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This work investigates the application deep reinforcement learning (DRL)
for creating adaptive behaviors in modern video game development. The paper
analyzes the evolution from rigid scripted Al to autonomous agents capable of
physically accurate locomotion. Using the development expirience of ARC Raid-
ers created by Embark Studio as a primary case study, an evaluation is performed
on how agents develop emergent movement strategies based on mass, inertia, and
sensory observations. Additionally, skill-balancing mechanisms, such as the
Skilled Experience Catalogue, are briefly explored to demonstrate the adjustment
of NPC proficiency in real-time. The study concludes that machine learning-
driven approaches significantly optimize development pipelines by reducing the
reliance on manual animation authoring, while also enchancing gameplay realism
and fostering unpredictable interactive experiences.

Tpancdopmartis Bifeoirop y ckiaani mu@poBi €eKOCUCTEMHU 3yMOBHUIIA TIO-
IIYK HOBUX METOJ(IB yNPaBIIiHHS BIpTyalbHUMHU 00’ ekTamu. CydacHa iHIyCTpis
reiiMIeBy MOCTYNOBO BiJIMOBIISIETHCS BiJl JETEPMIHOBAHMX aJTOPUTMIB Ha KO-
PUCTh JWHAMIYHUX CHUCTEM Ha OCHOBI TJIMOMHHOTO HaBYaHHS 3 IIiJIKPITUICH-
M (Deep Reinforcement Learning, DRL). Bukopuctannst DRL no3Bosisie cTBO-
PIOBATH MEPCOHAXKIB, YU OBEAIHKA (DOpMY€EThCs O€3M0cepeAHbO B MPOILIEC] B3a-
emMoii 3 pi3uUHUM cepeoBuIIeM [2].

[{eHTpaJbHUM MOHATTAM Y LM Mapagurmi € NpOrpaMHUNA «areHT» — aBTOHO-
MHa CYTHICTb, 3/1aTHAa CIIPUMMATH CTaH OTOYEHHS Ta BUKOHYBATH JIii JJIST TOCST-
HEeHHs noctaBieHoi meTu. Ha BigMiny Bin Tpaautiiinoro LI, areHT y cucremi
MAIIMHHOTO HaBYaHHSA JIi€ TIOJIOHO J0 KUBOTO OpraHizMy. Xo4a MaTeMaTUIHUM
dbyHmameHToM TyT € MapKoBchbkuil mporec npuiHATTS pimeHb (MDP), akiieHT
3MIITYETHCS HA peaizaliito Gi3uIHO KOPEKTHOI JOKOMOIII, /e areHT CaMOCTIHHO
BU3HAYA€ ONTUMAJIbHI TATEPHU PyXY, aHATI3YIOUM HACTIAKU CBOIX Jiil yepe3 cu-
CTEMY 3BOPOTHOTO 3B 53Ky [4], [5].

HaBuanns arenra 6a3yeThcsi Ha MaKCUMi3allii CyMapHOi O4iKyBaHOT BUHATO-
ponu 1. Y Cy4acHHX MPOEKTAaX I BEIMYWHA YaCTO € KOMOIHOBAHOIO JJISI OJTHO-
YACHOT'O JIOCSTHEHHS KIJIbKOX ITLICH:

7 = wrf + werf
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V wiii Mmozeni ckinanosa 1 Bimmosinae 3a imiTariline HABYAHHS — HACKLIBKH
pyX are’Ta noAiOHUHN 10 €TaJOHHUX JaHUX (Hampukias, mpodeciitHo 3arnucaHoi
aHimanii pyxy momuan). CkianoBa 7° XapakTepusye eeKTHBHICTh BUKOHAHHS
KOHKPETHOTO irpOBOT0 3aB/IaHHS (MIEPEMIIIICHHS J0 11111, yTPUMaHHS PIBHOBArH).
Barogi koeillieHTH @ A03BOJIAIOTH PO3POOHUKAM TOHKO OajJaHCyBaTH MIXK Bi3y-
aBHOIO JIOCTOBIpHICTIO Ta ¢yHKIIoHANBHICTIO. [lomiTuka niii arenta m(als)
pearnizyeThCs uepe3 rIuboKy HEMPOHHY MEpPEexXy, SKa 3a3BUYail OMHUCYETHCS MMO-
BIPHICHUM PO3MOLIOM:

n(als) = N(u(s),Z)

ne u(s) BU3HA4YaAE cepeHE 3HAUYCHHS [I1i, pO3paxoBaHE MEPEKEI0, a X JTI03BOJISE
cucTeMi 30epiratu neBHUM piBeHb BapiaTUBHOCTI. Lle rapanTye, o nepconax He
OyJie AiSTH 3aBXIM OJHAKOBO, 1[0 KPUTHUYHO BaXKJIMBO JJISI 3alI00IraHHs Mepei-
6auyBanocTi NPC y B3aemoii 3 rpaBuem [3].

