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Abstract: The essence of this work, which is an extension of the author’s previous research, is an
analysis of computational intelligence algorithms that the support safe control of an autonomous
object moving in a large group of other autonomous objects. Linear and dynamic programming
methods with neural constraints on the process state, as well as positional and matrix game methods,
were used to synthesize computational algorithms for the safe trajectory of one’s own object. The aim
of the comparative analysis of intelligent computational methods for the safe trajectory of an object
was to show, through their use, the possibility of taking into account the risk of collision resulting
from both the degree of cooperation of objects while observing traffic laws and the impact of the
environment in the form of visibility and the complexity of the situation. Simulation tests of the
algorithms were carried out on the example of a real navigation situation of several dozen objects
passing each other at sea.
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1. Introduction

Safely controlling large numbers of autonomous objects is a complex and demanding
task that requires advanced design methods and technologies. Computational intelli-
gence plays a significant role in solving this problem by enabling the implementation of
effective object control algorithms. Thus, the following methods can be mentioned here:
artificial neural networks, game control, fuzzy control, swarm intelligence, evolutionary
programming, and multi-agent systems.

The development of the applications is presented in the following examples of compu-
tational intelligence methods for controlling various autonomous objects.

1.1. State of Knowledge

The analysis of the latest literature on the use of computational intelligence in the
control of autonomous objects was carried out in the following way. First, works in the
general scope of this topic were presented. Then, reference was made to works on specific
types of autonomous objects: robots, land and aerial vehicles and ships.

In terms of the general topic of artificial intelligence control of autonomous objects,
the following works can be mentioned.

In [1], Engel et al. present an intelligent control system for an autonomous object
with a two-layer structure—a reflective layer and a reactive layer. The applied multi-agent
adaptive fuzzy neural network combines low-level response with high-level reasoning and
intelligent control.

Bathla et al. [2] have compared various autonomous vehicle solutions with artificial
intelligence in the field of object detection, cybersecurity, and privacy. Autonomous trucks,
buses, passenger cars, shuttles, helicopters, rovers, and subway vehicles were considered.
The use of autonomous vehicles in supply chain management and the production process
was planned.
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In [3], Macrae deals with the analysis of the security of autonomous intelligent control
systems in terms of sociotechnical sources of threat risk. For this purpose, five types of
sociotechnical risk were formulated—structural, organizational, technological, epistemic,
and cultural.

In [4], Tselentis et al. proposed the use of artificial intelligence methods to improve
the traffic safety of road, railway, sea, and air facilities. For this purpose, they analyze
statistical and econometric methods, algorithmic methods, classification and grouping,
artificial neural networks, and optimization.

More and more work is being conducted on the use of artificial intelligence in robotics.
Xin in [5] improves the process of tracking multiple robots or vehicles in terms of

improving precision and matching in the data association stage. They achieve this by
calculating a tracking cost matrix that takes into account both the distance matrix and the
position of moving targets and using a bidirectional recurrent neural network.

Razmjooei et al. [6] present a synthesis of finite-time sliding-mode position tracking
control of a robot based on a time-varying perturbation observer.

Lee et al. [7] reduced the number of robot collisions by applying its training during
the demonstration, thus obtaining a better support estimate to determine the policy of
switching the robot away from the support boundary if it drifts close.

In [8], Azar and Koubaa propose the use of machine learning and deep learning
artificial intelligence to build advanced robotics capable of performing many complex tasks
and learning new challenges with better perception of the environment, which will lead to
the implementation of control tasks with a response similar to that of human vision when
detecting or recognizing other objects.

In [9], Soori et al. analyze the research and the increase in the efficiency of robots in
land- and air-transport applications and assembly in production through the use of artificial
intelligence, machine learning, and deep learning techniques.

However, most of the work concerns the use of artificial intelligence for autonomous
vehicle control.

In [10], Schwarting et al. emphasize the great importance of machine learning in the
integrated perception and planning of the movement of autonomous vehicles; in their
work, they take into account the verification and safety of the control process.

In [11], Ma et al. analyze the use of artificial intelligence in the operation of autonomous
vehicles in the fields of perception, location, mapping, and control. This use of artificial
intelligence has resulted in high-resolution maps, big data, high-performance computing,
and 5G communications.

In [12], Priyanka et al. characterize the role of artificial intelligence in the design of
autonomous vehicles, with a particular emphasis on advanced sensor technology and
control algorithms that are resistant to environmental changes.

