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MOJAEJIOBAHHSA MOBEAIHKH I'PABISA
YEPE3 HEUPOMEPEKEBI ATEHTH

YV cyuacnux sioeoiepax eaxciusum 3a60anHAM € CMBOPEHHS 12POBUX A2eHMIE, 30AMHUX 8I0MEOPIO8AMU
iHOUGIOyanbHul cmuib epu aoouHu. Lle 3abe3neuye 6inviu pearicmuiny no8edinKy CynpOMUSHUKIE, NOKPAULYE
3aHYpenHs 2pasys y Gipmyanvhe cepedoguije ma iOKPUBAE MONCIUBOCTHI 011 NEPCOHANIZ08AH020 CEUMNIEN0.
Y emammi npedcmasneno nioxio 0o po3pobxu Heupomepenceso2o azeHma, KUl iMimye cmuib 2pu KOHKpem-
HO20 KOPUCMY8aia HA OCHOGI KOMOIHOBAHO20 3ACOCY8AHHS IMIMAYIIHO20 Ma NIOKPINIIO8AIbHO20 HAGUAHHSL.

3anpononosana mooens BUKOPUCTNOBYE GEKMOpHE NPeOCMABieHHs [HOUBIOVANLHUX XAPAKMEPUCTUK
2pasyst, wo 003605€ YOPMANIZY8amu 11020 CIUIbL Yepe3 CUCIeM) NapamMempis, 08 A3aHuUX i3 4acmomoio Oil,
peakyiero Ha nodii ma pigHem pusuxy. Bukopucmanuns anzopummie kracmepusayii ma HetipOHHUX Mepexc 0ae
3M02y 8I0MBOPI08AMY NOBEOIHKO8I NAMEPHU HABIMb 3d 0OMENCEeHOT KilbKOChi mpeHy8anibHux oanux. Eman
NIOKPINIIOBATLHO20 HABYAHHA 3abe3neyye adanmayilo azeHma 00 HOGUX CUMYayitl, 00360MAI0UU LIOMY YOO-
CKOHAI0BAMU 81ACHY CIMPpaAmeziio 8i0N0BIOHO 00 3MIH Y cepedosui epu.

Excnepumenmansmi 0ocniosicens, npogedeHi Ha 0CHO8I HADOPY i2POBUX CYyeHapiis, noxkazaiu, wo 3anpo-
NOHOBAHUL NIOXIO nepeseputye mpaouyitiii memoou imimayii 3a mounicmio ma cmadinvricmio. 30xpema,
cepeoHe 8iOXUNEeHHsl NOBEOTHKOBUX MEMPUK MIJHC A2eHMOM 1 TT0OUHOI0 3MeHUuieHo binbu Hidic Ha 15 %, a pisenb
yeniwHocmi adanmayii 00 Hogux ymoes 3pic Ha 20 % nopiensano 3 6azosumu mooenimu. 11ioxio maxoosic npo-
0eMOHCIMPY8A8 eheKMUSHICb ) PearbHOMY YACi 3a805KU ONMUMIZ3AYIT 0O0UUCTEeHb MA GUKOPUCTHAHHIO CHPO-
WEHUX apXimeKmyp HeUpOHHUX MepedC.

Ompumani pe3ynomamu c8ioyams, wjo po3podienuli Hetipomepedcesuli aceHm 30amHull He Juuie 8i0meo-
prosamu Cmuib 2pu I0OUHU, a 1l A0anmyeamucs 00 3MiH y ii nosedinyi. Lle cmeopioe niorpyums 01s enposa-
00ICEeH sl NePCOHANI308AHUX CUCTIEM WMYYHO20 IHMeNeKmY 8 CYHACHI iepo8i pyuiii ma 8i0KpUsac Ho8i Hanpsmu
00Cai0JCenb Y cqhepi KOSHIMUBHO20 MOOENIOBAHHS 2DABYIE.

Knrouosi cnosa: netipomepexcesuil azenm, imMimayis CMuiio 2pu, 2iubunHe HAGYAHHS, NIOKPINIIOEAIbHE
HABYAHHSL, MOOENIOB8AHHS NOBEOIHKU 2PA8Ysl, PeKYPEeHMHI Heupomepedici, A0anmueHi icposi CUCTeMU.

