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APXITEKTYPH TA AJITOPUTMHU NNPUMHATTA PIIIEHDb HEITPOBUX IIEPCOHAXIB
Y KOMIT'IOTEPHHUX ITPAX

Cmamms npucesuena KOMIIeKCHOMY 00CTiOxiceHHI0 Mooeni nogedinkosux depes (Behavior Tree) ax incmpymenmy pea-
i3ayii wnyunoeo inmenekmy neiepogux nepconaoicie(Non-Player Character; NPC; Aeenm) y cyuachux komn 10mepHux i2pax.

OOIpyHMoBano axkmyaibHicms 3ACMOCY8AHHA IEPAPXIUHUX APXIMEKmMYp NPUHAMMA pilleHb Y KOHMeKCmi 3p0CmaHHs.
sUM02 00 THmepakmugHocmi, adanmuerocmi ma npagdonodionocmi nosedinku NPC. [lokazarno, wo cmpykmyposana mooens
Oepesa nosedinKy 3abe3neyye 1021uHy 6nopsaoKo8aicms Oitl aeenma, NPo3oputl Mexanizm npiopumemHoCHi ma MONCIUBICHIb
Macumaodysanus cucmemu 6e3 6mpamu KepogaHoCmi.

Y pobomi 3anpononosano gopmanizosary apximexmypy nogedinkogoeo 0epesa 3 GUOKPeMIeHHAM KOMNOZUYIUHUX 8Y3Ti6
muny Selector i Sequence, a makooic AUCMOBUX Y3116, WO peanizyloms KOHKpemHui Oii (nepeciioyeanns, amaka, RampynoeanHs,
OYiKysanHs). [lemanvHo npoananizoeano Mexauizm mpucmanHoi mooeni euxonauns (Success, Failure, Running) ma npunyun
tick-based oyintosanns, wo 3abesneuye peakmueHicms cucmemu y peanshomy uaci. Ocobausy yeazy npudiierno nodyoosi npi-
opumemmoi iEpapxii nosedinku, y medcax AKoi 6006l cyeHapii Maomy suuull Pi6eHb SHAYYWOCHI, A ATbMEPHAMUBHI CTNAHU
BUKOHYIONb PO (POHOBUX ADO pe3epHUX Oill.

IIpaxmuuny peanizayito modeni 30ilichero 6 cepedoguwyi Unity 3 euxopucmanuam mosu npoepamysanna C#. Vuixano-
HiCMb 3aNnPONOHOBAHUX Peani3ayii aneopummis, nousedc 6 a0anmueHocmi Kooy i ons inwux pywiie Ha 6asi mosu C++. [Ipeo-
CMAasNeHo NpUKIaou npoepamHol peanizayii 6a308020 KiACy 6y31d, KOMRO3UYIUHUX cmMpyKmyp ma iHiyianizayii Oepesd, wio
0eMOHCIPYIONtb BIONOBIOHICHIL MEOPEMUYHIUX NONOJCEHb PEANbHOMY NPOZPAMHOMY éminenHio. Tlokasano, wo 3anponoHosana
apximexmypa € MOOYIbHOIW0, POUUPIOBATLHOK MA NPUOAMHOI0 01 IHme2payii 8 i2posi nNPoeKmu PisHoi CKIAOHOCHI.

Ompumani pe3yromamu niomeepoNCyonts, wo noBediHKOBI depesa 003601A10Nb NOEOHAMU ANOPUMMIUHY CHIPOZICHb 13
CHYUKICIIO 2eUMOU3AIIHY, 3a0e3neuyroyu nepeddauysamy, aie B00HOUAC OUHAMIYHY NOBEOIHKY azeHmig. 3anpononosanuil nioxio
Modice Oymu GUKOPUCIAHUL Y HAGYATLHUX NPOMOMUNAX, THOI-NPOEKIMAX 1 KOMepYiliHuX PO3poOKAX, a MaKodic cy2y8amu 0CHO-
6010 015 NOOANLUUX 00CHIONHCEHb, N0 A3anux Behavior Tree.

Kitrouosi croBa: wimyunuii inmenexm, Behavior Tree, neieposuti nepconadic, nputinsmms piwens, ieposuti LI, Unity, C#,
C++, modynvra apximexmypa.

Iliash Y. Y., Rovinsky V. A., Heiko A. O. Algorithms and methods of adaptive behavior of non-player characters
in computer games

The article is devoted to a comprehensive study of the Behavior Tree model as a tool for implementing artificial intelli-
gence of Non-Player Characters (NPCs, Agents) in modern computer games.

The relevance of applying hierarchical decision-making architectures is substantiated in the context of increasing demands
for interactivity, adaptability, and realism in NPC behavior. It is demonstrated that the structured behavior tree model ensures
logical organization of an agent’s actions, a transparent prioritization mechanism, and the possibility of system scalability with-
out loss of manageability.

