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AHoTayia. Y cratri rnpencraBieHo bexk-eHa apXITeKTYPy CUCTEMU aAarTHUBHOI MoBEaIHKM
HeirpoBux nepcoHaxxis (NPC) v My/ibTHareHTHoMYy cepenoButlll, rnobynoBaHy Ha OCHOBI
azroputmy Q-learning. Po3r7igaHyTO MOAE/Ib MAPKIBCbKOroO MpPoLecy MpuuHATTA PilleHb
(MDP), mexaHizm @popmyBaHHSA Ta 36epexxeHHS Q-TablivLli, CUCTEMY BUHAropos, a TaKoM
APXITEKTYPHI PILLEHHS CEePBEPHOI YacTuHM, LU0 336e3rnedyroTb HaBYaHHS areHTiB Yy
MPUCKOPEHIV CUMY AL, 3arporioHOBaHMM rigxidq IHTerpoBaHo y pyLuivi Unreal Engine 5,
1O AO3BOJIFE OPraHi3yBaTvl KepoBaHe Ta BIATBOPptoBaHe cepenosuLye 4719 MHOoXuHu NPC.
[lpoBeneHo aHasi3 eKCriepUMeHTa/IbHMX PE3V/IbTATIB, 1O MIATBEPAXYIOTE CTabl/IbHICTh
HaBYaHHS Ta MOXJIMBICTb MAacluTabyBaHHA CUCTEMU A0 OIIbLUMX MY IbTUAreHTHUX
KOH@IrypaLuis.

Bctyn. DopMyBaHHSA MpaBoononibHoi, caMoCTiMHOI Ta aganTMBHOI MOBediHKM
BipTyanbHux areHTiB (NPC) € dyHOaMeHTanbHMM 3aBOaHHAM Yy po3pobui
nepenoBMX IHTEPAKTUBHMX CUCTEM Ta CUMYNALIMHMX cepenoBuLL. OaHaK, KNnacuYHi
OeTepMiHOBaHI Niaxodn, Taki 9K apXiTeKTypu CKiHYeHHUX aBTomaTtiB (FSM) abo
noBeniHKoBI OepeBa (BT), He3Ba)kalouM Ha 3abe3rnedyeHHa TMeBHOro piBHA
MPOrHO30BAHOCTI, CYTTEBO OOMEXYIOTb CMPOMOXHICTb BipTyarbHUX CYyTHOCTEMN
FHY4KO apanTyBaTUCa OO0 [AOMHAMIYHMX Ta HenepenbadyyBaHMX 3MiH Yy
HaBKOMMLLUHbOMY cepefoBuul. B yMoBax MynbTUMAreHTHMX CUCTEM,  LWO
XapaKTepm3yTbCa OHOYACHOK B3aEMOAIEID UYMCIEHHMX CyO'eKTIB, Li HeOonikm
HabyBatoTb OCOBMMBOI BUPA3HOCTI Ta KPUTUUHOIO 3Ha4YeHHs. [1]. Y MynbTUareHTHMX
cucTemMax, ge 6arato NepcoHaXkiB B3aEMOit0Tb OHOYACHO, Lii OBMeXXeHHS CTatoTb
KPUTUYHUMU.

HaBuaHHA 3 nigakpinfeHHAaM (Reinforcement Learning, RL) no3Bonsde areHTam
CaMOCTIMHO OopMYyBaTV MONITUKY MOBEOIHKM Yepe3 B3aEMOLII0 3 cepeaoBULLEM,
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OTPUMMYIOUM BMHaAropoau 3a ycniwHi gii. Q-learning, oamH i3 6a3oBux RL-
aNropuTMIB, BUPI3HAETLCA MPOCTOTO, MAPAHTOBAHOW 36iXKHICTIO Ta MOXXUBICTIO
36epiratv NoniTUKyY y TabnumyHomy Bmrnaai [2].

MeTa CTaTTi mongarace y po3pobLi, onuci Ta eKkcnepuMeHTanbHin Bepudikauii
Oek-eHO apXiTEKTYpPU CUCTEMU aOanTUBHOI MOBEAIHKM HEIrpOBMX MepPCOHaXKIB
(NPC), wo 6a3yeTbca Ha TabnuuHoMy anroputMmi Q-learning onga ynpaBniHHA
OaraToBUMIipHOIO  cUCTEMOKO  MoTpeb y  CUMYNAUIMHOMY  cepedoBMLL,
peanizoBaHoMy B Unreal Engine 5.

