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3AT'AJIBHA XAPAKTEPUCTUKA POBOTHU

AkTyajbHicTh Temu. CydacHi KOMIT IOTEpHI iTpH KaHpy survival
e€scape  pPO3BHBAIOTBCS Yy HampsMi  MIABUINCHHS  CKJIQIHOCTI
redMIUIEMHUX  MEXaHIK, [OUHAMIYHOCTI MOMIH 1 BHUMOI [0
MpaBaoONoiOHOT MOBEAIHKM HEIrpOBHX MepcoHaxiB. s kopucTyBava
KITFOUOBHMH (PAKTOPAMH SIKOCTI CTAIOTh HE JIAIIE Bi3yallbHa CKIIA/I0Ba, a
W 3MaTHICTH ITPOBOTO CBITY pearyBaTHl Ha Iii TpaBIli, 3a0e3medyBaTH
3MIHHICTh CIEHapiiB, BapiaTUBHICTb NPOXOKEHHS Ta BiT4yTTs
«OKHBOTO» cepeioBHIna. ToMy po3poOJeHHs TaKMX CHCTEM MOTpelye
3aCTOCYBaHHS INIXOMiB, IO JAIOTh 3MOTY OymyBaTH MacIITaOOBaHY
JIOTiKYy, MATPUMYBATH ii PO3IIUpPEHHS Ta 3a0e3MevuyBaTH NPUHHATHY
MPOAYKTUBHICTh Y peabHOMY 4aci.

Jlo1aTKOBOIO TTEPEeyMOBOIO aKTYaJbHOCTI € IMUPOKE MOIIHPEHHS
pywiiB 3arampHOTO mpu3Ha4deHHs, 30kpema Unreal Engine 5, sxwuii
MPOTIOHYE MOTYKHUH 1HCTPpyMEHTapiil Iu1d peanizamii CKiIaJHIX irpOBUX
CHCTEM, ajJie BUMarae KOpPEeKTHOTO apXiTeKTypHOTO MpOEKTyBaHHA. s
IUTIIIOMHOT pOOOTH BaKJIMBO HE JIUIIE CTBOPUTH (DYHKITIOHATBHUH
irpOBUH TPOTOTUN, a W OOIPYHTYBaTH apXiTEKTypy IMiJCHUCTEM,
BU3HAYHTH 1X B3a€MOJIII0, IPOJEMOHCTPYBATH MOBTOPHE BUKOPUCTAHHS
KOMITOHEHTIB 1 MOXJIMBICTH TOJAJbIIOTO PO3BHTKY 0€3 CYTTEBUX
nepepobok kony. Lle ocoOmMMBO 3HAYymIO JUIsi CHCTEM IITYYHOTO
IHTeJIeKTy, (pakiiiHol B3aeMoii Ta pemyrtalli, ae moeainka NPC
MMOBMHHA 3aJIeKaTH BiJl KOHTEKCTy (cTaHy CBITy, i TpaBIl,
HAJIGKHOCTI JI0 (pakiii, CICHapHUX TOJii), a He OYyTH >KOpPCTKO
3aJ1aHOI0.

OxpeMuii acmekT akTyaJbHOCTI IOB’A3aHUI 13 HEOOXigHICTIO
eKCIIEPUMEHTANBHOI OIIIHKK peali30BaHMX pillleHb. Po3poOneHHs
ITPOBUX CHCTEM IMOTpeOye OajaHCyBaHHS MIX CKJIJHICTIO JIOTiKH Ta
OOMEKEeHHAMH anapaTHUX pecypciB. Tomy y Mexkax poOOTH Ba)KJIMBO
JOCHITUTH MPOAYKTHBHICTH 1 cTadinpHICTh (yHKUiOHyBanHa LI B
THUTIOBUX 1 HaBaHTaKYBaJbHUX CIIEHAX, BU3HAYUTH BIUIMB KiJIbKOCTI
NPC Ta cknagHocti otodeHHs Ha FPS 1 wac peakmii arentiB. Y
MiZCYMKY Te€Ma € aKTyallbHOIO SIK 3 IPAaKTUYHOI TOUKH 30pYy (CTBOPEHHS
OPOTOTHILy TpH), TaK 1 3 HAyKOBO-NIPHUKIAAHOI (OOIpYHTYBaHHS
apxiTekTypH Ta Mmetojuku TectyBanHs y UES).



