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OB30P CNCTEM HPOHE,Z[VPHOfI ITrEHEPAIINUN UI'P
M.TI'. Meotcenun

ITpoyedypnasn eenepavus konwmenma (II'K) sasasemesa 00noli u3 Haubosee AKMYGALHBT 3a-
day 6 undycmpuu eudeouep. Ilod 'K nonumarom asmomamuyieckoe co30aHUE PAAUNHBIT CO-
cmasasowux wacmel uzp; 0cobuili unmepec nNPedcmasasem nNpPobAEeMa GBMOMAMUNECK020 c030G-
HUA ULPOBHIT NPABUL U UeanT uep. B cmamve npedcmasaer 0630p uccaedo8anuli, NOCEAULEHHBIT
danHot Mpobaeme; ONUCHIBAIOMCA AAZOPUMMDL 2EHEPAUUL UZPOGHIT NPAGUA U UD PABAUYHBIT
2HCAMPOB, 8 MOM YUCAE AN20PUMMDL HG OCHOBE NAPAOUZM IBOAIOUUOHH020 MOJCAUPOBAHUA U N02U-
YecKk020 NPOPAMMUPOBANUA, G MAKINHCE CNOCOOBL ABMOMAMUYECKOT OUEHKU 2EHEPUPYEMBIT UD.
Kpamxko paccmompenvt nepevie cucmemvt 26HEPAUUL U2D, PEAAUOBAHHDBIE 8 YHUBEPCAALHVIT UZPO-
evx npoezpammazx. Taxowce onucanve pazauumnvie Gopmamo, NPedcMaBACHUL U CNEYUAAUSUPOBAH-
Hble A3BIKU OAA ONUCAHUA UZDOBVIT NPAGUA 6 NOOTOAUEM OAS AA20PUMMUYECKOT 00pabomKu 6u-
de.

Kmoueswvie caosa: npouedypras senepayus konwmenwma, u2posot du3atin, YHUBEDCANbHBIE U2-
POBVLE MPOPAMMDL, UCKYCCMBEHHBILT UHIMEANEKMN.

BBeneunune

[Iponieypras renepaiiusi KOHTEHTA SABJISETCH OJHUM U3 HAUOOJIee AKTYAJIHHBIX U AKTHUBHO
Pa3BUBAIOIINXCsT HAIPABJIEHUI MCCIEI0BAHUN B cdepe MyJIbTUMEIna, B YaCTHOCTH B UHILY-
crpun Bugeourp. Ilom npouedyproti zenepayuets xkowmenwma (III'K) nonumaror aBTrOMaTHYE-
CKOE U TIOJIyaBTOMATHYIECKOE CO3JaHUEe U JIUMHAMUYIECKOE M3MEHEHHe Pa3JUIHBIX COCTABJISIO-
X YacTefl UTp, B TOM YHUCJIE UI'POBBIX OOBEKTOB U yPOBHEM, JIBYMEPHON U TPEXMEPHON rpa-
dbukn, 3dbdekToB, 3BYKOB, My3bIKH, IepcoHaxKeil, cioxeros, u ap. [10] Ucnomaszosanne TII'K
[TO3BOJISIET HE TOJBKO 3HAYUTEJIHHO MOHU3UTH CTOMMOCTb CO3JaHWS KOHTEHTA, HO U PEIIaeT
npobJieMy MEPCOHAJM3AIUN, TPUOOPETAOITY0 OOJIBINY0 3HAUUMOCTh B CBSI3U C yBEJIUYEHHEM
KOJIMYIECTBA MTOTEHIINAIbHBIX UTPOKOB.

B nccnenosanusix anropurMoB III'K ocobenublii mHTEpEC IIpeacTaBiIsgeT IpobieMa Ipolie-
JIyPHOI TeHepaIuy UI'POBBIX MPABUJI, KOTOPHIE JIE)KAT B OCHOBE BCEX, B TOM YUCJIE W HEDJIEK-
TPOHHBIX, UT'D. PelleHne JaHHOU 3aJa4dn 00JIaJIaeT MPaKTHIECKOH 3HAYUMOCTBIO, MOCKOJIBKY
[IPOIEIyPHAST TeHEePAIlUs TPABUJI TO3BOJIUT HE TOJIBKO CYIIECTBEHHO PAa3HOOOPA3UTL BUJICOUT-
PBl 32 CYeT JMHAMUYECKOIO U3MEHEHMsI [IPABHJI B IPOIECCe UIPhl (B TOM YUCIE, AJANTHPYS
UTPOBOIi MPOIECC TIOJ, KeJIAHUsT UTPOKA), HO M, BO3MOXKHO, CO3/IaTh COBEPIIIEHHO HOBBIE UTPO-
Bble MeXaHUKU U KaHpbl [24]. Kpome Toro, cucrembl remepanuu UrpoBbIX IPABUII MOTYT ObIThH
[TOJIC3HBI UCCJIEOBATEISAM aJTOPUTMOB UCKYCCTBEHHOI'O MHTEJUIEKTA B chepe yHUBEPCAIbHBIX
UTPOBBIX IIPOrPAMM, & TAKXKE UTPOBBIM Iu3aiiHepam Jjis OBICTPOrO CO3IAHNS U TECTUPOBAHUS
Pa3JIMYHBIX UTPOBBIX MPOTOTHUIIOB |15].

[Tponieiypras reHepaiyss WP HEBO3MOXKHA 0€3 sI3bIKA OINUCAHUS WIPOBBIX IPABUJ, TO
€CTh HEKOTOPOI'O CTPOrO-OIpeIeIeHHOr0 (pbopMaTa UX IPEJICTABIEHUs B HMOIXOISIIEM JIJIA aJl-
FOPUTMHUYECKON 0OpaboTku Buje. Pa3zpaboTka Takoro s3bIKa ONUCAHUs 00JIAJIAeT TeopeTHUde-
CKO¥ 3HAYMMOCTBIO, ITOCKOJIBKY €€ pe3yJbTaTOM OyJeT CTPOruii HayIHO-TEPMUHOJOTHIECKHIA
armnapar, KOTOPbIi MO3BOIUT (POPMAIU30BATH U OMUCATH ITPOCTPAHCTBO BO3ZMOXKHBIX HUIDOBBIX
npasu 24, 25|.



[Tponeypras reHepalinss UTPOBBIX MMPABUJ SABJISIETCS TOCTATOYHO HOBOU 0DJIACTHIO MCCJIE-
nopanuit. B maHHOIl cTaThbe pacCMOTPEHBI KJIIOYEBbIE PAOOTHI B 3TO cdepe, MOCBAIIEHHDBIE
pa3paboTKe CHCTEM T€HEepalluy UTP U SI3bIKOB UX OIMUCAHUS.

CraTbs opranm3oBaHa CiaeayiomuM obpazoM. B mepBoMm paszmesie pacCMOTPEHBI UCCTIEI0-
BaHUsI B OOJIACTH YHUBEPCAJbHBIX UTPOBBIX MporpaMm. Bo BTOpOM pasiesie OMUCAHBI COBpE-
MEHHBIE CHCTEeMbI TTPOTIEyPHOM reHepannn BuAeourp. B Tperhem pasmesie KpaTko paccMoTpe-
HBl PA3/INYHbIE sI3bIKU ONUCAHUs WIP. B 3aK/I0YeHNN CyMMUPYIOTCS CJeJaHHbIE Ha OCHOBE

JIAHHOT'O 0030pa BBIBObI ¥ PACCMATPUBAIOTCS HAINPABJIEHUA JAJbHERINX UCCIIETOBAHUIM.

1. YHuBepcaJibHbIE€ UTPOBbIE IPOTPAMMBI

B konre 1980-x romoB oHO# U3 OCHOBHBIX U HambOJiee aKTyaJbHBIX 33J1a9 B 00JIACTH WC-
KyCCTBEHHOTO MHTEJIJIEKTA, SIBJISIACh 33Jla4a CO3JaHUsS KOMIIBIOTEPHOM MPOTPAMMBI JIJIs UTPBI
B maxmarbl. C KaXXJbIM TOJOM IMaXMaTHbIE MPOrPaMMbl CTAHOBUJINCH BCE yMHEE, U yKe B
1989 rony xommbiorepHas cucrema Deep Thought Bbiurpasa B memMoHCTpan@oHHOM MaTde y
MEeXKTyHApOIHOTO MacTepa 1o maxmaram /I»suna Jlesu. Bmecre ¢ Tem, maHHBIE CUCTEMBI ObI-
JI HACTOJIbKO CHJIBHO CIEIUAJIU3UPOBAHBI HA UTPY B MIAXMATHI, 9TO, [0 MHEHUIO HEKOTOPBIX
VUEHBIX, JMOCTVXKEHHUs B JAHHOU 00JIaCTH yKe He MOTJIA HCIOJIB30BAThCS Ui perneHus OoJiee
obmux 33724 uckyccreennoro unresiekra (MI1) [24].

