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AHOTAIIIS
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Metoto pob6oTH € po3poOKa MPOrpaMHOr0 MOIYJIS AAaNTHBHOI IMOBEIIHKH
CYNpPOTUBHUKA B KOMIT IOTEPHIH I'pl 3 BUKOPUCTAHHSIM METO/TIB MAITMHHOTO HABYAHHSI,
30KpemMa anroputMmy HaByaHHs 3 miakpimienasm PPO (Proximal Policy Optimization).

VY poborti BuKOpUCTaHO TexHouorii irpoBoro pyiris Unreal Engine 5.4.4, nmiarin
Learning Agents ta Blueprint-Bi3yanbHe nporpamyBaHHs. PeanizoBaHO MOBHOLIHHUI
muki camoHaBuaHHs NPC: 30ip croctepekeHb, BUKOHAHHS i, HapaxyBaHHS
BUHAroOpoJ 1 OHOBJIEHHS MOJITHKHU Yepe3 HEUPOHHY Mepexky. Po3po0ieHo AB1 KoMaHiu
arcHTIB 3 PI3HUMH MOKJIUBOCTSIMU KEpyBaHHS, CTBOPEHO CHCTEMY BHHAropo,
BHU3HAYEHO MPOCTIP CIIOCTEPEHKEHD Ta JIii.

[IpoBeneHo cepito CUMYIISIIN Ta EKCIEPUMEHTIB J1J1s1 MOPIBHAHHS €(DEKTUBHOCTI
HaBuaHHsA. Pe3ynbratu mokasanu IepeBary areHTiB 13 MOBHUM KOHTpoyieM (pyX,
MOBOPOT, CTpUIb0A) HaA TUMHU, YUsl CTPUIL0A peanizoBaHa aBTOMAaTHYHO. Momyib
JEMOHCTPY€E CTa0IbHY JUHAMIKY HaBYaHHS, THYUKICTh apXITEKTYpPH Ta MPUAATHICTb
710 MacIITa0yBaHHS.

Po3po6ena cuctema Ma€ MpakTUYHY LIHHICTD JIJIs CTBOPEHHS IHTEJICKTYaTbHUX
CYNpOTUBHUKIB y Bifeoirpax, AOCHIPKEHb B rajy3l HaBUYaHHS 3 MIJKPIMICHHSIM Ta
3aCTOCYBaHHS HEUPOHHUX MEPEXK Y CUMYJIAIINHUX CepeOBHINAX.

Kirouosi cioBa: Unreal Engine, Learning Agents, PPO, NPC, HABYAHHA 3
HIIKPITUIEHHAM, IITYYHWUI THTEJEKT, ITIOBEJIHKA CYIIPOTUBHHUKA,
HEMPOHHA MEPEXA, Blueprint.



ANNOTATION

Explanatory note to the qualification work: 68 p., 26 fig., 3 appendices, 38
sources.

The aim of the work is to develop a software module for adaptive enemy
behavior in a computer game using machine learning methods, in particular the PPO
(Proximal Policy Optimization) reinforcement learning algorithm.

The work uses the technologies of the Unreal Engine 5.4.4 game engine, the
Learning Agents plugin and Blueprint-visual programming. A full cycle of NPC self-
learning has been implemented: collecting observations, performing actions, accruing
rewards and updating the policy via a neural network. Two teams of agents with
different control capabilities have been developed, a reward system has been created,
and the space of observations and actions has been defined.

A series of simulations and experiments have been conducted to compare the
effectiveness of training. The results have shown the advantage of agents with full
control (movement, rotation, shooting) over those whose shooting is implemented
automatically. The module demonstrates stable learning dynamics, architectural
flexibility, and scalability.

The developed system has practical value for creating intelligent opponents in
video games, research in the field of reinforcement learning, and the application of
neural networks in simulation environments.

Keywords: Unreal Engine, Learning Agents, PPO, NPC, REINFORCEMENT
LEARNING, ARTIFICIAL INTELLIGENCE, OPPONENT BEHAVIOR, NEURAL
NETWORK, Blueprint.
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BCTVII

Cdepa po3poOKu KOMIT'IOTEPHHX IrOp CTPIMKO PO3BUBAETHCS, IHTETPYIOUH
Cy4YacH1 TEXHOJIOT1] IITy4YHOTO 1HTEJNEKTY JUIsl CTBOPEHHS PEaTICTUUHUX, THHAMIYHUX
Ta 3aXOIJIUBUX ITPOBUX CBITIB. OJTHUM 3 KIIOYOBHUX €JIEMEHTIB TAKUX CBITIB € HEITPOBI
nepconaxi (NPC — Non-Player Characters), noBemiHka SKHX 3HA4HOIO MipOIO
BHU3HAYa€ PIBEHb 3aHYPCHHs, IHTepecy Ta BUKIUKY rpaBusg [1, 2]. Tpaaumiiini
CKpUNTOBI miaxoau 1o peanizamii ysoriku NPC € cratTuuHUMH Ta OOMEXEHUMH,
OCKUIbKM HE€ 3a0e3MevyroTh ajanTarlii 10 CTUJII0 T'pu KopucTyBada. Tomy 3pocTae
notpeba y BIPOBAKEHHI aJJaITUBHUX MOJEJICH MOBEIIHKY, 3JaTHUX 10 HABYAHHSA Ta
BJIOCKOHAJICHHSI B mporieci rpu [3].

AKTyallbHICTb TE€MH OOYMOBJIEHAa BIIPOBA/DKEHHSIM HOBHUX MIAXOMIB JI0
npoekTyBaHHs NPC 3 BUKOpUCTaHHSM HaBYaHHS 3 MIAKPIMJICHHSM, IO J03BOJISE
CTBOPIOBATH OUIBII pEaJiCTUYHY, BaplaTUBHY Ta THYYKY MOBEIIHKY CYIEpPHUKIB. Y
naHi poOOTi pearizailisi MOBEAIHKK CYNEPHHUKA 3/IIHCHIOETHCS B ITPOBOMY pyIIil
Unreal Engine 5.4.4 13 BukopuctanusMm mariny Learning Agents, mo 3a0e3neuye
MOJKJIMBICTh 3aCTOCYBaHHSI Cy4YacHUX aJTOPHTMIB HaBYaHHS 3 MiAKpIIUICHHsM [4].
B ocHoBi HaBuanHs jexuth Meton Proximal Policy Optimization (PPO) — onun 3
Halle(EeKTUBHIIMX  MIAXOAIB  J1I0  TPEHYBaHHA  areHTiB Yy  CKJIAJHUX
cepenoBuIax [2, 5].

Metorw poboTn € po3poOka MPOrpaMHOTO MOAYJS aTalTUBHOI MOBEHIHKH
CyHEepHHUKA B KOMIT IOTE€PHIN Pl 3 BAKOPUCTAHHSIM METOAY HABYAHHS 3 MIKPIIIICHHAM
PPO y cepenosumii Unreal Engine.

3aBaaHHsA JOCIIHKEHH:

1. TlpoanamizyBaTl iCHYHOYI MIAXOJIW JO peai3allii aJanTHUBHOI MOBEIIHKH
NPC y koM’ toTepHuUX irpax.

2. Jlocnmiautu npuHuunu podotu anroputmy PPO.

3. Po3pobutu apxiTeKkTypy MOAYJs aAalTUBHOI MOBEIIHKN 3 BUKOPHUCTAHHIM

miaridy Learning Agents.



4. PeanizyBaTv HaBYaHHS CYNIEPHHUKA Y BIPTYaJIbHOMY CEpPEOBHILIL.

5. IlIpoBectu TectyBaHHS €(hEKTUBHOCTI aJallTUBHOI MMOBEAIHKH Y IMOPIBHIHHI
31 CTaHJAPTHUMU IT1IX0JaMHU.

O06’exT mochimkeHHs — mporec NpuiHATTS pimens NPC y auHamivHOMY
I'POBOMY CEPEJIOBHIIIL.

[TpenMeT mocmiKeHHs] — MOJICITIOBAHHS Ta HAaBYaHHS aJalTUBHOI MOBEIIHKA
CyNepHUKA 3 BUKOPUCTAHHSAM METOJYy HaBUaHHS 3 MIAKPITICHHSIM.

Metoau  JOCHIDKEHHS: aHali3 JITEpaTypHUX JDKEpeNn, alrOpUTMIYHE
MozeNoBaHHsA, MamuHHe HaBuyaHHs (PPO), mporpamna peanizamis y cepeaoBHILI
Unreal Engine, TectyBanHs.

OYHKIIOHAIBHICTh MOJYJSI MOJsArae y 3a0e3leYeHH] I1HTENEKTYallbHOI Ta
aJanTUBHOI TOBEIIHKM CyINEpHUKA 3ajleXkHO Big M1 rpaBud. lle mnigBuiye
JTUHAMIYHICTb TPH, 1i pealiCTUYHICTD Ta 3arajlbHUMN PiBEHb TEMMEPCHKOTO JOCBIY.

Pe3ynbpraTu kBamigikamiiiHoi pod0TH MOXKYTh OyTH BUKOPUCTaH1 IIPU pO3poOI
KOMEPIIIHHUX 1T0p, CUMYJISTOPIB, TPEHAXKEPIB, a TAKOXK SK OCHOBA JUIS MOJAIBIINX

JOCITIDKeHB Y rajTy3i MOBEIIHKOBUX MOJIeIeH Ha 6a31 MalTiHHOTO HaBYaHHS.



1 AHAJII3 TEXHOJIOI'TH AJJATITUBHOI'O IITYYHOI'O
IHTEJIEKTY B ITPAX

1.1 Poap ITYyYHOTO IHTENIEKTY Y (hOpMYyBaHHI TOBEIIHKH HEIMPOBUX NEPCOHAXKIB

AJlanTUBHA MOBE/IIHKA CYNIEPHUKA B KOMIT FOTEPHUX ITPAX € OJHUM 13 KIIFOUOBUX
ACIEKTIB Cy4acHOTO irpOBOTO MITY4YHOTO iHTENeKTY. BoHa no3Bossie NPC 3miHIOBaTH
CBOIO TaKTUKY 3aJI€XKHO BiJ Jii rpaBIls, M0 MOKpAIIy€ 3arajlbHAN ITPOBUM JTIOCBIJ Ta
M1JBHIIY€ peirpadenbHICTh Ipu. TpaauiiiitHi MeToau CTBOpeHHS Al CyTnepHUKIB 4acTo
nepeadavaroTh CTaTUYHI alropuTMu abo nependadyBaHl CKPUITH, IO MOXYTb
MIBUIKO BTPAaTUTU CBOIO €(QEKTUBHICTh, OCOOJMBO JJiA JOCBIAYEHUX TpaBIIiB.
BropoBamkennss agantuBHoro Al  103BOJis€  CTBOPIOBAaTHM JAWMHAMIYHINIUX —Ta
pPEANICTUYHIIINX CYNEPHUKIB, SIKI MOKYTh HaBYaTHCS, aHAII3yBaTH Ta pearyBaTH Ha
CTHJIb TPH KOpUCTYBaya [6].

Al y KOMIT'IOTEpHUX Irpax MOXKE peani30ByBaTUCS YEPE3 Pi3HI MIIX0IU, KOKEH
3 IKUX Ma€ CBOi nepeBaru ta ooMexxeHHs [1]. OnHuM 13 HAMIPOCTIIMHNX 1 HApaHIINX
MIIXO0MIB 7O CTBOPEHHS IIOBEMIHKHM INTYYHOTO IHTEJIEKTY B Irpax € CHCTeMa,
noOy/ioBaHa Ha 3a37aJIeT1/ib MPONUCcaHuX ckpuntax. Takui Al aie cyBopo 3a Hanepen
BU3HAYCHUMH MPABUIIAMU: SIKIIIO TPABEIlb 3HAXOAUTHCS B IEBHOMY MiCIli 800 BUKOHYE
neBHy aito, NPC 3amyckae 3aany mociiIoBHICTh peakuil. Hanpuknazn, y rpi Doom
(1993) Boporum pearyBajld Ha TpaBI JIOBOJI IPOCTO: TMOMITHIM — aTaKyHOTh,
BTPATHIIN 3 TOJIS 30pY — MOBEPTAIOTHCS Ha MovaTkoBy mosuiiito. Y Half-Life (1998)
Taka JIOTIKa CTaJla TPOXHM CKJIAIHIIIOI: CYNPOTHBHUKH AaKTUBYBAJIW HaIaj TUTbKH
MiCJIsl IEPETUHY HEBUIUMOTO TpUTEpa.

[Togi6Ha cucTeMa A03BOJISIE PO3POOHMKAM MATH TOBHHUH KOHTPOJb Haj
NOBEAIHKOIO CYIPOTUBHUKIB, TPOTE BOHA MPAKTUYHO M030aBJIeHAa THYYKOCTI. 3 4acoM
rpaBelrb moynHae mnomivatu madnonu, 1 nii NPC craiore mepenbadyBaHUMU, IIIO
HETaTUBHO BILUIMBAE Ha PeirpadebHICTb.

3rofoM pO3pOOHUKY MOYaI BUKOPUCTOBYBATH TAaK 3BaHI CKIHUEHHI aBTOMAaTH

ctaHiB (FSM). V takux cuctemax NPC 3maren 3MiHIOBaTH CBOIO TIOBEAIHKY 3aJIEKHO
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BiJl BHYTpIIIHBOTO CTaHy, B SIKOMYy BiH nepeOyBae. Hampukman, sKio BOpor mae
HU3BKUN PIBEHb 3/I0POB’S, BIH MEPEXOIUTH Y PEXKUM BTedl a00 000poHU. Y TOMY XK
Half-Life 1me peamisyeTbcsi uepe3 CTaHU MATPYJIIOBAaHHS, aTaKd 4H BIACTYNy —
3okpema, commaté HECU moxyTh TikaTu, 3anmumuBmuich 0e3 miaTpuMku. Y The
Legend of Zelda nii cynpoTHBHUKIB BapilOIOTHCS 3aJ€KHO BiJl BIJICTaHI JO TPABIIA.
Taka mozens Bke 3a0esnedye 0a30BY ajamlTallil0 Ta € THYYKIIIO 3a CKPUIITOBI
pieHHs. AJjie BOHa Ma€ 1 CBOi 0OMEXXEeHHSI — KUIbKICTh CTaH1B 3a3BHU4ail OOMEKeHa, a
3 YCKJIQJTHEHHSIM JIOT1KM MPOEKTYBAaHHS aBTOMAT CTA€ BAXKKUM JIJIsl MacIITaOyBaHHS.

[Ile oqHUM OMIMPEHUM TT1IX0/I0M CTaIM MOBeAIHKOBI iepeBa (Behavior Trees).
BoHu [103BOJISIIOTH CTBOPIOBATH 1€pApXiUHy CTPYKTYpPY MPHUHHATTS pitieHs, ae NPC
pearye Ha 3MIiHH y CEpPEIOBHIII BiMOBIAHO J10 3ajanuX ymoB. Hampuknan, y Halo 2
CYNpPOTUBHUKH OLIHIOIOTH CUTYalll0 Ta MOXYTh 00paTh aTaky, yKpUTTS ab0 MOILIyK
nigkpimuieHds. Y Alien: Isolation Al Yy»koro HaBiTh 3amaM’TOBY€E MicIis, jJ¢ O0auuB
IpaBIy, 1 3MIHIOE TAKTUKY. [[OBEIIHKOBI iepeBa € qyKe MOAYIbHUMU i 3pyUHUMHU JJISI
noetanHoi po3pooku. [IpoTe 3 rMOUHOI0 JepeBa 3pOcTae CKIAAHICTh HAJAIITyBaHb,
10 BUMarae OUTbINO1 YBaXKHOCTI MPU OallaHCyBaHHI JIOTIKH.

3nauHuii cTpuOok B eBotolli Al BiOyBcs 13 MPUXOJ0M MAIIMHHOTO HAaBYaHHS,
30KkpeMa MeToniB Ha KmTant Q-learning Ta rambOOKMX HEHPOHHUX Mepex. Taki
CHUCTEMH HE MOTPeOyIOTh )KOPCTKO MPOMUCAHUX CIIEHAPIiB — BOHM 37aTHI HABUATHCH,
aZanTyBaTHCS 10 TIOBEAIHKY T'PABIIS 1 3MIHIOBATU CBOIO TAKTUKY B PeaIbHOMY Yaci. Y
npukiaai OpenAl Five (Dota 2) areHTt BuuThCcs mnepeadavaTu [ii CynepHUKa, a
AlphaStar Bix DeepMind nemoHcTpye BaockoHalleHHs TakTUK y Starcraft 11 msixom
OesnepepBHOro  caMoHaBuaHHA. lle  1mo3Bosisie  cTBOproBaTHM  aOCOIIOTHO
Hernepen0avyyBaHUX CYIIPOTHBHUKIB, SIKI KHIAaI0Th TPABIIO HOBUI BHKJIMK IIOpa3y. AJe
Taka THYYKICTh MPUXOIUTH 13 MIIHOK — CUCTEMH MAIlIMHHOTO HaBYaHHS MOTPEOYIOTh
MOTY>KHUX OOYHMCIIOBATILHUX PECypCiB 1 CKIAAHOI IHPPACTPYKTYpH JUIsl TPEHYBaHHS
Ta KOHTPOITIO.

