YK 004.415.25
MHCTPYMEHTbI BAIAHCUPOBAHUA UTP

r. o. Cax“6rapee3a1 [0000-0003-4673-3253]’ B. B. Kyrypa KOBaz [0000-0002-1552-4910]’

3. C. BonbLwwaKo BS [0000-0002-2208-9515]

123 Ylnemumym uHpopmayuoHHbIX mexHoao2ulli U UHMeNNeKmyanbHbIX CUCMem
KazaHcKozo ¢hedepanbHo20 yHUBepcumema, yn. Kpemnesckas, 35, 2. KasaHos, 420008

lgulnara.sahibgareeva4d2 @gmail.com, vlada.kugurakova@gmail.com,
3edward.bolshakov117@gmail.com

AHHOMayus

[OnA pacKkpbITMS NOHATUA UTPOBOro HanaHca 1 pa3paboTkM Noaxoaa K aBTOMATU-
3aUMW PYTUHbBI NpKU paboTe C UTPOBOM SKOHOMUKOM NPUMEHEHbI METObl aHANN3a AaH-
HbIX U NPOBEAEHMA IKCNEPUMEHTOB. 1o pe3yabTaTaM aHaNM3a CYLLECTBYHOLWNX onpe-
AEeNeHUN BblaeneHbl YaCTHbIN Cly4an maTemaTuyeckoro 6anaHca n o6obueHHoe au-
3allHepcKoe onpeaeneHne Urposoro H6anaHca. bnarogaps aHanM3y CyLLECTBYHOLLNX
noAxoAoB K 6anaHCMPOBAHMIO U TECTUPOBAHUIO UTP pa3paboTaHo BUAeHME cObCTBEH-
HOro pelleHusa. Ha ocHoBe NoyYeHHbIX BbIBOAOB NPEA/OXKEH NOAXOA K aBTOMaTH3a-
umm 6anaHCMpPOBaHMA B paMKax reHepaTopa UrPoBOro NpoToTuna. B Kayectse npome-
YKYTOYHOrO UTOra NpeacTaBaeHbl 0OHOBNAEHHAA CTPYKTYpPa M NopsaaoK paboTbl MHCTPY-
MEHTa reHepaummn UrpoBbIX NPOTOTUNOB. OnNMcaHbl NePCNEeKTUBbI AalbHEeLWero pa3su-

TMA MCCﬂeﬂ,OBaHMVI B AaHHOM HamnpaBaeHUN.

Knroueevie cnoea: ueposoli 6asnaHc, mamemamuyeckuli 6aaaHc, asmomamuye-
ckoe banaHcuposaHue uepbl, Machinations, 2eHepayus u2posbix MPOMOMUros.

BBEOEHUE

B Hay4HOM M KOMMeEpPYEeCKOM HanpasieHMAX pa3paboTkM urp chopmMmnpoBanoch
Pa3HOCTOPOHHee NpeacTaB/eHMe O TOM, YTO Takoe BanaHc, Kak Hag HMM paboTaTtb, KaK
aBTOMaTU3MPOBATb PYTUHHbIE AENCTBMA Ha 3Tane TeCTUPOBAHWUSA 3KOHOMWYECKOWN CU-
CTeMbl Urpbl. B AaHHOM paboTe paccMOTpeHbI pa3Hble onpeaeneHms urposoro 6anaHca u
NpeaCcTaBAEHO Pa3inymMe MexXay YacTHbIM NOHATUEM MaTemaTnyeckoro 6anaHca n 0606-

