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Abstract. This paper presents a comparative analysis of reinforcement learning implementation in two
leading game engines: Unreal Engine 5 and Unity. The study evaluates the integration simplicity, training
effectiveness, and tool support of each platform by examining similar open-source projects where autonomous car
agents learn to navigate racetracks using the Proximal Policy Optimization (PPO) algorithm. In Unreal Engine 5,
training is achieved through the new Learning Agents plugin, leveraging Blueprint scripting and real-time physics-
based simulation, while in Unity, the ML-Agents Toolkit is used with C# scripting and external Python-based
training. The analysis includes environment setup, reward structures, agent perception systems, and debugging
tools. Additionally, user experience and technical documentation quality are assessed. The results provide insights
for developers and researchers aiming to choose an optimal platform for integrating RL into interactive simulations
or games.
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Beryn. IloHSATTS HaBYaHHS 3 MiAKPINVIEHHS B irpoBux pywmisix. Hasuawnsa 3
niokpinaennam (reinforcement learning) — e raxy3b MalIMHHOTO HAaBYaHHS, sika 0a3yeThCs Ha
nporieci 00OpaHHs KOHKPETHUX 1 TPOrPaMHUMH areHTaMH B CEPEAOBHIIN 311 MaKCUMi3arlii
KyMYJISITUBHOT BHHAropoau. SIKIo B KepOBaHOMY HaBYaHHI MOJIENIb HABUAETHCA HA 3a/aHUX
JTaHUX, TO TYT BOHA HABYAETHCS HA MTOCII1JOBHOCTI CBOiX CIpo0 Ta MOMUJIOK. Briepiiie HaBuaHHs
3 M IKPIIUIEHHSIM Y KOMI'TOTepHii Ipi BukopuctoByethesi Pivapaom CatroHoM Ta Jlkepanbiom
Tecaypo, konu rpa TD-mapamu (1992) [1] nmokasana 3HaYHUN MOTEHIIAJ POCTY IITYYHOTO
IHTEJIEKTY 3a JIOTIOMOTOI0 METOJly YaCOBUX PI3HMIIb. be3 sIBHOTO MporpaMmyBaHHS CTpaTerii,
KOMIT'IOTEp 3MIT JOCSATHYTHU PiBHS MPOQECIHUX IpaBLiB.

Jlst o3HaoMITEeHHS HEOOX1THO PO3TIIIHYTH 0a30B1 MOHSATTS, SIKI BBOJUTHCS B HABYAHHI1
3 migkpimieHHsM (puc. 1). Arent (agent) — oOpa3Huit Jisid, SKUM 0OMpae Ait0 ISt IEPEXOay B
HACTYIHUN CTaH. Y KOMI'IOTEPHUX Irpax areHTOM MOXKE€ BUCTYIATU Oy/b-sIKa CYTHICTb, sIKa
Kepye irpOBHM MPOLIECOM (HANMPUKIIAA, CYNEpHHUK I'PaBIA-TIOJUHA a00 HEIrpoBi MmepcoHaxi
NPC). Cepenosuiie (environment) — KOHTEKCT, y sIkoMy i€ areHT. Lle Bce 3 unM B3aemojie
areHT Ta Ja€ BUHAropoy He3aJIe)KHO BiJ ii edekTy (Hampukiaja, irpoBuil CBIT, IpaBuUja IpH,
nepconaxi). Cran cepenoBuiia (state) — me iHpoOpMaIlis PO CEPEIOBHINE B MOMEHT 4acy
(AKIIO TIOKPOKOBAa Tpa, TO Xif), sKa BaxiauBa g (OpPMYyBaHHS BHHAropoau areHTa.
Crnocrepexenns (observations) — 11e iIMHOXHHA CTaHy CEpeloBHINA, TOOTO Ta iHOpMAaIIis
PO CEepelOBHILIE, sIKa BaXKJIMBA I (pOpMyBaHHS BUHAropoau i Biqoma areHty. Jis (action) —
€ aKT 3MIHM CTaHy CEpeJOBHINA areHTOM 3aJid OTPUMaHHs BUHAropoiu. Buuaropona
(reward) — 11e MO3UTHBHUI a00 HETaTUBHUH Pe3yJIbTAT 3MiHH CTaHy CEpPEIOBHILA JI€I0 areHTa,
SIKUW TIOBUHEH 3pO3YMITH, SIKY BUHAropoAy BiH MOXe OTpuMaTHu "migkpinieHa" BuOOpoM Horo
nii. Ctpareris (policy) — moBeniHka (MHOXKHMHA J[ii1), IKOT HABYAE€THCS ar€HT 31 CIIOCTEPEKEHb.
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Puc. 1. Moaens HaBYaHHS 3 MAKPITUICHHSIM 3 yciMa HOTo eTleMEeHTaMu

Jlito obupae areHT i3 3amporpamoBaHOi (DYHKII, silka MPHUIMA€E CIOCTEPEIKEHHS 5K
BXiJIHI JaHi, a CTaH CEepeJOBHINA MOXE BH3HAYATUCS CTOXACTUYHO, TOMY TaKa MOJENb €
MapKoBCcbKUM TiporiecoM BupimeHHs (MIIB) [2]. L{s koHuemis Ie)KUTh B OCHOB1 OUTBIIOCTI
QITOPUTMIB HaBYAHHS 3 MiAKPITUICHHSM.

