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OB30P CUCTEM IIPOIIEJYPHOI 'EHEPAIINU UTP
M.I'. Meostcernun

IIpoyedypran eenepayua xowmenma (IIFK) sasasemesn 00notli u3 nauboaee aKmyasoHux 3a-
dayw 6 undycmpuu eudeouep. [lod IT'K nonumaom a8mMoOMAMUYECKOE CO30AHUE PA3AUMHBIT CO-
CABAAOUUT wacmet] uep; 0cobbill unmepec NPedcmasaiem npobaema aG8MOMAMUYECK020 C030a-
HUA UZDOBLLT NPABUA U UeAbT u2p. B cmamwve npedcmasaen 0630p uccaedosanutl, nocesueHHbLT
darnot. NPobaemMe; ONUCHIBAIOMCA  AN2OPUMMDL 2EHEPAUUL ULPOBHIT NPABUA U ULDP PAAUMHBIT
AHCAMPOB, 8 MOM HUCAE AA2OPUMMDBL MG OCHOBE NAPAOUM IBOMOUUOHH020 MOOCAUPOBAHUS U NO2U-
YeCK020 NPOPAMMUPOBAIHUS, G MAKHCE CNOCOOVL ABMOMAMUNECKOT OUEHKU 2EHEPUPYEMBIT UD.
Kpamko paccmomperv, nepevie Cucmemvl 2eHepayul, uep, PEaiu308GHHBIE 8 YHUBEPCAALHBIT UZDO-
evix npozpammar. Taxowce onucanv, pasasusmnvie GopMamo, NPeICMaBACHUA U CNEUUAUSUPOBAH-
HbLE A3VKY ONA ONUCAHUA UZDOBHIT MPABUA 8 NOOTOOAULEM OAf GAZOPUMMUNECKOT 06pabOmKY 6U-
de.

Kaouesvie cao6a: npouedypras 2enepayus KOHMEHMa, u2posots oudatit, YHUBEPCAAbHBIE U2-
POBLLE NPOPAMMDL, UCKYCCTNGEHHBIT UHMEALCKM.

BBenenue

IIporenypuast renepalius KOHTEHTa, ABJISIETCS OJTHUM U3 HAMOOJIee aKTyaJbHBIX U AKTUBHO
Pa3BUBAIOIIUXCS HAIPABJIEHUN HUCCAEIOBAaHUI B cdhepe MyJIbTUMEINa, B YACTHOCTU B WHILY-
crpun Bugeourp. Iox npouyedypnot zenepavuets xowmewma (III'K) moruMaror aBroMaTHHIe-
CKOE U TOJIyaBTOMATHUYECKOE CO3J[aHUe U JIUHAMWYECKOE M3MEHEHWE PA3JIMIHBIX COCTaBJISIO-
[UX YacTeil urp, B TOM YHCJIe UTPOBBIX OOBEKTOB U yPOBHEH, JBYMEPHON U TPEXMEPHOI rpa-
dbukn, 3¢dekToB, 3BYKOB, My3bIKH, IepcoHazkeii, cioxkeroB u jp. [10]. Ucnonszoanne IIT'K
[MO3BOJISIET HE TOJBKO 3HAYUTEJHHO MOHU3UTH CTOUMOCTH CO3JaHUS KOHTEHTA, HO W Pelraer
npobJIeMy TEPCOHAJIUBAINH, TPUOOPETAIONLYIO OOJIBIIYI0 3HAYUMOCTh B CBS3U C YBEJIUYECHUEM
KOJIMYIECTBA TOTEHIUATBHBIX UT'POKOB.

B nccinenosanusix anropurmos III'K ocobenHblil mHTEpeC HmpeacTaB/IgeT MMpodIeMa IIpore-
JIYPHOI NeHepaIuu UIrPOBBIX IIPABUJI, KOTOPBIE JIEXKAT B OCHOBE BCEX, B TOM UHCJIE€ W HEIJIEK-
TPOHHBIX, UI'p. Perenue paHHON 3aa4m 00JIaIaeT MPAKTUIECKON 3HAYMMOCTBIO, TTOCKOJIBKY
pOTIeyPHAsl TeHepalrsi MPAaBUJI MO3BOJUT HE TOJIBKO CYIIECTBEHHO PAa3HOOOPA3UTH BUJIECOUT-
PBI 3a CUYeT JMHAMHYECKOIO M3MEHEHUsI [PABUJ B IIPOIECCE WIPHI (B TOM HUHCIIE, AJAlTHPY s
UI'POBOIT TIPOIIECC TOJL JKEeJIAHUS UTPOKA), HO M, BOBMOYKHO, CO3/[aTh COBEPIIEHHO HOBBIE UIPO-
Bble MexaHUKHU 1 kaHpbl [24]. Kpome Toro, cucrembl renepanny UrpoBbIX MIPABIJI MOTYT ObITH
[TOJIE3HBI UCCJIEIOBATEISIM AJITOPUTMOB UCKYCCTBEHHOI'O MHTEJIJIEKTA B cepe yHUBEPCaJIbHBIX
WUTPOBBIX IIPOrPAMM, a TaK>Ke UTPOBBIM Jn3aiiHepaM it OBICTPOro CO3/IaHUsI U TeCTUPOBAHUS
Pa3IMYHBIX UTPOBBIX HPOTOTUIIOB [15].

IIporenypuasi reHepaliisi UI'P HEBO3MOYXKHA 0€3 si3bIKA OINMCAHUS UTPOBBIX IPABUJI, TO
€CTh HEKOTOPOI'O0 CTPOTO-OIPEJIEJIEHHOTO (popMaTa UX MPEICTABICHUS B TOIXOISIIEM IS aJl-
TOPUTMHUYIECKO 00paboTku Buje. Pa3zpaboTka Takoro si3blKa ONMUCAHUS 00JIaIaeT TeopeTude-
CKO#l 3HAYUMOCTBIO, MTOCKOJIBKY €e pe3yJbTaTOM OyIIeT CTPOTHil HayJIHO-TEePMUHOJIOTUIECKUIA
ammapaT, KOTOPbIH MO3BOIUT (POPMAU30BATh U OMUCATH ITPOCTPAHCTBO BO3MOXKHBIX UT'POBBIX

npasu |24, 25].
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[Iporenypuas rerepalinsi UTPOBBIX MIPABUII SBJISETCH JOCTATOYHO HOBOI OOJIACTHIO UCCJIIE-
noBaHuii. B JaHHON cTaThe pacCMOTPEHBI KJO4YeBble pabOTBl B 9TOH cdepe, MOCBAIIECHHBIE
pa3paboOTKe CUCTEM IMeHEPAIUU UT'D U SI3bIKOB UX OIUCAHUS.

CraThs opraHm3oBaHa CIeAyIOMUM 00pa3oM. B mepBoM pasjesie pacCMOTPEHBI UCCIIET0-
BaHUsI B O0JIACTU YHUBEPCAJIBHBIX UTPOBBIX IporpaMm. Bo BTOpOM pazjesie OIMUCaHbI COBPE-
MEHHBIE CHCTEMbI TPOIE/IYPHON reHeparuu Buieourp. B TperbeM paziesie KpaTKO paccMoTpe-
Hbl Pa3JINYHbIE S3BbIKU OINUCAHUS Wrp. B 3ak/0vYeHnr CyMMUPYIOTCS CJlIeJIaHHbIE Ha OCHOBE

JIAHHOTO 0030pa BBIBOJ/IBI U PACCMATPUBAIOTCH HAIIPABJIEHUs JAJbHENRNINX UCCJIEI0BAHUIA.

1. YHuUBepcaJibHbIE€ UTPOBbBIE IPOTPAMMBI

B komnme 1980-x romoB o1HOM M3 OCHOBHBIX M HamboOJIee aKTyaJbHBIX 33739 B 00JIACTU UC-
KYCCTBEHHOT'O MHTEJIJIEKTA, sIBJISJIACH 33/la4a CO3JaHUs KOMIIBIOTEPHOI MTPOrPaMMBI I UTPbI
B maxMarbl. C KaXKJbIM TOJIOM ITaXMATHBIE [IPOTPAMMBI CTAHOBUJINCH BCE yMHEE, U Y2KE B
1989 romy xkommbioreprasi cucrema Deep Thought Bbiurpasia B J1eMOHCTPAIIMOHHOM MAaTYE Yy
MEXKIYHApPOIHOrO MacTepa 1o maxmaram JIssuma Jleu. Bmecre ¢ TeMm, maHHBIE CHCTEMBI ObI-
JIM HACTOJIbKO CHJIBHO CIEIMAJIM3UPOBAHbI HA UI'PY B MIAXMATHI, YTO, [0 MHEHWIO HEKOTOPBIX
VUEHBIX, JIOCTUXKEHUS B JAHHON O0JIACTH YK€ HE MOIJIM HCIOJIb30BAThCS I perneHus 60Jjiee
obux 3a1a4 UCKyccrBeHHoro unresekra (M) [24].

st pertienusi TaHHOM TTPOOJIEMBI OBbLIA MPEJIIOXKEeHa, KOHIEIIUS YHUBEPCAAbHOU U2PO8oT
npoepammu, (YUIIL), 1o ecrb Takoit cucrembr VN, koropast Obl1a Obl CIIOCOOHA UTPATH B pa3-
JIMIHBIE UTPbI, HE 00/1a/1asi KAKUMU-JIN0O 3HAHUSIMHU O KOHKPETHOU urpe 1o ee Hadaja. OaHoit
U3 IepBbIX pabor B JaHHON obsactu siBisercs cucreMa METAGAME [17], cocrosiBiias u3
JIByX OCHOBHBIX mojicucteMm: Moy U, criocobHOro urparh B pa3jndHble HACTOJILHBIE UT'DHI,
U 2eHEPAMOPa Uzp, HA3HAYEHUE KOTOPOTO 3aKJ/II0YAJIOCh B TE€HEPAIMA WUTD JJIs TeCTHPOBAHUS
anroputmor NI.

