecTyBaHHs Ha 100+
CecCisiX, JOBEICHO CHHEPril0 KOMOIHOBAHOIO BMKOPUCTAHHS METOIB, IIITBEPHKEHO
MPaKTUYHY HIHHICTH AJIs 1H/1-PO3POOHUKIB Ta HABYAJILHOTO MPOIIECY.

KIJIFOUOBI CJIOBA: mityuynuii intenekt, NPC, ckiH4eHHI aBTOMaTH CTaHIB,
HeulTKa Jiorika, aepesa noseninku, GOAP, Blackboard, Godot Engine, 30M0i-1ryTep,

refiMIuIeiiHa p1I3HOMaHITHICTb.



ABSTRACT

Textual Component of the Master's Qualification Thesis: 126 pages, 28 figures,
8 tables, 34 references.

Objective: Design and implement three fundamentally distinct artificial
intelligence systems — FSM with fuzzy logic, Behavior Tree with geometric
positioning, and GOAP with Blackboard coordination — for modeling NPC behavior in
the 3D shooter game Zombie Defense 3D using the Godot Engine 4, and conduct a
comparative analysis of their efficiency, resource consumption, and impact on player
gameplay perception.

Research Object: Processes of modeling intelligent behavior of non-player
characters in three-dimensional survival shooter games using open-source engines.

Research Subject: Practical application and comparison of reactive (FSM +
Fuzzy Logic), deliberative (Behavior Tree), and hybrid (GOAP + Blackboard)
approaches within a unified prototype of Zombie Defense 3D.

Summary: The work presents a review of the evolution of game Al from Pac-
Man to 2025, analyzes strengths and weaknesses of traditional and modern
architectures, implements three visually differentiated zombie types with unique
«personalities», conducts experimental testing across 100+ sessions, demonstrates the
synergy of combined Al methods, and confirms the practical value of the results for
indie developers and educational use.

KEYWORDS: Artificial Intelligence, NPC, Finite State Machine, Fuzzy Logic,
Behavior Trees, GOAP, Blackboard, Godot Engine, Zombie Shooter, Gameplay
Diversity.
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BCTVII

CydacHa 1HAYCTpiS BiJCOITOp TMEpPEKHUBAE €Tall CTPIMKOTO PO3BUTKY, [I€
mryyHuit iHtenekt (III) ans weirpoBux nepconaxiB (NPC) Bu3Hauae HE MpPOCTO
TEeXHIYHY SKICTh I'PH, a 1i eMOIlIiHY ITTMOWHY Ta perpabenbHicTh. ['paBiii Bke JaBHO HE
3aJI0BOJIbHSIOTHCA MPOTUBHUKAMH, sSIKI OIraloTh MO MPsSMIA YU pearyioTh 3a OJHUM
11abJIOHOM — BOHM XO4YTh BITUyBaTH HAMNPYyTy, XUTPICTh, TAKTUYHY IIepeBary Bopora,
X0UyTh, OO KOKEH TUII CYPOTUBHUKA BUMAaram BiJl HUX HOBOI cTparerii. Came ToMy
TeMa «MeToM IITYYHOrO IHTENEKTY Uil MojentoBaHHs noBeAinku NPC y mporeci
PO3pOOKH BIJICOITOP» € HAJI3BUYANHO aKTyalIbHOIO, OCOOJIMBO sl YKpaiHu — KpaiHu,
sKa CcTajla OJIHUM 13 CBITOBUX IIEHTPIB TeUMJIEBY, JIe MpalooTh Taki cTyali sk GSC
Game World, 4A Games, Frogwares, Ubisoft Kyiv, Room 8 Studio. B ymoBax
KOHKypeHlli 3 AAA-NpOEKTaMU YKpPaiHCbKI PO3POOHUKM 3MYIIEHI CTBOPIOBATH
BucokosikicHuid Il HaBiTh y HEBENUMKUX KOMaHAaX 1 3 OOMEXEHUM OIOKETOM.
Peanizanis ckinaaHoi, ane BogHodac eeKTUBHOI Ta 3po3yminoi moBeniaku NPC 6e3
BUKOPHCTAHHSI BAKKHX HEHPOHHUX MEpPEX — II€ He MPOCTO TEXHIYHE 3aBIaHHSI, a
NMUTAHHS BUKMBAHHSA YKPAaTHCHKHUX CTYAIN Ha Tio0albHOMY PUHKY. Po3pobnenuii y
paMkax kBamidikaiiitHoi podotu npoekt Zombie Defense 3D nemoHcTpye, 1110 HaBITh
Ha Oe3komroBHOMY pyiii Godot 4 MOXKHA CTBOPUTH TPHOX MPUHLMUIIOBO PI3HUX 32
BITUYTTAMH 30MO1, IKI BUKOPUCTOBYIOTh KJIACUYHI, ajie MAaCTEPHO MOETHAHI METOIN
T, mo poGuTk rpy HANpPY>KEHOIO Ta PI3HOMAHITHOIO.

[Ipob6nema monentoBanHs nmoBeAiHKH NPC akTUBHO JOCHTIIKYETHCS 3 TOYATKY
2000-x pokiB. OcHoBoMONIOKHUMEU poOoTamu ctanu Finite State Machines (FSM), siki
IIMPOKO 3aCTOCOBYBAJIUCSA B KJIacMYHMX InyTepax (Hampukian, Quake III Arena),
Behavior Trees, momymnspuzoBani Damian Isla B Halo 2 ta BnpoBamxeni B Unreal
Engine, a Takox Goal-Oriented Action Planning (GOAP), npencrasnenuii Jeff Orkin
y rpi F.E.A.R. (2005) i cTaB K1acUKOIO Jisl TAKTUYHUX BOPOTiB. 3HAUHHI BHECOK Y
PO3BUTOK HEYITKOI JIOTIKHM JUIsl irop 3po0miu gochigHuku Ha voii 3 lan Millington
(xuura «Artificial Intelligence for Gamesy), siki mokasanu nepeBaru Fuzzy Logic Han

KOPCTKUMH moporamu. IlizHime 3’sgBrimcsa TiOpUIHI IMAXOAWM Ta BUKOPHUCTAHHS
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Blackboard-apxitextyp mis koopaunamnii rpyn NPC (Alex Champandard, «Al Game

Programming Wisdomy). B ykpaiacekomy HaykoBomy nipoctopi nutanss LI B irpax
posrisnanucs B podortax O.l. Jlsmenka, B.B. Kpenennepa, O.M. byraiika, ane
MEPEeBaKHO TEOPETHYHO abo Ha mnpukiaai mpoctux 2D-mpoektiB. IlpakTrunux
peanizauiii ogHouacHoro mnopiBHsAHHS FSM+Fuzzy Logic, Behavior Trees Ta
GOAP+Blackboard B ognomy mpoekTi Ha cydacHoMmy pyirii Godot 4 3 BiIKpUTUM
KOJZIOM Ta JIETaJIbHOIO JOKYMEHTAIIE€I0 TPAKTHYHO HE ICHYE, 10 i BU3HAUAE HAYKOBY
HOBU3HY JaHOi poOOTH.

Mertoro kBamidikaiiifHOi poOoTH € po3podKa Ta MpaKTUYHA peaizailis TPhOX
MPUHIIMIIOBO PI3HUX CUCTEM IITYYHOTO 1HTENEKTY /ISl MOJIeoBaHHs moBeinku NPC
y 3D-myrepi Ha pymii Godot Engine 4 3 mojanbiiuM MOPIBHSJIBHUM aHATI30M 1X
€()EeKTUBHOCTI, BUTPAT PECYPCIB Ta BILUIMBY HA T€MMIUICHHE CIPUNUHATTS FPABLEM.

J1J1s TOCSATHEHHS MOCTaBJIEHO1 METH B IPOLIEC] AOCIIIKEHHS BUPIITYBaJIUCs TakKl
3aBJIaHHS:

— MPOBECTH KPUTUYHHUM aHall3 Cy4acHOi JITEpaTypu 3 MUTaHb 3aCTOCYBAaHHS
FSM, Behavior Trees, GOAP, Fuzzy Logic ta Blackboard-apxitekTypu B irpax;

— po3pobutu apxitektypy Tpm Zombie Defense 3D 3 MOXIHBICTIO
OJIHOYACHOTO 1CHYBaHHS TPbOX THMIB 30M01 3 pizHuMH cuctemamu HI;

— peanizyBatu peaktuBHu# LI mepmioro Tuny Ha 6a3i CKIHUEHOTO aBTOMAaTa
CTaHIB 3 IHTETPAIl€I0 HEYITKOI JIOTIKK JUIsl AUHAMIYHOTO PETyJIIOBAaHHA arpecii Ta
MIBUJIKOCTI;

— ctBoputHu AemibepatuBHuii Il npyroro tuny 3 Bukopucranusm Behavior
Tree 3 npioputetamu (backstab, wide flank, stealth movement) Ta mMaTemMaTHuyHUM
anapatoM CKaJSIpHOrO JO0OYTKY BEKTOpIB Il BH3HAYEHHS KyTiB BHAMMOCTI Ta
¢dbaHKyBaHHS;

— po3pobutu Ti0puaHuil koopaunoBanwuii LI Tperboro Tumy Ha 6a31 GOAP 3
A* nnanyBanusMm, Blackboard mnst oOMiHy gaHMMU MK areHTaMu, ajlrOpUTMOM
KpyroBoi opmariii Ta TAKTHYHUM BUKOPUCTAHHSIM YKPHUTTIB;

— 3a0e3MeunTH Bi3yalibHYy BIIMIHHICTH THUIIB 30MO1 (3€JIeHUl, TOMapaH4YeBHiA,
(ioneToBuii) Ta OalaHCYBaHHS NapaMeTpiB AJIsI CTBOPEHHS PI3HUX TAKTUYHUX BUMOT

710 TPaBIIs;
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— MPOBECTU TECTYBAHHS MPOAYKTUBHOCTI Ta aHAJ3 MOBEAIHKH KOXHOTO THUILY

I B peanbHUX ITPOBUX CUTYaLlISX;

— o(opMUTH MOBHY JAOKYMEHTAIIII0 MPOEKTY, THCTPYKIII 3 €KCIOPTY .eXe Ta
CTPYKTYpPOBaHUH KOJI.

OO0’ €KTOM JOCHTIIKEHHS € MPOIECH MOJICIIOBAaHHS 1HTEIEKTYaIbHOI TOBEAIHKU
HEIrPOBUX IEPCOHAXKIB Yy TPUBUMIpPHMX Irpax kaHpy survival shooter 3
BUKOPHUCTAHHSAM BIKPUTHUX PYIIIiB.

[TpenMeTom MOCHIKEHHS BUCTYIA€ MPAKTUYHE 3aCTOCYBAHHS Ta MOPIBHSHHS
TPHOX KIACMYHUX IMIJIXOJIB IITY4YHOTrO 1HTENEKTy — peaktuBHoro (FSM + Fuzzy
Logic), nemibepatuBHoro (Behavior Tree 3 Bukopuctanusm dot product) Ta
riopuaaoro (GOAP + Blackboard 3 xpyroporo (opmarii€o) — y eqMHOMY ITpOBOMY
npoekTi Zombie Defense 3D, po3po6iaenomy Ha Godot Engine 4.

Y po0OTi BUKOPUCTAHO TaKi METOAM JOCTIKEHHS: TEOPETUYHUN aHall3
HAyKOBOI JITEpaTypu Ta TEXHIYHOI JIOKyMEHTallli pYIIiiB; METOJ MPOrpaMHOi
peanizamii 3 BukopuctaHHsM GDScript; mMeToaM MaTeMaTUYHOTO MOJEIIOBaHHS
(HediTKa JIOTIKA, CKAIAPHUN AOOYTOK BEKTOPIB, alroput™M A* sl IUlaHyBaHHSA);
EMIIIPUYHUI METOJ] TECTyBaHHS B pEAJbHOMY Yaci 3 JIOTYBAaHHSIM TOBEIIHKU;
MOPIBHSJIBHUH aHai3 IPOIYKTUBHOCTI Ta T€UMIUIEHHOTO BILUTUBY pi3HUX cuctem LIII.

HaykoBa HOBH3HA poOOTH MOJSITaE B KOMIUIEKCHIN MpaKkTUYHIN pearizaiii Ta
0e3rocepeIHbOMY TOPIBHSHHI TPhOX (GyHAAMEHTANbHO pi3Hux apxitektyp I B
OJIHOMY TPOEKTI Ha cy4acHOMY BiakpuTomy pyuiii Godot 4, mo panime He OYJo
3p00JIEHO B YKPaiHOMOBHOMY HAyKOBOMY Ta OCBITHBOMY IPOCTOPI B TAKOMY 00CsI131 Ta
3 TaKOIO TMOMHOI0 JOoKyMeHTallli. Oco0MBY LIHHICTh MA€ peaizailisi HOBHOLIIHHOTO
GOAP 3 A* nmnanepom Ta Blackboard-koopnuHaniero st 3rpailHOI MOBEIIHKH B
Godot, ockibKM OUIBLIICTE TOCTYNHUX NpUKIaAiB oOMexyroTbes Unity un Unreal
Engine.

[lpakTryHa 3HAYYNIICTh OTPUMAHMX PE3YJbTATIB TMOJSTAa€E B CTBOPEHHI
NOBHICTIO po00YOro, EKCHOPTOBAHOTO B .€XE€ MPOTOTUILY TpH, SKHUH MOXKe
BUKOPHCTOBYBATHCS K HABYAJIBHUN MaTepial y BHUIIMX HaBYAIBHUX 3aKiajax
VYkpainu npu BuB4YeHH1 KypciB «llITyunuii intenekr», «Po3podka irop», «Game Al

Programmingy». [Ipoekt mMae BIAKpPUTUI KO, ACTalbHY JOKYMEHTAIII0 YKPaiHCHKOIO
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MOBOIO, CTAaTTI PO BHYTPIIIHIO poO0TYy KoskHOro TUity LI Ta roroBuii 10 mogansuioro

PO3BHUTKY.

Pesynpratn pobGoTH ampoOOBaHO MUISIXOM JEMOHCTpAllii MPOEKTY Ha
BHYTPIITHHOMY 3aXHCTi Kaenpu, a TAKOkK y paMKax HAaBUAJIBLHOTO MPOIIECY — MPOEKT
BUKOPHUCTOBYBaBCA SIK IpuKiIaa pu nosicieHHi Behavior Trees Ta GOAP Ha rpynoBux
300pax.

TeopeTrnyHa Ta METOIUYHA 3HAYYIIICTH MOJISITAE Y CTBOPEHHI YKPaiHOMOBHOTO
NpEeLe/ICHTY KOMIUIEKCHOTO MOpiBHSAHHS KiacwmuHuxX meromiB I B akTyampHOMY
pyIIIii, 0 MOXe CIYTyBaTH OCHOBOIO ISl TOJAJBIITNX HAYKOBUX POOIT, KYpCOBUX Ta
TUTUIOMHHAX TIPO€KTiB. IlpakThyHa 3HAYYMIICTh MIATBEP/KYETHCS TOTOBUM JIO
PO3MOBCIOJKEHHS MPOAYKTOM — CaMOCTIHHUM .exe (ailiioM rpu, siKuil mpaifoe 0e3
BcTaHoBjeHHs Godot 1 Moxke feMoHCTpyBaTucs Ha Oyab-skomy Windows-TIK.

PoGota cknamaerbest 31 BCTYIy, YOTUPhOX OCHOBHHMX PO3JILIIB, BHUCHOBKIB,

CIIMCKY BUKOPUCTAHUX JIKCPCI Ta I[OI[aTKiB.
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PO3AUI 1. OI'JIAL JUTEPATYPU TA AHAJII3 ITIAXO/AIB

1.1. IcTopist pO3BUTKY IITYYHOTO 1HTEJIEKTY B BIJI€OIrpax BiJ MPOCTUX

CKpHUITIB 710 ckiIamaux Al-cuctem

[cTOpist pO3BUTKY MITYYHOTO IHTEJIEKTY B BIICOITPAX € 3aXOIUTMBUM CBITYCHHIM
€BOJIIOIT HE JMIIe TEXHOJIOTiM, aje ¥ caMoro po3yMIHHS TOTO, SK 3pOOUTH
BIpTyaJbHUX MEPCOHAXIB >KUBUMH, MEPEKOHJIMBUMHU Ta 3JaTHUMHU BUKIUKATH Y
IpaBI CHPaBXKHI eMOoIli. SIKIIO Ha 30pl 1HAYCTPIi 1HTEIEKT BOPOTIB OOMEXYBaBCA
KUIbKOMa PpsIIKAMH YMOBHHUX OIEPaTOpiB, TO CHOTOJIHI CIIOCTEPIraloThCs CKIIAIHI
0aratopiBHEBI CUCTEMH, SIK1 TOETHYIOTh IECSITKU AJITOPUTMIB 1 TUCAY PSAIKIB KOIY, a0u
onuH-enuHui NPC MIr BUTIsSAaTH Tak, HIOW B HBOTO € BjlacHA Jylla.

[lepmni KpoKM IITYYHOTO IHTEJEKTY B irpax AaTyroThcs me 1950-mu pokamu,
KOJIM KOMIT' FOTEPH TUIBKH-HO MOYMHAIM rpatv B maxu. Y 1952 poui Knog [lenHnon
ONHCaB AJTOPUTM MIHIMaKCy, SKHH 3roJIOM CTaB OCHOBOIO I BCIX KJIACHUYHHUX
maxoBHx mporpam [1]. Ajne cipaBxHiil IpOpHB AJIsE MACOBOT ayIuTOopii ctaBcs y 1972
poui 3 BuxogoM Pong. Tam «iHTeneKT» CynepHUKa 3BOJAUBCS A0 OJHOTO MPOCTOrO
IpaBUJIa: BECIIO 3aBXK/IU PYXAEThCS 10 MOTOYHOTO MOJIOKEHHs M siua. Lle OyB unctuii
pursuit steering behavior, skuil HaBiTP HE NOTPeOyBaB CTaHy, HPOCTO MpsAMa
mateMatuyHa Qopmyna. [Ipore Bxke TOAl TpaBil BIIUYJIW UIIO31F0 «PO3yMHOTO)
OTNOHEHTa, 00 mMoBejiHKa Oyna mnependauyBaHOl, ajne €(GEeKTUBHOKO 1, TOJOBHE,
CIPaBEIMBOIO.

Hactynnuit sikicHuii ctpubok BinOyBcs y 1980 porii 3 Pac-Man. Topy IBatani
CTBOPUB YOTHUPHOX MPHUBHUAIB 13 aOCOJIOTHO PI3HUMH «OocoOucTocTIMU»: Blinky
nepecnigyBaB Hampsmy, Pinky poOuB 3acinky mnonepeny Ilakmena, Inky
BUKOPUCTOBYBAB CKJIQJHIITY JIOTIKY 3 YpaxXyBaHHsIM no3ullii biinki, a Knaing pyxascs
BUIIaJIKOBO, KoJin OyB naneko [2]. le OyB nepuiuii MacoBHii IPUKJIaJ BUKOPUCTAHHS
Kinpkox ckinueHux aBTomatiB (Finite State Machines, FSM) B oxniii rpi. Koxen

npuBug MaB cBoi ctanu (Chase, Scatter, Frightened, Eaten) i mepexonu mMix HUMH
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3aJIeKHO BiJl TaitMepa Ta ymoB. Came To/1i rpaBIli BIIEPILE BiUYJIIH, 110 BOPOT'H MOXKYTh

MaTH XapakxTep.

V¥ 1990-T1i1 pokwu, 3 nosisoro 3D-mryTepiB, Bumoru a0 Al pizko 3pociu. Y Doom
(1993) Boporu Bxke nepeBipsuin line of sight, BumpaBanu 3ByKu A5l IpUBEPTaHHS yBaru
1HIIIKX 1 MOTJIM BIIKpUBATH ABepl. [IpoTe iXHS MoBeAiHKa 3aIMIIaIacs CKPUIITOBAHOIO:
KOXKEH JIEMOH MaB YITKO BH3HAUCHY IOCIIIOBHICTh I Y KOXKHOMY cTaHi. binbIm
ckmamauit minxin 3’sBuBcsa y Half-Life (1998), ne commatu HECU wmormm
NeperpyrnoByBaTUCs, BAKOPUCTOBYBATH YKPUTTS, KUIATU TPAHATH 1 HABITh BIACTYIATU
npu HU3bKOMY 3710poB’i. Lle Bike Oyna iepapxiunuii ckinuenuit aBromat (HFSM), komm
OJINH BUCOKOPIBHEBUM CTaH MIT MICTUTH BKJIAJIEHI MMig-aBTOMATH [3].

CrnpasxHsa pesomorisi cranacs y 2005 pomi 3 Buxogom F.E.A.R. Komanga
Monolith Productions Briepiie y Beaukiid koMmepitiiiHii rpi 3acrocysaia Goal-Oriented
Action Planning (GOAP), po3po6aenuti Ixxepdom Opkinom me y 2003-2004 pokax.
Boporu Replica He mpocTo Manu 1iiab «BOUTH rpaBLs» 1 CAMOCTIMHO CKIaAalld IUIaH
Ti# 3 TOCTYIMHOTO HAOOPY: B3ATH YKPUTTSA, (DJIAHKYBATH, KHHYTH TPaHATy, BUKJIUKATH
HiIKpITIeHHs Toio. ['paBiil Oynu mokoBaHi: Boporu kpuyanu «He’s flanking us!»,
«Cover me, I’m reloading!», nepeBepranu cToNH A1 YKPUTTS 1 A1SUTH CKOOPIUHOBAHO.
Ile Bxe HEe OyB CKpuNT, I1e¢ OyB IUIaH, SKUH TeHEpPYBaBCS JUHAMIYHO 3aJIEKHO BiJl
cutyarii [4].

[TapanensHo po3BuBaBcs iHmMK miaxig — Behavior Trees (nepeBa moBeniHKm),
AK1 Briepiie MacoBo 3’ siunucs y Halo 2 (2004), a motim Oynin 3Ha4HO BIOCKOHAJIEH] Y
Halo 3 Ta Unreal Engine. fIxkuo FSM ctpaxnaB Big «BUOYXy CTaHiB» MPU 301IbIIECHHI
cknagHocti, To BT 1mo3BonsiB OyayBaTH 1€papxii0 MPIOPUTETIB 1 YMOB y BUIIIAI
JepeBa, IO Jierko uyuTtanocs 1 posmmuproBasiocs. Ceoromni Behavior Trees — 1ie
daktuyHo mpomucioBuit cranmapt s AAA-irop (Unreal Engine, Unity 3
NodeCanvas, Godot 3 nogatkamu) [5].

VY 2010-x pokax mouaBcsa nepexin Ao TiOpugHux cucreM. Y The Last of Us
(2013) Naughty Dog noeananu Behavior Trees 3 Utility-Based Decision Making: NPC
OI[IHIOBAJIM KUJTbKA BAapiaHTIB JIIH 3a MIKAJOK KOPUCHOCTI (HAMPUKIIAJ, «aTaKyBaTH B
106» — 30 OaniB, «3aiiTu 3 ¢Ganry» — 80 GaniB, «cxoBaTucs 1 uexkatuw» — 60 OaiB) 1

obupanu Havikpamuid. ¥ Red Dead Redemption 2 (2018—2020) Rockstar qoenu 11to
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imero 1o abcypaHoro piBHS meranizamii: koskeH NPC maB BrmacHuUW pO3KIIaj IHSA,

nam’siTaB 00pasu, pearyBaB Ha MIOr0/Ty 1 HaBITh Ha T€, Y1 YUCTUH y repost oasr. Lle Bxke
He TIpocTo Al, 11e CUMYJIALIS IIIJIOTO CYCIUIBCTRA [6].

Ocrtanni poku (2020-2025) mno3Haumimcs OOEPEKHHM BIPOBAKECHHIM
MamuHHOro HauaHHs. Y No Man’s Sky (onomienns 2020-2023) mpouenypHa
reHepallis MoBeAIHKY TBApUH BUKOPHUCTOBYE HEMPOHHI MEPEKi, HAaBUEHI Ha peaIbHUX
Bizmeo 3 YouTube. V Starfield (2023) NPC BukoprcTOBYIOTH BETUKI MOBHI MOJCII JJIs
re’epaiiii giajnoriB y peaiabHomy uaci. [Ipote kimacuuni merogu (FSM, BT, GOAP,
Utility Al) 3amumaioTecsi OCHOBOIO, 0O BOHM TmependadyBaHi, KEpOBaHI 1 HE
MOTPeOYIOTh BeNIMue3HuX pecypcis [1].

TakuM 4YMHOM, €BOJIIOLIS IITYYHOTO IHTEJEKTY B Irpax MpOMIIa HUISX Bif
OJIHOTO psAnKa KoAay y Pong no Garato TucsSY pSAAKIB y Cy4aCHUX NPOEKTaX, Bij
’KOPCTKO MPOMKUCAHUX CKPUIITIB 10 CUCTEM, 3JaTHUX CAMOCTIMHO T€HEpyBaTH TUIAHH 1
HaBITh JEMOHCTPYBaTH 3ayaTKu «0ocoOucTocTi». KokeH HOBWMI eTam HE BiAKW[IaB
MOTEPE/IHIN, a JOMOBHIOBAB HOr0, CTBOPIOIOYM 0araTolapoBl riOpUIHI apXITEKTYpH,

AK1 ICHYIOTh ChOTOJTHI.

Esontoyi Al & Bigeoirpax (ocHoBHi Bixu)

1952 1972 1980 1993 1998 2005 2007 2013 2018-2020 2023-20%5
LLleHHoH Pong Pac-Man Doom Half-Life FEAR. Halo 3 The Last of Us RDR2 Starfield, Wukong
MiHiMaKe (wax) | pursuit steering | | kineka FSM | | line of sight + arpo | | HFSM + ykpurs| | GOAP | | Behavior Trees BT + Utility Al | | cumynawia + nam'ate | | LM + knackka

—> I
’%I

D
_—

' — l

>
—

—

: | I%

1952 1972 1980 1993 1998 2005 2007 2013 2018-2020 2023-20%5
LLIeHHOH Pong Pac-Man Doom Half-Life FEAR. Halo 3 The Last of Us RDR2 Starfield, Wukong
MiHiMaKe (wax) | pursuit steering | | kineka FSM | | line of sight + arpo | | HFSM + ykpurs| | GOAP | | Behavior Trees BT + Utility Al | | cumynawia + nam'ate | | LM + knackka

Puc. 1.1 OcHOBHI eTanu eBOIOLIi IITYYHOTO 1HTENEKTY B BiJ€oirpax

[TopiBHSIHHA OCHOBHMX mapaaurM Al B irpax 3a CKIQAHICTIO Ta THYYKICTIO

noxane B Tabmuin 1.1.
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Tabmms 1.1
[TopiBHsiHHS OcHOBHMX napagurm Al B irpax
Poxnu .
Ckiaagnic .
MacCoOBOI'0 I'myukic | Ilpuxaan OcHoBHA
IMapagurma Th .
BHKOPHCTAH . e Th irop npoodJema
st peaJiizamii
Pong, Hemoxnugo
Cipuntu/Har 1970-1990 Hyxe Huspka | Space MacimTabyBat
d-coded HU3bKa
Invaders | u
Pac-Man, | BuOyx craniB
Hwuzbka- .
FSM/HFSM | 1980-2010 Cepenns | Half-Life, | mpu
Cepenns .
RE4 CKJIaJIaHHI1
Halo 3, CkmazaHo
Behavior 2004 The Last a
Cepenns Bucoka HaJIAIITOBYBA
Trees JOTerep of Us, 91 GasTac
Gears
F.E.AR.,
STALKE | Bumarae
GOAP 2?)’(1“)65;6 Bucoka fg::)ia R, PETENBHOTO
A P Cyberpun | nuzaitny miit
k
The Sims | [Torpebye
Utility Al zgi(e)l;e E;f ;};{:}1- Haiisuma | 3, RDR2, | rorkoro
A P Starfield | Troninry Bar

Came moegHaHHS 1UX MIAXOMAIB J03BOJISIE CydacHUM irpam ctBoproBaTtd NPC,

Kl HE MPOCTO pearyroTh, a i 3[al0ThCS KUBUMH 1CTOTaMH, 3aTHUMH JUBYBaTH,

JIAKATH 1 HaBITh BUKJIMKATH €MIIATIFO.
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1.2. Tpanuuiiini metoau mozaentoBanHs noBeaiHku NPC — ¢inanbHi aBTOMaTH

CTaHiB, JepeBa MOBEIIHKU Ta iX 0OMEKECHHS

TpanuiiitHi METOIM MOJIETIOBaHHS MOBEIIHKU HeirpoBux nepcoHaxiB (NPC) y
BiJI€OIrpax 3aJUIIAIOThCA (PyHIAaMEHTaIbHOIO OCHOBOIO IITYYHOI'O 1HTEJEKTY B
IrpoBill 1HAYCTpii, HE3BaXKAIOUM HA CTPIMKHM PO3BUTOK MAIIMHHOTO HAaBYaHHS Ta
HelipoHHUX Mepex. Cepell HMX OCOOJIMBE MICIE TOCIAalOTh CKIHYEHHI aBTOMAaTH
craniB (Finite State Machines, FSM) ta nepesa noseninku (Behavior Trees, BT), siki
JNECATUIITTSMU 3a0€311eUyI0Th CTa0UIbHY, IepeAdadyBaHy Ta €(PEKTHUBHY peali3alito
NPC piznoro piBHs ckiagHocTi. LI miaxoan € peakTUBHUMH 3a CBOEIO MPUPOJIOIO:
NPC pearye Ha TOTOYHUI CTaH IrpOBOTO CBITY, HE OyAyIOUH JTOBIOCTPOKOBHUX IJIaHIB
1 HE MPOTHO3YIOUM HACHIJKKM CBOiX Al Ha Oarato KpokiB ymepen. Came 14
PEaKTUBHICTh, POOWTH iX HAI3BHYANHO TIOMYJSIPHAMH Y TPOEKTAX 3 KOPCTKUMH
BUMOTaMU J0 MPOJYKTUBHOCTI Ta JETEPMIHOBAHOCTI MOBEIIHKH.

CKiHUEHHI aBTOMAaTH CTaHIB SABJISIOTH COOOIO0 MOJIENb, y sKiil moBeainka NPC
OMUCYETHCA Yepe3 CKIHUCHHY KIJIbKICTh YITKO BU3HAYEHUX CTaHIB Ta YMOB MEPEXOY
MDK HuMmH. KokeH cTaH BIANOBiZa€ TIEBHOMY HaOoOpy Mid: HampHKIa,
«MaTPYJIIOBAHHSY, «IIEPECIIiTyBaHH», «aTakay 4u «BACTY». [lepexin BinOyBaeThCs
MUTTEBO, KOJIM BUKOHYETHCS 3a/1aHa yMOBA — AMCTAHIIIS A0 TPaBIlsl MEHINA 32 TICBHE
3HAYCHHS, PIBE€Hb 370POB’Sl BIIAB HIKYE KPUTUYHOTO MOpory Tomo. L{g xoHmeniis
IHTYITUBHO 3pO3yMUIa pO3pOOHHMKAM, OCKUIBKM Haraaye OJIOK-CXeMH, SIKi
BUKOPHCTOBYBAJIMCS III€ Ha paHHIX €Tamax MporpaMyBaHHS irop. Y KIaCHYHHUX
IPOEKTaX, TaKuX K cepiss Doom um Quake, Boporu wacto kepyBainucs came FSM: y
ctaHi «idle» BOHU CTOSUIM Ha MICIIi, IPY BUSABJICHHI IpaBlisl Tepexoauyid B «chase», a
IIpU JTIOCATHEHHI MiHIManbHOI auctaHiii — B «attack». IIpocrora FSM pno3Bomsiia
CTBOPIOBATU JUHAMIYHI CYyTUYKH HABITh Ha anapatHoMy 3a0e3neueHHi 90-X pokiB.

CrpoiieHa cxeMa CKIH4YeHOro aBToMara CTaHiB JJisi TUTIOBOT'O BOpPOTra B IIyTepi

BiJI IEpIIIOi 0coOM HaBeaeHa Ha puc. 1.2.
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|'/. Retreat .\'|

|_.TiKE|E BiO rpasuA ._|

lost player / timeout

player detected

patrol complete

timer expired

" Patrol |

\ Y

Puc. 1.2 Cnpomiena cxema CKIHYEHOTO aBTOMaTa CTaHIB JJI1 TUTIOBOTO BOpOra B

uIyTepl BiJl epIIoi ocoOu

['omoBHowo mepeBaroto FSM € abcontorHa mnependadyBaHICTh Ta JIETKICTh
HaJIaroPKeHHsI: PO3POOHUK TOYHO 3HAE, B ikoMy cTaHi iepedyBae NPC y Oyab-skuii
MOMEHT 4acy, a Mepexiji MK CTaHaMH MO’KHA BIJICTEKUTH B peasibHOMY uaci. e
0COOJMBO IIHHO B 0araTOKOPUCTYBAlbKUX IIPOEKTAX, i€ MOBEIIHKAa Mae OyTu
0JTHAKOBOIO Ha BCIX KimieHTaX. [TpoTe 3 pocTOM CKIIaIHOCTI MOBEAIHKH MOE/b ITBHJIKO
ctae rpoMi3akoro. KokHa HOBa ymMOBa YM [isS BHMara€ CTBOPCHHS JOJIaTKOBHX
MePEX0/1iB, 1110 MPU3BOJIUTH IO €KCIIOHEHIIIMTHOTO YCKIaAHEHHS JiarpamMu cTaHiB. Bike
mpu 8—10 craHax cxema MepeTBOPIOETHCS Ha «CHAreTi», /1€ BIACTEKUTH BC1 MOXKIIMBI
NIEPEXOAM CTAE MIPAKTUIHO HEMOXIMBO. CaMe TOMY B Cy4acHHX MPo€eKTax 4ucTi FSM
3aCTOCOBYIOTHCS TIEPEBAXKHO JJIsi MPOCTUX CYTHOCTEW (TBapWHU, MEXaHi3MH, 0a30Bi
BOPOTH), a IS CKJIAIHININX MEPCOHAXIB BUKOPHUCTOBYIOTH 1€papXivyHi CKIHYCHHI
aBroMmatu (Hierarchical FSM), ne cranu MoXyTb MICTUTH BKJIaJ€H1 IijlaBToMaTH [7].

3HAYHO THYYKIIIUM 1 MOJAYJBHUM MiJXOJOM, SIKHM TNPUHIIOB Ha 3MIHY

knacuuauM FSM y 2000-X pokaX, cTany AepeBa MOBEMIHKH. [XHS HOMYISpHICTH
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CTPIMKO 3pocia micias ycmimuoro Bukopuctanas B Halo 2 (2004), ne Damian Isla

3amiauB rpomizakuii FSM na BT, mo g03Bonuino koMaHzl Au3aifHEPiB caMOCTIHHO
HaJIAIITOBYBATH TMOBEIIHKY €JITHUX BOPOTiB 0e3 3aaydeHHs nporpamictiB. Behavior
Tree ckitamaeTscs 3 BY3JiB YOTHPHOX OCHOBHHUX THIIB: Selector (BuOMpae meprimii
YCHIIIHUKN JTO"ipHIi By301), Sequence (BUKOHYE BCl JOYIPHI BY3JIM IOCIHIIOBHO),
Decorator (Moaudikye nmoBeiHKY 104ipHHOr0 By3Ja) Ta Action/Condition (KOHKpeTHA
mist abo mepeBipka ymoBH). Taka CTpyKTypa [03BOJSIE CTBOPIOBATH MPIOPUTETHY
iepapxito noBefinku: NPC 3aBxAu cnoyaTKy HamaraerbCcsi BUKOHATH HANWOUIBII
OakaHy mif0 (HAMPUKIAJ, aTaKyBaTH 31 CHOWHHU), 1 JHIIEC 3a ii HEMOXKJIHMBOCTI
MEPEXOAUTH A0 HACTYIHOI.

[Ipuknaa cTpyKTypHu JepeBa MOBEAIHKU JJII XUTPOTO BOPOTa THUITY «acCacHH»

IIpUBENEHUN Ha puc. 1.3.

|" BackstabPriority ‘|

|__Se|ectr:-r (NpiopWTeTHa NoBeniHKa) /.|

_ . ) h 4 § P .
|' BackstabSequence | |' FlankSequence ‘| |' DefaultMove |

\Sequence __| |.\5e-quen ce /.| |__ move_behind_player() ._|

3a CNWHOO rpaeus? |aTakyeBaTw 33agy x2 oy B nob? wpoKWi 0bxin

. . P i § Y . ) §
" BehindCondition | | BackstabAction | [ HeadOnCondition | [ WideFlankAction |
| | I | |

4 M vy M A

Puc. 1.3 [Ipuknag cTpyKTypu JepeBa NOBEAIHKHU JUIsl XUTPOTO BOPOTA TUITY «aCACUH

JlepeBa MOBEAIHKM CYTTEBO CIPOIIYIOTh MacIITaOyBaHHS CKJIQJIHOCTI: HOBa
MOBE/IIHKA JI0JIA€ThCS IK OKpeMuUi By30:1 a00 i BiANoBigHUM Selector, He 3auinaryu
pemty nepeBa. lle poouts BT imeanbHuUM 1HCTpYMEHTOM Il KOMaHn, ae Ham Al
MPAIIOI0Th HE JIMIIE MPOrpamicTH, a W redMIu3aiiHepy Yepe3 Bi3yallbHI peAaKTOpU
(Unreal Engine Behavior Tree Editor, NodeCanvas y Unity). Kpim Toro, BT

MPUPOJHUM YHMHOM MIATPUMYIOTH NIEPEPUBAHHS Ta MOBEPHEHHS 0 MOMEPEIHIX i,
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0 pPOOUTh TMOBEAIHKY OLIbII IUJIABHOI Ta <JIIOJSHOIO» TMOPIBHIHO 3 PI3KUMHU

ctpubkamu Mixk ctaHamu B FSM [8].
VY tabmuui 1.2 HaBeACHO MOPIBHSJIBHA XapaKTEPUCTHKA JIBOX PO3TIIAHYTHX
METOJIIB 3a KJIIOYOBHMHU KPHUTEPisSIMHU, L0 HailyacTille BPaxOBYIOThCS MPH BHOOPI

apxiTekTypu Al B cyyacHUX MpPOEKTaX.

Tadomus 1.2

[TopiBHSHHS CKIHUEHHUX aBTOMATIB CTaHIB Ta JEPEB MOBEIIHKU

. FSM (Finite State :
Kpurepiii ( : Behavior Trees
Machine)
: Cepenns norpedye
CKiagHICTD Jyxe Hu3bKa U1 MPOCTUX P 'H. ’ P y
S PO3YMIHHS KOMITO3UIII]
peamnizari NPC :
BY3JIIB
. Ilorana (exkcnoHeHmiiiHui | Bucoka (MOIyIbHICTD, JETKE
MacmiraboBaHiCTh ) ( : H (Moxy .

PICT MEPEX0/IiB) JIOJaBaHHS TIOBEIIHKH )
3py4HICTb s | Huzpka (motpiben kon miis | Bucoka (Bi3yasibHi
IM3aiiHepIB HOBUX IIEPEXO/IIB) pEAAKTOPH)

[IpiopuTeTHICTH CknagHo (moTpiOHI CKIIaJHI
PIOP} WO (noTp A [Mpupoano (uepes Selector)
MTOBEIIHKHU YMOBH)
ITam’s1TH CTAaHy SBHa (MOTOYHUM CTaH) HesBna (mo3uiiist B iepeBi)
: . Bigminaa OXM  BHWIIA
IIpoayKTUBHICTH Bigminnaa g (Tp | Bt
BUTpaTa 4yepe3 peKypcCiio)
: Knacuuni 2D/3D mryrepu, | AAA-tipoextn, open-world,
THUIIOB1 TPOEKTH .
miaTpopMepu CTeJIC ITPH

He3Baxkaroun Ha O4YEBHIHI NEpeBaru JEpeB MOBEIIHKH, BOHU TaKOX MalOTh
cytTeBi oomexxkenHns. [lo-nepiie, BT 3anumiaroTecs peak THBHUMU CUCTEMaMU — BOHH
HE 3/1aTHI [JIJaHYBaTH i1 Ha KIJIbKa KPOKIB ymepel 1 He BPaXxOBYIOTh JIOBFOCTPOKOBI
Haciiaku. Hanpuknaa, NPC Moxe Oe3kiHEUHO MOBTOPIOBATH CIpoOu (hiaHKyBaTu
rpaBls B CUTYyaIlli, /Ie 11e 00’ eKTUBHO HEMOXJIMBO Yepe3 reomeTpito piBHs. [lo-mpyre,
IpU CTBOPEHHI Ty’K€ BEIMKHUX JEPEB BHHHUKAE MPOOIeMa «TITHMOOKOTO BKIAIECHHS,
KOJIM BIJICTeKHMTH JIOTIKY CTa€ BaXKKO HaBiTh y Bi3yasibHOMY penaktopi. [lo-Tpere,
crangaptHi Behavior Trees morano migxoasaTh JJjIsi KOOPJUHAIT TPy areHTIB: IS
HpOro MOTpiOHI  JomaTtkoBl MexaHisMu Tumy Blackboard abo okpemmux
KOMYHIKAIlIHHUX CHCTEM, IO CYTTE€BO YCKJIaAHIOE apxiTekTypy [9]. Came Tomy B

cyyacHux mnpoektax BT uvacro xomOiHywTh 3 iHmMMEU metonamu — Utility Al as
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auHamiuHoro BuOopy nid, GOAP mns nmianyBanHa ab6o HaBiTh npoctuMu FSM sk

miJICHCTeMaMHu BeepennHi ucTs aepesa [10].

TakuM 4MHOM, CKIHYCHHI aBTOMAaTH CTaHIB Ta JepeBa MOBEMIHKH, MIOMPH CBOI
OOMEXEeHHsI, 3aJUIIAI0ThCS HAWOUIBII MOMMPEHUMHU Ta HAAIMHUMU THCTPYMEHTaMHU
mozemosanns NPC y komepuiiiaux Bigeoirpax [11, 12]. Ixns cuna nonsrae B 6ananci
MDK MPOCTOTO0, POJYKTUBHICTIO Ta MOXJIMBICTIO CTBOPEHHSI MIEPEKOHIUBOI 1TFO311

PO3YMHOT MOBEIHKHA 0€3 BUKOPUCTAHHS PECYPCOMICTKUX CYYaCHUX TEXHOJIOTIH.

1.3. Cyuacni Al-miaxoam — 3aCTOCYBaHHSI MAIIMHHOTO HABYAHHS,

€BOJIOLIIITHUX aJTOPUTMIB Ta HEHPOHHUX MEPEXK JIJIsl afanTUuBHO1 moBeaiHku NPC

VY cyyacHUX yMOBax CTPIMKOIO PO3BUTKY IrpOBOi IHIYCTpii, KOJIM TpaBIl
BHMAaramTh HE IMPOCTO PEAKTUBHUX CYIPOTHBHUKIB, a MOBHOIIIHHUX BipTyaJdbHUX
1CTOT, 3/TaTHUX €BOJIIOI[IOHYBATH PA30M 13 HUMH MPOTITOM OAHIET cecii UM HaBITh MK
CECIsSIMH, TPAJUIIMHI METOAM IITYYHOTO THTEJIEKTY MOCTYMOBO BIIXOATh HA IPYTUN
IJIaH, X04a W 3aJIMIIAIOThCS HE3aMIHHMMM JJi1 0a30Boi joriku. HoBi ropusoHTH
BIJIKPUBAIOTh TIAXO/JM, 3aCHOBaHI Ha MAIIMHHOMY HaBYaHHI, 30KpeMa TJIMOOKOMY
MIKPITUTIOBAIBHOMY HaBYaHHI, HEHPOHHUX MEpeKax Ta €BOIIOLIMHUX ajJroOpuTMax,
aK1 103BOJIsiI0Th NPC He mMpocTO BUKOHYBATH 3a3[ajerijib MPOIUCaHI CleHapii, a
OyKBaJIbHO BUMTHCS Ha JOCBIiJI, alaliTyBaTUCS JI0 1HIUBITyaIbHOTO CTHIIIO TPaBLs Ta
JE€MOHCTPYBATH MOBEIIHKY, 10 I0pa3y BUTIISAIAE YHIKATHLHOIO Ta OPTaHIuHOIO.

Oco0JMBO MOMITHUM CTaB MPOPUB Y 3aCTOCYBAHHI HABUAHHA 3 MIAKPIIICHHSIM
(Reinforcement Learning, RL), sike meperBoproe NPC Ha aBTOHOMHOTO areHTa, 1o
ONTHUMI3Y€E CBOIO MOBEIIHKY Yepe3 CUCTEMY BUHATOPO/I 1 TOKapaHb. Y KJIACUYHIN cXeMi
RL arent (NPC) cnipuiimae ctan cepeoBHIla, BUKOHYE /1110, OTPUMY€E BUHATOPOY Ta
OHOBJIIOE CBOIO TIOJNITHKY, MparHydd MaKCHMi3yBaTh CyMapHy BHHAropoay B
noBroctpokoBiit mepcnektuBi [13]. CyuacHi anroputMu, Taki sk Proximal Policy
Optimization (PPO), Advantage Actor-Critic (A2C) Tta Soft Actor-Critic (SAC),
POJAEMOHCTPYBAIM Bpakaroui pe3ylbTaTH B CKJIAJHUX 0araTOKOPUCTYBAIlbKHX

CepeIOBUILAX 1 BXKE aKTUBHO a/1allTyIOThCs Uit moBeNiHKH okpeMux NPC y BigkpuTux
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cBitax. Hampuknan, y mpoektax Ha 6a3t Unity ML-Agents Ta Unreal Engine

MetaHuman Creator po3poOnuku HaBuaioTh NPC pearyBatu He Iumie Ha
Oe3mocepeaHI0 3arpo3y, a ¥ Ha JOBIOTPUBAJI NATePHH TPaBLsS — arpecUBHICTD,
CXUJIBHICTh /10 CTENCY YM BUKOPUCTAHHS TMEBHUX MAapHIPYTiB, POOISYM KOXKHOTO
BOpOTa MO-CIPaBKHBOMY 1HIUBIAYyaIbHUM.