[TapanensHo 3 Q-learning, y Bijgeoirpax mnovajid aKTHBHO BUKOPHUCTOBYBATU

HEHUPOHHI Mepexi, AKl IMITYIOTh POOOTY JIOACHKOr0 MO3Ky. BOHM 3/1aTH1 HaB4aTucs
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Ha BEJIMKUX o0Ocsrax JaHuxX 1 mporHosyBatu Aii rpaBusd. Hanpukman, y Forza
Motorsport cucrema Drivatar anamizye CTWIb BOJIHHS TpaBlsi Ta CTBOPIOE
BIPTYaJIbHOT'O OTIOHEHTA, 1110 IMITYE 1110 MoBeiHKY. Y rpi Al Dungeon mepexa GPT-3
TeHEpye CIOKETHI CIieHapii Ha JhOTY, pearyloud Ha BBEIEHI TEKCTH TpaBild. Taki
CUCTEMH CTBOPIOIOTH BpaXEHHS TJIMOOKOI B3a€MOil Ta I1HTEIEKTYyaJbHOIO
cynpotuBHuKa. [IpoTe, K 1 y BUNAAKY 3 MAIIMHHUM HaBYAHHSAM, HEHPOHHI MEpexi
BUMararoTh 0araTo pecypciB 1 HE 3aBXJM IependauyyBaHi — BOHU MOXYTh BUBYHUTH
HeOYiKyBaHy a00 HaBITh IIKIJIJIUBY MOBEAIHKY, SKIIIO JaH1 HESIKICHI.

[le ogauM TiaX0a0M € reHeTu4H1 anroput™Mu (GA) — mMeTou, o 0a3yrThCs
Ha MPUHIHUIAX E€BOJIOIII Ta MPUPOAHOTrO BiOopy. Y mpomy Bumaiaky Al po3BuBae
CTparerii yepe3 MyTalllii, Bi101p Halle)eKTUBHIIIMX PIIEHb 1 TOCTYNOBY €BOJIOLII0. Y
rpi Creatures (1996) BipTyalibHi 1CTOTH 3400yBalOTh YHIKaJIbHI HABUUKH Y B3a€EMO/III 3
cepenouiiieM, a B Black & White (2001) TBapuHu-00TH HaBYArOTHCS BIATIOBIIHO JI0
noBeninku rpaBisg. Kpim toro, meton NEAT (NeuroEvolution of Augmenting
Topologies) 103BoJisle areHTaM €BOJIOLIOHYBAaTU CTPYKTYpPY HEWpOMEpExi MiJ Yac
CUMYJISAII TeperoHiB, 1€ KOKHAa HACTymHa TreHepaiis Al kepye aBromoOiieMm
edexkTuBHIIE. ['€eHETHUYHI aNrOpUTMH J03BOJIAIOTH CTBOPUTH CKJIAJHY OBEAIHKY 0€3
HEOOX1THOCTI BpYUYHY MPOMUCYBATH MIpaBuJja, ajie HABYaHHS 3a3BUYail 3aliMae O6arato
Jacy 1 He 3aBXIU nepeadoadyBaHe.

3aranom, amanThBHA TmoBeMiHKa Al Bimirpae KpUTUYHO BAXIJIHUBY pOJIb Yy
CTBOpPEHHI INIO0KOTO irpoBoro aocBiny. NPC, siki pearytots Ha il rpaBIis 1 3MIHIOIOTh
CBOIO TIOBEMIHKY 3alle’KHO BIJ CHUTYyallli, MiJBUIIYIOTh pIBEHb peajizMy Ta
nuHamigHOCTI. [le TakoX 103BOJIsIE TOHKO OajaHCyBaTH CKJIAAHICTH I'PH, pOOISYH 1l
BOJTHOYAC I1KABOIO JUIsl HOBauKa Ta BUKJIMKOM JIJIsl IOCBiaUueHoro rpasis. Kpim toro,
aganTUBHUM Al 3HaYHO TOKpallye peirpadeiabHICTh — OCKUIBKH MOBEIIHKA
MPOTUBHUKIB I1I0pa3y HOBA, TpaBellb OTPUMY€E VYHIKAIbHUM [OCBIA 3 KOXHHUM

IMPOXOAKCHHSM.
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1.2 Ornap 1 aHani3 ICHyIOYHX PillIeHb

CydacHi KOMIT'IOTE€pH1 ITpU BHUKOPUCTOBYIOTH IMUPOKUN CHEKTP MIAXOIIB J0
CTBOpPEHHS aJalTHBHOIO IITy4yHOro iHTeNeKTy (Al), skuii 103BOJIIE HEIrPOBUM
nepcoHaxkaM (NPC) pearyBatu Ha mii rpaBis, HIABUILYIOYM PEATICTHUYHICTD 1
TUHAMIKY TeAMITICI0. Y IbOMY IiIPO3LTI pO3TISAAI0THCS HAWMBIJOMIIII PillIeHHS, IXHI
TEeXHIYHI OCHOBH, TIepeBaru, HeJAOJIKH Ta BIUIMB HA ITPOBUM JTOCBiJ. AHali3 BKJIOYAE
SK TpaJMIliAHI METOAu (CKPHUIITH, CTAaHOBI aBTOMAaTH, MOBEIIHKOBI JEpeBa), TaK 1
MepeaoBl TEXHONOrIT (MallMHHE HaBYaHHS, reHepatuBHU Al), AKi JEMOHCTPYIOTh
€BOJIIOIII0 QJaNTHUBHOI TOBEAIHKUA CYNEpHUKIB. Jlekilibka MOMyJSIpHUX PIIICHb

HaBeJIeHI HIbKde [7].

1.21TpaF.E.AR

I'pa F.E.A.R., Bunymena B 2005 poui cryniero Monolith Productions, crana
oJiHi€r0 3 mepmux y xaupi FPS, ge mTyuHuit iHTeNeKT BOPOriB MOBOJUBCA TakK, HIOU
BiH JIACHO aHaI3y€ HABKOJIMIIHE CEPEJOBHINE W aganTyeTbcs N0 Aik rpasis. Lle
CTaJI0 MOKJIMBUM 3aBJsKH KOMO1HaIlli ckiHueHHuX aBToMatiB (Finite State Machines,
FSM) Ta mianyBanbHUKa i, opieHToBaHOro Ha i (Goal-Oriented Action Planning,
GOAP) [8].

FSM BukopucToBYeTHCS [IJ1s1 yIIpaBiIiHHSA 0a30BUMH CTaHAMU BOPOTiB, TAKUMHU
K TATPYJIIOBaHHs, ataka, YKputts abo Breda. GOAP xe no3Bonse NPC He mpocto
BUKOHYBATH 3a3JaJIETib BU3HAYEH] CKPUNTH, & IUHAMIYHO OyAyBaTH MOCIIIOBHICTb
Tl Ha OCHOBI IIUJIEH 1 JOCTyMHUX pecypciB. Hanpukian, sSKio BOpor OTpUMye Haka3
aTaKyBaTH, BiH HE MPOCTO OLKUTH 10 TPaBIld, a aHANI3ye, K Kpalle e 3poOuTH:
aTaKkyBaTU HampsiMy, OOIMTH 3 (JaHTy 4YM BUKOPUCTATH TpaHaTy, SIKIIO TpaBelb
cxoBaBcsi 3a yKkpuTTsaM. lle ctBoproe BpaxenHs "posymuoro" Al, ockimbku NPC
MOJKYTb ITepErpyOBYBaTHUCS, 3aKIUKATH ITiIKPITUICHHS Ta BUKOPHUCTOBYBATH TAKTHYHI

MaHEeBpH.
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KnrouoBmii mpukiaa 1mi€i cucreMu MOXXHa 1MoOauuTd B OO0 SKIO TpaBelb
3aXO0BAETHCS 32 SAIMIMKOM 1 TIOYHE 0OCTP1JI, BOPOTH MOXKYTh BUPIIIUTH HOTO 001ATH a0
BUKOPHCTATH IPaHaTH, 00 3MyCHTH I'paBIlsi BUNTH. BOHM Tak0X KOOPAMHYIOTHCS MiXK
co00I0 — OJIMH MOXKE BIJIBOJIKATH yBary, MOKH IHIIWNA MiAKpamaeTbes 300ky. e
3a0e3neuye BiAUyTTs CKIAIHOTO, ajleé pealicTUYHOro OO0, Ji¢ BOPOTH HE IMPOCTO

"MiCTaBISAIOTHCS ", @ aKTUBHO HAMAararoThCsl BUTPATH.

1.2.2 Alien: Isolation — Yyxwuii, mo "Muciuts"

I'pa Alien: Isolation, Bumymena B 2014 pomi cryaieto Creative Assembly,
BCTaHOBUJIA HOBUM cTaHAaptT mis Al y xaupi survival horror. I'onoBHuii Bopor —
Uyxuii — He ciiaye 3a3Jaieriib BU3HAYEHUM MapIIpyTaMu, a BUKOPHCTOBYE
noBeiiHKOB1 JiepeBa (Behavior Trees) Ta m01aTKOBI alrOpuUTMHU, IO POOISATH HOTO
MaKCHUMaJIbHO HerepenoauyBanuM [9].

Cucrema Al y it rpi ckinagaerbes 3 1BOX piBHIB. "upekTop Al" BigcTexye aii
rpaBIls Ta BUpillye, kouu 1 sk Yyxuil moBuHeH aisiTH. Hampukiaz, sKImo rpaselb
94acTO XOBA€ThCs y madax abo mij cronamu, Uykuii moYMHAE YacTilie MepeBIpATH IIi
MICIISL.

Hpyruit piBens — 6e3nocepennbo Al Uyxkoro, skuii BU3Ha4Ya€ HOTO MOBEAIHKY
3aJIE’KHO B1Jl IOYYTOTO 3BYKY, TOOAYEHOT0 pyXy M 1HIIUX PakTopiB. CIOYaTKy BOPOT
MOXKE€ JIETKO MiAaTucsa oOMaHy, HampuKiIaJ, Ha IIYMOBHM NPHUCTPIN, ajie Mmicis
KUIPKOX TaKMX BHUIAJKIB BiH "BUMTHCA"' HE pearyBaTH Ha HBOTO, SKIIO HE OAUUThH
CaMoOro rpaBls. 3aBISKU LIbOMY KOXXHa 3ycTpid 13 UyXUM yHIKalbHa, a rpaBelb

HIKOJIM HE MO>KE€ TTOBHICTIO MepeI0auuTy HOTO MOBEAIHKY.

1.2.3 Halo — InTesexT 3aronis

Cepisa Halo, mounnatouu 3 nepmroi yactuau 2001 poky, cTana NpukiiagoM TOro,
AK MOXKHa edekTuBHO peanizyBaTu komannHuii Al. ¥V Halo NPC noBogstecs sik
crpaBkH1 0OMOBI 3arOHU, BUKOPUCTOBYIOUM CKiHUeHHI ctanu (FSM) y moennanHi 3

JoTiKOr0 rpynoBoi moseainku [10].
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Koxen NPC mae Habip 6a30BUX CTaHIB (HAIPUKIA[, aTaka, YKpUTTS, BIACTY),
a BOPOXI TPYNH MOXXYTh KOOpJAWHYBaTH CBOI nii. Hampukiaz, SKmo B CyTHUIl THHE
migep 3arony KoBeHaHTy, 1HIN MOXYTh IIOYaTH TIaHIKyBaTH a0o BIIIATH Ha
6e3neunimni no3utii. Ile ctBoproe nuHamivyni 001, 16 BOPOrH HE IIIOTH SIK OKpEMI
OJIMHUIII, a MPAIIOIOTH Pa30M, MIATPUMYIOUHN Ta 3MIHIOIOUH TAKTHKY.

Y Halo 2 e crano me nomiTHIIMM: TpyHTH (Moo connatu KoBeHnanty)
9acTO XOBAIOTHCSA 3a IMUTAMH CBOIX COIO3HUKIB, a €NITH (KOMaHIUPHU) MOXKYThb
YXWISITUCS BiJ TpaHaT abo 3MIHIOBATH IMO3MINIO, SIKIIO X aTaKyrTbh. Taki MEeXaHIKd

3MYIIYIOTh I'PaBIs IPOAYMYBATH TAKTHKY Ta HE MOKJIAJATUCS JIUILIE HA TPyOy CUITy.

1.2.4 T'pa The Last of Us Part || — Emomiiiauii Ta amantuBHui Al

I'pa The Last of Us Part II (2020), ctBopena cryaieto Naughty Dog, miansia
IUTAHKY B PO3BUTKY MOBeN1HKOBOTO Al 1mie Butie. TyT BUKOPUCTOBYETHCS TOBEIHKOBE
nepeBo (Behavior Trees) y moegHaHHI 3 AMHAMIYHOIO aJanTalli€l0 10 CTWIIO TPU
rpaBug [11].

Opna 3 KITI0YOBUX 0COOIMBOCTE Al y rpi — €MOLIMHICTh Ta 1HIUBITyaTbHICTh
NPC. Boporu He mpocTo aTakyloTh IpaBlls, a W pearyroTb Ha MOJli HaBKOJIO.
Hampuknaz, sikuio rpasers y0'e 0HOTO 3 CYNPOTHUBHUKIB, 1HIIN MOXYTh BUTYKHYTU
Horo iM’s, 0 POOUTHh CYTHYKH OLIBII OCOOMCTUMHM. SIKIO rpaBellb BUKOPUCTOBYE
ctesic, NPC nmounHaOTh aKTUBHIIIE OOIIYKYBaTH TEPUTOPIIO, 3MIHIOIOYH MapIIpyTH
naTpyJTIOBaHHS.

Boporu Takox mit0Th SK KOMaHAa, KOOPAWHYIOYW CBOI 1ii. SIKIIO TpaBelb
XOBa€ThCsl 32 YKpUTTAM, oauH NPC moke mité Ha 00XiJ, TMOKW IHIIMKA Oyne
NPUKPUBATH HOTO0. 3aBISKH IIbOMY KOKHAa OMTBA BiTUYBAE€THCS YKUBOK Ta 3MYIIYE

rpaBls MOCTIMHO a/1anTyBaTHUCH.

1.2.5 Nemesis System — Boporu, siki 3aniam’siTOBYIOTb TPaBIIs
Cuctema Nemesis, ctBopeHa Monolith Productions mis Middle-earth: Shadow
of Mordor (2014) Ta Shadow of War (2017), ctana nmpopusom y po3pob6iti Al [12].
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Ha Binminy Bin tpaaumiitnux NPC, Boporu TyT HE MpOCTO 3’ SIBISIFOTHCS U
3HMKaIOTh, & PO3BUBAIOTHCSA y BIANOBIAL Ha il rpaBld. SIKIIO rpaBelpb MEpeMoke
OJIHOTO 3 BAaTaXKIB OPKIB, ajie He A00'€ HOTO, TOM MOXKE MOBEPHYTHUCS CHJIBHIIINM,
OTpPUMABIIM HOBI 3710HOCTI, a00 HaBITH 3amam’ATaTu nonepeani 6uteu. e poOuTh
KO>KHOT'O MIPOTHMBHUKA YHIKQJILHUM 1 CTBOPIOE TUHAMIYHHUH CBIT, JIe TpaBellb Oyye
OCOOHCTY 1ICTOPiIO 3 BOPOTAMH.

[{s cuctema BIUIMHYJa Ha OaraTb0X PO3POOHUKIB, Xoua ii BUKOPHUCTAHHS

obmexxeHe marentoM Warner Bros., skuit gistume 10 2036 poky.

1.2.6 NVIDIA ACE

NVIDIA ACE (Avatar Cloud Engine) — e HOBHii eTaI y pO3BUTKY IITYYHOTO
iHTeNneKTy s irop. BukopuctoByroun reHeparuBHuil Al, ACE no3ponsie NPC He
TIJIBKUA B3a€EMOJIISITH 3 TPABIIEM Y PEAIbHOMY 4aci, ajie il aianTyBaTu CBOIO IMOBEIIHKY
3aJIe)KHO B1J] TOJIOCOBUX KOMAaH/I Ta KOHTEKCTY TPH.

s mpukiany, y rpi Mecha BREAK NPC MoxkyTh OTpuMyBaTH 1HCTPYKIIIT BiJ
rpaBii 1 3MiHIOBaTH TakTHUKy Ha xoay [13]. Lle BimkpwBae HOBI MOMJIMBOCTI IS
CTBOpeHHsI aBTOHOMHUX NPC, sKi CHUIKYIOTBCA 3 TpaBUEM HE JIMIIE Yepes
3a37aJIeTiib MPOIKCaHl PEIUIKK, a W TeHEePYIOTh BIJMOBIJII HA OCHOBI KOHTEKCTY
CUTYyalrlii.

B Ttabmumi 1.1 mpeacTtaBieHO MOPIBHAJIBHUN aHali3 KIIOYOBUX KPHUTEPIiB
po3rsHyTUX cucteM. [IpoBenaeHuii aHaii3 J03BOJIsSE€ MTOKa3aTH OCHOBHI BIJIMIHHOCTI
MDK IIUMHU CUCTEMaMHU.

