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Anomauin

Y pobomi npeocmasneno amaniz ocobnueocmetl inmezpayii inghopmayiinoi mexuonoeii Ons inmenrekmyanizayii
83a€MO0II I2poBUX nepcoHadicie 6 izpose cepedoguuje. Pozensanymo apximexkmypy mexnonozii ma npoaHanizosano it
KIF0408i KOMNOHEeHmMU, ceped AKUX MOOYIb KePYBAHHS 83A€MOOIEI0, eKCnepmHi cucmemu niobopy noeediHKu ma peaxyii
i2pOBUX NEPCOHAICI8, A MAKOIC MOOYIb KANIOPYBaHHS IX ocobucmicHux puc i 8ioHocul. Busnauerno eumoeu 00 icposoeo
cepedoguwia ma 00MmedCceHHs, SKI HeoOXiOHO epaxosysamu nid uac inmeepayii. Ha ocnogi npogedenoco auanizy
chopmosaro Komniekc emanis, wo OXONIOE Ni020MOBKY MOOeNi NePCoHadica, iHmespayilo mexaniamie adanmayii ma
mecmy8anus 63acMo0iil y KOHmeKcmi ieposozo npoyecy. 3anpononosanuti nioxio modce Oymu GUKOPUCMAHUY iePOBUMU
cmyOismu 0151 BNPOBAONCEHHS DLIbUL PeaniCmMUYHOL, OUHAMIYHOT Ma a0anmueHoi NOBEOIHKU I2POBUX NEPCOHAICI8 be3
HeoOXIOHOCMI THIYIIOBAHHA PO3POOKU AHANOLIYHUX MEXAHIZMIS.

KuiouoBi ciioBa: Bijieorpa, MyJibTHAreHTHa CUCTEMa, EKCIePTHA CHCTEMA, B3aEMOJIIi irpOBHUX MEPCOHAXKIB, iIrpOBUI
MIEPCOHAXK, iIrPOBE CEPETOBHIIIC.

Abstract

The paper presents an approach to integrating an information technology designed for the intellectualization of game
character interaction into a game environment. The architecture of the technology is examined, and its key components
are analyzed, including the interaction management module, expert systems for selecting character behavior and
reactions, as well as the module for calibrating personality traits and interpersonal relations. The requirements for the
game environment and the constraints that must be considered during integration are identified. Based on the conducted
analysis, a sequence of actions has been formulated, covering character model preparation, integration of adaptation
mechanisms and testing interactions within the game context. The proposed approach can be used by game development
studios to implement more realistic, dynamic, and adaptive character behavior without the need to develop similar
mechanisms from scratch.

Keywords: video game, multi-agent system, expert system, game character interactions, game character, game
environment.

Beryn

B TemepimHiii yac irpoBa iHIYCTpis CTHKA€TbCA 3 NPOOJIEMOIO CTarHalii KOMIT IOTEPHHUX IFPOBHX
cepenoBHIl]. X04a HA PUHOK BUXOIUTH JeAani Oinblie KOMIT IOTEPHUX irop i3 MMPOKUM HabOpOM irpoBUX
MeXaHiK, OUIBIICTh 3 HUX NPOAOBKYE BUKOPHUCTOBYBaTWM Hallepel BH3HAueHy, mependauyBaHy MOBEAIHKY
IrpOBUX MEPCOHAXIB. Y Pe3yabTaTi IepCOHaXi AEMOHCTPYIOTh OJHOTUITHICTh, HE 31aTHI aAaNTyBaTUC 10 3MiH
irpoBOTO CBiTYy Ta HE POPMYIOTH TOBHOIIIHHOI COL[ia/IbHOT TUHAMIKH, 10 HETAaTHBHO BIUTUBAE HA 3aHyPEHHS Ta
3arajJbHUN JOCBiJI TPaBIAL.

