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PE3IOME

Kpamidikamiitna pobora Ha Temy «MeToJ B3aeMOii KOPHUCTyBaua 3 irpOBHM
MITYYHUM 1HTEJIEKTOM» Ha 3[100yTTs CTYIEHs BUIIOi OCBITH «MaricTp» 31 CeniaJibHOCTI
122 «Komm’torepHi Hayku» OCBITHBO-TIpOo(eciiiHoi mporpamu «KomIi’toTepHi HayKu»
Hamucana o0cAroM 73 CTOPIHKH 1 MICTUTh 5 PUCYHKIB, 2 Tabnuii, 5 momarkiB Ta 36
BUKOPUCTAHUX JKEPEIL.

Mertoro kBamidikariitHoi poOOTH € po3poOKa METOAYy B3a€EMOIi KOpHUCTyBaua 3
IrPOBUM HITYYHUM 1HTEJIEKTOM, SIKA 3a0e3Meuye aganTallito MOBEAIHKN IT'POBUX areHTIB
JI0 JIIHA, CTUJTIO TPH Ta 1HAMBIYabHUX OCOOJIMBOCTEHN KOPHUCTYBaya.

Metoau mochipKeHb: CUCTEMHHUW aHaji3 (BUBYEHHS MPEAMETHOI 00yacTi Ta
apXITEeKTypHUX MIiAXO/IB), MOPIBHAJIBHUI aHalli3, MOJCIIOBAHHS, METOAM MAIIUHHOTO
HABYAHHS, METOAM TEOPETUUHOTO y3araJlbHEHHs Ta CTPYKTYpPYBaHHS.

Pesynprat mOCHiIKEHHS: 3alpOIOHOBAHO METONA B3a€EMOIl KOpHCTyBada 3
IrPOBUM IITYYHUM IHTEJIEKTOM, SIKAW 3a0e31euye MiABUIICHHS aJalTUBHOCTI MOBEIIHKI
areHTIB Ha OCHOBI KOHTEKCTHOI OOpPOOKH il KOpUCTyBaya Ta MEePCOHATIZAIII0 ITPOBOTO
poIIECy.

Pesynbratit po60TH MOXKYTh OyTH BHKOPUCTAHI MPH pO3po0Ill CydacHUX ITPOBHUX
CepelOBUI JJIsl MIABUINEHHS PEaJiCTUYHOCTI, JAWMHAMIYHOCTI Ta 1HJAMBIAyasi3allii
1rpPOBOTO MPOIIECY.

Kitouosi cropa: INTYYHWUIM THTEPHET, HEITPOBI ITEPCOHAXI, ITPOBI
[IEPCOHAXI, ITPOBUM ATEHT, METOJU MAIIMHHOI'O HABYAHH,
KITACTEPU3ALIA [MPODJIIB KOPUCTYBAUIB, HABYAHHA 3
[MIAKPITJIEHHAM, IUHAMIYHA CKIIAJJHICTb I'PAU



ABSTRACT

Qualification work on the topic « Method of user interaction with game artificial
intelligence» for the Master's degree on the specialty 122 «Computer Science» of the
educational and professional program «Computer Science» is written on 73 pages and
contains 5 figures, 2 tables, 5 annexes and 36 used sources.

The purpose of the qualification work is to develop a method of user interaction
with game artificial intelligence that ensures the adaptation of game agents’ behavior to
the user’s actions, play style, and individual characteristics.

Research methods include system analysis (study of the subject domain and archi-
tectural approaches), comparative analysis, modeling, machine learning methods, and
methods of theoretical generalization and structuring.

Research results: a method of user interaction with game artificial intelligence is
proposed, which increases the adaptability of agent behavior based on contextual pro-
cessing of user actions and enables personalization of the gameplay.

The results of the work can be applied in the development of modern game envi-
ronments to enhance the realism, dynamism, and individualization of the gameplay.

Keywords: ARTIFICIAL INTELLIGENCE, NON-PLAYER CHARACTERS,
PLAYER CHARACTERS, GAME AGENT, MACHINE LEARNING METHODS,
USER PROFILE CLUSTERING, REINFORCEMENT LEARNING, DYNAMIC
GAME DIFFICULTY.
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BCTVII

AxTtyanbHicTh Temu. CyudacHa IHIYCTpiS BIJICOITOp € OJHIEI0 3 HANWOLIBII
JUHAMIYHO 3pOCTalouuX raiay3ed HU(poBoi EKOHOMIKH, IO OO0’ €IHYyE MUTbIPAU
KOPUCTYBayiB MO0 BCbOMY CBITY Ta CTUMYJIIOE€ PO3BUTOK NIEPEIOBUX TEXHOJIOTH IITYYHOTO
inTenekty (ILI). EdextuBHa B3aemomis KopucTyBaua 3 irpOBUM IITYYHUM 1HTEJIEKTOM
BIJIiTpa€ KIJIIOUOBY poJib Y (hOPMYyBaHHI IrPOBOTO JOCBIJY, PIBHS 3aJIy4€HOCTI I'paBlis,
aJIaTUBHOCTI ITPOBOTO TIPOIECY Ta TEPCOHAI3AIll CIICHApIiB MOBEIIHKA HEIrPOBHX
nepcoHaxiB (anri. Non-Player Characters (NPC)). CydacHi BUMOTHM A0 SKOCTI
IHTEpaKTUBHUX CHCTEM BHMAararoTh HE JIMIIE BUCOKOI MPOYKTUBHOCTI aITOPUTMIB, ajie
1 IHTYITUBHOCTI, IepeA0avyBaHOCTI Ta eMOLIHHOrO BIATYKY irpoBoro I, mo Hanpsmy
BILJIMBA€E HA 33JJ0OBOJICHICTh KOPUCTYBAUIB Ta KOMEPIIHHUIN YCITIX TPOIYKTY.

31 3pOCTaHHSAM CKJIQJHOCTI 1rop 1 PO3IMIMPEHHSM MOXJIMBOCTEH amapaTrHOro
3a0e3reueHHs BUHUKae MoTpeda y po3poOili HOBUX METOMIB B3a€MOJii, sIKI 3/1aTHI
3a0€3MeUNTH THYYKY KOMYHIKAI[II0 M KOPUCTYyBayeM Ta 1HTEJIIEKTyaIbHUMHU areHTaMH,
aJanTyHuUUCh 10 1HAUBIIyaJIbHUX CTHIIIB MOBEAIHKM Ta CTpaTerii rpaBiliB. TpaauiiiiHi
nigxonu 1o kepyBanHs irpoBuM I, siki 6a3yroThCs Ha JKOPCTKO BU3HAYEHUX MPaBHIIAX
Ta mablioHax, jaenaii Olabllie BHUSBISIOTH CBOI OOMEXKEHHS IMOAO PeajliCTUYHOCTI,
aJIalTUBHOCTI TA 34aTHOCTI JO CAMOHABYaHHSI.

BpaxoByroun MIBUIKHUI PO3BUTOK TEXHOJIOT1M MAIIMHHOTO HABYAHHSI Ta TIIMOOKUX
HEHPOHHHUX MEPEX, 3 ABIISAE€TCS MOTEHLIA JJI1 CTBOPEHHS! HOBUX, OUIbII €EKTUBHHUX
METO/I1B B3a€MO/I1i, 1110 JO3BOJISIIOTH IHTETPYBaTH JIFOICHKUM JI0CB1, TOBEIIHKOBI MOJIEI
Ta I1HTEJNEKTyalbHI aJanTHUBHI MEXaHI3MH y BHYTpIIIHIO JIOTiKy irop. lle crmpusie
NIJBUIIEHHIO 1TPOBOI CKJIAJHOCTI, MOKPAUIEHHIO SKOCTI IITYYHOTO 1HTEJNEKTY Ta
CTBOPEHHIO OLJIBII 3aXOILTIOIYOTO 1 MEPCOHATI30BaHOTO IrPOBOTO CEPEIOBHUIIIA.

TakuM 4YMHOM, PO3pOOKa Ta OCTIIHKEHHS METOJIB B3a€MOJIl KOpHUCTyBada 3
IrPOBUM IITYYHUM 1HTEJIEKTOM € aKTyaJIbHUM HampsiMOM, 10 MA€ SIK HAyKOBY LIHHICTb,
TaK 1 MPaKTUYHE 3HAYCHHS IS ITPOBOI 1HAYCTPIi, CUMYISIIIHHUX CHUCTEM, OCBITHIX

TEXHOJIOT1H Ta IHIIHUX 1HTEPAKTUBHUX CEPEOBUIILI.



Merta i 3aBaaHHsa gociaigxkeHHs. Meroro kBamidikamiitHoi poOOTH € po3podKa
METOAY B3a€MOJIii KOpHUCTyBa4a 3 IrpOBHM INTYYHUM I1HTEIIEKTOM, SKHH 3abe3mneuye
aJanTaliio MOBEMIHKM ITPOBUX AareHTiB 10 [id, CTHWIO TpU Ta IHIUBIAYaTbHHUX
0COOJMBOCTEH KOpHCTyBaya.

JIJist MOCSITHEHHS TIOCTaBIEHOT METH HEOOX1THO BUPIIIIMTH HACTYITHI 3aBJaHHS:

- MPOBECTH aHANI3 TMPEAMETHOI O00JlacTi Ta JNTepaTypHUX JDKepen 3
JOCTIKYBaHOT TEMATUKH 1 371HCHUTH TIOCTAHOBKY 3aja4i J10 CJI1IKEHHS,

- pO3poOUTH METOA B3aEMOJII KOPUCTYBa4a 3 IrPOBUM IITYYHHM 1HTEJICKTOM;

- 3AIMCHUTH MPOTrPAMHY peali3allio 3alporOHOBAHOIO METOY.

006’ekTOM J0CHITKEHHS € TIPOLIEC B3a€EMOJIIT KOPUCTYBaya 3 IrPOBUM IITYYHUM
1HTEJIEKTOM.

IIpeameTom A0CHiT:KEHHSI € METOJU Ta MOJEJI aJaTUBHOI MOBEAIHKUA 1ITPOBUX
areHTIB IITY4YHOTO IHTEJIEKTYy B KOHTEKCTI B3a€MOJii KOPUCTyBada 3 IPOBUM

CCPEIOBHIILIEM.

MeToam noc/aiIKeHHsI: CUCTEMHMM aHali3 (BUBYCHHS MPEIMETHOI 00JacTi Ta
apXITeKTYpHUX  TMIJIXOMdIB), TOPIBHAJIBHUNA  aHall3, MOJCIIOBAaHHA (CTBOPECHHS
dbopmMali3oBaHUX MOJENEH), METOAM MAIIMHHOTO HaBYaHHSA, a TaKoK METOIN
TEOPETUYHOTO y3arajJbHeHHS Ta CTPYKTYPYBaHHS.

Pe3yabTaTtu gociaigxeHHs: po3po0IeHO METO/T B3a€MO/IIi KOPUCTYBaya 3 IrPOBUM
IITYYHUM IHTEJICKTOM, SIKUM 3a0e3rnedye MiABUIIEHHS aJalTUBHOCTI MOBEIIHKA areHTIB
Ha OCHOB1 KOHTEKCTHOI 00pOOKH il KOpHCTyBaua.

IIpakTHYHe 3HAYEHHSI OTPUMAHUX Pe3yJabTaTiB POOOTH TOJIATAE Y MOMKITHBOCTI
BUKOPHUCTaHHSI PO3pOOJIEHOT0 METOAy IMpU CTBOPEHHI Irop pI3HMX >KaHPIB — BIJ
CUMYJISITOPIB IO €KIIEH-MIPOEKTIB — ISl MiJIBUIIICHHS PEATICTUYHOCT] Ta BapilaTUBHOCTI
MOBEIIHKY IITYYHOTO 1HTEJICKTY, BUKOPUCTAHHS 3alPOIIOHOBAHOTO TIIX0MY Y Cy9acHHUX
ITPOBUX  CEpPENOBHUINAX JUIS MIABUINCHHS PEalliCTUYHOCTI, JUHAMIYHOCTI Ta
1HIMB1Tyasi3alli iIrpoBoro mporecy.

Ily6aikauii Ta anpo6anis kBagigikauiiinoi podoru. Pe3ynbsratu q10caiHKeHHs
OmyOJIiKOBaHI y  Marepiajax marepiajax MIDKHAPOIHOT  HAyKOBO-TEOPETHYHOI

koH(pepeHiii «HaykoBi 1HHOBAIIl: TEOPETUYHI MIAXOAU Ta MPAKTUYHUMA BIUIMBY», 8-10
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rpyasst 2025 poky, Heamnonb, ITamis 1 Mi>kKHapoAHOI HayKOBO-IIPAKTUYHOI KOH(EpEeHIIil
«JlocnmipkeHHs y cdepl HayKu, TEXHOJIOTIH Ta eKoHoMikuy», 10-12 rpymus 2025 poky,

JIrokcemOypr, JIrokcemOypr (Honarox /).
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1 AHAJII3 [TPEJAMETHOI OBJIACTI I TIOCTAHOBKA 3AJTAUI JOCJIJP)KEHHS
1.1 Ilizxomu, Mojesi Ta BUKJIUKH B3a€EMO/III KOPUCTYBaya 3 IrPOBUM IITYYHUM

1HTEJIEKTOM

B3aemoniss xopuctyBada 3 irpoBuM ImTydyHuM iHTenekroMm (IIII) oxorroe
IMIMPOKUH CIIEKTP MEXaH13MiB BIUIMBY, KoH Trpasells 1 areHT LI 3aiiicHIOI0Th B3aeMHUIN
BILJIMB OINH Ha OJTHOTO 4epe3 iHTepdeic rpu, CUCTEMY MPABUII Ta MOBEIHKOBI MaTEPHU
camoi cucreMu. HaykoBi MOCHIIKEHHS 3acBiI4yIOTh, IO BIJACOITPU BHUCTYMAIOThH
ONTUMAJILHOIO €KCIIEPUMEHTAIBHOIO M1aTHOPMOTO ISl TOCIIIIKEHHS B3aEMO/IIT JIIOUHU
W IITY4HOTO 1HTENEKTY, OCKUIbKM BOHHU JalOTh 3MOTYy amnpoOyBaTH pPi3HOMAaHITHI
MeTadopu B3aeMO/ii, MOZIEJII areHTIB 13 3JaTHICTIO 10 HABYAHHS 1 CLIEHAPIi 13 3BOPOTHUM
3B’A3KOM I'paBL.

[Tix irpoBum mrydrum intenaexktom (I, anrn. Game Al) po3yMitOTh CyKYITHICTb
aJrOpPUTMIB, METOJIIB Ta apXITEKTYp, CIPSIMOBAHUX Ha 3a0€3MEUEHHS MOBEIIHKU areHTiB
(meirpoBux mnepconaxiB, aHri. NPC — Non-Player Characters) y BipTyanbHUX
cepeloBHUIIAX, K1 a00 IMITYI0Th, 00 aIaTUBHO pearyroTh Ha [I1i kopucTyBaya. OCHOBHI
3apnanns (111 BkiIto4atoTh MPOCTOPOBY HABITAIIIIO, IPUNHATTS PillleHb, (HOPMYBaHHS Ta
peaizalliio MiaHiB Jid, aJanTaiii MOBEIIHKH 3 ypaXyBaHHSIM KOHTEKCTY, B3a€MOIIIO 3
KOPUCTYBayeM, a TAKOX JUHAMIYHE pearyBaHHs Ha IrPOBY aKTUBHICTh TPaBIISl.

[rpoBuit areHT — 11€ €JIEeMEHT ITPOBOI CUCTEMH, IO (PYHKIIIOHYE SIK CaMOCTIAHUN
Cy0’€KT B3a€MOJii, 3JaTHUN aHaji3yBaTH CTaH CEpEJOBMINA, pearyBaThd Ha il
KOpUCTyBaya Ta aJaNnTyBaTH CBOIO MOBEIIHKY BIJNOBIIHO J0 BHYTPILIHIX MpaBuil abo
MOJIeTIEH IITY4YHOTO 1HTEJICKTY.

B irpoBoMy KOHTEKCT1, 0OCOOIMBO B KOMII FOTEPHHUX Ta HACTUILHUX POJIBOBUX irpax,
irpoBuii mepconax (anmi. player character (PC)) — e mepconaxk, aii, OBEIiHKa Ta
PIIIICHHS SIKOTO BU3HAYAIOTHCS KOPUCTYBa4YeM (TpaBlieM) yepe3 irpoBuit inTepderic.

Ha BigMiHy Biag KiIacMyHUX TpuKIagHux cuctem, Ae Il BukoHye 3amaui
orrTuMmi3aiii abo aBromarmsailii, y Bijieoirpax BiH peasisye:

— TIOBEAIHKOBY aJIallTaIlil0 — pearyBaHHs Ha 3MIHHU CEPEIOBUIIA Ta JIii TPaBIIs;



11

— TaKTUYHE Ta CTpaTeriyHe IUTAaHYBaHHS — BH3HAYCHHS ONTUMAIBHUX A Yy
KOHTEKCTI IIJIEH areHTa;

— TEHeparliio MPUPOIHOI B3aEMO/IIT — M1aJIOT, KOMYHIKaIlisl, KOMaHIHa po00Ta;

—  MOATPUMKY HapaTHUBY — CTBOPCHHS JUHAMIYHMX TTO1H BIJMOBIIHO J0 iCTOPIi.

Oco6nuBicth irpoBoro LI monsrae B Tomy, 10 HOTo 11111 4acTo He 301ratoThCs 3
ONTUMAJBHICTIO B KIACHYHOMY po3yMiHHI. Hampuknazn, y Oaratpox sxanpax (RPG,
Action, Adventure) LIl He MOBHUHEH «epeMaraTi» TpaBlisi MAKCUMaJIbHO €(EKTUBHO, a
HABIIAKW — TIATPUMYBATH TIEBHWIA OanaHC BUKIHWKY, 3a0e3medyBaTH JIpaMaTH3M,
CTBOPIOBATH BIUYTTS PEaICTUMHOCTI Ta JIOTIYHOCTI CBITY [1].

B3aemonis kopuctyBaua 3 irpoBum 1 Mmoxke BigOyBaTHCs Ha KITBKOX PIBHSX:

— (bi3uyHUM piBEeHB — 3ITKHEHHSI, IEpECIiTyBaHHs, JMHAMIYHI 007;
— TaKTHUYHUU PIBEHb — IUIAHYBAaHHS PyXy, KOMaH/IHa KOOPAHHAILIS;
— HapaTuBHUU piBeHb — J1ayioru 3 NPC, crokeTH1 B3aeMO/IIi;

—  colllaJIbHUM PIBEHB — CHIBIIpallsl 3 aT€HTAMU B POJIi COIO3HUKIB;
— TICHUXOJIOTIYHUH piBEHb — BIAUYTTS €MIarii, T0BIPH, BOPOKOCTI.

OcTtanH1 AOCHIKEHHS TIKPECIIOITh, 1110 KOPUCTYBAIlbKa B3a€EMOJIISI HE MOXKE
OyTH OIllHEHa JIMIIe TEXHIYHUMH IIOKa3HMKaMH — HeoOXiaHi mncuxonoriydi, UX-
OpIEHTOBAaHI Ta MOBEAIHKOBI METPHKH, 110 OLIHIOIOTH EMOIIIMHUMA TOCBI TpaBIld [2].

