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AHHOTaAIUA.

B craree paccmarpuBaercs mporiecCc pa3pabOTKM  HMCKYCCTBEHHBIX HUTPOBBIX
OTIMOHEHTOB, €ro TEOPETUUYECKUE OCHOBBI, NMPUMEHSEMbIe Ha IPAKTUKE METOIbI,
COBPEMEHHBIC CTAaHIAPTHI HMHAYCTPUM M TIEPCHEKTHUBBHI pa3BuTHs. B  pabote
MPE/ICTABIICH OPWUEHTHUPOBAHHBIM HA KOHEYHBIA pe3yJbTaT METOJ pPa3paboTKu
HUCKYCCTBEHHBIX HIPOBBIX OIMOHEHTOB C TNPUMEHEHHEM KJIaCCU(DUKAITMOHHBIX
MOJeNield  MalIMHHOTO  O0y4deHus, OOJaJaronIuii  MOBBIIIICHHBIM  YPOBHEM
aBTOMATH3allMM C COXPaHEHHEM BOBJEUEHHOCTH B TMpolEecC Ppa3pabOTUYUKOB

BHJICOUTPOBOTO MPOAYKTA.
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oOy4yeHre, aBTOMATH3UPOBAaHHAs pa3padOTKa MPOrPaMMHOTO  OOecTeUYeHHs,

BHJICOUIPEI.

DEVELOPMENT OF ARTIFICIAL GAME OPPONENTS USING MACHINE

LEARNING CLASSIFICATION MODELS
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Abstract: This paper reviews the process of development of artificial game opponents,
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WcTopust UTPOBOTO MPOTHBOCTOSIHUS MEXKIY YCIIOBEKOM U HCKYCCTBEHHBIMHU
ONMIOHEHTAMH HAYWHAeTCs B JnBagnaroM Beke. C Tex Mmop TpU  CO3JaHHUH
MCKYCCTBEHHBIX OIMOHEHTOB MPUMEHSJIUCH PA3JIMYHbIC MOAXOJbI, OT amapaTHBIX
CPEACTB JI0 TPOTPAMMHOTO OOECIeYeHHs, pa3padaTblBaeMOro C MOMOIIBIO
abcTpakiuuii pa3HbIX YPOBHEH.

[lepBas wurpa ¢ JACHCTBUTEIBHO HMCKYCCTBCHHBIM ONIOHEHTOM  ObLia
mpelcTaBicHa B BHje peneliHoro aBtomara El Ajedrecista. ABromar mpemctaBiisi
COOOW YHUCTO ammapaTHYI pEaM3alyio IMaXMAaTHOTO SHIIIIMWISA, OCHOBAaHHYIO Ha
AJITOPUTME U3 TISITU TIOCIIeI0BATEIbHBIX yeaoBui [1].

[TepBBIM HTPOBBIM IPOTPAMMHBIM O0ECIICUSHUEM TSI BBIYUCITUTEIHHBIX MAIITHH

O6HICFO Ha3HA4YCHUSA SABJISICTCA OXO, hrpa B «KKp€CTUKHM-HOJHUKHW» Ha KOMIIBIOTEPE HA
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AJIEKTPOHHBIX JlaMOax. AJITOPUTM ONTUMAIbHOM MOCJIEI0BATENIBHOCTH XOJIOB,
UCKITIOYAIONICH MMOpaXKeHUe, ObLIT peai30BaH ¢ MOMOIILI0 TPOrpaMMHOTO Kojia [2].

BonbumuM mpopslBOM B pa3pabOTKE HCKYCCTBEHHBIX WIPOBBIX ONIIOHEHTOB,
HAINPABJICHHBIX HA ONTHUMAJbHOE PEIICHUE UTP, CTAJ IIaXMaTHBINA CYNEePKOMIIBIOTED
Deep Blue, mobenuBimii SBISBIIETOCSI HA MOMEHT PEACTABICHUS YeMIIMOHOM MHpPa
no maxmaTtam ['appu KacnapoBa. B 0cHOBE MCKYyCCTBEHHOI'O MIPOBOIO OINIIOHEHTA
JeKall ONTUMHU3ALMOHHBIN 00X0/ JAepeBa OyAyIINX UTPOBBIX COCTOSHUN C BHIOOPOM
ayuiiei BeTu [3].