Icaye 6e3miy mpuKIIaIiB YCIMIIIHOTO 3aCTOCYBAaHHS TaKUX MOJIEICH y KOMITIOTEPHUX
irpax. llItyunnii intenexr rpu AlphaGo (puc. 2 — a) nepemir 4yemiioHa CBiTy B HACTUIbHIH rpi
To B 2016 poui [3, 4]. 3a momomororn aepeBa yxBajeHb pimeHb Monte-Kapno, rpa
MOJIeIIIOBajIa MOTEHLINHI KPOKH Ta iXHi pe3ybTaTH, 1100 3HATH HalOUIBII TepCIeKTHBHI Aii.
CniouaTky pOo3pOOHHMKH BHKOPHUCTOBYBAJIM KEpOBAaHE HABYAHHS IJIs IMITAIlli JiM CXOXKHUX 10
npodeciifHuX TpaBLiB, a Mi3HIIIE MOKPAIIEHHIO CIPHUSUIM MapTii Tpu cami 3 co0o0ro, M0
nornomoryio BimnutidyBatu crpateriro. AlphaGo minkpecnuna 3matHicth RL mparmtoBatn B
CyMIIIIi 3 IHIIMMHU MOJIEJISIMH, & TAKOXK 00po0IsITH GaraTOBUMIpHI IPOCTOPH CTAHIB 1 IUTAHYBaTH
Ha BEJIUKI TOPU30HTH.
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Puc. 2. A (miBopy4) — nepri 99 xonis rpu B AlphaGo;
b — mpunaIun po6otu AlphaStar 3 yciMa mOKpOKOBUMH €TariaMu
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AlphaStar — e nporpamue 3abe3neueHss, po3podiuene sk RL arent st rpu B StarCraft
IT'y 2018 porti [5]. OcobauBICTIO € Te, 110 1€ CTPATErisl B pEaIbHOMY 4Yaci 3 BUCOKUM PIBHEM
CKJIaJHOCTI Ta IMMOMHHU irpoBUX MexaHik. AlphaStar BHUKOpHCTOBYe rimOoke HaBYaHHS 3
MIIKPIIJICHHAM, 0araToareHTHE HaBYaHHS Ta IMITalliitHe HAaBYaHHS 3 JAHUX ITPOBOTO TIPOIIECy
peanbHOTO TpaBis (puc. 2 — 0). Lle mpogeMoHCTpyBaio BMiHHS JJOBIOCTPOKOBOTO IJIAHYBAaHHS
Ta 6araTro3alagHoCTI, IO IO3BOJUJIO IITYYHOMY IHTEJIEKTY JOCITTH PiBHS IpocMeiicTepa B rpi
StarCraft II.

AxmyanvHicme BUKOPUCTAHHS Ta JOCIIHKECHHSI HABYaHHS 3 IMIAKPITUICHHSIM B ITPOBHUX
pyurisix Unreal Engine 5 ta Unity 3pocTae mIBUAKUMH TEMIIAMU, OCKUJIBKH TPaBIl OYiKYIOTh
O1TBIII aanTUBHY Ta peaiicTuyHy nmoBeninky NPC Ta ckimagHin HeTpUBiaIbHI ITPOBI JIOKAITii.
HaBuanHs 3 MigKpiMJICHHSAM € OJHUM 3 METOJIB BHUPILICHHS IMOCTAaBICHHX IpoOJieM 3a
JIOTIOMOT0F0 1HTerparii B irposi pymiii. Bnepme RL stk okpemuii muarin "Learing Agents" mist
UE mnpencrasneno y Bepcii 5.3 (Bepecenb 2023 poky), a g Unity me y 2017 poui B "ML
Agents Toolkit" Ta CcTpIMKO BIOCKOHAIIOEThCS 3 KOXHMM pokoM. Ili i1HCTpyMeHTH
BUKOPHUCTOBYIOTBCSL B 0ararbox akaJeMIYHUX JOCTIDKEHHSX, 30KpeMa JUisi HaBYaHHS
CTpaTeTivyHUX Ta KOONIEPATUBHUX areHTIB, MOAMQIKAIlIN PIBHIB, SIKI 3MIHIOIOTHCSI 3aJIEKHO Bij
CTIJIIO TPU KOPHCTYBaya, a TaKOXK y cUMyJslii napoHiB (AirSim) [6] Ta gochimkenHs RL B
peamictuyHuX (izuuyHUX ymoBax. Hapa3i akTUBHO goCHiIKyeThcs KomOinamisi RL 3
TpaguiiiHuM Al, HEHPOHHUMH MepeKaMH Ta €BOJIOIMHUMEU anroputMmamu. Lle nae 3mory
CTBOPIOBATH TeWMIM3aHEPChKI 1HCTPYMEHTH HOBOTO TOKOJiHHSA: Al-areHTH, ski cami
HABYAIOTHCS CTBOPIOBATH KBECTH, ONTHUMi3yBaTH OanmaHc, abo HaBiTh JONOMAararmTh
PO3pOOHHKAM.

MeTtonoJorisi rocainkenHsa. Pobora mpoBOAUTHECS HAa OCHOBI aHAi3y MPOCTOTH Ta
sxocTi iHTerparii RL 6i6miorek 3 Unreal Engine 5 ta Unity. /[ mopiBHSHHS SIKOCTI HaBYaHHS
areHTa, KUIBKOCTI iTepaliii 10 JOCSITHEHHs IIUJIell Ta MOBENIHKM areHTa B HOBUX YMOBax
BUKOPUCTOBYIOTBCSI CXOXKI TMPOEKTH 3 BIAKPUTHX pPECypCiB, a caMe HaBYaHHS arcHTa-
aBTOMOOLISI BOJIHHIO TI0 TOHOUHIH Tpaci. Ha UES xon s HaBYaHHS HAMCaHWH Ha Bi3yalnbHIN
MOBI ckpunTyBaHHs Blueprint, a Ha Unity — C#. B 000X mpoekTax HaB4aHHS HEUPOHHOT MEpexi
BiZiOyBaeThcss Ha ocHOBI anroputmy PPO (Proximal Policy Optimization). Onuc pobotu
BiJI0YBA€ThHCS IOKPOKOBO, A€ JIUIIIE 3 KIIOYOBUMH €TallaMu, TOMY HOTro He MOKHa CIIpUiMaTi
SK TIOBHOIIIHHUN TyTOpiajl Ui TOYHOTO BiJATBOPEHHS Pe3yJbTaTiB 1 BPAaXOBYETHCS OIliHKA
3pYYHOCTI pOOOTH, JOCTYMHOCTI IHCTPYMEHTIB Ta SIKOCTI MIATPUMKH. PO3TIsHYTI acnekTu
ITOPUTMIB, 010T10TEK Ta IrpOBUX PYUIIIB 3PEIITOI0 y3arajdbHEHI B HEBEIUKY TaOHIo (Tali.
1).