Takwum obpaszom, METAGAME renepupyer urpbl U3 MHOTOYHUCIEHHOTO, HO KOHEYHOTO
MHOXKECTBA «CHMMETPUYHBIX IIaXMATO-TIOJ00HBIX WUTDY», YIOBJIETBOPHAIOININX CJIELYIOITUM OC-
HOBHBIM KPHUTEPHUSIM:

— WrPBI IPOUCXOAAT HA MPAMOYTOJIBHON MOCKE C KBAIPATHBIMU KJIETKAMU;

— B WI'PE IPUHUMAET YIaCTUE JTBOE UI'POKOB;

— HavaJIbHbIE TO3UIUK (PUTYP U MPABUIA CUMMETPUIHBI JIjIs 000UX UTPOKOB.

MuoxkectBo Bo3MOKHBIX urp B METAGAME 3amaercsa ¢ moMompio (hopMaJILHON u2po-
801 2PAMMAMUKY, KOTOPas OIpeJIe/iseT HAYAJbHOE PaCIoIoXKeHne (PUuryp, npaBujia ux JIBU-
JKEeHWs U B3ATHsA, ycjoBus 1mobenbl u ap. [lpumep onmcanus KOHKPETHOU UTPhI B popmaTe
METAGAME npusenen ua puc. 1.

KoukperHbie urpbl reHEPUPYIOTCS C MOMOIIBIO CJIyYalHON BBIOOPKHU W3 JAHHOW IpamMMa-
TUKHU, 063 MPOBEPKH HA WX MPOXOJIMMOCTH, MOCKOJIBKY B OOINEM CIydae JaHHAs IpPo0JeMa sB-
ssiercst NP-tosrHoIL. JIjist 0TCedYeHrns TPUBUAJIBHBIX UT'D, ABTOPhI PEAN30BaAIN HECKOJIBKO TPO-
CTBIX ITPOBEPOK, HAIIPUMED, He JOMYCKAIOIIUX UI'PHI, IEJIb KOTOPBIX 3aKJIIOYAETCs B JOCTUKE-
HUM UTypaMu CBOEil HAYAJIbHON MO3UIIUH.

Hexkoropbie u3 mapamMeTrpoB TeHepaTopa Tak»Ke MOTYT 3a[aBaThCs MTOJb30BaTE/IEM IE€PE]T
3aIyCKOM CUCTEMBI. B 9acTHOCTH, TAKMMU TTapaMeTPaMU SBJISTFOTCS:

— CJIOYKHOCTH TPAaBWI (MaKCHMaJIbHAsl JJIMHA OIMCAHUS IIPABUJI JIBYKEHUS W B3sITH

JUIST KasK 100 burypsl);
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— CJIOKHOCTH TIPEJIOCTABJISEMOr0 UIPOKY BbIOOpa (HAmpuMep, NMpU TeHeparmu 0ojiee
[IPOCTOM BEPCHUM IIAXMAaT UI'POKY MOXKET He IPEIOCTABJIATbCH BBIOOD, HAa Kakyio ¢u-
I'ypy 3aMEHSIeTCs TEIIKa MPU JIOCTUKEHUHN MTOCIeIHEl TOPU30HTAJIN);

— rybuHa ToucKa (HAIPUMED, MPU MEHbIIell TJIyOnHe MOMCKA MOTYT PaCCMATPUBATHCS
UTDBI ¢ MEHBIITUM Pa3MEPOM JIOCKH );

— JIOKAJIbHOCTH (MaKCUMATbHOE PACCTOSTHUE, [P0 IojieBaeMoe pUrypoii 3a OJIUH XOJ).

MOVEMENT
DEFINE man HOP BEFORE [X = 0]
MOVING OVER [X = 1]
MOVEMENT AFTER [X = 0]
LEAP HOP OVER [{opponent} any piece]
<1,1> SYMMETRY {side} <1,1> SYMMETRY {side}
END MOVEMENT END MOVEMENT
END MOVING END CAPTURE
CAPTURING END CAPTURING
CAPTURE PROMOTING
BY {hop} PROMOTE TO king
TYPE [{opponent} any piece] END PROMOTING
EFFECT remove CONSTRAINTS continue captures
END DEFINE

Puc. 1. Yacruunoe omucanme Urpbl «aMepuKaHCcKue mamkny Ha s3sike METAGAME

Hecmorpst Ha TO, 4TO mpOIEypHAs T€Hepallusi UTPOBBIX MPABUJ He ObLJIa OCHOBHOMN Iie-
sbio mpoekta METAGAME, sta pabora okasaja 60JbIIOe BIUAHAE HA TOCTEYIONNE UCCITE-
JIOBaHUsi B JlaHHOUW oOsacTu. MHOrmMe mociemyoline a3bIKi OIMUCAHUS U CUCTEMbI Te€Hepalun
UTP BO MHOT'OM OCHOBBIBAIOTCSA MMEHHO Ha pesdyJsbratax METAGAME.

Tax, B npoekre Gala [12] 6b110 mpemoxeno passurue kounemmiit METAGAME c 1e-
JIBIO CO3JaHWUS YHUBEPCAJIHHON WUIPOBOM MPOTpaMMbI JJIsi UTD C HEMoJiHO#M mHpopmarumeii. B
paMKax MpoeKTa ObLI IPEJIOKEH OIHOUMEHHBIN JIEKJIaPATUBHBIN 3bIK OIUCAHWS WUTP HA, OC-
HOBe si3bIKa Prolog m ajropuTMbl MOMCKA ONTUMAJIBHBIX CTPATErHWil JJIsi UT'D, ONPEIeJIeHHBIX C
ITOMOIIIBIO 3TOTO SA3BIKA.

game (blind tic tac_ toe,
[players : [a, Db],
objects : [grid board : array(’S$size’, ’S$size’)],
params : [size],
flow : (take turns(mark,unless(full),until (win))),
mark : (choose(’S$player’, (X, Y, Mark),
(empty (X, Y), member (Mark, [x, 0]))),
reveal (/! Sopponent’, (X, Y)),
place ((X, Y), Mark)),
full : (\+(empty( , )) ->
outcome (draw) ),
win : (straight line( , , length = 3, contains (Mark)) ->
outcome (wins (' $player’))) 1) .

Puc. 2. Onucanue HUI'PBI «CJIellble KPEeCTUKU-HOJIMKN» Ha A3bIKe Gala

B ornuune or sizpika METAGAME, ¢ momomipio a3bika Gala MOXKHO OmmMcaTh Ha TOPsI-
JIOK 0OOJIbIlIee MHOXKECTBO W'D, & UMEHHO HACTOJIbHBIE UI'PhI HA MPSIMOYTOJIBHON JIOCKE C TOJI-
HO# U HEemoJTHON mHQOpMaIueil is OIHOTO, ABYyX U 60jiee urpoKoB. [lo MHEHUIO aBTOPOB, WX

A3BbIK OIIMCaHHA UI'D 0oJlee JIAKOHUYEH U OIpoCT AJid IMOHMMAaHHA. Ha puc. 2 IpuBeJIeH IIpuMep
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ommcanus Ha sa3bike (Gala WUIpel «cjenble KPECTUKU-HOJIUKIY , OTJIMYAIONIEHCsT OT OOBIYHOM
BEPCUU TeM, UTO BO BPEMsI CBOErO XOJa UTPOK COODINAET JIUIIh KJIETKY, Ha KOTOPYIO OH CXO-
JIAJT, He YKa3bIBas, TTOCTABUII JIM OH B HEE KKPECTUKY» WJIM «HOJIUK .

Aspik Gala mosBossteT 3a7aBATh HEKOTOPBIE MAPAMETPBI UTPHI B BUJE TEPEMEHHBIX; Ta-
KAMU TTApaMETPaAM¥ MOTYT OBITH B TOM YHCJIE W MpaBUiIa JBUKeHusa Guryp. [lockoabky reme-
palysi UTPOBBIX TPaBUJI He ObLIa Teibio mpoekTa (Gala, ero aBTOpBI MpEIATAIOT TTPOCTOM
MporpaMMHBIH MHTepdeiic, Harogaps KOTOpOMY JJIsi TeHepaluu TpaBuil Ha s3bike Gala
MOYKHO UCnoIb30BaTh cucremy METAGAME.

