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BCTYN

MpoueaypHa redepauis pisHiB (PCG) € ogHUM i3 KNHOYOBUX HANPSAMKIB Y CyyacHi
po3pobLi irop, ockinbky A03BONSAE CTBOPIOBATH YHiKaNbHI cLeHapil Ta nokayii 6es
HeoBXiAHOCTI py4YHOro NPoeKTyBaHHS KOKHOro enemenTa. Lle nigxia cnpusie He nuwe
BHVKEHHIO TPYAOMICTKOCTI BUpoBHULTBA, ane i niagsulyye peirpabenbHicTe NPoayKTy,
BiAKPMBAKOUA HOBI MOXKNUBOCTI ANSt TBOPYOCTI po3p 0BHUKIB.

3a ocTaHHi pokv 3HaYHY yBary oTpUMani METOAW MALUMHHOMO HaBYaHHS, Lo
A03BONSAOTE afanTUBHO reHepyBaTU KOHTEHT i3 BpaxyBaHHAM creludiuyHux BUMOr 4o
cknagHocTi, BanaHcy Ta noriyHol nocnigosHocT rpu [1]. [lo Toro X, inTerpauis Takux
METoZiB ¥ npoLiec pospobkun fae sMmory onTumMisysaT poboTy KoMaHz, 3aoLlakytoun
PECYPCU Ta CKOPOUYIOUM Yac Ha TeCTYBaHHS KiHLEBOrO NPoAYKTY.

Y uint kBanicikayiiHin poGoTi posraAaTLCA CyYacHi NiAX0AN A0 3aCTOCYBaHHSA
MaLUUHHOrO HaBYaHHSA ANs reHepadii irpoBUX PiBHIB, i3 AeTanbHUM aHanisom nepesar i
Hegoniki koxHoro 3 HUX. Ocobnuea yBara NpUAINAETLCA anropuTMam HaBYaHHS 3
nigKPINNEHHAM, aZKe PE3yNbTaTM TEOPETUUHNX AOCHIAKEHb CBigYaTb NPO iXHIO BUCOKY
edheKTUBHICTb ANS ONTUMI3aLiT npoLeaypHoT reHepadii. BogHouac, HeobxigHo
BpaxyBaTy, Lo NpakTUYHa peanisalis 3aBxan BKIOYae onuc TEOPETUYHUX OCHOB
obpaHoro nigxoay, Wo A03BONUTL Kpalle obrpyHTYBaTU NPUAHATI pilLeHHs.

MeToto aaHol poboTu € pospobka Ta anpobalis Mogeni reHepauii irpoBuUX piBHIB

3 BUKOPUCTAHHSM METOAIB MALMHHOMO HaBYaHHs, A€ OCHOBHUM arropuTMOM
BucTynamme Q-Learning. MpoBeaeHHs AoCNiAKEHHA A03BONUTL HE NULLIE NOPIBHATU
eheKTMBHICTb, a i BCTAHOBUTW NOTeHLian Ans X NOAanbLUOro BAOCKOHANEHH:A B
KOHTEKCTI iHTEPaKTUBHWX PO3BaKalbHUX NPOAYKTIB.

2

1 AHATI3 MPEQMETOI FANY31 | MOCTAHOBKA 3AJAYI
1.1 AHanis npegmeTHOI ranysi

Pospobka KoMN'IOTEPHUX irop Ha CbOrofHi € oA Hie 3 HaUGinbLW AWHaMIYHUX Ta
iHHOBaLiHWX cchep LmcpoBUX TexHonorild. BoHa OXonnioe LUMPOKWIA CNEKTP TEXHIYHUX,
AWsaliHepCcbKUX | KOTHITUBHUX 3aBAaHb, Cepes SKUX BaXnvBe Micle nocigae

hopM yBaHHS irpOBOro cepefoBuLLa, 30KPEMA reHepallis piBHIB. Y cyyacHUX NpoekTax
CTBOPEHHSA KOHTEHTY pyuHUMM 3acobamu cTae Aeaani MeHlw edeKTUBHUM Yepes BUCOKI
BUMOrKM Ao macluTaby, BapiaTMBHOCTI Ta NnepcoHanisalii irposoro gocsigy.

BiaTak, iHAYCTpis Bce aKTMBHilLe 3BepTacTLCS A0 NPOLEAYPHUX NiAXOAIB, AKi
Z103BONSAOTb @aBTOMaTU3YBaTU CTBOPEHHS iIrpoBOro KOHTeHTY. Lle, y cBoio Uepry, cTaBuTh
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[Iporpamuuit koj renepariii KapTy 3a JOMOMOT'0I0 AJITOPUTMY KIIITUHHOTO aBToMaTa

using System.Collections.Generic;
using System.Diagnostics;

using System.Ling;

using UnityEngine;

using UnityEngine.Tilemaps;
using Debug = UnityEngine.Debug;

using Random = System.Random;

public class CellularAutomatalevel : MonoBehaviour
{
[Header ("Map Settings")]
public int width = 50;
public int height = 50;
[SerializeField] private int fillPercent = 45;
[SerializeField] private int smoothingIterations = 5;

