MIHICTEPCTBO OCBITHU I HAYKHM YKPATHU
YopHomopcbknii HanioHanbHUM yHiBepcuTeT iMeHi Ilerpa Moruiau
DaKyJabTeT KOMII’IOTEPHUX HAYK

Kadenpa intesiekryaJbHux ingpopManiiHuX CUCTEM

JOIIYIEHO A0 3AXUCTY
3aBigyBay Kadeapu IHTENEKTyaTbHUX
1H(pOPMAIIIITHUX CUCTEM

FOpiit KOHJIPATEHKO
« » 2024 p.
KBAJII®IKALIITHA POEOTA

HA 34OBYTTA OCBITHBOI'O CTYIIEHA MAT'ICTPA

IHTETPOBAHA CUCTEMA JJ11 HABYUAHHSA AI'EHTIB
UNITY ML AGENTS 3 BUKOPUCTAHHAM MOJIEJIEN
I'IMBOKUX HEMPOHHUX MEPE’K

CrnenianbHicts 122 KoM’ toTepH1 Hayku

OcaiTHs niporpama «IHTenekTyalnbHi iH)opMalliitHl CUCTEMM

3000yeau Bnanucnas PEBA
«  » 2024 p.
Kepisnuk xann. ¢iz.-mar. Hayk, noueHt kad. 11C Inecca KYJIAKOBCBKA
«  » 2024 p.

MukoJ1aiB — 2024



YopHOMOpPCHKHIA HalllOHAIbHUM yHIBepcUTET iMeHl [letpa Morunu

(TmoBHE HaiMEHyYBaHHS 3aKJIay BUIIOI OCBITH)

QakysbTeT Komn’rorepHux Hayk

Kadenpa [HTenekTyanpHuX 1HPOPMALIIIHUX CUCTEM

PiBens BuUIIOi OCBITH Hpyruii (MaricTepchbKuid)

OCBITHIH CTyIIEHb Marictp

CrenianbHICTh 122 Komm’1oTepH1 HayKu

OcBiTHs nporpama [aTenexryanbHi iHGOPMAaILIIiHI CUCTEMH
3ATBEPIXXVYIO

3aBigyBay Kadeapu IHTEICKTyaTbHUX
1HbOpMAIIHHUX CUCTEM

Opiit KOHAPATEHKO
« » 2024 p.

3ABJIAHHSA
Ha KBaJidikauiiiny pooory 3100yBaua

Pesu Baaguciaasa BoaoanmupoBuua

((mpi3Buuie, im’s1, Mo 6aTeKOBI 3700yBava)

1. Tema kBamidikamiitHoi podoTu:«IHTerpoBaHa cucTeMa sl HaBUYaHHs areHTIB unity
ml agents 3 BUKOPHUCTAHHAM MOJIeJIeH TIIMOOKMX HEUPOHHUX MEPEK».

Kepisuuk po6oTu: Kynakosceka IHecca BacuniBHa, nouenr. kad. IIC, kann. dis.-

MaT. HAaYK, AOIICHT.

3arBepmxena HakazoM UHY im. Ilerpa Morunu Big «03» uepsust 2024 p. Ne 140/1.

2. CTpok mpeacTaBieHHs KBATI(pIKaIiitHOT poOOTH«  » 2024 p.

3. OuikyBaHuii pe3yabTaT poOOTH Ta TMOYATKOBI JIaHi, SIKII0O TakKi MOTPiOHI:
cepenoBuie st TpeHyBaHHs arentiB Unity ML-Agents; 6a3BoBi mapaMeTpu areHTIB
Ta CIEHapli I HaBYAaHHI, MOJEN TJIUOOKMX HEHPOHHHX MEpex, IO
BUKOPUCTOBYIOTHCS JIJIs1 HABYAHHS arcHTIB.

OuikyBaHUM pe3yabTaT: pO3pOOJICHI areHTH, SKI 3MOXYTh €()EKTUBHO BHKOHYBATH
BU3HAYEHI 3aBJaHHs, Bi3yali3allisi MpOILECYy HaBYaHHA AareHTIB Ta aHali3 ix
MOBE/IIHKHU.

4. Tlepenik MUTaHb, 110 MIJJIATATN PO3POOIIi:



— posmgayTo Unity ML-Agents ta ¥oro iHTerparito 3 MOJICISIMH TIHOOKOTO
HaBYaHHS;

— IPOaHaJI30BaHO BXIJHI JAaH1 JJi1 HABUYaHHS areHTIB, iX MONEepeaHI0 00pOOKY;

— pO3po0JIEHO Ta HAJAIITOBAHO MOJENI TJIMOOKUX HEHPOHHUX MEpex s
TPEHYBaHHS areHTIB,;

— 1noOyAOBaHO Ta OILIIHEHO €(QEKTUBHICTh AJITOPUTMIB MIIKPIILIIOBAIIBHOIO
HaBYaHHS;

—  OIKMCAHO MPOIECH TECTYBAaHHS Ta BaJliJlailii HABUCHUX areHTIB,;

— HaIMCcaHi BUCHOBKH IIOJ0 MOJANBIIOTO MOKPAIIeHHsS] pOOOTH areHTiB.

5. Ilepenik rpadiuHrX MaTepialiB: Mpe3eHTAllis, 10JaTKH, PUCYHKH, TAOIHIIL.

KepiBuuk pod6oTun Inecca KYJIAKOBCBKA
(Ocobucmuti nionuc) (Bracne im’s [IPI3BUIIIE)
3100yBau Bnagucias PEBA
(Ocobucmuti nionuc) (Bracne im’s [IPI3BUIIIE)

Jata Bunaui 3aBnanus «07» uepsus 2024 p.



KAJJEHJIAPHUM IIJIAH
KkBaJidikaniitHoi podoTn

Tema: [HTrerpoBana cucrema Juist HapuyanHs arenTiB Unity ML Agents 3
BUKOPHUCTAHHAM MOJIEJIEH TIIMOOKUX HEUPOHHUX MEPEK

Ne HaiimenyBaHHs po0oTH Ilouarok | 3axkinvenns | Ilpumitku
1 | OTpumanHs 3aB1aHHs Ha 03.06.2024 | 07.06.2024 |  BHX
BuKOHaHHsI KP
2 | AHamii3 npeamMeTHoi obacTi Ta 10.06.2024 | 20.06.2024 BUK.

ITIOCTaHOBKA 3az[aqi

3 | Orysia nitepaTypHUX JKEpen 3a

TEMOIO KBali(ikaiiitHoi podoTH,
30KpeMa anams nyOmKauii 1 | 59 66 5004 | 01.07.2024 |  PBHK-
aHAJIOTIYHUX CUCTEM, IIOJI0

HaBuaHHs arentiB Unity ML
Agents

4 | Bcranosnenns Unity, 6i0mioTexu

MLAgents Ta BipTyaIbHOTO 01.09.2024 | 2509 2024 BUK.
TPEHYBAJILHOTO MTPOCTOPY.
HanamryBaHHs iX B3aeMo/1ii
5 | HanamryBaHHs mapameTpiB
areHTIB Ta MPOCTOPY IS 26.09.2024 | 01.10.2024 BUK.
TPEHYBaHHSI.
6 | [IporpamyBaHHS JOTIKH areHTIB 01.10.2024 | 21.11.2024 BUK.
7 HepHH/H/I TIOTICPEAHIA 3aXHCT KP Ha 92112024 | 22.11.2024 BUK.
3aciianHi KoMicii kadenpu
8 | KoperyBanns pobotu 3a BUK.
pe3yJIbTaTaMH MOIEPEIHHOTO 23.11.2024 | 05.12.2024
3aXUCTY
9 | Opyrwuii nonepenniit 3axuct KP na BUK.
. : - 06.12.2024 | 06.12.2024
3acimanHi KoMicii kadenpu
10 | HopoOka Ta ocTaTouHe 07.12.2024 | 10.02.2024 BUK.

odopmireras: KP

11 | lloganus KP, ii enekTponHOT KOMii
Ta IHIIUX JOKYMEHTIB (BIATYKY, 16.12.2024 | 17.12.2024 BUK.
peleHsii) 10 3aXucTy

KepiBuuk podooTun Inecca KYJIAKOBCBKA

(Ocobucmuti nionuc) (Bracne im s IIPI3BUIIE)

3n00yBau Brnanucinas PEBA
(Ocobucmuti nionuc) (Bracne im’s IIPI3BUII]E)

JlaTa ckinaJaHHs KaJeHIapHOIO IJIaHy
«19» uepBHs 2024 p.



AHOTAIIA
10 KBadiikaiitHoi podoTu

3no0yBaya rpynu 601m YHY im. Iletpa Morunu

Pesu Baaguciaasa BoroaumupoBuua

Ha Temy: “ IHTETPOBAHA CUCTEMA JIJI1 HABYAHHSI ATEHTIB UNITY
ML AGENTS 3 BUKOPUCTAHHSIM MOJIEJIEN I'N'TMBOKHUX
HEWUPOHHUX MEPEX”

AKTyaJIbHICTh JaHOTO JOCTI/DKCHHS TIOJSATaE Yy IIBHJIKOCTI PO3BHTKY
IITYYHOTO 1HTEJIGKTY Ta HOT0 3aCTOCYBaHHS B PI3HHMX Tally3sX, HaBYaHHS arcHTIB,
3IaTHUX JIO AaBTOHOMHOTO TMPHUHHATTA PpIlIEHh Yy CKIAQJHUX JHHAMIYHHX
cepenoBUINax, crae aeaan BaxiaupimmMm. Unity ML-Agents nHagae iHCTpyMEHTH IS
pO3pOOKM  TaKUX areHTiB y BIPTyaJbHUX  CEPEAOBHINAX, IO  IIUPOKO
BUKOPUCTOBYIOTBCS B ITPOBIM  IHAYCTpli, CHUMYJSAIIAX Ta  JOCHIIKEHHSIX.
BukopucranHsd THMOOKMX HEHPOHHUX MEpeX JUIsi HaBYaHHS areHTIB 3HAYHO
HiBUINYE IXHIO 3/IaTHICTH IO ajanTallii Ta onTuMi3allli MOBEIIHKH, [0 POOHTH IIe
JOCTIHKCHHSI aKTyaJIbHUM JJIsl TOKPAIIeHHS CUCTEM aBTOMAaTH3allli, MOJCIIOBaHHS
Ta IPUAHATTS PIlICHb.

O006’exkTOM JOCIIIIPKEHHS € TIPOIeC HaBUYaHHS areHTiB B cepenonuiti Unity ML-
Agents 3 BUKOPUCTaHHAM TMTMOOKUX HEUPOHHUX MEPEXK.

IIpeamerom nOCHIIKEHHS € IHTErpOBaHA CHCTEMa JUIsi HAaBYaHHS areHTIB Y
Unity ML-Agents, mo BkJItoYae 3acTOCYyBaHHS MOjENeH TIHMOOKOro HaBYaHHS Ta
ANTOPUTMIB TIAKPITUTIOBAILHOTO HABYaHHS.

MeTo10 OCTITKEHHSI € CTBOPEHHS THTETPOBAHOT CHUCTEMH sl €(hEeKTHBHOTO
HaBYaHHS areHTiB B cepemoBuili Unity ML-Agents, mo BHKOpHCTOBYE TIHOOKI
HEHPOHHI MEPEeXKi, a TAKOXK OIlIHKA MPOAYKTHBHOCTI areHTIB B PI3HUX CIICHAPIAX Ta
3a1ayax.

B pesynpTaTi BUKOHAaHHS POOOTH OYyJIO AOCTIKEHO apXITEKTypy Ta MpPOILECH

Unity ML-areHTiB, MmiIKpecIIeHO IHTErpalilo cepeloBUIl MojaeaoBaHHs Unity 3



aNrOpUTMaMH HaBYAHHS 3 MIAKPIMIEHHSM Yepe3 Ha/lliiHy KOMYHIKAIIHY CTPYKTYpY.
KoHBeep HaBuyaHHS, IO BHUKOPUCTOBYE MPOKCUMAJIbHY ONTHUMI3aLil0 MOJITUKH,
JO3BOJIUB  PO3POOUTH IHTENEKTYyaJIbHUX AareHTiB, 3JaTHUX BUBYAaTU CKJIAJAHY
MOBE/IIHKY Yepe3 ITEpaTUBHY B3a€MOJIII0 3 HABKOIUIITHIM CEPEIOBUIIIEM.

Jlana poGoTa cKJIamaeThcsi 3 YOTHUPHOX po3autiB. KoxkeH po3ain BiAMOBIAHO
MIPUCBSIYCHU I aHATI3y MPEAMETHOT 00JIacTi; BCTAHOBJICHHIO BIPTYaJIbHOTO MPOCTOPY
1 oro minkirouenHs 7o MLAgQents; miarorosui o01acTi HABYaHHS Ta HAJNAIITYBaHHS
0a30BUX MapaMeTpiB 1 HABYAHHS CAMHUX areHTIB; aHali3y OTPUMAHUX pPEe3yJbTaTiB.
3aranpHuil 00csar pobotu — 77 cropiHok. Ksamidikamiina pobGora MicTUTH 6
noaatkiB, 24 pucyHnku, 1 Tabnuiio 145 mxepen moCUIaHHs.

KimouoBi ciaosa: Unity, ML-Agents, rimmbOoki HEHpOHHI Mepeki, arcHTH,

MAallMHHC HaBYaHHA, TPCHYBAHHA aI‘eHTiB, IHTy"IHI/Iﬁ IHTEJIEKT.



ABSTRACT
to the qualification work by the student of thegroup 601m of Petro Mohyla Black Sea

National University

Reva Vladyslav Volodymyrovych

" AN INTEGRATED SYSTEM FOR TRAINING UNITY ML AGENTS
USING DEEP NEURAL NETWORK MODELS **

The relevance of this research lies in the speed of development of artificial
intelligence and its application in various fields, the training of agents capable of
autonomous decision—making in complex dynamic environments is becoming
increasingly important. Unity ML-Agents provides tools for developing such agents
in virtual environments widely used in the gaming industry, simulations, and
research. Using deep neural networks to train agents significantly increases their
ability to adapt and optimize behavior, making this research relevant for improving
automation, simulation, and decision-making systems.

The object of the study is the process of training agents in the Unity ML-
Agents environment using deep neural networks.

The subject of research is the development of an integrated system for training
agents in Unity ML-Agents, which includes the application of deep learning models
and reinforcement learning algorithms.

The purpose of the research is to create an integrated system for effective
training of agents in the Unity ML-Agents environment, which uses deep neural
networks, as well as to evaluate the performance of agents in various scenarios and
tasks.

As a result of the work, the architecture and processes of Unity ML agents
were investigated, emphasizing the integration of Unity modeling environments with
reinforcement learning algorithms through a robust communication structure. The

learning pipeline using proximal policy optimization allowed the development of



intelligent agents capable of learning complex behaviors through iterative interaction
with the environment.

This paper consists of four chapters. Each chapter is devoted to: analyzing the
subject area; setting up the virtual space and connecting it to MLAgents; preparing
the training area and setting up the basic parameters and training the agents
themselves; and analyzing the results. The total volume of the work is 77 pages. The
qualification work contains 6 appendices, 22 figures, 1 table and 45 references.

Keywords: Unity, ML-Agents, deep neural networks, agents, machine

learning, agent training, artificial intelligence.
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BCTYII

VY cyyacHOMY CBITI CTPIMKHUN PO3BUTOK TEXHOJOTIA MITYYHOTO IHTEJIEKTY
BIIKPMBAa€ HOBI MOXJIMBOCTI JJIsI aBTOMAaTH3allii MPOIECIB 1 CTBOPEHHS CKJIATHUX
CUCTEM, 37aTHUX BHUKOHYBAaTH 3aBJaHHS, IO paHINIe MOTPeOyBald JFOJACHKOTO
BTpy4yaHHs. OpHIEI0 3 TaKWX TEXHOJIOTIH € HaBUaHHS AarcHTIB Yy BIPTyaJbHUX
CepeloBHUIIaX, SKi MOXKYTh BUKOPHCTOBYBATH QJITOPUTMHU TIUOOKOTO HABUAHHS IS
onTUMI3aIlli CBO€T MOBEAIHKM Ta B3a€MO/I1i 3 HABKOJIUIIIHIM CEPETOBUIIIEM.

Unity ML-Agents € motyHO IUIaTHOPMOIO, IO J03BOJISE IMOEIHYBATH
cepenoBuiie Unity 3 CydacHUMH METOJaMH MAIIMHHOTO HaBYaHHS. BoHa Hamae
MO>JIMBICTh CTBOPIOBATH areHTIB, K1 MOXKYTh HaBYaTUCS PI3HOMAHITHUX 3aBJIaHb 3a
JIOTIOMOTOI0 ~ QJITOPUTMIB  MIAKPIIUIFOBAJIBHOTO  HABYaHHS, 1 €  1JeaJbHUM
THCTPYMEHTOM [IJIsl JOCTDKCHHS Ta peaiizailii CKIaJHUX MOJENIeH TOBEIIHKH Y
BIpTyaIbHUX CepeOBHINAaX. BUKOpPUCTAaHHS TITMOOKUX HEMPOHHUX MEPEkK Ja€ 3MOTY
areHTaM HaBYaTHUCS CKJIQJHUX IMaTepHIB Ta NPHUMATH ONTHUMAaJbHI PIIICHHS B
Herepea0auyBaHUX YMOBaX.

Mertoro nanoi kBajiikaiiiiHoi poOOTH € po3poOKa IHTErPOBAHOT CUCTEMU JIJIS
HaB4yaHHs areHTiB Unity ML-Agents 3 BUkopucTaHHsIM INTUOOKUX HEHPOHHUX MEPEIK.
Y poGoti Oyae mNpoBeNeHHWM aHaNl3 METOMIB IMAKPIIIIOBAILHOIO HABYaHHS,
po3po0sIeH] Mojeni TIMOOKHMX HEHPOHHMX MEPEK, HaJalllTOBaHI Ta MPOTECTOBaHI
areHTH B PI3HUX cHeHapiaxX. Lle mocHiPKeHHS TaKoX CHpPSIMOBAHE Ha OIHKY
e(hEeKTUBHOCTI TAKUX CHUCTEM, a TAKOK BUSHAYCHHS MOMIMBOCTEH IS iX TOIATBIITOTO

BIAOCKOHAJICHHA Ta PO3IIMPCHHA.
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1 AHAJII3 HPEI[METHOi TAJIY3I1
1.1 Orasna 3actocyBanus ML

ITydHuii IHTEJIEKT Ta MAIIWHHE HABYaHHS CTIM KIIOYOBUMH Y
TpaHncpopMmanii JaHgmadpTy po3poOKH Irop, MPOMNOHYIOYM JUHAMIYHMN Ta
aJanTHBHUN JOCBiJ, SKHK paHime OyB HETOCSHKHUM 3a JOTIOMOTOK TPAJHUIIHHUX
METOJIIB mporpamyBaHHs. L[i TexHONOrii AO03BOJIAIOTH IrpaM MPOMOHYBATH OUIbII
NEePCOHATI30BAHUM, YYyTIUBUN Ta 3aXOIUTIOIOYHMI JTOCBiJI, TO3BOJISIIOUN TEPCOHAXKAM,
OTOYEHHIO Ta I'POBiM MEXaHIlll PO3yMHO pearyBaTu Ha Jii TpaBIisl.

BukoprcTaHHS IITYYHOTO IHTEJICKTY B IUX TBOPYMX CHCTEMaX BHUXOJWUTH 3a
paMKHl MPOCTOro po3mi3HaBaHHS 00'ekTiB. BiH Bkitowae B cebe ckiagHy OOpOOKYy
300pakeHb 1 METOJM MAIIMHHOTO HaBYaHHS, 100 3a0e3MeYuTH IJIaBHY 1HTErpaIlito
CTBOPEHOI'O T'paBlieM KOHTEHTY 3 HasBHUMHM B I'pi pecypcamu. Hampukian, rpaBeib
MO’K€ HaMaJIIOBaTH MPOCTY XMapy, Ky I'pa po3Mi3HAE, IHTEPIPETY€E Ta MEPETBOPIOE
Ha BI3yaJIbHO LUIICHY XMapy, [0 BIUCYETHCS B €CTETHYHI Ta (PYyHKIIIOHAIBHI paMKU
rpu. 3aBaaHHs MMojsArae B Tomy, mo0 Hapumth moxeni Il TouyHo iHTeprperyBaTH
IIUPOKUH CHEKTP BXITHUX MAaHUX T'PaBIs, B MPOCTUX HAYEPKIB O CKIQTHIIIMX
IIPOCKTIB, TapaHTYIOUMW MPU IHOMY, IO OTPHUMaHI B Pe3yJbTaTi IrpoBi 00'€KTH
HOBOAMTHMYTLCS TaK, SIK OUIKYEThCS B iIrpoBoMY cepemoBuiii [1].

OxpiM MiIBUIIIEHHS] TBOPYOTO MOTEHI[IATy, CHCTEMH 31 IITYYHUM IHTEJIEKTOM B
irpax TaKoXX CIPHUSIOTH OLIBII 3aXOTUTIOI0OUOMY Ta JUHAMIYHOMY IrpOBOMY IIPOIIECY.
BukopurcToBylouM MallviHHE HAaBYaHHS, Il CUCTEMHU MOXXYTh BUMTHCS Ha B3a€MOJIIi
IPaBIliB, QIANTYIOYUCh 3 dYacoMm, o0 3a0e3meyuTH OUTBIN IEepPCOHATI30BaHUHN 1
cknagauii  mocBin. Hampuknax, I moxe HaBYuTHCS pO3Mi3HABATH CTHIIb
MaJloBaHHS a00 BIOAOOAHHS TPaBIIs, IO JO3BOJIUTH Pl MPOTOHYBATH MiKa3Ku abo
aJanTyBaTH PIBEHb CKJIAJIHOCTI IEBHUX 3aBJaHb BIJIMOBIIHO /10 3/1I0HOCTEN IPaBIIs.

Kpim Toro, Il Ta ML 103BOJIItOTE CTBOPIOBATH OLIBII CKJIAAHUX HEITPOBUX

nepconaxiB (NPC) i BHyTpITHBOITPOBI €KOCUCTEMHU, SKi B3aEMOMIIIOTh 3 KOHTCHTOM,
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CTBOPEHHM rpaBisiMU. Hampuknaa, y Tpi Ha BWKUBaHHI TBapuHU abo
CynpoTHUBHUKH, KepoBaHi I1II, MOXyTh pearyBaTu mo-pi3HOMY 3aJI€KHO Bil 00'€KTIB
abo cepeloBHUIla, IKi CTBOPIOIOTH TpaBill. Lle momae me oauH piBeHb CKIATHOCTI J0
I'pOBOrO TpPOLIECY, OCKUIBKA TpaBll IOBUHHI BpPaxOBYBaTH, SK iXHI TBOPIHHS
BIUTMHYTh Ha IIUPIIUI IrpOBHIl CBIT.

HesBakatoun Ha 1i gocsruenss, interpamis IIII ta ML y TBopui irposi
CHUCTeMH TIOB'Si3aHa 3 TEBHUMH TpynHolmamu. OJHI€I0 3 TOJOBHHX NPOOIEM €
3a0e3nedenHss Ttoro, mo6 Il wmir To4yHO iHTEepHpeTyBaTH 1 pearyBatd Ha
PI3HOMaHITHI BX1JIH1 JIaHi, 30epiralouu Mpu 1bOMY MOCTIIOBHHUM 1 TPUEMHHM ITPOBUI
nporuec [2]. Ile BuUMarae TpuBanOro HaBYaHHSA MOJCJCH MAIIMHHOTO HaBYaHHS,
HAAIMHUX aJropuTMIB pO3Mi3HABAaHHS 300paKE€Hb 1 PETENBHOrO0 MPOEKTYBaHHS
noeainku LI, mo0 yHukHYyTH HemepenOadyBaHMX HACHIAKIB abo po3dapyBaHHS
TPaBIIIB.

[HmmMi BUKIWMK — oOGuucoBanbHI BUMorH 10 Il B pekumi peanbHOrO 4acy,
0 MOXE TMPHU3BECTH [0 HABAHTAXKEHHS HA CHUCTEMHI pecypcu, OCOOJHMBO B
pecypcoeMHUX irpax. Po3poOHHMKY MOBUHHI 3HAWTH OajaHC MK CKJIQHICTIO CHCTEM,
kepoBanux IIII, 1 HEOOXIMHICTIO MIATPUMYBATH IJIABHUHN 1 YyHHUN ITpOBUM MpOIIEC.
Ile wacTto mepenbayae ONTHMI3AIIO aJTOPUTMIB, BHUKOPHUCTAHHS IONEPEIHBO
HAaBUECHUX MOJIEJICH 1 3aCTOCYBaHHS e(PEKTUBHUX METOJIIB 0OPOOKH TaHUX.

Taxum gunowMm, iHTerpamis I Ta ML y TBopdi irpoBi cucTeMu — 11e 3HAYHHIMA
cTpubOK ynepen y chepi iIHTEPaKTHBHOCTI Ta 3aHypeHHsS y Biaeoirpu. Jlo3Bossitoun
TPaBISIM BIUIMBATH HA IrPOBHM CBIT IUISIXOM MafOBaHHS a00 CTBOpEHHS 00'€KTiB, Ii
TEXHOJIOT1i BIAKPUBAIOTh HOBI MOMJIMBOCTI JJII TBOPYOCTI Ta MepCcoHATI3allii B irpax.
OpnHak ycmilmiHe BOPOBA/PKCHHA IMX CHCTEM BHMAara€ peTeNibHOTO pPO3TIIIY
TEXHIYHUX Tpo0JieM, 30KkpeMa, HaBuaHHsa mozeneit 111, o6poOku naHuXx y peaabHOMY

gaci Ta 30aJJaHCOBAHOCTI1 IrPOBOTO MPOIIECY.
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1.2 Anani3 inctpymenrapio Unity ML-Agents Toolkit

Unity ML-Agents — 1e mNOTYXHUH IHCTpyMEHTapid, SKHl JIO3BOJISE
pO3pOOHUKAaM BIPOBAKYBATH IOBEIIHKY, KEpOBaHY MAIMHHUM HABYaHHSM, B
Irpax, IpOMOHYIOYH YHIBEpPCAJIbHY OCHOBY JJISI CTBOPEHHS THTEJIEKTYaJbHUX areHTiB,
SKI MOXKYTh HABUATHCS Ta aJanTyBaTHCS 10 Pi3HUX irpoBux cuenapiiB [3]. Lleit
IHCTpYMEHTapiii 0cOOIMBO LIHHUHI JJIs1 pO3POOHUKIB, SIKI XOUYTh 1HTEIpYyBaTH y CBO1
IrpY  IITYYHUH I1HTENEKT, IIO0 B3a€EMOJIE 3 KOHTEHTOM, CTBOPEHUM TpaBLSIMH,

HallpuKJIan, 3 O6'€KTaMH, HaMaJIbOBAHUMH I'pABLCM.

