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AHoOTAaLA
B 6akanaBpchkoMy AUIIIOMHOMY IMPOEKTI peasii3oBaHo poboTa Mojel
2D-arenTa a1 TpH y JKaHp1 CTpATerii SIKUM BUKOPUCTOBYE HaBUAHHSM 3
MIJKPIIUIEHHSM JJIsI IPOBOTO NEPCOHaXka 3a7aya IKOro NpoXouTy Ja0IpUHT 3

MEepelKoIaMH 1 MaTH 3MOT'y aIaliTyBaTUCA 10 MOT0 3MiH 5IKi BHOCUTh T'PaBellb.

Jns peanizanii rpu 0yno Bukopuctano pymid Unity, a TakoK MOBY

nporpamyBaHHsa C#.

3 meroro noninmenHs noBeainku II-arenTiB y npoueci po3poOku
3aCTOCOBAHO METOAM MAIIMHHOTO HaBYaHHS, a came, 3acoou Unity Machine

Learning Agents.

Annotation

The bachelor's thesis project implemented the work of a 2D agent model
for a strategy game that uses reinforcement learning for a game character
whose task is to pass a maze with obstacles and be able to adapt to changes

made by the player.

The Unity engine was used to implement the game, as well as the C#

programming language.

In order to improve the behavior of Al agents during the development
process, machine learning methods were used, namely, Unity Machine

Learning Agents.
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1 HAUMEHYBAHHS TA OBJIACTb 3ACTOCYBAHHSA

JlaHe TeXHIYHE 3aB/IaHHS MOUIUPIOETHCS HA pO3POOKY IrPOBOIrO 3aCTOCYHKY,
akuil ana 1I-BoporiB Oyae BUKOPUCTOBYBAaTH HABYAHHS 3 MIJKPIIJICHHAM, a
TaK0X Ha MOJANbIy MIATPUMKY Ta BIOCKOHAJIEHHS PO3POOJIEHOTO MPOAYKTY.

O6acTio 3aCTOCYBaHHS € TPaBIIl K1 LIKABJIATHCS IFPaMU B KaHP1 cTpaTerii
3 eJlieMeHTaMU OyAIBHHUITBA 1 3aXUCTy 0a3u /i€ IITYYHUH IHTEIEKT BOPOra MOXKe

M1JTalITOBYBATUCS TIiJT J11 TPaBIIA.

2 IITACTABHU 11 PO3POBKUAU

[TincraBoro ayis pO3pOOKH JAaHOI CHUCTEMHU € 3aBIAaHHS IS BUKOHAHHS
poOOTH KBaTi(iKaliitHO-OCBITHBOTO PIBHS «0OakanaBp 1HXXEHepil MPOrpamMHOro
3a0e3nedeHHs», SKU OyB 3aTBepmkeHuil QakynbreroM “lHdopmaTuku Ta
00UYHCITIOBATBLHOT TeXHIKK KadeIporo 00YUCTIOBAIbHOT TexHIKM HarlioHaabHOTO
TeXHIYHOTO VYHiBepcutery VYkpainum «KuiBcekuit [TomiTexHIYHUN 1HCTUTYT iM.

Iropst CikopchbKOTOM.

3META TA ITIPU3HAYEHHSA PO3POBKHA

Mertoto Ta mpu3HAYEHHSM JIaHOT pOOOTH € pO3pOOKa IrPOBOr0 3aCTOCYHKY Ta
3aCTOCYBaHHS METOJIIB HAaBUaHHS 3 MIAKPIIUICHHSAM JUIS peaitizallii MOBeIiHKH

MIEPCOHAXKIB.

4 T KEPEJIA PO3POBKH

JlxepenoM po3poOKH TaHOTO JWIUIOMHOTO TPOEKTY €  odimiiiHi
JOKYMEHTAIIi1, MyOJTiKaIlii Ta cTaTTi B Mepexi [HTepHeT Ha JaHy TeMy, HayKOBO-

TEeXHIYHA JiTeparypa.

Apk.

3Mm.
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5 TEXHIYHI BUMOI'

5.1. BuMoru /10 po3po0JieHOr0 MPOAYKTY

Po3poOnena cuctema Ma€ BUKOHYBATH TaKl BUMOTH:

e B rpinoBuHHI OyTH peanizoBaHi IrpoBl MEXaHIKU IEPECYBAHHS KAMEPH,
MacimTa0yBaHHS KaMepH, pelaryBaHHs KapTu Ta MEepeMUKaHHS Ha 31p

CyNpOTHUBHHKA.

e [loBeniHka CynmpOTHUBHUKIB MOBUHHA OYyTH peali3oBaHa 3a JOMOMOI0I0

METO/1B HaBUaHHS 3 MIAKPITIJICHHSM.

e Jlnsg HaBYAHHS IHTEJNEKTYyaJIbHUX areHTIB MOBMHHI OyTH peaji3oBaHi

JIOJIATKOBI CEpEeIOBHUIIA TPECHYBAHHS

e [loBuHHI OyTH peani3oBaHi FOJOBHE MEHIO.

5.2. BuMoru 10 nporpamMHoro 3ade3ne4eHHs

e OC Windows

5.3. Bumoru 10 anapaTHol YaCTUHH

ROM ue menmte ik 16 I'b.
RAM ue menme Hix 8 I'b.

LIT re menre 3a Intel® Core (TM) 15-8300H.

GPU Nvidia GeForce GTX 1050Ti a6o kpariuii.

6 ETAIIN PO3POBKHA

HasBa eraniB BUKOHAHHSA

TepmiH BUKOHAHHS

3aTBepKEHHS TEMU pOOOTH

9.01.2025-29.01.2025

BuBuenHs Ta aHani3 3aBaaHHsI

29.01.2025-14.04.2025

Po3pobka apxiTeKTypH Ta 3arajibHOi
CTPYKTYPH CUCTEMU

14.04.2025-21.04.2025

Po3pobka cTpykTyp OKpeMUX 4YacTUH CHCTEMU 21.04.2025-28.04.2025

[Iporpamua peasrizaliisi CHCTEMHU

29.04.2025-20.05.2025

BunpaieHHsa mOMUIOK

28.04.2025-26.05.2025

OdopmiteHHS TTOSICHIOBAJIBHOT 3aITUCKH

0.01.2025-29.01.2025

3m.
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[AJI11.467200.002 T3

Apk.




MOSICHIOBAJIBHA 3AIIMCKA
J10 TUTIJIOMHOTI'O MPOEKTY

Ha TeMy: «Mojenb 2D-areHTa 3 HaBYaHHSAM 3 MMJIKPITUICHHSIM JUIs iFPOBOTO
epcoHa)xa»

Kuis — 2025
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IHEPEJIK CKOPOUYEHbDb

RTS — Real-Time Strategy — ctparerist B peajJbHOMY Yaci

TBS — Turn-Based Strategy — mokpokoBa cTpaTteris

PvP — Player versus Player — rpaBeiib mpoTu rpaBiist

RPG — Role-Playing Game — posiboBa rpa

DLC — Downloadable Content — 3aBaHTa)kyBaHHii KOHTEHT

NPC — Non-Player Character — neirpoBuii nepcoHax

GPU — Graphics Processing Unit — rpagiunauii nporecop

PNG — Portable Network Graphics — ¢popmat 300pakeHHs

ID — Identifier — inentudikatop

RL — Reinforcement Learning — HaBuaHHs 3 MiAKPIMJICHHIM

PPO — Proximal Policy Optimization — anroput™ HaBYaHHS 3 MAKPIIICHHIM
SAC — Soft Actor-Critic — 3pa3koBuii RL-aaroput™ i3 miaBuineHor0 e(GeKTHBHICTIO

T — IITyyHuii iHTEIEKT

Apk.

3Mm.

[AJI11.467200.003 I13 3

ApK. Ne noxym. Migmuc | dara




BCTYVYII

B nami yac Ko BiI€OIrpy CTalOTh B OJIMH PsiJl 3 IHIIMMH BUJIaMH MUCTELITBA,
AK KOJIUCHh 1ie 3poomin 1 (inbMU. PO3poOHMKM IIYKalOTh Pi3HI METOAM, 1100
BUJIUTUTH CBOE TBOPIHHSA Ha (POHI IHIIUX IrOp, AJI1 OTPUMAHHS OUTBLIOrO MPUOYTKY
Ta NOoNyJasipHOCTL. OCKUIBKH Yy CBIT1 ICHY€E BEJIMKE PI3HOMAHITTS KOMII IOTEPHUX,
KOHCOJIbHMX Ta MOOUIBHMX BIJ€OIrop, $Ki 3a3BUuYail NpHUBAOJIOIOTH TI'paBIIiB

PI3HOMAHITHUM CIOXKETOM, TeiiMIuIeeM, rpadikoro Ta piBHEM CKIIATHOCTI.

Hepeﬂ THM, SK IIPOIJOBXKHUTU ;[aBaﬁTe KOPOTKO PO3TIIAHCMO I_Ii 4 KJIIH0YOBI

eeMeHTH rpu[l]:

e [enmruien
e Croxer
e Jluzaiin Ta rpadika

e Bukiuk rpasiro

[To mepmie reimriel skl BKIIOYAae B cebe IiKaBl IrpoBI MEXaHIKH Ta
BECEJINN IrPOBUH Tpollec, KUK Oy/e 3aXOIUTIOIYUM Ta I[IKaBUM JIJISl TPaBIIiB.
Takox reimIuIeii Mae TIOCTYIOBO BIIKPUBATH HOB1 MOKIIMBOCTI JiJIst TpaBIl. OHe
3 HaWBaXJMBIIIMX 3aJad IPH CTBOPEHHI IeWMIUICIO II€ JOCATTH OalaHCy MIXK

IIPOCTOTOIO BXOKEHHS Ta CKJIAAHICTIO Ha MI3HIMIMX CTAIIsIX TPH.

[To apyre croxkeT SKHI JO3BOJISE€ TPaBISIM Kpaiie 3pO3yMITH CBIT TpH, il
MEPCOHaXIB Ta ICTOPIFO IOTO CBITY, IO Ja€ 3MOTY TpaBII0 BiIYyBaTH
PI3HOMaHITHI €MOIlii MY Yac TPOXOJKEHHS TPH BiJ CTpaxy IMepes YUMOCh
HEBIIOMUM a00 PAFICTIO MICIS PO3KPUTTS SKOICh TAEMHUIN, X 10 TeYali Mics
CMEPTI TBOTO YIJIFOOJICHOTO TICPCOHAXKY, 11l PeYi TOAAIOTh IIIKABOCTI B IOCTIHKCHHS

: 1732 » M . (%) 299 .
IbOro CBITYy. SIK MpHUKIaj Xo4deThCsd HaBecTH rpy “Bigpmax 3: [Iukwnii riH” Bixg
noJyibebkoi cTyaii CD Project Red, sika € 4acTHHOIO TPWIIOTii, IO MPOJOBXKYIOThH

KHUKKOBY 1CTOPIIO.

Apk.
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Ilin yac rpu Bu Oynere 3ycCTpiduaTd PI3HUX MEPCOHAXKIB, SIK TaKUX SKI BXKe
3yCTplyajgucs B MHUHYJIMX YAaCTUHAaX I'PU TaK 1 TUX AKI OyJM OMNMCAHI JHILE Y
KHIDKKaX, a y Jianorax 1 3aIucKax sKi po3KuJaHl 10 BCbOMY BIAKPUTOMY CBITI
Hepinko OyBae Take, IO 3raAyloTh PO MOJ1i MUHYJIHMX YacTUH abo kHur. Lle Bce
Jla€ TPaBIIIO BIAYYTHU HACTPIN T'PU @ TUM XTO BXXE 3HAHOMUM 3 IIUM CBITOM JI03BOJISIE
3rajjaT LiKaBl MOMEHTH 5Kl Bi0ynucsa B oro MunysnoMy. Lle onuH 3 npukiaais
TapHOTO CIOXKETY, KM HE MPOCTO MEPENoBIIaE KHUKHUM OpUTiHAJI, & PO3NOBiAAE

ICTOpIIO sIKa BiIOYyJIacs Micisl HbOTO.

[lo Ttpere nuz3aiin Ta Trpadika sAKi HEe OOOB’S3KOBO TMOBUHHI OyTH
PETICTUYHUMH — TOJIOBHE, 11100 BOHM OYJIM YHIKaJIbHUMU 1 HUTICHUMHU. OCKUIbKU
XOpOILIMK Mu3aiiH IOMOBHIOE aTMoc(depy Ta 3aHYypeHHsS Yy CBIT Tpu. 31€0UIBIIOTO
MO>KHA BIIOKPEMUTH KiIbKa BUIIB rpadiku, a came 2D-rpadiky nis saxoi He Tpedba
MaTH HaBUYKHU B BHUKOpUCTaHHI pi3Hux 3D-pemakrtopiB, anme s aHIMaIii SKuX
3a3BUYail BAKOPUCTOBYIOTH 110 KaJPOBY aHIMAIlIIO HIX CKEJIETHY, 1110 30UIbIIY€E Yac
B 1i peaizartii, nami ige 3D-rpadika mys sikoi Tpeda BMITH cTBOproBaTtH 3D-momeri
B PI3HUX PENAaKTOPax 1 BKe JJIs SIKHUX JIETIIIe BUKOPUCTOBYBATH CKEJIETHY aHIMAIIIIO,
TaKOXK OKPEMO X04y BUAUIMTH MIKCEIbHY Tpadiky sika OyJia OCHOBHOIO Ha IMOYATKY

CTBOPEHHS BIZICOIrOP.

[ ocranHe 1ie BUKIMK TPaBIf0, IO € JUIsi 0ararboX TpaBIliB OJHUM 3
HaWBKIIMBIIIINX €JIEMEHTIB TpH, 0€3 SKOro B I'pi, HIOM, BIICYTHINH CEHC, TOOTO TeE,
3apajy 40oro MU rpaemo. B irpax mepej rpaBIsiMU CTaBJISATh Pi3HI MO CKIATHOCTI
3aj1a4i BiJl HE3HAYHMX a00 JIETKUX, a)K JI0 THUX J¢ B HBOI0 Maiiyke HeMae€ IIaHCIB Ha
MOMUJIKY. TOKY KOKHOMY TPaBITI0O MOKYTh MOA00aTHCS Pi3HI 3a CKIIAJIHICTIO iIrpr
Taki, gk “the SIMS” abo iHIII MICOYHMIN, SKI JAIOTh I'PABII0 Makke OC3MEKHI
MO>KJIMBOCTI 715 TpU. Tako € TpaBii IKiM OLTBIIE IO BIIOAOOW Maiike HEMOKIIHBI
BUIIPOOYBaHHS, 5K y irpax cepii “Dark Souls” Bij ssikux HaBiTh 4epe3 iXHIO BEJIHKY
CKJIQJHICTH KA HE JA€ TPABIIIO MPaBa Ha MOMUJIKY, MIIIIOB HOBUIA KaHP 1] HA3BOIO

Souls-like sikuit cTaB Mapkoro €KCTpeMaabHO CKIIATHUX irop.
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Takox OKpeMO XO4uy pO3IJISHYTH TaKd €JIEeMEHT y irpax sK MOBTOpHa
Irpa0eNbHICTh SKUU € BaXJIMBUM JJIA TPaBIIB 3a JJISI BIAUYTTS PI3HOMAHITHUX
€MOIIil Ta MOXKJIMBOCTI JOAAJIHM PI3HOMAHITHI MEPEIIKOAN sIKI HE OyayTh CXOXI1
OJIHa Ha OJIHY, 3a3BUYall LIel eJIEMEHT 3aJI€KUTh BiJl FeMILIes Ta BUKIUKY IPABLO.
3a3Buyail B irpax 3 BEJMKOIO MOBTOPHOIO IrpalenbHICTIO Tpadika 1 AU3aliH
BIIXOJIATh HAa JIPYyTrUd IUIAH, a CIOXKET HE YK€ BaXXJIMBUM, OCKUIBKM IpaBelb
3a3BUYyail B LI Ipl caM CTBOPIOE ICTOPIIO, SIK MPUKIAJL MOXKHA B3SATH TPy
“RimWorld” e xoxHHII HOBHI CTapT MOXe OyTH YHIKaJIbHHM IO CKJIQJIHOCTI B
3aJIeKHOCTI B1Jl BUOOPY I'paBlis, /1€ B OAHOMY BU MOKETE MOOYAYBAaTH BEJIETEHCHKY
0a3y B HEMPOXIIHUX ropax sika OyJe BUTPUMYBATH BCl Hamajayd BOPOTIB 1 sika B
pe3ynbTari majae BiA SKOiCh XBOpOOM, a B IHIIOMY OIMUHUTHUCS CaMOTHIM
JOCIITHUKOM B MEPTBIN KpurkaHid mycTeni. ToMy B Taki irpu 1 XoueTbes rpat 00
KO’KHA TMAapTisi B HUX BUXOJUTH YHIKAJIBHOIO 1 HEMOBTOPHOIO. TakoXX MOBTOPHY
IrpabeNbHICTh MOXKYTh MIATPUMYBaTH 1 caml TpaBIll MIJISXOM pPO3POOKH Ta
PO3IOBCIO/KYBAHHS PI3HOMAHITHUX MOJMU(IKAIii, 3a MPUKIAJ MOXXHA B3ATH
“Minecraft” st sKOro KOpUCTYBadi CTBOPHIIN BKE KiTbKa THCSY MOAM(IKAIii, Bi/
THX 1110 HE3HAYHO BIUIMBAIOTh Ha IFPOBHII ITpoOLIEC, a kK 10 TUX iK1 pOOJIATH 3 HBOTO

