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MOJEJIOBAHHSA NOBEAIHKH I'PABISA
YEPE3 HEUPOMEPEKEBI ATEHTH

YV cyuacnux sioeoiepax eaxciusum 3a60anHAM € CMBOPEHHS 12POBUX A2eHMIB, 30AMHUX GI0MEOPIO8AMU
iHOUGIOyanbHull cmuib epu aoouHu. Lle 3abe3neuye 6inviu pearicmuiny noeeoinKy CynpoOmuSHUKI8, NOKPAULYE
3aHypenHs epasys y Gipmyanvhe cepedoguije ma iOKpUBAE MONCIUBOCTI 011 NEPCOHANIZ08AH020 CEUMNIEN0.
Y emammi npeocmasneno nioxio 0o po3podxu Heupomepeirceso2o azeHma, siKull iMimye cmuib 2pu KOHKpem-
HO20 KOPUCMY8a4a HA OCHO8I KOMOIHOBAHO20 3ACMOCY8AHHS IMIMAYIIHO020 Ma NIOKPINIIOBAIbHO20 HAGUAHHSL.

3anpononosana mooenb BUKOPUCTNOBYE GEeKMOpHE NPeOCmAasieH s [HOUBIOVAIbHUX XAPAKMEPUCTIUK
2pasyst, wo 003605€ YopMANI3yeamu 1020 CIMUIL Yepe3 CUCIeMY NApaMempis, 08 A3aHuX i3 4acmomoio Oil,
peakyiero na nodii ma pigHem pusuxy. Bukopucmanus anzopummie kiacmepusayii ma HetipOHHUX Mepexc 0ae
3M02y 8I0MEOpI08amu NOBEJIHKO8I NamepHUu HABIMb 3a 00MeNCeHOI KiTbKocmi mpeHysanvHux oanux. Eman
NIOKPINAI0BATLHO20 HABYAHHA 3a0e3neuye adanmayilo azeHma 00 HOGUX CUmMyayitl, 003601104U LIOMY YOO~
CKOHAI0BAMU 8NACHY CIMPpamezito 8i0N0BIOHO 00 3MIH Y cepedo8ui epu.

Excnepumenmansmi 0ocniosicens, npoeedeHi Ha 0CHO8I HAOOPY 2POBUX CYeHapiis, noxkazai, wo 3anpo-
NOHOBAHUL NIOXIO nepeseputye mpaouyituni memoou imimayii 3a mounicmio ma cmadinehicmio. 30xkpema,
cepeoHe 8iOXUNeHHsl NOBEOTHKOBUX MEMPUK MINC A2eHMOM 1 TT0OUHOI0 3MeHUuieHo Oinbut Hidic Ha 15 %, a pisens
yeniwHoemi adanmayii 00 Hoeux ymos 3pic Ha 20 % nopiensno 3 6azosumu mooenimu. 11ioxio maxosic npo-
0eMOHCIMPY6AE eheKMUBGHICING )Y PeaTbHOMY YACi 3a805AKU ONMUMIZ3AYIT 00UUCTEeHb MA GUKOPUCTHAHHIO CHPO-
WEHUX apXimeKmyp HeUpOHHUX Mepedc.

Ompumani pe3ynomamu c8io4ams, ujo po3podienuii Hetipomepedtcesuli aceHm 30amHull He Juuie 8i0meo-
prosamu Cmuib 2pu T0OUHY, d 1l A0anmysamucs 00 3miH y ii nosedinyi. L{e cmeopioe niorpyums 01s enposa-
00ICeH sl NePCOHANIZ08AHUX CUCTIEM WMYYHO20 [HMeNeKmy 8 CYUACHI i2po8i pyulii ma 8i0KpUeac Ho8i Hanpsmu
00CaI0JCEHb Y cihepi KOSHIMUBHO20 MOOENIOBAHHS 2PABYIE.

Knrouosi cnosa: netipomepesicesuil azenm, iMimayis CMuiio 2pu, 2iuburHe HAGYAHHS, NIOKPINIIOEAIbHE
HABYUAHHSL, MOOENIO8AHHS NOBEOIHKU 2PABYsl, PeKYPEeHMHI Heupomepedici, A0anmueHi icposi CUCTNeMU.

