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PEDEPAT/ABSTRACT

[TosicHrOBasTbHA 3amucKa 10 KBaidikamiiaoi podotu: 71 c., 2 Tabdu., 32 puc.,
44 mxepena.

IITYYHUI _ IHTEJIEKT, HEKEPOBAHMI TTEPCOHAX, JEPEBO
I[TOBEAIHKH, HEUPOMEPEXI, UNREAL ENGINE 5.

0O06’exToM poOoTH € HekepoBaHi niepcoHaxi abo NPC, mo ¢GyHKIIOHYIOTH B
IrPOBOMY CEpEIOBHILII.

Mertoto pob0oTH € AOCTIHKEHHSI CydaCHUX METOJIIB CTBOPEHHS pealiCTUYHOI
noBeainku NPC 3a monomororo 3aco6iB mryyHoro iHTenekTy B Unreal Engine 5.

Y po0OTI pO3TASHYTO €BOIIOLII0 MIAXOAIB 10 po3poOku moBeainku NPC,
BIJI CKPHUIITIB 1 CKIHYEHHMX aBTOMATIB JI0 THYYKMX CHCTEM Ha OcHOB1 Behavior
Tree Tta Environmental Query System. IloBeniHka nepcoHa)<iB aHATI3Y€eTbCS 3
TOYKHU 30pYy aJalTUBHOCTI, JUHAMIYHOCTI B3a€MOJIIi 3 IpaBLEM Ta €(PEKTUBHOCTI
pearyBaHHs Ha 3MiHHI YMOBH IrpoBoro cepefoBuia. Oco0yrBy yBary mpHUalIEHO
MOKJIMBOCTI ~ IHTErpamii METOAIB MAaIIMHHOTO HABYaHHSA [UJIl CTBOPEHHS
CaMOHABYaIbHHUX areHTIB, 3JaTHUX aaNTyBaTHCS J0 IrPOBOTO MPOIIECY HA OCHOBI
JIOCBI]TY.

VY pesynbrari po60oTH CHOPMOBAHO YSBJICHHS MPO KIIOYOBI 1HCTPYMEHTH
peamizamii iHTeNnekTyaiabHOi moBemiHKH NPC Ta OKpeclieHO TepCleKTUBU
BIIPOBAHKCHHS HEMPOMEPEKEBUX MIAXO/IB Y CyH4acHIH IrpoBii iHIYCTPIi.

ARTIFICIAL  INTELLIGENCE, NON-PLAYABLE CHARATER,
BEHAVIOR TREE, NEURAL NETVORKS, UNREAL ENGINE 5.

The object of the work is non-playable characters or NPCs functioning in a
game environment.

The aim of the work is to explore modern methods for creating realistic NPC
behavior using artificial intelligence tools in Unreal Engine 5.

The work examines the evolution of approaches to NPC behavior
development, from scripts and finite state machines to flexible systems based on
Behavior Tree and the Environmental Query System. NPC behavior is analyzed in
terms of adaptability, dynamic interaction with the player, and responsiveness to
changing game conditions. Special attention is given to the potential integration of
machine learning methods to create self-learning agents capable of adapting to
gameplay based on experience.

As a result, the work outlines the core tools for implementing intelligent
NPC behavior and highlights the prospects of applying neural network approaches
in modern game development.
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CepeOBHIIE

UES — Unreal Engine 5; irpoBuii py1mii

NavMesh — Navigation Mesh (uaBirariiina ciTka); CTpyKTypa, sSiKa JI03BOJISIE
NPC nepecyBaTucst y IpocTopi I'py 3 ypaxyBaHHAM MEPEIIKO

RPG — Role-Playing Game (poswoBa rpa); >kaHp Bimeoirop, y sSKoMy
rpaBellb KePYe nepcoHakeM abo rpyroro MepCoOHaAXKIB

AAA — Triple-A (AAA-piBeHb); TO3HA4YCHHS BIJIEOIrOP 3 BEJIUKUM
OIOPKETOM, BUCOKOIO SIKICTIO Ta MAaCIITAOHOIO PO3POOKOIO

GAS - Gameplay Ability System (cucrema irpoBux 31ai0HOCTEH);

dbperimBopk Unreal Engine 111 cTBOpeHHS 3410HOCTEH



BCTYII

VY cydacHiil irpoBii 1HAYCTpii OAHMM 13 KIIIOUOBUX 3aBJaHb € pPO3pOOKa
pealicCTUYHOI TOBEIHKH BIPTyaJIbHUX MEPCOHAXKIB, sIKI B3a€EMOIIOTH 13 TPaBIEM
Ta HaBKOJIMIIHIM cepeoBuiieM. HekepoBaHi MepcoHaxki — II€ TEPCOHAXI, MO0
(GYHKIIIOHYIOTh Ha OCHOBI 3aJaHUX aJrOpPUTMIB Ta MPUIUMAIOTH PIIICHHS
BIJIMOBIHO JI0 IPOTPaMHUX CILICHAPIiB.

[lepuri metonu po3podku noseninku NPC rpyHTyBanucs Ha BUKOPUCTaHHI
CKPUIITOBUX CHCTEM Ta CKIHUEHHHUX aBTOMATiB. Taki MIIXOJU Majd HHU3KY
CYTTEBHX OOMEXEHb, 30KpeMa BIJICYTHICTh aJalTHUBHOCTI O 3MIHHUX YMOB T'pH,
JTHIMHICTh A1 Ta oOMexeHa B3aeMoJisl 3 rpaBleM. Uepes 1i HEIOIIKM MocTalia
HEOOX1THICTh BIPOBAIKEHHSI OUTBII THYYKUX CUCTEM IITYYHOTO 1HTEIICKTY.

OpnHuM 13 HalOLIBII NOMKUPEHUX MEXaHI3MIB yIpaBiaiHHS noBeaiHKo NPC
e cucrema Behavior Tree. Bona no3Boiiie (opmanizyBatu Mpouec NpUUHATTA
pillIeHh NUIIXOM IMOOYJOBH JepeBa JIOTIKH, IO BHU3HAYA€E TOCIIJIOBHICTh 1N
NEePCOHAXKa 3aJ€XKHO BiJ 30BHIMIHIX (aktopiB. [IpoTe mel miaxia, monpu HOro
CTPYKTYpPOBaHICTh, Ma€ OOMEXEHHSI, TTOB’s13aH1 3 (PiIKCOBAHUMHM IIPABHIIAMH, SIK1 HE
BPaxOBYIOTh IMHAMIYHI 3MiHU B IFPOBOMY CEPEIOBHUIIII.

Jlns migBuIeHHs piBHA aBTOHOMHOCTI NPC BHUKOPHUCTOBYETHCS CUCTEMa
sarmuTiB A0 cepenosuma (Environmental Query System, EQS), mo mo3Bosse
NEepPCOHAKaM 3/1MCHIOBATH aHajl3 OTOYEHHS Ta NPUIMaTH pIIIEHHS Ha OCHOBI
oTpuMaHux naHux. Ll cuctema € 0coOIMBO €pEeKTUBHOIO B CKIAJAHHUX CIEHAPIfX,
Jie HEOOX1IHMM aJanTUBHUN TMOIIYK ONTHUMAJIbHUX TOUOK MEPECYBaHHS, YKPUTTS
abo B3aemoxii. 3actocyBaHHa EQS crmpusie CcTBOpeHHIO OUIbLI MPUPOIHOL
noBefinku NPC, poOnsum ixHi aii MeHI mnependadyBaHuMH sl rpaBit. EQS
JTI03BOJISIE BPAXOBYBAaTH JAWHAMIYHI 3MIHM B ITPOBOMY CEPEIOBHILI, IO POOUTH
MOBEAIHKY NEPCOHAXKIB OLIbII THYYKOIO Ta PeajliCTUYHOIO.

Kpim Ttoro, mepcrnexktuBHUM HampsiMoM y po3podbmi NPC e inTerparis
MAalIMHHOTO HABYaHHSA, fK€ B MaillOyTHbOMY MOXKE 3a0€3MEeYUTH MOXKIJIUBICTh

HABUaHHS TEPCOHAXIB HA OCHOBI I1XHBOI B3a€EMOIli 3 TpaBIEeM Ta ITPOBUM
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cepenoBuiieM. He3Baxkaroum Ha Te, 1O Hapa3l TaKUl MiAXiA HE € IIUPOKO
BIPOBA/PKCHUM Yepe3 BHUCOKY CKIIQJIHICTh peajizalii Ta 3HauyHl OOYHCIIIOBAIbHI
BUTpAaTH, y MalOyTHbOMY BIH MOXE CTaTH KIIOYOBHUM I1HCTPYMEHTOM JIJIst
CTBOPEHHS OLITBII JUHAMIYHHX 1 pealiCTUYHHUX ITPOBUX BCECBITIB.

[HTerpallist anroOpuTMIB MITYYHOTO IHTEICKTY BIAKPHUBAE HOBI MOXKIIUBOCTI y
po3po61ti NPC, mo3Boisioun nmepcoHaxkaM 3MIiHIOBATH CBOIO TIOBEAIHKY Ha OCHOBI
OTPUMAHOTO JOCBily. BukopucTtanHs HeWpOMEpe:KeBHX MOJIeJel Ta METOIIB
MIKPITIIICHOTO HABYAHHS J1a€ 3MOTY HE JIUIIE MiABUIIUTH PIBEHb PEATICTUIHOCTI,
asie ¥ 3a0e31e4YnTH NOCTYNOBY a/IallTalll0 NEPCOHAXKIB 10 HOBUX YMOB I'PH.

BnpoBamxenns intenekryaibHux NPC 3Ha4HO MiABUIILY€E PIBEHb 3aHYPEHHS
rpaBls y BIpTyaJdbHUN CBIT, 3a0€3MEUyH0YM CKJIAHINII Ta OLIbII 1HTEPAKTHUBHI
CleHapli pO3BUTKY MOAIN. Y TNepCcrneKTUBl PO3BUTOK aJAaNTUBHUX arcHTIB
HITYYHOTO 1HTEJIEKTY JIO3BOJIUTh CTBOPIOBATM JHMHAMIYHI ~CHUCTEMH, IO
3MIHIOIOTBCSL y BIANOBIAb Ha [li TpaBls, HAJAlOUd KOKHOMY KOPHCTYBaudeBl
YHIKQJIbHUN JTOCBIJ.

TakuM 4YMHOM, BUKOPUCTAHHS IITYYHOI'O 1HTEJIEKTY BIJITPA€E KIOYOBY POJIb
y MOJIEpHi3allli Cy4yacHUX B1JI€OITOp, CIIPUSIOUN MEPEXOy Bl CTATUYHUX MEXAHIK
0 CaMOHAaBYAJIBHHUX CHCTEM, IO CYTTEBO PO3MIMPIOIOTh  MOKJIMBOCTI

IHTEPAKTUBHOCTI Ta PEaTiCTUYHOCTI IFPOBOTO MPOIIECY.
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1  3ATAJIBHI IPUHIIUIIA NOBYJOBU IHTEJEKTYAJIBHOI

IHHOBEJAIHKMN HEKEPOBAHUX ITEPCOHA’KIB

1.1 Tlonstts ta ponas NPC y cydacHux Bimeoirpax

VY KOHTEKCTI CydacHOi 1HAYCTpii Bifeoirop HekepoBaHi nepconaxi (Non-
Playable Characters, NPC) € kirouoBuM eneMeHTOM, M0 3a0e3reuye HaCHYSHICTD 1
peanicTuuHicTh irpoBoro cBity. NPC — 1ie nudpoBi areHTH, siki (GyHKIIOHYIOTh 3a
MeKaMH TPSIMOTO KOHTPOJIIO TPaBIsl Ta AIFOTH 3TiAHO 3 TONEPEAHHO BU3HAYCHUMHU
AITOPUTMaMH 200 THYYKHMHU CHCTEMaMH IITy4YHOro iHTenekTy [1]. Bonn MoxyTh
BUKOHYBATH SIK TIPOCTI 3aBJaHHs, HAIPUKJIA 03BYyUyBaTH PEILTIKK HA TPUTEP, TAK 1
CKJIQJH1 pOJIl, TaKl K CYIyTHHUKH, [0 aJaNTylOTh CBOIO MOBEAIHKY 110 J1i IpaBL
a00 3M1H HABKOJIHUIITHHOTO CEPEIOBUIIIA.

Ha mnouatkoBux cramiax eBomomii Bimeoirop NPC BUKOHyBamu polib
CTATUYHUX EJIEMEHTIB, TMEPEBAXXHO CIYTYIOUM JMIIE YaCTHHOIO OTOYEHHS abo
JoKepesioM eremMeHTapHoi iHpopmarii. Y kinacuuyaux RPG takoro tumy nepcoHaxi
3a3BUYail MOBTOPIOBAIM OJHY M Ty K PEIUIIKY MiJ 4Yac KOKHOI B3aemomii. Lleit
NIAX11 TPYHTYBaBCS Ha CIPOIICHIM JIOTILI 1 KOPCTKO 3ajieXkaB Bl CLIEHAPHOTO
nponucy. Ilpore 3 MOCTYNOBUM yIOCKOHAJEHHSM KOMIT IOTEPHOI 1HXKEHepIii,
QITOPUTMIB IITYYHOTO IHTENEKTY Ta MiIXOIB A0 reMMIn3aiiHy (PyHKIIOHAIbHICTb
1 cknaanicte NPC 3HauHO posmmpunncs. Boun HaOynu 31aTHOCTI 10 YMOBHOTO
MPUAHATTS pillieHb, BUKOHAHHS MATPYJIbHUX MapIIPyTiB, pearyBaHHS Ha 3BYKH 1
Bi3yaJbHl  CTUMYJM,  JIOTPUMaHHs  BJIACHUX  IIOACHHUX  PO3KJIAMIIB,
3armam’ITOBYBaHHS MOJ1d MUHYJIOTO TOIIIO.

VY crpykrypi Bigeorpu NPC M0OXyTh BUKOHYBAaTU (DYyHKIIIIO SIK JTOTIOMDKHHX,
Tak 1 kiouoBux mnepcoHaxiB. [omomikai NPC copusitors atMmocdepi rpu,
CTBOPIOIOTH €()eKT HACEJICHOTO CBITY, HAITOBHIOIOTH MICTa MENIKAHIISIMH, TPAIOTh
posb mpojasliB abo KiieHTiB. IXHA MOBeiHKAa 3a3BMuYaii KepoBaHA HPOCTUMH
npasuiamu. Hatomicte ocHOBHI NPC MOXyTh OyTH 1IHTETPOBaHI B CIOXKET 1 HaBITh

BIUIMBATU Ha XiJ noAii. [Ipukinagamu MOXKyTh OyTH COIO3HUKU B OOMOBHUX MICISX,
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aQHTaroHICTH 3 BJIACHOIO MOTHBAIIIE€I0, 00 T1 XTO Ja€ TPABIEB] 3aBJaHHS Ta 3MIHIOE
JI0 HbOT'O CTaBJICHHS 3aJIEKHO BiJl OTIEPEHIX PIllICHb.

Opniero 3 kmodoBux ocobmuBocTeit cydacHnx NPC € ixHS 31aTHICTB
B3aEMOJIISATU 3 HABKOJMIIHIM cepepoBuiieM. Y Oaratbox irpax NPC moxyTb
po3yMiTu Tomorpadio KapTd, YHHKATH MEPElIKOJ, BHUKOPHUCTOBYBATH YKPUTT,
3MIHIOBATH MICII€ TUCIIOKAITIi 3aJIC’KHO BiJ] 4acy 00U 9H 3arpo3.

Oxpemo caig Bugiut poiab NPC y moOyaoBi HapatuBy. 3aBIsSKH JETAIBHO
MPOMMCAHUM CICHApisIM 1 eMOIlWHIA aHiMamii, cucTeMaMm [JiaJioriB Ta
BapiatuBHOCTI peakiiii NPC craroTh mocepeTHUKaMHu €MOIIIHHOT B3a€MO/I11 TpaBIs
3 IrPOBUM CBITOM. Y MPOEKTAX 13 BIAKPUTUM cBiTOM, Takux sik The Witcher 3, Red
Dead Redemption 2 yu Cyberpunk 2077 NPC He nuiie «pearytoTb» Ha rpaBLs, a i
MaroTh BJIACHI moieHHI pyTuHH (puc. 1.1), yHikanbHi aianoru (puc. 1.2), ictopii Ta
TIOBEJIIHKY, 1110 3MIHIOETBCS 3aJICKHO Bijl IrpOBOTO KOHTEKCTY [2].

CyuacuHi miaxomu pgo peanizanii NPC Bce Oinbllie Opi€eHTOBaHI Ha
nepcoHanizaii focBiay. Irpu MmoxxyTh reHepysatu pizHi Tunu NPC 3 yHiKaIbHUMU
Ha0opamMu TapaMeTpiB, 110 3MIHIOIOTHCS B 3aJ€KHOCTI Bif Al rpaBus. Croau
BXOJIUTh CHCTEMa Mopaii abo permyTaillii, 3B A3KiB M)XK MTEpCOHaKaMu. Y 0araThox
RPG B3aemunu 3 NPC MOXyTh MaTu TOBrOCTPOKOBI HACHI/IKH, SIKI BIJTMBAIOTh Ha

eMnuIor rpu abo X1 MOAiN.

Pucynoxk 1.1 — Ipuxnax posnopsaxy mast NPC y rpi Red Dead Redemption 2
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Pucynok 1.2 — Ipuxnan Bubopy Bianosine# y miangorax y rpi Cyberpunk 2077

He menm BaxknuBoro € poinb NPC y GoitoBux cuctemax. ¥ mrytepax, CTesic-
irpax a6o TaktmuHuX RPG BOHM MOXYTh [IATH SIK HPOTHUBHUKUA 3
1HMBITyaJIbHUMU 1a0JIOHaMU TTOBeIIHKU. Hanpukiaa BOpor Moxke BTIKATH, SIKIIO
Horo cunmu MeHin abo BUKIWMKATH MIAKPITUICHHS MPU YCBIIOMJICHHHI TepeBaru
rpaBus. 3aBASKU aIrOpuTMaM afanTuBHOI moBeAiHkU Taki NPC 31aTHi 3MiHIOBaTH
TaKTHKY 3aJI€KHO BiJl IPOBOi CUTYaIIii.

Po3BUTOK HaBUaNbHUX areHTIB Ta BIPOBAPKCHHS METOAIB MAIIMHHOTO
HaBYaHHS BiJkpuBae HOBY epy misgs NPC. ¥V MailOyTHbOMY, BOHU 3MOXYTh HE
MIPOCTO pearyBaTu Ha CUTYaIlii, a i CaMOCTIHHO BUBYATH ITPOBUM CBIT, PO3POOISATH
HOBI CTpaTerii, CriBOpaloBaTi ab0 KOHKYPYBaTH 3 TpaBlieM. Bike choroani aesiki
MPOEKTH E€KCIEPUMEHTYIOTh 13 HaBYaHHSAM 3 MIIKPIUICHHSIM, 110 103BoJisie NPC

PO3BUBATH CBOI HABUYKH HA OCHOBI JIOCBITY.
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1.2 IcTopuyHU PO3BUTOK TMIAXOJIB JO CTBOPEHHSI IITYYHOI'O IHTEJIEKTY

HCKCPOBAHOTI'O IICPCOHAKA

PO3BUTOK IITYYHOTO I1HTENEKTY JUIsi HEKEPOBAaHUX IIEPCOHAXKIB TICHO
MOB’SI3aHUI 3 3arajJibHOI0 €BOJIOLIEI0 ITPOBOI 1HIYCTpli. 3 HaWmpocTimHX (HopM
AITOPUTMIB Y KJIACHMYHUX apkKajax 1 7O Cy4YyaCHUX aJalTUBHUX CHCTEM 3
eJIeMEHTaMH MAalIMHHOTO HaByaHHs. Ko)KeH eram JeMOHCTpY€ TOCTYINOBUM
nepexiJl BiJ CTAaTUYHOI 3amporpaMOBaHOi TMOBEMIHKK 10 THYYKOI B3a€EMOJIl MiXK
NPC Ta rpaBiem.

[lepmi NPC y Bigeoirpax 3’sBuiiuca me B 1970-x pokax, Kojiu
OOuUMCIIOBANBHI pecypcH OyaHM HaA3BHYaHO OOMEKEHMMH. IX IOBediHKA
3aJjaBajgach 4epe3 MpOoCTi CKPUIITH, K1 KOPCTKO 3aKOJOBaHI B IPOrPAMHOMY KO/II.
Taki nmepcoHaki BUKOHYBaJIH (pikCOBaH1 Jii y BIANOBIIb Ha KOHKPETHI TPUTEPH.
Hanpuxman, B Pac-Man 1980 poky (puc. 1.3) mpuBuam Manm 3a3aajieriib
BU3HAYCHI MATEPHU PYyXy, SKI IMITYBaJIM «IEPECIiyBaHHs» TpaBlis, aje Ha

CIpaBJli HE aJIanTyBaAJIUCh JI0 cuTyaii [3].

