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IHTEJEKTYAJLHUI TEHEPATOP HABUAJIbHUX
CEPEJIOBMII I CHEHAPIiB
JIJ1S1 CAMYJISITOPIB Y UNREAL ENGINE

BiHHULIbKHI HAI[IOHANBHUI TEXHIYHUN YHIBEPCUTET

Anomauin

Pospobneno inmenexmyanvhuii Mooynb Oisl AGMOMAMUYHOT 2eHepayii HABYANILHUX Cepedosuly | aoanmueHux
mpenysanvhux cyenapiis y cepedosuwyi Unreal Engine. Mooynb noeonye memoou wmyuno2o iHmenexny, npoyeoypHoi
2enepayii ma ananizy KOMREMeHMHOCI KOPUCy8aua 05 (hopmyeantss OUHAMIYHUX cuntyayiti 6i0n06iOHO 00 HAGUYOK
ma pisHsi niocomosku. Hosusna nonsieac y cmeopenni ynigepcaibho2o iHCmMpyMenma, sikutl popmye nepconanizogani
Hasyambli cyenapii, 3abesnevye peanicmuyHicmv cepedosuya ma O00360J5€ ABMOMAMU3yeamu npoyec nobyoosu
CUMYAYIN 011 MEOUUHOT, PMYBANbHOL, GIlICbKOBOT Ma MeXHIUHOI Ni020MO6KU.

KurouoBi ciioBa: reHepaliisi cepeioBHIla, HaBYabHI CIIEHApil, ITy4HUI 1HTEeNneKT, aganTuBHicTh, Unreal Engine,
C++.

Abstract

An intelligent module for automatic generation of training environments and adaptive scenarios in Unreal Engine has
been developed. The module integrates artificial intelligence, procedural generation methods, and user competency
analysis to create dynamic situations tailored to the trainee’s skill level. The novelty lies in designing a universal tool
capable of producing personalized training scenarios and realistic environments while automating the simulation-
building process for medical, rescue, military, and technical training systems.
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Beryn

CydacHi HaBUaJIbHI CHMYJISTOPY BHMAaraloTh PeajiCTUYHOrO, KEPOBAHOTO Ta aJallTHBHOTO CEPEIOBHIIA,
SIKE MOYKE 3MIHIOBATUCH BIAMIOBIAHO MO Jiif Ta piBHS MiATOTOBKH KOpHcTyBada. CTBOPEHHS TaKHUX CIIEHApiiB
BPYYHY € TPYAOMICTKHM 1 IOTpedye 3HAYHUX PECypCiB.

BuxopucTtanHs mMTy4HOrO iHTENEKTY Ta TpolenypHuUX MeroniB reHepariii B Unreal Engine mosBomse
aBTOMATH3YBATH el Tporiec i JopMyBaTH HaBYAIbHI YMOBH Pi3HOI CKIIAAHOCTI — BiJ 6a30BUX TPEHYBaHb J0
CKJIaTHAX CIIeHapiiB 3 JTUHAMIYHAMEI 3MiHAMHU HaBKOJIHUIITHHOTO CepeoBHIIA.
Y Mexax poOOTH BHKOHAHO aHAJI3 iICHYIOUMX METOJIB, PO3POOTIEHO apXiTeKTypy MOIYISl Ta peali30BaHO
IHTENIEeKTyaTbHUI TeHepaTop HaBYAIbHUX CEpEIOBHII.

OcHoBHUII po3ain

OCHOBHMI pO3MiJ1 NPUCBIYEHUH aHaji3y, NPOEKTYBAHHIO Ta peaji3alii iHTENeKTyaJbHOr0 MOIYISA
reHepanii HaB4albHUX cepenoBui i cueHapiiB y Unreal Engine. Ilokazano kimro4yoBi eranmu ¢opMyBaHHS
aJaNTHBHUX TPEHYBAJIBHUX CHTYyallil, MeXaHi3MH 300py HIaHHX IpO KOPHCTyBada, METOIH aHANi3y
KOMITETEHTHOCTI Ta CIOCOOM MOOYJIOBH JWHAMIYHOTO CEPEIOBHUINA, SKE 3MIHIOETHCS 3aJIEXKHO BiJ PIBHS
CKJIQJIHOCT1 Ta TIOBEIIHKN YYaCHUKA CUMYIIALIII.