MocranoBka mpoodaemu. OJHIEIO 3 KIFOYOBHX TPO-
0J1eM CydacHOTO irpOBOTO HITYYHOTO iHTENEKTY € CTBO-
PCHHS arcHTIB, 37aTHUX BiATBOPIOBATH IHIWBIIyTEHHIN
CTHJIb TPU KOHKPETHOTO TpaBiisl. TpauitiiiHi anroputyMu
Ha OCHOBI MpaBWJI a00 KIIACHYHMX METOJIB ITiIKPITLIFO-
BaJILHOTO HABYaHHSI YaCTO HE BPaxXOBYIOTh HIOAHCH TIOBE-
JUHKY JIFOIMHU Ta 11 3MaTHICTh a/IalTyBaTUCs JI0 IMHAMIY-
HUX yMOB Tpu [1-3]. BinTBOpeHHS CTHIIIO TPaBIs CTae
KPUTHYHO BKJIMBMM HE JIMINE JUIS ITiIBUILEHHS pea-
J3MY irpOBUX CHUMYJISATOPIB, a ¥ JUIS PO3POOKU TPEHY-
BaJIbHUX CHCTEM, MEPCOHAIII30BAaHUX IrPOBHX CLECHAPIIB
Ta IHTENIEKTyaJIbHUX CY[IPOTUBHHUKIB [4, 5].

OpHiero 3 npoOIeM € MOJICIIIOBAHHS TOCHII0B-
HOCTEW Jili TpaBIlsd, IO BKIIOYA€E SIK CTpareriuHi
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pileHHs, Tax i WBUAKI peakuii Ha noxaii B rpi. CraH-
JApTHI aJTOPUTMU YacTO HE 3/aTHI TOYHO Tepel-
0aunTH HACTYIHI KPOKHW KOPHCTYBada, OCOOIMBO
y CKJIaIHUX 0araTOKpOKOBHUX IrPOBUX CEPEIOBHINAX
[6-8]. BukopucraHHS HEWPOMEPEKEBOTO ITiIXOTY
JI03BOJISIE BPAaXyBaTH 1CTOPIIO IOBEIIHKH, KOHTEKCT Ta
IHMBITyaJIbHI 0COOJMBOCTI I'PaBIls, O POOUTH 1Mi-
TaIio OUTBII MPUPOIHOIO Ta peaicTnyHoo [9, 10].
Bomnouac, inTerpariiss HeHpoMepeKeBHX MOJCIICH
y peasibHi irpoBi pymrii moB’si3aHa 3 0OMEKEHHIMHU
MIPOAYKTUBHOCTI Ta OOYMCITFOBAIEHUMHU PECYPCaMH,
IO CTBOPIOE JONATKOBI BUKJIMKM TpU peaiza-
uii peanbHoro vacy [11, 12]. Takum uuHOM, icHYE
norpeba y po3po0iii epeKTUBHUX MOJIeNel HelHpoMe-

ISSN 2663-5941 (Print), ISSN 2663-595X (Online)

141



Bueni sanucku THY imeni B.1. Bepnaacbkoro. Cepis: Texniuni Hayku

PEKEBUX areHTIB, 3[aTHUX IMITYBaTH CTHUJIb TPaBIs
3 BHUCOKOIO TOYHICTIO, BPaXOBYIOYH SIK MOBEHIHKOBI
JlaHi, TaKk 1 OOMEXCHHS amapaTHOTo 3a0e3NeyYeHHS,
a TaKoXK BUKOPUCTAHHS TPOLEIYPHUX aJTOPUTMIB
JUTS TeHepallii KOHTEHTY Ta MaTEMAaTHYHOTO MOJIEITO-
BaHHS irpoBoro cepenosuma [5, 10].

