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Abstract

The article analyzes Utility-based and Learning Behavior Trees to optimize non-player character logic, focusing on
the balance between computational efficiency and adaptability. Mathematical modeling indicates that Utility
systems offer superior speed for simple agents but suffer performance degradation as complexity increases, whereas
Learning systems maintain stable execution times regardless of the action repertoire size. Consequently, the
research establishes that Utility approaches are optimal for basic entities, while Learning architectures provide the
necessary scalability for sophisticated adversaries in dynamic gaming environments.

CTpiMKHI PO3BHTOK iHAYCTpii KOMIT'IOTEPHUX irop MUKTY€ HOBi, MiIBUILIEHI BUMOTH JO peaicTH-
YHOCTI Ta ajantuBHOCTI HeirpoBux nepcoHaxiB (NPC). CydacHuii rpaBenb OYiKy€e Bill BipTyaJbHOTO CY-
MPOTHBHUKA a00 COIO3HMKA HE MPOCTO HabOpy 3a3majeriip MPONMHCAHWX CKPUTNITOBAHHUX i, a CKIAIHOI,
Herepen0avyBaHoi Ta KOHTEKCTHO-3aJICKHOT MOBEAIHKHA. Y 1bOMY KOHTEKCTI KJIACHYHI IMiJXOJH, TaKi SK
ckinuenHi aBromaty (FSM), MOCTYNOBO MOCTYNalOThCA MiCLIEM OUTbII THYYKHM Ta MacIITa0OBaHHUM apXi-
TEKTypaM, cepell SKHX KIIOUOBY IIO3UINI0 3aiiMaioTh JepeBa moBeniHku (Behavior Trees, BT).
AKTYaJIBHICTh JOCTIDKEHHS I1i€l TeMH OOyMOBJICHa HarajibHOIO HEOOXITHICTIO TOMOJIAaHHS IPOOIIeMH
KOMOIHATOPHOTO BUOYXy», NMPUTAMAHHOTO CKJIQJHUM JIOTIYHMM CHUCTEMaM, Ta MOIIYKY ONTHMAaIbHOTO
OanaHcy MK NPOAYKTHBHICTIO OOYMCIIEHb 1 MPaBIONOAIOHICTIO irpOBOTO IITYYHOTO iHTENeKkTy. lepeBa
MTOBEMIHKH BXKE CTaJIN Je-(DaKTO CTAaHIapTOM B IHIYCTpii, 30KkpeMa B romyssipaux pymrisx Unreal Engine Ta
Unity, 3aBAsSKH CBOIH MOIYJBHIH CTPYKTYpi, MOXIIMBOCTI IOBTOPHOTO BHKOPUCTAHHS KOIY Ta 3pY4HOCTI
JUIS TedMIM3alHepiB.

