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AHHOTanua

B LLaHHOﬁ CTaTbe npejacTaBJ/IeHa pa3pa60’r}<a W uccjienoBaHue Moae/In d)OpMaJIHBaLII/IH nponecca npu-
HATUA pe].HeHPIﬁ B KOMHbI’OTepHOﬁ urpe C MCrioJib30BaHue€M MeTO40B HCKYCCTBEHHOI'O UHTEJIJIEKTA. B
HacTodliee BpeMd C 3TOH LeJIbIO CO3aHbl U IPUMEHAKTCA pa3JIndiHble HCKYCCTBEHHbIE HeﬁpOHHbIe
CeTH U 3KCIIePpTHbIE CUCTEMBbI. Ananu3s JAAaHHBIX pa60T IOKa3aJl, YTO JaHHbI€ MeTOAbI IIOKA3bIBAIOT XO-
poliare pe3ysbTaThbl, OJHAKO UMEIOT pA4 HEJOCTATKOB, CAMbIMH CyILI€eCTBEHHbIM N3 KOTOPBIX ABJIAETCA
CJIO)KHOCTb OpraHusanvu U 6oJbIIIOE BpéMsd, 3aTpadruBaeMoe Ha 06yt{el—me HeﬁpOHHOﬁ cetd. Takum
06p830M, CTaBHUTCA r[p0611eMa pa3pa60TKH HOBBIX Q&JITOPUTMOB, CPABHUMBIX ITO CKOPOCTU NNPUHATUA
penieHruAa ¢ UCKYCCTBEHHbIMH HeﬁpOHHblMH CeTAMH U 3KCNIEPTHBIMHU CUCTEMAMU U IIPU 3TOM obJsa-
AAIWUX MEHbIIUM BpeMeHEM 06yquH;1. O,E[HPIM u3 ny’reﬁ pemieHuda 3TOH 3a/jla4u ABJIAETCA pa3pa-
60TKa MOJeJIN NPUHATHUA pemeHHﬁ Ha OCHOBe HCKYCCTBeHHOﬁ HMMyHHOﬁ CHUCTEMBI. LIEJIB}O paGOTbI
ABJIAEeTCA pa3pa60TKa W HCClegOoBaHHE MOIEJH d)opMaanaqu nponecca nNpuHATUA pemeﬂnﬁ B
KOMHb}OTepHOﬁ Hurpe C ucCroJib30BaHmeM MeTOo40B UCKYCCTBEHHOI'O MHTEJIJIEKTA. ,Z[J'IH AEMOHCTpaluu
BO3MOXXHOCTEH NpUMEHEeHUsA PICKyCCTBeHHOﬂ HMMyHHOﬂ CHUCTEMbl B KOMIIBIOTEPHbIX HUI'pax 6bl1a
BbIOpaHa Urpa «TOYKH». /laHHas UTpa OTHOCUTCS K pa3psiAy JIOTUYECKUX, B KOTOPOU 10 YMOJYaHUIO
MOTYT UI'paThb TOJIBKO /Ba YeJIOBEKa. B ,ELaHHOﬁ urpe nNo3MuuoOHHOE CTpaTerudeckoe rnjaaHupoBaHue
co4yeTaeTcd C TAKTUYECKUM nepe6op0M BapHUaAHTOB. ,Z[J'IH OpraHu3alyMy IOHCKA pelleHHdA B AepeBe
peH.IeHl/Iﬁ GbLI CO3aH P[I‘pOBOFI l/ICKy'CCTBeHHHﬁ HWHTEJUIEKT C IpUMEHEeHHEM MeTOL0B, OCHOBAHHBIX
Ha NpHUHIOUIAX PIMMyHHOﬁ CHUCTEMBI. I/ICKYCCTBBHHaH HMMYHHasd CMCcTeMa npeAcTaBJjsdeT uAeaJlu3upo-
BaHHbBIA BApHUAHT €CTEeCTBEHHOI'0 aHa/iora KU BOCIIPOXU3BOAUT KJII0Y€BbI€ COCTaBJAAOILINE IPUPOAHOTO
nporecca: 0T60p Jy4IIMX aHTUTEJ MOMYJISALMH B 3aBUCHMOCTHU OT CTeleHU ux apduHuTeTa (6,1130-
CTI/I] K aHTUTeHY, KJIOHWUPOBAaHUE aHTUTEJI, MyTallUAd aHTUTEJI.

