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OB30P CNCTEM HPOHE,Z[VPHOﬂ IFrEHEPAIINU UI'P
M.TI'. Meotcenun

IIpoyedypnasn eenepavus xonwmerwma (IIT'K) sasasemes o0noli us naubosee aKmMyasvoHbix 3a-
day 6 undycmpuu eudeouep. Ilod 'K nonumarom asmomamuueckoe co30aHUE PA3AULHBIT CO-
cmasasowux wacmel uzp; 0cobuili unmepec nPedcmasasem nNpobAeMa GEBMOMAMUIECK020 C030a-
HUA ULPOBHIT NPABUA U UeanT uep. B cmamve npedcmasaer 0630p uccaedo8anull, NOCEAULEHHBIT
danHot Mpobaeme; ONUCHIBAIOMCA AAZOPUMMbL 2EHEPAUUL UZPOGHIT NPAGUA U U2D DPABAUYHBIT
2HCANPOB, 8 MOM YUCAE AN20PUMMbL HA OCHOBE NAPGOUZM IBOAOUUOHHO20 MOJEAUPOBAHUA U NO2U-
YecKk020 NPOPAMMUPOBANUA, G MAKINHCE CNOCOOBL ABMOMAMUYECKOT OUEHKU 2EHEPUPYEMBIT U2D.
Kpamxko paccmompenvt nepevie cucmemvt 26HEPAUUL UD, PEAAUOBAHHDBIE 8 YHUBEPCAALHIT UZPO-
evx npoezpammax. Taxoce onucanve pazausmnvie Gopmamo, NPeICMABACHUS U CREYUAAUSUPOBAH-
Hble A3LIKU OAA ONUCAHUA UZDOBHIT NPABUAL 8 MOOTOOAULEM OAA GA2OPUMMUYBECKOT 00pabOMKYU 6U-
de.

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

BBeneunune

[Iponieiypras renepaiiusi KOHTEHTA SABJISETCSH OJHUM U3 HaMOOJIee AKTYAJbHBIX U AKTHUBHO
Pa3BUBAIOIINXCsT HAIIPABJIEHUI WCC/IeI0BAaHUN B cdepe MyabTUMeIna, B YACTHOCTH B WHIY-
crpun Bugeourp. Ilom npouedyphoti zenepayuets xkowmenwma (III'K) nonumaror aBTrOMaTHue-
CKOE U TOJIlyaBTOMATHUYIECKOE CO3JaHWe U JIMHAMUYECKOE M3MEHEHWe PA3JIMIHBIX COCTABJISIO-
IMUX YaCTell WP, B TOM YHUCJIe UTPOBBIX OOLEKTOB W YPOBHEMN, ABYMEPHON M TPEXMEPHOU Tpa-
dburn, 3dbdekToB, 3BYKOB, My3bIKH, epcoHaxKeii, cioxkeroB u jp. [10]. Ucnomasszoanne TIT'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 ocobeHHblii MHTEpEC IIpeacTaBiIsgeT IpobieMa Ipolie-
JIyPHOI TeHepaluyd UI'POBBIX HMPABUJI, KOTOPbIE JIE)KAT B OCHOBE BCEX, B TOM YHCJIE U HEIJIEK-
TPOHHBIX, UT'D. PelleHne JaHHOU 3aJa4dn 00JIaJIaeT MPaKTHIECKOH 3HAYUMOCTBIO, MOCKOJIBKY
[POIEIyPHAST TeHEePAIlUs TPABUJI ITIO3BOJIUT HE TOJIBKO CYIIECTBEHHO PAa3HOOOPA3UTH BUJICOUT-
PBl 32 CYET JUMHAMUYECKOIO M3MEHEHHMsI [PABHJI B IPOIECCE UIPhI (B TOM YHCIE, AJAITHPYS
UTPOBOIi MPOIECC TOJ, KeJIaHUsT UTPOKA), HO M, BO3MOXKHO, CO3/IaTh COBEPIIIEHHO HOBBIE UTPO-
Bble MeXaHUKHU U KaHpbl [24]. Kpome Toro, cucrembl remepanuu UrpoBbIX IIPABUII MOTYT ObITH
[TOJIE3HBI UCCJIEJOBATEISAM aJTOPUTMOB UCKYCCTBEHHOI'O MHTEJUIEKTA B cepe yHUBEPCAIbHBIX
UTPOBBIX IIPOrPAMM, & TAKXKE UTPOBBIM Iu3aiiHepam Jjis OBICTPOrO CO3IAHNS U TECTUPOBAHUS
Pa3JIMYHBIX UTPOBBIX MPOTOTHUIIOB |15].

[Tponieiypras reHepaiyss WP HEBO3MOXKHA 0€3 sI3bIKA OINUCAHUS WUIPOBBIX MPABUJI, TO
€CTh HEKOTOPOI'O CTPOrO-OIpeIeIeHHOr0o (pbopMaTa UX IPEJICTABIEHUs B MOIXOISIINEM I aJl-
FOPUTMHUYECKON 0OpaboTku Buje. Pa3zpaboTka Takoro s3blKa ONUCAHUs 00JIAJIaeT TeopeTHUde-
CKO¥ 3HAYMMOCTBIO, ITOCKOJIBKY €€ pe3yJbTaTOM OyeT CTPOruii HayIHO-TEPMUHOJIOTHIECKHIA
armnapar, KOTOPbIi MO3BOIUT (POPMAIU30BATH U OMUCATH ITPOCTPAHCTBO BO3MOXKHBIX HIDPOBBIX
upasu 24, 25|.



[Tponeiypras rerepaliuss UTPOBBIX MIPABUJI SBJISIETCS TOCTATOYHO HOBOU 0OJIACTBIO UCCJIE-
nopanuit. B maHHOIl cTaThbe pacCMOTPEHBI KJIIOYEBbIE PAOOTHI B 3TO cdepe, MOCBAIIEHHDBIE
pa3paboTKe CHCTEM T€HEepalluy UTP U SI3bIKOB UX OIMUCAHUS.

CraTbs opraHm3oBaHa CIEIYIOMUM 00pa3oM. B mepBoM pazmienie pACCMOTPEHBI WCCTIeI0-
BaHUsI B OOJIACTH YHUBEPCAJbHBIX WTPOBBIX HporpaMm. Bo BTOpOM pasjesie OIMUCAHBI COBpE-
MEHHBIE CHCTEMbI TTPOTIEyPHOM reHepannu Buaeourp. B Tperhem pasmesie KpaTko paccMoTpe-
HBl PA3/INYHbIe sI3bIKU ONUCAHUs WIP. B 3aK/I09eHNN CyMMUPYIOTCS CJEJaHHbIE Ha OCHOBE

JIAHHOT'O 0030pa BBIBObI ¥ PACCMATPUBAIOTCH HAIPABJIEHUS JIAJIbHERININX UCCIIETOBAHMI.

1. YHuBepcaJibHbIE€ UTPOBbIE IPOTPAMMBI

B konre 1980-x romoB oHO# U3 OCHOBHBIX U HamboOJiee aKTyaJbHBIX 33J1a4 B 00JIACTH HUC-
KyCCTBEHHOT'O MHTEJIJIEKTA SBJISIACh 3aJla4a CO3JaHUsS KOMIIbIOTEPHOMN MPOTPAMMBI JIJIs UTPBI
B maxmarbl. C KaXXJbIM TOJOM IMaXMaTHbIE MPOrPaMMbl CTAHOBUJINCH BCE yMHEE, U yKe B
1989 rony xommbiorepHas cucrema Deep Thought Bbiurpasa B memMoHCTpanuoHHOM MaTde y
MEeXKTyHApPOIHOTO MacTepa 1o maxmaram /I»suna Jlesu. Bmecre ¢ Tem, maHHBIE CUCTEMBI ObI-
JI HACTOJIbKO CHJIBHO CIEIUAJIU3UPOBAHBI HA UTPY B MIAXMATHI, 9TO, [0 MHEHUIO HEKOTOPBLIX
VUEHBIX, JIOCTHXKEHHUs B JAHHOU O0JIACTH y»Ke He MOTJIM WCIOJIb30BaThCs JJId PerieHus 0oJiee
obmux 33724 uckyccreennoro unresiekra (M) [24].

