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PEDEPAT

[ToscuroBanbHa 3anucka: 63 c., 2 Tadm., 4 1oa., 26 mKepen.

AJIATITUBHE VIIPABJIIHHS, BIAKPUTHI CBIT, JUHAMIYHE
MACIITABYBAHHS CKJIAJHOCTI, I'POBUI IITYYHWH THTEJEKT,
HABYAHHA 3 I[HIAKPIIIJIEHHAM, HEII'POBI  ITEPCOHAXI,
OBUYMCJIFOBAJIBHMI THTEJIEKT, IIPO®IIIOBAHHS I'PABIIS, TEOPIA
I[TOTOKY, UI/UX MOHITOPUHT'.

OO0'ekTOM JOCHIJKEHHST BHUCTyHAa€e MPOLEC aJalNTHUBHOTO YIPABIIHHS
ITPOBUM KOHTEHTOM Y CEpeOBHUIAX BIJKPUTOTO THUIY Ta IHCTPYMEHTAIbHUIA
1HTEpPEC MOHITOPUHTY BIJIMIOBITHOT CUCTEMHU.

[IpenMeToM MJOCHIDKEHHS €  MOJENl OOYMCIIOBAIIBHOTO 1HTENEKTY,
aNTOPUTMU HABUYaHHS areHrta 3 migkpimieHHsM Ta Ul/UX-pimeHHs mis 3agadi
JWHAMIYHOTO MaciiTa0yBaHHS CKJIAHOCTI IFPOBOTO MPOIIECY.

Mertorw poOOTH € MPOSKTYyBaHHS W peami3aiis CUCTEMH aJalTHBHOTO
yOpaBIiHHSA KOHTEHTOM Ha 0a3i RL-areHta Ta mpoditoBaHHS MOBEIIHKOBUX
noka3HukiB rpabus (skill score, stress index, flow zone), a Takox moOymoBa
Debug/Monitor Ul ans nanarompkenss ta Mmonitopunry LI-arenra.

JlocipkeHHs BUKOHAHE IIIIXOM MPOEKTYBaHHA areHTa y pamkax MDP,
nporpamoi peamizamii Ha C++ (Unreal Engine 5) 3 Python-Gekenmom st
MalIMHHOTO HaB4aHHs, MoOyn0Bu Debug Panel 3a npunnmmamu UX Ta anamizy

ctparteriit DDA.



ABSTRACT

Bachelor’s thesis contains: 63 pp., 2 tabl., 4 ann., 26 references.

ADAPTIVE MANAGEMENT, COMPUTATIONAL INTELLIGENCE,
DEBUG PANEL, DYNAMIC DIFFICULTY ADJUSTMENT, FLOW
THEORY, GAME AI, NON-PLAYER CHARACTERS, OPEN WORLD,
PLAYER PROFILING, REINFORCEMENT LEARNING, UI/UX.

The object of the research is the process of adaptive game content
management in open environments and the instrumental monitoring interface of
the corresponding system.

The subject of the research is computational intelligence models,
reinforcement learning algorithms for an agent, and UI/UX solutions for the
problem of dynamic scaling of the complexity of the game process.

The purpose of the work 1s to design and implement an adaptive content
management system based on an RL agent and profiling player behavioral
indicators (skill score, stress index, flow zone), as well as building a
Debug/Monitor Ul for debugging and monitoring an Al agent.

The research was carried out by designing an agent within the MDP
framework, software implementation in C++ (Unreal Engine 5) with a Python
backend for machine learning, building a Debug Panel based on UX principles,

and analyzing DDA strategies.
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DDA - Dynamic Difficulty Adjustment — nuHamiuHe MaciiTaOyBaHHS
CKJIAJIHOCTI;

DQN — Deep Q-Network — rmuboka Q-mepexa;

HUD — Heads-Up Display — irpoBuii iHpopMaliiiinuii oBepiei;

LoD — Level of Detail — piBens aeranizariii;

MDP — Markov Decision Process — MapKOBChKHI TMpPOIIEC MPUHHSATTS
pIILICHB;

NNE — Neural Network Engine — pymiii HeiiponHux mepex (ruiaria UES);

NPC — Non-Player Character — HeirpoBuii IepCOHAK;

ONNX — Open Neural Network Exchange — Bigkputuii opmat oOMiHy
HEUPOHHUMH MEPEKAMU;

RL — Reinforcement Learning — HaBYaHHS 3 M1IKPITUICHHSM;
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UES — Unreal Engine 5 — irpoBuii pyuriii n'sToro NoKoJIiHHS;

UI — User Interface — inTepdelic kopuctyBaua;

UX — User Experience — 10CBiJ] KOpUCTyBaya.



BCTYII

Irpu 3 BIAKpUTHM CBITOM — Iie, MaOyTh, HaWIIKaBIIMA 1 BOAHOYAC
HaWCKJIAAHIIIUN XKaHp B CydyacHIH irpoBid iHaycTpii. Komu Boepie 3amyckaent
Skyrim a6o Witcher 3, oapa3y BigdyBa€eTbCs MPOCTIP — MOYKHA WTH KyIA XOYell,
poOuTH MmO Xoyern. AJe SIKIO0 TPUIWBUTHCH YBAXKHIIIE, 3a IIUM BPaKCHHSIM
CTOITh KOJIOCAJIbHA 1H)KEHEPHA MpobjieMa: K 3po0UTH Tak, 100 IpaBellb 3 Oy /ib-
SKUM PIBHEM JIOCBIY BiT9yBaB OJHAKOBO 3aXOTUIMBHM BUKJIIUK, HE3AJICKHO BiJ
TOTO, KyJIY BiH ITIIIOB 1 1110 BUpIIIUB poOutu. L{s mpobiema i cTasia BipaBHOIO
TOYKOIO JJI JAHOT pOOOTH.

OnuH 13 MAX0A1B 10 BUpIHIeHHs I1i€i mpobiemu — e Dynamic Difficulty
Adjustment, abo DDA. Ines mpocra: He (ikCyBaTH CKIAIHICTh Hamepen, a
JTUBUTHCH HA T€, SIK TPAa€ KOHKPETHA JIFOAMHA, 1 TJIAIITOBYBaTH TapaMeTPH TPH
1] HEl B peasibHOMY 4aci. TeopeTnyHe 00rpyHTYBaHHS LbOTO MiIXOAY JA€ TEOPIs
MoTOKy rcuxojora Mixas Yikcentmixai [1]. Bid me y 1975 pomi omnucas, 1110
JI0JIMHA OTPUMYE MaKCUMAaJIbHE 3aJI0BOJICHHS BiJl OyAb-sKOi1 AISUIBHOCTI TO/,
KOJIM CKJIAJIHICTh 3aBJIaHHsI MPHUOJIM3HO BIAMOBIAAE ii PIBHIO HAaBUYOK. KO
3aBJaHHS HAJTO MPOCTEC — CTa€ HYAHO. SIKIIO HAATO CKJIATHE — 3'SBISIETHCS
TpUBOTa 1 OakaHHS Bce KUHYTH. | TIIbKM Jech MOCEpeMHI BUHUKAE TOW CTaH
MOBHOTO 3aHYPEHHSI, SIKUW BIH Ha3BaB «ITOTOKOM).

IToeqnatn DDA 3 MalmmmHHUM HaBYaHHSM HaMarajwuch 1 JIO0 IILOTO, aje
OUIBIIICTh TAKUX PO3POOOK CTOCYETHCS JIHIMHUX 1rop abo 1rop 3 piBHSIMH, Jie BCE
OUIbII-MEeHIT TepeadadyBaHo. Y BIAKPUTOMY CBITI BCE 1HAKIIE — TPaBEIlb MOXKE
MITU KYJIU 3aBrOJIHO, oOpaTu OyJIb-sIKy MOCHiIOBHICTh Aik. Hisika Tabmuus
MpaBUJI TAaKOTO HE mependaunTh. TyT MOTPiIOEH areHT, sSIKWii caM HaBYAEThCS HA
OCHOBI TOTO, 10 B1I0YBA€THCS B Ipi [2].

Takox icHye mpoOsiiema, sKa MOJSAraE B TOMY, IO PO3POOHUK OayuTh
TITBKH PE3YJIbTAT 1 HE MOKE HIUOTO MIIKPYTUTH 0€3 Mepe3amnycKky Bchoro. Tomy
B Iii poOOTI OKpema yBara mnpujiieHa po3po6iii Debug/Monitor Panel — 1e

iHTepakTUBHUM oBepielt mpsmo B Unreal Engine 5, ne MokHa B peaibHOMY 4aci
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0aunTH 10 pOOUTH areHT, 3MIHIOBAaTH IMapaMeTpu Oe€3 Iepe3alnycKy Ipu Ta
30epiratu JIaHi ceciit Al aHamizy.

Mera poboTu — po3poOMTH 1 peaizyBaTH CHCTEMY aJalTHBHOTO
yIIpaBJIiHHS KOHTEHTOM Y BIIKpUTOMY I'POBOMY CBITI, sika noegnye RL-arenTa,
npodiTIOBaHHA MOBEAIHKM TpaBls uepe3 mokazHuku skill score, stress index i
flow_zone, a Takoxx nmoBHouiHHKUNA Debug/Monitor UI.

JInst 1oCsITHEHHS 111€1 MeTH MOTPiOHO BUPIIIUTH TaKl 3a7adi: pO3TJISHYTH
icHytoul migxogu g0 DDA B KOMepHiWHUX 1 JOCHIAHMIBKHX TPOEKTAX 1
3pO3yMITH iX CWJIbHI Ta clabKi CTOpOHHU; opMaiizyBaTu 3ajady ajanTtarii y
TepMiHaX MaPKOBCHKOTO MPOIECY MPUNUHSATTS PIllIEHb 1 OOIPYHTYBATH YOMY came
DQN niaxoauTts A ii BUpIIEHHs; TOOYyAyBaTH MOJENb NPOQUIIOBAHHS TPaBLIS
1 Kinacudikatop HOro €MOIIHHOTO CTaHy Ha OCHOBI TMOBEIIHKOBUX METPHK;
po3poouTtu anroput™m LoD-Al qis ynpasninas cknagHictio NPC uepes yotupu
piBHI JeTani3alli NOBEAIHKH; CIIPOEKTYBATH JIBa IHTEp(ecH — MIHIMAIIICTUYHUI
HUD nns rpaBus i1 Hacuueny iHdopmaiiero Debug Panel nns po3poOHuKa;
peanizyBatu Bce 1ie Ha C++ B Unreal Engine 5 3 Python-6exenaom 1151 HaBUaHHS
areHra.

OO'ekT JOCHIPKEHHS — MpOLEeC aJalnTUBHOTO YIPaBIiHHS CKJIAIHICTIO
IrPOBOTO KOHTEHTY B CEpelOBUIIAX BIAKPUTOTO TUILYy Ta 1HCTPYMEHTAJIbHUN
1HTepderc MOHITOPUHTY BIAMOBIIHOI CHCTEMU.

[Ipenmer moOCHKEHHST — MOJIeNll  OOYMCIIOBAIILHOTO  1HTENEKTY,
aNTOPUTMU HaBUYaHHS areHTta 3 migkpimuieHHsM Ta Ul/UX-pimenHs mis 3agadi
JTUHAMIYHOTO MacIiTa0yBaHHS CKJIQIHOCTI IFPOBOTO MPOIIECY.

[IpakTHyHa LIHHICTH POOOTH B TOMY, IO PO3POOJIEHI KOMIIOHEHTH —
ocoomBo Debug Panel 3 hot reload 1 CSV-ekcmoptom — MoOXHA
BUKOPUCTOBYBaTH B OyIb-ikoMy UES5-nmpo€kTi SIK TOTOBUM IHCTPYMEHT JUIS

HanaropkeHHs agantusHoro 11 0e3 nepe3amycky rpu.
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1 AHAJII3 MIPEJIMETHOI I'AJTY31 ATJAIITUBHOI'O YIIPABJIIHHS B

ITPAX

1.1 ApxiTekTypa IrpOBUX CEPEIOBHIIL 3 BIIKPUTHUM CBITOM Ta KJIacH(iKaIlis

KOHTEHTY

[ToHATTS «BIAKPUTHUNA CBIT» HACTUIBKA BKOPEHWIOCh Y CY4YacCHOMY
IrpOBOMY JHMCKYpCi, IO 3a HHM JIETKO HE TOMITUTH pealibHy I1HXXCHEPHY
CKIAIHICTh. BiIKpUTHII CBIT — 1Ie HE MPOCTO «BEJIMKA KapTay, 1€ apXiTEeKTypHE
pILIEHHS, 0 TMPUHIUIIOBO 3MIHIOE CTOCYHKHM MDK JTU3ailHEpOM 1 TpaBIIEM:
3aMICTh MPOBAIUTHU TPaBL 3a37aJerilb TPOKIAJIEHUM MapHIpyTOM, PO3POOHUK
OyIye cepeoBHIIIE, JIe TpaBellb caM o0upae cBii nusax [3].

CyyacHl BIJKpUTI CBITH BJAIITOBAaHI JOCUTh CKJIAAHO 3 TOYKH 30py
apxitektypu. Skmo Opatu Unreal Engine 5 sx npuxnan, To Qpi3UuHUANA map —
TOOTO reomeTpis, penbed, OyaiBm — 0a3yeTbcst Ha TEXHOJOTIT Nanite 1 cucremi
World Partition. World Partition 11e 1o cyTi aBTOMaTH30BaHa CUCTEMa sIKa caMa
BUPIIIY€E SIKI IMIMATKU PIBHS 3aBaHTa)XyBaTH B MaM'siTh 3aJIGKHO BiJ TOTO €
3HAXOAMThCS rpaBelb [4]. Panimie po3poOHUKH poOUIM 1€ BPYUYHY, pO30MBa0UU
piBEHb Ha MiAPIBHI 1 MPOMUCYIOUM JIOTIKY nepexoAiB. Temnep 1ie BigOyBaeTbcs
aBTOMATHUYHO, 110 3HAYHO CIPOIIYE POOOTY 3 BEJIMKUMHU TPOCTOPAMH.

Oxkpim (pi3udHOrO MIapy € 1ie JOTTUHUM — 11€ TTpaBuiia B3a€MO/Iii 00'€KTIB,
¢bi3uka, MexaHiku 000, KBeCTOBa cucrteMa. € Imap KOHTEHTYy — MEepCOHaXI,
peaMeTH, oAll. | € ynpapisrounii map — maCUCTEeMH IITyYHOTO IHTENEKTY, SKi
BIIMOBIAa0Th 3a noBeaiHky NPC, cmaBH BOpOTiB 1 ajanTaliio cepeaoBUIIa 10
nii rpaBig. CaMe e OcTaHHIHM Iap 1 € TOJIOBHUM IIPEAMETOM JaHO1 POOOTH.

