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B craTtbe paccMaTpHBaIOTCs HEKOTOPBIE BOMPOCH 3()()EeKTHBHOCTH MPHUMEHEHHS METOIOB MAaIlIMHHOTO 00yye-
HUS K MOJICJIMPOBAHHUIO TTOBEACHHS MHTEIUIEKTYaJIbHBIX areHTOB B KOMITBIOTEPHBIX MTPaxX W JIPYrHX MPOrpaMMHBIX
pa3paborkax. OCHOBHOE BHHMAaHHE YJ€JI€HO aHAJIN3Yy METOIOB IIOCTPOCHHS MOZIEINICH IOBEICHUS HHTEIIEKTyalIbHBIX
areHToB. [IpoBeneH 0030p CYIIECTBYIOIIMX NPOTPAMMHBIX PEIICHUH, peaIH3yIOIUX JaHHBIE METOIBl B HIPOBBIX
NPUIOKEHUAX. PaccMOTpeHsl UX 0COOEHHOCTH, JOCTOMHCTBA U HepoctaTku. C ydeToM pe3ynbTaToB aHallu3a paspa-
OoTaHa HOBas IpOrpaMMHas IuaTdopMa Juisi MOJCIHPOBAHUS IOBEJCHNUS MHTEIUIEKTyaJIbHBIX areHToB. B kadecTBe
criocoba OMmUcaHMs TOBEJCHUs areHTa BhIOpaH aBTOMATHBIN moaxon. TecTupoBaHWe pa3paOOTaHHOW MOJEINH IOBe-
JISHUsI areHTa MoKa3aJio, YTO €€ MOXKHO HCIOJIb30BATh IS CO3JIaHMsI HTPOBOTO UCKYCCTBEHHOI'O MHTEIUIEKTa, KOTO-
pBIii OyIeT JeMOHCTPUPOBATH TOCTATOYHO PEATMCTUYHOE ITOBEACHHE UIPOBBIX IEPCOHAXEH B PA3IIMYHBIX CUTYaIH-
sx. [Inmardopma peanmzoBana Ha si3pike C++, 1S BU3yall3aliK HCIob3oBaack Oubimoreka SFML.
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The paper discusses the effectiveness of machine learning in modeling the behavior of intelligent agents.
The main attention was paid to the analysis of methods for constructing behaviors of intelligent agents. Some of the
existing software solutions that implement these methods in gaming applications reviewed and their features and
disadvantages considered. A new software platform for modeling the behavior of intelligent agents using an automa-
ton approach as a way of describing agent behavior was developed based on the analysis results. Testing of the de-
veloped agent behavior model showed that it can be used to create artificial intelligence for games. This artificial
intelligence will demonstrate quite realistic behavior of game characters in various situations. The platform is imple-
mented in C++; the SFML library was used for visualization.
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Brenenue. C MoMeHTa TIOSIBJICHUS TIEPBBIX KOMIIBIOTEPHBIX UT'P BO3HUKIIA HEOOXOMMOCTD B Pa3BH-
TUU UHCTPYMEHTOB NPOTHUBOCTOSHUS NEHCTBUSIM UrpokoB. MrpoBoil mporiece, 3aKI04aonics TONbKO
B JIOCTIDKEHUM UTPOKOM ITOCTaBJICHHBIX 3a/lad 0e3 KaKUX-IH0O 3aTPpYyIHEHUH WIIM KOHKYPEHIIMU CO CTO-
POHBI HTPOBOM MPOrPaMMBbI, MOXKET OBITh CKYYHBIM, JJMHEHHBIM M OJHOOOpA3HBIM, XOTS U CYLIECTBYIOT
UTPHI, TJI€ BCA CIOKHOCTh 3aKJII0YaeTCsa B TEOMETPUHU YpPOBHEM.
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[epBBie MOzENM NPOrpaMMHBIX KOMIOHEHTOB — OOTOB — TOSBHJIMCH BMECTE C IIEPBBIMH UTPAMU.
OHH OBUTM MaKCUMAaJIBHO MPOCTHI U MOTJIN BBITIOJIHATH aBTOMATUYECKH W/UITH aJlTOPUTMU3UPOBAHHBIE IO
pacmicanuto naeiictBus. Takue orpaHHMYeHWs OBUIM TPOAMKTOBAHBI BBIYUCIMTEIBHBIMH MOLIHOCTSIMH
KOMITBIOTEPOB TOI'0 BPEMEHH, a KPOME TOr0, HE CIIMIIKOM IPUTS3aTeNbHbIE UTPOKH, TOKa ellé He n3ba-
JIOBAaHHBIE BO3MO)KHOCTSIMH UTPOBOTI'O MCKYCCTBEHHOT'O MHTEJIIEKTa, He TpeOoBasu Oombiiero. Takas cu-
Tyalysi COXpPaHsUIach C MOMEHTA 3apOKACHHST KOMIIBIOTEPHBIX UTP B cepeauHe XX B. 10 Hadana XXI B.

C TedyeHHeM BpEMEHH MOJEINH IMOBEIEHUsI OOTOB B Urpax CTAIH BCE CTPEMHUTEIbHEE COBEPIICHCTBO-
BaTbCsl. OHOBPEMEHHO Yy4YIIaiach U PEATUCTHYHOCTh KOMITBLIOTEPHOH Tpaduku. OCHOBHbIE IPUYHHBI:
POCT KOJIMYECTBAa KOMITBIOTEPOB M MHBIX YCTPOWCTB, UCIIONB3yeMbIX HACEICHUEM; COBEPIICHCTBOBAHHUE X
TEXHHYECKHX XapaKTEPUCTHUK; yBETMUCHNE KOHKYPEHIINH MKy Pa3paOd0oTUNKaMy KOMITbEOTEPHBIX UTD.

B 2005 r. npowusomién npopsis — Beminia urpa F.E.A.R. [9], 00TsI B KOTOPO#1 OBLIH CITOCOOHBI IEMOH-
CTPUPOBATH OYEHb PEANHCTUYHOE MTOBEJCHUE, B OCHOBE KOTOPOTO Jie)Kasla HOBasi KOHEUHO-aBTOMAaTHAs MO-
nenb. C Tex 1op UrpoBasi MHIYCTPHUSI CUIIBHO M3MEHIIach, HO HEOOXOIMMOCTh B CO3/IaHHMHU Ooliee COBEp-
IICHHBIX MOJICNECH MOBEICHHUS HEUTPOBBIX MepcoHaxkedt (aHrt. Non-playable character (NPC) — niepcoHax,
YHpaBIIsieMbI KOMITBIOTEPOM) COXPaHSIETCSI.

