Hayxoesuii scypnan "Komn romepro-inmeeposani mexHonozii: oceima, HayKa, upooHuymeo" 165
Jlyyox, 2025. Bunyck Ne 58

DOI: https://doi.org/10.36910/6775-2524-0560-2025-58-20

YK 004.89

IIponina OJgbra IropiBHa, k.T.H., TOIICHT

https://orcid.org/0000-0001-7085-8027

PeiizkeBchkuii Muxaiisio IropoBu4, marictp

https://orcid.org/0009-0006-8212-0111

HepxaBuuii Bumunid HaBYanbHUi 3akian  «llpra3oBchkwii Nep)KaBHUH TEXHIYHHNA YHIBEPCHUTETY,
M. [Tninpo/Mapiymnons, Ykpaina

IMPOI'PAMYBAHHS ITPOBOTI'O JOJATKY 3 BUKOPUCTAHHAM HITYYHOI'O IHTEJIEKTY

Iponina O.l., PeiiskeBcbkuii M.I. IlporpamyBaHHsl irpoBoro 10JaTKy 3 BUKOPHCTAHHAM IITYYHOrO iHTEJIEKTY.
CrarTs MpUCBSYEeHA BaXKIUBOCTI PO3BHUTKY BiJICOIrOp y Cy4acHOMY CYCIINBCTBI Ta POJIi INTYYHOTO IHTENEKTy B Wiit chepi.
PosrnsHyTO BHECOK Bieoirop y KyJabTypy, €KOHOMIKY Ta TEXHOJOTIYHHH MpPOTPeC, a TaKOX IXHIM BIUIMB Ha IOMYJIIPU3ALII0
HalioHaJbHOI cragmmHu. ONHCaHO 3aCTOCYBAaHHS LITYYHOTO IHTENEKTY y CTBOPEHHI IrPOBHX MeXaHiK, IeHepamil TeKCTYp,
a”imanii Ta po3Butky NPC (HeirpoBux mepcoHaxiB), mo 3abe3rmedye OUIBII pealicTHYHWHA irpoBHi JOCBiA. BuciTieHO
BukopucranHs Reinforcement Learning i anroputmy Proximal Policy Optimization aist HaBuanas NPC, mo ontuMisye nporec
PO3pOOKH Ta MOKpAIIye MOBEIIHKY HEPCOHAXIB. Y CTaTTi HaBeJEHO IepeBaru BIPOBA/HKEHHS ITYYHOTO IHTEIEKTY Y BilEOIrpH,
SIKi pOOJIATE 1X CKIIAQIHIMIMMU, IUHAMIYHIIIAMHU Ta OUTBII iHTePaKTHBHIMH.

KurouoBi ciioBa: Bimeoirpw, mryyHuid iHTenekT, irpoBi MexaHiku, NPC, reinforcement learning, proximal policy
optimization

Pronina O., Reizhevskyi M. Programming A Game Application Using Artificial Intelligence The article is devoted to
the importance of the development of video games in modern society and the role of artificial intelligence in this area. The
contribution of video games to culture, economy and technological progress is considered, as well as their impact on the
popularization of national heritage. The application of artificial intelligence in the creation of game mechanics, texture generation,
animation and development of NPCs (non-player characters) is described, which provides a more realistic gaming experience. The
use of Reinforcement Learning and the Proximal Policy Optimization algorithm for NPC training is highlighted, which optimizes
the development process and improves the behavior of characters. The article presents the advantages of implementing artificial
intelligence in video games, which make them more complex, dynamic and more interactive.

Keywords: video games, artificial intelligence, game mechanics, NPC, reinforcement learning, proximal policy
optimization.

BaxuimBicTs po3BUTKY Biieoirop B cycnijibeTBi. Ha choroseHHs Bijeoirpu cTaay HEBiI'€MHOIO
YaCTUHOIO HAIIOTO JKUTTSA, €eKOHOMIKHU, KynbTypH. ['apHuMm mpukiagom € Bigoma rpa, S.T.A.L.K.E.R. 2:
Heart of Chornobyl Bix ykpaiHCEKUX PO3pOOHUKIB, sika MicTUTh B co0i oHax 400 ykpaiHCBKUX ITiCeHb, Ta
npocyBae ix y iHmi kpainu. 1o posmmproe momyssipHiCTh Ta BII3HABAHICTh YKPaiHCBKOI KyJIBTYpH.
Bineoirpu 3amy4aroTh COTHI MiJIbIOHIB IpaBIIiB, TEHEPYIOYH COTHI MIJILHOHIB Ta MUIBSIP/AN JOXOJIIB Y PiK.
Tineku B CIIA cepenHbocTaTHCTHYHHI TPpaBelb BUTpadae nogad 450 gonapis KoxHi 3 MicALs, a CyMapHO
BiJIeOirpoBa 1HIyCTpisl MpHUHECTA MOHAJ 57 MINBSIPAIB JOXOMy 3a piK, IO HadaraTo OUTbIIE HIXK KiHO,
MY3HKa Ta iHim ingyctpii [1].