HIGH SCORE
460 12490

Pucynox 1.3 — I'pa Pac-Man 1980 poxy
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[Toni6H1 migxonu Oynu edEeKTHBHI y paMKax TEXHIYHUX OOMeEXeHb, OJTHAK
BCE JXK TaKW HE JIO3BOJISUIM CTBOPHUTH 1UTIO31I0 1HTEJIEKTY YM PO3YMIHHIO CBITY.
[Toseninka NPC Oyna mepemxbauyBaHOO, JIETKO MijaBajiach 3amaM’sSiTOBYaHHIO,
10 3HMXKYBAJIO 3arajibHy TJIMOUMHY TedMILIEIO.

VY 1990-x pokax 3 MOsIBOIO TPUBUMIPHHUX IFOp 1 CKIAIHIIINX MEXaHIK oYalu
aKTHUBHO BHKOpHCTOBYBaTHCH Finite State Machines — ckinuenHi aBTOMaTH CTaHiB.
VY rtakii mogeni NPC mepemukaBcsi MK OOMEXKEHUM HAOOPOM IOBEIIHKOBHX
CTaHiB (TaTpyJIlI0O€ — aTaKye — TIKAe), 3aJIe)KHO Bl yMOB y rpi. Koxen ctan maB
BH3HAYCHI YMOBH BXOY, /ii Ta yMOBH BUXOay B Aifo. Finite State Machines cramu
CTaHJApTOM JUIs 6araThboX >KaHPiB 0cobnmBo y myTepax Ta RPG. Ix peanizauis
Oyna BIIHOCHO TIPOCTOIO, ajie pa3oM 31 3POCTAHHSIM CKIagHOCTI irop, FSM
BUSIBUWJIM CBOi OOMEXKEHHS, BOHU TMOTaHO MacIITa0ylThCs, MOTPeOyIOTh 3HAYHOT
KUIBKOCTI MEpPEeXO/IB MpPH YCKIAOHEHHl JIOTIKM Ta He A03BoJsiIoTh NPC
MOBOJUTHCH «PO3YMHO» Y HemepeadadyBaHUX CUTYaIlIfAX.

Hnst nomonanns oOmexkenb FSM y 2000-x pokax moyanu IIHPOKO
BIIPOBA)KYBAaTHCh JiepeBa pillleHb, SKi 3rojioM TpaHchopMyBaymch y Behavior
Trees, ToOTO AepeBa MOBIIIHKK — CTPYKTYPH, 1[0 OpraHi3oBYIOTh moBeninky NPC
y BUIISAL 1€papxii MepeBIpOK yMOB Ta BIAMOBIAHMX Aid. Llel miaxij 3HAYHO
MIOJIETTIIMB KepyBaHHs CKJIQJIHOIO JIOTIKOI0, a Takok 3poouB nmoBeAinky NPC Ginbi
MOJIyJIbHOIO Ta po3liuproBaHoro. Behavior Trees mBuako cranu iHAyCTpiaabHUM
CTaHJApPTOM Y PpO3poOIll irop, 0COOIUBO MICHs iX IHTErpalii B pyuIii Ha KIITaIT
Unreal Engine Ta Unity. Cepen Binomux npukiaaaie Halo 2 ne Behavior Trees
BUKOPHCTOBYBAJIMCH JIJIsl KOOPAMHAIIT TAKTUYHOI TOBEAIHKU BOporiB, adbo Far Cry
JIe CUCTEMa JI03BOJIsJIa CTBOPIOBATU CKJIAJHI CLEHApli MEepeciiilyBaHHs, MOIIYKY
YKPHUTTIB Ta TPYNOBOI TAKTUKH.

OcHoBHoOMW niepeBaroro Behavior Trees € MOXIMBICTH KOMOIHYBAaTH OKpeMi
€JIEMEHTH TOBEAIHKH, IIBUIKO HAJAroKyBaTH JIOTIKY 1 THYYKO aJlalTyBaTH 3MIHU
y rpi. Ilpore HaBiTHh 1i JepeBa MalOTh CBOI MEXI, BOHHM 3aJUIIAIOTHCS
nepeadadyyBaHUMHM, 1 HE 37IaTHI CAMOCTIMHO 3MIHIOBAaTH JIOTIKYy ©O€3 BTpyYaHHs

PO3pOOHHMKA.
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VY 2010-x pokax 13 pO3BUTKOM MaIlTMHHOT'O HAaBYAHHS MOYAIH MTPOBOAUTHUCS
HepIi eKCIEpUMEHTH 3 BHKOpucTaHHsAM reinforcement learning a6o HaB4aHHS 3
MiAKPITVIEHHSM I CTBOPEHHS areHTIB, SIKI 3/JaTHI CaMOCTIMHO HaBYaTHUCA Ha
ocHOBI1 gocBiay. Takuit miaxia no3oiisie NPC aganTyBaTH MOBEIIHKY B peaIbHOMY
Yaci, He TIOKJIa/Ial0urCh Ha 3a3/aJIeTiIb BU3HAYCHI MPaBHIIA.

[Ipuxnamom € rpa Montezuma’s Revenge, y skiifi areHTH HaBYaJIUCA
MPOXOJUTH CKJAJHI PIBHI uepe3 OaraTopas3oBl cnpoOu. ['apHUM TpUKIIaIOM €
cucremMa mTy4HOro iHTenekry y Alien: Isolation, ne moBenmiHka TOJOBHOTO
NPOTUBHUKA HE € 3a3/Jalieriib 3almporpaMOBaHOI0, a 3MIHIOETHCS JUHAMIYHO
aHAJII3yI0YX TIoTIepe IHi i rpaBis [4].

[Ipore Taki MiAXOAM MOKH IO PIAKO BHUKOPUCTOBYIOTBCS Y BEJIHMKHUX
KOMEPIIMHUX TIPOEKTaX Yepe3 OOYMCIIOBAIbHI CKIQJHOIII Ta HEOOXI1THICTh
JOBrOTPUBAJIOTO HaBYaHHSI. BOHM 3aCTOCOBYIOTHCS TEPEBAKHO B HAYKOBUX a00
EKCIIEPUMEHTAILHUX PO3pPO0KaX 1 3aUINAIOTHCS MEPCIECKTUBHUM HAMPSIMOM IS

JTOCITIIKEHD.

1.3 OcnoBHi miaxoau 10 opranizaitii moseainku NPC

1.3.1 JliniitHO-3aJIeKHA TOBEIIHKA

Y mpoueci  MOJENIOBAaHHS ~ TOBEMIHKM  HEKEPOBAHUX  IEPCOHAXKIB
3aCTOCOBYIOTBCA PI3HI MIAXOAW 10 TMOOYIOBU JIOTIKA TPUUHSTTS PIIICHb.
Crpyxkrypa noBeainku NPC y 6inbirocti BUnaaKiB BiAIOBIIa€ OJHOMY 3 THIIOBHX
NaTepHIB: JIHIIHO-3aJIeKHIM, CTAHOOPIEHTOBaHIN a00 i€epapXiuHiid, HE3AJIEKHO Bij
TEXHOJIOTIYHOTO PIiBHS 4u irpoBoro pyiris. Li miaxomu GopMyroTh OCHOBY AJis
CTBOPEHHS MPOCTUX 1 CKIAIHUX CIIEHAPiiB KOHTEKCTHO-3aJICKHOI IMOBEIIHKA B
Cy4YacCHUX irpax.

JIiH1#iHO-3aIe)KHHUI TUTT TIOBEIIHKN 0a3ye€ThCs HA MPOCTUX IMpaBUiaX: MEBHA

nojisi BUKJIUKAE (PiKCOBaHy peakilifo. Y BUMAIKY KOJU TpaBellb MiAXOAUTH 0
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MepcoHa)xka, TO TOW MOYMHAE TOBOPUTH. Y Takiii MOjiesIl HeMa€e 3MIHHUX CTaHiB abo
THYYKOT JIOT1KH, JIUIIIE MTOCIITOBHICTh M1 SIK1 TICHO 3ajieXaTh Bl YMOB.

Le#t miaxig 3py4HO BUKOPUCTOBYBATH JJIsl CTBOPEHHS CIIEHAPHUX CILIEH abo
MIEPCOHAXIB, IO BUKOHYIOTH OJHOPa30Bi [ii. Ajie Taka cHUCTeMa HE MOXKE
aJanTyBaTHCS MO0 KOHTEKCTY. SIkmio 3MiHuThCs cutyarlis NPC He 3MIHUTH CBOIO
MOBEAIHKY. SIK HACTIOK, IeW THUI BUKOPHCTOBYETHCS JIUIIEC Y IPYTOPSIHUX

B3a€EMO/IiSIX a00 B irpax 13 JIHIHHUM MepeOiromM moii.

1.3.2 CraHoopieHTOBaHa IMOBEAIHKA

CTaHOOpi€EHTOBaHA MOJIEJIb MAa€ BXKE OUIBII CTPYKTYPOBAHUU MIAX1JA SIKUN
no3Bosise NPC mnepeOyBaTu y BHU3HAUEHUX «CTaHaX», MK SKUMU MOXJIUBI
NEPEeXOoI 3aJeKHO BiJ MEeBHHX yMOB. KOXKeH cTaH Ma€ BIacHy MOBEHIHKY, a
nepexiJi MK HUMHU 1HIIIIOETHCS 30BHIIIHIMU YA BHYTPIIIHIMU TOJISIMH, II€ MOXKE
OyTH BTpaTa 3710pOB’sl, MOSIBA BOPOTra, JOCATHEHHS II1JI1.

Taky Mozenb 3pydyHO BUKOPHUCTOBYBATH KOJHU MOBEIHKY MEPCOHAXKA MOKHA
PO3KJIACTH Ha 3pO3YMLII €Talu: «UEKAaE», «BUABUB 3arpo3y», «aTaKye», «BTIKA€»,
«MOBEpPTAEThCA HAa mo3ulito». Jlng peamzamii  Takoi TMOBEAIHKA YacTo
BUKOPUCTOBYIOTbCS TaOJMIIl TEpexoAiB abo JiarpaMu CTaHIB, IO J03BOJISE
BI3yalli3yBaTH JIOTIKY ¥ €()EKTUBHO ii HaJaroHKyBaTH.

OCHOBHOIO  TEpeBarold TAaKOTO TMIAXOAy € HWOro  JIOTIYHICTh 1
KOHTpoJiboBaHiCTh. [ToBeninka NPC 4iTko BU3HAUAETHCA yMOBAMHU TIEPEXOTAY MiK
crtaHamu. [Ipore 31 301LIBIIEHHSAM KUIBKOCTI MOMJIMBHUX CHUTYyalliil, CUCTEMa CTa€
Iy’)Ke TpoMi3nkoro. /[omaBaHHS HOBHX CTaHIB 1 3B’A3KIB MK HUMHU TPHU3BENE 10
YCKJIQAHEHHS MIATPUMKHU KOy Ta 3MeHIeHHs THy4YKocTi. Kpim Toro NPC y Takiii
CHUCTEMI 3aJIMIIAIOThCS TOCUTh NMAaCMBHUMH, BOHU HE IMependayaroTh HACHIJKIB, a

JIUIIIE pearyrTh Ha 30BHINTHI CTUMYJIH.
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1.3.3 lepapxiuHa Ta MOayJIbHA MTOBEIIHKA

lepapxiuamii miaxin no3Bosisie opranizyBatu mnoBeninky NPC y Burmsami
nepeBa ab0 O6araTopiBHEBOI CTPYKTYPH, /i€ BUCOKOPIBHEBI 3aBAaHHS MOIIISIOTHCS
Ha mia3amadi. Taka MOBEMIHKA YacTO peali3ye€ThbCs dYepe3 TaK 3BaHl JepeBa
noseainku abo Behavior Trees.

Iepapxiuna mozens no3Bossie NPC maTu nekinbka akTMBHUX T1JIOK JIOTIKH,
11e BiJIpi3Hs€E i1 BiJ CTaHIB sKI 3a3BUYall € B3a€EMOBHKIIOYHHUMU. [Ipukiagom €
MEPCOHAXK, KN MOXKE OJJHOYACHO YHUKATH MEPENIKOM, CJIIKYBaTH 3a TPaBIEM 1
OILIIHIOBATH BIJICTaHb JO IUJIl. 3aJIEKHO BiJ] pe3yJbTaTiB KOXKHOTO PIBHS aHATI3y
NOBEAIHKA (POPMYETHCS IMHAMIYHO.

[lepeBaramu Takoro mixoay € B MEPIIy Yepry rHyYKiCTh, MACIITAaOOBAHICTh
1 TMOBTOpPHE BUKOPUCTaHHS JIOTIKK. [lOBENIHKOBI TIIKM MOXHA CTBOPIOBATH
OKpEMO, a MOTIM KOMOiHyBaTu MK pizHUMU NPC, TOOTO CTBOpIOBaTH yHiKajabHI
KoMOiHalii 0e3 mepenucyBaHHs BChOTO 3 camoro HyJs. [lmtocom € Toit dakT, 1o
Taka CTPYKTypa JI03BOJISE JIETKO 3MIHIOBATH a00 PO3IIMPIOBATH MOBEIIHKY MiCIIs
JI0/IaBaHHST HOBUX YMOB a00 Jiii 63 mepepoOKr BCi€l CUCTEMH.

[Ipote iepapxiyHi MOJENl BUMArarmTh YITKOI apXiTEKTypu Ta MJIaHyBaHHS.
HenpapuibHo 100Oy/10BaHE JEPEBO MOXKE MPU3BECTH 10 KOHQIIKTIB, 3aI[UKICHHS
ITpOBOi  JIOTIKM ab00 HEOUIKyBaHUX pe3yjbTaTiB. TakoX CHIBHO 3pOcCTae
HAaBaHTAXXEHHS HAa MPOJIYKTUBHICTb, OCOOJIMBO SIKIO B TPl OJHOYACHO AKTHUBHI

necsatkr NPC 13 BeMKOIO KUTBKICTIO JIOTIYHUX TEPEBIPOK.

1.4 CucreMu CpuiHSTTS K OCHOBA aAanTUBHOI moBeniHKU NPC

[Tin yac moOyAOBH IHTENEKTYaJbHOI MOBEAIHKM HEKEPOBAHUX IEPCOHAXKIB
BOXJIMBY pOJb BiAirpaoTh cuctemu crnpuidHarta. Came 3aBnsku HuM NPC
OTPUMYIOTh YSBJICHHS MPO T€, IO BIOYBAETHCS HABKOJIO 1 MPUHUMAIOTh PIIICHHS

Ha OCHOBI 30BHIIIHIX a00 BHYTpIIHIX CTUMYiB. CHOPUHHATTS — LE MICT MIXK
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ICPOBUM CEPEJIOBHUIIEM 1 JIOTIKOIO MOBEAIHKH MepcoHaka. be3 boro KOMIIOHEHTY
OyIp-sika MOJENIb, HE BaXJIMBO YU TO CKPUNT, CTAaHOBAa MallMHa abo JIepeBo
MOBEIHKH, Oy/1e MiATH B 130711111, O€3 peakirii Ha 3MiHy KOHTEKCTY.

Cucrema crpuiinarta B NPC iMiTye 31aTHICT 6auuTH, 4yTH, BIIIYBaTH Ta
aHaI3yBaTH CUTHAIW 3 OToudeHHsA. CHcCTeMa MOKe OXOIUTIOBATH MPOCTI YMOBH
BUSIBJICHHS TpaBlsg a00 CKJIaJAHY MOJENb, IO BPAaxOBYE IIOJI€ 30pPYy, 3BYKOBY
I'YUHICTh, PIB€Hb OCBITJICHHS, MIBUAKICTh 00’ €KTa, KUJIBKICTh IMEPEIIKOJ TOIIO, B
3aieHOCTI Bif 11 ckiagHocTi. Yum Tounime NPC mMoxe «BiqdayTu» CUTyaIlio, THM
MPaBIONOAO0HIIION Ta PEAICTUYHIIIOK Oy/Ie 1Oro MOBEIIHKA.

Hait0Oinpin mommpeHuMy KaHajlaMH CHPUHHATTA € 3ip 1 ciyx (puc. 1.4).
30poBe CIIPUMHATTA JO3BOJISIE€ TIEPCOHAKAM OPIEHTYBATUCS y MPOCTOPI, BUSBISATH
BOPOTiB a00 COIO3HHUKIB, PO3ITi3HABATH 00’ €KTH, a TAKOXX BIJICTE)KYBATH Jii TPABIIA.
Crayx 3a0esmnedye peakifito Ha Moii, IKi MOXYTb BUXOJUTHU 32 MEXI MO 30Dy, e
MOJKe OYTH IIyM KpOKIiB, TOCTPT a00 KUHYTHI 00’ eKT [5]. V meskux Bumaakax, B
3aJIEKHOCTI BiJI MEXaHIK TPH JI0 MOJIEJII MOXKYTh JIOJIaBaTHCS 1HII KaHAIH, TaKl SK

BTy TTs BiOpailii, TemrnepaTypu abo 3MiH y MariuHoMy MOJIL.

Pucynox 1.4 — Ilpuknan 30py (3enenuii komip) i 3ByKy (cuniit komip) NPC y rpi
Shadow Tactics: Blades of the Shogun
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OOMEXEHHICTh € BaXJIMBOK XapaKTEPUCTHUKOI OyAb-SKOi CHCTEMH
cripuiiaatTs. NPC He Moke 3HaTH Bce 110 B1I0YBA€ETHCS Y Tpi, BiH MOBUHEH AISTH
JIMIIIe Ha OCHOBI JOCTYMHOI oMy iHopMarllii yepe3 Ti camu kaHanu. Lle no3Bosse
JIOCSITTH O1IBIIIOT IPaBAOMOA10HOCTI 1, IO HE MEHIIT BAXKJIMBO ()OPMYBATH BUKJIUKH
JUTSL TPaBIls, sIKI TPYHTYIOTbCS Ha YHHKHEHH1 BusiBiieHHA. SIkmo NPC mwutTeBO
pearye Ha MPUCYTHICTh T'PaBIl 0e3 Oyab-sIKOi 3aTPUMKH TaKa MOBEIIHKA 3/1a€ThCS
HEHATYPaJbHOIO.

[Hmmm BaxumBuM acriekToM € nam’ste NPC. Jleski cuctemu po3pobiieHi
TakuM yrHOM, 1110 NPC He mpocTo pearye Ha MOMEHTaJIbHUN CTUMYII, a 30epirae
iH(}opMaIlil0 TPO HBOTO MPOTATOM IMEBHOTO Yacy, SIKAW 3a7a€ PO3POOHUK.
Hanpuknan sikino rpaseiib 3HUK 13 moJist 30py, NPC He 3a0yBae ipo HROTO Ofpasy,
a HAMaraeThCsl BUPYIIUTH JI0 OCTAHHBOTO BIIOMOTO Miclig 200 MPOJIOBKYE MOIITYK,
AKIIO TpaBellb He OyB 3HaiigeH. lle mo3Bosise mnoOOyayBaTH JIOTIKY JJiA
NepeCIIilyBaHHs, JOCIIIPKEHHSI a00 TMOBEPHEHHS 10 3BUYHOI MOBEIIHKH IICIS
HEBJIAJIOTO BUSIBJICHHS.

Takox  cucTemMa  CHOPUHHATTS  JO3BOJIAE  BPAaxOBYBaTH  KOHTEKCT
HaBKOIMIIHLOTO cepenoBuia. NPC Moxke He pearyBaTh Ha rpaBlis, SIKIIO HOTO
MO3HAYUTH K COIO3HUKA a00 HE BBaXKA€ 3arpo30i0. Y IbOMY BUTAIKY BaXKITHBUM
€JIEMEHTOM € He MIPOCTO HASIBHICTb MOJI1, a 11 IHTeprpeTaris.

Ponw cnpuitaarts B nosenidni NPC e oxniero 3 ¢dyHmameHTanpHuX. Came
BOHO BH3HAYa€ Ha IO 3BEPTA€E yBary MEePCOHaX, KOJIM pearye Ha 3MiHy CUTYyarlii Ta
SKI CHTHAJIM BBa)XKa€ 3HAauymuMu. HaBiTh HaWCKIaAHINIT MOJEII IOBEIIHKU
BTpAvarOTh CEHC 0€3 aJIeKBAaTHOTO CIIPUNHATTSA, aJiKe MPpUHATTS pimneHs NPC mae

CIUpATHCs Ha MOTOYHIN, a HEe Ha MOBHIN 1H(OpMaIi.