K/1roueBble C/10Ba: urpoBoii MCKyCCTBEHHBINA MHTEJJIEKT, MCKYCCTBEHHAs HEUPOHHAS CETh, UCKYC-
CTBEHHasl UMMYHHasl CUCTeMa
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Abstract

This article presents the development and study of a model for formalizing the decision-making
process in a computer game using artificial intelligence methods. Currently, various artificial neural
networks and expert systems have been created and used for this purpose. The analysis of these
works showed that these methods show good results, but they have a number of disadvantages, the
most significant of which is the complexity of the organization and the long time spent on training
the neural network. Thus, the problem of developing new algorithms is posed that is comparable in
decision-making speed with artificial neural networks and expert systems and at the same time has
less training time. One way to solve this problem is to develop a decision-making model based on an
artificial immune system. The aim of the work is to develop and study a model for formalizing the
decision-making process in a computer game using artificial intelligence methods. To demonstrate the
possibilities of using the artificial immune system in computer games, the game “dots” was chosen.
This game belongs to the category of logical ones, in which only two people can play by default. In this
game, positional strategic planning is combined with tactical enumeration of options. To organize the
search for a solution in the decision tree, a gaming artificial intelligence was created using methods
based on the principles of the immune system. The artificial immune system is an idealized version
of the natural analogue and reproduces the key components of the natural process: selection of the
best antibodies in the population depending on the degree of their affinity (proximity) to the antigen,
antibody cloning, antibody mutation. An artificial immune system represents an idealized version
of a natural analogue and reproduces the key components of a natural process: selection of the best
antibodies in a population depending on the degree of their affinity (proximity) to an antigen, cloning
of antibodies, and mutation of antibodies.

Keywords: artificial neural network, artificial immune system, artificial intelligence in computer
games
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BBeael-me BUJIHOCTBIO SIMOHCKOW UTPhI «Z0», LIMPOKO pacnpocTpaHeHa B Poc-

B HacTosiliee BpeMsi KOMIIbIOTEPHBIE WUTPHI SIBJSIOTCA OJHOW U3
Han6oJiee pa3BUBAKOLIMXCS OTpacjeld MHGOPMALMOHHbIX TEXHOJI0-
ruil. Urpel UCIo/Ib3yOTCA He TOJBKO B MHAYCTPHUU pa3BJiedeHUH,
HO U Kak o6y4arolime cpeicTBa. OlleHKa KayecTBa KOMIbIOTEPHON
WUrpbl NPOU3BOAUTCSA MO IeJIOMY Psy NMapaMeTpoB, BKJIIOYalo-
LIMX ClOKeT, rpaduKy M noctaHoBKy. OJjHako HauboJsiee BaKHON
COCTaBJIAIOIEN yclexa Urphl ABJISETCS CUCTeEMa HCKYCCTBEHHOIO
HWHTeJIJIEKTa, IPUMeHsieMas [ MOJleJIMPOBaHus JeHCTBUH Urpo-
koB. OZIHaKO CO3/laHHe CUCTeMbl, MAKCUMaJIbHO PeaIMCTUYHO pea-
JIN3YIOLIUX JeHCTBUA UTPOKOB, TPeGyeT J0MOJTHUTEbHBIX 3aTpaT
Ha pa3paboTKy W peajusaunuio. Pa3paboTYWKH COBpeMeHHbIX
WUTp NPUJEPXKUBAIOTCA HEKOTOPOI'o YPOBHSA CTPYKTYPHOH CJIOXK-
HOCTH W pPeaJMCTUYHOCTH MCKYCCTBEHHOT'O WHTEJJIEKTa, CUUTas
€ero JJ0CTaTOYHbIM. POCT BBIYMCIUTENBHBIX MOLHOCTEH UI'POBBIX
m1aTGopM Mo3BOJISIET LOCTUYb HOBOI'O YPOBHS B3aUMOAEeHCTBUSA C
HUI'POKOM, TIOBBICUTD €r0 CKOPOCTh U PEATUCTUYHOCTD.