[TpoBeneHo aHami3 CydacHUX MiIXOMIB 1O MpPOLEIYpHOI TIeHepallii KOHTEHTY, CHUCTEM aJalTHBHOL
CKJIAJTHOCT] Ta MoOzeJel OLIHIOBaHHS HaBUYOK KOPUCTYyBauya B HABYAIBHUX cHUMY/sTopax. OcoOnuBy yBary
NPUIIICHO METOAY IMO€AHAHHS MPOLENYypHOi reHepauii jokamii 31 IITyYHUM IiHTENEKTOM ISl CTBOPEHHS
CLIEHAapIiB, SIKi HE € CTATUYHOIO 3a34aJIeT1/1b MiATOTOBIECHOIO MOCTiIOBHICTIO, @ JOPMYIOTHCA B peajIbHOMY Yaci.
Le 3a0e3meuye BUCOKY BapiaTHBHICTh TPEHYBAJbHHUX CHTYALli Ta J03BOJSIE YHUKHYTH HOBTOPIOBAHOCTI, 1110
€ KPUTUYHO BXXJIMBUM JJIsl IPAKTUYHUX TPEHYBaHb.
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VY poboti po3pobieHo apXiTeKTypy MOAY/S IHTEIEKTyalbHOI reHepalii, sKa BKIIOYa€e MiJCUCTEMH 300Dy
METPUK KOpPHCTyBaua, aHali3y KOMIIETEHTHOCTi, CIIEHApHOTO IUIaHyBaHHS, NPOLEAYpHOi TeHepamii
cepenoBUIIa Ta aJIanTHBHOTO KepyBaHHS CKJIaTHICTIO.
Monyne oTpuMye OaHi TpO piBeHb BHKOHAaHHS 3aBAaHb, 4Yac peaklii, 4acTOTy MOMHJIOK, YCHIIIHICTb
MOMEepeIHiX cecii Ta iHII MOBENIHKOBI XapakTepucTWKH. Ha ocHOBI mux aaHuX (OpMYeTbCsl OIIHKa
MOTOYHOTO PiBHS MiATOTOBKH, sIKa BIIMBAE HA BHOIp CIIEHAPIIO Ta CKIAIHICTh YMOB, Y SIKMX MpalfOBaTHME
KOPHCTYBaY.

Cuenapauii 010Kk Moayis (OpMye HaBUAIbHY CHUTYAIlil0, BU3HAYAIOYM THI MOl (MEIWYHA JIOIIOMOTa,
pATYBaJbHA OMepallisi, eBaKyallisi, TEXHIYHEe 0OCIyroBYBaHHS), KUIbKICTh 00 €KTIB B3a€MOIil, iXHIH cTaH Ta
poamitieHHs. J{i1s1 KOKHOTO CIIEHapil0 BU3HAYAETHLCS HA0ip yMOB, 1110 BiAMOBIIAIOTh 0230BOMY, CEpEIHBOMY Ta
MIJBUIICHOMY PIBHIO CKJIQJHOCTi: HAsABHICTh IIEPEIIKOJ, MOrOJHI yMOBH, KUIBKICTh IOCTPaXIaInX,
oOMeXeHHS uacy, piBeHb Herepen0adyBaHOCT1 MOMIIMH.