1.5 TIlocranoBka 3amaul

Bingeoirpu HOBOro MOKOJIIHHS CTaBJSATh BUCOKI BUMOTH JIO SIKOCT1 TOBEIIHKU

HEITPOBHUX TMEPCOHAXIB. 3aMICTh 3a3/ajeriib BU3HAYEHHMX CIICHAPIiB, TPaBIli
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ouikytoTh BiJi NPC mpuponnoi Ta rHydkoi peakiii Ha nmojii B rpi. Ile ctBoproe
noTpedy y BIOPOBAIKEHHI aJalTUBHUX CHUCTEM IITYYHOTO IHTENEKTY, 3/IaTHUX
aHalli3yBaTW MOTOYHY CHUTYallil0, IPUUMAaTH CAMOCTIIHI PIIIEHHS Ta KOPUTYBaTH
CBOIO MOBEIHKY 3aJIC)KHO Bij 3MI1H CEPEJIOBHIIA 1 /11K TpaBIIsl.

0O6’extoM poboTH € HekepoBaHi nepcoHaxi abo NPC, mo QpyHKIIOHYIOTh B
irpoBoMy cepenouili. [IpenmMerom — MexaHI3MU IITYYHOTO 1HTENEKTY, IO
BU3HAYAIOTh 1XHIO MOBEIHKY: IEPEBO MOBEIIHKH, CUCTEMA CIPUMHSATTS, HaBIralis,
CHCTEMa 3alUTIB IO CEpPEeIOBUIIIA Ta HABYAJIbHI areHTH.

MeTtoro po0OoTH € TOCHIKEHHS CyYaCHUX METO/IIB CTBOPEHHS PeasliCTUYHOI
noBeniiHkd NPC 3a nomomororo 3aco6iB mryunoro iHTenekTy B Unreal Engine 5.

JI1s1 AOCSITHEHHS! TTOCTABJICHOI METH HEOOX1/THO BUPIIIUTU TaKl 3aBJaHHS:

— MPOBECTU OIJIAJl Cy4acCHUX MiAXOMAIB JO CTBOPEHHS IITYYHOTO 1HTEIEKTY
NPC;

— mpoaHamizyBat MoxumBocti  Unreal Engine 5 nmns  peamizarii
inTenekryanbHoi  moBedinku  NPC, Bxmouaroun kommoHentu AlController,
Blackboard, Behavior Tree, NavMesh ta EQS;

— nobyayBatu mabsoH aepeBa noseainkd NPC, mo 3abe3neuye peakiniro Ha
i rpaBlisl, 3MIHY CTaHy CEepeI0BUIIA, TIepecyBaHHs Ta OOMOBI CIieHapii;

— pO3poOUTH JIOTIKY B3a€MOMIi 3 CEpeAOBHUIIEM 3a JOIMOMOIOIO
Environmental Query System;

— peamnizyBatu 0a30By CUCTEMY HaBYAHHS arcHTIB,

— cTtBOpUTH TecToBY KapTy rpu B Unreal Engine 5 3 interpoBanumu NPC 1
NepeBIPUTH KOPEKTHICTH poboTu cuctemu LI B peanbHUX irpoBUX yMOBax.

OcoOmuBy yBary Oyae npuauvieHO cTpykTypi apxitektypu III-arenris,
iXHbOMY pearyBaHHIO Ha TOAli y Tpl, a TaKOX MOXIUBOCTI THYYKOTO
HaJAIITyBaHHS TOBEAIHKMA JJIS PI3HUX THUIIIB TMEPCOHAXKIB 0€3 MepenucyBaHHS
jorikd. O4iKyBaHUM pe3yJbTaTOM € CTBOPEHHS (PYHKI[IOHATLHOTO MPOTOTHUITY
cuctremu NPC, mo moxke OyTu JieTKO MaciuTtaboBaHa 1 BHUKOPUCTOBYBATUCH Y

noBHOIIHHOMY RPG-mipoe€KTi.
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2  Orjasa OCHOBHUX METOIIB CTOBPEHHSA IITYYHOI'O

IHTEJIEKTY NPC Y BIPTYAJIBHOMY CEPE/IOBHIII

2.1 Amnam3 pymis O CTBOPEHHS IITYYHOTO ITEJEKTY Yy BipTyaabHOMY

CepeIOBUIIT

Bubip pymurist ayis peasizariii moBeIiHKH HEITPOBUX MEPCOHAKIB € BAXKIMBUM
CTpaTeriuHUM pIIICHHSAM, $KE€ BHM3HA4Ya€ MOXKJIUBOCTI, OOMEKEHHS, TEMIH
pO3pOOKH Ta SKICTh KIHIIEBOrO MNpoaykry. Jns edexrtuBHOI peamizamii
IHTENIEKTYaJIbHOI TTOBEIHKU MEePCOHAXIB y KBamidikaiiiHiii podoti 0ysio oOpaHo
Unreal Engine 5 — cydacny miatdopmy, 110 MOEIHYE THYYKHA 1HCTpYMEHTApIi,
BHUCOKY IPOJIYKTUBHICTH 1 MIATPUMKY CKJIAAHUX CUCTEM IITYYHOro 1HTeNeKkTy. Ha
BIJIMIHY BiJ alnbTepHaTUBHUX cepenoBuil, UES Hamae He nuiie BizyaiabHI 3acO0M
po3poOKH, a ¥ moTy»HI BOyJOBaHI MexaHI3MH ympabiiHHg Al-jnorikoro, Mo
JI03BOJISIE CTBOPIOBATH aJanTUBHY Ta HaTypanbHO moBemiHky NPC HaBiTh y
CKJIaIHUX ITPOBHUX CEPEOBUIAX.

Opniero 3 npuunH BuOopy UES crasio Te, mo pyunid OponoHye Bke
IHTETpOBaHy apXiTEeKTypy, sfka opieHToBaHa Ha cTBopeHHS NPC 3 miarpumkoro
CKJIAAHOI TOBEMIHKKM 03 moTpebu Yy BUKOPUCTaHHI CTOPOHHIX O10J10TEKaXx.
3aBOsSKM  YITKO  CcOpMOBaHIA  CTPYKTYypl  B3aeMOAIl MK  OCHOBHUMH
KoMmoHeHTamu, Takumu sk Behavior Tree, Blackboard, AlController, cucrema
HaBIrauii Ta CUCTEMa CHPUHHATTA PO3POOHHUK OTPUMYE MOXKJIMBICTH HE JIMILE
HIBUIKO CTBOPUTH 0a30BYy JIOTIKY, a i 3 4aCOM HapoOUIyBaTH ii CKJIaJHICTh. Take
apXITEKTypHE PIIICHHS J03BOJIAE€ 30epiraTH IUIICHICTh CHUCTEMHU W YHUKATH
nyOmoBaHHST 200 HAJAMIPHOI KOPCTKOCTI MPU MaclITa0yBaHHI (PYHKIIOHAIBHOCTI
NPC.

[lepeBaroto UES Takoxk € 3pydyHa B3aEMOJis MIK BI3yaJbHUM Ta
nporpaMHUM migxogamu. Po3poOHUMK Moke OyayBaTh JIOTIKY IOBEIIHKH
BuKopucToBytoun Blueprints, abo yepe3 C++, a TakoX JIETKO MOEAHYBAaTH 00UIBA

mixoau B pamkax ojxHoro mpoekty [6-8]. Lle ocoOnuBO BakIMBO Ha eramax
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MPOTOTUITYBAHHS 1 TECTYyBaHHsI, KOJIM IJIACTUYHICTh 1 MIBUJKICTh 1TEpaIlii MarOTh
KPUTUYHE 3HAYEHHSA. 3HAYHO CIPOIIy€ MPOIIEC HAJArOJKEHHS, T1arHOCTUKU U
ontuMizamii Te, IO JOAATKOBO PYIIii JO3BOJISE Bi3yami3yBaTH POOOTY JIOTIKH
NPC y pexxuMi peanbHOTo yacy. 3aBasku 1iboMy noBeAinka NPC He 3anuiaerscs
«YOPHOIO0 CKPUHBKOIO», a CTA€ MIPO30POI0 JJIS aHAJI3Y 1 il BIOCKOHAJICHHS.

UES 3a0esmeuye BHCOKHMI piBeHb IHTETpamii KOMIIOHEHTIB, IO
BI/IMOBIAIOTH 32 CIIPUUHSATTS OTOYEHHS, TOOY/I0BY MapIipyTy, 00OpoOKy CUTyarlii
ta npuiHATTA pimeHb. [loBeminka NPC y cydacHux irpax 3HAYHOIO MIPOIO
3aJIOKUTh BiJI 3/IaTHOCTI pearyBaTd Ha 3MiHy cepenouiia. Unreal Engine 5 nanae
3MOTy BPaxOBYBaTH 11l PaKTOPH Y €JIMHIN CUCTEMI, JI€ KOKEH €JIEMEHT B3a€EMOJIIE 3
IHIIUMUA 0€3 HEOOXITHOCTI PYYHOTO «3IIMBAHHS» JIOTIKU. Taka B3aeMoOJis
no3Bossie ctBoproBatd NPC, ki He Jnuine JEeMOHCTPYIOTh 0a30BYy TIPaBAMBY
MOBEIHKY, @ 1 MOXYTh aJIallTyBaTUCS IO CKJIATHAX CIICHAPIiB.

3naunoro nepeBaroro UES € Takok akTWBHA MIATPUMKa Ta CTaOUIbHA
exocucteMa. Benmka KiTbKICTh IOKYMEHTAIlli, HaBYaJIbHUX MaTepiaiiB, MOJKACTIB
1 TOpuKIaaiB  J03Bojsie  €()EeKTMBHO  3aCBOIOBATH  IHCTPYMEHTapii  Ta
BUKOPHCTOBYBATH HalKpalll MpakTUKU. barato cydyacHUX MPOEKTIB, B OCHOBHOMY
Bimomumi AAA-irpu, peamizoBani came Ha Unreal Engine. lle miarBepmxye
BIJIMOBIJIHICTh PYILIIA pEaJbHUM BUMOTaM ITPOBOi IHAYCTPIi, @ OTKE TAKOXK
JOIIJILHICTh HOTO BUKOPHUCTAHHS B HaBYAJIBHUX JOCHIKEHHAX. Bigomi npukiiaau,
taki sik Fortnite, Hogwarts Legacy a6o Senua’s Saga: Hellblade Il nemoHcTpytOThH
notyxHicTte UES came y koHTekcTi moOyaoBu ckiaaHoi joriku NPC Tta rmubokoi

1HTerpailii 31 CBITOM TPH.

2.2 TpaauuiiiHi miaxoau 10 MojietoBaHHs noBeaiHku NPC

2.2.1 Peamizanis soriku NPC 3a nonomoroto jiepeB pillieHb

VY nporieci po3poOKH 1HTEIEKTYyaIbHOI MTOBEIIHKA HEKEPOBAHUX MEPCOHAKIB

BOXJIMBOIO € HE JIMINIE 3arajbHa i7Ies IXHbOTO pearyBaHHS Ha TOMii B Tpi, a i
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rIMOOKE PO3YMIHHS TEXHIYHUX 1HCTPYMEHTIB $IKI BHKOPUCTOBYIOTBHCS JIJISt
peamizamii 1i€i MoOBeMiHKH. AJpke 0e3 NpaBUIBHOIO TIAXOAYy 0 IO0OYIOBH
apXITEeKTypu INTYYHOTO ITENIEKTy HaBiTh HaMIliKaBilla 3aJlyMKa MOXE He
BUIIPABJIaT OYIKYBaHb. IrpoBi pyuIii HaAalOTh PO3POOHUKAM LIMPOKUN apceHal
3ac001B 1 MEXaHI3MiB, fIKi O3BOJIAIOTH CTBOPIOBATH T'HYYKI, aJaiTUBHI Ta JIETKO
MaciTaboBaHi cucTeMu ITydyHOro iHTenekTy st NPC mo mMoxyTh edhekTUBHO
B3a€EMO/IISITH 3 OTOUECHHSIM Ta IPaBILEM y PEKUMI PEATbHOTO Yacy.

Oaua i3 0a3oBHX MmigXoxdiB, peamizoBanmii B Unreal Engine 5 1e
BUKOPUCTaHHs JepeB MoBedinkun abo Behavior Tree [9] (puc. 2.1). llei
IHCTPYMEHT J103BOJIsiE OyAyBaTH JIOTIKY MPUHHATTS PIIEHb Y BUTIIAI CTPYKTYPH,
AKa 1€papXiuHO PO3AUISIE TMOBEAIHKY IMEPCOHAXa Ha TOCJIIOBHI JIOTIYHI €TaIlu.
Takuit miaxin 3a0esneuye po3pOOHHKAM BUCOKWW PIBEHb MOIYJIBHOCTI. 3MiHa
OKpEeMHX TUIOK JiepeBa a00 TOMOBHEHHS HOBUMH JIISIMU HE BUMArae rio0ajibHOro
NepenuCcyBaHHs ICHYIOYOi JIOTIKH, 10 3HAYHO CHJIbHO NPHILBHALIYE PO3POOKY 1
HOJIETIIyEe MIATPUMKY HpoekTy. KokeH By3on nepeBa MoOKe BIANOBIOATH 3a
KOHKPETHY MEpPEeBIpKY YMOBH a00 BHUKOHAHHS TMEBHOI Jii, a TakoX 00’ €IHaHHS

KUTBKOX TI1133/1a4 y KOMITJIEKCH1 TTOBEIIHKOBI OJIOKH.

= Sequence
&

"o BYService_ UpdateMotionWrapAttacKTarget
v . s (L =T E S S £ Wk toy il

v
2 ?
3¢ BTTasi  ActivateAbilityByTag

v

£« Native Rotate 1o Face Target Actor

Pucynok 2.1 — Ilpuknan nmpoctoro aepesa pilieHb
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Behavior Tree y UES TticHO iHTerpoBanwuii i3 cuctemoro Blackboard, sika
ciyrye sk mneHTpainbHe cxosuine gaHux s NPC. Blackboard Buctymae y pomi
«maM’sIT» TepCOHaXa, y Hiil 30epiraloTbcs Bcl HEOOXiaH1 3MiHHI. B 3amexHOCTI
BiJl JKaHPy MOXe OyTH TOTOYHE MICILI€ PO3TAIllyBaHHS TpaBlid, PIBEHb 3arposw,
aKTUBHI 3aBIaHHS a00 CTaH TPUBOTH. 3aBISKH TaKiil CTPYKTypl JaHUX BY3JIH
JepeBa MOXYTh aanTyBaTH CBOIO MOBEAIHKY AWHAMIYHO, BIAMOBIAHO JO 3MiH Y
cepenoBullli rpu. BusiBupim rpasug y nodi 30py NPC Moxke OHOBUTH KOOPAUHATH
uim y Blackboard 1 HeraitHO akTMBYBaTH TUIKy JepeBa, IO BIANOBITAE 3a
nepeciilyBaHHsa. 3aMmiCTh Mepenadi 3MIHHUX Y KOXEH BY30Jl JIEpeBa BpYUHY,
PO3pPOOHUK TPOCTO BKa3ye, sKy iH(MOpPMAIIIIO CIIiJI 3UUTYBaTH a00 OHOBIIIOBATH 3
Blackboard. Lle 3HauHO crpolye apXiTeKTypy JIOTIKHA 1 J03BOJIIE€ peani3yBaTH
aJlanTUBHI CIleHapli MOBETIHKH.

[Tpunmmn podotu Behavior Tree moisrae y mocimiIoBHOMY MTPOXOKCHHI 110
jorimi. [ToynmHaroum 3 KOPEHEBOTO BY3JIa CHCTEMa TOCTYIOBO CITYCKAETHCS IO
M1JUIETTIUX T1I0K, NMPU I[bOMY aHaji3ye€ YMOBH 1 BUKOHY€ BiamoBiaHi aii. Koxen
BY30JI Ma€ CBIM CTATyC, IKMI MOXe OyTH «YCIIX», «HEBAa4a» a00 «BUKOHYETHCS.
i ctaTycu BU3HA4YalOTh MOAAIBIINNA HAMPSIMOK 0OpOOKH, B 3aJICKHOCTI UM BAPTO
NEepPeXOAUTH [0 IHIIOI TUIKM, YM MOTPIOHO 3aBEPIIUTH BHUKOHAHHS MOTOYHOI
3agaui. Cepesl OCHOBHUX THITIB BY3JIiB MOXKHA BUIUIATH ceyiekTopu ado Selector,
K1 TIepeOnparoTh MiABY3IU AOTH, JOKH OJMH 13 HUX HE MOBEPHE CTaTyC «yCHIX», a
TaKO0X MOCIJOBHOCTI a00 Sequence, 1110 BUKOHYIOTh MiABY3JIM OJIUH 3a OJHUM JI0
MoMeHTa nepiioi Henayi. Okpim 1boro, 3anadi adbo Tasks peanizyloTb KOHKpETHI
nii NPC, Big mpocToro pyxy A0 CKJIaJHUX aHIMAaIiid 41 O0HOBUX MaHEBPIB.

Al Controller y cBow uepry, BUKOHYE POJib ILIEHTPAJIBHOTO KEPYHYOro
MexaHi3My abo «mMo3koM» cucteMu. Lle crerianizoBanuii kinac, sskuii 0epe Ha cebe
yrpasiiHas NPC, Takox 3aiiMaeThCs 1HIIIATI3AIIEI0 JepeBa MOBEAIHKY, pearye Ha
MoJil, 0 HAAXOAATh BiJl CUCTEM CHPUMHATTA 1 B3a€EMOJIIE€ 3 1HITUMU YacTHHAMU
pymis. Came Al Controller BigmoBigae 3a cTrapT MOBEMIHKH, OOPOOKY 3MiH Yy
cepenoBuIl Ta koopauHaiiio mix Behavior Tree, Perception System, NavMesh 1

Blackboard. SIk npuknan, sixkimo NPC BTpatuB 3 mojist 30py rpasis, To came Al
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Controller Moxe 1HIIIIOBATH MOIIYK OCTAaHHBOI BIAOMOI MO3UIIIT a00 MOBEPHEHHS
JI0 TIaTpyJIIOBaHHA. BiH ji€ K MICT M1 ITPOBOIO JIOT1KOIO Ta 1HTEJICKTyaIbHUMU

MOJIYJISIMHU 1 3a0€e31euy€e aBTOHOMHICTB Jii TepcoHaxa.

2.2.2 3actrocyBanHa Environmental Query System ans amanTuBHOT

nmoBemiHku NPC

[nmum BaxkauBuM migxogoM € Environmental Query System abo cucrema
3alHUTIB HABKOJMIIHBbOTO cepenoBumia. lle iHcTpyment, mo no3Boisie NPC
3MIMCHIOBATH JUHAMIYHUM aHal3 HaBKOJMIIHBOIO cepefoBuina. 3aBasgku EQS
HEKEPOBAHUW TMEPCOHAX MOXK€ 00paTH HaWKpally TOYKY ISl YKpPHUTTH,
IIPOAHAI3YBaTH MOXJIMBI IIJISXU HAOIMKEHHS 10 BOpora abo BH3HAYUTH MiCIlE
3B1JIKM HaWOLIBII BUTITHO BecTH araky [10, 11].

[Mpuniun pobotr EQS monsirae y ¢dopmyBaHHI 3amuTiB abo (uUeries, ski
MICTATh TE€HEPATOPU TOYOK 1 TECTH, WO (PUIBTPYIOTH 1 OLIHIOKTH LI TOYKH.
['eHeparopu BU3HAYAIOTh SIKI TOYKW CJiJ TpOaHali3yBaTh, K MPHUKIAA YCl
HABKOJIMIIHI Jokalii B pagiyci 1000 oguHuIp, a TECTH NEPEBIPSAIOTH 11 TOYKU 3a
TaKUMH TapaMeTpaMu SIK BIJICTAHHIO, HAsBHICTIO MPSMOi BUIUMOCTI, BHCOTOIO,
ONMM3BKICTIO 0 Bopora Tomo. KokHa TOYka OTpUMY€E OILIIHKY, SiKa BU3HA4ae€ il
NPUIATHICTH JUIsl BAKOHAHHS 3a1a4i (puc. 2.2).