Cucremn Ha xmrtant Nemesis 1 Q-learning mo-pi3HOMYy MaKCHUMI3YIOTh
peirpabenpHICTh: Tepiia 4yepe3 MpOoIeAYpPHICTh, Apyra depe3 HaB4yaHHsA. Cucremu
NVIDIA ACE 1 Alien: Isolation ¢okycyroTbCs Ha 3aHYpeHHi, aje MNoTpeOyloTh
3HauHux pecypciB. Cucremu F.E.A.R. 1 Halo mpononyroTs 6aianc Mi>k IpoCTOTOIO Ta

e(heKTUBHICTIO, aJie MOCTYNAIOThCS B aIalITUBHOCTI.
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Tabmuns 1.1 — [HopiBHsUIBHUN aHANI3 Cy4acHUX KOMIT IOTEPHUX 1rop

Crcrena Anantus- | O0unciroBaib- | CKIagHICTh Bruius Ha
HICTh HI pecypcu peamizaiiii | peirpabenbHICTh

(FFEICI\ES OAP) Cepennsa | Cepenns Bucoka CepenHiii
Alien: Isolation
(Behavior Trees + Bucoxa Bucoxki Bucoxka Bucoxwii
ML)
Halo : .
(Squad Al + FSM) Cepennsa | Husbki Cepenns Cepenniii
The Last of Us Il
(Behavior Trees + | Cepenust | Cepenni Bucoxka CepenHiii
Dynamic Al)
NVIDIA ACE Bucoxa Hy>xe BUCOKI Jnj[g:)inﬁ Bucoxwnii
Nemesis System Bucoxka Hwu3sbki Cepenns Jly>Ke BUCOKHIA
Q-learning gp?c)f)ia Jly>xe BHCOKI i]g:;ia Jly>xe BHCOKHIt

1.3 BuOip anropuT™My MallMHHOTO HaBYAHHS IS aJallTUBHOI TOBEIIHKH
Y mporeci MOAENIOBaHHSA TOBEIIHKH BIPTyaJbHOTO CYNPOTHBHUKA B
KOMIT FOTEpHIA TPl KJIIOYOBY POJb BiJIrpae BUOIp €(EKTUBHOIO METOY HABYAHHS,
KWW JO3BOJIE areHTY aJanTyBaTH CBOIO CTPATETIIO O 3MiH y MOBEIIHII TpaBIlsd Ta
yMOBax irpoBoro cepefosuiia. OQHUM 13 HAOUIbII IEPCIEKTUBHUX NIAXOAIB Y LBOMY
KOHTEKCTI € HaBuaHHs 3 migkpimieHHsM (Reinforcement Learning, RL) — kiac
METO/IIB MAIlMHHOTO HaBYaHHS, Yy SKUX areHT HABYA€TbCA LUIIXOM B3aeMOIl 3
cepeoBUIIEeM, OTPUMYIOUYH BUHATOPOJIM 3a TIEBHI Aii.

VY pamkax gaHoi poOOTH PO3TISAATHCS TaKl MOMIMPEHI AITOPUTMHA HABYAHHS 3

1 IKPITICHHSM:
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Q-learning — rtabmmyamii meTox, Mo m0oOpe Mpamioe s HEBEITUKUX
JUCKPETHUX MPOCTOPIB CTaHIB 1 [, ajieé MOraHo MacITaOyeThCcsl MPHU 30UIbIICHHI
CKJIaaHOCTI cepenouma [1, 17, 27, 30];

Deep Q-Network (DQN) — rimmboke Q-HaBYaHHS, IO BUKOPUCTOBYE HEHPOHHI1
Mepexi 3aMicTh Q-Talmuill, ajie Mae OOMEXEHHs Ipu poOOTI B CepeloBUINAX 3
HeTnepepBHUMU JisiMH [5, 26, 28];

Actor-Critic metoau, cepen sikux PPO (Proximal Policy Optimization) € ogHUM
13 HaHOUIBII CyJacHHX 1 cTablIpHUX [2, 16, 29].

3 ypaxyBaHHSM cHelU(IKU MPOEKTY OyJ0 BUPILIEHO BUKOPUCTATH aJrOPUTM
Proximal Policy Optimization (PPO) — oauH i3 Halie(eKTUBHIIIUX METOIB Y POIUHI
IpaJleHTHUX NOMITUK. Lled miaxig 4yAoBO MOe€AHYy€eE B €001 BUCOKY CTAOLIBHICTB
HaBYaHHsI, €PEKTUBHE BUKOPUCTAHHS TaHUX 1 BOJAHOYAC 3ATUIIAETHCS TOBOJII IPOCTUM
y peamizamii. Ha BimMiHy Bijg Oaratbox iHmmX meroiiB, PPO 3aGesneuye HamiiiHe
OHOBJICHHS TMOJITUKUA 3aBISKHM MEXaHi3My, 10 OOMEXye 3aHaaTO pi3Kl 3MIHU
napameTpiB. Takuii MexaHi3M, BIJOMUH K KIIIIHT (QYHKIIT BTpaT, 103BOJIE€ YHUKHYTH
"katacTpodiyHUX" OHOBJICHD 1 BTPATHU HAKOMIMYEHOTO T0CBiny [2].

Opni€ero 3 KIIOYOBMX MNpUYMH BUOOpy came PPO crama ioro miarpumka
HeTepepBHOro npoctopy Aid. Ile ocobauBO BaXJIMBO B KOHTEKCTI po3poOku NPC,
MOBE/IHKA SIKUX y TPl MOBUHHA OyTH IUIABHOIO, BApIaTUBHOIO Ta HAOJIMKEHOO A0 MK
peanbHOro rpasiis. [le ogarM BUu3HaYaibHUM (haKTOPOM CTalia moBHA cyMmicHICTH PPO
3 marinom Learning Agents y cepenosuiii Unreal Engine 5.4.4. Ileit nnarin Hagae
pO3pOOHUKY BCi HEOOXIAHI 1HCTPYMEHTHU [JIi CTBOPEHHS AareHTIB, BU3HAYEHHS
CIIOCTEPEKEHb, N1 Ta BUHArOpoOA, a TaKOX JIS 3allyCKy ¥ MOHITOPUHTY MpOIeCy
TpeHyBaHHS [4].

PPO takox 3apexoMeH TyBaB ce0e sk HaJ3BUYaiiHO CTa0lIbHUM aJlTOPUTM, SIKUI
JEMOHCTPYE XOpOLIYy Yy3arajibHEHICTh pPe3yJbTaTiB HaBIThb HAa TPUBAJIMX €Mi30]aX
TpeHyBaHHs. Lle M03Bossie areHTy He TUTbKM HIBUAKO aJanTyBaTHUCA O MOTOYHHX

YMOB, a i 30epiraTu HaBUYKU MPOTITOM 3MiH cepesloBHUIIA [5].
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BaxxnuBow mepeBaror0 IbOro MIAXOAY € 1 MOXIIMBICTb 1HKPEMEHTaJIbHOTO
noHaB4YaHHs. ToOTO, areHT MO’KE€ OHOBIIIOBAaTH CBOIO MOJITHKY HaBITh MiJ 4ac
cUMyJIsiLii a0 poOOTH B peaqbHOMY yaci, 6€3 HEOOX1THOCTI MOBHOTO MEpPe3aIrycKy
HaByanHsi. Kpim toro, PPO pnobGpe wMacmraOyerbcs B yMoOBax MapayiedbHUX
CEpEelIOBHILI, IO JIa€ 3MOTY TPEHYBAaTH areHTIB OJHOYACHO B KUIBKOX cuMyJisiiisax. Le
CyTTEBO TPWINBHIANIYE TPOIEC ONTUMI3amii Ta  03BOJSE  €PEKTHUBHIIIE
BUKOPUCTOBYBATH OOUYMCIIIOBAIBHI PECYPCH.

Y migcymky, oOpanuii miaxigy Ha ocHoBl PPO 3a0e3mneuye rHyuke,
MaciTaboBaHe Ta CTIAKE PIICHHS 1Ji peati3ailii anantuBHoi noBeainku NPC. Takuit
QITOPUTM JIO3BOJIIE HAaBUYAaTU areHTIB Oe3 3a3jalierib BU3HAYCHUX CIICHApIiB —
BHUKJIFOUHO HAa OCHOBI JOCBIJTY, SIKMI BOHU 3/100yBalOTh Y MPOILIECi CUMYJILOBAHOI I'PH.
Ile BiAKpUBa€E MOKIIMBICTh CTBOPEHHS MOBEAIHKH, IO TUHAMIYHO aJanTy€eThCs A0 11

I'paBLsA Ta CKJ'IaI[HOCTi CCpCaAOBHUIIIA.

1.4 ITocTtanoBKa 3aa4i

Po3poOka  amanTUBHOI  NOBEAIHKM  BIPTyaJbHOIO  CYNPOTHUBHUKA Y
KOMIT FOTEpPHINA TPl MOYMHAETHCS 3 YITKOTO PO3YMIHHS TOTO, SIKi 3aBIAaHHS [MOBUHEH
BUKOHYBAaTH 1HTEJIEKTYaJbHUN areHT TMijJ dYac irpoBoro mpoiecy. OcoOiuBo 11e
aKTyaJbHO B KOHTEKCTI 3MarajlbHOro cepeaoBulla, J€ B rpl OepyTh y4acTh JIBI
koManau NPC 1 He3anexxHuii rpaBellb. Y Takiii cuTyarlii CynpOTUBHUK MTOBHHEH HE
IPOCTO BUKOHYBATH 0a30B1 JIii Ha KIITAJIT PyXy Y CTPUIbOU, a i TMHAMIYHO pearyBaTu
Ha 3MiHY YMOB — PO3TalllyBaHHS BOPOTiB, MOBEIHKY I'PaBIs, 0COOJIUBOCTI FEOMETPIi
kaptu Touio [1, 2].

VY Ipi CUMYJIOETBCS CLIEHAPIN, Y SIKOMY JIBI KOMaHJId — Y€pBOHA Ta CUHS —
MarTh IO BICIM areHTiB, a TaKOX € OJIMH HE3aJCKHHUU TpaBellb CIpOro KOIbOPY.
3aBIaHHS KOKHOI KOMaHAWM — HaOpaTH sSIKoMora OuIbIlIe OYOK IIJISXOM 3HUIICHHS

BOPOXMX areHTIB, BOJHOYAC MIHIMI3YIOUYM BJAcHI BTpaTH. YCi areHTH MaroTh
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MO>KJTUBICTD MEPEMIIIYBATUCS MO KapTi, 3MIHIOBAaTH HANPSIMOK MOTJISIAY Ta, 3aJIEKHO
BiJl HAJAIITYBaHb KOMAaH/IU, CTPUISTH CAMOCTIHHO 200 aBTOMaTUYHO.

[le o3Havae, 1O 1HTEICKTyaJdbHI areHTU IIOBHMHHI BOJOJITH KIJIbKOMA
KIIOYOBUMH  HaBWYKamMu. Hacammepenm —  Opi€eHTyBaTucs B YacCTKOBO
CIIOCTEPEKYBAHOMY CEPEIOBHIIIL, i€ HE BC1 00’ €KTH JOCTYIHI Y KOXKE€H MOMEHT. BoHu
MaloTh YMITH IPUIMATH ONITUMAJIbHI PIIIICHHS B pEaIbHOMY Yaci, MIBUAKO 3MIHIOBATH
TaKTUKY 3aJIEKHO BiJl IrpOBOi1 CHUTYallli, a TAKOXX HaMaratucs yHUKAaTH HETaTUBHHUX
MOJ11i, TAKKX SIK 3ITKHEHHS 31 CTIHAMU, HABEICHHS Ha COIO3HMKA YU CMEPTh. | HaBmaku
— MAaKCHMI3YBAaTH KOPHUCHY AaKTHBHICTh: TNPHULIIIOBAHHS HAa BOPOTIB UM TpaBI,
e(deKTUBHE TIepEMIIICHHS, 3alHATTS BUT1THUX MO3MIIH Totmo [1, 3].

VYce e n103BoJs1€ chOpMYITIOBATH 3aBIaHHS PO3POOKH K TPOOJIEeMy HaBUaHHS 3
MIJKPITUICHHSAM. Y Takiii TOCTaHOBIII areHT mepedyBae B TIEBHOMY CTaHi, MIO
(GhOpMy€ETHCS Ha OCHOBI CIIOCTEPEKEHD 13 HABKOJIMIIIHBOT'O CEPEIOBUIIA — TaKUX SIK
KOOpPJIMHATU Ta HANpPSMKHU BIACHI, BOPOXI Ta IPaBIls, a TAKOXK OO0’ €KTU Ha KapTi. Y
BIJIMOBIJIb Ha 1€ CTaH areHT BUKOHYE IMEBHY JII0 3 JOCTyHmHOro Habopy (pyx,
oOepTaHHsI KaMepH, CTpian0a), OTPUMYE BHHATOPOJY 3aJIEKHO BiA il HACTIAKIB,
MEePEXOAUTh Y HOBUH CTaH — 1 BPEWITI-pElIT MparHe MaKCHUMI3yBaTH CyMapHY
BUHAropoAy mnpotsrom emizoxy [1, 2]. Jas BupilmIEHHS MOCTaBICEHOTO 3aBJaHHSA
HEO0OX1JHO BUKOHATHU HACTYIIHI 3ajayi:

1. PeanizyBatu y uepBOHIN KOMaH/I1 MOBHO(MYHKIIIOHAJLHE KEPYBaHHS: YC1 TpU
aCmeKTH TIOBEMIHKM — TEpEeMINIEHHs, IOBOPOT KaMepu Ta CTpiipda —
KOHTPOJIFOIOTHCSI HEUPOHHOK MEPEKEI0, SKa HaBYa€ThCA 3a anroputmMom PPO
(Proximal Policy Optimization) [2]. CucTema BUHaropo y iiii KoMaH i TOBUHHA Oy TH
HaJallITOBaHa Tak, 00 CTUMYJIIOBATU 00EpekHy, aje pinryyy noBeAinky: +10 Oamnis
HapaxoBYETHCS 3a MPUILIIIOBAHHS Ha BOPOXKOTO areHTa, +20 — Ha rpaBls, To1 K -1
Oay1 3HIMAEThCSA 3a HABEJICHHS HAa COIO3HMKA a00 3ITKHEHHS 31 CTiHOr. HaitOimbin
cepiio3He MokapaHHs nepeadadeHe 3a 3aruoenns areHTa — MiHyc 2.5 6arna.

2. PeanizyBaTtul y CUHIA KOMaH/Il areHTH 1110 MAlOTh OOMEXEHUI KOHTPOIh —

BOHU MArOTh BIJINIOBIAATH JIUIIIE 32 IEPEMIIIICHHS Ta OPIEHTAIIIIO B TPOCTOPI,  IMOCTPLI
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BUKOHYETHCS aBTOMATHYHO, KOJIA BiIOYBA€ThCS HABEACHHS HA BOPOXKY IIUTh 3a
JIOTIOMOTOI0 TpacyBaHHS KaHaly (trace by channel) [4]. CucTtema BHHAropoa TyT
TaKOX HaJlaIlITOBaHa O1IbII arpecuBHO: +10 OaltiB 32 HaBEJCHHS Ha YePBOHOT'O arcHTAa,

+20 — Ha rpaBIi, -5 O6aiB 3a 3ITKHEHHS 31 CTIHOIO, -2.5 — 3a 3arubers.
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2 AJITOPUTMIYHE TA IHOOPMALIIMHE 3ABE3IIEYEHHSI
2.1 Apxitektypa irpoBoro Al-monyns y cepenosuiii Unreal Engine

Po3poGriena irpoBa cucteMa MOJAENIOE 0araTOKOPUCTYBAIbKUN 3MaraibHUN
cueHapiii mix nBoma koMmanjgamu NPC (depBoHa 1 CMHS) Ta OJHUM TpaBlieM. Ycs
peastizailisi BUKOHaHa BUKIIOYHO 3a jgornomoror BlueprintS-cuctemu B cepenoBuiii
Unreal Engine 5.4.4. Blueprints — Bi3yanbHui MeTOJI IPOrpaMyBaHHs, BOYIOBaHHI B
pymriii Unreal Engine [4, 34]. Blueprint m03BoJiss€e CTBOpIOBATH IrpOBY JIOTIKY,
00poOATH TOMii, KepyBaTH INITyYHHM IHTEIEKTOM, B3a€EMOJIEI0 MK O0'€KTaMmH,
HAaBYaHHIM arcHTIB Ta aHiMamisiMu Oe3 HammcaHHs Koay. Lle mocsraeTscst 3aBIsSKA
Bi3yaJbHUM OJIOKaM (By371aM), sIK1 3’ €JHYIOThCSI B JIOT14HI Irpadu, aHaJIOT19HO 70 OJI0K-
cxeM, nmpukiaa Burisny Blueprint 300paxeno Ha pucynky 2.1. L{e 103800 10CATTH
THYYKOCTI B peaizartii, mBUAKOT iHTerpariii 3 miarinom Learning Agents i ciporeHHs

CKCIIEPUMEHTYBAHHS 3 JIOT1KOI0 HaB4YaHHS [4, 6].

Traoe Caler ||

Trae 1 ol [l

O Orae Tarw | 5.0

Pucynok 2.1 — [puknan surisgy Blueprint

KoxHa 3 komMaHa y IpoeKTi Mae BIacHY CYKyIHICTh Blueprint-koMIoHeHTiB, 5Ki
pa3oMm 3a0e3MeuyoTh MOBHUN IUKJI HABYAHHSA 3 MIJKPIIUICHHSAM Ha OCHOBI aITOPUTMY

PPO [2]. i KOMIIOHEHTH peani3yloTh yCi HEOoOXiAH1 (YHKIT aJi1 CTBOPEHHS
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amantuBHOI moBeninku NPC — Big 300py crocTtepekeHb N0 BHKOHAaHHS Al Ta
00YHMCIICHHS! BUHArOPO/.

VY nepiry yepry, OCHOBY KOxHOro areHTa ckianae Agent Blueprint. Came neit
KOMITOHEHT BH3Ha4ae (i3WyHy MOJEibh IMEePCOHA)Xa, WOro 3JaTHICTh PyXaTHCh,
o0epTaTUCh, CTPUISTH, a TaKOX IOB’s3aHy 3 MM aHIMalliio. Yce YNpaBiiHHS
noBeaiHkoro NPC Ha piBHI iIrpOBOTO CBITY BiIOYyBAETHCS cCaMe Yepe3 M0 CTPYKTYPY.