Benymum HanpaBieHUEM Ha TaHHBIH MOMEHT SIBJISIETCSI TIPMMEHEHHE METO/IOB MAIIMHHOTO 00yYEHHS
(MMO) a1 onmy4ueHusl HanOoJee PeaTMCTUYHOW MOJIEH TIOBEACHHSI HHTEIUIEKTYaJIbHBIX areHToB |3, 48].

[lenbl0 aHHOTO WCCIENOBaHMS SIBISETCS pa3paboTKa CHCTEMBI CHMYISIUM «HUCKYCCTBEHHOM
KHU3HW» C BO3MOXXHOCTBIO paciIupeHus 10 camooOydyeHus. Co3aHue Takoro WHCTPYMEHTa MO3BOJHT
MIPOBOJUTH 3KCHEPUMEHTHI C Pa3MYHBIMU MOJEISIMH TIOBEJECHUsSI areHTOB M BBIOUpATh JYYIIUE JJIs
peleHHs Pa3IMYHBIX 3a]a4, CBSI3aHHBIX C MOJECIUPOBAHHEM MYJIbTHAr€HTHBIX CHCTEM C YYETOM HX
0COOCHHOCTEH 1 orpanuueHuit [37].

CoBpeMeHHBIE MOAXOAbI K MOJAeJINPOBAHUIO MOBEAEHUSI areHTOB. Pa3BuTHE HIPOBOr0 MCKYC-
crBenHoro uHtewiekta (M) TecHo cBsizano ¢ passutueMm VU BHe urp. Hexoropble Urpbl MOTyT OBITH
WCIIONIb30BaHbI Il MOJISTUPOBAHMS ONIPENIENIEHHBIX CTEUCHUH (COYeTaHui) 00CTOSATENBCTB, BOZMOMXKHBIX
B pPEAbHOM KHU3HHU, HA UTPOBOHI I1aTopMe. DTO MO3BOISIET ONPEACIUTh, K KAKUM TTOCIEICTBUSIM MOXKET
MIPUBECTH NMPUMEHCHHE UCKYCCTBEHHOTO HTEIUICKTa B KaKoi-1nb0 cdepe mesrenpHocTH [7, 8].

DKkcnepuMeHTsHI 1o ipuMeHeHnt0o MMO Kk MOJIeTMpOBaHUIO TIOBEICHHSI HHTEIUICKTYalIbHBIX areHTOB
B MIpax BeIyTcsl He nepBoe necsaTuierue. OJHAKO BOIPOC 1I€1eCO00pa3HOCTH MPUMEHEHHS allrOPUTMOB
00yd4eHust 10 cux nop akryayeH. [1o3ToMy He0OX0AMMO IPOBECTH 0030p HAYYHBIX CTATeH HA TEMY aJro-
PHUTMOB, Ucnoib3yeMbix B MMO, KOTOpbIe IPUMEHSIFOTCSI UCCIIEA0BATENSIMHU K Pa3InYHBIM MOJAENSM I10-
BE€/ICHHS UHTEIUIEKTYaJIbHBIX areHTOB.

B 11e710M 0030p HCTOYHUKOB C LIENBIO ompeenenus MeronoB MMO, Hanboree 4acTo IpUMEHSIEMbIX
K MOJICJIMPOBAHUIO TIOBEICHHSI ar€HTOB, OCYIIECTBIISUICS CPEM TEMATUUECKUX MyOIMKAIW, BBIIIEIIINX
¢ 2014 r. D10 CBS3aHO C BBICOKOM CKOPOCTBIO Pa3BUTUS COOTBETCTBYIOIIMX TEXHOJIOTUH M, KaK CIel-
CTBHE, OBICTPHIM MOpAJILHBIM CTapEHHEM HEKOTOPHIX alropuTMoB. CyMMapHO OBUIO MPOaHAIN3UPOBAHO
okoio 400 crareif, cpej KOTOPBIX OKOJIO ISITUAECATH paCCMaTPUBAIH IIPUMEPHI IPUMEHEHHST KOHKPET-
HBIX MeTo/10B. [Tpu aToM moutu 90 % M3 pacCMOTPEHHBIX CTATEH SIBJISIOTCS aHTJIOSN3BIMHBIMU. J{anee Mbl
MOAPOOHO PACCMOTPUM MPUMEHEHHE PA3JIUYHBIX MOJXO0J0B B aKTYaJbHBIX UCCIEJOBAHHUAX BOOOIE U Ha
puMepe psa MONYJISPHBIX UTP B YaCTHOCTH (Tadu. 1).

Ta6n1/1ua 1- I/Il"pI)I, CTaBIIIME OCHOBOM JUTI TCCTUPOBAHMS HAMW METO/I0B MOJICJIIMPOBAHU A ITOBCJICHMA aI CHTOB

Hazpanue urpsl I'ox BBIXOA2 Paspaborunk URL
StarCraft2 2012 thzard https:/starcraft2.com/ru-ru/
Entertainment
Heroes of Might 1999 New World https://www.ubisoft.com/ru-ru/game/heroes-of-
and Magic III Computing might-and-magic-3-hd/
Donkey Kong 1981 Nintendo https://ru.wikipedia.org/wiki/Donkey Kong
Midway . S i
Ms. Pac-Man 1982 Manufacturing https://ru.wikipedia.org/wiki/Ms. Pac-Man
Mario Al 2009 Amidos2006 http://marioai.org/
Super Mario Bros. 1985 Nintendo https://supermariobros.io/

Psix pabot mpemnararor UCIoNb30BaHNe «O0YUYEHUs C MTOJKPEIUICHNEM» B Ka4eCTBE OCHOBHOTO all-
roputMa o0yuenus. Mccnenosarenu [49] npoBenu MMPOKOMACIITA0HYIO0 paboOTy IO PACCMOTPEHUIO pas3-
JIUYHBIX TOAXOJOB K IMPUMCHCHUIO «OOYYCHHUS C MOAKPEIUICHHEM», B TOM 4mcie «Q-o0yueHHE»,
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«riybokoe Q-o0yueHHe» M MPOYHX, a TAKKE BBHITOIHIIN CPABHUTENBHBIA aHAIN3 3()(EKTUBHOCTH KaXK-
noro moxxoxaa. Padora [55] comepxut B cebe paccMOTpeHHE OOYUCHUS ¢ TOAKPEIUICHHEM PUMCHUTEIb-
HO K areHTy Ha 0ase ctpaTteruu B peasbHoM BpemeHu StarCraft 2. Ora ke ruiomaaka s TECTHPOBAHUS
nmpuMeHsieTcss B ucTtouHukax [17, 44, 56]. B pabore [57] TectupoBaHue BeA€rcs Ha 0a3e IUIOIMIAIKH
VCMI, senstorniericst npmxkkoM i urpsl Heroes of Might and Magic 3 mis Android. B patdote [40] pac-
CMaTpHBaeTcsi NPUMEHHUMOCTh «00y4YeHUsI C TOIKpeIUIeHneM» Juisl areHra Ha 0a3e urpsl Donkey Kong —
3TO JEMOHCTPHUPYET BO3SMOKHOCTH OOYUEHHS areHTOB HE TOJBKO Ha 0a3e CTPAaTErHYeCKUX HIp.