BuKnaa OCHOBHOIMoO Martepiany. HalnpocTilwyMy nigxogamMmm 0o NoBediHKM
NPC € ckpunToBi cLeHapii Ta aBToOMaTh CKiHYeHHMX CTaHiB (FSM). FSM BM3Ha4dae
obMeXkeHM Habip cTaHiB Ta nepexodiB Mix HUMU (puc. 1). Taki Moaeni MatoTb
HW3bKY 0B4YMNCOBaNbHY CKTAAHICTb, afle MacLUTabytoTbCH MOraHO — KiflbKiCTb CTaHIB
POCTEe eKCMOHEHLIMHO i3 3PpOCTaHHAM CKIAQHOCTI MoBeAiHKM [3].

Patrol < > < >

Health > 50%

Health < 20%

Retreat

Puvc 1. Npuknag FSM

He3Ba)katoum Ha MpUTaMaHHYy iM NMaKOHIYHICTb Ta CTPYKTYPHY 3P03YMINiCThb,
Taki ™Mogeni BUABMAKOTbCA HeOoCTaTHbO adanTMBHMMKM 33 YMOB ecKanauii
CKMMagQHOCTI NoBeaiHKOBMX NapagmrMm. Lle o6'ekTMBHO oeTepMiHyBano GpopMyBaHHS
OiNbll apXITEKTYPHO OpPraHi3oBaHUX MiAxXoaiB, 30KpeMa KOoHLenLuii noBeniHKoBMX
nepeB. 3 MeToto HiBentoBaHHA dyHOAMeHTanbHUX obMexeHb, BNacTUBUX 30KpeMa
MoOenaM  CKiIHYeHHWMX  aBTOMaTiB, rany3b iMMOAeMeHTyBana Mnapagurmy
noBendiHKOBKMX OepeB, WO 3abe3neyye 3HAYHO BULLMM piBeHb MOOY/bHOCTI Ta
MacLITaboBaHOCTI ANa penpe3eHTaLlii Noriku GyHKLIOHYBaHHS.
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Puc. 2. BT 3 noaBinHoOIO Aicto

BENTNKUNX

MOOYMbHOCTI Ta  MOXX/IMBOCTI
OoHak BT 3anuuwaeTtbcd geTepMiHOBaAHMM

MoBeniHkoBI AepeBa (Behavior Trees, BT) cTanu LWUMPOKO 3aCTOCOBYBaTUCA Y
i peaKTMBHOIO

MPOEKTaxX 3aBOdAKU

nepeobuymcneHHa norikn (puc. 2)
Migxo4oM, He 34aTHUM OO CaMOHaBYaHHSA [4]

Migxooun, WO OO3BOMAAKTb areHTaM CaMoCTiIMHO GOpMyBaTU MNaHM OOCATHEHHA
uinewm, wo i ctano ocHoBoto GOAP. Miagxig Goal-Oriented Action Planning (GCOAP)
[03BONA€ 6yayBaTW NaHU Ha OCHOBI BU3HAYeHUX Linew i LoCTynHuX Oiv (puc. 3).

[Ona nogonaHHA geTepMiHoBaHOCTI BT po3pobHMKKM NMoYanm 3acToCOBYBaTU
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Puc 3. CxeMaTU4He npeacTaBrieHHs po6otn GOAP-niaHyBasibHUKA
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NMpote GOAP 3anexXuTb Big BPYy4YHY CTBOPEHUX MpaBua i He 30aTHUMN
aganTyBaTUca 6e3 y4yacTi po3pobHMKa [5]. Xoua BT 3abe3mneuytoTb apXiTeKTYpPHY
FHYUYKICTb, BOHW € OeK1apaTUBHUMMU, YOPCTKO 3aMporpaMoBaHMUM CTPYKTYpPaMU,
He3OaTHMMKM OO0 aBTOMaTU4YHOI apganTauii. Cnpoba nogoonatn e ObMeXKeHHSH
npu3Bena go nossn GOAP, kMM BBOOUTL LinecnpaMoBaHe nmnaHyBaHHA. OgHak,
KNto4oBMM HegonikoM GOAP 3aIMLWLAETbCS 3aM1EXKHICTb Bifg, py4YHOro HanalTyBaHHSA
npaBuM/a Ta YMOB cCepegoBMLa, WO OOMeXye 30aTHICTb CUCTEMM CaMOCTIMHO
BMABNATM OMNTUManbHI cTpaTerii. Llg HeMoxnmBicTb caMoaganTauii y rule-based
niaxopax (Ak GOAP) ctuMyntoBana nepexin 4o HaB4aHHA 3 nigkpinaeHHam (RL). Ha
BIAMIHY BiO nonepenHix metonis, RL Oo3BoMAS€E areHTaM dopmyBaTh ebeKTUBHY
NoBediHKY EeMMiIpPMUYHO (Yepe3 B3aEMOAIi0 i3 CcepeloBULLEM Ta MaKCUMI3auito
BMHaropon). [Ona 6ek-eHO CUCTEMM Le BiOKPWMBAE MOXMIMBOCTI  ONA
LLeHTpani3oBaHoro 36epiraHHA 3HaHb, TPEHYBAHHA MO3a peasibHUM reMMnIeeM Ta
He3aneXxHoro MacwTabyBaHHA NONITUK.OOHMM i3 HANMOLWMPEHILWMX aNiroOPUTMIB
Takoro Tmny € Q-learning, kM MoXxe 6yTM edeKTUBHO peanizoBaHUIN y 6ek-eHa
CUCTEMI.