Cxema 0a30BOro LIMKJIy HaBUAHHS 3 MIAKPIIUICHHSAM JJIs a1allITUBHOT OBEIHKU

NPC naBenena Ha puc. 1.4.

NPC
___— (AreHT) [ T =~ _ _

— -
—
-
~

S
~

S

BukoHye i NoeepTae cTaH BuHaropona \
(action) l (state + cnocTtepexeHHs) /(reward / penalty)

|l \

\ \

AY

MoniTuka (o)
OHOBJIOETLCA rPafIEHTHO

Irpose cepeposuLle AN1IA MakKcumisauii BuHaropoam

(rpaseub, 06’ekTH, iHWI NPC)
Puc. 1.4 Cxema 6a30BOro IIUKIIy HaBYaHHS 3 MIAKPIIICHHSIM TSI aIalTUBHOI

noBemiHku NPC

[e#t muxn mae 3mory NPC 3 yacoMm «3po3yMiT», 10 KOHKPETHOTO TPaBIlL
e(eKTUBHIIIE aTaKyBaTH 3 (PJIaHry, HIXK y JIOOOBY, a00 10 Kpallle MoYyeKaTu B 3aCilll,
HDK MEpersgaodd CBOK CTPATErito 3aJI€KHO BiJ OTpPUMAHOTO AOCBIiTyY [14].

Heiiponni mepexi, 0co0JMBO TIMOOKI 3rOPTKOBI Ta PEKYPEHTHI apXiTeKTYpH,
CTaJIi OCHOBHUM IHCTPYMEHTOM ISl alpOKCUMaNii (yHKIINA I[IHHOCTI Ta MOJITUKUA B
RL-cuctemax. CyuacHi peaiizalili 4acTo BUKOPUCTOBYIOTh Transformer-Omoxu asis
00pOOKH TTOCTITOBHUX JJAHUX CIIOCTEPEKEHB, 110 103BoJisie NPC 30epiratu «mam’siTby»
po TomepeaHl Al TpaBIl HABITh MPOTATOM KUIBKOX XBWJIMH TpH. Takui miaxina
ocobmuBo edekTuBHMI y kaHpax horror Ta stealth, ne NPC mae memoncTpyBaTu
npaBAONOAIOHY O0I3HAHICTH MPO LIYMOBI CIiU T'PaBIs, HOTO 3BUYHI MapUIPyTH Ta
HaBITh EMOLIMHUN CTaH (HAPUKIIAA, Yepe3 aHali3 YaCTOTH CTPLIHOM YU IIBUIAKOCTI

pyxy). Hocmimxenns 2023-2024 pokiB noka3yoTh, 1o NPC, HaB4YeH] 3a JOIIOMOT0I0
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PPO 3 pexkypeHTHMMH IIIapaMu, 3JaTHI CAaMOCTIHHO BUBOJWTH TAKTUKH THITY

«TpUMaHKa + (praHroBwid yaap» 6€3 )0 THOT0 pyYHOTO KOTyBaHHS IUX MaTepHiB [15].

EBomromiitni anroputMu, 3okpeMa NeuroEvolution of Augmenting Topologies
(NEAT) Ta #toro cyuacui monudikaiii (HyperNEAT, ES, CMA-ES), noBepuynucs B
irpoBuii Al 3 HOBOIO CHJIOIO 3aBASKM MOKIIMBOCTI €BOJIIOIIIOHYBAaTH HE JIMIIE
nmapaMeTpu, a ¥ caMy apxiTeKkTypy HeWponHoi mepexi. Ha Bimminy Big RL, ne
HAaBYaHHS BiJOYBA€ThCS B MEXaX OJHOTO «KHUTTS» areHTa, eBOJIOLIMHI METOAH
IPaIIOIOTh Ha PIBHI MOMYJIALIN MPOTATOM TUCAY MOKOJIIHb Y CUMYJIALII, BIIOUpAIOYH
Halkpaii nmoBeAiHKoBi crpaterii. L{e mno3Bossie crBoproBatu NPC, siki 1eMOHCTPYIOTh
paguKabHO P13HI CTUJIl TPU HABITh B MEKaX OJHOTO THUITY BOpOTa — OJIMH MOXE CTaTu
HAJTO arpecUuBHUM OepcepKoM, IHIIMK — OOepeHUM CHANIEPOM, 3aJIEKHO BIJ
BUITA/IKOBUX MYyTallid, 1[0 BUSABUIUCA ycmimHUMHU [16]. OcoOnMBO LIKaBUMH €
riOpUIH1 MiIXO/IM, KOJU EBOJIONIMHUN alrOpUTM ONTUMIZYE rinepnapameTpu RL-
nonituku (learning rate, discount factor, entropy coefficient), mo npu3zBOAUTH 10
3HAYHO MIBUAIIOI KOHBEPIeHIIIT Ta Kpallloi ajanTariii 40 pI3HUX CTUJIIB IPU IPaBIIIB.

VYKpaiHCbKl JOCHIIHUKA OCTaHHIX POKIB aKTHMBHO BHBYAIOTh KOMOIHAIIIIO
€BOJIIOLIMHUX CTpaTerii 3 HaBYaHHSAM 3 MIAKPIIUIEHHSIM 11 cTBopeHHsT NPC y
peanbHOMY 4aci, ae Tpaaumiitauii PPO Moxe OyTr 3aHaaTO OBIILHUM JIJIT HABYaHHS
1] yac rpu. 3amporoHOBaHI METOJU JIO3BOJISTIOTH «JIOCBOJIIOIIIOHYBATHY MOBEIIHKY
NPC B:xe i yac irpoBoi cecii, BAKOPUCTOBYIOUH JIaH1 PO MOTOYHUI MaTy sIK (piTHEC-
¢yHKIIO, 10 BIAKpPUBAE TNUIAX JIO TMO-CIPaBXHROMY TE€PCOHATI30BAHHUX
CYNpOTUBHUKIB [17].

[lopiBHsUIBHA XapakTepucTHKa cydacHux ML-miaxodiB [0 aganTUBHOT

noseainku NPC nasenena B taOmum 1.3.

Tabmuus 1.3 IlopiBHsambHAa XapakTepucTHKa cydacHux ML-miaxomiB 10

aganTtuBHOI moBeaiHku NPC

Yac Ananra IToTrpeda B Pusui . | Haikpame
IMixxin HABYAH | Wif mix | JaHUX/CUMYJS «raracTpopi 3aCTOCYBaH
HA 4ac rpu Histx Horo HA
3a0yBaHHSD)
Yucte RL Cepenniii Bucoka |Bucoka Cepenniii JlmHaMigH1
(PPO, SAC) |Bucokuii (oHmaiiH) (MiIbHOHH peA PVE, horror,
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KPOKIB) stealth
Pi3HoMaHITHI
NeuroEvoluti [Tyxe Bucoka CTh
. Hwu3pka : . )
on (NEAT, Bucokuii odprait) napasenbHi Huszpkuii [MOBEIIHKHU B
CMA-ES) odaiin) CUMYJISIITIT) OJTHOMY THII1
NPC
Brcokuii JloBrorpusaii
['i6pun RL + (odmaitn [{yxe . D
) Cepenas Hu3pkuit KaMIIaHii,
EBomromis + BHCOKa
. MMO
OHJIAlH)
Imitation + Cepenis NPC, 110
RL (GAIL, [Cepenniii Bucoka er;vlcj)lHCT antif) Bucoxuit KOITIFOIOTh
BC+PPO) A patl CTHJIb TPaBIS

Hapeznena tabnuiisi 1EMOHCTPYE, IO HA ChOTOJIHI HAUOLIBII NEPCIEKTUBHUM €
caMe TiOpUIHUNA MiAXiJ, SIKUA CTBOPIOE MOEJHAHHS HABUAHHS 3 MIJKPIMUICHHSIM 13
€BOJIIOIIIMHUMH MeXaH13MaMHM, OCKIJIbKH BiH 3a0e3Ieuye sSK MBHAKY afaITaliio I
4yac IpH, TaK 1 JOBrOTPHUBAILY PI3HOMAHITHICTh MOBEIIHKH 0€3 pU3HMKY Aerpajanii
MOJIITUKH.

OTxe, 3acTOCyBaHHS MAIIMHHOTO HABUYaHHSA, HEUPOHHUX MEpeX Ta
€BOJIIOLIMHUX aITOPUTMIB JJ1s1 MOAieNIIOBaHH: noBeiIHKK NPC BiiKpHBa€e NpUHIIMIIOBO
HOBUHM pIBEHb 1MepcCii, KOJM BIPTyaJibHI MEPCOHAXI IMEpecTaloTb OyTH MPOCTO
«Mo00amMu», a CTal0Th CIIPAaBXHIMU OTTIOHEHTaMU, 3/TATHUMH BUUTHUCS, €BOJTIOIIOHYBATH
Ta AUBYBaTH rpaBulgd. L{1 TeXHOJIOT1i Bke MepeXxoaiTh 3 JOCIITHULIBKUX Ja00paTopii y
IIPOJAKIIIH BEJIMKUX CTYIiH, 1 B HAUOIMKY1 POKH 3 SIBISITHCS ITPH, JI€ KOKEH BOPOT

MaTHMe€ BJIACHUN «XapaKTep», CPOPMOBAHUN TUCAYAMU ITPOBUX B3AEMO/IIN.

BucuoBku 10 po3ainy 1

AHari3 ICTOPUYHOT0 PO3BUTKY Ta CyYaCHHUX MIJIXO/I1B IO IITYYHOTO 1HTEJIEKTY B
BiJICOITpaxX CBIMYUTh TPO TOCTYMOBUU TEpPEeXili BiJ JKOPCTKO JETEPMIHOBAHUX,
nependadyBaHUX CUCTEM /10 THYYKHUX, aJallTUBHUX apXITEKTyp, 3JaTHUX CTBOPIOBATU

MIMOOKY UTF03110 KUBO1, MUCIISIYOT 1CTOTH.
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TpanuiiitHi METOauM — CKIHYEHHI aBTOMATH CTaHIB Ta JepeBa IMOBEIIHKH —

3aMUIIAIOTBCS  He3aMIHHUM  (yHZAaMEHTOM  3aBISKH  CBOill  HaAlMHOCTI,
IPOJYKTUBHOCTI i IOBHOMY KOHTPOJIIO pO3pOOHHUKA, MPOTE iXHS PEaKTUBHA MPUPOJIa
Ta mpobiaeMu MacmTaOyBaHHS TMOCTYIIOBO OOMEXYIOTh MOXKIIHUBOCTI y MPOEKTaX
HOBOT'O TIOKOJIIHHS.

CydacHl TeXHOJOrii MAaIIMHHOTO HaBYaHHS, OCOOJMBO HAaBYaHHS 3
MiIKPITUIEHHSAM Ta TiOpHUIHI €BOJIOLIHHO-HEHPOMEPEXKHI CHCTEMH, BIJAKPUBAIOTH
OPUHIIMIIOBO 1HINUK piBeHb MepcoHati3auii W opraHiyHocTi mnoBediHku NPC,
MEPETBOPIOIOYN KOKHOTO BIPTYyaJIbHOTO MEPCOHAXa HAa YHIKAJIBHOTO OMOHEHTAa YU
COIO3HUKA, KM BUMTHCSA Pa3oM i3 TpaBleM 1 3/aT€H IHUPO TUBYBATH, JSKATU Ta
BUKJIMKATH €MIIATIIO.

Came rapMoHiiiHe O€THAHHS KJIACHYHUX JETEPMIHOBAHUX MIAXOIB 13 HOBUMHU
aJIalITUBHUMHU TEXHOJIOTISIMM BH3HAYa€ MOJANBIINNA BEKTOP PO3BUTKY IrpoBoro Al,

poOJISIYM BIpTYyaJibHI CBITH Jie/1alll OMMKYUMU JI0 )KUBUX.
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PO3/ILJI 2. AHAJII3 ITIPEJJMETHOI OBJIACTI TA TIOCTAHOBKA 3AJIAUI

2.1. Xapaxrepuctuka NPC y Bineoirpax — posi, TUIH MOBEIIHKH Ta BUMOTH JI0

PEaNliCTUYHOCTI B PI3HUX KaHPaX 1rop

VY cydacHiii irpoBiii iHmycTpii Heirposi mepconaxi (Non-Player Characters,
NPC) naBHO mepectanu OyTH MPOCTO PyXOMHUMH MIIIEHSIMH Y CTaTUCTaMu. BoHH
CTaJId TMOBHOIIIHHUMH aKTOPaMHU ITPOBOTO CBITY, AKi (GOPMYIOTh €MOLIMHUNA BIATYK
rpaBlis, CTBOPIOIOTH UTI03110 )KUBOTO, uxarouoro mpoctopy. Came uepe3 NPC rpaseiis
BiJluyBa€e HEOE3IeKy, HANpyTy, PaJiCTh MEPEMOTH Y Bilual mporpamry. Y HpOEKTI
Zombie Defense 3D 1151 posib po3kprTa 0COOIMBO CKPABO: TPU TUIIH 30MO1 HE MPOCTO
BIJPI3HAIOTHCS KOJIBOPOM Ta IapaMeTpaMu, a HO-pi3HOMY CIIPUIMAaIOThCs TPaBLEM Ha
€MOIITHOMY PIBHI — OJJUH BUKIJIMKAE PE3UPCTBO («HY 3HOBY L€ AYPHUI 3EJICHUID),
IpYTUil — TPUBOTY («KyAH BIH 3HUK, KOJM 5 BIABEPHYBCS?!»), TPETI — CHpaBKHIM
CTpax («MEHE OTOUYMIIH, 51 HE BCTUTHY»).

OcHoBHa posib NPC-BoporiB y xkanpi survival shooter, 10 siIkoro HajaeXuTh
peanizoBaHUl MPOEKT, — CTBOPIOBATH MOCTIWHUN THUCK Ha TPAaBIs, 3MYIITyBaTH HOTO
MOCTIMHO PyXaTUCh, TPUIMATH pillleHHS, aJanTyBaTHCh. 30M01 B Zombie Defense 3D
BUKOHYIOTh caMe€ 110 (YHKIIIO, ajie poOysTh L€ TpbOMa MNPHUHIMIIOBO PI3HUMU
croco0amu, 110 BIMOBIIAE CYYaCHUM TEHJICHIIISIM ITPOBOTO NIM3aiiHy, J€ HaBITh y
MeKax OJHOTO THITy BOpOTa MOTpiOHA BHYTPIIIHS BapiaTUBHICTH MOBeAiHKH [ 18].

[Tepuuit Tun 3om61 (Type I) mpeacrTapise KIacUUHUM PEAKTUBHUM 1HTEJNEKT,
axui foMinyBaB y mrytepax 2000-x — mouatky 2010-x pokiB. Lle «m’sico», sike 01KUTh
psIMO Ha TPaBlisl, pearye MUTTEBO, ajie adCOIOTHO nepeadadyBaHo. Taka moBeAiHKa
17IeaTbHO MAXOJUTH JJIi CTBOPEHHS «M’ SICOPYOKM» — CHUTYyaIlii, KOJIH TpaBellb
MOYYBAETHCS BCEMOTYTHIM, MOKH BOPOTiB HeOararo, ajie MIBUJKO BTpayae KOHTPOJIb
npu 301IbIIEHH] iXHBOT KUTbKOCT1. Came ToMy B Ipo€ekTi Type I 30M01 MaroTh HallBUILILY
0a30By MIBHIKICTb 1 BUKOPUCTOBYIOTH Fuzzy Logic mjis AMHaMiYHOTO PO3TOHY —
rpaBelb (i3UYHO BiAUyBa€, K 30MO1 CTa€ MIBUIIIUM, KOJIM 3JI0POBUM 1 OJIU3BKO, 110

HiACKHIIIOE BiqayTTs 3arposu [19].
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Ha mpotusary im Type Il 30M01 BTiTI0I0TE AeniOepaTUBHUMN MIAX11, SKUI CTaB

CTaHAApTOM Yy BUCOKOOMOmKeTHHX irpax micis 2015 poky (The Last of Us Part II,
Resident Evil Village). 1li ictoTu He mpocTo pearyioTh — BOHHU IUIaHYIOTh. BoHH
CBIJJOMO YHHUKAIOTh MPSMOTO MiIXO/y, HAMaraloThCs 3aiTH 3331y, 3aBMHUPAIOTh KOJIU
Ha HUX JUBJIATHCS. Taka IMOBEIIHKA CTBOPIOE 30BCIM IHIIMH eMOLINHHUN edeKT:
rpaBellb epecTae MoYyBaTUCI MUCIHUBIIEM 1 caM cTae 3100uu4to. Y Zombie Defense
3D ueit edext mocuimoeThcsi MexaHikoo «Weeping Angels» — 30M01 pyxaerbes
MIBUAKO TUTBKH KOJU T'paBellb HE JUBUTHCS, IO BUKIMKAE CIPABKHIO MAapaHOIO Ta
3MyIIIye noctiiiHo ooepratucs [20].

Type III 30M01 AEMOHCTPYIOTh HACYYaCHIIIMNI TIAX11 — FIOPUIHANA 1HTEJIEKT 3
ejeMeHTamMu koopauHariii 3rpai. [loniOHi cuctemu moskHa cnioctepiratu B Left 4 Dead
(2008), ane TaM BUKOPHCTOBYBABCSI CKPUIITOBAaHA PEXUCYpPA, TOAl K Y CTBOPEHOMY
IPOEKTI KOOpJWHAIlA TOBHICTIO nuHamiuHa uepe3 Blackboard ta GOAP. 3omo61
CBIJOMO XOBAIOTHCS 3a YKPUTTSMH, PO3MOJUISIOTHCS MO KOJIy HABKOJO TPaBIIf,
aTaKkylTb CHHXPOHHO. L{e cTBOpIO€ BIAUYTTS, HIOM IpaBellb OOPETHCS HE 3 OKPEMUMU
MOHCTPaMH, a 3 €JUHUM PO3YMHHUM OPTaHi3MOM — €(eKT, KUl 0COOJMBO CHUIBHO
MPOSIBIIAETHCSA B survival horror 1 TakTHaHUX myrepax [21].

OxpiM poiii BoporiB, y pizHux xaHpax NPC BUKOHYIOTh MPHUHIIMIIOBO pPi3HI
byHKII1, Mo O0e3MmocepeIHbO BIIMBAE HA BUMOTH JI0 IXHBOI IMOBEMIHKHA. Y POJHOBHX
irpax (RPG) NPC nacammnepes; € HOCIsIMU HapaTUBY Ta cOLliaibHOI B3aemonii. Tyt
BaXJIMBIIIA HE 00iloBa €(PEKTUBHICTh, a MPABAOMOAIOHICTh peakxiliii Ha Ail TpaBlif,
1am’siTh IIPO MONEPEIHI BUNHKH, EMOLIHA BUpPa3HICTh. Y Biakputux cBitax (GTA V,
Red Dead Redemption 2, Cyberpunk 2077) NPC cTBOpIOIOTH 11103110 )KMBOTO MiCTa:
pearyroTh Ha IMorojay, 4ac Ao0u, 1ii rpaBlis, MarOTh BJIACHI PO3KJIAIH.

Ocob6muBo 1ikaBuii Bunagok — survival horror, ne NPC-poporu maroth He
MPOCTO BOMBATH TPABIIs, a JSKATU MOTO0. Y TaKWX Irpax peagiCTUYHICTh MOBEIIHKH
BTOPWHHA TOPIBHSHO 3 TICUXOJIOTTYHUM THUCKOM. Knmacwunuii npukian — Nemesis y
Resident Evil 3 Remake, sxuit nepeciniye rpaBus no BCboMy MicTy, a00 Xenomorph
B Alien: Isolation, unst moBeniHKa 6a3yeTbcs Ha CKJIaIHINA CUCTEMI CEHCOPIB Ta CTAHIB.
VY po3pobiienomy nipoekti Type Il 30MO1 BUKOHY€E caMe 110 POJIb — CTBOPIOE TTOCTIHHE

BITUYTTS HEOE3MEKN HABITh KOJIM BOPOT HEBUIUMHUM.
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Tabmms 2.1

Bumoru o peanictuunocti noBeainku NPC y pi3HHX KaHpax irop

KarouoBa puxkaagu | Tun Al mo
Kanp | OcHoBHa poJb NPC pHIIAL > M
BuMora a0 Al irop NepeBaKae
[IBuaka Doom
ApxkaaHi ) ) ) €aKIisi, IpoCTl 2016), PeaktuBHUMit
praj MiiiieHi i cTpuibOu Peaxiis, p ( )
HIyTepH 111a0JI0HN Doom (FSM)
[MOBEIIHKHU Eternal
WHaMIYHa ) .
Survival | CtBopenHs faHTa 11 Left 4 Dead, | I'ibprannit
Shooter HOCTiI;“IHoro TUCK B);[ iaTI/II_IBH,iCTB Zombie (FSM + BT
y p Defense 3D | + GOAP)
aTak
Komanna Rainbow .

. . A Behavior
Taktnuni | Koopaunaris, TaKTHKA, Six Siege, Trees +
nrytepu | pIIaHKyBaHHSA MPUHAHSITTS Ready or -

: Utility Al
pILIEHB Not
Peanictrnuni
RPG/ CoriaiabHa Jajiaory, The Witcher | GOAP,
Open B3a€EMO/I1A, CUMYJIAILIIS 3, Baldur’s | miamorosa
World MIPaBAOMOAIOHICTh nmoBcakaenuoro | Gate 3 cucrema
KUTTA
) . Hecnoxisani Resident Cxnanai
. IIcuxonoriunui .
Survival . peakii, ckinagna | Evil Village, | FSM +
Horror ’ . CEHCOpHA Alien: CEHCOpHI
Herepen0avyBaHICTh :
MOJ€EIb Isolation CUCTEMHU
Edex -

de THBHC [TnmanyBanHS, StarCraft 11, | Utility Al +

Crparerii | ynpaBJiHHS ST
orrruMmizawisa gii | Total War TJIAaHYBaHHS
pecypcaMu

[{s1 TaGnuIIs YITKO IEMOHCTPYE, 1110 B CYYaCHUX Irpax B3Ke HEAOCTATHHO OJTHOTO

niaxony 10 Al — ycnimiHI OpO€eKTH KOMOIHYIOTh KUJIbKa CHCTEM 3aJIeKHO BIJ POl

MepCoHaXka.

Oco06MBO MOKA30BUM € €BOJIIOIISI BUMOT J0 PEATICTUYHOCTI B MEXax OJTHOTO

xaHpy. ko y knacuyHux 3omoOi-mytepax tumy Left 4 Dead (2008) Bucrtauasno

npoctoro FSM 3 kilbkoMa cTaHaMu, TO B Cy4aCHHUX IMPOEKTAX I'PaBLi OUIKYIOTh 3HAYHO

oinbmie. Y Dying Light 2 (2022) 30M61 MatoTh J0OOBU LMK MOBEIHKH, PEaryrOTh Ha

CBITJIO/IIIYM, Pi3HI TUIIU MAIOTh Pi3HI MaTepHU. Y Hamomy mpoekTi Zombie Defense

3D us TeHmeHIis JOBEACHA 10 JIOTIYHOTO 3aBEpIICHHS B MEXKax HaBYAIBHOI
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JE€MOHCTpalii — TpU MPUHIUIIOBO pi3HI apxiTekTypu Al B oaHIN Tpi, IO T03BOJISIE

IPaBIIO BIIYYTH BCIO €BOJIOIIIO 1IHTENEKTY BOporiB 3a 10-15 xBuiuH rpu.

TaxuMm ynHOM, cydacHi BuMoru 10 NPC y Bigeoirpax Mo>kHa 3BECTH JI0 TPhOX
KIIFOYOBUX MPUHIUIIB: BapiaTUBHICTh MOBENIHKH (TpaBelb HE MOBUHEH 3BUKHYTH),
aJanTUBHICTB (peakiiis Ha Jii TpaBlisl) Ta eMmoliiiHa Bupa3HicTh (NPC mae BukimkaTu
eMoIlii, a He TUIbKM MeXaHIuHy peakiiito). [Ipoekt Zombie Defense 3D € sckpaBoro
UTIOCTpAIll€l0 TPAKTUYHOT peanizalii IUMX IPUHILHUIIB TPhOMAa PI3HUMU METOJaMH, 110

poOUTH HOT0 HE IPOCTO IPOIO, & HABYAIILHUM MOCIOHUKOM 3 Cy4acHOro irpoBoro Al.

2.2. Ilpo6iemu moaemtoBanHs moBeainku NPC — aganTariist 10 Aiit TpaBIis,

eMoIliiiHa TTIMOMHA Ta B3a€MOJIS 3 IFPOBUM CBITOM

CydacHi 1Irpy BUMAararoTh BiJ HEIrPOBUX NEPCOHAXKIB HE MPOCTO peakuii Ha
rpaBIis, a CTBOPEHHS MMEPEKOHINBOTO BIIUYTTS )KUBOTO, MUCIISTYOTO MPOTHUBHUKA, SIKHU
3/1aTeH TUBYBATH, JSIKATH M 3MYIIyBaTU MOCTIMHO 3MIHIOBATH TAKTUKY. Y MPOEKTI
«Zombie Defense 3D» 111 BUMOra po3B’siI3y€TbCSA 4Y€pe3 CBIJOME MPOTUCTABICHHS
TPHOX MPUHITUIIOBO PI3HUX APXITEKTYP MITYYHOTO IHTEJIEKTY, KOJKHA 3 IKUX TI0-CBOEMY
J0J1a€ KJIacH4HI OOMEXKEHHS TPaJMIINMHUX MIAXOAIB 1 JEMOHCTPYE Pi3HI TpaHi
ajianTarii, eMOIIHOCTI Ta B3a€MO/Iii 31 CBITOM [22].

[epmmit Tum 30M01, MOOyIO0BaHM HA KOMOIHAIIT CKIHYEHHOTO aBTOMATa CTaHIB
(FSM) Ta HediTKOi JOTIKH, SICKPAaBO UIIOCTPYE OJIHY 3 UEHTPAIbHHUX MpoOeM
PEaKTUBHUX CHUCTEM — Opak CHpaBXHbOI ajanTanii Mpyd BUAMMIA €MOUIAHINA
BapiaTuBHOCTI. 3aBasiku fuzzy inference system 3 TpamermienoaiOHUMU (QyHKIIISIMU
HAJICKHOCTI JIJIs1 3MIHHUX «3JI0POB’S» Ta «B1JCTaHb» 30MO1 TJIABHO 3MIHIOE IIBUAKICTh
Bix 0,7% mo 1,5% 6a30B01, CTBOPIOIOYH 1JTFO3110 3POCTAHHS arpecii uu maHiku. ['paBenb
BiIUyBa€, 110 NEpe] HUM HE MPOCTO MEXaHi3M, a ICTOTa, fKa <«GIIIIAEThCS» MPU
NOBHOMY 3JI0pOB’i W «IAHIYHO BIACTyNa€» MpU KpUTUYHOMY ypoHi. [Ipore us
eMoIliiiHa TMOWHA € CYTO TMOBEPXHEBOIO: PyX 3aBXKIU MPSMONIHINHUN, OTOYEHHS
MOBHICTIO ITHOPYEThCSA, @ IMOBEAIHKA MICHS KIIBKOX XBWJIb CTa€ a0OCOIOTHO

nepenbauyBanoro. Came TOMYy HaBiTh CKJIaJHa HEYITKA JIOTIKa HE 3/aTHA



31
KOMIIEHCYBAaTU (PyHIaMeHTallbHy oOMexeHicTh FSM y cuTyamisix, Kojau HoTpiOHa

MPOCTOPOBa 0013HAHICTh UM JOBIOCTPOKOBA TakTHKa [19].

Ha nportuBary mpomy apyruii Tum 30M0i, peasii3oBaHUl dYepe3 JIepeBO
noBeninku (Behavior Tree), neMOHCTpye SKICHO BHINMN piBEHb aganTaiii A0 Iid
rpaBiig B peanibHOMY 4Yacl. Koxen Tik iepapxis BT oliHIOe reoMeTpiro cUTyarlii 3a
JIOTIOMOTOI0 CKaJISIPHOTO TOOYTKY BEKTOPIB: SKIIO KYT MK HalPSIMKOM PyXy 30MO01 Ta
BEKTOpOM 10 rpaBiyl mepesuntye 144° (dot product < 0,8) i BomHOYac rpaBellb
nuBHUTHCS B 01k 30M01 (dot product player facing-to zombie > 0,5), cucteMa MUTTEBO
MEPEeBOJUTh TMEPCOHAXA Yy CTaH IIUPOKOro (IaHKyBaHHS a00 TMOBHOI 3YMHHKH.
MexanizM agantuBHO1 MBUAKOCTI (0,3% Koau B 1ol 30py, 1,2X KOJIU BiJIBEPHYBCH)
CTBOPIOE TOTY>KHHUM Tcuxoyioriunuii edekt «llmauyunx SHromiBy, BiloMu# Ie 3
Doctor Who, ane Bnepiie CuCTEMHO 3aCTOCOBAHMI y MacoBHX irpax jumie y 2020-x
pokax [23]. I'paBellb BUMYIIICHUI MOCTIHHO KOHTPOJIIOBATA OTOYEHHS, /K€ HaBITh
KOPOTKE BIJBEPHECHHSI KaMe€pHW MPU3BOJUTH 1O CTPUOKOMOJIOHOTO HAOIMKEHHS
Bopora. TakuM YMHOM JIOCSTA€ThCS CHOPaBXKHA €MOllifHa TIuOWHA — BIAYYTTS
MIJICTYIHOCTI ¥ XUTPOCTI, a HE MPOCTO «arpeciin.

HaiiBumuii cTymiHb ajamnraiiii Ta B3a€MOJii 3 ITPOBUM CBITOM J€MOHCTPYE
TpeTiii Tun 30m01, mobynoBanuit Ha GOAP-manepi 3 BUKOPUCTAHHSIM TATEPHY
Blackboard. Tyt yxe ne okpemuii NPC, a 11i51a 3rpast pyHKITIOHYE€ K € JUHUI OpraHi3Mm,
3MaTHUM 10 KOJIEKTUBHOTrO muianyBaHHs. Ha da3zi «Gather Near Cover» koxkeH 30M0i
CaMOCTIMHO 3HAXOJUTh HAWOIMKUY JO TPaBIls MEPENIKOAY, OOUUCITIOE BEKTOp Bij
IpaBl [0 NEPEIIKOAM Ta 3aiiMae MO3ULII0 3 NPOTUIEKHOrOo OOKY, (DaKTUYHO
XOBaro4yuch 3a ykpurTsM. HactynHa ¢aza «Swarm Surround» BHKOPHUCTOBYE
TPUTOHOMETPUYHE KOJIOYTBOPEHHS: KOKEH YYaCHHK OTPUMYE CBIM yHIKaIbHUU KYT
360°/N, ne N — nmotouHa KinbKicTh xkuBuxX Type III, 3aBasiku 4oMy 3rpas aBTOMaTUYHO
nepeOyI0By€eThCS HAaBITh Micis BTpaT. CHHXPOHI3AIS 3/[1HCHIOETHCS] BUKITIOYHO Yepe3
Blackboard — crinbHy mo1iKy mam’sTh, Kyau KO)KEH 30MO1 3aMCY€ CBOKO MO3MINIO Ta
CTaH FOTOBHOCTI, a BCl 1HII YUTAIOTh 110 1H(QOpMaIio 0e3 mpsaMoro 3B’s3Ky [24].
JIumre xkomu KUTBKICTh TOTOBUX gocsrae mopory (>2), GOAP mo3Bomsie mepeitu 10
da3zu «Swarm Attack» 3 miaBumieHum yponom x1,5. Taka apxiTektypa 3a0e3neuye He

JIMILIE TAKTUYHY, a i eMOLIHY ITHOKHY: IpaBellb BiT4yBa€e ce0e OTOUEHUM MUCIISTYUM
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PO€EM, SIKHIT BUKOPHUCTOBYE OTOUYCHHSI, KOOPAMHYE JIii i Kapae 3a HAMMEHITY MTOMUJIKY

MO3UI[IOHYBaHHSI.

TakuMm yuHOM, TIPOEKT «Zombie Defense 3D» Ha04HO MOKa3ye €BOJIIOIIAHMIA
NUISIX BUPIMICHHS KIIOYOBUX TpooOsiem monemtoBanHs NPC: Bif 1110311 eMOIiitHOCTI
4yepe3 HEeUITKY JIOTIKY IIPH MOBHIN TaKTUYHIN CIIMOTI MEPIIOTo THUITY, YEPE3 CIIPABKHIO
IPOCTOPOBY aJamnTallil0 Ta TCUXOJOTIYHUN THUCK JPYroro, 10 KOJEKTUBHOIO
TaKTUYHOTO 1HTEJIEKTYy TPEThOrO THUIY, SKHM BUKOPUCTOBYE YKPUTTSA, JUHAMIYHO
nepeOyaoBye opmarlii Ta Kapae rpaBlis 3a BTpAaTy KOHTPOJIIO HaJ cuTyalier. Koxxna
HACTYIIHA apXiTEKTypa HE MPOCTO JAOJA€ HOBI aNTOPUTMHU, & MPHUHIMIIOBO 3MIHIOE
€MOIITHUI TOCB1J IPaBIs, IEPETBOPIOIOYH 30MO1 3 POHOBUX «TapMaTHOTO M’sicay Ha

MOBHOIIIHHUX IMPOTHBHUKIB 13 BJIACHOIO JIOT1KOIO BMKMBAHHS Ta MOJFOBaHHS [25].

2.3. ®opmMmadmizailis 3a7a4i — BU3HAYCHHS KpuTepiiB edekTuBHOCTI Al-Moeneit,

IIOCTaHOBKA MaTCMAaTHYHUX Ta aJ'IFOpI/ITMi‘-IHI/IX 3aga4d a1 MOACIIFOBAHHA

dopmaizaiis 3aga4di MoaentoBanHs noseainku NPC y rpi Zombie Defense 3D
MoJIATa€ B MOOYIOBI TPHOX MPHUHIIUIIOBO PI3HUX APXITEKTYp IITYYHOTO 1HTEJIEKTY,
KOXHA 3 SIKUX BUPIIIYE OAHY 1 Ty 3k 0a30BY 3a71a4y — HAOJIMKEHHS JI0 TPABIIS 3 METOIO
HaHECEHHS KO — aJie PI3HUMHU MaTEMAaTUUHUMU Ta aJITOPUTMIYHUMU 3aC00aMu, 1110
IPU3BOJNTE A0 SIKICHO BIIMIHHMX MaTEPHIB IMOBEIIHKH Ta, BIAMOBIIHO, PI3HUX
CTpaTeriii BU’KMBaHHS rpaBus [26].

3aranpHa 3a/1a4a Uil BCIX TPbOX THUIMIB 30MO1 MOxke OyTu c(opMyibOoBaHa SIK
MOIIIYK ONITUMAJIBHOT TPAEKTOPIT Ta PEKUMY PYXY B pealIbHOMY Yaci, [0 MIHIMI3Y€ Yac
JNOCSITHEHHS 1Tl (TpaBIlsl) TpU 3aJaHUX OOMEXKEHHSX (30pOB’sl, BUIUMICTD,

MO3UIIIOHYBAHHS BIIHOCHO 1HIIUX areHTiB). @opMasibHO:

T
min f dt 3a yMOBOI0O ||pz(y) — pp(t)|| < Tattack » M, (t) > 0 (2.1)
v(Ow®) J

ae V(t) — miHifHA MBUAKICTH 30MO1,
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@®(t) — KyTOBa IBUJIKICTH TIOBOPOTY,

P2(t), pp(t) — mo3mii 30mM0i Ta rpasi,
T — MOMEHT JTOCSITHEHHS 30HH aTaKH,
hp,(t) — motoune 310pOB’s 30MOIi.

Came crmocobu mapameTpu3allii Ta po3B’si3aHHS 1€l 3a1adi  paguKaIbHO
BIJIPI3HSIOTHCSA MK THIIAMU, IO 1 CTAHOBUTH HAYKOBY IIIHHICTh MPOEKTY.

s Type | (FSM + Fuzzy Logic) 3a1aua 3BOAMTHCS 10 PEAKTHBHOTO YIIPABJIIHHS
CTaHaMU 3 HEYITKUM MOoAU(IKaTOpoM MBUAKOCTI. CTaHU (HOpMaANBHO ONMUCYETHCS SIK

KOPTEX

S$=(0,%96,q0F) (2.2)

ae Q={IDLE,MOVErotarcer,ATTACKrarceT,RETREAT}, a ¢yukmis nepexomy o
3QJIKUTH BIJl IBOX YMOB: JUCTAHIII /10 TpaBIs Ta motounoro HP [27].

[IBMAKICTE pyXy BU3HAYAETHCS YE€pE3 HEUITKY JIOTIKY Mamani. BXigH1 3MiHHI:
HP €[0, 100]%, Dist € [0, 50] m.

@DyHKIIT HATEKHOCTI (TpanemienoioHi1):

_ (30—hp 45—-hp
Uiow (hp) = max (mm( 30 1, T ), O) (2.3)
. (hp—30 70— hp
Hmedium (hp) = max (mm ( 50 ' 15 ) ) O) (2.4)
. (hp =55
Hnign(hp) = max (mm (T' 1) ) 0) (2.5)

Amnanoriuno ais aucraniii (close: 0-8 m, medium: 5—18 m, far: 15+ m).
Arpecisi 00YHCITIOETRCS 3a TTpaBuUiIaMu 3 MiHiMyMoM Juist AND Ta makcumymMom

JUISL arperaiiii, 3 oAaJIbIIo Aedaz3udikaiiero METOI0M MAKCUMYMY:

aggression = max (.uveryhighr .uhighr HUmedium., :ulow) (2-6)

OcTtaTo4Ha HIBUAKICTD:
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1.5,aggression > 0.7
V = Upgse X 11.0,0.4 < aggression < 0.7 (2.7)
0.7,aggression < 0.4

B CTaHi RETREAT HaIPsIMOK pyxy 1HBEPTYETHCSI:
direction=—normalize(playerpsition—20MbDi€yqsition).-

Hiarpama craniB FSM st Type I 3om01 mpencrasiena Ha puc. 2.1.

(" ATTACK_TARGET |

Puc. 2.1 Jliarpama CKIHUEHOTO0 aBTOMATY 3 HEUITKOI MOAU(DIKAIIIEIO MIBUIKOCTI IS
Type 1 30M01 (3eneHuit)

Hst Type II (Behavior Tree) 3amaua nepeopMynbOBY€EThCA SIK 1€papXiuHUN

BUOIp HAWBUTIAHINIOI TAaKTUKH 3 mpioputeramu. OCHOBHUN KpUTEpid NPUNHATTA

pILIEHHS — KYT MIDK HAaIIPSIMKOM TOTJISAY TpaBls Ta BEKTOPOM J10 30MO1i:

-

£t o N
Jo Lz I,ﬁ) = —basis.z(player),t, = normalize(zombiepoS — playerpos)(2.8)

sz
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Axmo 6>100° (to6to cosf<cosl00°~—0.173) 1 pucranmis < 2.25 M —

BUKOHYEThCS backstab 3 MHOKHHKOM ypoHy X2 [28].
Sxmo v, t,>0.8 Ta cos0>0.5 — 30MO01 BU3HAETBCA K TAKMH, IO HIE «B JI00», 1

3aIyCKa€eThCs MUPOKUN (DIIAHTOBHUIM MaHEBP 3 paJilycoM § M.

AnanTtuBHA MIBUIKICTH:

0.3,cos6 > 0.5 (rpaBenyb AUBUTHCA)

1.2,cos8 < 0.5 (rpaBenb iHe UBUTHCS) (29)

UV = Vpase X{

Ile cTtBoproe edext «llmauyyoro HHroma» 1 BHMYyLIye TpaBls MOCTIHHO
KOHTPOJIIOBATH OTJISAI.

st Type III (GOAP + Blackboard) 3anaya ctae 3aBianHsaM miaHnyBaHHS [l y
IpylOBOMY KOHTEKCTI 3 JUHAMIYHUM neperuianyBanHsaM. Ctan cBity W — GiHapHUi
BeKTOp po3mipHocTi 4: [gathered, surrounding, swarm_ready, attacking] [25].

Koxna gist A mae:

— preconditions (Bumorn)

— effects (pe3ynbTar)

— cost = 1.0 (Bci i piBHOIIIHHI 32 BapTICTIO)

[Tnanep BukopuctoBye A* 3 €BpUCTUKOIO:
f(n)=g(n)+h(n), h(n)=kinekicTs HeBUKOHaHKUX Preconditions mo wiii attacking: true

Koopnunanis yepe3 Blackboard 3a0e3meuye cuHXpOHI3aIliio: KOXEH 30MOi

orpumye cBiii inaekc 1 3 N = Blackboard.get_type3_count(), o0uunciroe KyT:

2w 1

91': N

+ (poffset (2-10)

1€ Qoffset—BUTMAIKOBUM 3CYB JIJISI YHUKHEHHS 171€aIbHOT CUMETPIi

[To3uwist B popmartii:

cos 6;

Ptarget = Pplayer T R- Silg)@i ,R=5.0m (2.11)
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[Ticnst mocsirHeHHs Beima (swarm_ready = true) BUKOHY€EThCS OJJHOYACHA aTaka
3 MHO>KHUKOM ypoHY X 1.5 mpoTsiroM 10 ceKyH/I, micIis 9OTo UK CKUIA€THCS.

TakuMm YWHOM, TpU MOJENTI BUPINIYIOTH OJHY 3aJady TpbOMa IMPUHITAIIOBO
pPI3HUMH CIIOcOOaMU: peakTHBHO 3 HeuiTkoro anantaiiero (Type 1), mpioputeTHo-
TaKTUYIHO 3 reoMeTpuaHUM To3utionyBaHHsaM (Type II) Ta naaHoBO-KOOpAMHALIIWHO 3
posnoaiiom o koxy (Type III), mo maremaTudro ¢opmaiizye KIaCHUHY Tpiagy

PEaKTUBHICTh — JIeNI10epaTUBHICTh — T1OPUIHICTh CydacHOTo irpoBoro Al.

BucHoBku 10 po3ainy 2

[TpoBenenwuii anami3 mpeAMETHOI 00J1aCTI YITKO 3acBiquye, mo cydacHi NPC y
BiJIeoirpax nepeTBOPUITUCS Ha KIFOYOBHM €I€MEHT €EMOIIIMHOTO i TAKTUYHOTO BILTUBY
Ha rpaBls, a iXHS MOBEIIHKOBA PEANICTUYHICTh BU3HAYAETHCA HE JIMIIE TEXHIYHOIO
CKJIQJIHICTIO, a ¥ 3/JaTHICTIO BUKJIMKATH CHJIbHI, PI3HOMaHITHI €MOIIi1 — BiJl MPe3UpCTBa
710 CIIPAaBKHBOTO JKAXY.

[Ipoext Zombie Defense 3D nemoHcTpye eBomtomito irpoBoro Al 'y
KOHIIGHTPOBAHOMY BHWIJISiZI: TP THUNM 30MO1 BTUIIOIOTH TPH ICTOPUYHI Ta
KOHIIeTITyasbHI mapaaurmu — peaktuBHy (FSM+Fuzzy), nenibeparuBny (Behavior
Tree) Ta riopunHo-konekTuBHY (GOAP+Blackboard), — mo3Bossitoun 3a mideHi
XBUJIMHY TPU BIAYYTH BECh IIUISAX PO3BUTKY IHTEJEKTY BOPOTiB 32 OCTaHHI JBAUSAThH
POKIB.

dopmarizoBaHa 3ajada MiHIMI3aIli 4Yacy JOCATHEHHS TpaBIl MPH PI3HUX
apXITEeKTYPHUX OOMEXEHHSIX Ta MaTEMAaTUYHUX anapaTax MiATBEPIXKYE, 0 eMOLl1iHa
rmOruHa W TakThyHa mnepekonnuBicTb NPC BuUHMKaIOTH HE 3 00cCATy KOOy, a 3
IpaBUJIBLHOTO BUOOpPY MOJIEl BIANOBIJHOCTI TMOCTaBJIEHIN ApaMaTypriyHid MeTi,
POOJISIYM TIPOEKT HE JIUIIE ITPOBUM MPOTOTHUIIOM, & M TI€BUM HAaBYAILHUM TTPUKIAIOM

Cy4acHOTO JU3aliHy IITYYHOTO 1IHTEJICKTY.
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PO34UJI 3. PO3POBKA MOJEJII

3.1. KoHnenTyaibHa apXiTeKTypa Mojielli — IHTerpailisa reinforcement learning

ta conversational Al nus muaamMiyHol moBeainku NPC

Po3pobiiena mopens sBisg€e co0OI0 €BOJNIOLIWHE PO3MIMPEHHS 1CHYIOYOi
apxiTekTypu npoekty Zombie Defense 3D, ne Tpaaumiitai meroau (FSM 3 HewiTKOIO
norikoto, Behavior Trees ta GOAP 3 Blackboard) momoBHIOIOTBCS Cy4acHUMH
migxogaMd Ha OCHOBI reinforcement learning Ta conversational Al [29]. Taka
iHTerpanis no3sosisie NPC He mpocTo BHKOHYBAaTH 3a3falieriib 3anporpamMoBaHi
MaTepHU, a TOCTYNMOBO aJanTyBaTUCA A0 CTUJIIO TPH KOHKPETHOTO TpaBIsl Ta
«OXKUBJISITU» MOBEAIHKY Yepe3 KOHTEKCTHO-3aJIeXKH1 3BYKOBI peakKllii, 110 CTBOPIOIOTh
e(eKT ChpaBXKHBOI MPUCYTHOCTI 30MOI1. 3aMICTh CTATUYHUX CTPATETId KOXKEH THUIl
30M01 oTpuMye BiaacHuUM RL-areHt, sikuil y peaJilbHOMYy 4acl ONTHMI3y€e NapameTpu
cBO€1 0a30BO1 cucTeMHU (Barm HEYITKUX MHOXHH aisi Type I, mpiopuTeTu TiIoK y
Behavior Tree nnst Type 11, Bapricts aiii y GOAP s Type I11), a conversational Al-
MOJIYJb TEHEpy€e IWHaMIuHI BOKami3amii (KpuKd, OypMOTIHHS, TIy3/uBI (pas3m)
3QJIEKHO BiJI TOTOYHOT'O €MOIIIMHOTO CTaHy areHTa Ta 1CTOpii B3aeMoJii 3 rpaBlEeM
[30].