3rigHo 3 AaHWUMH, TIoHa] 62% IrpoBUX CTYHid BUKOPUCTOBYIOTH ITy4HHH iHTenekT (L) y cBoiit
po0OTi, IO CBIAYNTH MPO 3pOCTAIOUy IMOMYJSPHICTh Ta BAXKJIMBICTH IIi€l TexHomorii B iHmycTpii [2].
HITy4Hui iHTENEKT aKTHBHO 3aCTOCOBYETbCS B PI3HHMX AacleKTaX pO3pOOKH BIiJICOIrOp TakuX sIK,
NPOTOTHITYBaHHS Ta po3po0OKa KOHIENTIB IO JO3BOJIIE PO3POOHHKAM €(QEKTUBHIIIE TECTyBaTH Ta
BIOCKOHATIOBATU IrPOBi MeXaHiKW. 3aBISKM IITYYHOMY IHTEJEKTY MOXKHA aBTOMATH3YBaTH IPOLIECH
reHepatii TEeKCTyp, MoJieNieil Ta IHIINX €JIEMEHTIB, 110 3HAYHO MIPUCKOPIOE PO3POOKY Ta 3HIKYE BUTPATH
yacy. AniMarisi ta o3By4deHHs: Il BHKOpHCTOBYEThCS JUIsi CTBOPEHHS PEANICTHYHHMX aHIMalid Ta
03BYYEHHSI NEPCOHAXIB, IO MiABUIIYE SKiCTh irpoBoro mpouecy. Hampuknan, y rpi «High on Lifex»
texHosorist Midjourney Al Oyna BuKOpucTaHa Juisd TeHepalii yHIKaJbHHUX TEKCTYp, ILIO J0JANO0
croppeanicTu4Hol aTMocdepH cBiTy rpH [3].

IITy4Hni 1HTENEKT TaKOXX AKTUBHO 3aCTOCOBYETHCS Uil TOKPAICHHS TMOBEIHKH HE IMPOBHX
nepconaxis (NPC) a came. [lITyunwuii intenekt no3soiste NPC anantysatucs 0 aiil rpaBist, pearyBaTi Ha
3MiHH B iITPOBOMY CEpEJIOBHII Ta NMPUIMATH CKJIAJHI PillIeHHS, 0 pOOUTH B3aEMOJIII0 3 HUMH OiIBII
MIPUPOJTHOIO Ta IIKaBOO. 3aB/sKU MTydHOMY iHTEeNnekTY NPC MOXyTh BeCTH OLIBII CKIIAJIHI Ta JMHAMIYHI
JiaJIoTH 3 rpaBLeM, 110 30arauye CIOXKET Ta IiJIBUILLY€E 3aHYPEHHS B IPY.

AHani3 ocTaHHiX HocjaimkeHb Ta myOmaikamiii. Y poboti [4] ommcano pons LI y Bimeoirpax,
30KpeMa Horo BIUIMB Ha irposuii mporec, NPC, ananraiiito rpu, mpolieaypHy reHepaliro Ta MOJICITIOBaHHSI
nocBiny. PosrnsgaroTeess MallMHHE HaBUaHHS W HEHpoMepexi, 10 MEepCOHANI3YIOTh TPy, aHANI3YIOTh
rpaBLiB 1 MOKPAIIyIOTh rpadiky Ta 3BYK.
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VY Ttekcrti crarti [5] po3rmsimaeThes icTopis Ta BIUIMB TexHOINOTiH, 30kpema LI, Ha po3pobky
Bizeoirop. 3raxyerbes rpa Tennis for Two (1950) sik moyaTok TEXHOJIOTIYHUX iIrpOBUX eKkcriepuMeHTiB. 11T
PEBOIIONIOHI3YBAB 1HIYCTPilO, JOAAI0YN IHHOBAIiHI (YHKIII Ta TMOKPAIIyIOYH B3aEMOZII0 TPaBIB i3
MepCOHAKaMU H CIO)KeTaMU. AHAI3Y€EThCS POJIb CydYaCHUX TEXHOJIOTIH y reiiman3aiini, icropis LI B irpax
Ta WOT0 NOJAJBIINN PO3BUTOK.