Hns momonanHA LMX OOMEXEHb IrpoBi CTymii 3MyIIEHI CaMOCTIHHO MPOEKTYBAaTH CKIAAHI CHUCTEMH
NPUAHATTS pillleHb, MO MoTpedye 3HauHMX 4acoBHUX 1 (iHaHCOBUX pecypciB. Pospobnena indopmauiiina
TEXHOJIOTiA AJIsl iHTeJIeKTyati3amii B3aeMOIil irpOBUX MEPCOHAXIB J03BOJISIE CYyTTEBO 3MEHIINTH BUTPATH Ha
CTBOPEHHsI NOAIOHMX MeXaHi3MiB, 3a0e3Meuylourd aBTOMAaTH30BaHE ()OPMYBaHHS aJalTHBHOI IMOBEIIHKH
3aJIe)KHO BiJl KOHTEKCTY B3aemonii. Bomnowac inTerpaumisi maHoi iHpopmaniiiHoi TexHomnorii B irpoBe
cepenoBHILEe NOTpedye JOAATKOBOTO aHai3y, BpPaXOBYIOUH apXiTEKTypy pyLIis, 0OMeXeHHs TPOAYKTHBHOCTI
Ta BIIACTUBOCTI CUCTEMH MEPCOHAXKIB.



Mertoro nociikeHHS € aHani3 iHopMmauiiHOiI TeXHOMOril IUIA iHTeNeKTyami3alii B3aeMomii irpoBHX
MEPCOHAXKIB Ta BU3HAUCHHS KOMILIEKCY i, HeoOXiMHUX I 11 epeKTUBHOI iHTETpallii B irpoBe CEpPEIOBHIIIE.

OcCHOBHA YaCTHHA

Hns sxicHoi iHTerpanii iHdopManiiiHOT TeXHONOTIi iHTeneKTyami3auii B3aeMOZil irpOBHX IEPCOHAXKIB
CTHOYaTKy HeOoOXiAHO PO3MISHYTH ii apXiTeKTypy, 00 3pO3yMiTH, 3 SIKUX MOAYJIB BOHA CKIANAETHCS Ta K
caMe BOHHU B3a€MOJIIOTH Mixk cO0OI0.

B ocHOBI iH(pOpMaIIiifHOT TEXHOIOTI] € MOYJTh KEPYBaHHS B3a€EMOJIIET0, SIKUH BIAOBITAE 32 KOOPAUHAILIIO
pobotu iHmuX MoxymiB. Kpim Toro, nieit Momysb Hanae iHTepdelic B3aeMoaii A1l CUCTEMH KOPHCTYBaua, sIKOI0
B JaHOMY BUTIQJIKy € iIrpOBE CEPEAOBUILE PO3POOHHKA.

st ompallfoBaHHS JIOTIKM B3a€MOJii BUKOPUCTOBYIOTBCS TPH OKPEMi MOJYIli: €KCIEpTHAa CHCTeMa IS
nigdopy MOBEOIHKH irpPOBHUX MEPCOHAXIB, EKCIIEPTHA CHCTEMa AJIsl MiAOOPY peakiii irpoBUX MEPCOHAXIB Ta
MOZYJb KaliOpyBaHHSA OCOOUCTICHUX PUC 1 BITHOCHH IrPOBHUX MEPCOHAXKIB.

ExcnieptHi cuctemu 11 minbopy MOBEAIHKH Ta PeakLii JO3BOISIIOTH BU3HAYUTH THITI IOBEAIHKY 1HiLlIaTopa
B3aeMoAii Ta THIl peakuii pecrnonaeHTta. JlaHi cHUCTeMH NOKIanalOThCs Ha i1HQOpPMALil0 NMPO HACTPIH,
0COOHUCTICHI pHUCH Ta BITHOCHHH iIrpoBUX NepcoHaxiB. Takuii ciekTp mapaMeTpiB Jae 3Mory opMyBaTu 011
peasicTU4Hy B3a€MOiI0, OCKUIBKM IMEpCcOHaxi HaOyBalOTh iHAWBIAyaJIbHHX PHUC XapakTepy, sIKi MOXYTh
Oe3nocepenHbO BIUIMBATH HA JOCBiA IPaBIIsl.

