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MOJEJ/Ib ITIPOTHO3YBAHHA NOBEAIHKH I'PABIIIB Y MOBIVIbHUX ITPAX
HA OCHOBI MAIIMHHOI'O HABYAHHA

Anomayis. Y cyuacHiti iHdycmpii Mo6inbHUX [20p MOYHe NpO2HO3y8AHHS N0BEJIHKU 2pasyie € 8ax*cAUBUM ACNEKMOM 0151
nidguujeHHs pieHs ympUMaHHs Kopucmyeauie, onmumizayii izpogoeo npoyecy, nepcoHaizayii KoHmeHmy ma nidguweHHs
epekmusHocmi mapkemuHzo8ux cmpameziil. B ymosax 3pocmarouoi koHKypeHyii ma 36inbwieHHs 06¢csi2y daHux npo epasyis
aKmya/asHUM CMA€e BUKOPUCMAHHS Memodie MAWUHHO20 HABYAHHS 0151 A8MOMAMU308AHO20 AHANI3Y N08ediHKOBUX namep-
HI8 ma npo2HO3y8aHHS nodaabwux Oill kKopucmyeauis.

Memoto cmammi € po3pobka egpekmugHoi Modesni npoeHO3y8aHHs No8ediHKU 2pagyis y Mobi1bHUX i2pax Ha 0CHO8I cyuac-
HUX Memodie MaWUHHO20 HABYAHHS, IKA 00380151€ 8U3Ha4Yamu liMosipHicmb 8i0MoKy Kopucmyeauis, npo2Ho3ysamu pigeHb
akmugHocmi ma 3asepuleHHsi pigHie, a makodic oyiHw8amu nomeHyitiHy yuacms y 8HympiuHb0i2po8ux mpaH3akyisx i peak-
yito Ha zelimigpikosaHi cmumyau.

Memodos102is 00cAidHCEHHS TPyHMYEMbCSl HA AHANI3] 8eUK020 HA60PY AHOHIMI308aHUX N0BEJIHKOBUX DAHUX 2pasyis,
Wo BK/1104A€E NOKA3HUKU mpusa/iocmi izpogux cecitl, yacmomy 8xo0dis, Kilbkicmb 8ukoHaHux 0itl, pieeHb 3a8epuleHHs1 3a80aHb,
Ki/IbKicmb 8HYmMpiwHb0i2p08UX NOKYNOK, Yaco8i NPOMINCKU Midxc 8xodamu ma iHwi mempuku akmusHocmi. /Jas no6ydosu
Modesell Npo2HO3Y8AHHS 3ACMOCOBAHO A/20PUMMU MAWUHHO20 HABYAHHS pI3HUX Kaacis: Logistic Regression, K-Nearest
Neighbors, Random Forest, Gradient Boosting ma 6azamowaposi HellpoHHi mepedici. [lopisHAAbHUL aHai3 pe3ysbmamis
do3801u8 gus8UMU ONMUMAALHUU NioXid do nepedbaveHHs nogediHKU KOpUCMy8a4is i3 MaKCUMAaAbHUM pi8BHEM MOYHOCMI.

Haykoea HO8U3HA pob6omu no/as2a€ y NoeOHaHHI N08ediHKO8UX Xapakmepucmuk 2pasyie i3 cyyacHuUMu ai20pummamu
aHcamb1e8020 HABYAHHSA MA 2AUOUHHUMU HEUPOHHUMU Mepexcamu 04151 hopMy8aHHs KOMNAEKCHOI NpO2HOCMUYHOI Mode.
3anponoHoeaHutl nioxid dae amozy epaxosygamu cKAAOHI HEeAIHITHI 3a/1eXCHOCMI Mixc 03HAKAMU, U0 3HAYHO Nid8UWYE MOY-
HICMb NPO2HO3Y8AHHS Yy NOPIGHAHHI 3 mpaduyitiHumu cmamucmuyHumu memodamu. Pospob6aeHa modesb makodic 3abe3ne-
uye mMoxcausicme idenmudgpikayii karouogux gpakmopis, ki enauearome Ha 3a/ay4eHHs: ma giomik Kopucmyeadis, Wo cnpusie
@dopMyeaHH0 nepcoHaiz308aHux cmpameziili 83aemo0ii 3 epasysimu.

BucHosKu. [IposedeHi ekcnepumeHmu nokasa/au, o 3anponoHo8aHa mMoodeab 3abe3nevye nidguujeHHs: mo4Hocmi npo-
2Ho3y8aHHs Ha 12-18% y nopieHsaHHi 3 KaacuuHuMu nidxodamu. Ompumari peayassmamu deMoOHCMPYrMb NPAKMUYHY edek-
MueHicMb BUKOPUCMAHHS MAWUHHO20 HABYAHHS 0151 AHA13y N0BeJIHKU 2pasyis, 003801510Mb NPO2HO3y8amu pu3uk 8idmo-
Ky, popmysamu iH0ugidyasvHi pekomeHdayii, adanmysamu izposuil KoHmeHm nid kopucmyeauie i 3HUNCY8amMu eKOHOMIYHI
empamu po3po6HUKIS. 3anponoHO8AHA cucmema Moxce cmamu 0CHO80K 0151 CMBOPEHHs IHMeAeKMyaabHUX AHAATMUYHUX
MO0QY/i8 Yy CYy4acHUX MOGIAbHUX iepax, wo nidmeepdxcye ii Haykosy U npukAadHy YiHHICMb.

