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BUKOPUCTAHHS HEHPOMEPEX JJISI CUMY JISILIT
I'PYIIOBUX 3ABJIAHB V 3D-CEPEJOBUIIAX:
MOKJUBOCTI TA OBMEXEHHS

BinHMLIbKMIT HallIOHANBHUN TEXHIYHUIN YHIBEPCUTET
Anomauin
3anpononosano uUKOpUCMAHHA NOBEOIHKOBUX Helpomepedxc Ol MOOent08aHHs 2pYnosux 3ae0aHb y 3D-
cepedosuujax. Posensinymo nioxoou 0o Ha8UaHH MAKUX MePedic, IXHI MONCIUBOCII Y CUMYAAYLT 63a€MOOIL OHIMIE ma
0b6MedICceHHs, N08 A3aHI 3 0OUUCTIOBAILHOIO CKIAOHICIIO MA SKICMIO 6XIOHUX OGHUX.
Kiro4oBi ciioBa: moBeiHKoBI Heiipomepexi, 3D-cuMyIsiiis, rpynoBi 3aBAaHHs, IITYYHHH IHTEIEKT.

Abstract

The use of behavioral neural networks for simulating group tasks in 3D environments based on drone data is
proposed. The approaches to training such networks, their capabilities in modeling unit interactions, and limitations
related to computational complexity and input data quality are analyzed.
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Beryn

[ToGynoBa 3D-penbedy aKTUBHO 3aCTOCOBYETHCS B KapTorpadii, apxiTeKTypi, apXeoiorii Ta ynpaBiiHHI
MIPUPOIHUMH PECYPCaMU, T03BOJISIFOUN CTBOPIOBATH JETalIbHI MoJieni MiciieBocTi. BonHouac Helipomepeski
3HAaXOAATh 3aCTOCYBaHHS B JyXe HMIMPOKOMY CHEKTpi cep: irpoBill iHAYCTpii, pOOOTOTEXHIll Y1 HaBiTh
MapKeTUHTY, TeHEPYIOUH ITPAaBIOIIOAIOHI CLeHapii, 0 JaI0Th 3MOT'Y IlepeA0aunuTH PO3BUTOK MOJEITOBAHOT
cuctemu. Bumoru 1o nmporpamHoro 3abe3nedeHHs B 000X chepax JOCUTh BUCOKI, aJi€ 3aBISKU PO3BUTKY
KOMIT FOTEPHHUX TEXHOJIOTIH X IMIJIEMEHTAILisl CTa€ JIeAai TOCTYITHOI0, & OTXKE, 3’ ABJISETHCS 1 MOXKITUBICTh
ix 00’eqHaHHS B OfHY cucTeMy. lle mae 3Mory MpOBOJUTH OCTIKEHHS B YMOBaXx, M0 MaKCHUMaIbHO
HaOIKEH1 IO PeasIbHOCTI 13 HalO1IbIIO0 €(eKTUBHICTIO.

Jo mpuxiany, Take MOEAHAHHS BiJKPUBAE HOBI NEPCIEKTWBU Ui ITUIAHYBAaHHS Ta OITHMi3aii
MOIITYKOBHX, PATYBaJIBHUX YK HABITh BIMICHKOBUX OIlepalliii Ha miciieBocti. Ha BiMiHYy BiJi TpaauiliiHUX
METO/IB, 10 CIHUPAIOTHCS HA TPYIOMICTKE pyyHE HaJalITyBaHHS MapaMeTPiB UM BIACTHBOCTEH CHCTEMH,
X KaJIBKYJISLIIO Ta CTATUCTUYHHUMA aHaJIi3 - HelipoMepexi 3a0e3euyroTh THYUKICTh i IIBUIKE pearyBaHHS
Ha JIMHAMIYHI 3MiHH, 1110 3HAYHO IIJBUIIYE Pe3yJIbTaTUBHICTh Ta BapiaTUBHICTh MOJICIIOBAHHS.

