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AHOTALIIS

Kpamidikamiitna pobora Ha TeMy «IHTepakTHBHA MPOTpaMHa CHUCTEMa B3aeMOJIT
KOPUCTYBaya 3 ITPOBHM IITYYHUM IHTEJIEKTOM» Ha 3J00YyTTS OCBITHBOIO CTYIECHS
«OakamaBp» 31 cremianbHOCTi 122 «Komm’roTepHi HayKH» OCBITHBOI MMpPOrpaMu
«KoMIT’roTepH1 HayKn» HamucaHa o0csiroM y 67 cTopiHOK 1 micTuTh 11 imocTpariii, 3
JOAATKU Ta 25 BUKOPUCTAHUX JIKEpeT.

MerToto kBanidikaiiitHoi poOOTH € po3po0Ka IHTEPAKTUBHOI MPOTPAMHOT CUCTEMU
B32€MO/I1i KOPUCTYBaya 3 iIrPOBUM IITYYHUM IHTEJIEKTOM.

O0’€KTOM JTOCHIIKEHHS € MPOIIECH OTPUMAHHS, 30€piraHHs, aHajizy, 0OpoOKu Ta
BUKOpHUCTaHHA 1H(OpMaIi mpo MOBEAIHKY KOPUCTyBaya B 1HTEPAKTUBHOMY ITPOBOMY
CepEOBUIIII.

Pe3ynbTaTomM poOOTH € MporpamMHa CUCTEMA, 10 MOEAHYE MEXaHI3MU aHaJI3y Aii
rpaBIls, aJaNTUBHE YINPABIIHHS HEITPOBUMH TEPCOHAXKaMH, 0OpOOKY CTaHIB irpOBOTO
CepellOBUIA Ta IHTErpalil0 aJrOPUTMIB IITYYHOTO IHTENEKTY s (OpMyBaHHS
JTWHAMIYHOI MOBEAIHKHM HEIMPOBHUX IMEPCOHAXKIB y pEAIbBHOMY Yaci.

Po3po6iieHo iHTepakTUBHY MPOTPAMHY CUCTEMY B3a€MO/Ii1 KOPUCTYBay4a 3 iIrpOBUM
MTYYHUM IHTEJIEKTOM, SIKY MOKYTh BUKOPHUCTOBYBATH PO3POOHUKH KOMIT FOTEPHHUX irOp
JUIS CTBOPEHHsI aJanTHBHUX ITPOBHX MEXaHIK, JWHAMIYHOI TOBEIIHKH HEIrPOBOTO
NEepPCOHAXKa Ta MIABUIICHHS PIBHS 3ally4€HOCTI KOPUCTYBadiB y mpoiiec rpu. Cucrtema
TaKOXX MOXe OyTH BHUKOpPHCTaHa SIK OCHOBAa [JIs MOJAJIBIIUX JOCIIKEHb y cdepi
ITPOBOTO MITYYHOTO 1HTEEKTY Ta IHTEPAKTUBHUX MPOTPAMHUX CHCTEM.

Kmouosi cnosa: IHTEPAKTUBHA ITPOITPAMHA CHCTEMA, ITPOBUIA
IITYYHUM THTEJEKT, NPC, MAILIMHHE HABUYAHHS, UNITY, AJJATITUBHA
I[TOBEIIHKA, ITPOBI ATEHTU, HABYAHHS 3 ITIJIKPITIJIEHHSIM.



ANNOTATION

Qualification work on the topic «Interactive Software System for User Interaction
with Game Artificial Intelligence» for obtaining a bachelor's degree in specialty 122
«Computer Science» of the educational program «Computer Sciencey» is written on 67
pages and contains 11 illustrations, 3 appendices, and 25 references.

The aim of this qualification work is to develop an interactive software system for
adaptive user interaction with game artificial intelligence using modern machine learning
methods and decision-making algorithms.

The object of research is the processes of analysis, processing, and use of user
behavior data in an interactive game environment.

The result of the work is a software system that combines player action analysis,
adaptive control of non-player characters, game environment state processing, and
integration of artificial intelligence algorithms to generate dynamic NPC behavior in real
time.

An interactive software system for user interaction with game artificial intelligence
has been developed. It can be used by game developers to create adaptive gameplay
mechanics, dynamic NPC behavior, and improve user engagement in gameplay. The
system can also serve as a basis for further research in the field of game artificial
intelligence and interactive software systems.

Keywords: INTERACTIVE SOFTWARE SYSTEM, GAME ARTIFICIAL
INTELLIGENCE, NPC, MACHINE LEARNING, UNITY, ADAPTIVE BEHAVIOR,
GAME AGENTS, REINFORCEMENT LEARNING.
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BCTVII

[HayCcTpis KOMIT'IOTEpHHX Irop € OJHI€I0 3 HAWAMHAMIYHIIIMX Taiy3ed
iHQOpMaIITHUX TEXHOJIOTIH, sIKa TIOCTIHHO PO3BUBAETHCS Ta BIPOBAKYE HOBI
TEXHOJIOT1YHI pilIeHHS. 3pOCTaHHS OOYUCIIOBAIILHUX MOXKIIMBOCTEH KOMIT IOTEPHOT
TEXHIKM Ta PO3BUTOK MPOrpaMHOrO 3a0e3MeueHHs CHPUSIOTh CTBOPEHHIO CKIIAJIHHUX
IHTEPAKTUBHUX ITPOBUX CEPEIOBHUI, y SKUX KOPUCTYyBad OUIKYE BHCOKOTO pPIBHS
peaNliCTUYHOCTI, TUHAMIYHOCTI Ta Herepen0auyBaHOCTI irpOBOTO Mpolecy. Y 3B’S3KYy 3
UM OCOOJMBOrO 3HA4YeHHS HaOyBae mpolOsiemMa 3abe3NeueHHs SIKICHOI B3ae€MOJIl
KOPHUCTYBaya 3 iIrpOBUM CEPEIOBUIIEM Ta HEITPOBUMHU MEPCOHAKAMH.

OmHuM 13 KIFOYOBUX KOMIIOHEHTIB Cy4YacCHUX BIJEOITOp € IrpOBUN IITY4YHHHA
IHTEIIEKT, SIKUH BIJIOBIAE 3a MOBEIIHKY HeirpoBux mepcoHaxis (anri. Non-Playable
Character, NPC), kepyBaHHs BHYTpIIIHIMU TIPOIIECAMU T'PH, AJANTAII0 CKIATHOCTI Ta
CTBOPEHHsI JIMHAMIYHOI B3a€MOJli MK KOPUCTyBadyeM 1 BIpTyadbHUM cBiTOM. Came
AKICTh pealtizallli irpoBOro IMITy4YHOTO IHTENEKTY 3HAYHOI0 MIPOI0 BH3HAYAaE PiBEHBb
3aJIy4eHHs KOPHUCTyBada, peirpa0deibHICTh TPU Ta 3arajibHe BPaKEHHS Bl 1rpOBOTO
poLecy.

Tpaauiiiiai miaxoau 10 peajizalii irpoBoro mTYyYHOro 1HTEIEKTY 0a3yl0ThCs Ha
BUKOPHUCTAHHI XKOPCTKO 33J]aHUX aJITOPUTMIB, CKIHUEHHUX aBToMartiB (aHri. Finite State
Machines, FSM) [1] ta moBeninkoBux nepes (anri. Behavior Trees) [2]. Taki meromu
JTIO3BOJIIFOTH CTBOPIOBATH 0a30BY Jjioriky noseaiHku NPC, oqHak MaroTh HU3KY CYTTEBUX
oOMexeHb. Hacammepen BOHM XapaKTepU3YIOThCS Tepef0adyBaHICTIO TOBEIIHKH,
HEJOCTaTHHOIO AJANTHUBHICTIO A0 M1 KOPUCTyBaya Ta CKJIAJHICTIO MAacIITa0yBaHHS Y
BEJIMKUX THTEPAKTHUBHUX CEpeAOBHUIaX. Y OUIBIIOCTI BUMAIKIB MOBEIIHKA TIEPCOHAXKIB
BU3HAYAETHCSI HAIEpe] BCTAHOBJICHHMH CIICHAPISIMU, M0 3HUXKYE pPEaiCTUYHICTh
B3a€EMO/IiT Ta 3MEHIIY€E IHTEPEC KOPUCTYBaya J0 IPH MICIsl TPUBATIOTO MPOXOIKEHHSI.

VY cyyacHUX yMOBax pO3BUTKY TEXHOJIOTIH IITYYHOTO IHTEJIEKTY aKTyalbHUM CTa€
BUKOPUCTAHHS METOJIB MAIIMHHOTO HABYAHHS Ta HaBYAHHS 3 MIAKPITUICHHSIM (QHTIL
Reinforcement Learning, RL) mis cTtBopeHHst amanTuBHUX irpoBux cuctem [3-6]. Ha

BIIMIHY BiJ KJIAaCHYHHUX IMiJIXOJIB, aJTOPUTMH MAIIMHHOTO HABYaHHS JIO3BOJISIOTH
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ITPOBUM areHTaM CaMOCTIMHO aHami3yBaTH Jii KOPUCTyBaua, HAKOMUYYBaTH JOCBIJ Ta
3MIHIOBAaTH BJIACHY IOBEIIHKY BIJMOBIJHO 10 CHUTYyallli B irpoBoMy cepepouimi. Lle
BIIKpUBA€E MOXJIMBICTh CTBOpeHHs Oumpin peanictuunux NPC, sxi 3maTHI HaBuaTHCH,
3MIHIOBATH TaKTHUKY IMOBEIIHKY Ta B3aEMOJIISTH 3 TPABICM Y PEKUMI peabHOro vacy [3].

Oco0nuBO MEPCIeKTUBHUM € BUKOPUCTAHHS HAaBUAHHS 3 MIIKPIIJICHHSM, Y MeXax
SKOTO ITPOBUH areHT HaBYAETHCS MUITXOM OTPUMAHHS BUHATOPO]T 32 BAKOHAHHS TTEBHUX
i [7-8]. Takmii migxim go3Bosise (opMyBaTH CKIAAHI IOBEIIHKOBI Mojeli 0e3
HEOOX1THOCT1 ’KOPCTKOTO MPOrpaMyBaHHs KOXKHOI MOXKIIUBOI cUTyallii. Bukopucranus
cydacHux (periMBopKiB, Takux sik Unity ML-Agents [9], 3HauHO cripoliye iHTErpartito
QITOPUTMIB MAIIMHHOTO HABYAHHS 3 ITPOBUMH PYIIISIMU Ta JI03BOJISIE€ Pealli30BYBaTH
CUCTEMHM aJIAalITUBHOTO IITY4YHOTO 1HTEJIEKTY OE€3MOCEpPEIHhO B CEPEIOBHUILIL PO3POOKHU
TpHU.

AKTyalbHICTh JAHOTO JOCHIPKEHHSI OOyMOBJIEHa HEOOXIAHICTIO CTBOPEHHS
IHTEPAKTUBHHUX IMPOrPAMHUX CHUCTEM, 3[JaTHUX 3a0€3[€YUTH BUCOKUW PIBEHb B3a€MOJII1
MDK KOPHUCTYBau€M Ta ITPOBHUM INTYYHUM 1HTEJIEKTOM. CydacHi KOPUCTyBadl OYiKYIOTh
BiJl BiZIeOirop He JuIle sKicHOi rpadiku Ta ¢i3uky, ane i peanictuaroi noseninku NPC,
3MaTHOCTI TpH aJanTyBaTUCS JI0 CTUJIO TIPOXO/DKEHHS, pPIBHS HABUYOK Ta
IHIUBITyaTbHUX OcOoOMMBOCTEM TpaBisi. Came TOMYy pO3poOKa aJanTUBHUX CHUCTEM
HITYYHOT'O 1HTEJEKTY € BaKJIMBUM HAIPSMOM PO3BUTKY CYy4acHOI irpoBO1 IHAYCTPIi.

Metoto poboTH € po3poOKa IHTEPAKTUBHOI MPOTPAMHOI CHUCTEMHU B3aEMOJIT
KOPHUCTYBaya 3 irpOBUM IITYYHUM 1HTEJIEKTOM.

JInst ToCSATHEHHS OCTaBIICHOT METH HEOOX1JHO BUKOHATH TaKl 3aBJaHHS:

— TMPOBECTH aHaji3 NpPEeIMETHOiI o00JacTi Ta ICHYIOUHMX CHCTEM B3a€MOJIl
KOPHUCTYBaya 3 irpOBUM IITYYHUM IHTEJIEKTOM;

— JIOCHIUTH CydYacHI MiJXOAW JO B3aEMOJII KOPUCTyBadya 3 HEITPOBUMU
MEPCOHAKAMH;

— O0OTpyHTYBaTH BHOIp METOJIB Ta QITOPUTMIB INTYYHOTO IHTEIEKTY JIs
3a0€3IeueHHsI aJIalTUBHOI MMOBEIIHKYA HEITPOBUX MEPCOHAXKIB,;

— 3I1MCHUTH MOCTAHOBKY 3aJlaul MPOEKTYBAHHS;



— CHOPOEKTYBATH apXiTEKTypy, aaropuTMmivyHe Ta iHdopmalliiine 3a0e3neyeHHs
CUCTEMU;

—  pO3pOOUTH MporpamMHe CEPEIOBHIIE JIJIs peaitizallii B3aemo/ii 3 irposum 11 ta
peani3zyBaTu iHTerpaiiro po3podiaenux mozaenei 111 3 irpoBum pymriem Unity;

— TIPOBECTH TECTYBaHHS pPO3POOJIEHOI CHUCTEMH B3aEMOJIl KOpPUCTyBaya 3
IrPOBHUM IITYYHUM THTEICKTOM.

O06’€exTOM JOCHIKEHHS € TPOLIeCH OTPUMaHHS, 30epiraHHsi, aHaizy, oOpoOKU Ta
BUKOPHUCTaHHA 1H(OpMaIli Ipo MOBEAIHKY KOPUCTyBaya B IHTEPAKTHBHOMY ITPOBOMY
CEpEIOBHIIII.

[IpeameToM NOCHIIKEHHS € METO/IU, alTOPUTMU Ta MPOTPaMHI 3aco0U peaizailii
aJIalTUBHOTO ITPOBOTO IITYYHOTO 1HTEJIEKTY.

VY mporeci 1OCHIKEHHS BUKOPUCTAHO METOJIM CUCTEMHOTO aHai3dy, 00’ €KTHO-
OpIEHTOBAHOTO MPOTPaMyBaHHS, MAIIMHHOTO HaBYAHHS, HABYAHHS 3 MiAKPIIJICHHIM, a
TAKOXX Cy4acHI TEXHOJIOTIT po3po0KH MporpaMHoro 3ade3nedeHHs B cepeaouii Unity.
Jlnst peanizariii cucteMu 3aCTOCOBaHO MOBY miporpamyBanus C#, GpperimBopk Unity ML-
Agents Ta anroputMu HeUPOHHUX Mepex aist hopmyBanHs noBeAinku NPC.

[TpakTiuHe 3HaYeHHS POOOTH TOJSATAE y CTBOPEHHI MPOTPAMHOI CHUCTEMH, SKa
MOXe OyTH BHUKOpPUCTaHa MiJ dYac PO3POOKH CyYaCHHX KOMII IOTEPHHUX Irop 13
nuHaMmiyHoro moBeAinkoro NPC Ta amanTuBHOIO B3a€EMOI€I0 3 KOPHUCTYBadeM.
3anponoHOBaHa CHCTEMa J03BOJIAE€ IMIJBUILUTH PIBEHb IHTEPAKTHUBHOCTI IrPOBOTO
mpoliecy, 3a0e3MeUnTy MePCOHATI3aIlII0 TTOBEIIHKY ITPOBUX areHTIB Ta CTBOPUTHU OLITBII
peasicTHUHE ¥ 3axoIuiuBe irpoBe cepenouine. OTpuMaHi pe3yJbTaTH MOXYTh OyTH
BUKOPHUCTAHI SIK OCHOBA IS TOMAJBIIUX JOCHIKEHb Yy cdepi irpoBOro IITYYHOIO
IHTEJIEKTY Ta IHTEPAKTUBHUX MPOTPAMHUX CHCTEM.

Pesynbratn poboTH OmMyOJiKOBAaHO B MaTepiajiax MDKHApOAHOI HayKOBO-
MPaKTUYHOI KOH(epeHIlli cTyaeHTiB 1 Mojoaux BueHuXx «ICSPM 2026: InTenekTyalnbHi
OO0YHCITIOBAJIbHI CUCTEMU Ta YIPABIiHHS MIPOEeKTaMu», M. TepHominb, 21-22 tpaBus 2026

p. (momatok B).



1 AHAJII3 ITPEJJIMETHOI OBJIACTI TA TIOCTAHOBKA 3AJIAUI
I[TPOEKTYBAHHAA

1.1 Onuc npeaMeTHoi 001acTl iIrpOBOTrO MITYYHOTO IHTEJICKTY

B yMmoBax cTpiMKOro pO3BUTKY IHAYCTpii IHTEPaKTUBHUX pPO3Bar Ta BiIEOIrop
AKICTh, TTTMOMHA Ta MPUPOIHICTH B3a€MO/IIT KOPUCTYBaya 3 IrPOBUM CEPEOBUIIIEM CTAU
KITIOYOBUMH (paKTOpaMU KOMEpIIHHOTO ycmixy IupoBUX NpOAYKTiB. Bimeo irpu
pO3MIISIIAIOTECS HE JIUIIE SIK PO3BaXAJIbHI CHUCTEMH, a SK CKIAgHI 1HTEpPaKTUBHI
CUMYJIAII, M0 NOEAHYIOTh rpadiky, (Ii3uyHI MOJEl, HapaTUBHI CTPYKTypH Ta
IHTENEKTyalIbHy MOBEJAIHKY BIPTyaJbHUX areHTIiB. Y IbOMY KOHTEKCTI OCOOJIUBY pOJIb
BIJIIrpa€ IrpOBUM INTYYHHM I1HTENEKT, SKUN BIANOBiNAae 3a (OpMyBaHHS MOBEHAIHKU
HEIrPOBUX MEPCOHAXKIB, YIIPABIIHHS CTAHOM ITPOBOIO CBITY, OaJlaHCYBaHHS CKJIQTHOCTI
Ta 3a0€3MEUCHHS PEAKTUBHOI B3aEMO/IIT 3 JiSIMU TPaBIIS.