Katouoei cnoea: nogedinka epasyie, Mo6IiabHI i2pu, MaQWUHHe HABYAHHS], NPO2HO3YBAHHS, HEUPOHHI Mepedcl, aHcambaesi
Memoou.

Ganna ZAVHORODNIA, Valerii ZAVHORODNII. PLAYER BEHAVIOR PREDICTION MODEL IN MOBILE
GAMES BASED ON MACHINE LEARNING

Abstract. In the modern mobile gaming industry, accurate prediction of player behavior is an important aspect for
improving user retention, optimizing gameplay mechanics, personalizing content, and enhancing marketing efficiency. With
the growing competition and the massive volume of player data, the application of machine learning methods for automated
behavior analysis and prediction has become increasingly relevant and strategically significant.

Objective. The purpose of this study is to develop an effective model for predicting player behavior in mobile games using
advanced machine learning algorithms. The proposed model aims to determine the probability of player churn, predict in-game
activity and level completion, as well as assess potential engagement in in-game transactions and responses to gamified stimuli.

Methodology. The research is based on the analysis of a large set of anonymized behavioral data collected from players,
including session duration, login frequency, number of actions performed, task completion rate, in-game purchases, inactivity periods,
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and other behavioral metrics. To construct and compare prediction models, several algorithms were applied: Logistic Regression,
K-Nearest Neighbors, Random Forest, Gradient Boosting, and multilayer neural networks. Comparative evaluation of their accuracy
and F1-score made it possible to identify the most efficient model for predicting user behavior patterns with high precision.

Scientific novelty. The novelty of this research lies in the integration of behavioral metrics with modern ensemble learning
algorithms and deep neural networks to form a comprehensive predictive model. This approach enables the capture of complex
nonlinear dependencies between player characteristics, providing a significant accuracy improvement over traditional
statistical and baseline machine learning models. The developed system also allows identifying the key factors influencing user
engagement and churn, which supports the creation of personalized retention and re-engagement strategies.

Conclusions. The experimental results demonstrate that the proposed model increases prediction accuracy by 12-18%
compared to classical approaches. The model effectively identifies high-risk players, predicts engagement dynamics, and
evaluates the efficiency of personalized in-game offers and retention strategies. The research findings can be applied by mobile
game developers to improve player retention, reduce churn rates, and create adaptive gaming experiences tailored to individual
behavior patterns. Therefore, the study contributes both to the academic field of game analytics and to practical applications
in the modern mobile gaming industry.

Key words: player behavior, mobile games, machine learning, prediction, neural networks, ensemble methods.

IlocTaHoBKa npo6JsieMu. [loBeiHKa rpaBLiB y MOGIMIbHUX irpax € KJIIOYOBUM (PAKTOPOM YCIiIIHOCTI
irpoBUX NMPOEKTIB, EKOHOMIYHUX MMOKAa3HUKIB PO3POOHUKIB Ta piBHA yTpUMaHHSA KopucTyBauiB [5; 14]. Y cy-
yacHil iHAycTpil MOGITbHUX irop yTpUMaHHS aKTUBHOI ayAUTOpii € CTpaTerivyHUM 3aBJJaHHAM, OCKIJIbKY Ha-
BiTh HE3HAYHA BTPATa KOPHUCTYBauyiB MPU3BOAUTH /0 CYTTEBUX EKOHOMIYHUX BTPAT Ta 3HWKEHHS epEeKTHUB-
HOCTi MapKeTHHIOBUX KaMmnaHil [1; 2; 4].

TouyHe NpOrHo3yBaHHA IOBEAIHKU I'PaBLiB J03BOJISE BUPIIIYBATU HU3KY IIPAKTUYHUX 3aB/jAHb:

- IPOTHO3YBaHHA Bi/ITOKY KOPUCTYBauiB - iZleHTHdiKalid rpaBIiB i3 BUCOKUM PHU3UKOM BiZIXOAy Aa€ 3MO-
I'y 3aCTOCOBYBATH yTPUMYI04i MexaHiKH, Taki Sk 60HyCH, TepCcoHa/i30BaHi 3aBlaHHs Ta CTUMYJH [3; 6].

