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Annomayus: AKTyanbHOCTh TEMBI CTaTbU OOYCIIOBJICHA PACTYIIMM HMHTEPECOM K MYJIbTHATCHTHOMY
UMHTAIMOHHOMY MOJEIUPOBAHHUIO JTUHAMHYECKUX CHCTEM Pa3NIUYHON (U3MUYECKOW M COLUAIbHON
npuposl. B HacTosmee BpeMs Ha MEPBbI TUIaH BRIXOAUT KOHIETIINS HHTEIJIEKTYalbHOTO areHTa Kak
UMHUTALOHHON MOJENN MOBEJCHUs aKTUBHOI'O 3JEMEHTAa B CIOXKHBIX CUTyalUsAX M CTpaTerHsxX
B3aUMOJICHCTBUS C APYTMMH aKTHBHBIMU 3JIEMEHTaMU M CpeJod AJsl JOCTIbKeHMs 1enu. B oOmeit
KOHICTIIINH HWHTEIUIEKTYAIHOTO areHTa W AareHTHBIX TEXHOJOTMH WMHUTAIMHd B3aUMOJCHCTBHS
JMHAMAYECKUX OOBEKTOB B HANPABICHUH JOCTIDKCHHUS LENH MpeIaraeTcss METOX CTPYKTYypHO-
MapaMeTpUICCKOro MOACITUPOBAHUA HHTCIUICKTYAJIbHBIX Aar¢HTOB W MYJIBTHAICHTHBIX CHUCTEM C
QITOPUTMAMH HACHTU(GUKAMH W TPOTHO3UPOBAHMS COCTOSHMS areHTOB, a TAaKKe IpOrpaMMHast
peanu3anys MYJBTHATCHTHBIX HMHTAIMOHHBIX MOJENeld MPOU3BOJCTBCHHBIX, COIMAIBHBIX H
MapKETUHTOBBIX CHCTEM. B 3TOll CBS3M aKTyaJbHOCTH TEMbI OOYCIOBIMBAETCS HEOOXOIUMOCTHIO
noBbIeHUS 3()(HEKTUBHOCTH MYJIbTHATCHTHOTO OOYYCHHUS C MOJKPEIJICHUEM B TEOPETHKO-UTPOBBIX
3a7a4ax TOMCKa ONTHMAIBHBIX CTpAaTeTHil. B craThbe OMHMCHIBAIOTCS alrOPUTMBI MYJIHTHAreHTHOTO
00y4YeHHsI ¢ MOJIKPEIUICHUEM B TEOPETUKO-UIPOBBIX 33j]auax, Takhe Kak minimax-Q, Korja peanu3yercs
MHUHHUMU3AIUNU BO3MOXXHBIX IMOTEPh U3 TEX, KOTOPLIC arc¢HTY HCJIb3d NMPEAOTBPATUTH MPU PAa3BUTHU
coOBITHI MO Hauxydmemy i Hero crenapuro u WoLF-PHC (Win or Learn Fast — Policy Hill
Climbing), peanusyromeMy MNOIUTAKY OBICTPOTO BBIMTPHIMIA HIU OBICTporo obydenwus. llokazansr
JOCTOMHCTBA MW HEAOCTATKHM MOAaHHBIX IIOAXOJ0B, MNPWUHIMIIBI HX MOACPHU3AIHMU W BO3MOXKHOCTH
peann3ayy yKa3aHHBIX TOIX0I0B B Cpeax HMHTAIIMOHHOTO MOJICTTHPOBAHUS.

Knwouesvie cnoga: mynbTrareHTHOE 00yueHHE, 00yUeHHE C MOAKPEIJICHUEM, CTOXaCTHUECKHE UIPBHI,
CTpaTeruy paBHOBECHSI.
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Algorithmization of multi-agent learning with reinforcement in
the game-theoretic problems of finding optimal strategies
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Voronezh State Technical University, Voronezh, Russian Federation