[SerializeField] private int seed = 1111;

[Header ("Path Settings")]
public Vector2Int start = new Vector2Int(l, 1);
public Vector2Int end;

private List<Vector2Int> validPositions;

private Random rand;
// 0 = wall, 1 = floor

private int[,] map;

[Header ("Tilemap Settings")]
public Tilemap tilemap;
public TileBase floorTile;
public TileBase wallTile;

public TileBase exitTile;

void Start()
{

validPositions = new List<Vector2Int> () ;



end = new Vector2Int(width - 2, height - 2);
RegenerateMap () ;

public Vector2Int FindValidFloorPosition ()
{
for (int x = 0; x < width; x++)
{
for (int y = 0; y < height; y++)
{
if (map[x, y] == 1)
{

return new Vector2Int(x, y);

}

return start;

public void RegenerateMap ()

{
Stopwatch sw = new Stopwatch() ;
sw.Start () ;

rand = new Random(seed) ;
GenerateMap () ;
for (int i = 0; i < smoothingIterations; i++)
{
SmoothMap () ;

EnsurePath() ;

RemoveUnreachableZonesAndEnemies () ;

DrawMap () ;

sw.Stop() ;

Debug.lLog($"Map generated in {sw.ElapsedMilliseconds}ms") ;
EventBroker.CallOnMapGenerated() ;



void DrawMap ()

{
tilemap.ClearAllTiles () ;

validPositions.Clear () ;

for (int x = 0; x < width; =x++)
{

for (int y = 0; y < height; y++)

{

TileBase tile;

if (map[x, y] == 1)
{

tile = floorTile;

validPositions.Add (new Vector2Int(x, y)):

else

tile = wallTile;

tilemap.SetTile (new Vector3Int(x, vy,

tilemap.SetTile (new Vector3Int(end.x, end.y,

void GenerateMap ()
{
map = new int[width, height];
for (int x = 0; x < width; x++)
{
for (int y = 0; y < height; y++)
{

0), tile);

0), exitTile)

if (x == Iy == || x == width - 1 || y == height - 1)

map([x, y] = 0;



else

map[x, y] = (rand.Next (0, 100) < fillPercent) ? 1

void SmoothMap ()
{
int[,] newMap = new int[width, height];
for (int x = 0; x < width; =x++)
{
for (int y = 0; y < height; y++)
{
int floorCount = CountFloorNeighbors (x, y)
if (floorCount > 4)
newMap[x, y] = 1;
else if (floorCount < 4)
newMap[x, y] = 0;
else

newMap[x, y] = map[x, yl;

}

map = newMap;

public List<Vector2Int> GetValidPositions ()
{

return validPositions;

int CountFloorNeighbors (int gridX, int gridy)
{
int count = 0;
for (int neighborX = gridX - 1; neighborX <= gridX + 1;
neighborX++)
{
for (int neighborY = gridY - 1; neighborY <= gridY¥ + 1;
neighborY++)

0;



if (neighborX >= 0 && neighborX < width && neighborY >= 0
&& neighborY < height)

{
if (neighborX !'= gridX || neighborY != gridY)

count += map[neighborX, neighborY];

else

count++;

}

return count;

public Random GetRandom ()
{
rand = new Random(seed) ;

return rand;

void EnsurePath ()
{
if ('PathExists(start, end))

{
CarvePath(start, end);

public bool PathExists (Vector2Int from, Vector2Int to)

{
bool[][] visited = new bool[width][];

for (int i = 0; i < width; i++)
{
visited[i] = new bool[height];

Queue<Vector2Int> queue = new Queue<Vector2Int>();

queue . Enqueue (from) ;



visited[from.x] [from.y] = true;

while (queue.Count > 0)
{

Vector2Int current = queue.Dequeue () ;
if (current == to)

return true;

foreach (Vector2Int dir in Directions())

{
Vector2Int neighbor = current + dir;

if (InBounds (neighbor) && !visited[neighbor.x] [neighbor.y]
&& map[neighbor.x, neighbor.y] == 1)

{
visited[neighbor.x] [neighbor.y] = true;

queue.Enqueue (neighbor) ;

}

return false;

void CarvePath (Vector2Int from, Vector2Int to)
{

Vector2Int current = from;
int maxSteps = width * height;
int steps = 0;

while (current != to && steps < maxSteps)

{
map[current.x, current.y] = 1;

List<Vector2Int> possibleMoves = new List<Vector2Int>();

if (current.x < to.x)

possibleMoves.Add (new Vector2Int (current.x + 1,
current.y)) ;

if (current.x > to.x)

possibleMoves.Add (new Vector2Int (current.x - 1,
current.y)) ;



if (current.y < to.y)
possibleMoves.Add (new Vector2Int (current.x, current.y +
1))
if (current.y > to.y)

possibleMoves.Add (new Vector2Int (current.x, current.y -

1))

possibleMoves.AddRange (new Vector2Int|[]