0988
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[
L

Pucynok 1.1 — Iatepdetic Unity

[actpymenTapiii Unity ML-Agents (muB. puc. 1.1) Hagae psjg iHCTPYMEHTIB i
GyHKIINA, TpU3HAYCHWX I ToJermends po3poOku IlI-areHTiB, ski MOXYTh
HABYATHCS Y CBOEMY CEPEIOBUIII 1 3 4aCOM MOKPAINYBaTH CBOIO MPOJTYKTUBHICTD [4].
BiH BUKOpHUCTOBY€ HaBUaHHS 3 MIAKPINJEHHAM, IMITal[liHE HaBYaHHA Ta 1HIII

MECTOJW MAIIMHHOI'O HaB4YaHHA, II_[O6 JO3BOJIMTH AarcHraM BHKOHYBATH CKJ'IaI[Hi
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3aB/JaHHs, TAaKl SK HaBIralis B CEPEJOBHILI, B3a€EMOJIA 3 O0'€KTaMU Ta MPUIAHATTS

pillIeHb Ha OCHOBI (11 TPaBLIs.

)* Filters

Pucynoxk 1.2 — BcraHOBIIEHI MakeTH A1 TPeHyBaHHs areHtis B UNity

Opnietro 3 kirouoBux MoxknuBoctedd Unity ML-Agents € 31aTHiCTh CTBOPIOBATH
[II-arenTiB, sKi MOXKYTh JHHAMIYHO pearyBaTH Ha KOHTEHT, CTBOPEHHUI T'PaBIIMHU.
Hampuknan, y rpi, e TrpaBili MOXYTbh MaJIFOBaTH 00'€KTH, K1 BIUIMBAIOTh HA ITPOBUH
cBit, ML-areatn moxHa BUKOpHCTOBYBaTH i HaBuaHHs [llI-mepconaxiB abo
CYTHOCTEH pO3Mi3HABaTH IIi 00'€KTH Ta B3aEMOMIATH 3 HUMU. Lle Moke BKIFOYaTH B
cebe naBuanHs IllI-mepconaka mepecyBaHHIO a00 BHUKOPUCTAaHHIO HaMallbOBAaHUX
rpaBUeM OO'€KTIB, TakMX fK MICT abo 30posi, abo pearyBaHHs Ha 3MIHU B

HABKOJIUIITHLOMY CE€PEIOBHIII, CIIPUYMHEH] TBOPIHHIMHM rpaBiy [5].
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['Hy4KicTh I1HCTPYMEHTapil0 JO3BOJISIE PO3POOHHMKAM CTBOPIOBATH BIIACHI
HaBYaIbHI CEpeOBUINA, B SKUX Al-areHTH MOXYTh BHBYATH IIEBHY IOBEIIHKY,
MOB'I3aHY 3 KOHTEHTOM, CTBOPEHUM rpaBlieM. Hampukian, po3poOHUKH MOXKYTh
CTBOpIOBaTH cueHapii, B skux areHTH Il moBMHHI HaBUMTHCS PO3MiI3HABATH PIi3HI
TUTIA 00'€KTIB, HAMAJIBOBAHUX TPABIEM, 1 BIAMOBITHO aJalTyBaTH CBOIO MOBEIIHKY.
Ile Moke BKIIOUATH pO3IMI3HABAHHSA PI3HUIII MDK HaMallbOBAaHOK XMapor, sKa
NpEeICTaBIISIE€ HEIIKIUIMBHIA €JIEMEHT HaBKOJIMIITHHOTO CEPEAOBHUIIA, i HAMAITHOBAHOIO
IPO30BOIO0 XMapOI0, sIka MOXKE BUKIMKATH OUIBII OOEpEeXKHY MOBEAIHKY MEPCOHAXKIB,
kepoBanux [I.

Onnak, xoya Unity ML-Agents 3abe3neuye HamiiiHuii QpeidMBOpPK IS
PO3pOOKHU IHTEIEKTYyaIbHUX areHTIB, ICHYIOTh OOMEKEHHS, AK1 CJIiJl BpaXOBYBaTH MPH
BrpoBapkeHHi I, mo B3aemojie 3 KOHTEHTOM, CTBOpeHHMM TpaBiieM. OjHi€O 3
npobieM € ckiaaaHicTh HaB4daHHA [III-areHTiB, m00 BOHM TOYHO IHTEPIIPETYBAIU Ta
pearyBajy Ha LIMPOKHH CIEeKTp MatoHKiB rpaBmiB [6]. lle Bumarae Bemukux
HaBYAJIBHUX JaHMX 1 PETEIbHOTO HAJAIITYyBaHHS MOJEJeil MallMHHOTO HaBUYaHHS,
mo0 Il mir y3aranpHIOBaTH HaBYaldbHI TMPUKIAJM HA OCHOBI PI3HOMAHITHHX 1
HernepeadadyBaHUuX BXITHUX JTaHUX, K1 MOXKYTh HaJlaBaTH IPaBIIi.

[Ile omHMM OOMEXEHHSIM € TMOTEHIIIMHI 00YHMCIIIOBAIbHI BUTPATH, TMOB'A3aHI 3
obpobOkoro Il B peanpHOMy dyaci. HaBuaHHs Ta 3amycKk Mojelield MaIlluHHOTO
HAaBYaHHS B peaJbHOMY Yaci MOXe OyTH peCypCHOMICTKUM, OCOOJIMBO B CKJIQJHHUX
IrpoBUX cepenoBuIax, ne kinbka [lII-areHTiB 0JHOYaCHO B3a€MOMIIOTH 3 KOHTEHTOM,
cTBOpeHUM TpaBiieM [/]. Po3poOHMKM MOBHMHHI omTMMizyBatu BuKOpucTaHHS ML-
arerriB, mo0 30amaHcyBaTtH BuMOrH g0 o00poOku III B peampHOMYy waci 3
HEOOX1THICTIO 6e3nepediitHoT pOOOTH IrPOBOTO MPOIIECY.

Kpim Toro, ycmix iHterpamii arentie Unity ML 3 KoHTEHTOM, CTBOpPEHHUM
IPaBIIMK, 3aJCKUTh Bl SKOCTI HaBYaJbHUX JaHUX Ta e(QEKTUBHOCTI
BUKOPUCTOBYBAaHUX MOJIENICH MAIIMHHOTO HaBYaHHS. PO3pOOHUKH OBUHHI PETEIHHO

MIPOEKTYBAaTH HaBYajbHI CEPEJOBHINA Ta OOMPATH BIIMOBIAHI aIrOPUTMU HABUYAHHS,
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00 rapanTyBaty, o areHTH LI 3M0xyTh eeKTUBHO Ta HaI1MHO 3aCBOITH OakaHy
MOBE/IIHKY.

HesBaxaroun Ha 1i Buximku, Unity ML-Agents npornonye moTyxHH HaOip
IHCTpYMeHTIB(IuB. puc. 1.2) mnas po3poOHUKIB, sIKi MPAarHyTh PO3IMIUPUTH MEXKi
IHTEPaKTUBHOTO Ta JIWHAMIYHOro IirpoBoro mnporecy. [lo3Bomnstoun arentam I
B3a€EMOJISITU 3 KOHTEHTOM, CTBOPEHHM TpaBLSAMH, IHCTpyMEHTapiil BIIKPUBAE HOBI
MO>KJIMBOCT1 NIl CTBOPEHHS Irop, sIKI € OUIbIl YYyWHHMHM, NEPCOHATI30BAHMMH Ta
3axorumorounMi  [8]. OCKiIbKM MAalIMHHE HABYaHHS MPOJOBKYE PO3BUBATHCA,
moxunBocTi Unity ML-Agents, WMOBIpHO, pO3IIMPIOBATUMYThCS, TMPOIOHYIOYH IIIe

OUIBIIIE MOXKIIMBOCTEH JJIs1 IHHOBAI(IN Yy pO3poO0IIi irop.

1.3 IlopiBHAHHS NPOrPaMHMX AHAJIOTIB JI1 HABYAHHSA areHTIB Yy

BipTyaJIbHUX cepeloBHIAX

Y nmporeci aHamizy ICHYHOYHMX I1HCTPYMEHTIB JJIsi HABUaHHS areHTiB Yy
BIpTyalbHUX CEpPEeAOBHUINAX OyJlI0 MPOBEICHO IOPIBHSIHHSA KUIBKOX TOMYJISIPHHUX
wiatropmM, sIKi MOXKYTh OyTH BHKOpHUCTaHi sik aimbTepHaruBa Unity ML-Agents.
Tabmums neMOHCTpye KITIOUOBI XapaKTEPUCTUKH TAaKWX IHCTPYMEHTIB, sik OpenAl
Gym, AirSim, CARLA, DeepMind Lab ta MuJoCo (y Ta6. 1.1).

Unity ML-Agents Bupi3HSE€TbCS cepell KOHKYPEHTIB 3aBISKH IHTErparlii 3
noTykHOI rpadignoro miargopmoro Unity, 110 T03BOJISIE CTBOPIOBATH arcHTIB y
peanictuaaux 3D cepenosumax [9]. Lle pobuts ioro yHiBepcaabHUM IHCTPYMEHTOM
JUIS HaBYaHHS arcHTIB PI3HMM THUIIAM 3aBJlaHb, B MPOCTOI HaBiramii J0 CKJIaJHOT
B32€MO/IIT 3 OTOUYCHHSM.

[ami iHCTpymMeHTH, Taki sk OpenAl Gym, (okycyroTbcs Ha JABOBUMIPHHUX
CUMYJIAIISX 1 MAalTh MPOCTINII CEPEJOBHINA, aje MPOTMOHYIOTh IMUPOKUN BHUOIp

KJIAaCMYHUX 3a7a4 NiAKpimioBaibHoro HaByanHsa. AirSim 1 CARLA, y cBoro uepry,
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12

CHELIaNI3yIOThCA Ha CUMYJIALISX aBTOMUIOTIB 1 TPAHCHOPTY, 3a0€3MeUy0Yl BUCOKY

peaTiCTUYHICTh, aJie MalOTh 0OMEXKEHEe 3aCTOCYBaHHS JIJIsl IHIIUX THUIIIB 3a]1a4.

Takum gunom, Unity ML-Agents e igeaqbHUM BHOOPOM JJIsi TPOEKTIB, €

BAXJIMBA IHTErpallis CKJIAJHUX MOJENIed TMOBEIIHKM areHTiB Yy pPI3HOMaHITHHUX

IrpoBux ab0 CUMYJALIMHUX CepeloBMILNAX, 3a0€3MeUyl0Yd THYYKICTh 1 Bi3yallbHY

MPUBAOJIUBICTb.

Tabnuus 1.1 — IopiBHSIHHS TPOrpaMHUX aHAJIOTIB

Ha3gpa OcHoBHi Tunu AJIropuT™MHu IlepeBarn Henoaikn
iHCTPYMEHTY| MOKJIMBOCTI cepeoBHI | HABYAHHSA
Unity ML- [HTerparis 3D [MinxpimmoBanehe, IloTyxHa rpadixa, Bennke
Agents arentis y 3D— | cepenosuina iMiTaIifiHe BEJIMKA THYUYKICTh, HABAHTAKEHHS
cepenoBumax | Unity HaBYaHHS Bizyasizartis Ha pecypcH
Unity
OpenAl upoxknii 2D [MigxpimmroBansHe | CTanmaptusoBaHuibazoBa
Gym Habip RL cuMyISLii, HaBYaHHS, API, BeJMKa Bisyanizais,
CEepENOBHII Knaciyni RL | HABYAHHS KIJIBKICTh HeMac MOBHOI 3D
3aa4i MOJITUKA CepeOoBHII] MiATPUMKH
AirSim Cumynsuis Peamicruuni | IligkpimmoBansHe, Peamictnuni Bucoki Bumoru
(Microsoft) | aBrominora CUMYJISAIIIT iMiTamiiine ¢biznuHi Mozeni, | A0 o0JIagHAHHS
JIPOHIB 1 TPAHCIIOPTY | HaBYAHHS MiITPAMKA
aBTOMOOLTIB 30BHIMTHIX
CEHCOpIB
CARLA CrMynsis Pc?anlgTHqu IligkpinnroBanbHe BncqKa . OplCHTOB.aHI/II/I
aBTOHOMHOro | MICBKI HaBYAHHSI PeaticTHYHICTD, | Ha BY3bKi
KepyBaHHs cepenoBHIIa JIeTabHI KapTh | 3aBJaHHS
aBTOMOOLIAMU (aBTOKEpyBaHHs)
DeepMind Hapuanus 3D [linkpimmtoBansae | OntumizoBani | MeHI rHyukuit
Lab areHTiB y 3D naGipuHTH, HABYAHHS CEpE/IOBHIIA JULs| Y TIOPIBHAHHI 3
CEPENOBUMIAX | popyn i mocmimkeras Al| Unity ML-Agents
creHapii
MuJdoCo Oisnano 2D/3D IMinkpimmoBansHe | Touna cumymsimisi By3bka
TouHa CepefioBHUIla, | HABYAHHS (hismuHUX 00'€KT]B CrIemiaizamis
. pobotu Ha
CUMYJISIIIS .
. poboTroTexHiri
poboriB
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1.4 Onmc apxiTeKTypH CHCTEMH

ApxiTekTypa cuctemu, mo BukopuctoBye Unity ML-Agents, 6a3yeTbcs Ha
B3a€MO/I1i KUIbKOX KOMIIOHEHTIB, K1 3a0€31e4yloTh €(DEKTUBHE HaBUYAHHS areHTIB Y
BipTyaJlbHUX cepenoBuiiax. OCHOBHI KOMIIOHEHTH CUCTEMH BKJIFOYAIOTh CEPEIOBHIIE
Unity, ML-arenTtu, 6i01i0TeKkH 1Jisi MalIMHHOTO HaBuaHHs (Hanpukian, PyTorch ado
TensorFlow), a Tako aJIrOpUTMH MiAKpiruTroBaibHOro HaBdaHHs [10].

Cepenosuiie Unity Unity — 1ie rpadiuna miatdopma, sika BAKOPUCTOBYETHCS
JUIsL CTBOpeHHs peanictuaHux 2D Ta 3D cepenoBuIl, J¢ areHTH B3aEMOJIIOTH 3
00’€KTaMM, HABUAIOThCS BUKOHYBATH Pi3HI 3aBJaHHSA Ta adalTYHOThCS 0 3MIHHHX
ymoB. B Unity cTBOproroThes crieHapii 3 HEOOXiTHUMHU TMapaMeTpaMH, a TaKOX
HAJTAIITOBYIOTHCS 00'€EKTH, 3 IKMMH areHT MOYKE B3a€MOJTISITH.

ML-arentu Unity ML-Agents Toolkit 3abe3neuye micT MK CepeIOBHUIIEM
Unity Ta ajropuTMaMud MallMHHOTO HaBYaHHsA. BiH Hamae API, sxuii mo3Bosse
areHTaM OTpPUMYBaTH 1H(OpPMAIIII0 MPO CEpPeJOBUINE Ta HAACHIATH CBOi Ail y
BiZIMOBiIb. ML-areHTH BUKOPHUCTOBYIOTh MIAKPIILIIOBAJIbHE HABUYaHHS, 1€ arcHTH
OTPUMYIOTh BHHAropojy 3a JOCSATHEHHsS IIeBHUX IIJIGH 1 Ha OCHOBI I[bOTO
HABYAIOTHCS MOKPAITyBaTH CBOIO MOBEIIHKY.

AJTOPUTMH  MIAKPIIUTIOBAILHOTO  HaBuaHHS J[11  HaBYaHHS  arcHTIB
BUKOPUCTOBYIOTBCA ~ QJITOPUTMH  MIJKPIUTIOBAIIBHOTO  HABUYaHHA  (HampHKIam,
Proximal Policy Optimization (PPO) a6o Soft Actor-Critic (SAC)). Li anropurmu
JI03BOJIAIOTh areHTaM IIOCTYMOBO BJIOCKOHANIOBATH CBOIO TOBEIIHKY Ha OCHOBI
JIOCBIy, OTPUMAHOTO B PE3YJIbTaTi B3a€MO/IIT 3 CEPETOBHIIIECM.

Python API ta 6i6miotexu nns HaB4daHHsS Python API namae inTepdeiic mix
Unity i mmatdhopmamMu MammmHHOTO HaBYaHHsI, TakuMu sk PyTorch ab6o TensorFlow.
Ili 6i6ioTeKHM BIAMOBIAIOTH 3a OOYMCIICHHS Ta HABYAHHS HEHPOHHUX MEPEXK, SKi

BUKOPHUCTOBYIOTHCSI ar€HTaMU JiJIsl NpUUHATTSA pimieHb. Python API otpumye nani Bin
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Unity, o06poOnsie iX 3a JOMOMOIOI0 MoJiefied HEHpPOHHUX Mepexk, Ta TMOBEPTa€E
BiAMOBIAHI aii arentam [11].

B3aemonist Mk KOMIOHEHTaMH ApXITEKTypa CUCTEMHU MPAILIO€ 32 HACTYIHUM
IUKJIOM

— areHt y cepenosuii Unity oTpumye iH(bOpMaILil0 PO CTaH CEPEIOBUIIA
4yepe3 CeHCOpH (HANpUKJIIa, TO3UIII0 00'€EKTIB);

— 111 JaHi nepenarThes uepe3 Python API 1o mojeni MammmHHOTO HaBYaHHS;

— MOJIeNIb HEWPOHHOT MEpPEeki BUBOAUTH PIIICHHS, SKE A0 Ma€ BUKOHATH
arcHT;

— Jlig areHTa MoBepTaeThbcsl Hazan y cepepouine Unity, /e areHT BUKOHYE
ITFO JTIF0 1 OTPUMY€E OHOBJICHY BUHArOpoly a00 HOB1 YMOBH;

— TIpolleC TMOBTOPIOETHCS JOTH, JOKHM areHT HE HABUYUTHCS ONTHUMAJIbHIM
CTpaTerii I TOCATHEHHS IIL1.

3aBAsSKM Takiki apXiTEeKTypl CHCTEMa JI03BOJIIE CTBOPIOBATH AareHTIB, SKi

MOXYTb e(i)eKTI/IBHO HABYATHUCS Ta BIOCKOHAJIKOBATH CBOI HABUYKHU B pi3HOMaHiTHI/IX

ITPOBHX Ta CUMYJISLIIHUX CEPEIOBHINAX.

1.5 IopiBHAHHSA NiAKPIIUIIOBAJBHOI0 TA IMITAIHHOT0 METOAiB HABYAHHS

Unity ML-Agents BUKOpUCTOBYEThCSI KiJTbKa METOJ1iB HABYAHHS areHTIB, Cepell
SKAX HAWMOIMPEHIMUMHU € MiIKpIIUTIOBaJIbHE HABYAHHS Ta IMITaIliiHe HaBYaHHS.
OO6uaBa 1i METONM MAlOTh CBOi MepeBaru 1 HEMONIKH, a TakoX pi3HI chepu
3aCTOCYBaHHSI, 1110 BU3HAYAE iX €PEKTHUBHICTh Y IEBHUX 3aBIaHHsIX [12].

ITiokpinmosanvue nasuanns (Reinforcement Learning, RL) — ne meton, y
SIKOMY areHT HaBYA€ThCS IUISIXOM B3a€MOJIIi 31 CBOIM cepeaoBuineM. BiH oTpumye
BUHAropo i1 ado MoKapaHHs 3a CBOI JIii 1 HAMAraeThCs MaKCUMI3yBaTH CBOIO 3arajibHy

BUHAropoJay 3a JOMNOMOIoOK BHUIIPOOYBaHb Ta MNOMUIIOK. lle mo3Bosisie areHty
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JOCIIJPKYBAaTH CEPEOBUIIE 1 3HAXOAUTH ONTHUMAalbHI CTpaTerii IJis JOCSATHEHHS
MIEBHUX I[IJICH.

Ilepesacu:

— THyYKicTh: RL migXoauTh ISl MIMPOKOTO CHEKTpa 3ajiad, OCKUIBKH arcHT
HABYAETHCS B3AEMOJIISTH 31 CKJIQJHUMHU 1 JUHAMIYHUMHU CEPEIOBUIIIAMU;

— aBTOHOMHICTb: areHT CaMOCTIMHO  JOCHIKye  cepeioBuile  0e3
HEeOOXI1THOCTI 3a34aJIeT1Ab NIATOTOBICHUX JAHUX;

— e(eKTUBHICTh Yy JOBrOTpUBAIMX 3aBlAaHHAX: RL mo3Bossie areHTam
YXBaJIIOBaTU TIOCIIIJIOBHI PIIICHHS, IO POOWTH WOr0 KOPUCHHUM JJIs 3aBlaHb 3
JIOBIOTPUBAJIOIO CTPATETIEIO.

Heoonixu:

— BHCOKI OOYHMCIIOBaJIbHI BUTPATH: MPOLIEC HABYAHHS uyepe3 MiAKPIMICHHS
MOjKe 3aiiMaTH O0arato yacy i morpelye BETUKUX 0OYUCITIOBAIBHUX PECYPCIB.

— HECTaOUIbHICTh HABYAHHS: Yepe3 3aJICKHICTh BlJ] BUMAJIKOBUX B3a€MO/IIN 31
CEepEeZOBUIIIEM areHT MOXKE 3ITKHYTHUCS 3 NpoOJeMaMH, TaKUMH SK HaJMIpHE YH
HEJIOCTATHE HaBYaHHS.

Imimayiune nasuannsa (Imitation Learning, IL) — nepeadayae HaB4aHHS arcHTa
Ha OCHOBI JEMOHCTpaIlii Bil eKkcrmepra. ATEHT TIOBTOPIOE Jii  eKcIepra,
CIIOCTEPIraroyy 3a TUM, SIK €KCTIEPT BUKOHYE 3aBAaHHS, 1 HAMAra€ThCsl iX BIITBOPUTH.
Ile no3BOJSE MIBUAKO HABUMTH areHTa BUKOHYBAaTH CKIIQJHI 3aBJaHHS, SKIIO €
JOCTYII IO BEITUKOT KUTBPKOCTI MIPHUKJIA IIB MpaBWIbHAX ik [13].

llepesacu:

— IIBHWJKE HAaBYaHHSA: areHTy HE IMOTPIOHO CaMOCTIMHO JOCIIIKyBaTH
CEepEeIOBHINE, TOMY BiH MOXKE€ HABUMTHCS IIBHUJIIC, MAalO4Yd JOCTYI 10 SIKICHHX
JEMOHCTpAIIH.

— CcTaOUIbHICTh: HABUYaHHS Ha 0a3l €KCIEePTHUX JAHUX 3HUKYE WMOBIPHICTH
IMOMMJIOK 1 BUITAJKOBHX J1M arcHTa.

Heoonixu:
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— BaJEXKHICTh B JEMOHCTpALii: SKICTb HAaBYAHHS AareHra IOBHICTIO
3aJIEKUTh B SKOCTI 1 KUIBKOCTI €KCIEPTHUX MPHUKIaAiB. K0 AeMOHCTpalii He
OXOIUIIOIOTh BCl MOJJIMBI CHUTyallli, areHT MOX€ HE€ HaBUYUTHCS NpaBUIbHIN
MOBE/TIHIII.

— oOMexeHa aJanTHBHICTh: areHT MOKE IOTaHO CHPAaBISATUCS 3 HOBUMH,
HE3HAHOMUMU CUTYAIliIsSIMU, IKUX HE 0yJI0 Y I€MOHCTpAITisX.

[TinkpirTroBaibHE HAaBYAHHS Kpalle MiAXOAUTh JJIs 3aBAaHb, J€ arcHTy
NOTPiOHO CaMOCTINHO JAOCIIKYBATH CKJIATHE CEPEIOBUIIEC 1 aIaNTyBaTUCS 10 HOBHUX
yMOB. BoHO edekTMBHE B CHTyallifiX, KOJM HEMAaE TOTOBUX CKCICPTHHUX JAaHUX, i
areHT TIOBUHEH 3HAWTHU ONTUMAJIbHY CTPATETiI0 Yepe3 BUMPOOYBaHHS 1 MOMIIIKH.

ImiTariline HaBYaHHS KOPWUCHE, KOJHM € JIOCTYNl JO0 JaHUX EKCIIEPTHUX
JEMOHCTpAIlil, 10 T03BOJISE€ MIBHAKO HaBYMTH areHta. OJHAK HOTO 3aCTOCYBaHHS
oOMeXeHe Yy BUNAJKaX, KOJU CEpPEJOBHINE 3MIHIOETHCS ab0 3’ SBISIOTHCA HOBI
CUTYyaIlli, 10 sSIKUX areHT He OYB MiATOTOBICHUH.

