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MVYJBTUATEHTHI CUCTEMMU JJIS1 CUMYJASIIT CKJIATHUX
COIIAJTBHUX B3AEMO/IIN NPC

Cmammio npucesiyeno po3poonentIo KOHYenmyaibHux 3acao nobyoosu MynbMuazeHmHux cucmem Oas CUMYIAYID
CKAAOHUX coyianbHux 83aemodiil neieposux nepconadicie (NPC) y ideoiepax 3 6i0Kpumum cgimom. Axmyanvuicms 0ocui-
00fCeHHs 3yMOBIIeHA CYNEPEeYHiCMI0 Midc nompeboro 30epedcents asmopCcbKoi HAPAMUBHOT KePOBAHOCME MA 3pOCMA0YU-
MU gumozamu 0o asmonomtrocmi i adanmuernocmi nogedinku NPC, 30amuux gpopmyeamu in0ugioyanvui yini, agexmugui
cmanu ma 0082ocmpoxogi nianu. Tpaouyilini nioxoou, 30Kpema cKpunmosi mooelni, Kinyesi asmomamu cmawis, depesa
NO6EOIHKU Ma YMULIMAPHI CUCTEMU, 0OMENCYIOMb MONCIUBICING 2eHepayii eMepONCeHMHUX COYIAIbHUX CYeHapiie i He
3a6e3neuyroms NOBHOYIHHOT iIHmezpayii IHOUBIOYanIbHOI a2eHMHOI NOBEOTHKU 3 KBECOBOI0 CIPYKIYPOI 2PU.

Memoto cmammi € po3pobnenns KoHyenmyanbHoi apxXimekmypu MyJTbmMuda2eHmnol cucmemu Ha 6a3i 6eAUKUX MOGHUX
Mooenel ma 0OTpyHMYBaAHHA MeXaHismy mpaucopmayii inougioyarenux nianie NPC y cmpykmypogani kéecmogi naH-
yrooicKu 014 epasys. Y pobomi npoananizosano Kao4o8i KOMIOHEeHMU CYYACHUX 2eHePAMUBHUX d2eHMI8 — NOMIK cnocme-
pedicelb, IEPApXiuHy nam sme i3 MeXaHi3MOM peprekcii, MoOYib a0anmueHo20 NAAHY8aHHs Oill [ 3acobu 3abe3neyeHHs
HapamusHoi kozepeHmuocmi. OOTPYHMOBAHO OOYILTbHICIb NEPexo0y 8i0 CKPUNMOBUX Mooeneli NOBEOIHKU, XAPAKMePHUX
07151 OILUOCIE KOMEPYILIHUX 120D 3 BIOKPUMUM CEIMOM, 00 AGMOHOMHUX A2EHMHUX APXIMEKMYD, Y MeHCax SAKUX KOICEH
NEPCOHANC PYHKYIOHYE AK CAMOCMIUHUL COYIANbHULL A2eHM.

3anpononosano KoHyenmyanoHy mooenv nepemeopents inougioyanrvrux nianie NPC na keecmogi 1aHyiodcku 0is
2pasys, wo IPYHMY€EMbCs HA AHANI3T KOHQIIKMIE MIdC YilaMU A2eHmis, 6UHAYEeHHI MOYOK NepemuHy iXHIX Hamipie ma
2eHepayii emepO’CeHMHUX HapamusHux nociioognocmeil. Mexanizm peanizo8aHo y u2isidi n’amuemanto2o YUKy, aKul
OXONIIOE 2eHePayito NIAHIE, GUGICHHS MA KIACUPDIKAYIIO KOHDIIKMIS, JopMY8aHHs CMPYKMYpPU KEeCmy Ha OCHOSI iHme-
epayii iepapxiunozo naanysanns ma LLM-napamueizayii, a makodc 360pommuuti 36 130K i3 OHOBLEHHAM CMAHY 12P08020
csimy. Oxpemy ysazy npuoiieno nNUmaHHsIM Macumabo8anocmi, auanizy 0OUUCTIO8ATbHUX GUMPAM i 30epedcenHio Hapa-
MUBHOI KO2epeHMHOCHI 8 YMO8AX OOHOUACHOT pOOOMU MHONICUHU AGIMOHOMHUX A2EHMIS.

YV pezynomami 0ocniosxcenns susHaueno Kar0408i apximexmypHi RPUHYUNU MYTbMUASEHMHOI COYIanbHOT CUMYAYIL:
MOOYIbHICMb, MACUWMAOOBAHICMb, KOZEPEHMHICMb [ 3AMKHeHUll Yukl 63aemooii «NPC — ceim — epaseyvy. Ompuma-
Hi pe3yrbmamu opmyroms meopemuute niOIPYHmMsa OJisk CMEOPEHHS i2POBUX CUCTEM 13 eMePONCEHMHOI HAPAMUBHOIO
OUHAMIKOIO Ma NiOBUWEHUM PIBHEM NOBEOIHKOBO20 Peani3mMy.

Knrouoei cnosa: mynomuacenmui cucmemu, NPC, eenepamugti acenmu, 8e1uxi MOSHI MOOEI, eMepONCeHMHUL Hapa-
mus, npoyedypHa 2enepayis Keecmie, i2posuil Wmy4Hull iHmeniekm, CoyianbHa CUMYAYIsL.
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MULTI-AGENT SYSTEMS FOR SIMULATION OF COMPLEX SOCIAL INTERACTIONS NPC

Multi-agent systems for simulating complex social interactions of NPCs. The article investigates the architectural
foundations of multi-agent systems designed to model complex social interactions among non-player characters (NPCs)
in open-world video games. Key components of contemporary generative agent architectures are examined in detail,
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including observation streams that capture environmental events in natural language, hierarchical memory systems with
reflection mechanisms that synthesise episodic experiences into higher-order generalisations, and adaptive planning
modules that generate and dynamically revise daily action plans in response to changing contexts and social stimuli.
The study draws upon landmark research such as the Generative Agents project (Stanford University, 2023), the Voyager
open-ended embodied agent, and the OASIS large-scale social simulation platform to substantiate the transition from
scripted NPC behaviour models — prevalent in commercially successful titles including The Elder Scrolls V: Skyrim,
The Witcher 3: Wild Hunt, Mass Effect, and The Sims — toward autonomous agent architectures in which each character
possesses individual goals, affective states, persistent memory, and the capacity for long-term strategic planning. A
conceptual model is proposed for converting individual NPC plans into structured quest chains for the player, grounded
in a five-stage cycle: plan generation, conflict analysis, conflict classification by type (resource-based, territorial, social,
ideological), quest structure generation through the integration of Hierarchical Task Networks with LLM-driven narrative
framing, and feedback incorporation whereby quest outcomes update the world state and trigger new agent plans. The
model identifies points of intersection between agent intentions as natural sources of emergent quests, thus shifting the
origin of game narrative from authorial scripting to organic inter-agent dynamics. Special attention is devoted to the
scalability of such systems, computational cost analysis, the problem of maintaining narrative coherence when dozens of
autonomous agents operate simultaneously, and hybrid architectures that combine LLM-based strategic planning with
behaviour trees for tactical execution. The conclusions demonstrate that integrating multi-agent planning with procedural
quest generation opens realistic prospects for creating game worlds with genuinely organic and unpredictable event
development, while acknowledging that computational costs, hallucination risks, and coherence maintenance remain key
challenges requiring further research.