- IepcoHaJlisalia irpoBoro AOCBiAY — 3HaHHA NIOBe/IHKOBUX NIATEPHIB JO3BOJIAE aAaNTyBaTH CKJIAJHICTb
piBHIB, IPONIOHYBATH pesieBaHTHI BHYTPILIHbOIrPOBi MOKYIKHK Ta MiABULIYBATH 3aJy4eHHs [3; 7];

- onTHMi3aliga MOHeTH3alil — NPOrHO3yBaHHA aKTUBHOCTI I'paBLiB /03BOJII€ BU3HAYaTH NMOTEHLIHHUX
«MOKyMNIiB» i Hali/II0BaTH Mpomno3uii [2; 9; 12].

CxJiagHicTh MP06JIEMH 3yMOBJIEHA BEJIMKOIO BapiaTUBHICTIO MOBEAIHKH KOPUCTYBAUiB i YMCJAEHHICTIO 03HAK,
1110 BIJIMBAIOTh HA aKTHUBHICTb, BK/IIOYHO 3 TPUBAJICTIO CECil, YaCTOTOIO BXO/iB, piBHEM 3aBepllIeHHs 3aB/iaHb Ta
BHyTpilIHBOIrpoBUMH nokynkamu [10; 11; 15]. TpaguuifHi cTaTUCTHYHI METOAM He 3aBXK/AM 3/IaTHI MO/IEJIIOBATH
CKJIaZ{HI HesTiHiHI B3aEMO3B’SI3KHM Ta BPAax0BYBATH BUCOKY AUHAMIKy nmoBefiHku [13; 17].

Cy4acHi miixo/i¥ JeMOHCTPYIOTb, 1110 IPOLe[ypHi aJITOPUTMH Ta aBTOMaTU4YHA IreHepaliiss KOHTEHTY J03BOJIS-
I0Tb 3/IallTyBaTH I'py MiJ] MOBEAIHKY KOPUCTYBAYiB i MiIBUIIYIOTh 3a/1y4eHHs [1; 3; 4]. MaTeMaTHiHe Mo/ie/IIOBaH-
Hsl Ta GOpMaJIbHI METO/IM IOC/I/KeHHs 3a0e31e4yI0Th TOYHY OL[iHKY BIJINBY OKPEMHX 03HAK Ha MIOBE/[iHKY IpaB-
uiB [2-4]. Kpim Toro, 3acTocyBaHHS1 METO/iB MallIMHHOI'O HAaBYaHHS Ta HEMPOHHUX MEPEX /A€ 3MOT'Y BUABJISATH
MTPUXOBaHi B3aEMO3B’sI3KK Mi>XK 03HAaKaMH, 1110 iCTOTHO IiABUIIY€E TOYHICTb MPOTHO3IB [5; 9; 14; 15].

TakuM YMHOM, aKTya/IbHICTb OC/TiPKEHHS 3yMOBJIEHA MOTPEOOI0 CTBOPEHHS CYYaCHHUX MO/IeJIEN TPOrHO3yBaH-
H$I IOBE/[IHKH I'PABIiB, 1[0 iHTErpy0Th MAllMHHE HAaBYaHHS, TOBEIHKOBI METPUKH Ta GOpMasIbHI METOU OLJHKH.
Po3po6ka Takux Mojiesiel 103BosIsIE eQEKTUBHO NepeioadaTH BifTiK, ONTUMi3yBaTH IEPCOHAJI3alliI0 KOHTEHTY Ta
MOKPAIyBaTH B3aEMO/I0 3 KOPUCTYBaYaMH, 1110 € BAXKJIMBUM aCIIEKTOM Cy4acHOi iHAyCTpil MOGIIBHUX irop.

Anani3 ocraHHIX gocaifpkeHb i nmy6sikanii. CydacHi HayKoBi AOC/TiKEHHS CBij4aTh NMPo 3HAYHY edek-
TUBHICTb 3aCTOCYBaHHsI MAalIMHHOTO HaBYaHHs, HEUPOHHUX MepeX Ta aHCaMOJIeBUX METO/IB /i1 MPOTHO3Y-
BaHHS MOBE/iHKY IrpaBLiB y MOGiIbHUX irpax. Bukopucranus Deep Reinforcement Learning Ta iHIINX aaropuT-
MiB [103BOJISIE MO/IE/IIOBATH Pi3Hi cTUi rpaBIiB i mepegbadartH ix Ail y crpareriyHux irpax [5]. ABToMaTH3aLis
TeCTyBaHHS IrPOBUX MEXaHIK i3 3aCTOCYBaHHAM IUTY4YHOTO iHTeJIEeKTY Z03BOJISIE ONTUMI3yBaTH iIrpOBUH MpoO-
1[eC Ta MiJBUILYBAaTH TOYHICTb MporHo3is [14; 11]. Jocsi/pkeHHS OCTaHHIX POKiB €MOHCTPYIOTh YCHillIHE 3a-
CTOCYBAaHHA NIPOLIeyPHUX a/ITOPUTMIB )i afanTayil KOHTEHTY I KOpUCTyBaya, 110 MiZBUIYE piBeHb 3a1y-
YeHHs Ta 3MeHIuye BifTik [1; 3; 6; 7]. MaTemMaTn4yHe MoZeI0BaHHsA ¥ GOPMaTbHUX METOAAX JOCTIPKEHHS J]a€
3MOTY OIIIHIOBATH BIUIMB KOHKPETHHX O3HAK Ha NMOBE/iHKY I'PaBIiiB i BU3HAYATH K/II0YOBi paKTOPHU aKTUBHOC-
Ti [2-4]. CTBOpeHHS IITYYHUX TEKCTYP i CKJIaIHUX irpOBUX CcepesoBUIL 3a6e3Medye peasiCTUIHy CUMYJISLi0
irpoBHX YMOB Ta Z103B0JISIE TECTYBATHU MOBE/IHKY KOPUCTYBAYiB y pi3sHUX cueHapisx [3; 12].

