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AHHOTALUA

B pabore wmcchenyercs crnenuduka NPUMEHEHHS  alTOPUTMOB  OOY4EHHs
¢ noxakperienueM (PPO) st co3gaHuss HEMIpOBBIX TEPCOHAXEH B COPEBHOBATENBbHBIX
BUJICOMTPAX C HEMOJHOW uH(popmanueil. Pa3zpaboraHa TecToBas cpena ¢ MeXaHMKaMU
CKpBITOrO ayKIIMOHa U ympaBieHus pecypcamu. IIpoBenena onenka 3¢dexkruBHOCTH
00y4eHHOW HeWpoceTeBOW MOJENHM B CPaBHEHUM C 0a30BBIM 3BPUCTUYECKUM AJITOPUTMOM
(Baseline). Pe3ynabrarbl mOATBEP)KAAIOT BBICOKYIO aIAalTHBHOCTh areHTOB B KOHKYPEHTHBIX
ycnoBusax W (opmupyror 0a3zy ansS  JaNbHEHIIUX HMCCIIEIOBAaHUH  MHOTOAreHTHOTO
camooOyuenus (Self-Play).

KioueBble cioBa: MammHHOE oOOydeHue, OOy4eHHE C  TOAKPEIUICHHEM,
COpEBHOBATENbHbIC 3a]1aul, HeUrpoBble nepcoHaxu, Unity ML-Agents.

Beenenue

CoBpeMeHHas UTPOBasi MHAYCTPUS aKTUBHO BHEAPSET METOAbI MAIIMHHOTO OOy4eHUs
JUIS CO3JIaHWSI MHTEJUICKTYaJbHBIX areHTOB, CIIOCOOHBIX COCTaBHTH KOHKYPEHIIMIO HTPOKY.
Oco0yto CIIO)KHOCTb IPEACTABIISAIOT COPEBHOBATENIbHBIE UTPBI C HETIOJIHOM MH(pOpMaLMe, rae
areHTy HeoOXOAMMO HE€ TOJBKO OIEHMBAaTh MaTeMaTHYeCKoe OKUJaHWEe COOCTBEHHBIX
JIEWCTBUI, HO ¥ TIPOTHO3UPOBATH MTOBEJCHUE ONIMOHEHTA B YCIOBHIX CKPBITHIX JaHHBIX [ 1, 2].

Llenpto naHHOM paloThl sABIseTCd uUccienoBaHue H(PPEKTUBHOCTH OOydeHUs
¢ nogkperenueM (Reinforcement Learning) B acHMMETpUYHBIX COPEBHOBATENILHBIX 3a]ladyax
U OIICHKA KayeCcTBa BbIpAa0OTaHHBIX areHTOM cTpareruii Ha 6ase miargopmsl Unity ML-Agents.

1. MeTogos10rusi ¥ ONMCAaHUE COPEBHOBATEJILHOM Cpebl

Jlnis mpoBeleHUsl HKCIEPUMEHTOB Obljla CIPOEKTHPOBAaHA IIOLIArOBasi CUMYISIUS
KapTOYHOH WTPBI, OCHOBaHHAs HA MEXaHUKE 3aKPHITHIX cTaBOK. COpEeBHOBATEILHBIN TPOIIECC
pa3BoOpauMBaeTCAd MEXKIY JBYMsl CYLUIHOCTSIMHM, OOJaJarollMMU OOIIMM IIYJIOM PEeCcypcoB
(oukamu 3710pOBBs). PayHn cocTOMT W3 ciemoro aykiuoHa 3a MpaBO NMPUMEHEHUS KapThl
C BapbUPYIOIIMMHUCS CBOWCTBAMH (HaHECEHHWE YPOHA, BOCCTAHOBJICHHE 3JIOPOBBS,
KOMOMHUPOBaHHBIN 3P PEKT).

Jnst oneHkH >(PQPEeKTUBHOCTH HelpoceTeBoi Mopaenn Obul pa3zpaboTaH 0a30BBIi
npotuBHUK (Baseline) Ha ocCHOBe 3BpPHUCTHYECKOTO aBTOMara COCTOSHHUM, MaTeMaTH4eCKU
pPacCUMTHIBAIOUINI ONTUMAIBHYIO CTaBKY B 3aBHCUMOCTH OT TEKYILIETO YPOBHS 3/10pOBbS U
THUIIa pa3bIrpbIBaeMoi KapThl. HelipoceTeBoii areHT noyyan HH(OOPMAITHIO O COCTOSTHHH CPEJIbI
4yepe3 BEKTOp HAOIIOACHHI pa3MEPHOCTHIO 4 (310pOBbE YIACTHUKOB, CHJIA U THIT KapThI).
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2. Ouenka 3(ppeKTUBHOCTH 00y4YeHHUSs U AHAJIU3 Pe3y/1bTaTOB