2. IIpouenypHasi reHepalusi Urp

2.1. I'enepanusa HACTOJILHBIX UTP

UcciieioBanus B 00J1acTé yHUBEPCAJIbHBIX UTPOBBIX MPOrpaMM ObLIM B IEPBYIO OYEPE/lbh
OPUMEHTHUPOBAHBI Ha W3ydeHue ajaroputMoB W, u reneparus urp B HUX JTHOO HE paccMaTpH-
BaJIaCh BOBCe, JINOO ObLIa OCHOBAHA HA IIPOCTEHINNX aJrOPUTMax.

B pabore B. Xoma u JI. Mapkca [11] 3a7aua aBTOMATHYIECKOTO CO3/@HUs UID BIEPBbIE
ObLIa pacCMOTPEHa KaK OT/ejbHas akTyaJjibHas mpobsiema B obsiactu UU. Tlempio paboThr
OBLIO CO3/IaHUE AJITOPUTMA JJIsi TEHEPAIUU COAAAHCUPOSAHHBLL UTP, TO €CTh UTP, B KOTOPHIX
BCE WIPOKU HAXOJATCS B PABHBIX YCJIOBUIX W UMEIOT OJMHAKOBBIE MIAHCHI BHIMTpaThb. OTMe-
TUM, YTO CUMMETPUYHOCTb WIPhl HE TAPAHTUPYET ee COAJIAHCUPOBAHHOCTH, ITOCKOJIBKY JIaXKe
pPU WIEHTUYHOCTH TPABUJ JJIsT 0OOUX WIPOKOB WMIPOK, XOJAINIUN TEPBBIM, MOXKET 0b6JiagaTh
IPEUMYIIECTBAMU HAJI BTOPBIM UTPOKOM (M, B DEJIKUX CJIydasix, HaoO0poT).

ApTopamMu paboThl GBI MPEJIOKEH TEPMUH AGMOMAMUYECKUT U2posoti du3atiH, IO KO-
TOPBIM TOHMMAJIACH ABTOMATHYECKas KOPPEKTUPOBKA OajlaHCca WIPbl IIyTEeM HW3MEHEHUs ee
npaBmwi. OTMeTuM, 9TO uiesd JTUHAMUIECKOTO U3MEHEHUsI UTPOBOTO OajIaHCa paccMaTpPUBAJIACD
u B OOjiee PAHHUX HUCCJIEIOBAHMUAX, OJHAKO B HUX KOPPEKTHUPOBKA OasiaHCa JTOCTUTAJIACH ITy-
TeM ONTHUMU3AIUU 3apaHee OTPEIETEHHBIX MapaMETPOB UI'PHI, & HE CAMUX WTPOBBIX MPABUIL.

Pabora Xoma n Mapkca oCHOBBIBaJIaCh Ha KOMMEDPYECKHU YCIEITHON YHUBEPCAJIHHOU WUI-
posoii nporpamme Zillions of Games (Zillions Development Corp., 1998), urpsl st KOTOpOit
OTUCHIBAJIUCH ITOJIb30BATE/IIMU BPYUYHYIO Ha CHeluajbHOM ekjaparuBHOM si3bike ZRF. Cu-
crema Zillions of Games npenHasHavajgach Jijisd BU3yaJU3AIMU JIFOOBIX HACTOJIBHBIX UTD HA
nocke, onucauubix Ha a3bike ZRF, ¢ BoamoxkHOCTBIO MTp B Hux ¢ Y UIL

[Ipemioxkennplit aJropuT™M aBTOMATUIECKOIO M3MEHEHUs DAJIaHCA OCHOBAH HA T€HETUYe-
CKOM AJITOPUTME W 3aKJI0YaeTCs B cieiyromneM. Ha Kaxkjioit urepaiuu ajropurMa u3 HEKO-
TOporo Habopa Urp IMyTeM W3MEHEHUs W KOMOMHUPOBAHUS WX MPABUJ ME€HEPUPYIOTCS HOBBHIE
urpol, B Kaxjayio u3 xKoropbix YUII Zillions of Games urpaer cama c¢ coboit 100 mardeii.
Kazkast urpa OIeHMBAaeTCs C IOMOIIBbI0 (DYHKIMH OIEHKH 10 InKaje Oasanca (6GOIbILyIO
OIEHKY TIOJIYYaIOT UI'Phl ¢ MUHUMAJIBHON pa3HUIEHl MEXKJy KOJMIECTBOM I00EN Y JBYX UIPO-
KOB) U IIKaje pa3Hoobpasus (OOJBINYIO OIEHKY IOJIY4aloT WI'PbI, HAMMEHEE [MOXOXKHE Ha pPa-
Hee CreHEPUPOBAHHBIE PE3YJIbTATHI), HOCIEe Yero (hOPMUPYETCsl HOBBIl HAOOP M3 CTApPBIX U HO-
BBIX UT'D C HAUOOJIbINEN OTEHKON U HAUYMHAETCS CJIEYIONAs UTePaIlnsi.

Ucnonb3oBaHne TeHETUIECKUX AJITOPUTMOB U OIEHKA Pe3yJIbTaTOB HEKOTOPOW CHUMYJIs-
MU, & HE CAMUX 0CODEH, sIBJISIOTCS JTOCTATOYHO PACIPOCTPAHEHHBIMIA METOIAMU IIPOIIELy PHOM
reHepalnuy KOHTEHTa; B JAaHHOU paboTe ObLIO MPOAEMOHCTPUPOBAHO, UTO 9TH METOIbI MOTYT

OBLITD ycnenrHo UCIIOJIb30BaHbl U IJI5 rZLI/IHaMI/I'—IeCKOIL/'I regepalnu urp.
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B pasbheiiniem jannabie MeTO/bl ObLn pa3BuThl B npoekre Ludi (1], omauM u3 riaBHbIX
JIOCTH2KEHUI KOTOPOro sBJisieTcd urpa Yavalath — mepBas B Mupe KOMMepYeCKd W3/IAHHAS
UTPAa, MOJHOCTHIO CrEHEPUPOBAHHAS TPOTPAMMOI B aBTOMATUYECKOM PEXKUME.

B pamkax mpoekrta Ludi 6b11 paspaboran creruaj bHbIA (DYHKIIMOHAJBHBIN SI3bIK /15
OTIMCAHWS HACTOJBHBIX WTp Ha jocke, HaszBauubil Ludi GDL. Onucanus Ha JaHHOM s3BIKE
COCTOAT W3 abCTPaKIMii BBICOKOI'O YPOBHSI, YTO TO3BOJISIET JIETKO U JIAKOHUYHO OIHUCHIBATD
pasnuunbie urpbl. Ludi GDL Takke saBjsgercsa pacmmpseMbIiM, HO JJIsi YCIEITHON paboThI JTo-
Oble JOMOJIHUTE/bHBIE abCTPaKIUMU HEOOXOIMMO Peasin30BbiBaTh U Ha HU3KOM ypoBHe. [lpu-
Mep OIMCAHUsI UI'PbI KKpecTuku-uHoukm» Ha sizbike Ludi GDL npusenen ua puc. 3.

(game Tic-Tac-Toe
(players White Black)
(board (tiling square i-nbors) (shape square) (size 3 3))
(end (Allwin(in-a-row 3)))

Puc. 3. Onucanue urpbr «kpecruku-aHosimkuy Ha s3bike Ludi GDL

IIpu omenuBanuu urp B cucreme Ludi akneHT jesraercsi Ha MOUCK HanbOJIEe MHTEPECHBIX
urp. g sToit mean 1mo KaxKaoil creHepupoBaHHOM urpe B Ludi mpoBoanTcst HEKOTOpPOe KOJIH-
YECTBO aBTOMATUYECKUX MATYEH C JIByMs KOMIIBIOTEDHBIMYU UTPOKAMHU, MOCJE UEero Urpa OIle-
HUBAETCH 110 H7 KPUTEPUIM, PA3/ICJICHHBIM HA TPU OCHOBHBIE I'DYIIIIbI:

— o0bsBexmueHble KPUTEPUN JIJIsi OIEHKUA KAYeCTB CAMUX IPABUJI HE3aBUCHUMO OT TECTO-

BbIX MaTd4ell;

— Kkpurepun uzpabeavrocmuy (playability) nyst OeHKN Pe3yILTATOB TECTOBBIX MaTdeil;

— KauecmeeHHvle KPUTEPUN JJIsd OTIEHKYU JTUHAMUKHU TECTOBBIX MATYEH.

ABTopaMu oTMEYAETCsI, YTO OOBLEKTUBHBIE KPUTEpUH ObLIN HauMeHee 3(PPEKTUBHBI B TO-
UCKEe UHTEePeCcHbIX urp. Kpurepuu urpabesibHOCTHU, XapaKTEPU3YIOINe WHTEPECHOCTh U 6a30-
BbIE CBOWCTBa MIPOBOTO Tiporecca, B Ludi mOBTOPSIOT OnmcaHHBbIE BBIIIE KPUTEPUH COATAHCH-
POBAHHOCTH UTP C JODABJIEHUEM KPUTEPHUS CPEIHEH JTMHBI MaTda.

Oco0blit WHTEpPEC TMPEJCTABJISIIOT KaueCTBEHHbIE KPUTEPHUH, OCHOBAHHBIE HA QHAJU3E 1UC-
moputi AUOUPOBAHUA B TECTOBBIX MaTdaX, TO €CTb JIAHHBIX O CTEIEHU JIMJAWPOBAHUS OJHOTO
WCPOKA HAJI JIDYTUM B KaXKJbIl w3 xO0m0B. llpumep wucropum JIMIupOBaHWs MPUBEIEH HA
puc. 4.