[IepBoii KOMMEPYECKOU BUACOUTPOM C NCKYCCTBEHHBIM UTPOBBIM OIIIIOHEHTOM,
UTPAIOIUM TI0 TEM >K€ MpaBWiaM, YTO XKUBOM HUTPOK, siBisieTcss Pong. 3amaHHbIM
JITOPUTM TO3BOJISLI MPOTUBHUKY UIPATh HEUJCAIBHO M JIOIMYCKATh OMIMOKH, YTOOBI
BHECHINI B apKaJHBIM aBTOMAT IUIaTy UTPOK MOJydasl YAOBOJLCTBHE OT MOOEIbI U
TUIATHII 32 BO3MOXKHOCTB TOUTPATh MmoaobIne [4].

[TporpaMMHasi peanu3anusi OTKpblUIa BO3MOKHOCTbh CO3/1aBaTh MCKYCCTBEHHBIX
UTPOBBIX OMIOHEHTOB, UTPAIOIIMX MO CHJIBHO OTIMYAIOIIUMCS OT >KMBOTO HMIPOKA
npaBuwiaM. OJIHUM M3 MEPBbIX KOMMEPYECKH YCHEWIHBIX MPEACTaBUTENEH ¢
ACCHMETPUYHBIM UTPOBBIM TPOIIECCOM sBisieTcsi urpa Space Invaders, B xoropoii
KUBOM WIPOK YNPaBIsUl MYyIIKOW, OTCTPETUBAIOLIEH WHOIUIAHETHBIE Kopaliu,
yIIpaBIsieMble UCKYCCTBEHHBIM UTPOBBIM OMIIOHEHTOM [5].

B  coBpemMeHHONM  HMHAYCTpUM  CTAHJAPTHOM  SBJIETCA  CIEAyroLIas
KJTacCU(UKALUS MPEICTaBUTENICH NCKYCCTBEHHOTO MHTEIJIEKTa B BHACOUTpax [6]:

e NPC (anm1. Non-Playable Character, newrpabGenbHBI TEepcOHAX) —
UTpOBasi CYIIHOCTb, C KOTOPOM BO3MOKHO 0a30BO€ B3aMMOJEHCTBUE,
HarpuMmep, JUaJIoT U TOPToBIIs,;

e MO0 (aHmi. mob, Ganma) — ympaBiseMas HCKYCCTBEHHBIM OIIIOHECHTOM
CYIIHOCTb, HENOXOXKasi Ha UTPOKa,

e 0or (cokp. pobOT) — ympaBisgemMas HCKYCCTBEHHBIM ONIOHEHTOM

CYmHOCTb, BHCIIHC U (PYHKIII/IOHaJIBHO coBragaromiast ¢ JKUBbIM UI'POKOM.
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[IpocTeiimield MareMaTuyeckod aOCTpaKIMEd HMCKYCCTBEHHOIO UIPOBOTO
OMMOHEHTa, oTauyHOoro oT Oa3zoBoro NPC, saBisercss IUCKpEeTHBI aBTOMAT.
[TocnenoBaTenbHOCTHIO BXOIHBIX CUTHAJIOB SIBJIIETCSI KCTOPHSI XOJI0B 5KMBOTO UT'POKA,
a COCTOSIHUSIMH SIBJISIFOTCSI XOJIbI IPOTUBHUKA.

Pa3paboTka HMCKYCCTBEHHOTO WIPOBOTO OMIMOHEHTA JaHHBIM O0pa3oM Ha
MPAKTUKE BBIMOJIHAJIACH JIJISl MPOCTBIX armapaTHeIX urp. [Iporpammuas peanuzanus
UTPOBBIX MPOAYKTOB MO3BOJISIET MPUMEHSATH O0see 3 (PekTUBHBIE aOCTpaKIIUK.

