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MO/JEJIb I'POBOI'O LITYYHOI'O IHTEJIEKTY
JJIsA HEKEPOBAHOI'O I'PABIHEM ITEPCOHAXY

LImyunuii inmenexkm y gideoiepax 8idiepae K408y poib y (POPMYBAHHI i2p08020 Npoyecy, a tlo2o0 CMEOPEHHS 3a8XHCOU
0110 KOMNIEKCHUM Ma CKAAOHUM 3a80aHHAM. Hasuanns nekepo8anux nepconadcie € Knouosum 3a60aHHAM O OMPUMAHHSL
3axonausux ma peanicmuyHux ieposux cepedosuuy. Ocroenoio memoro nasuanna NPC Oyno 3abesneuenns 30amuocmi 00
eghekmusHoz2o nepecuioysanus pyxomoi yini. Pesynomamu excnepumenmy niomeepounu, wo po3pobiena Mooeib YCHiHo
HABYAEMbCA MA NPUUMAE ONMUMANLHI PIlEHHA 8 YM08ax i2poo2o cepedosuwya. Hocniodcenns 006e10 eeKmusHicmo
BUKOPUCMAHHS MEMOOI8 MAUUHHO20 HABYAHHA Y CMBOPEHHI i2D08020 wntyuHo20 iHmenekmy. IlepcnekmusHumu Hanpamamu
nOOATLUUX OOCTIONHCEHb € THMe2payis Memooié MAUUHHO20 HABYAHHS Ol HAOAHHA HeiZPOBUM NePCOHANCAM O000AMKOBUX
30i6HOCmell, AKI CnpUAMUMYmMb Oibul 2IUOOKOMY 3AHYPEHHIO 2PAsYi8 Y ieposuil npoyec.

Knrouosi cnoea: wmyunuii inmenexm,; epa, HeKepoOBAHULL 2pAsyem NePCOHANC; MAUUHHE HAGUAHHA, MOOEIb, HABYAHHS 3
niokpinnennam; NPC.

Puc.: 9. Bi6n.: 11.

AKTyaJIbHICTL TeMH [JIOCJTiI:KeHHsl. 3aBIsSIKA JIOCATHEHHSIM Yy cdepi MaIImHHOTO
HaBYaHHS, PO3POOHHUKH BiI€OIrOp OTPUMAIM IOTY>KHI 1HCTPYMEHTH Ul CTBOPEHHS OLIbII
IHTepaKTUBHHUX Ta PEealiCTUYHHUX IFPOBUX CBITIB. Bix po3poOku airoputmiB Ui IITYYHOTO
IHTEeNeKTy HekepoBaHuX rpaBleM mnepcoHaxiB (Non Playable Characters — NPC) no
3aCTOCYBAaHHS TEXHOJIOTIH MacluTaOyBaHHS 300pa)K€Hb Ta aHaji3y MOBEAIHKH TPaBIIB —
MallMHHE HaBUYaHHS 3HAWIUIO IIHUPOKE 3aCTOCYBAHHS y CyYaCHHX irpax, CyTTEBO CIIPOCTHBIIHU
Ta MPHUCKOPUBIIM Ipolec po3poOku. Ha chorogHi MammHHE HaBUaHHS - L€ PEBOJIOLINMHA
TEXHOJIOTis, KA IIBUJIKO PO3BUBAETHCS Ta OXOILUTIOE BCi cepu po3poOKu rofatkis. Irposuit
IITYYHUH 1HTENEKT CTBOPEHUH 3a JONOMOIOI0 METO/IB MAIIMHHOTO HaBYaHHS J03BOJISE
CTBOPHTH PI3HOMAHITHI Ta IikaBi B3aemoii rpasus i3 NPC.