Tako BaXKJIMBUM HAIpPsSIMOM € BUKOPHUCTAHHS METO/[iB MOLIYKY aHOMaJIil s ifeHTrdikanii rpaBuis i3
HeCTaH/JAPTHOIO MOBE/IIHKOIO, 1110 YAaCTO KOPEJIIOE 3 PU3UKOM BiATOKY [3; 9; 15]. 3acTocyBaHHS aHCAaMbGIeBUX
Mozenelt Random Forest i Gradient Boosting pa3oM i3 HEHPOHHUMHU MepeXaMHU MiZIBUILY€E TOYHICTb TPOTHO3Y-
BaHHA Ta iHTEPNPETOBaHICTh pe3yabTaTiB [5; 2; 14; 15].

OxpeMi focC/aiykeHHA NPUCBAYEHI NPOrHO3yBAaHHIO YTPUMAaHHA Ta 3a/y4Ye€HOCTi KOPUCTYBadiB i3 BUKO-
PUCTAaHHAM MAIIMHHOI'O HaBYaHHA, BK/IIOYAIOYU COLia/IbHI Mepexi Ta aHaJli3 BeJIMKUX JAaHHUX, 110 J03BOJIAE
OTPUMYBAaTH GiJIbIII THYYKi Ta afalTUBHI MoJei moBeiHku [8-10; 13; 16-18].
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TakuM 4MHOM, iHTerpanisa NoBeAiHKOBUX MeTPHUK, NPOLEeAYPHUX aJCOPUTMIB, MAaTEMaTUYHOTO MOJEJI0-
BaHHA Ta Cy4yaCHHUX aJTOPUTMIB MallMHHOTO HaBYaHHS € HaW6i/ibil ePEeKTUBHUM MiJIX0/0M /151 HPOTHO3Y-
BaHHA NOBEJIHKHM I'paBLiB ¥ M06inbHUX irpax. [IpoTe icHye moTpeba y mojasbiioMy MiJBUILEHHI TOYHOCTI
Mo/iesieH, OLiHIIi IX iIHTepIPeTOBAaHOCTI Ta po3po61ii MPAaKTUIHHUX PEKOMeHAALiH 1151 pO3POOHUKIB irop.

MeToto jlaHOro AocipkeHHsI € po3po6ka epeKTHBHOI MOo/iesli MPOrHO3yBaHHS NMOBE/IHKHU IPaBIiiB y Mo-
0iTbHUX irpax Ha OCHOBi Cy4aCHUX METO/[iB MAIIMHHOTO HaBYaHHs, SIKa J03BOJISIE BU3HAYATH UMOBIpHIiCTh
BIZITOKY, OLIiHIOBAaTH aKTUBHICTb Ta 3a/Iy4eHHs KOPUCTYBAuiB, IPOrHO3yBaTH 3aBepLIEHHA PIBHIB, a TaK0X
niATPUMyBaTH NepcoHaJsi3alilo irpoBoro JoCBify Ta miBUILyBaTH ePeKTUBHICTb MapKETUHIOBUX CTpaTe-
rifi po3po6HHUKIB.

BukJ/ias, 0CHOBHOro MaTepiajy gociaifkeHHs. JlociifpkeHHs 6a3yeThCsl HA BEJUKOMY Habopi aHOHIMI-
30BaHUX JIaHUX MOBEAIHKYU I'PaBIiB MOGiJbHUX irop, mo Bk/ao4Yae 50 000 3anwuciB 3a nepiog 6 micsiiB. Oc-
HOBHI O3HaKHU:

- session_duration - TpuBaicTh irpoBoi cecii;

- actions_per_session — KiJIbKICTb [iid TpaBLs B OJHIH cecii;

- levels_completed - kinbKicTb 3aBeplIeHUX PiBHIB;

- login_frequency - yacTtoTa BXOZiB y rpy;

- in_game_purchases - KiJbKiCTb BHyTPilTHbOIrPOBUX MOKYTIOK;

- days_since_last_login — KibKiCTb IHIB 3 0CTaHHBOT'O BXOJY;

- churn - ninpoBa 3MiHHa (1 - BiATiK rpaBus, 0 - aKTUBHUH IpaBeLb).