Cy4acHi miaXoaud 10 PO3pOOKH IrPOBOTO WITYYHOTO IHTEIEKTY BHUPIZHSIOTHCA
PO3MAITTAM TEOPETUYHUX 1 MPAKTUYHUX OCHOB:

— cucteMu Ha ocHOBI npaBmi (Rule-based systems) — nepenbavaroTh, 1110 areHTH
BUKOHYIOTH JIi1 BIJIMOBITHO JIO HATlepel BU3HAYCHUX KOPCTKUX HaOOPiB MpaBHII,

— ckinuenHi aBromatu craHiB (Finite State Machines, FSM) — ¢yHnkiionyBanHs
areHra 0a3yeTbCs Ha MEPEXOl MK PISHUMHU CTaHAMHM 3aJIEKHO B1J KOHKPETHUX YMOB
(HampuKIIaJl, TaKi CTAaHU K «IIATPYITFOBATHY, «TIOTIOBATHY, KYHUKATHY);

— cucteMu Ha ocHOB1 kopucHocTi (Utility-based systems) — KoXkHIM MOXITUBIN i1
areHTa IMpU3Ha4YaeThcsl yucioBa Bara (utility), a BuOip Aii 3A1MCHIOETbCS HAa OCHOBI
MaKcUMI3aIlli 3HaYeHHS I11€1 KOPUCHOCTI;

— HaBuaHH# 3 miakpimieHHsaM (Reinforcement Learning, RL) — arenT ¢popmye cBoro

MOBEAIHKY HAa OCHOBI TPOIIECY OTPUMAHHS BHHArOpOJl 4YHM IOKapaHb, MOCTYIIOBO



12

ONTUMI3YIOUH JOBTOCTPOKOBY (DYHKIIiFO BUHATOPOAH;

— HeHWpoMepeKeBl MAXOAW Ta TIOpUIHI MOJEI — areHT BUKOPUCTOBYE IITYYHI
HEHpOHHI Mepexi a00 KOMOiIHy€e pI3HOMaHITHI alTOPUTMH, 3a0€3MEUyIOUN aAanTaIlo 10
JTWHAMIKH Ta 1HAUBIIyadbHUX CTUJIIB IPaBIIs;

— MOJIEJ1 Ha OCHOBI BeMKUX MOBHUX Mojenelt (LLM-Game Agents) — areHTH, siKi
BUKOPHCTOBYIOTh MOKJIMBOCTI OOPOOKH MPUPOTHOT MOBH, TIaM ’sIT1, IOTIYHHUX OTepariiii i
TeHEPATUBHUX CTPATET1d, 10 JO3BOJISIE M 3/IIMCHIOBATH B3a€EMOJIIIO 3 TPaBIEM Ha PiBHI
JiajoriB, CTpaTeTiyHUX IMJIKa30K 1 TulaHyBaHHA 1. Hampuxman, oOcar cydacHUxX
JOCIIJIKEHb Yy 1[1M ramysi BijoOpaxeHo B mpati [3], 1e 0XapaKTepHU30BaHO apXITEKTypy
TaKUX areHTIB Ta IXHIO aJanTalliio A0 PI3HUX ITPOBUX YKaHPIB.

[Tix yac po3misiay MiAXO/IB A0 MOJEIIOBaHHS rpaBus (aHmi. player modeling) mist
3a0e3neueHHs €(heKTUBHOI B3a€EMOJIIi MK JIFOMMHOIO Ta areHTOM IITYYHOTO 1HTEJIEKTY
BUHUKAE TMOTpeda y MIHMOOKOMY pO3YMIHHI TpaBlisi — 3 ypaxyBaHHSM HOTO IrPOBOIO
CTHJIIO, IOBEJIIHKOBUX OCOOIMBOCTEM, yroiooans 1 nepesar. Came 111 3aBJaHHs BUPILIY€E
MIIX1A  MOJEIIOBaHHS TpaBlsl — HampsiM, [I0 CHOPSIMOBaHWM Ha PO3pOOKY
OOYMCITIOBAIBHUX MOJIENIel, K1 B1A0oOpa)kaloTh KOTHITHBHI, MOBEIIHKOBI Ta €MOIIiiHI
XapaKTePUCTUKHN KOPUCTyBadiB [4].

st Toro, mo6 cuctemMa Morjia aJanTyBaTH TPy 10 BIOA00aHb KOPHCTyBaua,
3MIHIOIOYM HapaTUB Ta IHIIUA KOHTEHT, B1J] HBOTO HEOOXIJTHO OTPUMATH TIEBHY
iHdopmartito. st iHdopmarliss OTpUMYETHCS MIJITXOM aHaJ3y KOTHITUBHUX, aQ)eKTUBHUX
Ta TOBEIIHKOBUX MOJeENeil TpaBiliB, 100 CTBOPUTH MOJECNb, KA BUPAXKAE IXHIO
OCOOMCTICTh, HAMIPH Ta XapaKTepUCTUKU. MoaentoBaHHd rpaBiiB (pucyHok 1.1) [5], 13
3arajbHOT TOUKH 30Dy, € BUBYCHHSIM ITUX JaHUX, SIKE JI03BOJISIE€ CIIPUMMATH, 3alHCyBaTH
Ta aHalli3yBaTW [l1i TpaBls, BUSABISAIOYM TEBHI 3aKOHOMIPHOCTI B MOro B3aeMomii 3
BIpTyaJbHUM CBITOM, [JIi CTBOPEHHsI cTaructhuyHoi wmojem. Ils mopenp mnoTim
BUKOPHCTOBYETHCS JIJIsi CTBOPEHHSI TOCBiny [5].

Ile xoHUEnTyajdbHAa CXeMa apXITEKTypH B3a€MOAIl I'paBIld 3 IrPOBUM IUTYYHUM
IHTEJIEKTOM, OPIEHTOBaHA HA MOJICIIIOBAHHS TPaBIS Ta aalITUBHE KEPYyBaHHS CIOKETOM
(drama management).

Kopotko no eneMeHTax cxemu:
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~ TpaBellb — B3AEMOJIE 3 TPOIO Yepe3 IrPOBUM PYILIii;
— IrpoBHH pymIil — IIEHTPATbHHUI KOMIIOHEHT, SIKU 00p00IIsie BBEICHHS IPaBIIs Ta
OHOBJIIO€ CTaH TPH;
~ CTaH I'PH — BKIIIOYAE:
1) dizuunmii cran (mo3uiii, 00’ €KTH, MOALT);
2) CTaH CIOXKETY;
3) ictopito (HaKoMmu4YeHi Mofii Ta Jii);
— CIIIJ TPAaBIIS — KYPHAJI/JIOT AiH 1 MOBEIIHKH TPaBIIS, IO MEPEAAECTHCS HA aHAITI3;
— MOJICTIOBAHHS TPABIISl — aHAJII3YE CIIi TPaBIsd Ta (hOPMYy€E MOEIb TPaBIIs (CTHIIb
rpy, ynoaoOaHHs, piBEHb HABUYOK TOIIIO);
~ MCEHEKep APaMH — BHUKOPUCTOBYE MOJICIh TPABIII Ta MIOTOYHUHN CTaH TPH IS
NPUHAHATTS PIIICHB IIOA0 aJaITarlii IrpOBOTO MPOIIECY;
— il MEHeKepa IpaMHi — BIUIMBHU Ha TPy (3MiHA CKJIQTHOCTI, MOJIiM, MMOBEIIHKA

NPC, Clo)XeTHHUX T1JI0K).

| Irposvm ! Cnig MopentoBaHHs
‘ iV rpaBus rpasus
: pyLwin :
MpaBeub | 7
|
DiznyHUM CraH rpaBus
cTaH CIOXETY

; +| Menenxep

CtaH rpmn 3 Apamun

Pucynok 1.1 — Cxema B3aemo/ii kopuctyBaua 3 irposum 1

MonenroBaHHS TPaBIl — 1€ TOOYI0Ba MOJIEII TPaBIls Ha OCHOBI:

~ CTWIIO TPH;

MOBE/IIHKOBHX MATEPHIB,;
~ €MOLINHOIO CTaHy;

PIBHS MaliCTEPHOCTI.
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OCHOBHUMHU KOMITOHEHTaMH MOJICITFOBAHHS TPABIIS € TaKi:

— JpKepelia JaHUuX: 0 aHaJi3y 3ajlyq4aloThCs JaHl PO MOBEAIHKY Yy I'pi (30Kpema
HAaTUCKAHHA TIEBHUX KHOIOK, OOpaHi MapiipyTH, yXBajeHi pIilIeHHsS), MeTaaaHi
(HampuKIIa, TPUBAJIICTh 1rop, MPOMACH] PiBHI), a TaKOXK JAeMorpadiuna iHpopmarris;

— TUIIA MOJICJIEN:

4) craruuni moneni (Profiling) — nepenbadarots kinacudikaiito rpaBis Ha
miacTaBl (PIKCOBaHMX XapaKTEPUCTHK (HANPUKIAA, THI TPaBIs: JOCITITHUK,
JOCSTATBHHK, COIIAIbHAN TOIIIO);

5) nauHaMivyHI MOJENl — OpPIEHTOBaHI Ha BIJACTEXKEHHSI 3MIH MOBEIIHKU
IIPOTATOM IrpOBOi cecli (aganTailisi, HaBYaHHS, 3MiHA €MOIIIITHUX CTaHIB);

— LUl MOJEIIOBaHHS: MOJENl TPpaBls 3aCTOCOBYIOTHCA JIA MEpCOHAI3aIll
CIIEHapiiB, JUHAMIYHOTO peryiroBaHHs ckiaaaHocTi (aHmi. DDA — dynamic difficulty
adjustment), a TakoX i1 TPOTHO3YBaHHS WMOBIPHOCTI BIATOKY TpaBis (churn
prediction).

30kpema, y ToCcipKeHHl [6] Oymno 311iCHEHO CUCTEMATUYHUN OIVISi]] METOIIB, 110
IPYHTYIOThCSl HAa aHaji31 CTAaTUCTUYHHMX JAaHMUX, 3aCTOCYBAaHHI aJIrOPUTMIB MAIIMHHOTO
HaBYaHHS Ta BUKOPUCTAHHI T1OPUIHUX MOJICTICH.

[Ticnst po3misiy iIrpoBOTO MITYYHOTO IHTENEKTY Ta TEXHIK MOJCIIOBAHHS TpaBIls
JOIIJILHO TEPEUTH 10 BUBYEHHS OCHOBHHUX THUITIB B3a€MOJii. 3TiAHO 3 OIVISIOM,
HABEJICHUM Y Tpalll y mpaii [7], irpu BUCTYIAIOTh €KCIIEPUMEHTAILHUM MailITaHYUKOM
JUIs ocikeHHs B3aemofii jronuau 3 11, 1 aBTopam BIamocss BUOKPEMUTH KijbKa
MPOBIAHUX MeTa(op Takoi B3a€MO/III.

[Tigxoau, MoeIl YK THIU CIICHAPiiB, 32 SKMMHU MOXKe OyayBaTHCS B3a€EMOIIS MIXK
KopuctyBayeM Ta irpoBuM areHtoM IIII, BigmoBigHO 10 Horo pomi Ta (yHKIII, MOXKHA
y3arajJbHUTH TaKUM YUHOM [8]:

— HII sax omoneHT (Al as Opponent) — areHT BUCTyNa€ CYNPOTUBHHUKOM ISt
KOPHUCTYyBaya, aanTyIOud BIIACHY MOBEIIHKY BIJMOBIIHO J0 IrPOBOTO CTHUJIIO IPaBIIs;

— LI sx cmiBywacHuk abo HamapHuk (Al as Teammate) — areHT O6epe y4acthb y
CHIJIbHOMY BUKOHAHHI 3aBJIaHb Pa30M 13 KOPUCTYBauEM;

— [T sx nactaBHuk un koy4d (Al as Mentor / Coach) — areHT Hajgae KOpUCTyBauy
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NOpaaH, MiAKA3KH, 3M1HCHIOE aHaIli3 TIOMIJIOK 1 IPOTIOHY€E HaBYaJIbHI PEKOMEH IaLlli;

— B3aeMojis 31 cruibHOMO i1HiiatuBow (Mixed-Initiative Interaction) — areHT i1
KOPUCTYBa4 CIUTBHO MPUHAMAIOTh PIIIEHHS, ITPH IbOMY areéHT MOKE TIPOIMOHYBATH MEBH1
BapiaHTH Jiil, a KOPUCTYBaU Ma€ MOXKJIUBICTb iX KOPUTYBATH;

— aganTuBHa B3aemojisa (Adaptive Interaction) — areHT 3MiHIOE CBOIO MOBEIIHKY,
piBEHb CKJIAJHOCTI a00 CTHJIb BIATOBITHO A0 M1l TPaBIld, 10 Ja€ 3MOTY MIATPUMYBATH
30aJlaHCOBaHUH 1TPOBUH JOCBI/I.

OxpiM I1bOTO, CyYacH1 MIAXOAM, IO TIPYHTYIOTHCS HAa BUKOPUCTAHHI BEIMKHX
MoBHUX Mmojenei (anri. Large Language Models — LLM), po31minproi0Th MOXKIUBOCTI
areHTIB y HAIPSMKY KOMYHIKaIlii MPUPOAHOI0 MOBOIO, & TAKOXK T€Hepallii CTpaTeriuHux
NopaJi, I1aJIOTiB Ta IHTEPAKTUBHUX MiAKa30K. 30kpema, LLM-areHTH 31aTHI O€IHYBaTH
MEXaH13MHU poOOTH 3 TTaM’STTIO, JIOTIYHOTO BUBE/ICHHS (reasoning) Ta 00poOKH BX1AHHX 1
BUXIJTHUX JIaHUX, 0 3a0e3medye iM MiJBUILNEHY THYYKICTbH IT1Jl Yac pearyBaHHs Ha il
KopucrtyBaya [3].

ITpu po3podii MeToniB B3aemoii Jronunn Ta arerta I ciig BpaxoByBaTu Taki
KJIFOUOB1 BUKJIUKHU:

— TPO30PICTH 1 IHTEPIPETOBAHICTh: areHT MOBUHEH OyTH 371aT€H OOTPYHTOBYBATH
CBOT JIii Ta pillIeHHs, OCKIIBKU BIJICYTHICTh MOSCHEHb IPU3BOIUTD J10 3HUKECHHSI JIOBIPU
3 OOKY I'paBIIs;

— 0anaHC M)XK aBTOHOMHICTIO Ta KOHTPOJIEM: HaJIMipHAa aBTOHOMIisl areHTa MOXKe
3MEHIITYBAaTU 3ally4€HICTh KOPUCTyBaua, TOA1 SK 3aHAATO BEJIMKA 3aJ€KHICTHb BIJ J1d
rpaBlis He 3a0e3Meuye JoJaTKOBUX MepeBar;

~ aJanTUBHICTh JIO PI3HUX ITPOBUX CTWIIB: areHTH MAalTh BPAaXOBYBaTH
PI3HOMAHITTS CTUJIIB IPaBLiB (HAIPUKJIIAI, IPaBLi-JOCTIAHUKH) 1 T1JIAIITOBYBAaTH CBOIO
MOBEJIIHKY J10 HUX;

~ 3aTPUMKH i €(PEKTUBHICTH Y BeO-CepeNoBUIIAX: ISl BEO-T01aTKIB BAKIUBUM €
3a0e3MneueHHs BUCOKOI IBUJKOCTI PeakKliii areHTa Ta HasiBHICTb JOCTATHIX PECYpCIB JJIst
00pOOKH JTaHHX;

~ ©TUYHI aCleKTU Ta NMUTaHHA KOPUCTYBAILKOTO JIOCBiNY: HEOOXIHO YHHUKAaTH

CTBOPEHHSI BIIYYTTS MAaHINY/AiT W AOTpUMYBarucs NPUBATHOCTI MJAaHUX, IO
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BiJI0Opa)KatOTh MOBEIHKY KOPHUCTYBava,;

~ cnenr@iyH1 BUKJIMKY ITIXO/IB 3 HABYAHHSM 3 TJIKPITIJICHHSIM: Cepel OCHOBHUX
npobsieM BUAUIAIOTh €PEKTUBHICTh BUKOPUCTaHHs BuOipku (sample efficiency), pusuk
MOTPAIUISIHHS Y JIOKaJIbHI MIHIMYMHU (PYHKIIIi BUHArOpOAH ¥ TPYAHOII 3 TeHEpaTi3allieto
Ha HOBI CIIEHapii;

~ TeHIEHIiS A0 BUKopucTaHHsS LLM-areHTiB 1 MyJIBTHKAHPOBHX MOJICIICH:
3pOcCTa€e 3alliKaBJICHICTh JI0 areHTIB, Kl 37aTHI (PYHKIIIOHYBaTH y PI3HUX >KaHpax 1
dbopmarax irpoBOro mporecy (30Kpema, MPUTroIHUIIbK], CHMYJISIIINHI Ta KOMaHIHI irPH)
[3].

binemricte cyuacHux wmopmenei irpooro Il He BpaxoBYHOTh MOBHOIO MIpPOIO
1HAUBITYalIbHI 0COOMMBOCTI rpaBus. [IpobieMamu 3anuInarOThCs:

— BIJICYTHICTh MOJICJICH, 1110 Oe3MepEPBHO aHAII3YIOTh CTUIIb TPH;

~ CKJIQJIHICTh MPOTHO3YBaHHS MMOBEIHKH IPaBIls B p€aJIbHOMY Yaci;

—- OOMEKEHICTh CUCTEM aJallTHBHOI CKJIAHOCTI;

~ HEIOCTaTHS 1HTerpailis NTMOWHHUX TTOBEIIHKOBUX MOJIETICH;

~ npobseMa iHTepnperoBaHocTi pimensb LI nis rpaBis.

AKTyabHUM 3aBJIaHHAM € PO3pO0Ka METOMY, SIKUM MOETHY€E MIBUIKY PEaKIiio,

KOHTEKCTHY 1HTEPIPETAIIIIO Ta aJlanTaIliio 0 1HIUBIAyaIbHOTO CTUIIIO TPU KOPUCTYyBayYa.

1.2 Anami3 niTeparypHHX JpKepen 3 A0CIIHKYBaHOI TEMaTHKU

CydacHi 10ociiKeHHs y cpepi B3aeMOi1 TIOAUHY 3 ITPOBUM IITYYHUM 1HTEJIEKTOM
(III) moemHyrOTh MiAXOAW 3 Taldy3ed B3aeMOIIi JIFOMWHUA 3 KOMIT IOTEPOM, ITPOBUM
IITYYHUN 1HTEJIEKT Ta MOJENIIOBaHHS IpaBlis, 30CEPEIKYIOUUCh HA MIJBUILIECHHI PIBHS
aJIaTUBHOCTI, MOSICHIOBAHOCTI ¥ 3aTy4€HOCTI KOPHUCTyBayva.