VY poboti [6] posrasinaerbes BruB LT Ha po3BUTOK Bifeoirop, 30KpemMa MOKpalieHHs Bi3yalbHUX
ACTIeKTIB, ONITUMI3AIlII0 TEHMITIEI0 Ta CTBOPEHHS PEATICTUIHUX CEPEIOBHUIIL. AHANIZYETHCS 3aCTOCYBAHHS
MaIIMHHOTO HABYaHHS Uil aHiMmawii, penbedy Ta cBIiTIOBUX edekTiB 3a Meronoiorieio PRISMA.
OOroBOpIOIOTHCS MEpeBary, BUKIMKHN Ta €TU4YHI acriekTH BipoBamxkenHs L1 y Bizeoirpax.

VY tekcti poboth [7] po3risgaeThes poiib MITYYHOTO IHTENEKTY B irpoBii iHAYCTpii, 30Kkpema Horo
BIUTMB Ha PO3pOOKYy, ONTHMI3aIlif0 irpOBOrO MPOIECY Ta MOKPAIIeHHS KOPHCTYBAIBKOTO JIOCBiAY.
Omnucyrotbest anroputmu LI, siKi 3aCTOCOBYIOTBCS TSI BAOCKOHAJICHHS Pi3HUX acCMEKTiB irop, Takux fK
B3a€MOJIisl TPABIIB 13 iIrPOBUMH €JIEMEHTaMH Ta 3arajbHa ONTUMI3allisi KOHTEHTY. Y CTaTTi aHaJi3yIOThCS
MOTOYHI JOCATHEHHA B il cdepi Ta MPOrHO3yeTbes MaiOyTHid posuTok IIII, BriFOYatoum i#Horo
iHTerpallifo B eTanmu Ju3aiiHy irop ta po3poOky. OKpeMo pO3risAaloThCsl MOXIMBOCTI MOKpAIICHHS
amapaTHOro 3a0e3Ne4YeHHs JUIs MiATPUMKHA Otk ckmagaux Moxenei LI, 3aBepiryerbes TekcT
00TOBOPEHHSIM TIEPCIEKTHB PO3BUTKY IrpoBoi iHAycTpii 3aBasku 3actocyBanHio LI, migxpecmroroun
MIOTEHIIIHI TOCSTHEHHS Ta MepeBard IUisi CTBOPEHHS OLIBII 3aXOILTIOI0YNX 1 TEPCOHANI30BAHUX ITPOBHX
CepeIOBHII.

VY crarri [8] po3rasaaeTses 3acTocyBanHs mTy4dHOTO iHTENeKTY (L) B po3poodii Bineoirop, 30kpema
HOTO POJIb Y MOJIETIOBAaHHI TOBEIHKY HeirpoBux repcoHaxiB (NPC) uepes anropuT™Mu MpUAHATTS PillleHb.
Taxkox o0roBoproeTbes BukopucTanss LI myis nponerypHOi reHepaltii KOHTEHTY, TAKOTO SIK JM3aiH PIBHIB
yh Micii, 1O copusie Pi3HOMaHITHOCTI irpoBoro mporecy. OCHOBHa yBara B CTaTTi NPUAUISETHCS
3acrocyBanHio Il mas moxpameHHs peamicTHaHOCTI (Pi3WKK Ta pyxXy B irpax, a TakoX IUHAMIYHIH
ajanraiii KOHTeHTy. BoHa Hajae BCEOCSHIKHUE OIVIA MOTOYHOrO craHy Bukopuctanus LI B iHgycTpii,
MiAKPECITIOI0YH BaXKITUBICTH I1i€1 TEXHONOTI1, a TAKOX MPOTHO3YE ii MOJANBIINI PO3BUTOK.

VY [9] craTTi npeacTaBieHo oriis BUKOpUCTaHHS TydHOTo iHTeNneKTy (IL) y po3pobiii cepitozamnx
irop. OnricaHo €BPONEHCHKII MPOEKT, KWW MPOTOHYe Hadip nepeaoBux kommnoneHTiB LI mis irop, mo
BKITIOYAIOTh MEIarOT1YHI MOKIIMBOCTI Ta MOKYTh OYTH JIETKO BUKOPUCTaH1 Ha Pi3HUX IrPOBUX IUIaThopMax
1 B IrpOBHX JIBIDKKaX.

VY crarri [10] #neTbest Ipo JOCHTIKEHHS, K1 aHai3yroTh 3actocyBanHs LI B mu3aiini Ta po3pooii
irop. Po3risgaroTbest THIM MAalIMHHOTO HABYAaHHS (KOHTPOJIbOBAaHE, HEKOHTPOJIbOBAHE, MiIKPITUICHHS) Ta
meronu rimbokoro HaB4daHHA (CNN, RNN, GAN). Onucano Bukopucranus I mns mpouemypnoi
reHepauii KOHTeHTy, OajaHcyBaHHsS rpu, ynpasiminHi NPC, tectyBanHs Ta nepconamizauii. HaBeneno
npuknanu AlphaGo, StarCraft II Ta OpenAl Five. Takox obroBoproroTbcst 6e3rneka, KoH(iIeHIiHHICTD 1
etuka y coepi LI B irpax.

