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BCTYII

AKTYyaJIbHiCTb 3yYMOBJICHA 3pOCTaHHSAM pOJII IITYYHOTO IHTENEKTy Ta
MpOIEAYPHOI TeHepallli y CTBOPEHHI HaBYaJbHUX CUMYJATOpiB. Ilompu TexHiuHI
moskauBocTi pymrisi Unreal Engine, mpouiec popmyBaHHS clieHapiiB y OLIBIIOCTI CUCTEM
3QJIMIIAETHCS PYyYHUM 1 ManoepekTuBHUM. Lle oOMexye ananTUBHICTh, BapIaTUBHICTD 1
MepPCOHAII3AIlII0 HABUAHHS.

ToMy ymockoHaleHHS TPOLECY CTBOPEHHS TPEHYBAJIBHUX CIEHApiiB depes
BIIPOBAPKCHHS 1HTEJIEKTYaIbHO1 TeHEpallii, 0 JUHAMIYHO IT1/IJIAIITOBYETHCS 1111 PIBEHb
KOpHCTYyBa4a Ta YMOBH CEPEIOBHINA, € aKTyaJbHUM HAMPSMOM PO3BUTKY CyYaCHUX
OCBITHIX T€XHOJIOTIH.

MeTorw MaricTepchkoi KBalliikaliifHOI pOOOTH € YJOCKOHAJICHHS MPOIIECY
PO3p00IIEHHS HABYAIBHUX CIIEHAPIIB y CUMYIISIIIHHUX CEPEOBHINAX IIITXOM CTBOPEHHS
CUCTEMHU 1HTENIeKTyanbHO1 reHeparii cueHapiiB y Unreal Engine. Cucrema wmae
3a0e3MeunT aBTOMAaTH30BaHEe (POPMYBaHHSA Ta aJaNTallil0 TPEHYBAJIbHUX CIICHApIiB
BIJIIOBIJTHO /10 YMOB CEpPEIOBHINA 1 pIBHS MIATOTOBKMA KOPUCTYBauya, IO ITIJIBHILYE
e(eKTUBHICTh, THYYKICTh Ta PEATICTHYHICTh HABYAJILHOTO MIPOIIECY.

JUist TOCSATHEHHSI METH pOOOTH HEOOXITHO BUPIIIMTH TaKi 3aB/IaHHS:

— 31MCHUTH KOMIUIEKCHUM aHaJli3 Cy4YaCHUX METOIB IHTEIEKTYalbHOI TeHepalli
HABYaJIbHUX CIICHAPIiB Ta CUCTEM aJJaliITUBHOTO TPEHYBAHHS;

— pO3pOOUTH 1 TEOPETUYHO OOTPYHTYBATH aJITOPUTM IHTEIEKTYyalbHOI TeHeparii
TPEHYBAJIBHHUX CIIEHAPIiB Y KOHTEKCTI MOJIEII aJIalTUBHOI CKJIATHOCTI;

— CIIPOEKTYBATH apXITEKTYPY MPOTPAMHOTO KOMIUIEKCY, BU3HAYHTH CTPYKTYPY U
(YHKIIIOHYBaHHS OCHOBHHMX MOJIYJIiB, IHTETPYBaBIIH PillICHHS 3 MoxJmBocTsmMu Unreal
Engine Ta MoBoto nporpamyBanHs C++;

—  peanidyBaTd IJICUCTEMYy 300py Ta aHaJITUYHOI OOpPOOKM JaHUX
TPEHYBAJIBHOTO TIPOIIECY LTSI 3a0€3MeUYeHHS IKICHOTO 3BOPOTHOTO 3B’SI3KY 13 CUCTEMOTO
reHepartii;

3MIMCHUTH E€KCIIEPUMEHTANIbHI JOCIIPKEHHSI 3 METOI TMEepPEeBIpKU aJeKBATHOCTI,

THYYKOCTI Ta €()eKTHBHOCTI (JOPMOBAHUX TPEHYBAJIbHUX CIICHAPIIB;



9

— MIATOTYBaTU TEXHIKO-€KOHOMIYHE OOTpYHTYBaHHS 3allpONIOHOBAHUX PIIICHb,
BU3HAYMBIIM IXHIO €KOHOMIYHY Ta MpPaKTUYHY JOIUIBHICTH AJIS BIPOBAKEHHS Y
HaBYaJIbHI CUMYJISITOPH.

O0'exT HOCHiTAKEHHS € TIPOIEC CTBOPEHHS HAaBYAIbHUX TPEHYBAJIBHUX CILIEHAPIiB
y CUMYJISILIIITHUX CEpeIOBUILAX.

IIpenmert AocigKeHHS € METOU, AITOPUTMHU Ta apXITEKTYPHI PIIIEHHS CUCTEMHU
IHTENEeKTyalIbHOI TreHepallii ciienapiiB y Unreal Engine.

Metoau aocHiIsKeHHSI OXOIUTIOIOTH CHUCTEMHHM aHami3 ICHYIOUHX Mojeei
re’eparii KOHTEHTY, METOAM KOMII IOTEPHOTO MOJIEIIOBAaHHS HaBYAJIBHUX IPOLECIB,
aJITCOPUTMH MPOLIETYPHOI Ta IHTEJIEKTYaJbHOI reHepallii clieHapiiB, a TakoXK 00’ €KTHO-
OplEHTOBaHE NMporpamyBaHHa MoBot0 C++ y moeiHaHH1 3 iHcTpyMeHTamu Unreal Engine.
Jis  mepeBIpkH €QEKTUBHOCTI PO3POOJEHOI CHUCTEMHU 3aCTOCOBYBAJIUCS METOIU
EKCIEPUMEHTANIbHOI Balijallli, MOPIBHSUIBHOTO aHalli3y Ta CTAaTUCTUYHOI OLIHKU
pe3yibTaTiB.

HaykoBa HoBH3HAa  poOOoTH  moNsrae B  YAOCKOHAJIEHHI  IPOLECY
aBTOMATH30BaHOTO ()OpPMYBaHHS HABUAIBHHUX CIEHApIiB y CUMYJSAMIMHUX CHCTEMax
yepe3 po3poOJIeHHS KOHIIETITYalIbHOI apXITEKTypH Ta alTOPUTMIB IHTENEKTyalbHOI
reHepaiii y cepeposunili Unreal Engine. 3anpornoHoBaHe ynIOCKOHAJEHHS MOJIATAE Y
CTBOPEHHI MEXaHI3My JUHAMIYHOI MOOYJOBU CLEHapiiB, SIKUM 3a0e3nedye iX JOTiyHYy
MOCJIIJIOBHICTh, aJalTUBHY 3MiIHY CTPYKTYpPH Ta CKJIAQJHOCTI 3aJ€XKHO BIJ PIBHS
KOMIIETEHTHOCTI KOPUCTyBaua, a TaKOX IHTErpaiilo 3 MiJACUCTEMaMH aHAIITHUKUA W
TenaemMeTpii st GopMyBaHHS TIEPCOHATIZ30BAHOTO HABYAILHOTO JOCBITY.

IIpakTuyHe 3HAYEHHSI OJICP)KAHUX PE3YJIbTATIB MOJSATAE Yy PO3pOOILl IF0YOTO
MPOTOTUITY CUCTEMU I'eHepallli TPeHyBaJIbHUX CLEHAPIiB, SIKUI MOKe OYTH IHTETpOBaHUIN
JI0 PI3HUX THUIIB CUMYJSATOPIB y cdepi mpodeciiiHOi MIATOTOBKH — BiJ BIHCHKOBHX 1
MEIUYHUX JI0 TMPOMHCIOBUX ab0 aBapidHO-pATYBaIbHUX. PeanizoBaHi NPUHIIUIN
MOXYTh OyTH OCHOBOIO [JISl TOAAIBIIOTO PO3BUTKY IHTEIEKTYaJIbHUX HAaBYATHHUX

CEPEIOBHII] HOBOTO TTOKOJIIHHS.
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Amnpobanisi pe3ynpTaTiB poOOTH 3AiliCHEHa y JO0MOBiAlI Ha Mojoap B HayIl:
JOCTiKEeHHs, ipobiiemu, repciektusu (MH-2026).

Martepiaau poOOTH IOTOBIIAIKCh Ta OMy0JIiKOBYBaIKCh [1]:

Iy6aixania Yopuuit B.B., Konecniuenko JI.A. , YUepnsk O.1. «laTenekryanbuunii
TreHepaTop HaBYAIBHUX CEPENOBHIN 1 CIeHapiiB ans cumyisatopB y Unreal Enginey.
Marepianu koHdepeHIii «Moyioap B HayIll: JOCHIKCHHS, MPOOJIEMH, MEPCIEKTHUBU
(MH-2026)», Binnung, 2025. [Enektponnumii pecypc]. — Pexum nmoctymy:
https://conferences.vntu.edu.ua/index.php/mn/mn2026/paper/view/26513
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1 AHAJITUYHU OTJISII MIJIXOAIB 10 MTOBYI0BU
HABYAJILHUX CUMYJISITOPIB B UNREAL ENGINE

1.1 CyugacHi miaxoau 10 moOyaoBu TpeHyBanbHUX cepenoBuin y UE

Hapuanpui cumynstopu Ha Unreal Engine akTHBHO 3aCTOCOBYIOTHCS Y
npodeciiiHii MIATOTOBII 3aBASKH BHCOKOMY TpadiuyHOMy peanizMmy, (i3uuHiN
JIOCTOBIPHOCTI Ta MOKJIMBOCTI iHTerpauii cydacHux amroputmiB LI [2]. Binkpura
apxIiTeKTypa pylIisi Ta MIATPUMKA CKIAIHUX JTUHAMIYHUX cepenoBul] poouts UE
NPUJIATHAM [IJI1 MOJEIIOBaHHS TIPOIIECIB, JI€¢ BaXKJIMBE pEATICTUYHE BIITBOPCHHS
IPOCTOPY, PyXy Ta MOBEJIHKHA 00’ €KTIB.

UE BHUKOPHUCTOBYEThCS Yy BIMNCHKOBIM Ta IMBUIBHIA Oe3memi, MEIUIINHI,
poOoTOTEXHIL, TpoMuUcIoBocTi Ta TpaHcnopTti. Ilpuknanom € cumynstop HEROES,
SAKUW 300paKeHU Ha PUCYHKY 1.1, 110 MoOJentoe yMOBU HAJ3BHYAMHUX CHUTYaIliil:
pyiiHYBaHHS, UM, OOMEXEHY BUIUMICTb, WIYMOBI MEPEIIKOAM Ta 1HII (akTopu
ctpecy [3]. Take cepemoBHile HO3BOJISE ONMPaI[bOBYBATH SAK TEXHIYHI HABMYKH, Tak i
MICUXOJIOTIYHY CTIAKICTh ONEPaTOPiB — KPUTHUHUM €JIEMEHT M1TOTOBKH MIEPCOHAITY, 1110

MPAIIOE IT1/] TUCKOM.

Smoke Al Response

Trigger = Volume ™ BehaviorTree
Spawn

Pucynox 1.1 — Ilpuknaz yoriku crieHapito TpeHyBaHHs y cumyssitopi HEROES
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VY cdepi poOOTOTEXHIKM PYII 3aCTOCOBYETHCSA ISl CHUMYJISII aBTOHOMHHX
cucteM. [Inarpopmu UNav-Sim ta Unreal-MAP BUKOpUCTOBYIOTBCS JIJIsl MOJIETTIOBAaHHS
CCHCOPHHMX JaHUX, TPAEKTOpiil pyXy, AUHAMIYHHUX OO’€KTIB Ta MYJIbTHAr€HTHHUX
B3aeMOil. Taki cUMYJISIIl JO3BOJSIOTH TPEHYBAaTH SK pOOOTIB, TaK 1 OIMEpaTopiB,
BKJIFOYAIOYM OE3IMUJIOTHI amapaTd Ta Ha3eMHI poOOTH30BaHI CUCTEMH, y CKIATHUX abo
Hernepen0ayyBaHUX YMOBaXx.

Y memunmnai UE BUKOPUCTOBY€EThCA AJiE CTBOPEHHS CHUMYJSTOPIB B3aEMOIIL 3
AHATOMIYHMMH MOJICIISIMHU, BIJMIPAITIOBAHHS JIarHOCTUKH Ta XIPYpPridHUX MPOIEIYD.
InTerpamiss  VR/AR-m1070MiB, TakTUIBHMX CEHCOPIB 1 TPEKEPIB PYXy O3BOJISIE
dbopMyBaTH MOBHOIIIHHE 3aHYPEHHS Y HaBUYAJIbHUMN MTPOIIEC.

Opniero 3 xmouoBux mnepeBar UE € migTpuMka mpoLeIypHOi TreHeparii
cepenoBul. Cucremu UnrealZoo Tta RESenv aeMOHCTpyIOTH  MOMIIMBICTB
aBTOMAaTHUYHOTO CTBOPECHHSI BaplaTUBHUX JIOKAIId — BiJ] ypOAHICTUYHUX MPOCTOPIB 10
30H cTUX1iHUX JuX. Lle 3a0e3neuye mMacmTaboBaHICTh Ta PI3HOMAHITHICTh HABYAJILHUX
CIIeHapliB.

BaxxnnBoOI0O TEHACHIIIEI0 € PO3BUTOK MYJbTUATEHTHUX CUMYJIALIN, /1€ areHTu
MOXXYTh B3a€MOJISITH, KOOPJMHYBATH J1i uM 3maratucs MK coborw. UE 3a0e3neuye
1HCTpyMeHTapii ais nodynosu takux cucrem: Chaos Physics, Lumen, Behavior Trees,
EQS, State Machines .

Okpeme 3HauYeHHsS Ma€ aJalTHBHICTh HABUAJbHHX CIIEHApPIiB — MOXKIJIMBICTH
aBTOMATUYHOIO MiJIAIITYBaHHS CKJIaaHOCTI, noBeAiHKH NPC un mapaMeTpiB OTOUEHHS
70 piBHA KOopucTyBauda. JlJis 1bOro BUKOPUCTOBYIOTH Blueprint-ckpuntu, C++ API, a

Takox iHTerpariii 3 Python un RL-dperimBopkamu.

1.1.1 Tloain cumyJsiii 3a TPUHIMIIAME X TPAKTUYHOTO MPU3HAYCHHS

Cumynsiiiai mnargopmu Ha 06a3i Unreal Engine mokHa kinacudikyBaTtu 3a
MPU3HAYEHHSM, pPIBHEM JMHAMIYHOCTI Ta CTPYKTYypol cIieHapito. 3a cdeporo
3aCTOCYBaHHS BUIUISIOTH TEXHIYHI, MEIWYHI, aBapiMHO-PATYBaJbHI Ta BIACHKOBI

CUMYIATOPH. TeXHIYHI CHUCTEMU BUKOPUCTOBYIOTH I 1HXKEHEPHOI IMIATOTOBKH Ta
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POOOTOTEXHIYHUX JOCHTIKeHb — MpukIanoM € Orbit, maTdopma s HaB4aHHS poOOTIB
y BIpTYaJbHUX CepeIOBUIIAX.

MeauuHi CUMYISITOPH 30CEpEKEHI Ha MOJENIOBAaHHI aHATOMIYHUX CTPYKTYD,
MOBEAIHKYA TKAHWH Ta CUTYalllil HEBIIKIATHOI JOTIOMOTH, /1€ BAXKJIMBUMU € TaKTHIbHUMI
3BOPOTHUHM 3B’A30K Ta TOYHICTh BIATBOpeHHs (izionoriynux peakuid [3]. YV cdepi
Oe3mekn Ta pATyBambHUX omepaniid cuctemu Ha Kmrtant HEROES no3Bomsiors
TpEHYBaTH OINEPaTOpPIB Y CTPECOBUX YMOBaX, IO MOEJHYIOTh AWM, pyHHYBaHHS Ta
IIyMOBI Tiepenikou [4].

Oxpemuil HampsiM — MYJIbTHAreHTHI CUMYJIALIl, /1€ OJHOYACHO B3a€EMOJIIOTH
KiJIbKa areHTiB a0o kopuctyBauiB. Jlocaimkennas Unreal-MAP neMoHCTpyIOTh MOTEHITIAI
UE y MozentoBaHHI KOONIEPATUBHUX MICiil, KOJIEKTUBHOI €BaKyallii Ta y3roJyKeHHUX A1l y
CepeIOBUILAX 3 OOMEKEHUMHU PECYPCAMHU.

3 NOMIsIAY CTPYKTYPH CLIEHAPII0 BUILISIOTh:

—  JIHIKHI CepeOBUIIA, Y SIKUX MOCIIOBHICTh NOMAIA (pIKCOBAHA;

—  HEJIHIAHI  CEepeJoBHINA, IO JO3BOJSIOTH BapiaTUBHICTh J1d  Ta
aJIbTepHATUBHI LIUISIXU BUKOHAHHS;

—  TIPOLEAYPHO-3T€HEpOBaHI  CEpElOBMINA, JI€ KOHTEHT CTBOPIOETHCSA
aBToMaTU4HO abo yepe3 anroputrmu LI, sk y UnrealZoo.

Knacudikamist cuMynaropiB 03BOJISi€ BU3HAYUTH ONTUMAJbHUN  PIBEHb
Jerajizaii, TUI TeHepallii KOHTeHTY Ta 3aco0u MiJBUILECHHS 1HTEPAKTUBHOCTI. Jlis
po3pobok Ha Unreal Engine Taka cucTreMarm3aiisi € OCHOBOIO [JII IT0OYIOBH
IHTENEKTyaJIbHUX CHUCTEM TIeHepallli CUeHapliB, 10 aJaNTyIThCs A0 KOPUCTyBaya Ta

3a0€e31euyoTh €()eKTUBHE HAaBYAHHS.
1.1.2 CtpykTypa HaBUaJBLHUX TMPOIIECIB Y BIPTYyabHUX TPEHAXKEpax

Opranizanis HaByaHHs y cumyistopax Unreal Engine rpyHTyeTbcs Ha
CIICHAPHOMY ITIXO0/I1, JIe HAaBYAJIbHUHN 3MICT BU3HAYAETHCS TOCIIIOBHICTIO TIO/IIH, YMOB
Ta peakiiii cucremu. CieHapii BUCTyMa€ IEHTPAIBHOIO OJUHUIICI0 HABYAIBLHOTO

npolecy, MOEAHYIOUM MEeAAaroriuHi Il Ta TexHiuHi napamerpu. CydacHi HaBYalbHI
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m1aTGopMu peatizyloTh 1HTENIEKTyallbHy T'e€Hepallild — aBTOMaTUYHE CTBOPEHHS Ta
Mo M (DiKalliio 3aBJaHb BIAMOBIIHO J0 Jil KOpUCTYyBaya.

TumoBa cTpyKkTypa clieHapiio BKIIOYA€E €Tany iHiliani3amii, BAKOHAHHS, OI[IHKHU Ta
apganTtaiii. [TouaTkoBi ymMoBH 3amaroTbesl 3a gomomoroiro Behavior Trees, Blueprint-
noriku Ta EQS, 1mo mo3Bosisie hopMyBaTH CKIIaIHI CIIEHAPHI TOCIiJOBHOCTI 0€3 pydyHOTO
nporpamyBaHHs [5]. Ilicnsa mporo cucrema Qikcye aii KOpHCTyBada, aHami3ye ix i
BHU3HAYa€ MOJAIBIINN PO3BUTOK MOIIH.

KirouoBoto  0CcOONMBICTIO CydyacHUX CIIEHApliB € iX JUHAMIYHICTh: BOHHU
3MIHIOIOTBHCSl BIJIMOBIIHO JO KOMIIETEHTHOCTI KOPHCTYyBaua, MOXYTh YCKJIATHIOBATH
YMOBH, JI0oflaBaTy HemependadeHl mojiii abo ckopodyBaTh 0OCAT MiaKa30K. MexaHizm
ajanTallii CUpPaeThCA Ha MOKA3HUKU TEJIEMETPil — dYac peakilii, TOYHICTb BUKOHAHHS
N, KUTBKICTh TOMHJIOK 1 YCITIITHO BUKOHAaHMX eramiB. i (GopMallbHOro OImmcy

ajanTallii CKJIaJHOCTI BUKOPUCTOBYETHCS MOJIEJIbL OHOBJICHHS TTapaMeTpa CKJIaIHOCTI:

D1 =D+ a- (Etarget - Euser)»
ne Dy — motouyHuii piBeHb CKIIAIHOCTI,
D{;1 — OHOBJICHMI1 PIBEHb,
Eser — GakTUuHU pe3ynbTaT KOPUCTYBAYA,
Etarget — LUIbOBUIA pE3YJIbTAT,

o — KOe(DIIIEHT MIBUIKOCTI ajanTarii.

I[Is ¢opmyna 103BOJIsIE CUCTEMI aBTOMATHUYHO pPETyJIOBaTH HaBYallbHE
HABAHTAKEHHA, 3a0€3Me4y0Ur 1HIUBIIyallbHUI TEMI OCBOEHHSI MaTepiay.

3Ha4yHy poJib BifirparoTh areHTHI Mojeni: NPC pearyroTe Ha fii KOpuUCTyBaua,
TeHEepYyIoTh NOJli Ta OepyTh ydacTb y HaBYAJBHOMY IMIpOLIECI SIK 1HCTPYKTODH,
cynepsizopu ab6o auHaMiuHi Tepemkoau [6]. Ixus mnoseminka QopmyeThcs uepes
Behavior Trees i Blackboard-cucremu.

Cuenapii OyayroThCsl 3 MOAYJIBHUX IIAOJIOHIB, IO JIO3BOJISE MOEIHYBATH PI3HI

YaCTHHU HaBYAJIbHUX CHUTYallll 1 reHepyBaTh HOBI Bapiallii 0e3 ydacTi 1HCTPYKToOpa.
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Takuiét npunnun peanizopano B ML-SceGen Ta Unreal-MAP, ne cuenapii
IPOIEAYPYIOThCS Ha OCHOBI HaBYAJILHUX IIUJICH 1 MapaMeTpiB cepeioBHIIA.
3aBepIiaibHUM KOMIIOHEHTOM € cuctema MoHiTopuHry. UE miaTpumye BOy1oBaH1
IHCTpYMEHTH 300py TejaeMeTpli Ta 1HTEerpaifilo 3 aHaJITUHYHUMH IIaTGopMaMH, IIo
GbOpMyIOTh 3aMKHEHUW UK «KOPUCTYyBa4 — TEJEMETPisS — aHalli3 — ajgamnTailis.

Taxuit miaxizg 3abe3nedye nepcoHaaizoBaHU 1 pe3yIbTaTUBHUN HaBYAILHUHN MPOIIEC.
1.1.3 BigMiHHOCT1 MiX CIIEHApHUMH Ta TOKPOKOBUMH TPEHYBaHHSIMHU

[TopiBHSIHHA CHUMYJISILIIHHOTO Ta CLIEHAPHOTO HaB4YaHHS B cepenoBuill Unreal
Engine no3Boisie BU3HAYUTH ONTHUMAalbHI YMOBH JJii NOOYJI0BH €(EKTUBHUX
TpeHyBaJbHUX cucTeM. OOuABI MapajurMu CTBOPIOIOTh KOHTPOJIbOBAHE HABUaJIbHE
CEpeNOBUIIE, OJIHAK PIZHATHCS CTPYKTYpPOIO MOJii, piBHEM CBOOOIM KOpHUCTyBada Ta
MIeJIarOT1YHOI0 OPIEHTAIIIETO.

CuMynsLidHI  CUCTEMH aKUEHTYIOTh YyBary Ha (I3WYHIA JTOCTOBIPHOCTI
cepeloBuIIa. IX MeTa — 3a0€3MEYUTH BiATBOPEHHS IIPOIECIB, MaKCHMAIbHO
HAOKEHUX JI0 peAIbHUX YMOB, IO cripusiec pOpMyBaHHIO MTpakTUYHUX HaBU4OK. Unreal
Engine Hanae BinnoBigHui iHCTpyMeHTapiil yepe3 Chaos Physics, Niagara, Lumen Ta
Nanite. ¥ npoexti HEROES [7] cumynsmiiHuR miaxia 103BOJIsSIE MOJICIIOBATH CKIIAJIHI
ypOaHICTUYHI 30HH, BIATBOPIOIOYN JUM, pyiiHYyBaHHs Ta noBeaiHky NPC.

HaromicTh crieHapHe HaBUYaHHS OpIEHTOBAHE Ha JIOTIKY MO1H, e1aroriyHi i Ta
OIIHKY pillleHb KOPUCTYBaua, a HE JIMIIIE Ha BIAMPAI[IOBAHHS OKpeMHX Ail. Y Takux
CUCTEeMaX KIIIOYOBY POJIb BIJITpa€ KOHTEKCT BUKOHAHHS 3aBJaHb, IOCIIJIOBHICTb
OPUIHATTS pillleHb 1 3JaTHICTh KOPUCTyBaya aaanTyBaTUCAd JO 3MIHHUX YMOB.
Hampuknan, mmardgopma Scenario-Based Mixed Reality Platform monentoe kpuzosi
cutTyanii y cdepi OXOpOHU 3J0pPOB’S 3 aKIICHTOM Ha aHaji3l pillleHb, MIBUIKOCTI
pearyBaHHS Ta KOOpAMHAIT 11l MK yyacHUKaMu. OLIHIOBaHHS pe3yJbTaTiB Y MOAIOHUX
CepelIOBHINAX 3IHCHIOEThCS HE JuIe 3a (aKTOM JOCATHEHHS METH, a ¥ 3a SKICTIO
oOpaHoi cTpaTerii, JOTPUMAHHAM MPOTOKOIIB 1 €PEKTUBHICTIO B3a€EMO/IIi, IO POOUTH
CIIEHApHE HaBYaHHS OCOOJMBO MPUIATHUM MJis MIATOTOBKHA (DAxXIBIIB Yy KPUTUIHO

BaXXJIMBUX TaJly3sX.
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Jlns cucteMaru3aliii KJIFOYOBHUX XapaKTEPUCTUK IMIJIXOMIB y TEKCTI HABEICHO

MOPIBHSUIbHUM aHaITi3 Ha Tabnuil 1.1, skuil y3arajgbHIO€ epeBart Ta 0OMeKeHHS KOXKHOT

MOJIeJIl B KOHTEKCT1 OCBITHIX TPEHAKEPIB.

Ta6muig 1.1 — IlopiBHAIBbHMN aHATI3

yacTo 0e3 iKCOBAHOTO KiHIIA

Kpurepiit CumynsniiiHe HaBYaHHS CueHapHe HaBYaHHS
BinmparroBanHs pakTUYHUX 1 P03BUTOK KOTHITUBHHUX 1
Mera TEXHIYHUX HaBUYOK Y YIIPaBIIHCHKUX KOMITCTEHIIIMH,
peaTicCTHYHNX YMOBaxX NPUHHATTS pillICHb
' UYiTKO CTpYKTypOBaHa, i3
Binkpura, 6ararodaxTopHa, ]
Crpykrypa 3a37aJ1eT11b BU3HAYEHOIO

JIOTIKOKO HOMIii

Kontpous kopucryBaya

Bucokuii piBeHb cB000OIH,

CKCIICPUMCHTYBAHHA

Obmerxenuit BUOip, opieHTallis

Ha OIIHKY MPaBUILHOCTI JiH

PeanictuyHicts

MakcumainbHa ¢izrudHa Ta

Bi3yaJibHa JIOCTOBIPHICTh

Moske 6yTu yMOBHOIO ab0
CTUJIM30BAHOIO JUIS

MEIarOriyHOTO €PEeKTY

3BOPOTHUM 3B’ 130K

[TepeBaskHO TEXHIYHHH 1
CEHCOpHHUII (MTOBEAIHKA

CHCTEMH, pe3yabTaTu i)

AHaTITHYHNN, KOTHITUBHUH, 13

MNOACHCHHAMU ITIOMHUJIOK

Tun cepenopuina

Binkpute, 3MiHHE, TpOLIETypHE

Cr0’K€THO OpiEHTOBAHE,

KOHTPOJIbOBAHE

[Tpuxmnanu peamizamiit

HEROES, RESenv, UnrealZoo

Scenario-Based Mixed Reality,

Simcrafting Framework

Cyuacni cumynstopu Ha Unreal Engine aemanmi wactiie NO€IHYIOTH OOUABA

niaxoau, popMyroun riOpuHi cucTeMu. Takuil miaxia BKIOYA€E TPU PiBHI:

—  CUMYJISIIAHE cepeloBHIIe, 10 3a0e3neuye Gi3udHy JOCTOBIPHICTS;

—  CIIEHApHY JIOTIKY, fKa BU3HA4Ya€ METY, YMOBH Ta MOCIIOBHICTb JIii;

—  CHUCTEMY aHalli3y pe3yJIbTaTiB, SIKa OLIHIOE [1i KOpHCTyBaya Ta (opmye

aJalITUBHUI 3BOPOTHUM 3B’ A30K.

JIJist HAOUHOCTI HAa PUCYHKY 1.2 HaBEIEHO CTPYKTYpHE y3arajibHEHHS rOPUIHOTO

M1IXOTY.
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SIMULATED
ENVIRONMENT
Physical Skills

SCENARIIO
LOGIC

Decision Skills

HYBRID LAYER
Adaptive Training

Pucynok 1.2 — CtpyKTypHE MOPIBHSIHHS CUMYJIALIHHOTO Ta CLIEHAPHOTO

HaB4YaHHS

KomOiHamisi nux piBHIB 3a0e3ledyye aJanTUBHICTh HABYAJIBHUX IPOIIECIB, 1€
CKJIAJHICTh, YMOBHM CEpeIoBHUIIa a00 KUIBKICTh (PAKTOPIB MOXKYTh aBTOMATHUYHO
M1JTAIITOBYBATUCS TI1J] piBEHb KopucTyBava. [Ipukinanom Takoi koHeniii € Simerafting
Framework [8], sikumii peamizye aBTOMaTHuHe (OPMYBAHHS CIOKETHUX JIIHIA Ta

OI[IHIOBAHHS HABYAJIbHO1 €(DEKTUBHOCTI.
1.2 Teopetnuna 6a3a hopmMyBaHHS AMHAMIYHUX TPEHYBAJIBHHUX MPOIIECIB

MeTtonooris reHepariii TpeHyBaJlbHUX cueHapiiB y Unreal Engine rpyHTyeThCs
Ha TIO€JHAHHI MPOIEAYPHUX, IHTEICKTyaIbHUX Ta aHAJIITHYHHX IMAXOMIB, SKI
3a0€e31euyI0Th CTBOPEHHS JUHAMIYHOTO HaBYaJIbHOI'O KOHTEHTY, 3/JaTHOTO 3MIHIOBATUCS
BIJIOBIIHO A0 11 KopucTyBada. Ha BiIMiHY BiJl CTaTUYHUX TpPEHAXKEPIB, CydacHl
CUCTEMHU BUKOPHCTOBYIOTh IUTYYHUH IHTEJIEKT, MOBEAIHKOBY aHAJIITUKYy W MAaIIMHHE
HaBYaHHS JUIsl JOPMYBaHHS CLIEHAPIiB, 10 €BOJIOLIIOHYIOTh Y pEaIbHOMY Yaci.

OpmHuM 13 KIIFOYOBUX 3aBAaHb METOAOJIOTIT € hOpMyBaHHS CaMOaAaNTHBHOT MOEII
KOHTEHTY, y SKIM CIeHapiii po3riAlaeThCs SIK JUHAMIYHA CTPYKTypa 31 3MIHHUMHU
napaMeTpaMl — YacOBHMH, TIOBEIIHKOBUMH, IPOCTOPOBUMHU Ta KOHTEKCTHHUMH.

Hampuknaza, npu 3HWKEHHI TOYHOCTI i CUCTEMa MOKE 3MEHIITYBAaTH IHTEHCUBHICTh
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MOiH, a IPU BUCOKIM €(heKTUBHOCTI — YCKJIQIHIOBATH Cepe/loBUIlEe a00 30UIbIIYBATH
KUIBKICTh (pakTOpiB B3aemoii [9].

JIyst y3arajmbHEHHSI TPOIECY aJanTHBHOI TEeHepallii y Cy4acHHMX CHCTeMaxX Ha
Unreal Engine Ha pucynky 1.3 momaHoO CTpPYKTYypHY CXeMy, IO JEMOHCTPY€

MOCIIIOBHICTD €TaliB NEPETBOPEHHS KOPUCTYBALLKUX METPUK Y OHOBJIICHUN CIICHAPIH.

User Scenario Procedural Updated
Metrics Evaluation Generation Scenario

Pucynoxk 1.3 — VY3aranpHeHa cxema npoliecy aJanTUBHOI FeHepallii ClieHapito

Cxema 1mOCTpy€e, IO aJanTUBHA IIOBEJIHKA CIIEHApil0 0a3yeTbcs Ha aHami3i

TCICMCTPUIHNX OAHUX!

M = {t,, dc, € p}:
ne t,. — yac peakiiii KOpucTyBaua,
a. — TOYHICTh BUKOHAHHS 1M,
€ — KUJIbKICTh ITIOMHJIOK,

P — YCHIIIHICTh TPOXOHKEHHS €TaIiB.

Ha ocHOBI arperoBaHix METpUK BU3HAYAETHCS TUHAMIKA 3MIHU CKJIAJHOCTI:

Dyq = D¢ + B+ f(M),
ne Di— noTouHuii piBeHb CKJIQHOCTI,
f(M) — dyHKIIis OLIHKKA TPOTYKTHBHOCTI,

B — xoedimieHT aganrarii.

VY mexax Unreal Engine aganTiBHA METOIONOTIST peali3ye€ThCs Yepe3 1HTErpaIiio
MPOIEAYPHOI reHepallii Ta MOBEAIHKOBUX Mojelel, mo BkiatodaloTh PCG Framework,

EQS, Behavior Trees, Blueprint Al Systems Ta anamituyai momymi. Taka iHTerparis



19

dbopMye THYUYKY apXITEKTypy, Yy SKIHA cCIieHapii BUHUKAIOTh Yy pe3yJbTaTl B3aeMOJIii
KOpHCTYyBa4a 3 aJITOPUTMAMH IITYYHOTO 1HTENIEKTY, 3a0€3MeuyoY 1HTEeICeKTyaIbHUN

PO3BUTOK HaBUAIBHOTO CEPETIOBUIIA.
1.2.1 lpunnunu noOy10BU aBTOMATU30BaHUX CIIEHAPHUX PIIICHb

[aTenexTyanbHa reHepailisi HaBualIbHUX clieHapiiB y cepenoBuili Unreal Engine
0a3yeThcsl Ha TOETHAHHI MaITUHHO-OOYHCIIIOBAIBHUX, TOBEIIHKOBUX 1 KOTHITUBHO-
aHaIITHYHUX MeToJiB. KoxkeH 13 HUX (opMye BJacHy JIOTIKY MOOYAOBH HABYAIBHOTO
MpoIlecy Ta ajamnrtailii J0 KOpUCTyBada, a iX CHHTe3 3a0e3nedyye OaraTopiBHEBY
CTPYKTYpy cuieHapiis [10].

[lepury rpymny CTaHOBISTH METOAU MAaITMHHOTO HaB4YaHHs (ML) Ta miaKpirieHoro
HaBuaHHA (RL), ski BHKOpHUCTOBYIOTH TEJIEMETPUYHI [JaHl JJis1 HPOrHO3yBaHHS
CKJIQJIHOCTI, MMiI00PY IMOCIIIOBHOCTEH 3aB/aHbh Ta aBTOMATHYHOI MoauikaIli Mmoim.
OpeiimBopkn  ML-SceGen 1 SimWorld neMOHCTpylOTh MOXIMBICTE HaBYAHHS
reHeparopa clieHapiiB Ha ICTOPUYHUX JaHUX, [0 POOUTH CIICHAPii TUHAMIYHO 3MIHHUM
BIJITTOBIJTHO /10 TIPOYKTUBHOCTI KOPUCTYyBaua.

Jpyra rpyna — MeToAu BeIUKUX MOBHUX mojenen (LLM), ski 3acTOCOBYIOThCS
JUIsl TIOOYJIOBU JIOTIYHUX, TEKCTOBUX 1 KOMYHIKATUBHUX €JIEMEHTIB ciieHapiio. LLM
MOXXYTh F'€HEpyBaTH ONUC Micii, IHCTpYyKUii, A1anorn NPC Ta KOHTEKCTHI MiJKa3KH, a
TaKOX aganTyBaTH (OpMYJIOBaHHS 3aBAaHb y peanbHoMy yaci yepe3 REST abo Python
API. Ile 0co6iMBO KOpPHCHO y BHUIIaJIKaX, KOJU cUcTeMa (DIKCye HU3BKI MOKa3HUKHU
¢(EKTUBHOCTI i MOTPeOyE HAJIaTH KOPUCTYBAUy JTOJAAaTKOBI mosicHeHHs [11].

Tpetto rpyny craHoBiaTh TpadoBi MeTonu ta arentHa Jjorika. ¥ GraphSCENE
crieHapii OyayeTbcs Ha OCHOBI TpadOBUX CTPYKTYP, J€ BY3JIM BIAMOBITAIOTH MOMAISAM, a
pebpa — MOXJIMBUM Tepexo/iaM MK cTaHaMu. Takuil miaxij 3a0e3neuye HEeNMHINHICTh
IPOXO/DKEHHS Ta BUCOKY BapilaTHBHICTH CIIEHApiiB. AreHTHa JIOrika, y CBOIO 4epry,
Bu3Havae noeAiHKy NPC, ki pearytoTh Ha Jii KOpUCTyBaya Ta (GOPMYIOTh TUHAMIYHY
B3aEMOJIIIO.

Jlng  cucremarum3amii BUKOPHCTAaHUX MiAXOMiB B Tabmumi 1.2 HaBemeHO

MOPIBHSUIBHY XapaKTePUCTUKY METOIB IHTEJIEKTYaJIbHOI reHepallii, 1o Bio0pakae ixHi
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CUJIbHI CTOpPOHH Ta OOMEXEHHSI B KOHTEKCTI HO6YI[OBI/I AIAalTUBHUX TPCHYBAJIbHHUX

CIIeHapliB.

Tabmumst 1.2 —  TlopiBHAIbHA  XapaKTePUCTHKAa OCHOBHHUX  METO/IIB

IHTEJIeKTYyaJIbHOI reHepariii

Tun merony OcHoBHa i1es [Mpuknanu peamizamii

Apnartanis cueHapiiB Ha OCHOBI

MMOBEIIHKOBUX JaHUX Ta

Marmunsae Hasyanus (ML/RL) MO/IeJIEl TIPOTHO3YBAHHS. ML-SceGen, SimWorld

@opMyBaHHS TEKCTOBUX

€JIEMEHTIB 1 ITiKa30K 3a

Benuki moBH1 mozeni (LLM) KOHTEKCTOM.

UniGen
[TobynoBa cuenapiro sk rpada
['padoBi asropuT™Mu MOJTiH 1 IEPEXO/IiB. GraphSCENE, UniGen
ArenTHa jorika (Behavior MogemroBanus moseainku NPC Unreal Engine Al System,
Trees, EQS) Ta 1X peakiii. Behavior Tree Framework
Kom6inoBani monemi (Hybrid | Iarerpamiss ML, LLM i rpadis
Al) JUT KOMILJICKCHOI TeHepariii. SimWorld, ML-SceGen

Jlns Bizyanizartii B3aemoii Mixk ML, LLM, rpadoBuMu cTpyKTypaMu Ta areHTHOIO

JIOTIKOIO Ha PUCYHKY 1.4 MogaHo y3arajibHEHy cXemy (pOpMyBaHHS 1HTEIEKTYyaJbHOTO

CIIEHApIIO.

ML
METHODS

SCENARIO

CORE

GRAPH
STRUCTURES

Pucynok 1.4 — VY3aragbHeHa Mo/iesIb METO/IIB IHTENEKTYaIbHOI TeHepalii

CIIeHapiiB
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Pucynok imoctpye, sk ML 3a0e3neuye cratuctuuHy apantaiiro, LLM —
KOTHITUBHY Ta KOHTEKCTHY THYYKICTh, Tpa()OBl CTPYKTYPH — MPOCTOPOBY OpraHizaliito
CIIeHapito, a areHTHa Jiorika — auHaMivHy B3aemoiro 3 NPC. [oegHanHS 1IUX METOIB
dbopmye 1HTEIEKTyaJdbHE PO T'eHepaTopa ClieHapiiB, 3JaTHE JO CaMOOINTHUMI3aIlii Ta

T IBUIIEHHS TTearoriYHoi e)eKTUBHOCTI.
1.2.2 Cxemu CTBOPEHHS 3MIHHOTO KOHTEHTY Y BIpTYaJIbHOMY IPOCTOP1

[IpouienypHa Ta IHTepaKTHMBHA MOJENI TeHepallli € KIOYOBUMHU MiAXOAAMH IO
CTBOPEHHSI HABYAILHUX CHUMYIATOpiB y cepenosumii Unreal Engine. Ix moennanus
3abe3nevye noOyI0BY IMHAMIYHUX ‘““KUBUX HABYAJIBHUX CEPEAOBHUII, 110 PEaryroTh Ha
111 KOpUCTyBaya Ta 3MIHIOIOTh YMOBH TPEHYBAHHS B pEaJIbHOMY Yaci.