WrpoBoii MCKYCCTBEHHBIN UHTEJIEKT PeaIu3yeTCsl C MOMOILbIO J10-
CTAaTOYHO OrpaHWYeHHOro Habopa CpeJCTB: UCKYCCTBEHHBIX HeH-
POHHBIX CeTel, 3BOJIIOLMOHHBIX aJTOPUTMOB, CleLHaJIu3UpPOBaH-
HBIX APXUTEKTYP NOCTPOEHHS CUCTEM UCKYCCTBEHHOT'O HHTEJIJIEKTA.
[eHeTHYECKHE aJIFTOPUTMbI UJIM HEHPOHHbIE CETH. IUPOKO MpUMe-
HSIIOTCS], CYLIECTBYET MHOI'0 y>Ke TOTOBbIX IPOrpaMM U 6UGIHOTEK,
UX UCNOoJIb3YIoUX. [Ipy HCcno/b30BaHUM HEHPOHHBIX ceTel A1
NpOrpaMMHPOBAHUS UCKYCCTBEHHOTO MHTEJJIEKTA BEPOSTHOCTb
NPaBUJILHOTO pelleHUsl 0O4eHb BbICOKA.

Ho Takxe HeHpOHHbIE CeTHU UMEIOT Psifi HeoCTaTKOB. [loxany#,
CaMbIM CYIIeCTBEHHBIM U3 HUX SIBJSETCS CJI0KHOCTb U GOJIbLIOE
BpeMs 00y4eHUs CeTH. ITO BpeMs MOXKET COCTaBJATb JeCATKU
yacoB. [loaToMy cTouT npo6seMa pa3paboTKH HOBBIX MaTeMaTH-
YeCKUX aJICOPUTMOB, HMEIOLIUX BBICOKYIO BEPOSTHOCTb NPUHATUSA
MPaBUJILHOI'O pelleHUs], CPABHUMYIO C HEHPOHHBIMU CETAMM, HO
06J1aJJal0IUX MEHBIIUM BpeMeHeM o0yyeHus. OJHUM U3 HUX $IB-
JIIETCS ITOPUTM UCKYCCTBEHHOH UMMYHHOM cucTeMbl [1-22].

B aHHBI MOMEHT OTCYTCTBYeT eJjMHasi MO/ieJlb UCKYCCTBEHHON
MMMYHHOW CHCTeMBI JIJIs1 pa3pabOTKU UCKYCCTBEHHOTO UHTeJJIeK-
Ta B KOMIbIOTEPHBIX U MOOUJIbHBIX UTPaX.

TakuM 06pa3oM, CTaBUTCs NpobJseMa pa3paboTKH HOBBIX aJIro-
PUTMOB, IO3BOJISIIOIIMX PeasiM30BaTh B3aUMO/IeICTBUE C UTPOKOM
B KOMIbIOTEPHOW UIrpe, UMEIOIHUX CKOPOCTb U PEATUCTHYHOCTD,
CPaBHUMYIO C UCKYCCTBEHHbIMH HEHPOHHBIMU CETSIMU U 3KCHEPT-
HBIMHU CUCTEMaMH U NPH 3TOM 006J1a/Jal0IUX MEHbIIMM BpeMeHeM
o06yyeHus. OJHUM U3 NMyTeH pelleHusl ITOHN 3a/jauH sBJsETCs pas-
paboTKa Mo/ieJId UTPOBOT'0 UCKYCCTBEHHOTO UHTEJIJIEKTA Ha OCHO-
Be UCKYCCTBEHHOH NIMMYHHOU CUCTEMBI'.

Ilenblo HacTosAmel paGoThl sBJIsEeTCH pa3paboTKa U HCCIef0-
BaHue Mojenu popMasU3alMKU Npolecca NPUHATHSA pellleHUH B
KOMITbIOTEPHOM HUIPe C UCII0/Ib30BaHUEM METO/I0B HCKYCCTBEHHOM
HMMYHHOMW CHCTEMBI.