L5 [11] craTTs po3risiaae BIUIMB aBTOHOMHUX 1HTEJNEKTYalbHUX IHCTPYMEHTIB Ha IPOEKTHY pOOOTY,
30KpeMa Ha IHHOBaliiHWK au3aiiH. Taki IHCTPYMEHTH 3/aTHI Te€HepyBaTH CKJIAJHI Ta OpHTiHAIBHI
pe3ysabTaTH 3 MiHIMaJIbHUM 200 HYJIBOBHM BTPYYaHHSIM KOPHCTYBaya, 10 3MIHIOE TPaJAMIIiHHI MiAX0H 10
MPOEKTYBaHHS Ta BIIPOBA/XKCHHS iHHOBAIIN. Y CTATTi MPOMOHYETHCS KOHIENTyaj IbHa OCHOBA JIJIsl aHAITi3Y
BIUIMBY LMX IHCTPYMEHTIB Ha mpouec npoekryBaHHsA. CrodaTKy aBTOpHM KOHLENTyaji3aliss aBTOHOMHi
THCTPYMEHTH SIK «palliOHAIHUX) arcHTIB, sSIKi MOXKYTh OpaTH y4acTh Y IPOCKTyBaHHI. BOHN MMOKa3yIoTh,
0 Il areHTH MOXKYyTh MpAIOBATH 3a JIBOMAa IIiJXOJaMH: CHMBOJIYHMM 1 KOHEKI[IOHICTChKHM, SIKi
BIPI3HAIOTECS MigxoxamMu 10 oOpoOku iHdopmamii. [danmi 3acTOCOBYETbCS TEOpisl yHpaBiliHHS, MO0
MpoaHa i3yBaTH B3a€MO3B'SI3KM MK ABTOHOMHHUMH 1HCTPYMEHTAaMH, JIOJIbMH, SKi OepyTb ydacTb y
MPOEKTYBaHHI, Ta CEPElIOBHUIIEM, Y SKOMY Il IHCTPYMEHTH (QYHKI[IOHYIOTh. Takuil MmiaXia J03BOJISE
BUBYATH aBTOHOMHI 1HCTPYMEHTH MPOEKTYBaHHsI SIK HOBUI TUI areHTCTBAa B OPraHi3amifHOMy KOHTEKCTI.
Sk mpuKIanM LBOro MigXOMy B CTaTTi HABOIUTHCS po3poOka Bigeoirpu Ubisoft Ghost Recon Wildlands,
0 BUKOPHCTOBYBAJIA TaKi IHCTPYMEHTHU JIJISl MPOEKTYBAaHHs. 3aBEPIICHHS CTATTI MICTUTh OpPIEHTOBHY
porpamy JOCIiKEHb JIJIS TIOJIaBIIIOT0 BUBUSHHS aBTOHOMHHX 1HCTPYMEHTIB MPOEKTYBaHHSI, 00 Kparle
3pO3YMITH iXHi BIUTMBH Ta MOKJIMBOCTI B iHHOBalifHOMY HPOLIECi.

Merta gocainzkenHs. BuspneHHs e(eKTUBHIX XapaKTEPUCTUK KOMIT I0TEpPa, Ul MPOEKTYBaHHS Ta
po3pookn NPC 3 BUKOpUCTaHHSIM MITYYHOTO 1HTEJIEKTY il 4ac po3poOKHU Bijeoirop.

Buxsax ocHOBHOro Matepiajy i 00IpyHTYBaHHSI OTPUMAHUX Pe3yJabTaTIiB AocTixxeHHs. [
po3poOKku rpu, OyB 0OpaHMil OMUH 3 caMuX nomyJsipHuX skanpiB (MMO — massively multiplayer online
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game), Jle KOpPHUCTyBadi IyXKe YacTO B3a€MOMIIOTh 3 HE irpOBHMH IEPCOHAKaMH, SIKUMH HANlOBHEHHUH
irpoBuii cBiT. NPC SBISIOTBCS OJIHIEIO 3 MEXaHIK Irpy sAKa JO3BOJISIE KOPUCTYBAa4aM HE BidyBaTH ceOe
caMoTHBO, Tako’)k NPC aroTh MOXKITUBICTH KOPHCTYBady OTPUMYBATH 3aBIIaHHS, KOPUCHY 1H(OpMAIIifo,
CTIIOPSIKEHHS 9r OyAb IO 1HIIEe HA TYMKY PO3pOOHUKA.