Key words: multi-agent systems, NPC, generative agents, large language models, emergent narrative, procedural
quest generation, game artificial intelligence, social simulation, open-world games, behaviour trees.

IHocTanoBKa npo6aeMn

CyuvacHa inmycTpis Bigeoirop 3 piunuM o6opoTtoM noHa 300 MTbSpAIB JoNapiB aKTHBHO PO3BHUBAE Bi3yasbHY CKIla-
JIOBY, (i3uuHi pymii Ta MepexxeBy iHPpacTpyKTypy, IPOTE MOBEAIHKOBUII peaitizM HeirpoBux nepconaxis (NPC) 3amu-
LIA€THCS OJJHUM 13 HAUTOCTPILINX HEBUPILIEHHUX 3aB1aHb. BUIBIIICTh KOMEPIIITHUX MPOEKTIB MOKJIAIAETHCS HA CKPUIITOBI
JiaJIoroBi JiepeBa Ta KiHIIEBl aBTOMAaTH CTaHiB, 3arporpamoBati Bpy4Hy: NPC noBToproroTh (iKcoBaHi peruIiky, He pea-
TYIOTh Ha 3MIHU Yy CBITI Ta He (opMyIOTh BiacHuX 1itel [1; 2]. Ile cTBoproe edekT «HEe3MIHHOTO IEKOPY», IO PyHHYE
1JT103110 )KMBOTO CEPE/IOBHIIA Ta OOMEXKYE EMEPPKSHTHHI HapaTHB.

dynnaMenTanbHa MpodiieMa Moyisrae y mpoTUpivdi MiXk IBOMa BUMOT'aMH: 3 OJJHOTO OOKY, aBTOPCHKHI HapaTHB I1OTpe-
Oye KOHTPOJIBOBAHOI JpaMaTyprii, 3 iHIIOro — BIMKpUTHUIl CBIT BuMarae Bij NPC aBTOHOMHOCTI, aJaiTHBHOCTI Ta COIi-
anpHOl KoopauHauii. Cepis The Sims yacTkoBO mononana oOMEXeHHS 3aB[SIKM CUCTeMi NMOTpeO 1 MpOCTii colianbHil
MOIei, 1110 TOPOJDKYE EIEMEHTH Herlepe10auyBaHol MOBEAIHKH, TPOTe O€3 KOTHITUBHOT apXiTEeKTYpH HOBHOIIIHHHUHN CIOXKET
He BHHMKae. Kitacu4yHi MeTo/M irpoBOro INTYYHOTO iHTENEKTY — JiepeBa MOBEAIHKH, YTUIITapHi (DYHKIIT Ta MpaBUIOBi
cucTeMH — (IKCYIOTh MPOCTIP MOXIIMBHX Ail 1 HE JO3BOJISIIOTH TeHEPYBaTH IPUHIIMIIOBO HOBI CLieHapii B3aemonii [2; 8].

[Mosia Benmkux MoBHUX Monenei (LLM) Binkpuna HoBi nepcniektiBu: nocmimpkenns k. C. [lapka ta ciBaBTopiB
[3] nmporeMoOHCTpYyBaIo, IO areHTH 3 APXITEKTYPOIO CIOCTEpEKEHHs—T1aM’ aTi—peduiekcii-TiaHyBaHHS 34aTHI TOPOIKY-
BaTH MPaBAONONiOHI comianbHi i 0e3 pyYHOro CKpUNTYyBaHHs. BoqHouac 3anuIaeTsest BIAKPUTUM NMUTAaHHS, SIK 1HMBI-
nyansHi ianu aBToHoMHuX NPC TpanchopMyBaTH y CTpYKTYpOBaHi KBECTOBI JIAaHIIOKKH, IPUAATHI J1st rpaBusi. bpakye
KOMILJIEKCHOTO aHaJi3y apXiTeKTyp, 10 HOETHYIOTh MYJIBTHAr€HTHE IUIaHYBaHHS 3 MPOLETYPHOIO TeHEPALi€l0 KBECTIB,
3a0e3reuyroun HapaTHBHY KOTEPEHTHICTh Ta 00UMCIIIOBAIbHY eekTHBHICTh. CaMe Ha po3B’S3aHHS 1IOTO MPOTHPIYYs
CIpsIMOBaHa JaHa ITyOiKais.

AHaJi3 ocTaHHIX J0C/iIXKeHb i myOsikanii

JocnimKeHHsT MyJIbTHareHTHOI MMOBEAIHKN Y BIpTYaJIbHUX CBITax iHTEHCHBHO PO3BHBAETHCS MICIs IHTErpauii Beu-
kux MoBHUX Mognened (LLM) B arentHi apxitektypu. OCHOBOMOJIOKHOIO ctana podora k. C. [lapka Ta criBaBTOpiB
[1; 3], me 3ampomoOHOBaHO apXiTEKTypy TeHEPAaTWBHHUX arcHTIB JUIS CHMYJSLIl MPaBronoAiOHOI JIFOJACHKOI IMOBEIIHKA
y 2D-cepenosuii Smallville (HarxuenHomy The Sims). Cuctema BKITIOYa€ MOTIK CHOCTEPEKEHb IPHUPOJHOI0 MOBOIO,
iepapXiyHy HaM’sITh 3 MEXaHI3MOM peduieKcii Ta aganTUBHUN IJIaHyBaIbHUK, 10 T03BOJISIE areHTaM (OpMyBaTh JCHHI
IUTaHK 3 YpaxyBaHHSM I[lJIeH, a)eKTUBHOTO CTaHy Ta COLIabHOTO KOHTEKCTY. EXCIIEepMMEHTH IMoKa3and BUHHKHEHHS
€MEep/DKEHTHOI COIliaibHOI AMHAMIKY (HAIPHKJIIaJ, OpraHizaiis Be4ipku) 0e3 py4HOro cKkpunrtyBaHHss [1].

MacmTaboBaHiCTh MYJIBTHATCHTHUX CUMYJISAIIH gociimkeno B npoekti OASIS [4], ne 3Moaenb0BaHO 70 MiJIbilOHA
LLM-areHTiB y cepefioBHIIaX, MOJIOHUX IO COLIAIEHIX MepeX. Pe3ynbraTu MmiATBEpANIN TOCHICHHS TPYIIOBOT MOJISIPH-
3aiii, cTamHuX e(eKTiB Ta iHpOopPMAIliHHIX KACKa/IiB MPH 3POCTaHHI KIILKOCTI areHTIB, 1[0 BAXKJIMBO JJIsl MOJICTIOBAHHS
COIiaJIbHUX MPOLECIB B iIPOBUX CBiTaX.