Kosken tect moxke maT Bary, sika BKa3zye Ha MOTO MPIOPUTETHICTh. KO
NPC mrykae ykpuTTs, TO TECT Ha HasBHICTh MPsSMOI BUIMMOCTI 3 OOKYy Bopora
MOX€ MaTH OUIBIIY Bary HiX BiICTaHb J0 11i€i TOukH. e 103BoJIsIe HEKEpOBaHOMY
MEPCOHAXY POOUTH OB 3BaXKCHI PIIIEHHS, MPU I[bOMY KOMOIHYIOUM KiTbKa
kputepiiB npu BuOopi aAiil. Unreal Engine no3BoJisie HanamTOBYBaTH THUI
NEepeBIpKUA 1 HABITh MUCATH BIACHI TECTH s cneuudiuHux cieHapiiB. Cxema

npuniuny aii Environmental Query System 3o00paskeHa Ha pucyHKy 2.3.
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[Iponec nanamryBanas EQS y UES € BizyasibHUM. 3allUuTH CTBOPIOIOTHCS SIK
okpemi 00’exkt EQS Query, siki MOXHa MPUEAHATH 10 MOBEAIHKOBUX BY3IIB Y
Behavior Tree. B omHomy 3 By3nmiB NPC moxe BukoHaTu 3amuT EQS Ha
«HanomKk4ue 6e3reune YKpUTT» 1 pe3ybrar Oyae 3anucanuii y Blackboard. Jlami
Behavior Tree BUKOpUCTOBYE 1€ 3HAUECHHS, 100 33aTH LI IS IEPECYBaHHS.

EQS Takox miaTpuMye QuUHAMIYHy 3MiHY MapaMmerpiB mig dac rpu. Lle
O3Hauae, M0 3HAYEHHS Takl SIK paJilyc MOMYyKy YW TUl (GUIbTpalii, MOXKHA
3agaBatu 3MiHHUMU 3 Blackboard a6o Blueprint, mo no3sonse NPC agantyBatucs
JI0 HOBUX YMOB (HampHKIaa, UIyKaTH YKPUTTS JIMILE TOM1, KOJM PIBEHb 370POB’S
HKuni 3a 30%).

Komb6inaris Behavior Tree, Blackboard i EQS cTBOpro€e 3pyuHy eKoCHUCTEMY
st ynpasiniaHss NPC. Konu nepcoHak BUSIBIISi€ TpaBlis, 15 MO (IKCY€ETbCA Yy
Blackboard, micns goro akTuByeThes Tinka Behavior Tree, sika inimiroe 3anut EQS
Ha monryk ykputTs, micist yoro NPC BukopucroBye NavMesh mis mepeminienss
10 00paHoi TOukM. Ycsa 1 Jorika (yHKIIOHye ©0e3 moTpedu >KOPCTKOTO
CKPUIITYBaHHS, 110 3MEHIIYE HMOBIPHICTh MMOMUJIOK 1 IMIJIBUILYE MAaCIITAOOBAHICTb

MPOEKTY.

2.3 OCHOBHI HOHITTS MAIIMHOTO HABYAHHSA

MamvHHe HaBYaHHS € MIATany3310 IITYYHOTO I1HTENEKTY, sKa JO03BOJISE
KOMITI'FOTEPHUM CHUCTEMaM aBTOMAaTHYHO MOKpPAILyBaTH CBOi XapaKTEPUCTHKU
yepe3 gocBia [10-13]. Ha BigmiHy Bix KJIACHYHHUX aFOPUTMIB, JIe¢ KOKEH KpPOK
JOTIKA YITKO BH3HAYEHO MPOTPaMiCTOM, Y MAaIIMHHOMY HaBYaHHI MOJEIb
CaMOCTIIHO (popMye MpaBuiia Ha OCHOBI HAaJJaHUX JIaHUX.

VY3aranbHEeHO, MPOIEC MAINIMHHOTO HABYaHHS BKIIOYAE KiJbKa KIFOYOBHX
etaniB. Ha mepmomy etami 31iHCHIOETBCS 30ip JaHWUX, TOOTO CIOCTEPEKEHBb 3a
CEpellOBUIIEM, B AKOMY Mpalfioe areHt. Lle MoxyTh OyTH KOOpAMHATH 00’ €KTIB,

pPiBEHBb 370pOB’s, HAsABHICTH IEPENIKOJ, MMBHUAKICTh IMepeMileHHs Tomio. Jlami
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OyIyeTbCsl MOJIEeNb, SIKA 37aTHA 3HAXOJIUTHU 3B’ SI3KM MIXK I[UMHU CIIOCTEPEKEHHIMHU
Ta JIAMH, [0 TPUBOAATH 0 Oa)kaHOro pe3yJsbrary. HampukiHii BigOyBaeThCs
OomiHKa eQEeKTUBHOCTI MOJENI, BOHA TECTYEThCS B HOBHUX YMOBax, J¢
NepeBIPSAETHCS, HACKIIBKM BJajo c(HOpMOBaHI MpaBuiia JOMOMAraroTh J0CATaTH
METH.

Po3pi3HAIOTH KiNbKa THIIB MAIIMHHOTO HABUAHHS 3aJIe)KHO BIJ MIAXOIY 10
00poOKHU MaHMX. SIKIIO MOJIeSIb HABYAETHCS HA OCHOBI MPUKJIAIIB, JI€ BXKE BIOMMIA
MPaBUIBHUN pPE3yJIbTaT, 116 HA3MBAETHLCS HABYAHHSAM 3 y4HTENIeM. SIKIIO XK BOHA
MPAIioe 13 «YUCTUMI» TAaHUMHU 0€3 MITOK, HAMaralounch BUSIBUTH 3aKOHOMIPHOCTI,
TO MOBa K€ NMpo HaBYaHHA 0e3 yuutens. [CHye HaBYaHHS 3 MIAKPIIUICHHSIM, KOJU
areHT CaMOCTIMHO BIJKPUBA€ 3aKOHOMIPHOCTI Yy MpPOIEC] B3a€EMOJIi 31 CBITOM,
OTPUMYIOYM BHHArOpoiay 3a Baami aii Ta mrpad 3a momuiaku [14-18]. Came 1eit
MIAX17 HaWO1IpIIe HAOMMKEHUN 1O pealibHOI MOBEMIHKUA y TPl Ta € HaWOLIbII
nepcreKTuBHUM y cepi irposoro LI

KitouoBUM KOMIOHEHTOM 0ararbOX CHCTEM MAIIMHHOTO HAaBYAaHHS €
HelipoHHa Mepexa. Lle cTpykTypa, HaTXHEHHAa NPUHLUIAMH (DYHKI[IOHYBaHHS
JIOJICBKOTO MO3KY, SKa CKJIQJa€ThCsl 3 PAMIB B3a€EMOIOB’S3aHUX IITYYHHUX
HelipoHiB. KokeH 13 HUX mNpuiiMae CuUrHaiu, TpaHchopmye ix yepe3 (PyHKIIIIO
aKTHUBallli, 1 Tepesae pe3ynabTaT Aami. Taki Mepexi 3aTHI MOJEIIOBATH CKIIa/IHI
3aJIEKHOCTI MK 3MIHHHUMH Ta 3aCTOCOBYIOTHCS JIJISi PO3B’SI3aHHS IIMPOKOTO KOJia
3aBJaHb BiJl PO3IMi3HABaHHS OOpa3iB A0 MPUUHSTTS PIIICHb Yy PEAbHOMY 4Yacl.
AKTyanbH1 TEHJEHIIII 3aCTOCYBaHHS TTTMOMHHOIO HaBYAHHS B 3aBIAaHHIX 00pOOKH
JIETATBHO MpoaHai30BaHO y poOoTi [19], A€ po3rasHyTO CUIIbHI CTOPOHU PI3HHUX
Mojiesel Ta iX €()eKTUBHICTb.

HapuanHs HeWpOHHOI Mepexki 3INCHIOETHCS 32 JOTIOMOTOK) CIIEIiaIbHOTO
aJITOPUTMY 3BOPOTHHOT'O MOIMIMPEHHS TOMUIIKH. [Ticis KOKHOTO emi30/1y B3aeMOIT
CUCTEMa MOPIBHIOE MPOrHO30BaH1 PE3yNbTATH 3 PEATLHUMU i BIIMOBIIHO KOPUTYE
BHYTPIIIHI TapameTpu abo Baru 3B’ s3kiB. [loBTOprotouM 1€l mporec Tucsadi pasis,

MO/IeJIb MOCTYMOBO 3MEHIIY€E MOMUJIKY Ta MOKPAIy€E TOYHICTh CBOIX Nepen0ayeHb.
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VY cyuyacHuX cucTeMax BUKOPUCTOBYIOTHCS TaKOX TaKl TEXHIKH, IK CTOXaCTHYHUN
IpaJiiEHTHUHN CIyCK, PYHKIIIT BTpAT 1 MEXaHI3MHU PeryJsipu3ariii.

Ha croromuimmHii neHp MAIIMHHE HAaBYaHHS Jedajll YacTille 3HAXOIUTh
MpaKTUYHE 3aCTOCYBaHHSA y cdepl KOMIT'IOTEpPHOTO 30pYy, aHali3y BijJeo Ta
irpoBoro IIII. Hanpukman, y po6otax [20—23] mpoaeMOHCTPOBaHO €(PEKTUBHICTH
BUKOPUCTAHHA TJIUOOKHX 3TOPTKOBUX HEHPOHHUX MeEpex s Kinacudikarii
300pakeHb Ta B1JI€O, IO IMIJAKPECITIOE TOTEHINAN IMX TEXHOJOTIM y 3agadax
pO3Mi3HAaBaHHS O0’€KTIB Ta NPUHHATTA pimeHb. JlogatkoBo, y pobGoti [24]
PO3MIISIHYTO JIOT14YHI MEpeXl SK aJbTepHATHBY IMPU MOJEIIOBAaHHI TOBEHIHKUA B
yMOBaxX 00MEXEHO1 KIJIbKOCTI BXO/IIB, @ B JOCIIKEHH1 [25] BUKOHAHO MOPIBHSAHHS
TPaIUIIHHUX peKypeHTHUX Mepexxk 1 Long Short-Term Memory y KoOHTEKCTi
00pOOKH YaCOBUX ITOCIIJOBHOCTEH.

JI71s1 irpOBUX 3aCTOCYHKIB MalllMHHE HABYaHHS € OCOOJIMBO I[IHHUM 3aBJIsIKU
3IaTHOCTI CTBOPIOBATH THYYKY, HemepenbauyBaHy noBeaiHKy NPC. AreHT Moxe
MOCTYIIOBO BYMTHCS YHUKATH aTak, €()EKTUBHO KOPHUCTYBATHUCS YKPUTTSIMH,
aJanTyBaTH CBOIO TAKTUKY 1O CTWJIIO TpaBls, a TakKoX (OpMYBaTH YHIKaJIbHI
CTparterii, ki po3poOHHK HE TMporpamyBaB siBHO. Lle 306arauye reitmmuieit, poouTh
HOro OUIBII )KUBUM Ta 1HAWBIYaJl130BaHUM.

OkpiM HEHUPOHHUX MEpEeX, y MPAKTUI MOJIEIIOBAHHS I1HTENEKTyalbHOI
MOBEIHKA 3aCTOCOBYIOTHCS W albTEpHATHBHI MaTeMaTH4YHI MiIXOJH, 30KpeMa
METOJM ONTHUMI3allil y HeUiTKuX cucreMax. Hampukman, y poboti [26] ommcaHO
MOAMMIKAIIID METOMY TUIOK 1 MEX [JIs 3HAXOJDKEHHS EKCTpeMyMIB (DYHKITiH
HAJIEKHOCTI Y HEUITKMX I1HTEJIEKTYyaJIbHUX CHUCTeMax. AKTyallbHI MOXKJIUBOCTI
OOYMCIeHHs cneniadbHuX (YHKIIA 3 IHTepBAIbHUMU apryMEHTaMH, MOJIaHUMHU B
rinepOomuHii (opmi, MO0 TAKOXK MOXYTh OyTH KOPHCHI TMPU MOJICTIOBaHHI
CKJIQIHUX 3aJICKHOCTEH, MpeacTaBicH] y gociikeHHi [27]. Taki miaxoam MOXKYTh
OyTH KOpPUCHMMH Yy 3aBJAHHSX, /€ BaXJIMBO BPaxOBYBATH HEBU3HAYEHICTh a0o
HEYITKICTh BXIJHUX JaHUX, IO TPAIUIIEThCSA, 30KpPEMa, y TIOBEIIHKOBOMY

mozentoBanHl NPC B yMOBax HecTaul TOUHUX JaHUX.
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3araqoM, MallMHHE HAaBYaHHS € MOTYXXHHUM IHCTPYMEHTOM, IO J03BOJISIE
MOJIETIOBAaTU CKJIAJHY MOBEIIHKY Yy JIMHAMIYHMX CEpEJOBUIIAX. 3aCTOCYBaHH:
FOTO MIAXOAY B KOMIT IOTEPHUX Irpax BIJIKpPUBAa€ HOBI TOPU3OHTH Y PO3poOIi
anantuHoro LI, skuii 31aTeH He MPOCTO pearyBaTH, a i €BOJIOIIOHYBAaTH Pa3oM

13 TPaBLIEM.

2.4 MexaHi3M HaBYaHHS areHTIB 3 MiIKPITUICHHIM

OxpiM KJIACHYHHUX MIJAXOJIB JIO CTBOPEHHS MITY4YHOro iHteiekry B Unreal
Engine 5 e moximBicTh BuKOpHcTaHHs Learning Agents miaridy, sKui peajisye
MexaHi3M HaBuaHHs 3 migkpimuteHHsm (Reinforcement Learning) [28]. Leit miaxin
JI03BOJISIE ar€HTy CaMOCTIMHO agamnTyBaTHCS 0 HAaBKOJMIIHBOTO CEPEIOBHINA, a
TAaKOXX MNpUMAaTH PIIIEHHS HAa OCHOBI JIOCBIIYy Ta 3MIHIOBATH CBOIO MOBEIIHKY
3aJIC’KHO B1JI CUTYyaIlii.

Y Unreal Engine 5 maria Learning Agents Hagae rotoBuii HaOip pimieHb
JUI HaBUYaHHsS areHTiB, SKIi HE MPOCTO [IIOTh 3a 3a3Jajerigb BU3HAYCHUMU
MpaBUJIaMH, a HABYAIOTHCS ONTHUMAIBHUM JisIM IUIIXOM 0aratopa3oBoi B3aeMOIIT
31 cBiToM rpu. Ilnarin BkIo4yae Taki komnoHeHTH sik LearningAgentComponent
skuii € sapoM areHrta, LearningPolicy abo weiiponna mepexa, LearningReward
To0TO (yHKIs BuHaropoau, LearningComponent abo peectpallis CEHCOPHHUX
nanux Ta LearningExperience, 1o € 0ydepom st 30epeKeHHS eIi30/1iB.

ATeHT y Tpi CHOCTEpira€ 3a HABKOJHUIIHIM CEpPEOBUIIEM Yepe3 CHCTEMH
COPHHHATTS, SKI MOXYTh IIepelaBaTH KOOPJAWHATH, UIBHUIKICTh, HAMPSIMOK,
HasSBHICTH 1Tl a00 mepemko. 1li cmocTtepexkeHHsT YTBOPIOIOTh BEKTOp cTaHy. Ha
OCHOBI IIbOTO CTaHy HEWpOHHA Mepeka areHTta (opmye mdit0, SKy BIH BBaXKae
HaWOUIBII BITYYHOIO.

[licns BuUKOHAHHS Jdii areHT OTpUMY€ BUHAropody. Skmo mis Oyina
KOPUCHOIO, TOOTO JOCATHYTO MeTH a00 YHHKHEHO TIepPEIIKOJW, TO BOHA

no3uTuBHA. SIKmo & HaBmaku, To mTpad. [li maHi HAKOMUYYIOTHCS B TaM’ ST
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nocBimy ExperienceBuffer 1 BHKOpHUCTOBYIOTBCS Ui OHOBJICHHS HEHpPOHHOI
MEpeXi i Jyac TpeHyBaHHsA. [IpuHiun mii HaBuaHHS 3 miakpimieHHsm B Unreal
Engine 5 300paxeHo Ha pUCYHKY 2.4.

VY mnarini Learning Agents HelipoHHa Mepeka peaii3oBaHa SK Kiac
ULearningPolicy. Ile 3BnyaitHa HelipoHHA Mepeka, ska CKJIaJA€ThCS 3 BXITHOTO
nrapy, 2 abo 3 mpuxoBaHUX MIAPiB Ta BUXigHOTO mapy. [IpuxoBani mapu 3a3Buyaii
MalTh Bl 64 mo 256 HelipoHiB i3 ¢yHkimiero aktuBaiii ReLU (BumpsimiieHa
niniitHa QyHkis aktuBamii). Rectified Linear Unit — e ogna 3 Halmomy isipHimmx
byHKIIM akTUBAIlll B HEHPOHHUX MEpexax, sika BUKOPHUCTOBYETHCA, 1100 HaJIaTH
MepeXi HENHINHICTh, HEOOXITHY ISl HAaBUAHHS CKIAIHHUX 3aICKHOCTEH MIXK

BXITHUMH 1 BUX1JHUMH JAHUMH.

IrpoBuWiA CTaH

DSO —>GIHOCTepe>KeH HFD“H
GAME
STATE K“

A
[ Haropopa )
| L—( Lis ]

Pucynok 2.4 — Ipunnun aii HaB4aHHs 3 niakpimwienHasm B Unreal Engine 5

Bxigauit map BiAMOBiJa€ KUIBKOCTI CEHCOPHHMX JaHUX, a BUXITHUU
KUIBKOCTI JIOCTYNHHUX i areHTa. BuxigHi 3Ha4YeHHS IHTEPIPETYIOThCSA 5K
WMOBIPHOCTI, 3 SKUX BUOUpaeThcs dis. HaByaHHS 3MIACHIOETHCS METOIIOM
3BOPOTHOTO TIOIIMPEHHS TIOMHJIKM 3 OHOBJICGHHSM Bar 4Yepe3 ajropuTM
CTOXACTUYHOTO TPATIEHTHOTO CITyCKY.

Ontumizanis noiituku 3 HabmwkeHnusm (Proximal Policy Optimization) e
OCHOBHHMM QJIFOPUTMOM, peaii3oBaHuM y ruarini Learning Agents mns Unreal

Engine 5 [29]. Moro rosoBHO METOIO € TIOKPAIEHHS MOJITHKN areHTa 0e3 pi3kux
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3MiH, sIKI MOIJIM O JecTtabuli3yBaTH HaBUAJIbHHUU Mporiec. Y Mpoleci HaBYaHHS
areHT HAaKOMUYY€ HOBI €Mi30/IM B3a€EMOJII 31 CBITOM, MICJIS YOTO 3IHCHIOETHCS
OHOBJICHHS HEHPOHHOI Mepexi. [l Iboro BUKOPHCTOBYETHCS CHEIliaTbHA
GyHKITS BTpAT, sSKa MOPIBHIOE CTApy 1 HOBY IMOJITUKH Ta OOMEKY€E 3aHAATO BEIUKI
OHOBJICHH. 3aBISKA TaKOMYy MiAXOAYy PO3POOHHMK IOCATAE CTiMKE 1 MOCTYIOBE
BJIOCKOHAJICHHS TTOBEIHKM areHTa, HaBiTh y CKJIQJAHUX a00 TWHAMIYHHX YMOBax
CepelIOBHUIIIA.

Axrtop-kputuk (Actor-Critic) — e KoMOiHOBaHWH MiAXiJ JO HABYaHHSI, B
OCHOBI SIKOTO JICKHUTb PO3JiJICHHs (DyHKIIH BUOOpPY il Ta OIiHKY ii sxocTi [29]. ¥
I apXiTeKTypi OAMH KOMIOHEHT Actor BiAmoBinae 3a GopMyBaHHS JIii, K1 Mae
BUKOHATU areHT, a iHmui Critic OlIHIOE HACKUIBKU Il i1 Oyiu e(EeKTUBHUMH B
KOHTEKCT1 JOCATHEHHA Iutl. B3aemomnis MiX UMMH JBOMa KOMIIOHEHTaMHU
JIO3BOJISIE areHTY Kpallle BpPaxOBYBaTH JOBrOTPUBAII HACTIJKH CBOIX PIIIEHB 1
KOPUTYBATH MOJITHKY BIANOBIAHO O OTPUMAHOIO JIOCBIJTY.

Ha mnepmiomy ertami areHT Ma€ BHIIQJIKOBO 1HIIIATI30BaHy MEPEXKY 1
3MiMCHIOE il Haochim, ToOTo 3aikicHioe exploration. Bin B3aeMoji€ 3 OTOUYCHHSM,
OTPUMY€E BHUHAropoJd 1 TOCTYIIOBO HAKOMUYye 1HGOpMAIIO TpOo Te, SIKI i
NPUBOASATH 0 Kpamux pe3yibpTaTiB. Lle 10o3Bossie cucteMi 3p03yMITH KOHTEKCT
CepeIOBHIIIA.

ITicist 3aBepIIeHHS KOXKHOTO eMmi3oay 3i0paHi gaHi 30epirarothes B Oydep
nocBiny. IToTiM 3amyckaeTbesi haza OHOBJICHHS TIOITUKH, JI€ MEPEKa HABYAETHCS
HAa OCHOBI OTpUMaHWX JaHux. JlJisi 1IbOro OOYMCIIOETHCA (PYHKIlS BTpAT, SKa
3aJIeKUTh B1Jl TOTO, HACKUIBKK OYiKyBaHA BUHATOPOJa BIIPI3HIAETHCS BiJ] PEAIbHOI,
1 MEpeka OHOBJIIOE CBOT Barw.

