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Beeperune

Ha ocHoBannn ana/im3a M3BECTHBIX OIPEJIEJIEHUII NTPOBOroO DaJjianca
MOYKHO TIPUATH K BBIBOJLY, YTO B MIMPOKOM CMBICJIE TIOJ] HUM MOAPA3yMEBa-
ercst 6aJaHC B 3HAYEHUU TAPMOHUIHOCTH, IIETOCTHOCTHA U JIOTUIHOCTH
UTPOBOTO MPOIIECCa, B TOM 9HCJIE C YIeTOM HUIPOBOTO ITOBECTBOBAHUS,
Jn3aiiHa ypoBHEH, ayIHOCOIPOBOXKICHUS U JIayKe JU3aliHa MOIb30BATE b
ckoro unrepdeiica [1]. Koporko— 310 Gajanc qu3aiiHepCKux pereHnii.
B y3kxoMm ke cmbIce UrpoBoit HAAHC — ITO TO, Y€MY YaIlle BCEro 00yJaoT
UI'POBBIX AU3aHEPOB C IPUKJAIHON TOYKHU 3PEHUH, 3TO MATEMaTHYCCKUI
basraHc Bcex PYHKIUN U IMEPEMEHHBIX, T.€. SKOHOMUIECKOU CUCTEMBbI
KOMITBIOTEPHO# urpel (cMm., nanpumep, caiit Game Balance Concept
(http://gamebalanceconcepts.wordpress.com/) Win caiiT ¢ 00yJaIONIY-
MU KypcaMmu Jjig pazpabordukos urp (https://www.devtodev.com/
education/online-course/mathematics-in-game-design)).

[IpuBeerne UTrPOBOro MPOEKTa B DAJTAHC SABJISIETCHA OIHOU U3 aKTy-
aJbHBIX U HETPUBUAJIBHBIX 33129, KOTOPAasi CTOUT HA CTHIKE MU3aiHA 1
MaTeMaTuKu. E2KeroaHo B 3Toit 001acTH MOSBIISIETCS BCe OOJIBINE paboT,
YIOMUHAIOIIUX IPSIMYI0 3aBUCAMOCTb MaTeMaTU4ecKuX (hbyHKIWIA, peryJ/ii-
PYIOIIUX UTPY, C KOHTEKCTOM, CO3/[aBaeMbIM OJ1aro1apst KOMIIbIOTEPHOMN
rpacduKe, My3bIKe, HITPOBOMY CIICHAPHIO ¥ JOCTYIIHBIM HI'POBBIM MeXaHHKaM
[2,3]. Toukast KOHTEKCTyaIbHAs HACTPORKA UIPOBOIO MPOIECCA Ha IEJIEBYIO
ayJINTOPHUIO — 3TO CyObeKTUBHASI OIEHKA, OTPAYKAIOIIAs CyTh ABTOPCKOTO

3aMbICJIa ¥ €r0 3aBUCUMOCTH OT UI'POKOB [4, 5].

it periieHns 3a/1a9 MaTEeMATHIECKOr0 OaIaHCa IPUMEHSIIOTCS METOIbI
KOMOMHATOPUKH, TEOPUU BEPOATHOCTEH, MaTEMATUIECKOW CTATUCTUKH U
Teopus urp. [1,6-8|.

O1eHuTh U MPOYYBCTBOBATH UTPOBOI HAJTAHC MOMOTAIOT, B CBOIO
oUepeb, OIBITHOCTh M KPUTUIECKUH B3IVIA, HA JU3AHH KOHIIEIIITUN —
HOIOOHBIH TE3UC yKa3aH, HAIIPUMED, B CEPUM 0OydalOMuX cTaTeil Ha caiire
Sirlin on game design (https://www.sirlin.net/articles/balancing-
multiplayer-games-part-1-definitions).

Hacrosmas paborta mocssiena aHaan3y 3hOEeKTUBHOCTA aBTOPCKUX
HHCTPYMEHTOB U TIOJXOJ0B Jijisi pabOThI HaJ UI'POBLIM OajiancoMm urp. s
9TOTO MPEIPUHSATA OMBITKA CO3IaHUS JIBYX MHCTPYMEHTOB Ijist PAbOTHI
C MaTeMaTHIeCKUM OAJIAHCOM.

]"I/II‘pOBaﬂ MeXaHHUKa — 3TO IIPABUJIO, KOTOPOE TaeT UI'POKY BO3MOXKHOCTH COBEPIIATH
IefCTBUs, KOTOPBIE OIPE/IeJIEHHBIM 00pa30M BO3JAENUCTBYIOT Ha UIDY.


http://gamebalanceconcepts.wordpress.com/
https://www.devtodev.com/education/online-course/mathematics-in-game-design
https://www.devtodev.com/education/online-course/mathematics-in-game-design
https://www.sirlin.net/articles/balancing-multiplayer-games-part-1-definitions
https://www.sirlin.net/articles/balancing-multiplayer-games-part-1-definitions

TTPAKTUKM BAJIAHCUPOBAHUSI KOMITbIOTEPHBIX WI'P 257

OCHOBHOII pe3y/IbTaT 3aK/I0YaeTCs B pa3paboTKe u oleHKe 3pderTus-
HOCTH JIByX WHCTPYMEHTOB, PACKPBIBAIOIIIX TPOBIEMATHKY pabOThl HAJT
UT'POBBIM OAJIAHCOM.