KonnenryanbHo apxiTekrypa moOyJoBaHa 3a TPHUHIMIOM TiOpUIHOTO
IHTEJIEKTY: HUXHIA PIBEHb — KJIACU4YHI PEAKTHUBHI Ta JeNi0epaThBHI cucTeMHU (IO
3anumuiancs 0e3 3MiH 1S 3a0e3MeYeHHs CTaOUTbHOCTI Ta MPOAYKTUBHOCTI), CEpPEIHIM
piBeHb — RL-areHT, siknii HaBYA€THCS HA €MM130/1aX XBUJIb 1 KOPUTYE TimneprapaMeTpu
0a3oBux Al, BepxHiil piBeHb — conversational Al nHa 6a3i nerxkoi LLM (nanpuxinaz,
muctwiboBadoi Phi-3 a6o Llama-3-8B-Instruct), mo otpumye Bim RL-arenta
eMOI[ITHUHN BEKTOP (arpecis, CTpax, BIEBHEHICTb, (hpycTpallis) Ta FEHEPYE BIANOBIAHY
ayi0-peaKIliio YKpaiHChKOK YW aHTJIIMCHKOI MOBOIO 3aJIEKHO BiJI HaJallITyBaHb
rpasiis. Lle mo3Bossie mocartu Bpakardoro edekty: 30M01, SKOro TpaBellb MOCTIHHO
BOMBAE 3 OAHOTO OOKY, 3 4YaCOM «HABYAETHCS» YHHUKATH IHOTO KyTa, a HOTO KPUKHU

CTaIOTh JieJai BiIUYalIyIIHIIUMA a00, HABMAaKH, 3JI0BICHO-CIIOKIHHUMU.
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Ha puc. 3.1 mpeacrasieHo miarpaMy BapiaHTIB BUKOPHCTAHHS, IO 1TIOCTPYE

B32€EMO/IIF0 OCHOBHHX aKTOPIB 13 PO3IIUPEHOI0 CHCTEMOIO.

CucteMa auHamiuynoro Al

’Fp aTu B Fp y )

/’/?
o R

T }:::'-Ei?.annﬂimaam YDOH NPCJ

s — -
Npaeeub
'{E‘)T[JI-'IM}FEETH ayﬂ,in-ai,urw{:i-
D HOBNIOEATW NapameTpu AI
o I
Ty mextedd»

) e
—

AN L AfanTyBaTWCA Yepes F!.L::‘.-

3omBi Type | //‘7---___ -

‘_/ \_‘ - o T -

3ombi Type I «inclu:{ie»

x-— —t

(Y /""---- .. . -------:.“\
T { BupaBaTHU AMHaMIYHI BoKanizauii )
ST FCTL
AN I —

Jombi Type llI

Puc. 3.1 Jliarpama BapiaHTiB BUKOPUCTAHHS IHTETPOBAHOI MOJIENI

KomrmonenTtHa cTpykTrypa (puc. 3.2) 4iTKO po3Uisie iICHYI0Yl MOAYJI MPOEKTY Ta
HOBI IIApH, 10 J03BOJisA€ Jerko BigkiarodaTd RL abo conversational Al mig uac

TECTYBAaHHSI MPOTYKTUBHOCTI Ha CIA0KUX MPUCTPOSIX.
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HoBHii ribpMaHKA wap \
i
-] RLAgent _—
.7 mbie Defense 3D (icHyiqua baza
- i{\* ( @lo\|l )\
Ll | ] ] ] ] ] ]
Training Module Emotion Vector Generator GOAP Planner Behavior Tree FSM + Fuzzy Blackboard Player GameManager
]
Conversational Al
[
[
: S
i] ]
LLM Inference AudioSource

Puc. 3.2 JliarpaMa KOMIIOHEHTIB TOpHUIHOT apXITEKTYPHU

Hiarpama kiaciB (puc. 3.3) 1eMOHCTpY€E MiHIMaJbHI, ajie e()eKTUBHI 3MIHU 10

ICHYIOYOTO KOJAY IPOEKTY

— nonmaethest unie 6a3zoBuil kinac HybridZombieAl, Bifg

SAKOro yClaakKOBYIOTLCA BCI TPpHU THUIIN 30M6i, Ta JBa HOBHX KJIaCH IJIA RL Ta

conversational-momyuiB.

_—

© HybridZombieAl

orl_agent: RLAgent

; ©Audi050urce
o emotion_vector: Vectord

o UpdateAlParameters()
o GenerateEmotionVector()

© RLAgent

© ZombieTypel © ZombieTy

pe2 @ ConversationalAl

© ZombieType3 o palicy_network

o fuzzy system: Fuzzylogic

o behavior _tree: BTNode

o reward buffer(] o [Im_model

o goap_planner: GOAPlanner

o TrainStep() o GenerateTaunt(emotion: Vectord)

o GetActionParameters()

Puc. 3.3 Jliarpama kJaciB po3IIMPEHOT MO

[TocigoBHICTH B3a€MO/IIT i Yac oHOro (pizuuHoro kaapy (puc. 3.4) mokasye,

SK TIBUAKO Ta €EKTUBHO BiI0YBAETHCS OOMIH TAaHUMH MIXK IIapaMH.
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Player Zombie Blackboard ‘ I RLAgent ‘ I EmotionGen ‘ I ConversationalAl ‘ I AudioSource

| |
| 33aBAaE YpPoH / 3MIHIOE No3uuil_ |
r >

OHOBJIOE CBOIO MO3WLiI0 Ta CTaH

|
|
|
|
|

L

>

nepenac cnocTepexeHHs (state)

U .

i
|
T

noBepTaE OHoBNeHi napameTpn Al
i
i
|
T

3aNMTYE EMOLIRHWA BEKTOP

A I S,

Vectord (arpecis, cTpax, BNeBHeHCTb, (hpycTpauin)

GenerateTaunt(emotion)

. 3ypiocpaiin aGo TTS

_ BIATBOPIOE KpWK/(hpasy

Zombie ‘ ‘ Blackboard ‘ ‘ RLAgent ‘ ‘ EmotionGen ‘ ‘ ConversationalAl ‘ ‘ AudioSource

Puc. 3.4 Jliarpama mociiIoBHOCTI JiJIs1 OAHOTO KaJApy B3aEMOIIT

Hiarpama gisuibHOCTI (puc. 3.5) BigoOpaka€ BHYTPINIHIN UK TPUAHATTS

pileHs 30M01 3 ypaxyBaHHSIM HOBOTO T10pUAHOTO HIapy.

?

- ,

| OTpumaTk noTounwnii cTaH ceity |

. ;

v

| Nepenatu state & RLAgent |

v

Hag4aneHWi enison ak TMEHWA T

¢TBK
Hakonu4uTi reward (yWKo4#eHHS rpasLA, BUAMUBAHHA ToLO) |
A

b

-

Y

o~ T
| BukoHaTu TrainStep (PPO abo SAC) |

=,

¢ N
[ OTpuMaTi oHOBNEHI rinepnapameTpy |
\ A

i N
| 3acTocysaTu no 6azosoi Al cuctemu |
. A

|r OBYUCAUTIA EMOUIAHWIA BEKTOR 1|

, v

|r 3reqepysaTy sokanizauiio vepes LLM |
hN /

v

| BukonaTu pito (pyx, aTaka Towwo) \|
\ y

®

Puc. 3.5 Hiarpama aisuibHOCTI ridpugHoro NPC

=,

",
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Hapemi miarpama posropranHs (puc. 3.6) IEMOHCTpYye, LIO0 BCS CHUCTEMa

3aJTUIIAETHCS JIOKAIBHOIO, 0€3 30BHIIIHIX CEPBEPIB, OKPIM HEOOOB’ I3KOBOTO Kellly AJis

LLM-momemi.

MK rpasusa

Godot Engine 4.5+

RL Module
(PyTorch/TorchScript)

LLM Model

]
(Phi-3-mini-4k-instruct-q4.gguf)

)

]
Game
Executable

L RN

i

LLM Model

]
Audio System RL Module

JNLLE NpK
MNEPLUCMY 3anyCKy

HuggingFace

]
Mopent 3aBaHTaXy€EThCA OAUH pa3

Puc. 3.6 liarpama po3ropTanHs riOpuaHOi MOJENi

3anpornoHoBaHa apXiTeKTypa 30epirae BUCOKY MPOAYKTHUBHICTh OPUTIHAIIEHOTO
npoekty (FPS > 120 naBiTh Ha cepennix IIK), BonHo4ac n1oaarouu aanTUBHICTh Ta
€MOIIIHY BUPa3HICTh, III0 pOOUTH 30M0O1 O-CIIPABKHBOMY «KUBHUMU» Ta 3IaTHUMHU 3

4acoM IepeMaraTy HaBiTh JOCBITUEHUX TPABIIB.

3.2. AnroputM#u Ta IHCTPYMEHTH — 3aCTOCYBaHHS €BOJIOIIMHUX aJITOPUTMIB 1

HEeWpOHHMUX Mepex /1 HaBuaHHS NPC Ha OCHOBI IrpOBHX JIOT1B

VY mporeci po3pobku mopeni rpu Zombie Defense 3D, npencraBieHoi B
MIPOEKTHOMY JIICTUHTY, OCHOBHHI aKIIEHT OYJ10 3p00JICHO Ha KIITACHYHUX apXITEKTypax
IITYYHOTO 1HTEJNEKTY, TaKUX SIK CKIHYEHHI aBTOMAaTH CTaHIB 3 €JIeMEHTaMU HEYITKOi
JIOT1KU Jj1s1 30MO1 MepIIoro TUIy, AepeBa MoBeaiHku s apyroro tumy ta GOAP 3
BUKOpucTaHHAM TmarepHy Blackboard pans Tperporo tumy, mo 3abe3mnednsio
PI3HOMaHITHY Ta TaKTUYHO HAaCUYeHY MOBEAIHKY BoporiB. IIpore mng momanpuioro

nigBuineHHss aganTtuBHOCTI NPC 10 CTWIIO TpU KOHKPETHOTO KOPHUCTyBaya Ta
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CTBOPEHHS MO-CIIPaBKHBOMY <GKUBOTO» ITPOBOTO CBITY, SIKHW €BOIIOI[IOHYE Pa3oM 13

rpaBleM, Y IPOEKTI Mepe10aueHo MEePCHeKTUBHE POZLUIUPEHHS IUIIXOM 3aCTOCYBAaHHS
€BOJIIOIIIMHUX aJTOPUTMIB Ta HEHPOHHHX MEPEeX, HAaBUCHMX Ha OCHOBI 310paHHX
irpoBux JjioriB. Takwii MOXiJ JO3BOJIAE TMEPEHUTH BiJl CTATUYHO 3aNpPOrPaMOBAHOI
NOBEAIHKA JIO JIMHAMIYHO ONTUMI30BaHOi, e mnapameTpu Al aBTOMaTUYHO
M1JIAIITOBYIOTBCS TaK, 00 MaKCHMI3yBaTH CKJIQJHICTh TPU Ta TPUBAIICTh cecii 6e3
MPSIMOTO PYYHOTO OaliaHCyBaHHSI.

VY nmoTouHiii peaiizallii Tpu Bke iICHye cucTteMa JioryBanHs yepe3 GameLogger,
AKka (ikcye KIIOUOBI MOJIi: MO3UIi rpaBls Ta 30M01, ctaH FSM, BUKOHaHHS BY3JIiB
Behavior Tree, mnanun GOAP, piBens arpecii 3 Fuzzy Logic, KUIBKICTh 3aBAAHOTO 1
OTPMMAaHUX YypOHY, 4Yac BWXMBAaHHA Ta NpUYMHY 3aBepiieHHsa cecii. L1 mani
30epiraroTbes y cTpykrypoBanoMmy gopmari (JSON-lines), 1m0 poOUTh iX 1€l IbHUIMU
JUTSI IOAAIBIIOTO O(aiiH-aHaNI3y Ta HABYaHHS. TakKUM YMHOM, TICHS KUTBKOX THUCSY
ITPOBUX CECI HAKONMUYYETHCS PENPE3CHTaTHUBHA BUOIPKA, HA OCHOBI SIKOi MOYJIMBO
€BOJIIOLIIITHO ONMTUMI3YBaTH MOBEIHKY KOKHOTO TUITY 30MO1 OKpeMo a0o Ti0OpuIHO.

Jns mepmoro Tumy 3o0m01, sxui 0Oa3zyerbcsi Ha FSM ta Fuzzy Logic,
CBOJIIOLIMHANA aNTOPUTM 3aCTOCOBYETHCA [JJIsi aBTOMATHMYHOTO HAIAINTYBaHHSA
byHKIIH HaNEKHOCTI HeuiTKuX MHOXKUH (low/medium/high ans HP ta aucranmii) ta
Bar rnpaBui 0a3u 3HaHb. DiTHeC-PYHKITIS POPMYITIOETHCS K KOMOIHAIIISI CEPETHBOTO
yacy BHW)XMBaHHS TpaBIs 3a CECil0 Ta Koe(Qili€HTa «IIKaBICTh MOBEIIHKN
(BapiatuBHicTh miepexomiB MibK ctaHaMmu RETREAT Tta ATTACK TARGET).
Excnepumentu nokaszanu, mo micas 150-200 mokonine 3 nomyssmiero 80 ocodun
€BOJIIOILIIHO OTpuMaHi (YyHKIII HaJie)KHOCTI 3abe3neuyioTh Ha 23-28% moBie
BIDKMBAHHS ~ JIOCBIAYEHHUX TPaBI[IB TOPIBHIHO 3 PYYHOK  HAJIAIITOBAHOIO
KOH]Irypali€ero, Ipu 1boMy 30€piraHHi XapakTepHOi «O0epCePKEePChKOI» arpeCUBHOCTI
tuy I.

Cxema reHeTUYHOTO AJITOPUTMY onTuMi3allii mapametpiB Fuzzy Logic aist Type

I 30M061 HaBeeHa Ha puc. 3.7
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' IHiLianizawia nenynauii (80 xpomocam)
KoxHa xpoMmocoma = 24 redn (napameTpy Tpaneuiin ona HP ta Distance) + 12 sar npasun

‘. »

- ~,

| BinBip TypHipHWA (k=5) |

|f- ¢ -\I

| Kpocosepis (SBX, p=0.9) |
l/- ¢ -\I
| MyTauia neniHoMiansHa (n=20) |
. ¢ . A

OuiHka fiTHeCy
- CUMYAALIA 50 MaTYIE 3 pi3HUM K FPaBLLAMIA 3 NoTiE
- thiTHee = a-T_survival + B-Variance_states + y-Damage_dealt

L A
e

| 3amina nokoniHHa (eniTapHa cTpaTeris, elite=8) |

; ;

nokoniHHAa =< 200 || HeMmae nokpawedHa =0.1% npoTtarom 20 nokoniHe

®

Puc. 3.7 briok-cxema reHeTUYHOTO aNropuTMy ontumizaiii mapamerpi Fuzzy Logic

st Type 1 30M01

Came meit anroputm OyJji0 IHTETpOBaHO y 30BHIIHIN Python-ckpunt, sxuit
YHUTAE JIOTU I'PH, 3aycKae MBUIKI cuMyisiiii y «headless» pexxumi Godot Ta moBepTae
OHOBJIeHI mapameTpu y Burisial JSON, 1m0 MOTIM 3aBaHTaXYIOThCS TPOIO TpHU
HACTYITHOMY 3aITyCKYy.

J{nst npyroro Ta TPETHOTO THUIIIB 30MO1, JIe B)KE€ BUKOPUCTOBYIOTHCS CKJIaAHIII
ctpykrypu (Behavior Trees tTa GOAP), epexTuBHIIIUM BHUSBUIOCS 3aCTOCYBaHHS
HEUPOEBOJIONIT — €BOJIIOLIT TOMOJIOTIT Ta Bar HEHPOHHOI MEpEeXKi, sIka 3aMiHIOE a0o
JIOTIOBHIOE KJIaCW4H1 KOHTposiepu. 3okpema, g Type Il Ttumy 30MO01 3amicTh
¢dikcoBanoro Behavior Tree mpomoHyeTbcsi HEHPOHHUN KOHTpOJIEp 3 S5 BXOAamMu
(HopmaiizoBana aucTaHiliss Ao rpabis, dot product player facing—zombie, dot

product velocity—player, motoununii HP, gyac Bix octanuboro backstab), mpuxoBanum
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mapom 12 HelipoHiB Ta 4 Buxonamu (move to player, flank left, flank right, wait).

HaBuanns mnpoBonunocs weronom NEAT (NeuroEvolution of Augmenting
Topologies), saxkuii aBTOMATUYHO YCKJATHIOE MEPEXKYy BiJ MIHIMAJIBHOI [0
OITUMAJIBHOI.

CxeMa nporecy HeHpOoeBOJIIOLIITHOTO HaBuYaHH KoHTpoJiepa Type Il 30M01 Ha

OCHOBI ITPOBUX JIOT1B HaBejieHa Ha puc. 3.8.

?

|' 3aBaHTameHHA norie rpy (Mikimym 5000 cecii) |

' =
MpenpouecHr:
- HOpManizaluia BeKTORIB
- po3miTha BaxaHux oid (backstab success - +10, head_on_approach = -15)

L ___.-'

I |
| IHiuianizauis nonynaui NEAT (150 redomis) |

. ™,
INA KoAHOro reHomy:

- CTBOPEHHA HENPOHHOT Mepei

- cumynauia 30 maTdie NpoTy rpaewie 3 norie (headless mode)

- hiTHEC = cepedHif Yac BUMWBAaHHA + BoHyce 2a backstab ratio (=0.6 = +50)

¢ | A

e

|
e,

¢ h
| Bigbip, kpocosepie, MyTauis (NEAT mexaHizmu) |
\

NoKoniHHA < 300 || nokpaweHHA =1% npoTAroM 15 nokonide

) v

| EkcropT Haiikpaluoro reHomy y ONNX 1|
b >

v

Fal S,

|' IvTerpauia y Godot 4epes GDExtension (onnxruntime) |

Puc. 3.8 brok-cxema nporuecy HelpoeBOMIOIIHHOTO HaBuaHHs KoHTpoJiepa Type 11

30M01 Ha OCHOBI ITPOBUX JIOT1B
Haiikpaiii oTpumani Mepexi J1eMOHCTPYIOTh YacTOTy ycmimHux backstab-atak

Ha piBHI 68—74% MpOTH TECTOBHUX I'PAaBIIIB, 110 3HAYHO MEPEBUIILYE TOUYATKOBI 42% y
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knacuuHomy Behavior Tree, mpu npoMy 30epiraroun XxapakTepHy «IjIadydl SHIOJIN

MeXaHiKy (pyX MepeBakKHO KOJIM IPaBellb HE AUBUTHCS).

Jns Type 111 30M01, 1e KpUTUYHO BaXKJIMBa KOOPIMHAIIIS 3rpai, 3alpOorOHOBAHO
riopuaauii miaxia: GOAP-mianep 3aymimaeThes, ajae mapameTpu BapTOCTI Mik (cost
Gather, cost Surround) Ta pagiyc oTOYEHHS €BOJIIOIINHO ONTUMIZYIOThCS, @ PYHKIIS
OITIHKM MO3uIIiH 115 circle formation 3aMiIHIOETBCS HEBETUKOIO HEHPOHHOIO MEPEKEIO
(3 mapwu, 16 neitponiB), HaBueHoi uepe3 reinforcement learning from demonstration
(moBeIIHKOBE KJIOHYBaHHS) Ha YCHINTHUX CECisX, A€ 3rpasi 3MOrjia OTOUMTH I'paBiis. e
7103BOJIsI€ 30MO1 aJJanTyBAaTUCS 10 TUIIOBUX MAapUIPYTiB TPaBllsl HA KOHKPETHIN KapTi.

VY Tabnumi 3.1 HaBeneHO Mepesik OCHOBHUX IHCTPYMEHTIB Ta 010J110TEK, 110
3aCTOCOBYBAJIMCS JJIA peaiizailii eBOJIOIIHHOr0 Ta HEHpOEBOIIOIMHOTO HABYAHHS

NPC y po3mupeHHi IpoeKTy.

Tabmuug 3.1
[HCTpyMEHTH Ta 010J10TEKH 151 €BOJIIOLITHOTO Ta HEMPOEBOMIOLIHHOTO

"HaByanHsg NPC

Ilpuznauenns |Incrpyment/bibJioTexa |Bepcis Moga IIpumiTka
1 2 3 4 5
. : Headless
.OCHOBEIHH .. | Godot Engine 4.2.2 GDScript/C mode st
ITPOBUH pyLI1N # .
CUMYJIAIIN
z’gép iﬁmm Custom GameLogger B B ~2.5 Mb Ha
p (GDScript) + JSON 1000 ceciit
JIOT'1B
o SBX
EBoumroriiinuii KDOCOB
AITOpPUTM DEAP 141 | Python | KPOSOPIP;
(Type 1) TMOJIHOMIANIbH
a MyTalrs
. . i [TinrprmMka
Hetipoesomoni | NEAT-Python + 0.92 Python recurrent
s (Type 1) pureples .,
3B S3K1B
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[Tponosxenus Tabnwi 3.1

1 2 3 4 5
BC
RL from :
demonstration PyTo_rch + stable- 2.3.2 Python (Behgworal
baselines3 Cloning)
(Type II)
AJITOPUTM
[HTerparis y
5‘;0201; ONNX Runtime 1180 | C++ | Godot ucpes
e GDEXxtension
24 napanenbHi
Cumyismist a | Godot headless + IIPOIIECH Ha
: . : : - Python
ominka ¢itHecy | multiprocessing Ryzen 9
5900X

HageneHna tabnuis AeMOHCTpYE, IO BECh MPOLEC HaBYaHHsS BiaOyBaBcs 1o3a
OCHOBHUM ITPOBUM IIMKJIOM, [0 HE BIUIMBAa€ HAa NPOAYKTHUBHICTH IiJ 4Yac TpH, a
orpuMani mozemni 3aiimaroTh MeHie 200 Kb Ta 3aBantaxytorbes 3a <30 Mc.

TakuM yMHOM, 3aCTOCYBaHHS €BOJIOLINHUX AJITOPUTMIB Ta HEUPOHHUX MEPEK
Ha OCHOBI pPEeaJIbHUX ITPOBHUX JIOTIiB JA03BOJISIE MIAHATH SKICTh Al y mpoekti Zombie
Defense 3D Ha NpUHUMIIOBO HOBHWMl pIBEHB: BIJl PETEIBHO CIPOEKTOBAHOI, aie
CTAaTUYHOI MOBEIHKH JI0 TMHAMIYHO €BOJIIOIIIOHYIOYOI, SIKa MOCTIHHO aIaNTy€eThCS 10
CHUIBHOTH TpaBLiB, 30€piraloyu Mpu LbOMY aBTOPCHKY 17€H0 TPbOX KapAUHAIBHO
pi3HUX «MO3KiB» 30M01 [31]. OrTpumaHi pe3yJnbTaTH MiATBEPKYIOTh BHCOKY
e(eKTUBHICTh TIOpUIHUX MIAXO0dIB, Koyu kKinacuuHi apxitektypu (FSM, BT, GOAP)

KOMOIHYIOTBCS 3 CY4aCHHUMH METOJIaMU MAIllMHHOTO HaBuaHH: [32].

3.3. InTerpaiiist MoJiesl B IPOLIEC PO3POOKH Irop — MPUKIAJAN BUKOPUCTAHHS B

Unity a6o Unreal Engine 3 akiieHTOM Ha alalTUBHICTh

[aTerpartis po3poOieHnx MojeNel MTYYHOTO 1HTEJIEKTY B IMPOIEC PO3POOKH
irop Ha cyyacHuX pymisx, Takux sk Unity Ta Unreal Engine 5, BinkpuBae mupoxi
MO>KJIMBOCTI I CTBOPEHHS TIO-CIIpaBXHboMy aganTuBHUX NPC, siki pearyroTs Ha aii
rpaBls HE IA0JIOHHO, a 3 YpaxXyBaHHSIM MOTOYHOI'O KOHTEKCTY, BJIACHOTO CTaHy Ta

otoueHHs. Po3pobnena B Godot Engine 4 monens Zombie Defense 3D, ne Tpu tunu
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30M01 I€MOHCTPYIOTh IPUHLIUIIOBO Pi3HI apXiTekTypu — FSM 3 HeuiTKo0 JIOTiKO10,

Behavior Tree Ta GOAP 3 Blackboard — nerko mepeHocutbcs Ha 1l MIaTGopmH,
30epiraroud MpU I[HOMY BHCOKY QJaNTHBHICTh 1 HaBITh OTPUMYIOYHU JOAATKOBI
nepeBary 3aBIsKi BOy/IOBAaHUM 1HCTPYMEHTaM.

Oco06nuBo nokazoBuM € nepenecenns Behavior Tree (Type Il 30M01 — «xutpuit
xmxkak»). B Unreal Engine 5 Behavior Trees Ta Blackboard € natuBHuMu cucremamu,
IHTErpOBaHUMHU O€3MOCEPEIHBO B SIPO PYIIis, IO JO3BOJSE PO3POOHUKY MPAIIOBATH
3 HUMU Bi3yanbHO uepe3 Blueprints abo nporpamuo gepe3 C++. CTpykTypa nepeBa,
peamizoBana B mpoekTi Godot (xopeneBuwii Selector 3 TPIOPUTETHUMH TiUTIKAMHU
Backstab — Wide Flank — Move Behind), nepenocutscst B Unreal npaktuyHo oauH-
B-oauH. Ha puc. 3.9 nogano agantoBany cxemy Behavior Tree niis Type 11 30m01, Bike

B ¢opmarti Unreal Engine.

MpiopuTet 3 (default)

'Actiun_MoveBehind\‘ JA&BHTMBHa WBHAKICT: Sequence | Backstab "Sequence_wideflank‘
}—‘»: ——_ snwo player_looking_at_me = x0.3 (stealth) }—{ }—{
\ ) -‘iHaKLI]E-* x1.2 (quick flank)

PR

}—w/.condiﬁon_BehindPlayerﬁ J?Ot(p\a){%rof)acmg fozomeie < 0173 Ly AppmachmgHeadOn Jdot(m)’ velocity.normalized(), to_player) > 0.8
= — ! el 10 | :
\ ) -‘ :N)B distance < 2.25m | "AND dot(player_facing, to_zombie) > 0.5

MpiopuTer 1

SUCCESS FAILURE  |SUCCESS

[ ActianiBackstabAttack\ [ Action WideFlank |

ke . ke J

Puc. 3.9. Behavior Tree ans Type I 30m6i («xutpuii xmwxkak») B Unreal Engine 5

Taka cTpykTypa 3a0e3neuye BUCOKY aalTUBHICTh: 30MO1 MUTTEBO pearye Ha
3MiHY Opl€HTalli rpaBLs, OOUParOYy ONTUMAJIbHY TaKTHUKY 3aJIEKHO B1Jl KyTa OTJISAY
Ta BiacHoi TpaekTopii. B Unreal Engine nogatkoBo MoskHa migkmounTd Environment
Query System (EQS), 106 nuHamMiyHo 00MpaTy TOYKK (PIIaHKyBaHHS 3 ypaxyBaHHSIM

YKPUTTIB, 110 pOOUTHh MOBEAIHKY Ill€ OUIbII MPUPOJHOI0 Ta KOHTEKCTHO-3aJIEKHOIO

[33].
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Y Unity anamoriuHa (yHKLIIOHAJIBHICTh JOCSTA€TBCA 3a JAOMOMOIOIO

nomyssipHoro accetry Behavior Designer, skuil 103BOJIsl€ CTBOPIOBATH Bi3yallbHI
Behavior Trees 06e3 HamumcaHHS Koay a0o0 IHTErpyBaTH BJIAcHY peajizalliio uepes
ckpuntu. Ilepenecenns koxy 3 Godot 3ailiMae MiHIMAJIbHUN 4Yac: OCHOBHI BY3IH
(Selector, Sequence, Condition, Action) Bxe € B acceTi, a nepeBipku yepe3 Dot Product
3aJIMIIAIOTHCS 1IEHTUYHUMH, OCKUIbKM Vector3 maremMartuka oaHakoBa. OcoOiMBO
IiHHUM € Te, o B Unity MoskHa Jierko komOinyBaTu Behavior Tree 3 NavMeshAgent
ta NavMeshObstacle, 1110 aBToOMaTHYHO BpaxoBYye AMHAMIYHI IEPEIIKOIM (HATPUKIIA,
SIIWAKH, K1 TPaBeIlb MOXKE IMITOBXATH), poosstan o0xiaHi mareBpu Type Il 30mM0i1 1o-
CIIPaBKHbOMY AJIANITUBHUMH JI0 3MiH Ha PIBHI.

st Type [ 3om01 (FSM + Fuzzy Logic) inTerpaitisi B Unity BUSBIISIETbCSI HABITh
MPOCTIIIOO Ta e(eKTUBHIMIOK, HXK y Godot. B Unity TpaguuiiiHo BUKOPUCTOBYIOTh
Animator Controller 3 State Machine Behaviour ckpunrtamu, ne xoxxken cran FSM
npuB’si3anuii 10 okpemoro Behavior ckpunty. Heuitka norika, peanizoBaHa B
zombie typel.gd uyepes  BmacHy  ¢yHkmito  calculate aggression_fuzzy(),
nepeHocutbess B C# CKpUNT TpakTAUYHO O€3 3MIH — Tpamnemienoaioni QyHKIi
HaJICXKHOCTI JIeTKO peanizyroThesa uepe3 Mathf.Lerp ta Mathf.Clamp. AnantuBHicTh
TYT JIOCSATAETHCS 3aBASIKA TOMY, IO MIBUAKICTH PYXy Ta MMOBIPHICTh MEPEXOAY B
RETREAT nepepaxoByrOTbCsS KOKEH KaJp 3ajexHO Big motouynoro HP Ta nucranmii
no rpasmsg. B Unity 1m0 cucreMy MOXHa JOAAaTKOBO TMIACHIMTH — Yepes
ScriptableObjects, cTtBopuBIM HaOip Fuzzy Profile (manpuknam, «Berserky,
«Cautious», «Panickedy), siki MOXKHa B pealbHOMY dYaci 3MIHIOBAaTH 3aJICKHO BiJI
ITpOBUX TONIA (HAampuKIajd, MICis OTPUMaHHS TpaBLEM MEBHOI 30poi 30MOI1
aBTOMATHYHO TepexosaTh y «Cautiousy mpodiib).

Haiicknagnimmm, ajie BOAHOYAC HAMMOTYKHIIIUM 3 TOUYKHU 30pYy aIallTUBHOCTI €
nepenecenHss GOAP 3 Blackboard mmst Type III 3om6i. B Unreal Engine 5 us
apXxiTeKTypa MiATPUMYEThCs MpakTuuHO HaTtuBHO: Blackboard BukopuctoByeThCS
oesnocepenubo B Behavior Tree, a GOAP-peainizalisi MOXMBa yepe3 KOMOIHAIIIO
Behavior Tree 3 EQS Ta xactromuumu Task Nodes. [Tmanep A*, peamizoBanmii y
zombie type3.gd, nerko mepeHocutbcsi B C++ abo HaBiTh e(eKTHBHINIE, HIK Yy

GDScript, 3aBasku kpamiii mpoayktuBHOCTI Ta Trmizaiii. Circle Formation ta Cover
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Usage, sxi B Godot peanizoBani BpyuHy, B Unreal mokHa yacTkoBo neneryBatu EQS

sarmutam tuny «Actors Of Classy + «Projection» + «Circley, mo aBTomMaTHYHO
BpaxoBYy€E MOTOYHI MO3HUIIIT 1HIITMX 30MO1 Ta rpaBis. PesynbTaT — 3rpaiiHa moBe/IIHKa
CTa€ MO-CHPaBXXKHbOMY TWHAMIYHOIO: SKIIO TpaBelb 3HMILYE OJHOTO 30MOI1 Mija yac
¢a3u Surround, pemta MUTTEBO MEPEIIIAHOBYIOTH CBOT TO3HIIi1, MEPEPO3MIOAIIIIOUN
KyTH, 1 aTaka He 3puBaeThes [34].

Y Tabnuni 3.2 HaBeeHO MOPIBHAHHS CKIQAHOCTI Ta €(eKTUBHOCTI EPEHECEHHS

Tphox apxiTekTyp Al 3 Godot y Unity Ta Unreal Engine 5.

Tabauna 3.2

[TopiBusiHHA iHTETparlii Tpbox apxiTekTyp Al B Unity Ta Unreal Engine 5

ApxiTekTypa Unity (C#+ | Unreal Engine 5 ne egélccemm a al;’ll‘]:/le:I;)OCTi
P yp acceTn) (Blueprints/C++) P AT
3 Godot |micJd iHTerpauii
Bucokwuii Cepenniii Bucokuii
+ . . ..
Eilvilc Fuzzy (Animator + (Blueprints State #—6 roqun  (auHAMIYHI
g ScriptableObjects) Machines) mpodii)
. HatuBHa
BHCOKKH MiITpHUMKA Jly>ke BUCOKHUI
Behavior Tree (Behavior VAP o 6—8 roauH YKE ] :
: B13yaJIbHU (EQS iuTerpartis)
Designer)
€HAKTOP
Bucokuit (GOAP HacTkoBO HaTMBHA Haitsumuii
GOAP + :
accetr a0o BinacHa(BT + EQS + 12—16 roquH (IUHAMIYHE
Blackboard .
peatizaitis) Tasks) MeperiaHyBaHH)

Sk BugHO 3 Tabnuil, xoua GOAP Bumarae HallOiIbIIe Yacy Ha MEPEHECEHHS,
came BiH 3a0e3rnedye HaWBHUINWKA PiBEHb aJallTUBHOCTI B 000X PyIIisSX, 0COOJIMBO B
Unreal Engine, ne inctpymentu EQS ta Blackboard no3BossitoTh CTBOpIOBaTH MO-
CIPaBXHbOMY IHTENIEKTyalbH1 3rpai 0€3 3HAYHUX BUTPAT MPOTYKTUBHOCTI.

Takum uywmHOM, po3pobsienHa B Godot mMomenr 3 Tphoma pizHuMEu Al
apXITeKTypaMu He JIMIIE YCIIIIHO AEMOHCTPYE TEOPETHYHI MPUHIIMIH, ajie U Mae
BHCOKY MPAKTUYHY IIHHICTh — ii MOkHa Oe300:icHo iHTerpyBatu B Unity Ta Unreal
Engine 5, oTpumyroun npu 11bOMY JTIOAATKOBI MOKJIMBOCTI JIJISl aIalITUBHOCTI 3aBIISKH
BOy/JIOBaHMM CHCTEMaM HaBiraii,

3aMUTIB 70 CEpPeJOBUINAa Ta BI3yaJIbHOTO

nporpamyBaHHs. [{e no3Bossie ctBoproBat NPC, siki He TPOCTO pearyroTh Ha TPaBIIs,
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a TMO-CIPaBXHbOMY aJanTYIOTbCA A0 WOro CTWII0 TpH, 3MIHIOIOYM TaKTHUKY B

pealbHOMY Yaci Ta CTBOPIOIOYH BITUYTTS )KHBO1, PO3YMHOI OMO3UIIII.

BucHoBku 50 po3ainy 3

3anpornoHoBaHa TiOpUAHA apXiTEKTypa, Mo NMoeaHye kiacuaHi metoau (FSM,
Behavior Trees, GOAP) i3 reinforcement learning Ta nerkumu conversational LLM,
3a0e3rneyye MPUHIIMIIOBO HOBHUI piBEHb aalTUBHOCTI i eMotiitHoi BupazHocTi NPC,
MepeTBoprooYrM  30MO01 3 mepeadadyyBaHMX IIA0JOHIB Ha CyO0’€KTIB, 3AaTHUX
1HIUBITyaJIbHO €BOJTIOI[IOHYBATH Pa30M 13 TPABIIEM.

3acToCcyBaHHS €BOJIOLIMHUX aJIrOPUTMIB 1 HEHPOEBOJIIOLI HA OCHOBI peaIbHUX
ITPOBHUX JIOTIB JJaJI0 3MOTY aBTOMAaTHYHO ONTUMI3YBAaTH MapaMeTpH BCIX TPHOX THUIIIB
30M01, MIJBUIIMBIIM CEpPEAHIA Yac BUKUBAHHS JIOCBIIUEHMX rpaBiiB Ha 23-74 %
3QJIEKHO Bij TUIY, 0€3 BTpaTH aBTOPCHKOI CTHIIICTUKH Ta 3 MIHIMAJIbHUM BIUIMBOM Ha
IPOYKTUBHICTb.

JloBeeHa nMpakTHUYHA IEPEHOCUMICTh po3podiieHux pimeHb Ha Unity Ta Unreal
Engine 5 13 30epekeHHSAM 1 HaBITh IMOCHJICHHSAM aJalTHBHOCTI 3aBISKU HATHBHUM
EQS, Behavior Trees i NavMesh-cucreMam poOuUTh 3ampoONOHOBaHY MOJIENb
yVHIBEpCaJIbHUM IHCTPYMEHTOM ISl CTBOPEHHSI TIO-CIPABKHBOMY «KHUBUX) BOPOTIB Y

CyuyacHHUX irpax kanpy survival horror Ta tower defense.
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PO3AUI 4. EKCIIEPUMEHTAJIbBHA HACTHUHA

4.1. MeToauka eKCIEpUMEHTIB — OIUC TECTOBOTO CEPEAOBHIIA, CIIEHAPIiB Ta

METPHK OLIHKH

JUis  OWIHKM e(QEeKTUBHOCTI TPhOX 3alpPONOHOBAHMX METOAIB IITYYHOTO
inTenekty (FSM 3 neuitkoro norikoro, Behavior Tree Ta GOAP 3 Blackboard) 6yna
po3po0iieHa Ta BUKOPUCTaHa €IMHA TECTOBA cepena — npoTtoturl rpu Zombie Defense
3D, crBopenuit Ha pyurii Godot Engine 4.5 (GL Compatibility renderer). I'pa siBnisie
coboro apeny po3mipoM 100x100 meTpiB, 0OMEKEHY CTiHAMHU BHUCOTOIO 6 METpIB, 3
PIBHAM TpaB’SIHAUM TOKPHUTTSM Ta 10 CTaTUYHMMH TEPEIIKOAaMHU (SIITUKA PO3MIipOM
2x2x2 M), 110 BUKOHYIOTh POJIb YKPUTTIB. ['paBelp kepye nmepcoHaxeM BiJl TPEThOT
ocobm (momenbp Sophia 3 amimamissmu run/idle/attack), mae 100 HP, mBuakicTh
MepecyBaHHsl 5 m/c, aBTOMaTU4YHY 30pOI0 3 TEMIIOM CTPLIBOM 5 MOCTpiiB/CeK Ta
YpOHOM 75 oauHUIlb. 30MO1 TPhOX THUIIIB CIIABHATHCS Ha BIJICTaHI ~35 M BiJl IEHTPY
apeHH y BUIIAJIKOBUX TOUYKax 1o nepumetpy (6 dikcoBaHux 30H cnaBHY). KiabKicTbh
30M01 Ma€ XBUIIbOBY MPUPOTY, TOUMHAOYH 3 2 30MO1 HA MEPUTUX XBUJISX 1 TaK Jail 10
10 30m061 3a xBUITI0. PO31M0A1T TUIIB Y 3MiIIAaHOMY peXUMi — Tpubau3Ho piBHUM (33 %
+5 %).

ExcriepyuMeHTH MPOBOJIUIUCS y YOTUPHOX YITKO BU3HAYEHHUX CIICHAPIAX, SKi
JI03BOJIMIIN 130JTFOBATH BIUIUB KOXXHOTO MeToay Al Ta OIIHATH iX y peaabHUX irPOBUX

yMoBax (Tabnuis 4.1).

Taomung 4.1
Cuenapii eKCIepUMEHTIB
Cuenapiii | Hassa Tunu 30m0i Metoa Al Mera ekcriepuMeHTy
1 2 3 4 S

Buwmipsitu 6a3oBy

Cuenapiii | Ynuctuii : FSM + Fuzzy | arpecuBHICTh Ta

3emneHi : )

1 Type | Logic nependavyBaHICTh

peaktuBHOTO Al
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[TponoBxenus Tadbmnwii 4.1

1 2 3 4 S
. . : OrinnTy e(heKTUBHICTD
Cuenapiit | YucTwuii . | Behavior 1 ¢
[TomapanueBi ¢dbnankyBaHHS Ta e(eKT
2 Type Il Tree :
«IImagayuux SHromis»
[TepeBipuTtHn
» . KOOPJIMHALIIIO 3rpai,
Cuenapiit | TucTuil dioseToB1 GOAP + BHKEHI/ICT;IHHH FE UTTIB
3 Type 11 Blackboard p A YD
Ta CUHXPOHI130BaH1
aTaku
. OCIIAUTH B3aEMOJIIO
. ) KomOinars A A X A
Cuenapiit . . | Yci pu Tunm . Al-cucreM 1 BIIJIMB Ha
3Minanuit BCIX TPbOX :
4 OJIHOYAaCHO 3arajbHy JUHAMIKY
CUCTEM "
reMILIeIO

Koxen cuenapiii nosroproBancs 1o 20 pa3iB I0CBIAYEHUM TpaBlieM (aBTOPOM
IIPOEKTY) B OJTHAKOBHX YMOBax: po3auibHa 31maTHicTh 1920%x1080, dikcoBanuit FPS
(6e3 V-Sync), BUMKHEH1 CTOpOHH1 TporpaMi. [lepea KoKHUM 3aIlyCKOM BUKOHYBABCS
pecTapT CIEHHU JUIsl CKHUJIAaHHS BHUIAJIKOBUX (PAaKTOPIB CMaBHY. TpUBAIICTh OJHOTO
TecTy — 10 MoMeHTy cMmepTi rpaBis (Game Over). Yc¢i IrpoBi cecii 3anucyBaiucs Ha
Bizieo (OBS Studio, 60 fps) mis momanblIoro aHaiizy TPAEKTOPIA Ta MPUHUHSITTS
pimmens NPC.

Jiis 300py TaHUX BUKOPUCTOBYBAJIUCS JIBA JKepena:

1) Boynmosanuii y rpy HUD ta GameLogger (3anuc y KoHCOJIb Ta ¢aiin log.txt
noniii Tunty «Zombie Typel changed state to RETREAT», «Type3 executed Swarm
Attack», «Player survived 187 seconds»)

2) 3osHimHi# MoHiTOpUHT Yepe3 Godot Profiler (CPU time Ha Al, KiNbKIiCTh
BUKJIMKIB _physics process AJisi KOXKHOTO THITY 30MO1).

MeTpuku oLiHKY OyJiM MOAUIEHI HA KUIBKICHI Ta SIKICHI.

KinbkicHl MeTpuku (BUMIPIOBAIKCS aBTOMATHYHO):

— CepenHiil yac BU>KMBAaHHS TpaBLs (CEKYHIN)

— MakcuMabpHa J0CATHYTA XBHJIS

— 3araibHa KiJIbKiCTh BOUTHX 30MO1 (BCHOTO Ta MO TUIIAX )

— CepenHiil 9ac KUTTS OJTHOTO 30MO1 KOKHOTO THUIMY (CEKYyHIH BiJl CHaBHY 0

CMEPTI)
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— Ilixose Buxopuctanus CPU na Al (% Bif 3arampHOro yacy (i3uKm)

— Kinbkicts yemimnuux backstab-arak (Type I1) Ta swarm-arak (Type I11) 3a rpy

SxicHi MeTpuku (OLiHIOBaNIMCA aBTOpoM 3a 10-0anbHOIO MIKATIOK MICHS

MepErJIsiTy 3auciB):

— Pi3HOMaHITHICTh MMOBEIHKY (HacKiIbKH niependauyBanuiit NPC)

— TaxTu4na afeKBaTHICTH (UM BUTIISIAE TIOBEIIHKA PO3YMHOIO)

— TlcuxonoriyHuil TUCK Ha TpaBls (HACKUIBKU CTpPAUIHO/HAMPYKEHO TpaTH

IPOTHU I[LOTO TUITY)

CxeMa TeCTOBHUX CIICHAPIiB Ta METPUK HaBeaeHA HA puc. 4.1.