JocnimKeHHs BIIKPUTUX areHTHUX CEPEIOBHIL IIPeCTaBIeHO TpoeKToM Voyager [5], ne LLM-areHT 3 Ge3nepepBHUM
HaByaHHAM y Minecraft nepeBepmus nonepenni miaxoau (ReAct, Reflexion, AutoGPT) 3a KijbKicTIO BIAKPUTHX Mpea-
MeTiB (y 3,3 pa3u) Ta HIBUIKICTIO OCBOEHHS TEXHOJIOTYHOTO AepeBa (y 15,3 pasn) 3aBasiKi aBTOMaTHYHOMY HaBUYILHOMY
TuIaHy, 0i0ioTeni HaBUYOK Ta iTepaTHBHIl camMoBepUdiKallii.
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[IponemypHa reHepallis KBECTiB Ha OCHOBI areHTHHX IUIaHiB po3rsgaeTses B cucteMi CONAN [6], ne KoHQITIKTH
Mix miriMa NPC aBTOMaTHYHO TEPETBOPIOIOTHCS HA KBECTOBI MOCIHIZOBHOCTI Iy TpaBis. IIOpiBHSHHSA 3 KBeCTaMu
rxomepuitanx MMORPG nokazano, mo CONAN nocsirae piBHS CKJIaAHOCTI, OIM3BKOTO 0 aBTOPCHKOI poOOTH.

Emepmxentny noseninky B LLM-kepoBanomy Haparusi BuBdasy K. C. Ilenr ta cniBaBropu [7]: eKCliepuMeHTH BUS-
BwiH 43 yHIKaJbHI CTpaTerii rpaBLiB, HemependadeHi qu3aifHepamu, mo MiATBEPIIKY€E 30aTHICTh MOBHHUX MOJIENEH TeHe-
pyBaTH JIOTi9Hi Ta HECTIONIBaHI CIOKETHI BiATaITy>KSHHSI.

Iarerpamito LLM 3 nepeBamu noseninku st NPC 3anpomoroBano B po6oti k. Ao Ta cmiBaBTopiB [8], ae po3po-
6neno ¢peliMBOpK aBTOMaTHYHOI rerepamnii behaviour trees. Komepuiiiauit motennian nremoHcTpye miardopma Inworld
Al, mo peanizysana nmpororunt NEO NPC mns Ubisoft (cepist Tom Clancy’s) 3 cucTeMoro 11isieii i KOHTEKCTHOTO Jialory,
a Takox iHCTpyMeHT Narrative Graph s au3aiiaepis [9; 10].

INonpu 3HayHMiT Iporpec, KOMILIEKCHA MOJENb, sKa 0 MOeqHyBaNIa MyJIbTHATCHTHY COLIaJIbHY CUMYJIALIIO 3 IpOoIe-
IYPHOIO TeHepaIli€ro KBECTOBHX JIAHITFOXKKIB HA OCHOBI aHaJi3y KOH(MIIKTIB Mixk 1anamMu NPC, 3anumaeTscsi HeocTar-
HBO PO3POOJICHOI0. 3aIIOBHEHHS ITi€] TPOTaJIHA CTAHOBUTH HAyKOBE 3aBIaHHA JaHOI CTaTTi.

DopMyTIOBAHHS METH A0C/i/IZKEHHS

Mertoro cTarTi € po3poOICHHS KOHIIENTYalIbHOI apXiTeKTYPH MYJIBTHATCHTHOI CHCTEMH ISl CHMYJIAIII] CKITaHUX COLi-
anpHUX B3aemofiii NPC Ta oOrpyHTYBaHHS MEXaHI3My IIePETBOPEHH iHIMBIAyaIbHUX IUIAHIB areHTIB HA eMEpIKEeHTHI
KBECTOBI JIAHIIOXKKH JUIA TPpaBI. JJOCSATHEHHS IOCTaBICHOI METH Iependadae po3B’s3aHHs TAaKUX 3aBIaHb: IPOaHaIli3y-
BaTH apXiTeKTypHI KOMIIOHEHTH CYYaCHUX T€HEPAaTHUBHUX areHTIB Ta BU3HAYUTH 1XHiil BHECOK Y MPABIOMOAIOHICTH ITOBE-
IIHKH; CHCTEeMAaTH3yBAaTH IiJXOAH 0 MPOIEeTypHOi TeHeparlii KBecTiB Ha OCHOBI areHTHOTO IJIAHYBaHHS; 3aIIPOIIOHYBAaTH
MoJenb KoHBepTamii KoH(IiKTiB Mixk [imsiMua NPC y cTpykTypoBaHi KBECTOBI ITOCIIiTOBHOCTI; OI[IHUTH MacIITabOBaHICTh
Ta OOYUCITIOBATBHY €(PEeKTUBHICTH 3alIPOIIOHOBAHOTO ITiIXOY.

Buk/ageHHs 0CHOBHOTO MaTepiaJly A0CTiaKeHHs

[IpuHIIMTIOBA BiAMIHHICTH MiX CKPHUITOBOIO Ta areHTHOIO MapaJirMaM{ irPOBOTO IITyYHOTO IHTENEKTYy IOJISTaE
B piBHi aBToHOMHOCTI NPC. Ckpunrosuiit NPC nie sk peakTHBHHH aBTOMAT: HOTO TMOBEAiHKA KOPCTKO BU3HAYAETHCS
MIpaBHJIAMH, IiaJIOTOBUMH JepeBaMu abo KiHIIEBUMH aBToMaramu ctaHiB. [Ipukmaan — cucrema Radiant Al B The Elder
Scrolls IV: Oblivion gu nepesa noBexiaku B The Witcher 3: Wild Hunt — neMOHCTpYIOTE OOMEXEHICTh: MIEPCOHAX] HE
BHUXOIIATH 32 MEXi aBTOPCHKOTO crieHapito [2; 8].

ArenTHa napaaurma Haaiiase NPC BHyTpinIHiM cTaHOM, TaM’SITTIO, UISIMA Ta 30aTHICTIO O TUNTaHYBaHH:. ApXiTeKTypa
TeHEepaTHUBHUX areHTiB [1; 3] ckilagaeThes 3 TPHOX OCHOBHHX MOZYIiB (Tabm. 1).