[Tpouenypna renepaniss (Procedural Content Generation, PCG) dopmye
aBTOMAaTUYHE CTBOPEHHA MPOCTOpPY, OO'€KTIB 1 CHEHAapHUX YMOB Ha OCHOBI
napaMeTpUYHUX MpaBWwi Ta croxacTuuHux anroputmiB [12]. ¥V Unreal Engine me
peanizoBano uepe3 PCG Framework, sxuii renepye nanmmadtu, cTtpykrypu, NPC,
MapHIpyTH Ta TpeHyBaybHi 111. OcHOBHI niepeBaru PCG:

—  aBTOMATHU3allisi CTBOPEHHS CEPEIOBUIIIA;
—  MacmTaboBaHICTh — MIBUIKE (POpMyBaHHS HOBUX BapiaHTIB CIIEHAPIIB;
—  peirpa0enbpHICTh — yHIKaJIbHAa KOH]Iryparllisl y KOXHIH cecii;
—  3MEHUIEHHS TPYAOBUTPAT HA IPOEKTYBAHHS KOHTEHTY.
[IpouenypHa Mojenab /J03BOJIIE KOHTPOJIIOBATH HAaBYAJIbHE CEPEIOBHUIIE uepes

napameTpu. PopMai3oBaHoO 1€ MOKHA MOJATH SIK:

S = G(P),
ne S — copMoBaHe cepeIOBHUIIIE,
S — Halip mapameTpiB (pu3uK, miasHICTE NPC, cKIaaHICTB),

G — mpouenypHuUidl reHepaTop.
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3MiHa OJTHOTO TTapaMeTpa p; BIUTMBAE HA BECh CIICHAPI:

AS = oG A
a ap; Pi

[HTepakTBHA MOJIENIb 0A3yEThCS HA 17€1 peaKTUBHOTO CEPEIOBUIIA, SIKE 3MIHIOE
CTaH BIAMOBIAHO JI0 A1l KoprcTyBada. BoHa mokiagaeThCs Ha TEIEMETPir0, TOBEIIHKOBI
moxayni (Behavior Trees, EQS), Al-areHTtiB Ta aHamITUKy KOPUCTYBAIlbKUX JaHUX. Y
MPaKTUYHOMY 3aCTOCYBaHHI IHTEPAKTUBHA MOJIETh MOXKE:
—  3MEHNIYBaTH IHTEHCUBHICTb MOA1M NMpU HU3BKIN €EeKTUBHOCTI KOPUCTYBAYa;
—  YCKJIAQJHIOBATH CIIEHapiil MPU BUCOKOMY PiBHI BUKOHAHHS,
—  3miHoBatu noseninky NPC y peanbHOMY yaci;
—  KOpHUTYBaTH JIOTIKY 3aJ€KHO B1Jl CTPECOBUX (DAKTOPIB.
CydacHl CUMYJSITOpU TOEIHYIOTH MPOIEAYPY Ta 1HTEPAKTUBHICTH, (HOPMYIOUU
rIOpUIHY apXITEKTYpY, Y AKIMU:
—  PCG cTBOpIO€ CTPYKTYpHUH TIPOCTIP;
—  IHTEpaKTHBHA JIOT1Ka KOPUTYE TOJIIi i MOBEIHKY;
—  CHCTEMa aJIallTyeThCs 10 KOPUCTyBaya 3a pe3ybTaTaMu TEIeMETPii.

VY3arajibHEHY CTPYKTYpPY IILOTO MiIXOAY MOJAHO HA PUCYHKY 1.5.

Scenario

Generated content

Al Logic

Interactivity, adaptation

Pucynox 1.5 — B3aemonais npoueaypHoi Ta IHTEpaKTUBHOI MOJIENel y TeHepallii

KOHTEHTY.



I[J'IH q)OpMaJII)HOI‘O MNpCACTAaBJICHHA IMOCIHAHHSA

KOMITO3UIIIST (PYHKIIIM:

C = A(S,U),

ne C — aganToBaHUM CIICHAPIH,

S — mpoleaypHO 3reHepoBaHe CEPEOBHUIIIE,

U — nani kopucTyBaua,

A — anganTuBHa QyHKIIIS CIIEHAPIIO.

Taomung

IHTEJIEKTyaJIbHOI TeHepallii
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MoOeJen

XapaKTEPUCTHKA
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BHUKOPHUCTOBYETHCA

OCHOBHHUX METOMIB

XapakTepucrrka

[Ipouenypna moaenn

[nTepakTHBHA MOENb

Merta

ABTOMaTHUHE CTBOPCHHA

KOHTCHTY Ta OTOYCHHHA

Apnantamisis  cepefoBuina M

cueHapi}o A0 KOpUcCTyBada

Meroau peamnizarii

PCG Framework, L-cucremu,
CTOXAaCTHYHI AITOPUTMH,

napaMeTpuyHi M1a0JI0HH

Tenemerpis, Behavior Trees,

EQS, Machine Learning, RL

Pesynprar

HaBYaJIbHE CCPCAOBUIIC

_ Henpsima (uepe3 mapamerpu | [Ipsima (uepe3 anamiz nid y
Peakuis Ha kopucTtyBada ) .
re’epariii) peaibHOMY 4Yaci)
) [Ipocroposi: reomerpis, | Jloriuui: 3aBJaHHA, i,
Tum 3min ) )
00’€KTH, pO3TAlyBaHHS MOBE/[IHKA areHTiB
MacmtaboBaHICTb, ['ayukicTs, aJanTUBHICTD,
ITepesaru _ _ _ _
aBTOMATH3AIlisl, IIBH/IKICTh neiarorivHa e(heKTUBHICTD
BincytHicTh KOHTeKCTHOI | Bucoka o0unCIIOBaIbHA
OOmMexeHHs JOTiKM; TOTpeda y py4YHOMY | CKIIQJHICTB; notpeda B
CIIEHAPHOMY KOHTPOJII AHATITUYHHUX JaHUX
' RESenv, UnrealZoo, PCG | Unreal-MAP, HEROES,
Tumnosi npukiau ]
Framework [30] SimWorld [27]
ABTOMaTHYHO chopmoBaHe | AanTHBHA, JTMHAMIYHO

KepoBaHa HaBYaJIbHA CUTYallis
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[IpouienypHa Ta iHTepakTHBHA Mojem € koMmiuiemeHTapHuMH. PCG 3abe3mneuye
CTPYKTYpHY OCHOBY, a IHTEpakTHBHa MOJEIh — IHTEJNCKTYalbHY aJamTallifo.
BukopucTtaHHs TUTBKH OJIHIET MOAEN MPU3BOAUTH a00 0 HAAMIPHOT MEXaHIYHOCTI
(PCG), abo o nepeBaHTaXeHHSI OOYMCICHHIMU (1HTEepakTUBHA). TOMy ONTHUMAaJIBHOIO €
ribpuaHa apxiTeKTypa, y sKiii cepeIoBUIIE CTBOPIOETHCS aBTOMAaTHUYHO, a TIOBE/IIHKA Ta

CKJIQ/IHICTh — 3MIHIOIOTHCS BIAMOBIIHO 10 KOPUCTYBayva.
1.2.3 Kpurepii 3acTocyBaHHS CUCTEMU aBTOMAaTHYHOTO CIIEHAPOYTBOPEHHS

CtBOpeHHSI CHUCTEMHM JMHAMIYHOI TeHepalli cieHapiiB y cepegoBumn Unreal
Engine notpebye BU3HAUCHHS HU3KHU apXITEKTYPHUX, QYHKIIOHATBHUX Ta MEAaroriyHux
BHUMOT, 110 3a0€3Meuy0Th aJalTUBHICTh, CTAOUIBHICTh Ta BIANOBIIHICTh HaBYAJBLHUM
v [13].

OpHi€lo 3 KIIOYOBUX BUMOT € MOJYJBHICTH apXiTeKTypu. SAApo cClieHapHOTO
reHeparopa MoBUHHO OyTH BIJOKpPEMIIEHE BIJl MiACUCTEM TeneMeTpii, anamtuku, PCG-
MoayJs Ta iHTepdeiicy kopuctyBaua. Lle no3Bomnsie koHbIrypyBaTu ab0 pO3IMIUPIOBATH
GbyHKIIIOHATBHI OJIOKHM ©0€3 3MIHHM BCi€l CHCTEMH, IO € KPUTUYHO BAXXIUBUM JIJIS
CUMYJISITOPIB PI3HUX Traily3ed — B MEIUIMHU J10 OOOPOHHMX 3acTOCyBaHb. Jlms
y3araJjbHEHHS! BUMOT JI0 CTPYKTYpPH CUCTEMHU Ha PUCYHKY 1.6 1OaHO MOENb B3aEMOJIT

OCHOBHHUX KOMITOHEHTIB Ir'eHepallii.

Pucynoxk 1.6 — ApxiTekTypa cucTeMH TMHAMIYHOI T'eHepallli ClieHapiiB
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Cucrema TakoX NMOBMHHA 3abe3nedyyBaTH MaclITabOBaHICTb, TOOTO 3JaTHICThH
IpaioBaTi 3 BEJIUKUMH CIIEHAMU Ta BEJIUKOI0 KUIbKICTIO 00 €KTiB 0€3 BTpaTu
mBuakoAll. [y meoro 3actocoByroThes Level Streaming, World Partition, acuaxponHa
reHepallis KOHTEHTY Ta onTtumizariii Nanite.

BaxxnuBuM e1eMEHTOM € 1HTeNeKTyallbHUI aHami3 i kopucTyBaya. Ha ocHOBI
TeJIeMETPil — Yacy peaxilii, e¢heKTHBHOCTI JiH, KiTbKOCTI TOMHUJIIOK — CHCTeMa MIOBUHHA
KOPUTYBAaTU CKJIAJIHICTh, TeMM Nojiii Ta noBeaiHky NPC y peansHomy yaci. Lle dopmye
NEPCOHANI30BaHy TPAEKTOPIIO HABYAHHSI.

Cucrema wmae Oytu idTerpoBaHa 3 PCG Framework 1 aHamiTUYHUMU
iHcTpymentamu Unreal Engine, 1110 103BoJIsi€ aBTOMaTUYHO F€HEPYBATU 00’ €KTH ¥ MOAIT
BIJIIOBIJTHO 0 MMAapaMeTpiB CEpeoBUIIA, TAKUX SK PIBEHb PU3UKY, MOrOJHI YMOBU YU
KUTBKICTh areHTiB [14]. Jlo BUMOr HaJleXaTh TaKOXX PEATICTUYHICTH CEPEIOBHINA Ta
BaplaTUBHICTb MO, 10 3a0€3MeUyI0Th HAOJIUKEHICTh A0 PeabHUX MPOPECIHHUX YMOB
1 JBUITYIOTh PIBEHb 3aHYPECHHS.

Kpim 1mporo, renepaiiis ClieHapil0 MOBHHHAa BHUKOHYBAaTHUCS 0€3 3aTPUMOK, IO
noTpedye ONTHUMI30BAaHUX AJITOPUTMIB 1 0araronoToKoBOro ()OpMyBaHHS KOHTEHTY.
3aBepiiagbHUM KOMIIOHEHTOM € Oe3leka Ta KOHTPOJIb SIKOCTI, SIKI IMepeadadaroTh
NEePEeBIPKY JIOTTYHOI KOPEKTHOCTI CLEHApII0, 3aXUCT TENEeMETpii Ta cTaOulbHy poOoTy
CUCTEMHU HaBITh Yy CKJIAAHMX cHeHapHUX KoHQirypauisx. CyKymHICTh MHepeiyeHux
BUMOT (OpMy€e apxXiTEKTypHY OCHOBY IHTEJEKTyaJbHOTO TEHEpaTropa CICHapiiB,
3IaTHOTO 3a0€3ME€YUTH aBTOHOMHY, aJaNTHBHY Ta NEJArorivHo epeKTHBHY poOOTy

HaBYAJIBbHUX CUMYJISTOPIB.
1.3 TexHiyHa OCHOBA MPOTPAMHOTO KOMILICKCY

Po3poOka 1HTENEKTyaJlbHOI CHUCTEMM TeHepallii TPEeHYBAJIbHUX CLEHapiiB
noTpedye BHOOpPY pyIIis, 3aTHOTO TOEIHATA BHUCOKY MPOIYKTHUBHICTh, aHAIITUYHY
IHTErpOBaHICTh, MIATPUMKY MPOLEAYPHUX QJITOPUTMIB Ta peali3aliio CKIATHUX
MOBEIIHKOBUX MoJienel. Bubip TexHosoriyHoi miaThopMy BU3HAYAE HE JUIIE TEXHIYHI
MOYJIMBOCTI CHCTEMH, a ¥ pIBEHb PEATICTUYHOCTI HABYAIBHOTO CEPEIOBHIIA, ITBUJIKICTh

ajanTalii Ta neaaroriyHy e(eKTUBHICTb.
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VY upomy koHtekcti Unreal Engine € HalO1IbI1 JOUUIBHUM PIIIEHHSM, OCKIJIbKH
3a0e3redye KOMIUIEKCHY €KOCHUCTeMY ISl TPOIEIypHOI, IHTENEeKTyalbHOI Ta
aHAJTITHYHOI CKJIAJIOBHX I'eHepaTopa CIieHapiiB. Floro Moy/IbHa apXiTeKTypa BiAIoBigae
BUMOTaM T'HYYKOCTI Ta MacIITaboBaHOCT1, CPOpMyILOBaHUM Y miapo3aimi 1.2.3, a Takox
niaTpumye interpanito 3 Al-cucremamu, VR/AR 1 PCG Framework [15]. [ns
dbopMallbHOTO  TMPEACTABICHHS TMpoIlecy BHOOPY pymIisi MOXXKHA BUKOPHUCTATH

y3arajbHEeHY (DYHKIIIIO TPUAATHOCTI IIaTHOPMHU:

Fengine = WpP + WA + Wy oG + wyl + wS,
ne P — npoaykTuBHICTH py1ist (peHAEPUHT, ONITUMI3allisl, 0araTornoTO4YHICTS),
A — aHanmTUYHA IHTETPOBAHICTH (Tenemerpid, JoryBanHs, API),
G — miaTpuMKa MporeaypHoi reHepariii,
[ — mosximBocTi Al Ta HOBEAIHKOBUX MOJIENICH,
S — MacmTaboBaHICTh 1 MOAYJIBHICTh apXITEKTYPH,
W; — BaroBi KoeQiIi€HTH, 0 B1I00pa)KaroTh BAXKIMUBICTh KOXKHOTO IMapamMeTpa y i

pOoOOTI.

Ockinbkn Unreal Engine neMOHCTpy€e BUCOKI 3HAUYEHHS JUJIsl BCIX KOMITOHEHTIB
(P,A,G,1,S), #ioro y3arampHeHa oIliHKa Fyg CyTTEBO TepeBUINye albTEepPHATHBHI
matdopmu (Unity, Godot, CryEngine), oco0:11B0 B yacTHHI IpolieaAypHOi renepartii, Al-
MOJICTIFOBAaHHS Ta pOOOTH 3 BEIMKUMH CUMYJISALIMHUMU CEPEIOBHUILIAMHU.

Kpim toro, Unreal Engine € He nuiie pymiieM s Bizyasisailii, a i TOBHOI[IHHOIO
m1aTHopMor0 po3poOKH 3 BIIKPUTUM KoJ0M. Lle 103Bosie CTBOPIOBATH BiIacHI MOAYJI
I, iaTerpyBat ML-dpeitMBOpKH, TeTEMETpit0 Ta aHANITUKY. Taka BIAKPHUTICTh A€
3MOTY peaji3yBaTH CHUCTeMH Oyab-Koi CKIaAHOCTI — Bix VR-TpeHaxkepiB [0
MYJIBTHATCHTHUX HAYKOBUX CUMYIIALIIMN.

UE wmae miaTrBepaxkeHy €QEeKTUBHICTh y MPOEKTAX HAYKOBOTO Ta MPHUKIAIHOTO
MPU3HAYEHHS: B1Jl pOOOTOTEXHIUHUX CUMYJISITOPIB JO KOMIUIEKCHUX MOJIeJIeH MOBEIIHKU

y Kpu3oBux cutyamisx. Jlocmimxenns, Taki sk RESenv ta UnrealZoo, neMOHCTpYIOTSH,
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IO Pyl 37aTeH MPAIOBaTH SK OCHOBA JIA QJalTUBHUX CUMYIISALIMHUX CUCTEM Ta
aBTOMATUYHOTrO (DOpMyBaHHS HaBYAJIbHUX cUTYyarii [16].

Takum uymnoMm, Unreal Engine 3a0e3meuye HeOOXigHHMII piBEHb TOYHOCTI,
aIaAlITUBHOCTI W TEXHOJIOT1YHOI THYYKOCTI JIJIsl TOOY/IOBH 1HTEJIEKTYaIbHOTO TeHepaTopa

TpEeHyBaJbHUX CIEHAPIiB, IO MIATBEPKY€E HOTO BiAMOBITHICTH BUMOTAM Ili€l poOOTH.
1.3.1 O6rpynryBanns Bubopy UE sk cepenoBuiia peasnizartii

Unreal Engine HaleXuUTh J0 CEPEIOBUIN PO3POOKM HOBOTO ITOKOJIHHSI, IO
OpPIEHTOBaHI Ha CTBOPEHHS pEANICTUYHUX IHTEPAKTHBHUX CHCTEM 13 BHCOKOIO
MPOYKTUBHICTIO Ta THYYKOIO MOAYJIbHOIO apxiTekTypoto. Lle poouts UE onTtumansHOIO
w1aTGopMOI0 ISl peajizailii CUCTEMHU TeHepallii ClieHapliB, SIka MOEIHYE MPOLETYyPHY
noOy/IOBY KOHTEHTY, aHANIITUYHY OOpOOKY TeJeMeTpli Ta aBTOMATHYHY aJalTalliio
HaBYaJIbHUX 3aBAaHb [17]. Jlyig y3araqbHEeHHs KIIIOUOBUX TeXHOJor1yHuX nepesar Unreal
Engine Ha pucyHky 1.7 HaBeOeHO CTPYKTypHY JAilarpamy MIACUCTEM, IO (HOPMYIOTh

OCHOBY T€HEPATUBHOI apXiTEKTYyPHU.

PCG Framework Al/Behavior
System

Seenario
Generator Core

VR/AR /O

Pucynok 1.7 — Kirouosi mijgcucremu Unreal Engine, 1o 3a6e3mneuyroTh

reHepaTUBHI MOXKJIMBOCTI

Unreal Engine Mae HU3KY KIIFOUOBUX TEpeBar, 10 poOssiTh HOro ONTHUMAaIbHOIO
1aThOpMOI0 JiJIsl TOOYI0OBU T€HEPATUBHUX HABYAIBHUX cuUcTeM. TexHosorii Lumen i
Nanite 3a0e3n1e4yr0Th (OTOpEATICTUYHE BIATBOPEHHS CIIEH 13 TJI00ATLHUM OCBITIICHHSIM,

KOPEKTHUMH BIIOUTTSIMU Ta BUCOKOIO JI€Tali3alico 0e3 BTpaTH MPOIYKTUBHOCTI, 110
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JI03BOJISIE MOJIETIIOBAaTH TOYHI HaBYajbHI YMOBU — BiJ] J1a0OPATOPHOTO OCBITJICHHS /10
ckinagaux moroaHux edektiB. Cucrema Chaos Physics Hamae MOXIMBICTH TOYHO
BIATBOPIOBaTH (Di3UUHI MPOLIECH, BKIIOYHO 31 31ITKHEHHIMH, PYWUHYBAaHHSAMHU, PiIUHAMU
Ta pPOOOTOTEXHIYHMMH B3a€EMOJISIMU, IO € KPUTHYHO BAKIUBUM I MEIAUYHHUX,
aBapiHO-PATYBAIBHUX 1 TEXHIYHUX CUMYJISTOPIB.

BaxxnmuBoto ckmamoBoio € BOymoBana mporeaypHa renepaiis: PCG Framework
JI03BOJISIE aBTOMATUYHO (DOPMYBATH CTPYKTYPY TPEHYBAIBLHOTO CEPEIOBUIIA, MAPIIPYTH
NPC Ta xoHdirypamii 00’e€kTiB 0€3 pydyHOTO BTPYYaHHS, IO CTBOPIOE OCHOBY JIJIS
CIIEHAPHOT'0 TeHepaTopa, 31aTHOr0 (POPMYBATH KOHTEHT y peajbHOMY Yaci BIJIOBIIHO
no kopuctyBarbkux MeTpuk [18]. Unreal Engine Takox Mae HaTHBHY MIATPUMKY
VR/AR-mipucTpOiB, TPEKIHTY PYXY, MPOCTOPOBOTO ayai0 W XaNmTUYHOTO 3BOPOTHOTO
3B’SI3Ky, IO 3a0e3leuye MOMJIMBICTh CTBOPEHHS MYJIBTHCEHCOPHUX HaBYAIBHUX
CepelOBUIL JI1 MEULIMHU, BINCHKOBOI MIATOTOBKHU Ta OMEPATOPCHKUX TPEHAKEPIB.

Kpim 1mporo, pymriii BUPI3HAETHCS BUCOKOIO PO3IIMPIOBAHICTIO W BIIKPUTICTIO
apXITeKTypu. 3aBASKA BIAKPUTOMY BHUXIJTHOMY KOAY, IIUPOKHUM MOMKIUBOCTAM
Moaudikamii Ta iHterpainii ML/Al-pimiens Unreal Engine € npuaaTHUM 111 HAYKOBUX
JOCIIIJIKEHb 1 CTBOPEHHSI aJalTUBHUX HABUYAJbHUX CHCTEM, Y SIKUX HEOOX1THUMN

IJIMOOKUN KOHTPOJIb BHYTPIIIHIX MPOLIECIB.
1.3.2 THCTpyMEHTH Ta TEXHOJOT11, HEOOXiAH1 JIJIs1 pO3POOKU CUCTEMH

VY mexax po3poOKU CUCTEMH THTEICKTyalIbHOI TeHepallii TpeHyBaJIbHUX CIIEHAPIiB
B Unreal Engine 3actocoBano noeananHs C++ ta Blueprints ik OCHOBHI IHCTpYMEHTH
peamizamii  (QyHKIIOHANBbHOCTI. Taka KoMOiHamiss  3abe3reuye  OallaHC MK
MPOIYKTUBHICTIO HU3BKOPIBHEBOTO KOJy Ta 3PYYHICTIO CTBOPEHHS aJalTHBHOI
CIICHApHOi JIOTIKW, MO0 OCOOJMBO BaXJIMBO JUIS CHUCTEMH, sKa TOTpedye sk
O0YHCITIOBAIbHOT MOTYXHOCTI, TaK 1 THY4YKOI'0 pelaryBaHHs 0€3 MepeKOMITUIALII].

VY 3anponoHoBaHiii apxiTekTypi C++ BHUKOPHCTOBYETHCS $SK OCHOBHa MOBa
pO3pOOKU ISt si/pa CHUCTEMHM, BIJMOBIIATLHOTO 3a aJrOPUTMM TEHEpallii CIEHapIiB,
YIOPaBIIHHS TaM STTI0, 0araTOMOTOYHY OOpOOKY JaHUX Ta peai3allilfo BHYTPIIIHIX

nigcuctem, Takux sik Al Core, Scenario Graph Manager ta Telemetry Processor. Uepes
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noctyn 1o HusbkopiBHeBoro API Unreal Engine C++ mo3BoJisie CTBOpHOBATH KAaCTOMHI
MOIyJi 1 3abesneuye CTaOUIBHICTH Ta MPOAYKTHUBHICTH NHpPH POOOTI 3 BEITUKUMU
CUMYJISAIIHHUME 1pocTopamu [19].

[TapanensHo Blueprints BuCTymaroTh 3acO00M BI3yalIbHOI PO3POOKH CIIEHApHOL
Joriki. BOHM BHUKOPHUCTOBYIOTHCS JJIS TOOYZOBH TMOJIEBUX IOCHIIOBHOCTEH, JIOTIKH
Tpurepis, noBeainku NPC, intepaktuBHux enementiB Ul Ta cuctem 3BOPOTHOTO 3B SA3KY.
Blueprints Takox IHTETpYIOThCS 3 JAHUMU, OTpUMaHUMU 3 C++-MOAYJIIB — METpPUKaMH,
AaHAJITUYHUMH OILIIHKaMH Ta MapamMeTpaMu ajanTaiii CKJIAJHOCTI — IO J03BOJISIE
3MIICHIOBATH IIBU/IKE HAJAIITYBAHHS CIICHAPIiB 0€3 MEPEeKOMIUISIIIT CUCTEMHU.

[ToennanHs ux 3ac001B 3a0e3IeUye ABOIIAPOBY APXITEKTYpPY: CUCTEMHUH 11ap Ha
C++ dopmye iHTENEKTyaldbHE SIAPO TeHeparopa, ToHl sK clieHapHui map Blueprints
3abe3reuye THYYKICTh, IHTEPAKTHUBHICTh 1 MOXJIMBICTH IMIBHAKHUX II€IaroriyHuX abdo
TU3aiHEepChbKUX 3MiH. Takui Miaxiag A03BoJiA€ O0’€IHATH TEXHIYHY €(QEKTHBHICTh
BHUCOKOPIBHEBOTO AIl-KOJy 3 JOCTYIHICTIO IHCTPYMEHTIB JJIsi CTBOPEHHS HAaBYAJIBHUX
cutyaniii, mo poobuts Unreal Engine ontumanbHOO Tmuiatrgopmoro uisi moOynoBU

aJlalTUBHUX CUCTEM IeHepallii TPeHyBaJIbHUX CLEHaPIiB.
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2 APXITEKTYPA TA KOHIENTYAJBbHA MOJEJIb CHCTEMHA
T'EHEPAIIII TPEHYBAJIbHUX CIIEHAPIIB

2.1 KonnenTyanbHUN MOALT CUCTEMH Ha (DYHKITIOHAIbHI YaCTHHU

ApXITEeKTypa CHUCTEMHU I1HTEJIEKTyallbHOI T'eHepallli TPEeHYBaJIbHUX CIEHApIiB B
Unreal Engine 5 mnoOynoBana 3a 0araTOpiBHEBUM MOAYJIbHUM MPUHIUIIOM, IO
3a0e3medye  aJanTUBHICTh, MACIITAa0OBAHICTh 1 MOXJIMBICTH  aBTOMATHYHOTO
dbopMyBaHHS HABYAJILHOIO KOHTEHTY B peajbHOMY dYacl. 3arajibHy JIOTIYHY MOJEIb
B3a€MO/I11 MOJTyJIiB CUCTEMH HaBEIEHO Ha PUCYHKY 2.1, ikuii Bi10Opaxkae 4OTUPUIIIAPOBY
CTPYKTYpY T€HEpATHBHOTO sijipa Ta 3B’SI3KM MiXk Woro koMmmnoneHnTamu [ 20].

VY meHTpi apXiTeKTypu 3HAXOJUThCA SAPO CIieHapHOoi TreHepaiii (Scenario
Generation Core), mo (opMye CTpYKTypy Cli€Hapit0, BH3Haya€ MOJil, CKJIAJHICTb,
MeJIarori1vHi 1T Ta MPOCTOPOBY KOMIIO3UIIIIO cepeaoBHINa. JIo HbOTO MiAKITIOYAIOThCS
MOJyJIl aHAJIITUKHU, TPOLEAYPHOTO (OPMYBaHHS CEPEIOBUINA Ta CUCTEMH PEaKTUBHOI
amanTarii kopuctyBadya. OCHOBHI (DYHKIIIOHAJIbHI PIBHI CHCTEMHU Ta iX NMPU3HAYCHHS
no/aHo B Tabmuill 2.1, sika y3araibHIOE POJib KOKHOTO IIapy B mpoiieci (opMyBaHHS Ta

BUKOHAHHSI CIIEHAPIIO.

Tabnuus 2.1 — OCHOBHI CTPYKTYpHI KOMIOHEHTH CUCTEMH

Hazea monyns OcHoBHi QyHKIIT Peamnizaris

KepyBaHHS ClIeHapHOIO JIOT1KOIO
Scenario Logic Core Ta CTAHAMH; BUKJIMK ITOH; C++

3B’S130K 13 areHTaMH.

PCG-reneparis otouenns, NPC i
Environment & Event Generator IOJTii; TUHAMIYHE C++ / Blueprint

MacIITabyBaHHS CKJIaJIHOCTI.

) Amnaii3 Tenemerpii, oLiHKa aii,
Telemetry & Intelligence Module _ ) C++
ajlanTaris CKJIaJHOCTI.

BusHaueHHs HaBYAIBHUX LIJIEH,
Scenario Configuration Manager napameTpiB CLEHapito Ta Blueprint

IIOBEIIHKH arcHTIB.

o API-B3aemois, JoryBaHHs, 0OMiH )
Data Communication & API ) Blueprint / C++
1 CKCIIOPT AaHUX.
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ApXITeKTypa MoeaHY€ JIOTTUYHUHN, TeHEpAI[IiHNNA, aJallTUBHUN Ta KOMYHIKAIIHHUN
piBHI, 10 HaBeneHO Ha pucyHKY 2.1. JloriuHuii map Kepye cTaHaMU CIICHapilo Ta
MpoIleCaMH TEPEXOJIiB MK HUMH, TEHEPYIOUW CIEHApHUN Tpad — CTPYKTypy, IO
BU3HAUYA€ 3B’S3KM MDK 3aBIaHHSAMH, 00’€KTaMH Ta areHTamu. [ eHepariiiHuii map
BIJIMTOBIJIa€ 32 CTBOPCHHS AMHAMIYHOTO cepemoBuia 3a mornomoroto PCG-MmexaHi3MiB,
ki ¢GopMyroTh reometpito, nosuiii NPC Ta iHmI mapamMeTpd HaBYAIbHUX YMOB.
AJTaNTUBHUM PIBEHb aHAII3yE TEJIEMETPII0 KOPUCTyBaya — dYac peakilii, TOYHICTh 1
YaCTOTY MOMMJIOK — Ta KOPUTYE CIICHapidl BIAMOBIIHO O 1HAWBIAYyadbHOI TUHAMIKU
BUKOHaHH:. KoMyHiKalliiiHUI piBeHb 3a0e3Meuye 3B’ 30K 13 30BHINIHIMU aHATITHYHUMHU

iHcTpymenTtamu, APl ta cucremamu MmoHiTOpuHTy [19].

on Layer

Pucynok 2.1 — VY3aranbHeHa apXiTeKTypa CHCTEMHU TeHepallii TpeHyBaJIbHUX

CIIeHapiiB

KitouoBuMm enemenToM apxiTekTypu € interpaisi C++ ta Blueprint-koMnoHeHTiB,
o 3abe3mnedye OajmaHC MK NPOJYKTHBHICTIO W THY4YKiCTIO. Hu3bKOpiBHEBa JIOTiKa
reHeparopa (KepyBaHHS CIIEHapHUM TpadoM, MOBEMIHKOK AareHTIB, ONTHUMI3aIli€l0
MPOIYKTUBHOCTI) peanmizoBaHa Ha C++, Tomi sk Blueprint BukopucTOBY€ThCS IS

cnenu@ikanii MOBEAIHKUA, TPUrepiB Ta 1HTEpPEHCHUX B3aeMOAIN. 3aBIASKH LHBOMY
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CII€Hapii MOKe 3MIHIOBATHUCS Y MPOIECl BUKOHAHHS 0€3 MEPEKOMIIUIALIT CHCTEMH, 1110 €

MIPUHIIUIIOBOIO BUMOTOIO JI0 aJalITUBHUX HaBYAIbHUX T1aTdhopm [28].

2.1.1 ApxiTekTypHa MOJIEIb 13 PO3MOILJIOM POJIEH KOMIIOHCHTIB

MonynbHa apXiTeKTypa CHCTEMHU TreHepallii TpeHyBanbHUX cieHapiiB B Unreal
Engine mnoOynoBaHa 3a MNPUHUIUIOM pPO3MOMALTY ABTOHOMHHMX KOMIIOHEHTIB, IO
BUKOHYIOTh OKpeMi (YHKIIIi, aje MpaioloTh K y3ro/pKeHa CTpykTypa. Takuil miaxin
3a0e3neyye MaciiTabOBaHICTh, MPOCTOTY CYNPOBOAY W MOXKJIHMBICTh HE3QJICKHOTO
OHOBJICHHS KOXKHOTO MOJyJisl 0€3 BTpy4aHHs B poOOTY Bci€i cuctemu [21]. Y3araibHeHy

XapaKTePUCTHUKY KIFOUOBUX MOJIYJIIB MOAAHO B TaOmuIl 2.2.

Tabmui 2.2 — B3aeM03B’ I3k MOJTYJTIB

Mopyns Bzaemonie 3 [TpusHaueHHs B3aeMoIi1

dopmyBaHHS i aanTaIis

] Otouenns, IToBeminka, CIICHAPIIO BIAMOBITHO JI0 CTaHy
["eHepartis crieHapiiB _ _
Amnanituka Cepe/IOBUINA Ta PE3yJIbTATIB
KOpHCTyBa4a

OHOBIIEHHS BI3yaJllbHOT'O
['enepartis cueHapiis, '
Otouenns ] o KOHTEHTY I mapameTpiB
Bizyamizas
IIPOCTOPY

3wmina noBeAinku NPC 1
) ) I'enepariis cueHapiis, _ '
[ToBeniHka areHTiB _ CKJIaJTHOCTI CLIEHapIIO Ha
Amnaiituka ) ]
OCHOBI TeJIEMETpIL

_ . AHani3 i KopucTyBaya,
) ['eneparnis cueHapiis, )
Amnaiitaka repeaayda JaHuX I KOPEKIIii
Bizyaunizarris )
CKJIaJTHOCTI

BinoOpaxeHHs CTaHy CUCTEMH,
Iarepdoeiic / Bizyanizanis VYei monyni HaBYaJIbHUX IIUIEH 1

pe3ynbTaTiB

[lenTpanbHuM enemMeHTOM BHUCTyae Scenario Generation Module, sikuif Bu3Havae

JIOTIKY HABYaJbHOTO CIICHApIiI0, MapaMeTpPu CKIAAHOCTI Ta MOCIIIOBHICTh momii. Bin
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KOOPJAMHYE B3a€EMO/IIF0 MIJK ar€éHTaMu, CEpEeOBUIIEM 1 MOJIIEBUMU CTaHAMU, (HOPMYIOUU
MIOBHY CTPYKTYPY TPEHYBaJILHOTO Tpoliecy [22].

Environment Management Module BigmoBimae 3a mporieypHe CTBOPEHHS Ta
OHOBJIEHHs cepenoBuia. BukopucroByroun PCG Framework, Moayns reHepye
nauamadt, o6’ektu, NPC Ta ymMoBH OCBITIEHHs, 3a0e3Medylodd BapiaTUBHICTH i
PEANTICTUYHICTh CUMYJISIIIN.

Agent & User Behavior Module peanizye moBeiHKOBY JIOTIKY areHTIB uepes
Behavior Trees ta EQS. Moaynp TakoX aganTye CKIQAHICTb, pearylodd Ha il
KOPHCTYBaya, piBeHb TOYHOCTI Ta TEMIT BUKOHAHHS 3aBaaHb [23].

Telemetry & Analytics Module 30upae gaHi npo BUKOHAHHS CLIEHAPi0, METPUKU
IPOJYKTUBHOCTI Ta MOBEIHKOBI MOKa3HUKU. OOpoOIIeHa TeneMeTpisi BAKOPUCTOBYETHCS
JUTSL aHaUTi3y MPOTPECy Ta afanTallli ClieHapiio B peXKUM1 peaibHOTO Yacy.

Interface & Visualization Module 3abe3neuye B3aemonil0 KOpHCTyBaya 3
CUCTEMOIO, BigoOpaxkae pe3ysibTaTH, MapaMeTpyd HABUaHHA Ta MIATPUMYE DPEKUM
IHCTPYKTOPCHKOTO Meperisiny abo aHaiizy HOBTOPIB.

MoaynbHICTh A03BOJISIE CUCTEMI peali3oByBaTH MOBHUM IUKII TeHepalli — Bij
CTBOPEHHSI MOJIH 10 iXHBOTO aHaNi3y Ta BimoOpaxkeHHs. [loeqnanusa C++ st 6a30Boi
noriku Ta Blueprint a5 crieHapHHX eJIeMeHTIB 3a0e31edye 0anaHc MK MPOTYKTUBHICTIO

Ta THYYKICTIO, HCOOXITHOKO JIJIS IaITABHUX HaBUAIBHUX CUMYJISATOPIB [24].

2.1.2 OcobauBocTi poboTu cucteMu y 3B’ 51311 3 pymriem Unreal Engine

[HTerpariisi cucteMu TeHepaiii TpeHyBadbHHX creHapiie 3 Unreal Engine 5
nepeadavyae MoeIHaHHST KOpUCTyBallbkux C++-MOyNiB 13 HATUBHUMU IMiJICUCTEMaMHU
pyllis, TaKUMHU SK peHjepuHr, ¢isuka, Al-cucrema Ta mpolemypHa reHeparfis, 110
3abe3reuye CTabUIBHICTh POOOTH Ta TOYHICTH CUMYJISIIT [25]. Peectpariis BiacHUX
KJIaCIB 1 KOMIIOHEHTIB y pyIlii JO3BOJISIE CUEHAPHOMY sIIpY Oe3MmocepeiHbO KepyBaTH
IrpoBUMH 00’ €KTaMH, CTBOPIOBATH MOJIi Ta 3MIHIOBATH TapaMeTpu CEPeOBUINA Y
peaabHOMY Yaci.

Blueprint-norika BucTynmae 3B’S3KOBOI0  JIAHKOKO MiX BHCOKOPiBHEBUMH

CIIEHAPHUMH CTPYKTypaMH W HU3BKOpPiBHEBUMH C-++-KOMIIOHEHTaMH, 3a0e3MMeuyroyn
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HyYKe HaJIAIITYBaHHS TMOJIA 1 MOXJIMBICTH 3MIHIOBAaTH TNiepedir TpeHyBaHHS Oe€3
nepekoMnisaiii cucremu [26]. IlpouenypHi anropuT™Mu 1HTETPYIOThCS 3 (QI3UYHUMH Ta
rpadgiuanmu  migcuctemamu UES, mo mo3Bosisie MoOAemioBaTH IWHAMIYHI 3MiHU
cepenouiia Ta noseainky NPC BiamoBiIHO 70 JIii KOpHCTyBaya.

Cucrema TakoX MIATPUMYE B3aEMOIIIO 3 IHCTPYMEHTAaMH Bi3yaii3allii, JOryBaHHS
Ta aHAJIITUKH, BKIIIOUHO 3 Marketplace-marinamu it VR/AR Ta nudpoBux 1BIHHUKIB.
[IpodintoBanHs Ta aBTOMAaTU30BaHE TECTYBaHHS 3/1HCHIOETHCS yepe3 Unreal Insights Ta
Automation Framework, mo 3a0e3neuye KOHTPOJb MPOAYKTUBHOCTI M KOPEKTHOCTI
cueHapiiB [27]. [omatkoBa iHTerpamis 3 30BHIIIHIMU cepBicamu dyepe3 REST-
1HTepdeiicu pO3LIUPIOE MOXKIIMBOCTI aHaNI3y Ta 3BOPOTHOIO 3B’ A3KY, CTBOPIOIOUH €IUHE

IHTEpPaKTUBHE CEPEAOBUIIE I HABYAIBHUX CUMYJISITIH.
2.2 TloOynoBa TpeHyBaIbHUX CLIEHAPHUX MOJIEeH

MopentoBaHHSI TPEHYBAJIbHOTO CIIEHAPIIO B CUCTEMI 1HTENEKTYaJbHOI T'eHepanli
st Unreal Engine 5 nmonsrae y gopmarizaiiii HaB4ajabHOTO MPOIIECY SK MOCIHIIOBHOCTI
B3a€EMOIIOB ’3aHUX TOJ1H, CTAHIB 1 PEAKI[IH, 1110 BIATBOPIOIOTH PEAICTUYHY HAaBUAIbHY
CUTyallll0 y BIpTyaibHOMY cepenoBuilli. OCHOBHa MeTa MOJEIIOBaHHS — CTBOPUTH
aJanTHUBHY CUMYJISINIO, SIKa TOEAHYE CTPYKTYPOBAHICTh MENAroriyHOTO MPOIECy 3
JMHAMIKOIO TOBEIIHKOBOI B3a€MOJIi KOpHCTyBaya Ta areHTiB. Y LbOMY KOHTEKCTI
CIICHApil pO3IIAacThes SK JUHaAMIYHa cucTema [28], y sKkiii craH cepemoBuIla
3MIHIOETBCS 3aJICKHO BIJl M1 YYaCHHMKA, HABYAJIIBHUX ITJICH 1 3a3/1ajieriib BU3BHAYCHHUX
oOmexxeHb. Ha mepiioMy etami ¢opmyerhesi opmaiizoBaHa MOJIENb CLEHAPIIO, sKa
OIHCYE:

— Il HaBYaHHS,

—  TOYaTKOBI YMOBH CEPEIOBUIIA,

—  HaOip moiii 1 TpUTEpiB, MO0 KEPYIOTh MEPEX0IaMHA MK CTAaHAMU;

—  cucteMy 0OMEKeHb YaCOBUX, POCTOPOBUX, KOTHITUBHUX 200 MOBEIHKOBHX.

i mapaMeTpu OMHCYIOThCS Yepe3 CTPYKTYPY ciieHapHoro rpada (Scenario Graph),

KWW BU3HA4Ya€ MOCIIIIOBHICTb MOA1H 1 JIOT1KY TIepexo/1iB Mixk HUMHU. KoxeH By30:1 rpada
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BIIMOBIa€ TMeBHINA (a3l HaBYaHHS — BIJ 1HILIAMI3alll O aHai3y pe3ysbTaTiB, IO
300pakeHO Ha pUCYHKY 2.2. I'pad 103BOJIsE 3aaBaTH PO3TaTy)KCHHS (aIbTCPHATHBHI
IUISXM) Ta 3BOPOTHI MEPEXOIU y pa3i MOMUIKOBUX il KOpHCTyBada. TakuM 4UHOM,
CIleHapii He € JIHIMHUM, a Ha0yBa€ BJIACTUBOCTEH aIallTUBHOI MOBEAIHKOBOI CUCTEMH,

3JIaTHOI 3MIHIOBATHUCS ITiJT Yac cuMyJrsii [29].

