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AHOTAIISA

KBamidikamiitna po6ora Ha TeMy «CucTeMa aJanTUBHOTO IITYYHOTO 1HTEJNEKTY JJIst
BOPOXXHMX IOHITIB Y CHMYJISITOpI Omeparopa HaJABOJHHX JPOHIB» Ha 3400yTTS APYroro
(MaricTepchbKoro) piBHS BHINOI OCBITM 3a chemianbHicTIO 122 Kowmm’roTepHi Haykw,
ocBiTHROIO Tporpamoro «Komm’rorepHi Haykuw». Mictute 24 pucynka, 4 tabnui,
27 miTepaTypHHX JDKEpENl 3a TEpesikoM IMOCWiIaHb Ta JojaaTku. PoOoTa BHKOHaHA Ha
113 cTopiHKax 3arajapbHOTO TEKCTY 1 96 cTOpiHKaX OCHOBHOTO TEKCTY.

Metoto poOoTu € po3poOka Ta MporpamMHa peai3allisi CUCTEMHU aJalTUBHOIO
MITYYHOTO 1HTENIEKTY JUIsi KEePYBAaHHS BOPOXXMMH IOHITAMH B CHUMYJIATOpP1 orepartopa
HAJBOJHUX JIPOHIB Ui TIJABUINEHHS PEATICTUYHOCTI HABYaJIbHOTO TIpolleCy Ta
e(eKTUBHOCTI TpeHyBaHHs omneparopiB. O0’€KTOM JOCIIIKEHHS € MPOIEC MOJCIIOBAHHS
MOBEIIHKA BOPOXHUX IOHITIB Y CHUMYJSIIMHUX CHCTeMaxX IMiJATOTOBKU OIEepaTropiB
HAZABOAHUX JApoHiB. [Ipenmer mocHi/KEHHS — METOAM Ta AQJITOPUTMH aJalTHBHOL
MOBEAIHKYA BOPOXKUX IOHITIB y CUMYJISITOP1 OnepaTopa HaJIBOAHUX JPOHIB.

VY kBamidikariitHii pod6oTi po3po0IEHO MOBEIIHKOBY MOJENb IITYYHOTO 1HTEJIEKTY
BOPOXKMX IOHITIB JUIsI CHUMYJSITOpa Oleparopa HAJABOAHHX JPOHIB, fAKa 3abe3meduye
aJanTallio IXHHOI TMOBEMIHKM 3aJeKHO B I TpaBlsg Ta yMOB HABKOJIHUIIHLOTO
cepenoBuila. PeanizoBaHo cucTeMy NMPUNHATTS pIlIEHb HA OCHOBI apXxiTekTypu Behaviour
Trees Ta StateTree, 13 BukopuctanusMm Al Perception 1 Environment Query System miis
JTUHAMIYHOTO CIIPUHHSATTS 00CcTaHOBKH. [IpoBeeHO eKcriepuMeHTaNIbHI TOCTKEHHS, 1110
niATBEpAUSN €(EeKTUBHICTh PO3pOOJIECHUX ANTOPUTMIB y 3a0€3MeUeHH] PeasiCTUYHOCTI,
BapiaTMBHOCTI Ta aJIalTUBHOCTI TIOBEIIHKU MPOTUBHUKA. Pe3ynbTaToM TakoX € 1HTerparis
CTBOpEHOI Mojeni y cumyismiiae cepenoBuiie Unreal Engine 5, mo mo3Bossie
3aCTOCOBYBAaTH 11 /Ui HaBYaHHSA Ta TPEHYBAaHHSA OMNEParopiB HAIBOJIHUX JAPOHIB Yy

MIHJIMBUX YMOBax MiCii.

PO3POBKA  ITPOBUX 3ACTOCVYHKIB, CHMVJIATOP, BE3IIJIOTHUN
HAJIBOJIHUI ATIAPAT, IITYYHUM IHTEJIEKT, UNREAL ENGINE 5



ABSTRACT

Qualification work on the topic "Adaptive Artificial Intelligence System for Enemy
Units in Surface Drone Operator Simulator" for obtaining the second (master's) level of
higher education in specialty 122 Computer Science, educational program "Computer
Science". Contains 24 figures, 4 tables, 27 references in the bibliography, and appendices.
The work is completed on 113 pages of total text and 96 pages of main text.

The aim of the work is to develop and implement a software system for adaptive
artificial intelligence to control enemy units in a surface drone operator simulator,
enhancing the realism of the training process and the effectiveness of operator training.

The object of the research is the process of modeling enemy unit behavior in
simulation systems for training surface drone operators.

The subject of the research is methods and algorithms for adaptive behavior of
enemy units in a surface drone operator simulator.

The qualification work develops a behavioral model of artificial intelligence for
enemy units in a surface drone operator simulator, which ensures adaptation of their
behavior depending on player actions and environmental conditions. A decision-making
system has been implemented based on Behaviour Trees and StateTree architecture, using
Al Perception and Environment Query System for dynamic situational awareness.
Experimental studies have been conducted that confirmed the effectiveness of the
developed algorithms in ensuring realism, variability, and adaptability of enemy behavior.
The result also includes integration of the created model into the Unreal Engine 5
simulation environment, which allows its application for training surface drone operators

under changing mission conditions.

GAME APPLICATION DEVELOPMENT, SIMULATOR, UNMANNED SURFACE
VEHICLE, ARTIFICIAL INTELLIGENCE, UNREAL ENGINE 5
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[TEPEJIIK YMOBHHMX CKOPOYEHb

BHA — be3ninoTHui HaaBOAHUN anapar
I — [ TyyHuit iHTENEKT

UES — Unreal Engine 5

PEP — PagioenexTpoHnHa po3Bigka

PEB — Pamioenexrponna 60poTrba
EQS — Environment Query System
NavMesh — Navigation Mesh



BCTVII

[Ipobiema BIACYTHOCTI CHCTEMM aJalTUBHOTO INTy4HOoro iHrtenekty (LLI) y
CUMYJIATOP1 ornepaTopa HaIBOJHUX IPOHIB IMOJISITAE B OOMEKEHOCTI Ta MepeadaqyBaHOCTI
MOBEIIHKA BOPOXKUX IOHITIB, OCKIIbKHM ixHiM IIII peanizoBaHuii 3a JOMOMOTOI0 MPOCTUX
3aCKpUIITOBaHUX Mojeneil Ha ocHOBI Blueprints Ta C++. V it cuctemi nii mpoTUBHHUKA
BHU3HAUYAIOTHCA MONEPETHBO 331aHUMU ClieHapisiMu a00 (iKCOBaHUMHU YMOBAMHU MEPEXO/IIB
MDK cTaHaMd. Taka OOMEXEHICTh Bele J0 IepeadadyBaHOCTI, BIJCYTHOCTI THYYKOI
peaxiii Ha 3MiHY 30BHIIIHBOI OOCTAHOBKHM Ta J1i rpaBUs. SIK HACHIAOK, CHMYJISITOP HE Ma€e
IIMPOKOTO CIEKTPY BapiaTUBHOCTI CUTYaIlil, 3HIKYIOUH PEATICTUYHICTh Ta €(DEKTUBHICTD
HABYAJIBHOTO MPOIIECY orepaTopa.

3anponoHoBaHa cuctema agantuBHoro I ycyBae mi Hemomiku, 3abe3nedyrouu
MOJXJIMBICTh CaMOCTIHHOTO aHaji3y MOBEIIHKH TpaBIls, OIIHKKA TOTOYHOTO CTaHY
cepeloBUIlla Ta BHOOpPY ONTUMAJBHOI CTpaTerii Mid y peaJlbHOMY uYacl. 3aBJIsSKU
BUKOPUCTaHHIO BOyIOBaHMX y pyuni iHcTpymeHTiB Behaviour Trees, Al Perception,
StateTree Ta Environment Query System, cucrema 37aTHa AWMHAMIYHO 3MIHIOBaTH
MOBEIIHKY BOPOKUX FOHITIB 3aJIEKHO BiJl KOHTEKCTY. 3a JIONMIOMOT'O0 I[OT'0, BOHA CTBOPIOE
OLIBII peaicCTUYHI Ta HenepeadayyBaHi ClieHapii MOBEIIHKH BOPOTIB.

Po3po6nenns amantuBHoro Il 3Ha4HO MiABUIIUTE peaiCTUYHICTh, CKJIAIHICTh Ta
IIHHICTh HaBUaJbHUX cuMyJisTOpiB. ApantuBauii Il chopmye cepenoBuie, y sikomy
omeparop 3MYIICHHM TpUIUMaTH DIIMICHHS B YMOBaX HEBH3HAYCHOCTI, SIK Y PEATbHHUX
O00MOBUX cHUTyallisix. Y pe3ysibTaTi, CUCTeMa HE JIMIIE MOKPAIUTh SKICTh IMiATOTOBKH
OTepaTopiB HAJBOJHHMX JPOHIB, ajie¢ CTBOPUTH OCHOBY [IJISi TOMAJBIIOTO PO3BUTKY
IHTEJIEKTyalbHUX CUMYJISLIH Y BIHCHKOBI, OCBITHIH Ta IrpoBiil cdepax.

Mema pobomu — po3poOKa Ta TporpaMHa peajizailii CHUCTEMHU aJanTHBHOIO
HITYYHOTO 1HTEJIEKTY MJisi KEePYBaHHS BOPOXHMH IOHITAMH B CHUMYJISTOpPI oIepaTopa
HAJBOJHUX JAPOHIB ISl MIABUILECHHS PEATICTUYHOCTI HABYaJbHOIO TMpOIECcy Ta
e(DEeKTUBHOCTI TPEHYBaHHS OIEePaTOPiB.

3ae0anmsn 00CniOHCeHHsL:

—  MOJIENIIOBAHHS MOBEAIHKY aBTOHOMHUX areHTIB y CUMYJIALIHHUAX CepeIOBUIIAX;
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— BUKODUCTaHHS  MIAXOMIB  aJanTHUBHOTO  KEpyBaHHS  JuId  peasi3aiii
1HTEJICKTYaJIbHOI MTOBEIIHKHA BOPOXKUX IOHITIB;

— 3actocyBaHHs irpoBoro pyuiist Unreal Engine 5 st moOynoBu cUMYISIIHHOTO
CEpEIOBHILIA;

— Bukopuctanss cuctem Blueprints, StateTree, Al Perception, Behaviour Trees Ta
Environment Query System s CTBOpeHHsI OaraTOpiBHEBOi IOBEAIHKOBOI MOjEIi
IITYYHOTO 1HTENEKTY;

— peanizauis aAanTHUBHUX aJITOPUTMIB KEPYBAaHHS Ta B3a€MOJIli M areHTamu 3a
JOTIOMOTOK0 MOBH NporpamyBaHHs CH++;

— aHaji3 eEeKTUBHOCTI PO3POOJICHUX aJTOPUTMIB Y PI3HHX YMOBAaX CUMYJIALIIT,

— TIPOBENICHHS MOPIBHAJILHOTO TECTYBAaHHS CTPATETiil MOBEIIHKH BOPOKUX FOHITIB
y MIHJIMBOMY CEPEJOBHILLI.

06’exkm OocniodceHHs — TIPOIEC MOJICTIOBAHHS TOBEIIHKHM BOPOKHUX IOHITIB Y
CUMYJIALIIHUX CUCTEMAX MIATOTOBKH ONEPATOPIB HAJBOAHUX JPOHIB.

IIpeomem Oocniodicenns — METOAM Ta AJITOPUTMHU AJIATITUBHOI MOBEIIHKH BOPOKHIX
IOHITIB Y CUMYJISITOP1 ONlepaTopa HaJBOJIHUX JIPOHIB.

Ilpakmuuna yinnicme ompumaHux pe3ylbmamié TIONATaE y PO3pOOJeHHI Ta
3anponoHyBaHHl cuctemMu agantuBHoro Il mis BOpoXuX FOHITIB Yy CHUMYJISTOPI
omepaTopa HaJABOJAHUX JAPOHIB, M0 MOXE€ OyTH BHUKOpPUCTAHA ISl T1JIBUIICHHS
e(eKTUBHOCTI MiITOTOBKU Ta TPEHYBAHHS OINEpaTOpiB OE3MIIOTHUX HAJBOJIHHUX amaparis.
CtBopeHa TMOBEIIHKOBAa MOJENb 3a0e3neuye OUIbIl peajgiCTUYHY, JIUHAMIYHY Ta
BapiaTUBHY B3a€EMOII0 MK TpaBIEM 1 MPOTUBHUKOM, IO POOUTH YMOBH CHUMYJISIIIT
MaKCUMaJIbHO HAOIMKEHUMH JI0 peajbHuX 00MoBHX cuTyarliii. OTpuMaHi pe3yibTaTH €
aKTyaJIbHUMHU JUISI pO3POOJICHHS HaBYAIBLHO-TPEHYBAJTBbHUX KOMIUIEKCIB, 1HTEPAKTUBHUX
CUMYJIITOPIB Ta ITPOBHX CHUCTEM, y SIKMX HEOOXITHWW BHCOKHI piBE€Hb aJaNTUBHOCTI
MOBEIIHKH BOPOXKHUX 00’ €KTIB.

PesynbraTu kBamidikaiiHOro A0CIHXKeHHs anpoOoBaHi Ha MI>KHAPOIHOT HAyKOBO-
npakTHaHoi KoH(pepenuii «Indopmariiini TexHosorii 1 aBTomatu3zanig — 2025» (M. Ogeca,
30-31 xoBtHs 2025 p.) [1], omyOGmikoBaHi y ¢daxoBuii ctarTi [2] Ta miaATBEpIKEHI

aBTOPCHKHMM CBIJIOIITBOM Ha KoMl 10TepHYy mporpamy «Black Sea Hanter» [3].
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1 AHAJII3 IPEJIMETHOI OBJIACTI TA HASIBHUX ITIJIXO/IB IO CTBOPEHHS

CHUCTEM LITYYHOI'O IHTEJIEKTY ¥V CUMVYJIAITOPAX

1.1. Anani3 nmpenMeTHO1 001acTi

Ha cporonmHimmHiii geHb, Yepe3 CTPIMKUA PO3BUTOK BIHCHKOBO-MOPCHKHUX
TEXHOJIOT1H, Oe3ninoTHI HanBomHI amapatu (BHA) cranmum BaxiIMBHM 1HCTPYMEHTOM Y
MPOBEJICHI PO3BITyBAJIbHUX, MaTPYJbHUX, MIHHUX Ta yaapHUX omepamisx. OcoOnuBy
NOMYJISIPHICTh Takl JpoHI HaOyldM HE3aJ0Bro IiClsi TMOYaTKy I[MOBHOMACIITAOHOTO
BroprHeHHs1 Pocii Ha Ykpainy. Y BiiicbkkoBux koH(uikTax, BHA BUKOpUCTOBYIOTHCS, HE
TUIBKA SIK JPOHM-KaMiKaj3e, ajie W B SIKOCTI TPAHCIOPTHUX 3acO0iB JIJIsi TEpPEBE3CHHS
0CO0OBOTO CKJIaAy, MpOBI3ii, a TakoX B SKOCTI PO3BIIHUKIB JIJISi CIIOCTEPEKECHHS B
0CcOOIHMBO HEOE3MEYHUX BOJHUX TEPUTOPISX.

[3 MacoBUM MOMIUPEHHSIM IUX OE3MUIOTHUKIB, MOCTana morpeda y epexTuBHOMY
HaBYaHHI MUIOTIB, 3aTHUX MPAaBHIIBHO OIIHIOBATH OOCTAHOBKY, MPUHAMAaTH pILIEHHS B
yMOBaxX HEBM3HAUEHOCTI Ta KEPyBaTH amaparaMy B peajibHOMY 4aci. Y BIICBKOBIH cdepi,
CTBOPUTH HaBUYaJbHE CEPEAOBHINE B pEATbHOMY JKHUTTI € CKJIQJHUM, a 1HOAI W
HEMOXJIMBUM, Yepe3 OOMEXKEHICTh Yy pecypcax, IOpOry BapTICTh TPOBEJICHHS Ta
MOYJIMBUM PU3MK Yypa)K€HHS 0COOOBOrO CKJIaay MiJ 4Yac MpOBEAEHHS TpeHyBaHHs. [l
BUPIILICHHS 1€l MpoOsieMu, Oyl po3poOJeHi BipTyaibHI CUMYJIATOPH Ta MOJCIIOBAJIbHI
CHUCTEMH.

CumynaropoM omeparopa HaJABOJHUX JIPOHIB € MPOTPAMHUM KOMIUICKCOM, SIKHM
BIITBOPIOE (DI3UYHI MOMKJIMBOCTI arapara, OCOOJMBOCTI HaBiramli, MorojaHi (akTopu,
B3a€MOJIII0 3 00’€KTaMHU CEpEelOBHUINA, a TAKOXK MOBEIIHKY MOTEHUIWHUX MPOTHUBHUKIB.
OCHOBHMM 3aBIaHHSIM TaKOTO 3aCTOCYHKY € BIpTyaJlbHE BIJITBOPEHHS CUTYalld, 3 SKUMHU
oreparop 31MTOBXHETHCS Mij] Yac BUKOHAHHS 00MOBOTO 3aBIaHHS [4].

CydacHi TpeHa)XepHI KOMIUICKCH ITOBHHHI HE JIMIIE CUMYJIIOBATH 3a3/ajieriib
BU3HAYCHHI CIleHapii, aje ¥ MaTh AMHAMIYHO 3MIHHE BIPTYaJlbHE CEPEIOBUILE, Y SIKOMY
MPUCYTHI 1HIII aBTOHOMHI 00’ €KTH, 30KpeMa Bopoki onuHMIl. CaMe B3aeMOIisl oneparopa
3 IPOTMBHUKOM Ma€ CTBOPIOBATH YMOBH, HaOmMkeH1 10 peanbHux [5]. Cmin 3a3HaYUTH,

110 MOBEIIHKAa BOPOTIB Ma€e OyTHU Hemepen0aueHor0, aJanTUBHOK Ta BapilaTUBHOM. SIKIIO
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ormieparop TMOMITUTHh IIA0OJIOHW TOBEAIHKM IOHITIB, TO Take TpPEHYBaHHsA He Oyxe
Hee(EeKTUBHUM, OCKILJIBKH IMUJIOT Oyae pearyBaTv Ha MO0, OPIEHTYIOYMCh Ha TPUTEPU
1HTEJIEKTY POTUBHUKIB.

OcCoOMMBICTIO HAJBOJHUX JPOHIB K OO0 €KTIB YHPABIIHHS € iXHS 3aJCKHICTH Bij
(G13MYHUX YMOB CEpeIOBHILA — BITPY, TeUii, XBWIb, a TAKOXK OOMEXKEHICTh MOXKIJIUBOCTEH
MaHEBpY MOPIBHSIHO 3 OE3MIJIOTHUMHU JITAJIbHUMH amaparamMu. ToMy y BIpTyaqbHOMY
CepeZIOBHUIIIl TOBHHHO OyTH TiApOAMHAMIYHE MOJCIIIOBAHHS, OCKIJIBKH PEATICTUYHICTh
CUMYJISILIL pyXy Oe3rmocepeHbO BIUIUBAE HA SIKICTh TPEHYBAaHHS OIleparopa.

Jlnst 3a0e3redyeHHs] peaiCTUYHOCTI ITpOBUX Ta TPEHYBAIBHUX CHUMYJISTOPIB
3aCTOCOBYIOTH crienianizoBani pymii, 30kpema Unreal Engine 5, sikuii MicTUTH 3acobu
(13MYHOTO MOJEINIOBAaHHS Ta NIATPUMYE CHCTEMH B3a€EMOJli 3 BOJHOI IIOBEPXHEIO,
30KpeMa 3a JonoMororo miaridiB Buoyancy ta cuctemu Material Water System [6, 7].
JlonaTkoBO, pyuIiid HaJa€e MOXJIMBICTh CTBOPIOBATH SIK Bi3yalslbHI, Tak 1 (PI3UYHI ePeKTu
XBWJIb, IHEPIIIi, 3aHYPEHHS KOPITYCY.

Opnak (¢i3uuHa MOJENbh € JIMIIE OJHMM 13 KOMIIOHEHTIB cumynaropa. s
MIATOTOBKM omeparopa HeoOXi/IHI ClieHapli, e BIH B3aEMOJIIE 3 BOPOKUMHU aBTOHOMHHUMHU
IOHITaMH, 1110 MOXYTb MEPEUTKO/PKATH, TIEPECITiTyBaTH ab0 aTaKyBaTH.

BaxxnuBo, 100 B cueHapisix HiJ0T B3a€MOJISAB 13 1HTEIEKTYyaJlbHUM HPOTHUBHUKOM,
OCKUIBKH TaKl CUTYyallli 3MYIIYIOTh OIleparopa aHaii3yBaTl CUTYyal[ll0, OLIHIOBAaTH PU3UKH,
IUTaHyBaTW [1i Ta mNpuidMatd pilleHHS B yMmoBax crpecy. llpore, 3abe3meunTtu
MpaBIOMNOAIOHICTh TOBEAIHKM TMPOTUBHMKA HE TaK BXe W mpocrto. Y 0Oararbox
CUMYJISITOpAx Taka MOBEIIHKA Peali3yeThCsl 3 JJOMIOMOTOI0 MPOCTUX CIIEHAPIiB Ta HAOOPIB
YMOB, TOOTO TaK 3BaHUX 3aCKPUIITOBAHUX MOJICIICH.

3ackpunroBanuii 1111 BU3HaUae MOCHIIOBHICTh 1M 32 IPUHIIAIIOM «SKIIIO — TOJ1»,
Taka TOBE/IHKA MPOTUBHUKA € TiependauyBaHoro. [1i10T, yepe3 meBHUI yac B3aeMOii 13
CUMYJISIIIIEI0, PO3Mi3HAE MabMoHu i Moxeni. Yepes 1ie, onepaTop BTpadyae MOXKIHMBICTD
TpeHyBaTH HaBUYKH afanTaiii. [le ocHOBHA mpu4nMHA, YOMY 3aCKPUIITOBAaHI CHCTEMH HE
M1AXOAATH 7Sl peaiCTUYHOTO TPEHYBaHHS y MIHJIUBUX CEPEIOBUIIIAX.

[I{o6 miABUIIUTH AKICTh MIATOTOBKM MaliOyTHIX (axiBIiB, IPOTUBHUK Yy CUMYJIATOPI

NMOBUHEH HE BUKOHYBaTW BH3HA4YEHY IOCIIOBHICTh [l 3a HacTaHHSAM YMOB, ale,
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MONEPEHRO  MMpOaHaIi3yBaTU OOCTaHOBKY, OIIHIOWUM [ii omeparopa, (axropu
CepelloBUIlla Ta HAJATU BIAMOBIIHY peakiilo y pexumi peanpbHoro yacy. Came Taka
MOBEIHKA € aIalITUBHOIO.

AnantuBHa mojenb LI cnupaeTbest Ha KOHIEIIIIO 1HTENEKTyaIbHOTO areHTa, 1o
30upae iH(oOpMalil0 MpPO HABKOJMIIHE CEpeAOoBHIE, (OpPMYy€e€ BHYTPIIIHI CTaHU Ta
mpuiiMae pilieHHs MO0 HACTYMHOI Aii [8]. Y KOHTEKCTI CUMYISTOpa HAABOJHUX JIPOHIB,
TaKUil areHT Mae:

® 3MIHIOBAaTH MapIIPyT ME€pEeCyBaHHs Ha OCHOBI MOJIOKEHHS oreparopa Ta 00’ €KTIB
Ta CTaHy CEPEOBHIIA;

e 00MpaTH CTPATETIIO aTaKu, EPECTiAyBaHHs a00 YHUKHEHHS;

® OI[IHIOBATHU 3arpo3y Ta KOPUTYBATH CBiil CTaH (arpeCUBHICTb, JUCTAHIIA, KypC);

e (opmyBaru crieHapii B3a€EMOJIT 13 CepeIOBUILIEM Ta T'PABIIEM.

Y cyyacHMX cHCTeMax IITYYHOTO IHTEJEKTY JUIsl I[bOTO 3aCTOCOBYIOTHCS Taki
inctpymentu Unreal Engine 5, sk:

e Al Perception mist cipuliHATTS 00’ €KTIB CepeIOBUINA Uepe3 3ip, 3ByK Ta paaiyc
BUSBIICHHS [9];

e Behavior Trees nnsi HamucaHHs JIOTIKM NPUKWHATTA pilIEeHb HA OCHOBI YMOB Ta
npioputeTis [10];

e State Tree s ynpaBiiHHSA CTaHaMU TMOBEAIHKM (HANPHKIIAA, TIEPEXiJ 13 CTaHy
MaTpy/IIOBaHHS y TIEPECIiAyBaHHs, y pa3l BUSBICHHS HAJBOIHOTO ApoHy) [11];

e Environment Query System (EQS) st BUOip onTUMaabHOT TOUKHU MEPECyBaHHS 3
ypaxyBaHHsIM cuTyauii [12].

i iHCTpyMEHTH HAJAI0Th MOXKJIUBICTH CTBOPUTH OaratopiBHEBY MOENIb MPUUHSITTS

pIIIeHB, 1€ BOPOXKUH IOHIT HE Ji€ 3a (IKCOBAaHOIO CXEMOI0, MOCTIMHO OIIHIOE 0OCTAHOBKY.

1.2. Ormsin cydacHUX METOIIB Ta MOJIEJIeH ITYYHOTO 1HTEJIEKTY B IPOBUX CEPeIo-

BHUIIIAX

VY Oyab-KHX CUMYISITOpax BICHKOBHUX OINEpaliil BaXJIMBO MaTH HE TIJIbKU peajic-

TUYHE OTOYCHHS, aJie ¥ MPOTUBHMKU. ICHY€e KUJIbKa METOAIB peaiizailii MoBeAiHKA BOPO-
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KUX IOHITIB, Cepell IKUX:

® 33aCKpPUNTOBAaHA MOJEIH MOBEAIHKY;

® JiepeBa MOBEIHKY;

® JiepeBa MPUUHSATTA PIllICHb;

® MAallIMHU CTaHiB;

e I[iJIECIIPSIMOBaHA TTOBEIIHKA,;

® YopHa JOIIKA.

3a3Buyail y Takoro pojJy TpEHakepax 3aCTOCOBYIOTh 3aCKpHUITOBAaHI MOJENI,
3aCHOBaHI Ha (PIKCOBAaHMX MpaBUiIaxX, Takl K «SIKIIO — TOMAI». 3a JOMOMOIOI JaHOTO
IIX0Ay peatizallis 0a30BUX CIICHAPIiB € MIBUAKOIO, IIIOMPAaB/Ia BiH Ma€ JICKUJIbKA CyTTEBUX
HenouikiB. [lo-mepiie, mpu IOCTAaTHIM KUIBKOCTI MOBTOPEHb CUMYJALIT TIOT Oyfe
nependadaTd TMOBEAIHKY MpoTUBHUKA. [lo-mpyre, 3ackpumnToBaHa MOJIENb IOTaHO
MacmTabyeThCsi, IPU 30UTBIIEHH] KIJTBKOCTI YMOB 3HAYHO YCKJIQJIHIOETHCS MIATPUMKA Ta
monudikauig jgorikd. Ilo-tpere, Taka monens III € morpebye Oararo pecypciB mpH ii
MOJIAJIBIIIOMY PO3IIUPEHHI.

B sxocTi BupillleHHS BWIIE 3a3HauY€HUX MpolsieM Oyso po3poOsieHO JepeBa
noBemiHku. Lli gepeBa € iepapXiyHUM TMIIXOAOM JO MOJCIIOBAHHS TPUHUHATTS PIIICHb
areHToM. JlepeBa TMOBEMIHKH JO3BOJIAIOTH CTPYKTYpyBaTH JIOTIKY, TOKpAIIylo4H Ii
YUTA0ENbHICTh 1 3a0€3MeUyI0Th MOXJIUBICT (POPMYBaHHSI PI3HUX BaplaHTIB MOBEAIHKU
3aJIe’KHO BIJ] CTaHy cepenoBuina. Ha cenexkropax Ta MOCHiIOBHOCTSIX OyIy€eThCs l€papxis
UX JEepeB: «CHpoOyH miaH A; SKIO MPpoBaJl — IUIaH B; iHakie — mianocaigoBHOCTI Jii».
[Ipuknagu cenekTopiB Ta MOCHIIOBHOCTEW Yy JepeBax MOBEIIHKM MOXXHA MOOAYUTH Ha
puc. 1.1 ta puc. 1.2.

JlepeBa TIOBEMIHKM € TIOEAHAHHAM HH3KM METOIMK, SKi BXKE 3/1aBHA
BUKOPUCTOBYIOTbCSI B ITPOBOMY INTYYHOMY 1HTEJEKTi: 1€papXiuHi MAallWHU CTaHIB,
dbopMyBaHHS pO3KJIany, JIaHyBaHHS Ta BUKOHAHHS Niid. J[epeBa MOBEMIHKK MarOTh 0araro
CIIUTBHOTO 13 1€papXiYHUMU MallMHaMHM CTaHIB, aje€ 3aMiCTh CTaHy, OCHOBHHUM
CTPYKTYPHHM €JIEMEHTOM JIepeBa € 3aBAaHHS. 3aBIaHHIM MOXKE BUCTYIIATH SK 3HAYEHHS

napaMeTpy rpaBisi ab0 BUKOHAHHS aHIMaIllii. 3aBJaHHS CKJIQJIalOThCSA B IMijjiepeBa, 1100
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MPEACTaBIATH OLIBII CKIIAJIHI Aii. Y CBOIO Yepry, Il CKJIQJIHI i1 MOXKYTb 3HOBY CKJIaJdaTHCS

B ITOBE/IIHKY BUIITOTO piBHA [13].

Attack Taunt Stare

Pucynok 1.1 — [Ipukinan cenexropy y AepeBi moBeaiHku [13]

—>
Enemy Turn Run
visible? away away

Pucynok 1.2 — IIpuknag nociaigoBHOCTEN y AepeBi MOBEAIHKH [13]

JlepeBa pilieHb y CBOIO 4epry € OUIbIl TPOCTHMH, OCKUIBKM BOHH JIETKO
peani3yloThCsd Ta MPOCTilI y po3yMiHHI. BOHM € OgHOIO 13 HaWmpoOCTIMX Ta
HaWPO3MOBCIOMKEHIIINX METOJIUK JIJIsl MPUMHATTS pillieHb. JlepeBa 4acTo 3aCTOCOBYIOThCS
JUTSI YTIPABJIiHHS MMEPCOHAKAMHU, aHIMAIliSIMU, ITPOBUX CUCTEMaX, €JIEMEHTaX OTOYEHHSI, 110
MOKYTh B3a€EMOISITH 13 TPABISIMU Ta HEITPOBUMHU MEPCOHAKAMH.

JlepeBo pillieHb CKIATAETHCS 3 MOB'I3aHUX MK COOOI0 BEPIIIMH pillieHb. J[epeBo Mae
MOYaTKOBE pIMIEHHS, HWOTO KOpiHb. JIJIS KOXXKHOTO PpIIIeHHS, TOYMHAIOYH 3 KOPEHS,
BUOMPAETHCS OJUH 13 HAOOPY MOTOYHUX BapiaHTiB [13].

Hexaii icuye mpoctmii Il ronita, sikuii 3a mpu BUKOHAHHI YMOBH BHUIUMOCTI
MPOTUBHUKA TEPEBIPS€, UM 3HAXOAUTHLCA BOPOT Ha BiAcTaHl Oiabine 10 MeTpiB, SKIIO

ITPOTUBHUK 3HAXOJUTHLCA 3a MECKaMH 30py — HepeBipI/ITI/I 4l MOro YyTHO, JAKIOO TaK —
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IPOKPACTHCS 10 HHOTO. Y BHIIAJIKY, SKIIO BOPOT 3HAXOAMTHCSA 3a Mekamu Binactai 10
METpIB, TOTPIOHO TEPEBIPUTH, YW 3HAXOAUTHCA BOpPOr Ha (UIaH3l, SKIIO TaK —
nepecyHyTHucs Ha OUTbIN Oe3MevyHy MO3MIIiI0, 1HaKIIe — arakyBaTH. [Ipukian Takoro aepesa

300paxeHuii Ha puc. 1.3.

Is enemy visible?

No Yes
Is enemy audible? Is enemy <10 m away?
Yes No Yes
Is enemy
on flank?
Creep Attack
No Yes
Attack Move

Pucynox 1.3 — [Ipukian npocroro aepesa pimens I ronita

KoxHe pillleHHsS IrpOBOr0 MepcoHaxa (POpPMYEThCS HAa OCHOBI HAsIBHUX Y HBOTO
3HaHb. OCKUIBKM JiepeBa pIllIeHh YacTO 3aCTOCOBYIOThCS K JIETKOBaroBl Ta
BHCOKOIPOYKTHBHI MEXaH13MHU BUOOpPY i, MepCcoHaX1 371e01IBIIOTO OPIEHTYIOTHCS HE Ha
BJIAaCHY BHYTpIIIHIO 1H(QOpMaIliiiHy Mojenb, a 0e3mocepeHb0 Ha MOoOAIbHUN CTaH
ITpOBOTO CBITY. AJTOPUTM OOXOAy JepeBa MOCIIJOBHO TMEPEXOIUTh MIK By3JIaMu
OPUUHATTS pillleHb, BUKOHYIOYM BUOIp HA KOKHOMY 3 HHUX, JOKH HE JOCSTHE JTUCTKOBOTO
enemeHTa. KoxkeH JHMCT JiepeBa MICTUTh MEBHY [0, SKa HETalHO BUKOHYEThCA MICHS 11
BuOOpY anroput™mom [13].

[Tompu Te, 110 OKpeMi Jiii B JiepeBax pillieHb 3a3BUYall € TpUBiaIbHUMHU, a OUIBIIICTh
BY3J1iB Ma€ He OUIbIIE IBOX BIATANy>KE€Hb, BAXKIMBO 3a0€3MEUUTH ONITUMI30BAHY CTPYKTYpPY
JiepeBa: yHHKATH AyOJIFOBaHHS YMOBHHUX TIEPEBIPOK 1 PO3TAIIOBYBaTH HaNWOUIBII
pecypcoeMHI TIepEeBIPKHU y HIDKHIX pIBHAX JepeBa. Taka opraHizallis 3MEHIIY€E 3arajibHUN
yac 0OpoOKH YMOB Ta BUKOHAHHS BIAMOBIIHUX Miil, OCKIJIBKU MPOIYKTHBHICTH CHCTEMH

BU3HAYATUMETHCS HAWIOPOXKIOI0 TIEPEBIPKOIO.
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YacTo irpoBi IOHITH JEMOHCTPYIOTh OOMEXeHUU Hallp IMOBEIIHKOBUX MaTEPHIB:
BOHU MPOJOBXKYIOTh BUKOHYBATH MEBHY JI110 J10 TOSIBU 30BHIIIHBOTO TpUrepa — MOALl, il
IHIIOTO TepcoHaka 4M TpaBus. Hampuknaa, BOpOXUM congarT MoOXe 3ajluIIaTUCs Ha
MO3UIIli, JOKU HE BUSBUTH IPaBIis, MICISA YOT0 NEPEXOAUTH 10 aKTUBHOI aTaKu.

OmauM 31 cmoco0iB  MIABHINEHHS BapiaTUBHOCTI TIOBEMIHKHM € BBEICHHS
CTOXaCTUYHHUX EJIEMEHTIB Yy JIEPEBO pIillIEHb, HAMPHUKIAJ, Yepe3 TeHEepallil0 BUIIaJKOBOTO
yucia, o BU3Ha4dae BUOIp Aii. [Ipore Takuii miaxia € CKJIaJHUM IS MacIiTaOyBaHHS Ta
KOHTPOJIIO. 3HAYHO €(QEKTHBHIIIMM pIIIEHHSM € BUKOPUCTAHHS MalllMH CTaHIB (state
machines), sKi crHeriadbHO TPU3HAYEHI JJI KEPyBaHHS TMOBEIIHKOIO, IO 3MIHIOETHCS
3aJICKHO BiJ] IO/ Ta KOHTEKCTY.

Maimuna crany (Finite State Machine) — 11e MeToauKa, sika Kepye cTaHaMHu 00’ €KTa
B 3aJIEKHOCTI BiJl 30BHIIIIHIX ()akTOpiB Ta yMOB. BoHa BU3Ha4Yae MUCKpPETHI CTaHU, MO,
[0 BUKJIWKAIOTh TEPEXOAW MK HUMH, Ta Jii, 0 BHKOHYIOTHCS B KOXHOMY cTaHi. Ile
M1JIX1]] CIIPOIILY€ CKJIAAHY JIOTIKY, YIIOPSIKOBY€E KO/ Ta MOJIETIITY€E HAIATOJIKEHHS, OCKLIIbKU
00’ €eKT MO>ke TiepeOyBaTu JuIle B OAHOMY cTaHi [14].

Cranu moB'si3aHi MK co0oto nepexogamu. KoxeH nepexis Bele BiJl OMHOTO CTaHy
710 1HIIOTO, IJILOBOTO CTaHy, 1 KOKEH Ma€ Hallp MOB'S3aHMX YMOB. SIKIIIO CUMYISTOP
TI3HAETHCS, 110 YMOBHU IEPEXOy BUKOHAHI, IOHIT 3MIHIOE CTaH Ha iHmMA. OTXe, KOJIU
YMOBHU ISl IEPEXOAY BUKOHAHHI, BiH cripaiboBye. I1icias nporo, Koiau nepexiy BAKOHAHO —
00’eKT Mae HOBUH cTaH [13].