Y mpami [7] posmsHyTo denomen «III sk rpay, me HeWpoMepexeBl areHTH
BHUCTYNAIOTh HE MPOCTO CYNPOTHBHHUKAMH, a YYaCHUKAMH CIIJIBHOTO JOCBiAYy. ABTOPH
MpOaHaJI3yBajy, K ITPpU 3 HEUPOHHUMHU areHTaMu (OPMYIOTh HOBUH PiBEHb B3a€MOIL
Mk rpasueM 1 LI, 30kpema depe3 noBipy, nependadyBaHICTh i 1 KOMyHIiKalito. Lls

po0oTa € BAXIJIMBOIO TEOPETUIHOIO 0a3010 sl (hOpMYBaHHS MPUHIMIIB 1HTEPHEHCHOT
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B3a€EMOJIIT KOPHUCTYBaya 3 IHTEIEKTyaIbHUM ar¢HTOM.

G. N. Yannakakis Ta cmiBaBT. y CBOild OomNIsA0BIN mpaii [4] cucTemaru3yBaiv
HiAXOAW 10 MOJEIIOBAHHS TpaBIsl — CTBOPEHHS OOUYMCITIOBAJIBHUX MOJENEH, 0
OMHUCYIOTh KOTHITHUBHI, €MOIlIHHI ¥ TOBEIIHKOBI aclekTu TpaBis. JlociaimkeHHs
OKpECIIIOE METOAM MOOYI0BH MPO(UIIB IpaBIliB HA OCHOBI MAIIMHHOTO HAaBYaHHS, IO
no3Bonsie  III-mepconaxkam ajmanTyBaTH BIACHY TMOBEIIHKY IMiJl 1HAWBIAyalbHi
0COOJIMBOCTI KOPUCTYBaya.

Marictepcpka pobOora J. Lundstrom [9] emmipudHO BHBYAE CHPUAHSITTS
xopuctyBayamu lllI-komnanbiioHiB y Bizeoirpax. ABrop anamizye UX-dakrtopu, 110
BIUTMBAIOTh Ha KoMQopT Ta noBipy rpasiiB ao IllI-mapTHepiB, 1 mokasye, SIK piBEHb
aBTOHOMHOCTI areHTa BIUIMBA€ Ha J0CBiJ rpaBld. Lli pe3ynbratu MaroTh Oe3mocepeHe
3HAYEHHS JIJIs IPOEKTYBAHHS MOJIENIeH CITIBIpalll IPaBIls Ta areHTa.

Hocmimxenns [10] 3ocepemkeHo Ha KOHICMINT IPOEKTYBaHHS 31 3MIMIAHOIO
HILIaTUBOIO, Y MeXax sAKoi JtoauHa i 111 cnuibHO npUiiMaroTh pillIeHHS B MPOIEC TPH.
ABTOD TIPOTIOHYE MPUHITUIIN TOOYIOBH ITPOBUX CUCTEM, Y SIKMX areHT He JIUIIE pearye, a
1 1HILIIO€E 111, 110 cripusie (JOPMYBaHHIO OUTbILI TIPUPOIHOI T MPOAYKTUBHOI B3a€MO/III.

V¥ maricrepcrkiit po6oti Henrique M. de C. L. Fernandes [5] npeacTaBieHo miaxin
JI0 MOJICNIIOBaHHSI TPaBIsl Yy POJBOBUX irpax Ha mnpukian cuctemu Radiant Al Bin
Bethesda. ABTOop po3poOuB MeTON MOKpalleHHS MOBEAIHKOBUX MOJEEH HEeIrpoBUX
nepcoHaxiB (NPC), mo 103BoJiss€ MABUIIUTHA PIBEHb PEaTiCTUYHOCTI B3aEMOJIII.
[IpakTyHa YacTWHA TOCHIKEHHS JEMOHCTPYE, SK aJamnTalliifHi alTOPUTMH MOXYTh
OyTH 1HTErpOBaH1 y KOMEPIIiiHI IrpoBi pyIIii.

Cepen ykpaiHChKUX JDKEpeT CIIiJ BiI3HAYUTU MarictepchKy pobory B. B. Cuportu
[12], npucsaueny BnpoBamkeHHio LI y MoOuUIbHI irpu. Y AOCHIIKEHHI BUCBITIECHO
MIXO/IM 10 HABUAHHS areHTIB Ta aHaNi3y BIUIUBY 1HTEJICKTyaJlbHUX KOMIIOHEHTIB Ha
KOpUCTyBaIlbkuii A0cBif y cepenoBuii Unity. Ile € 1MIHHMM JIOKaJbHUM TPHUKIAIOM
MPUKJIAAHOTO BIpOBaakeHHs irposoro LI

VY3aranpHIOIOUM, aHalll3 JITepaTypu IMOKa3ye, IO OIBIIICTh JOCHIIKCHb
30CEepEeHXKeHO Ha aJalTUBHOCTI MOBEIIHKM ITPOBOTO areHTa, JOBIpI KOpHUCTyBaya Ta

MOI[GJHOBaHHi I'paBLA. OI[HaK MCHIII PO3BHUHCHUMMU 3aJIUINAIOTHECA IMHTAHHA Fi6pI/II[HI/IX
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METOJIIB B3aEMO/IIi, 16 arTeHT MOXKe SK 1HIIIFOBATH, TaK 1 CIIIyBaTH Mii KOpUCTyBada, Ta
iaTerpanii LLM-KOMITIOHEHTIB y peajbHUM irpOBHi IIPOIIEC, 1110 i BU3HAYAE aKTyaJIbHICTh
MOJANTBIIOT PO3POOKH HOBOTO METOY B3a€MOJII1 KopucTyBaya 3 irposum 111I.

VY mopuno—I1II B3aemosii irpoBe cepeaoBUIIE CTAE OJHUM 13 KIIFOUOBUX IOJIITOHIB
JUIS €KCIIEPUMEHTIB, OCKUJIBKM BOHO KOMOIHYE€ MEXaHIKy, HapaTHUB 1 aKTHBHY y4acTh
KOopucTyBada. Y mpami [7] mOpoBeneHO cucTeMaTHyHe AociipkeHHs 38 irop 3
HEUpOMEPESIKEBUMH areHTaMM, BUILIEHO JgoMiHaHTHI Metadopu B3aeMomii («ILLI sk
cynepank», «lI sx wamapuuk», «lI sk mentopy», «ChipHa iHINIATUBAY») Ta
3aCTOCOBAHO KEPIBHI MPUHIIMIM B3aeMoii JooauHu 3 LT 1yist KoHTekeTy irop.

Po6ota [13] oxoruiroe po3BUTOK areHTIB TIHMOOKOTO HABYAHHS 3 MiIKPIIJICHHSIM
(aar1. Deep Reinforcement Learning, DRL) y Bimeoirpax — BiJ apKaJHUX >KaHPIB 10
ctpareriii peanbHoro 4dacy (RTS), 13 BHOKpeMJICHHSM KIIOUOBUX BHKIIHKIB, 30KpeMa
e eKTUBHOCTI BUKopucTaHHs BuOipku (sample efficiency), 3qaTHoOCTI 10 y3arajibHEHHS
(generalization) Ta GaraToareHTHOro HaBuyaHHs (multi-agent learning).

Y crarri [14] nochimkeHO aJanTHBHE MOJICIIOBAHHS KOPHUCTyBada dYepes
MOBEIIHKOBI ¥ (Di310710T1UHI JlaHi, IO JO3BOJISE€ 3MIHIOBATH KOHTEHT TPU MiJl CTUJIb
TpaBIIs.

i qocniKeHHs TOKa3yIoTh, 10 B3aeMoist kopuctyBaua 3 [I1I1 oxorutroe He mutie
TeXHIYH1 anroputmu, aime ¥ UX-acnekTu, MOJACNIIOBaHHS TIpaBlis, aJanTalilo Ta
MOSICHIOBaHICTh. [IpoTe OunbiiicTh poOIT QoKycyeThcsi ab0 Ha areHTax (TOBENiHKa,
HAaBYaHHS) YM HA MOJEIIOBAHHI I'paBls, aje Majl0 Ha KOHUEMNUli B3aemMofli (JiroauHa-
are’T) sk metony. lle cTBoproe mpocCTip it po3pOOKM HOBOTO METOJY B3a€MOJIii
KopucTyBaya 3 irpoBuM I1II.

MonenroBaHHS TPaBIIs — 1€ 00JIACTh, M0 3AMAETHCS CTBOPCHHAM MOJICIICH TPaBIIs
JUISL ajanTarii irpoBux cuctem. Y mpaiii [14] Bukopucrano KoMOiHAITIIO TTOBEIHKOBHX 1
Gb1310JI0TIYHUX JAHUX TSI TOOYI0BU MOJIEIII TPABIISl y TOHOUHIM TPi: MOJIENh 1IeHTU(]IKYy€
CWJIbHI ¥ cJTa0Ki CTOPOHU TpaBIIsl Ta MiAJAIITOBYE KOHTEHT.

VY ormsgax TakoX BHIUISIOTH TUTOJNOTII TpaBiiB (Hampukiad, Bartle, BrainHex,
HEXAD), mo Hagae cTpykTypHUN miaxia no kiacudikaiii. {1 Momgeni kopucHi s

PO3YMIHHSI CTHJTIO KOPHCTYBaua, 1110 € BAXJIMBUM JJII METOTY B3a€MOIII.
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MonentoBaHHS TPaBIlsd Ja€ MOKJIUBICTh MEPCOHATIZYBATH B3a€EMOJIIIO 3 ar€HTOM:
HAsIBHICTh JIAHMX MPO TpaBls JO3BOJISIE areHTa aJanTyBaTH MOBEIHKY, IIPOIOHYBATH
OUTBIII peneBaHTHI Aii uM migka3ku. OgHak 0araTto MOJENeH 3aUIIAIOThCS CTATHIHUMHU
a00 He BpaxoOBYIOTh PEaJIbHOTO Yacy, 0 € 0OMEKEHHSIM.

Metoqu QopMyBaHHSI TOBEIIHKHM AareHTIB OXOIUIIOIOTh IIUPOKHM  CIEKTP
MiIXOMIB — BiJ CHCTEM, 3aCHOBaHMX Ha TpaBuiax (rule-based systems), Ta KiHIIEBHX
aBroMartiB (finite state machines, FSM) no cydacHux MeTOJiB INIMOOKOTO HaBYAaHHS 3
niakpimieHHsaM (deep reinforcement learning, DRL) 1 ribpuanux moxeneit. Y poGoTi
Shao et al. [14] po3msiHyTO OCHOBHI Kiacu MetoniB DRL, 30kpema anroputmMu Ha OCHOBI
rpaaienTa nomituku (policy gradient), omiHtoBaHHs (GyHKIT miHHOCTI (value-based) Ta
MoOjieJIbHO-OpieHTOBaH1 Tiaxoau (model-based). ABTOpu TakoX HarojomylOTh Ha
KIIFOYOBUX TPYAHOIIAX 1X 3aCTOCYBaHHS B IFPOBHUX CEPEAOBUINAX, CEPE] IKUX MPOOIEMHU
OajlaHCy MIDXK JOCHI/DKEHHSM 1 BUKOPUCTAHHSM, Yy3arajbHEHHS TIOBEIIHKH Ta
OaraToarcHTHa B3a€MOJIIA.

OxpiMm 1poro, y pociimpkerti [15] posmisaayto metoau self-play y maBuanHi 3
MIIKPIJIEHHSAM, SKI MOXYTh OyTHM 3aCTOCOBaHI /10 IFPOBHX areHTIB, L0 HABYAIOTHCS
B3aEMOJIISITH 3 TPABIEM a00 3 IHIIMMU areHTaMHu.

Cy4acHi JOCIIKEHHS 3aCBITUYIOTh aKTUBHE BIPOBAHPKCHHSI METO/[IB HABUYAHHS 3
NIAKPIJIEHHSM B ITpOBIA 1HAYCTpii, BOAHOYAC AaKLUEHTYIOUM Ha NpodiieMax ix
MacImTabOBaHOCTI Ta MPAKTUYHOI 1HTerparlii [16]. Y poborax 3 6araToareHTHUX CUCTEM
ITpOB1 cepeloBHUIla PO3MIAAAIOTECS SK Iiaropma Ais aHammizy KOOMEpaTWBHOI Ta
KOHKYPEHTHO1 B3a€MO/Ili areHTiB Ha OCHOBI MOEJHAHHS HABYaHHS 3 MIIKPIMUICHHSIM 1
teopii irop [17].

HocmimpxenHss B3aemonii rpaBus 3 irpoBum Il migkpecitooTh BaKIHUBICTH
dbopMyBaHHS KOPEKTHMX MEHTAJIbHUX MOJEICH IMTYYHUX areHTIB IS MiABUIICHHS
JOBIPH Ta SIKOCTI KOPUCTYBAILKOTO H0CBimy [18].

Boanouac cywacHi migxoau BiJ3HauyaroTh 3pocrtaiouy posib LI y cTBOpeHHI
EMOIIIITHOTO 3B’SI3Ky MK T'paBIeM 1 irpoBuMH niepcoHakamu [19]. [20] anamizye BB
mabnoniB LI Ha irpoBuil mpoluec Ta JOCBI IPaBLis, 10 MOXe OyTH KOPUCHUM Y PO3.ILI1

po UX-opieHTOBaHI Ta MOBEAIHKOBI METPHKH.



20

Metonu anmanTarii J03BOJISIIOTH areHTY 3MIHIOBAaTH MOBEIIHKY Ha OCHOBI JTaHUX
KOpUCTyBaya YW cepenoBuila. [IpoTe BHUKIMKHA 3aIMIIAIOTHCS: MOSICHIOBAHICTD,
IPOAYKTUBHICTh y peaJbHOMY 4Yaci, BpaXyBaHHs CTHJIIO T'PaBIIs, IEPEHECEHHS Ha BeO-
CepeloBHUIIIE.

AHaJI3 CUJIBHUX 1 CJTA0KUX CTOPIH ICHYIOUMX METOIIB MPEICTABICHO HIDKYE.

IlepeBaru:

~ po60TH 3 MOZIETIIOBaHHS TPaBIIS J1al0Th OCHOBY MEepCOHAaI3allli;

~ aredtcbki Metoaun DRL 3a0e3nedyioTh BHCOKY aBTOHOMHICTh 1 CKJIaIHY
MOBE/IHKY;

- pocmikeHHs B3aemonii mronuHa-III migkpecororoTs UX-acnekTH, Mo 4acTto
ITHOPYIOTHCS.

Henoniku / oOMexeHHS:

— OUIBLIICTh MOJENICH TPaBIIB € CTaTUYHUMHU, HE BPAXOBYIOTh 3MiH IMPOTITOM
cecii;

~ areHTChbKi MOJENl 4YacTO HE BPaxOBYIOTh I1HJWBIIyaJIbHUX OCOOJIMBOCTEH
KOpHCTyBa4ya a00 HE HaJAlOTh MOSICHEHb CBOIX Jiil (MpobiieMa MOSICHIOBAHOCTI);

- BeO-cepenoBuIe a00 0araTOKOPUCTYBAllbKi CEPENOBUINIA MaJl0 OIMCaHI B
KOHTEKCT1 B3a€MOJIi1 KOPUCTYBa4a 3 iIrPOBUM areHTOM;

~ MO€IHAHHS MOZEN TpaBls + agantuBHoro arenta + UX-iHTepdeiicy — piakicHe;
METOJIOJIOTTYHUN PO3PHUB Mk TEXHIYHOIO peanisalieto i UX-B3aeMomi€ro.

V3aranpbHena Ttabmuns 2.1 TOpIBHAHHS OCHOBHUX TIJIXOAIB JO B3aEMOIIL

KOpHUCTYyBaya 3 iIrpoBUM IITy4YHUM i1HTeNeKkToM (ILII) mpencraBnena nuxue [21].

Tabnuis 2.1 — [opiBHAHHS MAXOAIB A0 B3aEMO/IT KopucTyBaya 3 irpoBum 111

No IMigxig / OcrosHa ines Teperarn OomMmexenns / Hemomiku
Meron
1 | Rule-based [ToBeninka  arenta | Ilpocrora peamizamii; | OOMexxeHa  THYYKICTb;
(FSM, BHU3HAYACTLCS nepen0avyBaHiCTh; BIJICYTHICTh ajanTarlii 10
Behavior Hamepel  3a/JlaHMMH | KOHTPOJILOBAaHA JIOTiKa | KOPUCTYBada; CKJIATHICTh
Trees) MpaBUJIaMHu, MaciTaOyBaHHSI
CIIeHapisIMU abo
CTaHaMH
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2 Reinforcement | Arenr  HaBuacThesi | Bucoka aBTOHOMHICTE, | BHCOKI  0O4YHCITIOBAILHI
Learning (RL) | yepe3 BWHAropoau i | 34aTHICTh HABYATHCS Yy | BUTpaTw;  morpeda y
MoKapaHHs; (OPMYE | CKIQJIHUX CEPENOBUINAX | BEIHKIN KUTBKOCTI
MOJIITUKY TTOBEIIHKH eIi30/iB; ciabka

MOSICHIOBAHICTh

3 | Imitation Arent  HaBuaerbcs | EdexTuBHICTH npu | 3alieXHICTh BiJ SKOCTI
Learning (IL) | imiTyBaru Tii | Maymx JTaHUX; | JEMOHCTPAIIii; cimabke

KOpHCTyBaua a00 | MPUPONHICTH OBEIHKH | y3araJbHEHHS
eKcrepra

4 | Hybrid [ToennanHs Kommpowmic Mk | IlizBuinena ckiIaaHICTh
Approaches HaBYaHHS 3 | aJanTUBHICTIO 1| peamizamii; moTpeba B
(RL + Rules / | mpaBuiamu ab0 | KOHTPOJILOBAHICTIO HaJIalITyBaHHI
Neuro- CIieHapisIMHU
symbolic)

[Tponorxenns Tabmuii 2.1

5 User Amnamiz crumo, aiii i | Ilepconamizartis [ToTpeba B TAaHUX
Modeling CTaHy TpaBIsl s | iIrPOBOTO MpoIIeCy; | KOPUCTyBaya; OOMEKECHHS
(Behavioral /| aganraiii KOHTEHTY nokpanieHHss UX B peallbHOMY 4aci
Physiological)

6 | Player Kiacudikarist [Ipocrora iuTerpamii; | He BpaxoBye AuHamiuHy
Typologies TpaBIiB 3a THUIAMHU | KOHIENTYyaJbHA 3MIHY CTWJIIO  T'paBIis;
(Bartle, MOTHBAIll Ta CTHJIEM | 3pO3yMITICTh Cy0’€eKTHBHICTh
BrainHex, rpu
HEXAD)

7 | Human-Al Jlromuua i arenr | [ligBumena Bucoka CKJIQIHICTb
Mixed- BHUCTYIAIOTh AK | 3alTy4eHICTh peamizarii; moTpeda y
Initiative CHIBTBOpLI — OOWJBI | KOPUCTYBaua; nosicHroBanomy 111
Interaction CTOPOHM  IHILIIOIOTh | IHTEPAKTHUBHICTh

mi

8 | Explainable AreHt nosicHioe cBoi | IIpo3opicTs, CxnagHiCTh
Al (XAI) for | pimeHHs IUId | HaBYaJIbHUUN edexT, | popmamizanii MOSCHEHB;
Games MIJBUIIEHHS  JOBIpW | Kpallla B3a€EMOJIs BILJIUB Ha MPOJYKTUBHICTb

KOpHUCTYBa4a
9 | Self-Play RL AreHt HaBuaeThbes, | Crilike HaBuaHHs Oe3 | He BpaxoBye IIOACBHKY

3Mararouynch cam 13
c000r0 a00 3 IHIIUMU
areHTaMu

JIOICBKOTO  BTPYYaHHS;
PO3BHUTOK CKJIQJTHUX
CTparTeriii

MOBEIIHKY;
IHTEpIPETOBAHICTh

HHU3bKa

[TopiBHSIHHSA TIOKa3ye, IO KJIACHYHI MiAXOAW HAa OCHOBI

npaBui (rule-based) Ta

kiHreBux aBromariB (FSM) xapakTepu3yroThCsi HU3BKOIO aIalITUBHICTIO, TOM1 SIK METOU

HaB4YaHHA 3 miAkpiwieHHsM (RL) ta nHaBuanns 3 HacmimyBanusM (IL) 3abe3meuyioTsh

JMHAMIYHE HaBYaHHS, IPOTE NOTPEOYIOTh 3HAUHMUX OOYHMCIIIOBAIBLHUX pecypciB. Moneni

KOpHCTyBaya Ta TUIIOJIOTI] TpaBIliB JO3BOJIIOTH IEPCOHATI3YBATH ITPOBUIA JOCBI, OJTHAK

31€0LIBIIOrO

3AJIUIITA0THCA

CTaTUYHHUMMU.