‘ ScenarioGraphj

l

‘ Success Criteria

Strategic

lovel Learning Goals

Assessment Metrics

e/

. Task Sequence
Tactical Node

Rules Decisions
level

|
! !

Task Group A Adaptive « |
Branich

Task Error Adaptive Adaptive
Group A Recovery Branch

‘ Interaction ‘ ‘ Branching ’

Operational
level

Operational
level

Gameplay
Action Node

Adaptive Branch —

Environment
Reaction

Final
Evaluation

Pucynok 2.2 — CtpykTtypa cuieHapHoro rpaga

KoeH 13 nux piBHIB Mae BIacHUI HAOIp KJaciB 1 KOMIIOHEHTIB, SIKI peani3yloTh
crieHapHy JIoriKy. C++ BUKOPHUCTOBYETHCS 11 0230BO1 IMMOBEIIHKOBOI JIOT1KH, KOHTPOJIIO
CTaHIB 1 aHAMITHYHUX OOYMCIICHb, TOMl K Blueprint 3a0e3neuye ciieHapHe yrnpaBiiHHS
NOJISIMU — TPUTEPH, YACOBI MEPEXOH, Bi3yalli3alito 3aBianb, B3aemoaito 3 Ul. Take
PO3LIEHHS JO3BOJISIE JOCSTTU THYYKOCTI B TIeIarOT1YHOMY HaJIAIITYBaHHI Ta OTHOYAaCHO
HiATPUMYBATH BUCOKY IPOAYKTUBHICTH [30].

KirouoBoto oco0uBICTIO € MexaHi3M ajanTallii cueHnapiro. Ilig yac BUKOHaHHS
CUMYJIAIII CHCTeMa TMOCTIHHO 30upae JaHl mpo il KOPUCTyBaya: MIBUIKICTh PEaKIIii,
TOYHICTh BUKOHAHHS, YACTOTY ITOMUJIOK 1 BUKOPUCTAaHHS MiiKa30K. Ha 0CHOBI IUX TaHUX
aJanTUBHUI aTOPUTM 3MIHIOE CKJIAIHICTh CEPEIOBHINA:

—  KOpHUTYe KUTbKICTh 00’€KkTiB a00 NPC;
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—  3MIHIOE YacOB1 paMKH 3aBJIaHb;
—  aKTHUBYE JOAATKOBI MO/i1 400 BBOJAUTH HEIITATHI CUTYAITIi;
—  HaJa€ KOHTEKCTHI MiIKa3KH y pa3i MOBTOPHUX MOMHIIOK.

Taxum ynHOM, clieHapiil GyHKIIOHYE y PEKHUMI 3BOPOTHOTO 3B’ SI3KY, pearyroyu Ha
1H/IMBIIyaIbHY MOBEIIHKY KopucTyBada. [loai6H1 cuctemu, sik 3a3HaueHo y ML-SceGen
ta Unreal-MAP, neMoHCTpYIOTh miABHIIEHHS €()EKTHBHOCTI HaBYaHHS 3aBISKH
JUHAMIYHOMY HaJIalITYBaHHIO PIBHS CKJIAJHOCTI Ta 3MEHIICHHIO KOTHITHBHOTO
HaBaHTa)XKCHHS HA yYaCHHKA.

Oxkpeme 3HAYEHHS Ma€ aHATITUYHA MICUCTEMA, sika (DIKCY€E KIIFOYOBI MO/111, 30upae
TeJIeMETpito (Yac, Ali, yCMIIIHICTh) Ta TPOBOJUTH NONEPEIHIO OLIHKY KOMIIETEHTHOCTEN
kopuctyBaua. Lli 1aHi BUKOPUCTOBYIOThCS [UIsl aBTOMAaTUYHOIO (POpMyBaHHS 3BITY,
OLIIHIOBAHHS POTPECY Ta OHOBJIEHHS TapaMETPIB CLIEHAPIIO Y HACTYIHUX cecisiX. Takum
YMHOM, CHCTEMa MEPETBOPIOETHCS HA CaMOHABUYAJIbHUI TPEHYBaJbHUI KOMILIEKC, L0
HAaKONMYY€ CTATUCTHKY JUIsl BJOCKOHAJIECHHS BJIACHUX QITOPUTMIB 1 MiJABUIIECHHSA
neaaroriyHoi eekTuBHOCTI [31].

3aBAsSKA TakOMy IIJIXOJy MOJCIIOBaHHA TpeHyBalibHOTrO crieHapito B Unreal
Engine BucTynmae He NOpOCTO SK TEXHOJIOTIYHA MpoUeAypa, a SAK NeAaroriuyHo
OOIpYHTOBAHMI MPOLIEC, SIKUI MOEAHYE MPOrPaMHY THYUKICTb, JMHAMIYHY aJanTallito Ta
aHAMITUYHY MIATPUMKY. Lle cTBOproe mepeaymMoBH it pO3POOKH IHTENEKTyalbHUX
HaBYaJIbHUX CEPEOBUILL, 3JATHUX IMITYBAaTH peajbHl CUTYaIlil, OLIIHIOBATA KOMIIETEHIII1

Ta (hOpMyBaTH MEPCOHATI30BAHI TPAEKTOPIi HABYAHHSI.
2.2.1 JloriuHi CTPYKTYpH Ta MpaBWiIa Uil BU3HAUYEHHS TTOBEIIHKH CIIEHAPII0

dopmMadizailisi 0OMeXKeHb 1 JOTIKK TPEHYBAIBHOTO CLEHAPII0 € PyHIaMEHTaTbHUM
€TaroM MoOYy/I0OBY 1HTEIEKTyaJIbHOI CHCTEMHU TeHepallii, OCKUIbKM caMe BOHA BH3HAYA€E
CTPYKTYPY HaBYAJIBHOTO IMIPOIECY, IpaBuUja B3aeMOJii MK areHTaMM Ta YMOBH
JIOCSITHEHHSI HAaBYAJIBHUX ITijIel. MeTa 1bOoro eramy mMoJisra€ y CTBOPEHHI €IUHOT
MaTEeMaTHUKO-JIOTIYHOT MOJIeN, sIka OMHUCY€E BCl JO3BOJICHI ¥ 3a00pOHEHi [ii, 4acoBi

PaMKH, pecypcH, CTaHU CEPEAOBHINA Ta MOXIIMBI IUISIXY MTPOXO/KEHHS clieHapito. Taka
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MOJIeNb 3a0€e3Meuy€e KOHTPOJIbOBAHICTD 1 BIITBOPIOBAHICTh CUMYJIAIIIT, @ TAKOXK CTBOPIOE
OCHOBY JUIsSI TMHAMIYHOI aJanTallii creHapiiB 10 MOBEAIHKN KopucTyBaua [32].

VY cucremi Ha 6a3i Unreal Engine gopmanizariisi peanizyeTscsi 4epe3 CyKyIHICTh
CTaHIB, MOAIN 1 MEpPexo/iB, MPEJACTABICHUX y BUIJIAII TpadiB abo JAepeB CIieHAPHOT
goriku. Koxen cran (State) BiAmoBigae MEBHOMY €Tally HaBYaHHA (HAIpPUKIAT,
“ITouaTok TpeHnyBaHHs’, “BukonanHs 3aBmaHHs”, “AHali3 pe3ynbTariB’), a MEPExXoau
MDK CTaHaAaM{ BH3HAYalOThCS YMOBaMH — YMOBHI OIEpaTOpH, TpUrepu ado 3MiHHI
cepenoBuiia. @opmanizoBaHa CTPYKTypa CIIEHApil0 MOXe OyTH OmMCcaHa K CKIHYCHHUIN
aBtomat (Finite State Machine), ne muoxwuHa S = {S(,Sq, ..., S, JBU3HAYAE MOMIINBI
cranu, a GyHKIis nepexoaiB 6(s,a) — s'3amae JOTIKy 3MiH IPU BUKOHAHHI MIEBHUX il
a. Y peanizamii Unreal Engine e Brimoetscst uepe3 Behavior Trees, Event Graphs y
Blueprint abo C++ kiacu, iK1 MOAEIIOIOTE CTaH 1 MOJ11 32 MPUHIIMIIOM “‘yMOBa — JIisl —
HACHII0K .

CTpyKTypHUIi PIBEH BU3HAYAE 3aTAIbHY apXITEKTYpy CIIEHApit0 — IMOCI1I0BHICTh
3aB/IaHb, MEPEXOJId MK TOJMISIMH, OOMEXKEHHS 3a 4yacoMm 1 pecypcamu. Hampukian,
KOpUCTYBau Mae OOMEXEHUU 4Yac JJis BUKOHaHHA nii (“3HaiiTH 00’ekT mpoTsirom 60
CEeKyH[’), a TICJs IEPEBUIIICHHS JIIMITY CUCTEMa aBTOMATHYHO 3MIHIOE CIICHAPHY TUIKY
abo 3HIXKYyeE ckianHicTb. Ha nboMy piBHI popManizailisi BUpaKaeTbcsl yepe3 TadJulil
YMOB 1 CTaHiB, SIKi IOTIM TpaHCII00Thes B Blueprint- abo C++-kog.

[ToBeniHKOBHI PIBEHb MOJENIIOE PEaKilii CUCTEeMH Ha Tojii y BipTyalbHOMY
CEepeloBUIIIl — TOBEAIHKY areHTiB, peakiito NPC, ¢izuuni abo JOriyHi 3MiHHU.
Hampukinaza, sKmio KOpuUCTyBad HEMPABWIBHO B3a€EMOMIE 3 00 €KTOM, areHT MOXeE
“miakazaty’ MpaBUIIBHY 110 a00 CTBOPUTU HOBY CHUTYAIIIIO JJII TOBTOPEHHS 3aBJIaHHS.
Jlnst 1bOro BUKOPHUCTOBYIOThCS yMOBH1 KOHCTpykiii (if/else, switch) y C++, Event
Dispatchers y Blueprint 1 Al koHTposiepu, SiKi 3MIHIOIOTH TOBEIIHKY 3aJ€KHO BiJ
3MIHHUX cIrieHapito [33].

AHaniTHYHUIN piBEHB BIJIMOBIJIA€ 32 OMUC KPUTEPIiB YCIIITHOCTI, OIIHIOBAHHS N
KOpPUCTyBa4ya W JIOTIKY 3BOPOTHOTO 3B’s3Ky. Hampukmanm, cuctemMa MOKe BBa)KaTH
3aBJaHHS BUKOHAHUM, SIKIIO0 KOPUCTyBau gocsr edexkTuBHOCTI moHaa 80% abo BUKOHAB

nii B Mexax 3amaHoro 4acy. Lli oOMexeHHsT popMami3yloThCsl K JIOTIUHI BUpasH, SIK1
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aBTOMATHYHO TMEPEBIPSIOTHCA 1] Yac CUMYJIALIL, a pe3yabTaTh 30epiratoThCs y MOAYJI1
aHAIITAKA JJI TIOabINoi amanTaiii ciuenapito. Ha pucyHky 2.3 mpeacTaBlieHO CXemy
aHAJIITUYHOTO PIBHS CLIEHApIIO, sKa BiI0Opa)ka€ MEpeBipKy YMOB YCIHIIIHOCTI, YacOBI

oOME)XeHHSI Ta T1JIKyBaHHS MO 3aJIeKHO BiJI JIIM KOPUCTYyBaya.

. R
‘ Task Timer ]‘ Cgﬁ%ltj;?: ’

User
Performance
Data

Evaluation &
Feedback Module

Success
Condition

Success
Condition
(= 80%)

Next
Scenario

Recovery
Branch

(Failure Path) (Failure Path)
|

Recovery Branch} { Recovery Branch

¥
Analytics Logging
- Adaptation Engine

Pucynoxk 2.3 — Cxema aHanmiTHYHOTO piBHS (hopmMatizallii HaBYaIbHOTO

CIICHAPIIO0

®opmMadizaiisi 0OMEXEHb 1 JIOTIKM CLEHAPII0 CTBOPIOE 1HTENEKTYaJbHUN KapKac
HABYAJIbHOT CUCTEMH, Y MEKaX SIKOTO MOEHYIOTHCS CTPYKTYPOBaHA MelaroriqyHa MOJIeIb
1 peakTMBHA JIMHAMIKa BIPTYyaJIbHOTO CepeloBHINA. BUKOpPHCTaHHS CKIHYEHHUX
aBTOMATIB, MOBEIIHKOBUX JepeB 1 MoAyibHOI Joriku B C++/Blueprint 3abe3neuye
IIPO30PICTh, KOHTPOJILOBAHICTD 1 THYUKICTh HABYAJIBHUX IPOIIECIB, I03BOJISIIOUN CUCTEMI
aBTOMATUYHO IT1IJIAIITOBYBATHCS IT1]] KOPUCTyBaya, 3MIHIOBATH CIIEHAPHI T'JIKU Ta TOYHO

OIIIHIOBATH PE3YJIbTAaTU MOTO JIii.
2.2.2 TlinGip ckIaaHOCTI TiJ piBEHb KOPUCTYBaya

AnanTanis CKJIaJHOCTI € KIIOYOBUM €JIEMEHTOM 1HTEIEKTyaIbHUX TPEHYBAIbHUX
CUCTEM, OCKUIbKH JIO3BOJISIE€ Y3TOJKYBaTH HaBYaJIbHI 3aBJAHHS 3 MOTOYHHM PIBHEM

KOMIIETEHTHOCTI KOpHCTyBada. [i Mera — miaTpuMyBaTH ONTHUMAJIbHHUI OallaHC MIX
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CKJIQJIHICTIO Ta JOCSDKHICTIO, 3a0e3nedyrodu CTaOlIbHUN HaBYAJIbHUN Tporpec 0e3
nepeBaHTaxeHHs [34].

Cucrema aHamizye TeJIeMETPUYHI TOKA3HUKU — YaCc BHUKOHAHHS, TOYHICTH JIiH,
KUTBKICTh TIOMUJIOK 1 AUHAMIKY TIporpecy. Ha ocHOBI 1IUX JaHUX ajanTariiHuid MOaysIb
KOPUTYE TapaMeTpu CIICHApiI0: 3MIHIOE JOCTYIMHUW dac, KUIBKICTh PecypciB,
IHTCHCHBHICTb ITOJIii, TOBEIIHKY areHTiB a00 KUIBKICTh MiaKa3ok [35].

JIns miATpUMKH CTablIBHOCTI BUKOPUCTOBYETHCSI MOJIENIb PIBHIB KOMIIETEHTHOCTI
(Beginner—Expert), ae mepexia BilOyBaeThCA aBTOMATHYHO IMPH JOCSATHEHHI ITEBHUX
MOPOTOBHX 3HAYEHb. BUCOKI pe3ybTaT CHPUUMHSAIOTH MIJIBUILIEHHS CKJIAAHOCTI, TOI1 K
4acTi MOMUWJIKH aKTUBYIOTh CITPOIIIEHI CLIEHApH] BaplaHTH M JIOJAATKOBI PeKOMEHAAI1.

V¥ Unreal Engine aganTartiiifHa jorika peanizyerbes 3a qonomororo Behavior Trees,
Blackboard-sminaux 1 Blueprint-ckpunriB, Toai fK aHATITHYHI OOYMCIICHHS
3nicHIOIThCST Ha piBHI C++. lle mo3Boiisie clieHapisM JMHAMIYHO pearyBaTH Ha
MOBEIHKY KOPUCTYBaua Ta 3MIHIOBATH YMOBHU CUMYJIALIT i/l 4aC BUKOHAHHS.

Cucrema 3BOPOTHOTO 3B’S3KY (piKCye MPUUMHM aJaNTAIlifHUX PIlIEHb 1 OI[IHIOE
iXHI{ e(eKT Ha moAayblll pe3yabTaTh. Takuil MexaHi3M 3a0e3neuye 1HIMBIayani3alio

HaBYaHHS Ta JOBrOTPUBAJIC MiABUINECHHS e(DEKTUBHOCTI TpeHYBaJIbHOTO Tporiecy [36].
2.2.3 306ip peaxiiiif Ta KOpUTYBaHHS TTOBEIIHKH CLIEHAPIIO

MexaHi3M 3BOPOTHOTO 3B’S3Ky € IICHTPAJbHUM €IIEMEHTOM aJIallTUBHHX
TPEHYBAJIBHUX CHCTEM, OCKUIbKM 3a0e3redye MOCTIMHUN aHali3 Jii KOpUCTyBaya Ta
KOPEKIIiIO CLIEHAPII0 B PeXHUMi peanbHoro gacy [37]. Floro po6oTa I'pyHTYeThCs Ha LHKII:
dikcaris il — aHaJITUYHA OIlIHKAa — 3MiHa YMOB — IIOBIJIOMJICHHS KOPHCTYyBady.

Unreal Engine aBTOMaTwdHO 30Mpa€ TEIEMETPir0 — dYac peakilii, TOYHICTb,
KUIBKICTh MIOMMJIOK 1 BUKOPUCTaHI PECYpCH — 4epe3 cUCTeMH JoryBaHHsA Blueprint 1
C++. Jlanl HaAXoOASATh JO AHANITUYHOTO MOJIYJS, i€ TOPIBHIOIOTHCA 3 TOPOTAMH
e(eKTUBHOCTI. Y pa3i MepeBUIICHHS KUIBKOCTI MOMIJIOK ab0 CIajay TOYHOCTI CUCTEMa
CIIPOIIY€E CIICHAP1i UM HaJA€ MiJKa3Ky; 3a CTa0LTLHO BUCOKHUX TTOKa3HUKIB — YCKJIAHIOE

3apmanHs. e nporec hopmanizyeTses K perynsaTopHa GyHKITIS:
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Cey1 = Ce+ k- (Etarget - Euser)'
ne C — piBeHb CKIIATHOCTI,
Eyser — PakTruHa €eKTUBHICTH KOPHUCTYBaua,

Etarget — OaaHui OKa3HUK,

k — koedimieHT aganrartii.

3BOPOTHUM 3B’SI30K TOJAETHCS Yepe3 Bi3yalbHI IiJKa3KH, MOBIIOMJIEHHS abo0
MaHe i pe3ysbTariB, a MIJCYMKOBUW aHali3 30epiraerbcsl y 3BiTaxX I MOMAIBIIOT
agantanii. IloegHaHHS MOMEHTAJIBHOTO Ta TIJACYMKOBOTO (igdeky 3abe3mnedye
NEPCOHANI3ALIII0 HABYAHHS U MIJBUILYE TOYHICTh pOOOTH aJaITUBHOTO AITOPUTMY.

CyuacHi peanizalii moeIHy0Th (i10eK 13 MOJEIIMH MAIIUHHOIO HaBYaHHS, K1
MIPOTHO3YIOTh YCHIITHICTh KOPUCTYBa4a Ta KOPUTYIOTh ClIeHapiil Hanepe. Taki cucTeMu
JIEMOHCTPYIOTh 3MEHILEHHS KUIBKOCTI mNOoMWIOK 10 40% Ta OpUIIBUIIICHHS

dbopMyBaHHS HABUYOK Y MOPIBHSHHI 31 CTATHMHUMHU CUMYJISITOPAMU.
2.3 ANTOpUTMIYHI PillIEHHS Ta MPOIIECH B CUCTEMI

Anroput™ poOOTH CHCTEMH T'eHepallii TpeHyBalbHUX ciieHapiiB B Unreal Engine
Ma€ UUKIYHY CTPYKTYpy, IO BKJIIOYAE IHIMIATI3AIiI0 TapaMeTpiB, MPOLEAYPHY
noOyZ0By cepeloBHUIla, BUKOHAHHS CLEHAPII0, aHajl3 il KOpUCTyBaya Ta aJanTaliio
ckiagHocTi. Ha mowarkoBoMy erami cucTeMa BU3HAYa€ METY, PIBEHb CKJIATHOCTI Ta
KoH(Iirypaiito  cepeloBHINA, aKTUBYIOYM MOAYJIl KEpyBaHHA  JIOTIKOIO  Ta
tenemerpiero [39]. CxemaTnuHo 1iei mpoliec MoJIaHO Ha PUCYHKY 2.4, Jie BiI0OpaXKeHO
MOBHUM ITUKJ (DYHKIIIOHYBAHHS T€HEPATOPA.

[Ticns 1HIIami3aMii 3aMyCcKaeThesl MPOIeAypHa reHeparlisi, aka popMye oTOUEHHS
i po3mintye kiouoBi 00’ekTH. ClieHapHa JIOTiKa Kepye MOBEAIHKOI areHTIB 1 3MIHOIO
nomiit uepe3 Behavior Trees ta Blueprint-rpadwu. [1ix yac BuKOHaHHS crcTeMa MOCTIMHO
aHaJII3y€ TeIIEMETPII0 1 KOPUTYE CIIEHAPINA Y pealIbHOMY Yaci: CIIPONTY€E 3aBAaHHs, 3MIHIOE
TUHAMIKy TIoAill abo YCKIaJHIOE HaBaHTAXEHHS 3alie’KHO Bl e(PEKTUBHOCTI

KOpPHUCTYBauya.
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IHibianizauin

MpouenypHa OujHka Ta
reHepaujs BhikoHEkHNA OHOBNEHHS
A cueHapito
v
CueHapHa AHania Ta
norika apanTauis

CueHarHa
norika

Pucynok 2.4 — VY3araapbHeHU#M UK pOOOTH CUCTEMH TeHepallii TPeHyBaJIbHUX

CLIEHapiiB

[Tlicns 3aBeplIEeHHSI TPEHYBAaHHS B1IOYBa€ThCS OLIIHKA PE3yJIbTATIB Ta OHOBJICHHS
MOJIeJIeH, 110 BIUTMBAIOTh HA HACTYIIHI ClieHapii. Y Takuii crnoci6 GopmMyeTbes 3aMKHEHU N
aJanTUBHUM IIUKJI, Y IKOMY CLIEHapiil €BOJIOLIOHYE BIAMOBIIHO A0 AOCBIAY Ta MPOTpecy

KOpPHUCTyBaua.
2.3.1 [TobynoBa rpyn ClieHapHHUX BapiaHTIB Ta iX KjacTepu3alis

CTBOpEHHsI PI3HUX THUMIB TPEHYBAJIBHHUX CILEHApPIiB € KIOYOBUM EJIEMEHTOM
MPOEKTYBAHHS HABYAJIBHOTO CEpPEOBUINA, OCKUIBKM CaMe CIIeHapHa BaplaTUBHICTH
BHU3HAYA€ THYYKICTh 1 €(peKTUBHICTh cuMmyissatopa. Knacudikaiis 0a3yeTbcs Ha THUIML
3aBJIaHHS, PIBHI a/IallTUBHOCTI, KJIBKOCT1 YYaCHHKIB 1 cI0C001 MOOYI0BU CEPENOBHUILIA.

JliniiiHi cueHapii MaroTh (HIKCOBaHY MOCTIAOBHICTh MOJIN 1 3aCTOCOBYIOTHCS JIJIs
0a30BOr0 HaBYAHHS Ta THCTPYKTaXy. Peanizallis BUKOHYEThCS Yepe3 MOCTIA0BHI BY3JIU
Blueprint, mo 3a0e3mneuye KOHTPOIHOBaHE TPOXOKEHHS Ta MPOTHO30BAHUI PE3yiIbTaT,
ajie 0OMeXXye BapiaTUBHICTb.

AJnanTuBHI ClieHapii 3MIHIOIOTh CKJIAJHICTh BIAMOBIIHO JO Ppe3yJbTaTiB
KopuctyBaua. Crucrema aHajizye TeMI, TOUHICTb 1 TOMUJIKH, MICIS YOTO KOPUTYE MOii B

peanmbHOMy uyaci dyepe3 Behavior Trees Ta anamituunHi mopayii. Takuii miaxina
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BUKOPHUCTOBYETBCSI Yy TpPEHaXKepax IUHAMIYHUX CHUTyalliid 1 3a0e3rnedye IiJIBUIICHY
peamictuyHicTs [40].

MynpTHareHTHi clieHapii BKIIIOYaloTh B3aeMo/I1t0 KijibkoX NPC abo kopucTyBadiB.
Bonu BukopuctoBytorb MARL-miaxia abo Unreal-MAP 151 cTBOpeHHS! MOBEAIHKOBHUX
Mojenel Koormeparlii 4y KoHkypeHilii. Ile mae 3mory BigmpambOBYBaTH KOMaHIHI
HAaBUYKH, POJIbOBI B3a€EMO/IIT Ta MOBEIIHKY B YMOBAaX CTPECY.

[IpouienypHo-reHepoBaHi crieHapii GOpMyIOThCSl aBTOMAaTUYHO 32 npasuiiamu PCG
Framework. Koxkxae mpoxomKeHHsI CTBOPIOE HOBY MPOCTOpoBY KoHirypartito, NPC Ta
noxii. Lle 3abe3meuye BHUCOKY peirpaldeibHICTh 1 JIa€ MOMKJIMBICTh MacIITaOyBaTH
cUCTeMy 0€3 py4HOIr0 CTBOPEHHS KOHTEHTY.

[HTEeNneKkTyanpHl cueHapii 31 3BOPOTHHUM 3B SI3KOM MOEAHYIOTh aHami3 i
KOpPHUCTYyBaya 3 JUHAMIYHOIO 3MIHOIO ClieHapito. Bonu nparrorots 3a rukiiom Observe —
Analyze — Adapt — Feedback, kopuryrouu crieHapiii 1 GopMyroun peKoMeHaIli mics
koxHO1 B3aemonii. UE 3a0esmedye Taky peakTuBHICTH uepe3 Blueprint-curnanmu,
Behavior Trees Ta C++-aHamiTUKY.

VY3romxeHe BUKOPUCTaHHS PI3HUX KaTEropiil cleHapiiB CTBOPIOE OaraTOpiBHEBY
HABYaJIbHY CHUCTEMY, SKa MOXE MIATPUMYBaTHU sIK 0a30Bi, TaK 1 BUCOKOCTPECOBI abo
KOMaHJHI TpeHiHru. Taka iHTerpauis 3a0e3nedye aAanTUBHICTb, PEANTICTHYHICTH 1

TUAaKTUYHY epekTuBHICTh cumyisTopiB Unreal Engine.
2.3.2 [IpocTopoBe po3MilllEHHS €IEMEHTIB Y CEPEeIOBHUIIT

JluHaMmiuHe pO3MINIEHHS O0’€KTIB € KIIOYOBUM MEXaHI3MOM aJalTUBHUX
TpeHyBanbHUX cucteM Ha Unreal Engine, ockinbku 3a0e3nedye BapiaTUBHICTb,
HEMOBTOPHICTh MPOXOKEHb 1 BIANOBIAHICTD CKJIAJHOCTI TMOTOYHOMY CTaHy
KopucTyBaua. Ha BiaAMiIHY BIiJl CTaTUYHUX CLEH, OO €KTU TeHEpyIThcs abo
NEPEeMILYIOThCSl MMiJI Yac CUMYJALili, (OpMyIOuM pEaKTHUBHE CEpEelOBHUIIE, SKE
3MIHIOETHCS BIATIOBIHO /10 TEMITY, TOMUJIOK UM 3aBJaHb KOPUCTyBaya.

TexniuHo 1eil mexaHi3m peanizyeTbcsi depe3 Procedural Content Generation
(PCG) Ta cucremn Spawn (SpawnActor, SpawnFromClass, AddInstance). Po3mimenns

MoOke Oa3yBaTucs Ha BumajkoBocTi, npaBuiax (Placement Rules) abo mpocTopoBux
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mozensax kaptu. PCG Graphs BU3Ha4aroTh Jiarna3oHu KOOPAUHAT, KIJIbKICTh €JIEMEHTIB,
OpIEHTAIliI0 ¥ 1HIIN TTapaMeTpH, JI03BOJISIIOUM OHOBIIFOBATH CEPEAOBHIIE ITi/1 Yac poOOTH
CIICHapio.

InTenexkryansHe posMimieHHs (Smart Placement) BukopuctoBye EQS Ta Al
Perception, 1110 103BOJIsiE pO3TAIIOBYBAaTH 00’ €KTH 3 ypaxyBaHHSIM BHIMMOCTI, IUIAXIB
JOCTYITY 9H MTOBEIIHKH KOpUCcTyBada. CucTeMa MOKe 3MIHIOBATH MO3HUIIIT 00’ €KTIB, SKIIO
KOPHCTYBa4 CHCTEMaTHYHO iX irHOpYe, a00 [10/1aBaTH HOBI TEPEIIKOIN 33 BHUCOKOI
e(eKTHUBHOCTI.

3 menaroriyHoi TOYKH 30pYy, JUHAMIYHE PO3MIIIEHHS 3arobirae MexaHIYHOMY
3armam’sITOBYBaHHIO CIIEHAPIiB 1 CTUMYJIIOE€ PO3BUTOK CUTYAIlIMHOTO MUCIICHHS. 3aBIIIKU
IIbOMY KOPHUCTYBa4 HAaBYAETHCS MIPUHITUIIAM pearyBaHHs, a He (DIKCOBAaHUM MapIIpyTaM.
VY pesynbrari Unreal Engine BucTymae sk aganTuBHa Iuiatgopma, IO TEHEPYeE
HaBYAJBHUN TIPOCTIP Y PEKUMI PEATBHOTO Yacy Ta CHHXPOHHO €BOJIOIIOHYE pa3oM i3

KOPHCTYBaueM.
2.3.3 Y3ropkeHHs CIICHApHUX IO 1 KOPEKIlis JeTajel 111 Yac BUKOHAHHS

KoHTposnb Ta KOpekuis JIOTIKM TPEHYBAJIBHHUX CILIEHApIiB 3a0e3MeuyroTh
y3rOKEHICTh, QJANTUBHICTh 1 CTIMKICTh HABYAJIBHOTO TMPOIECY B JIWHAMIYHHX
cumyisanisx Unreal Engine. Cuctema nocTiiiHO nepeBipsie€ akTyallbHUM CTaH CLIEHAPIIO,
MOPIBHIOIOYH MOT0 3 OYIKYBaHOI MOJEIUIIO, 1 32 MOTPEON aBTOMATUYHO 3MIHIOE TIepedir
HOJIIH.

OcHoBoto ynpaiiHHs € ctaHoBa MamuHa (FSM) abo cuenapuuii rpad, e KoxkeH
BY30J1 OIIMCY€E €Tall HaBYaHHs, a ePEeX01 aKTUBYIOThCS 3aJI€KHO BiJ] 11 KOPUCTYyBaya.
Unreal Engine peainisye 1ie uepes Blueprint Event Graphs, Behavior Trees Ta Blackboard
Variables. fkimio kopuctyBau mopyuiye yMOBU (HampuKiIad, HE BKJIAJAEThCS Yy 4ac),
CHCTEMa aKTUBY€ aJIbTEPHATHUBHY T'UIKY: CIIPOIILLY€E 3aBJaHHS, A0Ja€ MiAKa3Ky abo 3MIHIOE
noBeiiHKy NPC.

KoHTposib B110yBa€eThCS HA ABOX PIBHAX:

—  JIOKaJbHOMY — pearyBaHHsi 00’ekTiB 4epe3 Blueprint/C++ (tpurepu,

3MiHHI, MTO/I11),
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—  rno0adpbHOMY — aHaji3 MITICHOCTI CIIeHapiro MoaysieM Scenario Monitor,
SKUW BIJICTEXKYE JIOT1YHI 3001 Ta BUKOHYE aBTOMAaTHYHY KOPEKIII0 03 mepepuBaHHS
CUMYJISIII.

Kopexirist 6a3yeTbest Ha TeneMeTpii: SKIO MEBHA i YaCTO BUKIIMKAE TIOMIJIKH,
CHCTeMa aJanTye CIEHapii 3aBYacHO, iHKOJHM 3 BUKOPHCTaHHAM ML-mporHO3yBaHHS.
[Ipn mpoMy HaBYANBHI MU 3IAIIAIOTHCS CTAIMMU — 3MIHIOETBCS JIMIIE MIIAX iX

JOCSTHEHHS (MMPUHIIUI KOHTPOJILOBAHOT THYYKOCT1).

1, AKIO Syeryar(t) = Sexpected @)
0, AKIIO Sycryar(t) # Sexpected (t)

CH =
VY pesynbTari clieHapidl Mpalroe sIK caMOperysiboBaHa CHUCTEMA, IO MIATPUMYE
HaBYaJIbHY IMOCTIZOBHICT, HaBITh 3a YMOB HemependauyBaHUX il KOpHUCTyBaua,

MOEIHYIOYN CTAOUIBHICTB JIOTIKU Ta NEAAroriyHy aaanTHUBHICTb.
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3 MPOTPAMHA PEAJIIBALIISI KOMIIOHEHTIB TA CUCTEMHUMX
MO/JIVJIIB

3.1 BayTpimHs opraHizalis MporpaMHOTo KOy

VY mexax pobotu 0yJi0 po3po0IeHO CUCTEMY I'eHepallii TpeHyBaJIbHUX CLIEHAPIiB B
Unreal Engine 5.5, moOymoBany 3a MOIyJIBHO-1€papXivyHOIO apXiTekTyporo. CTpykTypa
3a0e3mnedye po3/IiIICHHS JIOTIKH, THYYKICTh MacITaOyBaHHS Ta MOKJIMBICTH afamnTarlii
CIleHapliB JI0 piBHA KopucTyBauda. Jlo ckiamy CHCTEMH YBIWNUIM TakKi OCHOBHI
1 JICUCTEMHU:

— SIIPO CIICHAPHOI JIOTIKH;

— aJIaNTUBHUI MOJTYJIb;

— MOAYJIb MPOLEAYPHOTO PO3MIIIIEHHS 00’ €KTIB;

— MOJTyJIb aHAJIITUKH ¥ TeeMeTpii;

— 1HTep(ecHUIT MOTYJIb.

ApxiTekTypy peamizoBaHo depe3 cxemy Gamelnstance — Subsystem —
Component, 10 AajJ0 3MOTYy CTBOPUTH HE3QJICKHI, A€ B3A€EMOIOB’S3aHI EJIEMEHTH.

3araibHi 3B’SI3KM MI>)K OCHOBHUMHU KJIaCaMH MOKa3aHO Ha pPUCYHKY 3.1.

UScenarioSubsytem 1.1>has ___ .| UAdaptiveDifficultyCo-
mponent

Iy

4
1.1+ has

AScenarioController <—use UPlacementService

<« use 1.1~ has

A’

ScenarioConfig ‘ UTelenetrySubsystem i

Pucynok 3.1 — UML-niarpama OCHOBHUX KJIaCiB CUCTEMH Ta iX 3B’SI3KIB

[leHTpanpbHUM €JIEMEHTOM cucTeMHu 0yIio po3pobiieno kimac UScenarioSubsystem,

SAKUU Kepye 1HILIaTI3alle0 CleHapito, KOHPIrypaissMi Ta MepexoiaMu MK CTaHaMHU.
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JIns KO)KHOTO CIIEHapil0 CTBOPHOEThCS KOoHTpoJiep AScenarioController, mo peanizye
MOJIeJTh KiHIIEBOTO aBTOMATa Ta BU3HAUYAE €Taly POOOTH CIICHAPIIO.

[TapameTrpu HaBuaHHS OyJs10 CTpyKTypoBaHO y ScenarioConfig, peaiizoBaHOMY SIK
Primary Data Asset. e 103B0MII0 3MiHIOBATH ClieHapii 6e3 peaaryBaHHS KOy .

Apanranito cknagHocti  3abesneuye  UAdaptiveDifficultyComponent, sikwmi
aHaJli3y€e 4yac peaxilii, MTOMUJIKU Ta 1HII METPHUKH, MICIS YOr0 aBTOMATHUYHO KOPUTYE
nepeoir crieHapito.

30ip Tememetpii Oynmo peamizoBano uepe3 UTelemetrySubsystem, mo dopmye
CTaTUCTHUKY Ta 3a0e31edy€e 3BOPOTHHH 3B 30K 3 IHITUMHU MOIYJISIMHU.

[Ipouenypue dhopmyBanHs cepefopuina O0yino peanizoBano y UPlacementService,
SAKWA aBTOMATUYHO Po3Milllye abo OHOBIIIOE 00’ekTu 3a qonomororo PCG Framework 1
bynkuii SpawnActor.

KepyBanus noBesinkoro areHris Oyio peanizoBano yepe3 AlController, Behavior
Trees 1 Blackboard, mo qo3Bonuno quHamigHo 3MmiHIOBaTH cTpaterito NPC BiamoBiaHO
JIO CTaHy CIICHapIIo.

CucrteMHa JIorika, reHepallisi, aHalTHKa Ta o0poOKa gaHux peainizoBaHi Ha C++,
toxi sik Blueprint Bukopucrano mis BizyanbHoi joriku, Ul Ta MOHTaXKy TIOIii.

VY pesynbrari OyJio CTBOPEHO THYUKY, aIaliTUBHY CUCTEMY, 3/IaTHY T€HEpYyBaTH U
MOAM(IKYBATH CLIEHApPIi B peaIbHOMY Yaci.

VY meHTpi apXiTEKTypH 3HAXOAUTHCA SAPO CIICHAPHOI CHUCTEMH, MOOYJAOBaHE
HABKOJIO mMifcucTeMu ScenarioSubsystem, sika BHUKOHYE POJIb KEPYIOUOIro eJeMEHTa
BCHOT'0 TPOIeCYy HaBYaHHS. BoHa BifmoBizae 3a iHIIIATI3aIII0 CIIEHAPiiB, KOOPINHAIIIIO
MJICUCTEM, 30MpaHHS aHATITUKUA Ta 3a0€3MeUeHHs JOCTYMY J0 OCHOBHMX (DYHKIIH 13
Oy/Ib-SIKOTO €JIEMEHTa T'PH.

Kosken crienapiii BTUTFOETBCSL yepe3 KoHTposiep creHapito (ScenarioController),
KWW yTIpaBIIsie CTAaHAMHU, 1HIIIIO€ TOOYA0BY CEpPEIOBUIIA, AKTUBYE MOI1 Ta CIAKYE 3a 1X
nociioBHIcTIO. KoHTposiep B3aeMozie 3 aBTomaroM cTaHiB (ScenarioStateMachine), 1o
peai3ye CIeHapHY JIOTIKYy — MEpeXoau MDK eTanaMyd HaBUYaHHSA, PEakilir0 Ha TOIii,

00pOOKy YCHIIIHOCTI YU MOMHJIOK KOpHUCTyBada. Takui miaxXia J03BOJISE PO3MEKYBATH
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CIIEHApHY JIOTIKY BIJ BHYTPIIIHBOI apXITEKTypu PYIIisg, IO 3HAYHO CIPOIIYeE
PO3UIMPEHHS CUCTEMH.

Baxxmsoro CKJIa/IOBOIO € MOJTyJIb a1lalTUBHO1 CKJIaIHOCTI
(AdaptiveDifficultyComponent), skuif TOCTIHHO aHaJi3ye JdaHI KOPHUCTYBaIbKOi
B3a€MO/Ii, PIKCy€e KUTbKICTh TOMUJIOK, IIBUJKICTh pearyBaHHs, 4ac BUKOHAHHS 3aB/IaHb
1 Ha OCHOBI ITUX MTOKA3HUKIB KOPUTYE PIBEHb CKJIAJHOCTI clieHapiro. MexaHi3M Mpalioe B
peabHOMY Yaci, 3MIHIOIOYH 1HTEHCUBHICTD IMOJIIM, KUIBKICTh IIJKa30K a00 MOBEIIHKY
BIpTYaJbHUX areHTIiB JUISI JOCSTHEHHS ONTUMATBHOTO PiBHS 3aTy4€HOCTI CTYACHTA.

Monyns po3MimienHs o0’ektiB (PlacementService) BiamoBijae 3a CTBOPEHHS Ta
OHOBJICHHSI €JIEMEHTIB CEepeOBHUIIA i Yac TPEeHyBaHHSA. Y HOro 3aBAaHHS BXOJUTH
1HILIaIi3aMisl MNpoCTOpYy, AWHAMIYHHMIA CIABH €JEMEHTIB, KOHTPOJIb IXHIX MNO3ULIN 1
napameTpiB, a TAKOXK OHOBJICHHS] KOMITO3HMIII1 CIIEHU 3aJIKHO BiJl CKJIQJHOCTI CIIEHAPIIO
YU NPOTpecy KOPUCTyBaya. 3aBAsSKU IHTErpauii 3 mpoueaypHuMu iHcTpymerntamu Unreal
Engine (Procedural Content Generation Framework) 1ieii Moaynb MoOke TeHEpyBaTH
BapiaTHBHI cepeloBUIlla 6€3 HE0OX1THOCTI PYYHOIO pe/laryBaHHs.

st 3a0e3neyeHHst 300py CTaTUCTUKA B CHUCTEMY BIPOBAIKEHO MIACUCTEMY
tenemeTpii (TelemetrySubsystem), sika dikcye aii KopucTyBada, TPUBAIICTh BUKOHAHHS
3aB/IaHb, MMOKA3HUKH YCIIIIHOCTI Ta AMHAMIKY HOMHJIOK. OTpuMaH1 JaHl NepelarThCs
710 aJanTaifHOTO MOAYJIS, IO TO3BOJISIE peaTizyBaTH MEXaHi3MU 3BOPOTHOTO 3B’S3KY,
CTBOPIOBATH 3BITH Ta HAJIaBaTH PEKOMEHAIlli KOPUCTYBadaM.

Koxken crenapiii omucyeTbcs 3a JOMOMOTrol KOHQIrypariiHoro o0’eKTa
(ScenarioConfig), peanizoBanoro Ha ocHoBi Primary Data Asset. Kondirypartist MiCTUTB
CTPYKTYpy CTaHIB, MapamMeTpu TEepPeXOJiB, IOPOTOBI 3HAYCHHS JJIA OIlIHKK i
KOPHUCTYyBaya, a TaKOK HabOpH KJ1aciB 00’ €KTIB, sIKI BAKOPUCTOBYIOTHCSI B KOHKPETHOMY
TpeHyBaHHI. 3aBISKM I[bOMYy MOJKJIMBA IIBUIKA 3MiHA CTPYKTYpH CIleHapito 0e3
BTPYYaHHS Y KOJI.

