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MiHicTepcTBO OCBITH | HAYKH YKpaiHu
HauionaibHuil TexHiYHMil yHIBepcHTeT
«/IHImpoOBCHbKA MOJITEXHIKa»

3ATBEPIKEHO:
3aBigyBau kadenpu
[IporpamHoro 3abe3neyeHHs KOMI IOTEPHUX

CUCTEM
(moBHa Ha3Ba)
M.O. Anekcees
(miamuc) (npi3BuIIe, 1HIIIAIN)
« » 20 24 poky

3ABJAHHS
HA BUKOHAHHA KBaJdidikauniiiHoi podoTn MmaricTpa

creniajbHOCTI 122 Komn tomepui nayku
(ko1 1 Ha3Ba CHEIIATBHOCTI)

CTYIEeHTIi 122M-23-2 busaniniii Hamanii Onexcanopisnu
(rpyma) (mpi3BwIIe Ta iHIMIATH)

Tema kBasidikaniiinoi podoru  /Jocniodicerts esomoyii uimy4uHo20 IHMEIEKINY 8 CYMACHUX
6i0e0izpax 1000 NOBEOIHKU MA 2eHepayii NAMEpPHIB.

1 IMMIACTABHU JJ1s1 TPOBEAEHHS POBOTHU
Haxka3s pexkropa HTY «/lninpoBcrka nomitexnika» Big 17.10.2024 p. Ne 1388-c
2 META TA BUXIJIHI JAHI AJISI TIPOBEJAEHHS POBIT

O0’€KT 10CTi/IZKeHb — €BOJIIONIS IITYYHOTO 1HTEIEKTY 1 MiAXO0IU HOro BUKOPUCTAaHHS
y iIrpoBiii IHAYCTPII.

[Ipenmer mociigskeHb — JOJATOK y BUIJISAI TPHU, SIKUA € HAOYHUM IOPIBHSHHSIM
MiX0/1B BUKOPUCTAHHS ITPOBOTO MITYYHOTO 1HTEJIEKTY HA TIPAKTHIL.

Mera po6oTM — TIOPIBHSHHS AaKTyallbHOCTi, 3pPYYHOCTI 1 TOTEHIIaJbHOTO
BIIPOBA/KEHHS 13 MOJANBIIOI0 MiJTPUMKOIO BXKE ICHYIOUMX 1 HOBHX MIJXOJIB IITYYHOTO
IHTENeKTy y Bifeoirpax.

Buxiani nani 1y npoBegeHHs1 podoTu — iHCTpyMeHTH po3pooku Unreal Engine 5 ta
Visual Studio 2022, 3D-mozneni NPC, nokymenranis 3 BukopuctanHs Behavior Tree ta
Blueprint, ngani momo0 MeTOAiB iHTErpamii HEHpoOMEepe:k Yy Bileoirpu, a TaKoxX
eKCIIEPUMEHTANIbHI Pe3yJIbTaTh TOBEHIHKM HEITPOBUX IMEPCOHAXIB y PO3pOOICHOMY
CEPEIOBUIIII.

3 OUIKYBAHI HAYKOBI PE3YJIbTATHU

HaykoBa HOBM3HA moisirae B JOCTI/DKCHHI Ta TOPIBHSAHHI PI3HUX MiAXOIIB IO



ctBopeHHs noeainku NPC y Bineoirpax, 3okpema BukopuctanHs Behavior Tree, C++ Ta
Blueprint, a Takoxx y JeMOHCTpamii MOXIJIMBOCTEH IHTerpamii HEUPOHHHUX MEpEexX Y
cepenosuii Unreal Engine 5 mist renepaiiii CkjiaqHUX MOBEAIHKOBHUX MMAaTEPHIB.

IIpakTU4Ha WiHHICTH MOJIATa€E B PO3POOIII IHTEPAKTHBHOTO 3aCTOCYHKY, SIKUI MOXKE
OyTH BUKOPUCTAaHUM SK JEMOHCTPALIMHMUIA 1HCTPYMEHT AJIi HaBYaHHSA Ta BJOCKOHAJICHHS
po3pobHukiB irposoro I1II.

4 BUMOI'M 10 PE3YJIBTATIB BUKOHAHHA POBOTHU

Pe3ynbTaT AOCHIIKEHb MaIOTh POOUTH BHECOK Y HAYKOBE PO3YMIHHS raiy3i, B sIKIl
MIPOBOIMIIOCS TOCI1KeHHsI. BOHM MaloTh CTAHOBUTH 1HTEPEC /17151 HAYKOBOTO CITIBTOBAPUCTBA
1 pO3LIMPIOBATH HAsIBHI 3HAHHS II0JO0 ICHYIOUMX METO/IB BHUKJIQJaHHA Ta HaBUaHHS.
OTpuMaHHMil 3aCTOCYHOK Ma€ MPOJAEMOHCTPYBATH TO3UTHBHI pe3ylbTaT, o0 cTatu
YHIKaJIbHOIO Ta HEB1J €MHOIO YACTUHOIO OCBITHBOTO MPOLECY ISl CTYJCHTIB ChOTO/ICHHS.