IMocranoBka mpodsemu. OJHIEIO 3 KIFOYOBHX TPO-
0J1eM CydJacHOTO irpOBOTO HITYYHOTO iHTENEKTY € CTBO-
PCHHS arcHTIB, 3aTHUX BiATBOPIOBATH IHIWBIIyTEHHIN
CTHJIb TPY KOHKPETHOTO TpaBiisl. TpauiliiiHi anroputyMu
Ha OCHOBI MpaBUJI a00 KIIACHYHUX METOJIB ITiIKPITLIFO-
BaJIbHOTO HABYaHHSI YaCTO HE BPaxOBYIOTh HFOAHCH TIOBE-
JUHKY JIFOIMHH T4 i1 3MaTHICTh a1alTyBaTUCs 10 JMHAMIY-
HUX yMOB Tpu [1-3]. BinTBOpeHHS CTHIIIO TPaBI CTa€e
KPUTHYHO BKJIMBMM HE JIMIIE UIA ITBUILEHHS pea-
J3My irpOBUX CUMYIISATOPIB, a i IS PO3POOKU TPEHY-
BaJIbHUX CHCTEM, MEPCOHAIII30BAaHUX IrPOBHX CLEHAPIIB
Ta IHTENeKTyaJIbHUX CYIPOTUBHHUKIB [4, 5].

OpHiero 3 TpoOIeM € MOJCIIOBaHHS TOCHII0B-
HOCTEH il TpaBIs, IO BKIIOYAE SK CTpaTeridHi
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pileHHsI, TaK i WBWAKI peakiii Ha noxii B rpi. CraH-
JapTHI aJTOPUTMH YacTO HE 3JaTHI TOYHO TEpen-
0aunTH HACTYNHI KPOKH KOpPHCTyBada, OCOOIHMBO
y CKJIaZHUX 0araToKpOKOBUX IrPOBHX CEpEIOBHUILAX
[6-8]. BukopucrtanHs HeHpOMEpekKeBOro MigXoay
JIO3BOJISIE BPaXyBaTH iCTOPIIO MOBEIHKH, KOHTEKCT Ta
IHIUBITyalbHI 0COOIMBOCTI TPABIIA, IO POOUTH 1Mi-
TaIlifo OUTBII IPUPOTHOIO Ta peaicTuIHo [9, 10].
BonHouac, inTerparist HeiipoMepekeBUX MojieNeit
y peaibHi irpoBi pyiwii MoB’s3aHa 3 OOMEXEHHSIMH
MPOIYKTUBHOCTI Ta OOYMCIIOBAIEHUMH PECYpCaMH,
IO CTBOPIOE JONATKOBI BUKIMKH TIpU peaiza-
uii peampHoro wacy [11, 12]. Takum umHOM, icHYE
roTpeda y po3poOIli epeKTHBHUX MOJCIICH HelpoMe-
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PEKEBUX areHTIB, 3[JaTHUX IMITYBaTH CTHUJIb TPaBIls
3 BUCOKOIO TOYHICTIO, BPAaXxOBYIOYH SIK MOBEHIHKOBI
JlaHi, TaKk 1 OOMEXEHHS amapaTHOTO 3a0e3NeyYeHHS,
a TaKoX BUKOPUCTAHHS TPOLEIAYPHUX AITOPUTMIB
JUTS TeHepallii KOHTEHTY Ta MaTEMaTUIHOTO MOJIEITIO-
BaHHS irpoBoro cepenosuma [5, 10].

AHaJNi3 ocTaHHIX JocaigxkeHb i myOsaikamiii.
OcTaHHI pOKH CIIOCTEPIracThbcsl aKTUBHUM PO3BUTOK
JOCTIKEeHb, CHPSMOBaHUX Ha CTBOPEHHS HEWpO-
MEpEKEBUX areHTIiB, 3MaTHUX IMITYBaTH IOBEIIHKY
JIOMWHY Yy Bimeoirpax. OCHOBHA yBara MpHIUTSIETHCS
3aCTOCYBaHHIO METOJIB IMITaIlifHOrO HaBYaHHS
(imitation learning), xi NO3BOJISAIOTH ar€HTAM HaBYa-
THUCSI, BIITBOPIOIOYH i1 peallbHUX TPaBIiB HA OCHOBI
310paHKUX TPAaeKTOpiH moBeminku [5, 13, 14]. Le# mia-
X171 JOBiB €(PEKTHUBHICTH ¥ CEPENOBHUIIAX, NIC MUTHOBA
¢yHKIiS ado TpaBHia TPH HE TIOBHICTIO BiIOMI, IIIO
poOUTH HOro MPHUIATHUM IJIi MOJENIOBAHHS JIIO-
CBKOTO CTHJIIO TPH.