{
new Vector2Int(current.x + 1, current.y),
new Vector2Int(current.x - 1, current.y),
new Vector2Int (current.x, current.y + 1),
new Vector2Int (current.x, current.y - 1)

b

possibleMoves = possibleMoves.OrderBy(_ =>

rand.Next()) .ToList () ;

bool moved = false;
foreach (Vector2Int move in possibleMoves)
{
if (InBounds (move) && move '= from)
{
current = move;
moved = true;

break;

if ('moved)
break;

steps++;

map[to.x, to.y] = 1;

public int[,] ComputeDijkstraMap (Vector2Int source)

{
int[,] distance = new int[width, height];



for (int x = 0; x < width; x++)
for (int y = 0; y < height; y++)

distance[x, y] = int.MaxValue;

distance[source.x, source.y] = 0;

Queue<Vector2Int> queue = new Queue<Vector2Int>();

queue.Enqueue (source) ;

while (queue.Count > 0)
{

Vector2Int current = queue.Dequeue () ;

int currentDist = distance[current.x, current.y];

foreach (Vector2Int dir in Directions())

{

Vector2Int neighbor = current + dir;

if (InBounds (neighbor) && map[neighbor.x, neighbor.y]

{

int newDist = currentDist + 1;

if (newDist < distance[neighbor.x, neighbor.y])

{

distance[neighbor.x, neighbor.y]

queue.Enqueue (neighbor) ;

}

return distance;

void RemoveSentinelPoints(int[,] dijkstraMap)
{
for (int x = 0; x < width; x++)
{
for (int y = 0; y < height; y++)
{

if (map[x, y] == 1 && dijkstraMap[x, y]

{
map[x, y] = 0;

= newDist;

== int.MaxValue)
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public void RemoveUnreachableZonesAndEnemies ()
{
int[,] dijkstraMap = ComputeDijkstraMap (start) ;
RemoveSentinelPoints (dijkstraMap) ;
DrawMap () ;
var enemies = GameObject.FindGameObjectsWithTag ("Enemy") ;
foreach (var enemy in enemies)
{
Vector3 pos = enemy.transform.position;
Vector2Int gridPos = new Vector2Int (Mathf.FloorToInt (pos.x),
Mathf.FloorToInt(pos.y)) ;

if ('InBounds(gridPos) || map[gridPos.x, gridPos.y] == 0)
{

Destroy (enemy) ;

public bool InBounds (Vector2Int pos)

{
return pos.x >= 0 && pos.x < width && pos.y >= 0 && pos.y < height;

public int[,] GetMap ()
{

return map;

List<Vector2Int> Directions()
{
return new List<Vector2Int> {
new Vector2Int(l, O0),
new Vector2Int (-1, O0),
new Vector2Int(0, 1),



new Vector2Int(0, -1)

public void SmoothMapExternally ()
{
SmoothMap () ;
DrawMap () ;
Debug.Log ("SmoothMapExternally executed.");

public void RandomWallRemoveExternally ()
{
int[,] currentMap = GetMap() ;

if (currentMap == null) return;

for (int x = 1; x < width - 1; x++)
{
for (int y = 1; y < height - 1; y++)
{
if (currentMap[x, y] == 0 && rand.NextDouble() < 0.05)

{

currentMap[x, y] = 1;

}
DrawMap () ;
Debug.Log ("RandomWallRemoveExternally executed.");

public void ForcePath ()
{
EnsurePath() ;
DrawMap () ;
Debug.Log ("ForcePath executed.");

12
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Anpo0aiiist pe3yabTaTiB poOoTH
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JOCIITAKEHHA METOJIB MAIIHHHOTIO HABYAHHA 1151

ONTHMIBALIT MPOUEAYPHOI FTEHEPALI PIBHIB ¥ PO3POBIII
Iror
Kopanwor M.B.
email: mykyta.kovalovignure.ua
XapkischkHil HAlIOHATEHHI YHIBEPCHTET paliociekTpoHiki, kad. I11
M. Mapkis, YkpaiHa

This study examines the prospects of implementing machine learning
technologies in automatic game level generation systems. It analyzes artificial
intelligence methods that contribute to the development of dynamic, personalized,
and complex game environments. Particular attention is given to evaluating the
effectiveness of generative adversarial networks and reinforcement leaming
algorithms. The research demonstrates a significant improvement in quality
characteristics and performance when integrating machine learning technologies
into the game content creation process.