414

Orenka JuIepCcTBa
o

_1_0 123456 7 8 91011121314151617 18 1920 21 22 23 24 25 26 27
Howmep xona

—o O1eHKa MO3UITHH OEJTBIX —e OneHKa TO3UIAH IePHBIX — JlumepcrBo GeIbIX

Puc. 4. [Ipumep ucropum JuanpoBaHus
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B mamnoMm mpumepe mepes cBoeir mobemoit Ha 27-M X0y Oesiblii UIPOK HAXOJUTCS B IIPO-
urpsbiHoi nosunmu ¢ 18 mo 22 xox. Ilo MHeHUIO aBTOPOB, €c/in pu HEKOTOPOM HabOpe Ipa-
BUJI BO MHOTUX MAaT4aX B IIPOIECCE UTPhI ITPOUCXOIUT CMEHA JUJEPA, JaHHAS UI'DA ABJISAETCSH
boJiee «IpaMaTHYIHON» W MHTEPECHOM.

lenepanus wrp B Ludi peasm3oBana Ha OCHOBE CTaHIAPTHBIX METOHIOB T'€HETUYECKOTO
nporpamMmmupoBanus. B pamkax TectupoBaHusi cucteMbl ¢ nioMorbio Ludi Ob110 crenepupoBa-
HO 1389 urp, u3 KoTophix 19 ObUIM IPU3HAHBI ABTOPAMHU JIOCTATOYHO UHTEPECHBIMU, & eIle 2,
HasBanubie Yavalath m Pentalath, — xpaitne untepecubimu. Onucanme urpbl Yavalath na
a3pike Ludi GDL npusemeno na puc. 5. IlpaBmira Yavalath cxoxu ¢ «kpectukamu-
HOJIMKAMU» Ha T'eKCArOHAJIBLHOU JIOCKE; TJIABHOE OTJIMYUE — HUI'POK IODEXKIAET, TOCTABUB Ue-

Thipe (PUTYPBI B PsiJl, HO IIPOUTPBIBAET, IIOCTABUB B PsiJ] TOJIBKO TPU (PUTYPBHL.

(game Yavalath
(players White Black)
(board (tiling hex) (shape hex) (size 5))
(end (Allwin(in-a-row 4)) (Alllose (in-a-row 3)))

Puc. 5. Onucanue urper Yavalath uwa a3eike Ludi GDL

JlonoTHATEIbHOE TTPABUIIO MOKET IOKA3aThCd U3JIMIITHUM, HO HA CAMOM JIeJie OHO J100aB-
JISET Urpe crparermdeckyto riayouny. Hampumep, Ha puc. 6 npuBemeHa mo3uius, B KOTOPOit
x01, #1 6eJI0ro UrpoKa BBIHYKJIAET YEPHOI0 UTPOKa CJejiaTh OJIOKUPYIONUNA X0 #2, U TeM
CaMBIM TPOUTPATh M3-3a HOBOI'O IpaBmja. Takum 00pa3oM, UTPOKU MOTYT B HEKOTOPOil cTe-
[IEHU YIIPABJIATH XOJ[aMU ITPOTUBHUKA C MOMOIIBIO HETPUBUAJIBHBIX MOCIEI0BATETHHOCTEH XO-
JIOB — TOJOOHOE TIOSABJIEHUE CJIOYKHBIX CTPATEruil M3 JMOCTATOYHO MPOCTBHIX PABUJI TIOITBED-
2K AT BBICOKOE KAYeCTBO U MHTEPECHOCTh JAHHOW UTDHI.

Puc. 6. Bemrpsiiinas mocieaoBaTeIbHOCTh X0I0B Oeibix B Yavalath

Yavalath u Pentalath Obuin BHOCTEICTBUM M3aHBI B KOMMEDPYECKOM BHJIE H3IATEJIb-

CTBOM Nestorgames 1 AdBJIAIOTCA OJHUMU M3 HaI/I6OJIee YCIENIHBbIX UTI'D B UX KaTaJlore.
2.2. I'enepanusa apkagHbIX BUJIECOUTP

B komnre 2000-x ro/10B HECKOJIBKO MCCJIEIOBATE/EN TapaJLIelbHO HAYA U PAbOTy HAJ, CHU-
CcTeMaMU MPOIEIYPHON TeHepaluu MpaBmWl AJisd apKaaubix Bumeourp. [lox apkamubiMu urpa-
MU MbI OyJ/IeM TIOHUMATh JIByMEpPHBbIE U TPEXMEPHbBIE UTPhl, UTPOBOM MPOIECC KOTOPHIX 3aKJIIO-
JaeTcd B JBMXKEHUHM HEKOTOPBLIX OOLEKTOB, MX CTOJKHOBEHWH, IOSBJICHUU M MCYE3HOBEHWUH, U

TaK JaJiee. ﬂaHHbeI Ha60p rZL(—Z‘IL/'ICTBI/II;'I XapaKTepu3yeT AoCTAaTOIHO 6a30BbIe IIOHATHA, U3 KOTO-
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PBIX, OJIHAKO, COCTOMT MHOXKECTBO KJIACCHYECKMX Urp, Takux kak Pac-Man (Namco, 1980),
Super Mario Bros. (Nintendo, 1985) u Space Invaders (Taito, 1978).

B orimune ot maxMaTo-moio6HBIX UTP, B apKaIHBIX BUJIEOUTPAX UT'POK OOBIYHO MPUHU-
MaeT POJib HEKOTOPOI'O IMEePCOHAXKA, JIBUKEHUSIMU KOTOPOI'O OH yIIPABJISET B PEAJbHOM Bpe-
Menn. Jlpyrumu pactupoCTpaHEHHBIMU JIEMEHTAMHU JAHHOTO KAHPA SBJISIOTCS yIPABJIAEMbIE
KOMIIBIOTEPOM MPOTUBHUKH, U3MEHSIONINE XapPaKTEePUCTUKNA UT'POKa OOHYChI, U KApPTa-yPOBEHD
¢ TperpajaMu. JTH U JIPYTUe OTJWYNSA apKaIHBIX BUIEOUTD OT HACTOJBHBIX TPEJICTABJIAIOT
0CODBIIT MHTEPEC B MCCJIEIOBAHUU AJITOPUTMOB UX MPOIEIYPHON F€HEPAIIUH.

OJH W3 1epBBIX ONBITOB B JIAHHOM Hampasjienun ormcal B pabore k. Torenmyca [22],
B KOTOPO# IPEJIOYKEH CIIOCOO TMeHEPAIUU MPOCTHIX JIBYMEPHBIX WID, MOM00HBIX 3HAMEHUTOM
urpe Pac-Man. Bce urpsr B pazpaboTaHHoil aBTOpaMu CHCTEME ITPOUCXOIAT HA JUCKPETHOM
mojie pasMepom 15x 15 KJIeToK; moJie COCTOUT M3 CBOOOIHOIO IIPOCTPAHCTBA U CTEH W HUKOIIA
He MeHsiercs. Ha UIrpoBoM Iojie Tak»Ke PACIOJIOKEH UIPOK U HEKOTOPbIe O0BEKTHI PA3HBIX
[IBETOB, IOBEJEHNE U XAPAKTEPUCTUKU KOTOPBIX OIPEJIE/ISIOTCS [PaBUIAMU, €IWHBIMU JIJIs
Bcex 0OBEKTOB OJHOTO IiBeTa. Mrpa mpoumcXoauT B peayibHOM BPEMEHH, Pa3/IeJIEHHOM Ha OT-
JIeJIbHBIE TPOMEXKYTKU; B KAaXKJIbIl JIUCKPETHBI OTPE30K BPEMEHM WUIPOK U OOBEKTHI MOTYT
JIBUTATbCS HA OJIHY KJIETKY B JIFOOOM CBOOOJIHOM HalipaBjieHnn. KOHEIl Urpbl HACTYHAET IO
HUCTEUYEHUN OIIPEJIEJIEHHOTO KOJUIECTBA OTPE3KOB BPEMEHU; UT'Pa CIUUTAECTCsI «BBIUTPAHHONY 110
JIOCTH2KEHUM HEKOTOPOTO YHCJIa OYKOB.

st KoaupoBaHUS TOJOOHBIX UTP B CHCTEME HUCIOJIb3yeTCsi HAOOP IEPEMEHHBIX U JIBE
marpuilbl. [lepementbie 3a1a0T 6a30BbIe MApPaAMETPbl UTPbl — JJIMTEJIBHOCTh WUIPBI, MAKCH-
MaJIbHOE KOJIMYECTBO OYKOB W YUCIO OOBEKTOB, a TakKKe MabjIoH UX JBUXKeHus. B meppoii
MaTpuile 3aar0Tcst 3DMEKTHI OT CTOJKHOBEHUl (TO €CTh PACIOJIOXKEHUs] HA OJIHON KJIeTKe)
00'bEKTOB PA3HBIX I[BETOB JIPYT C APYroM u UIPoKoM. CHUCOK BO3MOXKHBIX 3(DPEKTOB BKIIIO-
qaeT B cebsi: MCUE3HOBEHUE, TepeMelleHre Ha, CIyYailHyl KJIETKY, a TaKKe IycToil 3ddekT.
Hampumep, B marpuiie Moxker ObITh YKa3aHO, UTO IPU CTOJKHOBEHUU KPACHOTO U 3eJIEHOTO
00bEeKTa KPACHBI 00bEKT UCUE3AET, a 3€JIEHBbII 00BHEKT TEePEMEIAeTCs Ha CIYUIANHYIO KIIETKY .
ITomo6HBIM 00pa3oM BO BTOPOil MATPUIE OMUCHIBAETCS IMOJIOXKUTEILHOE WU OTPUIATEIHHOE
M3MEHEHUE OYKOB UTPOKA OT CTOJKHOBEHUSI 00'bEKTOB U UT'POKA.