s pertenust TAHHOM TPOOJIEMBI ObLIA TTPEJJIOKEHA KOHIIEIIIN YHUBEPCAALHOT UPOBOT
npoepammu, (YUII), To ectb Takoit cucrembr VU, kKoTopas Gbuia Obl ClIOCOOHA UIPATHh B Pas3-
JIMIHBIE UT'PBI, He 00/Ia/las KAaKUMHU-Iu00 3HAHUAMU O KOHKDPETHOM urpe 1o ee Hadasa. OmHOl
U3 1epBbIX pabor B paHHON obsmactu sBiasercs cucrema METAGAME [17], cocrosiBriast us
JIByX OCHOBHBIX TozicucTeM: MOyt VUM, ciocoOHOro urparh B pa3juvHbIE HACTOJIbHBIE UTPHI,
U 2eHepamopa uzp, HA3HAYEHUE KOTOPOI'O 3aKJIIOYAJOCh B TE€HEPAIMYU UTD JJIsi TECTUPOBAHUS
anroputmos NI

Takum obpasom, METAGAME renepupyeT Urpbl U3 MHOIOYHMCJIEHHOT'O, HO KOHEYHOTO
MHOKECTBA «CUMMETPUYHBIX IIAXMATO-TOI00OHBIX UTDPY», yIOBJIETBOPSIONIUX CJIEYIONUM OC-
HOBHBIM KPUTEPUSIM:

— WI'PBI IPOUCXOJIAT HA TPSAMOYTOJIbHON JOCKE C KBAIPATHBIMU KJIETKAMU;

— B WI'Pe NPUHUMAET yJIacTHUEe JIBOE UTI'POKOB;

— HadvaJjbHbIe TO3UNUK (DUTYD U MMPABUIA CUMMETPUYHBI JJIsi 000UX UTPOKOB.

MuozkectBo BosMoxKHLIX urp B METAGAME 3anaerca ¢ moMompio GopMaIbLHON 1u2po-
80U 2PAMMAMUKY, KOTOPas OIPEJEIeT HAYAJIbHOE PACIIOJIOKeHue (DUryp, MPABUIA UX BU-
JKEHUsI W B3ATHUs, YCJa0Bud mobenbl u ap. IIpumep ommcanmss KOHKpPETHON urpol B dopmate
METAGAME mpusesen ua puc. 1.

Konkperuble urpbl reHEpUPYyIOTCs € IMOMOIIBIO CJIYIANHON BBLIOOPKHU U3 JAHHON TIpamMma-
TUKHU, 0€3 MPOBEPKHU HA WX ITPOXOUMOCTD, TIOCKOJIbKY B OOIINEM CJydae JIaHHAs IPodJeMa sB-
ngerca NP-nostaoit. Iyt oTcedenus TpUBUAJIBHBIX UTP, aBTOPbHI PEaN30BaId HECKOJIBKO MIPO-
CTBIX ITPOBEPOK, HAIPUMEP, HE JOIYCKAIOIIUX UTPHI, 1eJIb KOTOPBIX 3aKJII0YAeTCHd B JOCTUXKE-
HuHn purypamMu cBoeit HaYaAJIbHON IMO3UIIHH.

Hekoropbrie n3 mapameTpoB reHeparopa TaKXKe MOTYT 3aaBATbCH MOJb30BATEIEM EPE/T
3aIlyCKOM CHUCTEMbl. B 4acTHOCTH, TAKUMU MTapaMETPAMU SBJISIOTCS:

— CJIOKHOCTH TPAaBUJI (MAKCUMAJIbHAS JIJIAHA ONMCAHUSI NPABUJI JIBUXKEHUS W B3sITHUS

JUTsl KazK 101 (burypoi);



— CJIOKHOCTb TIPEJOCTABJISEMOr0 WUIPOKY BbIGOpa (HAIpuMep, TpU TreHeparuu 0ojiee
IIPOCTOI BEPCHUU IIAXMAT UTPOKY MOKET HE IPEJOCTABIATHCS BbIOOD, HA KaKylO Du-
I'ypy 3aMEHSIeTCs MeNIKa IPU JTOCTHKEHUH TIOC/Ie THEl TOPU30HTAIIN );

— r1uybuHa ToMcKa (HAIpUMeEp, IPU MeHbIlel ryryOrHe MOUCKa MOIYT PacCMaTPUBATHCS
UTDBI C MEHBIINM PAa3MEePOM JIOCKH );

— JIOK&JIbHOCTh (MaKCHUMaJIbHOE PACCTOsSIHUE, MIPeoioieBaeMoe (bUrypoii 3a OuH 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 B

Puc. 1. Yacruuroe onucanue Urpbl KaMepukaHckue mamkny Ha ga3bike METAGAME

Hecmotpst Ha TO, 9TO TpoleaypHAasi TeHepallnsd UIPOBBIX MPAaBUJI HE ObLIa OCHOBHOI Iie-
spio mpoekta METAGAME, sra pabora okazajia GOJBITOE BIUSHEE HA TOCTEIYIONINE UCCIIe-
JIOBAHWS B JaHHON obsacTtu. MHOTHE TOCTIEAyoNHe I3bIKU OMUCAHWSA W CUCTEMBI T€HEPAITHN
UI'P BO MHOTOM OCHOBBIBAIOTCS UMEHHO Ha pe3yiabrarax METAGAME.

Tak, B npoekre Gala [12| 610 npennoxeno passurue Kouuenmuii METAGAME ¢ ne-
JIBIO CO3JaHUS YHUBEPCAJIBHON WUIPOBOI MPOTrpaMMbl JJIsi UTP C HENmoJiHOUW wHpopMarmeii. B
paMKax TPOEKTa ObLIT TPEJIOKEH OTHOMMEHHBIN JTEKITAPATUBHBIA SI3bIK OMUCAHUST UTP Ha OC-
HOBe si3bIKa Prolog m ajropuTMmbl OMCKa ONTUMAJIBHBIX CTPATErHil JJIsl UTD, OIMPEIeJeHHBIX C

IIOMOIIIBIO 9TOI'O A3BbIKa.

game (blind tic tac toe,
[players : [a, Db],
objects : [grid board : array(’$size’, ’'S$size’)],
params : [size],
flow : (take turns(mark,unless(full),until(win))),
mark : (choose(’$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. Onucanve urpsl «Cjenble KpeCTUKNA-HOMUKIY Ha si3bike Gala

B ormuuue or aswika METAGAME, ¢ nmomormpio a3bika Gala MOXKHO omnmcaTh Ha HOPs-
JIOK 0O0JIbIIIee MHOXKECTBO UTD, & UMEHHO HACTOJIbHBIE WIPhI HA MPAMOYTOJBHON JIOCKE C IOJI-
HOIl W HEIOJIHON mH(OpMAInel jisd OJHOr0, JAByX U Oojiee urpokos. [lo MHEHUIO aBTOPOB, UX

A3BIK OIHMCAHUs UI'P OoJiee JAKOHWYEH M IPOCT st moHuManug. Ha puc. 2 nmpuBelieH mpumep



omucanusa Ha si3bike (Gala WIpbI «cjenble KPEeCTUKU-HOJUKUY , OTJIHIAIONEHCT OT OOBIYHOMN
BEPCHM TEM, YTO BO BPEMsi CBOErO XOJia UTPOK COODIIAET JIAIIL KJIETKY, HA KOTOPYIO OH CXO-
JIAJT, HE YKA3bIBas, MOCTABUJI JIU OH B HEEe KKPECTUKY» WU KHOJIUKY .

Aszpik Gala mo3BonsIeT 3a7aBaTh HEKOTOPHIE TIAPAMETPHI UTPHI B BHUJE MEPEMEHHBIX; Ta-
KUMHU TIapaMEeTPaMU MOTYT ObITH B TOM YHCJI€ W TpaBuiia, JBuKeHnss puryp. [[ockoabky rene-
pamus WTPOBBIX TPaBWJI He Oblia Imeabio mpoekTa (Gala, ero aBTOpBI mpemaraioT MTPOCTOMN
MporpaMMHBIN  wHTepdeiic, baarogaps KOTOPOMY JJIsi TeHepaluyu TpaBuyil Ha a3bike Gala
MOYKHO UCTOb30BaTh cuctremy METAGAME.

2. IlponiegypHasa reHepanus urp

2.1. I'enepalriuss HaCTOJIBHBIX UTP

UccmenoBanust B 06/1aCTH YHUBEPCAJIBHBIX WTPOBBIX MPOTPAMM OBLIM B MTEPBYIO OYEpEh
OPUEHTHPOBAHBI Ha ulydeHue ajgroputmoB NV, u reneparus urp B HUX JUOO HE PaCCMATPU-
BaJIaCch BOBCE, JIOO ObLIa OCHOBAHA HA MPOCTEUINIMX aJrOPUTMax.