ABTOMATI'MHA FeHepallid KOHTECHTY CTala HeBL e MHOK YaCTHHOK Cy4acHOl
IrpoBOT IHAYCTRIl, A0ZBONAIYH po3pofHHKAM CTROPHOBATH PISHOMAHITHI TOKALIT,
Micii Ta irpoel npocTopi. OIHAK KIacH9HI MeTOIH NpoleIypHoi reHepanii 4acto
CTPAXIATE Bl HEJOCTATHEOT THYHKOCT] Ta 0DMe#eHOT 31aTHOCT] BPaXoBYBaTH
IHAHBIIYaNsEHT BOonoDaHHA pisHHX kKaTeropiil rpaeuis. [HTerpaiis cy4acHHX
ANTOPHTMIE MAITHHHOTO HABMAHHS, TAKHX AK TeHEPATHBHO-3MATANTEH] Mepeki Ta
METOIH HARYAHHA 3 MAKPINISHHAM, BiIKPHBAE HOBI MOMIIHBOCTL 14 CTBOPEHHA
AJAaNTHEHOMO 1 BHCOKOAKICHOTO irpoBoro doceidy. Mawa pofoTa gocnigmye
BILTHE LMY IHHOBALIHHMX TeXHOIOT1H HA BIOCKOHAISHHA NpolelypHol reHepanii
PIBHIE Ta OLIHIOE IPAKTHYHI Ppe3yIETATH IX 3acTOCYRBAHHA.

Jnsa HapvuaHHA Mogenell BHKOPHCTORYVBATHCH MACHEH TAHMY 13 HANBHIX
IFPOBHX PIEHIB ¥ MO€THAHHI 3 TOREJIHKOBOK AHATITHKOK IPAaBLIE: YIoa0DaHHA
KOPHCTYBAYIE, XapakTepHCTHEH MPpoXoKEHHA, TaTEPHH JOCTIHEHHS ITPOBOrD
NpocTopy Ta cnocodH BiaeMoii 3 iIrpOBHMH MeXaHiKaMIL.

[lepmmii  eran  gocmig#eHHs  Oye  OpHCBAMeHMH  iMnmeMeHTauil
reHepaTHBEHO-3MaralbHHX Helipomepes (GAN), AKl NpoJeMOHCTPYBAIH BHCOKY
eeKTHEHICTE ¥V CTBOPEHHI OpPHIIHANBHOTO Ta ABTEHTHMHOIO KoHTeHTY [1].
Apxitestypa GAN, 10 CKNAAAeThCA 3 MOAYIA-TeHEpaTOpa, AKHI GopMye HOBI
3PA3KH, Ta MOOYIL-IHCKPHMIHATOPA, AKHIT OLIHIOE 1X BIANOBIIHICTE CTATOHHHM
OpHKnagaM, 3a0e3nediia peBoOUIiHNI MIXID 00 NpocKTVBaHHA ITPOBHX
OpoCTOpIE. 3aBIAKH KOHKYPCHTHIH B3acModil UMYX KOMIIOHEHTIE BIAI0CA
po3po0HTH AKICHO HOBl CTPYKTYPH PIBHIE, [0 TAPMOHLITHO NOeIHYIOTE 3HAoML
rpaBLAM CICMEHTH 3 IHHOBALTHHHMH TH3AHEPCEKHMH pillIcHHAMH.

Jdpyra daza JocmImeHHd IocepelHeHa HA  3ACTOCYBAHHI  METOHK
HABYAHHA 3 MAKPINICHAAM 18 ONTHMIZAII] cCTPYKTYPH PIBHIE Ta peryoBaHHA
1X CKIAaTHOCTI 3TLIHO 3 JiAMH rpasud [2]. AITopHTMH BAOCKOHATOBANHCA Yepes

Pucynox b.1 — Ilepmma cropinka matepiany
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BIA€MOTI0 3 BIPTVATBHHM  ceépeJOBHIICM, OTPHMYIOMH BHHATOPOIH 34
JOCATHEHHA TAKHX NapaMeTpis, Ak 30alaHCcoBaHICTh IeliMIIen, oNTHMATBHHI
piBeHE CKIAJHOCTI Ta IABHA Nporpecia Hasw4ok. Ha npakTHui cieTema mMorna
ABTOMATHYHO KOPHIYBATH WITEHICTE NPOTHEHHKIE a00 posTAllYBAHHA peCcypeiB
3a1eHHO B CTHITI NPOX0JiKeHHA TpaBlieM Nonepeanix nokawii. Ha pueynxy 1
BHIHO, IO areHT B3acMOJIe i3 cepeJoBHIIEM, OTPHMYYH BIJ HROTO IH(OpMALD
Npo ¢TaH Ta BHHATOPOIY, 0 J03BONAE AMTOPHTMY aIanTyBaTHCA A0 MPaBLA.