IlocTanoBka npo6jemu. Bineoirpu 3a3HaloTh CTPIMKOI €BOJIONIT, a IITYYHUM 1HTEIEKT
CTa€ PYUIHHOIO CHUJIOI IIHOTO TpOrpecy. 3aBAsSKM MAIIMHHOMY HABYAHHIO PO3POOHUKH
OTPUMYIOTh JOCTYII O HOBUX IHCTPYMEHTIB, 110 T03BOJISTFOTh TBOPUTH 3aXOTUIMBI Ta TMHAMIYHI
irpoBi cBitu. LITy4Huil iHTENEKT Ja€ MOXIJIMBICTh PO3MIMPIOBATH MEXI IrPOBOTO JM3aiiHY,
crBoptotoud  NPC 3 mimOOKMM  XapakTepoM, peaJiCTUYHOI0  MOBEIIHKOIO  Ta
HerepenoauyBaHUMU peakuisMu. Lle poOuTh B3aeMoOAil0 3 HUMH OUIBII HPUPOAHOIO Ta
3aXOIUIMBOIO, a ITpPOBUM mporec — Outbin auHaMidHUM. OJHaK OCHOBHOIO MPOOJIEMOIO Ha
ChOTOJIHI € OOMEXEHUH JOCBil BUKOPUCTAHHS HAaBYAaHHA 3 MIAKPIMIEHHSM IJi CTBOPEHHS
IHTEJIEKTyJIbHUX HEeIrPOBUX 00’ €KTIB.

AHami3 ocTta”HHIX aocaimkeHb i myOuaikamid. HuHi MeTomu MamMHHOTO HAaBYaHHS
3aCTOCOBYIOTHCSI B 0ararbox Ipolecax po3poOku Bimeoirop. ABrop crarti [1] omucye, sk
MOKHAa BHKOPUCTATH METOJM MAIIMHHOTO HaBYaHHS JJIS TeHepalii piBHIB, kepyBaHHsI NPC,
30KpeMa, JIJIs TeHepallii HoTpiOHUX aHIMaIlii MepCOHaXIB 1 PO3CTAHOBKH CBITJIA HA JIOKAIIil, 110
3HAYHO CHPOINIY€E poOOTY pOo3pOOHHMKAM Ta MiJBHINYE SKICTh Tpu. OIHUM 13 TIEPCIEKTUBHUX
© B. JI. JIeBkiBchkwit, I'. B. Mapuyk, O. C. Mockainuk, 2024
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HaIpsMiB BUKOPUCTAHHS METO/[IB MAIlTMHHOTO HaBYaHHsI y cdepi Bieoirop € po3podka mojemi
HITY4YHOTO 1HTENEKTY JIsl HEKEpOBAHMX I'paBLEM MEpCOHaXiB. Y cTaTTi [2] aBTOp po3misgae
METOIY MALTMHHOTO HABUYAHHS 1 MiXOAM IO CTBOPEHHS IITYYHOTO 1HTENEKTY y rpi. Takox BiH
NPOBOAMTH €KCIIEPUMEHT 31 CTBOPEHHS MOJIEJi MAIMHHOTO HaBYaHHs JUIst kKepyBanHs NPC y
r'pi PO BUKUBAHHS, a B KiHIII HABOJUTH OIIHKY €(EKTUBHOCTI CTBOPEHOT MOJIEI Ta MOPIBHIOE
il 3 TpaAUIIHHUM c110COOOM CTBOPEHHS IITYYHOTO 1HTENIEKTY y Ipi. ExciepumMeHT nokasas, 1110
CTBOpPEHA MOJIEJIb 32 JOIIOMOTOI0 METO/[IB MAIITMHHOTO HABYaHHSA MA€ MiIBUIICHY €(DEeKTUBHICTD
y TOpPIBHSIHHI 3 KJIACHYHOI MOAEIU0. ABTOpH poOiT [3; 4] NeMOHCTPYIOTh YCHIIIHY
IHTETpaIlito METO/IiB MAITMHHOTO HABYaHHS Y Bifeoirpu. byio po3misHyTo MeTonu Ta crocoou
iX 3aCTOCYBaHb, BU3HAUCHHS HEHPOHHOI MEPEXKi 1 Te, SIK BOHA IMPAIIO€ Ta BUPIIIYE MPOOIIeMy
OTpUMAaHHS Ta BUKOPUCTAHHS HAOOPIB JaHUX JUIsl HaBUaHHS Moneni. Y poOoTax OMUCAHO
MOBHUI LIUKII PO3pOOKH - BiJ IJTAHYBaHHS MOKJIMBOCTEH MOJIeNi 10 i iHTerparii y rpy ta 30ip
JaHUX PO €(HEKTUBHICTh MOJICIICH.