s pertenust TAHHON TTPOOJIEMBI ObLIA TIPEJJIOKEHA KOHIIEIIIN YHUBEPCAAOHOT UPOBOT
npoepammu, (YUII), To ecrb Takoii cucrembr MV, koTopast Gbuta Obl CriocobHA UIPATh B Pas3-
JIMIHBIE UT'PBI, He 00jIa/1as KAaKUMHU-JIU00 3HAHUAMHU O KOHKDPETHOM urpe 1o ee Hadasa. OmHOl
U3 mepBbIX pabor B maHHON obmactu sBiasercs cucrema METAGAME [17], cocrosiBriast us
JIBYX OCHOBHBIX TozicucTeM: Moyt VUM, ciocoOHOTrO Urparh B pa3juvHbIE HACTOJIbHBIE UTDHI,
U 2eHepamopa uep, Ha3HAYEHUE KOTOPOI'O 3aKJIIOYAJOCh B TE€HEPAIMHU UTD JJIsi TECTHPOBAHUS
anroputmos NI

Takum obpasom, METAGAME renepupyer urpbl U3 MHOIOYHMCJIEHHOT'O, HO KOHEYHOTO
MHOKECTBA «CUMMETPUYHBIX IIAXMATO-TIOIO0OHBIX UTDPY», yIAOBJIETBOPSIONIUX CJIEYIONUM OC-
HOBHBIM KPUTEPUSIM:

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

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

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

MuozkectBo BosMoxKHLIX urp B METAGAME 3anaerca ¢ moMompio GopMaIbLHON u2po-
80U 2PAMMAMUKY, KOTOPas OIPEJessdeT HAYAJIbHOE PACIOJOKeHue (PUryp, npaBuia ux JIBU-
JKEHWSI U B3ATHS, yCJOBUs 1m0obenbl u ap. [lpumep ommcanusi KOHKpETHOW UTpPBI B hopMaTe
METAGAME mpusesen ua puc. 1.

Konkperuble urpbl reHEpUPYyIOTCs € TOMOIIBIO CJIYIAMHON BBLIOOPKHU U3 JAHHON TrpamMma-
TUKHU, 0€3 MPOBEPKU HA MX ITPOXOUMOCTD, TTOCKOJIbKY B OOIINEM CJydae JIaHHAs MPodJeMa sB-
nsgerca NP-nostaoit. Iy oTcedenns TpUBUAIbHBIX UT'D, aBTOPHI PEAIN30BAJIM HECKOJIBKO ITPO-
CTBIX ITPOBEPOK, HAIPUMEP, HE JOIYCKAIOIIUX UTPHI, 11e€JIb KOTOPHIX 3aKJII0YACTCH B JOCTUIKE-
HuHn purypamMu cBoeit HaYaAJIbHON IMO3UIIHH.

Hekoropbrie n3 mapamMeTpoB reHeparopa TaKXKe MOTYT 3a[aBATbCH MOJb30BATEEM EPE/T
3aIlyCKOM CHUCTEMbl. B 4acTHOCTH, TAKUMU MIapaMeTPaMU SIBJISIOTCS:

— CJIOKHOCTH TPAaBUJI (MAKCUMAJIbHAS JIJIAHA ONMCAHUSI NPABUJI JIBUXKEHUS W B3sITHUS

JUIsl KazK 101 (burypsi);



— CJIOKHOCTb TIPEJOCTABJISEMOr0 WUIPOKY BbIbOpa (HAIpUMep, TpU TreHeparmu 0ojiee
[IPOCTOI BEPCHUU IIAXMAaT UTPOKY MOYKET HE IPEIOCTABIATHCH BbIOOD, HA KaKyo u-
Iypy 3aMeHsIeTCsl MelKa IPK JOCTHYKEHUU [TOCTIe/IHell TOPU30HTAJIHN );

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

— JIOK&JIbHOCTh (MaKCHUMaJIbHOE PACCTOsIHUE, IIpeojioieBaeMoe (DUrypoil 3a OJMH 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. Yacruuroe onucanue Urpbl «aMepukaHnckue mamkuny Ha a3bike METAGAME

Hecmotpst Ha TO, 9TO TpoleaypHAasi TeHepallns UTPOBBIX IPaBUJI He ObLTa OCHOBHOM Iie-
spio mpoekta METAGAME, sra pabora okazaja OOJBITOE BIUSHUE HA MOCIETYIOIINE UCCTIe-
JIOBaHWS B JaHHON obsactu. MHOrHME TOCTeayonne S3b6IKN OMUCAHUS W CHUCTEMBI T€HEPAITHN
UT'P BO MHOTOM OCHOBBIBAIOTCsSI UMEeHHO Ha pe3yiabrarax METAGAME.

Tak, B upoekre Gala 12| 610 npennoxeno passurue Kouuenmuii METAGAME ¢ ne-
JIBIO CO3JaHUS YHUBEPCAJIBHON WUIPOBOI MPOTrpaMMbl JJIsi UTP C HENmoJiHOUW wHpopMarmeii. B
paMKax TPOEKTa OBLIT MPEJIOKEH OTHOMMEHHBIH JTeKITAPATUBHBIN S3bIK OMUCAHUS UTP HA OC-
HOBe si3bIKa Prolog m ajropuTMbl IOMCKa ONTUMAJIBHBIX CTPATErUil JJIsT UTD, OIPEeIeJeHHBIX 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(’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. Onucanne urpbl «cjenble KpeCTUKA-HOMUKAY Ha si3bike Gala

B ornmuuue or aswika METAGAME, ¢ nomormpio a3bika Gala MoxKHO onmcaTh Ha HOPs-
JIOK 0O0JIbITlIeE MHOXKECTBO UTD, & UMEHHO HACTOJbHBIE UIPhI HA MPAMOYTOJBHOM JIOCKE C IOJI-
HOI M HEINOJIHOM mHQOpMAaIuell JIjIs OJHOrO0, ABYX U OoJiee UTPOKOB. [lo MHEHUIO aBTOPOB, UX

S3bIK ONUCAHUS UI'D 00Jiee JIAKOHUYEH W IPOCT Jijist moHuMaHusi. Ha puc. 2 npusejien npumep



onucanusa Ha si3bike (Gala WIpbl «cjenble KPEeCTUKU-HOJUKUY , OTJIHIAIONEHCcsT OT OOBITHOMN
BEPCHM TEM, YTO BO BPEMsi CBOEIO XOJia UTPOK COODIIAET JIUIIL KJIETKY, Ha KOTOPYIO OH CXO-
JIAJT, HE YKa3bIBas, MOCTABUJI JIU OH B HEEe KKPECTUKY» WU KHOJIUK .

Aszpik Gala mo3BosgeT 3a7aBATh HEKOTOPBIE MApPaAMETPHI UT'PHI B BHUIE MEPEMEHHBIX; Ta-
KUMHU TIapaMEeTPAMU MOTYT ObITH B TOM YHCJIE W MpaBuUiia JBMKeHusa Gpuryp. [TockoabKy rexe-
pamms WTPOBBIX TPaBWJI He Oblma 1meabio mpoekta (Gala, ero aBTOpBI mpemIaraioT MTPOCTOM
MporpaMMHBIN  wHTepdeiic, baarogaps KOTOPOMY JJIsl TeHepaluyu TpaBuyil Ha a3bike Gala
MOYKHO UCTOIb30BaTh cucteMy METAGAME.

2. IlponiegypHasa reHepanus urp

2.1. I'enepaliuss HaCTOJIBHBIX UTP

WccnenoBanust B 06J1aCTH YHUBEPCAJBHBIX MIPOBBIX IPOrpaMM OBLIM B MEPBYIO OYepelb
OPUEHTHPOBAHBI Ha ulydeHue ajgroputmoB NV, u reneparus urp B HUX JUOO HE PaCCMATPU-
BaJIaCch BOBCE, JIOO OblLIa OCHOBAHA Ha MPOCTEUINNX aJTOPUTMax.