h

Arenrt

|

Cram Haropaga nin

H
Ei 5., | Cepennamue }1—

Pucynoxk 1. Cxema B3aeMo[il areHTa 3 cepeJOBHILEM YV HABMAHHI 3
MIOKPIICHHAM

ExcnepHUMeHTATEHE TECTYBAHHA NEPCKOHTHEO JeMOHCTPYE, 10 CHHEPrid
OMHCAHHY MeTOOHK 3HAYHO NIBHIIYE AKICTE ABTOMATHYMHO TIeHEpPORAHOIO
KOHTEHTY MNOpiBHAHO 3 Tpaguuiiinmmy amroputMasi. [lofgiGumii migxig
YINOMKYETRCA 3 pesyvIbTaTaMH Jochil#eHb ¥ cdepl ridpHIHHX iMiTaliiiHo-
KepyIOMHX MoJenei, AK1 Jo3BOMAKTE NOKPAlIHTH Npollec NpHHHATTA pilleHb B
YMOBAX 4acTkoBol HeBH3HaveHooti [3]. OTpHmaHi pesyIbTATH BIIKpHEAKOTh
WHPOK] NEPCNeKTHEN 118 BOPOBAIKEHHA MOJIOHHY TeXHOMOTH ¥ KoMepLiiiy
pozpolKy irop, A0ZBOIAKOYMH CTEOPIOBATH BIPTYANEHI NpOCTOpPH, AKi He IHIIe
BLANOBLJAEOTE CYHACHHM IHAYCTpladbHHM cTaHjapTam, a il dopMyioTe HOBL
TEHACHUIT ¥ ITpOBOMY JH3aiiHI,

CnHcoK BHKOPHCTAHHX JKepe:
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Pucynok b.2 — JIpyra cropinka marepiary
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Crnaiinu npe3eHTarii
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JlocstipkeHHsI MeTO/[iB MAallIMHHOT 0 HABYAaHHSA JJIsl
onTuMisalii npoueaypHoiresepaiii piBHiB y po3pooui
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KoBanboB MukuTa Bitaniitosuy, [TI3M-¢3-3
HaykoBuii kepiBHUK nipod. [lly6iun LIO.

20 yepeus 2025

Jlocui;pKeHHS

AKTYAJIBHICTB T CTaH PO3BHTKY raIysi:

V cydacHi# po3posi irop mpoueaypHa reHepanis piBHiB (PCG) 103BOIs€ aBTOMATH3YBAaTH CTBOPEHHA
KOHTEHTY. IIi IBHITHTH peirpaGeIpHicTh Ta 3MEHIIHTH BHTPAaTH. IIpoTe TpaIHIl HHi MEeTOIH O0Me/KeHi CTaTHIHHMH
IIPaBHJIAMH i He BPAXOBYIOTH JHHAMIKy TeHMILTIer0. MeToIH MallHHHOT O HaBYaHHA, 30KpeMa HaBYaHHA 3
i AKPITLTEHHAM. JAF0Th 3MOTY CTBOPIOBATH aJAlITHBHI PiBHI, SKi BPaXOBYIOTH 3MiHHI YMOBH Ta IIOBEIiHKY I'DABIIS.
Hanpsam J0CTiTReHH:

Po3pobka Ta JOCTiKEHHA MO NpoIeaypHO1 reHepallil piBHIB 3 BHKOPHCTAHHAM alropHIMy Q-Learning y
cepenoBHmi Unity.

O0’€eKT J0CTITKEHHA:

MeToIH MAaIIHHHOTO HaBYaHHA UL IIPOLIeTyPHOI TeHepallii piBHIB Y KOMII IOTePHHX irpax.

— —
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Orsisaz aiTepaTypu (aHasioriB)

V ranyzi npouenypHoi reHepanii piBHiE [P OKO EHKOPHCTOBYHOTECA KilackuHi ayroputyi (Wave Function Collapse, Cellular Automata,
Marching Squares). a Takox Cy4acHi MiIX 0K Ha OCHOBi MAIMHHOI0 HaEYaHHSA: Hefip onHi Mepexxi (CNN). reHepaTHEH0-3MaranbHi Mepesxi
(GAN), nagyann4 3 migkpinuerssm (RL). Cepen sxux:

—  KaacmaHi MeToan reHepanii (Ki1iTHHKOB] aBTOMATH. TeHepanis 2a mymamu, Wave Function Collapse) mo2Bom0Ts CTEOPHOEATH PiBHI
Ha OCHOBi 3a37aJierib 33JaHuX Npasui. BoHM npocTi v peamsanii Ta 1obpe KepoBaHi, 0OHAK 4acTo 00MexeHi B THYYKOCT, MacTaboBaHocT
Ta NaNTHEHOCT [0 IPaBIs.
—  Meroan MAIIEHHOr0 HABIAHHA — 30KpeMa HeiiponHi Mepexi, GAN (TeHepaTHBHO-3MarainbHi MEepexi), aBTOSHKOIEepH — MakTh
MOTEHI{ AT 10 CTEOPEHH GiNIBII CKIATHOTO TA 3IaITHEHOTO KOHTEHTY. BOHM 37atHi BHSENATH IaGIOHHK, HAEYATHCE HA IPHKIIATAX Ta
CTEOPHOBATH HOEi PiBHi, MOmibHi [0 THX, 1110 EMKOPHCTOEYEAMCA Mifl Yac HaBYaHHA.
— TlopiBHATBHMEIT aHATi3 M0oKa3ye, mo ML-MeTo nep K0T ¥ 3aBIaHHSX, 1€ BAMEA Helepea0aqyEanic s, IMbuHa Bapianiit Ta
EiNOBiHICTs reiMINEHHAM 04iKyEaHHSIM. BOIHOYAC EOHH EHMAraoTh OilbIie pecypeik. 3HaHE 1 Yacy Ha MiArOTOEKY JaHMX.
Bimsunicrs gocmimxers v chepi RL i reHepanii piEHIE 30Cep eKYIOTHCAHA KOHIENTYAMBHIX MOJEILIX 200 mpuKiIanax 6ez npakmyHoi
peanizanii y refiMaeeenonMeHT-IEIKKax . HenocTarHeo EuBYeH] acnek ™ inTerpamii RL (zoxpema Q-Learning) 3 KOHKPETHHMH CepefoEHIIAMH
ﬁm‘[}nity, a Tako3x GopMamizanis cTaHie, QVHKUiH BHHAr0po i aganTanii 10 peaTbHUX irPOBHX METPHK.
T