In [13], Alabdulkreem et al. developed a computational intelligence algorithm for
identifying and classifying such static and dynamic objects as pedestrians and vehicles,
using the wild horse optimization method.

In [14], Naz et al. describe artificial intelligence algorithms for the perception, route
planning, and traffic control of autonomous vehicles, with the aim of increasing their
performance in complex environments.

In [15], Ming presents a fuzzy control algorithm for an autonomous vehicle along with
a neural network algorithm for identifying changes in the immediate environment.

In [16], Sana et al. show that the use of machine learning and graphs in the synthesis
of autonomous vehicle control ensures the safety of the vehicle’s movement in unfavorable
weather conditions, intersections without signals, pedestrian crossings, roundabouts, and
various situations in which there is a threat of collisions.

Elements of computational intelligence are also used in the field of maritime au-
tonomous surface ship design.

In [17], Perera, taking into account the complex structure of the ship as a multi-
level control system, envisages the use of agent systems with distributed intelligence
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at individual decision-making levels. The decision support layer uses a deep learning
method to avoid ship collisions and takes into account the Convention on the International
Regulations for the Prevention of Collisions at Sea (COLREG).

In [18], Martelli et al. present an intelligent autonomous ship traffic system, which
consists of the following layers: the identification of the navigation situation and
collision avoidance; the coordination of the movement of many ships, while taking
into account environmental conditions; and the management of ship navigation in a
crowded water area.

In [19], Veitch and Alsos point out that the effective consideration of human interac-
tion with artificial intelligence requires significant interdisciplinary efforts with regard to
the reconciliation of productivity with safety, the technical limitations related to human
capabilities and expectations, and the autonomy of machine tasks with human control.

In [20], Guang et al. use the process of self-learning and continuous optimization to
implement an intelligent control system for a maritime autonomous surface ship. The basis
is the proximal policy optimization algorithm. The dynamics of an autonomous ship are
described by the first-order nonlinear Nomoto model. However, the penalty function for
exceeding the permissible distance between one ship and another ship or another obstacle
was adopted as an index of control quality.

In [21], Johansen et al. used the assessment of a current collision risk combined with
current information from the electronic navigation map to design an intelligent maritime
autonomous surface ship control system. In this design, a Bayesian belief network was
used as a risk model. The temporal logic method and Gaussian processes were used to
verify compliance with the autonomous ship traffic safety requirements.

The most interesting works are those in the field of intelligent multi-object control.
In [22], Yussupova et al. solve the problem of planning the routes of a group of objects, such
as trains, in an unknown environment consisting of the many obstacles on a construction
company site. A recursive algorithm was used to plan the path of the multi-connection
manipulator.

In [23], Arnold et al. performed a computer simulation of a multi-object swarm
algorithm of the control process of several dozen autonomous aerial robots that helped to
locate victims during the occurrence of a flooded-building disaster.

In [24], Kotenko and Stankevitch analyze the implementation of the task of controlling
the movement of a group of autonomous multi-objects, with particular emphasis on time
constraints. The considerations were related to the following applications: virtual football,
air combat operations, and computer hacker attacks.

In [25], Li et al. presented a multi-agent decision-making algorithm in air combat
situations involving multiple unmanned aerial vehicles in a cooperative game; they used
a decentralized, partially observable Markov decision process and a centrally learned
distributed control system structure.

In [26], Muzahid et al. present an algorithm which plans the anti-collision strategy
of multiple autonomous vehicles using a previously learned structure from an artificial
neural network.

In [27], Dey and Xu developed a multi-agent cooperative mixed-game algorithm
using distributed swarm control; the algorithm was supported by hierarchical learning.
However, in order to consider the cooperation of the group leaders and their followers, the
Stackelberg game model was used.

To sum up, the current literature does not present a comparison of the various compu-
tational intelligence methods for the safe control of large numbers of autonomous objects.
Therefore, the aim of the article is first to present the algorithms: the neural network, posi-
tion game, and risk game; then, a computer simulation of their operation using the example
of a navigation situation involving the passing of several dozen objects is presented; finally,
a comparative analysis is conducted with an optimization algorithm that does not use
artificial intelligence.
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1.2. Study Objectives

The research novelty of the work consists of the following:

• Synthesis of safe multi-object control algorithms in various degrees of object coopera-
tion and environment complexity, using appropriately selected optimization methods,
artificial intelligence, and game theory;

• Experimental comparative analysis of the effectiveness of methods using computa-
tional intelligence to determine the safe trajectories of many objects.