CyuacHi poOOTH TaKOK BUKOPUCTOBYIOTH ITTHOOKI
pexypeHTHI HeiiponHi mepexi (LSTM, GRU) ansa
30epeKeHHS KOHTEKCTY TOMEePEeaHiX Al i TPOrHO3Y-
BaHHS HACTYNHHX pimeHb rpasus [7, 14]. 3okpema,
JociimkeHHsa [9] mokasaiio, 0 MOEIHAHHS iMiTa-
[[IHHOTO HAaBYaHHS 3 MiJKPIIUICHHAM (reinforcement
learning) no3BOJIIE OTPUMATHU arcHTIB, SIKI HE JIUIIC
KOTIIOIOTH il JIFOMUHY, a H aJanTyloThCsS O HOBUX
CITeHapiiB TPH.

JonarkoBy yBary NpHAIISIOTH TOOYIOBI Moje-
Jeil mepcoHami3amii — anropuTMiB, IO BPaxoBYIOTbH
IHAMBIoyalbHI XapaKTEPUCTHKHU TPaBIiB, 1X CTHIb
NPURHSTTS pillleHb, PiBEHb PH3UKY Ta PEAKTUBHICTh
[2, 4, 5]. MeTonu knacTepm3ariii Ta 0ai€CiBCHKOTO
MOJIEITIOBAaHHSI BHKOPUCTOBYIOTHCS [UISI TPYITyBaHHS
TPaBIIiB 32 CTHJIEM MOBEIIHKH, IO JIA€ 3MOTY CTBO-
proBati OibII peamicTHUHUX areHTiB [6, 10]. Kpim
TOTO, 3 SIBIISIIOTHCA JOCHIPKEHHS 3 BHKOPHCTAHHS
rerHeparuBHux Mmonenei (GANs, diffusion models)
JUISL CHHTE3Y HOBHX ITPOBHIX MiH, SKi BiITOBITAIOTH
JIOACHKIN TToBemiHMIi [3].

CyuacHi poOOTH TaKOX IEMOHCTPYIOTH 3Hady-
IIiCTh MaTeMaTHYHOTO MOJENIOBAaHHS Ta (hopMalib-
HHMX METOMIB JOCIIIKEHHS IS OITHMI3alil areHTiB
Ta KOHTPOITIO PiBHSA ckiamaHocTi [8]. KpiM Toro, BUKO-
pPUCTaHHS aJNTOPUTMIB TMPOIETYPHOI TeHepallii KOH-
TEHTY JTO3BOJISIE a/IalITYBaTH irpOBE CEPEIOBUIIIE ITi]T
KOHKPETHOTO TpPaBIsl, IO MiABUIIYE €()EKTUBHICTh
amanTuBHOI cuctemH [5]. OkpeMy yBary npuaiisioTh
3aCTOCYBAaHHIO METOJIB MAIIMHHOTO HABYAHHS JUIS
MONIYKY aHOMAJil y JaHUX Ta JAMHAMITHOI KOPEKIIil
MOBEIIHKY areHTa y peajbHoMy daci [12].

HesBakaroun Ha 3Ha4HUH porpec, mpobiiema CTBO-
PEHHsI yHiBepcaJbHOI apXiTeKTypu areHra, 34aTHOTO

142 | Tom 36 (75) N 5 yacTuha 2, 2025

IMITYBaTH CTHJIb IPH PI3HUX KOPUCTYBAUiB y PEKUMI
PeabHOrO Yacy, 3aJIMIIaeThes BiakpuToro. Lle 3ymoB-
JIIO€ aKTYalTbHICTh MOJANBIINX AOCTIPKEHD Y HAITPSIMI
MOENHAHHS TIIMOMHHOTO HaBYaHHS, NPOLETYPHOTO
TeHEepPaTHBHOIO MiJIXOMy, IMOBEAIHKOBOI aHATITUKH Ta
OIITUMI3allii O0YHCITIOBAIBHUX pecypciB [5, 10, 12].