VY crarti [5] mpoBemeHO IOCHIIKEHHS PI3HUX AQJITOPUTMIB MAIIMHHOTO HaBYaHHS,
BKJTIOUAIOUHW TPAIUIiIHI METOH, JAJIsl CTBOPEHHS IHTEJIEKTyalIbHUX areHTiB IS TP B IIaXH. 3a
pe3ynbTaraMu aHajidy OyJ0 BCTaHOBJICHO, HIO HaWKpamie M IbOrO IiIXOJUTh METO.
IMOMHHOTO HaBYaHHS. Y poOOTI BUKOPUCTAHO IITYy4yHUH iHTeNnekT AlphaZero.

Crarts [6] mprcBsSUCHA JTOCTIHKEHHIO METOIB MAIlllMHHOTO HABYaHHS 3 BUMUTEIIEM. ABTOD
CTaTTi IETaJIbHO OMKCYE MPOLIEC MAIIMHHOTO HABYAaHHSI, IPUILISIOYM OCHOBHY yBary HaBYaHHIO 13
BUUTEJICM Ta PO3MISIAIOYM TaKi aJrOPUTMH MIIXOMY, SK JIEPEBO PIIeHb, JIHIHHY perpeciro,
HaiBHUM baec Ta sorictiuny perpecito. Y crarti [7] onucano miaxia camoHaBdaHHs (aHDIL Self-
play) sikuii Tako)XK MOYKHA 3acTOCyBard y Bifeoirpax. Llei meTonm m03BoJsi€ MPHUIIBUIIIMTH Ta
OINTUMI3yBaTH HABYaHHS MOJIENi, OCKUTBKH BOHA TPEHYETHCS cama i3 cO00r0.

Merta crarTi. MeToro poOOTH € T0CHIPKEHHS MOXKIIMBOCTI 3aCTOCYBAaHHS METO/y HaBYaHHS 3
HIJIKPITUICHHSAM JJIs1 CTBOPEHHSI MOJIEINI IMPOBOIO HITYYHOTO 1HTENEKTY HEKEpPOBAHOIO IpaBlEM
MIEPCOHAXY, IKUH MOJKE CaMOHABYaTHCh Ta IIEPECIIyBATH ITPOBUX MEPCOHAXKIB.

Buxiaaa ocHoBHoro marepiamay. Ilepmn anroputMu Ta Mojell HEUPOHHHUX MEPEK
3’sgBuinch y 1950-x pokax. Aptyp Cemioen CTBOpUB IporpaMy Ha OCHOBI alrOPUTMIB, K1
31aTHI caMOHaBYaTHCh. CeMroen aB BU3HAUYEHHS TEPMiHY «MalllMHHE HABYaHHS». 3TiHO 3
[IUM BU3HAYEHHSM, MAIllMHHE HaBYaHHS 11€ «00JacTh JTOCIIKEHb PO3POOKH MAIlIMH, 5IKI HE €
3a3/ajeriip 3anporpaMoBaHuMy [8]. MalnHHe HaBYaHHS € PO3JIJIOM IITYYHOTO 1HTENEKTY,
Horo mera — mepeAdavYnuTH pe3yIbTaT Ta yXBAJIIOBATH PIIIEHHS HAa OCHOBI BXIJHUX JaHHX.
HaBuaHHs 3 MiJKPIIUIEHHSM I0Yaj0 aKTUBHO PO3BMBATUCH MPOTATOM OCTAHHIX POKIB. Y
MOJIENIIX MAIIMHHOTO HAaBYaHHS ICHY€ JBa THIH IMapaMeTpiB — MapamMeTpaMud MOJENi Ta
rinepnapamerpu. [lapamerpu Momeni MOXyTh OyTH iHILliali30BaHI Ta OHOBJEHI B Ipoleci
HaBuaHHA. ['inepnapamerpu (puc. 1) moBuHHI OyTH iHiLIaTi30BaHI epe] HaBYAHHIM MOJEII,
OCK1JIbKA BOHM BHU3HAUYaIOTh apXITEKTypy MOJeJl MAallIMHHOTO HaBYaHHS [9].