The results of the presented research will enable the use in practice of more effective
multi-object control algorithms that take into account both the degree of cooperation
between objects and the influence of the surrounding environment.

1.3. Article Content

First, the algorithms of safe multi-object control are presented. The next part presents
the developed algorithms: optimal control, the artificial neural network, and the positional
and risk games. Then, the results of the computer simulation of the computational intelli-
gence algorithms are presented; this presentation allows for their comparative assessment
with an algorithm without computational intelligence. The analysis of the research results
and the scope of further research are included in the conclusions.

2. Algorithms of Safe Multi-Object Control

The system structure of safe multi-object control is considered, as shown in Figure 1.
The current state of the multi-object autonomous anti-collision process control is monitored
by measuring devices such as radar, gyro, log, and GPS.
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Figure 1. Computational intelligence algorithms in a multi-object anti-collision control system:
xr(t) are real state variables; xm(t) are measured state variables; p(X,Y,t) is the optimal and safe
object trajectory.

The control process model is characterized by the simultaneous movement of many
objects in an environment of variable visibility with a varying degree of cooperation
between objects. These features of the control process can be taken into account by adapting
the appropriate methods of computational intelligence in the form of optimization, artificial
neural network, and game theory.

The essential part of the system comprises the computational intelligence algorithms
for the safe trajectory of the object: a neural network with dynamic programming, a coop-
erative and non-cooperative positional game, and cooperative and non-cooperative risk
games. For comparison purposes, an optimization algorithm without artificial intelligence
was used.

The process model assumes a multi-step implementation of object control from the
initial to the final state. The final state is determined by safely passing all the encountered
objects and returning to the initial course.
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The dynamics of the object are taken into account by taking the lead time of the course
change maneuver as its adjustment time, which is approximately equal to the value of the
three time constants of the object.

Individual algorithms differ in the way that they formulate the control objective func-
tion: from not taking into account changes in the courses and speeds of the encountered
objects (OPT algorithm), through assigning domains generated by an artificial neural
network (AI-NN algorithm) to the encountered objects, to taking into account the cooper-
ative strategies of the encountered objects (AI-PGc and AI-Gc algorithms) as well as the
non-cooperative strategies (AI-PGnc and AI-RGnc algorithms).

2.1. Algorithm of Optimal Control OPT

First, in order to assess the effects of the applied computational intelligence, the OPT
optimal control algorithm was formulated as a reference; this reference did not contain
elements of artificial intelligence.

It is assumed that the encountered objects j move with a constant course ψj and speed
Vj. The basis for the synthesis of individual safe multi-object control algorithms involves
first determining the sets of course and/or speed changes that ensure the safe passing of
the objects; these sets are presented in Figure 2.

Electronics 2024, 13, 780 5 of 21 
 

 

risk games. For comparison purposes, an optimization algorithm without artificial 
intelligence was used. 

The process model assumes a multi-step implementation of object control from the 
initial to the final state. The final state is determined by safely passing all the encountered 
objects and returning to the initial course. 

The dynamics of the object are taken into account by taking the lead time of the course 
change maneuver as its adjustment time, which is approximately equal to the value of the 
three time constants of the object. 

Individual algorithms differ in the way that they formulate the control objective 
function: from not taking into account changes in the courses and speeds of the 
encountered objects (OPT algorithm), through assigning domains generated by an 
artificial neural network (AI-NN algorithm) to the encountered objects, to taking into 
account the cooperative strategies of the encountered objects (AI-PGc and AI-Gc 
algorithms) as well as the non-cooperative strategies (AI-PGnc and AI-RGnc algorithms). 

2.1. Algorithm of Optimal Control OPT 
First, in order to assess the effects of the applied computational intelligence, the OPT 

optimal control algorithm was formulated as a reference; this reference did not contain 
elements of artificial intelligence. 

It is assumed that the encountered objects j move with a constant course ψj and speed 
Vj. The basis for the synthesis of individual safe multi-object control algorithms involves 
first determining the sets of course and/or speed changes that ensure the safe passing of 
the objects; these sets are presented in Figure 2. 

 
Figure 2. Determining the set P0 with a change in course to the port side and set S0 with a change 
in course to the starboard side or a reduction in speed of object 0 to maintain a safe passing distance 
Ds from object j. 