Hanpuknaz, 3a 3aMOBUYyBaHHSIM IOHIT 3HaXOAUThCS y cTaHl «Ha Bapti». SIKkiio BiH
moOaYMB MaJeHBKOTO BOpOTra, BIH MEpeXoauTh A0 cTaHy «bii», gkmo BiH moOauyuB
BEJIMKOTO BOpOTa — MEPEXOUTh CIIOYaTKy A0 cTany «Brteway, micis voro, Hazan a0 «Ha
BapTi». Taky NpoCTy MalllMHy CTaHy MOKHA 1M00aYyuTH Ha aiarpami (puc. 1.4).

Buiie 3a3HadeHi TeXHIKM NMPUAHATTS PIICHb CIIOYATKy MPUHAMAIOTh HAOIp BX1THUX
JaHUX, MICJSI YOro BENEThCA MepeBipka yMOB, B pa3l YCIIXy — BUKOHATH [10. [Hakiie

KOKy4H — y TIepCOHaXKa HeMae 111J1i, BiH IPOCTO pearye Ha OTpUMaHi JaHi.
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On Guard | [See small enemy] Fight

£
éa@q@
e
e

[1yBiy BuisoT)]

Run Away

Pucynok 1.4 — [IpocTa mammuna crasisB [7]

MoxHa TakoK peadizyBaTH IMITAIlil0 HAasBHOCTI TIEBHOI METH B arcHTa,
BUKOPHUCTOBYIOYH OAHY 3 ONUCAaHUX a00 OyIb-sKy IHIIY TEXHIKY MNPUWHSTTA PILIEHb.
Hanpuknan, sSKio OHIT Ma€ Ik 3HUIIUTYA BOPOra, BiH Mepeciiilye Horo, aTakye, a B pasi
BTPaTH Bi3yaJbHOIO KOHTAKTy — IIOYMHAE MOMIYK. SKIIO X NPIOPUTETHOIO METOI0 €
30epeKeHHsST BIACHOTO JKHUTTSA, TO IOHIT HIyKaTUME YKPHUTTS, a Y BUMAAKY CEPHO3HOTO
MIOpaHEHHS — BIJICTyTaTUME.

OpHak 1HKOMM BUHUKAIOTH CHUTYyalli, HE MepeadadyeHi B MOYATKOBOMY HaOopi
MOBEIIHKOBUX MpaBuil. Hanmpukias, sKIo 10 CUCTEMH AOAA€THCS HOBUM THIT HAJABOJAHOTO
JpOHA 3 PaKETHUM KOMIUIEKCOM, ajieé B JIOTIIl OeperoBMX OXOpPOHIIIB HEMa€ MOBEHAIHKU
AT B YKPUTTS», TO IXHSA PEAKIliS MOXKE BUSBUTHCA HEKOPEKTHONO. Y TAaKUX BHIAJKaX
JIOIJIBHO HAJIIJTUTH IOHITIB MEBHUM HA0OpPOM MOXKIIMBHX JIi 1 MEXaHI3MOM BHOOPY TI€i,
0 HaMKpalle BIiANOBITA€ iXHIM IMOTOYHIM MeTi. SIKIO ISl OXOPOHISI OCHOBHHUM
IPIOPUTETOM € 3HUIIEHHS JPOHY, BIH 00€pe aTraKy, HaBiTh PUUKYIOUHM KUTTIM; SKIIO K
KJIFOYOBOIO METOIO € BIDKMBAHHS — BiH BIJICTYIIUTb.

VY rpi The Sims BiacyTHa eaunHa moOanbHa MeTa. KopucTyBau Moxke caMOCTIHHO
oOuparu cepel UIMPOKOTO CIEKTpa JOCTYMHUX 1, TaKuX SK CHUJIHHS Ha JWBaHi,
CHUIKYBaHHS 3 IHIIMMH MEPCOHaXaMH, MpacyBaHHs oaary Toulo. [lepcoHaxi BONOMiIOTH
HAa0OpOM IMapaMeTpiB, II0 BU3HAYAIOTh iXHI (PI310JI0TIUHI Ta TICUXOJOTIYHI MOTPEOH —

roJIof, CIpara, COH, moTpeda y CIUJIKyBaHHI, €MOIIiiTHE 3aJ0BOJICHHs Ta iHII. BakiuBo
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MIATPUMYBATH 111 TTOKa3HUKH Ha ONTUMAJBbHOMY PiBHI, 100 BOHH HE JIOCATIIM KPUTHYHHUX
3Ha4YeHsb [15].

[ToBeniHKy mepcoHaXxiB y Takii rpi MokHa Oyno 6 ¢dopMmanizyBaTH 3a JTOTIOMOTOIO
JepeBa pilieHb, sKe oOupae Jii Ha OCHOBI NMOTOYHUX (I3MYHUX, TCUXOJIOTIYHUX Ta
emoliiiHux mapamertpiB. IIpoTe, 13 3pocTaHHsIM (YHKIIOHATY, Take IEPEBO MOIVIO O
HaJI4yBaTH COTHI, THCS4l a00 HAaBITh NECATKH TUCAY TIJIOK, MO0 TOTpeOye 3HAYHUX
00UYHCITIOBAIBHUX PECYpCIB mpoliecopa Ta mam’saTi. Kpim Toro, moBedinka, copMoBaHa
BHUKJIFOYHO Ha OCHOBI JIEPEB PillIeHb, BUINISIIAE€ HAJAMIPHO PalliOHAJIBHOIO 1 HEMIPUPOTHOIO.

Tomy B The Sims peanizoBano inmmii miaxin no LI, Koxken nepconax (cim)
MOCTIMHO aHalli3ye CBOE€ OTOYCHHS, BHSBIAIOYN 00’€KTH ab0 B3aeMOJii, SIKI MOXYTh
3a/I0BOJIBHUTH MOT0 OoTpeOu. KoxKH1M MOXKIIMBIN [I1i IPUCBOIOETHCSA 3HAYEHHSI KOPUCHOCTI,
IO OIHIOE, HACKIJIBKHU 1151 JIisl BIAMOBIIa€ TOTOYHUM MOTpeOdaM 1 HACKIIbKU ii BUKOHAHHS
MoximBe. Ilicist 1poro areHT oOupae MAil0 3 HAWBUILOK KOPHCHICTIO, BHKOHYE 1i Ta
THMYaCOBO 3a/I0BOJIbHSIE TIEBHY TTOTPEOY, MICJIsl 4YOTO MPOIIEC MOBTOProeThes [15].

[{s apxiTekTypa BTUIIOE OCHOBHI PHCH IUIECTIPSIMOBAHOI MOBEMIHKU: MPHUCYTHICTh
ABHUX (X04a 1 BHYTPIIIHIX) IUIeH, CHOPUIHATTI MOXJIMBOCTEH HABKOJUIIHBOTO
cepefoBUIlia Ta BHOIp Al 11 3amoBOJIieHHS mux Ieid. Y rpi The Sims areHTH
MOBOJATHCS AJANTUBHO 1 IUIECHPSIMOBAHO: BOHU MEPEXOAATh BIJ 11 JO CHUIKYBaHHS Ta
BIJIMIOYMHKY B MIpy 3MIHM CBOiX MOTpPeO 1 MOSBU MOMKIMBOCTEH y HABKOJUIITHBOMY
CepeIOBHIII.

Ha mpuxmani The Sims aeMOHCTPY€TbCs, 1O IIJIECIPSIMOBaHA TMOBEAIHKA MOXKE
peaizoByBaTUCS HE 4Yepe3 JOBTOCTPOKOBI, 3a37ajeriib BU3HA4YEHI CIIEHapii, a 3aBISKU
Oe3mepepBHil OIIHII MMOTOYHOI CUTYAIlil Ta PEAKTUBHOMY MPUUHSTTIO pilieHb. Llew miaxin
Ma€e CBOI mepeBard Ta OOMEXKEHHs: BiH 3a0e3leyye CIOHTAHHY Ta THYYKY IOBEIIHKY
MIEPCOHAXIB, IPOTE BOHA 3aJHUIIAETHCI OOMEKEHOI BH3HAUCHHMH IIOTpeOaMu Ta
TOCTYITHUMH Y CEPEAOBHIIII MOMJIUBOCTSIMHU.

3a3Buuail y IrpoBHX 3aCTOCYHKax ab0 CUMYJSTOpax, MEPCOHAXKI YW IOHITH HE
nooanHoKi. ToOTO, BUKOHYIOUM TMEBHY 3aady, BOHU HE MalOTh 3aBa)KaTW OJHE OJHOMY, a
TaKOXX, KOOPJIMHYBATH CBOI il JJIsl IOCATHEHHS CHUIbHOI MeTU. JI0 TOro K, SIKIO MOJEIb

npuitHaTTsa pimens LI Bkatouae B cebe AekiiabKa pi3HUX TEXHIK, KOXHa 13 HUX Oyre
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IPOIOHYBATH 110 POOUTH, ajieé OCTATOYHE PIlIeHHS Mae OyTu onHe. [[ns mpukiamy, ABO€E
pPI3HUX TMPOTUBHHMKIB OJHOYACHO OTPHUMYIOTH CYyNEpeuwIuBy i1HGOpMAII0 TMPO Miclie-
3HAaXO/KEHHS TrpaBud. Yepe3 me ixHi [ii CTalOTh HEY3TOUKCHHMH, XAOTUYHHMH Ta
yOIOIOTH OJTHA OJTHY.

Yopua momka (Blackboard) € meHTpamizoBaHMM CXOBHUINEM aKTyalbHUX JTaHHUX
I0/I0 TPaBIIsl, CEPEOBUIIA, IHIINX IOHITIB Ta KOHTEKCTHUX MOAii. 3aBIAsSKN IbOMY BOPOXi
areHTH, CHHXPOHI3YIOUU MOBEJIIHKY, 0OMPAaOTh Y3TOP)KEHY TAaKTUKY Ta pearyioTh Ha 3MIHY
cutyarii. Ilo cyTi, yopHa JIOIIKAa € CBOEPITHOIO MaM’SITTIO areHTa, Ae 30epiraeThCcsi BCS
iHdopmarlis, sika MOTpiOHA s mpuitHATTS pimeHb. Blackboard mpartoe sik cxoBuiie
KJIFOU-3HAYEHHsI IaHUX, JIe KOJKeH Kirod Mae tum (int, float, bool, object, enum i 1.1.) [16].

YopHa 1omIka € OCHOBHUM JDKEPEJIOM JaHUX [JIsl TaKUX TEXHIK SIK JepeBa
NOBEIIHKM Ta MAIMHU CTaHIB. 3a JIOTIOMOIOIO II€T JIOIIKH, NAaTEpHU JIepeBa MOBEIIHKU
BUKOHYIOTh Taki Jii:

e Decorator nepeBipsie 3HaueHHs Kitoda. Hanpukinaza, nepeBipseMo 4u rpaBelb Y
noJii 30py 4epes “PlayerVisible == true”;

e Service OHOBIIIOE KJIFOYI;

e Task BUKOHYE JI110, 3aCTOCOBYIOUH JIaHI YOPHOT JTOIIKH.

B 3amexHOCTI BiJ 3HaU€Hb y YOpHIA JOUII y MalIMHAX CTaHIB MEPEBIPSIOTHCS
Hepexo/id MK aKTUBHUMH Ta HEaKTUBHUMH cTaHamu. Hanpukian, nepconax nepedyBae y
ctani «[larpymroBanus». [lobaunBIM TpaBlls, AEKOpaTOp MEpeBipsie 3HAYCHHS OyJIeBOTO
kimoua PlayerVisible, sikiio ioro 3HaueHHs Hapasi false, service 3miHtoe Ha true. Ilicis
bOTO, MAalllMHA CTaHIB OTpuMye 3HaueHHs kimoya PlayerVisible Ta 3wmiHioe cTan
nepcoHaxa Ha «IlepecaigyBanns». [liciig 3Mi1HU CTaHy, BUKOHY€ETHCS Ais-MIEPEMIIIEHHS 110
OCTaHHBOTO BIJJOMOTO Miciue-po3TamryBaHHs 1m. [{o6 4dopHa nomka akTuByBasacs,
NoTp1IOHO OOPOOUTH OTPUMAaHI1 AaHi 13 CEHCOPHUX CUCTEM. TaKuMU CUCTEMAMH €:

e Al Perception, 1110 BKIJItOYa€ 3ip, 3ByK, pajiap COPUUHSITTS;

e line trace abo TpacyBaHHS POMEHIB;

® TpUTEPH ITPOBOTO PiBHS;

e 110411 BUKJIMKAHI IHIINMH FOHITAMHU.
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YopHa foiika Moxe OyTH SIK MEepCOHATBHOIO ISl KOXKHOTO FOHITA, TaK 1 CHIIBHOIO
JUIS ACKUIBKOX abo ycix mepcoHaxiB. Ilep-arenTHa a0o mepcoHajbHAa YOpHA JIOIIKA
3aCTOCOBYEThCS Ui 1HAUBIAYaJdbHUX 3a7ad, cepel SKUX — BHU3HAYCHHS MapIIpyTy,
MOIIYKY IIiJIi, 3MiHY BHYTpIIIHIX CTaHiB. Hampukiaa, mOMITHBIINM TpaBlsl B TOJI 30DY,
IOHIT MIEPEXOIUTh y CTaH OOHOBOI TPUBOTH, BU3HAYAE MAPIIPYT A0 I[UTi Ta IEpeciaye ii.

VY cBOIO Yepry, crijibHa YOpHA JIOIIKA 3aCTOCOBYETHCS AJIsl KOOpAMHAIIT OAHOI abo
JeKuTbKa Tpyn IoHITIB. CKaxiMo, BUIE3a3HAYEHUM FOHIT, EPEHIIOBIIN Y CTaH 00HOBOT
TPUBOTH, MOBIIAOMIIIE IHIIUM OIMISAM MpO Miclle-3HaxOMKeHHd rpaBus. JlogaTrkoso,
OTPUMABIIIHY J]aH1 TIPO MOJIOKEHHS IPABIlS HA PiBHI, OJHI IOHITU OTOYYIOTh IEPUMETP, IPYTi
— aTaKyloTh, TPETI — HAIAIOTh BOTHEBY MIATPUMKY.

Jlnst hopMyBaHHA aallTUBHOI MOBEAIHKH IITYYHOTO IHTEJEKTY, ar€HTOB1 MOTPIOHO
KOPUTYBAaTU CBOi Jii 3aJIEKHO BiJi KOHTEKCTHUX 3MiH, CEpeJl SKMX: MOsSBa HOBUX 3ajlad,
YCKJIQJIHEHHSI TOTOJHUX YMOB, TMEPEMIIICHHS IUN y 1HIIE MOJOXEHHs, Toio. YopHa
JIOIIKA peaiizye Taky aJanTUBHICTh 4Yepe3 Oe3NepepBHUN IUKJI OHOBJIEHHS KIIOYiB, SIKi
BiJI0OpaKaroTh aKTyaJIbHUI CTaH MEePCOHaXKa Ta HABKOJIUIITHHOTO CEPEIOBHIIIA.

OCHOBHMM MEXaHI3MOM Takoi ajamnTaiii € moaudikaiis AMHAMIYHUX CTaHIB Yy
mpolieci BUKOHAHHS MOBEAIHKOBUX airoputmiB. CkaxiMmo, icHye 3MiHHa AlertLevel, sika
BU3HAyae cTaH oHITa (mpu 3HayeHHI 0 — cran «Cnookii», npu 3HaYeHHT 1 —
«ITatpyntoBannsi», npu 3HadeHHI 2 — «Ha crtopoxi», mpu 3HadeHH1 3 — «bolioBa
TpuBora»). llpu BUKOHAHHI yMOB, CHCT€Ma IOCTYIOBO 3MIHIOE TOBEIIHKY, BiJl CTaHy
«Cnokii» 1o «boroa TpuBoray. I[logiOHa GararocTyneHeBa peakxiiisi J03BOJISIE CTBOPUTH
MJIaBHY, TIPUPOIHY Ta MEHII TependadyBaHy IMOBEIAIHKY, 0 BAXKJIMWBO JJIsl aallTUBHOI
CUCTEMH.

JloaTKOBO, YOpHA JIOIIKA BUPIIIY€E KOPCTKUM 3B’ 130K MK PISHUMHU KOMIIOHEHTAMHU
nepcoHaxka. Taka mpoOnemMa BUHUKAE, KOJIU CEHCOPH, AJTOPUTMHU TPHUUHSTTS PIllICHb,
HaBIraiis Ta IOBEIIHKOBI MOIyJi B3aeMoAiloTh Hampsmy. Lleid miaxig poouts LI
TPOMI3IKUM, BaXKUM JJisi  HAJAaro/KeHHS Ta HeonTuMizoBaHUM. YopHa moIIKa
BHUCTYTIAIOYM y POJII TIOCEPETHUKA, MIATPUMYE 3B’S30K MDK ITUMU MOAYJISIMH. 3aBISKH
[[bOMY PI13H1 YACTUHU CUCTEMHU HE MAIOTh MPUB’A3YBATUCS O KOHKPETHUX peai3alliii ojHa

onHoi. KoxkeH 13 HUX mpocTo uuTae abo 3amucye 3HaueHHs y Blackboard, ne 3Hatouu, xto
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caMe Il 3Ha4eHHs1 OyJe BUKOPUCTOBYBaTH. TaKMM YMHOM, CKJIAJIHICTb CUCTEMHU CYTTEBO
3HIDKYETHCS, 10 HAJA€ MOXJIIUBICTH JIETKO J0JaBaTH HOBY IIOBEIIHKY, HE 3MIHIOIOYU
HasIBHY.

Jl1st mpuKIiay, BOTH-MIIXOTUHEIb MA€ TaKi KOMIIOHEHTH:

® 3ip Ta CIyX SIK CUCTEMH CIIPUNHATTS;

® JIEpPEBO MOBEAIHKU K AJITOPUTM MPUIHATTS PillICHb;

e KOMIIOHEHT HaBIraii;

® KOMIIOHEHTA MEePECyBaHHS IS PyXY.

I1e#t roniT moOauuB rpaBLs, yepes 1o, kiarou TargetDetected 3MiHMB cBO€ 3HAYEHHS
Ha true. OTpUMaBIIM 3HAYEHHS LHOTO KIIOYa 13 YOPHOI MOUIKH, CUCTEMH CIPUHHATTS
BUKOHYIOTh TIOBTOPHHMM aHajli3 CepeOBHUINA, JE€PEBO IMOBEMIHKM IHIMIIOE PIMICHHS
NepeciIilyBaHHsd, KOMIIOHEHT HaBiraiii CTBOPIOE ONTUMAJIbHUNM MapupyT 10 I, a
KOMIIOHEHT MEepPEeCyBaHHs 3MIHIOE MTOJIOKEHHS I0HITA y OiK rpaBus. JKoJeH 13 X MOIY/iB
HE BUKJIMKAE IHIIUN HAPsIMY — X 00’ €/IHy€ YOpHA JIOIIIKA.

Orxe, Takuii I €:

® THYYKHM, OCKUIbKHU JIETKO 3MIHUTH MOBEAIHKY, 10JIal0YX HOBI K041 a00 BY3JIH;

e MacmrTaboBaHUM, 00 MOXKHA JIOJaBaTH B3a€MOIIO 13 IHIIMMM IOHITAaMH Oe€3
MonudiKarlii cTaporo Kojay;

® CTIAKUM J0 MOMIJIOK, TOMY IO MOAYJ HE 3aJI€KaTh BiJi KOHKPETHOI CTPYKTypH
a00 CTaHIB IHITUX KOMIIOHCHTIB;

® pUAATHUM nJs1 KoMaHAHOi pobOotu. Ilporpamict, auzaiinepu LI Ta irpoBux
pPIBHIB MOXYThb MpaliOBaTH HAJ pPI3HUMH YacTUHAMHU ITPOBOrO 3aCTOCYHKY, HE
noTpedyrodr MOCTIMHOTO Y3rOMKEHHA Ta TNEpPEenuCyBaHHS HAsIBHOTO (YHKIIIOHATY

1HTEJIEKTy MEepPCOHaXa.

1.3. AHani3 IHCTpyMEHTaJIbHUX 3aC001B peati3allii ITYyYHOrO IHTEIEKTY

AnanTuBHA MOBEAIHKY IOHITIB BUMArae noegHaHHs kuipkox TexHik I, onucanux y
MOTEePEHbOMY MIAPO3/AUIL: 3aCKPUNTOBAaHUX MPABUJI, JACPEB MOBEIIHKU, IEPEB PILLICHB,

MalIH CTaHIB, LUJIECIPSIMOBAHOI MOBEIIHKM Ta apXITEKTYpH «YOPHOI MOIIKW». IrpoBuit
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pyunit Unreal Engine 5 Hamae mmupokuii HaO1p iIHCTPYMEHTIB, 1110 JO3BOJISIOTH peasiizyBa-
TH 111 METOIUKH.

Blueprints € BizyanpHOIO ckpunToBoio cuctemoro UES, mo mo3Boisie CTBOprOBaTH
MOBEIIHKOBY JIOTiKy 0e3 HamucaHHs koxy [17]. Lleil iHCTpyMEeHT Ba>KJIUBUA ISl POTOTH-
MyBaHHS JEPEB PIllIeHb, MAIIMH CTaHIB Ta OCHOBHHUX PEaKIlii, OCKUIbKH HAJa€ MOMKIJIH-
BICTb:

® IIBUIKO OyIyBaTH CXEMHU «SIKIIO — TOMI» JJIA 3aCKPUTITOBAHOI MTOBEIIHKH;

® pealli30BYBATH JIepeBa pillieHb Yepe3 MOCTiOBHI IJIKU 13 OyJIeBUMU YMOBaMH;

® CTBOPIOBAaTH MAIIIMHM CTaHIB K okpeMi Blueprint-rpadu;

e interpyBatu ceHcopu (Al Perception), Hasiramito (Al Move To) ta EQS-3anuty;

® Y3ro/KyBaTH JIOTIKY 13 JiepeBaMH TMOBEAIHKU YE€pe3 OHOBJIEHHS KJIIOYIB YOPHOL
JIOTIIKH.

Cuctema Blueprints 7o0pe miaxoauTs s peaiizailii MeTOJUK, ONMCAaHUX paHille,
30Kpema:

® 3aCKpUNTOBaHI Mozeli noBeAinku — yepe3 Event Tick, Branch Ta npocti pynkuii;

e nepesa pimeHb (Decision Trees) — 3a mormomororo komOiHaiii Branch Ta Select;

e mpocTi MammHU cTaHiB — Switch on Enum a6o cucremy Gameplay Tags [18].

OpHak A1 TOBHOIIIHHOTO CHUMYJISITOpa HEOOX1aH1 OuLIbll (hOpMali30BaHI CUCTEMHU
MITYYHOTO 1HTENEKTY, Tol Ak Blueprints mure A0moBHIOE IXHIO (QYyHKIIIOHATBHICTD. Y TOH
yac sik Blueprints 103BoJisie peasnizoByBaTu JOTIKY Ha Bi3yallbHOMY piBHI, C++ 3a0e3neuye:

® BHCOKY MpPOAYKTUBHICTH (OCOOJIMBO MpU CKIAJHUX TNepeBipkax ad0 BEIUKIN
KUIBKOCTI IOHITIB);

e posmmpeHHs MoxiauBocterr Al Perception, misixom po3poOKH  CremiaTbHIX
CEHCOpIB (17151 MPUKJIIATy, ceHcopa pajapa) [19];

® CTBOPCHHS BJIACHUX 3aBJIaHb, CEPBICIB Ta ACKOPATOPIB JAepeB moBeAiHKH [20];

® THyYKE KEpYBAaHHS HaBITaIll€l0 Ta MapIIPyTHU3ALI€I0;

e peasi3alilo ONTHMI30BAHUX aJTOPUTMIB KOPHCHOCTI M1 Ta MLJIECIPIMOBAHOI
[IOBEIIHKH.

Pamnime 3ragani TeXHIKU peani3yloThess Ha MOB1 C++ HACTYITHUM YUHOM:
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® MAaIIWHU CTaHIB — K KJIACH TAOJUIISIMU TIEPEXO/IIB;

e JiepeBa pillleHb — Yepe3 CTPYKTYPHU JaHUX, K1 IepeOupatoTh yMOBH;

e I[iIecpsIMOBaHa MOBEAIHKA — SIK CUCTEMA, IO MiPaxoBy€ Bary KOXXHOI Mii;

e yopHa nomka — sk Habip UBlackboardComponent API-BukiukiB st poOoOTH 3
KITFOYaMHU.

Behaviour Trees (BT) — ronoBuuit inctpymenT UES 11 CTBOpEeHHSI peaKTUBHOI 1€-
papxiunoi noBeninku [21]. BiH 103BoJsiE CTPYKTYpyBaTH JIOTIKY Y BHUIVISIAI TaKUX KOMOI-

HaIH:

Selector — BUGIp KpaIoi Jii;

Sequences — BUKOHAHHS 1K 32 TIOPSIIKOM;

Tasks — xonkperHi a1i (MoveTo, DealDamage);

Decorators — JIOT14H1 YMOBU;
e Services — NePIOUYHE OHOBJICHHS JIAHUX.
Ha puc. 1.5 naBenennii npukian Behaviour Tree, sikuit nemonctpye I nepconaxa,

110 3MIHIOE TOBEAIHKY MK peXKUMaMU NaTPyJIIOBaHHS Ta NEPECIIiTyBaHHS IPABIISL.

] Has Line of Sight ?
Has et

1 Chase Player

=¢ Rotate to face BB
RotateToFaceBBEntry: Enel

=¢ BTT_ChasePlayer
BTT_C

Pucynok 1.5 — [Ipuknan npocroro Behavior Tree

Blackboard y UE5 BukopucroByethcsi sk LeHTpasibHa nam’ath LI, mo peamnizye
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omnucany y ¢aiii apXiTeKTypy «4OpPHOI JOIIKK» Ta MOTPIOHUHN ISl

® CHHXpOHI3aIlil 1aHuX Mix By3namu BT;

e 30epeKeHHs OCTaHHIX crioctepekeHb Al Perception;

e fepenadi JaHUX MDK pI3SHUMH TEXHIKaMHM, TakuMHu sK State Machines,
Environment Query System Ta Goal-Oriented Behavior System;

® KOOpIUHAIII] TPYII IOHITIB;

e peamizallii aganTUBHOI IMOBEMIHKM 4Yepe3 JWHAMIYHI 3MIHHI (IJI1 TIPHUKIIALTY,
AlertLevel nns piBust roroBHOCTi, HealthState st ctany 310poB’s oHiTa, TargetActor st
BU3HaueHHs 1111 oHITa, TargetLastKnownlLocation 1151 KoOpJIMHAT OCTAaHHBOTO BIJJOMOTO
MICLIE-PO3TaIIlyBaHHS LI1JI1).

YopHa AoIIKa IHTETpy€e 3rajaHi paHille TEXHIKH, BUKOHYIOUM POJb MOCEpPEIHHUKA
MK HuMU. Hampukian, gepeBa pillleHb OHOBIIOIOTH KJIIOYlI B YOPHIN JIOMIII, MICJISI 4OTO
MaIllMHYU CTaHIB 3MIHIOIOTh CTAHU BIMOBIAHO J0 KX KJIOUiB. [lanmi cucteMa Iijaecnpsamo-
BaHOT MOBE/IIHKK OI[IHIOE KOPUCHICTh PI3HUX [l JJIA TPaBIlsl HA OCHOBI aKTyaJbHUX KITIO-
YiB, a HAMPUKIHII JepeBa MOBEIIHKH 3UUTYIOTH 111 KJIt04l Ta BUKOHYIOTh BIAMOBIIHI Jii.

EQS — iHCTpyMEHT IpOCTOPOBOTO aHaji3y Ta BUOOPY ONTUMAIbLHUX TOYOK ISl BU-
KOHAHHS i1 IITYYHOTO 1HTENeKTy. BiH Bupiliye, e Ha IrpOBOMY piBHI areHT MOBUHEH JIisl-
ta. EQS (akTuuHO peanizye npocTopoBi pillleHHs, 5Kl y kinacuuHux mogensx I onucy-
IOTBCS SIK TIEPEXOAM LUIECHPSIMOBAHOI MOBEAIHKU, OLIIHKA KOPUCHOCTI abo JepeBa pi-
meHb [22].

s npuknany, EQS s 10HITa-MIXOTUHLS BUKOHYE Takl (PyHKIIIT:

® MOIIYK HAMKPAIOi TOUKHU JIJIsl IePEXOIJICHHS a00 aTaku,

® y pa3i 00CTpuTy — MOUIYK YKPUTTS 200 ONTUMAJIbHOT TPAEKTOPIT BIIXOAY;

® aHaJI3y€ HABKOJMIIHE CEPENOBUINE 3 YypaxyBaHHAM JaHmmadry, MEeperiKo,
BUJMMOCTI Ta MOXJIMBOCTEH (IUIsl MPUKJIAAY — YKPHUTTS, TPAHCIIOPTHOIO 3aco0y, SIIIHMKIB
aMyHiIii uu 30poi);

e Hajae pe3ynbratu Behaviour Tree ta StateTree.

s Toro mo06 nepeBiputH, K mnpaire EQS Ha mpakTuill, moTpiOHO CTBOPUTH HO-
Buii C++ knac EQSTestingPawn. Ilicnst cTBoOpeHHS Takoro Kjacy, Horo MoxHa mooa4uTu y

Viewport penaktopa piBHiB. Ha puc. 1.6 mokazana ¢irypa mimaka, Ha MICTI SIKOTO Oye
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NEPCOHAXK, IKUM MOXKHA KEPYBaTH, a TOUYKH € TIPOCTOPOBI PIllIEHHS, OAHY 13 SIKUX CUCTEMA

obupae.

Character
*awn
Point Light

Player Start

MyProjects

Pucynok 1.6 — EQSTestingPawn Ha irpoBoMy piBHi [23]

StateTree abo ST e cyuacHoto cucremoro UES, 110 00’ €1Hy€e MOKIMBOCTI JEPEB MO-
BEJIIHKW Ta MAaIlIMH CTaHIB [24], sKa 171eallbHO MIIXOAUTH ISl peari3aliii TaKuX METOIHUK:

e MamuHa ctaHiB— StateTree 3a0e3nedye CTpYKTypy CTaHIB 1 IEPEXO/IiB;

e JiepeBa pileHb — yepe3 conditions Ta selectors;

e JlepeBa MOBE/IHKU — Yepe3 BKIAJACHI MIIIEPEBa;

e [[IJIECIIPSIMOBaHA MOBE/IIHKA — Yepe3 MPIOPUTETHI CTAHU Ta JaH1 KOPUCHOCTI;

e aJaNTHBHA CHCTEMa — Yepe3 JIeTke OHOBJICHHS 3MiHHMX Big Blackboard.

StateTree miaXoauTh AJisI KOHTPOJO TJI00aNbHOI TMOBEAIHKHM, Toal sik Behaviour
Trees onpanbOBYIOTh JIOKAIbHI 3aBIaHHS.

Taxum ynHOM, StateTree 3’€qHY€ JIOTIKY y €AMHY CHUCTEMY, YCYBalOUH XaoC, KU
BUHUKae npu macmtaOyBanHi Behaviour Trees Ha cOTHI BY3JiB.

Ha puc. 1.7 HaBeneno npuknan StateTree.
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1 Root

’ 1 Reacting @ y
1 - < Find Safe Target & Move to Flee & Look *"4

‘ ? HandleObhstacle -7 Find Safe Target & Move Away & Look

?Hit 4 Hit Stand & LookAt & Hit Anim Root
1 Idling Flee, HandleObstacle, Hit
? 1 Smart Objects -4 ZG Claim SmartObject Idling
Reach <4 Find SO Target & Move To SO & Look [Next] Idling * 5

?Use - Mass Use SmartObject Task & Look Idling [None]

Pucynok 1.7 — ITpuknag npocrtoro StateTree [24]

[To3naukamu Bka3zaHi Taki enementu StateTree:

1. Root (kopeHeBuUll €JIeMEHT) — MEpIIUHA CTaH, SIKUA OOUPAETHCS TPH 3aMYCKY
StateTree.

2. Selector state (BUOIpHUK CTaHIB) — CTaH, KM Mae€ JOYipHI CTaHU. BiH HIKOIH HE
Oyne oOpanuii 6e3nocepeHb0. Bubparyu MoxHa OJIMH 3 1OTO TOYIPHIX CTaHIB.

3. State Enter Condition (yMOBa BXO/ly B CTaH) — IEPEJIiK YMOB, sIKi BU3HAYAIOTh, UM
MOJXKE CTaH OyTH OOpaHUM.

4. Task (3aBganHs) — HaOIp i, 110 HAJEXKATh /10 CTaHY 1 BUKOHYIOTHCS, KOJIM CTaH €
AKTUBHHM.

5. Transition (mepexil) — BU3HAYa€ yMOBH, IO 3allyCKalOTh MPOLEC BUOOPY CTaHYy.
[lepexin 3amycKaeTbCsl, KO 3aBJaHHS 3aBEPIIYETHCS, BUKOHYETHCS YCIIIIHO a00 3aBep-
IIY€THCS HEB/IAJI0, 00 KOJIM BiICTEKYBaHAa yMOBA BUKOHYETHCS YCHIIIHO.

[TopiBHSHHA pO3MIIHYTUX THCTPYMEHTIB irpoBoro pyurisi Unreal Engine 5 HaBeneHo

y tabm. 1.1.
Tabmuis 1.1 — [MopiBusauns iHcTpymenTiB Unreal Engine 5
Incrpyment [Ipu3naueHH: IlepeBaru Haiikpammii crienapiit

BUKOPHUCTAHHS

Blueprints Bizyanbhe [IIBuiKEe TPOTOTUITYBAHHS, [Tpoctwii 111, neBenuki 3agaui,
CTBOPEHHS JIOT1KH quTa0EeIbHICTD IHTeTrparis moain

C+t HusbkopiBHEBa [IpoayKTHUBHICTB, CkaaHa J0TiKa, ONTUMI3aLi,

peamizaris KOHTPOJIb, JIETKE BJIACH1 MOJTYJI1

JIOTIOBHEHHS KOy
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[Tponosxxenns Tabmuii 1.1

Inctpyment IIpu3zHayeHHs IlepeBaru Haiikpammii cuienapiit
BUKOPHCTaHHS
Behaviour Trees PeaktuBHa MonynbHICTb, TakTuyHi Aii: atakyBaTH,
MOBEIIHKA MaciTabyBaHHS nepecIiyBaTu
Blackboard CoinpHa nam’sate | Konrtekct, agantuBHicTh, |OOMiH iHpOpMaIi€ro MixK MOTYIAMU
areHra KOOpAWHAITisS 1T
EQS [TpocToposi OnTuManbHi TOYKH, [Tomyk yKpUTTS, MO3UIIIFOBAHHS,
pileHHs HaBiraiis MePEXOTUICHHS
StateTree I'mobansna FSM CTpyKTypOBaHi peKUMHU BucoxopiBHeBi cTaHu Bopora,
MTOBEAIHKH KepyBaHHs 00€M

PosrsinyTi iHcTpymenTn Unreal Engine 5 3a6e3neuytoTh KOMIUIEKCHY CUCTEMY IS
CTBOPEHHSI aJanTUBHOTO Ta MacirtaboBanoro I, moegHyroun BizyalibHe MpOrpaMyBaHHs,
HU3BKOPIBHEBY ONTUMI3AIlIO, MOJIYJIbHY TIOBEMIHKY AareHTiB, CIHUIbHY IaM ATh Ta

MPOCTOPOBE NPUKUHATTS PILLIEHb.

BuCHOBKH 3 MepIioro po3aury

VY posnini npoBeneHo aHaiiz cydacHux merofiB Il ta iHcTpymeHTanbHUX 3aco0iB
Unreal Engine 5. BcTtaHoBieHO, 1110 TpaJauLiiHI 3aCKPUNITOBaHI MOZAEII HE 3a0€3MeuyoTh
JIOCTaTHhOI BApPIaTUBHOCTI Ta HE JIO3BOJSIOTH CTBOPIOBATH PEATICTUYHI TPEHYBaJbHI
cueHapii. CydacHi Miaxoau, Taki sSIK JepeBa MOBEIIHKH, AepeBa PillieHb, MAIIUHU CTaHIB,
LIJIECIIPSIMOBaHA MOBEAIHKA Ta YOpHA JOUIKA, HAJAl0Th MOXIMUBICTh (DOPMYBATH CKIIA/IHI
Ta aJanTUBHI MOJIET, 3/1aTHI pearyBaTy Ha 3MiHy YMOB CEpPEJOBHINA Ta 1 KOPHUCTyBaya.

