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AHHOTALUA

B pabote paccmaTpuBaeTcs CO3JaHUE CUMYIAIMU 00 MEXIy TpyIIaMHu C
UCITOJIb30BAaHUEM HMCKYCCTBEHHOTO MHTEIUIEKTa. B kauecTBe ucciaenoBaHus ObLIA
U3ydeHbl HEOOXOJMMBIC SI3BIKM IporpaMMupoBanus, ABkok Unity3D s
co3faHusi mporpamMmHoro ooOecrieueHusi. B pesynpraTre ObuT0 co3gaHo [1O mms
CUMYJIAIAH 0051, M IPOBEJICH PSIJT SKCIICPUMEHTOB.
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Abstract

The paper deals with the creation of simulation of battle between groups using
artificial intelligence. As a study, the necessary programming languages, unity3d
engine for creating software were studied. As a result, software for battle
simulation was created, and a number of experiments were conducted.
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Henb3st He mpu3HATh, YTO B HAIlE BpPEMsSI UIPOBasi MHIYCTPHUSL WUTPAET B
HKOHOMHUYECKON U COLMAIBHON U Apyrux cdepax *KU3HU O00JbIIyI0 poiib. Kaxknas
UTpa MOXET 3aleNUTh YeJI0BEKa YEM-TO CBOMM. DTO MOXET OBbITh MPOAYMAaHHbBIN U
MHTEPECHBIN CIOKET, KpacuBas Ipaduka, yBIeKaTeIbHbIN revimruieil. Hekoropsie
UTPBI CIIOCOOHBI MOPa3UTh CBOEH MPOPabOTKONW MCKYCCTBEHHOI'O MHTEIUIEKTA. JTO
OUEHb Ba)XHAs 4YacThb JIIOOOW Wrpbl, Belb MMEHHO Onarojmapsi urposomy WU
WUTPOBOM MUP CTAHOBUTCSA IO HACTOSIIEMY KUBBIM U HHTEPECHBIM.

Lens wuccnepoBanuss — mnoctpouth IO s  cumymsimuum  06os  C
UCIoabp30BanueM urposoro M.

B omnoit u3 crareii A. A. AnumoBa u O. A. IllabamuHoit paccMmoTpenu
KOHIICTIUIO CUCTEMBI YNPABJICHUS MEPCOHAKAMHU UTPOBOTO BUPTYaJIbHOTO MHpA
Ha OCHOBE areHTHOI'0 MOJIXO/a, IMO3BOJISIONIASl pPEean30BaTh pPalMOHAIBHOE U
peanctinuHoe noseaeHue nepconaxkei[4]. Oxomumceknit J.E., I1aBnosckuii B.E.,
[lnaxoB A.I'. um TyranoB A.H. 3aHuManuce MoOJeIUpOBaHHEM pPOOOTOB
dbytbonuctoB u ux urpoii[5]. B cratee A.M. Amudupoa u U.B.Muxaiinosa
aBTOPbl PACCMATPUBAIOT CO3J]AaHUE MCKYCCTBEHHOTO MHTEIUIEKTa CIOCOOHOTO
urpath B maxmatei[6]. Anekc k. [llammanmap pacckassiBaeT B CBOeH pabore o
TOM, KaK Hay4YuThb BHUPTYAJbHBIX IIEPCOHAXKEW pEArupoBaTb HA BHELIHUE
Bo3aercTBus[7]. Hyxuit A.A. u Tepemenko T.M. onucbiBaau Mpolecce
pa3pabOTKu alropuT™Ma IOBEJICHUS IMEPCOHAXKA-MPOTUBHUKA C HCIOJIH30BAHUEM
Mojie- Jied MCKyccTBeHHOro uHrteiuiekta B cpeae Unity3D. [8]. @eu JI, Kauto
Smamoro ; Jlyuc X. Homypa ; Cyrcyke Mosyno; HouMun JIun u Pak TaBoHMac B
CBoeM o0mer paboTe pacckas3plBalOT O MPUHITUMIIAX cosmanug UM s
KOMIBIOTEPHOU UTPHI kaHpa ¢aitunr[9]. Anxypuc. b. u Hosak /[ pacckazanu 06
oOILIMX MPU3HAKAX UTPOBOT0 UCKYCCTBEHHOTO MHTEIeKTa[10].