KOHTEHT y BIAKPUTHX CBITaX MOKHA PO3JILJIUTH Ha KIJIbKA TUIIB 3aJI€KHO
Bl TOro SIK BiH B3aemoji€ 3 rpaBieM. CTaTUUYHHI KOHTEHT — IIe BCE IO HE
3MIHIOETBCA 1 HE pearye Ha Jii rpaBus: Oy[iBIi, TOpH, JepeBa, EKOPATHUBHI
eJeMEHTH. JI[MHAMIYHMM KOHTEHT — II€ T€ IO >XuUBE CBOIM KUTTAM: NPC 3

pO3KJIaZlaMu, PECYpPCH SKI BIIHOBIIOIOTHCS, TIOTOAAa SKa 3MIHIOETHCS.
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[IpouienypHHii KOHTEHT F€HEPYETHCS B MOMEHT MOTPEOM — HAINPUKJIIA] CUCTEMa
MO€ CTBOPUTH HOBE IMiI3eMellIsl abo migiopaTy HaOip BOPOTiB MPSMO ITiJ Yac
rpu, 6€3 TOTo MO0 AM3aifHep MPONMUCYBAB KOXKEH BapiaHT BPY4HY [5].

3 TOYKM 30py BIUIMBY Ha ITPOBHM JOCBIJ BHUAUIAIOTH TPU KaTEropii.
HapaTuBHuI KOHTEHT — KBECTH, J1aJIOTH, 3aMMCHHUKH, ay/I103alHCH — BCE IO
po3noBijiae icropiro. MexaHiuHUN KOHTEHT — 30pos, aTpuOyTH BOPOTiB, PiBHI
CKJIQJHOCTI — BCE IO BIUIMBAaEe Ha OanaHc. | arMocdepHmii KOHTEHT — My3HKa,
OCBITJICHHS, 3ByKH HaBKOJIMITHHOTO CEPEIOBUINA — BCE L0 CTBOPIOE HACTPIii [6].
Jns 3amaui DDA HaliBaXXIMBIIIUM € MEXaHIYHUN KOHTEHT, 00 caMe 4epe3 HbOTO
HAWIPOCTillIe KEPYBaTH CKIIAIHICTIO.

Tyt Bapto 3ragatu npunuun Level of Detail, abo LoD, sxuii 3a3Buyaii
3aCTOCOBYIOTH JI0 Tpaiku: 00'eKTH MOOIN3y rpaBlid BiIOOPaKaIOTHCS AETAIBHO,
naneki — crnpomeno. B Unreal Engine 5 € Significance Manager sikuii poOUTb
II0Ch CXO0e€, ajie AJid 00UHCIIeHb: 0JI13bK1 00'€KTH OTPUMYIOTh OUIbILIE PECYPCIB
npoiiecopa, gayieki — mexiie [7]. B qaniit poboTi 114 1/1e IEPEHOCUTHCS Ha PIBEHb
noBeAiHkd NPC — uuM f1asii BOpor BiJl rpaBIlsl, TUM MPOCTIIIA HOTO JIOTIKA 1 TUM
piaiie BoHa OHOBIIOEThCS. 1el miaxin orpumaB Ha3By LoD-Al 1 cTaB 0CHOBHUM
MEXaH13MOM aJiarTailii B po3poOJeHiid CUCTEMI.

Bapro miakpeciuTd: caMe BHCOKAa EHTPOMIsl CTaHy TpaBUs BIJpI3HSE
BIJIKpUTUN CBIT Bija JiHIAHOT Tpu 1 yckiagHioe DDA. VYV piBHeBoMy myTepi
JM3aiiHep Hamepe] 3HA€ MOCIHII0BHICTh 31ITKHEHb. Y BIIKPUTOMY CBITI Oyb-Ke
Take TPUNYIICHHS XWOHEe. 3BIACM — MPHUHIIMIIOBA HEOOXIAHICTH METO/IIB

MalTMHHOTO HAaBYaHHS 3aMiCTh PyYHHUX TIPABUIIL.

1.2 TIpoGnema aganTuBHOTO yripaBiiHHs ckiagHicTio (DDA)

Dynamic Difficulty Adjustment — e aBToMaTuyHe, B i€ajii HETIOMITHE,

HaJIAIITyBaHHS MapaMeTPIiB ITPOBOTO MPOIIECY BiJIMOBITHO /IO MOTOYHOTO CTaHY

IpaBllsd, AKTUBHE JOCIIIHUIIbKE 3alliKaBICHHS BHUHUKJIO 3 TMOSBOIO POOIT
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Yannakakis 1 Hallam [8], sixi mokazasu, 1110 MOKa3HUKH 3aJTy4EHHS TPaBIls MOKHA
BUKOPUCTOBYBATH SIK CUTHAJ JIJIsl HABYAHHS aJallTUBHUX CUCTEM.

Bci DDA-cuctemu MokHa pO3AUIATH Ha SIBHI 1 HesBHI [9]. SBHI — 11€ KoM
rpa BIAKPUTO FOBOPUTH T'PABITIO 1O 3MIHIOE CKJIQJHICTh, HAPUKIIA] MPOIIOHYE
NEepeNTH Ha JISTTHH PiBEHb MICIs KUTBKOX MOpa3ok miapsaa. HesBHi — 11e koiu Bce
BiI0OYBa€THCS MPUXOBAHO: BOPOT HETMOMITHO MOYMHAE OUTH Tpoxu cnabiie, abo
KOPHUCHI NPEeIMETH MOYMHAIOTh BUIAJATH TPOXH yacTiie. buiblmicTs cyyacHuX
IrOp BUKOPHUCTOBYIOTh CaM€ HESIBHUHM MiJIX1J, 1 MPUYMHA MPOCTA: AKIIO IPaBelb
oMIYae 110 rpa oMy «IiJIrpaey», BIAUYYTTS BIACHUX JOCSITHEHb O/Ipa3y 3HUKAE 1
1€ TICY€ BECh JIOCBIJ.

OcHOBHI napaMeTpH, AKi 3a3BUYail JOCTYIHI AJisl aJanTaiii ue: aTpuldyTH
MIPOTUBHUKIB (310POB'sl, ITKOJIa, IIBUJIKICTh PEaKIlii), IIbHICTh CLIaBHY BOPOT1B,
AKICTh 1 KUIBKICTh PECYPCHHX APOIIIB, CKJIAIHICTh NOBEAIHKOBUX naTepHiB NPC,
TpuBaJicTh irpoBux TaimepiB Jocmimxenns Hunicke 1 Chapman [10] nokazanu,
10 HaBITh HE3HAYHI 3MIHHM KUJIBKOX MMapaMeTpiB OJJHOYACHO CYTTEBO BILUIMBAIOTH
Ha CyO'€eKTHBHE BITUYTTS CKJIATHOCTI.

Cyuacnuit po3Butok DDA Bce OibIlie pyxaeTbesi BiJi MPOCTUX MPaBUI 1
€eBPUCTUK y OiK MeToAiB MamuHHOro HaBuyaHHA. Jocmignuku 3 Electronic
Arts [11] mokazanu mo anga Toro mo6 RL-areHT mir epekTMBHO KepyBaTu
CKJIQIHICTIO, CTaH TPaBIlS MOTPIOHO ONMUCYBAaTU HE OJAHUM YHUCIOM a HabOpoM
METpUK.

st MaKCUMaJIbHO TOYHOTO YIIPABIIHHSA CKIAIHICTIO JIOIJIBHO
BUKOPUCTOBYBAaTH UYOTUPHUBUMIpHUI mpocTip MeTpuk. lle mo3Bommmo O6u He
MPOCTO pearyBaTy Ha MOMUJIKM TPpaBIis, a MPOrHO3yBaTh Horo noseaiHky. Skill
Score — oIliHKa TEXHIYHOTO PIBHA IPaBIlsd, HOTO TOYHOCTI 1 €PEKTUBHOCTI. Stress
Index — piBeHsb cTpecy, sikuil BigoOpa)xae HACKIJIbKH I'paBellb MEPEBAHTAKEHUN 1
HacKIIbKM XaoTWyHO BiH fgie. Flow Status — OiHapHU TMOKa3HUK TOTO YH
3HaXOOUThCS TpaBelb B 30HI moToky. I Behavioral Profile — 3arampha

KJ1acuikais CTUIIIO TPU 32 Oro MPIOPITETAMH.
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1.2.1 KoHueniiist Teopii MOTOKY SIK OCHOBA IrpOBOT0 OajlaHCy

S0 crMTaTH TOCBITYEHOTO TeiiMepa, 0 BiH BITIyBa€ y Kpalli MOMEHTH
Ipy, — HayacTille MOYy€ell M0Ch HA KIITANT «s MPOCTO IpaB, HE JAyMarouH, i
panToM BHUSIBWIOCS, IO MPOUNLIO Tpu roguHm». Came 1eil CTaH YropchbKo-
aMepuKaHChbKui Ticuxojor Mixai YikceHTMmixai omucaB y cBOiil po6oti 1975
pPOKy 1 Ha3BaB Horo «moTokom» [12]. 3a i#oro cioBamMu Ii¢ CTaH MOBHOTO
3aHYpEHHS B JISUTBHICTH KOJM JIFOJWHA Ji€ aBTOMATHYHO, HE JYMAarOudd IIPO
3yCHJUIS, 1 OTPUMYE BiJl CAMOTO IIPOLIECY MAaKCUMAaJIbHE 3a/10BOJICHHSI.

['omoBHMI BUCHOBOK YiKCEHTMIXai IMOJSATaE B TOMY IO IOTIK BUHHKAE
TUIBKU MPU TEBHOMY CITIBBIJHOILIEHHI CKJIAJHOCTI 3aBAAHHS 1 PIBHS HaBUYOK
moauuau [13]. I'padiuHo 1me 300pakyeTbCcsi K By3bKa «CMyra MOTOKY» Y
JTBOBUMIDHOMY TIPOCTOPi «HAaBUYKH — BWKIWK». Hmkue cMyrm — Hymbra:
3aBJaHHS HAJTO MPOCTE JJIsI HAasIBHUX HABUYOK. Buiie — TpuBora: 3aBlIaHHS
nepeBaXka€ MOKIIMBOCTI BUKOHABIIS. | JuIe BceperHl CMYTd — ONTHUMAaJbHE
3aJTyYEHHS.

Sweetser 1 Wyeth y 2005 pori nmepeHecaun 110 MoJIellb 0e310cepeHbo Y
KOHTEKCT Bifeoirop i po3poodunu ¢peiimBopk GameFlow [14]. Bouu nokazanu
[0 BCl BICIM KOMIIOHEHTIB TOTOKY — KOHIIEHTpAIlll0, BHUKJIUK, HABHUYKH,
KOHTPOJIb, 111711, 3BOPOTHUH 3B'S30K, 3aHYPEHHS 1 COIIaJIbHY B3a€EMOJII0 — MOXKHA
BUMIPSATH Yepe3 pealibHi IrpoBl MeTpuku. Lle cTano Teopetnynum pyHAaMEHTOM
1151 ooy noBu DDA -crcTemM Ha OCHOBI T€OPii TOTOKY.

MareMaTHuyHO YMOBA 3HAXOKEHHS TPaBIls B KaHAJ MOTOKY 3alUCY€EThCS

TaK:
|IS(t) —C(t)| < ¢ (1.1)
ne S(t) — e piBeHb HABUYOK I'PABI B MOMEHT t;

C(t) — moTo4HM pIBEHb BUKIIUKY KU Mpe.'aBIIsI€ Ipa;

€ — IIMPHUHA KAaHAIY [TIOTOKY.
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B naniit po6oti S(t) peanizoBanuii uepe3 nmokasuuk skill score, C(t) uepes
challenge level sxum kepye RL-arent, a 3HaueHHsI € BCTaHOBJICHO piBHUM 0.15
Ha OCHOBI EMIIIPUYHUX CIIOCTEPEKEHb.

BaxxiMBO TakoX pO3yMITH 110 HAaBUYKU rpaBis S(t) HE CTOSITH Ha MICII.
Yum Oinplre JroAMHA Tpae TUM Kpaimie BOHA PO3yMi€ MEXaHIKH, BUPOOJISE
e(eKTUBHI TAKTHKH, 3BUKAE JI0 MOBEAIHKM BOporiB. ToOTo S(t) mocTiitHO 3pocTae,
1 DDA-cucTeMa nmoBuHHa I1€ BpaxoBYBaTH 1 BIANOBIAHO miaATsaryBaTu C(t) Bropy.
SAxpa3 11 HEOOXIMHICTH TMOCTIHHO BIICTEXKYBaTH IUHAMIKY TIOKA3HHKIB 1
KOPUTYBAaTU MapaMeTpy B peabHOMY 4acl 1 poOUTh HAaBYAHHS 3 MIIKPIIIICHHSIM

MPUPOTHUM BUOOPOM JJI peatizallii Takoi CHCTEMH.

1.2.2 BruB ajanraiiii Ha irpoBHil IOCBIJl Ta YTPUMaHHS KOPUCTyBava

JUist iIrpoBUX KOMIIAHIA OJHUMH 3 KJIHOYOBUX MOKA3HUKIB € TPUBAJIICTh
ITPOBUX CECIH 1 T€ HACKUIBKH YacTO TPaBlii MOBEPTAIOTHCS /10 TPpH. | x0ua 3B'130K
MDK skicHOI0O DDA 1 muMH ITIOKa3HHKaMU 3]1a€ThCS OYEBUJIHUM, € IIJIKOM
KOHKPETH1 JOCIIDKCHHS SIK1 1€ TATBEPIKYIOTh.

Hampuknang Andrade Ta cmiBaBropu [15] mpoBenan eKCHepUMEHT Je
NOpiBHIOBANIU cecli 3 akTuBHOIO0 DDA 1 6e3 Hei Ha 60 yyacHukax. BusiBuiaocs 1o
B rpymi 3 DDA cepeans TpuBamicTh cecii 3pociia Ha 28 BIJICOTKIB, a OIIHKA
3aJI0BOJICHOCTI BiJl Tpu miaBuIImiIack Ha 1.8 Oanma 3 m'atu. Cxoxi pe3yibTaTu
otpuMaii i Zohaib [16], xoua BOHM BUKOPUCTOBYBAJIH JICUIO 1HITY METOI0JIOTIO.