B pa6ore B. Xoma u /I. Mapkca [11] 3amaga aBTOMATHYECKOrO CO3/AHUSI UI'D BIEDPBbIE
ObLTa paccMOTpeHa KaK OTJejbHAasl akTyaJibHad mpobsema B obsactu MU. Ilenbio paboTh
OBLIO CO3IAHHE AJTOPUTMA, IJIs TeHEePalud COAAGHCUPOSAHHBIX UT'P, TO €CTh UI'P, B KOTOPBIX
BCE UTDOKU HAXOJSTCH B PABHBIX yCJIOBUSIX W MUMEIOT OJIMHAKOBBIE IMAHCHI BHIUTPaTh. OTMe-
THM, YTO CHUMMETPHYHOCTH UI'PHLI HE MapaHTUPYET ee cOAJaHCHPOBAHHOCTD, IIOCKOJBKY IarKe
IpYU WJIEHTUIHOCTH TPABUJ IJisi 00OUX UTPOKOB UTPOK, XOISIUN MEPBBIM, MOYXKET 00JIaIaTh
[PEUMYIIECTBAMU HaJ BTOPHIM UTPOKOM (U, B PEJIKUX CJLydasx, Ha000poT).

ABTopamu paboThl GBI MPEIJIOKEH TEPMUH GGMOMAMUYECKUL U2Po6oTi dusalit, TIOJ, KO-
TOPBIM IIOHHMAJIACh ABTOMATHYECKas KOPPEKTHPOBKa OajaHCa WIPhI IIyTeM H3MEHEHUs ee
npaBmwi. OTMeTHM, UTO UIes JUHAMUIECKOTO U3MEHEHUsI UTPOBOTO DajlaHCca pacCMaTpPUBAJIACDh
n B 6ojiee paHHUX WCCIEIOBAHUAX, OJJHAKO B HUX KOPPEKTHPOBKA OAJAHCA JTOCTUTAIACD IIy-
TeM ONTHUMU3AIUMN 3apaHee OIpeeeHHbIX TapaMeTPOB UTPhI, a8 HE CAMUX UI'POBBIX ITPABUIIL.

Pabora Xoma m Mapkca oCHOBBbIBAJACh HA KOMMEDYECKU YCIIEITHON YHUBEPCAJHHON WI-
posoit nporpamme Zillions of Games (Zillions Development Corp., 1998), urpsr st Koropoit
OTIMCHIBAJIUCH TIOJIH30BATEISIMI BPYYHYIO Ha CHENUAIbLHOM JekiaapatuBHoM s3bike ZRF. Cu-
crema Zillions of Games npennazHadagachk [jis BU3YaAJU3AIMN JIFOOBIX HACTOJIBHBIX WUTD HA
Jocke, onurcaHubiX Ha s3bike ZRF, ¢ BodamoxkuocThio urp B Hux ¢ YUIL

IIpenmoxKeHHBI aJTOPUTM aBTOMATHIECKOIO W3MEHEHUs! OajlaHCa OCHOBAH HA Te€HETHIe-
CKOM aJITOPUTME W 3aKII0YaeTCs B ciaemyomeM. Ha KaxXoit mrepanum aJropurMa u3 HEKO-
TOPOro HabOpa WIP MyTeM W3MEHEHWsS W KOMOWHUPOBAHWS WX IIPABUJI T€HEPUPYIOTCS HOBBIE
urpel, B Kaxayoo u3 kortopbix YUII Zillions of Games wurpaer cama ¢ coboit 100 matueit.
Kaxast urpa oreHuBaercss ¢ HOMONIbI0 (DYHKIMKM OIEHKH 110 IiKaJje Oasanca (60JbImyio
OIIEHKY IIOJIYYalOT UIPBl ¢ MUHUMAJILHON pasHUIEH MEXKIy KOJMYIECTBOM II00eH ¥ ABYX UIPO-
KOB) ¥ IIIKaJjle pa3HooOpasust (6OJIbIIYIO0 OIEHKY MOJIyYalOT UIPhI, HAUMEHee IOXOXKHe Ha pa-
Hee CreHEPUPOBAHHbIE PE3YJIbTATHI), MOCJe Yero (DOPMUPYETCsi HOBBI HAOOP U3 CTAPBIX W HO-
BBIX UI'D C HAUOOJIbIIEH OIEHKON U HAYMHACTCS CJICLYIOMAs UTEPALIMSI.

I/ICHO.H]:)3OBaHI/Ie TEHETUYIECCKUX aJI'OPUTMOB M OIl€EHKa PE3yJ/JIbTaTOB HeKOTOpOI';I CUMY JId-
LK, & He CAMHUX OCO0el, SIBJISIOTCS JOCTATOYHO PACIIPOCTPAHEHHBIME METONAMHU IIPOIEILY PHOIA
reHepalyi KOHTEHTAa; B JAHHOW paboTe OBbLIO MPOAEMOHCTPUPOBAHO, UTO 3TU METOJbI MOT'YT

ObITh YCIIEIITHO MCIIOJIb30BaHbI U JJIA ,ZLHH&MH‘IGCKOﬁ TreHepamuu urp.



B nasnbHedimeM JaHEbIe MeTO/BI ObLIM pa3BuThl B 1poekre Ludi [1], omauM u3 riaBHBIX
JOCTUKEHUT KOTOPOro sBjsercd urpa Yavalath — mepBas B Mupe KOMMEpYECKH W3IaHHA
UT'pa, TOJIHOCTHIO CTEeHEPUPOBAHHAS IIPOIPAMMOIl B aBTOMATHYECKOM DPEXKUME.

B pamkax mpoekrta Ludi 0bL1 paspaboran creruaabHbI (DyHKIIUOHAJIBHBIN SI3BIK 171
OIMCAaHUs HACTOJbHBIX WI'D Ha mockKe, HasBaHHBLI Ludi GDL. Omucanms Ha JaHHOM SA3BIKE
cocTOAT M3 abCTPaKIMii BHICOKOTO YPOBHS, YTO IIO3BOJISET JIEFTKO W JIAKOHUYHO OIUCHIBATD
pazmuunbie urpbl. Ludi GDL Takke sBiisieTcs paciiupsieMbIM, HO I YCIEITHON PabOThI JIFO-
Oble JIOMOJIHUTE/IbHBIE aOCTPAKIUA HEeOOXOINMO PeaJM30BLIBATL W HA HU3KOM yposHe. [lpwu-
Mep OIHUCAHUS UTPBI 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-Houkny Ha s3bike Ludi GDL

ITpu onenuBanuu urp B cucreme Ludi akieHT jesraercss Ha MOUCK HanbOJiee MHTEPECHBIX
urp. s 9Toit menm mo Kaxkmaoi cremepupoBaHHOoil urpe B Ludi mpoBoguTcsa HEKOTOpPOE KOJIN-
YeCTBO aBTOMATUYECKUX MATUYel C JIBYMsI KOMITBIOTEPHBIMU MTPOKAMU, TIOCJE Yero Urpa orle-
HUBAETCS 10 57 KPUTEPUIM, Pa3/ieIleHHbIM Ha TPU OCHOBHBIE T'DYIIIIHIL:

— obsexmueHtble KPUTEPUHU I OIEHKN KAadecTB CAMHUX IPABUJI HE3ABUCHUMO OT TECTO-

BbIX MaT4el;

— Kpurepuu uzpabeavrocmu (playability) nus oneHKN pe3yJIbTATOB TECTOBBIX MATYElH;

—  KAYECMBENHbIe KDUTEPUH NI OIEHKU TUHAMUKU TECTOBBIX MATUEH.

ABTOpamMu oTMEYIAETCsI, ITO OOBEKTUBHBIE KPUTEPUH ObLIN HanMenee 3(hhEKTUBHBI B MMO-
MCKe MHTEPECHBIX Urp. Kpurepunm urpabesibHOCTH, XapaKTepu3yIlne WHTEPECHOCTh U 0a30-
BbIe CBO¥CTBa MI'POBOrO mporecca, B Ludi moBTOPSIOT OnucaHHbIE BbIIIE KPUTEPUU COAJIAHCHU-
POBAHHOCTHU UI'P C J00ABIEHUEM KPUTEPHUs CPeTHEH JIJTUHBI MaTJa.