30BCIM IHIIY TPy

OT1xe, SIK pO3pOOHUK Irop CBOEIO 3a/1a4Uet0 1 00MPar0 CTBOPESHHS XOPOIIOi I'pr
3 TApPHOIO IMOBTOPHOIO IrpalOEeNbHICTIO B SIKiM rpaBIli 3MOXYTh KHJATH COO1 HOBIi
BUKJIMKHA 1 CTBOPIOBATH CBOi YHIKajbHI icTopii. I mist peanizarii miporo s oOpas
cTBOpUTH Tpy y kaHpi RTS 3 enemenramu Base-building ta Tower Defense, 3
BUKOPHUCTAHHS HABYAHHS 3 MIAKpirieHHsM 11si ctBopeHHs [I-Boporis, 100 BoHH
M1 9ac TPU MOTJIM aJIaliTyBaTUCS JIO Aii TPaBIIsl, OCKLIHKY MpobieMa 6araTboX irop
y JKaHpi cTpaTeriil e 3a3Buyait mabmona noseniaka LI qo sikoro rpasii 3 yacom

3BUKAIOTh, 10 MIPU3BOAUTH 10 BTpaTH iHTEepecy 10 rpH.
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PO3ALJI 1. OI'JVIAl TA AHAJII3 ICHYIOUIX

BIJEOITOP ’KAHPY CTPETEI'II TA HABYAHHA 3

HIAKPIHIJIEHHAM B ITPAX ABO JOCJILIKEHHI Y

BIPTYAJIBHUX CUMYJIALIAX

1.1 Bu3HauyeHHsI NOHSATH Ta OIJIsI/] MPeAMETHOI 00J1acTi

CydacHi irpy MaroTh BEJIMKY KUIBKICTh >KaHPIB Ta MIJPKAHPIB, HA OAHINA 3

NOMYJISIPHIIIUX IJI0MAI0K Steam B sikiil HapaxoByeTbest 452[2] Teru 10 SIKUX OKPiM

’KaHPIB Ta MIJHPKAHPIB BITHOCITHCS I1I€ 1 BI3yalbHUI CTUIIb, KUIbKICTh TPaBIIIB, TEMA

IpU Ta pi3Hi iX 0coOIMBOCTI. Takok ofHA Tpa MOXKe HaJIEkKaTH J0 KUIBKOX >KaHPIB

a00 TKaHPIB B 3aJIEKHOCTI BiJ 1 ocoOnuBocTei. Sk mpukian, MOXKHa HABECTU

KiJIbKa OCHOBHHUX KaHpiB KoMIT 10TepHuX irop [3,4,5]:

o CuUMYJIATOPH - IIe IrpH, AKI BIATBOPIOIOTH MIEBHY CUTYAIIIIO 3 pealbHOT'0 a00

BUTAJIAHOTO CBITY 1 HAJarOTh T'PABIIO KOHTPOJhL HaI Hero. Lle moxke Oytu
CUMYJISITOp BIMCHKOBHUX [ii, MIJIOTYBaHHS, TOHKHM a0O0 CIOPTY, Tomo. Sk

NpUKIaZ MOXKHA HaBeCTH Taki irpu sk: The Sims 4, Farming simulator 22,
SQUAD.

e Crparerii — 1e Iirpy B SKHX JUIS JOCSATHEHHS TIiepeMorn Tpeba

BUKOPUCTOBYBATH IJIAHYBAHHS Ta CTPATET1UHE MUCIICHHS JIJI1 BUKOPUCTAHHS
BHYTPIIIHBO ITPOBUX pecypciB. Irpu 1bOTO XKaHPY MOXKYTh OyTH Ha PI3HY
TEMATUKY: BIACHKOBY, €KOHOMIUHY, MOJITHYHY TOIIO0. SIK MpPUKIIa] MOKHA

HaBecTH Taki irpu sik: Stellaris, Civilization, ANNO.

e EXINH-IrpH - irpH, B AKUX FPaBEllb KEPYE MEBHUM NIEPCOHAKEM BIAMOBIIAI0UH

3a WOTo mepecyBaHHS Ta 1HIII i 3 METOIO 3HAWIEHHS NUIAXY A0 HACTYIMHOI

LTI

Apk.

[AJI11.467200.003 I13

3Mm.

Apk.

Ne noxym. Migmuc | dara




AKa CHpUsA€ NOCTYIOBOMY IPOXOJKEHHI I'pu. Takok 0 EKIIH-IrOp MOXYTh
BITHOCHUTHCS ITPH, B SIKUX I'PaBellb CTPUISIE MO MEBHUM CYNPOTHBHHKAM a0o0
o0’extaM. Sk mpukman moxHa HaBectu Taki irpu sk: SQUAD, Counter-

Strike, Battlefield.

PonboB1 Irpu - A03BOJISAIOTH FPABIIO YBIMTH y posib IEpCOHaXa abo rpymny, 1

B3aEMOJIISITA 3 ITPOBUM HABKOJMIIHIM CBiTOM. B paHomy »kaHpi 4acTo
3aCTOCOBYETbCS MEXaHIKa PO3BUTKY MEPCOHAXIB MO MIpl HAJIXOKEHHS
JIOCBIY, MepeMor y 005X, BUKOHAHHS 3aBAaHb TOIO. SIK MpUKIag MOXKHA

HaBecTH Taki irpu sx: World of Warcraft, Diablo, Dying Light.

[cHyt0TH 111€ OaraTo HIIKX KaHP1B Ta MIHKAHPIB ajie cepe]] iX BCiX, 0COOIMBO

Tpeba posrisunytd RTS, Base-building ta Tower Defense, ockiuibku BOHH €

OCHOBHHMHU >KaHpaMH 11bOro npoekty[6,7,8]:

e RTS-irpu mepenbadaroTh KepyBaHHS apMisIMH, pecypcamMd Ta PO3BUTKOM

0a3u y pexumi peanbHOro 4acy. ['paBerlb MOBUHEH NMPUWMATH CTpaTerivyHi
pIIIIEHHS IIBUIKO, OJHOYACHO KEpPYyHUYd OYIIBHUIITBOM, €KOHOMIKOI Ta
ooitopumu nisiMu. OcoOJIMBICTH KaHPY — BiICYTHICTH "XomiB": yci mii
BinmOyBatoThcsi 0e3 may3. [Ipuknagamu € taki irpu sik: StarCraft, Age of

Empires, Command & Conquer.

Base-building - irpm mporo »aHpy 30CEpeKYIOTbCS Ha CTBOPCHHI,
pO3MIMpeHHI Ta omnTuMmi3amii 0a3m UYMW ToceneHHs. [paBens Kepye
pPO3MIIIEHHSIM Oy/iBeNb, YIPaBIIHHSAM pECcypcaMu, a 4acTo ¥ 0OOpOHOI0
cBoei TepuTopii. Lleit xaHp Moke MOETHYBATUCH 3 THIIIUMH, SIK-OT CTpaTerii

g cumysstopu. [Ipuknagamu €: Factorio, They Are Billions, RimWorld.

Y Tower Defense-irpax rpaBenb Oymye 0OOpOHHI crmopyau (Bexi) ais
3aXUCTY BIJ] XBUJIb BOPOXKHUX IOHITIB, SIKI HAMararoThCsl MPOUTH Yepe3 KapTy.

OcHOBHa
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MeTa — CTpPaTEeTriuHO PO3MIIYBAaTH BEXIi, 1100 3aBAaTH HAMOUIBIIOT IIKOAN
MIPOTUBHUKY, 3 ypaxXyBaHHSIM THITIB BOPOTiB, PECYPCIB 1JIIMITIB Oy1IBHULITBA.

[Tpuknagamu Takux irop €: Plants vs. Zombies, Kingdom Rush, Bloons TD.

Takox mepen po3poOkoro rpu Tpeda 3BEpHYTH yBary Ha Te€ HACKUIbKH
CKJIQJTHOIO BOHA Oy/ie, OCKUIBLKH T'PABI[IB MOKHA MOJAUIMTH Ha KIJIbKa KaTeropii 3a

pIBHEM CKJIaJIHOCTI Ha IKOMY M nogobaethes rpatu[9, 10]:

e KagyanbHi I'paBIll Ha/IalOTh MepeBary irpaM, B siki IPOCTO Ta BECEIO

rpaTH Ta sIK1 HE CTABJIATH Mepe]] TPaBIeM CKIIaIHI 3a1aul.

e Core-rpasii - MalOTh MIKMPUTY 00JIACTH IHTEPECIB HIK Ka3yallbH1 FPaBIll
Ta MOXYTh T'paTH B PI3HI BHAM Irop, aje HE MalTh CTUIBKH XK
€HTY31a3My 1 HE BUTPA4yalOTh Ha TPy CTUIBKH XK 3YCHIb, K XapJIKOPHI

IpaBIIi.

L XaDIIKODHi FDaBHi Ha1al0Th IICpCBAry CKJIaJIHHUM inaM 3 BHUCOKHM

IMOoporomM BXOJ/’KCHHA 1 OTPUMYIOTH 3aJOBOJICHH:A Bi,ZI IMoAO0JIaHHA

BaXKHUX BI/IHpO6YBaHI> abo OBOJIO,I[iHHﬂ CKIIaAHNUMH HaBHUYKaMH.

e ['pasiii, sKi MOJIOOIAIOTE 3MaralHs, 6epyTh y4acTh y TypHIpax MpoTH

IHIIUX reliMepiB, ab0 TPOCTO OTPUMYIOTH 3aJ0BOJICHHS Bim PvP-

CYTUYOK 3 IHITUMU TPABISIMHU.

e KoonepatuBHi rpaBIili - OTPUMYIOTH 33JI0BOJICHHS BiJl CIIUTKYBAaHHS 3

IHIIMMU Y TIPOIIeCi TPH, 3HAXOXKEHH1 HOBUX JIPY31B y OHJIAIH TPi.

e ['paBii SiKi BUKOPHUCTOBYIOTH IIpH JUIS HaBYaHHS, CaMOPO3BUTKY. B

Irpax MOXYTh 3aiMaTHUCSl KOHCTPYIOBAaHHSAM, BABUEHHSAM MaTEMAaTUKH,

porpaMyBaHHsl, JJOT1KK a00 HaBITh NEBHINA NPUPOAHINA MOBI, TOIIIO.

OTxe, y irpH )KaHPY CTpaTerii MOXKYTbh IpaTH Oyb-sKi 3 PO3TIISHYTHUX THITIB

IpaBIiB, B 3aJIEKHOCTI BiJl IrpoBUX MexaHik Ta ckiaanocti I Boporis.
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IrpoBa MexaHika - IEBHUIM aClEKT TPH Ta MPaBHUiIa, SKUMH MOCIYTOBYETHCS
rpaBenp mig wac rpu [11]. V crparerisix BUpI3HAIOTH MEXaHIKU OyiBHHIITBA,
HaliMaHHS PI3HUX MIEPCOHAXKIB, TIEPECYBAHHS KaMepH MO MOJI0 Ta 1HKOJHU JI0 LbOTO
MOXHA JOJaTH OOMEKEHHSI BUIMMOTO TOJIs, SIKIIIO TPaBelb HOr0 HE NOCTIIUB a00

HE Ma€ TaM crocTepiraya, SIKUM Moxe 0yu OymiBisi a00 MepCoHax.

Takox TpeOa pO3riasHYTH, IO IFPU MOXKYTbh PI3HUTHUCS 32 KUIBKICTIO FPaBII1
Ha OJIHOKOPHUCTYBallbKl J€ y poiii cynepHuka Buctynae Il Tak 1 Ha
0araTOKOpUCTYBAIlbKI B SIKMX CIUIBHO I'pa€ BiJ ABOX I'PABIIB 3Mararo4uch MIiX

co0oro abo npotu 1.

Tox maBaiiTe po3TJITHEMO SIK Ha CKJIaHICTh Ipu BiutuBae LI, ockinbku skino
T HanmucaHuit MPOCTO, TO 3 YACOM TPaBEIlb MOXKE ITiJ] HHOT'O ITiT JAIITYBaTUCS, 1110

MMPU3BCAC 1O 3HAYHOT'O CIIPOLICHHA I'PU Ta MOKJIMBO1 BTpaTH O0 Hel iHTepecy.

Jnst mouatky Tpeba 3ayBaxuTH, 1o s irpooro I He 060B’s3k0BO
BUKOPHUCTOBYBAaTH HEHUPOHHI MEpeXi UM 1HIII METOAW MAIIMHHOTO HaBYaHHS,
OCKUTbKM 3a3BMYail BUKOPUCTOBYIOTh aJTOPUTMH, HAOOpU TMpaBWI, JI€PEBO
nmoBeIHKK Toio. Bin oOpanoro meroxy ctBopeHHs LI moxke 3amexatu Te
HACKUTBKH JIETKO Oy/e nepeadaunTy Horo Jii, aje Tpeda mMpuTpuMyBaTHCS 3070TO1
CepeNHU CKJIAIHOCTI, 00 BOpOT 1 He OyB 3aHAATO MPOCTHM SIKOTO MOXHa Oyze
JIETKO mepen0adnTy 1 SKuid He Oy/1e MaTH 3MOTH BHOCHTH 3MIHU B CBOIO ITOBE/IIHKY,
TaK 1 HE 3aHAJTO CKJIAJHUM SIKMH OyJe MpopaxoByBaTH il TpaBIl Ha Iepen i

BUOMpATH [ii AKi HE AaAYyTh 3MOTH KOPUCTYBayy MEPEMOTTH.

Peanictnuna Tta HemepenbadyBaHa TIOBEHIHKAa KOMITIOTepa, ska Oyne
IMITYBaTH Jii TpaBIl MOXKE HOro 3amikKaBUTH HEOOXITHICTIO TOCTIHHOI 3MiHU
TAKTUKU Ta TOMIYKY IHIIMX CHOCOOIB BUKOPUCTAHHS PI3HUX MEXaHIK TPH, IO
3pOOHTH IrPOBHI MPOIIEC IIKABIIIAM 1 PI3HOMAHITHIITUM Ta JO3BOJIUTH 3aTPUMATH
TpaBIlsl HA OUTBITY KUTBKICTB yacy. Uepes 11e B it poboty Oyne cipoba CTBOPHUTH
areHTa KU Oyae amanTyBaTHCS I i1 KOpUCTyBada IS iMITaIlli JIOACHKOT

IMOBEIIHKU.
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Jlns imiTanii JH0JUHONOAIOHOT MOBEAIHKH ITPOBHUM IEPCOHAXKEM MOXKHA
BUKOPUCTAaTU TEXHOJOr1l MITYYHOro IHTENEKTy. B Takomy Bumaaxky IrpoBuid

MEPCOHAXK PO3TIIAIAETHCS K IHTEJICKTYaIbHUNM areHT.

[HTEeNneKkTyanbHUN areHT — L€ porpama, sika Moke MpuiiMaTH pilieHHs abo

BUKOHYBATH Jlii HA OCHOBI JJaHUX 3 HABKOJIUIIIBOT'O CEPEOBUIIA, BBEACHUX JaHUX

KOpHCTyBayda abo BjIacHOro A0cBiay[12].

[MonmynsipauMu MeTOaMu peanizalii NOBeIHKU IHTEJIEKTYaJbHOTO areHTa €
JiepeBa pillleHb, CTBOPEHHSI CUCTEMHU 31 CKIHYEHHOIO KUIBKICTIO CTAaHIB, a TaKOXK

3aCTOCYBAHHSI HEUPOHHUX MEPEXK.

OTxe, MU HIOHHO PO3TJSHYJIM OCHOBHI MOHSTTS, MOTPIOHI JJI PO3YMIHHS
npenMeTHoi obsacti. Tenep ciif po3rNISIHYTH ICHYIOY1 PIIICHHS - ITPU KaHPY
CTpaTerii Ta MOPIBHITH 1X MK COO0F0, 3HAWUTH 1X TIEpeBaru, HeJIOIIKA Ta BU3HAYNTH
3actocoBaHl mertogu irpoBoro IIII. Takox TpebGa poO3INISHYTHM BHUKOPUCTAHHS

HaBYaHHS 3 MIJIKPITUICHHSAM B irpax a0o 1HIITUX MOJETISX.

1.2 Orasp Bigeoirop y :xaHpi crparerii

B 1isomMy po3iii po3riisitHeMo pi3Hi IrpU-TIPECTaBHUKY JKaHPY MIyTEP, HOTO

nimkanpiB — RTS ta TBS.
1.2.1 RimWorld

RimWorld — me npencraBHUK XKaHPY CHUMYJISTOP KOJIOHIT 3 €JIeMEHTaMu
cTparerii y peaapHOMY 4Yaci, TAaKTHYHOI OOMOBOi CHCTEMHU Ta OIOBiNAHHSA, IO
TE€HEPYETHCS TpaBlieM. Y T'pl rpaBellb KEPY€E IPYNOI0 KOJIOHICTIB, SIKI BUKUBAIOTH
Ha BiJJaJeHINd TUTaHETi Imicisl aBapii KocMigyHOTO KOopabisa. I'omoBHa Mera — He

POCTO
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BWKHUTH, 4 PO3BUBATH IIOCEJICHHS, KEPYBaTU PECYPCAMH, HACTPOSIMU Ta 3I0POB’IM

MEPCOHAXKIB, BIIOMBATH aTaKU Ta HAMAraTUCh YPEIITI-PELIT MOKUHYTH MJIAHETY.

