MIHICTEPCTBO OCBITH I HAYKH YKPATHU
YopHoMopcbKuii HanioHAJbHUI yHiBepcuTeT iMeHi Ilerpa Moruwiu
dakyJabTeT KOMII'IOTEPHUX HAYK

Kadenpa inTenexkryanbHux iHpopManiiiHuX CUCTEM

JIOTTVIIEHO 10 3AXUCTY

3aBigyBad Kadeapu IHTEICKTYaTbHUX
iH(opMaIiitHUX cucTeM

HOpiit KOHAPATEHKO
« » 20 p.

KBAHI@IKAL[HZHA POBOTA
HA 310BYTTA OCBITHBOI'O CTYIIEHA BAKAJIABP

HEHPOMEPEXEBI TEXHOJOI'IT 11
IHHOKPAIIEHHSA IHTEPAKTUBHUX ITPOLECIB B ITPAX

CrneuianbHicTh 122 KoM’ toTepH1 HayKu

OcaitHs nporpama «KoMI 1oTepHi HAyKn»

3000ysau €m3aBera CTPE3EBA
« _» 2025 p.

Kepisnuk xanj. TeXH. HayK, JIOLICHT €sren CIZIEHKO
« » 2025 p.

MukoJiais — 2025



YopHoMOpchKUi HalllOHAIbLHUM YHIBepcuTeT iMeH1 [lerpa Morwim

(oBHE HaliMEHYBaHHS 3aKJIay BHUIIOT OCBITH)

DakynpTeT KoM’ roTrepHux Hayk
Kadenpa [HTEeneKTYanbHUX 1HPOPMAIIHHUX CUCTEM
PiBeHb BHIIO1 OCBITH [Tepmmii (0akaiaBpChKU)
OcCBITHIH CTyIIEHB bakanasp
CreniajibHICTh 122 Komm’toTepH1 HayKu
OcBiTHS nporpama KoM’ toTepHi Hayku
3ATBEP/IKVYIO

3aBigyBau kadeapu IHTEICKTYaTbHUX
1H(hOpMAIITHUX CHCTEM

IOpiit KOHJIPATEHKO
« » 20 p.

3ABJIAHHA

HA BUKOHAHHA KBaJidikauiiiHol podoTn

Crpe3eBa €Eanzasera MUKo0JAIBHA

(npi3BuIe, iM’s1, 10 6aTHKOBI 31100yBaya)

1. Tema kBamidikamiiiHoi podotn «HeipoMepexxeBi TEXHONOrIT [ MOKPAIEHHS

IHTEPaKTUBHHX IPOIIECIB B irpax».

KepiBuuk podotu Cinenko €BreH BikTopoBUY, AOLEHT Kadeapu I1HTEIEKTYaJIbHHUX

1HbOPMAIITHUX CUCTEM, KAaH/I. TEXH. HAVK, JTOIIEHT.

3atB. HakazoM Pextopa UHY im. [Terpa Morumnu Big «18» sxoBTHs1 2024 p. Ne 321.
2. Ctpok npeacTaBieHHs KBaidikaiiitHoi po0oT ctyaeHToM «20» yepBHs 2025 p.
3. OdikyBaHuU# pe3ynbTaT poOOTH Ta TOYATKOBI JjaHi, SKIINO Taki MOTPiOHI: MPOBEACHHS
HAaBYAHHS HEUPOHHOT Mepexki sl HEIrPOBUX IMEPCOHAXIB, JIJII BUKOHAHHS 3aJlaHUX
3aB/IaHb.
4. Tlepenik MUTaHb, MO MAJSATAIOTH PO3POOII (3MICT MOSCHIOBAIBHOI 3aITUCKH):

— JOCIIIUTH ICHYIOUl CHMYJIATOPH JHMKOI TPUPOAM Ta MPOAHAII3yBaTH

niaxoau 10 noOyaosu noseninku NPC;



— o3HaroMuTHCs 3 MoxiuBocTaMu Unity ML-Agents ToolKit;

— peanizyBatu HaBuaHHs1 NPC;

— IIPOBECTU TECTyBaHH, 310paTH MaH1 Npo e(PEeKTUBHICTh HaBUAHHS ITPOBUX
areHTIB.

5. Ilepenik rpadiuanx MaTepianiB: Mpe3eHTAITIS.

KepiBHuk podotu E€pred CIZIEHKO
(Ocobucmuii nionuc) (Bracne im’s IIPI3BUIIE)
3100yBau €mmzaBera CTPE3EBA
(Ocobucmuii nionuc) (Bracne im’s [IPI3BUIILIE)

Jata Bunadi 3aBganss «18» rpyaas 2024 p.



KAJIEHJAPHUM IIJIAH

BUKOHAaHHA KBaJidikauiiiHoi podoTn

Tema: HeilipomepexkeBl TEXHOJIONI UL MOKPAIEHHS IHTEPAKTUBHUX IIPOLECIB B

Irpax.
Ne HajimeHyBaHHS po00TH Iouatok 3akinvyenns | [lpumiTkn
1 OTpI/IMaHHSI 3aBJaHHS Ha | 13.10.2024 25.10.2024 Bukonano
BUKoHaHHSI KP
) AHani3 npexmeTHoi o6nacti Ta | 02.12.2024 07.12.2024 Bukonano
IIOCTAHOBKA 3ajJa4l
Ornsag miteparypHux Jokepen 3a | 10.12.2024 25.12.2024 Bukonano
TeMO KBami(ikaliiHoi po6oTH,
3 30KpeMa oA IyOJikamii Ta
aQHAJIOTIYHUX  CHCTEM,  IIOJIO
BUKOPHCTaHHS HEUPOHHUX
MEpEXK B BiJieoirpax
Ornsn  icHyrounx — apxitektyp | 21.04.2025 | 21.04.2025 | Bukonauo
4 HEUPOHHHUX MEpEX TS
BHPIIICHHS TOCTABJICHOI 3a/1a4l
Peasizamis 06paHHX TexHoJorii | 22.04.2025 02.05.2025 Bukonano
5 3 aHaIi30M OTPUMAHUX
pe3ybTaTIiB
6 Ilepmmit nonepennii 3axuct KP 03.05.2025 04.05.2025 Bukonano
Ha 3acigaHH1 KoMmicii kadeapu
KoperygaHH;[ pO6OTH 3a | 06.05.2025 07.06.2025 Buxkonano
7 pe3yJibTaTaMu MONepeIHHOT0
3aXHUCTY
g Jpyruii nonepenniii 3axuct KP 16.05.2025 16.05.2025 Buxonano
Ha 3acigaHH1 KoMmicii kadeapu
9 HopoOxa Ta ocTtatouyne | 17.05.2025 07.06.2025 Buxkonano
odopmierns: KP
Ilopanus KP, ii €JIEKTPOHHOT 30.05.2025 30.05.2025 Buxkonano
10 KOIi Ta IHIIUX JOKYMEHTIB
(BIATYKY, peleH3ii) 10 3aXUCTy
KepiBHuk podotu €eren CIIEHKO
(Ocobucmuii nionuc) (Bracne im’si [IPI3BUIIE)
3100yBau €anzaBera CTPE3EBA

(Ocobucmuii nionuc) (Bracne im’s [IPI3BUIIE)

JlaTa ckiiagaHHs KaJICHIApHOTO TUIaHY
«29» ciuns 2025 p.



AHOTAIISA

10 kBanmidikaiiHoi podoTu
3mo0yBauku rpymu 401 UHY im. Ilerpa Morumu

Ctpe3eBoi €nuzaBeTrn MuUKoOJATBHH

na Temy: <HEUPOMEPEKEBI TEXHOJIOI'IT 1JIs1 HOKPALLIEHHS
IHTEPAKTUBHUX ITPOLECIB B ITPAX>»

KBanidikariiiny po6oTy mpuCBIYEHO PO3pOOILl CUMYIJIATOpA AUKOI MPUPOAH 3
BUKOPHUCTAHHSAM IITYYHOTO 1HTEJIEKTY Ta HEHPOMEPEKEBUX TEXHOJIOT1H. AKTYaJIbHICTb
poOOTH 3yMOBJIEHA HEOOXIJHICTIO CTBOPEHHS PEANICTHYHOI IFPOBOi €KOCHCTEMH, JI€
NPC (HeirpoBi nepcoHaxi) JeMOHCTPYIOTh aJJalTUBHY MOBEJIHKY Ha OCHOBI HaBYaHHS
HITYYHOT'O 1HTEJIEKTY.

O6’exToM KBasi(ikaniifHOi poOOTH € mpouec MoAenoBaHHA noseaiHku NPC y
CUMYJISITOP1 AUKOI IPUPOJIH.

[IpeameTom kBamiikaniiHOT pOOOTH € HEHPOHHI MEpexi s CTBOPEHHS
peaNiCTUYHOI NOBEAIHKU ITPOBHUX areHTIB.

Meroto poOOTH € TIOKpaIleHHs 1HTEPaKTUBHUX IPOIIECIB B irpax 3a paxyHOK
po3poOku cumynsTopa Aukoi npupoad 3 NPC, moBediHka SKUX MOJETIOETHCS 3a
JIOTIOMOT'OF0 HEHPOHHUX MEPEXK, 1110 JJ03BOJISIE€ CTBOPUTHU IHTEPAKTUBHUHN Ta AMHAMIUHUN
IrpOBUIA CBIT.

J7is MOoCATHEHHSI TIOCTaBJICHOT METH BU3HAYEHO TaKi 3aBJaHHS:

—  JIOCHITUTH ICHYIOUl CHUMYJISITOPU JHUKOI TPHUPOAM Ta IMPOaHAi3yBaTH

niaxoau A0 nodyaosu noseainku NPC;

—  o3HaiiomuTHCs 3 MokuBocTsiMu Unity ML-Agents Toolkit;

—  peanizyBatu HaBuaHHS NPC;

—  TPOBECTH TE€CTyBaHHS, 310paTu JaHi NMpo €(PEeKTUBHICTh HABYAHHS ITPOBUX

areHTIB.

KBamnigixkariitna poboTa ckilagaeTbes 31 BCTYIy, YOTUPHOX PO3/ALNIIB, BUCHOBKIB
Ta mepeiKy Jpkepes. Y BCTyI 00IPYHTOBAHO aKTYaJIbHICTh pOOOTH, BU3BHAUYEHO 00’ €KT,

npeamMceT, MCTY Ta 3aBAAHHA I[OCJ'IiI[)I(eHHH.



VY nepmioMy po3aini BUKOHAHO aHaji3 MPEeJAMETHOI 00J1acTi, BUBUEHO Cy4acHI
n1aX0au 10 MojentoBanHs noBeaiHk NPC Ta MOXIIMBOCTI 3aCTOCYBaHHS HEHPOHHUX
MEpPEeX y CHMYJSAIIAX. PO3rISHYTO OCHOBHI TEXHOJIOTIi, IO BUKOPUCTOBYIOTHCA Y
rauysi.

Jpyruit po3maia MpUCBSYCHO BHOOPY Ta aHAI3y TEXHOJOTTYHHX KOMITOHEHTIB,
30KpeMa IrpOBOTO PYIIis, MOB MPOrpaMyBaHHs, 010I0TEK MAIIMHHOTO HABYaHHS Ta
cucteMu TpeHyBaHHS ML-arenTiB. BukoHaHO TOpPIBHSJIBHHI aHaji3 1HCTPYMEHTIB Ta
obrpynToBano Bubip Unity y moennanui 3 ML-Agents.

VY TperboMy pO3IUII OMMCAHO IMporec po3poOku i1HGOpMAIiitHOI cucTeMH
CUMYJIATOPA AUKOT MIPUPOJIH, BKIFOYHO 3 TPOEKTYBAHHIM CTPYKTYPH, HAJIAIITyBaHHAM
cepelioBuIlla, CTBOpEeHHsIM Mojerned noBeainku NPC Ta iX iHTerpaiii€ero B IrpoBUi
npoiiec. Po3po0ieHo apXiTeKTypy CUMYJISITOpa Ta BU3BHAYEHO METOAM OOpOOKU JaHHMX
npo ctad NPC Ta irpoBoro cepenoBuiia.

UeTBepTuid po3UT 30CEPEIKEHO Ha MpOrpaMHIM peaiizalii Ta TECTyBaHHI.
HaBeneno nmerani peanizailii KOMIOHEHTIB CUCTEMH, OMMCAHO aJTOPUTMH MOBEIIHKU
NPC, nanamtyBaHHA CUCTEMU TpeHyBaHHS ML-areHTiB Ta MpPOBEIECHO TECTYBAHHS
cumynaTopa. BusHaueHO KpuTepli OLIHKK SKOCTI POOOTH MOJENI Ta MpOaHaTI30BaHO
pe3ynbTaTH TECTYBaHHS.

VY BHUCHOBKax TMiJICYMOBAHO pe3yJIbTaTH BUKOHAHOI PoOOTH, CHOPMYJIbOBAHO
OCHOBHI JIOCSITHEHHSI T2 BU3HAYEHO MO>KJIMBI HAIMIPSIMU MOJIAJIBIIIOTO PO3BUTKY MPOEKTY.

Ksamidikarmiitna pobota BukiageHa Ha 87 CTOpiHKax, MICTUTh 4 po3mainu, 58
uTrocTpariit, 9 Tabauib, 3 JoJaTKU Ta 27 JHKEpen y Iepesiky MoCuilaHb.

Knwuogi cnoea: wmyunuii inmenexkm, HEUPOHHI MepedCi, CUMYAIMOP OUKOIL

npupoou, Unity, mawmunue naguanus, ML-Agents, nosedinka NPC.



ABSTRACT
qualification work of
the student of 401 group of Petro Mohyla Black Sea National University
Strezieva Yelyzaveta Mykolaivna
Theme: ‘Neural network technologies for improving interactive processes in
games’

The qualification work is devoted to the development of a wildlife simulator using
artificial intelligence and neural network technologies. The relevance of the work is
determined by the need to create a realistic gaming ecosystem where NPCs (non-player
characters) demonstrate adaptive behavior based on artificial intelligence learning.

The object of the thesis is the process of modeling NPC behavior in a wildlife
simulator.

The subject of the thesis is neural networks for creating realistic behavior of game
agents.

The goal of the work is to improve interactive processes in games by developing a
wildlife simulator with NPCs whose behavior is modeled using neural networks, allowing
for the creation of an interactive and dynamic game world.

To achieve this goal, the following tasks have been defined:

— research existing wildlife simulators and analyze approaches to building NPC
behavior;

— familiarize yourself with the capabilities of the Unity ML-Agents ToolKit;

— implement NPC training;

— conduct testing, collect data on the effectiveness of game agent training.

The thesis consists of an introduction, four chapters, conclusions, and a list of
sources. The introduction justifies the relevance of the work and defines the object,
subject, goal, and tasks of the research.

The first chapter analyzes the subject area, studies modern approaches to modeling
NPC behavior, and the possibilities of using neural networks in simulations. The main

technologies used in the industry are considered.



The second chapter is devoted to the selection and analysis of technological
components, in particular the game engine, programming languages, machine learning
libraries, and the ML-agent training system. A comparative analysis of tools is performed,
and the choice of Unity in combination with ML-Agents is justified.

The third chapter describes the process of developing an information system for a
wildlife simulator, including designing the structure, configuring the environment,
creating NPC behavior models, and integrating them into the gameplay. The simulator
architecture is developed, and methods for processing data about the state of NPCs and
the game environment are defined.

The fourth chapter focuses on software implementation and testing. Details of the
implementation of system components are provided, NPC behavior algorithms are
described, the ML agent training system is configured, and the simulator is tested. Criteria
for evaluating the quality of the model are defined and the test results are analyzed.

The conclusions summarize the results of the work, formulate the main
achievements, and identify possible directions for further development of the project.

The bachelor's thesis is presented on 87 pages, contains 4 sections, 58 illustrations,
9 tables, 3 appendices, and 27 sources in the list of references.

Keywords: artificial intelligence, neural networks, wildlife simulator, Unity,

machine learning, ML-Agents, NPC behavior.
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CKOPOYEHHA TA YMOBHI ITO3HAKH

LT — IItyynwnit [aTenexr

AR/VR — Augmented/Virtual Reality
FBX — Filmbox

FSM — Finite State Machine

GLTF — GL Transmission Format

MCTS — Monte Carlo Tree Search

ML — Machine Learning

ML-Agents — Machine Learning Agents
NPC — Non-Player Character

ONNX — Open Neural Network Exchange
PPO — Proximal Policy Optimization

RL — Reinforcement Learning

SAC - Soft Actor-Critic

Ul — User Interface

UXML - Unity Extensible Markup Language
USS — Unity Style Sheets
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Kadenpa inTenexryansHuX iHPOPMAIIHHIX CHCTEM
[HTEeNeKTYyaIbHI TEXHOIOTIH IS MOKPAIeHHS IHTEPaKTUBHUX MPOIIECIB B irpax

BCTYII

VY cyuacHOMYy CBiTI KOMI'IOTEPHI iITpH € HE JIMIIIE 3aCO00M PO3Bary, a i MOTY>KHUM
IHCTPYMEHTOM JIJIs1 HABYAHHS, TPEHYBaHb 1 JOCIIKEHb. BaXIMBUM acClieKTOM Cy4acHUX
irop € B3aemofis rpaBis 3 HeirpoBumu mnepcoHaxamu (NPC), mo Moxe cyTTeBO
BIUIMHYTH Ha SIKICTh IrpoBOTO a0ocBiAy. [Ipore Tpaauiiiini migxoau a0 ctBopeHHs NPC
MalTh OOMEXKEHHS, a/PKe BOHHM YacTO NPAIIOIOTh 3a 3a3[ajeriib MPONMHCAaHUMU
CIIEHapisIMU, 1110 POOUTH TXHIO MOBEAIHKY NIepe10adyBaHO0 Ta HEAIalTUBHOIO.

AKTyaJbHiCTh JaHOI POOOTH 3yMOBJICHA HEOOXITHICTIO BJIOCKOHAJICHHS
1HTEeNeKTyallbHUX MokJMBocTel NPC 3a 10oMOroro cydyacHUX TEXHOJIOTTH MAIlIMHHOTO
HaBuaHHs. Bukopucrtanus HelipoHHUX Mepex Ta rmiaatdopmu Unity 3 6i16miorekoro ML-
Agents no3Bossie Hapuatu NPC caMOCTIITHO yXBaJltOBaTH PIIIEHHS Ta aJanTyBaTHCS A0
J{ TpaBlsl B PEXHUMI peajbHOro 4vacy. lle BiIKpuBa€e MOXIJIMBOCTI JJii CTBOPEHHS
peANICTUYHUX CUMYJISIIN nukoi npupoau, ne NPC noBoasaTbes K CHpaBXHI TBApUHU,
pearyrouu Ha 3MiHU CEpEIOBUIIA Ta B3AEMOJIIIO 3 TPABIIEM.

Po3pobka Takoi cucTemMu He JUIIe MiABUIIY€E PIBEHb IHTEPAKTUBHOCTI 1rop, aje i
CIIpHUsSIE€ JOCIIDKCHHIO aJlallTUBHOI MOBEIIHKMA areHTIB, IO Ma€ 3HAYEHHS JJIs 1HIIHX

rajxysei, 30kpemMa poOOTOTEXHIKU Ta JOCTIKEHHS IITYYHOTO 1HTEICKTY.
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Kadenpa inTenexryansHuX iHPOPMAIIHHIX CHCTEM
[HTEeNeKTYyaIbHI TEXHOIOTIH IS MOKPAIeHHS IHTEPaKTUBHUX MPOIIECIB B irpax

1 AHAJII3 CYUYACHOT' O CTAHY IMOCTABJIEHOI 3AJIAYI
1.1 Onuc npeaMeTHOI odJ1acTi

Bineoirpu (irpu, po3po0JieHi 111 HACTUTBHUX CUCTEM Ta MOPTATUBHUX MPUCTPOIB,
TaKUX K HOYTOYKH, TUTAHIIETH Ta CMapT(OHU) CTAIM 3HAYYLIO0 1HAYyCcTpieto 1t XXI
CTOJIITTS 3aBISKH TOMY, IIIO B 4aci BOHU MOCTIHHO €BOJIIOIIIOHYBAJIHU 1 3yMLUJIM HaB'sA3aTH
B HaIll 9ac JOMIHYIOYi Meia KyJIbTypPH.

VY nocniKeHHIX, TPUCBIYSHUX €BOJIIOIIT BiJIEOITOp, 3a3HAYAETHCS, 110 1X MOKHA
PO3IUIMTH Ha KUIbKA IOKOJiHb, 3aJIeKHO BIJl TEXHIYHUX 1 TEXHOJIOTIYHHUX 3MiH B
iHmycrpii. [7]

[Tepmie nmokomiHHs oxoruttoe nepioa 3 1971 mo 1977 poku Ta nmoB’sa3aHe 13 MOSBOIO
NOMYJIIPHUX apKaJHUX 1Irop 1 MEpHIMX IrpOBUX KOHcoJed. Jlpyre mOKOMHHS
noynHaeThes 3 BUyckoM Video Computer System xkommanieto Atari y 1977 pomi. Llei
nepioJ1 OTpUMaB Ha3BY «30JI0Ta €1oXa apKaJIHUX 1Iropy, sika TpuBaia 10 1983 poky, koau
1HAYCTpis MEPEXUIIa KpU3Yy.

VY nactynauii nepiong 1989-1996 pokiB BimOymHcs CyTTEBI yAOCKOHAJIEHHS B
obmnacTi rpadiku Ta mam'sTi, IO TO3BOJUIO CTBOPIOBATH ITPH 3 KPAIIOK0 Bi3yaIbHOIO
SKICTIO Ta CKJIAJIHIIINM I'€MILICEM.

[’sitre mokominusa (1994—-1999) Big3zHauminocs MOSBOK MOOUTHHUX TUIaT(GopM Ta
NOPTATUBHUX MPUCTPOIB s irop. Y moctoMy nepioal (1999-2004) xkomnanis Sega
MOKWHYJIA PUHOK, TIOCTYNUBIIUCH MiciieM Microsoft. CboMe MOKOJIHHSA, SIKEe TPUBAE 3
2004 poky 10 CbOTOJIHI, XapaKTEPU3Y€EThCA 3POCTAHHSIM TOMYJISIPHOCTI OHJIAWH-1TOp Ta
1rop a1 MOOUIBHUX ITPUCTPOIB.

Bineoirpu Bijl caMoro mo4arky TICHO MOB'SI3aH1 3 PO3BUTKOM HOBITHIX TEXHOJIOTIH.