The paper proposes a formalized architecture of a behavior tree, distinguishing composite nodes such as Selector and
Sequence, as well as leaf nodes that implement specific actions (pursuit, attack, patrol, idle/wait). The tri-state execution model
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(Success, Failure, Running) and the tick-based evaluation principle are analyzed in detail, ensuring real-time system reactivity.
Particular attention is given to constructing a priority hierarchy of behaviors, in which combat scenarios have higher signifi-
cance, while alternative states serve as background or fallback actions.

The practical implementation of the model was carried out in the Unity environment using the C# programming language.
The uniqueness of the proposed algorithm implementations lies in the adaptability of the code for other engines based on C++.
Examples of programmatic implementation of the base node class, composite structures, and tree initialization are presented,
demonstrating the correspondence between theoretical principles and real software implementation. It is shown that the pro-
posed architecture is modular, extensible, and suitable for integration into game projects of varying complexity.

The obtained results confirm that behavior trees allow combining algorithmic rigor with game design flexibility, ensuring
predictable yet dynamic agent behavior. The proposed approach can be used in educational prototypes, indie projects, and com-
mercial developments, and can also serve as a foundation for further research related to Behavior Trees.

Key words: artificial intelligence, Behavior Tree, non-player character, decision-making, game Al, Unity, C#, C++,
modular architecture.

IocTranoBka nmpodsemu. Y XXI cTOMITTI KOMIT IOTEPHI irpH NEPETBOPUINCS 3 HILIEBOTO BUAY pO3Bar Ha
MOTYXKHY 1HIyCTPit0 HU(POBOTO KOHTEHTY, 110 OXOILIIOE MIIBHOHM KOPUCTYBadiB Y BCbOMY CBiTi. CTpiMKU poO3-
BHUTOK ariapaTHOro 3a0e3rnedyeHHs Ta MPOorpaMHUX TEXHOJIOTIH CIpHUsAB HE JIUILE 3pOCTaHHIO SIKOCTI irop, a i 3Ha4-
HOMY CIIPOILICHHIO Mpolecy ix po3poOku. CydacHi OS3KOMITOBHI Ta BIAKPUTI irpoBi pymmii, Taki sk Unity (C#),
Unreal Engine (C++) ta Cocos2dx (C++), HaiaoTh po3poOHUKAM IIUPOKHI HaOip IHCTPYMEHTIB JIJIsl CTBOPCHHS
IHTEpAKTUBHUX POEKTIB 0€3 HEOOX1THOCTI IITMOOKOTO 3aHypEHHS B HU3BKOPIBHEBE MPOTrpaMyBaHHs a00 pO3pOOKY
BJIACHOTO PYIIIisl 3 HYJISI.

3aBasKH 1[bOMY Oap’ep BXOMY B T€HMIEB CYTTEBO 3HU3UBCS: CTBOPEHHS irOp CTAJ0 TOCTYITHUM HE JIHIIE IS
BEJIMKUX CTYJIM, alie i JUIs 1HANBIyaIbHUX PO3POOHUKIB Ta HEBEITMKUX KOMaHI. [IpoTe pa3oMm i3 3poCcTaHHsIM Kijlb-
KOCTI IIPOEKTIB MiABUIIMINCS i BUMOTH 710 iXHBO{ sIKOCTi. CyJacHUH rpaBellb OUiKy€e HE JIUIIE 3aXOIIHBOTO CIOKETY
un puBabnuBoi rpadiky, a i CKIagHOro, JUHAMIYHOTO irPOBOTO MPOIIECY, MPOJYMAHUX MEXaHIK Ta pPeaniCTHIHOT
MOBEAIHKN MEPCOHAXiB. BaXIHMBOIO CKIag0BOIO (DOPMYBAHHS irpOBOTO JOCBIMY CTaja IHTEPAKTUBHICTH CEpeno-
BHINA TA 3[AaTHICTh IFPOBOTO CBITY pearyBaT Ha Jii KOpUCTyBaya.

OpHUM 13 KIIIOYOBUX IHCTPYMEHTIB 3a0e3IeueHHs] Takol IHTePaKTUBHOCTI € CUCTEMH LITYYHOTO 1HTEJEKTY
(II), o kepyroTh MOBEAIHKOIO HeirpoBUX mnepcoHaxiB. Came noseainka NPC 3Ha4HOIO MipOl0 BU3HAYa€ piBeHb
CKJIAIHOCTI TPH, 11 JUHAMIKY Ta CTYIiHb 3aHypCHHS T'PaBIl Yy BipTyaldbHUH cBIT. HemoctaTHhO mpogymaHuii abo
nependauyBanuid 11 3HWKYE 1HTEpeC 10 IpH, TOMAI SK aJaNTHBHA Ta JOTiYHA TMOBEAIHKA MMEPCOHAXKIB ITiBHUIIYE
peirpalenbHICTh 1 3arajbHy SKICTh MPOAyKTy [1; 7-9].