Object 0, moving with speed V0 and course ψ0 at a distance Dj and bearing Nj in 
relation to the encountered object j moving with speed Vj and course ψj, should pass it at 
a safe distance Ds. To achieve this, there are infinitely many possibilities of changing the 
course and speed from the set of permissible maneuvers to the port side of the P0 or to the 
starboard side of the S0; from this set, an optimal solution should be selected that ensures 
the maximum projection of the velocity vector in the given direction of movement of the 
object and leads to the smallest path losses during the safe avoidance of encountered 
objects [28]. 

Figure 2. Determining the set P0 with a change in course to the port side and set S0 with a change in
course to the starboard side or a reduction in speed of object 0 to maintain a safe passing distance Ds

from object j.

Object 0, moving with speed V0 and course ψ0 at a distance Dj and bearing Nj in
relation to the encountered object j moving with speed Vj and course ψj, should pass it
at a safe distance Ds. To achieve this, there are infinitely many possibilities of changing
the course and speed from the set of permissible maneuvers to the port side of the P0 or
to the starboard side of the S0; from this set, an optimal solution should be selected that
ensures the maximum projection of the velocity vector in the given direction of movement
of the object and leads to the smallest path losses during the safe avoidance of encountered
objects [28].

The optimization criterion is the lowest path loss during the safe passing of all j objects;
this is achieved with the maximum projection of the object’s velocity vector V0 in the given
direction x of its movement to the nearest turning point on the previously calculated path:

COPT = max
u0∈(P0,S0)

V0x → min s0 → mint0 (1)
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The minimum time criterion (1) leads to the achievement of a safe passing distance
Ds, first by changing the course of object 0 to the value ψ

opt,P0
0 to the port side, or ψ

opt,S0
0

to the starboard side in a manner which adequately meets the requirements of the right
of way. If this is not possible, the algorithm chooses to reduce the speed to the Vopt

0 value.
Simplex linear programming is used to optimize this control task, which limits the possible
solutions in the P0 and S0 linear sets:

aix + biy ≤ ci i = 1, . . . , I (2)

finds the optimal solution to ensure the minimum control quality index (1).
In this way, the following OPT algorithm for the optimal control of object 0 in relation

to a larger number of passing objects j is obtained, as in Figure 3, Algorithm 1.

Algorithm 1: Optimal Multi-Object Control Algorithm

BEGIN
1. Read Data: Nj, Dj, ψj, Vj, Ds
2. Step: k:=1
3. Object: j:=1
4. Determining limitations sets P0 and S0 in the form (2)
5. Calculation of the optimal: courses ψopt,P

0 , ψopt,S
0 and speed

Vopt
0 according to criterion (1)

IF not j = J THEN (j:=j + 1 and GOTO 4)
ELSE k:=K
IF not k = K THEN (k:=k + 1 and GOTO 3)
ELSE Plotting the optimal and safe trajectory of object 0

END
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2.2. Algorithm of Artificial Neural Network AI-NN

To consider the degree of danger of the movement of the passing objects j in each step
k in the calculation of the safe trajectory of object 0, they are assigned a hexagonal domain,
the size of which is shaped by a previously trained artificial neural network (Figure 4).
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A neural network was used here to estimate the risk of a collision with object j. The
estimate is a three-layer one-way artificial neural network with six neurons in the input
layer, three neurons in the hidden layer, and one neuron in the output layer. The neurons
in the input and hidden layers use a hyperbolic tangent activation function, and the output
layer neuron has a sigmoidal unipolar activation function [29].

The determination of the optimal trajectory of object 0 from among the many possible
safe trajectories that do not violate the moving neural areas of possible collisions with objects
j is treated as a multi-stage decision-making process. The Bellman dynamic programming
method was used to solve it, with a time-optimal optimization criterion:

CAI
NN = min

u∈(ψ0,V0)
C(x, u, t) → mint (3)

In this way, the following artificial neural network AI-NN algorithm for the optimal
and safe control of object 0 in relation to a larger number of passing objects j is obtained, as
in Figure 5, Algorithm 2.