3anponoHoBaHa apxiTeKTypa b6ek-eH nigcucremMm Q-learning
peani3oByETbCA Ha OCHOBI Mofeni MapKiBCbKOro npolecy MPUMHATTA pilleHb
(MDP). OTxe, ona dopManisaulii npouecy HaB4YaHHA BMKOPUCTOBYETbCA MDP, Lo
003BOMAE onmcaT OnHaMiky ctaHiB NPC y BUrnaai 4iTkmx napameTpis: Hunger,
Bladder, Energy, Social, Hygiene, Fun. KoyHa 3 wectnn noTpeb 6yna
OVCKpEeTMn30BaHa Ha Tpu piBHI (Low, Medium, High), o B CyKymHOCTI BU3Ha4aEe
npocTip i3 3% = 729 MOXNMBUX CTaHIB. Y3arasibHeHa cxemMa poboTu anropntMmy Q-
learning B aHOMY cepenoBULLI NpeacTaBneHa Ha puUC. 4.

Reward: r

Bubip pii CepepoBuine /
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e-greedy policy BuKoHaHHA ail
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K,
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\\ AresT nepexoguTs y CTaH s'
N Q-Tabnuusn ~
. OyetneHHn

\\ - -Tabnuui
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Puc. 4. Mpouec Q-learning

MNpencrtaBneHa Moaenb Npaukoe Ha OCHOBI anroputMy Q-learning, Ae areHT
MOCTYrNoBO OHOBMOE Q-Tabnuulo, nparHydn [[OCArtTM onTUManbHOiI cTpaTerii
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BMOOPY AOiM Yy KOXHOMY [OWCKPeTHOMY cTaHi. [ii areHTa BignoBigatoTb
BMCOKOPIBHEBMM B3aEMOIAM 3 00'eKTaMU cepeaoBMLLA (XONOAUNbHUK, OYLL, MiXKKO
Ta iH.). MNepexig MK cTaHaMK € OeTEePMIHOBAHWUM, OCKINbKWM 3aMeXXuUTb Bid OBOX
dakTopiB: MOaMdiIKaTOPIB, MOB'A3AHMX i3 XapaKTePUCTMKaMIM 06'eKTIB B3aeMofii, Ta
npupogHoi gerpagauii notpeb. Ona 3abe3nedeHHa MNepcucTeHLii Ooceioy Ta
edeKTMBHOIro kepyBaHHA nonitnkot, Q-Tabnumusa cepianisyetbca y dopmaTi ISON,
LLIO JO3BOJIAE WBUAKO 36epirati/3aBaHTa)kyBaT HaBUYEHY MOMITUKY Ta NepenasaTu
3HAHHA MiXX MOCNiAoBHMMUM MokoNiHHAMUK NPC. KoXXeH 3anuc y TabnuLi — e oLiHKa
napu «CTaH-aig». [aHi HAKOMMYYTbCA MPOTArOM CUMMYMIALIN Ta OHOB/OKOTHCS 3a
KnacuuyHoto dopmynoto Q-learning [6]. g MOBHOMoO Po3yMiHHA PoboTU CUCTEMM
PO3rNaHEMO LMK 0BpOo6KM AaHUX Yy beKk-eH aapi.

Anpo 6eKk-eHOYy BUKOHYE MOBTOPKOBAHY CXeMY, LLIO BK/IHOYAE OLLIHKY cTaHy NPC,
BMOIip Aii 3a e-greedy, 3acTocyBaHHA Aii, 064YMNCIEHHA BMHAropoau, oHoBNeHHa Q-
3Ha4YeHHsa Ta 36epeykeHHa Tabnuui.