B pa6ore B. Xoma u /I. Mapkca [11] 3amaua aBTOMATHYECKOrO CO3/AHUSI WI'D BIEDPBbIE
ObLTa paccMOTpeHa KaK OTJejbHAasl akTyaJibHad mpobsema B obsactu MU. Ilenbio paboTh
OBLTO CO3MAHME AJITOPUTMA JJIsT TEHEPAINN COAAGHCUPOBAHHBIT UTP, TO €CTh UTP, B KOTOPBIX
BCE UTDOKU HAXOISATCS B PABHBIX YCJOBUSX W MMEIOT OJWHAKOBBIE IMAHCHI BbHIUTPaTh. OTMe-
TUM, 9TO CUMMETPUYHOCTH UTPBHI HE TAPAHTUPYET ee COATaHCUPOBAHHOCTD, TTOCKOJBKY TAXKe
IpU WJIEHTUIHOCTH TPABUJ IJisi 00OUX UTPOKOB UTPOK, XOISIUN MEPBBIM, MOYXKET 00JIaIaTh
[PEUMYIIECTBAMU HaJ BTOPHIM UTPOKOM (U, B PEJIKUX CJLydasx, Ha000poT).

ABTopamu paboThbl GBI MPEIJIOKEH TEPMUH GGMOMAMUYECKUT U2Po6oTi dudalit, IO, KO-
TOPBIM TTOHMUMAJIACH ABTOMATHIECKAs KOPPEKTHPOBKA OAJIAHCA WIPHI MyTEM W3MEHEHUs €€
npaBmwi. OTMeTHM, UTO UIes JUHAMUIECKOTO U3MEHEHUsI UTPOBOTO DajlaHCca pacCMaTpPUBAJIACDh
n B 6ojiee paHHUX WCCJIEOBAHUAX, OJHAKO B HUX KOPPEKTHPOBKA OajaHca JIOCTUTAJIACD IIy-
TeM ONTHUMU3AIUMN 3apaHee OIpeeeHHbIX TapaMeTPOB UTPhI, a8 HE CAMUX UI'POBBIX ITPABUIIL.

Pabora Xoma m Mapkca oCcHOBbIBAJACh HA KOMMEDUYECKU YCIIEITHON YHUBEPCAJILHON WI-
posoit nporpamme Zillions of Games (Zillions Development Corp., 1998), urpst st Koropoit
OTIMCHIBAJIUCH TIOJIH30BATEISIMI BPYYHYIO Ha CHENUAIbLHOM JeKjaapaTuBHOM s3bike ZRF. Cu-
crema Zillions of Games npennazHadagachk [jis BU3YaAJU3AIMN JIFOOBIX HACTOJIBHBIX WUID HA
Jocke, onurcaHubiX Ha s3bike ZRF, ¢ BodamoxkuocThio urp B Hux ¢ YUIL

IIpenmoxKeHHBI aJrOPUTM aBTOMATHYIECKOTO HU3MEHEHUsI OaJIaHCa OCHOBAH Ha IeHETHIe-
CKOM aJITOPUTME W 3aKII0YaeTCs B ciaemyomeM. Ha KaxKgoit mrepanyuy aJropuTMa U3 HEKO-
TOpOro HabOpa WUrp IIyTeM KU3MEHEHUd W KOMOMHUPOBAHUA WX IMPABUJI M€HEPUPYIOTCS HOBBLIE
urpel, B Kaxayoo u3 kortopbix YUII Zillions of Games wurpaer cama ¢ coboit 100 matueit.
Kaxast urpa oreHuBaercss ¢ HOMONIbI0 (DYHKIMKM OIEHKHM 110 iKaJje Oasanca (60JbImyio
OTIEHKY TOJIYYaiOT UTPHI ¢ MUHUMAJHHONW pa3HUIIEH MEXKIy KOJUIEeCTBOM MOGE y JIBYX UTPO-
KOB) ¥ IIIKaJjle pa3HooOpasusi (6OJIbIIYIO0 OIEHKY IOJIYYalOT UIPhI, HAUMEHee IOXOXKHUe Ha Pa-
Hee CreHePUPOBAHHBIE PE3YJIbTATHI), HOCIe 4ero (hOPMUPYETCsl HOBBI HAOODP U3 CTAPBIX U HO-
BBIX WT'D C HAMOOJIBINEH OIEHKOW W HAYNHAETCS CJICTYIONIAas UTePAaITus.

I/ICHO.H]:;3OBaHI/Ie TEHETUYIECCKUX aJI'OPUTMOB M OIl€EHKa PE3yJ/JIbTaTOB HeKOTOpOI';I CUMYJId-
AU, & He CAMUX OCODE, SIBJISIIOTCST JOCTATOYHO PACITPOCTPAHEHHBIMI METOAMHU TTPOTIETY PHOM
reHepaImm KOHTEHTAa; B JAHHOW paboTe OBLIO MPOJAEMOHCTPUPOBAHO, UTO 9TH METOIBI MOTYT

OBLITD YCIIEIIIHO MCIIOJIb30OBaHbI U JJIA ,ZLHHELMH‘IGCKOﬁ TreHepanuu urp.



B nmasbHeitimem manHble MeTOnbI ObLIM PasBUTHI B npoekTe Ludi [1|, omHuM M3 ryraBHBIX
JOCTUKEHUT KOTOPOro sBjsercd urpa Yavalath — mepBas B Mupe KOMMEpYECKH W3IaHHA
UT'pa, TOJIHOCTHIO CTEeHEPUPOBAHHAS IIPOIPAMMOIl B aBTOMATHYECKOM DPEXKUME.

B pamkax mpoekrta Ludi 0bL1 paspaboran crermuaabHbI (DyHKITUOHAJIBHBIN S3BIK /I
OIMCAaHUs HACTOJbHBIX WI'DP Ha mockKe, HasBaHHBLIN Ludi GDL. Omucanms Ha JaHHOM I3BIKE
CcOCTOAT M3 abCTPaKIMii BHICOKOTO YPOBHS, YTO IIO3BOJISIET JIETKO W JIAKOHUYHO OIMUCHIBATH
pazmuunbie urpbl. Ludi GDL Tak:ke sBiisieTcs paciiupsieMbIM, HO I YCIEITHON PabOThI JIO-
Oble IOMOJIHUTE/IbHBIE aDCTPAKINKA HEOOXOANMO PEeaJM30BLIBATL W HA HU3KOM ypoBHe. IIpwm-
Mep OIHUCAHUS UTPhI KKpecTuKu-Hojimkny Ha s3bike 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. Onucanune urpbl «KpecTuku-Houkuny Ha s3bike Ludi GDL

ITpu omnenuBanuu urp B cucreme Ludi akieHT jeraercss Ha MOUCK HanbOJiee MHTEPECHBIX
urp. s 9Toit menm mo Kaxkmaoi cremepupoBaHuoil urpe B Ludi mpoBoguTcs HEKOTOpPOE KOJIH-
YeCTBO aBTOMATUYECKUX MATUYEH C JIByMsI KOMITBIOTEPHBIMU MTPOKAMH, TIOCJE Yero Urpa orle-
HUBAETCS 10 57 KPUTEPUIM, Pa3/ieIleHHbIM Ha TPU OCHOBHBIE TDYIIIIHL:

— o0bsexmuetbie KPUTEPUH JJIsi OIEHKN KAa4YeCTB CAMUX MPABUJ HE3ABUCUMO OT TECTO-

BbIX MaT4el;

— KPUTEPUU UPGOEALHOCNY JJISd OIEHKU PE3YJIbTATOB TECTOBBIX MATYEH;

—  KAYEeCMBEHHbIE KDUTEPUH NI ONEHKU JTUHAMUKN TECTOBBIX MATICH.

ABTOpamMu oTMeEYaeTCsI, ITO OOBEKTUBHBIE KPUTEPUH OLLTH HanMeHee 3(PPEKTUBHBI B MO~
ncke mHTepecHbIXx urp. Kpurepun urpabenbroctu B Ludi mOBTOPSAOT OnuMcaHHBIE BBHIIE KPHU-
Tepuu cOAJAHCUPOBAHHOCTH UI'D, C J00ABJIEHUEM KPUTEPUs CPEITHEN JIJTMHBI MATYA.

Ocobblit mHTEpPEC MPEICTABJISIOT KAYeCTBEHHbIE KPUTEPUU, OCHOBAHHBbIE HA AHAJIU3E UC-
mopull AUOUPOBAHUSA B TECTOBBIX MATYaX, TO €CTb JAHHBIX O CTEIEHW JIMJUPOBAHUS OHOTO
UTPOKaA HAJ JPYTUM B KaXKIblii w3 XOJ0B. llpmmep wumcTopuu JuIupOBaHUs IIPUBEJIEH Ha
puc. 4.

