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Oco001MBOCTI 32CTOCYBAHHS MO/ EJIi CKIHYEHHOI0 aBTOMATA IPH PO-
3po0ui KOMII'IOTEPHUX ITOp

BinHMIBKWI HAT[IOHATHPHAN TEXHIYHUNA YHIBEPCUTET

AHoTauis
Jocnioocyemvcst MoOenb CKiHUeHHO20 agmomamy 071 3a0ay NOKPAWEHHsL ITHMELeKMyalbHol N08ediHKU 00 €kmig y
Komn romeprux iepax. Onucano npuHyun Oii, pisHO8UOU Ma MOOUPIKAYII CKIHUEHHO20 A8MOMamy, 30KpemMa Ha OCHOBL
CmeKy, Wo € nepcneKmusHUM 0Jia peanizayii y Komn romepHiil 2pi.
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Abstract

The model of a finite state machine for problems of improvement of intellectual behavior of objects in computer
games is considered. The principle of operation, varieties and modifications of a finite state machine is described, in
particular on the basis of a stack that is perspective for implementation in a computer game.
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Beryn

Ckinuennuii aBTomat, abo finite state machine, € 00UHCITIOBAILHOO MOJISIIIIO, SIKA MOYKE OYTH BHUKO-
pHUCTaHa s iMiTallii TIOCIIiTIOBHOI JIOTiKH, 200, IHIIMMHU CIIOBaMH, JIJISl IPEJICTABICHHS 1 YIIPaBIiHHS MOTOKOM
BUKOHAHHS Jiii. CKiHYCHHI aBTOMATH MOXYTh OyTH BUKOPUCTAHI JUISl ITiABUILICHHS 1HTEJIEKTYaJIbHOCTI y Oa-
raTboX 00JIACTSX, BKJIHOYAIOUN KOMII' IOTEepHI irpu [1]. Y koM I0TepHHX irpax BiH J03BOJISIE CTBOPIOBATH Jie-
PEBO pillIeHb IS ITYYHOTO IHTENEKTY irPOBHUX 00’ €KTIB.

1. Mogens CKIHUEHHOTO aBTOMATa

CKiHYEHHHI aBTOMAT € MOJIEJUII0 OOYMCIIEHHS, [0 Ma€ OAWH a00 JeKiabka cTaHiB. OMHOYACHO MOXKE
OyTH aKTHBHUM Juile ojHe cTaH. Lle o3Hauae, mo MojeIh MOBUHHA TIEPEXOJUTH 3 OJHOTO CTaHy B iHIIWH,
100 BUKOHYBATH pi3Hi Ail. CKIHYEHHUM aBTOMAaTOM T1IIOTETHYHO MOXKe OyTH Oyb-SKUH MPUCTPil 10 3HAXO-
JUTHCS Y TIEBHOMY CTaHi y meBHUI 4ac. CTaH 3MIHIOBATUMETHLCS HA OCHOBI BXIJIHUX JaHUX, BAKOPUCTOBYIOUU
OTPUMaHHH Pe3yJIbTaT AJIsl BIPOBAKEHHS MOAANBIINX 3MiH [1].

OCHOBHMMH O3HAKaMH CKiHYEHHOI'O aBTOMATa €:

— icHye ¢ikcoBaHu# HaOip CTaHIB, B IKUX MOXKe OYTH MOJIEIb,

—  MOJeNb MOXe Tepe0yBaTH TUTBKH B OJJHOMY CTaHi OJIHOYaCHO;
—  MOJIeJIb OTPUMYE MOCIIAOBHICTh BXIIHUX JaHHX;

— KOXEH cTaH Mae Halip mepexosiB, KOXKEH Iepexij] MOB'sI3aHrui 3 BXiAHUMH JaHUMU 1 BKa3ye Ha
CTaH.



CkiHYEeHHI aBTOMATH MOIUIAIOTHECS Ha JCTEPMIHOBaAHI i HemeTepMiHoBaHi [2]. leTrepMiHOBaHUM CKiH-
yenHuM aBromatoM (JICA) € Takuii aBToMar, y SIKOMY JUIS KOJKHOTO BXiTHOTO CHMBOJY B KO)KHOMY CTaHi
noBuHHa OyTH ofHa nepexigHa Gynkuis. HemerepminoBanuii ckinuennuii aBromatr (HCA) € yzaranbHeHHSIM
nerepminoBanoro. Ha Bigminy Bix JICA, HCA He moBUHHI MaTH nepexiqHUX (GYHKIIH A1 KOXKHOTO CHMBOITY,
1 MOXXYTBh MaTH JIeKiTbKa (PYHKIIH TIepeXxoay B OTHOMY 1 TOMY X CcTaHi st oxHOro cuMmBoiy. Kpim Toro, HCA
MOXYTh BUKOPHUCTOBYBATH HYJIbOBI TTepexonu. HylIb0BI mmepexo/ iy J03BOISAIOTh MOAETI HEPEXOANTH 3 OTHOTO
CTaHy B iHIIWH 06e3 HeoOXiTHOCTI 3UUTYBAaTH CUMBOJ [2].