Cama mporpamma, Kak MW Jro0as mOporpaMma, CKOMIIMJIUPOBAHHAs C
nomoineio Unity3D, coctout u3 daiina «*.exe», Ilanku ¢ ¢aitnamu «* Datay, u
texundeckoro (aiima UnityPlayer.dll, kotopsiii anantupyeT nporpamMmy Kak MO
32x-0uTHBIE, TaK ¥ MO 64X-OUTHBIE OepaIliOHHbIC crucTeMbl. (Puc.l)

Kras Jata nameHeHnA Twun Pazmep
AlBattleGrounds_Data 17.05.2019 12:15 Manka c dainamn
MonoBleedingEdge Manka c dainamm
AlBattleGrounds,exe 17.05.201912:15 MpunoxeHne 636 Kb

2 UnityCrashHandlerfd. exe 05.04.2019 22:27 Mpunomxenne 424 KB

%] UnityPlayer.dll PacwmpeHne npu... 22 366 Kb

%] WinPixEventRuntime.dIl 05.04.201% 22:20 Pacwumpenne npu... 42 Kb

Puc. 1. KoMmmiekranusi nporpaMmbl

[Tocne 3amycka mporpaMMbl Cpa3y OTKPOETCS UTpoBast Jokarus (puc.2).
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AlBattleGrounds . X
. Al BattleGrounds
M O n ey = 3 O 0 O $ v. Alpha 1 Made by: Viadimir
Units Set Team “Use LMB 1o pac i,
Rifleman v . Team 1 v Start Al m IEQET‘E 3‘&‘3::‘..?5.}{."."

Puc. 2. OkHO ¢ UTpoOBO#t JTOKaIEH

B IIporpamme mist CUMYJISIIUU €CTh BBIOOP M3 6 pa3HBIX IOHUTOB CO CBOUM
crioco0oM BezieHus 005 (puc.3).

AlBattleGrounds x

Money: 3000% Al BattleGrounds
Units Set Team S 4 bk s
Grenader v | WTeam1  ~ Start Al B G e o

Puc. 3. Bce BubI FOHUTOB B UTpe

JIJ'ISI KaXXJ0T0 IOHUTA MOXXHO HPEABAPHUTCIBHO IMPHUCBOUTH HIBCT KOMAHADBI.

(puc.4).
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AlBattleGrounds . X
. Al BattleGrounds
M O n ey * 3 O O O $ v. Alpha 1 Made by: Viadimir
Units Set Team “Use LB 1o pac i,
Rifleman v |WTeams Start Al ae AL o i

Puc. 4. FOHUTBI U3 pa3HBIX KOMaH]]

Bce komanabl BpaxeOHb! ApyT K apyry. Kaxxnolh koMaHIie COOTBETCTBYET
CBOM IIBET.

[Ipu 3amycke mporpaMMmbl BCE PACCTABJIICHHbIE IOHUTHI OyAyT HEAKTHUBHBI,
CTOSITh Ha CBOeM MecTe. Jlsl 3amycka CUMYJISIIUM HEOOXOJIMMO HaXaThb KHOMKY
“Start Al” B BepxHel IMEHTpalbHON YacTH dKpaHa. [lociae 3TOro Bce areHTHI
NepeiayT B COCTOSIHME MOMCKA Bpara, €clid Ha CIIeHe IPUCYTCTBYET XOTs Obl OJUH
IOHUT U3 JPYTroil KOMaHbI (pHc.5).

AlBattleGrounds . X

. Al BattleGrounds

M O n ey * 3 0 0 O $ v. Alpha 1 Made by: Viadimir
Units Set Team Use MB opaceunt
Rifleman v [l Team2 ~ StOp "0 GELETE o Gt .

Puc. 5. KOHUTHI nepenim B HaCTyIJIEHNE

[ToGenuBIIyI0O KOMAHAY MOXHO JIETKO OINPEACIUTh [0 KOJIHYECTBY
ocTaBIUXcs O0OUIOB (puc.6).
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AlBattleGrounds

Money: 3000 Al BattIeGr;)und;

Units

v. Alpha 1 Made by: Viadimir

Puc. 6. Kpacnas koMania ojepsxaia nodesy, notepsiB 0JJHOro 0oua.

Tak k€ HE HCKJIIOYCHBI Clydan, Korga MCXKAY KOMaHIaMH HC 6y,[[€T

HO6€I[PITCJICI>1: 0ocBBIC I[GﬁCTBPIiI MOI'yT MOMTH CaMbIM Pa3HbIM 06pa30M.

B xoxe pabotel Obuio co3mgano 1O mis cumynsanuu 605 UCKYCCTBEHHBIM

HHTCIIIICKTOM, " ObLIIH IMPOBCACHBI O9KCIICPUMCHTBI, KOTOPBIC ITIOKAa3aJId, YTO JaHHAA
CHUCTEMaA SABJIACTCA OUYCHBb FPI6KOI>1, HUMCCT IIOTCHIUAJI JJIA I[EU'IBHGIZHIGFO pa3sBUTHUA U
MO>KET OBITh HCIIOJIb30BaHa JJIIsL I[EUIBHCIZIHPIX ITPOCKTOB.
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