Przybylski, Rigby i1 Ryan [17] migiinum A0 mporo muTaHHS 3 OOKYy
MICUXOJIOTIT 1 CIUPAIOYKUCh Ha TEOPII0 caMOJAeTepMIHALlll MOKa3alu 0 BIAYYTTS
BJIACHOI KOMIIETEHTHOCTI € OJJHUM 3 HAUCHIIBHIIITUX MPEIUKTOPIB JOBIrOTPHUBAIO]
MOTHBAIIii 10 TpU. SIKII0 rpaBellb BiUyBAaE 110 BiH CIIPaB/il BMIE IpaTH 1 110 HOTO
YCHIXH 3aCiy»eHl — BiH OyJie MOBEpTaTUCh O I'pH 3HOBY 1 3HOBY. DDA sika
MPaBUJIBLHO MIATPUMYE 11ei OanaHc popMye came Take BITIYTTH.

Pa3om 13 TUM € cyTTeBe 3actepekeHHs. Jocnimkenns [ 18] mokazyrTh 110

norano peanizoBana DDA Moke gaTu mpsMo mpoTHwiIekHuid edekT. SKio
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rpaBellb MOYMHAE MOMIYaTH M0 Tpa WOMY MiJirpae, HapHUKIaa SIKIIO BOPOT
panToM MOMITHO CTaB CIAOKIIIMM, TpaBelb TOYNHAE CIIPUHAMATH CBOI YCITIXH 5K
HesacmyxeHi. Lelt epext mobpe BimoMmii O TOHOYHHX Irpax € KOMITIOTEpHI
CYTIEPHHKH IITYYHO CIIOBIIHHIOIOTHCS KOJIA TpaBellb CHIIBHO BiJICTa€ — Tak 3BaHa
«TYyMOBa CTPIUKa».

Came Tomy B maniii po6oti 3minu challenge level BinOyBaroTbes myxe
MJIaBHO — He Outbiie HiK Ha 0.05 3a oAUMH KPOK areHTa 10 BIANOBIIAE OJHIM
cekyHni. Ilpu Takomy Temmi 3MiHE BiAOyBalOTBCA B MEXax MPUPOTHOTO
BapilOBaHHS IrPOBOrO CEPENOBHUINA 1 TpaBelpb CIpUHAMAaE IiX MPOCTO SAK
0COOJIMBOCTI KOHKPETHOTO BOpora abo cuTyallii, a He sIK OUYE€BUJIHE BTPYy4YaHHS

cucremu [19].

1.3 Posib HEIrpoBUX MEPCOHAXKIB Y (POpMYBaHH1 AUHAMIYHOTO OTOYEHHS

NPC — 11e o cyTi rojloBHUM 1HCTPYMEHT 4Yepe3 sIKWi rpaBellb BiUyBae
piBEHb CKJIATHOCTI rpu. Bopor sxuii 0'e 3aHaATO CHIIBHO 1 3aHAJTO TOYHO — L€
dbpycrtparitis i 0axaHHs BUMKHYTH Tpy. Bopor skuii jeiBe pyxaerbes 1 HE pearye
Ha i1 rpaBLs — 1€ HyAbra 1 BIAYYTTS 1110 YaC BUTPAYEHO JAPEMHO. 3HAUTH MIXK
HUMHU OanaHc 1 € npakTHYHUM 3aBaanHsIM DDA ctocoBHo NPC.

V Bigkputux cBitax NPC 3a3Buuaii moAuIsIOTHCS Ha KUTbKa TUMIB. Bopoxi
areHTu 0e3nocepeaHbO MPOTUCTOSTH IPABLIO — B pO3pOOJIEHOMY MPOTOTHII 1€
Tpu Tunu: Grunt 3 0a30BUMH XapaKTEPUCTUKAMHU, Scout 3 MiJABUIICHOIO
MIBUKICTIO 1 9y TIUBICTIO, 1 Captain sSIKHMil MOKe KOOPJAMHYBATH aTaKy 3 1HIIUMHU
BOpOraMu ajie TUIbKM Ha MOBHOMY piBHI aAetam3amii. HelTpanbHi areHTH —
TOPTOBIII, JKUTEJI MICT, IEPEX0kK1 — BOHU HE BOIOIOTH ajie¢ CTBOPIOIOTH BIAUYTTS
AKUBOTo CBITY. COIO3HHMKH SIKIIO BOHU TieperdadeHl rporo noTpedyroTh OKpeMol
Jorikd KoorepaTuBHoi moBediHku. | kBectoBi NPC ski patoTh 3aBOaHHS 1
IIPOCYBAIOTh CIOXKET.

[ToBeninka NPC peanizyerscst uepe3 nepeBa noseninku. B Unreal Engine

5 Behavior Trees € ctTangapTHUM 1HCTPYMEHTOM JUJIsI IOTO, 1 OJTHA 3 TX TOJIOBHUX
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nepeBar — MoJlyJibHa CTPYKTYpa siKa JO3BOJISIE IPOCTO «BUMHUKATHY CKJIa/IHI TUIKH
JIOTiKK Koju BOHU He noTpiOHi [20]. Came 1€ 1 BUKOPUCTOBYETHCS B KOHIIEIIIIT
LoD-ALI: 3anexHo Bix BiacTadi 10 rpasis NPC nepeMukaeThCcst Ha CripoIieHe abo
MIOBHE JIEPEBO MOBEIIHKUA 0€3 HEOOX1THOCTI MEePenrCyBaTH BCIO JIOTIKY.

B naniit poO0Ti BUKOPUCTOBYIOTBCS YOTHUPH PIBHI JeTaji3allli HOBEeIIHKH
NPC. Ha piBai LoD-0 mpu Biactani no rpaBus Menme 15 merpiB NPC
BUKOPHUCTOBYE MOBHE JEPEBO MOBEIIHKH 3 YCIMa MOMKIMBOCTIMH — COVEr system,
KOOTIEpaTUBHI aTaku, peakilis Ha 3BYK 1 31p, oHoBJIeHHs 30 pa3iB Ha cekyHay. Ha
piBai LoD-1 Bix 15 1o 40 MeTpiB 3aiuIIaeThes TUIBKU Oa30B€ MepeciiayBaHHs 1
aTtaka, 0e3 TakTuku, oHoBiIeHHs 10 pa3ziB Ha cekyHay. Ha piBHi LoD-2 Big 40 o
80 metpiB NPC npocto maTpymroe CBiii MapuipyT 3 OHOBJIEHHSM [IBidl Ha
cekynay. Ha pisai LoD-3 nmonan 80 merpiB NPC B3arasi 3aMOpoKy€eThCs 1 HE
BUTPAYa€ pPECypcu Ipolecopa. [lepexin MK pIBHSIMH BIIOYBA€THCS
aBTOMAaTHYHO, aj€ TMOpPOroBl BIJACTaHI MacHITaOYIOThCA  MapaMeTpPOM
challenge level [21].

KirouoBa neranb: moporoBi BiJCTaHI MK pIBHAMH He (DIKCOBaHi, a
MacmTabyrThesi 3aiexxHo Bif challenge level. ToOTo konu areHT migBUIILYE
CKJIQJIHICTh, OuIbINa KiIbKiCTh NPC 0HOYACHO 3HAXOIUTHCS HA BUILIUX PIBHSIX
JeTanizali 3 OUIbI CKIaJHOI0 MOBEAIHKOIO — 1 TPaBellb BIAUYBAE 1€ SIK MPUPOTHE
MOCWJICHHS THUCKY, a HE€ SK OYeBHUJHE MIJAKPYUYyBaHHS TapaMeTpiB.
Champandard [22] nmiaTBepauB 1o nepexoau Mix piBHAMU LoD 3anumarorscs
HETIOMITHUMH JJISl TPABIlA SKIO BOHHM BIJIOYBalOTHCA JIOCTATHBO JAJCKO Bij

LIEHTPY WOTr0 yBaru.

1.4 Orasz iCHYIOYHX pillieHb AJIS aJanTaiii KOHTEeHTY

[Tepmn Hi MPOTMOHYBATH BJIACHE PIIICHHS, BAPTO PO3TISHYTH TE, IO BIKE
ICHY€ B 1HIYCTpIi Ta JOCHITHUIIBKIN JiTepaTypl. KapTuHa 1ocuTh cTpokaTa: Bij
€JIETAaHTHUX MPOMUCIOBUX CUCTEM JI0 aKaJIEMIYHUX TPOTOTHUITIB — 1 KOXKEH MiAX1]

BIJIKPUBAE MIOCH KOPHCHE.
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Haiinpocrimmii 1 HalicTapimid miaXii — CUCTEMU Ha OCHOBI KOPCTKUX
npaBui. Jlorika mpocTa: SIKIIO TpaBelb NPOrpaB TPUYl MAPSAT — 3MEHIIUTH
3nopoB'ss BoporiB Ha 20 BimcotkiB. Cepisi Resident Evil BukopucroBye moch
noAioHe me 3 1996 poky, BIACTEKYIOUM BIyYaHHS 1 MPOMaxy 1 KOPUTYIOUH
napaMeTpH BiAmnoBinHo. [lepeBara 1pOro miAxogy B TOMY IO BiH MPOCTHH i
nepeadavyyBaHUM, JIETKO HAJIATOJDKYETHhCS 1 HE BUMAra€ CKJIAJAHOI TEXHIYHOI
peamizaiii. [Ipobiema B ToMy 110 Taki CHCTEMHU Iy>K€ KPHUXKI: BapTO I'paBIIIO
3poOHTH MIOCH IO HE Tepeadadany au3aifHepH — 1 BCS JIOTiKa JlaMaeThes. B
YMOBAaxX BIJIKPUTOTO CBITY /€ MOXJIMBHX CLEHApiiB TUCSAYl 1€ IPAKTHUYHO HE
npaitoe [8].

CratucTuyHl MiAXOAM POOIATH KPOK BIEPEI: 3aMICTh KOPCTKUX
IOPOTOBUX IMPaBUJI BOHU arperyroTb METPUKHU 32 KOB3HUM BIKHOM 1 OL[IHIOIOTH
3arajbHy TeHaeHUit0. [apumii komepuiiitnuii npukiang — FIFA Procedural
Persona, sika BIACTEXYy€ €(PEKTUBHICTh I'paBLsl MPOTATOM MaTdy 1 AMHAMIYHO
3MIHIOE TaKTHKY 1 arpecuBHICTh cynepHuka. ocmimkenns Electronic Arts [11]
MOKa3ajl [I0 SKIIO OMUCYBATH CTaH TPaBIsl HE OJHUM YHCIOM a HabopoM
meTpuk — skill, stress, behavioral profile — TounicTh amanrarii CyTTEBO 3pOocTae
MOPIBHSHO 3 OJTHONAPAMETPUYHUMU T1IXO0JaMHU.

Onna 3 HaiiBigoMimux mpomucioBux peamsaiiiit DDA — nie Al Director y
Left 4 Dead Bing Valve 2008 poky. Lls cuctema B peanbHOMY 4Yaci aHalli3y€e CTaH
BCl€l KOMaHIU I'PaBIiB 1 HA OCHOBI I[LOTO KEPYE XBUJISIMU BOPOTIB, KUIBKICTIO
anTeyoK 1 3arajlbHUM TEMIIOM TOAiH. MeTa — MiATPUMYBATH MOCTIMHE BIAIYTTS
HAIPYTH HE JAI04M Il CTAaBATH Hi 3aHAJTO JIETKOIO HI HECTEPITHO CKJIATHOIO.

B akanemiuHOMYy CepeloBHUILl HAWMEPCHEKTUBHIIIUM HAMPSIMKOM €
MOETHAHHS HAaBYAHHA 3 MIIKPIMJIEHHSM 1 mpodiTtoBaHHS TpaBisd. SHHaKaKIC i
Tomxkeniyc [2] 3amporoHyBajid KOHIICMIIO «experience-driven procedural
content generation» — 17€0 NPO Te€ M0 KOHTEHT MOXE T'€HEepyBaTHUCh a0o
I1JIaIITOBYBAaTUCH Y BIJIMOBIAb Ha MOTOYHHUM eMOIIiitHUI cTaH rpaBus. Lle myxe

OJIM3BKO JI0 TOTO IO peasi3y€eThcs B JaH1d poOOTI.
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Aute € mpoOJieMa siKka € CIUJIbHO MPAKTUYHO JJI BCIX ICHYIOUHX PIIICHb —
BIICYTHICTh HOPMAQJIBHOTO 1HCTPYMEHTY [Jii TOTO 1100 pPO3POOHUK MIr
CTIOCTEpiraTu 3a TUM 110 BiAOyBaeThcs Becepenuni cucremu. Komepiitni DDA 1ie
YOPHI CKPUHBKH: MOKHA IMOJAMBUTHCH arperoBaHy CTaTUCTHUKY ITiCIIs Cecii asie He
MO’KHA MOOAYUTH B peaIbHOMY Yaci YOMY areHT MPHUIHAB KOHKPETHE PIIICHHS.

Debug/Monitor Panel mokirkana BUPIIITUTH came IO TPoOIemy.

1.5 TlocTanoBKa 3a7a4i Ta OOIPYHTYBaHHS BUOOPY METO/IB TOCIIIIKSHHS

Ha ocHOBI mpoBeieHOro aHamidy MpeIMETHOI ramy3i 3ajzada
bOopMYITIOETHCS TaK: HEOOXIAHO PO3POOMTH CUCTEMY, SIKa B PeajbHOMY Haci
CIIOCTepIrae 3a MOBEAIHKOIO rpaBilsi uepes nokazHuku skill score, stress index 1
flow_zone, Ha OCHOBI IIMX JaHUX MpHUIIMAE pIMIEHHS NPO 3MIHY MapaMeTpiB
irpoBoro cepenoBuia yepe3 mexanizM challenge level 1 LoD-Al, 1 npu upomy
HaJa€ PO3POOHUKY 3PYUHHMM 1HCTPYMEHT JUIsl CLIOCTEPEKEHHS 1 HajalllTyBaHHS
yepe3 Debug/Monitor Panel.

CucTeMa MOBHMHHA BIJIIIOBIIATH TAKUM BUMOTaM. A TanTailis HOBUHHA OyTH
HEMOMITHOO 71 rpaBus — 3MiHa challenge level ne Ginbie Hix Ha 0.05 3a onuH
kpok. Kondirypariiito noBUHHO OyTH MO>KJIMBUM 3MIHIOBATH 0€3 MEpPe3aIycKy rpu
yepe3 mexaHizm hot reload. Debug Panel moBunHa OyTr nocTymnHa TUIbKU B dev-
Ougax 1 He moTpamiaTd y (iHampHuid peni3. Yac BIAryKy iHTepdeiicy He
outbmie 16 mimicekyna mio BiamoBigae 60 kampam Ha cekyHnay. Jlani cecii
noBuHHI 30epiratuchk y CSV a1 nogaipiioro aHamsy.