Meta i 3aBaaHHs JoCTigKeHHs. MeTta IUIUIOMHOI pOOOTH
MOJISITaE y peaiizalii Ta BIpoBayKEHHI KOMIT 1oTepHOi Tpu «Breuay Ha
wiatopmi Unreal Engine 5 3 BHKOpPHCTaHHSM KOMaHIHOTO METOIY
po3po0KH, a TakoK y (OpMyBaHHI MOIYJIBHOT apXiTEKTypH KIIOYOBUX
mifcucTeM, 1o 3abe3meuye MacmTaboBaHICTh, KEPOBAHICTh JIOTIKH Ta
MOJKJIMBICTH MTOIAJIBIIIOTO PO3IMIUPEHHS IrPOBOTO (DYHKITIOHATY.

JlJis MOCSTHEHHS TOCTaBJICHOI METU HEOOXiIHO BUPIINIUTH TaKi
3aBJIaHHSA:

MpOaHaNi3yBaTH MpeAMETHY 00JIacTh survival escape Ta BU3HAUUTH
BUMOTH JI0 TeMIUIEIO, IHTEPaKTUBHOCTI cepenoBuia, noseainku NPC i
CHCTEM TIPOTpecy;

BUKOHATH OTJIS/I ICHYIOUMX aHAJIOTIB 1 MIXOAiB 10 MOOYymIOBH
noBezinkoBoro I y irpax, BU3HaUMTH THUIIOBI MaTepHU peainizamii Ta
PpU3UKH (CKJIQJHICTh MIATPUMKH, IEPEBAaHTAKEHHS CUCTEMH, JCTPaallisl
MPOAYKTHBHOCTI);

obrpynTyBaru BubOip Unreal Engine 5 sik cepenoBuma peamizartii, a
TaKOX JOIIBHICTh TiopuaHOro migxoay C++/Blueprint s moenHanHS
MPOAYKTHBHOCTI Ta IIBUIKOCTI ITEpAIiii;

CIPOEKTYBAaTH CTPYKTYpy TIpu 3 BuaineHHsm wmopymis: [II,
(hpaxiiii Ta penyTariiii, KBECTIB 1 CIICHApHUX IMOJIiH, IHBEHTAPs/B3aEMOIIT
3 npeameramu, Ul Ta mijicuCTEMH JTaHUX;

BU3HAYUTH MEXaHI3MHU B3a€MOJii MK Moxymsimu (TIOJieBa
nIMHa/feneratu, iHtepdelcu, migcucTemMa TeriB), SKi MiHIMI3YIOTh
YKOPCTKI 3aJIKHOCTI Ta CIIPOIIYIOTh PO3IIUPEHHS;

peamizyBatu 0a30Bi irpoBi MexaHIKH (TIEPEeMIIIeHHS, B3aEMOIs 3
00’€KTaMH, OTPUMAHHS TMpPEIMETIB, TPUTEPH TMIOMAiA) Ta JIOTIKY
JKUTTEBOTO IUKITY PiBHS;

peanizyBaru noeainkopuii 1111 NPC Ha ocHoBi Behavior Trees ta
Blackboard i3 Bukopucrannsim Al Perception (3ip/ciayx) i EQS mis
BUOOpY  TMO3WIIH,  MOMYKYy  YKPHUTTIB,  MaTpyJIOBaHHSI  YH
TiepeciTilyBaHHS;

peanizyBatu QpakuiiiHy Mozienb, y sKilil peryTaris rpaBLs BILTUBAE
Ha craBieHHss NPC, nocTymHicTh B3a€MOJii, KBECTiB Ta TOPrOBHX
CIICHApIiB;

opranizyBatu data-driven koHdirypauito napamerpis (NPC,
npeaMertiB, ¢pakuii) 3a gonomoroto DataTables/cTpykryp manux s
CTIPOIIEHHS HaJIAITYBaHb 0€3 3MiHU KOJY;



PO3pOOHUTH METOAMKY TECTYBAaHHS Ta IPOBECTH €KCIIEPUMEHTAIbHI
JIOCTIKEHHS TPOAYKTHBHOCTI 1 wacy peakmii LI y pisHHX TecToBHX
CIICHAX;

y3arajlbHUTH Pe3yibTaTH, CPOPMYBaTH BUCHOBKM Ta MPaKTUYHI
peKOMeHaIi MO0 3aCTOCOBAHUX AaPXITEKTYPHHUX 1 ONTHMI3amiiHHAX
PpIIIEHB.