OCHOBHOIO JIOKAITIE€I0 € HEBEJIMKE MICTO 3 Oy TMHKAMU CEJISH, Ky3HEH0 Ta puHKOM. KopucTyBau Moxe
topryBaru 3 fauuMu NPC (censsHaMu), TakoX OTpUMATH MOYATKOBI 3aBaaHHs Bij KoBais miis ocCBOEHHs
MeXaHiK 300py pecypciB Ta BUTOTOBIICHHS peUei.

Came nonmaBanHss NPC, 1ae MOXIIUBICTh BBECTH MEXaHIKM CIIJIKYBaHHS 3 HHUMH, TOPTIBIII,
OTPUMaHHsI 3aBJaHb, K MOOIYHUX TaK 1 TOJIOBHUX, SKi OyIyTh PO3KPHBATU CIOXKET a00 MOYMHATU HOBI
HeBennuKi ictopii. Ha pucynky 1 300pakeHO IPOTOTHI TOIOBHOT JIOKAIIIi.

B Unity po3pobuuku MoxyTh BUKOprcToByBaTH ML-Agents Toolkit, mo no3Bossie iHTerpyBaTH
MainuHHe HaB4aHHS (y ToMy uucii RL) B irpoBi npoektu. ML-Agents Hagae iHCTpYMEHTH AJ1S1 TPEHYBaHHS
NPC, mo pno3Bomsie iM B3aeMOZisiTH 3 IirpOBUM CEpPENOBHIIEM 1 HAaBYATHUCS 4Yepe3 B3aEMOJIIO,
BUKOPHCTOBYIOUM HEHpOHHI Mepexi [12].

Mepexia Ha iHuWy nokauio

FonosHa nokauia

Mepexia Ha iHWY NokaLjio
oinedou AmH eH Txadal)

Mepexig Ha iHWY nokauio

Puc. 1 — [Iporotur neHTpansHoi JToKarii

[ToroBopuBIy 3 He irpoBuM nepcoHaxkem (KoBaib), KopucTyBad, B Aiaj03i 3 HUIM OTPUMYE MOOI4HE
3aBJIaHHA 110 300py KopucHUX KonayuH. [licist 300py iX 1 mOBepHEHHIO 10 KOBaJIsl, KOPHCTYBaY Bifjae oMy
310paHi MaTepiany, 3a O OTPUMYE BHHAropoay. /lanHa MexaHika CIIOHYKa€e KOPHCTyBada, PO3MOBIISATH 3
NPC, otpumyBaTH 3aBIaHHs, IPOXOAUTH iX MoOiuHI icTopii mo0 oTpuMyBatn Haropou. Ilix yac mporo,
rpaBelb HECBIIOMO 3aXOIUIIOETHCS IrPOBUM CBITOM, HOTO 1CTOPI€I0 Ta TUMHU XTO Y HBOMY IIPOXKUBAE. Yum
Kparmie Oy/Je HpomnucaHuil Ta 3poOJeHuid irpoOBUi CBIT THM OLTBII HMOBIpHO BiH 3aTarHe TpaBid. bo Ha
ChOTOJICHHS IMPU BXKE BAXKKO BIJIPI3HUTH BiJl KIHO YM KHUT, Yepe3 HEHMMOBIPHO JeTalli30BaHy Kpacy Ta
HaroBHEHiCcTh. KoXeH He irpoBHH MEPCOHAX Ma€e CBOIO iCTOPIIO, )KMBE CBOIM XXHTTSM, Ta BiJiirpae, He
3aBXKAM BEJIHKY, aJie BCE TaKW 3HAYHYy YacTKy B icTopii. | mo0 3po6uty Takoro nepcoHaxa, Ha JOTIOMOTY
PO3POOHHKY MPUXOJUTh IITYYHUHN 1HTEIIEKT.

Po3polbisiTi Ta mponucyBaTé KoxeH Kpok 1 gianor mis kokHoro NPC, Oyino Ou ayke BETHKO
BUTPATOIO0 Hacy Ta pecypcy. Aje 1 BiAMOBIATUCH Bil HUX HEe MOKHa. UMM Kpamie po3poOieHHuid Ta
HaBUEHM IITY4YHUH iHTENeKT, TUM Kpame Oyne NPC, npuknanom € HoBa Texnonoris NPC Bix komnasii
Nvidia.