OOyyenune Momenu TMPOBOAWIOCH C NpUMeHeHHeM anroputma Proximal Policy
Optimization (PPO) [3]. Hanuune B cpene ckpbiToil MHGOpPMAIUK (CTaBKH MPOTHBHHUKA) U
BapUAaTHBHOCTH KapT CO37aBaj0 pPHUCK CXOAWMOCTH areHTa K JIOKaJIbHOMY OINTHMYMY
(maccMBHOMW CTpareruy C HYJIEBBIMU CTaBKamu). Jlast pemienus mpoOsiemMbl ObLT IPUMEHEH
meton Curriculum Learning, a Taxke cKoppeKTHpoBaH koddduimueHT uccienopanus (beta).

B xome skcmepuMmeHTa areHT oOydaycs MPOTHBOCTOSTH 0Aa30BOMY IBPUCTHYECKOMY
anroput™My. I'paduk M3MeHEHHs METPHKH cpenHedl HakoruieHHOW Harpaasl (Cumulative
Reward) npogemoHcTprpoBaH Ha prCyHKE 1.

Environment/Cumulative Reward

1

Run +
Auction_Test_05\AuctionAgent

Pucynok 1 — Jlunamuka cpeHei Harpajspl B polecce 00yueHus

[IpencraBieHHbIi rpaduK WUTIOCTPUPYET MPOLIECC aIalTalluy areHTa K KOHKYPEHTHON
cpene. Ilocne stana nepsuyHoro uccienoBanus (1o 100 000 maros), XxapakTepru30BaBLIETOCS
BBICOKOW JUCIIEPCHEN U OTpUIIaTeIbHON Harpaaou, anroput™m PPO mo3Bonun chopMupoBarhb
KoHTp-cTpareruto. Haunnas ¢ 150 000 utepaumii, 3p(heKTHBHOCTb areHTa CTabMIM3HpoBajach
Ha otMmeTke 0.97.

Jns BepudUKaMU pe3ynbTaroB ObUI NMPOBEACH CUMYISLMOHHBIA TypHHp (1000
naptuif) B pexxume BbiBozja (Inference Only). Ananu3 coOpaHHBIX JIOTOB IOKa3aji, 4TO
ML-arenr opepxan mnobexy B 99.4% wmarueil. Mopens Hayuymiach 0e30MIHO0YHO
KJIaCCU(UIIUPOBATh LIEHHOCTh KapT (B YaCTHOCTH, MPUMEHSS MAaKCUMAJIbHYIO arpeccuio Mpu
BbINa/IeHUN KapT «Bamnupusm»), IpeBoCXos KECTKO 3a/1aHHYIO JIOTUKY OIIOHEHTA.

3akJiouenue

Pesynbrartel HMccleoBaHUS JTOKAa3bIBAIOT BBICOKYIO 3()()EKTUBHOCTH NPUMEHEHUS
METOJI0B 00YUEHUS C MOAKPEIUIEHHEM B COPEBHOBATENbHBIX UTPOBBIX 33/ja4ax. AT€HT YCIEITHO
BbIpabOTaJ cTpaTeruu ajlanTaluy K JIOTUKE MPOTUBHUKA B YCIOBUAX HEMOIHON MH(OpMAIIHH.

Bmecte ¢ Tem, oOyueHHEe MpPOTHB CTAaTMYECKOTO aJrOpPUTMa OTPAHUUYMBACT
SMEP/HKEHTHOCTh MOBEJCHU areHTa. [lepcrieKTUBHBIM pa3BUTHEM JIaHHOTO MPOEKTa SBIISETCS
MPUMEHEHNUE TEXHOJOTUM CHUMMETPHYHOTO MHOTOareHTHoro camooOyuenus (Self-Play) [4].
HckiroueHre 3BpUCTHYECKOTO aIrOpUTMa U 00ydeHHE areHTOB B KOHKYPEHTHON 0oprOe npyr
IPOTUB JIpyra MNOTEHLUUAJIbHO TIO3BOJMUT BbIpaOOTaTh OoJiee CIOXKHBIE IOBEACHUECKUE
NaTTepHbI, HEIOCTHXKUMBIE NPU TEKYIIEM MOIXO/IE.
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Abstract

The paper investigates the efficiency of reinforcement learning (PPO) algorithms for
non-player characters in competitive video games with imperfect information. A test
environment with a blind auction mechanic was developed. The evaluation of the trained neural
network model against a baseline heuristic algorithm confirms the high adaptability of ML
agents in competitive conditions, forming a basis for future self-play research.

Keywords: machine learning, reinforcement learning, competitive tasks, non-player
characters, Unity ML-Agents.
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