IMocranoBka 3apaaHHA. MeTolO JTaHOTO JIOCHI-
IDKCHHS € po3po0Ka HEHpOMEpEeKeBOro areHTa, 371at-
HOTO IMITYBaTHl iHIVBIAyaJIbHAN CTWJIb TPH JIFONUHU
y BiIeoirpoBux cepenoBuiax. Pesymsrarom mocimi-
JPKEHHSI TIOBMHHA CTaTW iHTErpOBaHa HEWpoMepekeBa
cucTeMa, SIKa 3/1aTHA BIITBOPIOBATH 1HIWBIyaJIbHUN
CTWJIb TPH KOPUCTYBada Ta CIYTYBaTH OCHOBOIO JUIS
TIEPCOHATI30BAHNX IMPOBHUX CEPEIOBUIII, iIHTCICKTYab-
HHX CYIIPOTHBHHKIB Ta TPEHYBAJIbBHUX CUMYJISITODIB.

Buknaxg ocHoBHoro marepiamy. s imitamii
MOBEAIHKH IPaBLsi MU BUKOPUCTOBYEMO KOMOIHOBaHY
HelpoMepekeBy MOAesb, IO CKIAIAEThCS 3 TPHOX
OCHOBHUX KOMITOHEHTIB:

1. Mepesxa nporHo3yBaHHs Aiit (Action Prediction
Network, APN) — pexkypenTtHa Heiipomepexa (LSTM),
sIKa Ha OCHOBI icTOPi1 [1ili rpaBLs IPOrHO3Y€E HACTYIIHY
II0 a,.

2. Mepexa ouinku crany (State Evaluation
Network, SEN) — TinOuHHa HelipoMepexa, 1o OIli-
HIOE CTaH TpU s, 3 TOYKH 30pY CTHJIIO Ta CTparerii

rpaBIIs.
3. Mepexa omrumizarii miit (Policy Network,
PN) — migkpimomioBambHa HEWpoMmepexka, M0 Ha

OCHOBI TIporHo3iB APN Tta omiHok SEN Bu3Hadae
OITUMAJbHI [l areHTa.

CTpyKTYPHO areHT OMUCY€THCSI SIK TPikiKa (S, 4,7,) ,
ne:

S — MHOXXMHA IrPOBUX CTaHiB;

A — MHOXXWHA MOXITUBHX JTil;

1S — P(A4) —ONITHKA areHTa 3 mapamMmeTpaMu 0,
110 3a/1a€ HMOBIPHICTH BUOOPY KOXKHOI Jii.

Hexaii  ©={(5,.4,).(5,.4).....(sp.a,)} — mocmigos-
HICTh CTaHIB Ta Jil TpaBl Mijx 4ac cecii. 3aBaaHHs
HEUPOMEPEIKEBOTO areHTa IOJiATaE y MiHiMizamii
BiCTaHI MK HOro OiSMH a, Ta pPeallbHUMH iIMHU
rpaBUA 4,:

1 &
‘Cimizutiun = 721 a,,4, |,
T

ne T— 3arajbHa KiJIbKiCTh YaCOBHX KPOKIB, IPOTATOM
SKUX TTOPIBHIOETHCS MOBE/IIHKA I'PABIIs 1 areHra;

! (a,,a,) — (pyHKIIIS BTpaT (KPOC-€HTPOMIS I IUCKPET-
HHX Jii).

JIst iABMIIEHHS QIalITUBHOCTI JI0 JIOBTOCTPOKO-
BUX CTparerii BHKOPHCTOBYEMO IIiJIKPIIUIIOBaJIbHE
HABYAHHS i3 BUHAropoiow R(s,.a,), siKa BPaxoBYy€
CXOXICTh JIilf areHTa 3i CTHJIEM TpaBls Ta e()EeKTHB-
HICTb y Tpi:
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J7(6)=E., . LZT(]:y’R(S,,a,)},

ne v<€[0,1] —koedillieHT AUCKOHTOBAHOT BUHATOPOIH.

ANTOPUTM HaBYaHHS arcHTa:

1. 36ip TpaexTopii niii rpaBLiB T.

2. Hopmamizariist craHiB, KaTeropu3sailis Jiii, KOmy-
BaHHS JOJAaTKOBUX MapaMeTpiB (MIBUAKICTh peaKIliid,
TaMiHTH, TapaMeTPH CTpaTerii).