414

Or1eHka UIepCcTBa
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Howmep xoma

—o Onenka mo3unuu 6eIbrx —=o O1ieHKA TTO3UIUU YEPHBIX — JlugepcTeo Gebrx

Puc. 4. Ilpumep ucropuu JuaupOBaAHII



B mamnoMm mpumepe mepejr cBoeit mobesoit Ha 27-M X0y OeJiblii UTPOK HAXOIUTCH B IPO-
urpbliHoil nmosunuu ¢ 18 mo 22 xoxa. Ilo MHeHUIO aBTOPOB, €cjiu TIpU HEKOTOPOM Habope Ipa-
BUJI BO MHOTMX MaT4aX B IIPOIECCE WIPhI IMIPOUCXOAUT CMEHA JIUJIEPA, JTAHHAS UTPA SBJIAETCS
boJiee «IpaMaTUIHON» U UHTEPECHOI.

leneparusa urp B Ludi peanuzoBana Ha OCHOBE CTAHIAPTHBIX METOIOB T'€HETUYECKOTO
MIporpaMMHUpPOBaHus. B paMkax TecTUpOBaHUsS CUCTEMBI ¢ rmoMombio Ludi 66110 creHepupoBa-
HO 1389 urp, u3 koTophix 19 ObUIM IPU3HAHBI ABTOPAMU JOCTATOYHO WHTEPECHBIMU, a eIne 2,
masBannble Yavalath m Pentalath, — xpaiime wnrepecubiMu. Ommcanme wrpbr Yavalath ma
a3pike Ludi GDL mnpusemeno na pwuc. 5. IlpaBmma Yavalath cxoxm ¢ «xkpectukamu-
HOJIMKAMI» Ha T€KCArOHAJbHOU JOCKE; TJIABHOE OTJIUYNE — UTPOK MODEXKIaeT, MOCTABUB e~

ThIpe (DUTYPHI B Psill, HO IIPOUTPHIBAET, IIOCTABUB B PAJ, TOJIBKO TPU (PUTYPBHI.

(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 aa s3eike Ludi GDL

JlomomHUTEIbHOE TTPABMIJIO MOXKET TTOKA3aThCA U3JIUIIHUM, HO HA CAMOM Jiejie OHO JT00aB-
JITeT Urpe crparernveckyio riayouny. Hampumep, Ha puc. 6 mpuBegeHa MO3WIHS, B KOTOPOI
X011 #1 6eJI0r0 MrpOKa BBIHYKIAET YePHOIO UTPOKa CAejaTh OJOKUPYIOMIUIT XOI #2, U TeM
CcaMbIM TIPOUTPATHh W3-32 HOBOTO IpaBmia. Takum 0O6pa30M, UTPOKU MOTYT B HEKOTODOIl cTe-
[IEHU YIPABJATH XOJaMU ITPOTUBHUKA C TOMOIIBIO HETPUBUAJIBHBIX MMOCIEIOBATEILHOCTENR XO-
JIOB — TOJI00HOE TIOSIBJIEHUE CJIOYKHBIX CTPATErnil W3 JIOCTATOYHO IMPOCTBIX IIPABUJI IIOITBED-

2KIa€T BBICOKOE Ka9€CTBO M MHTEPECHOCTDH rZL&HHOI./JI UT'PBI.

Puc. 6. Bomurpsoliaas mocie10BaTeIbHOCTD XOI0B Oebix B Yavalath

Yavalath u Pentalath Obuin BHocTemCTBUM M3HAHBI B KOMMEDPYECKOM BHJIE N3IATE/Ib-

CTBOM Nestorgames 1 ABJIAIOTCA OJHUMU U3 HauboIEe YCIENTHbIX UI'D B UX KaTaJlore.

2.2. I'enepanusa apKaaHbIX BUIEOUTD

B xonme 2000-x rogoB HECKOJIBLKO HMCCAEI0BaTE/EH MapaIebHO HAYAJIH paboTy Hall CHU-
cTeMaM¥ MPOIEyPHON TeHepanuu MpaBui s apKaJ Hbix Buieourp. [lom apkaanbimMu urpa-
MU MbI OyZIeM IMOHMMAThb ABYMEPHBIE M TPEXMEPHbIE UI'PbI, HI'POBOMl IIPOIECC KOTOPHIX 3aKJII0-
qaeTcsd B JBUKEHUM HEKOTOPBIX OOBEKTOB, MX CTOJKHOBEHUW, MOSBJICHUU U HCUC3HOBEHWU, U
Tak gajee. Jlanubpiii HaOOp JIeiCTBUil XapaKTepu3yeT J0CTAaTOYHO 0A30BbIe IOHATHS, U3 KOTO-



PBIX, OJITHAKO, COCTOMT MHOXKECTBO KJIACCHYECKHX WIp, Takux Kak Pac-Man (Namco, 1980),
Super Mario Bros. (Nintendo, 1985) u Space Invaders (Taito, 1978).

B orimume ot maxmaro-momobHBIX UTP, B apKaJHBIX BUIEOUTPAX WIPOK OOBITHO TIPUHU-
MaeT POJib HEKOTOPOT'O IEPCOHAXKA, JIBUKEHUAMH KOTOPOI'O OH YIIPaBJIAET B PeaJIbHOM Bpe-
Menu. [pyruMu pacrnpoCTpaHEHHBIMU 3JIEMEHTAMHU JAHHOTO YKAHPA SBJISIOTCS YIIPaBJIsgeMble
KOMIIBIOTEPOM IMIPOTUBHUKH, U3MEHSIONINE XapPAKTEPUCTUKNA UI'POKa OOHYChI, M KapTa-yPOBEHD
¢ TperpajamMu. DTH U JIPyTUe OTJUYUS apKaHBIX BUJIEOUTDP OT HACTOJBHBIX ITPEJICTABJISIIOT
0COOBIIT UHTEPEC B MCCJIEJIOBAHUN AJITOPUTMOB UX MPOIEYyPHOM MeHEPAIUH.

OxuH U3 mepBbIX OIBITOB B JAHHOM HampasieHuu omucan B padore [Ixx. Toremmyca [22],
B KOTODOH MPEJIOXKEH CIIOCOD TMeHepaIuu MPOCTHIX JIBYMEPHBIX UI'P, MOMOOHBIX 3HAMEHUTOM
urpe Pac-Man. Bce urper B pa3spaboTaHHO# aBTOpaMHU CHUCTEME ITPOUCXOIAT Ha JIUCKPETHOM
rojre pasMepom 15X 15 KJIeTOK; IoJie COCTOUT U3 CBOOOIHOI'O IMPOCTPAHCTBA U CTE€H M HUKOLIIA,
He MeHsercs. Ha uMrpoBoM Iojie TaKXKe PACIIOJIO?KEH UTPOK U HEKOTOPbIe OOBEKTHI PA3HBIX
[IBETOB, IOBEJIEHNE U XAPAKTEPUCTUKU KOTOPBIX OMPEIESISIIOTCS TPABUJIAMU, €IUHBIMU IS
Bcex OOBEKTOB OJHOTO IBeTa. Mrpa mpomcxonuT B peajbHOM BPEMEHU, PA3JIEJIEHHOM Ha OT-
JIeJIbHBIE TTPOMEXKYTKHU; B KaKJIbIii JUCKPETHBIN OTPE30K BPEMEHU WIPOK M OOBEKTHBI MOTYT
JIBUTATbCA HA OJIHY KJIETKY B JII0OOOM €BOOOJHOM HalpaBiienuu. KowHer urpbl HACTyHaeT Mo
MCTEYeHUN OIPEJIEJIEHHOTO KOJUIECTBA OTPE3KOB BPEMEHU; UI'PA CUNTAETCH «BBIUT'PAHHONY 110
JIOCTU2KEHUU HEKOTOPOI'O YUCJIA OYKOB.

s KoaupoBaHUS TOMOOHBIX WTD B CHUCTEME HCIOJIb3yeTCsi HabOp TMEepeMEeHHBIX U JBe
marpuilpl. [lepemennbie 3ama0T 6a30Bble MapaMeTpPbl UIPbl — JJIUTEJIHHOCTb UIPbI, MaKCHU-
MaJIbHOE KOJIMIEeCTBO OYKOB W UMCJIO OOBEKTOB, & TaKxKe IMabJIOH WX JBYXKeHus. B mepBoii
MaTpuile 3a7ar0Tcs dPQEKTbl 0T CTOJKHOBEHU (TO €CTh PACHOJIOXKEHUs Ha OJHOW KJIETKE)
00BEKTOB Pa3HBIX I[BETOB JIPYT C APYroM U UIPOKOM. CIMCOK BO3MOXKHBIX 3(D(EKTOB BKIIIO-
qaeT B cebs: MCUE3HOBEHUE, IEPEMEIeHIe Ha CJAYYalHyI0 KJIETKY, a TaKKe ImycToil adpdekT.
Hanpumep, B maTpuile MoxkeT ObITh YKa3aHO, UTO IPU CTOJKHOBEHHH KPACHOTO W 3€JIEHOTO
00beKTa KPACHDBI O0BbEKT UCUE3AET, a 3€JIEHbI O0bEKT MEPEMEIACTCH HA CIYYANHYIO KIIETKY.
ITomobuBIM 00pa30oM BO BTOPOil MATPHUIE OIMUCHLIBAETCsI MOJIOYKUTEJBHOE WU OTPUIATETHHOE
M3MEHEHUE OYKOB UIPOKA OT CTOJKHOBEHUsI 0OBEKTOB U UI'POKA.