Abstract: The relevance of the topic of the article is due to the growing interest in multi-agent simulation
of dynamic systems of various physical and social nature. Currently, the concept of an intelligent agent
as a simulation model of the behavior of the active element in complex situations and strategies for
interaction with other active elements and the environment to achieve the goal is coming to the fore. In
the general concept of an intelligent agent and agent technologies for simulating the interaction of
dynamic objects in the direction of achieving a goal, a method of structural-parametric modeling of
intelligent agents and multi-agent systems with algorithms for identifying and predicting the state of
agents, as well as software for multi-agent simulation models of production, social and marketing
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systems. In this regard, the relevance of the topic is determined by the need to increase the effectiveness
of multi-agent training with reinforcement in the game-theoretic problems of finding optimal strategies.
The article describes multi-agent learning algorithms with reinforcement in game-theoretic problems,
such as minimax-Q, when minimizing possible losses from those that cannot be prevented by an agent
when events develop according to his worst-case scenario and WoLF-PHC (Win or Learn Fast — Policy
Hill Climbing), which implements a policy of quick gain or quick training. In this case, the WoLF-PHC
algorithm, which is a modification of the PHC algorithm. The algorithm has different learning speeds
when winning an agent and a pro-game. Agent training rates vary to maintain algorithm convergence.
The main idea of this algorithm is to learn quickly, losing, and slowly, winning. The advantages and
disadvantages of these approaches, the principles of their modernization and the possibility of
implementing these approaches in simulation environments are shown.

Keywords: multi-agent learning, reinforcement learning, stochastic games, equilibrium strategies
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BBenenune

IloBeneHuecKkne acCeKThl B3aMMOJECHCTBUS areHTOB B TMHAMUYECKOW CUCTEME MOTYT
OBITh peanu30BaHbl MPOrPAMMHO B COOTBETCTBUU C ONPEICIEHHBIM aITOPUTMUYECKUM
pemenueM. OpHako, Kak IpaBWIO, MHOIOArcéHTHas CHCTEMa OYEHb CJIOXKHA, a
[IPEJIBAPUTENLHOE MPOrPAMMHUPOBAHUE CUCTEMBI IO MPAKTUYECKUM NPUYMHAM HEBO3MOXKHO.
Kpome Toro, auHamMMKa areHTOB M OKpYXKaroUled cpeibl HE CTallMOHApHA M, KaK CIEACTBHE
TpeOyeTcst 00ydeHue 1 afanTanus.

B cBoeii opurnnanbHoit pabote Jlutman [1] cocpenoTouns BHUMaHKUE TOJIBKO Ha JABYX
areHTax, KOTOpble UMEJIU IPOTHUBOMNOJIOXKHBIE U IPOTUBOINOIOKHBIE LIEJIH, KOI/la OHU MOIJIU
Obl  UCNONB30BaTh OJHM  (YHKUMH  BO3HArPaXJEHHUs, KOTOpOE OJAMH  HbITAJICA
MaKCUMHU3HMpPOBaTh, a JPYrol — TMBITAICA CBECTH K MHHMMyMy. B panuoHanbHOU
MHOT'OAareHTHON HIpe KaXbli areHT JOJDKeH KaKuM-TO 00pa3oM OTCIEKUBATh pealu3aluu
JIpYTUX C T€M, 4TOObI B pe3yJibTaTe MOJYyUUTh COrIacOBaHHOE moBeneHue. Kpome Toro, mMbl
umeercs mpoOiaeMa MacITabupyeMOCTH, CBA3aHHAs C TEM, YTO areHThI JT0JKHBI OTCIICKHUBATh
00JbIIOE KOJMYECTBO BO3MOXKHBIX COCTOSSHUM M COBMECTHBIX JeicTBUil. OOyueHue B
CTOXAaCTUYECKUX MIpax MOXKeT ObITh (OpPMaIM30BaHO Kak IpodiieMa MyJIbTHAareHTHOTO
o0Oyuenus ¢ noakpemenueM (MARL), koraa areHTsl BBIOMpaOT AEUCTBUS OJTHOBPEMEHHO B
TEKYIIEM COCTOSIHMM M IOJy4daroT Harpaiel B cienyrouiem. Kak npasuio, B cinydae MARL
areHTaM He M3BECTHA NepexoiHas QyHKUUS WM (YHKIUS BO3HArpa)JCHHU, 3aBUCSIINAE OT
COCTOSIHUSI OKPY KAIOLIEH Cpelibl, IPH ATOM PAllMOHAIBHOCTb U CXOIUMOCTD SIBJISIFOTCS JBYMSI
JKeJlaTeIbHbIMU CBOMCTBAMU ISl MyJIbTHAr€HTHBIX aIrOPUTMOB OOYUEHHUS B CTOXAaCTHUECKUX
urpax [2].

