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This paper considers the problem of inferring fixed opponent strategies in re-
peated two-player games using artificial intelligence models. In many multi-agent
environments, agents interact repeatedly while having limited information about the
opponent’s behaviour. Identifying an opponent strategy can significantly improve
decision-making. In this work, the opponent strategy inference problem is formu-
lated as a classification task based on observed actions sequences. Artificial intelli-
gence models are used to analyse behavioural patterns and determine the most prob-
able strategy of the opponent. The proposed approach allows an agent to adapt its
own behaviour according to the detected strategy. Such methods can be useful in
game artificial intelligence and multi-agent systems.

VY cyuacHux nocnipkeHHsax mry4yHoro intenekry (1) 3mauna yBara npu-
IUIISETHCA 3aJ1ayaM B3aeMo/Iii MK aBTOHOMHUMH areHtamu. [1om10H1 3a1a4l BU-
HUKAIOTh y 0araroareHTHUX CHCTeMax, irpax, eKOHOMIYHOMY MOJENIOBaHHI Ta
CUCTEMaxX MIATPUMKH TPUUHSTTS pilleHb. Y TaKUX CEPEeIOBUINAX AareHTU
B3aEMOJIIIOTh MK CO0OI0, MPUIMaOUM PIMICHHS Ha OCHOBI MOCTYymHOI 1H(OP-
Marlii mpo Jii IHIIUX yYaCHUKIB.

OnHi€0 3 KIIOYOBUX MPoOJeM y MOAIOHMX CHCTEMaxX € BHU3HAYEHHS IO-
BEJIIHKM OTNOHEHTA. Y OUIBIIOCTI BUIAJIKIB areHT HE Ma€ MpsIMOTO JIOCTYMy JO
CTpATerli IHIOro rpaBLs 1 MOKE JIMILE CIIOCTEPIraTu 3a Horo aisiMu. ToMy BUHU-
Kae 3aj1aya iHdepeHl1ii cTpaTerii, TOOTO BU3HAYEHHS MO/IeJI1 TOBEIIHKU OMTIOHEHTA
Ha OCHOBI icTOpii B3aemo/11i. OCOOIUBHI ITHTEPEC CTAHOBIISATH MOBTOPIOBAHI JIBO-
OCiOHI irpH, y SIKMX TI CaMi areHTH B3a€MOJMIIOTH MPOTITOM 0araTbOX payH/IiB.
Hakomnuuena ictopist Aiil 403BOJIsSIE aHAII3YyBaTH MOBEAIHKY OMIOHEHTA Ta pOOUTH
MPUITYIIEHHS 11010 Horo crparerii [1].

Mertoro 1aHoi poOOTH € TOCIIIKEHHS MOKIMBOCTI BUKOPUCTAHHS MOJIeeh
HITYYHOTO 1HTEIEKTY i iHhepeH i (ikcCOBaHUX CTpaTeTiil OMOHEHTa Y MOBTO-
PIOBaHMX JBOOCIOHHX irpax.

PosrnsgaeTbcst moBTOprOBaHa JABOOCIOHA Tpa, y SKiM OepyTh ydacTh JBa
areHTd. Ha KOXHOMY KpOIll TPH areHTH MOYeproBO OOUPAIOTH IO 3 MHOXKHHH
MOJKJIUBUX I1H

A={aa,,..a}.
VY mporieci rpu GopMyeThCs ICTOPis il OMIOHEHTa
H=(a,a,,..,a),

Je t — Homep MOTOYHOIO payHIy I'pU.
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[lepenOayaeThCes, 110 OTOHEHT BUKOPUCTOBYE OAHY 3 (DIKCOBAHUX CTPATETr1i

13 MHOXKUHU
S={S,,S,,--+S. }-
3ajava areHTa noJisira€ y BA3Ha4€HHI CTPATETli Ha OCHOBI CIIOCTEPEXKYBaHO1
ictopii nii H. Cxema B3aeMojii areHTiB y MOBTOPIOBaHIN Ipi Ta mpoliec iHde-
peHIIii cTparerii mokasaHi Ha puc. 1.

l

Ais
I CrpaTeris .

IcTopia Aii (H) Mogens Al

Pucynox 1 — Cxema B3aemoJiii areHTiB y TOBTOPIOBaHii IBOOCIOHIH Tpi

Cxema BioOpaxae UK iHPEPEHIIil: Jisl OTIOHEHTA 3alUCYETHCS B ICTOPIIO,
aHanizyerbest Moaesunto LI Ta mepeTBOprOeThCSI HA MPOTHO3 CTpaTerii JJIs ajar-
Tallii are’Ta.

3agauva iHepeHIli Moxe OyTu chopMylibOBaHa SIK 3a/1aua Kiacudikari, y
K1 MOJIeSTb MAIIMHHOTO HAaBYaHHS peali3y€e B110OpaKEeHHs

f(H)—s,
ne P(sl H) — iiMoBipHicTH TOro, 1[0 ONMOHEHT BUKOPHCTOBYE CTpATErito S 3a
YMOBH CIIOCTEpEKYBaHOI icTOpii Aiit [2].

