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One of the key areas of modern artificial intelligence is the development of
Al-driven environmental learning systems. Research focuses on creating a game
where Al agents, using neural networks and evolutionary algorithms, seek to
complete the tasks. The goal is to look at several techniques for implementing
game Al.

[HTEeNnekTyanbHe HaBUAHHS ITPOBHUX MEPCOHAXKIB — 1€ KIIOYOBUU AaCIEKT
PO3BUTKY CY4aCHOIO IFPOBOIO MPOIIECY, IO 3a0e3MeUy€e pealiCTUYHY MOBEIIHKY
BIPTyaJIbHUX areHTiB. BipTyalbHHM areHToM 3a3BH4Yail HA3WBaIOTh 1TPOBOIO
nepcoHaxa abo HaBiTh LTy TPYIy CYTHOCTEW. 3ajyisi Kpamioro CIpuiHSTTS B
MOJIaJIBIIIOMY, BUBHAYUMO TE€PMIH «IITYYHHHA 1HTEIEKT». CTOCOBHO JaHOI TEMH
IITYYHUH IHTEJIEKT — 1€ 3/aTHICTh KOMII I0TEPIB PO3B’A3yBaTH 1HTEIEKTyallbHI
3aBJIaHHS, SK1 SK MPAaBUJIO BJIACTUBI JIIOASM 1 TBapyWHAaM. 3a3BUYail IITYYHHM
IHTEJIEKT MpaItoe 3 00pPOOKOIO TaHUX Yy PEAIbHOMY CBIT1, IPOTE el YacTillie
BUHUKae moTpeda 3actocoByBatu Il Takoxx # B IrpoBUX cepeloBUIIAX.
OCHOBHUUM TNPUHIMUIT TXHBOI POOOTH TPYHTYe€Tbcs Ha UUKM “CHOpUNRHATTS —
Amnauis - Jlis” (Sense/Think/Act). [1]

MoskHa BUAUIATH HACTYIMHI €Tany MpoIecy NPUUHATTS PIIIICHb ar€HTOM:

1) Sense. Ha upomy erami areHT 30upae abo oTpumye iH(opMaIlio mpo
HABKOJIMIIIHE ~ CEPEJOBHUINE, BKIIOYAIOYM pO3TAIlyBaHHS COIO3HUKIB Ta
CYNPOTUBHUKIB, 1H(OpMALIIIO ITPO PECYPCH, 3arPO3H.

2) Think. Ha ocHoOBIi 310paHuX JaHUX areHT aHaII3y€e CUTYaIlil0, OLIHIOE
PHU3UKH 1 MOKIIMBOCTI, OOMpae ONTUMAIbHUN KypC JTIH.

3) Act. AreHT BUKOHY€E 0OpaHi JIii — aTaKy€e, XOBa€ThCs, IEPECYBAETHCS a00
B3a€EMO/II€ 3 00’ €KTaMU.

Hanpuknan, y roHounux cumynsaropax LI-roHmuku agantyroTbes a0
CTHJIIO TPU KOPUCTYBAYa, a B CTPATETYHHX Irpax — YXBaJIIOIOTh PIIICHHS 3aJIEKHO
BiJl TOTOYHOI CUTYAIlli Ha KapTI.

[[To6 3abe3meunTH TpaBIEBI HAWKpamuid ITPOBUN JOCBiA, MITYYHHH
IHTEJIEKT Ma€ HEe JIMIIe CiAyBaTH 3a3[alIeTifb MPOMKUCAHUM CILIEHapisM, a i
HaBUaTuCsA y mporeci rpu. Jusg mporo HEOOXITHO CTBOPUTH CHUCTEMY, i€
MEepPCOHAX1 3MOXKYTh aHaJII3yBaTU CHUTYyaIlilo, 3amaM’sSITOBYBaTH BJACHI Jii Ta
MPOTHO3YBAaTH MOKJIMB1 PO3BUTKHU IMOJ1H, BCE 11€ pOOUTH IXHIO OBEAIHKY OLIbIII
MPUPOIHOIO Ta TMHAMIYHOIO.