Tabmms 1
APpXiTeKTypHi KOMIIOHEHTH FeHepaTHBHOIO ATeHTAa
Monyiab DyHKUis BHecok y noBeiiHKy
ITotik cnocrepexeHb dikcartis moziit cepefoBHIIa IPUPOTHOIO MOBOIO CuryaruBHa 00i3HaHICTB
IepapxiuHa mam’Th 30epiraHHs JOCBixy, CHHTE3 peduexcii Korepentnicts aiif y gaci
IInanyBanbHUK Teneparisi Ta aganTanis JEHHOTO IJIAHY LinecnpsMoBaHiCTh i aBTOHOMHICTh
Cucrema BiJHOBIICHHS JlMHaMiYHUI TOLIYK PEICBAaHTHHUX CIIOTaliB KoHTekcTHa aeKBaTHICT peakiiit

AOnsUiiHUI eKCTIEpUMEHT, IPOBEACHUI Yy paMKkax nociiukeHHst Smallville, 3acBimuumB, 110 BUIaNeHHs OyIb-IKOTO
3 KOMITIOHEHTIB — CIOCTEPEKEHHS, IUIaHyBaHHs 4d peduiekcii — MPU3BOAUTH J0 CTATHCTUYHO 3HAYYIIOTO 3HMKSHHS
npaBaonoaioHocTi moBeninku areura [1]. IToka3oso, mio manens 3i 100 oriHOBaYiB BU3HAJA BiAMOBiAI TeHEPATHBHUX
areHTiB Ha IHTEPB’I0 OULIBII MPABAONOAIOHMMH 3a BIAMOBIMI peajbHUX JIONCH, SKI Ipalu polli THX CaMHX IEepCOHa-
XKIB, — pe3yJIbTar, 0 3acBiquye noreHmiad LLM-areHTiB nepeBepIryBaTH JIOICbKY POJILOBY TPy 3a MOCIIZOBHICTIO Ta
neranizamiero [1; 3].

[epexin Bij iIHIMBIAyaTbHOTO areHTa 10 MYJIBTHATCHTHOT CUCTEMH IIOPOKYE SIKICHO HOBI ()eHOMEHH — EMEPPKEHTHY
couianbHy noBeniHKy. Y ekcrepumenTi Smallville qoctatHpo Oyno 3aaaTw JIle OAWH MOYATKOBUH IMITyJbC (Hamip
OJIHOTO areHra opranizyBaTtu Beuipky no [us Cestoro BajenTtuna), mo6 pemra 24 nepcoHaKiB aBTOHOMHO TOIIUPUITA
3aMpOLICHHS, JOMOBHJIHMCS PO NOOAYEHHsI, CKOOPIMHYBAJIHM Yac NPUOYTTS Ta HABITh YTBOPHUJIM HOBI APYKHI 3B’s3KH [1;
3]. Slxo nopieusTu 3 Red Dead Redemption 2 Bin Rockstar Games, ne NPC MaroTb po3ranyeHHid IEeHHUH pO3IOpsI0K
1 pearyioTh Ha IIPUCYTHICTB IPaBIis, ajie B MeXaX CyBOPO aBTOPCHKOTO CIIEHAPII0, — CTa€ O4EBUAHUM, 1[0 MYJIBTHAr€HTHA
apxitekTypa Ha 6a3i LLM 31aTHa HOpopKyBaTy ColliaibHy AMHAMIKY, SIKY HEMOXKJIMBO 3allpOrpaMyBaTH Bpy4HY.

MacitaOyBaHHS KiJTBKOCTI ar¢HTIB BHOCHTb TOJATKOBI BUKIUKH, OJHAK BOIHOYAC MMOCHJIIOE PI3HOMAHITHICTH eMep-
JokeHTHUX sBuil. [lnardpopma OASIS mponemoHcTpyBana, Mo MpH 30UIBIICHH] YKCIa areHTiB 3pOCTaE IHTEHCHBHICTh
rpynoBoi mossipusarii, craguux edekTiB Ta iHpopMmaniiHux kackaais [4]. [ns irpoBux 3acTocyBaHb MmojiOHe Macli-
TaOyBaHHs OOIIsIE CTBOPCHHS HACEICHHUX CBITIB, 1¢ colfianbHa TkaHuHa NPC (opMyeThcst opraHiuHo, a HE 3a aBTOp-
CHKHM CIICHApieM — HAONMKAK0YH BIpTyalbHI MicTa 10 CKJIAIHOCTI )KUBUX CIUIBHOT, a HE J0 JeKoparlii i3 GikcoBaHUMHU
MapIIpyTamH.
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OxpeMy yBary npuBepTae MUTAHHS IEPETBOPEHHS iHAMBIyanbHuX 1aHiB NPC Ha KBECTOBI JIAHITIOXKKH IS TPaBIIS.
Tpamuuiitna nponenypra reHepariist ksectiB (I1. Jopan, 1. IlapGeppi) po3misgae KBeCT K HOCTIIOBHICT i, IO Mae
THIII30BaHy CTPYKTYypy — 30ip npeameriB (fetch quest), ycynenns Bopora (kill quest), moctaBka 00’ekra, cynpoix NPC
[6; 11]. ITomiOHi mabnoHu JexkaTh B OCHOBI kBecToBUX cucteM Outpmocti MMORPG, 3okpema World of Warcraft Ta
Final Fantasy X1V, i monpu eekTuBHICTH 11 3a0€e3MeueHHs irpOBOTO IHKITY, BOHH IIIBHIKO BTPAYalOTh NPUBAOIHBICTH
yepes nepeadadyBaHiCTh. ATEHTHHN TiAXiA MPUHITUIIOBO PO3IIUPIOE MOAETH: 3aMiCTh aBTOPCHKUX MIAOIOHIB KEepPeIoM
KBECTIB CTAalOTh KOHQIIKTH MK IissMu aBToHOMHEX NPC. fIKII0 ToproBenps-areHT mparHe MOMOBHUTH 3aIlach piakic-
HOTO pecypcy, a OaHAWT-areHT IUIaHye morpalyBaTH KapaBaH i3 THM CAMHUM PECypcoM, 3ITKHEHHS iXHiX IUIaHIB aBTO-
MaTHYHO MOPOMXKYE KibKa aNbTePHATHBHUX KBECTOBHUX JIAHIFOXKKIB JJIS TPABIIA: CYNPOBOIUTH KapaBaH, TOMOBUTHCS
3 OaHIUTOM, 3HAITH ANBTEPHATHBHE [HKEPEIIO pecypey TOLIO.