Boanouac

BIJICYTHICTb

MEXaHI3MIB
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MOSICHIOBAHOCTI B OLIBIIOCTI aIaiTUBHUX CUCTEM YCKIIAJIHIOE 1HTEPIPETAalii0 PIlIeHb
IrPOBOTO MITYYHOTO 1HTEJIEKTY 3 OOKY KOPHUCTyBaya.

KpiMm Toro, i3ompoBaHe 3acTOCYyBaHHS OKpeMHX MIAXOMAIB He 3abe3meuye
KOMITJICKCHOTO BpaxyBaHHS KOHTEKCTY B3a€MOJii, MOBEIIHKOBUX OCOOIMBOCTEH TpaBIIs
Ta TMHAMIKH I'POBOTO IIPOIIECY.

Haii6inpmn mepcrneKTUBHUM — HampsIMOM  JJIE  HOBOTO METOAY € TIO€IHaHHS
apantuBHoro areHTta (RL/IL) 13 mopemwtio kopucTyBaya Ta mosicHIOBaHUM UX-
iHTEepdeiicom — caMe el MiIXiJ CTAaHOBUTh OCHOBY PO3pOOJIEHOTO B pOOOTI METOTY

B3a€MO/I1i KOPUCTYBaya 3 I'POBUM IITYYHUM 1HTEJIEKTOM.

1.3 IlocTaHoBKa 3aa4l JOCIIIKEHHS

Ha mizgcraBi anamizy mnpeaMerHoi o0JacTi Ta JITEpaTypHHX JKEpel MOXKHA
BUOKPEMUTH 0a30B1 BUMOTH, IKUM Ma€ BIJIMOBIAATH METOJ B3aemMoii [8]:

1) ananTUBHICTh: areHT MOBWHEH JUHAMIYHO 3MIHIOBAaTH CBOIO TIOBEIHKY
BIJIMOBIHO /10 aKTyaJIbHO1 MOJIEJII TPaBLIs;

2) mpO30PICTh: areHT 3a0e3Mevye 3pO3yMUTICTh 1 MOSCHIOBAHICTh BIACHUX JiH s
KOpHCTYyBaya,;

3) 30amaHCOBaHICTh pOJIEH: BAXJIMBUM € 30€peKEHHS KOHTPOJ0 3 OOKy
KOpUCTYBaya, PH [IbOMY POJIb ar€HTa M€ 3AIUIIATUCS TOTIOMIXKHOIO, a HE JJOMIHYI0YOI0;

4) e(heKTUBHICTB: Y BeO-peatizailisix HeoOX1THO JOCATaTH MIHIMAJIbHUX 3aTPUMOK
y poOOTI are’Ta Ta BUCOKOI IPOAYKTUBHOCTI;

5) pO3MIMPIOBAHICTE: CHCTEMa Mae€ Iependadard MOXKIHMBICTH 1HTErpailii HOBHUX
MoJieIel TIOBEIIHKH, CIIEHapiiB YK IrPOBUX KAHPIB;

6) opieHTaris Ha KopuctyBaibkuii mocBin (UX): iHTEepdeiic B3aeMomnii MOBUHEH
OyTH IHTYiTUBHO 3pO3yMUIMM Ta HaJaBaTU MOXIUBICTh JOCHIDKCHHS ¢
CKCIIEPUMEHTYBAHHSI 3 arCHTOM.

Pucynok 1.2 nemoHCTpye 6a30Bi BUMOTH 10 METOMY B3a€MOIli KOPUCTyBaya 3

irpoBum III.
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1) ATAIITABHICTD 2) IPO3OPICTh 3) 3BAH11§SJCISI%AHICTI>
ATeHT Mac 3MiHIOBAaTH ATEHT Hajia€ MOSICHEHHS 36epe:KeHHs KOHTPOJIIO
TIOBEIIHKY Bi/TOBiTHO /10 CBOIX M. KOPHCTYBa4a i poJib areHTa
MOJIEi TpaBIIsL. K TATPUMKH, a He

A ZOMiHyBaHHS.
i
BA30BI BUMOI'M 10
METOAY B3AEMOAIL

(Arent-I'paBenp)

6) UX-OPIEHTOBAHICTbD A

Intepoeiic B3aemonii
IHTYITHBHUIA, 103BOJIsE 5) PO3LINPIOBAHICTDH 4) EOEKTHUBHICTD.
JOCIi/DKyBaTH Ta MO>K/THBICT OfABAHHS MinimanbHi 3aTpUMKH y
€eKCIIEPUMEHTYBATH 3 HOBIHX TOBEZHOK, CLIEHapiiB, web-pearisauii,
areHTOM. XaHpIB. TPOYKTHBHICTS.

Pucynok 1.2 — ba3zoBi BUMOTH 10 METOy B3a€MO/IIi KopHucTyBada 3 irposum LI

BignoBigHo 10 1BOro METOI KBali(iKamiiiHOT poOOTH € po3podKa METOLY
B3a€MOJIIT KOPUCTYBaua 3 IrPOBUM IIITyYHUM 1HTEJIEKTOM, SIKHI 3a0e31meuye KOHTEKCTHO-
3QJICKHY aJanTallilo MOBEAIHKMA ITPOBUX areHTIB Ha OCHOBI aHaI3y /il KOpUCTyBaua,
CTHJIIO MIOTO IpH Ta 1HJIMBIyalbHUX IMOBEJIHKOBUX XapaKTEPUCTHK.

JIJist ToCATHEHHS TOCTaBICHOT METH HEOOX1THO BUKOHATH 3aBIaHHS:

~ TPOBECTU aHaji3 TMpeAMETHOI O00sacTi Ta JTeparypHUX JKEpesl 3
JOCTIKYBaHOT TEMATUKH 1 3/IIMCHUTH TTOCTAHOBKY 3aJ1aui J10CJI1IKEHHS,

~ pO3poOUTH METOJT B3aEMO/IIi KOPUCTYBaya 3 IPOBUM IITYYHUM 1HTEIIEKTOM;

~ PpO3pOOMTH KOHIICTIIII0 METOYy afanTuBHOI B3aeMoii rpaBis 3 NPC Ha 0CHOBI
aHai3y M1, CTUJIIO TPU Ta 1HAUBITYaTIbHUX 0COOIMBOCTEM;

~ 3alpoNoOHYBaTH MiAXiJ [0 aBTOMAaTHU30BAaHOTO MOJCIIOBAHHS TPABIIB IS
nepcoHaizallii CKJIaJHOCTI Ta cTpaterii B3aemoii 3 11

~ OOrpyHTYBaTH BUKOPWCTAHHS aJAalTUBHOTO ITPOBOTO areHTa 3 HABUYAHHSAM 3
MIIKPITUICHHSM JIJ1s1 ONTUMI3aIlli IOCBIAY KOPUCTYBaya;

— peamizyBaTH IPOTOTHII I'POBOI CIIEHU 3 MEXaHIKaMH B3a€MO/I1i Ta 300poM JaHUX
JUUIS1 TIO/TAJIBIIOT aJiamnTallii CepeIOBHINa;

~ CTBOPUTHM IHTEIPOBaHy apXITEKTypy, IO 3abe3nedye NEepCOHAI3AIl0 Ta

Oe3nepepBHy ajanTallio Mixk kopuctyBadem Ta irposum I11I;
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~ peani3yBaTd MPOTpPaMHy CHCTEMY, IO JEMOHCTpPYE POOOTY 3alpOrOHOBAHOTO

METO.Y.

BucuoBku 10 pozainy 1

1. Po3misiHyTO OCHOBHI MiIXOAM 10 OpraHizamii B3aeMOJii KOpHUCTyBada 3
irpoBuM IIII, Bu3HaueHO mepeBard Ta OOMEXKEHHS CydacHUX MOJENEH, a TaKoxXK
OKpEeCIIEHO KJIIOYOB1 BUKIIMKH IIOJI0 aJalTUBHOCTI, IEPCOHAI3AIIIT Ta MOSCHIOBAHOCTI
IMOBEIIHKY arcHTIB.

2. [IpoBeneHo anamiz JiTepaTypHUX JKEpeNn 3 JOCTIIHKYBaHOI TEMaTHUKH 1
OTNIAJT CYYacHWX JOCHIIKCHb, IO 3aCBITYY€ BAXKIUBICTh PO3BUTKY aJalTHBHUX,
nosicHioBanux 1 UX-Opi€eHTOBaHMX METOJIB, a TAaKOX IMIJKPECIIOE aKTYyaJIbHICTh
MO€THAHHS MOJICJICH rpaBIis, NOPUIHMX areHTIB 1 IHTErpallii BEJIMKUX MOBHHMX MOJCIICH
JUIA TIABUILIEHHS SIKOCTI B3a€MO/III.

3. 311iCHeHO TTOCTAaHOBKY 3a/1a4l IOCI1KEHHS] Ha OCHOBI aHaJi3y MPeAMETHOT
obnacti. ChopMynboBaHO TepetiKk 6a30BUX BUMOT 10 METOAY B3aemoii 3 irposuM 11,
cepell SIKUX aIalTUBHICTh, MPO30PICTh, OaIaHC PoJieH, €PEKTUBHICTh, PO3ITUPIOBAHICTS 1

Opl€HTAaIll HAa KOPUCTYBAIbKUI JOCBIJ, III0 BU3HAYAIOTh HAMPSM MOJAJIBIINX PO3POOOK

y i cdepi.
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2 PO3POBKA METOJ1Y B3AEMO/II KOPUCTYBAYA 3 ITPOBUM 1111

2.1 3aranpHa KOHIIEMIIISI METOTY

VY upomy po3ain NpeAcTaBiIeHO PO3POOJICHHUM METOJ| B3a€MOJIl KOpUCTyBaya 3
ITPOBUM HITYYHUM 1HTEJIEKTOM, SKUW 0a3yeTbCsd Ha MOEJHAHHI TPbhOX KIIFOUOBUX
KOMITOHEHTIB:

— aHaJi3y MOBEIIHKHU I'PaBIls B peaIbHOMY Yaci,

~ KOHTEKCTHOI 1HTepIpeTalii cuTyarii y rpi,

~ aJanTUBHOI NOBEAIHKM irpoBux areHTiB (NPC) BIiINOBIAHO A0 OTpUMaHUX
JTAHUX.

Meton Opi€eHTOBaHHMI Ha BUKOPUCTAHHS B ITPOBUX CEPEIOBUIIAX, J€ MOBEAIHKA
NPC mae OyTu He JuIIe TEXHIYHO KOPEKTHOO, ajie W Y3TOJKEHOI0 3 O4iKyBaHHSIMU
KOpUCTyBaya, HOro CTUJIEM TPH, IIIJILOBUMHU YCTAHOBKAMU Ta €MOIIITHUM CTaHOM.

Ha BinmiHy Bia KJIacCMUHMX Mojesiel (KIHIIEBUX aBTOMATIB, JE€peBa MOBEAIHKU
(behavior trees), 06a3oBaHi Ha MpaBWIax), 3alpPOMOHOBAHMN METOJ BKIIOYAE AP
JUHAMIYHOI B3a€MO/I1, KM J103BOJISIE ITPOBOMY areHTy pearyBaTh Ha 3MIHY CTHIIIO TPy
B PEXKHUMI pEaIbHOTO Yacy.

3aranpHa CTPYKTypa MeToAy (MPEeCTaBICHO HA PUCYHKY 2.1) CKIaAaeThCs 3 TAKMX
PiBHIB:

~ piBeHb 300py Ta CTPYKTYpHU3allll JaHWUX PO TPaBIs, SAKUN BKIIIOYAE aHATI3
MIKPOTMIOBEAIHKOBUX XapaKTEepUCTHK (YacToTa [1d, peakiii, MaplpyTH, MaTepHU
YXBAJICHHS PILIEHB);

~ piBeHb IHTEpIpeTalii, KU BHU3HAYAE CTHJIb T'PH, MOTOYHUN KOHTEKCT Ta
MEXaHIKy B3a€MOIII.

- piBers amantamii NPC, nme BimOyBaeTbcsi reHeparlisi pillieHb BIATOBIAHO O
pe3ynbTaTiB aHali3Yy.

— MOJIYJIb IHTErpaIlii B IrpOBUH PYIIIiii, 10 pealli3y€e B3aeMO/I110 Mixk cuctemoro I

Ta BHYTPILUIHBOIO JIOT1KOIO TPH.



1. PIBEHb 350PY TA CTPYKTYPU3ALII JAHUX NMPO l'PABLl.Sl\

* AHani3 yactoTu ain

* Peakuii

* MapwpyTu

* [laTepHu yxBaneHHs pilleHb

2. PIBEHb IHTEPNPETALI

* BsHayeHHs CTUMIo rpu
* [TOTOYHWUIA KOHTEKCT
* MexaHika B3aemogii

v

3. PIBEHb AQANTALIII NPC
* [eHepalis pileHb

v

4. MOAYNb IHTErPALI B I'POBUU PYLLIN

* B3aemopisa mix cuctemoto LI
* BHyTPpiLLHSA norika rpu

PucyHok 2.1 — Y3aranpHeHa CTpyKTypa METOTY
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L1 piBHI pOPMYIOTh 3aMKHEHHUI LUK aJalTUBHOCTI, B IKOMY MOJIEJb OCTYIIOBO

kopurye mnoBefinky NPC BiAmoBimHO 70 3MiH y AMHAMII TPU Ta 1HAUBIIYaTbHUX

ocoOmBoCTEM KopucTyBada. KoHuenTyanbHa cxemMa TIIOZaHa Ha PHUCYHKYy 2.2

(po3po0IIEHO aBTOPOM).

PEAKLLIAl / 3miHa cepefioBuiLa

1. PIBEHb 360PY TA 2. PIBEHb 3. PIBEHb

. CTPYKTYPU3ALIIT ) IHTEPNPETAL|IT Mogenb AJANTALYI NPC
~ fliita DAHUX Crpyktyposaki | (Player Modelling) noBeAlHkH (ApanTUBHU#A areHT)
rPAB Eub MikponosepiHka naHi Ta KOHTeKCT
; o Auanis yactotv giit  Bu3HaueHHA CTUAIO rpy * leHepauin piwexb
Chiliymanmin,  Peakuii Ta MapLupyT1 ﬁ © [TOTOYHMi KOHTEKCT q  [ntamiyHa B3aeMopin

Crunb rpu, Lini,
EMouliiinnii cTaH

o [TaTepHH pieHb © Mexaika B3aemopii © KopuryBaHHA nos_epiukw
B peanbHoMy Yaci

| CuHXpoHi3auif

4.
PEAK“, . a 1]
9/3 e0BYUL MOAY/Ib IHTErPALYII
. i B IFPOBYI PYLUIA
3N, i
ep;PBHa, KOHTEKCTHO-uyTAMBA 83?9‘“0“\ © BUKOHaHHs B peanbHoMy
aMKHeHMif yukn ananmsuocﬂ) yaci

© O6MiH AaHUMK MiX
cucTemMamm

Pucynok 2.2 — KonnenryanapHa cxeMa METOy
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«I'paBentb — Jlani — IuTepnperariss — AnantuBHui areHT — Peakitis — Hosi
Tadl — ...»

Takum uymHOM, MeTOA 3abe3mneuye Oe3mepepBHY B3a€MOJII0 MK TpaBLEM 1
cucremoro 111 Ha 0CHOB1 MPUHITUIIIB KOHTEKCTHOT ajanTaliii.

B ocHOBI 3a11ponOHOBaHOTO METO/TY € CTBOPEHHS MEXaH13MY IMHAMIYHO1 B3a€MO/I11
M1k KOPHCTYBa4eM 1 irpOBUM areHTOM, 1110 3a0e3Meuye afanTailito MOBEAIHKU IITyYHOTO
inTenekty (1) BiAMOBIAHO 10 CTUIIIO TPH, EMOIIMHOIO CTaHy Ta PIBHSA MaHCTEPHOCTI
TpaBIIs.

Ha BigMiHy BiJ BIAOMHMX MiXOMIB, $KI peai3ylOTh CTAaTU4YHI CIEeHapii abo
y3arajbHEH1 MOJEJi TPaBIliB, 3alPONOHOBAHUN METOJl 0a3y€eThCsl Ha MOENHAHHI TPHOX
KOMIIOHEHTIB:

~ MOJIeNI  KOPUCTyBada, IO OMNKCY€ TIOBEAIHKOBI  XapaKTEPUCTHUKU  Ta
MOTHUBAIIITHUIN THIT TPaBIIS;

~ aJanTUBHOIO areHTa, IKui HaBYa€ThCsl Ha OCHOBI MiJKpiruieHHs (Reinforcement
Learning) 3 KOpekIli€ro uyepe3 MOBEAIHKOBI €BPUCTHKH,

- monyis nosicHroBaHoi B3aeMoii (Explainable Interaction Layer), sikuit popmye
3BOPOTHHMI 3B’ 130K — MOSICHIOE TPABIIIO JIii areHTa Ta MiJBUILYE JOBIPY A0 CUCTEMHU.

TakuM YHHOM, METOJ CHPSMOBAHWN Ha IIIJBUINCHHS II€PCOHAII30BAHOCTI,
IIPO30POCTI Ta IrPOBOI 3aJTyYEHOCTI KOPUCTYBaya.

ApXiTeKTypa CHUCTEMH peajizye TNPUHIMIKN JABOCTOPOHHBOI ajanTaiii —
KOpHCTYBa4d BIUIMBAE HA TOBEIIHKY areHTa 4epe3 CBOI Jii, a areHT, Yy CBOIO UEpry,
MOZIU(IKy€E CBOIO CTPATETIIO IS MiIBUILIEHHS BIAMOBIAHOCTI CTUJIIO TPH.