Y mpormeci po3poOKH irop AaxkTHBHO BHKOPHCTOBYETHCS MAIIMHHE HaBYaHHS JUIS
aBTOMATH3allil PYTUHHHUX 3aBJaHb, HANPHUKJIAJ Ui CTBOPEHHS JIOKAIlil, TeHepaiii TeKCTyp,
mozeneil Tomo. OcoOnuBoi MOMyNsApHOCTI HaOyBae IrpoBUN INTYYHMH I1HTENEKT IS
HEKepOBAaHUX TpaBIEM IEPCOHAXIB. MalllMHHE HaBYaHHS CTa€ JeAaji MOTYXXHIIIUM
IHCTPYMEHTOM JIsi pO3pOOHUKIB irop, IO MparHyTh CTBOPUTH OUIBII peaTiCTUYHHX Ta
3aXOIUIMBUX HEITPOBHX TEPCOHAXIB. 3aMICTh TOTO, MO0 BPYYHY KOIYBaTH KOXKEH ACIIEKT
noBefinku NPC, MalmMHHE HaBYaHHS JT03BOJISIE iM «BYUTHCS» Y MIOTPIOHOMY CEpEIOBHIII, 110
pOOUTH TX OUTBII THYYKUMU Ta aJaTHBHUMU JI0 IrPOBOTO CEPEAOBHIIIA.
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behaviors:
Basic:
trainer_type: ppo
hyperparameters:

batch_size: 32
buffer_size: 256
learning_rate: ©.8003

beta: @.885
epsilon: 8.2
lambd: 8.95

num_epoch: 3
learning_rate_schedule: linear
network_settings:
normalize: false
hidden_units: 2@
num_layers: 1
vis_encode_type: simple
reward_signals:
extrinsic:
gamma: @.9
strength: 1.0
keep_checkpoints: 5
max_steps: 500000
time horizon: 3
summary_ freqg: 2008

Puc. 1. I'inepnapmempu incmpymenmapiro ML-Agents
Jlxeperno: po3pobieHO aBTOpaMH.

NVIDIA ACE For Games — 1ie cnieniajibHuil cepBic Uil CTBOPEHHS MOJENIel IITy4YHOTO
IHTENEeKTY, SKMM Mae Ha MeTi NEepeTBOPUTU IrpH, HAAUIMBIIM HEIrPOBUX IEPCOHAXIB
IHTEJIEKTOM 3a JOTIOMOTOI0 B3a€MOJIi 3 TMPUPOJHOI0 MOBOK Ha OCHOBI IITYYHOTO
iHTenekty [10]. IHmmMM npukiIagoM BUKOpPHCTaHHS MallmHHOro HaByaHHs € DLSS (deep
learning super sampling) € TexHOJIOTIs TTOKpaIIeHHs 300paxkeHHs, po3poodiena NVIDIA mis
KOMI'IOTEpHUX 1rop. 3a JOMOMOroK alropuTMiB MuOuHHOro HaByaHHd DLSS wmoxe
MaciTadyBaTH 300paykeHHSs, 301IbLITYIOYN PO3AUIBHY 3/1aTHICTH 1 30UIBLIYIOYH YaCTOTY KaJapiB
Ta 3MEHIIYIOYHM HaBaHTAXXECHHS Ha BiJICOKAPTY.

Cmegopenna wmyuno2o inmenexkmy 0,14 HEKePOBaAHO20 ZPAGUEM NEPCOHAICY.

