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YHUBEPCUTET UTMO



BeBeaeHue: Kubepcnopt

* Kubepcnopt — 31O BMUA CNOpPTa, B
KOTOPOM COpeBHOBaHMUA NPOBOAATCH
Ha OCHOBe BMUAEOUTD.

* OcobeHHOCTH
* [lonynAapHOCTb
* 3pUTe/ib TaKXe nrpaeT B KOMNbKOTEPHbIE UTPbI
e [laHHbIe XPAHATCA SNEKTPOHHOM dopmaTe



BBeaeHue: CKUAN

* CKunn — mepa oueHunBatoLWan
CMOCOOHOCTM UTPOKa.

* MWHYCbl TAKOWU METPUKU B TOM,
4YTO B HEMN HE YYUTbIBALOTCH
dU3nyecKkme NnoKasaTtenm Urpoka,
a UMEHHO peaKuuto.




Unen

* PazpaboTka meToa0B ANA OUEHKN peakuum KnbepcnopTcMeHOoB
Ha OCHOBE 3anncen maTyen B MHOrono/Ib30BaTENbCKOU Urpe OT
nepsoro nnua Counter-Strike: Global Offensive.

* AKTYaNbHOCTb:
* KubepcnopTt NOCTOAHHO pa3BMBaeETCA.
* [loTpebutenamm byayT ABNATLCA: TPEHEPLI, ByKMEKepbl 1 aApyrue.

* cchepoBaHua B obnactn KnbepcnopTa n BUAEOUTP:

* Predicting Winning Team and Probabilistic Ratings in “Dota 2” and “Counter-
Strike: Global Offensive” Video Games

e Rapid Skill Capture in a First-Person Shooter



https://www.researchgate.net/profile/Dmitry_Ignatov2/publication/321976496_Predicting_Winning_Team_and_Probabilistic_Ratings_in_Dota_2_and_Counter-Strike_Global_Offensive_Video_Games/links/5b13ea6f4585150a0a65084d/Predicting-Winning-Team-and-Probabilistic-Ratings-in-Dota-2-and-Counter-Strike-Global-Offensive-Video-Games.pdf
https://ieeexplore.ieee.org/document/7308004

[loCTaHOBKa 3a0a4u

Mcnonb3ya 3annucu maTtyen NoNy4YnTb AaHHble O peaKkuum
KnbepcnopTcMeHOB Ha MOMEHTbI, B KOTOPbIX MPOUCXOAUT
CTO/IKHOBEHME ABYX UTPOKOB U3 pa3HbIX KOMaH.




[locTaHOBKa 3a4a4Mn: Peakuus

PeaKuus - Bpemsi C TOro MOMEHTa, KaK UTPOK yBUAEN
NPOTMBHUKA, 1O MOMEHTA, KaK OH Haya/ nepemeLlaTtb
NPULEN C LeNblo aTakoBaTb NPOTUBHUKA.




[MoAroToBKa AaHHbIX: 3aNUCU MaTUYEN

* lemo3anncb XpaHUT AaHHble O MmaTye
e laHHble OOHOBAAIOTCA Yepe3 MNPOMEKYTOK BpEMEHU — TUK
* B oagHoW cekyHae 128 TnKos

* [1nA n3BneyeHna AaHHbIX NCNO/Ib3yem napcep Ha A3bike Golang:
https://github.com/markus-wa/demoinfocs-golang



https://github.com/markus-wa/demoinfocs-golang

[MoaroToBKa AaHHbIX: U3BEYEHUE

* I3BN1IeKaem U3 aemo3anucen
[aHHble O NpuLese UrpokKa

* KoopauHaTtbl npuuena 3To
OTK/IOHEeHWe B rpaaycax no
FOPU30HTANN U BEPTUKANU

Bomb6a 3a10XxeHa.

[lo B3pbIEA
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[MoArotoBKa AaHHbIX: onpeaeneHns

* [lepemelwleHne npuuena — ABUKEHME No
NOBEPXHOCTU CHepPbI

* CKOpOCTb — pacCTosiHME NponuaeHHoe No
NOBEPXHOCTU chepbl 3a OANUH TUK

* yCKOpEHVIe — naImeHeHmne CKoOpoCtm 3da O4NH TUK




[loaAroToBKa AQHHbIX: pa3MeTKa

* Bcero 1064 cntyauumn n3 4 3anmcen matyemn

* PazameTKa peaKkuuu, ANAa KaXaou paccMaTpmMBaeMon CUTyaLuu
NpPoxXoAanaa BPYy4HYIO