VY mixcucremi TeHepalii cepeoBHUINA Peai3oBaHO AITOPUTMH MPOIEAYPHOrO (JOPMYBAHHS OTOUYCHHS Y
cruni Unreal Engine. Jlokalii cTBOpIOIOThCS HA OCHOBI MAOIOHIB Ta TApaMeTpiB, IO TEHEPYIOThCS MOAYIEM
BIJIMOBITHO JIO CKJIAJTHOCTI: THI MOBEPXHI, HASBHICTh MPUPOAHUX a00 MITYYHUX TMEPEIIKOZ, PO3MIIICHHS
MaIieHTiB, IHBEHTaps 4u oOnagHaHHs. JIJi1 CKJIAJHMX CIICHApilB BUKOPUCTOBYIOTHCS BHIIAJKOBI abo
HaIiBKOHTPOJIbOBaHI MOmU(iKallii CepeOBHIIA: TYMaH, 3HUKCHHS BUIMMOCTI, 3aTEMHEHHS, IIOrOHI € eKTH,
MOIIKO/DKEH] JUISTHKY, CKIIa/IHI MapIIpyTH MiIXOMy Ta iHIIE.

Monynb OIIHIOBaHHST KOMITETEHTHOCTI aHaji3ye pe3yJbTaTH BUKOHAHHS KOXKHOI HaBYajbHOI cecii Ta
OHOBJTIOE MOJIEJTb KOPHCTYBa4ya. PO3paxoByIOThCS TaKi MOKa3HUKH, SIK CEPEIHIA Yac BUKOHAHHS, CTa0LIbHICTh
I, piBeHb KOHIICHTpAIlil, KUIBKICTh IMOMMWJIOK, Iporpec MiK cecissmMu. L[i aHi BUKOPUCTOBYIOTHCS JUIS
KOPEKIIii CKJIaJJHOCTI MalOyTHIX clieHapiiB, 3a0e3Medy0un aIaliTHBHICTh HABYAIILHOTO TIPOIIECY.

Jiis riepeBipky poOOTH MOIY/IS HPOBEICHO TECTYBaHHS 3 BUKOPHCTAHHSIM KIJIBKOX THIIIB CIIEHAPIB, SIKi
BapiloBaJIMCS BiJl MPOCTHX HABYAJIBHUX 3aBJaHb JIO EKCTPEMAIBHUX CHTYaIlil. [IpogeMOHCTpOBaHO 3IaTHICTh
CHCTEMH aBTOMATUYHO 3MIHIOBATH YMOBH CEpPEIOBHINA BIIIOBIJHO JIO KOMIIETEHTHOCTI KOpPHCTyBada Ta
MiATPUMYBATH CTAOUIBHICTD aJaNTallii MPOTATOM cepil TPEeHyBaHb.

Pesyneratu mokazaim, MO BUKOPUCTAHHS IHTEICKTYyaJbHOIO TeHeparopa JIO3BOISE  ITiIBUIIUATH
PI3HOMAHITHICTh CITGHApiiB, 3MEHIIMTH 9Yac Ha I1X pydHE TPOCKTYBaHHS, a TaKoX 3a0e3rmeunTn
THIMBITyai3aIiio TPEHYBAJILHOTO MPOIIECy. 3aIpOITOHOBAHUMA TiAX1 MOYKe OyTH BUKOPHUCTAHUH Yy CHCTEMaX
MEIMYHOI, PATYBAJIbHOI, BIMCHKOBOI ITITOTOBKH, a TaKOX y HABYAIBHUX CHMYJIATOpAaX IS TEXHITHHX
CIeLiaJbHOCTEH.

BucHoBku

Pospobnennii iHTeNneKTyanbHUN MOMYNh JUIA TeHepamii HaBdambHUX cepemoBumy B Unreal Engine
3a0e3medye aBTOMAaTH3AIlil0 MOOY/IOBH TPEHYBAJIFHUX CIIEHApIiB Ta iX aJamTarfiro mif piBeHb KOPUCTyBaya.
OtpuMaHi pe3yabTaTd JIEMOHCTPYIOTH MOMJIMBICTH 3aCTOCYBAaHHS CHCTEMH B CHMYISATOpaX MEIWYHOI,
PATYBAIBHOI, BiMICHKOBOI1 ITiITOTOBKH Ta THITIX HaBYATHHUX matgopmax.
Po3pobka cTBOproe mepemyMoBH Ui MaciTaOyBaHHS CHCTEMH Ta IHTErpaiii HOBUX THIIIB CEPEIOBHII i
CIIeHapiiB.
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