C Hamreil TOYKH 3peHus, MPOBEIEHHOe MCCIeTOBAHNE MHTEPECHO B PaM-
Kax 6ojiee 00beMHOI Pa3spabOTKU aBTOPOB, KACAOIIENCsS aBTOMATH3aIINT
B cdepe paspaboTku urp. Koporkoe HazBaHme Ca3gaHHOIO WHCTPYMEHTA,
— IeHepaToOp UI'POBBIX IIPOTOTHUIIOB HA OCHOBE TEKCTa HA €CTECTBEHHOM
a3bike. OYHKITMOHAJ 9TOT0 HHCTPYMEHTA 3aKII0TAETCS B U3BICICHIN
nHMOPMAIUN U3 TEKCTOBOU JIOKYMEHTAINN U JajIbHEMIell reHepamnm
Pa3IUYIHBIX apTedhaKTOB Pa3pabOTKH.

B mepBom pazgesie mpejicraBiieHa CUMYJISIUsT, KOTOPasi BBIBOIUT
CTATUCTUYECKUE JIAHHBIE JIJIs OIEHKU COAJIAHCUPOBAHHOCTHU TEKYIIEei
cucrembl. Bo BropoMm pasgese onucana MoauduKanus OHJIANH-MHCTPYMEHTa
Machination?, jgokassiBaomas 3 HEKTUBHOCTD UCIOIB30BAHUS TOIXOI0B
9TOr0 MHCTPYMEHTa, KOTOpas B Pa3bl COKpAIAeT paboTy Hal MaTeMaTHdIe-
cKuM DasiancoMm. B TpeTrbem pasjesie mpuBeeHa KpaTKas HHMOOPMAIIHST
0 TeHepATOpe UTPOBBIX MPOTOTHIIOB U OIMUCAHO BHJEHUE TOTO, KAK B ODIIYIO
KapTUHY BCTpauBaeTcst (DYHKIIMOHAJ Jjisi pabOThl C UTPOBBIM OaJIAHCOM.
B zaksroueHnn mpejicTaBIeHbl BHIBOJIBI U IJIAHBI JIAJIHHEHIIIEr0 pa3BUTHS.

Cumynsiums Mrposoii 3KOHOMUKMU

st TOoro, 9TOOBI MPEICTABUTD, KAK BBITVISAUT padOTa HAJI SKOHOMUUE-
CKOl CHCTEeMOil, PACCMOTPUM CTY/IEHYECKYI0® Deasn3aluio CUMYJIsITIIT
MMORPG* ¢ ynopoMm Ha TOProBble OTHOIIEHHUST MEK/y HepCOHarKaMu.
Juist oneHKY cOAJTAHCUPOBAHHOCTH CUCTEMBI 3J1€Ch BBeJeHa (DYHKIIHS
OoTODOpakeHUsl TEKYIUX 3HAYEHU Psijia IapaMeTposB.

Ilo cymecrBy cumysisitiusi pecTaBiisier coOOi MOJIe/Ib B3auMOIeCTBIsI
areHTOB B paMKaxX TOBapooOMeHa.

2Machination — BU3yaJIbHBI OHJIANH PEJaKTOp JUHAMHYECKUX JUarpaMM UIPOBOIO
Gasanca (https://machinations.io/).

SIIpumauenko A.M. IIpoekTupoBanue u paspaboTKa UIPOBOH SKOHOMHKH /
Brinycknas kBannduranuonnas pabora // Kasanckuii denepasbHblii yHUBEpCHUTET,
2022.—48 c.

AMMORPG (anru., cokp. Massively multiplayer online role-playing game)—
MaccoBasl MHOTOIIOJIb30BATE/IbCKAS POJIEBas OHJIARH-UTPA, UTPOBOH XKAHD.


https://machinations.io/
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Peasnzanyeii saBJiseTcsa IPOEKT B UIPoBOM Jpuzkke Unity® ¢ mpumene-
HEeM MH(GOPMAIHOHHO-OPUEHTHPOBAHHOIO cTeKa Texnoaoruit DOTS® ns
BBICOKOITPOU3BOIUTEIBHBIX MHOT'OIIOTOYHBIX BBIYHUCJIEHUII.

BaszoBbiM B HanpaB/eHur UrpoBOro GAJIAHCUPOBAHUS SIBJISIETCS TE3UC
O TOM, 9ITO MI'Pa—3TO YIPOIIEHHas MOJEIbL peajdbHocTh. Jis cozmanns
JIOCTOBEPHOI SKOHOMUIECKON CHCTEMBI UCIIOIB3YIOTCS CIIEIYIOIIAE SJIEMEHTHI:
Pecypcebl, XpaHWININA, UCTOYHUKH /CTOKH, KOHBEPTEPHI U TOPIrOBIIHI [9)].