AHaJi3 oCTaHHIX JocCTizKeHb i myOmikamii.
OcTaHHI pOKH CTHIOCTEPIraeThbesi aKTUBHUM PO3BUTOK
JOCTIJKeHb, CHOPSMOBAaHUX Ha CTBOPEHHS HEWpO-
MEpEKeBUX areHTiB, 3/aTHUX IMITYBaTH TOBENIHKY
JIONWHHM Y Bifeoirpax. OCHOBHA yBara IMpHIUIIETHCS
3aCTOCYBaHHIO METO/IB IMITaIlifHOrO HaBYaHHS
(imitation learning), ki JO3BOJIAIOTH areHTaM HaBYa-
THUCSI, BIITBOPIOIOYH il pealbHUX TPaBIiB HA OCHOBI
310paHUX TpaeKTOpii moBeninku [5, 13, 14]. Leit mia-
X1 TOBIB €(DEKTUBHICTh y CEPEIOBUIIAX, JI€ LiIh0Ba
¢dbyHKITIST a00 TpaBuiIa TPU HE TOBHICTIO BiIOMi, IO
pOOUTH HWOTO TPUIATHUM ISl MOJEIIOBAHHS JIFOI-
CBKOTO CTHJIIO TPH.

CyuacHi poOOTH TaKOK BUKOPUCTOBYIOTH [TTHOOKI
pekypeHTHI HedponHi Mepexi (LSTM, GRU) nmns
30epex)eHHS KOHTEKCTY IMOTEepPEeIHIX il 1 IPOTHO3Y-
BaHHS HACTYIMHHUX pimeHs rpaBms [7, 14]. 3okpema,
nJocipkeHHs [9] mokaszaiio, o MOEIHAHHS iMiTa-
[IHHOTO HAaBYaHHS 3 MiJIKPIIUICHHSAM (reinforcement
learning) no3Bonsie OTpUMAaTH areHTIB, SIKi HE JIMIIC
KOIIIIOFOTh JIii JIFOMMHY, a ¥ alanTyIThCs 10 HOBHUX
CIIEHAapIiiB Ipy.

JonarkoBy yBary MpHAUISIOTH TMOOYIOBI Moje-
Jel mepcoHaizamii — alropuTMiB, MO BPaXOBYIOTh
IHAMBIoyaNbHI XapaKTEPUCTHKU TPaBILiB, 1X CTHUIb
NPUAHSTTS pillleHb, PiBEHb PU3HUKY Ta PEAKTUBHICTb
[2, 4, 5]. Metonu knactepusariiii Ta 0ail€eCciBCHKOTO
MOJICTIIOBAHHSI BUKOPUCTOBYIOTBCS JJIsl TPYITyBaHHS
TPABIliB 3a CTHJIEM TTOBEIIHKH, IO JAa€ 3MOTY CTBO-
proBatu OinbIin peanmicTUdHUX areHTiB [6, 10]. Kpim
TOTO, 3 SIBJISIIOTHCA JOCHIIPKCHHS 3 BHKOPHCTAHHS
reraeparuBHux Mmojened (GANs, diffusion models)
JUIsl CUHTE3y HOBHX ITPOBHX i, sIKi BiJIIIOBIIalOTh
JOCHKiN ToBeminti [3].

CyvacHi poOOTH TaKOX JCMOHCTPYIOTH 3HAUy-
IIiCTh MaTEMAaTUYHOTO MOJETOBaHHS Ta (hopMalb-
HHMX METOMIB JOCIIKEHHS ISl OITUMI3alil areHTiB
Ta KOHTPOJIIO piBHS cKkiaHoCTi [8]. Kpim Toro, BuKoO-
PHUCTaHHS ITOPUTMIB MPOLEAYPHOI TeHepalii KoH-
TEHTY J03BOJISIE€ aIaliTyBaTH iTPOBE CEPEIOBHUIIE ITiJT
KOHKPETHOTO TPaBIs, IIO MiABUIIYE e()EeKTHBHICTh
ananTuBHOI cuctemH [5]. Oxpemy yBary nNpuaiisitoTh
3aCTOCYBaHHIO METOJ[IB MAIIMHHOTO HaBYaHHS ISt
MOIIYKY aHOMAaJIil y JIaHUX Ta AMHAMIYHOI KOPEKIil
MOBEIIHKY areHTa y peajbHomy daci [12].