Pucynok 1.1 — Ckpiamor 3 rpu RimWorld

I'pa 6yna unymena y 2018 poi cryaiero Ludeon Studios Ta Bimoma cBO€rO
IHOOKOI0 CUMYIISITIEIO TIOBEIIHKH IEPCOHAXKIB, MPOIETYPHOIO TEHEPAITIEIO O
1 BUCOKOIO BapiaTUBHICTIO MPOXOKeHHs. KOXKEeH KOJOHICT Mae yHIKallbHI PUCH
XapakTepy, OeKrpayH/, yrnojao0aHHs Ta ICHUXOJIOTTYHI CTaHH, IO BILIMBAIOTH Ha

Woro mii.
KitouoBi irpoBi MeXaHikH, 1110 BIUTUBAIOTH HA TeUMILICH:

o Cumynsig TMCHUXIKH: KOXXEH KOJIOHICT Ma€ pIBEHb HACTPOIO, SIKUN
3MIHIOETBCS B 3QJICKHOCTI Bil Xap4yyBaHHS, OTOYCHHS, CTOCYHKIB Ta

MEPEKUTUX TTOIN.
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e PosmupeHe OyniBHUILITBO: TPaBellb PO3MOPSAIKAETHCA PO3MIIICHHSIM
CTiH, KIMHAT, OOOPOHHUX CHOPY[H, I1HQPACTPYKTYPH, CUIBCHKOTO

rocrnojapcTBa Ta BAPOOHUIITBA.

e boiioBa cucrema: 00i BitOyBalOThCs y peaibHOMY Yaci 3 MOMIJIMBICTIO
BUKOPHUCTOBYBATH May3y, Ta 3 MOXJIMBICTIO TAKTHYHOTO KEPyBaHHS
O1itisiMu. BpaxoByloTbCsl JalbHICTh, OOCTPUI, YKPUTTSI, TUI 30poi Ta

piBEHb HaBHUOK.

e Tlonii: moxii GopMyrOThCS 3a JOMOMOTOIO OTIOBIaYa, SIKUM 3a7a€ TEMII

IpU: HaMaju peiepis, XBOPOOH, MOro/1a, NCUX14H1 3pUBH, TOIIIO.

e MiKpOMEHEIKMEHT: TOTpedye  YBaAXXHOIO  KEpyBaHHA  DKeElo,

JIKYBaHHSAM, OJSITOM, PO3MOJILIIOM 000B’SI3KiB 1 peCypCiB.

Henomiku RimWorld:

¢ Bucokuii mopir BXOI)KeHHsI — HOBauKaM Ba)KKO OMaHyBaTH iHTepderic

Ta CUCTeMY MEXaHiK 0e3 MiIKa30K.

e BincyTHICTh TOBHOIIIHHOTO HAaBYaHHS BCEPEAUHI I'PH, 0 YCKIIATHIOE

CTapr.

e I'padika cmporeHa Ta CTWJII30BaHa, IO MOXE HE BIJIMOBIIATH

OUIKYBaHHSM TPaBIIiB, SKi ITyKAIOTh BI3yaJIbHY TNIMOWHY.

e [HKOMM TOAIT 37AIOTHCSA HAJATO JKOPCTOKUMH a00 HECTPABETUBUMH,

10 BUKJIUKAE QPpyCTparliro.
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1.2.2 Warcraft 11

Warcraft 11l — e xinacuuna RTS 3 enemeHTaMu posibOBOi TpH, CTBOpEHA
kommnanieto Blizzard Entertainment. Briepuie Bunymena y 2002 poiri, rpa crana
OJIHIEI0 3 HAWBIUIMBOBILIKUX y CBOEMY >KaHpl 3aBISKH TIUOOKOMY TeiMILIEIO,
ACKpaBoMy (DeHTE31IIHOMY CBITY Ta IHHOBALIWHINA MeXaHIIl TepOiB.

OcHOBHa CyTh I'pH TIOJISITA€ B TOMY, 11100 KEPyBaTU apMi€o, 30UpaTH pecypcH,
OynyBatu 6a3y, CTBOPIOBaTH BilicbKa 1 BECTH OOMOBI M1l MPOTU THIIMX (paKIliil.
I'paBen Moxe obpatu oaHy 3 4Yotupbox pac: Jlrogu, Opku, Hexxurs ta Hiuni
enb(hU — KOXHA 3 YHIKATBLHOI CTUJIICTUKOIO, FOHITAMU Ta MEXaHIKOIO.

Pucynok 1.2 — Ckpinmor 3 rpu Warcraft 111

Kitro4oBi irpoBi MexaHIKH, 1110 BIUIMBAIOTh HA TEHMILIECH:

e Pecypcu: rpaBenp 30Mpae 30J10TO, JIEPEBO Ta KEPye JIMITOM IOHITIB,
00 po3BUBATH 0a3y Ta CTBOPIOBATU APMIIO.

e ['epoi: Ko’kHA CTOPOHA MA€ TOCTYTI J0 T€POiB — MOTYKHHUX FOHITIB, SIKi
HAOMPAIOTh JOCBIJ, MBHUINYIOTH PIBEHb 1 MAIOTh yHIKaJIbHI BMiHHS.
I'epoi — KJ1I0UOBHI €IEMEHT TAKTHKHU.

e boiioBa cucrema: cTpareridyHa, 3 BpaXyBaHHIM PO3MIIICHHS BIHCHK,
THUIIIB IOHITIB, MIKPOKOHTPOJIIO 1 3aKITMHAHb.
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e Kamnanis: crokeTHa 4aCTHUHA T'PU PO3TOPTAETHCS Y CBITI A3epoTy U

OXOIUTIOE MacIITa0HY ICTOPIkO, sIKa JIsiryia B OCHOBY BcecBiTy World of
Warcraft.

e Penakrop KapT: rpaBli MOXYTh CTBOPIOBAaTH BJACHI CLEHapii, 110
IIPU3BEJIO 10 HApOKEHHs xkaHpy MOBA, Hanpukiiaa, KyJIbTOBUH MO
DotA.

[TepeBaru Warcraft I11:
e [ uOokuii Ta 30a1aHCOBaHUM TeUMILIEH 3 YHIKATLHUMH pacamu.
e Bgenennss RPG-mexanik B RTS.
e 3axOIUIMBUI CIOKET Ta SKICHI KaT-CIEHU y KaMIaHIi.
e OpuH 3 HallKpaIMX peJaKkTOPiB KapT B ICTOPIi CTpaTerii.
e Benuka criibHOTa Ta BIUTMB Ha PO3BUTOK 1HIINX XKaHPIB.
Henomixu Warcraft I11:

e Bucoka ckiagHicTh KepyBaHHS — MOTpeOye MIBUIKOI peakilii Ta

MIKPOKOHTPOJIIO.

e Jlesxi pacu BUMararoTh OUIbIIE€ HABHYOK IS €(PEKTUBHOI T'PH, IO

MOKE CTBOPIOBATH AUCOaIaHC cepejl HOBAUKIB.

e Bucoki BuMorm g0 0aratro3aaqHocTi — TMOTPIOHO OJHOYACHO

KepyBaTH 023010, ApMI€I0 Ta TEPOEM.
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1.2.3 Sid Meier’s Civilization VI

Sid Meier’s Civilization VI — ie TBS, ae rpaBens 6epe Ha ceOe posb inepa
OJIHI€T 3 HaIllM 1 Bejie 11 B1J KaM’ sSHOI JOOW 70 €pu KOCMIUYHMX MOJ0poxken. ['pa
HanexuTh 10 xaHpy 4X (eXplore, eXpand, eXploit, eXterminate) 1 € MIOCTOIO
gacTuHOI0 KynbToBO1 cepii Civilization Bix cryaii Firaxis Games. Bnepiie Oyna

BunymieHa y 2016 pori.

Merta rpu — CTBOPUTH HallyCHIIIHINTY [IMBLII3A11110 32 JOMOMOT0I0 OJTHOTO 3
KUIBKOX IUISIXIB JIO MEPEMOTH: BINCbKOBO1, HAYKOBO1, KYJIbTYpHOI, peliriiHoi abo
aurioMaTudHoi. ['paBers JOCHKY€E KapTy, Kepye MiCTamu, apMisMu, BeJe

JUTIIIOMATII0, PO3BUBAE TEXHOJIOTII Ta YKPITUTFOE BHYTPIIITHIO 1HOPACTPYKTYDPY.

Pucynok 1.3 — Cxkpinmor 3 rpu Civilization VI

KitouoBi irpoBi MeXaHiKH, 1110 BIUTMBAIOTHh HA TEHMITICH:

o [lokpokoBa cucTema: KOXKHa J1isg BiOyBaeThes y cBii xif. Lle mo3Bomse
TPaBIIO TUIAHYBAaTH CTPATETiI0 3a37ayieTib 1 HE TOTpedye peaxilii B

pearibHOMY Yaci.
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e Po3MmimeHHs pailoHIB: HOBa MexaHika "paiioHIB", siKi OyayrOThcs

OKpEMO BiJl IEHTPY MICTa, BUMAara€e TAKTUYHOTO IJIAHYBaHHS Ha KapTi.

e JlocmipkeHHsT TEXHOJOriM Ta KyJbTypHu: JABlI NapajeibHl TUIKUA
PO3BUTKY — HAyKOBa Ta KyJbTypHa — BIAKPUBAIOTh HOB1 OYIiBII,

IOHITH Ta (POPMH YIIPaBIIHHS.

e Jlinepum Ta mUBLII3AIlI: KOXXHA HAIllsl Ma€ YHIKaJIbLHOTO Jijepa 3

BJIACHUMH OOHYCaMH, FOHITaMH, Oy1BJIIMHU Ta CTUJIEM TPH.

L4 I[I/IHJ'IOMaTiH Ta peniriﬂ: MOXHa yKJIaJ1aTh COKO3U, BCCTHU INIUTYHCTBO,

PO3IOBCIOKYBATH Peirito, OpaTu yuacts y rojsocyBanasx B OOH.

e [Jlomituka: cucrema ypHJIiB Ta IOJITUYHHUX KapT O03BOJIA€

HaJIAIITOBYBATH CTUJIb MIPABIIiHHS BIJMIOBIIHO 10 OOpaHOi CTpaTerii.
[Tepesaru Civilization VI:

e [mOoka cTpaTeriyHa CKJIaJloBa 3 BEJIMKOIO KUTBKICTIO BapiaHTIB JJIS

IEPEMOTH.

e Slckpara ctunizoBaHa rpadika, 3pyuyHuid iHTepdeic Ta iHpopMaTUBHA

Maria.
e Benukwuit BuOip Haiiil Ta aigepiB 3 pi3HOMaHITHUMU CTUJISIMU TPH.
e MOXKIUBICTB TpaTH COJI0 a00 B MYJIbTHUILICEPI.

o [loctiitna minTpumka Big po3poOHuKiB: DLC, oHOBIEHHS, HOBI

CIIeHapii Ta MEXaHIKH.

Apk.

3Mm.

Apk.

TAJII1.467200.003 T13 -

Ne noxym. Migmuc | dara




Henoniku Civilization VI:

e TpuBanuii yac OJHI€I MapTii — IMOBHOLIIHHA Ipa MOXeE 3alMartu

JACCATKHU IT'OOHH.

e VY mi3Hii rpi cnocTepiraeTbCsl 3HWKEHHS JUHAMIKH Ta "e(eKT CHIKHOI

Kyi", KOJH JIAEp 3 IepeBaroro Maii>ke rapaHTOBaHO MepeMarae.
e Al-CynpoTUBHUKH HE 3aBKIH I1IOTh JIOT'TYHO a00 €EKTUBHO.

e [loBHa Bepcis rpu 3 ycima DLC Mae BHCOKY BapTiCTh, 11O MOXKeE

BIJIIITOBXHYTH HOBAUKIB.

1.3 Orasin HABYAHHA 3 MiAKPINUIEHHAM B irpax a0o
AOCJIII’KeHHI Y BIPTYaJbHUX CUMYJIALIAX

1.3.1 RL y Bizeoirpax

Hapuanns 3 migkpimuieHHssM (RL) akTHBHO BHKOPHCTOBYETBHCS B PO3pOOIT

irOp ISl CTBOPEHHS IHTEJICKTyaIbHUX arceHTIB, SKI MOXYTh aJanTyBaTHUCS 10

3MIHHHUX YMOB, IPUIMATH CTpATETi4H] PIICHHS Ta JISATH CAMOCTBIMHO B CKIATHUX

cepenoBuiiax. RL 103BoJisse HABYATH areHTa Ha OCHOBI B3a€MOJIIT 3 CEPEIOBHUIIEM,

JIe areHT OTPUMY€E BUHATOPO/IM 32 KOPUCHI i1 1 mTpadu 3a HeGaxaHi maii.

KirrodoBi mpukiaau:
e OpenAl Five (Dota 2)[13]

Komannna RL-cuctema, HaBueHa rpatu y rpy Dota 2, 3 BUKOpuCTaHHSIM
Proximal Policy Optimization (PPO). AreHT mocsr piBHS IpH BHIIIOTO

3a npodeciiitHux rpasiiB. Bukopucroysanocs self-play — tpenyBanus
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arcHTIB OIWH ITPOTHU OJHOTI'O IJIA HiI[BI/IH_[eHHH HAaBHUYOK.

o AlphaStar (StarCraft 11)[14]

Po3poOnenuii kommnaniero DeepMind areHT, skuii rpaB HOpOTH
Havikpamux rpaBuiB y StarCraft II. Hauanns mnpoxonuno uepe3
koMOiHyBaHHs RL 3 imiTaniiHuM HaBYaHHSAM 1 0aratocTyleHEBUM

CaMOHABYaHHAIM.
e Unity ML-Agents Toolkit[15]

bibmioreka mnst iHTerpaimii RL-anroputmiB y Unity-irpu. Jlo3Boisie
CTBOPIOBATH HaBuajbHI cueHapii mius NPC, Hanpukian: nepecyBaHHS,

YXUJICHHS BiJl BOPOT'iB, pearyBaHHs Ha Jii TpaBIIsl.
3acrocyBanus RL y Bigeoirpax:

e AnantuBHi NPC, siki BUaThCSl 3SMIHIOBATH IMOBEIIHKY HAa OCHOBI CTHIIIO

I'pY KOpUCTYyBaya.
e CTBOpEHHS CYIIEPHUKIB Y CUMYJIAIIISAX.

e banancyBaHHS TeMMIUICIO Yepe3 CUMYJIALII0 MUTBHOHIB CIICHAPiiB.

1.3.2 RL y BipTyajibHUX CUMYJISIIfAX

BipryanbHi cumynsamii HagaooTh Oe3medyHe, KEpOBaHE CEPEIOBHINE IS
excriepumeHTIB 3 RL. B Takomy cepeioBuIIl MOJIe1 MOKYTh TPEHYBATHCS B TUCSYI
a00 MUIBHOHU pa3iB MIBUAIIE, HDK Y PEaIbHOMY CBITI, IO € KPUTUYHO BaXKJIMBUM
s Takux cdep, K poOOTOTEXHIKA, AaBTOHOMHI CHUCTEMU Ta TIOBEIIHKOBE

MOJIEITIOBAHHSI.
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[Tpuknaau muatdopm 1 3aCTOCYBaHb:

MuJoCo (Multi-Joint dynamics with Contact):[16]

Oi3UuyHUN  cUMYJSATOp I  MoJeitoBaHHS poOoTiB. RL
BUKOPUCTOBYETbCS ISl  HABYAHHS  areHTIB  PYXaTHUCh,

OaJlaHCyBaTH, yXUJISTHUCS.
Isaac Gym (NVIDIA):[17]

BucokonponykrusHa mnatdpopma cumynsamii Ha GPU s
HaBYaHHS 3 BuUkopuctaHHaM RL. 3acrocoByeTbcs B
pOOOTOTEXHII [l TPEHYBaHHS MaHIMMYJISITOPIB, MEPECYBaHHS,

grasping-ormeparfiii.
CARLA Simulator (aBroHomHe BoziHHs):[18]

RL BukopucTOBYETHCS IS HaBIraiii B MiCbKOMY CEpe0BHIIII,
YHUKHEHHSI aBapiii, IPUHHATTS PIICHb Yy CKJIAJHUX JOPOXKHIX

CUTYaITIsX.
Unity Simulation Pro:

[TnaTdopma a1 CTBOPEHHS BETUKHUX BIPTYaJTbHUX CEPEIOBHIILI,
JIe areHTd MOXYTh MPOXOJUTH TPEHYBaHHS Ha OCHOBI RL.

BuxopuctoBy€eThCS B OCBITI, JOCTIKEHHSX, ITOPHINA 1HIYCTPIi.

[lepeBaru BUKOpPUCTaHHS BIpTYaJbHUX CHMYJISIIIN:

besrnieune TpeHyBaHHS B KpUTHYHUX CUTYaIlisIX 0€3 PU3UKY.

[Ipuckopene TpeHyBaHHS 3aBASKU MapaNeIbHI CUMYIISAITI.
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e MOXIUBICTD CTBOPEHHS YMOB, SIKI BaXXKO BIATBOPUTH B

peaJlbHOMY CBITI.

e Jlerkuii KOHTPOJIb HAJ IapaMeTpaMu CepelOBUIIA.

[AJI11.467200.003 I13
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BUCHOBOK J10 PO3I1J1Y 1

B nanomy po3zauni Oysio BUKOHAHO KOPOTKHUU OIS MPeAMETHOI o0nacTi, a
MICJIS [BOTO PO3IIISTHEHO ICHYIOY1 PIILIEHHS IFPOBUX 3aCTOCYHKIB Y JKaHPY CTpATerii
Ta OIS BUKOopUcTaHHsa anroputmiB RL texnomorii LI, mo6 nokpamuty irpoBuii

JIOCBIJ] KOPUCTYBaya.

Cepen po3IMNISIHYTUX MPHUKJIAAIB IrOp y KaHpl cTpaTerii, HalOMMKYUM 3a
reiimmieem € RimWorld 3 i#ioro mMexaHikamu po3mMpeHoro OyAIBHUIITBA,

MiKpOMeHCI[)KMCHTOM Ta reHepauiefo BUITAIKOBHUX HOI[iﬁ.

Hnst crBopennst LI nns BoporiB Oyae Buxkopucrano Unity ML-Agents

Toolkit, uepes HOro HOCTYMHICTh Ta BITHOCHY MPOCTOTY BUKOPHUCTAHHS.