Y peanbHUX MpPOEKTaX HaW4YacTillie BUKOPUCTOBYIOTH KOMOIHAIIO 000X
MiAXO/IB, /€ areHT CIOYaTKy HABYAEThCS Yepe3 IMITalliio, a IMOTIM YJIOCKOHAIIOE
CBOIO IMOBEMIHKY 4Yepe3 MiaKpiroBaabHe HaBuaHHs [14]. Taka ribpuaHa Momeib
JI03BOJISIE TOCSTTH IIBUJKOTO CTApPTy HABUAHHS 1 BUCOKOI aJaliTUBHOCTI B CKIIAIHUX

cepeOBHINAX.
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Kadenpa inrenexryansaux iHGOpPMaIifHUX CHCTEM
InTerpoBana cucrema jutst HaB4aHHs areHTtiB Unity ML Agents 3 BUKOPHCTaHHSIM MoJIeNel MIMOOKNX HEHpOHHMX
Mepex

BucnoBku 10 po3ainy 1

3acTocyBaHHS MAIIMHHOTO HAaBYAaHHS Ta INTYYHOTO IHTEJIEKTY B irpax
BIIKPUBAa€ HOBI TOPU3OHTH JJIS CTBOPEHHS JUHAMIYHUX 1 aJalNTUBHUX ITPOBHUX
cucteM. ILli TexHomyorii 03BOJSAIOTH PO3POOHHMKAM IHTErPYBATH  CKIJIAJHI,
IHTEJIEKTYaJIbHI PIIIEHHS B IFPOBUI Mpoliec, 0 POOUTH B3a€EMOJIIO TPABIIIB 13 TPOIO
OUTbII TMEpPCOHANII30BaHOI0 Ta 3axoruitorouoro. Orisg MoxiuBocted Unity ML-
Agents mokasye, 0 el IHCTpYMEHTapii € MOTY>KHUM 3ac000M 7Sl BIPOBAKEHHS
MOBEJIHKM, KEPOBAaHOI MAIIMHHUM HaBUYaHHSIM, Yy IrpU, IO B3aEMOJIIOTH 13
KOHTCHTOM, CTBOPCHHUM TPaBIISIMH.

[Tonpu 3HayHi TmepeBaru, Taki SIK 37aTHICTh CTBOPIOBAaTH AareHTIB, SKi
HABYAIOTHCS Ta AQJaNTyIOThCSA, ICHYIOTh 1 BHKJIHMKH, T[OB'I3aHI 3 TOYHUM
IHTEpIPETYBAaHHSAM BXIJHUX JIaHUX TpaBlsl Ta 3HAYHUMHU OOYHUCIIOBAJILHUMU
BuTpatamMu. OJHAK, ONTUMI3YIOUM NPOLECH Ta PETENbHO MIAXOASYH 0 HaBYAHHS
MoJeNel, po3pOOHUKH MOXYTh €(EeKTUBHO BUPIINIUTU 111 TIpoOJIeMH. Y pe3yibTaTi,
iaTerpanis I B irpu 3a momomororo Takux iHCTpyMeHTiB, sik Unity ML-Agents,
BIJIKpHBA€ HOBI MOKJIMBOCTI JIJIsl IHHOBAIlIK y cepi po3poOKH irop, poodJisian irpoBUi

npoiiec OUTBII IHTEPAKTUBHUM Ta YHIKQJIBHUM JIsI KOXKHOTO TPABIIA.
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2 BCTAHOBJIEHHSA BIPTYAJIBHOI'O ITPOCTOPY JIs1 HABYUAHHS
AT'EHTIB UNITY

2.1 OcuoBHa 6ioJioTexa mlagents i mlagents envs

ML-Agents ta mlagents_envs € wactuHoro HaOopy iHCTpymeHTiB Unity s
IHTerpailii MallMHHOT0 HaBYaHHs B cepenouie Unity [15].

ML-Agents (Machine Learning Agents) — 1ie matdopma 3 BIIKPUTHM KOJIOM,
po3podaena Unity Technologies, sika 103Bojisie HaBYaTH 1 TECTYBAaTH IHTEJIEKTyalbHI
areHTH Ha OCHOBI MAallMHHOTO HaBYaHHS B irpoBux cepemosuiiax Unity. Bona €
MOTY>KHUM THCTPYMEHTOM JUIsl OCiKeHHs mTy4Horo iHTenekry (IHI) Ta irpoBoro
IU3aiiHy, a TaKOX JUIsl CTBOPEHHSI CUMYJISIIIHHUX MoJeseil peaqbHux (Hi3uyHUX abo

JIOTIYHUX CUCTEM.

Learning Environment

Python API Python Trainer

Pucynok 2.1 — [puknax 6mok-cxemu ML-Agents Toolkit

2024 Pesa Biagucnas
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Ocnoeni komnonenmu ML-Agents (Ous. puc. 2.1).

Unity SDK — e Habip 3aco0iB, 10 J03BOJISIE IHTETPYBATH MTOBEIIHKY areHTIB Y
irpoBi 00’ ekt Unity. Bin Bkitouae B ceOe CKpUNTH AJIA B3a€MOJII 3 CEPEOBUIIIEM,
areHTIB Ta MOJIEJ1 CITIOCTEPEIKECHHS.

ML-Agents Python APl — no3Bossie B3aemomisatu 3 Unity cepeioBHUIleM depe3
Python, 3a0e3neuyioun HaBYaHHS areHTIB 3a JIOMOMOTOH0 AJTOPUTMIB MAaIIMHHOTO
HaBuaHHs. Python API mpamtoe sik mict Mk Unity 1 cepeoBHUIIEM MAaIIMHHOTO
HaBYaHHS.

Mepexi s naBuanHs — ML-Agents BukopuctoByioTh TensorFlow a6o
PyTorch mns nmoOynoBu 1 TpeHyBaHHS Mojened. TakoX HaJarOThCs MONEPETHbO
HaJIAIITOBaH1 MOJIENI, IKi MOYKHA BUKOPUCTOBYBATH JJISI IIBUIKOTO CTapTy.

ML-Agents Toolkit miarpuMye pi3Hi alropuTMH HaBYaHHS 3 MiAKPIIUICHHSM,
Bxaroyaroun Proximal Policy Optimization (PPO) ta Soft Actor-Critic (SAC). Hanae
APl Python s maByanHs Ta B3aemopii 3 cepemosuiieM Unity. Ile Bkirodae
CHUIKYBaHHS 3 CEpEeJOBHILNEM, HAJCWIAHHS [id Ta OTpPUMaHHS 3ayBa)Ke€Hb 1
BuHaropoa [16]. Takoxx mpomoHye IHCTPYMEHTH IS Bi3yaili3ailil MOBEAIHKH areHTra
Ta IpOrpecy HaBYaHHS.

mlagents_envs — e maker Python, sxuit Hamae oCHOBHY (DYHKIIIOHAIBHICTH
s B3aeMomii 3 cepemoBuimamu Unity. Bin € wactunoro ML-Agents Toolkit i
BKJTFOYAE

— B3aemojie 3 cepenopumamu Unity, kepyrodn komyHikamiero Mix Python ta
Unity. Cromu BXOOUTh HAJCWIAHHSA il areHTaM Ta OTPUMAaHHS 3ayBaXeHb 1
BUHAropos;

— Hanae APl nis HanamTyBaHHS Ta KEpyBaHHS CEpEIOBUILIAME, 300py TaHUX
Ta 00pOOKHU CTIOCTEPEKEHb;

— J03BoJisiE  KOH(IrypyBaTH CEpelOBHUINA, BKIIOYAIOYM HAJAIITyBaHHS
napaMeTpiB 1 KEpyBaHHSI €M130JJaMH.

OcnosHi ¢pynkyii 6ioriomexu ML-Agents:
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— MIATPUMKA KUIbKOX areHTiB: B OJAHOMY CEpPEIOBHUIII MOXXHAa 3aIlyCKaTH
0araTo areHTiB OJIHOYaCHO, IO JIO3BOJISIE TPEHYBAaTU KOOIMEPAaTUBHY abo
KOHKYPEHTHY MOBEIHKY;

— MIATPUMKA KUIBKOX MO3KIB: MOXXHA BH3HAUUTU KUIbKAa PI3HUX MO3KIB
(brain) nis pi3HUX areHTiB, K1 OyAyTh BUKOPHUCTOBYBATH PI3HI METOAU HaBYAHHS
a00 moJeni;

— MIATPUMKA KUIBKOX [id Ta croctepexxkenb: ML-Agents mo03Bos0Th
CTBOPIOBATH SIK JUCKPETHI, TaK i HEMEPEPBHI MPOCTOPH i Ta CIOCTEPEIKEHbD, IO
JI03BOJISIE MOJICTIOBATH PI3HOMAaHITHI ITPOB1 CUTYaIlli;

— ajgroputmMu HaByaHHsi: ML-AQents miaTpuMyroTh KUIbKa aJrOPUTMIB
HaBUYaHHs, BKJIOYaroud migkpimmoBaasHe HaBuyanHa (PPO, SAC), imiramiiine
HABUYaHHS Ta 1HII CyYacH1 TEXHIKH HaBYaHHSI;

— Bizyamizamis HaB4daHHs: Unity 103BoJISIE Bi3yalli3yBaTH IMPOIEC HABYAHHS
areHTiB y peaibHOMY 4aci, 10 JIy>Ke KOPUCHO JJI pO3pPOOKH Irop Ta MOJIETIOBAHHS;

— nopatkoBi iHcTpymeHTH: Unity ML-Agents Hagae pi3HOMAaHITHI
THCTPYMEHTH JUIS CIIPOIICHHS MPOIeCY HaBYaHHS areHTIB, BKIIOYAIOUM 3aCO0W IS
HaJaITyBaHHS TirepriapaMeTpiB, MOHITOPUHTY HaBUAHHSI Ta 3alMCy PE3YyJIbTaTiB.

bibniomexa mlagents_envs.

mlagents_envs — me BaxiuBa yactuHa ML-Agents, ska BiamoBimae 3a
B3aEMOJIII0 3 CEPENOBUIIIAMU, B SKUX MPAIIOIOTh areHTu. Lle cBoepimHmii MiCTOK MiX
Python API i Unity cepenoBumem [17]. biOmioTeka m03BOJISIE CTBOPIOBATH 1
B3aEMOJIISITU 31 CEPEIOBUIIAMU, K1 MOXKYTh OYTH JOCUTH CKJIQJHUMH 3 TOYKH 30Dy
IrpoBOT JIOTIKK Ta Qi3HUKH.

OcHoBHI (yHKIIii mlagents_envs BKIIFOYaOTh:

— CTBOPEHHS cepemoBuil. 0i0mioTeKa  JIO3BOJISE  CTBOPIOBAaTH  HOBI
cepenopuma Unity ta B3aemopista 3 Humu 3 Python. CepemoBuine MoXXe Matu

0araTo areHTiB 3 PI3HUMU HaOOpaMU CIIOCTEPEKEHb 1 i ;
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— B3AEMOJIiA 3 areHTamu: 3a jormomoror Mmlagents _envs kopuctyBad Moxke
OTPUMYBATH CIIOCTEPEKEHHS areHTIB, NEpeJaBaT iM Jii 1 KOHTPOJIOBATH, SIK BOHU
HABYAIOTHCS Y BIAMOBIAL HA Pi3HI CTUMYIIH;

— 1HTepdeiric Gym: OiGmiotexka miarpumye crangapt OpenAl Gym, mo
no3Bosige Jerko miakiaoyatd ML-Agents no iHIIMX cepenoBUI MAIIMHHOTO
HaBYAHHS,

— TrHyYkKicTh: Mmlagents_envs 1o3Bojsie  HANANITOBYBATH  CEPEOBHIIIC,
JI0JIal04M HOB1 CIIOCTEPEKEHHsS Ta [ii, 3MIHIOBATH (I3MUYHI NapaMmeTpu CBITY Ta
MOBE/IIHKY areHTIB.

Ilpakxmuune suxopucmannusa ML-Agents i mlagents envs.
st po6otu 3 ML-Agents HeoOXinHO TPOWUTH KUIbKa €TaIiB:

— HalamrtyBaHHs cepenoBuina Unity: po3poOHHK CTBOPIOE a00 HAJAIITOBYE
icuyroue irpoBe cepenoBuine B Unity. CepenoBuille MOBUHHO MICTUTH areHTIB —
00'ekTH, K1 OyyTh HABUATHCS 00 BUKOHYBATH TIEBHI ii;

— JonaBaHHS KommnoHeHTiB ML-AQents: y KOXHOro areHTa JO0Ja€ThCs
CKpPHUNT, IO OMHCY€ WOro TMOBEMIHKY, CIIOCTEpeKeHHS Ta nii. Takox areHrty
HeoOXiHO HagaTH "brain" — KOMIIOHEHT, IO BiAIOBIAa€ 3a MPUHHATTA pimeHs [18];

— HamamrtyBanHs Python API: Ha croponi Python kopuctyBau HamamToBye
CKpUNITH JUIsl HaBYaHHS areHTiB. BuxopucroByroum O0i0mioTeky mlagents envs,
cTBOpIOEThCs B3aemoia 3 Unity cepenoBuiieM. Python API moxke BUkopucToByBaTH
PI3HOMaHITHI aJIrOPUTMHM HABYaHHS, Takl SIK MIAKPIMUIIOBAIbHE HaBYaHHS a0o
IMITaIIiHE HABYAHHS,

— HaBYaHHS AareHTiB: AareHTH TIOYMHAIOTh B3AEMOMISATH 31  CBOIM
CepeIoBHUIIEM, 30MpaTH CIIOCTEPEKECHHS 1 OTPUMYBATH BUHATOPOIM a00 MOKapaHHS.
3aneHO BiJl HANANMITYBaHb, ar€HTH MOXKYTh HAaBYATHCS HAa OCHOBI CBOiX IMOMMIIOK,
ONTUMI3YIOYH CBOIO MOBEAIHKY ISl JOCSATHEHHS HaKpaluX pe3ylbTaTiB;

— OLIHKAa pe3yJIbTATIB: MICIs 3aBEPIICHHS HABYAHHS areéHTU MOXYTh OyTH

MIPOTECTOBAHI HA HOBUX 3aBJJaHHSIX 200 B HOBUX CepeloBUINaX. PO3pOOHUKH MOXKYTh
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TaKOX BUKOPUCTOBYBAaTH Bi3yami3alilo Ta 1iHmI 3acobu Unity amg  aHamizy
pe3yabTaTiB HAaBYAHHS.

Ilepesacu ML-Agents:

— npoctoTa Bukopuctanus: ML-Agents gyxxe noOpe interpoBanuii 3 Unity,
110 JTO3BOJISIE JIETKO NIOYaTH HaBYaHHS areHTIB,

— MacmraboBanicts: ML-Agents migTpumye BenMKi cUMyJIsuii 3 Oararbma
areHTaMmM Ta CKJIaJJHUMHU CEPEOBUILAMH;

— rHyukicth: ML-Agents Moxxe BHUKOPHCTOBYBATH pIi3HI aJTOPUTMHU
MaITMHHOTO HABYaHHS JJIsl TPEHYBAaHHS areHTIB 1 CTBOPIOBATH PI3HOMAHITHI THUITH
B3a€MOJIi1 Mixk arenTamu [19];

— Benuka crniibHOoTa: ML-Agents miarpumMyeTbesi akTUBHOIO CIUTBHOTORO, 1110
HaJa€ MOXJIMBICTh OTPUMATH MIBUAKY JOMOMOTY Ta BHKOPHCTOBYBAaTH Oarato
pecypcis.

Heoonixu ML-Agents:

— oOMexeHa MmiATpUMKA IHIIUX MOB: xo4ya Python — onmHa 3
HAWTIOMYJSIPHIIIMX MOB JIJI1 MAallMHHOT'O HaBYaHHS, OOMEXeHa MIATPUMKa I1HIIMX
MOB MO€ CTaTH MPOOJIEMOIO ISl ICTKUX PO3POOHHKIB,;

— BHUMOTH JI0 PECypCiB: HaBYaHHS areHTIB y CKIIAJHUX CEPEJIOBUINAX MOXKE

BHMaraT 3HaYHUX OOYHCIIIOBAJIbHUX PECYPCIB.

2.2 Bibaiorexa PyTorch ans HeiipomepexeBUX 009HCIEHD

PyTorch — me motyxHa, THy4Yka Ta TomyyspHa Oi0iioTeka IS TJIMOOKOTO
HABYaHHS, KA MATPUMYE TUHAMIUHI 00UMCITIOBaNbHI Tpadiku, eeKTUBHI TEH30pHI
orepariii Ta MOBHUH HAOIp IHCTPYMEHTIB Juisi MamuHHOro HapuaHHS [20]. BoHna
no6pe iHTerpyerhes 3 Unity ML-Agents mist po3poOKH iHTEIEKTYaJIbHUX arcHTIB i

Mojeneit B cepenoBumiax Unity.
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PyTorch BukopucToBye auHaMidHi rpadiku o0unciacHb (eager execution), 1o
o3Havae, 1o rpad OyIayeTbcsd «Ha JbOTY» IO Mipl BUKOHaHHA omnepamiil. Lle
MOJIETIIY€E HAJAroJKEHHS Ta €KCIEPUMEHTH y MOPIBHSIHHI 31 CTATUYHUMHU rpadaMu
OOYHCIICHB, 1[0 BUKOPUCTOBYIOThCS Y ICAKHUX IHIIHX QpeiimBopkax [21].

PyTorch mamgae moryxHy TeH30pHY 0i0mioTeky, momaiony mo NumPy, ame 3
npuckopenHsm Ha GPU. Tenzopu — 1e OararoBuMipHI MacuBH, SIKI MOXKHA
o06po6ssitn Ha CPU a6o GPU.

PyTorch micTuth 0i01i0TeKy aBTOMaTHYHOTO AudepeHiioBanns autograd, sika
OiATPUMYE ONTHMI3allil0 HAa OCHOBI Tpaji€HTa 1 JO03BOJIAE€ JIETKO OOYHUCIIOBATU
IpajileHTH JJI1 3BOPOTHOIO PO3MOBCIOJKEHHS Ta Hajae Oaratuii HaOlp TOTOBUX
HEHpoMepeKeBUX MOJYJIB 1 MIapiB, SKI MOXHA BUKOPUCTOBYBATH JJIsi MOOYAO0BU

pizaux apxirektyp, Takux sk CNN, RNN i tpancdopmaropu.

A PyTorch Workflow

,\0—5&5 - _’&BC

2. Build or pick a
1. Get data ready pretrained model
(turninto tensors)  (to suit your problem)

AN
w’ _C

2.2 Build a training loop

3. Fit the model to the 4. Evaluate the model 5. Improve through 6. Save and reload
data and make a experimentation your trained model

prediction

2.1 Pick a loss function & optimizer

Pucynok 2.2 — OcHoBa pobodvoro miporecy PyTorch

bibmioreka MicTHTh peamizamii pi3HHX aJrOPUTMIB ONTHUMI3allii, TaKUX SK
SGD, Adam ta RMSprop, siki HeoOXiIHI JUIT HaBUaHHS HEHPOHHUX Mepex. PyTorch
Ma€ YTUIITH i e(DEeKTUBHOI OOpOOKM Ta 3aBaHTAXKCHHSI [TaHUX, BKIIOYAIOUU

THCTPYMEHTH JJIs1 JOTIOBHEHHS JIaHUX Ta MapajeabHO1 00pOOKH.
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Mopueni PyTorch moxHna ekcmopTyBaTH Ta pO3ropTaTd y BHPOOHHMIITBI 3a
nonomororo TorchScript, sikuit 3abe3neuye croci® cepiamizamii Ta ONTUMI3aLii
MOJIEJICH JIJIsl pO3rOPTaHHS y BUPOOHUYOMY cepenoBuiii [22].

S BuxopuctaB PyTorch pazom 3 Unity ML-Agents Toolkit nias HaBuyaHHs Ta
OLIIHKKM MOJIeJIe MAIIMHHOTO HaBYaHHsS B cepenoBuinax Unity (muB. puc. 2.2). Xoua
ML-Agents mnepeBaxxHo BHKOpHcTOBYBaB Python nns mnpounecy HaBuaHHA Ta
iHTerpanii, rHydkicte PyTorch 1 Horo miaTpumka JUHaMiYHUX OOYHMCIIOBABHUX

rpadiB poOMIM HOro MONyJasipHUM BUOOPOM JUIsl pO3pOOKH Ta HABUAHHS MOJENEH.

2.3 biodJaioreka numpy AJ51 YUCEJIbHUX 00YHUCJIEHD

NumPy (Numerical Python) — me 06iOmioTeka IS YHCEIbHUX OOYMCIICHD
mMoBoio Python. Bona 3a0e3neuye MmiaATpUMKY BEIHKHX OaraTOBHMIPHHX MAacCHBIB 1
MaTpullb, a TaKOXX Habip MaTeMaTUYHUX (YHKIH UIs1 pOOOTH 3 IMMH MacHBaMHU.
Bona mMpoko BHKOPUCTOBYETHCS B HAyKOBUX OOUYMCICHHSX, aHali3l JaHUX Ta
MalTMHHOMY HaBYaHHI.

OcHoBHOIO 0ocobauBicTiIO NUMPY € o0'ekt ndarray, morykuuii N-BuMipHHUi
MAacCHB, SIKMH MIATPUMYE IIMPOKUH CIEKTp MaTeMaTHYHHX orepaiii. [leii o00'ext
MAacHUBY J103BOJIsi€ €()EKTUBHO 30epiraTd Ta MAaHIMYJIIOBAaTH BEIMKUMH HabOpaMu
TaHUX.

NumPy wictute Oaratuii HaOip MaTemMaTHYHHX QYHKIIA 1718 poOoTH 3
MacuBaMH, TaKMX 5K JiHiifHa anreOpa, craTucThKa Ta nepetBoperns Dyp'e [23]. Ll
byHKIIT ONTUMI30BaHI JISI TPOAYKTUBHOCTI 1 MOXYTh €(QEKTHBHO OOpOOIATH
CKJIaJH1 OOYHCIICHHS.

Tpancnsmis — 1me moTykHa (QYHKIA, sika mo3Bosise NUMPY BukoHyBaTH
omepariii HaJg MacWBamMHu pi3HOI (GOpMH IHTYITHBHO 3pO3yMUTHM Ta €(EKTUBHUM
criocoooM. Ile mo3Bossie YHUKHYTH HEOOXITHOCTI B SIBHUX ITMKJIAX 1 POOUTH KO

YUCTIIINAM 1 [IBUJIINM.
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NUMPY 4acTo BUKOPUCTOBYETHCS Pa3oM 3 IHIIUMH 010J110TEKaMU, TAKUMH SIK
SciPy, Pandas Ta Matplotlib. Bona ciayrye 06a3oBoio 0i0miOTEKOI0 IS IMX
IHCTPYMEHTIB, 3a0€3Me4yI0UH CIUIbHY CTPYKTYPY AaHUX Ta OMeparliil.

NumPy peanizoBano Ha moBi C, 1o A03BoJisi€ HOMYy JocsiraTH BHUCOKOIi
MPOAYKTUBHOCTI [IJISl YHUCENbHUX O0O4YMCIeHb. BiH BHUKOpPHUCTOBYE ONTHMI30BaHI
nporenaypu Ui poOOTH 3 MacHBaMH, IO POOUTH WOTO MPUAATHUM JUIsI aHAII3y
BEJIMKUX OOCATIB JAHUX Ta MaTEMaTHUYHUX OOYNCIICHb.

NumPy nanae gynkuii ans 3MiHu GopMH, Hapi3KU Ta 1HAEKCcallli MaCHUBIB, 5IK1 €
BOXJIMBUMH JIJISl TOMEPEIHBOT OOpPOOKM [aHMX Ta MaHINyJsIid 3 Humu [24].
bibnioTexa MICTUTH THCTPYMEHTH JIJIsi TE€Hepallli BUMAJKOBUX YHUCEN, IO KOPHUCHO
JUISL TaKUX 3aBJaHb, SK IHIIATI3almis Bar y HEMPOHHHUX Mepexax abo CTBOpPEHHS
CUHTCTUYHHX JIAHUX.

B kontekcti Unity ML-Agents NumPy Bixirpae AomoMikHy poJib B aHaji3i
JaHUX Ta MAHIMYJSALIAX 3 HUMH M1 4ac HaBYAHHS Ta OLIIHKK MOJEJIed MAaIIuHHOTO
HaB4yaHHs. NUMPY Mo’kHa BHUKOPHUCTOBYBAaTH Jis TMOMNEPEIHbOT OOpPOOKH IaHUX,
3i0panux 3 cepemoBuin UnNity, mepex TuM, SK 3aBaHTaXyBaTH 1X Yy MOZECII
MalTMHHOTO HaB4aHHSA. e BKIIFOYae HOpMaizallito, MepeTBOPEHHS Ta aHATI3 JaHUX.
[Mpu B3aemonii 3 cepemoBuiiamu UNity, crocTepekeHHS Ta BHHATOPOIM MOXKHA
0o0poOusiTH Ta aHamizyBatu 3a goromororo NUmMPY. Ile momomarae 3po3ymiTv JaHi i
BHECTH KOPEKTHUBH B HaBYAJIbHUH Tiporiec [25].

Macusu NUMPY BukOpuCTOBYETBhCS 3 TakuMu OibmioTekamu, sk Matplotlib,
JUTSL Bi3yanizaiii METPUK HaBYaHHS, CTATHCTUKH MPOIYKTUBHOCTI a00 OYIb-SIKUX
IHINUX BIAMOBIIHAX JaHUX.

Ocxkinpku PyTorch i NumPy gacto BUKOpHCTOBYIOThCS pa3zoM, MacuBu NUMPY
MOKHO KOHBEpTyBaTu B TeH30pu PyTorch i maBmakw. Ile KOpHCHO Tpy BHUKOHAHHI

MaHinyJsiii 3 qanumu B NUMPY 1 HaBuanHi mojaeneit B PyTorch.
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2.4 bioaioreka Pillow 1151 00poOku 300pakeHb

Pillow — mnomymspua 0i06mioteka Python pns o0poOku 300paxkensb. lle
cydacHuii ¢opk Oi0omoTtekn 300pakens Python Imaging Library (PIL), mo Hanae
MPOCTI Yy BUKOPUCTaHHI METOAM ISl BIAKPUTTS, MAaHIMYJIIOBaHHS Ta 30€pe’KEeHHS
pi3HuX QopmariB 300paxensb. Pillow mmpoko BUKOPUCTOBYETHCS B TaKMX 3ajlavyax,
AK peJlaryBaHHs 300paxxeHb, IEPETBOPEHHS (popMaTIB 1 onepeHss 00poOKa JaHUX.