10

= ¢ (ExplorationRate)
=== MovyaTkoBe £ = 0.95
—-=-- MiHiMansHe € = 0.15
----- 50% exploration

Da3za JoCnigXeHHA
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Puc. 5. Fpadik cnagaHHA KoedilieHTy pocnig)XeHHSa ¢ 3a NOKOJTIHHAMMU

NoBendiHKa areHTa 3Ha4YHOK MIPOKD 3aNeXXMUTb Big MapamMeTpiB HaBYaHHA. Ha
puC. 5 MpoaeMoHCTPOBaHO, 9K KOe®ILLIEHT € MOCTYNOBO 3MEHLUYETbCSA Bif BUCOKMX
3HA4YeHb (OQOCNiOXXeHHS) OO0 HWMXKYMX (eKkcrhnyaTauiad MofiTuKK). Take 3HMKEHHS
cnpusae 6inblu cTabiNbHMM CTpaTEeriaM Ha Mi3Hix eTanax.
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MNapamMeTpn ™Mogeni y UbOMy [OOCAIOKEHHI ©yno BCTAaHOBMEHO TaKUMMU:
learning rate @ = 0.3, discount factor y = 0.95, €;04arcose = 0.95, cnagaHHa oo 0.15.
Take MoefHaHHA NapaMeTpiB 3abe3nedye GanaHC MK LUBUAOKICTIO HaBYaHHA Ta
CTabiNbHICTIO MOMITUKM.

LLlo6 peanisyBaTu HaBuyaHHA NPC y peanbHOMY irpoBOMy cepenoBuLLi,
HeobxioHO 3a6e3neuYnTn HaneXxHy opraHisalito 6ek-eHa apXiTeKTypu.

Y 6eK-eHO 4YacTWHI peani3zoBaHO TaMMeEpPU MPUNHATTS pilleHb, MeHeoXKep
nokoniHb NPC, cuctemy oerpagauii noTpeb Ta Moayni HaBirauii.

ApXxiTeKkTypa nobygoBaHa Ha KOMMOHEHTHINM cTpykTypi C++ (puc. ©6), Wo
O03BOMSAE NiATPUMYBATV BUCOKY MOAY/bHICTb i MacLITaboBaHICTb CUCTEMMU.

AMPCSpawnManager

T UNeedsComponent

I

I X

b J ;
AAlController AMFPCCharacter

| v

I

| UQLearningComponent

¥

AlnteractableCbject

Puc. 6. BsaeMogpgia knacis

Ona 3abe3neyeHHsa OOBroTPMBANOro HaKoOMUYeHHA AOO0CBiAY BUMKOPUCTaHO
MeXaHi3M «policy persistence».

Lle o3Hauae, WO nicnga 3aBepLUEHHA YXWUTTEBOIMO LMKAY MepCcoHa)ka BCi
HanpauboBaHi HUM Q-3HadyeHHs 36epiraloTbcqd, a HacTynHe nokoniHHa NPC
YCMaaKoOBYE MOMNITUKY.

TakMM 4YMHOM, CUCTEMA 34aTHa HaBYaTUCA MNPOTAroM AOeCATKIB TMUcad
MOKOMiHb, HAKOMMYyto4YM genani ebeKTUBHILLY NOBEdiHKY.

Ona mogentoBaHHA noBediHkm NPC 6yno BukopuctaHo Unreal Engine 5.

Lle cepepoBulle 3abe3nedye BUCOKOMpoOyKTMBHe C++ aOpo, iHTerpoBaHi
3acobu Hasirauii, nigTpuMmky JSON-cepianizauii Ta 3py4dHi IHCTPYMEHTMU
HanaroMxXeHHsa, Wo pobuTb MOro NpUOaATHUM ONS CKNagHWMX MYyNbTUAreHTHUX
cumynauin [7].

Y 3anponoHoBaHin Mogeni noTtpeb NPC 3HmkytoTbca Ha 0.4 oguMHuMU
LLOCEKYHOMN, LLO CTBOPHOE MOCTIMHUI AediunT pecypciB. TAaKMIM TUCK 3MYLLIYE areHTa
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APUMNMaTKM pilleHHS, CAPSAMOBaHI Ha MiOTPMMAHHA YXUTTE3OATHOCTI, | dopMye
NPUPOAHI YMOBUM 019 HaBYaHHA.

Y cepenoBULLI HagBHI 21 iIHTEPAKTUBHUX OB'EKTIB PI3HUX TUMIB (PUC. 7), KOXKEH
i3 AKMX Ma€ BNacHy TpMBanicTb Ta BNAMB Ha noTpebun NPC.

[ Cnaed akTopa ]—)

MakeDecision() 3

v

IHianizauia noTped Ta
QTable

l

Choose#fction()

BuanaueHHA eps

~

3aseplueHHA B3asmogil

random < eps?