LWEHHbIM AM3aUHEPCKMM NOHATUEM UIPOBOro banaHca.
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3dPeKTUBHBIM U €4MHCTBEHHbIM Ha AAaHHbIN MOMEHT NPUKAAAHBbIM MHCTPYMEH-
TOM ANA CO34aHUA S3KOHOMMYECKON CUCTEMbI UTPbl BHE UTPOBbLIX ABUXKKOB ABNAETCA
nnatpopma Machinations [1]. YTobbl fOKa3aTb 3PPEKTUBHOCTb 3TOrO MHCTPYMEHTA NO
CPaBHEHMUIO C TPAAULMOHHBIMU METOAAMN AOKYMEHTUPOBAHMA, HUXKE NPeaCTaB/EHbI
pe3ynbTaTbl pAAa 3KCNepumeHToB. B uTore chopmmpoBaHO cobBCTBEHHOE BUAEHME
cnocoba aBTOMaTM3auUmMmM npouecca 6anaHCMPOBaHUA UTPOBON MATEMATUYECKOM MO-
AENN HETPMBMANbHBbIM CNOCOBOM reHepaLMn Ha OCHOBE AaHHbIX, NONYYEHHbIX U3 TEK-
CTa Ha ecTeCTBEHHOM fA3blKe. BbibpaHHbIN GyHKLUMOHAN Heobxoamm ana paboTbl reHe-
paTopa UrpoBbIX MPOTOTUNOB, NPEACTAB/IEHHOrO B pAAE HalMX paHHUX paboT [2—-10].

OCHOBHOE A0CTUXKEeHUe HacTosLweln paboTbl 3aKNt04aeTca B TOM, YTO Ha OCHOBa-
HWM NPOBEAEHHOr0 aHanM3a MpeacTaB/ieHbl pe3y/bTaTbl SKCMEPMMEHTOB, a TaKXKe
NAaHbl AaNbHENLIEro Pa3BUTMA MHCTPYMEHTA, NPM3BAHHOIO peLwnTb NpPobaeMbl ONTH-
MW3aLUMKM PecypcoB Npu pa3paboTKe UIPOBbIX U MHTEPAKTUBHbIX MPOEKTOB.

B nepBom pasgene npeacraBneH o63op antepaTypbl, CBA3aHHOM C onpeaene-
Huem «urposoro 6anaHca». Bo BTopom pasaene paccmoTpeHbl pa3paboTaHHble UH-
CTPYMEHTbl 6anaHCMpPOBKK Urp. B TpeTbem pasaenie onucaH oHNaMH-peaakTop AnHa-
MUYECKOro maTemaTuyeckoro H6anaHca KomnbloTepHbix Urp Machinations, a Takke
npeacTaBneHbl pe3yibTaTbl ABYX 3KCMEPUMMEHTOB, AO0Ka3biBaloWmx ero sdpdeKkTms-
HOCTb. B yeTBEpTOM pasaene onucaHo Hawe BUAEeHWEe aBTOMaTU3auum npouecca ba-
NNAHCMPOBAHMA UTPbl ANA PaboTbl MHCTPYMEHTA reHepauum UrpoBoro NPOToTUNa U
cbopmynmnpoBaHbl MEPCNEKTMUBbI Pa3BUTUA. B 3aknt04eHUM noaBeaeHbl UTOrn paboTsl
M coenaH BblBOA: TaKadA 3a4aya, Kak 6anaHcMpoBaHME UIPOBOrO NMPOTOTUNA, MOMKET
6bITb aBTOMATU3UPOBAHA, YTO CYLLLECTBEHHO NOBbLICUT KayecTBO apTedaKToB 3Tana co-

3[aHMA KOHLEeNUUN.
ONPEAENEHUA UTPOBOIO BAJIAHCA

EAVMHOro MHEHUA 0 TOM, YTO TaKoe UrpoBoM BanaHc, HET, KaK U NPaKTUK paboTbl
¢ HUM. OiHaKO Takol banaHc BAKAET Ha ycnex Urpbl Npsimbim obpasom. OT Hero 3aBu-
CUT TO, MOHPABUTCA 1N UTPOKAM MPOLLECC, OCTAHYTCA /I OHWU C MPOEKTOM HAZA0/ro U
NOCOBETYIOT N ero apy3sbam [11].