3anpornoHoBaHa KOHIIENTyallbHA MOJIENb TepeTBopeHHs m1aHiB NPC Ha KBeCTH BKIIFOYAE 1T’ ATh ITOCIITOBHHUX €TAaIliB,
10 YTBOPIOIOTH 3aMKHEHHH UK (SIK TIOKa3aHo Ha pUCyHKY 1). [lepmmm eTamom € renepamist iHIWBiyalIbHUX IUIAHIB:
xoxkeH NPC, 036poennii LLM-1utanyBaibHUKOM, (OPMY€E TOCITiZOBHICTh il BiAMIOBIAHO 0 BIACHUX LijieH, apeKTus-
HOTO CTaHy, COLIaJbHIUX 3B’SA3KIB Ta MIOTOYHOTO CTaHy irpoBoro cBity [1; 5]. Ha mpyromy erami Momynb aHalli3y KOH-
(ITIKTiB TOPIBHIOE TUIAHHU BCiX aKTMBHUX areHTIB, IACHTH(IKYIOUN TOYKH HECYMICHOCTI — CUTYaIlil, Ie pecypcH, JIOKaIlil
abo corianbHI poii, HEOOXiTHI PI3HUM areHTaM, MepeTHHAIOThCA. TpeTiit etam — kiacudikarliss KOHIIKTIB 32 THIIOM
(pecypcHUi, TepuTOpiaNbHUHN, COIiaNbHUH, 11€0JOTIYHAN) Ta BU3HAYCHHS NOTEHINIITHOT ApaMaTyprigHoi iHHOCTI KOH-
(IiKTY 1S TpaBIISL.

N ‘l LM-nnanysaiasHig

NIy aHATIY KOH{AIKTIR Kaacndgixatia konfurixTin
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Y TTnasn cépopaomi .
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- L [Torennifing IpasaTyprivea WHAICT: KOHIIKTY
- 2 o 3
- 1
Eaacndixauin kosduistis F FmopaTasil IWAI0K
ERpripatee i ToImy koasduriTy
Lsc posToprcTIcs : :

Puc. 1. KonnenryansHa Mofesb I’ATHETAHOI0 NUKIIY NepeTBopenHs mianis NPC
HA KBECTOBI JIAHIIOKKH /LISl TPAaBIsA

UYetBeptuii eramn nependavae 0€31mocepeIHIo TeHEPallito KBeCTOBOI CTPYKTYPH: Ha OCHOBI KITacH()iKOBAHOTO KOH(ITIKTY
cucreMa Gpopmye Habip aTbTepPHATHBHUX MUIAXIB PO3B’sI3aHH, KOXKEH 13 IKUX CTA€ OKPEMOIO TLIIKOI0 KBECTY. MexaHi3m
TeHepallii CIpaeThCs Ha O AHAaHHS iepapXigyHuX Mepex 3amad (Hierarchical Task Networks, HTN) i3 LLM-renepari€eio
HapatuBHOTO oOpamieHHs: HTN 3a0e3nedye J0Ti9HY KOPEKTHICTh MOCTIIOBHOCTI Aii, Toai sk LLM HamoBHIOE KOXXEH
KpOK JTiaJIOTOBUM KOHTeKcToM, MoTHBamieto NPC ta emonitHum 10M [6; 8]. Ha m’saToMy ertari pe3ynsraTi BUKOHAHHS
KBECTY TPAaBILEM MTOBEPTAIOTHECS Y CHCTEMY SK OHOBICHHS CTaHy cBiTy: mutaHu NPC amantyiorbes, GOpMyIOThCS HOBI
KOH(ITIKTH, 1 IUKI IOYHHAETHCS 3HOBY.

CyTTeBOIO TIepeBaror0 3alpoIIOHOBAHOTO MIiAXOAY € HOro 3AaTHICTh MOPOUKYBATH €MEp/DKEHTHI HapaTWBHI JIaH-
IFOKKH, TOOTO CIOXKETHI JiHii, 1[0 BHHUKAIOTh HE 3 aBTOPCHKOTO CIICHAPIiIO, a 3 OPraHigHOi B3a€MOAil aBTOHOMHHUX
areHrTiB. ImrocTparieto moreHmiany ciyrye cepist Mass Effect Bix BioWare, e posramyxeHa cucteMa IiajoriB i pillieHb
TpaBIs CTBOPIOE 1TIO3iI0 KMBOTO COLyMY, X04a KOJKHA T1IKA — pe3yabTaT KOJOCAIbHOI pyYHOI pOOOTH CIIEHAPHCTIB.
MynbTHareHTHHH TIAXiI 37aTeH JOCSATTH aHANOTigHOTO eekTy 0e3 aBTOPCHKOrO BTPYYaHHS, OCKUIBKH COIiajbHa
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CKJIaTHICTh BHHUKAE 31 B3a€EMOIii iHIAMBINyaJbHHUX IUIAHIB, a HE 3 MONEPEIHBO HATUCAHUX PO3TalyXeHb. JlocmimKkeHHS
K. C. Ilerra Ta cmiBaBTOpiB HiATBEPIIIIO, IO TPaBIli, AKi B3aeMoifoTh i3 LLM-kepoBarnmu NPC, mopomKyroTs cTpa-
Terii, He mepeadadeHi po3poOHUKaMU: MaHIMYIIOIOTH JOBIPOIO IEPCOHAXKIB, OOMPAIOTh HECTAHAAPTHI MUITXHA OTPUMAHHS
iH(popmarii 200 CTBOPIOIOTH COIO3M MK BOPOXKUMHU (pakiisMu [7].

[opiBHsMBHMI aHATI3 MiAXOAIB 10 opraHizamii areaTHOi moBeninku NPC mogano B Tabmimi 2, 1e CHCTEMaTH30BaHO
KITIOUOB1 XapaKTePHCTUKHU KiHIIEBUX aBTOMATIB, JepeB MOBEIIHKH, YTHIITapHUX cucTeM Ta LLM-arenTiB. Sk 3acBigdy-
10Th faHi, LLM-areHTn cyTTeBO IMepeBa)aroTh 3a KPUTEPISIMH agallTHBHOCTI, COIiaIbHOI B3a€EMOIi Ta TeHeparii eMep-
JUKEHTHHX CIIEHApiiB, X04Ya MOCTYMAIOTHCS KIACHYHIM METOIaM 3a OOYHCITIOBATHHOIO €(PEeKTUBHICTIO Ta mependadysa-
HICTIO — caMe ToMy ribpunHi pimenss, ne LLM BiamoBimae 3a ctparteriio, a behaviour tree 3a TakTHKY, BUINISAAIOTH
HaNTepCIeKTUBHIIAMH.

Taommi 2
IopiBusiHHs migxoaiB A0 opraxizauii moseninku NPC
Kpurepiii Kinuesi aBTomaTu JlepeBa nopeaiHku Yruiairapsi cucremu LLM-arentn
AJTanTHUBHICTH Husbka Husbka Cepenns Bucoxka
MaciuraboBaHicTh Bucoxa Bucoxa Cepenns OOmexeHa
CouianpHa B3a€MOJis MiHimanbHa OOmerxeHa ObmerxeHa Po3BunyTa
EMepmkeHTHICTh BincyTHs BincyTas YacrtkoBa IToBHOLIHHA
OO6uHCITIOBANIBHI BUTPATH MiHiMaIbHI Huzbki TomipHi Bucoki
ABTOpPCBHKMI KOHTPOJIb IToBHwuii IToBHwuii YacTkoBuii O0MexeHui
Ipuknan y irpax Pac-Man, Doom Halo, The Witcher 3 The Sims, RDR2 Smallville (nocnign.)

