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I'eHepanus ¥ 0aJTaHCUPOBaHHE
UT'POBbIX MEXaHUK BUACOUTP

I'.®. Caxudrapeesa', B.B. Kyrypakogsa', 3.C. Bosibmakos'

I Huemumym unghopmayuonnvix mexnono2utl u uHmMenNeKmyaibHblx CUCTEM
Kazanckozo (Ilpusondicckoeo) gpedepanvrozo yHugepcumema

AnHoTanus. CraThs sBISETCA NPOJOJDKEHUEM pa3BUTHUS HUAEH O
pa3paboTke reHepaTopa WIPOBBIX MPOTOTHIIOB M3 TEKCTAa HAa €CTECTBEHHOM
sa3plke. Tema urpoBoro OanaHca, KOTopas YINOMHHAJach B pPaHHUX paboTax
aBTOPOB, MOJIHOIIEHHO PAaCKPBIBAECTCS C TEOPETUUECKON M MPAKTUYECKOW TOUKU
3peus.  Jns  TOHMMaHMA ~— TPUPOABI  JAHHOTO  BOMpOca,  ObUIM
MIpOaHATM3UPOBAHbl OMpPENENICHUS U MHEHUs JKCrepToB. B pesynprate ObLIO
c(OpMHPOBAHO BCECTOPOHHEE TOHUMAaHHUE MPOOJIEM, a TAKXKE MEPEUUCIICHBI Te
BBI30BBI, KOTOpbIE €CThb B JaHHOM HampasieHuu. llenpio wuccnenoBaHus
ABNISICTCS ~ aBTOMATH3alUs PYTHHBI UIPOBBIX  JM3allHEpPOB Ha  JTame
nporoTunupoBanus. [Jjist 3TOro pemraercs 3ajgavya reHepaluy UTpoBoro GanaHca
U3 TEKCTOBBIX JIOKYMEHTOB, II03TOMY pPAacCMOTPEH psAJ Hay4dHBIX padoT,
Mpeajaraiux ajJropuTMbl U TMOIXObI AJIS ONTUMHU3ALMUA U aBTOMaTU3allUU
TECTHUpPOBaHUS U  OanaHCHUpOBaHMA  KOMIbIOTEpHbIX wurp. [lompobnHo
npeAcTaBieH (YHKIIMOHAN pefakTopa AuHamMudeckoro Oamanca Machinations,
a TaKKe MPOWLIIOCTPUPOBAH MNPHUHIMI ero pabotel. [lng mokazaTenbcTBa
YMECTHOCTH €ro IOAXO0J0B B 00IIeM KoHBeilepe paboThl TreHeparopa
MPOTOTHUIIOB OBUT IPOBENEH psifl SKcIiepuMeHTOB. OHU JOKa3bIBAIOT, YTO paboTa
C IMHAMHYECKUMH AuarpaMMaMu 3QQeKTHBHA U SKOHOMUT Ba)KHBIE PeCypChbl
KoMaHJbl pa3paboTku. Kpome Toro Obuia pemieHa wyacTHas 3aaada
dbopManu3auu M BHU3yaJU3allMU CBSI3U MEXKAY IelMIUIeeM U CIOKETOM, UYTO
000CHOBAaHO KOHTEKCTHOH 3aBUCHMOCTBIO UTpOBOro OanaHca. B 3axmoueHun
MPUBE/CHBI IJIaHbl JaIbHEHIIIEr0 pa3BUTHS MOJHOLIEHHOTO MHCTPYMEHTa st
UTPOBBIX CIEHAPUCTOB U TM3aliHEpOB. B KauecTBe BHIBO/IA YTBEPIKIAACTCS TE3UC
O TOM, YTO aBTOMAaTHYECKOE€ KOPPEKTHUPOBAHHME UTPOBOro OanaHca BO3MOXKHO
TaKXe, Kak U ero reHepanus Ha OCHOBE TEKCTa.

KiroueBble ciaoBa: wurpoBoil OanaHC, TEMMIUICH, WIPOBBIE MEXaHHKH,
aBTOMAaTUYECKOEC OaTaHCHUPOBAHWE WIPOBBIX MEXaHWK, WIPOBOWM TU3aiiH,
WUTpOBasi  CIICHAPUCTUKA, CICHAPHBIA TMPOTOTHII, TEHEpalus CICHAPHBIX
poTOTUNOB, Machinations.
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Video Game's Mechanics Generation and Balancing

G.F. Sahibgareeva', V.V. Kugurakova', E.S. Bolshakov?

I Institute of Information Technology and Intelligent Systems, Kazan Federal
University

Abstract. This article is a continuation of the idea about developing a
gaming prototype generator from natural language text. Game balance theme,
which mentioned in previous authors' papers, fully opens up from theoretical
and practice standpoints. Many expert opinions and definitions were analyzed
to understand the identity of that problem. As a result, a full understanding of
the problem was formed and challenges were listed, which exists in this
direction. The purpose of the research is automation of game-designers routine
in the prototyping stage. For this, the problem of generation of game balance
from text documents is solved, so a number of scientific papers are considered,
which offer algorithms, optimizing and automating approaches and computer
games balance. The functionality of the dynamic balance editor Machinations is
presented in detail, and the principle of operations is illustrated. To check the
availability of approaches in the overall collection of the prototype generator
work, a number of experiments were provided. They prove effective work with
exhaustive diagrams and saves important development team resources. In
addition, a particular problem of formalization and visualizing connection
between gameplay and plot was solved, which is justified by the context
dependence of the game balance. In conclusion, plans for the further
development of a full-featured tool for the game scriptwriters and designers are
given. As a conclusion, we state that automatic correction of the game balance
is possible as well as its generation based on text.

Keywords: game balance, gameplay, game mechanics, game mechanics
automatic balancing, game design, game scenario writing, scenario prototype,
scenario prototype generation, Machinations.

BBenenue

[Ipomecchl pa3pabOTKU WTPOBBIX, a TaKXKE HHTEPAKTHUBHBIX IPOEKTOB,
Hampumep, TpeHaxepoB U AR/VR-mpunoxenuii, OBIBalOT HE TOIBKO
TBOPYECKUMU, HO U PYTUHHBIMH. JTO KacaeTcs NpOrpaMMUPOBAHUS, CO3/IaHUS
KOMITBIOTEpHOU Tpaduku, OanmaHca WTPOBBIX MapaMETPOB, a TAK)Ke HAIMHMCAHUS
CLICHAPUEB M PA3JIMYHBIX IW3alH-KOHLIENTOB. [Ipruem HampaBiieHUMN au3aiiHa
3€Chb MHOECTBO: MI'POBOM M HAppPaTHBHBIA JU3aliH, JW3allH ypPOBHEW U
OKpPYXEHUs, TU3aliH HHTEePHENCOB U JaKe CayH/I-TU3aiH.

BBuny Ttoro, uro mwo6oit UWT-mpoekT Tak WIM HHA4Ye TATOTEET K
aBTOMATHU3alIMU MMOBTOPSIIOLIETOCS UM PYYHOrO TpyAa, B chepe pa3paboTKu Urp
TAKYK€ BO3HUKAIOT PEIICHUS, IPU3BAHHBIC ONITUMHU3UPOBATH PECYPCHI.
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B cepumn crarteil aBTOpOB 3aTpoHyTa Tema pa3pabOTKH KOMILIEKCHOTO
UHCTPYMEHTA TE€HEpallid HMIPOBOrO MPOTOTUIIA M3 TEKCTa HA €CTECTBEHHOM
s3bike. Hibke aHa kpaTkasi CyTh MpoJIeTaHHBIX ATAroB padoT:

° W3BJICYCHUE WH(POPMAIIMU O CYITHOCTSX MOBECTBOBAHUSA U CBS3SX
MEX1y HUMHU U3 TEKCTa Ha €CTECTBEHHOM S3bIKE [1],

° BU3YalIM3allMsl CYIIHOCTEH MOBECTBOBAHMSI B KOHTEKCTE COOBITHUI B
dbopme packanpoBku [2, 3, 4],

° HACTPOWKa KaMephl U PACCTAHOBKA OOBEKTOB B TPEXMEPHOU CIICHE
C ITIOMOIIIbIO TEKCTOBOTO 3ampoca [5],

° 0030p BOMpoca BU3YAJIM3allUM  PA3BETBIECHHON  CTPYKTYpPHI
IOBECTBOBaHMUS [6],

° reHepaTop UTPOBOTO IpOTOTUIA c Pa3BETBICHHBIM

MMOBECTBOBAHMEM M3 TEKCTOBOTO 3ampoca [7, 8, 9].

Jlo cux mop B paboTax ynoMHHAIach, HO HE paCKphIBAJIaCh TEMa UTPOBOTO
OamaHca — TOHKOTO TIpoIlecca MO HACTPOWKE TMpaBWUI WIPHI, CIOXKHOCTH,
B3aMMOCBS3€H W aNTOPUTMOB Ui JIOCTIDKEHUS OMpEACNICHHBIX IIeNiel: Kak
cleNnaTh UTpy YECTHOW HJisi BCEX WIPOKOB, KakK CHENaTh UTPY CIOXKHOM, HO
BBIUTPBIIITHOMW U T.]I.

JlanHast paboTa mocBAmaeTcss pa3d0py COBPEMEHHOTO MPEACTaBICHUS
pa3HbIX aBTOPOB O OamaHCHPOBKE U AaBTOPCKOM BHJEHWU TOTO, Kak
OallaHCUpPOBKA WIrPbl M, B YACTHOCTH, WIPOBbIE MEXAHWKHU JOJIKHBI OBIThH
BCTPOCHBI B COOpPKY HMIPOBOTO MPOTOTHUIIA, TMO3BOJISIIONIETO MPOTHO3UPOBATH
YCHEIIHOCTh UTPHI B 1EJIOM. J{OMOJHUTENHHO ObUIO CKOPPEKTUPOBAHO BUIICHUE
o0111ell apXUTEKTYpbl T€HEepaTOpa UTPOBOTO MPOTOTHUIIA, & TAKXKE MPEICTABIICHBI
TPU MPAKTUUYECKUE aBTOPCKUE peasn3allii BOpoca UTPOBOTO OalaHca.

OcHOBHOI BKJIQJ JaHHOW pabOTHI 3aKJIFOYAETCS] B TOM, YTO B pe3yJbTaTe
AHAJMTHYECKOW pabOThl ObUIM TIPEACTABIICHBI PE3YJbTaThl AKCIIEPUMEHTOB, a
TaK)K€ IUIaHBl MaBHEUINEr0 Pa3BUTHS WHCTPYMEHTA, MPHU3BAHHOTO PENIUTh
POOIEMbI ONTUMHU3AINH PECYPCOB MPHU Pa3pabOTKe UTPOBBIX U MHTEPAKTUBHBIX
IPOEKTOB.

