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OIMC METOIIB ATANITUBHOI'O KEPYBAHH
INOBEJAIHKOIO HII-ATEHTIB Y ®PAUTUHI'AX

CyyacHa 1iHOyCTpis Bimeoirop y kaHpi (alTHHT CTHKaeTbCs 3
po0JIEMOIO CTBOPEHHS 1HTEJIEKTYaJIbHUX areHTiB (BOPOTiB), siKi Oyyiu O He
JIMIIE CKJIQJHUMU JUISl TTOJIOJaHHsI, a i IIKaBUMH AJIsl TPAaBLS 3 TOUKH 30py
cTpareriqaoi B3aemopmii. OTMIIEeMO METOIM aZanTHBHOTO KEPyBaHHS, IO
3abe3neuyroTh epomonito IlI-areHTiB y peampHOMY 9aci IS MiITPUMKH
IMHAMIYHOI CKJIAIHOCTI.

OynmameHTanpHOI0 Tpobiemoro kiacuunoro Il y daiituHrax €
CTaTUYHICTh aNTOPUTMIB: TiCI BHWBYCHHS MATCpPHIB IMOBEAIHKH BOpOTa
rpaBelb IIBUIKO BTpavyae iHTepec. BUKOPHUCTaHHS HEHPOHHHX MEPEXK,
ONTHUMIi30BaHUX anroputMoM poto yactok (Particle Swarm Optimization
Neural Network, PSO-NN), npomnonye po3s’si3aHHs Ii€i mpoOieMu depes
MeXaHi3M 0e3NepepBHOro HaBUaHHS Ta CTPATETIuHOiI eBooLii arenTa [1].

Ha BigMiHy BiI KIacHYHMX METOXiB, amroput™ PSO mo3Bossie
e(eKTUBHO LIYKaTH ONTHMAaJIbHI NapaMeTpH MOBEAIHKU B 0araToBUMipHOMY
MPOCTOPi IrPOBUX CTaHIB, BUKOPHUCTOBYIOUH MEXaHi3M Oe3lepepBHOTO
HaBuaHHSA. CucreMa 0a3yeTbcs Ha TiOpUOHIA apXiTEKTypi, ¢ CrelialbHi
[Iapy MaM’siTi Ta MEXaHI3MH yBard (OKYCYIOThCS HAa HaWOUTBIN 3HAYYIIHX
MUHYJIHX Iisgx onoHeHTa. KirrouoBoto mepeBaroro PSO-NN e 3gatHICTE 10
JUHAMIYHOTO KopuryBaHHs cTparerii: [11] iHinitoe mepeHaBYaHHS JIAIIIE TOI,
KOJIM TIOMiYa€e CYTT€Bi 3MiHM B TakTuli rpaBus (moHan 30%). Lle ctBoproe
eeKT «KUBOTO» CYNEpHHKa, KU aJanTyeThCsl IO PiBHS MalCTEpHOCTI
JIFOJIMHH, MIATPUMYIOYH CTAH MOTOKY Ta BUCOKY 3aJTy4eHICTh IPaBIIs.

AJNbTEpHaTUBHUM METOJIOM € IMiTalliiiHe MOJEIOBaHHSI MaiOyTHIX
CTaHIB Ha OCHOBI NOIIYKY 110 nepeBy Monre-Kapino (MCTS). Monudikaris
Puppet-Master MCTS BUKOpPHCTOBYE €aMHY CTPYKTYypy JepeBa [yis
OJIHOYACHOTO KOHTPOJII0O 000X TepcoHaxiB, mo mo3Boyise I rmubme
NIPOTHO3YBAaTH KOHTP3aXOJM OIOHEHTa Ta JiATH 0e3 MoIeperHbOro
HaByaHHS. Takuil miaxin 3a0e3nevye BUCOKY TaKTHYHY TOYHICTB, OCKIJIBKH
areHT pO3paxoBYy€ THUCSIYI MOMIIMBHX CIEHapiiB pO3BUTKY 000 B Mexax
KOXKHOTO KaJ[py, 00Mparod HalOiIbIl BUTITHY MTOCIIOBHICTG it [2].

Ki1r040B010 HOBAIII€IO € BIPOBAKEHHS «IIEPCOH» — KOHKPETHUX CTHIIIB
6010 (RushDown mist 6nvkHBOTO 0010, ZOning — AJsl JUCTAHIIMHOTO), 1€
CcHCTEMa OIHIOE Mii Yepe3 MpHu3My OOpaHOTO XapakTepy. AreHT y podi
RushDown otpumye nepeBary 3a CKOpOUYECHHS TUCTAHIII{ Ta aKTUBHUNA TUCK,
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TOJi SIK Zoning-areHT (HOKyCyeThCS Ha YTPUMAaHHI CyIIepHUKA Ha Oe3MedHii
BiacrtaHi. PymeTkoBa cenexmiss Ha eTami cuMmynsmii  goszBomste  ITII
JOTPUMYBATUCS CTWIIO 000, 30epirafoyd TaKTUYHY BapiaTHBHICTH Ta
«TIOASHICTHY NOBeIiHKH. [IopiBHSIHHS NiAX0iB HaBeAeHO y Tadmumi 1.
Tabmms 1 — [NopiBusanbHa xapakrepuctuka aroputMiB PSO-NN ta

PM-MCTS

Kpurepiii EBomtouiiinnii miaxix | llomyk y ngepesBi (PM-

NOPiBHIHHS (PSO-NN) MCTS)

OcHoBHU Onrumizanis Bar | IIporHo3He MoJenOBaHHS

MEXaHi3M Helipomepexi poem | cranis (Look-ahead)
4aCTOK

ITotpeba y | Bucoka (motpebye | Bigcytns  (mpamtoe B

HaBYaHHI iTepauii Juisl eBOIIOLIT) | peanbHOMY yaci)

OOGuucmoBanpHi | Huspki mig wac 6oro | Bucoki (cumymsimis THCSY

BUTpATH (lBHIKUI iHpEpeHc) BapiaHTiB IOKAAPY)

Tun aganranii I'mobansHa (3mina | JlokaneHa (BuOIp
CTpaTerii miJ rpaBIis) HaMKpaIoro yjaapy 3apas)

Bruus Ha | JluHamiuHa CKiIagHICTh | Peamizalis  Bmi3HaBaHUX

reimIuIei CTHIIIB (TIEPCOH)

Ha ocHOBI OTpUMaHHX JaHUX BCTAHOBJICHO, IO IEpeXil Bi KOPCTKO
JETePMIHOBAaHHUX CKPHUNTIB O CAMOBH3HAYaJbHHUX CHCTEM Ha ocHOBi PSO-
NN 1o3Bomsie mOCATTH BHCOKOTO pIiBHS 3allydeHOCTI TPAaBI 3aBISKH
eBooIIil crpareriif. BomgHouac Buxopuctanas PM-MCTS 3 pynetkoBoro
CEJICKII€I0 YCIIITHO IHTETPY€E B TOBEAIHKY areHTIB TaKTHUYHI IEPCOHH,
ypi3HOMaHITHIOIOYH TeiiMIuieil. [lepcrneKTHBHUM HANpsIMKOM TMOJabIINX
JIOCITIKEHb € po3po0Ka ribpuaHux apxitektyp, ne PSO-NN Bigmnosigae 3a
crpareriyne mianyBanHs, a MCTS — 3a TakTH4HI pillIeHHsI Ta JIOTPUMAaHH:
CTHJIICTUKH NEPCOHaXKa JJIsl KOTHITUBHOI KOHKYPEHLIT 3 JIFOANHOIO.
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