Bubip HaBuaHHs 3 miakpimieHHSIM (KOHKpeTHO DQN) sik OCHOBHOTO
MEXaHI3My TPUUHATTS pilieHb OOYMOBJICHHN THM, 10 (YHKIIS MEPEXOiB y
BIJIKPUTOMY CBITI HEBiJIoMa 1 CTOXacCTHYHA — IOBEAIHKA TPaBIlsl MPUHIIMIIOBO
HenepenOauyBaHa, Tomy model-based anmroputmu nHenpupatai; DQN goGpe
CIPABISIETHCS 3 TUCKPETHUM TPOCTOPOM il 1 TEOPETHUYHO AOOpPE BUBUCHUIA;
HaBYEHA MOJIeNIb Moke OyTu ekcrioproBaHa y (opmaT ONNX i BUKOHYBATHUCH Y

pyuuii 6e3 Python-3anexHocTtelt y panTaiimi, 110 KpUTHYHO 711 IPOAYKTUBHOCTI
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y BigkputoMy cBiTi. JlogatkoBo, Metoq Double DQN ycyBae cucrteMaruyHe
NepeoIliHiOBaHHA (Q-3Ha4eHb, MO0 OCOOJMBO BaXJIMBO TPHU HECTAI[iOHAPHOMY
CEPEIOBUIIl — SIKAM 1 € TIOBEIIHKA TPaBIIS.

Bu6ip C++ 1 Unreal Engine 5 TOSCHIOETBCA MPOMHCIOBOIO
IPOAYKTHBHICTIO ITpH 00pob1ii cotenb NPC, BOynoBanumu Behavior Trees, Mass
Entity Framework mms DOTS-nonionoi o6po6ku arentiB, NNE Plugin s
ONNX-indepency Ta UMG mna nobynoBu Debug Panel. Texnonoris World
Partition UES5 [4] Oesmocepennpo minTpumye apxitektypy LoD-Al uepes
Significance Manager [7]. Python 3anumraerscs nuie a1 dha3u HaBuanHs DQN-
arenra — Tyt vioro ekocucrema (PyTorch, Stable-Baselines3) He Mmae KOHKYpEHTIB

cepell MPOMUCIOBUX IHCTPYMEHTIB.
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2 MATEMATHYHE TA AJI'OPUTMIYHE 3ABE3IIEYEHHSA MO/JEJII

OBYUCJ/IIOBAJIBHOI'O IHTEJIEKTY

2.1 ®opmaizaliis 3a/1a4i YIpaBpIiHHS KOHTEHTOM Ha OCHOBI HaBYaHHS 3

T IKPITIIICHHSM

[Ilo6 HaBYMTH areHTa NMpUWMATH MPAaBUIIBHI PIIICHHS MOTPIOHO CIIOYATKY
(dbopMalIbHO OMHMCATH CEPEAOBHUIIE B SKOMY BiH Ji€ — IO BIH MOXE CIIOCTEpIraTH,
K1 J11T MOYK€ BUKOHYBATH, 1 SIK OI[IHIOBATH HACKUIHKK XOPOIII a00 moraHi I Aii.
CrangapTHUIl MaTEeMaTUYHUN 1THCTPYMEHT JJIsl I[bOTO — MAapKOBCHKHUHM MpoIIieC
npuitHATTA pimieHb a00 MDP. KoHuemniiro onTUManbHOCTI B TaKUX MPOLECaX
oruca e bemnman y 1950-x [23], a cyuacHa dpopma MDP juist 3a1a4 HaBYaHHS

3 MIJIKPIIUIEHHAM 3aKpiruieHa B miapyyHuky Carrona ta bapro [24]:

M =<S,APy> (2.2)

ne S — MHOKHMHA MOKITMBUX CTaHIB CEPEIOBHIIA;

A — MHO>XMHA J1H SIK1 MOJKE€ BUKOHATH arcHT;

P(s'ls,a) — AIMOBIpHICTH TOTO 10 BUKOHABIIIH 110 a 31 CTAHY S ar€HT ONMHUTHCS
B CTaHi S';

R(s,a) — BuHaropoja siky areHT OTpuMye 3a napy cTaH-is;

Y — KOe(QIIIeHT NMCKOHTYBAHHS SIKAW BHU3HAYA€ HACKUIBKM areHT IIHY€
MaiOyTHI BUHATOPOJIM MTOPIBHSHO 3 TOTOYHUMH.

BekTop craHy SKHil TIepelaeThCA areHTy B KOXEH MOMEHT dYacy
CKIagaeThcsl 3 Imectu KommoHeHTiB: s(t) = [skill score(t), stress index(t),
flow_zone(t), h(t), kd(t), session_len(t)].

Bci xommonenTn HopmaizoBasi g0 miama3ony Big O mo 1. Skill score —
piBeHb MaiicTepHOCTI rpaBii. Stress index — piBeHb cTpecy. Flow zone —

O1HapHMIA TOKA3HUK TOT'O UM I'paBellb B 30H1 MOTOKY. H — motroune 3mopos's. Kd —
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10 6oiB. Session len —

[Ipoctip Aiii OUCKpeTHMIA 1 MICTUTH BICIM BaplaHTIB SIK areHT MOXe

BIUIMHYTHU Ha TPy, SIKi OnrcaHi B Tadbmmii 2.1.

Tabmuis 2.1 — IpocTip aiit RL-arenTa

His | Inentudikarop Bruus Edexr
a; | INCREASE CHALLENGE I IBUIICHHS CKJIaIHIIIA
challenge level, rpa
30UTBLIEHHS Pa/ilyCiB
LoD-AI
a, | DECREASE CHALLENGE | 3HuxkeHHs MpOCTIiIIa rpa
challenge level,
3MEHIICHHS pajilyCiB
LoD-AlI
a; | INCREASE RESOURCE 30UTBIIEHHS YaCTOTH JI0TIOMOTa
SPAWN CIIABHY PECYPCHUX IPaBIIO
JIPOITiB
as; | DECREASE RESOURCE | 3MeHIIEHHs 4acTOTH OLTbILINIA
SPAWN CIIaBHY PECYPCHUX BHUKJIUK
JPOITIB
as | INCREASE ENEMY aKTHUBALlisl 10JJATKOBOTO | 301IBIIICHHS
COUNT naTpyJI0 BOPOTiB THUCKY
ac | DECREASE ENEMY JIeaKTUBAIIIS TATPYIIIO, | 3HMIKEHHS
COUNT 3MEHIICHHS KIJTBKOCTI | TUCKY
BOPOTiB
a; | ADJUST NPC ACCURACY | kopekilisi TOYHOCTI aTaK | TOHKE
ta peakilii NPC OaslaHCyBaHHS
ag | NULL ACTION 30epexKeHHSI IOTOYHUX | YTPUMaHHS
napameTpiB OasaHcy

IIpu Tounomy 30iry skill score i1 challenge level r flow nopiBntoe 1 1

MOCTYIIOBO CIajiae B Mipy BiIXwmieHHs. ['ayccoBa (yHKIisi oOpaHa 3aMiCTh

JiHIMHOT 00 BOHA Ja€ MJIABHY Tpajiallil0 — areHT OTPUMYE XOPOIIy BUHATOPOIY

HE TUTbKU IIPU TOUHOMY 30ITy aJie 1 MpU HEBEJIIMKOMY BIIXWJICHHI, 1110 BIAMOBIIA€E

171€1 «IIMPUHU KaHATYy» B TEOPIi MOTOKY.
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2.2 Tlo6ynoBa Mojei nmpodIFOBaHHS TPaBIIs Ta OI[IHKA €MOIIIITHOTO CTaHy

Sxmo RL-areHT 1€ MO30K CHCTeMH, TO MOYJb NMpodiIOBaHHS — 1I€ ii
opranu 4yTTi. Moro 3agaua IHepeTBOPUTH cUpi irpoBi HO;il — BIy4aHHS,
YXWJICHHS, CMEPTI, BUKOPUCTaHI MPEIMETH — Ha YHCJIOBUIN BEKTOp SKUU arcHT
MOXke 00pOoOUTH.

ITokaznuk skill score 30upae Tpu METPUKH SK1 pa30M JIal0Th JTIOCUTH ITOBHE
ySIBJICHHSI TIPO TEXHIYHHUM piBEHb rpaBIlsd. TOYHICTh aTak — II€ YacTKa BIyYaHb
cepen ycix crnpob ataku 3a octaHHi 60 cekyH. EQexkTUBHICTh yXUJIeHb — YacTKa
YCHIIIHO BIIOUTUX 200 YHUKHYTHX aTak. EKOHOMIYHICTh pecypciB — HACKUIbKU
parfioHaJbHO TpaBellb BUKOPUCTOBYE MPEIMETH BITHOCHO OTPUMAHOT IIKOIH:

skill score = 0.40-accuracy + 0.35-evasion + 0.25-resource_eff.

Baru nigiOpaHi Ha OCHOBI €KCIIEPTHUX OLIHOK 1 BII0OPaKar0Th BIAHOCHY
BAKJIMBICTh KOXKHOI CKJIal0BOi. TOYHICTh 1 YXWJIEHHS BAaXKIIMBIII HIXK
€KOHOMIYHICTh PECYPCiB — 3BIJICH 1 PI3HHULIA Y Barax.

[Toka3nuk stress _index BigoOpakae piBEHb CTPECY uepe3 JB1 peui: K 4acTo
rpaBellb TOMHpAE 1 HACKUIBKM XaoTUYHO BiH pyxaerbes. Chaos factor
BUMIPIOETHCS SIK CTAaHAAPTHE BIAXWIJICHHS KYTIB aTaK 3a BIKHO CIIOCTEPEKECHHS —
SKIIO TpaBellb 0'e Kyau momnajo 1e J00pe BUAHO MO BEJIUKIN JUCTIepCii KyTiB:

stress_index = min(1.0, death rate/dr max + chaos_factor/cf max).

[Topir stress_index Oinbiie 0.8 BIANOBiAAE CTaHy KOJM TpaBellb SIBHO
BTpPATUB KOHTPOJIb HAJ CUTYAIII€I0 — 11 TpUrep s kiacy Frustration.

[Tokasnuk flow zone GiHapHMIT 1 BABHAYAETHCS OJJHOYACHO yepe3 o0uaBa
nonepeH1 MOKa3HUKU:

flow zone = TRUE < |[skill score — challenge level < ¢ AND
stress_index <0.8.

Jns xmacudikamii  €MOLIMHOTO0 CTaHy TpPaBlsi BUKOPHUCTOBYETHCS
kinacudikarop StateClassifier skuit BiTHOCUTh TOTOYHUI TIPODUTH O OJHOTO 3
TphoX KjaciB. Flow — rpaBeus B 6ananci, flow zone = TRUE 1 momipHuii cTpec.

Frustration — cTtpec 3amkanioe abo CKIAAHICTh CHUIIBHO TIEPEBUIIY€E HABHUYKH.
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Boredom — HaBUYKM CHJIBHO MEPEBUIIYIOTh CKIIAIHICTh MPU HU3BKOMY CTpECi,

YMOBH 7151 Kitacudikallii BKJIajaeHi B Tadumii 2.2.

Tabmui 2.2 — XapaKTepUCTUKHU €MOIIIHUX CTaHIB TPaBIst

Cran VYwmoBa aktuBamii | Peakiis cucremn | Jlii arenra
Flow | skill-challenge | iATpUMAaTH NULL ACTION
< & AND stress < | 6anaHc a00 MiHIMaJIbHE
0.8 KOPUT'YBaHHS
Frustration stress > 0.8 ABO | 3HU3UTH BUKJIUK | a2, a3, Qa6 —
skill << challenge MOJIETILICHHS
YMOB
Boredom skill >> challenge | migBuIMTH ai, a4, as —
AND stress <0.2 | BUKIIHK YCKJIaTHCHHS
YMOB

Knacudikarop peanizoBanmii sik k-NN 3 k piBHUM 3 1 €BKIIJOBOIO
METPUKOI0 y TpuBUMipHOMY mpocTopi. Bubip k-NN oOymoBieHuii aBoma
NpUYMHAMM: TIO-TIEpIIE BiH JyXe€ IIBUJKUM 1 HE BHUMAarae J0JaTKOBUX
00UYHCITIOBATILHUX PECYPCIB, MO-APYre po3poOHUK MOXKE Oe3MmocepeIHbO 0auuTH
B Debug Panel siki nmpoTtotunu ctaiv HaMOIMKYUMHA — TOOTO PO3YMITH JIOTIKY
kjacudikauii 6e3 po3KpUTT «HOPHOI CKPUHBKIY.

Buxin kmacudikatopa BHKOPUCTOBYETHCS JABIUl: SK  JOJAATKOBHM
KOMITOHEHT BEKTOpa CIIOCTEPEkKEHB IS areHTa, 1 sik curnan aist Debug Panel ne
CTaH TpaBls BiIOOpaXkaeTbcs KoJbOpoM — 3eieHuid ue Flow, xoBTuil 1e
Boredom, uepBonmii 1ie Frustration.

2.3 AnroputmiuHe JTUHAMIYHOTO

cknagrocti LI (LoD-AT)

pilieHHs  AJis MacHTaOyBaHHS

LoD-AlI 11e Toit MICTOK M1 PIIIICHHSIMH areHTa 1 peaJbHUMU 3MIHAMH B TPI.
Arent Bumae oxne uuciao Bim 0 mo 1 — challenge level, — a xommoneHT
ALoDAIController mepekiamae 1e 4Yuciao y KOHKPETHI 3MIiHU TOBEIIHKH

konkpetHoro NPC. Iligxinx 6a3yerbcs Ha po3mmpenHi kiaacuvHoi iei Level of
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Detail 3 rpadiku Ha piB€Hb IITYYHOT'O IHTEJICKTY, 110 TO3BOJISE€ BUPIIIUTHA O/Ipa3y
JB1 TIpoOJieMHU: OMTUMI3yBaTH OOYHMCIIOBAJIbHE HABAHTAXXECHHSI 1 YIIPaBIATH
cKIaaHicTIO [7].

Yotupu piBHI AeTaizaiii BIAPI3HAIOTHCS MK COO00 CKIIQIHICTIO JIOTIKH 1
gacToToro oHOBIeHHA. LoD-0 npu Bincrani meHme 15 MeTpiB — MOBHE JEpEBO
MOBENIHKH 3 yciMa MoxuuBocTsIMH, 30 I'i. LoD-1 Big 15 no 40 meTpiB — 6azoBe
nepeciiayBaHHs 1 ataka 6e3 Taktuku, 10 ', LoD-2 Big 40 1o 80 MeTpiB — TIILKU
natpymoBanHs, 2 ['1. LoD-3 nonax 80 metpiB — NPC 3amoposkeHuii, OHOBICHHS
HE BIJI0YBA€ETHCS.