O0’€KTOM JOCTIKEHHSI — MPOILIEC MPOEKTYBaHHS Ta peaizamii
KOMIT FOTepHOI T'pH KaHpy survival escape 3 MOAYJIHHOIO OpraHi3ari€ro
reiMIuietHIX migcuctemM y cepemosumii Unreal Engine 5. V mexax
00’€KTa PO3IISINAIOTbCA MHUTAHHS MOOYJOBU CTPYKTYpOBaHOI JIOTIKH,
Y3TO/DKCHHSI B3a€MOJii MOAyIiB, peamizamii moseninku NPC  Ta
3a0e3neUeHHS MPaIe3TaTHOCTI CHCTEM Y PEeKUMI PeaIbHOTO Jacy.

IIpeamer nocaigikeHHss — METOOM Ta TporpaMHi 3aco0u, MO
3a0e3MeuyoTh MOOYA0BY apXiTEKTypH IrpoBOI JIOTIKM ¥ aJanTUBHOI
moBeminkn NPC y Unreal Engine 5, 3o0kpema: Behavior Trees,
Blackboard, AlController, Al Perception, Environment Query System, a
Tako)K MexaHi3mu (pakiiiinol B3aemomii Ta pemyrtarii, data-driven
HamamryBanHa (DataTables) 1 mimxogm KoMaHTHOI poO3poOKH 3
KOHTpPOJIEM BepcCiii Ta po3MOAUIOM BiAmoBimaidbHOCTI. Ilpemmer
OXOIUTIOE sIK peanizaiiiini acnektu (inctpymentu UES, C++/Blueprint),
TaKk 1 opraHizamiiiHi (y3ro/PKeHiCTh KOMIIOHEHTIB, MiATPHUMYBaHICTh,
MacIITabyBaHHs).

MeTtoau nOCTiKEHHSI KOMIUIEKC METOMIB JIOCHIDKEHHS, IO
BIJIOBIMAIOTh  3ajlauaM  aHaji3y, NPOEKTYBaHHs, peaizamii Ta
OIIHIOBaHHs pe3ynbrariB. Ha erami ¢dopmyBanHS BHUMOT 1 BHOOpPY
TEXHOJIOT1 BUKOPUCTAHO METOJM aHANi3y JITePaTypHUX 1 MEpPEeKEeBUX
JDKepes, OIJIsA[ 1 TIOPIBHSHHS ICHYIOUMX pillleHb, (YHKIIIOHAJIHHO-
CTPYKTYpPHUH aHai3 TeUMIUIEHHUX cucTeM. /st moOymoBU apXiTeKTypH
3aCTOCOBAHO METOJM CUCTEMHOTIO MiAX0Y, JEKOMIO3HUIi1, MOAYIHHOTO
MPOEKTYBaHHs, BU3HAUYEHHsI iHTepdelciB B3aeMOJil Ta BHUKOPHCTAHHS
natepHiB, xapaktepuux g UES  (Actor/Component, jenerarw,
Gameplay Tags, data-driven xondiryparis).

[lig yac peanizanii BUKOPUCTAHO iHXXEHEPHI METOAM PO3POOICHHS
I13: irepaTMBHE TPOTOTWUIYBaHHS, IHTErpalliiiHe  TeCTyBaHHS
KOMIIOHEHTiB, HaJlarojukeHHss y pemakropi Unreal  Engine,
npodiIoBaHHS NPOAYKTHBHOCTI Ta aHali3 BY3bKHX Michb. Jlis
omiHoBaHHs moBeaiHKH NPC 3acTOCOBaHO €KCIIEPUMEHTAIBLHI METOIH Y
KOHTPOJIbOBAHHUX CIICHAX, BUMIPIOBAHHS 4Yacy peakilii Ta cTabijbHOCTI



MepexodiB MDK CTaHaMH, a TakoX 30ip 1 TIOpIBHIHHS METPUK
npomyktuBHOCTI (FPS) y pi3HHX KOH(Dirypamisx 1 KUTBKOCTI areHTiB.
Pesynbratn  00po0ieHO MeTOgaMM y3aralbHEHHS, IOPiBHIBHOTO
aHaJizy Ta iHTeprpeTalii OTpUMaHUX MOKA3HUKIB 3 YpaXyBaHHSM YMOB
€KCIEPUMEHTY.