CueHapii\

£]
CueHapiin 1
Tinekwn Type |
CueHapin 2

g1
Tinbku Type Il

CueHapin 3
Tinbku Type 1lI

£
Cuenapin 4
3MilaHumn

‘ £

1

MeTpuku\

™ ApeHa 100x100 m
10 nepewkon,
|_» 6 TO4YOK CNaBHy

Ipagelb

ecToBe cepp fdoBpile
mbie Defensg 3D
-

1]
Yac BUMKMBEHH A

Makc. xBuns

|

]
B6uTo 30M6i

\

£
Yac uTTA 30MBI

£

'\QMH

100 HP, 5 nocTtp/c

‘ XBuni: 3-5-7-10+ ‘

>| CPU Al

£]
Backstab/Swarm -

VA

7

PizHOMaHiTHiCTbL 1-10

£
ApekBaTHicTe 1-10
]
Mcux. TMCK 1-10

— J KinekicHi meTpukn
[ ‘| thiKCYBANWMCA aBTOMATU4YHO

]

Puc. 4.1 CxeMa TeCcTOBUX CLIEHAPIiB Ta OCHOBHUX METPUK OLIHKK e(eKTUBHOCTI Al

Taka MeToauKa J0O3BOJIMJIA OTPUMATH OO’ €KTHBHI, BIATBOPIOBAaHI JaHi IS

MOPIBHSIHHS TPhOX (PYHIAAMEHTAJIBHO PI3HUX MIAXOAIB J0 MOJCIIIOBAHHS MOBEAIHKU

NPC B yMoBax peallbHOTO IrpOBOTO TPOIECY, a TaKOXX OI[HUTH iX BIUIMB Ha
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COPUMHATTS TPU TpaBleM. Pe3ynbTaTh IUX EKCHEpUMEHTIB (CepeaHl 3Ha4YeHHS,

JHCTepCis, CTATUCTUYHA 3HAYYIIICTh) OyIyTh JETAbHO MPOAHATI30BaH1 B HACTYITHUX

I1IpO3IiIaxX.

4.2. Peanizaiiisi mpoTOTUITY — TECTYBaHHS MOJIEJl Ha MPUKJIaJaX irop 3 pi3HUMU

NPC

Y pamKax eKCIepUMEHTaIbHOI YaCTUHHU JOCIIHPKEHHA OyJlI0 po3po0sieHO Ta
peanizoBaHO MOBHO(PYHKIIIOHANIBHUN mpoToTUll Tpu «Zombie Defense 3D» Ha 0asi
pyuiis Godot Engine 4.5, axuii ciiyrye npakTUYHOIO JEMOHCTPAIIHHOIO MI1aT(HOPMOIO
JUTSI TOPIBHSIHHS TPHhOX IMPHUHIIMIIOBO PI3HUX apXITEKTYp WTY4YHOTO 1HTENeKTY NPC y
peanbHUX irpoBux ymoBax. [IpoTtotumn sBisge coboro auHamiyHuil 3D-mrytep Bifg
nepiIoi 0coOM 3 XBHIILOBOIO CHCTEMOIO BOPOTiB, A€ TpaBellb 00OPOHSIE YMOBHY «0azy»
(3aMOK y LIEHTp1 apeHu) BiJl 30MO1 TPbOX THIB, KOKEH 3 IKUX BUKOPUCTOBYE BIIACHY
cucTteMy MpUHHATTA pimeHb: peaktuBHy (FSM + Fuzzy Logic), nenibepatuBHy
(Behavior Tree) Ta riopunno-koopaunauiiny (GOAP 3 Blackboard). Apena po3mipom
100x100 meTpiB OTOYEHA CTIHAMH, MICTUTh PO3KHJIaH1 TIEPEIIKOIN Y BUTIISI1 SIIUKIB,
10 CTBOPIOIOTHh TAKTUYHI MOKJIMBOCTI JIJIsI IEPEXOBYBAHHS Ta (PIIAHKYBaHHS, a TAKOX
3abe3rneuye JOCTAaTHIN MpoCTip Il TposiBY BCix ocobimBocteit moBeainku NPC.
TecTtyBanHs mpoBoaAMIIOCS Ha KoMmil toTepi 3 poriecopoM Intel Core 17-12700H, 16 T'b
omnepaTtuBHOI nam’sATi Ta BineokapToro RTX 3060 Laptop mpu po3aisibHIi 3AaTHOCTI
1920%1080, mo 3abe3neunsio cTabLIbHY YacToTy KajpiB noHan 120 FPS HaBiTh Ha
M3HIX XBUJISX.

Ha mouatky rpu rpaBeib 3’SIBIS€TbCS Yy MIBICHHINH YaCTHHI apeHHU 3 TTOBHUM
s3nopoB’ssm (100/100) Ta aBTOMaTM4HOIO 30poe€to. Ilicis KOPOTKOTO 3BOPOTHOTO
BIJUTIKY PO3MOYMHAETHCS Tepiia XBWis. SIK BUIHO HAa puc. 4.2, y mepuriid XBuii
3’gBIs€TbCsl  n1Ba 3eneHux 30M01 Type I, skl oapa3dy mnepexoldarb y CTaH
MOVE _TO TARGET 1 npsamyioTh HaWKOPOTIINM MHUISIXOM 10 TpPaBIs. 3aBISKH

Bucokomy piBHIO arpecii (Fuzzy Logic omintoe HP sik «BuCOKe», AMCTaHIIIO SK
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«JaneKy», ajae Bce oAHO Buaae koediuieHT 1.3-1.5), 30M01 pyxaroTbcs 3 MiABUIICHOIO

MIBUKICTIO, 1110 JI03BOJISIE TPABIIEBI JIETKO OI[IHUTH 0a30BY PEAKTHBHICTh CHCTEMHU.

@ 7ZOMBIE DEFENSE 3D (DEBUG)

] 2 3D € 3 SRR - 1 B2 1152

lpaseus: 100 / 100 Yac: 00:06

Xsuna: 1
3om6i: 2

Puc. 4.2 — Xsuns 1. [TosiBa aBox 3enennx 3om01 Type | (FSM + Fuzzy Logic),

I'paBC€lb IIC HC OTPUMAB YIIKO/KCHb

[Ticns 3HUINEHHS TMEPIIMX BOPOTIB  PO3MOYMHAETHCA JApyra XBWISA, €
3’ aBIsIOTHCS TpH 3eseHi 30M0i1 Type I (puc. 4.3). Tyt moBeniaka 30M0i 3aTHIIAE€THCS
PCaKTUBHOIO: BOHHM arpecMBHO NPSMYIOTh TpsiMO 10 TpaBms, ane Fuzzy Logic
3a0e3neuye JUHAMIYHE PETYTFOBAHHS IIBHIKOCTI 3aJIC)KHO BiJl IUCTAHIT Ta 3I0pOB’S,

10 CTBOPIOE BITIYTTS 3pOCTAIOYO01 3aTPO3H.
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1152

Tpasetys: 100 / 100 Yac: 00:16
Xewuns: 2
30m61: 3

Puc. 4.3 — XBuus 2. [TosiBa Tphox 3enenux 30m01 Type 1, rpaBens npoaoBxye

00opoHy 6€3 BTpaT 370pOB’ s

Ha puc. 4.4 3adikcoBaHO MOMEHT, KOJIU BC1 30MO1 IPYToi XBUJII B3KE 3HUIIICHI, a
Ha HUD Bigo6paxkaetnest «30m061: 0», 0 CBIAYUTH MPO YCIHINIHE 3aBEPIICHHS XBUI

Ta IIilII“()TT()IZI()/ J0 IiZl()TT)/IIIi()T.

Tpasews: 100/ 100 Yac: 00:26
Xewns: 2
30Mm6i: 0

Puc. 4.4 — XBuns 2. YcniniHe 3aBepIiieHHs, BCi 30M01 3HUIICHI, JTIYMIBHUK

«30M01:0»
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Tpers xBuisl 1eMOHCTpye mepily mosBy nmomapandeBux 3oM01 Type II: nBa

30M01 I[LOTO THUITy HamararoThbCs 3aiiTH 300Ky Ta CHOBUIBHIOIOTHCS, KOJHM T'PaBellb
nuBUThCA Ha HUX (puc. 4.5). IloBeainka nux NPC 6a3yerbcs Ha Behavior Tree, 1o

3a0e3mneuye aeniOepaTuBHUMN MiAX1] 3 MpiopUTEeTaMu (PIIaHKYBaHHSA Ta CTENCY.

-
@ ZOMBIE DEFENSE 30 {DEBUG)

lpasels: 100 /100 ; qac: 00:32

Xeunsa: 3

3om6i: 2

Puc. 4.5 — XBuuns 3. [TosiBa 180X momapanueBux 30m01 Type I, rpaBers nounHae

aJlanryBaTtucia no HOBOI TaKTUKH

3 4eTBepTOi1 XBUJII KIJILKICTh BOPOTiB 3POCTAE, 1 3’ SIBISIOTHCA 30MO1 BCIX THITIB.
Ha puc. 4.6 3adikcoBaHO MOMEHT, KOJIM Ha apeHi epeOyBaroTh JiBa 3eseHi 30M01 Type
I, sixi atakyroTh PpoHTaNBHO, Ta OJIMH oMapanueBuil Type 11, 1o HamaraeTbcs 3alUTH

3 ¢ianry.
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@ ZOMBIE DEFENSE 30 (DEBUG)

Tpasews: 100 /100 Yac: 00:46

Xeuns: 4

3om6i: 3

Puc. 4.6 — XBuns 4. [IpucyTHICTh TBOX 3€JI€HUX Ta OJHOTO IOMapaH4YeBOTO 30MO1,

rpaBellb KOHTPOIIOE CUTYAIIII0

[I’sita xBUIS 1TFOCTpYyEe KOMOIHOBAHY 3arpo3y BiJl IIECTH 30MO1 Pi3HUX THIIIB,
cepell SIKUX 3€JIEHI CTBOPIOIOTh THUCK, MMOMapaH4yeBl HamararoTbcs (pIaHKyBaTH, a
¢ioneroBi mouMHaOTH KoopaumHamliio (puc. 4.7). I'paBenb 3MyIIeHUN MOCTIHHO

pyxaTHcsi, 100 YHUKHYTH OTOYEHHSI.

@ ZOMBIE DEFENSE 3D (DEBLIC

rpaseue: 100 /100 f Yac: 01:01
Xsuns: 5

3om6i: 6

Puc. 4.7 — XBuns 5. Ilicts 30M01 (3eseH1, moMapaHueBi Ta (i0JIeTOB1), FPaBeLb

TPUMAE TUCTAHIIIO
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Ha mocTiit xBumi cim 30M01 pi3HUX THIMIB MOCUITIOIOTH TUCK: 3€JIEH] aTaKyloTh B

700, moMapaH4eBi LIyKalOTh claOKi Micisl, a (pioJeToBl HamararoTbes chopMyBaTH

KoJ10 (puc. 4.8). I'paBenp 111e HE OTOYEHUH MMOBHICTIO, aJI€ CUTYAIIisl CTA€ HAMIPY>KEHOIO.

r
@ ZOMBIE DEFENSE 30 {DEBUG) ] X

paselys: 100 /100 Yac: 01:19

Xeung: 6

3om6i: 7

Puc. 4.8 — XBus 6. Cim 30M0i (3e7eHi, momapandeBi Ta (pioaeToBi), TpaBels e He

OTOYEHHH 3 yCiX OOKIB

BoceMma xBuiis nemMoHcTpye ciM 30m01, Ae dionetoBi Type Il moumHaroTh
OTOYYBAaTH I'paBlsl 3 pI3HUX OOKiB, TOAL SIK 1HILI TUIX MIATPUMYIOTh MOCTIHHUIN THUCK

(puc. 4.9).
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Ipaselys: 96 / 100 Yac: 01:47

Xsuns: 8

3om6i: 10

Puc. 4.9 — XBuns 8. Cim 30Mm01 (3e1eHi, moMapaHieBi Ta (p10JI€TOB1), TPaBIIs

MOYMHAIOTH OTOYYBATH 3 PI3HUX OOKIB

Ha nep’dartiii xBwiii OJuHAIIATh 30MO1 MPOJOBKYIOTH OTOYYBAaTH TpaBls 3

pi3HUX OOKiB, 3MYIIYIOYH HOTO MIBUAKO 3MiHIOBaTH mo3uilii (puc. 4.10).

1152

Fpaseus: 96 / 100 h : Llac: 02:02

Xsunsa: 9
3om6i: 11

Puc. 4.10 — XBusisa 9. OguHanusate 30M01 (3e1eHi, moMapaHyeBl Ta (pioJaeToBl),

rpaBLs MPOJOBKYIOTh OTOUYBAaTH 3 PI3HUX OOKIB
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Jlecsita XBUJIS TIOKA3ye M SITHAAISTH 30MO1, /1€ TpaBelb TpUMAae 00OpOHY, aje

KoopauHaIlist (pioJIETOBUX CTa€ MOMITHIMIO (puc. 4.11).

Yac: 02:21

Puc. 4.11 — XBuins 10. [’atHanuars 3om01 (3eneH1, moMapanueBi Ta pioJaeToBl),

rpaBellb TpUMae 000pOHY

OnuHaamnaTa XBWIA 3 OJUHAANATEMA 30MO1 IEMOHCTPYE IIUIBHE OTOYCHHS 3

pi3HHMX OOKiB, BUMArarouu BiJl TPaBIlsd MOCTIHHOTO 0O0epTanHs (puc. 4.12).

rpasews: 96 /100 B Yac: 02:33

Xeuns: 11

3om6i: 18

Puc. 4.12 — XBunist 11. OnuHaausats 30M01 yCiX TUMIB, TPaBLs OTOUYIOTh 3 PI3HUX

OOKIB
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YoTtupHaauara XBWIA UTIOCTPYE OIUMHAALATH 30MO1, SIKI IIIJIBHO OTOYYIOThH

rpaBIis 3 Pi3HUX OOKIB, 3 piBHEM 310pOB’si rpaBilst Huxkue 3a 30% (puc. 4.13).

Yac: 03:24

Puc. 4.13 — XBuna 14. OpuHaAmsaTh 30M01, TpaBIs MIIILHO OTOYEHO 3 PI3HHUX

OOKIB, piBEHb 3/10pPOB’s IpaBIls HUK4YE 32 30%
Ha Tiif ke dYoTHpHAAIATIA XBWII OCSATAETHCS PEKOPJIHE BIDKWBAHHS 3

ABaJlsATbMa BiCbMOMa 30M6i, I'pa 3aBCPIIYETHCA CMCPTIO I'PaBLs UCPC3 HEMOKJIUBICTD

OJTHOYACHO KOHTPOJIFOBATH BC1 HANpsIMKH (puc. 4.14).

Yac: 03:24

Puc. 4.14 — XBuns 14. Pexopane BwxuBaHHS (28 30M01), Ipa 3aBEPIIY€ETHCS

CMEPTIO TPaBIISl UepPe3 HEMOMIIMBICTH OJTHOYACHO KOHTPOJIIOBATH BC1 HATIPSIMKH
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[TpoBeneHe TeCTyBaHHA Ha peabHUX ITPOBUX CECISIX MiATBEPAUIIO TEOPETUYH1

MOJIO’KEHHS JTOCHIKEHHSI: KOKHA 3 Peali30BaHUX apXIiTEKTyp IITYYHOTO IHTEIEKTY
3a0e3mneuye IPUHIUIIOBO Pi3HUI IrpOBUIl JOCBiJ, 3MYIIy€ IPaBLs aAanTyBaTH CBOIO
CTpaTeriro 3ajie)kKHO BiJ THUIy BOpOTra Ta CTBOPIOE BIAYYTTSA «PO3YMHOI» OMO3MUINT
HaBiTh NMPU BUKOPUCTAHHI KJIACHYHUX AITOPUTMIB 0€3 3aCTOCYBaHHS MAIIWHHOTO
HaBuaHHA. KoMOiHaIlis peakTUBHUX, ACTOEpaTUBHUX Ta KOOPAMHAIIMHUX ITIIXOMIB Y
MeXax OJIHIET TPH JOBeJa CBOIO €(PEKTUBHICTH SIK METO/ MIBUIIICHHS perpabeabHOCTI

Ta TAKTUYHOI IITMOMHM IIYTEPIB 13 XBUIBLOBOIO CTPYKTYPOIO.

4.3. Anani3 pe3ynbTariB — MOPIBHAHHS 3 TPAAULIHHUMHA METOJAMHU, OLIIHKA

e(l)eKTI/IBHOCTi 3a JOIIOMOI'OI0 CTATUCTHYHHNX JAaHUX

AHani3 pe3ysbTaTiB MpakTUYHOI peam3anli npoekty «Zombie Defense 3D»
MOKa3ye, M0 3aCTOCYBAHHS TPHOX IMPHUHIUIIOBO PI3HUX MIAXOIIB O MOJICIIOBAHHS
noBeAinku NPC — ckiHueHOro aBTOMara 3 ejaemMeHTaMu HewiTkoi joriku (Type 1),
nepesa noBeaiHku (Type II) Ta miianyBaHHs, OpIEHTOBAHOTO HA I11J11, 3 BUKOPUCTAHHIM
Blackboard-apxitexktypu (Type III) — cyTTeBo mepeBepliye TpamuiliiiHi METOIH
MITYYHOTO I1HTEJNEKTY B Irpax, sKi 3a3BU4Yail oOMexyrThcs mpoctum FSM abGo
€JIEMEHTAPHUM CKPUIITOBHM PYXOM IO TPABIIS.

J171s1 06’ €eKTUBHOT O1IIHKY e€(heKTHUBHOCTI OyJ10 IpoBeneHo cepiro 3 100 TectoBux
3aMyCKIB I'py TPUBAIICTIO A0 5 XBUJIMH KOXKHUH (200 710 3arubeni rpasis) 3 pikcariero
TaKMX TOKA3HUKIB: CEpeAHId Yac BIKMBAHHS TPaBIs, KUIBKICTh YOUTHX 30MO1
KOXHOTO THUITy, CEPEIHS TPUBAIICTH KHUTTS OJHOTO 30MO1 KOXKHOTO THITy, YacTKa
CMepTeil IpaBls BiJ KOHKPETHO BiJ] KOKHOTO THUIy BOpora Ta cy0’€KTHMBHA OIlIHKa
rpaBIsiMu (N=25) piBHA «PO3yMHOCTI» Ta «HEemependadyyBaHOCT» MOBeaiHKH 3a 10-
OaJIbHOIO IIKAJIOIO.

Pe3ynbTaTi BUMiproBaHb HaBeICHO B Tabuil 4.2.
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Tabmanis 4.2

[TopiBHSTIbHI CTATUCTUYHI MOKA3HUKU €(EeKTUBHOCTI TPhOX cucTeM Al

Kinbkic
- Yacrka
Cepennii Th Cepenns . .
. |cmepreit | OuiHka .
yac yOUTHX [TpUBaJic (DABLSL kDO3VMHOC Ouninka
Tun 30mM0i BH:KUBaH 30MOi 32 Th pBi -« T);» «HemnependayyBa
HA rpy KUTTH ubolio (rpapui) HOCT» (rpaBui)
rpaBus, ¢ (ce;e))enH 30M0i, ¢ runy, %
Type | 142 +
(FSM+Fuz | 187 + 34 3' 1 186 42| 58 % 4.1 3.8
zy) '
(Té’%' W 142228 08 +27B1.4+638| 27% 8.7 9.1
15 %
(ame 92
0
Type 11l CMe/OTeﬁ
(GOAP+B | 98:£21 |6.1£231462+95 | If>3 9.4 8.8
B) Type 11
0JIHOYaC
HO)

Sk BugHO 3 TaOmwmil, Tpanumiitnuii peaktuBHui miaxin (Type I) 3abesneuye
HAWBUIMN CEepEeIHIN Yac BYXKMBAHHS TPAaBIIs, 110 CBIIYUTH PO BIAHOCHY MPOCTOTY
POTUCTOSTHHS TPSMOJNIHINHINA arpecii. BogHouac came 1eil Tum BIANOBITAE 3a
OLIBIIICT CMEpPTEH TrpaBUsd, 10 TOSICHIOETHCA BUCOKOK IIBUIKICTIO Ta
Hernepen0ayyBaHUM TMPUCKOPEHHSIM 3aBASKWA HEUITKiM Jorimi. JlepeBo TOBEIHKU
(Type II) cyTTeBO 3HMXKYE Yac BHXKMBAHHSI Ta KUIBKICTh YOMTHX 30MOI1, ane rpasll
OJIHOCTAaliHO BiJA3HAYAIOTh BHCOKY «PO3YMHICTB» 1 TICUXOJIOTIYHUUA THUCK Yepe3
MmexaHizm «Weeping Angels» Ta backstab-ataku. HalicknagHilmuuM BUSBHUBCS
riopugnuit GOAP-miaxia (Type III): xoua omun ¢ioseroBuit 30M01 BOMBAETHCA
BiJTHOCHO JIETKO, TIPH TIOSIBI TPHOX 1 O1IBIIIE TAKUX BOPOTIB UMOBIPHICTh CMEPTI TPaBIIs
3pocTtae 10 92 % vepes 11eanbHO CKOOPMHOBAHE OTOUEHHS Ta CHHXPOHI30BaHy aTaKy.

[TopiBHsIHHA 3 TpanuuiiHuMu MeTonamu (yuctuii FSM 0e3 fuzzy-gonatky ta
npocTuil «move to player» CKpUIT, sSIKUH BUKOPHUCTOBYETHCS B OUIBLIOCTI 1HAI-IrOp
Ta HaBiTh y Oarathox AAA-npoektax 2010-2020 pokiB) mokasaio, 1o Cepe/iHiil yac

BIDKMBAHHS TPABISl IPOTU «KiacuyHoro» FSM cranoBuB 214 cekyHnu, ToO6To Ha 27
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cexkyHp Oinpire, HK mpotu Type | 3 HediTkoro jorikoro. BogHouac cy0’ekTHBHA

OILIHKa «PO3YMHOCTI» kiacuuHoro FSM He mnepeBumyBana 2.9 OamiB, a
«HenepeadbadyBaHocTi» — 2.4 6amu. OTKe, HaBITh MPOCTUM JOJAATOK HEUITKOI JIOT1KH
710 CKIHUEHOTO aBTOMAaTa BXKe CYTTEBO MIJBUIILYE CIPUHHATY 1HTENEKTyadbHICTh NPC
0€3 3HAYHOTO 3pPOCTaHHS CKIAAHOCTI KOJY.

Oco0auBO MOKa30BUM € TOM (HaKT, 10 TPU OJTHOYACHIN MPUCYTHOCTI BCIX TPHhOX
THUITIB 30MO1 Ha apeHi (XBWJIS 5+) cepeaHii yac BMKMBAHHS Maaac 10 78 CEKyHI, 10
Ha 63 % HmK4Ye, HDK NP BUKOPHUCTaHHI juile Tpaauiiitnoro FSM. lle noBoauth
CHUHEpPreTHUHUM ePeKT BiJ KOMOIHAIll peakTUBHOTO, JIeTi0epaTUBHOTO Ta TiOpUIHO-
KOOINIEPATUBHOI'O 1HTENEKTY: I'paBellb 3MYLIEHUN MOCTIHHO 3MIHIOBATH TAKTUKY, IO
pOOUTH reMILICH 3HAYHO OaraTIIUM 1 HAPYy>KEHIIIUM.

TakuM 4YMHOM, TPOBEACHUN €KCIEPUMEHT MIATBEPKYE TIIOTE3Y TOCTIKEHHS:
cyuyacHi metonu mrtydHoro iHTenekty (Behavior Trees Ta GOAP 3 Blackboard) ne
JUIIe CTBOPIOIOTH 1II03110 3HA4HO BUIOTO 1HTENnekTy NPC, ane i1 00’€KTUBHO
M1JIBUIIYIOTh CKJIQJHICTh Ta perpadesibHICTh I'PU, 3MYIITYIOUYH TPaBIIs aJallTyBATUCS J10
KOXXHOTO THUIy Bopora okpemo. [Ipu 1poMy HaBiTh MiHIMaJbHE YCKJIATHEHHS
TpaauuiitHoro FSM 3a 10momMororo HEYiTKO1 JIOTIKM BXKE€ Ja€ MOMITHUN HPUPICT Y
CHPUMHATTI «PO3YMHOCTI», WIO poOOUTh Taki TIOpUAHI MIIAXOAU OCOOIMBO
PUBAOIMBUMHU JJIS 1H]11-PO3POOHUKIB 3 00MEKEHUM OrOKeTOM Ta yacoM. OTpumani
CTAaTUCTUYHI JaHl Ta Cy0’€KTUBHI OLIIHKM TPaBLiB CBIAYaTh MPO TE€, IO MPABUIBHO
crpoekToBaHi  kimacuuHi  aigroputmu Il 3anmumaroThess  akTyallbHUMH — Ta
KOHKYPEHTOCIPOMOXXHUMHM HaBiTh y 2025 pomi, 3HaAYHO MEpeBEepUIyIOUd 3a
CHIBBIAHOILIEHHSIM «pE3yJIbTaT/3aTpaT» MOJHI HEUPOMEPEKEB1 pIIIEHHS, SKI Ha
MOMEHT JOCIIJKEHHS 1€ HE 37aTHI CTaOUIBHO MpaIOBaTH B PEaJlbHOMY dYaci Ha

KOPHUCTYBaIlbKOMY 00JIaIHAHHI.

BucunoBku 10 po3ainy 4

[IpoBeneni ekcnepumeHTH y ipoToTuni «Zombie Defense 3D» nHaouno nosenu,

110 KOMO1HAIis1 TPhOX MPUHIHUIIOBO pi3HUX apxiTekTyp I (FSM 3 HeuiTKo0 J0TiKOI0,



66
Behavior Tree Ta GOAP 3 Blackboard) ctBoproe 3HauHO Oarartiry, HalpyXeHIIy Ta

perpabenpHIlLy IrpoBYy B3a€EMOJIII0, HIXK TPaJULIIHHI METOIH.

Koxxna cucrema BusiBUiacs €(OEKTHBHOIO Yy CBOIM HIllll: PEAKTUBHMM ITiIX11
3a0e3neynB JUHAMIYHUNA TUCK 1 0a30BYy HemependadyBaHICTh, JE€PEBO MOBEIIHKU
MOapyBAJIO T'PaBLSIM BIIUYTTS «KHUBHUX» 1 MIACTYIMHUX BOPOTIB, a KOOPAWHAIIHHUIMA
GOAP cTBOpUB CIpaBKHIO 3arpo3y 3rpai, IpOTH SKOi HEMOKJIMBO BUTPATHU JUIIIE
pedaexcamu.

HaliBaxnuBIIIMM pe3yJbTaTOM CTaJI0 BUSIBICHHS MOTY>KHOTO CUHEPTeTUYHOTO
edeKTy: Tpu OJHOYACHIA MPHUCYTHOCTI BCIX THUITIB 30MO1 CEepeIHii 4ac BHKMBAHHS
najae outbl HIX HAa 60 % nopiBHIHO 3 Ki1acuyHUM FSM, a cy0’eKTUBHE CIPUNHSATTS
«PO3yMHOCTI» BOPOT'iB 3pOCTa€ B pa3H.

OTxe, HaBITh KJIACH4YHI QJITOPUTMH, BIPABHO KOMOIHOBaHI Ta JOMOBHEHI
npoCTUMU MexaHi3Mamu (HeuiTka Jiorika, Blackboard), 3gaTHi cTBOproBaTH 11103110
cOopaBAl pPO3YMHOI OMNO3MIIi, IO POOUTH iX HE3aMIHHHUM 1HCTPYMEHTOM JJis
HE3QJIE)KHUX PO3POOHUKIB 1 MIATBEPUKYE IXHIO BHUCOKY MPAKTUYHY IIHHICTH Y

cydacHii iHxycTpii irop 2025 poky.
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BUCHOBKU TA ITPOIIO3ULIII

[TpoBeneHe AOCTiKEHHS A0 3MOTY HE JIUIIE TEOPETHYHO OOIPYHTYBATH, a i
NPAKTUYHO JOBECTH, IO HAaBITh y MEXKaX HEBEIUKOIO 1H[1-MPOEKTY, CTBOPEHOIO
OJIHUM PO3pOOHUKOM Ha Oe3komrToBHOMY pyirii Godot Engine 4, MOXIJIMBO JOCSTTH
piBHs iHTenekTyanpHOCTI NPC, sakuil paHimie BBa)kaBCs MPEpPOraTHUBOIO BEIHKUX
CTyai# 13 GaraToMiIbHOHHUMH OrokeTamMu. Po3poOiieHuil mpoToTunl rpu «Zombie
Defense 3D» cTaB kUBHM JJOKa30M TOTO, 1[0 TPaMOTHE MO€THAHHS TPhOX KIACUYHUX,
aje MaHCTEepHO peai30BAHMX AapXITEKTyp IITYYHOIO IHTEIEKTY — pPEaKTHUBHOL
(ckiHUeHHMH aBTOMAT CTaHIB 13 HEYITKOIO JIOTIKOI0), nenidepaTHBHOI (AepeBo
MOBE/IIHKA 3 T€OMETPUYHUMH OOYHUCIECHHAMH) Ta TiOpuaHO-KoJeKTUBHOI (GOAP-
rianyBaHHs 3 Blackboard-koopaunaiii€ero) — 31aTHe KapIMHAIBHO 3MIHUTH €MOIIiiHE
CHPUMHSATTS rpaBLEM, IEPETBOPUBIIM MTPOCTUX 30MO1 HA TPHOX MPUHIIMIIOBO PI3HUX,
SCKpPaBO BHPAXEHUX MPOTUBHHKIB, KOXKEH 3 SKHX BHUMAara€ BIJIACHOI TaKTHUKH
IMPOTUCTOSIHHS Ta BUKJIMKAE y TPaBIl a0CONIOTHO Pi3HI €MOIIil: BiJ MPE3UPCTBO 10
«IypHHX» 3€JCHHX, TPUBOTY Ta MAapaHOI dYepe3 MiACTYITHUX TOMapaH4YeBUX 1
CIIpaBXHIN CTpax mepel PO3yMHOIO 3rpacto (PioIeTOBUX.

ExcrniepuMeHTanbHi JOCTIKEHHS, MPOBEICHI Ha MOHAJ CTa TECTOBUX CECisfX,
MEPEKOHJINBO TOKa3ald, IO 3alpOMOHOBAaHI CHCTEMHU 3HAYHO TMEPEBUINYIOTH 3a
e(eKTUBHICTIO TpPAJUIINHI TIIXOIU: CEpPENHIM Yac BWIKMBAHHS TPaBI MPOTH
KOMOIHali BCIX TPhOX THUMIB 30MO1 3MeHIIMBCS OuUlbll HIXK Ha 60 % MOPIBHSHO 3
KJIACUYHUM CKIHYEHHM aBTOMATOM, IIPU LIbOMY CyO’€KTHBHA OLIIHKA «PO3yMHOCTD» Ta
MICUXOJIOTIYHOTO TUCKY 3pociia B pazu. OcoOIuBO MIHHUM BUSIBUBCS TOW (hakT, IO
HaBITh MIHIMAJIbHE YCKJIQJIHCHHS PEAKTUBHOI MOJIEJ 3a JOTIOMOT00 HEYITKOI JIOT1KH
0Jlpa3zy Maji0 BIIYYTHUH MPUPICT Y COPUMHSITIN IHTEIEKTYadbHOCTI 0€3 3HAYHOTO
30UIBIICHHS! OOYMCIIIOBAILBHUX BUTpAT, 0 POOUTH TaKUW MIAX1J 17€abHUM IS
MOOUTPHUX Ta 1HAI-IPOekTiB. BogHouac peanizamis mosHouiHHOTO GOAP 13
JUHAMIYHUM KPYTOBUM OTOYCHHSIM Ta CHHXPOHI30BAHOKO aTaKoK IOKaszana, IIo

KOOpJMHAIlIA 3rpai MOXJIMBA W y BIAKPUTOMY pyIuli 0€3 BUKOPUCTAHHS Ba)KKUX
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30BHIMIHIX 010J110TeK, M0 paHille BBAXAJOCS MPAKTUYHO HEMOXIUBUM Y

YKpaiHOMOBHOMY OCBITHBOMY Ta 1H/{i-CEpEAOBHUILI.

[IpakTyHa 3HAYYIIICTH POOOTH TMIATBEPJKEHA CTBOPECHHSIM ITOBHICTIO
po00YOro, EKCIIOPTOBAHOTO Y CAMOCTIHHUMN .eXe-(haiil MPOTOTHITY, IKHI HE TOTpedye
BcraHoBieHHsT Godot, mpamoe Ha Oyab-skomy  Windows-IIK 1 Mmoxe
BUKOPUCTOBYBATHUCS SIK HaBYAIBHUI MaTtepiai Ha Kadeapax yKpaiHChKUX BUIIIB MpU
BukinananHi aucturuiie «lltygnuit iHTenekT» abo «Po3podka iropy». IIpoekT moxe
OyTH BUKOPUCTAHMUN HE JIMIIE SIK TEOPis, a M JJi BIACHUX JOCIIKEHb, MOXKE OyTH
MOAU(]IKOBaHMA Ta BHUKOPUCTAHUHN Ui TOPIBHSHHS TPbhOX (PyHAaAMEHTaIbHUX
apXITEKTyp B OJHOMY MNpoekTi. IlepeHocumicTh peanizoBaHux pimeHb Ha Unity Ta
Unreal Engine 5, pobuTh OTpUMaHi HampalfoBaHHs YHIBEpCaJIbHUM 1HCTPYMEHTOM,
MIPUAATHAM JIJI1 BUKOPUCTAHHS B PEATbHUX KOMEPIIMHUX MPOEKTAX.

Takum 4uHOM, poOOTa HE JIMILE JOCSTIIa MOCTAaBJIEHOT METU — CTBOpHJIA Ta
MOPIBHsUIA TPU MPUHIUIOBO pi3HI cuctemu 1 B equHOMY 1IrpoBOMY TIpOCTOpI, — a U
CYTT€BO IEpPEBUIIMIA 11, CTBOPUBIIH KUBHM, €eMOLIMHO HACUYEHUN TPOTOTHI, SIKAN
JIOTIOMOKE COTHSAM YKPAiHChbKUX CTYICHTIB 1 pO3POOHUKIB-TIOUATKIBI[IB 3PO3YMITH, SIK
caMe Tpalloe Cy4aCHUN ITPOBUH IITYYHUN 1HTETIEKT, 1 MOXKJIMBO HAJIMXHE iX Ha BJIACHI
TBOpUi ekcriepuMeHTH. OTprMaHi pe3ybTaTH MEPEKOHINBO CBIIYATh, 1[0 MaHOyTHE
YKpaTHCHKOTO TeMMIEBY — came 3a TaJTaHOBUTHUMH, MUCISTYMMHU PO3POOHUKAMH, SKi
BMIIOTh JIOCATAaTH CBITOBOTO PIBHS SKOCTI HaBITh 13 MIHIMQJIBHUMH PECYypCaMH,
CIIUPAIOYUCh TepeAyciM Ha IHOOKe pOo3yMiHHS (yHIAMEHTAIbHUX MPUHIIMIIB 1

m000B1 10 CBOET CIIpaBH.
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JIOJIATOK A
JlictuHr nporpamu
project.godot
; Engine configuration file.
; It's best edited using the editor UI and not directly,
; since the parameters that go here are not all obvious.
; Format:
; [section] ; section goes between []
; param=value ; assign values to parameters
config_version=5
[application]
config/name="ZOMBIE DEFENSE 3D"
run/main_scene="res://scenes/main.tscn"
config/features=PackedStringArray("4.5", "GL Compatibility")
config/icon="res://icon.svg"
[input]
ui_left={
"deadzone": 0.5,
"events":
[Object(InputEventKey, "resource_local_to_scene":false, "resource_name":"" "device":0,"w

indow_id":0,"alt_pressed":false,"shift_pressed":false,"ctrl_pressed":false,"meta_press
ed":false, "pressed":false, "keycode":0, "physical_keycode":65, "key_label":0,"unicode":0,
"location":0,"echo":false,"script":null)

Object(InputEventKey, "resource_local_to_scene":false, "resource_name":"",6 "device":0,"wi
ndow_id":0,"alt_pressed":false, "shift_pressed":false,"ctrl_pressed":false, "meta_presse
d":false, "pressed":false, "keycode":0, "physical_keycode":4194319, "key_label":0, "unicode
":0,"location":0,"echo":false, "script":null)

]

}

ui_right={

"deadzone": 0.5,

"events":

[Object(InputEventKey, "resource_local_to_scene":false, "resource_name":"" "device":0,"w

indow_id":0,"alt_pressed":false,"shift_pressed":false,"ctrl_pressed":false, "meta_press
ed":false,"pressed":false, "keycode":0, "physical_keycode":68, "key_label":0, "unicode":0,
"location":0,"echo":false,"script":null)

Object(InputEventKey, "resource_local_to_scene":false,"resource_name":"" 6 "device":0,"wi
ndow_id":0,"alt_pressed":false,"shift_pressed":false, "ctrl_pressed":false, "meta_presse
d":false, "pressed":false, "keycode":0, "physical_keycode":4194321, "key_label":0, "unicode
":0,"location":0,"echo":false, "script":null)

]

}

ui_up={

"deadzone": 0.5,

"events":

[Object(InputEventKey, "resource_local_to_scene":false,"resource_name":"" "device":0,"w

indow_id":0,"alt_pressed":false,"shift_pressed":false,"ctrl_pressed":false,"meta_press
ed":false,"pressed":false, "keycode":0, "physical_keycode":87, "key_label":0,"unicode":0,
"location":0,"echo":false,"script":null)

Object(InputEventKey, "resource_local_to_scene":false, "resource_name":"",K6 "device":0,"wi
ndow_id":0,"alt_pressed":false, "shift_pressed":false,"ctrl_pressed":false, "meta_presse
d":false,"pressed":false, "keycode":0,"physical_keycode":4194320, "key_label":0, "unicode
":0,"location":0,"echo":false,"script":null)

]

}

ui_down={

"deadzone": 0.5,
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"events":
[Object(InputEventKey, "resource_local_to_scene":false, "resource_name":"" "device":0,"w
indow_id":0,"alt_pressed":false,"shift_pressed":false,"ctrl_pressed":false, "meta_press
ed":false, "pressed":false, "keycode":0, "physical_keycode":83, "key_label":0,"unicode":0,
"location":0,"echo":false,"script":null)

Object(InputEventKey, "resource_local_to_scene":false,"resource_name":"" 6 "device":0,"wi
ndow_id":0,"alt_pressed":false, "shift_pressed":false,"ctrl_pressed":false, "meta_presse
d":false, "pressed":false, "keycode":0, "physical_keycode":4194322, "key_label":0, "unicode
":0,"location":0,"echo":false, "script":null)

]

}

shoot={

"deadzone": 0.5,

"events":

[Object(InputEventMouseButton, "resource_local_to_scene":false,"resource_name":"", K "devi
ce":-

1,"window_id":0,"alt_pressed":false,"shift_pressed":false,"ctrl_pressed":false, "meta_p
ressed":false, "button_mask":1,"position":Vector2(0, 0),"global_position":Vector2(0,
0),"factor":1.0,"button_index":1,"canceled":false, "pressed":true,"double_click":false,
"script":null)

]

}

[rendering]

renderer/rendering_method="gl_compatibility"
renderer/rendering_method.mobile="gl_compatibility"

main.tscn

[gd_scene load_steps=17 format=3 uid="uid://cwdselgnsqloOk"]
[ext_resource type="Script" uid="uid://cth5mavvhybul"
path="res://scripts/game_manager.gd" id="1"]

[ext_resource type="PackedScene" uid="uid://player"
path="res://scenes/entities/player.tscn" id="2"]

[ext_resource type="PackedScene" uid="uid://obstacle"
path="res://scenes/entities/obstacle.tscn" id="u"]

[ext_resource type="PackedScene"
path="res://scenes/entities/zombie_typel_animated.tscn" id="5"]
[ext_resource type="PackedScene"
path="res://scenes/entities/zombie_type2_animated.tscn" id="6"]
[ext_resource type="PackedScene"
path="res://scenes/entities/zombie_type3_animated.tscn" id="7"]
[ext_resource type="PackedScene" path="res://scenes/ui/hud.tscn" id="8"]
[sub_resource type="PlaneMesh" id="PlaneMesh_ground"]

size = Vector2(100, 100)

[sub_resource type="StandardMaterial3D" id="Material_ground"]
albedo_color = Color(0.25, 0.4, 0.15, 1)

roughness = 0.9

metallic = 0.0

uvl_scale = Vector3(20, 20, 20)

uvl_triplanar = true

[sub_resource type="BoxShape3D" id="BoxShape_ground"]

size = Vector3(100, 0.2, 100)

[sub_resource type="NavigationMesh" id="NavigationMesh_1"]
vertices = PackedVector3Array(-50, 0.5, -50, 50, 0.5, -50, 50, 0.5, 50, -50, 0.5, 50)
polygons = [PackedInt32Array(3, 2, 0), PackedInt32Array(0, 2, 1)]
agent_height = 2.0

agent_radius = 0.6

agent_max_climb = 0.5
agent_max_slope = 45.0
region_min_size = 2.0

region_merge_size = 20.0
edge_max_length = 12.0
edge_max_error = 1.3
vertices_per_polygon = 6.0
detail_sample_distance = 6.0
detail_sample_max_error = 1.0
filter_low_hanging_obstacles = true
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filter_ledge_spans = true
filter_walkable_low_height_spans = true
[sub_resource type="Environment" id="Environment_1"]
background_mode = 1
background_color = Color(0.5, 0.7, 1, 1)
[sub_resource type="BoxMesh" id="BoxMesh_wall"]
size = Vector3(100, 6, 2)
[sub_resource type="StandardMaterial3D" id="Material_wall"]
albedo_color = Color(0.45, 0.45, 0.5, 1)
roughness = 0.8
metallic = 0.1
uvl_scale = Vector3(5, 2, 5)
[sub_resource type="BoxShape3D" id="BoxShape_wall"]
size = Vector3(100, 6, 2)
[node name="Main" type="Node3D"]
script = ExtResource("1")
obstacle_scene = ExtResource("u")
zombie_typel_scene = ExtResource("5")
zombie_type2_scene = ExtResource("6")
zombie_type3_scene = ExtResource("7")
[node name="Ground" type="MeshInstance3D" parent="."]
mesh = SubResource("PlaneMesh_ground")
surface_material_override/0 = SubResource("Material_ground")
[node name="StaticBody3D" type="StaticBody3D" parent="Ground"]
[node name="CollisionShape3D" type="CollisionShape3D" parent="Ground/StaticBody3D"]
transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, 0, -0.1, 0)
shape = SubResource("BoxShape_ground")
[node name="NavigationRegion3D" type="NavigationRegion3D" parent="."]
navigation_mesh = SubResource("NavigationMesh_1")
[node name="DirectionalLight3D" type="DirectionalLight3D" parent="."]
transform = Transform3D(1, 0, 0, 0, 0.707, 0.707, 0, -0.707, 0.707, 0, 10, 0)
shadow_enabled = true

[node name="WorldEnvironment" type="WorldEnvironment" parent="."]
environment = SubResource("Environment_1")

[node name="Player" parent="." instance=ExtResource("2")]
transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, 0, 1, -15)
[node name="Zombies" type="Node3D" parent="."]

[node name="Obstacles" type="Node3D" parent="."]

[node name="Obstaclel" parent="Obstacles" instance=ExtResource("4")]
transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, -15, 0, -10)
[node name="Obstacle2" parent="Obstacles" instance=ExtResource("4")]
transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, 15, 0, -10)

[node name="Obstacle3" parent="Obstacles" instance=ExtResource("4")]
transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, -20, 0, 5)

[node name="Obstacleld" parent="Obstacles" instance=ExtResource("4")]
transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, 20, 0, 5)

[node name="Obstacle5" parent="Obstacles" instance=ExtResource("4")]
transform = Transform3D(1, 0, 0, @0, 1, 0, 0, 0, 1, 0, 0, 10)

[node name="Obstacle6" parent="Obstacles" instance=ExtResource("4")]
transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, -10, 0, 20)

[node name="Obstacle7" parent="Obstacles" instance=ExtResource("4")]
transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, 10, 0, 20)

[node name="Obstacle8" parent="Obstacles" instance=ExtResource("4")]
transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, -25, 0, -20)
[node name="Obstacle9" parent="Obstacles" instance=ExtResource("4")]
transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, 25, 0, -20)

[node name="Obstaclel®" parent="Obstacles" instance=ExtResource("4")]
transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, 0, 0, -25)

[node name="HUD" parent="." instance=ExtResource("8")]

[node name="Walls" type="Node3D" parent="."]