KmrouoBa i7ess B TOMy 110 MOpOTOBI BIJACTaHI HE (IKCOBaHi, a
MaciTaOyroThes 3aexxHo Bij challenge level:

r'i=r1i- (1 +0.5- challenge level).

IIpu challenge level piBaomy 1 BiacTani 30uTbLIyIOTECS B 1.5 pa3u — T00TO
oinbie NPC olHOYacHO 3HAXOIUTHCS Ha BUIUX PIBHAX JeTamizarlii 3 OUIbII
ckiagHoro noseninkoro. [Ipu challenge level piBHomy 0 — HaBnaku, OiIBIIICTD
NPC nepemMukaeTbcst Ha CIPOIIEHI PEXUMMU.

ATtpubytu NPC Texx MacitabyroThes:

HP eff=HP base - (0.7 + 0.6 - challenge level),

DMG eff=DMG base - (0.6 + 0.8 - challenge level).

Ile mae gianmazon 70—130% Bix 6a3oBoro 3mopoB's 1 60—140% Bix 6a30Boi
mKoau. Mexi migiopaHi Tak o0 npu MiIaBHOMY yHpaBiiHHI 3 KpokoM 0.05 3MiHM
Oynu B MeXax MPUPOTHOTO BapiIOBaHHS 1 HE MPUBEPTAIN YBaru rpaBIls.

ANTOPUTM OHOBJIEHHS PiBHIB BUKOHYEThCS depe3 Octree-mpocTopoBuii
iH1eKc 110 nae ckiaaaHictb O(n log n) 3amicte O(n?) npu HAIBHOMY MiAXO1 — 11€

KPUTHUYHO JUIs CLIEH 3 COTHSAMHU akTuBHUX NPC.

Anroputm 2.1 — LoD-Al Update Procedure nyst koskaoro NPC y akTuBHIi
creni (uepes Octree)

d = distance(NPC.pos, Player.pos)

r_eff[i] =r base[i] * (1 + 0.5 * challenge level)
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new_lod = clamp(floor(d / r_eff), 0, 3)
if NPC.lod !=new_lod:
NPC.SwitchBehaviorTree(new lod)
NPC.SetTickRate(kTickRates[new_lod])
NPC.ScaleAttributes(challenge level)
NPC.TickIfReady()

[Tepexoau MiX pIBHSAMHU 3aJUIIAIOTHCS HEMIOMITHUMHU JUTSI TPABIIS SKIIIO
BOHH B17I0YBaIOThCS JOCTATHRO JAJICKO BIJ IIEHTPY Horo yBaru [22]. BiaacHe 1ie 1
€ ocHOBHa npuunHa YoMy LoD-Al oOpanmii roJoBHUM MeXaHi3MOM ajanTaliii —

BIH NPUPOJIHIN 1 HE BUJIAE ceDe.

2.4 [IpoekTyBaHHs JOTiKH B3aeMoii Ta iHTepdeiicy cuctemu (UI/UX)

VY cucremu € ABa MPUHLMIIOBO PI3HUX TUIU KOPUCTYBAyiB 3 PI3HUMHU
noTpedaMu 1 pi3HUMHU KOHTEKCTaMH BUKOpUCTaHH:. [lepimii — e rpaBenb skoMmy
noTpiden MiHiMamicTuuauiik HUD 1o He BigBOMiKae Bif TpH 1 HE PO3KpPUBAE
mexaniku I, pyruit — e po3poOHuK abo reiimauzaiiHep SKOMY MOTpiOeH
MaKCUMalbHO  1H(QOPMATUBHUN  IHCTPYMEHT JJIsi  CIOCTEpPEXKEHHS 1
HanamrtyBaHHs. [[poekTyBaHHs 000X 1HTEepdENCIB MOYMHAIOCH 3 aHAI3Y MOTPEO

IUX JBOX THUIIIB KOPUCTYBaYiB.

2.4.1 Cuenapii B3aeMojii Ta Bi3yaii3alis MPUXOBAHUX IMapaMeTPiB

ajanrarii

I'pasenb — Bik Bijg 15 10 45, Oyab-skuil piBeHb TEXHIYHOI MiATOTOBKHU. BiH
B3a€EMOJIi€ 3 Tpor0 B peasibHOMY uaci yepe3 HUD 1 Hivoro He 3Ha€ mpo Te 110
Bcepenauni mpamioe RL-arent. T'omoBui Bumoru: Biaryk Ul we Oinbmie 16
MUTICEKYH/, 3MIHU CKJIAJIHOCTI 0€3 MOMITHUX CTPUOKIB, MIHIMyM TEKCTy Ha

eKpaHi, YUTa0EIbHICTh NP OyAb-IKOMY OCBITJICHHI.
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Po3po0HUK — TEXHIYHUM CHEIaIICT AKUi 0HOYacHO BUKOpUCTOBYE IDE 1
irpoBuit pymriit. oMy mOTpiGHO po3yMiTH IO POOHT areHT i MBUIKO BHOCHTH
npaBkd. ['0JTOBHI BUMOTH: BCl KIIFOUOBI METPUKH B OJHOMY MICIIi B peaJIbHOMY
gaci, MOXJIMBICTh 3MIHIOBAaTH MapaMeTpu Oe3 TMepe3anycKy T'pu, 3aXUCT Bif

NOTPAIUIIHHA B PENi3HUM 0111, 30epexeHHs TaHUX Cecli s aHalli3y.

2.4.2 Ilpunuunu nodyaosu Debug-inTepdeticy mis moniTopunry LI

[Tepm HI’ OonUCYyBaTH KOHKPETHI €JIEMEHTH MaHeli, BApTO 3pO3yMITH YOMY
BOHA B3araii nmoTpioOHa. AreHT HaB4YaeThes odraiin y Python 1 B panTaiimi mpocto
BUKOHY€ BXXE€ HaBYCHY MOJCIIb — TOOTO cama IMaHelb Ha SKICTh HaBYAHHS HE
BIUTMBA€E HIAK. AJie € 1HIIA mpoOsiema: KoM HaBYeHa MOJIEbh 3aBaHTAKEHA B
pYIIIN 1 IOYMHAE TPUIMATH PILICHHS B PEasIbHIN Tpl, pO3POOHUK 0aYUTh TIIBKH
pe3ynbTaT — CKJIaJIHICTh 3MIHUJIACh — aJI€ HE IPUYMHY. A TPUYUHA MOXKE OyTH 1€
3aBrojiHo: mpodaitnep paxye skill HenmpaBuiabHO yepe3 Oar B 0OpoOIll MO,
reward function 1ae He TOW cUrHai, ado areHT MPOCTO I11€ HE HABYMBCA T0CTATHHO
JIUIs. KOHKPETHOT'O CIICHAPII0 MOBEIIHKH TpaBIlsi. be3 IHCTpyMEHTY SIKHi TTOKa3ye
110 B1JI0YBA€ETHCS BCEPEIMHI CUCTEMH B PEAIbHOMY 4acl, 3HaWTU A€ caMe LI0Ch
IO HE TaK — II€ MUTAHHS TOJAWH HAJIATOJKEHHS 3aMiCTh XBHJIVH.

Hpyra mnpobimema — iTepaTuBHICTh OanaHcyBaHHs. HamamryBaHHs
aIaNTHBHOI CUCTEMH TIPUHITUIIOBO BiJIPI3HAETHCS BiJ HAJAIITYBaHHS 3BUYANMHOI
rpu: epexT BiJ 3MiHU ITapaMeTpa MPOSBISETHCS HE OJIpa3y a uyepe3 XBUJIHHH T'PH,
00 KO)KHE PIIICHHS areHTa 3aJIeKUTh BiJl HAKOITMYCHOI CTATUCTUKH. SIKIIO KOXKHA
Taka 3MiHa BUMarae 3ylnuHKY 1 epe3anycKy — OJiHa iTepallis 3aiiMae He XBUIIMHU
a necsatku xBuianH. Hot reload Bupimye came 1ie: MOXKHA 3MIHUTH Jiana3oH
ckiagHocTi abo crparerito NPC mpsimo mij 4ac cecii 1 ojipa3y 0auuTH peakilito
arerra. IloemqnanHsa 1p0r0 3 Q-3HAYCHHSAMHU HA TIAHENI Ja€ IIe OAUH PiBCHb
niarnoctuku — ko Q-3xadeHHs mis INCREASE 1 DECREASE wmaitke piBH,
areHT 3HAXOJUTHCS B CTaHI HEBU3HAYEHOCTI 1 I[€ CUTHAJ 110 a00 BEKTOp CTaHY

HEJI0OCTATHHO 1HHOPMATUBHUHN /I TOTOYHOI CUTYaIlii, a00 BapTO MEPEBIPUTH IO
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npodaiinep aiMicHo nepenae kopekTHi aaHi. Tooro Debug Panel 11e He yactuna
rOTOBOI I'PU 1 HE YaCTUHA HABYAHHS — 1€ IHCTPYMEHT PO3POOHHKA SIKUH pOOUTH
npoliec HamaropkeHus agantuBHoro LI kepoBaHuM 1 3p03yMIIHM.

Debug Panel Bucrymae sx UMG-oBepield 1 AOCTyIHUN TUIBKH B
dev-6immax — e 3a0e3MmeuyeThCs MIPETPOIECOPHOIO YMOBOTO
UE BUILD_SHIPPING. Ilanens oprasizoBaHa y YOTHPHU BKJIAJIKH 3a
npunuunom Card Stack.

Bxnagka PLAYER PROFILE noka3ye NOTOYHHMIA CTaH rpaBUsi B
peansHOoMy Yaci. Bknagka RL AGENT STATUS — notoyHy Haropoay 31 3HaKOM
wiroc abo MiHyc 1 nmotoune 3HadeHHs epsilon. Bximanka CONFIG PARAMS —
€JIEMEHTH KepyBaHHs JJis1 3MIHU MapaMeTpiB O0e3 nepeszamnycky. Ha nmaneni € jgor

o 3 GiIbTPAII€r0 32 TUIIOM Yepe3 YeKOOKCH 1 TEKCTOBUM ITOITYKOM.

2.5 AnbTepHATHBHI MOJIE1 OOYUCTIOBAIBLHOTO 1HTENEKTY 11 3a1a4ul DDA

Bubip koHKpeTHOT MOJIe 1 00UKMCIIIOBAJIBHOTO 1HTENEKTY st 3aaadi DDA
HE € OYEBUIHUM 1 MOTpelye MOPIBHAIBLHOTO aHami3y. [lepmn HiX mepedTu 10
oOrpynTyBaHHs BuOOpy DQN sk 0CHOBHOT'O ME€XaHi3MYy YIIPaBIIIHHS CKIaAHICTIO,
JOIIILHO  PO3MJISHYTH  JIBa  aJlbTEPHATUBHUX  MIAXOAHU, SIKI  IIUPOKO
3aCTOCOBYIOTHCS B 1HAYCTPIi Ta aKaJeMIYHUX JOCITIKEHHSIX: CHCTEMH Ha OCHOBI
npaBui (rule-based koHTposepH) Ta CUCTEMH Ha OCHOBI HeuiTKO1 Jioriku (fuzzy
logic controllers). O6uaBa MiX0M MAIOTh YITKO OMUCAHY MAaTeMaTUYHY OCHOBY
1 peanbHy TMPaKTUKy 3aCTOCYBaHHA B ITPOBIA 1HAYCTpii, MmO pOOUTH iX

MPUPOTHUMU KaHIUIATaMH IS IOPIBHSHHS.
2.5.1 Rule-based koHTpoJIep CKIIaTHOCTI
Rule-based miaxim € wHalcTapimmM 1 HAUTOMUPEHIIIAM METOIOM

peanizauii DDA B komepiiiinux irpax. Moro ijes nossirae y BA3Ha4€HHI HA00py

ymoB-nipaBui Buay «AKIO ... TO ...» (IF-THEN), siki mepeBipsitoTbCs B KOXKEH
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MOMEHT TpPHUUHATTA pimeHHs. He3Bakaroun Ha MPOCTOTY, TakKi CHUCTEMH
(GYHKITIOHYIOTh y 0aratboX BIJOMHUX Irpax 1 JI03BOJISIIOTh PO3POOHUKY MTOBHICTIO
KOHTPOJIIOBATH JIOTIKY amanTaitii [8].

®dopmanbHO rule-based koHTpoJiep BU3HAYAETHCS SK KiHIEBA MHOXKHHA

npaBui R = {ri, 12, ..., 11}, 1€ KO’)KHE MPABUIIO T; MAE BUTIISAL;

ri: [F Ci(s) THEN a;,i = 1,...,n (2.3)

ne Ci(s) — OyneBa yMOBa Hajl BEKTOPOM CTaHYy S;
a; € A — BIJIMOBITHA JTisl.

BekTop ctany s B KoHTeKcTl 3agadi DDA onucanuii y nigposau 2.1 1
BKuIouae komrnoneHnTtu skill score, stress_index, flow zone Ta iHIII MOBEIHKOBI
METPHUKHU TPABIIA.

MexaHi13M BUKOHAaHHSI KOHTPOJIEpa MOJISITa€e y MOCI1I0BHIM epeBipIli yMOB
Ci(s) U1t MOTOYHOTO CTAaHy S 1 BAKOHAHHI MEPIIOi i a;i, yMOBa SIKO1 € ICTUHHOIO.
SIK110 KO/HA yMOBA HE BHKOHYETHCS, OOMPAETHCS Misl 32 3aMOBUYBAHHSAM ao =
NULL_ ACTION.

BaxnuBoro  xapakrtepuctukoro rule-based koHTponepa €  Horo
JIETePMIHOBAHICTh: JJISI OJHOTO 1 TOTO CaMOT0 BEKTOpa CTaHy S KOHTPOJEP
3aBXKIU TIOBEpTa€e OJHy 1 Ty camy Aito. Lle cyTTeBO cmpoiye TecTyBaHHS 1
HaJaro/)KeHHs — TMOBEAIHKY CHCTEMH MOXXHA MEepeN0auuTH 1 MEepeBIPUTH
aHAJTITHYHO 0€3 3aImyCKy CUMYJIAIIH [9].