B anroputmax cToXacTHuecKoro o0y4eHus TakKe MPUCYTCTBYET UEsl KOHBEPTCHIINHU.
JomnycTum, 4TO BCE OCTANBHBIE UTPOKH UIPAIOT B CTALlMOHAPHBIE CTPATErMH, HE y4ach U HE
MeHSII CBOMX CTpaTerui, 4YTO TIO3BOJIAET aJalTUPOBAThCS K TaKOMY IIOBEIACHHUIO U
peaIn30BbIBAaTh CXOAMMOCTD K PallMOHAJIBLHOM cTpaTeruu (paBHoBecue 1o Homry).

B [3] dbopmanuzoBana audepennanbHas UTpa o OXpaHe TEPPUTOPUH, TI€ 3aAITUTHUK
IIBITAETCS IEPEXBATUTH 3aXBATUMKA, TPEK/IE YEM 3aXBAaTUUK JOCTUTHET TEPPUTOpUHU. [[aHHAs
Urpa paccMaTpUBaeTCs KaK CTOXaCTUYECKas C HyJIeBOW CyMMOM TJie 3allIMTHUK UTPAET IPOTUB
3axBaT4yMKa B CETH. JlanbHeliee N3/10)KEHNE MTOCBALIEHO PACCMOTPEHUIO UMEHHO 3TOM HUIPbI
¢ ucnoibp3oBaHueM anroputMoB MARL, mpuMeHUTENbHO K KOTOPOM HCHOJL30BAIKCH JBa
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ajiropurma O6y‘leHI/I${ C IOAKPECIIJIICHUEM B ,Z[aHHOI>'I HUI'pe, U IPOBCPACTCA ITPOU3BOAUTCIIbBHOCTD
9TUX AJITOPUTMOB 06yqu1/151 Ha OpCIMET CXOAUMOCTH U palluOHAJILHOCTH.

MeToabl McCeT0OBAHUSA

B pabote [1] mpemnaraercs aaropuTM MHUHHUMAKCHOTO Q-00ydeHHs, CHEIUaibHO
pa3paOoTaHHBIN 711 CTOXaCTUYECKUX UTP C HYJIEBOM CyMMOM Ui ABYX MIPOKOB. AJITOPUTM
WCIIOJIb3YET MIPUHIMII MUHUMAKCA, KOTOPBIA HY)KHO Pealu30BaTh U1 CTPATETUN PaBHOBECHUS
Hoima v 3Ha4eHus COCTOSHUMN JUIsl CTOXACTUYECKUX UTP € HYJIEBOM CYMMOM JUIS IBYX UTPOKOB.
[Toxoxuit Ha meton Q-learning, anroputM minimax-Q mnpeacTaBisieT cobol 0000IICHNE
Pa3sHOCTHBIX METOJIOB OOYYEHHUsI METO/J], KOTOPBIH BBHIIOJIHIET OOpaTHOE PaCHpOCTpaHEHUE Ha
3HAYEHUSIX COCTOSIHUI WIN Map COCTOSHUM-IEHCTBHIA.

Bropoii anroputm — nonutuka BocxoxaeHus (PHC) — 3to mpoctoii npakruueckuit
ITOPUTM, B KOTOPBIM MOJKHO HUIPaTh C HCIOJIB30BAHUEM CMEIIAHHBIX CTpPaTeTUd. ODTOT
aropuT™ OBLT BIIEpBBIE NpeiokeH boymunrom n Benoso [4, 5]. PHC npexncrasisier coboit
IPOCTYI0 MOU(UKAIMIO aropuT™Ma Q-00yueHus 1715l OTHOTO areHTa, I'/1e MOUCK BBIOIHAETCS
B PHC-anroputme B IpOCTpaHCTBE CMELIAHHBIX CTPATETU U COCTOUT U3 JIBYX YacTeil — nepBoit
— peanusyrouiei 00yueHue ¢ NOJKPEIJICHUEM, TaK KaK alroput™M Q-o0ydeHus NoaAep KUBaeT
3HAQ4YECHUS] KOHKPETHBIX JEHCTBUM B COCTOSHHS M BTOPOM — TEOPETHMYECKOM 4YaCTU WIPBI, B
KOTOPOM TEKyIlasi CTpaTerusi COXpaHsAETCs B KaXXJA0M COCTOSIHUM CHCTEMBI.