B pabote [33] onuckIBaeTCs MPOBEACHHUE COPCBHOBAHMS areHTOB, «O0YUYEHHBIX C MOIKPEILICHUEMY,
B urpe B kaHpe ¢aitiHr (ot aHr. «fighting» — 6oprsoa).

ConeprkaHue UCTOUHUKA [25] mpencTaBiseT co0oii obInee pacCMOTPEHHE MOAXOI0B K peaTi3aliiu
MMO B urpax, HauMHas C KJIACCHYECKHX WTP, TAaKUX KaK KPECTHKH-HOJNWKH, LIAIIKH WU HapJpl, U 3a-
KaH4MBasi COBPEMEHHBIMHU MAaCIITA0OHBIMU KOMIIBIOTEPHBIMH CTPAaTErusiMU. AKLIEHT B 3TOH padoTe clenan
Ha TOM, 4TO Haile Bcero aroputMbl MMO B UTpOBOH MHIYCTPUH MPUMEHSIOTCS IMEHHO K CTPATErusiM.
Pabora [24] Taxke MocBsilIeHa MPUMEHEHHIO «O00YUEHHsI C MOAKPEIICHUEM» K Urpe B HIalku. B padote
[27] paccMaTpuBaeTCss BO3SMOKHOCTh IPUMCHEHUS «OOYYCHHUS C MOAKPEIUICHUEM» K arcHTy I WIPhI
B MAJIOYKH C UCTIOJIH30BAHHEM KOHIICTIIIMU «MSTKUX» BBIYUCICHHH.

[ocTpoeHre areHTHO-OpPUEHTHPOBAHHOW CHCTEMBI 0€3 CO3/[aHUsI aT€HTHOW MOJENU BPYYHYIO OIH-
ceiBaercst B pabore [39]: Bce moBeAeHUYECKHE TAKTHKU TOJIYYEHBI HCKIIOYHTENIBHO ITYTEM «OOYydeHHs
¢ moakperuieHnem». B ucrounukax [21] u [22] paccmarpuBaeTcs IPUMEHUMOCTh «TITyOOKOTro 00ydeHHs
C TMOJKPEIUICHHEM» K UT'paM B )KaHpe «serious games» (OT aHIJI. «CePbE3HBIE UTPBI»).

[MocTpoeHre HaTypaJUCTHYHON MOJENU TOBENEHHS HEUIPOBBIX INEPCOHa)XKEH C HCIOIb30BaHUEM
«Q-00y4yeHus», OIHOTO U3 BUIIOB «OOYUYEHHUS C MOAKPEILICHUEM», oUcaHo B [42]. A mpuMeHEeHue pas-
JIMYHBIX TO/IBU/IOB «OOYYEHHsI C MOAKPEIUICHUEM», B TOM 4HClie i «Q-00y4eHUs», K TIOCTPOCHHUIO areHT-
HOW MOJIEIH pacCMOTPeHO B pabote [18]. B To ke BpeMst B UCTOUHHUKE [53] aHATHU3UPYETCsl TPOIIECC I10-
CTPOEHHUSI areHTHOW Mozenu Ha 0a3ze «oOydeHus ¢ MOJIKpEIUIeHHeM» U e€ pUMeHeHusl k urpe Ms. Pac-
Man. U B nanHo# paboTe aBTOPHI OCO3HAHHO OTKA3bIBAIOTCS OT MCIOIb30BaHMs «Q-00yueHus», 000CHO-
BBIBast 3TO OOJIbIIEN CKOPOCTHIO 00YUYEHHUs, KOTOPOH MOXKHO JIOCTHYb O€3 Hero.

[MpumMeHUMOCTh «OOYUEHHS C TTOAKpEIUIeHHeM» WK «Q-00ydeHus» K 3aj1ade 00ydeHHs HHTeIUIeK-
TyaJbHBIX arcHTOB B cpeae Atari paccMatpuBaeTcs B UCTOUHHKE [4]. OCHOBHAS IeNb MAHHOH PabOTHI
COCTOHT B ONMCAaHUU U PACCMOTPEHHHU PA3IMYHBIX MOJBHIOB O0YUEHHUS C TOAKPEIIICHUEM.

Artopamu [51] npeaaraercst ucnosnb3oBanue «Q-o0ydeHus» Ul MOCTPOSHHST MOJICIIH TTOBEICHUS,
HauOoJiee ONM3KOW K YeI0BEUSCKON. DTOT jKe BUA OOYyUEHHS paccMaTpUBACTCS aBTOpaMH padoThl [46],
B KOTOPO#1 BBINOJIHEHO paccMOTpeHHe Y3P(PEKTHBHOCTH €ro MPUMEHEHHUs K UIPEe B XOKKEH.

CyIecTBYIOT HCCIIEA0BaHUS IEPCIIEKTUBHOCTH HCIIOJIb30BAHUS «O0YUEHHS C MOJKPEIICHUEM» JIIst
MIOCTPOEHHSI MOJIENTU TIOBE/ICHHSI MHTEIJIEKTYaJ IbHBIX areHTOB B UTPE C JIONOIHEHHOW peanbHOCThIO [43].
3amaua COCTOUT B TOM, YTOOBI ITOBEJICHUE ar€HTOB MEHSUIOCH C TEUSHUEM BPEMEHH M 3aCTaBIISUIO UTPOKA
aJIalITHPOBATHCS K HOBBIM YCJIOBUSIM UTPBHI.