~

h 4 v

Bunagroea oiAa Hawkpawa gia OHoenexnHA CQTable

v

Haeirauin oo oG'exkTa = Eaaemo'mr‘?oTTz;émBHEHHH CalculateReward()

Puc. 7. UMkn HaB4yaHHA NPC

Ona BepudikaLuii Mogeni 6yno 30iMCHEHO eKCMepUMEHT, Lo MNPoBOAMBCA
MpoTArom 252 NokofiHb, a ue BignoBigae NnpubnmM3HO BOCbMK roanHaM peanbHOro
yacy 3 ypaxyBaHHAM MPUCKOPEHHS CUMYnALLi (koedilieHT 15 X). 3aranbHuMi obcar
OJaHWX CKNaB mnoHagd 38 TUCaY 3arnmciB Npo OKPeMi il Ta 3MiHWM CTaHiB. AHani3
TPUBANOCTI XUTTA MEePCOHaXiB BUABMB YiTKYy HENiHIMHY OMHAMIiKy HaBYa/lbHOIO
npoLuecy, LWo MiaTBepaXKyE YyTIMBICTb TabnmyHoro Q-learning 0o napamMeTpiB € —
greedy NONITUKW. [JMHAMIKY YiTKO po3aiieHo Ha Tpu da3um (Tabn. 1):

Tabmiysa i
®das3u HaB4yaHHA NPC 3a MeTogoM Q-learning Ta ix xapaKTepucTuka
- CepepHs
®daza MoKoniHHSA Koed’:""eHT TpuBanictb | KnouyoBi xapakTepuUCTUKU
XUTTA

[JoMiHyBaHHSA BMMagKoBOro

PaHHF! 1-50 0.95 10 0.67 2249 c (37.5 Bm6qpy (Bl/.lCOKa €). Bmcoga
(Exploration) XB) BapIiaTUBHICTb pe3ynbTaTiB

(StdDev 2179 ¢).
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lponosxeHHs 1abs. 1

. KoediuieHT Cepe.n.Hn .
daza MNMoKoniHHA ¢ TpuBanicTb KniouoBi xapaKTepUCcTUKu
XUTTA
HamBunila epeKTUBHICTD,
onTUManbHWM GanaHc
MikoBa 4600 c OOChimyKeHHa/ekcnyaTaLlii.
(Balancing) 60-90 06710033 (76.7 xB) MNokpawleHHa Ha 104.5%
MOPIBHAHO 3 PaHHbOIO
daszoto.
Oerpapgauia npoayKTUBHOCTI
Mi3Ha 151-252 0.16 1700 c (28.3 Yyepes nepeHaB4YaHHSA
(Exploitation) (MiHIMYM) XB) (overfitting) Ta BTpaTy
adanTUBHOCTI.

MpadivyHe npeacTaBneHHS 3MiHU TPUBANOCTI XUTTA Ta CepegHboro pPiBHA
noTpe6, WO iNCTPYE Lo AMHaMiKY, HaBedeHO Ha pu1c. 8 Ta pumc. 9 BignoBiaHo:

25000 A DaKTHYHI 3Ha4YeHHA

= KoB3He cepegHe (20 NOKONiHb)

20000 A

15000 A

10000 A

TpuBanicTb MUTTA (CEKYHAN)

5000 4

CepepnHe: 2227 .0c
MakcumMym: 24552 5¢ (MokoniHHA 61)

T T T T
0 50 100 150 200 250
Homep NoKoniHHA

Puc. 8 TpuBanictb xutta NPC

OTpUMaHi  KOMMBAHHSA TPWUBANOCTI YXUTTA Bigobpa)katoTb He nuwe
edeKTUBHICTb AN areHTa, ane M 9KiCTb ynpaBiHHA MOro BHYTPILLHIMKX CTaHaMW.
LLLo6 Kpalle 3p0o3yMiTV MPUUYMHK LIUX 3MiH, MpoaHanisyeMo noseniHky notped NPC,
npenctaBneHy Ha puc. 9. Ak BuaHO 3 rpadiky, crtabinizauia TPUBANOCTI XXUTTH
CYNPOBOOYKYETbCA BMPIBHIOBAHHAM cepefiHix piBHIB NoTpeb. Lle cBigumTb npo Te,

131 www.logos-science.com All rights reserved | CC BY-SA 4.0



/ Ricerche scientifiche e metodi della loro realizzazione:
/\ O |_ @ Z esperienza mondiale e realta domestiche

SEZIONE 13.

INFORMATICA E INGEGNERIA DEL SOFTWARE

LLIO areHT nodmHae po3nisHaBaTh npioputeTn n dopmyBaTK BiNbll 36anaHCOBaHI

CTpaTerii BMyXMBaHHS.