[Iporpamuuii a60 NMEepBUHHUN IITYYHUI IHTEJIEKT Y BIJICOIrpax BU3HAYAETHCS SIK
HaOlp MpPOrpaMHHUX METOIB, 10 BUKOPUCTOBYIOTHCA B ITPOBOMY pPYIIii JJIS IMITallii
IHTEJIEKTY B JisX KEPOBAaHUX KOMII'FOTEPOM TEPCOHAXKIB, IO BigoOpakae OAHY 3
OCHOBHHX XapaKTEPHUCTHK IHTEJICKTY, SIKA MOJISATAE B «CIIPUUHATTI PEIICBAHTHHUX 3B'S3KiB

y KOHKPETHIN cutyarii». [2]
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IrpoBuii pymrii, sxuit kepye LI y Bineoirpax, okpim Tpaauuiiaux meroxais LI,
TaKOX BKIIIOYA€ QJITOPUTMH 3 TEOpil YINpaBIiHHSA, POOOTOTEXHIKHU, KOMII'IOTEPHOI
rpadiku Ta iHOOPMATUKH B LILJIOMY.

[TounHarouu 3 HaWTEPIIKX IrOp, TPABIIl B3AEMOISUTH 3 aBBTOHOMHUMU CYTHOCTSMU
y Bijeoirpax, SKuxX 3a3BHuail Ha3uBawTh HeirpoBumu nepcoHaxamu (NPC). NPC
HACEJIAIOTh ITPOBUH CBIT, 100 3a0€3MEUNTH 3aXOIUTIOI0YH IFPOBUI TOCBIJ, 1 TOMY BOHU
MOBUHHI OyTH MaKCUMAJIbHO PEATICTUYHUMHU Y CBOEMY 30BHIITHBOMY BUTJISII, pyXax,
Jiajorax 1 pillieHHSX. 3aJeXHO BiJl TUITY Tpu Ta ii 1miiei, LI moxxe maTu pi3Hi poui Ta
(GyHKLIT B yIIpaBIiHHI UUMU PI3HUMH 00'€KTaMU y B1A€OIDi.

OnuH 3 HAMMOMMPEHIMKUX MPUHOMIB, BIIOMUHN SIK aJTOPUTM KIHIIEBOTO aBTOMAaTa
(FSM), OyB BrpoBaKeHUM y Au3aiiH Bigeoirop Ha moyatky 1990-x pokis (puc. 1.1). ¥
FSM nu3zaitHep y3araiabHIOE BC1 MOXIIMBI CUTYaIlll, 3 IKUMH MOK€ 31TKHYTHCS IITYYHUI
IHTEJIEKT, a MOTIM MPOrpaMye KOHKPETHY peakiiito Jjsi KoxHoi cutyaiii. [lo cyi, I

FSM HeraiiHo pearye Ha Jii TpaBIlsi CBOEO 3alpOrPaMOBAHOIO MOBEAIHKOO. [7]

Pucynok 1.1 — Cxema poOOTH adropuTMy KiHIIEBOTO aBTOMaTa

VY irpax-myrepax MITYYHUH IHTEJIEKT MOKE aTaKyBaTH TpaBllsd, aje BIACTYNAaTH,
KOJIM 3JI0POB'sl aBaTtapa CTa€ HeOE3MeUHO HU3BKUM, IO MPU3BOIUTH 10 MOTEHIIIIHOTO
«KIHIA Tpr». Y Tpi Ha 0cHOB1 FSM KOHKpeTHMIT IEpCOHAX Ma€ MOXKIIMBICTh BUKOHYBATH
YOTHPU OCHOBHI 111 y BIJIIIOBI/Ib HA OTEHI[IMHI CIIEHAPIi: ITyKaTH JOTIOMOTH, YXUJISITUCS,
omykatu 1 misiti. barato Bimomux irop, Takux sik Battlefield, Call of Duty i Tomb Raider,
MICTATH ycHiuHi npukiaau po3pooku LI na ocHoBl FSM.

binbm mpocyHyTHIT METOI, SIKHIT pO3POOHUKN BUKOPUCTOBYIOTH JJISI TIOKPAIIEHHS

1HIUBITyaTi30BaHOTO IrPOBOTO JO0CBiAY, - e anroputM MonTte-Kapio.
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[HTEeNeKTYyaIbHI TEXHOIOTIH IS MOKPAIeHHS IHTEPaKTUBHUX MPOIIECIB B irpax

Anroputm MCTS OyB cTBOpeHHH, MMI00 YHHKHYTH AacHeKTy MOBTOPEHHS,
npucytHboro B anroputmi FSM (puc. 1.2). Anroputm MCTS cnouatky OIiHIOE BCl
MO>JIMB1 X0aH, 1ocTynHi NPC B nanuit MomeHT. [10TiM, AJ1s1 KOKHOTO 3 IIUX MOMJIMBUX
XOJiB, BiH aHaJi3ye BCi Mii, SKUMH TpaBemb Mir Oum BignoBictu. Ilicms mporo BiH

MOBEPTAETHCS, 1100 oiHUTH OIIHKY NPC Ha OCHOBI A1l IpaBIis.

/—> Selection — Expansion —— Simulation — Backpropagation -\

Tree Defa ult
Policy Policy

v
N\ A J

Pucynok 1.2 — Cxema po6otu anroputmy MCTS

Lleli anropuT™M WITYYHOTO IHTENEKTy OyB BUKOpUCTaHUN Kommadiero IBM ms
ctBopeHHs Deep Blue, nepmioro maxoBoro cynepkommn'rorepa.

[ToxiO6HMIT anTOPUTM BUKOPUCTOBYETHCA B 0aratbox crpaTeriynux irpax. OmHak,
OCKIJIbKA B HUX HabaraTo OUIbIlIe MOXJIMBHX XOJIB, HIX y IlIaxax, BpaxyBaTH iX ycl
HEMOXJIUBO. Y Takux irpax ainroputM MCTS BumajgkoBum 4rHOM BUOHMpAE NEAKl 3
MOJIMBHX X0[1B. B pesynbrati n1i NPC ctatoTh Habarato MeHII nepeadaqyBaHUMHU JIIs
IPaBIIiB.

OaHMM 3 XKaHPIB IrOp, B IKOMY LIMPOKO BUKOPUCTOBYIOThCA NPC 11e cuMyasiTopu.
[lepiioto TporO-CUMYJISITOPOM TpaauiliiHO BBaxkaeTbcsi The Sumerian Game, ska
Buiinia B 1964 pori. 1s rpa Oymna gyxe paHHIM NPUKIAIOM YIPABIIHCHKOT CUMYJIAIIIT,
sIKa CTaBUJIa Mepe IPaBISIMU 3aBAaHHS MOOYAyBaTH MECOIIOTAMChKE MICTO Ta KEpyBaTH
HUM.

CpOrojiHi CHUMYJSTOPH Ta IMITAIiiiHI 1rpU € OIIBII TMOMYJSSPHUMH Ta
peanicTHYHUMU, Hik OyIb-KOIHM. [X NpOoJOBKYIOTh PO3POOIATH s Pi3HUX MIaT(OPM,
BKJIFOYAIOYM KOMII'FOTEPH, BIJICOIrPOBI KOHCOJII Ta MOO1JIbHI MPUCTPOI.

Xo4a CUMYJIATOPH Ta IMITAIIHI ITPU TI03BOJISIOTH BIIBOIIKTUCS BiJ] TOBCAKICHHOT
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PYTHHH, BOHH BCE€ YacCTillle BUKOPUCTOBYIOTHCS SK IHCTPYMEHTH IJis CTYACHTIB Ta
npodecioHaliB, MO0 BIATOYYBaTH CBOI HABUYKHU. Bip>KOB1 CUMYJIATOPH a00 CUMYJISITOPH
MEHE/DKMEHTY YacTo 3yCTpIiJaroThCs B Oi3HEC-IIKOJIAX, CHUMYJISTOPH BOIHHS
BUKOPHCTOBYIOTHCS TOHIIIUKAMU, & CHMYJISITOPH TTOJIBOTIB - JJIsl HABYAHHS TLIOTIB.

B irpax-cumynstopax TBapuH rpabiii 0epyTh Ha ce0e poJib AKOICh JUKOI 1CTOTH.
Jlesiki 3 HUX MaroTh 3aXOIUIMBI Ta pO3BaKaJlbHI CIOKETH, LIKaBUX MEPCOHAXKIB 1 CKIaJHY
IrpOBY MEXaHIKy, IO IMITy€ BW)XKMBAHHS TBapuUH Yy JICI YM 1HIIOMY IPHUPOJIHOMY

CEpEIOBHIIII.
1.2 Orasia Bigeoirop-aHasoris

Jns  cknamaHHsa crnenudikamii BUMOT Po3poOJIIOBAHOTO 3aCTOCYHKY Tpeba
PO3TJSIHYTH Ta MPOAaHATI3yBaTH ICHYIOYl aJlbTEPHATUBU Ta BUAUIMTH iX IEpeBard,
HEIOMIKU. 3 YChOro Pi3HOMAHITTS MOXKIMBUX BapiaHTiB Oyio oopano Wolf Quest, The
Sims ta Microsoft Flight Simulator.

WolfQuest — e ocBiTHI cUMYISTOP, SIKUH TO3BOJISIE TPABISM BTUTUTHCS Yy BOBKA
B €II0YCTOHCHKOMY HAIllOHAJBFHOMY TMapKy. ['pa akieHTye yBary Ha €KOJIOTii Ta

MOBEIIHII BOBKIB, IPOIIOHYIOYH PEaTICTUYHE MOJICITFOBAHHS KUTTS B TUKil mpupoii. [1]

Pucynok 1.3 — O6knagunka rpu Wolf Quest y Steam

Y WolfQuest, ocobnuso B Bepcii Anniversary Edition, NPC BoBku 1eMOHCTPYIOTh
CKJIaJIHy TOBEAIHKY, IO BKJIIOYAE TMOJIOBAHHS, CHApIOBaHHSI, 3aXUCT TEPHUTOPIl Ta
B3a€EMOJIII0 3 IHIIUMH TBapHWHAMH. X04Ya KOHKPETHI TexHiuHi neraini peam3arii 11 #e

Oynu MIHUPOKO ONPWIIOAHEHI, BIJOMO, IO T'pa BUKOPHUCTOBYE TOBEIIHKOBI JepeBa

2025 p. CrtpeseBa €nm3aBeTa
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(behavior trees) s moaemoBanas aiii NPC (puc. 1.4).

Root

| |
Function m | Function | ‘ Function ‘

Pucynoxk 1.4 — Cxema po0G0OTH aNropuTMy MOBEIIHKOBOTO JIepeBa

Tabmuusg 1.1 — Xapaxrepuctuka Wolf Quest.

Po3pobHuk Eduweb

Pik Bumycky 2007; 2019 — WolfQuest Anniversary Edition

Kanp 3D cumynaTop AUKOI MPUPOIH

[Tnatdpopmu Windows, macOS, Android, 10S

TexHosorii Unity Engine

[lepeBaru 1) rpa Ma€ 3HauHy OCBITHIO CKJIQJIOBY, sIKA JI0NIOMArae rpaBIsiM

Jli3HABaTHCh HOBY iH(OMAIIIIO PO KUTTS BOBKIB y TUKINA IPUPOL;
2) IpaBLi MOXYTh IOCTIIKYBATH pi3Hi JaHImA(TH €II0yCTOHCHKOTO

HAI[IOHAJIBHOTO MAapKy 1 B3a€EMOJIATH 3 IHIIMMHU TBapUHAMU B pEAIbHOMY

qaci;

3) y TPl HassBHUHM KOOTIEPATUBHUI PEKUM, 110 TOJAE TPi COIIATTLHOTO
ACTIeKTY;

4) rpa IPOMOHYE ETaTbHY MOJIENb MOJIOBAHHS, PO3MHOXKEHHS Ta

IHIIUX ACIEKTIB KATTA BOBKIB.

Henoniku 1) oOMerxeHH]1 rpadiuyHi MOXKIMBOCTI;
2) irpoBuii mporiec 0OMeKEHUH KiIbkoMa OCHOBHUMHU MICIsIMH, 110

MOYK€E IIBUAKO HAOPHUIHYTH MPU TPUBAIOMY MPOXO/PKEHHI.

2025 p. CrtpeseBa €nm3aBeTa
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Kadenpa iaTenekryansHIX iHPOPMALIHHIX CHCTEM
[HTENeKTyaNIbHI TEXHOJIOTIH JIS TOKPAIICHHS IHTEPaKTHBHUX IMIPOIIECIB B irpax

The Sims — 1e cepist cUMyIATOPIB KHUTTS, JIe TPaBIll CTBOPIOIOTH Ta KEPYIOTh
BIpTyaJIbHUMH TepcOoHakaMu, 3BaHUMH "Cimamu'", y iIXHbOMY MOBCSIKJIEHHOMY HUTTI.
['pa no3Bossie OyayBatu OyJUHKH, PO3BUBATH Kap'epy, 3aBOJUTU CTOCYHKH Ta Oararto

IHIIIOTO.

e . 1 ‘ ‘ ==

Pucynox 1.5 — O6xnanunka rpu The Sims 4 y Steam

VY cepii The Sims, 30kpema B The Sims 3, NPC kepyroThcsi CHCTEMOIO KOPUCHOCTI
(utility system), sika 103BOJIsi€ iM MpPUWMATH PIIIEHHS HAa OCHOBI MOTOYHHUX MOTPeO Ta
O0axans (puc. 1.6). L1 cuctema BpaxoBye pi3Hi pakTOpH, TakKi SK TOJI0, BTOMA, COIiaJIbHI

noTpeOu TOIIO, 1 BU3HAYAE, SIKY JIII0 TIEPCOHAXK BUKOHAE HACTYITHOIO.

|

JUBWILIO IIAUT

bein sucha state
<

What action |

Agent

* Actions
Actuators

Pucynoxk 1.6 — Cxema poboTH anropuTMy CUCTEMH KOPHUCHOCTI
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[HTEeNeKTYyaIbHI TEXHOIOTIH IS MOKPAIeHHS IHTEPaKTUBHUX MPOIIECIB B irpax

Kpim Toro, B The Sims 3 Oyio BrpoBakeHO MOAM(IKOBAHY BEPCIO PO3ITOILTY

bonblimana, sIKUii 103BOJISIE MOJICITIOBATH TTOBEIIHKY 31 CTOXaCTUYHHUM (MMOBIPHICHUM )

BUOOpOM [iii, a He nmmie HadontumanpHimoi (1.1). Ile momae peamicTHYHOCTI B

MOBEIIHKY — MEPCOHAX1 HE 3aBXK/IM TOBOJSATHCS PAIllOHATBHO.

U(ai)

e
P(a;) = ) (1.1)
xje T
ne  P(a;) — iimMoBipHicTs BHOODY il ;]
U(a;) — xopucHicTs (utility) abo orinka i€l mii;
T — Temneparypa, 110 KOHTPOJIIOE «BUITAJIKOBICTEY BHOODY.
Tabmuusg 1.2 — Xapakrepuctrka rpu The Sims.
Po3pobHuk Maxis
Pik Bumycky 2000
Kanp CUMyJIATOp KUTTA
[Tnaropmu Microsoft, macOS, PlayStation, Xbox, Nintendo
Texnomorii Brnachi pymii Maxis
IlepeBarn 1) the Sims no3BoJsie TpaBIsSIM CTBOPIOBATH BIIACHI iCTOPIi, OyayBaTH
Oy/ZMHKHU Ta B3a€EMOJIIATH 3 IHIIUMH [IEPCOHAXKAMH, 1110 JIA€ BEIHUYE3HY
CBO0O/Ty B IrpOBOMY TPOIIECI;
2) rpa Ma€ MPOCTUH 1 IHTYITUBHO 3pO3yMLIHil 1HTEpEIIC, 1110 POOUTH
il TOCTYIHOO JUIsl IIUPOKOT ay IUTOPIi;
3) peaslicTHYHa CUMYIIALIS eMOIIill Ta B3aeEMOJiil MixK IEpCOHaKaMU
CTBOPIOE 3HAYHY TJIMOUHY AJIS TPH, 1110 JI03BOJISIE 3aHYPUTHCS B IIPOIIEC.
Henoniku 1) 0arato BayJMBUX (PyHKIIIH 1 KOHTEHTY JOCTYIIHI TUIbKU Yepes3
JTIOTATKOBI TTAKETH PO3ITUPEHHS, 1110 MOXKE OyTH HE3aOBITLHUM IS
JeSIKUX TPaBIIiB.
2) BIJICYTHICTb CEpHO3HMX 3aB/IaHb.

Microsoft Flight Simulator — e BucokopeadicTHYHH aBiallifHUN CHUMYJIATOP,

KWW BUKOpPUCTOBYE naHi 3 Bing Maps Ta xMapHi oOuucnenns Microsoft Azure mis

2025 p.

CrtpeseBa €nm3aBeTa
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Kadenpa inrenexkryanbHux iHGOPMAIIHHUX CUCTEM
[HTeNeKTyaNBHI TEXHOJIOTIH IS MOKPAIIEHHS IHTEPaKTUBHUX MPOIIECiB B irpax

CTBOPEHHS IeTaIbHOT0 300pakenHsa 3emii. ['pa mponoHye peanicTuuHy Gi3UKy MOJIbOTY

Ta MOTOAHI YMOBHU B peajbHOMY Yaci.

Pucynox 1.7 — O0Oxnanunka rpu y Steam

Y Microsoft ~ Flight  Simulator BukopucToBy€eThCS  KOMOIHAISl ~ XMapHHX
0o0YHuCIeHb, MAIMHHOTO HAaBYAHHS Ta IITYYHOIO I1HTENEKTY JUIsl CTBOPEHHS
peamictuyHoro cBiTy. Kowmmanis Blackshark.ai po3pobuna cuctemy, sxa anamizye
CYMYTHUKOBI 3HIMKH Ta (hOTOTpaMMETpHUUHI JIaHi, 100 aBTOMaTUYHO reHepyBatu 3D-
MoIelTi Oy TiBeIb, IEPEB Ta 1HIINX 00'€KTIB.

Hus NPC, Takux 4K JAWCHETYEPU TMOBITPSHOTO pyxXy Ta Macaxupu,
BUKOPUCTOBYEThCS TexHoJorist Azure Cognitive Services Jisi CTBOPEHHS TPUPOTHOTO

CHUHTE3y MOBH Ta moBeninku (puc. 1.8).

processor front-end

Image uploads o r— ° ° e
- W7 AN R , *
i > > (3 ‘_"E
Azure

»
] i
I
I

Storage Azure Blob
account Storage

“ Event trigger API / event Data storage Web or mobile

Azure Azure
Event Grid Functions Cosmos DB

Computer

Microsoft Vision API
Azure

Pucynoxk 1.8 — Cxema po6otu Azure Cognitive Services
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Tabmums 1.3 — Xapakrepuctuka rpu Microsoft Flight Simulator.

Po3pobuuk Asobo Studio

Pik Bumycky 2020

Kanp ABIiaIiiHANA CUMYJISTOP

[Tnardopmu Windows, Xbox Series X/S

Texnomnorii Brnacuuii pymriit Asobo, Microsoft Azure Al, Bing Maps

[lepeBaru 1) OJIMH 3 HAWOUTBII PEaTiICTUYHMX aBiallilHUX CUMYJIATOPIB HA PUHKY

3 BIIMIHHOIO TPadiKor0 Ta TOUHO (Pi3HKOIO MOIBOTY;

2) BUKOPUCTAHHS PEATbHUX JJAHHX;
3) METEOPOJIOTIYHI YMOBH B pealbHOMY 4aci;
4) rpaBIli MOXKYTb JIETITH Pa30M 3 IHIIUMH y 0araTOKOPUCTYBALBKOMY
pexxumi
Henoniku 1) BHCOKI CHCTEMHI BUMOTH;
2) BHCOKa BapTiCTh;
3) BiJICYTHICTB CIOXKETY.

1.3 IlocTanoBKA 3aaau4i

3anponoHoBaHa Bifieorpa € 3D-CUMyISITOPOM ITUKOI MPUPOJIU, Y SIKOMY TpaBellb
Ma€e 3MOTYy CIOCTEpIraTH Ta B3a€EMOJIATH 3 BIPTyaJIbHUM CEPEAOBHILEM, HACEIECHUM
PI3HUMHU BHJIaMH JIUKUX TBapyH. Ha BinMiHy BiJ KJTACHUYHUX CUMYJIATOPIB, JI¢ TTOBEIHKA
TBAapWH 3a3BUYail 33/1a€ThCS Yepe3 Harepe ] MpoIucaHi ClieHapii, y 1l Tpl BAKOPUCTAHO
HiAXiJD 13 3aCTOCYBaHHSAM MAIIMHHOTO HaBYaHHI — 30KpeMa, Oiomiorexku Unity ML-
Agents — nns CTBOpEHHS AaBTOHOMHHMX areHTIB 13 MOJMJIMBICTIO ajamnTailii 10
cepenopuiia. Koxxen NPC nepcoHak € aBTOHOMHUM areHTOM, SIKWUM yXBaJIIO€ PIIICHHS
Ha OCHOBI BJIACHOTO JIOCBIy, BHYTPIIIHIX MOTPEO Ta MOTOYHUX YMOB CEPEIOBHUIIIA.

AKTyanpHICTh 11i€1 poOOTH TOJISITae y TOTPed1 CTBOPEHHS 1HTEPAKTUBHUX 1TOP

HOBOTO TMOKOJIHHSA, B SIKUX BIPTyaJbHl ICTOTH (TBApUHH) TMOBOASTHCS HE 5K

2025 p. CrtpeseBa €nm3aBeTa
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Kadenpa inTenexryansHuX iHPOPMAIIHHIX CHCTEM
[HTEeNeKTYyaIbHI TEXHOIOTIH IS MOKPAIeHHS IHTEPaKTUBHUX MPOIIECIB B irpax

3amporpaMoBaHi 00’ €KTH, a K aJaNTHUBHI areHTH 3 €JICMCHTAMH CaMOHABUYaHHs. Takuit
M1IX17] 703BOJIsi€ (DOPMYBATH OUIBII MPUPOJHY CUMYJIALIIO TUKOI IPUPOIU Ta ITiIBUIIY€E
SAKICTh TEUMEPCHKOTO JIOCBITY.

O6’exToM KBasidikaiiiiHoi podoTH € mpoliec MoaeoBaHHs MoBeaiHKU NPC y
CUMYJIATOP1 AUKOI PUPOJIH.

[Ipenmerom kBamidikamiiHoi poOOTH € HEUPOHHI Mepexl I CTBOPEHHS
peasliCTUYHO1T TOBEIIHKH ITPOBUX areHTIB.