HanBHOe pelleHune

* [MNOTe3a: peakuma 3T0 MOMEHT BPEMEHMU, B KOTOPbIN
NPOUCXOAUT pe3Kaa CMeHa KoopAaMHaT Npuuena

function CalculateReaction(speeds, accelerances, weaponTypes, lastTicks,
maxSpeedDiff. maxAcceleranceDiff)
ticksCount + Len(speed)

for i .. ticksCount| d I_I
ey e * [1ntOCbl

for j + [Max(0,1 — lastTicks)..i — 1| do

avrSpeed < avrSpeed + speeds|) ° Ta Koe pe LeHUne oYeHb TOYHO

end for

avrSpeed + avrSpeed/(1 — Max(0, 1 — lastTicks))

avrAceelerance 0 paboTaeT B 04EBUAHBIX
for j + [Max(0,1 — lastTicks)..1 — 1| do

avrAcclerance < avrAccelerance + accelerancesj| MOMEHTax

end for

avrAccelerance + avrAccelerance/ (1 — Max(0,1 — lastTicks)) ]

if Abs(avrSpeed — speeds|i|) > maxSpeedDiff then OLI €Hb T pOCToe B pean n3d LI'M 4
if Abs(avrAccelerance — accelerances|i|) > maxAccelernaceDiff

then
if weaponTypes|i| | then ¢ I\/I M HyC bl

return i+ 1
e e [laeT o4eHb NI0OX0E peLleHune,
endfor B HEOUYEBUAHbIX CUTYyaLUMUAX
returni -+ 1
end function
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YnydyuweHue HauBHOro pelleHun

e [1nA NONYyYeHUA YIYYLLEHHOrO peLleHUs BOCNO/Ib3yeMCS
aATOPUTMaMmM MaLLMHHOTO 0byYyeHus

* [locnenoBaTe/IbHOCTb TUKOB, Ka*KA0W CUTyaLUU, pasmMeTum
cneayrowmm obpasom

* TuKn po peakunm nmetrot Knacc 0
* TMKKM nocne peakumm nmetrot Knacc 1



[Tpn3Haku ob6bEKTOB

* 13BneyeHO 118 NpM3HAKOB Ha KaXXAO0M TUKe
* ONKUCbIBaAtOT COCTOAHME pacCMaTpPMBaAEMOro c/y4van



MeTon obyyeHus n Banmaaumnm

* Obyyaem Ha nocnenoBaTe/IbHOCTb TUKOB U3BNEYEHHbIX U3
TPeHMpPoBOYHOTo Habopa cnTyaumi

* 1nA TECTOBOW, NepBbIN TUK NOMeYeHHbIN 1 cuntaem peakumen

* OwKnbKa — pasHMLLA MexKay MOYYNBLUMMCA BPEMEHU peakLUnn 1
Pa3MeYeHHbIM.

* MeTpUKuU:
* MAE, MSE, fl1-score



ObbeanHeHne anropuTMoB

e [1Ba aNropmnTMa: HauBHbIN N KNAaCCUPUKATOP

* a, 5 — KoapPUUMeEHTbI 4OBEPUA COOTBETCTBYHOLLMX aATOPUTMOB
* [lycTb OTBET HAMBHOIO 3TO a, Apyroro- b, a < b

* KOHEYHbIM pe3ynbTaT —uYMC/IO0 Ha oTpe3ke |a, b]

* Boiuncnaerca no popmyne:

:(a+(b—a)(1—oc))+(b+(a—b)(1—6))
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Pe3ynbTaTbl TECTUPOBAHUA

Wogers  lwAc_|wst |iscore

HaunsBHoe pewieHue
KNN(k=4)

f classif,30
SGD(epochs=1000,alpha=1e-6)
f_classif,50

DT(D=6)

chi2,50
RandomForest(D=10, N=100)
chi2,50

AdaBoost(D=1, N=100)

f _classif,50

Union(RandomForest(D=9,N=500),a=0.1,3=0.4)
chi2,30

3.92
5.39

6.92

4.62

4.38

4.51

3.72

101.53
134.63

202.15

125.46

117.42

115.97

85.67

0.62
0.50

0.46

0.59

0.63

0.63

0.62
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BbiBOADI

* bbin pa3paboTaH aNropmuTm, NO3BOAAOLWMNN BbIYUCIATb PEAKLUIO
NTPOKa

* CpegHAn ownbKa Ha KaxKaom obbeKTe paBHa 3.72 TMKa nam 29
MC, 4TO cocTasnaeT 10% oT cpeaHero BpemeHu peakumm
yenosekKa(no AaHHbIM canTa humanbenchmark.com).

* [lTaHHbIN aITOPUTM MOMKHO MCMNO/Ib30BaTb ANA aHa/U3a UTPbl
KnbepcnopTCMeHOB, a TaK»Ke A1A NOCTPoeHMA bonee CAoKHbIX
PENTUHTOBbIX CUCTEM


https://humanbenchmark.com/tests/reactiontime/statistics

Cnacmbo 3a BHUMaHuel