Otxe, mema OocnioxcenHss — TIPOBECTH TOPIBHSIBHUN aHaji3 SIKOCTI, 3PYYHOCTI
iHTerpauii Ta epeKTUBHOCTI HaBUaHHS 3 MiAKpituieHHAM y pymisx Unreal Engine 5 ta Unity Ha
OCHOBI MPAaKTUYHUX TMPHUKIAIAIB TPEHYBaHHS arceHTIB-aBTOMOOLTIB 3 BHKOPHCTAHHSIM
anroputmy PPO.

PesyabraTtn podoTu. Hapuanus 3 migkpinjieanssm B Unreal Engine 5 Ta Unity. YV
pe3ynapTaTi IpPOBENEHOr0 JOCHIDKEHHS Oylo TpoaHa i30BaHO IMpOILEC HaBYaHHS 3
nigkpimieHHsM B irpoBux pymiisx Unreal Engine 5 ta Unity. B 000x cepenoBuimax areHT-
aBTOMOOLIb HABYABCS MPOXOAUTH FOHOYHY Tpacy 3a jpornomoroio anroputmy PPO (Proximal
Policy Optimization). JIns Unreal Engine 5 BukopuctoByBaBcs miarin Learning Agents, 1o
JO3BOJISIE 33/1aBaTH CIIOCTEPEIKEHHs, Jii, BUHATOPOJIU Ta CTpaTerii Oe3mocepenHbo depes
Blueprint, 3 momanemoro B3aemozieto 3 Python-monemno Ha ocaoBi PyTorch. ¥V Unity Oys
3actocoBaHuid HaOip iHcTpyMeHTIB ML-Agents Toolkit, e areHT peanizoByBaBcs uepes Kiac
Agent, a HaBYaHHS ITPOBOJIAIIOCS 3a JIOMTOMOTO0I0 30BHIMHBOTO Python-cepBepa. O6uaBa pyii
HAJalTi MOXKJIMBICTh THYYKO KEpyBaTH MapamMeTpaMu HaBYAHHSI, MPOTE PI3HITHCA 3a PIBHEM
CKJIAJTHOCTI HaJAIITyBaHHs, 3PYYHICTIO BI3yaJlbHOTO Je0ary Ta IIBUIKICTIO JOCSITHEHHS
pe3ynbTaTiB. Y3arajabHEH! pe3ysbTaTH MOPIBHAHHI MOXKHA MEPETJISIHYTH B Tabmumi 1.
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Tabauys 1.
Tlopisnsannsa nasuanns 3 niokpinaennsam 6 UES ma Unity
KpuTepiit Unreal Engine § Unity
Inctpyment RL Learning Agents (3 Bepcii 5.3) | ML-Agents Toolkit (3 2017 poky)
MoBu peadizarii C++, Blueprint, Python C#, Python
IaTerparis 3 RL- PyTorch gepes 30BHIITHIN [Ipsima iHTErpaIis 3
6i01i0TeKaMH pouec Python/PyTorch
HanamwryBanns MeHnemxep areHTiB + HacnigyBanus Bin kinacy Agent +
areHra iHTep(elcH CIIoCTePSKEHHS, meroau CollectObservations,
i1, BAHArOpoJl OnActionReceived, Heuristic
Bizyansauit nedar F8 nna Bizyamizaii, Visual Ray Cast Gizmos, HUD, Unity
Logger KoHcousb, Heuristic Mode
Yac maBuanHs (715 ~ 2 roauHM 11 0a30BOT0 ~ 5-6 fHiB 14 IIOBHOTO
IIpUKJIany 3 aBTO) IIPOXOKECHHS IpoxoKkeHHs Tpacu (70
YEKITOIHTIB)
[TapanenbHi areHTH Jlo 32 B omHOMY ceaHci VY npukiani — IuIIe OAWH areHr,

ajie MATPUMYETHCS --NUM-envs
JUTSI TTapaJIeIbHOCTI

['HyYKiCTh y 3MiHI Bucoka (crutaiinm, ¢i3uka, Bucoka (MoxHa q0/1aBaTH
CepeoBHILA BEJIMKI CLIEHH) KOJIaliZiepH, YEKIOIHTH, CEHCOPHU
TOIIIO)
[ToporogicTs BXO1y Buma (Heo0xiqHi 3HaHHS Hux4a (moknagHa qOKyMeHTaIlis,
C++/Blueprint + MPOCTIIIa CTPYKTYpa KOJy)
HaJIAIITYBaHHsI MEHEDKEPa)
[MTinTpumka i Hoguii iHCTpyMeHT, MeHIIIE Benuka coinbHOTa, JOKIaIHA
JIOKyMEHTAITis TyTOpiaJiiB JIOKyMEHTAIlisl, BIAKPUTI
MPUKJIAIN
Anroput™ HaBuanHs | PPO + BpyuHy HanamroBaHi PPO + GAIL + CheckPoint-
BHHArOpOJIx cucTema
3acTocyBaHHs UYepes Data Asset, 6e3 Python Yepes .nn daiin, 3amyck 6e3
cTpaTterii Python
(Inference Mode)
Cdepa NPC, animaris vHa dizuri, NPC, noBeiHKOBI MOJI€II,
BUKOPHUCTAHHS aBTOTECTyBaHHS, irpoBuid Al CUMYJISIIII1, iIrpOB1 MPOTOTHUIIH,

HaBYaHHS CTpATerii

[TopiBHsuIbHA TAOMUIS y3arajJbHIOE KIIOYOBI AaCHEKTH peaii3alii HaBuaHHS 3
nigkpimednasM B Unreal Engine 5 Tta Unity, 30kpema: IHCTpyMEHTH, MOBH peaji3arlii,
CTPYKTYpy arenra, ne0ar-MoXJIMBOCTI, CKJIQJHICTh I1HTerparii, MATPUMKY MapajaeIbHUX
CEPENIOBHUIN, IIBUAKICTh HABYAHHS, AJTOPUTMIUYHY THYYKICTh Ta SKICTh JOKyMeHTaIli. Sk
nokazye tabmuist, Unity 3abe3neuye MMPIIMNA TOCTYI 10 HaBYAIbHUX MaTepialiB, JETIIHN
MOPIr BXOAY Ta CTaOUIBHIIINI poOounii mporec s nmovatkiBiiB. Haromicte Unreal Engine 5
JIEMOHCTpPY€ OUTBIIMN TOTEHIAaN Yy CKIagHUX (I3MYHUX CHMYJALIAX, 3aBISKU BHUCOKIH
BI3yaJIbHIN SIKOCTI, IMMPOKIK iHTErparii 3 Blueprints Ta MOXIMBOCTI TNIMOOKOI onTUMI3aIlii
areHTa B peajibHOMY 4aci. Takuii aHani3 703BoJIs€ po3pOOHUKAM CBIZJOMO OOUpATH IIaThopMy
BIJIMOBITHO JI0 IIIJIEH Ta PeCypCiB MPOEKTY.