Anroputm WoLF-PHC (monuTrka OBICTPOTO BBIMTPHINIA UK OBICTPOTO O0YYECHHS) —
310 pacmupenue anroputma PHC [5]. Otot anroput™m ucnons3dyer mexanusm WoLF, tak uro
anroput™ PHC cxonutcs x paBHoBecuto Haia B camMocTosITENbHOM Urpe. AJIrOpUTM UMEET
JIBE Pa3HbIE CKOPOCTH 00y4eHUs: O, KOIJa alrOPUTM BBIMIPBIBAET, & O, KOIJa IPOUIPHIBAET.

Paznumna MCKOAY cpez[Heﬁ TeKymeﬁ CTpaTCrusMu HCIIOJIB3YCTCA B KAUCCTBC KPUTCPUS I
MNPUHATHA PCHICHUA, KOI'/IJa aIrCHT BBLIMI'PLIBACT WJIM IIPOUIPLIBACT. CKOpOCTB O6y‘leHI/I${ é‘l

6OJ'II>I_HG, 4YCM CKOPOCTH O6y‘leHI/I${ 5w . Takum o6pa30M, KOrga ar¢HT nNpourpbiBacT, OH YUUTCA

ObIcTpee, YeM, KOTja OH MOOEKIaeT, YTO 3aCTaBJISIET areHTa OBICTPO aTanTHPOBATHCSI K
U3MEHEHUSIM B CTPATETHSAX APYTUX areHTOB M TAaKXKe JAeT JPYIMM areHraM BpeMs It
aJanTalyy K CTPaTeruy areHra.

Anroputm WoLF-PHC o6nagaer cBOWCTBOM CXOJMMOCTH, MTOCKOJIBKY 3TO 3aCTaBIIsET
areHTa CXOJUThCS K OJTHOMY M3 paBHOBecHi Hama. AIropuTm Takke siBIsSeTCs palliOHATIbHBIM
QITOPUTMOM OOYyYeHHMs, TaK KaK OH TapaHTHPYeT CXOJUMOCTh CTpaTerWH areHTa K
ONTUMAIBHOM, KOTJa Yy €ro MPOTHUBHUKA CTAI[MOHAPHAS UTPOBasi CTpaTervs. DTH CBOMCTBA
MO3BOJISIIOT MIMPOKO HCHoib30BaTh alroput™ WOLF-PHC k pa3nauyHbIM CTOXaCTUYECKUM
urpam [6-12].

PesyabTarsl

AnroputM MuUHUMAaKC-(QQ MOXKET ObITh PEaIN30BaH B BUJIE CIEAYIONIEH CXEMBI:
B croxacTtrueckoil urpe ¢ HyJeBOM CyMMOM Il IBYX WUTPOKOB, YUUTHIBAS TEKYIIEE
COCTOSIHUE S, MBI oTpeiesisieM (QyHKITUIO 3HAUCHHSI COCTOSIHUS JJTs1 UTPOKa | KaK

* * .
Vi ()= max min X Q(s.3.a)7(s3) (=12 (1)
ﬂ'l (5,’)a_i EA_i al €
riae —i 0603HaYAeT NPOTHBHKKA | -T0 UTPOKa, 77;(S,*) 0003HAYAET BCE BO3MOXKHbIE CTPATErHH

urpoka i B cocrosuu S, n Q; (S,8;,8 ;) o)kMmaemas Harpaja Korja i — blil UIPOK M €ro
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IPOTHBHUK BBIOMpalOT JedictBue @& €A u a;€A,;, mocie 3TOro OCYyIECTBIAETCS