Pillow ninrpumye pisHi popmatu 300paxkens, Bxmouatoun JPEG, PNG, GIF,
BMP 1 TIFF. Ile nmo3Bomnsie BimkpuBatu 300paxkeHHs 3 ¢ainie abo URL-ampec 1
30epiraru ix y pizHux popmartax.

Moske 3MIHIOBaTH pO3Mip 300pa)Ke€Hb IO PIZHUX PO3MIPIB 31 30€peKEHHIM
akocti. OOpizaHHs o0nacTteif, MmO IIKaBIATh, 13 300paxkeHb. OOepraHHsA Ta
nepeBepTaHHs 300paxkeHb [26]. 3actocyBaHHs (UIBTPIB, TaKUX SK PO3MHUTT,
MiBUILCHHS PI3KOCTI Ta TOKpAIEHHs KpaiB.

Pillow Hamae MOKIMBOCTI IS MallfoBaHHs (GIryp, TEKCTY Ta IHIIUX TpadigHuX
€JIEMEHTIB Ha 300pa)KeHHSX, BKJIIOYAIOYM JOJIaBaHHS aHOTAIlld, paMoK 1
KOPHUCTYyBalbKOi Tpadiku. HamamryBanHs BIaCTUBOCTEH KOJIBOPY, KOHBEPTAIiS MK
KOJNIpHUMH pexumamu (Hampukiaa, RGB, BIATIHKK Ciporo) Ta BUKOHAHHS TaKHUX
oreparlii, K peryJIFOBaHHS SCKPaBOCTI Ta KOHTPACTHOCTI.

[actpymentu Pillow Takox q03BOJISIIOTH TMOKpAllyBaTH SKICTh 300pa)KeHb,
30KpeMa pEeryJIloBaTH Pi3KICTh, SCKPABICTh 1 KOHTpAcTHICTh. I[lepeTBopeHHs
300pakeHb MK piHuMH (popmaTamu Ta pexxumamu, Hampukiaa, RGB y BiaTiaku
CIpOro, TAaKOX € YaCTUHOIO (DYHKITIOHATTY.

VY kontekcti Unity ML-Agents Pillow € kopucaum aiist monepeaaboi 00poOku
Ta MaHIMyJIIOBaHHS 300paXeHHSAMHU, OTPUMaHUMHU 3 cepenoBui Unity.

[lepen 3aBaHTa)K€HHSAM 300pa)K€Hb y MOJEIl MAIIMHHOTO HAaBYaHHS MOXKeE

3HaA00UTHCS 1X TonepeAHsi oOpoOKa, sika BKIIIOYAE 3MIHY po3Mipy, oOpizaHHs abo
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NEPEeTBOPEHHS B BiATiHKHU ciporo [27]. Pillow Hamae iHCTpyMeHTH Ui €()EKTHBHOTO
BUKOHAHHS 1IUX 3aBJaHb.

Pillow Takox Moxe OyTM BUKOPUCTAHUW [JIs1 JOMOBHEHHS 300pa’Ke€Hb IS
HAaBYaHHS, BKJIOYAIOYM 3aCTOCYBAaHHSA TaKUX MEPETBOPEHb, SK 0OepTaHHA,
NEepeBEPTaHHs Ta KOPUT'YBAHHS KOJBbOPY JUIsl CTBOPEHHS Bapialiidi HaBYaIbHUX
JaHUX.

Kpim Ttoro, Pillow no3Bossie cTBOproBaTH Bi3yani3allii HaBYaJIbHUX JIaHUX,
crocTtepexeHb ab0  pe3yibTaTiB  MOJENIOBaHHS, W0 CIPHUSE  PO3YMIHHIO
OPOJAYKTUBHOCTI MOJEJel MAaIlMHHOTO HaBUYaHHA Ta BHSBJICHHIO MpoOiieM 3
HAJIaro/I>KEHHSM.

VY Bumagky, koimu 3o00paxeHHs 3 Unity watoTe ¢dopmar, gkuil He
OiATpUMY€EThCSL  Oe3nmocepeqHbo  1HIUMU  O10mioTexkamu, Pillow wmoxe OyTtu
BUKOPUCTAHUM JJI1 NEPEeTBOPEHHS iX Yy BIANOBIIHUN (opMar g MOAAJIbIIOT

00poOKH.

2.5 bioJaiorexka gym 1Jisi po3po0KHU TA NMOPIBHIHHS AJTOPUTMIB HABYAHHSA

Gym — 11e IHCTpyMEHTapii 3 BIAKPUTHM BUXITHUM KOJOM JIJII PO3POOKH Ta
MOPIBHSHHS aNropuTMiB HaBuyaHHsA 3 migkpimieHHsM (RL). Binm Hamae HaGip
CEepeloBUI] MJisi TecTyBaHHS areHTiB RL 1 MUPOKO BUKOPUCTOBYETHCS B
JTOCTITHUIIBKIM CHUTBHOTI I OeHUMapKiHTy Ta ekcrepumeHTtiB [28]. Gym Oys
po3pobernit OpenAl 1 moKIMKaHUN MOJETIHUTHA PO3POOKY anropuTMiB RL nuisxom
HaJaHHS CTAaHAAPTU30BAHOTO 1IHTEphENUCY I PI3HUX CEPETOBHIII.

Gym nanae ysromkennit APl mns pisamx cepemoBumi. g cranmaptuzaris
MOJIETIIYE PO3pOOKy anroputMiB RL Ta MOpiBHSHHS IXHBOT MPOTYKTUBHOCTI B PI3HUX
cepenoBumiax. Jlo3Boisie CTBOpIOBAaTH BIACHI CEepelOBHUINA, SIKIIO BOYyJOBaHI HE
BI/IMOB1IAI0TH BalIMM notpedam. JlJist 1iboro noTpiOHO CTBOPUTH MiAKiacu kiacy Env

Ta peanizyBaTu HEOOXIIHI METOJIH.
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Gym Mo’kHa BUKOPUCTOBYBATH 3 MOMyJasipHUMU Oi0miotexkamu RL, Takumu sik
Stable Baselines3, RLIib Ta TensorFlow Agents. Bin Takox no0pe iHTErpyeThcs 3
IHCTpYMEHTaMH Ta 010J110TeKaMH Bi3yaui3alii.

Hanaroun crangaptuzoBanuii HaOip cepegoBunl 1 TectiB, Gym moserirye
OLIIHKY 1 mMOpiBHSAHHS pi3HUX anroputMmiB RL. ILle gomomarae 3po3ymitH, sKi

AJITOPUTMHU TTPATOKOTH HaﬁKpaH.[e 3d IICBHUX YMOB.

Observation

Reward
\ s
e ~ -0
Agent Environment
(Policy) v
Action

Pucynok 2.3 — B3aemois 3 HABKOJIUIITHIM CEPEIOBUIIEM

Gym i Unity ML-Agents cayxaTh a8 CXOXKUX IUICH, alie B PI3HHX
koHTekcTax. Unity ML-Agents ¢gokycyerbes Ha iHTErpallii MAImMHHOTO HABYaHHS 3
cepenopumamu Unity, B Toli yac sk Gym Hamae MUPIIUN CIEKTP CEPEIOBUII IS
RL-nocmimkens [29].

CrBopennst cepemoBumy Unity, cymicaux 3 APl Gym, moxmuBe depe3
peamizamiro obroptku, cymicHoi 3 Gym (muB. puc. 2.3). Ile mo3Boise
BUKOPUCTOBYBATH 1HCTpyMeHTH Ta 0i0mioteku Gym s maBuanHs RL-areHTiB y

cepenoumax Unity.
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Anroputmu RL, sixi Oynu nportecToBaHi B cepenoBumiax Gym, MOxyTb OyTH
po3mupeni abo amanroBaHi s pobdotm 3 cepemouimamu Unity ML-Agents. Lle
3a0e3reuye MOXKJIMBICTh POOOTH 3 OUIbII CKIAJHUMH ab0 pealiCTUYHUMHU
CLIEHAPISIMHU.

Mopeni, HaBueHi B cepenoBumi Gym, MoOXyTh OyTH ajantoBaHi abo
nepeneceni B cepeaonuiie Unity ML-Agents. /[ist boro HeOOXiIHO MEepEKOHATHCS,

110 MO/JIEJTb MOYKE 0OpOOJISATH CIIOCTEPEKESHHS Ta Jil, AKi Hajae cepegopuine Unity.

2.6 bioaioreka protobuf

Protocol Buffers (Protobuf) — me ¢opmar cepiamizaiii gaHuX 3 MOBHOIO
J1arHOCTHKO0, po3pobicHuit kommnaniero Google. Bin po3poOaeHwuit, 1mo6 Oytu
e(DEeKTUBHUM SIK 3 TOYKH 30py HIBUJKOCTI, TaK 1 3 TOYKH 30py PO3MIpy, IO POOUTH
Horo momyJsspHUM BHOOPOM TSl 3B'SI3KY MK CepBiCaMM Ta Il 30epiraHHs JaHUX Y
KoMIakTHoMy (opmati. Protobuf mimpoko BHKOPHUCTOBYETHCS B PI3HUX T0JaTKaX,
BKJIIOYAIOYHM MEPEIKEBHI 3B'S130K, KOH(Iryparliiini ¢aitau Ta 30epiranus gaaux [30].

Protobuf 3abe3meuye koMmakTHHN ABIAKOBUI (hOpMaT IS KOJYyBaHHS JaHUX.
Ile poOuTh H0T0 MBUAIMIMM Ta €(EKTUBHIIIMM 3 TOYKH 30py 30epiraHHs Ta mnepenadi
JaHUX Yy TIOpPIBHSAHHI 3 TeKcToBUMH ¢opmatamu, Takumu sk JSON ab6o XML.
CTpyKTypy NaHMX BH3HAYAIOTHCA 3a JOMOMOTOI0 CXEMH, 3amucaHoi y .proto-gaiimi.
s cxema BHM3HAyae IMOJS Ta IXHI THIH, [0 TapaHTY€ BiAMOBIAHICTh JTaHUX

MOTIePETHHO BU3HAUCHIN CTPYKTYPI.
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Pucynok 2.4 — Bizyasmizariii npouecy komyHikaii Mk ML-Agents ta Python 3

BUKOpPHUCTaHHAM protobuf

Protobuf minrpuMye mupokuii criekTp MOB IporpaMyBaHHs, BKitoyaroun C++,
Java, Python, Go Ta inmii. Ie 3a0e3nedye Oe3nepeIkoaHy IHTETPAIii0 MK PI3SHUMHU
maTpopMaMu Ta MOBaAMHU.

Protobuf mo3Bosnsie po3BuBaTH CTPYKTYypH HaHUX 3 dyacoM. HOBi moss mMoxHa
no/aBatu 6e3 MOPYIICHHS 3BOPOTHOT CYMICHOCTI, a CcTapi MmoJyisi MOKHA 3acTapiBaTu
a0o BumamaTd, 30epirar0yM CyMICHICTH 3 HOBUMH Bepcisimu [31]. BukopucroBye
CXeMy JUIsl TeHepallii BUXIIHOTO KONy Ha MOTpiOHMX MoBax mporpamyBaHHs. Llei
3T€HEPOBAHMM KOJI BKIIFOYAE KJIACH JUTSI KOJYBAaHHS Ta JCKOMYBaHHS MOBITOMIICHb, a
TaKOX JUIsi 0OpoOKH Basifallii MoBiJOMJICHb.

Protobuf wmo)xHa BHKOPHUCTOBYBaTH [JIsi BH3HAYEHHS Ta KEpPyBaHHS
koH(iryparismu s cepenosuin Unity abo moneneit ML (nuB. puc. 2.4). Lle moxe
BKJIFOYATH BU3HAYEHHS CKJIQJHHUX CTPYKTYp JAaHUX y KOMHAkTHOMY ¢opmari. Jls

oOMiHy nanumu MK Unity Ta iHIIMMH cepBicaMu a00 KOMIIOHEHTaMH (HAMpPUKIA,
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cepBepoM abo iHmMM noaaTtkoM) Protobuf Hanae edextuBHUI Ta HaniiHUI cmociO

cepiaizailii Ta gecepianizailii 1aHUX.

IMpu imTerpamii Unity 3 iHmuMMH cuctemMamMu abo ImiaThopMamu, IO

BUKOPUCTOBYIOTh Protobuf, Takumm sk BHyTpimHI cepBicu a®o 3oBHimHI API,

Protobuf 3abe3neuye ehexTuBHUI 00MIH Ta 00pPOOKY maHuX [32].

2.7 Bioaiorexa tensorboard

Environment
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Pucynok 2.5 — Bukopucranns TensorBoard mist ciocTepeskeHHs 32 HaBYaHHSIM
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TensorBoard — 1e moTyXHUWI IHCTPYMEHT Bi3yamizallii, KW MOCTA4a€ThCS
pazom 3 TensorFlow, mo6 A0mMOMOrTH pPO3pPOOHMKAM 3pO3YMITH, HAJArOJUTH Ta
ONTUMI3YBaTH CBOT MOJIEJII MAalTUHHOTO HaBUaHHA (AuB. puc. 2.5). Bin Hamae HaOip
IHTEPAaKTUBHUX Bi3yali3allii Ta METPUK JJId BIACTEKEHHA NPOAYKTUBHOCTI Ta
MOBEAIHKY BaIllMX MOJEJICH IIil yac HaBYaHHs Ta oriHoBaHHs [33].

Kirouosi ocobrBocTi TensorBoard:

— Bi3yalli3ye CKaJIsSIpHI MOKa3HUKH, TakKl K BTPaTH Ta TOYHICTH 3 yacoMm. Lle
JI0TIOMAra€e BiJICTe)KYBaTH MPOTPeC HAaBYaHHS Ta JIarHOCTYBAaTH TakKi MPOOJIEMH, SK
HagMipHEe a00 HeOCTaTHE HajlaITyBaHHsl;

— BigoOpaxae oOYUCTIOBAIBHUN Tpadik Bamoi Mojaeni, IO TOKa3ye
CTPYKTYpY HelpoHHOiI Mepexi. e momomarae 3po3yMiTu 1 HaJaroguTH apXITEKTypy
MOJIENI;

— Oyaye rictorpamMu TeH30piB, TAKUX K Barv Ta 3CyBH, II0O CIIOCTEPIraTH 3a
ix po3noaioM y 4aci. Ile KopucHO NI aHaMi3y TOTO, SIK TEH30pU 3MIHIOIOTHCS ITijT
yac HaBYaHHS,

— Bi3yaJi3ye pO3MOJil 3HAauYeHb TeH30piB y dyaci. lle moxke mgomomortu
3pO3YMITH MOBEIHKY Bar 1 rpaji€HTIB i 9ac HaBYaHHS,

— BigoOpaxkae 300pakeHHS Ta iHINI Bi3yanbHi pAaHi. lle KopucHO s
Bi3yauri3alrii BX0/1iB, BUXO/IB 1 MPOMDKHHUX aKTUBAIlil JaHUX;

— JI03BOJISIE Bi3yasli3yBaTH TEKCTOBI JlaHi Ta 1HII TunK iHpopMaii. [le moxe
OyTH KOPHCHO JIJIsl peecTpallii Ta Bizyanizallii TeKCTOBUX JTaHUX,

— BB3yalizye 6aratoBUMipHi BOYJOBYBaHHS 3a JOTIOMOTOIO0 TAKHX METO/IB, 5K
t-SNE a6o PCA. lle momomarae 3po3yMiTH, SIK Pi3HI TOYKH JaHUX 3TPYIOBaHI y
MPOCTOP1 O3HAK;

— 3abe3neuye 3D-Bi3yamizailito BHUCOKOPO3MIpDHHX JaHHWX, TaKUX SIK
BOYZIOBYBaHHSI, JJIs1 JOCTIKEHHS B3a€MO3B'SA3KIB 1 KJIaCTEPIB;

— JI03BOJIIE CTBOPIOBAaTH BJIACHI CKaJisApHI Ta rpadivHi Bizyamizaili, fKi

MOJXHA aaalTyBaTHh 10 KOHKPCTHUX HOTpe6.
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BucnoBku 10 po3ainy 2

Bukopucranus pisaux 0i0mioTek, Takux sk ML-Agents, PyTorch, NumPy,
Pillow, Gym, Protobuf ta TensorBoard, 3Hauno crpoirye npoiiec HaBYaHHS areHTIB
B Unity ML Agents. Ili iHCTpyMeHTH 3a0e3MeuyroTh PO3POOHUKAM THYUKICTH Y
HaJalITyBaHHI Ta ONTHUMI3AIli MoOJeNe, W0 J03BOJIIE CTBOPIOBATH OLUIBII
peanicTuyHi Ta e()eKTUBHI CEpeOBUINA JJIsl HaBYaHHS 3 MiAKpiruieHHsaM. KoMOiHairis
IIUX TEXHOJIOTIA JO03BOJISIE JOCSATTH BHUCOKOI MPOJYKTHUBHOCTI Ta TOYHOCTI MpHU

pOo3po0IIi IHTEIEKTYaTbHUX areHTIB, 110 B3aEMOAIIOTH Y cepefoBuiiax Unity.
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3 NPOEKTYBAHHS, PO3POBKA TA TECTYBAHHA CUCTEMMU

3.1 OcHOBHI HAJIAIITYBaHHS NPOCTYPY i areHTiB

Agent — e xmoyoBuil komnoneHT y Unity ML-Agents, sikuii npencrasisie
CO0OI0 PO3YMHOTO areHra, M0 HAaBYAETHCS B3AEMOJISTH 3 OTOYCHHSM. ATEHT €
OCHOBHHUM "aKTUBHUM'" €JIEMEHTOM y CUCTEMi MAIIMHHOTO HAaBUaHHS 1 BiIOBiIae 3a
HNPUIHSTTS PIllICHb, CIIOCTEPESIKCHHS 32 CEPEIOBUILEM 1 BUKOHAHHS il [34]. 3aBusku
areHTaM peai3yeThCs B3a€EMO/IIS MIXK CEPEIOBUIIEM 1 MOACIUIIO HAaBUYaHHSI.

ATeHT 30HMpae JaHi MPO OTOYCHHs 4Yepe3 ceHcopu (abo Oe3rmocepeaHnbo 3
HABKOJIMIIHIX 00'€KTIB) 1 MEPETBOPIOE 1X Yy BXIJIHI AaHi Juis HeWpoHHoi Mepexi. Lli
JaH1 MOXKYTh BKJTFOYATH

—  TO3MIlII0, MBUAKICTh YA HATIPSIMOK PYXY 00'€KTIB;

— irdopmartiro 3 Ray Perception Sensor, kamep 4u iHIIKMX JKEPEIT;

— 3HAuYEHHA 13 CepeIOBUIIIA, SIK1 IePEAAOThCS areHTY BPYYHY.

Ha ocHOBI oTpuMaHUX CIOCTEpEKEHb areHT BUKOHYe 1ii. [[ii BU3HAUar0Th, SIK areHT
B3a€MOJIIE 3 CEPETOBUIIEM

— JUCKpeTHI Aii (HampuKiaI, pyx ynepea abo oOepTaHHs BIIiBO);

— HeMepepBHi Aii (HampuKIIaJ, TOBOPOT HA TIEBHUM KYT YU 3MiHA IBUJIKOCT1).
i mii 3a7ar0ThCS MOCIUIIO HA OCHOBI TIOTOYHOI'O CTaHY areHTa.

[Ilo6 HaBYMTHM areHTa OOCATATH IIiIeld, HOMY NPU3HAYAIOTHCS HATOPOJIH.
[lo3utuBHI Haroponu 3a OakaHy TOBEIIHKY (HAmpUKIA[, TOCSTHEHHS IIUT1).
HeratuBui Haroponu 3a HeOakaHi ii (HaAmpWKIam, 3ITKHEHHS 3 TEPENIKOO0).
Haroponmu 103BONSIIOTH  areHTy HaBUaTHCA 4Yepe3 METOAM  IMiIKPIMJICHHS
(reinforcement learning).

ATEHT MPOXOAUTH KUIbKa KIIOYOBUX €TaIliB y MPOIECi pOOOTH:

— Initialize — mouaTkoBa iHimiaii3awisa areura;

— CollectObservations — 36ip maHHX PO CEPeIOBHUIIIE;
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— OnActionReceived — orpumaHHs il BiJg MOJIEIi Ta iX BUKOHAHHS;

— Heuristic — peanmizamis miii BpydHy (HAmpHKIad, I8 TECTyBaHHSA abo
HaBYaHHS ),

— EndEpisode — 3aBepmieHHs emizony (Hampukiaj, SKIIO areHT JAOCSIT METH
YU 3a3HaB HEBJAYl).

AreHT TipaIroe B Mexax cepeposuina Unity, sike BUCTymae B pojii CUMYJISIIIT
s HaBuaHHS. Bci 00'ekTH cepemoBHINa MOXYTh B3a€EMOISTH 3 areHTOM dYepes
¢izuky, xomizii un mpsme crnoctepexxenns [35]. 11{o0 mgomaTu areHTa 10 CIICHH,
HEOOXIHO MpHU3HAYUTH KoMIoHeHT Agent mo oO'ekra Unity. lleii KOMITIOHEHT €
OCHOBOIO JIJISl CTBOPSHHSI KOPUCTYBAIIBKO1 JIOTiKM areHra.

Y xommoneHTi Agent moxxHa HanamtyBatu Behavior Parameters, skwuii
BU3HAUA€, SAK areHT HaBYa€ThCcs (AMCKPETHI 4YHM HEmepepBH1 MAii, KUIBKICTb
criocTepekeHb Toio), Max Step 3agae MakCUMalIbHY KUIBKICTh KPOKIB 'y KOKHOMY
emizozi Ta Decision Requester 3agae yacToTy NPUAHSATTS PIllICHb ar€HTOM.

Agent e nentpansHoro yactuHOO Unity ML-Agents, sika moeaHye MexaHiKy
Unity 3 MOXJIMBOCTAMH HaBYaHHA MIAKPIIUICHHSA. BiH 103BOJIsIE CTBOPIOBATH
PO3YMHHUX MEPCOHAXKIB 1 aBTOMATHU30BaHI CHUCTEMH, SIKI MOXYTh aQJamnTyBaTHCS IO
3MiH y CEPEIOBHIIII.

Rigidbody i Box Collider — ne xommonenTs ¢izuku B UNity, ski 103BOJISIOTH
CTBOPIOBAaTH pEANCTUYHI pyX 1 B3aemofali Mk of0'ekramu. BoHum dacto
BUKOPUCTOBYIOTHCS Pa30M I HalamTyBaHHS (Pi3uyHOI MOBeAIHKUA 00'ekTiB y 3D—

MIPOCTOPI.
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Gravity
5 Kinematic

Maone

ion Continuous Dynamic

Constraints

Freeze

Layer Overrides

Pucynok 3.1 — INapameTpu arentis Rigidbody

Rigidbody nomae o6'ekty i3uky, 103BOISIOUN HOMY B3aEMOIISATH 13 CHIAMH,
TaKUMHU SIK TpaBiTallis, TePTsA 4d 31TKHEHHS (quB. puc. 3.1).

OcHogHi énacmusocmi.

Mass (Maca) — Bu3Hauae Macy 00'ekTa, 10 BIUIMBA€E Ha CHIY, HEOOXITHY IJIs
fioro nepemimieHHs. Yum Oinbiiia Maca, TUM BaK4ye 00'€KT 3pYIIUTH.

Drag (Cuna omopy) — 3amae omip pyxy B mpocTopi. BukopucroByerbes aiis
3MEHIIIEHHS IBUIKOCTI 00'€KTA.

Angular Drag (KyToBuii orrip) — KOHTPOJIFOE OIip 10 00epTaHHSI.

Use Gravity (BukopucToByBaTH IpaBiTallifo) — sIKIIO YBIMKHEHO, Ha 00'€KT i€
cuJa TpaBiTartii.

Is Kinematic (Kinematuunuii) — skmo yBimMkHeHo, Rigidbody mepecrae
MIIKOPATHCS (PI3MYHUM CHJIaM, aje MOro BCE Ie MOXHA IEPEMINTyBaTH CKPHUIITOM
[36].

Constraints (OOMexeHHsI) — JO03BOJIIE 3aMOPOXKYBAaTH IEPEMIIICHHS a0o

obepTaHHs 00'€KTa MO MEBHUX OCSX.
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Mone (Physic Material)

Layer Overrides

Pucynok 3.2 — [Napametpu arentis BoxCollider

Box Collider nonae 06'ekty HeBUAMMY "KOPOOKY", sika BUKOPUCTOBYETHCS JIJIst
BU3HAuUCHHS 3iTKHEHb (nuB. puc. 3.2). O0'extr 3 Box Collider MOXyTh B3aEMOIISATH
OJIVH 3 OJTHUM, SIKIIO Y HUX Takox € Rigidbody.

OcHogHi nacmusocmi.

Center — BU3HaYa€e MEHTP KoJaiaepa BiAIHOCHO 00'€KTa.

Size — po3mip komaiigepa mo ocsax X, Y, Z.

Is Trigger (Tpurep) — sAKIo YBIMKHEHO, 00'€KT He Ma€ (Gi3MIHOT B3a€EMO/I1, ae
pearye Ha nozii OnTriggerEnter, OnTriggerStay i OnTriggerExit.

Pa3om BoHUM HagaroTh 00'€eKTy (i3MYHI BIACTUBOCTI: Bary, pyx, ooepranHus. Ta
3a0€31euyI0Th KOPEKTHI 3ITKHEHHS a00 TPUTEPHY B3aEMOJIIO 3 IHITUMHU 00'€KTaMHU.