Jlns HaBUaHHS MOJETI MAIIMHHOTO HABYaHHS Ta BIOPOBADKEHHSA 11 y Tpy MOXKHa
BUKOpHcTOBYBatu pyuwii Unity, sikuit Mmae momyns ML-Agents. 3a gonoMororo Horo MoxHa
MPOBOJIUTH HABUAHHS MOJIE1 METOIOM HaBUaHHS 3 MiAKpimieHHsM Ha ocHOBI PyTorch. Unity
Machine Learning Agents Toolkit — 11e TPO€EKT 13 BIAKPUTUM BUXITHUM KOJOM, SIKUH JJO3BOJISIE
BUKOPHCTOBYBATH IrPU Ta CHUMYJALIl SK CEpeOBUIINE A HaBYAHHS IHTEJNEKTYaJbHHX
areTiB [11].

HaBuaHHs Mojienli MOYMHAIOTH 3 MPOCTOTO 3aBAAHHS 1 MOCTYNOBO HOTO YCKIIAJHIOIOTb.
BoHo ckitagaeThes 3 €Mi30/iB, 1€ areHT pOOUTH KPOKH 3 METOIO OTpUMAaTH Haropoxy. Criouarky
areHT Jli€ BUIIAJKOBO, JOCITI/DKYIOUM HABKOJMIIHE CEPEAOBHUIIE Ta (OPMYIOYM IOYATKOBI
3B'13KH. Mloro MeTa — HABUMTHCS BUKOHYBATH 3aBIaHHS, K TIOJIATAE Y JOCATHEHH] THHAMIYHOT
mimi. s nporo BiH Oy/e BUKOPHCTOBYBATH MiJKPIIUICHHS, OTPUMYIOYHM HAaroOpoaH 3a KOXKEH
YCHIITHUHN KPOK. SK Mmoka3aHo Ha pUCyHKax 2 1 3, areHT, 1o Mae Habip CKPHUMTIB, OLIBIIICTD 3
SKMX HaJaloThbcs iHCTpyMeHTapiem ML-Agents, MO)ke HABYaTUCS HA OCHOBI JIOCBijY.
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E®  Behavior Parameters

able Tags

Element O

Decision Requester

ion Period

[®  RayPerception Sensor 3D

L
Mixed...

Ne 4(38), 2024

Puc. 2. Komnonenmu 0ooani 0o acenma  Puc. 3. Cencop 015 po3niznaganis 06 ’ekmis

Jlxepeno: po3po0iieHO aBTOpaMHU.

OnHuM i3 TOJIOBHUX KOMITIOHEHTIB € Behavior Parameters (puc. 2), 1e MO)KHa HaJIalITyBaTH

Ha3BYy IOBEJIHKHU, KIJbKICTh 3HAY€Hb JUISI CIIOCTEPEKEHHS, TUI MOBEIIHKU (TPOEKTYBAHHS
HEHPOHHOTO MO3Ky, a00 pydHE€ YINpaBlIiHHS) Ta TUI (U1l 4Mcaa, ado Yucia 3 MJIaBalovyoko
KOMOI0) 1 KIJIbKICTb 11l areHTa. KommnoHeHT, sikuit 300paxenuit Ha pucyHky 3 (Ray Perception
Sensor 3D) nmoTpiOGeH A1 TOro, adu areHT «CIMOCTEPIraBy 1 3 4aCOM acolliFOBaB 00’ €KTH.

HaCTyrIHI/IM KpOKOM HOTpi6HO JaTu MOXJIUBICTh AaréHTy INEpeCyBAaTHCh Ta OTPUMYBATU

CollectObservations(

sensor.AddObservation(transform.localPosition);

onActionReceived(ActionBuffers actions)

action = actions.DiscreteActions[e];

switch (action)
oGo = transform.forward * 1f;

dirToGo = transform.forward * -1f;
b:

case 3:
rotateDir = transform.up * 1f;
break;

case 4:
rotateDir = transform.up * -1f;
break;

dirToGo = transform.right * @.75f;
break;

}

transform.Rotate(rotateDir, Time.fixedDeltaTime * 288f);

m_AgentRb.AddForce(dirToGo * agentSpeed * Time.deltaTime,
ForceMode . VelocityChange);

AddReward(-1f / MaxStep);