OCHOBH1 KOMITOHEHTH CUCTEMHU:

1) BXigHUM piBeHb (3aXOIUICHHSI TMOBEIIHKH) — 301p JaHUX MPO KOPHUCTyBaya:
MIBUJKICTh PEAKIIil, 4acToTa i, TPUBAIICTh ITPOBUX CECiH, 4acTOTa TTOMUJIOK, OOpaHi
CTparterii;

2)monynb monentoBaHHs kopucTyBada (User Modeling Module) — o6poOka
310paHuX JaHUX, Kiaacugikarlis TpaBid 3a TUMOM (HAMPHUKIIAa, aMOIIIHHUN TpaBellb,
JOCJIIHUK, COLIaJbHO OpPIEHTOBAaHUM IpaBellb, CYNEPHUK 3a bapTioM) Ta BU3HAYEHHS

PiBHS HABUYOK;
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3) arent HaBuaHHs 3 miAkpimieHHsAM (Reinforcement Learning Agent — RLA) —
OCHOBHHUH ITPOBUH areHT, KWW BHKOHYE Iii B CEPENOBUII Ta OTPUMYE BUHArOpPOIU
3aJIe)KHO BiJ] peaKIlii KOpUCTyBaya;

4) espuctuunuii koutponep (Heuristic Controller) — kopekirisi TOBEIIHKY areHTa 3
ypaxyBaHHSIM EMOIIIITHOTO cTaHy a00 KOHTEKCTy (HampwKiIal, YHUKHEHHS HaJMipHOI
CKJIQIHOCTI MICJIS cepii mopa3oK);

5) moayne mosicHroBaHoro iHTepdericy (Explainable Interface Module — XIM) —
dbopMyBaHHS IHTEPIIPETOBAHOTO 3BOPOTHOTO 3B 53Ky Y BUIVISIII MOBIIOMJICHD, ITiJIKa30K
a00 TMHAMIYHOTO aHai3y Aii;

6) LUKJI 3BOPOTHOTO 3B’SI3KYy — O€3MepEePBHUMN LUKII «CIIOCTEPEKEHHI—aAarTallisi—
peaxiisy, AKUi 103BOJISIE CUCTEMI €BONIIOLIIOHYBATH PA30M 13 KOPUCTYBAYEM.

Cxema anroputmy B3aemomii kopuctyBaua 3 irposum I mpeacraBnena y

JoAaTKky A.

2.2 MopnentoBaHHS KOPUCTYBava Ta KiacTepusallisi mpodiiis

Jnst  mepconHamizaiii  B3a€EMOJli  KOpUCTyBaya 3 ITPOBUM  areHTOM Y
3alpPOTIOHOBAHOMY METO]II BUKOPUCTOBYETHCSI MOJIEIbh KOPUCTyBada, 110 0a3yeThCs Ha
MOBEIIHKOBUX XapaKTEPUCTUKAX 1 TUIIOIOT1i IrpaBIliB. Ko)kHOMY KOpUCTyBauy BIJIIOBIIa€

BEKTOp O3HAK (XapaKTEPUCTHK):

={s,etp} (2.1)

He

- S—cepeaHii yac peakilii KopucTyBada, IKiil BigoOpaxae MBUAKICTb MPUAHSATTS
pllIEHb Ta MOTOPHY aKTUBHICTh Y MPOILIEC] TPH;

- I — piBeHb PHU3UKOBOCTI AiH, IIO XapaKTEpHU3y€ CXUIBHICTh KOPHUCTyBaua A0
arpecuBHUX a00 HEOE3NMEeYHUX CTpaTerii (HampuKiIaa, YacToTa aTak, ITHOPYBaHHS
3aXMCHUX MEXaHI3MiB);

- € — TIOKa3HUK eMOIIHOI 3aJy4eHOCTi, SKUWA OILIHIOETbCI HA OCHOBI
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IHTEHCUBHOCTI Ta YaCTOTU ITPOBUX [iH, PI3KUX 3MIH MOBEIIHKH, TPUBAJIOCTI AKTHBHUX
ceclii;

- t — TWN TpaBHs, BU3HAUYCHUU BIJMOBITHO O BIJIOMHUX THIIOJNOTIH (30Kpema,
Moxen baptma: amOimiiiHuUN rpaBelb, JOCTIAHUK, COIIaIbHO OPIEHTOBAHUUN I'paBellb,
CYTEPHHUK), IPEACTABICHUN Y YHCIIOBIN hopmi;

- -p — piBeHb MNPOAYKTHBHOCTI KOPUCTyBaua, 110 BimoOpaxae e(eKTUBHICTDH
IrpoBUX 1M (CHIBBIIHOIIEHHS YCIIXIB 1 IMOMUJIOK, JOCSATHEHHsS IIUIeH, CTaOUIBHICTh
pE3yNbTaTIB).

Bekrop o3nak mnpodinto KopucTyBadya C(POpPMOBAHO Ha OCHOBI y3arajlbHEHHS
T1IXO/T1B, 3aIIPOIIOHOBAHUX Y MIpAIsiX 3 MOJICIIOBAHHS T'PaBIIiB, TOBEAIHKOBOI aHAJIITUKH
Ta aJanTUBHUX IrpoBuX cuctem [22-27]. OOpaHi XapakTEPUCTUKH Big0oOpa)karoTh
KOTHITHBHI, TIOBEIIHKOBI Ta MOTHBAI[IHI ACTEKTH B3a€MOJIi KOPHCTyBauya 3 IrpOBUM
CEPEIOBHUIIEM 1 ITUPOKO 3aCTOCOBYIOTHCS B CYYACHUX JTOCHIPKEHHSX Y raidy3l iIrpoBOro
HITYYHOTO 1HTEJIEKTY.

OTxe, y MeXax 3alpONOHOBAHOTO METOAY JJII MOJICTIOBAHHS MOBEIHKHU TpaBIs
BUKOPHCTOBYETHCSI BEKTOP XapaKTEPUCTHK, SKUH y3arajabHIOE KITFOUOBI MMOBEIIHKOBI Ta
ICPOBl MOKAa3HWKHA KOPHCTyBada. TakKui MiAXiJA BIANOBIZA€ CYYaCHUM KOHIICTIIISIM
MOJIETIIOBAHHS TPABIIIB, 3TITHO 3 SKUMH Npo(diib KOpUCTyBada (HOPMYETHCS HA OCHOBI
MMO€THAHHS YaCOBUX, MOBEIIHKOBUX, EMOIIIMHIUX Ta MOTUBAIIHUX O3HAK.

[TapameTp s(cepenHiii yac peakilii) BUKOPUCTOBYEThCA JUISl OLIIHIOBaHHS
HIBUJKOCTI MPUUHATTS pIIEHb 1 MOTOPHOI AaKTUBHOCTI TpaBlsl, IO MIKPOKO
3aCTOCOBYETHCA Y JOCIHIKEHHSAX MOBEAIHKOBOI JTUHAMIKH KOPUCTYBayiB y HU(DPOBUX
irpax [22, 25].

[ToxazHuk 7(piBeHb PU3UKOBOCTI Aiil) BigoOpaka€ CXWIBHICTH KOPUCTyBaya J0
arpecuBHUX a00 EKCIIEPUMEHTAJbHUX CTpaTerii  Ta BUKOPHCTOBYETHCS IS
imeHTudikaiii CTWIIO TpH, IO BIANOBIAAE MiAXOJaM 10 aHaII3y ITPOBUX CTpaTerii,
3alpOTNIOHOBAHUX Y MpalsiX 3 MOJICIIOBAHHS MOBEIIHKHU TpaBLiB [23, 26].

KomnoneHTa e(emoniiiHa 3any4eHicTh) 0a3y€eThecsl Ha KOHIENIisX ToToKy (flow) Ta
iMepcii, sSIK1 po3IISAal0Th IHTEHCUBHICTh B3a€EMO/II1 KOPHUCTYBaya 3 iIrPOBUM CEPEIOBUIIIEM

SK KITIOYOBHIM YMHHUK 3aJ0BOJICHOCTI Ta 3aIy4eHOCTI TpaBus [24, 27].
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[TapameTp t(TUm TpaBIsl) BU3HAYAETHCS BIAMOBIIHO JO THUIIONOTIA TpPaBIIiB,
30KpeMa MOTHUBALIMHUX MOJEeH, 10 3aCTOCOBYIOThCSI Yy CYYaCHHX CHUCTEMax
MIepCOHaI3aIlii irpoBoTo mporecy [22].

[TokazHuk p(piBeHb MPOIYKTUBHOCTI) XapakTepusye e(PEeKTUBHICTh BHUKOHAHHS
IpOBUX 3aBJlaHb Ta BHUKOPUCTOBYETHCS JUISI OLIHIOBAaHHSA PIBHS MailCTEpHOCTI
KOpUCTyBa4ya, M0 € CTaHJAPTHUM TIiAXOJOM Yy MOCIIHKCHHSIX aJalTHUBHUX ITPOBUX
cuctem [22, 25].

TakuM uuHOM, BekTOp UTO€AHY€E KIIOYOBI ACMEKTH MOBEIIHKH, MOTHBAllli Ta
EMOI[IITHOTO CTaHy TpaBlis, IO BIANOBIIA€ CY4aCHUM HAyKOBUM MiAXOAaM JO
MOJICTIIOBAaHHS ~ KOPUCTYBaulB y ITPOBUX CEpPEJOBHUINAX. 3a3HAYEHUH  BEKTOP
BUKOPUCTOBYETbCA K BXIIHUW TapaMmeTp s alropuTMy kiactepusarii k-means 3
MeTor0 (opMyBaHHS y3arajdbHEHUX MPOQUIIB KOPUCTYBadiB 1 TMOJAJIBIIOI aJanTarii
MOBEAIHKHU ITPOBOT0 IITYYHOTO IHTEJIEKTY.

Cdopmosanuii Bektop U BUKOPUCTOBYETHCS K BX1IHUM TApaMeTp JJI aJTOPUTMY
Kiacrepusaiii k-means 3 MeTOI0 BUSBIECHHS THUIOBUX NPO(QUIIB KOPUCTYBAYiB Ta
MOJAJIBINOI aJIanTallil MOBEAIHKH IIPOBOTO IMITYYHOIO IHTEIICKTY.

Ha ocHOBI 11bOr0 BEKTOpa 3MIMCHIOETHCS KIACTEpHU3allisi KOPUCTYBadiB 3a
JIOTIOMOT0I0  alropuT™My k-means, SIKMil 103BOJIil€ BUOKPEMUTHU TPYNU 3 NOAIOHUMHU
MOBEAIHKOBUMH XapakTepUCTHUKaMu 0e3 MonepenHboi po3MITKu naHux. [lim uvac
KJIacTepu3allii BEKTOpU O3HAK IMiJJISTAlOTh HOpMali3allii, a KaTeropiajabHl 3HAYCHHS
(HanmpuKian, TUI TPaBIlsl) KOAYIOTHCS UMCIOBHUM CHOCOOOM Jijisi  3a0e3medeHHs
KOPEKTHOTO OOYMCIICHHSI METPUKH MOIIOHOCTI Mi3K KOpUCTYBauamu. PesynbraTtoMm poboTu
QITOPUTMY € BIJHECEHHS KOXXHOTO KOpHCTyBada JO OJHOIO 3 KJacTepiB, LIO
IHTEPIPETYETHCS SIK HOTO MOBEIIHKOBUN MTPOP1Ib.

3 ommamy Ha 3a3HavyeHe, Ui Kiacudikamii mpodiTiB KOPHUCTYBadiB JOIIBHO
BUKOPHCTOBYBAaTH CaMe€ AaJITOPUTM K-means, OCKUIbKM BiH 3a0e3mneuye MOXIHMBICTh
BUSIBJICHHS TUIIOBUX MOJIeIel TMOBEAIHKHM 0€3 HeOOX1THOCTI MONEPEAHBOTO MapKyBaHHS
JAHUX.

OOrpyHTyBaHHSI BUKOPUCTaHHS k-means s’k OCHOBHOTO allTOPUTMY

— npodis KopucTyBada (OPMYETHCS 3 TIOBEIIHKH;
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~ THNH B3a€EMOJIIT HE 3a/1aH1 HAIlEpe;

- rpa ta I matoTs agantyBaTHCs AMHAMIYHO.

Ha ocnoBi c(hopmMoBaHOTO BeKkTOpa XapakTepucTrk (popmyna 2.1), mo BigoOpaxkae
1HIMB1TyaJbHI 0COOJIMBOCTI TOBEAIHKHM Ta IrPOBOT aKTUBHOCTI KOPUCTyBava, OymTy€eThbCs
npodiib KOPUCTyBaua, KU BUKOPUCTOBYETHCA ISl MOAANbBINOI afanTarlii MOBEIIHKU
ITPOBOTO IIITYYHOTO I1HTEICKTY. 3 METOK AaBTOMATH30BAHOTO BUSBICHHS THITOBUX
MoJIeJIell TIOBEIIHKU TPAaBIIIB 3aCTOCOBYEThCS aTOPUTM k-means, SKUW HaJCKHUTh J10
METO/TIB HEKEpOBAaHOTO HABUAHHHI.

Bukopuctanus anroputMy k-means 3yMOBIE€HE BIJICYTHICTIO MOIEPEAHBO
PO3MIYECHHUX JJAaHUX I0JI0 THIIIB ITOBEIIHKHA KOPUCTYBAa4iB Ta HEOOX1AHICTIO TMHAMIYHOTO
dbopmyBaHHs NpodUIIB Y MPOIEC B3aEMO/IT 3 IPOBOIO0 CUCTEMOIO. AJITOPUTM BUKOHYE
KJIACTEPU3aLII0 MHOKMHHU BEKTOpiB U, 00’€IHYyIO4M KOPUCTYBayiB y TPyId HA OCHOBI
METPUKH  MOAIOHOCTI  (€BKJIIZIOBOI  BiJACTaHi) MIDXK  iXHIMM  TOBEIIHKOBUMH
xapakTepucTukamMu. KokeH KiacTep BIiANOBIAa€ TEBHOMY y3arajdbHEHOMY MPOQIITIO
IpaBIld, 110 BioOpakae XapakTEPHUM CTUIIb TPU, PIBEHb 3AIy4€HOCT] Ta HABUYOK.

Ha erani nomnepenHboi OOpOOKHM [aHHMX YCI YHUCJIOBI KOMIIOHEHTH BEKTOpa
UnopManizyloThcs, 110 3a0e3nevuye KOPEKTHUM BILUIMB KOXKHOT O3HAKHM Ha Pe3yJbTar
Kkiacrepu3aiii. KareropiaibHa o3Haka THITY TpaBlis tTOJAETHCSA Y YUCIOBOMY BHIIIAI 3
BUKOPHCTAHHSIM BIJMOBIIHOTO KoxayBaHHs. [lapamerp k, skuii BHU3HAYa€e KUIbKICTh
KJIACTEPiB, OOMPAETHCS EKCIEPUMEHTAIBHO 3 YpaxXyBaHHSIM KIUJILKOCTI TUIIIB T'PABIIB Ta
MOKa3HUKIB AKOCT1 KJIacTepHu3allii.

PesynbratoM poOoTH anroputMmy k-means € BiIHECEHHSI KO)KHOTO KOPUCTyBava J0
OJTHOTO 3 KJIACTEpPiB, IO IHTEPIPETYEThCA SK TOTOUYHMUNM TPo(diib KOpPUCTyBaya.
OTpumanuii mpod ik BUKOPUCTOBYETHCS K BX1THUH ITapamMeTp ATl MOITYJIS aJalTHBHOTO
ITPOBOTO areHTa, 30KpemMa Jijisi KOpUTYBaHHSI CTpaTerii HaBYaHHS 3 MAKPITJICHHSM, PIBHS
CKJIaJIHOCT1 ITPOBUX 3aBJaHb Ta CIOCOOIB B3a€MOJii 3 KOPUCTyBaueM. TaKuM YHHOM,
KJIactepusallisi npoduIB J03BOJISIE peali3yBaTh KOHTEKCTHO-3aJIeKHY  aJanTaliiio
MOBEAIHKY ITPOBOTO MITYYHOTO IHTEJIEKTY B PEKUMI PEaIbHOTO Yacy.

3acTocyBaHHs aNTOpPUTMY K-means y Mexax 3alpolOHOBaHOTO METOTy 3abe3meuye

THyYKe Ta MaciTaOoBaHE MOJEITIOBAaHHS KOPUCTYBauiB, CHPUSE ITiABUIIICHHIO
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MIePCOHATI3AIlI1T IPOBOTO MPOIECY Ta CTBOPIOE OCHOBY JIJIS MOAABIIOTO BIOCKOHATICHHS
MEXaH13MiB B3a€MO/Iii MK I'paBIIEM 1 I'POBUM are¢HTOM.

Ha ocHOBI pe3ynbraTiB KiacTepusailii mpoQiaiB KOPUCTyBayiB KOKHOMY KJIacTepy
CTaBUTHCS y BIAMOBIIHICTh MEBHUM piBeHb AWMHaMIYHOI ckiagHocTi rpu (JCI), anr.
Dynamic Difficulty Adjustment (DDA), sikuif ananTyeTbcsi 10 1HIUBIAYaIbHOTO CTHIIIO
TpHU Ta PiBHS MaCTEPHOCTI KOPUCTyBaya.

[Tpu oMy pe3ypTaTi KiaacTepu3sallii mpodiito KopucTyBada BUKOPHUCTOBYIOTHCS
JUTSl BU3HAUCHHS TTIOYaTKOBOTO Ta KOPUTYBAJIBHOTO PIBHSI JUHAMIYHOI CKJIAHOCTI TPH, IO
OHOBJIIOETHCA B MPOIECT B3AEMO/I1 3 I'POBUM areéHTOM.

Hwxue mnpencraBnena Ttabmuig 2.1 BIAMOBIIHOCTI “KiacTep KOPUCTYBa4dliB —

napamMeTpH TMHAMIYHO1 CKJIAAHOCTI Ipu’”.