VY naniit pobOTI PO3TIAAAETHCS EBOIIOIISI METO/IB TOOYIOBU I€PEB TOBEMIHKH, SIKi KIACH(]IKYIOThCS
3a CTYIIEHEM aBTOHOMHOCTI Ta aJallTUBHOCTI, IIOYMHAIOYH BiJl KJIACHYHHUX CTATUYHUX JIEPEB 1 3aKIHIYIOUH
cHCTeMaMH 3 eJieMEHTaMH MallMHHOTO HaB4yaHH:. KiacuuHi mepeBa moBeiHKK 0a3yrOThCS Ha YIiTKO BH-
3HaYeHil iepapxii By3JiB, TAKHX SIK CEIEKTOPH, MOCTIJOBHOCTI Ta JIEKOPATOPH, IO JO3BOJISIE CTBOPIOBATH
JIETepMIHOBAHY JIOTIKY, iIeanbHy IS 3a1a4, Ie HoTpiOeH MOBHUH 1 TOUHHN KOHTpoIs Hax Aissmu NPC. Pos-
BUTKOM IIi€]1 KOHIIEMIIii € JiepeBa Ha ocHOBI kopucHocTi (Utility-based BTSs) — riOpuaHuii miaxis, mo iHTe-
rpye xouneniro Utility Al Oe3nocepeqHbo y CTPYKTYypy lepeBa. Y TakMX CHUCTEMax 3aMiCThb MPOCTOi
OiHapHOI JIOTIKM YCIiXy YX HeBJIavi BUOip KOHKPETHOI TJIKM TIOBEAIHKH BiI0yBa€ThCA HA OCHOBI 3Ba)KyBaH-
HS IPIOPHUTETIB Ta IIOTOYHUX MOTPEO areHTa, Mo 10/1a€ JisiM MePCOHa)ka 3HAUYHO OLTBINE JIFOSTHOCTITa Bapi-
aTuBHOCTI. Ha BepmmHi eBomrowii 3HaxoAATbcs AepeBa, mo HaBuaroThes (Learning BTs), ski Bukopu-
CTOBYIOTh aJITOPUTMHM MAIIMHHOTO HABYAHHS, 30KpeMa HaBYaHHS 3 MiAKPIIUICHHSAM, U1 JUHAMiYHOL
ONTHMI3aIii CTPYKTYpH nepeBa abo mapaMeTpiB OKpEMHUX BY3IIB Y PealbHOMY Yaci, JO3BOJISIOUN arcHTY
aJIanTyBaTHCA 0E3MOCEePEIHBO JIO CTHIIIO TPU KOpUCTyBada. JIOCHiPKEHHS CyKYITHOCTI IIUX METOJIB J0-
3BOJISIE BUSIBUTH HAaHO1LIbII e(hEeKTHBHI MiAXOAH ISl CTBOPEHHS IMEPCHUBHOTO iIrpOBOTO AOCBifY, 3a0e3medy-
04U PO3POOHMKIB TOTYKHUMH IHCTPYMEHTAaMH JUTS TIOOYIOBH IHTENIEKTYaIbHIUX CHCTEM HOBOTO TIOKOIIIH-
HSL.

143

Xapkis, Ykpaina IKTK-2025

04 — 05 2pydHs 2025 p.


mailto:mykola.pastushenko@nure.ua

Mi)XHapoaHa HayKOBO-TEXHIYHA KOHpepeHL,if

«IHOOPMALJIMHO-KOMYHIKALIMHI TEXHONOTII TA KIGEPBE3MEKA (IKTK-2025))»

[opisusuus Utility-based BTs (nepes nmoBeninku Ha OCHOBI kopucHocTi) Ta Learning BTs (nepes, 1110
HABYAIOTHCS) € 3ICTABJICHHSIM KOHTPOJIBOBAHOI PalliOHATIBHOCTI Ta aJanTUBHOI eBOIOIi1. ['0I0OBHA BiMiH-
HICTh y KOHTEKCTI pO3YMHOCTI TIOJISIrae B pUpoi NpuiHATTS pimeHs: Utility-based BTs mitoTh sik excriept-
Ha CHCTEMa, JIe PO3yM3aKJIaJIcHu# au3aifHepoM depe3 hopMyIr OmiHKY cutyartii. [{e 3abe3nedye ctabimpHO
BUCOKHI PIBEHb aJICKBATHOCTI, OCKUTbKU NPC 3aBxau oOupae JIito 3 HAMBUIIO KOPHUCHICTIO (HAIPUKIIA],
cxoBarucsi, 60 Mano 3710poB’st). Hatomicte Learning BTs neMoHCTpYIOTh pO3yMHICThUEpPE3 CITPOMOXKHICTh
3HAXOJUTH HECTAHIAPTHI PIIICHHS, SKI Au3aiiHep MIr He mependaunti. OxHak, skmo Utility-based miaxin
rapaHTye JoriuHicTh, To Learning BTs Ha eTanax HaBYaHHS MOXYTh MOBOJAWTHCS XaOTHYHO a0 MOMH-
JIKOBO, JIOKH HE 3HAaHAyTh ONTHMAaJbHY CTpPATerilo, 0 poOUTH iXHIO MOBEIIHKY MEHII HependadyBaHOIo,
ajie TIOTEeHIIHO OLTBII JIFOACEKOI0Y JOBrOCTPOKOBIH MEPCIEKTHBI.