Kak u B cimygae onmcanHoii panee cucrembl Ludi, aBTopbl craBmwiu mepej coboit 3a1ady
reHepaluy WHTEPECHBIX UI'P C IOMOIIBI0 METO0B T'€HETUYIECKOro IporpaMMUpoBaHus. B cu-
CTEMEe HUCIIOJIb30BaJICd JOCTATOYHO TPUBUAJBHBLIN IM'C€HETUYCCKUNA aJIrOpUTM, Ha KazKJIOU urepa-
I KOTOPOrO KOIMs TEKYIEil UI'PBI II0/IBEPrajach OIEPAIME MyTaluu (TO €CTh CJIydailHOMY
U3MEHEHUIO HEKOTODBIX 3HAYEHWH IEPEMEHHBIX ¥ 3JIEMEHTOB MATPHIL), IMOCJE Yero OpPUIH-
HaJIbHAs WIPa 3aMEHsiIach Ha KOIIWIO, €C/IM 3HadYeHue (PyHKIUU OIEHKU HOBOW HUI'PBI OBLIO
BBIIIIE.

Oco0Oblit mHTEpEC B JIaHHONW paboTe MpeCcTaBseT peaju3aiys (QyHKIUKU orneHku. 1lo
MHEHUIO TICUXOJIOTOB U UTPOBBIX JIU3AMHEPOB, OJHON U3 KJOUEBBIX COCTABJISIIONIAX JIFOOOM WUI-
pbl SIBJISIETCS W3yY€HWE HUTPOKOM ee IPABUJI; UYeM WHTEpPeCHee WIPOKY OCBauWBaTh UIPy WU
YUUTBCS JIydIlle B Hee UrpaTh, TeM WHTepecHee urpa B 1ejioM. OCHOBBIBAsICb Ha, JIAHHOM TeOo-
pun, aBTOpPbI pabOTHI MPEJIOKIIH OIEHUBATH HHTEPECHOCTb UTD HA OCHOBE UX U3YUAEMOCTU.
Takum 06pa30M, BBICOKO OIEHUBAIOTCSI UTPBI, KOTOPBIE, ¢ OJTHOW CTOPOHBI, JOCTATOYHO CJIOXK-
HBI JIJIST HOBBIX UI'POKOB, HO, C JIPYTOil CTOPOHBI, JOCTATOYHO JIETKHU Jjist ocBoeHus. Jljis aBTo-
MaTUIECKON OIEHKU WM3yYaeMOCTH HUTD ABTOPbI PEAJU30BAJIM WIPOBOTO areHTa Ha OCHOBE

HEIPOHHOW ceTH, OOydeHHe KOTOPOTO IPOUCXOMUT C TIOMOIIBIO AJTOPUTMa, IBOJIIOIHUOHHOM
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crparernn. Kaxkjiasg HOBas UIpa HECKOJIBKO Pa3 TECTUPYETCH C IMOMOIIBIO JIBYX ATr€HTOB CO
CJIyYaHBIMU CTApPTOBBIMU TapamMerpamu. Vrpa olleHUBaeTCs TeM BBIIIE, YeM OOJIbIIE OYKOB
ObLI0 HAOPAHO AreHTaMU; €CJIN JIDOBIM U3 AreHTOB ObLIO HAOPAHO OOJIBINIOE KOJIUIECTBO OYKOB

YK€ Ha IIE€PBbIX TeCTaX, UI'pa CHYUTACTCA CJIMIIKOM JIETKOU " OLICHUBACTCA OTPULIATEJILHO.

score. 0 e 3
% Undo More score Less score
R
Kill red Kill green Kill blue
= oy
%
[ 4 Teleportred | Teleportgreen | Teleport blue
o,
L Reverse red | Reverse green| Reverse blue
Split red Split green Split blue
¢
Attract red Attract green Attract blue
%
- Repel red Repel green Repel blue
2

Puc. 7. CKpuHIIOTHI MPOCTHIX apPKAJIHBIX UI'D, CPEHEPUPOBAHHBIX B PAMKAX YKCIEPUMEHTOB
k. Toremmyca

JabHelinre nccjieloBaHusi aBTOPhI IPOBOIUIN B 00/IACTH WHTEPAKTUBHON IMOJIyaBTOMa-
THYeCKON reHeparmu urp [21]. B peanuzoBaHHON MU cHCTEMe MOJEJUPYETCs [IPOCTAst JBY-
MepHas Wrpa, B KOTOPOl WIPDOK B PEAJIbHOM BPEMEHU YIIPABJISET aBTOMOOWJIEM C IPOCTOIA
GUBUKOI JIBUXKEHUST U MOXKET CTAJKUBATHCS C YIPABIAEMBIMU KOMIIBIOTEPOM MAIMHAMA
pa3HbIX MBeTOB. Ha crapre cucTeMbl IIpU CTOJKHOBEHUM UI'DOKA C JPYTUMU MAITUHAMU HUIE-
ro He ITPOUCXOIUT; OJHAKO, MOCTE KaXKJIOTO CTOJKHOBEHHS UTPOK MOXKET HayKaTh OJHY W3
KHOIIOK, OTBEYAIONINX 3a pasHble 3(PeKThl («I00aBUTh OUKIY , KYHUITOKUTH OOBEKTY , U TAK
nastee). Ioce HakaTusi KHOIIKM B WIpe MPOUCXOJUT BBbIOpaHHBIN 3(ddeKT, a cucrema ¢ Io-
MOIIBIO aJITOPUTMOB MAIIIMHHOTO OOYYEeHUS IBITAETCS OINPEIEJUTh, MOYeMy UTPOK HayKaj Ha
9Ty KHOIIKY, U CP€HEPUPOBATH COOTBETCTBYIOIIE UIPOBbe paBuiia. CKPUHIIOTHI UTP, CreHe-
PUPOBAHHBIX B OIMCAHHBIX BBIIIE SKCIEPUMEHTAX, N300parKeHbI Ha PUC. 7.

Bo Bcex onmcaHHBIX B JTaHHOI ryiaBe paboTax Jjis TeHEPAIMy UTPOBBIX MPABWI B TON WU
WHOHM Mepe HUCIOJIb30BAJIUCh NEHETUIECKUE AJTOPUTMBI U METOIbI IBOJIIOIMOHHOTO IMPOrPaM-
MmupoBaHusi. HejocrarkoMm HaHHOTO MOJXO/a SBJISETCS HEOOXOIUMOCTh T€HEPUPOBATH U OIle-
HUBATH OOJIBIIIOE KOJUYECTBO WUIP, U3 KOTOPBIX JIHUIIb EIUHUIBI yI0BJIETBOPSIOT 33/ IaHHBIM
KPUTEPUSIM KadecTBa.

ApTepHATHBHBIN 110/1X01 OBUT IPEJIOKEH B paMKax mpoekTa Variations Forever [19], B
KOTOPOM OIMCAHNE MHOYKECTBA TE€HEPUPYEMbIX WI'D PEaJM30BaHO HA OCHOBE Mapajurmbl An-
swer Set Programming (ASP, nporpammupoBanue crabuiibHbIX MoJesieit). B nanHoMm momxoe

MHO2KECTBO BCEX BO3MOXKHBIX HUI'D 3aJa€TCA C IIOMOIIBIO Ha60pa JIOTUYICCKUX OFpaHH‘IeHHﬁ.

pushes (A,B) :- on _collide (A,B,bounce) , on collide (B, A, bounce).
kills (A,B) :- on _collide(A,B,kill).

indirectly pushes (A,B) :- pushes(A,B).

indirectly pushes(A,C) :- pushes(A,B) , indirectly pushes (B,C).

winnable via(indirect push kill(A,C)) :-
indirectly pushes (A,B),kills(B,C).
compute {
player agent (A) , goal(kill all(B)),
winnable via(indirect push kill(A,B)) }.

Puc. 8. Habop jroruyeckux orpaHudeHuii 1jig remepanun urp B Variations Forever
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Kazkaprit Takoit HabOp 3a7aeT HEKOTOPOE MHOXKECTBO UI'D, CXOXKHUX M0 HEKOTOPOMY KpU-
tepuro. Ha puc. 8 npuBenen npumep Takoro Habopa, OMUCHIBAIOIIETO BCE UTPHI, BHIUTPATH B
KOTOPBIX MOYKHO, TOJIKasi OOBEKTHI JAPYr B Jpyra. Takum oOpa3oMm, BMECTO mepebopa U MO-
Judukanmu KOHKPETHBIX UTP, B JAHHOM TI0JIXOJE€ U3MEHHAETCH MCXOIHBI HADOP OrDaHUYEHMUIA.
IobaBjieHne OJHOTO OTPAHUYEHUsI MMO3BOJISIET WUCKJ/IIOYUTH U3 PACCMOTPEHUS HE OT/IE/BHYIO
UTPY, & MEJblil KJIACC HEMHTEPECHBIX UTP.