B 0630pHOM cTaTbe [12] 2019 roaga Ha OCHOBE AecsATKa onpeaeneHuin nposeaeH
CEMAHTUYECKUIM aHaANN3 TEPMUHA KUTPOBOM BanaHCy». PacCMOTPMM HEKOTOPbIE U3 HUX

B XPOHOJIOTNM4eCKOM nopAaake, YTOObI npocnegnTtb pa3BuUTUe 3Ha4e€HUA 3TOro NOHATUA.
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HauyHem c 2005 roaa. B kHure [13] Beayuwero An3aniHepa U CLUeHapucTa Komna-
HuM Ubisoft n Microsoft Studios Pnuapga Poysa Illl Tema urposoro 6anaHca nHoraga
NOAHMMAETCA B MHTEPBbLIO C UTPOBbIMU AMU3aNHEPAMM. M3 KOHTEKCTA CTaHOBUTCA NO-
HATHO, YTO peyb MAEeT 0 MaTemMaTMyeckom H6anaHce. CyTb 3TOFO KOMMOHEHTA UTPOBOTO
NPOEKTa 3aK/104aeTCA B TOM, YTOObI COOTHECTM 3HAYEHMNA NAaPaMETPOB, KOTOPbIE y4acT-
BYIOT B MpoL,Eecce Urpbl, TAaKUM 06pa3om, 4ToHbl UrpoKam HbI1I0 He TONbKO MHTEPECHO,
HO M KOMPOPTHO.

Kpome 3TOro, Ha npumepe An3anmHa ypoBHEN aBTOP NPUXOANT K BbIBOAY, YTO UH-
TEepPaKTUB, NOBECTBOBAaHME, NPOABUKEHUE MO YPOBHIO U APYrMe acneKTbl Urpbl CBA3aHbI
N AOMXKHbI NOAAEPKNBATL U He NepebuBaTtb Apyr Apyra, «6bime 8 6as1aHcCe» B LUNPO-
KOM CMbICNe.

B 2010 roay coocHoBaTtenb Global Game Jam n goueHT Kadpeapbl MHTEPAKTUB-
HbIX UTP N Mmeana PoyecTepcKoro TeEXHOI0MMYECcKoro MHCTUTYTa AH LW paiibep B 6nore
«Game balance concepts» yTBepKAan, YTO NOYTM B KaxKAOM Urpe ecTb napameTpbl,
noagarowmecs KoNn4ecTBeHHOM oueHKe [14]. B sTolh paboTe Tema maTeMaTUYECKOrO
6anaHca urp nogpobHo ocselweHa Ha Nnpumepax. OgHaKo aBTOp A06ABAAET, YTO YUC-
NI0Bble 3HAYEHMA NapaMeTPOB, KOTOPbIe NMPUHMMAIOT y4yacTUe B Urpe, MMetT CMbICA
TONbKO 8 KOHMeKcme, T. €. 3aBUCAT OT TEKYLLEero NoBecTBOBaTeIbHOro cobbiTuA. Mo-
MMMO NpPOYEero, aBTOp COBETYET YUYMUTbIBATb AOCTYNHOCTb MHGOPMAUMN UTPOKAM, UX
cnocobHocTb 0bpabaTbiBaTb MHPOPMALMIO, UX OXKUAAHMA U AaXKe BHeWHKE GaKTopbl.
Bcé 3710 BAMAET Ha BOCNPUATME, 3HAYUT, U HA UTPOBOM ONMbIT.

HoBak B cBoei KHure [15] B 2012 roay, Kak 1 apyrue aBTopbl PonnmHre n Agamc
B UX KHUre [16] B 2003 roay, oTMevatoT 3aBUCMMOCTb UFPOBOro 6anaHca OT MacTepcTBa
WIPOKOB, HO TaK}Ke Pa3aenatoT CTaTUYeCKUii 1 AUHaMu4ecknii 6anaHcol.