Taxox Tpeba 3ayBa)xuTH, 110 YEpe3 Te€, 10 areHT sK 1 cepeloBulle OyayTh
3Haxonutucs y 2D mpoctopi, 11e 3Ha4HO MiABHUIILY€E ONTUMI3aLliI0 TP Ta MOJIETIIYE

nepcaavy CrioCTCPCIKCHb arcHTy.
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PO31JI 2. AHAJII3 3ACOBIB PO3POBKHA

2.1 Irposi pymrii

OcHOBOIO po3pO0KH OaraTbox Cy4acHHUX Irop € irpoBi pyulii OCKUIBKA BOHH

MPUILIBUAIIYIOTH Ta MOJETIIYIOTh PO3POOKY.

[rpoBuii pymriii - e nporpaMHmii 3acio, sikuii 3a0e3nedye OCHOBHI (PYHKIIIT 1715
CTBOPEHHS Ta 3aIlycKy Bijeoirop. BiH BHUKOHYe peHIepuHT Tpadiku, oOpoOKy
BBOJY KOpHCTYyBaua, Kepye (PI3UKOI0, 3ByKOM, & TAKOXX HaJa€ THCTPYMEHTH ISt
OPUIIBUIIIEHOT PO3pPOOKH PI3HUX AaCHEeKTIB TpH, IO JI03BOJSIE PO3pOOHUKAM

HPUAUTATH OUTBIIE yBard CTBOPEHHIO KOHTEHTY Ta po3poOiii reiimieto [19].

BukopuctanHs roToBoro pylilis 3HAYHO MPHUCKOPIOE PO3pPOOKY IrpoBOTO
3aCTOCYHKY, TTOPIBHSHO 3 PO3POOKOI0 TaKOTO ABUTYHA Bpy4HY. HalOinbin Bigomi

BIAKPHTI MPHUKIaan irpoBux pymiiB - Unreal Engine, Unity Ta Godot [19].

Takox icHye OaraTo IHIIMX PYIIiB SKi He OyAyTb TYT PO3TJISAATHCH,
OCKLUIBKH BOHHU MaJIo MOMYJSpHI 00 3aKpuTi, a00 MaIOTh BY3bKY CIeliaizalito. €
TaKO)K BapiaHT HAIMCAHHS PYIIi0 3 HYJIA, aje Iie He € JOUUIbHUM 4Yepe3 BEIUKY

KUTBKICTh 3aTPAvYeHOr0 Jacy.

2.1.1 IrpoBuii pymriii Unity

Unity - mie oamH 3 HAWOUIBII TOMYISIPHUX OE3KOIITOBHUX PYIIiiB IS

po3poOKku KpocratGopMeHHuX irop. Pymiiii mpairoe Ha moran 17 mnatdopmax.

70% wnaiikpanux Android-irop BukonytoThcs came Ha Unity [20].
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@ Dungeon - SampleScene - Windows, Mac, Linux - Unity 6 (6000.0.351) <DX11> - o x

File Edit Assets GameObject Component Services Jobs Sentis Window Help

¢
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Pucynok 2.1 - Iarepoetic pymris Unity

Unity BigoMuii mepir 3a BCe BEIMKOI HaBYAJIBHOI 0a3010, MIMPOKUM

KOM FOHITI, BEJIMKOI KUIBKICTIO TOTOBOTO IrPOBOTO KOHTEHTY Ta MPOCTUM

iHTEepdeiicoM KUl MmianaeTbes 3MinaM. HemomikaMu BBa)Ka€ThCsl ONTHMI3AIS Y

BEJIMKUX TIPOeKTax Ta Tpadika, ane HacmpaBal oOWABI TPOOJIEMHU JIETKO

BUPIIIYIOTHCS JTIOTTOBHEHHSIMHU.

[Ipote, "epes mesKi 3MiHH B JOTOBOPI KOPUCTYyBava y pO3/UTI TOB’SI3aHOMY 3

npuOyTKOM, JCSIKi pO3pOOHUKHM MEpenuid Ha iHmn pymrii 3aeoutemoro Ha Unreal

Engine Ta Godot, siki KOHKypEHTHIMHU TI0 BiTHOIICHHIO 10 Unity.

2.1.3 Unreal Engine

Unreal Engine Bigomuii cBOIMH NPOPUBHUMHU TEXHOJOTISIMU B Tpadiri, 1

0COOJIMBO KOPUCHUM BIH € JUIsl BeNUKUX 3D-npoekTiB 3 GoTOpeanicCTHUHOO
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rpadikoro. Ontumizanisa TakoX AoOpe cede Moka3zye y MpPOEKTax 13 BEITUKUMHU

CLIEHAMU, BEJIUKOIO KUIBKICTIO 00’€KTiB, Tomo. B mnani rpadiku Unreal Engine €

HalkpammM pyuriem [21].

Pucynoxk 2.2 - Unreal Engine 5 ta rpa Unrecord [22]

Ha m©HaBemeHoMy pHCYHKY MOXeMO Mo0OauuTH, 10 ¢oTopeanizM TpHu
Unrecord, 3po6nenoi na Unreal Engine 5, Bpaskae, 60 xoiu OyB Omy0J1iKOBaHUM
reiMIien miei rpu 6e3 BUIY peAakTopa JesKi JIOAW JyMald IO 1€ CIpaRXHIN
3anuc 3 HarpyaHoi kamepu. [lle Oinbire BpaxaroTh aHIMaIlli Ta reUMILICH ITi€T TpH,

JIEMOHCTpAIII0 IKMX MOXKHA IM00aYuTH Ha 0(iiiHOMY CaMTI.

Ane Unreal Engine Mae Benukuii mopir BXOKEHHS Ta BAKOPUCTOBYE HE CaMy
MPOCTy MOBY mporpamyBaHHs C++, TaKoX MOKHA MiAMITATA YUMajl KUIbKICTh
HEOOXITHUX CHCTEMHHX pecypciB. Xoda B I[bOMY pyIIii 1 € 3aci0 Bi3yaJbHOTO
MporpaMyBaHHS, aJie¢ BiH HE JYy)Ke YUTAOCTbHUN Ta ONTHUMI30BAaHUM JIJIS BEIIUKUX

MPOCKTIB

Apk.

[AJI11.467200.003 I13

3Mm.

Apk. Ne mokym. Migmuc | dara

25




2.1.4 Godot Engine

Godot € 0€3KOIITOBHUM KPOCIIATPOPMHHUM PYILIIEM, SKUH OPIEHTOBAaHUM Ha
MPOCTOTY y BUKopucTaHHi [23]. BiH no3Bossie oOupatu 3py4yHy i po3poOHUKa
MoBy mporpamyBanHs — GDScript - cnemianbHO po3poOiieHa [Uisl JBHTYHA
00’ €eKTHO-OpIEHTOBaHA MOBa sika cxoxa Ha Python [24], C#, C++, abo Bi3yaibHe

MIPOrpaMyBaHHS.

Pucynok 2.3 - Iarepdeiic pymis Godot

UYepe3 HeBenuky cniibHOTY Godot Mae HEBENMKY KUIBKICTh HaBUAIBHUX

MaTepialiB, IJIATiHIB Ta IHCTPYMEHTIB y nopiBHsAHHI 3 Unity Ta Unreal Engine.
2.1.5 Bu6ip pyurisi Ta iioro 101aTKOBUX T€XHOJIOT i

[licns ormsamy KUIBKOX PYHIiB Ta I1X JOJATKOBUX I1HCTPYMEHTIB, OYIo0

BUpimeHo ooparu pymii Unity. [TpuauHOI0 00paHHs OO PyIIIis OyIIH:

e [lo mepmie yepes Te, M0 32 TEMOIO MPOEKTY Tpeba cTBoputr 2D-areHT,
He JomiIbHO BHKopucTtoByBatn Unreal Engine yepe3 iioro pecypco

3aTPaTHICTh Yy MOPIBHSHHI 3 po3poOkoro 2D irop Ha Unity ado Godot
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e [Ilo npyre, yepe3 BeNUKY KIJTBKICTh IOTIOBHEHB, IIJIAT1HIB, IHCTPYMEHTIB
Ta TOTOBOT'O KOHTEHTY Ju1st irop B Unity, a 0co6JIMBO uepe3 TOMOBHEHHS
Unity ML-Agents, mo € OpPeNn-sourceé mpoeKTOM, SIKUH JT03BOJISE
BUKOPUCTOBYBATH TIpy SIK BIPTyaJbHE CEpEIOBHUIIE [JIsi HaBYaAHHS
IHTEJNIEKTyaJIbHOrOo areHTa. BiH Jae  3MOry BHUKOpPUCTOBYBAaTH
immementoBaHi L1 anroputmu Ha 6a3i PyTorch, o mo3Boiisie ierko

TpPEeHYBaTH areHTIB JJig pi3HUX 3a1a4 y 2D uu 3D cepenonuii.

e [lo Ttpere, B iHTepHETI MOXXHAa 3HaWTH Oarato MarepianiB 3
iHpopMalli€lo K HajamToByBaTH 1 BUKopucToByBatTu ML-Agents B
Unity, ockinbku i ctBopenns IlII-arenTa TpeOa BUKOPUCTOBYBATH

HaBYaHHS 3 MIIKPIIICHHSM.
e [lo uerBepTe, Maro NMEBHUI TOCBIJ B POOOTI 3 UM PYLIIEM.

Yepe3 Bci 1i mpuumHU s i oOpaB UNity i BUKOHAaHHS IMOCTaBJICHOTO

3aBJIaHHSI.
2.1.6 Buoip TexHoJi0Tiii MAIIMHHOT0 HABYAHHS

Ak Bxke OyJio 3rajiaHo, BIAMOBITHOIO TEXHOJOTIEH0 MAIIMHHOTO HAaBYaHHS

areHTiB B oOpanomy pyiii € Unity ML-Agents.

IcHye BenmKa KUTBKICTh METOJIIB HABYAHHS 1HTEJICKTYaJIbHOTO areHTa. BoHn
MOAUISIOTHCS HAa HaBUaHHA Min Harisgom (supervised learning), 6e3 Harmsmy
(unsupervised learning) Ta HaB4aHHS 3 migkpimaeHHsSM [25]. B poGoti Oyne

BUKOPUCTAHO HaBYAHHS 3 MMIIKPITUICHHSM.

3a 3amoBuyBanHsM, ML-Agents BukopuctoByBae anroput™m PPO (Proximal
Policy Optimization). PPO - e Meron HaBYaHHS 3 MiJKPIIUICHHSM 3arajibHOTO
MpU3HAYEHHS, TIEPEBArOI0 SKOTO € CTA0UTBHICTH y TIOPIBHSIHHI 3 OaratbMa HIIAMHA
QITOPUTMAaMK HaBYaHHS 3 MiAKpimieHHsIM [26]. PPO HamaraeThcsi BCTAaHOBHUTH

0anaHC MK ITPOCTOTOIO IMITJIEMEHTAIT11, CKJIAIHICTIO 3pa3KiB Ta MPOCTOTOIO

Apk.

[AJI11.467200.003 I13

3Mm.

Apk. Ne nmokym. [igmuc | dara

27




Bigaaku. CTaOuIbHICTh 3a0€3Me4yeThCSl TUM, LIO MiJ Yac OHOBJIEHHS MOJEINI Ta
MiHIMI3alli QyHKIII BTpaT, aJropuTM 3abe3nedye MONITHKY NOBEAIHKU sKa HE

CHJIBHO BIIPI3HAETHCS Bl MUHYIIOT [27].

AnprepnaruBoro 10 PPO € SAC, gxuil € epeKTUBHIINM TP BUKOPUCTAHHI
MEHIIOI KUIBKICTI 3pa3KiB BHUOIPKH, TOMY Kpalle MiIXOJUTh M1 CKIAJHUX
MPOEKTIB, /1€ KPOK CUMYJIALII 3aiimae aosiuie yacy. B mopiBasuHi 3 PPO, wacto

notpedye B 5-10 pasiB MeHIe 3pa3kiB [26].

[Ting yac po3poOku Oyne BukopuctoByBatHcs ainroputm PPO uepes ioro
CTaOUTBHICTh. TakoXX areHT Oy/ae HaBYaTHUCS TOCTYIMOBO 3 MIJIBUINCHHSIM PIBHS
CKJIQJTHOCTI IUISXOM JOJaBaHHSA PI3HOMAHITHUX TMEPENIKOJl Ta 3MIiHU OyI0BU

nabipuHTA.

2.2 Buoip akepest KOHTEHTY IPU

Ockutbku 51 cTBOPIOO 2D Tpy, 110 € HabaraTo MpoCTilIow 3agayeto Hix 3D
IIPOEKTH, OCKUIBKU came cTBopeHHs 3D-mopeneit Bumarae 611bly KUIbKICTh 4acy
1 3HaHb, TO OUTBIIY YAaCTUHY TEKCTYp s IUIAHYIO CTBOPIOBATH CaMOCTIHHO 3a
JOTIOMOT0F0 TpadigHUX peaakTopiB. Takok Takuit KOHTEHT MOYKHA IMIIOPTYBATH 3
pI3HUX 1HTEpHET pecypciB. Te caMe MOXKHA CKa3aTH 1 Ha PaxyHOK IHIIOTO
KOHTEHTY, TaKOT0 SK: 3BYKH, MaTepiajiu, aHIMalIlii, IepcoHaxi, €peKTH TOIIIO.

Acert - 11e TepMiH B po3poOIli irop, o o3Ha4yae Oyab-IKUHA KOHTCHT, SIKUU
MOXe OyTH BHUKOPHCTaHUW JJII CTBOPEHHS IrPOBOTO CBITY Ta HOro irpoBOTO
IPOLIECY.

B Unity ans iMopTyBaHHS B)K€ TOTOBHX aCETIiB MOXXHA BUKOPUCTOBYBATH
Unity Asset Store, me moxHa mpuabaTe ab0 3aBaHTAXHTH OE3KOIITOBHO BXKE
rOTOBI aceTd, aje 3a3BUYail Taki aceTH BUKOPUCTOBYIOTHCS SIK HaBUYabHI
Marepianm, a He AK MaTepiaau s po3poOku 00 3a3BUYail HE BIAMOBIIAIOTH

OaxaHHSIM pO3pOOHUKA.
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B manux xoMaHgax, sSIKIO HEMA€ JII0eH 3 HaBUYKaMH JU3aliHEPIB 1 XyA0XKHUKIB
3a3BUYail BUKOPUCTOBYIOTh B)KE€ TOTOBI aceTd ab0 3 HEJABHBOI'O Yacy CTajlH

BUKOPUCTOBYBATHU T'€HEPALII0 KOHTEHTY 3a JI0IMIOMOT0K0 HEHPOHHUX MEPEKX.

OckibKH g X04y 11100 MOs rpa OyJia CTHIII30BaHa B MIKCEIbHOMY CTHIIL, @ CaM
s Malo JIESKUI TOCBIA B CTBOPEHHI TAKOTO KOHTEHTY. TOX CTBOPEHHS NMEPCOHAXKIB,
TEKCTYyp Ta aHiMaliid OyAe MPOXOAUTH B PYYHY 3 BUKOPHUCTAHHSM BIAMOBIIHUX
IHCTPYMEHTIB, a pelliTa KOHTEHTY TaKoro, sk 3ByKM Ta My3uKa Oyae B3dATa 3

BIJIKPUTHX JIKEPEI.
2.3 Bubip 3ac00iB CTBOpEeHHSI KOHTEHTY

OCKkUTbKM 1 TUIAaHYI0O BUKOPUCTOBYBATH TIKCENbHUNA CTHIb JaBaiiTe

PO3IIIIHEMO KiJIbKa IHCTPYMEHTIB K1 MOKHA BUKOPUCTOBYBATH .

Aseprite BBaXKa€ThCS OAHUM 13 HAWKpaIIuX IHCTPYMEHTIB IS CTBOPEHHS
nmikcenb-apTy Ta aHiMmailii. [Iporpama criemiaqbHO po3poOsieHa IS XyT0KHHUKIB,
110 TIPAITIOIOTh Y PETPO-CTHITI, 1 HaIa€ 3pyIHUH iHTepdeiic, MATPUMKY TaiMIIaiHY,
BEepCTB 1 e(]eKTiB, a TaKoXK MOXIHMBICTh EKCIOPTYBAaTH CHPAUT-THCTH IS

IHTerparii 3 irpoBuMH pymiisiMu, 30kpema Unity[28].
[lepeBaru:
* [HTepdeiic onTUMI30BaHUM ITi/T MIKCEIb-apT
* [loBHa migTpuMKa aHIMAaIIil
* Exciopt y popmatu PNG, sprite sheets, GIF
* [Inariau ans aBromatugHOro iMnopty B Unity
Henoniku:

* [InaTawmii (ogqHOpa3oBa mokymnka ~$20)

Apk.
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* beskomToBHa Bepcis — auiie yepe3 komnurinito 3 GitHub

Piskel — 1ie Oe3korToBHMI OHIAHH-IHCTPYMEHT JJIsi CTBOPCHHS MIKCEIBHOT
rpadiku ta aniMauii. Moro npoctuii iHTepdeiic poOUTh HOro JOCTYIHUM HaBITh
U1 HoBaukiB. [Iporpama no3Bossie ekcnopTyBaT cipaitu y popmartax PNG Ta

sprite sheets, 1110 1ae 3MOT'y JIETKO BUKOPUCTOBYBATH 11 pe3ynbratd B Unity[29].
ITepeBaru:
* [ToBHICTIO 6E3KOIITOBHUI
» OnnaitH-10CTyI 3 OYIB-KOTO Opay3epa
* [IpocTunii iHTepdeiic s animarii
* MOoXJTUBICTB 30€pEIKEHHSI JIOKAITBHO Ta B XMapi
Henoniku:
* BigcyTHicTh CKIaaHIIUX QYHKIIN pegaryBaHHs
» OOMexeHa MiATpUMKA TapsiuuX KIJIABIII Ta I1apiB

Pixilart — e onIaiH-peaKTOP A1 CTBOPCHHS MMIKCENIb-apTy 3 €JICMCHTaMU
comianbHO1 Tuiatdopmu. BiH m03Bojsie CTBOproBaTH 300pakeHHs B Opaysepi,
aumTacs HUMHU Ta 30epiratu y dopmari PNG, mo poOuTe Horo 3pydyHum s

moyaTKoBoi rpadiku, ssKy MokHa BUKopucToBYBaTH B Unity[30].
ITepeBaru:
* beskomToBHU 1 JOCTynHUM 3 Opay3epa
* CormianpHa maTdopma 3 Taiepeero

* [Ipocta exocucteMa Jj1si CTBOPEHHS CTATUYHUX CIIPANUTIB

Apk.
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Henomniku:
* BiacyTHicTh MIATPUMKH aHIMAallll Ha piBHI sprite sheets

* MiHiManbH1 MOKJIUBOCTI JI CKJIaAHOTO pelaryBaHHs

GraphicsGale — mne nerka mporpama mms Windows, opieHTOBaHa Ha

CTBOpPEHHS MIKceNnb-apTy Ta aHiMaulii. [linTpumye mapu, kagpyBaHHs, IPO30PICTh

1 EeKCTIOPTYBAaHHS B aHIMalliitH1 popmaTH, 1m0 poOuUTH ii 3pydHOIO AJid poOOTH 31

crpaiitamu s irop[31].