Habip jaHHX [103BOJISIE OL[iHUTH MOBEAIHKY KOPHUCTYBAYiB 3 PI3HUX TOYOK 30pYy: aKTUBHICTh, 3aBEpILEHHS PiB-
HiB, EKOHOMIYHY aKTUBHICTb Ta PU3UK BiATOKY. AHa/Ii3 TaKUX JJAHUX JI03BOJISIE PO3POOUTH NMPOTHO3HY MOJEJb,
fAKa BPaxXxOBYE K IHAUBIya/IbHI NaTepHU IPaBlid, TaK | 3arajibHi TEHAEHIiI OBE/IHKU B IrpOBOMY CepeOBHUILI].

MeToau mociipkeHHs 06paHi TAKUM YHMHOM, 1106 MaKCHMalbHO €PeKTHBHO NMPOrHO3YBATH NMOBEJIHKY
rpaBLiB y MOGiJIbHUX irpax Ha OCHOBi BeJIMKHUX i pi3HOpiHUX AaHUX. BUKOpHUCTaHHA METOZiB MalIMHHOIO
HaBYaHHS J]03BOJISIE MOJEJIFOBATU CKJIaZHI B3a€EMO3B’sI3KH Mi>XK 03HaKaMU Ta BUSIBJISAITH MaTePHU MOBEIiHKH,
SIKI HEMOXKJIMBO TOYHO OLLiIHUTH TPAJULIMHUMU CTATUCTUYHUMHU METOJaMU.

Etan nonepeaHboi 06p06KY JaHUX BKJIIOYAE BCi Ail, CIpsIMOBaHi HA MiATOTOBKY CUPUX JAHUX 10 MaIllUH-
HOT0 HaBYaHHS. ¥ M0oOIIbHUX irpax JaHi rpaBIjiB 3a3BU4all € HECTPYKTYPOBAHUMHU a60 HEMOBHUMH, MiCTATD
MPOIMYCKHY, 3 03HAKU MaKTh Pi3Hi MacmITa6u.

3aB/iaHHA nonepeHbOI 06PO6KHU:

- HOpMaJli3aljist — MPUBOJUTD YCi YMCJIOBI 03HAKH /10 OZHOr'0 MAcCUITA0y, [06 aJIfTOPUTMU HaBYaHHS Mpa-
LI0BAJIU KOPEKTHO;

- 3aIIOBHEHHS NPOMYCKiB - 3ano6irae BTpaTi JJaHUX i TOMUJIKAM y HaBYaHHi;

- KOZIyBaHHS KaTeropiiHux 3MiHHUX (one-hot encoding) — 103BOJISIE TIEPETBOPUTH TEKCTOBI 260 JUCKpET-
Hi 03HAaKM Y 4UCJI0Bi popMaTH, 3p03yMiJii airopuT™Mam;

- pO3MOoJiJM Ha TPeHyBaJIbHY Ta TECTOBY BUOIPKU — 3a6e31e4ye nepeBipKy TOUHOCTI MoZieJli Ha He3aJlex-
HUX JIaHUX i 3a11006irae nepeHaBYaHHIO.

[lepmiuii Kpok - migroroBka JaHux. [yis migBuineHHs cTabisbHOCTI Mozesel 3actocoBaHo Min-Max
HOpMaJli3arjim: x—x,

X' =———min_ (D
Xonax ™ Xomin
Jle: X — [104YaTKOBe 3Ha4YeHHS 03HaKU;

X,;, — MiHIMaJIbHe 3HaUYeHHsI 03HAKH B HA6Opi JaHUX;

X, —MaKCHUMaJIbHe 3HaYeHHs 03HaKU B Ha6opi aHUX;

x' - HopMaJi3oBaHe 3HaYEeHHS.

BiacyTHi 3HauyeHHsI 3aMOBHIOBAJIMChb CepeJHIM 3a o3Hakow. KaTeropiasbHi 3MiHHI Oy/siM NepeTBOpeHi
B one-hot encoding. [laHi po3/ijiieHO Ha TPeHYBaJIbHY Ta TeCTOBY BUGipkH y cniBBigHOMEHH] 80/20.