HactynHum kpuTudHuM enemMeHToM € Agent Interactor — KOMITOHEHT, KU
BIJIMOBIAA€ 3a CIUIKYBAaHHS areHTa 3 HaBYaJbHOW cHcTeMoro. Bin dopmye
cnoctepexeHHs1 (observations), 110 MOAAIOTBCA HA BX1J HEUPOHHOI MEpEki, Ta
OTPUMYE Yy BIJMOBiAb 00paHi Aii. Y Mexax IbOro OJIOKY peai30BaHO KJIIOUYOBI
dbyukiii: Gather Agent Observation — jist 360py 1H(opmariii mpo cBiT, 1 Specify
Observation Schema — aist onucy CTpyKTYpH WX JaHUX.

TpenyBasibHuUii miporiec KOHPIrypyeTbes uepe3 Agent Trainer. Lle Blueprint, mo
BH3HAua€ Croci0 HaBUaHHS areHTa: oOpanuil anroputm (y Hamomy Bunaaxky PPO),
CUCTEMY BHHAropoji, rineprmapaMmerpu, npocTip aiil 1 tun nomituku. Came Trainer
BIJIMTOBIA€ 32 OHOBJICHHS MTOJIITUKA Ha OCHOBI HAKOITMUYEHOT'O JIOCBITy Ta 32 KOHTPOJIb
HABYAJIBHOTO IHKITY.

[lle onuu BaknuBHii KOMIIOHEHT — Agent Manager. Bin koopauHye poboTty
BCI€i CHCTEMHM, BKJIIOYAIOUM CTBOpeHHS Ta pecnayH NPC, MOHITOpUHI iX CTaHy,
yIpaBJIiHHSI KOMaHIHUM PaxyHKOM 1 mepe3aryck payHaiB. Lleit menemkep paktuyuno
OB’ s13y€ BC1 1HII KOMIIOHEHTH B €TUHY IITICHY CTPYKTYDY.

Bapro 3a3HaunTy, 110 1151 KOKHOI KOMaH/AM — YePBOHOI Ta CUHBOT — OMMUCaH1
KOMITOHEHTH pPeaTi30BaHO OKPEMO, 3 YypaxyBaHHSIM OCOOJMBOCTEW MOBEMIHKU. Y
YEpBOHOI KOMaHI1 KOHTPOJIb HaJl areHTaMU 31HCHIOETHCS TOBHICTIO Ye€pe3 HEMPOHHY
MEpEXYy: BOHA MpHUIIMae pIIEHHS PO PyX, MOBOPOT KamMepu Ta CTpuib0y. Y TOil ke
4ac y CHUHBOI KOMaHIM Mepexa Kepye JIMIIE MEPEeMINIEHHSM Ta OpIEHTAIlI€0, a
CTp1Jib0a BUKOHYETHCSI aBTOMATUYHO, LIOMHO BOPOT OMUHSETHCS B MO 30py — II€

peanizoBaHo uepe3 MexaHi3M trace by channel [14].
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Y TumoBoMy LHMKII B3a€eMOJIi areHTiB yce BimOyBaeTbcs Tak. Crmodarky
Interactor 30Mpae MOTOYHI CHOCTEPEXKEHHS MPO CTaH TPU — 1€ MOXYTh OyTU
KOOPJIMHATH areHTIB, HANIPSIMKH iX PyXy, MOJIOXKEHHS BOPOTiB, rpaBls abo 00'ekTu
cepenosuina (Hampukian, cTiau). [lotim Learning Agent Ha OCHOBI LHMX JaHHUX
BU3HAYA€ JIi10, BUKOPHCTOBYIOUM MOJI€Nb, HaTpeHOBaHy 3 gomnomoror PPO. lami
areHT BUKOHYE BIJIMOBIAHY JIII0 B I'Pi: PyXa€eThes, MOBEpTae kamepy abo ctpiise. [licns
nporo Trainer HapaxoBy€ BHHAropoay 3TiIHO 3 KoHdiryparier. Hapemri, Agent
Manager dikcye 3MiHy cTaHy areHTa — 30kpeMa, k1o NPC 3arunyB — 1, 3a moTpeou,
1HILIII0O€ HOBUM payH]I.

VYea ug cuctema 3aBasiuye THydykocTi Blueprint-peanizanii, sika gana 3Mory
IIBUJKO EKCIIEpUMEHTYBAaTH 31 3MIHAMM JIOTIKHM, BI3yali3yBaTHU CTPYKTYpy
CIIOCTEPEXEHb 1 BHHArOpoj, a TaKOXK 30epiraTd MOBHY BIAOKPEMJICHICTb MIXK
KOH(DIrypaiisiMu pi3HUX KOMaHJI. 3aBISKHU TaKiid apXiTEKTypl HE BUHHUKaJa MoTpeda
3MIHIOBATU KOJI PYIIIis, 0 3HAYHO MPUCKOPHIIO Po3poOKy [1, 5].

CTBOpEeHa MOyJIbHA CTPYKTYypa € MaclITabOBaHOIO: 3a MOTPEOH MOXKHA JIETKO
3MIHIOBATH KUIBKICTh areHTIB, a/IallTyBaTH TineprapaMeTpy TPEHyBaHHs, MAKII0YaTH
HOBI aJTOPUTMHU a00 €KCIEPUMEHTYBATH 3 JIbTEPHATUBHOIO JIOT1KOK MOBEAIHKH Ha

0a3i IHIMX MAIXOIB 10 HaBYaHHS 3 T1IKPIIUICHHSIM.

2.2 Anroput™m HaBYaHHS 3 MAKPITUICHHSIM

Proximal Policy Optimization (PPO) — me anropuTtM HaBYaHHS 3
MIIKPITUICHHSM, SKUH HAJICKHUTH JI0 CiIMEHCTBA METOJIIB Ha OCHOBI MOMITHKH (policy-
based methods). PPO 6yB 3anpononoBanuii y 2017 poui gocnigaukamu 3 OpenAl sik
e(eKTUBHUN 1 CTaOUIbHMI CcHoci0 TpeHyBaHHsS areHTIB y 3ajadax, Je MOTPiOHO
ONTUMI3yBaTH MOBEIIHKY Yepe3 B3aEMO/III0 3 cepeoBUIieM [2]. AITOpUTM HIUPOKO
BUKOpUCTOBY€EThCS B 3aaavax 1111, 3okpema nist tpenyBanns NPC y Bifeoirpax.

PPO 6a3yeThcs Ha 171€1 HaBYaHHS 3 T AKPITUICHHSM, Jie areHT (Hanpukiazn, NPC)

B3a€EMOJII€ 3 CEpPEJOBUIIEM, OTPUMYIOYM BHHAropoaM 3a CBOI fii, 1 TparHe
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MakcuMi3yBaTu cymapHy BuHaropoay [1]. PPO e BmockoHajeHHSM MOIEpeIHiX
anroputmib, Takux ik TRPO (Trust Region Policy Optimization), 1 Ma€ Taki KJIt040BI
0COOJIMBOCTI:

— PPO 6e3nocepenubo ontumizye (yHKIO TOMTUKHE (policy), sika BU3HAYA€E
HMOBIpHICTh BUOOPY MEBHOI Jii B 3aJJaHOMY CTaHi;

— anropuTM OOMEXY€E OHOBJICHHS TONITHKH, OO YHUKHYTH 3aHAITO Pi3KUX
3MiH, Kl MOXYTb JecTa0ini3yBaTi HaBuYaHH:4

— PPO moegnye mpocToTy peanizarii 3 BUCOKOIO €(PEKTHBHICTIO, 110 POOUTH
HOT0 MOMyJISIPHUM JIJIS 33]1a4 13 BETMKUMH MPOCTOPAMU JIiH 1 CTaHIB.

OcHoBHi koMmrioHeHTu PPO:

1. Tlomituka (Policy)— mne ¢yHkuis, sika BHU3HAYae, sKy Mi0 oOpaTH B
3amanoMy ctadi. PPO 3a3Buuail BUKOpHUCTOBY€E HEHPOHHY MEPEXKY ISl TPEICTABICHHS
MOJIITUKH, SIKa BUJIA€ MMOBIPHOCTI Aiit [15].

2. Oyskuia minHocTi (Value Function) — oliHIO€E HacKuUIbKU "BUTITHUM'" €
MeBHUKM cTaH. BoHa momomarae areHTy 3po3yMiTH, Yd TPUBEIE IMOTOYHA i 0
JIOBrocTpokoBoi BuHaropoaud. Y PPO QyHKIIA HIHHOCTI TaKOX MpeacTaBlIeHA
HEHPOHHOIO MEPEIKEIO 1 TPEHYETHCS Pa30M 13 MOTITHKOO [1].

3. Cepenosumie (Environment) - 1ie irpoBuii cBit, y sskomy NPC B3aemoie 3
THIITUMU 00’ €EKTaMHU.

4. Bunaropogma (Reward) - me umcnoBa ominka nii NPC. PPO mnparne

MaKCUMI3yBaTH CyMapHy BUHAropojy 3a emi3oz.

[IceBnokoa poOOTH aNropuTMy MPEACTABICHUN HIKYE:

# 1. Ixiuniasisaunig

ininianisyeaTm napameTpu nojaiTukm O Ta byHxuil niHHOCTI ¢
BCTAHOBUTHM TiNeprnapaMeTpu:

¢ (clipping), vy (discount),

A (GAE), o (xoed. HaBUaAHHHA),

N (pozmMmip BaTuy), K (KinmbkicThb enox)

while He HDOCATHYTO KI1HIIS HaBUAHHS:
trajectories = []

# 2. 30ip maHMx B3aemMomii areHTa 31 CcepemoBUIIEM
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CIIYyCKY

iTepauinm:

# 6.

for

# 3.

JI14

# 4.

OJ14

# 5

AKIO

episode in range (N) :
3ibpan (s t, a t, r t, s {t+l}, done) nporarom T KPOKiB
3beperTn no trajectories

OBumcJIeHHsa IepeBar Ta Limnem

KOXHOTO (s _t, a t) B trajectories:

oBDUMCIINTHU A_t = advantage estimate (Hanpukian, GAE)
obumcianT R t = cymMapHa IOMCKOHTOBAaHa BMHaropona

OHOBJIEHHS TOJNiTUKM Ta OYHKI1II miHHOCTI
KOXHO1 3 K enox:
poznimuTu trajectories Ha MiHi-BaTuil
OJI9 KOXHOTO MiHi-BaTuy:

OOUMCIIUTH :
r(6) = o 6(a t | s t) / m 6 old(a t | s t)
LCLIP = minu(r(8) * A t, clip(r(8), 1 - &, 1 +
LVE = (V_¢(s_t) - R t)"2
L"S = enrponialm O6(.[s t)]

OOUMCIIMTY 3arajibHy OQYHKII1 BTpPAT:
L total = -L*CLIP + cl * L*"VF - c2 * L"S

OHOBUTHK IHIapaMeTpu 6 Ta ¢ 3a IOONOMOI'OK I'PadleHTHOTO

[lepeBipka BaBepleHHS
cepenmHsa BHMHaAropoma > TIopory afo IOoCATHYTO Makc.

break

36epexeHHa MOIesi
30eperTM HaBUYeH1 OapaMeTpu oJiTuku O

Omnwuc anropurmy PPO:

1.

Inimiam3amis. Ha maHomy Kpolll CTBOPIOETBCS IMOYaTKOBa ITOJITHKA

(HanpuKaa, BUNAAKOBI HMOBIPHOCTI BUOOPY A1if) 1 PyHKIIs HIHHOCTI. BU3HayatoTbes

rinepmapaMeTpu: po3Mip OHOBJICHHS momTHKU (clipping parameter), KUTbKICTb

€Mi30/1iB JUIsl TPEHYBaHHs, po3Mip 0aTtyy TOIMIO.

2.

36ip nanux. NPC B3aemojie 3 cepeOBUIIIEM MPOTATOM KIJIBKOX €Mi30/I1B,

oOuparoun 1ii Ha OCHOBI MOTOYHOI MOJITUKH. |51 KOKHOT Nii 3amHMCYIOThCS: CTaH,

oOpaHa Jiisl, OTpUMaHa BUHAropo/ia, i OI[iHKa I[IHHOCTI CTaHy.

3.

Oo6uncnenns nepeBaru (Advantage Estimation). /lanuii kpok mokasye,

HACKUTbKK oOpaHa JIisl Kpalla 3a CEpeIHIO B TAHOMY CTaHi.
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4. Ouosnenns noinitukd. B ganomy kpoimi PPO BukopucroBye cneuniaabHy
dyukiito BTpat (loss function), sika BKJIF0Ya€e Tpu KOMIOHEHTH:

—  Clipped Surrogate Objective: OCHOBHa 4acTHHA, sika OOMEXY€E OHOBJICHHS
MOJIITHKY, 00 YHUKHYTH 3aHATO Pi3KUX 3MiH [2, 17, 29].

—  Value Function Loss: Jls11 oHOBIEHHS (yHKIIIT IIIHHOCTI.

—  Entropy Bonus: /[yt 3a0e3nedenHs pisHoMaHITHOCTI Jiid [15].

5. OnosnenHs ¢yHkiii miHHOCTI. JlaHa TpeHyeThesa, 100 MiHIMI3YBaTH
PI3HHITIO MiX IepeadadeHoro IIHHICTIO CTaHy Ta PEAIbHOI0 CyMapHOI0 BUHATOPOIOIO.

6. IloBropenHs. BecTt mporec MOBTOPIOETHCS MPOTIATOM 3aJaHOTO YHCIIa
iTepaniit abo noku NPC He nocarae 6akaHoi MOBEIHKY (HAPUKIIA], MaKCUMAIbHOL
CyMapHOi BUHArOpOH).

o nepesaru PPO ciix BigHecTH Horo cTabijabHICh - 0OMEKEHHS Ha OHOBJICHHS
MOJIITUKU JIO3BOJISIE YHUKHYTH "CTpUOKIB", SIKI 4acTO NCYIOTh HAaBYAaHHS B IHIIUX
anroputMax. BiH Takox e(eKTUBHMI y CKJIaJHUX CEPEJOBHILAX, OCOOIMBO TUX, J1€
ayxe 0arato MOKIMBUX [iii 1 craHiB [2, 6]. o Toro »x PPO npocTwii y peamizamii —
HOro Jermie 3amnporpamyBaTH W HaNAIITyBaTH IMOPIBHAHO 3 IHIIMMH CyYaCHUMU
MeTogamu, Takumu ik TRPO.

[Tonpu cBoi nepeBaru, PPO He no30aBneHuii 1 HenoikiB. Bin Bumarae 6araro
O0OYHUCITIOBAILHUX PECYPCIB Yepe3 BUKOPUCTAHHS HEMPOHHUX MEPEX 1 BEJIMKI 00CsTH
naHux. HaBuaHHs MOXe TpUBAaTH JAOCUThH JTOBrO, OCOOJIMBO B CKJIQJHUX CIIEHAPIsX.
Kpim Toro, pesysabTaT 3HayHOIO MIPOIO 3aJE€XKHUTh BiJ TilepHapaMmeTpiB — SKIIO

BUOpaTH iX HEBJAJI0, areHT MOXE TakK 1 He HaBUMUTHUCS eekTuBHO misTH [16, 18].

2.3 Inpopmariitai moaeni

Bci ciocrepexxeHHs, siKi epeaaloThest 10 HEHPOHHOT MEPEXi areHTiB 4YepBOHOL
KOMaH[1, (opMyrOThCs TrHaMiuHO B pamkax Jioriku noxii Event Tick y Blueprint-
CUCTEMI, SIK MOKa3zaHo B noaaTtky A. Came TyT, y peajlbHOMY 4aci, 3A1HCHIOEThCA

00pobOka 1H(}opMalli PO HABKOJMIIHE CEPEOBHUIIE, MO0 areHT MaB aKTyalbHY
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KapTUHY TP TIEpel MPUHHATTAM pilieHHs. JIoTika moauIse€ThCs Ha 1BI OCHOBHI TUIKH:
OJIHa BIJTIOBIIa€ 3a OOPOOKY AaHUX MPO CYNMPOTHUBHUKIB (areHTIB CHHBbOI KOMaH/IM),
1HIIIa — 3a JaH1 PO rpaBIIsl.

VY mepmriif Tl peanizoBaHO MeXaHi3M 300py iHpopMallii Ipo KUBHUX areHTIB
CHHBOI KOMaHIu. Ha mouyaTky KOXHOTO TIKYy OYMIIYIOTHCS BCl IOB’Si3aHi 3MiHHI
AliveBlueActor mio BiAmoBiia€e 3a MOCWUIIAHHS Ha OCTAHHBOT'O BHSIBICHOTO YKHBOTO
CynpoTHBHUKa, 3MiHHa AliveBlueLocation BifmoBijae 3a KOOpAUHATH I[LOT'O arcHTa,
AliveBlueDirection Bianosigae BekTop Hanpsamky (forward vector), 1o Bkasye, Kyau
BIH JUBHUTLCS.

[Ticns nporo 3amyckaerbest nukia For Each, sikuit nepedupae macur BlueActor][],
110 MICTUTB YCiX areHTiB CHHBOI KOMaHIH. SIKI0 BUSBISIETHCS, III0 KOHKPETHUM areHT
MepTBUil (T0OTO 3MiHHA IsDead Mae 3HaueHHs true), cucTeMa MNEPEXOAUTH 10
HACTYITHOT'O areHra. AJle SKIIO CYOPOTHMBHUK >KHBHUM, TO BIAMOBIIHI 3MIHHI
oHOBIIIOIOTECA: B AliveBlueActor 30epiraeTbcs mnocuiaHHs Ha OO0 €KT, Y
AliveBlueLocation — iioro koopaunat depe3 GetActorLocation, a 'y
AliveBlueDirection — nanpsimok morisiay 3a gornomoror GetActorForwardVector.,
BapTto 3a3naunTtH, 110 B pe3yibTari OTO Mpolecy 30epiraerbcst 1HPopMarlis mpo
OCTaHHBOTO B MACHBI KMBOTO CYNPOTHBHHUKA, TOOTO MPU HASBHOCTI KUIHKOX YKUBHUX
areHTiB JAaHl OyAyTh Mepe3anucani Ha OCTAHHBOTO 3HAWIEHOTO.