IIepeBaru:

* [IpocTa y Bukopucranui s 2D-animarii

e [linTpumka TaliMaiiHy 1 MonepeaHbOro Meperisiay

* [Ipautoe Ha c1aOKUX KOMI'FOTepax

Henomixu:

e Tuibku 1t Windows

* 3acrapinuii iHTepdeiic

* MeHiiie OHOBIIEHb Ta HOBUX (DYHKIIIH y TOPIBHSHHI 3 Aseprite

Photoshop / GIMP — e yHiBepcanbHi TpadiuHi penakropH, sKi, Xod i HE

CHEIaNI3yIOThCS Ha MIKCENb-apTi, BCE K MOXYTh OyTH HAJIAIITOBaHI JJIs1 poOOTH

y IIbOMY CTHJII 32 TOTIOMOT'OX0 CITKH, TBEPJUX TIEH3TIB 1 PSKUMY MacIITa0yBaHHS

0e3 3rnamKyBaHHsA. BOHH T03BOJSIOTH CTBOPIOBATH CIIPANTH BUCOKOT TOYHOCTI Ta

excrioptyBart ix y PNG-¢dopmar mis Unity[32, 33].
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ITepeBaru:

* [ToTyxHM QyHKI[IOHAJ peAaryBaHHs 300pakeHb

e [linTpuMmKa mapis i Macok

* MoxMBICTh pOOOTH 3 BEIMKUMU IPOECKTaAMU

Henomniku:

* He cnenianizoBaHi Ha miKceab-apTi

* Photoshop — mnathuii, GIMP — cknaanimmii B 0CBOEHH1
* Biacytnsa BOyaoBaHa miaTpuMKa sprite sheets

3 yCiX pO3TJIIHYTHX IHCTpYMEHTIB 51 00paB Photoshop ockinbku Maro neBHUi
JIOCBIJ] B CTBOPEHHI 32 JJOIIOMOTOI0 HBOTO TIKCENIb-apTi. A TaKOX PI3HOMAaHITHUX

YPOKiB I10 HbOMY B IHTEPHETI.
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BUCHOBOK J10 PO3JILJTY 2

B nanomy poznini O6yno po3risiHEHO Pi3HI IHCTPYMEHTH Ta TEXHOJOT1i, SKi
OyZie BUKOPUCTAHO M1 Yac po3poOku rpu. IrpoBuii pymiem Oyno oopano Unity
4yepe3 Woro mpocToTy, HassBHUM JOCBIJ POOOTH 3 HUM Ta HasiBHY TexHoJoriio ML-
Agents, mjo nonomoxe inrerpysaru lI-arenrtis y rpy. SIlk MoBy nporpaMmyBaHHs,

Oyne BukopuctaHo C#, axuil inTerpoBanuii 3 pymieM Unity.

S ITHCTpYMEHT JIJIsi CTBOPEHHS TIKCeIb-apTi, 0ysio oopano Adobe Photoshop
4yepe3 HasBHUW B MEHE JOCBIJ Ta JIETKICTh B HAJIAIITYBaHHI HOTO 1Jisg OUIBII

3pYyYHOT0 BUKOPUCTAHHS MiJI 110 3a/1a4y.
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PO3ALJI 3. PEAJIIBALIA ITPOT'PAMHOI'O ITPOAYKTY

3.1 IIporpamua peaJi3zauis irpoBux MexaHik

VY cTparerisix rpaBelb 3a3BUYail CIOCTEPIrae 3a IrpOBUM IOJIEM 3 BEpXY HIOU
JmiTaloyd Haja HUM. Yepe3 1HKOJIM BEJIMKI PO3MIpU KapT Ta HEOOXITHICTb
HAOJIMKEHHSI KaMepH Jis1 OUTbII TOYHOTO ynpaBiiHHA. ToX B mepiry yepry Tpeba
J10J1aTH MOKJIMBICTD T'PABIIIO MIEPECYBaMU Ta MacIlITa0yBaTH KaMepy 1 3pOOUTH Tak

1100 BOHA HE MOTJIa BUMTH 3a MEXI1 IrpOBOTO MOJIS.

Y paMkax MOro MpOEKTy peari30BaHO CHUCTEMY KEpYBaHHS KaMeporo, sKa
3abe3reuye IJIaBHE MEPEMIIIEHHS IO ITPOBii CIIEHI, a TaKOX 3MIHIOE MaciiTad
300pakeHHA y BIAMOBIAL Ha MPOKPYUYBaHHS Kojieca Muili. OCHOBOIO alrOPUTMY
€ 00poOKa BXITHUX JaHUX 3 KJIaBlaTypH Ta MHIII, sIKi TPaHC(POPMYIOTECS Y BEKTOP
IIBUJKOCTI TepeMimieHHss. MacmraOyBaHHS —peali3oBaHO IIJISAXOM  3MiHHU
napameTpa Z0om, sike 0e3nocepeaHbO BIUIMBAE HA PO3MIPU KaMepH Ta Kojainepa
3a/1a4a SIKOTo B I[bOMY BHUITaJIKy 0OMEXKYBaTH KaMepy JJIs 3ar00iraHHs BUXOTY 3a
MeXi irpoBoi 30HU. lle peamizoBaHO NUIIXOM 3ITKHEHHS 3 KoJjadjaepamu

pPO3TalIOBaHUMH Ha MEXKax ITi€i 30HH.

ate()

Vector2 InpumMove = new Vec ut.GetAxisRaw("Horizontal"), Input.GetAxisRaw("Vertical"));
MoveVelocity = InpumMove * speed;

Fleat scroll = Input.GetAxis("Mou

if (zoom + scroll = &8 Zoom + scro

zoom += scroll;
Debug.Log("scroll”);
}
if (zoom < 1)

zoom = 1;
}
if (zoom > 3)
{

zoom = 3;

}

Update()

body .MovePosition(body.position + MoveVelocity #* Time.deltaTime);
m_BoxCollider.size = / zoom, 18.8f / zoom);
m_Camera.orthegraphicSize

Pucynok 3.1 - ®parmeHT KOy I KEPYBAaHHS KaMEPOIO
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Humxue wuHaBeneHi

NPUKIAAM BHIY KaMepu NpPU MAKCUMAJIbHOMY Ta

MIHIMaJIbHOMY HAOJM>KEHH1 B PI3HUX YaCTUHAX KapTH.

New Text New Text

Pucynok 3.2 — Buj kamepu npu MiHIMaJIbHOMY Ta MaKCUMaJIbHOMY HAOJIMKEHH1

Hactynna Mexanika siky s peanizyBaB 1ie OyniBHUITBO. [lpu 3amycky HOBOi

I'pu CTBOPIXOETHCA ITOPOKHA KapTa 3aIIOBHCHA CTiHaMI/I, abo Ipu 3aBaHTa)KEHHI

30epeKeHHs BIATBOPIOETHCS KapTa siKy Oyia 30epekeHa. Y KOXKHOI KIITUHKH Ha

i} KapTi € Taki XapakTepucTHKU K |D 00'ekTy aKxuit TaM 3HAXOUTHCS, TOCUTIAaHHS

Ha 1€l 00’€KT B penakTopi, mo0 3 HUM MOKHA OyJo JIeTiie B3a€EMOJISATH, YU

nocminus LI 1o k1iTUHKY Ta 4u BijBiayBaB ii. Came OyiBHHUIITBO BiAOYBAETHCS

IUISIXOM OOpaHHS SKOTOCh O0’€KTY 3 MaNITPpU CTPYKTYp, NMEPEeBIpKH HASBHOCTI

HEOOXITHUX MaTepiajliB Jijisg OyMIBHUIITBA Ta 3MIHOKO TMapaMeTpiB KIITHHKH ITiJT

obOpany.

for (int i = 8; i <

{

for (int j

i

 §

Map[31[5] = ne

50; it+)

: j o= 58; j++)

Map[il[jl.x = i;
Map[il[jl.y = j;
Map[il[j].id = 1;
Map[il[j].structures = Instantiate(structuresBase[8], ne i, j, 8), Quaternion.identity);
Map[i][j].structures.name = structuresBase[8].name;

Map[i][j]. structures.transform.SetParent(map_list.transform);

Map[i]l[j].HaveChild = false;
Map[il[j].visit =
Map[il[j].know = f

AI_Map[il[j] = Instantiate(structuresBase[3], new Vector3(i, . nion.identity);
AI_Map[il[j].name = structuresBase[3].name;
AI_Map[il[j].transform.SetParent(AI_list.transform);

mapAT_Map[i][j] = e@;

Pucynok 3.3 — @parMeHT KOy SKUH BiIIOBIJAE 32 3aIIOBHEHHS MIOPOYKHBOT KapTH
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0
t.GetHey(HeyCode  Moused) &6 Buillding activ)

usePasition] ;
een_position.y = @.2F)

y = [intluerl
if (Maplx][y].id
{
if (build_id == a)

.Log(=-");

oy(Map[x][y].structures);
= Instantiate(structuresBase[a], Ve 3 8], Quaternion.identity]);
.name = Stru sBase[8]. nam

Map[x1[y].HaveChild = -
if (build_id == 1}

Lag("+"];
troy({Map[x][y].structures);
x ].structures = Instantiate(structuresBase[1], Ve 3 8], Quaternion.identity]);
recBase[1]. mam
structures. transfors. SetParent(map_List. transform);
Ad = 2;
Map[x][y] . HavecChild =

if (Map[x]ly].id == 3}
i

if (Map[x][y].HaveChild)
{

if (Map[x][y].id != build_id + 1}

1.structuresChild];
.structuresChild = Instantiate(structuresBase[build id], Vector3(x, y, —8.1f), Quaternion.identity];
tructuresChild. name = structuresBase[build_id] . name;
tructuresChild. transform. SetParent(Map[x] [y] . structures . transform);
.HaveChild = A
.id = build_id + 1;

% 3(x, y, —8.1), Quaternion_identity);
Map[x][y].structuresChild.
Map[x][y].structuresChild.
Map[x1[y].HaveChild =
Map[x]1[y].id = build_id + 1;

Pucynok 3.4 — ®@parMeHT KOAy SKUH BIAMOBIZAE 32 IEPEBIPKY Ta 3aMiHY CTPYKTYP

Takox Tpeba cka3aTy 10 JUI BUSHAYCHHS 3 SKOKO KIIITHHKOIO B3a€EMOIISATH

KOJI TIepeBipsI€ MO3UITIIO Kypcopa.

OpHa 3 HaWBKIUBIMIUX peyelt y Oyab SKiK TPl 11e MOKIUBICTH 30epiraTtu Ta
3aBaHTaXKYBaTH CBiil Iporpec mpoxompkeHHs. s 30epekennst abo 3aBaHTaXKCHHS
IpU KOPUCTYBady Tpeba MOCTaBUTH TPy Ha May3y, 32 JOTIOMOTOI0 KHOIIKY TIEPEUTH

B BIIMOBIHE MEHIO Jie MpH 30epexeHH] Tpeda BKa3aTh Ha3BY MiJ KO0 (aiin Oye

Apk.
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30€pekeHO0, a MpHU 3aBaHTaXEHHI o0OpaTu HeoOxigHui ¢ain. Takox Oyio

peani3oBaHO OHOBJIEHHS CIUCKY 30€pekeHuX (haiiB.

Save<T=>( fileName, T saveData)
on . persistentDataPath + " + fileName;
.Exists(saveFolder))
CreateDirectory(saveFolder);

fullPath = Path.Combine(saveFolder, fileName +

jsonDataString = It .Todson(saveData, o
JMriteAllText(fullPath, jsonDataString);

d to " + fullPath);

T Load=T>( FfileName) T: 0

saveFolder = on.persistentDataPath + " + fileName;
fullPath = Path.Combine(saveFolder, fileName + ".json");

if (IFile.Exists(fullPath))

" + fullPath);

File.ReadAllText(fullPath);
T Data tility.FromJson<T>(jsonDataString);
return Data

GetSaveFiles( id)
saveFolder = 1 n.persistentDataPath +
vy .Exists(saveFolder))
[]1 files = Di .GetDirectories(saveFolder);
i =8; i< files.Length; i++)
1.GetFileNameWithoutExtension(files[1]);
Log(saveFolder);
g.Log(files.Length);
st[id] .GetComponent= m>().SetSizewithCurrentAnchors( .Axis.Vertical, 118 * files.Length);
j = 8; j < files.Length; j++)
button = Instantiate(ButtonSave);
button.name = files[j];
button.transform.SetParent(Savelist[id].transform);
e text = button.GetComponentInChildren
text.text = files[j];

index = j;
button.GetComponent<UnityEngine.UI.Button>().onClick.AddListener(() => Loaded(files[index]));

Pucynok 3.6 — @parMeHT Koy SIKUi BiMOBIZA€ 32 OHOBJICHHS CIUCKY 30€peKeHb
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3.2 Peanizanis irposoro LI

Sk Bxe OyJo 3a3HAYEHO Yy MOMEPEHIX PO3AUIaX JJIsl peanizailii mOBEIIHKU
Bopora 0yJile BUKOPUCTOBYBATHUCS HaBYaHHS 3 MIIKPIIJICHHSAM 1 JJIs LbOro Oyze

BuKopucTaHa TexHosoriss Unity ML Agents.

[NinepniapameTpu Mozeni Ta METOAY HaBYaHHS CIIIJ HalAlITyBaTH y (aiiii
KOH(Irypauii MOBEAIHKH, SIKy BHKOPHUCTOBYBAaTMME QJrOPUTM HaBuyaHHS ML

Agents. Ilpukiiang Takoro (aiiny st HABOJKY AaJIi:

| gridAgent.yaml - EnokHot

Qain [Mpaeka Popmat Bug  Cnpaeka
behaviors:

GridAgent:
trainer_type: ppo
hyperparameters:

batch_size: 2843
buffer_size: 28488
learning_rate: 3.8e-4
beta: 5.8e-3
epsilon: @.2
lambd: ©.95
num_epoch: 3
network_settings:
normalize: true
hidden_units: 128
num_layers: 2
reward_signals:
extrinsic:
gamma: @.99
strength: 1.8
max_steps: 5.08e5
time_horizon: 1008
summary_freq: 18888

Pucynok 3.7 - Kongirypartiis moBeiiHKi areHTa
3 momepenHbOTO PUCYHKY BHUAHO, IO PO3MIp MOJENI MOBEIIHKH arcHTa
3anana sik 2 cioi ta 128 HeiipoHiB y cnoi. ML Agents Tako HESIBHO BUKOPHUCTOBYE
JUTsl HeHpoHiB (PyHKITIT0 akTUBaIlii Swish, TOOTO aprymMeHT, MOMHOKEHHI HA CHHYC
BiJl HHOTO K.
AreHT gmie, 0a3yl04uMChb Ha CBOiX 3HAaHHAX Ta CIOCTEPEKCHHI 3
HABKOJIUITHHOTO CBITY. 3HAHHS areHTa MICTSIThCS B TapaMeTpax MOJIETI Ta ITam’ sITi.

Po3mip mam’s1Ti Ta MOZEN1 BUBHAYAIOTHCSI KOH(DIrypaliero NoBeAIHKH.

Apk.
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id CollectObservations(V T sensor)

visible();
float agentPosX = transform.localPosition.x;
transform.localPosition.y;

int id = View[il;

float[] embeddim;l = embeddinglookup.ContainsKey(id) ? embeddinglookup[id] : embeddinglLookup[8];
sensor . AddObservation(embedding[8]);

sensor . AddObservation(embedding[1]);

sensor . AddObservation((float)View[i + 1] / mapWidth);

sensor . AddObservation((float)View[i + 2] / mapWidth);

sensor. AddObservation{agentPosX / mapWidth);
sensor. AddObservation{agentPosY / mapHeight);
float[] targetEmbedding = embeddinglookup.ContainsHey(targetID) ? embeddinglookup[targetID] : embeddinglookupl8];
sensor. AddObservation(targetEmbedding[8]);
sensor. AddObservation(targetEmbedding[11);
distans = float.MaxValue;
float targetPc =1;
float targetPos 1
targetX = mapWidth;
targetY = mapHeight;
for (int i = @; i < mapWidth ; i++)
{

for (int j = 8; j < mapHeight ; j+#)

{

if (Maps[il[j] == targetID && distans > Mathf.Sgrt((agentPosX - i) * (agentPosX — i) + (agentPosY - j) * (agentPosY — j)J)
{

i / mapWidth;
at)j / mapHeight;
1f . Sqri( (agentPosX - 1) * (agentPosX - i) + (agentPosY - j) * (agentPosY - jJ);
targetX = i;
target¥ = j;
}
}
}
if (distans == float.MaxValu
sensor. AddObservation(target!
sensor. AddObservation(target

Pucynok 3.8 - ®parmeHT Koy OOUHCICHHS 3HAYSHHSI CEHCOPIB areHTa

B MoeMy BHUMaKky areHT OTpUMY€ JaHHI PO KIITHHKYU B HOTO IOJTi 30pY, SKe
€ y hbopMi XpecTa 3 areHTOM Y IIEHTPY 1 TPOMEHSIMHU JOBXHHOIO B TPHU KJIITUHKH 13
OOKOBUMHU KJIITUHKAMH JI0 IIUX, Y BCl YOTUPU CTOPOHU. TaKoXK BiH OTPUMYE JaHi

PO CBOIO To3uIlito, 1D Horo i Ta 11 mo3uIIito Mpo 3HAXOHKEHHI.