[lomo mBHaKOCTI peakiii Ta mpoaykTuBHOCTI, Utility-based BTs BuMararoTh mocTiiHuX 00YUCIICHB. Y
KO’KHOMY KaJIpi a0o IMKJII OHOBIJICHHSI CHCTEMa MYCHUTh MepepaxyBaTH KOe(ilieHTH KOPUCHOCTI AJIs IO-
TEHIIHHUX MOiiA, 100 oOpaTu Havikpanry. Ynm Oinbine BapiaHTiB aiif y NPC, TUM CyTT€BIlINM CTac HaBaHTa-
JKEHHsI Ha TIPOIIECOp, X0Ua PEaKIlisi Ha 3MIiHH IrpoBOTO CBITY € MHUTTEBOIO. Learning BTs maroTh iHIITY
cnenugiky: SKIo Mojens Bxe HaBueHa (offline learning), BoHa mpaitoe Ha3BUYANRHO IBUAKO, OCKUTEKH
MPOCTO TPOXOAUTH MO Bxke chopmMoBaHOMy AepeBy. OmHaK, SKIIO MOBA e MPO HaBYaHHS B PEaTbHOMY
gaci (online learning), mo6 aganTyBaTHCS O TPaBIl, II€ CTBOPIOE 3HAYHE OOYUCITIOBAbHE HABAHTAKEHHSI,
sAKe MO)Ke TiepeBHuIlyBaTH BUTpatd Ha Ultility-cucTemMu, CIpHYMHSIOUN 3aTPUMKH Y TIPUHAHATTI PIllICHb Ha
crnabuomy oOnaaHaHHi.

Posrnsimatoun cuieHapiii, ie TpaBenp i€ 0JJHOMaHITHO a00 HE 3MiHIO€ TaKTHKY (HAIPHKIIAJI, MOCTIHHO
atakye 3 oxHiei Toukn), Learning BTs Marors Oe33amnepeuny mepepary. Taka cucTema 3 4acoM 3po3yMie-
naTepH rpaBls Yepe3 MEeXaHi3M MMOKapaHHs 3a BIACHI MOMWIIKU Ta MOYHE e(EKTUBHO KOHTPIATH (HAIpH-
KJaz, o0iiine rpasus 3 ¢aanry). Utility-based BT y taxiil cuTyauii Moxke CTaTH KepPTBOIOCKCIUIONTY: SIKILO
MaTeMaTndHa GopMysia Kake, 0 aTaka B JIoOOMae HAMBHUINNH NpiopUTET dyepe3 Oam3bKy Bifactanb, NPC Oy-
Jie pa3 3a pa3oM THHYTH OJJHAKOBO, JIOKW JM3aiiHep BPYYHY HE JOAACTh MapaMeTpu HyAbInado ImTpadu 3a
noBToptoBaHi aii. Tooro Utility-cuctemMa BuMarae py4HOro HaJIAIITYBaHHS Uit OOPOTHOM 3 OIHOMAHIT-
HICTIO, TOAI 5K Learning-cucreMa agantyeTbcs aBTOMATUYIHO.