Kak u B ciayuae ommcanuoi#t panee cucrembl Ludi, aBTopsl craBuiu mepes coboil 3agady
reHEPAITUU UHTEPECHBIX UTP C IOMOIIBIO METOJO0B I'€HETUYECKOro IporpaMMupoBanusd. B cu-
CcTeMe UCIOJIb30BAJICs JIOCTATOYHO TPUBUAJIBHBINA T€HETUIECKUA aJITOPUTM, Ha KaxKJIOi uTepa-
UK KOTOPOTO KOIMs TEKYIel UrPhbl MOJABEPTrAJIACH OIEPAIUU MyTAIMU (TO €CTh CJIydailiHOMY
U3MEHEHUIO HEKOTODBIX 3HAYEHWII MEPEMEHHBIX W 9JIEMEHTOB MATPWIL), [OCJE YEero OpPUTH-
HaJIbHAsl UI'Pa 3aMEHsJIach Ha KOIHUIO, €CJIU 3HadeHue (DYHKIIMKA OIEHKU HOBOH HUI'PBHI OBLIO
BBIIIIE.

Ocobblit MHTEpPEC B JIaHHOW paboTe MpeICTaB/seT peaju3alus (QyHKIAA OIeHKu. 1lo
MHEHUIO TICUXOJIOTOB U UTPOBBIX JIM3AHHEPOB, OHON M3 KJIIOUYEBBIX COCTABJIAIONINX JIFOOO0H UT-
pPbl ABJIFETCA N3y4YeHHE HI'POKOM €€ IIPaBWJI; YeM WHTepecHee HUIPOKY OCBauBaTb HWUIDPY U
VUUTBCS JIydIlle B HEee UTPATh, TEM WHTepecHee urpa B 1mejaoM. OCHOBBIBAsICH Ha JAHHONW TEO-
pun, aBTOPBI pabOTHI MPEJJIOKUIA OIEHUBATH HHTEPECHOCTh UI'D HA OCHOBE UX U3YUAEMOCTIU.
Takum 06pa30M, BBICOKO OIEHUBAIOTCH UIPhI, KOTOPbHIE, C OJHOI CTOPOHBI, JTOCTATOYHO CJIOXK-
HBI JJIsi HOBBIX UTPOKOB, HO, C JIDYTO# CTOPOHBI, JIOCTATOYHO JIETKU Jijid OcBoeHus. g aBTo-
MaTWIECKON OIEHKU HU3YyYaeMOCTH WID aBTOPhI PEaju30Ba/ii WIPOBOIO areHTa Ha OCHOBE

HEMPOHHOHN ceTn, OOydeHHE KOTOPOTO IIPOUCXOJIUT C IIOMOIIBIO AJCOPUTMa SBOJIIOIUOHHOMN



crparerun. KaxXmgasi HOBasi UTpa HECKOJBKO pa3 TECTUPYETCsI € MOMOINBIO JIBYX areHTOB CO
CJIyIafHBIMIA CTAPTOBBIMEU THapamerpamu. Mrpa omeHmBaeTcss TeM BBbIIE, 9eM OOJIbIIE OYKOB
ObLI0O HAOPAHO areHTaMU; €CJIM JIIOOBIM U3 areHTOB ObLIO HAOpaHO OOJIbIIOE KOJUIECTBO OYKOB

YK€ Ha IIePBbIX TeCTaX, UI'pa CHUTACTCA CJIUITKOM JIerKoii 1 OII€HUBACTCA OTPUIIATEIBHO.

=
'* Undo More score Less score
o Lo
X
Kill red Kill green Kill blue
had L
%
‘ b 4 Teleportred  Teleport green  Teleport blue
“ * Reversered Reverse green Reverse blue
Split red Split green Split blue
f
Attract red Aftract green Attract blue
%
Repel red Repel green Repel blue
2

Puc. 7. CKpuHIIOTHI TPOCTHIX aPKAIHBIX UI'P, CPEHEPUPOBAHHBIX B PAMKAaX KCIIEPUMEHTOB

Jx. Toremmyca

JlasbHeHmuIe nCCaeI0BAHNS aBTOPDI IPOBOAMIA B OOJACTH MHTEPAKTUBHOMN IOJIyaBTOMA-
TUdecKoil renepanuu urp [21]. B peasmsoBaHHO# uMM cuCTeMe MOJEJIUPYETCs MPOCTasl JIBY-
MEepHasg UIrpa, B KOTOPOH UIPOK B PEAJbHOM BPEMEHH YIIPABIAET ABTOMOOMJIEM C IIPOCTOI
bUBMKON IBMXKEHNSA M MOXKET CTAJKHBATHCA C YIPABIAECMBIMA KOMIIBIOTEPOM MAIIMHAMEA
pasHbIX 1BeTOB. Ha crapre cucTeMbl IPU CTOJKHOBEHUH UI'POKA C JAPYTUMEA MAIIUHAMEA HUAYE-
ro He IPOUCXOIMT; OZHAKO, IOCJIE KAaXKIOr0 CTOJKHOBEHUS MIPOK MOXKET HAXKATH OIHY U3
KHOIIOK, OTBEYAOIINX 3a pasHble 3PdeKTh («100aBUTh OUKIY , KYHUUTOXKHUTH OOBEKTY, U Tak
nanee). ITocie HaxkaThs KHONKMA B MIPE IPOUCXOJUT BbIOpaHHBIA 3ddeKT, a cucrema ¢ 1mo-
MOIIHIO AJTOPUTMOB MAIIUHHOIO OOyYEeHUsl IBITACTCH ONPEJIEIUTh, OYeMy UTPOK HasKaJl Ha
9Ty KHOIKY, U CICHEPHPOBATH COOTBETCTBYIONINE UIPOBBIC IpaBmiIa. CKPUHIIOTHI UI'D, CrEHE-
PUPOBAHHBIX B ONMCAHHBIX BBIIIE SKCIIEPUMEHTAX, N300pazKeHbl Ha PUC. 7.

Bo Bcex ommcaHHBIX B JAHHONA TviaBe paboTax Jjisd PEHEPAINN UI'POBBIX IPABUJI B TOA WK
MHOH Mepe WCIOJIb30BAJIUCH MeHETUYECKUEe AJIOPUTMbBI U METOJIbI 9BOJIIOIUOHHOTO IIPOrPAM-
MupoBaHudg. HemocTarkoM ZAHHOTO IOIXOJa ABJIAETCHA HEOOXOAUMOCTHh NeHEPUPOBATHL W OIE-
HUBATH OOJILIIOE KOJMYECTBO UIP, U3 KOTOPBIX JIUIIL €IUHUILI YIOBICTBOPSIOT 3a/aHHBIM
KPUTEPUAM KAIECTBA.

AsbrepHaTUBHBIN 110/1X0/1 GBI TIPEJIOKEH B paMKax npoekta Variations Forever [19], B
KOTOPOM OIIACAHME MHOXKECTBA I'CHEPUPYEMBIX WI'D PEAJM30BAHO HA OCHOBE IApaInrMbl An-
swer Set Programming (ASP, nporpammupoBanue crabuibHbIX Mojeseil). B nqanHoM momxome

MHO2KECTBO BCE€X BO3MOZKHBIX HUI'D 3aJa€TCA C IIOMOIIBIO Ha6opa JIOTTYICCKUX OFpaHI/I‘{eHHﬁ.

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 mormyecknux orpanuyeHnuii fajisi remepanuu urp B Variations Forever



Kaxapiit Tako#t Habop 3a7aeT HEKOTOPOE MHOXKECTBO WIP, CXOXKUX II0 HEKOTOPOMY KpH-
teputo. Ha puc. 8 npusenen npumep Takoro Habopa, ONMUCHIBAIOIIETO BCE UIPbI, BHIUI'PATDH B
KOTOPBIX MOXKHO, TOJIKAasi OOBEKTHI JIpYyT B Apyra. lakum obpa3om, BMECTO repebopa U MO-
JudUKaImy KOHKPETHBIX UTD, B JAHHOM II0JIXO/I€ U3MEHSAETCS MCXOJHbI HAOOp OrpaHuYeHMUi.
JobaBieHre OJHOTO OTPAHUYEHMS IO3BOJISIET WCKJIIOYATH W3 PACCMOTDPEHUS He OTIAEJbHYIO
UTPy, a LeJIbIil KJIacC HEMHTEePECHBIX UIP.