B mpormeci TpeHyBaHHS areHTa, QJrOpUTM HaBYaHHS HaMaraeTbCs
ONTHMI3yBaTH METPHUKY HAropoju. AreHT BHKOHYE Jii BIJMOBIIHO 1O CBOET
MONIEPEAHBO1 TTOBEIIHKHA 3 JICSIKUM BHITQJKOBUM BiIXWJICHHSAM, 00 JOCIIIUTH
pe3yNbTaT PI3HUX BapiaHTIB TMOBEJIHKM Ta BU3HAYWTH, SKAa TIOBENIHKA €
eekTuBHIMOKW. TakuM YHHOM, SKIIO NPABWILHO IPU3HAYATH HArOpOAW 3a
pe3yabTaT i areHTa, BiH IOYHE BYHTHUCS TIOBTOPIOBATH Ta IIOKPAIYyBaTH
HaWmimmmii  oTpuMaHuii  pe3ynbrar. [licns HaB4aHHS TOTOBa  MOJECIb

BHKOPHCTOBYETHCS B IrPOBOMY TIPOIIECI.
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= currentPos + moveDir;
E& tar X < mapWidth E& targetPos.y >= @ E& targetPos.y < mapHeight)

t nextID = «][targetPos.y];
LogText Te 1} {targetPos.x} : {targetPos.y} | ID {nextID}\n";

if (nextID
3(targetPos.x, targetPos.y, -1);
if (targetX !
{
t deltaDist = distan athf. Sqrt((targetPos.x — targetX) * (targetPos.x — targetX) + (targetPos.y - targetY) * (targetPos.y - targetY));

AddReward({deltaDist * 8.

(tID == targetID)

mulativeReward();
apWidth; i++)

mapHeight; j++)

if (Maps[i1[i] != @)
{

DataMap.Map[i1[j].know = true;
}

¥
EndEpisode();

AddReward(-1.5F);

Pucynok 3.9 - ®parmeHT Koy BUAa4l HAropoJ1 areHTy

Y MoeMy BUNAJKy areHT OTPHUMY€E BUHATOPOJH 3a JAOCIIIHKCHHS HEBITOMHX
KJIITUHOK, HAOIM>KEHHS JI0 11111, KUTBKICTh KPOKIB SIK1 3aJIUIIUAIINACS Ta JOCATHEHHS
1111, [lokapaHHs areHT OTpUMYE 3a BUUEPITaHHS JOIMYCTUMOI KUIBKOCTI KPOKiB 200

31ITKHEHHS 31 CTiHaMU a00 MeKaMH KapTH.

Takox Oynu momaHi HEBETWKI IMOKapaHHS 32 KOKHHUM 3pOOJICHUN areHTOM

KPOK JIJIsl IPUCKOPEHHSI HAaBUaHHSI Ta ONTHUMI3aIlii KUIBKOCTI HOTo JTiH.

BaxxnnBoro yacTHHOO TIPU HAIMKMCaHHI JIOT1KM i1 areHTa, BU1adi Haropoa Ta
MoKapaHb, € HAJAHHSI AareHTy MpOCTOPY [JIsi CaMOCTIHHOTO PO3BUTKY Ta
3HAXOJKEHHS JIIIIIOTO NIISXY BUPIIEHHA 3a7a4i. Yepes 11e HaAMIpHHUI KOHTPOJIb
HaJ] TIOBEIIHKOIO areHTe He Oy/Je HIYMM BIIPIHATHCS BiJ BPYYHY IPOIUCAHOI

MMOBE/IIHKH, Yepe3, o ceHcy BukopucroBysartu 111 e Oyre.

Jlist TpeHyBaHHSI areHTIB s BUKOPUCTOBYB JIEKUIbKA CEPEIOBHUII Pi3HOTO

PIBHS CKJIATHOCTI sIKi OyJii 3reHepOBaH1 BUTIAIKOBO.
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< mapWidth; i=+)

< mapHeight; j++)

r3(startPoint.transform.position.x + i, startPoint.transform.position.y

Map[i][j]
Map[i][j]
Map[i][j].1
Map[il[j].structures = Instantiate(structuresBase[1], LocalPos, | on.identity);
Map[i]1[j].structures.name = structuresBase[1].name;
Map[il[}].structures.transform.SetParent(startPoint.transform);

Map[i][}] HaveChild =
Map[il[j].visit =
Map[il[j].know =

]

goal;

.Range(®, mapHeight));
n.Range(8, mapHeight));

tar y].structures);
artPoint. tran<+orm position.x + start. X, startPoint.transform.position.y + start
Hdp[:tdr‘t x][:t
StartX
Starty
.structures = Instantiate(structuresBase[2], Pos, Qua on.identity);
ures.name = structuresBase[2].name;
Hdp[:tdlt x][:t t.y]. ures . transform. SetParent(startPoint. transform);
Destroy(Map[go a‘l 1[goal.y].structures);
Pos = tartPoint . transform. pl}SitiDl’l.]{ + goal.x, startPoint.transform.position.y + goal.y, 8);
Map[goal. al.yl.id = 4;
Map[goal. al.yl.structures = Instantiate(structuresBase[3], Pos, Q rnion.identity);
Map[goal. pal.y].structures.name = structuresBase[3].name;
Map[goal.x][goal.y].structures.transform. SetParun‘th‘f'a:tPunt transform);

Pucynok 3.10 - ®parmMeHT Koy BUITaIKOBOI reHeparlii mojsi TpeHyBaHHS

Pucynok 3.11 — [Ipuknaau BUMagKOBO 3reHEPOBAHUX PIBHIB

Ha mepmomy piBHI CKJIAJHOCTh IT€HT BYMBCS, IO 3a JOCATHEHHS IUTI BiH
OTPUMYE HAropojy, Ha IPYroMoO PiBHI CKJIATHOCTI areHT BYMBCSI YHUKATH KOHTAKTY
3 TepenIkolaMi, a HE TPEThOMY PYBHI IUIb areHTa OyJo 3aKpiamuTH 3HAHHSA 1

HaBYHUTHUCA IICPECYBATUCA 110 TOHCIIAX.

Apk.
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3 meToro HaBuaHHs Mozeneit Unity cniikyeTbest 3 TpeHepoM ML Agents, 110

BUKopuctoBye Pytorch. IlpuiHATTS pilleHb areHra Mmig 4yac Ta 3a MeXaMu

TPEHYBAaHHS OOYMCIIOETHCS 3a JOMOMOIOI0 MEXaHI3MY MPUUHATTA pIIIEHb —

Barracuda.

linear

simple

Pucynok 3.12 — Buruisig KOHCOJIBHOT MPOTpaMu HaBYaHHS areHTIB

3.3 PoboTa Hax onTUMIi3anielo rpu

OCKIUTbKM B MOEMY TIPOEKT1 HE BUKOPHCTOBYETHCS CKIaaHa (i3uKa, a CTUIIb
camoro mpoekty 2D, iiomy He Tpeba OaraTo pecypciB Ha OMNpAIFOBAHHS IIHX

TaHHUX.

To roioBHOIO TPOOJIEMOIO ONTUMI3AIlll TPU CTA€ ONTUMI3allisl CIOKUBAHHS
pecypciB LII. Ockinbku y MEHE B MPOEKT1 OJAT0YaCHO MOKE OYTH aKTMBHO BEJIMKa

KUIBKICTH arcHTIB.

Ilin yac po3poOKM areHTIiB s BXXE BHUKOHAB IMEBHY MOAUDIKAIIIO s

ONTUMI3allli Ta YHIBEPCAILHOCTI areHTiB. A came 3MIHUB CIIOCIB 1 KUIbKICTh

Apk.
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crnoctepexeHb areHToM. OCKUIbBKM Ha [OYaTKy y MEHE areHT OTPUMYBaB
1HpOpMaIlll0 0 BCiX KIITUHKAaX KapTH 1 4epe3 Le KUIbKICTh BXOAIB Oyna Ouiblie
5000, a ocKUIbKM areHT Ma€ (PIKCOBaHY CTPYKTYpPY CIIOCTEPEKEHD, 3MiHA PO3MIPIB
KapTu 3pOoOUTh areHT Hel1€eBUM. TOX sl 3MIHUB CIIOCTEPEKEHHSI areHTa Ha AUIbHKY
HABKOJIO HBOTO, IO MPHU3BEJIO JO 3MEHIIEHHS KUIb crnocTtepexeHb a0 138 i

MOXJIMBICThH MPAIFOBATH HE 3aJIEKHO BiJl pO3MIpPIB MaIIH.

[AJI11.467200.003 I13
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BUCHOBOK J10 PO3JILJTY 3

B upomy po3aun Oyno onmucaHo xia poOOTH Haa MPOEKTOM - peani3alliio
I'POBUX MEXaHIK, OCOOJMBOCTI 3aCTOCYBaHHS MAIIMHHOTO HAaBYaHHA Ta POOOTY
HaJl ONTUMI3AIlIEI0 TPH.

3a nonomoroto pymiist Unity Ta MoBu niporpamyBaHHst C# OyJio peasii3oBaHO
IrpOBI MeXaHiKM OyAIBHULITBA, TNE€pPEeCyBaHHS Ta MamTaOyBaHHS KaMepw,

36epe>I<eHH51 Td 3aBAHTAKCHHSA T'PH.

3a monmomororo TexHosorii ML Agents Oyio CTBOpEHO MOJEIb MOBEIIHKH

arcHra Ta HaBUYCHO MOJACJIb 3a JOIIOMOI'O0O MCTOAY HAaBHYAHHA 3 HiI[KpiHJ'IeHHSIM.

[AJI11.467200.003 I13
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PO3/ILJI 4. OTJISIJI TA TECTYBAHHSI PO3POBJIEHOTO
MPOJYKTY

4.1 Orasa po3po0JieHol rpu

[Ipu 3anmyckaHH1 I'py TpaBLs 3yCTpiyae rojIOBHE MEHIO, J€ BIH MOXKE MEepenTn
B MEHIO HaJallTyBaHHA JJsi 3MIHM TYYHOCTI 3BYKIB, MNEpPEHTH 10 CIHUCKY

30epekeHHb Ta 00paTu Oa)kaHe, TAKOX BIH MOKE€ pO3M0YaTH HOBY Ipy a00 BUNTH

3 IpU.

Pucynok 4.1 - I'ooBHE MEHIO TpU

Fy4HICTb

¥

Pucynok 4.2 —crincok 306epexeHb Ta MEHIO HATAIITyBaHb

Apk.
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Hine rpu monsirae y mnoOyayBaHHI JaOipuHTA(MiA3EMEIIsl) 3 PIZHUMHU
nepemkojaMu skl Oyae npoxonutu areHT min kepyBanHsaMm III. Ha nannwmii
MOMEHT B I'pl peali30BaHa HEBEJIMKA KUIbKICTh MEXaHIK, OCKIKH 11e OeTa Bepcis Ipu
MeTa SKOi OLIHUTH 1 IEPEBIPUTH POOOTY KIIOUOBUX MeXaHiK Ta MoxunBocted LI

3 HABYAHHAM 3 IIAKPIIUVICHHSM.

[Ipu 3amycke rpu rpaBeup nodaye Kapty Ta iHTepdeill B SKOMy BKa3zaHO
KUIbKICTh OamiB st OyAiBHUIITBA, KHOMKA BIAKPUTTS MEHIO OYIBHUIITBA Ta

KHOITKAa CTBOPEHHS areHTa Mpy HasiBHOCTI JaOIpUHTA.

Al Vigion

Building

Pucynok 4.3 — BuI1 rpu 1pu oYaTKy HOBOI IpU

Apk.
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Al Vision

Building

ERERERENE

Pucynok 4.4 — meHto OyIiBHUIITBA Ta IPUKJIIA]] Ja0IpUHTA

[Ticnst cTtBOopeHHs na0ipuHTa rpaBellb MOKE HATUCHYTH KHOMKY CTapT JJis

CTBOPEHHS areHTa Kuil 0yie HaMaraThcs MPONTH JaOIPUHT, JOCTIIKYIOUU HOro y

MPOIIECI.

Takox rpaBelb MOXXe BIIKPUTH MEHIO TTay3W HATUCHYBIIM KHOTIKY “ESC” ne
OyoyThb KHOIKH [IJIsi TPOJOBXKEHHS TpHU, BIIKPUTTS MEHIO HaNAIITyBaHb,

3aBaHTaKECHHS 1 36epe>KeHH>1 I'pu, Ta BUXOOAY OO I'OJIOBHOI'O MCHIO.

[AJI11.467200.003 I13
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MpogossuTi Moy

SapaHTAMIATH [Py

Ibeparmi My

Al Vision

HanalwmyeaHHa

BUATH AD MONOBHOID MEHID

Building

Pucynok 4.5 — meHto naysu

[Tpu HaTHCKaHHI KHOTIKM 30€perTH rpy nepej rpaBleM BIIKPUETHCS BIKHO B
SKOMY OyJie CITUCOK HasiBHUX 30epexeHb, ToJie IS BOAY Ha3BW IiJ SIKOIO OyJie

30epeKeHO Ipy Ta KHOMKM ISl TOBEPHEHHS Ha3a/ 1 30epeeHHs TPU.

Ty

Pucynok 4.6 — MeHI0 30€peKeHHS TPH

Apk.
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Mento JJIA 3aBaHTAXXCHHSA BUITIAA€ Maike Tak caMO, 30Kp€Ma BOHO HE Ma€

OJIA JIJ1s1 BBOAY HA3BU AJiA 30€pEKEHHS.

SABAHTAMINTH

PucyHok 4.6 — MeHIO 3aBaHTa)KE€HHSI TpU

Sxuro rpaBenb 3axode 3MIHUTH TY4YHICTh TPU TO HOMy Tpeba B MEHIO
HaJallITyBaHb MEPEMICTUTH TMOB3YHEIb TyYHOCTI Ta HATUCHYTH KHOIIKY

3aCTOCYBaTH.

rywicre [ N

3acTocysaTn

PucyHok 4.7 — MeHIO HaJlalITyBaHb

Apk.
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BUCHOBOK JIO PO3JLTY 4

B upomy po3auii Oyao KOPOTKO PpO3IJISSHYTO OCHOBHI MEXaHIKM TpH,
nepeBipeHo poboty iHTepedeiica kopuctyBaua. B maniit 6eta Bepcii rpu He Oyio
BUSIBJICHA 3HAYHUX BIIXWIEHb Yy poOOTI KOIy, aje He MpaBWIbHO Oyne
CTBEp/KYBaTU MPO HOro ifealibHy poOOTY OCKLIBKH 1€ TECTOBa BEpCisi, B SKIH
nocnipkyeTbess  B3aemoxiss LI arenta 3 cepefoBuIileM TIpH, 3pY4YHICTb

KOpHUCTYBaHHs 1HTep(]eiicoM Ta KUTbKICTh CIIOKUBAEMUX PECYPCIB.

Tox cTBOpeHMI MPOAYKT I1I€ HE MOXKHA MOBHICTIO Ha3BaTH FOTOBOIO I'POIO
OCKUIbKU B HIM I1I€ 32 MaJIO KOHTEHTY Ta MOBHICTIO Ha 3aKiHUYEHHA onTuMizallis. [
pU MOJAJBIIIN po3po01i MaOYTHS BEpCisi TPU MOXKE CHIBHO BIAPI3HATUCS BiJ
NOTOYHOI HE TUIbKU B IM3aliHEPChKOMY I1IaH1, ane 1y noBeini [, ockinbku BiH
Oyne B3aeMOJIATH 3 OUIBIIO  KUIBKICTIO PI3HOMAHITHUX JaHuX, abo

BUKOPHUCTOBYBATHU I[OI[aTKOBi AJITOPUTMHU.

Y MaitOyTHROMY pO3BHIIKY TUIAHYETHCSI BHECTH 3MIHU y BHIJISI iHTEpdeiica,
mo0 BiH OyB CTWII30BaHUM MiJ TeMy TpH, TaKOX MPJIAHYEThCSA TOJATH Pi3HI
PO3IUIN Y MEHIO OYIIBHHUIITBA TaKi, SIK CTPYKTYpPH Ta iCTOTH, JIJIs JIETTIIO1 HaBirarii.
BynyTs ctBOpeHi pi3Hi Bepcii LlII-areHTiB my1s 00paHHs Kpalloi JOTIKH MTOBEIIHKA

Ta onTUMI3ari.

Apk.
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BUCHOBOK

B npoueci HanucaHHs AUIIOMHOT pOOOTH OYyJI0 CTBOPEHO KOMIT I0OTEPHY TPy
y okaHpi ctparerii. Jle moBemiHka cynepHuka peanizopaHo I 3 HaBuaHHIM 3
MIIKPIIEHHSIM.

[lepen mouaTkoM po3poOKU, OyJIO PO3TIASHYTO MPUKIAAU IrOp y >KaHpi
CTpaterii Ta MPUKIAIM BUKOPUCTAHHS HAaBYaHHS 3 MiIKpimieHHsAM. Takox Oyno
PO3IJIIHYTO iX MepeBaru Ta HeJOJIKH, miciig yoro Oyno oOpano anroputm PPO, sk
HafGUIbII yHiBepcadbHUIl Ta cTaGimbHmii. Moro Hemomik B moTpe6i Beamkoi
KUTIBKOCT1 3pa3KiB KOMIIEHCYBABCSl CTBOPEHHSIM BEJIMKO1 KIIBKOCTI MapajelbHUX
TPEHYBJIBHUX CEPEIOBHILL.