[node name="WallNorth" type="StaticBody3D" parent="Walls"]

transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, 0, 3, -51)

[node name="MeshInstance3D" type="MeshInstance3D" parent="Walls/WallNorth"]
mesh = SubResource("BoxMesh_wall")

surface_material_override/0 = SubResource("Material_wall")

[node name="CollisionShape3D" type="CollisionShape3D" parent="Walls/WallNorth"]
shape = SubResource("BoxShape_wall")

[node name="WallSouth" type="StaticBody3D" parent="Walls"]
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transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, 0, 3, 51)
[node name="MeshInstance3D" type="MeshInstance3D" parent="Walls/WallSouth"]
mesh = SubResource("BoxMesh_wall")
surface_material_override/0 = SubResource("Material_wall")
[node name="CollisionShape3D" type="CollisionShape3D" parent="Walls/WallSouth"]
shape = SubResource("BoxShape_wall")
[node name="WallEast" type="StaticBody3D" parent="Walls"]
transform = Transform3D(0, 06, 1, 0, 1, 0, -1, 0, 0, 51, 3, 0)
[node name="MeshInstance3D" type="MeshInstance3D" parent="Walls/WallEast"]
mesh = SubResource("BoxMesh_wall")
surface_material_override/0 = SubResource("Material_wall")
[node name="CollisionShape3D" type="CollisionShape3D" parent="Walls/WallEast"]
shape = SubResource("BoxShape_wall")
[node name="WallWest" type="StaticBody3D" parent="Walls"]
transform = Transform3D(0, 0, 1, 0, 1, 0, -1, 0, 0, -51, 3, 0)
[node name="MeshInstance3D" type="MeshInstance3D" parent="Walls/WallWest"]
mesh = SubResource("BoxMesh_wall")
surface_material_override/0 = SubResource("Material_wall")
[node name="CollisionShape3D" type="CollisionShape3D" parent="Walls/WallWest"]
shape = SubResource("BoxShape_wall")

hud.tscn

[gd_scene load_steps=2 format=3 uid="uid://hud"]

[ext_resource type="Script" path="res://scripts/ui/hud.gd" id="1"]
[node name="HUD" type="CanvasLayer"]

script = ExtResource("1")

[node name="Panel" type="Panel" parent="."]

offset_left = 10.0

offset_top = 10.0

offset_right = 310.0

offset_bottom = 110.0

[node name="VBoxContainer" type="VBoxContainer" parent="Panel"]
layout_mode = 1
anchors_preset =1
anchor_right = 1.0
anchor_bottom = 1.0
offset_left = 10.0
offset_top = 10.0
offset_right = -10.0
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offset_bottom = -10.0
grow_horizontal = 2
grow_vertical = 2

[node name="PlayerHealthLabel" type="Label" parent="Panel/VBoxContainer"]
layout_mode = 2

text = "lpaBeub: 100 / 100"

[node name="PlayerHealthBar" type="ProgressBar" parent="Panel/VBoxContainer"]
layout_mode = 2

max_value = 100.0

value = 100.0

show_percentage = false

[node name="WavelLabel" type="Label" parent="Panel/VBoxContainer"]
layout_mode = 2

text = "XBuna: 1 / 7"

[node name="ZombiesLeftLabel" type="Label" parent="Panel/VBoxContainer"]
layout_mode = 2

text = "3om6i: 3"

base.tscn

[gd_scene load_steps=3 format=3 uid="uid://base"]

[ext_resource type="Script" path="res://scripts/entities/base.gd" id="1"]
[ext_resource type="PackedScene" path="res://assets/models/castle_simple.tscn" id="2"]
[sub_resource type="BoxShape3D" id="BoxShape_1"]

size = Vector3(6, 8, 6)

[node name="Base" type="StaticBody3D"]

script = ExtResource("1")

collision_layer =1

collision_mask = 1



[node name="CastleModel" parent="." instance=ExtResource("2")]

transform = Transform3D(2, 0, 0, 06, 2, 0, 0, 0, 2, 0, 0, 0)

[node name="CollisionShape3D" type="CollisionShape3D" parent="."]

shape = SubResource("BoxShape_1")

transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, 0, 3, 0)

[node name="NavigationObstacle3D" type="NavigationObstacle3D" parent="."]
radius = 4.0

height = 8.0

avoidance_enabled = true

bullet.tscn

[gd_scene load_steps=5 format=3 uid="uid://bullet"]
[ext_resource type="Script" path="res://scripts/entities/bullet.gd" id="1"]
[sub_resource type="SphereMesh" id="SphereMesh_1"]

radius = 0.3

[sub_resource type="StandardMaterial3D" id="Material_bullet"]
albedo_color = Color(1l, 1, 0, 1)

emission_enabled = true

emission = Color(l, 1, 0, 1)

emission_energy_multiplier = 2.0

[sub_resource type="SphereShape3D" id="SphereShape_1"]

radius = 0.3

[node name="Bullet" type="RigidBody3D"]

script = ExtResource("1")

gravity_scale = 0.0

lock_rotation = true

contact_monitor = true

max_contacts_reported = 4

[node name="MeshInstance3D" type="MeshInstance3D" parent="."]
mesh = SubResource("SphereMesh_1")
surface_material_override/0 = SubResource("Material_bullet")
[node name="CollisionShape3D" type="CollisionShape3D" parent="."]
shape = SubResource("SphereShape_1")

obstacle.tscn

[gd_scene load_steps=3 format=3 uid="uid://obstacle"]

[ext_resource type="Script" path="res://scripts/entities/obstacle.gd" id="1"]
[ext_resource type="PackedScene" path="res://assets/models/crate_simple.tscn" id="2"]
[sub_resource type="BoxShape3D" id="BoxShape_1"]

size = Vector3(2, 2, 2)

[node name="Obstacle" type="StaticBody3D"]

script = ExtResource("1")

collision_layer = 1

collision_mask =1

[node name="CrateModel" parent="." instance=ExtResource("2")]

transform = Transform3D(1.5, 0, 6, 6, 1.5, 0, 0, 0, 1.5, 0, 0, 0)

[node name="CollisionShape3D" type="CollisionShape3D" parent="."]

shape = SubResource("BoxShape_1")

transform = Transform3D(1, 0, 6, 0, 1, 0, 0, 0, 1, 0, 1, 0)

player.tscn

[gd_scene load_steps=5 format=3 uid="uid://player"]

[ext_resource type="Script" path="res://scripts/entities/player.gd" id="1"]
[ext_resource type="PackedScene" uid="uid://bullet"
path="res://scenes/entities/bullet.tscn" id="2"]

[ext_resource type="PackedScene" path="res://assets/models/sophia/sophia_skin.tscn"
id="3"]

[sub_resource type="CapsuleShape3D" id="CapsuleShape_1"]

height = 2.0

radius = 0.5

[node name="Player" type="CharacterBody3D"]

script = ExtResource("1")

bullet_scene = ExtResource("2")

[node name="SophiaModel" parent="." instance=ExtResource("3")]

transform = Transform3D(0.5, 0, 0, 0, 0.5, 0, 06, 0, 0.5, 0, 0, 0)

[node name="CollisionShape3D" type="CollisionShape3D" parent="."]
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shape = SubResource("CapsuleShape_1")

[node name="Camera3D" type="Camera3D" parent="."]

transform = Transform3D(1, 0, 0, 0, 0.342, 0.940, 0, -0.940, 0.342, 0, 40, 15)
current = true

fov = 60.0

[node name="ShootPoint" type="Marker3D" parent="."]

transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, @, 0.75, -1.5)

zombie_typel.tscn

[gd_scene load_steps=5 format=3 uid="uid://Oombiel"]
[ext_resource type="Script" path="res://scripts/ai/zombie_typel.gd" id="1"]
[sub_resource type="CapsuleMesh" id="CapsuleMesh_1"]

radius = 0.4

height = 1.5

[sub_resource type="StandardMaterial3D" id="Material_zombiel"]
albedo_color = Color(0, 1, 0, 1)

[sub_resource type="CapsuleShape3D" id="CapsuleShape_1"]

radius = 0.5

height = 1.5

[node name="ZombieTypel" type="CharacterBody3D"]

script = ExtResource("1")

[node name="MeshInstance3D" type="MeshInstance3D" parent="."]
mesh = SubResource("CapsuleMesh_1")

surface_material_override/0 = SubResource("Material_zombiel")
transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, 0, 0.75, 0)
[node name="CollisionShape3D" type="CollisionShape3D" parent="."]
shape = SubResource("CapsuleShape_1")

transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, 0, 0.75, 0)
[node name="NavigationAgent3D" type="NavigationAgent3D" parent="."]

zombie_typel animated.tscn

[gd_scene load_steps=U4 format=3 uid="uid://zombiel_animated"]
[ext_resource type="Script" path="res://scripts/ai/zombie_typel.gd" id="1"]
[ext_resource type="PackedScene" uid="uid://bgulsgoyxdi5"
path="res://assets/models/zombie/zombie_animated.gltf" id="2"]
[sub_resource type="CapsuleShape3D" id="CapsuleShape_1"]

radius = 0.5

height = 1.5

[node name="ZombieTypel" type="CharacterBody3D"]

script = ExtResource("1")

max_hp = 100.0

speed = 2.0

damage = 10.0

attack_range = 1.5

[node name="ZombieModel" parent="." instance=ExtResource("2")]
transform = Transform3D(0.5, 0, 0, 0, 0.5, 0, 0, 0, 0.5, 0, 0, 0)
[node name="CollisionShape3D" type="CollisionShape3D" parent="."]
shape = SubResource("CapsuleShape_1")

transform = Transform3D(1, 0, 6, 0, 1, 0, 0, 0, 1, 0, 0.75, 0)
[node name="NavigationAgent3D" type="NavigationAgent3D" parent="."]

zombie_type2.tscn

[gd_scene load_steps=5 format=3 uid="uid://0ombie2"]
[ext_resource type="Script" path="res://scripts/ai/zombie_type2.gd" id="1"]
[sub_resource type="CapsuleMesh" id="CapsuleMesh_1"]

radius = 0.4

height = 1.5

[sub_resource type="StandardMaterial3D" id="Material_zombie2"]
albedo_color = Color(l, 0.5, 0, 1)

[sub_resource type="CapsuleShape3D" id="CapsuleShape_1"]
radius = 0.5

height = 1.5

[node name="ZombieType2" type="CharacterBody3D"]

script = ExtResource("1")

[node name="MeshInstance3D" type="MeshInstance3D" parent="."]
mesh = SubResource("CapsuleMesh_1")
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surface_material_override/0 = SubResource("Material_zombie2")
transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, 0, 0.75, 0)
[node name="CollisionShape3D" type="CollisionShape3D" parent="."]
shape = SubResource("CapsuleShape_1")

transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, 0, 0.75, 0)

zombie_type2_animated.tscn

[gd_scene load_steps=U4 format=3 uid="uid://zombie2_animated"]
[ext_resource type="Script" path="res://scripts/ai/zombie_type2.gd" id="1"]
[ext_resource type="PackedScene" uid="uid://bgulsgoyxdi5"
path="res://assets/models/zombie/zombie_animated.gltf" id="2"]
[sub_resource type="CapsuleShape3D" id="CapsuleShape_1"]

radius = 0.5

height = 1.5

[node name="ZombieType2" type="CharacterBody3D"]

script = ExtResource("1")

max_hp = 150.0

speed = 3.0

damage = 15.0

attack_range = 1.5

[node name="ZombieModel" parent="." instance=ExtResource("2")]
transform = Transform3D(0.5, 0, 0, 0, 0.5, 0, 0, 0, 0.5, 0, 0, 0)
[node name="CollisionShape3D" type="CollisionShape3D" parent="."]
shape = SubResource("CapsuleShape_1")

transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, 0, 0.75, 0)

zombie_type3.tscn

[gd_scene load_steps=5 format=3 uid="uid://Oombie3"]
[ext_resource type="Script" path="res://scripts/ai/zombie_type3.gd" id="1"]
[sub_resource type="CapsuleMesh" id="CapsuleMesh_1"]

radius = 0.4

height = 1.5

[sub_resource type="StandardMaterial3D" id="Material_zombie3"]
albedo_color = Color(0.5, 0, 0.5, 1)

[sub_resource type="CapsuleShape3D" id="CapsuleShape_1"]

radius = 0.5

height = 1.5

[node name="ZombieType3" type="CharacterBody3D"]

script = ExtResource("1")

[node name="MeshInstance3D" type="MeshInstance3D" parent="."]
mesh = SubResource("CapsuleMesh_1")

surface_material_override/0 = SubResource("Material_zombie3")
transform = Transform3D(1, 0, 6, 0, 1, 0, 0, 0, 1, 0, 0.75, 0)
[node name="CollisionShape3D" type="CollisionShape3D" parent="."]
shape = SubResource("CapsuleShape_1")

transform = Transform3D(1, 0, 6, 0, 1, 0, 0, 0, 1, 0, 0.75, 0)

zombie_type3_animated.tscn

[gd_scene load_steps=4 format=3 uid="uid://zombie3_animated"]
[ext_resource type="Script" path="res://scripts/ai/zombie_type3.gd" id="1"]
[ext_resource type="PackedScene" uid="uid://bgulsgoyxui5"
path="res://assets/models/zombie/zombie_animated.gltf" id="2"]
[sub_resource type="CapsuleShape3D" id="CapsuleShape_1"]

radius = 0.5

height = 1.5

[node name="ZombieType3" type="CharacterBody3D"]

script = ExtResource("1")

max_hp = 200.0

speed = 2.5

damage = 12.0

attack_range = 1.5

[node name="ZombieModel" parent="." instance=ExtResource("2")]
transform = Transform3D(0.5, 0, 0, 0, 0.5, 0, 0, 0, 0.5, 0, 0, 0)
[node name="CollisionShape3D" type="CollisionShape3D" parent="."]
shape = SubResource("CapsuleShape_1")

transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, 0, 0.75, 0)
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castle_simple.tscn

[gd_scene load_steps=3 format=3]

[sub_resource type="BoxMesh" id="BoxMesh_1"]

size = Vector3(d, 6, )

[sub_resource type="StandardMaterial3D" id="Material_castle"]
albedo_color = Color(0.6, 0.6, 0.65, 1)

roughness = 0.7

metallic = 0.2

[node name="Castle" type="MeshInstance3D"]

mesh = SubResource("BoxMesh_1")

surface_material_override/0 = SubResource("Material_castle")
transform = Transform3D(1, 0, 0, 0, 1, 0, 0, 0, 1, 0, 3, 0)

crate_simple.tscn

[gd_scene load_steps=3 format=3]

[sub_resource type="BoxMesh" id="BoxMesh_1"]

size = Vector3(1l, 1, 1)

[sub_resource type="StandardMaterial3D" id="Material_crate"]
albedo_color = Color(0.55, 0.35, 0.2, 1)

roughness = 0.8

metallic = 0.0

[node name="Crate" type="MeshInstance3D"]

mesh = SubResource("BoxMesh_1")

surface_material_override/0 = SubResource("Material_crate")

sophia_skin.tscn

[gd_scene load_steps=38 format=3 uid="uid://prh35jb6tjtd"]

[ext_resource type="PackedScene" uid="uid://16iul@wxubde"
path="res://addons/gdquest_sophia/model/sophia.glb" id="1_euUpev"]
[ext_resource type="Script" path="res://addons/gdquest_sophia/sophia_skin.gd"
id="1_obcib"]

[ext_resource type="Material" uid="uid://dye0llOctufby"
path="res://addons/gdquest_sophia/model/materials/eye_mat_override.tres" id="u4_mms51"]
[sub_resource type="AnimationNodeAnimation" id="AnimationNodeAnimation_vapre"]
animation = &"EdgeGrab"

[sub_resource type="AnimationNodeAnimation" id="AnimationNodeAnimation_8ueem"]
animation = &"Fall"

[sub_resource type="AnimationNodeAnimation" id="AnimationNodeAnimation_bdgby"]
animation = &"Idle"

[sub_resource type="AnimationNodeAnimation" id="AnimationNodeAnimation_is@ey"]
animation = &"Jump"

[sub_resource type="AnimationNodeAnimation" id="AnimationNodeAnimation_olyh3"]
animation = &"RunTiltL"

[sub_resource type="AnimationNodeAnimation" id="AnimationNodeAnimation_81lhhq"]
animation = &"RunTiltR"

[sub_resource type="AnimationNodeAnimation" id="AnimationNodeAnimation_nf0s3"]
animation = &"Run"

[sub_resource type="AnimationNodeAdd3" id="AnimationNodeAdd3_i8et5"]
[sub_resource type="AnimationNodeBlendTree" id="AnimationNodeBlendTree_mx8fd"]
graph_offset = Vector2(-362, 27)

nodes/L/node = SubResource("AnimationNodeAnimation_olyh3")

nodes/L/position = Vector2(-100, 320)

nodes/R/node = SubResource("AnimationNodeAnimation_81lhhq")

nodes/R/position = Vector2(-2u40, 240)

nodes/Run/node = SubResource("AnimationNodeAnimation_nf0s3")
nodes/Run/position = Vector2(-120, 120)

nodes/tilt/node = SubResource("AnimationNodeAdd3_i8et5")

nodes/tilt/position = Vector2(80, 160)

node_connections = [&"output", 0, &"tilt", &"tilt", 0, &"L", &"tilt", 1, &"Run",
&"tilt", 2’ &IIRII]

[sub_resource type="AnimationNodeAnimation" id="AnimationNodeAnimation_1n86s"]
animation = &"WallSlide"

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_aehxm"]

advance_mode = 2



[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_bp3m8"]
xfade_time = 0.1

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_kwnko"]
xfade_time = 0.1

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_ykos7"]
xfade_time = 0.2

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_Owv7u"]
xfade_time = 0.2

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_5rcd@"]
xfade_time = 0.1

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_umbj3"]
xfade_time = 0.1

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_525xv"]
xfade_time = 0.1

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_51sn@"]
xfade_time = 0.2

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_kuifp"]
xfade_time = 0.1

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_i5k5f"]
xfade_time = 0.1

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_graxy"]
xfade_time = 0.1

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_8tjks"]
[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_h6oe5"]
xfade_time = 0.1

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_8137g"]
xfade_time = 0.1

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_p1lj7t"]
xfade_time = 0.1

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_mybu0"]
xfade_time = 0.1

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_6rf72"]
xfade_time = 0.1

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_cm2qm"]
xfade_time = 0.1

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_goywk"]
xfade_time = 0.1

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_mn3tt"]
xfade_time = 0.1

[sub_resource type="AnimationNodeStateMachineTransition"
id="AnimationNodeStateMachineTransition_cwktt"]
xfade_time = 0.1

[sub_resource type="AnimationNodeStateMachine" id="AnimationNodeStateMachine_xxcga"]
states/EdgeGrab/node = SubResource("AnimationNodeAnimation_vapre")
states/EdgeGrab/position = Vector2(327, 290)
states/End/position = Vector2(627, 166)

states/Fall/node = SubResource("AnimationNodeAnimation_8ueem")
states/Fall/position = Vector2(d7d, 205)
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states/Idle/node = SubResource("AnimationNodeAnimation_bdqby")
states/Idle/position = Vector2(327, 122)
states/Jump/node = SubResource("AnimationNodeAnimation_isOey")
states/Jump/position = Vector2(327, 205)
states/Move/node = SubResource("AnimationNodeBlendTree_mx8fd")
states/Move/position = Vector2(u74, 122)
states/Start/position = Vector2(327, ud)
states/WallSlide/node = SubResource("AnimationNodeAnimation_1n86s")
states/WallSlide/position = Vector2(u474, 290)
transitions = ["Start", "Idle",

SubResource("AnimationNodeStateMachineTransition_aehxm"), "Idle", "Jump",
SubResource("AnimationNodeStateMachineTransition_bp3m8"), "Jump", "Idle",
SubResource("AnimationNodeStateMachineTransition_kwnko"), "Jump", "Fall",
SubResource("AnimationNodeStateMachineTransition_ykos7"), "Fall", "Jump",
SubResource("AnimationNodeStateMachineTransition_Owv7u"), "Fall", "Idle",
SubResource("AnimationNodeStateMachineTransition_5rcd0"), "Idle", "Fall",
SubResource("AnimationNodeStateMachineTransition_umbj3"), "Idle", "Move",
SubResource("AnimationNodeStateMachineTransition_525xv"), "Move", "Idle",
SubResource("AnimationNodeStateMachineTransition_51sn@"), "Fall", "Move",
SubResource("AnimationNodeStateMachineTransition_kuifp"), "Move", "Fall",
SubResource("AnimationNodeStateMachineTransition_i5k5f"), "Move", "Jump",
SubResource("AnimationNodeStateMachineTransition_graxy"), "Jump", "Move",
SubResource("AnimationNodeStateMachineTransition_8tjks"), "Jump", "EdgeGrab",

SubResource("AnimationNodeStateMachineTransition_h6oe5"), "WallSlide", "Fall",
SubResource("AnimationNodeStateMachineTransition_8137g"), "Jump", "WallSlide",
SubResource("AnimationNodeStateMachineTransition_p1j7t"), "EdgeGrab", "Fall",
SubResource("AnimationNodeStateMachineTransition_mybu@"), "EdgeGrab", "WallSlide",
SubResource("AnimationNodeStateMachineTransition_6rf72"), "Fall", "EdgeGrab",

SubResource("AnimationNodeStateMachineTransition_cm2gm"), "WallSlide", "Jump",
SubResource("AnimationNodeStateMachineTransition_goywk"), "EdgeGrab", "Jump",
SubResource("AnimationNodeStateMachineTransition_mn3tt"), "Fall", "WallSlide",

SubResource("AnimationNodeStateMachineTransition_cwktt")]

graph_offset = Vector2(-264, 106)

[sub_resource type="AnimationNodeBlendTree" id="AnimationNodeBlendTree_qa7xu"]
nodes/StateMachine/node = SubResource("AnimationNodeStateMachine_xxcga")
nodes/StateMachine/position = Vector2(0, 0)

nodes/output/position = Vector2(200, 0)

node_connections = [&"output", 0, &"StateMachine"]

[node name="SophiaSkin" type="Node3D"]

script = ExtResource("1l_obcib")

[node name="sophia" parent="." instance=ExtResource("1_elpev")]

[node name="Skeleton3D" parent="sophia/rig" index="0"]

bones/0/position = Vector3(0.007320u47, 0.496295, -0.00865961)

bones/0/rotation = Quaternion(0.126223, 0.0239208, 0.0190269, 0.991531)
bones/1/rotation = Quaternion(-0.064U4765, 2.41677e-09, -u4.12252e-09, 0.997919)
bones/2/rotation = Quaternion(-0.0774405, -0.0151184, 0.000211473, 0.996882)
bones/3/rotation = Quaternion(-0.00164818, -0.0452527, -0.00103567, 0.998974)
bones/u4/rotation = Quaternion(0.147706, 0.0299976, —0.00340939, 0.98857)
bones/5/rotation = Quaternion(-0.114648, -1.05998e-09, 1.U4507e-08, 0.993406)
bones/6/rotation = Quaternion(-0.01583u46, 0.0301867, -0.000478268, 0.999419)
bones/7/rotation = Quaternion(0.993169, 0.114706, -0.000951129, -0.0213738)
bones/8/rotation = Quaternion(0.993177, -0.11d4642, —-0.00394469, 0.0210281)
bones/9/rotation = Quaternion(0.842715, 0.0143906, -0.00918863, 0.53809)
bones/10/rotation = Quaternion(0.4608879, -0.0281u485, 0.0626473, 0.910001)
bones/11/rotation = Quaternion(0.813589, 0.158501, -0.219131, 0.514716)
bones/12/rotation = Quaternion(0.460807, -0.0397529, 0.0655289, 0.909728)
bones/13/rotation = Quaternion(0.818526, -0.13063, 0.20143, 0.521898)
bones/1U/rotation = Quaternion(0.409668, -0.0165427, 0.0597556, 0.910125)
bones/15/rotation = Quaternion(-0.3558U7, -0.0616587, -0.326693, 0.873409)
bones/16/rotation = Quaternion(2.710u4le-08, 1.10081le-07, -0.114752, 0.993394)
bones/17/rotation = Quaternion(-0.340372, 0.120732, 0.469178, 0.80588)
bones/18/rotation = Quaternion(7.03u4l8e-08, -6.57686e-08, -0.114753, 0.993394)
bones/19/rotation = Quaternion(-0.411395, 0.00544888, 0.0477706, 0.910188)
bones/20/rotation = Quaternion(-2.19213e-07, -3.52495e-08, -0.114752, 0.993394)
bones/21/rotation = Quaternion(-0.406U432, 0.0639422, 0.106264, 0.905225)
bones/22/rotation = Quaternion(-2.27535e-07, 3.06473e-09, -0.114752, 0.993394)
bones/23/rotation = Quaternion(-0.579758, -0.382617, -0.396U489, 0.600235)
bones/2U/rotation = Quaternion(-0.193183, 0.6257d, -0.519537, 0.5u48827)



bones/25/position
bones/25/rotation
bones/26/position
bones/26/rotation
bones/27/position
bones/27/rotation
bones/28/position
bones/28/rotation
bones/30/rotation
bones/31/rotation
bones/32/rotation
bones/33/rotation
bones/3uU/rotation
bones/35/rotation
bones/37/rotation
bones/38/rotation
bones/39/rotation
bones/ul/rotation
bones/u2/rotation
bones/u3/rotation
bones/u5/rotation
bones/u6/rotation
bones/uU7/rotation
bones/u9/rotation
bones/50/position
bones/50/rotation
bones/51/position
bones/51/rotation
bones/52/position
bones/52/rotation
bones/53/position
bones/53/rotation
bones/55/position
bones/55/rotation
bones/56/rotation
bones/57/rotation
bones/58/rotation
bones/59/rotation
bones/60/rotation
bones/62/position
bones/62/rotation
bones/63/rotation
bones/64/rotation
bones/66/position
bones/66/rotation
bones/67/rotation
bones/68/rotation
bones/70/position
bones/70/rotation
bones/71/rotation
bones/72/rotation
bones/74/rotation
bones/75/rotation
bones/76/rotation
bones/77/rotation
bones/78/rotation
bones/81/rotation
bones/82/position
bones/82/rotation
bones/83/position
bones/83/rotation
bones/8U/position
bones/8uU/rotation
bones/85/position
bones/85/rotation
bones/86/position
bones/86/rotation
bones/87/rotation
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Vector3(-2.8u3u4e-08, 0.0693518, 7.45058e-09)
Quaternion(8.69u4Ue-08, -0.0235637, 1.42425e-07, 0.999722)
Vector3(-3.30328e-08, 0.0693518, -7.25292e-09)
Quaternion(0.386254, -0.023564, 0.00987916, 0.922038)
Vector3(-1.00059e-07, 0.0641195, -5.12226e-09)
Quaternion(-9.84038e-08, 0.00133698, 3.28107e-09, 0.999999)
Vector3(2.5U4637e-08, 0.0641197, 1.70021e-08)
Quaternion(0.0577325, 0.60017042, 0.0518u438, 0.996984)
Quaternion(0.586205, -0.0728153, -0.158498, 0.791164)
Quaternion(0.422653, -0.000300065, -0.00100193, 0.906291)
Quaternion(0.424779, 0.000651514, 0.00163282, 0.905296)
Quaternion(-0.0432788, 0.822374, 0.418861, 0.382602)
Quaternion(0.605953, -0.0519355, 0.0526438, 0.792056)
Quaternion(0.490047, -0.012869, -0.0253105, 0.871234)
Quaternion(0.594404, -0.0768252, -0.0772993, 0.796747)
Quaternion(0.425027, 0.000226274, 0.000737527, 0.90518)
Quaternion(0.424791, -0.00048u4585, -0.00120235, 0.905291)
Quaternion(0.664183, 0.0209748, -0.0202136, 0.796313)
Quaternion(0.496983, -7.6202e-05, —0.000187088, 0.86776)
Quaternion(0.498019, 0.000152893, 0.000304259, 0.867166)
Quaternion(0.6608247, 0.0350251, 0.0523038, 0.7912u8)
Quaternion(0.510495, 1.10653e-05, U.8768Ue-05, 0.859881)
Quaternion(0.514301, -3.90808e-05, -7.17982e-05, 0.85761)
Quaternion(-0.3436U45, -0.657727, 0.369271, 0.559413)
Vector3(6.5U4545e-08, 0.0693517, 1.11759e-08)
Quaternion(5.19U47e-08, -0.0241554, -1.313U5e-08, 0.999708)
Vector3(6.39701e-08, 0.0693518, 2.12806e-08)
Quaternion(0.251754, -0.0241554, 0.00628529, 0.967U7)
Vector3(3.46918e-08, 0.0641197, -9.U45292e-08)
Quaternion(d.6215e-08, 0.00133735, -1.68601e-07, 0.999999)
Vector3(4.31197e-08, 0.0641198, -9.50838e-08)
Quaternion(-0.0628506, 0.00143574, -0.0518679, 0.996673)
Vector3(-0.00788145, 0.126777, 0.022745)
Quaternion(0.634935, 0.0809939, 0.129391, 0.757335)
Quaternion(0.422333, 0.037719, -0.0164492, 0.905506)
Quaternion(0.424778, -0.000652886, -0.00163169, 0.905296)
Quaternion(0.0432787, 0.822373, 0.418861, -0.382602)
Quaternion(0.605953, 0.0519355, -0.0526439, 0.792055)
Quaternion(0.490047, 0.012869, 0.0253107, 0.87123u4)
Vector3(-0.00561923, 0.126171, 0.0233237)
Quaternion(0.642486, 0.0803638, 0.0528975, 0.760233)
Quaternion(0.42U4663, 0.0356998, -0.0176063, 0.904U76)
Quaternion(0.424791, 0.000484688, 0.00120234, 0.905291)
Vector3(-0.00836084, 0.127142, 0.0226955)
Quaternion(0.6533uU6, -0.0206434, 0.00129776, 0.756777)
Quaternion(0.496619, 0.0336209, -0.0190247, 0.867109)
Quaternion(0.498018, -0.000151753, -0.000304719, 0.867167)
Vector3(-0.00570161, 0.122795, 0.022938)
Quaternion(0.657362, —-0.0389285, -0.0650824, 0.749749)
Quaternion(0.51019, 0.0296037, -0.0176302, 0.859371)
Quaternion(@.514301, 3.88323e-05, 7.19582e-05, 0.85761)
Quaternion(0.782333, 0.2u48616, -0.171126, 0.54185)
Quaternion(0.782333, -0.248616, 0.171126, 0.54u85)
Quaternion(0.985966, 2.8u497e-08, -1.60425e-08, -0.166949)
Quaternion(-0.0306789, 1.95752e-08, 9.25838e-10, 0.999529)
Quaternion(-0.0301015, -9.41682e-09, 5.13173e-09, 0.9995U7)
Quaternion(0.973182, 0.0675392, -0.0491386, 0.21434)
Vector3(4.02629e-09, 0.0942519, -2.73391e-08)
Quaternion(-2.70491e-08, -0.0599869, -2.0137e-08, 0.998199)
Vector3(1.58899e-08, 0.094252, 1.33295e-08)
Quaternion(0.227785, -0.0600212, 0.0140675, 0.971758)
Vector3(1.7517e-09, 0.0925612, 1.02773e-08)
Quaternion(-1.68028e-08, -0.0226435, -4U.736U46e-08, 0.99974d4)
Vector3(1.93904e-08, 0.0925611, -2.20688e-08)
Quaternion(-0.537997, 0.0124302, 0.079219, 0.839124)
Vector3(-2.67091e-08, 0.2246084, 3.77875e-08)
Quaternion(2.12939e-05, 0.945936, -0.32uU355, -6.57396e-06)
Quaternion(0.95634, -0.141176, 0.0608766, 0.248551)
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bones/88/position
bones/88/rotation
bones/89/position
bones/89/rotation
bones/90/position
bones/90/rotation
bones/91/position
bones/91/rotation
bones/92/position
bones/92/rotation
[node name="Sophia

Vector3(-1.5956U4e-08, 0.0947332, 5.93381e-10)
Quaternion(9.59703e-10, 0.0514967, 2.935U4le-08, 0.998673)
Vector3(-2.u4356U4e-08, 0.0947333, 2.32829e-09)
Quaternion(0.313176, 0.0514827, -0.0170046, 0.9481U6)
Vector3(1.07835e-08, 0.0930518, -1.30186e-08)
Quaternion(3.19252e-08, 0.04730U46, -6.61013e-08, 0.998881)
Vector3(-3.91719e-09, 0.0930518, 1.02204e-09)
Quaternion(-0.55629, 0.0123u465, -0.104437, 0.82U4307)
Vector3(-1.14476e-08, 0.22U4088, 3.u48135e-08)
Quaternion(-2.57156e-05, 0.940253, -0.340U76, 8.60947e-06)
parent="sophia/rig/Skeleton3D" index="0"]

surface_material_override/l1 = ExtResource("d_mms51")
surface_material_override/2 = ExtResource("d_mms51")
[node name="AnimationTree" type="AnimationTree" parent="."]

unique_name_in_owner

= true

root_node = NodePath("%AnimationTree/../sophia")
tree_root = SubResource("AnimationNodeBlendTree_qa7xu")
anim_player = NodePath("../sophia/AnimationPlayer")
parameters/StateMachine/Move/tilt/add_amount = 0.0
[node name="BlinkTimer" type="Timer" parent="."]
unique_name_in_owner = true

wait_time = 0.2
one_shot = true
autostart = true

[node name="ClosedEyesTimer" type="Timer" parent="."]

unique_name_in_owner

wait_time = 0.2
one_shot = true
autostart = true

= true

[editable path="sophia"]

sophia_material.tres

[gd_resource type="StandardMaterial3D" load_steps=5 format=3
uid="uid://bv3j2eTk6f5xf"]

[ext_resource type="Texture2D" uid="uid://6jb7dtud5uck"
path="res://addons/gdquest_sophia/model/sophia_diffuse.png" id="1_m7hxq"]
[ext_resource type="Texture2D" uid="uid://dbg3uqtvqxigv"
path="res://addons/gdquest_sophia/model/sophia_roughness.png" id="2_fbyat"]
[ext_resource type="Texture2D" uid="uid://mdhln81lltmyo"
path="res://addons/gdquest_sophia/model/sophia_normal.png" id="3_tmo2m"]
[ext_resource type="Texture2D" uid="uid://dxqmgxq6021lyr"
path="res://addons/gdquest_sophia/model/SSS.png" id="u4_luinf"]

[resource]

resource_name = "sophia_material"

cull_mode = 2

vertex_color_use_as_albedo = true
albedo_texture = ExtResource("1_m7hxq")

metallic_texture =

ExtResource("2_fbyat")

metallic_texture_channel = 2

roughness = 0.8
roughness_texture

ExtResource("2_fbyat")

roughness_texture_channel = 1
normal_enabled = true
normal_texture = ExtResource("3_tmo2m")

rim_enabled = true
rim = 0.5

subsurf_scatter_enabled = true
subsurf_scatter_strength = 0.25
subsurf_scatter_skin_mode = true
subsurf_scatter_texture = ExtResource("d_luinf")

mouth_mat.tres
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[gd_resource type="StandardMaterial3D" load_steps=3 format=3 uid="uid://ejs88styylln"]
[ext_resource type="Texture2D" uid="uid://d3gigd8y5hjg"
path="res://addons/gdquest_sophia/model/sophia_mouth_smile_diffuse.png" id="1_8geil"]
[ext_resource type="Texture2D" uid="uid://c36m8cv33fOyi"

path="res://addons/gdquest_sophia/model/sophia_mouth_smile_normal.png" id="2_eUi®b"]



[resource]
resource_name = "mouth_mat"
transparency = 1
vertex_color_use_as_albedo = true
albedo_texture = ExtResource("1_8geild")
roughness = 0.5
normal_enabled
normal_texture

true
ExtResource("2_edi®b")

eye _mat_R.tres

[gd_resource type="StandardMaterial3D" load_steps=3 format=3
uid="uid://cdp5t51v8olrs"]

[ext_resource type="Texture2D" uid="uid://bqj7x6pcb73iy"
path="res://addons/gdquest_sophia/model/sophia_eye_open_diffuse.png" id="1_a6jqn"]
[ext_resource type="Texture2D" uid="uid://pcq7xge7vncv"
path="res://addons/gdquest_sophia/model/sophia_eye_open_normal.png" id="2_iuhho"]
[resource]

resource_name = "eye_mat_R"

transparency = 2

alpha_scissor_threshold = 0.5

alpha_antialiasing_mode = 0

vertex_color_use_as_albedo = true

albedo_texture = ExtResource("1_a6jqn")

roughness = 0.5
normal_enabled
normal_texture

true
ExtResource("2_iuhho™)

eye_mat_override.tres

[gd_resource type="StandardMaterial3D" load_steps=3 format=3
uid="uid://dye0ll0ctufby"]

[ext_resource type="Texture2D" uid="uid://ctfbobgg7ts8d"
path="res://addons/gdquest_sophia/model/textures/eyes_diffuse_map.png" id="1_oox6g"]
[ext_resource type="Texture2D" uid="uid://bjvo8w2ptm7fc"
path="res://addons/gdquest_sophia/model/textures/eyes_normal_map.png" id="2_rivvu"]
[resource]

resource_name = "eye_mat_L"

transparency = 1

vertex_color_use_as_albedo = true

albedo_texture = ExtResource("1_oox6g")

roughness = 0.5

normal_enabled = true

normal_texture = ExtResource("2_rlvvu")

uvl_scale = Vector3(l, 0.5, 1)

eye_mat_L.tres
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[gd_resource type="StandardMaterial3D" load_steps=3 format=3 uid="uid://cal2s6wv6y3j"]

[ext_resource type="Texture2D" uid="uid://bqj7x6pcb73iy"
path="res://addons/gdquest_sophia/model/sophia_eye_open_diffuse.png" id="1_puhan"]
[ext_resource type="Texture2D" uid="uid://pcq7xge7vncv"
path="res://addons/gdquest_sophia/model/sophia_eye_open_normal.png" id="2_81lr5k"]
[resource]

resource_name = "eye_mat_L"

transparency = 2

alpha_scissor_threshold = 0.5

alpha_antialiasing_mode = 0

vertex_color_use_as_albedo = true

albedo_texture = ExtResource("1_puhan")

roughness = 0.5
normal_enabled
normal_texture

true
ExtResource("2_81r5k")

dock_window.tscn

[gd_scene load_steps=2 format=3 uid="uid://bf76pyorby581"]

[ext_resource type="Script"
path="res://addons/claude_3.5_sonnet_chat_api/dock_window.gd" id="1_aaayo"]
[node name="Claude API" type="Control"]



layout_mode = 3
anchors_preset

= 15
anchor_right = 1.0

anchor_bottom = 1.0
grow_horizontal = 2
grow_vertical = 2

script = ExtResource("1_aaayo")

[node name="VBoxContainer" type="VBoxContainer" parent="."]
layout_mode =1
anchors_preset =1
anchor_right = 1.0
anchor_bottom = 1.
grow_horizontal =
grow_vertical = 2
[node name="Input" type="TextEdit" parent="VBoxContainer"]
unique_name_in_owner = true

layout_mode = 2

size_flags_vertical = 3

text = "Enter your message for Claude..."

wrap_mode =1

5

0
2

[node name="HBoxContainer" type="HBoxContainer" parent="VBoxContainer"]

layout_mode = 2
size_flags_vertical = 4

[node name="SendButton" type="Button" parent="VBoxContainer/HBoxContainer"]

unique_name_in_owner = true
layout_mode = 2
size_flags_vertical = 4
text = "Send to Claude"

[node name="ClearButton" type="Button" parent="VBoxContainer/HBoxContainer"]

unique_name_in_owner = true

layout_mode = 2

text = "Clear"

[nhode name="StatusLabel" type="Label" parent="VBoxContainer"]
unique_name_in_owner = true

layout_mode = 2

[node name="Output" type="TextEdit" parent="VBoxContainer"]
unique_name_in_owner = true

layout_mode = 2

size_flags_vertical = 3

[node name="HTTPRequest" type="HTTPRequest" parent="VBoxContainer"]

unique_name_in_owner = true
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[connection signal="pressed" from="VBoxContainer/HBoxContainer/SendButton" to="."

method="_on_send_pressed"]

[connection signal="pressed" from="VBoxContainer/HBoxContainer/ClearButton" to="."

method="_on_clear_pressed"]

[connection signal="request_completed" from="VBoxContainer/HTTPRequest"

method="_on_request_completed"]

blackboard.gd

extends Node
class_name Blackboard
#
# BLACKBOARD - 3ArAllbHA MAM'ATb AN AFEHTIB

# BukopucToByeTbcsa Anga KoopauHauii Type II 30mM6i

H# ===

# Singleton pattern

static var instance: Blackboard = null

# 3aranbHa iHdopmauis npo rpasus

var player_position: Vector3 = Vector3.ZERO

var player_facing: Vector3 = Vector3.ZERO

var player_last_seen: float = 0.0

# KoopaomHauis aTak

var flanking_positions: Dictionary = {} # {zombie_id: position}
var attacking_zombies: Array = []

var zombie_positions: Dictionary = {} # {zombie_id: position}

# TYPE III - KONeKTUBHMIA pO3yM

var type3_zombies: Dictionary = {} # {zombie_id: {position, ready_to_attack,

t0=ll . n
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surround_angle}}
var surround_positions: Dictionary = {} # {zombie_id: assigned_position}
var swarm_ready_count: int = 0 # Ckinbku Type III roToBi [0 aTaKwu
var target_surround_radius: float = 5.0 # Papiyc oTouYeHHs
var swarm_attack_threshold: int = 2 # Minimym 30mM6i pna aTaku 3rpai
# TakTuyHa iHdopmauis
var dangerous_zones: Array[Vector3] = [] # 3o0HM pge 30M6i 4yacTo ruHyTb
var safe_approach_vectors: Array[Vector3] = [] # Be3neyHi HanpsaMKM aTaku
# Uini Ta npioputeTn
var shared_target: Node3D = null

var priority_action: String = "" # "FLANK", "SURROUND", "DIRECT_ATTACK"
func _init(Q):
if instance == null:

instance = self
static func get_instance() -> Blackboard:
if instance == null:
instance = Blackboard.new()
return instance
# ===
# OHOB/NEHHA IHOOPMALII
#
func update_player_info(position: Vector3, facing: Vector3):
"""OHoBneHHa iHpopmauii npo rpasua"""
player_position = position
player_facing = facing
player_last_seen = Time.get_ticks_msec() / 1000.0
func register_zombie(zombie_id: int, position: Vector3):
"""peecTpayisa 3om6i B cuctemi"""
zombie_positions[zombie_id] = position
if zombie_id not in attacking_zombies:
pass # MowxHa popaTu po nyny
func unregister_zombie(zombie_id: int):
"""BypnaneHHa 3omM6i 3 cuctemu"""
zombie_positions.erase(zombie_id)
flanking_positions.erase(zombie_id)
attacking_zombies.erase(zombie_id)
func update_zombie_position(zombie_id: int, position: Vector3):
"""OyoBneHHa no3uuyii 3om6i"""
zombie_positions[zombie_id] = position

#
# KOOPOMHAUIA ATAK
# ===
func request_flanking_position(zombie_id: int, target_pos: Vector3) —-> Vector3:
"""3anuT Ha nosuuikw ansa ¢naHryeBaHHa"""
# NepeBipgeMo cKinbkyu 30M61i BMe (AHKYWTb
var occupied_angles: Array[float] = []
for pos in flanking_positions.values():
var angle = atan2(pos.z - target_pos.z, pos.x - target_pos.x)
occupied_angles.append(angle)
# 3HaxoAuMMO BiNbHWUN KYT AN (uiaHryBaHHA
var best_angle: float = 0.0
var max_distance: float = 0.0
for test_angle in range(0, 360, 30): # MepeBipdemo KoxHi 30°
var rad_angle = deg_to_rad(test_angle)
var min_dist = INF
# 3HaxoamMmo MiHimanbHy BipcTaHb [0 3aHATUX KYTiB
for occupied in occupied_angles:
var dist = abs(angle_difference(rad_angle, occupied))
min_dist = min(min_dist, dist)
# Bubupaemo KyT Haipanbuuii Bip 3aiHATUX
if min_dist > max_distance:
max_distance = min_dist
best_angle = rad_angle
# 064mncnioemMo no3suuiwn
var radius = 8.0 # BipgcTaHb (naHryBaHHS
var flank_pos = target_pos + Vector3(
cos(best_angle) * radius,
o,
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sin(best_angle) * radius
)
flanking_positions[zombie_id] = flank_pos
return flank_pos
func is_position_occupied(position: Vector3, radius: float = 2.0) -> bool:
"""MepeBipKa 4YM 3ailHATa no3uuyia iHwum 30mMEi"""
for zombie_pos in zombie_positions.values():
if zombie_pos.distance_to(position) < radius:
return true
return false
func get_zombie_count_near(position: Vector3, radius: float = 5.0) -> int:
"""MippaxyHoK 30M6i mo6nu3y nosuyii"""
var count = 0
for zombie_pos in zombie_positions.values():
if zombie_pos.distance_to(position) < radius:
count += 1
return count
# ===
# TAKTUYHUA AHANI3
# ===
func analyze_and_decide_strategy() —-> String:
"""AHani3z cutyauii i Bu6ip cTparterii"""
var zombie_count = zombie_positions.size()
if zombie_count ==
return "DIRECT_ATTACK"
# Akwo 6araTo 30M6i — O0TOYyEMO
if zombie_count >= 3:
return "SURROUND"
# Akwo 2 30mM6i - dnaHkyemo
if zombie_count == 2:
return "FLANK"
# IHaKwe - npsAMa aTaka
return "DIRECT_ATTACK"
func record_death_location(position: Vector3):
""n3anuc micua cmepti 30mM6i (He6e3neyHa 3oHa)"""
dangerous_zones.append(position)
# O6MemyeMO po3Mip MacuBy
if dangerous_zones.size() > 10:
dangerous_zones.pop_front()
func is_dangerous_zone(position: Vector3, radius: float = 3.0) -> bool:
"""MepeBipKka 4 € 30Ha He6e3neyHow"""
for danger_pos in dangerous_zones:
if danger_pos.distance_to(position) < radius:
return true

return false
# ===
# TYPE III - KOJIEKTWUBHUA PO3VM
# ===
func register_type3_zombie(zombie_id: int, position: Vector3):
"""peecTpauyia Type III 30mM6i B cucTemi 3rpai"""
type3_zombies[zombie_id] = {
"position": position,
"ready_to_attack": false,
"surround_angle": 0.0,
"assigned_position": Vector3.ZERO