OcobbIit MHTEpEC TPeJICTABIISIOT KAYECTBEHHBIE KPUTEPUN, OCHOBAHHBIE Ha AHAJU3E UC-
mopuli AUOUPOBAHUA B TECTOBBIX MATYaX, TO €CTb JAHHBIX O CTEICHH JIMJIUPOBAHUS OJHOTO
WTPOKA HAJ, JPYIUM B KaXKJblii w3 x0/0B. llpumep wucTopum JugupoBaHUS IIPUBEJEH Ha
puc. 4.
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Puc. 4. llpumep ucropuu JTuIupOBAHUS



B nammom mpumepe mepen cpoeil 1mobemoit Ha 27-M X0y OeJIbIii UTPOK HAXOIUTCHA B IIPO-
urpbliHoil mos3unuu ¢ 18 mo 22 xoxa. Ilo MHeHuI0 aBTOPOB, ecji IpU HEKOTOPOM Habope mpa-
BUJI BO MHOTMX MaT4aX B IIPOIECCE WIPhI IMIPOUCXOAUT CMEHA JIUJIEPA, JTAHHAS UTPA SBJIAETCS
boJiee «IpaMaTUIHON» U MHTEPECHOI.

leneparusa urp B Ludi peanuzoBana Ha OCHOBE CTAHIAPTHBIX METOIOB T'€HETUYECKOTO
IpOorpaMMUpPOBaHus. B pamMkax TecTupoBaHUsi CHCTEMBI ¢ momomibio Ludi 66110 cremepupoBa-
HO 1389 urp, u3z koTophix 19 ObUIM TIPU3HAHBI ABTOPAMU JOCTATOYHO WHTEPECHBIMU, a eIne 2,
masBannble Yavalath m Pentalath, — xpaiime nnrepecubimu. Ommcanme urpbr Yavalath ma
a3pike Ludi GDL npusemeno na pwuc. 5. IlpaBmma Yavalath cxoxum ¢ «xpecTukamu-
HOJIUKAMU» Ha TeKCArOHAJbHOU JOCKe; TJIABHOE OTJINYNE — UTPOK IMTODEXKIAeT, MOCTABUB Ue-

ThIpe (BUTYPHI B P, HO IIPOUTPHIBAET, IIOCTABUB B PAJ TOJIBKO TPU (PUTYDBHI.

(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. Onucanune urper Yavalath aa s3eike Ludi GDL

JlomoTHUTEIbHOE TTPABMIJIO MOXKET TOKA3aThCA U3JIUIITHUM, HO HA CAMOM JeJie OHO J00aB-
JITeT Urpe crparernveckyio riayouny. Hampumep, Ha puc. 6 mpuBegeHa MO3WIHS, B KOTOPOI
X011 #1 6eJIor0 UrpoOKa BBIHYKIAET UePHOTO WTPOKA CAEIATh OJOKUPYIOMIUN XOI #2, U TeM
CcaMbIM TIPOUTPATH W3-32 HOBOI'O IpaBmia. TakuMm 0Opa30M, UTPOKKA MOT'YT B HEKOTOPOM CTe-
MEHN YIPABIATH XOJaMU MPOTUBHUKA C TIOMOIIBIO HETPUBUAIBHBIX TOCIEI0OBATEILHOCTEN XO-
JIOB — TOJ00HOE TIOSIBJIEHUE CJIOYKHBIX CTPATEruii W3 JIOCTATOYHO MPOCTBIX MPABUJI IOITBED-

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

Puc. 6. Boiurpeiaas mocienoBaTeIbHOCTD XOI0B OesIbix B Y avalath

Yavalath u Pentalath Opuim BHOCTEICTBME M3MaHBI B KOMMEPYECKOM BHIE U3IATEJIb-

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

2.2. I'enepanusa apKaaHbIX BUAEOUTD

B xonme 2000-x rogoB HECKOJIBKO HMCCIEIOBATEEH MapaJIebHO HAYaIu paboTy HaJ, CHU-
cTeMaMy MPOTEIYyPHON TeHepalruu TpaBuI g apKagaabix Bumeourp. Ilom apkamnbiMu urpa-
MU MbI OyZIeM ITOHUMATh ABYMEPHBIE M TPEXMEPHbIE UI'PbI, HI'POBOil IIPOIECC KOTOPHIX 3aKJII0-
HJaeTCd B JABHU2KECHUUN HEKOTOPbIX O6'beKTOB, nxX CTOJIKHOBCHHU, ITOABJICHUUN W MCUYEC3HOBCHUU, U

Tak nmajee. Jlannpiii HAOOp MEMCTBUIT XapaKTepU3yeT JI0CTATOYHO OA30BbIE MOHATHUS, U3 KOTO-



PBIX, OJ[HAKO, COCTOUT MHOYKECTBO KJIACCHYeCKMX Wrp, takux kak Pac-Man (Namco, 1980),
Super Mario Bros. (Nintendo, 1985) u Space Invaders (Taito, 1978).

B orimume or maxmaro-mofobHBIX UTP, B apKaJHBIX BUIEOUTPAX WIPOK OOBITHO TIPUHU-
MaeT POJib HEKOTOPOTO MEePCOHAXKA, ABMKEHUSIMU KOTOPOTO OH YIPABJSET B PEaJbHOM Bpe-
Menu. [pyruMu pacrnpoCTpaHEHHBIMU 3JIEMEHTAMHU JAHHOTO YKAHPA HABJISIOTCH YIIPaBJIsSeMble
KOMIIHIOTEPOM TTPOTUBHUKHU, U3MEHSAIONINE XaPAKTEPUCTUKN UTPOKA OOHYCHI, U KapTa-yYPOBEHH
¢ TperpajamMu. DTH U JPyTUe OTJUYUUsT apKaHBIX BUJIEOUTD OT HACTOJBHBIX IPEICTABIISIOT
0COOBITT MHTEPEC B MCCIEOBAHNT AJTOPUTMOB UX MPOTIEIYPHOM TeHEPATIHH.

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 pa3paboTanHO aBTOpaAMH CHCTEME ITPOUCXOIAT Ha JIUCKPETHOM
rojie pasMepom 15X 15 KJIeTOK; IMoJie COCTOUT U3 CBOOOIHOI'O IPOCTPAHCTBA U CTE€H M HUKOLIA
He Mensiercsi. Ha WrpoBOM TOJIe TakKe PACIONOXKEH UTPOK W HEKOTOPBIE OOBEKTHI PA3HBIX
[IBETOB, IMOBEJIEHNE U XAPAKTEPUCTUKH KOTOPBIX OMPEIESISIIOTCS TPABUJIAMU, €IUHBIMU IS
BCEX OOBEKTOB OHOTO TBeTa. Vrpa MpOMCXOIUT B PEASHLHOM BPEMEHW, PA3MeIeHHOM Ha OT-
JIeJIbHBIE TTPOMEXKYTKHU; B KaKJIbIii JUCKPETHBIN OTPE30K BPEMEHU WIPOK M OOBEKTHBI MOTYT
JIBUTATHCSA HA OHY KJIETKY B JIIOOOM CBOOOJTHOM HampaBjeHWH. KOHer Wrpbl HACTYTAET IO
MCTEYeHUN OIPEJIEJIEHHOTO KOJUIECTBA OTPE3KOB BPEMEHU; UI'PA CUNTAETCHA «BBIUT'PAHHONY 110
JIOCTUKEHUN HEKOTOPOTO YUCJIA OTKOB.

s KoaupoBaHUS TOMOOHBIX WTD B CHUCTEME HCIOJIb3yeTCsi HabOp TMEepeMEeHHBIX U JBe
maTpuribl. [lepemernnbie 3a7a10T 6a30BbIe MAPAMETPBI UTPHI — JJIATEILHOCTh UTPBI, MaKCH-
MaJIbHOE KOJIMYEeCTBO OYKOB W YHCJIO OOBEKTOB, a TaKxKe IMabJjIOH WX JBMKeHHUs. B meppoii
MaTpuile 3a7ar0Tcsa dPQEKTbl 0T CTOJKHOBEHU (TO €CTh PACHOJIOXKEHUs Ha OJHOW KJIETKE)
00BEKTOB Pa3HBIX I[BETOB JIPYT € APYroM U UI'POKOM. CIHCOK BO3MOYKHBIX 3(D(PEKTOB BKJIIO-
qaeT B cebsi: MCUE3HOBEHUE, IEPEMEIeHe Ha CAyYailHyI0 KJIETKY, a TakxkKe mycroil apdekr.
Hanpumep, B MaTpuile MoxKeT OBITh YKa3aHO, UTO IPU CTOJKHOBEHHUU KPACHOIO W 3€JIEHOIO
00beKTa KPACHDBI O0BbEKT UCUE3AET, a 3€JIEHbI O0bEKT MEPEMEIACTCH HA CIYYANHYIO KIIETKY.
ITomobuBIM 06pa30oM BO BTOPOil MATPHUIE OIMUCHIBAETCS IOJIOKUTEJBHOE WU OTPUIATEIHHOE
N3MEHEHNE OYKOB WUTPOKA OT CTOJKHOBEHUST OOBEKTOB M UTPOKA.