Marepuansl 1 MeToAbI. /IJ151 IeMOHCTpaL MK BO3MOXKHOCTeH Mpu-
MeHeHMs] UCKYCCTBEHHOM MMMYHHON CHCTE€MbI B KOMIIbIOTEPHbBIX
urpax 6bL1a BbIOpaHa Urpa «TOYKHU». JTa Urpa sIBJSETCS PasHo-

cuy, Ha YKpauHe, B besopycuu u KasaxcraHe.

JlaHHaa urpa OTHOCHUTCA K paspsjy JIOTUYECKHX, B KOTOPOH Mo
YMOJIYaHHUIO MOTYT UTpPaTh TOJIbKO /iBa YesoBeKa. B faHHOMN HUrpe
NO3MLMOHHOE CTpaTeruyeckoe NJaHMpOBaHUE COYETAeTCs C TaK-
THYEeCKUM Nepe6opoM BapuaHTOB. OCHOBHaA LieJib JJAHHON UIpbI
- no6eINTh COMepHUKA IyTeM 3aXBaTa TEPPUTOPHUU NPOTHUBHUKA
NyTeM CO3/IaHUs 3aMKHYTOH LielH, KOTOpast COCTOUT TOJIbKO U3
To4eK ofHOro 1BeTa. [lobejuTesb onpe/esisieTcs MyTeM NoACYeTa
3axBayeHHBIX TOYEK NPOTUBHHUKA.

Wrpy Mo:KHO NpeACTaBUTb B BU/le JlepeBa pelleHuH, rje Kax/ bli
y3eJ1 6yZieT NpeACTaBIATh COO0M Mar pelieHus 3a/ja4u (MU X0/ B
urpe), a BETBH B JiepeBe GYAyT COOTBETCTBOBATb KAKOU-JIMO0 CTpa-
TETUU UTPBI, a JIUCTBI NPEJCTABAAIOT CO60 pelleHre (MU UTOrO-
Bble M03uLMK). OCHOBHOM LieJIbl0 SIBJISIETCS HAaXOXK/IeHHe B JilepeBe
JIYYIIMH MYTh OT KOPHSA J10 JIUCTA. [lepeBbs pelleHUH 06bIYHO He-
BepOSITHO BeJIMKU. Hanpumep, /11 JaHHOHN UTphI peBO pelieHui
6yzseT HacuuTbIBaTh 0koJio 500000 y310B, mpu pa3Mepe MoJist TpU
Ha TPU KJETKH, AJIs1 peaJbHOTO UrpoBoro noJis pasmepom 30x30
KOJIM4eCTBO Y3J10B OTpOMHO. /Iyl opraHu3al My NOHUCKa pelleHust
B /iepeBe pellleHui 6blJ CO3/1aH UTPOBOM UCKYCCTBEHHBIN MHTEJ-
JIEKT C NIPUMEHEHHWEM METOJI0B, OCHOBAHHBIX Ha NMPUHLUNAX UM-
MYHHOH CHUCTEMBI.

HckyccTBeHHass MMMyHHasi CUCTeMa INpeJCTaBJseT HJealu3u-
pPOBaHHBIA BapHaHT €CTECTBEHHOr'0 aHasora U BOCIPOU3BOJUT
KJIIOU€eBble COCTaBJISIONIME IPUPOJHOTO Npoliecca: 0TOOP JIYUIIHX
QHTUTEJ MONYJISILUU B 3aBUCUMOCTH OT CTeneHu ux apduHuTeTa
(6s1M30CTH) K aHTUTEHY, KJIOHHPOBaHUE aHTUTEJI, MyTalUsl aHTH-
TeJs1 [16-25]. AITOpUTM UCKYCCTBEHHON UMMYHHOMW CUCTEMBbI NPeJi-
CTaBJIeH Ha pUcyHKe 1.