nainsering

[locTaHOBKa 3aay4i

IcHyrO9i MeTOIH MPONeaypHOI reHepalii piBHiB He 3a0e3MedyIoTh JOCTaTHOI THYUKOCTi . aJalTHBHOCTI Ta
irpoBo1 JOLiTHOCTI. BiTbIIiCTh 3 HHX He BPaXOBYIOTh JHHAMIKY IPaBI i OTPeGYIOTh PyYHOrO HaTallTyBaHHA.
BomHo9ac 3aCTOCYBaHHA aITOPHIMIB HABYaHHA 3 M AKPIILTEHHAM y LiH cdepi HeAOCTaTHRO AOCTiIKEeHe 3 TOYKH
30py IIPAaKTHYHO1 peatizalil y peaIbHOMY irpoBoMy cepenoBHmi (Unity).

Peanizaniss HayKOBOro JOC/IIKeHHS CKAJIAXAETHCS 3 HACTYIIHHX €TAMiB:

— TIloGyzoBa Moneri reHepanii piBHIB Ha OCHOBI Q-Learning.

— Peamizanis miei Mozedi y Unity 3 BHKOpHCTaHHAM C#.

— @opMyBaHHA Ta 3aCTOCYBaHHA ()YHKIIi 1 BHHATOPOIH 11 HaBYAHHS areHTa.

— OTpHMaHHA aJANTHBHHX, IPOXiTHHX i 30a71aHCOBAHHX irPOBHX PiBHIB.

— AHami3 e()eKTHBHOCTI IiIXOIy Ta BH3HAIEHHA HOTO 0OMEKEHb.
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MeTopoJioris

Jlns npoBeieHH I eKCIePHMEHTANbHOTO JOCTiMKeH H OyJI0 peanizosaHo cHCTEMY NPONeAYPHOI reHepanii piBHiB y
cepenopumi Unity 3 areHTOM, IO HaBYA€ThCA 3a aNTOpHTMOM Q-Learning. I'eHepaTop CTBOPIOE PiBHI Y BHIVIAAI
IBOBHMIDHOI CITKH Ha OCHOBi KIIITHHHOrO aBTOMATa, a areHT MoAH(iKye IX IUIIXOM NOCTiZOBHEX Aiii.

MeTox0.10TiYHI NP HHIHIH J0CTITKeHHS:

—  OmmHaKOBa MOYATKOBA CTPYKTYpA, BCi piBHI iHiNianisyroThcs OAHAKOBEM 0a30BHM alr OpHTMOM, 10 3abesneuye
NOpPiBHIOBAaHICTh PE3YIBTATIB.

—  KonTpanb cepenopHIa HaBYaHHS areHTa BinOYBaeTbCs B CHMYIbOBAHHX, CTAOLIBHEHX YMOBAX 3 (DiKCOBAHHMH
napameTpaMH (posmip KapTH, HaOip Aiff, QYHKIiA BHHATOPOMH).

—  BuwmiproBadi METpHKH, IiJ Yac HaBYaHHA (iKCYIOTbCA KIIOYOBI MapaMeTpH piBHSA (IPOXiAHICTb, MIINBHICTS,
KITBbKiCTb 00’€KTiB), SKi BHKOPH CTOBYIOTBCS AT OUiHKH e(eKTHBHOCTI.

—  CTaTHCTHYHHH IiOXin, Ze pesyIsTaTH aHANI3VIOTBCSA 32 Cepiero 3amyckis (emisomis), MO DO3BQNSE BHSIBHTH
3aKOHOMIpHOCTi HABYaHHS areHTa Ta CTadinbHicTh MOZeni.

—  BuxopuctaHEg Python ang obpoOku srereposasHX piBHIB Ta Bisyanisauii pesynsratis.