[licnst mMATOTOBKU J@aHUX HACTYIHUM KPOKOM 6YB BHGIp aJirOPUTMIB MAIIMHHOTO HAaBYaHHS, 3/]JaTHUX
epeKTHBHO MPOTHO3YBATH NMOBEAIHKY rPaBIiB. Y 11bOMY A0C/Ii/PKeHH] 6y/10 06paHO TPH KJIacCH MOJesen:

1. AHcamb6sieBi MeToau (Random Forest, Gradient Boosting):

- I03BOJIMJIM BPaXOBYBaTHU CKJIA/IHi HeJTiHIHI B3aEMO3B I3KM Mi>K 03HAKaMU;

- MiIBULIUJIM CTA0IIbHICTh MPOTHO3iB 32 PaxXyHOK 06'€JHaHHS KiJIbKOX JlepeB PillleHb;

- a1 MOXJIMBICTb OLIHHUTH BAXKJUBICTb O3HAK, IO OYJIO0 BAXKJWBHUM [IJI iHTepHpeTallii MmoBeJiHKH
rpaBLiB;

2. HeiiponHa mepexa (MLP):

- Jlajia 3MOTy MOJIeJIIOBATH 1€ CKJIAJHILII 3aJIe)KHOCTI Mi>K 03HaKaMHM, BKJIIOYal04YX B3aEMOJI], [0 He oYe-
BU/HI IpU JIiHIKHOMY aHaJi3i;
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- 06pe mpalfloBasia 3 BEJTUKOI0 KiJIbKICTI0O 03HAK 1 BEJIMKOIO KiJIbKICTIO TaHUX;

- MiBULIMJIA TOYHICTh NPOTHO3Y, 0COGJIMBO MPHU 06pO6Ii MOBEeAIHKOBUX MaTEPHIB I'PaBLiB 3 BHUCOKOIO
BapiaTUBHICTIO.

1 mo6yi0BY Moz i MPOTHO3yBaHHSA MOBEiHKY IPaBI[iB BUKOPUCTAHO TPHU MiX0AU:

1. Random Forest (RF) - aHcaM0J1b ZiepeB pillleHb, IKUH [{03BOJISIE BPaXOBYBATH HeJIiHIHHI B3aEMO3B’SI3KH
MiXK 03HAaKaMH Ta 3HWKYE PU3UK NepeHaBYaHHs. OcTaTo4YHe pillleHHS BU3HAYA€ThCA O1bLIICTIO JlepeB:

y = mode({hy (x), hz (x), ..., hy (x),}), (2)

Ae: h(x) - nepeAbayeHHs i -ro iepeBa;
n - KiJIbKICTb JlepeB y aHCaMOJTi;
Yy - ocTaTo4He nepesi6ayeHe 3HaYEHHS.
2. Gradient Boosting (GBM) - iTepaTruBHe O6YAyBaHHs JlepeB 3 MeTOl0 MiHiMizauii pyHKLii BTpaT:

M = $m=1 4 p. b, (x) (3)

Je: 0m— POTrHO3 Ha iTepawii m;

$0m-1 — IPOTHO3 IonepeHbOI iTeparii;

v - WIBU/IKiCTb HaBYaHH4 (learning rate);

h,(x) - nepeBo-perpecop Ha iteparii m;

X - BXiZlHi O3HaKHU.

3. Heliponna mepexa (NN) - 6araTouiapoByUil meprenTpoH 3 BOMa NPUXOBAaHUMH IlIapaMH Ta aKTUBalli-
€10 ReLU. BuxifjHU# 1map i3 CUrMoi/j010 IPOrHO3y€e UMOBIPHICTb BiZTOKY:

9 =o0(W,-ReLUW,X + by) + b,), (4)
ne: X - BXiJHI 03HaKU;

W,,W, — MaTpuL|i Bar neplioro Ta pyroro apis;

b,,b, — BeKTOpHU 3MillleHHS;

RelLU - QyHKLif aKTHBaLlii;

G - cUrMoifiHa QYHKILis;

j - mporHo3oBaHa HMOBIpHICTb BiATOKY.

[loenHaHHS aHCcaMOJieBUX METOAIB Ta HEMPOHHUX MepexX J03BOJIMJIO BPaxyBaTH K CKJAJHI HesliHiNHI
B3a€EMO3B’I3KH, TaK i pi3HOMaHITHI NaTepHU MOBEJiHKHY, 1[0 MiJBULIUJI0 TOYHICTb NPOTHO3iB Y MOPiBHAHHI
3 6a30BUMH MOJIeJISIMU, TAKUMH sIK JIOTiCTUYHA perpecis a6o KNN.

[licns BU3HAYeHHsI aJITOPUTMIB MEPEXOMMO 0 peasisarii Mojeseit y Python, fe ui Metoau 6yayTh 3a-
CTOCOBaHi /10 MiIrOTOBJIEHUX JIaHUX, i MOTIM OL[iHUTH IX ePpEeKTHUBHICTb Y NIPOrHO3yBaHHI NOBE/[IHKU I'PaBLiB.