Tpanumiitai metoau peanizaii irposoro I, 30kpema kiHIEeBI aBTOMaTH JepeBa
MOBEIHKH, CHCTEMU MPaBWJI Ta CKPHUMTOBI aNTOPUTMH, MPOTATOM TPUBAJIOTO Yacy
3aJIMIIAIKCS OCHOBOIO PO3POOKM IrpoBOi JIOTIKU. BOHM XapakTepu3yrThCsS BUCOKOIO
nepeadavyBaHICTIO, TPOCTOTOKO peatizallii Ta KOHTposiboBaHicTIO moBeaiHKu NPC, 110
poOUTh iX 3py4YHUMHM JJIsi KOMEPLIHHOI po3poOku. BoaHouac y cyyacHMX yMoBax Il
MIIXOMU  JEMOHCTPYIOTh  CyTT€BI  oOMexkeHHS. (OCHOBHOIO  MpPOOJIEMOIO €
JIETePMIHOBAHICTh MOBEIIHKU, Yepe3 110 JOCBITYEHI TPaBIli MOXKYTh IIBUJKO BUSIBIIATH
3aKOHOMIPHOCTI, €KCILTyaTyBaTH CJIa0Ki MICIIS aJITOPUTMIB Ta BTpavyaTH 1HTEpEC 0 TPH.
KpiMm TOTO, CTBOpPEHHS CKIQJIHHUX CI[€HApIiB BUMAarae 3HAYHUX BUTPAT Yacy Ha Py4dHE
porpamMyBaHHsSI BEJTUKOI KUIBKOCTI JIOTITYHUX MPaBWII, IO YCKIJIAJHIOE MacIITa0yBaHHS
CUCTEMHU.

[TosiBa Ta akTHMBHUN PO3BUTOK TEXHOJOTIA MAIIMHHOTO HABYAHHS 1 HaBYAHHS 3
MIJKPITUICHHSM BIAKPHUBAIOTh HOBI MOJKJIMBOCTI JJI €BOJIIOIT ITPOBOTO IITYYHOTO
iHTenekry. Ha BiaMiHy BiJ KJIaCMUHUX MIAXOJIB, TaKi METOAHM JO3BOJSIOTH areHTaM
CaMOCTIHHO HAaBYATHCS HAa OCHOBI B3a€EMOJIl 3 ITPOBUM CEPENOBHUIIEM 1 MOBEIIHKOIO
rpaBiis. e 3a6e3nedye hopMyBaHHS aalTUBHUX CTPATET1H, K MOXKYTh 3MIHIOBATHUCS

10



3aJIe)KHO BIJl KOHTEKCTY CHUTyalli, CTWIK TpU KOPHUCTyBaua Ta IMOTOYHOIO CTaHY
cepenoBuiia. BuxopuctaHHs nNOMIOHMX MIAXOMIB JO3BOJSIE 3HAYHO 3MEHIIUTHU
3aJIeKHICTD BiJl PpyYHOT'O IPOrpaMyBaHHs MPABUJI, MIBUIIUTH BapiaTUBHICTh MOBEIIHKA
NPC ta cTBOpUTH OUIBIIT MPUPOAHUMN ITPOBUHN JOCBI/I.

AKTyanbHICTb JOCIIJKEHHS TaK0XK 3yMOBJIEHA 3pOCTAl0YMM MOIIUTOM Ha CUCTEMU
JTUHaMidHOTO OarancyBaHHs ckianHocti (anmt. Dynamic Difficulty Adjustment, DDA)
[10], sxi 3maTHI aBTOMATHYHO MiAJAIITOBYBATH PIBEHb BUKIHMKY i 1HAWBITyadbHI
HAaBUYKM TpaBLs. Y Cy4yaCHHMX Irpax KOPUCTYBaul MarlOTh CYTTE€BO pI3HUH pIBEHb
MiATOTOBKH, 1 BAKOPUCTAHHS CTATHYHUX HAJAIITYBAaHb CKJIATHOCTI YaCTO MPU3BOIUTH 110
nrcOanaHcy IrpoBOTO Mpoliecy: abo HaAMIPHO1 MPOCTOTH, 200 HaAMIPHOI cKI1aaHOCTI. Lle
HETraTUBHO BIUIMBA€E HA 3aJyYEHICTh Ta MOTHBALIIO I'paBLsd. ToMy BaXJIMBUM 3aBJaHHAM
€ MITPpUMKa CTaHy «moToky» (anri. Flow) [11-12], 3a skoro CKIagHICTh TpH
ONTUMAJIBHO BIAMNOBIAA€ PIBHIO HABHMYOK KOPHCTYyBaua, 3a0€3Meuyloud MaKCUMaJbHE
3aHypEHHS B ITPOBUIA MPOIIEC.

OxpeMoi yBaru notpedyroTh JOCIIIKEHHS Y cepl IHTEPAaKTUBHUX CUCTEM, SKI
JI03BOJISIIOTh HE JIMINE aJanTyBaTHCS A0 TpaBild, aje W (popmMyBaTd TBOCTOPOHHIO
B3a€EMOJIII0, KOJM Jii KOpUCTyBaya BIUIMBAIOTh HA EBOJIOIIIO TOBEIIHKH I1TPOBOTO
MITYYHOTO iHTeNeKTy. ¥ Takux cucreMax NPC MoXyTh 3MiHIOBaTH TaKTHKY, CTPATETIO
Ta HaBITh MOBEIIHKOBI MOJIE/I1 Ha OCHOBI 1CTOpPIi B3a€MO/I1i 3 KOHKPETHUM I'paBleM, 1110
CTBOPIOE €(PEKT «CKMBOTO» ITPOBOTO CBITY Ta MiJBHUIIYE PEIrPaOeIbHICTS.

3 ornsay Ha BUIE3a3HAY€HE, OCOOJIMBO AKTYadbHUM € TOMAIBIINN PO3BUTOK
IHTEPAKTUBHUX MPOTrpaMHUX CHCTEM B3a€EMOJIli KOPUCTyBaya 3 IrPOBUM IITYYHUM
IHTEJIEKTOM, sIK1 37]aTHI aJanTyBaTUCS 10 3MIHHUX YMOB y peajlbHOMY 4Yaci, HaB4aTUCs
Ha OCHOBI IFPOBOTO JOCBIAY Ta €()EeKTHBHO (DYHKLIOHYBAaTH B YMOBax OOMEXEHHUX
00UYHCITIOBATILHUX PECYPCIB KIIEHTCHKUX MPUCTPOIB. Pearizallis Takux CUCTEM J03BOJISIE
HE JIMIIE TOKPAILUTH SIKICTh IFPOBOTO AOCBIY, ajie i PO3IIUPUTH MOXKIUBOCT1 KEPYBaHHS
ITPOBUM HApaTHBOM, CTBOPIOIOYM OLIbII THYUYKI Ta 1HTENEKTyaJllbHO HACH4YEHl1 IrpoBi

cepeoBHIIIA.
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1.2 Ornsiz 1 aHAMi3 ICHYIOYUX PIIIEHb

VY ramysi po3poOKu KOMIT IOTEPHUX IrOp 3HAYHA yBara NpUAUISETHCS CTBOPEHHIO
IHTEPAKTUBHUX MPOTpaMHUX CHCTEM B3a€EMOJIli KOPUCTyBaya 3 IrPOBUM IITYYHUM
iHTeNeKToM. Taki cucTeMu 3a0e3MedyroTh aJallTUBHY MMOBEAIHKY HEITPOBUX MEPCOHAXKIB
(aarm. NPC), popmyroTs qrHAMIYHY PEaKIIiio Ha JIii KOPUCTyBayda Ta IMiABUILYIOTh PiBEHb
3aHYpEHHS Y BipTyalbHE CepeloBUIlEC. AHAJI3 ICHYIOUUX PIllIEHb JO3BOJISIE BU3HAYUTH
OCHOBHI X011, TEXHOJIOTI{ Ta MPOrpaMHi 3aCO0H, 10 3aCTOCOBYIOThCS JIJIs peanizarii
IFPOBOTO MITYYHOTO THTEJICKTY.

OaHuM 13 HaWMONIMPEHINIKUX MIJIXO/IB € BUKOPUCTAHHS JEPEB IMOBEMIHKH, K1
3aCTOCOBYIOTHCA JJII MOJEIOBAHHS JIOTIKM NMPUKMHATTS PIIIEHb ITPOBHUMH areHTamu.
Januit migxia 6a3yeTbest Ha 1€papXiyHiil CTPYKTYpl 3a/1ay, M0 J03BOJIsiE KOMOIHYBaTH
opocTi  Aii 'y CKIagHl cleHapli mnoBediHKW. JlepeBa MOBEOIHKM  IIMPOKO
BUKOPUCTOBYIOTBCSI B CydacHHMX irpoBux pymrisx, Takux sk Unity Ta Unreal Engine,
3aBISIKA 1X THYYKOCTI, MOAYJBHOCTI Ta 3pY4YHOCTI Bi3yami3ailii Jioriku. OCHOBHOIO
MepeBaroo bOTo MiJIX0AY € MOXKJIUBICTh CTBOPEHHS CKJIAIHOI MOBEIIHKHA 0€3 3HAYHOTO
YCKIIQIHEHHS KOy, 1110 3MEHIITY€ MMOBIPHICTh MOMUJIOK Ta IMIJIBUIILYE MACIITA0OBAHICTh
CUCTEMHU.

[Ipuknan cTpyKTypH JiepeBa MOBEAIHKU ITPOBOTO areHTa 300pa’K€HO Ha PUCYHKY

1.1.

e
? ?
. !
Mosuuix of'erTy ? \ ?
OTPUMaHO OOT'ekT cronneHo |
¥ v ¥ v v
Wykatn Ha LWykatM B LykaTtn g CHOMMTK CxonuTi
nignozi LyxnAgi wami OOHIEH DYKOK InEOMa pyKamMn

Pucynok 1.1 — CtpykTypa AepeBa MOBEIIHKH ITPOBOTO areHTa
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[HIIMM BaXNMMBUM MiIXOJOM [0 peami3amii irpoBOro IUTYYHOTO IHTEIEKTY €
BUKOPUCTAaHHS CKIHYEHHUX aBTOMATIB, SIKI OMHMCYIOTh TMOBEAIHKY areHTa 4epe3 YiTKO
BU3HAUEHUI Habip CTaHIB Ta MpaBHJ Mepexoay MiK HuUMHU. KoXeH cTaH BiJIMoBigae
MEeBHIA TOBEIIHKOBIN JIOTII, HAMPUKIAA «IaTPYJIOBAaHHSY), «IEpeciiayBaHHD» a0o
«aTaka», a TMepexoJd MDK CTaHAMM IHIIIIOIOTHCS TOAIIMH a00 yMOBaMH IrpOBOTO
cepemoBuma. FSM € BigHOCHO TpocTHMH Yy peamizailii, Ao0pe MmiaIarThCsa
HaJIaro/DKCHHIO Ta 3a0e3nedyroTh nepeadadyBaHy mnoBeaiHky NPC, mo poouts ix
IIMPOKO BUKOPHUCTOBYBAHUMH B KOMEPIIiiHINM po3pooiii irop.

Boanouac ocHoBHUM HepodiikoM FSM € mBuake 3poCTaHHS CKIAIHOCTI MPHU
30UTBIIIEHH] KUIBKOCTI CTaHIB 1 TMEPEXOJiB, W0 MPU3BOJUTH JO TaK 3BaHOTO
«KOMOIHATOPHOrO BUOYXYy». Y BEJIMKHX ITPOBUX CHUCTEMaX L€ YCKJIAJHIOE MIITPUMKY
KOJy, 3HUKY€E MACIITa0OBAHICTh 1 OOMEXKY€E MOMJIHMBICTH MOBTOPHOTO BUKOPUCTAHHS
joriku. Came ToMy Ha npakTuili FSM 4acTo BUKOPHUCTOBYIOTHCS Y TIOE€HAHH] 3 1HIIUMU
METOJaMU IITYYHOTO 1HTEJIEKTYy, TakKUMH SK JepeBa IMOBEIIHKA abd0 CHUCTEMHU
IUIaHYBaHHS, [0 JO3BOJISIE MIJBUIMUTH THYYKICTh Ta CTPYKTYPOBAHICTH MOBEIIHKU
I'POBUX areHTIB.

CyTTEBUM €TanoM PO3BHUTKY ITPOBOTO IMITYYHOTO IHTEJIEKTY CTAJIO BIPOBAKCHHS
TUIaHYBAJIBHUX aJITOPUTMIB, 30Kpema miaxony [lnanyBanHs i Ha OCHOBI IIUIEH (QHTIL
Goal-Oriented Action Planning, GOAP) [12-13]. Janwuit MmeToa 0a3y€eThCs Ha KOHIICTIIIT
MOCTAHOBKHU IIIJIEH NIl areHTa Ta aBTOMAaTUYHOTO (POPMYBaHHS IOCHIJIOBHOCTI i,
HeOoOX1IHUX 11 iX JocsrHeHHs. Ha Binminy Bing FSM, ne nmoBeiHKa >KOPCTKO 3aKpirieHa
3a ctaHamu, GOAP 103BoJil€e areHTy JTWHAMIYHO oOWpaTH Jii 3aJ€KHO BiJ MOTOYHOTO
CTaHy CEepeOBHINA, JOCTYITHUX PECYPCIB Ta MPIOPUTETIB ITIICH.

Ocnognoto nepeBaroto GOAP € 3natHicTh (hOpMyBaTH pi3HI CLEHAPIT MOBEIIHKH
0e3 HeoOXIJHOCTI SBHOTO MPOTpaMyBaHHS KOXXHOTO 3 HUX Okpemo. lle 3abesmeuye
BUIIIMK pIBEHb aJaNTHUBHOCTI Ta JO3BOJIE CTBOPIOBATH OUIBII «IHTEICKTyaIbHY»
noBeiiHKYy NPC, sixa Burisigae npupoaHIIIo AJis TpaBiist. AJITOpuTM OyJIye IUIaH i K
MOCIIIOBHICTh KPOKIB, JIe KOKHA i1 MA€ YMOBH BUKOHAHHS Ta Pe3yJbTaT, 10 3MIHIOE

CTaH CUCTCMHU.
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[Tpuknag podotu GOAP 300paxeHo Ha pUCYHKY 1.2, e IpeACTaBICHO MPOIIEC
dbopMyBaHHs IIJIaHY I HA OCHOBI MOTOYHOTO CTaHy CepeI0BHIIA Ta MOCTABJICHOT 1111,

amarroBana 3 [13].

[ Moqarkosi Byzon ]

[NOETOPEHHR .
MyToBaHWK CTaH

Mety
BHKOHAHD

MNepegipra
METH

KiHLeemA Byson ]

Mety
L 4 NPOEANEHD L 4

[ Noctynxa [is ] [ NoctynHa Jis ]

Pucynok 1.2 — Cxema po6otu GOAP [13]

SckpaBum npukiiagom npaktuaHoro 3acrocyBanas GOAP € rpa F.E.A.R., y sxkiii
HEIrPOB1 EPCOHAXKI IEMOHCTPYIOTh CKJIaIHy TakTH4HY noBeninky. NPC y miif rpi 31aTH1
aHaJ13yBaTH CUTYaIlil0 Ha MOJi 0010, KOOPJMHYBATH JIii MK CO00I0, 3MIHIOBATU TAKTUKY
B 3aJICKHOCTI BIJl JIif TpaBls Ta CaMOCTIHO OOMpaTH HaOuIbIl e€(hEeKTUBHI cTpaTerii
BIDKMBAHHS Ta ataku. Lle cTBOpro€ BIMUYTTS «PO3YMHOTO» CYNPOTHBHHKA Ta CYTTEBO
M1JBUIIY€E PIBEHb 3aHYPEHHS B IrPOBUI MpOIIEC.

3aBAsgKH TAKOMY M1AXO1Y IMOBEIIHKA IEPCOHAXKIB CTA€ 3HAYHO OUTBIIT BAp1aTUBHOIO
Ta aJaNTUBHOIO, OCKUIBKH PIIICHHS MPUHMAIOTHCS HE 3a (IKCOBAHMMHU CIICHAPISIMH, a Ha
OCHOBI aHaJII3y MMOTOYHOT IrPOBOT CUTYallii B peajlbHOMY 4aci.

Ha pucynky 1.3 naBegeno npukiaj irpoBoro cepefosuiia ta noseainku NPC y
noAi0HUX CUCTEMAax, 110 AEMOHCTPY€E MPUHUUNU POOOTH TJIaHYBaIbHUX AJITOPUTMIB Y

,I[I/IHaMi‘{HI/IX YMOBaXx.
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Pucynok 1.3 — O6knagunka F.E.A.R

Takum unnoM, Bukopuctanus GOAP y noennanHi 3 THITMMU METOJIaMH ITPOBOTO
IITYYHOTO 1HTEJEKTY JO3BOJISIE CYTTE€BO IMIJIBUIIUTH PIBEHb ABTOHOMHOCTI Ta
PEaTICTUYHOCTI MOBEIIHKM ITPOBHX AareHTIB, 10 € BAXIUBUM KPOKOM Yy PO3BUTKY
CY4YaCHHUX 1HTEPAKTUBHHUX CHUCTEM.

