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OUIA IMIIXOIB IO AAITUBHOI CKJIATHOCTI Y CYUYACHUX BIJEOIT'PAX

CyuyacHa irpoBa iHIYCTpis MOCTIHHO MparHe MiJBUINUATH PIBCHb B3a€MOJII 3 TPABISIMU Ta 3a0C3MEYUTH MAKCUMAILHO
KOM(OPTHHUH 1 HiKaBUii irpoBuii mporiec. OAHUM 13 KIIIOYOBUX ACHEKTIB € aJanTallisi CKJIaJHOCTI IPU BiIOBIIHO 10 HABUYOK
Ta il KOPHUCTyBaya.

B pamkax nocnizpkeHHs OyJ10 MPOBEISHO OIS Cy4acHHX irop, 0 BUKOPUCTOBYIOTh aIaNTHBHY CKJIA/IHICTh. BusiBieHO
TPH OCHOBHI MiJIXOH:

- Cmamuuna adanmayisi: BUKOPHUCTaHHSA MOMEPENHHO BU3HAYCHUX PIBHIB CKIATHOCTI, IO
3aJIeKaTh BiJl BHOOPY IPaBIA Iepe] HOYaTKOM IpH. XapaKTePUCTHKH BOPOTiB, KUTBKICTh PECYPCiB Ta CKIIQTHICTh
3aBJaHb 3AJUIIAIOTHECS HE3MIHHUMH IIPOTATOM YCHOTO MPOXOMKEHHS HemomikoMm € oOMe)keHa THYYKICTh Ta
HE3IaTHICTD MiAIaIITOBYBATHCS TIi/T 3MiHIOBaHI HABUYKH TPABII.

- Ckpunmosana adanmayis: 3aCTOCYBaHHS CKPHNTIB IS 3MIiHH CKIIQJHOCTI B 3aJIE)KHOCTI BiA
BUKOHAHUX il rpaBis. Lle mo3Bomse OiMbII THYYKO PEryMIOBAaTH CKJIATHICTD Y TOPIBHSHHI 31 CTATHIHUM
migxonom. Hanpuknaz, B rpi Resident Evil 4 BukopucTano cucremy, 10 3MiHIOE KUIBKICTh Ta CHIIy BOPOTiB
3aJICKHO BiJl yCHINIHOCTI rpaBus [1]. BogHodac Mu He MOXeMO Tiepe0ayaTi aHOMaJbHi i TPaBIls, OCKITbKU
MIPAIFOEMO JIMIIIE 33 Hallepe]l BU3HAYCHUMH MPaBHJIaMU.

- Jlunamiuna adanmayis na ocnosi ML: BUKOpHCTaHHS alrOPUTMIB MAIIMHHOTO HABYAHHS IS
NIPOTHO3YBaHHS MOBEAIHKM T'paBIsl B PeajbHOMY 4Yaci Ta JAWHAMI4HOi 3MiHM ckiamHocTi. Ha BiaMiHy Bim
CTaTHMYHOI Ta CKPHUIITOBAHOI afanTaiii, alfOpUTMH MaIlIMHHOTO HABYAHHS 3/]aTHI HABYaTHCS Ha OCHOBI 310paHnX
MAaHUX 1 CaMOCTIMHO TpUAMAaTH pimeHHS Tpo 3MiHy ckmagHocTi [2]. Hampukmanm, y rpi Left 4 Dead
BUKOPUCTOBYEThCS «Al Director», o peryioe KiIbKicTh BOPOTIB Ta PeCypcH Ha OCHOBI PiBHS CTPECY I'PaBII.
Taxwif miaxix 3abe3nedye MakCUMalTbHO iHIWBIAyaTi30BaHUN Ta 30aIaHCOBaHU iIrpoBHil poIIec.