HaykoBa HOBM3HA OTPUMAHUX pe3y/bTaTiB:

3ammponoHoBaHa MOJYJIbHA apXiTEKTypa KOMIT IOTEpHOI IPU JKaHPY
survival escape na Unreal Engine 5, y sxiit moennanus Behavior Trees,
Al Perception ta Environment Query System momoBHEHO (PpaKIliitHOIO
MOJEIUTI0 1 pemyTamielo, 0o 3abe3nedye KOHTEKCTHO-3aJICKHY
noBeninky NPC Ta mifBuIllye KepOBaHICTh 1 MacCIITa0OBaHICTh IrPOBOL
JIOTIiKK 03 CYTTEBOTO 30UIBIICHHS OOYHCIIOBATHLHUX BUTPAT, a TaKOXK
CIpOIIy€e MOJabIlle POLMIMPEHHS! KOHTEHTY, HaJalITyBaHHS CLEHApiiB
B3a€MOJii Ta OalaHCyBaHHS peaklildi MEpCOHAXIB y PI3HUX IrPOBHX
CUTYAIIISX.

IIpakTUyHe 3HAYEHHS OTPUMAHUX pPe3yJbTaTiB!

Peanizanisi 3anmpomoHoBaHMX pilieHs y Tpi «Brewa» mo3Bosie
CTBOPIOBATH Ta PO3MIMPIOBATH MOBeAiHKOBI crieHapii NPC, dpakuiiiny
B3aEMOJi0 W irpoBi momii Ha ocHOBi data-driven KoHbIrypartii
(DataTables) 3 MiHIMaJILHUMH 3MiHaMHU B KOJIi, 1[0 CHPOIIYE KOMaHIHY
PO3po0OKy, MPUIIBUALIYE iTepallii Ta 3a0e3rneuye MpUIATHICTh PillleHb
JUIS TIOAANBLIOr0 PO3BUTKY TPH i BUKOPHCTAaHHS B HaBUAIBHUX abo
NPUKIATHUX ITPOBUX 3aCTOCYHKAX.

Anpo6amisi  pesyabTaTiB  aumIOMHOI  po6oTH. OCHOBHI
MOJIOKEHHS IUIUIOMHOI POOOTH Ta pe3yJIbTaTH JOCIIHKEHb HOAAHO 10
y4acTi Ha KOH(epeHIIii:

— Hikityenko C. O., TarynoBa M. l0. Komn’roortepHa rpa 3
BUKOPUCTAaHHIM KOMaHIHOTO METOy po3poOku, MixkHapoHA HAyKOBO-
npakTuuHa KoHgepeHuis «CTpareriyHi OpiEHTUPHU PO3BUTKY HAyKH,
OCBITH, TEXHOJIOTI Ta KIIOYOBUX cdep cycminbHoro *UTTs» (bocToH,
CIIA, 10 mumer. 2025 p.). bocron, 2025. C. 112-116. URL:
https://www.economics.in.ua/2025/11/10.html

CtpykTtypa Ta o6car podoru. /[umuiomHa poOoTa CKIIaAEThCs 3i
BCTYIY, I’SITW PO3/IiIiB, BACHOBKIB, CIIICKY BUKOPUCTAHUX JDKEPEN Ta
nonatkis. [losicHioBanpHa 3amucka MicTUTh 117 cTOpiHOK, 55 pUCYHKIB i
11 Tabnuipb, CIMCOK BUKOPUCTAHUX JKepel BKitodae 20 HaiMeHyBaHb.



OCHOBHUM 3MICT POBOTH

Y mnepmomMy po3mijli BUKOHAHO aHaNI3 MPEIMETHOI o0MacTi
KOMIT FOTEpHUX 1irop jkaHpy survival escape, BU3HAYCHO XapaKTepHi
pYCH TEHMILICIO Ta KITIOYOBI BUMOTH J0 IHTEPAKTUBHOCTI CEpEIOBHINA,
CHCTEM TpOrpecy ¥ MOBEMiHKOBOI'O INTYYHOTO IHTENEKTY. Po3rmsHyTO
nigxoau 1o noOymoBu moBeAiHku NPC y cydacHux irpax, 30Kpema
CTaHO-OPIEHTOBaHI MOJIENI Ta TOBEIIHKOBI JepeBa, a TaKOX pOJIib
CEHCOPHOTO CHPHUUHATTS ¥ MPOCTOPOBOTO aHaiizy sl (opMyBaHHS
MpaBAONOMIOHNX peakIiii. 3a pe3yibTaTaMu aHamizy CQOPMOBAHO
y3arajibHeH1 KpuTepii, sKi BU3HAYAIOTh YCHIIIHICT peaiizarii survival
escape: KepOBaHICTh CKIIAJHOIO JIOTiKOI, MOXKJIMBICTh MacIITa0yBaHHS
KOHTEHTY Ta CTa0ilbHA TPOAYKTUBHICTH Y CIIEHAX 13 TIiABUIIEHUM
HABaHTAXXCHHSIM. Y3arajlbHeHy CXEMy B3a€MO3B’3KY KIIIOYOBUX
TeMMITIEHHIX TiICUCTEeM XXKaHpPy HaBeJeHO Ha PUCYHKY 1.
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Pucynox 1 — CxemaTnuHe OJAHHS KJIIFOYOBUX BUMOT 1 MiJCHCTEM
survival escape