OKpIM TEOPETUYHUX MIAXOAIB, Y cdepi IrPOBOr0 MTYYHOTO IHTENIEKTY IIHPOKO
3aCTOCOBYIOTHCS TOTOBI IPOTPAMHI PIIICHHS Ta CTEIiaTi30BaH1 MIaThOpMH, 1110 3HAYHO
COPOIIYIOTh TPOLEC pO3pPOOKM CKJIAJHUX TOBEIIHKOBUX cucteM. Hanpukian,
porpaMHui MpoaykT XaitMap 3abe3mneuye aBToMaTHUHY T'e€HEpaIliio HaBiraliiHuX CITOK
(aarm. NavMesh) Ta peamizamiro e()eKTHBHUX aJrOPUTMIB MOIIYKY MUIAXiB, IO €
KPUTHUYHO BaXJMBUM s KopekTHoro nepemimieHHss NPC y TpuBumipHOMY irpoBOMY
cepenoBuiii. Y cBoro yepry, XaitControl peanizye MozenoBaHHsS MOBEIIHKA areHTIB Ha
OCHOBI CKIHYEHHHUX aBTOMATIB 1 TMOBEAIHKOBUX JIEPEB, JAO3BOJSIOYM THYYKO
HaJAIITOBYBATH JIOTIKY IPUUHATTS pillleHb HEIFPOBUMH NIEPCOHAXKAMU Ta 3a0€31eUyBaTH

KOHTPOJIbOBaHY peakilito Ha aii rpasis [14].
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Bukopuctanus mOMIOHMX 1HCTPYMEHTIB JO3BOJIIE PO3POOHHKAM 3HAYHO
CKOPOTHUTH Yac CTBOpeHHs 0a30Boi moBeniHku NPC, a Takoxx MiJBUIIUTH CTaOUIHHICTD
Ta mepeadavyBaHICTh IrpoBoi JIOTiKU. KpiM TOro, Taki pillieHHs JIETKO 1HTETPYIOTHCA 3
HOMYJISIPHUMHU IrpOBUMH pyIisimu, 30kpema Unity ta Unreal Engine, mo poOuts ix
YHIBEpCAIBHUMU JJIs1 KOMEPIIHHOT pO3pOOKH.

SIckpaBUM TPHUKIAIOM CKJIQJHOI aJalTHBHOI CHCTEMH IrPOBOTO IITYYHOTO
inTenekty € Nemesis System, Bukopucrana y cepii irop Middle-earth, po3po6ienux
crymieto Warner Bros. Ils cucrema ¢opMye yHIKaIbHUX NPOTUBHHKIB, SKI
3armam’sITOBYIOTh B3a€MOJIIIO0 3 TpaBlieM, OTPUMYIOTh 1HAMBIAYalbHI XapaKTEPUCTUKH,
IMEHa, 3BaHHsS Ta ICTOPII0 B3a€EMHUH 13 KOPUCTyBaueM. Y pe3yJibTaTi KOXHa 3yCTpid 3
TaKUM IIEPCOHAYKEM CTa€ yHIKaIbHOI0, a cami NPC MOy Th pPO3BHBATHCS, TIOCHUITIOBATUCS
abo cnabmiatv 3aJeXHO BiJ pe3ynbTariB B3aemonii. lle cyTTeBo miaBUIINY€e pIBEHb
peirpabenbHOCTI Ta EMOLINHY 3aJIy4E€HICTh I'PaBIIsl, CTBOPIOIOYN €(PEKT «KUBOTO CBITY»
[15].

VY HayKOBHUX NOCHIDKCHHSIX Ta €KCIIEPUMEHTAIBLHUX PO3POOKaX TaKOK aKTUBHO
BUKOPUCTOBYIOTHCS CIELIANI30BaHI CepeAOBUINA ISl TECTyBAaHHS aITOPUTMIB IrPOBOTO
MITYYHOTO THTEJICKTY.

OpuuM 13 Takux cepeaouin € ViZDoom, sike 103BOJIsI€ CTBOPIOBATH areHTIB, 110
B3a€EMOJIIIOTh 13 TPUBUMIPHUM CEPEIOBUIIEM Ha OCHOBI Bi3yanbHOi 1HQopMmauii. Lle
HaOMIKY€E TIPOIIeC HaBYaHHS JI0 PEaIbHUX YMOB CyYaCHUX BIJIEOITOp 1 Ja€ MOXKIIUBICTh
JOCIIJIKYBaTH €(DEKTUBHICTh AJITOPUTMIB HABYAHHS 3 MIJKPIIJICHHSAM Y JTUHAMIYHUX 1
YaCTKOBO CIIOCTEPEIKYBAHUX cepeaoBuiiax [16].

ViZD0oOm aKkTHBHO BHKOPHCTOBYETHCS MJIsi TECTyBaHHS CTpaTeriii MOBEMIHKH
areHTiB, ONTUMI3allli peakiiid y O0MOBHUX ClieHapisx Ta gociimkeHHs 3natHocti I o
JIOBrOTPUBAJIOTO TJIAHYBAHHS JTIH.

Ha pucynky 1.4 rpadiudHo mpeacTaBieHo mpoiec (GopMyBaHHS TPOCTOPY
CIOCTEpeXXeHb Yy cepeaoBuili ViZDoom, ne irpoBe OTOYECHHS TPaHCHOPMYETHCS Y
CTPYKTYpPOBaHUI MacHB BXIAHUX JaHHUX JUIsl 1HTEJIEKTYyaJIbHOTO areHTa, M0 TMOEIHYE

MOCTIOBHICTh Bi3yaJIbHUX KaJpiB Ta BEKTOPHI 3MiHHI CTaHY.
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Pucynok 1.4 — Bizyanizaiiis mporecy cumyJisiiii Ta 300py CIOCTEpEKEeHb areHTa

y cepenosuiii ViZDoom

Takum YMHOM, aHaJI3 Cy4YaCHUX MPOTPAMHHUX PIIIEHbB 1 TOCTITHUIIBKUX IIATHOPM
TOKa3ye, 110 MOEJHAHHS TOTOBUX IHCTpyMeHTIB (XaitMap, xaitControl), komepiiitHux
cuctem anantuHoro IIII (Nemesis System) ta naBuanbaux cepenoBuin (ViZDoom)
dbopmye KOMIUIEKCHY 0a3y JUisi pO3pOOKH CyYacHHX ITPOBUX IHTEJIEKTYaJTbHUX CHUCTEM.
BukopucTtanHs MOJIIOHUX PIIIEHb Y MEXKax MPOEKTY € JOLIBHUM, OCKUIbKU JTO3BOJISIE
MOETHATA TIEPEBIPEH] 1HKEHEPHI MIAXOAU 3 MOMXKJIMBOCTSIMHU CYYaCHOTO MAIIMHHOTO
HABYaHHS ISl CTBOPEHHS aJJallTUBHOI Ta IHTEPAKTUBHOI MOBEAIHKU ITPOBUX areHTIB.

Ha ocHOBI1 mpoBeieHOro aHaiizy ICHyIOUUX pilieHb y cdepi iIrpoBOrO MITYYHOTO
IHTEJIEKTy Ta IHTEPAKTMBHUX CHUCTEM B3a€MOJii KOpHUCTyBada 3 ITPOBUMH areHTaMu
MOXHa 3pOOUTH BUCHOBOK, III0 Cy4YacCHI MPOBiAHI KOMMaHIi-pO3pPOOHUKH MPOTPaMHOIO
3a0e3MeYeHHs] aKTUBHO BUKOPHUCTOBYIOTH T1OpHIHI MIIXOIH, SIKI MOEIHYIOTh KJIACHYHI
anroputMu mnoBeniHku NPC 3 MerogamMu MaliMHHOTO HABYaHHS Ta HABYaHHS 3
MIAKpiTUIeHHsIM. Taki pillleHHs T03BOJISIFOTH JOCSATaTH OUIBIIOI aJalTUBHOCTI 1rPOBUX
NEPCOHAXIB, MIJBUIIYBAaTH PEANTICTUYHICTh IXHBOI TMOBEIIHKM Ta 3a0e3ledyyBaTu
NepcoHaIi30BaHUM ITPOBUI TOCBIJI.

JlocBin mnpoBigHUX (ipM, 30KpeMa BUKOPHUCTAHHS TOBEIIHKOBUX JEpEB,
CKIHYEHHHMX aBTOMATIB, CUCTEM IUJIaHYBaHHS Jii, a TAKOXK Cy4acHUX (PpelMBOPKIB AJis

HaBYaHHS areHTiB, Takux gk Unity ML-Agents, 1eMOHCTpy€e BUCOKY €(PEKTHBHICTD IIPH
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CTBOPEHHI CKJIQJIHUX ITPOBUX CHCTeM. BukopucTaHHs moai0HUX MiIXO0/IIB € JOIUIBHIM 1
Ipu  peaiizallii JaHOro TMPOEKTY, OCKUIBKM BOHU 3a0e3MedyroTh OallaHC MIK
IPOAYKTHBHICTIO, KOHTPOJIbOBaHiCTIO oBeAiHKH NPC Ta MOXIUBICTIO 1X ajanTarii 10
T KOpUCTyBaya.

TakuM 4YMHOM, MOXKHA 3POOUTH BHCHOBOK, 110 BUKOPHUCTAHHS JOCBIy MPOBITHUX
KOMIaHIH-po3pOOHHKIB MPOTPaMHHX MPOIYKTIB Ta 1HTErpallisl BIIOMUX pillleHb y cdepi
IrPOBOr0 IITYYHOTO 1HTEJIEKTY € OOIPYHTOBAaHMM 1 JOLUUIBHUM TIIXO0JIOM MpHU
POEKTYBaHHI Ta peajizailii IHTepaKTUBHOI MPOrPaMHOT CUCTEMH B3a€MO/I11 KOPUCTyBayda

3 IrPOBUM IITYYHUM IHTEJICKTOM.

1.3 IlocTanoBKa 3371241 MPOEKTYBAHHSI

CTpiMKHMI1 pO3BUTOK I1HAYCTpli KOMIT IOTEPHUX IrOp BUCYBAa€ HOBI, IiJIBUIIEHI
BUMOTH JI0 SIKOCTI B3a€MO/IIi MK KOPUCTyBadueM Ta irpoBuM cepenoBuineM. CyyacHi
IpaBIll OYIKYIOTh HE JIMIIE BI3yaJbHO NPHUBAOIMBOTO KOHTEHTY, a W IHTEJIEKTYaJIbHO
HACHMYEHOi, HerependadyyBaHOl Ta aJanNTHUBHOI TOBEAIHKA HEIrpOBUX IEPCOHAXKIB.
TpanumiiftHi MIX0AW 0 peami3allli irpoBOTO IITYYHOTO I1HTEJEKTY, IO 0a3yrThCs
NEPEeBAKHO HAa YKOPCTKO 3aJlaHUX TMpaBHUIiaX, CKIHYEHHUX aBTOMAarax abo0 CTaTUYHHUX
JiepeBax MOBEAIHKU, YACTO MalOTh 0OMEKEHY THYUKICTh. BOHU CK1aiHO MacITabyrOThCS
IPU 3pOCTAHHI CKJIAJHOCTI ITPOBHUX CLEHAPIiB 1 MPU3BOAATH A0 NepeadadyyBaHOCTI i
NPC. Le 3HmXKye piBEeHb 3aly4y€HOCTI KOPHUCTyBaua Ta 3YMOBIIOE HEOOXITHICTh
JOCIIJKEHHSI 1 BOpPOBaJDKEHHs cydacHux anroputMmiB LI mus crBopeHHs OuIbIn
IPUPOIHOTO ¥ IHTEPAKTUBHOI'O 1TPOBOTO JIOCBIY, 3/aTHOTO MIATPUMYBATH OaaHC MK
CKJIQJIHICTIO TPU Ta MOXJIUBOCTSIMU TPaBIIs.

Meta poboTu mossirae y po3po0Oili iHTepakTUBHOT IPOTPAMHOI CHCTEMHU B3a€MOIi1
KOPHUCTYBaya 3 irpOBUM IITYYHUM 1HTEJIEKTOM.

Cucrema noBHHHA 3a0€3MEUNTH aAANTUBHY, KOHTEKCTHO-3aJICKHY Ta TUHAMIYHY
MOBEJIIHKY ITPOBUX areHTIB Y peajbHOMY Yacl Ha OCHOBI aHami3y Jid TpaBIl, iCTOpIi
B3a€EMO/III Ta CTaHy ITPOBOTO CEPEIOBUIIIA.

JIyist MOCSATHEHHS TIOCTABJICHOI MEeTH 0YyJI0 BU3HAUCHO TaKl 3aBAaHHS:
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— TMPOBECTH aHaI3 MPEeAMETHOI 007acTi Ta ICHYKYHMX CHUCTEM B3aEMOJIl
KOPHUCTYBaya 3 iIrpOBUM IITYYHUM IHTEJIEKTOM;

— JIOCHIIUTH Cy4YacHI MIAXOAM IO B3AaEMOJIIi KOpPHUCTyBadya 3 HEITPOBUMH
NePCOHAKAMH;

— oOrpyntyBatu BUOIp METOMIB Ta AaJTOPUTMIB IITYYHOTO IHTEIEKTY JUIf
3a0€e3IeueHHsI aIalTUBHOI MMOBEIIHKHA HEITPOBUX MEPCOHAXKIB,;

— 3I1MCHUTH MOCTAHOBKY 3aJlaul MPOEKTYBAHHS;

— CIIPOEKTYBATH apXITEKTYpy, aJITOpUTMIuHE Ta iHopMalliiiHe 3a0e3rneueHHs
CUCTEMU;

— pO3pOoOUTH MporpamMHe CEPEAOBUIIIE JIJIs peaizallii B3aeMoii 3 irposum 1111 Ta
peanizyBaTu iHTerpailito po3poosnenux mojuenei LI 3 irpopum pymiiem Unity;

— TIPOBECTH TECTyBaHHS pPO3POOJIECHOI CHUCTEMH B3a€EMOJIl KOpPUCTyBaya 3
ITPOBUM IITYYHUM IHTEJIEKTOM.

BianoinHO A0 MeTH poOOTH, HEOOXITHO PO3POOUTH 1HTEPAKTUBHY IPOrpaMHY
CUCTEMY B3a€MOJII1 KOPUCTYyBaya 3 IrpOBUM IITYYHUM 1HTEJIEKTOM. {715 peamizartii miel
METH BUCYBAIOThHCS TaKi BAMOTH JI0 BUKOHAHHSI:

a) aHaJIITUIHI BUMOTH:

1) mpoBecTH KOMIUIGKCHHH aHalli3 MPEeAMETHOI 00JacTi Ta iCHYHOUHX
CUCTEM ITPOBOTO IITYYHOI'O 1HTEJIEKTY;

2) IMOCHITUTH TIAXOAM JIO 3a0e3MEUYCHHS B3a€EMOJIl KOpHCTyBava 3
HEIrpOBHMMH MEPCOHAKAMH,

0) aIrOpUTMIYH1 Ta METOJUYH1 BUMOTHU:

1) oOrpyHTyBaTH BUOIp METOJIB Ta AITOPUTMIB IITYYHOTO IHTEICKTY, SKi
3a0e3neyaTh aJJaTUBHY MMOBEAIHKY HEITPOBUX MEPCOHAXKIB;

2) 3a0e3nevnTd TUHAMIYHY, KOHTEKCTHO-3aJICKHY TOBEHAIHKY arcHTIB y
peaTbHOMY Yaci Ha OCHOBI aHAJII3Y 1 TPpaBIls, ICTOPii B3aEMO/IIi Ta CTaHy IrPOBOTO
CEpEeIOBHUIIIA,;

B) apXITEKTYpHI Ta TEXHIYHI BUMOTH:

1) copoekTyBaTH apXiTEKTypy TMPOTPaMHOi CHUCTEMH, BKIIOYAIOYHM 1l
iH(opMarriitHe 3a0e3reueHHs,
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2) po3poOUTH TOBHOIIIHHMK IrpOBHHA  TNPOAYKT Ta  BiJMOBIIHUI
KOPHUCTYBaIllbKUM 1HTEpdEiC;

3) peanizyBaTH iHTETpaIlif0 PO3pOOJICHUX MOACICH MTYYHOTO IHTEICKTY 3
irpoBuMm pyimiem Unity;
') BUMOTH JI0 TECTYBaHHS Ta OLIHKH:

1) mpoBecTH TeCTyBaHHS PO3pOOICHOI CUCTEMH B irPOBOMY CEPEIOBHII;

2) oumiHUTH e()EeKTHBHICTh 3allPOIIOHOBAHHUX AJTOPUTMIB  IITYYHOI'O

1HTENeKTy y 3a0e3neyeHHi agantuBHocTi moBeainku NPC.
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2 APXITEKTYPA, AJITOPUTMIYHE TA ITHOOPMALIMHE 3ABE3ITEYUEHH S

IHTEPAKTUBHOI ITPOTPAMHOI CUCTEMU B3AEMOII KOPUCTYBAYA 3

I[I'POBUM I

2.1 ApxiTeKkTypa IPOEKTOBAHOI CUCTEMU

MeTo10 1BOTO MiAPO3AUTY € (OPMYBaHHS KOHIENTYaJbHUX 3acaj] pO3pOoOKU

iHTGp&KTHBHOT HpOFpaMHOI CHCTEMH Ha OCHOBI TNIMOOKOTO HAaBYaHHSA Ta HaBYaHHS 3

MIIKPITIICHHSAM. 3anpolOHOBaHA CUCTEMA JO03BOJISIE PO3B’SI3aTH TPAAMIIIIHI TTPOOIeMHU

IFPOBOTO MITYYHOTO 1HTENEKTY, TaKl sIK JIHIAHICTD CLIEHAPIiB, BIICYTHICTh aJalTUBHOCTI

A0 CTHIIO TI'paBOsd Ta HHU3bKaA onepauiﬁHa e(i)eKTI/IBHiCTB KJIIaCUYHHUX EU]FOpI/ITMiB.

BI/IKOpI/ICTaHHﬂ CydaCHHUX MGTOI[iB MAaIllMHHOT'O HaBYaHHA Oa€ MO>KJIUBICTD CTBOPUTH

ITPOBUX AareHTiB, 3/IaTHUX aHaJII3yBaTH IOBEMIHKY KOPUCTyBada, 3MIHIOBATH BIIACHY

TaKTHUKy Ta NpUIMaTH pIIIEHHS B PEAJbHOMY Yaci 3aJ€XHO BiJ MOTOYHOIO CTaHy

IrPOBOTO CEPEIOBUIIIA.