3aMKHYTOCTh UI'PDOBOil SKOHOMUKH 3aBUCUT OT TOT'O JOOBIBAIOT JIN
pecypcer NPC? min mepcoHazKu MIIH TOBAPhI HOABJIAIOTCA 6€3 IIPHYHHLL,
13 HAJOOHOCTH JIjIsI UTPOBOTO IpoIecca. BaykKHO U TO, MpeoOpPa30BbIBAIOT
JIM PEeCYPCHI, WJIH YK€ OHU UCYE3aI0T 0e3 y1ueTa CMBICJOBOIO KOHTEKCTA.
JlomyIeHust IPUBOJST K BO3PACTAHUIO CTEIIEHU HEPEeAJMCTUIHOCTH UI'DHI.
Urposble qu3aitHepbl MOI'YT yMBINLIEHHO PErYJINPOBATH PEAJUCTUIHOCTD U
3aMKHYTOCTh B 3aBUCUMOCTHU OT WJIEU KOHIIEIIIIHH.

CreruduyecKuM pecypcoM B SKOHOMUKE SIBJISIETCsT BAJIIOTA, KOTOPAsT
ITO3BOJISIET OTKA3aTbCs OT 6apTepa B MOJIb3Y OTJIOKEHHON MOKYITKH KAKO-
ro-r00 TOBapa 1Mo TpeOOBAHUIO W MTPU HAJUINM. TaKKe BAJIIOTA ONMPEeIeIsieT
OTHOCHUTEJIbHYIO ITEHHOCTh TOTO WJIM MHOTO PECypca B yHUMDUIMPOBAHHON
BeJINYMHE.

s 00bEeKTOB, M3 KOTOPBIX COCTOUT CHCTEMa, OBLIN BBHIOPAHDI CJIETYTO-
e UMEHOBAHWS: IOHUTHI U 3/IaHUSI.

FOHUTBI—9TO areHThl, T. €. IEPCOHAXKH, KOTOPbIE MOJICJIUPYIOT ITOBe-
Jgenne jiojeit. Ix riraBHOE cTpeMJjieHre — BOCIIOJHSATE TYBCTBO CHITOCTH.
FOuuT xapakrepusyercs 3HAUEHUSIMU CJIEIYIOIINX TAPAMETPOB: CKOPOCTh
MePEIBUYKEHUS U METab0/IN3Ma, CIEIUAIN3AIs, CBITOCTh U CTATYC TOJIOMA.
[Iprnopurer B noBe/ieHNA IOHUTA 110 YOBIBAHUIO: UCKATD €1y, €CJIU TOJIOJIEH;
paboTaTh, ecau yCTPOeH HA pabOTy U HJET CMEHA; HAXOAUTHCS JIOMA.

3manusi —3TO MECTO, TJe IOHUTHI PAbOTAIOT U COBEPINAIOT PA3INIHBIE
JIEMICTBHS: CO3/AI0T, TIPe0OPA3yIOT, MOKYIIAIOT U IIPOJIAIOT TOBAPHI 33 CUET
paboueil cuiibl. 3a paboTy 3/1aHKE BbIIJIAYMBaeT oHUTaM 3apiuiary. Cerb
3/IaHUH TIOJIJIEPXKUBAET CUCTEMY MepepabOTKU U MUPKYJISIIINN TOBAPOB.

SUnity — MrpoBoit ABUIKOK IyIsi PABOTEI HAJ| MHTEPAKTHBHBIME IPOCKTAMH C KOMIIBIO-
TepHOIi rpadukoil Ha s3bIKe nporpamMuposanust C# (http://unity.com).

6Unity DOTS — Gesonacuas cpeja s pa3pabOTKH MHOIOIIOTOYHOTO Kona Ha C#
st Unity (https://unity.com/ru/dots).

"NPC (anru., cokp. Non-Player Character) — HEeMIPOBOIi IIEPCOHAXK, KOTOPBIM
yupasisier -anropurm.


http://unity.com
https://unity.com/ru/dots
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B koHIle KOHIIOB 6J1aroiapst UM PACIIPOCTPAHSETCSI €14, KOTOPYIO MOKYIIA0T
JOHHUTBI.

31aHusT pa3jiesieHbl HA THUILI: TOProBasi TOYKA, IPOU3BOJICTBEHHAS
TOYKA, OOBIBAIONIAs TOYKA. ¥ KaXK/OrO 3IaHUS €CTh BAKAHCUU, KOTOPBIE
OIIpenesIAoT pabodero HUTA, TpadUK PabOTHI, 3312491 U 00bEM 3apILIATHL.
V KaxKIbIX IOHUTA U 3JAHUSA €CTh XPAHUIUIIE PECYyPCOB.