VY curyartii 3 TOCBITYCHUM TPaBIEM, KU MOCTIHHO 3MIHIOE TAKTUKY, aalTyeThCs Ta i€ XaOTHIHO,
Utility-based BTs uwacto moka3yroTh cebe kpaiie Ta crabiipHime. OCKUIBKA BOHU OIHIOWOTH IMOTOYHUI
CTaH CBIiTy TYT i1 3apa3Ha OCHOBI WiTKHX KPHUTEPiiB, BOHM MUTTEBO PEaryrOTh Ha HOBY 3arpo3y aJeKBaTHOIO
Ti€r0, HE HaMararo4duch nepeadauntu MaOyTHe, a pearyroun Ha ¢akT. Learning BTs y Takomy muHami-
YHOMY Xa0Ci MOXYTh TIO4aTH r'yOUTHCS 200 HE BCTUTaTH HaBYATHCS. SIKIIO JiT TpaBIisd HAITO PI3HOMAHITHI,
HelipoMepexa UM aJlrOpUTM HaBYaHHS MOYKE HE 3HAWTH YiTKOI 3aJIe)KHOCTI, 1110 MpU3Bee A0 HeePeKTHBHOT
abo HaaTO 0OepexkHOoi MoBemiHKA. s eheKTHBHOI MPOTHIIT TaAKOMY TPaBIF0 CUCTEMi HaBYaHHS MOTPiOHA
BeJMYE3HA KUTbKICTh BHOIPOK TAaHUX, IKY HEMOXIIMBO OTPHMATH B paMKax OJIHI€T KOPOTKOT irpoBoi cecii.

Ttotal — saranbHuii yac, BUTpaYeHMIl HA IPUAHSTTS PILICHHS B OXHOMY Kapi

Thase — (ikcoBaHU Yac, SKUi BUKOHYETHCS HE3AJICIKHO BiJ] IPUHHATOTO PIillICHHS.

Tavg _ cepenHiil yac OTpiOHMI Ha OLIHKY Aii.

N _ kinbkicTs MOKITMBIX JIM TOCTYITHHUX arcHTY.
Topi 171 OLIHKM 3arajibHOTO 4acy CIpaBeIInBoo Oyne hopmyna:
Ttotal = Thase + k-N . )]

Posrnsimatorsest epeBa cepeHpol CKIagHoCTi Aiid B ymoBax BukoHaHHs 10, 50, 100, ta 500 nukmiB y
ITpOBOMY TIPOCTOpI, IPX CTATUYHUX MiSIX TPABIS, J€ BiH BUKOHYE 0 3 OMHOMAHITHUX i, Ta aJallTUBHUX
IIisIX TpaBlid, Jie BiH BUKOHYE 10 20 fiif, [uist 00’ €KTUBHOTO MOPIBHSAHHS Y PI3HUX ITPOBUX CUTYAIIsIX.

Pe3ynpTaTé BUKOHAaHHS TAaHMX CUMYJIALIH 1 iX 3arajbHUi yac npeacrasieHi y tadn. 1. Orpumani
pe3yibTaTH PO3paxyHKIB IMATBEPDKYIOTh 3a3Ha4YeHI CHJIBHI Ta ciabKi CTOpOHM 000X MOJenei Ta
JIEMOHCTPYIOTh BUTO/1y BUKOPUCTAHHS B Pi3HUX BUIAJKAX..

Taoauus 1. lToka3HMKHU Yacy B 32JI€:KHOCTI Bil BUOOPY JepeBa Ta KJIbKOCTI HUKJIIB

THH. z[epve Ba Ta K- 10 nmkiiBs 50 mKIB 100 uxkmis 500 Luknis
JIBKICTB Ji#
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Utility-based BT / 3 mii 0.53 ms 2.57 ms 5.13 ms 25.34 ms
Ei;hty'based BT 7200 3 45ms 16.53 ms 33.19 ms 166.31 ms
Learning BT / 3 gii 1.93 ms 8.14 ms 21.93 ms 84.7 ms