Behaviour Parameters — 1ie xarogoBuii kommorent y Unity ML-Agents, 1o
BHU3HAYAE, SIK areHT B3a€MOJII€ 3 HABKOJIMIIHIM CEPEJIOBUINEM 1 SK BiH HaBYAETHCA.
Behaviour Parameters no3BoisitoTh HaJalITyBaTH CIIOCIO HABYaHHS areHTa, THI HOTo
aiit 1 00poOKy criocTepexenb [37]. Bonn 3amarothes yepes iHcnekTop Unity i MarOTh

HU3KY BOXJIMBHX MapaMeTpiB.
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Behavior Parameters

Behavior Mame
Vector Observation
Space Size g
Stacked Vectors &
Actions
Continuous Actions 3
Discrete Branches 0
Model Mone (Model Asset)
Inference Device Burst
Deterministic Inference
Behavior Type Default
Team |d 1]

hute Handling | lghore

Pucynok 3.3 — [Napametpu arentis Behaviour

BehaviorName — 1ie yHikaibHe iM’sl, SKe BU3HAYa€ arcHT 1 IPHB'SI3y€e HOro 10
KOHKPETHOi TMOJITHKKA HaBuyaHHs (auB. puc. 3.3). Hampukman, skmo Bu
BUKOPHCTOBYETE KiTbKa areHTiB, KOXXEH i3 HUX MOXE MaTH CBO€ IM’s JUIs
imentudikarii mia yac HaB4aHHs [38].

VectorObservation — BeKTOpHI CIIOCTEPEXCHHS BH3HAYAIOTh KIUIbKICTD
YHCIIOBUX 3HAYCHb, SIKi areHT OTPUMYE Bia cepemoBuia. [lapamerpu:

Space Size — po3mip BEKTOPHOIO MPOCTOPY (KIIbKICTh CITIOCTEPEIKEHD).

Stacked Vectors — KkimbKiCTh TOBTOPIOBAaHUX CTaHIB, IO IEPETAIOTHCS JIO
HEHPOHHOT MEPEXi, IO T03BOJISIE aTCHTY BPaXOBYBAaTH YaCOBHI KOHTEKCT.

Actions (Tum i mpocTip il areHra)

Branch Type w™oxe Oyt Discrete (auckpernuii) a6o Continuous
(HenepepBHUA).

Continuous Actions — BHKOPHCTOBYETBCS [UIsl KEpyBaHHS arcHTaMH, IO
BUKOHYIOTH IJIaBHI pyxu. Hampukiaz, BoIiHHS aBTOMOO1IIA.

Discrete Actions — HKOpPUCTOBY€ETHCS Il BUHOOPY 3 KUTIBKOX YiTKO BU3HAYCHUX
N, Hanpukian, "Wrtu Brepen', "moBepHyTu HamiBo". KuUIbKiCTh TUIOK 1 po3Mip

KOKHOT TUIKA HAJAIITOBYIOTHCS ISl TOYHOTO BU3HAYEHHS MPOCTOPY M.
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Model — none ans 3aBaHTa)KCHHsI TONEPEIHBO HATPEHOBAHOI Mojeni (daiin
.onnx). Ile m03BoJis€ BUKOPUCTOBYBATH B)KE€ HABUCHUW areHT y cepeioBuUllll 0e3
HEO0OX1THOCTI1 MOJIAIBIIIOT0 HABUYAHHS.

InferenceDevice (Bu3Hauae, Ha SAKOMY TMPUCTPOI BUKOHYBATHUMETHCS
00YHMCIICHHS )

CPU — cranpaptHuii BapiaHT, k1o Hemae goctymny g0 GPU.

GPU — 3abe3mneuye mBuAII OOYUCIEHHS, OCOOJIMBO IJI CKIaTHUX MOJICITIEH.

UseChildSensors — yBiMKHEHHS [IbOTO MapameTpa JA03BOJISIE BUKOPHCTOBYBATH
CEHCOPH, JIOJIaHl 10 JoUIpHiIX 00'eKTiB areHTa (Hanpukiaja, Ray Perception Sensor).

Normalization — s omifisi 103BOJISIE HOPMAJII3yBaTH CIIOCTEPEKCHHS arcHTa,
MaciTadyrouu iX 10 MeBHOTO jaiana3ony. Lle cnpusie cTabiIbHOCTI HABYAHHSI.

Goals (Ilini) — BUKOPUCTOBYETBHCS JIJIi BU3HAUCHHsI KIHIICBOI METH arcHTa,
HAIPUKIIAJl, JOCITTH MEBHOI TOUKHM a00 37TOBUTH 1HIIHMA 00'€KT.

Behaviour Parameters 3a0e3nedyroTh THYYKICTh y HaJIAIITYBaHHI areHTa,
JI03BOJISIIOYM a/IalTyBaTH HOTO MOBEAIHKY J0 KOHKPETHOTO 3aBaaHHs. Lle ocHOBHuUM
MEXaHi3M ISl IHTerpallii HaByaHHs 3 mijakpimienHsm y Unity ML-Agents.

Model Overrider — me ¢ynxkmis B Unity ML-Agents, sika 103BoJIsi€ 3a1aBaTh
IHAUBITYadbH1 MOJIEN /Uil KOHKPETHUX areHTIB y CEPENIOBHIN, HABITH SKIIO BOHH
MaioTh omHakoBuii Behavior Name. L{s ¢yukiis 3a0e3mneuye THYUKICTh 1 J03BOJISIE
BUKOPUCTOBYBATH Pi3HI cTpaTerii ado MONITHKHU NIl KO)KHOTO areHTa 0€3 CTBOPEHHS
JI0JaTKOBUX HAOOPiB mapaMeTpiB moBeainku [39].

Model Overrider npo3Bonsge areHraM 3 OJHAKOBAM IM’SIM HOBEIIHKU
BUKOPUCTOBYBATH Pi3HI Mojeni. Lle KopucHo, SKIIO MOTPIOHO MPOTECTYBATH KiTbKa
BapiaHTIB IOJITHK B OZHOMY cepemoBuii. ¥ Unity s KOXKHOIO areHTra MOJKHA
BpY4YHY TMpPHU3HAYHTH OKpeMy Mojaenb depe3 kommoHeHT Model Overrider y
penakropi. Lle poOUThCS MUIIXOM 3aBaHTaXXCHHS iHIIOTO Qaiiry .onnx y moxi Model
Overrider. MoXJIUBO TNPU3HAYUTH MOJENI, SKi BIAPI3HAIOTHCS CTPYKTYPOIO YU

rnapaMeTpamu, 110 J03BOJIsSiE BAKOHYBATH €KCIIEPUMEHTH 3 PI3HUMU TUIIAMH areHTIB y

2024 PeBa Bnanucnas



40
Kadenpa inrenexryansaux iHGOpPMaIifHUX CHCTEM
[HTerpoBana cucrema Jurst HaB4aHHs areHtiB Unity ML Agents 3 BUKOPHCTaHHIM MoJIeiel IIMOOKUX HEHpOHHUX
Mepex

pamkax opHiei cuenu. Bukopucramns Model Overrider He xkoHpmikTye 3
TpEeHyBaHHsAM areHTta. SIKmo mojens npusHadeHa depe3 Model Overrider, Bona
BUKOPUCTOBY€ETbCSl 11l 1H(pepeHuii (mporHo3yBaHHs [iil) 0e3 HEOO0XiAHOCTI
smiHoBaTi Behavior Parameters [40].

Model Overrider mo3Bossie jierko MoOAUQIKyBaTH 1 MEPEBIPATH MOBEIIHKY
areHTiB y CKJIAaJHUX O0araTOKOPHCTYBAIlbKHX CEPEIOBHINAX, IO POOHUTH MpoIec
HaJaro/>KeHHsl 1 TeCTyBaHHS OUIbII 3pYYHUM 1 €()EKTUBHUM.

Decision Requester — e kommnonent y Unity ML-Agents, sikuii BianoBiaae 3a
YIPaBIIiHHS YaCTOTO MPUIHSITTS PillIeHb areHToM (auB. puc. 3.4). Lleit koMmoHeHT
aBTOMATU3y€ 3alUTH Ha pPINIEHHS BIJ HEMPOHHOI Mepexi abo IHIIOI CUCTEMHU
OPUMHSATTS pillleHb, 3a0e3MeuyroYd THYYKICTh 1 3pY4YHICTh Yy HaJallITyBaHHI

MOBEJ[IHKHU areHTIB Y CEPEIOBUIII.

Decision Reguester

tween Decisions

Pucynoxk 3.4 — IlapameTpu arentiB DecisionRequester

Decision Requester m03BoJisi€ BU3HAYMTH, SK YacCTO AareHT 3aIllUTyeE HOBE
pimenHs Bim moxem. lle perymoetbes mapamerpom Decision Period, 3HauenHs 1
O3HAYae€, [0 areHT 3alUuTye pIIMIeHHS Ha KOXHOMY Kpori cumymsiii. bimbmri
3HAUEHHS 3MYIIYIOTh areHTa BHUKOPUCTOBYBATH OJHE 1 T€ K PIMICHHS MPOTITOM
KUTBKOX KPOKIB, 1110 MOKE OyTH KOPUCHO JUIsl 3MEHIIIEHHSI HABAHTAXKCHHS HA CUCTEMY
a00 I MOJICITFOBaHHS TIOBE[IHKH, SKa HE MOTpeOye YacTUX OHOBJICHB [41].

Pazom 13 Decision Period moxxna namamTyBat Repeat Action — KUTBKICTh
KpPOKIB, IPOTSITOM SIKUX areHT MOBTOPIOE OJHY 1 TY K JI1F0 MIXK 3alIUTAMHU PILLICHHS.

Decision Requester 3abe3neuye iHTerpaiito 3 OCHOBHUM cepemaoBumemM ML-

Agents, onTuMI3yr04M MpoIec B3a€MO/IIi areHTiB 3 iXHIM oToueHHsM. Hampukian B
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irpax a00 CUMYJISIISAX, A€ KOXEH KPOK JOPOTUi 3 TOYKH 30py OOYMCIIEHb, YaCTOTY
pillIeHb MOXXHA 3MEHILIUTH, a y LIBUJIKUX CEPElOBUIIAX, J€ NOTPIOHO MHUTTEBE
pearyBaHHS, MO>KHA BCTAHOBUTH YaCTUM 3aIMUT PIillICHb.

Ray Perception Sensor 3D — une kommonent Unity ML-Agents, sxwuii
BUKOPHUCTOBYEThCS JUIsl HAJaHHS areHTy MOXKJIHUBOCTI CHpUMMATH OTOUYCHHS 3a
JIOTIOMOT010 BipTyanbHuX "mpoMmeHiB" (mauB. puc. 3.5). Lle#t ceHcop iMmirye poOOTy
JATYMKIB, CXOXHUX Ha Ti, 110 BUKOPUCTOBYIOTHCS B POOOTOTEXHIll (HAMpUKIa,

LIDAR), 1 no3Boisie areHTy 301patu iH(pOpMaIito MPo 00'€KTH HABKOJIO HHOTO.

Ray Perception Sensor 3D
Sensor Name RayPerceptionSensor
Detectable Tags
Element 0 Deer

Element 1 wall

Rays Per Direction
Max Ray

Sphere (

Ray Length

Default, TransparentFx, Obstacle, Water, Ul

Pucynoxk 3.5 — [Napametpu arentiB Ray Perception Sensor 3D

CeHcop Bumyckae Halip MPOMEHIB y TPUBHMIPHOMY TPOCTOPI BiTHOCHO
areara. KoxxeH TpoOMiHb TepeBipsie HASBHICTh MEPEIIKOA Yy 3aJlaHOMY HAIMpPSMKY,
BU3HAYAIOYH TUT 00'€KTa, KM TPOMiHb "mMo0a4ynB" (depe3 HaamTyBaHHS TETriB 2060
mrapiB y Unity) [42].

Ray Layer Mask — Bu3nauae, siki mrapu 00'€KTiB ceHCOp Oyjie BpaxOBYBaTH.

2024 PeBa Bnanucnas



Kadenpa inrenexryanbaux iHGOPMAIIfHIX CHCTEM *
InTerpoBana cucrema jutst HaB4aHHs areHTtiB Unity ML Agents 3 BUKOPHCTaHHSIM MoJIeNel MIMOOKNX HEHpOHHMX
MEPpECIK

Detectable Tags — crnucok TeriB, ski areHT Moke "posmizHatu'. Hampukian,
"Wall", "Target", "Obstacle".

Ray Length — makcumalibHa JOBXKHHA MPOMEHS (K JaJeKO arcHT "0auuTh").

Angles — Bu3Ha4alOTh HAMPSIMKH, ITiJ] IKUMH BHITYCKAIOThCS IPOMEHI.

Ray Perception Sensor 3D no3Bosisie OXOILIIOBATH HE JIMIIE IUIOIIMHY, aue i
TpUBUMIpHUN TpocTip. [IpoMeHl MOXYyThb BUIYCKaTHCS Y PI3HUX BEPTUKAIBHHUX 1
TOPU3OHTAILHUX HAIpsMKax, M[00 areHT MIr ClpuiMaTd 00'€KTH SK 3HU3Y, TaK 1
3BEPXY.

3i0paHa ceHcopoM iHbopMaIlis epPeJacThCs 10 HEUPOHHOT MEPEeXki K YaCTHHA
CIIOCTEPEXKEHb areHTa. J[ms KOXKHOTO MpPOMEHsI MepelaroThCs JaHl: HasBHICTH
NEepEIIKoau, BIJICTaHb JO TMepemKkoan (HopMali3oBaHa), Ter abo Tum o0'ekTa,
€()EeKTUBHICTb.

[TapameTpu:

— Sensor Shape: Buznauae Gpopmy ceHcopa (HaIPHKIaI, CEKTOP);

— Number of Rays: 3amae KiTbKICTh IPOMEHIB;

— Max Ray Degrees: 3agae KyT MK KpaifHIMU POMEHSIMU;

— Ray Length: 3agae MakcuManbHy JOBKHUHY IIPOMEHIB;

— Detectable Tags: momae Teru s po3mi3HaBaHUX 00'€KTIB;

— Layer Mask: 3anae mapwu, Ha siKi pearyBaTUMyTh IIPOMEHI.

3.2 CTpyKTYypAa iHTeJIeKTYyaIbHOI CHCTEMU

3azanvha apximexmypa.

Cucrema moOymoBana Ha 0a3i Unity ML-Agents ta monenedt rimOOKOTO
HaBuYaHHS, iHTerpoBaHUX depe3 Python API. OcHoBHa MeTa — CTBOpDEHHS areHTIB,
3MaTHUX aJalTUBHO B3aEMOMISITH 3 BIPTyaJIbHUM CEPEIOBUIIEM, NPUHMAIOUN
e(heKTUBHI pillIEHHS HA OCHOBI CIIOCTEPEKEHb T4 BUHATOPO/I.

OCHOBH1 KOMIIOHEHTH.
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1. Unity Environment — cumynsiiiiHe cepeoBHUIIe IS areHTIB, IO BKIIOYAE
¢i3u4HI B3aeMo/Iii, mepemkoau Ta 00'ekT (quB. puc. 3.9).

2. ML-Agents Toolkit — 6i6mioTeka i iHTerpailii HaBYaHHs MiIKPITUICHHS 3
Unity.

3. Python APl - 3abesmeuye B3aemojit0o MK cepemoBuimeM Unity i
mwiaTpopMaMu Ui HAaBYaHHS HEWPOHHUX Mepex, Takumu sk PyTorch a6o
TensorFlow (aus. puc. 3.10).

4. HeiipoHHa Mepeka — MOJIEITb, 110 MTPUMAE PIllleHHs areHTa, HAaBYar0IiCh Ha
JaHUX 31 CIIOCTEPEIKEHbD.

Knrouogi komnonenmu.

1. ArenTt — e aBTOHOMHHUN 00'ekT y cepenoBuili Unity, sIKMii HaBYa€ThCS
B3a€EMOJIISITH 3 OTOUCHHSIM.

CrocrtepekeHH: JaHl, SKI areHT OTPUMY€ uepe3 CceHcopu (IMO3HIIis,
IIBUKICTH, BIJICTaHb JI0 00'EKTIB).

Hii: pyx, obepranHs uM iHIII B3aeMojii 3 oO'ekTamu cepefoBuina. Bonu

MOXXYTh OYTH:

JTUCKpETHUMU (Hampukiaz, "pyx Brepen'", "MoBepHyTH JiBOpy4d");

HelepepBHUMHM (HanpuKiIa, "oOepTaHHsS Ha TIEBHUMA KyT");

— HaAropojaHW: MOTHUBAIliiHA CHUCTEMa, IO Ja€ IO3UTHUBHI BHHArOPOIU 3a
OaxaHy TOBEAIHKY (HAMpUKIAA, JOCSITHEHHS METH) Ta ImTpadu 3a Hebaxkai mii
(3ITKHEHHSI 3 TIEPEIIKOIaMU).

2. Cencopu 3a06e3neuyroTh 30ip JaHux npo cepemopuine. OCHOBHUN CEHCOP Y
cuctemi — Ray Perception Sensor 3D.

Ray Perception ctBOproe "mpomeHi", M0 BH3HAYAIOTh HASBHICTH O0'€KTIB y
MPOCTOPI.

HanmamryBanss:

— Detectable Tags — terum, ski areHT posmizHae (Hampukiam, "Llias",

"Crina");
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— Ray Length — makcuMasbHa BiicTaHb, SIKY OXOILTIOE CEHCOP;

— Layer Mask — mapu, 3 IKHX CEHCOp OTpUMYE iH(HOPMAILIIFO.

3. Decision Requester — 1ieif KOMIIOHEHT BU3HAYA€E YACTOTY MPUHHSTTS PIllICHb.

Decision Period: ckiabku KpOKiB CHUMYJISIIT BHKOHYETHCS TEpel KOXKHUM
PIIICHHSIM areHra.

Repeat Action: KUJIBKICTh MOBTOPEHB OJIHIET ¥ TI€T 3K Iii.

4. HeliponHa Mepexxa — MOJeJb HEUPOHHOI MEpexi Mae HaCTylHY
apXITEeKTYpy:

— TpUXOBaHI mWapu: oOpoOISAIOTh BXIAHI AaH];

— BHXIJIHMM IIap: TeHepye Nii areHTa,

— TMapameTpy HaBYAHHS,

— Hidden Units: xiapKicTh HEHPOHIB y KOKHOMY IPUXOBAHOMY IIapi;

— Num Layers: KUTbKICTb IIapiB;

— Learning Rate: mBuKiCTh HABYAHHS.

IIpoyec 83aemo0ii Komnonenmis:
— CIIOCTEPEXKEHHS: areHT OTpuUMye IiH(opMaIiio Tpo CepeaoBHUIIE Uepes3

CEHCOPH,

00poOxka: Python API nepenae 111 1aHi y Mojenbs HEHPOHHOT MEPEXKi,
— pilIeHHs: HeMpOHHA Mepeka TeHepYe il areHTa Ha OCHOBI CIIOCTEPEKECHB;
— JIii: areHT B3a€EMOJII€ 3 CEPEIOBHINEM, BUKOHYIOYH OOUYHCIIeH] Jii;
— HaBYaHHA: HA OCHOBI OTPUMAHUX BHHATOPOJ MOJEIh OHOBIIOE CBOi Barw
gyepe3 aJroOpUTMH MIKPITIIIOBAILHOTO HaBYaHHS.
Kondghieypayis nasuanus
HaBuanns arenTiB 6a3zyeThcs Ha (aiii .yaml, Skl MICTUTH TieprnapamMmeTpu:
— Batch Size — kipKicTh TOCBIAIB IS OJJHOIO OHOBJICHHS
— Buffer Size — o0csr mam'sti 11t 30€peKeHHS TOCBIIB;

— Gamma — koedilieHT 3HUKKH JJIs IOBTOCTPOKOBHUX BUHATOPOI.
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Curnanu BuHaropoau: Extrinsic Reward — 30BHImIHI BHHaropoau 3a
TOCSITHCHHST METH.

Apximexmypa mpeHnysanus acenmis.

1. Ha nowarky emizoqy AreHT y cepemoBuini Unity iximiamizye emizon 3a
normomoroo metroay OnEpisodeBegin(). Bin moBepTaeThcss y MOYaTKOBHHM CTaH
(HampuKIaa, Ha CTapTOBY IMO3HILI0), 1 BC1 3MiHHI CcTaHy ckumaroThes. UNity taxox
TeHepye MOYaTKOBI YMOBHU CEPEIOBHIIA.

2. Arent y Unity suxnmkae meton CollectObservations(), mo6 3i0patu
iHpOpMaIliI0 TIPO CTaH cepeloBHINa (HAMPHUKIA, KOOPIAWHATH arcHTa, BiJCTaHb JI0
IiIeH, monokeHHs nepemkon). L{i cnocrepexxeHHst GOPMYIOThCS SIK BEKTOp 4uce 1
nepenaroThes uepes npotokon gRPC y Python.

3. YV Python, otpumani crocTepexeHHs MOJAIOTHCS 10 HEHPOHHOI Mepexi
(moneni). Lls Mmomens Oyiia iHiIIami30BaHa paHIIIe 1 HABYAETHCS HA OCHOBI aJITOPUTMY
Proximal Policy Optimization. Mozens o0uYnCIIOE BIATIOBIAHI i areHTa y BHUIJISII
yucesnl (Hampukiaj, HANpsIMOK pyXy YW IIBUAKICTH). Pe3ynbratm oOuMcieHb
HaJICHUIAI0ThCS Hazaa a0 Unity.

4. Unity orpumye gaii 3 Python i 3acrocoBye iX g0 areHra uepe3 MeETO.
OnActionReceived(). Ha ocHOBi 1ux miif areHT 3MIiHIOE CBili CTaH Yy CepeIOBHII
(pyxaetbcst, obepraerbes Tomro). Ilicns Bukonanus aiii Unity oxoimioe (i3MKy Ta
Bi3yallizallito cepe0BHIIIA.

5. Unity oriHioe pe3yibTaT Jili areHTa 4epe3 CHCTEMYy BHHAropoja. Meton
AddReward() HapaxoBye MO3UTHBHY a00O HETaTUBHY BHHAropojy 3ajie)KHO BiJ
yCcHiXy areHta (Hampukiaaa, HaOMMKEHHS 10 I[Nl 9¥ YHUKHEHHS mepemkon). Lls
BHHAropoa pa3oM i3 HOBHMH CITOCTEPSKCHHIMHU IepeaaeThes B Python.

6. Ha cToponi Python anroputm HaBuaHHS O0YHCITIOE, SIK 3MIHUTH MapaMeTPH
HEHPOHHOI MEpeXi NIl MOKPAIIEHHS MOBEIIHKN areHTa. BUKOPUCTOBYHOYH METO.
3BOPOTHOTO TIONTUPEHHS MOMUIKH, MOJIENh OHOBIIOETHCS HA OCHOBI il areHra,

BHHAIropoau Ta HOBOI'O CTaHy CCpCaAOBHILIA.
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/. Emizon 3aBepuIyeThbCs, SAKIIO AareHT Jocsrae Iull, MOPYLIyeE YMOBHU
(HarpuKJjaa, BUXOIAUTHh 3a MEXI cepenoBuina) abo Buyeprye yac. Unity Bukinkae
meto OnEpisodeBegin() as 3amycky HOBOTO €Mi30/1y, 1 MPOIEC TOBTOPIOETHCH.

8. Ilicns kxiapkoXx emizofiB Python 30epirae HaB4YeHHMI cTaH Mojeil y (aiin
.onnx. Lls monens 3romom Moxe OyTu 3aBaHTaxkeHa y Unity muist TecTyBaHHS 4u
BUKOPHUCTaHHS y TPi.

Tonosni komnonenmu Unity ML-Agents (auB. puc. 3.6).

[lepmnii — e HaBuanbHUM KOMNOHEHT (Ha Unity), sikuii MicTUTh cueny Unity
Ta €JICMEHTH OTO4YeHHs [43].

Hpyruii — ue Python API, axuit mictuts anroputmu RL (taki sik PPO ta SAC).
Mu BukopuctoByemo 1ieii APl nnsi 3amycky HaB4aHHs, TECTyBaHHsA ToIo. BiH

B3a€EMO/IIE€ 3 HABUYAJILHUM CEPEOBUIIIEM Yepe3 30BHINTHIA KOMYHIKATOP.

‘ooooooooooo’ PythonAPI

Pucynok 3.6 — I'0710BHI KOMIIOHEHTH

Y HaBUaJIBLHOMY KOMITOHEHTi (muB. puc. 3.7). mepmmii — 1i¢ ATSHT, aKTop
cienu. Came HOTO TPEHEPYEMO, ONITHMI3YIOUH HOTO TOJITUKY (SKa BU3HAYATUME, SIKY
JIiF0 BUKOHATH B KO)KHOMY CTaHi), Ky Ha3MBalOTh MO30K.

I mapemi, € AKkageMis — Il €JIEMEHT OPKECTPY€E areHTIB Ta iX Mpolec
MPUIHATTS pimieHb. MOXHA YABUTH AKaJIEMII0 SK MAeCTpO, SIKUH Kepye 3aruTaMu 3

Python API.
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d h
Agent

AL

Agent

Al

External

A-::ademy LTI o Python AP

municator
o

Pucynok 3.7 — BMicT HaBYaIbHOTO KOMITOHEHTY

[Mporiec RL MoxHO 300pa3uTu HACTYITHUM YMHOM (AMB. puc. 3.8).

Agent

state reward action
SI RI Af

S.. | Environment

Pucynok 3.8 — Iuxn RL

AreHT oTpumye Bim oTodeHHS cTaH SO — MM OTPUMYEMO TIEpPIIUi Kaap HAIIol
rpu (OTOUYCHHS).

Buxonsau 31 ctany S0, areHT Bukonye aito AQ — areHT, HaMpUKIIaJ, PyXacThCs
BIIPABO.

Cepenosuilie nepexoauTh y HOBUH cTaH S1.

Bunaemo arenty Bunaroponay R1 — BiH He momep(mmo3uTuBHA BUHAroposa +1).
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et mukn RL BUBOAWTH MOCHINOBHICTH CTaHy, Ali Ta BUHaropoau. Meta

areHTa — MakCHUMI3yBaTH OUYIKYBaHy KyMYJISITUBHY BUHAropouy.

3.3 Onuc areHTiB i KOHpirypamii

WolfAlphaAgent (nomarok B)

Lle#t cxkpunt mnpexacrasise anb(a-BOBKA Yy CHUMYJALII BOBYOI 3rpai 3a
nonomororo ML-arentie Unity [44]. Bin ouomtoe 3rparo i mMporHozye MmailOyTHe
MIOJIOXKEHHS OJICHS, 1100 ONTUMI3YBAaTH HOTO PyX 1 KOOPAMHAILIIIO.