He3sBaskaroun Ha 3HAYHUH ITpoOTpec, mpodiieMa CTBO-
PEeHHSI YHIBepCallbHOI apXiTeKTypH areHTa, 3[aTHOTO
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IMITYBaTu CTHJIb I'PH Pi3HUX KOPUCTYBA4iB y PEKUMI
peanbHOTO Yacy, 3aIMIIaeThes BiikpuToro. e 3ymoB-
JIFOE aKTYaIIbHICTh TIOJAITBIINX JOCHIKEHb y HANpPsMI
[OEHAHHS IIMOMHHOIO HAaBYaHHS, NPOLELYPHOIO
TeHEepPaTHUBHOIO MiJIXO/Y, ITOBEAIHKOBOT aHATITHUKH Ta
OINTUMI3allii O0YHCITIOBAIBHHUX pecypciB [5, 10, 12].

ITocranoBka 3aBmanHs. MeTOIO JAHOIO JIOCII-
JDKCHHSI € po3poOKa HEeHpOMEepe:KeBOro areHTa, 37at-
HOTO IMITYBaTH iHAWBIIyaJdbHHH CTWIIb TPU JIFOMHHH
Yy BICOITPOBHX CEPEIOBUINAX. Pe3ynasraroM mocii-
JDKCHHS [IOBMHHA CTaTW iHTEIpOBaHa HEMpoMepexena
cHcTeMa, SIKa 3/1aTHA BiITBOPIOBATH 1HIIUBITyaJTbHUN
CTWJIb TPH KOPUCTYBada Ta CIYTyBaTH OCHOBOIO IS
MePCOHAITI30BaHHX irPOBUX CEPEIOBUILI, iHTEIEKTYaIb-
HUX CYNPOTHBHHKIB Ta TPEHYBATBHUX CUMYIISITOPIB.

Buxknan ocuoBHoro martepiamay. s imiTtarii
MTOBEJIIHKA TPABIISI MU BUKOPUCTOBYEMO KOMOIHOBaHY
HEHpoMepekeBy MOAETb, L0 CKIAAAETHCS 3 TPHOX
OCHOBHHX KOMIIOHEHTIB:

1. Mepesxa nporao3yBanHs 11iit (Action Prediction
Network, APN) — pexypenTtna Heitpomepexa (LSTM),
sTka Ha OCHOBI iCTOPIi Ii#i TpaBIIs MPOTHO3Y€E HACTYITHY
IiIo q,.

2. Mepexa ouinku crany (State Evaluation
Network, SEN) — iinOuHHa HelipoMmepexa, 1o OIli-
HIOE CTaH IpU s, 3 TOYKH 30pYy CTHIIO Ta CTparerii

IpaBIsl.
3. Mepexa omrumizarii miit (Policy Network,
PN) — migkpimomioBanbHa HEHpoMmepexka, M0 Ha

OCHOBI TporHo3iB APN Tta omiHok SEN Bu3Hadae
OITUMAJbHI [ areHTa.

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

S — MHOXXMHA IrPOBUX CTaHiB;

A — MHOXKUHA MOXITUBHX JTil;

T, : S — P(A) — IIOIITHKA areHTa 3 mapamMmeTpaMu 0,
110 3a/1a€ HMOBIPHICTH BUOOPY KOXKHOT Jii.

Hexaii  ©={(5,.4,).(5,.).....(sp.a,)} — mocminos-
HICTh CTaHIB Ta JIil TpaBl Mija 4ac cecii. 3aBaaHHs
HEUPOMEPEIKEBOTO areHTa IoJisArac y MiHiMizamil
BiJICTaHI MK HOro MiSMHU a, Ta pPealbHUMH JIiIMHU
rpaBuf q,:

1 G (
’Cr'mitnti(m = ?Zl(az ’az ] >
1=0

ne T— 3arajbHa KiJIbKICTh YaCOBHX KPOKIB, IPOTATOM
SKHX TIOPIBHIOEThCS TOBE/IHKA IPABIIS 1 aT€HTA;