Y napyromy po3aisi oOrpyHToBaHo BuOip miatdopmu Unreal
Engine 5 ta ommcano 3aco0u peamizauii rpu «Breua», BKIIOYHO 3
riopugaum migxogom C++/Blueprint. CdopmynsoBaHO BHUMOTH [0



CHCTEMH, IO PO3pPOOIISETHCS, OMUCAHO MPUHITAIIA OpraHi3allii JaHux i
KOH(QITYpaIiid, a TAKOX MiAXi 10 TOOYIOBHU MiJCHUCTEM 13 MiHIMI3aIli€r0
JKOPCTKUX 3aJIeKHOCTEH MK HUMU. OKpEMO BHCBITICHO 3aCTOCYBAHHS
data-driven kondirypauii (DataTables, cTpykTypu naHuX, MapKyBaHHS
CTaHIB 1 MOii) SIK OCHOBH ISl IIBUAKOTO HAJAIITYBAHHS IapaMeTpiB
NPC, mpeamertiB i ¢pakiiii 6e3 HeoOXiTHOCTI 3MIHIOBATH SIPO JIOTIKH.
Posmoxin BignoBimanpHOCTEH Mixk peamizamiero B C++ Tta Blueprint
HaBEJCHO HA PUCYHKY 2.
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Pucynoxk 2 — Po3nozin BignosinanpHOCTEH Mixk C++ Ta Blueprint y
rpi «Breday

Y TperhoMy po3aiji po3poOJicHO apXiTEKTYpy I'pU 3 BUIICHHAM
OCHOBHUX MOMYJIB: INTYYHWH IHTENEKT 1 (paKimiifHa B3aeMOis,
KBECTOBA Ta CI[eHAapHA JIOTiKa, iHBeHTap i B3aemozis 3 npeameramu, Ul,
a TaKoX TiJcUcTeMa YyOpaBiiHHA JaHuMH. ONMUCAHO B3aEMOIIIO
MOJIyJIiB Ha OCHOBI IIO/Mi€BOI MOJeNi, AenerariB i1 iHTepdeiciB, o0
3a0e3meuye 130JAII0  BIIMOBIAATFHOCTEH Ta CIPONIYE MOMANBIIE
po3umpenHs QyHKiionany. s ¢opmanizanii cTpyKTypH HaBeIEeHO
JiarpaMu, MmO BiJOOpaXKalOTh 3B’SI3KM MK KIIOYOBHMH CYTHOCTSIMH
(rpaBeus, NPC, npeamern, 30HH, TpUrepu Moxid) Ta cueHapii oOMiHy
MOBIJJOMJICHHSIMM MDK TMiJICHCTEMaMH. Y3arajJbHEHy apXiTeKTypy Ta
B3a€MOJIIF0 OCHOBHHX MOJIYJIIB I'PU HaBEJICHO HA PUCYHKY 3.
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PucyHok 3 — V3aranpHeHa apXiTeKTypa reiMIUIeHHUX TiACHCTEM
rpu «Breuay

Y d4erBepTOMYy PpoO3aidi ommcaHo peamizairiro rpu «BTeuay B
Unreal Engine 5. Poskputo mobymoBy moeminkoBoro I NPC na
ocHoBi Behavior Trees i Blackboard, interpamito ceHcopuku uepe3 Al
Perception (3ip i ciayx) Ta 3actocyBanHs Environment Query System
uis BHOOpPY TOYOK TATPYJIIOBAaHHS, YKPUTTIB 1 MO3MINKM Imim dbac
B3aemoii 3 rpaBueM. [lokazaHo, sk GpakiiiiHa cucTemMa Ta permyTaliiiHa
MOJIeNIb BIUIMBaIOTh Ha pimeHHs NPC 1 JgocTymHICTH B3aeMoOJii,
BKJIFOYHO 3 TOPrOBHMH Ta CIEHAPHO-KBECTOBUMH MOisiMU. Takox
HaBEJICHO pealli3aimilo iHBeHTaps, B3aemomii 3 mpeameramu, Ul Ta
opraHi3ailii KOHTEHTY, 3 MMOSICHEHHSIM, SIKi YaCTHHU BUKOHaHO B C++ muist
MPOJAYKTHBHOCTI, a siki — Yy Blueprint mns mBuakux itepamiii i
3pyuHoro HanmamryBaHHs. [Ipuknan cxemu Behavior Tree ta norikm
npuitHATTS pimeHb NPC HaBeeHO Ha PUCYHKY 4.
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Pucynoxk 4 — IIpuknax cxemu Behavior Tree ans NPC y rpi
«Breua»