Puc. 4. Ckpunm MoveToTargetAgent
Jlxeperno: po3po0IeHO aBTOPAMH.
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Hapuanus ML-Agents — 1ie iTepaTUBHUN MPOIEC, HA MOYATKy SKOTO BIH BHUIAJIKOBHM
YMHOM OTPUMYE JIaHi IIPO CBOIO MO3UIIIIO 1 TOYMHAE PYX. 3aJICKHO BiJ] TOTO, YU IOCSTHYTO I[1Ib
BiH OTpHMYE€ Haropoay ado mrpad. [Ticis BUKoHaHHS Jii TpolieC 3HOBY MOBTOPIOETHCS. Takoxk
JUIs Toro o0 mMoxenb Oyna 37aTHa alanTyBaTUCh, MOTPIOHO KOXKHOTO €Mi30/1y BHUIIAIKOBUM
YUHOM PO3CTAaBJISTH 111JIb, IEPEIIOHH Ta CAMOTO areHta (puc. 5).

Vector3 GetRandomPosition()

return Vector3(Random.Range(-3, 8), 8f, Ral

(Collider other)

if (other.CompareTag("target"))
{
SetReward(5f);
EndEpisode() ;

0

if (transform.pesition.y < -1)
{
SetReward(-1f);
EndEpisode();

Puc. 5. Ompumanns nazopoou
Jhxepeno: po3po0IIeHO aBTOPAMH.

behaviors:
GetTarget:
trainer_type: ppo
hyperparameters:
batch_size: 1824
buffer_size: 182480
learning_rate: 9.0083
beta: ©.085
epsilon: 8.2
lambd: ©.95
num_epoch: 3
learning_rate_schedule: linear
network_settings:
normalize: false
hidden_units: 256
num_layers: 1
vis_encode_type: simple
reward_signals:
extrinsic:
gamma: ©.99
strength: 1.8
keep_checkpoints: 5
max_steps: 2000000
time_horizon: 64
summary_freq: 1888@

Puc. 6. Hanawmosanuii koughicypayivinuil ghaiin cinepnapamempis
Jlxeperno: po3po0IeHO aBTOPAMH.

Ha mouatky TpeHyBaHHsI areHT Ji€ BUTIAJKOBO, IIOCTYIOBO BiH HaOyBae mocBixy. Ha
puc. 7 MOXHa CIIOCTEpIraTy, 10 Ha MEepIInX ITepalisx BiH Mae€ Bi’ eMHy Haropoxy (Mean
reward), a 1aJ1i BOHa CTa€ MO3UTHUBHOIO.

167



TEXHIYHI HAYKU TA TEXHOJIOT T Ne 4(38), 2024
TECHNICAL SCIENCES AND TECHNOLOGIES

C:AWindows\System32\cmd.e X

[INFO] Step: Be Elapsed: o o ewar B.668. Reward: . Training.
[INFO] . Step: 0e ime e .590 s. ewar .365. Reward . Training.
[INFO] . Step: e ime e o o ewar o c Reward . Training.
[INFO] Ge rget. Step: e ime e o o ewar : c Reward . . Training.
[INFO] Ge rget. Step: e ed: .658 5. ewar o c Reward 37. Training.
[INFO] Ge rget. Step: ee ed: . . ewar : . Reward .103. Training.
[INFO] Ge ' Step: 186006 ed: . . ewar 0. . Reward o . Training.
[INFO] GetTarget. Step: e 478 s. eward: -0. . Reward: 2.813. Training.
[INFO] GetTar Step: 200000 e . . ewar 0.187. Reward o . Training.
[INFO] GetTarget. Step: 06 e .388 s. ewar 0. . Reward o . Training.
[INFO] GetTarget. Step: 06 e . . ewar : . Reward .833. Training.
[INFO] GetTarget. Step: e .558 s. eward: ©.811. Reward: 2. . Training.
[INFO] Ge y Step: 8068. e .418 s. EWAT . . Reward: 2. . Training.
[INFO] Ge r . Step: 6068 e .668 s. eWar . Reward: 2. . Training.
[INFO] Ge r Step: e e . . eWar .ues3. Reward: 2. . Training.
[INFO] Ge r . Step: e e 31. 78, . eWar .811. Reward: 2. . Training.
[INFO] Ge ' . Step: 2860086 ed: . - ewar .866. Reward: 2.989. Training.
[INFO] Ge ' . Step 0o e 81. - ewar .690. Reward: 2. . Training.
[INFO] Ge ' Step: 300000 e .68 - ewar . - Remard: 2.261. Training.
[INFO] Ge ' . z ee e .8 . ewar . . Reward: 2.864. Training.
[INFO] Ge " z e e . . ewar .a76. Reward: 2.752. Training.
[INFO] Ge ' . z e e . . ewar . . Reward: 2.392. Training.
[INFO] Ge r - ep: 00 e - - ewar - - Reward: 1.961. Training.
[INFO] Ge rget. e 08 N o o ewar o o Reward: 1.718. Training.
[INFO] Ge rget. ep: 08 N o o ewar .507. Reward: 1.511. Training.
[INFO] Ge rget. e 08 ed: o o ewar o Reward: 1.143. Training.
[INFO] Ge rget. e 08 ed: o o ewar Reward: 1.442. Training.
[INFO] Ge rget. e 0e e o o ewar o o Reward: 1.877. Training.
[INFO] Ge rge ep: UOOOEO. ed: . . ewar o o Reward: 6.858. Training.