Hasuanus 3 niokpinaienuam ¢ Unreal Engine 5 peani3yeTbcs 3a JOMOMOIOIO TUIAriHA
"Learning Agents" [7, 8]. Bin mae 3Mory po3mmpuTd ab0 3aMiHUTH TPAAUIIAHUANA 1TPOBUMA
IITYYHUH IHTENEKT, HalpUKJIal, CTBOPEHHI 3a T0OMOrolo iepeB noseinku (Behaviour Tree)
abo credT-mamuH. OKpiM TOTO, TUIAriH J03BOJISIE BUKOPUCTOBYBATH IMIXOJH IMITAIIfHOTO
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HaBuanHs (IL). ¥ noBrocrpokosiit nepcnextusi "Learning Agents" nparae OyTH KOPUCHUM Y
HU3I MOAYJiB, BKIovYaroun irpoBux NPC, aHimariiro Ha OCHOB1 ()I3MKH Ta aBTOMAaTH30BaHE
TeCTyBaHHs SKOCTI. [11arin He € CUCTeMOI0 MAIlIMHHOTO HAaBYAHHS 3arajlbHOTO MPU3HAYECHHS.
Kosxen acniekt muiarina 0yJsio CTBOPEHO 3 ypaxXyBaHHSIM NMPUHHATTS pillIeHb IEPCOHAXKEM, TOMY
fioro He MOUITBHO BHUKOpHUCTOBYBaTH sk Generative Al 300paxens, ayaio, piBHIB Ta JUis
cninkyBanas 3 NPC.

[Tnarin Hanucanuit Ha C++ (3 miaTpumkoro Blueprint) i ckpunramu Python. Bin Hagae
(GyYHKIIIOHAIbHI MOJKJIMBOCTI JUIsl BU3HAYECHHS CIOCTEPEKEHB/MIM 1 CTPYKTYpH HEUPOHHOI
MepexXi, a TakoX KepyBaHHS HaBYaHHSAM Ta (opMmyBaHHSAM crpateriid. Ilig yac HaB4aHHA
npouec UE cmiBnparitoe 13 30BHiHIM nporiecoM Python, Ha siskomy 3amymienuit PyTorch.

Jlnst peamizaniii BUKOPHCTOBY€ETbCS 1MabIoHHUI npoekT Vehicle i3 aBTomMoOuIsAMHU Ta
TOHOYHOIO Tpacoro. Bcranosienns marida BinOyBaethesi B UE pemakTopi, B MeHto Edit —
Plugins Ta oOupaetncs "Learning Agents".

OcHoBHUI KJ1ac Jy1s yrpaBiiHHs areHTamu 1ie Learning Agents Manager. Menemxkep €
aKTOPCHKUM KOMITOHEHTOM, HAaBKOJIO SIKOTO OYIY€ThCS pelITa areHTiB HaBuaHHs. BiH fie sk
CTPYKTypa IaHMX, siKa 30epirae MoCUJIaHHS Ha Pi3HI areHTH, a TAKOXK K MICIIE I BU3HAYCHHS
Joriku HaByaHHA. OCKUIbKH i1 B1I0YBalOTHCS B peaIbHOMY Yaci 3 BUKOPUCTAHHIM CUMYJIALIIT
¢bi3ukH, ToTpiOHO, 00 Jis BCTUTIIA BIVIMHYTH HAa CTaH I'PH, TOMY HEOOX1THO 3MIHUTH THTEPBAI
Tiky menemkepa (0.1 cek), mo 103BOJIUTH €()EKTUBHO KOHTPOJIOBATH, SK YACTO areHTH
npuiiMaroTh pimeHHs. KokeH areHT MOBUHEH 3apeecTPyBATHCS B MEHEIDKEPI, JUIsl TOTO, 1MI00
fioro Oyno posmizHaHO. JleKiibka areHTiB MOXYTh OOpOONATHCS B TMAaKeTi 3ais
ONTUMI3AIINHUX 3aX0/1iB. ATeHTaMH MOXYTh OyTH Oyab-ski exzemiuisipu kinacy UObject. V
bOMY  TPUKIAAI  BHKOPHCTOBYeThCcst  SportsCar Pawn  kimac gy areHriB  T1a
BP_ SportsCarManager nist MmeHepkepa areHTiB. [1icis mporo MeHeKep CTaBUTHCS Ha PIBCHBD,
1 aBTOMOOUTI PEeCTPYIOTHCS SIK areHTU. 3HAaYHAa 4YacTHHA (DYHKIIOHATBHHUX MOMKJIHBOCTEH
MEHe/DKepa HaaxoauTh Bim Manager Listeners. L{i 00’€KTH pO3IMHMPIOIOTE MEHEIKED,
JI03BOJISIIOYM HOMY BHKOHYBATH pI3HOMAHITHI 3aBJaHHs, Taki K 30ip CIIOCTEpEKEHb,
BUKOHAHHS i1, HAaBYaHHS Ta 3anuc naHux y daiinu (Interactor, Policy Ta Trainer).

InTepakTop BiANMoOBiAae 3a BU3HAYECHHS TOTO, SIK areHTU MEHEKepa B3a€MOJIIOTH 3i
CBITOM Ue€pe3 CIOCTEPEKEHHS Ta Jii. YCi areHTH AJIA JaHOTO MEHEDKepa MOAUISIOTh CIIUTbHY
CXeMy CIIOCTepekeHb 1 Jiil. IHTepakTop Mae 4YOTHPH OCHOBHI (yHKLIi, SKI TOTpiOHO
MePEBU3HAYUTH TUTSt rpH: SpecifyAgentObservation, SpecifyAgentAction,
GatherAgentObservation 1  PerformAgentAction. Ilin wac BuKOHaHHSA  QyHKUI]
SpecifyAgentObservation 107al0ThCsI CIIOCTEPEIKEHHS 10 CXEMHU areHTa, BUKJIMKAIOUH HOTO
dbynkmito Specify  Observation (puc. 3). Ls ¢yHkiis Oyie BUKIMKaHa MEHEIKEPOM OJIUH
pa3 mix Yac MOYaTKOBOTO HallAlITyBaHHA. Jlami BU3HAYA€ThCs, K KOXKHE 13 CIIOCTEPEKEHb
30upaeThes 31 ctany rpu Bcepenuni Gynkirii GatherAgentObservation. JIjis criocTepeskeHHs 3a
MICI[€3HaXO/KeHHIM MoTpiOHO BuKIHKaTH MakelocationAlongSplineObservation.