CIIeIOBAaHME cTpaTerusiM pasHoBecus mo Homy. Ecmu m3BectHo Q, (s,ai,a_i), MBI MOXEM
peuuTh ypaBHeHue (1) u HaiiTu crpareruro paBHoBecus o Hamry i —ro urpoka 7 (S). Jis
npobsieM MyJibTHareHoro odOyuenus ¢ mojkperuiennem (MARL), Q, (S,ai,afi)HeI/BBeCTHa

UTPOKaM M MHUHHUMAKC-Q alrOpUTM MOXET T'apaHTHPOBaTh CXOAUMOCTh K PAaBHOBECHIO 10
Houry, eciii Bce BO3MOXHBIE COCTOSIHUSI U BO3MOJKHBIC JICHCTBHSI MIPOKOB PEaU3yHOTCSI
O6eckoHeuHO YacTo. HemocrtaTkoMm anroputMa SIBISIETCS TO, YTO HMMEETCS HEOOXOAMMOCTD
VICIIOJIb30BAaHMsl JIMHEHHOrO IporpaMMupoBaHue ais pemenus r;(S) u Vi(S) Ha kaxmon

UTEpalMy B JITOPUTME, YTO MPUBOIUT K 3aMeUIeHUI0 Iporecca oOyuenus. Takxke ais Toro,
4TOOBI BBINOJHHUTH JMHEHHOE MPOrpaMMHUPOBAHUE, WIPOK JODKEH 3HATh IMPOCTPAHCTBO
JICUCTBUIA MPOTHUBHUKA.

Hcnone3ys anropuTM minimax-Q, areHT Bcerja OyAeT peaan30BBIBAaTh OC30MACHYIO
CTpaTeruI0 CTpaTeruss B clyyae XyJAUIEro CLEHapus, HWHUIMMPOBAHHOI'O INPOTUBHUKOM.
OpnHako, eciu NPOTUBHUK B HACTOSILEE BpeMsl WUrPAaeT CTAlMOHAPHYIO CTPaTEruio, He
SBJISIIOLLYIOCS. CTpaTerMeil paBHOBECHs, alrOPUTM MHUHUMAakKc-Q He MOXET peaqu3oBaThb
aJanTalyIo MOBEJEHUS UTPOKa K M3MEHEHUIO CTpaTeruu NnpoTuBHUKA. [IpuunHa B TOM, 4TO
QITOPUTM MHHUMAaKC-Q sBJI€TCS HE3aBUCUMBIM OT ONIOHEHTa U OyJeT CXOIUThCS K
cTpareruu paBHoBecusi Hoia urpoka, HE3aBUCHUMO OT TOTO, KaKyl CTPATErHIO MCIOJb3YET
IPOTUBHUK.

B nenom, anroputM MuHuUMakc-QQ IPUMEHHMM K CTOXAaCTUYECKMM HMIpaM C HYJIEBOM
CYMMOM, HE y/I0BJIETBOPSIOLINX CBOUCTBY PALlMOHATIBHOCTH, HO yIOBJIETBOPSIOIINX CBOHCTBY
CXOAUMOCTH.

Paccmorpum anroputm Policy Hill Climbing (PHC). Heo6xoaumMo OTMETHTB, YTO
BEPOATHOCTb BbIOOpa HauboJiee LEHHBIX JEHCTBUI YBEIMYMBAETCS HA MaJOM CKOPOCTH
o0ydenust § € 0,1, Tak 4YTO MOJUTHKA YJydlnaeTcs. AJITopuT™ sKkBHBajeHTeH Q-Learning,
KOTJ]a, PEaTn3yeTCsl «KaaHas» IOJIMTHKA C BEPOSTHOCTHIO § =1 MpH BBITIOJIHEHUH CaMOTO
LIEHHOTO JIECTBUE. AJITOPUTM PALlMOHATIEH U CXOOUTCS K ONITUMAIbHOMY PEIICHHIO, KOT/IA 3a
(uKCHpPOBaHHOM (CTAllMOHAPHOW) CTpaTeruen ClenyroT Apyrue Urpoku. OJHAKO aaropuTM
PHC moxeTr He CXOAUTBhCS K CTAllMOHApHOW MOJMTHKE, €CIH APYTrue UIPOKH 00ydaroTcs, He
CMOTpSl Ha TO, YTO €r0 CpelHsAs Harpaaa OyJeT CXOASATCs K Harpaae paBHoBecus Hbomia.
Anroputm PHC peanusyercs B Buze psia maros.