OGuucIoBajbHa BapTICTh MyJAbTHAreHTHUX LLM-CHCTEM 3aJIHIIA€THCS KIIFOYOBHM OOMEXKESHHSM UL BHPOBAKEHHS
y peanbHi irpoBi mpoxyktu. Cumymsiis 25 arentiB y Smallville mpoTarom n1Box irpoBux IHIB moTpeOyBasia THCIY 3BEp-
HeHb 10 API moBHOi Mopeni [1; 3]. Ans momonaHHs 0OMEXEHHS JOCTITHIKHI IIPOTIOHYIOTh KiTbKa CTpaTeTiii: KBaHTH3a-
uito mozener (QLoRA, AWQ), mio 3MeHIIye 009nCITIOBaIbHE HABAaHTAKEHHS IIPU 30€peKeHHI SIKOCTI TeHepallii; ToieBy
apxitekrypy (event-driven updates) 3amMicTe OCTIHHOTO ONMUTYBAaHHSA, A€ areHT aKTHBYETHCS JIUIIE MPU HAIXOMKEHHI
3HAYYIIOTO CTUMYITY; Ta iepapXidHy cHCTeMy MoJenei, 1e ApiOHi pimeHHs 00CIyTOBYIOTHCS KOMIIAKTHUME MOJACIISIMH,
a crpareriuni — notyxHimmmu [10]. IIpoext GARP (Generative Agents Real-time Playground) mpogemoHcTpyBaB MOX-
TUBICTh cuMyIALii 1o 20 areHTiB y peansHoMy daci Ha oxHiit GPU NVIDIA 3090, oo Habmmxae areHTHI TEXHOJOTII 10
MIPAKTUIHOTO 3aCTOCYBAaHHS Y KOMEpIiiHNX Bigeoirpax [10].

30epexeHHsI HapaTUBHOI KOTEPEHTHOCTI B yMOBAaX ONHOYACHOI POOOTH NECATKIB aBTOHOMHHX are¢HTIB CTAaHOBUTHh
okpemy npobnemy. be3 koopauHaIiitHOro MexaHi3My areHTH MOXYTh ITOPOIKYBATH CyliepewInBi abo abcypaHi CHTyaIlil:
ofHOUYacHe mepeOyBaHHs KUTHKOX NMEPCOHAXIB B OMHOMICHIHM KiMHATI, HEJIOTIUHI ITepeMIIIeHHs, TOPYIIeHH IPUIHHHO-
HACJTITKOBUX 3B’S3KIB — MOMiOHI apTedakTn (ikcyBanmes it y ekcriepumenTi Smallville, ge xureni po3BHHYNMH 3BUYKY
obimatn y Oapi 3amicte kade [1]. [lmarpopma Inworld Al 3anpomonysana xonnentiro Narrative Graph, ne posrany-
JKEHa CTPYKTYpa CIOJKETY Bi3yalli3yeThCsl Ta KOHTPOJIIOETHCS TU3aitHepoM, 30epirarodn 6ajaHc Mi>k aBTOPCHKUM 33 JyMOM
1 arTeHTHOIO aBTOHOMHICTIO [9]. Y KOHTEKCTi 3aIpOIIOHOBAaHOT MOJIelTi KOOPAMHAIIHIH piBeHh BUKOHYE (DYHKIIIO QilbTpa
KOTePEHTHOCTI, BIAXWISIOUN a00 Mo (iKyI0un areHTHi IUIaHH, IO CylepedaTh (i3MIHUM 0OMEXEHHSIM irpoBOTO CBITY
a00 MopyIIyIOTH BCTAHOBIICHI HAPATUBHI iHBapiaHTH.

Iarerparnis LLM-areHTiB i3 gepeBaMu MoBeIiHKY, 3amponoHoBana /Ix. Ao ta @. By, BigkpuBae mepcrekTHBy TiOpua-
HUX apXiTeKTyp, A€ MOBHA MOJEINb BiINOBiIa€ 3a CTpaTeTiyHEe IUIAHYBaHHS Ta COILiajbHY B3a€MOJIIO, TOAL SK JepeBa
MTOBEIIHKU 3a0€3MeUyIOTh BUKOHAHHS TaKTHYHUX [iil i3 rapaHToBaHOIO mependaudyBaHicTio [8]. [TomiOnuit riGpuaHmit
X1 TO3BOJISIE 3HU3UTH 00YHCITIOBAIbHE HABAaHTAXKCHHS, OCKUTPKY HE KOKHA ApiOHA Aist moTpelye 3BEpHEHHS JO MOB-
HOI MofIei, 1 BoAHOYAac 30eperTH 3MaTHICTh areHTa J0 TeHepallil HerepeadadeHnx pillleHb Ha cTparerigHoMy piBHi. s
npoTuzii ramonrHanisiM LLM BuxopucToByioTh rpadu 3Hanb (knowledge graphs), Bamimaropn oOMexeHb Ta IpaBuiIa
CUMYJIISIIIT SIK allpiopHi 3HAHHS: HAIPUKIIA]], arTeHT HEe MOXKE 3aIUIaHyBaTy IEepeMIilIeHHs y JOKaIlilo, sKa I He BiIKPHTa,
a0 3ampoIoHyBATH MPEIMET, SKOT0 HeMae B Horo iHBeHTapi [5; 8].

s HaogHOi teMoHcTpattii epomtonii NPC-moBeiHK! Bl CKpUIITOBOL 0 areHTHOI apaJIuTMH Ha PUCYHKY 2 MOIaHO
npuknaj inrepgeiicy npororumy NEO NPC Bix Ubisoft Ta Inworld Al, e HeirpoBuii mepcoHax JeMOHCTPY€E 3AaTHICTH
JI0 KOHTEKCTHOTO J1iaJI0Ty, MOTHBOBAHOTO HOTO BHYTPIIITHIMH ITIIIMH.

BpaxoByroun pe3ynbTaTé aHaji3y, MOKHA C(HOPMYITIOBATH KITFOYOBi apXiTEKTypHI IPUHIUITN MYJIBTHAT€HTHOI CHCTEMHU
U CUMYJISILIT CKIIaAHUX comianbHUX B3aemoniit NPC i3 reHepari€io KBECTOBHX JIAHITFOXKKIB: MOAYIBHICTD (HE3asIexK-
HICTh HEPIENTUBHOTO, KOTHITUBHOTO, BUKOHABYOTO Ta KOOPIMHALIMHOTO PiBHIB); HApaTUBHA KOTEPEHTHICTH (HAsIBHICTH
¢binpTpa, mo 3anobirae CynepewInBUM CHUTYalisM); MacmTaboBaHICTh (i€papXis Momened A OnTHUMI3allil 00IUCITIo-
BaJIbHUX BUTPAT); Ta 3BOPOTHUH 3B 30K (3aMKHEHHH IMKJI, e Aii TpaBIld BIUMBAIOTH Ha 1aHu NPC Ta mopomKyoTh
HOBI KBECTH).