Haii6inem nomynsipauM crmoco6oM Moar@ikarii CKiHIeHHOTO aBTOMAaTy € CKIHYeHHWIH aBTOMaT Ha
OCHOBI cTeKy. be3 HbOro CKiHYeHHHI aBTOMAT He Ma€ KOHIeNii icTopii. BiH 3Hae cBiif moTo4HMii cTaH, ane
HE MO)Ke TIOBEPHYTHUCS JI0 MOMEPEeIHbOro cTaHy. Jns BupimeHHs miei mpobieMu, BUKOPHCTOBYETHCS CTeEK,
sixuit 30epirae enementu B ctuii LIFO (Last In, First Out), mo6 36epertu pi3ui cranu. e o3Hauae, 1o noto-
YHHUIA CTaH 3HAXOAWTHCS Ha BepmuHi creka. [1oTiM, Ko HeoOXiaHO TIepelTH 10 HOBOTO CTaHy, MU JOJa€EMO
HOBHH CTaH JI0 CTEKY, 1 [Ied CTaH CTa€ MOTOYHUM cTaHoM. [licist BignpalfoBaHHs il cTaHy, BiH BUITy4aeThCs
13 CTEeKy 1 MOMepe/IHif CTaH cTae MOTOYHUM cTaHoM [3]. IcHye neKinbka BapiaHTiB 3MiHU CTaHy 3 BUKOPHCTAH-
HSIM CTEKy, a came:

— BWIYYCHHS 13 CTEKY IIOTOYHOT'O CTaHy Ta JOJaBaHHS HOBOTO;
—  BWIYYCHHS 13 CTEKY IIOTOYHOI'O CTaHy;
— J0AaBaHHS HOBOT'O CTaHy JI0 CTEKY.

2. BukopucTaHHS CKIHYEHHOTO aBTOMATY Y pO3pOOIIi KOMIT IOTEPHUX irop

BukopucTaHHs MOJieNi CKIHYCHHOTO aBTOMATy Y IIPOJAOBKEHHI PO3pOOKH KOMIT FOTEPHOI I'pH Y KaHpi top-
down shooter, mo Oyma po3pobiieHa y GakanaBpChKii JUIIOMHIM poOOTI, TO3BOIUTE CYTTEBO MOKPAIMTH
MITYYHAN 1HTEIEKT BOPOXKHX JIJIs TpaBIls 00’ ekTiB. Ha maHWii MOMEHT MOBEiHKa BOPOTa CKIIAJAETHCS 3 TIBOX
OCHOBHHUX KOMITOHEHTIB. Lle Oe3mnepepBHMI MONIYK MUISIXY J0 PaBIs Ta MOYaTOK CTPLIBOU y pa3i 30poBOTo
KOHTAKTY.

3a IOMOMOT0I0 YBEICHHS 10 apXITEKTypH I'PH MOYJISl CKIHYEHHOTO aBTOMATy IUIAHY€ThCs OTPUMATH MO-
JKJIMBICTh 33J]aBaTH MHOKHWHY CTaHiB BOPOTa, YMOBH IEPEXOIY Mi’K CTAHAMU Ta BUOIp MPIOPITETHOTO CTaHy Y
pasi AeKITbKOX MOXKIMBHUX BapiaHTIB. Lle J03BOIMTH YCKIIaJHUTH TIOBEAIHKY BOPOTa, M0 Oye pearyBatu Ha
Oinpie yncino GakTopiB 3MIHU iIrPOBOTO CBITYy. Y SIKOCTI MPUKJIaLy MOKHA IPUBECTH CUTYaLi0, KO BOPOT
3HaXOJHUTHCS OJIM3BKO 10 MOKIMBOTO PUKPHUTTS BiJl KyJIb IPABII — OOYKH, MIIIKHU 3 TiCKOM. MOXHa yBECTH
BiJITIOBIJTHUI CTaH BOpOTa Ta MepeXij A0 CTaHy «XOBATUCS BUKOPUCTOBYIOUH IPUKPUTTS OPsy». [HIIMH mpu-
KJIaJ1 IepeXo/ly MK CTAaHAMH: CTaH «HU3bKUH PIBEHB 3/I0POB’S» => CTaH IOUIYK alTe4YKu», TOMIO.

BucnHoBku

Y pob6oTi pO3KpPHUTO TeMy CKiHYEHHOTO aBTOMaTy. Bu3HaueHo, 110 CKiIHUEHHHH aBTOMAT € O0UYHCIIIO-
BaJIbHOIO MOJICJUTIO AJISl IPEACTABICHHS 1 ypaBiHHs IOTOKOM BUKOHAHHA Aill. OnrcaHo pi3HOBUAM CKIHYEH-
HOTO aBTOMATy, a caMe JeTepMiHOBaHi Ta HeJIeTePMIHOBAHI CKiHYEHHI aBTOMATH Ta iX pizHuUIlo. [IpuBeneHo
HaOLIBII BUKOPUCTOBYBaHY MOAM(DIKAIIiI0 CKIHUEHHOTO aBTOMATY, IO JJO3BOJISIE CIIPOCTUTH KEPYBaHHSI CTa-
HaMH MalllMH{ HJIal04d OlTbIe MOXKIIMBOCTEH JUI 1boro. HaBejeHo TiiaH BUKOPHCTaHHS CKIHYEHHOTO aB-
TOMATy y POAOBKEHHI pO3pOOKH KOMI IOTEpHOI I'pH y *aHpi top-down shooter s mokpaiieHHs ITy4YHOTo
IHTENIEKTY BOPOXKHX 00 €KTIB y I'pl 4epe3 CTBOPEHHSI PEaKIliii BOpora Ha HOro MOTOYHHIA CTaH Ta MMOTOYHUH
CTaH IrpoOBOTO CEPEIOBHIIIA.
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