OCHOBOIO /715l CTBOPEHHS Takux cepenosui (puc. 1) ciayrywors dhororpadii oTprMaHi 3 MiCIIEBOCTI 3
OesmiyiotHUX JditanbHuX anapatiB (BIIJIA) um cymyTHHKIB, 110 BUMAarae BEJIMKOi PO3IINBbHOI 3aTHOCTI
00’€KTHURIB, TPOTE KIIOUOBUM BHKJIMKOM € pPO3pO0OKa MOJENeH, 3JaTHUX e(PEKTUBHO MOJCIIOBATH
B3a€MOJIII0 0araTboX areHTiB y JOCITIHKYBAaHOMY IPOCTOPI.
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Puc. 1 — IIpuknan 3reaepoBanoro 3D-cepenoBuina i3 BAKOPUCTAHHSAM aepo-
¢dororpammerpii y mporpami Blender



I3 30iNbLICHHSM MOXIMBOCTEH MJsl 3aCTOCYBAaHHA HEHPOMEpEK 3pOCTa€ 1 PI3HOMAaHITHICTH ix
cneuudikariii. 3BicHO, yHiBEepcalbHOI MOJIENI, sika O 0JHAKOBO €(peKTUBHO CIIpaBisuIacs 3 yciMa 3aadamy,
He icuaye. [IpoTe HeilpoMepeki MOXkHA KITacU(iKyBaTH 3a IXHBOIO apXiTEKTYpOIO, 10 BU3HAYAE, [T SKHX
cdep 1 3aBIaHb BOHMW Hailikpaiue migxonsTb. Hampuknaa, 3roptkoBi Helipomepexi (CNN) He3amiHHI B
3agadax 0OpoOKH 300pa’keHb 3aBISKM CBOIM 3[aTHOCTI PO3IMi3HABAaTH Bi3yalbHI maTepHH. PexkypeHTHi
Heripomepexi (RNN) edekTHBHO MpaIoOTh 13 MOCTIIOBHOCTIAMHI NTAHWX, TAKHUMH SK YHCIIOBI PSIIH YH
TEKCTOBI CTPYKTypH, a TpaHC(hOpMEpH CTadl HPOpHBOM y cdepi 0OpoOKM NpUPOIHOI MOBH, 3HAYHO
T IBUIIMBIIH SIKICTh aHATI3y TEKCTY.

YTiM, UIsl HAIMX MiJICH, J¢ KIYOBUMHU € ONTUMI3allis CTpaTerid 1 MOJCIIOBAHHS B3aEMOIIN y
CKJIQJIHUX CHCTeMax, 0coOmuBYy yBary Bapto 3BepHyTH Ha Deep Q-Networks (DQN) [1] i Graph Neural
Networks (GNN) [2]. DQN Bupi3HSOTbECS ©(EKTUBHICTIO B 33JadyaX NPUAHATTS PIICHb 1 MOLIYKY
onTUMaNbHHUX crpareriit, ToAi sk GNN imeaJbHO MIAXOAATH IS aHANI3y Ta CUMYJIAINl CKIQIHHUX
B3a€MO3B’SI3KIB MK ar€HTaMH Y MO/JIEIIbOBAHOMY CEPEIOBHIIIL.

DQON (puc. 2), sk apxiTekrypa, HIO TMOEIHYE HABYAHHSA 3 MIAKPIIUICHHAM 13 TJIHOMHHHUMH
HelpoMepekaMu, JO3BOJISIE areHTaM HaBUaTHCS ONTHMAIBHUX Jil yepe3 iTepaTUBHE BAOCKOHAICHHS Ha
OCHOBi BuHAropo. Ii mepeBaroio € 31aTHICTH aganTyBaTHCA 10 JMHAMIYHEX YMOB i 3HAXOAMUTH HAHKpaILi
pilIeHHs Ui TPYNOBHX 33/ad, TaKUX K BHOIp MapiipyTiB un posmoxin ponei. [Ipore DQN motpebye
3HAYHUX OOYHCIIOBAJBHHUX PECYpCiB 1 yacy Ha HaBYaHHS, IO MOXE YCKJIaTHHUTU 1i BUKOPHCTAaHHS B
peanbHOMY Yaci MpH BEIHUKIH KiJbKOCTI areHTIB.
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Puc. 2 — Cnporiena cxema apxitektypu DQ-neiipomepexi