Amnani3 iHcTpyMeHTiB UES nokasas, mjo: Behaviour Trees eexkTHBHO MOIETIOIOTH
TAaKTUYHY TMOBENIHKY areHTiB; StateTree kepye crparteriunumu cranamu; Blackboard
3abe3reuye aJanTUBHICTh 1 KOOpAWHALID yepe3 oOmiH iHdopmarieo; EQS mo3Bomsie
BUPIUIYBATH 3aBJlaHHA MPOCTOPOBOi onTuMizalii; koMOiHamis Blueprints Ta CH++
3a0es3nevye OanaHc MK THYUKICTIO Ta IPOAYKTUBHICTIO. 3 1bOro BUILTHBae€, mo Unreal
Engine 5 BignoBigae Bumoram st peanizaiii agantuaoro I B cumynsaropi oneparopis
HAJBOAHMX APOHIB, 3aKJIAJAl04d OCHOBY JUUIsI TEOPETHUYHOrO MpoekTyBaHHs moxeni LI,

sKke Oyzie 3MIMCHEHE Y HACTYITHOMY PO3IiTi.
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2 IU3AVH AJTATITUBHOI CUCTEMU IITYYHOI'O THTEJIEKTY

2.1 [ToctanoBka 3a7a4i Ta popmMatizallisi HOBEAIHKOBOT MOJIE1

B cumynsaTopi HassBHUMH € HACTYITHI CIIEHapii omepartiii:

® DPO3BiJIKa Ta CIOCTEPEKEHHA B MIPUOEPEIKHUX BOAAX;

® 3HUIIEHHS KOPaOIiB POCIIICHKOrO YOPHOMOPCHKOTO (IIOTY;

® JI0CTaBKa HEOOX1THOTO CIOPSIKEHHS Ta MPOBi3ii;

® DO3MIHYBaHHS;

® [IepeBE3CHHSI 0COOOBOTO CKJIaay Ha THIINKI Oeper.

OCHOBHOI0O METOIO PO3BIJIKM Ta CIIOCTEPEKEHHSI MPUOECPEKHUX 30H € OTPUMAHHS
JOCTOBIPHUX BIJOMOCTEH IIOJ0 IUCIOKAILli BOPOXKUX KOPaOIIiB, XapaKTEPUCTHUK OEpEeroBUX
00’€KTIB, CTaHy CUCTEM OXOPOHHU Ta HasIBHOCTI MIHHUX 3arOpO/I>)KE€Hb. Y MekaxX Takoi Micii
ormeparop  MOBMHEH  3a0€3MEUUTH  MAJIONIOMITHE  TEPEMILIEHHS,  BpPaxOBYIOUYM
METEOpOJIOTIYHI yMOBH, paaiyc Aii 3acobiB pamgioenekTpoHHoi Oopotsbu (PEB) i
pamioenekTpoHHoi po3Biaku (PEP), a Takoxx 30HU CIIOCTEpEXEHHSI OEPETOBOI OXOPOHHU.

Y wmicii Tuly <«3HHUIIEHHS KOpaOJiB POCIMCHKOTO YOPHOMOPCHKOTO (BIoTy»
HaJIBOAHUM IpoH (PYHKIIIOHYE sIK 3aci0 yIapHOi Jii 32 MPUHITUIIOM «KaMiKaj3e». 3aBlaHHs
oreparopa BKJIIOYAIOTh IPOHUKHEHHS [0 OXOPOHIOBAaHMX aKBaTOPid, INPOXOIKEHHS
CKJIaJIHMX MapIIPyTIB y CEPEIOBHUIII 13 MEPEIIKOAAMHU, YXUJIECHHS BiJl BOPOXKOTO BOTHIO Ta
BBy PEDB, a Takox 1HII[IIOBaHHS CAMO3HUIIIEHHS Y BU3HAYEHUII MOMEHT.

Y cmenapii «mepeBe3eHHsT 0COOOBOTO CKJIaay Ha IHIMA Oeper» JOpoH
BUKOPHUCTOBYETHCS Ui TPAHCIIOPTYBaHHS 0O€34aTHUX MIAPO3AUIIB y Oe3neuHl pailoHH, 3
NEPCIEKTUBOI0 MOJAJBIIOT0 3aCTOCYBAaHHS JUIs €BaKyallii mopaHeHux. Ha BiamiHy Bif
OolioBUX omepailiii, Taki Micli TOTpeOyIOTh BiJ OmepaTtopa BHCOKOI TOYHOCTI
MaHEBpPYBaHHS, pallOHAJILHOTO BUKOPHUCTAHHS EHEPropecypciB 1 YHUKHEHHS SIK
MPUPOIHKX 3arpo3 (MIIBUIEHOT XBUJIOBOT aKTUBHOCTI, CHUIBHOTO BITPY), TaK 1 MITy9HUX
nepeniko/i (MIHHHMX IOJI1B, 0OHOBUX 3arOPO/I’KEHb ).

VY MicisiX 3 «IOCTaBKU CHOPSAHKEHHS Ta MPOBI3i» HAIBOAHUI OE3MUTIOTHUIN amapat

TPAHCIIOPTYE MaTepiaibHl PEecypcH A0 BHU3HAYEHHX MYHKTIB. AHAJIOTIYHO [0
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TPAHCHOPTHUX OMepalii 13 TmepeMillleHHs 0cOo00BOTr0 CKIaay, OIlepaTop IOBUHEH
JEMOHCTPYBaTH BUCOKY MAaHEBPOBICTh, JAOTPUMYBATHCS PEXKUMY EKOHOMIi 3apsiay Ta
YHUKATHU TIEPETIKO]T PI3HOTO TTOXOKEHHS.

VY KOHTEKCTI MicCiii 13 pOo3MiHyBaHHS TNependadaeThcs OOCTEKEHHsI akBaTopii Ha
npeaMeT BUSBICHHS MiH Ta OOHOBUX 3arOpOKEHb 13 MOAAJBIINM 1X HEHTpasizyBaHHIM.
OxkpiM TiepeNmiueHuX PHU3HKIB, TijJ YaC BUKOHAHHS TaKUX 3aBIaHb MOXYTh BHHUKATH
JIOJIaTKOBI YCKJIaJIHEHHS: 0OMeE)XeHa BUIUMICTh, CHJIbHI Teuii, HEJOCTATHIM MpOCTIp s
MaHEBpY Ta MPUCYTHICTh BOPOXKUX KOPaOJIiB a00 OEperoBUX BOTHEBUX IMOCTIB.

OyHKIIIOHYBaHHS CHUMYJISITOpa HEMOXJIMBE 0€3 MOJIEIIOBaHHS OaraTopiBHEBOI
1H(pacTPyKTypH NPOTUBHUKA. YC1 Micii mepe0oayaloTh HasgsBHICTh BOPOKUX FOHITIB, KOXKEH
3 SIKMX BiJirpae cnenudiuHy posib Ta B3a€EMOJIIE€ 3 ONEPATOPOM BIAMOBIIHO 0 BIACHOT
JIOTIKH.

beperoBa oxopoHa BHCTyIa€ SIK CTalliloHapHa W MOOUIbHA CHCTEMa BHUSBJICHHS,
3/1aTHA 3A1MCHIOBATHU OIS aKBAaTOPii 33 JOIMOMOTOK0 POKEKTOPIB, KAMEP CIIOCTEPEKEHH,
ta 3aco0iB PEP. Ha mowarky micii, BOpOrM 3HAXOJSTHCA Yy CTaHI «CIOKOIO». Y pasi
BUSIBIICHHS JIPOHY Ha KOPOTKHH TIPOMIKOK dYacy, OXOpPOHIII TPOBOASATH JOMATKOBY
NEPEeBIPKY, 3MIHIOIOYM CBili CTaH Ha «CIIOCTEPEKEHHs». SIKIO, Yepe3 MEeBHUIM MPOMIKOK
yacy, HBA noci 3Haxomutbest y moni BuaumocTi PEP uu 1OHITIB — BOHU MiIMMarOTh
TPUBOTY. ¥ MOMEHT BT€Ul APOHY BIiJl MEPECIilyBayiB, CTAaH BOPOTIB 3MIHIOETbCS Ha «HA
CTOpOX1», a caMmi IOHITH OyAyTh MaTPyJIIOBAaTU TEPUTOPIIO, A€ OCTAHHHOTO pa3y Oauuiiu
BHA. SIkmo apoH He 3’SBISIBCS y TOJI 30py JOBTHM MPOMIXKOK Yacy, HAcCTa€ CTaH
«CTIOKOIOY», 1HakIme — «rpuBoray. Ilicms BmpoBamxenHs amantuBHOi mozem I, Taxi
IOHITH MaTUMYTh 3MOT'Y 3MIHIOBaTH MapUIpyTH, 30UTbIITYBAaTH NPUCYTHICTh Ha KOHKPETHUX
TUISTHKAX Ta KOOPJUHYBATH Jlli Mi3K COOOI0.

BiiickkoBl KopaOisi 37aTHI TEpeciiyBaTH JIPOH Ta BBECTH BOTOHb BaXKUM
030poeHHAM. BoHU maTpymirol0Th aKBaTOpii, 3arOPOKYIOTh MApUIPYTH Ta MEPEKPUBAIOTH
nigxoau A0 noptiB. I3 mokpamenHsm I, Taki OHITH 3MOXYTh KOOPAMHYBATHU Jii MIXK
c00010 Ta BUKJIMKATH aBlallifo.

ABiarlisi, y poJti sSIKoi BUCTYIIaIOTh T€IIKONTEPH, BIJMOBIAE 32 POMIUPEHHS CUCTEMU

CHIOCTEPEXKEHHS. 3aBASKH BHUCOTI TOJBOTY BOHHM MOXYTh BIJCTE)KYBaTH MEpPEMIIICHHS
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JpOHA Ha BEJIMKUX BIJCTAHIX, OE3MEPEHIKOAHO HOro MmepeciiayBaTu Ta BBECTU YPaKEHHs
no BHA. I3 posmmupennsm moxsmBocteid LI, aBiamiss MaTuMe 3MOTy IepenaBaT JlaHi
HA3eMHHUX Ta MOPCHKHUM IOHITaM, KOOPAUHYIOUH 13 HUMH Jii.

3ackpuntoBanuii 11l oOmexxeHuii y pearyBaHHI Ha CKJIaJiHI Ta HemependadyBaHi
CIleHapli, [0 BHUHUKAIOTh Yy JWHAMIYHOMY CEpEIOBHINI cumyisTopa. Haitbinbiioro
mpoOIeMor0 € TiependadyBaHICTh MapIIPYTy MATPYIIOBAHHS, Yepe3 IO OMNEPaTop MOXKE
JIeTKo 1IeHTH(IKYBaTH clla0Ki Miclig Ta 00xoauTH iX. [[pyroro mpobiaemoro € Te, 1o pi3Hi
IOHITH HE MAlOTh 3MOTH KOOPAMHYBATH I1i MK co0o0r0. /[ mpukmnany, reixikonrep, sikuu
BTpATUB APOH 13 TOJIA 30py, HE Tepenae iHpopMallilo Oeperopiii 0XopoHi abo kopalisim.
Tperss mpobiema — Maibke ab0 TMOBHA BIJICYTHICTh pPEaKIlli Ha KOHTEKCT CEpPEIOBHIIA.
Cratnuynuii LI mpomoBxye BHKOHYBaTH 3alporpaMoOBaHl Jii HE3aJeKHO BIlJ 3MIHU
MOTOJTHUX YMOB, il oreparopa ab0 HOBHUX 3arpo3. Y pe3yibTaTi CUMYJSIliS BTpadae
peaNliCTUYHICTh, a OMEparop OTPUMYE HESKICHY MIJTOTOBKY. UeTBEpTOIO € HE3NIaTHICTh
MOJIENIFOBaTH HaBYaHHS abo mam’sTh. Cratnunuil Al mopa3y BUKOHYE OJHAKOBY TAKTHKY,
HE BpPAXOBYIOUM TMOMEpeIHI HeBAaml abo ycHimHi crnpobu omeparopa. Y CydacHUX
BIMCHKOBUX OTMEpAIlisiX MPOTUBHUK 37€01IBIIOT0 aanTy€eThCs, MACKIIOIYN CIa0Kl 30HH,
3MIHIOIOYM 1HTEHCUBHICTh CIIOCTEPEKEHHSI a00 aKTUBYIOUM JOJATKOBI 3aCOOU 3aXHUCTY.
CumynsaTop NOBHHEH BIATBOPIOBATM Takl HioaHcu. I[I’sta mpoOnema mnoB’s3aHa 3
HEOCTaTHICTIO KOHTEKCTHHUX PIllIeHb Y CKIQJHUX CEPEIOBHINAX, HAMPHUKIAT Y BY3bKHUX
KaHallaxX, y pailoHax 3 OOHOBUMHM 3arOpOHPKCHHSIMH, B yMOBaxX Majioi BUAUMOCTI. CTaTnyHi
MOJIeJIl HE 371aTH1 TUHAMIYHO OOUpaTH ONTUMAJIbHI TOYKH TO3UIIIOHYBAaHHS, YXWICHHS 200
aTaku, MO CYyTTEBO MOTIPIIY€E PEaTiCTUUHICTh CUMYJISIIII.

Pi3Hi1 THIIM BOpPOXUX IOHITIB — OeperoBa 0XopoHa, Kopabii Ta aBiarlisi — BUKOHYIOTh
BIIMIHHI (DYHKIIIi, aje B3a€MOMAIIOTh MIX CO0OI0 Ta BIUIMBAIOTh Ha mepedir micii. Y
peaTpbHUX YMOBAX IIl FOHITH JIIOTh SIK YACTHHH €UHOI 1HPOPMAIIHHO-00MOBOI CUCTEMU 3
OOMIHOM JaHWMH, 3MIHOIO PEXKUMIB FOTOBHOCTI, 3aJIyYEHHSM PE3€pBIB Ta MEPEKPUTTAM
HampsIMKIB pyxy. Y cuMmynatopi »* HasBHl mozeni Il He BiATBOPIOIOTH TaKUX THIIIB
B3a€MOJIIN: IOHITH pearyroTh JIMIIE Ha OKpeMi MOJli, HE MalOTh AOCTYMY 10 CIUIbHOI
naMm’gTi Ta HE BPaxOBYIOThb ICTOpiH0 BiacHMX JHik. OTXe, OCHOBHOK IMPOOJIEMOI €

BIJICYTHICTh CUCTEMHOTO MIIXOAY 10 MOAETIOBaHHS KOJIEKTUBHOI aKTUBHOCTI MTPOTUBHUKA.
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B3sBmm 1o yBaru Bulle-3azHadyeHi mpoOnemMu Ta Heaodiku HasBHOI cuctemu 11,
noTpiOHO cTBOpUTH aganTuBHy cuctemy I, 3maTHy 3a0e3neuyBatu peanicTUUHY MOJEIb
MOBE/IIHKH BOPOXKUX IOHITIB. BOHa Mae MICTUTH KUJIbKa PIBHIB MPUUHATTS PIIIEHb — BiJ
JIOKAJIbHUX TaKTUYHUX PEaKiii 10 KoopauHallii rpymoBux mii. Takox, 1 cuctema I
MOBUHHA HAJIaTH KOKHOMY areHTy MOJIMBOCTI:

® CIIPUIHATTS HABKOJMIIHBOTO CEPEIOBUIIIA;

e (opMyBaHHS BHYTPIIIHIX CTAHIB HA OCHOBI JJaHUX OTPUMAaHMUX BiJI CEHCOPIB;

e 00MpaTH CTPATETIIO;

® KOpUTYBaTH TMOBEMIHKY 3aJIe)KHO BiJ 1 omeparopa, CTaHy CEpelIOoBHINA Ta
TaKTUYHOI CUTYaIIii.

VY Mexax cuMyInsaTopa 1€ O3HaYaeE:

® MaTH MOXKJIMBICTh 3MIHIOBAaTH MapIIPyT NMaTPyIOBAHHS;

® 3MiHa peKUMIB 00HOBOI TOTOBHOCTI;

® KOMYHIKAI[iSl MIXK PI3HUMHU TUTIAMU FOHITIB;

® 3JIaTHICTh NIPOTHO3YBATH MOTEHIIIIHY MOBEAIHKY OIeparopa.

Koxxna anmantuBHa wmojens Il roHITIB Mae OaraTopiBHEBY CTPYKTYpy, sKa
CKJIQJIAETHCS 3 TPHOX PIBHIB:

® HIDKHIW PIBEHb — pearyBaHHs Ha IPOCTI MOBEAIHKOBI Jii;

® cepelHI piBEHb — BHKOHAaHHA TaKTUYHUX CLEHapiiB (marpyatOBaHHS,
NepecIIilyBaHHs, BIICTYN);

® BCpXHINl piBEHb — MPUUHATTSA CTPATETIUHUX PIMICHHb (KOOPAWHAIlSA 3 IHIIAMHU
IOHITaMHM, 3aUT HA MiAKPIMUICHHS, 3MiHa MPIOPUTETHOI 30HU MATPYJIIOBAaHH).

CrtBOpeHa MO/IeNb MIOBEIHKH MTPOTHBHHUKA Ma€ MepeadadaTy MPaBuiIbHY B3aEMOJIII0
TaKUX KOMITOHEHTIB:

® MOIYJIIB CIPUUHATTA AaHuX abo ceHcopiB (Al Perception);

e MexaHi3MiB npuiiHATTSA pimeHb (Behavior Trees, StateTree, Decision-making
Models);

e koHTekcTHOI mam’sti (Blackboard).
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3 ypaxyBaHHAM aHajiizy HasBHuX cucteM LI, HeoOxigHO 3a0e3meynTH
aJanTUBHICTh, SKa pEAJI3yeEThC Yepe3 MEXaHIi3M KOHTEKCTHUX 3MIHHHUX, IO
OHOBJIIOIOTHCSI B peajbHOMY 4aci. ¥ SIKOCTI TaKUX 3MIHHUX BUCTYIAIOTh: PIBEHb 3arpo3H,
OCTaHHE BIJIOME MICIIC PO3TallyBaHHS I[iJ1l, HAABHICTh THX YM 1HIIUX TMOTOJHUX SIBHII,
PECYpPCHI XapaKTEPUCTUKH FOHITA, HASBHICTh COIO3HUKIB Yy 30H1 aii. J[omaTkoBo, moTpiOHO
BU3HAYUTH aJTOPUTMH, SIKI JO3BOJSITH CUCTEMI KOPUTYBATH MOBEIIHKY 3aJ€KHO BiJ 3MiH
3HaYEHb IIUX MapaMeTpiB. TakuM YMHOM, MOBEIHKA CTaHE OLIbII BapiaTUBHOIO Ta MEHIII
nepeadadeHoro I onepaTopa.

KokeH IOHIT y CHUMYJISTOPI € IHTENEKTyaJIbHHUM areHTOM, SKUW BU3HAYA€THCS
MHO>KHUHOIO:

A=(S,P,M,Pi,U,T) (2.1)
ne S — MHOYKMHA BHYTPIIIIHIX CTaHIB areHTa;
P — cencopna Mozienb (CIpUMHSATTS CEPEOBUIIA);
Pi — MHOXWHA TOCTYITHUX Iii;
U — dbyHKIIIs KOPUCHOCTI, 110 BU3HAYAE JOLUIBHICTD Iii;
T — dbyHKLIS TEepexo/iB MK CTAHAMH.

Cran areHTa BU3HA4Ya€ MOrO0 BHCOKOPIBHEBY MOBeAiHKY. CTaHM KOXKHOTO areHra

MOJKHA MPEACTABUTH Y BUIIISIII MHOKUHH:
52{50151152'53154'551} (22)

ne Sy = Idle — cniokiii

S = Patrol — marpynioBaHHS;

S, = Investigate — 0OCTEKESHHS; TIEpEBIpKa MiIO3PIIMX CUTHATIB a00 HASIBHOCTI IPOHA

y T0J11 30pY;

S3 = Alert — TpuBOra;

Sy = On guard — Ha CTOPOXi; MOITYK BTPAYSHOT I11JIi;

S5 = Retreat — BIACTYIl / yHUKHEHHS,

Ha nmouatky cumynsuii, yci 1oHITH MatoTh cTaH «Crokiity. Konu Geperoa oxopoHa,
Kopabenb 4M TeNKONTep 3’SIBUBCS Ha MEXI PEHAEPIHTY, TOAl BOHU MEPEXOAATh y CTaH
«ITarpymtoBanHs». SIKIIO HAABOJHUN APOH 3°SIBUBCS HA KOPOTKUM MPOMIKOK Hacy MO

30py mpoTuBHUKA abo y paniyci mii PEP, Tomi foHITH 110 MOMITHIM HA MUThH TPaBIf,
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nepexoAaTh y ctaH «O0CcTexeHHs». Y BUMNAJAKY, KOJIU JIPOH nepeOyBaB JOBIO Yy MOJI 30py
a6o pamiycy aii PEP, aGconroTHO yci 10HITH nepexoasiTh y cTaH « TpuBora». Komau apoHOBI
BIQJIOCS BTEKTH BiJl TIEPECIIiTyBaHHsI, YC1 IOHITH 3MIHIOIOTh CBii cTaH Ha «Ha cropoxi» Ta
IIyKar BTpadeHy LiIb. Yepe3 meBHUI MPOMIKOK Yacy, SIKIIO JIPOH JOCI HE 3’SIBUBCS Y
MoJii 30py MPOTUBHUKA abo y paniyci aii 3acody PEP, cran ycix 10HITIB MOBEPTAETHCS 110
«IlarpyntoBaHHsS», B IHIIOMY BUTIAAKY — « TpuBOTaY.

Cucremy cripuitHsaTTs gqanux ado Al Perception ¢popManbHO MOXKHA MTPEICTABUTH SIK
(yHKILI1O:

f: E—O0, (2.3)
ne E — MHOXWHa XapaKTepUCTUK CEpPEIOBHINA: IMOJOKEHHS TpaBlisd, BUIUMICTb, IIyM,
MOTO/IH1 YMOBH;

O — MHOXXHHA CEHCOPHUX CIIOCTEPEKEHb.
bepyun no yBarum padilie ONUCAHI TUNOU JaHUX, SAKI CHPUUMAIOTHCA LUMH
CEHCOpaMH, OTPUMAEMO TaKy MHOKHUHY O:
0:{03ipi 03ByK' Opa,qap' 0noro,aar OTpHrepH} (24)
Blackboard moxHa mnpencTtaBUTH SK MHOXHHY, 3allOBHEHY €JIEMEHTAMH KJTFOU—
3HAYEHHS:
M={(k1,v1), (k2, v2), ... (kn, vn), } (2.5)
KoskeH kIT1t04 MHOXXKHUHU HAJIEKUTD JI0 OJHOTO 13 HACTYTHUX THUITIB:
e bhool — OyneBuit (st MITKH «Yu BUIAHO 11T Y TIOJT1 30pY/ pajiycy Aii pagapy?»);
e float — 4YWCIOBHMA 13 TIUIaBy4Ol0 TOYKOIO (st MiTKH «BmmB moromu Ha
BHJIUMICTBY);
® int — 1IounceNbHUN (11 MiTKH «PiBeHb HEOe3MEeKn);
® vector — BEKTOPHUH, IS KOOpAWHAT y cuctemMi XYZ (mist MITKH «Miciie-
pO3TalllyBaHHS IILT1»);
e object — 00’ extHUM (1 MITKH «LI1TB»);
o enum — nepemueHas (i MiTku «CTaH ApOHY» ).
JlocTymH1 BapiaHTH JIiil areHTa NpeicTaBlIeH] y MHOKHHI:
U:SXMXO0XPi—->R (2.6)

ne a; = MoveTlo(location) — nepexin Ha BUSHAYEHI KOOPINHATH;
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a, = Shoot(target) — BIAKpUTHU BOTOHb IO BU3HAYEHIN 11111,
az = Investigate(location) — nepeBIpUTH HASIBHICTH LT Y pajaiycl Koja, [IEHTPOM SIKOTO €
BHU3HAUYCHA KOOPAMHATA;
ay = FollowRoute(route) — mpolTH BU3HAYCHUM MapIIPYTOM;
as = Retreatlo(cover) — cXOBaTUCh 3a YKPUTTS,
as = CallForSupport(type) — 3MIACHATH 3alUT HA MIIKPIIJICHHS OJHUAM 13 TPHOX THIIIB
IOHITIB: 0€PEroBOI0 OXOPOHOI0, KOpalIsiMu abo aBialli€ro.
3a nmonoMororw (PyHKIi KOPHUCHOCTI BHU3HAYAETHhCS MOILIBHICTb BUKOHAHHS Iii.
Hampuknan, mo0 BU3HAUUTU KOPUCHICTH TEpEeCciayBaHHS JpoHA MJisi Kopaluis,
OTPUMAEMO:
Uattack=W1 * Daetect™W2 - (1 — Dyisi)tWs - Dyistance (2.7)
1€ D jetec:— P1BEHb BIIEBHEHHOCT1 Y BUSIBJICHH] I1Ti;
Disk— pU3UK ypakeHHs (4epe3 XBUIIi, BITEP, MIHH);
D istance — 3HAYEHHS AUCTAHIT A0 LTI,
3MiHYy CTaHy OMHUCY€ETHCS SK:
T:SXMXxXx0->S (2.8)
Jlist mpukiany, KO FOHIT MEPEXOIUTh IO CTaHy OOMOBOI TPUBOTHU 13 OOCTEKECHHSI

TEPUTOPIi, OTPUMAEMO TaKE PIBHSHHS:

T(52'kTargetVisiblezl):SB (2.8.1)
VY BUMAJIKY, KOJIH IOHIT IEPEXOAUTH Y CTaH MONIYKY 1111, Oy/e Take piBHSIHHS:
T(S3, Krargetvisivie=0)=Sa (2.8.2)

Axmo uiyib He 3’sABSJIACSA Y MOJI 30py Yepe3 MEBHUM MPOMIKOK 4acy, TOAl FOHIT
nepexonuTs 13 ctany «Ha cropoxi» y «IlarpymoBanss»:
T(S,, timerExpired=1)=S, (2.8.3)
BehaviorTree MoxHa mpeaCTaBUTH SIK:

BT=(N,R, §) (2.9)
ne N — MHOXMHA BY3iB, IKUMH € CEJIEKTOPH, MOCIIJOBHOCTI, JIEKOPATOpPH, CEPBICH Ta
3aBJaHHS;

R — xopiHb Aepena;

0 — QYHKITiSI BAKOHAHHS BY3JIiB.
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Ko>keH By3071 Ma€ Takuil CTaTyC BUKOHAHHS:
status € {Success, Failure, Running} (2.10)
PesynsratoM (pyHKIIIT BUKOHAHHS By3J]iB Oyne 3HaueHHS Success, SKIO Oyab-siKUit
JOYIpHIN By30J1 MOBEpHYB Success. SIKIo Bcl Jo4vipHi By3iu noBepHynu Failure, tomi
(yHKIIis] BAKOHAHHS BY3J1iB ToBepHe 3HaueHHs Failure.
Mamuny craniB abo StateTree npencrasieHo:
ST=(S,S,, T, ®) (2.11)
ne S — MHOXXKHMHA CTaHIB;
Sy — MOYaTKOBUI CTaH;
T — nepexonu;
& — MHOXKMHA YMOB aKTHBallli CTaHiB.
k1o ymoBa BUKOHYEThCS, 3HaUeHHsT @ = [, iHakme @ = (. [{ns npukiany, ais
nepexoay IOHITIB y cTaH « TpuBora», moTpioHO 100 1k Oylia y Moji 30py Ta 3HAUYCHHS

3miHHOi AlertLevel, ske BianoBigae 3a piBeHb 00HOBOT TOTOBHOCTI:
¢alert:(kTargetVisible:1) A (AlertLevel = 2) (2.12)

®dopmanizoBaHl npoctopoBi pimeHHs Enviroment Query System a6o EQS

IpeACTaBICHI HIDKYE:

argmaxyeg (f(x)) (2.13)
ne {2 — MHOXKMHA JOCTYITHUX TOYOK Ha PiBHI ;
f(x) — dyHK1is ouiHKY (Oe3neKa, BUAUMICTh, JOCTYIHICTh HUISXY) ;
Jlnst mpukiamy, HUK4Ye onucaHa (YHKIliS OIIHIOBAHHS MPOCTOPY HA MOXKIIMBICTH
nepeciiiyBaHHs a00 aTaKyBaHHS LI
f(x)=w,;V(x) — wyR(x)+w5C(x) (2.14)
ne V(x) — BUAUMICTD IIiTI 3 TOYKH X;
R(x) — pu3uk OyTH Bpa>K€HUM;
C(x) — 1iHa TUISXY.
Otxe, HaBeneHa Qopmaizaiis 3abe3nedye NUTICHE MaTeMaTU4YHE MATPYHTS IS
noOyI0BU aJaTUBHOI MOJIE MOBEIIHKA BOPOXXHUX IOHITIB, Yy SIKIM CHPUUHATTS JaHUX,

MEXaHI3MH TPUUHATTS pIlIeHb, KOHTEKCTHA MaM’siTh Ta MPOCTOPOBI OOUHCICHHS
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B3a€MOITOB’s13aHl Ta AO3BOJIIOTE CTBOPUTHU peaHiCTI/I‘lHy, BapiaTI/IBHy Ta KOHTEKCTHO

3anexny cucremy [II.

2.2. Po3poOneHHs apXiTeKTypH aJaliTUBHOTO MITYYHOTO 1HTENIEKTY

Ockinbku anst moOynoBu anantuBHOi cuctemu I Oyae 3actoBaHo AekijgbKa
IHCTPYMEHTIB Ta MigXO/IB, MOTPIOHO CTBOPUTH OaraTopiBHEMY, MOAYJIBHY Ta THYUKY
apxiTeKTypy, fSKa Mae CcTaOUTbHO TpaIfoBaTH MpPU YyMOBaX HEMOBHOI 1H(opMariii,
MOCTIMHUX 3MIH CUMYJISIIIITHOTO CEepeoBUIla Ta HemependauyBaHOT MOBEAIHKUA TPABIIS.
BaxxnmBO CTBOPUTH apXITEKTYpy, fKa 3a0e3rneuye BUKOHAHHS MOBHOTO LUKIY OOpOoOKHU
JAaHUX, BiJl OTPUMaHHS JIAHUX CEHCOPAMHM JO MPUNUHATTS PIIICHHS, aanTarlii i BUKOHAHHS
T, 3 BUKOPUCTAHHSIM TEXHIK PEaKTUBHOI, MPOIEAYPHOI Ta IIJIECTPIMOBAHOI MTOBEIIHKHU.

ApXITeKTypa CHCTEMH 3aCHOBaHA Ha KOHIIEMIli 1€papXIYHOTO PO3MOALTY
BIJIMTOBIIAJILHOCTEH, 3a SIKOI0 KOXKEH PIBEHb pealli3y€ OKPEeMHI acleKT MOBEIIHKU areHTa:

® OTPUMAaHHS JIaHUX BiJ CEHCOPIB;

® arperyBaHHs Ta 30€pEeKEHHS KOHTEKCTY Y MOJIE1 mam’siTi;

e BHOIp cTparerii MOBEIIHKY BIAMOBIIHO 10 TOTOYHOTO CTAaHy arcHTa;

e (opMyBaHHS TaKTUYHUX pilIEHb 13 3acTocyBaHHsAM Behaviour Trees;

® aHaJII3 MPOCTOPY Ta IJIaHyBaHHs pyXy 3a nonomoroto EQS 1 Navigation Map;

® BHUKOHAHHS JIIH Y CUMYIISIIIIHHOMY CEPEIOBHIII;

® MOHITOPHUHT Pe3yJIbTaTIB 1 ajanTUBHE KoperyBanHs napametpis I1II.

3araibpHa CTPYKTypa po3po0IeHO0T CUCTEMH Mpe/CTaBlIeHa Ha puc. 2.1.

ApXiTeKTypa mojiJieHa Ha JIeB’SITh OCHOBHUX PI1BHIB:

® CHUMYJIAIIIHE CEPEOBUIIIC;

® OIEpaTop Ta HAJAIITYBAaHHS MICIi,

e HaBiraiis Ta aHaji3 mpocTopy;

® TIPUNHSATTS PillICHb;

® MOHITOPHHT Ta JIOTYBaHHS;
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e BHUKOHAHHS HIH;

e ajanTarlis Ta aHaii3 e(eKTUBHOCTI;

® CEHCOpH;

® [1aM’ATh Ta KOHTEKCT.

Taxkuii momin A03BONSIE BIJOKPEMUTH BHCOKOPIBHEBY JIOTIKY YIIPaBIIHHA BiJ
HU3BKOPIBHEBUX MEXaHI3MIB, 3a0€3IeUyrour KOPPEKTHHH 3B’S30K MDK KOMIIOHEHTAMH.
JlomaTtkoBo, Il MOyl MOXKHA BIOCKOHAJIWUTH 0e3 MOpyIIEeHHsS i€papxii, OCKUIbKH BOHH
He3aJIE)KH1 OOUH Bl OTHOTO.

HaliHmkdiM piBHEM apXiTEKTypU € CHUMYJSIIAHE CEepeoBUINE, SKUM BKIIOYAE
(G13MYHMIA pyIIIN, T1APOJMHAMIUYHY MOJENb (KOMIOHEHT Buoyancy), MexaHi3MH KOJI31H,
MOTOJTHI YMOBH, ITPOBHM piBEHb Ta BCl 00’€KTH Ha HhOMY. Ha 1nboMy piBHI OpMy€eEThCS
00’ €KTUBHUM CTaH CEpeOBHINA, SKUW 3MIHIOETHCS 11T BILTUBOM JiK rpaBii, 11 ta momiit
BCEpeAUHI cuMyisTopa. BuXigHl AaHl IbOro pIBHS 3aCTOCOBYIOTHCS ISl CEHCOPHHX
CUCTEM CHPHUUHSATTS Ta MOAAIBIIOTO MPUAHATTS PIIIICHb.

Hactynuum € piBeHb ceHcopiB, Ha sikomy wmoxyiai Al Perception orpumye
iH(dopMariito mpo moii Ta craH 00’€KTiB y cepenoBuii. OTpuMaHi CEHCOPHI CHUTHAIHU
NepenaThesl 0 MIACUCTEMH OOpOOJIEHHST CEHCOPHUX TMOJIN, M€ NaHi (IIbTPYIOThCS,
KJIaCU(IKYIOTbCS Ta arperyroThecs. Y pe3ylbTaTi (GOpMYEThCS CTPYKTYpPOBAaHUW TMOTIK
CIIOCTEPEKEHb, KU Bi0Opakae BaXKIIUBI JJIsl ar€HTa 3MIHU B OTOYEHHI.

BincopToBaHi Ta CTPYKTypOBaHI CEHCOPHI JaHl MEePEXOasTh 10 PiBHSA KOHTEKCTY Ta
nam’ati, ae po3mimieHo Blackboard Tta moxens BHyTpimHbOrO ctany areHta. Blackboard
BUKOHYE POJIb IEHTPATI30BAHOTO CXOBHUINA KOHTEKCTHUX 3MIHHHX, CEPEll SIKUX — I[iIb,
pIBEHb 3arpo3u, OCTAaHHE BiJIOME MiClie-pO3TalllyBaHHs, CTaH 3I0POB’S IOHITA, Tolo. Ha
IIbOMY PiBHI BiI0YBA€ThCS y3TOMKEHICTh MK pi3HuMU KommoHeHTamu 111, 3aBasku qomy,
KOYKEH MOJIYJIb MOX€ BUKOPHUCTOBYBATH CIIJIbHY 1H(OpMaILit0 6e3 KOPCTKUX 3aJIeKHOCTEH.

OaHUM 13 HaBAXKJIMBILIKUX €JIEMEHTIB CUCTEMHU € PIBEHb NMPUUHATTA PillIEHb, STKUM
mictuth StateTree, Behaviour Trees ta Utility/Decision Models. StateTree BuzHauae
BHUCOKOPIBHEBI cTaHH, ToAl sik Behaviour Trees peaini3yroTh TaKTUYHI CLIEHApii y Mexkax
aKTUBHOTO cTaHy IoHiTa. Momynp Utility Ta cucTeMu OIIHKHM KOPHUCHOCTI HAJaKOTh

YHCIIOBY OIIIHKY MOXJIMBUM [isSIM areHra, uio 3abesmneuye aganTUBHHUM BUOIp cTparerii
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3aJIEKHO BiJ cuTyarllii. Bei pileHHs MpuiiMarThCs Ha OCHOBI KOHTEKCTY, OTPHUMAHOTO 3
MONEePETHHOTO PIBHS.

Jns ¢GopmyBaHHA pilIeHb IIOAO MEPEMIIIEHHS y MTPOCTOPI BUKOPHUCTOBYETHCS
piBEHb HaBiraiii Ta mpocTopoBoro a"amizy. Environment Query System 3iliCHIOE MOITYK
ONTHUMAIBHUX TOYOK I TIEPECHiayBaHHA, mepexomay ado ykputtsa. NavMesh ctBoproe
MapuipyTd 3 YypaxyBaHHSIM CTPYKTypu cepenoBumia. L[i 1HCTpyMEHTH HaJaroTh
MOJIUBICTh areHTaM pearyBaTH Ha CHUTyallll0 He JIMIIE JOri4yHO, a ¥ ONTHUMAaJIbHO
BIJIHOCHO HPOCTOPY.

BukoHnanHs oOpaHuX pillleHb peajidye piBeHb BUKOHAHHS [id. Y HBOMY
3HAXOJATHCA MOMAYJl PyXy, MaHEBpPYBaHHS, YXWJICHHS, BIJKPUTTS BOTHIO, aKTHBAIlls
CUTHAJy TPUBOTH Ta KOOPAWHAIL 3 IHIIUMHU FOHITaMU. BC1 3MiHU B MOJIOXKEHH1, IIBUIKOCTI
Ta 00MOBUX JisIX TOBEPTAIOTHCS Y CUMYJISILIIHE CEPEIOBUIIE Ta BIUIMBAIOTH HA MOJAJIbIIIE
(YHKIIOHYBaHHS CUCTEMHU.