5 Specity Agent Observation 5 Roturn Nove
b
o 0o

I specity Location Along Spiine Observation
Schoma Rotum Vake

v

| specify Dirsction Along Spiine Observation
Schema Retum Vatue

v

Puc. 3. Blueprint ckpunt ¢ynkimii SpecifyAgentObservation
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Jns Toro, mo6 aBTOMOOUIb MIr' YCHIIIHO MPOiXaTH TPacolo, MOTPiOHO HamaTu HoMmy
1H(opMaIliro mpo Te, € BiH 3HAXOAUTHCS BITHOCHO TPACH, Ta 1HIII CTaHM, TaKl SIK HOTO TTOTOYHA
mBHIKICTh. ['OHOYHA Tpaca mpeicTaBieHa y BUIJIAL CciUiaiiHy, a "Learning Agents" Hamae
JONOMDKHUI KOMITOHEHT CIUTalHIB, OO CIIPOCTUTH CIIOCTEPEKEHHS 3a MOJIOKESHHIM Y3I0BXK
crmaiiny (puc. 4 — a). Ilicns 3aBeplIeHHS HaJAIITYBAaHHS CIIOCTEPEKEHHS areHTH Temep
3MOXKYTh BIIUYTH, /e BOHU 3HaXOAAThCS Ha Tpaci (puc. 5).

Puc. 4. A (mBopyu) — 'onouna Tpaca B mpoekti Unreal Engine 5;
b (npaBopyu) — ['onouHa Tpaca B npoekti Unity

J1i1 cx0ki Ha CIIOCTEpEKEHHS — peamizyeThest ofis SetupAction (puc. 6), sika OroJomurye
Iii, sIKI MOKYyTh BHUKOHYBAaTH areHTH, a MoTiM mofiro GetActions, ae ¢akTHYHO OepeThes
3HAa4YeHHS i1 3 HEHPOHHOT MEepeXi Ta 3aCTOCOBYETHCS 10 KOHKPETHOTO areHTa. it mpocToTH
HaJIAIITOBYIOTHCS JIB1 Jii: Ta3/TaibMyBaHHS Ta PYyJIbOBE KEPyBaHHSI.

J Gt Distanc Along Spine At ositon |

Puc. 5. Blueprint ckpunTt HanmamTyBaHHS CIIOCTEPEIKEHHS areHTIB

Crpareris (policy) — e KOMIIOHEHT, KM BIJAIMOBIJAa€ 3a BTIJICHHS CIOCTEPEKEHB
areHTiB y 1ii. [le poOUThCS MIIIXOM BBEJCHHS TAHUX CIIOCTEPEKEHb Y HEUPOHHY MEPEXKY, SKa
o0pobnaTuMe 3Ha4YeHHS I QopMyBaHHS Oid. g IIbOTO  CTBOPIOETHCS  KJlac
BP_DrivingPolicy 3 6aTbkiBcbkuM ki1acom LearningAgentsPolicy.

Ocrannim komnoneHToM € ki1ac BP_DrivingRLTrainer Big LearningAgentsTrainer. Sk
BUIUJIMBAE 3 HA3BH, LIeH KJ1ac BiJMOBiAa€ 32 HABYAHHS areHTIB BUKOHYBATH MPAaBUIIBHI Jii B Ii,
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BPaxOBYIOUM CIIOCTEPEKEHHs, sKi BiH Oadath. [l HaBYaHHS 3 MAKPIMUICHHSAM
peaizoBYIOThCS JBI pedi: BUHArOPOJIW Ta 3aBepIICHHs. J[JI1 BUHArOpPO CTBOPIOETHCS TOIS
SetupRewards, sika MO3UTUBHO BILIMBAE Ha IIBUJIKICTH Y3/I0BXK CIUTAliHY Ta HETaTUBHO (1Tpad)
3a BHI3]l 13 TpacH.

f Add Fioat Action -
» »*

In Interactor Return Value

SET
Throttle Brake Action

O»Name | ThrottleBrakeAction

€ Event SetupActions £- Sequence

(»Scale (10

P ——PF Theno W

Then1 B

' Add Fioat Action

SET

Steering Action
In Interactor Retum Value X g

OrName | SteeringAction

CrScale [1.0

Puc. 6. Blueprint ckpunt noxii SetupActions

UE BHKOPHCTOBYE€ MOHSATTS €Mi30/1y K MOCTIIOBHOCTI CIIOCTEPEKEHD, il 1 BAHATOPOA
BiJl IOYATKy A0 KiHI rpu. Ha momaTok 10 3BUYailHUX YMOB 3aBEpIICHHS I'py (HANPHUKIA],
3aBEepUICHHS TOHKH), 3a3BUYAl MPUCKOPIOETHCSI HABYAHHS Ta JIOJA€THCS JIOTIKA ISl PAHHBOTO
3aBEpIICHHS HABYAHHS, SKIIO arcHTH MOTpPAnwid abo B MOTaHHWH CTaH, KOJH HEMOXXIHBO
OTpUMATH 3HAUYIIE HABYaHHS, a00 B XOPOIIHI CTaH, KOJIM I0IaTKOBI BUHATOPOAH HETOCTYIIHI.
Y oMy IpUKITal J0JAETHCS JIOT1KA JIJIsl BUSBJICHHS, KOJIM aBTOMOOLJTb 3°1XaB 3 TPACH, 1 €Mi30]1
IPY IIbOMY 3aBEPIIYETHCS paHillIe.

Pemty BuximHOTO KOMY Ta J€Tajll HaJAIITYBaHHS MOXKHA meperyisiHyT B "Learning to
Drive (5.3)" [8].