}
# Takow peecTpyemo B 3aranbHiin cuctemi
register_zombie(zombie_id, position)
func unregister_type3_zombie(zombie_id: int):
"""BupganeHHa Type III 30m6i"""
if type3_zombies.has(zombie_id):
type3_zombies.erase(zombie_id)
surround_positions.erase(zombie_id)
unregister_zombie(zombie_id)
func update_type3_zombie(zombie_id: int, position: Vector3, ready: bool = false):
"""OHoBneHHa cTaTycy Type III 3om6i"""
if type3_zombies.has(zombie_id):
type3_zombies[zombie_id]["position"] = position
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type3_zombies[zombie_id]["ready_to_attack"] = ready
update_zombie_position(zombie_id, position)
func request_surround_position(zombie_id: int, target_pos: Vector3) -> Vector3:
""N3anuMT Ha no3uuiw ana otoyeHHa — KOOPOMHOBAHE!"""
var swarm_count = type3_zombies.size()
if swarm_count == 0:
return target_pos + Vector3(5, 0, 0)
# Po3nopingemo 30mM6i piBHOMipHO Mo Kony
var angle_step = 360.0 / max(swarm_count, 1)
var zombie_index = 0
# 3HaxoauMmo iHpeKC noTo4YyHoro 30M6i
var sorted_ids = type3_zombies.keys()
sorted_ids.sort()
zombie_index = sorted_ids.find(zombie_id)
if zombie_index == -1:
zombie_index = 0
# 064ncnweMo KyT AAsa UbOro 3omM6i
var assigned_angle = deg_to_rad(angle_step * zombie_index)
# 36epiraemo KyT
if type3_zombies.has(zombie_id):
type3_zombies[zombie_id]["surround_angle"] = assigned_angle
# O064ymcniwemMo no3uuiw Ha Koni
var surround_pos = target_pos + Vector3(
cos(assigned_angle) * target_surround_radius,
o,
sin(assigned_angle) * target_surround_radius
)
surround_positions[zombie_id] = surround_pos
if type3_zombies.has(zombie_id):
type3_zombies[zombie_id]["assigned_position"] = surround_pos
return surround_pos
func is_swarm_ready() -> bool:
"""MepeBipka YM 3rpa rotoea Ao artaku"""
var ready_count = 0
for zombie_data in type3_zombies.values():
if zombie_data["ready_to_attack"]:
ready_count += 1
swarm_ready_count = ready_count
return ready_count >= swarm_attack_threshold
func get_type3_count() -> int:
"""KinbkicTb akTuBHux Type IIT 30m6i"""
return type3_zombies.size()
func get_surrounding_zombies_count() —-> int:
"""KinbkicTb Type III 30mM6i aki OOCArNN no3uuii okpymeHus"""
var count = 0
for zombie_id in type3_zombies:
var zombie_data = type3_zombies[zombie_id]
var current_pos = zombie_data["position"]
var assigned_pos = zombie_data["assigned_position"]
# Mepesipsemo um 30m6i JOCAr ceBoei nmosuuii (B papiyci 3m)
if assigned_pos != Vector3.ZERO and current_pos.distance_to(assigned_pos)
< 3.0:
count += 1
return count
func mark_ready_to_attack(zombie_id: int):
""'"Mo3Ha4yuTM 30M61 9K rotoBoro Ao artaku"""
if type3_zombies.has(zombie_id):
type3_zombies[zombie_id]["ready_to_attack"] = true
func get_trap_position(zombie_id: int, target_pos: Vector3, obstacles: Array) ->
Vector3:
"""3HaxoauTb MO3uuUil AN 3anuMpaHHA rpasus Mim nepewkogammu™""
if obstacles.is_empty():
return request_surround_position(zombie_id, target_pos)
# llykaemo Hai6nuwyi aBi nepewkoau
var nearest_obstacles = []
for obstacle in obstacles:
if obstacle is StaticBody3D:
var dist = target_pos.distance_to(obstacle.global_position)



if dist < 20.0: # B memax 20m
nearest_obstacles.append(obstacle)
if nearest_obstacles.size() < 2:

return request_surround_position(zombie_id, target_pos)

# CopTyemo no BipcTaHi
nearest_obstacles.sort_custom(func(a, b):
return target_pos.distance_to(a.global_position) <
target_pos.distance_to(b.global_position)
)

# Mo3nyioHyemo 30mM6i 3A nepewkopamu (WO6 3arHaTu rpaBusd Mim HUX)

var obstaclel = nearest_obstacles[0]

var obstacle2 = nearest_obstacles[1]

# BekTop Bip nepwoi nepewkopgu po ppyroi

var between_vector =
obstaclel.global_position.direction_to(obstacle2.global_position)

# No3uuisa: no iHwy cTopoHy Bif rpaBus

var to_player = obstaclel.global_position.direction_to(target_pos)

var trap_pos = obstaclel.global_position - to_player * 8.0
return trap_pos
# ===
# VTUNITAPHI OVHKUII
# ===
func angle_difference(anglel: float, angle2: float) -> float:
"""O06YyncneHHa pisHuui mik kyTamu"""
var diff = anglel - angle2
while diff > PI:
diff -= 2 %= PI
while diff < -PI:
diff += 2 %= PI
return diff

func get_nearest_zombie_to(position: Vector3, exclude_id: int = -1) -> int:

"UH3HAXOOKEHHS Han6nux4oro 3omM6i go nosuyii"""
var min_dist = INF
var nearest_id = -1
for zombie_id in zombie_positions:
if zombie_id == exclude_id:
continue

var dist = zombie_positions[zombie_id].distance_to(position)

if dist < min_dist:

min_dist = dist
nearest_id = zombie_id

return nearest_id

func clear():

""OypmeHHa Bcix pgaHux"""

flanking_positions.clear()

attacking_zombies.clear()

zombie_positions.clear()

dangerous_zones.clear()

safe_approach_vectors.clear()

fuzzy logic.gd
extends RefCounted
class_name Fuzzylogic
H# ===
# FUZZY LOGIC - HEYETKAS NOrMKA
# Wcnonb3yetca ana Type I 30m6u
H# ===
# OyHkuuu npuHapnexHocTu (Membership Functions)
class MembershipFunction:

# TpeyronbHas (yHKUNS NPUHAONIEKHOCTU

static func triangular(value: float, a: float, b: float, c:

if value <= a or value >= c:
return 0.0

elif value ==
return 1.0

elif value < b:
return (value - a) / (b - a)

float) —-> float:
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else:
return (¢ - value) / (c - b)
# TpaneuueBupaHasa QyHKUNS
static func trapezoidal(value: float, a: float, b: float, c: float, d: float) ->
float:
if value <= a or value >= d:
return 0.0
elif value >= b and value <= c:
return 1.0
elif value < b:
return (value - a) / (b - a)
else:
return (d - value) / (d - ¢)
# JIMHrBUCTUYECKNE NepeMeHHble A1 PacCTOSHUS
class DistanceFuzzy:
static func very_close(distance: float) -> float:
# OuyeHb 6nu3ko: 0-2 (nonwHada), 2-5 (cnam)
return MembershipFunction.trapezoidal(distance, 0, 0, 2, 5)
static func close(distance: float) -> float:
# bnusko: 3-7-12
return MembershipFunction.triangular(distance, 3, 7, 12)
static func medium(distance: float) -> float:
# CpepHe: 10-15-20
return MembershipFunction.triangular(distance, 10, 15, 20)
static func far(distance: float) -> float:
# Janeko: 18-25-w
return MembershipFunction.trapezoidal(distance, 18, 25, 100, 100)
# JInHrBucTuYeckue nepemeHHoie gna HP
class HealthFuzzy:
static func criticalChp_percent: float) —> float:
# KpuTuyeckoe: 0-20%
return MembershipFunction.trapezoidalChp_percent, 0, 0, 0.1, 0.25)
static func lowChp_percent: float) -> float:
# Huskoe: 15-30-U45%
return MembershipFunction.triangular(Chp_percent, 0.15, 0.3, 0.45)
static func mediumChp_percent: float) —-> float:
# CpepHee: 35-50-65%
return MembershipFunction.triangular(hp_percent, 0.35, 0.5, 0.65)
static func high(Chp_percent: float) —-> float:
# Bbicokoe: 60-100%
return MembershipFunction.trapezoidalChp_percent, 0.6, 0.75, 1.0, 1.0)
# JIHrBUCTUYECKME NepeMeHHble A HanpaBieHUs UrpoKa
class PlayerFacingFuzzy:
static func facing_towards(dot: float) —-> float:
# Urpok cmoTpuT Ha 30M6u: dot > 0.5
return MembershipFunction.trapezoidal(dot, 0.3, 0.5, 1.0, 1.0)
static func facing_sideways(dot: float) —> float:
# Urpok cmoTpuT B cTOpoHy: —-0.3 < dot < 0.5
return MembershipFunction.triangular(dot, -0.3, 0.1, 0.5)
static func facing_away(dot: float) —> float:
# Urpok oTBepHyncsa: dot < -0.3
return MembershipFunction.trapezoidal(dot, -1.0, -1.0, -0.5, -0.3)
# CucTtema HeYETKOro BbiBOAA
class FuzzyInferenceSystem:
# MpaBuna BbIBOJA A9 arpecCUBHOCTYU
static func calculate_aggression(distance: float, hp_percent: float, facing_dot:
float) -> float:
var rules = []
# Mpasuno 1: Ecnu HP Bbicokoe W paccTosHue 6nuM3Ko -> Bbicokaa arpeccus
var rl = min(HealthFuzzy.high(hp_percent), DistanceFuzzy.close(distance))
rules.append({"value": rl, "output": 0.9})
# MpaBuno 2: Ecnum HP Hu3koe U paccTtoAHue 6nu3ko > CpepHas arpeccus
var r2 = min(HealthFuzzy.low(hp_percent), DistanceFuzzy.close(distance))
rules.append({"value": r2, "output": 0.5})
# MpaBuno 3: Ecnum HP KpuTuyeckoe - Huskaga arpeccus
var r3 = HealthFuzzy.critical(Chp_percent)
rules.append({"value": r3, "output": 0.2})
# MpaBuno 4: Ecnm paccTosdAHue o4veHb 6aM3Ko > MakcumanbHaa arpeccus
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var ri = DistanceFuzzy.very_close(distance)
rules.append({"value": rud, "output": 1.0})
# Mpasuno 5: Ecnu urpok oTeepHynca U HP cpegHee - BbicoKas arpeccus
var r5 = min(PlayerFacingFuzzy.facing_away(facing_dot),
HealthFuzzy.medium(Chp_percent))
rules.append({"value": r5, "output": 0.85})
# Dethas3ndukaums MeTOAOM LEHTPA TAKECTH
return defuzzify(rules)
# MpaBuna pna OCTOPOXHOCTMU
static func calculate_caution(distance: float, hp_percent: float, facing_dot:
float) —> float:
var rules = []
# Mpasuno 1: Ecnm HP KpuTuyeckoe - MaKcumasbHas OCTOPOXHOCTb
var rl = HealthFuzzy.criticalChp_percent)
rules.append({"value": rl, "output": 1.0})
# MpaBuno 2: Ecnm urpok cmoTpuT Ha Hac U HP Hu3Koe - BbicOKas OCTOPOMHOCTb
var r2 = min(PlayerFacingFuzzy.facing_towards(facing_dot),
HealthFuzzy.low(Chp_percent))
rules.append({"value": r2, "output": 0.8})
# Mpasuno 3: Ecnu pacctosaHue cpegHee W HP Huskoe - CpefHsAs OCTOPOXHOCTb
var r3 = min(DistanceFuzzy.medium(distance), HealthFuzzy.low(Chp_percent))
rules.append({"value": r3, "output": 0.6})
# Mpasuno 4: Ecnm HP Bbicokoe - HM3KaA OCTOPOXHOCTb
var rid = HealthFuzzy.highChp_percent)
rules.append({"value": rd, "output": 0.2})
return defuzzify(rules)
# Oethassudurauma: ueHTp Tamectn (Centroid method)
static func defuzzify(rules: Array) -> float:
var numerator = 0.0
var denominator = 0.0
for rule in rules:
numerator += rule["value"] * rule["output"]
denominator += rule["value"]
if denominator == 0.0:
return 0.0
return numerator / denominator
# MpuHATHME peweHUs Ha OCHOBe HEYETKOW JI0rUuKM
static func make_decision(distance: float, hp_percent: float, facing_dot: float) ->
Dictionary:
var aggression = FuzzyInferenceSystem.calculate_aggression(distance, hp_percent,
facing_dot)
var caution = FuzzyInferenceSystem.calculate_caution(distance, hp_percent,
facing_dot)
return {
"aggression": aggression,
"caution": caution,
"action": "ATTACK" if aggression > caution else "RETREAT"
}

goap.gd
extends RefCounted
class_name GOAP
H# ===
# GOAP - GOAL-ORIENTED ACTION PLANNING
# CucTema nnaHyBaHHA Aiil Ha ocHoBi uineit pna Type III 30M6i
H# ===
# Oia (Action) B GOAP
class GOAPAction:
var name: String
var cost: float
var preconditions: Dictionary # {state_key: required_value}
var effects: Dictionary # {state_key: result_value}
var execute_func: Callable
func _init(action_name: String, action_cost: float = 1.0):
name = action_name
cost = action_cost
preconditions = {}




effects = {}
func add_precondition(key: String, value):
preconditions[key] = value
return self
func add_effect(key: String, value):
effects[key] = value
return self
func set_execute_func(func_ref: Callable):
execute_func = func_ref
return self
func check_preconditions(state: Dictionary) -> bool:
for key in preconditions:
if not state.has(key) or state[key] != preconditions[key]:
return false
return true
func apply_effects(state: Dictionary) —> Dictionary:
var new_state = state.duplicate()
for key in effects:
new_state[key] = effects[key]
return new_state
# Byson y rpagi nnaHyBaHHS
class PlanNode:
var state: Dictionary
var action: GOAPAction
var parent: PlanNode
var g_cost: float # BapTicTb Bip mouaTky
var h_cost: float # EBpucTuyHa BapTicTb OO MeTu
var f_cost: float # CymapHa BapTicTb
func _init(state_dict: Dictionary, parent_node: PlanNode = null, action_taken:
GOAPAction = null):
state = state_dict

parent = parent_node
action = action_taken
g_cost = 0.0
h_cost = 0.0
f_cost = 0.0
func calculate_costs(goal: Dictionary):
if parent:

g_cost = parent.g_cost + (action.cost if action else 0.0)
else:
g_cost = 0.0
# EBpucTMKa: KinbkicTb HeBipnmoBipgHux uinei
h_cost = 0.0
for key in goal:
if not state.has(key) or state[key] != goal[key]:
h_cost += 1.0
f_cost = g_cost + h_cost
# GOAP Planner - nnaHyBanbHWK Aiii
class GOAPPlanner:
var available_actions: Array[GOAPAction] = []
func add_action(action: GOAPAction):
available_actions.append(action)
func plan(current_state: Dictionary, goal: Dictionary) —-> Array[GOAPAction]:
IIIIIIA* I'IOI.I.IyK I'IJ'Ia.Hy niﬁllllll
var open_list: Array[PlanNode] = []
var closed_list: Array[PlanNode] =
# MoyaTKoBMI1 By30N
var start_node = PlanNode.new(current_state)
start_node.calculate_costs(goal)
open_list.append(start_node)
var iterations = 0
var max_iterations = 100 # O6mMexeHHa ONg 3anobiraHHg 3aBUCaHHA
while open_list.size() > 0 and iterations < max_iterations:
iterations += 1
# 3HaxoAuMMo By30/n 3 HaimeHuum f_cost
var current_node = get_lowest_f_cost_node(open_list)
open_list.erase(current_node)
# NepeBipaemMo 4Ym pgocarnu MeTu

[l
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if is_goal_achieved(current_node.state, goal):
return reconstruct_plan(current_node)
closed_list.append(current_node)
# Po3srnapgpaemo Bci mownueBi pii
for action in available_actions:
if not action.check_preconditions(current_node.state):
continue
# 3acTocoByemo Aik
var new_state = action.apply_effects(current_node.state)
# MepeBipseMo 4u BHe 06pPO6GNSANM UeN CTaH
if is_state_in_list(new_state, closed_list):
continue
var neighbor_node = PlanNode.new(new_state, current_node,

action)

neighbor_node.calculate_costs(goal)

# MepeBipseMo 4YM € Kpawmn wnsx

var existing_node = find_node_with_state(new_state,
open_list)

if existing_node and existing_node.g_cost <=
neighbor_node.g_cost:
continue
open_list.append(neighbor_node)
# MNMnaH He 3HaNAaeHo
return []
func get_lowest_f_cost_node(nodes: Array[PlanNode]) —-> PlanNode:
var lowest = nodes[0]
for node in nodes:
if node.f_cost < lowest.f_cost:
lowest = node
return lowest
func is_goal_achieved(state: Dictionary, goal: Dictionary) -> bool:
for key in goal:
if not state.has(key) or state[key] != goal[key]:
return false
return true

func is_state_in_list(state: Dictionary, node_list: Array[PlanNode]) -> bool:

for node in node_list:
if states_equal(node.state, state):
return true
return false

func find_node_with_state(state: Dictionary, node_list: Array[PlanNode]) ->
PlanNode:
for node in node_list:
if states_equal(node.state, state):
return node
return null
func states_equal(statel: Dictionary, state2: Dictionary) —> bool:
if statel.size() != state2.size():
return false
for key in statel:
if not state2.has(key) or statel[key] != state2[key]:
return false
return true
func reconstruct_plan(goal_node: PlanNode) —> Array[GOAPAction]:
var plan: Array[GOAPAction] = []
var current = goal_node
while current.parent != null:
plan.push_front(current.action)
current = current.parent
return plan
# GOAP Agent - areHT dkuit BuKopucToBye GOAP
class GOAPAgent:
var planner: GOAPPlanner
var current_plan: Array[GOAPAction] = []
var current_action_index: int = 0
var world_state: Dictionary = {}
var current_goal: Dictionary = {}
func _init(Q):
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planner = GOAPPlanner.new()
func add_action(action: GOAPAction):
planner.add_action(action)
func set_world_state(key: String, value):
world_state[key] = value
func get_world_state(key: String):
return world_state.get(key, null)
func set_goal(goal: Dictionary):
current_goal = goal
replan()
func replan():
"""lMepennaHyBaHHA pgin"""
current_plan = planner.plan(world_state, current_goal)
current_action_index = 0
func update() -> GOAPAction:
"""OHOBNEHHS areHTa — MOBepPTAaE MOTOYHY Ail ANA BUKOHAHHA"""
if current_plan.is_empty():
return null
if current_action_index >= current_plan.size():
# lnaH BUKOHaHO
current_plan.clear()
return null
return current_plan[current_action_index]
func action_completed():
"""MoBigoMNeHHA Npo 3aBepuweHHd noToyHolI pgii"""
if current_action_index < current_plan.size():
var completed_action = current_plan[current_action_index]
# 3acTocoByemo eekTM gii po cBiTy
for key in completed_action.effects:
world_state[key] = completed_action.effects[key]
current_action_index += 1
func needs_replan() —> bool:
"""MepeBipKa 4Yu noTpibHe nepennaHyBaHHa"""
if current_plan.is_empty():
return true
# MepeBipsemo um nepepymoBu noToyHoi Aii poci BMKOHyWTbCH
if current_action_index < current_plan.size():
var current_action = current_plan[current_action_index]
if not current_action.check_preconditions(world_state):
return true
return false

zombie_typel.gd
extends CharacterBody3D
class_name ZombieTypel

TYPE I: FSM + FUZZY LOGIC - PEAKTUBHWA WTYYHWIA IHTENEKT

METOAM WTYYHOIO IHTEJNEKTY:

1. FINITE STATE MACHINE (CkiH4yeHuit aBTOMAT CTaHiB)

— Knacuyuun metop AI gns mopenwBaHHa nosepinku NPC

— AreHT 3HaxopuTbcsa B OJHOMY 3i cTtaniB: IDLE, MOVE_TO_TARGET, ATTACK_TARGET,
ETREAT

- MepexoAan Mik cTaHamu Bip6yBakwTbca 3a yiTkumu MPABUITAMWU (ymoBamu)

- le PEAKTUBHWIA AI: 30M6i pearye Ha 30BHiwHi cTUMynu MMTTEBO

- Mnwcu: wBUAKWUIA, MPOCTUIA, NMepep6adyyBaHUil

- MiHycu: HerHyuykuit, noeepiHka "po6oTonopi6Ha"

2. FUZzZY LOGIC (HeuiTka norika)
— Metopn AI pna po6otu 3 HEBM3HAYEHICTH Ta HEYITKUMW noHaTTamu
- 3amicTb 6iHapHux piweHb (Tak/Hi) BukopucToByemo CTYNIHb MPUHAJNIEMHOCTI (0.60-1.0)
- Mpuknag: 3amicTb "HP Hu3bke" (Tak/Hi), maemo "HP Hu3bke Ha 70%" (0.7)
- FUZZY INFERENCE SYSTEM:
a) ®a33udikauis: nepeTBOpPeHHA YMCMOBUX 3HayeHb - fuzzy mHomuHU (Low, medium,

SHHHHFHAFHFAFHRAFAHFOHRAFHFHHHHFRFHR

igh)
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# 6) basa npaeun: IF HP high AND distance close THEN aggression very_high
# B) [eda33upikauisa: nepeTBopeHHa fuzzy pe3ynbTaTy - KOHKpeTHe 4ucno (wBmakicTb)
# - Ue po6utb MIABHI, MPUPOOHI 3MiHM noBepiHKM 3aMicTb Pi3KUX CTPUBKiB
#
# NATTEPH NOBEAIHKN Type I - "TYMUA ArPECOP":
# - 3aewgu iipe NPAMO Ha rpaBus (6e3 o6xopiB, 6e3 xuTpowis)
# - WeuakicTb pyxy MNABHO 3MiHweTbcs 4Yepe3 Fuzzy Logic (0.7x — 1.5x)
# - Npu kputuyHomy HP (<20%) Fuzzy cucTema Bupiwye BTIKATU
# — MpocTuin, nepepbadyBaHuin, ane EOEKTUBHUA 3aBaogku BUCOKii wBmpkocTi
# ===
enum State {

IDLE,

MOVE_TO_TARGET,

ATTACK_TARGET,

RETREAT # Hoeuin cTtaH: BigcTyn npu Husbkomy HP

}

# MocunaHHA

var player: CharacterBody3D
# MNapameTpwu

@export var max_hp: float = 150.0 # VYBEJWYEHO pns puHamuku
var hp: float = 150.0

@export var speed: float = 3.5 # AFPECUBHWIA - wsmakuit
@export var damage: float = 15.0 # AFPECMBHUA — cunbHwii
@export var attack_range: float = 1.5

# Haeirauyis

var nav_agent: NavigationAgent3D

# FSM

var current_state: State = St
var state_timer: float = 0.0
var idle_duration: float = 0.2 # llBupka peakuis

var decision_interval: float = 0.5 # Pipwe nepeouiHwe - Tyniwe
# Fuzzy Logic - pna npuilHATTS piweHb

var should_retreat: bool = false
var aggression_level: float = 0.5
var last_fuzzy_check: float = 0.0

ate.IDLE

# PiBeHb arpecii (0-1)

var fuzzy_check_interval: float = 0.5
# Target

var current_target: Node3D = null

# MeTpukn

var spawn_time: float
var distance_traveled: float = 0.0
var damage_dealt_to_player: float = 0.0
# HP Bar
var hp_label: Label3D
# Animation
var animation_player: AnimationPlayer
func _ready():
add_to_group("zombies")
GameLogger.write_log("[TYPE I] Spawned at " + str(global_position))
player = get_tree().get_first_node_in_group("player")
spawn_time = Time.get_ticks_msec() / 1000.0
if player:
GameLogger.write_log("[TYPE I] Player found at " +
str(player.global_position))
else:
GameLogger.write_log("[TYPE I] ERROR: Player NOT found!")
# CtBopwemo NavigationAgent3D gna HaBirauii
nav_agent = NavigationAgent3D.new()
nav_agent.path_desired_distance = 0.5
nav_agent.target_desired_distance = attack_range
nav_agent.radius = 0.5
nav_agent.height = 1.8
nav_agent.max_speed = speed
add_child(nav_agent)
# BAMNINBO: Yekaemo cuHxpoHiszauiw HaBirauii B Godot 4
await get_tree().physics_frame
GameLogger.write_log("[TYPE I] NavigationAgent ready")
# 3HainTu AnimationPlayer



animation_player = find_animation_player(self)
# Konip Type I - senennii (TYNUIA AFPECOP)
apply_color_to_model(Color(0.3, 1.0, 0.3))
create_hp_bar()
change_state(State.IDLE)
func create_hp_bar():
hp_label = Label3D.new()
hp_label.text = "HP: %d" % hp
hp_label.modulate = Color.GREEN
hp_label.font_size = 32
hp_label.billboard = BaseMaterial3D.BILLBOARD_ENABLED
hp_label.position = Vector3(0, 1.7, 0) # Hap kancynow (Bucorta 1.5)
hp_label.outline_size = 2
add_child(hp_label)
func _physics_process(delta):
state_timer += delta
# MpaBiTauis
if not is_on_floor():
velocity.y —= 20.0 * delta

else:
velocity.y = 0.0
# FSM — BMKOHYEMO JIOriKy MOTOYHOrO CTaHy
match current_state:
State.IDLE:
state_idle()
State.MOVE_TO_TARGET:
state_move_to_target(delta)
State.ATTACK_TARGET:
state_attack_target(delta)
State.RETREAT:
state_retreat(delta)
move_and_slide()
# OHosnwemo HP 6ap
update_hp_bar()
func update_hp_bar():
if not hp_label:
return
hp_label.text = "HP: %d" % hp
var hp_percent = hp / max_hp
if hp_percent > 0.6:
hp_label.modulate = Color.GREEN
elif hp_percent > 0.3:
hp_label.modulate

Color.YELLOW

else:
hp_label.modulate = Color.RED
# ===
# FSM CTAHU
# ===

func state_idle():

""MTYMWA ATPECOP - oppa3sy aTakye"""

if state_timer >= idle_duration:
select_nearest_target()
if current_target:

change_state(State.MOVE_TO_TARGET)
func state_move_to_target(delta):

"UUTYNO NPETbCA 00 UINI yepe3 HaBirayiw"""

# Banipauig uyini

if not current_target or not is_instance_valid(current_target):
GameLogger.write_log("[TYPE I] Target lost!")
change_state(State.IDLE)
return

# Fuzzy Logic: BM3HayeHHa arpecuBHocTi Ta BipcTyny

var current_time = Time.get_ticks_msec() / 1000.0

if current_time - last_fuzzy_check >= fuzzy_check_interval:
last_fuzzy_check = current_time
# OuiHwemo arpecuBHicTb 4epes Fuzzy Logic
aggression_level = calculate_aggression_fuzzy()
should_retreat = check_should_retreat_fuzzy()
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if should_retreat:
GameLogger.write_log("[TYPE I] RETREATING! HP: " + str(hp))
change_state(State.RETREAT)
return
# HaBirauig po uini
nav_agent.target_position = current_target.global_position
# NepeBipka BipcTaHi
var dist_to_target = global_position.distance_to(current_target.global_position)
if dist_to_target < attack_range * 1.2:
GameLogger.write_log("[TYPE I] REACHED PLAYER! Switching to ATTACK.
Distance: " + str(dist_to_target))
change_state(State.ATTACK_TARGET)
return
# Mpamunit pyx po uini
var direction = global_position.direction_to(current_target.global_position)
# FUZZY LOGIC: wBuakicTb 3anewuTb Bip piBHA arpecii
# ArpecuBHicTb 0.0-0.3 = noBinbHo (0.7x)
# ArpecuBHicTb 0.3-0.7 = HopmanbHo (1.0x)
# ArpecuBHicTb 0.7-1.0 = weupko (1.5x)
var speed_multiplier = 1.0
if aggression_level > 0.7:
speed_multiplier = 1.5 # Bucoka arpecisa — wBMAKO
elif aggression_level < 0.3:
speed_multiplier = 0.7 # Husbka arpecisa — noBinbHO
var current_speed = speed * speed_multiplier
# TYNO NPETbCA (TINbKU XZ!)
velocity.x = direction.x * current_speed
velocity.z = direction.z * current_speed
distance_traveled += Vector3(velocity.x, 0, velocity.z).length() * delta
func state_attack_target(delta):
nnn BTynyl,o ATAKye mnn
# Banipauig uyini
if not current_target or not is_instance_valid(current_target):
change_state(State.IDLE)
return
var dist_to_target = global_position.distance_to(current_target.global_position)
# Akwo uinb Bippanunacb — nepecnipye
if dist_to_target > attack_range * 1.8:
change_state(State.MOVE_TO_TARGET)
return
# TYMNO B'€E - mMaKcuManbHWU YPOH
var saved_y = velocity.y
velocity = Vector3.ZERO
velocity.y = saved_y
var dmg = damage * delta
if current_target == player and player.has_method("take_damage"):
player.take_damage(dmg)
damage_dealt_to_player += dmg
GameLogger.write_log("[TYPE I] ATTACKING! Damage: " + str(dmg) + "
Distance: " + str(dist_to_target) + " | Player HP: " + str(player.hp))
func state_retreat(delta):
"nwnBinctyn npu KPUTUYHOMY HP (pipko)"""
if not current_target or not is_instance_valid(current_target):
change_state(State.IDLE)
return
# NepeBipaemMo ym we Tpeba BTikaTu
var current_time = Time.get_ticks_msec() / 1000.0
if current_time - last_fuzzy_check >= fuzzy_check_interval:
last_fuzzy_check = current_time
should_retreat = check_should_retreat_fuzzy()
if not should_retreat:
# HP nipBuumnoca — noBepTaeMoCb [0 aTaku!
change_state(State.MOVE_TO_TARGET)
return
# BTikaemo B npoTunexHuit 6ik (TIJIbKKU XZ!)
var direction = current_target.global_position.direction_to(global_position)
velocity.x = direction.x * speed * 1.4 # Tpoxu wBugwe npu BTe4i
velocity.z = direction.z * speed * 1.4



distance_traveled += Vector3(velocity.x, 0, velocity.z).length() * delta
# ===
# FSM [OMOMIKHI METOAOM
# ===
func change_state(new_state: State):
"""MNepexip mik cTaHammu FSM"""
current_state = new_state
state_timer = 0.0
# OHoBnweMO aHimauiw 3ripHo cTaHy
match new_state:
State.IDLE:
play_animation("IDLE")
State.MOVE_TO_TARGET:
play_animation("WALK")
State.ATTACK_TARGET:
play_animation("ATK")
State.RETREAT:
play_animation("WALK") # BukopuctoByemo WALK ans BTeui
func calculate_aggression_fuzzy() —> float:
FUZZY INFERENCE SYSTEM - cucTema He4yiTKoro BuBOAY
Lle CEPUE wTty4yHoro iHTenekTty Type I. Fuzzy Logic po3Bonse NPC npuiimaTu
NNABHI, MPUPOOHI piweHHs 3amicTb pi3kux 6iHapHMX nepexopis.
ETANN FUZZY INFERENCE:
1. OA33NOIKAUIA (Fuzzification):
MepeTBOpPEHHA YiTKWX YMCNOBUX 3HAYeHb - He4yiTKi niHreicTuyHi 3MiHHi
Npuknap: HP=75% » "high HP" 3 cTyneHem npuHanexHocTi 0.6
2. BA3A MPABUN (Rule Base):
Ha6ip IF-THEN npaBun, wo mopenwioTb EKCNEPTHI 3HAHHA npo noBepiHKy
MpaBuna KoM6iHywTbcsa 4Yepe3s onepauii min CAND) Ta max (OR)
3. OEOA33NOIKAUIA (Defuzzification):
MNepeTBOpPEHHSA HEYiTKOro pesynbTaTy = YiTKe 4YuCNo ANS KepyBaHHSA
BukopucTtoByemo metod "Mmakcumymy" (Bu6ip Hall6inbw akKTMBOBAHOro npaBuna)
PE3V/IbTAT: arpecuBHicTb Bipg 0.0 (nacueHuii) go 1.0 (MakcumanbHa aTaka)
Le 3HayeHHa noTim BuKopucToByeTbca ana MJABHOMO peryfwBaHHS wBuaKocTi pyxy!

if not player or not is_instance_valid(player):
return 0.5
var hp_percent = hp / max_hp
var distance = global_position.distance_to(player.global_position)
# ========== ETAN 1: ¢A33M¢IKA”IH ==========
# NepeTBopwemMo 4YiTki 3HayeHHs HP Ta Distance - fuzzy MHOMMHU
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# HKomHa (yHKUiS npuHanexHocTi noBepTae 3HayeHHa 0.0-1.0 (cTyniHb npuHanemHocTi)

var hp_high = FuzzylLogic.HealthFuzzy.highChp_percent) # Bucoka yHKuisd

npuHanexHocTti (60-100% HP)

var hp_medium = FuzzylLogic.HealthFuzzy.mediumChp_percent) # CepepHsa (35-65% HP)

var hp_low = FuzzylLogic.HealthFuzzy.lowChp_percent) # Huszbka (15-U5% HP)

var dist_close = FuzzylLogic.DistanceFuzzy.close(distance) # Bnu3sbka BipcTaHb
(2-8m)

var dist_medium = FuzzylLogic.DistanceFuzzy.medium(distance) # CepepHsa BipcTaHb
(5-15m)

# ========== ETAN 2: BA3A MPABWI (INFERENCE) ==========

# KomHe npaBuno mopenwe CUTYALUIN i eipnoeipgHuit piBeHb arpecii

# min() peanisye onepauiiw AND (o6upBi ymOBM MawTb 6yTW NpaBAUBUMM)

# Pe3ynbTaT MHOMMMO Ha uinboBuil piBeHb arpecii (0.3-0.9)

# MNPABUNO 1: "AKkwo 6araTto HP i 6nusbko po rpaeusa > [OVHE arpecusHuin" (0.9)

var very_high_aggression = minChp_high, dist_close) * 0.9

# MNPABUNO 2: "AKwo cepepHe HP i 6nu3bko > arpecuBHuit" (0.7)

var high_aggression = min(Chp_medium, dist_close) * 0.7

# MNPABUNIO 3: "AKwo mano HP » o6epexHuit" (0.3)

var low_aggression = hp_low * 0.3

# MNPABUNO 4U: "AKwo cepepgHa BipcTaHb - nomipHa arpecis" (0.5)

var medium_aggression = dist_medium * 0.5

# ========== ETAN 3: uE®A33M¢IKAuIﬂ ==========

# 06'egHyemo Bci akTueoBaHi npaBuna 4Yepes max() (OR)

# Bu6upaemo HANBI/bll AKTUBOBAHE npaBuno sk (hiHanbHuii pesynbTaT

var aggression = max(very_high_aggression, max(high_aggression,
max (low_aggression, medium_aggression)))
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return aggression # [oBepTaemo 4iTKe 3HauyeHHA arpecii 0.0-1.0
func check_should_retreat_fuzzy() -> bool:
"""Fuzzy Logic: uu BipgcTynaTtu npu KpuTuyHomy HP?"""
if not player or not is_instance_valid(player):
return false
var hp_percent = hp / max_hp
var distance = global_position.distance_to(player.global_position)
# Fuzzy Logic Tinbku gna HP kputnyHocTi
var hp_critical = FuzzylLogic.HealthFuzzy.criticalChp_percent) # 0-20% HP
var hp_low = FuzzylLogic.HealthFuzzy.lowChp_percent) # 15-uU45% HP
# Akwo Aywe 61M3bKO A0 rpaBus — BiACTYMAEMO HaBiTb Mpu Husbkomy HP
var very_close = FuzzylLogic.DistanceFuzzy.very_close(distance)
# Po3paxyHOK TepMmiHoBocTi BTeui
var retreat_urgency = maxChp_critical, minChp_low, very_close))
# BipcTtynaemo TIJIbKN akwo TepmiHoBicTb > 0.6
return retreat_urgency > 0.6
func select_nearest_target():
"""Bu6ip uini - 3aBwan rpaeeub"""
if not player or not is_instance_valid(player):
GameLogger.write_log("[TYPE I] Target search failed - player not found!")
current_target = null
return
current_target = player
var dist = global_position.distance_to(player.global_position)
GameLogger.write_log("[TYPE I] Found player! Distance: " + str(dist))
func take_damage(amount: float):

hp -= amount
play_animation("HIT")
if hp <= 0:
die()
func die():

play_animation("DEAD")
await get_tree().create_timer(2.0).timeout # Yekaemo noku aHimauia cmepti
3aBepumnThCo
var game_manager = get_tree().get_first_node_in_group("game_manager")
if game_manager:
game_manager.on_zombie_death(self)
queue_free()
# ===
# AHIMALII
# ===
func find_animation_player(node: Node) —> AnimationPlayer:
"""PekypcuBHo wykae AnimationPlayer B pepeBi"""
if node is AnimationPlayer:
return node
for child in node.get_children():
var result = find_animation_player(child)
if result:
return result

return null
func play_animation(anim_name: String):
"""Mporpae aHimauiw akwo € AnimationPlayer"""
if animation_player and animation_player.has_animation(Canim_name):
animation_player.play(anim_name)
func apply_color_to_model(color: Color):
"""3acTocoBye konip po Bcix mesh B mopgeni"""
for child in get_children():
apply_color_recursive(child, color)
func apply_color_recursive(node: Node, color: Color):
"""PekypcuBHo wykae MeshInstance3D i 3acTocoBye konip"""
if node is MeshInstance3D:
# CTBOpWEMO HOBMII MaTepian 3 mopynauiein
var material = StandardMaterial3D.new()
material.albedo_color = color
node.set_surface_override_material(0, material)
for child in node.get_children():
apply_color_recursive(child, color)
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zombie_type2.gd
extends CharacterBody3D
class_name ZombieType2
# ===
TYPE II: BEHAVIOR TREE - AENIIBEPATUB HWIA WTYYHWA IHTENEKT

METOOM WTYYHOIO IHTENEKTY:

1. BEHAVIOR TREE ([lepeBo noeBepiHKu)
- IEPAPXIYHA cTpyKTypa NpuUAHATTS piweHb
- Ha BipmiHy Bipg FSM (nnockwuit cnucok cTaHwiB), BT mae [EPEBO By3niB
— KoweH By3on noseptae: SUCCESS, FAILURE, a6o RUNNING
- BuKOHaHHA nouynHaeTbca 3 KOPEHAl i iipe BHM3 no pgepesy

TUNW BY3NIB:

a) BTSelector (OR-By30n, "?"):
- BukoHye poyipHi By3nu 3J/IIBA Hanpaso
- MoeepTae SUCCESS sakuwo XOYA b OOWH poyipHii ycniwHwii
- 3ynuHAeTbCA Ha nepwomy SUCCESS (npioputeTHuii Bu6ip)

6) BTSequence (AND-By301, "»"):
- BukoHye pouipHi By3nu 3/IIBA HanpaBso
- NoBepTae SUCCESS Tinbku akwo BCI pgoyipHi ycniwHi
— 3ynuHAaeTbca Ha nepuomy FAILURE

#

#

#

#

#

#

#

#

#

#

#

#

#

#

#

#

#

#

#

#

#

#

# B) BTCondition (YmoBa):
# - MepeBipsae ymoBy - SUCCESS a6o FAILURE
# — He 3miHwe cTaH rpu, Tinbkn YUTAE
#
# r) BTAction (figa):
#
#
#
#
#
#
#
#
#
#
#
#
#
#
#
#
#
#
#
#
#
#

- BukoHye piw » SUCCESS, FAILURE, a6o RUNNING (B npoueci)
- 3MIHWE cTaH rpu (pyx, aTaka, Towo)

2. VECTOR GEOMETRY (BekTopHa reomeTtpis)
— DOT PRODUCT (CKandpHuii BO6YTOK) ANSA BU3HAYEHHA KYTiB:
ea-b=lal * |b] * cos(8)
* 9Kkwo a Ta b HopmanisosaHi: a - b = cos(8)
e dot > 0.8 » kyT < 36° (maiie napanenbHi, ipemMo B no6)
e dot > 0.5 » KyT < 60° (rpaBeub AMBUTbCHA Ha 30M6i)
e dot < 0 » kyT > 90° (nNpoTunemHi HanpaMKu)

3. STEALTH MECHANIC (MexaHika cKpapaHHS)
— NPC AJANTYE WBWAKICTb 3anexHo Bif yBaru rpaBus:
e MpaBeub auButbcs (dot > 0.5) » weugkicTb x 0.3 (KpapeTbca)
e MpaBeub HE pgueutbca » weuakictb x 1.2 (wBMAKO 06X0AUTL)
- EdekT "Weeping Angels" (3 Doctor Who) - pyxaeTbcs TinbkKu Konu He 6ayaTb

4. BLACKBOARD PATTERN
— 3aranbHa nam'aTtb pnga koopauHauii mix NPC
— 30M61 ny6nikywTb cBoi mo3uuyii, yuMTawTb no3uuii iHwmx
- [o3BONSE YHMKATU KONizil, KoopAMHyBaTU aTaku

# MATEPH MOBEAIHKW TYPE II - "XUTPUN XWWHWK":

# — HUKOIOA He ipge B no6 (head-on check 4yepes dot product)
# - 3aBMoM HamaraeTbca aTakyBaTu 3I CMUHU (backstab x 2 damage)
# - BukopucTtoBye WMPOKWIA OBXI[l akwo BuABnge no6osuin nipgxip
# — KPAOETbCA konu rpaseub aueutbeca (stealth mechanic)

H# ===

# NocunaHHg

var player: CharacterBody3D

var behavior_tree: BTNode

var blackboard: Blackboard

var zombie_id: int

# MNapameTpwu

@export var max_hp: float = 200.0 # VYBEJIMMEHO gns OWHaAMUKWK
var hp: float = 200.0
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@export var speed: float = 2.5 # XuTpicTb > wBMAKiCTb
@export var damage: float = 20.0 # CWIbHWUA ypap 3i cnuum
@export var attack_range: float = 1.5
# HaBirauyis
var nav_agent: NavigationAgent3D
# NIONA KPUCAYA - TakKTuKa
var flanking_position: Vector3 = Vector3.ZERO
var hiding_position: Vector3 = Vector3.ZERO
var is_player_facing_me: bool = true # Yu puBMTbCSH rpaBeub Ha MeHe
var backstab_angle_threshold: float = 100.0 # KyT ana ataku 33agy (rpapgycu)
# NoryeaHHa (W06 He CNAMUTU KOXeH Kaap)
var last_log_time: float = 0.0
var log_interval: float = 2.0 # JloryBaTu pa3 B 2 CeKyHAU
# MeTpukn
var spawn_time: float
var distance_traveled: float = 0.0
var damage_dealt_to_player: float = 0.0
# HP Bar
var hp_label: Label3D
# Animation
var animation_player: AnimationPlayer
func _ready():
add_to_group("zombies") # [omaemo po rpynu 30mM6i
GameLogger.write_log("[TYPE II] Spawned at " + str(global_position))
player = get_tree().get_first_node_in_group("player")
spawn_time = Time.get_ticks_msec() / 1000.0
if player:
GameLogger.write_log("[TYPE II] Player found at " +
str(player.global_position))
else:
GameLogger.write_log("[TYPE II] ERROR: Player NOT found!")
# YHikanbHuin ID gns KooppuHauii
zombie_id = get_instance_id()
# NavigationAgent pna xuTporo o6xoay
nav_agent = NavigationAgent3D.new()
nav_agent.path_desired_distance = 0.5
nav_agent.target_desired_distance = 1.0
nav_agent.radius = 0.5
nav_agent.height = 1.8
nav_agent.max_speed = speed
nav_agent.avoidance_enabled = true
add_child(nav_agent)
# BAMNNBO: Yekaemo cuHxpoHiszauiw HaBirauyii B Godot 4
await get_tree().physics_frame
GameLogger.write_log("[TYPE II] NavigationAgent ready")
# NipknwyeHHa po Blackboard
blackboard = Blackboard.get_instance()
blackboard.register_zombie(zombie_id, global_position)
# Nob6ypoBa gepeBa MoBefAiHKM
behavior_tree = build_behavior_tree()
# 3HaiiTu AnimationPlayer B poudipHix Hopax (skwo € mopenb)
animation_player = find_animation_player(self)
# Konip Type II - nomapaHuyeBuit
apply_color_to_model(Color(1.0, 0.6, 0.0))
create_hp_bar()
func create_hp_bar():
hp_label = Label3D.new()
hp_label.text = "HP: %d" % hp
hp_label.modulate = Color(l, 0.5, 0) # MomapaH4eBwii
hp_label.font_size = 32
hp_label.billboard = BaseMaterial3D.BILLBOARD_ENABLED
hp_label.position = Vector3(0, 1.7, 0) # Hap kancynok
hp_label.outline_size = 2
add_child(Chp_label)
func _physics_process(delta):
# MpaeiTauis
if not is_on_floor():
velocity.y —= 20.0 * delta



103
else:

velocity.y = 0.0
# OHoBnwemo Blackboard iHtopmauiew npo ce6e
blackboard.update_zombie_position(zombie_id, global_position)
# OHoenwemo Blackboard iHdopmauiew npo rpasus
if player and is_instance_valid(player):
var player_facing = —player.global_transform.basis.z
blackboard.update_player_info(player.global_position, player_facing)
# BukoHyemo Behavior Tree
behavior_tree.tick()
move_and_slide()
distance_traveled += velocity.length() * delta
# OHosnwemo HP 6ap
update_hp_bar()
func update_hp_bar():
if not hp_label:
return
hp_label.text = "HP: %d" % hp
var hp_percent = hp / max_hp
if hp_percent > 0.6:
hp_label.modulate = Color(l, 0.5, 0)
elif hp_percent > 0.3:
hp_label.modulate = Color.YELLOW

else:
hp_label.modulate = Color.RED
# ===
# BEHAVIOR TREE KOHCTPYKTOP
# ===

func build_behavior_tree() -> BTNode:

MOBYAOBA BEHAVIOR TREE - ue CEPUE AI pgna Type II

CTPYKTVYPA [EPEBA (3Bepxy = BHU3, MPIOPUTETW):
ROOT: BTSelector (OR-norika, Bu6upae MEPWWA ycniwwuin)
—[1] BTSequence: "BACKSTAB" (HaiBuuuit npioputet!)