! (a,,a,) — (pyHKIIIS BTpaT (KPOC-EHTPOMIS IS IUCKPET-
HUX i),

JUst MiABMIEHHS QIalITUBHOCTI JI0 JIOBFOCTPOKO-
BUX CTparerii BHKOPHCTOBYEMO IIiJIKPIIUIIOBaJIbHE
HABYAHHS i3 BUHAropoiowm R(s,.a,), siKa BPaxoBye
CXOXICTh [l areHTa 3i CTHJIEM TpaBls Ta e()eKTHB-
HICTB y Tpi:
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J7(6)=E., . Lzr(;y'R(s,,at)},

ne v€[0,1] —koedilieHT IMCKOHTOBAHOT BUHATOPOIH.

ANTOPUTM HaBYaHHS arcHTa:

1. 30ip TpaexTopil niii rpaBLiB T.

2. Hopmamizatiist craHiB, KaTeropu3zailis i, KOmy-
BaHHS J0aTKOBUX MapaMeTpiB (IIBUAKICTh PeaKIIiid,
TaMIiHTH, TTapaMeTPH CTparerii).

3. ImiTamiiine HaBuanass APN, MiHIMIZaS L,,ion
MmeronoM Adam:

0 0-1V,L,

imitation >
e M — IIBHIKICTH HABYAHHS.

4. llipkpiromroBaHe HaBYaHHS PN, onTuMizarlis
MoJITHKY areHTa yepes Policy Gradient:

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

t=0

5. Tarerpauis SEN, ominka crany V,(s,) depes
MIMOMHHY HelipoMepexy Ui cTabinizawii HaB4aHHs:
1

T
‘Cvalue = ?Z(Rt - V¢ (st ))2 .

=0
6. UepryBaHHsI OHOBJICHHS mapameTpiB 6 i ¢ 1o
JOCATHEHHS 3aJJaHOTO MOPOTY TOYHOCTI.
Crunp TpaBus MoXHa (OPMaJbHO OMHCATH SK
BEKTOP XapaKTEPHUCTHK MOBEIIHKH:

p=[a.c,.7,0,.k],

Jie @ — cepe/iHE 3HaUCHHsI BUOODY Iiif;
G, — IUCTepCis Miif;
f,6, — CepeNlHE Ta TUCTIePCis Yacy peakilii;
k, — xoedilieHT pU3NKy ab0 arpecUBHOCTI y CTpa-
Terii.

ATEHT HaBYAETHCS BIATBOPIOBATH p Y KOXKHIN
IrpoBiii cecii, MIHIMIZYIOUH PI3HUIIIO:

L

ste = Pagent ~ P piayer 2 -

s mepeBipkr SKOCTI iMiTallii BHKOPHUCTOBY-
IOTBCSL:

1. TouHICTh TPOTHO3YBAHHS Jiil:

#npasuno nepeddoayenux Oiil

Accuracy =
BRacanvnakinekicms Oiil

2. CXOXiCTh CTHIIIO — KOCHHYCHAa CXOXICTh MIXK
BEKTOPaMH XapaKTEPUCTHUK b :

p agent : p player

CSSim(P - Pyier) =

3. 3anmy4eHicTh KOPUCTyBada — CEpeAHill yac B3a-
€MOJII1 3 TPOIO TiJT Yac TECTOBUX CECIM.

4. AIanTUBHICTG areHTa — 34aTHICTH II1JIAIITO-
BYBATHUCS J10 3MiH I'PaBILA B PEKUMI peajbHOTO Jacy.

st mepeBipkn €(heKTHBHOCTI 3aIPOTIOHOBAHOTO
HEHPOMEpEKEBOTO areHTa, M0 IMITye CTHIb TpPHU
JIFOZIMHU, OyJ10 MPOBEIEHO EKCIIEPUMEHTANIbHE MTOPiB-
HSTHHS 3 IBOMa 0a30BUMH METOJAMH:

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

2. Meton B (DON — Deep Q-Network) — miaxpi-
IUTIOBAJIbHE HaBUAHHS 0€3 BUKOPUCTAHHS TIOBE/TiHKO-
BHX JIaHUX.

3. Merton C (Proposed Hybrid Model) — xom0GiHO-
BaHUH MIAXIJ, SIKAH [OEHYE MOBEIIHKOBE HaBYAHHS
Ta MAKPITUTIOBAIBHY ONTHMI3AIIO i, BUKOPUCTO-
BYIOYH BEKTOPHHI OIIHC CTHITIO TPaBIIS.