Monynp KanmiOpyBaHHA OCOOMCTICHMX pPHC Ta BiJHOCHH 3a0e3ledye IHTENEKTyaJlbHY CKIIaJ0BY
iH(pOpMAaLIHOT TEXHOIOTIi, OCKIJIbKH BiH JO3BOJISIE MEPCOHAKAM aJaNTyBaTHCs B Pe3yJIbTaTi B3a€EMOIH OJMH
3 OOHUM. TakuM YMHOM, IEPCOHAXI1 3aTHI 3MiHIOBAaTH CBOI PUCH Ta 1HILIIOBATH B3a€EMOi1l pPi3HOTO THUITY.

VY3arangpHeHa CTPYKTypHa cxeMa iH(popMaliiiHOT TeXHOJIOTii HaBeJeHa Ha PUCYHKY 1.
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Pucynok 1 — Y3aransHeHa CTpyKTypHa cxeMa iH(GOpMAIiHOI TeXHOJOT1i UI iHTeNeKTyai3amnii B3aeMoii irpoBUX MEPCOHAXIB

[lepen inTerpamiero iHdopmauiiHoi TeXHOMOTI] HEOOXiAHO BPaxOBYBaTH HU3KY BHUMOI Ta OOMEKECHb.
Hacammnepen, TexHOMOTI10 OY10 pO3p00IeHO 3 BUKOPUCTAHHAM irpoBoro pyurist Unity Ta MOBU TPOrpaMyBaHHS
C#, mo oOMexye MOXIHUBICTD Ii iHTerpamii JMIIe THMHU NPOEKTaMH, SKI BHUKOPHUCTOBYIOTH 3a3HAuyeHi
TeXHOJOT1yHi 3acobu. KpiM Toro, ekcriepTHi cucteMu (DyHKLIOHYIOTH Ha OCHOBI IONEpPENHBO cPopMOBaHIX
0a3 3HaHp [1], 10 BU3HAa4Yae piBeHb BapiaTHBHOCTI PE3yJbTaTiB MigOOpYy MOBEIIHKH Ta PeakLid irpoBUX
MEPCOHAXIB.

[Tixg vac iHTerpawii TakoX CIiJ BpaxOByBaTH NOTEHLIHHE 3pOCTaHHS HaBaHTAXCHHS HA IrPOBHU pyLIii y
pasi 3HAuHOI KITBKOCTI MepcoHaxiB. OCKIIBKH KOXKHA B3a€MOIisi 00pPOOISIEThCS eKCIIEPTHUMU CUCTEMaMH,
HaJIMipHa KiJIbKICTh aKTUBHHMX arcHTiB MOXKE MPHU3BECTU A0 NaliHHs MPOAYKTHUBHOCTI. TOMy peKOMEHAOBAHO



00MeKyBaTH KUTBKICTh OJHOYACHO MPHUCYTHIX Y cieHi nepcoHaxiB A0 20-30, mo6 3abesneuutn ctabinbHy
po0OTy CUCTEMH.

Hns inTerpaunii iHpopMamiitHOT TeXHOJOTii iHTeNeKTyami3alii B3aeMoaii irpoBUX MEPCOHaXIB HEOOXiTHO
JIOTPUMYBATHCS ITEBHOTO KOMIUICKCY [IiH (eTariB).

[lepmmM eranom € po3poOKa BIACHOTO KJacy YIPaBIiHHS IrPOBHM HEPCOHAKEM, SIKMM HacIimye Kiac
PersonaBehaviour. Takuii ki1ac noBuHeH peaiizoByBatu Metoau OnlnitiatorDecision, OnResponderReaction,
OnlnitiatorComplete Ta OnResponderComplete. 1{i MmeTomu 3a0e3meqyoTh B3aEMOIiI0 MK iH(OPMAIIITHOIO
TEXHOJIOTI€I0 Ta IrPOBUM CEPEIOBUIIEM KOPUCTYBada: TEXHOJIOTis BU3HAYa€ JIOTIKY MOBEAIHKU Ta pEaKiii,
TOAI SIK peari3alisi po3poOHKKa BiAMOBIIA€E 3a BizyalbHE Ta irpOBE BiATBOPEHHS PE3yJIbTAaTiB.