IIpote rule-based minxin Mae TPUHIUIIOBUM HENOMIK, SKUA € KPUTUUHUM
came juis 3amaui DDA y Bigkputomy cBiTi. [Ipoctip crany S y BiAKpUTOMY
ITPOBOMY CEPENIOBUII[l € HEMEepepBHUM 1 OaraTOBUMIPDHUM: BEKTOp S =
[skill score, stress index, flow zone, h, kd, session len] BU3Hauae HeCKiIHUEHHY
KUIBKICTh MOJMJIMBUX KOH(QIrypariid. AmnpiopHe TOKPHUTTS IHOTO MPOCTOPY
KIHIIEBUM HAOOPOM TIPaBUJI IPUHITUTIOBO HEMOSKIIMBE: 3aBXK M 3HAUTYTHCS CTAHU
s € Ui {s: Ci(s) = TRUE}, B sikux cuctema He MaTUME OOTPYHTOBAHO1 B1IMOBIII.

[le sBume BigoMe SK MpoOJeMa HEMOBHOTH TMOKPUTTA (coverage gap) 1 €
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OCHOBHUM aprymMeHToOM MpoTH rule-based migxonay y AuHaMI4YHUX HETIHIAHHUX
CepeIOBHINAX.

JlomaTKOBO CITij] 3a3HAYUTH, 10 rule-based KOHTpoIEp € CTATUUHUM: BiH HE
aIanTyeThes 10 1HAWBIMYyaIBHUX OCOOIMBOCTEH KOHKPETHOTO TPABIISL 3 YacOM.
JIBa rpaBiii 3 o1HaKOBUM MHUTTeBUM 3HadeHHsM skill score = 0.6 MoXyTh MaTH
IPUHILIUIIOBO PI13HUM ITPOBHIL IOCBIT 1 MOTPEOYBaTH Pi3HUX CTpATETi aganTamii —
ane rule-based kKoHTpoIEp HE 3AaTHUH 1€ BpaxXyBaTH, OCKIJILKU HE Ma€ MEXaHI3MY

HAKOMMYEHHS 1 BUKOPUCTAHHS ICTOPUYHOT 1HpOpMaIlii.

2.5.2 KoHTposiep Ha OCHOBI HEUITKOT JIOT1KU

HeuiTtka norika (fuzzy logic), po3po6iena Jlotdi 3ane y 1965 poi [26], €
IPUPOIHUM PO3IIUPEHHAM KIACUYHOI OyJIE€BO1 JIOTIKM Ha HETIEPEPBHUH /11aI1a30H
icrunHocTi [0, 1]. Ha BigMiny Bix rule-based kontponepa, ne ymona Ci(s) € abo
MOBHICTIO ICTHUHHOO, a00 TOBHICTIO XMOHOIO, HEUITKHUH KOHTPOJIEP O3BOJISE
YaCTKOBHH CTYIIHb HAJIEKHOCTI 0 KOXKHOTO Kjacy. Lle mpuHIIUITOBO Ba)KIMBO
utst 3aa4l DDA, OCKUTBKY TTOHSITTSL «TPaBellb Y CTPEC» abo «TrpaBellb HYIbIye»
3a CBOEIO MPUPOJIOI0 € POSMUTUMHU KATETOPisIMU 0€3 UITKUX MEX.

HeuiTknii KOHTpoOJIep CKJIQTHOCTI OMHCYETHCS Yepe3 TPU KOMITOHEHTH:
JIHTBICTUYHI 3MIiHHI, (YHKII HaJEXHOCTI Ta HEYITKI MpaBuia BHUCHOBKY.
JlinrBicTu4Ha 3MiHHA — 1€ 3MIHHA, 3HAYEHHS SIKO1 € CJIOBECHUM OIMCOM CTaHy,
Hampuknang 3miHHa STRESS wmoke mnpuiimMath 3HaYeHHS {«HU3BKUNY,
«CepeHii, KBUCOKUI» } .

J171s1 KOYKHOTO TaKOT0 3HAUYCHHS 3a7a€Thesl PyHKIIs HanmexkHocTi u: [0,1] —
[0,1], sixa mOKa3y€e HACKUIHKK KOHKPETHE YUCIIOBE 3HAUYCHHSI BIMOBIIAE JAHOMY
JIHTBICTUMHOMY TEPMIHY.

Jlns 3ama4l ynpaBaiHHS CKJIQIHICTIO JOIUIFHO BU3HAYMTH HEUITKI 3MiHHI
Ha OCHOBI TUX CaMUX METPHK, III0 BUKOPUCTOBYIOTHCS Y PO3POOJICHIN CUCTEMI.

Jst 3minHoi STRESS Bu3HauaoThCs TpH TPUKYTHI (QYHKIIIT HAIEKHOCTI:
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o (x) = max(0,1—x /0.3),
Um®%(x) = max(0,1 — |x — 0.5]/0.3), (2.4)
un'¢(x) = max(0,(x — 0.6) /0.4),

1e LoV, Um, uh'S — GyHKIT HAJTEKHOCTI 10 TEPMIHIB «HU3bKUN», «CEPETHIN 1
«BHUCOKHI;
X € [0, 1] — moToune 3HaueHHs stress_index.
Ha ocHOBi JHTBICTUYHUX 3MIHHUX (DOPMYJIIOIOTHCS HEUITKI IpaBHiia
BUCHOBKY. Ha Bigminy Bin rule-based koHTpoisiepa ne mpaBuiia € OyJieBUMH,
HEYITKI PaBUJIa MAIOTh CTYIIHb CIIPAIIOBAHHS (i, IO OOYUCITIOETHCS SIK MIHIMYM

CTYTICHIB HAJIGKHOCTI JIJIs BCiX yMOB mpasuiia (oneparop AND Mawmpaani):

ai = min(ui(xq1), u2(x2),..., u(xK)). (2.5)

Hanpuknan, npasuno “JAKIHO STRESS € HIGH TA DELTA €
NEGATIVE - TO 3MEHIIWUTU CKIAAHICTH” w™matume cTymiHb
crpairoBants o = min(ps'9(stress_index), p.*9(delta)). SAxmro stress index = 0.85,
T0 Up'¢(0.85) = 0.625. Sxmo delta = —0.25 (ckmagHICTh MEPEBUIIYE HABUYKH ), TO
wG(—0.25) = 1.0. Toai o = min(0.625, 1.0) = 0.625 — npaBwIO CIPaLBOBYE
YacTKOBO, 3 IHTCHCUBHICTIO 0.625.

[Ticnss oOuMcneHHs CTYIEHIB CHPAIFOBAHHS BCIX TPaBUJI BUKOHYETHCS
nedazzudikaiiisi — MEPETBOPEHHS HEUITKOTO BHUBOAY y KOHKPETHE YHCIIOBE
3HAQYCHHS 3MIHU CKJIATHOCTI. HaHmomupeHInMM METOI0M € METOJ IICHTPY

Mmac (centroid defuzzification):

AC = Qiai - )/ Qi @), (2.6)

ne AC — pesynbryroda 3MiHa challenge level,
Ci — IIEHTP HEUITKOTO TEPMIHY BUX1JHOI 3MIHHOI1 I PaBUIA 1;

0 — CTYTIHb CHpPALIOBaHHS MpaBuJia 1.
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Pesynbrar AC € HemepepBHUM YHUCJIOM, a HE JUCKPETHUM BUOOpPOM 3
Habopy i, 110 TEOPETUYHO Ja€ TUIaBHINIY ajanTalliio MmopiBHSIHO 3 rule-based
1 IXOTOM.

HeuiTka 7orika Mae CyTTEBy IiepeBary: BOHa MNPHUPOIHO BiToOpakae
pPO3MUTICTH camoi Teopii moToky. Kanan motoky 3 ymoBorw [S(t) — C(t)| < ¢
dbopMaIbHO BU3HAYAE YITKY MEXKY, ajie ICUXOJIOTIYHO 151 MeXka € MOCTYIOBOIO —
HEMa€e PI3KOro NEPexXoJy MDK «IrpaBellb y MOTOI» 1 «TpaBellb HYIbLYE».
HeuiTkuii KOHTpOJIEP MOJIEIIOE CaMe TaKy MOCTYIOBICTh Yepe3 YaCTKOBI CTYTEHI
CIIPAIFOBAHHS MPABUIL.

Pazom 3 TuM HewiTKui KoHTpojep mnoauise 3 rule-based migxomom
KJIIFOYOBUM HEJOMIK: 1 (YHKIII HAJIEKHOCTI, 1 caml TMpaBuja 3aJal0ThCs
PO3POOHUKOM ampiOpHO 1 HE OHOBIIOITHCS B IIpoIeci POOOTH CHCTEMH.
[TapameTpu (GyHKUIA HAJIEKHOCTI (HApHKIaA, LEHTPU 1 MIUPUHU TPUKYTHUX
GyHK11I) TOTPeOyIOTh PETENBHOIO0 PYYHOIO KamiOpyBaHHS 1 MOXXYTb BUSIBUTUCH
HEBJIAJIUMU JJI MEBHUX CTUIIB rpu. Kpim Toro, 31 3poCTaHHIM 4YMCiia BX1THUX
3MIHHUX KUJIBKICTh MPAaBUJI 3pOCTa€ KOMOIHATOPHO: MPU TPbOX TEPMIHAX JIS
KOXXHOT 3 TPHOX BXI1JIHUX 3MIHHUX 0a30B€ YHUCIIO MPAaBUJI CTAHOBUTH 33 =27, a ipH
II’TH 3MIHHHX — Bxke 3° = 243 [10].

BaxnuBo TakoX Te, IO HEUITKUA KOHTposiep, sk 1 rule-based, e
pEaKkTUBHUM: BIH pearye Ha TIOTOYHUM CTaH TpaBls, aie He Qopmye
JIOBrOCTPOKOBOI cTpaTerii aganTaiiii. BianoBigHO BIH HE MOK€ BpaxyBaTH TPEH/T
PO3BUTKY HABUYOK TpaBIll — mocTymnoBe 3poctaHHs skill score 3 wacom, sike
BUMAarae He TMPOCTO peakiii Ha TOTOYHE 3HAYEHHS, a MPOTHO3YBaHHS

MaiOyTHHOTO CTaHY 1 3aBUaCHOTO KOPUT'YBAHHS CKJIAJHOCTI.

2.6 [opiBHsIBHUY aHAMI3 Moeliel Ta oOrpyHTyBaHHs BUOOpY DQN

Tpu posrasuyTi Moaeni — rule-based kouTponep, fuzzy logic konTpomep i

Double DQN — mnpeacTaBiasitoTb TpU PI3HUX NapaJdrMy  YNPaBIIHHSA:

JETEPMIHOBaHY Ha OCHOBI MPaBWII, IETEPMIHOBAHY Ha OCHOB1 HEUITKOTO BUBOY
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1 HaBUaJIbHY Ha OCHOBI B3aeMO/Iii 3 cepenoBuilieM. KoxkHa 3 HUX peati3ye pi3HUl
KOMITPOMIC MIXK MPO30PICTIO, THYYKICTIO Ta BUMOTaMUu JI0 MpoeKTyBaHHs. s
CHUCTEMAaTUYHOTO TOPIBHAHHSA BUAUIUMO CIM KPHUTEpIiB, SIKI € KIIOUYOBUMH IS
3agadi DDA y BIIKpUTOMY IrpOBOMY CBITI.

[lepunii kpuTepiii — MOKPUTTA mpocTopy cTaHiB. Rule-based konTposep
MOKPUBAE JIMIIE Ti CTaHW, IS SIKUX PO3POOHHMK SBHO BU3HAYWB IPABUIIO.
HeuiTkuii KOHTpojep uepe3 IHTEPHOJAIII0 MDK IpaBWIaMH 3a0e3nedye
HEHYJIbOBY BIJIOBIAL Yy Oyab-sIKid TOYINl MPOCTOPY CTaHIB, OJHAK SKICTh IT€l
BIJIMOBII y JIaJIeKMX BiJl MPOTOTHUITIB TOYKAX 3aJUIIAETHCA i muTaHHsIM. DQN
anpoOKCUMY€ ONTUMANIbHY (PyHKIIIT0 IIHHOCTI Q*(S, a) y BChOMY IPOCTOP1 CTaHIB
yepe3 HEMPOHHY MEpEeXKy 1 He Ma€ 30H «MOBUAHHS».

Hpyruit kputepid — ajganTaiis J0 1HAUBIIyalbHOTO TpaBis. AHi rule-
based, ani fuzzy KOHTpoJiep HE MalOTh MEXaHI3MYy «Iam’sTi»: BOHU pPEaryroTh
BUKJTFOYHO HA TIOTOYHHWM BEKTOP CTaHy, HE BPaXOBYIOUM TOTO SK 3MiHIOBAJIACh
noBeiHKa rpasis npotarom cecii. DQN uepes replay buffer nakonuuye nocin
B3a€MO/II 1y Mpolieci HaB4YaHHA (POPMY€ CTPATETIIO, SIKa BPAXOBY€E JOBrOTpHUBAI
3aJIEKHOCT1 MK CTaHAMU 1 BUHAropojamu. Y BUPOOHUUIN CHCTEMI 11€ JO3BOJISIE
are’Ty po3Ii3HaBaTH TUIIOBI IrpOBI NPO(LIl 1 3aBYACHO KOPUTYBATH CKIIAIHICTh
I IO TOTO SIK CTaH TPaBIIS MOTIPIIATHCS.

Tpetiii kpuTepiii — CTiHKICTh 10 HecTarioHapHocTi. [loBeainka rpaBis
NPUHIIMIIOBO HECTAl[lOHapHA: HaBUYKM S(t) 3pOCTalOThb 3 4YacoM, TIpaBelb
HaBYA€ThCS 1 3MiHIOE cTWib Tpu. Rule-based 1 fuzzy xonTponepu He MaroTh
MEXaHI3My pearyBaHHsS Ha 1€ TpeHJ — iX mapameTpu (QiKCOBaH1 MICIs
npoektyBanHs. DQN 3 nuckontyBaHHsM Y = 0.97, 3aganum y agent.py, SIBHO
MOJICJIIOE YacOBY IIIHHICTh MaWOyTHIX crTaHiB. Buxopucranus Double DQN
3aMicTh cTanaapTHOro DQN 101aTKOBO ycyBae CHCTEeMaTUYHE MEPEOLliHIOBAHHS
Q-3HaueHb, 110 € 0COOJIMBO BaXKJIMBUM IMPU HECTAI[IOHAPHOMY cepeloBHUII [24].