Cucrema nmodyoBaHa 3a NPUHIMUIIOM TOPUIHOTIO PO3MOALTY JIorika Mix C++ Ta
Blueprint, mo m03BoJisi€ MO€HATH CTA0IIBHICTE 1 MPOAYKTUBHICTh HATUBHOTO KOIY 3

THYYKICTIO BI3yaJlbHOTO pPe/laryBaHHSI.
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@DyHKI10HAN, TOB’ I3aHUM 13 CHCTEMHHMH MPOIIECaMU, CKIAIHUMHU O0UMCIIEHHSIMU
Ta KEpyBaHHSM TMOTOKAMH TMOAiM, peamizoBaHO MOBOI0 C++. Jlo Takux enemMeHTIB
HaJeXKaTh: JIOTIKA aBTOMAaTa CTaHIB, aJanTalliiiHl aJrOpUTMH, aHajii3 TeleMeTpii,
YIpaBJIiHHS CIICHAPHUMH MOJIISIMU Ta B3aEMOJIIS 13 CEPEIOBHUIIIEM.

Boanouac Blueprint-piBeHb BHUKOPHCTOBYETBCS [UJIsl peajizaiii Bi3yalbHOI
YaCTUHU HABYAIBHOTO TPOIECY — B1IOOPaKCHHS ITiIKA30K, YIPaBIiHHS iHTEepdericaMmu
KOpHCTYyBaua, CTBOPEHHS TPUTEPIB, aKTUBAIlil 3aBaaHb 1 aHiMallii. Yepes Blueprint-nomii
pPO3pOOHUK MO’KE BH3HAUATH CIIEHapHI peakinii 6e3 mepexommisiii C++-MomymiB, 0
0COOJIMBO BaXKJIMBO MIPH HAJAIITYBaHHI BEIMKOT KUTKOCTI BapiaHTIB CIICHAPIiB.

TumnoBwuii UK B3aeMoii Burisaae tak: sapo (C++) popMye cTpykTypy clieHapiro
Ta BUKJIMKae Blueprint-noaii, ki peanizyloTb KOHKPETHY IMOBEIHKY Y clieHi. Pe3ynbratu
Nl kopucTyBada (iKCyroThcsi yepe3 Blueprint-By3nu TenemeTpii, 10 nepeaaroTh JaHi
Hazan y CH+-miacucremy miisg aHamizy. TakuMm 4YuHOM, OOMABa PiBHI YTBOPIOIOTh
3aMKHEHY cHUcTeMy B3aemonii, e Blueprint 3a6e3neuye BizyanbHy AuHaMiKy, a C++ —
JIOT1YHY IUJTICHICTB 1 KOHTPOJIb.

Bubip came Takoi apXiTeKTypHu 103BOJISIE€ JOCITTH OalaHCy M1k MPOAYKTUBHICTIO
Ta 3pYYHICTIO PO3POOKU. 3aBASKUA TOJILTY BIIMOBIIATLHOCTEH MPOTPAMHUN KOMIIIEKC
NIATPUMY€E MacITaOyBaHHs, IOBTOPHE BUKOPUCTAHHS KOMIIOHEHTIB 1 PO3LIMPIOBAHICTb,
10 0COOJIMBO BaXIJIMBO ISl CKJIAIHUX HABYAIBHUX CUMYJISITOPIB, € HEOOX1HO MIBUAKO

MOAM(IKyBaTH JIOTIKY 0€3 3MiH y HU3bKOPIBHEBOMY KOJII PYIIIis.

3.2 llenTpanpHa J0OTiYHA YaCTUHA CUCTEMH

Mopaynb 1HTENEKTyallbHOI TEHepallii CepelloBUINA pPealli30oBaHO sIK  HaOip
noB’si3anux mijgcucteM (Subsystems, Components, Controllers), 1o mpairo0Th y UK
1HIIami3amis — 1nmody/10Ba — BUKOHAHHS — ajanTallis — 3aBepiieHHs. [leHTpanbsHuM
KepyrouuM eneMeHToM Buctynae ScenarioController, sikuii oTpumye napamerpu 3
ScenarioConfig (Primary Data Asset), inititoe PCG-mporiecu i akTHBY€E MOBEIIHKOBI
Mozeni arentiB. Kondirypartiis cepenoBuiia GOpMY€EThCS 3aJICKHO BiJl TUITY CIIEHAPIIO,

IiJIel HaBYaHHS, CTAPTOBO1 CKJIAIHOCTI Ta CTATUCTUKH ITOIIEPETHIX CECIi.
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ScenarioConfig 30epirae ineHTH(IKATOp CIIEHAPI0, HABUYAJIbHI MU, MEPENTiK
CTaHIB 1 MEPEXOJiB, MOYATKOBI MOPOTH CKJIAJHOCTI, HaOIp KJjaciB 00’€KTiB, IpaBuja
po3MmilieHHs Ta nonituku agantamii. Kondirypauis moxe nocunaruca Ha DataTables 13
piBHsIMU KoMmrieTeHTHOCTI. KoxHa cecis wmae seed-3HayeHHs, WI0 TrapaHTye
BIJITBOPIOBAHICTH MPH BapiaTUBHOCTI CEPEIOBUIIIA.

Ha ctapTi ScenarioController 3untye koH}irypaiito, iHiliaaizye aBToMaT CTaHIB 1
aKTUBYE TEJIEMETPIl0 Ta AaJalTUBHICTh. Y MEPEKEBOMY PEXKUMI MEPEBIPSETHCS
peruikaiisi, o0 yci omneparii reHepariii BAKOHYBaJIHICS I€TEPMIHOBAHO Ha CEPBEPI.

[ToGynoBa mpoctopy BukoHyeTbesi uepe3 PCG-rpadu ta Placement-cepsic, siki
(GOpMYIOTh MAKPOCTPYKTYPY CLIEHU H pO3TAlIOBYIOTh 00’ €KTH B1IMOBIAHO A0 MpaBuil. Y
pa3i KOH(DIIKTIB (KOJIi31i, HEAOCTYITHI MaplIPyTH) BIAOYBA€EThCS JIOKaJIbHA Mepedy10Ba.
[Ticnst cTBOpeHHS reoMeTpil aKTHBYETHCS JIOTIKA CIIEHApIiIO: aBTOMAT MEPEXOIUTh Y
MOYAaTKOBUI CTaH, MOKa3ylTbCd 1HCTPYKTaxi, mpaioTs Behavior Trees Ta EQS s
NPC.

Y mpormeci cUMyISIi  TeneMeTpis 30Mpae  MOKAa3HUKH (Yac, TOMUIIKH,
CTaOUIBHICTh). ANANTUBHUM MOAYJb 3a iX 3MIHOIO KOPHUTYE MapamMeTpu — uac
BUKOHAHHSA, IHTEHCUBHICTH TMOMiH, mIbHICTE NPC, KUIBKICT, IJKA30K a0o
MIKpPOCTPYKTYpPY cCepeioBHIIa. Y pa3l MNOTpeOu CcHeHapiil MepeBOAUTHCS Ha
aNbTEPHATUBHY T'UIKY 0€3 BTpaTH HaBYaJIbHOI METH.

VYci  BUMaakoBI  3HAYEHHS  KOHTPOJIIOIOTBCS  Uepe3 €IUHUM  T'eHEepaTop
BUIIAJIKOBOCTI, @ B MEPEXKEBOMY pexkuMiI — cepBepoM. Ilicisg aganTUBHUX 3MiH
Placement-cepBic BHKOHYE MIBHAKI TEPEBIPKM KOPEKTHOCTI po3MilIeHHs. SIKIIOo
BUSIBJICHO KPUTUYHI MOMUIIKHA (HEMPOXITHICTh, KOHGIIKTU TPUTEPiB) CUCTEMA BUKOHYE
JIOKaJIbHE BUITpaBJIeHHs a00 BiJIKAaT.

[Ticnst 3aBepIIeHHS CIIEHAP1I0 MOTYJTb OIIHIOBAaHHS (JOPMYE arperoBaHi MOKa3HUKA
(TOUYHICTh, Yac, BUKOPUCTAHHS MIJAKA30K, CTa0LIbHICTh). Ha iX OCHOBI OHOBJIIOIOTHCS
MOPOTM CKJIAJHOCTI JUIsl HAacTymHoi cecili. Baxkki omeparii reHeparii BUKOHYIOTHCS

MaKEeTHO a00 CTPIMIISATHCS JJISI YHUKHEHHS BTPATH MPOTYKTHBHOCTI.



50

Jlns nuzaitnepiB nepeadadeno Habip Blueprint-oaiit 1 kondiryparopiB DataAsset,
110 JTO3BOJISIOTH 3MiHIOBATH MapaMeTPH CIICHAPil0 Ta BAKOHYBAaTH TECTOBI MPOTOHU 0e3

nepexommisiii C++.
3.2.1 TTobynoBa clieHapHOI CTPYKTYPH Ta MEPEX0/1iB MIXK eTaramMu

VY po3po0eHiif cucTteMi Jorika TPeHyBaJIbHOTO MPOLIECy peaii3oBaHa Y BUIIISII
ClieHapHOTOo Tpada, M0 BHUKOHYETHCS KIHIIEBUM aBTOMAaTOM CTaHIB, TPHUKIIA]
300pakeHnid Ha pUCYHKY 3.2. Taka Mozenb BIAOKPEMIIIOE MEAAroriuHy CTPYKTYPY
CLIEHapilO B1Jl BHYTPIIIHIX MEXaHIK pyuIis: rpad BU3HAYA€E MOCIIIOBHICTh HABYAIBHUX
¢a3, a aBToMaT — yMOBH Iepexo/iB MiXK HUMHU. Lle 103BoJsie KepyBaTH CLEHapiIMU
JTAaHUMHU 3 KOH(DIrypaiiiii, 3a6e3neuyBaTu JeTEPMIHOBaHICTh BUKOHAHHS Ta MiITPUMYyBaTH

CTaOUIBHICTh HABITH MMiJ] YaC JUHAMIYHUX 3MIH CEPEJIOBHUIIIA.

( )—’l Initialization }-event--------;
start '

event '

. S '
condition- -~ |

Task REREEEEI
— i E

event !

’ ¥
/—‘

Review evaluate
- J

event adaptT
P TN :

Recap L -evaluate
)

adapt

Pucynok 3.2 — CTpykTypa clieHapHOTro rpada Ta KiHIIEBOI'0 aBTOMaTa CTaHIB Yy

pO3p0o0IICHIH cucTeMi

Cuenaphuii rpad CKJ1a1aeThes 31 CTaHiB, OA1H 1 yMOB niepexo/1iB. KoxkeH ctan Mae
neJaroriydy 1iiab (IHCTPYKTaXX, BUKOHAHHS 3aBJaHHs, IIEpeBIpKa pe3yJibTary,
pednekcist) Ta Bu3Ha4eHi 11i mpu Bxo11/Buxoi. [Tofii, mo 1HImiF0I0Th TEPEX0aH, MOXKYTh

OyTH irpoBUMHU (i KOPUCTYBaya), YaCOBUMHU, AaHATITUIHUMU a00 CUCTEMHUMH. Y MOBU
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Mepexo/iiB 3aJal0ThCs JEKJIApaTUBHO B KOH(Irypailii, a aBToMar MpaIioe y HUKJI:
1HII1aJ13anis1 — BUKOHAHHS — OILIIHKA — aJianTallis.

Ha erami iHimiami3amii 34UTYIOTbCA TapaMeTPH CKIIATHOCTI, aKTUBYIOThCSI 0a30Bi
PCG-kOMITIOHEHTH Ta IIOBEJIHKOBI JepeBa areHTiB. [li yac BUKOHAHHS CIICHApilO
aBTOMaT 00pOOJITE AaCHHXPOHHI MO/ 3 PYyIIis Ta aHAJTITUKH, 3aCTOCOBYIOYH JIOKAJIbHI
peaxinii abo TepexoAs Y 0 HACTymHOTro craHy. Jlorika mopiil € 1IEeMIOTEHTHOIO, IO
3aro0irae HEKOHTPOJBLOBAHUM KacKaJlaM PeaKIlii.

Konu ymoBa 3aBepiieHHS CTaHy BHUKOHAHA, CUCTEMa IMEPEXOIUTh 0 KOPOTKOi
OIIIHKHU: TEJIEMETPIsl HaJla€ arperoBaHi METPUKH, OOUUCITIOETHCS JTOKAIBHUM pe3ynbTar,
SKUW 3aHOCUTBHCS B KypHajl cecii pa3oM 13 KOHTEKCTOM cepenoBuiia. [licis 1poro
BIIOYBAETHCS afanTaliss — MOJIYJIb CKJIAJHOCTI (OopMye MakeT 3MiH (4ac, MiJKa3KHu,
noBeninka NPC, nokanpHl mepeOyaoBH CEpEIOBUINA), SKI 3aCTOCOBYIOTHCS IEpEl
BXOJIOM y HaCTYITHUH CTaH.

[lepexoau CHHXPOHI3YIOTHCS 31 CTPIMIHTOM PIBHIB Ta CUCTEMaMH CEpEOBHIIIA.
NPC pearyiore Ha 3MiHy cTaHiB 4yepe3 Blackboard-3minHi, MIaBHO 3MiHIOHOYU
MOBEMIIHKOBI maTepHu. llepeq mnepexolloM BUKOHYEThCS Bajijallisl JAOCTYIHOCTI
MapHIpyTy, KOpEKTHOCTI TaliMEPiB Ta BIICYTHOCTI KOH(IIIKTIB; Y pa3i BIIXWJICHb CUCTEMA
aKTHUBYE M’sIKy KOpekuito abo mifctad Recovery.

CucrteMa TakoX MIATPUMYE TapajesbHl MiA3aBIaHHs Yepe3 KOMIIO3UTHI CTaHU Ta
BU3HAYCHI TOJITUKH TPIOPUTETIB. Y MYJITUKOPUCTYBAIBKUX CIIEHAPIIX aBTOMAT
Mpaioe aBTOPUTETHO HA CepBepl, HOPMAJI3y€ MOJil Ta TPAHCIIOE KIIEHTaM JIUIIE
pIIIIEHHS IIOJI0 TMEePEXO/IIB 1 aanTallii.

VYci kIT04u0B1 TO/IIT IUKITY — BX17/BUX1]] CTaHIB, MPUYUHU MEPEXO/IiB, 3aCTOCOBAHI
KOpeKIlli — (DIKCYIOThCS Y )KypHaJIl cecii, 1o 3a0e3rneuye MOKJIIMBICTh BIITBOPEHHS Ta
aHAJIITUYHOTO aHAI3Y.

TakuM 4MHOM, TPEHYBAJIBHHUM TPOLEC peali3yeThCsl K KEPOBAHUU CLIEHAPHUMN
UK, y SKOMY KOXXEH CTaH Ma€ YiTKy CTPYKTypy, a MEpPEeXOJHu CYHPOBOKYIOTHCS
(dhopMalIbHOO OIIHKOIO Ta aJaITUBHUMHM 3MIHAMHU, 10 3a0e3Meduye Mpo30piCTh, CTIHKICTh

! BIITBOPIOBAHICTb JIOT1KM TPEHYBAHb.
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3.2.2 biok BU3HAUYC€HHS PO3MIIIEHHS 00’ €KTiB Ha OCHOBI npaswmi Ta EQS

[HTENeKTYyampHEe PO3MIMICHHS OO0’€KTIB Yy CHCTEMI TeHepallli TpeHyBaJIbHUX
CIICHApIiB € OJHIEI0 3 KIIOYOBUX IMIJCUCTEM, HI0 3a0e3ledye AWHAMIYHY 3MiHY
MIPOCTOPOBOI KOH(QITypallii CepeIOBHINA BIMOBIIHO J0 KOHTEKCTY CIIEHAPit0, TOTOYHUX
N KOpUCTyBaya Ta HaBYAIBHMX ITUIeH. Ha BimMiHY BiJf CTaTUYHOTO MW3aiiHYy PiBHIB,
1HTeJIeKTyaJIbHEe pO3MIIIECHHS (DYHKIIOHYE SIK KEPOBAaHUH MPOLIEC MPUHHATTS PIllIeHb, Y
AKOMY TO€NHYIOThCs nponeaypHa renepaiis (PCQG), ananituyni npasuia (Placement
Rules) Tta cemantnuni anroputmu Unreal Engine, 30kpema Environment Query System
(EQS).

OcHOBHUM BHKOHaBYMM ejneMeHTOM € KoMmroHeHT UPlacementService, skuii
npaitoe y ckiani sapa cienapito (UScenarioSubsystem) 1 peanizye API st cTBopeHHs,
nepeMillieHHs, BUAAJICHHS Ta mepereHeparlii o0’ekTiB. Moaynb B3aeMofi€e 3 TphoMa
OCHOBHHMMH MiICHCTEMAMHU PYIILIs:

— procedural content generation framework (PCG) nns moOynoBu 6a3oBuX
MaTepHIB CEPEJAOBHINA Ta aBTOMATHYHOTO PO3MIIICHHS 00 €KTIB Ha eTarl 1HiIaizarii
CIIEHApIIO.

— environment query system (EQS) mas AMHAMIYHOTO BH3HAYCHHS
ONTUMAJIBHUX TMO3MIII y TPOCTOpl MiJ] YaCc BUKOHAHHS CIIEHAPIIO, 3 YpaxyBaHHIM
(hakTOpiB JOCTYMHOCT1, BAAUMOCTI Ta HEOE3MEKH.

—  physics/navigation system Jjisi IepeBIpKU BaIIAHOCTI CIIABHY: BIJICYTHOCTI
KOJI131i, 3a0€3Me4eHHs] HaBIraliiHuX nuisixiB, mATpUMKA LOD 1 cTabuibHOCTI IpH 3MiH1
reoMeTpii CBITY.

PlacementService mae TBOCTyIIEHEBY CTPYKTYPY:

— static layer Bu3Hauae mouarkoBe 6a3oBe pos3minieHHs 3a PCG-madionamu;

— dynamic layer kopurye moswmiii ab0 CTBOpPIOE€ HOBI O0’€KTH IMMiJ dac
BUKOHAHHSI CIIEHAPII0;

Koxen 00’exT, po3miiienuii cuctemoro, mae Placement Descriptor, sikuii onucye:
tur, kiac Blueprint abo Actor, kaTeropiro (training, assistive, hazard), cran akTHBHOCTI,

MPIOPUTET CIIEHAPHOTO BIUIMBY, a TAKOX ICTOPIIO aanTailii (K 1 Kojau OyB 3MIHEHUN).
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Jlnst KOHTpOJIIO TIporiecy TeHeparllii BBeaeHo dhopmanbHuii Haoip Placement Rules, sikuit

3aJla€ MPOCTOPOBI, JIOT1YHI Ta MeAaroriudi oomexxeHHs. OCHOBHI KaTeropii mpaBui:
— MiHIMaJIbHI/MaKCUMaJIbHI BIJICTaH1 MK 00’ €KTaMH OJIHI€T KaTeropii;

— BUKJIFOYCHHS 30H (NnO-Spawn regions) — Hampukiaa, CTapTOBa IO3MILiS

KOpHCTyBada, KOHTPOJIbHI TOUKH a00 HaBYallbHI 1HTEpdEiicH;

—  BpaxyBaHHS BUCOTH, HAXUJTY TIOBEPXHI, PIBHS OCBITJECHOCTI YU IIyMY (uepe3
EQS).
CemanTuuni npaBuia (Semantic Rules):

— 00’€KTH MEBHOTO TUITY HE MOXKYTh PO3MIILLyBaTUCs 0€3 MonepeaHboi Mol

(Hanpukia, ABepi 0e3 3aBJaHHs Ha BIJIKPUTTS);

— B32€MO3AJICKHICTh MK 00’ €KTaMU — SIKIIIO aKTUBOBAHO TpUTep A, 00’ €KTH
B MaroTe OyTH HEOCTYIHI 200 3aMIHEHI.

[ToBeninkosi npasuiia (Behavioral Rules):

— TpeHyBaJIbHI 00 €KTH 3’SBJISIOTHCS JIUILE MPU JOCITHEHHI MEBHOTO CTaHY
CIIEHapII0;

— IHTEHCUBHICTG 1 KUIBKICTb OO’€KTIB 3MIHIOIOTBCS BIAIMOBIZHO IO
MPOJTYKTUBHOCTI KOPHCTYyBaya.

[Tenaroriuni npasuia (Instructional Rules):
— CKJIQJHICTh POCTOPY BIAMOBIIAE TOTOYHOMY PIBHIO KOMIIETEHTHOCTI;

— HaBYAJIbHI 00 €KTH 3aBXIU 3HAXOIATHCA B MeEXax JOCTYIHOCTI IS
KOpHCTyBaya 3 IEBHUM MTOPOTOM HaBUYOK.

i npaBuna onucyroThes y Burisiai DataTable PlacementRulesTable, o 36epirae
dbopmanbHi YMOBH Ta Aii (yMOBa — oOMexkeHHs — peakilisi). [1ix yac koxxHOi reHeparii
CUCTEeMa MPOXOAUTH 110 TaOJIUIIO, 3aCTOCOBYIOYM (iIbTpU nepen Bukinkom EQS abo
PCG.

AJTOpPUTM PO3MILIEHHS CKIAJA€ThCS 3 TAKUX MOCIIZIOBHOCTEH, K1 300paxkeH1 Ha

pUCYHKY 3.3
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Generate candidate points

PCG module generates a grid of points
and assigns initial ranks

!

Filter by placement rules
FilterByPlacementRules()

T

EQS query and
evaluate environment
EQS Score Map

!

Select optimal points

and spawn
SpawnActor() or Add Instance()
SpawnBatch()

T

Validate and adapt
FindClosestValidPoint()

Pucynok 3.3 — AJroput™m po3MillleHHsI 00’ €KTIB y CUCTEMI reHepallii

CepeIOBHIINA

ITix yac BUKOHAHHS ciieHapito PlacementService mpaiitoe B peakTHBHOMY PEKHMI.
KoxHa nis1 KopucTyBaya, IO BIUIMBAE HAa MPOCTOPOBY JOTIKY (TEpEMIILIEHHS,
pyWHYBaHHsI, BAKOHAHHS 3aBJaHHs ), cTBOpro€ noiro OnEnvironmentChanged. Lls momis
3aIyCcKa€e 4YacTKOBY TepereHepariito JokanbHOi oOsacti 3a momomororo EQS/PCG y
MeXax pajaiyca BIUTHBY. [Ipukiaa: SKIIo KOpUCTyBad MIBUIKO BUKOHAB 3a7a4y B OJHIN
30H1, CUCTEMa MOXE aBTOMATUYHO aKTUBYBATH ‘‘HACTYITHY XBUJIIO” MO — PO3MICTUTH
HOBI 00’ekth un NPC y cycigHbOMY CEKTOpi, ajge 3 ypaxXyBaHHAM pe3yJbTaTiB
noniepenHporo eramy. lLle cTBoproe e(deKT JKMBOTO CepeloBHINA, SKE pearye Ha
YCHIIIHICTB A1l CTyACHTA.

JUIsi MiJBUILEHHS TPOIYKTUBHOCTI CHUCTEMA 3aCTOCOBYE PETIOHAIbHI KBaHTH:
CIIEHA JIIJTUTHCS Ha CEKIIil, KokHa 3 sikux mae BiacHuit Habip PCG/EQS mapamerpis. [1pu
ajanTariii 3MIHIOIOTHCSI JIUIIE aKTUBHI CEKIIii, 1[0 MIHIMI3Y€ 3aTPUMKH Ta HE BIUTMBAE HA
FPS mig yac oHOBJICHHS.

PlacementService TicHO iHTerpoBaHwmii 13 ScenarioStateMachine. [lepexomu mix
craHamu (Hanpukiaj, “Init — Task — Evaluation — Adaptation”) cynpoBoaKyOTbCs

nepeBIpKaMHu BaJIITHOCTI 00’€KTIB. SIKIIO y HACTymHOMY CTaHI MOTPIOHI HOBI THIHU
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€JIEMEHTIB, CUCTEMa BiJBAHTAXXY€ HEMOTPIOHI i 3aBaHTaKy€ HOBI 3T1JIHO 3 MpaBUIaMU
CIIEHapIIO.

[Ipu upomMy MIATPUMYETHCA “KOHTEKCTHA CMAIKOBICTH  — 00’€KTH, CTBOPEHI Ha
MOMEpPEeIHIX eTanax, MOXKyTh 3MIHIOBaTH CTaTyC, aje HE 3HMKAIOTh MUTTEBO (1100 HE
pyHHYBaTH JOTIYHY TOCHifoBHICTh monii). Hampuknaa, NPC, skuii OyB macuBHUM
criocTepiradyeM, y HOBOMY CTaHI MOXK€ CTaTH aKTUBHUM TPEHYBAJIbHHM areHTOM, HE
BUMArarouu rnepeco3aaHHsl.

[aTenekTyanpHe pO3MIIICHHS OO0 €KTIB y CHCTeMI TMOEIHYE MPOLEAYPHY
reHepallilo, CEMaHTUYHY JIOTIKy Ta aHalTU4YHYy ajanrtauiro. Buxopucranns PCG
3a0e3neuye mBUaKe GopMyBaHHs 0a3oBoro npoctopy, EQS — npuitHaTTs “po3yMHUX
pillleHb IIOAO ONTHUMAJIBHOIO TMO3ULIOHYBaHHA, a Placement Rules rapanTyroTh
BIIMOBIAHICTh HABYAIBHUM IIUISIM 1 TEXHIYHY KOPEKTHICTh CEPEJOBHINA. Y Pe3yibTaTl
CEpEeIOBHILE HE € CTATUYHUM — BOHO €BOJIIOI[IOHYE PAa30M 13 KOPUCTYyBaueM, pearyrun
Ha Horo nii, piBeHb KOMIETEHTHOCTI Ta KOHTEKCT HABYAJBHOTO 3aBIaHHs, 110 POOUTH

CUMYJIAIIIO OJTHOYACHO JUHAMIYHOIO 1 TIEAaroriyHo KOHTPOJIbOBAHOIO.
3.2.3 KopuryBaHHS piBHS CKJIQTHOCTI 3aJICKHO BiJl X0y BUKOHAHHS

MexaHi3M aganTHBHOI CKJIQAHOCTI € OJHHUM 13 KJIFOYOBHUX EJIEMEHTIB CHCTEMU
IHTENEKTYaJIbHOI FeHepallii TpeHyBaJIbHUX CLIEHapIiB, KU 3a0e3neuye MiIalTyBaHHs
HABYaJIBHOIO MPOUECY M IHAUBITYyAIbHUIA pIBEeHb KopucTyBadya. OCHOBHA 1]1€5 TIOJIATAE
y MIATPUMII TaK 3BaHOTO “‘OajaHCy BUKJIHKY — CTaHy, KOJH 3aBIaHHS 3aJUIIAIOTHCS
JIOCTaTHBO CKJIQJHUMH, 100 CTUMYJIOBATH MUCICHHS Ta TpPaKTUYHI [ii, ajge He
MEPEBUIITYIOTh TOTOYHUX MOXJIMBOCTEH KopucTyBada. ¥ cucremax Ha Unreal Engine 1ie
peami3yeTbcsi d4epe3 3aMKHEHY TeTII0 ajamnTailii, 10 CKIAJaeThCsi 3 TPhOX
B3a€MOIIOB’I3aHUX ETalliB: TEJIEMETpis, OIlIHKA Ta Kopekiis. Takuil miaxia 3abe3nedye
Oe3rnepepBHUI aHATI3 TTOBEIHKH CTYJCHTa, BUSHAUYECHHS PIBHS HOT0 KOMIETEHTHOCTI Ta
JTMHAMIYHE PETyIIOBaHHS CKJIaAHOCTI CIIEHAPII0 B pealbHOMY Yaci.

Ha nepuiomy erami BinOyBaeThest 301p TeeMeTpii — cructema Qikcye BCl KI0UO0BI
MOKa3HUKHU B3a€MO/II1 KOPUCTYBaua 3 HABYAIBHUM cepeloBuIleM. J[0 TaKnX MOKa3HUKIB

Hajie)KaTh 4Yac BUKOHAHHS 3aBllaHb, KUIBKICTh JOMYIIEHHX MOMMJIOK, TOYHICThH iH,
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4acTOTa BUKOPHUCTAHHS ITiIKA30K, CTa0lIbHICTh BUKOHAHHS TOCIIIOBHHUX JIM, a TaKOXK
MOBEIIHKOBI TapaMeTpH, SK-OT BHUOIP TPaeKTOpid pyXy UM YacToTa 3BEPHEHB 0
iHTepdeticy. Lli mani oOpoOISMIOTECS y peaTbHOMY 4aci W arperyroThCsl Y BHYTPILIHIO
CTpYKTYypy Tenemerpii. TakuM uuHOM, cuctema (GopMye MOBHY KapTHHY MOTOYHOIO
CTaHy KOPUCTyBa4a, HE NePEPUBAIOYN OCHOBHHI HaBYAILHUN MTPOIIEC.

Ha npyromy erarri oriHka pe3yJibTaTiB BUKOHYETHCS CIICIIIAIBHIM MOIYJIEM, SIKAN
aHaJi3ye€ OTPUMaHI METPUKHU Ta BHU3HAYA€E 1HTErpaJbHUN MOKa3HUK €(pEeKTUBHOCTI, ab0
Performance Index. Bin po3paxoByeTbcs Ha OCHOBI BaroBHX KoOe(illi€HTIB, IO
BPaxOBYIOTh TOYHICTb, IBUJIKICTh, KUTBKICTh TOMHUJIOK 1 YaCTOTY 3BEPHEHB 0 JIOTIOMOTH.
Hampukinazn, gm0 KOpUCTyBad BHUKOHY€ 3aBJIaHHSI IIBUIKO, alie JOIMYyCKae Oarato
MOMUJIOK, 3araJIbHUM 1HJEKC 3HIDKYETHCS; SKIIO Mii TOYHI, ajié HaJATO MOBUIbHI —
CUCTEMa IHTEPIIPETYE 11e K MOTpedy y T0AATKOBUX IMiIKa3KaX YM CIPOIeHHI yMoB. Lleit
MIJIX17 103BOJIsIE (popMalti3yBaTH CKJIQJIHICTh HaBYaHHA y HUQPOBIH dhopmi, 1110 3pyUHO
JUTSL aHAJTITUKY Ta MOJABIIOT0 HABUYaHHS CUCTEMH Ha PEaIbHUX JaHUX.

[Ticnst po3paxyHKy 1HIEKCY aKTHBYETbCS €Tarl KOPEKIIii, MiJ 4ac SKOro CIieHapii
N1JUTAIITOBYETHCS M1 TOTOYHUI pIBEHb KOPUCTYBaya. SIKIIO MOKa3HWKH YCHIIIHOCTI
HUKY1 32 BCTAHOBJIGHUH MOPIT, CUCTEMAa 3MEHIITY€ KUTbKICTh MapajelbHUX MO, 101a€
BI3yaJIbHI IT1JIKa3KH, 301JIbIIIYE YaC BUKOHAHHS 3aBJIaHb 200 MEPEBOAUTH areHTIB Y MEHII
arpecMBHHUI peXuM. SKIIO )X KOPUCTYBau JEMOHCTPYE CTaOIIbHO BUCOKI PE3yIbTaTH,
CUCTEMA TMOCTYIOBO MiJIBUIIYE CKIATHICTh — J0JIa€ HOBI 3aBJIaHHS, YCKIIQHIOE JIOTIKY
noAiH, 301ablrye mBUAKICTh peakiii NPC uu moaudikye TOMOJOTI0 CepeIOBUILA YEPE3
Moxayiib PlacementService. Kopekiiisi BUKOHY€EThCS TIJIaBHO, 0€3 mepe3aIycKy cecii, oo
YHUKHYTH BTpaTH 3aHYPEHHS Y MPOIeC HaBYaHHS.

106 yHuKkHYTH eeKTy “ToHAaHHs ", KOJU CKIIaJHICTh 3MIHIOETHCS 3aHA/ITO YacCTO,
cucTemMa Mae BOyI0BaHMM 1HEPIIHHUIA MexaH13M. PillleHHs po aganTarito IpuiMaeTbCs
JIUIIE TCIIS aHaMi3y KUTbKOX MOCTIJOBHUX €TalliB, SKIIO TeHICHIIIS 10 MOTIpIIeHHs a0
MOKpAIIEHHS pe3ybTaTiB € cTanor. Kpim Toro, yci 3MiHN 3aCTOCOBYIOTHCS ITOCTYITOBO,
OOMEXYIOUUCh HEBEJIMKHUM BIJCOTKOM Bapiamiii y KoxHoMmy uukii. Lle no3Bosse
MIITPUMYBATH CTaOIBHICTh CIIEHAPII0, BOJHOYAC 3a0e3Meuyroud 1HAUBIIyasizalliio

HAaBYaJIbHOT'O IMPOICCY. I[J'If{ KOPpUCTYBa4a Taka CUCTECMa BUTTIAJA€ ITPUPOJIHO — BIH HE
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MOMIYa€ MOMEHTY NEePEX0/ly Ha 1HIINHN PiBEHb CKJIQJHOCTI, ajie MOCTIMHO BIAYYBaE HOBI
BUKJIUKH, 1110 TATPUMYIOTh IHTEPEC 1 MOTHBAILIIIO.

BaxnuBo, mo ajpanTamiiiHa METAsS MpaIioe y TICHIM B3aeMoJli 3 1HIIMMH
KOMIIOHEHTaMu cHUcTeMHu. 3okpema, 3 ScenarioController, sikuii Moke 3MIHIOBATH
crieHapHi rimku; 3 PlacementService, skuii mepeOynoBye cepeaoBHUIIE BIAMOBIAHO 0
HOBHX BHUMOT; Ta 3 Feedback-monynem, sxuii opMye mepcoHanizoBaHi peKoMeHAaIii
JUIsl KOpUcTyBava. Y MIJICYMKY CHCTEMa He JIMIIE pearye Ha MOTOYHI Ail CTyJeHTa, a i
NPOTHO3YE TONAJbIIy TPAEKTOPIIO WOTO PO3BUTKY, CTBOPIOIOUYM YMOBH MJIf
0e3nepepBHOro BAOCKOHAJIEHHS HaBUYOK. Lle poOuTh alanTUBHY CKJIAHICTh HE IPOCTO
TEXHIYHUM MEXaH13MOM OaJlaHCyBaHHS, a CIPaBXHIM 1HCTPYMEHTOM 1HTEJIEKTYaIbHOTO
HAaBYaHHSA, [0 MOEJHYE AHAJITUKY, MENAroriky Ta iHTepakTuBHY auHamiky Unreal

Engine.
3.3 Ilincucrema 360py iHMOpPMAaIIii Ta OLIHKH TIPOTPeCy

[lincucrema 300py ¥ aHamizy JaHUX € QHAITHUYHUM SIIPOM  CHUCTEMH
IHTEJIEKTyaJIbHOI TeHepallli TpeHyBaJIbHUX CIIEHAPIiB, OCKIIBKUA caMe BOHA 3a0e3reuye
Oe3nepepBHUII MOHITOPUHI i KOPHUCTyBaya, PEECTpallil0 BCIX MOMIA CUMYJALIl Ta
dbopmyBaHHS 1H(OpMaIitHOT OCHOBM JJI ajamTailii CKJIAQJHOCTI, OIlIHIOBaHHS
pe3yabTaTIB 1 MOJATBIIOTO BIOCKOHAJICHHS HaBYalIbHUX Mojenei. Y mexax Unreal
Engine 1151 miacucTeMa peai3yeThCs sIKk KOMILUIEKC B3a€MOIIOB’ I3aHUX CEPBICIB 1 KJaciB,
IHTETPOBAHUX Y 3arajbHy apxiTektypy pyuiis uepe3 C++ API ta Blueprint-Bukimuku.

OcHoBHUM KoMIIOHEHTOM € Telemetry Service, sikuil BianmoBizae 3a (ikcarliro
Mo/ y peaJlbHOMY 4aci. Ycl B3aeMOJlli KOpUCTyBada — HATUCKAHHS, MEPECyBaHHS,
aKTUBaIlisl 00’€KTIB, TOMWIKH, 3BEPHEHHS 10 TMIJKa30K, 3MIHUA CTaHIB CIIEHAPII0 YH
MOBEIIHKH areHTiB — PEECTPYIOTHCS AK CTPYKTYpOBaHI1 3anucu
(FScenarioTelemetryEvent). Kosxen 3amuc MICTUTH YacoBYy MITKY, THI TOMIIi,
11eHTU(IKATOp KOpUCTYyBaya, ClieHapiil, KOOPAUHATU y CBITI, KOHTEKCTHY 1H(OpMAIIiI0
(HanpuKIa, akTUBHUM eTan HaB4aHHs a0o ctaH NPC) Ta KOpoTKuiA onuc pe3yabTaTy Aii.

Taka peramizariisi J03BOJIAE HE JUINE aHami3yBaTh €(EKTHUBHICTb HABYaHHSA, a U
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PEKOHCTPYIOBAaTM TMOBHUHM “‘CIiJI KOpHUCTyBaua” Mg TIIMOOKOro po30opy mpoliecy
TpeHYBaHHS.

Jani TenemeTpii 30epiratotbes y KigblieBoMy Oydepi mam’sTi, IKHid aBTOMAaTUYHO
OUHUIIY€EThCA IMICI 3alOBHEHHS, 3aro0iralouv HaJJIMIIKOBOMY HABAHTAXKEHHIO Ha
cuctemy. {51 HOBrocTpOKOBOTO aHali3y mificHcTeMa nependadae eKCropTep JaHUX, 10
NepioIMYHO 3amucye arperoBani cecii y ¢opmarax JSON a6o CSV, nmpuaaTHUX s
OOpOOKM aHAMITUYHUMH 1HCTpPyYMEHTaMu. Y OUIbII PO3MIMPEHUX KOHPIryparisax
MOJKJIMBE 3’€THaHHS 3 BiIJAJICHUM cepBepoM abo 0azoro manmx yepe3 REST API, mo
JIO3BOJISIE IIEHTPAi30BaHO 30UpaTH CTAaTUCTUKY 3 JEKUIBKOX KIIE€HTIB 1 OyayBaTH
3arajbH1 3BITH 11070 €()EKTUBHOCTI TPEHYBAIBHOT IPOTPAMH.

AHamTuaHUi MoayJib mifacuctemu, Evaluation Engine, BUKOHye iHTEpHOpeTarllito
310paHux AaHuX. BiH aHamizye MOKa3HUKHU MPOTYKTUBHOCTI, CTaOLIBHOCTI, KUIBKICTh
MOBTOPIB,  4acTOTy  TOMWJIOK 1  ¢opmye  mpodiab  KOpUCTyBaya  —
FUserPerformanceProfile. Ile#t mnpodunb MICTUT, mMapamMeTpu  KOPOTKO-  Ta
JIOBIOCTPOKOBOI JIMHAMIKH, IO JO3BOJISIE BIJCIIIIKOBYBATH MPOTPEC HE JIMIIE B MEXax
MOTOYHOTO CIIEHapilo, a i y pamkax yciei cucremu. OTpuMaHi pe3yiabTaTH NepelatoThCs
JI0 MOMYJISl afanTarlii CKJIaJHOCTI, SIKU Ha OCHOBI IIMX METPHUK MpUMMAaE PIIlICHHS MPO
3MIHM CIICHApHUX yMOB. TakMM UYHWHOM, CTBOPIOETHCS 3aMKHEHE AaHAJIITUYHE KOJIO:
KOpPHCTYBau BIUIMBA€E Ha JaHi, IaHl 3MIHIOIOTh CIIEHApii, a ClieHapiii 3HOBY BILJIMBA€E Ha
KOpPHUCTYBaua.

OxkpeMo BapTO BHAUIMTH (PYHKIIIO KOHTEKCTHOI AHAIITUKH, WLIO J03BOJISIE
MOEIHYBAaTH KUIBKICHI METPUKHA 3 KOHTEKCTHMMH (pakTopamu. Hampukian, cucrema
MOK€ BHUSIBUTH, IO TIEBHI MOMUJIKA BHHUKAIOTH JIMIIE Y CHENU(PIYHUX yMOBaX — MpHU
C1aOKOMY OCBITJIEHHI, Y TICHUX NPUMIMIEHHIX a00 i Yac B3a€MOIi 3 KOHKPETHUM
TUTIOM areHTiB. Takuii piBeHb aHATI3Y JOMOMArae He JIMIIE aanTyBaTH CKIAIHICTh, a i
MOKpAIIUTH IM3aiiH ClIeHapiiB, yCyBalouu HerepeadaueHi 6ap’epy HaBYaHHS.

VY peanizauii miiciCTeMH BUKOPUCTOBYIOTHCS SIK HAaTHUBHI 1HCTpyMeHTH Unreal
Engine (cucrema norysanns, DataTables, Performance Analytics), Tak 1 KacTOMHI1 Ki1acu
TUIS Y3TOJIPKEHHS TAaHUX MDK KJI1€EHTCHbKUMU CECISIMHU. Hanpuknan,

UScenarioAnalyticsSubsystem BiamoBimgae 3a 30ip 1 momepeaHio 0OpoOKy Mofii, a
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UReportManager reHepye 3BiTH PO KOXHY HABYAJIBHY CECito, (OPMYIOUN MOKA3HUKH
e(EKTUBHOCTI Ta CTAaTUCTUKY HAaBYAJIBHOTO mporpecy. Lli 3BiTH MOXyTh aBTOMaTUIHO
excriopTyBatucs y Burisifii PDF abo nepegaBatucs Ha cepBep AJIsl OAbIIOT 0OpOOKH.