Algorithm 2: Artificial Neural Network Algorithm

BEGIN
1. Read Data: Nj, Dj, ψj, Vj, Ds
2. Step: k:=1
3. Object: j:=1
4. Determining the size of neural domain of object j

IF not j = J THEN (j:=j + 1 and GOTO 4)
ELSE Node: n:=1

6. Choosing the minimum-time of object 0 path in Bellman
dynamic programming

IF not n = N THEN (n:= n + 1 and GOTO 6)
ELSE k:=K
IF not k = K THEN (k:=k + 1 and GOTO 3)
ELSE Plotting the time-optimal and safe trajectory of object 0

END
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2.3. Algorithm of Positional Game AI-PG

In real navigation situations, objects may change course or speed to comply with the
rules of the right of way, or they may act differently for various subjective reasons, which
can lead to a collision. This creates a cooperative or non-cooperative game situation. If we
transfer this process of object movement to the positions of objects, then we are dealing
with a model of a multi-object positional game [30].

Then, for each object j, the sets of admissible strategies Pj and Sj to maintain the safe
passing distance Ds are determined, as shown in Figure 6.

Object j moving with speed Vj and course ψj at distance Dj and bearing Nj in relation
to object 0 may cooperate to avoid a collision or not cooperate; following a subjective error
in the assessment of the situation, this can even lead to a collision.
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Figure 6. Determining the set Pj with a change in course to the port side and the set Sj with a change
in course to the starboard side or a reduction in speed of object j to maintain a safe passing distance
Ds from object 0.

For example, in the navigation situation shown in Figure 6, in the case of a cooperative
game, object j will choose the course ψj

opt,S, while in a non-cooperative game it will choose
the course ψj

opt,P.
Each computational step of the safe trajectory of object 0 consists of three stages:

• The determination of the optimal control of object 0 in relation to each object j ( max
uj

0∈(P0,S0)
);

• The determination of the optimal cooperative control (AI-PGc algorithm) or non-
cooperative control (AI-PGnc algorithm) of individual objects j (max/min

uj∈(Pj,Sj)
);

• The determination of the optimal control of object 0 in relation to all objects j ( max
u0∈(P0,S0)

).

Then, the optimization criterion for object 0 in the cooperative position game will take
the following form:

CAI
PGc = max

u0∈(P0,S0)
max

uj∈(Pj,Sj)
max

uj
0∈(P0,S0)

V0x → min s0 → mint0 (4)

and in a non-cooperative game, it will take the following form:

CAI
PGnc = max

u0∈(P0,S0)
min

uj∈(Pj,Sj)
max

uj
0∈(P0,S0)

V0x → min s0 → mint0 (5)

Then, an AI-PG positional game algorithm was developed to ensure optimal and safe
control of object 0 in relation to a larger number of cooperative or non-cooperative j objects,
as in Figure 7, Algorithm 3.
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Algorithm 3: Positional Game Algorithm

BEGIN
1. Read Data: Nj, Dj, ψj, Vj, Ds
2. Step: k:=1
3. Object: j:=1
4. Determining optimal maneuvers of object 0: ψopt,P

0 , ψopt,S
0 , Vopt

0
in relation to each object j

5. Triple programming
6. Algorithm AI-PGc max max max
7. Choosing cooperative maneuvers of object j: ψopt,P

j , ψopt,S
j , Vopt

j
8. Algorithm AI-PGnc max min max
9. Choosing non-cooperative maneuvers of object j: ψopt,P

j , ψopt,S
j , Vopt

j
IF not j = J THEN (j:= j + 1 and GOTO 4)
ELSE Determining optimal maneuvers of object 0: ψopt,P

0 , ψopt,S
0 , Vopt

0
in relation to each object j

IF not k = K THEN (k:= k + 1 and GOTO 3)
ELSE Plotting the optimal and safe trajectory of object 0

END

2.4. Algorithm of Risk Game AI-RG

Taking the risk of collision into account leads to the formulation of a multi-object
matrix game model. The collision risk rj is formulated as a function of the minimum
distance Dj

min and time Tj
min until object j is passed by object 0 and the distance Dj

between them:
rj = f

(
Dmin

j , Tmin
j , Dj

)
0 ≤ rj ≤ 1 (6)

In addition to the previously mentioned parameters of the objects’ proximity, the value
of the collision risk depends primarily on their course and speed change maneuvers, i.e.,
the game control strategies (Figure 8).
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A collision-risk matrix is formed, in which the number of rows corresponds to the
number of maneuvering strategies of object 0, and the number of columns corresponds to
the maneuvering strategies of individual objects j [31].