Tabnums 2.1 — BianmoBigHICTh KiacTepiB MpodiuliB KOPUCTYBadiB MapaMeTpam

JMHAMIYHOI CKJIQJHOCTI TPH

V3aranbHeHH : )
Ne Ipodiim XapakTepucTuka PiBenn OcHoBHI napameTpu
KJlacrepa KOpI;ICTyBa‘{a HOBEIIHKHA DDA ajarrarii
IToBinsHa peaxiiis, )
BHCOKI BOHE 3MeHIIeHHS CKJIQJIHOCTI
C Hosauok / OMILIIOK I§H3LKa T o— 3aBmaHb; copoieHHs  Al-
1 e .
Casual Player I/I3I/IKOBi2§Tb cepes cTparerii; 30UIBIIEHHS Yacy
Ie)MouiﬁHa 3a31yqui cpT . Ha PeakKIliio; 4acTl MiAKa3KH
O6eneskimil / [TomipHa mBUAKICTH IiH, bamanc wMix BHUKIMKOM 1
C TaK”lI“)I/I‘{HI/Iﬁ HU3bKUI pus3uk, | CepeHbO- | MATPUMKOIO; oOMexeHa
2 . o . .
S cTabimpHa HU3BKUHT arpecuBHicTh Al; amanTuBHI
P MIPOAYKTUBHICTh MiaKa3Ku
Bricoka AKTHBHICTS BapiatuBHicTb irpoBHX
Jocaigauk : P ’ . CIIEHapiiB; BIJIKPUTTS
Cs pizHOMaHiTHI 1ii, Bucoka | CepenHiii .
(Explorer) EMOIGHHA 3ATYIEHICTD aJIBTEPHATUBHUX LUISAX1B;
i MOMipHA CKJIaJIHICTh
. . [linBumeHHsT  CKJIAIHOCTI;
3maranbHuil / | Bucoka IIBUJKICTE AABHIICE e ’
. : .. | Cepennpo- | arpecuBHIima MoBeaIHKa Al;
Ca Aggressive peakuii, pU3MKOBI Aii, . .
Player OpieHTaLis Ha peybTaT BHUCOKHUI CKOpOYECHHS JOTIOM>KHUX
MEXaHi3MiB
BHCOKa TDOTYKTHBHICTS MaxkcumanbHa  CKIQIHICTD;
Exkcnept / HI3BKA P YKKiJIBKiCTI: CKJIaJTH1 TAKTUKHU Al
Cs Hardcore OMILIOK crabiIEHa Bucoxknii MiHIMaJIbHA MiATPUMKA;
Player or aTeri;; M IBUILEH] BUMOTH o
p HABUYOK




33

KoxkHOoMy KiacTepy KOPHCTYBadiB, OTPUMAHOMY B pPe3yJbTaTi 3acTOCYBaHHS
anropuTMy k-means, CTaBUTHCS y BIIMOBIAHICTh 6a30BUM PiBEHb JMHAMIYHOI CKJIQTHOCTI
rpu (DDA). 3a3nadyeni mapamMeTpu BHUKOPHCTOBYIOTHCS SK IOYATKOBI YMOBH JUIS
aJlanTailii MOBEIIHKHU ITPOBOTO areHTa Ta MOXKYTh KOPUTYBAaTHCSl B IIPOLIECI HABYAHHS 3
H1IKPIMIICHHSM 3aJI€KHO B1J] TOTOYHOT peakilli KopucTyBaya Ta KOHTEKCTY TPH.

Takum uwHOM, KjacTepm3ailis mpodiaiB 3a0e3redye KOHTEKCTHO-3aJCKHY
MepCcoHaJIi3aIliio iIrpoBoro npoiiecy Ta GopMye OCHOBY JJISI AUHAMIYHOI a/1anTalli areHra.

Anroputm k-means BUKOPUCTOBYETHCS JIJIs1 JOPMYBAHHS y3aralbHEHOTO TPOdiITI0
KOpUCTyBaya, To/i sk RL-areHT BimoBi1a€ 3a aanTallito NOBEAIHKH IFPOBOTO MITYYHOTO
1HTeNeKTy. TakuM YUHOM, 111 aJITOPUTMH BUKOHYIOTH P13Hi, ajie B3a€EMOIOB s13aH1 PyHKIIIT
B MEXax €IMHOTO METO.Y.

[lceBmokona k-means ass kinacudikariii mpodiiaiB KOPUCTYBadiB — B AoAaTky b.

2.3 ApjanTuBHMI IrpOBUM areHT Ha OCHOBI HABYAHHS 3 MIAKPIIJICHHIM

VY 3anpornoHOBaHOMY METOJ1 aIaNTUBHUM ITPOBUM areHT peai3oBaHO Ha OCHOBI
HaB4yaHHs 3 miakpiwieHHsM (Reinforcement Learning, RL). OcnoBna mera RL-arenTa
MOJIATAE B TOMY, 1100 TMHAMIYHO KOPUTYBAaTH CBOIO MOBEIHKY BIAMOBIAHO /10 TPO]1I0
KOPHUCTYBaya, OTPHMMAHOTO 4Yepe3 KiIacTepHu3allilo alropuTMoM k-means, Ta piBHA
nuHamiuHoi ckiaaHocti rpu (DDA). RL-arent 3abe3nedye nuHaMiuHy ajanTarlito
noseainku NPC BianoBigHoO 10 npoduto koprcTyBada Ta napamerpis DDA.

V¥ [30] — omnisin HaBuaHHA 3 MiAKpiTUIeHHsIM. DopmaibHa MOJIEIb ONKUCaHa HUXKYE.

AJanTUBHUN areHT MOJEIIOETHCS SK MApKIBCHKUW MPOIEC MPUUHATTSA PillleHb

(Markov Decision Process, MDP):

MDP=(S,A,P,R,y), (2.2)

Ac:

- § — MHOXHWHA CTaHIB MO0 BKJIIOYAaE€ TOTOYHUU Tpodinb kopuctyBadya U =

{s,r,e,t, p}, napamerpu irpoBoro cepemosuiia Ta DDA;
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- A — MHO)KMHA MOXKJIMBHX J1M arcHTa;

P(s'|s,a) — WMOBIpHICTh MepPEeXoay 31 CTaHy S y CTaH S'MiCIs BUKOHAHHS

i a;

R(s,a) — dyHKIIig BUHATOPOAU areHTa;
- y € [0,1] — xoedimieHT TMCKOHTYBaHHS MaiiOyTHHOT BUHATOPOTH.
[Tomituka arenrta w(a | s)BU3HaYae HMOBIpHICTH BUOOpY ii a € Ay cTaHi s € S.
Meta HaBYaHHSI 3 MIAKPIMJICHHSIM OIKCaHa HIDKYE.
MeTor0 aganTHBHOTO ITPOBOTO areHTa, IO BUKOPUCTOBYE HABYAHHS 3
MIIKPIIJICHHSM, € MaKCUMI3allisl O4iKyBaHOT CyMapHOI BUHAroOpojaH, sSika BU3HAYAETHCS

HaCTyIIHUM BUpa3oMm [28]:

Ge =E[Y._ ¥*Repiesa] (2.3)

ae:

- G; — odiKyBaHa CyMapHa (HAKONMYEHA) BUHAropoja, SKy areHT IparHe
MaKCUMIi3yBaTu, TOYMHAIOYU 3 MOMEHTY Yacy t;

- E[-] — maremaruuHe CHOMiBaHHS, IIO BPAaXOBYE CTOXaCTHYHHH XapakTep
CepeloBHUIIA Ta IMOBIPHICHY MOJITUKY BUOOPY A1l areHTOM;

- k — iHAeKC KPOKY B3a€EMOJIIT areHTa 3 irpOBIUM CEpPEIOBHUIIIEM;

— R4 y4+1 — BUHArOpona, OTpUMaHa areHToM Ha Kpoili t + k + 1miciis BUKOHaHHS
Tii;

- y € [0,1] — xoedimieHT AUCKOHTYBaHHS, SIKHH BH3HAYA€ BITHOCHY BaXKJIMBICTh
MaiOyTHIX BUHATOPO MOPIBHAHO 3 MOTOYHOIO.

[aTeprperaitis  koedimieHTa JIUCKOHTYBAaHHS: KOEQILIEHT JUCKOHTYBaHHS
Y BIJIIrpa€ KJIFOUOBY POJIb Y (hOpMyBaHHI MOBEIIHKU areHTa:

~ npu Y =~ 0areHT Opi€HTY€EThCS MEPEBAKHO HA MUTTEBY BHUHATOPOY, 110 MOXKE

IPU3BOJUTH 10 KOPOTKOCTPOKOBUX CTpATEriii;

- mpu Yy = lareHT BpaxoBy€ TOBrOCTPOKOBI HACHTIJKU CBOIX [id, (GopMyrouu

OUTbII CTaOIbHY Ta CTPATETIYHY MOBEIIHKY.

VY  KOHTEKCTI IrpoBOr0 IUTYYHOTO I1HTEJNEKTY BHOIp 3HAUEHHS Y J03BOJISIE
perymoBati OajJlaHC MK IIBUAKOIO PpEaKI[€l0 areHTa Ta HOro JO0BrOCTPOKOBOIO

aIanTaIl€ero 10 CTUITIO TPY KOPUCTYBava.
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3B’430K (OpMyJaH 3 ITPOBUM MPOIECOM: Yy MeXaxX 3ampONOHOBAHOTO METOY
OYiKyBaHa CyMapHa BUHAropoja GopMyeThCS 3 YpaxXyBaHHIM TakuxX (haKToOPiB:

~ YCHINIHICTH B3a€MO/Iii KOPUCTYBa4a 3 IrPOBUM CEPEIOBUIIIEM;

— piBEHb €MOIIIIHOT 3aJIy4eHOCTI IPaBIIs;

— BIJIMOBIAHICTB CKJIAIHOCTI TPU PIBHIO MAaCTEPHOCTI KOPHUCTYBaya.

Makcumizailisg 3Ha4eHHs1 G 03Haydae, 110 areHT HaBYAE€ThCS OOMpaTH Taki Jii, sKi
3a0€31eUyI0Th ONTUMAJIbHUI OaJlaHC M1 BHUKJIUKOM 1 KOMGOPTOM TpH, IMIJABUITYIOUH
3arajbHy SIKICTh B3a€MO/Iii KOPHUCTYyBaua 3 IrPOBUM HITYYHUM 1HTEJIEKTOM.

BekTop crany Ta iHTerpauis AuHaMmidHoOi ckianHocti rpu (DDA) npeacrasiena
HUXKYE.

Cran areHTa OpMY€ETHCS SIK BEKTOP:

s¢ = {U,irpoBi mapametpu,DDA}. (2.4)

Jc

U — npodine kopucTyBaya, OTpuMaHuii 4yepe3 k-means;

IrpOBI MapaMeTpH — MOTOYHUI CTaH I'PH, MO3UIIS TPaBIIs, PE3YJIbTaTH OCTaHHIX

J1i;

DDA - pexkoMeHJOBaHMIM piBeHb CKJIATHOCTI BIJAMOBIIHO JO KJIAacTepy

KOPHUCTYBaua.
[aTerparis DDA no3Bossie MomystoBaTi (PyHKIIIFO BUHATOPOJU Ta KOPUTYBATH Jii
areHTa 3aJIeKHO BIJ MPOodUII0 rpaBLs.

@DyHKI1 BUHATOPOJIH:

R(s;, a;) = a - Anporpecy + [ - emoriiiite 3any4eHHs — A - piBeHb TOMUIOK,(2.J)

Jc

Anporpecy — 3MiHa IOCATHEHb KOPUCTYBaya,;

EMOIIIHE 3ay4YeHHS — MOKA3HUK PeaKIlii rpaBlisl Ha /il areHTa,;

piBEHb MOMWJIOK — mITpad 3a HEBIATy B3a€MOIIIO;

- a, 5, A — BaroBi KoediIieHTH.
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[{uxn B3aemozii RL-arenTa onmucyeThes sIK “cTaH — JIisl — BAHATOPO/Ia — OHOBJICHHS
MOJIITUKK

1) cioctepexeHHs CTaHy S;.

2) BuOIp 1ii a;BIAMOBITHO 10 MOMITUKA TT(a; | S;);

3) BUKOHAHHS [Tii, OTPUMAHHS HOBOTO CTaHY S¢1;

4) obuucnenus BuHaropoau R(sg, a;);

5) oHOBJIEHHS MOJITUKHU 200 Q-dyHKIIIi (2.6).

Onornenns Q-dynkmii B anroputmi Q-learning, iHIIMMH CIOBaMH OHOBIJICHHS
OIIIHKH AKOCTI JIIi B TOTOYHOMY CTaH1 3JIIHCHIOETHCS BIAMOBIAHO /10 ipaBuiia Q-learning

[28]:
Qst,a) < Qlse,a) +1 [R(spa) +ymax  Q(sesn,a) = Q(sear)], (2:6)

- Q(st,a;) — ominka sxocTi (MIHHOCTI) BUKOHAHHS Iii a,y CTaHi S;, sKa

B1JI00pakae OYIKyBaHy CyMapHY BUHArOpoauy;

S¢ — NOTOYHUU CTaH CEPEIOBUIIA HA MOMEHT Yacy t;

a; — NS, BAKOHAHA ar€HTOM Y CTaHl S¢;

S¢4+1 — HACTYIHUM CTaH CEPEOBUINA, OTPUMAHHM MMICJISI BAKOHAHHS i Ay ;

a’' — MOXKJIMBA JTisl areHTa Y HACTYITHOMY CTaHi Sy 1;

R(s;, a;) — MUTTEBA BUHAropoJia, OTpUMaHa areHTOM 32 BUKOHAHHS JIii a;y CTaH1

Sts

max,’ Q(S;t41,a’) — MakcuManbHe 3HaUeHHST Q-QYHKIIT cepell yCiX MOXIIMBUX
N y HACTYITHOMY CTaHI;

- ¥ € [0,1] — xoedimieHT TUCKOHTYBaHHS, KU BU3HAUAE BAXKIMBICTh MaOyTHIX
BUHArOpOJ;

- 1 € (0,1] — xoedilieHT HaBYaHHS, IO BH3HAYA€ MIBHIKICTH OHOBJIEHHS Q-

byHKITI.
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7 — Koe(illi€eHT HaBYaHHS KO€(QILIEHT HaBYaHHS, SKUW BH3HAYA€ IIBHUAKICTH
ajanTallii areHTa J1o 3MiH Yy MOBE/IIHIII KOPHUCTyBada Ta irpOBOr0 CepeIOBUIIIA.

IaTepnperanist ¢dopmynu B koHTekcTi irpoBoro LI: nane mpaBuio OHOBICHHS
JTIO3BOJISIE areHTy TMOCTYIMOBO KOPUTYBaTH OINIHKY €(eKTHMBHOCTI CBOiX i Ha OCHOBI
JIOCB1/Ty B3a€MO/I11 3 IrPOBUM CEPEIOBUILICM:

- noxaHoK R(St, a;)BimoOpaxkae OE3MOCEPEIHIO PEaKIllo CepeoBUINA Ha JIiI0
areHra;

- BUpas ymax,’ Q(S¢41, @' )BpaxoBye OYiKyBaHy MailOyTHIO BUTOJY;

- PI3HMIII MK HOBOIO OLIIHKOIO Ta MOMEpPeAHIM 3HaueHHSIM Q-(QyHKIIT BU3HAYAE
HaMpsIM 1 BEJIMYUHY KOPEKIIii.

VY mexax 3anpornoHOBaHOTO METONY 1151 PopMysia BUKOPUCTOBYETHCS JIJIsl aanTallli
noBeaiHki NPC BIAMOBIAHO 7O CTWIIO TPU KOPUCTyBaya Ta MapaMeTpiB JIMHAMIYHOT
CKJIQJHOCTI, 3a0€3Meuyodyn NoCcTynoBe (OpMyBaHHS ONTUMAIBHOI MOJTITUKA B3aEMO/III.

RL-arent 3abe3neuye JBOCTOPOHHIO ajamraifito, 1o go3Bossie NPC
MIJJIAINTOBYBATHUCS T 1HAWBIAyaJbHUM CTHJIb TPU Ta IMIJATPUMYBATH ONTUMATbHUN
PIBEHb CKJIAJTHOCTI 3aBJaHb.

[lceBmoxoq RL-arenta ans amantuBHoro irpooro Il mpencraBnenuit B
nonarky B.

[enTpoin knactepa — 1€ BEKTOP CEPEIHIX 3HAU€Hb 03HAK 00’ €KTIB, 110 HaJIEKaTh
JI0 TAHOTO KJacTepa, SKUi BUKOPUCTOBYETHCS SIK MOTO y3arajibHEHA XapaKTepUCTUKA Ta

OPIEHTHP MPHU MMOBTOPHOMY PO3MO/ILII 00’ €KTIB Y MPOIEC] KiIacTepu3arlii.

BucuoBku 10 po3miny 2

1. IIpencraBieHo 3aranbHy KOHLEIIIIO METOLY B3a€EMOAIl MK KOPUCTYBa4eM Ta
irpoBum LI, sxuil 3abe3neduye KOHTEKCTHO-ananTHBHY moBeAiHKy NPC Ha ocHOBI
peaJIbHOTO aHasli3y /il rpaBlis, IHTEPIPETallil CTHIIO I'PU Ta JTUHAMIYHOI ajarnTaiii mija
1HIUBITyaJIbHI 0COOJIMBOCTI KOPUCTYBaua.

2. Po3poOieHo miaxig [0 aBTOMAaTHM30BAaHOTO MOJCIIOBAHHS TpaBIls, IO

nepeadayae BUKOPUCTAHHS aJNrOpuUTMy K-means Juisi KiacTepusallli MOBEIIHKOBUX
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XapaKTEepPUCTUK, IO J03BOJSIE TMEPCOHANI3YBaTH pPiBEHb CKIAJHOCTI Ta CTpAaTEriio
B3aemonii II1 3 kopuctyBauem.

3. 3anponoHOBaHO peani3yBaTy aIallTUBHAUM ITPOBUH areHT Ha OCHOBI HAaBYaHHS 3
MIJKPITUICHHSM, SKUM KOPUTYE CBOIO IOBEIIHKY 3TigHO Npodiaro KOpUCTyBaya Ta
JMHAMIYHOI CKJIaJIHOCTI, 3a0e3mneuye ontumizaiiito B3aemoaii NPC Ta skicHuii 6ayaHc

IrpOBOTO JOCBIY.
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3 PEAJIIBALLSI METO4Y B3AEMO/II KOPUCTYBAYA 3 ITPOBUM
TYYHUM IHTEJIEKTOM

3.1 Peanizauist nporpamuoi cucremu B Unreal Engine 4

Jlig neMoHcTpanii poOOTH 3alpONOHOBAHOIO MeToAy y cepenosuil Unreal
Engine 4 [32-34] Oyno CTBOpEHO E€KCHEPUMEHTAJIbHHI MPOTOTHI IrpOBOi CIIEHH, IO
BKJIIOYAE:

irpoBoro nepconaxa (Player Character, PC), sikum kepye kopucTyBad;

0a30By CUCTEMY KE€pYBaHHS PyXOM (TIE€PEMIIIECHHS, IOBOPOTH, B3aEMOJs);

MEXaHI13MHU IPOCTOPOBOI HaBIraiii Ta B3a€MO/I1i 3 IrPOBUMHU 00’ €KTaMH;

KOMITOHEHT 300py MOBEIIHKOBUX JIAHMX;

0a30By CTPYKTypy KJaciB, 1o Oyie Hajajai po3lupeHa MOAYJIEM aJalTHBHOTO

IITY4YHOT'O 1HTEJIEKTY.

V¥ cepenoBumii Unreal Engine 4 peanizoBaHO IrpoBOTO MepcoHa)ka 3 0a30BOIO
CHCTEMOIO KEPYBAHHS, 1110 BKIIIOYA€ MOXKIIUBICTD IIEPEMIIIEHHS Y IPOCTOP1 T BUKOHAHHS
cTpuOKiB 3a nonomorow BOynoBaHoro Character Movement Component. JlogaTkoBo
PO3p00JIeHO MEXaHIKy B3aeMOJIl 3 00’€KTaMH OTOYCHHS: MEPCOHAXK MOXKE IIiI0MpaTH
IpEeIMETH, BUKOPUCTOBYIOUH CUCTEMY KOMIIOHEHTIB PYILis.