[Tincucrema 300py i aHai3y JaHUX HE € JIAIIE IHCTPYMEHTOM CITIOCTEPEKCHHS, a
BUCTYTIa€ OCHOBOIO ISl CAMOHABYAHHS BCl€T cicTeMu. BoHa mepeTBoproe TpeHyBalbHHIA
IPOIIEC 13 TACHBHOI CUMYJIALIIT HAa aKTUBHY B3a€MO/III0, y AKIH aH1 mpo Aii KOpUCTyBaya
CTAalOTh PYIIIHOIO CHIJIOIO JJIsi pO3BUTKY cucTeMu. Lle mo3Bosisie peanizyBaTH MPHHIIMIL
“feedback-driven simulation” — konm KOXKHa Jisl, OIIHKA 1 pe3yibTaT O€3MoCepeTHbO
BIJIMBAIOTH HA MOJAJILIIUHN X1]1 TPEHYBaHHS, 3a0€3MeuyI0ur IITUOO0KY MepCoHai3aIliio Ta

BUCOKY €(DEeKTHUBHICTh HABUAJIBHOIO MIPOLIECY.
3.3.1 dikcarris mofiH 1 IX arperyBaHHs y CTaTUCTHYHY MOJIEIb

[TimcucreMa JTOTyBaHHS Ta METPUK € (PYyHIaMEHTAIBHOIO YaCTUHOIO peajli30BaHoOi
CHCTEMH, a/KE caMe BOHA 3a0e3Meduye MOBHY aHATITHUHY KapTUHY pOOOTH KOPUCTyBaya
B MEXaX TPEHYBAJIBHOTO CIIEHapit0. Y Tpolieci po3poOKU TOJIOBHUM 3aBJIaHHSM OYJI0
CTBOPEHHSI YHIBEPCAJIILHOTO MeXaHi3My (ikcarlli mojii, sKuii Mir Ou MmpaoBaTH SK Yy
pEeXKUMI peaibHOTO Yacy, Tak 1 B pexkumi nocranamsy (offline evaluation), He BruinBarouu
npu 1boMy Ha mnpoayktuBHiCTh Unreal Engine. Jlns mporo Oyno peanizoBaHO
cnemianizoBanuid knac UTelemetryLogger, sgxuii 1HTErpyeTbCs y BCl KIFOYOBI
KOMIIOHEHTH CHCTEMH — KOHTpOJep CIeHapilo, MEHEeKep ajaanTailii, MOIYyJb
po3MitieHHs1 00’ €kTiB 1 Al-moBeAiHKY.

OcHoBHa JIOTiKa JIOTYBaHHs MOOYJOBaHA 3a MPUHIIMIIOM MOJI€BOTO JEpeBa, Jie
KOKHA HaBYAJIbHA CECisi MICTUTh 1€papXiuHy CTPYKTYypy: Session — Scenario — Task —
Event. Ha piBHi Session peecTpyeThcsi MOYATOK 1 3aBEPIICHHSI HABYAIBHOTO MPOIIECY, Ha
piBHI Scenario — OKpeMl CIIEHapH1 eTamnu, a piBeHb Event BianoBigae 3a ¢ikcalliro
Oe3mocepeiHix Al KopucTyBada abo CHUCTeMHHX MoAiil. Hampukiman, HaTUCKaHHS Ha
1HTEepakTUBHUI 00’€KT cTBOproe 3amuc tuny UserActionEvent, Toal sik cnpaitoBaHHs

Tpurepa abo 3mina ctany NPC ¢ikcyerbes sik SystemEvent.
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KoskeH 3anuc Mae craHapTU30BaHy CTPYKTYpPY:
—  timestamp — vac moxii B ceKyHax BiJ OYaTKy CecCii;
— eventtype — tun noxii (Input, Trigger, Error, Completion, HintRequest To110);
—  contextid — igeHTHdiKaTOp CIieHapii0 a00 3aBIaHH,;
— userid — yHiKaJIbHUHN 17CHTH(IKATOP KOPHUCTYBAYa,;
— metadata — momatkoBi mapameTpu (TMO3HIIIs, 00’ €KT B3aEMOIIT, pe3yJIbTarT).
3aBAsSKA Takiil CTPYKTypl JlaHi JIETKO (PUIBTPYIOTHCS 3a TUIIOM TMOJii, 4acoM,
KOpHUCTyBadueM a00 KOHKPETHUM €TaroM HaB4YaHHs. Hampukmian, mix 9yac aHami3y MOXKHa
IIBUJIKO BU3HAYUTH, CKUIBKU Pa3iB CTYJIEHT 3BEPTABCS J0 MIIKA30K a0 CKIILKHU CIPOO
3HAIOOMIIOCS JJISI BAKOHAHHS KOHKPETHOTO 3aBIaHHS.

VY mporeci po3pobku Oys0 peali3oBaHO AaCUHXPOHHY CHUCTEMY JIOTYBaHHS, sIKa
BUKOpHUCTOBYE uepry noAiit (EventQueue) /uist 3MeHIIIeHHs 3aTpUMOK Mpu 3anuci. [Tomii
HaJXOMsITh Yy Oydep, e rpynytoThes y naketu mo 100 3anucis 1 30epiraroTbes y mam’siti.
[Ticnst IbOTO MAKET aBTOMATUYHO EKCIIOPTYETHCS Y JIOKaIbHUM sxypHal (SessionLog.json
abo SessionLog.csv), 110 J03BOJIsIE YHUKHYTH HAaBAaHTA)KEHHS Ha TOJIOBHUHM TOTIK TpU. Y
pa3i poOOTH B MEPEIKEBOMY PEKMMI CUCTEMA MOKE HAJICHJIATH 111 MAKETU Ha BiJIalICHUMA
cepBep ananiTuku yepe3 REST API.

Oco06nuBy yBary IpUIJICHO METpPUKaM 4acy Ta ePeKTHUBHOCTI. JJisi KOKHOTO
3aBJaHHS CHUCTeMa OOYHCITIOE TaKi TOKA3HHUKU:

—  execution time — yac Mi IMOYaTKOM 1 3aBEPIIICHHSM Jii a00 3aBIaHHS,;

—  €rror count — KUTbKICTh TTIOMHUJIKOBUX CIPOO UM HEMPaBUILHUX PIIIEHB;

—  retry attemptsS — 4ncno NOBTOPHUX BUKOHAHB 3aBIAHHS;

—  completion rate — BiJACOTOK YCHIIIHOTO 3aBEPIIEHHS IMiICTAIliB CICHAPIIO;
— accuracy ratio — criBBiIHOIICHHS TPABMIIHUX [Tl 10 3arajJbHOT KIJIbKOCTI.

i meTpuku 30uparoThes y crnenianbhy cTpykTypy FScenarioMetricsRecord 1 nami
NEepeaoThCs 0 aHAIITUYHOTO MoAyJs. Jlist Bi3yamizailii pe3ysbTariB OyJ0 CTBOPEHO
BHyTpimHIN Blueprint-komnonent BPMetricsVisualizer, sxuii y peanbHOMYy daci
BIIOOpaXkae Ha €KpaHi JlarpaMy YCHIIIHOCTI, TPUBAJIICTh BUKOHAHHS Ta YacTOTY

noMuiokK. L{e 1o3Bonuio Bukiiagayam abo po3poOHUKaM TPEHYBAJILHUX MPOTPaM OJipa3y
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O0aunTH e(PEeKTUBHICTh HABYAJBLHOI'O Tpoliecy 0e3 MoTpedu B J0JATKOBUX 30BHIIIHIX
1HCTpyMEHTaX.

Ha erami TecTyBaHHS CHUCTEMH JIOTYBaHHS OyJI0 MPOBEAEHO KibKa IMEPEBIpPOK
MPOJYKTUBHOCTI. BUsIBIIEHO, IO aCUHXPOHHA MOJENb J03BOIsie 00pobssiTh monan 10
000 momiii 3a xBuiaMHY Oe3 momiTHOro BBy Ha FPS, mo € kputnynaum pms
TpPEeHYBaJbHUX CUMYJISITOPIB peaibHOro Yacy. KpiM Toro, MOAyib JOTYBaHHS MIATPUMYE
CUHXPOHI3aIllI0 3 aJallTUBHOIO METJCI0 CKIAAHOCTI, MEePealoun Y PeKUMi PealbHOTO
yacy CTaTHCTUKY MpO TMOBEAIHKY KOPHCTyBada, IIO O3BOJIIE MUTTEBO KOPHUTYBaTH
CIIeHapiil BIAMOBIIHO JI0 BUSBJICHUX TEHJICHIIN (HANPUKIAJ, HaaMIpHA KIJIbKICTh
NOMMJIOK aKTUBY€E PEKUM CIIPOLICHHS).

Po3pobena mijicuctema JIOTyBaHHS Ta METPUK BUKOHYE HE JIMIIE PYHKIIIO 300py
CTaTUCTHKH, ajie ¥ CIyrye aHAMITUYHUM (YHIAMEHTOM JJisl 1HIIUX MOJIYJIIB CHUCTEMH.
Bona 3a0e3nedye MOBHY MPOCTEXKYBaHICTh HABYAIBHOTO TMpoOIECy, 00 €KTUBHE
BUMIPIOBAHHS pE3YJIbTATIB 1 CTBOPIOE OCHOBY JJIsi MOAAJBIIONO YJOCKOHAJICHHS
CIIEHapiiB Ta aJaTUBHUX JITOPUTMIB. Y MOEAHAHHI 3 aHATITUHYHUMH THCTPYMEHTAMHU
Unreal Engine (DataTables, Analytics Events, Performance Insights) mns cucrema
YTBOPIOE KOMIUJIEKCHE pIIIEHHS [IJI1 MOHITOPUHTY HaBYaHHS Y BIPTyaJIbHOMY

CepeIOBUIIII.
3.3.2 BuzHaueHHs IOKa3HUKIB C(POPMOBAHUX HABHUOK

[TizcucTeMa OLIHKA KOMIIETEHTHOCTEH € JIOTIYHUM MPOJOBKEHHSIM MEXaHI3MY
300py METPHUK 1 CTAHOBUTHh OCHOBY 1HTEJIEKTYaJIbHOTO aHaJl13y HaBYaJbHOTO IPOrpecy y
cUCTeMi TeHepallil TpeHyBalbHUX CLIeHapiiB. I 3aBJaHHs monsrae y ToMy, 100 Ha OCHOBI
TEJIEMETPUYHUX JaHHUX 1 MOBEIIHKOBUX MOKAa3HUKIB BU3HAYATH PiBEHb CPOPMOBAHOCTI
HAaBUYOK KOPHCTYyBaua, BUSBIATH ClIaOKl MICIS Yy BUKOHAHHI 3aBIaHb 1 aJanTyBaTH
CKJIQJHICTh HACTYNHUX e€TamiB cueHapiro. Ha BigMiHy BiJ KJIACHYHHUX CHCTEM
OIIHIOBAHHSI, 10 TPYHTYIOTHCS JIMILIE HA PE3yibTaTi, po3poljeHa MOJACIbh BPaXOBYeE
MOBEIIHKOBI, YacCOBl Ta aHAJITUYHI aCMEKTH OISUTBHOCTI, 10 Ja€ 3Mory (opmyBaTh

00’€KTHUBHY 1 OaraTOBUMIpHY XapaKTePUCTUKY KOMIIETEHTHOCTI.
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VY nporieci po3poOKH MiCUCTeMH OYJIO BIPOBAIKEHO Ta PO3POOJIEHO TPUPIBHEBY
MOJIEJTh OIIHIOBAHHS, 110 0a3y€ThCs HA TAKUX CKIIAJOBHX:
—  (dopMasbHI MOKa3HUKH;
—  KOHTEKCTHO-3aJIC)KHI MOKa3HHUKH,
—  aHAJIITUYHI MOKAa3HUKHU TPOTPECY.
Bci ui nokazauku 06pooisitorees moayinem UEvaluationManager, sikuii arperye ix
y enuny uncioBy mkamy — Competence Index (CI). Lleit moka3HUK OOYHMCITIOETHCS 3a

bopmyiioro:

CI=0.4 x Accuracy + 0.3 x Stability + 0.2 x TimeEfficiency — 0.1 x ErrorRate,
ne Accuracy BiJIoOpaka€e BiICOTOK MPaBUILHUX i
Stability — Bapiartito pe3yabTaTiB y cepii cipo0,
TimeEfficiency — crniBBiHOIIICHHS 3aITAHOBAHOTO i (DAKTUYHOTO Yacy BUKOHAHHS,

ErrorRate — cepeaHio KiJIbKICTh IOMUJIOK Ha 3aBJIaHHS.

Takuit maxig T03BOJISIE OIIHIOBATH HE JIMINE KIHIIEBHUU pe3yJbTaT, a W CTUIIb
BUKOHAHHSI, TOOTO HACKUJIBKU CTaOUIbHO Ta €(PEKTUBHO KOPUCTYBAY JOCSTAE H1JICH.

OuiHKa KOMIETEHTHOCTI 31MCHIOEThCS Yy TpU eTanu. Ha nepuiomy erani cuctema
HOpMAJII3y€ TOKa3HWKHW, NpuUBOIAYM iX 10 enuuoi mkamu (0—1). Ha apyromy —
BUKOHYEThCS KJIaCH(IKallisi KOPUCTYBaya 3a piIBHEM KOMIIETEHTHOCTI, BUKOPUCTOBYIOU U
BCTAHOBJICHI TTOPOTH:

—  06azoswuii piBenb (CI < 0.45) — kopuCcTyBau BUKOHY€E OUIBIIICTD 3aBJIaHb 13
NOMMWJIKaMU a00 MoTpeOye 30BHILIHIX MiIKa30K;

—  cepenHil piBenb (0.45 < CI <0.75) — kopucTyBay OpIEHTYETHCSA Y CLIEHAPII,
ayie IEMOHCTPY€E KOJIMBAHHS y MBUJIKOCTI 200 TOYHOCTI;

—  Bucokuit piBeHb (CI > 0.75) — kopuctyBay i€ BIEBHEHO, CTaOLIHHO
BUKOHYE 3aBJIaHHA 0€3 JOJaTKOBOI JJOTIOMOTH.

Ha tperbomMy erami mpoBOAUTHCSA Kopessmiiauii aHaniz mix Cl 1 nuHaMikoro

creHapito. SKIio Noka3HUK KOPUCTYBava 3p0OCTa€, CUCTEMA aBTOMATUYHO MEPEXOIUTH J10
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CKJIAJHINIMX 3aBAaHb; SKILIO MaJa€ — aKTUBYIOTHCS TOMOMIKHI MiKa3KH, CIIPOLILYEThCS
noBeinka NPC abo 30umblnyeTbes yac peakiii. TakuM yuHOM (HOPMYETHCS 3aMKHEHE
KOJIO HaBYaHHS, y SIKOMY pe3ylbTaT Iiii KOPUCTyBaya BIUIMBAE HA X1 MOAAIBIIOTO
TpeHYBaHHS.

Jnsa 3abe3nedeHHs HAMIWHOCTI OLIHKH pPeai30BaHO MEXaHi3M KOB3HOTO
CepeHbOro, KU 3rIaKye KOPOTKOYACHI BiaxwieHHs. Hampuknaa, onHa HeBaana
cnpoba He MPU3BOAUTH IO HETaifHOTO 3HMXKEHHS PIBHS — CHUCTEMa BPaxOBYE 3arajbHy
TeH eHIIiI0 ocTaHHiX N 3aBnanb. Kpim Toro, y mporiieci TecTyBaHHs OyJI0 BBEIEHO Barosi
Koe(DIIEHTH I PI3HUX THUIMIB CIICHAPIiB: 3aBIaHHS HA PEAKIll0 MArOTh BHIIY Bary
napametpa TimeEfficiency, Tomi sik ctpareriuyHi ab0 aHaNITAUYHI TPEHIHTH OLIbIIIE
3ayiexkarth BiJ Accuracy 1 Stability.

Ha mpaktuynomy piBHI pe3ynbratu obuucneHHs Cl 30epiratoTbCs y CTPYKTYpi
FCompetenceProfile, sika MICTUTB 1CTOPIIO 3M1H MTOKAa3HUKA JJIs1 KOKHOT'O KOPHUCTYyBaya.
[l cTpykTypa CHHXPOHI3YEThCA 13 MIJCUCTEMOIO aJamnTallii CKJIagHOCTI, 110 JI03BOJISE
CIIEHApisIM y peajbHOMY 4Yaci 3MIHIOBATU NapaMETPH HaBYAHHS 3aJI€KHO BiJl IOTOYHOTO
piBHA MAroTOBKH. Hampuknan, SKOI0 KOPUCTYBad JIOCSATA€E BHUCOKOIO  PIBHS
KOMIIETEHTHOCTI, CHCT€Ma MOXE aKTHUBYBAaTH JOJATKOBI CIIEHApHI TUIKK abo
CUMYJIIOBATH CKJIAJHIII 30BHIIIHI ()aKTOPH.

Po3poOsieHnii MexaHI3M OLIHIOBaHHS JOBIB CBOIO €(EKTHUBHICTb Yy TECTOBHUX
CEeCisiX: pIBEHb BIAMOBIAHOCTI CKJIATHOCTI CIIEHApiiB MOMIMUBOCTSIM KOpPUCTyBada
NIJBUIIMBCS B cepelHboMy Ha 25%, a cepeiHiil 4ac 3acCBOEHHS HOBUX HABUYOK
ckopoTuBcs Ha 18%. Lle cBigunTh, 110 CUCTEMA TUHAMIYHOI OIIHKA KOMIETEHTHOCTEH
JI03BOJISIE HE JIMIIIE BUMIPIOBATH HAaBUAJIBLHUN MPOTPEC, aje W aKTHUBHO KEPyBaTH HUM,
poOisiuM  mpoliec  TPEHYBaHHSA — LUJICCIIPSIMOBAHMM, AJAalTHUBHUM 1  HAyKOBO

OOTPYHTOBAaHUM.
3.4 B3aemoig 3 KOpUCTyBayeM Ta 3aCO0M BIACTEKEHHSI MPOLECY

KopucryBaipkuii iHTepdeiic cucTeMu TreHepallli TpeHyBaJlbHUX CLEHapiiB
pPO3pO0JICHO 3 YpaxXyBaHHSIM MPHUHITUIIB €ProHOMIKH, 1HGOPMATUBHOCTI Ta MiHIMI3aIlil

KOTHITUBHOTO HaBaHTa)KEHHS Ha KOpucCTyBayda. HMoro ocHoBHa MeTa — 3a0€3IIEUYUTH
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HIBUIKUANA JOCTYH 10 OCHOBHUX (DYHKIIIH CUMYJISITOpa, BIIOOPAKEHHS KITFOYOBUX METPUK
e(heKTUBHOCTI, KEpyBaHHS NEPeOIroM CIIEHAPII0 Ta MOHITOPUHT HaBYAJIBHOTO MPOTpecy
B peasibHOMY yaci. Ha BigMiHy Bil KJIIaCHYHHX ITPOBUX 1HTEpP(EHCIB, TYyT OCHOBHUM
aKIIEHT 3pOo0JICeHO Ha aHAIITUYHY CKJIAJOBY: 3aMiCTh JIEKOPAaTUBHUX €JIEMEHTIB
nepeBaXkatoTh 1HPOPMAIIiiiHI TaHeNl, IHIUKaTOpU CTaHy, IHTEPAaKTUBHI rpadu Ta BIHKETU
KOHTPOJTIO.

ApxiTekTypa iHTepdeiicy moOyqoBaHa Ha OCHOBI MoOayJbHOI cuctemu Ul
Framework Unreal Engine i3 3actrocyBannsam Ttexnonorii UMG (Unreal Motion
Graphics) 1 Slate. Lle 703B0IMITIO TOEHATH BUCOKOTPOAYKTUBHY HATUBHY JIOT1Ky C++ 13
THYYKUMH BI3yaJIbHUMH MOXJIUBOCTSIMU Blueprint. OCHOBHUM KOHTEMHEPOM € Kjac
UTrainingHUD, stkuif MiCTUTB yC1 €I€MEHTH MOHITOPUHTY CIIEHAPIIO:

—  TIaHeNb MOTOYHOTO eTaly HaBYaHHS;

—  OJIOK JUHAMIYHUX OKA3HUKIB,

—  IHTEepaKTHBHA KapTa CEpe/IOBUIIIA;

—  BIJDKET IJIKa30K 1 peKOMEH/IaIii;

—  rpadik NpOAYKTUBHOCTI KOPUCTYyBaya B peaibHOMY 4acl.

JIJist IBUAKOTO CIPUHAHATTA 1H(GOpPMAIlil 3aCTOCOBAaHO KOJLOPOBE KOJAYBAHHS —
3€JICHUI BIITIHOK [MO3HAYa€ BUKOHAH1 €Talu, )KOBTUI — aKTHUBHI1, YePBOHUN — 3aBJaHHS
3 momMwikaMu a00 HeBUKOHaHI. Takuil miaxig 3abe3nedye MUTTEBUN Bl3yalbHUUN
3BOPOTHHUI 3B’SI30K 1 TMOJErIIye OPIEHTAII0 Y CIeHapii HaBiTh 0€3 TEKCTOBUX
noBiioMJieHb. Ha pucynky 3.4 mpeacTaBiieHO TOJI0BHE BIKHO 1HTEpdelcy KOpucTyBaya 3
B1I0OpaXKEHHSM OCHOBHHUX €JIEMEHTIB MOHITOPHUHTY.

[aTepdeiic po3pobIIeHO 3 ypaxyBaHHSAM aIallTUBHOCTI: BIH MOK€ MacIITa0yBaTUCh
niJ pi3HI PO3AUIBLHOCTI €KpaHa, BKIOYHO 3 VR/AR-pexxumamu. [{ns BipTyanbHO1
peanbHOCTI enemMeHTH UMG 1HTErpyrOThCS y TpUBUMIpHHI mpocTip uepes Widget
Components, 10 J03BOJISIE KOPUCTYyBauy (HI3UYHO B3AEMOJIATH 3 IMAaHEISIMU
BIpTyaJIbHOTO 1HTEp(ECcy — HaNpuKIIaJ, BUOUPATH 3aBIAHHS YU OTPUMYBATH 3BITH

XKecTaMu a00 KOHTPOJIEpaMu PyXy.
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Training Scenario SR — PERFORMANCE

OBJECTIVES ACTIONS

2 Pick up the keycard ERRORS
Restart the generator ATTEMPTS 1

Exit through the door
USER PERFORMANCE

TIMFR 02:45

HINT  Find the keycard to unlock

|
e doer RESTART

CONTINUE RESTART QUIT

Pucynok 3.4 — ["0ji0BHE BIKHO KOPHUCTYBAIIbKOTO 1HTEp(Deiicy

Oxpemuii enemeHT 1HTep(elicy — MaHelb TEeJIEMETpli, peai3oBaHa Yepe3 Kiiac
UTelemetryWidget. Bona BimoOpaxae aHamiTU4HI TMOKa3HUKU B peaTbHOMY Yaci:
HIBUKICTh PEakKilii, TOYHICTh MAii, cepeHid Yac Ha 3aBJaHHS Ta MOTOYHHUI piBEHBb
KOMIIETEHTHOCTI KopucTyBaya. [l 3py4HOCTI Il JlaHl MOJAHO Yy BUIJIAII KPYTOBHX
JiarpaM 1 ricrorpaM, IO OHOBIIOIOThCS 3 1HTepBajioM y 0,5 cexynmu. Bizyamizaris
nooynoBana Ha 6a3zi UMG Canvas Panels 13 3acToCyBaHHSIM aHIMAIllTHUX €JIEMEHTIB
Timeline.

J1y1st KepyBaHHSI HABUYAJILHUM TIPOLIECOM Y Mexkax 1HTepdercy peaai3oBaHo MaHeNb
CIICHAPHOTO KOHTPOJIIO, KA HAJAA€ MOXKJIMBICTh MPU3YMMMHUTH CUMYJISIIIIO, IEPEUTH 10
MOTEePeTHHOr0 a00 HACTYMHOTO €Tally, BUKJIMKATH MiJIKa3Ky Yd MOBTOPUTH 3aBIaHHS.
Bona iHTerpoBana Oesnocepeanbo B ScenarioController 1 miaTpumye ABOCTOPOHHIN
3B’SI30K 13 SAPOM CLIEHApit0, 110 JO03BOJISIE MHUTTEBO 3aCTOCOBYBATH 3MIHM 0e€3
nepes3arycky cecii. Ha pucynky 3.5 HaBeeHO BUTJIS/ MaHENl KOHTPOJIIO CIIEHAPItO i
Jac BUKOHAHHS TPCHYBAHHS.

Jlist Bizyaumizaniii HaBYaJBHOTO TIPOTPECY KOPHUCTyBaua pPO3POOJICHO OKpeMy
cekmiro "Training Report", ne BimoOpakaroThbCsi pe3ylbTaTh Cecii MICIs 3aBEPIICHHS
creHapito. 30Kpema, okasyerbes 3araibHul iHaekc epextuBHocTi (Performance Index),
CepenHiii Yac BUKOHAHHS 3aB/IaHb, KUIBKICTh TOMHJIOK 1 pIBeHb JOCSITHYTOI

KOMIIETEHTHOCTI.
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SCENARIO CONTROL PANEL

Current Status e
ADAPTATION PHASSE PARAMETERS

e User bypassed a task

* |Incorrect item used in
treatment

INSPECT LOGS

* Delay in patient’s assessment FINISH SCENARIO

e Scenario adaptation triggered
PAUSE SIMULATION

Pucynok 3.5 — [laHens KOHTPOJIIO CLEHAPIIO 11 YaC BUKOHAHHS CUMYJISLIT

3BiTH OyAyIOTHCS ABTOMAaTUYHO HAa OCHOBI JJaHUX 13 MOJIYJIiB JIOTYBaHHS Ta OLIIHKU
KOMITETEHTHOCTEH. BoHU Takok MOXyTh ekcrnopTyBarucs y dopmarax PDF a6o CSV

JUIsl mojanbinoro anamizy. Ha pucynky 3.6 mpeacTtaBieHO NpHKIaa €KpaHy 3BITY

KOPHUCTYyBaya MiCJIsl 3aBEPIICHHS HABYAJIBHOTO €TaIly.

TRAINING SCENARIO RESULTS
SUCCESSFUL Completion Time

Goals achleved 08:15

RECOMMENDATIONS
Competency

‘ * Review procedures
\ 8 5 * Improve decision-making
* Practice critical tasks

¢ Minimize errors
Progress

Start

RECOMMENDATIONS

Start Finish

RETRY CONTINUE

Pucynox 3.6 — Ekpan 3BiTy KopucTyBaya 3 pe3yJibTaTaMHi TPEHYBaJIbHOI cecii

BaxnBoro cki1a10BoI0 pO3pOOKHU CTAJI0 CTBOPEHHS PEaIbHOTO Yacy MOHITOPUHTY
Jiil KOpUCTYyBaua, IKUi MOo€HYe B coOl1 €J1eMEHTH Bi3yaii3alli Ta aHamTuky. J{7s 1poro

B IHTEp(eEicl peani3oBaHO CUCTEMY MapKepiB 1 rpadiyHUX 1HIUKATOPIB, SIKI pearyloTh Ha
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KJIFOYOB1 TOAIl (HAmpUKJIIaJ, HENPaBWIbHY JIiF0 a00 YCITIIIHE 3aBEPIICHHS 3aBIaHHS).
JlaHi MapkepH OB’ s13aHi 3 MOIIMH TejaeMeTpii uepes aeneratu Blueprint, mo 103Boise
cuaxponizyBatu Ul 3 irpoBuM# mpoiiecaMu 3 MiHIMaJIbHOIO 3aTPUMKOIO.

3aranom iHTepdeiic cucreMd NOOYAOBaHWM 3a MPUHIMUIIOM "THTEPAKTUBHOTO
npwranoBoro muta" (dashboard), y skomy KopucTyBad HE JHUIIIE CIIOCTEPIrae 3a JaHUMH,
a 1 aKTUBHO B3a€MOJIi€ 3 HUMH, KOPUTYIOUM CBI HaBuaibHM mpoiec. Po3pobnena
ctpykrypa Ul € po3mupioBaHOl0 — 110 HEi MOXHa J0JaBaTH HOBI BIDKETH IS
KOHKPETHHX CIIeHapiiB a00 HaBYAIBbHUX KypciB 0e3 HeoOXiTHOCTI 3MiHIOBaTH 0a30BY
apXITEKTypy.

PeanizoBanuii kopucTyBalbkuil iHTEpdEic noeanye iHGopMaIliiiHy HACUYEHICTb,
IHTEPAKTUBHICTh 1 aIallTUBHICTh, CTBOPIOIOYM YMOBU JJi1 €(EKTHBHOIO HAaBUAHHS Yy
BIpTyalbHOMY CEpeNOBHINI. Voro nm3aifH Opi€HTOBAaHMI He IMINE HA 3PYdHICTH
KOPHUCTYyBaya, a i Ha MATPUMKY BUKJIaJa4diB a00 aHAJITUKIB, SIKI MOKYTh BIJICTEKYBaTH
MpOrpec, aHai3yBaTU PE3yJbTaTH Ta ONTHUMI3ZYBAaTH TPEHYBaJIbHI CIieHapii Ha OCHOBI

peanbHUX JaHUX.
3.4.1 BinoOpa)keHHs IHCTPYMEHTIB TPEHYBAJIBHOTO CEPEOBHIIA

Expanu TpeHyBaJIbHOTO IPOLECY BUKOHYIOTbH (DYHKIIIFO OTIEPATUBHOTO 3BOPOTHOTO
3B’SI3KY M1 CUCTEMOIO CUMYJISILIT Ta KOPUCTYBaueM, 3a0e3neuyou 1HHopMyBaHHS PO
CTaH CIIEHapil0, X1J 3aBllaHb, 4Yac, JOCTYIHI pecypcH Ta KJIo4doBi mojii. OCHOBHUI
NPUHITUI TTOOYJIOBU 1IUX €KpaHiB — Iie¢ 30aJaHCOBaHICTh MK 1H()OPMATUBHICTIO Ta
MIHIMI3aIl1€10 BIABOJIIKaHHS, 100 1HTep(deiic He TepeBaHTaKyBaB KOPUCTyBaua Iij] yac
aKTHBHOI B3a€MO/Iii 3 CUMYJISTOPOM.

ApXiTeKTypa TpeHYBaJIbHOTO 1HTepdelcy modynoBaHa Ha CUCTEMi JUHAMIYHHX
mapiB (Ul Layers), ne koxeH 1map BIANOBIAA€E 3a IEBHUN TUT 1H(OpMAIIi:

— iHpopmaniiauii map (Information Layer) — MicTuTh TaliMepu, 1HAMKATOPU
3aBJ/IaHb, IMIKA3KU Ta MOBIIOMJICHHS TIPO CTaTyC CIICHAPIIO;

— xoHTekcTHUH map (Context Layer) — 3a0e3neuye BimoOpakeHHs] MapKepiB MO IiN
0e31mocepe/IHb0 Y TPUBUMIPHIHN CIIeH] (HAaNpuKIIaJ, MO3HAYEHHS LUILOBUX 00’ €KTIB 200

MOMHUJIKOBHX JIii KOPHUCTyBaya);
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— anamtuyHui map (Telemetry Layer) — dikcye TenemeTpudHi noaii (cpoOu, gac
peaxiiii, MOBTOPEHHS JI1i) 1 Iepeiae JaHl y MOIYJIb JIOTYBaHHS).

VYci enementu Ul nporo tumy ctBopeHi 3a gomnomororo Unreal Motion Graphics
(UMG) 3 inrerparieto jgoriku uepe3 Blueprint Widgets. [l KpUTUYHO BaxJIMBHUX
napameTpiB, 0 TOTPEOYIOTh CTa0ITLHOTO OHOBJICHHS, BUKOpUCTaHO C++ KOMITOHEHTH
3 TOpsIMHM JOCTynmoM J0 o00’ekTiB rpu (Hampukian, AScenarioController a6o
UTrainingHUD).

[linka3ku € ogHMM 13 KJIIOYOBHUX IHCTPYMEHTIB HaBYaJbHOrO IMpoliecy. Bonu
peanizoBaHi 4epe3 CUCTEMY JAMHAMIYHUX BIJDKETIB, SIKI aBTOMATHYHO 3’ SBIISIIOTHCA Y
KOHTEKCTI mojii. Hanpukian, Koiau KOpUcTyBad 3aTPUMYETHCS Ha MEBHOMY Kpoili ado
JIOIyCKa€e MOBTOPHY MOMMIJIKY, CUCTEMA aHaII3ye 1ie uepe3 Moayib TelemetryProcessor i
aKTUBYE M1JKa3KYy, 1110 TOSICHIOE HACTYIIHY AIIO.

[Tinka3ku NOAUISIOTHCS. HA TPU THUIIU:

—  iHpopmamiitni  (Informative) — mOsACHIOIOTH 3arajbHl mpaBuia ado
MPUHITUIIH,

—  konrtekcTH1 (Contextual) — BimoOpaxaroTbcst 6e3mocepeiHbo 011t 00’ €KTa
B3aemo/ii (Hanpukiam, “TlepeBipTe piBeHb MyJIbCY NAIli€HTA”);

—  xopuryBanbHi (Corrective) — 3 SBISIOTHCS MICIS TOMYIIEHOT MOMUJIKU U
MIPOTIOHYIOTH ONTUMAIBHUH IIJITX BUTIPABICHHS.

BuBenenns migka3ok peanizyerbea uepe3 UHintWidget, axuii B3aemomie 3
OCHOBHHMM KOHTPOJIEPOM CIIEHapil0 3a JomoMorow jaeneratiB. Ha pucynky 3.7
MPEACTABICHUM MPUKIIAJ BiIOOpaKEHHSI KOHTEKCTHO1 MIAKa3KU y MPOLEeCci BUKOHAHHS
MEJIMYHOTO CIICHAPIIO.

Taitmepu € BaXJIMBUM €JI€MEHTOM YTIPABIIIHHS CIIEHAPIEM, [0 BUSHAYAIOTH TEMIT
HABUYaHHS Ta PIBEHb CTPEC-HABAHTAXEHHS KOPHCTYBaua. BOHM BUKOPHCTOBYIOTHCS IS

0oOMEKEHHS Yyacy BUKOHAHHS 3aBAaHHs abo ¢ikcarli yacy peaxiiii.
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Check the patient’s pulse level.

(0] 4

Pucynok 3.7 — BinoOpakeHHS KOHTEKCTHOT IMiIKa3Ku

Peanizanis TaiimepiB 0a3yetncst Ha kinacax FTimerHandle ta UScenarioTimer, sxi
B3a€EMOJIIIOTH 13 CHUCTEMOIO Mo cieHapito (ScenarioEventManager). Koxken taiimep
Mmae Tpu ctanu — Active, Paused, Completed. fIkuio xkopucTtyBay He BCTUTa€ BUKOHATH
3aBJaHHS J0 3aBEPIICHHS Yacy, ClieHapiii aBTOMAaTUYHO 1epexouTh y ctaH “FailState”,
10 (PiKCy€eThCS Y TEIeMETPii.

Ha 1inTepdeiici Ttaiimep BimoOpaxaeTbCsi sK mporpec-0ap 13 UHUPPOBUM
1HIUKATOPOM, KU TIOCTYIIOBO 3MIHIOE KOJIIP 3aJI€’KHO BiJI 3JIMIIIKOBOTO YacCy: 3eJIEHUN
— Oe3MneYHuid 1HTepBaJl, )KOBTUM — TMOMNEPEIKEHHSI, YEPBOHUN — KPUTUUYHHUI PIBEHbD.

Ha pucynky 3.8 nmokazano npukiiaj Taitmepa st KpUTUIHOTO CIIEHAPIIO.

CONTROL TASK
OBJECTIVE TROLT

Use extinguisher to 0049

put out the fire

Pucynok 3.8 — BimoOpaskeHHs TaiimMepa 111 KOHTPOJIBHOTO 3aBIaHHs y ClIeHapii
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Mapkepu mofiii — 1€ Bi3yasibHI 1HAUKATOPH, SKI JOIMOMAararoTh KOPUCTyBady
BIJICTE)KYBAaTH BaXKJIMB1 3MIHHU y CIIeHapli: HOB1 3aBJaHHS, 3aBEPIICHHS €TaIllB, TOMIJIKH
abo peakiiii areHTiB. Bonu peamizoBani y Burmami 3D Widgets, mo HakmagaroThCs
0e3mocepeHbO Ha CIIEHY.

Koxen mapkep mae tun (Hanpukian, “TaskStart”, “Warning”, “AgentResponse™)
1 KomipHy cxemy. [Ipu mosiBi HOBOTO 3aBHaHHS MapKep CYMPOBOIKYETHCS KOPOTKOIO
aHIMAIli€r0 Ta 3ByKOBUM CHUTHAJIOM JIJIS 3 Ty9ICHHS yBarH.

3 TeXHIYHOI TOYKHU 30py, cucTeMa MapkepiB Oaszyerbcs Ha DataTable mogiit, ne
KOXXEH 3aluC MICTUTh YMOBY aKTHBaIlli, TEKCT TIOBIJIOMJICHHS, MPIOPUTET 1 THUI
Bizyanizailii. Komnonent UEventMarkerSystem BijcTexye 111 yMOBH Ta BUKIIUKAE MTOSIBY
MapkepiB uepe3 Blueprint moii.

Ha pucynky 3.9 HaBeiaeHO mNpuKIag pO3MIIICHHS MapKepiB MO Mmij dac

CUMYJIALIT MEAUYHOTO TPEHIHTY.

Locate and examine the electrical panel.

Pucynox 3.9 — Mapxkepu no1iii y cepeIoBHIII i Yac HaBYaJIbHOI CUMYJISIIIT

PeanizoBana cuctema ekpaHiB TPEHYBJIBHOTO MPOIIECY TO3BOJISE MIATPUMYBATH
IHTEPaKTUBHUIA TEMIT HABYAHHS, KOJU KOPHUCTYBad IIOCTIHHO OTPUMYE AaKTyaJIbHHH

3BOPOTHH 3B’S30K. [HTETparis mijaka3ok, TakMepiB 1 MapKepiB MOl CTBOPIOE YMOBH
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1 €EKTUBHOTO YMOPaBIIHHS YBarow, MiATPUMaHHS MOTHBalli Ta ¢GOpMyBaHHS

MPaBWJIbHUX MMOBEAIHKOBUX MOJIEEH IT1JT YaC CUMYJISAIIIL.

3.4.2 HanamtyBaHHs MpoLieCy Ta MEPETJIsi CTATUCTUKH

Expann HanmamrtyBaHb 1  MOHITOPUHTY €  IEHTPajJbHHM  €JIEMEHTOM
aJAMIHICTPAaTUBHOTO 1HTep(deCcy cucTeMH TeHepallli TpeHYBaJIbHUX CIEHApIiB, SKUN
J03BOJISIE BUKJIAJa4aM, 1HCTPYKTOpaM ab0 CHCTEMHHUM aJIMIiHICTpAaTOpaM 3MIHIOBATH
napaMeTpH CIIeHapiio, BIJICTEXKYBATH KUBI MOKA3HUKHU TENEMETpii Ta KOHTPOIIOBATU
CTaH CUMYJISIII y peaibHOMY 4yaci. BoHM BUKOHYIOTH JIBI OCHOBHI (D)YHKIIIi: KEpYBaHHSI
HaBYAJILHUM CEPEOBHINEM Ta aHATITUYHE CIIOCTEPEIKEHHS 3a MPOIIECOM HaBUYaHHS.

ApXITeKTypa €KpaHIB MOHITOPUHTY T0OyJ0BaHa Ha TMPUHIMUI TaHeJIen
ynpasmiHHs (dashboards), ne iHpopMmarnisa po3noauieHa MiX TEMaTUYHUMHU OJOKaMu:
napamMeTpu CHUMYJISLIi, aHaJIITHKAa KOPHCTyBaya, MPOAYKTHUBHICTb CHCTEMHM Ta JaHl
tenemeTpii. OcHoBHUM 1HTepdeiic cTBopeHo 3 BukopuctanHsM UMG Widgets,
00’eHaHMX y cTpYKTYpy Kiacy UScenarioMonitorUI, sikuii B3aeEMOJI€ 3 TEIEMETPUUHUM
anpom (TelemetryService) 1 Momynem ananraiii ckiaaanocti (UAdaptationManager).

Ha pucynky 3.10 mpexacraBieHuil 3arajdbHUN BUIJISA TAHETl MOHITOPUHTY, i€
B1JIOOpaKEHO OCHOBHI €JIEMEHTM — JIMHAMIYHI Ipaiku METpPUK, MOTOYHUU CTaTyC

CIIEHapito, piBEHb KOMIIETEHTHOCTI KOPUCTYyBaua Ta MaHeb KEPYBAHHS CIICHAPIEM.

SCENARIO MONITORING

SCENARIO PARAMETERS LIVE METRICS SCENARIO CONTROL

Difficulty Level Execution 04:26 Scenario Status
®

Competence Error Rate  18% Active

Training Mode 72 User Focus Ind 64

Instructor Adz .
System Performance Scenario Control

Scenario Type Competenc Index

Static  Ad:¢ Procedural Ustgr pfrformznce decre;asing - ADAPT
activating guidance mode SCENARIO
Agents Count 3
® 3

Agents Count
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Pucynok 3.10 — [Ta"ens MOHITOPUHTY CTaHy CIIEHAPII0 y pealbHOMY Yaci

Expan HanmamtyBaHb CIIEHApilO J03BOJISIE€ 3MIHIOBATH KIIFOUOBI MTapaMeTpu Nepen
3ammycKoM abo Oe3rocepeaHbo i yac cumyisiii. Jlo HuX Halle)KaTh:

—  piBesb ckiagHocTi (Difficulty Level) — perymtoe noseninky NPC, yacosi
oOME)XeHHS, KUTBKICTh MiJKa30K 1 pIBEHb BUITAIKOBOCTI TTOIIH;

—  pexuMm HaByanHa (Training Mode) — mae 3mory oOuparu Qopmar
MIPOXOKEHHS: IHCTPYKTOPCHKU, aBTOHOMHHI a00 TECTOBHIA,

— tun  cueHapito  (Scenario Type) — Bu3Hauae, SKUW 11a0JOH
BUKOPUCTOBYETHCS: CTATUYHUIMA, aJAITUBHUAN YU TIPOIIEYPHO 3reHEPOBAHUIA;

—  KkuIbKicTh areHTiB (Agents Count) — BcTanoBmoe yucio NPC, siki 6epyTh
y4acTh y ClieHapii;

—  3anuc teneMetpii (Telemetry Logging) — no3Bosisie BMUKAaTH a00 BUMUKATH
301p aHATITUYHUX JTaHUX.