314



BICHHK XHTY M 2(97), 2026 p. IH® OPMAIIIHHI TEXHOJIOITI

Bloom

Yes! Shadow has found the laptop on the small desk in the comer of the room. Hack can proceed

Hold LT &

Puc. 2. Ipororun NEO NPC Bin Ubisoft ta Inworld Al:
HeirpoBHii NePCOHAXK i3 KOHTEKCTHHM /AiaJIoOrOM, MOTHBOBAHUM BHYTPIlIHIMM WiJISIMH areHTa

BucnoBku

[IpoBenenuii aHaimi3z 3acBiAuye, MO MYJABTHATCHTHI CHCTEMH Ha 0a3i BEIMKUX MOBHHX MOZEIICH CTaHOBITH SAKICHO
HOBHH MIAXiA 10 MOJCITIOBAHHS COLiaTbHUX B3AEMOIIH HEIrpOBUX MEPCOHAXKIB, MPUHIUIIOBO BiIMIHHHHN Bifl KIIACHIHUX
CKPHIITOBHX Ta MPAaBHJIOBHX METOIB, IO JOMIHYIOTh y CyJaCHHX KOMEpIHHMX TaiTiax — Big Skyrim mo Red Dead
Redemption 2. ApxiTekTypa reHepaTUBHUX arcHTIB, IO IHTETPYE MOTIK CHOCTEPEkKEHb, iepapXiuHy 1maM’sIThb i3 pediek-
Ci€I0 Ta aJanTHBHE IUTAHYBaHHS, YMOXKIIUBIIFOE IIOSIBY eMEPXKEHTHOI COLiaIbHOT TOBEIHKH — CIIOHTAHHOTO ()OPMYBaHHS
KOJICKTHBHUX [Iilf, CTOCYHKIB i KOH(JIIKTIB, HEe TiepeadadyeHnx po3pooHuKamu [1; 3].

3anpornoHoBaHa KOHIIENITyallbHa MOIETh IIePeTBOPEHHS iHAUBIAyansHIX TaHiB NPC Ha KBECTOBI JIAHITFOXKKH IS
TpaBIlsl COIUPAETHCS HA T’ ITUETAITHAH IIFKII: TCHEPAIlifo TIaHiB, aHai3 KOH(ITIKTIB, Kiacu]ikaiito, TeHeparlito KBECTOBUX
CTPYKTYp Ta 3BOPOTHHH 3B’A30K BiJ pe3yJbTaTiB BUKOHaHHS. KIIFO40BOO IepeBaroro Mojeli € 30aTHICTh NOPOIKYBaTH
KBECTH, 0 OPTaHIYHO BUPOCTAIOTH 31 CBITY, @ HE HAKIIAAAFOTHCS Ha HHOTO 330BHI, IO CYTTEBO ITiABHIIYE peirpadeIbHiCTh
Ta IMEPCUBHICTB iTPOBOTO JJOCBIITY.

BonHoyac mpakTH4YHE BIPOBADKEHHS MyNbTHareHTHHX LLM-cucteM y KOMepUiiiHi BiZeoirpH CTPUMY€EThCS 3Ha-
YHUMH OOYMCITIOBAIBHUMH BUTPaTaMH, PH3HKOM TaTIOLMHALI MOBHHX MOJEINCeH Ta HeoOXiIHICTIO 3a0e3neyeH s Hapa-
THBHOI KOTepeHTHOCTi. ['iOpuaHi apXiTeKTypH, Mo noeaHyioTh LLM-IutanyBaHHS 3 IepeBaMU NOBEAIHKH, i€papXidHi
MOJIeNTi Pi3HOT HOTYXKHOCTI Ta MEXaHi3MH 3a3eMIICHHS Y CTPYKTYPOBAaHHX 3HaHHSX, IIPOIIOHYIOTh IPAKTHYHI IUIXH OO0~
JIaHHS 3a3HaYCHUX 0OMexeHb [5; 8; 10].

[Nopmanpy nepcneKkTHBY JOCIHIIKEHb yoadaeMo y po3po01i ITOBHOLIHHOTO MIPOTOTHITY 3aIIPOIIOHOBAHOT apXiTEKTypH,
eKCIIepIMEHTANBHIN Bajifarii SKOCTI TEeHEpOBaHUX KBECTIB i3 3aJy9YCHHSM TpaBIiB-pECIOHICHTIB, BUBYCHHI BILIHBY
MaciTaly areHTHOI IOMYJIIAIIl Ha Pi3HOMAaHITHICTE i KOTEpPEHTHICTh EMEPIKCHTHIX HapaTHBiB, a TAKOXK Y JOCIIIKCHHI
STHYHHX aCIIEKTiB B3a€EMOIii TPABIIIB i3 BUCOKOTPABAOIONIOHIMY IITYYHUMHU COI[IYMaMH.

CrnucoKk BUKOPHCTAHOI JiTepaTypu

1. Delassus D. Al Toolkit — Give a brain to your NPCs, a header-only C++ library. Medium. URL: https://david-
delassus.medium.com/ai-toolkit-give-a-brain-to-your-npcs-a-header-only-c-library-02a50ae9faed  (matra 3BepHEHHS:
15.05.2025).

2. Bevilacqua F. Finite-State Machines: Theory and Implementation. Envato Tuts+. 2013. URL: https://code.tutsplus.
com/finite-state-machines-theory-and-implementation--gamedev-11867t

3.ParkJ. S., O’Brien J. C., Cai C. J., Morris M. R, Liang P., Bernstein M. S. Generative Agents: Interactive Simulacra
of Human Behavior. arXiv preprint arXiv:2304.03442. 2023. URL: https://arxiv.org/abs/2304.03442

315



BICHHK XHTY M 2(97), 2026 p. IH® OPMAIIIHHI TEXHOJIOITI

4. Yang Z., Zhang Z., Zheng Z. et al. OASIS: Open Agent Social Interaction Simulations with One Million Agents.
arXiv preprint arXiv:2411.11581. 2024. URL: https://arxiv.org/abs/2411.11581

5. Wang G., Xie Y., Jiang Y., Mandlekar A., Xiao C., Zhu Y., Fan L., Anandkumar A. Voyager: An Open-Ended
Embodied Agent with Large Language Models. Transactions on Machine Learning Research. 2023. URL: https://arxiv.
org/abs/2305.16291

6. Breault V., Ouellet S., Davies J. Let CONAN Tell You a Story: Procedural Quest Generation. Entertainment
Computing. 2021. Vol. 38. 100422. DOI: 10.1016/j.entcom.2021.100422.