Ha pucynky 2.1 300pakeHO apXiTEKTypy IHTEPAKTUBHOI CHUCTEMHU B3a€MOJII1

KopuctyBaya 3 irposum 1111 [24].
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Jlns peanizamii MPOEKTHUX pIlIEHh OOpaHO AareHTHO-OPIEHTOBAHUN MIAXIT Y
MO€THAHH1 3 00’ €KTHO-OPIEHTOBAHUM. ATEHTHO-OP1€EHTOBAaHUM X1
BUKOpHUCTOBY€eThCs sl mpoektyBanHs LI sik cykymunocti NPC, sxi B3aemomiioTh 13
CEpEOBUIIEM, aHAJII3YIOTh BX1JIHI JIaH1 Ta BUKOHYIOTh CAMOCTIMHE MIPUIHATTSI PIIICHb.

OO0’ €KTHO-OPIEHTOBAHMM MIJX1J] 3aCTOCOBYETbCS HJisi peai3alii BHYTPIIIHbOI
Joriku Tpu B cepenoumn Unity, 3a0e3nedyoun iHKANCYISIi0 CTaHIB, TIOBEIIHKH Ta
B3a€EMOJIIi MK KOMIIOHEHTAaMU CHCTeMH. BUKOpUCTaHHS MAaHOTO MiAXOAY J103BOJISIE
3a0€3MeUYUTH MOIYJIBHICTh apXITEKTypH, CIPOIIYE MIATPUMKY MPOTrPaMHOTO KOOy Ta
3a0e3mneuye MOKIIMBICTh MAaCIITA0yBaHHS CUCTEMHU B MalilOyTHHOMY.

Y Mexax IOCHIKEHHS TaKOX 3I1MCHIOETHCS PO3pOOKa caMoi KOMIT I0TEpHOI T'PH,
sKa BUCTYIIA€ TECTOBUM CEPEIOBHUINEM Il (GYHKIIIOHYBAHHS 1HTEPAKTUBHOI CHCTEMU
HITY4HOTO iHTENeKTy. ['pa peanizoBana y xaHpi 1BoBUMIipHOTO miaTdopmepa(anrit. 2D
platformer), ne kopucTyBau B3aeMoOi€ 3 IrPOBHM CEPEIOBHINEM Yepe3 MEepeMillleHHS
nepcoHaxa, 00HoBy cucTeMy Ta JOCHIIKEHHS piBHIB. OCHOBHOIO OCOOJUBICTIO TP €
HasBHICTh HEITPOBUX TIEPCOHAXKIB, TOBEIIHKA SKUX (OPMYETHCA 3a JOTIOMOTOIO
AJITOPUTMIB IITYYHOTO 1HTENIEKTY Ta aJalTy€eThCs 10 CTUIIIO TPU KOPUCTYyBaya.

JIBoBUMipHU# (hopmat rpu 00paHo yepe3 HOTo BITHOCHY TPOCTOTY peaisaliii, 1o
JI03BOJISIE 30CEPEIUTH OCHOBHY YBary came Ha MeXaHi3Max B3aeMOjii KOpHCTyBaua 3
irpoBuM LI, a He Ha CKIaAHOCTI TPUBHMMIPHOI Trpadiku. IrpoBHil mpolec BKIHOYAE
JTMHAMIYH1 OOMOBI CIIEHH, CUCTEMY TIepeCyBaHHS TuIaTGopMaMu, B3aEMO/IIIO 3 BOPOraMu
Ta MexaHi3Mu 3MiHM noBeAiHku NPC 3aexxHo Bija il rpaBiis.

Hampuknaz, y BUMaaKky arpeCUMBHOTO CTHIIIO TPOXOJKEHHS IPOTUBHUKU MOXKYTh
JUATHA ORI KOOPJIWHOBAHO, aTaKyBaTH MIBUJIIE a00 3MIHIOBATH JUCTAHIIIIO BEIACHHS
6or0. Y cBow uepry, npu obepexxkHomy cTuiai rpu NPC MOXyTh mepexoauTd 10
MONITYKOBOI 200 3aXHUCHO1 MOBEIIHKH.

Jlns peanizaliii rpy BUKOPUCTOBYEThCS irpoBuid pymriii Unity, sikuii 3abe3mnedye
MIATPUMKY  (DI3UYHOT CHUMYJISII, aHIMaliiHOI CHUCTeMH, HaBiramii, pobotu 3
JTBOBUMIpHOIO Tpadikoro Ta iHTerpauii 3 ML-dpeiimBopkamu. BaxinBoro nepeBaroro
Unity e moxiuBicte Bukopuctanus Unity ML-Agents Toolkit — cnerianizoBanoro

CepeIOBHINIA JIJIS HABYaHHS areHTIB 3a JoroMororo anroputMi Reinforcement Learning.
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[{e mo3BoOJIsiE MOEAHATH KJIACHYHY JIOTIKY TP 3 MEXaHI3MaMH MAlTMHHOTO HABYaHHS Ta
peanmizyBatu anantuBHy ToBeaiHKy NPC 06e3 HeoOXiIHOCTI TOBHOTO PYYHOTO
nporpaMmyBaHHs clieHapiiB.[17]

Jlorika (¢yHKIIIOHYBaHHS CHUCTeMM Oa3yeThCs Ha OaraTOpiBHEBIH apXiTEKTYpI.
KnienTchkuii Momyib, peanizoBanuii y Unity, BignoBimae 3a (i3su4Hy CHMYJIAIIIIO,
BIITBOPEHHSI aHIMAIll, HaBITAIlII0 TIEPCOHaXIB, OOPOOKYy Mdili KOpHCTyBada Ta
BiloOpakeHHs iHTepdeiicy. Lleir Moaysb TakoXK 31HCHIOE 301p JaHUX MPO MOTOYHUMN
CTaH ITPOBOTO CEPEIOBUINA, BKIIOYAIOYN KOOPJIWHATHA 00’ €KTIB, MapaMeTpy 310POB’s,
1H(OopMaIIio MPOo aTaku Ta 1HIII MOBEIIHKOBI XapaKTEPUCTUKH.

Moaynes 36opy nmanux (anri. Data Pipeline) Bukonye dikcariito mapaMeTpiB
IrpOBOTO CTaHy y BHIJISAI BEKTOpIB cTaHy (aHri. state vectors), siki mepenaroThCs 10
00YHCITIOBAJILHOTO SiApa CUCTeMH. 310paHi JaHI BUKOPUCTOBYIOTHCS SK JIJIS MPOIECY
HAaBYaHHS areHTIiB, TaK 1 JJI1 MOAAJIBIIOro 1H(QEpeHCy MiJ 4Yac BUKOHaHHA rpu. lle
JIO3BOJISIE CUCTEM1 AaHaJI3yBaTH IIOBEIIHKY KOpHUCTyBaya B peajlbHOMY 4Yacli Ta
apantyBatu Joriky NPC 10 moto4dHoi cutyartii.

Monyns indepency Ta HaBuanHs (aHra. Al Core) peastizye anropuTMu MallmHHOTO
HAaBYaHHS Ta BIATNOBITAE 3a NPHHHATTS PIIIEHb ITPOBUMHU areHTamu. [l 11b0oro
BUKOPHCTOBYIOTHCS MOJIENI TJIMOOKOTO HaBUAHHSI, SIKI HABYAIOTHCS MIJITXOM B3a€MOIIT 13
CEepeOBUIIEM 1 OTPUMAHHS BUHATOPOJ 3a yCIiiHi aii. Takuil miaxig 103BOJIsiE€ areHTaM
MOCTYIoBO (popmyBaTu €(PEKTHUBHI CTpaTerii MOBEMIHKH, aanTyBaTUCS JI0 CTUIIO TPU
KOpPHUCTYyBaua Ta 3a0e31euyBaTh OIbII PEaTiCTUUHY B3aEMO/IIIO.

3aBIsIKH aBTOMATHYHIM 1eHTH(IKAI] MOBEIIHKOBUX TATEPHIB I'PaBId CHCTEMa
3a0e3nevyye MIATPUMKY CTaHy «IOTOKY», IPHU SKOMY CKJIQJHICTh ITPOBOTO IMPOLECY
BIJINOBIJIA€ PIBHIO HABUYOK KopucTyBaya. L{e 103BosIs€ MiABUIIUTH PIBEHb 3a71y4€HOCTI
TPaBIIs, MOKPAIIUTH PEirpadenbHICTh TPU Ta MIHIMIZYBATH BIIUYTTs MepeadavyBaHOCTI
noseainku NPC.

Jns 3a0e3nedeHHs cTabUIBHOCTI Ta MacIITaOOBAHOCTI CUCTEMH IepeadadyeHo
BUKOPHUCTAHHS KJIACTEPHOI apXiTEKTypH 3 MEXaH13MaMU pe3epByBaHHS Ta 130JbOBAHUMHU
cepelloBUIIIaMU BUKOHaHHA. lle no3Bossie 3a0e3MmeyuTH BIAMOBOCTIMKICTH CHCTEMH,

ONTUMI3YBaTH BUKOPUCTAHHS OOUYHCIIOBAILHUX PECYPCIB Ta MIATPUMYBATH MOXKIIMBICTD
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MOJIJIBIIOTO PO3MIMPEHHS (PYHKIIOHATY IHTEPAKTUBHOI MPOTPaAMHOI CUCTEMH.

VY Tabnumi 2.1 onucaHa XapaKTepUCTUKa KOMIT FOTEPHOI CUCTEMH .

Tabmui 2.1 — XapakTepucTHKa KOMIT FOTEPHOI CUCTEMU

Kareropis Herami
[Tpomecop (CPU) AMD Ryzen (ananor piBus 13/15/17 3anexHo
BiJl BUMOT)
Bineokapra (GPU) Cyuacaa AMD / NVIDIA GPU (ontumizoBana

JUISl TEH30PHUX OTeparliii)

OnepatvBHa aM'sITh 16 GB DDR-4
HakxonuuyBau 1 TB SSD NVMe
OnmnepariiitHa cuctema Windows 11

bibmioTexn/DpeiiMBOpKU

PyTorch 2.1, TensorFlow 2.15, Unity ML-
Agents 3.0

Moga nporpamyBaHHs

C# (Client), Python 3.10 (Al Core)

CepenoBuiiie po3pooKu

Unity / Visual Studio Code

VY tabnuii 2.2 HaBeIEHO MOPIBHSUIBHUM aHaJi3 3alpONOHOBAHOI 1HTEPAKTUBHOT

CUCTEMH ITPOBOT0 HITYYHOTO IHTEJIEKTY Ta TPAJMLIMHMUX MiAXOMAIB, IO 0a3yrOThCA Ha

CKPHIITOBIH JIOTII 1 CKIHYeHHUX aBToMaTax (anri. FSM).

Tabmuus 2.2 — [HopiBHANBHUN aHaNI3 3alPOINOHOBAHOT IHTEPAKTUBHOI CHCTEMHU

ITPOBOTO MITYYHOTO 1HTEJNEKTY Ta TPAJAUIIINHUX ITiIX0/TiB

XapakTepucTrka 3anponoHOBaHa cCUCTEMA [cHyrOUi pimieHHs
(Interactive Al) (Scripted/FSM)
TounicTh amanTartii Bucoxa 3aBmsikv | Hu3pka, oOMexeHa JepeBoM

JTUHAMIYHOMY HaBYaHHIO | PillICHb
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[IponoBmaokeHHs Tabmuii 2.2

HOBHUX HepCOHa)KiB

XapakTepucTuka 3anponoHoBaHa cUCTEMa IcHytoui pimeHHs
(Interactive Al) (Scripted/FSM)
AJTanI TUBHICTH HaBuaerbcss Ha  HOBuX | Bumarae pPYy4YHOI'O
CTpAaTETiiX TpaBIIs OHOBJICHHS KOy
[IpoakTHBHICTH [Iporuo3ye nii  rpaBug | JIume PEaKTUBHO
Harepe BIIIOBIIA€ HA TOII1
PeirpabenbHicTh CrtBoproe yHikaneHul | [lepenbauyBani  maTepHH
JIOCB1]I IIOpa3y MOBEIIHKU
MacmiraboBaHiCTh Jlerko macmtabyerhcsi Ha | KoxkHa 3miHa moTpedye

IICPCIIMCYBAHHA JIOTIKH!

[IpoBeneHe NMOPIBHSHHS JIEMOHCTPY€E OCHOBHI NE€peBar BUKOPUCTAHHS METOIIB

MAalIMHHOTO HABYAHHS Ta aJAalTHBHOIO IITYYHOI'O IHTEJNEKTY y CY4YacHUX ITpPOBUX

CHUCTCMaAx.

2.2 Anroputrmiune 3a6e3nedeHHs

AnroputmiyHe 3a0€3MeueHHs] CucTeMH 0a3y€eThCsl Ha IHTErpallii irpoBOTo PYyIIis 3

MOJIEJISIMU MAIllMHHOTO HAaBYaHHSA. 3arajbHUN adroputM (pyHKLIOHYBaHHA Iependadae

HUKJTIYHUHN TIpoIiec:

— OTPUMAHHS BEKTOPY CTaHY CEPEAOBHUIIA ;

— HOpMati3allis 1aHuX ;

— 1H(pepeHc Moeri ;

— 3acTOCYBaHHS [ii B Tpl OTPUMAaHHS ;

— BHUHaroponu (Mija yac HaBYaHHS).

Ha pucynky 2.2 3006paxkeHo anroputm poootu irposoro LI,
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[ Ilouatok )

OtpHMaHHA cTaHy
CEpeTOBHINA

Ilonepenna obpodka
JaHHX

[adepene HEHPOHHOT
Mepexi
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Buoip mi NPC

OuiHka pesynbTaTy Iil

NPC Ilepemomeno? OHOBISHHA MOJIETL

[ xoem )

Pucynok 2.2 — Cxema anroputMy po6otu irposoro LI

Jns 6e3mocepefHLOr0 BUOOPY il BUKOPHUCTOBYETHCS anroput™M Omnrumizaris
npokcuManbHOi momiTuku (anria. Proximal Policy Optimization, PPO) [17-18]. PPO
pearizye apXiTeKkTypy «aktop-kputuk» (anria. Actor-Critic). Mepexa-akTop rerepye
HMOBIPHICTh HACTYITHOT'O KPOKY, & MEPEXKA-KPUTHK OLIIHIOE HOTO AKICTh. DYHKIIIA BTpAT
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PPO BukopucroBye Mexanizm oOpizkum (Clipping), mo0 YHHKHYTH JEeCTPYKTHBHHX

oHoBneHb noyituku LELP () [18]:
LELP(g) = E[min(t.(8)A, clip(r:(6)'1 — €1 + €)A,], (2.1)

ne ry(6) — BiTHOIIIEHHST HOBOI MOJIITUKH J0 CTapoi,
A — omjinka nepeparu (advantage),

€ — rineprnapamMerp o0pi3KH.

[Tix wac npsimoro obuuncieHHs (iHpepeHcy) BXigHa iHpopmalis (BEKTOp cTaHy X)
IPOXOJUTh Yepe3 Maph HEHPOHHOI Mepeki. MarematndyHo mepeTBopeHHs [18-19] B

KOXXHOMY MTPUXOBAHOMY IIIapi MOKHA BUPA3UTH SIK:

y = fQizawix; + b) (2.2)

JIe W; — Baru 3'€JIHaHb;
b — 3mimenss;

f — dynkuis akruBanii (Hanpukian, ReLU a6o Tanh) [19-20];

JInst 0OpoOKH PI3HUX THUIIIB JIAHUX 3aCTOCOBYIOTHCS Pi3HI apXITEKTYPHU:

1) MLP (Multi-Layer Perceptron): O0poOka HH3bKOPO3MIPHUX BEKTOPHHUX
naHuX (KOOPAMHATH, pecypcH). 3ade3neuye HaBUIIy MBUIKICTh 1HGEPEHCY;

2) LSTM (Long Short-Term Memory): IIporHo3yBaHHS JTOBrOCTPOKOBHX
MaTEePHIB TOBEAIHKH TPaBII;

3) EfficientNet / ResNet: BUkoprcToByI0TbCS SIK €HKOJIEPH Bi3yalIbHUX O3HAK
(npoctopoBuii anamniz irpoBoi cuenu). EfficientNet oOpano sik HaiimepcrneKTUBHILITY
3aBJIKH METOMy CKJIaJ0BOro MaciirabyBanHs [21], mio 3a0e3medye OamaHC Mix
TOYHICTIO 1 IBUIKICTIO 0OPOOKH.

Y Unity anropurmu HII Bupinstorecss B okpemi C# xommnonenTd. Hagirarmiiini

3a7a4i po3B'sa3yr0Thes 3a goromororo NavMeshAgent. Oomin manumu Mix Jiorikoro 1111
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Ta (piI3MYHUM CBITOM BiJ0YBa€ThCSA aCMHXPOHHO uepe3 cuctemy momii (Event System),

IO 3HMIKY€ HABAHTAKCHH: Ha IIPOLCCOP.

2.3 IndopmariitHe 3a0e3MeUeHHS CUCTEMH

OckinbKH po3po0IItOBaHa 1HTEPAKTHBHA IpPOrpaMHa CHUCTEMa OpPIEHTOBaHA Ha
aHalli3 IrpOBOTO CEpPEJOBHINA Ta MPUUHATTS pIllIEeHh y PEXKUMI pEaTbHOTO 4Yacy,
BUKOPHUCTAHHS KJIACHYHOI pesiliifHol 0a3u JaHuX Yy TpPagulliifHOMy BUIJISIAI HE €
nouinbHUM. OCHOBHUI 00cAr 1H(popmarlii GopMy€eTbcs TUHAMIYHO 1]l YaC BUKOHAHHS
rpu, a oOpoOKa JaHMX 3IIMCHIOETbCS O€3MOCepelHhO B OINEpPaTUBHIA mHam’ STl Ta
rpadiuniii mam’sTi npuctporo. Takuii miAXiJ 103BOJISE€ MIHIMI3YBAaTH 3aTPUMKH TIiJ] 4ac
OOMIHY JaHMUMHM MDK ITPOBHUM pYIIIEM Ta MOAYJISMH IUTYYHOTO IHTEJIEKTY, IO €
KPUTHUYHO BAXKIMBUM JUIsl 3a0€311€UEHHSI IIJIaBHOTO Ta O€3MepepBHOTO IrPOBOTO MPOLIECY .