Cepen nijxonis j0 peanizanii irposoro I mmpoxoro momupeHHs: HaOynu moBeMiHKOBI JiepeBa (Behavior
Trees). Ll Moestb IPUAHSATTS PIllICHb TPYHTYETHCS HA 1€papXiuHiil CTPYKTYpi BY3JIiB, SIKI MOCTIIOBHO TEPEBips-
FOTh YMOBH Ta BUKOHYIOTH BiJIMOBiIHI Aii. KoxXeH By30I1 MOBepTae OUH 13 MOXKIIMBUX CTaHIB — YCITiX, HEBIady a0o
BHUKOHAHHS, III0 JI03BOJISIE THYYKO OPTraHi30BYBaTH JIOTIKY ITOBEHIHKM areHTa. [10BeIiHKOBI iepeBa BiA3HAYAIOTHCS
MPOCTOTOI0, HAOYHICTIO, MOAYJIBHICTIO Ta 3PYUHICTIO IHTETpallil B cy4acHi irposi pymii[3; 5-6].

[TapanensHo 3 HUMU nomynsipHoCcTi HaOyB miaxin Utility Al, abo Mmonens kopucHocTi. Ha BiiMiHy Biff 5KOPCTKO
CTPYKTYpOBaHUX JepeB pimensb, Utility Al nepenbadae ouiHIOBaHHS KOXKHOT MOXJIMBOI il 32 TIEBHOIO YUCIIOBOIO
(yHkuiero kopucHOCTI (utility). AreHT aHasi3ye MOTOYHUNA CTaH CEPEJOBHIIA, PO3PAXOBY€E 3HAUEHHS KOPUCHOCTI
JUTSI KOXKHOI albTepPHATUBU Ta OOWpaeE Ji0 3 HAWBUIIMM TMOKa3HUKOM. Takwii miaxij 3abe3mnedye OUThIN TUIaBHY,
aJIalITUBHY Ta KOHTEKCTHO-3a1exHy noseainky NPC[4; 10].

[Tonpu mMpoKe BUKOPHCTaHHs 000X MoOJeNe, MATaHHS iX e(eKTUBHOCTI, THYYKOCTI, MacmTaboOBaHOCTI Ta
JIOTBHOCTI 3aCTOCYBAHHS B PI3HHUX THIIAX Irop 3aJHINAETHCS aKTyaIbHUM. BUHUKAE HEOOX1THICTh MTOPIBHSIBHOTO
aHastizy noBeinkoBuX JiepeB Ta Utility Al 3 MeToro BU3HaYCHHS X TiepeBar, HeJIOIKIB 1 ONTHMAIBHUX cep 3aCToCy-
BaHHS B Cy4acCHHX irpoBHUX mpoekTax. Came 115 npodiiemMa i 3yMOBITIOE aKTyaJIbHICTh JTAHOTO A0CiDKeHHA[4-5; 10].

AHaJi3 JiTepaTypHUX JaHUX TA MOCTAHOBKA NnpodJaemu. [IpodieMaTrka CTBOPEHHS €PEKTHBHUX MOJIeNIEH
MPUAHSTTS PIICHb € OAHUM 13 KJIFOUYOBUX HAMPSAMIB fociikens y cdhepi Game Al. 3 po3BUTKOM iHTEPaKTHBHOCTI,
y KOPUCTYBa4iB 3pOCIH BUMOTH HIOJI0 aIallTHBHOCTI, MAacIITaO0BAHOCTI Ta PEaliCTUYHOCTI HEIrPOBUX MEPCOHAXKIB,
10 TIPU3BEJIO 0 aKTHBHOTO IMOIIYKY ONTUMAIIbHUX apXiTeKTyp KepyBaHHSI.

B po6ori M. Colledanchise Ta P. Ogren [5] onucano ocHosu 1o6ya0Bu Moeni nosexinku 1. Asropu
y3arajJbHUIN 3arajibHi NPpUHIUIKA T00yI0BU ToBeAiHKoBUX nepeB (Behavior Trees; BT), ¢popmanbHO onucanu ix
CTPYKTYpY, BIaCTHBOCTI Ta MaTeMaTU4Hi OCHOBH. Taky  caMy MmpoOieMy y3araJbHEHHS Ta aHalli3y Cy4acHOIO
crany po3ButKy BT posrmstaymu M. lovino Ta in. y mpami [10], xe mpoBeneHo IIHOOKUI OIS BUKOPUCTAHHS ITOBE-
JIHKOBHUX JiepeB y pobororexHilli ta irporomy 1. ¥ po6oti mpomreMoHcTpoBaHo, 1o BT 3a0e3neuyroTh MOITYIb-
HICTh, MAacCIITa0OBAHICTh Ta MOYIIUBICTH IOBTOPHOTO BHKOPHCTAHHS KOMIIOHEHTIB B TOPIBHAHHI 3 CKIHUCHHUMH
aBTomMaramu craHiB (FSM).