Paborta [52] mocBsIeHa MOCTPOCHUIO MYJIBTHATCHTHON MOJICITH C UCIIOIB30BAHUEM BBICOKOIPOU3BOIH-
TEJBbHBIX cUcTeM. llomymsnust areHToB 00y4aeTcsi TAKUM 00pa3oM, YTOOBI KaXKIbIH M3 HUX ObLT AKCHEPTOM
TOJILKO B KOHKPETHOH CTa/IMM MTPBL. A JUIs M3y4eHUs HIOAHCOB KOOIEPaTHBHOIO, COPEBHOBATEIILHOIO U CO-
MIEPHUYECKOTO 00yJIEHHs Ha 0a3e CepUM 3KCIIEPUMEHTOB CO3/IAOTCS CIICIHATU3UPOBAHHbBIC PpeiMBOpPKH [47].

MHorue paboThl MpeyIaraloT KOMOMHUPOBAHHBIE MTOAXO/bI. [1oMyIsIpHOCTh HAOUpAOT, HapUMeEp, TH-
OpuaHbIe TIomxob! [41], codeTarolme «0OyUCHHE ¢ MTOAKPEIUICHUEM» U «MCKYCCTBEHHBIC HEHPOHHBIC CETHY.
B Hekotopbix paboTax Benércst paccMOTpEeHHE HE TOJIBLKO OJJHOr0 KOHKpPETHOro Buzma oOy4eHws. Hampumep,
B [12] u [58] unér peub 0 «TiTryOOKOM OOYYEHHH C MOAKPEIUIEHUEM», a COIEpKaHWe MCTOYHKKA [35] mocBs-
IIEHO HCIIONB30BAHUIO «TITYOOKOrO0 OOYYEHHsD» Il CKPHITHOTO HAOJIOACHUWS 33 YCIIeXaMH IOJb30BaTENs
B MI'pax ¢ 3JIeMeHTaMu 00pa3oBaTenbHOro nporiecca. B padore [54] npoBomutest o01ee paccMOTpeHke TpH-
MEHHMOCTH aJTOPUTMOB «TJTyOOKOro oOyueHus» B Wrpax, a B padore [28] paccmarprBaeTcsi IpUMEHEHHE
TIO/IBUIA arOpUTMOB IiTyOoKkoro oOyuennst LSTM k arenty mis urpsl B «Madmuio». Mcrounnk [23] comepkut
paccMOTpeHHe TPUMEHUMOCTH aJrOPUTMOB TIIyOMHHOrO OOYYeHWs K pealbHOW CHTyallid Ha Ioje Oos.
B pabore [16] aBTOphI TIpeyiaraloT KOMOMHHAPOBAHHBIN MOMXO HA OCHOBE OOYUYCHHS C MOOKPEIUICHHEM H
PEKYPPEHTHBIX HEHPOHHBIX ceTell. EcTh Taroke BapHalny KOMIUIEKCHBIX aJITOPUTMOB O0YYEeHHsI, OCHOBAaHHBIX
Ha «00y4EHNH C TIOJKPEIUICHHEM C yJ4acTHeM HEWPOHHBIX CeTel U FeHeTHUYeCKUX aroputMoB [10].

[IpuMeHeHnEe TEHETUUECKHX AJTOPUTMOB K PEIICHHIO 3aJlauyll OOYUEHHMs! TaKKe IPEICTaBICHO Iie-
JBIM psitoM pabort. Tak, B pabote [14] npemnaraercs MCIOIb30BaHHE TEHETHYECKOIO allTOPUTMa B UTPe
Mario Al ¢ menpl0 MaKCHMHU3aIMU OOLIET0 KOJIMYECTBA OYKOB OE30THOCHUTEIHHO TEKYIIETO COCTOSHHS
urpel. B padore [13] paccMoTpeHa PUMEHUMOCTD 3BOJNIOIUOHHOTO ajlTOPUTMa K MOCTPOSHUIO HHBApH-
aHTHOM areHTHOM Mmozenu. Pabora [32] paccmaTpuBaer NMpUMEHEHHE T'€HETHUECKHX aJTOPUTMOB JUIS
oO0yuenust npuuieHuii B urpe Ms. Pac-Man. B atoii pabore Takxke Benércsi MmocTpoeHHE CTaiHOW
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CTpaTeruu Ui BceX NPUBHICHUH OHOBpeMeHHO. TakuMm o0pa3oM, CTpaTerust MOBeCHUS KaXKI0T0 MpH-
BUIEHHs OyJIET OTJINYATBCS OT CITydasi, KOraa Kaxkaoe 00yd4aeTcst OTAeNBHO OT JPYrHX.

OTnenbHO HEOOXOMUMO YITOMSHYTh O Pa3BUTHH MOJXO0B K MOCTPOSHUIO HATYPAIIMCTUYHON Mojie-
JIM TIOBEJIEHHUsI UTPOBOro mepcoHaxka [29]. B mepByio odepens, 3TO AepeBbs MOBEACHHS, KOTOphIE HE
MIPEAIOJIaraloT UCIIOIb30BaHUs O0yYarONIMX aJropuTMOB. [IOMMMO HUX, pacCMaTPUBAIOTCSI TaKUE IOJ-
XOJibl, KaK «Q-00yueHue», reHeTHYeCKUI alropuT™M, a TakKe TMOpPHIOHBIN moaxoxa. B ucrounmke [26]
paccMaTpHBaeTCs MOAXOA K IMOCTPOEHUIO ar€HTHOM MOJENH, OCHOBAHHOM HAa MHUMMKPUHM U MOBTOPEHUU
MIOBEJICHUS UTPOKa-4ejoBeKa C MPUMEHEHHEM IOJBUAA IBOJIOIMOHHBIX AITOPUTMOB — IE€HETHYECKOTO
nporpaMMHpoBaHusl. Takol MoIXo MOXKET IMTO3BOJIUThH pa3padOTYMKaM He MPOIKCHIBATH JEWCTBHS UTPO-
BBIX [IEPCOHAXKEH, a MOKa3bIBaTh UM IIPUMEP, SKOHOMSI IIPH 3TOM BPEMs U PECYPCHI.

B HexoToprix paboTax, Takux kak [S50], ToBOpHTCS O IPUMEHEHUH HEHPOHHBIX CETEll K MOCTPOSHHIO
areHTHOW Mozenu. VimenHo B padote [50] cpaBHUBAIOTCS pa3inyHble HEHPOHHBIE CETH Ha MPUMEPE UIPhI
Ms. Pac-Man. B pabote [36] Takke CTpOUTCS arcHTHas MOjeiab Ha Oa3e urpel Ms. Pac-Man, omHako
B JIAHHOM CJTy4ae OCHOBHOU II€JIbI0 PAOOTHI SIBJISIETCS HIMUTALUSI YE€JIOBEUECKOTO CTHIISL HIPBI C HCIOIB30-
BaHMEM HCKYCCTBEHHBIX HEHpOHHBIX ceTedl. B mcrounmke [30] paccmarpuBaercsi KOMOMHHPOBAaHHBIN
MOAXOJ C HCIONB30BaHMEM HEWPOHHBIX cerell m Q-o0ydeHHs K 3ajade INepeABIKEHHUS OOBEKTOB
B YIIPOIIEHHOM UTPOBOM MHDE.