100

= KO0B3He cepefHe (20)

80

40 4

CepepgHin pieeHb NoTpeb (%)

20

CepepHiA piseHb: 64.4%

T
0 50 100

Homep nokoniHHg

T T
150 200

Puc. 9 AKicTb NiagTPUMKM NOTPe6

T
250

WLo6 ouiHuTK, 9K ui cTpaTerii dopManisyoTbCca Yy TepMiHax anropuTMmy,
PO3rNaHeMO NIACYMKOBUI po3nodin Q-3HadeHb. BiH OeMOHCTpye, aKi aii areHT
BBa)Ka€ HaMObINbLL NepCrneKTUBHMMU Y Pi3HUX cTaHaX. 149 aeTani3alii Liei KapTUHM

HaBeaeHo dparMeHT Q-Tabnuui (Tabn. 2).

Tabryg 2
dparmMeHT Q-Tabnuui nicna HaB4YaHHsA NPC
CtaH NPC (ouckpeTusoBaHi notpe6u) Lia Q-3HauyeHHd
Hunger = Low, Energy = Medium, Fun = Low GoToTV 912.4
Hunger = Low, Energy = Medium, Fun = Low GoToFridge 845.2
Hunger = Low, Energy = Medium, Fun = Low GoToBed 430.1
Hunger = High, Energy = Low, Hygiene = Medium GoToBed 901.8
Hunger = High, Energy = Low, Hygiene = Medium GoToShower | 544.6
Hunger = High, Energy = Medium, Fun = High GoToFridge 887.9
Hunger = Medium, Energy = Medium, Fun = Low GoToTV 903.3

B3ATO 3 [aBTOPCbKaE pO3p0bKa]
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AHanI3 ii CTPYKTYpPU Ta 3HaAYEHb NIATBEPLOXKYE €PEKTUBHICTb aNropuTMy. 3 729
TEOPETUUYHO MOX/MBUX CTaHIB (OMCKpeTu3alia 6 notpeb Ha 3 piBHI), cucTema
BiOBigana 487 yHiKanbHUX CTaHIB (66.8% NnokpuTTs), chopMyBaBLLM 2847 nap "CTaH-
nia". e [goctaTHiM piBeHb MNOKPUTTH, OCKIIbKM He BigBigaHi CcTaHu €
eKCcTpeManbHUMU KOMBIHaLIAMM, AKi PiAKO BUHMKAKOTb MPpW ONTUManbHIiM MOMiTULL.

84.5% Q-3Ha4YeHb € MO3UTUMBHUMM, WO BKA3yE Ha 3arajnbHy YCMiLHICTb
HaB4YaHHA. CepenHe Q-3HauveHHA cknano 456.3 mpu mepiaHi 523.7. MakcrMarnbHe
3HaveHHa gocarno 1024.7 onsa Aii BigHOBNEeHHA KPUTUYHO HM3bKOi NoTpebun Energy.
LLi paHi Bioob6pakatoTb BUCOKY LIHHICTb HeramHoro 3agoBOSIEHHA >XUTTEBO
BaXKNMBKMX NoTpeb. Po3nonin Q-3HadyeHb NoKa3aHo Ha puc. 9.

-=. Q=0

1201 =" Cepenwe = 518.1

Yactota

200 400 600
Q-3HaYeHHs

Puc. 9 Po3noain Q-3HayeHb

®parmMeHT Q-Tabnumui (Tabn. 2) y3aranbHioe HanTunosiwi piweHHa NPC nicnga
3aBepLUEHHS HaBYaHHSA Ta iNOCTPYE, 9K Q-learning dopmye iepapxito Oiv 3anexxHo
BiO NoTpeb areHTa Ta AeMOHCTPYE, WO ANda 3agaHoro ctaHy Hunger = Low, Energy
= Medium, Fun = Low Hawkpauwot gieto € GoToTV (Q-3HauveHHa 912.4) — aig,
CNpsMOBaHa Ha 3a00BOMIEHHA HaWMHWKYoi noTpebum (Fun). Lle nigTBepokye
bopMyBaHHA MPEeBEHTUBHOI CTpaTerii, CnpaMoBaHOI Ha nNiATPUMKY 6anaHcy
MoTpeb, a He NMLe peaKLLito Ha KPUTUYHI BUCHAXKEHHS.