KirouoBi ocobnuBoCTi:

— CcHCTeMa TPOTHO3YBAaHHS: peajidye MPOTHO3YBaHHSI  MalOyTHBOTO
MOJIOKCHHSI OJICHS Ha OCHOBI INBUJKOCTI Ta OHOBIIIOE IPOTHO3M 4Yepe3 TEBHI
IPOMDKKHU Yacy JJIsl MiHIMI3al1ii 0OYHCIIeHb;

— KOOpJIUWHAIlisl 3rpai: BUHAropoja Ha OCHOB1 OJIM3BKOCTI JI0 LIJTLOBOT'O OJICHS
Ta MO3UITIOHYBaHHS BIAHOCHO 1HIIIMX YJIEHIB 3rpai;

— CIIOCTEepeXXEHHs: 30upae aaHl Tpo MICIE3HAXOMKEeHHsI ab(da-BOBKa,
IIPOTHO30BAaHE MICIIE3HAXOKECHHS OJICHS, IIBUIKICTH 1 MICIIE3HAXO/KCHHS YJICHIB
3rpal.

Bunaropoau:

— HaropoJ/Kye 3a CKOPOYCHHs BiJICTaHI IO OJICHS 1 30epeKeHHs OJM3bKOCTI
110 Tiepe0adyBaHOi MO3HIIIT;

— mTpadye 3a moraHi MporHo3u ado BiAAATCHHS BT ML

[lepeBaru:

— JIeTaJibHA CHCTEMa MPOTHO3YBAHHS JIJISl TOKPAIICHHS TIOJTIOBAHHS,

— HaropoJW 3a KOOPJWHAII0 3rpal 3a0X0YyIOTh PEANICTUYHY TPYIOBY
JTUHAMIKY.

WolfPackMateAgent (moxatok I')

Leii ckpunT KOOPAUHYE 11 OKPEMUX UJIEHIB 3rpai 3 ajab(a-BOBKOM.
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© NewProject - Basic - Windows, Mac, Linux - Unity 2022.3.4f1% <DX11>
File Edit Assets Services GameObject Jobs Component Window Help

Pucynok 3.9 — 30Ha TpeHyBaHHSI ar¢HTIB

OCHOBHI XapaKTepUCTUKH:

— Tmpu3HayeHHS (JIaHTy: KOKHOMY WIIeHY 3rpai MpU3HAYa€ThCS YHIKaIbHA
MO3UIIis Ha (DJ1aH31 HABKOJIO OJICHS Ha OCHOB1 HOTO 1HACKCY;

— (opmyBaHHS 3rpai: BUHArOpoa 3a JOTPUMAaHHS ONTUMAIbHOI BICTaHI B
anb(a-BOBKa Ta IHIIUX WICHIB 3rpai;

— CIIOCTEpEeXXEHHs: 30Mpae JaHi MpO IOJOKEHHS, IIBUJIKOCTI Ta BiJICTaHI,
MOB's13aH1 3 oJieHEM, aib(a-BOBKOM Ta IHITUMHU WICHAMH 3Tpai.

CuibHi CTOPOHU:

— 3a0X0Yy€ KOOMEpaTUBHY TOBEAIHKY 4Yepe3 BHUHAropoay 3a (raHroe
00xoKeHHS Ta (OPMYBaHHS,

— oOkpemi (QyHKII BHHArOpoOaM 3a pyX, KOOPAHMHAIII Ta MiATPUMAHHS
dbopmartii.

DeerAgent (moagatok b)

el ckpunT MOJENIOE OJ€Hs, 3A00UY y CHUMYJISLIi, 1 1or0 OCHOBHA MeTa —
YHUKATH BOBKIB.

OCHOBHI XapaKTepUCTUKH:
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— MEXaHI3M BTe4Yi: BHUKOPHUCTOBYye fraycast uisi BUSBJICHHS BOBKIB 1
IUHAMIYHOI BTEYI,

— mrpad 3a Oe3niUIbHICTE: mTpadye 3a OE3AISUIBLHICTh, 100 3a0XOTUTH
e(eKTUBHUH PYX;

— HaropoJM 3a pyxX: BHHAropoja 3a UUIECOPSIMOBAaHUN PyX Ta YHUKHEHHS
BOBKIB.

CuIbHI CTOPOHU:

— YYTJIMBUN MEXaHI3M BTeui 301IbLIYE BUKIIUK JIJIsl BOBKIB,;

— JIOTIYHA CHUCTEMa T[OKapaHb  TMEpeniko/Kae  O0e3aisubHOCTI  abo

Hee(PEeKTUBHIN TTOBETIHII.

B C:\Windows\System32\cmd.exe — O b

, 2019. Bce npaBa 3awWweHsl.

trainin ressing the Play button in the Unity Editor.

1\Programs?, Python310\1ib\runpy.py™, line 196, in _run_module_as_main

Pucynok 3.10 — Bipryansauii mpocTip

@aiin .yaml (Homatox JI) mms Unity ML-Agents Bu3Hauae KoH}Irypariro
noBeniHKH areHTiB [45]. YV HbhOMY HaJlalITOBYIOTHCS TAapaMeTpPH TPEHYBAHb,
rinepnapaMeTpy, MEpEeXeBl apXITeKTypH Ta CUTHAJIM BUHAropoAu sl KOXKHOTO
arcHra:

— behaviors: 11e TOIOBHUN PO3/1N, SIKMM MICTUTh CIUCOK areHTIB 13 iXHIMU

napameTpamu;
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— trainer type: THI TPEHYBAJIbHHUKA. Y JAaHOMY BHIAJKy BHKOPHUCTOBYETHCS
ppo (Proximal Policy Optimization), skuii € TONMyJSIPHUM METOJOM JJisi HaBYaHHS
areHrTiB,

— hyperparameters: HaJamITyBaHHS IJIs JITOPUTMY HaBYaHHS;

— batch_size: KUIBKICTh JOCBiJIB, $SIKI BHKOPUCTOBYIOTHCS JJISI OJHOTO
OHOBJIEHHS ITOJIITUKH,

— buffer size: po3mip Oydepa, B sikomy 30epiraroThCs JOCBIIU TIEpen
HaBYAHHSIM;

— learning_rate: MIBUIKICTH HABYAHHS MOJIEII;

— beta: mapamerp perymsapu3aiii €HTpPOIi, 10 JO0NOMAarae areHry
JOCJTIJDKYBATH OLIBIIIE;

— epsilon: koedimieHT 111 OOMEXKEHHS 3MIH y MOJITHII],

— lambd: mapamerp nns GAE (Generalized Advantage Estimation);

— num_epoch: KUIbKICTh MPOX0IiB yepe3 Oydep mij yac HaBYaHHS,

— learning_rate schedule: rpadik 3MiHNM MIBUAKOCTI HaBYAHHS (HAMPUKIA,
linear);

— network settings: apXiTeKTypa HEHPOHHOT MEpexi;

— normalize: HopMai3allis BXiTHUX JaHUX;

— hidden_units: KUTBKICTh HEUPOHIB y KO)KHOMY MPUXOBAHOMY IIapi;

— num_layers: KiTbKiCTh MPUXOBAHUX IIAPIB;

— vis_encode type: TN Bi3yaJIbHOTO €HKOJEpa, SKIIO AareHT NpaIoe 3
Bi3yaJIbHAMH CITIOCTEPSIKCHHAMH (Hampukiaz, simple);

— reward signals: HamamTyBaHHS CUTHAJIIB BUHATOPOIH;

—  extrinsic: 30BHIIIHS BUHArOpo/a;

— gamma: Koe(iieHT 3HWKKH ISl JOBTOCTPOKOBUX BUHATOPO/I;

— strength: Bara CUrHajly BUHaropoiu,

— keep checkpoints: KiIbKICTh 30€peKEHUX KOHTPOJIBHUX TOYOK MOJIEIII;
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— max_steps: MakcuMalibHa KUIBKICTh KPOKIB, IKY ar€éHT MOX€E BUKOHATH 1A
Yyac TpEHYBaHb;

— time horizon: KUIbKICTb KpOKIB, 32 $IKI OOYHMCIIOETBCS  3HHUXKKA
BUHAropo/iu;

— summary freq: sk yacTto 30epiratoTbCsi pe3loMe TPEHyBaHb IS

TensorBoard.

3.4 IIporpamua peasi3aiis

Environmental Awareness (mogatok A)

Knac nmomomarae areHTy BHUSBISATH TICPCIIKOAM B 3aJlaHOMY pajiyci 3a
JIOTIOMOTOI0 TIPOMEHEBHMX TMOBIIOMJICHb, 30UpaTH JAeTalbHY 1H(OpMAIiI0 Mpo
HABKOJIUIITHE CEPEIOBUINE, BKITIOYAI0OUN PO3TAlIyBaHHS Ta BiJACTAaHb JIO MEPEIIKO] Ta
pO3paxoByBaTH OE3MEUHUI HAMPSMOK PyXy Ha OCHOBI Oa)KaHOTO HAIPSIMKY pyXy Ta
BUSIBJICHUX TIEPEIITKO/I.

Kniouosi komnonenmu.

CtpykTypa JaHUX PO HABKOJHUIIHE CEPEIOBUINE I1HKAICYJIIOE 1HGOPMAIIiI0
PO OTOUYCHHS areHTa:

— oObstacleDetected — uu BusBIIEHO MEPEINKOAY B 3a1aHOMY HAIPSIMKY;

— obstacleDistances — BizcTaHb 10 BUSBICHUX MEPEIIKOI;

— obstacleDirections — HanpsIMKU BUSABIICHUX IIEPEIIKO]I BIIHOCHO arcHTa,;

— safeDirections — HanpsiMKy, J1e HE BUSBJICHO KOIHHX TICPEIIKO/I.

Koncmpyxmop iHimiami3ye xiac 3a J0IMOMOTOIO:

— agentTransform — moso)keHHS Ta Opi€HTAIlis aTrCHTa y CBITI;

— detectionRadius — Ha sKii BiICTaHi areHT MOXE BUSBHTH IEPEIIKO/IM;

— rayCount — KUTBKICTh TIPOMEHIB JJII CKAHYBaHHS CEPEIOBHUIIA;

~ ObstacleLayer — Bka3ye, siki mapu BBa)KaTH MEPEIIKOIaAMHU.

Ocnoeni memoou.
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ScanEnvironment() BukoHy€e poMeHEBE CKaHyBaHHS IO KOJIy HABKOJIO arcHTa
s BusiBieHHs nepemikon. Jimute 360 rpaayciB Ha piBHI kytu (rayCount) ajist
KOXXHOTO KyTa BUIPOMIHIOE MPOMIHb Y BIJIOBIAHOMY HAINpsIMKY, SIKIIO HPOMIHb
MOTparvisie Ha MEPemKkoAy TO MO3Hadae el HampsMOK K 3a0JIOKOBaHHA, 3aIluCye
BIJICTaHb JI0 MEPEUIKOAM 1 MO3HAYAE HANPSIMOK K HeOe3neyHuil. SKIIo mpoMiHb HE
NOTpAIUIsie Ha MEePEIIKOoy TO MO3HaYa€ HAMPSIMOK SIK O€3MEYHUH.

Buxinni mgani mosepraroth EnvironmentData, mo mictuTh iHpOpMAaIifo Mpo
BUSIBJICH] TIEPEIIKOIM Ta O€3MeUH1 HAITPSIMKH.

GetBestAvoidanceDirection(Vector3  desiredDirection,  EnvironmentData
envData) oGuuciioe HaWKpamuii MOXJIWBHM HANpPsIMOK pPyXy, SIKMA JO3BOJISE
YHUKHYTH TEpenIko. 3HaXoIuTh HahOmmkuui HanpsimMok a0 desiredDirection 3a
nornomoroto GetClosestDirectionIndex(), sikio HaOMMxK4Mii HaNpPsSMOK Oe3MeYHUi
(He BusBIeHO Tepemkoxa), mnoBepTae desiredDirection. fkmo 3a610KOBaHO,
o0uncitoe Bei 0e3nedHi HanpsIMKA Ha OCHOB1 BUPIBHIOBaHHS 3 Oa)kaHUM HaIPSIMKOM
(3a JOTIOMOTOI0 KPAanKOBOTO JO0OYTKY) BiICTaHb O MepemKko; (mepeBara HalaeThCs
JTadbHIM HaIpsMKaM) 1 IMOBepTae HaWKpaluii O0e3neyHuil HampsAMOK Ha OCHOBI IIi€l
OL[IHKH.

GetClosestDirectionIndex(Vector3 direction, Vector3[] directions) 3umaxoauts
1HICKC HampsAMKY, HaWOUTBIN OJU3BKOIO0 JI0 3aJIaHOTO0 BEKTOpa (HANpsAMKYy) 1
OOYHUCITIOE TOYKOBUH JOOYTOK MIDK HOPMAaJi30BaHUM HAIPSMKOM 1 KOXKHUM
BEKTOPOM y HamNpsMKax Ta BHOMpae BEKTOpP 3 HAWOUIBIIMUM TOYKOBHM JTOOYTKOM

(HaitOmmK4e BUPIBHIOBAHHS).

DeerAgent (moagatok b)

Bnacmueocmi acenma.

speed, rotationSpeed — kepye MBUIKICTIO PYXY Ta IIBHIKICTIO IIOBOPOTY.
raycastDistance — Bu3Hayae, HACKUIbKHM JAJIEKO areHT MOXKE «OadyuTH» Mepe.

Cc00010 1711 BUSIBJIEHHS BOBKA.
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detectionRadius, rayCount — Bu3Ha4arOTh OOI3HAHICTH MPO HABKOJIMIIHE
CEpeOBHUIIE JUISl BHUSBICHHS TIEPEIIKOJ 3a JOIMOMOTOI0 CIICIIiaIbHOTO KJIacy
Environmental Awareness.

Kepysanns cmanom.

IsFleeing — BiacTeXxKye, UM TIKa€ areHT Hapa3i BiJ XHKaka.

lastSeenWolfTime — Bimcrexye, KO BOCTaHHE OyJO BUSBICHO BOBKA, 100
KepyBaTH Nepe3aBaHTAKECHHSIMH JJIS BTEYI.

idleTime — Bimcrexye, SK JOBrO arcHT 3alIMIIAETHCS HEPYXOMHUM, 100
MOKapaTH 3a 0€3/ISIIbHICTb.

OcHosHi Memoou.

Initialize() — rotye arenta, Bcranosmoouu rigidbody, moyaTtkoBy Mo3uIli0 Ta
0013HaHICTh TPO HABKOJIUIITHE CEPEIOBHUIIIC.

OnEpisodeBegin() — ckumae craH Ta MOJOXKCHHS areHTa Ha MMOYaTKy HOBOTO
eTi30/1y HaBYaHHSI.

CollectObservations(matunk VectorSensor) Hajmae areHTy iH(pOpMAIiIO PO
HOro OTOYEHHs, TaKy SIK: TOJOXKEHHS, MIBUAKICTh Ta HANPSAMOK pyxy. HasBHiCTBH
MEepeniKkol Ta BiACTaHb JO HHX, BH3HAYCHI 3a JIOTIOMOTOI  CHCTEMH
Environmental Awareness.

OnActionReceived(ActionBuffers actions) 00po6:isie BuOpani arentom jii. Pyx
(o6'emnye BXigHI AaHI TPO pyX BHepen, oOCTpuT Ta OOEpTaHHS), YHUKHEHHS
nepenko (BUKOPUCTOBYE JaHI MPO OTOYCHHS JUIS IMOIIYKY OE3MEeYHUX HAIpPSIMKIB
PYyXy), Haropoau (3a0X04ye pyX 1 Kapae 3a 31TKHeHHsI, 0€311sUIbHICTh a00 HEeOe3MeUHy
MTOBEIIHKY.

Bunaropoau 3a0X04yroTh pyX, SKIO BiH €()EKTHBHO YHUKAE Mepentkoa adbo
7I0J1a€ 3HAYH1 BIFICTaHI.

Itpadu 3acTOCOBYIOTHCS 3a O€3iSUTBHICTH, 3ITKHEHHS 3 BOBKaMH a0o0

HeOe3NeYHy MOBEAIHKY.
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RaycastForWolves() — BusBIsf€ BOBKIB y HampsIMKy pyXy arcHra 3a
JIOTIOMOTOI0 IPOMEHEBUX CUTHAIIIB.

FleeFromWolf() — po3paxoBye Ta BHKOHye pyX BTEYi BiJ BOBKIB NpHU ix
BUSIBJICHHI.

OnCollisionEnter(3iTkHeHHs) — 3aBepiuye emi3on 31 mTpadoM, SKIIO areHT
3ITKHETHCSI 3 BOBKOM.

Heuristic() — no3Boisie BpydHy KepyBaTH areHTOM IIiJ] 4Yac TECTyBaHHS,

31CTaBJIAIOYM BX1JIH1 JaHI KOPUCTYBaya 3 J1sIMU areHra.

WolfAlphaAgent (1oxarok B)

Bracmusocmi acenma.

speed and rotationSpeed — Bu3Ha4a€ MIBUAKICTh PyXy Ta 00€pTaHHS BOBKA.

rb — xommonenT rigidbody ms 3actocyBaHHs Gi3UKH PYXY.

Awareness — exsemmiip EnvironmentalAwareness s BHUSBICHHS Ta
YHUKHECHHS TTEPEIIKOI.

targetDeer — oJsieHb, SIKOTO MEpECIiIye BOBK.

wolfPack — inri BOBKH y 3rpal.

predictionTime i predictionSteps — Bu3Havae, HACKUIBKK JAJEKO BIIEpend 1 Ha
CKUIBKH KPOKIiB Iepe10auyuTH PyX OJICHS.

predictedDeerPosition — poraozoBaHe MaiiOyTHE TTOJIOKESHHS OJICHSI.

OcHoBHI Memoou.

Initialize() — BcTaHOBIMIOE TOYATKOBUH CTaH areHTa, BKIIOYAIOYH HOTO
rigidbody, cuctemy 0013HaHOCTI Ta TOYATKOBI MPOTHO3H OO MOJOXKEHHS OJICHS.

OnEpisodeBegin() — ckumae Mo3MIIi0, MIBUAKICTH Ta 3MIiHHI TIepeaOadeHHS
areHTa Ha IMOYaTKy HaBYAJILHOTO CITi30/1y.

UpdateDeerPrediction() — BimcTekye MBUAKICT OJICHS Ta TIEPIOJAHIHO

OHOBJIIOE IIPOI'HO3MH.
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PredictDeerPosition() — monetoe MaiOyTHI MO3MITIT OJICHS 3a KUIbKa KPOKIB Ha
OCHOBI HOro MOTOYHOT MBUAKOCTI (AuB. puc. 3.11). OuiHioe KoXHE nepea0adeHHs 3a

nonomororo EvaluatePredictionPoint(), o6 3HaiiTi Hailkpanry mo3ulIliio.

Pucynoxk 3.11 — AlphaWolf RayPerception

EvaluatePredictionPoint() — ormiHioe MOPOrHO30BaHy IMO3HUIII0 HAa OCHOBI
BiJICTaH1 BiJl IOTOYHOTO TOJIOKEHHS OJISHs, OJIM3BKICTh JI0 TIEPEIIKO/I 1 TOBAPHIIIIB 110
3rpai, epeBipsie Yi 3HAXOIUTHCS MO3UIIS B JOIMTYCTUMUX MEKAX.

CollectObservations() — 3anucye gaHi Mpo HABKOJMIIHE CEPEOBHIINE, B TOMY
YHCJI1 TMOJOKEHHSI BOBKA Ta OJICHSI, POTHO30BAaHE TOJOKEHHS Ta IIBUIKICTH OJICHS,
MO3UIIiT WICHIB 3rpai Ta JaHi po mepenkoau Bia cucremu Environmental Awareness.

OnActionReceived() — 3acrocoBye pilllecHHS areHra Juisi pyXxy 1o
MPOTHO30BAHOTO MICIISI pO3TalryBaHHs oyieHs. Kopurye mBUIKICTh 1 HAMPSAMOK PyXy
Ha OCHOBI JIaHUX TPO TepemKkoau 3 cucreMu Environmental Awareness.

Bunaropoga  Hamaetbcsi 32 3MEHIIEHHS ~ BUACTaHI 10  OJICHS

(RewardForProximityToDeer()), TOYHE nepen0adyeHHs OJICHS
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(RewardForPrediction()), miaepcTBo B 3rpai B Oe3mocepeHiil OJIM3bKOCTI A0 OJCHS
(RewardForLeadingPack()).

Heuristic() no3Bosisie pyyHe KepyBaHHS areHTOM 3 BUKOPUCTAHHSM KJIaBlaTypu
JUTSL HAJIaroKCHHS.

OnDrawGizmosSelected() — wMamioe mNpOrHO30BaHy IMO3MINIO OJCHS Y

penaktopi Unity 3 METOIO HaJIaro»KCHHS.

WolfPackMateAgent (momarok I)

Bracmusocmi acenma.

speed and rotationSpeed — kepye MIBUIKICTIO PyXy Ta HMIBHIKICTIO TIOBOPOTY.

rb — kommonenT rigidbody st 3acTocyBaHHs (Bi3UKH PyXYy.

Awareness — exsemmiip EnvironmentalAwareness s BHUSBICHHS Ta

YHUKHCHH: IICPCIIKOMI.

Pucynoxk 3.12 — PackMateWolf RayPerception

Environment References:

targetDeer — 00'exT morOBaHHS.

2024 PeBa Bnanucnas



58
Kadenpa inrenexryanbaux iHGOPMAIIfHIX CHCTEM
InTerpoBana cucrema jutst HaB4aHHs areHTtiB Unity ML Agents 3 BUKOPHCTaHHSIM MoJIeNel MIMOOKNX HEHpOHHMX
Mepex

alphaWolf — anbdha—BoBK, siKHiT 040ITIOE 3rparo.

packMatelndex — yHikanpHUIA 1HAEKC, TPUCBOEHUI KOXKHOMY WICHY 3rpai AJis
PO3pI3HEHHS POJICH.

[TapameTtpu surroundDistance, optimalPackDistance, maxPackDistance Ta
minPackDistance Bu3HauaroTh ineanbHy GopMy 3rpai Ta BiICTaHb MIXK ii YIeHAMH.

OcHosHi Memoou.

Initialize() — Bcranormoe rigidbody arenTa Ta Horo oOI3HAHICTH IIOJO
nepenikoa. Bukiukae AssignFlankPosition(), o0 BU3HAYUTH HOTO POJb B OTOYCHHI
OJICHS.

OnEpisodeBegin() — ckumae mo3wuilito, MBHAKICTE Ta (HJIAHTOBI MPU3HAYCHHS
arcHTa Ha MOYaTKy HOBOTO HABYAIILHOTO CITi30.1y.

CollectObservations() — 36upae nani mpo:

—  TIOJIOXKEHHSI, IMBUKICTH Ta HAMPSIMOK PyXy BOBKA,

—  MO3UIi oyieHs, anb(a—BOBKA Ta IHIIMX YWICHIB 3rpai,

— TIpUCBOEHE (DITaHTOBE MOJIOKEHHS Ta BiICTaHb J0 MEPEIIKOI;

— iHdopMmaIlid Mpo TEPEIIKOANM HOpMalli3oBaHa s Kpamnioi edeKTHBHOCTI
TpEeHYBaHHS.

AssignFlankPosition() (mmB. puc. 3.12) — o00uMCIIOE YHIKAJIBHY IO3HUIIIIO
HABKOJIO OJICHS Ha OCHOBI 1HJEKCY BOBKa, KOPHUTYE IO3MIII0, 00 YHUKHYTH
nepentko i, BukopuctoByroun AdjustForObstacle().

GetFlankAngleOffset() — Bu3Hauae kyToBuid 3cyB I (JIAHTOBOTO 00XOIy Ha
OCHOBI 1HJIEKCY WJIeHa 3Tpai, ToYeproBo BIiBO Ta BIPABO.

OnActionReceived() — o0poOnsie OesmepepBHi il s pyxy, crpeidy Ta
oOepTaHHs, IHTErpyE YHHKHEHHS TMEPEIIKOJ 3 pPyXOM 3a JIOMOMOTOI0 KIacy
Environmental Awareness.

CalculateMovementReward() — 3aoxodye CKOpOYCHHs BiICTaHi JO OJICHS,

30epirarouu Mpu bOMY ONTUMAIIBHY TUCTAHIIIO JI0 3rpai.
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CalculateFlankingReward() — Bunaropo/kye 3a HaOJWKCHHS 1O MPU3HAYCHOT
(1aHroBO1 MO3MIIIT Ta BUPIBHIOBAHHS 3 OJICHEM.

CalculatePackCoordinationReward() — 3aoxo4yye JOTpUMaHHS HAaJIEKHOT
BIJICTaH1 BiJl alb(a—BOBKA Ta IHIIUX YJIEHIB 3rpai.

CalculateFormationReward() —  BUHAroOpo/Kye  3a  MIITpUMaHHSI
CKOOPJAMHOBAHO1 (hopMallii 31 3rpacto.

Heuristic() n1o3Bosisie pyyHe KepyBaHHS areHTOM 3 BUKOPUCTAHHIM KJlaBlaTypu
JJTSL HAJIAT OJIKCHHSI.

OnDrawGizmosSelected() — Bisyanizye npusHaueHy (JIaHroBy MO3MIIIO Ta

ONTUMAJIbHY BIJICTaHb MK MakeTaMu y peaakropi Unity /uist HalaropKeHHs.
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BucnoBku 10 po3ainy 3

[IpoexT mpoAEeMOHCTPYBaB JOIUIBHICTh 1 €(QEKTUBHICTb BUKOPUCTAHHS
HaBYAaHHS 3 MIAKPIIUICHHSAM JUIsi MOJICTIOBaHHS CKJIAMHOI TMOBEAIHKM B JUKIH
NPUPOAL, HAMpPHUKIaA, CTpaTerii MOJIIOBaHHA Yy BOBUMX 3rpasx. Po3nuuBmim podi
Alpha 1 Packmates 1 BukopuctoByloun HabOlp iHCTpyMeHTiB ML-Agents s
HAaBYaHHS BOBKIB Ha OCHOBI BHHAropoj, CHCTeMa 3MOIJa HAaBYUTHCS CILUIBHOI
MOBEJIHKH, SIKa IMITyBajla TAKTUKY TOJIFOBAHHS B peaJIbHOMY CBITI.