KonkpeTHble UI'DbI T€HEPUPYIOTCS U3 HAOOpPa OIPAHUYEHUI W MPEJCTABJISIOTCS B BUJE
A02UMECKUT MEPMOS; TEPMAMU HABJISIOTCH KOHCTAHTHI, IIepeMeHHble U (DYHKTOPBI, apryMeHTa-
MU KOTOPBIX ABJISIOTCS JIPYyTHE JIOTUYecKrne TepMbl. IrpoBoe mpaBUIo, TIPE/ICTABICHHOE B BU-
Ji€ JIOTUYECKOT'0 TepMa, MOXKET UMETh CJIEAYIONINi BU/I;

scripted _event(spawn(boss_ creature, temple), 120) (1)

¥ O3HAYATH COOBITHE «U€pe3 JBeé MUHYTHI ITOCJIe HAadaja WIPbl MIOMECTHTH B XPaM CYIIECTBO
kJiacca boss creature». Ilomobubim obpazom B Variations Forever mpescrasiienst Bce mapa-
MEeTpPBI TeHEPUPYEMbIX UI'D: XaPAKTEPUCTUKK U TIOBE/IEHNE UTPOBBIX OOBEKTOB, UTPOBOE IIOJIE C
MpPenaTCTBUAMU W 3(P@EKTH B3aMMOJIEHCTBUS ¢ HUMEU Wrpoka. llpmmep mosroro ASP-

OITMCaHuA HpOCTOfI UTPBI U CKPUHIIOT €€ BU3yaJIU3allul IMIPUBEACHbI 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 UTPBI, CTeHEPUPOBAHHON B cucTteMe Variations Forever

OTMmeTnM, 9TO Ha JAHHOM TAlle B CUCTEME OTCYTCTBYET BO3MOYKHOCTH ABTOMATHIECKOMN
OIIEHKU Ka4ecTBa WI'P U KOPPEKTHPOBKU HAOOpa OrpaHUYEHUi; 00e 3TUX 33 a49d JTOJIXKHBI pe-
MATHCST BPYYHYIO UTPOBBIM TH3aHEPOM.

Hawubosee ycnermubix pe3yabTaToB B 00JACTH MPOIEIYPHON TeHepaluu BUICOUTDP JTO0MII-
ca M. Kyk B pamkax npoekta ANGELINA, xaxmast HOBasi BEPCUsI KOTOPOTO PEMIAET HOBYIO
HCCJIEIOBATENIbCKY0 3a1a49y. CKPUHIIIOTHI UI'P, CreHEPUPOBAHHBIX PA3HBIMU BEPCHUSIMU CHCTE-
mbl ANGELINA, mpeacrasnenst Ha puc. 10.

ITepsas Bepcusi cucrembl ANGELINA renepupoBaJjia IpoCThIE JBYMEPHBIE UIPhI ¢ TTOMO-
b0 YBOJIIOIUOHHOTO MOJIEIMPOBaHusl 7] 1 BO MHOrOM ObLIa CX0XKa ¢ ONUCAHHOM Bbilie pabo-
toit /I>x. Toremuyca. ['1aBHBIM OT/IMYMEM JAHHOW CHUCTEMBI SBJISETCH IIPEJICTABJICHUE UIPO-
BBIX TIPABUJI, PACIIOJIOKEHUST OOBEKTOB U KAPTHI YPOBHS B BUJE TPEX Pas3/eabHBIX CYITHOCTEH,
TEHEPUPYEMBIX C TIOMOIIBI0 METOIO0B Koomepamushol kossosmoyuu. Llom xKoomepaTuBHON KO-

IBOJIIOIIMENA B IBOJIIOIIMOHHOM MOJE/JIMPOBAHUN IIOHHUMAIOT Pa3A€/IbHOEC 3IBOJJIIOIMOHUPOBAHUEC



ocobeil n3 MOy Uil PA3INIHBIX KJIACCOB, IIPU KOTOPOM, OJIHAKO, OIEHKA PEe3yJIbTATOB IIPO-
ncxoauT coBMecTHO. [Ipu coBMecTHOI OlleHKe MPUHUMAETCS BO BHUMAaHUE, HACKOJBKO XOPOIIIO
0co0M M3 pas3HBIX MOMYJIANMA ToaxomaT apyr apyry. Hampumep, B cucreme ANGELINA wmo-
2KeT ObITh CreHEPUPOBaHA MHTEPECHAs KapTa YPOBHA W OPUTMHAJbHBIE UTPOBbBIE IIPABUJA, KO-
TOpble OyJyT OIEHEHBI OTPUIATEIBHO BCJEICTBHE TOrO, YTO C TAKWUMU ITPABUJIAMEU yPOBEHD

CTaHOBUTCA HEIIPOXOANMBIM.

Puc. 10. CKpHUHIIIOTHI UT'D, CTeHEPUPOBAHHBIX pasHbiMu Bepcusmu cucreMbl ANGELINA

(B XPOHOJIOTMYECKOM TIOPSIJIKE )

Bo Bropoit Bepcun cucrembl ANGELINA aBropbl choKycHpoBauch Ha TeHEPAINM UTD B
Tak HasbiBaeMoM kaHpe «Metroidvania» [4]. Janublil KaHp UTp XapakTepu3yercs CJIOKHOM
CTPYKTYpPO#l yPOBHEHl UM HAJUIHEM OCOOBIX «IIPEIMETOB-YCHJIMTEEH», KOTOPBIE MO3BOJISIOT
HaIle/[IIIEMY WX HUI'POKY OTKPBLIBATH BCE OOJIbIIIEE YUCJIO PaHee HEeIOCTYIHBIX eMy objacTeit
KapThl. [IpuMepoM ycuauTesss MOXKET CJIyKUTh IPEIMET, YBEJIUIUBAIOIIUN BBICOTY IIPBIKKA
UTCPOKA U TEM CaMbIM ITO3BOJISIONIUN €My JIONPBITHYTh 0 pPaHee HEJIOCTYIHBIX YYaCTKOB
ypOBHsI. ABTOPHBI JI06aBUIN B CUCTEMY KOOIIEPATUBHON KOIBOJIIOIUKI OTIEJbHYIO MOMIYJIAINAIO C
XapaKTEePUCTUKAMU yCUJIUTENeH, TOJI0KUTEJILHO OIeHUBas Takue HabOpbl ycuinTeseii, KoTo-
pble MO3BOJISIOT MPOXOUTh Urpy pasubiMu nyTamu. Onenka urp B ANGELINA nposoauTcst
aBTOMATUYECKH, IIyTEM MOJEJIUPOBAHUS JIEUCTBUN UTDOKA.

Haunbiii moaxon 6bL1 pas3sBuT B cucreMe Mechanic Miner, B KOTOPOI IpH TeHEpaIun
ycusmTesieil BO BHUMAaHUe MPUHUMAJICS UCXOIHbIH Ko urpbl [6]. Temepb, npu renepanuu ycu-
JINTEJIT M3MEHsIeMYI0 UM Xapakrepuctuky cuctemMa Mechanic Miner Buibupasia me u3 3apanee
3aJIAHHOTO CITUCKA, 8 U3 BCEX MEePEeMEHHBIX, HANIEHHBIX C MOMOIIBI0 pedJIeKCUU B UCXOTHOM
Kojze urpel. Hampumep, B mporecce reneparnmu oaHoi m3 urp cucrema Mechanic Miner obma-
pyxmia y obbekTa player mepemMeHHyio acceleration, u B KadecTBe 3(peKTa yCuImTesisi UH-

BEPTUPOBAJIA 3HAYECHHUE €€ Y-KOMIIOHEHTHI:
player.acceleration.y *= -1 (2)

YTO B TEPMHUHAX UIPHI O3HAYAET, YTO IIOCJE HAXOXKJEHUS JIAHHOTO YCHJIMTEJsi UTPOK OyK-
BaJIbHO HaYHET XOJUTH IIO0 IIOTOJIKY YPOBHH, IIOIIPOCTY UI'HOPUDPYA pPaHEe MEIIaBIINE €My IIpe-
narcreud. Haitmennas ¢ momomibio Mechanic Miner B aBToMaTudecKoM pexKuMe, JTaHHAA WT-
poBasg MeXaHUKa ABJIIEeTCA KpalHe MHTEPEeCHOW, XOTd U He HOBOH — OHA JIE?KUT B OCHOBE IIO-
nyaspHoit Kommepueckoit urpst VVVVVV (Cavanagh, 2010).