ApxiTeKTypa cucTema JiJisi IpOBe/IeHHS
eKCIIEpPUMEHTAJIbHOTO 0C/iI>KEHH A

Po3pobaeHa cucTeMa CKIAJAE€THCA 3 MOJY.TIB, MO B3a€MOMIIOTH ¥ PO ECi MPONEIYPHOI reHepaii piBHA Ta HABIAHHSA areHTa:
—  Teneparop MOYaTKOBOTO PiEHSA CTEOPHE OA20BY CIPYKIVPY KapTH 32 JOMOMOTOH Kl THHHOTO 2BTOMATA.
—  Arent Q-Learning EM3Ha4ae CTaH PiBHA, 00Mpae JiF0 3TiOHO 3 £-3%ami GHOMO MMONI THKOR, OHOBIHOE Q-TaQIHIFO HA OCHOE]
EMHATOPOTIH.
—  Ouixroeau cTany (State Metrics) po3pax 0Bye MPOXiAHICTS PIBHSA KINBKICTS BOPOTIE, CKap GiE, IIIBHICTS MPOXiJHUX K THH.
—  Buok MoXUMEHX Aiit popMye nepenik JonyCTHMUX 3MiH (BHIANEHHS CTIH, PO3MIIIIEHHS BOPOTiE, 3IJIADKYEaHHA TOLIO).
—  OVHKUiABHHArOPOIH aHANN3VE HOBHIT CTaH 1 004HMCITOE BHHArOPOAY HA OCHOBi KpHTepiiE AKocT (BanaHc, mpoxigHiCcTs,
PiZHOMAHITTS).
—  Moayns eizyamzanii Bigobpaxae kapty B Unity. 103B0ME NepeBipUTH piBeHb BpyuHY abo aeTomamuHo (depes pathfinding).

Python-anam THKa 3aCTOCOBYE ThCA 111 30epeiKeHH A CTATHCTHKH, T00yI0BH rpadikiE AHHAMIKH HaBYaHHS TA aHAI3Y

PEVILTATIE.
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Onuc nporpaMHOro 3abe3nedyeHHs, 110 6yJ10
BUKOPUCTAHO Y JOCIIKEHHI

Jlna npoBeeHHA eKCrIepyM eHTAIBHOT O JOCHI [UKeHHA e) eKTHBHOCTI 3acTocyBanHa anropurMmy Q-Learning v sapaui

MIPOLIEAYPHOI TeHepali irpoBIK piBHIE OYJI0 EMKOPHCTAHO BilIIOBi AHe [IporpaMHe 3abesredeHHs, Mo 3adesrnedye MOBHIET LIMKIT

MOJIeIIFOBaHHA . CUMYIIALII Ta aHani3y. B 4KocTi OCHOEBHOrO cepeZoEMma po3poOKI EMKOPHC TaHO:

Unity Editor (Bepcis 2022.3.35f1) - ax nmnardopma ana CTEOpEHHA. Bizyamnizalii Ta TECTYBaHHA PiBHIB.

OcHOBHI IHCTPYMEHTH Ta MOBH:

C# ((NET Standard 2.1) - ans peanisauii areHTis, Joriku redeparyi, Q-tabnuiy ta B3aemozii 31 cepeOBUI eM.
Python 3.11 - nna cratmcTi4HOrO aHamizy Ta ModOyAoEM rpadikie.

Matplotlib, Pandas - 6i0mioTtexu ana obpobkw it Bizyanizalii pesyIsTaTie.

Unity Tilemap API - nna nobyzoen aoEMMipHUX PiEHIE ¥ popMmaTi ci TKIL

A Pathfinding (Unity) - ana nepesipky HAIEHOCTI ITPOXiJHOrO Mapm pyTY Ha 3T eHepOBaHii KapTi.

OObparmii cTeK TEXHOJIOT i 103BOJIME [TOBHICTIO Pealli 3VBaTH LIVKJI F'eHepalli, HaBYaHHA ar eHTa Ta aHaliza AKOCTi pe3yJIbTaTiB.

= —

) G

no

3MiCT IpoBeeHOro eKCIepUMEHTY

Jlna ouiHEM e eKTHBHOCTI poDOTH areHTa, Mo HaB4aeThcq 3a anmroputmom Q-Learning, 6vio nobynoeaHo MociigOBHY IPOLIENYDPY

BUMipPIOBAHHA AKOCTi 3T €éHEPOBAHVX PiBHIE Ta AMHAMIKW HABYaHHA .

OcHoBHI eTanu:

3arycK cucTeMu v cepegoenmi Unity 3 diKcoBaHMMM ITOYATKOBMMM YMOBaMHU (pO3Mip KapTH, CTPYKTYpa, Habip Aiit);
npoeenenHs 200 enizonie HaEYaHHA 3 aB TOMATHMHYHUM JIOT VEAHHAM KJIFOYOBHX ITOKA3HUKIE Ha KOKHOMY KpPOLL;
30epeskenns pesvibTanie HagyaHua v CSV-popmari;

0bpobka Ta arperaria naHux v Python 3a mormomororo Pandas;

rnobynoea rpadiKie 3MiHM [TOKAZHUKIE (KUIBKICTE BOPOTiB HA PiBHI, BiICOTOK KJIITHH ITJJIOTH, KiBKICTh CKapOiB Ha piBHi) 3a

nortomororo Matplotlib;

[TOBTOPEHHA eKCIIePUM eHTY 3 pasy A4 MepeBipKy CTabimbHOCT] pe3yIbTaTie;

OxpeMo OLIiHEeHO BIUIME pi3HUX TilleprapaMeTpie (£, ¢, Y) HaMBHUAKICTH i AKiCTh HABYAHHA areHTa.