Graph Neural Networks (puc. 3), y cBorO 4epry, MOJENIOIOTh areHTiB K BepminHu Tpada, a TxHi
B3aeMoOJIii — sK pebpa, MmO PoOUTH iX ifeanbHUMM IS aHANI3y KOOpAMHAIII B rpynax. IXHS cuIbHA
CTOpOHAa — BUCOKA TOYHICTh Y CUMYIIALIT CKiIaaHuX 3B a3KiB Mixk areHTamu. OpHak GNN cTukaroThes 3
npo0JeMor0 MacTaOyBaHHs: 31 30UIBIIEHHSIM YUCIIa areHTiB Pi3Ko 3pocTae 00YHCIIOBAIbHA CKIIAHICTB,
10 MOYKE TIPU3BECTH JI0 3aTPUMOK Yy 00poOIIi JaHHX.
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Puc. 3 — Cnporiena cxema apxitektypu GN-Heiipomepexi



Komb6inoBane Bukopuctanas DQN i GNN BumpapmaHe iXHbOIO B3aeMozomnoBHIoBaHicTio. DQN
3a0e3neyye CTpaTeriyHe HaBYaHHS IJIs OKpeMHUX IOHITIB uu rpym, Tomi sk GNN anamizye mepexy
B3a€MOJII MK HHMMH, JTO3BOJISIOUM MOJICIIOBATH SIK 1HAMBIIyallbHI Jii, TAK 1 KOJCKTUBHY IMOBEIIHKY.
Taku#i TiOpumHUd miAXig maBuIlye epEKTUBHICTh CHMYJISLIi, MOETHYOUM amantuBHicTh DQN i3
touHicTio GNN y BimoOpakeHHI TPYTOBOi TUHAMIKH.

BucHosku

MoxnuBiCTh 00’ €THaHHS MOBEAIHKOBIX HEHMpPOMEPEK Ta HAOIMKEHOTO JI0 PEATbHOCTI BIPTYaIIBHOTO
IPOCTOPY Y €AMHY CHCTEMY CTa€ BCe OLIbIIE pealbHUM Ta MEPCHEKTHBHUM HANpPSIMKOM i3 PO3BHTKOM
MOYKJIMBOCTEH 00YHCITIOBATIBHOT TEXHIKH.

Bukopucranns Deep Q-Networks (DQN) i Graph Neural Networks (GNN) mos3Bonsie edektuBHO
MOJCITIOBAaTH SIK CTpaTeTiuHl pIIIEHHS, TaK 1 CKIAgHI B3aeMomii MDK MOICIHOBAaHUMH arcHTaMH,
3a0e3Meuyloud BUCOKY TOYHICTh 1 BapiaTMBHICTH CHMYJALiM. IXHS koMOGiHallis ONTHUMIi3ye Mpoliec
MOJIEIIOBAHHSI, TIOETHYIOUH CHIIBHI CTOPOHH 000X apxitekTyp: agantuBHicTb DQN 1o auHamivHuX yMOB i
3natHicTh GNN aHaNi3yBaTH IpYMOBY KOOPAHHAINFO.

IIpore, Bce X, YCHIITHICTD TAKOTO MiIXOAY 3aJE€KUATH BiJl OOUHCIIOBAIBHIAX PECYPCIB 1 IKOCTI BXITHAX
JaHuX. Y Mal0yTHbOMY BJOCKOHAJICHHS aJrOPUTMIB HAaBYaHHS Ta ONTUMI3allis OOYHCICHb MOXYTh
PO3IMIMPUTH 3aCTOCYBAHHS IUX MOJEJNICH y peaqbHUX 3a/adax IIaHYBAaHHS Ta KOOPIMHAI aBTOHOMHUX
CHCTEM.
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