[TpakTH4HI acmeKTH 3aCTOCYBaHHS ITOBEIIHKOBUX JIEpPEB Yy PO3pOOI irop MpOJeMOHCTPOBAHO B JIOTIO-
Bimi A. J. Champandard [6], ne apryMeHTOBaHO JOIUIBHICTH iX BHKOPHCTaHHS JUIS pealtizaiii CKJIIHOI MoBe-
niakn NPC y cyuacHuX irpax. AHaJOTidHy NpoOieMy KepyBaHHS CKIIQTHICTIO i€papXiduHOi MOBEIIiHKHM arcHTIB

ISSN 2521-6643 Cucremu Ta Texnosorii, Ne 2 (72), 2026 105



y BEIHMKOMACIITAaOHHUX IrpOBHX MpoekTax po3mitHyB D. Isla mig wac po3poOku cuctemu LI mma rpu Halo 2 [7].
VY 1iif po6OTi NPOAEMOHCTPOBAHO MPAKTHYHI IIEPEBAry iEpapXidHUX CTPYKTYp IPUHHATTS pilieHb y AA A-TIpoeKTax.

3arabHi MiIXOAU 10 TOOYI0BU CUCTEM LITYYHOTO iHTENEKTY B irpax, BKIIOYHO 3 FSM, nepeBamu pilleHs,
MOBEIIHKOBUMHU JIEpeBaMU Ta INIaHYBaHHSAM, cucTemaTu3oBaHo B mpaiisix . Millington Ta J. Funge [8], a Takox
y 30ipHuKax S. Rabin [1; 9]. [lani [pkeperna po3nisaaoTh apXiTeKTypU KEpyBaHHs areHTaMH Ta aHATI3YIOTh iX edek-
TUBHICTB 3 [TO3UILIi MPAKTUIHOTO 3aCTOCYBAaHHS Yy TeMIEBI 3QJIC)KHO BiJl XKaHPY IPH.

V¥ nmomosizi K. Dill [3] po3misiHyTO alibTepHATHBHUAMN MiAX1 10 PUHHATTA pitneHb: Utility Al. ABTop npomnonye
BUKOPHCTAHHS TEOPil KOPUCHOCTI Il TIOOY/TOBH THYYKIIIIMX CHCTEM BHOOPY [iif; BUKOPHCTAHHS YHCIIOBOT OI[IHKH
JIO3BOJIUTH CTBOPUTH OULTBIN aJalTHBHY TOBEIIHKY, SIKa IJIABHO pearye Ha 3MiHM CTaHiB cepepoBuma. Podora [4]
M. Swiechowski Ta iH. IpOIOBKIIIA IEH HAIPSIMOK Ta PO3TIIAHYIIA podnemMarrKy kombinysanns Utility Al 3 anroput-
MoM Monte Carlo Tree Search, 1o npogeMoHcTpyBaio OiBITY CTpaTeridHy IMIMOWHY MOBEIHKN areHTIB Y Bieoirpax.

Taxoxx M. Buckland B cBoili mipatti [2] po3misiHyB KIaCHYHI MiAXOIU 70 peaizaiii MOBEIiHKOBIX MOJIEIICH,
30kpema FSM Ta kepyBaHHs Ha OCHOBI CTaHiB. BiH MpoeMOHCTpyBaB NpakTU4HI NPUKIAIN peaji3amii areHTis Ta
[IpOaHaNi3yBaB MepeBark if OOMEXEHHI PI3HOMAHITHUX apXiTEKTyp.

3riJHO BHIIE CKa3aHOTO, aHaJli3 OCTaHHIX JOCIHIHKEHb JEMOHCTPYE, LI0: MOBEAIHKOBI JepeBa € poope pop-
MaJli30BaHOI0 1 MacHITabOBAaHOKO ApXITEKTYPOIO JUls peanmizaiii ckiaaHoi nmoseainku NPC, kinacuuni FSM 3anm-
IIAIOTHCS aKTyaJIbHIMU JIJIs IPOCTHX CLIEHAPIIB, aje MaroTh oOMexeHHs Maciitadosanocti, Utility Al 3abe3meuye
OUTBII THYYKHH, HO B TOH %€ Yac KOHTEKCTHO-3aJIC)KHUN MeXaHi3M BHOOPY [IiH, a KOMOIHOBaHI MiIXOIHU J03BOJISIOTH
ITIJIBUIINATH aJJAITUBHICTH 1 CTPATETIYHY CKIIaIHICTh areHTIB.