Jns BignmaromkenHs npouecy HanucanHsa RL moneni B Unreal Engine 5 npucytHii
inctpymeHT Visual Logger (puc. 7), ne MoxHa 1mo6auuT iHpopmaiiro mpo KOKHE OKpeme
CIIOCTEPEIKEHHS areHTIB Y Pi3HI MOMEHTH 4acy.

& Visual Logger X
Window  Settings

B Stop Il Pause # load M sae & Savel a Clear Graphs GRefresh

M |Learning [VV] GameplayDebugReplication [VV] Visual [VV] Navigation [VV]
Classesy Q Q

vation_56

Observation_57

G o o
1.00 110 1.20

Category Verbosity Log

Puc. 7. Incrpyment Visual Logger B Unreal Engine 5

3a monomororo kiasimi F8 Mo)Ha YBIMKHYTH Bi3yalilbHE BiI0Opa)KEHHS CITIOCTEPEIKEHb
Ha criaiiHi roHo4yHoi Tpacu (puc. 8). HaBuaHHs areHTiB BinmOyBaeTbcs OE3MOCEPEIHBO B
pemakTopi micis 3amycKy irpoBoi cumyJismii. OnTuMalibHa KUTBKICTh, SIKa BPaXOBY€E pecypcH
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KOMIT'IOTepa Ta IMIBUIKICTh HaBuYaHHS, 1e 32 areHTH (aBTomoOimi). [Tobauntu mnomiTHe
TOKpaIeHHs Y BOAIHHI MOXKHA BKe depe3 15 XBWIHH, 1 MpUOIM3HO Yepe3 2 TOJAWHHU areHTH
OyayTh TIOBHICTIO HaBueHi. HaBueHi Baru 30epiraioTecs B creriagpHOMYy (aiini iHpopmartii
HelipoHHoi Mepexi (Data Asset). OTpumaBIIy MOBHICTIO HABYEHY MOJIETh, il MOYKHA 32Ty CTUTH
B 3aKJII0YHOMY pekuMi (inference mode), 111006 BUKOPUCTOBYBAaTH HaBueHY MoBeAiHKY. [1ig yac
3aKJITI0OYHOTO pexuMy Python Oinbiie HE BUKOPHCTOBYETHCSA, 1 BECh KOJ HEMPOHHOT MEpexi
BUKOHYEThCS BUKIIIOYHO B mporieci rpu Unreal. Konu rpa makyerbes, )k0/1eH HaBYaIbHUN KO/
HE BKJIFOYAETHCS B TIPOTPAMY.

Puc. 8. JleGariar cnocrepekeHb 3a J0IoMororo kiasimi F§

Hasuannsa 3 niokpinaennam 6 Unity peanizyeTbes 3a JOIOMOT0I0 HabOpy IHCTPYMEHTIB
"ML-Agents Toolkit" [9]. Bonu miaTpuMyroTh HaBYaHHS areHTIB 3a IONMOMOTOI0 HaBYaHHS 3
MiIKPIMJICHHAM, IMITaliiHOrO HaBYaHHSA, HEHpOEBONIOLIi Ta IHIIMX METOMIB MAaIIMHHOTO
HaBYaHHs d4epe3 Tou ke iHcTpymeHT, mo 1 B UE — Python API ta 6i6moreka PyTorch.
HaBueHnx areHTiB MOXXHAa BHKOPUCTOBYBATH JJIsi OaraThOX LW, 30KpeMa JJisi KOHTPOJIIO
noBeiiHKH NPC, aBTOMaTH30BaHOTO TECTYBaHHS 301pOK I'PH Ta OILIHKHK PI3HUX PIIICHB 100
mu3aiiny Tpu nepen Bumyckom. ML-Agents Toolkit € B3aeMOBUTITHUM SIK AJIsE PO3POOHHKIB
irop, TaKk 1 IS JAOCTITHUKIB IITYYHOTO 1HTEJIEKTY, OCKUIbKH BiH 3a0e3redye IeHTPaIbHY
matgopmy, Ha sKiid MoxkHA orliHUTH nocsirHeHHs LI B 6aratux cepenosuinax Unity, a moTiM
3pOOUTH 1X TOCTYITHUMH JIJIs1 OUTBII IMUPOKUX CIUTBHOT JOCIITHUKIB 1 PO3POOHUKIB irop.

Iacransmis ML-Agents Toolkit € Baxxworo Hixk aHanoriunoro tiarina UE ta Bkitodae
TaKi KPOKH:

1. Tncramsuis Python (pexomennosano 3.10.12);

2. Crarysanns penozutopito ML-Agents Toolkit 3 GitHub;

3. Bcranosnenns nakety com.unity.ml-agents B Unity;

4. Bcranosnenns mlagents-envs Ta mlagents mst Python.

JUis ouiHkM HaB4YaHHA 3 MiAKpimieHHsSM B Unity BHUKOPHUCTOBYETHCS MPOEKT 3
BinkputuM KojgoM MLAgentsAtSpa [10].

TyT roHouyHa Tpaca 3reHepoBaHa CKJIaIHIIIe, OCKIIBKH MICTUTh IiAHOMH Ta CXHUITH (pHC.
4 — 0). Okpim nporo, BukopuctoByeTbesi Check Point cuctema, sika m103B0sIE KOHTPOJIIOBATH
Iporpec areHTa Ha Tpaci, ()opMyBaTH BHHAaropoaM, a TaKOXK CTPYKTypyBaTH HaBuaHHs. Lle
cucTeMa TpUrepiB (KoJlalIepiB), Ikl pO3MIIICHI MOCTIJOBHO B3/IOBXK TpeKy. Koim aBToM00116
MPOIKIKAE Yyepe3 TAKUN YEKIMOIHT — CKPUNT (iKCye ii MONI0KEeHHs, HAPSMOK pyXy Ta (axkT
MPOXOHKEHHS 11i€1 Touku. Behoro y mpoekTi ctBopeHo 70 4eKMOiHTIB, sIKI pO3TaIlIOBaH1 MO BCid
JIOBXXUHI Tpacu. ATEHT OTPHUMYE€ BHHAropojay 3a IPOXO/PKEHHS YEKMOIHTIB, OCOOJIMBO