5 ETAIIM BUKOHAHHA POBIT

Crtpoku
. . . BUKOHAHHS POOIT
HaiimenyBaHHs eTamiB pooiT
(mo4yaTok —
KiHenb
AmHaJi3 TeMH Ta DOCTAaHOBKA 3aa4l. 12.09.2024-30.09.2024

[IpoBenenns 300py Ta aHami3y iH(opMalii MOA0 ICHYIYHX
MeTOiB BUKopuctaHHs irpooro LI, po3poOka 3acTocyHKy st
BIPOBA/DKEHHS 1 TMOPIBHSIHHS PI3HUX MIIXOJIB 70 PO3POOKH
MaTEePHIB MOBEIHKH.

01.10.2024-01.12.2024

BukopucTtanHs nporpaMu Ta aHajli3 OTPUMaHHUX PE3yJIbTaTIB. 10.12.2024-20.12.2024

6 PEAJIIBAIIIA PE3YJIBTATIB TA EOEKTUBHICTD

IlinBuIIeHHsT MOTHUBANii Ta YU00BOI AKTHBHOCTI: BUKOPHUCTAHHS 1HTEPAKTHBHHUX
enemeHTiB irpoBoro Il y HaBUaapbHHUX Tporpamax Il PO3POOHHUKIB CHpHUS€E OLIBIIT
aKTUBHOMY 3aCBO€HHIO MaTepialy, M0 MiJABUINYE iXHIHA IHTEpeC A0 TEeMH Ta TOTY€E [0
peaIbHUX 3aBJIaHb y cdepi reiMan3aiiHy Ta MporpaMmyBaHHS.

PiBeHb 3ai1ydyeHHs1: pe3yiabTaTH POOOTH MOXKYTh OYyTH BUKOPUCTAHI JJIsi CTBOPSHHS
OUTHIIT TMHAMIYHHMX Ta aJIAITUBHUX ITPOBUX CILIEHAPIiB, 110 MiJBUIIYE IHTEPEC KOPUCTYBAUiB
710 Bifieoirop, 3abe3mnedye riaudiie 3aHypeHHs B irpOBHI MPOIIEC Ta CHPHSIE JOBTOCTPOKOBIN
3a]Ty4eHOCTI.

3aBIaHHS BUJIaB IIpuxoouenxo C. /1.
(miarmc) (mpizBuIIe, 1HIIIAIN)

3aBaaHHs NPUKHSIIA 10 BUKOHAHHS busanina H.O.
(miarmc) (mpi3BuIIe, 1HIIIAIN)

Jlata Bugaui 3aBmanus: [2.09.2024 p.
Tepmin noganns kBamidikamiitaoi podotn no EK _ 24.12.2024 p.




PE®EPAT

IHosicHioBasibHA 3anucka: 69 cropiHok, 20 pUCYHKIB, 2 TOAATKH, 32 JKepea.

OO0’eKT JOCTiTAKEHHSI: €BOJIOLIA IITYYHOIO IHTEJIEKTY 1 MiAXOAH HOro
BUKOPHUCTAHHS y IrpoBilt iHAYyCTPIl.

IIpenmer aoOCTiAKEeHHSI: JOMAATOK Y BUIJIAAI TPU, SKHA € HAOYHUM
MOPIBHSHHAM MIXO01B BUKOPUCTAHHS I'POBOTO IITYYHOI'O 1HTEJIEKTY Ha MPAKTHIL].

Merta Maricrepcbkoi Ppo0OTH: TOPIBHSHHS aKTyaJdbHOCTI, 3pY4YHOCTI 1
MOTEHI[IaJIbHOTO BIPOBAHKEHHS 13 MOJAJBIIOI MIATPUMKOIO BXKE ICHYIOUHUX 1 HOBUX
MIX0/1B IITYYHOTO IHTEJIEKTY Yy Bificoirpax.

MeToau JocaigykeHHsI: aHali3 HAayKOBMX NyOJikamiii 1 TeXHIYHOI
JOKYMEHTAIlil 3 PO3POOKH IITYYHOT'O IHTEICKTYy, MojeatoBaHHs moBeAinku NPC y
cepenoBuli Unreal Engine 5, excnepuMeHTalbHE MOPIBHSAHHS PI3HUX MIAXOIIB 13
BUKOPHUCTAHHSIM IrPOBOTO MPOTOTHITY.