Kak u B ciayuae ommcanuoi#t panee cucrembl Ludi, aBTopsl craBuiu mepes coboil 3agady
TeHEePaINU WHTEPECHBIX WT'D € TIOMOIIBIO METOJIOB TEHETHYECKOTO MpOTpaMMUpOBaHus. B cu-
CcTeMe UCIOJIb30BAJICs JIOCTATOYHO TPUBUAJIBHBINA T€HETUIECKUA aJITOPUTM, Ha KaKJI0N urepa-
MU KOTOPOTO KOIMs TEKYIEeld UIPhbl MOJABEPrAJIACh OIEPAIUU MyTAIUU (TO €CTh CJIydailiHOMY
U3MEHEHUIO HEKOTOPBIX 3HAYEHWI MEPEMEHHBIX W JIEMEHTOB MATPWIL), MOCJIE Yero OpPUTH-
HaJbHAsl UI'Pa 3aMEHsJIaCh Ha KOIHWIO, €CJIU 3HadYeHue (DYHKIUKM OIEHKU HOBOW HUI'PBI OBLIO
BBIITIE.

Ocobblit MHTEpPEC B JIaHHOW paboTe MpeICTaB/seT peaju3alus (QyHKIAA OIeHKu. 1lo
MHEHUIO TICUXO0JIOTOB U UTPOBBIX JIN3AMHEPOB, OJTHONW M3 KJIIOYEBBIX COCTABJISIONINX JIFOOOH UT-
pPbl ABJIFETCA H3y4YeHHE HI'POKOM €€ IIpaBWJ; 4YeM WHTEepeCHee HUIPOKY OCBauBaTb UIDY U
VUUTBCS JIydIlle B Hee UTPaTh, TEM WHTepecHee urpa B 1ejaoM. OCHOBBIBAsSICH Ha JAHHONW Teo-
pun, aBTOPBI pabOTHI MIPEJJIOKUINA OIEHUBATH HHTEPECHOCTh UI'D HA OCHOBE UX U3YUAEMOCTIU.
Takum 06pa30M, BBICOKO OIEHUBAIOTCS WTPHI, KOTOPBIE, C OJIHOW CTOPOHBI, JOCTATOTHO CJIOXK-
HBI JJIsi HOBBIX UTPOKOB, HO, C JIpDYTOif CTOPOHBI, JTOCTATOYHO JIETKHU Jijisd OCBOoeHusd. g aBTo-
MaTHYIECKON OIEHKN W3yJaeMOCTH WP aBTOPHI Peaju30BaJM WIPOBOIO areHTa HA OCHOBE

HEWPOHHOM ceTH, 0Oy4YeHWe KOTOPOIr'o IPOMCXOJIUT C IOMOIIBIO aJIFOPUTMa IBOJIOIMOHHOM



crparernu. Kazkias HOBash UIpa HECKOJILKO Pa3 TECTUPYETCS € IIOMOIIBIO JBYX AreHTOB CO
CJIyIafHBIMIA CTAPTOBBIMEU THapamerpamu. Mrpa omeHmBaeTcss TeM BBbIIE, 9eM OOJIbIIE OYKOB
ObLI0O HAOPAHO areHTAMU; €CJIN JIFOOBIM U3 areHTOB ObLIO HAOpaHO OOJIBIIOE KOJIUIECTBO OYKOB

YK€ Ha IIePBbIX TeCTaX, UI'pa CHUTACTCA CJIUITKOM JIerKoii 1 OIIEHUBACTCA OTPUIATEIIBHO.

=
'* Undo More score Less score
o Lo
X
Kill red Kill green Kill blue
had L
A3
‘ - ¢ Teleportred  Teleport green  Teleport blue
“ L d Reversered Reverse green Reverse blue
Split red Split green Split blue
f
Attract red Atftract green Attract blue
A Y
Repel red Repel green Repel blue
y-d

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

Jx. Toremmyca

JlanpHeilme uccjIeI0BaHusT aBTOPhI IIPOBOMUIN B 00JIACTH MHTEPAKTHUBHOMI IIOJIyaBTOMAa-
Tudeckoit rerepanuu urp [21]. B peasmsoBaHHOII nMu cECTEMe MOJEIUPYETCs IPOCTAsl JIBY-
MepHasi Ur'pa, B KOTOPOl MI'POK B peaJbHOM BpPEMEHH YIIPaBJSeT aBTOMOOHJIEM C IIPOCTOIA
PU3MKOI IBUKEHUST U MOXKET CTaJKHBATBCSI C YIPABJIAEMBIMUA KOMIIBIOTEPOM MAIITMHAMEI
pa3HbIX 1IBeTOB. Ha cTapre cuCTeMBbl TIpU CTOJIKHOBEHMH UT'POKA ¢ JPYTUME MAIIWHAMEU HUYE-
o He IIPOMCXOIUT; OTHAKO, IIOCJE KayKJIOr0 CTOJKHOBEHHUS HIPOK MOXKET HaKaTh OIHY W3
KHOITOK, OTBEYAIOIINX 3a pasHble 3(PdeKThl («100aBUTh OYKNY, KYHUYTOKHUTH OOBEKT», M TaK
nanee). ITocie HaxkaThs KHONKMA B UIPE MPOUCXOAUT BbIOpaHHBIA 3ddekT, a cucrema ¢ 10-
MOIIBIO aJITOPUTMOB MAIIIUHHOIO O0yYeHUsI TBITAETCsI OIPeeIUTh, IOYeMY UTPOK HaXKaJjl Ha
9Ty KHOIKY, X CP€HEPHPOBATh COOTBETCTBYIOIIME UI'POBLIE IpaBmia. CKPUHIIOTHI UI'D, CreHe-
PUPOBaHHBIX B ONMCAHHBIX BBIIIE IKCIIEPUMEHTAX, N300parKeHbl Ha PUC. 7.

Bo Bcex ommcaHHBIX B JaHHO ryiaBe paboTax s PeHEpPAIldi UI'POBBLIX IIPABUJI B TOH WIn
MHOIl Mepe HCIOJIb30BAJIUCh TE€HETUIECKUE AJTOPUTMBI U METOJIbl IBOJIOIMOHHOTO ITPOrPaM-
MupoBaHus. HemocrarkoM TaHHOIO IMOIAXOIa ABJISETCS HEOOXOMUMOCTb N€HEPHUPOBAThH U Olle-
HUBATh OOJIBIIIOE KOJIMIECTBO HUI'P, U3 KOTOPBIX JIUIIb €IUHUILI VIOBJIETBOPSIOT 33/ IAHHBIM
KPUTEPUAM KA9eCTBA.