Pa3nuunble moaxonasl kK opranusanuu urposoro M u Moneneit noBeaeHUs HEUTPOBBIX MEpCOHAXKEN
paccMotpensl B [11]. B uncne Takux mouxoaoB paccMaTpUBAIOTCS alTOPUTMBI, Ucnoab3yeMble B MMO
W HCKYCCTBEHHBIE HEHpOHHbIE ceTu. [loxoxkee paccMoTpeHue Ben€Tcs Takke B pabote [6], rie peub UIer
0 IPUMEHEHUH UMEHHO HEHPOHHBIX CETEH K areHTHBIM MOJEIISAM B UI'pax.

B pabote [5] uccnenyrorcsi pa3inuyHbIe MOAXOABI K OOYYEHHIO, TaKMe Kak TiyOokoe o0ydeHwe,
CBEPTOUHBIE U PEKYPPEHTHBIE HEMPOHHBIE CETH, K BONPOCY KOMIBIOTEpHON UMUTALIMU UHTYUIMH. B uc-
TouHuKe [38] paccMaTpUBAIOTCS CYMICCTBYIOIIUE MOAXOABI K OOYUCHUIO UTPOBBIX arcHTOB Ha OCHOBE
HelpoceTeBbIX Mofeneii. B padote [45] aBTopamu pemaercs 3afada MOCTPOCHUS MOJCTH IOBEJCHUS Ha
0a3e «JIepeBbEB IOBEJCHUS» C MPUMEHEHNEM K HUM HEHpPOHHBIX CceTel AJIsl yNpOLICHUs] BHECEHHS N3Me-
HEHUH B MOBEICHUE NEePCOHAXKEH.

B ornenpHBIX paborax ImpearaloTcsi COOCTBeHHbIE o0ydwaromue mozaenu. B padore [59], Hampu-
Mep, UCTIONB3YIOTCA KIETOYHbIE aBTOMAThI, a B [19] — ckpbiTast MapkoBckass mozenbs. Mcrounuku [31] u
[34] onmceiBalOT MOzENb HA OCHOBE «IKCTpEMalbHOM oOydwaromied MamuHel». Pabdora [20] onumceiBaer
CJIOXKHBIH 00YYaIOIINi alrOpuT™M, OCHOBAaHHBIH Ha «TJIYOOKOM HEYETKOM OOYYEHUH C MOAKPEIICHUEM).
B pabore [17] mpumeHsieTcst «MeTO] OTIOPHBIX BEKTOPOB» (SVM).

OuneHka o01ero ypoBHsi pa3BUTHSI TeXHOJIOTHH MOJeJMPOBaHNS MOBECHUS areHTOB. AHaIu3
OCHOBHBIX TEHJIEHIINH, CBA3aHHBIX ¢ mpuMeHeHneM MMO Kk MozennpoBaHUIO OBEACHUS areHTOB, MTOKa-
3BIBAET, YTO HAMOOJIbIIIEE BHUMAHUE UCCIIEIOBATENHN YACISIIOT «00yUEHHUIO C TOAKPEIUIEHHEM) — Ha JIOJIO
9TOr0 BU/Ia O0YYEHUS MMPUXOAUTCS OOJIee TIOIOBHHBI PACCMOTPEHHBIX HCTOYHUKOB.

[Mpumenenue «o0yueHus C MOJKPEINIEHHEM» K MOJIEITH MTOBE/ICHUS] HHTEIUIEKTYaIbHOTO areHTa Ipe-
TIOJIaraer, YTo areHT OyAeT o0ydaThes MU B3aUMOJCHCTBUH CO CPEIOH MO CIIEAYIOIIEMY AJITOPUTMY:

® areHT MOJy4aeT JaHHbIE O TEKYIEM COCTOSHUU CUCTEMBI (OKPYKaIOIEeH Cperibl);

e Ha OCHOBE IOJYYEHHBIX IAHHBIX COBEpIIaeT NeicTBHE, KOTOpOEe IMEPEBONUT Cpeay B HOBOE
COCTOSIHUE;

e cpefa [TOCBUIAET areHTy OTKJIMK, Ha3bIBaeMbIil BO3HATPAXKAECHUEM.

3ajaya areHra CBOJUTCA K MaKCUMM3aIM{ MOJTYYaeMOro BO3HArpa)<AeHUs. OTa 3a7ada MPUBOIUT
areHTa K HeoOXOJJMMOCTH COBEPIICHHs HAWITy4Ileil BOSMOXKHOH ITOCIIeI0BATEIBHOCTH JEHCTBUI.

[oxoxuii MPUHIMIT 3aJI0KEH B OCHOBY Pa3HOBUIHOCTH «OOYUEHHMS C ITOAKPEIUIEHHEM», Ha3bIBae-
Moro «Q-o0y4yenuem». OHO Oosiee MPUMEHHMO K areHTHBIM CHCTEMaM M J0CTaTOYHO PaclpOCTPaHEHO.
OT1irume oT OOBIMHOTO «00YYEHUS C MOJIKPEIIEHHEM» COCTOUT B TOM, YTO (POPMUPYETCS TAaKXKe «(PYHK-
s 1osIe3HOCTH (Q» Ha OCHOBE IOJIY4aeMOro BOZHATPAXKICHUS. DTO JAET areHTY BO3MOXKHOCTh YUMTHI-
BaTh NPEABIAYIINNA ONBIT B3aUMOAEHCTBUSA CO Cpeaoit.