JUIst 3py4HOCTI KOXKEH MapaMmeTp MpeICTaBlIEHO Yy BUIUISLAL MOB3YHKIB (Sliders),
nepemukauiB (Toggle Buttons) a6o cnuckiB Bubopy (Dropdowns). 3MiHu mapameTpiB
CUHXPOHI3YIOThCS 3 SIIPOM CLIEHapito uepe3 cucremy aesnerariB Blueprint, mo qo3Bosse
OHOBITIOBAaTH YMOBH 0€3 Mepe3ammycKy CUMYJISIII.

Ha pucynky 3.11 300pakeHO NpuUKIIaj €KpaHy HaJalITyBaHb IMEpe]] 3aIyCKOM
TPEHYBAJILHOTO CIIEHapilo, J€ KOPHUCTYBa4 MOKE€ BCTAHOBUTH PIBEHb CKJIAJHOCTI,

aKTUBYBATH aJIallTallil0 i 00paTH TUII CLIEHAPIIO.

SCENARIO SETTINGS START

OBJECTIVES

Primary Goal Task Completion

Goal Deadline

VARIABILITY
Scene Complexity Moderate

Random Events

METRICS

As: t Mode Competency

Feedba requency

AGENTS

Al Assistance Enabled

Behaviour Model Adaptive

Pucynok 3.11 — Expan HanamTyBaHb apaMeTPiB CIIEHAPII0
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[Tanenb MOHITOPUHTY METPHUK 3a0e3leuye Bizyasi3allilo MOTOYHMX IOKa3HUKIB
HaBYAJILHOTO TMPOIIECY, 1[0 OHOBIIIOIOTHCS B peajlbHOMY uaci. Bona peanizoBaHa uepes
crnemianizoBannit BipkeT ULiveMetricsWidget, sixuit otpumye nani 3 TelemetryBuffer 1
OHOBJIIOE iHTEepdEHC 3 4acTOTOI0 1—2 pa3u Ha CEKyHIY.

OCHOBHI METPHKH, sIKI BiTOOpakatOThCs Ha I MaHed:

— execution time — Jac BUKOHAHHS TIOTOYHOT'O 3aBJIaHHS;

— error rate — KiJIbKiCTh MOMHUJIOK 200 HEBIAIHX CITPOO;

— user focus index — xoedimieHT CTaOLIPHOCTI yBaru (BH3HAYAETHCS 3a
JaCTOTOIO B3aEMOJIN);

— competence index — moToYHHH piBEHh KOMIIETEHTHOCTI KOPHUCTYBAYa;

— system performance — 3aBaHTakeHHS Tmporecopa, fps, 3aTpUMKH
OHOBJICHHS KaJIp1B (JUIsl ONITUMI3AIlli pOOOTH CUMYJISITOPA).

KokeH noka3zHuk B110OpaxaeThCs y BUTIISA1 TPapIYHOro 1HAMKATOpa — KPYTOBUX
naiarpaM, rictorpam abo JiHIMHMX TpadikiB. [Ipy MOCATHEHHI KPUTHYHHUX 3HAYEHBb
METPUKH 3MIHIOIOTh KoJip (Hampukiaja, mnepeBuineHHs Error Rate Buauiserbcs
yepBonuM). Ha pucynky 3.12 HaBemeHo NpuKIan €KpaHy 3 BiJOOpPaKEHHSM >KHBUX

METPHK I1]] 4ac MPOXOKEHHS TPEHYBAIBHOTO CIICHAPIO.

OBJECTIVES
Completion

PERFORMANCE

Accuracy 92%

ERRORS =
Errors W ‘ i3
S

Pucynok 3.12 — Bigyanizailisi ®KMBUX METPUK KOpPHUCTyBaya 1] 4aC BUKOHAHHS

CIICHAPIIO
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JI1s1 3py4HOCTI 1HCTPYKTOPIB OyJI0 peanizoBaHO MOMKJIMBICTh NMEPEMUKAHHS MIXK
pexumamu neperisay nanux — “User View” (lepcoHalIbHA aHATITHKA KOPUCTYBaya) Ta
“Instructor View” (3BeIeHHWH MOHITOPHHT NEKIIBKOX ydacHUKIB). lle mo3Bomsie B
pealbHOMY Yaci MOPiBHIOBATH JUHAMIKY ITPOTPECY, BU3HAYATH CITLJIbHI TPOOJIEMHI eTaru
Ta IPOBOJIUTH TPYTIOBHUI aHAITI3 HABYaHHSI.

Kpim Toro, cuctema nepeadayae MOKIUBICTh EKCIIOPTY JaHUX METPUK y (hopmarti
CSV a6o JSON o6e3mnocepenubo 3 Ul, mo cmopolirye iHTErpaiio 3 30BHINIHIMU
aHAIITHYHUMH TIaTGopmMamu. Yci 3MIHU Ta pe3yJabTaTH aBTOMAaTHYHO 30€piraroThCs y
0a31 ganux cuenapito (ScenarioDB), 1o 3a6e3nedye MOXIUBICT MOOY/I0BU 1CTOPUUHUX
rpadikiB Ta MOPIBHSHHS PI3HUX CECIH.

3arajoM €KpaHU HaNAIITyBaHb 1 MOHITOPUHTY (OPMYIOTh aHAIITHYHE SJIPO
KOPHUCTYBAIbKOTO 1HTep(dEiiCcy, sIKe T03BOJISIE€ HE JIMIIEe KOHTPOJIOBATH MOTOYHUN CTaH
CUCTEMHM, aji¢ ¥ aKTUBHO BIUIMBATH HAa HAaBYAJIBHUU mpoliec. BoHU MO€NHYIOTH y cOO1
MPOCTOTY YINpaBIliHHS, 1H(QOPMATUBHICTh Ta TEXHOJOTIYHY IHTErpaiio, pooIsTIu
CUCTEMY MPUAATHOIO SK JJIA 1HIUBIIyaIbHUX TPEHYBaHb, TaK 1 JUIsI MAacIITaOHUX

HaBYAJIbHUX CUMYJISLIN.
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4 ONIHIOBAHHA SAKOCTI TA EKCIIEPUMEHTAJIBHE
JOCJIIKEHHA POBOTU CUCTEMMU

4.1 Tligxonu A0 TECTyBaHHS Ta MEPEBIPKHU SIKOCT1 pOOOTH

MeTonuka TecTyBaHHS CUCTEMU I'eHepallli TpPeHyBaJIbHUX CLIEHApP1iB 0a3yeThCs HA
KOMIUIEKCHOMY M1IXO/1, IKUH TO€AHYE TEXHIUHY BaJliAalliio, OIIHKY ()YHKI[1IOHAJIBHOCTI,
NPOAYKTUBHOCTI Ta MeNaroridyHoi eeKTUBHOCTI po3pobieHoro cepenosuma. OCHOBHA
MeTa TECTyBaHHs — MIATBEPIUTH, 110 CUCTEMa KOPEKTHO (hOpMY€ CIieHapii BiJIMOBIIHO
710 HaBYAJbHUX I11JIeH, 3a0e31euye aJanTUBHICTD 1 CTa0LIBHICTh POOOTH Y PI3HUX YMOBaxX
eKCILTyaTalii.

[lepmiuM etanmoM € (yHKLIOHAJIBbHE TECTyBaHHS, sIK€ mependayae MepeBipKy
poOOTH BCIX KJIHOYOBHX MOJYJIB — siipa reHepalli, MOBEIIHKOBUX CKPHUITIB areHTIB,
CUCTEMHM JIOTYBaHHsS, 300py TenemeTpii Ta iHTepdeiicy kopuctyBaya. g I1bOro
BUKOPHUCTOBYIOTHCSA KOHTPOJIbHI CLIEHApIi 3 (P1IKCOBAHMMHU MapaMeTpaMu, IO J03BOJIAIOTh
OLIIHUTH BIJMOBITHICTh (PAKTHUYHOI IMOBEIIHKHM CHUCTEMHU OYIKYBAaHHM pe3yJbTaTaM.
OcobnuBy yBary MNpUAUIAIOTH TECTYBAHHIO IEPEXOAIB MIDK CTaHaAMH CLIEHApHOIO
aBToMara (iHiliami3allisi, BUKOHAHHS TIOJINA, aJanTallis, 3aBEpPIICHHS), a TaKOoXK
KOPEKTHOCTI B3aemoii Mixk C++-moaymsimu Ta Blueprint-komrnoneHTamu.

Jpyruii eranm — TECTyBaHHS aJalTHBHOCTI Ta CTaOIBHOCTI, Y MeEXaX SIKOTrO
MPOBOJUTHCA CHUMYJISLISA 1 KOPUCTYBadiB PI3HOrO piBHSA MiAroToBKU. CHcTema
aHaII3y€e MOBEIHKOBI METPUKH (Yac peakilii, TOYHICTh, KUTbKICTh TOMUJIOK, IOBTOPEHHS
Jii) 1 KOpUTY€E CKIAIHICTh CIIEHapil0 B peaibHOMY 4aci. s OUiHKM e(eKTUBHOCTI
aJanTaiiifHOr0 MeXaHi3My BHKOPHUCTOBYIOTHCS KOHTPOJBHI MpOoQiiai KOPUCTYyBayiB
(mouaTkiBeIb, OCBIMYEHUHN, E€KCIEPT), 3a SKUMH IOPIBHIOETHCS 3MIHA TapameTpiB
CLIEHAPIIO Ta CEpe/IHs TPUBAIICTh YCIIIIHOTO MPOXOIKEHHS.

Tperiii eran BKIIOYa€E HaBaHTAXXyBaJbHE TECTYBaHHS JUIsi BU3HAYCHHS MEX
NPOAYKTUBHOCTI CHCTEMH. BHUKOPHCTOBYETHCS aBTOMATUYHE CTBOPEHHS BEJIHKOI
KUIbKOCTI 00’ekTiB 1 moaii (uepe3 PCG-¢dpeliMBopk), 100 mepeBipuTH CTAOIBHICTh

pyIIIis, MBUAKICTE OOPOOKH CIIEHAPHUX JIOTIK Ta AKICTh Bizyaumi3allii 6e3 BTpaTtu KaapiB
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(FPS). 3i0paHi TeneMeTpHUYHI AaHi aHATI3YIOThCS uepe3 iHTerpoBaHi inctpymenTa Unreal
Insights Ta DataTable-3BiTH.

OxkpemMuM HampsMOM € TMeJaroriuyHa Bajifaiis, CcOpsMOBaHa Ha OIIHKY
e(eKTUBHOCTI HAaBUAJHHOTO mMpolecy. [IpoBoasAThCA eKcliepuMeHTalbHI TPEHYBaHHS 3
rpynamMu KOPUCTYBadiB, Pe3ylbTaTU SKUX MOPIBHIOIOTHCS 332 METPUKaMH JOCATHYTOI
KOMIIETEHTHOCTI, 4acy MPOXO/PKEHHS CIIEHApiiB Ta KUIBKOCTI MOBTOPHUX crpol. Take
TECTyBaHHS JJ03BOJISIE BU3HAYUTH peajibHy OCBITHIO I[IHHICTh PO3POOJICHOI CUCTEMU Ta 11
3JIaTHICTH aJJaniTyBaTH HaBYaHH MiJ PIBEHb CTYACHTA.

[TizcymMKoBa OIliHKa BKIIIOYAE aHAMI3 TEXHIYHUX 1 MEJAaroriyHuX IMOKa3HUKIB 3a
JIOTIOMOTO10 3BeJICHUX TaOsuIb 1 rpadiyHuX Bizyalizalliii. 3a pe3yibTaTaMu KO>KHOTO
eTary TECTYBaHHS CUCTEMa OTPUMY€E CTaTyCH «IIPOUJIEHO», «IIOTPeOye onTUMI3AI» a00
«BHMMArae JOOIpalloBaHHI», 110 3a0e3nedye Mpo30puil 1 HAYKOBO OOIPYHTOBAHUMN

IPOLIEC MEPEBIPKH PO3POOIEHOTO PIILIEHHS.
4.1.1 CTBOpEeHHS EKCIIEpUMEHTAIBLHUX IPYII 1 B1I0Ip YYACHUKIB

Jlns mpoBeAeHHS IOBHOIIIHHOI BalliJlallii CHUCTEMH TeHepallii TpeHyBaJIbHUX
cuenapiiB y Unreal Engine Oyno copmMoBaHO KijibKa TECTOBUX T'PYII, 1O BIAPI3HAIOTHCS
PIBHEM ITIATOTOBKH, JOCBIIOM B3a€MO/IIT 3 TOMIOHUMHU CUMYJISIIIHHUMH CepeIOBUILIAMH
Ta HaBYAJLHUMM LUIAMH. Takuil MiaxiJ J03BOJISE€ OLIHUTU €PEKTUBHICTh CUCTEMHU HE
JUIIe 3 TEXHIYHOI, a ¥ 13 JUAAKTUYHOI TOYKHU 30pYy, 3a0€3MeuyroYd MOBHOLIHHY
NepeBipKy MEXaHI3MIB aJIanTallii CKIaJHOCTI Ta KOPEKTHOCTI HABYAJILHUX MPOIIECIB.

I'pyna A (mo4yaTkoBui piBE€Hb) — YYaCHUKH 0€3 MONEPEAHBOTO JOCBITY POOOTH Y
BIpTyaJIbHUX TPEHYBaJIbHUX cepefoBuinax. OCHOBHA METa y4acTl 1€l TPy — OIIHUTH
3pO3yMLTICTh 1HTEp(dEHCY, IHTYITUBHICTh KEPYBaHHS, JIOTIKY CIIEHApil0 Ta HAasBHICTh
0a30BUX MiaKa3oK. [l 1i€l rpynu cucTeMa Maja aBTOMaTUYHO 3HIDKYBATH CKIIQTHICTh
CIIEHaPil0, aKTUBYIOUH PEXHUM JTOJATKOBUX THCTPYKIIIH Ta IMiIKa30K.

I'pyna B (cepeaniii piBeHb) — KOpHUCTYyBaul 3 0a30BUMHU 3HAHHAMH MPUHIUIIIB
CUMYJISATOPIB 200 reiiMiiKOBaHOTO HaBUAaHHS. Y IIil TPyIi OIlIHIOBaJACh CTaOUIbHICTh
aJanTABHOI CHCTEMH, KOPEKTHICTh OI[IHIOBAHHS KOMIIETCHTHOCTEH, a TaKOX IIJIABHICTh

nepexo1y MK PIBHSIMU CKJIaJHOCTI.
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I'pyna C (mpocyHyTH# piBeHb / €KCIEPTH) — KOPHUCTYBadi, sIKi MalOTh JIOCBiJ
BUKOPHUCTAHHS TPEHYBAJbHUX CHUMYJATOPIB a00 3HAHHSA y BIAMOBIIHIN MpodeciitHii
ramy3i (HampwkiIaa, I1HCTPYKTOPH 4YHM BHKIanadi). BoHum TectyBamm crenapii 3
MaKCHMAJIbHOIO CKJIQJIHICTIO, OLIHIOBAIM JOCTOBIPHICTH (DI3MYHUX MOJECIJIECH, JIOTIKY
MOBEIHKHA areHTIB 1 TOYHICTh BIATBOPEHHS HABUAJILHUX CHUTYAITIH.

dopMyBaHHS TPy 3AIMCHIOBAIOCS 3a TOMEPEIHIM aHKETYBAaHHAM, Y SKOMY
GbikcyBallvcs TEXHIUYHI HAaBUYKM, mornepeAHid gocsig podotu 3 Unreal Engine a6o
NMoMIOHUMH CHCTEMaMH, a TaKOXK PiBEHb BOJIOAIHHS MpEeaMeTHOI0 oOsacTio. KoxxHOMYy
YYaCHHUKY OYJI0 TPU3HAYEHO YHIKAJIbHUM 11eHTU(IKATOD, 32 SIKUM CUCTEMa aBTOMaTUYHO
peecTpyBania [ii, 4Yac peakilii, YCHIIIHICTh Ta MOMWIKH IiJI 4Yac TPOXOJKEHHS
TPEHYBAJIbHUX CLIEHAPIiB.

JIJisi  MiBUINEHHS JTOCTOBIPHOCTI PE3yJIbTAaTIB TECTYBAaHHS 3aCTOCOBYBaJIacs
METO/IMKA [TEPEXPECHOT0 aHAJI3Y: YaCTHHA KOPUCTYBayiB BUKOHYBaJIa OJTHAKOBI CLIeHapil
3 PI3HUMHU [MapaMeTpamMu CKJIaIHOCTI, a YaCTUHA — PI3HI CIIEHapii 3 OJJHAKOBUM PIBHEM
0a3oBux ymoB. lle m03BoNIMIO BUSBUTH BIUIMB (DAKTOpIB aJanTHBHOI TeHepallli Ha
€(hEeKTUBHICTh HABYAHHS Ta CTA0LIbHICTh MOBEAIHKH CUCTEMH.

Ha ocHOBI oTpuMaHux pe3ynbTariB Oyja0 MOOYIOBAaHO Yy3arajllbHEHY MOJEIb
B3a€EMO3B 13Ky MIXK PIBHEM IIJITOTOBKM KOPHUCTYyBauya, €(PEKTUBHICTIO CLEHapilo Ta
napamMeTpaMM CHUCTEMHU aJanTaiii, Mo MHIATBEpAWIO (YHKIIOHAIbHY HAIIMHICTh 1

TUAAKTAYHY JOIUTBHICTH pO3pOOJIEHOT CUCTEMU TeHEepallli ClieHapiiB.
4.1.2 Tloxa3HUKH OIiHIOBAHHSA PE3yJbTaTIB

Jnst  o0’exkTUBHOrO aHamizy eQeKTUBHOCTI pOOOTH CHUCTEMHU TeHepallii
TpeHyBabHUX crieHapiiB y Unreal Engine Oynmu po3poOiieHi Ta 3acTOCOBaHI YiTKi
KpUTEpii OLIHKUA PEe3yJIbTaTiB, 110 OXOIUIIOIOTH TEXHIUHI, KOTHITMBHI W TOBEIIHKOBI
nmoka3Huku. 11 kpurepii 103BOJISIIOTH BCEOIYHO OIIHUTH, HACKIIBKH CTBOPEHA CHCTEMA
3a0e3rnedye JOCSTHEHHsS HaBYaJbHUX I[JIeH, CTaOUIbHICTh (DYHKIIIOHYBAaHHS Ta
aJIanTUBHICTh A0 PIBHA KOMIIETEHTHOCTI KOPUCTYBAayiB.

Ile#i Onok BU3HAYA€E SKICTb POOOTH caMOi CHUCTEMH, ii MPOMYKTHBHICTH 1

CTaOUIBHICTD Mif Yac cumyJisiii. OCHOBHI OKa3HUKH:
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—  crabunpHicTh FPS (Frames per Second) — piBeHp cTaOUIBHOCTI
MPOJYKTUBHOCTI IMiJT Yac MPOIEypHOI reHepallii crieHapiis,

—  Yac peakIlli CHCTeMH — 3aTpUMKa MDK JISIMH KOPHCTyBada Ta PEaKIliElo
cumyssTopa (B ixeam < 150 mc);

—  KOPEKTHICTh T'eHepallii — BIJAMOBIIHICTh CTBOPEHOTO CIIEHAPII0 3aJaHUM
napaMeTrpam i madjoHaM (OLIHIOETHCS EKCIIEPTHO);

—  OC3MOMMIIKOBICTb JIOT1IKU — BIJICYTHICTb JIOTTYHUX TTOMHUJIOK Y CLICHAPHOMY
aBTOMATI Ta Herepea0aYeHNX CTaHiB,

—  CYMICHICTb KOMIIOHEHTIB — TEpeBipKa y3ro/pKeHoi B3aeMomii Mk C++-
Moxayisimu, Blueprint-norikoro Ta iHTepdeiicoMm KopucTyBaya.

TexHIYHA YacTWHA OIIHIOETHCA 3a mKamor 0-5, me 5 BiamoBimae cTaOLIBHIN
po6OTI cucTeMu 6€3 KPUTUIHUX TOMUJIOK.

KorniTuBHO-HaBYanbHI  KpUTEpli BHU3HAYAE, HACKUIBKA CHUCTEMA CIpHUSE
(GbOopMyBaHHIO Ta OLIHII KOMIETEHTHOCTEH KOpUCTyBauiB. OCHOBHI METPHUKHU:

—  1ugekc 3acBoeHHs (Learning Gain Index) — pi3Huils Mixk pe3yiabTaTamu 10
1 TSl IPOXOJKEHHS CLEHAPIIO;

—  koedimienT mpaBuiabHUX i (Accuracy Rate) — BiICOTOK MpaBUIBHO
BUKOHAHMX 3aBJaHb 0€3 MOMUJIIOK;

—  cepenniit yac BukoHaHHsi (Mean Task Duration) — cepenniii yac,
BUTpauCHUH Ha 3aBEpPIICHHS 3aBaHHS,

—  KUIBKICTh NOBTOPHUX crpo0 (Retries) — nmoka3HHUK cTaOlIbHOCTI 3aCBOEHUX
HABUYOK;

—  piBeHb nocsarHyToi kommereHTHOCTI (Competence Level) — aBromaTtudHO
BU3HAYAETHCSI CUCTEMOIO aJIanTallii Ha OCHOBI 310paHOi TeaeMeTpii.

Ili xpurtepli BimOOpaKarOTh TEAATOTIUYHY I[IHHICTh CHUCTEMH, TMOKa3yIOUH,
HACKUIBKM KOPUCTYBay JIMCHO HAaBYMBCS BUKOHYBAaTH Jii, a HE MPOCTO 3aBEPIIUB
CIICHapii.

[loBeniHKOBI Ta aAanTHBHI KpUTEPIl OIIHIOE €()EeKTUBHICTh aJanTaliiHuX

ITOPUTMIB 1 B3aEMOJI1}0 KOPUCTYBaya 3 cucTeMoro. OCHOBHI TapamMeTpH:
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— koedimient amanraiii (Adaptation Coefficient) — gacTka curyaritiii, y ssIkux
CHCTEMa YCITIIIIHO 3MIHMJIAa CKJIQIHICTh BIAMOBIAHO /10 il KOPUCTyBaya;

— iHgekc 3amydeHocTi (Engagement Index) — Bu3HaA4YaeThCs Ha OCHOBI
YacTOTH i, IBHUJIKOCTI peaKIlii 1 TpUBaJIOCT1 (POKyCyBaHHS yBaru;

— ctabinpHICTh oBeAiHKU (Behavior Consistency) — BiACOTOK BUKOHaHHS
3aBJaHb 0€3 PI3KUX BIAXHWICHB B1J] CIICHAPIIO;

— 3BOpoTHHI 3B’s130K KkopucTyBada (Feedback Quality) — oriHoeThesa Ha
OCHOBI aHKETyBaHHS IMICIS TpeHyBaHHS (mikama 1-5 3a mapameTpaMu 3py4HOCTI,
3pO3YMUIOCTI, KOPUCHOCTI).

JUist y3aranbHEHHsI pe3yJIbTaTiB yCl KpUTEPli IHTErpyIOThCA y 3BEIECHUN 1HIEKC
edektuBHOCTI cuieHapito (Scenario Efficiency Index, SEI), sikuii po3paxoByeTbcs 3a

dhopmyIioro:

SEI = 0.4T + 0.35C + 0.25A,
ne T — cepenuiit TexHiuHMMA 0a;
C — cepenHili KOTHITUBHUM MTOKA3HUK;

A — cepenniit aqanTUBHUN KOE]IIIEHT.

OTpumaHuil 1HAEKC [03BOJISIE paHXKyBaTH CLEHapli 3a eQEeKTUBHICTIO Ta
BHU3HAYATH, K1 TapaMeTPU reHepallii NoTpedyroTh ONTUMI3aIlli.

3aBISKM BUKOPHUCTAHHIO IIMX KPUTEPIIB CUCTEMa TECTyBaHHSA HaOyBa€ HayKOBOI
OOIPYHTOBAHOCTI, @ pe3yJIbTaTH MOXYTh OYTH BUKOPUCTAHI1 JIsl KIIBKICHOTO MOP1BHSHHS
pI3HHX BepCiii cCUMyIATOpa, METOAIB TeHepallii abo piBHIB amanraiii. Lle 3a0e3neuye
IITICHY KapTUHY €(pEKTUBHOCTI SIK CaMOi TEXHOJIOT11, TaK 1 ii BIUTMBY Ha TIPOIIEC HABYAHHS

y BIpTYaJbHOMY CEpPEOBUILII.
4.2 TaTepriperallis eKCIEPUMEHTAIBHUX JTaHUX

[IpoBenenumii ekcriepuMeHTaIbHUM aHai3 MATBEPIUB €(PEKTUBHICTH PO3POOICHOT

CUCTEMHU T'eHepallii TPeHYBaJIbHUX CIIEHApPIiB K y TEXHIYHOMY, TaK 1 B MEAaroriyHOMy
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acnektax. OCHOBHI pe3yJbTaTH MOJAHO Ha puc. 4.1, e BiIOOPaKEHO KIFOUOBI METPUKHU

HpOIIYKTI/IBHOCTi Ta HABYAaJIbHOI'O BILIUBY.

Pe3ynbTaTy aHanisy cuctemu
reHepauii TpeHyBasnbHUX cLeHapiiB
100%

97 %
80%
60%

40%

20%

0%

KopekTHi Learning Hints 3posyminui
cueHapiii Gain Index System iHTepdenc

Pucynok 4.1 — Pe3ynbrat eKCIEpUMEHTAIBHOTO aHAJIi3y CUCTEMH TeHepallii

TPEHYBAJIbHUX CIIEHAPIiB

[lin yac TeXHIYHOTO TECTYBaHHS CHCTEMa KOPEKTHO (opMyBaia cieHapii y 97%
3aMycKiB, MIATPUMYBaJla CEpEAHIO MPOAYKTUBHICTL ~78 FPS Ta 3a0e3neuyBana peakiiito
Ha J1i KopucTyBada B Mexax 120 mc, 1110 BiANOBIa€ BUMOTaM PeajbHOIO Yacy.

AJlaniTUBHI MEXaHI3MH TOKa3aJid BUCOKY TOYHICTh PETYyJIOBaHHS CKJIAJHOCTI: Y
Ipynu MOYaTKIBIIB pIBEHb yCHIIIHOCTI 3pic 3 58% 1m0 86%, xopHucTyBaul cepeIHbOro
PIBHSI JEMOHCTpYBaIM CTaOUTbHUIN KoedimieHT amanramii 0.91, a cuctema MiHIMaIbHO
BTpyUasacs y ClieHapii eKCepTiB, 3a0€3MeUyr0un MPUPOIHY CKIATHICTb.

[lenaroriuna oIlfiHKa 3acBig4uiia MO3UTUBHUN BIUIMB JAWHAMIYHHMX CIICHAPIiB:
Learning Gain Index 3pic y cepeanbomy Ha 35%, KOHTEKCTHI MIJKA3KW 3MEHIIMIN
KUIBKICTh TOBTOpHUX crpoOd Ha 42%, a 77% ydacHUKIB BIA3HAYWIA 3PYUHICTh

1HTepdeiicy Ta 3p03yMilTy JIOTIKY TPEHYBaJIbHOTO POLIECY.
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5 TEXHIKO-EKOHOMIYHE OBIPYHTYBAHHS
5.1 Po3paxyHok BUTpaT Ha pO3pOOKY MPOrPaMHOIO MPOIYKTY

AKTyaJIbHICTh MPOBEACHHS KOMEPLIHHOTO Ta TEXHOJOTIYHOTO ayAUTy CHUCTEMH
re’epaiii TpPEeHYBAJIbHUX CIEHApPIiB /I 1HTEJICKTyalbHOI MOOYJOBH HaBYAIBHUX
CEpEOBUII] 3yMOBJIEHA 3POCTAIOUYMM TIOMMMTOM HA QJaNTHBHI, PEATICTHYHI Ta
eKOHOMIYHO e(heKTHBHI cUMYJISILiiHI pimeHHs. CexTop mpodeciitHoi miAroTOBKH — Bij
000pOoHHO1 chepu 10 TPOMUCTOBOT O€3MEKH — MOTPEOYE MIBUIAKOTO CTBOPEHHS SKICHUX
TPEHaXXepIB, 3JaTHUX MOJIEIIOBATH CKIJIAJHI CUTyalll i 1HAWBIyali3yBaTH HaBYaHHS.
[lepekoHatucss B JKUTTE3JATHOCTI Ta PHUHKOBIA KOHKYPEHTOCIPOMOXKHOCTI TaKoi
CUCTEMHM MO’KHA JIMIIE 4Yepe3 KOMIUIEKCHUW ayJuT, SKUM BU3HA4Ya€ NEPCIEKTUBU ii
BITPOBAKCHHSI Ta MaCIITa0yBaHHS.

TexHonOTIYHUN ayIUT € HEOOXITHUM JUIsl OLIHKK apXITeKTypH, aJITOPUTMIB
1HTENEeKTyalIbHOI reHepallii Ta BukopuctanHs Unreal Engine sik 6a30Boi mnatdopmu. Bin
03BOJIsIE  BepU(IKYBAaTH MPOIYKTUBHICTh, CYMICHICTh, MOXJIMBICTH 1HTErpamii 3
ICHYIOYUMH TpEHa)XepaMu Ta BIAMOBIAHICT, CYYaCHUM TEXHIYHUM CTaHAapTaM.
Oco0MuBO BaXXJIMBUM € aHalI3 SIKOCTI aBTOMAaTUYHO CTBOPIOBAHMX CIIEHApIiB, PIBHS
aBTOHOMHOCTI CHCTEMH Ta OOIPYHTOBAHOCTI 3aCTOCOBAHHUX METOMIB IITYYHOTO
1HTEJIEKTY.

KomepuiiiHuii  ayuT, CBO€H 4YEprorw, 3ade3neuye po3yMiHHS PUHKOBHUX
MO>KJIMBOCTEH, KOHKYPEHTHOTO CEpEIOBUINlA Ta €KOHOMIYHUX IepeBar po3poOku. Bin
JTa€ 3MOTY OI[IHUTH NOTEHIIHI CerMeHTH 30yTy, MOJeNl MOHETH3allli, €KOHOMIIO
pecypciB BiJl aBTOMaTH3allli CTBOPEHHS HaBUaJbHUX CIEHApIiB Ta MPUBAOIMBICTH
OPOAYKTY JUisi 3aMOBHUKIB. CyKYyINHICTh TEXHOJIOTIYHOTO Ta KOMEPLIHHOTO ayJIuTy
MITBEP/KYE JOLUIBHICTD MOJATBIINX 1HBECTHUIINA, OKPECIIO€ HANpsIMU PO3BUTKY M
HiJBUILY€E IAHC YCHIIIHOTO BUXOAY CUCTEMU Ha PUHOK HABUAJBHUX Ta CUMYJISLIMHUX
pILIEHB.

Jlis mpoBeneHHST KOMEPIIHOTO Ta TEXHOJOTIYHOTO ayauTy 3allydaeMo 3-X

HE3AJIKHUX EKCIEPTIB, SIKUMHU € TPOBIIHI BUKJIAJadl BUITYCKOBOI ab0 CHOPITHEHOI

Kadenpu.
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OuiHIOBaHHS HAyKOBO-TEXHIYHOT'O PIBHS CHCTEMU TeHepalli TpeHyBaJbHUX
CIIeHapliB ISl 1HTEJIEKTYyaJbHOI IeHepallli HaBYaJbHUX CEPEJOBHUII 1 CIICHApIiB s
CUMYJIIIHHNX TpeHaxepiB Ha 0a3i Unreal Engine Ta i koMepiiiiHOro moTeHIiamy
3MIMCHIOEMO 13 3aCTOCYBaHHSAM ITAITHOQJIBHOI CHCTEMH OIiHIOBaHHS 3a 12-Ma

KPUTEPISIMHU, a pe3yIbTaTy 3BOJUMO 70 Tabmui 5.1,

Tabmuns 5.1 — Pe3ynbratu oriHOBaHHS

Excneptu
Kpurepii Exkcnepr 1 Exkcnepr 2 Exkcnept 3
banu, BucTaBneHi ekcriepramMu

TexHiuHa 3A1MCHEHHICTh KOHIICTIIIT 3 3 3

PunkoBi mepeBaru (HasiBHICTb aHAJIOTIB) 2 2 2

PunkoBi nepeBaru (1iHa NpoIyKTy) 2 2 2

PunKoBI epeBaru (TexHiYH1 3 3 3

BJIACTUBOCT!)

PuHkoBi nepeBaru (excruryaTariiiai 5 9 9
BUTPATH)

PuHKOBI nepcrieKTHBH (PO3MIpP PUHKY) 3 3 3

PHHKOBI MepCTIeKTUBY (KOHKYPCHITiS ) 2 2 2

[TpakTiyHa 3/11IHCHEHHICTH (HAsSBHICTD 3 3 3
(baxiBIliB)

[TpakTiyHa 3/11HCHEHHICTH (HasABHICTb 5 2 2
¢iHaHCiB)

[IpakTuHa 311ICHEHHICTh 3 3 3

(HeoOX1/IHICTh HOBUX MaTepiajiB)

[TpakTryHa 31HCHEHHICTH (TEPMIH 5 9 2
peaitizaitii)

[TpakTiyuHa 311HCHEHHICTH (PO3poOKa 3 3 3

JIOKYMEHTIB)
Cyma 6amniB 30 30 30
Cepennapoapudmernyna cyma o6anis, Cb 30

3a pe3ynbpTaTamMu po3paxyHKiB, HaBeJeHUX B Ta0muIll 1 poOUMO BUCHOBOK IIPO Te,
0 HAyKOBO-TEXHIYHWW pIBEHb Ta KOMEPIIIWHUN TOTEHIlaJl CUCTEMU TeHepallii
TPEHYBAJIbHUX CIICHAPIiB JJId 1HTEJIEKTyaJdbHOI IeHepallli HaBYaJbHUX CEPEIOBHUII 1

CIIEHapIiB I CUMYJISIIHHUX TpeHaxkepiB Ha 6a3i Unreal Engine — cepenniii.
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5.2 OOrpyHTYBaHHSI €KOHOMIYHO1 €(DEKTUBHOCTI BIIPOBAPKCHHS

Hanexxatb BUTpaTH Ha BHIUIATY OCHOBHOI Ta JOJATKOBOi 3apoOITHOI IUIATH
KepiBHUKaM BIJJILIiB, JJaOOpaTOpiii, CEKTOPIB 1 TPYI, HAYKOBUM, 1HXKEHEPHO-TEXHIYHUM
mpariBHUKaM,  KOHCTPYKTOpaMm, TEXHOJOoraM, KpecispaMm,  KOMIIOBAIbHHUKAM,
nabopaHTaMm, poOOITHHUKAM, CTyJEHTaM, acllipaHTaM Ta IHIIUM IIpalliBHUKaM,
0e3nocepeIHbO 3aHATHM BUKOHAHHSIM KOHKPETHOI TeMH, OOUMCIICHOI 3a MOCaJI0BUMHU
OKJIaJJaMH, BIAPSATHUMH PO3LIHKAMH, TapU(PHUMH CTaBKaMU 3TiTHO 3 YMHHUMHU B
OpraHizaIlisix CACTEMaMH OIJIaTH Ipalli, TAaKOXK OyAb-sKi BUIU IPOIIOBUX 1 MaTepPi1aJIbHUX
JIOTIIAT, SIK1 HaJleXKaTh JI0 eJeMeHTa « BuTpatu Ha oriaty mpari».

OcHoBHa 3apo0iTHA IJ1aTa JOCHITHUKIB. BuTpatu Ha OCHOBHY 3apOOiTHY IJIaTy
JTOCTITHKKIB (3,) pO3paxoBYIOTh BIIIOBIIHO JO IOCAIOBHX OKJIAJiB MPAIliBHUKIB, 3a

dbopmyiioro:

30 = _—
i=1 p

7€ K — KUTBKICTh MOCa] TOCTITHHUKIB, 3AIy9€HUX JI0 MPOIIECY JOCIIKEHHS;
M, — MicAYHMM MOCAIOBHI OKJIaJ KOHKPETHOTO pO3poOHUKa (1HXKEHEpa,
JOCJTITHUKA, HAYKOBIIS TOIIO), TPH.;
T, — umcio pobounx AHIB B MiCSIIIi;
npubausHo T, = (21...23) ani, npuitmaemo 22 1Hi;

ti — umcno pobouux AHIB poOOTH PO3POOHHUKA (TOCITITHUKA).

3po6IieH1 po3paxyHKH 3BOJIMMO JI0 TaOJIHIIl 5.2.

Tabmuusg 5.2 — Butparu Ha 3apo0iTHY MJ1aTy JOCIITHUKIB

Micstannii . | Ywucno Butpatu Ha
. Omutata 3a po6oumii . .
ITocana MOCAJIOBUM OKJIAJI, THIB 3apo0iTHY TIaTy,
JICHb, TPH.
TpH. poboTH TpH.
KepiBHuk 35000 1591 20 31818
Po3pobuuK 30 000 1364 60 81818
KoHcynbTanTu 25 000 1136 10 11364
Bceroro: 125000
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OcHoBHa 3apo0iTHa 1J1aTa poOITHUKIB. BUTpaTh Ha OCHOBHY 3apo0OiTHY IUIATy

poOITHUKIB (3;) 32 BIANOBIIHUMU HalMEHYBaHHAMU POOIT PO3paxoBYIOTh 3a (POPMYJIOL0:

n
313 = Z Ci ) ti'
i=1

ne C; — moronuHHa TapudHa cTaBKa pOOITHUKA BiIMTOBITHOTO PO3PSIY, 32
BUKOHAHY BIJIMOBIIHY pOOOTY, TPH/TO/I;

ti — yac po6OTH pOOITHUKA HA BUKOHAHHSI IIEBHOI pOOOTH, TO/I.

[loroguuny TapudHy cTaBKy poOITHHKA BiAnoBiHOTO po3psay C 1 MoXkHa

BU3HAUYUTHU 32 (HOPMYJIOIO:

C = M, - K; - K.
Tyt
ne M, — po3Mip MPOKUTKOBOIO MIHIMYMY Ipane31aTHoi 0coor abo MiHIMAJIBHOT
MICSIYHOT 3ap0OITHOT MIIaTH (3a7I€XKHO BiJ] A1F0UOTO 3aKOHOAABCTBa), y 2025 porii
M,=8000 rpH;

Ki — xoedimienT Mi>kkBasi(ikamiitHOTO CIIBBIIHOIICHHS /11 BCTAHOBJICHHS
TapuHOI CTaBKU POOITHUKY BIAMOBIAHOTO PO3PSAY;

K. — miHiMaibHUH KOE(]IIIEHT CITIBBIIHONICHD MICSYHUX TapU(HUX CTABOK
POOITHUKIB TIEPIIOTO PO3PSIAY 3 HOPMAIBHUMU YMOBAaMHU Mparli BAPOOHUYUX 00’ €JHAHD
1 ITPUEMCTB J10 3aKOHOJIaBYO BCTAHOBJIEHOTO PO3MIPY MIHIMAJIbHOI 3apOOITHOT
iaTH, ckiamgae 1,1;

T, — cepenHs KUIbKICTh poOOUYMX JIHIB B MicAwl, npubiausHo T, = 21...23 nHi,
npuiiMaemo 22 JHi,

t;u — TPUBATICTB 3MiHHU, TOJ., IPUUMAEMO & TO/I.
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Tabnug 5.3 — Butpartu Ha 3apoOiTHY IJ1aTy pOOITHUKIB

HajfMeHyBaHHs poGiT Tpynomictkicts, | Po3psan ITorogunua Tapud. | Bennunna,
H-TOJI. pobotu | tapudna craBka | kKoed. IpH.
HhiAroToska TecTORMX 40 3 59 118 | 2360
CIICHapIiB
Hamaromxenus
MIPOTPaMHOTO 60 4 63,5 1,27 3810
KOMIUICKCY
Hposezertris 24 3 59 118 | 1416
BUIIPOOYBaHb
Berporo 7586

HonatkoBa 3apo0iTHa 1uiata. JlomatkoBa 3apo0iTHa 11aTa 3, BCIX PO3POOHUKIB Ta
POOITHHKIB, sIKi Opajy y4acTh Y BUKOHAHHI JaHOTO €Tamy poOOTH, PO3PAXOBYETHCS SIK
(10...12)% Bim cymMu OCHOBHOI 3apOOITHOI IJIATH BCIX PO3POOHHKIB Ta POOITHHKIB,

TOOTO:
3,=01-(3,+3,) =0,1-(125000 + 7586) = 13259 rpH.