[ Buifop anTurena }

‘ Tenepaiyts monyisamuy AuMQpoLHTOR ‘
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Fig. 1. Artificial Inmune System Algorithm

! KamupuHa W. JI. HelipoceTeBble TexHosiornu. Boponex: BI'Y, 2008. 72 c. URL: https://www.elibrary.ru/item.asp?id=23726984 (nata o6pameHnusi: 13.04.2022); Acra-
xoBa U. @, Kucenesa E. Y. AiIroOpuTM UCII0/1Ib30BaHUS UCKYCCTBEHHOW UMMYHHOM CUCTEMBbI /IJIs1 ONITUMU3ALMH 11eJIeBOr0 KOMIIOHEeHTa MHPOpMaIlMOHHOM 06pa3oBa-
TeJIbHOM crcTeMbl // BecTHrK BopoHexckoro rocyaapcTBeHHOro yHuBepcuTeTa. Cepusi: CUCTEeMHBIN aHaIM3 1 MHPOpManMoHHbIe TexHooruu. 2017. Ne 2. C. 61-65.
URL: https://www.elibrary.ru/item.asp?id=29880179 (naTta o6pamenus: 13.04.2022).
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370 NCCNEAOBAHUA N PASPABOTKW B OBMTACT HOBbIX

NHOOPMALIMOHHBIX TEXHOMTOTWN 1 X MPUNOXEHWI

1. ®. AcTaxoBa,
E. N. Kncenesa,
H. B. bendesa

Jlns faHHOM 3a/ja4y MO/lesIb UMMYHHOM CHCTeMbl MOXKHO TpeJCTa-
BUTb CJIeJyI0LIUM 06pa3oM:

1. AHTureHom Ag sBisieTcs urpoBoe moJie (Matpuna 30x30, B
KOTOPOM eCTb TPH THUIIA 3JIEMEHTOB — CBOGO/JHbIE KJIETKH, KJIeTKU
WUIpOKa U KJIETKH IPOTUBHUKA)

2. AnTHTesoM An fIBIS€TCS MAaTpPULQA, NpesCTaB/sABLIAs U3 cebs
4acThb UTPOBOTO NOJISL, B KOTOPOM OyZeT cAesiaH XoJ, pa3MepHo-
CTbIO 7%x7

3. AdOUHHOCTD aHTHUTENA K aHTUIeHY BBIYUCJSETCA Clefylo-
UM 06pa3om:

F(Ag, An)=MinMax(kill2 -kill1 ), (€8]
rjie m-riy6rHa npocyeTa X0/10B 110 JiepeBy BapuaHToB, kill2 u killl
— YU CJIO OKPY>KEHHBIX TOUEK IPOTHBHUKA U YK CJIO CBOUX OKPYXKEH-
HBIX TOYEK COOTBETCTBEHHO. 3HaueHHe QyHKIMK MinMax paccyu-
ThIBaeTCs1 Ha MHOXKEeCTBe BeplIMH JlepeBa BapUaHTOB, 6e3 y4yeTa
XO/10B POTHBHUKA.

Anroput™ QYHKIMOHUPOBAHUS HCKYCCTBEHHOW MMMYHHOH CH-
CTEMBI:

1. QopmupyeTcs NONyJsiLUs aHTUTeHOB M, aHTHreHoB: Ciy-
YalHBIM 06pa30oM BBIOMPAIOTCS KOOPAMHATBHI TOYKH HMIPOBOTO
noJis (Xy), 3aTeM GopMUpyeTCs MATPULA, IPeCTaB/ISg0Mas Co-
60} YacTb UIPOBOrO I0JII pa3MepoM 7Ha 7, /i1 KOTOPOH TOYKa
(x,y) — BEpXHUM JIEBBIN yroJ1. YNCIEHHOCTD NONYJISIUA aHTUTEHOB
N NOAGUPaeTCst 9KCIEPUMEHTANTBHO

2. Jlns KaXJ0ro U3 aHTUTeJ BbIYUCIAseTCs QYHKLUSA adpPUHHO-
CTH.

3. BribupaeTcs p aHTUTesA C HauWIy4lleld apPUHHOCTBIO U CO3-
JIAI0TCS UX KONMUHU (KOJIMYECTBO KOMHMH KaXK[0T0 aHTHUTeJa PaBHO
k)

4. Boruucasercs aGUHHOCTD KJIOHOB aHTHUTE

5. Kuonsl c Hau6osbiet adGUHHOCTBIO TOJBEPTAIOTCI My TaLlMH
(KOOpAMHATHI BEPXHETO JIEBOT'O YI/Ia IPOU3BOJILHO CMEIAIOTCS Ha
OJ{HY MO3UIIHIO 10 BEPTUKAJIU UJIH 10 TOPU30HTAIH).