[Tounnaroun 3 Bepcii Unreal Engine 5.3, Learning Agents miaTrpumMyTh He
JIMIIIe HAaBYaHHS 3 MJKPIIJICHHSIM, a ¥ HaBYaHHS Ha ocHOBI mpukiamy (Imitation
Learning), mo 103BOJIsIE areHTY BiATBOPIOBATH TOBEAIHKY TpaBI a0 i1HIIOTO
NPC 0e3 HeoOXiIHOCTI SBHOTO BU3HaueHHs GyHKIil BuHaropoau (puc. 2.5). Y
TaKOMy IIIXOJ1 MOXHa BpPY4YHY 3alMcaTh [ii KOPHUCTyBaya 3a JIOMOMOTOKO

inctpymenty Learning Recorder, miciast 90oro Mojeiab TPEHYETHCSA ILISIXOM
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iMiITYBaHHs 1i€1 moBeAiHkW. Hampukias, sSKIIo rpaBelb 1eMOHCTpYE €(hEeKTUBHY
TaKTUKY YXWICHHS a00 CTpUIbOM, areHT 3MOKE ii MOBTOPUTHU IMICHS KIIBKOX

iTepaliif TpeHyBaHHSI.

paBeLb AreHT

AKTTIR
' CnocTepexeHHs a L »
n+ - 111
- ais m
G /

Pucynok 2.5 — [Ipunnun aii HaB4aHHSA Ha OCHOBI npukiaay B Unreal Engine 5
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Bapto Takox BpaxoByBaTHM TMUTaHHSA ONTHUMI3aIli OOYHCIIIOBAIBLHUX
pecypciB mig dac peamsanii ckimagaux Al-cuctemM, 0COO0IMBO B yMOBax
0araTOKOpPUCTYBallbKUX a00 posmoaiieHux cepenoum. Y  poboti [30]
M1JKPECTIOETHCS BAXKIIMBICTh MIJABUIIEHHS MPOJYKTUBHOCTI CEPBEPHOI YAaCTHUHU
1H(pOpMAaIITHUX CUCTEM, 110 MOXKE OyTH PEIEBAaHTHUM 1 JJI1 apXITEKTYpH IrpOBUX
cepBepiB 3 iHTenekTyanbHIME NPC,

[lle ommiero mepeBarotro Learning AgentS € MOXIJIMBICTh MOETHAHHS 3
inmamu Al-cuctemamu UES, takumu sk Behavior Tree a6o EQS. Behavior Tree
MOJKe HaJaBaTH BHCOKOPIBHEBI 3amadvi, Toai sk Learning Agent Bu3Havyae TOYHY
JIIF0 Ha OCHOBI1 TpeHOBaHOi momiTukU. EQS MoXke HalaBaTH CHUCOK MOKJIUBUX
TOYOK JIJII YKPUTTS UM aTaKh, a areHT BUOWpATH HaMKpally 3 HHUX, KePyHOUYHCh
nomepenHiM JocBioM. Bceil 11 cuctemMu po3poOiieHl IS Kpamoro JO0CBiAy

BUKOpHUcTaHHsA 1 cTBoproBanHs I y rpi.
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2.5 Buxopucranas Hapiramiiaoi citku (NavMesh) nmns 3abesnedeHHS

moO11pHOCTI NPC

VY cydacHuX irpax 3arajbHOI0 MpPaKTUKOIO € peani3alis IHTEeIEKTyalbHOi
noBeninku NPC y TpuBHMipHOMY ITpOBOMY CEpEOBHILI, OpraHi3allis HaBirarmii,
TOOTO 3JATHICTh MEPCOHAXXKA 3HAXOAWTH IUISAX A0 3aJaHOl LIl 3 ypaXxyBaHHSIM
Nepemko/i, 3MiH JaHamadTy, 6araTopiBHEBUX CTPYKTYp Ta IHIIMX JHHAMIYHUX
daxropis. B Unreal Engine 5 1ieit mporiec peasizyeThes 3a JOIOMOTOI0 MEXaHI3My
Navigation Mesh, nagiramiiinoi citku (puc. 2.6), ska BU3HAYAE JOMYCTHUMI 00JIACTi
IS TIepeCcyBaHHsI HEKEPOBAHOTO nepconaxa [31].

Komannma MoveTolLocation abo MoveToAcCtor imimitoe mIIsx OO BKa3aHO]
T, sika Moxke OyTh abo KOOpJIMHATOI B MPOCTOpi, abo 1HIIMM 00’ €KTOM.
AlController Buxopucrosye Pathfinding — anroputm nomryky nuisixy, 3a3puyait A*
a0o Horo Bapiarii, skuii ananizye NavMesh i popmye ontumansHuii MapmpyT 10

ITi 3 ypaxyBaHHIM yCiX JOIMYCTUMHX 30H [32].

Pucynok 2.6 — Hagirariitna citka y Unreal Enigne 5

OcHoBHI etanu BukoHaudsa Al MoveTo:
Kpox 1. NPC Busnauae 11ins Vector abo Actor.
Kpok 2. BianpaBisieTbes 3aUT 10 CUCTEMU HaBITaIlli.

Kpok 3. Hagiramiiina cuctema popmye nuisx 1o citii NavMesh.
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Kpok 4. Pyx NPC koopAMHY€ETHCS IO CETMEHTaX MapuipyTy.

Kpok 5. I1pu nocsaraenHi iy abo B pa3i MOMIJIKH BUKOHYEThCS BIIMOBIIHA
peaxirisi.

Lle#t nporiec iHTerpyeThes 3 Behavior Tree uepes By3au MoveTo ado Simple
MoveTo, ski pearyrots Ha 3HaueHHs B Blackboard [33].

Unreal Engine 5 miarpumye MyJIbTHIIOBEPXOBY HaBiraiiro, M0 € JIyxKe
BOXKJIMBOK [IJII 1rop 13 BEPTUKAJIBLHOIO TEOMETpi€r0, Taki SK OamTw,
OararonoBepxoBi OyxiBmi, gidtu Tomo. NavMesh aBTomaTtndHo TeHepye OKpemi
«IIapu» CITKH JJISl PI3HUX PIBHIB, SKIIO MK HUMHM € 3’ €JTHAaHHS Y BUTJISII CXO/IIB.
Takum ynnoMm, NPC MoXke BUIBHO MEPEXOJUTH MDK PIBHSMHU 1 HE MOTpeOyBaTu
OKpEeMOi JIoTiKK MapuipyTu3aiiii. [le oco0auBo kKopucHoO y Benukux Jokarisax RPG-
irop, ne rpasenb 1 NPC MOXyTh mepemillyBaThCs MK JEKUIbKOMa MOBEPXaMH,
a00 MIX IUIOLTIIHAMH.

Onniero 3 ocobnuBocted UES € miaTpuMka JAWHAMIYHOTO OHOBJICHHS
NavMesh y BifmoBiab Ha 3MiHY IrpOBOi ClieHH. Taka BiIMIHHICTD JITa€ MOXKIIUBICTh
NPC mpaBuipHO pearyBaTd Ha IMOsSBY HOBHX 00’€KTiB a00 HaBITaKM 3HUKHCHHSI
MEepeIko, BIOAKpUTTS abo 3akpurts 30H. [ng mporo B UES icHyrOTH
NavModifierVolume ta NavLinkProxy — incrpymenr, sikuii mo3soiisie NPC
cTpuOaTy, MNEPeXOJUTH 3 OJHOIO pIBHA HA IHIIMKA HaBITh 0e3 (HI3UYHOrO
3’eqHaHHA. Taki 3MiHM 0COOJIMBO Ba)KJIMBI B €KIIIEHAX 1 CTEJIC-irpax, Je CUTyallis
3MIHIOETBCSA B peajbHOMY 4Yacil 1 3a3BUYail oJpa3y y AEKUIbKOX I'PaBLIB Y PEXHUMI
MYJIbTHILICEDY.

UES miatpumye Avoidance System — cucreMy YHHKHEHHS 3ITKHEHb MiX
NPC [34]. Xoua NavMesh no3Boisie OymyBaTH IUISX, I8 CHCTeMa 3a0e3reuye
aBHe po3xomkeHHss NPC y By3pkux kopumopax ado mpu MepeTuHi MapuipyTiB.
Bona peanizyerbcs Ha piBHi CharacterMovementComponent, sikuit BpaxoBye

MPUCYTHICTh 1HIIMX 00’ €KTIB 1 KOPUTYE TPAEKTOPIIO PYXY.
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2.6 Buxopucrtanus Gameplay Ability System mis po3mupeHHs oBeIiHKH

HITYYHOTO 1HTEJNEKTY

Gameplay Ability System e motyxuum miarinom Unreal Engine 5, sxwuii
03BOJIsIE OyAyBaTH CKJIQJHI CHCTEMH 310HOCTEH, e(eKTiB 1 MeXaHIK B3a€MOJIIl
Mix 00’exktamu [35]. GAS po3poOIsiBCsl IepeBaskHO IS peaizariii 31i0HocTel 1
CTaHIB TPaBIiB y 0araTOKOPUCTYBAIbKHX MPOEKTAX, MPOTE HOro MOMKIUBOCTI
HaJ3BUYaiHO e(eKTHBHI 1 [UIsI CTBOPEHHS IHTENEKTYalbHOI TOBEIIHKU
HEKEPOBAHUX MEPCOHAXKIB.

[lepeBaroto BukopuctanHsi GAS s HEKepoBaHUX MEPCOHAXKIB € YITKE
BIJIOKpeMJICHHSI 3/1I0HOCTEN BiJ 0a30BOi JIOTIKM NEpPCOHaXa. Y TPagullliHUX
MiX0JaX JO0 CTBOPEHHS IITYYHOTO IHTENEKTY KOKHAa HOBa Jisi abo cleHapii
notpeOyBani nonoBHeHHs Behavior Tree abo ckpunToBoi Joriku. HatomicTh
3aBasiku Gameplay Ability System yci moxusi aii NPC odopmitoroThest gk
okpemi Ability-kiacu, 110 103BOJIS€ IIEHTPANII30BaHO KEPYBATH JAiIsIMHU, HE3ATIEKHO
BiJl iX CKJIQJHOCTI, a TaK0X MO>KHA JIETKO CTBOPIOBATHM KOMOIHAIl 1HTEpakKIii 13
cepenoBuiieM. CtpykTypa B3aemomii kommoneHTtiB Gameplay Ability System

300pakeHa Ha PUCYHKY 2.7.

>

| Gameplay ability system 'j

v

| Ability System Component;

| ] | ] )

Gameplay Ability Attributes Gameplay Effects Gameplay Tags :I

|
|

Ability Tasks

Pucynok 2.7 — Ctpykrypa B3aemoii komrnoHeHTiB Gameplay Ability System
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Kopucuum enementom Gameplay Ability System e konmemiis Gameplay

Effect (reiimmneitnux edekrip). Gameplay Effect — e cnerianbuuii 00’ €KT, SKHi
J03BOJISIE 3MIHIOBAaTH XapaKTEPUCTHKU a00 CTaHM TEPCOHaXKa. 3a JIOMOMOTOIO
e(eKTIiB MO)KHA BIUIMBATH Ha 0a30B1 MapaMeTpH, Taki K 370POB’sl, BUTPUBAJICTD,
MIBUJKICTh PYXY, a TaKOXX HAKJIaJaTd pi3HI cTaTycu. BakmmBoio 0coOIMBICTIO €
Te, M0 €(peKTH MOXKYTh OyTH PI3HUMH IO TPUBAJIOCTI 1 MO XapaKTEPUCTUKAM.
Takox N1 MOCUJIEHHSI CHJIM CTaTycy IMpu 0araTopa3oBOMY HakjaJaHHI, ePeKTu
HiATPUMYIOTh CT€KH, TOOTO MEXaHi3M HAaKOIUYEHHS e(EeKTiB.

JlonatkoBum Mmexanizmom y Gameplay Ability System e Gameplay Tags.
Gameplay Tag MoxHa YSBUTH SK yMOBHA «MiTKa», sKa OIMCYe€ CTaH abo
BJIACTUBICTh 00’€kTa. Term MOXyThb BHKOPUCTOBYBATHCS IJisi IEPEBIPKH yMOB
aKTUBaIlll 3110HOCTEN, HaKIagaHHs e()eKTiB a00 BU3HAYEHHS TUITY B3a€MOJIIi MIX
o0’extamu. Tern B GAS € iepapXi9HIMH, IO T03BOJIsIE Oy TyBaTH CKJIAIHI JIOT14HI
3anexHocTi. HagBHICTh a00 BIACYTHICTh IEBHUX TEr1B BU3HAYAE JTOCTYIHICTH 1M,
BIUTMB €(eKTiB 1 peakiito Ha nojaii B rpi. lle pobuts cuctemy Haa3BHUUYalHO
THYYKOIO 1 NPHUAATHOIO IJis1 AWMHAMIYHOI 3MiHU moBeAiHkM NPC 3ainexHo BiJ
KOHTEKCTY.

Gameplay Ability System rtakox mictute B co01 Attributes. Ile wHaOip
0a30BHX XapaKTEPUCTUK TMEPCOHaXKA, TAKUX SAK 370POB’sl, BUTPUBAJIICTh, MaHa,
cwia araku Tomo. Yci 3miHM cTany NPC, saxi BinOyBaroTbCs BHACTIAOK
3aCTOCYyBaHHsA €PeKTiB a00 3A10HOCTEN, BIUTMBAIOTH CaM€ Ha BIANOBIIHI aTpUOyTH.
3aBasku 1boMy GAS 3a0esnedye IHEHTpadi30BaHy 1 KOHTPOJIBOBAHY CHUCTEMY
00OpoOKM TapamMeTpiB MEPCOHAXKA, sIKa JI03BOJISIE B pEaIbHOMY Yaci pearyBaTu Ha
3MiHYy cTaHy 0e3 HeOoOXIJHOCTI BpY4YHY BIJCTEKYBAaTh 3HAYEHHS KOXKHOI
XapaKTEPUCTHUKHU.

BaxnuBy ponp y peamizaifii 1HTEJIEKTYaJIbHOI IMOBEJIIHKM HEKEPOBAHUX
NepcoHaxiB Biairpae takox interpamis Gameplay Ability System i3 Behavior
Tree. 3aBasiku criemiaibHUM BY3JlaM aKTHBYBaHHs 31i0HOcTeid Activate Ability
Task NPC moxe BuKIMKATH TIEBHY 3II0HICTH 3aJIC)KHO BiJl pE3yJIbTATIB aHANI3Y

cepemoBuiia 3a jgomomoror Environmental Query System abo 3MiHHHX
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Blackboard. Hampukian, skio BUsBICHO BOpora Ha OJu3bKii Bijgcrauni, Behavior
Tree Moke IHIIIIOBATH aKTUBAIIIO 3A410HOCTI aTraku OJIMKHBLOIO OO0, SKIIO
3nopoB’st NPC magae Hmkye 3aJaHOTO TIOPOTY, ABTOMAaTHYHO AaKTHBYETHCS
3M110HICTh BUKOPUCTAHHS 3aXUCHOI HABUYKH.

JHonatkoBo, 3aBasku cucremi Gameplay Effects cramo MoxiuBuM IIBHIKO
3miHioBaTH xapaktepuctuku NPC y BinmoBigp Ha 3MiHy cutyauii y rpi. Ilpu
3aBEepIICHHI €EeKTy BCi 3MiHM aBTOMAaTHYHO CKHIAIOTHCS, TAKUM YHHOM HEMa€e
HEOOX1THOCTI pyYHOTO KE€PYBaHHS IIUMHU CTaHAMH B KOJII.

3actocyBanns Gameplay Ability System y poOoTi 103BoJsiE TaKOX
ONTUMI3yBaTH CHUCTEMY PECYpCIB HEKEpOBAHUX TMEPCOHAXIB. YCl BUTpaATH
BUTPUBAJIOCTI, MAHW YH CHCIIATbHUX €HEPTeTUYHUX IIKAJI yIPABISIOTHCA depes
Gameplay Attributes, crerriaizoBany cucTeMy BIaCTUBOCTEH, SIKa IHTETPYETHCS 3
GAS 1 103BOJIsIE TOYHO KOHTPOJIFOBATH CTaH PECypCiB y peabHOMY uaci. Lle nae
3mory NPC mnpuiiMatu pilieHHS OpO BHUKOPUCTaHHA 3A10HOCTEH Ha OCHOBI

30BHIIIHBOTO KOHTEKCTY 1 BHYTPIIIHIX 0OMEXEHbD.
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3  PEAJIIBANLIA ITIPOTOTHUITY TPU TA MOIAEJIFOBAHHSA

IHTEJEKTYAJIBHOI IOBEJJIHKU HEKEPOBAHUX IIEPCOHAXKIB

3.1 Po3poOka apXiTeKTypH rOJIOBHOTO IrpOBOTO MEPCOHAXKA

Ha nepmiomy erami CTBOpeHHS TPU JOCUTh BaXXJIMBUM 3aBJAHHSIM CTaJO
BU3HAYCHHS Ta MOOYA0Ba apXiTEKTYpPH TOJIOBHOTO irpOBOTO mepcoHaxa. Came BiH
BUCTYIIA€ ILEHTPAJIBbHOI (PIryporo y B3aeMOJIIi I'paBls 3 BIPTYaJbHHM CBITOM 1
BUKOHYE POJb KIIOYOBOI irpoBoi omuHuii. [loOygoBa mepcoHaxa mnoTpedye
pEeTEeNBHOro MIAXOAY A0 peanizaiii 0a30BUX MEXaHIK, TaKUX SIK pyX Y araka.
Takox KJ1ac TOJIOBHOTO MEePCOHa)Xa MOBUHEH MICTUTU 1HTETPAIlii0 HOTo 3 IHIIUMU
CUCTEMaMHU TIpH, BKIIOYAIOYM 1HTEpdeiic KopucTyBaya, CHUCTEMY 3A10HOCTEH,
aHIMaliHUI KapKac, CHCTeMy BBeJICHHs Ta 00#oBy Jioriky [36]. CTpykTypoBaHwMii
MIAX17 10 peamizailii IepcoHa)ka JO3BOJISE 3aKJIaCTH HaIIMHY OCHOBY JIJIS
MacmTaOyBaHHS Ta MOJANBIIIOTO PO3BUTKY MIPOEKTY.

['onoBuui#t irpoBuii mepcoHax peanizoBanuil y kiaci AESHeroCharacter,
akui € Hamaakom OaszoBoro kimacy AESBaseCharacter. Takuit miaxin 103BOJIsIE
pO3AUIUTH (PYHKIIOHAJIbHICTh Ha 3arajbHy JJIsl BCIX MEPCOHAXIB, Ta CleU(pIYHY,
XapaKTepHY JIMIIIE JJIs TOJOBHOTO repos. HacmimyBaHHsS Ta 1HKaNCyJsIlis Jar0Th
MO>KJIUBICTh TOBTOPHO BHUKOPHUCTOBYBATH KOJI, 3MEHUIYIOUH KIJIbKICTh MOMMJIOK 1
MIPUCKOPIOIOYH PO3POOKY.

VY xnaci AESBaseCharacter peanizoBana 0Oa3oBa Jiorika, HeoOXigHa JJisi
OyIb-IKOrO IFPOBOIO MEPCOHa)Ka. 30KpeMa, TYT I1HILIANI3YIOTbCS KOMIIOHEHTH
AttributeSet i MotionWarpingComponent [37]. Tlepiuuii KOMIIOHEHT BiOBIga€ 3a
00poOKy 3I10HOCTEH, SIKI MEePCOHAX MO)KE aKTHBYBATH MiJ 4yac rpu. pyruii €
Ha0OpOM aTpUOYTIB 5K 3I0POB’S, SIKI € HEB1JI’ €MHOIO YaCTUHOIO POJIEBOI CHCTEMHU.
Kommonent MotionWarping BiZKpuBae MOXJIMBOCTI  JJIi  JUHAMIYHOTO
KOPUTYBAaHHSI aHIMalllil pyXy MepcoHaxa, L0 OCOOJMBO KOPUCHO I dac

CTBOpPEHHS e(peKTHHX 00HOBHX CIIeH a00 CKJIaITHMX MaHEBPIB.
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l'omoBHmit repoit, mo onucanuii y kimaci AESHeroCharacter po3smuproe
(GyHKITIOHATBHICTh 0Aa30BOT0 KJIacy, J0Aal04Yd J0 HbOI'0 KOMIIOHEHTH, ceudivHi
TUISt KOpHUCTyBaua: HeroCombatComponent, HeroUIComponent,
SpringArmComponent 1 CameraComponent (puc. 3.1). 3aBasKU
SpringArmComponent kamepa BiJ TpeThOi OCOOM MOXE IUIABHO 3MIHIOBATH
MO3MINI0 Ta KyT OIVISAY, CIIAYIOUM 3a TEPCOHAXKEM 13 3aJaHUM 3MilmieHHAM. Lle
CTBOPIOE BI3yaJIbHO TNPUEMHUN JOCBI MJis TpaBlg Ta J03BOjsie 30epiratu

KOHTPOJIb HaJ| CUTYAIII€l0 B TPi.