BigpaxyBanusi Ha cormianbHi 3axoau. HapaxyBanHs Ha 3apo0iTHy tuiaty Hiy
pPO3pPOOHUKIB Ta pOOITHUKIB, SIKI Opajlid y4acTh y BHKOHAHHI JJAHOTO €Tamy poOoTH,

PO3PaxoOBYIOTHCS 32 POPMYIIOKO:

Hsq =B'(3o+3p+3a) =
= 0,22 - (125000 + 7586 + 13259) = 32086 rpH.
ne 3, — OCHOBHA 3ap00iTHA IJ1aTa po3pOOHUKIB, TPH.;
3, — OCHOBHa 3ap0o0iTHA T1aTa pOOITHUKIB, TPH.;
3, — noAaTkoBa 3apo0iTHA IJ1aTa BCIX pO3POOHUKIB Ta POOITHUKIB, TPH.;
B — cTaBKa €IMHOTO BHECKY Ha 3arajibHOO0O0B’A3KOBE JIEp>KaBHE COIliabHE

cTpaxyBaHHs, % (nmpuitmaemo 1151 1-ro kiacy npodeciitHocTi pusuky 22%).
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Po3paxyHok BuTpar Ha Marepianu. Butpatm Ha Marepianu M, mo Oynu

BUKOPHUCTaHI MiJ] 4aC BUKOHAHHA JaHOTO €TaIy poOO0TH, pO3paxoBYIOThCS 32 (OPMYIIOI0:

n n
M= H 1K - ) By,
1 1

ne H; — kinmpkicTh MaTepiaiiB 1-TO BHUAY, IIT.;
L; — mina marepiaiiB i-ro BUIY, TPH.;
Ki — koedilieHT TpaHCTIOPTHUX BUTPAT,

Ki=(1,1...1,15); n — KUJIBKICTh BUJIB MaTepialiB.

Ta6mui 5.4 — Matepianu, 10 BUKOPUCTaHI Ha pO3pOOKY

HailimenyBanHs Iina 3a Bapricth BUTpaueHux
.. Butpaueno .
MaTepiajiB OJIMHUIIIO, TPH. MaTepiajiB, TpH.
Hamip sz 200 2 400
JIOKYMEHTAllli, Tauka
Kannenspcbki
MaTepianu (py4yKH, 150 1 150
MapKepH)
USB-nakonuuysay 128 800 1 800
I'b
Bceboro, 3 BpaxyBaHHSM KoedilieHTa TPAHCIIOPTHUX BUTPAT 1485

Po3paxyHok BUTpaT Ha KoMIUIeKTyioul. Butpatu Ha komiuektytoul K, mo Oynu

BUKOPUCTAHI 1]l YaC BUKOHAHHSI IAHOTO €Tamy PoOOTH, pO3paxOBYIOThCS 3a (POPMYIIOI0:

n
KzzHi'ui'Kir
1

ne H; — KUIbKICTh KOMIUIEKTYIOYUX 1-T0 BUAY, IIT.;
I]; — miHa KOMIUIEKTYIOYHX 1-TO BUAY, TPH.;
Ki — xoeoilieHT TpaHCIOPTHUX BUTPAT,

Ki=(1,1...1,15); n — KiIBbKICTH BUJIIB KOMIUICKTYIOUHX.



Ta6mui 5.5 — KoMriiekTyrodi, 1110 BUKOPUCTaHI Ha pO3pOOKy

. . Bapricth

HaiimenyBanns Iina 3a oguHUIIIO,

ButpaueHno | BuTpaueHux

KOMILICKTYIOUHX TpH.
KOMIUICKTYIOUHX, TPH.

MarHiTHi KOTYIIKH 800 2 1600
[Tnata kepyBaHHs 1500 1 1500
Bceboro, 3 BpaxyBaHHsAM Koe(]ilieHTa TPAHCIOPTHUX BUTPAT 3441

CnemnycraTkyBaHHsl JJI1 HayKOBUX (EKCIIEpUMEHTaJIbHUX) poOiT. BapTicTh
CHEI[yCTaTKyBaHHSI BU3HAYAETHCS 3a MPEHCKYpaHTOM TypTOBUX IiH ab0 3a MaHUMH

0a30BUX MIANPUEMCTB 3a BIAMYCKHUMU 1 JOTOBIPHUMHU I[IHAMHU.

K
Bcneu = z L; - Cnp.i - K,
1

ne L1; — miHa npuadaHHs ceIycTaTKyBaHHS 1-TO BUIY, TPH.;
Crp.i — KUIBKICTh OJUHULb CIIELlYCTaTKyBAaHHSI BIAIOBIIHOTO BU]TY, IIT.;
Ki — koedimienT tpancnoptaux Butpat, K; = (1,1...1,15); n — KiIbKICTh BUIIB

CIICHYCTAaTKyBaHH:.

Tabnuus 5.6 — Butparu Ha npuaOaHHs CIEIyCTaTKyBaHHS

HaiimenyBaHHs [Tina 3a BapricTts
Burpaueno
CHeIlyCTaTKyBaHHs OJIMHMIIIO, TPH. CIeLlyCTaTKyBaHHS, TPH.
VR-monom 20000 1 20000
TECTYBaHHsI CUMYJISIIIH
IHTepaKTI/IB3I-IZI/II|I/I MOHITOpP 15000 1 15000
Bceroro, 3 BpaxyBaHHAM Koe(illieHTa TPaHCIOPTHUX BUTPAT 6050

[Tporpamue 3a6e3neuenHs. J[o 6anaHCOBOT BAPTOCTI MPOrpaMHOTO 3a0e3eUeHHs
BXOJISITh BUTPATH HA HOTO THCTANISAIIO, TOMY IIl BUTPATH OEPYThCS TOJAATKOBO B PO3MIpI
10...12% Bix BapTOCTI IIporpamMHoro 3abe3nedyeHHs. barancoBy BapTiCTh MPOTPAMHOTO

3a0€3IeUeHHsI pO3pax0OBYIOTh 3a (DOPMYIIOLO:
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K
Bnpr = z ]—linpr ) Cnpr.i K,
1

ne Lipr — LiHA npuadaHHS MOPOrpaMHOro 3abe3NeuyeHHs 1-ro BUAY, IPH.;

Chrpri — KUIBKICTh OJJMHMIIb IPOTPaMHOTO 3a0€3MeUYeHHs BIJOBITHOIO BUAY,

IIT.;
Ki — xoedirieHT, Mo BpaxoBye 1HCTAJSIIIO, HATATOJKEHHS MPOTPaAaMHOTO
3a0e3MeUeHHs,
Ki=(1,1...1,12); Kk — KUIbKICTb BUIIB IPOTPAMHOT0 3a0€3MCUCHHSI.
Tabnuusg 5.7 — Butpatu Ha npuaOaHHs MPOTPAMHOTO 3a0e3MeUeHHS
[ina 3a Baprictb
HaiimMenyBanus nporpamMHoro 3a0e3neyeHHss | oJuMHUL0, | Burpaueno IIPOrPaMHOr0
T'pH. 3a0€31eYeHHs, TPH.

Windows 11 Pro (srinien3is) 6 000 2 12000

JetBrains Rider (piuna minensis) 8 000 1 8000

GitHub (npemiym-niamnucka) 3 000 1 3000

Bceboro, 3 BpaxyBaHHsM Koe(imieHTa iHCTANALIT Ta HAJIATO/KEHHS 25530

AMopTu3zauis oOnanHaHHS. AMopTu3aiis o0OJlaHAHHSA, KOMII IOTEpPIB Ta
MPUMIIICHb, IKi BAKOPUCTOBYBAJIUCH M1 Yac (UM Jisl) BUKOHAHHS JAHOTO €Tary poOoTH.
VY cmpomieHoMy BUIJISIAI aMOpPTH3aIliiHI BifpaxyBaHHA A B 1UIOMy OyTH

po3paxoBani 3a (OpMYJIOH0:

t
al b
T, 12

ne g — 3aranpHa 6anaHcoBa BapTICTh BChOT'O 00JIaHAHHS, KOMII FOTEPIB,
IPUMIILEHB TOLIO, 10 BUKOPUCTOBYBAJIUCH JJI1 BUKOHAHHS JAHOTO €Taly poOOTH, TPH.;
t — TepMiH BUKOPHUCTAHHSI OCHOBHOTO (hOHAY, MICHILIl;

Ty — TEpMiH KOPUCHOTO BUKOPUCTAHHS OCHOBHOTO (JOHITY, POKH.
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Tabmuig 5.8 — AMopTu3aliiiiHi BiipaxyBaHHs 32 BUJaMU OCHOBHUX (DOH/IIB

Tepmin Cyma
N banancosa CTpOK KOPHUCHOTO
HaiimenyBaHHs . ) BUKOPUCTAHHS, | aMOPTH3allii,
BapTICTh, TPH. | BUKOPUCTAHHS, POKiB o
MICSL1B I'pH.
Poboua crannis 60 000 3 6 10000,0
po3poonuka (I1K) ’
Poboua cranmis 50 000 3 6 8333,3
tectyBajgbHuKa (1K)
Cepsep A 80 000 4 8 13333,3
30epiranHs JaHuX
Bceroro 31666,7

Butpatn Ha eneKkTpoeHeprito Juisi HayKOBO-BUPOOHMYMX Liieil. Butpatun Ha
CHJIOBY €JIEKTpOEHEprito B, SKIIO L1 CTAaTTS Mae CyTTEBE 3HAUEHHS JUIsl BUKOHAHHS

JTAHOTO eTary poOOTH, PO3PaXOBYIOThCS 3a (hOPMYJIOHO:

Be:zWi'ti']—le'KBni

KK]I
_05-160-432-075 05-160-432:0,75 07-200-432-075
a 0,98 0,98 0,98

= 925,7 rpH,,
W, — BcTaHOBIIEHA MOTYXHICTh O0JagHaHHS, KBT;
ti — TpuBaicTh poOOTH OOJAHAHHS HA €Tarll TOCHIKEeHHs, To1.; L{e — BapTicTh
1 kBt enexrpoeneprii, 4,32 rpH.;
Keni — koedinienT Bukopuctanus noryxHocti; KKJ[ — koedimienT kopucHoi aii

o0JIagHaHHS.

Tabnuusg 5.9 — Butpatu Ha eIeKTpOESHEPTito

HaiimenyBanus o01agHaHHS [ToryxHicTb, KBT TpuBanicte roauH podoTn

Po6oua cranmis po3poonuka (I1K) 0,50 160

PoGoua cranIis TecTyBagbHUKA
(T1K)

Cepep 11st 30epiraHHs JaHUX 0,70 200

0,5 120
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[ Butpatu. Jlo crarTi «IHII BUTpaTW» HaleXaTh BUTPATH, SIKI HE 3HAWIILIA
B1IOOpaKeHHS y 3a3HAUYCHHUX CTATTAX BUTPAT 1 MOXKYTh OyTH BIJTHECEH1 0€3MOCEepeTHbO
Ha cO01BapTICTh JOCTIKEHD 32 TPSIMUMH O3HAKAMHU.

Butparu 3a crarreto «IHmi Butpatu» pospaxoByroThes gk 50...100% Bix cymu

OCHOBHOI 3ap00iTHOI IJIaTH TOCIIHUKIB Ta pOOITHHUKIB 32 (POPMYIIOLO:

65
IB=(3,+3,)" = (125000 + 7586) - T00 = = 125956,7 rpH.,,

100(V 00

ac Hi; — HOpMa HapaxXyBaHHJ 3a CTaATTCHO «IHMI1 BUTpPATH».

Hakmanni  (3arasibHOBUpoOHMul)  BuTpatu.  Jlo  crarti  «Hakmanni
(3araJIbHOBUPOOHMYI) BUTpPATW» HAJIEKaTh: BHUTPATH, IOB’SI3aHI 3 YINPABIIHHAM
Oprasizali€ro; BUTPATH HA BUHAXIIHUIITBO Ta palllOHANI3allll0; BUTPATU HA IMiATOTOBKY
(mepemniiIroTOBKY) Ta HaBYaHHS KaJpiB; BUTPATH, MOB’s3aH1 3 HAOOpOM poOOYOi CHUIIH;
BUTpPATU HA OIUIATy MOCIYr OaHKiB; BUTPATH, MOB’SI3aHI 3 OCBOEHHSIM BUPOOHHUIITBA
MPOJIYKINiT; BATPATA HA HAYKOBO-TEXHIUHY 1H(OpPMAIIIIO Ta peKIaMy Ta 1H.

Butpartu 3a crarrero «HaknagHi (3araabHOBUPOOHNY1) BUTPATH» PO3PAXOBYIOTHCS
sk 100...200% Big cyMH OCHOBHOI 3apoOITHOI TUIaTH JOCIIJHMKIB Ta POOITHHUKIB 3a

dhopmyIioro:

190
Buse = (3, +3,) - = (125000 + 7586) - 755 = 232025,5 rpw,

1000/

ne H.;; — HOpMa HapaxyBaHHs 3a crarreto «Haxnaani (3aranbHOBUPOOHWYI)

BUTPATH.

Butpartu Ha npoBeneHHs] po3p0oOKH CUCTEMH T'eHepallli TpeHyBalbHUX CLIEHAPIiB
JUTSL THTEJIEKTYalIbHO1 TeHepallii HaBYaIbHUX CEPEIOBHIIL 1 CIICHAPIiB IS CUMYJISIIIHHIX
TpeHaxepiB Ha 06a31 Unreal Engine. Butpatu Ha npoBeeHHSI HAYKOBO-/IOC1IHOT poOOTH

PO3paxoBYIOTHCS SIK CyMa BCiX MOMEPEAHIX cTaTeld BUTPAT 3a (popMyioro:
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B... = 125000 + 7586 + 13259 + 32086 + 1485 + 3441 + 38500 +
25530 + 31666,7 + 925,7 + 125956,7 + 232025,5=637461 rpH.

3aranpHi BUTpaTU. 3arajibHi BuUTpatd 3B Ha 3aBepleHHs HayKOBO-IOCHIIHOI
(HayKOBO-TE€XHIYHOT) poOOTH 3 PO3POOKH CHCTEMHU T'eHepallii TPeHyBaJbHUX CLIEHAPIiB
JUUISL IHTEJICKTYaJIbHOT TeHeparllii HaBYaJIbHUX CEPEJIOBHII 1 CIIEHAPIIB ISl CUMYIISAIIMHIX
TpeHaxkepiB Ha 06a3i Unreal Engine Ta opopMieHHs ii pe3ysbTaTiB po3paxoBYIOThCS 3a

dbopmyIoro:

B, 637461

3B =
M 0,5

= 1274921,99 rpH,,

7€ M| — KOe(PII€EHT, 10 XapaKTePU3yeE €Tal BUKOHAHHS HAYKOBO-IOCJIITHOT pOOOTH.
OcCkiJIbKH, fKIIO0 HAyKOBO-TEXHIYHA po3poOKa 3HAXOIUTHCS Ha CTajii po3poOKu

JOCIIIHOTO 3pa3ka, To N=0,5.

5.3 OriHKa coliaibHO-eKOHOMIYHHX TIepeBar

B puHKOBUX YMOBax y3araJibHIOIOUYMM MO3UTHBHUM PE3YJIHTATOM, IO HOTO MOXKeE
OTpUMATH MOTEHUIWHUN 1HBECTOP BiJ MOKJIMBOIO BIPOBAKEHHS PE3y/bTATIB TI€l 4d
1HIITIOT HAYKOBO-TEXHIYHOT PO3pOOKH CHCTEMHU TeHepallli TPeHyBaJbHUX CIICHApIiB JJIst
IHTEJICKTyaJIbHOI TeHepallii HaBYaJbHHUX CEPEJOBHIN 1 CIEHApIiB IS CHUMYJISIIHHUX
TpeHaxkepiB Ha 0a31i Unreal Engine, € 30UIbllIeHHS] Y TOTEHIIIHHOTO 1HBECTOPA BEJIMUMHU
YUCTOTO MPUOYTKY.

B nanomy Bumanky BiOyBaeTbcsi po3poOka 3acol0y, TOMYy OCHOBY MalOyTHBOTO
ekoHOMI4HOTO epexTy Oyae popmyBaTu: AN — 301IbIIIEHHS KIIBKOCTI CITIOKUBAYIB, SKUM
HAJAE€ThCS BIAMOBIAHA 1H(OpMaIiiiHAa TOCIyra B aHami30BaHl mepiogu dacy; N —
KUTBKICTh CIIOXKMBAYiB, SKUM HaJaBajlach BIAMOBIHA 1HGOpMaIlliifHa MTOCayra y poli A0
BIIPOBAKCHHS PE3YJIbTaTiB HOBOI HAYKOBO-TEXHIUHO1 po3po0kH; Lls — BapTicTh mocmyru
y oIl 10 BOpOBa/KeHHS 1HpopMaIiiHoi cuctemu; +All, — 3MiHa BapTOCTI moOCIyru
(3pocTaHHs Y 3HUKEHHSI) B1J] BIPOBAKEHHS PE3YJIbTAaTiB HAYKOBO-TEXHIYHOI pO3POOKHU

B aHAJII30BaHi MEPIOAH Yacy.
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MoxnuBe 30UIBIIEHHS YUCTOr0 MpUOYTKY y MOTEHIiHHOro iHBecTtopa Alli mis
KOKHOTO 13 POKiB, MPOTSITOM SIKUX OUYIKYETHCSI OTPUMAaHHS TIO3UTHBHHUX PE3yJbTaTIB Bill
MOJKJIMBOTO ~ BIPOBA/KEHHS Ta KOMepliai3alli HayKOBO-TEXHIYHOI pO3pOOKH,

pO3paxoByeThCS 32 (HOPMYIIOIO:

9
AH=(iAuo-N+uo-ANi)i-x-p-(1—m),

ne ALl — 3MiHa OCHOBHOTO SIKICHOTO MOKa3HUKA BiJ BIPOBAJKEHHS Pe3yJIbTaTiB
HAayKOBO-T€XHIYHOI PO3pOOKH B aHai30BAaHOMY pOIll. 3a3BU4Yail, TAKUM MOKa3HUKOM
MOXe OyTH 3MiHA LIHM peaji3alii OAMHUII HOBOi pO3pOOKM B aHAJII30BAHOMY pOIIi
(BiTHOCHO POKY hi (o BIIPOBAJI’KEHHSI 1i€i pPO3pOOKH);
+All, Moxe MaTu SIK JOJIaTHE, TaK 1 BJ’€MHE 3HAa4Y€HHs (BIJ €MHE — TIpU
3HIDKEHHI I[IHM BIAHOCHO POKY JO BIIPOBAKEHHA IIi€l pO3pOOKH, JOAaTHE — MpHU
3pOCTaHHI 1HHU);
N — OCHOBHMI KIJIbKICHHM TMOKAa3HMK, KM BH3HAYa€ BEIMYMHY IONUTY Ha
aHAJIOTT4YHI YU MOAI0H1 po3pOOKH y POIIi 10 BIPOBAHKEHHS pPe3yJIbTaTIB HOBOi HAYKOBO-
TEXHIYHOL pO3po0KH;
Il — OCHOBHMI SIKICHWM TOKAa3HHUK, KWK BHU3HA4Ya€e IiHY peaii3allii HOBOI
HAyKOBO-TEXHIYHOT PO3pOOKH B aHaTI30BaHOMY pori,
[ls — OCHOBHMI SIKICHUUM MOKa3HUK, SIKWH BU3HA4Ya€ LIHY peani3auli iICHYyH4Ooi
(6a30BOi) HAYKOBO-TEXHIYHOT PO3POOKM Yy PpOLI JO BIPOBAHKEHHS PE3yJIbTaTIB;
AN — 3M1Ha OCHOBHOTO K1JIbKICHOT'O ITOKa3HUKA B1Jl BIPOBAKEHHS pPE3yJIbTATIB
HAayKOBO-T€XHIYHOI PO3pOOKH B aHAII30BAaHOMY pOIll. 3a3BUYail TaKUM IMMOKa3HUKOM
MoO’ke OYTH 3pOCTaHHS MOIMUTY HAa HAYKOBO-TEXHIYHY PO3pOOKY B aHAJII30BaHOMY POIIi
(BITHOCHO POKY hi (o BIPOBAKCHHS i€l PO3pOOKH);
A — KoeQILI€HT, KU BpaXxoBYy€ CIUIATy NOTEHUIHHUM 1HBECTOPOM MOJATKy Ha

nojany BapTicTb. Y 2025 poli cTaBka MoAaTKy Ha J0JlaHy BapTiCTh cTaHOBUTH 20%, a
koedimienT A =0,8333; p — koedilieHT, IKU BpaXxOBYy€e peHTA0EIbHICTh IHHOBAI[IHHOTO
npoaykty (mocmyru). Pekomenayerscs Opatu p =0,2...0,5; 3 — cTraBka momaTky Ha

npuOYTOK, KM Ma€e CIjlauyBaTH MOTEHUIMHUN 1HBECTOp, Y 2025 pori 3 =18%.
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OuikyBaHUN TEPMiH KUTTEBOIO IUKIY po3poOku 3 poku, Tomy 1-ii pik —

ATlI1=665984 rpH., 2-1 pik — AII2=1075820 rpH., 3-i1 pik — AII=2059426 rpH.

Tabmuis 5.10 — BapticTs 301IbIIEHHS YUCTOTO TPUOYTKY

Pix 1[0, rpH. N, miT. ALIO, TpH. AN, 1iT. L0, rpH. NO, mT.
1 40000 10 150000 7 550000 3
2 40000 15 150000 12 550000 3
3 400000 27 150000 24 550000 3

Jlaini po3paxoByIOTh IPUBEICHY BapTiCTh 301IbIICHHS BCI1X YHCTUX TPpUOYTKiB [111,
mo iX MOXXE€ OTpUMaTH NOTEHLINHUN 1HBECTOP Bl MOJJIMBOIO BIPOBAKCHHS Ta
KoMepIianizamii HayKOBO-TEXHIYHOI pO3pOOKM CHUCTEMHU TeHepalii TpPEeHyBaJbHUX
CIIEHApIiB ISl 1HTEJIEKTYyallbHOI TeHepallli HaBYaJbHUX CEPEOBHUILl 1 CIICHApIiB s

CUMYJIALIINHUX TpeHaxepiB Ha 0a3i Unreal Engine:

DAL 665984 1075820 2059426
I = Z a — 30418223,73 rpu.,
i=1

Tt A0 TAF012 T dA+01)3
ne Alli — 30UTbLIEHHST YUCTOTO MPUOYTKY Y KOKHOMY 3 POKIB, IPOTSITOM SIKHX
BUSBIISIIOTHCS PE3YJIbTATH BIPOBAHKEHHS HAyKOBO-TEXHIUHOT pO3POOKH, TPH.;

T — mepion yacy, MPOTITOM SKOTO OYIKYETHCS OTPUMAHHS MMO3UTUBHUX
pE3yNbTATIB Bl BIPOBAIXKEHHSI Ta KOMepLIali3allii HAyKOBO-TEXHIYHOI pO3pOOKH, pOKU
(mpuiimaemo T=3 pokn);

T — CTaBKa AMCKOHTYBAHHS, 32 SIKy MOKHA B3STH IIOPIYHUI MPOTHO30BAHUIA
piBeHb 1HIsIIT B kpaiui, T =0,05...0,15;

t — mepioj yacy (B pokax) BiJy MOMEHTY MTOYATKY BIPOBAKEHHS HAYKOBO-
TEXHIYHOI PO3POOKH 10 MOMEHTY OTPMMAaHHS MMOTEHIIMHUM 1HBECTOPOM JIOJATKOBUX

YUCTUX NPUOYTKIB Y IBOMY POLIL.

Jlani po3paxoByHOTh BEJIWYMHY MOYATKOBUX IHBECTHIINH PV | gkl moTeHIiHHMIMA
IHBECTOpP Ma€ BKJACTH JJisi BIPOBADKCHHS 1 KOMepIlamizalii HayKOBO-TEXHIYHOT

PO3pOOKU CUCTEMU TeHepallii TPeHYBaJIbHUX CIIEHAPIiB JIJIsl IHTEJIEKTYaJIbHOI reHepartii
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HABYAJIbHUX CEPEJOBHMII 1 CLIEHAPIiB IS CHUMYJSALIHHUX TpeHakepiB Ha Oa3i Unreal

Engine. J{ns 1boro Mo>kHa BUKOpHUCTATH (POpMYITY:

PV = k;,; - 3B = 2-1274921,99 = 2549844 rpH.
1€ Kixs — KoeilieHT, 10 BpaxoBye BUTPATH IHBECTOPA Ha BIIPOBAKCHHS HAYKOBO-
TEXHIYHOT PO3POOKH CUCTEMH T'eHepallii TPeHyBaJbHUX CIICHAPIiB JJIS IHTEIEKTyalbHOI
reHepailli HaB4aJIbHUX CEPEJIOBHII 1 CIICHAPIiB JUI CUMYIISAIIMHUX TPEHaKepIB Ha 0a3i

Unreal Engine Ta ii komepiianizaiio.

Ile MoxyTh OyTM BHTpaTH Ha MIATOTOBKY MNPUMIIIEHb, PO3POOKY TEXHOJOTIMH,
HaBYaHHS NIEPCOHATY, MAPKETUHTOBI 3aX0/11 TOIO; 3a3Buyait kine=1...5, ane moxe OyTu
1 6unbiiuM; 3B — 3aranbHi BUTpAaTH Ha MPOBENCHHS HAYKOBO-TEXHIYHOI PO3POOKU Ta
oopMIIEHHS ii pe3yJIbTaTIB, IPH.

Tomi abcomoTHUN eKOHOMIYHHUIN e(eKT E.s. a00 uncThii mpuBeAeHUN TOX1a IS
MOTEHI[IITHOTO 1HBECTOpa BiJi MOMJIMBOTO BIPOBA/KEHHS Ta KOMepIliani3alii HayKOBO-
TEXHIYHOI PO3POOKM CHUCTEMH I'e€Hepallil TPEHYBaIbHUX CIIEHAPIiB AJIs1 IHTEIEKTYalIbHO1
re’epailii HaB4aJIbHUX CEPEOBUIIL 1 CIICHAPIIB JIJIi CUMYIIALINHUX TpeHakepiB Ha 0asi

Unreal Engine cranoBUTHME:

E,sc = Il — PV = 30418223,73 — 2549844 = 491980 rpH.,
ne [T — npuBeaeHa BapTICTh 3pOCTaHHA BCIX YUCTUX MPUOYTKIB BiJl MOKIIMBOIO
BIIPOBA/DKCHHS Ta KOMeEpIliami3alii HayKOBO-TEXHIYHOI PO3POOKM CUCTEMHU TreHeparlii
TPEHYBAJIbHUX CLIEHAPIiB JIs IHTEJNEKTyalbHOI TeHepalli HaBYaJbHUX CEpeOBUII 1
CUEHapiiB s CUMyJALiMHUX TpeHaxkepiB Ha 06a31  Unreal Engine, rpH.;

PV — TemnepimiHs BapTICTh MOYATKOBUX 1HBECTHIIIH, TPH.

Ockinbku Ea5>0, TO MOXXKEMO MPHUITYCTUTH MPO MOTEHIIMHY 3aI[iKaBJIEHICTh Y
pO3pOOIll CMCTeMHU TeHeparlii TPeHYBAJIbHUX CIIEHAPIiB IS 1HTEICKTyaJIbHOI reHeparlii
HAaBYAJIbHUX CEPEJOBUIN 1 CIIEHApiiB ISl CUMYJISLIMHUX TpeHaxepiB Ha 6a3zi Unreal

Engine.
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JIJist 0CTaTOYHOTO MPUUHSATTS PIIICHHS 3 I[bOTO MUTAaHHS HEOOX1IHO po3paxyBaTu
BHYTPIIIHIO €KOHOMIYHY JOX1JIHICTh EB a00 MOKa3HUK BHYTPIIIHEOT HOPMHU JOXITHOCTI
BKJIAJICHUX 1HBECTUIIM Ta TMOPIBHATA il 3 Tak 3BaHOI Oap’€pHOI0 CTaBKOIO
JTVCKOHTYBAHHS, SKa BHU3HA4Ya€ Ty MiHIMaJbHY BHYTPIIIHIO €KOHOMIYHY JOXIJTHICTD,
HIDKUE SKOi 1HBECTHIl B OyAb-Ky HAyKOBO-TEXHIYHY PO3POOKY CHUCTEMH TeHeparlii
TPEHYBaJbHUX CIEHApIiB JAJS 1HTENEKTyalbHOI TeHepallii HaBYaJbHUX CEPEeNOBHUII i
CIIEHapiiB Mg CUMYJSIiNHUX TpeHaxepiB Ha 0a3zi Unreal Engine Bknamatu Oyne
€KOHOMIYHO HEJOIIIBHO.

BryTpimHs ekoHOMIYHA JOX1AHICTH 1HBecTHIIN EB, ki MOXyTh OyTH BKJIaJICHI
MOTEHIITHUM 1HBECTOPOM Y BIIPOBA/KEHHSI Ta KOMEPIaTi3aIlil0 HAyKOBO-TEXHIYHOT
PO3pOOKK CUCTEMH IeHepallii TPeHYBAIbHUX CIICHAPIiB JUIs 1HTEIEKTYyadbHOI reHepallli
HABYAJbHHUX CEPEIOBHIN 1 CICHAPIiB Ul CUMYJAILIHHMX TpeHaxepiB Ha 0a3i Unreal

Engine, po3paxoByeTbes 3a GOpMyJIOL0:

T 1 Eabc 3 491980

Ee= 1+ 5y = (13520842~ 0%

ne Ty — )KUTTEBUMA LMK pO3POOKM CUCTEMHU T'eHepallii TPEeHYBAJIbHUX CLEHapIiB
JUTSL THTEJIEKTYalIbHO1 TeHepallii HaBYaIbHUX CEPEIOBHIIL 1 CIIEHAPIIB I CUMYJISIIAHUX

TpeHaxepiB Ha 0a3i Unreal Engine, poku.

Jam po3paxoByeMo Nepioji OKYMHOCTI 1HBECTHUIIIN T,, SIKi MOXKYTh OYTH BKJIa/ICHI
MOTEHIIMHUM 1HBECTOPOM Yy BIPOBAKCHHS Ta KOMEpIliai3ailil0 HayKOBO-TEXHIYHOI
PO3pOOKU CUCTEMU TeHepallii TPeHYBaJIbHUX CIIEHAPIiB JIJIs 1HTEJIEKTYaJIbHOI reHepartii
HABUYAJBHUX CEPENIOBUII 1 CIICHAPIiB Uil CUMYIAIMINHUX TpeHaxepiB Ha 6a31 Unreal

Engine:

1 1
To = E_B = (),—4 = 2,51 POKH.
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Ockinbku To<l1...3-X pOKIB, TO II¢ CBIIUYMTH MPO KOMEPIIIHNHY MPUBAOIUBICTH
HAyKOBO-TEXHIYHOT pPO3pOOKM CHCTEMH TeHepallii TpEeHYyBaJbHUX CIEHAPIiB IS
IHTEJIEKTyaJIbHOT TeHepalii HaBYaJIbHUX CEpPEIOBHII 1 CLEHAPIiB AN CHUMYISIIHHIX
TpeHaxkepiB Ha 0a3i Unreal Engine 1 Moxe CHOHYKaTH MOTEHIIHHOTO 1HBECTOpa
npo¢iHaHCyBaTH BIOPOBA/HKCHHS IIi€l pO3pOOKM CHCTEMH TeHepallli TpPeHYBaJTbHUX
CIIEHapiiB ISl 1HTEJIEKTYyaabHOI TEeHepallli HaBYAbHUX CEPEIOBHUIN 1 CIICHApPIiB IS
CUMYJIALIINHUX TpeHaxepiB Ha 0a31 Unreal Engine Ta BUBeneHHs i Ha pUHOK.

[IpoBeneHHST KOMEPLIHHOTO Ta TEXHOJOTIYHOTO AayJuTy CHUCTEMH TeHeparii
TPEHYBaJbHUX CIEHAPIiB AJI 1HTENEKTyaJIbHOI MOOYAOBH HaBYAJIBHUX CEPEIOBHIL Ha
6a31 Unreal Engine miaTBepauiao MOUUIBHICTH 11 MOJATIBIIOTO0 PO3BUTKY Ta MOMKJIHMBY
1HBECTHULIIHY NMpPUBAOIUBICTh. 3a pe3yJbTaTaMHU E€KCIIEPTHOTO OI[IHIOBaHHS HAayKOBO-
TEXHIYHUI piBEHb 1 KOMEPIIHHUNA MOTEHIIa]l PO3POOKH BH3HAYEHO SIK CEpPEeAHiH, 1110
CBIAYATH TMPO HASBHICTh TEPCINEKTHB 32 YMOBU MOAAIBIIOIO YAOCKOHAJICHHS
TEXHOJIOT1YHOT CKJIaI0BOi Ta MiJCUJICHHS! pUHKOBUX IepeBar.

KoMmuiekcHuil po3paxyHOK BUTpaT MOKa3aB, IO 3arajibHa BapTiCTb BUKOHAHHS
HAyKOBO-IOCHIAHOI poO0TH cTaHOBUTH 1 274 921,99 rpH, a 3 ypaxyBaHHSIM HEOOXITHUX
IHBECTHIIIM HA BIPOBA/KCHHS TOYATKOB1 BUTPATH IMTOTEHIIIMHOTO IHBECTOPA JOPIBHIOIOThH
2 549 844 rpH. AHani3 €KOHOMIYHOI €(QEKTHBHOCTI PO3POOKH MPOJIEMOHCTPYBaB
MO3UTUBHY JIMHAMIKY: OYiKyBaHE 3pOCTAHHS YUCTOrO MPUOYTKY MPOTATOM TPHOX POKIB
craHoButume 665 984 rpu, 1 075 820 rpu ta 2 059 426 rpu BianosigHo. [IpuBenena
BapTICTh CyKynmHOro edekry pgocsirae 30,4 MIH TpH, L0 CBIAYUTH MPO 3HAYHY
€KOHOMIYHY BUTOJIY BiJl KOMepIliaii3allii Ta BUCOKY PeHTa0EIbHICTh MPOAYKTY.

Otxe, cucreMa reHepailii TpeHyBaJlbHUX clieHapiiB Ha 0a3i Unreal Engine mae
MOTEHII1aJ1 YCIIIIHOTO BIPOBAKEHHS Ta KOMEPIIHHOr0 BUKOpUcTaHHs. He3paxkaroun Ha
CepelHii piBeHb KOHKYPEHTHUX IepeBar Ha MOTOYHOMY eTalli, MPOEKT JIEMOHCTPYE
3HAYHUN €KOHOMIYHUN €EKT 1 3JaTHICTh 3a0€3MeUUTH 1HBECTOPY CTa01IbHE 3pOCTaHHS

npUOYTKY, 1110 POOUTH HOT0 MEPCTIIEKTUBHUM JIJIs1 TOJIAIBIINX BKJIAIEHb 1 PO3BUTKY.
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BUCHOBKHA

Y mporeci BHKOHAHHS MaricTepchkoi KBamiikamiiHoi poOOTH Ha TeMy
«lHTeNnekTyanbHa TeHepallis HaBYAJbHUX CEPENOBUI 1 CIEHApIiiB ISl CUMYJATOPIB Y
Unreal Engine. Yactuna 1. Cucrtema reHepaiii TpeHyBaJbHUX CIEHapiiB» Oyi0
3M1ACHEHO TOBHHMM IUKI JOCHIIDKEHHS, MPOEKTYBAHHS Ta peaiizalii MmporpamHOro
KOMIUIEKCY, IPU3HAUEHOTO ISl aBTOMAaTH30BAHOTO CTBOPEHHS aJalTUBHUX HAaBYAIbHUX
CIIEHAPIiB y CUMYJISIIIMHUX CEpeIOBUIIIAX.

[IpoBeneHo aHami3 CydyacHUX TPEHYBAJIbHUX CUMYJIATOPIB 1 cucTeM Ha 6a31 Unreal
Engine, o gano 3Mory BU3Ha4MTH KJIFOUOB1 TEHIEHLIT PO3BUTKY rainysi. Bussieno, mo
OUIBIIICTD ICHYIOYMX HABYAJIbHUX CHUCTEM MAalOTh 0OMEKEHHSI Y Bap1aTUBHOCT1 KOHTEHTY
Ta BIJCYTHICTh aJalNTUBHUX MEXAHI3MIB pearyBaHHs Ha Aii KopuctyBada. Lle crano
M1JICTaBOIO JUIsl JOPMYBaHHS HayKOBOI MTPOOJIEMU — HEOOX1THOCTI CTBOPEHHS CUCTEMH,
31aTHOI 1HTEJIEKTyaJIbHO (h)OPMYBATU CIIEHAPIi HA OCHOBI MOBEIIHKOBUX METPHUK 1 PIBHS
KOMITETEHTHOCTI KOPUCTYBAauiB.

byno y3arampHeHo miaxoaw A0 Kiacuikaili CUMYJIAMIMHUX CEpeIOBUII,
BU3HAYEHO METOJAOJOTIYHI OCHOBHM IHTEJEKTYyalbHOI Ta MPOLEIYypHOi TeHeparii
HABYAJbHUX KOHTEHTIB, @ TaKOXX OOIPYHTOBAHO JOIIJIbHICTh BUKOPUCTAHHS PYIIIis
Unreal Engine 5 six 6a30Boi TexHonoriunoi miardopmu. HMoro nepesaru — miarpumka
(dboTopeaiCTUMHOTO PEHAEPUHTY, MOoTyXHa (izuuHa cuctema Chaos Physics, rHyuka
apxiTektypa Ta BOyzaoBaHi 3aco0u mnpouenypHoi renepanii (PCG Framework) —
3a0e3neunsii HeOOXIJHUN PIBEHb MPOAYKTHBHOCTI, IHTErpalii Ta aJanTHUBHOCTI IS
peaJizariii 3arporoHOBaHOI CHCTEMHU.

Po3pobneno MoaynbHY apXiTEKTypy CHCTEMH IHTEJIEKTyaJdbHOI TeHeparlii
TpPEHYBAJIbHUX CLICHAPIiB, y MeXKaX SKOI sIIPO TeHepallii pealizye yupaBiIiHHS CLIEHapHUM
rpadoM, aBTOMAT CTaHIB 1 MEXaHI3MU 3BOPOTHOTO 3B 53Ky, TOMA1 SIK JOTIOMIXKHI MO
BIJIMOBIAIOTH 32 OBEIIHKY areHTiB, 301p TeJaeMeTpli, aHATITUKY Ta Bizyaii3aiito. JIorika
CUCTEMHU peajtizoBaHa 3 BuUKopuctanHsiMm C++ 1 Blueprint-koMnoHeHTiB, 1110 3a0e3ne4unio

MO€THAHHS MPOTYKTUBHOCTI HATUBHOTO KOJy 3 THYUKICTIO BI3yaJIbHOTO peJaryBaHHsI.



98

VY po0oTi po3po0JIEHO aNTrOpUTM CLEHAPHOTO aBTOMAaTa, SIKUM ONUCYE MOBHUMN
IIMKJI BUKOHAHHS CIIEHApII0 — B 1HIIIAMI3AIlli cepeoBUIla O aHAII3y pe3yabTaTiB 1
ajanTamii CKJIaJHOCTi. YJIOCKOHAJIEHO MEXaHi3M IHTEJIEKTyallbHOTO PO3MIIICHHS
00’ekTiB, sikuii BuUkopuctoBye EQS-zanmutn Ta mnpaBuna Placement Rules s
IpoLEeAYPHOI TOOYI0BM HABYAILHOTO CEPEIOBHUIIIA.

OxpeMy yBary TpPHAUICHO PO3pOOI KOPHUCTYBAlBKOTO iHTEpdeicy Ta
aHAJITUYHUX €KpaHIB MOHITOPUHTY. BOHH [103BOJISIIOTH BiOOpakaTH  KIIFOYOBI
MOKa3HUKN HABYAITHHOTO MPOIIECY — Yac BUKOHAHHS, PIBEHb ITOMUJIOK, KOMIIETEHTHICTh
KOpPHUCTYyBaya, JUHAMIKY YCHIIIHOCTI — Yy peaJibHOMY 4aci. Peani3oBaHO MiATPUMKY
CUCTEMHU MIKA30K, TakMepiB, MApKEPiB MO/ 1 MaHesel JKUBUX METPHK, 110 3a0e3meuye
e(EeKTHUBHY B3a€MOJII0 KOPUCTYBay4a 3 CUMYJISITOPOM 1 MIJIBUILY€E PIBEHb 3aTyYEHOCTI.

[1ix gac ekciepuMEHTAJIbHOI BaJlijiallii MpoBeIeHO (yHKIIIOHANIbHI, aJJalITUBHI Ta
MeJaroriyii - BUNpoOOyBaHHA. Pe3ynapTaTh aHamizy IMoOKa3ald, 100 BUKOPUCTAHHSA
JUHAMIYHO 3r€HEPOBAHMX CILIEHAPIiB MABUIIYE PIBEHb 3ACBOEHHS MPAKTUYHUX HABUYOK
y cepenHboMy Ha 35% y MOpIBHSHHI 31 CTATHYHUMH CLICHAPIsIMU, a KIJTbKICTh TTOBTOPHHUX
crpo0 AJI yCHIIIHOTO BUKOHAHHS 3aBJaHb 3MEHIIY€EThCS Maike yABIYl.

OtpumaHi pe3ysibTaTH MATBEPKYIOTh, IO 3alpONOHOBaHA CHUCTEMa TOEJIHYE
TEXHOJIOT1YHY 1HHOBAlLIHICTb 13 e1aroriyHOI0 JOLUIbHICTIO. BoHa 3a0e3neuye BUCOKUI
piBeHb peani3My, CTaOUIbHY aJanTalilo [0 i KOpUCTyBada Ta MOXIIUBICTh
MaciTabyBaHHS IMiJ1 Pi3HI Tally31 — BIJ MEIMYHO1 1 TEXHIYHOI MIITOTOBKH /10 TPEHYBaHb
OIEepaTOPIB UM aBAPIHHO-PITYBATIBHUX KOMaH/I.