HaykoBa HoBu3Ha mnossirae y po3po06ienHi noeaiaku NPC i3 3acTocyBaHHIM
Ta TOPIBHSHHSIM PI3HUX MIAX0JiB, BKItouaroun Behavior Tree, Blueprint ta C++.
BuBueHo mepcnekTHBH 1HTErpallii HEHPOHHUX Mepexk y po3poOky irposoro I Ha
MPUKIal KOHKPETHOTO 3aCTOCYHKY.

IlpakTuyHa WiHHICTH pe3yabTaTH POOOTH MOXKYTh OYyTH BHKOPHCTAH1 JJIS
CTBOpeHHsI ananTuBHUX IrpoBuX NPC y KOMEpIIHHMX MPOEKTaX, a TaKOXK SK
HaBYAJbHUM MaTepian 1jisd MaiOyTHIX po3poOHuKiB irpoBoro I1II.

O0JsacTh 3acTOCYBaHHSI: pPO3pOOKa BIEOIrOp, HABYAJIbHI MPOrpamMu 3
reimMan3aiiHy Ta mporpaMmyBaHHs, eKCIIEPUMEHTH B TaTy31 IITYYHOTO 1HTEICKTY.

3HaYeHHs] po0OTH Ta BHCHOBKH: JIOCTIDKCHHSI JIEMOHCTPY€E €()EeKTUBHICTD
MOEHAHHSA PI3HUX IMIXOMIB IS CTBOpEeHHS amanTuBHOi moBeainku NPC.
Po3poOnenuit 3aCTOCYHOK NIEMOHCTPY€E MpakTHUHY peanizamnito aiaroputmis Il y
BiJIeoirpax i miaKpecitoe MOTEHITIaN IHTeTpallli CydacHUX TEXHOJIOTIN y il cdepi.

IIporHo3n mo0a0 PO3BUTKY JOCHIIKEeHb: Tepe0avyaeTbCsl 3pOCTaHHSA
BUKOPHUCTaHHSI HEHPOHHUX MEPEX y BiAeoirpax, mo a03BoiauTh ctBoproBatu NPC i3
BHCOKHM piBHEM ajanTallii 70 MOBEIIHKH TpaBIld. [lomanbini AOCITIIKEHHS MOXYTh
3ocepenutrcs Ha ontumizaiii anroputmis LI 1 3MeHImeHHs pecypco3aTpaTHOCTI Ta
MIJBUIIIEHHS PEaTiCTUYHOCTI.

Kmouosi cmosa: IINTYUYHUN THTEJIEKT, HEITPOBI IIEPCOHAXI,
JIEPEBA TIOBEJIIHKH, BJIIOIIPUHTHU, HEMPOHHI MEPEXI, PO3POBKA
BIZEO IT'OP, UNREAL ENGINE 5, [IPOTPAMYBAHHAI.



ABSTRACT

Explanatory note: 69 pages, 20 figures, 2 appendices, 32 sources.

Object of research: the evolution of artificial intelligence and approaches to its
use in the gaming industry.

Subject of research: an application in the form of a game, which is a visual
comparison of approaches to using gaming artificial intelligence in practice.

The purpose of the master's thesis: comparing the relevance, usability, and
potential implementation with further support of existing and new artificial intelligence
approaches in video games.

Research methods: analysis of scientific publications and technical
documentation on artificial intelligence development, modeling NPC behavior in
Unreal Engine 5, and experimental comparison of various approaches using a game
prototype.

The scientific novelty lies in the development and comparison of NPC behavior
using different approaches, including Behavior Tree, Blueprint, and C++. The work
also explores the prospects of integrating neural networks into game Al development
through a practical application.

The practical value lies in the results that can be applied to create adaptive
NPCs in commercial game projects and serve as educational material for future game
Al developers.

Scope: video game development, educational programs in game design and
programming, and experiments in the field of artificial intelligence.

Significance of the work and conclusions: the research demonstrates the
efficiency of combining various approaches for creating adaptive NPC behavior. The
developed application showcases the practical implementation of Al algorithms in
video games and highlights the potential of modern technologies in this field.

Research outlook: increasing use of neural networks in video games is
expected, enabling the creation of NPCs with high adaptability to player behavior.
Future research may focus on optimizing Al algorithms to reduce resource consumption
and improve realism.

Key words: ARTIFICIAL INTELLIGENCE, NPC, BEHAVIOR TREE,
BLUEPRINT, NEURAL NETWORKS, VIDEO GAME DEVELOPMENT, UNREAL
ENGINE 5, PROGRAMMING.