[Tonpu Te, 110 Tpollec HaBYAHHS 3ITKHYBCS 3 TEXHIYHUMH TEPENIKOJaMHU, SKi
OyJu YCIIIIIHO BUIIPaBJIEH1, TAKUMH K TPYAHOII B MATPUMIII MTOCTIOBHOTO 3B'SI3KY
Mk cepenoBumamMu Unity 1 Python, mpoGnemu cymicHoCTi Bepciii 1 BUIAIKOBE
MOIIKO/KEHHS (PaiiiIiB MPOEKTY, OKPIM TOT'0, CKJIATHUM AU3alH CTPYKTYp BUHArOPO/I
BUMaraB peTeabHOro KamiOpyBaHHs, 100 3amo0irty KOH(IIKTY IuTed 1
HerepeaoadyBaHiid MOBEIHII, MTPOEKT YCITIIIHO BIPOBAJUB CUCTEMY, B SIKIi BOBKHU
HABYWINCS CIIBIPALIOBATH, a OJICHI HABYWINCS YXWIATUCA JIE€MOHCTPYIOYHU
MOTEHIIIaJl MAaIIMHHOTO HAaBUaHHA [JJIsi MOJEIIOBAHHSA TMOBEIIHKH B IITYYHHUX

cepeOBHINAX.
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4 JOCIAXKEHHA OTPUMAHUX PE3VYJIBTATIB

4.1 AHaJii3 nepmiMx OTPUMAHUX Pe3yJIbTATIB

KymynsatuBHa BUHaropoaa

Pesynbratn no rpadikax tperporo eramy ("thirdHunt") cBimuate mpo 3HauHe
MOKpalleHHs: KymynatuBHoi BuHaropoau y "WolfA" 1 "WolfP". OcobnuBo BHIHO
CTaOUTbHUN TpeHJa TMOKpauleHHs BUHaropoau Yy mnopiBHsAHHI 3 "firstHunt" 1
"secondHunt". "WolfB" Takoxx AeMOHCTpY€ TO3UTUBHY AMHAMIKY, X04a MPOTrpec HE

TaKUi PI3KUH.

Environment 9 cards ~

Environment/Cumulative Reward J} ol H Environment/Cumulative Reward_hist ﬁl i Environment/Cumulative Reward_hist J;L

W A firstHunt\DeerB @ firstHunt\WolfB
1000 \ S

500

il i L g ~

/\\M P
0 100k 200k 300k 400k 500k 60Dk 740000 X
~

Run ™ Smoothed  Value Step Relative
firstHunt\DeerB 41,0173 457736 100000 13.7 min
@ firstHunt\WolfB -B38,1375 -826,7743 300000 16.06 min
@ secondHunt\DeerB 21,5184 21,7277 240000 40.23 min
secondHunt\WolfB 15,6775 142102 740000 43.91 min
thirdHunt\DeerB 43,0548 426359 260000 51.73 min
@ thirdHunt\WolfA 2615611 226,45 260000 51.76 min
@ thirdHunt\WolfP 10104962 9682645 520000 53.91 min ,

~

Pucynok 4.1 — CnoctepexeHHs 3a X0/I0M HaB4aHHS 1

JloBXKHHA €ITI301B

Howxuna enizoniB ("Episode Length") 3nauno 30imbmryetscs y "thirdHunt"
nmopiBasgHO 3 "firstHunt" i1 "secondHunt". Ile Bka3yBaTm Ha Te, IO BOBKH CTaJIH
e(eKTHBHIIINMH y TIEPECITITyBaHHI OJICHSI, 110 JO3BOJISIE iM JOBIIIE 3AJIAIIATUCS Y TPi.

AHani3 TOMUJIOK y MEPIIOMY 1 JPYromMy eTanax

YV "firstHunt" 1 "secondHunt" cnocrtepiraerbcst BHCOKUU piBeHb IITpadiB

(Bin'emna BuHaropoga) aas "WolfB". Ile Moke cCBiAUMTH NOpo Te, MO BOBK
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3MIACHIOBAB 3aiiBi a00 XaoTWYHI MOBOPOTH (BIACYTHICTH 3riaJKyBaHHA), abo X

CTpaTeris mepeciiyBaHHs He MpaloBaia epeKTUuBHO.

Environment 9 cards -~
Environment/Cumulative Reward_hist -IF ol Environment/Cumulative Reward_hist 1; i Environment/Cumulative Reward_hist -Q
@ secondHunt\DeerB secondHunt\Wolfg @ thirdHunt\DeerB

A

-
—
—

S
=
8 1w 3 = 2 3 2 6 1w 18 "1 4
Environment/Cumulative Reward_hist n o Environment/Cumulative Reward_hist I b8
@ thirdHunt\WolfA @ thirdHunt\WolfP

0 100k 200k 300k 400k SO0k 600k 1740000 X
i

Run Smoothed  Value Step Relative
@ firstHunt\DeerB 826,8437 9166818 100000 13.7 min
@ firstHunt\WolfB 9717899 999 300000 16.06 min
@ secondHunt\DeerB 862,6485 845 240000 40.23 min

secondHunt\WolfB 5547503 502718 740000 43.91 min
@ thirdHunt\DeerB 9767481 9672857 260000 51.73 min
@ thirdHunt\WolfA 999 999 260000 51.76 min
@ thirdHunt\WolfP 999 999 520000 53.917min ,

A

Pucynok 4.2 — CnioctepexeHHs 32 X0JI0M HaBYaHHS 2

[TokpareHHsI Ticas OHOBJICHB

[Iporno3yBanus mnosuiiii onens ("Predicting Deer Position") pasom 3i
3riaapKyBaHHaM 1moBopoTiB ("Smooth Rotations") momimmmio mOBEMiHKY areHTiB,
3okpeMa g "WolfA" 1 "WolfP". IInaBHuii pyx i 3MEHIIIEHHS XaOTUYHUX TTOBOPOTIB

3HAYHO 3MEHIIWIN Tpadu.
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Losses 2 cards
Losses/Paolicy Loss [ " Losses/Value Loss [ "
01 200 K"\_/
0.098 {
H 100
0.096
H h -,
0
0 100k 200k 300k 400k 520000 0 100k 200k 300k 400k 520000
“ “
Run Smoothed Value Step Relative Run Smoothed Value Step Relative
® firstHunt\DeerB 0,0968 0,0944 100000 10.23 min ® firstHunt\DeerB 0,042 0,0262 100000 10.23 min
@ firstHunt\WolfB 0,1006 0,0993 100000 3.687 min @ firstHunt\WolfB 31,5517 30,3798 100 000 3.687 min
@ secondHunt\DeerB 0,0996 0,0988 240000 40.23 min @ secondHunt\DeerB 00196 00224 240000 40.23 min
secondHunt\WolfB 0,096 0,0929 260000 15.74min secondHunt\Wolfg 00313 00348 260000 15.74 min
@ thirdHunt\DeerB 0,0965 0,096 260000 51.73 min ® thirdHunt\DeerB 00142 00159 260000 51.73 min
@ thirdHunt\WolfA 0,0995 0,005 260000 51.76 min @ thirdHunt\Wolfa 118,16 1219139 260000 51.76 min
@ thirdHunt\WolfP 00984 00982 520000 53.91min , ® thirdHunt\WolfP 2236248 2343876 520000 53.91min ,
~ ~

Pucynok 4.3 — CnioctepexeHHs 32 X0J10M HaBYaHHS 3

4.2 ®dinanbHa Bepcist Moaei

Losses/Value Loss

0 500k wm 1.5M m 25M m 35M am a5M 5010000 %

a
Run * Smoothed Value Step Relative
@ fiveHunt\DeerB 58364 58535 3720000 3.239hr
@  fveHunt\WolfA 76,6522 750112 3720 000 3239 hr
© fiveHunt\WolfP 19 649,1989 18 988,1973 5010000 221 hr 4
Losses/Policy Loss B x oo

2 WY e

ooe

0016

[] 500K i M ™ 25m B 3sm an asm 5010000 %
a
Run Smoothed Value Step Relative
° fiveHunt\DeerB 00251 00255 3720000 3239 hr
° fiveHunt\WolfA 00172 00164 3720000 3239 hr
» fiveHunt\WolfP 00143 00147 5010000 221 e

Pucynok 4.4 — CrioctepesxeHHsI 3a Xxo1o0M HaB4aHHs FiveHunt
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Brpatu BapTOCTI.

64

Bincrexye BTpaTH, moB's3aHi 3 nporHo3amu (yHKIII HIHHOCTI. Buii BTpaTu

I[IHHOCT1 BKa3yIOTh Ha T€, 1110 MOJIEJIh HAMAra€ThCs TOYHO Mepea0auuT BUHATOPOY.

s mporony «WOoIfP» BTpaTu MiHHOCTI JemIO BUIi, IO CBiJYUTH PO

HEJIOCTaTHIO CTAaOUIBHICTh Ta HEBIAMOBIAHICTh MDK CKJIQHICTIO CEpelOBHUINA Ta

MOKJIUBOCTAMH MOJEII.

BrpaTtu nonituku.

BinoOpaxkae oHOBIEHHS TMOMITUKH (Mepexi akropiB). Huxul 3HaueHHS

3a3BHYail BKa3ylOTh Ha OUIbII CTa0UIbHE HAaBYaHHS.

«DeerBy» mae nemo BUIUNA 1 OUTBIT MIHJIWBUM MOKA3HWK BTPATH TOJITUKU

MOPIBHSHO 3 1HIIMMH, 11O CBITYUTH MPO T€, IO il OHOBJICHHS MOJITUKU € MEHII

CTaOUThHUMU.
Environment/Cumulative Reward_hist 1}
@ fiveHunt\WollA
4 425 %

Environment/Cumulative Reward_hist 1}
@ fiveHunt\DeerB

— =\

— =

e

Environment/Cumulative Reward_hist Q
@ fiveHunt\WolfP

2024

Pucynoxk 4.5 — CrnioctepexxeHHs 3a Xxoao0M HaBuanHs FiveHunt

HapkonuiiHe cepeaoBuile/CyKynHa BUHaropoja.
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BinoOpaxkae 3aranpHy BHHAropojay, HaKONMWYEHY KOXXHUM THUIIOM areHTa
(«WolfA», «Deer», «\WolIfPy») 3a emizoau.

CnocrepexeHHs:

«WolfP» Hakonuuye HalOLIbILY BHHAropojy 3 pI3KUM 3POCTAaHHSM, aje Le
3pOCTaHHS BUTJIAIA€ HEMOCIIIIOBHUM a00 MEPIOAMYHUM A IIHHSIM.

«DeerB» neMoHCTpye cTabulbHE HAKONMUYEHHS HAropojl, 10 CBIAYUTH MPO
OuIBII cTaOUIBHY POOOTY.

«WolfA» Takox pgocsrae BHCOKOi BHHAropoiu, aje Horo Tricrorpama

JIEMOHCTPYE OLIBIITY MIHJIUBICTb.

4.3 CkaagHocTi peasizamii

Unity ML-Agents — 1ie miatdopma, 1Mo MOCTIHHO PO3BUBAETHCS, 3 ICAKHMH
excriepuMeHTaTbHUMU QyHKIIsIMUA. JKomHA 3 1UX €KCIepUMEHTaIbHUX (QYHKIIN He
3aJIOKyMEHTOBaHA HAJIEKHUM YHHOM 1 HE ONTHMI30BaHa IIiJi Yac TECTyBaHHS.
Hamnpuxman, HOBI cxeMu BHHAropoaud abo 3MiHM B KOH(QITypalisiX MOBEIIHKH 1HO1
IPU3BOJATh 1O HEOYIKYBAaHUX pE3yJlbTaTiB IIiJl Yac HaBUYaHHs, 1[0 BHMarae
MI0JIaJIBIIIOT0 HAJIATOJKEHHS Ta TOOMPAIFOBAHHS.

OnHier0o 3 TOJOBHUX TpoOjieM OyI0 BUSBICHHS Ta BHPIIMICHHS MpoOJeM,
MOB'SI3aHUX 13 BCTAHOBJICHHSM TMOCTIHHOTO 3B's3Ky MK UNity Ta HaBuaHHSIM Yy
cepemoBuli Python, mpo mo Takok 3a3Hadaimocss B TeMi cmiutbHOTH Unity
(https://discussions.unity.com/t/mlagents-nothing-is-working-python/904964/3).
[IpoGnema Oyma 4iTKO BM3HAYEHA 3 TOYKW 30PY MOBEMIHKMA — KOJHA 3 KOMaH] HE
Morja OyTH BHKOHaHa d4epe3 iHTepdeiic Python mms mpomoBkeHHS TpoIeCy
HaBYaHHSI.

[TpuunHoro Oyiia HEBIAMOBIIHICTH Bepciii makeTy, BcTaHoBiIeHOro B Unity,
Unity ML-Agents, ta wmassHoro B 0Oi0mioreri Python, Python ML-Agents, o

03Hayajg0 HECYMICHICTh MPOTOKONIB. Jleski 3 MOBIAOMIIEHb NPO TMOMUJIKU B LIEH
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MPOMDKOK Yacy BUIUISIATN HACTymHUM 4YHHOM: «CepemoBHUINE HE BIAMOBIIO» Ta
“Kpok arenra He BOajaocsi BAKOHATH .

HesBaxkarounm Ha 1€, mpobsiema, 110 JIEKUThH B OCHOBI, TOB’si3aHa 3 JyXKe
BHCOKOIO CKJIaJHICTIO iHTerpamnii Unity 3 iHcTpymeHnTamu Python mim gac po3poOkwu
nporpamu. [IpoGiemu, moB’si3aHi 3 PoO3pOOKOI0 €PEKTUBHUX MPAKTUK KEpyBaHHS
BEpPCIIMU Ta BUCBITJICHHSIM MPOOJIEM, 3 SIKUMHU CTHUKAIOTHCS PO3POOHUKH T yac
poOOTH 31 MIBUAKO3MIHHMMH IHCTPYMEHTAMM, TaKOXX IIOCTaBJIEHI Ha KapTy B
IHIIUIEHTI.

Unity 3Ha4HOI0 Mipoto cripaeThes Ha Visual Studio ais HanmucaHHsS CKPUNTIB 1
HanarojkeHHda. OpHak moMuiakud B iHTerpamii Visual Studio MoXyTh mopymurtu
po3podky. B moemy Bumaaky Unity mir irmopysatu icaytounii Visual Studio, nucas
NOMMJIKY, II0 MOro HE ICHY€E 1 KOKEH pa3 Tpeba Oysio Mo HOBiM BKa3yBaTH MyTh JI0
VS.

TpanuBcs  Bumankok, konu  (aitmu  npoekty Unity  HecnoaiBaHO
MOLIKOKIIIUCH 0€3 Oylb-SKOi MPUYMHM 1 TPUHUIIIIOCh CTBOPUTH HOBUU MPOEKT Ta
HAJaTOBYBATH I10 HOBIH, IEPEHOCUTH BC1 CKPUIITH 1 T.1..

Po3poOka BUHAropojs JOCHTHh CKJIaJHA, OCKUIBKM areHTaMm JIOBOJHIIOCH
aHamizyBatu Oarato ¢akropiB. KigbkicTe gaHux uisi 0oOpoOKH, BIATOBIAHO,
30UTBIINIIA KITBKICTh PI3HOMaHITHUX BUHATOPO/I, SIKI areHTaM MOTPiOHI, 1 BIATIOBITHO
PU3UK TIEPENIKO MDK KPUTEPIsIMU, M0 MPHU3BOAUTH 1O HemepeadadyBaHOi
MoBeAIHKKA. BUCOKI BUHAropoay MoBHUHHI OyTH T0OpE y3roJKEH1 3 IUIAMH, OCKLUIBKU
BOHU OYIyTh B IICHTP1 YBaru areHTiB, SIKi MOXXYTbh «TPaTH» 3 CUCTEMOIO.

e Takox poOWUTH HaBYaHHSA TMOBUIBHUM, CTBOpIO€ Oarato mpoOsieM 3
HAJAro/PKCHHSIM 1 PU3WKH HAJMIPHOTO MPUCTOCYBAHHS 3MEHIIYIOYH aJalTUBHICTb.
Ane Taki cTpaTerii, SIK i€papXis BHHArOpoOJd, PO3PIIKEHI CUTHAIH, iTepalliiiHe
TECTyBaHHS Ta JWHAMIYHE MAacmTaOyBaHHS, € BaXJIUBUMHU I €(PEKTUBHOTO

KEpyBaHH MMM BUKJIHMKaMH, 30epiraroun e()eKTUBHE HaBYaHHS.
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BucnoBkmu 10 po3ainy 4

[lepernsnyBmm rpadikd TpeHyBaHb Ta MPOAHANI3ZYBAaBIIM pE3YJbTATH, S
MOMITHB JIesIKI YiTKlI TEHJAEHIIl Ta HampsAMK{A JJI1 MOKPAIIEHHS MOTOYHOTO CTaHY
CIpaB.

Brpara 1minHOCTI A1 meBHUX areHTiB, 30kpema « WolfP», € He BuCOKOIO, 1110
CBIIUUTh TMpPO Te, MmO QYHKIS [IHHOCTI HAMara€TbCsi TOYHO TMepeadadyuTu
BUHaropoay. Hu3pka BTpara IIHHOCTI MOXE OyTH HACIIJIKOM CKJIATHOI CTPYKTYpH
BUHAropoau abo HEJAOCTaTHHLOTO Yacy HaBYAaHHS JJISA IIBOTO areHTa. 3 iHIIOro OOKY,
BTPATH TMOJIITHKU 3HAYHO KOJUBAIOTHCA i «DeerBy, 110 cBiIUUTh Mpo Te, 1Mo HWOro
OHOBJICHHSI ~ TOJITHKM MEHII  CTaOUThHI, MOXJIMBO, Yepe3 HEONTUMaJIbHI
rineprnapaMeTpH, Taki Sk IIBUJAKICTh HABYAHHS 200 po3Mip mapTii.

SIKIIO TpoaHaNi3yBaTH KyMYJISATUBHY BHHaropoay, To «WOoIfP» Buniiserscs
HAaWBUIIOI0 BHUHAropojowl, aine il mporpec Mae mnepioguuni cnaau. lle moxke
BKa3yBaTH Ha MPOOJIEMHU 13 CIIIBBITHOIIEHHAM PO3BIIKKM Ta BHAOOYTKY abo Ha
TPYJIHOIIl Yy BHUBYCHHI CTaOUTbHMX mnomTHK. «DeerBy» neMoHCTpye TmoOCTiiHE
HAKOIMMYCHHS BUHArOpOAH, IO CBIYMTH MNPO CTAOUIBHY, SKII0O HE BHUHATKORBY,
edexktuBHICTh. «WoIfA» TakoX JAEMOHCTpyE€ BUCOKY BHHAropomay, aje 3 OUIBIIOI0
MIHJIMBOCTBIO, 110 BKAa3y€ Ha MOTEHIIMHY HAJIMIpHY ajanTarliio abo YyTJIHBICTH IO
MEBHUX CTaHIB HABKOJUITHBOTO CEPEIOBHUIIIA.

3arajgoM, areHTH JOCATAIOTH MPOTPECy, aje € MOMKIUBICTh BIOCKOHAIHTH
HaJalNTyBaHHSA HaBYAaHHS JUIS OTPHMaHHA OUIBII HAMIMHMX 1 IIOCIIIOBHUX

pe3yIbTaTiB HaBYaHHS.
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BUCHOBKH

[linBonsiun miACyMKH, 111 poOoTa 3abe3reunsia KOMIUIEKCHE JOCIHIKEHHS
pPO3pOOKHM Ta HaBYaHHS areHTIB 3 BuKopuctanHsMm Unity ML-Agents 1 monencii
IIMOOKOTO HaBYaHHS, 30CEPE/DKYIOYMCh Ha MOJCIIOBAHHI  IHTEIEKTYaIbHOI,
KOOIIEPAaTHBHOI Ta 3MarajbHOI IMOBEIIHKH Y BipTyalbHOMY cepemoBuili. IIpoekt
e¢(eKTHBHO MPOJIEMOHCTPYBAB 3aCTOCYBaHHS METOJIB HABYAHHS 3 MiAKPIIICHHIM
JUTSL BIITBOPEHHS CKJIQJHUX ()OPM IMOBEIIHKH, TAKMX K CKOOPJIMHOBAHE TOJIFOBAHHS
y BOBUMX 3Tpasx Ta MaHEBPU YXWICHHS OJICHIB. I[HTErpyrouun BIOCKOHAJICHE
MOJICJIIOBAaHHS AarcHTIB, IapaMeTpH TOBEAIHKA Ta CHUCTEMU BHHAropojaH, II¢
JOCIIHPKCHHS BUSBHIIO BEJTMYC3HUHN MTOTEHITIAT MAITMHHOTO HABYaHHS ISl CTBOPEHHS
aJalTHBHUX, PCATICTUHYHUX CUMYJISIIIH.

Mera AOCHIKEHHS € JOCSTHYTOIO, MPOEKT YCHIIIHO MPOJIEMOHCTPYBaB
MOXJIMBICTh ~HABUaHHS  areHTiB, fKi  CIIBIOPAIlOIOTb 1 KOHKYpPYIOThb, y
3MOJICJIbOBAHOMY CEPEJOBHIII, IO Jalo OaraTooOimstoui pe3ynbTaTd. OmHAK SK
MiBUIICHHS CTA0UIBHOCTI MOJIENi, TOYHINIE HaJalITyBaHHS TineprapaMmeTpiB i
ONTHUMI3allisl CHCTEM BHHAropojd, MaTUME BHpIIIaJbHE 3HAYCHHS IS ITiIBUIIICHHS
HAJIAHOCTI 1 MacIITabOBaHOCTI TAKUX CUCTEM. PesynbTaTu miei poOOTH Aal0OTh I[IHHE
ySIBJICHHS TIPO 3aCTOCYBAHHSI HABYAHHS 3 MIAKPIIUICHHSIM 1 MPOKIAAAIOTh MUISX IS
MOIAJIBIIIOTO BUBYCHHS Ta BJIOCKOHAJCHHS areHTHO-OPIEHTOBAHUX CUMYISAIIHHUX

JIOCIIII’KEHB.
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JTOJATOK A
Environmental Awareness

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Environmental Awareness

{

public struct EnvironmentData

public bool[] obstacleDetected,;
public float[] obstacleDistances;
public Vector3[] obstacleDirections;
public Vector3[] safeDirections;

}

private Transform agentTransform;
private float detectionRadius;
private int rayCount;
private LayerMask obstacleLayer;
public float DetectionRadius => detectionRadius;

public Environmental Awareness(Transform transform, float radius = 10f, int rays = 16)

{
agentTransform = transform;
detectionRadius = radius;
rayCount = rays;
obstacleLayer = LayerMask.GetMask("Obstacle", "Wall", "Environment");
}
public EnvironmentData ScanEnvironment()
{
EnvironmentData data = new EnvironmentData
{

obstacleDetected = new bool[rayCount],
obstacleDistances = new float[rayCount],
obstacleDirections = new Vector3[rayCount],
safeDirections = new Vector3[rayCount]

3
float angleStep = 360f / rayCount;

for (inti=0; i <rayCount; i++)
{
float angle = i * angleStep;
Vector3 direction = Quaternion.Euler(0, angle, 0) * agentTransform.forward;

RaycastHit hit;
if (Physics.Raycast(agentTransform.position, direction, out hit, detectionRadius, obstacleLayer))

data.obstacleDetected[i] = true;
data.obstacleDistances[i] = hit.distance;
data.obstacleDirections[i] = direction;
data.safeDirections[i] = Vector3.zero;

}
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else

data.obstacleDetected[i] = false;
data.obstacleDistances[i] = detectionRadius;
data.obstacleDirections[i] = direction;
data.safeDirections[i] = direction;

¥
¥

return data;

}

public Vector3 GetBestAvoidanceDirection(Vector3 desiredDirection, EnvironmentData envData)

{

int closestDirectionIndex = GetClosestDirectionIndex(desiredDirection, envData.obstacleDirections);
if (lenvData.obstacleDetected[closestDirectionIindex])

{
¥

float bestScore = float.MinValue;
Vector3 bestDirection = desiredDirection;

return desiredDirection;

for (inti = 0; i < envData.safeDirections.Length; i++)
if (envData.safeDirections[i] == Vector3.zero) continue;

float score = Vector3.Dot(desiredDirection, envData.safeDirections[i]) *
(envData.obstacleDistances[i] / detectionRadius);

if (score > bestScore)

{

bestScore = score;
bestDirection = envData.safeDirections[i];
}
}

return bestDirection;

}

private int GetClosestDirectionIndex(\Vector3 direction, Vector3[] directions)
{

float bestDot = —1f;

int bestIndex = 0;

for (inti=0; i < directions.Length; i++)

float dot = Vector3.Dot(direction.normalized, directions[i].normalized);
if (dot > bestDot)
{
bestDot = dot;
bestindex = i;
}
}

return bestindex;

¥
¥
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JIONATOK B

DeerAgent

using System.Collections;

using System.Collections.Generic;
using Unity. MLAgents;

using Unity. MLAgents.Actuators;
using Unity. MLAgents.Sensors;
using System.Ling;

using UnityEngine;

public class DeerAgent : Agent

{
public float speed = 2.5f;
public float rotationSpeed = 100f;
public float raycastDistance = 10f;
public float fleeCooldown = 5f;

private Rigidbody rb;
private Environmental Awareness awareness;
private Vector3 initialPosition;
private bool isFleeing = false;
private float lastSeenWolfTime;
private Vector3 lastPosition;
private float idleTime = Of;
private float episodeStartTime;