Meroto poOOTH € TOKpalleHHs 1HTEPaKTUBHHUX IPOIIECIB B irpax 3a paxyHOK
po3poOku cumyisTopa Aukoi npupoau 3 NPC, moBemiHKa SIKMX MOJETIOETHCS 3a
JIOTIOMOT'OX0 HEHPOHHHUX MEPEXK, 110 JI03BOJISIE CTBOPUTHU IHTEPAKTUBHUYN Ta TMHAMIYHUAN
ITPOBHUIA CBIT.

JIJIst MOCSATHEHHS TIOCTABJICHOT METH BU3HAYCHO TaKi 3aBIaHH:

—  JIOCHITUTH ICHYIOUl CHUMYJISITOPU JHUKOI TPHUPOAM Ta MpOaHAi3yBaTH

niaxoau 10 nodyaosu noseainku NPC;

—  o3HaiiomuTHCs 3 MokiuBOcTsME Unity ML-Agents Toolkit;

—  peamizyBaTtu HaB4aHHsI NPC;

—  TPOBECTH TE€CTYyBaHHS, 310paTu JaHi NMpo €(PEeKTUBHICTh HABYAHHS ITPOBUX

areHTIB.
BucnoBku 10 po3aiay 1

VY nepmomy po3autt Oyio 3A1HCHEHO aHali3 MpeAMETHOI 00JacTi, a came OyJo
MpOBEJIEHO POOOTYy 3 MOIMIYKYy Ta O3HAWOMIICHHS 3 Tally33l0 PO3pOOKH BiJICOIrop,
CyYacHUH CTaH IHIYCTPIi, a TAKOXK 3B’S30K 3 BUKOPUCTAHHSAM IITYYHOTO THTEICKTY IS
MOKpAIIeHHs] KOPUCTYBAIbKOIO JOCBIAY Y BiJ€oirpax 4epe3 HaBUaHHA HEITPOBUX
MIEPCOHAXKIB.

Byno 3miificHeHO oOrJsia, a TakKoXK TMOPIBHSUIBHUNA aHaMi3 Ta JOCHIIKEHHS
TEXHOJIOT1 HEMPOHHUX MEPEX JJI aHAJIOTIB BIJCOITOP Y XKaHP1 CUMYJISATOP, TAKUX SK
Wolf Quest, The Sims Tta Microsoft Flight Simulator. BctanoBneno, mo Ha gaHui

MOMEHT HE3BaXKalOUM Ha TE€ LIO0 PUHOK B1JI€OITOp aKTUBHO PO3BHUBAETHCS, ITPHU KaHPY

2025 p. CrtpeseBa €nm3aBeTa
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Kadenpa inTenexryansHuX iHPOPMAIIHHIX CHCTEM
[HTEeNeKTYyaIbHI TEXHOIOTIH IS MOKPAIeHHS IHTEPaKTUBHUX MPOIIECIB B irpax

CUMYJIATOP HE € XAHPOM 3 aKTUBHHM PO3BHTKOM 1 TIOMYJISIPHICTIO, Yepe3 HecTauy
PI3HOMAHITHOCTI Ta BEJIUKOro BHOOPY came JJIsi CUMYJIATOPIB JUKOI Mpupoau. bymm

BU3HAUYCHI METa, aKTyaJIbHICTh Ta 3aBJIaHHS POOOTH.
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Kadenpa inTenexryansHuX iHPOPMAIIHHIX CHCTEM
[HTEeNeKTYyaIbHI TEXHOIOTIH IS MOKPAIeHHS IHTEPaKTUBHUX MPOIIECIB B irpax

2 BUBIP TEXHOJIOTTI JJTISI PEAJIIBAILT ITHOOPMAIIMHOI CHCTEMHA

[IpaBunpHui BHOIp TEXHOJOTIYHOTO CTEKYy € KIIOUYOBUM €TaroM Yy TIpoleci
CTBOpPEHHs cydacHOi 3D-Bifieorpu, OCKIJIBKM BiH O€3MOCEepeHbO BIIMBAE Ha SIKICTh
Bi3yamizalli, NPOAYKTUBHICTb, MOXIMBOCTI peadi3alii IITy4YHOTO IHTENEKTy Ta
MaciTaboBaHICTh MpoekTy. I1i yac 1poro eramy OyJio MpOBEACHO ACTaIbHUN aHATI3
HAsIBHUX TEXHOJOTIA 3 ypaxyBaHHSIM OCOOJMBOCTEH pPO3POOKH CHUMYJISTOpa JUKOI
npupoau, crenudiku B3aeMoxii 3 NPC-mepcoHakamMu Ta MOTped y BHKOPHCTaHHI
HelpoMepeKeBUX MOeNiel A IXHbOIO HaBYaHHS.

VY 1upoMy po3aiii NpeaCcTaBIeHO OCHOBHI TEXHOJIOTTYHI KOMIIOHEHTH, 00paHi JJist
peamizamii rpu: pymid s po3podku 3D-cepenoBuiia, MOBY MpOrpaMyBaHHS,
010J110TEKM MAalIMHHOTO HaBYaHHS, CHUCTEMY Mg TpeHyBaHHS ML-areHrtiB, a Takox
IHCTPYMEHTH 11 CTBOPEHHS KOPHUCTYBAIbKOIO 1HTEp(EHCy Ta HajJaroJKeHHs

MOBEJIIHKY MITYYHOTO 1HTEJICKTY.
2.1 BuOip pyuuis ais po3pooku 3D rpu cumyasitopa

Bubip pymiist nms cTBOpeHHs Oynb-sIKOT BiJIEOTPU € HAI3BUYAMHO BAKIMBUM
eTanoM. BiH € 0JJTHUM 13 KJIFOUOBHX €TalliB, 1110 0€3M0CepeTHhO BIUIMBAE HA BC1 aCIIEKTH
NPOEKTY — BiJ TEXHIYHOI peajizamii g0 BI3yaJIbHOI SIKOCTI, MPOJYKTUBHOCTI Ta
MO>JIMBOCTeN MaciTaOyBanHs. [IpaBuiibHO Mimi0panwmii pyriit 3ade3neuye po3poOHUKIB
HEOOX1THUMU 1THCTPYMEHTAMH 7151 €(DEKTUBHOT MOOYA0BH ITPOBUX MEXaHIK, YIPABIIHHS
rpadikoro, CTBOPEHHS IITYYHOTO 1HTEJIEKTYy Ta peajizailii 1HTepaKTHBHHX CIICHapiiB.
Came TOMY aHali3 OCOOJMBOCTEH CyYacHMX pPYIIiB € KPUTHYHO BAXKIWBHUM IS
OoOTpyHTOBAHOT'O BUOOPY IIaTHOPMHU, KA HAWKpallle BiAMOBIIATUME IIJISIM 1 3aBAaHHSIM
IPOEKTY.

B cdepi po3pobku Bifeoirop JABoMa HAMBIAOMIIIMMHU 1 HAUTIOMYJSIPHIIIUMU
pyuisimu 1t po3pooku € Unity Ta Unreal Engine.

[Tnarpopma  Unity  BUKOPUCTOBYETHCS  JUIS  CTBOPEHHS  JBOBHMIpPHHX,

TPUBUMIPHUX BIACOIrOp, BIJEOITOp BIPTyaldbHOI Ta JOMOBHEHOI PEAJIbHOCTI Ta IHIIUX
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cumyJsiii. Pyt cnouatky OyB 3amymienuid y 2005 potii At CTBOPEHHS BiJeoirop, a
3rogomM OyB MpOJaHUM B 1HIII raidy3i, BKIIOYAOUX KIHO Ta BUPOOHUIITBO aBTOMOO1IIB. Y
2022 pomi Unity nongana go Habopy iHctpymeHTiB Unity Software mociayru XocTHHTY
cepBepiB Ta miadopy irop, a B 6epesni 2023 poky KOMIaHis OroJIOCHIIA TIPO 3aIyCK PUHKY
JUIsl aKTUBIB, CTBOpeHuX 3a nonomororo I, Bkitowaroum mnepcoHaXkiB, OTOYEHHS,

aHIMaIliIo Ta 3ByKOBI €(EKTH.

@ Unity

Pucynok 2.1 — Jlorotun pymurist Unity

Cepen HaWOUIBII YCHIITHUX Ta MOMYJSPHUX BiA€oirop, ski Oyiu CTBOpEHHI 3a
nornomororo pymriss Unity BunuisitoTh Pokemon Go, The Forest ta Cuphead. 3
nepenniueHnx npukiaaiB irop Pokemon Go € MoGiIbHOIO TPOIO JOTIOBHEHOT peaabHOCTI,
s sxoi Unity 3a0e3neunB kpocruiatgopmeny miarpumky (i0S 1 Android), mBuakuit

pernepunr 3D-rpadiku Ta iHTErparito 3 kamepamu st AR-dyHkiionany (puc. 2.2).

Pucynox 2.2 — Ilpukiiag BUKOPUCTAaHHS JOTIOBHEHOI peabHOCTI y Tpi

B Toii uac The Forest € rporo Ha BU>KMBaHHS BiJ IEPILIOT 0COOU, OCOOIMUBICTIO SIKOT

€ BEJIMKUM BIIKPUTHUHN CBIT, MPOCYHyTa CUMYJISIIiS BUXKMBAHHS Ta CKJIaJHa IMOBEIHKA
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HEITPOBHX MepcoHaxiB (puc. 2.3). Y rpi Oyio peaaizoBaHO CKIATHY CHCTEMY IMITYYHOTO
iHTeneKTy /st kepyBaHHs NPC, sika 0a3yeTbcs Ha MOEIHAHHI KJIACUYHUX aJITOPUTMIB
NOBEIAIHKM 3 MOXJIMBOCTSIMU pymniss Unity. MeTowo 1i€i cucTeMH € CTBOPEHHS
MEPEKOHIMBOI MOJEJI TIOBEMIHKKA BOPOXKHMX ICTOT (HANpUWKIA, KaHiOamiB), ska O

3a0e3nevyBasia JUHAMIYHUM, aJallTHBHUM 1 ICUXOJIOTIYHO HAMPY>KEHHUM 1IrPOBHI TOCBI.

Pucynok 2.3 — Crena rpu

Jis rpu Cuphead, oo mae perenbHO ompanboBaHy 2D-aHimalliio Ta morpedye
BHUCOKOi €(QEeKTUBHOCTI TMPU BIATBOPEHHI CKIAAHUX BizyanbHuX edekrtiB, Unity
3a0e3Me4nB TaKl CyTTEBI IEPEBAry SIK 3aTHICTh €(PEKTUBHO MpaioBaT 3 2D-aHimManiero,
MOXXJIMBOCTI  JUIsl  iHTerpamii aHiMamiii 1 (Qi3uKu, a TakoXk 3a0e3MeueHHS
MYJIBTHILIAT(OPMHOCTI, IO CIPHUSIO YCIIITHOMY 3alyCKy TPH Ha PI3HUX MPHUCTPOSX

(puc. 2.4).

Pucynox 2.4 — O0xnmanunka rpu y Steam
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Tabmuis 2.1 — IlepeBaru ta Hepomiku Unity.

IlepeBaru 1) Ma€ MPOCTUH Ta 3py4HHi iHTEepdelic, Mo MiIX0AUTh JJII HOBAUKiB
Ta pO3pOOHUKIB CEPEAHBOTO PiBHS;

2) niaTpuMye moHaj 25 miatdopM, BKIIOYAIOYH MOOUIBHI TIPUCTPOT,
IIK, xoncoui, Be0, AR/VR;

3) JI03BOJIsIE CTBOPIOBATH HaBYAJIbHI cepenoBumia 1yt NPC Ha ocHOBI

MAaIlllTMHHOI'O HABYAaHHS.

Henousikn 1) He miaTpumye hoTropeanicTuuny rpadiky Ha BUCOKOMY PiBHI,
2) BEJIMYE3HI CIIEHM Ta BEJIHKI MPOEKTH MOXYTh HOTpeOyBaTH

JIOJATKOBOI onTUMi3arii.

Unreal Engine mintpumye BucOKosikicHy 3D-rpadiky 3aBIskd BUKOPHUCTAHHIO
MOTY>KHUX PEHICPUHT-TIpOrpaM Ta cucteMu (izuku. Bin OyB po3po0ieHuil KoMIaHie
Epic Games i Bnepme npeacraienuii y 1998 pomi. Unreal Engine Bim3HadaeThcs
BUCOKHM pIBHEM TMPOAYKTUBHOCTI, SIKMWA 3a0e3nedye JAeTalibHy Bi3yali3allilo Ta
1HTEepdeicH 111 CTBOPEHHS CKIIAHUX 1TOP.

OnHoro 3 HailBiIOMIIIUX irop, po3poOieHux 3a gomomoroto Unreal Engine €
OararokopucTyBallbka MysibTUILIeEpHa rpa Fortnite. Fortnite moOymoBana Ha TeXHOJIOT1i
Unreal Engine 4, sika HaJjae BUCOKY SIKICTb Ipadiku, MIATPUMKY JJI BEJIMKUX BIAKPUTHX

KapT Ta IHTEPAKTUBHUX 00'€KTIB, TAKKX SIK OyaiBII, 3eMJIs Ta peameTH (puc. 2.5).

Pucynox 2.5 — Jlorotun rpu

[Ile omHOO BiOMOIO TPOIO, sika OyJia po3podiieHa 3a nonomororo Unreal Engine €
poaboBa 0oiioBa Tpa 3 BigkputuM cBitom — Hogwarts Legacy (puc. 2.6). Unreal Engine

3MaTHUM MATPUMYBATH BEIUKI BIJKPUTI CBITH, IO € BAXIWBHUM I TaKUX Iirop, Je
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TpaBIli MOXKYTh JOCHI)KYBAaTH BEJIMUYE3HI JoKallii. [[BUTyH MiATpUMY€ BUCOKHUI PIBEHb
onTuMi3alii, 0 J03BOJISIE MPAIIOBATH 3 BEIMKHUMH 00CATaMM JTaHUX Ta CKJIAJHUMU

CIIEHapISIMHU.

POKRT r\'\ GAMES

)

Pucynox 2.6 — O0xmanuaka rpu y Steam

[I1e oxna rpa Unreal Tournament Oyia po3po0iiena Ha 6a3i pymis Unreal Engine,
Akui 3a0e3medyBaB BHUCOKY rpadiyHy SKICTh 1 JO03BOJISIB CTBOPIOBAaTH BEJIHKI,
JeTani3oBaHi apeHu 1y 00iB (puc. 2.7). I'pa Oyna cTBOpeHa 3 Opi€HTAIli€l0 Ha

0araToKOpHUCTYBALILKUI PEKUM, JI€ TPABLIl MOTJIM 3MaraTucs y pi3HUX THIaxX MaTyiB.

Pucynox 2.7 — OOxanuHka rpu
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Tabmuis 2.2 — Ilepesaru ta negoiiku Unreal Engine.

IlepeBaru 1) 3a0e3nevuye HEHMOBIPHO ACTAIbHY 1 peadicTH4Hy Tpadiky, 10
JI03BOJISIE PO3POOHHMKAM CTBOPIOBATH IrpU 3 BPAKAIOUMMHU Bi3yalbHUMH
edekTamu;

2) Mae BOYI0BaHI IHCTPYMEHTH ISl CTBOPEHHS MYJIbTHIUICEPHUX 1TOP
3 BUCOKOIO €(DEKTUBHICTIO CHHXPOHI3aIlil Ta HU3bKOKO 3aTPUMKOI0;

3) Mae yHIKanbHy TexHosorito Blueprints Visual Scripting —
Bi3yalbHUH 1HTEepQeic 111 CTBOPEHHS IrpOBOi JIOTIKK 06e3 HeoOXiaHOCTI

[IporpamMmyBaTH BpYUHY.

Henmousikn 1) JUTSL pO3POOKH BEIMKHUX MPOEKTIB MOTPiOHI MOTYKHI KOMIT'IOTEPH;
2) irpu, po3po6:eni Ha Unreal Engine, 9acTo MaroTh BHILI BUMOTH 10
rpadidHUX KapT i MPOIecopiB;

3) oOMexeHa TOKyMEHTallis JUIsl [IEBHUX 1HCTPYMEHTIB.

Tabmuusa 2.3 — Xapaxrepuctuka pyuriiB Unity Ta Unreal Engine.

XapakTepucTHKA Unity Unreal Engine
OcHoBHA moBa | C# C++
NporpaMyBaHHSs
Inargpopmu [Tonan 25 nnardopm [Tonan 20 tardopm
Tunu Bigeoirop 2D/3D, iuai Ta komepiiiHi | 3D, doTopeamicTHuHI  irpH,
IIPOEKTH AAA npoektu
I'padixa [Mintpumye 2D Ta 3D rpadiky | Bucokoskicna 3D rpadixka,
doTropeanicTUUHI €PeKTH
Incrpymentn Al ML-Agents Behavior Trees
Pecypcu Unity Asset Store Unreal Marketplace
MacimiTadOBaHICTDL IligxoauThk A HeBeNMKHMX Ta | IligXOomuThs WIS BEIUKUX,
CepeHIX MPOEKTIB CKJIQJIHUX TPOEKTIB (AAA)

OO6uaBa IHCTPYMEHTH MAalOTh TMOTY)XHMM (YHKIIIOHAN, UIUPOKHN CIEKTP
MOXJIMBOCTEH 1 aKTHUBHY CHUIBHOTY KopucTyBauiB. Unreal Engine nemoHcTpye

BUHSATKOBY SIKICTh Tpa(iKi, MICTUTh PO3BHHYTY CHUCTEMY Bi3yaJbHOTO MPOTpaMyBaHHs
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Blueprints, a Takox € TOMyJSIPHUM cepell PO3POOHUKIB BUCOKOOIOKETHHUX 1TOpP.
Boanouac Unity BUpi3HS€THCA OUIBLION THYYKICTIO Y CTBOPEHH1 KPOCIUIAT(POPMHUX
JOMATKIB, TMPOCTIIIUM 1HTEpdercoM, MHUPOKUMHU MOXKJIUBOCTAMH JUIsS IHTErpamii 3
CUCTEMaMHU MAaIIMHHOrO HaBuYaHHA (30kpema ML-Agents) Ta MEHIIMMHU BUMOTaMH [0
anmapaTHoro 3a0e3ne4yeHHsl.

3 orsAay Ha Il MPOEKTY OyJio BupimieHo oOpatw UNity sk OCHOBHHU PYIIIiii.
Moro niarpumka ML-Agents, 1OCTynHICTh JUIsl MOYATKIBIIB, H00pa JIOKyMEHTAIlis Ta
aKTHBHA CIUJIBHOTA 3a0e3MeuyroTh 3py4dHi yMoBHU aiisi HaBuaHHsd NPC 3a gomomororo

MAaIlIMHHOTO HAaBYaHHSI Ta MOJAJIBIIO1 IHTETpallli B IrPOBE CEPEIOBUIIIE.
2.2 Bulip MoBM nporpaMyBaHHA

VYemimHa peanizaiiisi BiIEOITPOBOTO MPOEKTY 3HAYHOKO MIPOKO 3AJICKUTh BiJl
MPaBUJILHOTO BUOOPY MOBH IPOTpaMyBaHHS, OCKIJTbKM BOHA BHU3HAYA€ CTPYKTYPY,
MPOIYKTUBHICTh, MOJIMBICTh IHTETpallii 3 pyIIEM Ta 30BHIMIHIMUA O1071i0TeKaMHu.
BpaxoByroun cnemudiky Opoekty —  OyJO  MpoaHaT30BaHO TPU  MOBH
nporpamyBants: C++, Python ta C#. Huxue MPEACTABICHO MOPIBHSUTHHY

XapaKTEPUCTHUKY WX MOB 3 TIOTJISTY JOIUIBHOCTI IX BUKOPUCTAHHS B TAHOMY KOHTEKCTI.

Tabnuus 2.4 — IopiBHSUIBHUI aHAII3 MOB MPOTPaMyBaHHSI.

XapakTepucTHKA C++ Python C#

IIpoaykTUBHICTH Bucoka Hwuspka Bucoka

HpOCTOTa Huspka, ckmagauii | Bucoka, CepenHs, 00’€KTHO-

BHKOPHCTAHHS CHUHTAaKCHUC IHTYITUBHUH Op1EHTOBAHMUN M1IX1]T

CHUHTaKCHC

Cdepa 3acrocyBaHHS AAA-irpu, Al, Po3po6ka irop y Unity,
CHCTEMHE IPOTOTHITYBaHHS, | AECKTOM-JOJaTKH
IIporpamyBaHHs 00poOKa JaHux

IHTe[‘pauiﬂ 3 ML [Totpebye pyunoi | Benuka «kinbkicTs | MoxnuBa depe3 ML-
iHTerparmii 610moTex Agents y Unity
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Kinens Tabmumi 2.4

IMigrpumka Unreal Engine Jlume wepe3 cropouni | Unity

pywiiB IHCTpYMEHTH

CkJiaaHicTb Bucoxka ckianHicTh IIpocra peanizamis Ta | 30anancoBaHa, Mae
aaBuannss NPC TPEHYBaHHS MOJCIICH | 3py4HHH iHTEpdeiic

[Tonpu BuCOKYy MpoayKTUBHICTH C++ Ta HOro MIMPOKE 3aCTOCYBAHHS Y BEIMKHUX
KOMEpPLIMHUX MPOEKTaX, LI MOBAa BHMAara€ 3HAYHUX pPECYpPCiB Ha HaJlalllTyBaHHS,
pPO3rOpTaHHs Ta BIJIArOKEeHHs Koay. KpiM TOro, CKIaaHICTh IHTErpalii 13 Cy4acCHUMHU
010J110TeKaMH IITYYHOTO 1HTEIEKTY, 10 HamucaHl nepeBaxxHo Ha Python, yckmagnioe ii
BUKOPHCTAHHS B MeXaX MPOEKTY 31 CKIaIHOIO0 NoBeIiHKOI0 NPC.

Python, 31 cBoro 00Ky, iJIeajibHO MIAXOAUTH JJIsI peati3allii MalllMHHOTO HaBYaHHS
Ta MPOTOTUITYBAHHS AJITOPUTMIB, OJIHAK HMOTO HU3bKA MPOAYKTHUBHICTH 1 BIJICYTHICTh
MOBHOINIHHOT MIATPUMKU y pymnisx ais 3D-irop pobuth HOro MajnomnmpugaTHUM SIK
OCHOBHY MOBY JIJIsl BIJIEOTPH 3 MOBHOLIIHHOIO I'Pa(iKOI0 B peajbHOMY Yaci.