VY npyriit yaCTHHI JOTIKH, peai3y€eThCsl aHAJOTIYHUN MEXaH13M, ajie BXKE st
aktopa-rpaBis (PlayerActor). Crnouarky ouunryroteesi 3MiHHI  AlivePlayerActor,
AlivePlayerLocation, AlivePlayerDirection.

Ham cucrema 3anmyckae For Each muxn ans macuBy PlayerActor[]. Xoua
3a3BUYail rpaBellb y Tpi OJIMH, CTPYKTypa nepeadadac MOXIMBICTb MIATPUMKH KITBKOX
eK3eMIUISIpIB  (Hampukiaa, Yy 0araTOKOpUCTYyBallbKMX peXumax abo s
MacimTadyBaHHs). SIKIIO MEBHUM TpaBellb BUSBISETHCA HEBATIAHIUM a00 MEPTBUM —
BIH ITHOPY€ETHCS. Y BHUMAJIKY, SIKIIO I'PaBellb BaIIIHUNA, cUcTeMa 30epirae moCUiaHHs
Ha Hboro y 3MiHHYy AlivePlayerActor, iioro xoopaunatu y AlivePlayerLocation, a

HanpsMoK pyxy — y AlivePlayerDirection, aHanoriuno 1o JIOTiku 3 areHTami [4].
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VYeci 1i onepailii BUKOHYIOTbCS MUTTEBO, 110 TapaHTYE MOCTIHHY aKTyaJbHICTb
nepeaanoi iHbopmarllii 70 HelpoHHOT Mepexi. He3anexxHo Bija 3MiH cUTYyallil Ha 1o
0or0 — 3arubesnl CynpOTHBHUKIB YW 3HUKHEHHsI rpaBisi — Jorika Event Tick
aBTOMATUYHO 3a0e3meuye mojauy TUIbKU aKTyaJIbHUX JaHUX. 3aBISKH [IbOMY areHTH
4epBOHOI KOMaHAW OTPUMYIOTH JOCTOBIpHI CIIOCTEPEKCHHSI HaBITh Y TUHAMIYHOMY
CepeNIoOBHILI, /€ CKIaa 00’€KTiB MOxe 3MiHioBatucs mocekyHau. UML-niarpama

AKTUBHOCTI, sSIKa TTOBHICTIO OXOILIIOE JIOTIKY MPEACTaBIeHa Ha PUCYHKY 2.2.

Event Tick
For Opponents (Blue Team) For Player
Clear AliveBlueActor, Ciear AlivePlayerActor,
AliveBluelLocation, AlivePlayerLocation,

and AliveBlueDirection
[ For each BIueActorj

and AlivePlayeDirection

For each PlayerActor

Is not Valid
or
IsDead

Set AliveBlueActor,or
AliveBlueLocation and
AliveBlueDirection

Set AlivePlayerActtor,
AlivePlayerLocation and
AlivePlayerDirection

|
|
I
|
|
|
I
|
|
|
I
|
I
I
|
I
|
|
|
|
|
|
|
!
|
|
|
|
!
!
!
|
|
|
|
I
I
|
|
!
|

Set AliveBlueeActor,
AlivePlayerLocation, and
AliveBlueDirection nd

P

)4

®

Pucynoxk 2.2 — UML-giarpama akTUBHOCTI
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Takuii miaxiag 103BOJsE 3a0€3MeUnTH CTaOUTbHICTh y HaB4aHHI mozeni PPO,
OCKUJIbKM [IaHl, 110 HAJAXOIATh Ha ii BXiA, 3aBXAU CTPYKTYypOBaHI, OYMIICHI Bij

HEaKTyaJIbHUX 00’ €KTIB 1 MICTSTh JIMIIIEC pelieBaHTHY 1H(OPMAIIi0 PO OTOUYCHHS.

2.4 Blueprint-kOMIIOHEHTH 1HTEIEKTYaIbHOI CHCTEMHU

ApXITEKTypa MOJYJIA aJanTHBHOI TOBEIIHKK IMOOyJ0BaHA 3 ypaxyBaHHSIM
HPUHIUITB  MOJYJBHOCTI, TOBTOPHOTO BHKOPUCTAHHS KOMIIOHEHTIB Ta IOBHOI
peanizaii goriku yepe3 Blueprint-cuctemy Unreal Engine 5.4.4.

3aranpHa CTPYKTYpa MOIYJISI CKIIQJA€THCS 3 YOTUPHOX OCHOBHUX KOMIIOHCHTIB
(Blueprint-xnaciB), siki peai3oBaHO OKPEMO JIJIsl KOJKHOT KOMaH ! (YepBOHA Ta CHH),

MPU3HAYCHHS SKUX 300pakeHo B Tabmui 2.1.

Tabmur 2.1 — KoMIOHEHTH CTPYKTYPH MOJIYJIS 1 IX IpU3HAYEHHS

KomnoneHt [Ipn3HaueHHs

®i3nuna o6omouka NPC. MictuTh Ko131i, aHIMaIIii,

Agent Blueprin . .
gent Blueprint iHTEepdeic pyxy Ta CTpiIbOU.

dopMye criocTepeKeHHs, MpUMae Jii, BAKOHYE TPAHCIISIIIIO

Interactor Blueprint | .
pILLIEHb areHTa.

. . HanamroBye mapamerpu PPO, Bu3Hauae Haropoau, 00YHCIIIOE
Trainer Blueprint yenap P poA

MOJIITUKY.
Agent Manager CnaBH areHTiB, KOHTPOJIb CTAHY KOMaH/1, pecliayH, KOMaHIH1
Blueprint TYATEHUKY.

Jns 000X KOMaHJ IIi KOMIIOHEHTH peali3oBaHl HE3aJIe)KHO, IO JI03BOJISIE
3a/laBaTd PI3HY JIOTIKYy CIIOCTEPEXEHb, BHHAropoja 1 KOHTpoio mid. Hukue

MPEJICTaBJICHO 3arajibHy apXiTeKTypy MOJYJIA y BUTJISAI CXEMHU Ha PUCYHKY 2.3.
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Agent j Agent

|

Blueprint Interactor
Agent Agent
Manager Trainer

Pucynok 2.3 — CxeMa apxiTeKTypy KOMIOHEHTIB areHTiB

VY mexax apXiTeKTypu HaBYaHHS 3 MIAKPIIUICHHSIM BaXXIIUBY pPOJb BiAIrpae
Agent Manager — KOMIIOHEHT, 110 BIANOBIAA€ 3a 1HILIANI3al1l0 areHTIB y IrPOBOMY
CBIT1, KOHTPOJIb X TIOSIBU, KOOPAUHALIIO T} 1 BIICTEKEHHS TIOBHOTO )KUTTEBOTO IIUKITY
NPC. Came ueit Blueprint cTexuts 3a THUM, 00 KOXEH areHT OyB INPaBUIIBHO
CTBOPEHMI, KOPEKTHO (DYHKI[IOHYBaB y MeXaxX I'pH, a TaKoXK II00 CHCTeMa MOIJa
pearyBaTH Ha MOJii, SIK-OT CMEPTh a00 3aBEPIICHHS €Mi30Y.

®Di3UYHy TPUCYTHICTh HEIrPOBOTO MEPCOHAXa y CBITI IPU Pealli30BaHO Yepe3
Agent Blueprint. I{eli KOMIIOHEHT MICTUTb HE JIUIIIE MOJCHH MIEPCOHAXKA, a i BU3HAYAE
0a30BI MOJIMBOCTI areHTa: HOoro pyxX, B3aeMOiI0 3 (I3UYHUM CEpPEIOBUIIEM,
opieHTalll0 Ta aHiMmarlito. [{le — o00os0HKa, yepe3 Ky areHT "B3aemojie" 3 IrpOBUM
IPOCTOPOM.

Jlani 171 HaBUaHHS Ta yXBaJeHHs pillleHb TPOXOATh yepes Interactor Blueprint.
Bin BignoBizae 3a 301p yciei HeoOxi1HO1 iHGOpMaIIli TPO CEPEeAOBUIIE — KOOPAUHATH,
HaIpsIMKH, TO3HIIIT BOPOTiB 1 rpaBiis. Ll morika peanizyerbes uepes gpyskitito Gather
Agent Observation. OkpiM Toro, Interactor Tako 3aCTOCOBYE Jii, IKI 0OMpa€ areHr:

HaIPUKJIIA, 3aIlyCKa€e pyX, 3MiHY HAMPSMKY KaMepH abo CTpuIb0y.
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Hapemri, Trainer Blueprint — 11e KOMIIOHEHT, SIKUH 3’ €HY€E yCE BOEANHO (IUB.
nonatok b). Bin mpuiimae cnoctepekeHHst Bij Interactor’a, oIiHIOE HACTIAKUA i
are’HTa 4epe3 cUCTeMy BHHaropoj, i HaB4yae PPO-monens Ha OCHOBI OTPUMAHOIO
JIOCBIY.

VY oMy 6JI0111 peanizoBaHO OCHOBHY JIOTIKY TpeHYBaHHS: 30UpaHHS JIOCBiAY,
oOumMCIICHHS BTpAT 1 OHOBJICHHS MOJITHKY BIAMOBITHO 10 anroputMmy Proximal Policy
Optimization [2, 4].

3aBasgKH LIH B3a€MOIIT MK KOMIIOHEHTAMH CUCTEMA CTA€ IIOBHOILIIHHOK — B1J]
CTBOPEHHSI areHTa, A0 MOro HaBYaHHS 1 3aCTOCYBaHHS MTOBEIIHKH Y TPI.

Po6ounii 1iuki1 areHTa poOOTH OJTHOTO areHTa BUTJIAIA€ HACTYITHUM YAHOM:

1. Ha xoxnomy Tiky (Tick) Interactor popmye Observation — xoopauHaTH,
HaIpsIMKH, BOPO’K1 ar€HTH, I'PaBellb, CTIHU.

2. Ilepenae crioctepexxenns 1o PPO-moneni yepe3 Trainer.

3. Otpumye 3BOpoTHY Jit0 (Action) BiJ MOJTITHKH:

UepBoHI areHTu: pyx, MOBOPOT, CTPLIIbOA.

CuHI areHTu: pyx, MOBOPOT; CTPLIL0a — aBTOMAaTHYHA.

4. Bukonye aito uyepe3 Blueprint-komanau pyxy Ta moBOpOTY.

5. Trainer omiHroe Hacaiaky aii ¥ Bugae Reward, 1mo BIUIMBa€ Ha MOJajbIlle
HaBUYaHHS.

6. Manager oHOBIIIOE 3arajibHUil CTaH KOMaH/U, PaXyHOK, Ta TEpeBipsie Ha
3aBEPILCHHS PayH]y.

VY1 KOMIIOHEHTH JIOTIYHO BiJIOKPEMJIEHI, 110 JIO3BOJISIE JIETKO MAacIITa0yBaTH
cucteMy. ATeHT Moxke OyTH 3aMiHEHHI abo mepecTBOpeHUi 0e3 3MiHM 3arajbHOi
apXITEKTYypH.

Trainer peajii3oBaHO 3 MOKJIMBICTIO THYYKOTO HaJlallITyBaHHS:

— Rewards a1 KOHKpeTHHX 011 (BOMBCTBO, CMEPTh, 3ITKHEHHS);
— KUIbKiCTh Training Steps Ha emi3o;

— rinepnapametpu PPO: learning rate, clip epsilon, gamma Torto [2, 4].
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Apxitektypa TicHO iHTerpoBana 3 PPO uepe3 Trainer. HaBuanus npoxoauTtsb y
CUMYJILOBAaHMX eIi30/1ax (peasbHOMY a0o0 mpuckopeHomy daci). Ilicisa KoKHOTo
€I1130,1y HAKOITUYY€EThCS IOCB1J (trajectories), SKUii BAKOPUCTOBYETHCS JJIs1 OHOBJICHHS
napaMmeTpiB HEHPOHHOI MEpexKi.

3aBAsSKM MOJYJIbHIA CTPYKTYpl, CHUCTEMY MOMKHA aJanTyBaTd IiJ 1HOI
anroputmu (Hanpukian, A2C au DQN) abo mogatu HOBI THIH it 6€3 HEOOX1THOCTI

nepenucyBaHHs BCiel apxiTekTypu [23, 29].

2.5 IToOynoBa HABYAJILHOTO CEPEIOBHINA Ta TCHEPAITlis TaHUX

VY cucremax HaBYaHHS 3 MIJKPIIUIEHHAM SIKICTh PE3yJdbTaTiB  MOJENl
0e3IocepeIHbO 3aNeKUTh Bl CHoco0y (opMyBaHHS Ta CTPYKTYpPH HaBYAJIbHHX
MaHux. Y BIAMIHHICTB BIJ TPAJAMIIIHHOTO MalllMHHOTO HaBYaHHS, /€ JIaH1 3a3BUYall €
Hanepen 3i0panumu, y RL-Mozaensx areHT camoCTiiHO TreHepye JOCBII Mia dYac
B3a€eMO/I1i 31 cepenoBuiieM. Lleit nmporiec HazuBaeThes rollout (po3ropTaHHs MOJTITUKH)
[4].

V¥ npoekri, peanmzoBaHomy Ha pyuii Unreal Engine 5.4.4, 3 BUKopucTaHHIM
iariny Learning Agents, TeHeparlisi JOCBiAY BiIOYBa€ThCS aBTOMATH30BaHO B
npotieci cumyJsiiii. Huxkye onucaHo J0Oriky Ta TEXHIYHY peasizalliio 300py JaHuX.

AreHTH B3a€EMOJIIOTH 13 CepeloBUIlleM B peanbHoMy daci. KokHa Taka

B3a€MO/II1 YTBOPIOE KOPTEXK JTAHUX:

(St) Aes Ter Se41),

1€ Sy — BEKTOP CIOCTEPEKEHb Y MOMEHT Jacy {,

a; — nisi, oOpaHa areHTOM BIJIMOBIAHO /10 TOTOYHOI MOJTITUKH,

7; — BHHAroOpojia, IKy OTPUMaB areHT MiCJs BUKOHAHHS i1,

S¢4+1 — HOBHI CTaH MICIIA B3aEMOIIT 3 CEPEIOBHUIIIEM.

11 xoprexi popmyroTh trajectories (LUISIXH), K1 30€pIratOTbCa Yy BHYTPIIIHIN

Oydep Ta BUKOPUCTOBYIOTHCS i1 4ac oHOBiIeHHs Mozeii PPO [2, 4].
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Y cucremi HaBUaHHS areHTIB BaXJHMBY pOJb BIAIrpac MexaHizMm 300py
CIIOCTEpEXKEHb, peallizoBanuil y komnoneHnTti Blueprint Interactor. Came 4epe3 HbOTO
are’HT OTpUMy€ 1H(OpMaIil0 MPO CTaH HABKOJMUIIHBOTO CEPEIOBHUINA, IO CIYTYE
BXITHUMU JaHUMU JIJIT HEUPOHHOI MEpexi.

[leit mporiec BUKOHYEThCA pEryiisipHo — Ha KokHoMy Tiky (Tick) abo kporri
cumysii (Step) BUKIMKAOThCs crierianbHi GpyHkiii. OcHoBHa 3 Hux — Gather Agent
Observation — BianoBinae 3a 3uuTyBaHHs Noj0keHHS NPC, HanpsMKiB iX pyxy, a
TaKOX TEPEBIPKY, UM 3aJUIIAIOTLCA 00’ €KTHU (areHTH CYNPOTHUBHHUKA a0O TpaBellh)
xuBumu. [lapanensHo 3 mmuMm ¢dyskiia Specify Agent Observation 3amae TOYHHI
dbopMar mepemaHMX JAaHMX: BU3HAYAETHCA THUIl BEKTOPIB, KUIBKICTh YHCIOBHUX
KOMIIOHEHTIB, CTPYKTypa CIIOCTEPEKEHHS TOLIO (IUB. 10JaTOK b).

Cepen ycl€i MHOKUHHU JOCTYITHOT 1H(OpMallii, HAHBAKIUBIIIMMHU TapaMeTPaMHU
JUTsl HABYAHHS areHTa € TakKi:

— IIpoctopoBi xapakrepuctuku, a came koopauaatu NPC Ta rpaBiis, a Takox
BEKTOPH iXHHOTO HAPSIMKY.

— T'eomerpuuHi OOMEXEHHs, 30KpeMa pO3TAallyBaHHS CTATUYHUX CTiH, fKI
BPaXOBYIOThCS il YaC MPUUHSATTS PillIeHb, OCOOJIUBO JJI ar€HTIB CHHbOT KOMaH/IH.

— Craryc 00’€kTiB, 1O Jla€ 3MOTY BHU3HAYUTH, YU OO0 €KT 1€ AKTUBHUUN
(>kuBHI), YU HOTO BIXKE CIIiJT BUKJIIFOUHUTH 31 CIIOCTEpExeHb [4, 5].

3aBAsSKMd I JIOTIIl areHT OTPUMYE JIMIIE PEJICBAaHTHY Ta CTPYKTYypOBaHY
iHopMmariito, mo 3abe3neuye cTablIbHY pPoOOTY HABYAJIBHOTO MPOIIECY HAaBITh Y
JTUHAMIYHOMY ITPOBOMY CEPEIOBHIIL.