[Ticns peamizamii aid ix pe3ynbTaTd (IKCYIOTbCS Ha PIBHI MOHITOPUHTY Ta
JOTYBaHHS, Ji¢ (OPMYETHhCS TeIIEMETpUYHA 1H(OpPMAIlis, CTaTUCTUKA TOYHOCTI,
€(eKTUBHOCTI, IIBUAKOCTI peakuii Ta 1HmI MeTpuku. LI maHi  BooxambmioMmy
BUKOPHUCTOBYIOTHCSI Y MOYJII aJlanTariii.

PiBenp apmanramii Ta aHamizy €(EKTHUBHOCTI 3IMCHIOE HaJaIlITyBaHHA (DyHKIIIHA
KOPUCHOCTI, BarOBUX MapameTpiB, MOPOTOBUX 3Ha4eHb Ta 1abioHiB moBeminku LI Ha
OCHOBI JIaHMX, OTPUMAHUX Yy TOTNEPETHHOMY piBHI. Y pe3ynbTaTi cUCTeMa JUHAMIYHO
3MIHIOE TOBEAIHKY, MIABUIIYIOYM Hemepen0adyBaHICTh 1 PEaNiCTUYHICTh i BOPOXKHUX
arcHTIB.

Ha puc. 2.2 HaBeneHo miarpamy, sika ONUCYE, SIKUM YWHOM JaHI TEPEMIIIyIOThCS
Mk Momyisimu LT B pexxumi peasibHOTO Yacy.

VY BepxHiil 4acTHHI JiarpaMu TMPEACTABICHO 30BHIINIHI CyTHOCTI: OMepaTop, SKH
3a/la€ mapaMmeTpu Micii, ClieHapii, piBeHb CKJIQJHOCTI Ta moyarkoBi HanamryBanHs LI; a
TaKoXX CHUMYJISIIAHE CEepeoBHUIE, M0 € JHKEPEIOM JaHuX MpOo CTaH KapTu, (Gi3udHi
nporecu, 00’ektu Ta moxii. Lli maHi ¢popMyIOTh TOYATKOBY OCHOBY JJII POOOTH MOYJIS

CEHCOPIB.
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Pucynok 2.2 — JliarpaMa MoTOKiB JaHUX aIallTUBHOT CUCTEMH IITYYHOTO THTEJIEKTY
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Monynb ceHCOpiB OTPUMYE JaH1 BiJI CEPEIOBMINA: 30pPOBI, aKyCTHUYHI Ta paJapHi
CUTHAJIM, a TaKOX IOJii, MOB’sA3aHl 3 TMOSBOI UM aKTHBHICTIO Iiied. Ha 1mpomy erari
(dopMyeTbCs BXIIHUN TOTIK CIIOCTEPEkKEHb, SKUM TMEPENAEThCS Y KOHTEKCTHY MaM ATb
Blackboard Ta Mmomynb «O1iHka cuTyalii» s IEPBUHHOI OLIIHKA CUTYallIHUX 3MIH.

Blackboard ciyrye meHTpanbHUM CXOBHILEM KOHTEKCTHUX JaHuX. BiH 306epirae
KJIIOYi, 110 BHU3HAYAIOTh MOTOYHHM CTaH areHTa: OCTaHHE BiOME MicClLle L, PiBEHb
TPUBOTH, CTaH 3/I0POB’sl, OLIIHKUA CIIOCTEPEKEHb Ta 1HII BaxkauBi 3MmiHHI. Blackboard €
mxepenoM 1Hpopmaii 1t MoayniB «IIpoctopoBoro ananizy» ta «lIpHHHATTS pilIeHbY,
3a0€3Ieuy0uH Y3TOKEeHICTh /Il areHTa.

Y Monynmi «OriHKa cHUTyaIii» 371HCHIOETbCS IHTEpIIpEeTallis OTPUMaHUX MOMAIN 1
koHTeKCTY 3 Blackboard. Tyt ¢popMyeThCs OLlIHKAa pU3UKY, TPIOPUTETHICTH LJIEH, CTYIIHb
3arpo3u Ta IHIII mapaMeTpH, 10 BU3HauYaroTh xapakrep noBeainku III. Pesynbrar nporo
eTary HaJAXOAUTh Y MOIYJb IPUHHSATTS PIlICHb.

«IIpuiinarTa peurinp» noeanye podoty StateTree, Behaviour Trees, Utility-moneneit
1 nepeB pimeHb. Ha 1ibomy piBHI areHT oOupae CTpareriio MOBEMIHKHU: MaTPYTFOBAHHS,
MepeCiyBaHHs, aTaKy, YXWICHHsS, BUKJIMK MIJKPIIUIEHHS 4M BIACTYM. {7 yTOYHEHHs
Micis aii Moayias Hajacuiae 3anutd 10 EQS Tta NavMesh, siki 009HCIIOIOTh ONTUMAIIBHI
TOYKH [IPOCTOPOBOI HABITALIIl Ta MAPLIPYTH PYXY.

Monyne «BukoHanHs 1iif» pealizye oOpaHy MOBEAIHKY y (I3UYHOMY CEpPEIOBHIIIL:
PYX, HalpBJICHHS, 3aCTOCYBaHHS 30p0i, B3aEMOJIII0 3 IHIIUMH IOHITaMH. Pesynpratu mii,
BKJIFOYHO 3 BIIYYHICTIO, YaCOM peakilii, yCHIIIHICTIO a00 MPOBaJIOM MAaHEBPY, (PIKCYIOThCS
y Moayi «Jloru Ta MeTpuKn.

VY «Jloru Ta MeTpuku» 30€pIracThCs CTATUCTUKA €(PEKTUBHOCTI, KA MEPEAAETHCS Y
MOayJb anantamii. «Momayiab ajanTaiii» aHali3y€ HaKOMUYEHI METPUKH, 1CTOPIIo
KOHTEKCTY Ta 0Opani ctaHu ¥ fii. Ha ocCHOBI muX JaHWX BIH OHOBJIOE MapaMeTpu
MOBEAIHKU: BaroBi KO€(IIEHTH Y (YHKIISX KOPUCHOCTI, MOPOTOBl 3HAUECHHS MEPEXOIIB,
PiBHI YYTJIMBOCTI CEHCOPIB Ta 1a0ioHU noBeAiHKU. OHOBIEHa 1H(QOpMaIlis TOBEPTAETHCS
B Blackboard Tta mMomynp mpudHATTS pilieHb, 3a0€3MeUyr0Yd aJanTHBHICTh MOBEAIHKH
BOPOXKHX IOHITIB.

Ha puc. 2.3 npogeMOHCTpOBaHO apXITEKTypy CTaHIB BOPOXKOTO IOHITA.
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PucyHnok 2.3 — JliarpaMa cTaHiB BOPOXKOTO IOHITa

Hiarpama cTaHiB BOPOXKOTO IOHITa (hopMaiizye JIOTIKY MEPEXONiB MK PI3HUMH
MOBEJIIHKOBUMHU PEXKUMaMU, SIKI aKTHUBYIOTBCS 3aJIe’KHO BIJI CEHCOPHUX CIOCTEPEKEHbD,
BHYTPIIIHBOTO CTaHy areHTa Ta KOHTEKCTHMX NapaMeTpiB, 3a(iKCOBaHUX y CHCTEMI

Blackboard. 1le no3Bosisie BUBHAUUTU CTPYKTYPOBaHUH, YITKO (DOpMai3oBaHUHN MiaXid 10
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MOJICJIFOBaHHSI TIOBEAIHKOBUX CIIEHApIiB, SIK1 3a0€3MeUyI0Th aJalTUBHICTh 1 pEaJiCTUUHICTh
Ji{ IPOTUBHHUKA.

[TouarkoBum ctanoM € «Idle» a6o «Crokiit», y SIKOMy areHT OYiKy€ MOYaTKy Micii
abo akTuBallii NarpyapHOi MoOBemiHKU. [licis HaaXOMKEeHHS KOMaHAM MpO TMOYATOK
CUMYJISII] Ta BCTAHOBJICHHA PiBHS 3arpo3u «0» cuctema nepexoauTs y craH «Patrol» abo
«[TarpymoBanHs», MO € 0a30BUM PEKUMOM TNATPYJIIOBAHHS TEPUTOPIi Ta BUSBICHHS
NOTEHIIMHUX 3arpo3. Y 1bOMY CTaHl areHT 3IHCHIOE PEryisipHI MepeMilIeHHS
MapIIpyTOM 1 BUKOPUCTOBY€E CEHCOPHI CUCTEMH JIJIsl aHAJI3y MPOCTOPY HABKOJIO cede.

3a HasIBHOCTI MiI03PIJIUX CEHCOPHUX CUTHAIB, TAKUX AK IIYyM, 30pDOBUI KOHTAKT YU
IHIIUI TpUrep, IOHIT MEepeXoauTh M0 cTaHy «CHocTepeKeHHs», y SIKOMY BIH TEpeBipsie
pKepeno noaii. ko iHpopMalis He MIATBEPIKYEThCS a0 CIUIMBAE TallMep MEPEBIPKH,
areHt nosepTaeThes y craH «llarpymoBanus». HaromicTh, SKIO IUIb MOTpAIUI€ y TOJe
30py abo0 pIBEHb 3arpo3u MEpeBUIIy€e TMEBHUN MOPIr, BiAOYyBa€ThCA MEPEXiJl 0 CTaHy
«ITepecniayBaHHs», IO BIAMOBIIa€ aKTUBHIN (a3l mepeciaigyBaHHS.

[ToBeninka y crani Engage Moke po3BHMBAaTHCS 3a KUTbKOMAa CIIEHAPISIMU 3aJIEKHO
BIJl CUTyalli. Y pa3i OTpUMaHHS YypaXeHHs a00 CyTTEBOTO 3HMKEHHS PIBHS 370pOB’S
areHT TMEepeXOIUTh Yy CTaH «YXWICHHS/MEpeXiJ, B YKPUTTSI», JI€ BUKOHYE MaHEBpPHU
YXWJICHHS YU HaMaraeThCs 3MCHIIUTHA PU3UK MEPEHIIOBIIH 32 YKpUTTs. [Ipu momimmenHi
o0cTaBMH a00 BIAHOBJIEHHI KOHTPOJIIO CHUTYyalli IOHIT MOXE TIOBEPHYTHCS Yy CTaH
«IlepecnimyBanus». Takox, SKIIO IJIb MAaHEBpYE ab0 TMEPEBHUIYE MOMXIMBOCTI areHTa,
MOXJUBUNA Tiepexii A0 crany «llorpeba y miAKpiIUIeHHD», A€ NPOTHUBHUK BHUKIUKAE
MIIKPIMJIEHHsT a00 KoopauHye nii 3 iHmmMu onuuHuisiMu. [licns ycmimHoi B3aemoii Ta
MpUOYTTS MAKPITUICHHS areHT TOBEPTAETHCA 110 cTaHy «llepecimimyBanHsmy.

Skmo mig yac mepeciiayBaHHS IIJIb 3HUKAE 3 TOJS 30pY, ajieé areHT Ma€ OCTaHHE
BIJIOME MiCIIe-3HaXOKCHHSI, BiJI0yBa€ThCsl TOBEpPHEHHS y cTaH «CHOCTEpeKEHHS», e
IOHIT HaMara€ThCs BIIHOBUTH KOHTAKT 3 IULIIO. SKIIO IUIb BTpadeHa OCTaTOYHO ado
PU3UK HAIMIPHO BUCOKHM, IOHIT MEPEXOIUTh y cTaH «BTeuay, 110 BIAMOBITAE BIACTYMY,
MOIIYKY YKPUTTA abo mneperpymyBaHHs. [licnsi BITHOBIEHHS pecypciB UM 3HUKCHHS
pU3HUKY B110yBa€ThCs MOBTOPHUN mepexin y craH «llarpymtoBanHs», abo XK — y pasi

3aBepUICHHS Micii — y moyaTkoBuil cTaH «CIOKii.
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VY pa3i 3HUIIEHHS 1111 @00 MOBHOTO BUKOHAHHS OOWOBOTIO 3aBAaHHS CHUCTEMa
noBepTaeThbes y ctaH «CrokKiii», M0 € 3aBepIICHHSIM [TUKITY MOBEIIHKH IOHITA.

Ha puc. 2.4 300pakeH0 miarpamMy KOMIIOHEHTIB aJaNTHBHOI CHCTEMH IITYYHOTO
IHTEJIEKTY, sIKa JEMOHCTPYE CTPYKTYpy BHcokopiBHeBux MoayiniB LI, ix ¢yHkuioHansHe
NpU3HAYEHHS Ta B3aEMOAII0 MDK HuUMHU. lle M03Boisie 4ITKO BiOOpA3UTH JIOTIUHY
OpraHizaimi0 CHCTEeMH Ta 1ii 3IaTHICTh JO MOIYJIHHOTO PO3IIUPEHHS, axamnTaiii ¥

MaciTabyBaHHS B yMOBaX CKJIATHOT CUMYJISIIII.

= —
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Pucynok 2.4 — Jliarpama komnoHeHTiB agantuBHOi cuctemu 1111

VY BepxHIM YacTWHI JlarpaMu PO3MIIIEHO PIBEHb CEHCOpPIB, IO BIAMOBIAaE 3a
o0pobnenHst BuximHux maHux cepenosuina. Kommonent Al Perception ¢ikcye ceHcopHi
CUTHAJM — Bi3yaslbHi, aKyCTWUYHi, paJapHi Ta MOIIEBI TPUTepH, — SIKI MEPEAAIOTHCA 10
Sensor Processor. OctanHiil 3AiiiCHIOE (IBTpAIlil0 Ta arperyBaHHs HIYMHUX CEHCOPHHX
moJtiiA, (hopMyrOUr BIOPSAKOBAHUMN MOTIK JAHUX JJIS MTOAANBITUX MOAYmiB. Ha oMy piBHI
I orpumye Bcro iH(pOpMaIlito PO aKTyadbHUN CTaH 30BHINIHBOTO CEPEOBHINA Ta il

IpaBIlsl.
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O6poOneH1 AaHl HAIXOASATh JO PIBHS KOHTEKCTY Ta MaM’siTi, SKUW MICTUTh JBa
xomroHeHTH — Blackboard ta Internal State Model. Blackboard cnyrye nentpanbHuM
CXOBHIIIEM KOHTEKCTHHX KJIFOUIB, TAKUX SIK OCTAHHE MICIIC 1111, TOTOYHUHN PiBEHB 3arpo3H,
napaMeTpu CTaHy areHTa Ta iHIIa TaKTUYHO 3Hadyina iHdopmaid. Internal State Model
BHU3HAUa€ BHYTPIIIHIA CTaH IOHITA (3I0pOB’s, Oo€3amac, pekiuM TOTOBHOCTI) Ta Y3TOKYE
KOHTEKCTH1 3MiHHI 3 ¢akTuyHuM ctanoMm 1. Ileit piBeHs 3abe3neuye HITICHICTh TaHUX Ta
3B’S130K MDXK PI3HUMHU YaCTHHAMH apXITEKTYpPH.

[0710BHMM MOAYJEM CHUCTEMHU € PIBEHb HNPUUHATTS pIIEHb, SIKUA CKIATAETHCS 3
xomroHeHTIB StateTree, Behaviour Trees Ta Decision & Utility Model.

e StateTree BM3Ha4Yae BUCOKOPIBHEBHI PEXHUM IMOBEAIHKUA areHTa (MarpyiIrOBaHHS,
MepeciiilyBaHHs, aTaka, MOIIyK TOIIIO);

e Behaviour Trees peani3yloTh TaKTHYHY JIOTIKY B MeEXaxX aKTUBHOIO PEXKHUMY,
BUKOHYIOUH MOCIZIOBHOCTI 1 Ta IEPEBIPSIOYN YMOBHU CEPEIOBHUIIIA;

e Decision & Utility Model BukopucToByeThCS i oOO4MCIEHHS (YHKIIN
KOPHUCHOCTI Ta BHOOPY ONTHUMAJIbHOI JIi 3aJIeXKHO BiJ TOTOYHOI 3arpo3u, PU3HUKY Ta
KOHTEKCTY.

Jnst npuiHATTS pilleHb IIOAO IMPOCTOPY 3aCTOCOBYETHCA PpIBEHb HaBiramii Ta
npocTopoBoro anamizy, npeacrasiennii EQS ta NavMesh/Pathfinding. Komnonent EQS
OOYHCITIOE ONITUMAJIbHI TOYKH JUIsl aTaku, YKPUTTS a0o mepeciiayBanHs, Tol sk NavMesh
3a0e3mnedye moOyI0By MapuIpyTy 3 ypaxyBaHHSIM CTPYKTypu cepenoBuiia. L{i kommoneHTH
Hagatote Il MOXIMBICTH Opi€HTYBaTUCA Yy TIPOCTOpi Ta €(EeKTHBHO IIJIaHYBaTU
MepeMIIICHHSI.

Peanizartiisi oOpanux pilieHb BiJI0OYBa€ThCA Ha PIBHI BUKOHAHHS 1M, SKUW BKIIIOYAE
Movement Controller, Combat System Tta Coordination Module. Movement Controller
BIJIMOBIJIA€ 3a KEPYBAaHHS pPyXoM, 3MIHOIO Kypcy Ta mBuakicTio. Combat System
3abe3mneuye 3acTOCyBaHHS 30poi, IHIIIIOBaHHS arak 1 peakiio Ha OOHOBI Momii.
Coordination Module Haae MOKJIMBICTB FOHITAM B3a€EMOIISITH Mi’K cO0010, OOMIHIOBAaTHCH
JaHUMHM Ta BUKJIMKAaTH TMIAKpIIUIeHHS. Bceil BUKOHaAHI Jii  BIUIMBAIOTh Ha CTaH
CUMYJSIIIIAHOTO  cepenoBrima Ta (GOPMYIOTh pE3yJbTaTH, IO PEECTPYIOThCS Ha

HACTYyITHOMY PiBHI.
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KoHTposib TpOayKTUBHOCTI CHUCTEMM B1IOYBAa€ThCA 4Yepe3 pIBEHb ajanTalii Ta
aHanizy eQpeKTHMBHOCTI, sSkuil ckiamaerbess 3 Metrics Collector Ta Adaptation Engine.
Metrics Collector 30upae indopmartito mpo pe3yIbTaTé BUKOHAHUX JIii: TOUYHICTh aTak, 4yac
peaxkiiii, epexTuBHICTh MaHeBpiB Tomio. Adaptation Engine ananizye METpUKH ¥ OHOBIIIOE
Baru, MOPOTHU Ta 1HIII MOBEJAIHKOBI MapaMeTpH, 3a0e3Meuyioun aJanTUBHE HaJalllTyBaHHS
I 3anexHO0 B YCHIMIHOCTI OTO PillIeHb.

Hapernti, miacucTeMa MOHITOPUHTY Ta JIOTYBaHHS 3a0e3ledye 3aluc TelaeMeTpii,
30epeKeHHs A1arHOCTUYHUX JaHuX. BoHa Hagae miHHY iHGOpMaLio Uil aHami3y Micli

OIIcpaTropom 1 MOXKe 6YTH BHKOPpHCTAaHa JJIA ITOAAJIBIIOTO BAOCKOHAJICHHA MOI[GJ'IGﬁ IIII.

2.3. AnropuTMiuHe 3a0e3MeUeHHs afanTarii

ApnanTanis peani3oBaHa Ha KUIbKOX piBHsX. llepmuii piBeHb — anroputMivyHa
KOPEKIIisl TaKTUYHOI MOBeAiHKU. [Ipy KOKHOMY ITMKJII OHOBJIEHHS CTaHy IrpOBOTO CBITY
aJTOPUTM OILIHIOE BIAHOIICHHS MK TOTOYHUM CTaHOM areHTa S, IHTEHCUBHICTIO 3arpo3 /,
Ta KOHTEKCTHHMHU mapaMmerpamu cepemosuimia C, dynkiis pouiasHocTi aiit u(a;, Si, Cr)
BU3HAUa€, sIKI 3 JIOCTYMHHUX CTpaTerii MarTh ONTUMAIbHUN OalaHC MK PU3HKOM Ta
OnepaTUBHUM €(EeKTOM. SKIO MPOTArOM MEBHOIO MEPIOy CIOCTEPITaeThCsl CTAOLIbHE
najiHHS Pe3ybTaTUBHOCTI OOpaHuX Aiil (HampUKIaa, KUIBKICTh YCIIIIHUX aTakK, TOYHICTh
MEpPEXOIUICHHS, CEpellHIM Yac peakilii), ajJlropuT™M aBTOMAaTH4YHO KOPUTY€E Barosl
koe(iieHTH y (QYHKIISIX KOPUCHOCTI, BiJJalodd TepeBary ajibTepPHATUBHUM THUIIAM
MTOBEIIHKH.

Jpyruii piBeHb — KOHTEKCTHO-aJJalITUBHI MEPEXOAM CTaHIB, IO PEaNli3yIOThCs Yepes
nmoBeiHKOBy MamuHy cTtaHiB (StateTree) Ta moBeminkoBi aepeBa (Behaviour Trees). ¥V
3aMpOTIOHOBaHIM MOJIEI KOJKEH CTaH Ma€ acoIliiOBaHMA HAa0Ip TPUTEPiB IEPEXOMY, K1 HE €
CYBOpPO JIOTIYHMMH YMOBaMH, a 3BaXXyIOThCS 3aJIC)KHO BiJI arperoBaHUX METPHK.
Hampuknan, mepexin Bim crany Engage no crany Evade BinOyBaeTrhcs He nuie mpu
3MCHIIICHHI PIiBHS 3I0POB’Sl areHTa HI)KYE IEBHOTO TIOPOTY, aje W y BHITQJKY, KOJIH
CepeNmHii PHU3UK CHUTYyallli p, MEPEBUILYE KPUTUUHY MEXKY pcr. 1AKUH TMIAXIA JO3BOJISE
YHUKATU KOPCTKUX JUCKPETHUX MEPEKITIOUYEHb MK MIA0JIOHHUMHU TaKTHKaMu Ta (Gopmye

O1IbII peayiCTUYHY MOBEIIHKY areHTIB.
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Tperiii piBeHb — JOBrO-CTPOKOBa ajamnTallisi, 1o 0a3yeTbCsl HA aKyMYJIbOBAaHUX
pe3yabTaraXx BUKOHAHUX pilleHb. Y Tpolect CUMYIALIl MOAYNb 300py METpUK (iKcye
napaMeTpu BHUKOHAHHS 1M, BKIIOUAIOYM Yac peaKilii, piBeHb JOCATHEHHs i, BTPaTH
areHTiB Ta NPOXO/KEHHS MapupyTy. OTpuMaHi JaHl BUKOPUCTOBYIOTHCS MOJYyJIEM
Adaptation Engine myist nepeOy10Bu BaroBuX Koe(illi€eHTIB Yy MOJEISAX MPUHHATTS PIllICHb.
AJTopuTM afanTailii 3aCTOCOBY€E OHOBIICHHS 3@ MPUHIIUIIOM CTOXaCTUYHOTO IPAIEHTHOTO
3MEHIIICHHS:

wi,t+1:wi,t+77(P(ai) - U(ai,St)) (2.15)
1€ w;; — BaroBUM Koe(IieHT il a;;
P(a;) — emnipuuHa epeKTUBHICTS Jii;
U(a;S,) — mporHo3oBaHa KOPUCHICTh BIAMOBIAHO JI0 TOTOYHOTO CTaHY;
# — KOe(p1LI€EHT HABYAHHS.

3a Takoro miAXoAy cucTteMa 30epira€e KOHCEpBATHUBHICTh NPU OAMHUYHUX
aHOMaJbHUX TMOAISX, aje€ HaKONWYYBAJbHO pearye Ha TEHACHLIWHI BIIXUICHHS
e(EeKTUBHOCTI.

UeTrBepTuii piBeHb ajanTailii TOB’S3aHUM 13 MPOCTOPOBUMHU  PIIIEHHSIMH.
Komnonent Environment Query System (EQS) Ta NavMesh-muianep hpopmMyroTb MHOKUHY
KaHAUJIATHUX TO3UIIIN a00 TpaekTopit {x;,X,...,X,}, KOXKHA 3 SIKUX OIIHIOETHCA (DYHKIIIEIO
IPOCTOPOBOTO PU3UKY:

R(x;)=a - Visibility(x;)+p - DistanceToTarget(x;)+y - Threat(x;) (2.16)
7€ TapameTpH o,f,y aJanTHBHO KOPUTYIOTHCS 3aJIEKHO BiJI MOBEIIHKH omeparopa. Y
BUIIAJIKY SIKIIO TICJIS KUTBKOX ITeparliii BUOpaHi TOYKH CHUCTEMAaTHYHO MTPUBOJIATH JI0 BTPAT,
KO€(ILIEHT BUAMUMOCTI Ta PU3MKY 30UIBIIYETHCSA, TUM CaMUM 3MINIYIOYM MOIIYK y OiK
O11b11 O€3MEeYHUX 30H.

[I’siTuit piBeHb — KOoOIlepaTHUBHA afanTarlisi, ika 3aCTOCOBYEThCS O IPYyIU areHTIB.
3a I0MOMOTOI0 KOOPAMHALIMHOTO MOAYJS IOHITH OOMIHIOIOTBCSA CIIOCTEPEKEHHSIMH Ta
YaCTKOBO CHMHXPOHI3YIOTh CBOi IIUTl. B Takumx yMoBax ajanTailisi MOIIMPIOETHCS HE Ha
OKpemi pillleHHs, a Ha KOMaHJHI mnarepHu. Hampukian, sKoo arakyBajibHa TIpyna
CUCTEMAaTU4YHO HE CIPABISETHCS 3 JPOHOM OIEparopa, MOJENb 3HUKYE arpeCHBHICTD

nepeciiTyBaHHs Ta aKTUBY€E TAaKTHKY MIATPUMKHU, B SIKi OAWMH areHT BiJIBOJIKA€E IUJIb, a
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1HIIIl KOHIIEHTPYIOThCS Ha OJIOKYBaHHI MapHipyTy eBakyallii. Takuil MexaHi3M CyTTEBO
M1JBHIIYE IIJTIICHICTh CUMYJIALIT Ta MOJICIIIOE peasIbHY BIHCHKOBY JIOTIKY JIH.

OcTanHHii piBeHb ajamnTallii — 30BHIIIHIN, IO 3aJIeXUTh BiJ MapaMmeTpiB Micii.
Omneparop Mo)ke 3MIHIOBAaTH PEXUM CKJIAJHOCTI a00 1HIIIa/Ii3yBaTh HOBY KOH(DIrypailiro
cepenoBHIa. Y I[bOMY BHUIQAKy CHCTEMa aJamnTalii MepeBCTAHOBIIOE MapaMeTpH
arperyBaHHsi CEHCOPHHMX JAaHMUX, pPIBHI CHOPUMHATTA 3arpo3 Ta TOYAaTKOBI BaroBi
Koe(DIIieHTH Mojesied KOPUCHOCTI. TakuM YHWHOM 3a0e3MeuyeThCs Y3TOKCHHS MiK
3MIHOIO CII€HapiiB 1 BHyTpimHIMH MexaHisMamu I 0Ge3 mnorpedbu B pyyHOMY
NEePENPOECKTYBAaHHI CUCTEMHU.

AJroputm OHOBJICHHS KOHTEKCTHOI ~ mam’siTi (Blackboard ~ Update)
BUKOPHUCTOBYEThCS JIA 3a0e3ledeHHsl akTtyanbHOCTi gaHux y Blackboard Ha ocHoBI
iH(dOopMallii BiJ] CEHCOPIB.

Cran Blackboard y MOMeHT yacy BU3HaYa€ThCS:

Mt:(kli (%] (t)), (kz, %) (t)), ey (kn, Un(t)) (216)
OHOBJIEHHS 3HAY€Hb B1JI0YBAETHCSA 3T1IHO 3 QYHKIIIEIO:
v;(t+1)=Update(v;(t), O, At) (2.17)

ne O;— MHO)XMHA CEHCOPHUX CITOCTEPEKEHb Y MOMEHT t;
A~ 4acoBUl IHTEPBAJ M1’K OHOBJICHHSIMU;
Update() — bynkiis oHOBICHHS, crienrdivHa I KOKHOTO KITFoUa.
[lceBnokon MoxHa nodauntu y Jonarky A mig Homepom 1.
AJITOPUTM IIOCITIIOBHO 0OpOOJISIE JIaH1 BiJ CEHCOPIB Ta OHOBIIIOE BIIMOBIIHI KJIHOU1
y Blackboard. fIkmo uine BusiBieHa, cucrema (ikcye i MO3MIII0 Ta Yac OCTAHHBOIO
BUsBIICHHS. Ha OCHOBI IUX JaHUX PO3PAXOBYETHCS PIBEHB 3arpo3u Ta O0MOBOT TOTOBHOCTI.
Cucrema TakoXX BpaxoBY€ IOTO/IHI YMOBH, 1110 BIUIMBAIOTh HA BUAUMICTb Ta HaBIraIlio.
AnropuT™M  ajanTuBHOrO BuOOpy crparerii (Adaptive Strategy Selection)
BUKOPHUCTOBYETHCSI NI BUOOPY ONTHMAJIbHOI CTpaTerii MOBEIIHKM HAa OCHOB1 (PYHKIIIT
KOPUCHOCTI.

J{nst KoXKHOT oCTymHOT i a; € Pi po3paxoByeThCs (PYHKITISI KOPUCHOCTI:

UaySe M=% (w; - £;(a;, 50, M) ) (2.18)
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7ie W; — BaroBl KOe(illieHTH AJi KOXKHOTO (aKTopy;
/; — yHKILIS OLIIHKY QaKTOpYy;
S, — MOTOYHMUI1 CTaH arcHTa;
M, — xonTtekcTHa iHpopmMmaris 3 Blackboard.

OObupaeTbes 11 3 MAKCUMAJIbHOIO KOPUCHICTIO:

a =argmaxU(a;,S;, M;) (2.19)

alePi

[IceBnokon 300paxkenuii y Jlomatky A i1 HOMepoMm 2.

AJNTOPUTM OLIIHIOE KOXHY JOCTYIIHY [0 4yepe3 Halip (pakTopiB: BIEBHEHICTh Yy
BUSBIICHHI 11, pU3UK BUKOHAHHS, BIJCTaHb JI0 METH Ta WMOBIpHICTH ycmixy. Koxken
dakTop Mae BaroBuil Koedili€HT, 10 BU3HAYa€ Horo BaxiuBicTh. CructeMa obupae niro 3
HaWBUIIOIO 3BAKEHOIO0 KOPUCHICTIO.

AJITOpUTM aJIalITUBHOT KOPEKIlli BaroBUX KOE(MIIIEHTIB 3aCTOCOBYETHCS IS
JUHAMIYHOI 3MIHM BaroBUX KOE(]IIIEHTIB HA OCHOBI PE3yJAbTaTUBHOCTI Aiii. OHOBIEHHS
BaroBHUX KO€(IILIE€HTIB BiJOYBAETHCS 3T1HO 3 IPUHIIMIIOM I'PAJIEHTHOTO CITYCKY:

Wi ei1=Wie ) * (P(ay) — U(ay, Sp)) (2.20)
1ie W; — BaroBui koedirieHT 11 hakTopy i;
n — mBUAKICTh HaByaHH# (learning rate);
P(a;) — bakTnuHa pe3yabTaTUBHICTS A1l a;;
U(a;, S;) — ouiKyBaHa KOPUCHICTb JIii.
PesynbratuBHICTh P(a;) BU3HAYAETHCS SIK:
P(a;)=a - Success+f - Ef ficiency — y - Cost (2.21)
ne Success € {0,1} — un gocsATHYTaA METa;
Efficiency € |0,1| — edbexTuBHICTh BUKOHAHHS (Yac/pecypen);
Cost € [0,1] — BuTpaTu pecypcis.

[Tpuknan apmanramii: "Skmo norounHa edexkTuBHICTh £ Hibk4ya 3a mopir 7, Bara
arpecMBHOCTI W; 3MeHIIyeThcs Ha o". IlceBmokoa anroputMy MoOXKHA MHEPErISHYTH Yy
Honatky A mix HoMepom 3.

[let anroput™m peainizye MeXaHi3M HaBYAHHS areéHTa Ha OCHOBI MOro MOMNEpenHIX

nivi. Cuctema aHajli3ye 1CTOPiF0 BUKOHAHUX 3aBIaHb, MOPIBHIOE OYiKyBaHY KOPHCHICTH 3
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(akTUYHOIO PE3YIBTATUBHICTIO Ta KOPUTYE BaroBi KoedilieHTH. SIKIIO TOTOYHA
e(eKTUBHICTh HMYKYA 3a TOPIT , Bara arpeCUBHOCTI 3MEHIIIYEThCS HA , III0 pOOUTH areHTa
O1IIBIIT O0CPEKHHIM.

Anroput™m mnepexogy Mik craHamu (State Transition) BUKOPHUCTOBYETBHCS IS
KEepyBaHHS 3MIHOIO CTaHIB areHTa Ha OCHOBI yMOB cepefoBuina. [lepexin MK cTaHaMH
Omucy€eThes (PyHKITIETO:

T:SXMX®->S (2.22)
ne S — MHO>KMHA MOXKIMBHX CTaHIB;
M — ctan Blackboard;
@ — MHOXXMHA YMOB aKTHBAIlii.

YMoOBa nepexory BU3HAYAETHCS SIK:

di; (Mt):(cl(Mt) A cy(My) A...A Ck(Mt)) (2.23)
1€ cx — OKpeMi OyJieBl yMOBH.

[IceBnokoa anroputMmy 3HaxoaAuThes y Jlogatky A mij1 Homepom 4.

ANTOPUTM TIEPEBIPSiE YMOBH TEPEXOAIB [JIsi MOTOYHOTO CTaHy BIAMOBIAHO [0
npioputery. fK TUIBKM 3HaWJEHO TMEpUIMi Mepexii, yMoBa SKOIO BUKOHYETHCH,
BiJI0yBaeThCs 3MiHa cTaHy. CucTeMa TicTepe3ncy 3arodirae 4acTUM MEePEeKIIOUEHHSIM MIXK
CTaHaMH, 1110 3a0e3neyye OuIbIl CTaOUTbHY MOBEIIHKY.

Anroput™m nipoctopoBoro ananizy (EQS Query Processing) 3acTocoByeThCs TpHU
3HAXO/[KEHH1 ONTUMAJIBHOT TOUYKH y MPOCTOP1 1Jisi BUKOHAHHS nii. OOupaeThbcst Touka X
10 MaKCUMI3YE f(x):

x =argmax f(x) (2.24)

ne (hyHKIISl OI[IHKY BU3HAYAETHCS SIK:
f)=%i(w; - t;(x)) (2.25)
ne {2 — MHOXKHHA JIOCTYITHUX TOYOK (3reHepoBanux Generator);
ti(x) — pe3ynbTar TeCTY JJIsl TOUKH;
W; — BaroBUi KOe(DIIiEHT TECTY i.
[Ipuknan onucy mpoctopy: "OOupaeThcs TOUKa X, M0 MakCUMI3ye GyHKIIO f(x)."

JIns BUNIAIKy aTaKu:
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f)=w,V(x) — wy,V(x)+w3V(x) (2.26)
ne V(x) — BUIMMICTb 1IUJII 3 TOUYKH,
R(x) — pu3uk OyTH BpaKEHUM;
C(x) — 1iHa TUISIXY.

[IceBmokox 3HaXOMUTHCS Y Po3aiii JlogaTky A i1 HOMEpOM 5.

Cucrema EQS renepye Habip NOTEHIIMHUX TOYOK MPOCTOPY, MICIS YOTO
MOCJIITOBHO 3aCTOCOBY€E TECTH IS iX OLIHKU Ta (iabTpariii. KoxkeH TecT NpucBOrOe TOUIIi
OLIIHKY 32 NE€BHHUM KpHUTEpieM (BIJICTaHb, BUJIUMICTh, Oe3neka Tonlo). PiHajabHa OILIHKA
TOYKH OOUYMCIIIOETHCS SK 3BaKEHA CyMa OIHOK yciX TecTiB. OOMpaeThbcsl TOYKa X, IO
MaKCHUMI3y€ (YHKIIIO f(X), sika BpaxoBye BUIUMICTD 1T V(X), puszuk R(X) Ta miHy HUIsxy
C(x).

AJITOpUTM KOOpAMHAI TPYMOBHUX il 3aCTOCOBYETBCS Il CHHXPOHIZAIli miit
nekinbkox areHTiB uepes Blackboard. Cninsna Blackboard mictuth criiibH1 JaHi:

Mglobal:Mlocal,l U Mlocal,z uU...u Mlocal,n (2'27)

KoopaunartiitHe pinieHHs IPUHMAETHCS HA OCHOBI:

Dyroup=Aggregate({D;, Dy,...Dp}, Myiopar) (2.28)
ne D; — 1HauBiiyaabHI PIIEHHS areHTIB.

IIceBnokoa MoxkHa rodauntu y J{omarky A g HoMepom 6.