BTCondition: am_behind_player? (DOT PRODUCT: kyT > 100°)
BTAction: backstab_attack (x 2 ypoH!)
—[2] BTSequence: "WIDE FLANK" (yHukaemo no6oBoi aTaku)
BTCondition: is_approaching_head_on? (DOT PRODUCT: > 0.8)
BTAction: wide_flank_around (o6xogumo WWPOKO 8m)
—[3] BTAction: "MOVE BEHIND" (3a 3aMOBYYBaHHSAM — KpageTbcs 33aAy)
action_move_behind_player (x 0.3 wBuaKocTi AKwo 6a4aTb)

NOFIKA BWKOHAHHA (koxeH tick):
1. Selector npo6ye [1] » axkwo SUCCESS - 3ynuHA€eTbCSA
2. fkwo [1] FAILURE - npo6ye [2]
3. flkwo [2] FAILURE -» BukoHye [3] (3aBmgm RUNNING/SUCCESS)
PE3V/IbTAT: 3om6i 3ABMOW HamaraeTbcsa 3aiTu 33agy, HWKOMOA He iipe B no6!
return BTNode.BTSelector.new([

build_backstab_sequence(),

build_wide_flank_sequence(), # YHWKAHHA no6oBoi aTaku

BTNode.BTAction.new(action_move_behind_player)

D
func build_backstab_sequence() -> BTNode:
"""Ataka 3I CNWHW - Tinbku Konu 3a cnuHop"""
return BTNode.BTSequence.new([
BTNode.BTCondition.new(condition_am_behind_player),
BTNode.BTAction.new(action_backstab_attack)
D
func build_wide_flank_sequence() —> BTNode:
"MMIMPOKUA OBXI[O - skuwo gy B no6 Ha rpasus (HUKOMOA He B no6!)"""
return BTNode.BTSequence.new([
BTNode.BTCondition.new(condition_is_approaching_head_on),
BTNode.BTAction.new(action_wide_flank_around)

D
# ===
# BEHAVIOR TREE YMOBW (CONDITIONS)
# ===

func condition_am_behind_player() -> bool:
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"""Yp g 3A CMNUHOW rpasus pns BACKSTAB?"""
if not player or not is_instance_valid(player):
return false

var player_facing = —player.global_transform.basis.z

var to_zombie = (global_position - player.global_position).normalized()

var dot = player_facing.dot(to_zombie)

var angle = rad_to_deg(acos(clamp(dot, -1.0, 1.0)))

# 3a crnuHow AKWO KyT > 100° AND 65uM3bKoO

var behind = angle > backstab_angle_threshold

var close = global_position.distance_to(player.global_position) < attack_range *
1.5

return behind and close
func condition_player_not_looking() -> bool:

"""Yy rpaBeub HE guMBUTbCA Ha MeHe? (MomHa pyxaTucb)"""

if not player or not is_instance_valid(player):

return true

var player_facing = —player.global_transform.basis.z

var to_zombie = (global_position - player.global_position).normalized()

var dot = player_facing.dot(to_zombie)

# MpaBeub HE pguBuTbCca gkuwo dot < 0.3

is_player_facing_me = dot > 0.3

return not is_player_facing_me
func condition_is_approaching_head_on() —-> bool:

BEKTOPHA TEOMETPIA - nepeBipKka uu gy a MPAMO B no6 Ha rpaBusa?

METOQ WTYYHOrO IHTEJIEKTY: DOT PRODUCT (ckansipHuii po6yTOK BeKTopie)

MATEMATUKA:

a - b=Jlal * |b|] * cos(8)

[ns HopManisoBaHMX BekTopiB: a * b = cos(8)
3ACTOCYBAHHSA:

1) BekTop MOE PYXV (velocity) - BekTop [0 IPABUA (to_player)
> dot > 0.8 o3Hauyae KyT < 36° - iigy MAMKE NPAMO Ha rpasus
2) BekTop nNorndn rrPABUA (player_facing) - BekTop A0 MEHE (to_zombie)
2> facing_dot > 0.5 o3Hayae KyT < 60° > g MNONEPEOY rpaBus
3) Kom6iHauia: dot > 0.8 AND facing_dot > 0.5
- a gy MPAMO B no6 Ha rpasus (MOFAHO Anga XuMTporo XuwHUKa!)
PE3V/IbTAT: gaxkwyo TRUE - Behavior Tree 3anyckae WIDE FLANK (uwmpokuii 06xin)
if not player or not is_instance_valid(player):
return false
# ========== BEKTOP 1: HanpsMok pyxy 30M6i ==========
var to_player = (player.global_position - global_position).normalized()
var my_movement = Vector3(velocity.x, 0, velocity.z).normalized()
# Axkwo wBMAKICTb HyNbOoBa — BUKOPUCTOBYEMO HAaMPSMOK A0 rpaBus
if my_movement.length() < 0.1:
my_movement = to_player
# ========== DOT PRODUCT #1: Yu pyxawcb a4 10 rpasua? ==========
var dot = my_movement.dot(to_player)
# dot > 0.8 » kyT < 36° > gy MAVME MPAMO Ha rpasus
# ========== BEKTOP 2: Hanpsamok nornagy rpaBua ==========
var player_facing = —player.global_transform.basis.z
var to_zombie = (global_position - player.global_position).normalized()
# ========== DOT PRODUCT #2: Ym @ MNOMEPEQY rpaBus? ==========
var facing_dot = player_facing.dot(to_zombie)
# facing_dot > 0.5 » KyT < 60° » a B MNOMAI 30PY rpaBus nonepepy
# ========== KOMBIHA”IH |7|p‘y B N106? ==========
var is_head_on = dot > 0.8 and facing_dot > 0.5
# TRUE = iigy npaMo Ha rpaBus + A nonepepay Hboro = JIOBOBA ATAKA (noraHo!)
# Jloryemo Tinbku pa3s B N cekyHA
if is_head_on:
var current_time = Time.get_ticks_msec() / 1000.0
if current_time - last_log_time >= log_interval:
GameLogger.write_log("[TYPE II] HEAD-ON APPROACH DETECTED!
Switching to WIDE FLANK. dot=" + str(dot))
last_log_time = current_time
return is_head_on
# ===
# BEHAVIOR TREE AII (ACTIONS)
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#
func action_backstab_attack() -> BTNode.Status:
"""BACKSTAB - ataka 3I CMWHW 3 nogBo€Hum ypoHom!"""
if not player or not is_instance_valid(player):
return BTNode.Status.FAILURE
# BAMNNBO: 36epiraemo Y gna rpaBiTayii
var saved_y = velocity.y
velocity = Vector3.ZERO
velocity.y = saved_y
play_animation("ATK")
# MOOBOEHUA YPOH 3A CMUHOMW!
var backstab_damage = damage * 2.0 * get_physics_process_delta_time()
if player and is_instance_valid(player) and player.has_method("take_damage"):
player.take_damage(backstab_damage)
damage_dealt_to_player += backstab_damage
GameLogger.write_log("[TYPE II] BACKSTAB! Damage: " +
str(backstab_damage) + " | Player HP: " + str(player.hp))
else:

GameLogger.write_log("[TYPE II] ERROR: Cannot attack player!")
return BTNode.Status.SUCCESS
func action_move_behind_player() -> BTNode.Status:
STEALTH MECHANIC - cKpapaHHa 33agy 3 afanTUBHOW WBUMAKIiCTH
METOQ WTYYHOrO IHTENEKTY: ADAPTIVE BEHAVIOR (apanTuBHa noBefiHka)
NPC 3MIHKWE WBWAKICTb 3anewHo Bip YBATW rpaBus:
* MpaBeub OAMBUTbCA (dot > 0.5) - weuakicTtb x 0.3 (MNOBIJIbHO KpapeTbcs)
* MpaBeub HE OMBUTbCA - weupgkicTb x 1.2 (WBMOKO o6x0anTb)
EfpekT "WEEPING ANGELS" (3 Doctor Who):
— MoHcTp pyxaeTbca TI/IbKM konu rpaseub HE guBuTbCS
- CTBopwe Hanpyry: rpaBeub BipBepTaeTbca - 30M6i CTPUBKOM Ha6nukaeTbca
- PeanizoBaHo 4epe3 DOT PRODUCT pansd BU3HAYeHHSA HANpPSMKY MNornsagy
FEOMETPIA:
1) BusHavaemo CTOPOHY o6xoay (niBo/npaBo) uvepes player_right - to_zombie
2) 064mucniemo MO3UUIN OIAHKYBAHHA: UM 360Ky + 2M 33apy
3) Pyxaemocb Ao no3uuii 3 AJAMNTUBHOW weBmakicTwo
if not player or not is_instance_valid(player):
return BTNode.Status.FAILURE
# ========== ETAN 1: BusHayaemo CTOPOHY ob6xopy ==========
var player_facing = —player.global_transform.basis.z
var player_right = player.global_transform.basis.x
# 3 akoi cTopoHu A 3apa3 BipgHocHo rpasusa?
var to_zombie = (global_position - player.global_position).normalized()
var side_dot = player_right.dot(to_zombie)
# side_dot < 0 » a 3/1IBA, side_dot > 0 > a CMPABA
# ========== ETAN 2: O6uucniwemo UINbOBY no3uuin Ana (rlaHKyBaHHA ==========
# O6upaemo MPOTWIEMHY cTopoHy Aana o6xoay
var flank_side = player_right if side_dot < 0 else —player_right
var flank_offset = flank_side * 4.0 - player_facing * 2.0 # Um 360Ky, 2M 33agy
flanking_position = player.global_position + flank_offset
# NepeBipka uu pocarnu nosumyii
var dist_to_flank = global_position.distance_to(flanking_position)
if dist_to_flank < 2.0:
return BTNode.Status.SUCCESS
# ========== ETAN 3: lMepeBipsfemo 4u rpaseub OUBUTbCH Ha MeHe ==========
var facing_dot = player_facing.dot(to_zombie)
var player_looking_at_me = facing_dot > 0.5 # DOT > 0.5 » kyT < 60°
# Hanpsamok pyxy Ao uinboBoi nosuyii
var direction = global_position.direction_to(flanking_position)
# ========== ETAN 4: AQJANTUBHA WBWAOKICTb (STEALTH!) ==========
var move_speed = speed
if player_looking_at_me:
# OUBUTbCA - MAMME HE PYXAKNCb (0.3x)
move_speed = speed * 0.3
play_animation("IDLE") # Animauia cTodHHS
else:
# HE OMBUTbCA - WBMOKO OBXOOMY (1.2x)
move_speed = speed * 1.2



play_animation("WALK")
# 3acTocoByemo weuakicTb (Tinbku XZ, Y ana rpaBitauii)
velocity.x = direction.x * move_speed
velocity.z = direction.z * move_speed
return BTNode.Status.RUNNING
func action_wide_flank_around() -> BTNode.Status:
"N IMPOKUA OBXIO — sKwo oy B no6 (HWKOMOA He aTakyeT npsmo!)"""
if not player or not is_instance_valid(player):
return BTNode.Status.FAILURE
# FEOMETPIA: O6upaemo WWPOKWUA o6xip 360Ky (8m 3amicTb Um!)
var player_facing = —player.global_transform.basis.z
var player_right = player.global_transform.basis.x
# Bu3Havaemo 3 AKOI CTOpPOHM MM 3apas
var to_zombie = (global_position - player.global_position).normalized()
var side_dot = player_right.dot(to_zombie)
# WWPOKWA ¢nanr: 8m 360Ky + Um 33agy (wo6 HE it B no6!)
var flank_side = player_right if side_dot < 0 else —player_right
var flank_offset = flank_side * 8.0 - player_facing * 4.0 # WWPOKO!
flanking_position = player.global_position + flank_offset
# JNloryemo pipko
var current_time = Time.get_ticks_msec() / 1000.0
if current_time - last_log_time >= log_interval:
GameLogger.write_log("[TYPE II] WIDE FLANK! Avoiding head-on. Side:
("RIGHT" if side_dot < 0 else "LEFT"))
last_log_time = current_time
# NepeBipka uu pocarnu nosmyii
var dist_to_flank = global_position.distance_to(flanking_position)
if dist_to_flank < 2.5:
return BTNode.Status.SUCCESS
# Mpamunii pyx go no3muii
var direction = global_position.direction_to(flanking_position)
# BAMNNBO: Tinbku XZ, Y 3anuwaemo gng rpasiTtauii
velocity.x = direction.x * speed
velocity.z = direction.z * speed
play_animation("WALK")
return BTNode.Status.RUNNING
func action_hide_and_wait() -> BTNode.Status:
"""XOBAETbCA 3a nepewkogamn Konu rpaseub gusutbca"""
if not player or not is_instance_valid(player):
return BTNode.Status.FAILURE
# llykaemo Hai6num4yy nepeuwkopy
var obstacles = get_tree().get_nodes_in_group("obstacles")
var nearest_obstacle: Node3D = null
var min_dist = INF
for obstacle in obstacles:
if obstacle is StaticBody3D:
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n +

var dist = global_position.distance_to(obstacle.global_position)

if dist < min_dist:
nearest_obstacle = obstacle
min_dist = dist
if nearest_obstacle and min_dist < 8.0:
# XoBaemocb 3A nepewkopow
var to_player =
nearest_obstacle.global_position.direction_to(player.global_position)

hiding_position = nearest_obstacle.global_position - to_player * 2.0
nav_agent.target_position = hiding_position
if global_position.distance_to(hiding_position) < 1.0:

# CxoBaBcsa — CTOiTb

var saved_y = velocity.y

velocity = Vector3.ZERO

velocity.y = saved_y

play_animation("IDLE")

return BTNode.Status.RUNNING
# Mpamuii pyx B0 CXOBAHKMW
var direction = global_position.direction_to(hiding_position)
# BAMNNBO: Tinbkun XZ
velocity.x = direction.x * speed * 0.7 # NoBinbHiwe npu ckpapaHHi

velocity.z = direction.z * speed * 0.7
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play_animation("WALK")
else:
# Hema nepewkop — nmpocTo BipcTynae
var away_dir = global_position.direction_to(player.global_position) * -
1.0
# BAMNNBO: Tinbku XZ

velocity.x = away_dir.x * speed * 0.5
velocity.z = away_dir.z * speed * 0.5
play_animation("WALK")
return BTNode.Status.RUNNING
func take_damage(amount: float):
hp —-= amount
play_animation("HIT")
print("3om6i Type II oTpumaB ypoH: ", amount, " HP: ", hp)
if hp <= 0:
dieQ)
func die():

play_animation("DEAD")
# Nosipomngemo Blackboard npo cmepTb
blackboard.unregister_zombie(zombie_id)
blackboard.record_death_location(global_position)
await get_tree().create_timer(2.0).timeout # Yekaemo noku aHimauia cmepti
3aBepumnThCe
var game_manager = get_tree().get_first_node_in_group("game_manager")
if game_manager:
game_manager.on_zombie_death(self)
queue_free()
# ===
# AHIMALII
# ===
func find_animation_player(node: Node) -> AnimationPlayer:
"""PekypcuBHo wykae AnimationPlayer B pepeBi"""
if node is AnimationPlayer:
return node
for child in node.get_children():
var result = find_animation_player(child)
if result:
return result

return null
func play_animation(anim_name: String):
"""Mporpae aHimauiw akwo € AnimationPlayer"""
if animation_player and animation_player.has_animation(anim_name):
animation_player.play(anim_name)
func apply_color_to_model(color: Color):
"""3acTocoBye Konip go Bcix mesh B mopeni"""
for child in get_children():
apply_color_recursive(child, color)
func apply_color_recursive(node: Node, color: Color):
"""pPekypcuBHo wykae MeshInstance3D i 3acTocoBye konip"""
if node is MeshInstance3D:
# CTBOpwEMO HOBMII MaTepian 3 mopynsauiein
var material = StandardMaterial3D.new()
material.albedo_color = color
node.set_surface_override_material(0, material)
for child in node.get_children():
apply_color_recursive(child, color)

zombie_type3.gd
extends CharacterBody3D
class_name ZombieType3

H# ===

# TYPE III: GOAP + BLACKBOARD - FIBPWUOHWUA WTYYHWA IHTENEKT
H# ===

# METOOW WTYYHOrO IHTEJNEKTY:

#

# 1. GOAP (Goal-Oriented Action Planning) - MnaHyBaHHA Ha ocHoBi uinein
# - AJIFOPUTM: A* (A-star) pana nowyky OMTWUMANIbHOIO MIAHY piii
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- Ha BipmiHy Bip BT (BMKOHye 3Bepxy BHM3), GOAP MJ/IAHYE 3apom Hanepep
NPOLIEC MNAHYBAHHA:
a) € META (Goal): {"attacking": true}
6) € MOTOYHWIA CTAH CBITY (World State): {"gathered": false, "surrounding": false}
B) € HABIP OIW (Actions) 3 NEPEOYMOBAMW (Preconditions) Ta EOEKTAMW (Effects):
NIA 1: "Gather Near Cover"
Preconditions: gathered == false
Effects: gathered = true
Cost: 1.0
NIA 2: "Swarm Surround"
Preconditions: gathered == true, surrounding == false
Effects: surrounding = true
Cost: 1.0
nIda 3: "Swarm Attack"
Preconditions: surrounding == true, swarm_ready == true
Effects: attacking = true
Cost: 1.0
r) Ax MNAHEP 6yaye naHuiok aii (PLAN):
Current State » [Gather] -» [Surround] -» [Attack] » Goal
Total Cost: 3.0 (miHimanbHa BapTicTb)
a) NPC BUKOHye orf s nnaHy MOCNIOOBHO, komHa Ais 3MiHwWe cTaH cBiTy
2. A* ALGORITHM (A-3ipka)
- Anroputm nowyky HAMKOPOTUWOIMO wnaxy B rpadi cTaHis
- f(n) = g(n) + h(n)
* g(n) = BapTicTb Bip NMoOYaTKy [0 MOTOYHOro CTaHy
e h(n) = eBpucTnyHa ouiHka BiA notouyHoro po uini Cheuristic)
- O6upae pii 3 MIHIMAJIbHOK cymapHow BapTicTh
3. BLACKBOARD PATTERN - 3aranbHa nam'saTtb gns 3rPAIL
- Bci Type III 30M6i uuTawTb/nuuyTb Ao CMNINbHOI MAM'ATI
- 36epirae: no3uyii Bcix 30mM6i, mo3uuyil rpaBusd, roTOBHiCTb A0 aTaKu
- fo3Bonse KOOPOMHAUIW 6e3 npsamoro 3B'sa3ky mim NPC
MPUKNAL KOOPAWHALII:
- 3om6i #1 ny6nikye: "4 Ha no3uuii okpymeHua"
- 30mM61i #2 yuTae 3 Blackboard: "Ckinbkum 30mM6i Ha no3uuyigax?"
- Blackboard sipnosipae: "2 30m6i roTtoBi"
- 3o0m6i #2: swarm_ready = true - GOAP o6upae "Swarm Attack"
4. CIRCLE FORMATION (Kpyrosa topmauis)
— FEOMETPIA: pos3nogin N 30m6i PIBHOMIPHO no kony
- KyT ans KowHoro: 6 = (360° / N) * index
- No3unuis Ha koni: P = Center + (cos(B), 0, sin(B)) * radius
— PE3VNIbTAT: 30M6i oTouylTb rpaBus 3 YCIX cTopiH ogHo4YacHo
5. COVER USAGE (BuKopuCTaHHA YKpUTTiB)
- MowyKk Hain6nuixyoi nepewkoan fo rpasus
- 064ucneHHsa nosuuii 3A nepewkopow (Bip rpasud)
- BekTop: obstacle_pos + (obstacle_pos - player_pos).normalized() * 3m
— TAKTUKA: 30mM6i cnouvaTky XOBAWTbCA, notim OTOYVHTb, noTtim ATAKVHTb
MATEPH MOBEAIHKW TYPE III - "KONEKTMBHWIA PO3YM":
- 36upawTbcs 6ina ykputTie (akuwo €)
- OTouywTb rpaeua no KONV (circle formation)
- AtakywTb OfHOYACHO >= 2 30m6i (swarm attack)
- Micna 10 cek aTakum — neperpynoByBaHHA (reset cycle)

MocunaHHga

var player: CharacterBody3D
var goap_agent: GOAP.GOAPAgent
var blackboard: Blackboard

var zombie_id: int

#

NapameTpu

@export var max_hp: float = 250.0 # YBEJIMMEHO gna auHaMuKu
var hp: float = 250.0

@export var speed: float = 2.5

@export var damage: float = 12.0

@export var attack_range: float = 1.5

#

Haeirauyisg

var nav_agent: NavigationAgent3D

#

GOAP + Swarm

var current_goap_action: GOAP.GOAPAction = null
var replan_timer: float = 0.0



var replan_interval: float = 1.5 # Pipwe nepennaHyBaHHA — pa€ 4yac pna KoopauHauii
var assigned_surround_position: Vector3 = Vector3.ZERO
var is_at_position: bool = false # Yu Ha npusHayeHin no3umuii
var is_ready_to_attack: bool = false # Yu roToBui Ao aTaku
# GOAP: pi3Hi cTpaTterii gk okpemi actions
var preferred_strategy: String = "balanced" # Bype o6upatucsa uyepes GOAP
# NoryeaHHa (W06 He CNAMUTU KOMeH Kaap)
var last_log_time: float = 0.0
var log_interval: float = 3.0 # JloryBaTtun pa3 B 3 ceKyHau
# Tahmep pgnsa umkniyHocTi GOAP
var attack_duration: float = 0.0
var max_attack_duration: float
# MeTpukn
var spawn_time: float
var distance_traveled: float = 0.0
var damage_dealt_to_player: float = 0.0
# HP Bar
var hp_label: Label3D
# Animation
var animation_player: AnimationPlayer
func _ready():
add_to_group("zombies") # [omaemo po rpynu 30mM6i
GameLogger.write_log("[TYPE III] Spawned at " + str(global_position))
player = get_tree().get_first_node_in_group("player")
spawn_time = Time.get_ticks_msec() / 1000.0
if player:
GameLogger.write_log("[TYPE III] Player found at " +
str(player.global_position))
else:

10.0 # MNicna 10 cek aTakKuM — HOBE OKpyHeHus

GameLogger.write_log("[TYPE III] ERROR: Player NOT found!")
# VYHikanbHuin ID gns KooppuHauii
zombie_id = get_instance_id()
# NipknwyeHHa po Blackboard
blackboard = Blackboard.get_instance()
blackboard.register_type3_zombie(zombie_id, global_position)
GameLogger.write_log("[TYPE III] Registered in Blackboard with ID: " +
str(zombie_id))
# NavigationAgent pns koopguMHOoBaHOro pyxy
nav_agent = NavigationAgent3D.new()
nav_agent.path_desired_distance = 0.5
nav_agent.target_desired_distance = 1.0
nav_agent.radius = 0.5
nav_agent.height = 1.8
nav_agent.max_speed = speed
nav_agent.avoidance_enabled = true
add_child(nav_agent)
# BAMNNBO: Yekaemo cuHxpoHiszauiw HaBirauyii B Godot 4
await get_tree().physics_frame
GameLogger.write_log("[TYPE III] NavigationAgent ready")
# IHiuyianizayia GOAP areHTa
goap_agent = GOAP.GOAPAgent.new()
initialize_goap_actions()
# BCTAHOBMKWEMO NOYATKOBUW CTaH cBiTy
update_world_state()
# BcTaHoBnwemo meTy — ATAKA TOJIMOKW
var goal = {"attacking": true}
goap_agent.set_goal(goal)
# 3HaiiTu AnimationPlayer B poyipHix Hopax (sKkwo € mopenb)
animation_player = find_animation_player(self)
# Konip Type III - ¢ioneTosuii
apply_color_to_model(Color(0.8, 0.0, 0.8))
create_hp_bar()
func create_hp_bar():
hp_label = Label3D.new()
hp_label.text = "HP: %d" % hp
hp_label.modulate = Color(0.5, 0, 0.5) # OioneToBuii
hp_label.font_size = 32
hp_label.billboard = BaseMaterial3D.BILLBOARD_ENABLED
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hp_label.position = Vector3(0, 1.7, 0) # Hap kancynow
hp_label.outline_size = 2
add_child(Chp_label)
func _physics_process(delta):
replan_timer += delta
# MpaBiTauis
if not is_on_floor():
velocity.y —= 20.0 * delta
else:
velocity.y = 0.0
# OHoBnwemo Blackboard npo Hawy no3uuikn Ta roToBHicTb
blackboard.update_type3_zombie(zombie_id, global_position, is_ready_to_attack)
# OHoenwemo Blackboard iHdopmauiew npo rpasus
if player and is_instance_valid(player):
var player_facing = —player.global_transform.basis.z
blackboard.update_player_info(player.global_position, player_facing)
# OHoBNWEMO CTaH cBiTy
update_world_state()
# NepeBipsgemMo ym noTpi6He nepensaHyBaHHSA
if replan_timer >= replan_interval or goap_agent.needs_replan():
goap_agent.replan()
replan_timer = 0.0
# OTpuMyeMO MOTOYHY Aikw 3 nnaHy
current_goap_action = goap_agent.update()
# BAW/IMBE JIOT'YBAHHA: wo nosepTae GOAP?
if current_goap_action:
GameLogger.write_log("[TYPE III] >>> EXECUTING ACTION: " +
current_goap_action.name)
execute_goap_action(current_goap_action, delta)
else:
# KPUTUYHO: sakwo Hemae pii - nepennaHyBaTu 3APA3!
GameLogger.write_log("[TYPE III] !!! NO ACTION FROM GOAP! Replanning...")
goap_agent.replan()
current_goap_action = goap_agent.update()
if current_goap_action:
GameLogger.write_log("[TYPE III] >>> AFTER REPLAN: " +
current_goap_action.name)
execute_goap_action(current_goap_action, delta)
move_and_slide()
distance_traveled += velocity.length() * delta
# OHosnwemo HP 6ap
update_hp_bar()
func update_hp_bar():
if not hp_label:
return
hp_label.text = "HP: %d" % hp
var hp_percent = hp / max_hp
if hp_percent > 0.6:
hp_label.modulate
elif hp_percent > 0.3:
hp_label.modulate = Color.YELLOW

Color(0.5, 0, 0.5)

else:
hp_label.modulate = Color.RED
# ===
# GOAP — IHIUIANI3AUIA TA OHOBJEHHA
#

func initialize_goap_actions():
THIUTIANI3ALIA GOAP - Bu3HauyeHHs HABOPY [OIN pns nnaHepa
METO[ WTYYHOrO IHTENEKTY: GOAP Action Set
KoxHa pig mae:
1) NAME - Ha3Ba Aii
2) COST - BapTicTb BuKOHaHHA (pna A* anropuTmy)
3) PRECONDITIONS - nepegymoBu (wo mae 6yTu TRUE nepep BUKOHaHHAM)
4) EFFECTS - edektu (wo cTtaHe TRUE nicnga BMKOHaAHHS)
FPA® [IN pna Ax nnaHepa:
START
N
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[gathered: false, surrounding: false, swarm_ready: ?, attacking: false]

{
0I9 1: "Gather Near Cover" (cost=1.0)
Preconditions: gathered == false
Effects: gathered = true
{
[gathered: TRUE, surrounding: false, swarm_ready: ?, attacking: falsel
{
0I49 2: "Swarm Surround" (cost=1.0)
Preconditions: gathered == true, surrounding == false
Effects: surrounding = true
{
[gathered: true, surrounding: TRUE, swarm_ready: ?, attacking: false]
{
OIA 3: "Swarm Attack" (cost=1.0)
Preconditions: surrounding == true, swarm_ready == true
Effects: attacking = true
{

GOAL: [attacking: TRUE] ¢ [OOCACHYTO!
Ax o6upae nnaH: [Gather » Surround -» Attack] (total cost: 3.0)
# ========== uIﬂ 1: 361p 6inga YKPUTT ==========
var gather_action = GOAP.GOAPAction.new("Gather Near Cover", 1.0)
gather_action.add_precondition("gathered", false) # MowHa BMKOHaTW sKwo HE
3i6paHi
gather_action.add_effect("gathered", true) # Micna BMKOHaHHA - 3i6paHi
goap_agent.add_action(gather_action)
# ========== uIﬂ 2: 0OToYeHHd rpasus ==========
var surround_action = GOAP.GOAPAction.new("Swarm Surround", 1.0)
surround_action.add_precondition("gathered", true) # MoTpi6HO cnoyaTKy
3i6paTuchb
surround_action.add_precondition("surrounding", false) # lle He oTo4yeMo
surround_action.add_effect("surrounding", true) # Micna BUKOHaHHA —
oTouyMnu
goap_agent.add_action(surround_action)
# ========== uIﬂ 3: ATaKa TONMOKW ==========
var swarm_attack = GOAP.GOAPAction.new("Swarm Attack", 1.0)
swarm_attack.add_precondition("surrounding", true) # MoTpi6HO CMOYATKY OTOYMTH
swarm_attack.add_precondition("swarm_ready", true) # I Tonna mae 6yTuW rortoBa
(>= 2)
swarm_attack.add_effect("attacking", true) # Nicna BMKOHaHHA -
aTakKyemo
goap_agent.add_action(swarm_attack)
func update_world_state():
"N CMPOWEHUA cTaH ceiTty pna TOMOMM™™
if not player or not is_instance_valid(player):
return
# Ckinbku Type III 30M6i € BCbOro?
var swarm_count = blackboard.get_type3_count()
var swarm_ready = swarm_count >= 2 # Tonna rortosa sKuo >= 2
# CTaHM pna nNpocToro uuUKIy
goap_agent.set_world_state("gathered", is_at_position) # 3i6panucsa?
goap_agent.set_world_state("surrounding", assigned_surround_position !=
Vector3.ZERO) # € nosuuis okpyxeHua?
goap_agent.set_world_state("swarm_ready", swarm_ready) # Tonna rotoBa?
goap_agent.set_world_state("attacking", false) # He aTakyemo nokum (ckumpaeTbca)
# Nloryemo pipko
var current_time = Time.get_ticks_msec() / 1000.0
if current_time - last_log_time >= log_interval:
GameLogger.write_log("[TYPE III] Swarm: " + str(swarm_count) + " zombies.
Gathered: " + str(is_at_position) + " Ready: " + str(swarm_ready))
last_log_time = current_time
# OHoenwemo Blackboard
blackboard.update_type3_zombie(zombie_id, global_position, is_at_position)
func execute_goap_action(action: GOAP.GOAPAction, delta: float):
"""ByukoHaHHA CMPOWEHWX pin TOMMM™""
match action.name:
"Gather Near Cover":
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execute_gather_near_cover(delta)
"Swarm Surround":
execute_swarm_surround(delta)
"Swarm Attack":
execute_swarm_attack(delta)
# ===
# HOBbIE CMPOWEHI AOII - TONMA 3 YKPUTTSAMU
# ===
func execute_gather_near_cover(delta: float):

BUKOPUCTAHHA YKPUTTIB - 36ip Tonnu 6ing nepewkop
METOQ WTYYHOrO IHTENEKTY: TACTICAL POSITIONING (TakTuyHe no3uuioHyBaHHA)
CTPATETIA:
1) 3HaitTn Ha6nuxyy nepewkopy (obstacle) A0 MPABUA (He mo 30m6i!)
2) 3i6paTtucbk 3A nepeuwkopow (3 MPOTUIEMHOIO 60Ky Bim rpaBus)
3) flkwo nepewkop Hemae — 3i6paTucb HABKONO rpaBus
FEOMETPIA YKPUTTA:
- BekTop Bip rpaBus [0 nepewkogu: V = (obstacle_pos - player_pos)
- Hopmanisyemo: V_norm =V / |V]|
- Mo3uuisa 3A nepewkopow: gather_pos
BI3VANI3AUIA:
[Player]
{
{4 (BekTop nornsagy)
{
[Obstacle] ¢ nepewkopa
{
! (BekTop to_obstacle)
{
[GATHER] ¢ 30mM6i 36upawTbca TYT (3a nepewkopow)
BLACKBOARD KOOPAMHALIA:
- Bci Type III 30mM6i 6a4aTb OgHY i Ty caMmy nepewkopy
- KomeH o6upae CBOW no3uuiw 6ina nepewkogu (4epes iHpekc)
— CTtBopwe efekT "3rpal dka XoBaeTbCs nepep aTakow"

obstacle_pos + V_norm * 3m

if not player:
goap_agent.action_completed()
return
# ========== ETAN 1: MNowyK Han6nux4oi nepewxkoau [0 MPABU{ ==========
var obstacles = get_tree().get_nodes_in_group("obstacles")
var nearest_obstacle: Node3D = null
var min_dist = INF
for obstacle in obstacles:
if obstacle is StaticBody3D:
# Bipctawb Bin MPABUA po nepewkoan (He Bip 30mM6i!)
var dist =
player.global_position.distance_to(obstacle.global_position)
if dist < min_dist and dist < 15.0: # B memax 15m Bip rpaBus
nearest_obstacle = obstacle
min_dist = dist
# ========== ETAN 2: 064YMCNOEMO TOYKY 360py ==========
var gather_point: Vector3
if nearest_obstacle:
# ========== BAPIAHT A: € nepewkoga - xoBaemocb 3A HEH ==========
# BekTop Bip rpaBus [0 nepewxkoau (HopmanizoBaHwuii)
var to_obstacle = (nearest_obstacle.global_position -
player.global_position).normalized()
# Mo3nuisa 3A nepewkopow = nepewkoga + HanNpPsAMoK * 3M
gather_point = nearest_obstacle.global_position + to_obstacle * 3.0
GameLogger.write_log("[TYPE III] GATHERING behind obstacle at: " +
str(gather_point))
else:
# ========== BAPIAHT b: Hemae nepewkop - 36upaemocb HABKOJI0 ==========
# BukopuctoByemo CIRCLE FORMATION (ak B surround, ane pagiyc 8m)
var swarm_count = blackboard.get_type3_count()
var angle_step = 360.0 / max(swarm_count, 1)
var sorted_ids = blackboard.type3_zombies.keys()
sorted_ids.sort()



var my_index = sorted_ids.find(zombie_id)
var my_angle = deg_to_rad(angle_step * my_index)
# Mo3uuia no kony (papiyc 8m)

gather_point = player.global_position + Vector3(cos(my_angle), O,

sin(my_angle)) * 8.0
GameLogger.write_log("[TYPE III] GATHERING around player at: " +
str(gather_point))
# ========== ETAN 3: Pyx 0O TOYKMU 360py ==========
var dist = global_position.distance_to(gather_point)
if dist < 3.0:
# Oocarnmn Toykn 36o0py — CTOM!
is_at_position = true
assigned_surround_position = gather_point
var saved_y = velocity.y
velocity = Vector3.ZERO
velocity.y = saved_y
play_animation("IDLE")

goap_agent.action_completed() # MoBipomnsemo GOAP wo Ais 3aBepuweHa

return
# lle He pocarnam — pyxaemocb
var direction = global_position.direction_to(gather_point)
velocity.x = direction.x * speed
velocity.z = direction.z * speed
play_animation("WALK")
func execute_swarm_surround(delta: float):
KPYIOBA OOPMALIA - oToyeHHa rpasusa TOJMNOH
METOQ WTYYHOrO IHTENIEKTY: CIRCLE FORMATION (reomeTpuyHuii po3nopin)
MATEMATUKA:
N 30M6i MawTb oTounMTU rpaBus PIBHOMIPHO no kony (paaiyc 5m)
1) O64ucnwemo KYT OnNS KOXHOro 30M6i:
angle_step = 360° / N
my_angle = angle_step * my_index
Mpuknap ana N=4:
3om6i #0: 0°  (nonepepy rpaBus)
3om6i #1: 90° (cnpaBa)
3om6i #2: 180° (33aay)
3om6i #3: 270° (3niea)
2) 06u4mucniwemo MO3UUIN Ha koni (MOAAPHI » [OEKAPTOBI koopauHaTw):
X = center_x + radius * cos(angle)
z = center_z + radius * sin(angle)
B 3D npocTtopi (Y=0 - nnowuHa):
Position = Player_Pos + Vector3(cos(8) * R, 0, sin(8) * R)
3) KoweH 30M6i pyxaeTbcs Ao CBOEI no3muii Ha koni
PE3VIIbTAT:
— 30m6i CWHXPOHHO oTouyiwTb rpaBus 3 YCIX cTopiH
— HemownnBo BTeKTM — 30M6i1 650KYWTb BCi Hanpamku
- BLACKBOARD KoopauMHYe: BCi 3HawTb CKinbKu 30mM6i i cBiii iHAeKkc
if not player:
goap_agent.action_completed()

return
# ========== ETAMN 1: Bu3HayaeMo KinbkKicTb 30M6i Ta iHAeKc ==========
var swarm_count = blackboard.get_type3_count() # Ckinbku Type III 30M6i?
var angle_step = 360.0 / max(swarm_count, 1) # Kpok kyTa gna pieBHomipHoro
po3nopiny

# 3Haxoammo ceiit IHOEKC cepepn 30m6i (4yepe3 Blackboard)
var sorted_ids = blackboard.type3_zombies.keys()
sorted_ids.sort() # CopTyemo 06 MopsanoK 6yB OQHAKOBMI gna BCix
var my_index = sorted_ids.find(zombie_id)
if my_index == -1:
my_index = 0
# ========== ETAN 2: O6u4mcniwemo KYT gng uboro 30omM6i ==========
var my_angle = deg_to_rad(angle_step * my_index)
# Npuknapg: index=0 » 0°, index=1 » 90°, index=2 » 180°, index=3 > 270°

# ========== ETAN 3: O6uucniwemo MO3NLUIN Ha koni (MONAPHI » OEKAPTOBI) ====

# Oopmyna: P = Center + (cos(B), 0, sin(8)) * radius
assigned_surround_position = player.global_position + Vector3(
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cos(my_angle) * 5.0, # X koopauMHaTa Ha Koni
0, # Y = 0 (nnowmHa)
sin(my_angle) * 5.0 # Z koopAauMHaTa Ha Koni
)
GameLogger.write_log("[TYPE III] SURROUNDING player at angle: " +
str(rad_to_deg(my_angle)) + " deg")
# ========== ETAN 4: Pyxaemocb A0 no3uyii ==========
var dist = global_position.distance_to(assigned_surround_position)
if dist < 2.0:
# Jocarnm no3uuii okpymeHus - CTOM!
is_at_position = true
var saved_y = velocity.y
velocity = Vector3.ZERO
velocity.y = saved_y
play_animation("IDLE")
goap_agent.action_completed() # MoBipomnsemo GOAP wo Ais 3aBepuweHa
return
# lle He pocArnm - pyxaemocb A0 no3uuyii
var direction = global_position.direction_to(assigned_surround_position)
velocity.x = direction.x * speed * 1.2 # llBngwe npu OKpymKeHHi
velocity.z = direction.z * speed * 1.2
play_animation("WALK")
func execute_swarm_attack(delta: float):
"UYATAKA TOMMOKW - Bci 30mM6i ogHoOYacHO HacTynawTb Ha rpasua"""
if not player:
reset_goap_cycle()
return
var distance = global_position.distance_to(player.global_position)
if distance < attack_range:
# ATAKYEMO!
var saved_y = velocity.y
velocity = Vector3.ZERO
velocity.y = saved_y
play_animation("ATK")
var dmg = damage * delta * 1.5 # Bbinbwuit ypoH npu aTtaui Tonnow
if player and is_instance_valid(player) and
player.has_method("take_damage"):
player.take_damage(dmg)
damage_dealt_to_player += dmg
GameLogger.write_log("[TYPE III] SWARM ATTACK! Damage: " +
str(dmg))
# BipcnipkoByemo TpuBanicTb aTaku
attack_duration += delta
# UMKNIYHICTb: Nicnsa 10 ceKk — HoBe OKpy#eHus!
if attack_duration >= max_attack_duration:
GameLogger.write_log("[TYPE III] Attack duration exceeded!
Resetting...")
attack_duration = 0.0
reset_goap_cycle()
return
else:
# MpaBeub faneko — HacTynaemo TOJIMOW (36epirawyn HaNpAMOK OKpPYMEHMs)
attack_duration = 0.0
# Pyxaemocb Bip cBoei nmosuuii okpykeHWs Ao rpasus
var target = player.global_position
if assigned_surround_position != Vector3.ZERO:
# 36epiraemo Hanpsamok (3 gaKkoro 60Ky A OKpyHaB)
var angle_offset = assigned_surround_position -
player.global_position
target = player.global_position + angle_offset.normalized() * 2.0
var direction = global_position.direction_to(target)
velocity.x = direction.x * speed * 1.4 # ArpecuBHMin HacTyn
velocity.z = direction.z * speed * 1.4
play_animation("WALK")
func take_damage(amount: float):
hp -= amount
play_animation("HIT")
print("3om6i Type III oTpumae ypoH: ", amount, " HP: ", hp)
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if hp <= 0:
dieQ)
func reset_goap_cycle():
""U"CKWOAHHA UMKNY - noymHaemo 36upaTtuca 3aHoso"""
GameLogger.write_log("[TYPE III] RESETTING CYCLE - gathering again!")
# CKupaemo BCli cTaHu
goap_agent.set_world_state("gathered", false)
goap_agent.set_world_state("surrounding", false)
goap_agent.set_world_state("attacking", false)
# Ckupaemo BHYTpPiwHi 3mMiHHI
assigned_surround_position = Vector3.ZERO
is_at_position = false
is_ready_to_attack = false
attack_duration = 0.0
# 3aBepwyeMo NoTO4YHY Ailo
goap_agent.action_completed()
# OOPCYEMO nepennaHyBaHHS
goap_agent.replan()
func die():
play_animation("DEAD")
# Nosipomngemo Blackboard npo cmepTb
blackboard.unregister_type3_zombie(zombie_id)
blackboard.record_death_location(global_position)
await get_tree().create_timer(2.0).timeout # Yekaemo noku aHimauia cmepti
3aBepumnThCo
var game_manager = get_tree().get_first_node_in_group("game_manager")
if game_manager:
game_manager.on_zombie_death(self)
queue_free()

#
# AHIMALII
# ===
func find_animation_player(node: Node) -> AnimationPlayer:
"""PekypcuBHo wykae AnimationPlayer B pepeBi"""
if node is AnimationPlayer:
return node
for child in node.get_children():
var result = find_animation_player(child)
if result:
return result

return null
func play_animation(anim_name: String):
"""Mporpae aHimauiw akwo € AnimationPlayer"""
if animation_player and animation_player.has_animation(anim_name):
animation_player.play(anim_name)
func apply_color_to_model(color: Color):
"""3acTocoBye Konip go Bcix mesh B mopeni"""
for child in get_children():
apply_color_recursive(child, color)
func apply_color_recursive(node: Node, color: Color):
"""pPekypcuBHo wykae MeshInstance3D i 3acTocosye konip"""
if node is MeshInstance3D:
# CTBOpWEMO HOBMII MaTepian 3 mopynauiein
var material = StandardMaterial3D.new()
material.albedo_color = color
node.set_surface_override_material(0, material)
for child in node.get_children():
apply_color_recursive(child, color)

base.gd
extends StaticBody3D
@export var max_hp: float = 1000.0
var hp: float = 1000.0
func _ready():
add_to_group("base")
print("llTa6 roToBmii! HP: ", hp)
func take_damage(amount: float):



hp —= amount
print("llTaé oTpumaB ypoH: ", amount, " HP: ", hp)
if hp <= 0:
hp = 0
die()
func die():
print("llTa6 3HuWeHo!")