Pucynok 3.1 — Bizyamizarnis CameraComponent Ta SpringArmComponent ta

(G13MYHOI Karcyu NepcoHaxa

Kpim Ttoro, inrterpyerscst  AbilitySystemComponent, skuii  kepye
3MiI0HOCTAMH TIepcoHaxka 3a gomomororo Gameplay Ability System. T'omoBHwmid
nepcoHaxk Takox Mae BiacHuii Combat Component i Ul Component [38], ski

peai3oBaH1 K OKpeMi crelliaai3oBaH1 KJIacH.
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Kommnonent HeroCombatComponent peanisye noBHuii HaOip QyHKIIH a1

OoifoBux niil. BiH 103BoJIsIE IEPCOHAXKY aTaKyBaTH, OJOKYBaTH, BUOMpPATH 1111, a
TaKOXX OTPUMYBAaTH Ta OOpOOJSATH BXITHI TMOIIKO/KEHHS. Uepe3 HbOrO TaKoXK
aKTUBYIOThCS aHIMalllifHI MOHTaxi, 10 3abe3reuye TOYHE W CHHXPOHHE
BinTBOpeHHsT OoioBux mikd. KommoHeHT mpaitoe pazom 3 Ability System, e
poOUTH OOMOBY cHCTEMY OUTBIN BapiaTUBHOIO Ta aJaNTHBHOIO JI0 3MiH Y TeHMILIET.

[Tapanensno 3 OoMoBuM wmoaynem HeroUIComponent BHKOHY€E poJib
MocepelHKa MDK BHYTPIINIHIM CTaHOM TIEPCOHaKa Ta TpaBieM. KOMITOHEHT
BiJIoOpaxkae 1H(MOpMaIlito Mpo 370pOB’s, MOTOYHY 30pOI0 Ta 1HIII MapaMeTpH, 110
MalOTh KPUTUYHE 3HAUCHHS JJI1 MPUUHATTA pllIeHb M1 Yac Tpu. BiH aBTOMaTH4HO
OHOBIIIOETHCS MPU 3MiHI 3HAUYEHb aTPUOYTIB 3aBIAKM Hignucii Ha nonii Ability
System. Ile mo3BOJiss€E AOCATTH peabHOIO 4Yacy BigoOpakeHHs 0e3 3alBOro
KOAyBaHHS. [Himiamizanis aTpuOyTiB 3IIMCHIOETBCS MPU CTapTI TPU LUIIXOM
3actocyBaHHs rmouatkoBux Gameplay Effects, sxi BcraHOBIIIOIOTH 0a30B1 3HAUCHHS
[IUX MapaMeTpiB.

@yukii pyxy, Taki sk MoveForward, MoveRight, Ta Jump o6po0nstoTh
BBEJCHHS T'paBlsl 1 JIOJAIOTh BIAMOBIHMN PyX A0 TMEpcoOHaka 4epe3 (PyHKIIIIo
AddMovementlnput. JlogaTkoBi [ii, Taki K arakd a00 akKTHUBAIlis 3MI0HOCTEH,
MpUB’sI3aHi hi (e} BIJAIIOBITHUX KHOITIOK BBEICHHS yepes METOJT
SetupPlayerinputComponent [39].

Okpemoi yBaru 3aciyroBye aniMaiiitHa cuctema. Animation Blueprint
ABP_Hero (puc. 3.2), BUKOpPHUCTaHHIA JJIs1 TOJOBHOI'O MEPCOHAXKA, MOOYI0BaHHIMA
Ha ocHOBI State Machine, sika BiJIITOBiIa€ 3a 3MiHY CTaHIB 3aJIe)KHO BiJ| MTOBEIIHKA
nepconaka [40]. Buxopucranns Blend Space m03Bojsie IMIaBHO 3MIHIOBATH
a”HimMarii MDK pI3HUMH IIBHAKOCTAMH pyxy, a Animation Montages
3aCTOCOBYIOTHCS JiJIs1 OOMOBHUX Jiil Ta 1HIIMX crieriagizoBaHux ctaHiB. Kpim Toro,
aHiMalli CTPYKTYpYyIOTbCs 3a aonomMoror Animation Layers, ToOTO KOXeH Iap
BIIMOBIZAa€ 3a KOHKPETHHH THN 30p0Oi, IO Ja€ MOXKIMBICTH J0JaBaTH HOBI

BapiaHTH 0e3 mepenucyBaHHs BCI€l CUCTEMHU.
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Pucynok 3.2 — Animaniiinuii OJ1ynipuHT roJioBHOTO nepconaxxka ABP_Hero

Blend Space (puc. 3.3) 3a0e3nedye aganTUBHY 3MiHY aHIMAIlii 3aJI€XKHO BiJ
HMIBUIKOCTI mepecyBanHsi [41]. ns cremiami3oBaHUX Jiid, TaKUX SK aTakud abo
YXHUJICHHS, BUKOPUCTOBYIOTHCSI Animation Montages, siki MOXyTh OyTH BUKJIMKaHI
yepes Combat Component a6o Ability System. Amnimamiiiaunii  Blueprint
BUKOPUCTOBYE Imapu Animation Layers mis KOKHOTO TuIy 30poi, M0 €
06e3ymMoBHUM IUTt0COM. Lle pileHHs J03BOJISIE JIETKO MacIITadyBaTH TPy, TOAAI0UH
HOBI THUIHA 030pO€HHST O€3 HEOOX1AHOCTI MEePeNnuCcCyBaTH BCIO aHIMAIHY JIOTIKY.
Koxen map BiamoBijae 3a okpemuii Hablp aHIMAaIM BIAMOBIAHO A0 AKTHBHOTO

BUJTy 30po0i, 1110 3a0e3Mneuye THYYKICTb 1 PO3IIMPIOBAHICTh CUCTEMHU aHIMAIIi.
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Pucynok 3.3 — Blend Space animartiii nepemitieHHs TOJIOBHOTO TIEpPCOHAXa

3.2 Po3poOka HEKepOBaHHMI NEPCOHAXKIB 3 BUKOPHCTAHHSAM KJIACHYHOTO
X1y

3.2.1 Peanizaiis BOPOriB i3 OJUKHBOIO aTaKOIO

VY mporeci CTBOpeHHS OOHOBOiI CHCTEMH HACTYIMHHM BaXXIIUBHM €TarioM
CTaJI0 BIPOBAIKEHHSI IITYYHOTO 1HTENIEKTY IJIs HEKEPOBAaHUX MEPCOHAXIB, SKI
BUKOHYIOTh POJIb CYNPOTUBHHUKIB Yy Tpi. MeToro I1poro eramy Oyjlo He JuIIe

3a0e3neynTy 0a30By (PYHKIIOHANBHICTh PYyXy 1 aTakd, a 1 CTBOPUTH 1LIIO31I0
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pPO3yMHO1, aJanTUBHOI MOBEIIHKH, KA J103BOJIsiE BoporaMm €(eKTUBHO pearyBaTu
Ha Jii TpaBIl, YXWIATHCA BIJ 3ITKHEHb 1 CTBOPIOBAaTH JWHaMidHE OoioBe
CepeIOBHIIIE.

B pamkax peamizaiii BoporiB  OMmKHBOTO 000 OyjJ0 CTBOPEHO
cnemianizoBanuii k1ac AESEnemyCharacter, sxuii Hacmigye 6a30By apXiTeKTypy
AESBaseCharacter, mo rapaHTye CYMICHICTh 13 CHCTEMOIO 3aiOHOCTEH Ta
iHTepdeiicom kopuctyBaua. lled migxim 103BOJsSE TOBTOPHO BUKOPUCTOBYBATH
BXKE pealli3oBaHy JIOTiKy, BKIIOYHO 3 AbilitySystemComponent Ta AttributeSet,
10 0COOJMBO 3pYYHO 3 OIJISAYy HAa MAacIITaboBaHICTh I'pu. BHYTpimHBO BOpOr
TaKOXX MICTHTh OKpeMi KoMmoHeHTH, Taki sk EnemyCombatComponent, sxuit
BIJINIOBIJIa€ 3a OoioBy Joriky, Ta EnemyUlComponent, sikuii kepye Bi3yalbHUM
BiIoOpaXkeHHsAM cTaHy Bopora. 3aBasku WidgetComponent, BOyIOBaHOMY [0
CKEJIETHOI CITKHM, HaJl BOPOTOM JUHAMIYHO B1100PAKA€THCA BIIXKET 31 3710POB’SIM.

Ha piBHI JIOTiKM yHOpaBIIHHS BOPOraMHU BUKOPUCTOBYETHCS BIIACHHMA
kouTposiep ESAlController, sikuii iHTerpyeThest 3 HaBiramiiHoro cuctemoro Unreal
Engine. OcoOaMBICTIO 1BOr0 KOHTPOJEpPAa € BUKOPUCTAHHS AITOPUTMY
DetourCrowdAvoidance, sKuii T03BOJISIE areHTaM YHHKAaTH 31TKHEHb OJHE 3
onHuM. lle BaxMBO, OCKIJIBKH B yMOBaxX OO0 KUJIbKa BOPOTIB MOXYTh aTaKyBaTH
rpaBlsg OAHOYACHO, 1 1X MpaBUIbHA KOOPAMHAIS B MPOCTOPlI CYTTEBO IiJBUIIYE
peanizM. AreHt, mo BukopuctoBye Crowd Avoidance, He MPOCTO MPSIMYE JI0 1L,
BIH 3/1aTeH oOupatu OOXiJHI HUISAXH, JUHAMIYHO MEpeOyJO0BYBATU TPAEKTOPIIO
PYXy 3aJI€KHO BiJl HABKOJUIITHIX MEPEITKO 1 COIO3HUKIB.

Koutponep B3aemomie 3 Behavior Tree, iHCTpyMEHTOM MOOYIOBU
noBeninkoBoi Joriku. Yepes Blackboard 30epiraerbes iHpoOpMaliis mpo moTouHy
o Bopora TargetActor, sika BHUKOPUCTOBYETHCS SK OCHOBHA 3MiHHA TpHU
NpUUAHATTI pilieHb y moBeninkoBomy aeperi. Blackboard cioyxute wmiciem
30epiraHHs KOHTEKCTY, TOOTO Bce, 110 6aunth a6o 3Hae NPC, 30epiraeTscs came y
Blackboard.

BusiBnennss rpaBus  BiIOYBa€TbCs 32  JIONOMOTOK)  KOMIIOHEHTa

AlPerceptionComponent [42], B SIKOMY PUCYTHIH CEHCOp
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AlSense_Sight (puc. 3.4). lle nmo3Boisie BoporaM OayuTH TpaBIsd B MeXax

3aJ]aHOTO PAJiyCy Ta MOJs 30py. SIK TUTBKU TpaBelb MOTpAIUIsi€ A0 TOJIs 30Dy,
iHpopMarrist mpo HeOTO 3aHOCUThCs 10 Blackboard, mo # 3amyckae ocHOBHUI MK

NPUIHATTS PillICHb.

Pucynox 3.4 — Bizyanizaiiisi «30py» HEKEpOBaHOTO MTEPCOHAXKA

Blackboard cmyxutre «mam’stTio» Bopora. (OCHOBHHM — KIIOYEM €
TargetActor, TOOTO 1iMb fAKy MOTPIOHO mepechigyBaTH aboO arakyBaTH, B
3anexHocTi Big yMoB. Ha ocHoBi manux y BlackBoard Behavior Tree mpuiimae
PIIIEHHS TIOJI0 MIEPEMIIIIEHHS Ta OOWOBUX JTii.

Behavior Tree (puc. 3.5) cknamaeTbcs 3 KiIBKOX OCHOBHHX OJIOKIB, SIKi
OpraHi30BYIOTH ITOBE/IIHKY BOpOTa 3aJIe)KHO BiJl CUTYyarlii Ha moii 00ro. I'onoBHMIA
By301 Selector, sikuii 1o 4ep3i mepeBips€e KilbKa BaplaHTIB i, TIOKA OFHA 3 HUX
He Oyze ycmimHoro. [lepiioro aiero e 3aXucT B aTaku. SIKIio Bopor rnepedyBae
MiJl aTaKkoKo, BOPOT OPIEHTYEThCS HA BOpOra, HAOJMKAETHCS, aKTUBYE 3I10HICTH
3aXUCTy 1 4YeKae Nesakud dvac. SIKmo moTpiOHO cKacyBaTH IO, BOPOT IMPOCTO
3yIIUHSE BCIO CBOIO TIOBEIIHKY Ha 4ac.

SK1110 BOpOT 3HAXOIUTHCS B MEXKaX aTaku OJIMKHBOTO 000 TOOTO AMCTAHIIIS

70 uim meHme abo gopiBHioe 150 oguHMIb, 1 HE TPUBA€E BIAKAT, HEKEPOBAHUMN
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MEePCOHAX ITOBEPTAETHCS OOJMYUSAM OO0 TpaBIs, aKTUBYE 3I10HICTh OIMKHBOT

aTakH, yeKae JACSKHUM Jac IJis peajaizMy aHiMallii, TOBTOPHO OPIEHTYETHCS Ha IT1JIb.

Pucynok 3.5 — JlepeBo noBeI1HKM HEKEPOBAHOT'O MEPCOHANkA OJIMKHBOTO OO0

Axmo x rpaBens nepedyBae Ha cepenHiil auctaniii (mo 600 oguHUIB),
BOPOT 00Mpae TaKTHUYHY IMOBEAIHKY. 3a JOIMOMOroxo 3anuty 10 Environment Query
System Bopor BH3Ha4ae HAHOLIBIN BUTIHY TO3HUIII0 HABKOJIO TpaBis (puc. 3.6).
EQS no3Bosisie nuHaMi4HO 3HAXOAUTH TOYKU Y MPOCTOPi, IO 3aT0BOJIBHSIOTH
TaKUM YMOBaMm, SIK BIJICTaHb JIO TpaBIls, HASBHICTb YKPUTTA, BIJICYTHICTh
nepemkoa. Ilicns orpumanHs pe3ynbrariB 3anuty NPC mepeminryerscs 110
00paHOi TOYKH 1 O4IKYIO€ HAa HOBY MOXKJIMBICTH JIJIS aTaKH.

JleTallbH1 MEXaHIKHU:

— BTService GetDistToTarget mocTiifHO OHOBIIOE BIiACTaHb A0 I IS
MPUIHATTS IPABUIHHUX PIIICHB,

— EQS_FindStrafingLocation poouts 3anutr y EQS Bu3Hauae Halikparry
TOYKY HaBKOJIO rpaBls 3 paaiycom 0mm3bko 1000 onuHullb, BUOMPaOUM HAMOUTBII

BUT1JIHY TO3HUIIII0;
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— Cooldown Decorators 3amo0OiraroTb 3aHajJTO YacTHM aTakaMm Ta M,

CTBOPIOIOYM 3aTPUMKH MK CIIPOOAMH.

Pucynok 3.6 — Ilonryk ontumansHux nosuuiid yepesz Environment Query System

Panizariss OmmkHBOrO BOpora y rpi MOeAHye B coOl ofpasy JAeKijIbka
CyYacHHX MIIXOIiB 10 MoxemtoBaHHs moBeAinkun NPC: HaBirarito, CipuiHSATTS,
TaKTHYHE YXWJICHHS, aJalnTUBHWK BHOIp i Ta OOWOBY B3aeMofito. Yci Il
€JIEMEHTU  B3aEMOJIIOTH Yy MEXax €IUHOrO0  apXITeKTYpHOro  MiAXO0ay,
noOyJJI0OBaHOTO Ha TPHWHIMIIAX MOMIYJIBHOCTI, TIOBTOPHOTO BHUKOPHCTAHHS

KOMITOHEHTIB Ta aKTUBHOT'O BHUKOpHCTaHHs iHcTpyMmeHTiB Unreal Engine 5.

3.2.2 Peami3aliis BOpOriB 13 aTaKOIO HA JUCTAHITIT

[Tin wac peamizaiii Takux BOpOTiB OyJIO CTBOPEHO CIHEIliali30BaHEe JEPEBO
noBeniHku (puc. 3.7), sxe moeaHye B co0l JEKUIbKa CIEHapiiB pearyBaHHs Ha
3MIHY AMCTaHIIl 0 TpaBIlsl, @ TaKOX AJTOPUTMU TAKTUYHOTO MEPEMIIICHHS Ta

OoitoBoi B3aemonii. Ha BepxHboMy piBHI cTpykTypu Behavior Tree posminyerscst
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By30s Selector, sikuii aHami3ye CHTyaIlio 1 MOCIIOBHO IMEPEBIps€ BCi MOKJIMBI
BapiaHTH TOBEIHKH, OOMparO4M TOW, SKUH Hapasl € HauOuibm gopedyHum. Lle
n03BOJIsIE 3a0e3meynTH THYUYKICTh y moBemidiii NPC, a Takoxx amanTamito 10

MIBUIKO 3MIHIOBAaHHUX 00CTaBMH Ha 10J1l 00r10.

" BTSenvice GetDjstToTarget

-

 Blackboard Based Condition o
° 3> BTDecorator_CaniSeeTarget

2 Sequence

2 Am 1 In Shooting Position
4 Shoot Projectile

e Native Orient Rotation To Target Actor

€3 Aun EQS Query

€2 Run EQS Query

. E) ! B >
£« BTTask_ActivateAbilityByTag ¥ Z¢ BTTask ActivateAbilityByTag

Pucynok 3.7 — JlepeBo NOBeIIHKM HEKEPOBAHOT'O MEPCOHAXkA aTaKW Ha BIJICTaH1

[Tepmmii 670K AepeBa aHaMI3ye HAsIBHICTh BUAUMOI LU, SIKIIO Takoi HeMae,
BOPOT' HE pOOUTH 3aBUX I, a IEPEXOAUTh y PEKUM OuiKyBaHHs. Lle mo3Bosie
YHUKHYTH HaaMmipHoi aktuBHocTi NPC y curyamisx, konu mgii Oynu O
HEJIOPEUYHUMHU a00 HEJOTIYHMMHU. Y BHMAJKY, KOJU T'paBellb MOTPAIUIA€ 10 30HU
CIOPHUMHSATTS, BOPOr CTBOPOE 3anuT 10 Environment Query System (puc. 3.8) nust
BU3HAUCHHS ONTHMAaJbHOI TO3MIT Ui cTpiasOu. lle pimenHs mae 3Mmory
JMHAMIYHO pearyBaTy Ha pO3TalllyBaHHsS IpaBlis, 3MIHIOBATH OOMOBY TAaKTHKY Ta
YHHUKATH 1a0JIOHHOT TOBEIIHKH.

Sxmo aucraHimis A0 TpaBis nepeBuirye 650 oIWHUIB, HEKEPOBAHHIMA
MEePCOHAX PO3IMi3HA€E, M0 BiH NepedyBa€ B 30HI MAaKCUMaIbHOI €(PEeKTHUBHOCTI
nanpbHBOro 60t0. Y mpomy Bunaaky NPC ¢dikcye 1imb, Opi€eHTyeThCs Ha Hel,
aKTUBYE 3/110HICTh CTpUILOU uepe3 cuctemy Gameplay Ability System, micis goro

3aIyCKa€eThCs Tay3a, M0 IMITy€E TPOoIeC Mepe3apsiAKu ad0 TaKTUYHOI MiJTOTOBKH
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0 HacTynHoi aii. Takuil miaxig AO3BOJISIE YHUKHYTH «CIaM-aTak» 1 CTBOPIOE

BIJIUYTTSI MPOJAYMaHO1 O0MOBOT MOBEAIHKU, HAOIMKEHOT J0 JIOJCHKOI.

instance(1)
istance(1)
istance(1) uistance(1)

iistance(1)
wistance(1)

s Listance(1)
Lustance(1) istance(l)

istance(l 3
Listance(1) 78 /_%_ Distancet) Distance(1)
5 ~ad7

~‘-"§%s Distance(1)

Disiance(}

ance(l)

Disancell)

Pucynok 3.8 — [Tomyk ontumansHux no3uuii uepe3 Environment Query System

JUTS aTak Ha BiacTaHi

Oco6nuBy yBary OyJi0o MpUJITICHO BUTAJIKaM cepeaHboi auctaniii (Big 250
no 650 omuuunp). Y miid 30Hi NPC He Bcrymae B Oe3nocepenniii 6iif, a mparHe
BITHOBUTH BUT1JIHY MO3UILi10. J[JI1 IbOTO 3HOBY BUKOPHUCTOBY€EThCA 3anuT 10 EQS,
KWW oOMpae HaWOIIBII CTPATETIYHY TOUKY, 3 SIKOi MOKHA 30epiraTh JTUCTAHIIIO 1
npu  1UpOMy OyTH  TOTOBMM  JO  aTakd. 3aBlIsSKH  BHKOPUCTAHHIO
EQS FindRangedCombatPosition, Bopor oOupae mo3uiiito, sKa 3a0e3neuye TOUHY
OIIiHKY, MIHIMaJbHI TEPEIMKOIN Ta MOXKJIMBICTH IIBUIAKOTO TEPEMIIICHHS B pasi
HEOE3MeKH.