HatomicTb, TOBEIIHKOBI JiepeBa TMPHPOJIHO MIATPUMYIOTh 1€pAPXIYHY CTPYKTYPY; PIOPUTETHICTH BUOOPY Ta
(opmMati3oBaHy MOCITIIOBHICTh BUKOHAHHS Hiif 3aBISKHU By3iaM Thiry Selector i Sequence. Lle criporrye macmtady-
BaHHS, Mo;:m(blKauuo JIOTIKH Ta MTOBTOPHE BUKOPUCTAHHS KOMITOHEHTIB.

OTXe, TOBE/IIHKOBI JlepeBa MOXHA PO3TIANATH AK 30aIaHCOBaHMN TIIXiJ, 110 noe/Hye CprKTypOBaHICTL
MOJYJIBHICTD 1 MPaKTHYHY 3PYYHICTh peaﬂ13au11 o i 06yMOBJ'I}0€ ix BHOIp y JIaHOMY JIOCITiKEHHI.

Meta pocaigxeHHsi. Po3BUTOK MeToniB opraHizanii apxitektypu noBeninkd NPC € ogHHMM i3 OCHOBHHX
HaMpsIMKIiB cy4acHOi irpoBoi po3poOkH. 31 3pOCTaHHSAM BHMOT 10 MPABAOMOMIOHOCTI B3a€EMOJIT MiX TpaBLEM Ta
HEIrPOBUMH TIEPCOHAKAMU TIOCTAE POdIeMa Y GOpMaTi30BaHUX, THYUYKHX 1 MACIITA00BAHUX MOJICIISIX IIPHUHHATTS
pimens. OnHieo 3 HalleeKTUBHIMIMX Ta MPOCTHX apXiTEKTYp € MOJENb MOBEAIHKOBUX JepeB, 0 3abesredye
lepapXivyHy JIOTIKY Jii Ta MPO30pUI MEXaHi3M KepyBaHHs CTaHAMU BUKOHAHHS.

VY 1poMy KOHTEKCTI TeopeTuuHe ocMuciieHHs Mozeni BT pa3om i3 ananizom ii mporpamuoi peamizaii 103B0-
JIsi€ He JIUIIEe TPOAEMOHCTPYBATH BiAIOBIAHICTh PAKTHIHOTO KOAY KOHIETITYaJILHIM ITOJIOKEHHSIM, a i chopmy-
BaTH y3arajbHEHi MiAXOIN 10 MPOEKTYBAHHS CHCTEM IrPOBOTO IITYYHOTO THTEIICKTY.

Takwii miaXia J03BOJISE PO3MISIATHA TTOBEIIHKOBI JepeBa HE JIMIIE SK IHCTPYMEHT pO3pOoOKH, a sk (opma-
JIi30BaHy MOJICNIb OpraHi3allil MOBEIHKH areHTa, 10 Mae sIK MPHUKIIAJIHEe, TaK 1 HAyKOBO-METOIUYHE 3HAYCHHS IS
PO3BUTKY CYYaCHUX CHCTEM irpOBOTO INTYYHOTO IHTEIICKTY.

TakuM YUHOM, METOFO JIOCIHIJKCHHS € aHalli3 MOJIEJIi MOBEIIHKOBUX JIEPeB sIK (hOpMalli30BAHOTO MiIXOLY 110
opranizanii nosexinku NPC Ta nocmipkeHHS ocoOnuBocTel ii mporpamHoi pearizanii B cucTeMax irpoBOro mryd-
HOTO 1HTEIEKTY.

BukJiajeHHsi 0CHOBHOro Marepiajay gociigaxedns. [1ig yac po3poOKH CUCTEMH IUTYYHOTO 1HTENEKTY IS
HEIrpoBOro NepcoHa)xa 0coOIMBa yBara NpuIUIIEThCS (POPMYBAaHHIO JIOTTUHO BIOPSIIKOBAaHOI, ependadyBaHoi Ta
MaciuTaboBaHoi nmoBeniHky. [loBeniHka areHTa MOBMHHA OJIHOYACHO pearyBaTH Ha 3MiHY CTaHy cepeloBuIla, 30e-
piraTe BHYTPILIHIO y3TOIKCHICTB 1 3a0e3MeuyBaTH MPUPOAHICTh B3aeMoii 3 TpaBieM. CaMe TOMy B MEXax JTOCIi-
IDKeHHs OyIto 00paHo Mozels oBeaiHKoBoro Aepesa (Behavior Tree) sik 0CHOBY apXiTeKTypH MPUHHATTS PillICHb.

[ToBeniHKOBE JIepeBO PO3IVISNAETHCS SIK IEpapXivuHa CTPYKTYPA, Y SKiil KOXKEH By30J1 IIPEJCTaBIIsie 00 JOT1UHY
oreparliro kepyBanss (Selector, Sequence), a0o KOHKpeTHY Ait0 uu niepeBipky ymosu (Node).