Thus, the optimization criterion in a cooperative matrix game will take the follow-
ing form:

CAI
RGc = min

u0∈(ψ0,V0)
min

uj∈(ψj ,Vj)
rj (7)
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and in a non-cooperative matrix game, the form is as follows:

CAI
RGnc = min

u0∈(ψ0,V0)
max

uj∈(ψj ,Vj)
rj (8)

The AI-RG algorithm for calculating the optimal and safe path of object 0 in relation to
a larger number of cooperating or non-cooperating objects j is based on the matrix game
model of the control process, as in Figure 9, Algorithm 4.
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Algorithm 4: Risk Game Algorithm

BEGIN
1. Read Data: Nj, Dj, ψj, Vj, Ds
2. Step: k:=1
3. Object: j:=1
4. Calculation of optimal collision risk rj

IF not j = J THEN (j:=j + 1 and GOTO 4)
6. Creation of collision risk matrix
7. Dual linear programming
9. Algorithm AI-RGc min min
10. Algorithm AI-RGnc min max

IF not k = K THEN (k:= k + 1 and GOTO 3)
ELSE Plotting the optimal and safe trajectory of object 0

END

The algorithms presented above for the safe control of autonomous multi-objects are
optimal OPT, neural network AI-NN, positional game AI-PG, and risk game AI-RG; they
were implemented as computer programs in the MATLAB 2023 version software. In the
current version, the programs have the ability to calculate the optimal path and the safe
path of object 0 in relation to 100 other encountered objects.

3. Experimental Comparative Analysis of Algorithms

The qualitative assessment of the individual computational intelligence algorithms
AI-NN, AI-PG, and AI-RG was compared to the OPT algorithm without computational
intelligence. The computer simulation was performed in MATLAB/Simulink 2023 version
software. Data from the navigation situation recorded on a research and training vessel in
the English Channel were used; in this situation, object 0 passed by 42 encountered objects.
The data describing this situation are presented in Table 1.

Table 1. Values, measured in the ARPA anti-collision system, of the state variables of the process of
controlling the movement of object 0 and j = 42 passing objects.

Object
j

Distance
Dj (nm)

Bearing
Nj (deg)

Speed
Vj (kn)

Course
ψj (deg)

0 - - 20.0 0
1 4.0 175 2.0 130
2 7.5 260 6.9 275
3 7.8 270 14.3 50
4 11.3 315 9.6 90
5 8.8 326 13.5 90
6 12.4 325 6.7 45
7 7.5 11 16.0 200
8 8.8 45 19.0 2
9 8.1 108 7.9 6
10 12.1 35 15.7 275
11 13.3 40 0 0
12 15.2 23 6.5 270
13 14.3 6 16.2 180
14 5.0 245 6.0 180
15 6.0 135 5.0 55
16 7.0 95 0 0
17 8.7 297 0 0
18 8.0 315 0 0
19 10.0 330 0 0
20 12.0 20 0 0
21 6.0 72 11.0 40
22 13.5 323 11.0 45
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Table 1. Cont.

Object
j

Distance
Dj (nm)

Bearing
Nj (deg)

Speed
Vj (kn)

Course
ψj (deg)

23 12.0 340 10.0 47
24 7.8 345 13.0 358
25 9.8 12 19.0 220
26 13.0 30 7.0 313
27 9.7 54 12.0 355
28 6.8 58 17.0 2
29 7.8 285 9.0 43
30 4.0 269 9.0 230
31 6.5 248 13.0 275
32 4.0 217 6.0 359
33 3.5 150 5.0 3
34 4.5 295 9.0 225
35 3.5 325 0 0
36 5.5 314 3.0 38
37 11.0 300 7.0 89
38 10.5 325 9.0 39
39 8.5 40 19.0 359
40 10.5 355 8.0 359
41 4.5 27 25.0 1
42 3.8 85 3.0 60

The data were recorded in the Automatic Radar Plotting Aids (ARPA) anti-collision
system and by the on-board log and gyrocompass.

The simulated navigation situation is depicted in Figure 10 in the form of twelve-
minute velocity vectors of object 0 and passing objects j.
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Figure 10. Illustration of the navigational situation of the object’s movement in relation to 42 other
objects passed in the form of twelve-minute velocity vectors.

First, the algorithm OPT for determining the optimal path of object 0 was simulated
without the use of computational intelligence (Figure 11), in conditions of good visibility
(gv) and in conditions of restricted visibility (rv).



Electronics 2024, 13, 780 15 of 20Electronics 2024, 13, 780 15 of 21 
 

 

  
Figure 11. The optimal trajectories of the object 0, without artificial intelligence, during safe passing 
of 42 other encountered objects j: (OPT_gv) in good visibility, when Ds = 0.3 nm; (OPT_rv) in 
restricted visibility, when Ds = 1 nm. 