11



MMPUKIIA JHI TTPOBJIEMU KOMIT'FOTEPHUX HAVK,
BE3IIEKHU TA MATEMATHKU, 2025, Ne 5

OCTaHHBOTO. SIKIIO BiH HE BCTHUTra€ MPOWTH MEBHY KUIBKICTb YEKIOIHTIB 32 4yac — OTpUMAE
mTpad. Bekrop HanpsIMKy TpeKy MK IBOMa YEKITOIHTAMH BUKOPUCTOBYETHCS JIJISl OIIIHKH, Y1
pyXaeTbCs MallMHA B TPABWIBHOMY HAanpsMKy. OOYMCIIOETBCS CKIAPHUHA AOOYTOK MiX
BEKTOPOM pyXy MAIIMHU 1 HANPSIMKOM MK YeKnoiHTamMu. HaBuaHHS moumHaeThest 3 1
yeknoinTa Ta micis 20 yCHilIHUX MPOXOJKEHb — JIOJAEThCA Il OJWH YEKIOIHT, 1 TaK JI0
MOBHOTO TIpoxo/pkeHHs 70, 1o poOUTh HAaBYAaHHS CTAOUTBHUM Ta MOCTYMOBHM (curriculum
learning).

Jlnst B3aemomii MDK Tpacor, areHToM (aBTOMOOLIEM) Ta CHCTEMOIO HaBUYaHHS
BukopuctoByeThesi kiac CheckPointMonitor. Bin BijcTexye mporpec TOHOYHOTO areHTa Ha
Tpaci, mepeBipse€ MPOXOKCHHS KOHTPOJBHUX TOYOK, OIIHIOE BUPIBHIOBAHHS MAalllMHU 3
TPEKOM Ta Mepela€ BUHAropoau ado MOKapaHHA 10 areHTa. MeTos, KU BUKIMKAEThCS MIPH
MIPOXO/KEHHI YeKnoiHTa areHToM HazuBaeThesl PassedCheckPoint (srictunr 1).

public void PassedCheckPoint(int CheckPointPassed)
{
if(CheckPointPassed != NextExpectedCheckPoint)
{
Debug.Log("[ERROR]: Failed Check Point");
}

else

{
TheCarHUDDisplay.SetLastCP(CheckPointPassed);
NextExpectedCheckPoint = NextExpectedCheckPoint + 1;
TheRaceCarAgent. AddCheckPointReward(1.0f / MaxCheckPoint);

if (NextExpectedCheckPoint > MaxCheckPoint)

{
CurrentLapTime = Time.time - LapStartTime;
Debug.Log("[INFO] Completed a Lap: " + CurrentLapTime.ToString());
TheCarHUDDisplay.SetLapDistance(CurrentLapTime);
TheRaceCarAgent.LapCompleted(CurrentLapTime / MaxLapTime);

Jlictunr 1. Peanizamnis ¢pynkmii PassedCheckPoint

K10 11e TpaBUIBHUIN YEKITOIHT (TOM, SIKHW OYIKYETHCS), TO ar€HT OTPUMYE YaCTKOBY
BuHaropony (1.0 / MaxCheckPoint) Ta HUD oHOBIIO€ OcTaHHIN MPOiiAeHUH YeKMOiHT. SIKIII0
e OyB OCTaHHIN UYEKMOIHT — areHTy HapaXxOBYEThCS BHHArOpOJa 3a KOJO 1 BUKIMKAETHCS
merox LapCompleted(). IIpu npoxopkeHHI HEMPAaBUIBHOTO YEKIOIHTY (DIKCYEThCS TTOMHUIIKA
([ERROR]: Failed Check Point) Ta BuHaropoja He HapaxoBYy€ThCSI.

[HmMM BakmuBUM KjacoM i i€l moxmeni € kiac areHTa RaceCarAgent. Bin
YCHaJKOBYEThCS BiJl 0a30BOro kiacy Agent, i came TyT peasli3oBaHa JIOTiKa B3aeMOIl 3
HaBYAJILHUM cepenoBuiieM. Jlii areHTa BU3HAUYEHI 32 JOMIOMOTOI0 JABOX TUIOK: pyX BIepen /
raigpma / peBepc Ta pyx BiiBo / BnpaBo. Meron CollectObservations nepenae croctepexeHHs

12
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70 Heifipomepexki, a came mBuAKicTh MamuHu (CarSpeed), Haxwui Tpacu (PitchIncline) — 1106

BpaxOBYBAaTH CXWJIM Ta BUPIBHIOBaHHS 3 Tpacoro — mepenaerbes 3 CheckPointMonitor
(micTuHr 2).

public override void CollectObservations(VectorSensor sensor)
{
Vector3 LocalVelocity =
TheRaceCarRigidBody.transform.InverseTransformDirection(TheRaceCarRigidBody.velocity);
CarSpeed = LocalVelocity.z * 2.0f;
TheHUDDisplayController.SetSpeed(CarSpeed);

var right = transform.right;

righty = 0;

right *= Mathf.Sign(transform.up.y);

var fwd = Vector3.Cross(right, Vector3.up).normalized;

CarPitchincline = Vector3.Angle(fwd, transform.forward) *
Mathf.Sign(transform.forward.y);

TheHUDDisplayController.Setincline(CarPitchincline);

sensor.AddObservation(CarSpeed/100.0f);
sensor.AddObservation(CarPitchincline/10.0f);
sensor.AddObservation(TheRaceTrackMonitor.CarToRaceTrackAlignment);

Jlictunr 2. Peanizanis ¢pynxkuii CheckPointMonitor

Arenrt BukopuctoBye 3D Ray Cast Sensor /151 po3ni3HaBaHHs YEKIOIHTIB repe]] co0010
Ta (popMyBaHHS CIIOCTEPEKCHHSI. Horo moxna B1JIOOpA3UTH 331151 BIJIArOJKEHHS MOJENI
(puc. 9). OxpiM 1poro, MoxxHa yBiMKHYTH Heuristic pexxuM JUis IepeBipKy peakilii areHTa Ta
py4HE KepyBaHHs, BHUBecTH Jiornm 4depe3 Debug.Log() abo meperiasHyTH 3MiHYy 3HAYCHHS
KyMYJISITUBHOT BUHAropoju, 1100 nepekoHaTucs B ii 3011bIIeHHI.