[Ipu HaGnvxkeHHI TpaBilsl, TOOTO TP AUCTAHINT MeHIIe HiK 250 oIUHUIIb,
BOPOT 3MIHIOE MOBEAIHKY 1 3aCTOCOBY€E OJFIKHIO aTaky, Micisl 9OTO 3HOBY POOHUTH
nay3y. 3aBISKHU I[id CUCTEMi BOPOTH 3 JUCTAHIIIMHOIO aTaKOI y TPi MOBOISATHCS
He mAabJIOHHO, a BapiaTUBHO Ta OIBII PEANiCTUYHO, LIO0 CYTTEBO MIABUIILYE

3arajbHy SIKICTb OOMOBOTO reiMILIEIO.
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3.3 Ilporpamna peasnizaiiisi HABUaJIbHUX areHTIB

Y wMexax peamizaiii CHCTEMHU IITYYHOTO IHTENEKTY JUIsI HEKEPOBAHHUX
NEPCOHaXIB OyJ0 BOpPOBaKEHO Okpemy Kateropito NPC, sika BiJpi3HSETbCS
MPUHITUTIOBO HOBUM ITiJIXOJIOM JIO TOBEAIHKK y Tpi. Ha BiaMiHYy Bim KiIacHYHUX
pimens, mo Oa3yroTbes Ha Behavior Tree abo XOpCTKO 3amporpamMOBaHHX
MpaBUiIax, Il MEePCOHaXl (DYHKIIOHYIOTh HAa OCHOBI HaBYaHHS 3 MiIKPIIUICHHIM
abo reinforcement learning, sike 3a0e3mneuye TUHAMIYHY Ta aJalTUBHY MMOBEIIHKY B
pexuMi peanbHOro 4acy. [lns peamizaimii Takoro miaxoay OyJO BUKOPHUCTaHO
wiarin Learning Agents moctymuuii y cepenouiii Unreal Engine 5, mo Hanae
HaOlp IHCTPYMEHTIB IJis 1HTErpailii MallMHHOTO HaBYaHHA 0€3 HEOOX1JHOCTI
BHUXO/Ty 3a MEXI PYIIIis.

['oioBHOIO MeTOI0 OyJI0 CTBOPUTH IHTEJIEKTYyaJlbHUX areHTIB, 3JaTHUX
caMOCTIHHO (hOpMyBaTH MOBEIHKOBI CTpaTErii Ha OCHOBI B3a€MOJIii 3 OTOUCHHSIM.
[{i areHTH He MalOTh 3a3[ajeriib BU3HAYEHUX CIIEHapiiB niii abo QikcoBaHOT
noriku. Ixus moBesinka GopMyeTbCs B pe3yNbTaTi OaraTopasoBHX iTepaliif, min
qac SKMX BOHHU CIIOCTEPIrarTh, €KCIIEPUMEHTYIOTh, OTPUMYIOTh BHHArOpoau ado
MOKapaHHs Ta aJanTyloTh CBOI JAil BIAMNOBIJHO O OTPUMAHOro JOCBiAy. Takuii
HIX11 JO3BOJISIE JOCITTH OUIBII peanicTUYHOI Ta BapiatuBHOI Mozent NPC, mo
3/1aTHA MiJTalITOBYBATUCH 111 3MiHHI YMOBH T'PH.

JUist JochmipKeHHsT MOBEIIHKM areHTIB 1 ()OpMyBaHHS SKICHOTO MpPOIECY
HaBYaHHSA OYJIO peasli3oBaHO OKpeMe TpeHyBajibHe cepenoBuine (puc. 3.9). Ha
creHi ogHovyacHo npucyTHi 8 NPC 3 MOXIuBICTIO ManbHBOI aTaku, 8 00’ €KTiB-
MIIIICHEH, sIKI BUCTYNAIOTh JOJATKOBUMHU LUISMHU, TOJOBHUM ITPOBUM MEPCOHAK,
KEepOBaHMI KOPUCTYyBayeM, KUl Takoxk Moxe OyTu arakoBanuii NPC,

Cucrema BUHAropoj € IEHTPaJbHUM  €JIEMEHTOM HaBYaHHS 3
nigkpimeHHsaM. Koxen NPC oTpumye mo3utuBHE MiAKpirUieHHsS y Bursial +10
OamiB 3a ycmimHe 3HUIICHHS 1l (00’e€kTa abo TpaBilsd) Ta HETaTUBHE
NIIKPIJIEHHS. y BUIIAAL -2.5 OaniB y pasi, Ko OyB 3HMUILEHUNA CaM T'paBLEM.

Takuii MexaH13M 3a0XOYEHHS CTUMYJIIO€ areHTIB 10 TOCSTHEHHS IiJIeH, BOJHOYAC
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CTBOPIOIOUM PU3HKH, SIK1 3MYIIYIOTh X BpaxOBYBaTH BilacHy Oesrneky. bamanc mix
aTakol0 Ta OOEpPEekKHICTIO CTa€ TOJOBHUM KpHUTEpieEM €(EeKTUBHOI MOBEHAIHKU.
ATEHTH TOCTYNOBO BYATHCS 3HAXOMWTH ONTHMAJIbHI PINICHHS KOJW aTaKyBaTH,
KOJIM BIJICTYyIIATH, SIK YHUKATH BOTHIO, 1 SIK1 MO3HIlT € HaWOUIbII BUTIIHUMH IS

3I1MCHEHHS aTaKH.

Pucynok 3.9 — HaBuanbHe cepeoBullle areHTIB

OcobnuBicTIO peainizalii € BIOCKOHaieHa OoioBa cucrema. Yci NPC
030po€Hi 3aco0amMu TSl TalTbHBOTO 00F0, SIK1 JIO3BOJISIOTH 3aITyCKAaTH CHAPSIU 110
BU3HaYeHUX nuiax. Lli cHapsmum 3maTHi 3aBHaTé MIKOAW SIK MIIICHSM, TakK 1
TPaBIEBI, SKIIO TPAEKTOPIS MOJILOTY Oyia mpaBwibHO oOpaHa. BomHouac cami
MIIIeHI MPEACTABISIOTE COOOK0 TIPOCTI 00’ €KTH O€3 MITYYHOTO IHTEIEKTY, KyOu 3
0a30BUMH Bi3yaJIbHUMHU e(eKTamHu, sIKl 3HUKAIOTh Micis ypaxeHHs. Lle mo3Bosse
chokycyBaTu TpEHYBaHHS AareHTIB BUKIIOYHO Ha OOMOBIM MOBEAIHIN, He
B1JIBOJIIKAIOYKCH Ha CKJIAJIHY CUMYJISIIIF0 OTOUCHHS.

Ille omuuM emeMeHTOM, WO 3acAyroBye Ha YyBary, € MOJEpHI3allis
TOJIOBHOTO TIEPCOHAXKA. ﬁOMy OyJia nofaHa MOXJIMBICTH aTaKd Ha BIJCTaHi, IO
TAaKOXX CTAJI0 HOBUM BUKIMKOM Juisi Learning Agents. 3aBAsSKH BUKOPHUCTAHHIO

Animation Layers, ski Oyau peaiizoBaHi paHille, [0JaBaHHS HOBHX aHiMallii
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BiOyBasiocss 0€3 MOPYIIECHHS 1CHYIOYOi JIOT1KH. 30Kpema, IIapu BIAMOBIIAIN 3a
Taki a3y SK MIArOTOBKA J0 IOCTPUTY, BHUKOHAHHS aTakh, a TaKOX IUIaBHI
nepexoan MDK craHamu. lle 3a0e3meumsio opraHidyHe pPO3IMMPEHHS O0HOBOTO
dbyHKITIOHATY, 6€3 HEOOX1THOCTI Iepe0y10BH aHIMAIIIITHOT CHCTEMH.

Koxxen NPC wmicuth kommoneHnT LearningAgentComponent, mo BiamoBigae
3a 00pOOKYy CEHCOPHHUX JaHWX, TCHEPAIo Aii, 30€peKECHHS OTPUMAHOTO JOCBiTY
Ta B3aEMOJIII0 3 OTOYCHHSAM. BOymoBaHi MexaHI3MHU IIIariHa TaKoXX HaJaroTh
Experience Buffer, crpykrypy, mo 30epirae maHi mpo TONEpeAHi emi301u Ta
BUKOPUCTOBYETHCS JIJIsI BIOCKOHAJICHHS Mojiell moBeinku. Lleit Oydep Hakonuaye
BJIaJll 1 HEBAAII MPUKIAJN, HA OCHOBI SIKUX BIIOYBA€ThCS OHOBJICHHS HEUPOHHOT
MEpEexi, 0 NpUKMae PilIeHHs] Yy MaOyTHIX ITepalisx.

Jist  omiHku  e(deKTHUBHOCTI TpeHyBaHHS Oyyio 1oOynoBaHO rpadik
3anexxHocti Average Reward Sum gix Iteration (puc. 3.10). Bin gemoHCTpyE€ 3MiHY

CepeaHbO1 CyMU BUHAropo, aky orpuMmyBayii NPC Ha koxHii 3 3840 iTepalrii.

3anexHicTb Average Reward Sum Big Iteration

800
600
400

200

Average Reward Sum

=200t

0 500 1000 1500 2000 2500 3000 3500 4000
Iteration

Pucynox 3.10 — I'padik 3a51e’kHOCT1 cCepeTHhOTO 3HAYEHHS CyMU HaropoJiy BiJl

iTeparii

Ha mnouatky TtpenyBanHs (itepauii 0-500) crnocTepiraerbcsi XaoTUYHA

noBeninka NPC, areHTu 4acto CTpUIAIOTh Y BUIAJKOBI HalpsSMKH, HE BIy4YarOTh
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M0 UUIAX 1 HE OTPUMYIOTh BUHaropon. Lle mpupogHo mis gasu «AOCTIIHKEHHS,
KOJIM HelipoMeperka 111e He Ma€e C(hOPMOBAHOI MOJIITUKH.

VY nianazoni Big 500 mo 2500 irepaiiif MOYMHAETHCS €Tal MOCTYMOBOTO
HaBYaHHS, areHTH BCE YacTIlIe BJIY4YalOTh Y I[iJ1i, BUBYAIOTh €(PEKTHUBHI KYyTH
aTakd, Kpaie OPIEHTYIOThCS y TpocTopi. He3Bakarounm Ha KoIMBaHHS y rpadi,
BUJTHO 3arajJbHUI TPEH]I Ha 3pOCTaHHs €(EeKTUBHOCTI.

Takum 9rMHOM, y TIpolieci HAaBYAHHS areHTH MParHyTh MaKCUMi3yBaTH CBOIO
HAropoiy, aKTUBHO IIYKAaOuu 00’ €KTH ISl 3HUILEHHS Ta YHUKAIOUM CUTYalllH, Jie
iX MOXe aTakyBaTU TOJIOBHMI mepcoHax. Lls cucrema crnpuse BUpOOICHHIO
CTparterii, 3a AKOI BOPOTM HAMararThCsl OajJaHCYBaTH MK arpeCHBHUMH JISIMU 1
0€3IeK010, ONTUMI3YIOUH CBOI MEPEMIILLEHHS Ta aTaKH.

VY mporieci HaBYaHHS areHTU MParHyTh MaKCHMI3yBaTH CBOIO HAaropojy,
aKTUBHO IMYKAaIOTh OO0 €KTH JUJIsl 3HUINEHHS Ta YHUKAIOTh CUTYaIlii, A€ iX MOXKe
aTaKyBaTH TOJIOBHUM mepcoHax. L{s cuctema cripuse BUPOOJIEHHIO CTparterii, 3a
SKOI BOPOTM HaMararoThCsi OallaHCyBaTHW MiX arpeCUBHUMHU JAISIMU 1 O€3MEKOlo,
ONTHUMI3yIOUYH CBOI EPEMIILICHHS Ta aTaKH.

ITicns  3000-1 irepamii cmocrepiraetbest pizke mokpamenas. NPC
JIEMOHCTPYIOTh BHCOKY TOYHICTh TMOCTPLIIB 1 TaKOX TMOYMHAIOTh AaKTHUBHO
BUKOPHCTOBYBATH 3aTHICTh NIEPEMIIyBaTHCS, IO JO3BOJISE TM YHUKATH 3arpo3 i

3aiiMaTy BUTIIHI TTO3HUIII].

3.4 TectyBaHHs po3p00JICHOT TpU

[Ticns 3aBepiieHHs peaizallli yciX KJIHOUOBUX CHUCTEM I'pH OyJIO MPOBEICHO
KOMIUIEKCHE TECTYBAaHHs, METOI0 SIKOTO CTaJ0 BUSBJICHHsS IMOMWIOK, TepeBipKa
BIJIMOBITHOCTI  (DYHKI[IOHAJly OYIKYBaHHAM Ta OILlIHKa CTaOUIBHOCTI poOOTH
IHTETpOBaHUX KOMIMOHEHTIB. TecTyBaHHS OXOIUIIOBAJO OCHOBHI MEXaHIKH,

MOB’s13aH1 3 TOJIOBHUM II€PCOHAXEM, CYNPOTUBHUKAMH, OOMOBUMH CHCTEMaMHU,
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iHTep(deicoM Ta IHTEPAKTUBHOIO B3aEMOJIIEI0, 110 Y3TOHKYETHCS 3 MIAX0IaMH 0
OIIIHKH SIKOCTI IPOrpaMHOro 3a0e3reueHHs, onucanumu y [43].

Y mepmry depry Oyio MpPOTECTOBAHO TIOBEMIHKY TOJIOBHOTO ITPOBOTO
nepcoHaxka. AHimalliiiHa cUCTeMa, sika peajli3oBaHa Ha OCHOBI State Machine Ta
Blend Space, 3a0e3neunia miaBHi mepexoad MK CTaHAMU 0e3 Bi3yaJIbHUX 3001B.
OcoOnmuBy yBary NpHAUICHO TECTYBaHHIO aHIMAIlii OTPUMAaHHS IITKOJH.
BianoBigHO 10 HampsIMKYy aTaku, CHCTeMa 3allycKaja pi3Hl BaplaHTW aHIMaIlii siK
nokazaHo Ha pucyHky 3.11. Ile peamizoBaHO THUISIXOM OOYHMCICHHS HANPSIMKY
BJIyYaHHsS BIJHOCHO BEKTOpa BIIepe] MEepCOHa)ka, 0 JO03BOJIMAJIO TMOKPALTUTH

peaiizm 00iB.

Pucynok 3.11 — 3amyck aHiMallii oTpuMaHHs IKOJIA TOJIOBHUM MIEPCOHANKEM

Baxxi1BUM KOMIIOHEHTOM y CUCTEMI OO0 € 3MEHILICHHSI PiBHSI 3I0POB’S MPpHU
OTPUMAaHHI YIIKO/DKEHb. Y XOJ1 TECTYBaHHS MiATBEPIKEHO KOPEKTHY pPOOOTY
cuctemu atpuOyTiB uepe3 (Gameplay Ability System. 3HaueHHs 310poB’s
TOJIOBHOT'O TIEPCOHAXka 3MEHIITYETHCS TICIS KOKHOTO BIIy4YaHHS 1 111 3MIHU MUTTEBO

nepenaroTbes y BianoBigHi Ul-enemeHTH, 110 Bi3yali3yloTh CTaH NEPCOHAXa Ha
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exkpati (puc. 3.12). Ile n03BoaMI0 320€3MEUNTH MBUAKUNA 3BOPOTHUM 3B’ SI30K JIJIsI

rpaBlls, 30epiraouu Mpu IbOMY HITICHICT 1IHTEp(ENCy.

Pucynox 3.12 — I'padiunmii inTepdeiic 3 BigoOpakeHHSIM MOTOYHOT 30p0i 1 piBHS

310pOB’si

Takoxx OyJi0 TepeBipeHO CHUCTEMY BIIOOpaKEHHS IIKOAH, IO 3aBIA€THCS
cynporuBHukaMm. [lpu Biydanni rpaBis mo NPC akTuByeThCs cHemialbHUN
Gameplay Effect, sxuit 3amyckae Bi3yanbHuii edeKT, TAMYACOBY 3MiHY MaTepiaiy,

10 CUTHAJII3Y€E MPO OTpUMaHH: 1Ko (puc. 3.13).

Pucynok 3.13 — Edekt oTpumaHHs MKOAM ISl HEKEPOBAHOTO MEPCOHAka
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VY CynpoTHBHHUKIB, SIK 1 B TOJOBHOrO reposi, peanmizoBaHa cuctema UI-
KOMIIOHCHTa, SKHW BimoOpakae 1mkamy 3a0poB’st (puc. 3.14). Lg mikana
OHOBITIOETHCS Y PEXHUMI PEaTbHOTO Yacy W J03BOJISIE TPABIEBI OPIEHTYBATHUCS Y

OOMOBI cUTyarlii.

Pucynox 3.14 — KommoneHT 3 BimoopakeHHsM 3710poB’ st NPC

OkpeMo TecTyBajach TMOBEJIHKA BOpPOTiB OMMKHBOrO ©0010. byno
MiATBEPKCHO, 10 BOHW MPABUJIBHO BUSBIIAIOTH TPABII 3a JOIIOMOTOI0 CHUCTEMH
30py, a TaKOoX KOPEKTHO TEPEeMINIyIOThCS MO HaBIralliiHIi CITII. 3aBAsKd
BUKopucTanHio anroputMy Detour Crowd Avoidance NPC He 0i0Kyr0Th OJUH
OJIHOTO, a JMHAMIYHO 3MIHIOIOTh MapuIpyT, otouyrouu rpasus (puc. 3.15). Ilpu
HAOMIDKEHHI 10 LIl CYNPOTMBHHUKHM 3YNHUHSIOTHCA Ha OOWOBIM OMUCTaHINi Ta
aKTUBYIOTh OJIMDKHIO aTaky depe3 cucTteMy 3ai0HocTedl. AHIMalii arak
BIITBOPIOIOTHCS 3 YpaXyBaHHSM 3aTPUMKHU AJis OUIBIIOT TOCTOBIPHOCTI, MICHS YOTO
BUKOHYETHLCS TIEPEBIPKA HA BIyYaHHsI Ta HAKJIAJIA€THCS MIKOA.

Hactynaum eranmom Oyno tectyBanHs NPC 3 arakamu Ha Bijacrtani. L1
BOPOTH JEMOHCTPYIOTh CKJAQIHINIY TMOBEMIHKY, 3a nonomororo EQS Bonu
3HAXOJIATh BUT1JIHI MO3UIIII JUIsl CTPIILOU, TPUMAIOTh PEKOMEHIOBAHY JTUCTAHIIIIO

BiJI TpaBIlsl, YHUKAIOTh HeOe3meku 30mkenHs (puc. 3.16).



Pucynok 3.16 — JluctaniiiiiHa ataka HEKEpOBAHOTO MEPCOHAXKA

S7
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[Tpu kpuTHUYHOMY 30JIM)KEHHI BUKOPHCTOBYIOThH OJIMDKHIO aTaky (puc. 3.17).
Bysno miaTBepKeHo, MO Bi3yaidbHl €PEeKTH CTPIILOM aKTUBYIOTHCS CUHXPOHHO 3

BUKOHAHHAM 3110HOCTI.

Pucynok 3.17 — bimkHsl aTaka HEKEpOBAaHOTO MEPCOHAkKA

VYci  mepeniueHi MeXaHIKM TNPOTECTOBAHO B yMOBax MiJIBUIIEHOIO
HAaBaHTAXXEHHS, OJHOYACHO Ha cleHi mnepedyBasio a0 15 NPC, a ronoBuuit
MEPCOHAXK AKTUBHO MEPEMIIyBaBCs, BUKOHYBAB aTaKW, YXWJICHHS Ta B3a€EMOIISIB 3
Ul VYci KOMIIOHEHTH TpamioBaad 0e3 BHAUMHX 300iB a00 pi3KUX 3MiH
OPOAYKTHBHOCTI, L0 MIATBEPIXKYE CTAOUIBHICTh peai30BaHOi apXITEKTypH Ta
TOTOBHICTh MPOEKTY A0 MOJAIBIIOT IHTErpallii KOHTEHTY.