YactuHa irpoBOr0 KOHTEHTa — TEKCTYpH Ta MoJeii Oynu CTBOpEHi
BacHopy4 y Adobe Photoshop, pemra »x Oyno 3aBaHTaxkeHO 3 jKepenaa Unity
Asset Store.

IrpoBum pymiiem Oyimo obpano Unity, Hacammepes SIK JBHIYH, IO €
HaWOLIBIN 3pyUHUM JJIs1 peanizaiii irposoro I, 60 mae Texnonorii ML Agents Ta
Unity Barracuda. Ta 3pyunii onnaiin-marasun Unity Asset Store ne kopucrysadi

MOXYTh JIUTUTHUCS MK COOOI0 CBOIMHU pECypCaMH.

BuxopucroByroui ob6pani Meroau s HaBuuB Il arenta mnpoxomutu
HEBIIOMHUM JTAOIpUHT y TOIIyKaX HEOOXITHOK IIiIi MPU IOMY YHHKAaTH abo

3HUIIYBAaTH BOPOTiB.

Takox rpa Mae roioHE MEHIO, MEHIO May3H, MEHIO HaJalllTyBaHb Ta BIKHA

30epeKeHHS Ta 3aBaHTAXEHHS TPU.

Apk.
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using UnityEngine;
public class CameraMove : MonoBehaviour

{

l\\CameraMove.cs

public float speed;

private float zoom = 1;

private Vector2 MoveVelocity;,

private Camera m_Camera;

private BoxCollider2D m_BoxCollider;

private Rigidbody2D body;

void Start()

{
m_Camera = GetComponent<Camera>();
m_BoxCollider = GetComponent<BoxCollider2D>();
body = GetComponent<Rigidbody2D>();

}
void Update()
{

Vector2 InpumMove = new Vector2(Input.GetAxisRaw("Horizontal™), Input.GetAxisRaw(*"Vertical"));
MoveVelocity = InpumMove * speed;
float scroll = Input.GetAxis("Mouse ScrollWheel™);
if (zoom + scroll > 1 && zoom + scroll < 3)
{
zoom += scroll;
Debug.Log("scroll™);
}
if (zoom < 1)
{
zoom =1;
}
if (zoom > 3)

{

zoom = 3;
}
}
private void FixedUpdate()
{
body.MovePosition(body.position + MoveVelocity * Time.deltaTime);
m_BoxCollider.size = new Vector2(19.2f / zoom, 10.8f / zoom);
m_Camera.orthographicSize = 8.5f / zoom;
}
b
\Building.cs
using System.Collections;
using System.Collections.Generic;
using System.Xml.Serialization;
using Unity.VisualScripting;
using UnityEngine;
using UnityEngine.Tilemaps;
using UnityEngine.UIElements;
using static UnityEngine.Rendering.DebugUI;

lpublic class _Building : MonoBehaviour

{

public GameObject map_list;
public GameObject Al_list;
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public GameObject mapAl_list;
public GameObject startPoint;

public Field[][] Map;

public int[][] mapAl_Map;

public GameObject[][] Al_Map;
public GameObject[] structuresBase;
public bool Building_activ = false;
public int build_id = -1;
[SerializeField] public int mapWidth;
[SerializeField] public int mapHeight;
[SerializeField] public bool TrainingMod = true;
public int StartX;

public int StartY;;

private void Start()

{
if ('TrainingMod)

if (1GameData.Loading)

{
Map = new Field[50][];
for (inti=0;i<50; i++)

Mapl[i] = new Field[50];

}
for (inti=0;i<50;i++)

for (intj =0; j <50; j++)

Map[i][j] = new Field();
Mapl[i][j].x = i;
Mapl[i][j].y = j;
Mapl[i][j].id = 1;
Mapli][j].structures = Instantiate(structuresBase[0], new Vector3(i, j, 0), Quaternion.identity);
Mapli][j].structures.name = structuresBase[0].name;
Mapli][j].structures.transform.SetParent(map_list.transform);
Mapli][j].HaveChild = false;
Mapli][j].visit = false;
Mapli][j].know = false;
}
}
}
}
else
{
Map = new Field[mapWidth][];
for (inti=0; i <mapWidth; i++)
{
Map[i] = new Field[mapHeight];
for (int j = 0; j < mapHeight; j++)

Mapli][j] = new Field();

¥
¥

private void Update()

if (Input. GetKey(KeyCode.Mouse0) && Building_activ)
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{

Vector3 screen_position = Camera.main.ScreenToViewportPoint(Input.mousePosition);
Vector3 world = Camera.main.ScreenToWorldPoint(Input.mousePosition);
Vector3 WorldFix = new Vector3(Mathf.RoundTolnt(world.x), Mathf.RoundTolnt(world.y), 0);
if (WorldFix.x > -0.5f && WorldFix.x < 49.5f) && (WorldFix.y > -0.5f && WorldFix.y < 49.5f) && screen_position.y
> 0.2f)
{
int x = (int)WorldFix.x;
inty = (int)WorldFix.y;
if (Map[x][y].id != build_id + 1)
{

if (build_id == 0)
{
Debug.Log("-");
Destroy(Map[x][y].structures);
Map[x][y].structures = Instantiate(structuresBase[0], new Vector3(X, y, 0), Quaternion.identity);
Map[x][y].structures.name = structuresBase[0].name;
Map[x][y].structures.transform.SetParent(map_list.transform);
Map([x][y].id = 1;
Map[x][y]-HaveChild = false;

}

else if (build_id == 1)

{
Debug.Log("+");
Destroy(Map[x][y].structures);
Map[x][y].structures = Instantiate(structuresBase[1], new Vector3(X, y, 0), Quaternion.identity);
Map[x][y].structures.name = structuresBase[1].name;
Map[x][y].structures.transform.SetParent(map_list.transform);
Map([x][y].id = 2;
Map[x][y].-HaveChild = false;

}

else
if (Map[x][y].id == 2)
{ if (Map[x][y].HaveChild)
{ i{f(Map[x][y].id 1= build_id + 1)

Debug.Log("has tunnel -");
Destroy(Map[x][y].structuresChild);
Map[x][y].structuresChild = Instantiate(structuresBase[build_id], new Vector3(x, y, -0.1f),
IQuaternion.identity);
Map[x][y].structuresChild.name = structuresBase[build_id].name;
Map[x][y].structuresChild.transform.SetParent(Map[x][y].structures.transform);
Map[x][y].HaveChild = true;
Map[x][y].id = build_id + 1;
}
}
else
{
Debug.Log("has tunnel +");
Map|[x][y].structuresChild = Instantiate(structuresBase[build_id], new Vector3(x, y, -0.1f),
IQuaternion.identity);
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Map[x][y]-structuresChild.name = structuresBase[build_id].name;

Map[x][y]-structuresChild.transform.SetParent(Map[x][y].structures.transform);
Map[x][y].HaveChild = true;
Map[x][y].id = build_id + 1;

}
if (Input.GetKey(KeyCode.Mousel))
{

Vector3 screen_position = Camera.main.ScreenToViewportPoint(Input.mousePosition);
Vector3 world = Camera.main.ScreenToWorldPoint(Input.mousePosition);

Vector3 WorldFix = new Vector3(Mathf.RoundTolnt(world.x), Mathf.RoundTolnt(world.y), 0);
if (WorldFix.x > -0.5f && WorldFix.x < 49.5f) && (WorldFix.y < 49.5f && WorldFix.y > -0.5f) && screen_position.y

{
int x = (int)WorldFix.x;
inty = (int)WorldFix.y;

> 0.2f)

Debug.Log($"Position ({Map[x][y]-x}, {Map[x][y].y})\n " +
$"1D: {Map[x][y].idH\n" +
$"HaveChild: {Map[x][y].HaveChild}\n" +
$"Visit: {Map[x][y].visit}\n" +
$"Know: {Map[x][y].knowHn" +
$"Cost: {Map[x][y].cost}\n");

¥
¥

public void Choice_structures(int id)
if (build_id == id && Building_activ)

Building_activ = false;

}

else

Building_activ = true;
build_id = id;
}
}

public void Ease()

{
CleanMap();

for (inti=0; i< mapWidth; i++)
{
for (int j = 0; j < mapHeight; j++)

Vector3 LocalPos = new Vector3(startPoint.transform.position.x + i, startPoint.transform.position.y + j, 0);
Map[i][i].x = i;

Map[i][i].y = J;

Map[i][j].id = 2;

Mapl[i][j].structures = Instantiate(structuresBase[1], LocalPos, Quaternion.identity);
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Mapli][j].structures.name = structuresBase[1].name;
Mapl[i][j].structures.transform.SetParent(startPoint.transform);
Mapl[i][j].HaveChild = false;
Mapl[i][j].visit = false;
Mapl[i][j].know = false;
}
}

Vector2Int start, goal;
do
{
start = new Vector2Int(Random.Range(0, mapWidth), Random.Range(0, mapHeight));
goal = new Vector2Int(Random.Range(0, mapWidth), Random.Range(0, mapHeight));
} while (start == goal);

Destroy(Map[start.x][start.y].structures);

Vector3 Pos = new Vector3(startPoint.transform.position.x + start.x, startPoint.transform.position.y + start.y, 0);
Map[start.x][start.y].id = 3;

StartX = start.x;

StartY = start.y;

Map[start.x][start.y].structures = Instantiate(structuresBase[2], Pos, Quaternion.identity);
Map[start.x][start.y].structures.name = structuresBase[2].name;
Map[start.x][start.y].structures.transform.SetParent(startPoint.transform);
Destroy(Map[goal.x][goal.y].structures);

Pos = new Vector3(startPoint.transform.position.x + goal.x, startPoint.transform.position.y + goal.y, 0);
Map[goal.x][goal.y].id = 4;

Map[goal.x][goal.y].structures = Instantiate(structuresBase[3], Pos, Quaternion.identity);
Map[goal.x][goal.y].structures.name = structuresBase[3].name;
Map[goal.x][goal.y].structures.transform.SetParent(startPoint.transform);

}

public void Normal()
{
CleanMap();
for (inti=0; i< mapWidth; i++)

for (int j = 0; j < mapHeight; j++)

Vector3 LocalPos = new Vector3(startPoint.transform.position.x + i, startPoint.transform.position.y + j, 0);
Mapl[i][j].x = i;
Mapl[i][jl.y = J;
Mapl[i][j].id = 2;
Mapli][j].structures = Instantiate(structuresBase[1], LocalPos, Quaternion.identity);
Mapli][j].structures.name = structuresBase[1].name;
Mapli][j].structures.transform.SetParent(startPoint.transform);
Mapli][j].HaveChild = false;
Mapl[i][j].visit = false;
Map[i][j].know = false;
}
}

Vector2Int start, goal;
do

{
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start = new Vector2Int(Random.Range(0, mapWidth), Random.Range(0, mapHeight));
goal = new Vector2Int(Random.Range(0, mapWidth), Random.Range(0, mapHeight));
} while (start == goal);

List<Vector2Int> path = new List<Vector2Int>();
int x = start.x, y = start.y;

while (x != goal.x)

path.Add(new Vector2Int(x, y));
X +=(goal.x>x)?1:-1;

}
while (y I= goal.y)
{

path.Add(new Vector2Int(x, y));
y+=(goaly>y)?1:-1;

}
path.Add(goal);
void PlaceStructure(Vector2Int pos, int id, int structurelndex)
{
Vector3 pos3D = new Vector3(startPoint.transform.position.x + pos.x, startPoint.transform.position.y + pos.y, 0);
Destroy(Map[pos.x][pos.y].structures);
Map[pos.x][pos.y].id = id;
if (id==23)
{
StartX = pos.x;
StartY = pos.y;
}
Map[pos.x][pos.y].structures = Instantiate(structuresBase[structurelndex], pos3D, Quaternion.identity);
Map[pos.x][pos.y].structures.name = structuresBase[structurelndex].name;
Map[pos.x][pos.y].structures.transform.SetParent(startPoint.transform);
}

PlaceStructure(start, 3, 2);
PlaceStructure(goal, 4, 3);

int wallCount = 5;

int placed = 0;

while (placed < wallCount)

{
int xWall = Random.Range(0, mapWidth);
int ywall = Random.Range(0, mapHeight);
Vector2Int wallPos = new Vector2Int(xWall, yWall);

if (path.Contains(wallPos) || wallPos == start || wallPos == goal || Map[xWall][yWall].id == 1)
continue;

Vector3 pos3D = new Vector3(startPoint.transform.position.x + xXWall, startPoint.transform.position.y + yWall, 0);
Destroy(Map[xWall][yWall].structures);

Map[xWall][yWall].id = 1;

Map[xWall][yWall].structures = Instantiate(structuresBase[0], pos3D, Quaternion.identity);
Map[xWall][yWall].structures.name = structuresBase[0].name;
Map[xWall][yWall].structures.transform.SetParent(startPoint.transform);
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placed++;
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public void Hard()
{
CleanMap();
for (inti=0; i < mapWidth; i++)

for (intj = 0; j < mapHeight; j++)
{

Vector3 LocalPos = new Vector3(startPoint.transform.position.x + i, startPoint.transform.position.y + j, 0);
Map[i][j].x = i;
Mapl[i][].y = j;
Mapli][j].id = 2;
Mapl[i][j].structures = Instantiate(structuresBase[1], LocalPos, Quaternion.identity);
Mapl[i][j].structures.name = structuresBase[1].name;
Mapl[i][j].structures.transform.SetParent(startPoint.transform);
Mapl[i][j].HaveChild = false;
Mapl[i][j].visit = false;
Map[i][j].know = false;
}
}

Vector2Int start, goal;
List<Vector2Int> path;

do

{
start = new Vector2Int(Random.Range(0, mapWidth), Random.Range(0, mapHeight));

goal = new Vector2Int(Random.Range(0, mapWidth), Random.Range(0, mapHeight));

path = new List<Vector2Int>();
int X = start.x, y = start.y;

while (x != goal.x)

path.Add(new Vector2Int(x, y));
X +=(goal.x>x)?1:-1;

}
while (y != goal.y)
{

path.Add(new Vector2int(x, y));
y+=(goaly>y)?1:-1;

path.Add(goal);
} while (start == goal || path.Count < 4);

void PlaceStructure(Vector2Int pos, int id, int structurelndex)
{
Vector3 pos3D = new Vector3(startPoint.transform.position.x + pos.x, startPoint.transform.position.y + pos.y, 0);
Destroy(Map[pos.x][pos.y].structures);
Map[pos.x][pos.y].id = id;
if (id==13)

StartX = pos.x;
StartY = pos.y;
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[0);

}

Map[pos.x][pos.y].structures = Instantiate(structuresBase[structurelndex], pos3D, Quaternion.identity);
Map[pos.x][pos.y].structures.name = structuresBase[structurelndex].name;
Map[pos.x][pos.y].structures.transform.SetParent(startPoint.transform);

}

PlaceStructure(start, 3, 2);
PlaceStructure(goal, 4, 3);

Vector2Int branchFrom = path[Random.Range(1, path.Count - 2)];

List<Vector2Int> directions = new List<Vector2Int> {
new Vector2Int(1, 0), new Vector2int(-1, 0),
new Vector2Int(0, 1), new Vector2Int(0, -1)

foreach (var dir in directions)

{

Vector2Int branch = branchFrom + dir;
if (branch.x >= 0 && branch.x < mapWidth && branch.y >= 0 && branch.y < mapHeight &&

Ipath.Contains(branch) && branch != start && branch != goal)

Map[branch.x][branch.y].id = 2;
Destroy(Map[branch.x][branch.y].structures);
Vector3 pos3D = new Vector3(startPoint.transform.position.x + branch.x, startPoint.transform.position.y + branch.y,

Map[branch.x][branch.y].structures = Instantiate(structuresBase[1], pos3D, Quaternion.identity);
Map[branch.x][branch.y].structures.name = structuresBase[1].name;
Map[branch.x][branch.y].structures.transform.SetParent(startPoint.transform);

break;

for (inti=0; i< mapWidth; i++)

for (int j = 0; j < mapHeight; j++)

Vector2Int pos = new Vector2Int(i, j);
if (Mapli][j].id == 3 || Mapl[i][j].id == 4 || path.Contains(pos))
continue;

if (Mapl[i][j].structures !=null)
Destroy(Map[i][j].structures);

Mapl[i][j].id = 1;

Vector3 pos3D = new Vector3(startPoint.transform.position.x + i, startPoint.transform.position.y + j, 0);
Mapl[i][j].structures = Instantiate(structuresBase[0], pos3D, Quaternion.identity); // crina
Mapl[i][j].structures.name = structuresBase[0].name;
Mapl[i][j].structures.transform.SetParent(startPoint.transform);
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public void CleanMap()

{
for (inti=0; i < mapWidth; i++)

for (intj = 0; j < mapHeight; j++)

if (Mapl[i][j].structures != null)
Destroy(Mapl[i][j].structures);
}

}

}
}
\\SaveManager.cs
using System.lO.Abstractions;
using System.10;
using UnityEngine;
using UnityEditor.U2D.Aseprite;

Ipublic static class SaveManager

{

public static void Save<T>(string fileName, T saveData)

{

string saveFolder = Application.persistentDataPath + "/Saves/" + fileName;
if (IDirectory.Exists(saveFolder))
Directory.CreateDirectory(saveFolder);

string fullPath = Path.Combine(saveFolder, fileName + ".json");

string jsonDataString = JsonUtility. ToJson(saveData, true);
File.WriteAllText(fullPath, jsonDataString);

Debug.Log("Saved to " + fullPath);
}

public static T Load<T>(string fileName) where T : new()