Taka cTpyKTypa JI03BOJISIE PO3IAUTUTH CKIIAHY TIOBEIHKY Ha HE3aJIeKHI MOy, IO MiABHIIY€E KEPOBAHICTh
CHUCTEMHU Ta CIIPOILYE 11 pOUIMPEHHS.

3anponoHoBaHa Mozenb(puc. 1) modynoBaHa 3a MPUHIUIIOM IPIOPUTETHO] i€papxii, 1e BepXHill piBeHb BU3HA-
Yae 3arajbHUIl KOHTEKCT MOBEAIHKY (00HO0BUIT a00 MACUBHUI PEKUMM), a HIDKYI PiBHI AETaNi3yI0Th KOHKPETHI il
areHra. Y 1bOMy MiIXOi JIOTiKa NPUHHATTA pilleHb (OPMYEThCS HE Yepe3 CKIAIHI BKJIAACHI YMOBHI OIepaTopu,
a yepes MOCIiIOBHY OLIIHKY BY3JiB JIepeBa.

CrpykTypa peaii3oBaHOi MOZEI CKIIAJaeThCs 3 TAKMX KOMIIOHEHTIB:

1. Kopenesuii By3on (Selector) — Bu3Hauae npiopuTeTHICTD MOBEIIHKH.

2. I'inka 6oitoBoi B3aeMoii (Sequence) — peari3ye JOTIKY «BUSIBICHHS — IEPECYBAHHSI —> aTaka

3. I'i;mka anmpTepHaTUBHOI TIOBEAIHKY (Selector) — 3a0e3neuye naTpymfOBaHHS a00 CTaH OYiKyBaHHS.

[TpuHImn podotn CEJICKTOPA MOIIsrae y TTOCITIIOBHIM TIEpERIPINl JTOYIPHIX BY3JiB 1 HOBepHeHHi TEPIIIOro CTaHy
Success abo Running. SIkmio Bci By3nu mosepTaroTh Failure, CEJEKTOP 3aBEePIIYETCS 3 BIJTTOBIZTHUM CTaHOM HEBJIAYi.

Sequence, y cBOIO Uepry, BUKOHY€E By3JIH MOCIIIOBHO 1 IPUNHHSAE BUKOHAHHA IpH nepmiomy Failure. ko
BCi BY3/IM BHKOHAHi YCIIIIITHO — ITOBEPTAETHCS Success, a AKII0 Xoda O oanH rnepedyBae y mporeci BUKOHAHHS —
Running.

106 Cuctemu Ta TexHouorii, Ne 2 (72), 2026 ISSN 2521-6643



Root(Selector)

Sequence Selector

MoveToEnemyNode AttackingEnemyNode PatrolNode IdleNode

Puc. 1. Cxema MOBEIIHKOBOTO JiepeBa

TakuM YMHOM, CTPYKTypa JepeBa peajidye YiTKy JIOTIKY MpPiOPUTETHOCTI: OOHOBA MOBE/IIHKA Ma€ BHIIHMA
MIPIOPHUTET 3a MaTPYJIFOBAHHS, a MaTPYITFOBAHHS — 32 OC3/isIIbHICTB.

KoxeH By30J1 TOBEpPTA€ OJIMH 13 TPHOX MOKIIUBUX CTaHIB:

1. Success — aist BUKOHAHA,

2. Failure — ymMmoBa He BUKOHaHa a00 JIisi HEMOXKIIBA,;

3. Running — xist TpuBae B vaci.

Lleii TpucTaHHMI MeXaHi3M 103BOMIs€ (DOPMATIi3yBaTH MOBEAIHKY areHTa siK AUCKPETHY CUCTEMY IEPEXOiB
Mix ctaHaMu. OIIHIOBaHHS 31MCHIOETHCS ITUKIIIYHO IT1JT Yac KOKHOTO Kaapy rpu (tick-based evaluation), o 3a6e3-
Meuye MOCTIHHUN KOHTPONIb HaJl TOTOYHOIO CUTYALIELO.

Hanpuxnan:

1. SIk110 BOpOT 3HAXOMUTHCS 11032 30HOIO TOCSHKHOCTI, By30J1 IIEpEMIllieHHs ToBepTae Running;

2. SIkiio Bopor JocsarHyTui — Success;

3. Slxmo Bopora Hemae — Failure, i crucTemMa mepexoIuTh 10 ATbTePHATHBHOT TUIKH.

Takwuii miaXij rapaHTye peakTUBHICTh CUCTEMH 0e3 HeOoOX1HOCTI 30epiraT CKJIaIHi TIT00aIbHI CTaHH.