B nepBoii rnaBe npeacrapieH 0030p JIUTEpaTypbl HA TEMY OINpEAeICHUS
noHsATUs "mrpoBoro Oamanca'. Bo BTOpoil TriaBe paccMaTpPUBAIOTCS
pa3paboTaHHBIE MHCTPYMEHTHI OalaHCUPOBKUM WTp. B TpeTheil rmaBe ommcaH
OHJIAalfH-peaKTOpa TUHAMUYECKOTO MAaTEeMaTHYECKOTO OalaHCa KOMITBIOTEPHBIX
urp Machinations, a Takke TpEICTaBICHBI PE3yNbTaThl IBYX AKCIIEPHUMEHTOB,
JoKa3pIBatoMX ero 3¢p@deKTHBHOCTh. B ueTBepTOl TIaBe H3IOXKEHA CYTh
aBTOPCKOTO HMHCTPYMEHTa OajJaHCHPOBKM WIp. B TATON TiaBe MpeaCcTaBIICHO
OOHOBJICHHOE BHUJICHHE HHCTPYMEHTa TEHEpalli CIICHApHOTO MPOTOTHUNA |
chOopMyJIMpPOBaHBl TEPCIIEKTUBBI Pa3BUTHSA. B 3akiltoueHUU TOJBEICHBI UTOTHU
pa®oThl: Takas 3aJada, KaK MaTeMaThdeckoe OaJaHCHUpOBaHHE HIPOBOTO
MPOTOTUIIA, MOXET OBITh aBTOMAaTHU3MPOBAHA, YTO KAUYE€CTBEHHO ITOBBICUT
apTedakThl 3Tarna KOHIENTUPOBAHUS.
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1. Onpenesnenne UrpoBoOro 6ajanca

XoTs OajlaHCHpPOBKA WMIP CUUTACTCS Ba)KHOW KIIOUEBOM OCOOEHHOCTHIO
m0060# ycnenmHoM urpsl [10], Moka HET €eAMHOTO MHEHHS O TOM, YTO Ha CaMOM
Jiesie 03HadaeT «0araHCUPOBKA UTPHDY.

B 0630pHoii ctatbe 2019 roga Ha OCHOBE JeCsATKA ONPEIeICHU TPOBEICH
CEMaHTUYECKUNA aHaIW3 BBIpAKEHUA «HrpoBoi Oamanc» [11]. Paccmorpum
HEKOTOpbIE YIOMSHYTBHIE B JAHHON paboTe OompenesieHuss B XPOHOJIOTHYECKOM
TOPSIJIKE, YTOOBI IPOCIICANTh PA3BUTHE TAHHOTO MTOHATHS.

Haunem ¢ 2005 roma. B kHure Beaymiero ausailHepa W CIIEHApUCTA
komnanuit Ubisoft u Microsoft Studios Puuapga Poyza III «Game design.
Theory and practice» mogHUMaeTcsi TeéMa WIPOBOro OajaHCa B WMHTEPBBIO C
UTPOBBIMU nu3aitHepamMu. M3 KOHTEKCTa CTAaHOBUTCS MOHSATHO, YTO PE€UYb HJET O
MaTeMaTH4YeCKOM HMrpoBoM OajaHce. OmHAKO, KpOME 3TOro, Ha NIPUMEPE
u3aifHa ypoBHEW aBTOp (OPMYJIMpPYET BBIBOJI O TOM, YTO HHTEPAKTHB,
MOBECTBOBAaHUE, TPOJBIKEHUE IO YPOBHIO U JIPYTHU€ aCMEKThl UTPhI CBSI3aHbBI U
JOJDKHBI TIOJICPKUBATh U HE TIepeOuBaTh APYT Apyra, ObITh B Oanance [12].

B 2010 roay coocnoBarens Global Game Jam u J1OIIEHT MHTEPAKTUBHBIX
urp u meaua Pouecrepckoro texHosoruueckoro uHcturyta Su IllpaiiGep B
omore «Game balance concepts» yTBep»kKaaeT, 4TO MOYTH B KXKJIOH UTPE MOKHO
HaWTU TapaMmeTphl, MOJAIOIIMECs KOJIMYeCTBeHHOHN oleHke. [loaTomy B »aTOM
HUCTOYHHUKE TIOJPOOHO W Ha TMpPUMEpaxX OCBEMIAeTCS TeMa MaTeMaTHYEeCKOTO
urpooro Oananca [13]. OgHako oH Jq00aBisieT, YTO JIFOOBIE JAHHBIE UMEIOT
3HAUYCHHUE TOJIBKO B KOHTEKCTEe W 3aBUCAT OT Hero. [lommmo mpodero, aBTOp
npemyiaraeT y4YUThIBaTh JOCTYIMHOCTh WH(GOpPMAIMU IS  WTPOKOB, UX
CIOCOOHOCTh 00pabaThiBaTh WHGOPMAINIO, WX OXHIAHUS W JaKE BHEITHHUE
bakTopsI.

Jlxonnu HoBak B kaure «Game development essentials: an introductiony
B 2012 rony [14], xak u Pommunarc u Anamc B kHure «Rollings and Ernest
Adams on game design» B 2003 roay [15], 0603Ha4yar0T 3aBUCHUMOCTh UTPOBOTO
OalaHca OT MAacCTepCTBA WIPOKOB, HO TAKXKE pa3ACiAOT CTATHYECKMH WU
AuHamMudeckuil Oananc. Cratuyeckuil OanaHC BKIIOYAET npasuida, 4ucid,
omHowenuss W ezaumoldeticmseus. B cBOO ouepedb, JAMHAMUYECKUUA —
WUTIOCTPUPYET UIMEHEHUs. CImamuiecko2o 0ananca M3-3a UTPOKOB B PEXHUME
pealbHOTO BPEMEHHU.

WuTepecno, uto Ha Youtube-kanane «Extra Credits» B Bugeo 2012 rona
«Perfect imbalance — why unbalanced design creates balanced play» nokaszano,
YTO JIeTKUH UTPOBOM AUCOATaHC MOTUBUPYET OT/IaBaTh MPEAMOYTEHUE HOBBIM
CTpaTeTusM TOBEICHUS, T.e. O0O0y4aThCi 3a CYET OIIYIICHHUsS JIETKOTO
nuckoMdopta [16].

OcHoBatenp Ludeon Studios Taitnan CunbBecTp B kHHTe «Designing
Games» B 2013 koHcTaTHpyeT, YTO HEBO3MOXKHO CO34aTh WIPY, B KOTOPOW
UTPOKH C pa3HbIM YPOBHEM MacTEepCTBa MOTJM Obl MMETh PaBHBIM IIAHC Ha
ycnex [17]. JAu3aiiHepsl AOJKHBI OPUEHTUPOBATHCS HA LEJEBYIO ayJIUTOPHUIO,
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9YTOOBI CO3AaTh TO, C YEM OHa CrpaBUTCSA. TakuMm 0O0pa3oM, B OCHOBE HUTPOBOTO
npouecca — yecTHasi urpa. Ilpu sTom Ba)xHO, YTOOBI B UIpe OBLIN JOCTYIHbI
pa3Hble CTPaTeruM, YTOObl UTPOKH MOTJIM IIPUHUMATh B3BELIEHHOE PELIEHHE B
nojib3y KaxaoW u3 Hux. OpHako 000 OanmaHc OecCIone3eH, eCld OH
paspyliaeT nogecmeogaHue, NIAGHOCMb W MeMNn u2pvl, OOCMYNHOCMb W
SACHOCMb NPAGUIL.

[Ipodeccop wurpoBoro nuzaitHa YuuBepcurera Kapueru-Memiona
Hxeccu llenn B ynocroeHHoi Harpaq kHure «MICKycCTBO UTPOBOTO JU3alHA» B
2015 rony akkyMynupyet OoJblIoi 00beM 3HaHUM 00 UTPOBOM au3aiiHe. B ero
paboTe MOKHO HAaWTH MPOTUBOpPEUAIINE IPYT APYTY SIBICHUS BBI30Ba U yCIexa,
mactepctBa U ynaud. Ilon OamaHcupoBaHueM 37eCh IOAPA3ZyMEBACTCS
OpHEHTallMd Ha HeJeByW ayautopuio [18]. @opMynupoBka paciuibiBYaTas u
oOmrasi, HO OHa SIPKO MOKAa3bIBAET, YTO UTPOBON OanaHC B Pa3HbIX KOHTEKCTAX
MOXXET MOAPa3yMeBaTh PA3IMYHBIE BBI30BBI, YTO YacTO OBIBAET B HUIPOBOM
UHIYCTPUH, B KOTOPOU CIIOKHO HAWTH JBa MPOEKTA, KOTOPbIE pa3padaThIBAINUCh
Obl OIMHAKOBO.

Psan HayyHBIX cTareil, KOTOpbIE OCHOBBIBAIOTCSI Ha MHEHUU IMPAKTHUKOB,
NOCBSLIAIOTCS TEOPETUUYECKOMY M MPAKTUYECKOMY HM3YUYECHHIO U PACIIMPEHHUIO
noHsATUsI UrpoBoro Oananca. Tak, B cratbe 2006 roga [10] mpuxoasiT K BEIBOJY,
YTO WMrpoBOM OanaHC 3aMHTepecoBbIBaeT WUrpokoB. [lomumo 3TOrO, B 3TOH
CTaTb€ NPUBOJATCS TpeOOBaHUS K JUHAMHYECKOMY OallaHCy, KOTOpbIH
KOM(OpPTEH HMIpoKaM: Wrpa aJanTHpyeTcs K HayalbHOMY YpPOBHIO HaBBIKOB
UTPOKOB, K Pa3BUTHIO MacTepCTBAa M OCTaeTcs MpasaonofoOHoi. B Goiee
no3Her padore 2018 roxa [19] aganTUBHOCTE UTPOBOTO OajlaHCa CBSA3BIBAIOT C
OMOLMAMHU U YTBEPHKAAETCS, YTO UIPA IMOHPABUTCSA WIPOKAM, €CJIH BBI3OBET
YAOBOJILCTBHE, 3 HE CKYKY WJIHM pa304apOBaHUE.

[lo wrory aHamM3a YHNOMSIHYTBIX OIPEACIICHU, MOKHO COCTaBHUTH
CJIENYIOLYI0 KapTUHY: UI'pa cOaJlaHCUpOBaHa, €CIU €€ CII0KHOCTh 3aBUCUT OT
HAaBBIKOB 11€JIeBOM ayauTopuu. Jlyuiie Bcero, yToObl OHa aJAanTHPOBAJIACh MO
UTPOKOB cO BpeMeHeM. OJHAaKo BakHO, YyTOOblI Urpa Opocasna BbI30OB, YTOOBI
UIPOKM  HUCHBITBIBAIM ~ YYBCTBO  JOCTHKEHMs. Henw3d  paccmarpuBarth
MaTeMaTHYeCcKuid OajaHC B OTPHIBE OT OCTAIBLHOM YaCTH WUIPHI, BCE CBSI3aHO U
dopmupyeT KOHTEKCT. COOTBETCTBEHHO, M BCE YACTH UTPHI IOJDKHBI HAXOIUTHCS
B OamaHce. Urpa pomkHa NOpPUHOCUTH YAOBOJBCTBUE, OBITH YECTHOH,
CIPaBEIMBOW, HE BBI3bIBATH M3JIUIIHIOW (PYCTpalMio U CKyKy. Mrpa nomkHa
IIPEIOCTABIATh Pa3HbIE CTPATETUH, a HE MPU3BIBATh MCIOJIb30BaTh IPHUBBIYHBIC
TaKTHKHU.