C# mnoemnye y co0i mepeBard 00'€KTHO-OPIEHTOBAHOI apXITEKTYPH, BHCOKY
edekTuBHICTh B ekocucteMi Unity, mpocToty peanizauii joriku rpasus 1 NPC, a takox
MO>KJIMBICTh 3py4HOro mifkiatoueHHs ML-monymiB yepe3 Unity ML-Agents. Benuka
CHUIBHOTA, SIKICHA JTOKYMEHTAllisl Ta HaTUBHA 1HTErparlis 13 pymieM Unity 103BOJISIOTH
3HaYHO MPUIIBUIIIATH PO3POOKY, ONTHUMI3yBaTH BUTPATH Yacy Ta YHUKHYTH 0aratbox

TEXHIYHUX TPY/IHOIIIIB.
2.3 Bu0ip 0i0/1i0TE KM MAIIMHHOTO HABYAHHSA

[Ipu po3poOiii rpu-cumyiaropa 3 HaByaHHsM NPC TBapuH KJIIOYOBY poJib BIJIITPae
npaBuIbHUN BHOIp 0101I0TEKM MAlTMHHOTO HaBYaHHA. Byno mpoBeneHO aHaii3 HU3KHU
cydacHux ML-616mi0Tek. OCHOBHI KpUTEPii BiI0OPY BKIIIOYAIOTH MIITPUMKY HAaBYaHHS 3
OiAKPIMUIEHHSM, 1HTerpanito 3 pymieM Unity, J0KyMeHTallit0, aKTUBHICTh CIIUJIBHOTH Ta
MO>KJIMBOCTI Bi3yasti3allii mporecy HaBuYaHHS.

Unity ML-Agents ToolKit. ML-areHTr A03BOJISIIOTH irpaM Ta CHMYJISIISIM
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CIIYyTyBaTH CEPEJIOBHINEM ]I HABUAHHS 1HTEJICKTyalbHUX areHTiB B Unity. HaBuanns
MOXKHa TPOBOAUTH 3a jomomororo reinforcement learning, imitation learning,
neuroevolution a6o Oyap-sSKMX IHIIUX MeTOMiB. HaBueHi areHTH MOXYyTh OyTH
BUKOPHUCTaHI JJs 0ararb0X BHIMAJKIB BHUKOPUCTAHHS, BKJIIOYAIOYM YIPABIIHHA
noBeiHkoro NPC (y pi3HHMX HalallTyBaHHSAX, TAKUX SIK MYJIbTHAr€HTHI Ta 3MarajbHi),
aBTOMATH30BaHE TECTyBaHHS 301pOK TpH Ta OI[HIOBAHHA PI3HUX PIlIEHb IrPOBOTO
JIA3alHYy [epe]] BUILYCKOM.

Unity ML-Agents Toolkit moemHye MOXIHBOCTI JBOX MOB IPOrpaMyBaHHS:
Python, sikmii BUKOPHCTOBYETBhCS Ui HaB4YaHHS Mojeneil, Ta C#, mo 3abe3nedye
1HTerpaiito 3 cepenopuiieM Unity. ApxiTeKTypa IHCTpyMEHTapito moOyaoBaHa Ha OCHOBI
Python API, mo 3a cBoewo crpykrypoto Haragye OpenAl Gym, i1 mo3Boise
BUKOPHCTOBYBATH Cy4YacHI alrOpUTMHU HaBYaHHS 3 MIAKPIMJICHHIM, peai3oBaHi Ha 06a3i
PyTorch a6o TensorFlow.

Cepen xmrouoBux ocobmuBocteid ML-Agents — miarpumka anroputmis PPO, SAC
Ta imiTatuBHOro HaB4yaHHs (Behavioral Cloning), a Takox BOymoBaHi 3aco0u Jist
Bi3yaJi3alli MOBEIIHKHM areHTIB y pealbHOMY 4aci. [HCTpyMEHT aKTUBHO MIATPUMYETHCS
PO3pOOHUKAaMM Ta MOCTIHHO OHOBIIIOETHCS Pa30M 13 HOBUMHU Bepcisimu Unity.

OpHi€r0 3 BaroMux nepeBar € MOXJIMBICTh €KCIOPTY HAaTPEHOBAHUX MOJENEH y
dopmati ONNX, mo no3Bosisie 3amyckatu inference 0e3 HEOOXITHOCTI AKTHUBHOTO

Python-cepenoBuiiia mij yac BUKOHAHHSI TPH.

Learning Environment

Pucynok 2.8 — Cxema pobotu ML-Agents
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TensorFlow miarpuMye sik HU3BKOpPIBHEBI OOYHCICHHS Ha OCHOBI Tpadis, Tak i
BrucokopiBHeBl APl (Hanpuxnazn, Keras) mis mBujakoi moOy10BU HEMPOHHHX MEPEK.
OcHOBHOIO MOBOIO BUKOpHcTaHHs € Python, ane Takox icHytoTh oOroptku st C++,
JavaScript, Java Tormo, mo 703BOJISIE 3aCTOCOBYBATH MOJIEl B PI3HUX CEPEIOBHUIIAX,
BKJIFOYHO 3 MOOUTFHUMU J0JIaTKaMH Ta BeOriaThopmMamu.

Bin aktuBHO miaTpumyetrbcs B ML-Agents Toolkit, mo mno3Bosisie TpeHyBaTH
areHTiB 3a JOMOMOIOI0 TJIMOOKOro HaBYaHHS 3 MiAKpirieHHsM. TensorFlow Ttakox
niaTpumye excropT wmojened 'y ¢opmar SavedModel un ONNX, mio mae 3mory

e(EeKTHUBHO IMIUIEMEHTYBATH HABUECHY NIOBEAIHKY y camiil rpi.

TRAINING DEPLOYMENT

‘ Read & Preprocess Data | ( TensorFlow Serving ‘

tf.data, feature columns Cloud, on-prem

N

‘ tf.keras ‘ ‘ Prgmade

‘ Distribution Strategy

\ =oAL )
*A*\*P Other Language Bindings ‘

‘ CPU ‘ GPU ‘ TPU | C Java, Go, C#, Rust,R, ...

Pucynok 2.9 — Cxema po6otu TensorFlow

TensorFlow Lite 7 ‘
Android, i0S, Raspberry Pi

TensorFlow.js ) ‘
Browser and Node Server

PyTorch — ne mnoBHOdYHKIIIOHATBHHMNA (PEUMBOPK IS MOOYIOBH MOJEICH
ITMOOKOTO HAaBYaHHS, SKUH € PIZHOBUAOM MAIIMHHOTO HAaBYaHHA, IO MIMPOKO
BUKOPUCTOBYETHCSI B TAKHUX JIOAATKAaX, K PO3Mi3HaBaHHS 300pakeHb Ta 00poOKa MOBH.
Hanucanuii Ha Python, BiH BIZHOCHO NpPOCTMH Yy BHUBYEHHI Ta BUKOPUCTAHHI IS
OUTBIIOCTI PO3POOHUKIB MaIIMHHOTO HaBuaHHs. PyTorch BupI3HSETBCS YyHOBOIO
MIATPUMKOIO TpadiyHUX TPOILECOPIB Ta BUKOPUCTAHHSAM aBToaudepeHmiamii y
3BOPOTHOMY PEKUMI, 110 JI03BOJISIE€ 3MIHIOBATU Ipadiku 00uncIeHb e(heKTUBHILLE.

OpeitMBOpK MoeIHYE B c001 eheKTHBHI Ta THY4Kl BHYTpimHI 60i01ioTexu Torch 3
GPU-npuckopeHHsiM Ta 1IHTYiTUBHO 3po3yMiiuil inTepdeiic Python, sxuit pokycyerbcs

Ha IIBUJIKOMY CTBOPEHHI MPOTOTHMIB, YUTA0EILHOMY KOl Ta MIATPUMII SKOMOTa
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HMIMPIIOTO CHEKTPY MoOJeNnei rmOokoro HaB4yaHHsS. Pytorch mo3Boinsie po3poOHUKaM
BUKOPUCTOBYBATH 3HAWOMHUHN MiAXiJl IMIIEPATUBHOTIO MPOrpaMyBaHHS, ajieé TPU LOMY

BUBOJIMTH JaH1 y BUTJISIAI TpadikiB.

A PyTorch Workflow

® -

~ N -~ =
%, & __ | /& ,\
P\ & ’

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. Build or pick a
1. Get data ready pretrained model
(turn into tensors) (o suit your problem)

N
L&/— G

. . - 2.2 Build a training loop
2.1 Pick a loss function & optimizer

Pucynox 2.10 — Cxema po6otu PyTorch

Tabnuis 2.5 — [HopiBHsUIbHUE aHam13 010J110T€K MAITMHHOTO HAaBYaHHS.

XapakTepucTUKa Unity ML-Agents TensorFlow PyTorch
Mosa Python ta C# Python, C++ Python, C++
OcHOBHA criemiajizamis HaBuannsg arenris B | [ 1nOoke HaBuUaHHS JlocaimkeHHs,
Unity IPOTOTHITYBaHHS
IlepeBaru I'muboka inTerpauis | [loryxHicTb, mupoki | 3pyuyHUN  CHHTaKCHC,
3 Unity, miaTpUMKa | MOXJIUBOCTI, JUHaMIYHI rpadu
RL, Bizyaizarris TensorBoard
Henonixn O6merxeHa CxJtagHICTb y | MeHm onTtumizoBaHuUit
THYYKICTh MIJKIIOYEHH] J0 irop | Ui MPOJaKIIeHy
6e3 ML-Agents
Cywmichirtp 3 Unity IToBHa YacTkoBa YacTkoBa

[Ticnst nmetasbHOrO JOCTIPKEHHS Ta aHallidy pI3HUX HasSBHUX O10J10TEK st
MaITMHHOTO HaBYaHHsS OyJI0 BH3HAYEHO, IO ONTHUMaIbHUM BuOOpoMm € ML-Agents
Toolkit. I1s 616mi0TeKa crienianbHO po3podIieHa g BukopuctanHs 3 Unity Ta 103BoJIsIE
OynyBaTu CKJaJHI CIleHapii TOBEMIHKHA, BHUKOPUCTOBYIOUM TJIMOOKE MIIKPIIIICHE
HaBuaHHA. KpiM TOoro, BOHa MIATPUMYE IHTETpaIlil0 3 TaKUMH TOTYXHUMH
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dbpeitmBopkamu sik PyTorch ta TensorFlow, mo mo3Bossie BUKOPUCTOBYBaTH THYYKI
MOJIe/I1 B MEKaxX 3HAHOMOT IrpOBOi €KOCUCTEMH.

Xoua TensorFlow 1 PyTorch wmaroTe BuIIy THYYKICTB, iX caMOCTiHHE
BUKOPHUCTAHHSA JIJIsl ITPOBUX areHTIB BUMarae ckiaiHimoi interpamii. ML-Agents Hamae
BC1 HEOOXIJIHI IHCTpYMEHTH 15 epekTuBHOrO HaB4aHHs NPC y ¢opmari, 3pyduHomy Jiis
po3poOHuKiB Unity, 1 mpu oMy 30epirae MOKIUBICTh TIMOOKOT KacToMi3allii Moaesnei

3a MoTpeoHu.
2.4 BuOip iHCTpyMeHTIB ISl CTBOPEHHSI KOPUCTYBAbKOIO iHTep(eicy

s peamzarii Ul y Unity BukopuctoByetrbes cuctema Unity Ul Toolkit, sxa
MOEJIHYE KOMIIOHEHTH BI3yaJbHOTO pEJaKkTopa Ta JIEKJIapaTUBHY pO3MITKY Ha 0asl
UXML 1 USS.

UI Toolkit po3pobaeHuil 11 ONTUMAIBHOT MPOAYKTUBHOCTI Ta aAalTUBHOCTI Ha
pi3HUX TIaTdopMax 1 HATXHEHHUHM CTaHJAPTHUMH BeO-TeXHOJOTisMU. SIKIIO y Bac €
JIOCB1JT pO3po0OKH BeO-cTOpiHOK abo0 aonatkiB, ocHoBHI koHuemnuii Ul Toolkit MoxyTb
OyTtu Bam 3Haiiomi. 3a gqomomororo Ul Toolkit B MoxkeTe po3aiIuTH CTPYKTYPY, CTUIH 1

MOBEIIHKY 1HTepdeiicy, moaioHo 10 Toro, sk e pooutses 3 HTML, CSS 1 JavaScript

(puc. 2.11).

UXML USS C#

Structure Styling Behavior

Pucynox 2.11 — ®ynxkuii UI Toolkit

@aitnu Unity Extensible Markup Language (UXML) - nie TekcToBi (aitnu, siki
BU3HAYAIOTh CTPYKTYpPY iHTepdericy kopuctyBaua. UXML pazom 3 USS nonermrye MmeHI
TEXHIYHUM KOPHUCTYBauyaM BHU3HAYCHHS MAKETy Ta CTHIIIO 1HTep(]eiicy.

®aiinmu USS - ne tekcroBi ¢aiijivi, HATXHEHH1 KaCKaJHUMH TaOJMISIMU CTHIIIB
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(CSS) 3 HTML. Cunrakcuc USS moniouuii g0 cuntakcucy CSS, ame USS Brimrogae
NepPEeBU3HAYCHHS Ta HAJAIITYBaHHS 1) Kpamioi poootu 3 Unity.

KoMmmnoneHTH iHTepdeiicy BU3HAUalOThCS Ta YIPABISIOTHCS SIK 00'€KTH a00 By3/IH
y BisyanpHOMY JepeBi (puc. 2.12). BizyampHe nepeBo - 1me o00'ektHuit tpad, mio
CKJIQJIa€ThCsI 3 JITKUX BY3JI1B, SIKUH MICTUTH BCl €JI€MEHTH y BikHI a0o maHem. BoHo

BU3HAua€ KoxkeH iHTepderic, crBopenuii 3a nonomoroto Ul Toolkit.

Root Sound Setti

Box

Label

Checkbox

Slider

Box

Label

Checkbox

Pucynox 2.12 — Cxema Bi3yalbHOTO JIepeBa

BucHoBku 10 po3ainy 2

VY pomMy po3 i 0yJi0 31HCHEHO KOMIUIEKCHUN aHasl13 KITIFOYOBUX TEXHOJOTTUHHUX
KOMITOHEHTIB, HEOOXITHUX JUIsl PO3POOKH CUMYJISITOpA JAMKOI MPUPOJU 3 €IeMEHTaMHu
HITYYHOTO 1HTEJNEKTY. 30Kpema, 0yyio o0rpyHToBaHo BuOip pytrist Unity, 1110 3a0e3nedye
HIMPOKI MOXKJIMBOCTI JJII CTBOPEHHSI 1IHTepakTUBHOro 3D-cepeoBuia Ta Ma€ THYUYKY
iHTerpaiiro 3 ML-Agents mis peanizamnii Hapaannst NPC. Takoxx BU3Ha4€HO ONTUMATBHI
MOBU TiporpamyBaHHs: Python — st noOynosu 1 HaBuanns moaeneit I, ta C# — nns
B3aemMozii 3 pymieMm Unity. [lpoBeneHo mopiBHsUIbHUN aHali3 010J110T€K MAaIIMHHOTO
naBuanHs (TensorFlow, PyTorch) ta cuctem TpenyBanns arentiB, ae ML-Agents
BUSIBUJIACH HAMAOUUIBHILIOW Yepe3 TIMOoKy iHTerpanito 3 Unity 1 MIATPUMKY Cy4acHUX
QITOPUTMIB HaBYaHHSI.

Oxpemy yBary npuaiieHo BUOOpY IHCTPYMEHTIB Ui pealtizailii KOPHUCTYBalbKOTO
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iHTepdeiicy Ta Bizyasisaiii MOBEIIHKM areHTiB y Tpi. 3ictaBiaeHHs MoxinuBocTeil Ul
Toolkit nmamo 3mory copmyBaTu epeKTUBHUM MiAXia 10 MoOya0BU 1HTEpdeEiCy, 110
BIIMOBIZJa€ BUMOTaM Cyd4acHOi TreiMaeB-iHaycTpii. OOpaHMl CTEK TEXHOJOTIH
3a0e3mnedye THY4YKICTh, MAcIITa0OBaHICTh Ta BIJIMOBIIHICTh TEXHIYHUM BHUMOTaM JI0

po3po0KH 1HHOBAIIMHOT rpu 3 HaBYaHHAM NPC.
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3 PO3POEKA 3D BIJIEOT'PU CUMYJIATOPA JUKOI IPUPOIU

Po3po6ka 3D Bigeorpu cumymsiTopa TUKOi MPUPOIH € KIFOYOBHM €TaIllOM MPOEKTY,
110 BU3HAYA€ SIKICTh rpadiku, IHTEPAKTUBHICTD 1 peanicTuuHicTh noBeainku NPC. Llei
IPOIIEC OXOIUTIOE CTBOPEHHS Ta HAJAITyBaHHsS BIPTYaJbHOTO CEPEOBHINA, PO3POOKY
MEXaHIK B3a€MO/Iii 3 IrPOBUM CBITOM Ta 3a0€3MeUeHHs CTa01IbHOT POOOTH TPH.

Y 1bOMy pO3/iTi OMMCAHO OCHOBHI KOMIIOHEHTH CUCTEMH: ITPOBE CEPEIOBUIIIE, 1110
BKJIIOYA€ TPUBHUMIPHI MOJIEN Ta TEKCTypW JaHmmadTy, Moayib yrpaiiHHs NPC i3
BOY/JIOBAaHUMH aJITOPUTMAMHU IITYYHOTO IHTENEKTY, a TakKoX TpadiuHuii 1HTepdeic

KOPHUCTYBaua..
3.1 IMomyk Ta BUOip irpoBuX aceTiB Ta iHIIUX HEOOXITHUX eJ1eMEHTIB IpH

Jliist 3a0e3nedeHHs AKICHOT rpadiky Ta peadiCTUYHOI CUMYJIALII JUKOI IPUPOIH B
po3po0ItoBaHiil Tpi OyJI0 BUKOHAHO MOIIYK Ta BIAOIP BIAMOBIAHUX ITPOBHX aCETIB 1
JOTIOMIDKHUX eJleMeHTIB. [Iporiec BUOOpyY aceTiB BKIIIOUAB aHaIIi3 JOCTYITHUX PECYPCIB Ha
matdopmi Unity Asset Store, e npencTaBieHi Mojieli, TEKCTYPH, aHIMallii Ta 3BYKOBI

edeKTH.

?AssetStore

¥ Over 13,000 top-rated assets 3 Rated by 85,000+ customers @ Supported by 100,000+ forum members @ Every asset moderated by Unity

We offer a wide range of assets for 3D game development,
including characters, environments, and more

SHOW 2 MORE

On sale 3D assets i ©

Pucynok 3.1 — Intepdetic Unity Asset Store

[Tix yac BUOOpPY aceTiB JjIsl TPU BPaxoOBYBaJIHUCS KUIbKa KItOYOBUX (pakTopiB. [To-
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nepiie, BaKIMBOIO Oyiia SKICTh Tpadiku Ta onTUMI3allis: Oyiu oOpaHi MOEIi 3 BUCOKOIO
PO3JIUIBHOIO 3JIaTHICTIO TEKCTYp, aje BOJHOYAC CTEXHUIM 3a THUM, II00 KUIBKICTh
MOJIITOHIB  3aJIMINANiacsl ONTUMAJBHOIO [UJIs 3a0e3nedyeHHs MpoayKTuBHocTi. lle
JI03BOJISLIIO 30€perTH sIKICTh 300pakeHHsI 0€3 HaMIPHOTO HABaHTA)KEHHS Ha CHUCTEMY.

Takox aceTu miaOUpanucs 3 ypaxyBaHHSIM TEMaTHKU MPOEKTY — JaHAmadTu,
POCIMHHICTh 1 TBapUHU BIAOOpaXKaldu MPHUPOJHE CEPEIOBHILNE CHUMYISITOpPA IUKOI
npupoau. Baximpo Oyo 3a0e3neuuT iX CyMICHICTD 13 pymriem Unity, 10 A03BOJIMIIO
JIETKO HAJIAIITOBYBAaTH MaTepialid, aHIMallii Ta iHmI BiacTuBocTi. OkpeMy yBary OyIio
IPUALICHO JIILEH31MHUM yMOBaM: BUKOPUCTAHO JIMIIE TI MOJEI, sIKI Majy J103BOJIM Ha
KOMEpIIiiiHEe BUKOPUCTAHHS, 1110 3a0e3Ieuye MPaBOBY YUCTOTY MPOEKTY.

Haiikpammum Budbopom 3D-Mo/ierneii 11t CTBOPEHHS JIicy cTaB HaOip acetiB Lowpoly
Environment Big Polytope Studio uepe3 cBO Bi3yallbHy CKJIAJOBY Ta PO3JILIBHY
3JIaTHICTb.

Lowpoly momeni ne ne 3D-00'ekTu, 110 MalOTh HU3bKY KUIBKICTH IOJIITOHIB
(TPUKYTHUKIB 200 YOTHUPUKYTHHKIB), SIKI BUKOPHCTOBYIOTHCS MJisi MOOYI0BU (OpMHU
o0'ekta. BOHM CTBOPIOIOTHCS 3 MIHIMAJIBHOIO JETajli3alli€lo, M0 J03BOJISIE 3HU3UTH
HABAHTAKEHHA HA rpaplyHUI IpoLEecop Ta ONEepaTUBHY Mam'siTh, 3a0€3MeUy0Ur BUCOKY
MPOIYKTUBHICTh HaBITh HA CITAOKUX MPUCTPOSIX.

Low Poly mMoneni MOXyTh MO€IHYBATUCS 3 CYYaCHUMHU TE€XHOJIOT1SIMU OCBITJICHHS
Ta TEKCTYpPYBaHHS, 110 J03BOJIIE OTPUMYBATH Bi3yaJIbHO MPUBAOIMBUN pe3yibTaT 0e3
3HAYHOTO HABAHTAXKEHHS HA CUCTEMY.

[Ipuknagom rpu, B gKiii BUKOPUCTOBYIOThCSA caMe Taki 3D-00’ektu € Poly Bridge
(puc. 3.2). Bukopuctanus Low Poly ctumo nornomarae 3ocepenutucs Ha reiminiei 6e3

NCPCBAHTAKCHHA ACTAIAMMU.
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I« »

Pucynok 3.2 — Burnsan rpu Poly Bridge

Low Poly mogmeni matore mpotuinexHicte — High Poly (BucokxomosironanbHi)
MOJIEI, SIK1 MICTSTh THCS4l 00 HaBITh MIJILHOHHU TOJIrOHIB. BOHM BUKOPHCTOBYIOTHCS
U1t GOTOPEANTICTHYHHAX TEKCTYP 1 CKIaAHMX aHiMamii. Hanpukman takoro rporo € The

Last Of Us 2 (puc. 3.3).

Pucynox 3.3 — Burusn rpu The Last Of Us 2

HaGip acetiB ckiagaetnes 3 25 3D-00’€kTiB, TaKUX SK JIepeBa, KyIIli, KBITH Ta 1HIII

POCIIVHH.