[HIIMMM cTOBaMU MPOTOTHUIT IFPOBOI CLIEHU MICTUTb:

— IrpoBUM NEPCOHAXK BIJl TPETHOI 0COOU, IO PYXAETHCS PIBHEM;

- JnokanbHa cuena UE4 3 6a30B0I0 reOMETPi€ErO;

~ MeXaHIKa pyxXy, CTpUOKIB Ta MepEMILIEHHS TPOCTOPOM;

— B3aeMofis 3 00’ e€kTaMu / TpurepaMu (Cyasiuu 3 MOBEIIHKHU Ta pyXy KaMepH);

ITpOBUI areHT, KWW HaONMMXKAEThCA 10 TPaBLs Ta pearye Ha WOTro MOBEAIHKY
(4acTKOBO BUIHO y PyCi Ta 3MiHI MO3HUIIIH);

~ TIOBEJIHKA MepeciTiTyBaHHS.

Jlns peanizaiii mpOTOTUITY CUCTEMH B3a€MOIii KOPUCTyBaya 3 irpOBUM IITyYHUM
1HTEJIEKTOM OyJI0 0OpaHO HACTYIHUIA CTEK TEXHOJIOTIM:

~ irpoBuil pywii (anm. game engine): Unreal Engine 4, uio 3abe3nedyye BUCOKY

MPOAYKTHBHICTh, PO3MIMPIOBAHICT, Ta IMHPOKI MOXJIMBOCTI JJIi  CTBOPECHHS
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IHTEPaKTUBHOTO CEPEIOBUIIIA.

~ MOBy nporpamyBaHHs: C++, 110 BUKOPUCTOBYETHCS [IJIsl peatizailii OCHOBHOI
JIOTIKY TPH Ta aJITOPUTMIB B3aEMOJI1 KOPUCTYBa4a 3 IrPOBUM areHTOM.

- texHojorii Unreal Engine:

Jlanuii CcTeKk TEeXHOJIOTi [103BOJsiE €(EKTUBHO peaidyBaTd  (YHKI[IOHAT
aJlaliTUBHOI TIOBEIIHKMA ITPOBUX AareHTIB Ta IHTETPYBaTd alrOPUTMU MAaIIMHHOTO
HABYaHHS B ITPOBUIA MTpoOIIEC.

OOpana apxiTeKTypa MPOEKTy 3a0e3ledy€e CYMICHICTh i3 TPOIOHOBAHOK B
po3aiT 2 maxogamMu i T03BOJISE IHTETPYBAaTH MOAYIII aHAi3y TOBEMIHKY, Kiacudikarrii
CTHUJIIO TPU Ta aJIalITUBHOI MOBEIIHKY ITPOBOT0 areHTa 0e3 CyTTe€BOi 3M1HU 0a30BOTO KOJY.

IrpoBi crienu mpencTaBieHi Ha pUCYHKY 3.1.

Pucynok 3.1 — Irposi cuenu

VY nporotumni 3actocoBaHo Taki 0a3oBi 3acoou Unreal Engine 4 (UE4):
— Actor System — 6a3oBa cuctema kiaciB UE4, o 103Bosisie BU3HA4YaTH 1rpoBi
00’€KTH, X TOBEIHKY Ta B3aEMOJIIO;
— Character Movement Component — BOY/10BaHHI1 KOMITOHEHT, SIKMM peati3ye:
1) mepecyBaHHs epcoHa)xa y IpoCcTopi;

2) 006poOKy rpasiTaii;
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3) ctpubKwu, Oir, MPUCKOPEHHS;
4) B3aeMo/II0 3 (PI3UYHUMH TTOBEPXHIMHU;
— Input System — cucrema npuB’si3ku (binding) Ay 00poOKH KIIaBIII Ta OCEH:
1) pyx ymepen/Hazan;
2) pyX JIBOpYY/IIpaBOPYyY;
3) cTpuboK;
4) B3aemMomis;
~ Component & Collision System — BUKOpUCTaH1 AJii MOAYABHOI TOOYIOBU
00’€KTiB Ta 00OpOOKH 31ITKHEHb Y CEPEAOBUII I'PH, a came:
1) akTuBaIli TpUrepis;
2) B3aeMo[Iii 3 MpeAMETaAMU;
3) BU3HAUYCHHS 30H 1HTEPECY.
I{i TexHOJIOT1l YTBOPIOIOTH OCHOBY, Ha SIKIM Hajalll peali3yeThCsl alfOPUTM 300py
MOBETIHKOBHX JaHUX Ta KOHTEKCTHOTO aHAJi3Yy.
IrpoBuit mepconaxk peanizoBanuil sk kiac APlayerCharacter, mo ycnaakoBye
ACharacter. Y oro cTpyKkTypi BUBHAUCHO:

CapsuleComponent — izuunuii konaizaep;

— CharacterMovementComponent — cuctema nepeMilieHHs;

CameraBoom ta FollowCamera — KOMIIOHEHTH KaMepH TPEThOi 0COOH;
— UlnteractionComponent — MOy b B3a€EMOIT;

UPlayerAnalyticsComponent — Moaysb 300py MOBEAIHKOBUX XapaKTEPUCTHUK.

@parMeHT CTPYKTYpH KJIacy:
UCLASS()
class MYGAME API APlayerCharacter : public ACharacter

{
GENERATED BODY()

public:
APlayerCharacter();
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protected:
virtual void SetupPlayerlnputComponent(UlnputComponent*

PlayerInputComponent) override;

private:
UPROPERTY()

class UPlayerAnalyticsComponent™* AnalyticsComponent;

UPROPERTY()

class UlnteractionComponent® InteractionComponent;

35

Pyx mepconaxka peasnizoBaHO HUIIXOM MPUB’s3KU (aHT1. binding) il 10 MeBHUX

KJIAB1II 200 €JIEMEHTIB KEpyBaHHS.

MoveForward(float Value);
- MoveRight(float Value);

Jump();

- LookUp Ta Turn.

Ha ocHoBi koMIioHeHTa pyxy nepcoHaxa (anri. Character Movement Component)
Oys10 peasnizoBaHO Taki (PyHKIIIOHATIbHI MOXKIIUBOCTI:

~ IIBUJKICTH MIEPEMIILICHHS;

~ TIPUCKOPCHHSI,;

~ OoOMexXeHHS TTOBOPOTY;

- TUIaBHY 3MiHY Hampsmy.

Cucrema kepyBaHHS MOOylOBaHa BIANOBIAHO JO TUIIOBOI CTPYKTYpH IIAOJIOHY
TpeThoi ocobu (anHri. third-person template), mo 3abe3medye 3poO3yMUTICTH 1
BIJITBOPIOBAHICTh €KCIIEPUMEHTAILHOTO TIPOTOTHITY.

Peanizariss B3aemomii 3 00’€kTamu, 30KpeMa MEXaHIKM MiAO00PY NPEIMETIB,
3A1HCHIOETHCA 3a JOIIOMOTOIO:

— BUKOPHUCTaHHS KOJIalepiB TUITY trigger Ha 00’ €KTax;
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— 3acTocyBaHHs komrnoHeHTa B3aemoii UlnteractionComponent;
— BianpanieHHs noAii Tuny OnOverlapBegin.
[ToBeninka B3aeMO/Ii BKIIOUAE:
— BU3HAYCHHS B1JCTaHI1 10 00’ €KTa;
— aKTHBAIIIIO B3aeMOIIT (HampuKiIad, madip nmpeamera);
— peecTpatio paxkTy B3aeMofli y KOMIIOHEHT1 aHamiTuku rpasiis (Player Analytics
Component).
Monyns 360py moBeniakoBux ganHux (UplayerAnalyticsComponent) BigmoBigae
3a:
— JIOTYBaHHS PyXiB (BEKTOP IMIBUAKOCTI, HAIIPSIM);
~ KUIBKICTh CTPUOKIB;
~ YacTOTy B3a€MOiH 13 MpeIMeTaMu;
~ Yac nepeOyBaHHs y 30HAX;
~ 3MIHHU CTUJIIO IIEPECYBAHHS.
Monynb 30upae qaH1 y BUIIIAI1 9acoBUX BUOIpok KoxkHI 0.1 cexynau, popmyroun
MOYATKOBUM MOBEATHKOBUM MPOQLIb.
CrpykTypa JTOTyBaHHS:
struct FPlayerActionSample
{
FVector Velocity;
bool blsJumping;
bool binteracted;
float Timestamp;
I

Ha ocHOBI 3a3HaueHUX MEeXaHIK CTBOPEHO MpaIle3AaTHUN ITPOBUH PIBEHB, Y IKOMY:

rpaBellb MOXKE BUIHHO MIEPEeCyBaTUCH;
~ BUKOHYBAaTH CTPHOKHU;

B33€MOI[i$ITI/I 3 CJICMCHTAMH OTOYCHHA,

~ TIeHepyBaTu MOBHUM HAOIp MOBEAIHKOBUX JAHUX JJIs MOJAJIBIIOTO aHai3y.

[IporpamMuuil ko pyXy IepCcOHaXa MPEACTABICHUN Y 1oaaTKy I.



44

Le#t Momynb yTBOpPIO€E Oa3y AJis peaiizallii MeToy aJanTUBHOI MOBEAIHKHU IFPOBOTO

areHTa, OMMCAHOT0 y PO3/LIL 2.

3.2 Peamizamis MomyniB aHami3y IOBEIIHKU, KiIacudikamii CTHIO TpHU Ta

aJIanTUBHOI MMOBEJIIHKY ITPOBOTO areHTa

Jlns peanizaiiii IpoTOTUITY BUKOPUCTAHO TaKi TEXHOJIOTI Ta IporpaMHi 3aco0u:

~ irpoBuii pymriit: Unreal Engine 4;

~ MoBa nporpamyBaHs: C++;

— CKpunTOBa Jorika Ta nporotunysanHs: Blueprints (UE4 Visual Scripting);

- apxitekrypa LLI: Al Controller, Behavior Components;

- mgasiramis: NavMesh, AI MoveTo

- 301p Ta aHami3 AaHuX: BiracHi C++ Momyii;

~ METOAM MAIIMHHOTO HaBYAHHS:

1) k-means (knmactepusaiiis npodijaiB KOpUCTyBadiB);
2) HaByaHH#A 3 NiAKpiieHHsaM (aHn1. Reinforcement Learning (Q-learning)
utst aganrarii moseainku NPC.

Bubip Unreal Engine 4 3yMOBIeHUN WOTO IIUPOKUMHU MOXIUBOCTAMH IS
peamizanii irpoBoro I, migrpumkoro C++ ajis BUCOKOMPOAYKTHUBHOI JIOTIKU Ta
HAsBHICTIO 1HCTPYMEHTIB Bi3yamizaiii ¥ HamaromkeHHs. C++ BHKOPUCTAHO [IJIst
peanizaiii KpUTUYHUX KOMIIOHEHTIB JIOTIKH, 30Kpema 300py JaHUX Ta HaBYaHHS 3
HIAKPIIIEHHSAM, 3 METOIO IMiIBUILIEHHS MPOAYKTUBHOCTI Ta THYYKOCTI cucteMu. Blueprint
3aCTOCOBYBABCS JJIS Bi3yaJIbHOTO IIPOTOTUITYBAHHS Ta IHTETPAIIlii 3 iIrPOBOIO CIIEHOIO.

Peanizariist 300py MoBeIIHKOBUX JJAHUX KOPHUCTYyBadya

30ip mOBEMIHKOBHX JaHUX peaiizoBano Ha piBHI Player Character ta Game Mode.
VY mportieci rpu GiKCYIOThCS TaKi TapaMeTpH:

— cepeaHii yac peakxiiii TpaBIis;

— YaCcTOTa BUKOHAHHS J1M;

— KUIBKICTHh IOMHUJIOK;

~ TPHUBAIICTH CECIi;
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~ CTWJIb HaBirauii Ta BUOip cTparerii.

[Tpuknan ¢pparmMeHTa Koy 300py 4acy peakiiii:

float ReactionTime = GetWorld()->GetTimeSeconds() - LastActionTimestamp;

UserProfile.ReactionTime =

(UserProfile.ReactionTime + ReactionTime) / 2.0f;

3i0pani nmaHi GOpMYyIOTh BEKTOp XapaKTepucTHK kKopuctyBada U = {s,1,e,t,p},
SKHUH TTePENaeThCs 10 MOAYIIS MOJICTIOBAaHHS KOPHCTyBaJa.

Peanizariis knmactepusaitii mpodiaiB KOpUCTYyBadiB OMUCAHO HIDKYE.

Monyne KiIacTepu3allii  peanizoBaHo y BUDISAI  okpemoro C++  kiacy
UserClusteringModule. Anroputm k-means 3acTOCOBY€THCSI JO HAKOITMYEHUX BEKTOPIB
XapaKTEPUCTUK KOPUCTYBAYiB JJISI BA3HAYCHHS ITOTOYHOTO ITOBEIHKOBOTO MPOQIIIIO.

OcHOBHI eTanu peaizali:

— HOpMaJTi3allisl YMCIOBUX O3HAK;

KOJyBaHHS KaTeropiaJibHOi 3MIHHOI THUITY TPaBIIs;

— o0uuMcneHHs BiJICTaHEeW MK BEKTOpaMu;

BIJIHECEHHS] KOPUCTYyBaya JI0 BIJIIMOBITHOTO KJacTepa.

@dparMeHT JIOT1KA BU3HAYCHHS KJIacTepa:

int32 AssignedCluster = KMeansClassifier. AssignCluster(UserFeature Vector);

CurrentUserCluster = AssignedCluster;

OTpumaHuii KJ1acTep BUKOPUCTOBYETHCS I 1HiIIami3alii mapamerpis Dynamic
Difficulty Adjustment (DDA).

Peanizaris mexanizmy Dynamic Difficulty Adjustment (DDA)

Mexanizm DDA peainizoBaHO K OKpeMHIl KOHTPOJIEP, 110 3MIHIOE TApaMeTpH TpU
3aJIe)KHO BiJ] KJ1acTepa KOpHUCTyBava Ta MOTOYHOTO CTaHy TPH.

o mapamerpiB DDA nanexars:

— CKJIaJHICTh 3aBJIaHb;

arpecuBHicTh NPC;

~ IIBUIKICTH PEaKIlii BOPOTiB;

YacToTa IMIIKA30K.

[Tpuknan ananrarii napamerpiB NPC:
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void UDDAController:: ApplyDifficulty(int32 ClusterID)
{
if (ClusterID == 0)
NPC Aggressiveness = 0.3f;
else if (ClusterID == 4)
NPC_Aggressiveness = 0.9f;

b

Peanizaris RL-arenta irposoro LI

AnanTuBHui 1rpoBuil areHT peamizoBanuii y Bumisial Al Controller, sikwmii
BUKOPHUCTOBY€E MIPUHIIUITN HABUYAHHSA 3 MIIKPIIJICHHSM. ATEHT HAaBYA€ThCS ONTUMAJIBHOI
MOBEIHKY IUISIXOM B3a€MO/IIi 3 KOPUCTYBAYEM 1 CEPEIOBHUIIIEM.

CraH areHTa BKJIIOYAE:

~ TOTOYHUH KJIACTEp KOPUCTYBaya;

- piBeHb DDA;

~ MapaMeTpu IrPOBOI CUTYAITIi.

Jii arenTa:

— BUOIp TaKTUKHU NIEPECYBAHHS;

~ 3MiHa PIBHA arpeCUBHOCTI;

— 1HImianis abo yHUKHEHHS! KOH(ITIKTY.
®dparmeHT OHOBIICHHS Q-(yHKIIII:

Q[state][action] += LearningRate *

(Reward + Gamma * MaxQ(nextState) - Q[state][action]);

@DyHKI[i BAHATOPOJIA BPAXOBYE:

~ TPOTpPEC IPaBIIs;

~ €MOILIHY 3a]Ty4EeHICTh;

~ KUIBKICTh IOMUJIOK.

Takum unnom, RL-arenT 3a0e3neuye nuHamiyHy aganraiito noseainku NPC, o
BIJIMOBIA€ CTUIIIO TPU KOPUCTYBaya.

3.3 IuTerparriss KOMIIOHEHTIB Ta ITUKJI B3a€EMO11
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VYci peanmizoBaHi TporpamMHi KOMIOHEHTH €KCIIEPUMEHTAJIBHOTO MPOTOTHUITY
IHTErpOBaHI B €WHWN aJaNTHUBHUN ITUKI B3a€EMOJiil, KUK 3abe3nedye Oe3nepepBHUI
0OMiH 1H(OpPMAIII€I0 MK KOPUCTYBAaUY€M Ta IFPOBUM IITYYHUM 1HTEIEKTOM. 3a3HAYECHUMN
UK BiJIoOpakae JIOTIKY (PYHKIIIOHYBAHHS 3alpOIIOHOBAHOTO METOJy Ta peall3ye
MPUHILIUAIN KOHTEKCTHOI i IEpCOHAI30BaHO1 alanTallil HOBEIHKU ITPOBUX areHTIB.

3araJibHUM IIUKJI B3a€EMOJI1T Ma€ TaKUW BUITISL (PUCYHOK 3.2) :

I'paBerts — 36ip manux — Knacrepusaiis — DDA — RL-arent — Ananrartis

NPC — Hosi mani

Linkn aganTMBHOI B3aeMopii rpaBLs Ta irpOBOro WTYYHOrO iHTENeKTY

paBeub KnacTtepu3sauia
o LlIBMakKicTb peakuii ® AnropuTtm k-means
o Tuinu gjit e 3a MNnoBefiHKOBUM
MpaBeub e KinbKicTb NOMMIOK TUMOM
e Crparerii t
A,qanTal.l,iﬁj

DDA

e CknagHicTb 3aBgaHb
e ArpecuBHictb NPC
e [ligkaskun

NPC

e 3MiHa TaKTUK
e CknagHocTi
e Temny rpu

A

~
ApanTtauis NPC
e 3MiHa TaKTUK
e CknapHoCTi

e Temny rpu

e Twunu ain
e KinbkicTb nomunok
° CTpaTeru

36ip paHunx
e LLIBnaKicTb peakuii

DDA

e CknagHicTb 3aBgaHb
e ArpecmBHictb NPC
e [ligkasku

B3aemogis yepes
irpPOBU NEPCOHBX i3

cepegoBuLLEM
Hosgi paHi

Pucynok 3.2 — CxeMa npoliecy afanTUBHOT B3a€EMOJIT 3 IFPOBUM LITYYHUM 1HTEJIEKTOM

Ha mepriiomy erarti KOpucTyBad B3aEMOJIIE 3 IrPOBUM CEPEIOBHILIEM YEPE3 iIrPOBOTO
MEePCOHAXKa, BAKOHYIOUH i1, 1110 B1I0OPa’Kat0Th HOTO CTUJIL TPH, PIBEHb MANCTEPHOCTI Ta

MOBEIIHKOBI 0COOIMBOCTI. Y MPOIIECI ITi€i B3aEMOIIT cCUCTEMA 31HCHIOE Oe3nepepBHUI
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301p MOBEAIHKOBUX JIAaHUX, 30KpeMa 1HPOopMallii mpo MBUAKICTH PeaKIlii, 4aCTOTy Ta THII
JI1H, KUTBKICTh TOMHJIOK, TPUBAIICTh IFPOBUX CECIM Ta BUOIp CTpaTerii.