DKOHOMHUYECKAs CHCTEMA, Pean30BaHHasl B PAMKax JaHHOI hopMasmn3a-
I[UY, 3aMKHYTa: BCE PECYPCHI MOSIBJISIOTCH, [IEPEMEINAIOTCS, TPeodpasyoTcs
U YHUYTOXKAIOTCS 110 [IPABUJIAM BHYTPHUI'POBOI'O MUPA, T. €. OIePAIUU
00OCHOBAHBI U CBS3aHBI MEXKIY COOOI.

Bo Bpemst paboThl TporpaMMa MOKa3bIBAET 3HAUCHUE PsI/Ia IEPEMEHHBIX,
KOTOpbIe 06pa3yioT craTucTuKy npoekTa (pucynok 1). Hanpumep, sro takue
JIaHHbIE, KAK CPEJIHEE 3HAYECHUE CHITOCTH IOHUTA, 00beMa TTPOU3BOJICTBA
3/TaHUI OHOTO THUIA, JTOOBIYN KAKUX-JTHO0 PECyPCOB.

Day 1, Monday, 11:51 495 FPS
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Pucynok 1. Cumynsiius za 1000 roHUTOB

B kavecTBe 9KcriepnMenTa HaMU ObLIN CI€HEPHPOBAHBI SKOHOMUYIECKIE
CHCTEMBI C OJJHIMU U TE€MH K€ TUIIaMU 3JIaHUI U IPONOPIUOHAIbHBIM
KOJIMYECTBOM IOHUTOB U 3jaHui. DDOEKTHBHOCTD Pa3pabOTAHHOTO AJIro-
PUTMa WJLTIOCTPUPYET (aKT TOI'0, YTO IPH HAJUYINK OJMHHAJIATH 3TaHUN
KazKJIOI'0 THUIIa CUMYJIAINS IIOBEeJeHNs CTa ThICAY IOHUTOB IIPOUCXOINIA
¢ 9acTOTOi B 45 KaJpOB B CEKYHILY.

[Tputoxkerne umeer ciemyronuii GyHKIINOHA: CO3aHNE U 3aILyCK
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CUMYJISIIIUY, ITPOCMOTD M HACTPOIKA CTATHCTUKMU JIjIs OIEHKU COAJIaHCHPO-
BaHHOCTU U IIPOU3BOIUTEJILHOCTH.

[Tpunoxkenne, a TakKe MOJIy9IeHHAS] B HEM SKOHOMHUYIECKAS CHCTEMA
MOryT ObITb MHTEerpupoBaHbl B urpy xkaupa MMORPG. ®@yukimonalt
IIPUJIOXKEHUS MOYKET OBITH YJIyUINeH U PACIITUPEH 3a CUeT J00aBJICHUS
6O0JIBIIEr0 KOJMIECTBA METOJOB ONTHMU3AINN, HACTPANBAEMbIX IaDAMETPOB
7 WHTETPAIIY CIIPOEKTUPOBAHHON CHCTEMBI 38 TaHUH.

ABsTomatunyeckoe banaHcuposaHue

Peanuzanust 5KOHOMUYECKONH CUCTEMBI, ITPEJICTABJICHHOI BBIIIIE, OCY-
MECTBJISIETCS 3a CUET MPOrPAMMHUPOBAHUS, a OIEeHKa COATAHCHUPOBAHHOCTU
U KOPPEKTUPOBaHNE 3HAUEHUIT TTePEMEHHBIX JOCTUTAETCS C TTOMOIITHIO
MHOT'OKPATHOI'O TeCTUPOBAHUS.

OpHako TecTHpOBaHUE 3aHHMAaeT MHOIO BpeMmeHH. B mporusoBec
PYYHOMY TECTHPOBAHUIO PACIPOCTPAHEHBI aJITOPUTMBI ABTOMATHIECKOTO
TECTUPOBAHUA, B TOM UHCJIE C IPUMEHEHHEM METO/I0B MAIIHHHOTO 00y YeHHs
[10-13].

B crienytomem npumepe® nacTpyMenTa i peasuzanuu byHKIUT
aBTOMATHUIECKOI'O OAJIAHCHPOBAHUS HACTPOEHA CBS3b C OHJIANH-UHCTPY-
merToM Machination. Caenano 910 66110 1T TOTO, ITOOBI OILYCTUTH
peanu3anuio OYHKIMH BU3yATH3AINN JUHAMAIECKOTO HI'POBOrO OasIaHca 1
3aI1yCKa CUMYJISAIUH SKOHOMUYIECKON CUCTEMBI.

Machinations —3T0 BU3yaJIbHBIN OHJIANH-PEIAKTOD IUHAMIYIECKOTO
MaTeMATUIeCKOTO OajaHnca Urpbl. THCTPYMEHT MO3BOJISIET MOJIETUPOBATDL U
CHMYJINPOBATH YKOHOMUKY UT'POBOTO MPOEKTa OIaromgaps TUHAMAIECKIM
JauarpaMMaM, KOTOpPbIE ITOKa3bIBAIOT M3MEHEHUSI CUCTEMBI B PEXKIME
peaJIbHOI'O BPpEMEHU.

s sxcnepumenTta B Machination co3mana amarpamma OaJjiamca
MeXaHUKN KPOBOTEUYeHUsI U3 HACTOJIBHON urpsl Dungeons and Dragons
(https://dnd.wizards.com/).