Pucynok 3.4 — [Ipukian BUrisny o6’ ekry si0myHi
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JI71st CTBOpPEHHS peaTiCTUYHOTO ITPOBOTO CEPEIOBUIIA Y MMPOEKTI OyII0 BUKOPUCTAHO
iHcTpyMeHT Terrain, sikuii € crangapTHuM 3acoOoMm y Unity ayii IpO€KTyBaHHS Ta
HanamtyBaHHga —JaHamadry. Lelt  iHCTpyMmeHT 3abe3mneuye IMIMPOKUHA — CHEKTP
MO>KJIMBOCTEH JIJIsl MOZICIIIOBaHHS PI3HOMAaHITHUX MPUPOAHUX JIaHAMA(TIB, BiJ] T1PCHKUX

MacHBIB 1 maropoOiB 710 piBHUH, JiCiB Ta BojoumM(puc. 3.5).

Pucynox 3.5 — Burnsan ctBopeHoro nasamadry

OcHOBHUI mponec CTBOPEHHs JaHamadTy 3a JONoMOrow Terrain moYnHa€eThCA 31
CTBOpEHHS 0a30BOi MOBEPXHI, SIKy MOXKHA Je(QOpPMYyBaTH 3a JIOMIOMOTOI0 KUCTEH PI3HUX
dbopm 1 po3MipiB. BukopuctoByrouu 111 KUCTi, MOXHA JIETKO J0JlaBaTH TOpH, JOJUHU Ta
1HII eneMeHTH penbedy. HamamryBanHs mapameTpiB KUCTI, TAKUX SIK IHTEHCHUBHICTB 1
paziyc, 103BOJISE JOCATTH IJIABHUX TIEPEXO0/11B a00 CTBOPUTH Pi3Ki KOHTYPH CKEJIb 1 SIPIB.

Jns nomaTKoOBOI  peallicCTUYHOCTI MOBEPXHsS JaHAmadTy TEKCTYpyeThCS 3a
JIOTIOMOTO0 CTeIliaTbHIX MartepiaiiB. Terrain miaTpuMye OaratorapoBi TEKCTYpH, 1110
JI03BOJIsIE KOMOIHYBATH Pi3H1 TUIH MOBEPXOHb, TaKl SIK TpaBa, MICOK, KaMiHHs Ta cHIr. Lle
3a0e3meuye MPUPOAHWM  BUTIIAL  CEpPEeloOBUINA Ta  JOMOMAarae  IMiJKPECIUTH
PI3HOMAaHITHICTh O10MIB Y CUMYJISITOP1 AUKOI MIPUPOJIH.

Oco6muBicTio Terrain € MOXKJIMBICTh JIOJaBaHHS POCIMHHOCTI Ta JIepeB. 3aBIsSKU

BOY/ZIOBAaHOMY 1HCTPYMEHTY PO3CIIOBaHHS 00'€KTIB MOKHA IIBUIKO CTBOPIOBATH TyCTI

2025 p. CrtpeseBa €nm3aBeTa



35

Kadenpa inrenexkryanbHux iHGOPMAIIHHUX CUCTEM
THTenexTyanpHi TEXHONOTIHN UIsl MOKPAIEHHS IHTepaKTUBHUX MPOLIECIB B irpax

Jgicu, Jyku Ta varapHuku(puc. 3.6). Ilpm 1bOMYy pOCITHUHHICTH aBTOMATHYHO
ONTHUMI3YETHCS JJIS MiJIBUILIEHHS MPOIYKTUBHOCTI IPU — JIEpEBa Ta TpaBa 3'sBIISAIOTHCS 1

3HUKAIOTh 3aJICKHO BiJ] BIJICTaH1 10 KaMEpH.

Pucynox 3.6 — [HCTpyMEeHTH pO3CifOBaHHS 00'€KTIB

BuxopucTtoByrouu 1ei iHCTpyMEHT OyJ10 pO3MIILLIEHO JepeBa Ta 1HIII POCIUHU T10

BcboMy JTaHamadty (puc. 3.7).

Pucynok 3.7 — Burnsag nanamadry micis po3MilieHHs 00’ €KTIiB

Jliss CTBOpEHHS peallicTUYHOiI aTMoc(epu B CUMYJSATOPl JUKOI MpUpOIu Oyiio
BUPILIEHO BUKOPUCTOBYBaTH 3D-MoeIi TBapUH, 30KpeMa oJieH1B Ta BOBKiB(puc. 3.8). L1
TBapUHU € THUIOBMMM IIPEICTAaBHUKAMM JIICOBOI E€KOCHUCTEMHM Ta MAalOTh SICKpPaBO
BUPaXEHY MOBEAIHKY XIKak-kepTBa. Lle n03BoIisse MpomeMOHCTPYBaTH MOXKIIMBOCTI

IITYYHOTO 1HTEJNEKTY Ta CUMYJISILIIT TOBEAIHKHU Yy Tpi.
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Pucynok 3.8 — Mogenb onens

[Tin yac BUOOpY Mopenei yBara NpUAULUIACS KUIBKOM BaXKIIMBUM KPUTEPISM.
Mogeni manu OyTu CTBOpeHi y ctwili low-poly — 11 03Ha4yae HEBENHMKY KUIBKICTh
MOJIITOHIB, 110 3HUXKYE HABAHTAXXEHHS HA CHCTEMY 1 JIO3BOJISIE€ MIATPUMYBATU BUCOKY
MPOJYKTUBHICTh HaBITh 3a HasiBHOCTI Oarathox NPC Ha expani. BogHouac Taki mojerni
30epiraroTh JOCTATHIO JIETAJI3AIliI0, III0 POOUTH iX MPUBAOIMBUMH JIJISl TPABIIS.

Jpyrorwo BaXXJIMBOI XapakTEepUCTUKOIO Oyna aHiMarlis. OOpaHi Mojeli OJICHIB 1
BOBKIB MaJii HaOlp TOTOBUX aHIMaIlii: JUisl OJIEHIB Ta BOBKIB — MAaTPYJIIOBaHHS
TEepPUTOPIi, CIIOKIHA X0/1a Ta Oir.

Takox BpaxoByBaiacsi cyMicHICTb 13 pymriem Unity. Mogeni y ¢popmarax FBX Ta
GLTF Oyno iMmopToBaHO B TPOEKT, A€ IiX JIETKO MOXKHa OyJI0 HaJAIITyBaTH Ta
anantyBath. lle BKJIIOYANO KOPUTYBaHHS MaTepiajiB 1 TEKCTYp AJiA JOCSITHEHHS
IPUPOAHOTO BUTJISALY IIEPCTI Ta 1HIIUX JETANEH.

[Ile otHMM BaKJIMBUM aCTIEKTOM OYJIH JIIEH31HI yMOBH. Y cl 00paHi MOJIeIi MatOTh
JI03BOJIM Ha BUKOPHCTAHHS B KOMEPIIIHHUX MPOEKTAX, M0 YHEMOXJIUBIIOE FOPUINYHI

npobsieMu y MaitlOyTHEOMY.
3.2 ImnopT acetiB y Bizeorpy

[Iporec iMmopty 3D-00'ekTiB y irpoBuii 3acTOCyHOK Ha 6a31 Unity ckiiajaeTbes 3
KUIBKOX OCHOBHUX ertariB. [lepen iMmmopTom Mojenell HEOOXiTHO MEPEKOHATUCS, IO
BOHU BIJIMOBIMaIOTh BHMOTaM MPOEKTY. JIJI IOr0 BHUKOPUCTOBYIOTHCS MOJET Yy

dopmarax FBX, GLTF a6o OBJ, sxi miarpumytotsest Unity.
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Immopt acetiB y Unity 3mailiCHIOETBCS 4depe3 BKianky "Assets" abo mpocTum
nepeTsaryBaHHsIM QaitniB y mpoekT (puc. 3.9). [licas poro Unity aBTOMaTUYHO CTBOPIOE
MonepeaHid meperiial Mojaelie Ta TekcTyp. Skmo acetTw MicTATh aHiMarii, Unity

aBTOMATUYHO PO3Mi3HAE X Ta J0/a€ 10 BKIaAKH "Animation".

Pucynoxk 3.9 — IIpoiiec iMmnopTy HaOOpy aceTiB y MPOEKT

JIist  3pydHOTO BUKOPHUCTaHHS IMIOpPTOBaHMUX Moxened y cmenax Unity
cTtBoprotoThest mpedadu (puc. 3.10). Ilpedadb — ne mabmon o0'exkta, SAKUNA MOXKHA
Oaratopa3oBo BuKopucTtoByBaTtH. lle o3Havae, mo 3MiHM y mpedadi aBTOMATHYHO

B1JI00paKaTUMYThCS HA BCIX HOT0 KOMISIX Y IPOEKTI.

Pucynoxk 3.10 — IIpedab nepera
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3.3 CTBOpeHHS OCHOBHHX CLIEH I'PH

OcCHOBHI ClLIeHH € (PYyH/ITaMEHTAIbHUMHU €JIEMEHTaMH OY/b-SKOi I'pH, OCKIJIbKH came
BOHU (HOPMYIOTH ii 3arajibHUM IrpOBHUM JOCBiJl, BU3HAYAIOTh HABITAI[IF0 MK PIBHSIMU,
CUCTEMY 30€peKEHHS MIPOrpecy, a TaKOK OCHOBHUN TEHMILICH.

Byno cTBOpeHO 3 OCHOBHI CIIEHM, a CaMe€ CIIEHYy TOJIOBHOIO MEHIO, CIEHY
HaJalTyBaHb Ta crieHy camoi rpu(puc. 3.11). KoxHa 3 1ux crieH Mae CBOi YHIKaJIbHI
eJIeMeHTH Ta (YHKIIOHANI, 110 3a0e3MeuyioTh 3pY4YHICTh Ta MPUBAOIMBICTH T'PH IS

KOPHUCTYBaYiB.

WILD SURVIVAL
gm'

Pucynoxk 3.11 — Burssaa ciieHu rodoBHOTO MEHIO
3.4 CTBOpEeHHN CKPUIITIB

CrtBopenHs ckpunTiB y Unity € KIFOYOBUM €TariOM PO3POOKH CUMYJIATOpA JUKOi
MIPUPOJIN, aIHKE CaMe CKPUIITH BU3HAYAIOTH MTOBEIIHKY 00'€KTIB, B3aEMO/IIF0 MK HUMH Ta
3arajbHy (YHKI[IOHAJIbHICTh IPH.

MeHto To10BHOTO eKpaHy. [|J1si KOpeKTHOT poOOTH MEHIO TOJIOBHOTO €KpaHy OyJjio
CTBOPEHO CKPHITH JJIsI 0OpOOKH OCHOBHHUX IOJIM TaKMX SK CTapT I'PH, 3aBaHTAKCHHS
rpaBIld 31 30epeKESHUX KOOPAWHAT MOMEPEAHBOI IPH, HAJIAIITYBaHbh TA BUXOIY 3 TPH.

MainMenu.cs

using UnityEngine;
using UnityEngine.SceneManagement;
using System.Collections;
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public class MainMenu : MonoBehaviour

{
public GameObject player;
public void PlayGame()

{

}
public void OpenSettings()
{
}

{

SceneManager.LoadScene("MainScene");

SceneManager.LoadScene("settings");
public void LoadGame()

if (PlayerPrefs.HasKey("SavedGame"))

{
Debug.Log("Game Loaded");

PlayerPrefs.SetInt("LoadPosition", 1);
SceneManager.LoadScene("MainScene");

}

else

{
}

Debug.Log("No saved game found");

}

private IEnumerator FindPlayerAndLoadPosition()
{
GameObject player = null;
while (player == null)
{
player = GameObject.FindWithTag("Player");
yield return null;

}

if (PlayerPrefs.HasKey("PlayerX"))
{
float x
float y
float z

PlayerPrefs.GetFloat("PlayerX");
PlayerPrefs.GetFloat("PlayerY");
PlayerPrefs.GetFloat("Playerz");

player.transform.position = new Vector3(x, y, z);
Debug.Log("Player Position Loaded: " + player.transform.position);

}

public void ExitGame()

{
Debug.Log("Game Closed");

Application.Quit();

}

HactynHoro BaxJIMBOIO CLIEHOIO, SIKa HEPO3PUBHO MOB’A3aHa 3 CIIEHOIO I'OJIOBHOTO
MEHIO € CIleHa HajamTyBaHb rpu(puc. 3.12). B Hiif KOpuUCTyBa4 MOXE HaJIANMITyBaTH

T'YYHICTh MY3UKH Ta 30€perTy BCl 3MiHHU.
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JVqun’n:.
-

Graphics Quality

Save Settings

Pucynok 3.12 — Bursisaz ciieHy HaJIalTyBaHb TpU

Settings.cs

using UnityEngine;

using UnityEngine.UI;

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

public class SettingsScript : MonoBehaviour
{
public Dropdown qualityDropdown;

public Slider volumeSlider;

public Button saveButton;

public Button backButton;

void Start()

{
if (qualityDropdown == null) qualityDropdown =
GameObject.Find("Dropdown_Quality")?.GetComponent<Dropdown>();

if (volumeSlider == null) volumeSlider =
GameObject.Find("Slider_Volume")?.GetComponent<Slider>();
if (saveButton == null) saveButton =

GameObject.Find("Button_SaveSettings")?.GetComponent<Button>();
if (backButton == null) backButton =
GameObject.Find("Button_Back")?.GetComponent<Button>();

if (qualityDropdown == null || volumeSlider == null || saveButton == null
|| backButton == null)
{
Debug.LogError("He Bci enemeHTu UI 3HaipeHi! lepekoHalicA, WO BOHU € B
cueHi.");
return;
}
qualityDropdown.ClearOptions();
List<string> options = new List<string> { "Low", "Medium", "High", "Ultra"
};

qualityDropdown.AddOptions(options);
int savedQuality = PlayerPrefs.GetInt("GraphicsQuality", 1);
qualityDropdown.value = savedQuality;
qualityDropdown.RefreshShownValue();
qualityDropdown.onValueChanged.AddListener(delegate {
ChangeQuality(qualityDropdown.value); });
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volumeSlider.value = PlayerPrefs.GetFloat("VolumeLevel", 10.0f);
volumeSlider.onValueChanged.AddListener(ChangeVolume);

saveButton.onClick.AddListener(SaveSettings);
backButton.onClick.AddListener(GoBack);

}

void ChangeQuality(int index)
{

Debug.Log("06bpaHa AkicTb: " + index);
PlayerPrefs.SetInt("GraphicsQuality", index);

}

void ChangeVolume(float value)
Debug.Log("Ty4HicTb: " + value);
AudiolListener.volume = value;
PlayerPrefs.SetFloat("VolumeLevel", value);

void SaveSettings()

{
PlayerPrefs.Save();

Debug.Log("HanawTyBaHHA 36epexeHo!");

}

void GoBack()
{

Debug.Log("lMoBepHEHHA B rOJIOBHE MEHW...");
SceneManager.LoadScene("menu");

Kpim nanamryBanp Ul enemMeHTIB y CIleHI TOJIOBHOTO MEHIO, TaKOXX HEOOX1THO
nomatu Ul emeMeHTH 10 CIieHW TpH, a caMe TaHesb, SKy T'PaBeIlb 3MOXKE BUKIUKATH
Oe3rmocepeTHbO i yac Tpu. B 11iii manesi HeoOXiaH1 Takui (QyHKITIOHAT SIK 30epeKCHHS

TpH Ha MMOTOYHOMY MPOTPEC] TPaABIISl Ta BUX1Jl y TOJIOBHE MEHIO (puc. 3.13).

Pucynoxk 3.13 — Burnsa naneni mijg gac rpu
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VY ckpunti UlManager.cs HasiBHI HEOOXiJHI METOAW AJIA 3yNUHKU TPHU MiJa Yac

nepeOyBaHHs y TaHedl MEHI0 Takl Sk TogglePauseMenu() 3a JOMOMOIOIO SIKOTO

3MIHIOETBCS MacCIITad yacy a TaKoxK 3a0JI0KOBY€EThCsS Kypcop y rpi. Ilicis mporo Meton

LockCursor() BCTaHOBIIIOE PEXKUM KypCOpy — AJIsl CLIEHU T'pH OJIOKYE, a 1715 TAaHENi MEHIO

B1IHOBJTIO€ ISl BIJTLHOT'O ITEPEMIIIICHHS.

UlManager.cs

using UnityEngine;
using UnityEngine.UI;
using UnityEngine.SceneManagement;

public class UIManager : MonoBehaviour

{

public Image heartImage;

public GameObject heartContainer; // KoHTellHep ana ceppeupb
public GameObject pauseMenu;

public Button saveButton, exitButton;

public GameObject inventoryContainer; // KoHTeWHep Ana iHBeHTapsA
public Image[] inventorySlots = new Image[3]; // 3 cnotu pna iHBeHTaps

private CanvasGroup pauseCanvasGroup;
private int maxHealth = 4;

private Image[] hearts;

private bool isPaused = false;
private PlayerStats playerStats;

void Start()

{

}

playerStats = GameObject.FindwWithTag("Player").GetComponent<PlayerStats>();

hearts = new Image[maxHealth];
AddHearts();

pauseCanvasGroup = pauseMenu.GetComponent<CanvasGroup>();
if (pauseCanvasGroup == null)

pauseCanvasGroup = pauseMenu.AddComponent<CanvasGroup>();

SetPauseMenuActive(false);
exitButton.onClick.AddListener (ExitToMainMenu);

LockCursor(true);

void Update()

{

if (Input.GetKeyDown(KeyCode.LeftCommand) |

Input.GetKeyDown(KeyCode.RightCommand))

{
}

if (playerStats != null)

TogglePauseMenu();

2025 p.
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{
UpdateHealth(playerStats.currentHealth);
}
}
void AddHearts()
{
for (int i = @; i < maxHealth; i++)
{
Image heart = Instantiate(heartImage, heartContainer.transform);
heart.rectTransform.anchoredPosition = new Vector2(i * 50, 0);
heart.rectTransform.localScale = Vector3.one * 0.6 ;
hearts[i] = heart;
}
}
public void AddItemToInventory(Sprite fruitSprite)
{
for (int i = @; i < inventorySlots.Length; i++)
{
if (inventorySlots[i].sprite == null) // flkwo cnoT NoOpoxHiin
{
inventorySlots[i].sprite = fruitSprite; // Lopnaemo ¢pyKkT Ao cnoTa
inventorySlots[i].enabled = true; // Bkusw4aemo cnot
return; // Buxoaumo nicns pgonaBaHHA
}
}
}
void TogglePauseMenu()
{
isPaused = !isPaused;
SetPauseMenuActive(isPaused);
Time.timeScale = isPaused ? 0 : 1;
LockCursor(!isPaused);
}
void SetPauseMenuActive(bool active)
{
pauseCanvasGroup.alpha = active ? 1 : 0;
pauseCanvasGroup.interactable = active;
pauseCanvasGroup.blocksRaycasts = active;
}
public void ExitToMainMenu()
{
Time.timeScale = 1;
LockCursor(false);
SceneManager.LoadScene("menu");
}
void LockCursor(bool lockCursor)
{
Cursor.lockState = lockCursor ? CursorLockMode.Locked : CursorlLockMode.None;
Cursor.visible = !lockCursor;
}

public void UpdateHealth(int currentHealth)

2025 p. CrtpeseBa €nm3aBeTa
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{
for (int i = @; i < hearts.Length; i++)
{
hearts[i].gameObject.SetActive(i < currentHealth);
}
}
i

3BakarouM Ha QYHKIIIIO 30€peXeHHS MPOrpecy rpaBIld yepe3 KHOMKY save Game
Ta 3aBaHTAKCHHS TPU HA MOMEHTI 30epexxkeHHs dyepe3 Load Game, CTBOPEHO CKPHIIT
PlayerPositionLoader.cs. 3a momomororw meToay LoadPlayerPosition() 3HaXOIUTHCS
TPaBeIlhb y CIICHI Ta 3aBAaHTAXYIOTHCS KOOPAUHATA. KOPYTHH BUKOPHCTOBYETHCS 3aMICTh
3BUYAHOTO METOJy, 100 3a0e3MeUnTH HaJliiHE 3aBaHTaXEHHS HAaBITh 32 YMOBH, IIIO
TpaBeIlh 3aBAaHTAKYETHCS 13 3aTPUMKOIO.

PlayerPositionLoader.cs

using UnityEngine;
using System.Collections;
public class PlayerPositionLoader : MonoBehaviour

{
private void Start()
{
if (PlayerPrefs.HasKey("LoadPosition") && PlayerPrefs.GetInt("LoadPosition")
== 1)
{
StartCoroutine(LoadPlayerPosition());
PlayerPrefs.SetInt("LoadPosition", 9);
}
}

private IEnumerator LoadPlayerPosition()

GameObject player = null;

while (player == null)

{
player = GameObject.FindWithTag("Player");
yield return null;

float x
float y
float z

PlayerPrefs.GetFloat("PlayerX");
PlayerPrefs.GetFloat("PlayerY");
PlayerPrefs.GetFloat("PlayerZ");

player.transform.position = new Vector3(x, y, z);
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Debug.Log("Player position loaded:
}

+ player.transform.position);

BucHoBku 10 po3uiiay 3

Y mpoMy po3aiii OyJio JeTaabHO PO3TIITHYTO Mporiec po3podku 3D Bimeorpu, mo
OXOILTIOBAaB BUOIp Ta IMIIOPT IFPOBUX aCETiB, CTBOPEHHS OCHOBHHUX CILIEH Ta PO3POOKY
CKPHUIITIB JJISI KEpyBaHHs 1rpoBuUM IiporiecoMm. byno oOrpynToBano BuGip Low Poly
MoJeJIel sl ONTUMI3alli MPOAYKTUBHOCTI Ta 3a0€3MeUeHHs Bi3yalbHOI MPUBAOIUBOCTI
Ipu.

Oco01Ba yBara npualisiiacsl HAIAIITYBaHHIO IFPOBOTO CEPEAOBUIIIA, SIKE BKITIOUAE
TPUBUMIPHI MOJENI POCIMHHOCTI Ta TBapHH, IO B1IOOpa)karOThb MNPUPOJHHUMA CBIT
CUMYJISTOpA.