[lepen 6e3mocepeHbOIO peasizalii€elo Mozesi O6y/o NMPOBeJEHO aHasli3 BaXK/JIMBOCTI 03HAK, 1[0 MMOKa3aB
HaKlOI/NbIIMK BMJIMB HAa WMOBIPHICTb BiATOKY IrpaBls y TaKUX IOKa3HUKax: days_since_last login, session_
duration, login_frequency. s inpopmarisi 103BOJISIE iHTepNpeTyBaTH Pe3yJbTaTH MO/eJli i BU3HAYUTH KJIIO-
4yoBi pakTOpU MoBeiHKYU rpaBis. [asi 6yso peasizoBaHo Mogesii B Python, 10 BKJIIOYAJIO MiATOTOBKY JaHUX,
HOpMaJi3allito, HaB4aHHs MoJieJiell i OLliHKY TOYHOCTi:

# 3aBaHTa)KeHHSs Ta Mi/IrOTOBKA JaHUX

data = pd.read_csv("player_data.csv")

X = data.drop('churn’, axis=1)

y = data['churn’]

scaler = MinMaxScaler()

X_scaled = scaler.fit_transform(X)

X_train, X_test, y_train, y_test = train_test_split(X_scaled, y, test_size=0.2, random_state=42)

# Ininianizania mogenen

rf = RandomForestClassifier(n_estimators=100, random_state=42)

gbm = GradientBoostingClassifier(n_estimators=100, learning_rate=0.1, random_state=42)

nn = MLPClassifier(hidden_layer_sizes=(32,16), max_iter=300, random_state=42)

# HaBuaHHda Mozesiel

rf.fit(X_train, y_train)

gbm.fit(X_train, y_train)

nn.fit(X_train, y_train)

Mogeni HaBYanucA Ha MiATOTOBJIEHUX JJaHUX, NicJ1s1 HABYaHHS IPOBOAU/IOCS NPOrHO3YBaHHS Ha TeCTOBIN
BUOip1i Ta ouiHka pe3ysbTaTiB. Pe3ysibTaTy HaBeeHi y Tadsuni 1.
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Tabaung 1
IlopiBHAHHS TOYHOCTI MoAeeil
Moaenb Accuracy, % F1-Score
Logistic Regression 0.76 0.74
KNN 0.78 0.76
Random Forest 0.86 0.84
Gradient Boosting 0.87 0.85
Neural Network 0.88 0.86

bazosi mogeni (Logistic Regression Ta KNN) nmpoieMOHCTPYBa/IM HAMHKYY TOYHICTb, 1[0 TOB’SI3aHO 3 iX
00MEXXeHO0 3/TaTHICTI0 MOZIE/IIOBATH CKJIA[HI HesTiHiHI B3a€EMO3B’I3KU Mi>K 03HAKaMH Ta BpaXOBYBaTH IPHU-
XOBaHI MOBEIHKOBI MaTepHU KOPUCTYBayiB.

AHcam6.1eBi MeTonu (Random Forest Ta Gradient Boosting) 3Ha4YHO MOKPAIUJIX TOYHICTb MPOTHO3YBaHHS,
110 CBIAYMTH MPO iXHIO eHeKTUBHICTb Y BpaxyBaHHI CKJIaJIHUX B3a€EMO3B’sI3KiB Mi>k 03HAaKaMH Ta MiABUIIeHHi
cTabisibHOCTI Mozesiel. BOHU 103BOJIIFOTH OIiHUTH BaXKJIMBICTb 03HAK, 1[0 BaXKJIMBO JJIs iHTepIipeTarii mo-
BeJliHKH rpaBLiB.

HelipoHHa Mepexa 3a6e3neynsia HaWBHUILY TOYHICTb Cepef| yCiX MPOTECTOBAaHUX METO/AIB, L0 MiATBEp-
JIMJI0 3[aTHICTh IIMOMHHOTO HAaBYaHHS 3aXOIJIIOBATH HeJIiHIMHI B3a€MO3B’I3KH, aZlaTyBAaTHUCS [0 Pi3HUX
THUIIB OBEAIHKH Ta BUABJIATH IIPUXOBAaHI IaTEePHU aKTUBHOCTI KOPUCTYBAYiB, AKiI KJACU4YHI MeTOLHU He MO-
KYTb BpaxyBaTH.

Y nopiBHAHHI 3 ICHYHOYUMHU KJIACUYHHMMU MOJEJNAMHU NPOTHO3yBaHHSA NMOBEJIiHKU TPaBIiiB, 3allpONOHO-
BaHUH MiJXiJ AEMOHCTpPYE MiJIBULEHHS TOYHOCTI Ha 12-18%, 10 € 3HAaYHUM MOKpalLleHHAM JJig 3aBJaHb
yTPUMaHHS TpaBIiiB Ta oNTUMi3alii irpoBoro mpoiecy. 3afporIoOHOBaHa MO/Ie/Ib TAKOXK 3a0e3Medye rnbie
po3yMiHHs $aKTOpiB BIIMBY Ha NMOBEJiHKY KOPHUCTYBauiB, J03B0JIsIE BUSHAYUTHU KJIOYOBi NOKa3HUKH PU3U-
Ky BITOKy Ta IPOTHO3yBaTH piBeHb 3a/lyYeHHS Ha Pi3HUX eTanax irpoBoro npouecy. 3aBAAK1 BUCOKIH TOU-
HOCTi IPOrHO3yBaHHS PO3POGHUKH MOGI/IbHUX irop MOXYTh:

- epe/0avyaTH PU3UK BiATOKY rpaBIis Ta BYACHO 3aCTOCOBYBATH YTPUMYIOUi MEXaHIKH;

- [lepCcoHaJsIi3yBaTH irpoBUM JOCBi/ AJid MiJIBUILLEHHS 3a/IyYeHHs Ta 3a/10BOJIEHOCTI KOPUCTYBaYiB;

— ONTUMI3yBaTU MapKeTUHIOBI KaMIlaHil Ta BHYTPILIHbOIrPOBI aKIii, CHUPalYUCh HA MOBEIiHKOBI NaTep-
HY I'paBliB;

- 3HW>KYBaTH €eKOHOMIYHI BTPATH BiJ BiATOKY ayAMUTOPil 32 paXyHOK CBOEYACHUX aHAJITUYHHUX PillleHb.

[licna oTprMaHHA NPOTHO3iB NPOBEEHO NEePEBIPKY CTATUCTUYHOI 3HAYYILOCTI pe3y/bTaTiB, [0 MiATBEp-
JIUJI0 CTaGibHICTE MOZesTi Ta 1l NPUAATHICTD A/ BUKOPUCTAHHS B peaJlbHUX YMOBaxX MOGIJIbHOTO TeHMiHTY.
TakyM YMHOM, 3alIPOMOHOBAHMH MiJIXiA He JIKIle MiZBUINYE TOYHICTb MPOTHO3iB, a i 3a6e3Mevye NPaKTUIHY
KOPHCTB JIJIs PO3POOHUKIB Ta aHAITUKIB MOOGIIbHUX irop.

BHCHOBKMH. Y po60Ti po3p0o6JiIeHO MO/iesIb IPOTHO3YBaHHS MOBEAIHKHU rPaBliB y MOOIJIbBHUX irpax Ha oc-
HOBi MeTO/liB MalIMHHOTO HaBYaHHs, siKa iHTerpye aHcaMb6JieBi aJiTOPUTMH Ta HeHPoHHI Mepexi. OCHOBHI
HAyKOBI Ta MPaKTWU4HI pe3yJIbTaTH JOCTIPKEHH:

- MOKa3aHo, 1[0 KOMIJIEKCHUH MiJXi/| i3 BUKOPUCTaHHAM Pi3HUX MoZiesiell MallMHHOTO HaBYaHHA [J03BO-
JIsiE BpaXOBYBAaTH HeJIiHIMHI B3aEMO3B’I3KM MK MOBEIiIHKOBUMH O3HAKaMH Ta MPUXOBaHi MaTepHU aKTHB-
HOCTi KOpUCTYBauiB;

- MoJieJib JITa€ 3MOT'Y OIiHIOBaTH BIUIMB GpaKTOpPiB Ha MOBEiHKY IPaBIIiB;

- 3aIpONOHOBaHEe TO€EJHAHHA KJacHdiKamiiHUX aJropuTMIB [J103BOJIsIE €PEKTUBHO OOGPOOGJISATH Be-
JINKi 006CATH aHOHIMi30BaHMX JAaHUX T'PaBI[iB Ta aZalTyBaTH MPOTHO3HY MOJeJb Wi pi3Hi TUMH irpoBUX
CLieHapiiB;

- MpaKTU4YHA 3HAYUMICTb MOJIATAE y MOXJIMBOCTI BUKOPUCTAHHS MoJeJsi AJiA MOKpallleHHS B3aeEMOJl
3 KOpUCTYBayaMHM, ONTHUMi3alii MapKeTHUHIOBUX CTpaTerii, MJaHyBaHHsS BHYTPILIHbOITPOBUX 3ax0[iB Ta
3MeHILIeHHs eKOHOMIYHUX BTpaT yepe3 BiATiK rpaBIiiB.

[lepcrieKTUBU NMOJAJNBUIMX AOCIIPKEHb BK/IOYAIOTh: IHTerpanio JoAaTKOBUX MOBEJIHKOBUX METPHUK Ta
KOHTEKCTHHUX O3HaK JJIs MiJIBULIeHHSI THYYKOCTI MOJIeJi; AOC/IiIPKeHHsI GiJbIIl CKJIaJHUX apXiTEKTyp Heu-
POHHUX MepeX Ta ribpUAHUX MOJeJseH, 0 MOEAHYIOTh IMIMOMHHE HaBYaHHS 3 aHCAMO6JIEBUMU MeTO/laMHy;
pO3pO0OKY aJaNTUBHUX MPOILeAYPHUX aJrOPUTMIB AJIs1 AMHAMIYHOI epcoHasti3allii irpoBoro KOHTEHTY B pe-
aJIbHOMY 4aci.
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