Peanizanis mozgeni 3ailiciena B cepenoBuini Unity 3 BukopuctanusM MoBu C#. ApxiTekTypa moOyaoBaHa 3a
00’ €EKTHO-OPI€EHTOBAHUM TIPUHITUIIOM, Ji¢ 0a30BUM €JIEMEHTOM CHCTEMH € a0cTpakTHHH kiac Node, 1o Bu3Ha4Yae
3arajJbHUHN 1HTEpQEHC 11 BCIX THITIB BY3JiB.

public abstract class Node

{

public enum State { Success, Failure, Running }
public State state;
public abstract State Evaluate();

}

JlictTuHr 1 - peanisauis 6asoBoro knacy By3na(Node).

3anponoHoBaHa CTPYKTYpa BBOJUTH TPUCTaHHY MOJENb BUKOHAHHS (Success, Failure, Running), mo Bin-
noBijae knacuyHiil ¢popmamizauii Behavior Tree. Meton Evaluate() € moniMopdHuM 1 peaiizyeTbcsi B KOKHOMY
KOHKPETHOMY THUIIi By3Ja.

public class BTSelector : Node
{

private List<Node> children = new List<Node>();

public BTSelector(List<Node> nodes)
{

children = nodes;

public override State Evaluate()

{

foreach (Node node in children)

switch (node.Evaluate())
{
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case State.Success:
state = State.Success;
return state;

case State.Running:
state = State.Running;
return state;
case State.Failure:
continue;

}

state = State.Failure;
return state;

NicTuHr 2 - peanisauis knacy cenekTtopa.

public class BTSequence : Node

{

private List<Node> children = new List<Node>();
public BTSequence(List<Node> nodes)

{

children = nodes;

}

public override State Evaluate()
{

bool anyRunning = false;
foreach (Node node in children)

{
switch (node.Evaluate())

case State.Failure:
state = State.Failure;
return state;
case State.Running:
anyRunning = true;
break;

case State.Success:
continue;

¥

¥

state = anyRunning ? State.Running : State.Success;
return state;

NlictvHr 3 - peanisauyia knacy nocnipoBHOCTI.

public class MoveToEnemyNode : Node

{
protected BotController npc;

public MoveToEnemyNode(BotController npc)

{
this.npc = npc;
}
public override State Evaluate()
{

if (npc.isEnemyNear())

if (npc.isEnemyInAttackRange(npc.GetCurrentEnemy()))
{

}

else

{

return State.Success;

npc.MoveToEnemy(npc.GetCurrentEnemy());
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return State.Running;

}

return State.Failure;
NicTuHr 4 - peaniszauiAa By3na nepecnifyBaHHA MPOTUBHMUKA.

public class AttackingEnemyNode : Node

{
protected BotController npc;

public AttackingEnemyNode(BotController npc)

{
this.npc = npc;
}
public override State Evaluate()
{
if (!npc.isEnemyInAttackRange(npc.GetCurrentEnemy()))
return State.Failure;
else if (npc.isAttacking())
return State.Running;
}
npc.AttackEnemy(npc.GetCurrentEnemy());
return State.Success;
}
}

NictvHr 5 - peanisauyia By3na aTaku NPOTUBHMKA.

VYV Mexax po3poOieHoT apxiTeKTypu OOioBa MOBEiHKA MPEJACTABICHA SIK MMOCHIIOBHA KOMIIO3HIIIS BY3JiB
JiepeBa MoBe/IiHKK. BOHA BKIIFOYA€ TPU OCHOBHI CTaHHW: BHSBICHHS POTUBHUKA, 30JMKCHHS 3 HUM Ta 3/1HCHEHHS
aTaKw, 110 KOHIETITYaJIbHO OMHCYETHCS cXeMot: Busisnenns — HalOnwmxenHs — Araka.

public class PatrolNode : Node

{
protected BotController npc;

public PatrolNode(BotController npc)

{
this.npc = npc;
}
public override State Evaluate()
{
if (!npc.HasPatrolPoints())
{
return State.Failure;
if (npc.isMovingToPatrolPoint())
{
npc.Patroling();
return State.Success;
}
else
{
return State.Failure;
}
}
}

NlicTvHr 6 - peanisauyia By3na NaTpy/IOBaAHHA.
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Byson PatrolNode Biamnosinae 3a peamnizaliito maTpy/IroBaHHS: BiH MEPEBipsie HASBHICTD 33JaHUX TOYOK MapIll-
PYTY Ta iHILiIO€ pyX MK HHUMHU.

public class IdleNode : Node

{
protected BotController npc;

public IdleNode(BotController npc)

{
this.npc = npc;
}
public override State Evaluate()
{
return State.Success;
}
}

NicTuHr 7 - peanizsauia By3/1a NpPOCTOWBAHHA.