YetBepTHii KpuTepii — MpO30pICTh 1 HaMAroKyBaHicTh. TyT rule-based
KOHTPOJIEp Ma€ O4YEBUIHY IIepeBary: KOXHE pIIeHHS MOXHa TOSCHUTH

KOHKPETHUM TpaBuiioM. HediTkuit KOHTpOJIEp SN0 MEHIII TPO30pHUH, aje uepes
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CTYTICHI CIIPALIFOBAHHSI TPaBUJI PO3POOHUK MOKE 3pO3yMITH JIOTIKY BUBOLy. DQN
€ KJIACUYHOIO «YOPHOIO0 CKPUHBKOIO»: MPUUUHY KOHKPETHOTO PIIECHHS MOSICHUTH
aHAIITUYHO HeMOoXxJrBO. Came 1L BIACTHBICTH € OCHOBHUM MOTHBOM IS
po3pooku Debug/Monitor Panel — 6e3 iHCTpyMeHTY crmocTepexeHHs 3a Q-
3HAYCHHSIMH B peajbHOMY uacli «4opHa cKpuHbKa» DQN cTrae mpakTHUHOIO
POOIEMOTO T PO3POOHUKA.

II’satuit xputepiii — oOUKCIIOBaIbHA BaPTICTh MM Yac BUKOHaHHA. Rule-
based KOHTpoOJIEp BHKOHYE MPOCTY MOCIIJOBHY MEPEBIPKY YMOB — CKJIQJHICTh
O(n), ne n — KUIbKICTh HpaBwiI. HewiTkuil KOHTpoJiep BUMAarae OOUYMUCICHHS
byHKIIM HaTeXHOCTI 1 nedasz3udikaiii — ckiaaanicTs O(n'm), 1e m — KIJIbKICTb
Bx11HUX 3MiHHUX. [Hhepenc DQN Ha ogHonotokoBoMy CPU 1151 Mepexi 3 TphOX
niHIAHUX mapiB (128—128-8) 3aiimae mopsaKy eCATKIB MIKPOCEKYH T — Habararo
MEHIIIe Mmopory 16 Mc 1 HUIKOM NPUNUHATHO JUIS 3alyCKy pa3 Ha CEKyHIy, SK
peanizoBaHo B UDDAGameSubsystem::RunlnferenceStep.

[ocTtuit kputepiit — BuMoru 110 npoektyBaHHs. Rule-based xoHTposep
BHMAarae TOBHOTO PyYHOTO MOKPHUTTSA MPOCTOPY CTaHIB — TPYJOMICTKHI TIPOIIEC
KWW HE MacIITa0yeThCsl MpU 30UTbIIEHH] YKclia MeTpuK. HediTkuii KoHTposiep
BHUMArae peTejabHOro madopy QyHKIIH HAJIEKHOCTI — TAKOXK py4dHa poOoTa, Xo4ya
1 Outb1I cTikiKa 10 mporaiauH. DQN nepeHoCUTh 3yCHiIs 3 MPOEeKTYBaHHSI MPABUII
Ha TMPOEKTyBaHHA (YHKII BHHArOpOaU, M0 € CYTTEBO KOMIIAKTHIIIOKO
cnenu@iKamiero: 3aMICTh  JIECATKIB MpaBWJ MOTPIOHO oOJHA  (PYHKUIA
compute reward, sika peanizoBaHa y I’ SITH psiIKax Koy y agent.py.

CboMHUii KpUTEPI — CYMICHICTH 3 TPOMHCIOBUM cTekoM. Rule-based 1
fuzzy xonTponepu MoOxyTh OyTHM peanizoBaHi Oe3nocepeaHro B C++ 06e3
30BHIimHIX 3anexHoctel. DQN BuMarae ¢aszu HaBuanns Ha Python 3 PyTorch,
onHak micnsa excriopty B ONNX Bukonyerbest B Unreal Engine 5 uepe3 NNE
Plugin 6e3 Oyab-sikux Python-3anexxnocrelt y panTaimi.

Rule-based xonTposiep € MpUUHATHUM pIMICHHSAM Ui JIHIMHUX 1rOop 3
O0OMEKEHHUM 1 nepeadavyyBaHUM MPOCTOPOM CTaHIB, OJIHAK JJIS BIAKPUTOIO CBITY

3 KOMOIHATOPHO BEJIMKUM MPOCTOPOM MOMJIMBHUX CIICHAPIiB BIH € TMIPUHITUTIOBO
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HenocTaTHIM. Fuzzy logic KOHTposep € KpoKOM BIIepe]] 3aBAsIKA IHTEPIOJISAIIIT 1
IPUPOTHOMY MPEJCTABICHHIO PO3MUTUX MOHATH TEOPii MOTOKY, aje 30epirae
dbyHIaMeHTalIbHUNA HENONIK — CTaTUYHICTh TMapaMmeTpiB 1 BIJACYTHICTb
noBroctpokoBoi anantaiii. Double DQN € enuHOo 3 TphOX MoJeNeH, ska
OJTHOYACHO 3a0e3Meuye MOBHE MOKPUTTS MPOCTOPY CTaHIB, MEXaHI3M ajanTarii
70 1HIMBITyaJbHOTO TPaBIs 1 CTIMKICTh 10 HECTAIIOHAPHOCTI CEpeOBHUINA —
I[IHOIO 3HIKEHHS ITPO30POCTI, IKa KoMmreHcyeThesi Debug/Monitor Panel.

Taxum yunoMm, Bubip Double DQN sik o0cHOBHOT MO/1€711 00U CITIOBAIEHOTO
IHTEJIEKTY € OOIPYHTOBAaHUM BUXOJSTYM 3 BUMOT 3ajlayi, a HE € JOBUIbHUM. Rule-
based 1 fuzzy koHTpoOIEpH PO3MIISIIAIOTHCS K 0a30B1 ANBTEPHATHUBH, TOPIBHIHHS
3 SIKUMHU JIO3BOJIE€ KIJIBKICHO 1 SIKICHO OLIIHUTH TepeBaru oOpaHOro MiaXo.y.
OO6uiBa anbTepHATUBHUX MIAXOAM 30€piraroTh MPAKTUYHY IIHHICTh Y MEBHUX
yMoBax: rule-based — y mpoToTumnmyBaHHI 1 TECTyBaHHI /i€ INepea0adyBaHICTh
BAXJIMBIIIA 33 ONTHUMAJIBHICTB, fuzzy — y cleHapisix J€ KUIbKICTh METPUK
HEBEJIMKA 1 € YITKE PO3YMIHHS JIHTBICTUYHUX TEPMIHIB JUISI X OTHUCY.

Cnini TakoXX  BIJ3BHAYUTH, 1[I0 TPU ONHUCAaHI MOJEIl HE €
B3a€EMOBUKIIIOUHUMHU — X MOKHA MOEAHYBATH B TIOpUIHUX apXITEKTypax Ta Il

HarpsMu € NCPCICKTUBHUMU JJIA IOJAJIbIIOTO PO3BUTKY CUCTCMMU.
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3 IPOTPAMHA PEAJIIBALIS IHTEJEKTYAJIBHOI CUCTEMMU TA

ITPOBOI'O MPOTOTHUITY

3.1 3aranpHa apxITEKTypa CUCTEMH Ta BUOIp IHCTPYMEHTAPi0 po3poOKHU

[lepen TuM sIK MEPEXOAUTH N0 JIETaJNel peasizalii BapTO 3a3HAUMTH, ILO
MOBHMM MPOCTIp AiN areHTa KUl ONMMCaHWuW B PO3/l 2 B OTOYHIN peasizalii
CHpOIIEHUN 10 OJHOTO y3arajgbHeHoro mapamertpa challenge level 3 pizHuMH
KpOKaMH 3MiHM. YTpaBJIiHHS CIaBHOM BOPOTIB, PECYpCHUMHU Jpomamu 1
TouHicTIO NPC sk oKpeMHMH JiSIMU 3aJIUIIEHO JJISl TOJANbIIOT0 PO3LIUPEHHS.
Te o peani3oBaHO NOBHICTIO (PYHKIIIOHYE 1 IEMOHCTPYE BC1 KIIFOYOB1 MEXaH13MH
CUCTEMHU — OJIHAK HE B IOBHOMY 00CS31.

[ToTouna peanizauisi € (QyHKIIOHAIBHUM HPOTOTHIIOM, IO JEMOHCTPYE
apXITEKTYpHI PIIIEHHS Ta B3a€EMOJIII0 KOMIIOHEHTIB cucTeMu. HaBuaHHs areHra
BUKOHAHO Ha CIIPOLIEHOMY CHMYJIbOBAHOMY CEPEIOBHINI 3 OOMEXKEHUM
MNOKPUTTSAM TpocTOpy cTaHiB. [loBHOLIIHHE HaB4YaHHS NOTpeOye cepenoBUIA
CUMYJIAIII 1110 TTOKPUBAE BCl TPU €MOIIIMHI CTaHH TpaBlisd Ta TPUBAIUX ITPOBHUX
Ceciil JJi1 HaKOMMYEHHS PENPe3eHTaTUBHOIO JJOCBIY.

Cucrema po30uTa Ha JBa TEXHOJOTrYHI Imapu. [lepmnii map — HaBYaHHS
arenra — peanizoBanuit Ha Python 3 PyTorch i NumPy 1 npaittoe oduaiin. pyruii
map — irpoBuil panTtaiim — peanizoBanuid Ha C++ B Unreal Engine 5 1 He mae
xonuux Python-3anexxnocreit. KomyHikariis Mk mapamu BiOyBaeTbcs 4epes
dopmar ONNX: HaByeHa Mojeiab 30epiraeThcs B 1LbOMY ¢opmarti 1
3aBaHTaxyeTbca B UES uepe3 NNE Plugin.

Taka apxiTekTypa BUpIlIy€e KJIACHUYHY MpOOJEeMy HECYMICHOCTI MIiX
CEpeIOBUIIEM MAIIMHHOTO HABYAHHS 1 MPOMUCIIOBUM IrpoBUM pyiuieM: Python
NOTpiOEH TIJIbKU Ha €Tarll HABYaHHs, a B TOTOBIN I'pl BiH B3araji He MOTPiOeH.

C++-piBeHb CKJIQJIA€ThCS 3 YOTUPHOX KOMITOHEHTIB.
UPlayerProfilerComponent 30upae 1 arperye MOBEIIHKOBI METPUKH TPABII.

UDDAGameSubsystem € meHTpadbHUM OPKECTPATOPOM — 3aBAHTAKYE MOJIETb,
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3anyckae iHpepeHc i nepenae challenge level. ALoDAIController peanizye LoD-
Joriky 1 macmraOyBanHg atpuOyTiB s koskHoro NPC. UDebugPanelWidget
HaJa€ po3pOoOHUKY IHTEPAaKTUBHUI OBEpIICH.

Bubip UES o6ymosnenuii BOynoBanumu Behavior Trees, Mass Entity
Framework, Significance Manager, NNE Plugin 1 UMG — Bce 110 notpiOHo amst

peaitizailii CHCTEMH € BXKE B PYIIii.

3.2 Peanizatist Mogysst mpodiroBaHHS Ta KiacudikaTopa cTaHiB IpaBIIs

UPlayerProfilerComponent mpuKpirItoeThCs 10 MEPCOHAXKa TPaBIls MpU
crayHi 1 mocTiitHo 30upae irpoBi noxii yepe3 meton PushEvent. Ilicis koxHO1
HOBOI MOJ111 BiH BUAJISIE 3aCTapiIi 3aKicH — cTapiili 3a 60 cekyH/I — 1 mepepaxoBye
BC1 TPU NIOKA3HHUKM Yepe3 BHYTpiHINA MeToa Recalc.

KoB3He BikHO B 60 CexkyHJ € MPHUHIMIOBUM APXITEKTYPHUM PIIICHHSM.
SKu10 poOUTH BIKHO KOPOTILIMM CHUCTEMa CTAa€ 3aHAJATO HEPBOBOIO 1 pearye Ha
KOKHY BUIQJKOBY TOMUJIKY. SIKIIO JTOBIIMM — 3aHAATO 1HEPTHOIO 1 HE BCTHUTaAE
pearyBaTu Ha peayibHi 3MIHHU B TPi.

Haitrikagime micue B Recale — e o6uucnenns chaos factor (ictunr 3.1).
3amicTh TOro o0 30epiraTd BCl KyTH aTak 1 paxyBaTd AMCIEPCIIO B KiHIII,

KOMITOHEHT paxye ii MOKPOKOBO 4epe3 peKypeHTHY (hopmyiy.

Jlictuar 3.1 — OOuucnennss chaos factor y Recalc (¢pparmenr,

PlayerProfilerComponent.cpp)

float MeanAngle = 0.f;

for (const FRawGameEvent& E : EventWindow) MeanAngle +=
E.AimAngle;

MeanAngle /= N;

float Variance = 0.f;

for (const FRawGameEvent& E : EventWindow)

Variance += (E.AimAngle - MeanAngle) * (E.AimAngle -

MeanAngle) ;

const float ChaosFactor = N > 1 ? FMath::3grt (Variance / N)

0.f;
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Knacudikarop k-NN peanizoBanuii npsimo B metoni GetPlayerState.
[TpoToTumnu 30epiraroThCs K CTATUYHUNA MacuB CTPYKTyp FProto — 1ie o3Hauae
1110 BOHM KUBYThH B CeKIIii .rodata i He MOXYyTh OyTH BUIIQKOBO 310paHi 30upadeM
CMITTSI. J{J19 KO)KHOTO BUKJIMKY PaxyrOThCs BIJICTaHi 0 BCiX 15 mpoToTumis, Tpu
HAWOJIMDKYMX JTalOTh TOJIOCH, KJIaCc 3 HAWOLIBIIOI KIUIBKICTIO TOJIOCIB 1 €
pe3yJIbTaTOM.

Python-monyns profiler.py me mo cyti Tol camuii KOMIIOHEHT ajile Ha
Python — BUKOpUCTOBY€ThCS TIIBKH 1] Yac HaBYaHHs arenta. O0uaBi peaizaiii
MaroTh OJIHAKOB1 KOHCTAHTH 1 OJJHAKOB1 ()OPMYJIH, III0 TAPAHTYE 1110 BEKTOP CTaHY

I1JT Yac HaBYaHHS 1 1] 9ac TpU O3HAYA€ OJHE 1 TE K.

3.3 IlIporpamua peanizamissi RL-arenta Ta dopmyBanHs QyHKIIT

BUHAropoau

ArenT peanmizoBaHuid B Mojayii agent.py sk Double DQN 3 ngBoma
MepexaMH — OCHOBHOIO 1 muIboBOwO. Apxitektypa QNetwork mpocta: Tpu
moBHO3B's13HUX mapu 3 ReLU mixk Humu. Hidoro ckitaiHImoro TyT He moTpioHO —
IPOCTIP CTaHY HEBEIMKUM, IIICTh YHCEN, 1 CKJIaJHA apXITeKTypa TYT TUIbKH
3aBakasia 0.