The advantage of the OPT method is the quick determination of a simple, safe object 
trajectory, while the disadvantage is that it does not take into account the maneuverability 
of other objects. 

Then, the AI-NN algorithm for determining the optimal path of object 0 was 
simulated using computational intelligence in the form of an artificial neural network and 
Bellman dynamic programming (Figure 12) in conditions of good visibility (gv) and in 
conditions of restricted visibility (rv). 

  
Figure 12. Optimal object 0 trajectories, using an artificial neural network, while safely passing 42 
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Figure 11. The optimal trajectories of the object 0, without artificial intelligence, during safe passing of
42 other encountered objects j: (OPT_gv) in good visibility, when Ds = 0.3 nm; (OPT_rv) in restricted
visibility, when Ds = 1 nm.

The advantage of the OPT method is the quick determination of a simple, safe object
trajectory, while the disadvantage is that it does not take into account the maneuverability
of other objects.

Then, the AI-NN algorithm for determining the optimal path of object 0 was simulated
using computational intelligence in the form of an artificial neural network and Bellman
dynamic programming (Figure 12) in conditions of good visibility (gv) and in conditions of
restricted visibility (rv).
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Figure 12. Optimal object 0 trajectories, using an artificial neural network, while safely passing
42 other encountered objects j: (AI-NN_gv) in good visibility, when Ds = 0.3 nm; (AI-NN_rv) in
restricted visibility, when Ds = 1 nm.
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The advantage of the AI-NN method is that it takes into account the risk of collision
when determining the safe trajectory of an object, while the disadvantage is that it does not
take into account the possibility of maneuvering other objects.

A computer simulation of the cooperative and non-cooperative AI-GP positional game
algorithm are presented in Figures 13 and 14, respectively, in conditions of good and
restricted visibility.

Electronics 2024, 13, 780 16 of 21 
 

 

The advantage of the AI-NN method is that it takes into account the risk of collision 
when determining the safe trajectory of an object, while the disadvantage is that it does 
not take into account the possibility of maneuvering other objects. 

A computer simulation of the cooperative and non-cooperative AI-GP positional 
game algorithm are presented in Figures 13 and 14, respectively, in conditions of good 
and restricted visibility. 

Figure 13. Optimal object 0 trajectories, using a cooperative positional game, while safely passing 
42 other encountered objects j: (AI-PGc_gv) in good visibility, when Ds = 0.3 nm; (AI-PGc_rv) in 
restricted visibility, when Ds = 1 nm. 

  
Figure 14. Optimal object 0 trajectories, using a non-cooperative positional game, while safely 
passing 42 other encountered objects j: (AI-PGnc_gv) in good visibility, when Ds = 0.3 nm; (AI-
PGnc_rv) in restricted visibility, when Ds = 1 nm. 

Figure 13. Optimal object 0 trajectories, using a cooperative positional game, while safely passing
42 other encountered objects j: (AI-PGc_gv) in good visibility, when Ds = 0.3 nm; (AI-PGc_rv) in
restricted visibility, when Ds = 1 nm.

Electronics 2024, 13, 780 16 of 21 
 

 

The advantage of the AI-NN method is that it takes into account the risk of collision 
when determining the safe trajectory of an object, while the disadvantage is that it does 
not take into account the possibility of maneuvering other objects. 

A computer simulation of the cooperative and non-cooperative AI-GP positional 
game algorithm are presented in Figures 13 and 14, respectively, in conditions of good 
and restricted visibility. 

Figure 13. Optimal object 0 trajectories, using a cooperative positional game, while safely passing 
42 other encountered objects j: (AI-PGc_gv) in good visibility, when Ds = 0.3 nm; (AI-PGc_rv) in 
restricted visibility, when Ds = 1 nm. 

  
Figure 14. Optimal object 0 trajectories, using a non-cooperative positional game, while safely 
passing 42 other encountered objects j: (AI-PGnc_gv) in good visibility, when Ds = 0.3 nm; (AI-
PGnc_rv) in restricted visibility, when Ds = 1 nm. 

Figure 14. Optimal object 0 trajectories, using a non-cooperative positional game, while safely passing
42 other encountered objects j: (AI-PGnc_gv) in good visibility, when Ds = 0.3 nm; (AI-PGnc_rv) in
restricted visibility, when Ds = 1 nm.