AsbrepHaTHBHBIN 110/1X0/1 GBI IPEJIOKEH B paMKax npoekta Variations Forever [19], B
KOTOPOM OIIMCAHHE MHOXKECTBA IeHEPHUPYEMbBIX WUID PeaM30BaHO Ha OCHOBE IapaaurMbl An-
swer Set Programming (ASP, nporpammupoBanue crabuibHbIX Mojeseii). B qannom 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 jmoruveckux orpaHmveHuit ajsi reHepanuu urp B Variations Forever



Kaxmpiit Tako#t Habop 3a7aeT HEKOTOPOE MHOYKECTBO WI'P, CXOXKUX 110 HEKOTOPOMY KpH-
tepuio. Ha puc. 8 npuBenen npumep Takoro Habopa, ONUCHIBAIOIIETO BCE UTIDbI, BHIUTPATH B
KOTOPBIX MOXKHO, TOJIKasi OOBEKTHI JIPYT B Apyra. Takum oO6pa3om, BMECTO mepebopa u Mo-
JudUKaImy KOHKPETHBIX UTD, B JAHHOM II0JIXO/I€ U3MEHSAETCS MCXOJHbI HAOOp OrpaHuYeHMUi.
HobaBieHre OJHOTO OTPAHUYEHMS ITO3BOJISIET WCKIIOYATH W3 PACCMOTPEHUsSI HE OTJETbHYIO
UTPy, a LeJIbIil KJIacC HEMHTEePECHBIX UIP.

KonkpeTHble UI'DBI T€HEPUPYIOTCS U3 HAOOpPa OIPAHUYEHUI W MPEJCTABJISIOTCS B BUJE
A02UMECKUT MEPMOS; TEPMAMU HABJILIOTCH KOHCTAHTHI, IIEPEMEHHbIE U (PYHKTOPHI, apTyMeHTa-
MU KOTOPBIX ABJISIOTCS JIPYTHE JIOTUYecKrne TepMbl. IrpoBoe mpaBmujo, TPE/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 mpejcrasiiensl Bce mapa-
MEeTpPBI TeHEPUPYEMbIX UI'D: XaPAKTEPUCTUKK U TIOBE/IEHNE UTPOBBIX OOBEKTOB, UTPOBOE IIOJIE C
MpenaTCTBUAMU W 3(P@EKTH B3aMMOIeHCcTBUs ¢ HUMEU urpoka. llpmmep mosmoro ASP-

OITMCaHuA HpOCTOfI UTPBI U CKPUHIIOT €€ BU3YyaJIU3allul IMIPUBEACHDBI 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'PHI, CTeHEPUPOBAHHON B cucreMme Variations Forever

OrmeTnM, 9TO Ha JAHHOM TAlle B CUCTEME OTCYTCTBYET BO3MOYKHOCTH ABTOMATHIECKOM
OIIEHKU Ka4eCTBa WI'P U KOPPEKTUPOBKU HAOOpa OrpaHUYEHUit; 00e 3THX 3aa9u JTOJIKHBI pe-
MMATHCS BPYYHYIO UTPOBBIM TH3aTHEPOM.

Haubosee ycmermabix pe3yabTaToB B 00JACTH MPOIEyPHON T€HEPAIUYA BUJICOUTD JTOOMII-
ca M. Kyk B pamkax npoekra ANGELINA, xaxast HOBasi BEPCUsI KOTOPOTO PEIIaeT HOBYIO
HCCJIEIOBATENIbCKYIO 3a1a9y. CKPUHIIOTHI UI'P, CPEHEPUPOBAHHBIX PA3HBIMU BEPCHUSMU CHUCTE-
mbl ANGELINA, mpeacrasnenst Ha puc. 10.

ITepsas Bepcusi cucrembl ANGELINA renepupoBaJjia IpoCThIE JBYMEPHBIE UIPhI ¢ TTOMO-
b0 YBOJIIOIUOHHOTO MOJIEIMPOBaHus 7] 1 BO MHOrOM ObLjIa CX0XKa € ONMUCAHHOM Bbile pabo-
toit /I>x. Toremuyca. I'1aBHBIM OT/IMYMEM JAHHOW CHUCTEMBI SBJISETCH IIPEJICTABJICHUE HUIPO-
BBIX TIPABUJI, PACIIOJIOKEHUST OOBEKTOB U KAPTHI YPOBHS B BUJE TPEX Pas3/ebHBIX CYITHOCTEH,
TEHEPUPYEMBIX C TIOMOIIBI0 METOIO0B KOONEPamueHol kodsomoyuu. 11loa KoomepaTuBHOM KO-

3BOHIOHH€ﬁ B 3BOJIIOIIMOHHOM MOJAEJUPOBAHUN IIOHHMAaIOT pPa3ae/IbHOE 3IBOJJIIOINUOHHUPOBaAHUE



ocobeil n3 MOy AUl PA3INIHBIX KJIACCOB, IIPU KOTOPOM, OJIHAKO, OIIEHKA Pe3yJIbTaTOB IIPO-
ncxoauT coBMecTHO. [Ipu coBMecTHO# OlleHKe MPUHUMAETCS BO BHUMAaHUE, HACKOJBKO XOPOIIIO
0coOM M3 pas3HBIX MOMYJIANWA MoaXoaaT apyr apyry. Hampumep, B cucreme ANGELINA wmo-
2KeT ObITh CreHEPUPOBaHA MHTEPECHAs KapTa YPOBHA W OPUTMHAJbHBIE UTPOBbBIE IIPABUJIA, KO-
TOpble OyJyT OIEHEHBI OTPUIATEIBHO BCJEICTBHE TOrO, YTO C TAKWUMU ITPABUJIAMEU yPOBEHD

CTaHOBUTCA HEIIPOXOANMBIM.

Puc. 10. CKpUHIIIOTHI UI'p, CTeHEPUPOBAHHBIX pasHbiMu Bepcuamu cucreMbl ANGELINA

(B XPOHOJIOTMYECKOM TIOPSIJIKE )

Bo Bropoit Bepcun cucrembl ANGELINA aBropbl coKycHpoBauch Ha TeHEPAIlnd UTD B
Tak HasbiBaeMoM kaHpe «Metroidvania» [4]. JaHHbIi KaHpP UTD XapaKTepU3yerTcs CJIOXKHOM
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 CIYyKUTh MPEIMET, YBEJUIUBAIOIIUA BBICOTY TPBIKKA
UIPDOKA U TE€M CaMbIM IIO3BOJIAIONIMN €My JOIPLITHYTh 10 pPaHee HENOCTYIHBIX YYaCTKOB
ypOBHsI. ABTOPHI JI06ABUIN B CUCTEMY KOOIIEPATUBHON KOIBOJIIOIUK OTAEIbHYIO MOMYJIAIINAIO C
XapaKTEePUCTUKAMU yCUJIUTENeH, TTOJI0KUTEJILHO OIeHUBas Takue HabOpbl ycuinTeseil, KOTo-
pble MO3BOJISIOT MPOXOAUTh Urpy pasubiMu nyTamu. Onenka urp B8 ANGELINA nposojauTcst
aBTOMATUYECKH, ITyTEM MOJIEJIUPOBAHUS JIEUCTBUN UT'DOKA.

Hannbiii moaxon 6bw1 pas3sBuT B cucreMe Mechanic Miner, B KOTOPO# IpH TeHEpaIun
ycusmTesieil BO BHUMaHUe IPUHUMAJICS UCXOIHbIH Ko urpbl [6]. Temnepb, npu renepanuu ycu-
JINTEJI M3MEHsIeMYyI0 UM Xapakrepuctuky cuctemMa Mechanic Miner Buibupasia He u3 3apamee
3aJIAHHOTO CITUCKA, 8 U3 BCEX MEePEeMEHHBIX, HANIEHHBIX C MOMOIIBI0 pedJIeKCUU B UCXOTHOM
Kojze urpol. Hampumep, B mporecce reneparnmu oaHOi 3 urp cucrema Mechanic Miner obma-
pyxmia y obbekTa player mepemMeHuyio acceleration, u B KadecTBe 3pekTa yCuamresisi uH-

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

9TO B TE€PMHUHAX WUIPBHI O3HAYAET, YTO TOCJE HAXOXKIEHUs JAHHOTO YCHJIUTEJIsi UTPOK OyK-
BaJIbHO HaYHET XOJUTDH II0 IIOTOJIKY YPOBH, IIOIIPOCTY UI'HOPUDPYAd paHee MEllaBIINE €My IIpe-
narcreud. Haitmennas ¢ momombio Mechanic Miner B aBroMaTudecKoM pexKuMe, JTaHHAA WUI-
poBasg MeXaHUKa ABJIEeTCA KpalHe MHTEPEeCHOW, XOTd U He HOBOH — OHA JIE?KUT B OCHOBE IIO-
nyaspHoit KoMmmepueckoit urpst VVVVVV (Cavanagh, 2010).