[Momumo 3TOro, OONBLIMM PACIPOCTPAHEHUEM IOJB3YETCSl HEHPOCETEBOM MOIXOJ] U «TIyOOKOe
o0ydenue». OTaenbHble UCTOYHHKH MPEAJIaraloT CBOW pealin3allid, OJHAKO B OOJBUIMHCTBE CIIy4acB
HCCIICOBATEIN 0a3UPYIOTCS Ha PaclpoCTpaHEHHBIX BUIax oOyduenus. Ha pucynke 1 HarisimHo mpen-
CTaBJICHO pacIpe/ieIeHUe MOy SIPHOCTY Pa3IMYHbIX METOJIOB Y UCCIIEZ0BaTENel U pa3padOTYHKOB.
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PI/ICyHOK 1 — Yacrora IPpUMCHCHHUA PA3JIMYHbIX METOHAOB MOICIIMPOBAHUSA IIOBCACHHSA ar€HTOB B COBPEMEHHBLIX
HCCIICA0BAaHUAX

Ba3oBbie moaXoabl K CO3IAHUI0 MO/IeJIN MOBeeHUs areHToB. K HacTosieMy MOMEHTY Haubosee
pacnpocTpaHEeHbl TPU OCHOBHBIX IIOJXOAAa K MOJEIUPOBAHHUIO MOBEIEHHS HWHTEIUIEKTYaJbHBIX areHTOB
[2]. IlepBBlif moAXON MHpeArNoiaraeT MOCTPOSHHE MOJENU Ha IpaBHiIaX, IMPU KOTOPOM Yy areHra ecTh
Ha0Op MpaBHI COOCTBEHHOTO TOBEEHUS B KXo cuTyaunu. OHAKO IPH 3TOM €ro HOBeJIeHUE OKa3bl-
BaeTcsl )KECTKO JETEPMUHUPOBAHHBIM U HETMOKHM.

[Ipumep noruky B MOJENAX MOBEICHUS TaKOTO poAa NMpUBEAEH Ha pucyHKe 2. Tak, BUAHO, 4TO CH-
HUM NpU3pak BCera MoBOpayMBaeT HAIPaBO, OPAH)KEBbIM — HaJIeBO, PO30BHIN IOBOPAUMBAET HAJIEBO WU
HAIpaBo, BBHIOWpAsi HANpaBJeHUE CIy4ailHBIM 00pa3oM, W TOJNBKO KPACHBIA IPU3PaK IO-HACTOSALIEMY
IpecienlyeT IEPpCOHaka, yIpaBIsIeMOro UTPOKOM.

PI/ICyHOK 2 — XKeéctko JACTEPMUHHPOBAaHHAA MOJCIIb ITOBECJICHUSI aKTOPOB

Bropoit nmoixos mpezrnonaraer mocTpoeHHe KOHEYHO-aBTOMATHOW MOJEH ITOBEJEHHUS, CAMOW H3-
BECTHO# peanmzanueii koroporo sBisiercs Goal-Oriented Action Planning (GOAP). IIpu TakoM moaxoe
KaKIOMY arcHTY COIOCTABJISETCS MHOKECTBO COCTOSHHM, CMEHSIEMBIX IIOJ BJIMSHHEM BHEUIHHUX WA
BHYTpeHHUX (DakTopoB. [Ipw 3TOM y Ka)IOTO COCTOSIHHS ONPEACISICTCS IIeb M IMOCISIOBATEIBHOCTD
JIEWCTBUH €€ TOCTIDKEeHNS, 3aKaHYMBAIOIIAsCs TIEPEX0/IOM areHTa B HOBOe cocTosiHue (puc. 3).
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Pucynok 3 — Koneuno-aBToMaTHasi MOJIeJIb IIOBEICHUS aKTOpa B MOJEIU

Tperuii MOAXOJ OCHOBAH HA KCIOJb30BAHUM MATEMATHYSCKOH MOJCTH «JICPEBHEB TMOBEIACHUS.
Ha pucynke 4 rpadudecku IpeacTaBICHO «IEPEBO MOBEACHUS» IS Cllydasi, KOrJa areHTy HeoOX0oIuMo
YTO-TO CHECTh, YTOOBI MIOBBICUTH MOKA3ATENb CHITOCTH.

Mpouece

TepeiT K ApyrumM
Jenam

MpoBEPUTE, ECTb MK

CenekTop CBECTb NULLY
B pHOK3aKe NULLa .

e ey

B3ATb NMLY M3
pHoK3aKa

Mpouecc

T

HaiTh nuwy MonoGpaTte NULLy

Pucynok 4 — Ilpumep Monenu «iepeBa NOBEICHUID

Pa3paGorka cpeabl IJIsfi TECTHPOBAHMSI MoOJejeil MOBeJeHHs] WHTEJLUIEKTYAIbHBIX AreHTOB.
YToObl OIEHUTh BO3MOKHOCTH HCITOJb30BAHUS HWHTEIUICKTYalbHBIX areHTOB, ObLia paspaboTaHa Ipo-
rpamMmHas miathopma Ha si3bike C++. Busyanusanust urpoBoro Mupa u uHTep¢eiica BIIOTHEHa Ha OC-
HOBe MynbTHUMenniHHOi Oubnmuorexkn SFML. Beibop cpencts peanuzanuu Obu1 00ycioBieH HHGOpMALIHU-
ei, oTy4eHHO! u3 ucTouHuka [1].

Ha HayanpHOM 3Tare MOArOTOBKH PACCMOTPEH BAPUAHT pealn3allii MOJIENTH TOBEACHHS Ha OCHOBE
KOHEUYHBIX aBTOMaTOB. Ha aHHOM 3Tare o0ydarolye aJropuTMbl He HCIIONB30BATUCH.

IMporpammuas miathopma HOPMHUPYET UTPOBYIO CPEY CO CICAYIONMMH MPABHITAMH:

® peanm3yercst peryisipHas CMEHa BPEMEHH CYyTOK M C€30HA BPEMEHH T'0/1a;

® MPOUCXOJWUT CMEHA MOTOMHBIX YCIOBHH, BBIMOMHAEMAs CITydaliHBIM 00pa3oM;
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e Ha UIPOBOM IIOJIE pacloIararorcs 0ObeKThl (KaMHHU, JEPEBbs, A0Ma);

e UIpoBas Cpefa «HACENEeHa» KUBOTHBIMHU U JIIOIbMU.

B xadecTBe OCHOBBI Ul MOJIEIUPOBAHUS T€HEPUPYETC KapTa UIPOBOTO MUPA, B KOTOPOM areHTHI
OyIoyT CyllecTBOBaTh, U C KOTOPbIM OymyT B3ammojelcTBoBaTh. MrpoBas kapra Oblia creHepUpOBaHa
TaiJIOBBIM METOJOM, TO €CThb IyTEM COBMELIEHHS OTIENbHBIX IUIUTOK, COOTBETCTBYIOIIUX OTIEIbHBIM
BuAaM naHamadra. J{iast aToro ObUTH HaApUCOBaHBI HAOOPHI IUTUTOK pa3mepoM 16x16 mukceneid (Taiice-
TBI) JUIs YETHIPEX CE30HOB CUMYIIALINU (Talbi. 2): «3UMay, «BECHAY, «JIETO» U «OCEHbY.