MexaHuKa COCTOUT U3 ypOHa OT KPOBOTEUEHUs, IIAHCA OCJ/IabJIeHHs] NN
OCTaHOBKHU KPOBOT€YEHUd, YPOHA OT aTaK IPOTUBHUKA M IIAHCA TOrO, YTO
aTaka IPOTUBHUKA IIONJIeT 110 UIDOKY.

8lasumasanos . P. Pazpa6orka MHCTPYMEHTa aBTOMATHYIECKON! KOPPEKTHUPOBKHU
BHYTPHMIPOBBLIX IapaMeTpoB / Breimycknas kBasmdbukannonnas pabora // Kazasckuit
denepanbubiilt yausepcuret, 2021. — 35 c.


https://dnd.wizards.com/
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CbaaHCHPOBAaHHOCTh MEXAHUKY OIEHMBAETCSI II0 TOMY, CKOJIBKO XOJIOB
CMOXKET BBICTOATH UI'POK, €CJIM OH IOJIydaeT JIONOJHUTEIbHBI YPOH U3-3a
kpoBoredenusi. Cucrema baJlaHCUPYET ITapamMeTpbl OTHOCUTEIBHO TOrO,
KaKOe KOJIMIECTBO XOJIOB UT'POBOIl pa3padOTUNK MOCIUTAET HEOOXOIMMBIM.

Paccmorpum paboTy KOMIIOHEHTa, HEITOCPEICTBEHHO OTBEYAIOIIETO 34

TO, 4TOODI IIepeaaBaTh NHPOPMAIMIO, CKOJIBKO YPOHA HOJLYIAeT UIPOK OT
KPOBOTEUYeHHs! (PUCYHOK 2).

A OnaY,

bleed dice count

- -

[Py I R —

] ) e o i e e e e >13

—x

medicine roll

PucyHok 2. Inarpamma 6ajiaHca MEXaHUKU KPOBOTEYEHUSI

[Ty «medicine roll» mpoBepsier MeIUIIMHCKIE HABBIKH IIEPCOHAYXKA
¢ KpoBoTeueHneM. Ecin IpoBepKa IoKayKeT HaJIu4dre TaKUX HABBIKOB,
TO KPOBOTEYEHNE YMEHBIIUTCI. B MpOTUBHOM ciiydae, KPOBOTE€UEHUE
yecunures. [Iyn «bleed dice count» oTBetwaer 3a TO, CKOJIBKO KOHKPETHO
KPOBU TIOTEPSIET UTPOK.

Wrorosas aparpaMma COIEpKUT B cebe TaKyKe KOMIIOHEHTBI, KOTOPhIE
BBIUUCJISIOT 3HAYEHUsI ATAKU U YPOHA (PUCYHOK 3).
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Pucynok 3. Urorosas nmarpamMma MeXaHUKU KPOBOTEUYECHUS

Konkpernble 4nciieHHbIe IIepEMEHHbBIE, UCIIOIb30BAHHBIE B SKCIIEPIMEH-
Te, CJIeYIONNe: YPOBEHb 3710pOBbs UTPOKa — 44, oxKuaeMasi TPOIOJIZKH-

TeJILHOCTH 0051 — 6-10 x0/10B.

B pesybTaTe aBTOMATUICCKOT'O 6a,HaHCI/IpOBaHI/I$I IIPpUJIOZKEHUE BBIBEJIO
OIITUMAaJIbHBIC 3HAYCHUA OCTAJIbHBIX ITapaMETPOB: YPOBECHb KPOBOTCYCHUA —

2, KOJITYECTBO T'paHell KOCTH ypoHa — 12.

st moATBEePAK AEHUST ONITUMAJILHOCTU CTE€HEPUPOBAHHBIX 3HAYEHU
IIpoBeJieHa IpoBepKa. HampumMep, B ONMMCAHHOM BBIIIE KCIIEPUMEHTE
B pesysibrare 40 3aIlyCKOB JuarpaMMbl OaJiaHCa CPEeHsisl JITUTETbHOCTD
60€eB cOCTaBUJIA CEMb. DKCIIEPUMEHT TI0KA3aJI, YTO ABTOMATHIECKUil OaIanc
3HAYHUTEIHHO COKPAIaeT BpeMs Ha pa3pabOTKy: MeHepaIys U IPOBEPKA
[TOJIy YeHHBIX TIapaMEeTPOB 3aHslIa IyTh OOJIbIE TpeX JacoB. PyuHas ke

pa60Ta MOZKET 3aTAHYTHCA Ha AHU 1 HEICJIN.
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V|HTeI'paLI,M9| B reHepartop urposbixX NpoToTunos

PeasnmnzoBanubie HHCTPYMEHTHI /17151 PAOOTHI C UTPOBLIM OaJIaHCOM
SABJISIIOTCS 9AaCTBIO MCCIIEOBAHUs B 00JACTH PAa3pabOTKU IIPOrPAMMHOIO
obecriedeHnst JJIsi UI'POBBIX JIM3aiiHEPOB U CIIEHAPUCTOB, 8 UMEHHO, MeHepa-
TOpa UI'POBBIX IPOTOTHUIIOB H& OCHOBE TEKCTOBBIX JIOKYMEHTOB, HAIIMCAHHBIX
Ha eCTEeCTBEHHOM fA3bIKe.