HanuacTiwe BigBioyBaHUM CTaHOM € "222222" (yci moTpebu Ha BUCOKOMY
piBHi), WO cTaHoBUTb 17.0% Big ycix gin. Le € uinboBuM ctaHom (goal state),
OOCAMHEHHS AKOoro 3abesnedye MakCUManbHy CTiMKICTb. LLLO6 ouiHUTK, HAaCcKiNbKM
cTabinbHoto € noBefiHka NPC y yaci, npoaHaniayeMo 4acToTy BifBidyBaHMX CTaHIB.
Lle no3Bonde 3p0O3yMiTH, UM OINCHO areHT MPSaMYE OO0 LLiNIbOBMX KOHIrypauin Ta
YHUKAE KPUTUYHUX CUTYaLin (pwmc. 10).
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Puc. 10 20 Han6inbll YacTUX 3HaAYEeHb

HawnuacTtiwoto pieto € UseBed (6842 pa3un) 4depes BUMCOKY LWBUMAKICTb
aerpagauii Energy. BogHouac BaxkMBO OUIHUTK, 9K YacTo NPC obupae Ti um iHLWi
Aii. PIBHOMIipHICTb abo MepeKocK B LbOMY PO3MoAiNi Bigobpa)katoTb chopMoBaHy
CTpaTerito Ta CTyniHb ii onTMManbHOCTI (puc. 11).
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HadaBHICTb MiKOBOI MPOOYKTUBHOCTI Yy cepeanHi TpeHyBaHHA Ta nodasnbluni
cnag npaMo MoB'A3aHi  3i 3MiHAMKM  MONITUKKM  OOCNiOXeHHa. Po3rngaHemo
AeTanbHilwe, 9K napaMeTpu € BMJIMHYAIM  Ha  CTabiNbHICTb  HaBYaHHA.
CnocTepe)yBaHa [Oerpagauia npoayKTMBHOCTI  Ha  Mi3HiM  das3i  (nicngd
nokoniHHaA 150) € KmacuMyHMM MNpWKIagoM nepeHaBdyaHHAa (overfitting) onda
TabnuuyHoro Q-Learning B yMOBax BWCOKOPO3MIipPHOro, AOUCKPETU30BAHOMO
MPOCTOPY CTaHiB.

SHWKEHHS € 40 MiHIManbHOro 3HadeHH4a (0.15) pi3Ko CKOPOTUMIO OOCAIAXKEHHS
(exploration), 3MyLLytOUM areHTa Cnino exkcniyatyBaTy cybonTMManbHy MOMITUKY,
aka O6yna cdopMoBaHa Ha cepegHix eTanmax. MefiaHHa TPWBAaMICTb XXUTTA Ha
ni3HbOMY eTani Bnana Ha 51.6% nopiBHAHO 3 nikoM. NPC noyanun 3acTtpdaratm y
NOKanbHMX OMTMMYMaX, BTpayaluyM 30aTHICTb aganTyBaTMCA OO HOBUX abo
PIOKICHMX  CTaHiB. He3Bakatoum Ha MepeHaBYaHHSA, [OOCATHEeHHA  MiKy
NPOAYKTUBHOCTI  Ha  cepefHboMy eTani (e~ 0.50) nigoTBepaXkye, WO
apxiTekTypa CUCTEMKM Ta MapaMeTpu BUMHATOPOLO € KOPEKTHUMMK, a alropuTMm
ycniwHo ¢opMye cknafHi aganTuMBHI  cTpaTerii, 3maTHi 6anaHcyBaTu  LWICTb
KOHKYpPYtOUMX MoTpeb.

Ona nioTBepOyXeHHA KOPEKTHOCTI BMOGpaHMX rinepnapamMeTpiB (a,y,€) 6yno
MPoOBeOEeHO  Cepito  OO0OATKOBMX  €KCMEPUMMEHTIB 3  albTepHATUMBHUMMU
KOH®IrypauiaMmu. Pe3ynbTat HaBeaeHo Ha puc. 12-14.

| ~ Cnpoba 1
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I\ Cnpoba 3
800 | Cnpoba 4
Cnpoba 5

600 [\ A | - A

400 TRYA - [ \ \[
| ] |V

TpueanicTb XuTTs (c)

200

Homep nokoninkg

Puc. 12 NopiBHAHHSA TPUBAJOCTI XXUTTSA Y HeBAaNux cnpo6ax

| — Cnpoba 1
[ Cnpoba 2
50 I —— Cnpo6a 3

Cnpoba 4
0 [ .t | | Cnpoba 5

KinekicTs pii

Homep noKonikHa

Puc. 13 MopiBHAHHA KiNbKOCTI AiN y HeBAanux cnpo6ax

135 www.logos-science.com All rights reserved | CC BY-SA 4.0



/ Ricerche scientifiche e metodi della loro realizzazione:
/\ O |_ @ Z esperienza mondiale e realta domestiche
SEZIONE 13.