Po3pobka ckpurntiB 3a0e3neunia (GyHKIIIOHATBHICTh TPH, TaKy K 30€pEKECHHS Ta
3aBaHTaXKEHHS MIPOTPECy IpaBlis, a TAKOK HAJIAITYBaHHS MMapaMeTpiB uepe3 rpapiayHuit
iHTepdeiic kopuctyBava. lle m03BoJiss€ CTBOPUTH IHTEPAKTUBHHM ITPOBUM MpOIEC Ta

3a0e3neunTH cTablIbHy poOOTYy IpH Ha pi3HUX MIaTdhopmax.
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4 IIPOTPAMHA PEAJIIBAIIISI HEHPOHHUX MEPEX TA TECTYBAHHSI
4.1 BecranoBienns ta Haaamrysanusa Unity ML Toolkit

Bceranosnenns ta nanamtyBaHHs Unity ML-Agents Toolkit € BaxnmuBuM etarnom
JUIS peai3allii 1HTeIeKTyaIbHOi MOBEAIHKN HEITPOBUX MEPCOHAXKIB Y CUMYJIISTOP1 JUKOI
npupoau. Llel 1HCTpYMEHT J03BOJISIE MOEAHATH MOXKJIMBOCTI MAlIMHHOTO HABYAHHS 3
ITPOBUM CEpEJOBUINEM, 3a0€3Meuyloud THYYKY CHCTEMy HaB4YaHHsA areHTiB. Jlms
edeKTUBHOT poOOTH HEOOX1IHO BCTAHOBUTH BC1 3aJICKHOCTI, HAJIAIITYBATH CEPEOBUIIIE
TpeHyBaHHS Ta iHTerpyBatu ML-arenTtiB y npoekt Ha Unity. Ile cTBoproe ocHOBY nJist
MOTAJTBIIIOTO HABYAHHS MOJIEJICH Ta TECTYBAaHHS aJallTUBHOI B3a€EMOIIi BipTyaIbHHX
TBAPHH 13 CEPEIOBUIIIEM.

Jns BcranoBneHHs Unity ML-Agents Toolkit HeoOXiZHO BHMKOHATH KUJIbKa
MOCIIAOBHUX KpokiB. Hacammepes moTpiOHO MaTH BCTaHOBJIEHY aKTyallbHY BEPCiIO
Unity Hub ta Unity Editor. [lani BctanoBmoeTbest Python 3a pekoMeH1oBaHOIO BEPCito B

noKkyMeHTarlii (puc. 4.1).

« Install Unity (2023.2 or later)
¢ Install Python (>= 3.10.1, <=3.10.12) - we recommend using 3.10.12

« Clone this repository (Recommended for the latest version and bug fixes)

o Note: If you do not clone the repository, then you will not be able to access the example environments and training configurations
orthe com.unity.ml-agents.extensions package. Additionally, the C g Started ( > assumes that you have cloned the
repository.

¢ Install the com.unity.ml-agents Unity package

* Install the com.unity.ml-agents.extensions Unity package (Optional)

Install the mlagents-envs

¢ Install the mlagents Python package

Pucynok 4.1 — PekomengoBanuii crnociO BCTAaHOBJIEHHS 010110TEKH 3 OPiliifHOT

nokymenTanii Unity
HacTynmHuUM KpPOKOM CTBOPIOETHCSI OKpEME BIpTyalbHE CEpeOBHUIIE, YV SIKOMY 3a

JIOTIOMOT'OX0 MEHEIPKepa MaKeTiB pip BCTAHOBIIOIOTHCS BCl HEOOX1aH1 010/110TeKH, a came

pytorch (puc. 4.2).
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(venv) mac@MacBook-Pro-mac project % pip install torch==

Collecting torcl .7.8
Downloading torch-2.7.@-cp313-none-macosx_11_08_armé4.whl.metadata (29 kB)
Collecting filelock (from torc .7.9)
Downloading filelock-3.18.8-py3-none-any.whl.metadata (2.9 kB)
Collecting typing-extensions>=4.10.8 (from torch==2.7.0)
Downloading typing_extensions-4.13.2-py3-none-any.whl.metadata (3.0 kB)
Collecting setuptools (from torch==2.7.0)
Downloading setuptools-80.8.0-py3-none-any.whl.metadata (6.6 kB)
Collecting sympy>=1.13.3 (from torch==2.7.0)
Downloading sympy-1.14.8-py3-none-any.whl.metadata (12 kB)
Collecting networkx (from torc .7.0)
Downloading networkx-3.4.2-py3-none-any.whl.metadata (6.3 kB)
Collecting jinja2 (from torch==2.7.0)
Downloading jinja2-3.1.6-py3 ne-any.whl.metadata (2.9 kB)
Collecting fsspec (from torch==2.7.0)
Downloading fsspec-2025.5.0-py3-none-any.whl.metadata (11 kB)
Collecting mpmath<1.4,>=1.1.0 (from sympy>=1.13.3->torcl .7.8)
Downloading mpmath-1.3.8-py3-none-any.whl.metadata (8.6 kB)
Collecting MarkupSafe>=2.8 (from jinja2->torc! 7.0}
Downloading MarkupSafe-3.0.2-cp313-cp313-macosx_11_@_armé4.whl.metadata (4.0 kB)

Downloading
Downloading
Downloading

Downloading

Downloading

Downloading

torch-2.7.0-cp313-none-macosx_11_0_armé4.whl (68.6 MB)
. 3 A eta
sympy-1.14.0-py3-none-any.whl (6.3 MB)

mpmath-1.3.0-py3-none-any.whl (536 kB)

typing_extensions-4.13.2-py3 ne-any.whl (45 kB)
filelock-3.18.0-py3-none-any.whl (16 kB)
fsspec-2025.5.0-py3-none-any.whl (196 kB)
jinja2-3.1.6-py3-none-any.whl (134 kB)
MarkupSafe-3.0.2-cp313-cp313-macosx_11_0_armé4.whl (12 kB)
networkx-3.4.2-py3-none-any.whl (1.7 MB)

7/1.7 ) eta
setuptools-80.8.0-py3-none-any.whl (1.2 MB)

M eta 0:00:00

Installing collected packages: mpmath, typing-extensions, sympy, setuptools, networkx, MarkupSafe, fsspec, filelock, jinja2, torch
Successfully installed MarkupSafe-3.0.2 filelock-3.18.8 fsspec-2025.5.0 jinja2-3.1.6 mpmath-1.3.0 networkx-3.4.2 setuptools-80.8.0 sympy
-1.14.0 torch-2.7.0 typing-extensions-4.13.2

Pucynok 4.2 — Becranosienss pytorch

[Ticns uporo B Unity nomaerhcsi maker ML-Agents, miaKIto4aeTbcsi HEOOX1HA

CICHA, HAJIAIITOBYETHCA Academy, CCPCOAOBHIIIC Ta HOBGI[iHKa arcHTIB. 3aBepHIaHBHI/IM

eTanioM € miepeBipka 3’eqHaHHs MDK Unity Tta Python cepenmoBuiniem, mo mo3Boiise

3amycKatu HaB4YaHH# (puc. 4.3).

(myvenv) mac@MacBook-Pro-mac python % mlagents-learn —help

usage: mlagents-learn [-h] [--env ENV_PATH] [--resume] [--deterministic] [--force] [--run-id RUN_ID] [--initialize-from RUN_ID] [--seed SEED]
[--inference] [--base-port BASE_PORT] [--num-envs NUM_ENVS] [--num-areas NUM_AREAS] [--debug] [--env-args ...]
[--max-lifetime-restarts MAX_LIFETIME_RESTARTS] [--restarts-rate-limit-n RESTARTS_RATE_LIMIT_N]
[--restarts-rate-limit-period-s RESTARTS_RATE_LIMIT_PERIOD_S] [--torch] [--tensorflow) [-—-results-dir RESULTS_DIR]
[—-width WIDTH] [--height HEIGHT] [--quality-level QUALITY_LEVEL] [--time-scale TIME_SCALE]
[-—target-frame-rate TARGET_FRAME_RATE] [--capture-frame-rate CAPTURE_FRAME_RATE] [-—no-graphics] [--torch-device DEVICE]
(trainer_config_path]

positional arguments:
trainer_config_path

optional arguments:

-h, —-help show this help message and exit

—-env ENV_PATH Path to the Unity executable to train (default: None)

Whether to resume training from a checkpoint. Specify a —-run-id to use this option. If set, the training code loads an
already trained model to initialize the neural network before resuming training. This option is only valid when the models
exist, and have the same behavior names as the current agents in your scene. (default: False)

~-deterministic whether to select actions deterministically in policy. 'dist.mean’ for continuous action space, and “dist.argmax’ for
deterministic action space (default: False)

—-force Whether to force-overwrite this run-id's existing summary and model data. (Without this flag, attempting to train a model
with a run-id that has been used before will throw an error. (default: False)

—-run-id RUN_ID The identifier for the training run. This identifier is used to name the subdirectories in which the trained model and
summary statistics are saved as well as the saved model itself. If you use TensorBoard to view the training statistics,
always set a unique run-id for each training run. (The statistics for all runs with the same id are combined as if they were
produced by a the same session.) (default: ppo)

--initialize~from RUN_ID

Specify a previously saved run ID from which to initialize the model from. This can be used, for instance, to fine-tune an
existing model on a new environment. Note that the previously saved models must have the same behavior parameters as your
current environment. (default: None)
—-seed SEED A number to use as a seed for the random number generator used by the training code (default: -1)
inference Whether to run in Python inference mode (i.e. no training). Use with —-resume to load a model trained with an existing run
ID. (default: False)

--base-port BASE_PORT
The starting port for environment communication. Each concurrent Unity environment instance will get assigned a port
sequentially, starting from the base-port. Each instance will use the port (base_port + worker_id), where the worker_id is
sequential IDs given to each instance from @ to (num_envs - 1). Note that when training using the Editor rather than an
executable, the base port will be ignored. (default: 5605

--num-envs NUM_ENVS  The number of concurrent Unity environment instances to collect experiences from when training (default: 1)

—-num-areas NUM_AREAS
The number of parallel training areas in each Unity environment instance. (default: 1)

—-debug whether to enable debug-level logging for some parts of the code (default: False

--env-args ... Arguments passed to the Unity executable. Be aware that the standalone build will also process these as Unity Command Line
Arguments. You should choose different argument names if you want to create environment-specific arguments. All arguments
after this flag will be passed to the executable. (default: None

--max-lifetime-restarts MAX_LIFETIME_RESTARTS
The max number of times a single Unity executable can crash over its lifetime before ml-agents exits. Can be set to -1 if no
limit is desired. (default: 10)

—-restarts-rate-limit-n RESTARTS_RATE_LIMIT_N
The maximum number of times a single Unity executable can crash over a period of time (period set in restarts-rate-limit-
period-s). Can be set to -1 to not use rate limiting with restarts. (default: 1)

--restarts-rate-limit-period-s RESTARTS_RATE_LIMIT_PERIOD_S
The period of time --restarts-rate-limit-n applies to. (default: 60

--torch (Removed) Use the PyTorch framework. (default: False)

Pucynok 4.3 — Iligkmrouenns ta mijn’ eqHanns Unity o 616morexkun MLAgents
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JI1s1 BiICTE)KEHHS pOOOTH Ta MPOTPeCy HaBUAHHS areHTiB, HEOOX1IHE IMiIKITFOYEHHS
Tensorboard. Pesynsratu TpenyBaHHs OyayTh BimoOpaxkeHi y Opaysepi uepes localhost

(puc. 4.4).

No dashboards are active for the current data set.
Probable causes:

« You haven't written any data to your event files.
« TensorBoard can't find your event files.

If you're new to using TensorBoard, and want to find out how to add data
and set up your event files, check out the README and perhaps the
TensorBoard tutorial.

If you think TensorBoard is configured properly, please see the section of
the README devoted to missing data problems and consider filing an issue
on GitHub.

Last reload: May 22, 2025, 1:13:02 PM

Log directory: results

PucyHnok 4.4 — Buriian j0riB TpeHyBaHHS 0 TOYAaTKy HABYAHHS

Ocranniii eranmom € BcraHoBlieHHS MLAgents came B Unity BUKOPHCTOBYHOYH

Package Manager (puc.4.5).

Package Manager

ML Agents
= 3.0.0 - October 05, 2024
From Unity Registry by Unity

Remove

Description  Version History  Depend

Pucynok 4.5 — IncransoBanuii naker ML Agents
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4.2 Bubip TNy TpeHyBaHHS Ta 00’ €KTY

Bbyno o6paHo oyieHIB Ik OCHOBHHMI 00’ €KT JIJI1 HaBYaHHS 3a jornoMororo ML-Agents
Toolkit. Takuii BuOIp 3yMOBJICHUN NPHUPOIHOIO IOBEIIHKOIO ITUX TBapUH Y JHUKIN
OpUPOJIi, SIKy MOKHa 3MOJIETIOBATH 32 JIOMOMOTOI0 METOIB MAIIMHHOTO HABYAHHS.
30Kkpema, yBary 30Cepe/PKeHO Ha JBOX AacleKTax: 3rpaifHiil moBemiHli (ToOTO BMiHHI
OJICHIB TPUMATHUCS Pa30M) Ta YHUKHEHH1 XMKaKiB (BOBKIB), SIKl BUCTYIAIOTh 3arPO30I0.

[lin yac HaBuaHHSA 3a jgomomororo 0i6motekn ML-Agents BHUKOPUCTOBYEThCS
Reinforcement Learning — 1ie Tum npoiiecy MalllMHHOTO HABYaHHS, SKHH (POKYCY€EThCS Ha
INPUIHATTI pIIIEHb aBTOHOMHUMH areHTaMu. ABTOHOMHUM areHr - 1€ 0yJ1b-Ka CUCTEMA,
gKa MOXKE NpUMMaTH PIMIEHHS 1 JIATH Yy BIANOBIb HAa HABKOJUIIHE CEPEIOBHILE

HE3AJICXKHO BiJl MPSIMUX 1HCTPYKIIIN JIFOTUHU-KOpHCTYBada (puc 4.6).

’J Agent ||
state reward action
S, R, A

s

t+1

Environment ]¢

4 1+1
\.

Pucynok 4.6 — I[Tpuniun podotu Reinforcement Learning

OcHoBHa 3aj1aua JJis OJICHIB — TPUMAaTHCS MOOJM3y OJMH OJHOTO0, (OpPMYyIOUH
3rpaiiky, aje mpu IbOMY HE CKYITYyBaTHCS HAATO IIITbHO. BOHM TOBWHHI BYACHO
BUSIBJISITH 3arpo3y BiJl BOBKIB 1 TIKaTH BiJ HUX, SIKIIO Ti HaOmmwkawThcsa. BomHowac,
IpaBeb Y CUMYJISITOPI HE BUKIMKAE Y HUX JKOJTHOI peakilii, HaBiTh KOJM 3HAXOAUTHCS
opyH.

JIns eeKTUBHOTO HaBYaHHS arcHTIB-OJICHIB CHCTEMa 30HUpa€e CIOCTEPEKSHHS PO
MOTOYHMM CTaH HaBKOJMIITHLOTO cepenoBuina. KoxkeH ojieHb oTpuMye 1HPOpMAaIlio mpo
CBOIO TIO3HMIIIIO, TIOJIOKEHHS HAWOMKYUX TPbOX OJIEHIB 1 OJHOTO-ABOX HAWOIMKIMX

BOBKiB. Kpim Toro, onenpr "OauuTh" HaAmpsIMOK Ha TpaBIld, ayne s iHGoOpMmarlis He
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BUKOPUCTOBYETHCS ISl peakilii y BUHaropoi. Takox BpaxOBY€ThCS BIacCHA IMIBUIKICTh
pyxy onens. Li 1aHi nepenaroThCs HEUPOHHIN MepexXi ISl MPUUHATTS PillICHb.

Jns  ¢gopmyBanHs OakaHO1 TOBEIIHKHM OJICHIB Yy CHCTEMI TMPOIKCaHI TEeBHI
BUHaropoan Tta mTpadu. Hampuknaa, oJeHs OTPUMY€E TO3UTHBHY OIIIHKY 3a
nepeOyBaHHs B 30H1 3TrpafHOCTI — MPHUOJIM3HO HA BiJICTaH1 3-8 METPIB BiJI IHIIIUX OJICHIB.
HaBmaku, 3aHanro Onu3bpke HAOMIKEHHS 110 BOBKa (MEHIIE 2 METPIB) KapaeThCs
mrpadom. OJeHi TaKOXK 3a0X0UYIOThCS PyXaTHUCS B HANIPSIMKY 1HIIMX OJIEHIB, SIKIIIO BOHU
3aHAATO BIAJAJICHI, 1 KAPAIOTHCS, SKIO TPUBAIUN Yac 3aIUIIa0ThCS HAOIMHII. BiTHOCHO

IpaBls — peaklii HeMae, TOMY Ha 1€ He HaKJIaAaroThCs HI BUHATOPOH, H1 IITpadu.

Tabmuusg 4.1 — Cucrema mrpadiB Ta HAropoa JUIsl areHTIB.

Ha3sga nii Haropoaa HITpad

[lepeOyBaHHS B 30HI 3rpaifHOCTI +0,5

(3-8 m)

bimm3bpke HaOMIKEHHS 10 BOBKA -1,0

Pyx B HampsIMKy iHIHMX OJICHIB, +0,2

SAKITO JaJICKO

[TepeOyBaHHS HAOIWHIII TOBIIE -0,2

S CeKyH]I

B pesynbTaTi HaBYaHHS OJIEHI HABYAIOTHCS CAMOCTIMHO YXBaJIIOBATU ONTUMAJIbHI
pIllIeHHS: TpUMAaTHCs OJMK4Ye 70 3rpailku, BYACHO BTIKATH BiJl BOBKIB, ajie I'rHOPYBaTH
rpaBig. lle 3abesneuye peadicTUYHy afanTUBHY TOBEIIHKY, 110 BIJANOBIJIAE
ITOCTaBIICHUM ITiJISIM.

J1y1st HaBYaHHS OJIEHIB BUKOPHUCTOBYETHCSI BEKTOP CIIOCTEPEKEHB PO3MIPOM OJTH3BKO
30 (3anexHO BiJ KUIBKOCTI CYCIIHIX OJICHIB 1 BOBKIB). Jlii areHTIB MpeICTaBlICHI SIK JBa
Oe3rnepepBHI mapaMeTpu, 10 BIAMOBINAIOTE pyxy 1Mo ocsix X Ta Z. BukopuctoByeThCs

oe3nepepsuuiil Thn 11 (Continuous).
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4.3 TpeHyBaHH# areHTIB

[lepmum KpOKOM TpeHYBaHHS IICIS HANAINTYBAHHS Ta BCTAHOBJICHHS HEOOX1THIX
010motek € ctBopeHHs ¢airy deer config.yaml. Ile xkoHdirypamiiauii daitn, sxkui
omucye, sIK TpeHyeTbcsa areHT DeerAgent (omeHb) 3a JOMOMOIrON  alrOPUTMY

niakpimtenss PPO (Proximal Policy Optimization) (puc. 4.7).

Update actor to maximise the advantage A, but with a
clipping between old and new policy and a min value

actor action
network —¢
PPO loss ;ﬂale Environment |
critic A
network state, reward

Update critic to minimise the loss (MSE)

Pucynok 4.7 — IIpuHuun poOOTH aJITOPUTMY HIAKPITUICHHS

deer_config.yami

behaviors:

DeerAgent:
trainer_type: ppo
max_steps: 500000
time_horizon: 128
summary_freq: 10000
hyperparameters:

batch_size: 1024
buffer_size: 10240
learning_rate: 2.5e-4
beta: 1.0e-3
epsilon: 0.1
lambd: ©.95
num_epoch: 3
network_settings:
normalize: true
hidden_units: 256
num_layers: 3
reward_signals:

extrinsic:
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gamma: 0.995
strength: 1.0

Y aiini 3amaioTbcs KIIOYOBI MapaMeTpu TpeHyBaHHS areHta DeerAgent 3
anroputMoM PPO, 30kpeMa MakcuMalibHa KIJTBKICTh KPOKIB (max_steps), po3Mip Oatya
(batch_size), mBHaKiCTh HaBYaHHs (learning_rate) Ta apXiTeKTypa HEHPOHHOT MEPEKi
(hidden_units, num_layers). BkioueHa Hopmaiizamis BXUIHAX JaHUX IS
NIJBUILIEHHS CTaOUIbHOCTI HaB4YaHHs. HanamToBaHo mnapaMeTpu Ijsi KOHTPOJIIO
OHOBJICHb MOJIeNl (epsilon) 1 AMCKOHTYBaHHS BUHAropoAu (gamma), 110 BIUIUBAE Ha
NPUMHATTS pIIIEHh areHta. Takoxk mependadeHe peryyspHe JOTYBaHHS METPUK s
MOHITOPUHTY Mporpecy 3a aonomoroto TensorBoard.

HactynHum KpokoM € 2 BaxJMBHX cKpunTH, a came UniversalAnimalAl.cs 1
DeerAgent. UniversalAnimalAl — 1ieii ckpurt BiAmosijgae 3a 0a30By MOBEIIHKY OyIb-
aKoi TBapuHUM y rpl (gomatok A). BiH kepye mnepeMillleHHSIM TBAapuWHU 3a
nonomoror NavMeshAgent, 1o3Bossitoun il BUIAAKOBO OJyKaTH TepuTOpi€to. TBapuHa
NepioIMYHO BUOMPAE HOBY IIJILOBY TOUYKY B MEXKaxX 3aJJaHOTO PaJilyCy Ta IMpsIMY€ 0 Hel
3 PI3HOI MIBUAKICTIO: XOJb0OI0 abo Oirom, 3aJie)KHO Bia BUMAAKY (13 3a7aHOIO
WMOBIPHICTIO). AHIMAIII{ aBTOMAaTHYHO TIEPEMHUKAIOTHCS BIMOBIIHO IO MIBUJIKOCTI PyXy
— HampuKIaJ, SKIO M[BHAKICT, BUCOKA, WPOrpaeTbcst aHimarls Oiry. Jus
yHIBEpCAIbHOCTI TependadyeHo 3MiHHI Il PI3HUX THUMIB TBapHH, IO JI03BOJISIE
BUKOPUCTOBYBAaTHU OJUH CKPHUNT ISl KUIbKOX Mojened. Teputopis, KOO OJyKarOTh
TBapHHU, CTBOPIOEThCS 3a noromororo cucremu NavMesh y Unity. Bona Busnauae, ne

caMme MOXYTb TiepecyBaTuch 00'ektu 3 komrmoHenTom NavMeshAgent (puc. 4.8).
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+ v Nav Mesh Agent

Humanoid

d

Auto Braking

Obstacle Avoidance
Radius

High Quality

=10]

Path Finding
Auto Traverse Off Mesh Link +
v

Everything

Pucynok 4.8 — HanamryBanus NavMeshAgent 11t 00’ €kTy oneHst

TakuM 4YHHOM, TEpUTOPIS VIS PpyXy — II€ TO€EJHAHHS CTBOPEHOTO pelbedy,
MMOBEPXOHb CIICHHU, 1110 IOCTYITHI JJIsI IEPEMIILICHHS, Ta 3T€HEPOBAHOI HABITAIINHOI CITKH,
IO SIKifi TBApUHU MOXKYTh O€3MEUYHO MePECyBaATHUCh.