Puc. 9. BizyanizoBanuii 3D Ray Cast Sensor arenra-aBromo0insa. TpacyBanHs moTpiOHE 115
pO3Ii3HABaHHS aBTOMOO1JIEM CBOTO MICIIS Ha Tpaci — (OpMyBaHHI CIIOCTEPEIKEHD
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Pemry BuximHOro Koay Ta JeTalli HaJalITYyBaHHS MOXXKHA TMEPErJIIHYTH B
"MLAgentsAtSpa" [9].

[100 HaBYMTH areHTa MPOXOIUTH OJHE LiJIe KOJI0, HaBYaHHS BiOyBaiocs Ha 70 piBHSX.
[TowyaTkoBa 1111k 1 MO3UTHBHA BUHATOPOa — MPOCTO TICTATHUCSA O KOHTPOJIBHOI TOYKH 1 Ha
nepmoMy piBHI HaBuaHHs. PiBeHb HaBuaHHs MmigBUIyBaBcs Ticas 20 TOCTiAOBHHUX
MMO3UTUBHUX JIOCSTHEHh METH, a TAKOX OyJI0 peai3oBaHO 3HWKEHHS PiBHsI HaB4YaHHS micist 10
HeB/a4 (OJJHAK YKOJHOTO 3HIKEHHsI PIBHS HaBUaHHS He crocrtepiranocs). Ha koxHOMY piBHI
HaBYaHHS JIOBKMHA TPACH TIEPETOHIB 301IbIIyBasIacsi HA OAHY KOHTPOJIBHY TOUYKY, TOMY JUIS
TPEHYBaHHS areHTa 1o BCii Tpaci Oyno HeoOXigHO MaTu moHaja 70 piBHIB MiATOTOBKH, IO
BIJINTOB1/1a€ TIOBHIHM JOBKUHI Tpacu — 70 KoJuIaiiiepiB KOHTPOIBLHUX TOYOK. [{r0 Moens MoxHa
Oyno Ha3BaTu ycminiHOIO micias 20 MinbiioH emox HaBuanHs. [[na BimuutigyBanHS poOoTu
MOJIeJNIb TPEHYyBaIacs 11e NpuoIN3HO 5 MUTBHOHIB ernox (puc. 10).

Episode Length
tag: Environment/Episode Length

Puc. 10. I'padik pesynpTaTiB HaBuanHg mojeni B Unity

Buxonsuu 3 HaaHUX JaHUX, HABUYAHHS MOJIENI B TPOEKTI TPUBAJIO JOCUTH JIOBIO Yepe3
0COOJIMBOCTI peanizallii. ATeHT TpeHyBaBcCs 3a JOMoMOrow anroputmy PPO 3 MiHiMamsHUM
HaJIAIITYBaHHAM TineprapaMeTpis: po3Mmip nakety (batch size) cknamas 256, po3mip Oydepa —
2048, a vacoBmii ropu3oHT — 256. HelipoHHa Mepexka ckiajnanacs 3 JBOX mmapiB mo 512
HEHUpPOHIB i1 ocHOBHOI Mozeni Ta mepexxi GAIL (imitamiiinoro HaBuaHHs). OcoOIUBICTIO
HaBYaHHSI OyJO Te, IO BOHO MPOBOAWIOCH JHIIE B OJHOMY cepenoBuiii Unity, 0e3
MapayieIbHOTO 3aIyCKy JACKITBKOX KOMIM CIICHW, 1[0 3HAYHO CIOBUIHHIOBAJIO 3arajlbHUI
nporec. OCKUIbKH clieHa Oylia JOCUTh BaKKOIO — BKIIOYANIa BENHKI JIaHAmadTu, 00'eKTi
otouenHs, HUD-enementn ta ¢izuuny mozaenb aBTomoOis 3 WheelCollider-amun — koxxHa
iTepariis MorJia TpuBaTH opieHTOBHO 20 MiTiceKyH. 3a TAKMX YMOB IPUOJIM3HUIN Yac HaBYAHHS
cranoBuB Omm3bko 500 000 cexynm, ToOTto Mmaibke 139 rogun abo mpubauzHOo 5—6 HHIB
6e3nepepBHOro TpeHyBaHHA. OCHOBHUMH PUYMHAMHU TPUBAJIOTO HAaBYAHHS OyJIH BiJICYTHICTh
MapajesbHOro 3aMyCcKy KiJIbKOX areHTiB, OCTYIOBE JOJIaBaHHS CKJIQIHOCTI JIHILE [0 OJHOMY
YEeKIOIHTY 3a pa3 Ta CKJIagHa cueHa. [lornpu 1ie, areHT yCHiliHO HaBYMBCS NMPOXOIUTH Tpacy,
10 CBITYUTH MPO €(PEKTHUBHICTH 3aCTOCOBAHOTO MIIXOY, XOU 1 32 PaXyHOK 3HAYHOTO Hacy
TpPEHYBaHHSI.

BucHoBku. Y pe3ynprari JIOCHIDKEHHS OyJIO TpOaHajdi30BaHO BHUKOPHUCTAHHS
HaBYaHHA 3 MIAKPiMIeHHAM B irpoBux pymisx Unreal Engine 5 ta Unity. OOuzaBa cepenoBuina
qyn0BO miaxonaTh s Reinforcement Learning, ame BUOIp 3al€KUTh BiJ IIJEH MPOEKTY,
JIOCBiMy B pymisx Ta motped y rpadimi/dizumi. Unity ML-Agents Toolkit — 3pinuit
IHCTPYMEHT 13 THYYKOIO €KOCHCTEMOIO, 3pYUHUH [T JOCII/DKEHB 1 HaBYaHHS, ajle MOBUIbHIIIEe
npairoe 6e3 mapanenpHocTi. Unreal Engine 5 Learning Agents — HOBUH NOTYXHUI
IHCTPYMEHT, ONTHMIi30BaHUM JJIs CUMYJALINA 3 peamicTHYHOI (i3uKoro Ta rpadikoro, ane
noTpeOye rIuOIIOro 3aHyPEHHS B PYIIii. Y3arajbHEHI pe3yabTaTH PoOOTH 1mojaH1 B Ta0m. 1.
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