Oco06MBO1 yBaru IiJi 4ac TeCTYBaHHS MOTpeOyBajii HaBYAJIbHI areHTH, sKi
JI0Th Ha OCHOB1 METOJIIB MiAKPIIJICHOr0 HaBUYaHHA. Ha paHHIX eTamax CUMYJISIIT
NPC He Manmu >KOQHOTO JOCBiAY B3a€EMOJIIl 3 CEpEAOBHINEM, TOMY JIEMOHCTPYBAIIN

Xa0TUYHY, Hee(PEKTUBHY MOBEAIHKY. Lle TMmoBo 1151 moyaTkoBOi (ha3u HaBYaHHS,
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KOJIM areHT BUKOHY€E BHUITQJIKOBI Jii 3 MeTOI0 310paTu iH(OpMaIliio MPO HACIIJIKU
pI3HUX clieHapiiB. Sk BUAHO HA PUCYHKY 3.18, areHTH XaOTUYHO MEPECYBAIOTHCA,
4acTO CTOATh Ha MicIi a00 CTPUISIIOTh Y BHUIIQIKOBOMY HAMNpSAMKY, HE Marouu

YiTKOI CTpaTerii ypaKeHHsI IJICH.

Pucynox 3.18 — [loyaTtkoBi iTeparlii HaB4YaHHS areHTIB

31 3011bIIeHHAM KitbKocTi emni301B NPC nocTynoBo HakonuyyBajiu JOCBI.
VY nianazoni micig 3000-1 iTepariii moBeAiHKa areHTiB 1ovaja JeMOHCTPYBAaTH SIBHI
O3HAaKW BIOPSIKOBAHOCTI. BOHM cTamym TOYHO Opi€HTYBaTHCS B MPOCTOPI,
po3Mi3HaBaTH MpPIOPUTETHI 1l Ta BHUKOHyBaTW artaku. Ha pucynky 3.19
crioctepiraetecs 4iTky rpymy NPC, mo cTpisfoTh CKOOpIWHOBAHO 1 3aiiMarOTh
CTpaTeriyHi Mo3ullii, PO3MIIIYIOTECI MDK TpaBleM Ta MimeHsMu. BuaHo, 110
KUJIbKa areHTiB 00’ €HaH1 Y «IaHITIOXKKW», 10 JO3BOJISE iM YyTPUMYBATH TepeBary
y IPOCTOP1 Ta 311MCHIOBATH (DJIAHTOBI aTAKHU.

Oxpemo citijJi 3a3HaYUTH HOBY IMOBEAIHKOBY OCOOJHUBICTH, sIKa 3 SBUJIACH Y
TPEHOBAHUX areHTiB, TOOTO AMHAMIUHE MepeMilleHHs mia 4ac O0oro. SKmo Ha
noyatky NPC cTosuin Ha Micii Ta CTpiiasiiu 0e3 ypaxyBaHHsS CHUTYyaIlii, TO TICIs

3000 iTepariii BOHM OYAIM aKTUBHO MEpeMillyBaTUC MK Toukamu. Lle cBimuuTh
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PO HABUAaHHS YXWJICHHIO Ta ajanTallii A0 HOBHUX 3arpo3. Take mnepemMilieHHs
3a0e3Meuye BIDKMUBAHHS areHTIB 1 CTBOPIOE CKIIAHIITY CUTYAIll0 JJIS TPaBIIs, aJKe
muaamivai  NPC  Bakde migmaroTbes —arari. Pe3ynpTaTé  MiATBEPIKYIOTH
e(eKTHBHICTh BIIPOBapKEHOro miaxomy Learning Agents, 1eMOHCTpYOYH 3HAYHE

MIBUIIEHHS aganTUBHOCTI Ta ckiaagarocTi NPC, mo cyTTeBo 30aradye reiimMIuiei.

Pucynok 3.19 — I[loBeninka arenTiB micias 3000-i iTepaiiii HaBYaHHS

3.5 TlopiBHSAHHS MiAX0IB 10 po3poOku mTyuHoro iHtenekty NPC

VY mpoueci peanizaiii OpoekTy OyJO MPOTECTOBAHO JEKUIbKAa MIAXOAIB IO
CTBOPEHHS 1HTEICKTYaJIbHOI MOBEIIHKN HEIrPOBUX MepcoHaXiB. OCHOBHY YaCTUHY
cuctemu Oyno peamizoBaHo 3a jgomomoror Behavior Tree y moemnanHi 3
Environment Query System. Ha nacTymHoMmy eTami BHpOBaJKEHO HaBYAIbHUX
areHTIiB, K1 0a3yHOThCA HAa METOJax MiJAKpirmieHoro HaB4aHHa. OOuzBa MiAX0aU
MarTh K CIUIbHI PUCH, TaK 1 CYTTEBI BIAMIHHOCTI, K1 BIUIMBAIOTh K Ha JOCBIJ

po3poOHuKa (Tadi. 3.1), Tak i Ha iIrpOBH JOCBiA KopUcTyBaya (Tadu. 3.2).
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Ta6muig 3.1 — [HopiBHSHHS 3 TOYKH 30py PO3POOHMKA

Kpwurepiii Behavior Tree + EQS Learning Agents
[Ipocrota HasiBHi mabmioHwu, [ToTpebye 3HaHb y cdepi
peamizartii BI3yaJIbHUIA PEIaKTOp MaITUHHOTO HAaBYaHHS
5 OmnocepeaxoBaHui,
Kontpons Hax IToBHUH, ajne )KOPCTKO _
' MOBE/IIHKA BUHUKAE Yepe3
MOBEIHKOIO CTPYKTYpPOBaHHIA
HaBYaHHS
OOmMmexeHa, Oyab-sKa
. _ . Bucoxka, arenr cam
['HyuKiCTb 10 3MiH 3MiHa OTpedye

aJanTyeThCA 1O HOBUX YMOB
penusaiiHy nepeBa

Ckiagna, 31
Bucoka: oquH areuT Moxe

MacmraboBaHICTh 30LJIBIIIEHHSM JIOTIKHA .
MpaIlOBaTH B PI3HUX YMOBax

JIEPEBO YCKJIAIHIOEThCS

[TinTpuMka Ta

[ToTpeOye pydHoro ABTOMaTH30BaHa €BOJIIOIIIS
PO3LIMPEHHS . .
_ BTpyYaHHS MTOBEIHKH ITi]T YaC HaBYAHHSI
JIOT1KH
[[IBuaKMIT TOYATKOBUH Binbmie yacy Ha
Yac nHa peanizailito _
pe3yabTar HaJIAIITyBaHHS 1 HABYAHHS
[lepenbauyBanui,
[ToBeainka 3a1€KNUThH Bl
[ToBTOpIOBAHICTH KOPCTKO .
5 KOHTEKCTY, O1JIbIII
pe3yibTaTy KOHTPOJIHOBAHUH .
BapiaTHBHA
pe3yabTar
Bukopucranus Bua o6unciroBaibHa
MinimanasHe
pecypciB CKJIQJIHICTh I11]] YaC HaBYaHHS

Xoua BmpoBakeHHs Learning Agents Bumarae Ounblie 4acy, 3HaHb Ta
pecypciB, y ITOBIOCTPOKOBIM TEpPCIEKTHUBI BOHO BIJAKpHUBA€E HabaraTo MIMPII
MOJIMBOCTI. [licis eTany HaBYaHHS areHTU MOKYTh OyTH MaciuTabOBaH1 Ha 1HIII

JIOKallii, CUTyarlii Ta PiBHI CKJIAAHOCTI ©0€3 HEeOOXIHOCTI CTBOPEHHS HOBUX
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cueHapiiB BpyuHy. lLle 103BOjsi€ 3€KOHOMUTHM 4Yac 1 YHUKHYTH TOMMIIOK, SKi

HEMHHYYC BUHHKAIOTh y ckiaaaux Behavior Tree.

Tabnuusg 3.2 — [lopiBHSHHS 3 TOUKHU 30pYy T'PaBILs

Kpurepii

Behavior Tree + EQS

Learning Agents

PiBeHb BUKIIUKY

CepenHiii, mabgoHHa

Bucoxuii, NPC

MIPUCTOCOBYIOTHCS J0 1K

JUTSL TPaBIs noBexiaka NPC
TpaBILst
PeanictrnynicTh Oomexena, NPC niroth [Tpupoana, NPC cami
MOBEAIHKU 1o 1mabIoHy IPUINMAIOTh PIIICHHS

31aTHICTD 10

BiacyTHs, He pearyioThb

Bucoka, NPC BuaTncs

YXUIBITUCh, ATAKyBaTH 3

ajanTarii Ha 3MIHY CepeoBUIIa . _U
BUT1IHUX ITO3HUIIIH
Cepenne, NPC moxyTh | ['muboke, NPC cTBOpIOIOTH
3aHypeHHs y TPy 31aBaTUCh BpaXCHHS PEATbHUX
POOOTU30BAaHUMU CYIPOTHBHUKIB
PiBeHb iHTENEKTY [ToTpebye pyuHoro ABTOMaTH30BaHa €BOJIIOLIIS
NPC BTpYYaHHS [IOBEIIHKH IT1/] YaC HaBYaHHS

Bpaxenns Bix rpu

3aI0BLILHE, aJI€

IPOTHO30BaHE

Junamiune, 3 eeKTOM

’KHUBOTO CepeIOBHIIA

31 CTOpOHHU TpaBls BIAMIHHOCTI MIX MIIXOJaMH BIIUyBaIOTHCS IIE OLIbII

Bupa3Ho. [loeainka NPC, nmoOynoBaHa Ha JepeBi pillleHb, XO04a W BUIJIsAAE

JIOTIYHOI0, JOCUTh IIBUJKO TIOYMHAE TOBTOPIOBATUCH. lle 3HUXKYye piBeHBb

3aHypeHHs Ta 3MeHInye BUKIMK. Hatomicte NPC HatpeHoBaH1 uepe3 migKpirieHe

HaBYaHHS, 3/1aTHI 3MIHIOBAaTH TaKTHKU, YXWUJISTHUCH, 3aiiMaTH BUT1AHI MO3UIlT abo

HaBiTh YHUKATH KOH(DIIKTY. [{e cTBOprOE HOBUIA THUTI TMHAMIYHOI B3aEMO/IIT, KU

HEMOXJIUBO criporHo3yBatu Ha 100% 1 came 11e poOUTh IPy HIKaBIIIOK.

3actocyBanHs Learning Agents 103BOJIUIIO JOCATTH TAKOTO PIBHS TUHAMIKH

noBefinku NPC, skuii He nuIIe TEpeBUIIy€ KIACUYHI METOAHW, a ¥ TigHIMae
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3arajbHy SKICTh TelMIuieo. Y TMpolleci TECTyBaHHS CTaj0 OYEBUAHHUM, IO
rpaBellb BIAYyBa€ pPeaIbHUM THUCK 1 3MYIICHUN aanTyBaTHCS 10 HOBUX TAaKTHK,
3aMiCTh TOTO, MO0 3ayuyyBaTH IIAOJIOHM i cynpoTuBHUKA. Lle ocobmmBo
BOXIMBO 1Js irop >kaHpy RPG, ne B3aemomiss 3 CYNpPOTMBHUKOM ITOBHHHA
3JTUIIIATUCS I[IKABOIO TIPOTSATOM JIECATKIB TOJIMH.

31 301IBIIEHHSM KIJBKOCTI areHTIB Y CEPEOBHILI CIIOCTEPIra€TbCs 3HAYHE
MPUCKOPEHHS Tpoliecy HaByaHHs. Lle moB’s3aHO 3 THM, IO AEKUIbKA arcHTIB
OJTHOYACHO TE€HEPYIOTh OUIBIIE JOCBIAY, KOKEH 3 HUX B3aEMOJIIE 3 CEPEIOBHUIIIEM
HE3aJIeXkKHO, 1 BCs 1151 1H(DOopMaIlisi Moke OyTH BUKOPUCTaHA /I OHOBJICHHS] MOJIETI.
TakuM 4YMHOM, cHCTeMa OTpPUMYeE OaraTiIuii Ta PI3HOMAHITHIIIMK JOCBIA 3a
MEHIIY KUIBKICTb IT€paLii.

Ha pucynkax 3.20 1 3.21 4iTkO BUAHO If0 3alieXHICTh. OJIHOMY areHTty
noTpioHo Maiixke 6000 iTepariil, 100 AOCATTH PiBHS CEPEIHbOI BUHATOPOIH, KU
BICIM areHTiB JocsraiTh npubauzHo 3a 3000 irepamiii. binbme Ttoro, npu
30UTBIIICHH] KUJIBKOCTI areHTIB 70 25, HAaBYCHICTb ITOYMHAE IPOSBISTUCH BXKE
npubmu3Ho Ha 1500-ii iTeparmii. Lle 703BOIISIE 3HAYHO CKOPOTUTH Yac TPEHYBaHHS,

0CO0IMBO Y BCIIMKHUX ITPOEKTAX 13 BUICOKMM HaBaHTa)KCHHSIM Ha CUCTCMY.

3anexHicTb Avarage Reward Sum Bin Iteration
300}
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—-100

Average Reward Sum
o

=200

-300

0 1000 2000 3000 4000 5000 6000
Iteration

Pucynox 3.20 — I'padik 3a51e’KHOCTI CepeTHhOTO 3HAYEHHS CyMU HaropoJiy Bijl

iTepartii 11 OqHOTO areHTa
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3anexHicTb Average Reward Sum Big lteration
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Pucynok 3.21 — I'padik 3a51e’KHOCTI CEpeTHHOTO 3HAYEHHS CyMU HAaropoJiy Bijl

Teparii s 25 areHTiB

IIpoTe Taka ctpareris Mae 1 CBOi 0OMexeHHs. 301IbIIEeHHS KIJTbKOCTI areHTIB
noTpedye OUIbIIE PECYPCIB, 3pOCTAE HABAHTAXKECHHSI HA OOUUCIIIOBAJIbHY CHUCTEMY,
BUKOPUCTAHHS IMaM’ATi Ta MPOMYCKHOI 3/IaTHOCTI, OCOOJIMBO SIKIIO BCl areHTH
MPaIOI0Th OJHOYACHO Yy CIUIBHOMY cepeaoBuii. Kpim Toro, ehekTUBHICTh HE
3aBXKIU 3pOCTA€ JIHIMHO, MICJS MEBHOrO MOPOTY 30UIBIIEHHS KIJTBKOCTI arcHTIB
MOKE TMPU3BOAUTH 10 KOHQIIKTIB Y CEpPEIOBHIII, B3a€EMHOTO OJIOKyBaHHS a0o

HEKOPUCHOI KOHKYPEHIIIi.
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BUCHOBKH

VY pamkax kBamidikaimiiiHoi poOoTH OyB po3poOiieHui 1 peanizoBaHUN
npototunt RPG-rpu B cepenopumi Unreal Engine 5 i3 3actocyBaHHSM 3aco0iB
MITYYHOTO I1HTENCKTY IJIsi MOJCITIOBAHHS TOBEIIHKM HEKEPOBAHUX IEPCOHAXKIB.
OcHOBHA yBara npuAUISIacs CTBOPEHHIO THYYKOI, aJJalTUBHOI Ta MacIITabOBaHOI
cuctemu NPC, ska moeaHye KIacM4HI Ta Cy4acHI MIAXOAU IO MOCIIOBAHHS
IOBEJIIHK, a came Behavior Tree ta HaB4aHHS 3 MiAKPIIICHHSIM.

VY mponecit pobotu Oyno 3AiMiCHEHO TVIMOOKHUI aHaji3 €BOJIIOLII METOJIB
monemtoBanHss NPC, Bif CKpUNTOBUX CIIEHAPIiB 1 CKIHYEHHHX AaBTOMATIB JIO
l€EpapXi4yHUX JIepeB MOBEAIHKMA Ta CUCTEM aJalTUBHOTO CIPUIHATTS CEpelOBHUIIA.
Ha ocHoBI 115010 aHamizy OyJid BUJIICHI OCHOBHI KOMIIOHEHTH, SIKI JO3BOJISIOTh
3a0e3neunT NpupoaHy Ta nuHamiuny noBeainky NPC y ckinagHomy irpoBomy
cepenoBunli. bymno nmoeeaeHo edextuBHicTh moeaHaHHs Behavior Tree Ta
Blackboard ajist peanizariii JIOTiKM BUCOKOTO PiBHS, @ TAKOXK BAXJIMBICTh 1HTErparlii
Environmental Query System aJis yXxBaj€HHs pillleHb Ha OCHOB1 KOHTEKCTY.

OpnHier0o 3 HaWBaXIMBIIIMX 1HHOBAlld TPOEKTY CTaja peaizamis
HAaBYAJIbHUX areHTiB 3a JomnoMoroio miariny Learning Agents. byno cTtBopeHo
OKpeMe TpeHyBajbHE cepenoBuine, B skomy NPC camocrtiiiHo HaBYamucs
B3a€EMOJIIATH 3 IrPOBUM MPOCTOPOM, OTPUMYIOUM BHHAropoaud abo wmrpadu
3aJIeXKHO BIJ] CBOIX JIiif. Y pe3ysbTaTi MPOBEICHOI0 TPEHYBaHHs 0yI0 3apikcoBaHO
MOKpAIICHHs] MOBEIIHKU areHTiB, a camMeé 3pOCTaHHSA TOYHOCTI aTakK, €()eKTHBHE
YXWJIECHHS, TEpEMIIEHHS [0 BWIIJHUX [O3UIIA, a TakKoX 3IaTHICTh [0
CTpaTETIYHOTO po3TalryBaHHs Ii 4Yac 0Ooro. Lle cBiMUMUTH TPO JOIUIBHICTH
BIIPOBA/KCHHS METO/IB MAIIMHHOTO HAaBYaHHS Y MOJCIIOBaHHS irpoBux NPC s
MMABUIIEHHS [JIMOMHU TeiMILIEIO.

Takox OyJl0 TPOTECTOBAaHO Ta TMPOAHATI30BAHO TPAAMINNHI MiIX0IU
peanzamii NPC 3 OnmxHBOIO Ta AWCTaHIINHOK artakoro. CTBOpEeH1 JepeBa
MOBEIHKA BPaXxOBYIOTh CTaH 370POB’s, BIICTaHb JO I[iJTi, HASBHICTh MEPEIIKO Ta

iHin  gakropu. NPC BukopuctoBytoTh EQS myis momryky BUTITHUX TO3MIIIMH,
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3/1aTHI BUKOHYBATH Jii B peaIbHOMY 4Yacl 3 ypaxXyBaHHSIM 3MiH Yy CepeOBHIII, 1
JIEMOHCTPYIOTh MPUPOJIHY PEAKIIIIO Ha il TPaBIIS.

Ocob6muBy yBary TPHAUICEHO apXIiTEKTypi TOJOBHOTO  IEPCOHAXKA,
BKJIIOUYAIOYM IHTETpallil0 CUCTEMHU 3/110HOCTEH, O0MOBUX MeXxaHik, aHiMarlii ta Ul-
KoMITOHEeHTIB. lle 3abe3medmsio MUTICHICTh YCIX ITPOBHUX CHUCTEM 1 CTBOPHIIO
MepeyMOBH TS MIOATBIIIOTO PO3IIMPEHHS (DYHKITIOHATY TPH.

Pesynpratn poOOTHM OmMyOJIKOBAHO y BHUIVIIAI TE€3 JOMOBIAEH IIiJI Yac
Mixnaponnoro monoaikHoro ¢opymy «Pamioenexktponika 1 momonp y XXI
cromtti» [44], mo mATBEpKY€E aKTyalbHICTh 1 HAyKOBY HOBHU3HY MPOBEICHHX
JOCTIIKEHb.

3arajioM peai30BaHUN MPOEKT JIOBOJUTH MOXKJIUBICTH CTBOPEHHSI CKJIAIHOT
cuctemu NPC 13 BHCOKMM pIBHEM aJlallTUBHOCTI, ABTOHOMHOCTI Ta
peamictuaHOCTi. 3actocyBaHHs iHCTpymeHTiB Unreal Engine 5 y moemgnanHi 3
METOJAMH HABYaHHSA 3 [MIJKPIIUIEHHAM BIJKPUBA€ HOBI TOPU3OHTU  JUIS
IHTEPaKTUBHOIO JIU3ailHy Ta MOJICTIOBaHHS MOBEIAIHKU MEPCOHAXKIB Y BiJI€OITpax.
OtpumaHi pe3ylbTaTd MOXYTh OyTH BHUKOPHCTAHI SK OCHOBA ISl TTOMAJBIITUX

HayKOBHX JIOCJIPKEHB 1 BIIOCKOHAJICHHS KOMEPIIMHUX MPOEKTIB.
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