[Ticst TOrO SIK areHT OTPUMYE CIIOCTEPEKEHHS MPO HABKOJMIIHE CEPEIOBUIIIE,
Ha OCHOBI IIMX JIaHUX HEHpOHHAa Mepexka, 1Mo (PYHKIIOHYe B KOMIOHEHTI Trainer,
reHepye BIAMOBIIHY MOJITUKY MOBeAIHKH. Came 115 MOITHKA BU3HAYAE, SAKY JIIFO CJIiJT
BUKOHATH Yy NoTouHOMY cTaHi. OOpana nist nepenaerscs y Blueprint Interactor, sikuid,
y CBOIO 4epry, 3acTocoBye ii a0 (i3MUHOI MOJEN areHTa, peanizoBaHoi B Agent

Blueprint.
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3aJIe’KHO Bij TOTO, A0 SKOi KOMAaHIU HAJEKHUTh areHT, CIIMCOK MOKJIUBUX JIiH
BiJIpi3HsIE€ThCS. YUepBOHI areHTH MaroTh TOBHUI KOHTPOJIb, 1110 HAAAETHCS HEHPOHHOIO
Mepexero. Bonu 31aTHi nepeMilyBaTtucs, o00epTaT KaMepy Ta BUKOHYBAaTH CTPUILOY
— yci 1l Aii perymoThes 0e3nocepeanno anroputMom PPO.

VY BUNaAKy 3 CHHIMU areHTaMHu KOHTPOJIb YACTKOBO 0OMexkeHui. Bonu Tak camo
3MIIACHIOIOTH TIEPEMIIIICHHS Ta 3MIHY OpIEHTAIl y MPOCTOPi, OJHAK CTPUIbOa y HHUX
BiIOyBaeThCsl aBTOMaTH4HO. lle peanizoBaHo 3a gomomororo ¢yHkmii Trace by
Channel, sixa cipaniboBye€, KOJIM areHT CaMOCTIMHO HABOAUTHCS Ha CyNepHUKa [5].

TakuM YWMHOM, JIOTiIKa BUKOHAHHS 1A BIAPI3HIETHCA MIXK KOMaHAaMH, IIO
JI03BOJISIE MOJICIIIOBATH Pi3HI PIBHI aBTOHOMHOCTI Ta JOCIIKYBAaTH BIUTUB CTYIICHS
KOHTPOJTIO Ha PE3yIbTaTH HaBYaHHSI.

VY mnporieci HaBYaHHSA 3 MIAKPIIUVICHHSM OJHUM 13 KIIIOYOBUX E€JIEMEHTIB €
CUCTEMa HapaxyBaHHs BUHAropoj (reward-curraiip). ¥ TaHOMY MPOEKTI 15l CUCTEMA
peanizoBaHa 4depe3 Blueprint-komnonenT Trainer, ae 3a JOMOMOTOI CHEIaJbHUX
Reward ¢yHKIIi# BU3HaYa€THCS, CKUTBKA OYOK OTPHUMAE arcHT 3a TICBHY JIiI0 UM MO0
B Ipi.

Ha xo)xHOMYy eTarni CUMYJISIii, IPOTIrOM OKPEMOTO €Mi30/1y, TPeHEp 00paxoBye
CyMapHy BUHAropojly areHta Ha OCHOBI TOro, mo BimOynocs mig vac rpu. o
MPUKJIAAY, areHT MOKE€ OTPMMATH HEraTWUBHY BHHAropojay 3a 31TKHEHHS 31 CTIHOIO,
MO3UTUBHY — 3a BIy4aHHs y Bopora, a0o mTpad — 3a HaBEIEHHS MNPHUIITy Ha
COIO3HMKA YW BJIACHY 3arubeib. YCi i MoJii BiJICTEXKYIOThCS Y PEKUMI PEAIbHOTO
yacy 3aBJsIKH JIoTili, 3akiaaeHiil y Event Tick ta Agent Manager, siki CIiaKyOTh 3a
CTaHOM areHTa, Horo JiSIMH Ta MOAIsIMH, 110 3 HUM B1A0YyBarOThCS.

VY pesynbrari 310paHi BuUHaropojau 30epiraroTecs y Oydepi maocBimy, ae
HAKOITUYIYIOTHCS 10 MOMEHTY OHOBJICHHS MOJTITUKA HEHPOHHOT MEpEXi 32 alTOPUTMOM
PPO. Came Ha OCHOBI IUX JAaHUX MOJENb HaBUaHHS aHali3ye, sKi Jii OysH
e(eKTUBHUMHU, a SIK1 — H1, 1 BIIMOBIIHO KOPUTY€E MOBEAIHKY areHTa [4]. Takuit miaxia
7I03BOJISIE 3a0€3MEUNUTH THYYKE, JUHAMIYHE HAaBYAaHHS B CEPEIOBUII 3 TOCTIHHO

3MIHHHUMH YMOBaMH.
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KoxeHn HaBUanbHUI €301 pO3NOYUHAETHCS 3 TOTO, 1110 ar€HTH 3’ SIBISIOTHCS Y
CepEeIOBHIII, a CEPEOBHIIIE 1HIIIaTI3y€eThcsl. Ha KoxKHOMY Kpolli KOXKEH areHT popmye
CTIIOCTEPEIKEHHSI, BUKOHYE JiI0 Ta OTpUMY€ BUHAropoay. Emizox TpuBae 1o THX Tip,
MOKU He Oy/ie AOCATHYTO TPAHWYIHOT KUTHKOCTI KPOKiB, HE CTAHETHCS 3HUIIICHHS BCIX
arcHTIB OJiHI€T 3 KoMaHa abo He 3akiHuuThcsa 4ac (timeout). Ilicnmsa 3aBepiieHHs
emi30/y JaHi TpaekTopiil 30epiratoTbes ans anroputmy PPO, BHKOHyeTbCS KpOK
OHOBJICHHSI Bar MOJIITUKH, a TIOTIM 3aITyCKAETHCSI HOBUH 1113071 i3 HOBUMH CTapTOBUMU
yMoBaMmHu [2].

Learning Agents 103BoJislE OAHOYACHE TPEHYBAaHHSA KUIBKOX areHTiB. Y rpi
TakuXx areHTiB 16 (1o 8 y KO>KHii KOMaH/I1), TOMY Ha KO>KHOMY TiKy (pOpMY€ThCSI MaCUB

JOCBIi]Ty, IIIO0 3HAYHO MPUCKOPIOE HAaBYAHHS 1 MIJBUIIYE y3araabHeHHS [4].
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3 PEAJIIBALLS I TECTYBAHHA MOAYJISL AJATITUBHOI ITOBEAIHKU

3.1 Peamizartist arenta B Unreal Engine

[IporpamMuy peanmizamito MOAYJS aJaNTUBHOI TOBEIIHKH BipTyaJbHOTO
CYNpOTHBHMKAa BUKOHaHO y cepemosuill Unreal Engine 5.4.4 13 BuUKOpHUCTaHHSIM
mwiariny Learning Agents, 10 MIATPUMYE I1HTETpAIil0 aNTOPUTMIB HABYaHHS 3
nigkpimieHHsM (RL), 3okpema Proximal Policy Optimization (PPO) [4]. Yca norika
peanizoBana Ha Blueprint-cuctemi (quB. noaatok b).

Jns KokHOT KoMmaHau (YepBOHA 1 CHHA) peali30BaHO YOTUPU OCHOBHI

KOMITOHCHTH Y BUTIIsAAl Blueprint-kiacis 300pakenux B Tabmii 3.1:

Tabmuug 3.1 - YoTupu 0OCHOBHI KOMIIOHEHTH

KommoHeHT [Ipu3HaueHHs
Agent . . o :
] ®i3uune T1i10 NPC, 00poOka pyxy, HOBOpPOTY, aHIMAaLllid, CTPLILOU.
Blueprint
Agent :
dopMyBaHHs CIIOCTEPEKEHDb, OTPUMAHHS J1d, X 3aCTOCYBaHHS.
Interactor

Agent Trainer Busnauenns mpocTopy aid, HanamryBanHs PPO, BuHaropoj.

Agent CTBOpEHHS areHTiB, KOHTPOJIb CTaHIB, 3aBEPUICHHS €Mi30/1B, 3aIyCK

Manager |TpeHyBaHHS.

VYci KOMIIOHEHTH MAarOTh OKpeMy peajizallito s 000X KOMaHA, Xoda
HajamryBanHs PPO (Mozenp, rimepnapameTpu, apXiTeKTypa MeEpexi, IrpoBi
napameTpu) 1IeHTHYHI [2].

Crnocrepexxenns (Observation Space) 3amarotbest y ¢yHkuii Specify Agent
Observation, a onosmoloTbcs B Gather Agent Observation y Blueprint Agent
Interactor. YepBoHa KOMaH 1a OTPUMY€ KOOPJMHATHU Ta HAIIPSM BJIACHOTO Tijla, a TAKOX
MO3MINT Ta HANPSMKHA >KUBHX CHHIX areHTIB, SKI BH3HAYAIOTHCS Yepe3 MacuB

BlueActor[], 1 mo3uiiro Ta HaOpsIMOK »KHBOT'O TpaBls, [0 OTPUMYIOTHCS uepes
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PlayerActor[]. Cuns komaHma, KpiM TOTO, BPaxOBY€ TIOJOKEHHS CTiH, 30KpemMa
KOOPJAWHATH HAMOMMIKYUX TIEPEIIKOJl, OCKUIBKM CTpUIb0a Yy HHX BIJOYBa€ThCA
aBromaTuyHo. 30ip crnoctepexeHb BUKOoHyeThcs B Event Tick depe3 mociigoBHy
MEePEBIPKY KUTTE3IATHOCTI KOKHOTO areHTa Yy TPaBIis, a OCTAaHHIN BUSBICHUHN KUBHMA
00’ekT 30epiraeThcs y 3MiHHI TUIy Actor abo Vector.

Jii arenta QopmyroTtbes HelpoHHOIO Mepexero PPO i1 mepematorbes uepes
dynkuiro Specify Agent Action, a moTiM peaiizyroThes 3a gornomoroto Perform Agent
Action. Jly1s1 uepBOHOI KOMaHAM niepeadayveHi Taki Aii: Move Forward (3HaueHHs TUITY
float Bim -100 1o 100), Turn Camera (3nauenus tuny float) 1 Should Shoot (3HaueHHs
TUIy bool), sike BUKOPUCTOBYETHCS JUIsl BUKJIMKY TOJ11 CTPLIbOU. [{71s1 CHHBOT KOMaHAM
noctynHi aii Move Forward 1 Turn Camera, K 1 B 4epBOHO1 KOMaH/IH, ajie cTpiib0a
peanizyerbcsi aBToMaTuuHO yepe3 Trace by Channel nmpu HaBeneHHI Ha Bopora. Yci 111
il 3acTocoBYIOThCs 10 Agent Blueprint 3a qonmomororo By3niB Add Movement Input,
Add Controller Yaw Input 1 Fire Weapon.

Y Agent Trainer peanizoBano ¢ynkuiro Compute Reward, sika oGumciioe
BUHATOPOJIM Ha OCHOBI TOJI1H, 110 BiIOYBAIOTHCSA MM Yyac rpu. JJis uepBoHOT KOMaH/IH
BUHArOPOAM PO3IMOAUISIOTECS HACTYITHUM YHHOM: +10 HapaxoBYEThCS 32 HABEICHHS
Ha Bopora, +20 — 3a HaBeJCHHS Ha T'paBlid, -1 — 3a HaBeJIeHHs Ha COIO3HMKA, -1 —
3a 3ITKHEHHS 31 CTiHOW, a -2.5 — 3a cMepTh. s CMHBOT KOMaHAM BHUHATOPOAU
BU3HA4YalOThCsA Tak: +10 3a HaBelaeHHsS Ha YepBoHOro Oora, +20 3a HaBeACHHS Ha
rpaBlis, -5 3a 31TKHEHHS 31 CTiHOIO 1 -2.5 3a cMepTh. Ilofli, sK1 BMBaKOTh Ha Il
BUHAropoau, pikcyrorbes 3a gonomororo Line Trace, Overlap Ta BHyTpillIHbOI JOTIKH
B Blueprint Agent Manager.

VY Blueprint Agent Manager peanizoBaHo psia By3iiB: Make Interactor, Make
Policy, Make Critic 1 Make Trainer. /o By3na Run Training migkiatoueHO HACTYIIHI
HajamrtyBaHHs: Trainer Settings 13 mapamerpamu MaxEpisodeSteps = 512,
MaxEpisodesPerlter = 1000 1 MaxStepsPerlter = 10000; Trainer Training Settings 13
3arJIaHOBaHOIO KUTBKICTIO 1 MUNBIOH iTepaitiii 1 mapamerpamu PPO, Takumu sik € = 0.2,

vy =0.99 1A = 0.95; a takoxx Trainer Game Settings, siki BKJIIOYaOTh (PiKCOBAHMIA
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taitmcren (60 FPS), Bigkmouennii VSync i1 poHoBI oomexenns [2, 4]. ApxiTekrypa
mozeni PPO cknanaerses 3 nonituku (Policy) 13 ogqauM npuxoBaHuM mapoM 13 128
HelipoHamu, akTtuBaniero ELU Ta yBIMKHEHOIO MaMm’ATTIO po3MipoM 64, 1 KpUTHKa
(Critic) 3 omanmM mapowm 13 128 meitponamu, aktuBariieto ELU, ane 6e3 mam’sti. Yci

obuuncieHHs BukonywTbes Ha GPU [2].

3.2 B3aemo/is Mk ar€HTOM Ta CEPEIOBUIIEM T'pU

VY cuctemax 13 HaBYaHHSM 3 MIAKPITJIEHHSIM B3aeMo/iist Mk arenToM (NPC) Ta
CEPENOBUILIEM € KPUTHYHO BaXJIMBOK CKJIAJOBOI0 HABYAJIBHOIO LHKIY. BoHa
BU3HAYAE, K areHT CIpUMae CTaH TpH, IpUIIMaE PIIICHHs], BIUIMBAE HA OTOYCHHS Ta
OTPUMYE BIJNOBIAHY BHHAropoay. PeanizoBaHO MOBHOLIHHY IHTErpalii0 areHTiB Y
irpoBe cepenoBuiie Unreal Engine 5.4.4, ne NPC gitote y peanbHOMy dHaci,
CIUpParOYMCh Ha 00UYMCIeHHs HelpoHHOI Mepexi PPO, HaBueHy uepes muiarin Learning
Agents [4].

IrpoBe cepenoBuiiie siBisi€e COOOIO apeHy, J€ 3MararoThCs JIBl KOMAaH/IA areHTIB
— 4YEpBOHA Ta CHUHSA, KOXKHA 3 SKHUX CKJIaAaeTbcs 3 BocbMH NPC, a TakoX OJuH
rpaBellb, MO3HAYCHUN K CIpUiA, SKOTO MOXE KepyBaTH KOpUCTyBad abo0 CIlEHapii.
Kapra apenu BkIIO4a€ MEPENMIKOAW Y BUIJISAI CTiH, BIAKPUTI 30HM Ta BU3HAYCHI
CTapTOBl MO3ULII AJIA KOXHOI 3 KOMaHJI. CepeloBHUILIE XapaKTEPU3YEThCS TAKUMU
0COOJIMBOCTSIMH: YaCTKOBOIO CIIOCTEPEKYBAHICTIO, 0 03Havae, 10 NPC He MOXyTh
OJIHOYaCHO OayuTH BCIX BOPOTIB, TWHAMIYHOIO 3MIHOKO CTaHIB, fKa BKJIOYAE PyX
00’€KTIB 1 CMEPTI areHTiB, 00MEXEHHSIM BUIUMOCTI, yepe3 1110 NPC He MatoTh 10CTy Iy
70 TOBHOiI KapTH, a TaKOXX aBTOMAaTH30BAHWM 3aBEPIICHHSM €Mi301y, SKe
BIJI0YBAETHCS 32 TAUMEPOM.

AreHT crnipuiiMae cBoe oToueHHs udepe3 ¢yHkimito Gather Agent Observation,
peanizoBany y Blueprint Agent Interactor. Illopa3y mnig 4Yac OHOBJIECHHS, SKE
BIJIOYBAETHCS HA KOXKHOMY THUKY a00 KpOIll CUMYJIALIi, areHT OTpuUMye 1HdopmaIlio

IIpoO BJIACHC IIOJOXKCHHA Ta HAIIPAMOK, KOOPAMHATH Ta HAIIPAMKH JKHBHUX
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CYyNpOTUBHUKIB, TOOTO 1HIIINX NPC, a TakoX MOJI0KEHHS )KUBOTO rpaBils. J{Jis areHTis
CUHBOT KOMaHAM JOJATKOBO BPAaXOBYIOTHCS KOOPJAWMHATH HANMOMMXKYMX CTIH. Yci 1l
JlaH1 IEPETBOPIOIOTHCS Y HOPMaJI30BAHUM UM CIIOBUM BEKTOP 1 MEPEAAIOTHCA 10 MOJIENI
PPO, sika Ha OCHOBI OTpUMaHHUX 3HAYEHb OOUUCIIOE ONTUMANIBHY JiI0.

[Ticnst oTpuMaHHs BEKTOpa crocTepekeHHs: HeliponHa Mepesxka PPO y Trainer
oOumcioe fito areHTa. Jlani s ais nepenaetoest uepes Perform Agent Action 1o Agent
Blueprint, e BoHa peasizy€eTbCs HACTYITHUM YHHOM: PYX BUKOHYETHCS 32 JOTIOMOT'OI0
By3sa Add Movement Input, o6epranns 3xaiicHioeTses yepe3 Add Controller Yaw
Input, cTpinb0a A1 YEpPBOHUX areHTIB AaKTUBYETHCS HUIAXOM BUKJIUKY CHEL1aIbHOIO
Custom Event tuny Fire Weapon, a s CHHIX areHTiB CTpuUib0a BinOyBaeThCs
aBToMaTn4HO uepe3 Trace by Channel Ha Bopora, 1o nepeOyBae B moJii 3opy [1, 2].