[ndopmariiitHe 3a0e3ne4eHHs] CUCTEMH 0a3yeThCsl Ha TIOTOKOBIM Nepenayl TaHuXx,
BUKOPUCTaHHI KOH(DIrypamiiHux (aiiB Ta cepiaii3oBaHUX MOJENEed MalIMHHOTO
HaBuaHHsA. OCHOBHUMH JIXKepesiaMu 1HPOopMaIlii € TOTOYHI CTaHU ITPOBOTO CEPEIOBHINA,
nii kopuctyBada, mapamerpu NPC Ta pesynapratd poOOTH anrOpPUTMIB INTYyYHOTO
IHTEJICKTY.

VY mporeci QyHKIIIOHYBaHHS CHUCTEMa IOCTIMHHO OTPUMY€E Ta aHAII3y€ BEIUKHUI
oOcAr BXiHO1 iH(popMallii, 10 BUKOPUCTOBYETHCS i1 (POPMYBaHHS MOBEJIHKH ITPOBUX
areHTIB.

Bxinna indopmartis:

1) BekTopu CTaHy

2) Bi3yalbHi JaHi;

3) nmaHi TeneMerpii.

Jlo 11i€i KaTeropii HaJEKaTh MapaMeTPH, 110 ONMUCYIOTh MOTOYHUN CTaH IrPOBOTO
CepeOBHILIA:

- KoopauHatu rpasis ta NPC;

~ IIBUJKICTb PyXy 00’ €KTIB;

~ HamnpsIMOK pyXY;
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~ pIBEHb 3/I0POB’S;

~ 3JIMIIOK PECypciB;

— CTaH aHIMali;

~ 1H(dopMalris PO MEePEeIIKOIN;

— JIUCTAHIS MK 00’ €KTaMH.

BekTopu crany € ocHOBOIO AJi ()OpMyBaHHS BXITHUX JAaHUX HEHMPOHHOI MEpexi
Ta BHUKOPUCTOBYIOTHCS aITOPUTMAMH MAIIMHHOTO HAaBYAHHS IS TMPOTHO3YBAHHS
MOTAJTBIITUX JTIH.

I[JUI IIPOCTOPOBOIO aHaJ'IiSY CCpcaoBHIIla CUCTEMA MOJKC BUKOPUCTOBYBATHU!

MaTpHIIl MKCEIB;

- KapTH rIUOUHY;

- pesynbratu Raycast-3anuris;

- 1HOopMAaIIiIo PO KOJI3i;

~ MAacCKH{ HaBKOJIMIIHIX 00’ €KTIB.

BizyanbHi faHi 0COONIMBO BaXKIIUBI ISl peatizallli alropuTMiB KOMIT IOTEPHOTO
OaueHHs Ta Mojelel rirmdokoro HaBuaHHs(anT. Deep Learning)[22].

TenemeTpiss BUKOPUCTOBYETHCS JIJISI aHAJI3Y MOBEIIHKH KOPUCTYBada Ta poOOTU
IIT:

- TOCTpLIH;

- aTaky;

- CTpuOKH;

— BUKOPHUCTaHHS MIPEIMETIB,;

~  YXWJICHHS;

~ 3MIHA HaMpsIMKY pyXy;

~  4ac MPOXOJ/KCHHS PIBHS;

~  KUIBKICTh CMEpPTEH;

~  YacToTa B3aEMOIIN 13 CepeIOBUILIEM.

HakonuueHHs TeIeMEeTpUYHUX JAaHUX JO3BOJISE CHCTEMI aJanTyBaTH CKJIAJIHICTh
rpu Ta popMyBaTH OUIBIN NepcoHaTi30BaHy MmoBeaiHKy NPC.

Ha BinmMiHy BiJ KJIacCHYHMX 1H()OPMALIIITHUX CUCTEM, 1€ OCHOBOIO € pensiiiiiHa 6a3a
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JaHUX, y JaHiil CUCTeM1 OCHOBHUMU aKIIEHT 3pOOJEHO Ha BHUCOKOUIBUAKICHOMY OOMiHI
JaHUMH MDK KOMITOHGHTaMmu. [HQopmariis 30epira€rbCcsi MepeBaKHO B ONEPATHUBHIM
nam’siTi, 0 AO3BOJISiE 3a0€3MeYNTH MIHIMAIBHUN PIBEHb 3aTPUMKH IIi/1 4YaC BUKOHAHHS
iH(DepeHcy Mojienel IMTYYHOrO 1HTEIEKTY.

[HdopmariiitHa MOJIETTh CUCTEMU CKIAAAETHCS 3 TPHOX OCHOBHHMX MOTOKIB JaHUX

1) moTik xKoH(iryparii;

2) TOTIK MOJICIICH;

3) morik Tenemerpii

[TapameTrpu pobotu cuctemu, HajamryBanHs NPC Ta XapakTepuCTUKH 1TpOBUX
ceciii 30epiraroTbes v:

- (aitinax popmary .json;

- KoHiIrypariax .yaml;

- ScriptableObjects y Unity.

Taki kKoH}Irypauii J03BOJISIIOTS:

~ IIBWJAKO 3MIHIOBATH MapaMeTpH Tpu;

- HaJIAIITOBYBaTH MOBEAIHKY arcHTIB;

- MacmTadyBaTh CHCTeMY 0€3 3MiHU MPOTPAMHOTO KOAY.

HaBueHi He#poHHI Mepexi eKCropTyroThes 3 Python-cepenosuii:

- PyTorch;

- TensorFlow.

[Ticyist HaBUaHHS MOJIeJTI KOHBEPTYIOThCS Y:

- .0Nnx;

- .nn;

- (¢dopmaru Unity Barracuda.

OTtpumani (aiinm iMmooptyroThest B UNity Ta BUKOPHCTOBYIOTHCS JIJIS1 BUKOHAHHS
1H(epeHcy 0e3nocepeIHbO BCEPEIMHI IFPOBOTO PYIIIs.

Cuctema 30epexeHHS )KypHAJIIB TOJ11M 3a0e3neuye:

~ 3amKC YaCOBHX DSIIB;

- (ikcarliro MOMHIIOK;

~ 30epeKeHHs MOBEAIHKOBUX MATEPHIB;
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~ BUSBJICHHS aHOMauiid y po6oti LI

KypuHanu nojaiit MOXKyTh 30epiraTucs:

~ Yy TeKCTOBHX (hailnax;

-y GiHapHUX QopmarTax;

-y ¢popmati CSV a6o JSON.

[TomiOHMIA mMiAXi7 COpPOIIY€E aHAJI3 MOBEIIHKH areHTIB Ta TOJAIbIIEe TECTYBAHHS
CUCTEMH.

Yepes BIACYTHICTH 0a3u JaHUX, MPOEKTYBAHHA AATAJIOTIYHOI MOJIEN1 peai3y€eThes
Ha piBHI apXiTekTypu kiaciB (y Hortarii UML).

JunamiuyHa Mozienb JaHUX POPMYy€EThCS 00'€KTaMH B TIaM'sITi:

1)  kmac AgentController 36epirae moTouni cTanu (TIO3MIIIFO, MBUIKICTD, ITLT);

2)  kmac EnvironmentManager akymynroe ngaHi Npo CIEHY 1 Tepenae
chopMoBaHM TEH30p (MacUB JIaHKUX ) O MOJIeN1 IHPEPEHCY;

3) CTpyKTypu oOMiHy manmmu Mixk Python Al Core ta Unity (skmo BoHM
MpaIiolTh Ha PI3HUX TMPolecax) OMHUCYIOThcs 3a mpomomoroto RPC mporokoniB
(manmpukinan, gRPC) i3 4iTko TUMI30BaHUMU TMOBiAOMJICHHSIMH. Lle TMOBHICTIO 3aMiHIOE
tpanuiiiiai ERD (Entity-Relationship Diagrams) i 3abe3mnedye MiHIMalbHY 3aTPUMKY

(latency) mig yac B3aemomii L1 3 kopucTyBauem.
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3 PEAJII3ALIISL IHTEPAKTUBHOI [TPOIPAMHOI CUCTEMU B3AEMO/III
KOPUCTYBAUYA 3 I'POBUM IITYYHUM IHTEJIEKTOM

3.1 Peamnizariist mporpaMHOTO 3a0€3TMCUCHHS

Jns mporpaMHoOi peanizariii 1HQOpMaIiiHOT CUCTEMH PO3POOJICHO TPUPIBHEBY
apXiTEeKTypy, IO CHHPAETHCS HAa MOMAYJIbHMNA TNPUHIUN Ta KOHIENIii 00'€KTHO-
opienToBanoro nporpamyBaHHs (OOII). CtpykTypa cucTeMH CIPOEKTOBAHA y BUIIISII
B3a€MOIIOB'SI3aHUX IIIapiB: TpeAcCTaBiieHHs (aHrin. Presentation Layer), mrydHOTro
inTenekty (anrt. Al Layer) Ta BukoHaHHs Ha 0a3i irpoBoro pymris (anri. Execution
Layer).

3B'SI3KM MK NPOTPAMHUMH KOMITOHGHTAMH, iXHE TPU3HAYEHHS Ta JIOTI4HY
B32€MO/III0 MTPOUTIOCTPOBAHO HA 3arajibHiN CTPYKTYPHINM CXeMi MPOrpaMHoOi CUCTEMHU Ha
pucyHky 3.1.

3anponoHoBaHa cxeMa JAeTalli3ye 1H(opMaliiiHi TOTOKM BIJ J1ii KOpUCTyBaya Ta
irpoBoro pytrist Unity depe3 kouBeep 300py ¥ 00poOKHM JaHUX 10 HEHPOMEPEIKEBOTO
MoAyJsl iH(GEpeHCYy 1 HaBYaHHs, 3a0e3Meuyloun 3aMKHEHUH LUK KEPYBAaHHS ITPOBUM
MPOIIECOM y peaJbHOMY Yaci:

1) map mpeacTaBicHHS;

2) map IlITydHOro HTENEKTY;

3) 1rap irpoBOro PyIIisi.

[ITap mpeacTaBaeHHs BIAMOBIIA€ 32 0€3MOCEPEIHIO B3aEMOIIIO 3 KOPUCTYBAuEM Ta
Bi3yaJi3alliio irpoBoro cBiTy. Jlo fioro ckiaay BXOIATh IBa KJIIOUOB1 OJIOKU:

~ TpaBelb: KIHIICBUH KOPHUCTYBay, SIKMA B3aeMoJli€ 3 Tpoio. BiH Hajcwmiae
«Komanau ayis nepcoHaxa» (BBEIEHHS 3 KJaBlaTypH, MUIIl TOIO) B ITPOBUN pYIIiil.
HartomicTe rpaBenib oTpuMy€e 3BOPOTHUH 3B'SA30K Y BUTIIAII 0OPOOKHU irpOBOTO TIPOIIECY
(BI3yasibHE BITOOpAKEHHS 3MiH Ha €KpaHi);

— Unity: irpoBuii pyiiii, sskuii € IEHTpaJIbHUM XaOOM Ha IbOMYy Imnapi. Bin
npuiiMae KOMaHAM KOPUCTyBaua, Kepye CTaHOM clieHH Ta «Binmpasmise naHi» mpo
NOTOYHUHM ITPOBUI CTaH HA HACTYMHHUM apXITEKTYpHUU pIBEHb JUIsl aHAJI3Y IITYYHUM

IHTEJIEKTOM.
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Pucynok 3.1 — CtpykTtypHa cxema irposoro LI

Kepye
IrpoBUK
npouaccom

[Tap LI — 11e ssmpo o0YMCIIOBaIBLHOT CHCTEMHU, 1€ B1IOYBAETHCS 301p TaHUX, aHATI3

Ta (OpMyBaHHS IHTEJIEKTyallbHOI TOBeMIHKU. I[Iporiec oOpoOku iH(opMmarii TyT

OpraHi30BaHO y BHUIJISAI MOCIi0BHOrO KoHBeepa (anri. Data Pipeline):

Unity;

a) Momayib 300py manux: [Ipuitmae nepBuHHY iH(OpMaIlito, HaIICAAHY 3 PYIIis
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0) Momynb 00poOku manmx: Ouuinye, HOpMaNi3ye Ta TOTye 3i0paHi maHi s
HEUPOMEPEKEBUX MOJICIIEH;

B) MOJyJIb IITYYHOTO 1HTENEKTY: LleHTpanbauii 070K MPUHHSATTS PIllIEHb Ha OCHOBI
Mojiesel TIndokoro HaBuaHHs. BiH BUKoHye AB1 (DYHKITIT:

1) nepenae chopMoBaHi CTaHM Ta JOCBI Yy MOJYyJb HAaBYAaHHS JJIs
oInTuMi3alii HOJIITUKH areHTiB;
2) Bugae chopmoBaHi Kepyroui gupekTHBH (iH(epeHC) 1 Biampasise

KOMaH/IM Ha PiBE€Hb IrPOBOTO PYIIis A1 BUKOHAHHS,

') MOJTyJIb HaBUaHHS: oHOBIIO€ Moeni LI Ta Binnpasmsie gani 1is 30epekeHHS Y
MOCTINHY MaM'sITh.

[Ilap irpoBoro pyuiisi BIANOBIAAE 32 IHTEPIPETALIIO IHTEIEKTYaIbHUX KOMaHH Y
KOHKpETHI (P13WYH1 Ta JIOT14HI JIIi BCEpEIUHI I'PU, & TAKOXK 32 (PIKCAIIIO0 JIOBTOCTPOKOBUX
TaHUX.

Moy npuitaartsa pimens NPC otpumye komanau Bin Moy LI ta tpanciioe
iX y KOHKpETHI HaMipy YU BUCOKOPIBHEBI 3aBJaHHs JUIsl HEITPOBUX MEPCOHAXKIB.

Monyns a"imartii Ta ¢izuku nepeBoauts pimerHs NPC Ha MoBy pyrinist — mporpae
BIJIMOBIJIHI aHIMAIlll PyXiB, aTaKk YM YXUJIEHb Ta MPOpaxoBye (Ppi3uyHi KoOJi31i 00'€KTIB.
[Ticnsg mporo I1ed MOIydb 3IMCHIOE 3BOPOTHHM 3B'SI30K: BiH O€3MOCEPETHBO KEpYE
IrPOBMM TMPOLECOM, MOBEPTAIOYM OHOBJIEHHMWA cTaH Hazax y Onok Unity Ha 1miap
MPEICTABIICHHS.

Cucrema 30epeXeHHsI JaHUX — OKpeMUM OJIOK, KUl mpuiiMae 1H(QOpMalio Bij
Monyns HaBuaHHS 4714 GiKcarlii mporpecy HaBYaHHs, KOH(ITryparliit a0o CTaHIB CUCTEMHU.

Cucrema (yHKIIOHYE B PEXHMI peajJbHOr0 4acy, peani3yroud LUKIIYHY JIOTIKY
00pOOKHU JaHUX 13 HU3BKOIO 3aTPUMKOIO:

1)  nii rpaBus oOpobstoTees B Unity;

2)  Unity tpancmoe cran cepenopumia Ha [llap Illtyunoro IHTenekry uepes
MOCIIOBHI MOy I 300py, OOpOOKHU Ta aHai3Yy,

3) monynb I popmye cTparerito, sika uepe3 Moaynb npuitHaTTa pimeras NPC

Ta Moaynb aHiMallii/(hi3uKu 3MIHIOE ITPOBUM CBIT;
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4)

3B'S3KY.

OHOBJICHHI CBIT BimoOpaxkaerbcs B Unity, 3aMuKaroYu KOJIO 3BOPOTHOTO

CTpykTypy pO3poOJEHOTO MPOTPAMHOTO 3a0e3MeueHHs Ha piBHI 00'€KTiB

nerainbHo BinoopaxkeHo Ha UML-miarpami kiaciB sika 300pakeHa Ha PUCYHKY 3.2.

Kepye

v

GamelManager
currentLevel
difficultyScale
player
Kepye

StartGame()
RestariLevel()
UpdateDifficulty()

kepye OTPUMYE

AaHi Big
J; k74

FlayerController

Environmentianager

AgentController (NFC)

health enemies health
position obstacles speed
mana playerPosition currentState
Mave() mapData target
Aftack() GetStateVecior() reviard
TakeDamage() ResetEnvironment() behaviourTyps
Useltem() UpdateEnvironment(} CollectObservations()
Dashi} oTpuMyE OnActionReceived() EMEOPHCTOBYE
Jump() BUHAropoay TakeDamage()
= Attack()
ChaseTarget(}
Fatrol()
Mepsgada
OaHux
W W
RewardSystam DataPipeline AlMaodel
reward stateVector neuralMetwork
penalties actionVector currentPolicy
Mepegada
AddReward() MormalizeData() Rawx rewardvalue
AddPenalty() SendToMaodel() PredictAction()
ResetReward() ReceiveAction() TrainModel()
CalculateReward()

Pucynok 3.2 — UML niarpama knacis

OcCHOBHI KJ1aCH CUCTEMH.