Byson IdleNode Bukonye ¢yHkIito pesepBHOi abo 6a30Boi moseninku. Bin moeptae cran Success, 3a0e3-
MEUYIOUHU 3aBEPILEHICTh JIOTIUHOI CTPYKTYPH A€peBa Ta FAPAHTYIOUH, 110 areHT 3aBX U NepedyBae y BU3SHAYEHOMY
CTaHi HaBiTh 3a BiICyTHOCT1 akTUBHUX Jii. Takuii miaxia popmye HinicHy iepapXito MOBEAiHKH, J1e 001O0Bi cleHapii
MAaIOTh BUIIUIA IPIOPHUTET, a MaTPYIIIOBAHHS i OYIKYBaHHS BUKOHYIOTH POJIb (DOHOBHX 200 allbTepPHATUBHUX [Iiil.

void Start()
if (npc == null)

Destroy(gameObject);
return;

}

List<Node> sequence_nodes = new List<Node>();
sequence_nodes.Add(new MoveToEnemyNode(npc));
sequence_nodes.Add(new AttackingEnemyNode(npc));
BTSequence sequence = new BTSequence(sequence_nodes);

List<Node> selector_childrens = new List<Node>();
selector_childrens.Add(new PatrolNode(npc));
selector_childrens.Add(new IdleNode(npc));

BTSelector selector = new BTSelector(selector_childrens);

List<Node> root_childrens = new List<Node>();
root_childrens.Add(sequence);
root_childrens.Add(selector);

root = new BTSelector(root_childrens);

}

NicTtuHr 8 - iHuunizauia pepesa.

OuiHwBaHHA noBejiHkM BipbyBaeTbcs y meToni Update():
void Update()

if (root != null)
root.Evaluate();

}

NlictuHr 9 - meTop Update() noBeaiHkoBoro nepesa.

Le peamnizye tick-based Mozemnb, IpH sKii AePEBO MEPEOLIHIOETHCS HA KOXKHOMY Kapi.

Iarerpanis Teopernunoi moneni Behavior Tree 3 mporpamuoro peamizariero B Unity JeMOHCTpYE BiIIIOBIiI-
HICTH KOHIIETITYaJIbHHUX MTOJIOKEHD 1 IIPAKTUIHOTO 3aCTOCYBaHHs. ApXiTEKTypa 3a0e3meuye:

1. CTPYKTYpOBaHICTb JIOTIKH;

2. YiTKy MPIOPUTETHICTH JIiH;

3. MOAYIBHICTD 1 PO3IIUPIOBAHICTH;

4. nependauyBaHy peaKTHBHICTH MOBEIIHKH.

BrutroueHHsT KOOBUX (PparMeHTIiB y JOCTIDKEHHS JI03BOJISIE HAOYHO IMiJTBEPANUTH, IO MOBEIIHKOBE JIEPEBO
BUCTYTIA€ HE JIMIIE TCOPETHMYHOI KOHCTPYKII€I0, a i e(EeKTUBHUM IHCTPYMEHTOM peai3allii CHCTeM irpoBOro
HITyYHOT'O 1HTEJICKTY.
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BucnoBku. Ha ocHOBI po3poOieHoi Mozesi npoJeMOHCTPOBaHO (opMaltizallito MOBEIIHKH irpoBOro 060Ta
y BUIJIA/I YITKO CTPYKTYPOBAHOT CUCTEMHU YMOB Ta Jiil. [lokazaHo, 1110 BAKOPUCTaHHS IepeBa MOBEIiHKY 3a0e3edye
MOJYJBbHICTh, MAaCIITA0OBAHICTh Ta MPO30PICTh JOTIKK MPUUHATTS PillleHb. 3alpONOHOBaHA CTPYKTYpa 03BOJISE
peanisyBaTy IPiOPUTETHICTH OBEAIHKH (00HOBa aKTUBHICTD), aJIbTEPHATUBHI CTaHU (MIATPYJIIOBAHHS) Ta PE3EPBHY
MOBEAIHKY (O4iKyBaHH), IO (POPMY€E THYUIKY MOJICIb pearyBaHHs Ha 3MiHY irpOBOi CHTYyaIlil.

OTpumaHi pe3yibTaTd MiITBEPIKYIOTh TOUUIBHICTE 3aCTOCYBAaHHS [TOBEAIHKOBUX JIEPEB y CydJacHIl irpoBiit
pO3po0IIi K €PEeKTHBHOTO IHCTPYMEHTY MOJICITFOBAHHS ITYYHOTO 1HTEJICKTY. 3alIpOITOHOBAHHUHI MMiJX1] MOXKEe OyTH
PO3IIMPEHUH IIISIXOM YCKIIQIHSHHS! YMOB MPUIHSTTS PIllIeHb, IHTETPaIlii CHCTEM OI[IHFOBAHHS CTaHY CEpeOBHIIA
a00 moeAHAHHSA 3 IHITUMHA MozessIMH irpoBoro LI, o cTaHOBHUTH MEPCHEKTUBY MONAIBIINX 0 CHTiKEHb.
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