AJITOpUTM KOOpAMHYE il rpynu areHTiB uepe3 cnuibHy Blackboard. Koxen arent
OHOBJIIOE TJI00ANIbHY 1H(OPMAIIII0O CBOIMHU CIIOCTepeKeHHSIMHU. Ha OCHOBI arperoBaHux
JAHUX CHUCTEMa aHalli3ye 3arpo3y, PO3MOJUISE pOJl MK areHTaMu Ta MpU3Hadae
BIJIMOBIHI Ail, 110 3a0e3Iedye y3roiKeHy IpyIloBYy MOBEAIHKY 0e3 MpsAMOi KOMYyHIKaIlii
MIDXK ar€HTaMH.

VYci onmcaHi anropuTMHU TpaiooTh y kil oHoBieHHs LI, TlceBmokom moBHOToO
nukiy LI moxna 3HaiiTn y Jlonatky A mig HomepoMm 7.

[ToBumit nukn ¢ynkuionyBanns I xapakTepu3yeTbCsi KOMILUIEKCHOIO B3a€EMOIIEIO
KJIIOYOBUX BiacTuBocTer. Cuctema 3a0e3leuye pEeakTUBHICTh, IO MPOSBISETHCA Y
3MAaTHOCTI OMNEpaTHBHO pearyBaTH Ha 3MIHM 3aBISKH BUKOPHUCTAHHIO MEXaHI3MY
Blackboard. Bona BomHOYac neMOHCTpy€E aJanTHUBHICTh, KOPUTYIOUM BJIACHY MOBEIAIHKY

yepe3 MPOIECH HABYAHHS Ta HAKOMUYEHHs JocBiny. LlinecnpsiMmoBaHICTh peanizyeThCsl y
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BUOOpI ONTUMAIBHUX i HAa OCHOBI (PYHKIIM KOPUCHOCTI, IO JIO3BOJIAE JOCSTaTH
MOCTaBJICHUX IIIJIed HaWOLIbll e(EeKTUBHHM MIIAXOM. IIpocTopoBa i1HTENEKTyaabHICTh
BHUPAXA€ETHCS y 3AATHOCTI 3HAXOIUTH ONTUMANIbHI MO3HIIIi 3a goromoroio cuctemu EQS, a
KOOpAWHALllsl 3a0e3ledye Y3roKEeHICTh TPYNOBUX i, (HOpMyHOYHM IIJIICHY MOICIb

KOJICKTUBHOIL HOBCI[iHKI/I.

2.4. Metoau nocmikeHHs epeKTUBHOCTI aganTuBHOi cuctemu LI

Yac peaxiuii BUBHAYAETHCS SIK TPUBAJIICTh, 110 CIUIMBAE 3 MOMEHTY, KOJIU IpaBellb
MOTpPAIUIsiE Y 30HY CEHCOPHOTO CIPUUHSTTS BOPOKOTO IOHITA (30HA BUAMMOCTI 200 CIIyXY),
710 MOMEHTY, KOJIM areHT pO3MOYMHA€E aKTUBHI 11 (aTaka, MaHEBp, MONEPEKEHHS TPYIIH).

dopmanbHO Yac peakilii MOKHA MIPEICTAaBUTH Y BUIVISA1 PIBHSHHA:

Treact=taction — tdetection (2.29)
1€ tgetection — 4ACOBA MITKA, IKa aKTUBYETHCS KOJIU TpaBellb MOTPAILISE Y 30HY BUIAUMOCTI;
faction— 4ACOBA MITKA, SIKa aKTHUBYETHCS KOJIM BOPOXKHI IOHIT pO3MOYMHAE AKTUBHI1 Aii.

OuikyeThCsl, 10 aJanTHBHA CHCTEMa MOKa3yBaTUME KOPOTIIMHM Yac peakuii Juis
INOBTOPHUX arak 3 TOro caMoro HampsMmKy. Lle neMoHcTpye ajmanTariiro 10 CTparerii
IpaBIl.

TpuBainicTh BIXKMBAHHS — II€ 4ac BiJ] MOYaTKy OO0 10 MOMEHTY, KOJH BOPOXKHIA
IOHIT MoOke OyTu 3HuuleHuM. Lleil mokasHuk BigoOpaxkae 3arajbHy 3HaTHICTh areHTa

MPOTUCTOSITH TpaBLt0. BuzHauaeTbest popMaibHUN BUJ TPUBAIOCTI BUXKUBAHHS:

Tsurvival:tdestruction - tcombatstart (2-30)
1€ teombat start — YAC TOYATKY AKTUBHOTO 0OI0;
Ldestruction — 9AC 3HUIIICHHS BOPOXKOTO FOHITA.

OuikyBaHUH pe3y/ibTaT: aJalTHBHA CHCTEMa IOBHHHA MPOJAESMOHCTPYBATH OLIBITY
TPUBATICTh BIDKUBAHHS TIOPIBHSHO 3 0a30BOI0 (3aCKPUIITOBAHOIO) CHUCTEMOIO 3a
onHakoBux yMmoB. lle nemonctpye Bminns I anamizyBaTu pu3uku Ta npuiiMaTu pillieHHs
B KPUTUYHUX YMOBaX

ToyHICTh CTP1IHOM BUMIPIOETHCS SIK BIACOTOK YCHIIIHUX BUCTPLUIIB BiJ 3arajbHOI

KUIBKOCT1 BUITYIIIEHUX CHAPS/IIB:
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Agccuracy™ AI,Vhits -100% (2.31)

shots

OuiKyeThCs, 10 aJlanTUBHA CHCTEMa MOBHMHHA MPOSBUTH BUILY TOYHICTh BUCTPLIIB
YHACIIJJOK ONTHUMI3allii Mo3ullii Ta CHHXPOHI3alii BOTHIO. Lle TOMOMOXITH MOKpAIIUTH
e(EeKTUBHICTh BUKOHAHHS aTaKH, 3MEHIIYIOYH KUIbKICTh BUKOPUCTAHUX OOEMPUITIACIB

3aBraHa IIKOJia BU3HAUAETHCS SIK CyMapHa KUIBKICTh IIKOJM, HAHECEHA TPaBIIIO:

Ddealt: Z:lzl Damage (l) (2-32)
ne Damage(i) — mikofa, HaHECEHA i-M BUCTPILJIOM, SIKUW TIOTPAIUB Y I[1JTb.

OuikyBaHUM pe3ysIbTaT: 3a OAHAKOBOI TPUBAJIOCTI OO0 aJlaliTUBHA CUCTEMa ITOBUHHA
HAHOCHUTH OUIbIIE IIKOAW 3aBISKH Kpallllii KoOpAWHAIi Ta mo3uiitoBaHHio. Ile 3Ha4HO
ONTHUMI3Y€ MPOIEC KOOPAUHAIIIT MK FOHITAMHU.

Koedimient amanTarii BUMIpoe 3MiHy MOBEAIHKMA areHTa y BIAMOBIAb Ha MOBTOPHI

aTaku TpaBIIs:

ATreactXAPposition X4V weight
K, = 2 Ll (2.33)

daptation AT ppservation

1€ AT eqc:— 3M1HA HACy pEAKIIl HA TOBTOPHUX aTaKax;
AP osition — 3MIHA BUOOPY MO3ULIIT;
AW eights — 3M1HA BaroBUX KO€(Ili€HTIB y (yHKIIT LIIHHOCTI;
AT ppservation — IEPIOJ CIIOCTEPEKEHHS (HATPUKJIIAJ, 3 TTOBTOPHI aTaKM).
AnantuBHa cuctema, y Kol Kadapration > 1, JEMOHCTPYE 3HAYHY 3MIHY MOBEIIHKH,
10 CBIIYUTH PO (QYHKIIOHYBAaHHS MEXaHI3MYy aJlarnTariii.

BapiaTuBHICTb J11id BUMIPIOETHCS SIK pO3MAITICTh OOpAaHUX CTPATEriil NPOTITOM IPU:

Entropy(m)
Vactions=1 - W (2-34)

ne Entropy(r) — eHTpoIist po3noiay o0paHux Ail;
[I1| — KIIBKICTD JOMYCTUMMX 1.
3Ha4eHHS Vcrions, OMu3bKe 70 0, yKa3ye Ha HemependadyyBaHy MOBEIIHKY; 3HAYCHHS,
onmu3bke 10 1, ykazye Ha MOHOTOHHICTh. O4YiKy€ThCs, 110 aJanTHBHA CUCTEMa MOBUHHA
MOKa3yBaTu OUIbITYy BapiaTUBHICTD A1H (Vactions OTM3bKe 10 0,5-0,7) mopiBHSAHO 3 0a30BOIO
CUCTEMOI0, SIKa YaCTO MOBTOPIOE OMHAKOBI Hil (Vycrions OM3BKE 0 0,8—1,0).
HapaHTa)xeHHs Ha TIPOILIECOP BUMIPIOETHCS SIK BIJICOTOK Yacy OOpOOKH, 1110

BUTpavyaeThcs Ha oOuncnenHs goriku LI 3a onun kaap:



53
CPU,ppq=—2 - 100% (2.35)

t frame

ne t4; — 4ac, BuTpaueHuit Ha oduncienss I 3a oqun kanap;
tfame— TPUBAIICTH OfHOTO Kazpy (ans 60 FPS e 16,67 mc).
OuikyBaHu# pe3ynbTaT: ajantuBHa cucteMa noBUHHA yTpuUMyBatTh CPUjpq < 5%
Uil 3a0e3MeueHHs IUIaBHOI CUMYISIIii. TakuMm duHOM, poOoTa cumymsiii Oyme
ONTUMI30BaHOIO MPHY BEJIUKUN K1JIBKOCTI FOHITIB.
BukopucranHsi onepaTUBHOI MaM'sITi BUMIPIOEThCS B MerabaiTax mamsTi, BUALTEHOT

JUTSL OJTHOTO BOPOYKOTO arcHTa:

RAM g ge=—299E" _ 5 100% (2.36)

M¢otalavailable

1€ M 4jagens— TaM'sITh, BUAIEHA A1 joriku I, cxoBuia qanux Ta icropii aii;
Miotalavailable — 3aTQJIBHA TOCTYTIHA ONIEPATUBHA ITaM'SITh.

OuikyeThCsl, 1110 HA Cy4YacCHOMY OOJIaJHAHHI aJanTHBHA CUCTEMAa MOBUHHA 3aiiMaTu
He Outbiie 50-100 Mb Ha arenrta. Takum urHOM, poOOTa CUMYJISAIL Oye ONMTUMI30BaHOIO
NP BEJIMKUIN KUTBKOCTI FOHITIB.

3a OCHOBHOW TiNMoTe3010: anantuBHa cucrema LI geMoHCTpye CTaTMCTUYHO
3HAUYIIO BHINI ITOKa3HUKH €(QEKTHBHOCTI Ta aJalTUBHOCTI IOPIBHAHO 3 0a30BOO
CHUCTEMOIO Ha piBHI 3HaUyHIOCTi o0 = (),05. 3a HyJIbOBOIO TIMOTE3010: PI3HUIN Y TTOKa3HUKAX
e(eKTUBHOCTI MDK aJanTHBHOIO Ta 0a30BOI0 CHUCTEMaMH BiJICyTHI ab0 CTaTUCTUYHO
HE3HaUYIII].

Cuenapiii 1: bazosa cucrema (KoHTposib)

Ha3sga: Scripted Al Baseline

Onuc: IOHITM BUKOPHUCTOBYIOTH TPAJMUIIIIHI TOBEIIHKOBI JiepeBa 3 3aJaHOI0
MTOCIIITOBHICTIO Jii 6e3 MexaHi3MiB aganTaitii. Jlorika nepenbdavae:

® TaTpyib 3a (PIKCOBAHOIO TPAEKTOPIEID;

® araka Mpu BUSBJICHHI MU 32 (PIKCOBAHOIO AUCTAHITIEIO;

® BIJCTYI IPU OTPUMaHHI koA > 50% Bijg MakCUMaIbHOI,

® BUIIQJKOBE BUOIP MO3HUIIIT 1711 OKOITYy O6€3 aHaIi3y CepeoBHIIIA.

Cuenapiii 2: AnantuHa cuctema (Tecr)

Haszga: Adaptive Al with Dynamic Behavior
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Omnuc: FOHITH BUKOPUCTOBYIOTH apXITEKTYpY, ONUCaHY Y ILI. 2.1-2.3, BKIIIOYat04u:

e cnutpHe iHpopMmariiitHe cxoBuie (Blackboard);

e ajanTUBHUHN BUOIp A1l yepe3 PyHKIT KOPUCHOCTI;

® MHAMIYHE HaJIAITyBaHHS Bar;

e npocropoBuii aHani3 yepe3 EQS s BuOopy onTuManbHOT MO3UILT;

® TPYNOBY KOOPAMHALIIO.

Habip mapamerpiB aiig TecTyBaHHs | — 6a30BUi clieHapiit aTaku

e irpoBuil piBeHb: oOMexkeHa Mopcbka obmacte 1000m x 1000M i3 cTaTMYHUMU
nepemkoaamu (pud, ocTpis, Teuli);

® TIOro/HI YMOBH: CIOKIitHA BOo/a, BUAUMICTD S00M;

® [I0YATKOBI MO3UIIii: BOpokui 1oHIT Ha no3uilii (0, 0), rpaBenb Ha no3uIlii (400Mm,
800m);

e 030poeHHS: OOU/IBI CTOPOHU MAIOTh 1IEHTUYHI XapaKTEPUCTUKN 030POEHHS;

® KUIBKICTh NOBTOpEHb: N = 3() (CTATUCTUYHO 3HAYYIIUNA PO3MIP BUOIPKH);

e yacoBa Mexa: MakcuMyM 600 cexyH Ha CUMYJIALIIIO.

Ha0ip mapameTpiB aJis TeCTyBaHHS 2 — aTaka 3 YCKJIaJHEHHAMU

e IrpoBUi piBEHb: palioH 13 CKIAAHOIO Tomorpadiero (apxinenar, OCTPOBU PIZHHUX
pPO3MipiB);

® TIOrOoaHI YMOBH: XBWJIi 2—3M, BuauMicTh 800M, BiTep 15 By3iB;

® 030pOEHHS: TPaBellb MA€ MepeBary y BOrHeBii moTykHOCTI (+20% 10 mKoan);

® KUIBKICTh NOBTOpEHb: N = 20);

e yacoBa Mexa: 600 cexyH.

Habip mapameTpiB 11t TECTyBaHHSI 3 — TpyMoOBa KOOPAMHAIIIS

e irpoBuii piBeHB: BelMKka MOpchka 00acTs 2500M X 2500m;

® BOpOXI IOHITH: 3 aJlaTUBHI areHTH NpOTH | TpaBIIs;

® KUIBKICTh NOBTOpEHb: N = 135;

e yacoBa Mexa: 900 cexyH.

Jnst koxHOi MeTpukH 3acTtocoByeTbes TecT lllamipo-VYinka 3 piBHEM 3HauylIOCTI

a = 0,05. Tect llanipo-Y1i1Ka BU3HaUYa€ HOPMAJILHICTh pO3NOALTY [25]:



55

_ Z7i1:1(ai'xi)2
Z?:lcxi _E)Z

W (2.37)

Axmo p-value > 0,05, po3moia BBAXKAETHCS HOPMAITLHUM.

HacTynmHuM KpokoM € MOpiBHSHHS aucnepciid. [ mporo, moTpiObHO 3acTOCYBaTH
tecT JleBeHa Asis mepeBipKH TOMOT€HHOCTI JUCTIEPCIi.

Pe3ynbpraramMy BUKOHAHHS BUIIE 3a3HAYEHUX TECTIB € HACTYITHI:

® SKIIIO JaHI HOpMaJbHI Ta JUCHepcii piBHI — JBOBUOIPKOBHIA t-TECT;

® SKIO JaHi He HOpManbkHI — U-TecT ManHa-BitHi [26].

Posmip edexty obuncmtoerbes 3a hopmyroro Koena [27]:

d=2"%2 (2.38)

Spooled

Sxkmo:

e d<0,2: HeBenUKUH e(EKT;

e (,2<d<0,8: cepenniit eexr;

e d>0,8: BenuKkuil edexT.
Axmo p-value < 0,05 Ta d > 0,5, nynboBa rinote3a HI BIAKAIAETHCS.

Cucrema aBTOMAaTHMYHO 30Wpa€ JaHi MpPO BCI [ii, CTaHW Ta PE3yIbTaTH KOXKHOI
cumyJsiii. [{ns uboro 3acrocoByeThes Moyt Metrics Collector. Jlani, 1o 30uparothesi:

® [I0YaTKOBI YMOBH: JiaTra/yac, HOMEp CUEHapito, KapTa, MOro/IHI YMOBH;

e JaHI areHTa: MO3MIIIs, IIBUAKICTh, CTaH, BUSBJICHI I1JI1;

e jaHi 0010: BUCTPLIM (4Yac, MO3UILiSA, PE3yJIbTaT), 3aB/laHa IIKO/IA;

o wmetpuku LI gac peakii, oOpana misi, Baru QyHKIIIT IIHHOCTI;

e pecypcu: CPU, RAM Ha KOXHOTO IOHITa;

e pe3yNbTaT: Yac BHYKMBAHHS, IPHUYUHA 3HUIIICHHS.

VYeci nmani 30epiratoteesi y CSV-dopwmari. [lpuxman takoro dopmaTty MoxHA
noOaYUTH HUXKYE:

timestamp,scenario_id,agent id,metric_name,metric_value,unit

2025-12-01T13:00:00Z,1,1,T react,2.5,seconds

2025-12-01T13:00:017,1,1,T survival,45.3,seconds

2025-12-01T13:00:02Z,1,1,A_accuracy,75.0,percent
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[Ipouienypa 06poOKy JaHUX CKJIAIa€ThCA 3 HACTYITHUX €TarliB:

1) Bampgaris;

2) arperartis;

3) TOpiBHSIHHS;

4) Bizyamizarlis.

[Tix gac Bamiartii MpOBOASITHCS TaKi MEPEBIPKH:

e rmepeBipka Ha BijncyTHI 3HaueHHs (NaN);

® TIepeBipKa Ha BUKUIU 32 MeToJoM [QR;

® T[IepeBipKa J1ana3oHiB 3HAYEHb.

[lin yac arperartii, AJig KOXKHOTO CIIEHapil0 pPO3PaxOBYIOTHCS OMUCOBI CTATUCTUKHU.
Ha erari nmopiBHSIHHS MPOBOJAATHCS CTATUCTHYHI TECTU Ta PO3PAXOBYETHCS pO3MIP e(PeKTy.
V Bizyanizailii Oy aytoThcsi rpadiKu JJisl HATJIAIHOTO MOPIBHSHHS PE3yJIbTaTiB.

st 360py y Unreal Engine 5 BuKOpuCTOBY€ThCs BOyJIOBaHA CHUCTEMa JIOTYBaHHS
yepe3z UE _LOG ta Biacui komnoHeHTu. Moayis Metrics Collector dikcye BCi METpUKH B
peanbHOMY 4Yaci. [lani ekciopTytoThest y CSV-daitnu.

Jlnst 00poOKkM Ta aHai3y JaHUX BHKOPUCTOBYETHCS MOBa mporpamyBanHs Python
3.15 13 TakuMu 010T10TEKAMMU:

e pandas: 06poOka Ta TpaHcopmallis JaHUX;

e scipy.stats: CTaTUCTUYHI TECTH;

® nUMpY: YUCEIbHI OOUUCIICHHS;

e matplotlib, seaborn: Bizyamizaiis.

Pe3ynbTaT KOKHOTO EKCHEPUMEHTY JTOKYMEHTYIOThCA Yy QopMmari — «3BIT Mpo
excriepuMeHT: [HasBa crienapiro]». Enementamu 3Bity €:

e Jara: [aTra mpoOBEACHHS |;

e MeTpuKa: [Ha3Bal;

e 0a3oBa cucrema: cepente + SD;

e ajanTHBHA cucTeMa: cepenHe + SD;

® pi3HMI: a0COIIOTHA Ta BITHOCHA;

e p-value: [pesynbrar TecTy];
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e posmip edexty (bopmyna Koena): [3HaueHH:];
® BHCHOBOK: [KOPOTKHI BUCHOBOK y TEKCTOBOMY (hopMarTi].
AnanTuBHa cucTeMa € €(EeKTHUBHOIO, SKIIO BOHA JIEMOHCTpPY€ TpuHaiMHI 4 3 3
KpUTEPIiB:
1. Binpinii yac BrkuBaHHS: 3 p < 0,05 Tad > 0,5,
2. Kopormmii yac peakuii Ha moBTOpHi ataku: p < (,03;
3. Bumy Tounicte: p < 0,05;
4. Bumry BapiatTuBHICTG Aiil: p < 0,05;
5. Ilpuiinarae HaBanTaxeHHA Ha pecypcu: CPUjpua < 5% Ta RAM 500 < 100 MB Ha

arcHra.

BuCHOBKH 3 pyroro po3aiiny

VY npyromy po3aui 3[1iCHEHO KOMIUIEKCHY po3poOKy anantuBHOi cuctemu LI pis
cumynsatopa HBA. TlpoBeneno dhopmaiizaiiito moBeaiHKOBOI MOl BOPOKUX FOHITIB, JI€
KOXKEH areHT MPEJCTaBJICHO SIK IHTEJIEKTyalbHY CYTHICTh 3 MHOYKMHOIO BHYTPIIIHIX
CTaHiB, CEHCOPHOIO MOJICJUII0 CIPUUHATTA, (YHKIIEID KOPUCHOCTI Ta MeEXaHI3MOM
nepexodiB MDK CTaHaMHd. Bu3HaueHO T’SITh OCHOBHUX CTaHIB areHTIB (CIOKIH,
MaTpyarOBaHHs, OOCTEKEHHs, TPUBOTa, Ha CTOPOXK1), 10 3a0e3neuye peaasiCTUUHy MOJIEb
MOBEAIHKY MPOTUBHUKA Y PI3HUX TAKTUYHHUX CUTYaIIsX.

Po3po6ieno 6aratopiBHEBY apXITeKTypy agantuBHOi cuctemu 11, sika ckiiamaeTbes
3 B3Aa€MOIIOB'A3aHUX PIBHIB: CUMYJALINHOTO CEpeOBUIA, CEHCOPIB, KOHTEKCTY Ta
nam'sTi, TPUUAHSATTS pillleHb, HaBITamii Ta MPOCTOPOBOTO aHAN3y, BUKOHAHHS JIIH,
MOHITOPUHTY, afanTailii Ta aHanizy e(eKTUBHOCTI. APXITEeKTypa 3aCHOBaHA Ha MPUHIIUII
1€papXi4HOTO PO3MOJITY BIAMOBIAAIBHOCTEHN, MO J03BOJIAE BiIJOKPEMHUTH BHCOKOPIBHEBY
JIOTIKY YTIpaBIiHHS Bl HU3bKOPIBHEBUX MEXaHI3MiB.

Jlns peanizanii cucTeMH BHUKOpPUCTaHO KOMOIHawiio 1HCTpyMmeHTiB: Al Perception
s cripuiHATTA naHmx, Blackboard mins konTekcTHOi mam'srti, StateTree Ta Behaviour

Trees ns npuiinarts pimenb, EQS ta NavMesh s npocTtopoBoro aHamisy.
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CTBOpeHO anropuTMmiyHe 3a0e3leueHHsl ajanTallii, 10 peaiizye pi3HI PiBHI
aJanTUBHOI TMOBEIIHKU: AJITOPUTMIUYHY KOPEKIII0 TAKTUYHOI MOBEIIHKH, KOHTEKCTHO-
aJanTUBHI IMEPEX0/IM CTaHIB, JOBTOCTPOKOBY aJamTaIlil0 Ha OCHOBI HAKOIMMYEHUX METPUK,
npoctopoBi pimeHHs 4epe3d EQS, koomepartuBHy aganTaiiito ajs TPyHoBUX i Ta
30BHIIIHIO a/IaNTaIli0 3aJIe)KHO BiJ] TapaMeTPiB Micii.

Po3po6iieHo anropuTMH: OHOBIIEHHSI KOHTEKCTHOI Mam'siTi, aJanTHBHOTO BHOOPY
cTpaTerii, KOpekIlli BaroBux Koe(Qili€HTIB, MEPEeXOAy MK CTaHaMH, MPOCTOPOBOIO
aHaii3y, KOOpAUHALT TPyHOBUX J1i Ta HOBHOTO MKIY (pyHKionyBanHs I111.

BusznaueHo MeTOM NOCTIKEHHSI €pEKTUBHOCTI CUCTEMH 4Yepe3 KIIFOUOB1 METPUKHU
(dac peakiiii, TPUBAJICTh BW)KMBAHHS, TOYHICTh CTPUILOM, 3aBllaHa IIKOJA, KOEPIIIEHT
ajanTaiii, BapiaTUBHICTh i, HaBaHTaxkeHHs Ha CPU Tta Bukopucranus RAM) 13

3aCTOCYBaHHSAM CTaTUCTUYHUX TECTIB JJisi Bepu(iKallli pe3yibTaris.
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3 PEAJIIBALLS], TECTYBAHHS TA OLIIHKA EOEKTUBHOCTI AJTAIITUBHOI

CUCTEMU IITYYHOI'O IHTEJIEKTY

3.1 CtpykTypa nporpaMHOro npoayKTy

Po3pobnenuit mporpaMHui TpOAYKT € iHTerpoBaHuM mojayiem LI B cumymstopi
omepaTtopa HAABOAHUX JpPOHIB, SKIH BHUCTYIMa€ OCHOBHUM 3acO00OM TIPOBEICHHS
EKCIEPUMEHTAIBHOTO  JOCHIIKCHHS s TEpeBIpKH  e(PEeKTHMBHOCTI  aJaNTUBHUX
aJTOPUTMIB, CIIPOEKTOBAHUX y IPYTOMY PO3/ILJI KBaTi(PiKalliiiHOi pOOOTH.

BinmoBigHO 10 BUMOT TPOBEIACHHS EKCIEPUMEHTY, TMPOTPAMHUNA TMPOIYKT
BIJIMOBIA€ TAKUM KPUTEPISIM:

® YHIBEPCAIBHICTh — apXITEKTypa CUCTEMH J03BOJISIE 3aCTOCOBYBATH PO3POOICHUIMA
T ns pi3HUX TUMIB BOPOXKHUX IOHITIB (KaTrepiB, KOpadiiiB, TeIIKONTEPIB), MIJISAXOM 3MIHU
napameTpiB KoHPIrypailii 6€3 nepenrcaHtsi OCHOBHOTO KOJy JIOT1KH.

® HaAIMHICTE — cucTeMa 3abe3nedye cTabuUlbHy poOOTYy B KPUTHUHHUX CUTYAIlisIX,
TaKUX SIK BTpara LI, MEPelKoAM Hairamii abo pi3ka 3MiHAa TOTOJHUX YMOB,
BUKOPHCTOBYIOUM MEXaHI3MU OOpOOKM BHUKIIOUEHb Ta IMEpexoaud B O€3NeyHl CTaHu
(StateTree).

® 3pyuHICTH 1HTepdehcy — peasi30BaHO I1HCTPYMEHTapid MJis HajallTyBaHHS
napamMeTpiB MicCli OmepaTopoM, a TaKOXK Bi3yaji3allii HaJlaroJKyBajibHOI 1HQOpMaIi
(Visual Logger) nns ananizy npuiinarta pimnens 1 B peanbHOMY Haci.

Jlns peanizaiii mporpaMHoOro npoaykty oopano irpoBuii pymiii Unreal Engine 5
(UES), mo 3yMOBI€HO HEOOXITHICTIO BHCOKOTOYHOTO TiIPOAMHAMIYHOTO MOJIEITIOBAHHS
(mnarin Water Buoyancy), sike KpUTUYHO BIUIMBAE HAa MAaHEBPEHICTh K JpPOHA, TaK 1
Bopoxkux IoHITIB. Kpim Toro, UES Hamae BOyaoBaHi, ONTHMI30BaHI 1HCTPYMEHTH ISt
poOOTH 31 MITYYHUM 1HTEIEKTOM, TaKl ik Environment Query System (EQS) Ta StateTree,
10 OyJiv BU3HAUYEHI K 0a30B1 AJI apXITEKTYPH CUCTEMHU.

B sKkocTi MOBM mporpamMyBaHHsS BUKOPUCTaHO KoMmOiHOBaHui minxig C++ Ta

Blueprints:
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1. C++ BuKOpUCTaHO [IJsi peadi3alii siapa CUCTEMHU ajanTailii, CKIaJHUX
MaTeMaTUYHUX O00UYHCIeHb (YHKIH KOPHCHOCTI Ta BJIACHUX CEHCOPIB cnpuiHATTA. Lle
3a0e3mneuye BHUCOKY IMPOAYKTHUBHICTh, IO € KPUTHYHUM IS MATPUMAHHS CTaOUTBHOI
YaCTOTH KaJpiB il YaC CUMYJISIIT 3 BEJIMKOIO KUIBKICTIO ar¢HTIB.

2. Blueprints (cuctema Bi3yabHOTO CKPHUIITYBaHHS) 3aCTOCOBAHO IS ITBHJIKOTO
MIPOTOTHUITYBAHHS JIEPEB TIOBEMIHKH, HAJAINTYBaHHS aHIMAIlili Ta 3B’S3yBaHHSA TMOIN
iHTepdeiicy 3 sorikoro siapa. Lle 103Bossie THYYKO 3MIHIOBATH MapaMeTpu €KCIEPUMEHTY
0e3 HeoOX1THOCTI MEPEKOMITUIALLT POEKTY.

st 00poOKkM Ta aHaNi3y OTPUMAaHUX EKCIEPUMEHTAIbHUX JaHUX (JIOT1B METPHK)
obpano moBy Python (6i6miotexu pandas, matplotlib), 1o 103BOJsIE aBTOMATU3yBaTU
MPOIEC CTATUCTUYHOI OIIHKU €(EKTUBHOCTI.

[Iporpamuuii IpoAyKT peaai3oBaHO Y BUIIISAI MOAYJIbHOI CTPYKTYpPH, KA BKIIIOYAE
HACTyNH1 (yHKIIOHAJIbHI OJOKHU:

e MOIYJIh CUMYJISAIII cepeoBHUINA — BIJAIMOBIIAE 3a 1HIIATI3AI0 ITPOBOTO CBITY,
¢b13uKy BoaH, TTOTOAHI eeKTH Ta crmaBH 00’ €kTiB. BKitoyae kimacu, 1mo HacIiAyIOThCS Bij
0a3oBux kinaciB UES: AGameMode (npaBuia micii) Ta AActor (IHTEpaKTUBHI 00’ €KTH);

e Moxayib 1HTENekTy Bopora (Enemy Al System) — 11e KI104OBUI KOMIIOHEHT, IO
peanizye apxiTeKTypy, onucany B po3aiii 2.2. Bin ckiagaeThes 3:

e xoHtposep LI — knac, ycnmagkoBanuwii Bii AAIController, SIKMH Kepye
«Mo3kom» Oota. Bin iHimianizye Blackboard, 3anyckae Behavior Tree Ta 00po0Osie naHi
Biz1 ceHcopiB AlPerception.

e cucTeMa TPUUHATTS pIlIeHb peami3oBaHa depe3 acer Statelree mis
nepemMukanHsa miobansHux craHiB (Ilatpynb, Araka, Bteua) ta Behavior Tree nnsa
TAaKTUYHUX TIH.

e xommnoHeHT aganTanii (UAdaptationComponent) — C++ KOMIIOHEHT, IIO
MICTUTh aJITOPUTMHU AMHAMIYHOI KOpekuii Bar Ta (YHKUIA KOPUCHOCTI Ha OCHOBI
3BOPOTHOTO 3B’ 513Ky BiJl CEPEIOBHIIIA.

e MOAYJb HaBirauii Ta MPOCTOPOBOTO aHAJI3y — 3abe3mneuye NoO0yI0By MapIIpyTiB

3a gomnoMororw NavMesh Ta BuOip onTuUMaibHUX MO3UIK uepe3 EQS. Bxirouae Habip
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EQS-3anutiB (EQS FindCover, EQS AttackPosition), Kl OLIHIOIOTb IPOCTIP 3a
KPUTEPISIMU BUIUMOCTI Ta 3aXUIIEHOCTI.

e moayib 300py Metpuk (Metrics Collector) — cremianizoBana miJicucTeMa, sika B
dboHOBOMY pEXHMI peecTpye Mofii (MOCTPiiM, BIyYaHHS, 3MIHU CTaHIB) Ta 3alHCYE iX Y
CSV-paitnmu mis noganpinoro ananizy. PeamizoBana Ha piBH1 C++ a1t MiHIMI3aIlli BITUBY
Ha MPOAYKTUBHICTH CUMYJISITOPA;

Jnst  kopekTHoro (yHKIIOHYBaHHS pO3pOOJEHOTO0 MPOrpPaMHOTO  MPOAYKTY
HEOOX1/IHE TOTPUMaHHS HACTYITHUX TEXHIYHUX BUMOT:

e omnepariiina cucrema: Windows 10/11 (64-bit);

e npouecop: 4-saepuuid 3 yacrororo Bix 2.5 I'Tn (pekomennosano Intel Core 15
a6o ananor AMD Ryzen);

e omepatuBHa mnam'saTh: MiHiMyM 16 I'b (mns poboru pemakropa UES Ta
KOMIJISLIT IeHIepiB);

e Bijeokapra: 3 migTpuMKoro DirectX 12 Ta oGcsarom Bimeonam’sarti Bing 4 I'b
(pexomenpoBano cepito NVIDIA GeForce RTX anga kopekTtHOro BigoOpa)kKeHHs BOJIHOT
MTOBEPXHI);

e cepenonuie po3podku: Visual Studio 2022 a6o JetBrains Rider.

3anponoHOBaHa CTPYKTypa MPOTPAMHOTO MPOAYKTY TOBHICTIO BijgoOpaxae
apXITEKTypH1 pILIEHHs, 3aKJIaJeHl Ha eTami JU3ailHy CUCTEMH, Ta JO03BOJISIE MPOBECTHU
MOBHOIIHHE TECTyBaHHA afanTuBHUX MoxiuBoctei Il y mopiBHsSHHI 3 0a3oBUMHU
aJTOPUTMAaMH.

[Tepmmm piBHeM € StateTree — cucteMa ympaBimiHHS [T00aJTbHUMHA CTaHAMU areHTa,
TaKUMHU SIK MaTPYIIOBaHHA, po3Bifka (Investigate), 6oitoBa rotoBHicTh (Alert) abo BizmcTym.
Crpykrypa StateTree BKJIIOYa€ KOPEHEBI CTaHU [JIi BUOOpPY pPEXKUMY IIOBEIIHKHA Ta
CEJICKTOpPHI CTaHW, IO BHU3HAYAIOTh OMNTHUMAJbHI TMIACTAHW 3aJEKHO BIJ] KOHTEKCTY,
nepexoau M SIKUMU 31ACHIOIOTHCS TUHAMIYHO Ha OCHOBI 3MiHHUX 3 Blackboard.

Ha npyromy piBHi npairorote Behavior Trees (aepeBa moBeaiHKM), sIKI peali3yroTh
TAaKTUYHI cleHapii, iHimifoBani StateTree. BoHH BUKOPHUCTOBYIOTH KOMIIO3UTHI BY3JIH
(Selector, Sequence) nis opranizaiiii JOTiKH, JEKOPATOPH JJIs MIEPEBIPKU YMOB Ta CEPBICHI

BY3JIM JIJISI IEPIOJUIHOTO OHOBIICHHS JIAHWX, HAPUKJIIAT, IIEpEepaxyHKy PiBHS 3arpO3H
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Tperim kommoHeHTOM € BiacHa peamizaiis Utility Decision Model na C++, ska
3a0be3reuye MaTeMaTUHIHe OOIPYHTYBaHHS BHOOPY A1l MIJISAXOM OLIHKU IXHBOT KOPUCHOCTI.
Po3paxyHOK mpiopUTETHOCTI [1i 3MIHCHIOETHCS 32 POPMYIIOIO:

Utility(actioni)=(2 weight; X factorj)JradaptiveBonusi (3.1
ne weight; — BaroBi koeilieHTH (PaKToOpiB (aTaka, 3aXUCT);
factor; — MOTOYHI YMOBH CEPEIOBHINA;
adaptiveBonus; — 3MiHHa ajanTaiiii, o GOpPMY€EThCS Ha OCHOBI 1CTOpPIi YCHIIITHOCTI AiH,
3a0€3Meuyour aIalTUBHICTh CUCTEMHU

Monyne HaBiramii BIANOBiAa€ 3a BUOIP ONTUMAJbHHX TMO3HUIIM Ta IOOYIOBY
MapIIpyTiB y AMHaAMIYHOMY cepenoBuiill. KimrouoBy posb TyT Bimirpae Environment Query
System (EQS), sika BHUKOHY€ MPOCTOPOBI 3aMUTH MJIS 3HAXOMKCHHS TOUOK YKPUTTS,
NEePEeXOIICHHS 1111, (PIaHTOBUX MO3UIM abo nuLsiXiB BicTymy . OIiHKA SKOCTI MO3UIIN
0a3yeTbcsl HA KOMIUIEKCHOMY aHaji3i BIJICTaHI 10 LU, BUAUMOCTI, HAIBHOCTI YKPUTTIB Ta
MPOX1AHOCTI MICIEBOCTI .

besnocepenne mepemimieHHs 3a0e3neuyerbest yepe3 NavMesh, sxuii miarpumye
JMHAMIYHE OHOBJICHHS TIPU TIOSIBI TMEPElIKOJl Ta BpPaxoBye cHElU(]iKy BOIHOTO
cepenoBuIlia, BKIOUarouu Tedii Ta TwiaByvicTh (Buoyancy). Cucrema po3spaxoBye
MapIIpyTH TAaTPYJIIOBaHHS, TEPECHiyBaHHA Ta BIJICTyMy B PEXUMI PEaJbHOrO dacy,
iHTerpytoun nani EQS y HaBiramiiny ciTky.