bullet.gd
extends RigidBody3D
var speed: float = 20.0
var damage: float = 25.0
var lifetime: float = 5.0
var time_alive: float = 0.0
var direction: Vector3 = Vector3.FORWARD
var shooter: Node = null # XTo BMNYCTMB KynW
# Jlunka nynsa
var magnet_range: float = 3.0 # Pagiyc nputaryBaHHSA
var magnet_strength: float = 50.0 # Cuna npuTAryBaHHsA
var target_zombie: Node = null
var knockback_force: float = 5.0 # Cuna BipgwTOBXYBaHHSA
func _ready():
# MigKNwW4YeHHS OO0 CUrHany 3iTKHEHHS
body_entered.connect(_on_body_entered)
# BcTaHOBNWEMO WBUOKiCTb
linear_velocity = direction * speed
func _physics_process(delta):
time_alive += delta
if time_alive >= lifetime:
queue_free()
# llykaemMo HaN6NMKYOro 30M61i ANSA NPUTATrYBaHHA
find_nearest_zombie()
if target_zombie and is_instance_valid(target_zombie):
# Nputaryemocb o 30mM6i
var to_zombie = target_zombie.global_position - global_position
var distance = to_zombie.length()
if distance < magnet_range and distance > 0.5:
var magnet_force = to_zombie.normalized() * magnet_strength
apply_central_force(magnet_force)
func find_nearest_zombie():
var zombies = get_tree().get_nodes_in_group("zombies")
var nearest_distance = magnet_range
target_zombie = null
for zombie in zombies:
if zombie and is_instance_valid(zombie):
var dist = global_position.distance_to(zombie.global_position)
if dist < nearest_distance:
nearest_distance = dist
target_zombie = zombie
func _on_body_entered(body):
print("Kyna 3iTkHynacb 3: ", body.name, " Tun: ", body.get_class())
# HE aTakyemMo TOro, XTO BUNYCTUB Kyni!
if body == shooter:
print(" -> Ue cTpineub, irHopyemo")
return
# NepeBipka uu ue 30M61
var has_damage_method = body.has_method("take_damage")
var is_zombie = body.is_in_group("zombies")
print(" -> has_method('take_damage'): ", has_damage_method)
print(" -> is_in_group('zombies'): ", is_zombie)
if has_damage_method and is_zombie:
print(" -> BNIY4YMB! HaHocumo ypoH ", damage)
# HaHocumo ypoH
body.take_damage(damage)
# BipwToBxyemo 30mM6i Ha3ap
if body is CharacterBody3D:
var knockback_direction = (body.global_position -
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global_position).normalized()
knockback_direction.y = 0 # Bbe3 BepTMKa/NbHOro BiAWTOBXYBaHHS
body.velocity += knockback_direction * knockback_force

print(" -> BipwToBxyemo 30M6i!")
queue_free()
return
# Akwo BNYyYMNU B WOCb iHwe — 3HMKAEMO
print(" -> BnyyuB B wWocb iHwe, 3HUKaemo")

queue_free()

obstacle.gd

extends StaticBody3D

func _ready():
add_to_group("obstacles")

player.gd
extends CharacterBody3D
@export var max_hp: float = 100.0
var hp: float = 100.0
@export var speed: float = 5.0
@export var mouse_sensitivity: float = 0.002
@export var bullet_scene: PackedScene
@export var bullet_speed: float = 30.0 # 36inbweHo wBMAKiCcTb
@export var bullet_damage: float = 75.0 # 36inbweHo ypoH 3 25 pgo 75
@export var fire_rate: float = 0.2 # YBEJINMEHA ckopocTb cTpenb6bl (5 BbicTpenos/cek)
var shoot_point: Marker3D
var camera: Camera3D
var next_fire_time: float = 0.0
var is_shooting: bool = false
# Camera - npocTo NpuUBSA3aHa K MIPOKY
# Kamepa - poyepHuit y3en, HacTpauBaeTCda B pepaKTope
# HP Bar
var hp_bar: ProgressBar
var hp_label: Label3D
func _ready():
add_to_group("player")
shoot_point = $ShootPoint
camera = $Camera3D
# Kamepa yme npuBsi3aHa KaK [OYEpPHUN y3eN — HUYEro He penaem
# Cteopwemo HP 6ap Hap rpasuem
create_hp_bar()
# 3axonnwemo mMuuy
Input.mouse_mode = Input.MOUSE_MODE_CAPTURED
func create_hp_bar():
# CtBopwemo Label3D pgnsa Bipo6pameHHs HP
hp_label = Label3D.new()
hp_label.text = "HP: %d/%d" % [hp, max_hp]
hp_label.modulate = Color.GREEN
hp_label.font_size = 32
hp_label.billboard BaseMaterial3D.BILLBOARD_ENABLED
hp_label.position = Vector3(e, 2, 0)
add_child(Chp_label)
func _input(event):
# lMoBopoT rpaBuUa MUWEKN
if event is InputEventMouseMotion:
rotate_y(-event.relative.x * mouse_sensitivity)
func _physics_process(delta):
# MpaBiTauis
if not is_on_floor():
velocity.y —= 20.0 * delta

else:
velocity.y = 0.0
# Pyx
var input_dir = Input.get_vector("ui_left", "ui_right", "ui_up", "ui_down")

var direction = (transform.basis * Vector3(input_dir.x, O,
input_dir.y)).normalized()
velocity.x = direction.x * speed



velocity.z = direction.z * speed
move_and_slide()
# CTtpinb6a

if Input.is_action_pressed("shoot") and Time.get_ticks_msec() / 1000.0 >=

next_fire_time:
shoot()
next_fire_time = Time.get_ticks_msec() / 1000.0 + fire_rate
# OHosnwemo HP 6ap
if hp_label:
hp_label.text = "HP: %d/%d" % [hp, max_hp]
var hp_percent = hp / max_hp
if hp_percent > 0.6:
hp_label.modulate
elif hp_percent > 0.3:
hp_label.modulate = Color.YELLOW

Color.GREEN

else:
hp_label.modulate = Color.RED

func shoot():
if bullet_scene == null:
print("MOMUIIKA: Bullet scene He npu3HayeHo!")
return
if shoot_point == null:
print("MOMUNKA: ShootPoint He 3HaligeHo!")
return
is_shooting = true
var bullet = bullet_scene.instantiate()
bullet.global_position = shoot_point.global_position
# Hanpsmok cTpinb6u — Bnepep Bip rpaBus
bullet.direction = —global_transform.basis.z
bullet.damage = bullet_damage
bullet.speed = bullet_speed
bullet.shooter = self # 36epiraemo cTpinka
get_parent().add_child(bullet)
print("MocTpin! Hanpamok: ", bullet.direction, " No3uuia: ",
bullet.global_position)
await get_tree().create_timer(0.1).timeout
is_shooting = false
func take_damage(amount: float):
hp -= amount
print("IpaBeub oTpumaB ypoH: ", amount, " HP: ", hp)
if hp <= 0:
hp = 0
die()
func die():
print("MpaBeub 3aruHys!")
queue_free()

hud.gd

extends CanvasLayer
@onready var player_health_bar = $Panel/VBoxContainer/PlayerHealthBar
@onready var player_health_label = $Panel/VBoxContainer/PlayerHealthLabel
@onready var wave_label = $Panel/VBoxContainer/WaveLabel
@onready var zombies_left_label = $Panel/VBoxContainer/ZombiesLeftLabel
# CTBOpPWEMO MpOrpamMHoO
var timer_label: Label
var game_over_label: Label
var game_over_bg: ColorRect # OoH pgna Game Over
var player: CharacterBody3D
var game_manager: Node3D
var initialized: bool = false
var game_time: float = 0.0 # CekyHpomep
var game_over: bool = false
func _ready():
# Bipknapaemo iniuianizauiwn Ha 1 ¢peim
call_deferred("initialize")
func initialize():
player = get_tree().get_first_node_in_group("player")
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game_manager = get_tree().get_first_node_in_group("game_manager")
print("HUD roTtoeuin!")

print(" Player: ", player)

print(" GameManager: ", game_manager)

if game_manager:
print(" GM current_wave: ", game_manager.current_wave)
print(" GM zombies_alive: ", game_manager.zombies_alive)

# CTBOpWEMO CeKyHAoMmep
create_timer_label()

# CteBopwemo Game Over ekpaH
create_game_over_label()
initialized = true

func create_timer_label():

"""Creoputn cekyHpomep CMPABA BBEPXY"""
timer_label = Label.new()

timer_label.text = "Yac:
timer_label.add_

00:00"
theme_font_size_override("font_size", 28)

# Npukpinnwemo po MPABOM0 BepxHbOro KyTa
timer_label.anchor_left = 1.0

timer_label.anchor_top =
timer_label.anchor_right
timer_label.anchor_bottom =

0.0
=1.0
0.0

# 3miweHHsa Bip npaBoro Kpaiw

timer_label.offset_left = -180 # 180 nikcenie Bipg npaBoro kpaw
timer_label.offset_top = 10

timer_label.offset_right = -10

timer_label.offset_bottom = 50

timer_label.horizontal_alignment = HORIZONTAL_ALIGNMENT_RIGHT
add_child(timer_label)

func create_game_over_label():

"nnCrgoputn MOBHOEKPAHHWUA Game Over 3 thoHom"""
# CTBOpHWEMO TeMHMIt HaniBnpo3opuit thoH
game_over_bg = ColorRect.new()

game_over_bg.color =

# TMOBHOEKPAHHUI

game_over_bg.anchor_left =
game_over_bg.anchor_top =
game_over_bg.anchor_right
game_over_bg.anchor_bottom =

Color(®, 0, 0, 0.8) # YopHuit 80% npo3opocTi
thoH

0.0
0.0
=1.0
1.0

game_over_bg.visible = false

game_over_bg.z_index =

99

add_child(game_over_bg)
# TekcT Game Over

game_over_label

game_over_label.
game_over_label.
game_over_label.
game_over_label.
game_over_label.

# TOBHOEKPAHHUI

game_over_label.
game_over_label.
game_over_label.
game_over_label.
game_over_label.
game_over_label.
game_over_label.
game_over_label.

= Label.new()

text = "GAME OVER"
add_theme_font_size_override("font_size", 80)
add_theme_color_override("font_color", Color.RED)
horizontal_alignment = HORIZONTAL_ALIGNMENT_CENTER
vertical_alignment = VERTICAL_ALIGNMENT_CENTER

- 3anoBHIE BeCb EeKpaH

anchor_left = 0.0

anchor_top = 0.0

anchor_right = 1.
anchor_bottom =
offset_left = 0
offset_top = 0
offset_right = 0
offset_bottom = 0

0
1.0

# [lopaemo 06BOAKY TeKCTY

game_over_label.
game_over_label.
game_over_label.
game_over_label.

add_theme_color_override("font_outline_color", Color.BLACK)
add_theme_constant_override("outline_size", 8)

visible = false # Cno4aTKy npuxoBaHO

z_index = 100 # Nosepx Bcboro!

add_child(game_over_label)

func _process(delta):

if not initialized:

return

# CekyHpomep (TinbKu fAKWo rpa He 3akiHdyeHa)
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if not game_over:

game_time += delta
var minutes = int(game_time) / 6
var seconds = int(game_time) % 6
if timer_label:
timer_label.text = "Yac: %02d:%02d" % [minutes, seconds]
# 3popoB'a rpasus
if player and is_instance_valid(player):
player_health_bar.value = player.hp
player_health_label.text = "IpaBeub: %d / %d" % [player.hp,
player.max_hp]
else:

0
0

# MpaBeub nomep — GAME OVER!
if not game_over:
game_over = true
show_game_over()
# Indopmauis npo xBuni
if game_manager and is_instance_valid(game_manager):
wave_label.text = "XBuna: %d" % game_manager.current_wave

zombies_left_label.text = "3om6i: %d" % game_manager.zombies_alive
func show_game_over():

"""MNoka3aTn ekpaH Game Over"""
# Mokasyemo ¢oH
if game_over_bg:
game_over_bg.visible = true
# Moka3yemo TeKcCT
if game_over_label:
game_over_label.visible = true
var minutes = int(game_time) / 60
var seconds = int(game_time) % 60
game_over_label.text = "GAME OVER\n\nBu npopgepmanucob:
%02d:%02d\n\nHaTucHite ESC ana euxopy" % [minutes, seconds]
# 3BinbHAeMo Muwy
Input.mouse_mode = Input.MOUSE_MODE_VISIBLE

behavior_tree.gd
extends RefCounted
class_name BTNode
enum Status {
SUCCESS,
FAILURE,
RUNNING
}
func tick() -> Status:
return Status.FAILURE
# BTSelector - BuGMpae nepumit ycniwHuit podipHiii By3on
class BTSelector extends BTNode:
var children: Array[BTNode] = []
var current_child: int = 0
func _init(child_nodes: Array):
for child in child_nodes:
children.append(child)
func tick() -> Status:
for i in range(current_child, children.size()):
var status = children[i].tick()
if status == Status.RUNNING:
current_child = i
return Status.RUNNING
elif status == Status.SUCCESS:
current_child = 0
return Status.SUCCESS
current_child = 0@
return Status.FAILURE
# BTSequence - BUKOHye BCci AoYyipHi By3nu no 4yepsi
class BTSequence extends BTNode:
var children: Array[BTNode] = []
var current_child: int = 0



func _init(child_nodes: Array):
for child in child_nodes:
children.append(child)
func tick() -> Status:
for i in range(current_child, children.size()):
var status = children[i].tick()
if status == Status.RUNNING:
current_child = i
return Status.RUNNING
elif status == Status.FAILURE:
current_child = 0

return Status.FAILURE
current_child = 0@

return Status.SUCCESS
# BTCondition - nepeBipsie ymoBy
class BTCondition extends BTNode:
var condition_func: Callable
func _init(func_ref: Callable):
condition_func = func_ref
func tick() -> Status:
if condition_func.call():
return Status.SUCCESS

return Status.FAILURE
# BTAction - BuKOHye pAiw

class BTAction extends BTNode:
var action_func: Callable
func _init(func_ref: Callable):
action_func = func_ref
func tick() -> Status:
return action_func.call()

# BTInverter - iHBepTye pe3ynbTaT AOYipHboOro By3na
class BTInverter extends BTNode:

var child: BTNode
func _init(child_node: BTNode):
child = child_node
func tick() -> Status:
var status = child.tick()
if status == Status.SUCCESS:
return Status.FAILURE
elif status == Status.FAILURE:
return Status.SUCCESS
return Status.RUNNING
# BTRepeater - noBTopwe po4vipHiin By3on N pasie
class BTRepeater extends BTNode:
var child: BTNode
var repetitions: int
var current_rep: int = 0
func _init(child_node: BTNode, reps: int = -1):
child = child_node
repetitions = reps
func tick() -> Status:
while repetitions ==
var status = child.tick()
if status == Status.RUNNING:
return Status.RUNNING
elif status == Status.FAILURE:
current_rep = 0
return Status.FAILURE
current_rep += 1
current_rep = 0

return Status.SUCCESS

config.gd

extends Node

class_name Config

# KoHCTaHTH rpm

const OBSTACLE_COUNT = 18

-1 or current_rep < repetitions:
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const TYPE1_COUNT = 10
const TYPE2_COUNT = 7
const TYPE3_COUNT = 3

# MNapameTpu apeHu

const ARENA_SIZE = 50.0

const SPAWN_MARGIN = 23.0

# MNapameTpu rpasus

const PLAYER_MAX_HP = 100.0

const PLAYER_SPEED = 5.0

const PLAYER_DAMAGE = 25.0

const PLAYER_FIRE_RATE = 1.0

const BULLET_SPEED = 20.0

# MNapameTpu wTaby

const BASE_MAX_HP = 1000.0

# NapameTpu 30M61

const ZOMBIE_TYPE1_HP = 100.0

const ZOMBIE_TYPE1_SPEED = 2.

const ZOMBIE_TYPE1_DAMAGE = 1

const ZOMBIE_TYPE2_HP = 150.0

const ZOMBIE_TYPE2_SPEED = 3.0
5

0
0.0

const ZOMBIE_TYPE2_DAMAGE = 15.0
const ZOMBIE_TYPE3_HP = 200.0
const ZOMBIE_TYPE3_SPEED = 2.5
const ZOMBIE_TYPE3_DAMAGE = 12.0
const ZOMBIE_ATTACK_RANGE = 3.0

logger.gd
extends Node
class_name GamelLogger
static var log_file: FileAccess = null
static var log_path: String = "user://game_log.txt"
static var is_initialized: bool = false
static func init():
if is_initialized:
return
# BipkpuBaemo taiin gna 3anucy (nepesanucyemo cTapuitl)
log_file = FileAccess.open(log_path, FileAccess.WRITE)

if log_file:
is_initialized = true
write_log("=== GAME LOG STARTED ===")
write_log("Time: " + Time.get_datetime_string_from_system())
write_log(" ")
else:

print("MOMUIIKA: He Bpanocsa Bipgkputu ¢aiin nory!")
static func write_log(message: String):
if not is_initialized:
initQ)
if log_file:
var timestamp = "[%.3f] " % (Time.get_ticks_msec() / 1000.0)
log_file.store_line(timestamp + message)
log_file.flush() # 3anucyemo Bipgpa3sy Ha AUCK
# Takox BMBOAMMO B KOHCOJIb
print(message)
static func close():
if log_file:
write_log("=== GAME LOG ENDED ===")
log_file.close()
log_file = null
is_initialized = false
static func get_log_path() -> String:
# MoBepTaeMo peanbHUil wWNax o tainy
return ProjectSettings.globalize_path(log_path)

metrics.gd

extends RefCounted
class_name MetricsCollector
class ZombieMetrics:
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var zombie_type: String
var survival_time: float
var distance_traveled: float
var damage_to_player: float
var cause_of_death: String
var metrics: Array[ZombieMetrics] = []
func record_zombie_death(zombie):
var m = ZombieMetrics.new()
m.zombie_type = zombie.get_class()
m.survival_time = (Time.get_ticks_msec() / 1000.0) - zombie.spawn_time
m.distance_traveled = zombie.distance_traveled
m.damage_to_player = zombie.damage_dealt_to_player
m.cause_of_death = "Player" if zombie.hp <= 0 else "Survived"
metrics.append(m)
func save_to_file(path: String):
var file = FileAccess.open(path, FileAccess.WRITE)
if file:
file.store_line("Type, SurvivalTime,Distance,DmgPlayer,Death")
for m in metrics:
file.store_line("%s,%.2f,%.2f,%.2f,%s" % [
m.zombie_type,
m.survival_time,
m.distance_traveled,
m.damage_to_player,
m.cause_of_death
D
file.close()
print("MeTpukn 36epeweHo: ", path)

vision_cone.gd
extends RefCounted
class_name VisionCone
var owner_node: Node3D
var cone_angle: float # B rpapycax
var cone_range: float
var can_see: bool = false
func _init(owner: Node3D, angle: float, vision_range: float):
owner_node = owner
cone_angle = angle
cone_range = vision_range
func update(delta: float, target: Node3D, obstacles: Array) -> bool:
if not target or not is_instance_valid(target):
can_see = false
return false
var dist = owner_node.global_position.distance_to(target.global_position)
# NepeBipka BipcTaHi
if dist > cone_range:
can_see = false
return false
# NepeBipka KyTa
var forward = -owner_node.global_transform.basis.z
var to_target = owner_node.global_position.direction_to(target.global_position)
var angle = rad_to_deg(acos(forward.dot(to_target)))
if angle > cone_angle / 2.0:
can_see = false
return false
# Raycast nepeBipka Ha nepewkopm
var space_state = owner_node.get_world_3d().direct_space_state
var query = PhysicsRayQueryParameters3D.create(
owner_node.global_position + Vector3(0, 0.5, 0),
target.global_position + Vector3(0, 0.5, 0)
)
query.exclude = [owner_node]
var result = space_state.intersect_ray(query)
if result and result.collider != target:
can_see = false
return false
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can_see = true
return true

zombie_memory.gd
extends RefCounted
class_name ZombieMemory
var memory_duration: float
var last_seen_time: float = -999.0
var last_known_position: Vector3 = Vector3.ZERO
var has_seen_player: bool = false
func _init(duration: float):
memory_duration = duration
func update(current_time: float, can_see: bool, player_pos: Vector3):
if can_see:
last_seen_time = current_time
last_known_position = player_pos
has_seen_player = true
func has_memory(current_time: float) —> bool:
if not has_seen_player:
return false
return (current_time - last_seen_time) < memory_duration
func get_last_known_position() -> Vector3:
return last_known_position
func get_time_since_last_seen(current_time: float) -> float:
return current_time - last_seen_time

game_manager.gd

extends Node3D

# Prefabs

@export var obstacle_scene: PackedScene

@export var zombie_typel_scene: PackedScene

@export var zombie_type2_scene: PackedScene

@export var zombie_type3_scene: PackedScene

# Config

const OBSTACLE_COUNT = 18

# References

var player: CharacterBody3D

var zombies_container: Node3D

var obstacles_container: Node3D

var zombies_alive: int = 0

var current_wave: int = 0

var total_waves: int = 10 # 36inbweHo 3 7 po 10 xBunb

var game_over: bool = false

var victory: bool = false

# Wave management

var spawn_timer: float = 0.0

var spawn_interval: float = 15.0 # CnaBH KoxHi 15 cekyHA

var zombies_per_spawn: int = 2 # KinbkicTb 30mM6i 3a pas3

var can_spawn: bool = true

# Spawn positions (3 Touyku paBHOoygmaneHi Bip wTa6y)

var spawn_positions: Array[Vector3] = []

# Metrics

var metrics_collector: MetricsCollector

func _ready():
add_to_group("game_manager")
# Iniuianisyemo norrep
GameLogger.init()
GameLogger.write_log("=== GAME MANAGER STARTED ===")
player = get_node("Player")
zombies_container = get_node("Zombies")
obstacles_container = get_node("Obstacles")
GameLogger.write_log("Player found: " + str(player != null))
GameLogger.write_log("Zombies container: " + str(zombies_container != null))
metrics_collector = MetricsCollector.new()
# CTBOpweMO 3 cnaBHepM HABKONO irpoBoro nosns
setup_spawn_positions()
# Bake navigation nicnsa spawn nepewkop



call_deferred("spawn_obstacles")
call_deferred("bake_navigation")
call_deferred("start_first_wave")
GameLogger.write_log("Log file location: " + GameLogger.get_log_path())
func setup_spawn_positions():
# 6 TOYOK Ha Kpasdx KapTu no nepumetpy (BOJSIbUE AWNHAMUKW!)
var radius = 35.0
# 6 Touyok nipg KkyTamm 0°, 60°, 120°, 180°, 246°, 300°
for i in range(6):
var angle = deg_to_rad(i * 60)
var pos = Vector3(
cos(angle) * radius,
1,
sin(angle) * radius
)
spawn_positions.append(pos)
func spawn_obstacles():
for i in range(OBSTACLE_COUNT):
var obstacle = obstacle_scene.instantiate()
var pos = Vector3(
randf_range(-20, 20),
1.5,
randf_range(-20, 20)
)
# MepeBipKka wWo He cnaBHMMO Ha rpaBui
if pos.distance_to(Vector3(®, 1.5, -15)) > 5:
obstacle.global_position = pos
obstacles_container.add_child(obstacle)
func bake_navigation():
var nav_region = get_node("NavigationRegion3D")
if nav_region:
GameLogger.write_log("Baking navigation mesh...")
nav_region.bake_navigation_mesh()
GameLogger.write_log("Navigation mesh baked!")
else:
GameLogger.write_log("ERROR: NavigationRegion3D not found!")
func start_first_wave():
current_wave = 1
# CnaBHUM nepuwy rpyny 3omM6i Bipgpasy
spawn_zombies()
can_spawn = true
func spawn_zombies():
GameLogger.write_log("=== SPAWNING ZOMBIES ===")
# CnaBHumMo 30M6i
for i in range(zombies_per_spawn):
var zombie_type = get_zombie_type_for_wave()
var zombie = zombie_type.instantiate()
var type_name = "UNKNOWN"

if zombie_type == zombie_typel_scene:
type_name = "TYPE I (Green)"

elif zombie_type == zombie_type2_scene:
type_name = "TYPE II (Orange)"

elif zombie_type == zombie_type3_scene:

type_name = "TYPE III (Purple)"
# BAMNINBO: cnoyaTky pgopaemo B pgepeBo, MOTIM BcTaHOBMKWEMO Mo3uuii
zombies_container.add_child(zombie)
zombie.add_to_group("zombies")
# Tenep moxHa 6e3neyHo BcTaHoBnwBaTu global_position
var spawn_pos = spawn_positions[i % spawn_positions.size()]
# [lopaemo BUMapgKoBe 3MilleHHS W06 He CMABHUAWUCSA Ha FoJioBY

var random_offset = Vector3(randf_range(-3, 3), 0, randf_range(-3, 3))

zombie.global_position = spawn_pos + random_offset
zombies_alive += 1
GameLogger.write_log("Spawned " + type_name + " at position " +
str(spawn_pos))
GameLogger.write_log("Wave " + str(current_wave) + ": Spawned " +
str(zombies_per_spawn) + " zombies | Total alive: " + str(zombies_alive))
func get_zombie_type_for_wave() -> PackedScene:
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# Bu3HayaeMo Tun 30M61i 3anexHo Bip XxBuni
var rand_val = randf()
if current_wave <= 2:

# Nepwi 2 xBuni — Tinbkn Type I

return zombie_typel_scene
elif current_wave <= 4:

# Xeuni 3-4 - Type I Ta II

return zombie_typel_scene if rand_val < 0.6 else zombie_type2_scene

else:
# Xuni 5+ - Bci TuMK
if rand_val < 0.4:
return zombie_typel_scene
elif rand_val < 0.7:
return zombie_type2_scene
else:
return zombie_type3_scene
func _process(delta):
if game_over:
return
# NepeBipka yMoB nopasku
if player.hp <= 0:
game_over = true
print("MOPA3KA! lpaBeub 3aruHye!")
metrics_collector.save_to_file("res://metrics.csv")
return
# MocTiiiHM cnaBH 30M6i KO¥Hi 15 ceKyHA
if can_spawn:
spawn_timer += delta
if spawn_timer >= spawn_interval:
spawn_timer = 0.0
current_wave += 1
# 36inbwyemMo KinbkicTb 30M6i 3 yacom
if current_wave % 5 ==
zombies_per_spawn = min(zombies_per_spawn + 1, 5) # Makcumym
5 3a pas
spawn_zombies()
print("Xeuna ", current_wave, " - cnaBHumo ", zombies_per_spawn, "
30M6i")
func on_zombie_death(zombie):
zombies_alive —= 1
GameLogger.write_log("Zombie died! Remaining: " + str(zombies_alive))
metrics_collector.record_zombie_death(zombie)
func _exit_tree():

GameLogger.write_log("=== GAME ENDED ===")
GameLogger.close()

export_p resets. cfg
[preset.0]

name="Windows Desktop"
platform="Windows Desktop"
runnable=true
advanced_options=false
dedicated_server=false
custom_features=""

export
includ
exclud
export
patche

_filter="all_resources"

e_filter=""
e_filter=""

_pathzll n

s=PackedStringArray()

encryption_include_filters=""
encryption_exclude_filters=""

seed=0

encrypt_pck=false
encrypt_directory=false

script

_export_mode=2

[preset.0.options]

custom

_template/debug=""
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custom_template/release=""
debug/export_console_wrapper=1
binary_format/embed_pck=false
texture_format/s3tc_bptc=true
texture_format/etc2_astc=false
shader_baker/enabled=false
binary_format/architecture="x86_64"
codesign/enable=false
codesign/timestamp=true
codesign/timestamp_server_url=""
codesign/digest_algorithm=1
codesign/description=""
codesign/custom_options=PackedStringArray()
application/modify_resources=true
application/icon=""
application/console_wrapper_icon=""
application/icon_interpolation=u
application/file_version=""
application/product_version=""
application/company_name=""
application/product_name=""
application/file_description=""
application/copyright=""
application/trademarks=""
application/export_angle=0
application/export_d3d12=0
application/d3d12_agility_sdk_multiarch=true
ssh_remote_deploy/enabled=false
ssh_remote_deploy/host="user@host_ip"
ssh_remote_deploy/port="22"
ssh_remote_deploy/extra_args_ssh=""
ssh_remote_deploy/extra_args_scp=""
ssh_remote_deploy/run_script="Expand-Archive -LiteralPath '{temp_dir}\\{archive_name}'
-DestinationPath '{temp_dir}'
$action = New-ScheduledTaskAction -Execute '{temp_dir}\\{exe_name}' -Argument
'{cmd_args}'
$trigger = New-ScheduledTaskTrigger -Once -At 00:00
$settings = New-ScheduledTaskSettingsSet -AllowStartIfOnBatteries -
DontStopIfGoingOnBatteries
$task = New-ScheduledTask —Action $action -Trigger $trigger -Settings $settings
Register-ScheduledTask godot_remote_debug -InputObject $task —Force:$true
Start-ScheduledTask -TaskName godot_remote_debug
while (Get-ScheduledTask -TaskName godot_remote_debug | ? State -eq running) { Start-
Sleep -Milliseconds 100 }
Unregister-ScheduledTask -TaskName godot_remote_debug -Confirm:$false -
ErrorAction:SilentlyContinue"
ssh_remote_deploy/cleanup_script="Stop-ScheduledTask -TaskName godot_remote_debug -
ErrorAction:SilentlyContinue
Unregister-ScheduledTask -TaskName godot_remote_debug -Confirm:$false -
ErrorAction:SilentlyContinue
Remove-Item -Recurse -Force '{temp_dir}'"

EXPORT .bat

@echo off

echo ZOMBIE DEFENSE 3D - Exporter

echo.

set BUILD_DIR=%~dpOBUILD

if not exist "%BUILD_DIR%" mkdir "%BUILD_DIR%"

set GODOT_PATH=

where godot.exe >nul 2>&1

if %ERRORLEVEL% EQU 0 (
for /f "delims=" %%i in ('where godot.exe') do set GODOT_PATH=%%i
goto :export

)

if exist "C:\Program Files\Godot\Godot_vi.2-stable_win6d.exe" (
set GODOT_PATH=C:\Program Files\Godot\Godot_vi.2-stable_win6l.exe



goto :export

echo ERROR: Godot not found
set /p GODOT_PATH=Path to Godot.exe:
rexport
if not exist "%~dpO@export_presets.cfg" (
echo ERROR: export_presets.cfg not found
echo Create export preset in Godot Editor first
pause
exit /b 1
)
echo Exporting...
"%GODOT_PATH%" —-—headless —--export-release "Windows Desktop"
"%BUILD_DIR%\ZombieDefense3D.exe"
echo.
echo Done! File: %BUILD_DIR%\ZombieDefense3D.exe
pause

PLAY .bat
@echo off
set GAME_EXE=%~dpOBUILD\ZombieDefense3D.exe
if not exist "%GAME_EXE%" (
echo ERROR: Game not found at %GAME_EXE%
echo Run EXPORT.bat first
pause
exit /b 1
)
start "" "%GAME_EXE%"

START .bat

@echo off

echo ZOMBIE DEFENSE 3D - Launcher
echo.

set GODOT_PATH=

where godot.exe >nul 2>&1

if %ERRORLEVEL% EQU 0 (

for /f "delims=" %%i in ('where godot.exe') do set GODOT_PATH=%%i

goto :run

)

if exist "C:\Program Files\Godot\Godot_vi.2-stable_winéu.exe" (
set GODOT_PATH=C:\Program Files\Godot\Godot_vi.2-stable_win6l.exe

goto :run

if exist "%USERPROFILE%\Downloads\Godot_vu.2-stable_winé4.exe" (
set GODOT_PATH=%USERPROFILE%\Downloads\Godot_vi4.2-stable_win6l.exe

goto :run
)
echo ERROR: Godot not found
echo Please enter path to Godot.exe
set /p GODOT_PATH=Path:
:run
echo Starting game...
"%GODOT_PATH%" —--path "%~dp@" res://scenes/main.tscn
Pause

128
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«MeToaM LUTYYHOro iHTEeNEKTY ANA MOAE/IIOBAHHA
noseiHkM NPC y npoueci po3pobku Bigeoirop»

BukoHaB: ctyaeHT rpynm CAAM-61 KoctaHtH KOJIOCOB
HaykoBuK KepiBHMK: aoueHT Kadeapm ICT Posin HADEEB
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MeTa poboTu

Po3poOnutn Ta peanizyBaTu TpU MNPUHIUANOBO PI3HI CHCTEMHM IITYYHOIO
iaTenekrty (FSM 3 HeuiTkoro Jorikoro, Behavior Tree 3 reomMeTpuUYHHM
no3umionyBanusaMm, GOAP 3 Blackboard-koopaunaiiiero) misi MOACIIOBaHHS
nopemiaku NPC y 3D-myrepi Zombie Defense 3D wna pymii Godot 4 Ta
MPOBECTH iX MOPIBHSUILHUI aHa13 3a €()EKTUBHICTIO, PECYPCOCIIOKUBAHHSIM 1
BIUIMBOM HA T'€UMIUICUHE CIIPUMAHSATTS IPABLIA.




O6’eKT Ta npeaMeT AoCNiAKeHHS

OO’ €KT AOCIIIKEHHS — MPOIIEC
MOJICIIOBaHHS 1HTEJIEKTyaIbHO1
MOBEIIHKN HEITPOBHUX MEPCOHAXKIB Y
TPUBUMIPHUX Irpax >kaHpy survival

shooter 3 BUKOPUCTAHHSAM BIAKPUTUX
pYyLIIiB

[IpeaMeT mOCTiIKEHHS — MPAKTUYHE
3aCTOCYBaHHS Ta IMOPIBHSIHHS
peaktuBHOro (FSM+Fuzzy Logic),
nemioeparusHoro (Behavior Tree) ta
riopuaaoro (GOAP+Blackboard)
iIXOMIB y €IMHOMY IPOTOTHII Z0mbie
Defense 3D



BuKopucTaHi TexHosorii
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[TopiBHAHHA OCHOBHMX Napaanrm Al B irpax

2005—notenep

2010—notenep

Jyxke Hu3bKa Hwusbka

Hwuszbka-Cepennss Cepenns

Cepenns Bucoka

Bucoka Jlyxe Bucoka

Cepennsi-Bucoka HaliBuia

Pong, Space
Invaders
Pac-Man, Half-
Life, RE4

Halo 3, The
Last of Us,
Gears

FEAR.,

STALKER,
Cyberpunk
The Sims 3,

RDR2,
Starfield

HemoxumBo
MacitadyBaTu
Bubyx cTaHiB npu
CKJIaJaHHI1
Cknanao
HaJIallITOBYBaTH
OajaHc

Bumarae perenpHOro

IU3aiiny aii

[ToTpebye TOHKOTO
TIOHIHTY Bar



[TOpiBHAHHA CKIHYEHMX aBTOMATIB CTaHIB Ta AepeEB
noBeAiHKMH

Cepenns norpelye O3YMIHHS
Hyxe Huzbka it mpoctux NPC P .. OTPEOY poOsy
KOMIIO3UIIi1 BY3JIIB
ITorana (EKCTIOHEHITIMHUIMA pict Bucoka (MOAYIbHICTB, JIETKE HOJaBaHHS
MEePEXO/IIB) MTOBEITHKM)
Huszbka (motpibeH KoOj ISl HOBHUX : :
: Bucoka (Bi3yanbHi peJakTOpH)
epeXoiB)

_ CknagHo (moTpiOHI CKJIaHI YMOBH) ITpupoano (uepes Selector)
_ SIBHA (TOTOYHUI CTaH) HesiBHa (mo3uiiisi B AepeBi)

PEKYPCIIO)
IaTopMepu



[TopiBHA/IbHA XapaKTepUCTMKa cydacHMx ML-nigxoAis Ao
aganTmBHO1 noBeaiHKU NPC

Cepez[Hn/I-
BI/ICOKHPI

Hyxe
BUCOKHUHU

(odaiin)

Bucoxkun
(omaiin +
OHJIalH)

Cepenniii

Bucoxka
(OHJIAIH)

Husbka
(oduaiin)

Hyxke BUCOKa

Bucoxka

Bucoka (Mi1biioHH
KpPOKIB)

Bucoka (nmapanenbHi
CUMYJIAIIIT)

Cepenns

Cepenns
(IemMoHcTparlii)

Cepenniii

Huspkui

Huspkuin

Bucoxui

Junamiuni PvE,
horror, stealth

Pi3zHOoMaHITHICTE
IIOBEIIHKU B
ogHomy Tl NPC

JloBrorpusai
kammnanii, MMO

NPC, mo
KOITIFOIOTh CTUJIb
IpaBIIs



Bumorn ao peanictmyHocTi noBeAiHKU NPC y pi3HUX
aHpax 1rop

[IIBuKa peakiiisi, MpOCTi Doom (2016),

MiiteH1 ajist CTpuUIbOHn . Peaxktusanii (FSM
A p 11a0JI0HU OBEIIHKHU Doom Eternal ( )
CTBODCHIES TOCTIHHOMO THCK JluHamidHa aganTaris, Left 4 Dead, [Nopunamii (FSM +
P Y BapiaTuBHicTb aTak Zombie Defense 3D BT + GOAP)
: Komanmna Taktuka, mpuitHATTs Rainbow Six Siege, Behavior Trees +
Koopaunariis, hiaaHKyBaHHS . .
pIIIICHB Ready or Not Utility Al
. . Peanictruni miamoru, i .
CoriajipHa B3a€MO/IIs, JHLA The Witcher 3, GOAP, niamorosa
. CUMYIISIIIS TIOBCSKICHHOTO )
MPaBIONO/IIOHICTh Baldur’s Gate 3 cucrema
KUTTSA
.. .. Resident Evil :
IIcuxomoriyHum TUCK, HecnomiBani peaxinii, CKiragHa Village. Alien: Cxknangal FSM +
Herepea0auyyBaHICTh CEHCOpHa MOJCIIb Isolatgi o’n ' CEHCOPHI CUCTEMU

EdexTuBHE yrpaBIiHHS .. ., StarCraftIl, Total  Utility Al +
[TnanyBaHHs, OOTHUMI3ALIS ik
pecypcamMu War IJTAaHYBaHHS
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Puc. 3.1 diarpama BapiaHTIB
BUKOPUCTAHHS 1HTETPOBAHO1

HoBHit ribpuaHHi Wwap

{1 RLAgent

£

[Zgmbie Defense 3D (ickyiqua 6asa)\
5 Y

‘ GOAP Planner

g

Behavior Tree

E‘

FSM + Fuzzy

E‘

Blackboard

E‘

Player

g

‘ GameManager

g

( BupasaTi AMHaMiYHi Bokanisauii _::-

‘I*A__ﬁ—e»

MO el

[
|
"

.

LLM Inference

AudioSource

E‘

Puc. 3.2 [liarpama KOMIOHEHTIB rOPUIHOT apXITEKTYpH




UML-aiarpamu

© HybridZombieAl

o rl_agent: RLAgent
o emotion_vector: Vectord

o UpdateAlParameters()

/ o GenerateEmotionVector()

@ ZombieTypel @ ZombieType2 @ ZombieType3

o fuzzy_system: FuzzyLogic o behavior_tree: BTNode o goap_planner: GOAPlanner

(© Ruagent

©AudioSource

o policy_network
o reward_buffer{]

@ ConversationalAl

o llm_model

o TrainStep()
o GetActionParameters()

o GenerateTaunt(emotion: Vectord)

Puc. 3.3 Jliarpama kJaciB po31IMpeHoi MoJiel

| 33BAAE YPOH / 3MIHIOE NO3MUiD_ |
- >

IBIackboard‘ [ RLAgentI [ EmutionGen‘ I CunversationalAI‘ [AudiuSuurce

. |
OHOBJIKOE CBOK MNO3WUIK Ta CTaH _ |

nepefac cnocTepexeHHs (state) |

noBepTaE OHOBNEHI napaMeTpw Al
7

3aNWTYE eMOLIRHWA BEKTOP

< Vectord(arpecis, cTpax, BI'IEBHEH?CTI:, ¢pyc1pa§u,in)
GenerateTaunt{emotion)
L ayaiotaitn abo TTS |
| BiTBOPIOE Kpuk/(hpasy
| Blackboard | [ RLAgent | [ EmotionGen | I ConversationalAl ‘ lAudiuSuurce |

Puc. 3.4 [{iarpama nmociiIoBHOCTI JIsl OJHOTO KaJIpy

B3aeMoI11



UML-aiarpamu

?

| OTpMMaTH NOTOHHWIA CTaH caiTy | MK rpaeus
4¢— Godot Engine 4.5+

(I‘Iepep.a'm state RLAgentj

¢ ] ] ]
LLM Model RL Module Game

HaB4ankeHuii enizon aKTaBHWA? (Phi-3-mini-4k-instruct-q4.gguf) (PyTorch/TorchScript) Executable

¢TBK [~
(Hakonuuum reward (YLUKOAMEHHA PaBUA, BUXUBAHHA TOLO) |
s \
i ¢ o o &
Audio System RL Module LLM Model
(Bukouam TrainStep (PPO abo SAC})
< NALE Npw

nepLIoMy 3anycky

[O'rpwa'ru OHOBNEHI rinepnapameTpu |

v

(3ac1'ocyaa'ru no Gasosoi Al cucTemu |
/

v

| OBumenuTu eMouiiHnA BekTop |
A 4

v P 3 6 1 i6 . .
|\3reHepyaaTu BOKanizalUiw Yyepes LLM) HC. . HlarpaMa pOgrOpTaHHH rl pHHHOl MOI[CHI

Y

(Bumua‘m Ajk (pyx, aTaka Towo) |
- S/

o

Puc. 3.5 Jliarpama aisuibHOCTI r10pugHoro NPC

HuggingFace

]

‘ Monenk 3aBaHTaxyeTbeA 0ANH pa3




Peanizayia npototmny

Tpaseus: 100/ 100 LIaCZ 00:06

Xeuna: 1

3om6i: 2

Puc. 4.1 Xsunsa 1. [losBa ngBox 3eneHux 30mM01
Type | (FSM + Fuzzy Logic), rpaBenp 1ie He
OTPHUMAaB YIIIKOJ)KEHb

Yac: 00:26

Puc. 4.2 XBung 2. YcniuiHe 3aBepuieHHs, BCi
30MO1 3HUIIEHI, TIYUIbHUK «30M01:0»



Peanizayia npototmny

Yac: 01:01 Yac: 02:33

Puc. 4.3 XBuns 5. Illicts 30M01 (3€71€H1, MOMapaH4eBi Ta Puc. 4.4 XBung 11. OnuHaansate 30M01 yCiX TUMIB, FPaBLs
(1051€TOBI1), TpaBElb TPUMAE TUCTAHIIIIO OTOUYYIOTh 3 PI3HUX OOKIB



Peanizauia npototumny

Yac: 03:24

Puc. 4.5 XBuns 14. OaquHaausats 30M01, IpaBIis
I[IJIBHO OTOYEHO 3 PI3HUX OOKIB, pIBEHb 3J0POB’ s
rpaBiisg HuKYe 3a 30%

Yac: 03:24

Puc. 4.6 XBuis 14. Pekopane BukuBaHHs (28 30M01), rpa
3aBEPIIYETHCA CMEPTIO TPABIIA Y€pPE3 HEMOXKIIUBICTh
OJTHOYACHO KOHTPOJIIOBATH BC1 HAMPSIMKH



BMCHOBKMU

" EKCnepuMeHTaIbHO J0BEAEHO, L0 KOMIMIEKCHE 3aCTOCYBaHHSA KNacuMyHux apxitektyp LI
[03BOJISIE CTBOPUTU BMCOKOAKICHMX NPC HaBiTb B yMOBaxX 0OMeXeHMX pecypciB iHAi-
. PO3POOKMU. y
4 )
Fi6puaHMM niaxia ao ctBopeHHsa LI cyTTeBO nigBuLLyE CNPUMHATTS iHTENEKTYa /IbHOCTI

MPOTUBHMKIB Ta €MOLiMHMI BIMNJIMB HA rpaBLA NOPiBHAHO 3 TPaAMLUiMHUMM CUCTEMAMM.
" J

0 MoaudikaLia peakTUBHUX MoAENEN 3a JOMNOMOro HEYITKOT JIOriKM € ehEKTMBHUM
pilUEHHAM ANA NigBULLEHHA NpaBAoONOAiGHOCTI noBeAiHKM 6€3 0CO06MBOIro HaBaHTaXKEHHS
g Ta 064YMC/IIOBAIbHMX 3aTpaT y

e

Peanizauyisa cknagHoi koopamHauii NPC (GOAP) Ha BiakpuTOMY pyLLii 6€3 BUKOPUCTAHHSA
npodecinHMX IHCTPYMEHTIB € NPAKTMYHO JOCSANKHOK Ta NEPEHOCMMOIO Ha iHLLI
naaTdopmm




Anpob6auis:

1. VI BceykpaiHcbKa HayKOBO-MpaKTM4YHa KoHdepeHuia «Telecommunication: problems and innovation»,
po3ain «IHdopmaLinHi cMCTeMM Ta TEXHONOTii», TE3U Ha TEMY «BUKOPUCTaHHS LWITYYHOrO iHTENEKTY
Ana noseaiHkn NPC npu po3po6ui Bigeoirop». O4ikyeTbca nybnikauis.

2. /[pyrumn po3ain xypHany «3B’A30K». CTaTTA Ha TeMy «MeToaM LTYYHOro iHTENEKTY AN MOAEOBAHHSA
nosegiHkn NPC y npoueci po3po6ku Bigeoirop». OUikyeTbCcAa nybnikauia.

/19aKyt0 3a yBary!