Hactymaum etamom € po3poOka kiacy 3amycky B3aemomidd. lleii kimac moBHHEH OTpUMYBaTH 00’ €KTH
IrpOBHX MEPCOHAXIB 1 1HINIIOBAaTH MPOLIEC B3a€MOIi IUIIXOM BHKIUKY MeToay Runlnteraction y inimiatopa.
AnbTepHaTUBHO, (PyHKIIS 3aIyCKy B3aeMOZii Moxke OyTu Oe3nocepeqHbO IHTErpoBaHa B pO3pOOSICHUN Kiac
YIpaBIiHHS ITPOBUM HEPCOHAKEM.

OcTaHHIM €TanoM € BIPOBaKEHHS CTBOPEHOTO Kilacy B irpose cepemoBuile. KoxkHOMY mepcoHaxy Ha
CIIeHI HeoOXiTHO 3a/1aTH NIOYaTKOBI 3HaUEHHsI HOTO BHYTPIIIHIX XapaKTEPUCTHK:

e  HacTpolo (LIAacIUBUH, 3aJOBOJICHUH, HEUTPAILHUM, TPUBOKHU, PO3APATOBAHUIA),

e  0cOOHMCTICHUX pHUC, IpeACTaBIeHNX Yy ¢opmari mect napamerpiB mozxeni HEXACO [2],

e  THITy BiJHOCHH (APYT, KoJiera, He3HalloMellb, CyTIepHUK, BOPOT),

e BimHocuH, omucaHux Moneuto Affiliation—Dominance [3], ska € OiIbII OpPIEHTOBAaHOK Ha
MIDXKIEPCOHAIILHY B3a€EMOJIII0, a HE JIUIIEC Ha OCOOMCTICHI PUCH.

[Ipu 1pOoMy BIIHOCHHM 3aJar0THCS OKPEMO IJISi KOXKHOTO IEpPCOHaKa Ha CLEHi, (GOpMYyIOuH MeEpexy
3B’S3KIB, 1[0 BU3HAUA€ XapaKTep MOAaIbIINX B3a€MOIN 3 KOKHHUM 13 3alaHNX nepcoHaxis. [1pu B3aemonii 3
MEPCOHAXEM, KU He OyB MOTEPEIHBO 3a/laHu, 3a1a€Thcs 0a30BUiA HAOIp 3HAYCHB MMOKA3HUKIB BiIIHOCHH.
3HaueHHs IMX XapaKTEPUCTHK MOXKYTh 3MIHIOBaTucs y mpoueci podotu iHdopmaiiiiHOi TEeXHOMNOrii, Mo
3a0e3neuye JUHAMIYHICTh CUMYJISLIT.

[Ipuknan MOBHICTIO HAJIAIITOBAHOTO iIrPOBOTO MEPCOHAKAa HABEACHO Ha pHC. 2.
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Pucynok 2 — IIpukiam HOBHICTIO HAJAMITOBAHOTO ITPOBOTO TIEPCOHAXKA

TakuM 4uHOM, CHOPMOBAHUI KOMIUIEKC Al CTBOPIOE LNICHY Ta MOCTIJOBHY OCHOBY Ul iHTerparii
iHpopMaiiiHOT TeXHOJOTii iHTeneKTyami3amii B3a€eMOIii IrpOBHX TMEPCOHaXIB OE3MOCEPEAHBO B irpoBe
cepemoBHILEe. 3anpornoHOBaHUH MigXi He Juile 3a0e3neuye KOpekTHY poO0Ty OKpeMUX MOIYJiB TEXHOJIOTII,
a 1 rapaHTye iX y3TrOMKEeHY B3a€MOIIO 3 €IEMEHTaMH irPOBOI JIOTIKH, IO Y MiICYMKY A03BOJISIE PO3POOHUKAM
e(eKTUBHO BIIPOBAKYBAaTH PEAICTHYHY ITOBEIIHKY irPOBUX IIEPCOHAXKIB.