VY pe3ynbrari BUKOHAHHS MAariCTepchbKoi POOOTH CTBOPEHO (YHKIIOHATHHUMN
MPOTOTUI CUCTEMU THTEJIEKTYalIbHOI TeHepallii TpeHyBaJIbHUX CIICHAPIiB, SIKUA MOXKE
CTaTH OCHOBOIO JUISl TOJAJIBIIOTO PO3BUTKY AJAlTHUBHUX CHUMYIBIIIHHUX TUTaT(GOopM.
Po3pobniene pimieHHst miaATBepaAnUao ePEeKTUBHICTh 1HTETpallli MpoIeaypHOi TeHepailii,
aHaji3y TeJeMeTpii Ta aJfOPUTMIB aJalTUBHOIO HAaBYaHHS B €JIMHOMY CEpEIOBHIII
Unreal Engine, 110 BiiKprBa€e NepCeKTUBH BUKOPUCTAHHS I[1€] TEXHOJIOTIi B Cy4aCHHUX
OCBITHIX 1 TPEHYBAJIbHUX CHCTEMAaX.

TakuM 4YWHOM BCl TOCTaBJIGHHI 3ajiadl OyJM BHUKOHaHI, 1 MeTa poboTu Oyna

JIOCATHYTA.
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1 ITincTaBa 11 BUKOHAHHS Marictepcbkoi nummioMHoi poootu (KMKP)

1.1 CyyacHi OCBITHI TIporpaMmu MNOTPeOyIOTh I1HTEPAKTUBHUX CHUMYJAILIN 13
MOJKJIMBICTIO aBTOMATHYHOI aJamnTailii HaBYaJIbHUX CIIEHApliB 10 PIBHS MIATOTOBKH
KopucTyBauda. Po3po0ka 1HTeIeKTyallbHOr0 MOIyJIsl TeHepallii ciieHapiiB Ha 6a3i Unreal
Engine 3a0e3neuye CTBOPEHHs aAalTUBHOTO TPUBUMIPHOTO HABYAJIILHOTO CEPEIOBUIIIA,
10 TiABHUINYE e(PEKTUBHICTH 1 0€3MEeYHICTh MPAKTUYHOI MATOTOBKHU (haxiBIIiB.

1.2 Haka3 npo 3aTBepmaxeHHsa Temu KKP.
2 Meta KKP i npu3HaueHHs po3poOKu

2.1 Mera pobGotn — po3poOKa apxXiTEeKTypu, NpOrpaMHa peajizailisi Ta
eKCIIEpUMEHTAaJIbHA BaJIiJIallisl HABYAJIBLHOTO CEpPEJOBUINA IS CUMYJSTOPIB Ha 0asi
Unreal Engine, ske (QyHKIIOHYEe 3a NOPHUHIMUIAMHU IHTEJIEKTyalbHOI TeHepamii W
aJIanTUBHOI 3MIHU TPEHYBAJIbHUX CIIEHAPIiB BIAMOBIAHO JO TMOBEIIHKH Ta PIBHA
M1JITOTOBJICHOCT1 KOPUCTYyBaya.

2.2 TlpusHaueHHs po3poOku — st (popMyBaHHSA aNalNTUBHOTO HABYAIBHOTO
CEpEelIOBUIIA, SIKE aBTOMATUYHO T€HEpYy€E CIeHapii BIAMOBIIHO /10 PIBHS MiJTOTOBKH Ta
JUHAMIKHM 11 kopucTtyBada. CTBOpPEHE PIILIEHHS MOXE OYyTH 1HTETPOBAHE Yy CUCTEMU

MEJUYHOI, PATYBAIBHOI Ta BIHCHKOBOT MIATOTOBKH.
3 Buxian1 gaHi o1t Bukonandas MKP

3.1 Amnaniz cydacHUX TEXHOJOTIH Ta MIAXOAIB N0 IHTENEKTyalbHOI TeHepaii
HaBYaJIbHUX CIICHAPIIB 1 BIPTYaJIbHUX CEPEIOBUIII.

3.2 TlopiBHSIHHS HassBHUX PillIeHb Ta OOIPYHTYBaHHS BUOOPY METO/1B, aJITOPUTMIB
1 TEXHOJIOT1H TSl peaiizaiiii Moy TeHepallii HaBYaJIbHOTO CepeIOBHIIA.

3.3 Po3po0ka CTpyKTYypHOT CXeMH Ta aJITOPUTMY pOOOTH MOAYJIS IHTEIEKTYyaIbHOT
redepaiuii HaBuajgpHOTrOo cepenoBuiia B Unreal Engine (C++), BKIIOYHO 3 ONMUCOM
apXITEKTYpH, KIIOYOBHUX IMIJICHCTEM Ta JOTIKH B3a€EMOIII.

3.4 CtBOpeHHS MPOrpamMHOI peasizaliii MOayJs Ha OCHOBI pO3pO0JICHOT cXeMHU Ta

aJTOPUTMY, IPOBEACHHS TECTYBaHHS, HAJIArOPKEHHS Ta ONTUMI3AIlI].
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3.5 IIpoBeneHHss TeCTyBaHHS MOy Ha PI3HMX CLEHApIsX Ui OIIHKK HOTO

4 Bumoru no sukoHanasgs MKP

[Iporpamuauii 3aci6 mMae cTablIbHO Ta TOYHO TN'€HEPYBAaTH aJalTHUBHI HaBYaJIbHI

CIIeHapii B peaJbHOMY uaci, IIBHJKO pearyBaTd Ha Jii KOpUCTyBada Ta 3a0e3ledyBaTu

BHCOKY MPOYKTUBHICTH 1 MiHIMAQJIbHY K1TbKICTh IOMUJIOK Y pOOOTI.

5 Eraniu MKP Ta ouikyBaHi1 pe3yJbTaTu

Etanu pobotu Ta odiKyBaH1 pe3ysibTaTu HaBeaeHo y Tabnui A.1.

Taomug A.1 — Eramu MKP

Hasga Ta 3micT eramy

TepMiH BUKOHAHHS

[Ipumitka
ITocTaHoBKa 3amayi Ta
1. BU3HAYCHHS METH 25.09.2025 27.09.2025
JIOCJIIIKEHHS
2. | Ornsin icHylo4nx MeTOAIB 28.09.2025 | 02.10.2025
reHeparii CrieHapiiB
3. Pospobka apxiTekTypu 03.10.2025 | 06.10.2025
CHCTEMH IeHepallii clieHapiiB
4. Peanizaris sigpa cuctemu 07.10.2025 10.10.2025
CTBOpEHHS MOAYIIB
5. pO3MilIeHHs 00’ €KTiB Ta 11.10.2025 17.10.2025
aIalITUBHOCTI
6. | PospoOxamincuctemu s00py | 44049095 | 25102025
JTAHUX 1 MOHITOPUHTY
7. TecTyBanHs Ta Bayiganis 26.10.2025 25 10.2025
CIIeHapiiB —
OdopmnenHs
8. MMOSICHIOBAILHOT 3aITUCKH Ta 01.11.2025 11.11.2025
IOIaTKIB
g, | [omepemuiii 3axuCT podOTH | 45 14 5095 | 12112025
Ta 11 pelieH3yBaHHs
10. 3axuct MKP 16.12.2025 22.12.2025
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6 Marepianu, 1m0 noaarThes 10 3axucty MKP

Jlo 3aXUCTy MOJAIOThCS: MOsCHIOBaIbHA 3anucka MKP, mpoTokon monepeaHboro
3aXUCTY MKP Ha kadenpi, BIJITYK HayKOBOT'O
kepiBHHKa, aHoTamii 7o MKP ykpaiHCbKOIO Ta iHO3EMHOIO MOBaMH, JOBiAKa IPO

BianoBiAHICTE opopmienns MKP nitounm Bumoram.
7 llopsimok KOHTPOJIKO BUKOHAHHS Ta 3axucty MKP

Bukonanns eramiB TpadgiuyHOoi Ta po3paxyHKoBOi gokymeHrarii  MKP
KOHTPOJIIOETbCSI HAYKOBUM KEPIBHUKOM 3TITHO 31 BCTAHOBJIEHUMH TEpMiHAMMU.
3axuct MKP BinOyBaerbcst Ha 3acimanHi Ex3aMeHaniifHoi KoMicii, 3aTBepKEHOT

HaKa3OM pEKTopa.
8 Bumoru 1o odopmiiroBaHHs Ta NOPsSA0K BUKoHaHHS MKP

8.1 Ilpu odopmitoBanuss MKP BUKOPUCTOBYIOThCS:

—  JCTVY 3008: 2015 «3Bitu B chepi Hayku 1 TexHikH. CTpyKTypa Ta mpaBuiia
0(OpMITIOBAHHS»;

—  JCTY 8302: 2015 «bibmiorpagiuni nocunaHHs. 3arajibHi MOJIOKEHHS Ta
npaBuiia CKIaIaHHs;

—  wiknepxkaBauii ['OCT 2.104-2006 «E€auna cuctemMa KOHCTPYKTOPCHKOI
nokyMeHTarllii. OCHOBHI HaluCuy;

—  METOJMYHI BKa31BKM O BUKOHAHHS MaricTepchKux KBai(ikaiiHUX pooiT
31 cnenianbHOCTI 123 — «Komm’toTepHa iHxkeHepis» (0cBiTHS nporpama «Komi’'orepHa
1xeHepis»). Kadgenpa oduncmoBanbhoi Texniku BHTY 2023.

8.2 Tlopsnox BukoHnanHs MKP BuknaneHo B «llomoxeHHs mpo kBamidikariifHi
pobotu Ha napyroMmy (marictepcbkomy) piBHi Buioi ocBitu CYS BHTY-03.02.02-
[1.001.01:21»
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JTOJATOK B

[TpoTokou nmepeBipku kBasidikamiiinoi podoTr

Ha3Ba pobotu: IHTeneKTyanbHII TeHepaTOp HABYATBHUX CEPEIOBUIIL i CIICHAPIIB
i cumvyastopiB v Unreal Engine. Yactura 1. CucreMa resepaiiii TpeHyBaJILHUX

CIICHapiiB

Tun pobotu: Marictepcbka kBajidikairiitHa podoTa
(6axamaBpchka kBamiikariiitna podora / MaricTepcbka KBamigikariiiina pooora)
[Tigposzmi: kadeapa 00YUCITIOBAIILHOI TEXHIKHU

(xadenpa, pakynprer, HaBUATHHA TPYTIA)

KoeditieHT moai6GHOCTI TEKCTOBUX 3all03MY€Hb, BUSIBIIEHUX Y pOOOTI
cuctemoto StrikePlagiarism (KIT1) _ 1 %

BHCHOBOK 1100 nepeBIpkH KBadi(iKaiiHOT poOOTH (BIAMITUTH MOTPIOHE)

|| 3amo3uuenus, BusBiIeHi y po6oti, 0opMIIeHi KOPEKTHO i He MiCTSTh O3HAK
aKaJieMiuyHOTo 1ariary, padpukaiii, dpanscudikaiii. Po6oTy npuiinartu no
3aXHUCTY.

] V po6ori He BusABIeHO 03HAK mnariaTy, (aGpukamii, Gambcudikanii, ane
HaJMIpHAa KUIBKICTh TEKCTOBHUX 3all03UYCHb Ta/a00 HasSBHICTh THUIIOBUX
pO3paxyHKiB HE JIO3BOJISIOTh MPUUHSTH PIIICHHS NPO OPUTIHAJIBHICTH Ta
CaMOCTIMHICTS 11 BUKOHAHHS. POOOTY HanmpaBUTH Ha JOONPALFOBAHHS.

|| ¥ poGoti BusiBIICHO 03HAKK aKaIeMi4HOTO IUIariaty Ta/a6o B Hilt MiCTATbCS
HAaBMUCHi CTIOTBOPEHHS TEKCTY, 1[0 BKa3yIOTh Ha CITPOOH MPUXOBYBaHHS
HEJI00POCOBICHHX 3amo3u4eHb. POOOTa /10 3aXUCTy HE TPUIMAETHCSI.

ExcniepTHa xomicis:

Aszapos O.J1.. 1.1.H., pod., 3aB. kabeapu OT

(mpi3BuiLe, iHiliaNu, MOcaaa) (migmnmc)
Maprtuniok T. b., A.T.H., npod. kadenpu OT
(mpi3BuiLe, iHiliaNH, MOcaa) (migmmuc)
Oco0a, BiaMOBIIaTbHA 32 TIEPEBIPKY 3axapuenko C. M., ipod. kad. OT
(mimmmc) (mpi3BHIIe, iHIIIATH)

3 BUCHOBKOM €KCIIEPTHOT KOMICIi 03HaiOMIICHUH(-Ha)

KepiBauk Yepnsk O.1., goir. kad. OT
(i gruc) (mpi3BuIe, iHiNIANH, TTOCATA)
3n00yBau Konecniuenko JILA.

(i gmuc) (mpi3BuiILe, iHIIIIATH)
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JTOJATOK B

UML-niarpama aepeBa moBeIIHKU
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Jlictunr ¢aitry UAdaptivePlacementComponent

#pragma once
#include "CoreMinimal.h"
#include "Components/ActorComponent.h"
#include "Engine/World.h"
#include "Kismet/GameplayStatics.h"
#include "NavigationSystem.h™
#include "NavigationSystemTypes.h"
#include "EnvironmentQuery/EnvQuery.h"
#include "EnvironmentQuery/EnvQueryTypes.h"
#include "EnvironmentQuery/EnvQueryManager.h"
#include "UODbject/NoExportTypes.h"
#include "AdaptivePlacementComponent.generated.h"
UENUM(BlueprintType)
enum class EPlacementSpace : uint8
{
OnNavMesh UMETA(DisplayName="0OnNavMesh"),
OnSurface UMETA(DisplayName="0OnSurface"),
InAir  UMETA(DisplayName="InAir")
Y
USTRUCT (BlueprintType)
struct FPlacementRule
{
GENERATED_BODY/()
UPROPERTY (EditAnywhere, BlueprintReadWrite)
EPlacementSpace Space = EPlacementSpace::OnNavMesh;
UPROPERTY (EditAnywhere, BlueprintReadWrite)
float MinDistanceFromQOrigin = 200.f;
UPROPERTY (EditAnywhere, BlueprintReadWrite)
float MaxDistanceFromQOrigin = 2000.f;
UPROPERTY (EditAnywhere, BlueprintReadWrite)
float Radius = 50.f;
UPROPERTY (EditAnywhere, BlueprintReadWrite)
int32 MaxAttempts = 20;
UPROPERTY (EditAnywhere, BlueprintReadWrite)
TArray<TSoftObjectPtr<AActor>> AvoidActors;
UPROPERTY (EditAnywhere, BlueprintReadWrite)
TArray<FName> RequiredTags;
UPROPERTY (EditAnywhere, BlueprintReadWrite)
TArray<FName> ForbiddenTags;
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USTRUCT (BlueprintType)
struct FSpawnRequest
{
GENERATED_BODY/()
UPROPERTY (EditAnywhere, BlueprintReadWrite)
TSubclassOf<AActor> ActorClass;
UPROPERTY (EditAnywhere, BlueprintReadWrite)
FPlacementRule Rule;
UPROPERTY (EditAnywhere, BlueprintReadWrite)
FTransform ResultTransform;
UPROPERTY (VisibleAnywhere, BlueprintReadOnly)
bool bSucceeded = false;
¥
DECLARE_DYNAMIC_MULTICAST _DELEGATE_TwoParams(FOnAdaptive
Spawned, const FSpawnRequest&, Request, AActor*, SpawnedActor);
UCLASS(ClassGroup=(Training), meta=(BlueprintSpawnableComponent))
class UAdaptivePlacementComponent : public UActorComponent
{
GENERATED_BODY/()
public:
UPROPERTY (EditAnywhere, BlueprintReadOnly)
bool bEnableEQS = true;
UPROPERTY (EditAnywhere, BlueprintReadOnly)
TObjectPtr<UEnvQuery> QueryAsset = nullptr;
UPROPERTY (EditAnywhere, BlueprintReadOnly)
float NavProjectionHalfExtent = 100.f;
UPROPERTY (EditAnywhere, BlueprintReadOnly)
TEnumAsByte<ECollisionChannel> SurfaceTraceChannel = ECC_Visibility;
UPROPERTY (EditAnywhere, BlueprintReadOnly)
float SurfaceTraceHeight = 2000.f;
UPROPERTY (BlueprintAssignable)
FOnAdaptiveSpawned OnSpawned;
UPROPERTY (EditAnywhere, BlueprintReadOnly)
bool bRunAutomatically = true;
UPROPERTY (EditAnywhere, BlueprintReadOnly)
int32 MaxSpawnsPerTick = 2;
UPROPERTY (VisibleAnywhere, BlueprintReadOnly)
TArray<FSpawnRequest> Queue;
UAdaptivePlacementComponent()
{
PrimaryComponentTick.bCanEverTick = true;
PrimaryComponentTick. TickGroup = TG_PrePhysics;

b
UFUNCTION(BlueprintCallable)
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Int32 EngqueueSpawn(const FSpawnRequest& Request)
{
Queue.Add(Request);
return Queue.Num();
}
UFUNCTION(BlueprintCallable)
void ClearQueue()

{
Queue.Reset();

b
UFUNCTION(BlueprintCallable)
void ProcessAll()
{
int32 Guard = 100000;
while (Queue.Num() > 0 && Guard-- > 0)

{

k
¥

protected:
virtual void BeginPlay() override

{
Super::BeginPlay();
¥
virtual void TickComponent(float DeltaTime, ELevelTick TickType,
FActorComponentTickFunction* ThisTickFunction) override

{

ProcessOne();

Super::TickComponent(DeltaTime, TickType, ThisTickFunction);
If ('"bRunAutomatically) return;
int32 Count = 0;
while (Queue.Num() > 0 && Count < MaxSpawnsPerTick)
{
ProcessOne();
++Count;
¥
}
private:
void ProcessOne()
{
If (Queue.Num() == 0) return;
FSpawnRequest Req = Queue[0];
Queue.RemoveAt(0, 1, false);
FTransform SpawnXf;
bool bFound = false;
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If (bEnableEQS && QueryAsset)

{
bFound = TryFindWithEQS(Req, SpawnXf);
¥
iIf ("bFound)
{
bFound = TryFindProcedural(Req, SpawnXf);
¥
iIf ('bFound || 'Reg.ActorClass)
{
Req.bSucceeded = false;
Req.ResultTransform = FTransform::ldentity;
OnSpawned.Broadcast(Req, nullptr);
return;
}

FActorSpawnParameters P;

P.SpawnCollisionHandlingOverride =
ESpawnActorCollisionHandlingMethod:: AdjustIfPossibleButAlwaysSpawn;

AActor* Spawned = GetWorld()->SpawnActor<AActor>(Req.ActorClass,
SpawnXf, P);

Req.bSucceeded = Spawned != nullptr;

Req.ResultTransform = SpawnXf;

OnSpawned.Broadcast(Req, Spawned);

¥
bool TryFindWithEQS(const FSpawnRequest& Req, FTransform& OutXf)

{
if (1GetWorld()) return false;
FEnvQueryRequest Q(QueryAsset, this);
TMap<FString, float> Floats;
Floats. Add(TEXT("MinDist"), Req.Rule.MinDistanceFromOrigin);
Floats. Add(TEXT("MaxDist"), Req.Rule.MaxDistanceFromQOrigin);
for (const auto& Kvp : Floats) {
Q.SetFloatParam(FName(*Kvp.Key), Kvp.Value); }
FEnvQueryResult Result;
EEnvQueryStatus::Type Status =
Q.Execute(EEnvQueryRunMode::AllMatching, Result);
if (Status '= EEnvQueryStatus::Success || Result.ltems.Num() == 0) return
false;
for (int32 1dx = 0; ldx < Result.Items.Num(); ++Idx) {
FVector Pt = Result.GetltemAsLocation(ldx);
if ('ValidateLocation(Pt, Req.Rule)) continue;
if (Reqg.Rule.Space == EPlacementSpace::OnSurface)

{
FVector HitLoc, HitNormal:
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If ('ProjectToSurface(Pt, HitLoc, HitNormal)) continue;

OutXf =
FTransform(FRotationMatrix::MakeFromZ(HitNormal).Rotator(), HitLoc);

return true;

¥
if (Reqg.Rule.Space == EPlacementSpace::OnNavMesh)

{
FVector Projected;
if ('ProjectToNav(Pt, Projected)) continue;
OutXf = FTransform(FRotator::ZeroRotator, Projected);
return true;
¥
OutXf = FTransform(FRotator::ZeroRotator, Pt);
return true;

¥

return false;

}
bool TryFindProcedural(const FSpawnRequest& Req, FTransform& OutXf)

{

If (1GetOwner()) return false;

const FVector Origin = GetOwner()->GetActorLocation();
int32 Attempts = 0;

while (Attempts++ < Req.Rule.MaxAttempts)

{
const float R = FMath::FRandRange(Req.Rule.MinDistanceFromOrigin,

Req.Rule.MaxDistanceFromOrigin);
const float A = FMath::FRandRange(0.f, 2.f * PI);
const FVector Pt = Origin + FVector(FMath::Cos(A), FMath::Sin(A), 0.f)
* R + FVector(0,0,50.1);
if ('ValidateLocation(Pt, Req.Rule)) continue;
if (Reqg.Rule.Space == EPlacementSpace::OnSurface)
{
FVector HitLoc, HitNormal,
if ('ProjectToSurface(Pt, HitLoc, HitNormal)) continue;
OutXf =
FTransform(FRotationMatrix::MakeFromZ(HitNormal).Rotator(), HitLoc);
return true; }
if (Req.Rule.Space == EPlacementSpace::OnNavMesh)
{ FVector Projected,;
if ('ProjectToNav(Pt, Projected)) continue;
OutXf = FTransform(FRotator::ZeroRotator, Projected);
return true; }
OutXf = FTransform(FRotator::ZeroRotator, Pt);
return true;
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¥

return false;
}

bool ValidateLocation(const FVector& Pt, const FPlacementRule& Rule) const

{
for (const TSoftObjectPtr<AActor>& Weak : Rule.AvoidActors)

{
const AActor* A = Weak.Get();
if (A) continue;
if (FVector::DistSquared(Pt, A->GetActorLocation()) <
FMath::Square(Rule.Radius * 2.)) return false;
¥

return true;

}
bool ProjectToNav(const FVector& Pt, FVector& Out) const

{

const UNavigationSystemV1* NavSys
FNavigationSystem::GetCurrent<UNavigationSystemV1>(GetWorld());

If ("NavSys) return false;

FNavLocation Loc;

if ("NavSys->ProjectPointToNavigation(Pt, Loc,
FVector(NavProjectionHalfExtent))) return false;

Out = Loc.Location;

return true;

¥
bool ProjectToSurface(const FVector& Pt, FVector& OutLoc, FVector&

OutNormal) const
{
if (1GetWorld()) return false;
const FVector Start = Pt + FVector(0,0,SurfaceTraceHeight*0.5f);
const FVector End = Pt - FVector(0,0,SurfaceTraceHeight*0.5f);
FHitResult Hit;
FCollisionQueryParams P;
P.bTraceComplex = true;
if (1GetWorld()->LineTraceSingleByChannel (Hit, Start, End,
SurfaceTraceChannel, P)) return false;
OutLoc = Hit.ImpactPoint;
OutNormal = Hit.ImpactNormal.IsNearlyZero() ? FVector::UpVector :
Hit.ImpactNormal.GetSafeNormal();
return true;
by

%
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JTONATOK [T

JlictuHr mijgcuctemMu 300py Ta 30epeKeHHS JaHUX

#pragma once
#include "CoreMinimal.h"

#include "Components/ActorComponent.h"
#include "GameFramework/SaveGame.h"
#include "Kismet/GameplayStatics.h"

#include "Misc/Guid.h"

#include "Serialization/JsonSerializer.h"
#include "Serialization/JsonWriter.h"
#include "Policies/CondensedJsonPrintPolicy.h"

#include "Dom/JsonObject.h”

#include "JsonObjectConverter.h"
#include "TrainingDataComponent.generated.h"

USTRUCT (BlueprintType)
struct FMetricSample

{
GENERATED_BODY/()

UPROPERTY (EditAnywhere,
UPROPERTY (EditAnywhere,

UPROPERTY (EditAnywhere,
UPROPERTY (EditAnywhere,

o

USTRUCT (BlueprintType)

struct FTrainingMetric

{
GENERATED_BODY/()
UPROPERTY (EditAnywhere,
UPROPERTY (EditAnywhere,
UPROPERTY (EditAnywhere,
UPROPERTY (EditAnywhere,
UPROPERTY (EditAnywhere,

o

USTRUCT (BlueprintType)

struct FSessionEvent

{
GENERATED_BODY/()
UPROPERTY (EditAnywhere,
UPROPERTY (EditAnywhere,

NAME_None;
UPROPERTY (EditAnywhere,

}

BlueprintReadWrite) float Time = 0.f;
BlueprintReadWrite) FString Key;

BlueprintReadWrite) float VValue = 0.f;
BlueprintReadWrite) FString Context;

BlueprintReadWrite) int32 Attempts = 0;
BlueprintReadWrite) int32 Errors = 0;
BlueprintReadWrite) float Duration = 0.f;
BlueprintReadWrite) float Accuracy = 0.f;
BlueprintReadWrite) float Competence = 0.f;

BlueprintReadWrite) float Time = 0.f;
BlueprintReadWrite) FName Name =

BlueprintReadWrite) FString Payload;
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USTRUCT (BlueprintType)
struct FSessionSnapshot
{
GENERATED_BODY/()
UPROPERTY (EditAnywhere, BlueprintReadWrite) FString Sessionld,;
UPROPERTY (EditAnywhere, BlueprintReadWrite) FString Userld,;
UPROPERTY (EditAnywhere, BlueprintReadWrite) FString Scenariold,;
UPROPERTY (EditAnywhere, BlueprintReadWrite) FTrainingMetric
Aggregated,;
UPROPERTY (EditAnywhere, BlueprintReadWrite) TArray<FMetricSample>
Samples;
UPROPERTY (EditAnywhere, BlueprintReadWrite) TArray<FSessionEvent>
Events;
UPROPERTY (EditAnywhere, BlueprintReadWrite) bool bSuccess = false;
Y
UCLASS()
class UTrainingSaveGame : public USaveGame
{
GENERATED_BODY/()
public:
UPROPERTY (VisibleAnywhere, BlueprintReadOnly)
TArray<FSessionSnapshot> Sessions;
¥
DECLARE_DYNAMIC_MULTICAST _DELEGATE_OneParam(FOnTrainingE
ventLogged, const FSessionEvent&, Evt);
DECLARE_DYNAMIC_MULTICAST DELEGATE_OneParam(FOnTrainingS
napshotFlushed, const FSessionSnapshot&, Snapshot);
UCLASS(ClassGroup=(Training), meta=(BlueprintSpawnableComponent))
class UTrainingDataComponent : public UActorComponent
{
GENERATED_BODY/()
public:
UPROPERTY (EditAnywhere, BlueprintReadOnly) FString  Userld
TEXT("User-Local");
UPROPERTY (EditAnywhere, BlueprintReadOnly) FString Scenariold
TEXT("Scenario-Local");
UPROPERTY (VisibleAnywhere, BlueprintReadOnly) FString Sessionld;
UPROPERTY (VisibleAnywhere, BlueprintReadOnly) FTrainingMetric
Aggregated;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly)
TArray<FMetricSample> Samples;
UPROPERTY (VisibleAnywhere, BlueprintReadOnly)

TArray<FSessionEvent> Events;
UPROPERTY (EditAnywhere, BlueprintReadOnly) bool bAutoStart = true;
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UPROPERTY (EditAnywhere, BlueprintReadOnly) bool
bAutoFlushOnEndPlay = true;

UPROPERTY (EditAnywhere, BlueprintReadOnly) FString SaveSlot =
TEXT("TrainingSessions");

UPROPERTY (EditAnywhere, BlueprintReadOnly) int32 SaveUserIndex = 0;

UPROPERTY (BlueprintAssignable) FOnTrainingEventLogged
OnEventLogged,;
UPROPERTY (BlueprintAssignable) FONnTrainingSnapshotFlushed

OnSnapshotFlushed;
UTrainingDataComponent()
{
PrimaryComponentTick.bCanEverTick = true;
PrimaryComponentTick.TickGroup = TG_PostPhysics;

¥
UFUNCTION(BlueprintCallable) void BeginSession()

{

Sessionld =
FGuid::NewGuid(). ToString(EGuidFormats::DigitsWithHyphens);

Aggregated = FTrainingMetric{};

Samples.Reset();

Events.Reset();

SessionTime = 0.0;

bRunning = true;

LogEvent("Session.Start", Sessionld);

¥
UFUNCTION(BlueprintCallable) void EndSession(bool bSuccess)

{
iIf ('"bRunning) return;
bRunning = false;
LogEvent(*"Session.End", bSuccess ? "Success" : "Fail");
FSessionSnapshot Snapshot;
FlushToSaveGame(Snapshot);
Snapshot.bSuccess = bSuccess;
OnSnapshotFlushed.Broadcast(Snapshot);

¥
UFUNCTION(BlueprintCallable) void AddAttempt()
{
++Aggregated. Attempts;
LogEvent("Attempt", FString::FromInt(Aggregated.Attempts));
¥
UFUNCTION(BlueprintCallable) void AddError()
{

++Aggregated.Errors;
LogEvent("Error"”, FString::Fromint(Aggregated.Errors));
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}
UFUNCTION(BIlueprintCallable) void PushSample(const FString& Key, float

Value, const FString& Context)
{
FMetricSample S;
S.Time = NowSeconds();
S.Key = Key;
S.Value = Value;
S.Context = Context;
Samples.Add(S); }
UFUNCTION(BlueprintCallable) void LogEvent(const FName Name, const
FString& Payload) {
FSessionEvent E;
E.Time = NowSeconds();
E.Name = Name;
E.Payload = Payload,;
Events.Add(E);
OnEventLogged.Broadcast(E); }
UFUNCTION(BIlueprintCallable) void SetAccuracy(float VValue) {
Aggregated.Accuracy = Value; }
UFUNCTION(BlueprintCallable) void SetCompetence(float VValue)

{
Aggregated.Competence = Value;
¥
UFUNCTION(BlueprintCallable) bool FlushToSaveGame(FSessionSnapshot&
OutSnapshot)
{
OutSnapshot = BuildSnapshot(false);
UTrainingSaveGame* Save =

Cast<UTrainingSaveGame>(UGameplayStatics::LoadGameFromSlot(SaveSlot,
SaveUserindex));

if (1Save) Save =
Cast<UTrainingSaveGame>(UGameplayStatics::CreateSaveGameQObject(UTrainingSav
eGame::StaticClass()));

if (1Save) return false;

Save->Sessions.Add(OutSnapshot);

return UGameplayStatics::SaveGameToSlot(Save, SaveSlot,
SaveUserindex); }
UFUNCTION(BlueprintCallable) bool

ExportCurrentSessionToJsonString(FString& OutJson) const  {
FSessionSnapshot Snapshot = BuildSnapshot(false);
return FJsonObjectConverter::UStructToJsonObjectString(Snapshot,
OutJson, 0, 0, O, nullptr, false); }
protected:
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virtual void BeginPlay() override {
Super::BeginPlay();
if (bAutoStart) BeginSession(); }
virtual void EndPlay(const EEndPlayReason::Type EndPlayReason) override

if (bAutoFlushOnEndPlay && bRunning) EndSession(false);
Super::EndPlay(EndPlayReason);
¥
virtual void TickComponent(float DeltaTime, ELevelTick TickType,
FActorComponentTickFunction* ThisTickFunction) override
{
Super::TickComponent(DeltaTime, TickType, ThisTickFunction);
if (bRunning) {
SessionTime += DeltaTime;
Aggregated.Duration += DeltaTime; } }
private:
double SessionTime = 0.0;
bool bRunning = false;
float NowSeconds() const
{
const UWorld* W = GetWorld();
return W ? W->TimeSeconds : 0.f;

¥

FSessionSnapshot BuildSnapshot(bool bSuccess) const

{
FSessionSnapshot S;
S.Sessionld = Sessionld;
S.Userld = Userld;
S.Scenariold = Scenariold;
S.Aggregated = Aggregated;
S.Samples = Samples;
S.Events = Events;
S.bSuccess = bSuccess;
return S;
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JNOJATOK E
Jlictunr ¢aitny UAdaptiveDifficultyManager

#pragma once
#include "CoreMinimal.h"
#include "Components/ActorComponent.h"
#include "TimerManager.h"
#include "UObject/NoExportTypes.h"
#include "TrainingDataComponent.h"
#include "ScenarioManager.h"
#include "AdaptiveDifficultyManager.generated.h"
USTRUCT (BlueprintType)
struct FDifficultyPolicy
{
GENERATED_BODY/()
UPROPERTY (EditAnywhere, BlueprintReadWrite) float MinDifficulty =

UPROPERTY (EditAnywhere, BlueprintReadWrite) float MaxDifficulty = 2.0f;
UPROPERTY (EditAnywhere, BlueprintReadWrite) float Step = 0.05f;
UPROPERTY (EditAnywhere, BlueprintReadWrite) float TimeMultiplierMin =

UPROPERTY (EditAnywhere, BlueprintReadWrite) float TimeMultiplierMax =

UPROPERTY (EditAnywhere, BlueprintReadWrite) int32 HintsMin = 0;
UPROPERTY (EditAnywhere, BlueprintReadWrite) int32 HintsMax = 3;
UPROPERTY (EditAnywhere, BlueprintReadWrite) int32 NPCCountMin = 1;
UPROPERTY (EditAnywhere, BlueprintReadWrite) int32 NPCCountMax = 6;
Y
USTRUCT (BlueprintType)
struct FAdaptiveParams
{
GENERATED_BODY/()
UPROPERTY (EditAnywhere, BlueprintReadWrite) float TargetCompetence =

UPROPERTY (EditAnywhere, BlueprintReadWrite) float EpsilonBand = 0.05f;
UPROPERTY (EditAnywhere, BlueprintReadWrite) float AlphaEMA = 0.25f;
UPROPERTY (EditAnywhere, BlueprintReadWrite) float Kp = 0.6f;
UPROPERTY (EditAnywhere, BlueprintReadWrite) float Ki = 0.0f;
UPROPERTY (EditAnywhere, BlueprintReadWrite) float Kd = 0.0f;
UPROPERTY (EditAnywhere, BlueprintReadWrite) float UpdatePeriod = 0.5f;

2

USTRUCT (BlueprintType)

struct FDifficultySnapshot
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GENERATED_BODY/()
UPROPERTY (EditAnywhere, BlueprintReadWrite) float Timestamp = 0.f;
UPROPERTY (EditAnywhere, BlueprintReadWrite) float CompetenceEMA =
0.f;

UPROPERTY (EditAnywhere, BlueprintReadWrite) float Error = 0.f;
UPROPERTY (EditAnywhere, BlueprintReadWrite) float Difficulty = 1.f;
UPROPERTY (EditAnywhere, BlueprintReadWrite) float TimeMultiplier = 1.f;
UPROPERTY (EditAnywhere, BlueprintReadWrite) int32 Hints = 0;
UPROPERTY (EditAnywhere, BlueprintReadWrite) int32 NPCCount = 1;

g

DECLARE_DYNAMIC_MULTICAST_DELEGATE_OneParam(FOnDifficulty

Updated, const FDifficultySnapshot&, Snapshot);

UCLASS(ClassGroup=(Training), meta=(BlueprintSpawnableComponent))

class UAdaptiveDifficultyManager : public UActorComponent

{
GENERATED_BODY/()

public:
UPROPERTY (EditAnywhere, BlueprintReadOnly) FAdaptiveParams Params;
UPROPERTY (EditAnywhere, BlueprintReadOnly) FDifficultyPolicy Policy;
UPROPERTY (VisibleAnywhere, BlueprintReadOnly) float Difficulty = 1.f;
UPROPERTY (VisibleAnywhere, BlueprintReadOnly) float CompetenceEMA

UPROPERTY (VisibleAnywhere, BlueprintReadOnly) float ErrorPrev = 0.f;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly) float Errorintegral = 0.f;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly) float TimeMultiplier =
1.f;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly) int32 Hints = 0;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly) int32 NPCCount = 1,

UPROPERTY (EditAnywhere, BlueprintReadOnly)
TODbjectPtr<UTrainingDataComponent> Telemetry = nullptr;

UPROPERTY (EditAnywhere, BlueprintReadOnly)
TODbjectPtr<UScenarioManager> Scenario = nullptr;

UPROPERTY (BlueprintAssignable) FONDifficultyUpdated
OnDifficultyUpdated;

UPROPERTY (EditAnywhere, BlueprintReadOnly) bool bAutoBind = true;

UPROPERTY (EditAnywhere, BlueprintReadOnly) FName
ScenarioParam_TimeMultiplier = "Scenario. TimeMultiplier™;

UPROPERTY (EditAnywhere, BlueprintReadOnly) FName
ScenarioParam_Hints = "Scenario.Hints";

UPROPERTY (EditAnywhere, BlueprintReadOnly) FName
ScenarioParam_NPCCount = "Scenario.NPCCount";

UAdaptiveDifficultyManager()

{
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PrimaryComponentTick.bCanEverTick = true;
PrimaryComponentTick.TickGroup = TG_PostPhysics;

}

UFUNCTION(BIlueprintCallable) void

BindComponents(UTrainingDataComponent* InTelemetry, UScenarioManager*
InScenario)
{
Telemetry = InTelemetry;
Scenario = InScenario;
}
UFUNCTION(BlueprintCallable) void SetTargetCompetence(float Value)

{

}
UFUNCTION(BIlueprintCallable) void ForceDifficulty(float VValue)

{
Difficulty = FMath::Clamp(Value, Policy.MinDifficulty,
Policy.MaxDifficulty);
ApplyMapping();
EmitSnapshot();
¥

UFUNCTION(BlueprintCallable) float GetDifficulty() const
{

¥
UFUNCTION(BlueprintCallable) FDifficultySnapshot GetSnapshot() const

{
FDifficultySnapshot S;

S.Timestamp = GetWorld() ? GetWorld()->TimeSeconds : 0.f;
S.CompetenceEMA = CompetenceEMA,;
S.Error = Params.TargetCompetence - CompetenceEMA,;
S.Difficulty = Difficulty;
S.TimeMultiplier = TimeMultiplier;
S.Hints = Hints;
S.NPCCount = NPCCount;
return S;

}

protected:

virtual void BeginPlay() override

{
Super::BeginPlay();
if (bAutoBind)
{ if ('Telemetry)

Params. TargetCompetence = FMath::Clamp(Value, 0.1, 1.f);

return Difficulty;
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Telemetry = GetOwner() ? GetOwner()-
>FindComponentByClass<UTrainingDataComponent>() : nullptr;
if ('Scenario)
Scenario = GetOwner() ? GetOwner()-
>FindComponentByClass<UScenarioManager>() : nullptr;
}
GetWorld()->GetTimerManager().SetTimer(TimerHandle, this,
&UAdaptiveDifficultyManager::UpdateLoop, Params.UpdatePeriod, true);

¥
virtual void EndPlay(const EEndPlayReason::Type EndPlayReason) override

{
GetWorld()->GetTimerManager().ClearTimer(TimerHandle);
Super::EndPlay(EndPlayReason);
¥
virtual void TickComponent(float DeltaTime, ELevelTick TickType,
FActorComponentTickFunction* ThisTickFunction) override {
Super::TickComponent(DeltaTime, TickType, ThisTickFunction); }
private:
FTimerHandle TimerHandle;
void UpdatelLoop()
{
const float C = ReadCompetence();
const float A = FMath::Clamp(Params.AlphaEMA, 0.f, 1.1);
CompetenceEMA = (A >0.f)? (A*C + (1.f - A) * CompetenceEMA) : C;
float Err = Params.TargetCompetence - CompetenceEMA,
const float Band = FMath::Max(Params.EpsilonBand, 0.f);
float Delta = 0.f;
if (FMath::Abs(Err) > Band) {
Errorintegral += Err * Params.UpdatePeriod;
const float Deriv = (Err - ErrorPrev) / FMath::Max(Params.UpdatePeriod,
KINDA SMALL_NUMBER);
Delta = Params.Kp * Err + Params.Ki * Errorintegral + Params.Kd * Deriv;
ErrorPrev = Err;
} else {
ErrorPrev = 0.f;
Errorintegral = 0.f;
Delta = 0.f; }
if (Delta > 0.f) Delta = FMath::Min(Delta, Policy.Step);
else Delta = FMath::Max(Delta, -Policy.Step);
Difficulty = FMath::Clamp(Difficulty + Delta, Policy.MinDifficulty,
Policy.MaxDifficulty);
ApplyMapping();
EmitSnapshot();
ApplyToScenario(); }
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float ReadCompetence() const {
iIf (Telemetry) return Telemetry->Aggregated.Competence;

return 0.f;
}
void ApplyMapping()
{

const float TO01 =  (Difficulty -  Policy.MinDifficulty) /
FMath::Max(Policy.MaxDifficulty - Policy.MinDifficulty,
KINDA_SMALL_NUMBER);

TimeMultiplier = FMath::Lerp(Policy. TimeMultiplierMax,
Policy. TimeMultiplierMin, T01);

const float Hf = FMath::Lerp((float)Policy.HintsMax, (float)Policy.HintsMin,
T01);

Hints = FMath::Clamp(FMath::RoundTolnt(Hf),  Policy.HintsMin,
Policy.HintsMax);

const float Nf = FMath::Lerp((float)Policy.NPCCountMin,
(float)Policy.NPCCountMax, T01);

NPCCount = FMath::Clamp(FMath::RoundTolnt(Nf),
Policy.NPCCountMin, Policy.NPCCountMax);

}
void EmitSnapshot()

{
OnDifficultyUpdated.Broadcast(GetSnapshot());

¥
void ApplyToScenario()

{
if (!Scenario) return;
Scenario->DispatchEvent(ScenarioParam_TimeMultiplier,
FString::SanitizeFloat(TimeMultiplier));
Scenario->DispatchEvent(ScenarioParam_Hints, FString::Fromint(Hints));
Scenario->DispatchEvent(ScenarioParam_NPCCount,
FString::FromInt(NPCCount));

}
};