AreHTH TmepecyBalOTbCs MO Mall, HaBOJATHCS Ha BOPOTIB, 3A1HCHIOIOTH
MOCTPLIU, BIYYalOTh Y CYNIEPHUKIB, 3MIHIOIOTh 3araJIbHUI paXyHOK CBO€1 KOMaH/IU Ta
3alyCKaloTh MOAll, SIKI MPU3BOJAATH [0 3aBEPIICHHS €mi3oAy. Y CBOIO 4Yepry,
CEpelIOBHUIIE pearye Ha Jiii areHTiB uepe3 (pi3uuHy B3a€EMOJI1I0, 30KpeMa KOJi31i, JIOTIKY
MOIIKOJIKEHB, TIOJIIi CMEPT1, MEXaH13M pecliayHy 3a Ta CUCTEMH MIAPAXyHKY 040K [23,
31].

3a pesyibTaTamMu Jiii areHTa CHCTEMa BHHAroOpoju, peaiizoBaHa y Agent
Trainer, o0uncitoe ynciioBe 3HaueHHs1 Reward, sike BUKOpucToByeThest Mojiesiio PPO
JUTSI OHOBJIEHHSI MOMITHKY. Hampukiaza, moctpin mo Bopory npuHocuTs +10, 3arudens
NPC npuzBoauts 1o mrpady -2.5, BiIydaHHs 110 COFO3HHUKY KapaeThes -1, a HaBeIeHHS
Ha rpaBLs Haropo Kyetbes +20. Takuii miaxia CTBOPIOE 3aMKHYTUH LMK 3BOPOTHOTO
3B’S3Ky, y skomy KokeH NPC camocCTiiiHO BJIOCKOHAIIOE CBOKO ITOBEJIIHKY,
CIIUPAIOYKCh Ha JOCBIJ B3a€MOJI1 31 CBITOM I'pH [1].

Konu 3aBepiiytoTbcst yMOBY payHy — yCi ar€HTH TUHYTh, HACTa€ TaliMayT abo
payHn 3aBepuryeTbcsi BpyuHy, — GyHkuis End Episode Bukimkaetscsi B Agent
Manager. Ilicns upboro BCl areHTH pPECHaBHSIOTHCS HA CBOIX CTApTOBUX MO3MILISX,
OUMIIAIOTHCSI 3MIHHI, CTAaHW Ta JIYMIBHUKH, a Mojenb PPO 30epirae tpaektopii y

Oydep s momanporo HaBuaHHsA. L[ei UK MOBTOPIOETHCS IPOTATOM BH3HAYEHHOT
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KUIBKOCTI 1Tepalii, 3a3HaueHuX B mapaMerpax Trainer Settings, 3abe3neudyrodu

MOCTYTOBE BJIOCKOHAJICHHS aanTUBHOI cTparerii moeainku NPC [4].

3.3 TectyBaHHs aJanTUBHOI MOBEAIHKU areHTIB Ta aHali3 e(heKTUBHOCTI

PosrisgaroTeess MeTpUKH HaBUYAHHS 3 MiIKPIUICHHSM, JI€ € TIOKa3HUKH JOCBIY,
TPajllEHTA JUIsl PI3HUX YaCTHUH HEHUPOHHOT Mepexi (KpUTHK, AEKOAEp, EHKOJEp,
noJjiituka) Ta pyukuii Brpat [19, 25].

I'padpix metpukm gocBigy experience/avg return (CepeaHsi cyKyIHa
BHHAropoa 3a emi3oj1) 300pakeHo Ha pucyHky 3.2. TrainerB (Cuni 60otH, Gipto3oBa
ninig): [lounHae 3 BHIIMX 3Ha4YeHb (OAM3bKO -7), ajle JEMOHCTPYE BEIUKY
BOJIATWJIbHICTh, 3HAYHE IMAJIIHHS, a MOTIM KOoJuBaHHsA. J[0 KiHI TpeHyBaHHS (KpOKH
1200-1440) criocTepiraeTbCsi TEHACHINS 10 3HMKEHHS (OUTBIIT HETaTUBHI 3HAYCHHS).
3rnamkene 3HadeHHs Ha kpoii 1440: -50,3544. TrainerR (YepBoni 60T, cipa JiHis):
[TounHae 3 HUXKYKMX 3HAUYCHD (0M3bKO -20), aje mokasye OUIbII CTa0IbHE 3POCTAHHS
(MeHII HeraTWBHI 3HauYeHHs), 0cobmuBO micis kpoky 800. Jlo KiHIS TpeHyBaHHS
cTaOUTBHO TTOKpaIIyeThes. 3raaKeHe 3HaueHHs Ha kpotti 1440: -29,3109.

UepBoHa KOMaH/1a IEMOHCTPYE Kpalluii Ta 011611 CTaOUTHHUM MPOTPEC Y IPYTIin

MOJIOBUHI TPEHYBAHHS 1 3aKIHYY€ 3 KpalluM (MEHII HETaTUBHUM) CEPEAHIM J0XO0JI0M.

0 ]
Run Relative

@  TrainerB_0_PPO_SharedMemory_2025-05-26_17-17-48 -50,3544 -58,8871 1440 32.76 min
@®  TrainerR_0_PPO_SharedMemory_2025-05-26_17-17-42 29,3109 27,8618 1440 32.88 min

Pucynok 3.2 — I'padik cepeHb0i CyKyIHOI BUHATOPOIH 32 €M130]]
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I'padik experience/avg reward (Cepenns BUHaropoja 3a Kpok) 300pakeHo Ha
pucysky 3.3: TrainerB (Cuni): Cxoxa nuHamika, sik 1 B avg_return. [lounnae Bue,
ajie OUIBII BOJATWJIbHA 1 3 TEHJCHINEI0 JIO 3HWKEHHSI HAINPHUKIHIN. 3IIaJKEHE
sHadeHHs: -0,507. TrainerR (Yepsowni): [lounnae Hmk4e, 3 YiTKOIO TEHICHITIEIO 10
MOKpalieHHs (MEHII HETraTUBHI 3HAUYEHHS) Y JIPYTid MOJOBUHI. 3ria)KeHe 3HaYCHHS:
-0,2448. YepBoHa KOMaH 1a TTIOKa3y€ KpaIly CEPeIHIO BHHATOPOY 32 KPOK HAITPHUKIHITI

TpeHYBaHHSI.

o _0_PPO_Sh Y-2025-05-26_17-17-48 0,507 -0,8939 1440 32.76 min
@  TrainerR_0_PPO_SharedM Y-2025-05-26_17-17-42 -0,2448 01424 1440 32.88 min

Pucynok 3.3 — I'padik cepeiHb0i BUHAropoau 3a Kpok

['padik experience/avg reward sum (Cyma cepeaHix BUHAropoj1) 300paskeHui
Ha pucyHky 3.4. TrainerB (Cumni): Jly’xe cxoxka kapThHa Ha avg_return, ajie 3 OUIBII
HETATUBHUMH 3HAYEHHSIMU 110 ocl1 Y. Brcoka mouarkoBa BOJIATHILHICTD, ITOTIM 3HAYHE
noripieHHs. 3riapkene 3HadeHHs: -238,5515. TrainerR (YepBowni): Takox cxoxe Ha
avg_return. [ToctynoBe mokpaiieHHs 1 cTabuii3allis Ha Kpanux (MEHII HEeraTUBHUX )
3HAYCHHAX. 3raakeHe 3HadeHHs: -121,2564. YepBoHna koMaH/a 3HAYHO TIEPEBEPIITYE
CHUHIO 32 CYMOIO CE€pPEIHIX BUHArOpoJ HAPUKIHII TPEHYBaHHS.

UepBoHa KOMaHa JEMOHCTPYE 3HAYHO Kpallll pe3ybTaTH HABUYAHHS 3 TOYKU
30py CTaOUIBHOCTI Ta KiHIIEBUX MOKA3HUKIB BUHArOpoau. CHHS KOMaHJa X04 1 MOXKe
MOKa3yBaTH KOPOTKOYACHI CIUIECKH, 3arajioM ii MPOAYKTHBHICTb 3HIKYETHCS abo

3QIAIIAETHCA HECTAOUILHOIO.
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®  TrainerB_0_PPO_SharedMemory_2025-05-26_17-17-48 -238,5515 428,875 1440 32.76 min
®  TrainerR_0_PPO_SharedMemory. 2025-05-26.17-17-42 -121,2564 52,6 1440 32.88 min

Pucynox 3.4 — I'padik cyMu cepeiHiX 3Ha4€Hb BUHATOPOJ]

I'pamientn  (Gradients)nokas3yooTh, HACKIIbKH CHJIBHO 3MIHIOIOTHCS Baru
Mepexi mig yac HaBuaHHS. Jly)ke Benmuki a0o myke Mami (3HUKaroui) Tpagi€eHTd
BKa3yroTh Ha mpoOinemu. ['padik grads/critic (I'pamieHTH KpuTHKa) 300pa)kK€eHO Ha
pucysky 3.5. TrainerB (Cuni): Mae 3Ha4HO BUIIII MIKU TPAAIEHTIB MPOTATOM YCHOTO

TpenyBanHs. TrainerR (Yepsoni): lemoHCTpye HabaraTto MeHII Ta CTaOULTBHIINI

IpaTi€HTH.
grads/critic [ R S
| | l [
o |
- | L
2 Py d |
10 -1 ] - |.
0 200 400 600 800 1,000
Run + Smoothed Value
® TrainerB_0_PPO_SharedMemory_2025-05-26_17-17-48 32,1796 32843
@ 0_PPO_Sh y.2025-05-26_17-17-42 6,9401 6,9957

Pucynok 3.5 — I'padik rpai€HTiB KpUTHKU

['panieHTH YepBOHOI KOMAaHIU BUTIIAAAIOTH "30poBiMMHU". BuCOKi rpagieHTH
CUHBOI KOMaHAM MOXYTh CBIIYMTH MPO HECTAOUIbHICTH HABYaHHS ab0 3aHAATO

BEJIMKUI KPOK HaBUaHHs 11 KpuTHka [21, 32].
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I'padix grads/decoder (I'pamienTu nexomepa) 300pakeHO Ha PHUCYHKY 3.6.
TrainerB (Cuni): [loka3zye Buii Ta 6iabm "komtoul" rpaaientu. TrainerR (UepBoni):

['pamienTH HUKY1 Ta CTAOUTBHIIIII.

e
ar

0008 -1 N B - 3
0006 - -1 —- - -
0004 ' - - i
"
0 0 0 0 0 1000 1200 o GED
’
Run + Smoothed Value Step Relative
@  TrainerB_0_PPO_SharedMemory 2025-05-26.17-17-48 00093 00102 1503 33.49 min
@  TrainerR_0_PPO_SharedMemory. 2025-05-26_17-17-42 0,0053 0,0053 1503 33,61 min

Pucynox 3.6 — I'padik rpanieHTiB nekoepa

YepBoHa KoMaHIa Ma€e cTaOlIbHIII rpaaieHTH aekoaepa. ['padik grads/encoder
(I'pamientn enkomepa) 300pakeHO Ha pucyHky 3.7. TrainerB (Cwuni): ITouaTkoBo
TpaJieHTH HIKY, aje mpuOIu3HO micist Kpoky 600 BOHH CTalOTh 3HAYHO OiTBIIMMU Ta
HeCTa0IbHUMU MOPIBHAHO 3 YepBOHOIO KoMaH1010. TrainerR (Uepsoni): [loyaTkoBo
IPaJIEHTA BHUILI, aj€ 3 YacoM CTaOULI3ylOThCA 1 B JPYTid TMOJOBHHI TPEHYBaHHA
3arajioM HIDKY1 Ta CTaOUIbHIMNI, HXK Y CHHBO1 KOMaH/IH.

grads/encoder EBJF at

ar

0 200 400 600 800 1,000 1200 140  @EEDrso

Run Smoothed Value Step Relative
@  TrainerB_0_PPO_SharedMemory_2025-05-26_17-17-48 131278 153709 1503 33.49 min
@  TrainerR 0_PPO_SharedMemory_2025-0526_17-17-42 26,9009 250624 1535 34.34 min

Pucynok 3.7 — I'padik rpaaieHTiB eHKOAEpa
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Y J0BrocTpokoBiil MEpClEeKTHBI YEpPBOHA KOMaHJa IOKa3zye CTa0UIbHIMI
rpagieHTH eHkojaepa. Ili3HI BHCOKI TpaJi€HTH CHHBOI KOMaHIM BHUKIHUKAIOTh
3aHETIOKOEHHH.

I'padik grads/policy (I'pamienTn momiTuku) 300pakeHO Ha pPHUCYHKY 3.8.
TrainerB (Cuni): IlocTiiiHO J€MOHCTpY€ BHIIII Ta O1IBII MIHIUBI TPAIIEHTH TTOJITUKH.

TrainerR (UepBowni): ['pagieHTH MOMTUKH HUXKY1 Ta CTAOUTBHIIIII.

grads/policy B8

1

0 200 400 600 800 1000 1200 1400 @0
Run Smoothed Value Step Relative

@  TrainerB_0_PPO_SharedMemory_2025-05-26_17-17-48 0,0495 0,0448 1535 34.23 min

@  TrainerR_0_PPO_SharedMemory_2025-05-26_17-17-42 0,0355 0,019 1535 34.34 min

Pucynok 3.8 — I'padix rpamieHTIB MONITUKA

['pamieHTH MOJITUKU YE€PBOHOI KOMAHJIM BUIJIAIAIOTH OUIBII CTA0lTLHUMM.
UepBoHa KOMaHJa 3arajioM JEeMOHCTpye HabaraTo CTaOUTBHINI Ta MEHII 3a
aMILTITYZI0I0 TPIIEHTH IS BCIX KOMIIOHEHTIB Mepexi. Lle cBimuuTh mpo OiibId
IJIaBHUM Ta €(QEeKTUBHIMIMKA MpolieC HaBUaHHA. Benuki Ta HecTaOlUIbHI TpadleHTH
CUHBOT KOMaH1 BKa3yIOTh Ha TPOOIEMH 3 HABYAHHSIM.

®ynkuis Brpat (L0OsS Functions) mokasye, HacKiJIbKH "MIOraHO" MOIETh BUKOHYE
3aBnaHHs. Hwk4i 3HaueHHs 3a3Buuail kpaiii. I'padiku loss/critic Ta loss/critic_reg
(Btpatu xputrka / BrpaTi KpUTHKH SIKOCTI HaBYaHHs) 300paykeHO Ha pUCYHKY 3.9 i
3.10: BigmosigHo. 1li ABa rpadiku BUIIISIAIOTH MPAKTHYHO iICHTHYHAMU. |rainerB
(Cuni): Mae Bumii mkd BTpaT 1, CXOXe, JICIIO BHIINEC CEPEAHE 3HAYCHHS BTpAT.
KonuBanns cunpHimi. TrainerR (YepBoni): JlemMoHCTpye HMXKYI TiKM BTpar |,

31a€ThCS, JACIIO HIDKYE cepeiHe 3HaUeHHs. KoTuBaHHS MEHIII BUPAKEHI.
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Run + Smoothed Value Step Relative
@ TrainerB_0_PPO_SharedMemory_2025-05-26_17-17-48 149313 14,3853 1535 34.23 min
@  TrainerR_0_PPO_SharedMemory_2025-05-26_17-17-42 122188 1,757 1535

Pucynox 3.9 — I'padik BTpaTtu KpUTHUKH

loss/critic_ret

B r o
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L RN allid
o - 200 A 00 00 800 1.000 1200 140 QD00

14,9253
TrainerR_0_PPO_SharedMemory 2025-05-26_17-17-42

143792 1535
122155

11,7536 1535

Pucynok 3.10 — I'padik BTpaTl KpUTUKH SKOCTI HABYAHHS

YepBoHa KOMaHa Ma€ TPOXW Kpaill (HHXKYl Ta OUIbII OOMEXEH1) BTpaTh
KkpuTuka. OO0MIB1 KOMaHIU MOKa3ylOTh KOJIMBAJILHUN XapaKTep BTPAT, 110 € TUIIOBUM
u1s anroputMiB RL.

I'padix loss/critic_reg (PerynspuzariiiHi BTpaTé KpUTHKA) 300pakeHO Ha
pucysky 3.11. TrainerB (Cuni): Mae 3Ha4HO BHIIII peTryJIIpu3ailiiiHi BTpaTH, 0COOIMBO
HaIPUKIHII TPEHYBaHHs, J€ CHOCTepiraeThcs pi3kuid cmieck. TrainerR (YepBoHi):

Perynsipuzaniitai Brpatu Habarato HMx4i Ta ctadbueHimi [19, 33].

UepBoHa KOMaH/1a TYT 3HA4YHO Kpara. e cBiguuTh mpo Te, mo ii KPUTUK MEHII

CXWJIBHUH JI0 IEpeHaBYaHHsI, a00 HOro Baru MEHIIII.