[Tin yac po3pobku rpu Ha pymiii Unity MHOFO Oyiio oOpano cuctemy Reinforcement Learning (RL) a
came ioro Bapianito Proximal Policy Optimization (PPO) uepes 1i 3nauni nepeBaru. Bona mae rapny
AJAnTHBHICTh, IO J03BOJISE HeipoHHi Mepexi Hagath NPC yci moTpiOHI JgaHi [UIst HIBHIKOTO
aJIanTYBaHHS JI0 JIild TPaBIIs, 1[0 CTBOPIOE OLIBIN JKWBY 1 JWHAMiuHy Tpy. HaB4aHHS Ha OCHOBI JOCBIITY
camoro NPC 1o Moxe MoKpamuTH Horo MoBeiHKY yepe3 clipoOu Ta MOMMIKH, sIKi poOUTh HOro OibII
Herepen0adyBaHUMU Ta PEaTiCTUYHUMH, 1 CXOKUM Ha irpoka. MiHiMi3alisi mporpaMyBaHHS sIKa 3BUIbHUTD
PYKH pO3pOOHHKY, i JaCTh MOMIJIMBICTD Kpalle MPOPOOUTH 1HIII OUIBII BaXKIIMBI YaCTHHH, 3aMiCTh TOTO,
o0 Bpy4HY nponucyBaTi noseinky koxxHoro NPC. PPO e nomynsipHoto TexHikoro y RL, mo no3Bossie
HaBuaTH areHta (NPC) y Oinbi cralinbHuil 1 edpextuBHuil croci6. JaHHa HelpoHHA Mepeka ONTHMI3ye
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MIOJIITUKY areHTa, Kepyrdu Horo aismu B rpi. B podoti Bukopuctano PPO mns mapuanns NPC, 1 sk criocid
ONITUMIi3YBaTH CBill yac Ta pecypcH, 100 NPUAUIITH IX 1HIIUM JETaSIM.

Cucrema PPO Mae nexinbka OCHOBHHIX €TalliB-aITOPUTMIB sIKi BOHa BUKOPHCTOBYE U HAaBYAHHS
NPC, nanni eranu Ta anropuT™Mu, 300pakeHi y BUTIIA/Il CXEMHU Ha PUCYHKY 2.

VHuE: — Value Network (Mepexa
BapToCTi)

VALE: — Action Selection
{Bu0ip gii):

PLI:T — Policy Update {OHOBNeHHRA
MNONITHEK)
PLIO: — Advantages

MigpaxyHok nepegar,
PUOQ: — Policy Network R * !

{Mepexa noniTukM)

WH:LE — Reward
(Haropona)

PuUI: (3aMukai043 cTpinka) — Policy Iteration
(ITepauia noniTHLu):

Puc. 2 — Cxema pobotu Proximal Policy Optimization

Jlani aqropuT™MH BinoBinaroTh 3a okpemi yactiau HaBuanHs NPC. Policy Network — Bignosinae 3a
BHU3HAYCHHS HMOBIPHICTh BUOOPY MEBHOI i B 3aJICKHOCTI BiJI CTAHY CEPEJOBHINA Y IKOMY 3HAXOIUThCS
NPC. Value Network — mepexa BapTocTi, 1aHa Mepeka, BiAMOBIAA€E 3a JOBIOCTPOKOBY OIIHKY IIHHOCTI
(reward) crany, momomararoun Bu3HaunTy nomiTuKy NPC. Action Selection — e Mepexa sika Oyaye mian
noxanbimux aik NPC, 3ayexHo Bij] ONEPEIHIX CUCTEM, BPaXOBYIOUYH MEPEKEBY BapTiCTh, Ta CTAHOBUIIIC
NPC. Ilicns Bukonanus aii NPC orpumye Biaryk — Reward (maropomy) Bif cepeoBHINa IO CIIOHYKA€e
pobotu Hioro iHmI Aii, Ju1a oTpuMaHHs Haropoa. Advantages — 1ie iepeBara Juist KOKHOT [Tii 009HCITIOEThCS
Ha OCHOBI Pi3HHII MK (PaKTHYHOIO HArOPOJIOI0 Ta OYIKYBaHOK HATOPOJIOK0, IO JIA€ MOKIIMBICTH 00parHy,
sIK1 JTist OUThIN BUTigHA 1 mBHIIIEe npu3Bene a0 Haropoau. Policy Update PPO — oHOBIICHHS TOJITHKHY,
BHKOPHCTOBY€E MeXaHi3M 3BaHui clipped objective, mo6 oHoBuTH naHy cxemy. Lle m03BoIsie YHUKHYTH
BEIIMKUX 3MIH B cXeMi, 30epiraroun cTabibHICTh HaBYaHHS Ta OOMEXKYIOUM 3MiHU B MEXax IEBHOTO
Jiana3oHy.