JocmimpkeHHsT TPOBOAWIOCH Y CHUMYIISIIIHHOMY
cepenoBuitti  OpenAl Gym (CarRacing-v2), sike
JI03BOJIsIE  (pIKCYBaTH TOCIIZAOBHICTh [l TpaBIliB
y Oe3mepepBHOMY TMpOCTOpi cTaHiB. bymo 3i0pano
25 000 emizomiB MOBEMIHKHY IT’ATH PI3HUX KOPUCTYBa-
YiB i3 PI3HUMH CTWISIMH TpU (arpecuBHHN, 00epexk-
HUH, CTpaTeriuHui, pU3NKOBHIA, 30aJIaHCOBAHUH ).

JlJis OLIHKK CXOXKOCT1 MiXkK areHTOM Ta JIFOJMHOI
BUKOPHUCTOBYBAJIMCS TaKi METPHUKH:

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

— Fréchet Distance (FD) MiX MOCTiTOBHOCTSIMH
TPaeKTOPiii;

— Success Rate (SR) — 4acTka 3aBEpIICHUX €ITi30-
niB Oe3 aBapiif;

— Adaptation Time (AT) — cepemHs KiTbKICTbH
KpOKiB, HEOOXiTHMX areHTy /ISl MPUCTOCYBAaHHS 0
HOBOTO CEepeI0BHUIIIA.

Pesynbraru ekciepuMeHTIB HaBeeHi B Tabmi 1.

OTtpumaHi pe3yabTaTd CBiguarh, MIO 3aIPOIIOHO-
BaHUH MiIXiA TMepeBeplIye TpaaullifHI MeTomu 3a
BCiMa KJTFOYOBMMH TIOKa3HUKaMH. lloexnanus imita-
HiHHOTO HaBYaHHS (IJ1s1 30€pEKESHHS CTHITIO TPABIIS)
Ta MAKPIIIIOBATBPHOTO HABYaHHS (U1 ONTHUMI3aIlii
Il y HOBUX yMOBaXx) 3a0€3MeUHIIO:

— 3POCTaHHSI CXOXKOCTI MOBEIIHKH 3 pealbHUMHU
rpaBusMu Ha 16-25% y mopiBHAHHI 3 0a30BHMHU

Pogen P ptayer METOAaMHu;
Taomums 1
IHopiBHsNIBbHI pe3yabTaTH po0OTH HeilipoMepe:KeBOro areHTa Ta 0a30BMX MojeJei
SR AT .

Ne Merton (0\) FD (%) (kpoKiB) IIpumiTka

1 Behavioral Cloning (BC) 0.78 1.32 72.4 1800 LIBHJKO HABYAETHCS, aJie HE aTaNTy€eThCS
2 Deep Q-Network (DQN) 0.65 1.85 68.1 2500 noTpedye BEITUKOT KITBKOCTI €Mi30/1iB
Proposed Hybrid Model . . .
3 (BC+RL) 0.91 0.94 88.7 950 HalKpala cXoXicTh Ta aflanTaris
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— 3HIKEHHA 4Yacy aganTtauii Ha moHax 40%, mo
KPUTHYHO IS iIHTEPAKTHBHUX 1r0p Y peajJbHOMY 4aci;

— MIJBUIIEHHS CTAOUILHOCTI MPH TEPEXoi MIiX
PI3HUMU PIBHSAMHU CKJIAJHOCTI TPH, 3aBISKN (YyHKII
BTPAT, 1110 BPAaXOBYE YaCOBY Y3I'OJUKEHICTb CTUIIIO.