— —
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Pe3ysibTaTh eKCIEpUMEHTY

Cellular Automata Cellular Automata + Q-Learning

Pe3ysibTaTH eKCIEPUMEHTY

KinbKicTb Boporie Ha piBHi

40 4 Cellular Automata
— Q-Learning
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Pe3ysibTaTu eKCIepUMEHTY

BiACOTOK KNITWH NiANOrY Bif 3aranbHoi KiNbKoCTi
70 4 —— Cellular Automata

software 11
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Pe3ysibTaTu eKCIepUMEHTY

KinbkicTb ckapbis Ha piBHi
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AHaui3 OTpUMaHUX pe3yJibTaTiB

MeToro pocuimkeHHs Oyia pospobka Ta anpo0dariia Mojel MPOLIeAYPHOI IeHepalli piBHIB 13 BuKopucTanHaM Q-Learning.
Peanizopana cucreMa 103B0IMIA JOCATTH LIfel METH, ar eHT yCIIill HO HAap4aBCd HaJaHuM ITpasriaM i MoaniKyEas piBHi ariIHO 3 3aJaHNMK
KPUTEPIAMH AKOCTI .

V mpotieci HaBYaHHA OYIIO JOCATHYTO 3pOCTAHHA CepeHb Ol BUHArOpOAM, 3M eHII eHHA KiIbKOCTI KPOKIB 10 ITPOXiTHOrO PiBHA, a
TaKOX 3pOCTAHHA CTAbIMBHOCTI pe3yiabTaTie. JaHi CBin¥aTs IO 3[aTHICTh ar eHTa ajarTyBaTH CEO MOBEiHKY 0 [TOCTABIeHUX LILIeiL

Q-Learning npogeMoHCTpYEaE ed) eKTUBHICTh V 3aJa4i TOKPOKOBOI OITTHMI 3allii irpOBOro piBHA Ha OCHOE 3BOPOTHOT O 3B A3KY.
Haiikpam i pezyasTaTi OTpHMMaHO Ipy DanaHci Mix Jocii mxeHHAM cepegoenma (exploration) Ta ekcruryaratiero sHaHb (exploitation).

PesynsTath MiATEepIKYIOTE AOLIIBHI CTh 3aCTOCYBaHHA HABYaHHA 3 ITiIKPiIUIEHHAM ¥ KOHTEKCTi reHepalii pieHie. Pobora
IEMOHCTPYE MPaKTHYHY peali 3alljio TeopeTHIHNX Mopeneit RL y peansHomy reiiMzeB-cepe IOBMII. MO PO3M MPFOE MOMJIMEOCTI

amanTHBHOTO TelfMAN3aiHy .
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BUCHOBKMU

OTpHuMaHi pesyJIbTaTH AeMOH CIPYIOTh PealiCTHYHICTh Ta IPHKIAaAHY KOPHCHICTh OOPAaHOTO MiAXOAY: areHT Ha OCHOBi
Q-Learning 31aTeH TOKPOKOBO MOKPAIIYBaTH CTPYKTYPY PiBHA BiANOBIAHO IO 3aJAHHX METPHK, 3a0e3meuyroun npoxXiaHicTs
Ta irpoBy noriky. Peanisanis v cepenosui Unity minTsepauna TexHiyHy 3AifCHEHHICTD i IPaKTHYHY OPHAATHICTh MOZAENL
714 3a0a4 TedMIau3aiy.

Pospotuernil miaxin Moxe OyTH afanTOBaHHH s OiNbII CKIafHEX iTPOBHX cHeHapiis abo MacmTaboBaHHX
CIpYKTYP. ¥V MaiiOyTHIX DOCTimKEHHIX DONiIbEO POSIISHYTH:

—  Graph Q-Learning - ans poOOTH 3 piBHSMH, IPeACTaBISHH MH SK IpadH, a He CiTKH;
—  Deep Q-Networks (DQN) - ans HaBYaHHA B CePeJOBHINAX i3 BEIHKOIO KITbKICTIO MOKIHBHX CTaHiB 0e3 SBHOTO
Q-TabnHYHOTO MOAAHHA.

Lle BiIKpHBAE MePCIeKTHBY AN CTBOPEHHS OLNbII THYUKHX, KOHTEKCTHO-3ale)KHHX TeHeparopiB piBHIB, O 3AaTHI

afjanTyBaTHCS OO CKIAIHINMX iIrpOBHX CHTYaliil y peanbHOMY Haci.

== .
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