Oxkpim (pi3uuHOi JIoKOMOLIi (ITPoLeCy PyXy), MAallMHHE HABYAaHHS BIAKPH-
Ba€ IMIMPOKI MOKIMBOCTI JJIS aJIalITUBHOTO OajlaHCyBaHHS ckiagHocTi (Dynamic
Difficulty Adjustment). OqauM 13 HaO1IBII IHHOBALIMHUX MEXaHI3MIB Y I
ctepi € Bukopuctanusa cuctemu Skilled Experience Catalogue (SEC). Leit mia-
X171 6a3y€ThCS Ha CTBOPEHHI «KaTaJOTy JOCBIIY», IO CKIIAIA€Thes 13 cepii 30e-
PEXEHUX CTaHIB HaBUYaHHS HEUPOHHOT MEpEeXi areHTa Ha Pi3HUX eTarax Horo
nigroroBku. Skmo NPC BukoHye 3aBnanHs 3aHaaTO €PEKTUBHO, CHCTEMA MOXKE
aBTOMAaTUYHO 3MIHUTU WOTO MOJITHKY Ha OLIbII PaHHIO, «MEHII JIOCBIAYEHY»
Bepcito. Lle no3Bossie miaATpUMyBaTH rpaBlis y cTaHl «noToky» (flow state), 3a-
Oe3reuyroun 1eanbHuil OalaHC MK CKJIaJIHICTIO T'PU Ta peajJbHUMH HaBUUKAMHU
KopucrtyBaua [4].

JIJ1st OI[iHKY MEePCTIEKTUBHOCTI TIOTOYHOTO CTaHy areHTa BUKOPHCTOBYETHCS
¢dyskis miHHOCTI V (), fIKa MPOrHO3y€E OUiKyBaHy CyMy MailOyTHIX BUHAropo
3 ypaxyBaHHSM Koe]illi€eHTa JUCKOHTYBaHHS Y

Came 1meil MexaHi3M JISKHTh B OCHOBI €(eKTy «IHCTHHKTY camo30epe-
XKEHH», sikui crioctepiraethes B mpoekti ARC Raiders Bigm Embark Studios.
ATeHT aHaJi3ye pU3UK MalIHHSA SIK CTaH 3 HU3bKOIO MailOyTHHOIO IIHHICTIO 1 TOMY
JUHAMIYHO 3MIHIOE TMOJIOKEHHS HIr a00 MEpPeHOCHUTh Bary Ha BIIUIUI YACTUHU
KOHCTPYKIIIT TICJsl OTPUMAHHS MOIIKOKEHb [ 1].

Oco0nuBOro 3Hau€HHd MalllMHHE HaBYaHHs HaOyBae y cdepl renepauii
¢bi3nuHO nMpaBaONOAIOHOT aHIMaIlli Ha cKitagHoMy penbedi. Y npoekti ARC Raid-
€rs po3pOOHUKH MOBHICTIO BIIMOBHJIMCS BIJl CTAaHJAAPTHUX aHIMAI[IHHUX ITUKJIIB,
HAJaBIIM HABYECHUM areHTaM MOBHUN KOHTPOJIb HAJl BJIACHOIO JIOKOMOIIIELO.
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ATEHTH CIIPpUIIMAIOTh BIpTyaJIbHUH CBIT uepe3 cuctemy «observationsy, Bukopu-
CTOBYIOYHM TUCSYi HeBUIUMHEX ITpomeHiB (Line Tracing) amns ckanyBaHHS penbedy
HaBkoJio cebe. I1ig yac TpeHyBaHHs MapaMeTpy HEMPOHHOI Mepexi 6 MOCTIHHO
OHOBJIIOIOTHCS 32 JOTIOMOTO0 TPa/il€EHTA MOJTITHKU:

Vel(6) ~ ) Vylogmy(aclsoR,
t

[le MaTeMaTHUYHO OMUCYE TPOILIEC 3aKPIMJICHHS BAAINX IMaTepHIB pyxy. B pe-
3yJbTaTi BUHUKAE CaMOOPTraHi3oBaHa aJallTUMBHA IMOBEAIHKA: areHT CaMOCTIIHO
BUNTHCS OalaHCYBaTH Ticiis BHOYXiB ab0 BTpaTH €JIEMEHTIB KOHCTPYKII, 110
CTBOPIOE BPaKEHHS CIIPaBJIi )KUBOI, IHTEIEKTyaabHOI Mariuau [1, 2].

[TincymoByrO4H, MOKHA CTBEP/IKYBATH, III0 MAITMHHE HABYaHHS JTOKOPIHHO
3MIHIOE apXiTeKTypy Ta (Qinocodiro mpoektyBaHHs Bigeoirop. Ilepexim Bix
YKOPCTKHUX CKPHITIB 10 aBBTOHOMHHX 1HTCJICKTyaJIbHUX are¢HTIB, 3JaTHUX J0 HaB-
yaHHs, (13M9IHOI aganTaIlii Ta JMHAMIYHOTO OalaHCYBaHHS HAaBHUYOK, JTO3BOJISE
CTBOPIOBATHU >KHMB1 1HTEPAKTUBHI CBITU 3 O€3MPELEACHTHUM PIBHEM 3aHYpPEHHS
rpaBis [2].
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