Jlns 3abe3nedeHHsT y3roKeHOCTI i Ta CHHXpOHI3alli 1HpopMaIii MiK MOIYIIMHU
BukopuctoByeThest Blackboard — nienTpanizoBane cxoBuiie naHux. BoHO MICTUTH 3MiHHI
PI3HHX THUIIB, TakKi K PIBEHb 3I0POB's, MO3MIIIS IIUIi, piBeHb 3arpo3u (ThreatAssessment)
Ta (GaKkToOpu MOTOAM, A0 SIKUX MAIOTh JOCTYI YCI KOMIIOHEHTH CHCTEMHU JJII YATAHHS Ta
3aIucy.

Takox, momynb Internal State Model, peamizoBanuit na C++, BIACTIAKOBYE
BHYTpIIIHI CTaH KOHKPETHOIO AareHTa, BKIIOYAIOYM ICTOPII0  OCTaHHIX  Jid
(ActionHistory), yac mnepeOyBaHHS y TOTOYHOMY CTaHI Ta I1HIWBIAYyaJlbHI METPUKH

TOTOBHOCTI.
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OyHKIIIOHYBaHHSI CUCTeMHU 3a0e3neuyerbes 1ukioM oOpoOku LI (Al Processing
Cycle), sxuii npairoe 3 yactoroto 60 FPS (16.67 mc Ha kanp). Lleit nuki mociigoBHO
MPOXOJUTH I’ ATh (Ha3:

e OTpUMAaHHS JAaHUX BiJ CEHCOPIB — 30ip MaHUX Yepe3 31p, CIIyX Ta pajaap;

® OHOBJEHHS KOHTEKCTy — akryamizauia Blackboard Ta po3paxyHok piBHIB
3arposu;

® NPUMHATTS pilieHb — BUOIp cTaniB StateTree Ta ominka Utility;

® BUKOHAaHHS A1l — pyX, BLAKPUTTS BOTHIO Ta KOOPAUHALIIS;

e JIOTYBaHHS Ta aJanTallis — 3aUC METPUK JJIs OJATBIIOTO HABYAHHS CUCTEMH.

st po3poOku cuctemu Il Oymo BuUkOpuCTaHO Aekiibka BOymoBanux y Unreal
Engine 5 iHcTpyMeHTiB. C++ 3aCTOCOBY€TbCS MJIi KPUTHYHO Ba)JIMBUX KOMITOHEHTIB
CUMYJISILII, cepe AKHX:

® IOHITHU SIK IEPCOHAXKI;

e cucTeMa YIpaBIiHHA IHTEIEKTOM;

e cucreMa 300py JaHMX JJIsi CTATUCTUKU Ta aHAIITUKH.

3aranpHa apxitektypa C++ KaciB npeacTaBieHa Ha puc. 3.1.

Al System)
Core Simulation|
© AEnemyAlController Navigation & EQS
@ ASimulationGameMode -BlackboardComp: UBlackboardComponent* -
_MetricsCollector: AMetricsCollector® -BehaviorTreeComp: UBehaviorTreeComponent* © UEnvQueryContext Target
-PerceptionComp: UAIPerceptionComponent®
+StartMission() -AdaptationComp: UAdaptationComponent* +ProvideContext()
jEARi=son] T T OnPerceptionUpdated(UpdatedActors: TArray<AActor*>)
p L +SetState(NewState: EAIState)
4 sends-datat +GetTargetActor(): AActor*
¥ spawns ¥ manages| ¥ accesses
Entities ma\
o UAdaptationComponent
© AEnemyBaseUnit © AMetricsCollector = © =
_Health: float -CurrentWeights: FUtilityWeights
Wea n‘nT e: EWeaponType -LogFilePath: FString -LearningRate: float
rBuu)Pancy{ip . p‘ u P vC -SessionMetrics: TAray<FMetricData> -ActionHistory: TArray <FActionRecord>
+TakeDamage() +LogEvent(EventName: FString, Value: float) +CalculateUtility(Action: EAlAction, Context: FContextData): float
L FireWeal 020 +SaveToCSV() +UpdateWeights(Reward: float)
P +GetBestAction(): EAlAction
> hag
¥ storeg ¥ uses
(S) FMetricData (8) Futilityweights
‘@AEnemyHelimpter‘ ‘@AEnemyBoat‘ +Timestamp: float +Aggressiveness: float
I ] [ | +MetricName: FString +Caution: float
+Value: float +DistanceFactor: float

Pucynok 3.1 — [iarpama apxitektypu C++ kiacis
Ha giarpami nmo3Ha4eHH1 HACTYITHI BUJIU 3B’ SI3KI1B:
e ycmankyBanHs (<|--) — kmacm AEnemyBoat Ta AEnemyHelicopter
HacHiayloTbesl Bil AEnemyBaseUnit. lle peanizye BuMOry yHIBEpCAJIbHOCTI

apXITEKTYpH;
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® KOMIIO3HUIIIA (*---) — AEnemyBaseUnit BOJIOJIE
UAdaptationComponent. Ile o3Hauae, Mmo JoOrika agamnTamii € HEBiA'€EMHOI
YaCTUHOIO IOHITA, SIK 116 BUMATra€ThCsl IJIs 1HAUBITyaIbHOTO HABYAHHS arcHTIB;

e arperamiss (0---) — AEnemyAIController kepye AEnemyBaseUnit
(KOHTPOJIEP KEPYE IOHITOM);

® 3aJCKHICTh (-->) — KOHTpOJIEP BUKOPUCTOBYe AMetricsCollector mid
BIJIMPABKU JIAHUX MPO YCHINTHICTD 1M (BIIy4aHHsI, BTpaTa Iiji), 0 HeOOX1THO IS OI[IHKH
€(DEeKTUBHOCTI CUCTEMH.

State Tree kepye n100aILHUMHU CTaHAMU FOHITIB, OMIMCAHUMU paHille y Momym 2.2.
Cepen UX CTaHIB:

e Idle (Cmokiit) — ouikyBaHHs cTapTy Micii (So);

e Patrol (ITarpymnroBanHus) — 6a30Buil pyX MapupyTom (St);

e Investigate (OOcTexxeHHS) — peakilisg Ha MiA03pUIHM 1ryM/curaai (S2).

e Alert (TpuBora) — BUCOKa roTOBHICTb, aKTUBHUH NOLIYK (S3);

e Engage/Pursuit (IlepecnigyBanns/biit) — aktuBHa (a3za 6010 (S4);

e Retreat (Breua) — xomu 370poB'ss HU3bKE 00 BOPOT HAJITO CHIIbHUM (S5).

Behaviour Tree BUKOPHCTOBY€ETHCS ISl KOHKPETHUX MOCIHIIOBHOCTEN N 6cepeduni
ctauiB StateTree. ToOTO /17151 KOXKHOTO CTaHy OKPEMO peajizoBaHa TaKTHUKA:

e BT Attack — omiHuTH gucTaHmico —> o00paru 30por0—> BHUKOHATH
MOCTPUI/MOCTPUIA —> 3MICTUTUCS Y 1HITY MO3UIIIIO;

e BT Patrol — orpumaru HacTynmHy TOYKY MapuipyTy —> MEpPEMICTUTUCA —>
OYiKyBaTH;

e BT FindCover — nanicnaru 3anut Ha EQS — nepemicturucs.

Blackboard a6o wopHna momika 30upae CiibHI JaHi, 4epe3 SKi MOAYI 3B’ SI3YIOThCS
MK co60r0. CTBOpeHO 301pKy KIIIOUiB, 3a3Ha4eHUX y popmymi 2.4:

° TargetActor — IIOCWJIAaHHSA Ha I'paBIld,

e LastKnownLocation — e BocTaHHE Oa4MIM TPaBIIs;

e AlertLevel — piBers TpuBoru (0-3);

e HealthState — moToune 310poB's;
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e AmmoCount — Ha0o0i;

e SquadID — st rpymmoBoi KOOpAUHAIII].

EQS Bupimye kynu roniTy ciia pyxarucs. CtBopeno HacTymHi Query Templates:

e EQS FindCover — reneparop To4uoK HaBKoJIO arenrta + Tectu:

e Trace (Visibility) — 41 BUAHO IIFO TOUKY T'PABITIO?

e Distance — yu nanexo 15 Touka?

e EQS_AttackPosition — momyk TOYKH, 3 SIKOi BHUJHO TpaBIs, aje sKa Mae
JaCTKOBE YKPHUTTS;

e EQS Flank — 3HaiiTu TOuKy 300Ky BiJl BEKTOpa MOy TPaBIIs.

Kommonent Al perpection BUKOHYe pojb o4yedl Ta ByX IOHITIB. BiH Mae Taki
PO3IIUPEHHS:

e Al Sight Config — panmiyc 30py, kyr onmiay (PeripheralVisionAngle),
HaJaIITyBaHHs JUIsl BUSIBJICHHS "HeTpaiiB" vs "Boporis".

e Al Hearing Config — peakiiisi Ha 3ByK IOCTpLIiB 200 JBUTYHA JPOHA;

e Damage Sense — 106 60T po3yMmiB, 3BIJIKA B HROTO CTPUIAIOTH, HABITH SIKIIO BIH
He 0auuTh BOpOra.

Kommoner NavMesh 3actocoByeThes ansa HamamtyBanHs NavMeshBoundsVolume
Ha MOBEPXHI BOJU, TOOTO CITKOIO JiJisi HaBiraiii. Takox, Oyno BusiBiieHO, 1o NavMesh
KOPEKTHO 00XOJIUTh OCTPOBH Ta MEPEITKOIH.

Cucrema Bi3yallbHOTO CKpunTyBaHHsS Blueprints 3acTOCOBY€THCS /sl CTBOPEHHS:

e 3B’S3Ky MK MIBUIKICTIO PyXy Ta cTaHamu depe3 Animation Blueprint, nns
BIJI0Opa)KeHHSI KOPPEKTHUX aHIMAaIlii TEPCOHAXKA;

e koHTposepa LI pis nermoro TecTyBaHHS Ta HAJAIITYBAHHS 1HTEJIEKTY BOPOTiB.

B tabnuui 3.1 npeacrasieHo 3actocyBaHHs komnoHeHTiB Unreal Engine 5.

Tabmung 3.1 — 3actocyBannst komnoHeHTiB Unreal Engine 5

Ha3zga
3acTrocyBaHHSs Omnuc
KOMIIOHEHTAa
Blueprints Jlorika, iHTETpaIlisi, IPOTOTUITYBAHHS BizyanpHe nporpamyBanHs 0a30BOi

JIOTIKHU

StateTree KepyBanns cranamu Iepapxiuna mamvHa cTaHiB
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[Tponosxxenus Tabdmuii 3.1

Ha3zga
3acTocyBaHHs Onuc
KOMITOHEHTA
Behavior Trees TakTu4Ha OBE/IiHKA MonynbHi JiepeBa pilieHs ajIs i
Blackboard KoHnTekcTHa maM'sate CuHXpOHI3allisi M)XK MOAYJISIMA
EQS [TpocTopoBi pimeHHs [Tomryk onTUMaNbHUX MO3UIIH
Al Perception Cencopu 3ip, 3BYK, pagap
NavMesh Hagiraris HInsxu pyxy 1o piBHIO
C++ OcHoBa, ONITUMI3allis, PO3IIUPEHHS BrnacHi anroputMu Ta KOMIIOHEHTH
HAsBHOTO ()YHKITIOHATY

3.2 Peamni3zaliisg cucreMu

OcHoBuuMm enementoMm IIII ronHiTa € kmac koutposnep AEnemyAlController,
yCIa[KOBaHHIl Bin 06asoBoro kmacy pymiss AAIController. Moro 3aBiaHHAM €
KOOpJAMHAILIS POOOTH BCIX MIJICHCTEM IHTENEKTY: 1HiIiani3alis KOMIIOHEHTIB, 00poOKa
CEHCOPHHMX JaHUX Ta CHHXPOHI3allisl BHYTPIIIHBOTO CTaHy AareHTa 3 KOHTEKCTHONO
nam’sat1i0 Blackboard.

[Ipu cTBOpEHHI €K3eMILIsipa KOHTpoJiepa B KOHCTPYKTOP1 BiI0YBa€ThCA 1HIIIaTI3a1lis
KOMIIOHEHTa CHpUUHATT UAIPerceptionComponent, KA BUCTYNA€ OCHOBHHUM
JDKEPEJIOM BXITHUX JaHUX JJI CUCTEMH.

KitouoBUM e€TanoMm HanalTyBaHHS € METO OnPossess, SKUW BUKIUKAETHCA Y
MOMEHT, KOJIM KOHTPOJIEp Oepe Mmij yrpaBIiHHS Mmimaka (BOPOKUi IOHIT). Y IIbOMY METO
peaizoBaHO MEXaHi3M JUHAMIYHOTO 3B’SI3yBaHHS 3 KOMIIOHEHTOM ajanTauii. Kontpomuep
OTpUMY€ NOCHJIaHHS Ha UAdaptationComponent, 0 HAJIEKUTh KEPOBAHOMY IOHITY
(AEnemyBaseUnit), 3a0e3neuyoun J0CTyN 0 1HAUBIyalbHUX MMapaMeTpiB HaBYAHHS
areHra.

Takox Ha 1bOMY eTari BiAOYBAa€ThCS MIAKIIOUEHHS A0 MIACUCTEMHU 300py METPUK.
Kontponep 3HaxoauTh Ha cieHl ek3emmuisip AMetricsCollector, MO J03BOJISE B
NOJANbIIOMY aBTOMATUYHO PEECTPYBaTH TMOAIl Uil CTaTUCTMYHOTO aHaii3dy, He

NepeBaHTaXKYIOUH JIOTIKY CaMOro IOHITa.
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PeaktuBHa MOBE/IIHKA CUCTEMU 3a0e3Mneuy€eThCs yepe3 nenerar
OnTargetPerceptionUpdated, skuili 00pobnsie 3MiHM y mojdl 30py areHta. llei
MeToA peanidye ainroput™m oHosieHHs Blackboard, omucanuit popmymnoro 2.17. Jlorika
00poOKHM oI peandizoBaHa HACTYITHUM YHHOM:

e ¢inprpamis uuvied. CucteMa nepesipse, ud BUIBICHUM 00’ ekt Mae ter "Player",
00 ITHOpYBaTH HEUTpaIbHI 00’ €KTH a00 COIO3HHKIB;

e BusBIeHHA w1l  (Sense).  SKkmo  cTUMyn  YCHINIHO  COPUMHATUHN
(WasSuccessfullySensed), koHTpoJep oHOBIOE Kiatoui Blackboard:

® Key TargetActor BCTAaHOBIIOETHCA HAa  BHABICHOIO  aKTopa, 110

aBTOMAaTUYHO TPUTEPUTH niepexoau y StateTree;
" Key AlertLevel nepeBoautbcs y 3Ha4eHHA 3 (Alert), mepeBonsuu cuctemy
y cTad 00HOBOi TOTOBHOCTI;

= (OaHOYACHO 3 IIUM BUKIIMKAEThCI METOJ MetricsCollector->LogEvent,
AKUW (PIKCye Yac BUABICHHS Il JUISl TIOJIATIBIIIOTO PO3paXyHKy METpUKH «Yac
peakiii» (Treact).

e Brpara koHTakTy (Lost). ¥ BuUmaaxky BTparu Bi3yallbHOTO KOHTAKTy KOHTPOJIEP
3alKcy€ OCTaHHI BIIOMI KOOpIMHATH LUl y Kmod Key LastKnownLocation. Lle
JI03BOJIsIE peasizyBaTd MeXxaHi3Mu nepeciigyBadHs (Investigate) HaBITH MIiCs 3HUKHEHHS
rpaBls 3 TOJIS 30pY, 1110 BIIMOBIAA€E AiarpaMi CTaHiB, po3poosieHilt y m. 2.2.

Taka apxitekrypa kiacy AEnemyAIController 3abe3ledye TOBHY 130JISIIIIO
JOTIKM TPUMHSATTS pIIIEHb BIJ HU3BKOPIBHEBOI OOpPOOKM CEHCOpIB, MEpeAaroud B
Blackboard Bke CTpyKTypOBaHi Ta BifA(IIbTpOBaHI /1aHi, TOTOBI JJIi BUKOPUCTAHHS y
StateTree Ta Behavior Trees. [eranvuuii xox AEnemyAIController moxHa 3HalTH Yy
Honatky b mig nomepamu 1.1 ta 1.2.

HaiisaxmuBimmm KOMITOHEHTOM ajrarrranii € KOMIIOHEHT
UAdaptationComponent, yCIaIKOBaHUM BiJ 6a30BOrO KJIacy
UActorComponent. BiH IHKanCym0e MareMaTHYHy JIOTIKY PO3paxyHKY KOPHUCHOCTI

T Ta alTOPUTMH HaBYAHHS 3 MIAKPITIJIEHHSIM, CIIPOEKTOBaH1 y . 2.3.
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Jnst 30epiranHs TUHAMIYHUX BaroBUX KOe(IIIE€HTIB, SIKI BH3HA4YaIOTh 'Xapaktep"
MOBE/IIHKU areHTa, CTBOPEHO CTPYKTypy FUtilityWeights. BoHa MICTUTh 3MiHHI:

Aggressiveness (wl) — BIAMOBINA€E 32 CXWIBHICTH JI0 aTaKyIOUUX JIii;

Caution (w2) — BH3HA4a€ MPIOPUTETHICTH 30€PEKEHHSI BIIACHOTO KUTTS;

Efficiency (w3)— BpaxoBye BUTpATH PECypCiB Ha BUKOHAHHS JIii.

Takok y Kkiaci BU3Haue€HO 3MIHHY LearningRate (n), fSka BUAMNOBITae 3a
IIBUIKICTh HABYAHHS CHCTEMHU T4 BUKOPUCTOBYETHCS Y (DOPMYITi TPAIIEHTHOTO CITYCKY.

Moro mporpamHa peani3auis BKIIOYae (YHKIIIO PO3PaXyHKy KOPHCHOCTi iif
CalculateUtility, ska Bianoimae ¢opmym 2.18. Mertoxg mnpuiimMae Ha BXiJ
MOTOYHUN KOHTEKCT (CTaH 370pOB's, JUCTAHIIIO JI0 IlJIl, PIBEHb 3arpo3W) Ta MOBEpPTAE
3Ba)KEHE 3HAYEHHS MPIOPUTETHOCTI JJI KOXKHO1 JOCTYITHOT Jii.

Jlorika MeToqy BHKOPUCTOBYE 3BaXXEHY CyMy HOpPMalli30BaHHUX (DaKTOPIB.
Hampuknan, nns gii tuny Attack, KOPUCHICTh OOYHMCIIOETBCS K CyMa JOOyTKY
arpecUBHOCTI Ha PIBEHb 370POB's Ta (aKTOPy AUCTAHIII:

Utility=(Aggressiveness * HealthPercent)+

+(1.0 — TargetDistance/MaxRange) (3.2)

Jns nii Retreat nplopuTeT HAla€ThCA PIBHIO 3arpo3u Ta 00OEpPHEHOMY 3HAUYEHHIO
3I0pOB'sl, TIOMHOX€HUM Ha KoediiieHT Caution. Bubip ontumanbHOi cTpaTerii
peanizoBaHO y MeToll GetBestAction, sKuH, 3rigHO 3 (dopmynoro 2.19, BUKOHyeE
MOIIyK J1i 3 MaKCUMaJIbHMM 3HadeHHsM KopucHocTi (argmax U(a)). Bin mocmimoBHO
BUKJIMKAE PO3PaXyHOK CalculateUtility ajs NOCTYNHUX BapiaHTiB (Attack, Retreat)
Ta TIOBEPTAE THUII A1l 3 HAWBUIIUM MTOKA3HUKOM.

JlunaMiyHa KOpEKIis MOBEIIHKM pealli3oBaHa y Meroal UpdateWeights, sKul
IMIIJIEMEHTY€E QJITOPUTM CTOXACTHYHOTO Tpaai€eHTHOTO cmycky (dopmyma 2.15). Ilei
METO/I BUKJIUKAETHCS 30BHINIHIMU CUCTEMaMU (HANPUKIIAMI, MMICIs 3aBEpIIeHHST 00MOBOTO
€Mni30/1y) Ta IpuiiMae OTpUMaHy BUHAropoay ResultReward.

AnroputM oOuMcIiOoe TOMUIKY mepeabadeHHs (Error) sK pI3HUIIO MK
OTPMMAHOIO BHHAropojiol0 Ta OYIKyBaHOK KOpUCHICTIO. Ha OCHOBI 1bOro 3HAYEHHS

B1I0yBa€TbCS OHOBIIGHHSA Bar: Weight = Weight + LearningRate * Error VY
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KOJIl 1Ie peaji3oBaHO uepe3 moau(ikaiiro MoiB CTpykTypu CurrentWeights. [us
3amo0iraHHs  BUXOJYy 3Ha4eHb 3a  JIONYCTUMI  MeEXi  3aCTOCOBaHO  (DYHKIIIIO
Fmath: :Clamp. C++ kon HaBenenuit y Jlomarky b mig Homepamu 2.1 Ta 2.2.

Jns  3abe3medeHHs  AUHAMIYHOI  3MIHM  TOBEIIHKH  Peajii3oBaHO  METOJ
UpdateWeights, KW BUKOPUCTOBYE AITOPUTM IPATIEHTHOTO CITYCKYy (BIAMOBITHO J0
dbopmynu 2.15). Lleit MeToa BUKIMKAETHCS MICIS 3aBEPIICHHS KOXKHOI OOMOBOI CyTHUKH
a00 BUKOHAHHS MaHEBPY, OTPUMYIOUH Big MetricsCollector AaHi NpO YCIHINIHICTh
nii. Sxmo nig Oyna HeedeKTHBHOIO (HAMpUKIIA, areHT OTPUMAaB YIIKODKEHHS i 4ac
aTakW), Bara arpecuBHOCTI (AggressivenessWeight) 3MEHIIYEThCS, IO 3MYIIYE
areHTa B HACTYIHIHN 1Tepallii oOupaTH OLIbII 00epeKHI TAKTUKHU.

Cucrema 300py MeTpuk AMetricsCollector peaiizoBaHa SIK CHHIVITOH, IO
J03BOJISIE LIEHTPAJI30BAaHO HAKOMMWYyBaTH JaHl BlJ YCIX areHTiB Ha piBHI. BoHa
BUKOPHUCTOBYE CTaHAApTHY 010710TeKy (aitiioBoro BBoay-BuBoay C++ aJid 3amucy JoriB y
dbopmari CSV, crpykrypa sikoro Oyna BuzHadeHa y po3aum 2.4 . C++ koa 3HaXOquThCs Yy
Honarky b mig Homepamu 3.1 Ta 3.2.

Jlnst 3a0e3neueHHs] YHIBEPCAJBbHOCTI apXITEKTypyd Ta MIATPUMKH PI3HHUX THIIIB
BOPOKUX IOHITIB (KarepiB, KOpaOdiB, TeIIKONTEPiB) po3poOieHO 0a30BUM  Kjac
AEnemyBaseUni t. BiH ycnagkoBy€eTbCsl BiJl CTaHIapTHOTO KJlacy pyluis ACharacter,
110 3a0e3neuye BOy/I0BaHy MiATPUMKY MEPEMIIIEHHS, KOMI31i Ta CKeJIETHOT aHIMaIlii.

Knac AEnemyBaseUnit BHUCTyNa€ KOHTEMHEPOM [UJIsl JIOTIYHHUX Ta (PI3UYHUX
KOMIIOHEHTIB areHta. KirouoBor0 0COOIMBICTIO peai3ailii € KOpPCTKa MPUB'SI3Ka
KOMIIOHEHTA ajanTallii yepe3 MeXaHi3M KOMIMO3HIlli. ¥ KOHCTPYKTOPi Kjacy BigOyBaeThCs
1HImiazizarmis UAdaptationComponent 3a JIOTIOMOT'OO METONY
CreateDefaultSubobject.

Takuil miaxig rapaHTye, M0 KOKEH €K3eMIUISIP BOpOra, HE3aJIeKHO Bijl HOTO THITY,
ABTOMAaTM4YHO OTPUMYE BIIACHHM EK3EMIUIAP ''MaTeMaTW4HOro sAnapa’ uisi po3paxyHKy
¢dyukiin xkopucHocti. lle BigmoBimae BuMoram, mocTaBieHUM Yy po3aun 3.1 momo
IHIUBITyaJIbHOTO HaBYaHHS areHTiB. JlocTym KoHTposnepa A0 LBOrO KOMIIOHEHTa

3a0e3meuy€eThCs uepe3 myoiyHui MeToA-TeTTep GetAdaptationComponent.
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Jlns B3aeMojIii 3 IrpOBUM CBITOM Yy KJIacl peaii3oBaHO METON F'ireWeapon, AKUU
MO3HAYeHO MakpocoM UFUNCTION (BlueprintCallable). lle no3Boiisie BUKIMKATH
C++ 7oriky cTpiasOm Oe3mocepenHbo 3 BY3NiB Behavior Tree abo aHIMaIiMHHX
OJIFOTIPUHTIB.

Y Mexax [bOro METOAY 3aKIaJeHO MOXKIMBICTD PO3IMIMPEHHS JOTIKUA IS
3BOPOTHOIO 3B'A3KYy 3 CHCTEMOIO ajanTaillii: Mpu BUKOHAHHI MOCTPUIYy CHUCTEMa MOXE
¢ikcyBatu QaxT BUTpaTH OOEMpPHUIIACIB Ta, y BUIAJKY YCIIIIHOTO BIyYaHHs, HaJCHUIATU
CUTHAJI U1 OHOBJIEHHA Bar y UAdaptationComponent.

Krnac cnpoekroBaHo 3 ypaxyBaHHAM HPUHIUMNIB noidiMopdizmy. Crenudiydl TUnu
BOPOTiB, Taki Ik AEnemyBoat (AJis1 HaIBOJHUX IIJIEH 3 KOMIIOHEHTOM IUIaBY4YOCT1) Ta
AEnemyHelicopter (s MOBITPSAHUX IIUJICH), PEai3ylOThCs IUISIXOM YCIaIKyBaHHS
Bil AEnemyBaseUnit, sik 1e 3o00paxeHo Ha jiarpami kiaciB 3.1. Ile mosBomsie
KOHTpoJiepy AEnemyAIController KepyBaTu OylIb-IKUM THUIIOM IOHITa uepes
BKa31BHUK Ha 0a30BUI KJIac, HE 3HAIOYM JieTallell KOHKPETHO1 peaizallii pyxy abo mojeni.
C++ xon 3naxoguthes y Jlomarky b mig Homepamu 4.1 Ta 4.2.

Peanizaiiisi BUCOKOPIBHEBOI MOBEIIHKM BOPOKMX IOHITIB BUKOHAHA 3a JIOMOMOTOIO
iHcTpyMeHTapito  StateTree B Unreal Engine 5. Ileli miaxix 103BOJIMB CTBOPUTHU
dbopmManizoBaHy B JApPYyroMy pO3AUTI MAIIMHY CTaHIB, 3a0€3MEUMBIIM YITKY 1€papXiro
MOBEAIHKOBUX pEXUMIB Ta e(QEeKTHUBHE YNpaBIiHHA MepexofamMu MK Humu. s
iHTerpamnii StateTree y mpoekt Oyn0 aKTHBOBAHO BIAMOBIIHUNA TUIAriH Ta CTBOPEHO
KOMIIOHEHT StateTreeComponent y Kiaci KoHTpoiepa AEnemyAIController,
onucaHoro y m. 3.1.

Po3pobnena cxema StateTree (puc 3.2) ckiranaerbes 3 KopeHeBOTO cenekropa (Root),
AKUM Kepye BHUOOPOM aKTHBHOTO CTaHy Ha OCHOBI MPIOPUTETIB Ta YMOB MEPEXOIB.
PeanizoBana cTpykTypa BKIIIOYa€ HACTYITHI OCHOBHI CTaHU, 1110 BiIMOBIAIOTh TEOPETUYHIN
MOJI€EJIl arelra;

e Idle (Cnokiif) — mo4yaTkoBHil CcTaH, y SIKOMy areHT OYiKye€ MOsBH Tpurepis. B

IIbOMY CTaH1 BUKOHY€ThCs 3aBmanHs (Task) Wait. [lepexin 3 mporo crany BiOyBa€eThCS 3a
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YMOBHU CIIPAllFOBaHHS CEHCOPIB CNPUUHATTA (OnSeeEnemy), 10 NMEPEMUKAE JIOTIKY Ha

OOMOB1 PEXKUMU;

Patrol (IlaTpymtoBaHHs1) — BIAMNOBIAA€ CTaHy Si TEOPETUYHOI MOJENl. Y IOMY

CTaH1 BUKOHYIOTHCS 3aBJlaHHs HaBirarii:

o

MoveToWaypoint — TepeMIilleHHsT [0 TMOTOYHOI TOYKH MapUIpyTy,
BUKOpHUcTOBYIoun NavMesh;

FindNextWaypoint - oO4MCIICHHS HaCTymnHOI KOOpAWHATU
narpyiatoBaHHs. [lepexif 13 IbOro cTaHy 1HILMIIOETHCS MOJIE€I0 BUSBICHHS BOPOra,

sika OHOBJTIOE BiamoBigHui kimou y Blackboard (TargetActor).

Chase (IlepecmimyBaHHs) — aKTUBHUN cTaH (BIAMOBITA€E S4 3TITHO 3

(opManizali€ero ), y IKUid areHT NepexXOAuTh MPH MiITBEPA>KEHOMY Bi3yaJlbHOMY KOHTAKTI

3 ]_IiJIJII-O. OCHOBHUM 3aBJaHHAM TYT € MoveToEnemy, ke I[I/IHaMiLIHO OHOBJIIO€ IIIAX JO

pyxomoro o0’ekta (HagBOmHOrO npoHa). Jlorika BuUXoAy 31 cTaHy 0a3yeThCs Ha JBOX

YMOBax:

o

OnLostSight — BTpara Bi3yaJbHOTO KOHTAKTy, IO TMEPEBOAUTH arcHTa B
PEXKUM TMOITYyKY a00 MaTpyTrOBaHHS;

OnDistance < AttackRange — CKOpOYEHHS IUCTaHIi A0 e(EeKTUBHOT
BIJICTaHI1 CTPLIBOM, 11O 1HILIFO€ IEPEXIJT y CTaH aTaKH.

Attack (Ataka) — OOHOBUH CTaH, y $KOMY BHUKOHYETbCA 3aBIaHHS
PerformAttack. Ile 3aBnanns Bukinkae C++ meron FireWeapon () Kiacy
AEnemyBaseUnit. Ilepexin Hazaj y cTaH TepeciigyBaHHS BiJOyBa€ThCH,
SKIIO JUCTaHIlIS 0 Il 30UIblyeTbes (OnDistance > AttackRange),

a00 SIKIIO 11Tk 3HUIIEHO (OnEnemyDe feated).

KitouoBum enementom peamizaiiii € ymoBu nepexofiiB (Transition Conditions),

BiJ1I0OpaxkeH1 Ha rpadi (3eneHi O6goku Ha puc. 3.2). BoHu He MICTATh CKIAAHOI JIOTIKU

BCepearHI cebe, a uine 3uuTyroTh 3HaueHHs 3 Blackboard, sikuit HanmoBHIOETHCS JaHUMHU

BiJl CeHCOPIB AT Perception Ta komnoHneHTta agantaiii UAdaptationComponent.

Hanpuknaa, ymoBa mepexoqy B CTaH aTaku 0a3yeThCs Ha MOPIBHAHHI MOTOYHOL

TUCTaHIli 10 TargetActor 3 mapameTpoM JanbHOCTI 30poi. Lle mo3Bomnse quHAMIYHO
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3MIHIOBAaTH TOBEIIHKY: SKIIO aTaNTUBHUK anroput™ (peaiizoBanuii y C++) 3MIHUTH
CTHJIb TIOBEIIHKM Ha OLIBII arpeCHMBHUM, 3MIHUBIIM JOMYCTHMY JWCTaHIlito, StateTree

aBTOMAaTUYHO BiJIpearye 3MiHOIO MOMEHTY Mepexofy Mk ctanamMu Chase Tta Attack.

L. Root

<4 Stale Tree Companent

Al_Behavior_Tree

Slate

Patrol
Task

OnLostSight

7 OnDistance < Attackflange ¥ OnDistance > Attackfange
i OnSeeEnemy

Pucynok 3.2 — State Tree nns agantuHoro 111 roniTiB

Taka apxiTekTypa 3a0esnedye MOAYJIbHICTh cuctemu: StateTree Bigmosigae
BUKJIFOUHO 32 MEPEMUKAHHS TII00ANTBHUX PEKUMIB, JEIETYI0OUH HU3bKOPIBHEBI OOUMCIICHHS
C++ xkjacaM, a TaKTMYHI MaHeBpu — JepeBam mnoBeniHku (Behavior Trees), sxi
BUKJIMKAIOTHCS BCEPEINHI OKPEMHUX CTaHIB.

Axmo StateTree BianmoBijae 3a mI00adbHI MEPEXOU MIXK CTaHAMU (CTPATETIiIO), TO
KOHKpPETHa MOCIIJOBHICTh NI y KOXKHOMY CTaHi (TakTHKa) peaii3oBaHa 3a JIOTIOMOTOI0
nepes noseninku (Behavior Trees). Llelt iHCTpyMEHT [103BOJIIE CTBOPIOBAaTH MOYJIbHY
JIOTIKY, fIKa JIETKO MAacIITa0yeTbCsa Ta Halaromxkyerbcsa. Ha puc. 3.3 HaBeqeHO CTPYKTypy
pPO3pOOIEHOr0 JiepeBa IMOBEAIHKH, SKE BUKOPUCTOBYETHCA SK OCHOBHMM IIaONOH 7S

BOPOXKHX FOHITIB.
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pre

4. Reposition

Pucynok 3.3 — Behaviour Tree agantunoro I roHiTIB

JlepeBo TmounHaeTbcs 3 KopeHeBoro Bysna (Root), Axkuil mepemae ymnpaBiliHHS
KOMIO3UTHOMY By3iy Ty Selector (mo3HaueHui ¢hioJeTOBUM KOJHOPOM Ha CXeMi).
CenekTop mpaifoe 3a MPUHIMIIOM NPIOPUTETHOCTI 3J1iBa HAMPaBO: BIH HAaMaraeThCs
BUKOHATH miepury ruiky (Attack), 1 sikio BoHa moBeprae craryc Failure (Hanpukiai,
BOpOra HE BHIHO ab0 BiH 1032 30HOIO JOCSKHOCTI), YIIPABIIHHS NEPENA€ThC HACTYHIN
riti (Patrol a6o Find Cover).

PeanizoBaHo Tpu OCHOBHI TaKTHYHI MTOCITOBHOCTI (Sequence):

1. Sequence: Attack (ATtaka) — 1S TiJKa aKTUBYETbCS, KOJIM YMOBH JI€KOPATOPIB
(manpuknan, Blackboard: HasLineOfSight 1is Set) € icTuHHMMHU. BonHa
BHUKOHY€ CYBOPY MOCII0BHICT OOHOBUX Aiil:

e Estimate Distance — HOBOCTBOpEHE 3aBIaHHs, SIKE PO3PAaXOBYE TOUYHY BiJICTaHb
no wim (TargetActor) ta 3amucye ii y Blackboard. Ile neoOximHo misi BUOOpY
MPaBUIILHOTO THUITY aTaKu;

e Choose Weapon — joriyauwii By30i, sSKWi oOupae TN 30poi (KyleMmer s
ONMMKHBOTO 0010, PAKETH JIJIsl JATBHKOTO) HA OCHOBI IMCTAHIIII.

e Fire — 3aBmanns, ske Bukimkae C++ wmerom FireWeapon () y Kiaci

AEnemyBaseUnit . BoHO akTUBYy€e aHIMaIli0 IOCTPIIY Ta CIIaBH CHAPSIIIB.
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e Reposition — 3Mymye 60Ta 3MIHUTH MO3MIIIO MICAS YEprd MOCTPLUIB, 1100
YCKJIQAHUTH MPULILTIOBAHHS OTIepaTopy JpOHa.

2. Sequence: Patrol (IlarpymtoBaHHS) BUKOHYETHCSI, KOJIM HEMAaE aKTUBHUX 3arpos.
s mocmioBHICTE 3a0e3Mmeuy€e aBTOHOMHHM PyX aKBaTOPI€rO:

e Get Waypoint — 3aBmaHHS, IO 3BEPTAETHCS N0 CHUCTEMH HaBirarmii s
OTPUMaHHS HACTYyITHOI TOYKH MaTPyIFOBaHHS;

e Move To — cranmaptHuii By3on Unreal Engine, sikuii Oyaye nuisix uepes
NavMesh 1 mepeMinnye areHTa 10 3aaHUX KOOPIWHAT;

e Wait — may3a B Toulll IpU3HAYEHHS (IMITAIlIs OTVISIY TEPUTOPIT).