Haubonee pacnpocTpaH€HHBIM  COBPEMEHHBIM  METOJOM  pa3pabOTKU
MCKYCCTBCHHBIX HIPOBBIX OIMMOHEHTOB SIBJSIOTCS  TOBEJICHYECKUE JCPEBbS,
CHeIMaIN3UpOBaHHBIC JIepeBbsl pemieHuid. [Ipumep mnoBeneHUeckoro nepeBa B

urposom jBmwxke Unreal Engine npusenéu na pucynke 1 [7].

1 Has Line of Sight?

e 1 Chase Player

=« Rots

I
|
I
I

Puc. 1 — IloBeneHueckoe AepEBO MPOCTOrO KCKYCCTBEHHOTO OMIOHEHTA, [7]

Jauupiii  nmoaxon  mo3BosisieT  3(Q@EeKTUBHO  pa3pabaTbiBaTh  JIOTHUKY
MCKYCCTBEHHBIX MTPOBBIX OIMIOHEHTOB, OJHAKO HE MO3BOJSET COMOCTABUTh UTPOBBIC
XOJIbl C WX TOCJIEACTBUSAMH U TpeOyeT TOYHOW pYyYHOM KOHDHUTypamuu ist

JTOCTHKEHUSI  KEeJIaeMoro pesynbTrara. PaccMOTpUM — allbTepHATUBHBIA  METO/,

OHeBHUK Haykn | www.dnevniknauki.ru | CMW /1 Ne dC 77-68405 ISSN 2541-8327




pelaromn

SJIEKTPOHHbIN HAYUHBIM )XYPHAJI « THEBHUK HAYKH»

BBIIICOIIMCAHHBIC

MOJIeTIEll MAIIMHHOTO 00YYEeHHUS.

poOJIeMbl

2026
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MMoCpeaACcTBOM KJ'IaCCI/I(I)I/IKaHI/IOHHBIX

Cuauana IMPOBOAUTCA ITIOJIHAA WJINW YaCTUYHAA CUMYJIAIUA UI'POBBIX HapTI/Iﬁ C

COXpPaHCHUCM HCTOPUHU XOAOB OIIMIOHCHTOB, JOIIOJIHCHHAA JaHHBIMH 00 ncxoac

naptun. [Ipumep BbIxogHOTO HAOOpa MaHHBIX MPECTaBieH B Tabmuie 1.

Tabnuma 1 — Pe3ynbratr cuMynisiiiny UTPOBBIX MApTHil. ABTOpCKas pa3paboTka

Hrpok 1 Xox 1 | Urpok 2 Xox 1 Hrpok 1 Xox N | Urpok 2 Xoa N | Urpok 2 Cuér
1 1 1 1 100
1 1 1 -1 150
-1 -1 -1 1 80
-1 -1 -1 -1 70

O0o03HauuM X0/ MrpoKa I, caenaHHblid N xom0B Hazal, kak X[i][n]. CocraBum
00Y4YarOIIyI0 BHIOOPKY, BKIIOUAIOIIYIO BCE TOMOCIIEIOBATEIIEHOCTH X00B 3a/IaHHO
JUTMHBI, B KOHEYHOM HTOT€ MPHBOMASAIIME K KEJAeMOMY MPOCKTHPOBIIUKOM HIPHI
yCpeTHEHHOMY UCXO/TY ISt HCKYCCTBEHHOT'O OMITOHEHTA Ha MO3UIIMK BTOPOTO UTPOKA.