OTMeTI/IM, YTO aBTOMaTHUYECKOE M3MCHEHHEC KO/a IIPOorpaMMbl KOHEYHO 2K€ HE€ MO2KEeT He
PUBOJIUTH K OIMuOKaM uctojgHerus. Jjist perenusi 1ot mpobJieMbl, B MPOIECCE OINEHUBAHUS
kaxk10i1 urpsl Mechanic Miner mepexBaTbiBaeT BCe BO3MOKHBIE MCKJIIOUEHUSA U JIAET OTPUIA-

TEeJIbHYIO OIEHKY TEM yCUJUTEJISIM, UYTO IIPUBEJIA K MOSBJIEHUIO OIuboK. B ciydae orcyrcTBus



omubok Mechanic Miner wucriosib3yer KOMILUIEKCHYIO (DYHKIIUIO OIEHKH, TPUHUMAIONIYIO B
pacyeT MoAe3HOCMb YCUIUTENs; YCUIUTEb CUYUTAETCS MOJE3HbIM, €CJU OH IIO3BOJISET UTDOKY
MOJIyYUTh JOCTYH K HOBBIM yYaCTKAM KapThl U ITOMOTAET MPOiTH Urpy. Tak, yBejndeHne Bbl-
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 MaJIOIIPUMEHUM Ha YPOBHAX OOJIBIIIONO pasMepa u3-3a CJIOXKHOCTHU pacdeTa Jo-
CTYITHOCTY PA3JIMYHBIX YIACTKOB KapThI; BO-BTOPBIX, B TEKYIIEH Peau3ai OTCYTCTBYeT 00-
paboOTKa «CJIMIITKOM TIOJIE3HBIXY» YCHUINTE N, AeTaI0NNX NPy HEMHTEPECHON W TPUBUAJIBLHOM:
HaIIpUMep, YCUJIUTE/h, KOTOPbIi MOMEHTAJbHO EePEeHOCUT UTPOKA K KOHILY YPOBHS, ITOJIYyYUT
BBICOKYIO OIIEHKY HECMOTPs Ha TO, YTO OH CBOIAUT K HYJIIO BCE OCTAJIbHBIE COCTABJISIONINE WT-
pPI.

B mocnenneit Bepcun ANGELINA aBTOpbI BIiepBble peaM30BaJd MPOIEIyPHYIO TeHepa-
10 TpexMepHbIX urp [3, 5|. HecMmorpst Ha cMeHy apXUTEKTypbl CUCTEMBI [IPU €€ MOPTUPOBa-
Hum Ha miatdopmy Unity, ajropuTMbl TeHepaIiuy Urp MPakKTUIeCKd HE W3MEHUJIUC.

OT1enpHBI MHTEpEC TPEICTABIIIOT pa3paboranabie B paMKax mpoekta ANGELINA wme-
TOJIbI TeHepaluy Urp Ha 3aJaHHyio TeMy |2|. [IpuHunmasi Ha BXOje OJIHO CJIOBO WJIM IEJIBIi
texkcT, ANGELINA Bbimesister KiIOUeBble CJIOBa W IMOAOUPAET K HHUM PA3JIUIHBIE ACCOLUALINMN.
Hanee cucrema aHAIU3UPYyET CEMAHTHUKY IOJIYYEHHBIX CJIOB C TOMOIIBIO HECKOJBKUX HCTOY-
HUKOB M HA OCHOBE TIOJIYYE€HHBIX PE3yJIbTATOB MPOU3BOIUT IOUCK CBODOJHO PACIPOCTPAaHsIE-
MBIX IpadpUIeCKrX MATEPUAJTOB U MYy3bIKHU, MTOIXOISAIIAX 110 CMBICJY U HACTPOEHUIO K KJIIOUe-
BBIM CJIOBAM U aCCOIHAIIASAM.

OrmernMm, uro cucrema ANGELINA we simimena HemocTaTKOB. ABTOPBI yKa3bIBAIOT, ITO
peajim3oBaHHasd UMM aBTOMAaTHYEeCKas OIEHKA UID JIAeT HEJOCTATOYHO KAYECTBEHHBIE DPE3YJib-
TaThl, B TO BPEMS KaK >KUBbIe UTPOKU 3aTPYIHSAIOTCS JaBAaTh CPABHUTEIbHBIE OIIEHKU MHOYKE-

CTBY IIOXOXKUX UI'D.

3. A3bIiky onmucaHus Urp

OHUM U3 TIaBHBIX (DAKTOPOB YCIIEITHOCTH CHCTEMBI ITPOIIE/YPHOI T€HEepaIluu SIBJISIETCS
BBIOOD cIiocoba MPEJICTaBIeHNs KOHTEHTA, IMOCKOJIbKY WUMEHHO OT HEr0 BO MHOI'OM 3aBUCHUT
pasHoo6pasue reaepupyemoro kourtenrta [25]. [Ipu Beibope criocoba mpescTaBieHus KOHTEHTA
HY?KHO HaWTU 0AJIAHC MEXKJLY CJIMIIKOM OOIIUM WM CJIMINKOM y3KUM IIpEJICTaBJIeHuEM. deM Iu-
peé KJIacC KOHTEHTa, KOTOPBI MOYKHO OIHUCATH C MIOMOIIBIO BHIOPAHHOTO CIIOCO0a IIpecTaBe-
HU, TEM CJIO2KHEEe HAUTH CPEM SK3EMILISIPOB dTOTO KJIACCA MOJXOILAIINEe KaueCTBEHHbIE De-
IIEHUsT; B CJIy4Yae BbIOOPA CJIUIIKOM Y3KOHAIPABJIEHHOTO CIIOCODa IMPEJICTABICHUSI, SK3EMILIsI-
PbI TEHEPUPYEMOTO KOHTEHTA, OyyT OTJINYATHLCH JIUIID JIETAJIAMHU.

Hanuas mpobsiema 0cOOEHHO aKTyaJbHA B CIydae C IIPOIEIYyPHON reHepalyeii urp, Beib
MHOTHE UTPBLI HE TIOXOXKH JPYT Ha Jpyra — HAIpuMep, Imaxmarhl u Mario He mMeoT MeKITy
coboit Huuero obirero. JloctaToaHo OOIIUM CIIOCOOOM IIPEICTABIEHUsI, TTOIXOIAIINM IS BCEX
UTP, SIBJISIETCs, HApUMeEp, s3bIK mporpammvupoBanns C+-+. [lelictBurenbHo, JOOYI0 UTpy
MOXKHO IIPEJCTaBUTL B Buje nporpaMmbl Ha C+-+. OmHaKo, JaHHBIA CIOCOD IPEICTABJICHUS
3aJIa€T YPE3BBIYANHO OOIUPHBIA KJIACC KOHTEHTA: IIOJIABJISIONEE OOJIBIITUHCTBO ITPOTPAMM,
KOTOpPbIe MOXKHO HammcaTh Ha s3bike C-++, He OyIyT SBIATbCS Urpamu; 0oJiee TOrO, JIUIIb
MaJias 9acTh U3 HUX He OYJET SABJIATbCs CJIy4YallHbIM HaADOPOM WHCTPYKIIHIA.