6. Boruncsisiercss abGUHHOCTD MyTHUPOBABIINX KJIOHOB, 3aTEM U3
MOMYJISIMY YAAJIAETCS YacTh aHTUTEJ C HAUXYALIMMHU TOKa3aTe-
9MHU apPUHHOCTH TaK, YTOOBI YUCJIO OCTABILHXCA aHTUTEJ ObLIO
MeHBIIE N.

7. BoccTaHOBJIeHHE TONYJISALUH A0 N 3JIEMEHTOB IIyTEM I'eHepH-
pOBaHHUs HEJOCTAIOIEr0 KOJIMYECTBA aHTUTEJ CJy4YalHbIM oGpa-
30M.

8. [Ilporecc noBTOpsieTCs 10 CTAGUIM3ALMH NOMYJISLUU Ha MPO-
TSDKEHUU 33JaHHOT'0 KOJIMYECTBA LIUKJIOB.

9. PelleHMe cYMTaeTCs aHTUTENO C HAWIYYIIMM I[OKa3aTesJeM
apduHHOCTH.

CoBpemeHHble
MH(OPMaLMOHHbIe
TeXHONnornun

n UT-o6pa3oBaHue

Pe3synbTaThl

1 pa3paGoTKU NpoeKTa UCN0J1b30BaJICs A3BbIK C++. CTPyKTY-
pa npoeKTa npe/iCTaBjeHa Ha pUCYHKe 2.

] Pewenne "PointGame” (npoexos: 1)
4 [%4] PointGame
b =B Ceoinkn
b I3 BHewkme sasncimocT
4 Header Files
CPointsh
B CPointsApp.h
CPointsGame.h
CPointslPDialog.h
B CPointsMainWnd.h
CPointsPaint.h
resource.h
4 Resource Files

v v v v vv vy

P pointsGame.rcico
++ CPointsApp.cpp
++ CPointsGame .cpp
++ CPointsMainWnd.cpp
++ CPointsPaint.cpp
4 Source Files

[M pointsGame.rc

v v v v

CPointsApp CPointsPaint CPointsGame

istrugPoint - nposepka
BOIMONHOCTH NN CTABHTE
3Ty TouKY Ha none

BOOL CPoinsApp - drawTable - pucyer none

[cO3AaHME OKHA MDOPAMMEI
1 ee o0HoBNEHNE

drawOblast - pucyer
3AXBAUSHHYIO 0GNACTE

CleareGame - OuMCTEa
OKHA NPY OKOHYAHUK WIDLI
MINW Hayana HoBOWA WPkl

CPointsGame - ocHOBHbIE
HACcTPOWKM WIpLI, pa3mep
NONA, KOM-B0 TOYEK M TN.

CPointsMainwnd

ThreadServer -
MOKMKYEHWE K MIDe Yepes
MHTEPHET

DrawGame - oOTpUCOBKA
MUHAIA W TOYEK

numof_bycolor - meHReT
LIBET ¢ y4STOM TOTO, KaKOM
MIDOK CEiuac XoauT

MenuConnect - OkHO
HACTPOMKA NOQKMKUEHUA K
cepespy

delPoint - yaanseT Touky

MenuServer -
HaCTPORKK cepBepa

OKHO addPoint - pucyet Touky

GoGoPoint - nouck mym

MenuOfline - oTkmiguenne ANA TOUKN M3 OKDYHEHNA

WIPbl Yepe3 MHTEPHET

INarea - npoBepka

HAMHUAR  UyRMX TOUSK B
MenuAbout - crpasoukas 33XE3UEHHON 0GNACTH
MHDOpMALMA isarea - npoBepka

BO3MOXHOCTU MPOBEAGHUA
[OonClose -  Bbixop M3 KOHTYpa (3axBaT nans)

IMporpamMms!
pare comphodit - ni

P u c. 2. CTpykTypa npoekTa. BsauMocBs3b Moziysieit U UX QYHKIIMOHATBHOCTh

Fig. 2. Project Structure. Interrelation of Modules and Their Functionality

JlaHHBIM NPOEKT 6bLI pa36UT HAa HECKOJIbKO MoAy iel. Kax b1 U3
MoJiyJ1eH, BbINOJIHAET OJJHY U3 C/IelyI0LIUX 3a/ja4: 0OTo6pakeHHe U
06HOBJIEHHE OKHA TPOrpaMMbl, HAPUCOBKY 10J1s, UHTepdelic npo-
rpaMMbl, TOJKJ/IIOUEHHE K APYTOMY UTPOKY JJI UTPBl Yepes UHTeP-
HeT, pea/iM3allii HCKYCCTBEHHOI0 UHTeJIIEKTa.