[Header("Environmental Settings™)]
[SerializeField] private float detectionRadius = 10f;
[SerializeField] private int rayCount = 16;

public override void Initialize()
{
rb = GetComponent<Rigidbody>();
initialPosition = transform.localPosition;
lastPosition = initialPosition;
awareness = new Environmental Awareness(transform, detectionRadius, rayCount);
}

public override void OnEpisodeBegin()

{
base.OnEpisodeBegin();

episodeStartTime = Time.time;
transform.localPosition = initialPosition;

rb.velocity = Vector3.zero;
rb.angular\Velocity = Vector3.zero;
isFleeing = false;
lastSeenWolfTime = Time.time;
lastPosition = initialPosition;
idleTime = Of;

private void Update()
if (Time.time — episodeStartTime >= 60f)

EndEpisode();
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}

public override void CollectObservations(\ectorSensor sensor)

{

sensor.AddObservation(transform.localPosition);
sensor.AddObservation(rb.velocity);
sensor.AddObservation(transform.forward);

var envdata = awareness.ScanEnvironment();
foreach (bool detection in envdata.obstacleDetected)

{

sensor.AddObservation(detection);

foreach (float distance in envdata.obstacleDistances)

{
¥

sensor.AddObservation(distance / awareness.DetectionRadius);

}

public override void OnActionReceived(ActionBuffers actions)

{

float forward = actions.ContinuousActions[0];

float strafe = actions.ContinuousActions[1];

float rotation = actions.ContinuousActions[2];

Vector3 desiredMovement = (transform.forward * forward + transform.right * strafe).normalized;

var envData = awareness.ScanEnvironment();
Vector3 safeMovement = awareness.GetBestAvoidanceDirection(desiredMovement, envData);

rb.velocity = safeMovement * speed,;
rb.angular\Velocity = new Vector3(0, rotation * rotationSpeed, 0);

bool nearObstacle = envData.obstacleDetected. Any(detected => detected);
if (nearObstacle && Vector3.Distance(desiredMovement, safeMovement) > 0.1f)

{

}
if (isFleeing)

AddReward(0.05f);

FleeFromWolf();
}

else

{
if (RaycastForWolves())

{
isFleeing = true;
lastSeenWolfTime = Time.time;

else if (Time.time — lastSeenWolfTime > fleeCooldown)

AddMovementReward();

¥
¥

if (rb.velocity.magnitude < 0.01f)

idleTime += Time.deltaTime;
if (idleTime > 1f)
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AddReward(-0.01f);

¥
¥

else
idleTime = Of;

}
AddReward(-0.001f);
}

private void AddMovementReward()

{

float distanceMoved = Vector3.Distance(transform.localPosition, lastPosition);
if (distanceMoved > 0.1f)

AddReward(0.01f);
}

lastPosition = transform.localPosition;

}

private bool RaycastFor\Wolves()

{
RaycastHit hit;

if (Physics.Raycast(transform.position, transform.forward, out hit, raycastDistance))

if (hit.collider.CompareTag("'Wolf"))
{

return true;

¥
¥

return false;

}

private void FleeFromWolf()

{
RaycastHit hit;
if (Physics.Raycast(transform.position, transform.forward, out hit, raycastDistance))

if (hit.collider.CompareTag("Wolf"))

Vector3 fleeDirection = transform.position — hit.collider.transform.position;
rb.velocity = fleeDirection.normalized * speed,;
AddReward(0.01f);
}
}

else

{

isFleeing = false;
}
}

private void OnCollisionEnter(Collision collision)
if (collision.gameObject. CompareTag("Wolf"))

AddReward(-1.0f);
EndEpisode();

2024 PeBa Bnanucnas



79
Kadenpa inrenexryansaux iHGOpPMaIifHUX CHCTEM
InTerpoBana cucrema jutst HaB4aHHs areHTtiB Unity ML Agents 3 BUKOPHCTaHHSIM MoJIeNel MIMOOKNX HEHpOHHMX
Mepex

public override void Heuristic(in ActionBuffers actionsOut)
{
var continuousActions = actionsOut.ContinuousActions;
continuousActions[0] = Input.GetAxis("Vertical™);
continuousActions[1] = Input.GetAxis("Horizontal");
continuousActions[2] = Input.GetAxis("Mouse X");

¥
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JIONATOK B

WolfAlphaAgent

using System.Collections.Generic;
using System.Ling;

using UnityEngine;

using Unity. MLAgents;

using Unity. MLAgents.Actuators;
using Unity. MLAgents.Sensors;

public class WolfAlphaAgent : Agent
{
[Header("Agent Settings™)]
public float speed = 3f;
public float rotationSpeed = 100f;
private Rigidbody rb;
private Environmental Awareness awareness;

[Header("Environment References™)]

public Transform targetDeer;

public List<WolfPackMateAgent> wolfPack;
private const float maxDistance = 20f;

[Header("Prediction Settings™)]

public float predictionTime = 2f;

public int predictionSteps = 5;

private Vector3 predictedDeerPosition;

private Vector3 deer\elocity;

private Vector3 lastDeerPosition;

private float timeSinceLastPrediction;

private const float predictionUpdatelnterval = 0.2f;
private float episodeStartTime;

private float previousDistanceToDeer;
private float distanceToPredictedPosition;

[Header("Environmental Settings™)]
[SerializeField] private float detectionRadius = 10f;
[SerializeField] private int rayCount = 16;

public override void Initialize()
{
rb = GetComponent<Rigidbody>();
lastDeerPosition = targetDeer.position;
predictedDeerPosition = targetDeer.position;
awareness = new Environmental Awareness(transform, detectionRadius, rayCount);
}

public override void OnEpisodeBegin()
{
base.OnEpisodeBegin();
episodeStartTime = Time.time;
rb.velocity = Vector3.zero;
rb.angular\Velocity = Vector3.zero;
transform.localPosition = new Vector3(Random.Range(-5f, 5f), 0, Random.Range(-5f, 5f));
previousDistanceToDeer = Vector3.Distance(transform.localPosition, targetDeer.transform.localPosition);
lastDeerPosition = targetDeer.position;
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predictedDeerPosition = targetDeer.position;
deerVelocity = Vector3.zero;
timeSinceLastPrediction = Of;

}

private void Update()

{
UpdateDeerPrediction();

if (Time.time — episodeStartTime >= 60f)

EndEpisode();
}
}
private void UpdateDeerPrediction()
{

timeSinceLastPrediction += Time.deltaTime;

if (timeSinceLastPrediction >= predictionUpdatelnterval)

{

Vector3 currentDeerPosition = targetDeer.position;
deerVelocity = (currentDeerPosition — lastDeerPosition) / predictionUpdatelnterval;
lastDeerPosition = currentDeerPosition;

predictedDeerPosition = PredictDeerPosition();

timeSinceLastPrediction = 0f;

¥
¥

private Vector3 PredictDeerPosition()

{

Vector3 deerPos = targetDeer.position;
\ector3 bestPrediction = deerPos;
float bestScore = float.MinValue;

for (inti =0; i < predictionSteps; i++)

{
float timeOffset = (i + 1) * (predictionTime / predictionSteps);
Vector3 predictedPos = deerPos + (deer\elocity * timeOffset);

float score = EvaluatePredictionPoint(predictedPos);

if (score > bestScore)

{

bestScore = score;
bestPrediction = predictedPos;

¥
¥

return bestPrediction;

}
private float EvaluatePredictionPoint(\Vector3 predictedPos)
{

float score = Of;

float distanceFromCurrent = Vector3.Distance(targetDeer.position, predictedPos);
score —= distanceFromCurrent * 0.5f;
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if (Mathf.Abs(predictedPos.x) > maxDistance || Mathf.Abs(predictedPos.z) > maxDistance)

score —= 1000f;
}

float packPositionScore = Of;
foreach (var packmate in wolfPack)

float distanceToPackmate = Vector3.Distance(predictedPos, packmate.transform.position);
if (distanceToPackmate < 5f)

{

packPositionScore += 10f;

¥
¥

score += packPositionScore;

RaycastHit hit;
if (Physics.Raycast(transform.position, predictedPos — transform.position, out hit,
Vector3.Distance(transform.position, predictedPos)))

if (hit.collider.CompareTag("Obstacle"))

score —= 1000f;

¥
¥

return score;

}

public override void CollectObservations(VectorSensor sensor)

{

sensor.AddObservation(transform.localPosition);
sensor.AddObservation(targetDeer.localPosition);

sensor.AddObservation(predictedDeerPosition);
sensor.AddObservation(deer\Velocity);

sensor.AddObservation(\Vector3.Distance(transform.localPosition, predictedDeerPosition));
foreach (var packmate in wolfPack)

sensor.AddObservation(packmate.transform.localPosition);

}

var envdata = awareness.ScanEnvironment();
foreach (bool detection in envdata.obstacleDetected)

{

sensor.AddObservation(detection);

foreach (float distance in envdata.obstacleDistances)

{
¥

sensor.AddObservation(distance / awareness. DetectionRadius);
}
public override void OnActionReceived(ActionBuffers actions)
float forward = actions.ContinuousActions[0];
float strafe = actions.ContinuousActions[1];

float rotation = actions.ContinuousActions[2];
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Vector3 desiredMovement = (transform.forward * forward + transform.right * strafe).normalized;
var envData = awareness.ScanEnvironment();
Vector3 safeMovement = awareness.GetBestAvoidanceDirection(desiredMovement, envData);

rb.velocity = safeMovement * speed;
rb.angular\Velocity = new Vector3(0, rotation * 10f, 0);

RewardForProximityToDeer();
RewardForLeadingPack();
RewardForPrediction();

rb.velocity = safeMovement * speed,;
rb.angular\Velocity = new Vector3(0, rotation * rotationSpeed, 0);

bool nearObstacle = envData.obstacleDetected. Any(detected => detected);
if (nearObstacle && Vector3.Distance(desiredMovement, safeMovement) > 0.1f)

AddReward(0.05f);

private void RewardForProximityToDeer()

{

}

float currentDistanceToDeer = Vector3.Distance(transform.localPosition, targetDeer.transform.localPosition);
if (currentDistanceToDeer < previousDistanceToDeer)

AddReward(0.1f);
else

AddReward(-0.05f);
}

if (currentDistanceToDeer < 1.5f)

AddReward(1.0f);
}

previousDistanceToDeer = currentDistanceToDeer;

private void RewardForPrediction()

{

2024

float currentDistanceToPredicted = Vector3.Distance(transform.localPosition, predictedDeerPosition);
if (currentDistanceToPredicted < distanceToPredictedPosition)

AddReward(0.15f);
}

if (Vector3.Distance(targetDeer.position, predictedDeerPosition) < 2f &&
Vector3.Distance(transform.localPosition, predictedDeerPosition) < 3f)

AddReward(0.5f);
}

distanceToPredictedPosition = currentDistance ToPredicted;
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private void RewardForLeadingPack()

{
if (\Vector3.Distance(transform.localPosition, targetDeer.localPosition) < 5f)

foreach (var packmate in wolfPack)

float distanceToPackmate = Vector3.Distance(transform.localPosition, packmate.transform.localPosition);
if (distanceToPackmate < 5f)

AddReward(0.3f);
}
}
}
}
private void OnCollisionEnter(Collision collision)
{
if (collision.gameObject. CompareTag("'Deer"))
AddReward(10.0f);
EndEpisode();
}
}
public override void Heuristic(in ActionBuffers actionsOut)
{

var continuousActions = actionsOut.ContinuousActions;
continuousActions[0] = Input.GetAxis("Vertical");
continuousActions[1] = Input.GetAxis(""Horizontal");
continuousActions[2] = Input.GetAxis("Mouse X");

}

private void OnDrawGizmosSelected()

{

Gizmaos.color = Color.yellow;
Gizmos.DrawWireSphere(predictedDeerPosition, 0.5f);
Gizmos.DrawL.ine(targetDeer.position, predictedDeerPosition);

}
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WolfPackMateAgent

using UnityEngine;

using System.Ling;

using Unity. MLAgents;

using Unity. MLAgents.Actuators;
using Unity. MLAgents.Sensors;
using System.Collections.Generic;

public class WolfPackMateAgent : Agent

[Header(""Agent Settings™)]

public float speed = 2.5f;
public float rotationSpeed = 100f;

private Rigidbody rb;
private Environmental Awareness awareness;
private float episodeStartTime;

[Header("Environment References™)]
public Transform targetDeer;

public WolfAlphaAgent alphaWolf;
public int packMatelndex;

[Header("Behavior Settings™)]

[SerializeField] private float surroundDistance = 5f;
[SerializeField] private float optimalPackDistance = 3f;
[SerializeField] private float maxPackDistance = 8f;
[SerializeField] private float minPackDistance = 2f;

private Vector3 previousPosition;

private float previousDistanceToDeer;

private Vector3 assignedFlankPosition;

private float timeSinceLastPositionUpdate;
private const float positionUpdatelnterval = 0.5f;

[Header("Environmental Settings™)]
[SerializeField] private float detectionRadius = 10f;
[SerializeField] private int rayCount = 16;

private new void Awake()

{
if (packMatelndex == 0)

{

Debug.LogWarning($"Pack mate {gameObject.name} has default index 0. Assign unique indices to pack

members.");

¥
¥

public override void Initialize()
{
rb = GetComponent<Rigidbody>();
previousPosition = transform.position;
AssignFlankPosition();
awareness = new Environmental Awareness(transform, detectionRadius, rayCount);

2024
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public override void OnEpisodeBegin()
{
base.OnEpisodeBegin();
episodeStartTime = Time.time;
rb.velocity = Vector3.zero;
rb.angular\Velocity = Vector3.zero;
transform.localPosition = new Vector3(Random.Range(—5f, 5f), 0, Random.Range(-5f, 5f));
previousPosition = transform.position;
previousDistanceToDeer = Vector3.Distance(transform.position, targetDeer.position);
AssignFlankPosition();
timeSinceLastPositionUpdate = Of;

}

private void Update()
{

timeSinceLastPositionUpdate += Time.deltaTime;
if (timeSinceLastPositionUpdate >= positionUpdatelnterval)

AssignFlankPosition();
timeSinceLastPositionUpdate = Of;

}
if (Time.time — episodeStartTime >= 60f)
EndEpisode();
}
}
public override void CollectObservations(VectorSensor sensor)
{

sensor.AddObservation(transform.localPosition);
sensor.AddObservation(alphaWolf.transform.localPosition);
sensor.AddObservation(targetDeer.localPosition);

sensor.AddObservation(assignedFlankPosition);

sensor.AddObservation(rb.velocity);
sensor.AddObservation(transform.forward);

sensor.AddObservation(Vector3.Distance(transform.localPosition, targetDeer.localPosition));
sensor.AddObservation(\Vector3.Distance(transform.localPosition, alphaWolf.transform.localPosition));
sensor.AddObservation(\Vector3.Distance(transform.localPosition, assignedFlankPosition));

var envdata = awareness.ScanEnvironment();
foreach (bool detection in envdata.obstacleDetected)
{

sensor.AddObservation(detection);

foreach (float distance in envdata.obstacleDistances)

{

}
if (alphaWolf.wolfPack != null)

sensor.AddObservation(distance / awareness.DetectionRadius);

foreach (var packmate in alphaWolf.wolfPack)
if (packmate != this)

sensor.AddObservation(packmate.transform.localPosition);
sensor.AddObservation(Vector3.Distance(transform.localPosition, packmate.transform.localPosition));
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}
}
}
}
private void AssignFlankPosition()
{
Vector3 directionToDeer = (targetDeer.position — alphaWolf.transform.position).normalized;
float angleOffset = GetFlankAngleOffset();
assignedFlankPosition = targetDeer.position +
(Quaternion.Euler(0, angleOffset, 0) * directionToDeer * surroundDistance);
AdjustForObstacle();
}
private float GetFlankAngleOffset()
{
if (packMatelndex % 2 == 0)
{
return 45f + (15f * (packMatelndex / 2));
}
else
{
return —45f — (15f * (packMatelndex / 2));
}
}
private void AdjustForObstacle()
{

RaycastHit hit;
if (Physics.Raycast(transform.position, assignedFlankPosition — transform.position, out hit,
Vector3.Distance(transform.position, assignedFlankPosition)))

if (hit.collider.CompareTag("Obstacle"))

{
var envData = awareness.ScanEnvironment();
Vector3 direction = (assignedFlankPosition — transform.position).normalized;
assignedFlankPosition = transform.position +
awareness.GetBestAvoidanceDirection(direction, envData) *
surroundDistance;
}
}
}
public override void OnActionReceived(ActionBuffers actions)

{

float forward = actions.ContinuousActions[0];
float strafe = actions.ContinuousActions[1];
float rotation = actions.ContinuousActions[2];

Vector3 desiredMovement = (transform.forward * forward + transform.right * strafe).normalized;
var envData = awareness.ScanEnvironment();
Vector3 safeMovement = awareness.GetBestAvoidanceDirection(desiredMovement, envData);

rb.velocity = safeMovement * speed;
rb.angular\Velocity = new Vector3(0, rotation * 10f, 0);

CalculateMovementReward();
CalculateFlankingReward();
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CalculatePackCoordinationReward();
CalculateFormationReward();

previousPosition = transform.position;
previousDistanceToDeer = Vector3.Distance(transform.position, targetDeer.position);

rb.velocity = safeMovement * speed,;
rb.angular\Velocity = new Vector3(0, rotation * rotationSpeed, 0);

bool nearObstacle = envData.obstacleDetected. Any(detected => detected);
if (nearObstacle && Vector3.Distance(desiredMovement, safeMovement) > 0.1f)

AddReward(0.05f);
}
}
private void CalculateMovementReward()
{

float currentDistanceToDeer = Vector3.Distance(transform.position, targetDeer.position);

if (currentDistanceToDeer < previousDistanceToDeer && currentDistanceToDeer > minPackDistance)
AddReward(0.1f);

else if (currentDistanceToDeer < minPackDistance)

AddReward(-0.2f);
}

if (currentDistanceToDeer > maxPackDistance)

AddReward(-0.1f * (currentDistanceToDeer — maxPackDistance));

¥
¥

private void CalculateFlankingReward()

{

float distanceToFlank = Vector3.Distance(transform.position, assignedFlankPosition);

if (distanceToFlank < 2f)

{
AddReward(0.3f);

Vector3 directionToDeer = (targetDeer.position — transform.position).normalized;
float angleToDeer = Vector3.Angle(transform.forward, directionToDeer);
if (angleToDeer > 60f && angleToDeer < 120f)

AddReward(0.2f);

¥
¥
¥

private void CalculatePackCoordinationReward()

{
float distanceToAlpha = Vector3.Distance(transform.position, alphaWolf.transform.position);

if (distanceToAlpha >= minPackDistance && distanceToAlpha <= maxPackDistance)

AddReward(0.2f);
}
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else

AddReward(-0.1f);
}

foreach (var packmate in alphaWolf.wolfPack)
if (packmate != this)

float distanceToPackmate = Vector3.Distance(transform.position, packmate.transform.position);
if (distanceToPackmate < minPackDistance)

AddReward(-0.2f);
}
}
}
}

private void CalculateFormationReward()

bool isInFormation = true;
Vector3 deerToAlpha = alphaWolf.transform.position — targetDeer.position;

foreach (var packmate in alphaWolf.wolfPack)

if (packmate != this)
{

Vector3 deerToPackmate = packmate.transform.position — targetDeer.position;
float angle = Vector3.Angle(deerToAlpha, deerToPackmate);

if (angle < 30f)
{
islnFormation = false;
break;
}
}
}
if (islnFormation)
AddReward(0.5f);
}
}
private void OnCollisionEnter(Collision collision)
if (collision.gameObject.CompareTag("'Deer"))
{
AddReward(10.0f);
EndEpisode();
}
}
public override void Heuristic(in ActionBuffers actionsOut)
{

var continuousActions = actionsOut.ContinuousActions;
continuousActions[0] = Input.GetAxis("Vertical");
continuousActions[1] = Input.GetAxis(""Horizontal");
continuousActions[2] = Input.GetAxis("Mouse X");

}
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private void OnDrawGizmosSelected()

{

Gizmos.color = Color.yellow;
Gizmos.DrawWireSphere(assignedFlankPosition, 0.5f);
Gizmos.DrawL.ine(transform.position, assignedFlankPosition);

Gizmos.color = Color.green;
Gizmos.DrawWireSphere(transform.position, optimalPackDistance);
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Hunting.yaml

behaviors:
WolfA:
trainer_type: ppo
hyperparameters:
batch_size: 2048
buffer_size: 20480
learning_rate: 0.0003
beta: 0.001
epsilon: 0.2
lambd: 0.95
num_epoch: 3
learning_rate_schedule: linear
network_settings:
normalize: true
hidden_units: 256
num_layers: 3
vis_encode_type: simple
reward_signals:
extrinsic:
gamma: 0.995
strength: 1.0
keep_checkpoints: 5
max_steps: 5000000
time_horizon: 500
summary_freq: 30000

WolfP:

trainer_type: ppo

hyperparameters:
batch_size: 2048
buffer_size: 20480
learning_rate: 0.0003
beta: 0.001
epsilon: 0.2
lambd: 0.95

num_epoch: 3
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learning_rate_schedule: linear
network_settings:
normalize: true
hidden_units: 256
num_layers: 3
vis_encode_type: simple
reward_signals:
extrinsic:
gamma: 0.995
strength: 1.0
keep_checkpoints: 5
max_steps: 5000000
time_horizon: 500

summary_freq: 30000

DeerB:
trainer_type: ppo
hyperparameters:
batch_size: 1024
buffer_size: 10240
learning_rate: 0.0003
beta: 0.005
epsilon: 0.2
lambd: 0.95
num_epoch: 3
learning_rate_schedule: linear
network_settings:
normalize: true
hidden_units: 128
num_layers: 2
vis_encode_type: simple
reward_signals:
extrinsic:
gamma: 0.99
strength: 1.0
keep_checkpoints: 5
max_steps: 5000000
time_horizon: 300

summary_freq: 30000
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Anpodauist podoTu

Po6orta mpoiinuia anpoo6aitito mij yac BeeykpaiHChbKOi HAyKOBO—TIPaKTHYHO1

KOH(epeHI1i MOJIOUX BUCHHUX, aCIIIPAHTIB 1 CTYJEHTIB, 2—4 rpyaus 2024 p., m.

Minicrepcrso ocBiTH | BAYKE VKpailan

YopaomopchKEl HamioHATLHEH
yaisepcarer im. Ierpa Mormm
Daxyasrer KoMn'WOTEPHRX HAYK

Kadeapa inreaexryaapanx indopmaniianx

CHCTEM

Indopmaniiinmii mmcr

Bceykpaincoeka naykoso-
npaKmuuHa KoHpepenuin
MONIOOUX 6HEHUX, ACNIPAHMIE |
cmyoenmie

IaTenexkTyanbui
indopmaniiiai cHCTeMH

2 — 4 rpyaas 2024 poky

Muxko.s1aiB

2024

Mukonais.

V]IK 004.42

PeBa B.B., Kymakoscbka [.B.
Yopromopcokuii HayionanbHull yHigepcumem
imeni Ilempa Moeunu,

Mukonais, Ykpaina

IHTEI'POBAHA CUCTEMA JIJIS1 HABYUAHHS
ATEHTIB UNITY ML AGENTS 3
BUKOPUCTAHHAM MOJIEJIEH TJIMBOKHX

HEMPOHHUX MEPEX

WolfAlphaAgent

Lle#i ckpunt npezcrasisie anbha—BOBKa Y CUMYIISIIT BOBYOT
srpal 3a momomororo ML—arentis Unity. Bin owomioe 3rparo i
NPOrHO3ye MaiOyTHE MOJOXKEHHSI OJIEHs, 00 ONTHMI3yBaTH HOro
PyX 1 KOOpAUHAILLITO.

WolfPackMateAgent

Leit ckpunT KOOpAMHYE /il OKpEMHX 4JICHIB 3rpal 3 anbda—
BOBKOM. [lo3uiioHyBaHHs y (opMallii IUISIXOM PO3MOALTY MO3UILIH
HAaBKOJO ONEHA JUId YyTPUMaHHA HWOro Yy ULEHTPI OTOYECHHSL.
ABTOMaTHYHE KOPHUI'YBaHHS PO3TAIyBaHHS, BPAaXOBYIOUM ITO3MIIL
anb(ha—BOBKa Ta IHIIUX YIEHIB 3rpal.

DeerAgent

Le#t ckpunt Momentoe oiieHs, 3100Md y CUMYIIALIi, 1 Horo
OCHOBHA M€Ta — YHHKAaTH BOBKiB. Bukopuctanus raycast mms 300py
JaHUX TPO OTOYEHHSA Uil YHHUKHEHHS IIepelIKOA. 3IaTHIiCTh
3MIHIOBATH HANIPSIMOK PyXy IJIsi O€3[IEYHOT0 IIepecyBaHHS.

JocmikeHHsT TIOKa3ajd, IO 3aCTOCYBAHHA MOZEJeH
rIIMOOKOr0 HAaBYaHHS CYTTEBO MiABUINYE e(EKTHBHICT AarcHTIB,
0CcOONMBO B CICHAPisX i3 BHCOKOIO CKIIATHICTIO. BUKOpHCTaHHS
anropuTMiB, Takux sk Proximal Policy Optimization (PPO),
JIO3BOJIMJIO JOCSATTH CTAOIIbHOIO HABYAHHS T4 BHCOKHX IOKa3HHKIB
BHHATOPOJIU B OLJIBIIIOCTI TECTOBUX CIICHAPIIB.

Iarerpamist Unity ML-Agents i3 rnuOokumu HEHpOHHUMHU
MepeXaMH  BIIKpHBa€  HOBI ~ MOXJIMBOCTI  JUIS  PO3BHUTKY
IHTETIEKTYaIbHUX CHCTEM, SIKi MOXKYTh OyTH BUKOPHUCTaHI HE JIMIIE B
irpoBiif 1HEYCTpii, ame ¥ y pearbHUX 3aCTOCYHKaX, TaKHX SIK
pOOOTOTEXHIKA YK YIPABIiHHSI ABTOHOMHUMHU CHCTEMaMH.
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