WucTpyMeHT JjTst peajin3aliui UrpoBOTro OajaHca MOKAa3aJl, KAKIM
obpaszoM cozjaercs urposas 3koHoMuka Ha npumepe MMORPG-cumyisito-
pa. Ero jioruunbIiM pa3BuTHEM CTaHET COCTABJIEHHE IIEPEYHsl IIapaMeTpOB,
SIBJISTFOIIUXCsT OOIIUMMY JIJTsT UTP CXOXKETO XKAHPA.

VIHCTPYMEHT JjIsi aBTOMATHYECKOTO OAJTAHCUPOBAHUS SBJISIETCH BOJIIO-
IMOHHBIM PA3BUTHEM IIPEIBIAYINErO W IIO3BOJSET HE TOJBKO OTCICKABAT
COCTOSIHUE CHCTEMBI B KaXKJbIi MOMEHT BPEMEHH, HO U aBTOMATHICCKN
M3MEHATH 3HAYEHHS J0 HEOOXOAUMBIX MOJIL30BATENI0. B IepcrnekTuse
AJTOPUTM MOXKET OBITh PACIIUpEH I PeNICHUsT 3aa9i UIPOBOro Oasianca,
KOTOPBI aJjanTupyercs 110j], KOHKPETHOro urpoka [14,15].

TenepaTop UrpoBBIX HPOTOTUIOB [16]—39TO IIAHUDYEMBIl PE3yIbTAT
OBGHINPHOTO MCCIIEI0BAHNS, LGB0 KOTOPOrO SABJIAETC PaspaboTKa HHCTDY-
MEHTa JIJIsl UTPOBBIX Pa3pabOTINKOB U CLEHAPUCTOB, KOTOPBIN IPU3BAH
YCKOPUTB 3Tal npororunuposanus. CxeMa reHepaTopa 0To0paKeHa B BUJIE
B3aMMOCBSI3M HECKOJIbKUX MOJyJeil (pucyHok 4).

ul feHepauws cUeHapHoro npoToTHna

Moaynb peaakTuposaits NLP-Moayb Moayns c6opku CTpyKTyp Moayns Buayanusaumu
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Kparko ommmeMm, Kakum 06pa3oM CKJIAIBIBAECTCS OCIEI0BATEILHOCTE
maros 0OpabOTKM B TeHEpATOpe: KOMILJIEKT TEKCTOBBIX JTOKYMEHTOB aHAJIM-
3UPYeTCs; TOJyYeHHas] CTATUCTHYeCKast U (DYHKIIMOHAIbHAST HH(MOPMAIHST
BU3YaJN3UPYETCS I yI00CTBA MOIB30BATES; U3 MOy I€HHBIX JAHHBIX
CTPOUTCS CTPYKTYPa IIPOEKTa; [0 CTPYKTYpe coOupaeTcs: cxema, 1moadupa-
TOTCST TPEXMEPHBIE MOJIEN, TeHEPUPYIOTCSA COOBITH, a TaKKe JuarpamMma,
baJjaHca.

Jl1st reHepanyuu BU3ya m3aliui UTPOBBIX MEXAHUK U DajIaHca HeOOXOIMMa
n30bITOUHAA HHPOPMaInsg. Kpome 3TOro MoryT ObITh UCIIOJTB30BAHBI
METO/Ibl MAIIMHHOrO 00yueHus [17,18]. st 370ro HEOOXOAUMO Pa3MeTHTh
JIOCTATOYHBIN /1151 00y4ueHust 00beM MaTePHAJIOB, OCHOBBIBASICH Ha KOTOPOM,
MOYKHO CJI€JIATH OJHO3HAYHBIN BBIBOJI O XapaKTepe M'eHepaIlnu.

[MonbiTKY UCTONB30BaHUs HEfpoceTell B paMKax WHCTPYMEHTa ObLIN
[PEJNPUHSITH HAMUA B paboTe ¢ KOMIIbIOTEPHOIi IpaduKoil: Ha OCHOBe pa3-
MEYEHHBIX JTAHHBIX U TEKCTa HA €CTECTBEHHOM $3BbIKe OLIIN CreHEPHPOBAHBI
BapHUallUy TPEXMEPHOMN CIIEHBI, COOTBETCTBYIOIINE TEKCTOBOMY OIUCAHUIO
[19].