7. Peng X., Quaye J., Rao S. et al. Player-Driven Emergence in LLM-Driven Game Narrative. 2024 IEEE Conference
on Games (CoG). IEEE, 2024. P. 1-8. URL: https://arxiv.org/abs/2404.17027

8. Ao J, Wu F, WuY,, Swikir A., Haddadin S. Enhancing Game Al Behaviors with Large Language Models and
Agentic Al Proceedings of the 33rd ACM International Conference on the Foundations of Software Engineering (FSE).
2025. DOI: 10.1145/3696630.3728553. URL: https://dl.acm.org/doi/10.1145/3696630.3728553

9. Inworld Al Al-powered gameplay in experiences from Ubisoft, NVIDIA, Xbox, and indie devs at GDC 2024.
Inworld Blog. 2024. URL: https://inworld.ai/blog/gdc-2024

10. Inworld AL. How Al agents in video games are set to transform gaming. Inworld Blog. 2024. URL.: https://inworld.
ai/blog/ai-agents-in-video-games-current-and-future-state

I1. Doran J., Parberry 1. A Prototype Quest Generator Based on a Structural Analysis of Quests from Four
MMORPGs. Proceedings of the 2nd International Workshop on Procedural Content Generation in Games. 2011. DOI:
10.1145/2000919.2000920.

12. Kim J. H., Shin Y., Park S. LIGS: Developing an LLM-Infused Game System for Emergent Narrative. Proceedings
of the Extended Abstracts of the CHI Conference on Human Factors in Computing Systems (CHI EA °25). ACM, 2025.
URL: https://dl.acm.org/doi/10.1145/3706599.3720212

13. Ashby T., Webb B. K., Knapp G., Searle J., Fulda N. Personalized quest and dialogue generation in role-playing
games: A knowledge graph- and language model-based approach. Proceedings of the 2023 CHI Conference on Human
Factors in Computing Systems. ACM, 2023. P. 1-20.

14. Wang F. LLM-based Few-shot Action System for NPCs in Virtual Reality Games. AIMEDIA
2025 : The First International Conference on Al-based Media Innovation. 2025. URL: https://www.thinkmind.org/
articles/aimedia_2025 1 30 40024.pdf

15. Prins V. L., Prins J., Preuss M., Gdmez-Maureira M. A. Storyworld: Procedural Quest Generation Rooted in Variety
& Believability. Proceedings of the AAAI Conference on Al and Interactive Digital Entertainment. 2023. Vol. 19, No. 1.

References

1. Delassus, D. (n.d.). A1 toolkit — Give a brain to your NPCs, a header-only C++ library. Medium. https://david-
delassus.medium.com/ai-toolkit-give-a-brain-to-your-npcs-a-header-only-c-library-02a50ae9faed

2. Bevilacqua, F. (2013). Finite-State Machines: Theory and Implementation. Envato Tuts+. https://code.tutsplus.com/
finite-state-machines-theory-and-implementation--gamedev-11867t

3. Park, J. S., O’Brien, J. C., Cai, C. J., Morris, M. R., Liang, P., & Bernstein, M. S. (2023). Generative Agents:
Interactive Simulacra of Human Behavior. arXiv preprint arXiv:2304.03442. https://arxiv.org/abs/2304.03442

4.Yang, Z., Zhang, Z., Zheng, Z. et al. (2024). OASIS: Open Agent Social Interaction Simulations with One Million
Agents. arXiv preprint arXiv:2411.11581. https://arxiv.org/abs/2411.11581

5. Wang, G., Xie, Y., Jiang, Y., Mandlekar, A., Xiao, C., Zhu, Y., Fan, L., & Anandkumar, A. (2023). Voyager: An
Open-Ended Embodied Agent with Large Language Models. Transactions on Machine Learning Research. https://arxiv.
org/abs/2305.16291

6. Breault, V., Ouellet, S., & Davies, J. (2021). Let CONAN Tell You a Story: Procedural Quest Generation.
Entertainment Computing, 38, 100422. https://doi.org/10.1016/j.entcom.2021.100422

7. Peng, X., Quaye, J., Rao, S. et al. (2024). Player-Driven Emergence in LLM-Driven Game Narrative. In 2024 IEEE
Conference on Games (CoG) (pp. 1-8). IEEE. https://arxiv.org/abs/2404.17027

8. Ao, J.,, Wu, F., Wu, Y., Swikir, A., & Haddadin, S. (2025). Enhancing Game Al Behaviors with Large Language
Models and Agentic Al. In Proceedings of the 33rd ACM International Conference on the Foundations of Software
Engineering. ACM. https://doi.org/10.1145/3696630.3728553

9. Inworld Al (2024). Al-powered gameplay in experiences from Ubisoft, NVIDIA, Xbox, and indie devs at GDC
2024. https://inworld.ai/blog/gdc-2024

10. Inworld Al (2024). How Al agents in video games are set to transform gaming. https://inworld.ai/blog/ai-agents-
in-video-games-current-and-future-state

11. Doran, J., & Parberry, 1. (2011). A Prototype Quest Generator Based on a Structural Analysis of Quests from Four
MMORPGs. In Proceedings of the 2nd International Workshop on Procedural Content Generation in Games. ACM.
https://doi.org/10.1145/2000919.2000920

316



BICHHK XHTY M 2(97), 2026 p. IH® OPMAIIIHHI TEXHOJIOITI

12. Kim, J. H., Shin, Y., & Park, S. (2025). LIGS: Developing an LLM-Infused Game System for Emergent Narrative.
In Extended Abstracts of CHI *25. ACM. https://doi.org/10.1145/3706599.3720212

13. Ashby, T., Webb, B. K., Knapp, G., Searle, J., & Fulda, N. (2023). Personalized quest and dialogue generation in
role-playing games: A knowledge graph- and language model-based approach. In Proceedings of the 2023 CHI Conference
on Human Factors in Computing Systems (pp. 1-20). ACM.

14. Wang, F. (2025). LLM-based Few-shot Action System for NPCs in Virtual Reality Games. In AIMEDIA
2025: The First International Conference on Al-based Media Innovation. https://www.thinkmind.org/articles/
aimedia 2025 1 30 40024.pdf

15. Prins, V. L., Prins, J., Preuss, M., & Goémez-Maureira, M. A. (2023). Storyworld: Procedural Quest Generation
Rooted in Variety & Believability. In Proceedings of the AAAI Conference on Al and Interactive Digital Entertainment,
19(1).

Jlama nepwioeco naoxooxcenns cmammi 0o sudanua: 21.02.2026
Hama nputinamms cmammi 0o OpyKy nicisa peyenzyeauna: 26.03.2026
Lama ny6nixayii’ (onpuntoonenus) cmammi: 07.05.2026

317