Koukperubie urpbl renepupyorcs n3 HabOpa OTPAHUYEHUI W IPEJCTABSIOTCA B BUJE
A02UMECKUT MEPMOS; TEPMAMU SBJISIIOTCH KOHCTAHTBI, IEPEMEHHbBIE U (DYHKTOPBI, apTyMEHTa~
MU KOTOPBIX SBJISIOTCS Jpyrue Jormdeckue TepMmbl. IrpoBoe mpaBmio, TPEICTABIEHHOE B BU-
e JIOTUYECKOT'O TepMa, MOXKET UMETh CJIeTYIOMMil BUI;

scripted _event(spawn(boss _creature, temple), 120) (1)

1 O3HA4YaThb CO6I)ITI/Ie «4epe3 aBe MHHYTHI II0CJI€ Ha4daJla WUI'PbI IIOMECTHUTh B XpaM CyIIeCTBO
kJiacca boss creature». Ilomobubim obpazom B Variations Forever npescrabiens! Bce mapa-
METPBI T€HEPUPYEMbBIX UT'D: XaPAKTEPUCTUKN U MOBE/IEHUE UTPOBBIX OObEKTOB, UT'POBOE IIOJIE C
OpPEenATCTBUAME 1 (P@EKTHl B3aMMOJEHCTBUA ¢ HUMH urpoka. llpumep mosmnoro ASP-

OITMCaHMA HpOCTOfI WUI'DbI 1 CKPUHINOT €€ BU3yaJIn3allu IIPUBEIEHBI Ha PUC. 9.

space_resolution(32,24).
space_topology(spherical).

background (grids; stars).

active agent(red; yellow; white; cyan).

agent movement(red,asteroids; white,asteroids;

yellow,roguelike; cyan,pacman).

agent population(red,many; white,singleton;
yellow,singleton; cyan,many).

agent collide effect(red,white,kill;
cyan,yellow kill).

player agent(white).

obstacle distribution(enclosure; random_ walls;
random _blocks).

obstacle collide _effect(red kill; white kill).

goal(kill _all(red)).

Puc. 9. Onucanue u CKpUHIIIOT UT'PbI, CrEHEPUPOBAHHOI B cucTeMe Variations Forever

OrMmerum, 9TO Ha JAHHOM 3Talle B CHCTEME OTCYTCTBYET BO3MOXKHOCTH ABTOMATHIECKOI
OIIEHKH Ka4eCTBa UT'D U KOPPEKTUPOBKHU HAOOPa OTpAHUYEHUI; 00e ITUX 3aJ1a9d JOJI2KHBI pe-
MATHCS BPYYHYIO UTPOBBIM JTU3aHHEPOM.

Hawubosiee ycnemnbix pe3ysibTaToOB B OOJACTH MPOIEIYPHON MeHepaIuu BUICOUTD JTOOUII-
ca M. Kyk B pamkax npoekta ANGELINA, kaxXjaas HOBasg BEPCUs KOTOPOTO PENIAET HOBYIO
HCCTIIOBATEILCKYIO 3aa9y. CKPUHIIOTHI UI'P, CPEHEPUPOBAHHBIX Pa3HBIMU BEPCUSIMU CHUCTE-
Mbl ANGELINA , npencrasiens! Ha puc. 10.

[TepBas Bepcust cucrembl ANGELINA renepupoBajia mpocThie IByMEPHBIE UTPhI C TIOMO-
IIBIO SBOJIIOIMOHHOIO MO/IeJIMpOBaHust [7| 1 BO MHOrOM ObLIa CXOXKa C OIMCAHHON BbIIIE pabo-
toit /. Toremuyca. ['maBHBIM OT/IMYMeM JAHHONW CHUCTEMBI SBJISETCH IPEICTABJICHUE WUTPO-
BBIX ITPABUJI, PACIIOJIOXKEHUsT OOBEKTOB U KapThl YPOBHS B BHUJIE TPEX Pa3ejbHBIX CyIIHOCTEI,
TE€HEPUPYEMBIX C IMOMOINBIO METOIOB KoonepamusHnoli koassomoyuu. 1loy KoonepaTruBHO# KO-

SBOJIIOI_(I/Ief/'I B 3BOJJIIONUMOHHOM MOJE/JIMPOBAHUU ITOHUMAIOT pPa3de/IbHOE 3BOJIIOIIMOHUPOBaHUE
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0cobeil M3 MOMYJIANWI PA3JIMIHBIX KJIACCOB, IIPU KOTOPOM, OJITHAKO, OIEHKA PE3yJIbTATOB IIPO-
MUCXOIUT cOBMeCTHO. IIpu cOBMeCTHOI OlleHKEe MPUHUMAETCS BO BHUMAaHUE, HACKOJBKO XOPOIIIO
0co0M M3 pa3HBIX MOMYJIANNNE TOaXoaaT apyr apyry. Hampumep, B cucteme ANGELINA wmo-
2KeT ObITh CreHEPUPOBAaHA MHTEPECHAs KapTa YPOBHS M OPUTMHAJbHBIE UT'DPOBBIE ITPABUJIA, KO-
TOpbIEe OY/IyT OIEHEHBI OTPUIATETHHO BCJIEJICTBUE TOIO, YTO C TAKMMU MPABUIAMHU yPOBEHD

CTAHOBUTCA HEIIPOXOIUMBIM.

Puc. 10. CKpuHIIOTHI UT'p, CPEHEPUPOBAHHBLIX pas3HbiMu Bepcusamu cucteMbl ANGELINA

(B XPOHOJIOTHIECKOM HOPSIIIKE)

Bo BTopoit Bepcun cucrembl ANGELINA aBTOpbl chOKyCHpOBaINCh Ha TeHEPAIUU UTP B
Tak HasbiBaeMoM KaHpe «Metroidvaniay [4]. JIaHHBI KaHP UID XapaKTEPU3YyeTCs CIIOXKHOM
CTPYKTYPOIl yPOBHE!l ¥ HAJMYIMEM OCOOBIX «IPEIMETOB-YCUJIUTEIEH», KOTOPbIE MO3BOJISIIOT
HAIIIEJIIIEMY UX WIPOKY OTKPBIBATH BCE OOJIbINIEE YUCJIO paHee HEJIOCTYITHBIX eMy obJjacTrei
kapThl. [lpuMepom ycuauTesiss MOXKET CAyXKUTh MPEAMET, YBEJIUIUBAIONINNA BBICOTY ITPBIKKA
UTCPOKA U TEM CAMBIM IO3BOJISIONINI €My JONPBITHYTh 10 paHee HEIOCTYIHBIX YYaCTKOB
ypoBHSA. ABTOPBI HOOABUIN B CUCTEMY KOOTEPATUBHON KOIBOJIIOIUK OTIEIBHYIO MOMYJISIIIAIO C
XapaKTEPUCTUKAMU yCUIUTEJIEN, TOJ0KUTETHHO OIEHUBAs TaKue HAOOPhI yCUJIUTENeH, KOTO-
pble TIO3BOJISIIOT TPOXOanTh urpy pasubiMu nytamu. Onenka urp B ANGELINA mpoBoauTcst
aBTOMATUYECKH, IIyTEM MOJICJTUPOBAHUS JTEeHCTBUIl UTPOKA.

Hamubrii mogxon 6bw1 passBuT B cucreme Mechanic Miner, B KOTOpPOil Tpyd IeHEpaIUn
ycuiinTesieii BO BHUMAaHUE IIPUHUMAJICH MCXOAHbIH Koz urpel [6]. Teneps, npu reneparun ycu-
JINTEJI M3MEHsieMyIo UM xapakTepuctuky cucrema Mechanic Miner Beibupasia He u3 3apamee
3aJ[@HHOTO CIIUCKA, a8 W3 BCEX MEPEMEHHBIX, HANIEHHBIX C IMOMOIIBI0 pedIEKCUU B HUCXOTHOM
KoJle urpbl. Hammpumep, B mporiecce reHepaliuu ojHO#M u3 urp cucrema Mechanic Miner obua-
pyx)wmia y obbekTa player nepeMeHHYIO acceleration, u B KadecTBe 3P PeKTa YCUIUTET WH-
BEpTUPOBAJIA 3HAYEHUE €€ Y~-KOMIIOHEHTHI:

player.acceleration.y *= -1 (2)

YTO B TEPMHHAX HUIPhI O3HAYAET, UTO IOCJE HAXOXKJIEHUsl JTAHHOTO YCHUJIUTEJIsi UTPOK OyK-
BaJIbHO HAYHET XOIUTH MO MOTOJKY YPOBHS, IIOITPOCTY UTHOPUPYS PaHEe MEIIABIINE €My Tpe-
ngarcrBusg. Haiinennast ¢ momombio Mechanic Miner B aBTOMaTHYecKOM peXKUMeE, JTaHHAsT UI-
poBasl MeXaHWKa gBJsSeTCH KpailHe MHTEPECHOM, XOTd U He HOBOM — OHA JIE2KUT B OCHOBE IIO-
nyJsipHOil KoMMepueckoit urpsl VVVVVV (Cavanagh, 2010).