1. Unnmmamasamus Q, (s,a,)«—O0wu 7, (s,ai)<—ﬁ. Br16op ckopoctu 00ydeHUs

a, f v ko3 PUIMEHT TUCKOHTHUPOBAHHUS ) .
2. Hauaso nukia for.
3. BeiOop gelicTBus @ U3 TEKYILETO COCTOSHHS S Ha OCHOBE CMEIIAHHOMN CTpaTeruH.

4. BpimonHeHWe ACUCTBHsA @, NMOJYYEHHE HArpaisl I, U IMEpexoj B IOCIeayrolee

COCTOSIHHE S

Qi (S’ac)
Q (s,ac)=Qi(s.<'=1c)+oc[ri +y mng(S',a{)—Q(s,ac)} )

TZie a; ISHCTBHUE I-T0 UTPOKA B CIEAYIOIIEM COCTOSIHUM S',
a a, IEWCTBUE UTPOKA B COCTOSIHUU S.

5. O6HOBIIEHTE
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6. O6uoBuTe 7, (S,8,)

z(s,a,) =7 (s,a)+A, (Va eA) (3)

rac

—0g, ecnu a, #argmax, , O, (s,a)
A . — 1 1

sa S
Z aj#a, Osa, 6 TIPOMUBHOM

S, =Min| 7;(s,a)

o
|Al-1
7. KoHern ukiia
PexypcuBHbIii Q-learning 00y4aeMoro areHTa j peaau3yercs Kak

Qli(s.a) =(1-a)Q/(s,a) +a(r'+y maxQ/(s,a)) (4)

Hanee paccmotrpum anroput™ WoLF-PHC nns oOyuaroiero areHta, U ajaroputm
OOHOBJICHHUS €T0 CTpATEruu Ha OCHOBE ypaBHEHU (5):

zl(s,a)=7)(s,a) + A, (5)
rae
—0y, ecnu a #argmax . Ql(s,a)

sa
E . 0.8 npomueHom ciaydae
a=a sa

o

5, =min| ) (s,a),m
1-

o,, ecau Z a.7rt(s,a')Qtj+1(S,a') > z a‘7_zt+l(S,a')Qtjﬂ(S,a')

0, 8 NPOMUBHOM CTLyUae

S=

7o, (s8) =7, (sa)+ (ntj (s,a) —7i (s, a')) va e A

Ct+l (S)
Ct+1 (S) = Ct (S) +1

AnroputM WoLF-PHC npencrasnen Ha Pucynke 1.

B ornnume ot panee ynomsnytoro aiaroputma odyudenusi, WoLFPHC anroputm He
YYHUTBIBAET CTPATETMU APYTUX UIPOKOB M UX AeicTBUA. Cle0BaTeIbHO, M0 CPABHEHUIO C
IpyruMu ainroputMamu odyuenus, anroputm WoLF-PHC TtpeGyer menbiie nundpopmanuu u3
OKPYXaroIIeH CpedbL.

[Tockonbky anroputm WoLF-PHC ocnoBan Ha Mmetone PHC, B oTiiame ot mociieiHero
He TpeOyeTcss HHU JIMHEHHOE HU KBaJpaTU4YHOE MporpamMMmHupoBaHue. Pe3ynbrarhl
MOJIEJIMPOBAaHUSI B WJUIIOCTPUPYIOT COJIMKEHHE WMIPOKOB CTpAaTEeTHH, TIIATENbHO BbIOMpas
CKOpOCTh OOy4eHHUS B COOTBETCTBMM C pa3IMYHBIMU [pUMEpaMH B MATPUYHBIX U
CTOXaCTHUYECKUX Urpax.
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Wnnupammsauus O, (s.a,) 0, 7.(5.a) <

. 4]
3anate o, ¥
\V/
< Hauano nuxna for i==1to n do >
\/
Bb160p neficTBUS ¢ 1)1 TEKYIIErO COCTOSHUS &
\y

[TpuHATE Mepsl (@, ), BBECTH Harpaay I'; HIEHTU(QUIMPOBATh
MOCIEAYIOIIee COCTOSHUE S '

Vv

O6roBuTh {J. {.‘.‘, a, ]

0 [: s,d, ) +o [r; + ¥ max Q{x'.u; )—O(s,a, }}

V

3anarte 3HaueHue A,

a, #argmax, _, O (s,a,)?