GameManager (Kepyrouuii KOMIIOHEHT): BIJMOBIAAE 3a >KUTTEBUM MK

irpoBoi cecii Ta TI0OaNbHy KOOpAMHALiI0 MK migcucremamu. [loms: currentLevel
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(morounwmii piBens), difficultyScale (xoedimienT ckmagHocTi), player (mocunmaHHS Ha
KOoHTpoJiep TpaBist). Meroau: StartGame(), RestartLevel(), UpdateDifficulty();

— PlayerController (Kontponep rpaBis): peaiidye JIOTIKY — B3a€MOJIIi
KopucTyBada 3 irpoBuM nepconaxem. [loms: health, mana, position. Metoau: Move(),
Attack(), TakeDamage(), Useltem(), Dash(), Jump();

— AgentController (KonTtponep Illl-arenrta): rosoBHuii iHTepdenc irpoBoro
MITYYHOTO 1HTEJIEKTY, 1110 3a0e3Meuye 3B’ 30K MK JIOT1KOIO MOBEAIHKHU Ta CEPEIOBHUIIIEM.
[Tons: health, speed, currentState (morounuii cran), target (uinw), reward (CykymHa
BuHaropona), behaviorType (tunm crparerii). Mertomu: CollectObservations(),
OnActionReceived(), TakeDamage(), Attack(), ChaseTarget(), Patrol();

— AlModel (Moaenp IHTENEKTY): 1HKAICYJIIOE JIOTIKY 1H(PEpPEeHCY Ta HaBYaHHS
HelipoHHoi Mepexi. [lomsa: neuralNetwork, currentPolicy, rewardValue. Meroau:
PredictAction(), TrainModel(), CalculateReward();

— EnvironmentManager (KonTponep cepenoBuia): BUKOHYE pOJb MPOKCi-
00’eKTa, 1[0 aKyMyJItOe CTaH irpoBoro mpoctopy. Ilojig: enemies (CIIMCOK BOPOTiB),
obstacles (mepemkomu), playerPosition, mapData. Meroau: GetStateVector(),
ResetEnvironment(), UpdateEnvironment();

— DataPipeline (Kanan o00poOku nanHux): 3a0esneuye cepiaiizaifilo Ta
HOpMAJII3aIlilo0 MOTOKIB AaHUX MK cepenoBuieM (Unity) Ta apXiTEKTypor0 HEHPOHHOI
mepexi. [loms: stateVector (Bektop crany), actionVector (Bektop aii). Meroau:
NormalizeData(), SendToModel(), ReceiveAction();

— RewardSystem (CuctemMa BHHAropoj): CcHeliagi3oBaHUW MOAYJb s
oOumucnenns ¢yHkmii BuHaropoau (reward function) ta mrpadiB (penalties) arenra.
[Tons: reward, penalties. Metonu: AddReward(), AddPenalty(), ResetReward().

3B’SI3KM MK KOMIIOHEHTaMH CUCTEMU (apXITEKTypHa B3a€EMOJIis):

— GameManager Kepye KOMITOHEHTaMHU PlayerController,
EnvironmentManager ta AgentController;

— AgentController Bzaemomie 3 AIModel mJ1s BU3HaUEHHS CTpaTErii, OTPUMYE
BX1H1 AaHi (cnoctepexkeHHs) Bix EnvironmentManager Ta ananizye epekTHBHICTb CBOIX
pimensb yepe3 RewardSystem;
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— DataPipeline BUKOHYe pojb TMOCEpEIHUKA, 3a0€3MeUyO4Yr KOPEKTHUMU

dbopmat ganux npu nepeaadi mixk AgentController Ta AlModel,

- EnvironmentManager BiamoBizae 3a arperaiiro 00’€KTiB CEpeIOBHIIA,

BKitouarour NPC Ta rpabiis.

Cranu, y sxkux moxe 3Haxoautucs NPC, 306paxxeno na UML nmiarpami craHiB Ha

pPUCYHKY 3.3.

NPC
OTpUMAE

Dead

} HP =0 [

Hurt

w ey

HP >0

rpy

3anyLeHs

Idle

|

paseUb
HAONHAETRCR

Fatrol ]

h J

lpaeeUs B
noni 3opy

)

L8

Chaze ]47

paesuUs
Ha
BlOCTaHI
AnA aTaku

- 3

Aftack ]7

Pucynox 3.3 — UML niarpama craniB

MpaesuUb
VTIK

Jlnst peamizaiiii i1HTEpaKTUBHOI MPOTPAMHOI CHCTEMH B3a€MOJIIi KOPHCTyBauda 3

IrPOBUM IITYYHUM IHTEJIEKTOM OyJ10 0OpaHO CyyacHi MPOrpaMHi 3acO0M Ta TEXHOJIOT],

K1

3a0e3Meyyl0oTh BHUCOKY MPOIYKTHUBHICTb,

THYYKICTh  PO3POOKH,

MIITPUMKY

QITOPUTMIB MAIIMHHOT'O HABYAHHS Ta IHTETPAIIO 3 I'POBUM CEPEIOBUILEM Y PEATbBHOMY

yaci

OCHOBHHUM CepeoBHILEM pO3pOOKHU 00paHo irpoBuit pymiid Unity. lanuii pymriid

€ OJTHUM 13 HAUMOIIMPEHIIINUX 1IHCTPYMEHTIB JIJIs1 CTBOPEHHS JIBOBUMIPHUX 1 TPUBUMIPHHUX
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IrOp 3aBISKH LIMPOKUM MOXJIMBOCTSIM 1HTErpaiii, miaTpumili ¢Gi3uky, aHiMaIii Ta
CUCTEM IITYYHOTO 1HTEJICKTY.

Bu6ip Unity o0ymMoBieHHIT TAKUMU ITepeBaramMu:

~ MiATpUMKa MOBH nporpamyBanHs C#;

— HasABHICTh BOYJI0BaHOI (P13UYHOI CHCTEMHU;

- marpumka NavMesh Ta cuctem Hagiraimii,

- MOXJIMBICTH 1HTErparlii 610110TeK MAaIIMHHOTO HAaBYaHHSI;

~  KpocmiatOpMEHICTh;

~ BHUCOKa MPOJYKTUBHICTh pOOOTH B peaibHOMY Yaci;

- BeJIMKa KUIbKICTh JIOKYMEHTAIIlll Ta TOTOBUX 1HCTPYMEHTIB.

Unity Takox 3a0e3nedyye 3py4YHHA MEXaHi3M KOMIIOHCHTHO-OPIEHTOBaHOI
PO3pO0KH, IO JT03BOJISIE JIETKO MACIITA0yBaTH CUCTEMY Ta JI0JJaBaTh HOBI MOYJII.

JInst peanizanli JIOTIKY TPU Ta HOBEAIHKY ITPOBUX areHTIB BUKOPUCTOBY€ETHCS MOBA
nporpamyBanHs C#. BoHa € ocHOBHOIO MOBOIO mporpamyBanHs y Unity ta 3abe3mnedye
BHUCOKY IIBUIKICTh BUKOHAHHS, ATPUMKY 00’ €KTHO-OPIEHTOBAHOTO MPOTpaMyBaHHs Ta
3py4Hi MEXaHI3MU pOOOTH 3 NOJIAMH, (PI3UKOIO Ta ACHHXPOHHUMH TMPOLIECaAMHU.

[TepeBaramu Bukopuctanus C# e:

— mnpocToTa iHTerparii 3 Unity;

— TiaTpuMKa 6araTornoTOYHOCTI,

— BHCOKa YATAOCIIBHICTD KOJIY;

— HAasABHICTH BEJIMKOI KUIBKOCTI 010J110TEK;

— MIATPUMKA CyYaCHUX MPUHLHUIIIB MPOrPAMHOI 1HXKEHEPIi.

Jlist peanizariii aaropuTMiB MAlIMHHOTO HABYAaHHS Ta HAaBYaHHS 3 MIAKPITUICHHIM
BUKOPHUCTOBYEThCs Oi0mioreka Unity ML-Agents Toolkit [5]. Jlauuii ¢periMBopk
JIO3BOJISIE  THTErpyBaTH MOJENI IITYYHOTO 1HTENEKTYy Oe3mocepelHb0 B IrpoBe
cepenosuiie Unity ta 3a6e3neuye B3aemoito Mixk Python i Unity uepes API.

OcHoBHuMU TIpuunHaMu BuO6opy ML-Agents e:

— miarpumka Reinforcement Learning;

— peamizais anroputmy PPO;

— MATPUMKA HABYAHHS areHTIB Y PeaIbHOMY 4Yaci;
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— MOJXKJIMBICTh BUKOPHCTAHHS HEHPOHHUX MEPEIK;

— inrerparis 3 TensorFlow Ta PyTorch;

— MIATPUMKA €KCIOPTY MoJienei y gpopmar .onnx.

ML-Agents mo3Bomsie ctBoproBatr aganTuBHUX NPC, siki HaBUalOThCS HA OCHOBI
B3a€MO/II1 3 KOPUCTYBAaueM Ta IrPOBUM CEPEIOBHUIIIEM.

Sk OCHOBHE cepeoBHINE po3poOKu BHKopucTOoBYyeThcs Visual Studio. Bono

3abe3reuye:

niaTpumMky C#;

- 1xTerparito 3 Unity;

- 3aco0u HaJIaroHKCHHS;

~  aBTOJOIIOBHEHHS KOJy;

~ aHaji3 MTOMHIJIOK Y PEKHMI PealbHOTO Yacy.
VY cucrtemi BUKOPUCTOBYIOTHCS Takl (POpPMATH:
- .JSON — i KOH}Iryparlriii;

- .yaml — 15 mapameTpiB HaBYaHHS;

— .0nnX — o151 30epeKeHHs MoJIeNIe HEMPOHHUX MEPEK.

3.2 Inrepeiic kopuctyBaya

st 3abe3nedyeHHss €(DEKTUBHOI B3a€MOJAIl KOPUCTyBaya 3 ITPOBUM IITYYHUM
IHTEJIEKTOM Yy Mekax poOOoTH Oyjo po3po0JeHO KOPUCTYBaLbKUM 1HTEpdeic, SKUil
BIJINOBIJIa€ CyYaCHUM BUMOTAaM JI0 3PYYHOCTI, 1H(GOPMATUBHOCTI Ta aJaNTUBHOCTI
ITPOBUX CUCTEM.

InTepdeiic kopuctyBaya € BaXKJIMBUM €JIEMEHTOM ITPOBOTO MPOILIECY, OCKIIbKU
camMe 4Yepe3 HbOrO KOPHUCTyBad OTpumye iHGOpMAIil0 TPO CTaH MEepCOoHaXka, IrpoBe
cepenoBuIle Ta pe3yibraTu B3aemoii 3 NPC.

[Tin yac mpoekTyBaHHsS iHTEep(elCy OCHOBHA yBara NpUALLATIAcCS MPUHIUIAM
MiHIMai3My, 3pO3YMIJIOCTI Ta IMIBUAKOTO CHpUHHATTS i1HGopMmarii. [HTepdeiic He

NEepeBaHTaXy€e€ €KpaH 3alBUMM €JIeMEHTaMHM Ta 3a0e3leyye KOopuCTyBaya JIMIIE

39



HEe0oOX1HOI 1H(OpMalli€lo, M0 MO3WTUBHO BIUIMBAE Ha KOMQOPT mij yac IpH Ta
JI03BOJISIE 30CEPEIUTUCS OE3MOCepPEeHHO HA IPOBOMY IIPOIIECI.

J1o OCHOBHUX €NeMeHTIB 1HTep(eicy HaIeKaTh:

~ 1HAMKATOP 3I0POB’sI IEPCOHAXKA;

— TIaHeJIb BUTPHUBAJIOCTI 00 €Heprii;

~  JYWIBHUKH PECYPCIB;

~ irdopwmariis npo notounuit cran NPC;

~  MEHIO May3u;

~  EJIEMEHTH B3a€MOJII1 3 IrPOBUM CEPEIOBUILEM;

- BI3yaJibHI €()EeKTH OTPUMaAHHS MMOUIKO/IKEHb Ta OOMOBHX I1H.

Iarepdeiic peanizoBanmii 3acodamu Unity Ul Toolkit ta Canvas System [23], m1o
3a0e3reuye THYYKICTh MPH aJanTailii €JIeMEHTIB JI0 PI3HUX PO3AUIBHUX 3JaTHOCTEH
eKpaHa Ta miatdopm.

BukopucTanHs KOMIIOHEHTHOTO TIXO0Y JA03BOJISE JIETKO MOAM(IKYyBaTH OKpEMI
eJIeMEeHTH 1HTepdeiicy 6e3 3MiHM 3arajibHOI CTPYKTYPU CUCTEMHU.

s xepyBaHHsA irpoBuM mporiecom Ta B3aemofii 3 NPC kopuctyBau Moxe
BUKOPHCTOBYBATH Pi3HI TUIH MPUCTPOIB BBEACHHS:

- KJIaBlaTypy;

- KOMII'FOTEpHY MUILY;

- TeUMIIaf;

~ aJIbTEPHATUBHI CIIOCOOU BBOJY.

[TinTprMKa pi3HHX THUIIB KOHTPOJIEPIB peaizoBaHa 3a normomoror Unity Input
System. Jlana cuctemMa J03BOJISIE CTBOPIOBATH YHIBEpCAlbHI CXEMH KEpYBaHHS Ta
aBTOMATUYHO QJIANTYBATU TPy JI0 PI3HUX MPUCTPOIB BBEJACHHS 0€3 HEOOX1THOCTI 3MiHU
joriku nporpamu. Lle 3abe3neuye kpocmiaTGOpMEHICTh Ta MIABUILYE JOCTYIHICTh TPU
JUISL KOPUCTYBAYIB .

Ha pucynkax 3.4-3.5 mpencraBieHo BikHa rpadidyoro iHTepdeiicy peanizoBaHOTO

cepeaoBuIIa I B3aemo/ii 3 irposum 1.
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Pucynox 3.4 — CtapToBe BikHO TpadigHOTO iHTepdelicy KOprCcTyBada

CepeIOBHIIA

Pucynox 3.5 — I'padiunuii inTepdeiic kopuctyBada B po3po0JICHOMY CEpeIOBHUIIT

[Tporpamui kogu NPC Ta kepyBaHHS IepCOHAKEM T'paBIs HABEJCHO BiAMOBIIHO Y

nonatkax A ta b.

3.3 TectyBaHHs po3poOJIEHOT TPOTpaMu

[Ticnsa 3aBepiieHHsT OCHOBHOTO €Tamy po3poOku OysIo MPOBEACHO TECTyBaHHS
IHTEpaKTUBHOI MPOrpaMHOI CHCTEMH B3a€MOJIIi KOPUCTyBaya 3 IrPOBUM IITYYHUM
1HTeNIeKTOM. MeToro TecTyBaHHs Oylia TepeBipka Mpaie3aaTHOCTI MPOTPAMHOTO
3a0€3MeueHHs, CTA0LIBHOCTI POOOTH AJITOPUTMIB INTYYHOTO I1HTEIEKTY, KOPEKTHOCTI

B3a€EMOJIII MDK KOMITOHEHTAMU CHCTEMH Ta OI[IHKAa 3arajJbHOTO KOPHUCTYBAIBKOTO

JOCBITTY.
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TecTyBaHHS MPOBOAWIIOCS y PYYHOMY PEXHMI 32 y4acTIO JEKUIBKOX JECATKIB
KOpPUCTYBauiB, $Ki B3aEMOJISUIA 3 ITPOBUM CEPEAOBHUINEM Yy PI3HUX CIEHApIIX
POXO/PKEHHA. Y YaCHUKH TECTYBAaHHS MEPEBiPsUIN:

—  CTablIBHICTh POOOTH TPH;

- KopekTHicTh PyHKIionyBaHHsI NPC;

~ peaxiiio IrpOBOTO MITYYHOTO 1HTENEKTY Ha il TpaBIs;

— IUIABHICTH ITPOBOTO MPOILIECY;

~ 3PYYHICTh KOPHCTYBAIIbKOTO 1HTEpPEICy;

~ 3araJibHUI piBE€Hb CKIAAHOCTI TPH.

OcoOnuBa yBara npuausuiaca nepeBipil agantuBHoi noBeAiHku NPC. Ilix gac
TEeCTyBaHHs 0yJIO BCTAHOBJICHO, 1110 IFPOB1 ar€HTH 3/1aTHI pearyBaTH Ha Jii KOpUcTyBaua
B peaJbHOMY 4aci, 3MIHIOBATU BJIACHY TAKTUKY IMOBEJIHKHU Ta MiATPUMYBATH aKTUBHY
B3a€EMOJIII0 3 TpaBleM. AJTOPUTMHM MAIIMHHOTO HAaBYaHHS 3a0e3neuyBajiu OuIbII
JUHAMIYHUK 1 HemepeadadyyBaHWW IrpOBUK NPOLEC MOPIBHSIHO 3 TpaJULIIHUMU
CKPUTITOBUMU PIIICHHIMHU.

Y pe3ynbTaTi TecTyBaHHs Oyj0 MIATBEPKEHO Mpale3daTHICTh CUCTEMH Ta
KOPEKTHICTh peaii3allli OCHOBHUX (hyHKIIIOHAJTLHUX MOAYJIB. BulbliicTh KOpUCTyBaviB
MO3WTHUBHO OIIHWJIM 3arajibHy arMmochepy TpHu, MOBEIAIHKY CYNpPOTHBHHKIB Ta PIBEHb
1HTEepakTUBHOCTI. HaBiTh y BUNaJKax, KOJIM KOPUCTYBaul HE MOIJIM MOBHICTIO MPOUTH
rpy uepe3 CKIAJHICTh OKPEMHUX €TaliB, BOHU BIJ3HAUYAIN 3aIlIKaBJICHICTh ITPOBUM
IpoliecoM Ta Oa)KaHHSI MPOJIOBKYBATH B3aEMO/IIIO 3 TPOIO.

Takox TeCTyBaHHS JO3BOJIIIO BHUSBUTH OKpPEMi AacleKTH, 110 MNOTpPeOyrTh
MOAANIBIIOT ONITHMI3aIIi1, 30KpeMa:

- 0OanaHCyBaHHS CKJIQJTHOCTI;

- mnokpaiueHns noBeainku NPC y HecTaHAapTHUX CUTYaLlIfX;

~  ONTHUMI3AIlII0 MTPOTYKTUBHOCTI OKPEMUX CIICH;

~  BJOCKOHQJIEHHS CUCT€MH HaBYAHHS areHTIB.