3. ImiTamiiine HaBuaHHs APN, MIHIMIZaUS L,,ion
MmeronoM Adam:

0—06-nV,.

imitation >
e M — IIBHIKICTH HABYAHHS.

4. TlipkpirmomroBaHe HaBYaHHS PN, onTuMizarlis
NoJiTUKHU areHta uepes Policy Gradient:

V,J(0)=E. . {ivelogne (a] SI)R(s,,a,)}

t=0

5. Tarerpauis SEN, ominka crany V,(s,) depes
MIMOMHHY HelipoMepexy Ui cTabimizawii HaB4aHHS:
1

T
‘Cva[ue = ?Z(Rt - V¢ (S, ))2 .

=0
6. UepryBaHHSI OHOBJICHHS mapameTpiB 6 i ¢ 1o
JOCATHEHHS 3aJJaHOTO MOPOTY TOYHOCTI.
Crune TpaBusg MoxHa (OpPMaJbHO OMHCATH SK
BEKTOP XapaKTEPUCTHK MTOBEIIHKH:

p:[a,ca,ti,ol,kt],

Jie @ — cepelHE 3HauUeHHs BUOOpY Iiif;
G, —IUCTepCis il
f,6, — CepellHE Ta TUCTIEPCis Yacy peaKilii;
k, — xoedilieHT pU3NKy ab0 arpecWBHOCTI y cTpa-
Terii.

ATEHT HaBYAa€THCS BIATBOPIOBATH p Y KOXKHIN
irpoBiii cecii, MIHIMIZYIOUH PI3HHIIIO:

L

ste = Pagent ~ Ppiayer 2 -

Jns mepeBipkd SKOCTI iMiTallii BHKOPHUCTOBY-
IOThCSL:

1. TouHiCTh TPOTHO3YBAHHSA Jiil:

#npasuno nepeddoayenux Oiil

Accuracy =
3azanvraxinekicms Oiil

2. CXOXICTh CTHJIIO — KOCHHYCHa CXOXICTh MIX
BEKTOPaMH XapaKTEPUCTHUK b :

p agent : p player

CosSim (pagm, > P piayer ) =

3. 3anmy4eHicTh KOPUCTyBada — CEpeAHill yac B3a-
€MOIIT 3 TPOIO TiJT Yac TECTOBUX CECIM.

4. AIanTUBHICTG areHTa — 34ATHICTH IIiJIALITO-
BYBATHUCS JI0 3MiH IPaBLA B PEKUMI peajbHOTO Jacy.

st mepeBipkn €(heKTHBHOCTI 3aIPOTIOHOBAHOTO
HEHPOMEpEKEBOTO areHTa, M0 IMITye CTHIb TpH
JFOZIMHU, OyJ10 TPOBEIEHO EKCIIEPUMEHTANIbHE MTOPiB-
HSTHHS 3 IBOMa 0a30BUMH METOJAMHU:

1. Meron A (BC — Behavioral Cloning) — xna-
CHUYHE iMiTaIliliHe HaBYaHHS 0€3 3BOPOTHOTO 3B’ S3KY.

2. Metox B (DON — Deep Q-Network) — minkpi-
IUTIOBAJIbHE HaBUYAHHS 0€3 BUKOPUCTAHHSI MIOBETiHKO-
BHX JIaHUX.

3. Meron C (Proposed Hybrid Model) — xom0GiHO-
BaHUH MiJXiJ, SKHH MOEIHYE TTOBEIHKOBE HABYAHHSI
Ta MAKPITUTIOBAIBHY ONTHMI3AIIO NI, BUKOPUCTO-
BYIOYH BEKTOPHHI OTIHC CTHITIO TPaBIIS.

JocmimkeHHs. TPOBOAWIOCH Y CHUMYISIIIIHHOMY
cepenoBui  OpenAl Gym (CarRacing-v2), sike
JI03BOJIsIE  (hIKCYBaTH TOCIIZOBHICTh [ifi TpaBIliB
y 6e3rmepepBHOMY IPOCTOpi cTaHiB. bymo 3i6pano 25
000 erri30/iB TTOBEMIHKH I’ ITH Pi3HUX KOPHCTYBadiB
i3 pI3HUMU CTHIISIMU TPH (arpeCHBHUH, 00epeKHUH,
CTpaTeriyHuid, pU3UKOBUH, 30aaHCOBaHUI).