DeerAgent — neit ckpunT peasnizye areHTa ojieHss Ha ocHoBI ML-Agents (momgaTox
b). Bin HaBuaeThCs yXBaJIOBATH PIIICHHS B TUHAMIYHOMY CEPEIOBHIII, CIIOCTEPITal0un
3a MO3UIISIMU 1HIIKUX OJICHIB Ta BOBKIB. ¥ MeTol CollectObservations areHT 30upae
JIlaHl TTPO HABKOJIMIIIHE CEPEJOBUIIE — BIJCTAaHI Ta HAMPSIMKHU J0 IHIIUX TBApUH — 1
nepemae ix y HeWpomepexy. Mertoj OnActionReceived mpuiimae [ii, 3reHepoBaHi
MepeXero, 1 BU3HaUYae, KyIM areHT MIOBHHEH PYyXaTHCh: Y HANIPSIMKY 3TPaiiKu Y HABITAKU
Bil XmKaka. BUKOPHCTOBYEThCS JIOTIKA YXWJICHHS, PyXy MO IIEHTPY TpymH Ta
MePEMIIICHAS. Ha OCHOBI IO€AHAHHSA HampsMKiB. IloBemiHka areHTa 3aleKHTh BIJI
B1JICTaHI1 JI0 BOBKIB — SIKIIIO XHYKaK MOPYY, OJIeHb TiKae. Takoxk peasizoBaHa MOXKJIMBICTb
PYYHOTO KepyBaHHS i TecTyBaHHS. CKPUIIT aBTOMAaTUYHO OHOBIIIOE CITUCKH 1HIIHX

OJICHIB Ta XMKaKiB y T0JIl 30py areHTa (puc. 4.9).
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B ~ Behavior Parameters

Default
Default

andli Ignore

r this Bre

Environment references
Herd Mates
Predators

Pucynok 4.9 — HanamtyBaHHS TOBEAIHKU OJICHS

OcTaHHIM eTarnoM MicJisg BCIX HaJalTyBaHb Ta IMiJIKIIOUYEHHS CKPHUIITIB 10 00’ €KTY
€ TpeHyBaHHiI. Jlmg  1bOrO  BHUKOPHUCTOBYETHCS  KOMaHJa  mlagents-learn
config/deer_config.yaml --run-id=deer-herd-01 -force Ta 3allyCKa€TbCsi TIpa B

penakropi Unity (puc. 4.10).

(myvenv) mac@MacBook-Pro-mac project % mlagents-learn config/deer_config.yaml --run-id=deer-herd-e01 --force

m

L e

H

Version information:

ml-agents: ©.30.0,

ml-agents-envs: 0.30.0,

Communicator API: 1.5.0,

PyTorch: 1.11.0
[INFO] Listening on port 5004. Start training by pressing the Play button in the Unity Editor.
[INFO] Connected to Unity environment with package version 3.8.8 and communication version 1.5.0
[INFO] Connected new brain: DeerAgent?team=0

Pucynok 4.10 — 3anyck HaBYaHHS

[lepiie TpeHyBaHHS 3yNMUHWIOCH HA TOMUJI AttributeError: 'StrictVersion'
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object has no attribute 'version'. BoHa yacTo BUHUKa€ MpU HECYMICHOCTI Bepcii
Python, mlagents Ta Unity. ITicas neranpsHOTO aHani3y Bepciid, O0yJ0 MepeBCTAHOBIECHO
mlagents mig cymicHy Bepcito 3 Unity.

Hactynui 6 TpeHyBanb Oyiu mpoBedeH! OUIBIN YCHIIIHO, MICAS KOXKHOTO
MPOBEICHUI aHaji3 MpoOJeMu, sika MOTJia BUHUKHYTH Ta BUIpPABICHO. Y nojaTtky B
MOKa3aHO PE3yJbTaT MEPIIOro TPEHYBaHHS, SIKe HE OYyJIO YCIIITHAM Yepe3 BIJACYTHICTh
MPaBUJILHOTO HAJIAIITYBAHHS CUCTEMHU HAropoJ Ta mrpadis.

Ha ocHoBi rpadiyHuX JaHWX Ta CUCTEMHMX JIOTIB, IO B1IOOpa)kaloTh IMPOIIEC
HaBYAHHS MOJENI, 11eHTU(IKOBAHO KIIFOYOBI ACMEKTH 1i MOTOYHOI €(PEeKTUBHOCTI Ta
METPUKH TUTST TI0J1JTHIIIOTO MOHITOPHHTY. I'padiku ""Policy/Extrinsic
Reward" ta "Environment/Cumulative Reward" ¢ ¢yngamMeHTaIbHUME JI1  OI[IHKH
JOCSITHEHHSI LIJ€H, OCKIIBKM MOTOYHI CIIOCTEPEKEHHS JEMOHCTPYIOTH CTaOUIbHY
HYJIbOBY 30BHIIIIHIO BUHAropoy (puc. 4.11 ta puc. 4.12). Lle miaTBeppKy€eThCs JIOTaMH,
K1 BKa3yIOTh Ha HE3aBEPILIECHICTh €M130/1IB Ta BIJICYTHICTh CEPEIHBOI BUHATOPOIH, 1110
CBITYUTH MPO 3HAYH1 OOMEKEHHS y B3a€MOJII1 areHTa 13 cepe/oBUIleM ad0 y BU3HAUYCHHI

GbyHKII11 BUHATOPO/IH.

Policy/Extrinsic Reward 1;'- N :
05
0 :
0.5
100k 150k 200k 250k 300k 350k 400000 %
Run 1 Smoothed Value  Step Relative
® deer-herd- 0 0 400,000 4.044 min

01/DeerAgent

Pucynok 4.11 — I'padik Policy/Extrinsic Reward
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Environment/Cumulative Reward 1} HE : Environment/Cumulative Reward_hist I} HEH

. deer-herd-01/Deer..

“ A

Environment/Cumulative Reward

0.5

>

100k 150k 200k 250k 300k 350k 400000 x

Run Smoothed Value Step Relative

® deer-herd- 0 0 400,000 4.044 min
01/DeerAgent

Pucynok 4.12 — I'padik Ta ricrorpama Environment/Cumulative Reward

JI71st moanbIioro MOPIBHSHHS Ta OIIHKM ONTUMI3AIll MOJIENl, 3pOCTaHHs 3HaYeHb
Ha rpadiky  "Policy/Extrinsic  Reward" Ta  3mimeHHs  po3nmoauly — Ha
"Environment/Cumulative Reward" y 01K MO3UTUBHMX HAaKOMWYEHUX BUHAropon (i3
OaKaHOI0 BYXKUOIO JIUCIIEpPCi€l0) OyayTh OCHOBHUMHU 1HIAMKATOpaMU  YCITIXY.
[MapanensHo, rpadik ""Losses/VValue L0SS" € BayximuBUM 17151 MOHITOPUHTY BHYTPIIIHBOT
30DKHOCTI ~ MOJeNi  IIOJ0  OI[iHKKM  3HadyeHb, Tomi sk "Policy/Learning
Rate", "Policy/Epsilon"ta "Policy/Beta" Hamatots iH(OpMaIlit0 TpO KOHTPOJIb HaJ
rinepnapaMeTpaMyd Ta CTPATErisIMU JOCIHIJKEHHS/eKCIUTyaTalli, 0 € HEBIJ €MHOI0
YaCTHUHOI €()eKTUBHOTO TPEHYBAJILHOTO MPOIIECY.

Anamiz  HactynHux — rpadikiB  "Environment/Cumulative  Reward"  Ta
"Policy/Extrinsic Reward" s n'sTd TpeHyBaHb JEMOHCTPYE 3HA4YHE ITOKPAICHHS

NPOJYKTUBHOCTI areHTa (puc. 4.13).

2025 p. CrtpeseBa €nm3aBeTa



S7

Kadenpa inTenexryansHuX iHPOPMAIIHHIX CHCTEM
[HTEeNeKTYyaIbHI TEXHOIOTIH IS MOKPAIeHHS IHTEPaKTUBHUX MPOIIECIB B irpax

130
120
110

100

90

400k 490000 X 0 100k 200k 300k 400k 500000 X

100k 200k 300k
2 TpeHyBaHHHA 3 TpeHyBaHHHA

140

130
135

125
130

120

0 100k 200k 300k 400k 500000 x 0 100k 200k 300k 400k 500000 x
4 TpeHyBaHHHA 5 TpeHyBaHHHA

Pucynok 4.13 — Pesynbratu TpenyBanb Ha rpadikax Environment/Cumulative

Reward Ta Policy/Extrinsic Reward

Hpyre TpeHyBaHHS MOKa3aj0 MMOMITHE 3pOCTaHHS HAKOMWYEHOI BUHATOPOIU TICTs
300 000 kpokiB, BKa3ylOud Ha YCIIIIIHE HAaBYaHHS. Y TPEThOMY TPEHYBaHHI1 rpadik
"Policy/Extrinsic Reward" BimoOpa3uB KOJIMBaHHS MUTTEBOI 30BHIIIHHOI BUHATOPOIH B
niama3zoni Big 0 go npubnuzHo 13, MO CBIAYUTH NP0 TEPIOAUYHE OTPUMAHHS
BuHaropoau. YerBepre Ta m'are TpeHyBaHHA Ha rpadiky "Environment/Cumulative
Reward" mnponeMoHCTpyBanu CTiiKe 3pOCTaHHS HAKONMWYEHOI BUHAropoad 3
BUPXEHUMHU LMKIIYHUMH TATEPHAMU, L0 MIAKPECIIOE MOCIHIIOBHE MOKPAIIEHHS Ta
eMI30UYHUI XapaKkTep OTpUMaHHS BHUHAropoi. s mokparieHHs pe3ysbTariB, OyJo
OHOBJIEHO cKpunT DeerAgent.cs fuist cra0unizaiii Haropos Ta mrpadis.

Amnanmiz  jor-¢aiiiB - 03BOJIAE  TPOTHO3YBAaTH  MOBEOIHKY  TpadikiB
"Environment/Cumulative Reward" Tta "Policy/Extrinsic Reward". [ns apyroro
TpeHyBaHHs, Ji¢ Jor ¢ikcye cepennro BuHaropoay 0.000 Ta BiICYTHICTh 3aBEpPIICHHUX
emi30/1iB, OYIKY€ThCS, M0 o00uaABa rpadiku 3aIUIIATUMYThCS MOOIU3Y HYJI,

HiATBEPKYIOUYH BiICYTHICTh OTPUMAHUX 30BHIIIHIX BUHATOPO (puc. 4.14).
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Pucynok 4.14 — I[Ipouec 2-ro TpeHyBaHHS

Training.
Training.
Training.
Training.
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Training.

Ha mpotuBary 1pomy, JIOT IIOCTOTO TPEHYBaHHS JIEMOHCTPYE 3HAUHI MO3UTHUBHI

3HA4YEeHHS cepeiHboi BUHaropoau (Big 119 qo 186), 110 103BoJIsI€ TPOTHO3YBATH BUCOKI,

Xoua ¥ KOJMBHI, MO3UTHMBHI 3HaueHHS Ha Tpadiky "Policy/Extrinsic Reward" Ta

BUPAXEHY  BUCXIJHY

TEHIEHIIIIO

HAKOITMYEHO1

BUHArOpoau

Ha  rpadiky

"Environment/Cumulative Reward" (puc. 4.15). [{i pe3yapTaTi MOCTOr0 TPEHYBaHHS €

0COOJIMBO MOKA30BUMHU Ta 3aCIYTOBYIOTh Ha JACTAIBHIIINANA PO3TIISI.
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Kadenpa iaTenekryansHIX iHPOPMALIHHIX CHCTEM
[HTENeKTyaNIbHI TEXHOJIOTIH JIS TOKPAIICHHS IHTEPaKTHBHUX IMIPOIIECIB B irpax
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Pucynox 4.15 — I[Ipouiec 6ro TpeHyBaHHS
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AHani3 pe3yibTaTiB IOCTOrO TPEHYBAHHS IEMOHCTPY€E 3HAUYHUN IPOrPeC MOJIEI 32

BciMa KimouoBuMu Metpukamu. ['padik "Policy/Extrinsic Value Estimate" mokasye

CTIWKE 3pOCTaHHS OI[IHKY 30BHIMIHBOI IIHHOCTI, IOCATal04YM 3Ha4eHb O0J13bK0 95 10 500

000 kpokiB, IO CBIAYUTH MpO €(EKTHUBHE HABUAHHS areHTa nependayaTd MaiOyTHI

BuHaropoau. OpHouacHo, "Policy/Learning Rate" nemMoHcTpye IUTaBHE 3MEHIICHHS

IIBUJIKOCTI HAaBYaHHSA JI0 Jy>X€ HHU3BKUX 3HAYCHb,

KOHBEpreHiiito Mojaedi (puc. 4.16).

Policy/Extrinsic Value Estimate

100

80

60

40

20

0 100k

200k

Run Smoothed
@ deer-herd- 95.2351

01/DeerAgent

300k

Value

Ste

400k 500000 x

P Relative
93.6047 500,000 8.038 min

Policy/Learning Rate

2e-4

Ted
2]

Run 7

@ deer-herd-
01/DeerAgent

3a0e3neuyoun  CTablIbHY

100k 200k 300k 400k 500000 X
Smoothed  Value Step Relative
0 0 500,000 7.849 min

Pucynok 4.16 — I'padiku Policy/Extrinsic Value Estimate ta Policy/Learning Rate
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Kadenpa inTenexryansHuX iHPOPMAIIHHIX CHCTEM
[HTEeNeKTYyaIbHI TEXHOIOTIH IS MOKPAIeHHS IHTEPaKTUBHUX MPOIIECIB B irpax

I'padik "Policy/Epsilon" 3anumaeTscst crabinpauM Ha piBHi 0.1, MO BKa3ye Ha
MOCTIMHUM pIBEHb JOCII/DKEHHS IPOTATOM YChOro TpeHyBaHHsA. Ha BiamiHy BiX
nornepeaHix TpeHyBaHb, 'Policy/Extrinsic Reward"” moka3ye BHCOKI Ta KOJIHMBHI
MO3UTHBHI 3HAYEHHS 30BHINIHBOI BHUHArOpOJM, JOCATaloyM mikiB moHanx 150, mio

HiATBEP/UKYE YCIIITHE BUKOHAHHS areHTOM I[IbOBUX 3aBAaHb (puc. 4.17).

Policy/Epsilon -] X : Policy/Extrinsic Reward I o
015 150
0.1 140
0.05 130
0 100k 200k 300k 400k 500000 X 0 100k 200k 300k 400k 500000 X
Run 1 Smoothed  Value  Step Relative Run 1 Smoothed  Value Step Relative
@ deer-herd- 0.1 0.1 500,000 7.849 min @® deer-herd- 156.1446 163.4117 500,000 8.038 min
01/DeerAgent 01/DeerAgent

Pucynox 4.17 — I'padixu Policy/Epsilon ta Policy/Extrinsic Reward

"Policy/Beta" npomoBxye IJIaBHO 3MEHIIYBATHUCS JO HYJA, IO € THIIOBOIO
CTpaTeTiero VIS nepexoy BII TIOCIIKEHHSA hi o) eKCIUTyaTarii.
I'padik "Policy/Entropy" neMoHCTpy€e MOYaTKOBE 3pPOCTaHHSA, a IOTIM IOCTYIIOBE
3HIDKEHHS, 1110 BKa3y€e Ha T€, 10 MOJITHKA CIIOYaTKy 301IbIIIyBajia PI3HOMAHITHICTD JIiH,

a MOTIM CTaBaJia OiJIbII IETEPMIHOBAHOIO B Mipy HaB4YaHHs (puc. 4.18).

Policy/Beta I 1 Policy/Entropy I o
1.426
8e-4
1424
6e-4
|
1422
4e-4
2e-4 1.42
0 100k 200k 300k 400k 500000 X 0 100k 200k 300k 400k 500000 X
Run ™ Smoothed Value Step Relative Run ™ Smoothed Value Step Relative
@ deer-herd- 0.0001 0 500,000 7.849 min @ deer-herd- 1.4188 1.4188 500,000 8.039 min
01/DeerAgent 01/DeerAgent

Pucynox 4.18 — I'padixu Policy/Beta ta Policy/Entropy
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Kadenpa inTenexryansHuX iHPOPMAIIHHIX CHCTEM
[HTEeNeKTYyaIbHI TEXHOIOTIH IS MOKPAIeHHS IHTEPaKTUBHUX MPOIIECIB B irpax

"Environment/Cumulative Reward" BimoOpaxkae 3HauHe Ta CTaOiIbHE 3POCTAHHS
HAKOMMYEHOT BHHATOPOJM, IO CBIAYUTH MPO 3arajibHE TMOKPAIICHHS MPOTyKTUBHOCTI
areHTa MpOTATOM TPEHYBaHHSI.

Bimmogiano, "Environment/Cumulative  Reward_hist" mokaszye, mo po3momia
HAKOMMYEHO1 BUHArOPO/IM 3HAYHO 3MICTUBCS Y 01K MO3UTUBHUX 3Ha4YeHb (01m3bK0 150),

HiATBEPKYIOUYH MTOCITIJOBHE OTPUMAaHHS BUCOKUX BUHAropos (puc. 4.19).

ra
Ld

Environment/Cumulative Reward_hist J-F

ra
Ld

Environment/Cumulative Reward | J-F

@ deer-herd-01/Deer...
150

140 A

8
5 |
1
w\‘“ j
“ ‘\

0 100k 200k 300k 400k 500000 x

Run 1 Smoothed Value Step Relative

® deer-herd- 156.1446 163.4117 500,000 8.039 min
01/DeerAgent

Pucynok 4.19 — I'padik ta ricrorpama Environment/Cumulative Reward

Haperri, "Losses/Policy L0sS" neMoHCTpy€e KOMBaHHS B HU3bKOMY JTiaria3oHi, 1o
BKa3y€ Ha TOCTiHY ontuMizamito momituku. ['padik "Losses/Value Loss" Takox
MOKAa3Ye€ 3arajibHy TEHJICHIIIIO JI0 3pOCTaHHS MICIIsI MOYaTKOBOTO MAaJ[IHHSA, 10 MOXKEe OyTH
MOB'A3aHO 3 OUIBII CKJIAJIHOIO OIIHKOK I[IHHOCTI B YMOBax OTPHUMAHHS BHUCOKHX

BUHAropo/I.
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Kadenpa inTenexryansHuX iHPOPMAIIHHIX CHCTEM
[HTEeNeKTYyaIbHI TEXHOIOTIH IS MOKPAIeHHS IHTEPaKTUBHUX MPOIIECIB B irpax

Losses/Policy Loss I r1 Losses/Value Loss I

0.026
900
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0.024
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0 100k 200k 300k 400k 500000 X 0 100k 200k 300k 400k 500000 X

Run Smoothed Value Step Relative Run ™ Smoothed Value Step Relative

@® deer-herd- 0.0252 0.0265 500,000 7.849 min @® deer-herd- 974.4495 1,076.2388 500,000 7.849 min
01/DeerAgent 01/DeerAgent

Pucynok 4.20 — I'padiku Losses/Value Loss ta Losses/Policy Loss

4.4 TecTyBaHHA TA pe3yJIbTATH HABYAHHA areHTIB

[Ticns 3aBepIIeHHS POLECY HAaBYaHHSI HEUPOHHOI MOJIEN] OJIEHIB OYJIO MPOBEIEHO
TECTyBaHHs, 1100 OIIHUTU 1 €PEKTUBHICTh Yy PEATICTUYHUX yMOBaX CEPEIOBHUIIA.
OcHOBHaA MeTa — NEPEBIPUTH, HACKIIBKUA JOOPE areHTH HABUMJIMCS 3TypPTOBYBAaTHUCS B
CTaJi0 Ta YHMKATH 3ITKHEHb 13 XM)KaKaMH, JTEMOHCTPYIOUM MOBEAIHKY, HAOIMKEHY J0
npupozaHoi. [1ix gac TecTyBaHHs 0cOOIMBa yBara NpuaLILIacsa TOMY, SIK OJICHI pearyrTh
Ha HaOJIMKEHHS BOBKIB 1 UM 30€piratoTh BOHU ONTUMAJIbHY JUCTAHIIIO OJHE BiJ] OJTHOTO.
PesynbraTti 103BOMSIOTH 3pOOMTH BUCHOBKH TMPO CTAOUIBHICTh HABYEHOI MOBEIHKH, a
TaKO0X BUSBUTU MOMJIMBI HEJIOIIKHA B MOJIEJI YU KOH(Iryparllii cepeoBuUIIa.

IMoBeninka — 3rypryBaHHst y crano. [licis HaB4aHHS MOKHA CIOCTEpIraTH, 110
OJIEHI AINCHO TparHyTh TPUMATHCS OJIKYe OJHE JO0 OJHOro, (OpMyrOud HEBEIHUKI
rpynku. [IpoTe 3aMicTh BETUKOTO CTaja 4YacTillle YTBOPIOIOTHCS Mapu abo TPidKH, 110
CBITYUTH TIPO 0OMEXEHY e(DEeKTUBHICTh 3rPalfHOTO IHCTUHKTY B HUHIINIHIN KOHDIryparrii

(puc. 4.21 —4.23).
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Kadenpa inrenexkryanbHux iHGOPMAIIHHUX CUCTEM
[HTEeneKTYanbHI TEXHOIOTIH A MOKPAIeHHS iHTEPaKTHBHUX IMIPOIIECiB B irpax

Pucynok 4.21- [Ipukian moBeaiHKH 3TrypTyBaHHS

Pucynok 4.22 — Ipuxiiag moBeIiHKY 3TypTyBaHHS

Pucynok 4.23 — [Ipuxnan noBeIIHKH 3TypTyBaHHS

NMOBIpHOIO MNPUYMHOK TaKOi MOBEAIHKHM € BEJIMKUM MPOCTIp JIOKaIlii, 10

YCKJIa/IHIOE€ BUSIBJICHHS 1HIIMX OCOOMH Ha BiacTaHl. Yepes 11e oJieH1 HE 3aBXAU MalOTh
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Kadenpa inrenexkryanbHux iHGOPMAIIHHUX CUCTEM
[HTEeneKTYanbHI TEXHOIOTIH A MOKPAIeHHS iHTEPaKTHBHUX IMIPOIIECiB B irpax

3MOT'Y 3HAUTH HAaHOIMKYMX WICHIB CTa/la Ta 3aJIMIIAI0THCA B MEHIIUX TPyMax abo mapax,
OPIEHTYIOYMCH JIUIIIE Ha JIOKATbHI B3a€EMOIII.