Learning BT / 20 miii 2.1 ms 9.96 ms 18.93 ms 97.65 ms

OtpumaHi AaHl BKa3ylOTh Ha MPSIMY 3aJI€KHICTh IIBHIKOII CHCTEM Ha OCHOBI KOPHCHOCTI BiA Ki-
JbpKOCTi Aii arenra. [Ipu po3mmpenHi Habopy AOCTYNMHUX omnepaiiil yac 0OpoOKM 3pocTae MPOMOPLIiHHO,
10 TIPU3BOJUTH 10 30UTBIIIEHHS 3arajlbHOTO HABAaHTAXXEHHS MPOTATOM TpHBajoi pobotu. Takuit po3monin
pecypciB BKa3ye Ha JOIUIbHICTE BUKOPUCTAHHS IIHOTO METOY JUIS TIPOCTHX 3a7ad 3 0OMEKEHUM BHOOPOM,
JIe BIJICYTHICTh CKJIQJIHUX TOYATKOBUX OOYMCIICHb JO3BOJISE OTPUMATH INBUAKHKA BiAryk. BomHouac
YCKJIAJHEHHS JIOTiKH TIEpPCOHAXKa CITPUYHHSIE ITOMITHE 3HW)KEHHS MPOAYKTHUBHOCTI Yepe3 HEeOOXiTHICTh TO-
CTIHOTO TIepepaxyHKy BCIX MOKITUBHX BapiaHTIB.

JlepeBa 3 BUKOPHCTaHHSM MAIIMHHOTO HABYaHHS JIEMOHCTPYIOTh CTay IIBUAKICTH POOOTH, sIKa Maii-
K€ HE 3MIHIOEThCS MPH 301LIbIICHHI BapiaTUBHOCTI 1ild. 1li cuctemMu MaroTh ikcoBaHMI MOPIT BXOIY Yepe3
TMOCTiiHI BUTpaTH Ha 00pOOKY JaHWX HEMpOMEpexkero, MO poOUTh iX MEHI IIBUIKAMH JUIS MPOCTHX 3aB-
JTaHb TTOPIBHSIHO 3 MonepeaHiM MeToaoM. OmHaK 1151 0COONMBICTh CTAE TMIEPEBArOI0 Y CIIEHAPIAX 31 CKIIAAHM -
MU MEPCOHAXKAMHU. 31 3POCTAHHSIM KIIBKOCTI LUKIIB CUMYJISIII Ta PO3MIMPSHHSAM TAKTUYHOTO apCeHATY
nepeBara nepexoIuTh BiJl MPOCTUX alTOPUTMIYHHX OOYUCIIEHD 10 CTAOUIBHUX MOJEJIEH, 10 T03BOJISE Mif-
TPUMYBATH PIBHOMIPHY YacTOTY KaJpiB HE3aJEKHO BiJl HACHUEHOCTI irpOBOTO TIPOIIECY.

Ha mixcraBi mpoBeseHO aHallizy BCT@HOBJIEHO, IO JOIUIBHICTP BUKOPHCTaHHS KOHKPETHOI apxi-
TEKTYPH BU3HAYAETHCS KUIBKICTIO MOMJIMBUX il irpoBoro mepcoHaka. CUCTeMH Ha OCHOBI KOPHCHOCTI
BUSIBJISIFOTh BUCOKY €(eKTHBHICTh IS MPOCTUX areHTIB 3aBISKW IIBHAKOMY BIATYKY, aje BTPavyaroTh
MIPOAYKTUBHICTh MPY YCKJIAIHEHH] JOTIKH 4Yepe3 HeoOXiTHICTh TMOCTIHHOTO TepepaxyHKy BapianTiB. Hato-
MICTb MiIXOJ¥ 3 BUKOPUCTAHHIM MAIIMHHOTO HABYAHHS, MAlOYH BUIIII [TOYATKOBI BUMOTH JIO PECypCiB, 30e-
piraroTh crayly MBUAKICTE OOpOOKM HE3aJeKHO BiJ MacmTaOyBaHHS apceHaly i, IO POOHTH iX
ONTUMAJIFHAM BHOOPOM JJIsl CTBOPEHHS CKJIQJHUX Ta aAANTHBHAX CYIPOTHBHHUKIB.
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