['onoBHa meranp peanizailii — MeToj, _train_once Je 1 peani3oBaHa iaes
Double DQN (mictunr 3.2). OcHoBHa Mepeka BUOUpae sika Aisl HalKparia 1jis
HACTYIHOTO CTaHy, a I[iJIbOBa Mepera OLIHIOE 1110 Jit0. [{e ycyBae cuctemaTtnyne
nepeoliHioBanHs (Q-3HaueHb ke BUHUKAE B 3BuYaitHomy DQN 1 ocoGimBo

IIKOJIUTD MPY HECTAI[IOHAPHOMY CEPEIOBHIIIL.

Jlictunr 3.2 — Double DQN update y train once (pparment, agent.py)

with torch.no grad():

best a = self.qg(sn).argmax(l, keepdim=True)
g tgt v = self.g tgt(sn).gather(l, best a).squeeze(l)
y = r + self.GAMMA * g tgt v * (1 - done)

g pred = self.g(s).gather(l, a.unsqueeze(l)) .squeeze (1)

loss = nn.functional.huber loss(g pred, vy)
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OyHKIis BUHAropoau compute reward peasnizye TE€Opit0 MOTOKY B KOJII.
OcHoBHuit koMmnoHeHT t flow — rayccoBa ¢yukiis Bix pizaumi mix skill 1
challenge. ['ayccoBa a He miniitHa 0o niHiHA AaBana 6 Haropoay O mpu Oyab-
SKOMY BIIIXWJICHHI BiJ iJeally, a rayccoBa IUIaBHO CIIaJa€ — areHT OTPUMYE
XOpOIITy HAarOpo Iy HaBITh MPY HEBEITMKOMY BIAXUJICHH] B MEXaX KaHAITY TIOTOKY.
HTpaduuii KOMIOHEHT r_pen Kapae 3a pi3ki ctpubku challenge level. bes
HBOT'O areHT MIr O Pi3KO MiIMMaTH 1 OIyCKaTH CKJIAIHICTh 1110 TPaBeIlb TOYHO O
ITOMITHB.
Hapuanns 3amyckaeTbes uepes test_agent.py sikuid cumyinroe 2000 KpokiB 1
noTim 30epirae mojenb y ONNX uyepe3 torch.onnx.export 3 opset version=13 —

came 1g Bepcis miarpumyerbes NNE Plugin B UES.

3.4 Po3poOka irpoBOro npoTOTHITY y BIAKPUTOMY CBITI

[IporoTtun nobynoBanuii Ha 7BoX C++ kitacax. ADDABaseNPC — 6a3oBuii
kJac s Beix Bopoxkux NPC. Bin 30epirae qBi napu aTpuOyTiB: 0a30B1 3HAUECHHS
BaseHealth 1 BaseDamage siki 3a1at0ThCsl B peJakTOpi, 1 TOTOYHI MacIiTaboBaHi
3HaueHHda CurrentHealth 1 CurrentDamage sikumu kepye KOHTpoJIep.

ALoDAIController ycnaakoBye Bim AAlController 1 nogae 10 HBOrO ABI
pedi: aBTOMAaTHYHE MEePEMUKAHHS MK PIBHSAMHU JAeTaizallii 1 MaciTaOyBaHHS
atpuOyTiB NPC npu 3miHi challenge level.

Haiinikasime pimenns B UpdateLoDLevel — noporosi Bigcrani LO, L1, L2
HE KOHCTaHTH a  MacmTaOyroThcs  yepe3  Scale  3alexHO  BiA
challenge level (suictuar 3.3). ToOGTO areHT HE NPOCTO TMEPEMHUKAE SKUNCH
IepeMHUKad — BIiH peajbHO 3MIHIOE T€ HACKUIbKK maiieko Bix rpaBusg NPC

3aJIMIIAECTHCS «HEOE3IECUHUMY).

Jlictuar 3.3 — [lunamiune macmrtaOyBanHs moporiB LoD (¢parmenr,

LoDAIController.cpp)

const float Scale = 1.f + 0.5f * Challengelvl;
ELoDLevel NewLoD;
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[IponosxenHs gicTUHTY 3.3

if (Dist < LoDThreshold::L0 * Scale) NewLoD =
ELoDLevel: :LoDO;

else if (Dist < LoDThreshold::LL1 * Scale) NewlLoD =
ELoDLevel: :LoD1;

else if (Dist < LoDThreshold::L2 * Scale) NewLoD =
ELoDLevel: :LoD2;

else NewLoD =
ELoDLevel: :LoD3;

B ApplyLoDTransition mgms LoD3 Buxnmkaerbcst BrainComponent-
>StopLogic mo 3amopoxxye NPC He 3nuiytoun o0'ext. lle BaxuimBo s
MPOJYKTUBHOCTI KOJIM Ha CIleH1 Oarato manekux BoporiB. s piBHiB LoD0—
LoD2 akTuByeThCs BIJNOBIAHE JEpeBO MOBEAIHKHU 3 MacuBy BehaviorTrees ae
1HJIEKC BIJIMOBIAA€ YMCIOBOMY 3HAYEHHIO €num — 3aBJSIKUA IIbOMY HE MOTPi1OCH
switch-oneparop.

B ScaleNPCAttributes macmraOyBanHsi 3actocoByeThesl 10 BaseHealth 1
BaseDamage a He 10 moToyHuX 3Ha4yeHb. lle MPUHIMIIOBO — IHAKIIE KOXXEH
HACTYITHUI BUKJIMK MHOXXHUB OW B)XK€ TTOMHOKEHHUU PE3yJIbTaT 1 XapaKTePUCTUKH

onoB3yM O B Hemepe10auyBaHOMY HAIPSMKY.

3.5 Peamnizanist Ul-KOMIIOHEHTIB Ta CUCTEMHU 3BOPOTHOTO 3B'SI3KY

UDebugPanelWidget ycnagkoBye Bim UUserWidget 1 Bech ioro kon
saropuytuii B #if lUE BUILD SHIPPING / #endif. Lle naitHaniiHimmii crocid
rapaHTyBaTH 1110 HAJIATOJ[)KyBaJIbHHI KO/ HE TIOTPAINIUTh Y PEJIi3 HaBITh SKIIIO PO
11e 30y 1y Th.

[Tinmucka Ha moii aredTa BigOyBaeTbes B NativeConstruct (mictunr 3.4).

Jlicruar 3.4 — Ilignucka Debug Panel Ha mnoapito 3MiHH

cknagHocti (DebugPanelWidget.cpp)

void UDebugPanelWidget::NativeConstruct ()
{

Super: :NativeConstruct () ;
#if !UE BUILD SHIPPING
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[IponosxenHus gicTuHry 3.4

auto* Sub = GetGameInstance () -
>GetSubsystem<UDDAGameSubsystem> () ;
if (Sub) Sub->0OnChallengeUpdated.AddDynamic (
this, &UDebugPanelWidget::0nChallengeUpdated)
#endif
}

ApplyConfig peanizye hot reload B 4oTupu KpOKH: 3UMTaTH 3HAYCHHS
crnainepis, nepepiputu mo DiffMin menme DiffMax, cepianizyBatu KOHOIT y
JSON uepes FJsonObjectConverter, 3anucatu y ¢daiii 1 nepeaatu B MiJCUCTEMY.
Axmo Oyap-SKHl KPOK HE BJIAEThCA — ONEpALlisl CKACOBYETHCS IMOBHICTIO 0€3
YaCTKOBOI'O 3aCTOCYBaHHS.

CSV-ekcriopr B ExportSessionCSV 30epirae ¢aitn 'y TupeKTopiro
Saved/DDA/ 3 MiTkoO yacy B iMeHI. be3 MITKM Yacy KOKHa HOBa Cecis
nepes3arucyBaia 0 MmonepeaHio.

AppendSessionEntry po3s'a3zye Ul Bing aeraneil peanizaiii npodaiinepa:
naHesb He 3Hae Hivoro mpo EventWindow uu anroputm Recalc — Bona otpumye

roToBy cTpyKTypy FSessionEntry 1 mpocto BimoOpakae ii 3HaueHHsI.

3.6 InTerpailisi KOMIOHEHTIB y €IMHUN ITPOBUM LIMKI

UDDAGameSubsystem 1e Miciie A€ BCl KOMIIOHEHTH CHUCTEMH
30uparoThes paszoMm. Bubip GamelnstanceSubsystem sik 6a3oBoro kiacy He
BUIIAJIKOBUI: HA BiMiHY BiJ Actor abo Component mijicucTeMa >KHMBE BECh 4ac
noku icHye Gamelnstance — TOOTO BOHA MEpeKUBA€ 3aBAHTAKEHHSI PIBHIB 1
nepexoar MK JoKallisMu. B ymMoBax BIJKpUTOTO CBITYy ¢ TpaBellb MOXE
MIEPEXOAUTH MK 30HAMH 1€ KPUTHYHO JJII HAKOITMYEHHS CTaTUCTUKH.

Talimep 1H(epeHCy 3amycKaeThCcsl pa3 Ha cekyHay. Lle cBigome pimeHHS:
yacTime He notpioHo 00 3MiHa challenge level na 0.05 pa3 Ha cekyHIy BXE €
MEXEI0 HETTOMITHOCTI JJIs TPaBIIs, a pIIIe — CUCTEMa BTpavyae PeakTUBHICTb.

B RunlnferenceStep Bech UK TPUAHATTSA pIMICHHS BIJOYBA€THCS B

OJTHOMY MicIli (JiicTuHr 3.5).
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Jlictunr 3.5 —  ukn iH(DepeHcy areHra (¢parmenr,

DDAGameSubsystem.cpp)

TArray<float> State = ProfilerComp->GetStateVector():;
//
ModelInstance->RunSync (Inputs, Outputs);

int32 Best = 0;
for (int32 1 = 1; 1 < 8; ++1)
if (QValues[i] > QValues|[Best]) Best = 1i;

const float Delta = FMath::Clamp (
ActionToChallengeDelta (Best), -0.05f, 0.05f);
CurrentChallenge = FMath::Clamp (
CurrentChallenge + Delta, MinDifficulty,
MaxDifficulty);

[Ticns mporo HoBe 3HaueHHs1 challenge level po3moBcromkyeThes depe3
TActorlterator mo Bcix ALoDAIController na piBui. Jlna nporotumy 1ie
HOpMaJIbHE pILIEHHS, ajie JUisi HOBHOLIHHOI rpu 3 coTHsmMu NPC Bapto
PO3IIIAHYTH MiAX1J1 HA OCHOBI HO/1i a00 KEIIOBAHOTO CIIUCKY.

OnChallengeUpdated micis koxkHoro kpoky cmosimae Debug Panel
nepenatoun HoBe challenge level, iHmekc oOpaHoi Aii 1 Bech MacuB Q-3HAYCHbD.
3aBAsSKHA IbOMY PO3POOHHMK OAUUTh HE TIIBKU PE3yIbTAT PIICHHS ajie 1 JOTIKY
sKa 10 HbOTO TIPHUBEIA.

B minomy irpoBuii UK BUTIISAAE TaK: MIOCEKYHIU MIJICUCTEMa 3YUTYE
CTaH TpaBIyl, 3amyckae iHpepeHc, po3paxoBye HoBe challenge level 1 mepenae
Horo BciM KoHTposepaMm. KoxkeH koHTposiep oHOBIIO€E piBeHb LoD 1 arpubyrtu
ceoro NPC. Debug Panel BimoOpaxkae Bce 1e B peanpbHOMy daci. ['paBenb

B3aemojtie 31 3MineHnMu NPC 1 reHepye HOB1 MOIT — 1 IIUKJ TOYMHAETHCS 3HOBY.
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BUCHOBKH

B pesynbrari BUKOHaHHS KBamiikamiiHOi poOOTH BHUPIIIEHO 3a7ady
aJanTHBHOTO YIPABIIHHSA CKJIQJHICTIO B ITPOBOMY CEPEJOBHII 3 BIAKPUTHUM
CBITOM Ha OCHOBI HaBUaHHS 3 MIAKPIIUIeHHs. 3a1a4a (opmali3oBaHa y TepMiHax
MapKOBCBHKOTO MPOIeCY MPUUHATTA PIllIeHb IO JO3BOJWIO 3acTocyBatd DQN-
areHTa 0e3 HeoOX1JHOCT1 SIBHO 3HATH (DYHKIIIIO TIEPEXOI1B CEPEIOBHIIIA.

[ToObynoBano Mojenbs mnpodUIIOBaHHS TpaBlsg HAa OCHOBI TPbOX
MOBEIHKOBUX TMOKa3HUKIB — MaWCTEPHOCTI, CTpeCy 1 30HU MOTOKY — 1 k-NN
KJacu(ikaTop Mo BITHOCUTh MOTOYHUN CTaH JO OJHOTO 3 TPHbOX EMOIINHUX
KjaciB. 3aBIgku 1pomy Teopiss moToky Csikszentmihalyi 3 aGcTpakTHOL
TICUXOJIOTIYHOT KOHIIEMIIIT epeTBOPUIIACh Ha KOHKPETHY TEXHIUHY peai3alliio.

Po3pobaeno amroputm LoD-Al mo ympasnse cknaanictio NPC uepes
YOTUpHU PIBHI JAeTaii3alli moBeaiHKu. MacmTaOyBaHHS NMOPOTOBHX BlACTaHEM
pazom 3 challenge level nae miaBHe 1 HEMOMITHE JUIsl TpaBLs IIJCUICHHS a0o
noCJIa0JIeHHS TUCKY 3 OOKY BOPOTIB.

PeanizoBaHo moBHMI TEXHIUYHUMN CTEK: O(IaliH-HaBUaHHs areHTa Ha Python
3 PyTorch, 36epexxenns mogeni y ONNX 1 3anmyck B Unreal Engine 5 uepe3 NNE
Plugin 6e3 Python-3anexxHocTeil B paHTaiiMi. ApXITEKTypa 3 YOTUPHOX CJIA0KO
3B's13aHUX C++-KOMIIOHEHTIB JI03BOJISIE IMAKIIOUATH CHCTEMY O OYyab-SKOTO
UES-npoekTy 3 MiHIMAJIbBHUMH 3MIHAMHU.

Debug/Monitor Panel 3 hot reload 1 CSV-excniopToM 3aKpuBa€e mpakTUIHY
npobJjieMy sika € y BCIX BIIOMHUX KoMepiiiHux DDA-cucremax — BiJICYTHICTb
3pY4YHOTO IHCTPYMEHTY JIJIsl CIIOCTEPEIKEHHSI 32 THM 1110 BIJIOYBAETHCS BCEPEIUHI

amanrruBHOTO III B peansHOMYy yaci.
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