[IpoBeneHe TecTyBaHHS MIATBEPAWIO JOLUIBHICTh BUKOPUCTAHHS METO/IB
MalIMHHOTO HABYAHHS Ta aJalTUBHOTO IITYYHOIO 1HTEIEKTY ISl CTBOPEHHS CyYaCHUX

IHTEPaKTUBHUX IrpoBHX cucTeM. OTpuMaHi pe3ynbTaTH CBIAYaTh NP0 €(PEeKTHBHICTDH
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pO3po0IeHOI TPOrpaMHOi CHUCTEMH Ta MOXJIMBICTH 1i TOMAIBIIOTO0 PO3BUTKY U

MaciTa0yBaHHS.
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BMUCHOBKHA

VY pe3ynbTari BUKOHaHHS KBasi(ikaliitHoi po6otu 0ymo:

1. [IpoBeneHo aHaji3 ImpeAMETHOI 00JIacTl IrPOBOrO MITYYHOTO 1HTENICKTY,
BU3HAYCHO HEIOJIKHM ICHYIOUYHMX I1X0/11B Ta OOTPYHTOBAHO BUOIp METO/IIB JUIs peajizaliii
a/IalITUBHOT MOBEAIHKY HEIrpOBUX MepcoHaxiB. [1nsgxom TeopeTHUHOTO JOCTiKEHHS Ta
MOPIBHSHHS KJIACMYHMX alTOpUTMIB (CKiHUYeHHI aBTOMatu FSM, nepeBa moBemiHKH,
GOAP) 13 cyyacHuMH MeTo/laMy TTMOOKOTO HAaBYaHHS Ta HABYAHHSA 3 IMIIKPITUICHHSM.
[le nmo3BONMMIO JOBECTH OOMEXKEHICTh TPAAMIINHUX JETEPMIHOBAHUX CHCTEM
(mepenbavyBaHIiCTh, CKJIQJHICTh MacIITaOyBaHHA) Ta CcHOpPMYBaTH TEOPETUKO-
METOJI0JIOTIUHY 0a3y /i 3acTocyBanHs anroputmy Proximal Policy Optimization na 6a3i
apXITEKTYPH «aKTOP-KPUTHKY, 110 3a0€3MeUy€ 3/JaTHICTh areHTIB CAMOCTIMHO HAaBYATHUCS
Ta afanTyBaTHUCS 10 ITPOBUX CUTYAILIIi.

2. CrpoexToBaHO Ta peani3oBaHO 0araTOpPIBHEBY AapXITEKTypy HpPOrpamHOi
CUCTEMH, sIKa BKJIFOYAE I1ap MPEACTaBICHHS, IIap IMTYYHOTO IHTEJIEKTY Ta Iap iIrpoOBOTO
py1is. 3 BAKOPUCTAHHIM 00’ €KTHO-OP1EHTOBAHOI'O Ta Ar€HTHO-OP1EHTOBAHOTO MIXOIB,
7e Jorika rpu Ta ¢izuka o0pobnsroThes B cepenoBuii Unity (Ha mosi C#), a Moxeni
HEHPOHHMX MEPEeX HABYAIOTHCS Ta BUKOHYIOTH 1H(EpPEHC 3a TOTOMOror (hpeiMBOPKY
Unity ML-Agents. Ie 3a0e3mneunsio BHCOKY MOYJIbHICTh, Oe3nepeOiiiHnii 0OMiH JaHUMU
B pEalbHOMY 4Yacl 3 MiHIMaJIbHUMHU 3aTPUMKaMU Ta JTO3BOJWIO CHCTEMi €(PEeKTHBHO
dbopmyBatu quHamiyHy noeainky NPC 0e3nocepeaHbo mij 9ac irpoBOro mnpoiecy.

3. Po3pobneno ¢hyHKIIOHATEHUN MPOTPAMHUN MPOAYKT - KOMITIOTEPHY TPy Y
JKaHpPl JBOBUMIPHOTO KIIH-TUIaTGOpMepa, 110 BHUCTYIMAE CEPEAOBHUINEM IS
¢dbyHkuionyBaHHs cTBopeHoro agantusHoro LI, [nsxom nporpaMyBaHHS KOHTPOJIEPIB
TpaBIls Ta BOPOTIB, peajizailii KOHBeepa JaHUX JJI 300py TeneMeTpii (KoOpAUHATH, CTaH
3I0pOB'sl, A1l TpaBls), IHTErpallii cucteMu it anroputMy RL Ta po3poOKu IHTYiTUBHO
3po3yMiIIOro iHTepdeiicy kopuctyBaua 3 Bukopuctanusm Unity Ul Toolkit. Ile gamo
3MOTY MEpPEHECTH TEOPETHUYHI MOJEl MAIIMHHOTO HAaBYAHHS y MPAKTUYHY IUIOIIMHY,

CTBOpHUBIIHN HpaHI-OI-OIII/Iﬁ NpoOTOTHUII CHUCTCMH, A€ IPOTUBHHUKH SIIaTHi IMPOAKTHUBHO
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3MIHIOBAaTH JHMCTaHLII0, KOOPAMHYBAaTH aTakd Ta pearyBaTd Ha arpecUBHUM YU
o0epeXKHUI CTHIIb IPU KOPUCTYBaya.

4. [TpoBeneHo TecTyBaHHS PO3pPOOJIEHOI CUCTEMH Ta OIIHEHO €(EeKTUBHICTDH
QITOPUTMIB ITPOBOTO IITYYHOTO 1HTEJIEKTY B YMOBAaX peajbHOI B3a€MO/IIi 3 TPaBLSIMHU.
[InsixoM 3adyyeHHs TECTOBOI TPYNH KOPUCTYBayiB, AKI B3aEMOJISIA 3 ITPOBUM
CEpEOBUIIEM Yy PI3HUX CIEHAPiAX, 13 TOMAIBIINM aHATI30M ITPOBOTO TIPOIIECY,
crabinpHOCTI cucteMu Ta peakiii NPC Ha moBeniHkoBi marepHu TpaBipl. OTpumaHi
pe3yNbTaTH TMOPIBHIOBAINACA 3 TPaAULIMHUMU CKpunToBUMH FSM-pimennsmu 3a
KpUTEpISIMA  aJIaliTUBHOCTI  Ta  peirpadenbHOCTi.  TecTyBaHHS  MIATBEPANIO
mpare3aTHICTh Ta BIIMOBOCTIMKICTh MPOrpaMHOTro 3a0e3neueHHs. Pe3ynbratu nosenu,
mo BukopucTanHs Reinforcement Learning mepeBepinye >KOpPCTKO 3ajiaHi CIieHapii:
cucreMa 3abesnedye OUTBIN IIIMOOKE, BUILY HemepeadadyBaHICTh BOPOTIB Ta T'€HEpPYeE
YHIKQJIBHUWA ITPOBHM JTOCBIJ i 4Yac KOMXHOTO MPOXOJKEHHS, 3HAYHO II1JIBUILYIOUYU
peirpabeNbHICTb.

[IpakTyHa MIHHICTH OJIEP)KAHUX PE3YJIBTATIB MOJSATAE Y CTBOPEHHI TOTOBOTO JI0
BUKOPUCTAHHS 1HCTPYMEHTApil0 Ta apXITEeKTypHOIO Kapkaca, SKAW pO3pOOHHKH
KOMIT FOTEPHHUX irop MOKYTh IHTEIPYBaTH Y BJIaCHI POEKTH Ha 6a3i pyiris Unity.

Brnoganemomy  poOOTYy  JOIIIBHO  COpSIMYBaTH  HA  BIPOBAKCHHS

0araToareHTHOTO HaBYAHHSA 3 MiKPITUICHHAM JUTs CKIIaaHoi rpymnoBoi B3aemoaii NPC.
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Homatox A

[IporpamuHuit KOJ HEIrPOBOTO MEPCOHANKA

using System.Collections;

using UnityEngine;

using Unity.MLAgents;

using Unity.MLAgents.Actuators;
using Unity.MLAgents.Sensors;

public class BringerMelee : Agent

{
[Header("Movement")]
[SerializeField] private float speed = 5f;
[SerializeField] private Transform player;

[Header("Combat")]

[SerializeField] private Transform attackPrefab;
[SerializeField] private Transform attackPoint;
[SerializeField] private float attackRange = 3.5f;
[SerializeField] private float attackCooldown = 1.5f;
[SerializeField] private float maxHealth = 100f;

[Header("Components")]

[SerializeField] private Rigidbody2D rb;
[SerializeField] private Animator animator;
[SerializeField] private Transform hitEffect;

[Header("Debug")]
[SerializeField] private bool debugRewards = true;

private float currentHealth;
private bool hurt;

private bool isAttacking;

private Coroutine attackCoroutine;
private float lastAttackTime;

// = = —=======
// INITIALIZATION & RESET
// = = ===

public override void Initialize()

{
if (rb == null) rb = GetComponent<Rigidbody2D>();
if (animator == null) animator = GetComponent<Animator>();

TryGetPlayer();

if (player !=null)
{
Collider2D playerCol = player.GetComponent<Collider2D>();
Collider2D myCol = GetComponent<Collider2D>();
if (playerCol != null && myCol != null) Physics2D.lgnoreCollision(playerCol, myCol);
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}
}

private bool TryGetPlayer()
{
if (player == null)
{
GameObject p = GameObject.FindWithTag("Player");
if (p !'= null) player = p.transform;
}
return player != null;

}

public override void OnEpisodeBegin()
{
StopAllCoroutines();
if (rb 1= null)
{
rb.linearVelocity = Vector2.zero;
rb.angularVelocity = Of;
}

hurt = false;

isAttacking = false;
currentHealth = maxHealth;
lastAttackTime = Of;

transform.localPosition = new Vector3(Random.Range(-7f, 7f), 1f, Of);

if (animator != null)
{
animator.SetBool("Hurt", false);
animator.SetFloat("Speed", Of);
}
}

// = = ===
// OBSERVATIONS (Space Size: 9)
// = =

public override void CollectObservations(VectorSensor sensor)
{

float distance = Of;

Vector2 dir = Vector2.zero;

Vector2 vel = Vector2.zero;

float hp = Of;

float attacking = Of;

float cooldown = 0Of;

float inRange = 0Of;

if (TryGetPlayer() && rb != null)
{

distance = Vector2.Distance(transform.position, player.position);
dir = (player.position - transform.position).normalized;
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}

/1
/1
//

vel = rb.linearVelocity;

hp = currentHealth / maxHealth;

attacking = isAttacking ? 1f : Of;

cooldown = Mathf.Clamp01((Time.time - lastAttackTime) / attackCooldown);
inRange = distance <= attackRange ? 1f : Of;

}

sensor.AddObservation(distance / 10f);
sensor.AddObservation(dir.x);
sensor.AddObservation(dir.y);
sensor.AddObservation(vel.x / speed);
sensor.AddObservation(vel.y / speed);
sensor.AddObservation(hp);
sensor.AddObservation(attacking);
sensor.AddObservation(cooldown);
sensor.AddObservation(inRange);

ACTIONS & REWARDS

public override void OnActionReceived(ActionBuffers actions)

{

// 1. Reduced passive time penalty
AddReward(-0.0004f);

if (ITryGetPlayer() || rb == null | | hurt) return;

float distanceToPlayer = Vector2.Distance(transform.position, player.position);
bool inAttackRange = distanceToPlayer <= attackRange;

int moveAction = actions.DiscreteActions[0];
int attackAction = actions.DiscreteActions[1];

// 2. Proactive Distance Penalty (The further away, the more it "stings")
float distPenalty = Mathf.Clamp01(distanceToPlayer / 15f) * -0.001f;
AddReward(distPenalty);

// --- MOVEMENT ---

if (lisAttacking)

{
Vector2 dirToPlayer = (player.position - transform.position).normalized;
float moveDir = Of;

if (moveAction == 2) // Toward
{
moveDir = dirToPlayer.x;
AddReward(0.001f); // Bonus for closing the gap
}
else if (moveAction == 1) // Away
{
moveDir = -dirToPlayer.x;
AddReward(-0.002f); // Penalty for retreating
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}

rb.linearVelocity = new Vector2(moveDir * speed, rb.linearVelocity.y);
if (animator != null) animator.SetFloat("Speed", Mathf.Abs(rb.linearVelocity.x));
FlipSprite();

}

// --- ATTACK ---
if (inAttackRange) GiveReward(0.01f, "InAttackRange");

bool canAttack = Time.time - lastAttackTime >= attackCooldown;
if (attackAction == 1 && lisAttacking && canAttack)
{

lastAttackTime = Time.time;

attackCoroutine = StartCoroutine(AttackRoutine());

GiveReward(-0.005f, "AttackEffort");

if (linAttackRange) GiveReward(-0.05f, "WhiffPenalty");
}
}

private IEnumerator AttackRoutine()
{
isAttacking = true;
if (rb = null) rb.linearVelocity = new Vector2(0f, rb.linearVelocity.y);
if (animator != null) animator.SetTrigger("Attack");
yield return new WaitForSeconds(0.9f);
isAttacking = false;
attackCoroutine = null;

}

public void CreateAttackHitbox()
{
if (attackPrefab != null && attackPoint != null && isAttacking)
{
Instantiate(attackPrefab, attackPoint.position, attackPoint.rotation);
}
!

// = = ===
// DAMAGE & EXTERNAL REWARDS
// = = ===

public void TakeDamage(float dmg)
{

currentHealth -= dmg;

hurt = true;

isAttacking = false;

if (attackCoroutine != null) { StopCoroutine(attackCoroutine); attackCoroutine = null; }

GiveReward(-0.1f, "DamageTaken");

if (currentHealth <= 0f)
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GiveReward(-1.0f, "Defeat");
EndEpisode();
}

else

{
StartCoroutine(StunRoutine(0.4f));

if (hitEffect != null) Instantiate(hitEffect, transform.position, transform.rotation);

private IEnumerator StunRoutine(float t)

{
if (animator != null) animator.SetBool("Hurt", true);
if (rb != null) rb.linearVelocity = Vector2.zero;
yield return new WaitForSeconds(t);
if (animator != null) animator.SetBool("Hurt", false);
hurt = false;

public void RewardSuccessfulHit() => GiveReward(1.0f, "HitSuccess");

public void RewardKill()

{
GiveReward(5.0f, "KillReward");
EndEpisode();

private void GiveReward(float reward, string reason)
{
AddReward(reward);
if (debugRewards) Debug.Log(S"[{reason}] {reward:F4} | Total: {GetCumulativeReward():F2}");

private void FlipSprite()
{
if (player == null) return;
float dx = player.position.x - transform.position.x;
if (Mathf.Abs(dx) > 0.1f)
{
Vector3 s = transform.localScale;
s.x = Mathf.Abs(s.x) * (dx >0 ? -1f : 1f);
transform.localScale = s;
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public override void Heuristic(in ActionBuffers actionsOut)

{
var d = actionsOut.DiscreteActions;
d[0] = Input.GetKey(KeyCode.D) ? 2 : Input.GetKey(KeyCode.A) ? 1: 0;
d[1] = Input.GetKey(KeyCode.Space) ? 1 : 0;
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Jonatok b

[IporpamuHuii KO KEpyBaHHS IEPCOHAKEM T'PABIIS

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.InputSystem;

using UnityEngine.Ul;

using UnityEngine.Events;

using UnityEngine.SceneManagement;

public class Character : MonoBehaviour
{
public float phealth = 100f;
public float pmana = 100f;
public int charge = 0;
public GameObiject SlashEffect;
public GameObject RangedSlashEffect;
public GameObject DashSlashEffect;
public GameObiject SlashHitEffect;
public GameObject PotionEffect;
public GameObject ChargeEffect;
public Transform AttackPoint;
public Transform EffectPoint;
public Slider health;
public Slider mana;
public int ManaPotionAmount { get; private set; }
public Animator Animator;
public bool isAttacking = false;
public bool IsRangeAttacking = false;
public static Character instance;
public bool IsCharging = false;
[SerializeField] public Transform hitpoint;

public Rigidbody2D rb;
public Transform groundCheck;
public LayerMask groundLayer;

private float horizontal;

public float speed = 14f;

public float jumpingPower = 8f;
private bool isFacingRight = true;
public Transform HitEffect;

private bool canDash = true;
public bool isDashing;

public float dashPower = 4f;
private float dashTime = 0.4f;
private float dashCooldown = 1.5f;
public TrailRenderer tr;

public BoxCollider2D m_collider;
public bool IsCrouching = false;

55



float m_ScaleX, m_ScaleY;
float m_OffsetX, m_OffsetY;
private bool hurt = false;

private void Awake()

{

}

if (instance == null)
{
instance = this;

}

else

{

Debug.LogWarning("There are multiple instances of the Character class!");
Destroy(this);
}

private void Update()

{

if (omana > 100f)
{

pmana = 100f;
}
if (pmana < Of)
{

pmana = 0f;

}
Animator.SetFloat("Speed", Mathf.Abs(rb.linearVelocity.x));

if (isDashing)
{

return;

}

if (lisFacingRight && horizontal > 0f)
{
Flip();

}

else if (isFacingRight && horizontal < 0f)

{

Flip();

}

if (IsGrounded())

{

Animator.SetTrigger("IsGrounded");
Animator.SetBool("Airborne", false);

}

if (IsGrounded())

{
Animator.ResetTrigger("IsGrounded");
Animator.SetBool("Airborne", true);

}

if (phealth <= 0 && Input.anyKey)

{
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SceneManager.LoadScene(SceneManager.GetActiveScene().name);

}
}

public void GainCharge()
{
charge = Mathf.Clamp(charge + 1, 0, 3);
Instantiate(ChargeEffect, EffectPoint.position, EffectPoint.rotation);
Animator.SetInteger("Charge", charge);
Debug.Log(charge);
}

private void RangedSlashAttack()
{

StartCoroutine(shoot());
}

public void RangedAttack(InputAction.CallbackContext context)

{
if (context.performed && pmana >= 25f && IsGrounded())