[ligXonn MamMHHOTO HABYAHHS TPAIWIIHHO TOAULIIOTE HA TPU BEJIHKI KaTeropii, sKi BiANOBITAIOTH IapagurMam
HaBYaHHS, 3aJIC)KHO Bl IPUPOAN «CUTHAIY» a00 «3BOPOTHOTO 3B'SA3KY», TOCTYITHOTO CHCTEMI HABUaHHS:

. Supervised Learning: 1le#t niaxin nependavae HaBYAHHS MOJICICH Ha OCHOBI iCTOPHYHHUX TAHHX
npo Aii rpasuiB. Mera — nependauynTh MoJaiblly ITOBEJIHKY I'paBls Ta BiAMNOBITHO 3MiHIOBATH CKJIaJHICTb
rpu. Hanpuknan, y rpi Forza Motorsport BAKOPHUCTOBYIOTHCS 2JITOPUTMH ISl @HAJ3y CTUIIIO BOAIHHS PaBIi.
Cuctema 30upae JaHi npo MBUAKICTh, TPAEKTOPIIO Ta FAIbMYBaHH 1 HA OCHOBI I[LOTO MPOTHO3Y€E MOXKIIUBOCTI
rpaBusl. 3aBIsSKH [bOMY CYNEPHHKH H1JUIAIITOBYIOTHCS ITiJ] PIBEHb IPaBII.

. Unsupervised Learning: BUKOPUCTOBYETBCS JUIsl BUSIBJICHHS TIaTEPHIB y MOBEMIHII rpaBLiB 0e3
MIOTIEPETHRO BU3HAYCHHUX MITOK. 30KpeMa, alropuTMH Kiactepmsamii, Taki sk K-means ta DBSCAN,
JI03BOJISIIOTH PO3MOJUTMTH TPABLiB HAa TPYNH 33 CTHJIEM TPH: HAIIPUKIAM, arpecuBHi, 00EpeKHI YN TaKTHUHI
rpaBmi. Y rpi Tomb Raider me# miaxig BUKOPUCTOBYETHCS A HAJAIITYBaHHA MiAKAa30K 1 PIBHSA CKIATHOCTI
TOJIOBOJIOMOK. SIKIIO TIpaBelb 4YacTo 3aTPUMYETHCS Ha pPO3rajyBaHHI TOJIOBOJIOMOK, CHCTEMa MOXe
3allpPONOHYBAaTH JOAATKOBI ITiJKa3KK a00 CIIPOCTHUTH 3a/1adi.

. Reinforcement Learning: HaBuaHHs 3 MiIKPIIUIEHHSM Hependayae, 110 CUCTEMa HABYA€THCS Ha
OCHOBI BUHAropoj Ta rokapasb 3a reBHi aii [3]. Anropurmu, Taki sik Q-Learning Ta Deep Q-Networks (DQN),
JI03BOJISIIOTH JIMHAMIYHO KOPUT'YBAaTH CKJIIHICTh I'PH B 3aJIS)KHOCTI Bijl ycmixiB rpasis. Hampukian, y rpi Alien:
Isolation, sikIIO rpaBelp YacTO BUKOPHCTOBYE IEBHI YKPHUTTS a00 MapLIPyTH, BOPOTM 3MIHIOIOTH CBOIO
MOBE/IIHKY Ta 3HAXOJSITh HOBI IIUISIXU aTaKH.

Peasizaiiiss anroputMiB MallHHHOTO HABYaHHS IS aIamTallii CKJIATHOCTI CTUKAETHCSA 3 HHU3KOK BHKIHKIB. [ 0JIOBHI
npo0sieMn — 1€ BUCOKa 00UHCIIOBaIbHA CKJIQJHICTh Ta PU3NK MOMMIIKOBOT OLIHKM HAaBUYOK T'PABILS, 1[0 MOXE ITPU3BECTH
II0 BTpaTH iHTepecy no rpu. [logambiri JociKeHHS MOXKYTh OyTH CIIpsIMOBaHI Ha ONITUMI3AIliI0 pecypcCiB Yepe3 CIpoIIeHi
MoJIeNi, TIOPHUIHI ITiIXOM Ta TOKPAMICHHS TOYHOCTI aIalTaIlii.
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