OTMeTI/IM, YTO aBTOMaTHUYECKOE M3MCHEHHEC KO/a IIPOorpaMMbl KOHEYHO 2K€ HE€ MO2KEeT He
PUBOJIUTH K OIMuOKaM uctojgHerus. Jjisi perenusi 1ot mpobJieMbl, B MPOIECCE OIEHUBAHUS
kaxxnoi urpbel Mechanic Miner nepexsaTbiBaeT BCe BO3MOXKHBIE UCKJIIOUEHUS U JTAET OTPUILA-

TEJbHYIO OLIEHKY TEM YCHJIUTEJIAM, YTO IIPUBEJIA K IIOABJICHUIO omubok. B CjIydae OTCYyTCTBHA



omubok Mechanic Miner ucmonb3yer KOMIIEKCHYIO (DPYHKIIAIO OIEHKH, TPUHUMAIONIYIO B
pacyeT MoAe3HOCMb YCUIUTENIs; YCUIUTEb CIUTAETCS MTOJE3HbIM, €CJU OH ITO3BOJISET UTPOKY
MOJIyYUTh JOCTYH K HOBBIM yYaCTKAM KapThl U MTOMOTAET MPOUTH UIpy. Tak, yBe/jnveHre Bbi-
COTBI NIPbIXKKA Ha OJMH IUKCEJIb CKOPee BCEro He JIACT UTPOKY IPEUMYIIECTB, TOITOMY TaKOM
ycumTe b OyJeT OIEHEH OTPHUIATENIbHO. ¥ JAHHOTO IMOJIXOA €CTh HECKOJBKO HEI0CTATKOB;
BO-TIEPBBIX, OH MAaJIOIIPUMEHUM Ha YPOBHAX OOJIBIIIONO pasMepa u3-3a CJIOXKHOCTHU pacdeTa Jo-
CTYITHOCTY PA3JIMIHBIX YIACTKOB KapThl; BO-BTOPBIX, B TEKYIIEH Peau3aiud OTCYTCTBYeT 00-
paboTKa «CJIUIIKOM TIOJIE3HBIX» yCUJINTEJEH, JIeJIaloNuX UTrPDy HEMHTEPECHOW U TPUBHAJILHOIN:
HAaIIpUMEp, YCUJIUTE/h, KOTOPbIA MOMEHTAJbHO TEPEHOCUT UTPOKA K KOHILY YPOBHS, ITOJIYYIUT
BBICOKYIO OIIEHKY HECMOTDs Ha TO, YTO OH CBOIUT K HYJIIO BCE OCTAJIbHBIE COCTABJISIOININE UT-
pPI.

B nmocnenneit Bepcun ANGELINA aBTOpbI BIEpBble peaM30BaJId MPOIEIyPHYIO MeHepa-
o TpexMepHbIX urp [3, 5. HecMmorpst Ha cMeHY apXMTEKTypPbl CHUCTEMBI [IPH €€ MOPTUPOBa-
Hum Ha miatdopmy Unity, aJropuTMbl TeHEpaIluyd Urp MPAKTUIECKU HE W3MEHUJIUC.

OT1enpHBI MHTEpEC TPEICTABIIIOT pa3paborarubie B paMKax mpoekta ANGELINA wme-
TOJIBI TeHepaluy Urp Ha 3aJaHHyio TeMy |2|. [Ipurnmasi Ha BXOzge OJIHO CJIOBO WJIM IEJIBIi
texkcT, ANGELINA Bbimesisier KiIOUeBble CJI0Ba W IMOAOUPAET K HUM PA3JINIHBIE ACCOLUAIINMN.
Hanee cucrema aHAIU3UPYET CEMAHTUKY IOJYYEHHBIX CJIOB C TOMOIIBIO0 HECKOJBKUX HUCTOY-
HUKOB M HA OCHOBE TIOJIYYE€HHBIX PE3yJIbTATOB MPOU3BOIUT IOUCK CBODOJHO PACIPOCTPAaHsIE-
MBIX IpadpUIecKrnX MATEPUAJOB U MYy3bIKHU, MTOIXOISAIINAX 110 CMBICJY U HACTPOEHUIO K KJIIOUe-
BBIM CJIOBAM U aCCOIHAIIASAM.

OrmernMm, uro cucrema ANGELINA we simimena HemocTaTKOB. ABTOPBI yKa3bIBAIOT, YTO
peajim3oBaHHas UMM aBTOMaTHYECKas OIEHKA UIDP JIAeT HEJIOCTATOYHO KAYECTBEHHBIE DPE3YJib-
TaThl, B TO BPEMS KaK >KUBbIEe UTPOKU 3aTPYIHAIOTCS JABATh CPABHUTEJIbHBIE OIEHKU MHOYKE-

CTBY IIOXOXKUX UI'D.

3. A3bIiky onmucaHus Urp

OHUM U3 TIaBHBIX (DAKTOPOB YCIIEITHOCTH CHCTEMBI ITPOIIE/YPHOI T€HEepaIluu SIBJISIETCS
BBIOOD aJIEKBATHOIO CIIOCO0A IPEJICTABJICHUS KOHTEHTA, MOCKOJbKY MMEHHO OT HEro BO MHO-
rOM 3aBHCUT pa3HOOOpasue rerepupyemoro kourenra [25|. IIpu BbiGope criocoba mpezcrasiie-
HUAS KOHTEHTA HYXKHO HAWTU OaJIAHC MEXKJy CJIMIITKOM OOIIUM ¥ CJIMINKOM y3KUM IIPEJICTaB-
JieareM. YeMm 1mupe KJiacC KOHTEHTA, KOTOPbI MOXKHO OIHUCATH C IOMOIIBI BBIOPAHHOIO CIIO-
coba TpesCTaBICHUS, TEM CJIOXKHEEe HAUTHU CPEIU IKIEMILISIPOB 9TOr0 KJIACCA TOJIXOISINNE Ka-
YeCTBEHHBIE PEIeHMs]; B CJIydae BbIOOpa CJIUIIKOM Y3KOHAIIPABJIEHHOTO CIOCODA IpeIcTaBJIe-
HU$, SK3EMILISIPbl TEHEPUPYEMOT'O0 KOHTEHTA OyIyT OTJINIaThCS JIUIIh JETAJISTMU.

Hamuas mpobsiema 0cOOEHHO aKTyaJbHA B CIydae C IIPOIEIYyPHON reHepalumeii urp, Beib
MHOTHE UTPBLI HE TIOXOXKH JPYT Ha Jpyra — HampuMmep, Imaxmarhl u Mario He mMeroT MexKITy
coboit Huvero obiero. JIocTaToaHO OOIIUM CIIOCOOOM MIPEICTABIEHUsI, TOIXOIAIINAM IS BCEX
UTP, SIBJISIETCs, HApUMeEp, s3bIK mporpammvupoBanns C+-+. [lelictBurenbHo, JOOYI0 UTpy
MOXKHO IIPEJCTaBUTL B Buje nporpaMmbl Ha C+-+. OmHako, JaHHBIA CIIOCOO IPEICTABICHUS
3aJIa€T YPE3BBIYANHO OOIUPHBIA KJIACC KOHTEHTA: IIOJIABJISIONEE OOJIBIITUHCTBO ITPOTPAMM,
KOTOpPbIe MOYKHO HammcaTbh Ha s3bike C-++, He OyIyT SBJIATbCS urpamu; 0oJiee TOrO, JIUIIb
MaJias 9acTh U3 HUX He OYJET SABJIATbCs CJIy4YallHbIM HaADOPOM WHCTPYKIIHIA.

Hecmotps wa TO, ¥TO BO BCex pabOTax, OMMCAHHBIX BO BTOPOM pAasfese JaHHON CTATHH,

aBTOPBI CO3IABAJIN CBOU CIIOCOO IPEICTABIEHNUS] UIPOBBIX IPABUJI, MHOTHE yUYEHbIE HCCIEIYIOT



BO3MOYKHOCTb Pa3pabOTKU CIENUaIU3UPOBAHHOTO S3bIKa, JJIsi OMUCAHUSA UTPOBbIX mpaBmi. Co-
3HaHne TMOMOOHOTO SI3bIKA TIO3BOJIAT HE TOJBKO OTIEIUTH OMUCAHNE UTPHI OT WCIOJIB3YEMbIX
CPEJICTB BU3yaJIU3aIuU, OIEHKA W TEeHEPAI[UU UT'P, HO U YIPOCTUT 33249y Pa3paboTKi U B3a-
UMOJIECTBUS YHUBEPCAIBHBIX UI'POBBIX IIporpaMum |8].