3. Sequence: Find Cover (Ilomyk yKpuTTsl) — 115l T1JIKa Ma€ KPUTUYHE 3HAYCHHS TS
BIDKMBAHHS areHTa. BoHa BUKOPUCTOBYE pe3ysIbTaTy MMPOCTOPOBOTO aHATI3Y:

e EQS Query 3amyckae 3anuT J0 cucremMu Environment Query System
(EQS_FindCover), onucanuil y 1. 3.1. By3on noBeprae Halikpalily TOUKY, SIKa IIPUXOBY€E
IOHITA B1J] MPSMOTO TOTJIS Ty TPaBIIf;

e Move To 3abe3neuye mBHUAKE MEPEMIIIEHHS O 3HANACHOTO YKPUTTS.

s 3abe3neuenHs 3B's3ky Mk Behavior Tree Ta siapom cuctemu Ha C++ Oyio
CTBOPEHO BIACHI KJIACH 3aBJaHb, ycHaakoBaHl Bl UBTTask BlackboardBase. Y
MeToll ExecuteTask IUX KJIaciB peai30BaHO 3BEPHEHHS O KOMIIOHEHTa ajarTarlii
UAdaptationComponent. Hanpuknan, 3apnanus Estimate Distance He mpocTo Mipse
BIJICTaHb, a TAKOX Mepeae 1l AaHl B MetricsCollector Is aHali3y TOro, Ha sIKid
nucTaHIlli 00T HalledekTuBHiIIe BCTymae B Oiif. le mo3Bomsie aganTuBHINA cUCTEMI 3 YaCOM
KOPUTYBATH JOIYCTUMY JUCTAHIIIIO BIIKPUTTS BOTHIO. Taka CTpyKTypa JAepeBa MOBEAIHKA
JI03BOJISIE aT€HTY JTISTH THYYKO: BiH aTaKye, KOJIM Ma€ TepeBary, aBTOMaTUIHO ITEPEXOIUTh
710 TIATPYJIFOBaHHSI TPU BTPATI 111, Ta MIYKA€ YKPUTTS, KOJIU CIPAIlbOBYIOTH BiJIIIOBIIHI
ymoBu y StateTree.

Jns  3a0e3neyeHHsT LEHTPaTi30BaHOTO OOMIHY JaHUMH MIX CEHCOPHUMH
CHUCTeMaMHM, MOIYJISIMU MPUUHATTS pillIeHb Ta MiJACUCTEMOI0 BUKOHAHHA I peali30BaHO
akTuBHUM 1H(DOpMatiiHuii pecypc — Blackboard. V cepenoumii Unreal Engine 5 neit
KOMITIOHEHT CTBOPEHO sk Blackboard Data Asset, mo 103BoJIsi€ TUHAMIYHO 30epiraTtu Ta

3MIHIOBaTH 3MIHHI 111 YaC BUKOHAHHS CUMYJIALII.
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Ha puc. 3.4 300paxeHo cTpykTypy peanizoBaHoro Blackboard, sika MicTUTh MOBHUI

Hal1p KIIt04iB, HEOOX1THUX JIJ1s1 PyHKITIOHYBaHHSA anantuBHoro 1.

MName Type Value
* SelfActor Object Object =
PlayerVisible Bool B
IsUnderFire EBool i
HasAlly Bool E
= DistanceToTarget Float 0.000
= TimeTolntercept Float 0.000
= Weatherimpact Float
SensorReliability Float
AlertLevel Int
HealthState It
MissionObjective Int
TargeiLocation Vector
*. AgentPosition Vector
s CoverPosition Yector
* TargetActor Object
B AllyAgents]] Object Array
* CommandingOfficer Object
CurrentBehavior Enum
ThreatAssessment Enum
WeatherCondition Enum

Pucynok 3.4 — Blackboard agantusroro 1111 roniTiB

Ha ocHoBl (dopmamizauii, npoBeneHoi y apyromy posaun (popmyna 2.5), y
MPOrpaMHOMY IIPOAYKTI peajii30BaHO HACTYIIHI IPYIHU KITIOYiB:

1. Kiroui cripuitHATTS Ta IIICBKA3aHHS:

» TargetActor (Object): 30epirac mnocuiIaHHS Ha BHSIBICHOTO TIpaBLs
(HanBonHUM APOH). € OCHOBHUM TPUTEPOM JUIsl IEPEXOY Y CTaH aTaku;;

* TargetLocation (Vector): KoopAMHATH 1111 Y TIpocTopi. BukopucroByeThes
HaBITaliHOI0 CUCTEMOIO /17151 TOOYA0BH MApUIPYTY MEPEXOTICHHS;

» PlayerVisible (Bool): OyneBuii mpamopeilb, IO MHUTTEBO OHOBIIOETHCS
cucteMoro AIPerception. [lo3Bonsie nepeBy MOBENIHKM MEPEPUBATH MATPYIIOBAHHS
Ofjpa3y MpY BCTAHOBIIEHH] 30pOBOTO KOHTAKTY;

» DistanceToTarget (Float): auHamiuHO OOYHCIIOBaHA BIJICTaHb, SKa
BIUIMBAE Ha BUOip 30poi y Behavior Tree.

2. Kurodi BHyTpPIIIHBOTO CTaHy Ta afanTarii:
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» AlertLevel (Int): umcnoBe 3HaueHHs piBHA TpuBoru (Bim 0 g0 3), mio
CUHXpOHI3ye poboty StateTree. 3mMiHa OrO KIt0Ya KOHTPOJIEPOM IHIIIIOE MEPEXia MIXK
rnobansauMu ctanamu (Idle -> Patrol > Alert);

* HealthState (Int) Ta IsUnderFire (Bool): kitoui, 10 BiAMOBIAAIOTH 3a
THCTHHKT caMo30epexxeHHs. Skimo IsUnderFire CTa€ frue, akTUBYETbCA TUIKA MOIIYKY
YKPUTTSL.

* ThreatAssessment (Enum): nepeniueHHs, o BigoOpaxae OLIHKY 3arpo3H,
pO3paxoBaHy KOMIIOHEHTOM ajanTaili UAdaptationComponent.

3. Kuroui cepenoBuiiia Ta HaBiraii:

* WeatherCondition (Enum) ta WeatherImpact (Float): yHikanbHI KiItoui
Uil 1aHo1 po3poOku. WeatherImpact 30epirae Koe(dilieHT BIUIMBY MOTOAM (XBUII,
TyMaH) Ha TOYHICTh ceHcopiB. Lle mo3Bossie peainizyBaTH aAanTUBHICTH: MPU TOTaHIN
noroii 60T 3MEHIITY€ JUCTAHIIIO BIAKPUTTS BOTHIO;

= CoverPosition (Vector): KOOpIMHATH HAWOIMKIOTO YKPHUTTS, 3HAWICHI 3a
nonomororo EQS-3anury.

4. Kmou woopaunaiii AllyAgents (Object Array) Tta HasAlly (Bool):
BUKOPHUCTOBYIOTHCS ISl peai3allii rpyrnoBoi MOBEMIHKH, JO3BOJISIOUN arcHTaM «3HATH»
PO COIO3HMKIB MOPYY Ta YHUKATH TyOITFOBaHHSA JIH.

Omnonnenns 3Ha4eHb y Blackboard BinOyBaeTbest B peansHOMYy uaci uepe3 C++ kiac
KOHTpoJiepa AEnemyAIController. Sk onucano B migpo3aun 3.2.2, wMeTon
OnTargetPerceptionUpdated 3amucye naHi 6€3MocepenHbo y BIAMOBIIHI KITIOUI .
Hampuknan, mnpu BTpari BI3yaJbHOTO KOHTAaKTy KOHTPOJEP OHOBIIOE  KIIIOY
TargetLocation OCTaHHIMH BIJJOMUMH KOOpPAMHATAMH, ajie¢ 3HIMAE TMPANOPEIh
PlayerVisible.

Jlnst peanizanii 300py iH(poOpMaIlii TPO HABKOJIUIIHE CEpeNoBUIE (MHOXHHA
CEHCOPHHMX CIIOCTEpPEKEHb, omucaHa ¢GopMmynoo 2.4) BUKOPUCTAHO KOMIIOHEHT
UAIPerceptionComponent. lled Moaynb BUCTyMae "oyuMa Ta ByxaMU' areHra,
JI03BOJISIIOUM MOMY PEECTPYBATH Bi3yasbHI, aKyCTUYHI Ta MOIHI CTUMYIU B peaTbHOMY

qaci.
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Ha puc. 3.5 300pakeHO HajamTyBaHHS KOMIIOHEHTA CHPUNHSATTA JJiI BOPOXKOTO
toHiTa B pemaktopi Unreal Engine 5. JKoBTuii koHyc BijloOpaxka€ 30HY BI3yaJdbHOTO

OXOIUICHHS, a cepruyHi JIiHIi — palycu CIIyXy Ta FapaHTOBAHOTO BHBIICHHS.

Al Pereeption:
Captures vizual, acoustic, radar, &

event signals for Sensor
Processar filtering.

Pucynok 3.5 — Al Perception B agantusHomy 1 toHiTiB

VY pamMkax cuCTEMH HaJalITOBaHO TPH KIIIOYOBI 4yTTs (Senses), skl BU3HAYEHI y
koH(pirypanii ATISenseConfig:

1. Al Sight (3ip) € ocHOBHUM pkepesoM iHpopMallii aJisi Mepexony y CTaH aTakKH.
[TapameTpu koHpirypariii, BimoOpaxkeHi Ha ma”eni "Details" (puc. 3.5), BKIto4aroTh:

. Sight Radius: JlanbHiCTb 30py (BCTaHOBJIEHA IWHAMIYHO, B cepeaqHboMy 3000-
5000 roHITIB), 110 BU3HAYAE, K JAJICKO areHT MOXE OQYUTH IILJIb.

. Lose Sight Radius — nucrtaHiis, Ha sKkid areHT "ryouTh" 1iab. Bona
BCTAHOBJIEHA TPOXH OUIBIIOO 32 pajlyCc BUSBICHHS, 100 YHUKHYTH 4acoro MepeMHUKaHHs
CTaHIB Ha MEX1 BUIUMOCTI (€(heKT MEPEXTIHHS).

. Peripheral Vision Angle — xyT nepudepiitHoro 3opy (Hampukian, 90° mis
mixoty, 120° ausa texuikm). Lle oOMexye mosne 30py, T03BOJISIOYN TPABITIO MAKPACTHUCS 10
BOpOTra 3 TUITY.

. Detection by Affiliation — nanamTyBaHHs, 110 J103BOJIAE€ po3pi3HATH "Boporis"

(rpaBenp), "Heitrpanis" Ta "JIpy3iB".
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2. Al Hearing (Ciyx) 103BOJIsiE areHTy pearyBaTd Ha IIyM JIBUTYHA HaJBOJHOTO
JpoHa a00 BUOYXH, HAaBITh SKIIO BIJICYTHIM NMpsAMUI Bi3yadbHUM KOHTAKT. [Ipu peectpariii
3ByKy B Blackboard 3amucyerbcsi opieHTOBHE MicIie JpKepena IIymy, IO 1HIIIIOE CTaH
Investigate (Po3Biaka).

3. Al Damage (BiguyTTs MOIIKOIKEHb) — MUTTEBUN TPUTEP, KU CIIPAIIbOBYE MPH
OTpUMMaHHI YKo/ KeHb. lle 103Bosisie peani3yBaTd 1HCTUHKT CaMO30EpEKEHHS: SIKIIO
areHT OTPUMYE MOIIKOMKEHHS 3 HEBIJJOMOIO HAMpPSMKY, BIH aBTOMAaTHUYHO MEPEXOIUTh Y
ctan Alert abo Retreat, HaBITh He 0aUayy HaIaJIHUKA.

OOpoOka curHaliB BiJ CEHCOPIB 3iilicHIOeTbess y CH++  Kiaci KOHTpoJepa
AEnemyAIController. Ilpu iHimiam3anii KOHTpojiepa BiAOyBaeTbCcs MIANMCKA Ha
nenerat OnTargetPerceptionUpdated. Jlorika 00poOku, peaii3oBaHa B arOpuTMI
1.2 (Honatox A), BUKOHYE (IIBTpAIlil0 Ta IHTEPHPETAILIIO CUTHAIB:

1. Inentudikarmis: [lepeBipsieTses, un BusiBiaeHuil akrop Mae ter "Player" (Actor-
>ActorHasTag ("Player")), 100 YHUKHYTH peaKilii Ha XUOH1 IL1.

2. O6po0ka crany:

® SKIO CTUMYN akTuBHUU (WasSuccessfullySensed()), 1le O3HaA4Yae, 10
rpaBelb YBIWIIOB y 30HY CHpUUHATTA. OHOBIIOETBCA KIto4 Key TargetActor, IO
MUTTEBO 3amycKae riiky araku y Behavior Tree;

® KO CTUMYJ BTpa4eHO (HampuWKIad, TpaBellb 3alIUB 3a CKEJ0), CHUCTeMa
3anaM'sITOBY€ OCTaHHIO B1IOMY IO3UILIIO Yepe3 KMtod Key LastKnownLocation.

Taka peamizaiiis 3abe3medye IMITaIlll0 KOPOTKOYACHOI Mam'sTi: areHT '"3Hae", nae
3HHMK BOPOT, 1 MOX€ MOIUIMCTU Ty JUIsl IEPEBIPKHU, 1110 3HAYHO MiABUILYE PEaliCTUYHICTh
MOBEIIHKY MOPIBHSIHO 3 IPOCTUMH CKPUITAMHU.

Jlnst  3a0e3meyeHHsT TaKTHMYHOI TPAMOTHOCTI TEPEMINIEHHS BOPOXHUX IOHITIB
peali3oBaHO MiJICUCTEMY MPOCTOPOBOTO aHamizy Ha 6a31 Environment Query System
(EQS). 1Ile#t iHCTpyMEHT [JO3BOJIIE TIPOTPAMHO peajli3yBaTH aJrOPUTM  TMONIYKY
ONTUMAJILHOI TOYKH X y mpoctopi (popmyna 2.24), OILIHIOWOYHM MHOXHHY KaHJAWAATIB 3a

Ha0OpPOM 3BaKEHUX KPUTEPIIB.
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Ha puc. 3.6 npogemoHcTpoBaHO JOTiKy BUKIMKY EQS-3amuty B cepemoBui

Bi3yaJIbHOTO CKpUNITUHTY Blueprints.

& StartSpannProcedure

< StanSpavnProcedere

& StariSpawnProcedur

Pucynok 3.6 — Environment Query System B agantuHomy LI toHiTIB

Cuctema 3acHoBaHa Ha BukopuctanHi Query Templates (11aGnoHIB 3amuTiB), sKi
BU3HAYaIOTh MpaBujia reHepailii TO4oK Ta GOpMyJIH iX OI[IHKU:

1. EQS FindCover (ITomryk ykpuTTs):

= (QGenerator BUKOpUCTOBYe Points: Grid (CiTKy TOYOK) HaBKOJO areHra
paaiycom 1500 onunuUIIb.

= Test 1 (Visibility) —Trace Ttect mo kaHaimy Visibility 3 KOHTEKCTOM
TargetActor. BaroBuii koedimient BcranoBieHo Ha -1.0. Ile o3Hayae, moO TOUKH, 3
SAKUX GUOHO TPABI, OTPUMYIOTH mTpad, a TOYKU, MPUXOBAHI MEPEIIKOAAMH (CKEIISIMH,
OyIiBISIMHU ), OTPUMYIOTh MAaKCUMAJIbHUN MTPIOPUTET.

= Test 2 (Distance) — mepeBara Hama€ThCAd TOYKaM, SIKI 3HAXOMSATHCS OMUXKYE O
MOTOYHOT 1Mo3uMii 60Ta, 1100 MIHIMI3YBaTH Yac MEepeO’KKHU I1i]] BOTHEM.

2. EQS_AttackPosition (ITo3urttis qj1s aTaku):

» Generator — Points: Donut (KUIbLE), IO BHKIOYAE 3aHAATO OJM3BKI
JIUCTAHI].

= Test 1 (Visibility) — BaroBuii koedirient +1.0 (motTpiOHa npsMa JiiHis BOTHIO).
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= Test 2 (Dot Product) orintoe kyT moBopoTy. OOUparOThCS TOUKH, K1 JO3BOJISAIOTh
aTakyBaTu rpaBls 3 ¢aHTy ado THITY, yHUKAIOUH JIOOOBUX 31TKHEHbD.

Ax moxaszano Ha pwuc. 3.6, inTerpamiss EQS y moBemiHKOBY MOeIh BHKOHYETHCS
yepe3 By30d Run EQS Query. IIporiec 06poOku cKI1agaeThCsl 3 HACTYMMHUX KPOKIB:

1. Kontponep iHiIiO€ 3amuT, Iepeaarod BIAMOBIAHUN MIa0aoH (HA CKPIHIIOTI —
BXIJIHUM IiH Query Template).

2. CucreMa aCHHXPOHHO BUKOHY€ T€HEpallilo TOYOK Ta X TeCTYBaHHS, HE OJIOKYIOUH
ocHoBHUH irpoBuii otik (Game Thread).

3. Byzon Get Best Item from Query moBepTae KOOPJAWHATH TOYKW 3 HaWBHUIIHUM
cymapuuM 6anom (Highest Score).

4. OtpuMani KoopJaUHATU TiepenaroTbes y dyHkiito Move To Location, sxa Oynye
nuiax yepe3 NavMesh Ta 3amyckae pyx nepcoHaxa.

Taka peamnizaiist JO3BOJIA€E areHTaM JAMHAMIYHO aJalTyBaTHCS A0 3MIH I€OMETpii
PIBHSI: SIKIIO T'paBels nepeminnyerses, EQS aBTOMaTHYHO 3HAXOJUTH HOBI YKPUTTS a0o
BOTHEBI MO3MUIIII, 0 pOOUTH MOBEAIHKY BOpOra HerepenadadyBaHOIO Ta CKIIATHOIO JIJIst
MPOTHUII.

Jlnst 3a0e3neyeHHsT MOXKJIMBOCTI aBTOHOMHOTO TEPEMIIIEHHST BOPOXKUX IOHITIB
ITPOBUM pPIBHEM pealii30BaHO HaBIraliiHy cuctemy Ha 0asi Navigation Mesh (NavMesh).
OCKUTBKM CUMYJISITOP MOJEIIOE BOAHE CEPENOBUINE, CTaHAAPTHI HaJAIITyBaHHS HaBirarii
Unreal Engine 5, po3paxoBaHi Ha MINMIOXO/iB, OyJaM aganToOBaHi JUIsl BUKOPUCTaHHS Ha
MOBEPXH1 BOJIU.

Ha puc. 3.7 mnponemonctpoBano ¢parment soriku (Blueprint Graph), o
BIJIMIOBIZIa€ 3a TEHEpAIlll0 MapHIPYTiB TATPYIIOBaHHS 3 BHUKOPHCTAHHSM HaBIraIiiHOl
CITKH.

s noOy10BH Manu IIPOXiTHOCTI y CLEHY JIOIAaHO 00'exT
NavMeshBoundsVolume, SIKH OXOIUTIOE BCIO ITPOBY aKBaTOpilO. Y HaJalITyBaHHSX

redeparopa (RecastNavMesh) 3MiHEHO MapaMeTPH areHTa:

o Agent Radius 3017bIIEHO AJIA BiAMOBITHOCTI rabapuTaM KarepiB Ta KOpadIiB, 110
JI03BOJISIE  aBTOMAaTUYHO OMHHATH OCTPOBM Ta CTAaTHYHI MEPeIKoau 3 Oe3MeuyHuM

BIJICTYTIOM.
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o Agent Height wanamToBaHo Tak, 1100 HaBiramiiiHa ciTka OyayBanacs

6e3mocepenHbo Ha piBHI BoaHOI oBepxHi (Water Body Ocean).

[ Sl Mave b Losarion

d

Pucynok 3.7 — [IporpamHua peasni3zaiis JOriKy narpyiatoBanHs yepe3 NavMesh

Ax mokazaHo Ha pwuc. 3.7, Jorika BUIBHOTO TMAaTPYJIIOBaHHS peaizoBaHa dYepe3
KaCTOMHY Tofil0 StartPatrol y Blueprint-knaci Hairaiii. AJTOPUTM BUKOHAaHHS
HACTYITHUU:

1. I'eneparrisi LiIbOBOI TOYKKM BUKOPUCTOBYEThCA QYHKUIA Get Random Point
in Navigable Radius. BoHa oOupae BHUIAJKOBY KOOpJAWHATY B MeXaxX 3aJaHOTO
pajzlyCcy HaBKOJIO areHTa (3MiHHa Radius), TapaHTYIOUH, 110 I TOYKA 3HAXOIUTHCS Ha
BaJIiTHIM HaBIramiHii ciTii (Ha BOJ1, a HE Ha CKEJIsIX).

2. Ilpoekmiss Ta Bampaimiss — By30l Project Point to Navigation
JOJJATKOBO TEpeBipsie, YW AIMCHO 3HAWIEHA TOYKA € JIOCSKHOIO JUIsl TOTOYHOTO THITY
HaBIraliiHUX JaHUX.

3. BukoHaHHs nepeMilIeHHs] OTpUMaHa KoopAuHarTa nepenaerbes y GyHkuiro Move
To Location. llei By3oa 3BepTaeThesa 10 koHTposiepa I (Get AI Controller)
Ta 1HIIIIOE PyX areHTa J0 11, aBTOMAaTUYHO PO3PaXOBYIOYH TPAEKTOPI0 00X0ay

JTUHAMIYHUX TTEPEITKOI.
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Taka peam3zamiss 3a0e3medye 0a3oBy MOOUIBHICTH areHTIB, sKa  Hajaml
BUKOPHUCTOBY€EThCS OUbIN ckilaguuMu cuctemamu (Behavior Tree ta EQS) ny1st BukoHaHHS
TaKTUYHUX MAaHEBPIB, TAKUX SIK MEPEXOIJICHHS a00 BIJICTYTI.

I cTBOpEHHsI Bi3yallbHOI PEaJiCTUYHOCTI TOBEIIHKA BOPOXXHX IOHITIB, sKa
BIJIMOBIAA€ IXHIM (I3UYHUM JisIM Y CUMYJSTOPi, PO3pOOICHO aHIMaliiHUN KOHTPOJIEp
Animation Blueprint. lleii KOMIOHEHT BHCTyHa€e MOCEPEAHUKOM MK JIOTIKOIO PyXy
(C++/NavMesh) ta ckenernoro citkoro (Skeletal Mesh) nepconaxa.

Ha puc. 3.8 mponeMOHCTpOBaHO CTPYKTypy aHiMaiiitHoro rpada (AnimGraph),

SIKAM KCpyeE 3MIHOIO 1103 IICPCOHAXa B pCaJIbHOMY yaci.

Pucynok 3.8 — Peanizaliis MallimHu CTaHiB JUIsl aHIMAaLlli pyxy

OCHOBHMM €JIEMEHTOM CHCTEeMH € MmamuHa ctaHiB Locomeotion, 300paxkeHa Ha
cxeMi. Bona 3a0e3neuye 1uiaBHI mepexoau MK TpboMa 0a30BUMHU CTaHAMH 3aJICKHO Bif
HIBUAKOCTI TIepeCyBaHHs arcHTa:

1. Idle (Cnokiit) akTUBYEThCS, KOJW IIBUAKICTh areHTa HaOMKAEThCS N0 HYISA
(Speed = 0). [Iporpaetbcs IUKIIIYHA aHIMAITlIS JTUXAHHS Ta OTJISY.

2. Walk (Xoap6a) akTUBYETBHCSI PU HU3BKINA MIBUAKOCTI MEPEMIIIEHHS (HAIPUKJIIA,
1] Yac NaTpyIIOBaHHS).

3. Run (bir) BUKOPUCTOBY€ETHCS MPU BUCOKUX LIBUIKOCTSX, KOJIHM areHT MEePEeXOAUTh

y ctaH niepeciiayBanHs (Chase) abo Breui (Retreat).
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[lepexoqu MK IIUMU CTaHAMH KEPYIOThCS 3MIHHOIO Speed, sika OOYUCITIOEThCS B
Event Graph Ha ocHOBI BekTOopa mBHAKOCTI (GetVelocity), orpumanoro Big CH++
Ki1acy AEnemyBaseUnit.

Jlnst peanizaiiii MOXKIMBOCTI BEJIEHHS BOTHIO IMiJI 4ac PyXy BHKOPHCTaHO BY30I]
Layered Blend per Bone (Buano y crucky 3MiHHUX Ha puc. 3.8). Llg TexHika A03BoJIsIE
PO3AUIUTU CKEJIET Ha JIBl YACTUHH:

e HwkHsA yactuHa Tia (Lower Body): BiaTBOproe animariii 6iry abo xoap0u 3
MamuHU cTaHiB Locomotion;

e BepxHs uactuHa Tina (Upper Body): BiATBOproe aHiMaiii NPULIIIOBAHHS Ta
CTpLIbOU, SIK1 BUKIIMKAIOThCS nofisiMu 3 Behavior Tree (Hampukiaz, 3aBaaHHsIM Fire).

Jlanuii miaxiag 103BOJSIE BOPOKOMY IOHITY, HANpPUKIAL, OIFTH 10 YKPUTTA 1
OJTHOYACHO CTPUIATH B OIK TpaBIli, L0 CYTTEBO MIABUIILYE JUHAMIKY Ta CKJIAIHICTh

OOMOBHX CLIEHAPIIB.

3.3 ExciepyMeHTaNbH1 TOCTIKEHHS Ta TECTYBaHHS

Jlnst mepeBipKM BHUCYHYTOI TiMOTE3W NPO €(PEeKTUBHICTh aJaNTUBHOI CHUCTEMHU
IITYYHOTO 1HTENEKTY OyJ0 MpPOBEACHO CEpPIl0 EKCIEPUMEHTAIbHUX JOCIIIKEHb Y
po3pobieHomy cumyiasaTopi Ha 06a3i Unreal Engine 5. Mertoro ekcrniepumeHTy Oyiio
OTPUMaHHS KUIbKICHUX TMOKa3HUKIB POOOTH CUCTEMHU 3TiJTHO 3 METOJIMKOI, OMHUCAHOK B
m. 2.4.

ExcriepumenTanbHi  TOCTIPKEHHS TPOBOAWIMCA Ha amaparHiid  1oiardopwmi,
XapaKTEPUCTUKHU SKOI BIIMOBITAIOTh PEKOMEHIOBAHMM BHMOTaM, BHU3HaYeHUM y 1. 3.1.
Jlnst 3a0e3nedeHHs] YUCTOTH EKCIEepUMEHTY Oyiio 3adiKCOBaHO HACTYIHI TapaMmeTpu
CUMYJISIIII:

e yactora oHoBieHHA (i3uku Ta joriku (Tick Rate): ctabinphi 60 FPS (16.67 mc).

® KUIBKICTh MOTOKIB Ipouiecopa aist 00poOku HII: 2 BuaiieHnX NOTOKHU.

e cumysslis rigpoauHamiku (Buoyancy): yBIMKHEHa, 3 PO3pPaxyHKOM XBHJIb Y

peanbHOMY Yaci.
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Ha puc. 3.9 nponeMoHCTpOBaHO 3arajibHUNA BUIVISA CUMYJIAILIITHOTO CEpeOBHINA i
yac MPOBEJCHHS TeCTyBaHHs OoioBoi B3aemomii. Ha 300pakeHHi BuIHO 1HTEepdeiic
oneparopa (HUD), saxuii BimoOpaxkae MOTOYHY AUCTaHIii0 g0 it Ta craryc I

("Engage"), 1110 miaTBEpIKY€ KOPEKTHY pOOOTY CHCTEMH CEHCOPIB.

Target Distance: 1200m
Health: 100%
Al State: Engage

Pucynok 3.9 — ExcnepuMeHTanbHa CLEHa:

30JIM>KESHHS HaJIABOAHOI'O APOHA 3 BOPOKUM Kopa6neM

BianoBigHo 10 mutaHy qocCiiIKeHHs, OyJio HAJaIlITOBAaHO JB1 KOHGITYpallli BOPOKUX
IOHITIB JJI MOPIBHSJILHOTO aHAII3Y:

1)6azoBa cucrema (Control Group). [Hns peamizamii cuenapito «Scripted Al
Baseline» Oymo cTBOpeHO KOHTponep AScriptedAIController. Y 1bOMY
KOHTpoJiepi OyJo JeaKTUBOBAHO KOMIIOHEHT UAdaptationComponent, a Moayias EQS
3aMIHEHO Ha IIPOCTY HaBiraiiro 10 Touku. [loBeginka 6a3yBanacs Ha KOPCTKUX MpaBUIaX:
npsiMa aTaka npy BUSBJICHHI, BIACTYII JIHILIE IPU KPUTUHUHOMY piBHI 300poB's (<20%);

2)anantuBHa cuctema (Test Group). BuxopucroByBajga MOBHY apXiTEKTypy
AEnemyAIController 3 aktuBHUMH Moayismu StateTree, EQS Ta yBIMKHEHUM
HaBYaHHAM Helpomepexi Bar (Gradient Descent).

TecTyBaHHS MPOBOAMIOCS HAa TPHOX TUIAX MAIl:

e Map Test 01 (Open Ocean) — BiAKpHUTa aKBaTOpisl AJsl TECTyBaHHS 4Yacy peakiii

Ta TOYHOCTI CTPUIHOH;
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e Map Test 02 (Archipelago) — nmokarist 31 ckemsmu (puc. 3.10) 115 mepeBipku
poOOTH HaBIramiiHOi CITKM Ta MNOHIyKy YkputTiB uepe3 EQS. Ha miit kaprti Oyno
MPOrPaMHO 301JIBIIIEHO BUCOTY XBUJIb JIO 2 METPIB.

e Map Test 03 (Squad Operations) — po3mMpeHa 30Ha IS TECTyBaHHSA

KOOpJMHAILIIl TPYTH 3 TPhOX areHTIB.

Pucynox 3.10 — TecTyBaHHs MaHEBPEHOCTI IpOHA B YMOBAaX XBIJIFOBaHHS HA MOPI

[lepen mouaTkoM MacoBOro 300py AaHUX OyJ0 MPOBEIECHO eTamn Baijaiii (Sanity
Check) nns mepeBipkd KOPEKTHOCTI JIOTIYHUX TMepexoiiB. sl bOro BHKOPHCTOBYBaBCS
BOynoBanuii incTpyMeHT Visual Logger, sxuii no3Bossie 3anucyBaru ctad [ mokamposo.

Ha puc. 3.11 naBeneHo pesynabraTu npodiitoBaHHS OJHIET 3 ceciil. Y JiBii YacTUHI
(Timeline) BugHO MOMeHTH 3MiHU cTaHiB StateTree (OmakutHi 6ioku "Patrol -> Attack™)
Ta 3aBepiieHHs 3anuTiB EQS (momapanyesi 6moku "FindBestTarget").

BizyanpHuii aHasni3 miaTBepauB, 1I0:

1) cuctema KOPEKTHO PEECTPYE MOAI0 BUSBICHHS (Tepexin 31 ctany Patrol y Attack
Ha 40-i1 cexyH1);

2) 3anutu npoctopoBoro anaiizy (EQS Query Finished) BukoHy0ThCS aCHHXPOHHO
1 He OJIOKYIOTh OCHOBHHMI MOTIK;

3) TpaexTopis pyxy (BimoOpakeHa JiHIsIMU y BIKHI Viewport mpaBopy4) BiAMOBIIaE

pPO3paxoBaHUM TOYKAM HaBirarfii.



Pucynok 3.11 — Anani3z noeainku 1111 3a monomororo Visual Logger:

TaliMJIaliH 3MIHHM CTaHIB Ta TPAEKTOPIS pyXy

30ip JMaHMX 3A1MCHIOBaBCA aBTOMATUYHO 3a JOMOMOTOI0 PO3pPOOJIECHOr0 Kilacy
AMetricsCollector. AIropuT™M NpoOBEACHHS TECTIB OYB HACTYTHUM:

1) 3amyck cumyssnii yepe3 ASimulationGameMode;

2) dikcalisg yacy no4atky KOHTAKTY (tcombar_start);

3) Ge3nepepBHUii 3amuc Mol y Oydep mam'sTi.

4) npu 3aBepllICHHI cecli (3HUILEHHS I0HITa a00 TaiiM-ayT) — aBTOMAaTUYHUIN E€KCIIOPT
naHux y ¢ain SimulationMetrics.csv.

VYevoro Oyno mpoBeneno 65 cumynsamiit (30 nns 6asoBoro crieHapito, 20 st
CKJIagHoro, 15 ang rpynoBoro), mo 3a0e3nedusio CTaTUCTHUYHO 3HAuylly BUOIPKY IS

MOJIAJTBITIOT OIIHKY €()eKTUBHOCTI Y po3auii 3.4.

3.4 Ouinka epeKTUBHOCTI CUCTEMU

Orinka epeKTUBHOCTI PO3pOOJIEHOI CHCTEMH aJalTUBHOTO INTYYHOTO 1HTEICKTY
IpoBOJAMJIACS Ha OCHOBI MOPIBHSUIBHOTO aHAN3y JaHWX, OTPUMAaHUX Yy XOi
€KCIIEpUMEHTAJIbHUX JNOoCHiKeHb (1. 3.3). O0poOka pe3ynbraTiB 65 CUMYISIIAHUX Cecii
J03BOJIMJIa BU3HAYMTU KIIO4OBI Toka3HUKU edekrtuBHOcTi (KPI) ams aBox rpym:

koHTpoJbHOI (Scripted Al) Ta TecToBoi (Adaptive Al).
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CratuctuyHa oOpoOKa JaHMX BUKOHYyBajlacs 3 BUKOpHUCTaHHsSM Oi0miorexk Python
(pandas, scipy) 3TiIHO 3 METOIMKOIO, ONMUCaHOI0 B 1. 2.4. JIns mepeBipKu 3HAYYIIOCTI
BIIMIHHOCTeH BHKOpuUcTOByBaBcsi U-kputepiit ManHa-BiTHI, OCKUTBKHA MONEpEAHIi TECT
[Mamipo-Yiika mnoka3aB, IO pO3MOJALT YacTUHU METPUK (30KpeMa 4Yacy peaxilii)
BIJIPI3HAETHCS BiJ HOPMAIBHOTO .

OaHuM 13 TOJOBHMX KpUTEPIiB OI[IHKKM Oyna 34aTHICTh BOPOXKHUX FOHITIB
MPOTUCTOSITH JisIM oriepaTtopa. [lopiBHSIHHS cepeHboro yacy BUKUBAHHS ( Tsyrvival) Y TPHOX
TECTOBUX CIICHApisX HaBeIeHO Ha puc. 3.12.

00 MopiBHAHHA cepegHbOro Yacy BXMBaHHA (T_survival)

I Base System (Scripted)
mm  Adaptive System (Al)
854

Yac BUKMBAHHA (CEKYHOW)

Scenario 1 Scenario 2 Scenario 3
(Open Ocean) (Archipelago) (Squad)

Pucynok 3.12 — IlopiBHAHHSA cepeIHBOTO Yacy BHKUBaHHS IOHITIB Tsurvival

Pesynpratn, BimoOpakeHi Ha Jiarpami, JAEMOHCTPYIOTh CYTTEBY IepeBary
aJalITUBHOI CUCTEMU:

e y Cuenapii 1 (Open Ocean) yac BuxuBaHHA 3011b1IKBCS Ha 28.5% (3 45.2 ¢ 1o
58.1 c¢). lle cBiguuTh mMpo Te, 110 HABITH HA BIAKPUTIN BOJI aJalTHBHE MaHEBPYBaHHS
(3MIHM MIBUIKOCTI Ta KYpPCY) YCKJIQJIHIOE TIPUIILITIOBAHHS OTIepaTopy.

e vy Cuenapii 2 (Archipelago) mpupict ckna 42.1% (3 50.5 ¢ nmo 71.8 c). Le
HAWBUIINM MMOKA3HUK MPUPOCTY, KU MOSCHIOETHCS eeKTUBHOIO poboToro moayias EQS

(Environment Query System). AZanTHBHI IOHITH aKTUBHO BUKOPHCTOBYBAJIH OCTPOBHU SIK
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YKPUTTS, PO3PUBAIOYM JIIHIKO BOTHIO, TOJ1 SIK 0a30Bl FOHITH pyxanucs 3a (PiKCOBaHHUMU
MapuIpyTaMH, iIrHOPYIOUH JIaHmadT.

e y Cuenapii 3 (Squad) mpupict ckiaB 37.7% (3 62.0 ¢ no 85.4 c¢) 3aBasku
KOOpIMHAI1 Al rpynu uepe3 cninbHuii Blackboard.

Ananiz Merpuku 3aBaaHoi MKOAU (Ddear) 5 TakoX MPOAEMOHCTPYBaB IepeBary
aJIalITUBHOTO TMIAXOAY. 3aBASKU KpaIlloMy MO3UIIIOBaHHIO (BHOIp TOYOK 3 MPSIMOIO
BUIUMICTIO 4epe3 EQS AttackPosition), ananTHUBHI IOHITM HAaHECIH ONEpaTtopy B
cepenHboMy Ha 35% OLIbIIE MIKOIX O MOMEHTY CBOTO 3HHIIEHHS MOPIBHSHO 3 0A30BOIO
MOJIEJLITIO.