JI1s OLIHKK CXOXKOCTI MIJK ar€éHTOM Ta JIIOAMHOIO
BUKOPHUCTOBYBAJIUCS TaKi METPUKH:

— Cosine Similarity (CS) Mix BEKTOpPOM Jiii arTeHTa
1 TpaBIIs;

— Fréchet Distance (FD) MiX MOCITITOBHOCTIMH
TPAEKTOPIM;

— Success Rate (SR) — 4acTKa 3aBEpIICHUX €Ii30-
niB Oe3 aBapiif;

— Adaptation Time (AT) — cepemHs KiTBKICThH
KpOKiB, HEOOXiTHIX areHTy /sl MPHCTOCYBAaHHS 0
HOBOTO CEepe0BHUIIIA.

Pesynbraru exciepuMeHTiB HaBeeHi B Tabmi 1.

OTtpumaHi pe3yabTaTd CBiguarh, MIO 3aIPOIIOHO-
BaHUH MiIXiA TepeBeplIye TpaaulliidHI MeTomu 3a
BCiMa KITFOYOBMMH TIOKa3HHKamH. [loexnanHs imita-
LiHHOTO HaBYaHHS (IJ1s1 30€PEKESHHS CTHITIO TPABIIS)
Ta TAKPIIUTIOBATBHOTO HABYAHHS (U1 OMTHUMI3aIlii
Il y HOBUX YMOBaXx) 3a0€3MeUHIIO:

— 3POCTaHHSI CXOXOCTI MOBEIIHKH 3 PealbHUMHU
rpaBusaMu Ha 16-25% y mopiBHSHHI 3 0a30BHMHU

Pogenr P ptayer METOdAMU;
Tabmums 1
IHopiBHsUIBbHI pe3ybTaTH po0OTH HeillpoMepe:KeBOro areHTa Ta 06a30BMX Mojeei
SR AT .

Ne Merton (O\) FD (%) (kpoKiB) IIpumiTka

1 Behavioral Cloning (BC) 0.78 1.32 72.4 1800 [IBUJKO HABYAETHCS, aJie HE aTalTy€eThCS
2 Deep Q-Network (DQN) 0.65 1.85 68.1 2500 noTpedy€e BEITUKOT KITBKOCTI €Mi30/1iB
Proposed Hybrid Model o . .
3 (BC+RL) 0.91 0.94 88.7 950 HalKpalla cX0XicTh Ta afanTaris
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— 3HIKEHHA 4Yacy aganTtauii Ha moHan 40%, mo
KPUTHYHO ISl iHTEPaKTUBHUX 1rop Y peajJbHOMY 4aci;

— MIJBUIIECHHSA CTAOUILHOCTI MPH TEPEXoii MIiX
PI3HUMU PIBHSAMHU CKJIATHOCTI TPH, 3aBISKA (YHKII
BTPAT, 1110 BPAaXOBY€ YaCOBY Y3I'OJUKEHICTb CTHIIIO.

Ki1r040BUM KOMIIOHEHTOM MOZIEITi CTaB BEKTOPHHUIH
ONKC CTWJIIO TPaBLs, IO IO3BOJAE Kiacu(iKyBaTH
areHTiB 3a TUIOM MOBEAIHKA Ta BHKOPHCTOBYBATH
Horo sk BXija Ui TpaHc(hopMepHOT Mozedi, o Mpo-
THO3y€ HAacTymHy mifo. KpiM TOTO, 3ampormoHoBaHa
apxiTekTypa Moxe OyTH iHTerpoBana B Unity, Unreal
Engine a6o Godot 3aBIsiKM BUKOPUCTAHHIO ONTHMi-
30BaHoi iH(epeHc-Moeni Ha ocHOBI ONNX Runtime,
o 3a0e3rnedyye BHKOHAHHS B peajbHOMY daci 0e3
3HAYHOTO HABaHTAKEHHS Ha mporecop uu GPU.

BucHoBKku. Y pe3ynsrari IpoBEIeHOTO A0 CIKESHHS
Oymo po3po0IeHO Ta EKCIIEPUMEHTAIBHO TepeBipeHo
riOpyIHy MO HEHPOMEPEKEBOIO areHTa, 3AaTHOIO
IMITyBaTH HAMBIAYabHUN CTWIIb TPH JIIOAWHU. 3anpo-
TIOHOBAHMH MifXix O0a3yeThCsl HAa IHTErpallii ABOX mapa-
JTIATM MAITAHHOTO HABYaHHS — IMITAIIIMHOTO Ta ITiIKpi-
IUTFOBAJIBHOTO, 110 JIO3BOJISIE MOEAHATH MEpeBaru 00oX:
TOYHICT BIITBOPEHHS MTOBE/IIHKM KOPHCTyBada Ta 3/1ar-
HICTB JI0 CAMOHABYAHHS B HOBHX CHTYaLIisIX.