Ki1r040BUM KOMIIOHEHTOM MOZIEIi CTaB BEKTOPHUH
ONKC CTHJIIO TPaBLs, IO JO3BOJAE Kiacu(iKyBaTH
areHTiB 3a TUIIOM NOBEAIHKA Ta BHKOPHCTOBYBATH
Horo sik BXij Ui TpanchopMepHOT Mojedi, o Mpo-
THO3y€ HAcTymHy mifo. KpiMm TOrO, 3ampomoHoBaHa
apxiTeKTypa Moxke OyTH iHTerpoBana B Unity, Unreal
Engine a6o Godot 3aBIs KM BUKOPUCTAHHIO ONTHMi-
30BaHoi iH(pepeHc-Moeni Ha ocHoBI ONNX Runtime,
mo 3a0e3rnedyye BUKOHAHHS B peajibHOMY uaci 0e3
3HAYHOTO HABaHTaKEHHS Ha mporecop uu GPU.

BucnoBKku. Y pe3ynsrari IpoBEISHOTO A0 CITIKESHHS
Oymo po3po0IeHO Ta EKCIIEPUMEHTAIBHO TIepeBipeHO
riOpuHy MO/ HEHPOMEPEKEBOIO areHTa, 3AaTHOIO
IMITyBaTH iHAMBIAYAIBHUN CTWIb TPH JIIOAWHU. 3arpo-
TIOHOBaHMH /X1 0a3yeThCsl HAa IHTErpallii JBOX mapa-
JTIATM MAITAHHOTO HABYaHHS — IMITAI[IMHOTO Ta ITiIKpi-
IUTFOBAJIBHOTO, 110 JI03BOJISIE MOEAHATH TEpeBaru 00oX:
TOYHICT BIJITBOPEHHS MTOBE/IIHKM KOPHCTyBada Ta 3/1ar-
HICTB JI0 CAMOHABYAHHS B HOBHX CHTYALIisIX.

CTBOpEHUIl areHT JEMOHCTPYE BHUCOKY TOUYHICTbH
noBeninkoBoi BianoBigHocti (Cosine Similarity =
0.91) Ta 3HMKEHY (hpemie-TUCTaHINI0 MiX TPAa€EKTO-
pismu 1iid TpaBmg Ta mozaem (FD = 0.94), mo cBin-
YUTh IPO PEATICTHYHICTh 1 CTaOLIBHICTH CTHITIO.
Kpim toro, cepenniii mOKa3HUK YCHIIIHOCTI €Mi30/iB
(88,7%) nepeBuiiye 6a30Bi MeTO/IHM, a Yac ajanTariii
CKOPOYYEThCS Maiike BJIBIYI.

3anpornoHoOBaHa BEKTOPHA PEMPE3EHTAIlIS CTHITIO
3a0e3redye MOXKIJIHMBICTh KiacHdikarii TpaBIliB 3a
MOBEIIHKOBUMHU XapaKTEPUCTHKAMH, 1110 BIJKPUBA€E
HUIAX IO MepCOoHaNi3alii irpoBoro noceixy. Momeib
MOXe OyTH iHTerpoBaHa y momyisipHi pywii (Unity,
Unreal, Godot) 06e3 3HaYHOTO HABaHTKCHHS Ha
pecypcH, Mo poOHUTH ii MPAKTUIHO MPUIAATHOIO IS
BUKOPHCTAHHS Y KOMEPIIHHKX 1 HABYAJIbHUX ITPOBUX
cucremMax.

[Momanbiri KOCTiAKEHHS TIAHYETHCS CIIPSIMYBATH
Ha PO3LIMPEHHS apXiTEKTypH areHTa st MyJIbTUILIe-
€PHUX CIEHApiiB, YIOCKOHAJIEHHS MEXaHI3MIB camMo-
aJlanTailii Ta CTBOPSHHS MYJIBTUMOJIAIBHUX MOJICTICH
CTHJIIO, 1[0 BPAaXOBYBATHMYTh HE JIUIIE Jii, a i eMo-
LifHI Ta KOMYHIKaTUBHI aCHIEKTH 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.

Jara nagxomxenns crarti: 30.10.2025

Hara npuidnsaTts crarti: 19.11.2025
Onyo6uikoano: 30.12.2025

ISSN 2663-5941 (Print), ISSN 2663-595X (Online)

145