Koedimient amantauii  Kidgpraion, pO3paxoBaHuid 3a ¢opmynoro 2.33, craB
1HIMKaTOpOM 31aTHOCTI cucteMu HaByarucs. Ha rpadiky (puc. 3.13) BimoOpakeHO
nuHaMiKy 4dacy peakiii (7eq) amanTuBHOro 600Ta nmpotsaroM 10 moCaiTOBHUX aTak TpaBIlsd
3 OIHOTO TAKTUYHOTO HAIPSMKY.

Mouatok apanTaulMHaMiKa afanTadii (3MeHLWeHHA Yacy peakuii)

28

26

24

P
[a*]

Yac peakuii (cekyHOM)
& 5

Crabinizauia noBeniHkW

Homep iTepauil ataku
Pucynok 3.13 — Jlunamika aganTanii: 3SMEHILIEHHS Yacy peaKIlii IpOoTATroM iTepalliit

CriocTepiraerbcst 4iTka TEHACHINSI O 3MEHIICHHs Yacy peakiii, 10 MiATBEPIKY€

po0OOTYy aNropuTMy IrpaJi€eHTHOTO CITYCKY y KOMIIOHEeHTI UAdaptationComponent:
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1. Ilowarox anmantamii. Ilpum mnepuriii arami yac peaxiii cCTaHOBHB 2.8 ¢, IO
BIJIMOBIAA€ Yacy Ha 1eHTUdIKaIliI0 3arpo3u Ta nepexin 31 ctany "Patrol" y "Alert"

2. Tlpouec naBuanus. [Ipotsirom 2-6 iTepaniii yac peakuii crpiMko nagaB. Cucrema
«3aramM'siITOByBaJIa» HAMPSIMOK 3arpo3u Ta IMiABUIIyBajia Bary arpeCUBHOCTI (W1) y QyHKITT
KOPUCHOCTI.

3. Cra6imizamis. [Ticns 8-1 itepartii yac peakiii ctabimizyBaBcs Ha piBHi 1.2 ¢. Ie €
MIHIMaJIbHO HEOOX1THUM YacoM Il (P13MIHOTO PO3BOPOTY OAIlITH Ta CEHCOPIB.

Po3paxoBanuii koedimient anantauii ckaaB K = 1.45 (mpu vopmi K > 1.0), mo
CBITYUTH TIPO YCHIIIHE HABUYAHHA CHUCTEMHM Ta BUKOHAHHS BUMOT JI0 JMHAMIYHOI 3MIHU
MOBE/IIHKHU.

Jlns omiHKM HemnependadyBaHOCTI Al OyJIO pPO3paxOBaHO EHTPOIIIIO PO3IMOALLY
oOpaHuXx cTpateriil (MMOKa3HUK V actions):

e 0(azoBa cucrtema. Vactions =~ 0.15. FOHITH Y 85% BUMNaAKIB oOMpaiu NpsMy aTaxy
a00 MaTpyJIIOBaHHS 32 CKPUIITOM, ITHOPYIOYH MOMJIMBOCTI (pJIAaHTOBUX MaHEBPIB.

® aJanTHBHA cUCTEeMA. Vactons = (0.68. Po3moain aiil cTaB OuIbIl pPiBHOMIPHUM:
IOHITH aKTUBHO BUKOPHUCTOBYBAJIM BIJICTYTI, MONTYK YKPUTTS T4 BUKJIMK T IKPITIIICHHS.

Bucoxka BapiatuBHICTh MiATBEpKYeE, 1m0 StateTree Ta Behavior Trees auHamiuHO
pearyroTh Ha 3MiHM KOHTeKcTy Blackboard, poOuth moBemiHky Bopora CKJIaTHOIO s
MIPOTHO3YBaHHS OMIEPATOPOM.

BaxnuBum acnexktoM BrpoBagkeHHs Il € #oro BIIMB Ha MNPOAYKTUBHICTH

cUMYIsITOpa. Pe3ynasTaTi MOHITOPUHTY pecypciB HaBeJEeHO B Tabmuill 3.2.

Tabmus 3.2 — [loka3HUKH MPOJYKTUBHOCTI CUCTEMU

Metpuka ba3oBa cucrema AnanTuBHA IMpupicr JomycTtuma mexa
(cepenne cucreMa (CepeHE | HABAHTAKEHHS
apupmeTnyHe) apupmeTnyHe)
CPU Load 0.12 mc 0.18 mc 50.00% < 0.83 mc (5%)
(ms/frame)
RAM Usage 24 Mb 38 Mb 58.00% <100 Mb
(MB)
FPS Drop 0.00% -1.50% 1.50% <10%
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[Tormpu Te, MO0 aganTUBHA CHUCTEMa CIIOXUBA€ OUIbIIE pecypciB (Uepe3 MOCTiiHI
3amutd EQS Ta mepepaxyHOK (QyHKIIA KOPUCHOCTI), TTOKa3HUKH 3QJIMIIAIOTHCS B MEXKaX
JOMyCTUMHUX HOPM, BHU3HAYEHHUX Yy MeTojax nocmikeHHs. CepenHiii yac po3paxyHKy
noriku (0.18 Mc) € He3HaYHUM JUIs 3arajibHOTO Oromkery Kaapy (16.67 mc mpu 60 FPS),
10 MiATBEepIKye onTtumizaiiito C++ komy.

Jnsa dinanpHoi Bepudikaiii pe3yaprariB Oylio MPOBEIECHO MEPEBIPKY CTATUCTHYHOL

rinoTe3u Mpo rnepeBary ajganTuBHOi cucreMu. Tabnuis 3.3 mokasye 3BeieHI pe3ysbTaTH

TECTIB.
Tabmuis 3.3 — Pe3ynbraTtu CTaTUCTUYHOTO aHai3y eeKTUBHOCTI
KpuTepiii nopiBHsIHHS Po3mip edekry P-value (Mann- PesyabTar nepeBipku
(Cohen's d) Whitney) rimore3u

Yac BmKuBaHHS 0.82 (Benukwuit) 0.002 (< 0.05) 3Havymia BiIMIHHICTb
(Tsurvival) (HO BinxwuneHo)

TouHicTh cTpinBLOU 0.45 (CepenHiii) 0.041 (< 0.05) 3Havymia BiIMIHHICTb
(Aaccuracy) (HO BinxuneHo)

Yac peaxii(Treact) 0.91 (Benukwuii) 0.001 (< 0.05) 3Havymia BiIMiHHICTb
(HO Bigxuneno)

OCKUIBKH ISl KITIOYOBMX METPHUK OTPUMAHO 3HaueHHs p-value < 0.05, HynaboBa
rinore3a Mpo BIACYTHICTh PI3HHIN BIAXWISETbCs. [IpUfHATO anbTepHATUBHY TINOTE3Y:

aJanTHBHA CUCTEMA JIEMOHCTPY€E CTATUCTUYHO 3HAYYILy BUILY €(DEKTUBHICTD.

BuCHOBKY 3 TPETHOTO PO3ALTY

Y TperboMy pO3/iJi BUKOHAHO MPOTPaMHy peasi3allifo CIPOEKTOBAHOT CHUCTEMU
amantuBHoro IIII. IIpoBemeHi  ekcCnepUMEHTAIbHI  JOCIIKCHHS  MiATBEPAWIH
Mpare3aaTHICTh YCiX KOMIIOHEHTIB apXiTeKTYpH.

[lopiBHsUTBHUN aHaNi3 T[OKa3aB, IO BIPOBAKEHHS AaJaNTHUBHUX aJTOPUTMIB
JI03BOJIUJIO:

1. TligBumuTy yac ">KUTTA" BOPOXKHX FOHITIB Ha 28-42% 3aBAsSKM BUKOPHCTAHHIO
YKPUTTIB T4 MaHEBPYBAHHS.

2. 3abesneunTtd e(eKT HaBYAHHS, IO MiITBEPIKYETHCS CKOPOUCHHIM Yacy peakiii

3 2.8 ¢ 10 1.2 ¢ npu MOBTOPHUX 31TKHEHHSIX.
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3. 301IbIIMTH HemepeadauyBaHICTh MOBEIIHKH MPOTUBHUKA (€HTPOMIs ik 3pocia

3 0.15 o 0.68), mo 6e3nocepeaHbO MiIBUIIYE SKICTh TPEHYBAHHS OIEPaTOPIB HAJIBOJHUX
TPOHIB.
TexHiuHl MOKa3HUKHA CUCTEMHU 3a0BOJILHAIOTH BUMOI'H OIITHMI3ALii, 1[0 JO3BOJISIE

IHTErpyBaTH PO3pPOOJIICHUH MOMYJh Yy ICHYIOUI CHMYIATOpU O€3 CYTTEBOTO BIUIMBY Ha

MPOAYKTHUBHICTb.
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BHUCHOBKU

VYV kBamidikamiiiHiii poOOTI BUPINIEHO HAYKOBO-TIPUKIAJAHY 3ajady ITiIBUIICHHS
e(eKTUBHOCTI TPEHYBAHHA OIEPaTOpiB HAABOAHMX JPOHIB MIIIXOM PO3POOKH Ta
IPOrpaMHOI peaizallii CUCTEMH aJJalTUBHOTO IITYYHOTO IHTEJEKTY JUIsl BOPOKHUX FOHITIB.
Ha ocHOBI mpoBeneHUX [OCTIKEHb Ta EKCIIEPUMEHTIB MOXHA 3pOOUTH HACTYIHI
BHUCHOBKHU:

1. [IpoananizoBaHa mnpeaMeTHa OO0JIACTh Ta METOAM MOJEIIOBAHHS TOBEIIHKH Y
CUMYJISIIIIMHUX cucTeMax. BcTaHoBieHo, 110 TpaauIliiiHi 3ackpuntoBadi mojeni (Scripted
Al) MaroTh CyTT€B1 HENOIIKU: TIEpe0auyBaHICTh, BIJICYTHICTh THYYKOi peakilii Ha 3MiHY
TaKTUKU TpaBlisd Ta HU3bKY BapiaTUBHICTH J1id. OOIPYHTOBAHO MOIUIBHICTH BUKOPUCTAHHS
riOpUAHOTO MIAXOMY, IO TOEJHY€ MAIMHU CTaHIB, JepeBa MOBEAIHKU Ta (QyHKIIT
KOPUCHOCTI JUIsl CTBOPEHHS aJallTUBHOIO areHTa.

2. Po3po0neHo apXITeKTypy Ta MaTeMaTH4HI MOJeNll aJanTUBHOI CHUCTEMHU.
@®opMaizoBaHO MPOCTIP CTaHIB areHTa Ta 3allpOlNlOHOBAHO 0araropiBHEBY CTPYKTYpPY
OPUUHATTS pimieHb. Po3poOiaeHo anropuT™ aganTHBHOTO BUOOPY cCTpaTerii Ha OCHOBI
¢ynkuii xkopucHocti (U), skuid, Ha BIAMIHY BIJl >KOPCTKOI JIOT1KH, JTO3BOJISIE areHTy
OI[IHIOBAaTH PU3UKHU Ta TPIOPUTETH B peajdbHOoMy daci. [lns 3abe3nedeHHs] 31aTHOCTI
CUCTEeMH JO HaBYaHHS 3alpOTIOHOBAHO BUKOPUCTAHHS METOAY CTOXaCTHYHOTO
IPaJIIEHTHOTO CIYCKY JUIsl IMHAMIYHOI KOPEKIli BaroBUX KOE(IIE€HTIB arpeCUBHOCTI Ta
00epeXHOCTI 3aJICKHO BiJl PE3yAbTATUBHOCTI JTIH.

3. Buxonano nmporpaMHy peanizauito cucremu y cepenouili Unreal Engine 5 3
BUKOpHUCTaHHSIM MOBU C++ Ta CUCTEeMU Bi3yalbHOTO cKkpunTuHTy Blueprints:

e peasli30BaHO CTpATEriyHUN piBEHb ympaBiiHHA 4epe3 StateTree, mo 3abesrneuye
r100aJbHI IEPEXOU MK CTaHaMU (TMaTpy/IIOBaHHs, O1H, BIACTYII);

® TAKTUYHUU pIBEHBb IMIUIEMEHTOBAHO 3a JonoMororw Behavior Trees, 1o no3Boisie
BUKOHYBATH CKJIAJTHI TTOCTIIOBHOCTI OOMOBUX JiiA;

® BIIPOBaIKEHO cucteMy mnpocropoBoro anamizy EQS (Environment Query
System), sika T03BOJISIE€ IOHITAM 3HAXOAMTH ONTUMAaIbHI TAKTHUYHI MO3UIIIT 3 YpaxyBaHHIM

nanamwadTy Ta JiHii BOTHIO;
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e CTBOpEHO MexaHi3M cniuibHOi mam’siTi Blackboard, mo 3abe3neuye koopauHariito
JIJ TPYIIA areHTIB.

4. TlpoBeneHO eKCIEpUMEHTANbHI  JIOCHI[DKEHHS Ta OIIHKY €(QEeKTUBHOCTI
PO3pOOJICHOT CHCTEMH MIISTXOM TOPIBHSUIBHOTO aHalizy 3 0a30BOI0 (3aCKPHUIITOBAHOIO)
MOJEIII0 Yy 65 cuMymsIiiiHUX cecisix. Pe3ynbsraTty miATBEpAWIM BUCYHYTY TINOTE3Y PO
nepeBary aJanTHUBHOTO MiAXOAY:

e yac BIDKMBAHHSA aalTUBHUX IOHITIB 30L1bmIMBCA Ha 28-42 % 3aI€XHO BIX
CKJIQJHOCTI  CLEHapilo, 3aBASKH €(QEKTUBHOMY BHUKOPUCTAHHIO  YKPHUTTIB  Ta
MaHEBPYBaHHIO;

e e(exT HaBYaHHS MIATBEPKEHO CKOPOUEHHSIM Yacy peakilii Ha 3arpo3y 3 2.8 ¢ (Ha
noyatky) no 1.2 ¢ (micnms cepii itepaiiiif), 1Mo CBITYUTh PO 3JaTHICTH CUCTEMU
a/IaliTyBaTUCS 10 TAKTUKHU OTIEPaTopa;

® BapIaTUBHICTh MOBEAIHKH (eHTpomis i) 3pocna 3 0.15 go 0.68, mo podbuts mii
IPOTUBHUKA MEHII NIepe0avyBaHUMU;

® TOKa3HUKU HaBaHTaKeHHS HA CUCTEMY (CPULpuq < 5%) MATBEPHKYIOTh TEXHIUHY
ONTHUMI3allll0 PIIIEHHS Ta MOXJIMBICTh HOTO BUKOPUCTaHHS y pEalbHUX TPEHAKEPHUX
KOMILJIEKCaXx.

5. IlpakTnuHe 3HaYeHHs POOOTH TOJATa€E y CTBOPEHHI MOBHOQYHKIIOHATBHOTO
monyist I, sikuit Moxke OyTH 1IHTETPOBAHUN Y ICHYIOUI Ta MEPCHEKTUBHI CUMYJISATOPU AJIs
MiJITOTOBKK OMEpaTopiB  MOPCHKHUX JApOHIB. BrpoBakeHHS pPO3pOoOJIEHOT CUCTEMU
J03BOJISIE HAOJIM3UTH YMOBH BIPTyaJIbHUX TPEHYBaHb 10 peabHUX OOMOBUX CHUTYyalllH, Jie
MIPOTHUBHHUK J1€ aKTUBHO Ta HeMepea0avyBaHo.

[lepcrieKTUBHMM HAmpsIMKOM PO3BUTKY CHUCTEMH € iHTerparlisi HeHpoOMepeKeBUX
metoniB (Deep Reinforcement Learning) mist dopmyBaHHS OUIbII CKIQAHUX TPYMOBHX
CTpaTeriii, a TaKoXX PO3IIUPEHHS CEHCOPHOI CHCTeMH g mojemoBanHs ymoB PEB Ta

HIYHUX OTIeparlii.
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JIOJIATKH

Honatok A. IlceBmnokon

ALGORITHM BlackboardUpdate(M, SensorData, DeltaTime

NPUT;

SensorData - gaHi Bif ceHcopiB Al Perception

- noToyHuU ctaH Blackboard
DeltaTime - 4ac Bif 0CTAaHHLOT'O0 OHOBJIEHHS]

UTPUT:

— oHoBJIeHUH cTaH Blackboard

BEGIN

// OHOBJIEHHS JAHUX MPO LiJTb

[F SensorData.TargetDetected THEN
M| 'TargetVisible'| < TRUE
M['TargetActor'] < SensorData.TargetActor

[
M['TargetLastKnownLocation'] < SensorData.TargetLocation
[

M|['LastSeenTime'] « CurrentTime()

M['TargetVisible'] < FALSE

M['TimeSinceLastSeen'] « CurrentTime() - M['LastSeenTime']

// OHOBJIEHHS piBHS 3arpo3y

ThreatLevel < CalculateThreatLevel(
M| 'TargetVisible'],
M|['TimeSinceLastSeen'],

M|['DistanceToTarget'|

M['ThreatLevel'] < ThreatLevel

// OHOBJIEHHS PiBHSI 60M10BOI TOTOBHOCTI|

IF ThreatLevel &gt;= ALERT_THRESHOLD THEN
M['AlertLevel'] < min(3, M['AlertLevel'] + 1)

ELSE IF M['TimeSinceLastSeen'] &gt; CALM_DOWN_TIME THEN
M['AlertLevel'] < max(0, M['AlertLevel'] - 1)
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MaxUtility « -oo
BestAction < NULL|

FOR EACH Action IN AvailableActions DO
// Po3paxyHOK KOMIIOHEHTIB KOPUCHOCTI
DetectionFactor « CalculateDetectionFactor(Action, Blackboard)
RiskFactor « CalculateRiskFactor(Action, Agent, Blackboard)

DistanceFactor < CalculateDistanceFactor(Action, Blackboard)

SuccessProbability « CalculateSuccessProbability(Action, Agent)

// 3BaxkeHa cyma paKToOpiB

Agent.Weights.Detection - DetectionFactor +
Agent.Weights.Risk - (1 - RiskFactor) +
Agent.Weights.Distance - DistanceFactor +
Agent.Weights.Success - SuccessProbability
)
IF Utility &gt; MaxUtility THEN

END

TimeSinceLastSeen « Blackboard['TimeSinceLastSeen']
RETURN exp(-TimeSinceLastSeen / DECAY_CONSTANT)

FUNCTION CalculateRiskFactor(Action, Agent, Blackboard

BEGIN
Risk « 0.0
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// PU3HK Bif morogHux ymoB

Risk « Risk + Blackboard['WeatherImpact'] - 0.3

// PY3UK Bij HaBiranilHUX CKJIaJJHOCTEH

Risk < Risk + Blackboard['NavigationDifficulty'] - 0.2

// PHU3UK ypakeHHd Bij 1iji

[F Action.Type == 'ATTACK"' AND Blackboard['TargetVisible'] THEN
DistanceToTarget < Distance(Agent.Location,

Blackboard['TargetLastKnownLocation'])

Risk < Risk + (1.0 - normalize(DistanceToTarget, 0, MAX_DISTANCE)) - 0.5

RETURN min(1.0, Risk)

END

Aneopumm 2. Aneopumm adanmuernozo subopy cmpameeii (Adaptive Strategy
Selection)

ent, ActionHistor

Agent - areHT, AKUM aJIallTYEThCS]]
ActionHistory - icTopisi BUKOHaHUX Aili 3a ocTaHHI N KpOKiB

PerformanceMetrics — MeTpUKHU pe3yJibTATUBHOCTI

UpdatedWeights — oHOBJIeHi BaroBi koedilliEHTH|

// AHani3 octanHix N gii
FOR EACH ActionRecord IN ActionHistory DO
Action « ActionRecord.Action
Blackboard_t « ActionRecord.BlackboardState
// Po3paxyHOK GpaKTUYHOI pe3yJIbTaTHBHOCT]
Success < IF ActionRecord.GoalAchieved THEN 1 ELSE 0
Efficiency < ActionRecord.CompletionTime / ActionRecord.ExpectedTime

Cost < ActionRecord.ResourcesUsed / ActionRecord.AvailableResources

ActualPerformance < Alpha - Success + Beta - Efficiency - Gamma - Cost

// Po3paxyHok o4ikyBaHOI KOPUCHOCTI (PeTPOCIIEKTHUBHO)

ExpectedUtility < CalculateUtility(Action, Agent.Weights_old, Blackboard_t)
// O64YuCIeHHs TpaiiEHTa MTOMHUJIKH

Error « ActualPerformance - ExpectedUtilit

// OHOBJIEHHSI BaroBux KoeQilieHTiB

FOR EACH Weight w_i IN Agent.Weights DO

PartialDerivative « CalculatePartialDerivative(w_i, Action, Blackboard_t)
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Agent.Weights[w_i] < Agent.Weights[w_i] +

LearningRate - Error - PartialDerivative

// HopMautisaiiisi BaroBux koe®iijieHTiB
NormalizeWeights(Agent.Weights)
RETURN Agent.Weights|

END

FUNCTION NormalizeWeights(Weights

FOR EACH w IN Weights DO

Sum < Sum + abs(w)

FOR EACH w IN Weights DO,
Weights[w] < Weights[w] / Sum

END,
Aneopumm 3. Aneopumm aoanmusHoi Kopexkyii 6a208ux koegiyicnmis

ALGORITHM StateTransition(Agent, CurrentState, Blackboard)

TransitionTable « Agent.StateTransitions[CurrentState]
FOR EACH Transition IN TransitionTable DO

Condition « Transition.Condition|

TargetState « Transition.TargetState|

Priority « Transition.Priorit

[F EvaluateCondition(Condition, Blackboard) THEN

// llepeBipka Ha ricTepe3uc (yHUKHEHHS MUTTEBUX MEPEKJIOYEHD)

IF NOT IsHysteresisActive(Agent, CurrentState, TargetState) THEN
RETURN TargetState

// S0 KoieH nepexis He aKTUBOBaHU U
RETURN CurrentState
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END

FUNCTION IsHysteresisActive(Agent, CurrentState, TargetState

// lCicTepesuc 3anobira€ MUTTEBOMY NOBEPHEHHIO 10 MONEPEeHbOr0 CTaH
LastTransitionTime « Agent.StateHistory.LastTransitionTime

TimeSinceTransition < CurrentTime() - LastTransitionTime|

// K10 ocTaHHIM nepexif 6yB HeJaBHO i MM HAMaraeMoCh NOBEPHYTHUCH

IF (TimeSinceTransition &It; HYSTERESIS_TIME) AND
(Agent.StateHistory.PreviousState == TargetState) THEN

RETURN FALSE

Aneopumm 4. Aneopumm nepexody misxc cmanamu (State Transition)

ALGORITHM EQS_QueryProcessing(QueryTemplate, Context, Blackboard

// Kpok 1: l'eHepanisi kaHAWUATiB

Candidates « GenerateCandidates(QueryTemplate.Generator, Context)

// Kpok 2: 3acTocyBaHHS TecTiB Ta QibTpallis
FOR EACH Test IN QueryTemplate.Tests DO
FilteredCandidates « []
FOR EACH Candidate IN Candidates DO
Score < EvaluateTest(Test, Candidate, Context, Blackboard)
IF Score &gt;= Test.MinThreshold THEN
Candidate.Scores[Test.Name] < Score|
FilteredCandidates. APPEND (Candidate)

Candidates « FilteredCandidates|
END FOR

// Kpok 3: Po3paxyHok ¢giHa/IbHOI OL[iHKY|
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FOR EACH Candidate IN Candidates DO|

FinalScore « 0

FOR EACH Test IN QueryTemplate.Tests DO,
NormalizedScore < Normalize(Candidate.Scores[Test.Name],
Test.ScoreRange.Min,

Test.ScoreRange.Max)

FinalScore « FinalScore + Test.Weight - NormalizedScore

// Kpok 4: Bubip Halikpaioro kavgujaTa
SortDescending(Candidates, BY FinalScore)
[F QueryTemplate.RunMode == 'SingleResult' THEN
RETURN Candidates[0].Location
ELSE IF QueryTemplate.RunMode == 'RandomBest5Pct' THEN
TopN « ceil(Candidates.Length - 0.05)
RandomIndex « Random(0, TopN - 1)
RETURN Candidates[RandomIndex].Location

Aneopumm 5. Ancopumm npocmopoeozo ananizy (EQS Query Processing)

ALGORITHM GroupCoordination(AgentGroup, SharedBlackboard)

FOR EACH Agent IN AgentGroup DO

LocalObservations < Agent.PerceiveEnvironment()

UpdateSharedBlackboard(SharedBlackboard, Agent.ID, LocalObservations)

// Kpok 2: AHaui3 rpynoBoi cuTyariii
ThreatAssessment < AnalyzeGroupThreat(SharedBlackboard)

StrategicPositions < IdentifyStrategicPositions(SharedBlackboard)

// Kpoxk 3: Po3noain posieit
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Roles « AssignRoles(AgentGroup, ThreatAssessment, StrategicPositions)

// Kpok 4: [IpusHayeHHs [iil BiANOBiHO /10 poJiei]
CoordinatedActions « {}
FOR EACH Agent IN AgentGroup DO
Role < Roles[Agent.ID]
Action < DetermineActionForRole(Role, Agent, SharedBlackboard)
CoordinatedActions[Agent.ID] « Action

Aneopumm 6. Aneopumm koopouHayii epynosux oiu

ALGORITHM Al_Update_Loop(Agent, DeltaTime

// 1. OHoBJieHHs ceHcopiB Ta Blackboard|
SensorData < Agent.AlPerception.GetCurrentData()
Agent.Blackboard < BlackboardUpdate(Agent.Blackboard, SensorData, DeltaTime)

// 2. Tlepexin Mixk cTaHaMy|
NewState « StateTransition(Agent, Agent.CurrentState, Agent.Blackboard)
[F NewState != Agent.CurrentState THEN

OnStateExit(Agent, Agent.CurrentState)

Agent.CurrentState < NewState

OnStateEnter(Agent, NewState)

// 3. Bubip ctparerii BignoBigHo 10 cTaH

AvailableActions < GetActionsForState(Agent.CurrentState)

BestAction < AdaptiveStrategySelection(Agent, Agent.Blackboard, AvailableActions)

// 4. llpocTopoBUi aHai3 (K10 HEOOXiHO)
IF BestAction.RequiresLocation THEN
OptimalLocation < EQS_QueryProcessing(
BestAction.EQSTemplate,
Agent.GetContext(),
Agent.Blackboard

BestAction.TargetLocation < OptimalLocation|

ExecuteAction(Agent, BestAction)
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// 6. 3anuc pe3y/abTaTiB AJis afanTaiii

RecordActionOutcome(Agent, BestAction, Agent.Blackboard)

// 7.1lepioavyHa afianTailiss BaroBux koedilieHTiB|
[F Agent.ActionHistory.Count &gt
UpdatedWeights < AdaptWeights(

Agent.ActionHistory,

Agent.PerformanceMetrics

Agent.Weights < UpdatedWeights
Agent.ActionHistory.Clear()

Aneopumm 7. Inmezpayisa ancopummie y no8HUL YUKT NPUUHAIMMSL DIULEHD
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Honatok b. C++ kox

Forward declarations

lass UBehaviorTreeComponent
lass UBlackboardComponent

lass UAIPerceptionComponent

lass UAdaptationComponent
lass AMetricsCollector

d
GENERATED_BODY()
public:
AEnemyAlController()

[} =8 =9 =9 =)

S

ublic AAIController

UPROPERTY (VisibleAnywhere, BlueprintReadOnly,

UAIPerceptionComponent* AlPerceptionComp

UPROPERTY(VisibleAnywhere, BlueprintReadOnly, ="Al")
UAdaptationComponent® AdaptationComp

// 36ip MeTpHuK [cite: 1054]

AMetricsCollector* MetricsCollector

// Kiroui Blackboard [cite: 489-498]
UPROPERTY (EditDefaultsOnly, = "Al|Blackboard")

FName = "TargetActor"
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UPROPERTY/(EditDefaultsOnly, = "Al|Blackboard")

FName = "LastKnownLocation"

UPROPERTY/(EditDefaultsOnly, = "Al|Blackboard")
FName = "AlertLevel"

Aneopumm 1.1 Knac koumponep LI AEnemyAlController. @aiin
EnemyAlController.h

AEnemyAlController::AEnemyAlController()

d

= CreateDefaultSubobject<UAIPerceptionComponent>(TEXT("AlPerceptionComp"))

// HanamtyBaHHs 30py 3a3BU4ai po6uThcsi B BP a6o TyT yepes ConfigSight

// OTpuMyeMo KOMIIOHEHT azanTauii Big FOHiTa [cite: 1052]

AEnemyBaseUnit* = Cast<AEnemyBaseUnit>(InPawn)

= EnemyPawn->GetAdaptationComponent()

// lliznvcKa Ha OHOBJIEHHS CEHCOPiB
AlPerceptionComp->0OnTargetPerceptionUpdated.AddDynamic(this,
&AEnemyAlController::OnTarg

// 3HaxoAMMO KOJIEKTOP MEeTPHUK Ha CLeHi
= Cast<AMetricsCollector>(UGameplayStatics::GetActorOfClass(GetWorld(),

AMetricsCollector::StaticClass




void AEnemyAlController::OnTargetPerceptionUpdated(AActor* Actor, FAIStimulus Stimulus

// OHoBsieHHs Blackboard (®opmysa 2.15.2 Update()) [cite: 720]
if (Actor->ActorHasTag("Player"))

{
if (Stimulus.WasSuccessfullySensed())

{
GetBlackboardComponent()->SetValueAsObject(Key_TargetActor, Actor)

GetBlackboardComponent()->SetValueAsInt(Key_AlertLevel, 3)

// JloryBaHHs 4yacy peakiiii [cite: 937]
if(MetricsCollector)

{

MetricsCollector->LogEvent("TargetDetected", GetWorld()->GetTimeSeconds())

J

else]

{

// BTpaTa 11iJ1i -> 3anam'siTaTy 0OCTaHHIO JIOKAILilg

Aneopumm 1.2 Knac koumponep LI AEnemyAlController. @aiin

EnemyAIController.cpp

Attack UMETA(
Retreat UMETA(
Investigate UMETA(
Patrol UMETA(

CTpyKTypa Bar AJs ¢
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GetBlackboardComponent()->SetValueAsVector(Key_LastKnownLocation, Stimulus.StimulusLocation);
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USTRUCT (BlueprintType
struct FUtilityWeights

{
GENERATED_BODY()

UPROPERTY (EditAnywhere)
float = 0.5f

UPROPERTY(EditAnywhere)
float = 0.5f

UPROPERTY (EditAnywhere)

=(Custom =(BlueprintSpawnableComponent
: public UActorComponent]

UAdaptationComponent()

// Po3paxyHok kopucHocTi gii (Popmyna 2.6, 2.15.3) [cite: 510, 731]
UFUNCTION(BlueprintCallable, = "Al|Adaptation")
float CalculateUtility(EAIActionType Action, float TargetDistance, float HealthPercent, float ThreatLevel)

// OHOBJIEHHS Bar MeTOJ0M rpaZiieHTHOro cnycky (Popmysa 2.13, 2.15.5) [cite: 694, 747]
UFUNCTION(BlueprintCallable, = "Al|Adaptation")
void UpdateWeights(EAIActionType LastAction, float ResultReward)

// OTpumanHs Hakkpaioi fii (Popmyna 2.15.4) [cite: 740

UFUNCTION(BlueprintCallable, = "Al|Adaptation")
EAIActionType GetBestAction(float TargetDistance, float HealthPercent, float ThreatLevel)

= "Al|Weights")

// KoedinienT HaByaHHs (eta) [cite: 700]
UPROPERTY(EditAnywhere, = "Al|Learning")

Aneopumm 2.1 Knac aoanmayii nosedinku UAdaptationComponent. darii

EnemyAIController.h
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float UAdaptationComponent::CalculateUtility(EAIActionType Action, float TargetDistance, float HealthPercent,

float ThreatLevel

R

// Peanizanis ¢yHknii kopucHocti U(a, S, M) [cite: 731]
switch (Action)

case EAIActionType::Attack:
// = w1 * Detect + w2 * (1-Risk]) ... [cite: 510]

= (CurrentWeights.Aggressiveness * HealthPercent) + (1.0f - TargetDistance / 2000.0f)

case EAlActionType::Retreat:
// Bricoka KOpPUCHICTB, SIKILO MaJio 3[,0POB's i BUCOKA 3arpo3a
Utility = (CurrentWeights.Caution * ThreatLevel) + (1.0f - HealthPercent);
break;

case EAIActionType::Investigate:

Utility = 0.5f; // bazoBa KOpHCHICTh
break;

return FMath::Clamp(Utility, 0.0f, 1.0f);

void UAdaptationComponent::UpdateWeights(EAIActionType LastAction, float ResultReward)

// @opmyna 2.13: w(t+1) = w(t) + eta * (P(a) - U(a)) [cite: 694

// llpunycTUMo, MU OIiHIOEMO OCTAaHHIO KOPUCHICTD SIK CEpeIHE MOTOYHUX TapaMeTpiB

float ExpectedUtility = 0.5f; // Tyt Mae 6yTu 36epexkeHe 3HaYeHHSI 3 MOMEHTY NPUUHSATTS pillleHHS

float Error = ResultReward - ExpectedUtility;

if (LastAction == EAIActionType::Attack)
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CurrentWeights.Aggressiveness += LearningRate * Error;

CurrentWeights.Aggressiveness = FMath::Clamp(CurrentWeights.Aggressiveness, 0.1f, 1.0f);

else if (LastAction == EAIActionType::Retreat)

UAdaptationComponent::GetBestAction(float TargetDistance, float HealthPercent, float
ThreatLevel)

// argmax U(a) [cite: 740]

float ScoreAttack = CalculateUtility(EAIActionType::Attack, TargetDistance, HealthPercent, ThreatLevel);
float ScoreRetreat = CalculateUtility(EAIActionType::Retreat, TargetDistance, HealthPercent, ThreatLevel);
if (ScoreAttack > ScoreRetreat)

return EAlActionType::Attack;

return EAIActionType::Retreat;

Aneopumm 2.2 Knac aoanmauii nosedinku UAdaptationComponent. dari

EnemyAIController.cpp

USTRUCT (BlueprintType
struct FMetricDatal

GENERATED_BODY()

FString MetricName
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UPROPERTY()
float Value
UCLASS

class DIPLOMA_API AMetricsCollector : public AActor

GENERATED_BODY()

public:
AMetricsCollector()

// JloryBaHnHs nozii [cite: 1007]
UFUNCTION(BlueprintCallable, = "Analytics")
void LogEvent(FString MetricName, float Value)

// 36epexeHHs1 y CSV [cite: 1007]
UFUNCTION((BlueprintCallable, = "Analytics")
void SaveToCSV()

TArray<FMetricData> SessionMetrics
FString FilePath

Aneopumm 3.1 Knac ons 360py ananimuxu AMetricsCollector. @atin

MetricsCollector.h

FMetricData NewMetric
= GetWorld()->GetTimeSeconds()

= MetricName
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SessionMetrics.Add(NewMetric)

void AMetricsCollector::SaveToCSV

FString = TEXT("timestamp,metric_name,metric_value\n")

for (const FMetricData& Data : SessionMetrics)

// @opmart 3rigHo 3 [cite: 941]
FString = FString::Printf( TEXT("%.2f,%s,%.2f\n"), Data.Timestamp, *Data.MetricName, Data.Value)

CsvContent += Line

// 3anucy daia (CHHXpOHHUH JJisl IPOCTOTH, B peaibHOMY NMPOEKTi Kpalie async)
FFileHelper::SaveStringToFile(CsvContent, *FilePath)
UE_LOG(LogTemp, Log, TEXT("Metrics saved to %s"), *FilePath)

Super::EndPlay(EndPlayReason)
SaveToCSV()

Aneopumm 3.2 Knac ons 360py ananimuxu AMetricsCollector. @atin

MetricsCollector.cpp

H#pragma once

#include "CoreMinimal.h"

(1

#include "GameFramework/Characterh
#include "EnemyBaseUnit.generated.h"

UAdaptationComponent;

UCLASS

DIPLOMA_API AEnemyBaseUnit : ACharacter]

{
GENERATED_BODY()
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AEnemyBaseUnit();

UPROPERTY(VisibleAnywhere, BlueprintReadOnly, Category = "Al")
UAdaptationComponent* AdaptationComp;

UFUNCTION(BlueprintCallable, Category = "Combat")
FireWeapon();

UFUNCTION(BlueprintCallable, Category = "Al")
UAdaptationComponent™ GetAdaptationComponent() { return AdaptationComp; }

Aneopumm 4.1 Knac ocnosa ons eoposicux onimis. @aiin EnemyBaseUnit.h

AEnemyBaseUnit::AEnemyBaseUnit

T

// IHinianizaniss koMnoHeHTa aZjanTariil

= CreateDefaultSubobject<UAdaptationComponent>(TEXT("AdaptationComp"))

void AEnemyBaseUnit::FireWeapon

// Jlorika noctpisny..,

// TyT MOX<Ha BUKJIMKAaTH OHOBJIEHHS Bar, K10 OCTPiJ OYB yCHIIIHUM /HeyCHilIHUM

Aneopumm 4.2 Knac ocnosa ons sopoaicux onimis. @aiin EnemyBaseUnit.cpp