Sk 1 Oyaw-sika cuctema, irposuit 11 mae cBoi ooMexxenHs. ChopmyToemMo
iX HACTymHHMM YHHOM: BiH HE TMOBWHEH 3HAXOJUTH 1J€ajbHl CTpaTerii s
MepeMord, BiH MOBUHEH OYTH MaKCUMaJbHO PEeaiCTUYHUM, IS TOro 1100 y
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TpaBIsl CTBOPIOBAJIOCH BIIYYTTS IPU MPOTHU KUBOTO CYNIEPHHUKA, TOOTO, PIIICHHS
sxi npuitmae 111, moOBUHHI BUTIISIIATH JIOTIYHUMHU 3 TOYKH 30py TpaBIsd, a HE
npocTo OyTH MaTeMaTHYHO ONTUMaIbHUMU. OJHIE€I0 3 KIIOYOBHUX MPOOIEM €
MIBUAKICTH poboTu anroputmy — LI moBuHEH yxBamoBaTH pillIeHHS MUTTEBO,
1100 YHUKHYTH He0akaHUX 3aTPUMOK Ta 3a0e3MeUnTH IIaBHUH IrpOBHI Mpoliec.

JInst TOCSITHEHHST BUIICONMMCAHUX I[JIe, MOXHA BUKOPHCTOBYBATHU PI3HI
MeToau peamizaiii irposoro 1. Byno npoananizoBaHo AesKi 3 HUX:

— ckinyeHH1 aBTomatu (Finite State Machines, FSM) — 103BoJisi10Th areHTam
NEePEXOAUTH MK CTaHaMHU 3aJICKHO BiJ] YMOB; BUKOPUCTOBYIOTHCS y KIIACUYHUX
cucremax Mmrty4Horo iHtenekty (LLI), me mnepcoHak 3MiHIOE TMOBEIIHKY,
HaIPUKJIa, 3 aTPYJIIOBAHHS Ha MEPECIIiIyBaHHS BOPOTa;

— nepeBa mnoseninku (Behavior Trees, BT) — HamaroTe TrHyukinry
apXITEKTYpY Ul IPUUHATTA pillleHb, KOXKEH BY30J1 JIepeBa BIMIOBIIA€ 3a EBHUN
THUII MOBEAIHKH, 110 pOOUTH CUCTEMY OUIbIII aJJallTUBHOIO;

— HaB4aHH# 3 niakpimieHHsaM (Reinforcement Learning, RL) — nae 3mory
areHTaM HaBYaTHCS Ha OCHOBI MOMEPEIHBOTO JIOCBITY, KOPUTYIOUU CBOI i AJis
JOCATHEHHS ONITUMAIBHOTO PE3yJIbTary;

— rpapu npuitHaTTas pimeHs (Decision Trees, DT) Ta anroputmu
IUIAHYBaHHS — 3aCTOCOBYIOTBHCSI JJIsl MOIIYKY HAMKpaloro MapuipyTry 4Yu
ONTUMAJIBHOI TTOCJIIIOBHOCTI 1.

3BiCHO, ICHYIOTH 1 iHIII MeToaM, Taki s;ik Markov Systems Ta Rule-Based
Systems, sIKi Tak0X BHUKOPHUCTOBYIOTBCS B po3poOill irpoOBOTO IMITY4YHOTO
iHTenekty. OnHak Oysio PO3TISHYTO JIMIIE OCHOBHI Ta MOMIUPEH] MIIXO0IH, IO
3a0e3Me4Yyl0Th OCHOBHY CTPYKTYPY JUISl IPUMHATTSA pILIEeHb Y CYYaCHUX IFPOBUX
cuctemax. [2-3]

OTXe, BUKOPUCTOBYIOUM pI3HI METOAM peai3alli IrpoBOro IITYYHOTO
IHTENEKTY A po3poOku irp. Lle 103BosIsiE CTBOPIOBATH BIPTYaJbHUX areHTIB, SIKI
3MaTHI aJanTyBaTHCS M0 3MIHHUX YMOB TpH, 1[0, y CBOI Yepry, 3HAYHO
MOKpallye IrpoBUiA JOCBIA, 3aBASKH CBOIM PEaTiCTUYHOCTI Ta JMHAMIYHOCTI.
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