IMoBeninka — peakuii Ha xwkakiB. [licis HaBYaHHS MOJENb IEMOHCTPYE CTIHKY
peaxilito Ha MOsIBY XMXKaKiB — OJICHb IMIBHAKO 3MIHIOE HAMPSIMOK PYXy Ta HaMaraeThCs
BTECKTH Ha O€3MeYHY BiJICTaHb, IEPEKIIFOYAI0UNCh 3 X0Ib0U Ha O1T. Y OUIBIIOCTI BUTIAJIKIB
CIIOCTEPITraeThCs aJeKBaTHA PEAKI[isl YHUKHEHHS, OCOOIUBO KOJIM XMKAK 3HAXOJIUTHCS B
MeXax 3aJ1aHOro Pajlycy COPUMHSTTS, 10 CBIAYUTH PO €(PEKTUBHE 3aCBOEHHS ar€HTOM

cTpaTerii yHUKHEHHs 3arpo3u (puc. 4.24 ta 4.25).

Pucynox 4.24 — [1pukinaj NOBeNIHKYA YHUKHEHHS XMKaKiB

Pucynox 4.25 — [lpukinaj moBeNiHKM YHUKHEHHS XHKaKiB
4.5 IlepcneKTUBH BIOCKOHAJIEHHSA

VY nopanpiiii poOOTI MOKIIUBE BJAOCKOHAJICHHS SIK CaMOi HEMPOHHOI MO, TakK 1
CepeoBHUINa, B SKOMY BOHA QyHKITIOHY€E. Hacammiepen JOMIIBHO YCKIIATHUTH TIOBEIIHKY
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Kadenpa inTenexryansHuX iHPOPMAIIHHIX CHCTEM
[HTEeNeKTYyaIbHI TEXHOIOTIH IS MOKPAIeHHS IHTEPaKTUBHUX MPOIIECIB B irpax

XWKaKiB — HAIPHUKIIAI, TOAaTH MIEPECTiTyBaHHs 3100141 a00 KOMaHIHY B3aEMO/III0 MIXK
HUMH. 1]e 703BOIUTH CTBOPUTH PEATICTUYHIII YMOBH Ta MEPEBIPUTH 3AaTHICTh OJICHIB
JI0 OLIIBII CKJIAHOT KoopauHallii. Takok bO)KHA PO3IIUPUTH Ha0Ip CIOCTEPEKEHB areHTa
— JI0J1aTH BpaxyBaHHs penbedy, mepemnko 1 abo crany BToMu. OTHUM 13 IEPCTICKTUBHUX
HaIpsMIiB € BIIPOBAKEHHS KOMYHIKAIllli MIXX areHTamH, IO MOXKE CIHPHUSATH OIbII
edeKTHBHOMY 3TypTyBaHHIO cTaja. [lle oauH miaxia — 3MEHIIeHHS pO3MipiB TEPUTOPIT
a00 BBEJCHHS JWHAMIYHUX 30H 3arpo3M, SKi 3MYyIIyBaTUMYTh OJICHIB aKTHBHIIIE
pearyBatu. Kpim TOr0, IOIIIBHO MPOBECTH ONIbIIIE ITEpaIliid. Yl Il 3MIHH JT0MTOMOXKYTh

3pOOUTH MOBEIHKY areHTIB 1€ NPUPOIHIMIO Ta OUIBII aJalTUBHOIO.
BucnoBku 10 po3ainy 4

Bys0 po3risiHyTO NOBHUI IIMKJI HABYAHHS areHTIB Ha OCHOBI HEMPOHHOT MEPEXi 3a
noromororo Unity ML-Agents Toolkit. TlpoBeneno HanamTyBaHHS CepeIOBHUINA Ta
IHCTpYMEHTIB, HEOOX1AHMX I B3aemomii Unity 3 1HCTpyMEHTaMH MAaIIMHHOTO
HaBuaHHs. Jlam Oyio oOpaHO TUN TPEeHYBaHHSA Ta po3p00JICHO MOBEIIHKY areHTa-0JICHs,
KWW MaB HaBUMUTHUCS YHUKATHU XUKAKIB 1 30MpaTUCS B TPYIIH.

[IpoBeneHe TpeHyBaHHS JA03BOJHUIIO JIOCATTH 0a30BOi popMu OakaHOT MOBEIIHKHU:
areHTH pearyBajd Ha 3arpo3y ¥ MpOSIBISUIM CXWJIBHICTH 0 3rypToBaHocTi. Ilim dac
TeCTyBaHHs OyJIO BHUSBJICHO SIK MO3UTHBHI PE3yibTaTH, TaK 1 OOMEXEHHS — 30KpeMa,
TEHJEHIII0 YTBOPIOBAaTH HE MOBHOIIIHHE CTajo0, a HeBenuki rpynu. Lle yacTkoBo
3YMOBJICHO BEJIMKOI) TEPUTOPIEI0 CEPEJOBHINA, IO YCKIQIHIOE B3aEMOMIII0 MIXK
areHTaMH.

Oxkpemy yBary NpuJIlJICHO aHalli3y pe3y/bTaTiB IIECTH HABUAJIbHUX 3aIlyCKiB 3a
nornomoroto TensorBoard, mo [03BOJAMIIO TNPOCTEKUTH JOUHAMIKY TOKAa3HHUKIB

BUHArOpOJIM, BTPAT Ta CTAOUIHLHOCTI MOBEIIHKU MOJEII NPOTIATOM TPEHYBaHb.
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Kadenpa inTenexryansHuX iHPOPMAIIHHIX CHCTEM
[HTEeNeKTYyaIbHI TEXHOIOTIH IS MOKPAIeHHS IHTEPaKTUBHUX MPOIIECIB B irpax

BUCHOBKHA

B pesynbrari BukoHaHHs KBamidikaiiiHoi podoTu 0yiio po3poodseHo 3D-Bigeorpy
CUMYJIATOP [UKOi MPUPOIU 3 BUKOPUCTAHHSM HEUPOMEPEKEBUX TEXHOJOTINH MAJis
MOJICJIIOBAaHHS a/IalITUBHOT MOBEIIHKA HEITPOBUX MEPCOHAXKIB.

OCHOBHOIO METOIO0 JIOCHIDKEHHSI OYyJI0O CTBOPEHHS pEaJiCTUYHOrO I1rpoBOTO
cepenosuia, B skomy NPC yxBairoioTh pillIeHHS Ha OCHOBI JJOCBIy, BHYTPIIIHIX TOTPEO
Ta 3MiH Y HaBKOJIMITHBOMY CEPEOBUIIII.

[TocTaBneHi 3aBIaHHs BUKOHAHI, a came:

- JOCIIIJIKEHO MPEAMETHY 00JIacTh Ta ICHYHOY1 CUMYJISITOPU JAUKOI IPUPOIH,
3okpema Wolf Quest, The Sims 1 Microsoft Flight Simulator; BukonaHo anami3 ixHix
TEXHOJIOTTYHHX IIIX0A1B 10 moBeaiHku NPC;

- IIPOBEICHO OIJIAJ 1 BUOIP ONTHUMAIBHOIO 1HCTPYMEHTApPII0 AJisl peaizaii
IPOEKTY;

- peanizoBano HaBuaHHs NPC 3a nmonomororo Unity ML-Agents Toolkit 13
BUKOPUCTAHHSAM aJITOPUTMIB MAIIMHHOTO HABYAHHS HA OCHOBI MIAKPITUICHHS;

- CTBOpeHO 1irpoBe cepenoBuiie 3 NPC-areHtamu, 10 JAEMOHCTPYIOTH
MOBEAIHKY XM)KaKIB 1 )KEpTB;

- MPOBEICHO TECTYBaHHSA CHUMYJISITOpa Ta 310paHO JaHi Mpo e(PEeKTUBHICTH
HABYAHHS areHTiB, 30KpeMa Ha OCHOBI KpuTepiiB ycmimHoi anantamii NPC no
CepeIOBHILA.

VY xoni peainizallii MPOEKTY MIATBEPIKEHO aKTyallbHICTh CTBOPEHHSI CUMYJISITOPIB
13 peaNiCTU4HO, ajanTuBHOW moBeninkoro NPC. 3apasku BHOOpY CydacHOTo
TEXHOJIOTIYHOTO CTEKy Ta BUKOPHUCTAHHIO HABYaHHSA 3 MIJAKPITJICHHSM JOCATHYTO
BUCOKOi  IHTEPAKTUBHOCTI B  IrpoBoMy mpoueci. Po3pobnenuit  mpotoTun
MPOJIEMOHCTPYBAB MOXJIMBOCTI 1HTErpallli HEMpOMEpe:KeBUX MIAXOIB 10 MOOYyI0BU
JUHAMIYHOI I'pOBOi €KOCHCTEMH.

PesynpTat gociimpKkeHHST MOXYTh OyTH BUKOPUCTaHI SIK OCHOBA VISl MOAAIIBIION

pO3pOOKH MOAIOHUX 1rOp.
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JOJATOK A

Cxpunt UniversalAnimalAl

using UnityEngine;
using UnityEngine.AI;

public class UniversalAnimalAI : MonoBehaviour

{
[SerializeField]
private NavMeshAgent agent;
public NavMeshAgent Agent => agent;
private Animator animator;
private Vector3 destination;
[Header("Animal Settings")]
public float wanderRadius = 250f;
public float minWalkTime = 5f; // MiHimanbHuii 4Yac xoabbu nepen 3yMNUHKOW
public float maxWalkTime = 12f; // MakcuMMmanbHUi 4Yac xoAbbu nepen 3yMUHKOKW
public float runSpeedThreshold = 3.5f; // MiHimanbHa wBMAaKicTb gna 6iry
public float walkSpeed = 1.5f; // WBnakicTb xoabbu
public float runSpeed = 4f; // llBuakicTtbe 6iry
public float runChance = 0.2f; // 20% waHc 6iry
[Header("Animal Type Settings")]
public bool isDog = false; // flkwo true, TBapuHa € cobakow
public string walkAnimName = "Deer_001_walk"; // Ha3Ba aHimauii ans xonbbwu
public string runAnimName = "Deer_©001 run"; // Ha3Ba aHimauil gna 6iry
public string idleAnimName = "Deer_001_idle"; // Ha3Ba aHimauil pna 6e3pianbHocTi
public string dogWalkAnimName = "Dog_001_walk"; // Ha3Ba aHimauii pns cobaku (xopbba)
public string dogRunAnimName = "Dog_©01 run"; // Ha3Ba aHimauii ans cobaku (6ir)
public string dogIdleAnimName = "Dog 001 _idle"; // Ha3Ba aHimauil gns cobakwu
(6e3pianbHicTb)
void Start()
{
agent = GetComponent<NavMeshAgent>();
animator = GetComponent<Animator>();
if (animator == null)
{
Debug.LogError("Animator not found on " + gameObject.name);
}
if (agent == null)
{
Debug.LogError("NavMeshAgent not found on " + gameObject.name);
}
2025 p. CrtpeseBa €nm3aBeTa
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agent.speed = walkSpeed; // MNo4yaTkoBO TBapuHa Wae

StartCoroutine(Wander());

}

private System.Collections.IEnumerator Wander()
{
while (true)
{
SetRandomDestination();

yield return new WaitForSeconds(Random.Range(minWalkTime, maxWalkTime)); //
Yac xopbbu nepepn 3MiHOW HanpAMKY

}
}
public void MoveTo(Vector3 targetPos, bool run = false)
{
agent.SetDestination(targetPos);
agent.speed = run ? runSpeed : walkSpeed;
}
void Update()
{
if (animator == null) return; // MepeBipka, wWo6 YHUKHYTU MNOMWUSIOK
float speed = agent.velocity.magnitude;
Debug.Log("Current Speed: " + speed);
if (speed >= runSpeedThreshold)
{
PlayAnimation(isDog ? dogRunAnimName : runAnimName);
}
else if (speed > 0.1f)
{
PlayAnimation(isDog ? dogWalkAnimName : walkAnimName);
}
else
{
PlayAnimation(isDog ? dogIdleAnimName : idleAnimName);
}
}
void PlayAnimation(string animName)
{
if (animator.HasState(@, Animator.StringToHash(animName)))
{
animator.Play(animName);
}
else
{
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Debug.LogError($"Animation '{animName}' not found in Animator on
{gameObject.name}");

void SetRandomDestination()

{
Vector3 randomDirection = Random.insideUnitSphere * wanderRadius;
randomDirection += transform.position;
NavMeshHit hit;

if (NavMesh.SamplePosition(randomDirection, out hit, wanderRadius,
NavMesh.AllAreas))

{
destination = hit.position;
agent.SetDestination(destination);
// 20% waHc 6iry
if (Random.value < runChance)
{
agent.speed = runSpeed;
}
else
{
agent.speed = walkSpeed;
}
}
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JOIATOK b
Cxpunt DeerAgent

using UnityEngine;

using UnityEngine.AI;

using Unity.MLAgents;

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

public class DeerAgent : Agent

{

private UniversalAnimalAI animalAI;
[Header("Environment references")]
public Transform[] herdMates;

public Transform[] predators;

public float avoidRadius = 1of;
public float herdRadius = 8f;

public string deerTag = "Deer";
public string predatorTag = "Wolf";

private float timeAlone = of;
private float aloneThreshold = 5f;

private float episodeTimer = ©of;
public float maxEpisodeTime = 30f;

public override void Initialize()

{
animalAI = GetComponent<UniversalAnimalAI>();
UpdateHerdMates();
UpdatePredators();

}

public override void OnEpisodeBegin()
{
Vector3 center = Vector3.zero;
float range = 20f;

Vector3 randomPoint = center + new Vector3(
Random.Range(-range, range),
0,
Random.Range(-range, range)

)5
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if (NavMesh.SamplePosition(randomPoint, out NavMeshHit hit, 5f, NavMesh.AllAreas))
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transform.localPosition = hit.position;

animalAl.Agent.Warp(hit.position);
}

else

{

Debug.LogWarning("He sganocs 3Haiitn nosuuito Ha NavMesh 8 OnEpisodeBegin®);

timeAlone = Of;
episodeTimer = 0f;

UpdateHerdMates();
UpdatePredators();

public override void CollectObservations(VectorSensor sensor)

{
sensor.AddObservation(transform.localPosition);
sensor.AddObservation(animalAl.Agent.velocity);

float closestPredDist = 1000f;
Vector3 closestPredDir = Vector3.zero;

foreach (var pred in predators)

{

float dist = Vector3.Distance(transform.localPosition, pred.localPosition);
if (dist < closestPredDist)

{
closestPredDist = dist;

closestPredDir = (transform.localPosition - pred.localPosition).normalized;

sensor.AddObservation(closestPredDist / avoidRadius);
sensor.AddObservation(closestPredDir);

Vector3 herdCenter = Vector3.zero;
int count = 0;
foreach (var mate in herdMates)

{
if (mate == null || mate == transform) continue;
float dist = Vector3.Distance(transform.localPosition, mate.localPosition);

if (dist < herdRadius)
{

herdCenter += mate.localPosition;

count++;

2025 p.
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herdCenter = (count > @) ? herdCenter / count : transform.localPosition;
Vector3 toHerdCenter = (herdCenter - transform.localPosition).normalized;

sensor.AddObservation(toHerdCenter);

public override void OnActionReceived(ActionBuffers actions)

{

2025 p.

episodeTimer += Time.deltaTime;
if (episodeTimer > maxEpisodeTime)

{
AddReward(1.0f); // BuHaropofa 3a BWXMBAHHA
EndEpisode();
return;

}

float moveX
float moveZ
Vector3 moveDir = new Vector3(moveX, 0, moveZ);

float closestPredDist = 1000f;
Vector3 closestPredPos = Vector3.zero;
foreach (var pred in predators)

Mathf.Clamp(actions.ContinuousActions[@], -1f, 1f);
Mathf.Clamp(actions.ContinuousActions[1], -1f, 1f);

{
float dist = Vector3.Distance(transform.localPosition, pred.localPosition);
if (dist < closestPredDist)
{
closestPredDist = dist;
closestPredPos = pred.localPosition;
}
}
if (closestPredDist < 5f)
{
AddReward(-90.1f);
if (closestPredDist < 1.5f)
{
AddReward(-1.0f);
EndEpisode();
return;
}
}

Vector3 herdCenter = Vector3.zero;
int count = 0;
foreach (var mate in herdMates)

if (mate == null || mate == transform) continue;
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float dist = Vector3.Distance(transform.localPosition, mate.localPosition);
if (dist < herdRadius)

herdCenter += mate.localPosition;
count++;

herdCenter = (count > @) ? herdCenter / count : transform.localPosition;
float distToHerdCenter = Vector3.Distance(transform.localPosition, herdCenter);

float distReward = Mathf.Clamp@l(1l - (distToHerdCenter / herdRadius));
AddReward(distReward * 0.5f);

if (animalAI.Agent.velocity.magnitude < 0.1f)

{
AddReward(-0.01f);
}
if (count > @)
{
Vector3 toHerd = (herdCenter - transform.localPosition).normalized;
float dot = Vector3.Dot(toHerd, moveDir.normalized);
AddReward(dot * 0.2f);
}
if (count == @)
{
timeAlone += Time.deltaTime;
if (timeAlone > aloneThreshold)
{
AddReward(-0.5f);
EndEpisode();
return;
}
}
else
{
timeAlone = of;
}

// HoBa BuMHaropoja 3a KinbkicTb cycipis
float groupReward = CalculateGroupReward();

AddReward(groupReward);

Vector3 targetPos;

if (closestPredDist < avoidRadius)

{

Vector3 awayFromPred = (transform.localPosition - closestPredPos).normalized;
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targetPos = transform.localPosition + awayFromPred * 5f;

}

else

{
Vector3 toHerd = (herdCenter - transform.localPosition).normalized;
Vector3 combinedDir = (toHerd + moveDir.normalized).normalized;
targetPos = transform.localPosition + combinedDir * 3f;

}

animalAI.MoveTo(targetPos, run: closestPredDist < avoidRadius);

private float CalculateGroupReward()
{

int neighborsCount = 0;

foreach (var mate in herdMates)

{
if (mate == null || mate == transform) continue;
float dist = Vector3.Distance(transform.localPosition, mate.localPosition);
if (dist < herdRadius)
{
neighborsCount++;
}
}

float reward = of;

if (neighborsCount >= 4 && neighborsCount <= 6)

{

reward = 0.1f; // no3uTuBHA BMHAropofa 3a ONTUMA/bHY rpyny
}
else if (neighborsCount > 6)
{

reward = -0.05f * (neighborsCount - 6); // wTpad 3a 3aiBUX
}
else
{

reward = -0.01f; // HeBenukuin wtpad 3a 3aHAATO Maso cycipie
}

return reward;

public void UpdateHerdMates()

List<Transform> deerList = new List<Transform>();
GameObject[] deers = GameObject.FindGameObjectsWithTag(deerTag);
foreach (var d in deers)
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if (d.transform != transform)
deerList.Add(d.transform);

}
herdMates = deerList.ToArray();

public void UpdatePredators()
{

List<Transform> predatorList = new List<Transform>();
GameObject[] preds = GameObject.FindGameObjectsWithTag(predatorTag);
foreach (var p in preds)

{
predatorList.Add(p.transform);

}

predators = predatorList.ToArray();
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JIOJIATOK B

I'padixu pe3yabTaTiB nepiioro TpeHyBaHHS

Environment/Cumulative Reward [ P S S Environment/Cumulative Reward_hist I o
@ deer-herd-01/Deer...
05
0 120000
160000
200000
240000
-0.5 280000
320000
360000
-0.9 -0.7 -0.5 -0.3 -0 0. 0.3 0.5 0.7 0.9
100k 150k 200k 250k 300k 350K 400000 X v 1R
i
Run Smoothed  Value  Step Relative
® deer-herd- 0 0 400,000 4.044 min
01/DeerAgent

Pucynoxk B.1 — I'padik ta ricrorpama Environment/Cumulative Reward

Losses/Policy Loss 6 [ SO Losses/Value Loss [ " S
0.049 0.003
0.0485 0.002
0.048 0.001
100k 200k 300k 4001 450000 X 100k 200k 300k 4001 450000 X
i Va
Run ™ Smoothed Value Step Relative Run ™ Smoothed Value Step Relative
@ deer-herd- 0.049 0.049 450,000 5.71 min ® deer-herd- 0.0002 0.0001 450,000 5.71 min
01/DeerAgent 01/DeerAgent

Pucynok B.2 — I'padiku Losses/Value Loss Ta Losses/Policy Loss

Policy/Beta [ S - Policy/Entropy B r oo
0.004 1.44
1.435
0.003
1.43
0.002
1.425
100k 200k 300k 4001 450000 X 0 100k 200k 300k 400 450000 x
a a
Run Smoothed Value Step Relative Run ™ Smoothed Value Step Relative
® deer-herd- 0.001 0.0006 450,000 5.71 min @® deer-herd- 1.4421 1.4418 450,000 6.011 min
01/DeerAgent 01/DeerAgent

Pucynox B.3 — I'padiku Policy/Beta ta Policy/Entropy
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Kadenpa iaTenekryansHIX iHPOPMALIHHIX CHCTEM
[HTENeKTyaNIbHI TEXHOJIOTIH JIS TOKPAIICHHS IHTEPaKTHBHUX IMIPOIIECIB B irpax

Policy/Epsilon [ O S Policy/Extrinsic Reward 5 O SO
0.18 0.5
0.16 0
0.14 0.5
100k 200k 300k 4001 450000 X 100k 150k 200k 250k 300k 350k 400000 X
Vi i
Run ™ Smoothed Value Step Relative Run 1 Smoothed Value Step Relative
@® deer-herd- 0.119 0.1116 450,000 5.71 min ® deer-herd- 0 0 400,000 4.044 min
01/DeerAgent 01/DeerAgent

Pucynoxk B.4 — I'padiku Policy/Epsilon Ta Policy/Extrinsic Reward

Policy/Extrinsic Value Estimate B X oo Policy/Learning Rate B r oo
0.03
<
o 5
o~
0.02 0
<
g 5
0.01
.0
0 100k 200k 300k 400 450000 x 100k 200k 300k 4001 450000 x
VA Va
Run 1 Smoothed Value Step Relative Run ™ Smoothed Value Step Relative
@® deer-herd- 0.0048 0.0039 450,000 6.011 min ® deer-herd- 0.0001 0 450,000 5.71 min
01/DeerAgent 01/DeerAgent

Pucynok B.5 — I'padiku Policy/Extrinsic Value Estimate Ta Policy/Learning Rate

CrtpeseBa €nm3aBeTa