HET

Brruucnuth

-

e

4|-1

|

A

d,, =min [Jr,{s. a),

\!

OOHOBUTH 3HAUECHUE
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Pucynox 1 — Anroputm WoLF-PHC
Figure 1 - WoLF-PHC Algorithm
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Oo6cy:xnenune

Paccmotpennsie anroputmbl minimax-Q u WoLF-PHC, peanu3oBanbl B paMKkax
UMHTAIIMOHHOTO MoJeupoBanus B cpene Matlab npu umuTaimu ceteBoit urpel Mo oxpane
tepputopun [11]. Peanmu3oBana mpocrtas cereBas wWrpa s HCCIEIOBaHUA MpodIeM
CMEUIaHHBIX CTPaTEruii, paAlMOHAIIBHOCTA U KOHBEPrE€HIUU.

Hcnons30Banuck ABe CUMYJILIMY JUIS KaXIO0W UTPBI CETKU. B mepBoM MoAEIMpOBaHUA
UTPOKHU B UTPE UCTIOIB3YIOT OJMH U TOT K€ aJITOPUTM 00YUEeHHUS IS UTPHI APYT IPOTUB APYTa.
IIpu 3TOM HCCIEen0BAINCH CBOMCTBA CXOAUMOCTH.

Bo BTOpoMm cumynsauuu (pUKCUPOBAIKMCH CTpAaTeruy OJHOTO MIPOKA, a BTOPOM HUIPOK
ONpeAesa ONTHUMAJIbHYIO CTPATErHI0 MPOTUB INepBOro. M crosnb30BaluCh aarOpUTMbI
minimax-Q u WoLF-PHC mis 00yueHus 1 CpaBHHBAIUCH [TOKA3aTEIH 00YIEHHOCTH UIPOKA C
ucnojp3oBaHueM aiaroputMa MuHuMakc-Q wurpok m WoLF-PHC. CornacHo cBolicTBY
palMoOHANIBHOCTH TTOKa3aHO, YTO MpHU oOydeHuH ¢ ucrnosb3zoBanueM WoLF-PHC 3ammtHUK
UMEeT Jy4Ilyl0 MPOU3BOIUTEIBFHOCTh, YE€M C HCHOJB30BaHMEM minimax-Q o0ydyeHus
3allUTHUKA BO BTOpPOMl cumyJsisiiuu. B kauectBe nmpumepa Ha PucyHkax 2 u 3 npeactaBieHbl
CTpaTeruy ¢ UCIOJIb30BaHUEM JIBYX AJITOPUTMOB Ha IPUMEPE MEPBOI CUMYIISILIUH.

Hepoammocm HepoummocTs
1 1

a0 60 £0 100 0 20 i 60 80 100
Irepsanm 1rop

a) 6)

Pucynoxk 2 — Ctpareruu UTpOKOB B COCTOSTHUH C MCIIOJIb30BaHHEM aJITOPHUTMa MHHUMaKc-Q B
NEPBOI CUMYJISILIUM JUIsL CETKH UTPBI 2X2
a) Crparerus 3alMTHUKA T (S1, Ajefr), (CIUIOMIHAS JIMHUSA) U TCp (S, Ayp) (TYyHKTUPHAS JIMHAS);

0) cTparerus 3aXBaTYUKOB 711 (S1, Ogown) (CTUIOIIHAS JIMHUS) U 71 (S1, Opigne) (TTyHKTHpHAs JHKSA) [8]

Figure 2 — Strategies of players in a state using the minimax-Q algorithm in the first simulation for
a2 x 2 game grid
a) Defender's strategy mp (s1, jese), (Solid line) and 7y (54, ay,p) (dashed line);
b) the invaders' strategy m;(s1, 0gown) (sOlid line) and m;(s1, 0rigs¢) (dashed line) [8]