CripaBeJIuBO yIOMSHYTb, YTO UTPOBOM OajlaHC — 3TO TAK)K€ MHCTPYMEHT
Iu3aiiHa, W €CJIM pa3pabOTUYMKU IPEAHAMEPEHHO XOTAT CO3JaThb COCTOSIHUE
IUCKOM(OpPTa, TO MOKHO, COOTBETCTBEHHO, YPE3MEPHO CHU3HUTH WM TOBBICUTH
CJIO’KHOCTB UTPBI.

B cuiny nepeuncineHHBIX BBIIIE TE3UCOB, B JaHHOM pabore Oyner
pa3ensaTbCd MaTeMaTH4eCKHil 0ajlaHC, KOTOpbII MOXHO BBIPa3uTh B
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napameTpax U QyHKIUIX, 1 HTPOBOM 0ajlaHC, MOapa3yMEBAIONINNA KOHTEKCT H
JPYTUE acleKThbl, C KOTOPHIMU CBSI3aH MaTEMaTUYECKU OanaHc.

2. NHCcTpYMEHTHI UTPOBOTO 0ajlaHca

Tema urpoBoro OamaHca HEpa3pbIBHO CBSI3aHA C TECTHPOBAHHEM WUIP.
OOyCIIOBJIEHO 3TO OTYACTH TEM, UTO MAaTEMAaTUYECKUE XapaKTEPUCTUKH, OyaydH
3aBHCHUMBIMHU OT aJITOPUTMOB U (PYHKIIHMM, paCKpHIBAIOTCS B MOJHOM Mepe JIUIIb
B KOHTEKCTE MIOBECTBOBAHUS M UTPOBOTO IpoIIecca.

[ToaTromy paboThl, TpENCTaBICHHBIE Jdajiee, B Pa3HBIX MPOMOPIUIX
comepkaT B cebe pelieHrne 3afad aBTOMATUYECKOTO TECTHUPOBAaHUS H
OaylaHCUPOBAHUS.

Bompocel, koTopble BCTalOT mepes, aBTOpamMH, MOXHO CIPYIIHPOBATH B
CJIEYIONINE KaTETOpPHH:

° dbopmanm3aIys UTPOBOTO MPOIECCa ¢ MOMOIIBI0 CHCTEM (YHKITHN
1 aBTOMATOB COCTOSIHUM, CO3JaHU€E MOJIEIN MaTeEMaTHYECKOro OaaHca,

° cOOp CTAaTHCTUYCCKHUX JIAHHBIX 00 UTPOBBIX CECCHSIX,

° 00yueHHEe HHTECIUICKTyJIbHBIX areHTOB Ha JIAHHBIX,

° CO3JIaHHE TECTOBOTO OKPYKCHUS,

° aHagu3 pabOThl HMHTEUICKTYaJIbHBIX areHTOB B  TEKCTOBOM
OKPY)KCHHUH B PEKHMME PEeaIbHOTO BPEMEHH,

° CO3/IaHHE AITOPUTMA KOPPEKTUPOBKU MaTeMaTHIECKOT0 OajlaHca,

° KOPPEKTUPOBKA  3HAYCHWH  MaTeMaTH4ecKoro Oajianca  TIO

3aIaHHOMY QJITCOPUTMY .

PaboT, CcHOCOOHBIX KOPPEKTUPOBaTh MUIPOBOM OalaHC  COTrJIacHO
KOHTEKCTY, He Tak MHoro. OmHako npumenenne MM-texHonorum crnocoOHO
IIOMOYb B OTOH 3aJa4e.

Tak, aBTOpBHI OgHON M3 pador 2016 roma npuOeraroT K TOMY, 4YTOOBI
dbopmanuzoBaTh urpy B Buae 3amauu [20]. Takoil moaxon He oOemraer, 4To
MOJIYYCHHBIA aNTOPUTM MOKHO NMPUMEHUTH K APYTMM UTpaM WU XOTs Obl K
UrpaM OJHOTO >KaHpa.

B cratee ke 2022 roxa [21] yrBepykaaeTcs, 4TO OOJBITMHCTBO HAYYHBIX
pabot pemaer MnpodieMy SBPUCTUYECKUMH U OOOOUICHHBIMM METOJAMH U
ONTUMHU3UPYIOT JAHHBIE O TMIOBEJIEHUHM HIPOKOB, CO3/laBas apXETUITHMYHBIX
HEPEAIUCTUYHBIX AareHTOB. ABTOPBHI MPOTHUBONOCTABISIIOT A3TOMY MOJIXOIY
riybokoe MojenupoBande nosenenuss urpoka (DPBM!'), ocHosanHoe Ha
CO3JJaHUM y AareHTOB WHJMBHUAYaJIbHOCTH, KOTOPBIA HMHUTHPYET pPEaJbHbIX
UTPOKOB. /{7151 0OydeHus: aBTOPHI UCIIOIB3YIOT HA0OOPHI JaHHBIX UTPhl Aion [22].
ba3a cocTouT U3 MHOXECTBA €AMHUL] IPUHITUA perieHuil 213 urpokoB nepuojaa
B LIIECTh MECSLIEB.

! DPBM (cokp. Deep Player Behavior Modeling) — riyGokoe MojeqnpoBaHie
MOBEJICHUS UTPOKA.
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Kpome Toro, B pabore mpuBeneH MOApOOHBIN aHAIN3 PabOT MOCIETHUX
JeT. BpinenuM HEKOTOpble HHTEpPECHBIE MOAXOAbl U J00ABUM HEKOTOPHIE
HEOTMEUEHHbIE PAOOTHI:

° CO3JJaHUE apXETUIOB HUIPOKOB Oyaroiapsi TreHEpaTUBHOMY
MOJEIUPOBAHUIO U JAIBHENIIEE TECTUPOBAHKUE C MIOMOIIBIO MMOMCKA MO JAEPEBY
Merogom Monte-Kapno cuntetnueckumu HMHU-TtecTupoBIIMKaMu B Wrpax
Dungeon Crawl? [23];

° OamaHCHUpPOBKA C TMOMOIIBIO TMOKCKA MO JAepeBy MeToaoM MoHTe-
Kapio croxactuueckux urp [24], a Taxxke urp xkanpa tower defense® [25];

o OamaHCUPOBAaHUE C IOMOIIBIO SBOJIIOIHOHHBIX anroputmoB MU
apkanHoit urp Ms. Pac-Man u RTS* StarCraft [26];

° IPUMEHEHUE KO3BOIIOLMOHHOIO METOJA ISl MOMCKAa BO3MOKHBIX
UTPOBBIX CTpaTeruii B urpe ‘“3axsat ¢uara” [27];

° npeicKa3aHue CJIOKHOCTH HEJETEPMUHUPOBAHHBIX Urp-
TOJIOBOJIOMOK «TPH B Psii» C MOMOIIBIO CBEPTOUYHBIX HEMPOHHBIX ceTei [28];

° IIPUMEHEHUE HBOJIOLMOHHOTO aJIrOPUTMa MHOTOKPHUTEPHAIBHON
ONTUMU3AIINUHU JIJIs1 OaraHCUpoBaHUs KapTouHou urpel Top Trumps [29];

° OalaHCUPOBKA UI'Pbl, OCHOBAHHASI HA MOJIEIMPOBAHUM B3aUMOCBSI3U
MEXAYy WIrpoBOM  JuHAMUKOW  (0ajmaHCOM) W WUIPOBOM  MEXAHHUKOM
(mapametrpamu). OlleHKa JAMHAMUKH WUTPhl OCHOBAaHA Ha METOJAaxX omepaTopa
Kynmana [30];

° ucnosibzoBanue JSON 11t XpaHeHHs] U peJaKTUPOBAHUS UTPOBOIO
OamaHca M CO3JaHUE TEHETUYECKOro ajropurMa Juisl OajlaHCUPOBAHMS
nomaroBoi crparernueckuit urpst ComPet [31],

° rIy0oKoe 00y4eHHE U DBOJIIOIIMOHHBIC BEIYUCIICHUS JIJISl TEHEPAINH
cOaJlaHCUPOBAHHBIX YPOBHEH ISl IIyTepa C 3aJaHHOW MPOJOJIKUTEIHHOCTHIO
urpsi [32].

[IpoOnemMbl B HWrpoBOM OajllaHCE BO3HHMKAIOT H3-32 OCOOEHHOCTEU
KOHTEKCTa — WUIrpa JOKHA MPUHOCHTH yIOBOJLCTBUE M HE JIOJDKHA BBI3HIBATH
HE3aIJIaHMPOBAaHHBIE HEraTUBHBIE 5SMOLMU, a Takxke Qpycrpauuto. g
pa3pabOTUMKOB CTOUT 3ajJaya yAEep>KaTh UIrpoKa KaK MOXKHO JOJIbILLIE, U €CIU
NPUYMHON yXoJa OyaeT aucOanaHc, TO 3TO MpodsiemMa, KOTOPYIO HAJ0 periaTh.
bonee Toro, nanHast Tema, MycTh W MOJIy4nJIa MOMYJISIPHOCTh B HAYYHBIX KpyTax
HEJJaBHO, HO YK€ HUMeEET psij MPOAYKTHUBHBIX pPAOOT, KOTOPBIE IOMOTAIOT
COCTaBUTH 00pa3 0 MpodiieMax U HAPaBJICHUSX UX PEIICHMUS.

HckiounTenbHO ~ YMCIOBOE  TPEJACTABICHME  WIPOBOro  OaslaHca
0€3yCJIIOBHO CKJIOHSIETCS K BBICIICH MaremaTuke U KoMmOuHaTopuke [33, 34].

2 Dungeon Crawl (c aHII. — «IIOM3aHUE IO TIOA3EMENHIO») — JKAHP POJEBBIX
HACTOJIBHBIX M KOMIIBIOTEPHBIX UT'P, OCHOBHOM HIPOBOW MPOIECC KOTOPBIX 3aKIIOYACTCS B
IYTEIIECTBUH IO MOA3EMENbSM.

3 Tower defense (c aHri. — «OalleHHAs 3alUTay) — KAHP BUICOUTP 00 YHHUTOKEHHH
MIPOTUBHUKOB C TTOMOIIIBIO OOEBBIX OaIlleH.

4 RTS (anrn. «real-time strategy») — kaHp BHIEOUTD, CTPATETUs B PEaTbHOM BPEMEHH.
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ABTOpBI TOJOOHBIX PAa0OT HAXOAT JaHHBIE, KOTOPBIE MOKHO HCIIOIb30BaTh IS
JaynpHele o0paboTKU M pa3jIMYHOroO poja BbIpaBHUBaHUSA. OQHAKO TE ke
paboThl T0KA3bIBAIOT, YTO HEJb3S MAHMITYJIMPOBATh UCKIHOYUTEIBHO YHCIAMH.
BaxHBI ¥ CMBICIIBI, KOTOPBIE HECYT T€ WM WHBIE U3MEHEHUs B 3HAYCHUAX, U
KOHTEKCT, KOTOPBII 00pa3yeTcs B CIOXKETE.