[loerarmna po3poOka Il mns NPC momsirae 3 BH3HaueHHS CIiEHApiiB B3aEMOJIl 3 TpaBIeM Ta
HaBKOJIMIITHIM IrPOBUM CBITOM 1 00'€KTaMU SIKi 0TOUYIOThH Horo. Ha moyarkoBomy erari Oyiio BU3ZHAYEHO
Bunajkyu, B sskux NPC noBuHHI pearyBatu Ha aii rpasus. Hanpuknag, NPC MoxyTh aaBatu 3aBIaHHS,
MpoJiaBaTH npeaMeTu ado JornoMaraTi y BAKOHaHHI Miciid. Lle 103Bonuiio ctBoputr 0a30By MOJIEIb IXHBOT
nmoBeminku. [licms goro Oymo Bukopucrano cucreMy PPO, ska oTpumana BOmHI JaHi, a caMe Micie
po3ranryBaHHs1, poecito Ta sk came MOBWHHA MOBOAUTH cebe Mo BiJHOIIEHHIO 10 TpaBus. Jami Oyio
inTerpoBano camoro NPC Ha BIAMOBITHO HOMY JIOKAIlif0, PUCYHOK 3, Jie CUCTeMa Io4Yajia BUBYATH IO il
OTOYYE Ta pO3pOo0IIATH /JIsl ceOe BIAMOBIAHI clieHapii, SKi y MOAaIbIIOMYy MOKHA pefaryBaTH.
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Puc. 3 — NPC ua nokanii

[Ticns inTerpamii LI 6ymo mpomemorcTpoBaHO po3yMHY B3aemoxiro 3 NPC mist Toprisimi, Takox 3
MOJKJIMBICTIO a/IalITYBaTH I[IHA Ha TOBapH 3aJICIKHO BiJl JOCTYMHUX pecypciB rpasid. Takoxx NPC nposiBus
ce0e y BiJHOIICHHS JI0 TPaBIs, KOJIHM TOW BUKOHYE MEBHY KiJIBbKICTh HOr0 3aBJaHb, BiH MOJapyBaB pecypc
TPaBIIO Ta HAJaB 3HIKKY Ha TOBAPH.

Jns TecTyBaHHS CHCTeMH OyJ0 NpPOBEACHO EKCIIEPUMEHTH I10 BH3HAYCHHIO MiHIMaIbHUX
XapaKTepUCTUK KOMI'IOTEpa, HEOOXiTHHX s e(peKTUBHOI poOOTH 31 MITyYHHM IHTENEKTOM IiJl 4ac
po3podku Bimeoirop. Ockinbku mis o0pobku aiii NPC Oymo 3acTOCOBaHO alTOPUTMH MAITHHHOTO
HaBYaHHA, 30KpeMa HEUPOHHI MepexKi, sIKi BIUIMBAIOTh HA PECYPCOEMHICTh TpH. EKCIIepIMEeHT POBOIUBCS
Ha KUTPKOX KOMI'IOTEpax i3 pi3HUMH XapaKTePHCTHKaMHU, TAKUMH SIK MPOIECOp, ONepaTUBHA MaM'sTh,
Bigeokapra Ta SSD/kopctkmid auck. [ns koxkHOi KoHGirypamii OyB MNpoBeneHH MOHITOPHHT
MPOAYKTUBHOCTI TPH 3a IOTIOMOTOFO ITPOrpaMHUX iHCTpyMeHTiB, TakuXx sik MSI Afterburner, Task Manager
ta Unity Profiler.

KoxkeH TeCTOBHII 3allyCK I'py BKJIFOYAB: aHAJi3 3aBaHTa)KCHHs IIEHTpaibHOro mpoiecopa (CPU);
BUMIPIOBAaHHSI BHKOPHUCTAaHHS orepatuBHOI maM'siti (RAM); MOHITOpWHT 3aBaHTaXEHHS TpadiqHOTO
nporiecopa (GPU); omiHky yacy BiATryKy IITYYHOrO iHTEJEKTY B peanbHOMY vaci (latency).

Tabmuns 1 — [loka3HUKK TecTyBaHHS

[Tapamerpu, wmwo | HalimenyBauHus Cuena 3 am3pkuM | CrieHa i3 cepenim | CrieHa 3 BUCOKHM
OIIHIOIOTECST HABAHTAKCHHAM, | HABAHTAKEHHSIM HaBaHTAKCHHAM
% — 3aBaHTa)XCHHS; © — HAarpiB

3aBaHTaKEHHS Intel Core i3 10-ro | 60% 86% 95%
CPU (%) MOKOJIIHHS 69° 89° 112°

AMD Ryzen 5| 41% 54% 76%

3600 54° 62° 85°

Intel Core i7 12-ro | 25% 49% 74%

MMOKOJIIHHS 45° 53° 71°
3aBaHTaKEHHS NVIDIA GeForce | 78% 89% 99%
GPU (%). GTX 1050 63° 74° 87°

NVIDIA GeForce | 68% 79% 89%

GTX 1660 Ti 58° 69° 78°

NVIDIA RTX | 21% 46% 2%

3060 38° 41° 67°
3aBantaxenns | 8 ['0-Kingston 67% 89% 100%
RAM (%). 16 T'6 -Kingston 56% 78% 95%