Electronics 2024, 13, 780 17 of 20

The advantage of the AI-PG method is that takes into account the possibility of
cooperative and non-cooperative maneuvering of other objects, while the disadvantage is
the longer computation time.

However, Figures 15 and 16 show the results of the computer simulation of the AI-RG
algorithm of the cooperative and non-cooperative matrix games, in conditions of good and
restricted visibility.
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Figure 16. Optimal object 0 trajectories, using a cooperative risk game, while safely passing 42 other
encountered objects: (AI-RGnc_gv) in good visibility, when Ds = 0.3 nm; (AI-RGnc_rv) in restricted
visibility, when Ds = 1 nm.
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The advantage of the AI-RG method is that it takes into account the possibility of
cooperative and non-cooperative maneuvering of other objects, while the disadvantage is
the more complicated course of the object’s safe trajectory.

The main task of the computational intelligence algorithms was to determine the
optimal path of object 0 in order to ensure the safe passing of objects j. The optimization
criterion included the integral component as the length of the path needed for object 0
to safely pass all objects j, with the final component being the final deviation df of the
trajectory from the initial direction of movement.

The simulation tests of the algorithms within the full range of environmental impact,
as represented by the safe passing distance Ds, allowed for the comparison of the algorithms
containing various elements of artificial intelligence. As a result, the characteristics of the
final deviation df of the safe path as a function of the safe distance Ds were obtained for the
individual algorithms, which are presented in Figure 17.

A comparison of the computational intelligence algorithms AI-NN, AI-PG, and AI-RG
was made with the OPT algorithm, which does not take into account either the subjective
assessment of the situation involving approaching objects or the possible game nature of
the process of passing objects. The use of the AI-RGnc and AI-PGnc algorithms takes into
account the non-cooperative game course of the process of the safe passing of objects and
leads to the largest deviation in the final path df, which is more than 4–5-times greater
than the value for the OPT algorithm. However, the AI-RGc and AI-PGc cooperative game
algorithms reduce the df deviation to 3-times the deviation of the OPT algorithm. The AI-RG
risk game algorithm is 25% more sensitive than the AI-PG positional game algorithm. The
algorithm AI-NN, which takes into account only the subjective assessment of the proximity
of objects, has a final path df deviation that is 20% higher than that of the OPT algorithm.
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4. Conclusions

The conducted synthesis of computational intelligence algorithms that support safe
control in situations in which many autonomous objects are passed allows for the following
final conclusions:

• The object-domain neural network model supported by dynamic programming allows
for the elements of the subjective assessment of the navigation situation to be taken
into account;

• The positional game model supported by triple linear programming enables the
cooperative and non-cooperative safe control of a group of many encountered objects;



Electronics 2024, 13, 780 19 of 20

• The collision-risk matrix game model is supported by dual linear programming
and provides a solution to the problem of safe multi-object cooperative and non-
cooperative control.

The computer simulation of computational intelligence algorithms enabled their
comparative assessment with the following scope:

• The use of cooperative game algorithms reduces the final path deviation from 10 to
30% compared to non-cooperative game algorithms;

• The use of an artificial neural network in the AI-NN algorithm allows for an adequate
representation of subjectivity in the assessment of the navigation situation, resulting
in an increase in the final path deviation by only 10% compared to the OPT algorithm
without artificial intelligence elements;

• In the situation in which object 0 passed only one object 1, the characteristics of
the final path df deviation of the AI-RGc and AI-PGc algorithms would be below
the characteristics of the NN and OPT algorithms due to the lack of other objects
interacting with each other and indirectly with object 0.

The assessment of the empirical validation of safe control of autonomous multi-objects
consists of:

• Use of real situation data from radar, log, and gyrocompass;
• Adequate selection of simulation parameters in the form of the values of the safe

passing distance and the maneuver advance time needed for calculations and making
a maneuvering decision.

The value of the final deviation of the object’s safe trajectory from its initial value
was used as a metric for the comparative assessment of individual computational
intelligence algorithms.

Further research on the use of computational intelligence methods to improve multi-
objective control algorithms should proceed in the following directions:

• To take into account the uncertainty of the process model, the fuzzy-neural control
method can be used;

• In order to achieve lower computational complexity, the use of particle swarm methods
can be considered, for example in the form of the ant algorithm;

• In order to adapt to the real tasks of navigation of objects moving in unrestricted and
restricted areas, it is necessary to provide the determination of a safe trajectory with
the final condition in the form of a given final position or a given final course.
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