BucHoBkn

Y Xomi MOCHIJKCHHS BCTAHOBJICHO, IO iHTErpaiis iHGOpMAaIiifHOT TEXHOJOTIi JUIsl iHTeNeKTyai3arii
B3a€MOJIi IrPOBUX MEPCOHAXIB € CKIAJAHUM OaraTopiBHEBUM 3aBHAaHHIM, sSKe MOTpeOye Y3TOmKEeHHS
apXiTeKTYypH IrpoBOrO CEPEAOBHUINA 3 BHYTPILIHBOIO JIOTIKOIO pPo3polieHoi iHdopMamiiHoi TeXHOOril.
OckibKH cucTeMa BKIIIOYa€ eKCIIEPTHI CUCTEMH MTiA00PY MOBEAIHKH Ta pEakKiiil irpoBUX MEPCOHAXKIB, a TAKOXK
MOZyYJb TMHAMIYHOTO KaJiOpyBaHHS OCOOMCTICHUX PHUC 1 BITHOCHH, e()eKTUBHICTH 1 pOOOTH 3HAYHOIO MipOIO
3aJICKUTh BiJl TOTO, HACKIJIBKH KOPEKTHO CHCTEMa KOPUCTYBada MiATPUMYE Mepeaady CTaHiB, 00poOKy momii
Ta OHOBJICHHS XapaKTePUCTUK IIEPCOHAXKIB Y pealbHOMY Yaci.

Po3poGneni mMomymi JeMOHCTPYIOTh €(DEKTHBHICTH y CEpEAOBHINAX i3 MOMIPHOIO KiJBKICTIO irPOBHX
MEPCOHAXIB, JIe¢ BAXKIMBY pPOJIb BINIrparOTh CTaJiCTh YacTOTH KaApiB, CTaOLMBbHICTH OOYHCIIOBAIBLHOTO
HaBaHTA)XKEHHSI T4 MOXKJIMBICTh 3a0e31eueHHs Oe3KOH(IIIKTHOT B3a€EMOi1 Mi>K KOMIIOHEHTaMH irpOBO1 JIOTiKH.
PazoM i3 THM, TOBHOILIIHHA iHTETpallisl MOTpedye BpaxyBaHHs OOMEXEHb €KCIIEPTHUX CUCTEM, 30KpeMa iXHbOI
3aJIe)KHOCTI Bin 0a3 3HaHb, 1[0 BMU3HAYa€ BapiaTUBHICTh MOBENIHKM Ta peakiiil irpoBHX IMEPCOHAXIB y
PI3HOMaHITHUX IrPOBHUX cLeHapisx. Bucoka KinbKicTh OMHOYACHO aKTUBHHX MEPCOHAXIB MOXKE MPU3BOAUTH
710 3pOCTaHHS YaCOBUX BUTPAT Ha OIPALIOBAaHHS B3a€EMOIiH, 110 HAKJIaJa€ IPUPOIHI OOMEKEHHS Ha MacIITad
CUMYIIALLI.

Takum ymHOM, ycmimiHa iHTerpauis iHQOpPMAaLiiHOI TEXHOJOTrii MOBHHHA 0a3yBaTHCS Ha PETEIHLHOMY
aHaJIi3i MOXJIMBOCTEH irpOBOTO PYIIisl, XapaKTEPUCTUKHU LiIBOBOTO irPOBOTO MPOEKTY, OUiKYBaHOI KiJIbKOCTI
IrpOBUX MEPCOHAXKIB, YaCTOTH B3a€MOAINA Ta BHUMOT A0 OOYHCIIOBAIbHOI MPOAYKTHBHOCTI. 30anaHcoBaHe
BpaxyBaHHs HUX (HaKTOPiB T03BOJISIE TOCATTH ONTHMAIBHOI SIKOCTI CUMYJISILIT HOBEAIHKY IrpPOBUX MEPCOHAXKIB
Ta 3a0e3MeUnTH peaicTHIHy Ta KOHTEKCTHO OOIPYHTOBaHY B3a€EMOIIO iIrpOBUX EPCOHAXKIB.
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