OtpumaHi fAaHi TeEpenaroTbcs 0 MOMYIS MOJEIIOBaHHS KOPHCTyBada, Jie
bOpMy€EThCS BEKTOp XapaKTepUCTUK KopucTyBaya. Ha oOCHOBI 1bOTO BeKTOpa
3MIMCHIOETBCS  KJacTepu3alliss MnpoduIro 3a JIOMOMOTOK aiaroputMy k-means, 110
JI03BOJISIE BIIHECTHM KOPHUCTyBaya IO OAHOTO 3 Yy3arajJlbHEHUX MOBEIIHKOBHX THIIIB.
BusnaueHuii KkjacTep I1HTEPHPETYETbCS SK MOTOYHUN mMpodiib KOpPUCTyBada Ta
BUKOPUCTOBYETHCA SIK KOHTEKCTHA 1HQOpMAIis Ui MOJANbIIOl ajganTaiii irpoBOTro
pOIIECY.

Ha HactymHOMy eTami pe3yapTaTd KiacTepu3allii 3acTOCOBYIOTHCS B MOYJII
JUHAMIYHOTO KOpuryBaHHs ckiagHocTl rpu (Dynamic Difficulty Adjustment, DDA).
3nauenHss DDA BuzHauae 0a30Bi mapaMeTpu CKJIAAHOCTI ITPOBHX 3aBllaHb, PIBEHb
arpecuBHocTi NPC, 4acToTy miJIka30K Ta 1HII XapaKTEPUCTUKU ITPOBOTO CEPEIOBUIIIA.
[Tpu npomy napamerpu DDA MoXXyTh 3MIHIOBAaTHCS SIK Ha OYATKy ITPOBOI Cecli, TaK 1 B
IPOLEC] T'PH 3aJIEKHO BiJ] MOTOYHUX PE3YbTATIB B3a€EMO/IIi KOPUCTYBa4a 3 CUCTEMOIO.

KirodoBy posib y 1IuKIII B3a€MOIIT Bilirpae alaiiTUBHUNA ITPOBHUM areHT Ha OCHOBI
HAaBYaHHS 3 TMIJIKPIIJICHHSAM, SKUH OTpuMye iHGOpMAII0 TPO CTaH Tpu, MPOPLIb
KoprcTyBada Ta piBeHb DDA. RL-arenT obupae aii BiIIOBIIHO J0 TOTOYHOT IMOTITHKH Ta
KOpUTY€ CBOIO TIOBEAIHKY Ha OCHOBI OTPHUMAHOI BHHAropoau, IO BiI0Opaxae
e(EeKTUBHICTh B3aEMOJIIT 3 KOPUCTYBa4eM. ¥ TaKUi CIIOCIO areHT MOCTYIOBO HABYAETHCS
ONTUMAJIbHUM CTPATET1sIM MOBEIIHKH JJIs1 PI3HUX THUIIB I'PaBIIiB.

PesynbratoM pobotu RL-arenra € ananrauis noseainku NPC, sika nposBiseTbes y
3MiH1 TaKTHK, CKJIAIHOCTI, TEMITY TP Ta XapaKTepy B3a€MO/Iii 3 KOPUCTyBaYeM. 3MiHEHA
noBeainka NPC, y cBow depry, BIUIMBa€E Ha MOAaJbLIl [1i rpaBls, (GOpMYyHOYH HOBI
MOBEIIHKOBI JIaHi, 1110 3HOBY HAAXOATh IO CUCTEMH aHAII3Y.

TakuM 4MHOM, 3aTTPOTTIOHOBAHU MK B3aEMO/IIT peati3ye MPUHITUI Oe3mepepBHOT
JIBOCTOPOHHBLO1 ajanTarlii, BiIMOBIAHO 1O SIKOTO KOPUCTYBauy BILJIMBAE€ Ha TOBEIIHKY
IFPOBOTO IITYYHOTO 1HTEJIEKTY Yepe3 CBOi 1ii, a IrpOBHIA areHT, y BiAMOBIIb, AUHAMIYHO
KOPUT'YE CBOIO CTPATETIIO 3 METOIO IMiABUIIIEHHS BIAMOBITHOCTI CTUJIIO TPH, MIATPUMAHHS

ONITUMAJILHOTO PIBHS CKJIATHOCTI Ta 3pOCTaHHS 1rPOBOT 3a7y4€HOCTI KOPUCTyBava.
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Peanizamiss takoro iHTerpoBaHoro Iukiay B cepemoBuini Unreal Engine 4
HiATBEPIUKYE MPAKTUYHY MPUAATHICT 3aIIPOIIOHOBAHOTO METO/Y Ta CTBOPIOE OCHOBY IS

mogaJiboro pO3BUTKY CUCTCM adalITUBHOTO inOBOFO MITYYHOTO iHTeJ'IeKTy.

BucnoBku 10 poszainy 3

1. Po3po6iieHo ekcriepuMeHTalIbHUIM IpOoTOTHUIl irpoBoi ciienu B Unreal Engine 4,
y SKOMY peaii3oBaHO 0a30By CUCTEMY KepyBaHHs MEPCOHAXEM, MEXaHI3MU B3a€MO/IIT 3
IrpoBUMU 00’ €KTaMu Ta 301p MOBEIHKOBUX JAHUX, 110 3aKJIaJa€ OCHOBY ISl OJAJBIIO1
ajanTallii iIrpoBOro cepeoBHIIa.

2. Po3pobneHO mporpamMHy apXiTEKTypy, B SIKIH peasi3oBaHO MOMIYINI aHaJi3y
KOpUCTYBAIIbKMX JaHWX, Kiactepusaiii mnpodidiB rpaBuiB (aaroputMm k-means),
nrHaMigHOi ananTamii ckiaagHocTi (DDA) Ta HaBuaHHS aganTHBHOTO areHTYy Ha OCHOBI
RL, 1o 3a0e3mnevye nepcoHanizaliio irpoBoro mpoiecy.

3. InTerpoBaHo BCl KOMIIOHEHTH Y €JIWHHUHN aJalTUBHUM ITUKI B3a€MOJIi, IO
3abe3reuye Oe3nepepBHY JBOCTOPOHHIO ajamnTallilo M KopuctyBadeM i1 irposum LI,
M1ATBEPKYI0UH €(PEKTUBHICTH 3alPOIIOHOBAHOTO METOIy B YMOBaX PEaJIbHOTO IrPOBOTO
cepenoBuia. [IporoTun miATBEPIKYE MPAKTUYHY PEATi30BHICTH 3alPOIIOHOBAHOTO

METOJy B3a€MO/I1i KOPHCTYBaua 3 IrPOBUM IITYYHUM 1HTEJIEKTOM.



50

BMCHOBKHA

[Tix yac BuKoHaHHS KBaji(ikaiiHoi poooTu OyIo:

1. TlpoBenmeHo aHaji3 MPEeIMETHOI 00JACTI B3aEMOIi JIOAMHU 1 IITy4YHOTO
IHTEJIEKTY Y KOHTEKCT1 KOMIT I0TepHHX 1rop. IIpoaHanizoBaHO MiaX0AMW 10 OpraHizailii
B3aeMonii rpasis 3 irpoBum I, BU3HaueHO cuipHI Ta ciabKi IX CTOPOHU, OKPECIECHO
TOJIOBHI MPOOJIEMH.

2. 3miCHEHO OIS JITEPATyPHUX JHKEPEN 3 TOCIIHKYBaHOT TEMATHKHU.

3. CdopmynboBaHO 3a1ady JOCHIIKEHHS W BU3HAYEHO OCHOBHI BUMOTH [10
MeToay B3aeMoii 3 irpoBuM L1II, BKroyaroun aganTUBHICTE, IPO30PICTh, OAJIaHC POJICH,
€()EeKTUBHICTb, PO3IIUPIOBAHICTH 1 POKYC Ha KOPUCTYBALLKOMY JOCBI/II.

4. OmnucaHo 3arajibHy KOHIICTIIII0 METOJy B3aeMomii rpasug 3 irposuM LI, o
3a0e3neuye KOHTEKCTHY aaanTaiiito NPC Ha 0CHOBI aHai3y Jiif KOpUCTyBaya, CTUIIIO TPU
Ta 1HIUBIIyaJIbHUX OCOOIMBOCTEM.

5. 3amnpomoHOBaHO TMiJX1J] /O AaBTOMATHM30BAHOTO MOJCIIOBAHHS TpPAaBIIB 3
BUKOPUCTAHHSAM k-means Jyisi kjactepusallii MOBEIIHKOBUX JaHUX, IO Ja€ 3MOTY
MepCOHaII3yBaTH CKJIQIHICTh Ta cTparerito B3aemoii 3 111.

6. OOTrpyHTOBaHO BHKOPUCTAHHS aJaNTUBHOTO ITPOBOTO areHra Ha OCHOBI
HaBYaHHS 3 MIAKPIIUICHHSIM, SIKHI 3MIHIO€ TTOBEAIHKY BIJIMOBIAHO /10 MpOo(]isIto TpaBIls Ta
PIBHS CKJIATHOCTI JIJIsE ONITHMI3allii TOCBITYy KOPHUCTyBaya.

7. Pospobneno npototut irpoBoi ciienu y Unreal Engine 4 3 6a30B010 cUCTEMOIO
KepyBaHHS, MEXaHIKaMU B3a€MOJil Ta 300pOM MOBEAIHKOBUX JAHUX JJIs TMOAAJIBIIOI
ajanTarii cepeI0BHUIIA.

8. CTBOpEHO MporpaMHy apXITEKTypy, fKa BKIIOUAaE€ MOJYJ1 aHai3dy JdaHUX,
Kiacrepu3saiii nmpodiaiB, AMHAMIYHOTO PETYItOBaHHS CKIagHOCTI ¥ RL-areHTiB, 1o
3a0e3neuye nmepcoHaIi3ali iIrpoBOTo MPoIIECy.

9. Bci KOMIIOHEHTU IHTEIPOBAHO B €AVMHUN aNalTUBHUN LMKJ, SKUH peasizye
Oe3nepepBHY JBOCTOPOHHIO aJanTaiir0 MDK KopuctyBadem 1 irpoBum IIII,

H1ATBEPIKYIOUH €PEKTUBHICTh pO3pO0IEHOr0 METOTY B pealibHIi IrpoBiii CUCTEMI.
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Jonmatok A

Cxema anropuTMmy B3aeMojii KopucTyBada 3 irpoBuM L1

[TouaTok

< A

B3aemonis kopucTyBaya 3 iIrpOBUM CE€peJOBUIIEM

361p MOBEIIHKOBUX JaHUX KOPUCTyBada

@opMyBaHHsI BEKTOpa XapaKTEpUCTUK IpaBLis

Knactepu3zaiis npodiito kopucTyBaua
(k-means)

Busnauenns mapamerpis DDA
(IMHaMIYHE KOPUTYBaHHS CKJIaJIHOCTI TpH)

RL-arenT: BuOip 11ii Ta OHOBJICHHS TIOJTITHKU

A nanTaiis noseainku NPC ta irpoBoro cepenouiia

[IponoBxxutu
B3a€EMOJIII0?

Kimenns
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Jonmarok b

[TceBmoxon k-means s kimacudikariii mpodijaiB KOPUCTYBaYiB

Anroputm KMeans_UserProfiles
Bxina:

-D={ul,u2, ..., un} // Habip mpodiniB KOpUCTyBaUiB

KoxkeH u 1 MICTUTh XapakTepucTuku/o3Haku (features), Hamp. BIK, aKTUBHICTb,

1HTepecu

- K // kinbKicTh KiacTepiB

- max_iterations // MakcuMaJibHa KiJIbKICTb IT€paIlii

- tolerance // mopir jyist 3yUHKY (OMIIIOHATBHO)
Buxin:

-C={Cl1, C2,...,CK} // kinactepu KOpUCTyBa4iB

- centroids = {ml, m2, ..., mK} // uentpu kmnacrepis
1. Inimianizaris:

- BunagkoBo o6patu K npo¢unis 3 D sk mouatkoBi neHTpoign ml, m2, ..., mK

2. TloBroproBaTu A0 NOCATHEHHS max_iterations a0 MOKH IEHTPOITU HE 3MIHIOIOTHCS
OinblIe HIX tolerance:
a) [IprucBO€HHS KI1acTepiB:
Jls1 koxkHOTO Npodhuiro u_ 13 D:
- O0uMCcIUTH BIACTaHb(U 1, M_j) 10 KOXKHOTO LIEHTPOiga m_|
- [Ipucoitu u_i knactepy C_j 3 HaWMEHIIIOIO BiJICTAHHIO
b) OHOBJIEHHS LIEHTPOIAIB:
Jlist koxxHOTO Kitactepa C j:
- O04HCIUTA HOBUH IIEHTPOIN M_j sIK cepenHe 3HaueHHs BCix mpodimB y C j
c) IlepeBipka Ha 301>KHICTh (OMIIOHATBHO):

- S0 3MiHM IEHTPOINIB MEHIII 3a tolerance — 3yNMUHUTH

3. IToepuytu knactepu C Ta HEHTPOiAM m
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Jonarok B

ITceBnoxon RL-arenTa jis agantuBHoro irposoro 11

1. [Himamizanms:

- BcranoBuTH MHOXHMHY CTaHiB S (BKIIOYHO 3 TpodijieM KOpHCTyBaua,

norounuM DDA Ta napameTpamu rpu)

DDA

- BcranoBuTr MHOXKUHY Ji#i A areHta
- [nimamizyBaru Q-tabmuiro Q(s, a) abo momTHuKy m(als)
- BcranoBuTH KO€(QILIEHT HABYAHHS O TA TUCKOHTYBAHHS Y

- BcranoButu € nns e-greedy crparerii BuOopy aii

. Hux rpu (7151 KOXKHOT 1TPOBOi cecii a0 KpoKy t):

a) CrocTepekeHHsI TOTOYHOTO CTaHy s _t
b) Bubip naii a_t:
- 3 UIMOBIPHICTIO € 0OpaTH BUIAIKOBY Jit0 (exploration)
- 3 iiMoBipHIcTIO 1-€ 00patu Aito 3 makcumanbHUM Q(s t, a) (exploitation)
¢) Bukonaru aito a_t 'y irpoBoMy cepeoBUII
d) Orpumaru:
- HOBWii cTan s_ {t+1}

- BuHaropony R(s t, a t) Ha OCHOBI mporpecy rpasiisi, EMOI[IHHOTO CTaHy Ta

¢) OHoButu Q-TabMHINIO:

Q(s t,a t)«—Q(s t,a t)+a*[R(s t,a t)+vy*max a' Q(s {t+l1},a")-Q(s t,a t)]

f)s t«—s {t+1} (mepexoau 10 HOBOTO CTaHY)

g) OHOBUTHU NMOJITUKY Tr(als) (KO BUKOPUCTOBYETHCSI METO/I, 110 HE 0a3y€ThCs

Ha Q-Tabmuili)

3. [ToBTOprOBaTH KpOKM 2a—2¢g 10 3aBEPIICHHS cecil

4. TTicas KOXKHOI cecii:

- O"oBuTH podinas KopuctyBada U
- Knacrepusysaru HoBuit podisib yepe3 k-means (3a norpedu)

- CxopuryBatu DDA n1st HacTynHO1 cecii
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MyCharacter.h:
H#pragma once

#include "CoreMinimal.h"
#include "GameFramework/Character.h"
#include "MyCharacter.generated.h"

UCLASS()
class YOURPROJECTNAME_API AMyCharacter : public ACharacter

{
GENERATED_BODY()
public:
AMyCharacter();

UPROPERTY(VisibleAnywhere, BlueprintReadOnly, Category = Camera)
class USpringArmComponent™* CameraBoom;

UPROPERTY(VisibleAnywhere, BlueprintReadOnly, Category = Camera)
class UCameraComponent* FollowCamera;
protected:
virtual void BeginPlay() override;
void MoveForward(float Value);
void MoveRight(float Value);
public:

virtual void SetupPlayerinputComponent(class UlnputComponent* PlayerlnputComponent)
override;

|3

MyCharacter.cpp:

#include "MyCharacter.h"

#include "GameFramework/SpringArmComponent.h"
#include "Camera/CameraComponent.h"

#include "GameFramework/Controller.h"



#include "Components/InputComponent.h"
#include "GameFramework/CharacterMovementComponent.h"

AMyCharacter::AMyCharacter()

{

}

bUseControllerRotationPitch = false;
bUseControllerRotationYaw = false;
bUseControllerRotationRoll = false;

GetCharacterMovement()->bOrientRotationToMovement = true;
GetCharacterMovement()->RotationRate = FRotator(0.0f, 540.0f, 0.0f);
GetCharacterMovement()->JumpZVelocity = 600.f;
GetCharacterMovement()->AirControl = 0.2f;

CameraBoom = CreateDefaultSubobject<USpringArmComponent>(TEXT("CameraBoom"));
CameraBoom->SetupAttachment(RootComponent);

CameraBoom->TargetArmLength = 300.0f;

CameraBoom->bUsePawnControlRotation = true;

FollowCamera = CreateDefaultSubobject<UCameraComponent>(TEXT("FollowCamera"));
FollowCamera->SetupAttachment(CameraBoom, USpringArmComponent::SocketName);
FollowCamera->bUsePawnControlRotation = false;

void AMyCharacter::BeginPlay()

{
}

Super::BeginPlay();

void AMyCharacter::SetupPlayerinputComponent(UInputComponent* PlayerinputComponent)

{

}

Super::SetupPlayerinputComponent(PlayerinputComponent);

PlayerInputComponent->BindAxis("MoveForward", this, &AMyCharacter::MoveForward);
PlayerInputComponent->BindAxis("MoveRight", this, &AMyCharacter::MoveRight);

PlayerinputComponent->BindAxis("Turn", this, &APawn::AddControllerYawInput);
PlayerinputComponent->BindAxis("LookUp", this, &APawn::AddControllerPitchinput);

PlayerinputComponent->BindAction("Jump", IE_Pressed, this, &ACharacter::Jump);

PlayerinputComponent->BindAction("Jump", IE_Released, this, &ACharacter::StopJumping);

void AMyCharacter::MoveForward(float Value)

{
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if ((Controller != nullptr) && (Value != 0.0f))

{
const FRotator Rotation = Controller->GetControlRotation();
const FRotator YawRotation(0, Rotation.Yaw, 0);
const FVector Direction = FRotationMatrix(YawRotation).GetUnitAxis(EAxis::X);
AddMovementinput(Direction, Value);
}
}
void AMyCharacter::MoveRight(float Value)
{
if ((Controller != nullptr) && (Value != 0.0f))
{
const FRotator Rotation = Controller->GetControlRotation();
const FRotator YawRotation(0, Rotation.Yaw, 0);
const FVector Direction = FRotationMatrix(YawRotation).GetUnitAxis(EAxis::Y);
AddMovementinput(Direction, Value);
}
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