CTBOpEHUl areHT JEMOHCTPYE BHUCOKY TOUYHICTBH
noBeninkoBoi BianosigHocti (Cosine Similarity =
0.91) Ta 3HMXKEHY (hpemie-IUCTAHIIIO MiX TPAa€EKTO-
pismu miid TpaBmd Ta Mozaem (FD = 0.94), mo cBin-
YUTHh TPO PEANICTHYHICTh 1 CTAaOUIBHICTH CTHITIO.
Kpim toro, cepenniii moka3HUK YCHIIIHOCTI €Mi304iB
(88,7%) nepesuiiye 6a30Bi MeTO/IM, a Yac ajanTariii
CKOPOYYEThCS Maiike BIBIYI.

3anponoHoBaHa BEKTOPHA PEIPE3CHTAIlIS CTHUTIO
3a0e3redye MOXIIHMBICTh Kiacudikarii TpaBIiB 3a
MOBEIIHKOBUMHU XapaKTEPUCTHKAMH, 110 BiJKPUBA€E
IUIAX IO MEepPCOHaNi3allii irpoBoro noceixy. Moneinb
MoOXxe OyTH iHTerpoBaHa y momyispHi pywii (Unity,
Unreal, Godot) 6e3 3HaYHOTO HABaHTAKCHHS Ha
pecypcH, Mo poOHUTH ii MPAKTUIHO MPUIATHOIO IS
BUKOPHCTAHHS Y KOMEPIIHHUX 1 HABYAJIbHUX ITPOBUX
cucremMax.

[Moganbi KoCHiAKEHHS MIAHYETHCS CIIPSIMYBATH
Ha PO3LIMPEHHS apXiTEKTypH areHTa Jjisi MyJIbTUILIe-
€PHUX CIEHapiiB, YIOCKOHAJIEHHS MEXaHI3MIB camMo-
aJlanTailii Ta CTBOPCHHS MYJIBTUMOIAIBHAX MOJICTICH
CTHJIIO, 1[0 BPaXOBYBATHMMYTh HE JIHIIE Jii, a i eMo-
LifHI Ta KOMYHIKaTUBHI aCIIEKTH B3a€MOJIii KOPHUCTY-
Baua 3 rporo.
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Zavhorodnia G.A., Zavhorodnii V.V. MODELING PLAYER BEHAVIOR THROUGH
NEURAL NETWORK AGENTS

In modern video games, one of the key challenges is developing game agents capable of reproducing the
individual playing style of a human player. This ensures more realistic opponent behavior, enhances player
immersion in the virtual environment, and enables personalized gameplay experiences. This paper presents
an approach to developing a neural network agent that imitates a player s unique style based on a combined
application of imitation learning and reinforcement learning.

The proposed model employs a vector representation of individual player characteristics, allowing formalization
of the player s style through a system of parameters related to action frequency, response to events, and risk-taking
behavior. The use of clustering algorithms and neural networks enables the reproduction of behavioral patterns
even with a limited amount of training data. The reinforcement learning stage ensures the agent s adaptation to new
situations, allowing it to improve its strategy according to changes in the game environment.

Experimental studies conducted on a set of game scenarios demonstrated that the proposed approach outperforms
traditional imitation methods in both accuracy and stability. In particular, the average deviation of behavioral
metrics between the agent and human players was reduced by more than 15%, while the adaptation success rate
to new conditions increased by 20% compared to baseline models. The approach also proved efficient in real-time
applications due to computational optimization and the use of simplified neural network architectures.

The obtained results show that the developed neural network agent is capable not only of reproducing human
play style but also of adapting to behavioral changes over time. This provides a foundation for implementing
personalized artificial intelligence systems in modern game engines and opens new directions for research in
the field of cognitive player modeling.

Key words: neural network agent, gameplay style imitation, deep learning, reinforcement learning, player
behavior modeling, recurrent neural networks, adaptive game systems.
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