INFORMATICA E INGEGNERIA DEL SOFTWARE

8

g
|
Cnpoba 1 \ V|
Cnpoba 2
Cnpoba 3 |/
Cnpoba 4 v
Cnpoba 5

Cepegwin pisexs notpeb (%)
g 8 8 8

S
P

s
<

0 20 0 60 80 100
Homep nakonikwa

Puc. 14 NMopiBHAHHA cepeAHbOro piBHSA NOoTpe6 y HeBAanmnx cnpob6ax

Cnpobun 1, 3, 4 — He nNpoaOeMOHCTpyBanu 36KHOCTI, TPUBANICTb »XUTTA
cTaHoBMa 70-90 ¢, WO BKa3lye Ha MOBHY BiACYTHICTb HaBYaHHSA Ta HeedeKTUBHICTb
nonitmkn. Cnpoba 5 — mokasana eKcTpeMasbHi KONMMBaHHSA TPMBANOCTI XXUTT4, LLO
CBIOYUTb MPO HecTabiNbHICTb HaBYaIbHOIO MPoLECy.

YcniwHa KoHdIirypauia gocarna cepefHboi KiNbKOCTI Ain 324 Ha Niky, WO Yy
30-50 pa3iB nepeBULLYyE pe3ynbTaTh HeBOANMX CNPo6, 4oBOAAYM, Lo 0bpaHi a =0.3,
y =0.95 Ta cxeMa cnagaHHa € 6ynm onTrUManbHo MigibpaHi.

BUCHOBKW. Y CTaTTi ycCniwWHO po3pobneHo Ta peani3oBaHO 6eK-eHA
APXITEKTYPY adanTUBHOI CMCTEMU MOBediHKM HeirpoBmx nepcoHaxie (NPC), wo
6a3yeTbcAa Ha anropuUT™Mi Q-learning Ta iHTerposaHa B irpoBmm pywin Unreal Engine
5 3 BuKopucTaHHaM C++. byna cTBopeHa Moaefib MapKiBCbKOro mnpouecy
APUNHATTS piweHb (MDP), WO BKAOYAE OMCKPETM3ALLII0 LLUECTU KOHKYPYOUYMX
notpe6 NPC Ta MexaHiaM dopMyBaHHA Q-Tabnuui 3 BiAMOBIOAHOK CUCTEMOLIO
BMHaropod. 3anponoHoBaHUIM niaxia 3abe3nedmB BUCOKY MPOAYKTUBHICTD,
HeobXxiaHy ONa NMPUCKOPEeHHa cumyndauii y 15 X pa3siB, WO A03BOMWMIO MPOBECcTU
KOMM/IEKCHE eKCcrepMMeHTanbHe AOCAIOXKeHHA Ta HAaKoMMYMTKM MoHag 38 Tmcad
3aMunciB NpPOo CTaH Ta Aii. AHaNi3 HaB4YeHOI NONITUKM NIATBEPOMB 30aTHICTb CUCTEMU
dopMyBaTK CKTagHy NPeBEeHTUBHY cTpaTerito 6anaHcyBaHHA NOTpeb, 4OCATHYBLL
Ha MikoBiM ¢da3i HaB4yaHHA (NokoniHHA 60-90) cepegHbOi TPWMBANOCTI YXUTTA
mepcoHa)iB y 4600 cekyHO, WO 3HA4YHO nepeBullye 6a30Bi MOKA3HUKMU
BM>KMBAHHS.

EkcnepuMeHTanbHi pe3ynbTaTi OeMOHCTPYIOTb YiTKY 36DKHICTb anropuTMmy,
ane TaKoXX BUABNAIOTb MOro dyHOaMeHTanbHi OOMe)XeHHd, 30KpeMa HeniHinHy
OVMHaMIKY MpPOOAYKTUMBHOCTI 3 HACTyMHOW Oerpagauicto yepes nepeHaB4YaHHSA
(overfitting) Ha Mi3HIiX eTanax. Llen deHoMeH NMOACHIOETbCH BTPATOK adanTUBHOCTI
BHACNIOOK MiHIMi3aLii KoedilieHTa OOCNIOXKEHHS € Y AMCKPETU30BaHOMY MPOCTOPI
CTaHiB. He3Ba)katouM Ha ue, OOCArHYTI MOKAa3HMKKM ebeKTUBHOCTI Ta pe3ynbTaTu
MOPIBHANBHOIO aHanisy NiATBEPOXKYKOTb KOPEKTHICTb apXiTEKTYPHMUX pilleHb Ta
obpaHUX MNapaMeTpiB HaB4YaHHA. [MoganblUMM PO3BUTOK CUCTEMU Nepenbadac
nepexin 0o MetoaiB rnmbokoro Q-HaByaHHA (DQL) ong ycyHeHHa oOMeKeHb,
MOB'A3aHMX I3 ONCKPETU3aLIEtD, Ta MiABMLLIEHHA 3arasbHOI CTIMKOCTI MOMITUKW.
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