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PE®EPAT

HumuomHass pabora: 51 crpanuna, 23 pucyHka, 1 Tabmuoa, 10
MCTIOJIb30BAHHBIX HCTOUHUKOB.

MHTEJUIEKTY AJIbHBIM AT'EHT, HOCJIENOBATEJIPHA
BUPTYAJIbHAA CPEJA, NCKYCCTBEHHbBIN MHTEJUIEKT,
APXUTEKTYPA, UMUTALIMOHHOE MO/JIEJIMPOBAHUE, UI'PA.

Obvexkm uccnedosanus - MOJEIUPOBAHUE IOCIIEI0BATEIbHBIX BUPTYAJIbHBIX
cpen.

IIpeomem uccneoo8anus - JIITOPUTMBI (YHKIIMOHUPOBAHUS
MHTEIJICKTYaJIbHBIX areHTOB.

Illenv  pabomsi -  WCCIENOBAaHWE  TMOAXOAOB K  NPOEKTHUPOBAHUIO
MOCJIEIOBATEIbHBIX ~BUPTYaJIbHBIX Cpel W AareHTHBIX CHUCTEeM, pa3paboTka
apXUTEKTYPbl MOJICIIU MOIIaroBoro ¢yrodoma.

Memoovwl ucciedosarusi - AIMUTAIMOHHOE MOJISTUPOBAHUE.

B aurmimoMHOM mpoekTe NMPOBEICHO HUCCIEAOBAHUE METOIOB MCKYCCTBEHHOIO
WHTEJUICKTa, CBA3aHHBIX C pPa3pabOTKOW MHTEIJIEKTYalbHBIX CHCTEM, a TaKke
COBPEMEHHBIX MOAXOJ0B K MPOCKTUPOBAHUIO ar€HTOB U AJITOPUTMOB, 3aJI0KEHHBIX B
HUX, ISl UCTIOJIb30BAHUS B MOCJIEA0BATEIIbHON BUPTYaJIbHOM UTPOBOM CpEJIE.

B  nmanHoit paboTe TpuUBEAEHBI TEOPETHUYECKHME OCHOBBI  areHTHBIX
WHTEJUICKTYallbHBIX ~ CHUCTEM, HHTEIUICKTyaJIbHBIX areHTOB H  CIIOCOO0B  MX
IIPOEKTUPOBAHMUSL.

PaccMmoTpensl CcymiecTByromue cpeapl MOACIUPOBAHUSA C COPEBHOBATEIILHBIM
YKJIOHOM, HCCIeAOBaHa cpefa TmomaroBoro ¢yrdoia, MOCTPOCHA €€ MOJEb,
MPEIIOKEHA U pEAIM30BaHa ApXUTEKTYypa CPEIbL.

[TomyyeHHass MoAenp INMPOAHAIM3UPOBAHA C TOYKHU 3PEHHUS CIIOKHOCTH IS
areHTHBIX CHUCTEeM. TakXe TMpeIoKEeHa aAPXUTEKTypa MPOCTOro pedIeKCUBHOTO
areHra, JICUCTBYIOIIETO B Cpejie momaroBoro Gyroorna.



POD®EPAT

Jlprmutomuas mpana: 51 craponka, 23 Mamronka, 1 tadmina, 10 BEIKapbICTaHBIX
KPBIHILI.

IHTRJIEKTYAJIBHBI ~ ATEHT, TIACJISJOYHAE BIPTYAJIbHAE
ACSPOJIJI3E, WITYYHBI THTDJIEKT, APXITOKTYPA, IMITAIBIMHAE
MAIDJIABAHHE, I'VJIBHAL.

Ab'exm dacnedasanms - MaPASIBaHHE MACSAAOYVHBIX BIPTYIBHBIX acSPOII3SY.

[Ipanmer nacnmenmaBaHsi - aiarapbITMbl (DYHKIbITHABAHHS 1HTAJUICKTYaJIbHBIX
arcHray.

Mbsma - pacimenaBaHHE MaAbIXOAay Ja IPACKTABAHHS — MACISIAOYHBIX
BIPTYyaJIbHBIX aCAPOII3SIY 1 areHTHBIX CICTAOM, paclpaljoyka apXiTIKTyphl MaadJi
nakpokanara (yroona.

Memaowl oacrnedasanns - IMITAllbINHAE MAIDJISIBAHHE.

VY  ObpIJIOMHBIM TpaeKle MpaBela3eHa JacieaBaHHEe MeTajgay IITydyHara
IHTAJIEKTY, 3BSA3aHbIX 3 pacHpaloyKai iIHTAJIEKTyalbHbIX CICT3M, a TAKCaMa Cy4acCHBIX
NajbpIX0/ay Ja NpacKTaBaHHS areHTay 1 airapeiTMay, 3akjIaJ3eHbIX y 1X, A
BBIKAPBICTAHHS ¥ NaCISA0YHBIM BIPTYaJbHbBIM T'YJIbHSIBBIM acspoI3l.

Y  naasenait  paOole TPBIBEA3EHBI  TIAPATHIUHBIS  ACHOBBI  ar€HTHBIX
IHTAJIEKTYJbHBIX CICTAM, IHTAJIEKTYaJIbHBIX areHTay 1 crocaday iX mpacKTaBaHHS.

Pasrnemxanpl 1ICHYIOUBISI acsIpoJI31 MaJdIsIBAHHS ca CHAOOPHIIKIM YXiJaM,
JacieaBaHa  acspojji3e makpokaBara (¢yrtOona, mnadynaBaHa Aro  Majdiib,
nparnaHaBaHa 1 plajiizaBaHa apXiTIKTypa acspoi3sl.

ATpbpiMaHas Majdib MpaaHalli3aBaHa 3 MYHKTY TJ€KaHHS CKIaJaHacul s
areHTHBIX cicTAM. Takcama mpamaHaBaHa apxIiTIKTypa mpoctara padJiekciyHara
areHTa, siki 13eiHivae ¥ acapoa3i nmakpokasara gpyroona.



ABSTRACT
Thesis: 51 pages, 23 figures, 1 table, 10 sources.

INTELLIGENT AGENT, SEQUENCE VIRTUAL ENVIRONMENT,
ARTIFICIAL INTELLIGENCE, ARCHITECTURE, SIMULATION MODELING,
GAME.

Object of research - simulation of sequential virtual environments.
Subject - is the algorithms for the functioning of intelligent agents.

Objective - to study design approaches of sequential virtual environments and
agent systems, to develop the architecture of a turn-based football model.

The methods - Simulation modeling.

Study of artificial intelligence methods connected with the development of
intelligent systems is presented in this work, modern approaches of agents design and
algorithms they are driven by for using in a turn-based virtual gaming environment
are provided as well.

The theoretical foundations of agent intelligence systems, intelligent agents and
methods for their design are presented in this paper.

The existing modeling environments with a competitive focus are examined,
turn-based football environment is explored, its model is constructed, and the
architecture of the environment is proposed and implemented.

The resulting model is analyzed in terms of complexity for agent systems. The
architecture of a simple reflexive agent operating in a turn-based football
environment is proposed as well.