32 T6 -Kingston | 32% 69% 79%
Haxonuuysau HDD [InaBHO Hesenuki 3aTpuMKH | 3HAYHI 3aTPUMKH

SSD ITmaBHO ITmaBHO Heemuxi

3aTPUMKH
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Ominky  vacy | MinimansHa 300 mc 700 mc 1000 mc
Biaryky LI B | koH}irypamis
peanbHOMY 4aci | Baszosa 150 mc 300 mc 700 mc
(latency) KOHirypartis
OnTtumansHa 100 mc 150 mc 300 mc
KOHirypais
Cepenniii  FPS | MinimanbHa 30 FPS 20 FPS 10 FPS
(kampu B | KoHbirypamis
CEeKYHIY) BasoBa 60 FPS 45 FPS 30 FPS
KOHpirypauis
OnTtumManbHa 120 FPS 89 FPS 42FPS
KoH(iryparis

OtpumaHi pe3yabTaTH Micisl MPOBEACHHs €KCIEPUMEHTY CBi4aTh, MO MiHiMaJdbHa KOHDIryparis
Ha/Ia€ MOKJIMBICTh 3aITyCKY I'PU 3 HU3bKUMU IrpadiYHUMH HAJIAIITYBaHHIMH, ajie 13 3aTPUMKAMH Y peaKIiii
NPC. bazoBa koHiryparmis mATpUMYe CTaOUIBHY Mpamio TpU 3 cepedHiMu HamamryBaHHAMH. NPC
(YHKIIOHYIOTh 13 MiHIMalbHUMH 3aTpuMkamu. OnTuMmanbHa KOHQIrypamis HaJae MaKCHUMalbHY
MPOAYKTHBHICTh, BUCOKA IBHJIKICTh OOPOOKH IITYYHOTO IHTENEKTY Ta IMJIABHUH iIrpOBHIA IIPOLIEC HABITH 32
YMOB BUCOKOT'O HABAaHTA)KCHHSI.

BinmoBigHo 3 OTpEMaHUMU pe3ylbTaTaMH, 3p00JIeHO BUCHOBKH 110 sl mBHAKOT pobotr NPC 3i
IITYYHUM IHTEICKTOM Ta KOPEKTHOI pOOOTH IpH, CHCTEMa MOTPeOye 3HAUHUX PECypCiB, a00 MiABUIICHHS
OTITUMI3allii pecypciB 3 AKHMH MPAIIOE CUCTEMA.

BuCHOBKH Ta MepCHeKTHBH MOJAJIbIION0 J0CTiZKeHHs. Y CTaTTi MPOaHali30BaHO BAXKIUBICTh
PO3BUTKY BiJICOIr0p y Cy4aCHOMY CYCIIJILCTBI Ta POJib MITYYHOI'O 1HTEJIEKTY Y BIIOCKOHAJICHHI I'POBOTIO
mporiecy. Bu3HaueHo, M0 BiJEOIrpHM € TOTY)KHUM 1HCTPYMEHTOM JUIsl MOMYJspU3alii KyJIbTypH,
CTUMYITIOBAaHHSI €KOHOMIYHOTO 3pOCTaHHS Ta CIPUSHHS TEXHOJIOTIYHOMY TIPOTPECy.

JocnipkeHo 3acTOCyBaHHS IITYYHOTO iHTENEKTY AJISl CTBOPEHHS irpOBHX MEXaHIK, T'eHepail
TEKCTyp, aHimarlii Ta BaockoHaneHHs NPC. OcobnuBa yBara npuaijicHa BUKOpUCTaHHIO Reinforcement
Learning (RL) ta anroputmy Proximal Policy Optimization (PPO), siki 103BOJISIFOT 3HAYHO MHiIBUIIUTH
SIKICTh TIOBEJIHKM IIEPCOHAXKIB Ta ONTHUMI3yBaTH mporec po3poOku. byio BH3HaueHO MiHIMAIBHO
HEeOoOXi/HI ITapaMeTpu KOMIT IoTepa s 3a0e3nedeHHs cTabiabHOI poOoTH rpu Oe3 BTpaTH MPOIyKTUBHOCTI
a00 SKOCTi irPOBOTO MPOIIECY.

[TepcriekTHBH MOAANBIINX JOCIIDKEHb BKIIOYAIOTh BIOCKOHAJIEHHS MeToniB HaB4aHHS NPC s
CTBOPEHHS Il¢ OLbII pealliCTUYHOI B3a€MOJIi 3 TpaBIeM, a TakoX pO3pOOKY HOBHX TEXHOJIOTIH s
MiABUICHHS IHTEPaKTUBHOCTI 1 3aHYPEHHS Y BipTyaJlbHHIA CBIT.
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