UepBoHa KOMaHJa JIEMOHCTPY€ Kpallll MOKa3HUKHA BTPAT, OCOOIMBO MIOJ0

perynspusaiii kputuka. Lle miacuitoe BUCHOBOK Mpo OUIbI cTablIbHE Ta €PEKTUBHE
HABYaHHS.
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@  TrainerB_0_PPO_SharedMemory_2025-05-26_17-17-48 0,006 0,0061 1535 34.23 min
®  TrainerR_0_PPO_SharedMemory_2025-05-26_17-17-42 0,0033 0,0033 1535 34.34 min

Pucynok 3.11 — I'padik perymsiiiiiHoi BTpaTu KPUTUKHU

AHani3yrouu Bcl HaJlaHi rpadiku, MOXHa 3pOOUTH HACTYITHI BUCHOBKH:

— [MponyktuBHicTh (Bunaropoaa). YepBoHa KOMaHIa IOKa3ye 3HAYHO
Kpallly Ta cTabibHilly IPOAYKTUBHICTE. [i cepesHi BUHAropoay Ta CyKyMHHUM J0Xij
CTaOUIBHO 3pOCTAaOTh ab0 yTPUMYIOThCSI Ha KpaloMmy piBHI, OCOOJUBO B JAPYTiid
MOJIOBHHI TpeHyBaHHs. CUHS KOMaHJa X04 1 MOK€ MaTH Kpallll CTapTOBI MOKa3HUKU
a00 KOPOTKOYACHI CIUIECKH, 1 MPOAYKTUBHICTh YaCTO HECTaOULIbHA 1 MAa€ TECHACHIIIIO
710 MOTIPIIEHHS.

— Cra6inbHicTh HaBuanus (I'pamientu). YepBoHa KomaHAa JIEMOHCTPYE
Habarato CTaOUIbHIIII TPATIEHTH IJIs BCIX KOMIOHEHTIB mojeni. lle cBiguuTh mpo
Olnbll 30aJlaHCOBaHMW Ta KOHTPOJIbOBAHMM TMpolec HaBuaHHs. Benuki Ta
HernepeaOauyBaHl TpaJieHTH cuHboi komanau (TrainerB) MoxyTh BkazyBatu Ha
mpoOJieMH, Takl SK 3aHAJTO BUCOKHMM TEMIT HaBYaHHS a0o 1HIII TineprapameTpH, o
MOTPEOYIOTh HAJAIITYBaHHS.

— EdexruBnicts HaBuanus (Btpatu). YepBoHa KOMaHIa TakoX IOKa3ye
Kpallli XapaKTepUCTUKH (PYHKIIIH BTpaT, OCOOIMBO 3HAYHO HIDKYI PETyIsIpU3aIliiiHi
BTpaTu kputHka. Lle Moxke BKa3yBaTH Ha Kpally reHepaii3aliio MOJEdl Ta MEHIIY
CXHWJIbHICTh JIO TIEPCHABYAHHSI.

Uepsoni NPC xoHTpomI0I0Th CTpLIK0Y uepes BiacHy nito Should Shoot, mo mxae

KOHKPETHHUI 3BOPOTHHUI 3B’S30K BHUHArOpOJM; Y CHHIX CTpiabOa aBTOMAaTH30BaHa,
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TOMY areHT Ma€ MEHIIWN BIUIMB Ha KIIFOUOBY MO0 (BIyYaHHs) 1 OTPUMYE IITYMH B
curnajii BuHaropoau [20 , 22, 24, 32].

Taxum YMHOM, YEPBOHI areHTH JEMOHCTPYIOTh Kpallly afalTHBHY ITOBEIIHKY Ta
CTaOUThHICTh HAaBYAHHS TOPIBHSHO 3 CHHIMHM areHTaMH, HE3Ba)KAlOUW Ha OJHAKOBI

rinepnapametpu PPO.
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BHUCHOBKHA

VY Mexax naHoi kBamidikaiiiHoi podotu Oyiao po3poOieHOo, peali3oBaHO Ta
MPOTECTOBAHO TMPOTPAMHUNA MOJYJb aJaNTHUBHOI TOBEIIHKH CYNPOTUBHHUKA B
KOMIT FOTE€PH1 TPl 3 BAKOPUCTAHHSAM HITYYHOTO 1HTEJIEKTY, 3aCHOBAHUN Ha aJITOPUTMI
PPO (Proximal Policy Optimization) Ta BOygoBaHomy ¢peiimBopky Learning Agents
pyurist Unreal Engine 5.4.4. B po6oTi Oyio:

1. Po3pobiieno moBHOYHKIIOHANBHY cucTeMy MmTyuyHoro areHta (NPC),
31aTHOTO aJalTUBHO pearyBaTy Ha CUTYAIlil0 B Ipl. AT€HT HaBYaBCS B3a€EMOIISATHU 3
IHIIMMHU [IEPCOHAKaMM Ta CEPEJOBUILIEM 3 METOI0 MaKCUMI3allli Haropou.

2. CdopmoBano iH(popmalliiHy MoOJedb areHra, IO BKJIIOYAE. IPOCTIP
CIOCTEPEXEHb (pO3TallyBaHHsS, HANpPSMKH IHIOUX O0O0’€KTIB), mpocTip aid (pyx,
OBOPOT, CTPLIK0a), PYHKIIII0O BUHATOPOIH, SIKA BiJI0Opaka€e YCHIMIHICTD 1A areHTa.

3. 3aiiicHEeHO TpOorpaMHy peaji3alilo CUCTeMH HaB4aHHS Ha ocHOBi PPO:
moayni Interactor, Trainer, Policy, Critic, Agent Manager cTBOpEHO MOBHICTIO Ha
Blueprints [4, 34].

4. PeanizoBano 1nBi komanHau NPC (4epBOoHYy Ta CHHIO), SIKI TPEHYBAJIUCS
HE3aJIe)KHO TMpHU OJHAKOBHX Tineprmapamerpax PPO. UepBoHi areHTH Manu MOBHUN
KOHTPOJIb HAJl JII€I0 CTPUILOU, TOJII SIK Y CHHIX BOHA aKTUBYBajacsi aBTOMAaTUYHO MpPU
HaBEJICHHI.

5. IlpoBeneHo cepito eKCIIEPUMEHTIB, TiJ] Yac SKuUX 310paHo ¥ MpoaHai30BaHO
noHaxa 10 metpuk (avg_return, avg_reward, rpajienTu, pyHKIii BTpat Toio). Lle nano
3MOTYy MOPIBHATH SIKICTh Ta CTAOUIBHICTh HABYAHHS 000X CUCTEM.

Pesynpratu mokazanu, IO YepBOHA KOMAaHJa JEMOHCTPYE CYTTEBO Kparii
XapaKTEpPUCTUKU HABYAHHS — CTAOUIbHINI TPAII€HTH, HWX4Yl BTpAaTH Ta BUIII
BuHaropoau; Brumme NPC Ha pe3ynbrar Mae KIF040Be 3HAYCHHSI — Y pasi, KOJIM areHT
HE KOHTPOJIIOE BAXKIIUBI i1 (HAIPUKIIad, CTpUIb0Y), CATHAII BUHATOPOJIU CTA€ IIYMHUM

i MeHm edeKkTUBHUM JUIs HaBuaHHs; Blueprint-peasnisaiiis MOBHICTIO MiATpUMY€
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cknaani RL-cuenapii, 1 103Bosisie 6€3 KOAYBaHHS CTBOPIOBATU aJJaliTUBHY MOBEIHKY
it NPC.

OTpumani pe3yiabTaTH MOXKYTb OyTH 3aCTOCOBaHI B po3poOlll KOMIT IOTEPHUX
irop, J¢ BaxJIMBO 3a0e3MednTH HenepeadadyBaHy, aje pO3yMHY IOBEIIHKY
CyIpPOTHMBHHKA YW B PO3IIMPEHHI CHCTEMHU: JOJATH HOBI i, 3MIHUTH IPOCTIp

CIIOCTEpEKeHb a00 MepeHaallTyBaTH MOMITHKY.
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BUKOPUCTAHHSA NIAXOAY BEHAVIOR TREE IJIs1 CTBOPEHHSA
AJJAIITUBHUX HEITPOBUX TEPCOHAKIB Y HABYAJIBHUX
BIAEOIT'PAX

CyvacHi 1H(pOpMAaILIHI TEXHOJIOTI] BIAIPalOTh 3HAYHY pOJb y PO3BHUTKY
OCBITHIX METOJIMK, 30KpeMa uepe3 BHUKOPHUCTAHHS BIIEOIrOp SK IHCTPYMEHTY
HaBuaHHs. HaBuanbHi BiJICOITpU CHPUSIOTH PO3BUTKY CTPATETiUHOTO MUCIICHHS,
HABUYOK BUPIIICHHS TPOOJIEM 1 KOMaHIHOI pOOOTH, a IHTETPAIlisl IITYYHOTO IHTEJIEKTY
y Taki iIrpu MIJBUIILY€E iXHIO €(EKTUBHICTh 3aBASKU CTBOpEHHIO amanTuBHuUX NPC
(HeirpoBux mepconaxiB) [1]. OmgHUM 13 MOMMPEHUX MIIXOMIB IO CTBOPEHHS TaKOi
noBeAiHku € BukopuctanHs Behavior Tree (/lepeBa moBemiHkH), sSKEe H03BOJIAE
PO3pO0JIATH THYUKY Ta nepeadadyBany Joriky aiil nius NPC.

JlepeBa MOBEIIHKH € MOTY>KHUM 1THCTPYMEHTOM J1J1s1 CTBOpEHHS noBeiHKU NPC,
JTIO3BOJISIFOYM MOJICTIOBATH PI3HOMAHITHI i1 3aJI€)KHO BiJl 3MIHHUX CTaHy, TaKUX SIK
BIJICTaHb /IO TpaBlis, PIBEHb 3J0pOB’S YU HASBHICTb YKPUTTA [2]. Y HaBUaJIbHHMX
Bijieoirpax NPC MoOKyTh BUCTYIIATH SIK IHTEJIEKTYalIbHI IPOTUBHUKH, K1 pearyroTh Ha
Iii TpaBllsl, CTBOPIOIOYM JUHAMIUHE Ta 3axoruioroue cepeaosuiie. Hanpukian, NPC
MOKe 00MpaTH MK aTaKOK0, CXOBAHKOI0, HAOJIMYKEHHSIM JI0 TPaBIIsg 00 BIJICTYIIOM, IO
3MYIIy€ TPaBIls aJanTyBaTH CBOIO CTPATErii0 Ta PO3BUBATH HABUYKU IUIAHYBAaHHS U
anamizy. Takuii migxig mMoke OyTH peani3oBaHUi Ha TiaTdopMax po3poOKU irop,
takux sik Unreal Engine, ne Behavior Tree inTerpyetsces 3 cuctemamu ynpaiinas 11,
3okpema uepe3 Al Controller (KonTposep mryunoro intenexty) i Blackboard (Yopna
nomika) [3].

Y koHTekcTi HaB4aibHUX 1rop Behavior Tree mo3BoJisie CcTBOprOBATH
nepeadauyBany noeAinky NPC, 1o € BaXXJIuBUM i 3a0€3MEUYEHHST 3PO3YMIIOro
irpoBoro jaocBiay st yudiB. Hampuxnaa, NPC moxke OyTv HajmalTOBaHUM TaKWUM
YMHOM, MO0 aTakyBaTH, KOJM TIpaBelp MepedyBae Ha ONW3bKIA BiACTaHl, abo
XOBaTHCS, SKIIIO HOTO 3M0pOB’S Tajgae HWK4YE MEeBHOTO piBHA. 111 BUOOPY YKPUTTS
MOXHa BUKOPHCTOBYBATH TOPIBHSHHS BIJACTaHEW 10 PI3HUX TOYOK, IO POOUTH
noBeZiHKy NPC OUTbI peaicTUYHOIO Ta CIPUSIE PO3BUTKY CTPATETIYHOTO MUCIEHHS
yuHiB [4]. Taki irpu MOXyTbh OyTH 3aCTOCOBaH1 B OCBITHIX 3aKJIafax JiJIsl y4HIB Pi3HOTO
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BIKY, @ TaKOX y KOPINOPATUBHOMY HaBYaHHI JIJIsl TPEHYBaHHS KOMaHIHOI poOOTH Ta
NPUMHATTSA PIllIEeHb y CTPECOBUX yMoOBax [1].

[TopiBHSHO 3 THITUMU METOJIaMHU CTBOPEHHS aAalTUBHOI MOBEIIHKU, TAKUMU K
Q-learning, Behavior Tree mae Hu3ky nepesar. Q-learning, 3acHOBaHe Ha HaBYaHHI 3
iAKpiTIeHHs M, 1103Bojisie NPC HaBuaTuCs ONTHUMAJbHUX [Ii 4epe3 CHUCTEMY
BHUHAropo, ajie NoTpedye 3HAYHOTO Yacy Ha TPEHYBaHHS Ta MOXeE OyTH CKIIAJHUM Y
peamizamii [5]. Haromicte Behavior Tree 3a0e3neduye mBHAKY pO3pOOKY Ta
nepen0ayyBaHICTh, 0 € KPUTUYHO BaXJIMBUM JUIsl HABYAIBHUX 1r0p, /1€ MOBEIIHKA
NPC mae OyTu KOHTPOJILOBAHOIO Ta BIAMOBIIaTH OCBITHIM HiIsAM. BogHnodac Behavior
Tree mocTymaeThcs 3a amanTHUBHICTIO, OCKUIbKM HE 103Bojsie NPC HaBuarucs 3
TOCBiAy, SIK II€ MOXJIMBO 3 METOJaMH MAITMHHOTO HaB4YaHHS. J[71 Hao4YHOCTI
nopiBHsiHHS Behavior Tree Tta Q-learning HaBeneHno B Tabmui 1.

Tabmuus 1 - IlopiBusHHs Behavior Tree 1 Q-learning misi cTBopeHHs
agantuBHUX NPC y HaBJaIpbHUX BiJeoirpax
Kpurepiit Behavior Tree Q-learning
) Bucoka: mBuake Husbka: morpedye
[IBuIKICTH pO3POOKHU A peoy
HaJIAIITyBaHHS TPEHYBaHHS
) ) ) ., Husbka: 3amexuth Bix
[TepenbauyBaHiCTh Bucoka: giTka jiorika gii
TpEHYBaHHS
. Bucoxka: NPC BunthCs 3
AAIITUBHICTD Husbka: HeMae HaBYaHHS i
JOCBIAY
. N Hwuspka: nmpocre Bucoka: motpebye
CxknanHicTh peanizaiii
HaJaITyBaHHS HaJAIITYBaHHS
.. EdextuBne ms .
3acTOCYBaHHS B OCBITI . OOMerxeHe uepe3 CKIaIHICTh
nepen0avyBaHOCTI

OmHuM 13 KJIIOUOBHMX acrnekTiB BUKopucTaHHs Behavior Tree y HaBUallbHHX
BIJICOIIPax € MOKJIMBICTb CTBOPEHHSI CLIEHAPIiB, SIKI CTUMYJIIOIOTh YYHIB JO aKTUBHOIO
HaBuaHHs. Hanpuknan, NPC, gxuii XOBa€TbCsl NpPU HU3BKOMY 370pPOB’i, MOXE
CHOHYKaTH IpaBLd LIyKAaTH HOBI CTpaTerii sl MOJOJaHHs MEPELKO/, 1110 PO3BUBAE
aHaiiTH4H1 HaBU4YKH. [HTerpauia Takux NPC y HaBuasbH1 irpy COpPHUSIE MIIBUILIEHHIO
3aJly4€HOCTI YUHIB, aJUKe JUHAMIYHa NOBEAIHKA MEPCOHaXIB POOUTH IrPOBUH MPOLIEC
OLTBIII 3aXOTUTIOIOYUM 1 MOTHUBYIOUHNM [4].

Buxopucranns Behavior Tree Takox moB’s3aHe 3 NEBHUMHU BUKIUKAMHU.
Hampuknan, cTBOpeHHs CKIQgHOT TOBEMIHKM MOXKE BHMAaratu JIeTaTbHOTO
HaAJIAIITYBaHHS YMOB 1 JiHi, 1m0 3011blrye yac po3poOku. Kpim Toro, y nuHaMigyHHX
irpoBux cepenoBuiiax nopeaiaka NPC Moxe Oyt 0OMEXKEHOI0 4epe3 BiJICYTHICTbH
aJanTUBHOCTI, 1[0 XapakTepHa Ml METO/IIB MAIIMHHOTO HaBYaHHA. JIJis mogomaHHs
IIUX OOMEXKEHb Yy MallOyTHHOMY MOYHA PO3TJIsIaT! T10pUJIHI TIIXOH, K1 OETHYIOTh
Behavior Tree 13 MeTogaMu HaB4YaHHS 3 MIAKPIIJICHHAM, TakuMu K Q-learning, nis
ctBoperHss NPC, ski € BogHOYac mepeadadyBaHUMM Ta 3JaTHUMHU aIanTyBaTHCS 0
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HOBHX YMOB [5].

Takum unnom, Behavior Tree € epeKTUBHUM IHCTPYMEHTOM Ui CTBOPEHHS
anantuBHuX NPC y HaBYaJIbHUX Bificoirpax, AEMOHCTPYIOUYM 3HAYHUM MOTEHITial
IHTEJIeKTyaJIbHUX 1H(QOpMaIitHUX TexHoyorid B ocBiTi. Lled miaxia 103BoJIsIE
PO3pOOJIITH 1TPH, SIKI PO3BHBAIOTH CTpPATEriyHI, aHATITHUYHI Ta KOMaHJIHI HAaBUYKH
YYHIB, MIJBHUINYIOYHM iXHIO MOTHBAIIO 0 HaBYaHHSA. Y MalOyTHHOMY IHTETpallis
Behavior Tree 3 inmmmu metomamu I Moxke BIAKPUTH HOBI MOKJIMBOCTI JJIS
CTBOPCHHS OUIBII THYYKHX 1 aJalTUBHUX HaBUYaJbHUX Irop, IO CHPHUATAME
MOJAIBIIIOMY PO3BUTKY OCBITHIX T€XHOJIOTIH.
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