Eciu Ha MOMEHT Hayaa MOANOC/IeA0BATSILHOCTH IPEABIAYIIME XOIbI eI HE
ObUTH CHIeJIaHbl, CIIEAYeT 3allOJHUTh COOTBETCTBYIOIIHE CTOJOIBI HEHTpPATbHBIMH
SIIEMEHTAMH I COXPAaHEHHsI CTPYKTYPUPOBAHHOCTH JaHHBIX. [IprMep BBIOOPKH IS

cpenHero cuéra B auamnaszone 70-90 ¢ maMsAThI0 X010B 3 IpEICTaBJIEH B Tabaule 2.

Tabnuua 2 — O6yuaromas BbiOOpka. ABTOpcKasi pazpaboTka

X[13] | X[213] | X[20021 | X[21121 | X[20A | X[214] | X[2][0] | Mirpoxk 2 Cuér Cpennee
0 0 0 0 0 0 1 90

0 0 0 0 0 0 1 70

1 1 1 1 1 1 1 75

1 1 1 1 1 1 1 85
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B nmanHO#1 BRIOOpKE 11€5IeBOH KitaccoBoi MeTko# siBisieTcst X[2][0], rexymuii xox
BTOPOTO UIPOKA, a MPEABIAYIINE X0bl 000MX UIPOKOB — npu3Hakamu. OOydeHne Ha
3THIX JJAHHBIX KJIACCHU(PUKAITMOHHON MOJICIIN TIO3BOJUT aBTOMATH3UPOBAHHO ITOJTYYHTh
npeoOpazoBareib IMOCISAOBATSIPHOCTH ITOCICTHUX XOJOB B CICAYIONIMH XOJ.
Llenenonaranue U CIOXKHOCTh UCKYCCTBEHHOI'O UTPOBOIO OIIOHEHTA B ATOM ClIydae
3aBHCST OT BBIOPAHHBIX CPEIHEr0 HCXOJa TMapTUA W TIIYOWHBI IMaMATH XOJIOB,
BBIOpAHHBIX Pa3pad0TYMKOM BHICOMTPOBOIO MPOIAYKTA.

Tun Moienu MaIMHHOTO O0YUYEHUS 3aBUCHT OT CIISITU(UKH peaTn3yeMOM UTPHI.
Ecim wurpa momyckaer MOBTOpEHHE XOJIOB, BO3MOKHO NPHMEHEHHE OJHO3HAYHOTO
KJacCU(pUKaTOpa, HAIIPUMEP, Ha OCHOBE JIepeBbeB pelieHui [8]. B mpoTuBHOM cityuae
1eecoo0pa3Ho MPUMEHEHHE BEPOSITHOCTHBIX MOJIENICH, TEHEPUPYIONIMX BEKTOP
BEPOSATHOCTEH, OINpEACAIONUi Oojiee U MEHES NPUOPUTETHBIC XOBI, HApUMED,

HauBHOTrO OariecoBckoro kimaccudukaropa [9].

Takum oOpa3oM, MPEUIOKEHHBIM METOJ TMO3BOJISIET NMPUMEHSITh MAaIIUHHOE
oOyueHue Tpu pa3pabOTKE MCKYCCTBEHHBIX HUTPOBBIX OMMOHEHTOB, YTO IO3BOJISIET
CHU3HUTH HArPy3Ky Ha pa3padOTUYNKOB BHICOUTPOBOTO NPOAyKTa. OMMCaHHBIN MOAXO0/
MO3BOJISIET  CO3/JaBaThb  PA3JMYHBIX HCKYCCTBEHHBIX HWIPOBBIX  OIIOHEHTOB,
OTJIMYAKOIINXCS LeJernoaaraHueM 17} CJI0’KHOCTBIO, ONPENETAEMBIX
MPOEKTUPOBIIUKAMHA Urpbl. (COXpaHEHHWE BOBJIEUEHHOCTH MKHUBBIX YYAaCTHHKOB
npoiiecca pazpabOTKU BUJACOUTPHI MO3BOJISIET 00ECHEUNTh KOHTPOJb KauecTBa U HE

YTPATHUTD <«GKHUBBIC OLTYIICHUA» UTPOBOI'O ITPOLECCAa KOHCYHOT'O ITPOAYKTA.
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