C apyroii CTOpOHBI, K 3TOH TeMe MOAXOIAT paspaborumku IDN®, s
KOTOPBIX ~OJHUM U3 KJIIOYEBBIX HAIPABICHUM  SBIACTCA  I'EHEPALMs
noBecTBOBaHUA. [l 3TUX 1iesiell OepyTcs MacCUBBI TEKCTOBBIX JAHHBIX W Ha
BBIXOJIE TMOJYYarOTCsl T€HEepaTophbl, CIOCOOHBIE B3aUMOJIEUCTBOBATH C
KOMIIOHEHTAaMU  BU3YaJHU3allMM, YTO MOPOXKAAET pa3JIMYHbIE TEHEPALMH
(G pOBOro BU3yallbHOrO KOHTeHTa [35, 36, 37].

Eme onno Hanpasienune pabot, kotopoe Benercs B IDN, — aTto pabora ¢
Mozensamu smonuii. Tak 011 co3gan API, koTopelii coOupaer nHGOPMAIIUIO O
OvocurHaizax Wrpoka W OajJaHCUPYET COOBITHUS TakK, YTOOBI YJIOBJIETBOPHUTH
oxuaanus [38]. Moaens HaXoaUTCS B TeCTOBOW (popmMe, HO aBTOPHI HAACIOTCH,
YTO €€ TMOJYYUTCS HWHTErPUpOBAaTh B CIOXKHBIE HWrpbl. A TMOKa 3TO
MHOT0O0OCIIAIOIMINA TPOEKT, CHOCOOHBIN PErylIupoBaTh CIOKHOCTh WUIPHI, a
3HAYUT, U UTPOBOI OAIAHC COTIIACHO 3MOLMAM UIPOKa.

CTouT MOAYEpPKHYTh, YTO 3a4acCTyI0 pabOThl OPHUEHTHPOBAHBI Ha YKaHD,
T.K., HampuMep, cucTeMa Oananca s nomaroBoi RPG® moxer ObITh
ManonpuroaHa ans miargopmeposn wiu RTS.

Tennenuusi, KoTopas MPOCIEKUBAETCS B paldOTax, 3TO BHEAPEHUE
HOBeHIMX Bo3MoxkHOcTel MU B urpoByto paspabotky. Kpome Toro, BHIHO
TATOTEHHE K aBTOMAaTU3alN PYTHUHBI.

OnHako Ha CEroJHAIIHWNA JI€Hb OTCYTCTBYET pELIEHUE, IPU3BAHHOE
00BEIMHUTHh MATEMAaTUYECKYIO U TpadOBYIO COCTABIISIONLYIO PEIIEHHUS BOIIPOCa,
a TaKXe CEMaHTUYECKMU aHaIu3aTop, Jabbl TeHEepUpOBATh UTPOBOM OallaHC B
CBS3U C KOHTEKCTOM, a HE B HHPOPMAIIMOHHOM BaKyyMe.

Takum 00pa3om, yuuTbiBasi 0003HAYEHHYIO BBIIIE MO3ULIMIO ABTOPOB, MbI
IPEACTaBIIIEM COOCTBEHHYIO HMHTEPIPETALMI0O HMIPOBOr0 OajlaHCca B paMKax
paboThl HAJl MHCTPYMEHTOM I'€HEpalii UTPOBBIX MPOTOTHUIIOB.

3. Machinations

Machinations — Bu3yaJdbHBIM OHJAMH pEAAKTOP JTUHAMHUYECKOTO
MaTeMatuyeckoro oananca urpsl [39]. MUHCTpyMeHT MO3BOJISET MPOEKTUPOBATD,
OalaHCHpPOBaTh U MOJAEIUPOBATH YHCIOBOE MPEACTABICHUE UTPOBOIrO Mpoliecca
Oyaroyapsi iuarpaMmam, KOTOpbI€ TOKa3bIBAIOT U3MEHEHHUS CUCTEMBI B PEKHUME
pEaTIbHOTO BPEMEHM.

> IDN (anrn. «interactive digital narrative») — HayuHOe HampaBieHHE O IHH(PPOBOM
HHTCPAKTUBHOM ITOBCCTBOBAHUH.

® RPG (amrn. «role-playing game») — >kaHp BHAEOUTp, MPOOOPA3OM KOTOPBIX
SABJIAOTCA HACTOJIBHBIC POJICBBIC UI'PHI.
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Xote Machinations cdokycupoBan Ha paboTe HaA HUTPOBBIMH
MEXaHMKaMH BHE KOHTEKCTa, OH TMO3BOJIIET paboTaTh ¢ OamaHcoM 0e3
IPOrpaMMUPOBAHMS U HA PAHHHUX CTAIUAX pa3pabO0TKu. ['MOKHe BO3ZMOXKHOCTH
VMUTALMU UTPOBOIO Ipoliecca MO3BOJSAIOT HE 3a0CTPATh BHUMAHUE Ha JKaHPE,
pelias BCEBO3MOXHBIE 3aJayd CO3JaHUs MaTEMATHYECKOTO IPEICTaBICHUS
UTPBI.

ITomy4yeHHblE HaHHBIE BO3MOXKHO JKCIOPTUPOBATH JUIA JaJIbHEHILEH
paboThI HaJl TPOCKTOM.

PaccMoTpuM GyHKIIMOHAT MHCTPYMEHTA.

Pecypchbl — 3T0 3HaY€HMsI BHYTPUUIPOBBIX IIEPEMEHHBIX, YYAaCTBYIOIIUX B
UTPE U HIUPKYJIUPYIOIIHUX B IOTOKAX MEXIY MyJIAMHU.

Ilyn — 3TO y35bl, NO3BOJSIONIME HAKAIUIMBATBL WM PACHPOCTPAHATH
pECYpPCHL.

HcTouHnK — 3TO y3€J, KOTOPbIM TreHepupyeT OECKOHEYHOE KOJIUYECTBO
pecypcoB u mepenaet ux B myJibl. CTOK — 3TO y3€l, KOTOPbIM YHUYTOXKAET
OECKOHEYHOE KOJIMYECTBO MONAJaloUIuX B HETO PECYPCOB.

JUist akTUBaUMU MyJia, ICTOYHUKA WJIM CTOKA JTOCTYIIEH BBIOOP OJTHOTO U3

PEKHUMOB:

1. ABTOMAaTHYECKHII PEXUM — OJHOBPEMEHHBIM 3amycK padoThbl
BMECTE C APYTUMHU ITyJIaMHU.

2. HNHTEpakTUBHBIN PEXKUM — UMUTHUPYET B3aUMOJIEUCTBUE C UTPOKOM
(7151 aKTUBAITUU HEOOXOIUM KIIHK).

3. PexxuM MHULMMPYIOIIETO JEHCTBHUS — 3allyCKAaeTCs OJMH pa3
BMECTE C 3aIlyCKOM JAHarpaMMmBbl.

4. [TaccuBHBIN pexuM — 3aIyckaeTcst Ojarojapsi TPUITEPY OT APYTUX
AJIEMEHTOB.

[IpommyckHast CHOCOOHOCTh KaHalla MEXAY NyJaMHd HacTpauBaeTcs
COTJIaCHO YCJIOBHSIM UTPBI.

[Tocne cOopku auarpamMmsbl OJIB30BaTENb MOKET BOCIIPOM3BECTH €€: IIar
3a WaroM auarpaMma OyieT OTpakaTb U3MEHEHUSI UTPOBOM CUCTEMBI.

Nnmoctpanus padorst Machinations

Yrobbl mokazarb mnpuHIUO paboTel  Machinations, paccMoTpuM
KOHKPETHBI TpHUMEpP, KOTOPbIA ObLT pa3zpabdoTaH B paMKax TEKyIIeH
ucclienoBaTenbekoit padbotsl [40].

3a ocHoBy Obuia B3ara wurpa The Elder Scroll V: Skyrim [41].
JInuTenpbHOCTh Urpbl cocTaBiisieT okoyno 300 yacoB, MCCIETOBAHUE U MPOKAYKA
MIEPCOHAXa MOTEHIUAIBHO MOXKET JUIUTHCSA FOJBI.

B wurpe Obuio npoaHanusupoBano mnoseaenre NPC’ B nmoxanmsx
Buntepxonn, camoi MaJ€HBKOM W HE3acCEIeHHOM, W BuHaxenem, camou
OOJIBIIION U TYCTO HACEJIEHHOM.

" NPC (anrsn. Non-Player Character) — HeUTpOBO# TIepCOHAX, UM YIPABISET HE UTPOK,
a UH-anropurm.
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Jiis cpaBHeHUs 3P PEKTUBHOCTH pabOTHI ¢ HHCTPYMEHTOM OBLI MPOBEICH
HKCIIEPUMEHT, CYyThb KOTOPOrO 3aKJII0Yajach B TOM, UYTOOBI COMNOCTAaBHUTH JiBa
crioco6a paboThI: TOKYMEHTHUpOBaHUEe TpeboBaHuil k moeaeHnto NPC u coopka
JTUHAMUYEeCKUX auarpamMM B Machinations.

OguH w3 nOpuUMepoB AWarpaMMbl WLTOCTpuUpyer noBeaeHue NPC,
JEUCTBUSL KOTOPOTO HE 3aBUCST OT BpeMEHH CYTOK (puc. 1).

Puc. 1. IIpumep npocToil tuarpammsl OanaHca

Kaxnei nenp comepxutr 1440 MHMHYT, HMMEHHO CTOJBKO pecypca
MOCTYIAeT U3 MCTOKAa B MyJl B Hayaine AHs. Kaxayro MUHYTY YHUUYTOXKAETCS
OJIHA €IMHMIIA Pecypca BpeMeHH. BBuay Toro, 4yTo jar000€ 4uciio 0oJiblie HyIs,
€IMHCTBEHHBIN pecypc BO BTOPOM ITyJsie Oy/IeT MOCTOSIHHO MPeObIBaTh B OJHOM
coctossunu. Tak moBeaeHntro NPC mnpucBamBaeTcs NOCTOSIHHOE JIC€MCTBUE B
TEUEHUH JTHS.

B ¢parmente cnoxxnoro nmosenenuss NPC mokaszaHo, kak pecypc u30 JHs B
JIEHb JIBMXKETCSI IO OJTHUM M TE€M K€ IllaraM CLIEHapHs BCErJa B OJHMH U TOT XKe
nepuoa BpeMeHu (puc. 2). Tak HpOWIUTIOCTPUPOBAHO TOCIEIOBATEIHHOE
cienosanue maramM NPC B Teuennu qHs.
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Puc. 2. Tlpumep cioxxHOM nuarpaMMbl OajgaHca

B pesynbraTe cpaBHeHMSI BpEMEHHU, 3aTpayeHHOro Ha 00e YacTu
IKCIIEPUMEHTa, ObUI TOMyYeH BBIBOJ: CyMMapHas paboTra HaJx oOeuMu
JIOKaMsIMH MOXET COKPATUThCS KaKk MHUHMMYM Ha 4ac, a TakK€ BO3MOYKHO
n30aBJeHHE OT HEOOXOIUMOCTU 3alOJIHATH OOBEMHBIE TEKCTOBBIE TOKYMEHTHI,
T.K. ObuUIO mOTpayeHO 62  CTpaHUIBl.  YUWUTHIBasT  MaKCHUMAJIbHYIO
pENpe3eHTaTUBHOCTh ~ JHArpaMMbl, JaHHBIM  IOAXOJ  MOXHO  CUYUTaTh
3HAUYUTENHHO O0siee 3PPEeKTUBHBIM, YEM PYIHOU TPY/I.