{

string saveFolder = Application.persistentDataPath + "/Saves/" + fileName;
string fullPath = Path.Combine(saveFolder, fileName + ".json");

if (IFile.Exists(fullPath))

Debug.LogError("Save file not found: " + fullPath);
return new T();

}

string jsonDataString = File.Read AllText(fullPath);
T Data = JsonUtility.FromJson<T>(jsonDataString);
return Data,;

}
}
\\MenuMenu.cs
lusing UnityEngine;

Ipublic class MenuMenu : MonoBehaviour

{

public GameObject menu;
private bool MenuStatus = false;

void Update()

if (Input. GetKey(KeyCode.Escape))
{
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MenuStatus = 'MenuStatus;
menu.SetActive(MenusStatus);
}
}

public void Open(GameObject menu)

{

menu.SetActive(true);

}

public void Close(GameObject menu)

{

menu.SetActive(false);
}
}
\\Menu.cs
Jusing UnityEngine;

Ipublic class Menu : MonoBehaviour

{
public GameObject menu;
private bool MenuStatus = false;

public void OpenMenu()
{
MenusStatus = !MenuStatus;
menu.SetActive(MenuStatus);
}
}
\\Start_node.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Ul;

Ipublic class Start_node : MonoBehaviour

{
public GameObject Player;
public Transform Map;

public void Start_Button()
{
GameObject obj = GameObject.Find("Map");
Map = obj.GetComponent<Transform>();
bool have_start = false;
bool have_end = false;
Transform start_node = null;
for (inti =0; i < Map.childCount; i++)
{
Transform node = Map.GetChild(i);
if (node.childCount != 0)

if (node.GetChild(0).name == "Start")
{

have_start = true;
start_node = node.GetChild(0).transform;

}
else if (node.GetChild(0).name == "Finish")
{

have_end = true;

¥
¥
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}
if (have_start && have_end)

IQuaternion.identity);
AG .transform.SetParent(Map);

}

}
}
\GridAgent.cs
using Unity.MLAgents;
using Unity.MLAgents.Sensors;
using Unity.MLAgents.Actuators;
using UnityEngine;
using Unity.VisualScripting;
using System.Collections;
using System.Collections.Generic;
using static UnityEditor.PlayerSettings;
using TMPro;

Ipublic class GridAgent : Agent
{
[SerializeField] private int targetiD;
[SerializeField] private int stepCount = 50;
private float lastResult;
private string LogText;
private int Steps = 0;
private float BonusScore = 0;
private bool isMoving = false;
private int pendingAction = -1;
public _Building DataMap;
public int[][] Maps;
public int[][] MapsVisit;
public int[] View;
public intx = 0;
private int mapWidth;
private int mapHeight;
private float distans = float.MaxValue;
private float targetX;
private float targetY;

private Dictionary<int, float[]> embeddingLookup;

private void InitializeEmbedding()

{

embeddingLookup = new Dictionary<int, float[]>();

embeddingLookup[0] = new float[] { Of, 0f };  // HeBinome
embeddingLookup[1] =new float[] { 1f, 0f };  // Crina
embeddingLookup[2] = new float[] { Of, 1f};  // Kopumop
embeddingLookup[3] = new float[] { 0.5f, 0.5 }; // Crapr
embeddingLookup[4] = new float[] { 0.25f, 0.75f }; // ®inim

}

public override void Initialize()

InitializeEmbedding();
}

GameObject AG = Instantiate(Player, new Vector3(start_node.position.x, start_node.position.y, -0.2f),
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private void Visible()

CleanView();
if (Maps[(int)transform.localPosition.x][(int)transform.localPosition.y] == 0)

BonusScore += 0.1f;
AddReward(+0.1f);

}

Maps|(int)transform.localPosition.x][(int)transform.localPosition.y] =
DataMap.Map[(int)transform.localPosition.x][(int)transform.localPosition.y].id;
CheckVisibilityInDirection((int)transform.localPosition.x, (int)transform.localPosition.y, 0, 1); // Bropy
CheckVisibilitylnDirection((int)transform.localPosition.x, (int)transform.localPosition.y, 0, -1); / Bau3
CheckVisibilityInDirection((int)transform.localPosition.x, (int)transform.localPosition.y, 1, 0); // Bopaso
CheckVisibilitylnDirection((int)transform.localPosition.x, (int)transform.localPosition.y, -1, 0); / Bniso
ViewCheck();
x=0;
}
private void CheckVisibilitylnDirection(int x_now, inty_now, int x_dir, inty_dir)
{
for (inti=1;i<4;i++)
{
int x_check = x_now + x_dir * i;
inty check =y now +y dir*i;
if (x_check >= 0 && x_check < mapWidth && y_check >= 0 && y_check < mapHeight)
if (DataMap.Map[x_check][y_check].id I=1)
for (intj=-1;j<2; j++)

int x_adj = x_check + (X_dir==07?j:0);
inty adj=y check + (y dir==07?j:0);

if (x_adj >=0 && x_adj < mapWidth && y_adj >= 0 && y_adj < mapHeight)
if (Maps[x_adj][y_adj] == 0)
{

BonusScore += 0.05f;
AddReward(+0.05f);

}
Maps[x_adj][y_adj] = DataMap.Map[x_adj][y_adj].id;

¥
¥

else
if (Maps[x_check][y_check] == 0)
{

BonusScore += 0.05f;
AddReward(+0.05f);

}
Maps[x_check][y_check] = DataMap.Map[x_check][y_check].id;
break;

}
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}

else

{
break;
}
}
}

private void ViewCheck()

int Xpos = (int)transform.localPosition.x;
int Ypos = (int)transform.localPosition.y;
for (inti=-3;i<4;i++)
{

int Ypos_check = Ypos + i;

for (intj=-1;j<2; j++)

int Xpos_check = Xpos + j;
if (Xpos_check >= 0 && Xpos_check < mapWidth && Ypos_check >= 0 && Ypos_check < mapHeight)
{
View[x] = Maps[Xpos_check][Ypos_check];
View[x + 1] = Xpos_check;
View[x + 2] = Ypos_check;
}

else

View[x] = 0;
View[x + 1] = mapWidth;
View[x + 2] = mapHeight;
}
X+=3;
}
}

for (inti=-3;i<4;i++)

{
int Xpos_check = Xpos + i;
if(i<-1]i>1)
{

for (intj=-1;j<2;j++)

int Ypos_check = Ypos + j;
if (Xpos_check >= 0 && Xpos_check < mapWidth && Ypos_check >= 0 && Ypos_check < mapHeight)

View[x] = Maps[Xpos_check][Ypos_check];
View[x + 1] = Xpos_check;
View[x + 2] = Ypos_check;

}

else

{
View[x] = 0;
View[x + 1] = mapWidth;
View[x + 2] = mapHeight;
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private void InitMapMemory()
{
View = new int[99];
Maps = new intfmapWidth][];
MapsVisit = new int[mapWidth][];
for (inti=0; i < mapWidth; i++)
{
Mapsl[i] = new int[mapHeight];
MapsVisit[i] = new intfmapHeight];

for (intj = 0; j < mapHeight; j++)

MapsVisit[i][j] = 0;
Maps[i][j] = DataMap.Mapl[i][j].know ? DataMap.Map[i][j].id : O;

¥
¥

private void CleanView()

{
for (inti=0;i<99;i+=3)

View[i] = 0;
View[i + 1] = mapWidth;
View[i + 2] = mapHeight;
}
}

public override void OnEpisodeBegin()
{

GameObject mapObj = transform.parent.gameObject;
DataMap = mapObj.GetComponent<_Building>();
if (GameData.episodeCount <= 600)

DataMap.Ease();
}
else if (GameData.episodeCount > 600 && GameData.episodeCount <= 1200)

DataMap.Normal();
}

else
DataMap.Hard();

if (GameData.episodeCount != 0)
{
LogText += $"Episode: {GameData.episodeCount} | Reward: {lastResult} | Steps {Steps}\n”;
}
GameData.episodeCount++;
BonusScore = 0f;
stepCount = 50;
Steps = 0;
Debug.Log(LogText);
LogText ="";

isMoving = false;
pendingAction = -1;

transform.localPosition = new Vector3(DataMap.StartX, DataMap.StartY, -1f);
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}

pu
{

1))

mapWidth = DataMap.Map.Length;
mapHeight = DataMap.Map[0].Length;

InitMapMemory();

Visible();

blic override void CollectObservations(VectorSensor sensor)

Visible();

float agentPosX = transform.localPosition.x;

float agentPosY = transform.localPosition.y;

for (inti=0;i<99;i+=3)

{
intid = View[i];
float[] embedding = embeddingLookup.ContainsKey(id) ? embeddingLookup[id] : embeddingLookup[0];
sensor.AddObservation(embedding[0]);
sensor.AddObservation(embedding[1]);
sensor.AddObservation((float)View[i + 1] / mapWidth);
sensor.AddObservation((float)View[i + 2] / mapWidth);

}

sensor.AddObservation(agentPosX / mapWidth);
sensor.AddObservation(agentPosY / mapHeight);
float[] targetEmbedding = embeddingLookup.ContainsKey(targetID) ? embeddingLookup[targetID] : embeddingLookup[0];
sensor.AddObservation(targetEmbedding[0]);
sensor.AddObservation(targetEmbedding[1]);
distans = float. MaxValue;

float targetPosX = 1;

float targetPosY = 1;

targetX = mapWidth;

targetY = mapHeight;

for (inti=0; i< mapWidth ; i++)

for (int j = 0; j < mapHeight ; j++)

if (Maps]i][j] == targetID && distans > Mathf.Sqrt((agentPosX - i) * (agentPosX - i) + (agentPosY - j) * (agentPosY -

{
targetPosX = (float)i / mapWidth;
targetPosY = (float)j / mapHeight;
distans = Mathf.Sqrt((agentPosX - i) * (agentPosX - i) + (agentPosY - j) * (agentPosY - |));
targetX = i;
targetY =j;

}

}

if (distans == float.MaxValue)distans = 0;
sensor.AddObservation(targetPosX);
sensor.AddObservation(targetPosY);

}
public override void OnActionReceived(ActionBuffers actions)
if (YisMoving)
Apk.
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{

{

}

{

pendingAction = actions.DiscreteActions[0];
StartCoroutine(DelayedMove(pendingAction));

private IEnumerator DelayedMove(int action)
isMoving = true;
Steps++;
yield return new WaitForSeconds(1f);

Vector2Int currentPos = new Vector2Int((int)transform.localPosition.x, (int)transform.localPosition.y);
Vector2Int moveDir = Vector2Int.zero;

switch (action)

case 0: moveDir = Vector2int.left; break;
case 1: moveDir = Vector2Int.right; break;
case 2: moveDir = Vector2Int.down; break;
case 3: moveDir = Vector2Int.up; break;

Vector2Int targetPos = currentPos + moveDir;
if (targetPos.x >= 0 && targetPos.x < mapWidth && targetPos.y >= 0 && targetPos.y < mapHeight)

int nextID = Maps[targetPos.x][targetPos.y];
LogText += $"Action {action} | {targetPos.x} : {targetPos.y} | ID {nextID}\n";

if (nextID 1=1)
{

transform.localPosition = new Vector3(targetPos.x, targetPos.y, -1);
Visible();

stepCount--;

AddReward(-0.1f);

if (targetX '= mapWidth)

float deltaDist = distans - Mathf.Sqrt((targetPos.x - targetX) * (targetPos.x - targetX) + (targetPos.y - targetY) *

I(targetPos.y - targetY));

AddReward(deltaDist * 0.3f);
}

if (nextID == targetID)
{
Debug.Log("+");
LogText += "Finish\n";
AddReward(+5f);
AddReward(+stepCount);
lastResult = GetCumulativeReward();
for (inti=0; i < mapWidth; i++)
{
for (int j = 0; j < mapHeight; j++)

if (Maps[i][j] '= 0)

DataMap.Map[i][j].know = true;

Apk.
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}
EndEpisode();

¥

else

AddReward(-1.5f);

¥
¥

else

AddReward(-1.5f);
}

if (stepCount == 0)

Debug.Log("-");
SetReward(-5f);
AddReward(-BonusScore * 0.5f);
lastResult = GetCumulativeReward();
EndEpisode();
}
lastResult = GetCumulativeReward();
isMoving = false;
RequestDecision();
}
}
\\Field.cs
Jusing UnityEngine;

Ipublic class Field
{
public int x;
public int y;

public int id;

public GameObiject structures;
public bool HaveChild;

public GameObject structuresChild;

public bool visit;
public bool know;
public float cost;

}
\\LoadingM.cs

using SaveData;

using System.l0;

using System.10.Abstractions;

using System.Text.RegularExpressions;
using TMPro;

using Unity.VisualScripting;

using UnityEngine;

Jpublic class LoadingM : MonoBehaviour
{
[SerializeField] public string SaveName;
public GameObject ButtonSave;
public GameObject[] SaveL.ist;
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public _Building Map;
public TextMeshProUGUI SaveNameEnter;
public void GetSaveFiles(int id)

{

files.

}

string saveFolder = Application.persistentDataPath + "/Saves";

if (Directory.Exists(saveFolder))
{

string[] files = Directory.GetDirectories(saveFolder);
for (inti=0; i< files.Length; i++)

files[i] = Path.GetFileNameWithoutExtension(files[i]);

}
Debug.Log(saveFolder);

Debug.Log(files.Length);

SaveL.ist[id]. GetComponent<RectTransform>().SetSizeWithCurrentAnchors(RectTransform.Axis.Vertical, 110 *

Length);
for (intj = 0; j < files.Length; j++)
GameObject button = Instantiate(ButtonSave);
button.name = files]j];
button.transform.SetParent(SaveL.ist[id].transform);
TextMeshProUGUI text = button.GetComponentInChildren<TextMeshProUGUI>();
text.text = files[j];
int index = j;
button.GetComponent<UnityEngine.Ul.Button>().onClick.AddListener(() => Loaded(files[index]));
}
}

public void Save()

{

string saveFolder = Application.persistentDataPath + "/Saves";

if (IDirectory.Exists(saveFolder))
Directory.CreateDirectory(saveFolder);

SaveName = SaveNameEnter.text;
SaveName = Regex.Replace(SaveName, @"[Ww\- 1", ™);

if (string.IsNullOrWhiteSpace(SaveName))
SaveName = "30epexenHs";

inti=1;
string originalName = SaveName;
while (File.Exists(Path.Combine(saveFolder, SaveName + ".json")))
{
SaveName = originalName + " " + i;
i++;
}
Field[][] map = Map.Map;

MapData mapData = new MapData(map);
SaveManager.Save(SaveName, mapData);
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{

public void Loaded(string saveName)

MapData mapData = SaveManager.Load<MapData>(saveName);
if (mapData == null || mapData.fields == null || mapData.fields.Length != 2500)

Debug.LogError(*MapData is null or corrupted.”);
return;

}
if (Map.Map == null)

Map.Map = new Field[50][];
for (inti=0;i<50; i++)
{

Map.Mapli] = new Field[50];

}
for (inti=0;i<50;i++)
for (intj = 0; j < 50; j++)

if (Map.Map[i][j] '= null && Map.Mapl[i][j].structures != null)
Destroy(Map.Map[i][j].structures);
}

}

int index = 0;
for (inti=0;i<50;i++)

for (int j = 0; j < 50; j++)

FieldData fd = mapData.fields[index++];

Map.Mapli][j] = new Field();

Map.Mapli][j].x = fd.x;

Map.Mapli][j].y = fd.y;

Map.Mapli][j].id = fd.id;

if (fd.id > 2)

{
Map.Map[i][j].structures = Instantiate(Map.structuresBase[1], new Vector3(fd.x, fd.y, 0), Quaternion.identity);
Map.Map[i][j].structures.name = Map.structuresBase[1].name;
Map.Map[i][j].structures.transform.SetParent(Map.map_list.transform);
Map.Map[i][j].structuresChild = Instantiate(Map.structuresBase[fd.id - 1], new Vector3(fd.x, fd.y, -0.1f),

IQuaternion.identity);

Map.Mapl[i][j].structuresChild.name = Map.structuresBase[fd.id - 1].name;
Map.Map[i][j].structuresChild.transform.SetParent(Map.Mapli][j].structures.transform);

else

{
Map.Mapl[i][j].structures = Instantiate(Map.structuresBase[fd.id - 1], new Vector3(fd.x, fd.y, 0), Quaternion.identity);
Map.Mapl[i][j].structures.name = Map.structuresBase[fd.id - 1].name;
Map.Mapl[i][j].structures.transform.SetParent(Map.map_list.transform);

}
Map.Mapli][j].HaveChild = fd.HaveChild,;
Map.Mapli][j].visit = fd.visit;
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Map.Mapli][j].know = fd.know;

¥

GameData.Loading = true;
Debug.Log("Map Loaded");

¥

}

\\FieldData.cs

using Google.Protobuf;
using System;

using UnityEngine;

Inamespace SaveData
{
[System.Serializable]
public class FieldData
{
public int x;
public inty;
public int id;
public bool HaveChild;
public bool visit;
public bool know;

public FieldData() { }

public FieldData(Field field)

{
x = field.x;
y = field.y;
id = field.id;
HaveChild = field.HaveChild;
visit = field.visit;
know = field.know;

}

}

[System.Serializable]
public class MapData

public FieldData[] fields;
public MapData() { }

public MapData(int width, int height)
{
fields = new FieldData[width * height];

}

public MapData(Field[][] map)
{
int width = map.Length;
int height = map[0].Length;
fields = new FieldData[width * height];

int index = 0;
for (inti=0; i < width; i++)
{
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for (int j = 0; j < height; j++)

fields[index++] = new FieldData(mapl[il[j]);

\\GameData.cs
Jusing UnityEngine;

Ipublic static class GameData
{
public static bool Loading = false;
public static float DungeonPoints = 2000;
public static int episodeCount = 0;

b
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