Oaako HAMOOJIBIEH TTPOBJIEMOI SIBJISIETCST COCTABIECHNE KOPILYCa
Pa3MeUYeHHBIX JIOKYMEHTOB, II0 KOTOPBIM IIPOrPaMMa MOIJIa Obl TeHEPUPOBATH
UTPOBBIE TIPOEKTHI HAJJIEXKAIero kadecrna. Jjst co3anust OOIbITIX
MAaCCHUBOB JIAHHBIX 110 TPEOOBAHUIO YMECTHO IIPUMEHEHUE TEXHOJIOTHU
CHHTETUIECKUX JAHHBIX. TaK, COBMECTHO C OJJHAM W3 ABTOPOB CTATHU OBLI
3a8JIOKyMEHTHPOBAH OJIXOJ, K T€HEPAINMN TPEXMEPHBIX CUHTETUIECKIX
JIAHHBIX JITst OOyYeHusT aJrOPUTMOB aHAJIM3a BUJIEO ¢ KaMep HabJIIoIeHIs
[20].

Hawubosbimmyio ciokHOCTD cocTaBiisieT paboTa HaJT UTPOBBIM OAJTAHCOM
B KOHTEKCTE [TOBECTBOBaHUsI. B JIAHHOM HAIIPaBJIEHUU TAKXKe ILIAHUPYETCS
pa3BUTHE KOHIIETINN, KOTOPask yIUTHIBAET TOT (DAKT, YTO U3MEHEHUE
MaTeMaTHIEeCKUX IapaMeTPOB 3aBUCHT OT TOIO, KAKUE COOBITHSI ITPOMCXOIAT
IO CIOYKETY C IIEPCOHAYKEM UIPOKa. B ofHoil u3 pabor” GLIM IPeIIpPUHATEL
IOIILITKH aBTOMAaTUYECKOMN TreHepalnuu UIrpoBbIX MeXaHUK B COOTBETCTBUU
C HAPPATUBOM, KOTOPBIE IMO3BOJIST IIPOJIBUHYTH DPENIeHUE JAHHON IPOOIEMBI
B OyIyIIeM.

Ha ocnoBe mosiy4eHHBIX pe3yJIbTaTOB 3aIIAHUPOBAHBI CJIE/LYIOITHE
9Tl PAOOTHI IO PA3BUTHIO (DYHKITMOHAJA, CBI3AHHOTO ¢ OATAHCHPOBAHIEM
UT'POBOTO MIPOTOTHIIA!

9JTunaros B. B. AproMaTHYecKast TeHepalysl UT'POBBIX MEXaHUK B COOTBETCTBUM
¢ HapparuBoM / Boimycknas kBasmdukarmonsas patora // Kazanckuii degepasbHblit
yuuBepcuret, 2019.— 78 c.
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» pa3MeTKa TEXHUYECKHUX JIOKYMEHTOB, OIHCHIBAIOIINX UI'POBOIl ITPOEKT,
€ro ClIleHapuil, BU3yaJM3aIuio U T. JI.;

» TeHEPAITUSI TEXHUYIECKUX JIOKYMEHTOB C TPUMEHEHNEM TEeXHOJIOTUN
CHUHTETUIECKUX JTaHHBIX;

« 0Oy4eHre HefPOCeTH MeHEePAINH 3AITPOCa JIJIsl TeHEPAIUU JTUHAMUIE-
CKOIl JmarpaMMbl UTpoBoro baJsianca st Machination.

[TostygeHHBIH pe3yabTaT MOXKET HYKJIATbCS B KOPPEKTUPOBKE.

OyHKIUY TEHEPAINN W BOCIPOM3BEICHUS NUHAMIIECKON AUarpaMMbl
TIOBTOPSIIOT BO3MOXKHOCTH mHCTpyMeHTa Machination. Yrobbsl yckopuTh
paboTy 1O JAaHHOMY HAIPABJIEHUIO U He JyOJIMpOBATh y2Ke CYNIIECTBYIOIIIe
BO3MOXKHOCTH, JIOTHYHO HACTPOUTH CTabMIbHYIO cBsI3b ¢ Machination wepes
API'Y. Dro o3mavaer, uTO YaCTh BO3MOXKHOCTEH GyIeT JOCTYIHA BO
BHEIITHEM DeJTaKTOpe.

Konnerniust #TOroBoro mpujioXKeHust ¢ TOYKNA 3peHusi pabOThl HaJT,
UTPOBBIM OAJAHCOM MMEET CJIEAYIONIe (DYHKITNN:
e [IPHEM TEKCTOBBIX JIOKYMEHTOB;

* aHaJIM3 TEKCTa, U3BJICYCHNE JTAHHBIX JIJIsI TOCTPOEHUS JTUATPAMMBI
bajaHca;

« (hopmupoBanua n oTmpaBKa 3ampoca B Machination;

* 3aIyCK CTPaHUIILI ¢ crenepupoBannoit Machination jguarpammoii
B Opay3epe;

« penakTupoBanne auarpammbl B Machination;

* SKCIIOPT SKOHOMHUECKO} CHCTEMbI B HTPOBOI JBIZKOK' 1, Hammpumep,
Unity.

Hocryn k¥ dyukiusm Machination cokpatut BpeMst Ha pa3spaboTKy
UTOrOBOI'O MHCTPYMEHTA.