OmauM U3 1epBbIX W HambOJIee U3BECTHBIX SI3BIKOB ommcaHus urp sivjisgercs Game De-
scription Language (GDL), paspaborannbiii B crasadopackom yausepcutere [13]. lanubii
s3bIK ObLI pa3paboraH B pamkax ucciaenoBanuii Y VI u MoxkeT HUCIIOIBb30BATHCS IS OIUCA-
HUSI TUPOKOTO KJIACCA MOMIATOBBIX WTD C TIOJHOM WH(MOPMAITHE; OOTBITUHCTBO OMUCAHHBIX HA
HEM UTD CXOXKMU C IMaXMaTaMU U JPYTUMU HACTOJbHBIMEU urpamu Ha mocke. GDL ocnoBan nHa
JIOTUKE TIEPBOrO TOpsiaKa u Kpaiine mojapoben. Onucanue maxke mpocrteitiux urp Ha GDL 3a-
HUMaeT HEeCKOJIbKO CTPAHUIl; TAK, JJid OMUCAHUS MPABUJI «KPECTHKOB-HOJUKOBY MOTPEOyEeTCs
OKOJIO TPEX CTPAHUIl. IDTO HABJISIETCS OJHON W3 MPUYUH, 110 KOTOPOH JTAHHBIN SI3bIK HE UCIIOJIb-
3yeTcsd B CHCTEMaX TPOIEAYPHON TeHepalnn, MOCKOIbKY ABTOMATHIECKOE TEHEPAINA W OIEeH-
Ka TPABUJI HA CTOJIb CJIOXKHOM SI3bIKe 3aTPyIHUTENbHBI. CyIIecTBYIOT pa3/ImdHble MOIU(pUKA-
MU JIAHHOTO #A3bIKA, B TOM YHCJIE JJIsl MIOJJIEPXKKHA UI'P ¢ HenosHoi urdopmarmeit [20].

OHOl M3 TEPBBIX MOMBITOK CO3JIAHUS SI3bIKA JJIsi OMUCAHUSI BUICOUTD SIBJISIETCST TTPOEKT
Ezxtensible Graphical Game Generator 16|, B pamkax KOTOpOro ObLI peain30BaH 3bIK JIJIs
OTUCaHNA JBYyMepHBbIX rpadudeckux urp. OCHOBHON IEJIbIO JTAHHOTO MIPOEKTA SIBJISIACH Pas-
paboTKa CHCTEMBI, TO3BOJISIONEH CO3/MaBaTh WUIPHI, HE Tpuberas K mporpammupoBanuio. C
[TOMOIIBIO JIAHHOW CHUCTEeMBbI, T0JIb30BaTe b MOYKET CreHEPUPOBAThH IOJHOIEHHYIO WUTDY HA
sa3eike Perl, mpocto ommcas ee mpasuia. OTMeTHM, 9TO B JaHHON paboTe He UIET Pedb O MPOo-
II€/IyPHOI IMeHEpAIMU W'D, TOCKOJBbKY BCE MpaBUJIa M€HEPUPYEMON UIPhI JOJIKHBI OBITH 3apa-
Hee 33JIaHbI M0JIb30BATEIEM.

Azeixk Video Game Description Language siBjisteTcs TIOTBITKON peain30BaTh yHUBEPCAJIb-
HBII S3BIK JIJI OIUCAHUS BUJIEOUTD, KOTOPBIA Obl MOT ucCIob30BaThcsad kKak B YUIL, Tak u B
nporueayproit rerepanuu urp [8]. Kak n B paborax, onncanHbIX BO BTOPOM pasjiesie ITOi Cra-
ThHU, Ha jaHHOM 3Tame cozmaresn VGDL menmator akimeHT Ha OMMCAHWM MPOCTBIX APKATHBIX
urp. Omucanne urp Ha VGDL cocrout us nisitu gacreii:

— omnwmcaHusa KapThl Ha ocHOBe jnByMepHoro maccuBa ASCII-cuMBoITOB;

— cnucka conocraiaeruit ASCII-cumBosios ¢ rpadpudeckuMu crpaiiTamu;

— mHabopa CIpaiToB ¢ OMUCAHUSIMU WX CXEM JBUKEHUST;

— Habopa MpaBUJI B3aUMOJIEHCTBUsI UTPOBBIX OOBEKTOB JIPYT C JIPYTOM;

— mHabopa yCJIOBUil KOHIIA UTPHI.

Ha mamubIif MOMEHT BeJIeTCsl aKTHBHAsI pa3paboTKa sI3bIKa, €ro CHEeNUMUKAIINN U3MEH -
I0TCAd 1 yJIydlIarOTCHA. KpOMe TOT'O, JJId TeHepallui OIIMCaHHBIX Ha JaHHOM A3bIKE HUI'D 6bIJ'[a.
peasmzoBana cucrema PyVGDL [18], rermepupyiomiast roTOBbIe UTPBI 110 UX OIMUCAHUIO.

[Ipumepom Gosiee y3KOHATIPABIEHHOTO TMOJAXOJA K MPEJICTABICHUIO MPABUI SABJIACTCH
sa3pik Strategy Game Description Language [14], npegnasnadennbiii st onucanusi CTpaTeru-
YEeCKHNX BHICOUTD. ABTOpr A3bIKa IIpe/JjiaraioT HCIIOJIb30BaThb [IJid OIIMCaHUA PA3JINYIHBbIX HI-
POBBIX OOBEKTOB W TIPABUJI TIPEJICTABIIEHNE HA OCHOBE JEPEBHEB, B KOTOPOM CJIOXKHOCTDH Tpa-
BUJI YBEJIMIUBAECTCA C ,ILO6aBJ'IeHI/IeM HOBBIX BEPIIHNH. ﬂaHHbII';I A3BIK HaXOJUTCA Ha Ha4daJIbHOM
yPOBHE Pa3pabOTKN W B JAHHBI MOMEHT TOJIEPYKUBAECT TOJTHKO OMUCAHUE TMPOCTHIX XapaKTe-
PUCTUK UT'POBBIX O6T)€KTOB.

Hpyrum mpuMepoM si3bIKa i OMUCAHUS OJHOTO *KaHpa urp ssisercs 36k Card Game

Description Language (9], npejHasHadeHHBIN jJIs ONMCAHUST KAPTOYHBIX UIp. JlaHHBIA $3BIK



OTMCHIBAET TPHU OCHOBHBIX XapPAKTEPUCTUKN KAPTOUYHBIX WI'D: CTAJNU UTPHI, KaxKjas U3 KOTO-
PBIX XapakKTepu3yeTcsi CBOMM HabOPOM IpPaBUJI, PAHXKUPOBaHWE KapT M WX KOMOWHAIWIA, a
Tak¥XKe yCaoBus mobeapl. Onucanne MpaBuj UTP OCHOBAHO HA KOHTEKCTHO-CBOOOJIHON IpaMMa-
THKE; JIOIYyCTUMbIE MPABUJIA BKJIIOYAIOT B Ce0sl CKPBITHE W PACKPBITHE KapT, MEPeIBUKEHIe
KapT MEXKJy PA3HBIMU yYACTKAMU WTPOBOTO CTOJIA, & TAK¥Ke JEHCTBUS CO CTaBKAMHM W TaK
nanee. Asropsr CGDL mnanupyior peanm3oBaTh Ha €r0 OCHOBE CHCTEMY IPOIEIYyPHO TeHe-

panuy KapTOYHBIX HUID.

3aKJII0YeHUue

JlanHnasi cTaTbs IOCBAINEHA O030pY HCCJIeIOBAHUI B 00JIACTU MPOIEIYyPHON TeHepaluu
WUTPOBBIX MPABWJI U UT'P PA3JIMIHBIX KAHPOB. Ha 0CHOBe JaHHOTO 00630pa MOXKHO CIEJIATH BbI-
BOJI, 9TO 33844 TPOIEYyPHON TeHEPAINNA UT'D SBJSETCS HA CETOMHANIHUN TeHDb AKTYaJbHOM.
CytiecTBytole SKCIEPUMEHTAJBHBIE PEIleHrs OPUEHTUPOBAHBI HA NEHEPAIUI0 UT'P HECKOJIb-
KX OTJETbHBIX XKAHPOB, & CO3JAHHBIE C UX MOMOIIBIO UTPHI 3a9aCTYIO KpaifHe TPOCTHI W He
MOT'YT KOHKYPHUPOBATH C UTPAMHU, CO3aHHBIMUA U€/IOBEKOM.

Takum 06pa3oM, TMEPCIEKTUBHLIM HAMPABICHUEM I TATbHEAIINX WUCCIETOBAHNIN SBJIS-
eTcsl, C OJIHON CTOPOHBI, Pa3pabOTKa CUCTEMBI MPOIELyPHON IeHepaIluy Urp Pa3nIHbIX KaH-
pPOB, He OTPAHWYEHHONW paMKAMW KOHKDETHBIX KAHPOB, & C JAPYTOM CTOPOHBI — yJIydIlIEHTE
CYIIECTBYIOIINX U CO3/aHUE HOBBIX AJTOPUTMOB TE€HEPAIWMHU C IEJIbI0 TOBBIMIEHUS KavecTBa

reHepUupyeMbIX UIP.
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SURVEY ON PROCEDURAL GAME GENERATION

M.G. Mezhenin, South Ural State University (Chelyabinsk, Russian Federation)

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 1is 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
PCG systems that were used in them. Several representations and description languages utilized
in PCG systems to encode game rules are also described.

Keywords: procedural content generation, game design, general game playing, artificial in-

telligence.
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