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IMPOI'PAMHE 3ABE3IEYEHHS IT'POBOI MEXAHIKH 3
BUKOPUCTAHHSAM HITYYHHOI'O IHTEJIEKTY B
UNREAL ENGINE

Binaumskuii HalliOHATHHUH TEXHIYHUA YHIBEPCUTET

Anomauin

Pospobneno mooyne wimyunoeo inmenexmy 0as eenepayii kapm 6 Unreal Engine ma 63aemo0ii 3 neieposumu
nepconasxcamu moeoio C++. Inmezpylomsbcs nepedosi ancopummu 2eHepayii kKapm ma wmyyHo20 iHmenekmy ous
onmumizayii izposoeo doceidy. Hosusna nonseae 8 CmeopenHti yHIi8epcaibHO20 IHCMPYMEeHmYy, Wo CNpouye po3pooKy
2pu ma 3abe3neyye peanicmuyHy no8eoiHKy HeiepO8UX NEPCOHANCIB.

Kuro4oBi c10Ba: TeHepariis KapTu, HeirpoBi nepcoHaxi, mrydnuii inrenekt, C++, Unreal Engine.

Abstract

A module of artificial intelligence has been developed for generating maps in Unreal Engine and interacting
with non-playable characters using C++. Cutting-edge map generation algorithms and artificial intelligence are
integrated to optimize the gaming experience. The novelty lies in creating a universal tool that simplifies game
development and provides realistic behavior for non-playable characters.
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Beryn

IlITyaanii iHTENEKT B IrpOBiH 1HAYCTpPil Bimirpae BaXJIMBY pPOIb Yy TOKpPAIICHHI TEHMIUICIO Ta
CTBOPEHHI pPEaJiCTUYHUX IrPOBHX CEPEIOBHUIN. 3ajada aBTOMATHYHOI TeHepamii KapT Ta B3aeMoJii 3
HeirpoBumH nepcoHaxamu y cepenosuili Unreal Engine BuMarae BUCOKOTEXHOJIOTIHHOTO MigXOAY, 100
3a0€3IeUnTH BHUCOKY SIKICTh irpoBOTO AOCBimy. IIpoaHanizyBaBIIN iCHYIOYI METOIU Ta BUKOPHCTOBYIOUH
MePeoBl TEXHOJOTI] IITYYHOTO IHTENEKTYy, MH MaeMO HaMmip CTBOPUTH YHIBEpCaJbHHA MOIYNb, IO
MiABUIINTS SIKICTH iIrPOBUX MPOEKTIB, po3podieHux Ha miaardopmi Unreal Engine.

OcHoBHMUIT po3aia

OCHOBHHI PO3IiJ AUITIOMHOI poOOTH MPHUCBIYECHUIN PETEIBHOMY PO3IIISALY KOXKHOTO 3 ITOCTAaBICHUX
3aBIaHb 1 iX JerajbHOMY BUKJIaneHHIO. [louHemMo 3 aHami3y ICHYROYMX METONIB TeHepamii KapT Ta
B3aeMO/Iii 3 HEIrpOBUMH TepcoHakaMu B cepenoBuini Unreal Engine. AHaii3 iCHYIOYHX METOJiB BUMArae
BHBUCHHS Pi3HOMAHITHHUX IIXOAIB IO TEHEPAIii irpOBUX KapT Ta B3aEMOII 3 HEIrPOBUMH TIEPCOHAXKAMH,
0 BXKE 3aCTOCOBYIOTBCS B Tamy3i po3poOku Bimeoirop. lLledt amHamiz BKIIOYAa€ JOCITITHKCHHS
PI3HOMaHITHUX TEXHIK, aJTOPUTMIB Ta METOIIB, BHKOPHUCTOBYBAHWX [UI CTBOPECHHS pPealiCTUYHUX
irpoBux cepenosuul. [lin yac anamni3zy OyayTh BUSIBICHI IepeBaru Ta HEJOMIKH KOYKHOTO T1IXOMY, 8 TAKOXK
MOXITUBOCTI JUIA iX MOAAJIBIIOTO BAOCKOHAIECHHS.

Ilicna aHamizy iCHYIOUHMX METOHIB TEPEXOIUMO JO TPOEKTYBaHHS apXiTEKTYpPH MOAYIS INITY9IHOTO
IHTEeNIeKTy [JIsl TeHepamii KapT Ta B3a€MOJii 3 HEIrPOBUMH MEPCOHaKaMH, BUKOPHUCTOBYIOYH MOBY
nporpamyBanns C++, Lleii etamn MiCTUTh BU3HAYEHHS OCHOBHUX KOMITOHEHTIB Ta (PYHKI[IOHAJTLHUX BUMOT
10 MOy, po3po0Ky CTPYKTYpU Ta apXiTEKTYpH CHUCTEMH 3 ypaxyBaHHSIM BHUMOT IO TeHepalii KapT Ta
B3a€MOAIi 3 HEIrpOBUMH HepcOHaKaMH. [IPOEKTyBaHHS apXiTEKTypH TaKOX BKIIIOYAE BCTAHOBJICHHS
3B'SI3KIB MIXK Pi3HUMH MOJYJISIMUA Ta KOMIIOHEHTAMH JJIs 3a0€31eUeHHs ONTHMAaIbHOI POOOTH CUCTEMH.