{
charge = 0; // Reset charge at the start
Animator.SetInteger("Charge", 0);
speed = 0f;
Animator.SetBool("Charging", true);
IsCharging = true;

}

if (context.canceled)

{
IsCharging = false;
Animator.SetBool("Charging", false);

if (charge > 0)

{
// Fire immediately on release
Animator.SetTrigger("IsRangeAttacking");

pmana -= 25f;
SetMana();
}
else
{
charge = 0;
Animator.SetInteger("Charge", 0);
}
speed = 14f;
}
}
public void SlashAttack()
{
Instantiate(SlashEffect, AttackPoint.position, AttackPoint.rotation);
}
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public void DashAttack()
{

if (isDashing)

{

Instantiate(DashSlashEffect, AttackPoint.position, AttackPoint.rotation);

}
}

public void Attack(InputAction.CallbackContext context)

{
if (context.performed && IsGrounded() && l!isAttacking)

{

Animator.SetBool("IsAttacking", true);
isAttacking = true;

}
}
private void SetHealth()
{
health.value = phealth;
}
private void SetMana()
{
mana.value = pmana;
1

public UnityEvent<Character> OnPotionCollection;

public void PotionCounter()

{
ManaPotionAmount++;
OnPotionCollection.Invoke(this);

}

public void PotionUse(InputAction.CallbackContext context)

{
if (context.performed && ManaPotionAmount > 0 && pmana < 100)

{
ManaPotionAmount--;
OnPotionCollection.Invoke(this);
pmana = pmana + 25;
Instantiate(PotionEffect, EffectPoint.position, EffectPoint.rotation);
SetMana();

}

}

private IEnumerator wait()

{
speed = 0f;
yield return new WaitForSeconds(0.5f);
speed = 16f;

}
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void Start()

{
m_ScaleX = 0.2230458f;

m_ScaleY = 0.3334816f;
m_OffsetX = -0.07471263f;
m_OffsetY = -0.05308678f;

}

private void FixedUpdate()
{

if (isDashing) return;
rb.linearVelocity = new Vector2(horizontal * speed, rb.linearVelocity.y);

if (rb.linearVelocity.y < 0)

{
rb.AddForce(Vector2.down * 40f, ForceMode2D.Force);

}
}

public void Dashing(InputAction.CallbackContext context)

{
if (context.performed && canDash && speed * horizontal != Of && IsCrouching == false)

{
StartCoroutine(Dash());
m_collider.enabled = true;

}
}

public void Jump(InputAction.CallbackContext context)

{
if (context.performed && IsGrounded())

{
StartCoroutine(Jump());

}
}

public bool IsGrounded()

{
return Physics2D.OverlapCircle(groundCheck.position, 0.2f, groundLayer);

}

private void Flip()

{
isFacingRight = lisFacingRight;
transform.Rotate(0f, 180f, 0f);

}
public void Move(InputAction.CallbackContext context)
{
horizontal = context.ReadValue<Vector2>().x;
}
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public void Crouch(InputAction.CallbackContext context)

{

}

if (context.performed && IsGrounded())

{

}

m_collider.size = new Vector2(0.2230458f, 0.2508897f);
m_collider.offset = new Vector2(-0.07471263f, -0.09231792f);
Animator.SetBool("Crouch", true);

speed = 0f;

IsCrouching = true;

if (context.canceled)

{

}

m_collider.size = new Vector2(m_ScaleX, m_ScaleY);
m_collider.offset = new Vector2(m_OffsetX, m_OffsetY);
Animator.SetBool("Crouch", false);

speed = 16f;

IsCrouching = false;

public void Slide(InputAction.CallbackContext context)

{

}

if (context.performed && IsCrouching == true && canDash)

{

}

Animator.SetTrigger("Slide");
StartCoroutine(Sliding());
m_collider.enabled = true;

public void TakeDamage(float damage)

{

}

phealth -= damage;
SetHealth();
StartCoroutine(Hurt());
if (ohealth <=0)

{

}

Animator.SetTrigger("Dead");

rb.bodyType = RigidbodyType2D.Static;

m_collider.enabled = false;

horizontal = 0Of;

// Tell the manager we died before we reload the scene

if(DifficultyManager.Instance != null) {
DifficultyManager.Instance.RecordDeath();

}

Instantiate(HitEffect, transform.position, transform.rotation);
Screenshake.Instance.ShakeCamera(2f, .1f);

private IEnumerator shoot()

{

for (inti=0; i< charge; i++)

{
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}

Instantiate(RangedSlashEffect, AttackPoint.position, AttackPoint.rotation);
yield return new WaitForSeconds(.25f);

}
charge = 0;

private IEnumerator Hurt()

{

}

hurt = true;

Animator.SetBool("Hurt", hurt);

speed = 0f;

yield return new WaitForSeconds(0.4f);
speed = 16f;

hurt = false;

Animator.SetBool("Hurt", hurt);

private IEnumerator Jump()

{

}

rb.linearVelocity = new Vector2(rb.linearVelocity.x, jumpingPower);
float originalGravity = rb.gravityScale;
Animator.SetBool("Airborne", true);
yield return new WaitForSeconds(0.3f);
rb.gravityScale = 3f;
if (IsGrounded())
{
Animator.SetBool("Airborne", false);
rb.gravityScale = originalGravity;

}

private IEnumerator Sliding()

{

}

canDash = false;

isDashing = true;

m_collider.enabled = false;

float originalGravity = rb.gravityScale;
rb.gravityScale = 0Of;

rb.linearVelocity = new Vector2(horizontal * 10f * dashPower, 0f);
yield return new WaitForSeconds(dashTime);
rb.gravityScale = originalGravity;

isDashing = false;

yield return new WaitForSeconds(dashCooldown);
canDash = true;

private IEnumerator Dash()

{

Animator.SetTrigger("isDashing");
canDash = false;
isDashing = true;

m_collider.enabled = false;

float originalGravity = rb.gravityScale;
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rb.gravityScale = 0f;
float dashDirection = isFacingRight ? 1f : -1f;

float dashSpeed = 40f; // & adjust this
float dashDuration = 0.6f; // & adjust this

rb.linearVelocity = new Vector2(dashDirection * dashSpeed, 0f);

yield return new WaitForSeconds(dashDuration);
Animator.ResetTrigger("isDashing");

rb.linearVelocity = Vector2.zero;
rb.gravityScale = originalGravity;

isDashing = false;

yield return new WaitForSeconds(dashCooldown);
canDash = true;
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IHTEPAKTHBHA IMMPOTPAMHA CHCTENMA B3AEMOIIT
KOPHCTVEAYA 3 ITPOBHM IITVUYHHM IHTETEKTOM

Bennapuyk Haszap FOpifiosHd,
3M06VRAY mepmoro (GakaTaBpCchEKOro) PIBHS BHIIOT OCBITH,
medikass2003@ gmail com

Tvpuenro Ipuna BacumeHa,

E.T.H., JOUEHT, J0UEHT KadeapH HpopMamE=Ho-
OOIHCTIOBATEHEEX CHCTEM 1 VIPABIIHHA,
iu@wunu.edu.ua

ORCID: 0000-0002-9441-6669
3aX1THOVEPATHCBKHA HANIOHATEHE VHIBEPCHTET

Irpom CepeOBHINA BHCTYNANTE 3PYIHOK IIATHOPMO ANE JOCTTKEeHHA
B2acMOOi MUK JIOOHHOK T4 INTYYHHM IHTEJSKTOM. OCKUIBKH [IOEJHVIOTE
dopManizoBaH! [PAaBHIA, 3HAYHHA OOCAT NOBENIHKOBHX JAaHHX 1 MOMIHBICTE
ONEPATHBHOIO EKCHePHMEHTYBAHHA 3 pPI3HHMH MOJENAMH B3aEMOMIi, 30KpeMa
CYNEepHHLTEA, CIMBIOpPali, HACTABHHITEA, 3MINIAHOI IHIMATHEH Ta AJaNTHBHOL
B3aeMomi. CyKVIHICTE BHMOT OO METOIIB TAKOI B3aEMOI1L, CEpe SKHX aJalTHEHICTE,
MpOo30PICTE, 30AMAHCOBAHICTE POeH, eieKTHEHICTh. MACINTA00BAHICTE 1 OPIEHTALIA
Ha KOPHCTYBaUBKHH JocBid. GopMye NPaKTHYIHY OCHOBY MIA [POEKTVBAHHA
IHTENeKTYVATbHHX IFPOBHX CHCTEM Vv BefcepeJoBHImIaX Ta 0araToxaHpOBHX
3ACTOCYBAHHAX, CIPHANOYH MIBHINEHHK PIEHA 3ATVIeHOCTI KOPDHCTVEATiE, TKOCTI
B3acMOMi Ta eTHYHOI BIANOBiITaIsHOCT1 [1].

3pocTaHHS CEIATHOCTI CYYACHHX KOMII HTEPHHX Irop Ta 30UIbIIeHHS o0CATiB
IHTEPAKTHBHOTO KOHTEHTY NPH3EOJHTE JO MUIBHINIEHHT BHMOT IO AKOCTI B3a€EMOMI
KOPHCTYBA1a 3 IrpOBHM cepefoBHmeM. TpagHmiiHl MIXOTH A0 pealizami II‘p{!B{!l'{!
INTYYHOrO 1HTeAekTy [2] 9acTo DasyIOThCA HA 3a30aNerylh BH3HAYEHHX CIEHaAPIaX, Mo
IPH3BOAHTE J0 NepeataTyBaHOCTI MOBEMIHKH HEirpOBHX NEPCOHAKIE Ta 3HHKCHHS
PIBHE 3AIy9eHOCTI KODHCTYBada. Y 3B'#3KY 3 LHM OCOOIHBEOI AKTYAIBHOCTI
HaOVBalOTh IHTEPAKTHBHI NPOrpaMHI CHCTEMH, 30aTHI aJaOTyBaTHCA g0
IHAHBITVATEHOTO CTHAM TPaBUd Ta 3a0e3MeTyVBaTH JHHAMIYHY B2acMOIID B
peaneHOMY Tac [3].

MeTo0 UBOro JOCALTAEHHA € Po3podKa IHTEPAKTHBHOI IPOTPaMHOI CHCTEMH.
fAKa 3zade3medve IHTENEKTVAIbHY oO0poOKy i KopHCTyBada Ta GOpPMYBAaHHA
AJAaNTHEHOI TOBENIHKH ITPOBOTO IOTYHHOTO IHTETEKTY HA OCHOBI 3HAM3Y CTaHy
IFPOBOTO CEPEIOBHINA Ta BHEOPHCTAHHA CYIACHHX alTOPHTMIB IPHAHATTA PIIIEHb.

Pozpobaesa cHcTeMa ©a3yeTbcd Ha MOIYIBHOMY Miaxoml (pHcyHOK 1), mo
zabe3nedye THYYKICTH Ta JETKICTh POMMHPeHHA (yHEUIoHATY. OCHOBY CHCTEMH
CEIAJAKTE KUTBKA JIOTIYHO [I0B 93aHHX PIBHIE:
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— piBeHE JaHHX 2a0einedve 30epemeHHd 1HQOPMAIT IPo DOMEPeIH] BIACMOIIT
KOPHCTYBATa, MapaMeTpH j.rpnnnm CEpeIOBHINA TAa BHYTPINIHI CTAHH areHTIE. IO
J03BOIIAE peam:—maam MEXaHIIMH [EPCOHAMZAII Ta VHHKATH [OBTOPIBAHHX
CIIEHAPITE MOBETIHEH,

— piBeHE 0OpPODKH mifi KOPHCTYEAYA BHEOHVE AHATI? BXITHHX CHTHATIE, TAKHX 9K
NepeMINIeHHd, BHOIP 00 €KTIE abo 1HIN mii, Ta NMepeTBOplOE iX V (QopMamiz0BaHi
IapaMeTPH, 0 BHKOPHCTOBYIOTECH [IUIA IPHAHATTA PIIIEHE IFPOBHMHE AreHTAMH;

— pIEEHE INTYYHOTO IHTEIEKTY DEAMIVE ANTOPHTMH NOPHAHATIA PINIEHB, AKI
MOKYTh BEIKYATH IePeBa NOBEJIHKH, CKIHIEHH] ABTOMATH 200 METOIH HABTAHHA 3
miakpinaeHaaM. [[efl piBeHs BIINOBITAE 23 HOPMYBAHHA aJATHEHOL MOBEMIHKH NPC
HAa OCHOB1 IOTOYHOIO CTaHY I'PH Ta 1CTOP1i B3acMOIIi.
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PrcyroK 1 —Apxmemfpa uﬂepan:THBHm CHCTEMH B33aeMO11 KOPHCTYBAtHA 3
IFPOBHM INTYIHHM 1HTEIEKTOM

3aBIAHHA TIOJATAE nepemopenni Oif KOPHCTYBada Ta CTAHIB ITPOBOTO
cepelloBHINA Y (opManiioBaH! BXITHI AaH1 J1f CHCTEMH INTYYHOTO IHTEdEKTy. ¥
pospodneHiil CHCTEMI PEATI30BAHO JeKUIbKA MUTXOME 10 0OpofKkH B3aeMOmii:

— NepIIHE MAX1 [OIATAE B AJaNTamii MOBeMIHKH areHTIE 0 CTHIN IPH
KOpHCTYEa"Za. CHCTeMa aHAMIYE NOCTAOBHOCT] JiH IPaBIOg Ta BHIHAYAE XapaKTepHI
DaTepHH NOBEMHKH, IOO OOBOMAE IMPOBOMY INTVYIHOMY IHTENEKTY 3MIHIOBATH
TAKTHEY V BUINOBLIE Ha mii KopHcTyBa4a [4];

— OPVTHHE MIXid [OJATaE YV IYHTYBAHHI Pe3VILTATIE TIPaBIg i 4Yac TIpH,
HACKUTEKH TOH arpeccHEHHH 13 NIPOTHEHHEAMH, K JOBI0 NPOXOAHTE PIBEHE, CKUTBKH
Pa: BiH DOMHPAE€ MUK IIOYaTKOM Ta IIEPEMOTOK, INO Y BIANOBIAE 3acTABIAE CBIT
aganTyBaTHCHA, pOOIATH HEITPOBHX NePCOHAKIE CHIBHIHMH Ta OUIBII 3TVPTOBAHHMH
[5]:

— TpeTid mimXig 0a3yeThCd HA BHKOPHCTAHHI ICTOPI B3acMO[il, INO Jac€ 3MOTY
VHHEATH IOETOPIHOBAHEX Mif 1 3ade3metdye OUIBID NepcoHATIZ0BAHHA IMPOBHE JOCELT.
30epeEeHHA JaHHX PO MOMEpeIH]I CTAHH TA PIMEHHA J03IBOMAE CHCTEMI MOCTYIIOBO
EIOCKOHAMIOBATH CBOK MOBeTIHEY[6-7].
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[MporpaMHa pPeamizallid CHCTEMH IHTETPOBAHA 3 ITPOBHM PYINIEM TA MITPHMVE
Dﬁ‘pﬁﬁK}? Otii KOPHCTYBada B peasHOMY gaci. BHKOpPHCTAHHA ACHHXPOHHHX
MEXaHI3MIE 00OpOOKH J03BONAE CHCTeM1 e()EKTHEHO pearyBaTH Ha 3MIHH upcm{:m
CepelOBHINA 03 2aTPHMOK, INO € BAAIHBHM 414 3ale3nedeHHA IIAaBHOIO IFPOBOTO

npouecy. ¥ Tabmumi 1 mpeicTaBaeHO XapaKTePHCTHEH KOMIOHEHTIE 1HTEPaKTHBHOL

IpOTpaMHOI CHCTEMH.

Tadmans 1 — XapakTepHCTHEH KOMIIOHEHTIE IPOrPaMHOI CHCTEMH

Kommonent | TexHomoris DVHEINA
. . (O\cHOBHA MOEA iITPOBOTO
Core Langnage | C# pymiz
Unity Machine Hatip iHCTpVMEHRTIE T8
Al Framewerk | Learning Agents mapgamnrs I v
Toolkit (ML-Agents cepegosami Unity[§]

[IpaKTHYHE 3HAYEHHA [IOJIATAE V CTBOPEHHI IPOTPaMHOi CHCTEMH, AKa MOXKe OyTH
BHKOPHCTAHA [V PO3POOKH Irop 3 BHCOKHM pIBHEM m'repahnmnncn Ta
aganTHBHOCT1. MoZyapHa apxXiTEKTypa JO3BOMAE IHTETPYBATH JOJATKOB! allfOPHTMH
IITVSIHOrO IHTENEKTY abo pPO3MHPIOBATH (QVHEMOHAIBHICTE 063 3IHATHHX 3IMIH ¥
CTPYKTYP1 CHCTEMH.

BucHoBEH. Po3po0OneHa IHTEepaKTHEHA NpPOTPaMHA CHCTEMAa B3aeMOIIL

KOPHCTVEada 3 IFPOBHM IOTYVIHHM IHTEIEKTOM 3a6€31‘1ﬁ}€ aAZanTHEHY 0Opo0Ky mii
KOPHCTVBA9a Ta HOpMYBaHHA THHAMITHOI IOBETIHEH II‘pGBH.'K. areHTiB. BHEOPHCTAHHA
MOAYIBHOI APXITEKTYPH Ta CYYAacHHX MUIXOMIE O PEAM3alii IITYYHOIO IHTEIEKTY
OOIBOMHIO0 CTEOPHTH E;tl}EKTHBH}F CHCTEMY, IN0 MiABHIOVE piBeHE 33:1'5;-1&:30::11
KOPHCTYBa4a Ta MOKpamIye AKICTE ITPOBOTO mporecy. [Momamem FOCTTEEHHR
MOAYTh OVTH COPAMOBAH! HA BHEOPHCTAHHA METOMIE MAIIHHHOTO HABYAHHA I/IA
OiTpIn TrIHOOKOTO aHam3y MNOBEJIHKH KOPHCTYBada Ta [MABHINEHHA pIBHA
ATANTHBHOCTI CHCTEMH.
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