OrMmerum, 9TO aBTOMATUYIECKOE M3MEHEHME KOJ(a MPOI'PAMMbI KOHETHO YK€ He MOXKET He
PUBOJINTDH K OITUOKaM ucroyiHenus. st perenus: 3Toit mpobJieMbl, B TIPOIECCE OIEHUBAHUS
kaxk 011 urpel Mechanic Miner mepexBaTbiBaeT BCe BO3MOXKHbBIE UCKJIIOUEHUsI U AT OTPHUIIA-

TEJIbHYIO OIICHKY TEM YCUJIUTEJAM, 9TO IPUBEJIN K IOABJJICHUIO omubok. B ClIyda€ OTCYyTCTBUA
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ommmbok Mechanic Miner wcnosb3yer KOMILIEKCHYIO (DYHKIUIO OIEHKHU, MPUHUMAIONLIYIO B
pacyer noAe3HOCMb YCUIUTEs; YCUJIUTEIb CIUTAETCS MTOJE3HBIM, €CJIM OH IO3BOJISET UI'POKY
MIOJIYIUTh JOCTYII K HOBBIM yYaCTKaM KapThl M IIOMOTaeT mpoiiTu urpy. Tak, yBeJndeHne BbI-
COTHI TIPBI’)KKA HA OJIMH TUKCEJIb CKOPee BCEro He JIaCT UTPOKY MPEUMYIIECTB, MOITOMY TAKO
YCUJIUTEb OyIeT OIeHEH OTPHUIATEIbHO. ¥ MAHHOIO IMOJX0J/A €CTh HECKOJIbKO HEIOCTATKOB;
BO-TIEPBBIX, OH MAaJIOIPUMEHUM Ha yPOBHSX OOJIBIIIOrNO pPa3Mepa U3-3a CJIO0XKHOCTH pacydera J10-
CTYITHOCTY Pa3JIUYIHBIX yUIACTKOB KapThl; BO-BTOPBIX, B TEKYIIEHl peajnu3aliii OTCYTCTBYeT 00-
paboTKa «CJIMIIIKOM TIOJIE3HBIXY» YCUJIUTEJIeH, JIeIAI0NUX NPy HEMHTEPECHONW U TPUBUAIBHOM:
HAIIPUMED, YCWINTEJIb, KOTOPbIE MOMEHTAJbHO MEPEHOCUT UTPOKA K KOHILY YPOBHS, IOJIyYIUT
BBICOKYIO OIIEHKY HECMOTPsi Ha TO, YTO OH CBOIUT K HYJIIO BCE OCTAJIbHBIE COCTABJISIONINE UT-
pBI.

B nmocnenneit Bepcun ANGELINA aBTOpbI BlIepBLIE Peajn30BaJId IIPOIELYyPHYIO I'eHepa-
1m0 TpexMepHbix urp [3, 5|. HecMorpsi Ha cMeHy apXUTEKTypbl CHCTEMBI IPU €€ TIOPTHPOBa-
Hun Ha wiardopmy Unity, ajropuT™Mbl TeHEPAITMU UT'P MPAKTUYECKU HE U3MEHUJIVCH.

OT/iesTbHBIN WHTEPEC MPEJICTABIIIOT paspaboranubie B pamkax mpoekta ANGELINA wme-
TOJIBl TEHepaIu WIp Ha 3ajaHHyio Temy [2]. [IpuHmMmasi Ha BXOJie OJ[HO CJIOBO WJIM IIEJIbIi
tekcT, ANGELINA Bblienser KJIO4eBLIe CI0Ba U IIOAOUPAET K HUM PA3JIMIHBLIE ACCOLUALIVIN.
Hajee cucrema aHaAIU3UPyET CEMAHTHUKY IOJIYYEHHBIX CJIOB C MOMOIIBI0 HECKOJIBKHUX HCTOY-
HUKOB M Ha OCHOBE IOJIYYEHHBIX PE3YJIbTATOB MPOU3BOIUT MOUCK CBODOIHO PACIPOCTPAHSIE-
MBIX IpapUaecKux MaTepPUaJIOB U MYy3bIKHU, MOIXOJISAIINX 10 CMBICJy U HACTPOCHUIO K KJIIOUe-
BBIM CJIOBAM U ACCOIMAIUSIM.

Ormernm, uro cucrema ANGELINA we siumera HemocTaTkoB. ABTOpPBI YKa3BIBAIOT, 9TO
peaim30BaHHAs MU aBTOMaTHYeCKas OIEHKa WIP JIaeT HEJIOCTATOYHO KAYeCTBEHHBIE PE3YJ/ib-
TAThl, B TO BpEMs KaK >KHUBbIE UTPOKU 3aTPYIHIIOTCS JaBATh CPABHUTEIbHBIE OIEHKU MHOXKE-

CTBY IIOXO2KUX UTD.

3. A3piku onmmcaHusi UTp

OpmErM w3 TJIaBHBIX (DAKTOPOB YCIEITHOCTU CUCTEMBbI IIPOIEIYPHON TeHepaIun SABJISeTCS
BBIOOD cItocoba TIpeJCTaB/IeHnsT KOHTEHTA, MOCKOJbKY HMEHHO OT HEr0 BO MHOIOM 3aBUCHT
pasHoobOpasue rerepupyemoro kourenra [25|. IIpu Bbibope crocoba mpecraBieHns KOHTEHTA
HYKHO HaWTU 0aJIaHC MEXKJy CJIUIITKOM OOIIMM U CJIUIIKOM Y3KHUM IIPeJICTaB/IeHueM. dem Imu-
pé KJIacC KOHTEHTa, KOTOPhIA MOYKHO OIHUCATH C HOMOIIBIO BHIOPAHHOTO CIIOCODa, IPEeJICTaBIe-
HU, TEM CJIOXKHEe HAUTU Cpeay 3K3EMILISPOB 3TOT0 KJIACCA IOIXOSIINE KadeCTBEHHBIE pe-
[IEHNUsI; B CJIy9Yae BBIOOPA CJIUIITKOM Y3KOHAIIPABJIEHHOIO CIIOCO0a MPEICTABICHUS, IK3EMILIs-
pbI TEHEPUPYEMOTO KOHTEHTA OYIyT OTJIUYIATHCS JIUIID JIETAJISAMU.

HamHast mpobeMa 0COOEHHO aKTyaJlbHA B CJIydae C MPOIEIyPHOI reHepalueil urp, Bellb
MHOTHE UTPhI HE MOXOXKM JIPYT Ha JIPyra — HAIIPUMEp, MaxMarhl u Mario He MMerT MexKIy
coboit Huyero obmero. /Jocrarouno obmuM CIIocobOM IIPEICTABICHUS, IIOIAXOIAIIMM JIJIsi BCEX
UTP, SBJISIETCsI, HAIpUMeEp, si3blK mporpammvupoBanus C—++. [eiicrBuresbHo, 00y HUIPY
MOXKHO IpeJCTaBuTh B BHae mporpamMmbl Ha C+-+. OnHako, JaHHBIA CIOCOO IPEICTABJICHHUS
3aJlaeT YPE3BBLIYANHO OOIIMPHBLIA KJIacC KOHTEHTA: IOJABJISIONIee OOJIBIIMHCTBO IIPOIPaMM,
KOTOpBbIe MOYKHO HammcaTb Ha s3bike C++, He OyayT sSBJIATbCH Wrpamu; 0OoJiee TOrO, JIUIIb
MaJjiasi 9acTh U3 HUX He OyJIeT ABJIATHCs CIyJailHbIM HaOOPOM MHCTPYKITHIA.

Hecmorps Ha TO, 9TO BO BCex paboTax, OMMCAHHBLIX BO BTOPOM pa3ieiie JTaHHOI CTaTbH,

aBTOPbI CO31aBaJin CBOI1 CII0COD apeacraB/JI€eHusd UT'PDOBBIX IIPpaBUJI, MHOTHUE YY€HbIC NCCJIEAYIOT
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BO3MOYKHOCTDH pa3pabOTKU CHEIUATU3NPOBAHHOTO SI3bIKA JIJI OMMCAHNS UTPOBBLIX mpaBmi. Co-
371aHMe TOIOOHOTO SA3BIKA MO3BOJIUT HE TOJBKO OTIEIUTH OMUCAHUE UTPHI OT HCIOJB3YEMbIX
CPeJICTB BU3YAJIM3AINH, OINEHKN W TeHEPAIMA UTP, HO W YIPOCTUT 3aJa4dy pa3spaboOTKU W B3a-
MMO/ICHCTBUSI YHUBEPCATIBHBIX UTPOBBIX IporpaMm [8].