Machinations B aBTOMaTH4€CKOM 0QJIaHCUPOBAHUH

Jist paboThl HaJl aBTOMATHYECKUM OallaHCUPOBAHUEM MOJYYEHHOU
JayarpaMMbl ObLT MPOBEJIEH Apyroil skcnepuMeHT [42]. 3a oCHOBY Obla B3siTa
HacToJbHas pojeBas urpa Dungeons and Dragons [43], a UMEHHO MeXaHUKa
KPOBOTEUEHHUSI, KOTOPYIO MEPCOHAXK MOJYyYaeT B pe3yibTaTe paHEHUs] BO BpEMs
00sl.

CocTaB TaHHOW MEXAaHHWKHU CIENYIOIIMI: YPOH OT KPOBOTEYEHUS, IIAHC
0CJIa0UTh WM OCTAaHOBUTH KPOBOTEUEHHUE, YPOH OT aTak MPOTUBHUKA U ILIAHC
NOTAJaHuUs aTaKU MPOTUBHUKA.

C6anaHcUpOBaHHOCTh JUarpaMMbl OLIEHMBAETCS MO KOJUYECTBY XOJIOB,
KOTOpOE€ MOKHO HaHecTH mnepcoHaxy. CoOTBETCTBYIOLIMM  00pazom
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MOCTPOEHHAsI JUarpaMMa MOXET OBITh JTOBEJCHA JIO KEIAeMOTO COCTOSHUS B
pe3yNbTaTe MHOTOKPATHOW CUMYJISIIMA UTPOBOTO MPOIIeCcCa U KOPPEKTUPOBKH.

B kadecTBe miumOCTpanuy padoOThl AUAarpaMMbl paCCMOTPUM KOMITOHEHT,
OTBEUAIOIIHI 3a KpoBoTeueHue (puc. 3).
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Puc. 3. Jlnarpamma 6anaHca MEXaHUKU KPOBOTECUCHHUS

Ilyn «medicine roll» mpoBepsieT METUIIMHCKUE HABBIKA IEPCOHaXKa C
KpoBOTeueHHEeM. Eciaum mnpoBepka NOKaXET HAJIWYUWe TaKUX HaBBIKOB, TO
KPOBOTEUEHHE YMEHBIIUTCS. B MpOTUBHOM ciiydae, KpOBOTECUEHHUE YCUITUTCS.

Ilyn «bleed dice count» oTBeuaeTr 3a TO, CKOJIBKO KOHKPETHO KpPOBH
NOTEPSET UTPOK.

JlaHHBI KOMIIOHEHT OTBEYAET 3a TO, YTOOBI MepeaaBaTb UHPOPMALIUIO O
TOM, CKOJIBKO YPOHA MOIy4aeT UTPOK OT KPOBOTECUCHHUSI.

B  momydyeHHyr0  WUTOTOBYIO  JuarpaMMmy  BO3MOXHa  OTIPaBKa
HEOOXOJMMBIX MMapaMeTPOB, KOTOPbIE M OyAYyT COCTaBIATH OaJaHC UTPHI (pHC.
4). B skcnepuMeHTe ObUIM HWCIOJIB30BaHBI CIEAYIONIUE 3HAYCHUS: YPOBEHB
3I0pOBbsI TIepcoHaka — 44, oxuaaeMas NPOJOJDKHTEIBHOCTh OUTBBHI — 6-10
X0/I0B. B pesynpTaTe aBTOMAaTHYECKONW OaJaHCHPOBKH OBUIM TOJYYCHBI
CIICYIONIME 3HAYCHHUS, KOTOPBIC YAOBICTBOPSIOT OXHAAHHAM: YpPOBCHD
KPOBOTEUYEHHUS — 2, KOJIUYECTBO I'PAHEN KOCTH ypoHa — 12.

YToOBI MOATBEPIUTH KAUE€CTBO CTCHEPHUPOBAHHBIX 3HAYCHUH, MPOBOJIUTCS
npoBepka. Tak, B ONMWCAHHOM D3KCHEPHUMEHTE B pe3yinbrare umutanuu 40
O0EBBIX CUTYAIUH CPEAHSS JIIUTEITLHOCTh OOEB COCTaBUIIA CEMBb.

466



N

N 7% . h"Y
"_'.L.-.-'_‘. J “"‘————----.'Mﬁ_-'--q-u-n-r.-ral T A ——
— 4 :
1

camage moe i

>
P
D_;: !
D>»""" e

K jek

ﬁ_q\é}:‘?f: rr p I %% l || I‘lt
L l L i i
i i i \Hl.f y el 'ﬂ::———'{.u_,;',?d_-t_-lr_‘;;;r

A ] +--- - *EJE e/
v g

Puc. 4. Mexanuka KpoBOTE€UEHUS B OOIIEH quarpaMmme

DOKCIEpPUMEHT MO3BOJIMI MPUNATH K BBIBOAY, YTO aBTOMATHYECKUI OastaHc
3HAUMUTEIHLHO COKpalaeT BpeMs Ha pa3pal0TKy U TIOBBIMIAET KayveCTBO
pesynbrara. Tak, aBTOMaTHYeCKas TeHepalus W MpoBepKa OanmaHca cOCTaBWIa
9yTh OoJiee Tpex 4acoB. B TO Bpewmsi, Kak pydHas MPOBEPKa MOXKET 3aTSHYThCS
Ha JTHU U HEJEIIH.

Ha ocHOBaHMM ABYX 3KCHEPUMEHTOB HAIPaIIMBAETCS BBIBOJ O TOM, YTO
JTMHAMUYECKHUE JAuarpaMMbl MaTeMaTH4ecKoro Oaianca kpaiiHe 3¢ ()EeKTUBHBI U
KaK COKpamlaloT BpeMsi Ha pa3paboTKy, TaKk W HeE TpeOyloT TIIIyOOKuX
TEXHUYCCKUX 3HAHWN U HABHIKOB.

bnarogaps onenke Machinations yaanoch IpuiTH K BHUIEHUIO TOTO, KaK
HEO0OXOJMMO aBTOMATH3UPOBATh 0aJaHCUPOBAHHME MTPOBBIX MEXaHUK B paMKax
paboThHI TeHEpaTOpPa UTPOBBIX MPOTOTUIIOB HA OCHOBE TEKCTA.

4, Koppeasinus cro:xera u reiminiest

Ha ocHoBe Bcex ormpezaesieHUil CO3JaeTCsl BIEYATIIEHHWE, YTO WUIPOBOU
OajlaHC B KJIACCMYECKOM Y3KOM CMBICIE — 3TO TO, YTO HA3bIBAIOT HUIPOBOM
SKOHOMUKOW WM HAa00poM (QYHKUMH, MMapaMeTpaMu KOTOPBIX SBIISIOTCS
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Pa3JIMYHbIE YMCIIOBBIC 3HAYEHUS, KOTOPBIC 3aJal0T CJIO0KHOCTb WIPBI, & TaKKe
MOTPYKAIOT UTPOKA C PA3IMYHBIC COCTOSHUS: HYXJa WIM JOCTaTOK, CIabOCTh
WJIY CWJIA, IPOBAJ UM yaaya.

Tak nnu nHAYe, B KOKJI0M UTrpe OalaHC B TAKOM CMbIcTe OyJeT CBOM, BHE
3aBUCUMOCTH OT TOrO, KaK CHJIbHO JKEJAaHHWE ONpelesuTh ero. B RPG?
MaTeMaTH4ecKas MOJENIb — 3TO OCHOBAa, 0€3 KOTOPON HEBO3MOKEH HIPOBOM
nporiecc. B 3To BpeMs B TEKCTOBBIX KBeCTax OajlaHCca B KJIACCUYECKOM CMBICIIE
MOXXET He OBITh, OJHAKO MOTYT TMPUCYTCTBOBATh Takue (YHKIHNH, Kak
oTIpe/IeJICHUE BEPOSITHOCTH COOBITHSI, UYTO HE CPABHUMO I10 TTPOCTOTE PEIICHHUS C
TEM, C YeM BBIHYKJICHBI CTAIKHUBAThCS pa3padoTunku RPG-cucrem.

B mmpokom ke cMBICIIe clIoBa, HTPOBOI OalaHC CKOpee PO JTU3alH B PO
SMOLIMM WIPOKAa M €ro JUYHOe cocTrossHue. HappaTtuBHOMYy W UIpOBOMY
TU3aifHepy U JaKe MU3aiiHepy YpOBHEH BaKHO, YTOOBI T€ CUTYAIIMH, K KOTOPHIM
MPUBOJUT UTPA B BUJY UMCIIOBBIX 3HAUYECHUN WJIM MPOCTO BO B3aUMOJICHCTBUM
UTPOBBIX KOMIIOHEHTOB (rmpaBuji, rpadguku, Ul, croxkera u Apyrux CHUCTEM)
JIOJDKHBI BBI3BIBATh HY)KHBIE COCTOSIHUSI. DTO MOJXKET OBITh KauyeCTBEHHBIN
OaylaHC KOMIIOHEHTOB, M TOTJla UTPOKU OyAyT YyBCTBOBATh CTpax TaM, Ii€ HAJO,
¥ BOOJYIIEBJICHUE TaM, TJI€ 3TO 3aJaHO pa3paboTunkamMu. B TO ke Bpems,
CIOCcO0 3aCTaBUTh UTPOKA MCHBITHIBATh (PPyCTpaIldiO — ATO CIOMATh 3a/IaHHBIC
npaBuia OanaHca, He coOmoaaTh ux. OJHAKO dTa CUTYyallusl HE UCKIIIOUCHUE, a
paboTa KOMaH bl TU3aHHEPOB.

B pamkax nanHoW pabOThl 3HAYE€HWE HMEIOT BCE CMBICIBI HUTPOBOTO
Oamanca. [l co3maHuMs OMBITa, COOTBETCTBYIOIIETO 3aJyMKE IU3alHEPOB,
HEO0OXO0IMMO, 4TOOBI (HOPMHUPYIOIMIUNUCS TEeHMILICH COOTBETCTBOBAI 3aJIaHHBIM
nepeMeHaM B HACTPOCHMHM WIpPOKa, a TaKXe HE Cco3JaBal KOHQIHMKT C
noBecTBOBaHUEM. LlenoCTHBI UTpOBOM OallaHC — 3TO CJENCTBHE IIEIIOCTHOM
UTPOBOY KOHUEIIIHH.

B pamkax reHepanuu UrpoBOro MPOTOTHUIIA BAXKHO, YTOOBI U3 TEKCTA ObLiIa
nojlyyeHa Bcs WH(OpMalMs O TOM, KakOoW MaTeMaTU4YeCKUN OallaHC MOXKET
CYyIIECTBOBAaTh B TEWMIUICE, W, B TO JXKE€ BPEMs, BaXKHO, YTOOBI aJTOPUTMBI
00paboTKN “NOHWMaNIA’, KaKWe SMOIIMU POXKIACT Ta WJIM WHAs CUTyalus B
CIOJKETE, M SBJISICTCS JIM 3TO OAJIaHCOM WJIH OIITMOKOU IpaMaTypruu.