Tabnuna 2 — TaiinceTsl Jy1s pa3InYHBIX CE30HOB

Tun Taiina
Ce3on [pupoanstii tTangmapT I'pannusi
3abop n qom
Bona/nen Baayn HepeBbs 3emuisi/TpaBa KapTel
L= ol — 1
e | R | Agh B R it
| ll;-!‘q - lﬁ
Becna F"h. _ ﬂ $
b nr P E_r' - 'i
Jleto F"h. I ﬂi
L. 1
Ocenb h;. :1 ﬂ "
|

Pa3pa®oTaHHBIN MOIYIb CUMYIALMH OKPY)KAIOIIETO0 MUpPa MPU3BAH BHINONHAT 33a4l CMEHBI I10-
TOIHBIX YCIIOBHH, BpEMEHHU CYTOK U ce30Ha. Kaxblil n3 3TuX (hakTopoB MOXKET IOBIUATH Ha IIOBEACHHUE
arenToB. IToaTomy ObLIn pa3paboTaHbl METOIbI, KOTOPBIE OCYLIECTBIIAIOT MaHUITYIUPOBAHHE IIOTOAHBIMU
YCIOBUSAMHU U BpeMeHeM. Taroke ObUI pa3paboTaH OJO0K, OCYLIECTBIISIOIIUI BU3yaIU3alUI0 PAa3IHYHBIX
HOTOJIHBIX U BPEMEHHbIX YCIIOBUIL.

OOmas momyasanus MOJEIUPYEMBIX MIPOBBIX areHTOB, HPEJICTaBJICHHAs B BHUAE JABYX MHOXKECTB
(’KMBOTHBIE U JIIOJH), JOJDKHA JEHCTBOBATh B CUMYJIHPYEMOM MHpPE B aBTOMAaTHYECKOM pekuMe. B cBs3u
C 3TUM HE00XO0JMMO OBUIO H3HAYAJILHO OIPEETIUTh BECh CIIEKTP BO3MOKHOCTEH areHTOB.

CrekTp BO3MOXHOCTEH >KUBOTHBIX ONpEAeNsIcs AeHCTBUAMMY, HAIIPaBICHHBIMU Ha IOJJIEp)KaHUe
UX COOCTBEHHOM JKM3HECTIOCOOHOCTHU. BN 3a7aHbl Takue IapaMeTphl, KAK «ChITOCTBY M «GKaXKAa», KO-
TOpBIE ONPEAENISIIN, HY)KIAeTCs JIM areHT B IIOMCKE €bl WK IIUThs, a TAakkKe [I0Ka3aTellb «3amaca CHi»,
KOTOPBIH ONPEAENsl, Hy)KIaeTcs JIM areHT B OT/bIXE.

Bb11 chopMHUpOBaH CIIUCOK LiENeH «areHTOB-)KUBOTHBIX». B 3TOT crmcok Oblnn 3aHEeCEeHbI Takue Iie-
JIM, KaK IIOUCK IIHIIY, IIOMCK MUTHS, COH (JUI XKHUBOTHBIX CUUTAETCA BO3MOXKHBIM CIIATh B JIIOOOH TOYKe
UTPOBOTO MUpa, JOCTYIHOH 11 epeMelleHns), 6e3aernse (eciyu He cpaboTalio HA OHO U3 YCIOBUH, U HE
OblIa MPUHATA K UCTIONHEHUIO HUKaKas APYras Ienb), IOUCK YKPBITUS U OercTBo.

TecTHpoBaHHe KOHEYHO-aBTOMATHOW MoJe/H nopeieHus. IIpeanonaraemslii pe3ynasraT paspa-
00TKU JOMKEH ObUI NMPEACTaBIATh COOON MYIbTHMEIUHHYIO IPOrpaMMy, B KOTOPOH IOJb30BaTEIb MOT
CO37aBaTh CUMYJ/IALIMIO MUPA U [IOBEIEHUS MHTEIUICKTYaIbHBIX areHTOB, IIPEICTaBICHHbIX B BHE Hace-
JISFOLINX €T0 MePCOHAKEH.

Jlis peanusaiyu ObUI BBEIOpaH MOAXOJ, OCHOBAHHBIM HAa KOHEUHO-aBTOMATHOIH MOJEIN MOBEICHUS.
Taxoii moaxox obecredrBaeT JOCTATOYHYIO ITMOKOCTh IIOBEJEHH areHTa 0e3 HeoOXOIUMOCTH PACIIUCHI-
BaTh JAEPEBO MOBEJECHUSA Ul KaXKI0T0 OTACIBHOIO AEHCTBUSL.
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B paMkax mpoeKTUpOBaHUsI MOBEJIECHYECKON MOJENN areHTOB OBUIM BBIAEIEHBI UX CYLIECTBEHHBIE
CBOMCTBA: MOKA3aTEIH 3/I0POBbsSI U 3aIlaca CHJI, a TAKXKE MOKa3aTeIH ChITOCTH U JKaX/bl. DTH MOKa3aTeIH
HANpPSIMYIO BIIUSIIOT Ha TOBEJICHWE KaXKJOTO areHTa, IMOCKOJIBKY MOJAEpKaHUEe KaKIOro M3 HUX B HOp-
MAaJIbHBIX TIpeJieiax — 3TO KIIoYeBas 3a/1a4a JUIsi BBDKUBAHUS KaXKI0T0 HIPOBOTO CYIIECTBA.

3arem ObLIM BBIJIENIEHBl OCHOBHBIE METO/BI, KOTOpPBIE OYAyT YNpaBiIiATh UX HOBedeHHWEM. B uucio
TaKUX METOJOB BOLIEN IUTAHUPOBIIMK IIENeil, KOTOPBI Ha OCHOBE JaHHBIX O TEKYIIEM COCTOSHUH areHra
W MHpa J0JDKeH (POPMUPOBATH 11ENTb, K KOTOPOW areHT OyJeT CTPEMUTHCS (HapUMep, B CIydae CHIKEHHS
MOKa3aTessl CBITOCTH areHTy HeoOXOJMMO HaTH muiny). JpyriM OCHOBHBIM METOJOM CTall TJIAHUPOB-
MK AeicTBui. OH OTBEYaeT 3a MOCTPOEHHE KOHKPETHON LIENOYKH AeHCTBHIM, KOTOpasi NPUBOIAUT areHTa
U3 TEKYLIETO COCTOSIHUS B COCTOSIHUE, OIPEAEIIeMOe [ENbI0 areHra.