Hanee paccmarpuBanack peanusanusi anroputma WoLF-PHC nmpumenutensHo K ceTeBoi
urpe [12]. B cooTBeTcTBUY ¢ HaCTpoiKamMu apamMeTpoB B [2], Mbl yCTaHaBIMBaeM 00y4YEeHHE OLICHKH
a xak 1/(10 +t/10000),6, xak 1/(10 +t/2) u rue §; xak 3/(10 + t/ 2), rae t — a3TO HOMED
TeKy1ei urepauuu. KonmuuecTBo urepanuit 0003Ha4aeT CKOJIBKO pa3 [Iar HOBTOPSETCS B AITOPUTME.
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Bepoariocts BepoATHOCTR
1 - ' |

5 000 “TCP:H(”" 10.000 15,000 0 5000 HICPEIJHH 10.000 15.000

a) 6)

Pucynok 3 — Ctpareruu urpokoB B COCTOSTHUH S1, Ucnionb3yst WoLF-PHC Anroputm B
MIEPBOM CUMYJISIIAU TSI CETKU UTPBI
a) CTpaTerus 3alMTHUKOB Tl 1, (S1, Ajeft) (CTUIOIIHAS JIMHUSA) U TTp (S, Gypy) (TyHKTUpHAS
mmnus); 6) CTpaTerus 3aXBaTIUKOB T, (S1, Ogown) (CIUIOMIHAS IMHKA) U TTp (S1, Opignt)
(MyHKTUpHAs JINHUA)

Figure 3 — Strategies of players in state s1 using WoLF-PHC Algorithm in the first simulation
for the game grid
a) Defenders Strategy mp (51, ajef.) (solid line) and 7y (sy, @) (dashed line);

b) Invader strategy mp (1, 0gown) (SOlid line) and 1 (51, 0yig4) (dashed line)

Pesynprar PucyHka 3 moKa3bIBaeT, 4TO CTPATETHH HWIPOKOB CXOJATCS OJHM3KO K
paBHoBecuto o Hamy nocne 15 000 urepaumii.

3akjiao4yeHue

B pabore ObuUM pPAacCMOTPEHBI AJITOPUTMBI MYJIBTHUArCHTHOTO OOY4YeHHUS C
MOJIKPEIICHHEM B TEOPETUKO-MIPOBBIX 3a/1auax, Takkue Kak minimax-Q, u WoLF-PHC (Win
or Learn Fast — Policy Hill Climbing), peanu3yomniero noauTuky ObICTPOro BBIMIPHILIA WU
obictporo oOyuenusa. IIpennmoxken o0000mEnHBI anroputM WOLF-PHC ¢ yuérom
HUBCJIMPOBAHUS HEJOCTATKa METO/a, CBSI3aHHOTO C BAapbUPOBAHHUEM CKOPOCTH OOydYEHUS
areHToB.

DKCIIepUMEHTAIBHBIC HCCIICOBAHUS, MPOBEIEHHBIE B PEXUME HMHUTAIIMOHHOTO
MOJICTTUPOBAHUS PUMEHHUTENBHO K CETEBBIM CTOXaCTUYECKUM UTPaM, TOKa3alH JOCTATOUHYIO
CTCTICHb CXOJIMMOCTH.

[lepciekTriBaMu  [UIsl  JANbHEWIIUX HUCCIENOBAHWM  SBISETCS paclIUpEeHHE U
MoaudUKaIs JaHHBIX METOJIOB K CETeBBIM HWIpaM Ha OoJiblliee YHUCIIO arcHTOB, JUIS
MCCJICIBOAHMS] BO3MOXKHOCTH MIACHTU(PHUKAIIMN U MPOTHO3UPOBAHUS COCTOSHUS U MOBEICHUS
COLMAIbHOM CETM KaK AaKTUBHOM CHCTEMBI, SIBJITIOLICICS PE3YJbTATOM MHOIOIIArOBBIX
B3aMMO/JICHCTBUI AIIEMEHTOB CHCTEMBI M OKPY>KalOIIEi Cpe/ibl.
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