[Ticns Toro, K apXiTeKTypa MOIYINS IITYYHOTO IHTEIEKTy Oyle PEeTeNbHO CIPOEKTOBAHA, IEPEXOINMO
0 PO3pPOOKM aITOPUTMIB Ui aBTOMATHYHOI TeHepallii pi3sHOMaHITHUX KapT, BUKOPHUCTOBYIOYH MOBY
nporpamyBanas C++. Lleft eram BKiIIOYae peamizallilo aJrOpPHTMIB TeHepallii TormorpadidHuX O3HaK,
naHmmadTiB Ta 00'€KTIB Ha KapTi, BpaxyBaHHS MapaMeTpiB HaNalITyBaHHS Ui 3a0e3NeueHHs
PI3HOMAaHITHOCTI Ta PEaJiCTUYHOCTI CTBOPIOBAHMX KapT, @ TAKOXK BIPOBAKCHHS METOJIB ONTHMI3AIlil Ist
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3a0e3TedeHHs MBUIKO/IT Ta e(EeKTHBHOCTI MpoIlecy reHepariii KapT.

[Ticnst po3pOOKM aNTOpPUTMIB MEPEXOAWMO JO CTBOPEHHS CHUCTEMH B3a€MOil 3 HEIrpoBHUMHU
MepCOHaXaMH, BUKOPHUCTOBYIOUM MOBY mporpamyBanHsi C++. Lleii eram Bkiroyae po3poOKy cucTemMu
MOBEAIHKH HEIrpoOBUX MEPCOHAXIB, peati3alilo aJrOpUTMiB MPUHHSTTS PILICHb 3 YpaxyBaHHSIM Pi3HUX
CIIeHapiiB Ta OOCTAaBMH, a TAaKOX TECTyBaHHS Ta HAJIATOPKCHHA CHCTEMHU B3a€MOAIl 3 HEIrpOBUMHU
MEPCOHAXKaMH U1 3a0€3MeUeHHsI PealiCTUYHOrO Ta MPOTrPECUBHOIO iIrpOBOTO JOCBIY.

OcraHHIM eTarnoM € iHTerparis po3poodienoro monyis 3 Unreal Engine Ta TecTyBaHHS Ha peaqbHUX
ITPOBUX CIEHAaX U OLIHKA €(QEeKTHBHOCTI Ta peamicTH4HOCTI. Lle BKITIOUae iHTerpamiro po3pooieHoro
Moxynst 3i cepenosuiieM Unreal Engine, iioro BIpoBa/pKEHHs Y peajibHI irpoBi MPOEKTH, MPOBEACHHS
TECTYBaHHS MOAYJsS Ha PI3HUX IrPOBHX CIEHaX IJIsl TMepeBipku Horo eekTUBHOCTI, cTabiIBHOCTI Ta
pealicTUYHOCTI, a TaKoK aHalli3 pe3yJbTaTiB TECTyBaHHS Ta BHU3HAYCHHS MOXKJIMBHX HaNpsSMKiB
MOAAJBILIOTO BIOCKOHAICHHS Ta PO3BUTKY MOIYIIS.

BucHoBku

Po3pobnennii MOgynb IITy4HOTO IHTENEKTy Ui TeHepamii kapt B cepemoBumii Unreal Engine Ta
B3aemoxii 3 NPC BigkpuBae HOBI MOMKJIMBOCTI JJisi IOKpAIIEHHS irPOBOTO JOCBiNy Ta peasliCTHYHOCTI
irpoBux cepefoBuil. Taka po3poOka MoOXe 3HAWTH 3aCTOCYBaHHS B irpOBiH IHAYCTpii, CHpPHUSIIOUH
CTBOPEHHIO irop 3 BHCOKOIO CTyIE€HeM peanisMy. KpiM Toro, BoHa BigKpHBa€ HOBi NMEPCIEKTHBH IS
PO3BHUTKY IrpOBOTO CEpEIOBMINA Ta BUKOPHCTAHHA HOTO Yy BIMOBIAHUX rally3siX, TAKHX SIK HaBYaHHS,
TPEHYBaHHs Ta CUMYJIALIS.
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