Pemenue 3agaun KOppEKTUPOBKHA UTPOBOTO OaTaHCA KAKETCS JOCTATOYHO
cioxkHoM. B oOcyXaeHUH MOAXO0J0B HUTIPOBOr0 OalaHCUPOBAHUS HHTEpPECHA
pabota [44], Tne Obula TpeANpPHUHATAa MOMBITKAa (OpMaIU30BaTh 3aBHCUMOCTH
UTPOBBIX MEXaHUK OT CIOYKETa U ObLT CO3/1aH YHUKAIBbHBINA (DYHKITHOHAJ.

8 RPG (cokp. Role-playing Game) — >kaHp BHIEOMTD, OCHOBAaHHBEI Ha >JIeMEHTax
UTPOBOTO IIpoLecca TPAAULUOHHBIX HACTOJIBHBIX POJIEBBIX UIP, II€ UTPOK YIIPABISAET OJHUM
WIA HECKOJIBKHUMH TIEPCOHAKaMH, KaKIBIH M3 KOTOPBIX ONHCAaH HAaO0OPOM YHCIECHHBIX
XapaKTEPUCTHUK, CIICKOM CITIOCOOHOCTEH M YMEHUH.
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dopmanu3anus U BU3YAJTU3alUA 3aBUCMMOCTH CIOKETA U reiiMiuies

Cucrema Co3maHa i WIP C E€IMHCTBEHHBIM IPOTATOHMCTOM’,
COOTBETCTBYIOIIUM TMEPCOHAXY HUTrpoka. DUKCUPYIOTCS TOIBKO TE COOBITHS
CIOXKETa, KOTOpbIC BIMAIOT HA TMPOTArOHUCTA, a TAKKEe Ha JOCTYIHBIE €My
00BEKTHI OKPYKCHHUS.

Eme ogHo TpeboBaHne — HaMMUME y MPOTAroHUCTA IIENH, YTO O3HAYAeT,
41O UCTOpUs KOHe4yHas. OKHUIAeTCs, YTO CHOKET Pa3BHBACTCS B CBS3U C
U3MEHEHHEM KaKOTO-TM0O0 acCTeKTa KU3HHM TEePCOHAXa, YTO U TMO3BOJSIET eMy
JIOCTHYb 1ETTH.

[lpuniun  pa®oThl 3aKiIrOYaeTCs B TOM, 4YTO CHCTEMa CIEIUT 3a
U3MEHEHHEM COCTOSHUHN CICAYIONNX «00BEKTOB HCTOPUM):

® Pa3BUTHC CIOKCTHBIX HHHHﬁ,

® AJOCTHKCHHUC IIPOTAI'OHUCTOM LICJIN,

L] JUHaMHKa OMOIIMOHAJIbHBIX )51 (1)I/ISI/IIICCKI/IX COCTOSTHUIM
IIpOTaroHucCTa.

[Tocneauuii aceKT HEMOCPEACTBEHHBIM 00Pa30M BIIMSET HA TEHMILICH.

CrokeTHble  JIMHUM  ONPENENSIOTCS  JIOKAlMeW,  COOBITUSIMHU U
YYaCTBYIOIIMMH B HHUX mnepcoHaxamMu. CloKeT BIMSIET Ha COCTOSHUE
IPOTAaroOHMUCTA.

B TeueHuu crokeTa MPOTArOHUCT MOXKET MPUOIHKATHCS U OTIAIATHCSA OT
nenu. Cepbe3HOE W3MEHEHUE OTHOCUTENIBHO 1€ BIUSAET HA COCTOSIHUE
MPOTaroHUCTA.

JIist pemieHusl TMOCTaBIEHHOW 3a7aud B 3aJlaHHBIX YCIOBUSX OBLIO
OPUHATO perieHrue ¢GopMaln30BaTh MapaMeTphl TakK, YTOOBI TPEICTABUTH
FeMMIUICHHYI0 M CIOKETHYIO COCTaBJISIIOLIYIO WIPhl B BUAE YHCEN H
3aBUCUMOCTEM.

Tak, croxkeT cocTtout U3 Habopa coobiTuil. Kaxaoe coObITHE UMEET CBOIO
KOOpJIMHATY.

IlepBass KOMITOHEHTa KOOpPAMHATBI — O3TO BpEMsA. YCIOBHAas €IMHULIA
BpeMeHH HasbiBaeTcs (aszoil. Iloka mmurcs ¢aza, amuTcss U coObITHE.
M3MeHeHne CroeTa, KaKk U COCTOSHUN OOBEKTOB, YYAaCTBYIOIIUX B COOBITHH,
IPOUCXOAUT MEXAY (azaMu, TO €CTh B pe3yibTaTe COOBITHS.

Bropas komnoHeHTa — crokeTHast JauHMs. [lomydaercs, 4To B €AMHUILY
BPEMEHU MOXKET ObITh OJIHO MJIM HECKOJIBKO COOBITHH, HJIM UX MOXKET HE OBITh
BoBce. Kaxk/1oe coObITHE OTHOCUTCS K CBOEH CIOYKETHOM JIMHUU.

3a OCHOBY BH3yallM3allid BPEMEHHBIX MOTOKOB ObLa B3sSITa CTPYKTYypa
«yurn» [45], koTOpas TO3BOJISIET OTCIEKHUBATH MEPEKIIOUCHUE MEKITY
CIOKE€THbIMU JUHUsSMU. OJHaKo ujes ObLla yHAclieJoBaHA JIUIIb YaCTHYHO.
3agada, KOTOPYIO PELIAET aBTOPCKAasi BEPCUS BU3YAIIM3aLMU 3aKIIFOYAETCS B TOM,
9TOOBI MOKa3aTh, U3 KAKUX CIOXKETHBIX BETOK (DOPMHUPYETCS PA3BUTHE U MYTh
reposi. TeM BpeMeHeM, CIOKETHble BETKM HE MOTYy CYIIECTBOBaTh 0e3

? TIpoTaroHKUCT — IJIABHBIH repoii OBECTBOBAHMS, IIEHTPAILHOE JAeHCTBYIONIEE JIHIIO.
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MIPOTArOHKCTA, TTO3TOMY BHE TMOCEIICHHs TEKYIIETO COOBITHS IPYTUe COOBITHS
BO3MOYKHBI, TOJIBKO €CJIM OHHM IOJPa3yMEBalOT BapHAHTHl N3MEHEHUS COCTOSTHHM
TIEPCOHAXKA.

Tak mosiBisIeTCS BO3MOXKHOCTB TOKa3aTh MapallICIbHBIC BETBU Pa3BUTHS
CIOJKETa: pa3HbIC UTPOKU OYIyT MPOXOIUTH UCTOPHIO ITO-CBOEMY.

Hanuuue nByX JUHUN CIOKETa M TOJIBKO OJIHOTO BO3MOYHOTO COCTOSTHUS
poTaroHucTa GopMupyeT rpaduk, B KOTOPOM BHIHO, KaK ITyTh MPOTarOHUCTA
MOXET COCTaBJISATH Pa3HBIC COOBITHS B 3aBHCHMOCTH OT BBIOPAHHOM BETKH
croxeta (puc. 5).

A | | | | ;
= : : ; T
5 S SR | o :
Y e s R s e e e e e e e B e e e
- . - . ™
. . ' " : r o
OtpuuartensHoe |: [NonoxutensHoe |: : i MonoxutensHoe :

cobbiTre 1 cobbiTne 1 ' : cobkiTue 4

60 J---------- -—‘—”_ : \.

f o o e e o e e g e o e o e e e e o e e e e E e R e e e e e o e Em e e e e e e e m e e o e o

MonoxwutensHoe | NonoxutensHoe || OTpuuarensHoe
cobbiTue 2 cobbiTue 3 cobbiTne 2

Puc. 5. /InarpamMmma CrOKETHBIX JIMHUU

«OOBEKTBI HUCTOPUM» HMMEIOT OJHO W3 TPEX COCTOSHHM: HETaTHBHOE,
HEUTPAJIbHOE, IIOJIOKUTEIIBHOE.

CocTosiHME  CIO)KETHOM  JIMHUM  OILICHUBAETCS C TOYKU  3PEHUS
IPOTAroHKUCTA, T.€. NPUOIMKAET Pe3yabTaT COOBITHS K SN WM OTAAJISET.

Hcxons U3 3TOro MOKHO CI€NIaTh BBIBOJ], YTO COCTOSIHUE COOBITHUS BIIUSET
Ha COCTOSIHHE LEJIM, YTO B CBOIO OYEPEIb BIMSIET HA COCTOSHUSA MPOTArOHUCTA.
[IpocTeiMu c10BaMU, MaJICHBKHUE MOOE/IBI PAAYIOT UTPOKA, a HEY/1aUU BhI3bIBAIOT
OTOpYEHHUE.

BwmecTte ¢ TeM, KaxJ10€e COObITHE UMEET U3MEPUMBINA PE3ynbTaT, KOTOPHIN
npenacrasisger coboit yucio B npezaene [-100; 100]. OTpumarensHoe 3HaAYCHHE
UMEIOT COOBITHSI C HETAaTUBHOW OKPACKOM, a TOJIOKHUTEIHHOE — C TIO3UTUBHOM.
Benuunna 3Ha4YeHMS 3aBUCUT OT TOT'O, HACKOJIBKO OOJIBIIOE Y COOBITHS BIHSIHUE
Ha OCTAJIbHBIE KOMIIOHEHTBI CUCTEMBI.

N3menenue coctosiHuii 00bEKTOB JTOJDKHO BIMSTH HA UTPOBBIC MEXaHUKU
u xapaktepucTuku. [loaTomy mr000e M3MEHEHHE B CHCTEME COMPOBOKIACTCS
AKTHUBAIIMEW OJTHOW MEXaHWKH. BciiencTBUE 3TOTO MOSBIISIETCS MOJISIPHOCTD: TIPU
M3MEHEHUH COCTOSIHHUSI B IOJIOKUTEIIBHOE AKTUBU3UPYETCS OJIHA MEXaHHWKa, a
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IIPY U3MEHECHHUHU B HETaTUBHYIO CTOPOHY — Jipyras. B HEUTpaabHOM COCTOSIHUM
JOCTYITHA MEXaHUKA 10 YMOJTYaHUIO.

HeratuBHOMYy ¥ TMOJOXXUTEIBHOMY COCTOSIHUIO KaXKJIOTO «OOBEKTa
HWCTOPUW» ITIPUCBAUBACTCS II0 OJHOM JOIOJHUTEIIBHOM HWIPOBOM MEXAHUKE.
CrnepoBaTelbHO, B pa3HbIX CUTYalMSIX UTPOKY OyAyT JOCTYNHBI YCUJIEHUS U
0cCJ1a0JIeHMs, COOTBETCTBYIOIIME KOHTEKCTY.