VY m’aTomMy po3aini MoJaHo METOAMKY TECTYBaHHS Ta Pe3yJIbTAaTH
EKCIIEPUMEHTANBHUX JOCTiKeHb., ONMUCaHO TECTOBI CIEHH, MiAXiA 10
BuMiptoBaHHs npoayktuBHOCTi (FPS) 1 wacy peaxuii LI, a Takox Brums
kimpkocti NPC Ta ckjagHOCTi OTOYeHHS Ha CTaOLIbHICTH PoOOTH
cUCTeM. 3a TMiJICyMKaMH €KCIIEPUMEHTIB MOKa3aHo, 10 31 3pOCTaHHIM
HaBaHTaXeHHs cepenHiii FPS 3Hmxkyerbess mpubimzHo 3 155 mo 110
KaJpiB/c, a yac peakii LI 3anmmmaerscs MeHImM 3a 1 CeKyHIy B yCiX
NPOTECTOBAHMX KOHQITypalisx, M0 MATBEPKYE Mpale3aaTHiCTh
o0paHUX apXiTeKTYpHHUX pillleHb 1 NPUAATHICT MiJICHCTEM 0
HOAATBIIOT0 PO3BUTKY. ['padiune momaHHS pe3ynbTaTiB eKCIIEPHMEHTIB
11010 IPOAYKTHBHOCTI Ta yacy peakuii LIl HaBeneHo Ha pUCYHKY 5.
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PucyHok 5 — Pe3ynpTat eKCIepHMEHTABHOTO TOCIiIKEHHS
MIPOYKTHBHOCTI Ta yacy peaxitii 111

BHUCHOBKHA

Y umiomHii  poOOTI  BHpilIEHO 3ajady  peawmizamii  Ta
BIPOBA/DKEHHST KOMIT'I0TepHOi rpu «Brewa» na mmardopmi Unreal
Engine 5 3 BHKOpUCTAaHHSM KOMAaHJHOTO METOXY pO3pOOKH Ta
MOJIyJIbHOT ~apXiTeKTypu reimIuiedHux cucteM. OTpuMaHO —Taki
pe3ybTaTH:

1. mpoanarmizoBaHO aHp survival escape Ta BU3HAYEHO BUMOTH JIO
HENIHIHHOTO rerMILIEeIO, IHTEpaKTUBHOCTI CepeIoBHIIA "
noBeginkoBoro 111

2. obrpynrosano BuOip Unreal Engine 5 ta gouinbHicTh TiOpuIHOTO
nigxony C++/Blueprint 115t moegHaHHS POAYKTUBHOCTI i THYYKOCT;

3. cmpoekToBaHO apxitektypy rpu 3 moxyismu I, dpakiiiinot
B3aeMOJil, KBecTiB, iHBeHTaps, topriemi, Ul Ta data-driven
miacucreMoro Ha ocHoBl DataTables;

4. peainizoBano IllI-cucremy Ha 0a3i Behavior Trees, Blackboard, Al
Perception ta EQS, mio 3a0e3nedye KOHTEKCTHO-3aJIGKHY Ta aJIAITUBHY
noBeninky NPC;



5. po3pobneHo cucreMy Qpakmid 1 pemyramii, $SKa 3MiHIO€
JIOCTYTHICTh KBECTIB Ta TOPTOBO-/11aJIOTOBHUX CIICHAPIIB;

6. mobyzmoBaHo METOAUKY TECTYBaHHS Ta BHUKOHAHO
eKCIepUMEHTANBHY OIIHKY MPOAYKTHBHOCTI ¥ uacy peakuii LI, mo
MiATBEpAIIa TPUHHATHANA PiBEHDb MPOYKTHBHOCTI B TECTOBHUX CIICHAX.

TakuM 9yrMHOM, TIOCTaBJICHI 3aBJaHHS BUKOHAHI, @ METY AUILIOMHOT
poOOTH OCATHYTO.