KoneuHo-aBTOMaTHas MOZIENb, peali30BaHHAS B XO/I€ pa3padOTKH, OKa3aiach MPHUIOIHON JUIS TOTO,
4TOOBI CO3/1aTh Ha € 0a3e UrPOBOH MCKYCCTBEHHBIH MHTEIUIEKT, KOTOPBIA OY/ET T0CTATOYHO peaiCTHy-
HO BECTH ce0s B pa3IMYHBIX CUTYaIHsIX.

CKpUHIIOTHI BBITIOJTHEHHSI IPOTPAMMBI TIPEIICTABIICHBI Ha pHCYHKE 5. MyJabTHMEMITHOE OKHO IIpOrpam-
MBI pa3/ielIeH0 Ha HECKOJIbKO JIOTHYecKnX dacTedl. Haubomplyro ruromans SKpaHa 3aHMMaeT OKHO BBIBOZA
TEKYIIEro COCTOSHUSI MUPa, B KOTOPOM M300pak€H HEMOCPEICTBEHHO HTPOBOW MHp, HAITOITHEHHBIN 00bEKTa-
MU U oburarensmu. COCTOSIHUE 3TOr0 OKHAa MEHSETCS! Kbl TaKT UCIONHEHHUS IPOrpaMMBbL: MOJIOKEHHE
obuTaTeneil epecyrThIBAETCS U OTOOPaKaeTCsl 3aHOBO. ATEHTHI IIPE/ICTaBIICHBI IIBETHBIMU CIIPAHTAMH.
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Pucynok 5 — JleMoHCTpanust paboThI IIPOrpaMMBI: @) CE30H <JIETO»; 0) CE30H «OCSHB)»

B mpaBoii yacTu sKpaHa pa3MelleHo OKHO BhIBOJa MH(OpMAaIMK 0 MHpe. Bepx 3Toro okHa 3aHMMaeT
OJI0K MH(OpPMALIUK C TeKyILIeH IaToi, BpeMEHeM U MOorojoi. PsamoM ¢ 3TuM OJ0KOM pa3MenieHbl KHOITKU
YIpaBIIEHNUS, C TOMOIIBIO KOTOPBIX MOYKHO COXPaHUTh TEKYIIIEE COCTOSHUE CUMYJISIINH WU BHIATH B MEHIO.
Hmxe pacrionoxens! 1a Ooka BbiBoza MH(GopMalmu 00 oburatensx Mupa. [lepBblii OJ0K cOepKUT UH-
(hopMaiuio 0 CIKCKe KUBOTHBIX, HACEISIONIMX MHp B CleAytonieM (GopMaTe: MHANBHIYaJIbHBIN HIeHTH(U-
KaTop >KMBOTHOT'O, €T0 MOKa3aTeIH 3/I0pOBbA U 3amaca CUJI, a TakKe TeKyllee COCTOSHUE KOHEUYHOro aBTO-
Mara, yIpaBJISIOIIEro MOBEJCHHEM KOHKPETHOTO YKMBOTHOTO. BTOpOil OJI0K COIEp»KUT aHATOTHYHYIO WH-
¢dopmanmio o Jronsax. OnHaKo, B OTIIMYKE OT )KUBOTHBIX, B OTHOILICHUH HACEISIONIMX MHP JIFOJIEH BBHIBOIIUT-
cs1 nH(pOopMaIKsl, BKITIOYAIOIIAs MX UMEHA 1 (JaMUIIHH, a TAKXKe TIOJI0KEHHS B TIPOCTPAHCTBE.

Ha ocHoBe skcneprMeHTOB, NMPOBEJEHHBIX C MCIOJIB30BAHUEM pa3padOTaHHOW ILTaT(OpMBI, ObLIa
IPOBE/ICHA OLIEHKa pabOTOCIIOCOOHOCTU KOHEYHO-aBTOMaTHOM MOJIEIH, KOTOpasl II0Ka3ajla BO3MOXKHOCTh
peanu3anuy BceX HEOOXOAMMBIX CIIEHApUEB MOBEJCHUs areHToB. lIpenmnonaraercs, 4To B JajbHEHIIEM
(YHKIIMOHAIBHOCTh MOJIENTM OyIEeT pacluIMpeHa 3a CYeT BKJIIOYEHHS B Hee alTOPUTMOB CaMOOOy4eHUs,
OCHOBaHHBIX Ha METO/IaX, OMMCAHHBIX BHIIIE B paMKax JIMTEpaTypHOTro o030pa.

BriBoabI. B X071€ IpOBEICHHOr0 HCClIe0BaHUs ObUIH PEILECHB! CISAYIOIINE 3a1a4u.

1. BeImonHeH aHamu3 CyIIeCTBYIOMINX MOJAXO0A0B K MOJICIIUPOBAHUIO [TOBEACHUS HHTEIUIEKTYaIbHBIX
areHToB U ONpeJeNneHa 3a1ada pa3paboTKH Cpelibl Ul TECTUPOBAHMS 3THX MOZIEINIEH.

2. Pazpaborana miatdopMa I MOIEIUPOBAaHUS IIOBECHUS areHTOB Ha OCHOBE aBTOMAaTHOM MOJIENH,
peanu3yrolas Ba MeTo/a yIpaBIeHHs IOBEICHIEM areHTa: IUTaHUPOBILHK Leel U IUIaHUPOBIIUK ACHCTBUH.

3. IIpoBeneHa anpoOarys MOAX0Aa, OCHOBAHHOI'O Ha KOHEYHO-aBTOMATHOW MOJENH TIOBEICHHS, U3yye-
HBI €€ OCHOBHBIE JJOCTOMHCTBA M HEJIOCTATKH. Pe3ybTaThl, MOy4deHHbIE IPH IIPOBEICHIH CUMYJISIIIMK Ha Oase
9TOTO MO/IX0/1, MO3BOJIJINA YCTAHOBHTD, YTO JAHHAsI MOJIETb MOXKET OBITh YCHEIIHO MPUMEHEHA JUTSl MOJIEITH-
POBaHUS TIOBE/ICHUS MHTEIUICKTYaIbHBIX areHTOB KaK B KOMITBIOTEPHBIX UTpax, TaK M B IPYTUX KOMITBIOTEp-
HBIX CUCTeMaX, Iie TpeOyeTcsl OpraHnu30BaTh CIOXKHOE HoBeseHue. Hanpumep, B cucteMax ynpaBiieHHs II0Be-
JICHUEM TOJIIbI B YPE3BBIYANHBIX CHTYAIHSIX, TIPU MOJICIIMPOBAHUY PAa3BUTHSI SIIUIEMHUH U T.IN.
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