MexaHuKu PUCBAUBAIOTCS 10 CICAYIOUIUM MPUHIIUIIAM:

° KOTJIa CIOKET BIIMSIET HA BHEIIHIOKO CPEAY, MEXaHUKH TOXKE BIIHMSIOT
BOBHE: OCJTAOJISIOT WU YCUJIMBAIOT APYTUX MEPCOHAKEN U apTePaKThI;
o KOIJla CIOJKET BJIMSIET Ha COCTOSHUE IMPOTArOHHUCTA U €r0 LENH,

MEXaHUKH BO3JEHCTBYIOT Ha €r0 BO3MOKHOCTHU M CIIOCOOHOCTHU: OIpPaHUYHUBAIOT
WIH PacIIUpPSIOT UX.

Eme «oObexkTtaM MCTOpUU» NMPUCBAMBAETCS 3aBUCHMasl XapaKTEPUCTHUKA.
Ee peanuzarnus Taxke mpuBsi3aHa K KOHTEKCTY U IMEET YUCIOBOE BhIPAKEHUE.

[IpuBeneM mnpumep: 1Lejlb MPOTArOHUCTa — «CTaThb repoem» (puc. 6).
WUrpoBeIM aM3aifHEpPOM 3aJaeTCsl acCOLMaIvsl aHHOW eI C OIIYIIEHUEM Yy
IPOTAaroHUCTa COOCTBEHHON CaMOOTBEPKEHHOCTH.

Kakas mexanmka MOXET WIIIOCTPUPOBATh  CaMOOTBEPKEHHOCTh
IIPOTAarOHHUCTA B MOJIOKUTEIBHOM Kitoue? B naHHOM ciydae, 3TO 3aBUCHMOCTD
ypoHa OT ypOBHS 3/I0pPOBbS: 4eM OJIMKE Tepoil K CMEpTH, TeM OoJblie ypoHa
HAHOCAT €ro yJapsbl.

B npoTHBOINOIIOKHOCTE 3TOMY, B HETaTUBHOM KJIIOYE AKTHUBU3UPYETCS
Apyras 3aBUCUMOCTb: IIPU HAHECEHUH YPOHA I'epoil MOBBIIIAET CBOW ypOBEHBb
3]10pOBBA.

Urpok, B CBOIO 04epesb, MOKET UMETh CBOE MPEJCTaBIEHUE O repoe, Kak
O HEysA3BUMOM MepcoHaxke. TemM camblM, 3aBUCUMOW XapaKTEpUCTUKON
CTaHOBUTCSI CIOCOOHOCTH K PEeTreHepaInu.

OO600111eHHO TOTYYaI0TCsI CIEAYIONNE MEXaHUKU:

1. MOJIOKHUTEIIbHASI MEXaHUKA COOTBETCTBYET CAMOOTBEPIKECHHOCTH: €€
HAJIMYUE MOTUBHUPYET UTPOKA HE OOATHCS YPOHA;

2. 3aBUCHMMAs XapaKTEPUCTHUKA TIO3BOJISIET WIPOKY HCIBITHIBATH
YyBCTBO 0€30MaCHOCTH, HE OMacaThCs TMOEU MEePCOHANKA;

3. HEraTWBHAS  MEXAaHWKAa BBIHYXKJAET  HWCMBITHIBATH  YyBCTBA
KECTOKOCTH, KOH(JIMKTa ¢ COOCTBCHHBIMH OINYIICHUSMH W B3IJISAaMH €rO
TIEPCOHAXKA.

MexaHUKH KOPPEIUPYIOT MEX Ty COOOH CIIeIYIONIUM 00pa3oM:

1. MOJIOKUTEJbHAST MEXaHWKa M BBICOKOE 3HAUYeHHE 3aBHCHMOM

XapaKTEPUCTUKU BBI3bIBAIOT Yy MIPOKA OIIYIIEHHE Trepous3Ma, T.K. 370pPOBBE
MO>KHO ITyCKaTh B PacXo/l, pereHepaius OyaeT noep>KuBaTh UTPOKA HA TPaHU;

2. HEraTHMBHAs  MEXAaHMKAa M  HU3KOE€ 3HAYEHHE  3aBHCUMOMU
XapaKTEPUCTUKHU BBI3bIBAIOT Y UTPOKA CTPaxX U JUCKOMQOPT, a TaKKe YyBCTBO
ATOM3Ma pajiy BBLKUBAHUS, YTO IPOTHUBOIIOIOKHO 00pa3y reposl.
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Llenb: cTatb repoem

-
Yem MeHblue 300pOoBbA,
MNMonoxutenbHoe
Tem Bonblue ypoH
e
4
XapaKTEpMCTHKa PereHepauuwa 340p0OBbA
.
-
Npu HaHeceHuK ypoHa
HeratusHoe nony4yaet 340posbe
(6onblue npu go6uBaHUM
o NPOTMBHUKOB) P,

Puc. 6. Koppensiuus uenu reposi U MEXaHUK

Cucrema peanm3oBaHa B BUJe OHOMMOTEKM KJIACCOB, HAMMCAHHOW Ha
s3pike C#. JlanHble mocTymnaioT B BUjae json-gaitna. [IpuBs3ku k xkaHpy HET, 4TO
JeNIaeT UHCTPYMEHT YHUBEPCAIbHBIM B IPUMEHEHUH.

Ha ocHoBaHMM BCeX BBEACHHBIX TIOJb30BATEIIEM JaHHBIX CHCTEMa
BBIBOJIUT BU3YyaliM3aluio: rpaduku, Tabuuis! (puc. 7). B mocnemytomeM MOXKHO
POJOKUTH KOPPEKTUPOBKY JAHHBIX.

lpaHb: 3n0cTb

3HayeHwue

XapakTepucTuKa

KpuTuyeckan
MexXaHuKa

BbicoKui BOHYC K ypoHy

HaHOCHMBIIA YpOH JAET OYKK
[EACTBUA Ha CNeayoLLMiA Xog,

[paHb: cTpax

LaHe NnpomaxHyTbeA
4yTb 3aBbilieH

Llens: repoi

CraHpapTHas
pereHepauma

NuHunA: gpakoH

CraHAapTHbIA YypoH
ApakoHa

NCTER
npuHuecca

JIMHWA: poaHOM
ropog,

He akTuBHa

He akTMBHa

Puc. 7. Busyanuzanusi coObITHS B BUJI€ TaOIUIIbI

PesynbraT

Hamo oTmeTuTh, 9TO CHCTeMa TakXe CHOCOOHA IMOJCBEYMBATH OIINOKU
pa3paboTuuKa, CBSI3aHHBIE C ITOTOKOM TTOBECTBOBAHUSI.
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[TonoOHast BO3MOXKHOCTH peajn3oBaHa IO Oouibleil yacTu Onaromaps
TOMY, 4YTO BCE BBEJIEHHBIC CYIIHOCTH, KOTOPHIMH OIIEPUPYET CHCTEMA,
NpeACTaBICHbl B 4YHclaX. [ 0TOBbIE (YHKLIMHU IOCIEAOBATEILHO MPOBEPSIOT
3HaYeHHUs Ha JIOTHYHOCTh M  COOTBETCTBHM  KOHTEKCTY, 3aJaHHOMY
pa3paboOTYUKOM.

B kauecTBe mpuMepa MOXHO BBIICIUTh CHUTYaIllMI0 C YacToO
NIEPEMEHUYMBOCTBIO B ClOXKeTe (pUC. 8). AJITOPUTM BUIUT PE3KOC WU3MCHCHHE
YHCIIOBBIX 3HAYCHUH M yKa3bIBA€T Ha ITO.

A

OTpuuarensHoe [MonoxutensHoe OTpuuaTtensHoe ' | TNonoxutensHoe
cobbiTHe 1 cobbiTue 1 _ CoDbITHE 2 cobbiTie 2

Puc. 8. OmubounskIil rpaduk: pe3kas CMeHa COOBITHIA

[TonyyeHHBI MHCTPYMEHT MMEET YHUKaIbHbIM (yHKiuoHan. [Ipu Bcem
00beMe OrpaHUYEHUN OH SIBJISIETCS YHHMBEPCAIbHBIM PEIAKTOPOM, KOTOPBIM
MO>KET CTaTh YacCThIO 001N SKOCUCTEMBI T€HEPAaTOpa UTPOBBIX MPOTOTHUIIOB.

QOYHKIMOHAI MOXET BBITISIETh HATPOMOXKIECHUEM PYUYHBIX HACTPOEK, HO
B OyaylieM MNpeABUANTCS aBTOMATH3alUs psAga MPOIECCOB JiA yCKOPEHUS
PpabOoTHI C CIOKETOM U FedMILIeEM, a TAKKe C UTPOBBIM OaaHCOM.

5. MecTo MTPOBOIO 6aJIaHCA B TeHEPATOPE UTPOBBIX MPOTOTHUIIOB

3ajaya aBTOMATHYECKOro OalaHCHMpOBAaHWA 3aBsi3aHa Ha KOHTEKcTe. B
paMKax paboThl HaJl THCTPYMEHTOM T'€Hepalluu ClieHapHOoTo npoTtoTuna [1, 3, 5,
8] urpoBoil OanaHC 3aHMMaeT CBOE MECTO B KOHBeliepe mpeoOpa3zoBaHus
JTAHHBIX.

Tak, wu3BnedeHne WHPOPMAIMH O KOHTEKCTE pealM3yeMa METOJaMu
CEMaHTHYECKOTO aHali3a TEKCTOBOM JOKYMEHTAIlMW, a aBTOOATaHCHPOBKA
MO>KET MPOBOJAUTHCS OJaroapsi MalIMHHOMY OOY4EHHIO.

Unes o reHepaunu WrpoBBIX MPOTOTUIIOB HA OCHOBE TEKCTOBOU
JIOKyMEHTAIlMU TpU3BaHA COKOHOMHUTH PECypChl, KOTOpbIE MOTYT OBITh
MOoTpayeHbl Ha OoJiee MPOAYKTHBHBIC 3a7a4d, a TAKXKE HA TO, YTOOBI TTOBBICUTH
KaueCTBEHHBIN YPOBEHb pa3padaThIBAEMOU UTPHI.

PaboThl, mpuBeNEeHHbIE B JaHHOM MCCIEIOBAaHUU, JIOKa3bIBAIOT, YTO
aBTOMATU3HPOBATh PYTUHY BO3MOXHO 0€3 MOTEPH aBTOPCKOTO 3aMbICIa.
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[Ipoananu3upyeM OOHOBIICHHYIO CTPYKTYpY HWHCTPYMEHTa TEHEpaluu
CIIEHApHOT'0 MPOTOTHUIIA C TOYKH 3pEHUS UTPOBOTro Oaytanca (puc. 9).