3aknoyenne

OmpenesieEnst UTPOBOrO HaJIAHCA KACAIOTCH IIE€JIOT0 CIIEKTPA 3318
UTPOBOI pa3paboTKu. B paMKax MaHHOI CTATHU IPEIJIOKEHO PA3IEJUTh
IIIPOKOE ITOHUMAaHUe JIAHHOI'O TePMUHA KaK MCKIIOYUTEIBHO JU3aitHEPCKOTo

10API (amrm., cokp. Application Programming Interface) — «mporpaMmubrit
unrepdeiic IPUIOKEHHsI» ) — OIMCAHUE CIIOCO00B, B3aMMOJIEHCTBUSA OJJHON KOMIILIOTEPHOM
IPOrPaMMBL C IPYTUMH.

M rposoii apumkok (kanbka ¢ anri. Game Engine) — obuieynorpeburesbHbIil
TEPMHUH JJIsi CUCTEM Pa3pabOTKKU MHTEPAKTUBHBIX IIPUJIOKEHUMN.
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B3IVIsJa Ha UIPYy U y3KOe IIOHMMaHUE KaK MaTeMaTHYeCKOil MoJjen
BHYTPUUI'POBOIT SKOHOMUKU.

NucTpyMeHT aBTOMATHIECKOTO CO3JAaHUS UT'POBBIX ITPOTOTHUIIOB TPE-
oyer dyHKIun GajlaHCMpOBaHMs UIPOBOil skoHOMUKHU. Cepusi paboT
[16,21-23], pacKpBIBAIONIMX IIOJHBL CIEKTP 3aBUCUMOCTEH TEXHUIECKOI
JIOKYMEHTAIINN 1 PEAIM3AIIN, & TAKKe [BITAIOIINXCH HAJIAIUTh IPOYHYIO
CBSI3b MEXK/]Iy TUMU apredakTaMu pazpabOTKH, MOCBIIEHa Pa3paboTKe
aBTOPCKOI'0 MHCTPYMEHTA MeHEPAITNN UTPOBBIX IIPOTOTUIIOB U3 TEKCTA
Ha ecTeCTBEHHOM si3bike. COOTBETCTBEHHO, paboTa HaJI UI'POBBIM HAJIAHCOM
JIOJIZKHA, OCYIIECTBIIAETHCA HA OCHOBE PE3YJIBTATA, IOJLYIEHHOI'O TEKCTOBBIM
aHAJIN3ATOPOM.

AMOUIIMOZHOCTD UIEW O TOM, YTO UIPOBBIE MIPOTOTUIIBI MOXKHO I'€HEpH-
pOBaTh M3 TEKCTOBOH JOKYMEHTAIIUY, YPABHOBENINBACTCS IPAKTUICCKIMU
Pe3yJIbTATAMHE, MOy IeHHBIMA B OOJIACTH TEHEPAIIMN TPEXMEPHOI rpaduku:
yKe cefiqac aBTOMATHYECKN MOXKHO HACTDAUBaTh Kamepy [24], paccrapisaThb
upeaMeThl B pocrpancTse [24], cobupars cuenst [19]. Kpome Toro, 6puiu
HpeIIPUHSTHI HONBITKE PaObOThHl HAJl PA3BETBJIEHHON CTPYKTYpPOii clieHapus
[25,26] u Busyasmuzanueil uHbOPMAIMH, IOJYICHHON ¢ HOMOIIBIO AHAJIHA3A
Tekcra [27].

Brimme onmrcamnst paspaboTaHHbIe aBTOPAMUA WHCTPYMEHTHI, 00eCcIedn-
Baorre paboTy HaJ UTPOBBIM DAJIAHCOM Ha JIBYX dTallax: pa3paboTKa
SKOHOMHUYECKOI CUCTEMBI U €€ aBTOMATHIECKOe DAJIAHCHPOBAHUE.

Ilo pesynpraTam anaimsa coOpaHbl U 33J0KYyMEHTHPOBAHBI TPeOOBAHMSI
K KOMIIOHEHTY UTPOBOTO OajlaHca WHCTPYMEHTA TeHEePAIH UTPOBBIX IIPOTO-
Turnos. Vnen, BOSHUKINNE B Pe3y/IbTaTe aHAM3a OIMMCAHHBIX HHCTPYMEHTOB
JJTsT pabOThI C UTPOBBIM OAJAHCOM, OVAyT HHTErPUPOBAHBI B KOHBEHED
pa3pabaTbIBAEMOr0 TeHEPATOPA.
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Abstract. The subject of the research refers to the development of game and
interactive projects— the practice of game balance of computer games. Current
trends formed in both scientific and commercial spheres are taken into account.
The research methods are modeling and experimentation. The main result is the
formed vision on the integration of the received features into the tool of game
prototypes generation. Two tools for working with game balance are described.

The presented results are the part of one big applied research aimed at developing
a game tool for prototyping computer games, reducing development time and
resources by automating through generation of all kinds of content based
on natural language text, including, in the long run, game balance. The work is
a logical development of research on creating a full-fledged game engine for game
designers and screenwriters. (In Russian).
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