Jlis po3B’s3aHHs 3a1a4l iHGEpeHwii cTparerii MoxXyTb OyTH BUKOPHCTAaHI
pi3HI MOJIeJl IITYYHOro iHTeNneKkTy. OCHOBHA 17esl MOJsArae y BHSBJIEHHI 3aKO-
HOMIPHOCTEHN y TOBEIIHII1 OTMIOHEHTA Ha OCHOBI MOCJIIOBHOCTI Moro Aii.

Ha nepmomy erami gopMyeThcsi HaOlp O3HAK, SIKI OMUCYIOTHh MOBEIIHKY
rpaBiis. Jlo Takux 03HAK MOXKYTh HaJICKATH:

— 9acTOTa BUKOPUCTAHHS MMEBHUX JIiiA;

— UMOBIpHICTh TOBTOPEHHS MOTIEPEHHOTO XOTY;

— 3QJIKHICTh TOTOYHOTO XOY BiJ OTIEPEIHIX JIii.

CdopmoBaHi 03HAKH BUKOPUCTOBYIOTHCS SIK BX1THI JIaH1 JAJIsI aITOPUTMIB Ma-
muHHOTO HaBYaHHs. /{1 kimacudikarii cTpareriii MOXyTh 3aCTOCOBYBATHCS Pi3HI
MOJIeNTi, 30KpeMa JIOTICTUYHA perpecis, JepeBa pilieHb, MeTo] K HaHOIMKINX
cyciiiB abo HEHPOHHI MEPEeXKI.

HapueHa Mozienp 103B0JIsI€ BUSHAYUTH HAHOUIbII HMOBIPHY CTPATET1IO OIO-
HEHTAa Ha OCHOB1 HOBUX CIIOCTEPEKEHb. TOUHICTH KiIacudikailii, Sk mpaBuio, 3po-
cTae 31 30LIbIIEHHSAM 00CITy HAaKONMYeHoi icTopii Ail [3].
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BusnauenHs ctpaTerii OoHEHTa J03BOJISIE ar€HTy aJanTyBaTH BIACHY IO-
BeniHKy. Hampukiana, areHT Moxke oOpaTH KOHTPCTpATETiio, sika 3a0e3mnedye Kpa-
U pe3yJIbTaT MPOTH KOHKPETHOTO THITY MOBEIIHKY CYNPOTHUBHUKA, 10 O€310-
CepeIHbO MIJBUIILYE 3arajJbHy €(PEeKTUBHICTh B3a€EMO/III.

[ToniOHi migxoau MOXKYTh OyTH IHTETPOBaHI 3 METOJJaMH HABUYaHHS 3
HiAKPITIEHHSM, 7€ areHT MOCTYIOBO BIOCKOHAIIOE CBOKO MOJIITHKY Ha OCHOBI
JOCBiYy B3aeMoii. 30kpemMa, iH(EpeHIlis cTpaTeriii Moke BUKOPUCTOBYBATHCS
SK TOTMOMDKHHM MOJYJIb Y CUCTEMax HaBYaHHS 3 MIAKPIIUICHHSM, 10 JO3BOJISE
MPUCKOPUTH 301KHICTh areHTa J0 ONTUMAIBHOI MOBEIIHKY IIIIXOM BpaxXyBaHHS
nepeadadyBaHoi cTparerii cynepHuka. [HdepeHiris cTparerii € BaXIMBUM KOM-
MOHEHTOM 0aratbox OaraTOareHTHUX CHCTEM Ta CHCTEM ITPOBOTO IITYYHOTO
iHTenekry [4].

BucnoBku. Y po00Ti po3risHyTO 3a71a9y 1HGEpeHIIii pikcoBaHUX CTpaTeTii
ONOHEHTAa y MOBTOPIOBAaHMX ABOOCIOHMX i1rpax. IlokazaHo, 1m0 1 3a1aya Moxke
OyTu copmMmyiibOBaHa SIK 3a7a4a Kiacuikailii Ha OCHOBI 1ICTOPIT J1H.

BukopuctanHs Mojneneil MTYyYHOTO 1HTEICKTY JO3BOJISIE BUSBIATH 3aKO-
HOMIPHOCTI y MOBE/IIHIIl OMIOHEHTA Ta MPOTHO3YBAaTH HOro crpareriio. OTpuMana
iH(dopMallis Moke OyTH BUKOpUCTaHA JIJIs aJarnTallii MoBeAIHKY areHTa Ta IiJIBU-
HnIeHHs e(DeKTUBHOCTI B3aeMOJil y OararoareHTHUX cepenoBuiiax. llepcrnexkTu-
BOIO MOJAJIBIINX JIOCHIJIKEHb € PO3IIMPEHHS 3alPONOHOBAHOIO MIIX0y Ha 3a-
nadi 3 OUTBIIIOI KUTBKICTIO CTpaTeriii, HeCTalllOHAPHOO TOBEIHKOK OMTOHEHTIB,
a TaKOX anpooOairisi MeToAy Y pealibHUX 3aCTOCYBAaHHSIX ITPOBOTO IITYYHOTO 1HTE-
JIEKTY Ta CUCTEMaX MIATPUMKU MPUIHATTS PIllIeHb B YMOBaX HEBU3HAUEHOCTI.
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