OnuuM W3 TMepBBIX W HaMbOJIEe M3BECTHBIX SI3BIKOB OmMucaHusi urp siigercas Game De-
scription Language (GDL), paspaboranuslii B cranmdopackom ynusepcurere [13]. Tanubiii
fA3bIK ObLI pa3paboTan B paMmkKax uccienoBanuit Y UII u MoxkeT MCIOIb30BATHCS IS OIMUCA-
HUs TTUPOKOTO KJIACCA MOIMIATOBBIX UI'P C MOJHON mHOpMaIueil; GOJIBITUHCTBO OMUCAHHBIX HA
HEM HUI'D CXOXKM C IaXMaTaM¥ U JIPYTUMHU HACTOJbHbIMHU urpamu Ha nocke. GDL ocnoBan Ha
JIOTHKE MEPBOr0 MOpsjiKa u KpaiiHe mojpoben. Onucanue mgaxe mpocreimux urp xHa GDL 3a-
HUMAaeT HECKOJIbKO CTPAHWUIL; TaK, JJIsi OMUCAHUS MPABMI «KPECTUKOB-HOJUKOBY IMOTPEOyeTcs
OKOJIO TPEX CTPAHUIL. IJTO SABJISAETCH OJHON U3 IMPUYUH, 110 KOTOPOH JIAHHBIN S3bIK HE UCIIOJIb-
3yeTcs B CUCTEMAaXx IMPOIEIYPHON MeHEPAINH, MOCKOJIbKY aBTOMATUYIECKOE I'eHepallusi U OIeH-
Ka MPABUJI HA CTOJIb CJIOYKHOM sI3bIKE 3aTPyIHUTEIbHBI. CyIIecTBYIOT Pa3jndHble MOJIM(DUKA-
UV JIAHHOTO sI3bIKa, B TOM YHCJIE JJIsl HOJJIEPXKKHU UI'D ¢ HeroJiHoM nHbopmanueit [20].

OpiHOI M3 MEPBBIX MOMBITOK CO3/IAHUS S3bIKA JJIsi OIMUCAHUS BUICOUTD SIBJISETCS MPOEKT
Eztensible Graphical Game Generator [16], B pamMmkax KOTOPOro ObUI peajin30BaH si3bIK JIIsI
OTHMCaHUs JIBYyMEPHBbIX rpadudeckux urp. OCHOBHOI IEJIbIO JIAHHOTO ITPOEKTA sIBJISJIACH Pa3-
paboTKa CHUCTEMBI, MMO3BOJISIONIEH CO3/[aBaTh UIPhI, HE Mpuderas K mnporpammvupoBanuto. C
[IOMOTIBIO JIAHHOW CHCTEMBbI, ITI0JIb30BATEIb MOXKET CIMeHEPUPOBATH IIOJIHOIEHHYIO WIPY HAa
a3pike Perl, mpocro ommcas ee npaBwia. OTMerum, 9TO B IAHHON paboTe HE UIET Pedb O MPOo-
ey PHOM Te€HEepAaIU UTDP, MOCKOJJIbKY BCE MPaBWIa NEHEPUPYEMON UIPhl JOJIKHBI OBITH 3apa-
Hee 33J[aHbI [T0Jb30BATEIEM.

Aspik Video Game Description Language siBjisieTcst ONBITKOM peain30BaTh yHUBEPCAb-
HBIIl SI3BIK JIJIsI ONUCAHUS BUJIEOUTD, KOTOPBIA Obl MOT WMCIOJIb30BaThCsd Kak B YUII, Tak u B
nporierypHoit reneparun urp [8]. Kak n B paborax, onucaHHBIX BO BTOPOM pasesie 9TOi cTa-
TbH, Ha JaHHOM 3Tame co3uzareaun VGDL menaior akileHT Ha ONUCAHUM IIPOCTBIX APKaTHBIX
urp. Onucanwue urp va VGDL cocrout u3 nsgru gacreit:

— ONMCaHWsl KapThl Ha ocHOBe JByMepHoro maccusa ASCII-cumBoIIOB;

— cmmcka conocrapiernii ASCII-cumBoJioB ¢ rpadudeckuMu crpaiiTamu;

— Habopa CIpaifiTOB ¢ OMUCAHUSMU UX CXEM JIBUKEHUSI;

— Habopa MpaBWI B3aUMO/IEHCTBUsI UT'POBBIX OOBEKTOB JIPYT C JPYTOM;

— Habopa yCJIOBUI KOHITA UI'DHI.

Ha nammbiit MOMEHT BejieTcsl akKTUBHas Pa3pabOTKa S3bIKa, €ro CHenudUuKaIiul U3MeHs-
0TCS U yJiydmatorcs. KpoMe Toro, Jijis reHepalii OIMUCAHHBIX Ha JAHHOM si3bIKe UT'D ObLIa
peanmzoBana cucrema PyVGDL [18], rerepupyiomiast rOTOBbIE UTPBI 110 X OIUCAHUIO.

IIpumepom 0Gojiee y3KOHAIPABJIEHHOIO IIOJX0JIa K IPEJICTABJICHUIO IIPABUJI SIBJISIETCS
a3bIk Strategy Game Description Language [14], npesHasHadeHHBIH sl ONUCAHNS CTPATErH-
YECKUX BUJICOUTD. ABTOPBI SA3BIKA MPEJIATAI0OT WCIOJIb30BATE JJIs OMUCAHUSA PA3TUIHBIX WI-
POBBIX O00BEKTOB U MPABWI IPEJICTABJIEHNE HA OCHOBE JI€PEBBEB, B KOTOPOM CJIOYKHOCTBH Ipa-
BUJI yBEJUYUBAETCHA C J00ABJIEHUEM HOBBIX BepIIWH. /[aHHBINA S3BIK HAXOJUTCS HA HAYAJHHOM
YPOBHE pa3pabOTKU U B JAHHBI MOMEHT TOJIePXKUBAET TOJBKO OIMCAHUE ITPOCTHIX XapaKTe-
PUCTHK UT'POBBIX OOBEKTOB.

Jpyrum npumMepoM si3bIKa JIIs ONUCAHUS OJIHOTO KaHpa urp spisercsd 36k Card Game

Description Language [9], npennasnadeHHbIH /118 OnMcaHust KAPTOYHBIX UID. JIAHHBINA $S3BIK
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OIIMCBIBACT TPU OCHOBHBIX XapPAaKTEPUCTUKU KapTOYHBIX HUI'D: CTaAWKW UI'DBI, KaxKdad U3 KOTO-
PBbIX XapaKTepU3yeTCsi CBOMM HAOOPOM IPAaBWI, PAHXKUPOBAHWE KAapPT U UX KOMOWHAIUU, a
TakKe ycaoBus mobeapl. Onucanme TpaBwl UTP OCHOBAHO Ha KOHTEKCTHO-CBOOOIHOM IpaMma-
THKE; JTOIMyCTUMbIE TIPABUJIA BKJIOYAIOT B Ce0si CKPBITHE W PACKPBITHE KAPT, MEPEIBUKEHUE
KapT MeXKAYy PaSHbIMKX yYaCTKaMH HI'DOBOro CTOJIa, a TaK2Ke ,ZLeI‘/)ICTBI/Iﬂ CO CTaBKaMU U TaK
nanee. Aproper CGDL mmanupyoT peajn3oBaTh Ha €r0 OCHOBE CHCTEMY MPOIETyPHON TeHe-

panyuy KapTOYHbIX HI'D.

3aKJII0UeHUue

JlanHasi crarThsi MOCBMAIIEHA 0030pPy WCCIEIOBAHUN B 00JIACTU MPOIEIYyPHON TeHepaIuu
WI'POBBIX IPABWI U UI'D Pa3IMIHBIX *KaHpoB. Ha ocHOBe maHHOIO 0030pa MOXKHO CIIEJIaTh BbI-
BOJI, YTO 3a/ia4a IMPOIEJYPHOI T'eHepallud UI'D ABJIA€TCA Ha CEerOJHAIIHUNA JeHb aKTyaJbHOW.
CymecTByIolire 3KCIepUMEHTAJIbLHbIE PEIIeHUsI OPUEHTUPOBAHbI HA T'E€HEPAIIUI0 WP HECKOJIb-
KUX OTJEJIbHBIX »KAaHPOB, & CO3JaHHbIE C UX IIOMOIIBIO UI'Pbl 3aYaCTyIO0 KpailHe IIPOCThI U He
MOT'YT KOHKYPUPOBATH C UI'PAMU, CO3/JaHHBIMU Y€JI0OBEKOM.

Takum 0O6pa3oM, MEPCHEKTUBHLIM HAITPABJICHUEM [JId JTAJIbHEAIINX HCCIETOBAHMUIA SIBJIsI-
€TCd YJIyYIIeHUe CYIICCTBYIOIIUX U CO3JAaHUE HOBBLIX aJTOPUTMOB IeHepalyuu C LEJIbIO0 IIOBLI-
IIEHUs KAYeCTBa U Pa3HOOOpa3us reHepupyeMbiX urp. B masbHeiiiieM HaMu IJIAHUPYETCsT pa-
OoTa HaJ CO3/IAHUEM CHUCTEMbI ITPOIIE/LYPHON eHEepaIuu UI'D, He OTPAHUYEHHON paMKaMu KOH-

KPETHBIX YKaHPOB.
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Procedural content generation (PCG) is one of the most important fields of research in vid-
eogame industry. PCG allows creating different parts of games automatically; an interesting task
of PCG is generating game rules and even whole games. In this paper, we present an overview of
research in this field; algorithms from evolutionary computation and logic programming fields that
can be used to generate game rules and games in different genres are described, as well as meth-
ods of evaluating the resulting games. We briefly describe general game-playing programs and the
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