Mogynb CPointsApp co3zaeT ¥ 0GHOBJISIET OKHO MPOTpaMMbl. Mo-
Aynb CPointsPaint nporW3BOAUT OTPUCOBKY UTPOBOIO NOJISI U OTPU-
COBKY 3axBaueHHOM 06J1aCTH T€M UJIM UHBIM UT'POKOM.

Mogynb CPointsMainWnd no3BosisieT He TOJIBKO MOJKJ/IYAThCS K
oInpe/ieJIeHHOMY UIPOKY NyTeM BBOJaA €ro ip ajpeca U 1MopTa, HO
Y CO3JJaHHe cepBepa /s MOJK/I0UYEeHUS JPYTUX UTPOKOB K HEMY.
B mopyne CPointsGame cofepXUTCA peanunsalus B3aUMOJEH-
ctBusi urpokoB. ®ynkuusa CPointsGame ucnosb3yeTcs A Mpo-
BePKHU KOPPEKTHOCTH CJIeJJAaHHOTO UI'POKOM X0/1a.

Js BbIYMC/IEHUS 1eJeBOM (QYHKLIMM MCIOJNb3yeTcs KJAcc
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FitnessFunction, KOTOpbIN XpaHUT BXOJ|Hble JlaHHble — 3HAYEHUs
HCKOMOW QYHKIIMH B TOYKAX.

Knacc FitnessFunction cosep>XUT TOJBKO OJJUH METOJ, KOTOPbIN
M03BOJIIET BBIYUC/IUTH 3HAYeHUe LieleBOW QYHKUUM JJs Ie-
pe/laHHOTO BBIPAXKEHUs], IpeJCTaBJeHHOro O06GBEKTOM KJacca
Expression.

Jlis  ocyllecTBJIeHMs MyTalMu aHTUTea Obll1 CO3JaH KJacc
ExpressionMutator.

BcriomorarenbHbIN Kiaacc ExpressionsimmuneSystemConfig wH-
KaICyJIupyeT paboTy ¢ HACTPOMKAaMHU HCKYCCTBEHHON UMMYHHOM
cucteMbl. [IpuMep paGoThl NpOrpaMMbl pe/iCTaBAeH Ha PUCYHKe
3.

3ak/jo4yeHue

B faHHOM pa6oTe NMoJiy4yeHbl Cle/lylolie OCHOBHbIE Pe3y/IbTaThl.
1. Paspa6oraHa ¢popMasibHasi MOJe/Ib aBTOMATH3ALMH Tpoliecca
BbIGOpA ONTHMAJbHOIO BapHaHTa IOBEJEHHS HCKYCCTBEHHOIO
HMHTEJIJIEKTA C IPUMeHeHHEeM HCKYCCTBEHHOW CHCTEMBI.

2. Paspa6oTaH aJiropuTM Inpoliecca Bbi6opa ONTHUMaJIbHOTO X0Ja
B UTpe C UCI0JIb30BAHHEM UMMYHHOH CHUCTEMbI, MOAUPHUIIUPOBAH-
HBIY C y4eTOM crerfuGUKU JaHHOU 3aJauH.

3. CosjjaH MporpaMMHBINA KOMILJIEKC, peaJu3yIoLIUi ONrcaHHbIe
QJITOPUTMBI.

wrpa B cets! wactpoiikw 7

3) |36:2 st: 0 color: DisL: 0 Go: 0 |MO>KHO CTABHTE. |6oaaan HUYBA!

P u c. 3. CKpuHIIOT paboTaroliei NporpaMMbl

Fig. 3. Screenshot of the running program
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