Hecmorps #a To, 9T0 BO Bcex paboTax, ONMMCAHHBIX BO BTOPOM pasieje JTaHHON CTaTbH,

aBTOPBI CO3/IaBaJIN CBOI CIIOCOD MPEICTABJIEHUsI UTPOBBIX MIPABUJI, MHOTHE YYEHbIE UCCJIEILYIOT



BO3MOYKHOCTb Pa3pabOTKU CIENUATU3UPOBAHHOIO S3bIKa JIJIsd OonucaHus UrpoBbix mnpasumi. Co-
3raHne MOMOOHOTO $S3bIKA TO3BOJIUT HE TOJIHKO OTIEIUTH OMUCAHWE UTPBHI OT HMCIOIH3YEMBIX
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 HanbOJiee U3BECTHBIX SI3BIKOB ommcaHus urp sivjisgercs Game De-
scription Language (GDL), paspaborannbiii B cranadopackom yausepcutere [13]. lanubrii
s3bIK ObLI pa3paboraH B pamkax ucciaenoBanuit YUII u MoxkeT MCIIOIb30BATHCS I 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 TEPBOrO TOpsiaKa u Kpaiine mojapoben. Onucanue maxke mpocreitiux urp na GDL 3a-
HUMaeT HEeCKOJIbKO CTPAHUIl; TAK, NI OMUCAHUS MPABUJI «KPECTHKOB-HOJUKOBY» MOTPEOyETCs
OKOJIO TPEX CTPAHUIl. IDTO HABJSETCsI OJHON W3 MPUYUH, [10 KOTOPON JMAHHBIN S3bIK HE MCIIOJIb-
3yeTcsd B CHCTEMaX TPOIEAYPHON TeHepalnn, MOCKOIbKY ABTOMATHIECKOE TEHEPAINA U OIeH-
Ka TPaBUJI HA CTOJIb CJIOYXKHOM SI3bIKe 3aTPyIHUTEJbHbI. CyIIecTBYIOT pasjimdHblie MOTUupUKa-
MU JIAHHOTO #A3bIKA, B TOM YHCJIE JJIsl MIOJJIEPKKHA UI'P ¢ HenoJHOoi urdopmarmeit [20].

OHOl M3 TEPBBIX MOMBITOK CO3JIAHUS SI3bIKA JJIsi OMUCAHUSI BUICOUTD SIBJISIETCST TTPOEKT
Ezxtensible Graphical Game Generator 16|, B pamkax KOTOporo OblLi peajn30BaH A3bIK s
OTUCaHNUA JIByMepHBbIX rpadudecknx urp. OCHOBHO# IEJIBIO JTAHHOTO IPOEKTa SIBJISIACH pa3-
paboTKa CHCTEMBI, TO3BOJISIONEH CO3/MaBaTh WUIPHI, HE Tpuberas K mporpammupoBanuio. C
[TOMOIIBIO JIAHHOW CHUCTEMBbI, TOJIb30BaTe b MOXKET CTreHEPpUPOBATh IOJJHOIEHHYIO WUIDYy Ha
sa3eike Perl, mpocto ommcas ee mpasuiaa. OTMeTnM, ITO B JAHHON paboTe HE UIET Pedb O MPOo-
[IEe/IyPHOI TeHEpAITMU W'D, TOCKOJBbKY BCE MPaBUJIa T€HEPUPYEMON UTPhI JOJIXKHBI OBITH 3apa-
Hee 33JIaHbI TOTH30BATEIIEM.

Azpik Video Game Description Language siBsieTcst OTBITKOM peain30BaTh yHUBEPCAJIb-
HBII A3BIK JIJI OIMCAHUS BUJIEOUTD, KOTOPBIA Obl MOT ucrob3oBaTbca kak B YUIL, tak u B
nporueyproil rerepanuu urp [8]. Kak u B paborax, onucanHbIX BO BTOPOM pasjieie ITOi cra-
ThU, Ha jgaHHOM 3Tame cozmaresn VGDL menmafor akieHT 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;

— Habopa CIpaiiToB ¢ ONMUCAHUSIMA WX CXEM JIBUYKEHUSI;

— Habopa MpaBUJI B3aUMOJIEHCTBUsI UTPOBBIX OOBEKTOB JIPYT C JIPYTOM;

— Habopa yCJIOBUI KOHIA UTPHIL.

Ha mammbrit MOMEHT BeJleTCsT aKTHBHAsI pa3paboOTKa si3bIKa, €ro CHeNU(pUKAINA U3MEHSI-
OTCSI M yJIydIaroTcsi. KpoMe Toro, Jyis reHeparuu ONMMCAHHBIX Ha JAHHOM sI3bIKE UI'D ObLIa
peasmzoBana cucrema PyVGDL [18], rermepupyromiast roOTOBbIE UTPBI 110 UX OINUCAHUIO.

[Ipumepom Gosiee y3KOHATIPABIEHHOTO TMOJAXOJA K MPEJICTABICHUIO MPABUI SABJIACTCH
sa3pik Strategy Game Description Language [14], npeanastnadeHnblii i OMMCAHUs] CTPATETU-
YEeCKHNX BHICOUTD. ABTOpr A3bIKa IIpe/jlaraloT HCIIOJIb30BaTb JIJid OIMUCAaHUA PA3JINIHBIX WI-
POBBIX OOBEKTOB W TIPABUJI TIPEJICTABIIEHNE HA OCHOBE JIEPEBBEB, B KOTOPOM CJIOKHOCTH TIPa-
BUJI YBEJIMIUBAECTCA C ,ILO6aBJ'IeHI/IeM HOBBIX BEPIIHNH. ﬂaHHbII';I A3BIK HaXOJUTCA Ha Ha4daJIbHOM
YPOBHE Pa3pabOTKN W B JAHHBIA MOMEHT TOJIEP’KUBACT TOJHKO OMUCAHUE MPOCTHIX XapaKTe-
PUCTUK UT'POBBIX O6T)€KTOB.

JlpyruMm mpuMepoM sI3bIKa, I OTUCAHUsSI OJTHOTO KaHpa urp ssisercs a3k Card Game

Description Language (9], npesHasHadeHHBIN Ui ONMCAHUST KAPTOYHbIX UID. JlaHHBIA SI3BIK



OTWCHIBAET TPHU OCHOBHBIX XapPAKTEPUCTUKMA KAPTOYHBIX WTP: CTAJNU UTPHI, KaxKjas U3 KOTO-
PBIX XapakKTepu3yeTcsi CBOMM HabOPOM IpPaBUJI, PAHXKUPOBaHWE KapT M WX KOMOWHAIWIA, a
TakXKe yCaoBus mobeapl. Onucanne MpaBu UTP OCHOBAHO HA KOHTEKCTHO-CBOOOJIHON IpaMma-
THKE; JIOIyCTUMbIE MPABUJIA BKJIIOYAIOT B Ce0sl CKPBITHE W PACKPBITHE KapT, MEPeIBUKEHIe
KapT MEXKJy PA3HBIMU yYACTKaAMU WTPOBOTO CTOJIA, & TAK¥Ke JEHCTBHS CO CTaBKAMHM W TaK
nanee. Asroper CGDL mnanupyior peann3oBaTh HA €r0 OCHOBE CUCTEMY IIPOTEAYPHOM TeHe-

panuy KapTOYHBIX HUID.

3aKJII0YeHUue

JlanHnasi cTaTbs IOCBAINEHA O030PY HWCCJIENOBAHUI B 00JIACTU TMPOIEIYyPHON TeHepaluu
WUTPOBBIX MPABWJI U UT'D PA3JIMIHBIX KAHPOB. Ha 0CHOBe JaHHOTO 0630pa MOXKHO CI€JIATHh BbI-
BOJI, 9TO 3a/ata MPOIETYyPHON TeHEPAINNA UT'D SBJSETCS HA CETOMHANIHUN MTEeHDb AKTYaJbHOM.
CytiecTBytole SKCIEPUMEHTAJBHBIE PEIleHrs OPUEHTUPOBAHBI HA NEHEPAIUI0 UT'P HECKOJIb-
KX OTIETbHBIX XKAHPOB, & CO3TAHHBIE C MX MOMOIIBIO UTPHI 3a9aCTYIO KpaiftHe TMPOCTHI W HE
MOT'YT KOHKYPHUPOBATH C UTPAMHU, CO3aHHBIMUA U€/IOBEKOM.

Takum 06paszsoM, TMEPCIEKTUBHBIM HAMPABICHUEM I MAJbLHEHIINX WCCIeTOBAHMA SBJIS-
ercs yJIydIlleHne CYIIeCTBYIOIIUX W CO3AaHWE HOBBIX AJITOPUTMOB T€HEPAIUH C IEJbI0 TOBBI-
IMEeHNsT Ka9ecTBa W pa3HooOpasus TeHepUpyeMbIX Urp. B majbHeiineM HaMU TIAHUPYETCST pPa-
0oTa HaJ CO3AaHUEM CHCTEMbI IPOIELyPHON NeHEepAIluU UTD, HE OIPAHWYEHHONW paMKaMu KOH-

KPETHBIX KaHPOB.
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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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