Puc. 7. Pe3ynomamu mpenysanns ML-Agents
Jxepeno: po3pobiieHo aBTOpamu.

[Ticna 3akiHUeHHS HaBYaHHS OyJlIO OTPUMAHO MOAETH Yy (hopMari «.onnx», Ky MOXKHA
IHTETpyBaTH Y CHCTEMY YIIPaBIIiHHS IMOBEIIHKOIO areHTa.

JUia aHamizy mpouecy HaBYaHHS NPEICTABICHO BI3yalli3allilo y BHUNIAAlI TpadikiB:
KyMyJSITUBHa BHUHAropoja, JOBKWHa emizony. Ha pucyHky 8 mpoaeMOHCTpOBaHO MpoIlec
HaKOIMUYEHHs CyMapHO1 Haropou. Sk BUJIHO 3 rpadika, areHT HaBYMBCSA CJIITyBaTH 3a LIJLTIO 1
MOCTYTIOBO OTPUMYBaB BHHAropoxy 3 KOXHHMM HPOMIDKKOM KpoOKiB. Ll kpuBa BHHaropon
JIOBOJIUTH €(DEKTUBHICTH aITOPUTMY HaBYaHHS.

Environment/Cumulative Reward [ SR
1 ‘
3 ‘
2 }
| |
a
A !
Q 100k 200k 200k 400k 500k G600k 700Kk 790000 X
4
Run ™ Smoothed Value Step Relative
[ ] GelTargetGenT\GetTarget 4,9495 49492 790000 13.7 min

Puc. 8. I'paghix kymynamuenoi unazopoou
Jxepeso: po3pobIIeHO aBTOPAMH.

Ha puc. 9 MmoxxHa mo6a4uTH, 1110 HA TTOYATKy HAaBYaHHS areHT 3A1MCHIOE 3HAYHO OUTbIIe JTii
JUTSL TOCSITHEHHST METH, 10 CBITYUTH PO HOT0 HETOCTATHIO HaBUYCHICTh. OTHAK 31 30UTbIIIEHHAM
KUIBKOCTI €ITi30/1iB, areHT IIOCTYNOBO BYHMTHCS €(GEKTUBHIIIE BUKOHYBAaTH 3aBIIaHHSA, IO
MIPU3BOAUTH 10 CKOPOUEHHS JOBKHUHHM €130y MoCsATHeHHs I1iti. 1le o3Havae, 1o areHT crae
Jeniai OUIbIT KOMIIETEHTHUM Y IOCSITHEHHI MOCTABICHOT METH.
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Environment/Episode Length 0

0 100k 200k 300k A00k 500k 600k 700k 790000 %

Run Smoothed Value Step Relative
[ ] GetTargetGen1\GetTarget 49,8609 50,1795 790 000 13.7 min

Puc. 9. I'paghix 0osorcunu enizooy
Jixepero: po3po0IIeHO aBTOPaMH.