Ul [eHepauus cueHapHOro NpoTaTUna

Moaynb pegaktnpoBaHus NLP-moaynb Moaynb cBopkm CTpYKTYp Mogaynb BU3yanusauun

MoctpoeHne
rpada croxera

Busyanusaums rpaga
cloKeTa

I TexcToBbIi peaakTop l PacnosHaeaHue
CYLLHOCTEN 1 CBA3EN
MesKaAYy HUMK

Pepnakrop rpaga croxera

[eHepauwa nokaunm

MocTpoeHue CTpYKTYpbi
npoexkTa

| PeakTop CueHsl | CemaHTUYeCKnin aHann3 l

leHepauws acceTos ‘

leHepaLns NPoAONKEHNA
croxera

Fy
v

lfeHepaumsa cobbITniA

|
|
|

Pepakrtop ’

1rposoro banaHca
—_— | | Moaynes oTo6paxeHus

| MNpocmoTp cTatucTHKy

Mogaynb 6anaHcrpoBaHus

[eHepauua anarpammbl
TekcToBbIE

JOKYMEHTbBI

MpocmoTp rpaga cioxeTa { AsTobanaHcupoBka

I MpocmoTp cueHsl |

Moayne 3anycka

I 3anyck npotoTuna |

3anyck nrpoBoro
Ganauca

Puc. 9. CtpykTypa HHCTpyMEHTa r'€Hepallii CLIEHapHOT0 MPOTOTHIIA

NHCcTpyMEeHT MpUHUMAET Ha BXOJ HA0Op TEKCTOBBIX JIOKYMEHTOB.

Munys BHemHiol0o o6osouky mnpuioxenus (Ul), paccmorpum
BHYTPEHHIOIO CUCTEMY 00pa0OTKU JTAHHBIX.

[TepBblit 3Tarl, KOTOPBIN MTPOXOIUT TEKCT, 3TO PACIIO3HABAHUE CYUIHOCTEU
U CBs3el Mexay HuUMHU. B Oosee paHHuMX paboTax BBIIETSIIMCH JIOKAIUH,
nepcoHaXkel U apTedakThl ClieHapHUsi, BCEBO3ZMOXHBIE MPEIMEThI, 0€3 KOTOPbIX
MMOBECTBOBaHME HEBO3MOXHO [l1, 46, 47]. JlanHas 3amaya pemaercs
Ki1accuueckuMu metonamu NLP.

OnHako BO3MOXXHO pacUIMPEHUE aHAIM3UPYEMBIX MapaMmerpax. Tak, B
JIOKyMEHTAIlMd MOTYT CKpBIBaThCS TPEOOBaHWS K WIPOBOMY OayiaHcy,
OTIMCaHHBIE B TEKCTOBOM (popMe. ITO MOKET OBITh XYJA0KECTBEHHOE OMHCAHHE
0051, olHaKO Oylaromaps MCIMOJIb30BAHUIO TAKMX XAPAKTEPHBIX SIUTETOB, Kak
“MmorHas ataka”, “ObICTpBIN yaap”, “yBOpOT’ U T.II., BO3MOXKHO (hOpMaJI30BaTh
napamMeTpbl yCHJICGHHM M CIIOCOOHOCTEH, JOCTYNMHBIX HWIPOKY B CBSI3H C
KOHTEKCTOM.

Takum o00pa3om, mnpeanosiaraeTcsi, 4TO 3a4acTyl0 B JIOKYMEHTalUU
COJCPXKUTCS BCA HeoOXoaumasi i aHanusza wuHdopmanusa. [lepeBon 3Toit
uHQOpMAIMU B S3BIK TMapaMeTPOB W (PYHKIUMH 3HAYUTEIBHO OOJerdacT
MPOTPaMMHUPOBAHUE U PEATTU3AINIO UTPHI.

Ha nepBbIXx mopax pemieHHWe O NOPUCBOCHUM TOW WM MHOW CXEMBI
UTpoBOTO OajaHca IS TEKYIIEro KOHTEKCTa MOMKET PelIaThCs MPUCBOCHHUEM
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HauboJee MoAXOAAIIero madjaoHa U3 roToBoro Habopa. B nanbHeiimemM qaHHbIN
3Tal MOKET OBITh MMOJHOCTbIO aBTOMATU3UPOBAH.

W3BneueHHbie [J1s1 MrpoBOro OanaHca MapaMeTpbl MOKHO 3arloJIHUThH
aBTOMATHUYECKU B CIIy4ailHOM MOpSJIKE. DTOTO MOXET OKa3aThCsl JOCTATOYHO
JUIsl TeCTUpOBaHUs. B nanbHeilliem, B pe3yibTare HCCIEAOBaHUS OOJIBIIOTO
KOJIMYECTBA CYIIECTBYIOIIUX CUCTEM BO3MOXHO 00Jee 0CO3HAaHHOE MPUCBOCHHE
3HaueHM. B n1aHHOM BOmpOce yMECTHO MPUMEHEHHUE aJrOpPUTMOB MAUIMHHOTO
oOyJeHwus.

W HakoHel NmoJy4yeHHYIO MOJEJNIb UTPOBOIro OajlaHca MOKHO BOIUIOTUTDH B
BUJIE JIOTUKM WM  KOJA, HCHOJb3yS  BO3MOXHOCTHM  BU3YaJbHOIO
MIPOTrPAMMHUPOBAHHUS ¥ TOTOBBIE OMOJIMOTEKH.

[Tpu Bcelt aMOMIIMO3HOCTU WJEU T€HEpALMU UTP U3 TEKCTa HEOOXOAUMO
INOMHUTb, YTO YECTHBIA B3] HAa aBTOMATHUYECKYIO T€HEpaluio HMU(PpPOBOTO
KOHTEKCTa — 3TO, B IEPBYIO OUEPE/Ib, JOSILHOCTH IO OTHOIIEHUIO K apTedaKkTam
TeHEpalli W HETOYHOCTSM. 3ajadya aBTOMATH3allMM MOXKET HEe peuaTh
npo0semMy MpPOU3BOACTBA KaYECTBEHHOI'O KOHTEHTA, HO MOXKET YCKOPSThH 3Tall
IPOTOTUIIUPOBAHMS, @ TAKXKE MOXKET MO3BOJIUTH 33J€HCTBOBATh MUHUMAJIBHOE
KOJIMYECTBO CIELUATUCTOB.

HeobxoaumocTh B J€NErMpOBaHUM PYTHHOW PabOThI MMEETCS B JHOOBIX
KOMITAaHUSIX ~ MPOM3BOJICTBA MHTEPAKTUBHBIX MPOEKTOB. JlaHHBIM  (akT
MOATBEPKIAET OMBIT PabOThl aBTOPOB cTaTbu. JIt0OOW TBOpPUECKUU MPOEKT
3aTOPMaXMBaeT JTal, KOIJa CYIIECTBYET HEONPEIEIECHHOCTh B TOM, KakKoe
pelieHue s peainu3aluu 3aa4u OyAeT MPaBUIbHBIM, BEIMTPBIIIHBIM.

[TonpiTKa MaHUMYJIUPOBATH MapamMeTpaMH YK€ Obla MNpeAnpuHsITa B
onyOJMKOBaHHBIX padoTax [8, 46, 47, 48, 49]. Ycnex B peanu3aiu MalbIX
3a/1ad TOBOPUT O TOM, YTO B JaJIbHEHIIEM JIOKAJIbHBIE 3a/1a4d MOXHO OyJeT
O0OBEAMHUTH TOJA STHA0H OO0BEMHOTO0 MHOTOKOMIIOHEHTHOTO HMHCTPYMEHTA,
CIIOCOOHOTO 3aMEHUTH, a T/IE-TO U MPEIJIOKUTH HOBBIM CIIOCOO pelieHus 3a1a4
pa3paboTKu ¥ MPOTOTUITHPOBAHUSI.

3aKkJI0uYeHue

B pabote paccMoTpensl mpobiieMbl 0aTaHCUPOBAHUS UTPhI, PACCMOTPEHBI
HUCTOPUYECKHE TMPOUTECHHsSI OalaHCUPOBKU, JAHO COOCTBEHHOE OINpEJEICHUE,
pPaccMOTpEHbI MyOIUKALIMKU C KOHKPETHBIMU MTpUMEpamMu 0aIlaHCUPOBKHU.

[lomy4yeHHble pPE3YNIBTATHl 3KCIEPUMEHTOB CKOPPEKTUPOBAIHM BHJICHUE
UTOroBoro uHcTpyMenrta. ChopmynrpoBaHHOE MpeAcTaBieHue 00 MHTErpaluu
JTana 6aJaHCUPOBAHUS UTPHI BUAUTCS PEATUCTHUHBIM.

[locraBnena amOuimo3Has 3ajada CoO3[aTh YHUBEpPCAJIbHOE U B
NEPCIIEKTUBE CaMOOOYYaIOIIEeCcs] pelIeHre, KOTOPOe TUHAMUYECKH CBSI3bIBACT
U3MEHSIOIMECS XapAKTEPUCTUKU MEPCOHAKEW M JIOKALMKA, aBTOMATUYECKH
UIIET YSA3BUMbIE MecTa OajaHca W UX pEHIeHHEe C MaTeMaTUYeCKOM TOYKH
3pEHHUSL.
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Wtak, MoxkHO chopMynmnpoBaTh OyayIIve 3aqadydl peaju3aiud MOIYJIs
UrpoBOTO 0OajaHca B paMKaX KOMIUICKCHOTO HMHCTPYMEHTA T'CHEpAINH
CIIEHAPHOTO MPOTOTHIIA:

1. co3JlaHne 0ojiee Ka4yeCTBEHHOW 00pabOTKH JaHHBIX ISl U3JICUEHUS
MaTEMaTHYECKUX M MapaMEeTPUUYCCKUX 3HAYCHHHA M3 TEKCTa Ha €CTECTBECHHOM
SI3BIKE;

2. 0o0paboTka M3BJICUYCHHBIX JTAHHBIX JIJIS TCHEPAIUA UTPOBOM MOJICIIH;

3. CO3J]aHUE aJTOPUTMOB aBTOMATHYECKOTO OaTaHCHUPOBAHUSI UTPOBOM
MOJICIIH;

4.  WMIUIEMEHTAIMs MOJIy9YeHHOTO MUTPOBOTO OallaHca B BUJE UTPOBOM
JIOTHKH.

Kaxaplii MyHKT SIBISIETCSI CIOKHBIM TEXHUYECKUM PEMIEHUEM, IMOITOMY
OyZneT paccMaTpuBaThCsl —HM30JMPOBAHO. B janbHeimmeM  MOJTydYeHHBIC
pe3yabTaThl OyAyT 0ObEAMHEHBI B €TMHBIA KOMIIOHEHT MHCTPYMEHTA.

[ToTpeOHOCTH B MOJIOOHOM MHCTPYMEHTE TaK»Ke OOYCJIOBJIEHA TeM, YTO B
chepe nuzaiiHa TpeOYIOTCS METOIbl MOKMCKA ONTUMAJbHBIX M KaueCTBEHHBIX
pellIeHU, YTO BO3MOXKHO MPU HAJIMYUM COOTBETCTBYIOIIMX 0a3 3HAHUN U
aJITOPUTMOB.

CBd3ka ¢ JpyruMH DJJIEMEHTAaMH KOHBEWEpAa MPOTOTUIHMPOBAHUSA
BUJICOUTPBI, O KOTOPHIX YIOMHUHAJIOCH B 0oJjiee paHHUX paboTax aBTOPOB,
MO3BOJISIET TOJIYYUTh MACTEPCKUII HApPATUBHBIN JU3aliH U COATaHCUPOBAHHYIO
CHUCTEMY IIEPEMEHHBIX.
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