BucHoBkH. 3 pO3BUTKOM TEXHOJOTIH INTYYHOTO IHTENIEKTY BiJAKPHBAIOTHCS IIHPII
MOMKJIMBOCTI CTBOPEHHSI I1HTENICKTYaJIbHUX TIEPCOHAXKIB Uil KOMIT FOTEpHHX 1rop, 3 OuIbIm
PEaiCTUYHOIO MOBEIHKOIO, 1110 CIPUSE NIMOIIOMY 3aHYPEHHIO B IDY.

VY po6oti Oys0 NPOBEICHO EKCIIEPUMEHT 3 HABYAHHSAM HEKEPOBAHOIO I'PABLIEM IEPCOHAXKA.
Jnst uporo Oyno oOpaHO METOJ HaBYaHHS 3 MIAKPIMUICHHsM. llepcoHak HABYAETHCA MUIIXOM
NPaBUIBHUX CHOPOO Ta MOMMJIOK, OTPUMYIOUM BHHAropoxy abo mokapanHs. [0JI0BHOIO MeTOro
HapyanHs NPC Oyno HaGyTTs HOCBIIYy mepeciiyBaHHs pyxoMoi 1iti. Pe3ynbratu ekciepuMeHTy
MOKa3aJM, 10 MOJETh 3[aTHa Ha YCIIIIHE HAaBYaHHS Ta yXBAICHHS ONTHMAIBGHHUX PIlICHb B
ITPOBOMY CEpEIOBHIIII.

JlocmiJKeHHsT TOKa3aJlo, 10 MAIIMHHE HaBYaHHS € IOTY)KHUM I1HCTPYMEHTOM JUIs
PO3pOOKH €PEKTUBHOIO IrpOBOTO IITYYHOIO 1HTENeKTy. HaBuaHHS 3 MiAKPIMIEHHS BIAKpUBAE
HOB1 MOXKJIUBOCTI JUIsl pO3pOOKH OLIbII IMHAMIYHUX Ta HeNepea0auyBaHuX IFPOBUX CLIEHAPIiB.
[lepcieKTUBHUM HaNpPSMKOM MOAATBIINX JIOCHIIPKEHb BB)KAEMO 3aCTOCYBaHHS METOJIB
MAaIIMHHOTO HABYAHHS JUI MOXKJIMBOCT1 HaJJaHHS HEIrPOBUM ITEPCOHaXKaM €MOLIi i, MO>KJIMBOCTI
BCTYIIaTH B 11aJI0T TOLIO.
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GAME ARTIFICIAL INTELLIGENCE MODEL
FOR NON-PLAYABLE CHARACTERS

Artificial intelligence in video games plays a crucial role in shaping gameplay, and its creation has always been a
complex and challenging task. Developing effective game artificial intelligence requires understanding and knowledge of many
aspects, including algorithms, rules, and strategies that a created artificial intelligence will follow. Applying machine learning
methods to create an artificial intelligence model opens up many opportunities to accelerate and optimize game development
processes and improve the behavior of non-playable characters, and consequently, the overall player experience. One type of
machine learning is reinforcement learning, which involves receiving rewards for correct behavior or penalties for mistakes.
In this process, a non-playable character gains experience interacting with the external environment.

The aim of the work is to explore the possibilities of using the reinforcement learning method to develop a game artificial
intelligence model for a non-playable character capable of self-learning and pursuing other game characters. Training non-
playable characters is a key task for creating exciting and realistic game environments. The primary goal of NPC training was
to ensure the ability to effectively pursue a moving target. The experimental results confirmed that the developed model
successfully learns and makes optimal decisions in a game environment. The study proved the effectiveness of using machine
learning methods in creating game artificial intelligence. In particular, reinforcement learning opens up new horizons for
developing ixadaptive and unpredictable scenarios in games. Promising areas for further research include integrating machine
learning methods to provide non-playable characters with additional capabilities that will contribute to a deeper player
immersion in the gameplay.

Keywords: Artificial Intelligence; Game; Non-Playable Character; Machine Learning; Model; Reinforcement Learning; NPC.
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