CtaTMyecknit 6anaHC BKAKOYAET NpaBuaa, YMcaa, OTHOLIEHWA M B3aUMOAEMN-
CTBMA, KOTOPblEe BO3HMKAIOT B UTPOBOM Mpouecce. B cBoto ouepesb, aMHammnyeckmin ba-
NIAHC UNNIOCTPUPYET TO, KaK UTPOKU BAUAIOT HA CTaTUYECKNI BanaHC CBOMMMK OENCTBU-
AMU B pPEKMME peasibHOro BPEMEHM.

NHTepecHO, 4To Ha Youtube-KaHane «Extra Credits» B Buaeo 2012 roaa «Perfect
imbalance — why unbalanced design creates balanced play» goka3aHo, 4To nerkmin ur-
poBOMN AncbanaHC MOTUBMPYET OTAABaTb NPennoyYTeEHNE HOBbIM CTpATErMaAm nosese-
HUA, T. €. 0byyaTbCA 33 CYET OLLyLLLEHMA nerkoro guckomaoopTa [17].
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OcHoBaTtenb Ludeon Studios TatHaH CunbBecTp B KHure [18] B 2013 03BYyumA Te-
31C O TOM, YTO HEBO3MOXHO CO34aTb UIPY, B KOTOPOI UTPOKKU C Pa3HbIM YPOBHEM Ma-
CTepCTBa MOr/N 6bl UMETb PABHbINM LWAHC Ha yCcnex.

[un3aliHepbl A0NKHbI OPUEHTMPOBATLCA Ha LLENIEBYIO ayAUTOPUIO, YTOObI CO34aTb
TO, C YemM OHa cnpaBuTca. Takum ob6pa3om, B OCHOBE MIPOBOTrO NpoLLecca A0KHa bbITb
yecTHaAa urpa. Mpun aTom BarKHO, YTOObI B urpe 6blAn AOCTYNHbI pa3Hble CTpaTernu,
4yTOObI UTPOKU MOTIM NPMHMUMATb B3BELIEHHOE peLLleHNE B NONb3Y KaxKaom n3 Hux. Oa-
Hako ntobon b6anaHc becnoneseH, ecnm OH paspyLlaeT NOBECTBOBAHME, NIABHOCTb U
TEMN UTPbl, AOCTYNHOCTb N ACHOCTb NPaBU.

Mpodeccop nrposoro ansarHa YHuBepcuteTa KapHern-Mennona Oxeccu Wenn
B YAOCTOEHHOM MHOrMX Harpag KHure [19] B 2015 roay akkymynupoan 6onblioi
ob6bem 3HaHUM 06 UrpoBom AgmsamHe. B ero pabote MOKHO HaUTU NpPOTUBOpPEYaLLME
APYr ApYyry ABAEHMA BbI30Ba U ycnexa, MmacTepcTtBa u yaauu. MNog 6anaHcupoBaHnem
3[,eCb OH NoApa3yMeBaeT OPMEHTALUIO Ha LesieByto ayguToputo. Popmynmposka 06-
LadA 1 pacnabiBYaTan, HO OHA APKO UANKOCTPUPYET, YTO UFPOBOM BanaHC B pa3HbIX KOH-
TEKCTax NoApasymeBaeT COOTBETCTBYHOLWME BbI30Bbl. [T0g06HOE YacTo cnyyaerca B ur-
POBOW MHAYCTPUM, BEeAb B HEWN CNOXKHO HAMTU ABA MPOEKTa, KOTOpble pa3pabaTtbiBa-
ncb 6bl OAMHAKOBO.

Pag Hay4HbIX CTaTel, KOTOPble OCHOBAHbl HA MHEHMAX NPAKTUKOB, MNOCBALLEHDI
TEOPETUYECKOMY U MPAKTUYECKOMY U3YYEHUIO U PaACLUMPEHUIO NOHATUA urposoro ba-
NaHca.

Tak, B ctatbe [11] 2006 roga aBTOpPbI NPUXOAAT K BbIBOAY, YTO XOPOLLMA UTPOBOM
H6anaHc yBnAeKaeT UrPoKa, A0/blUe yaepKMBas B urpe. B aToi paboTte npmBeaeHbl Tpe-
60BaHUA K guHammyeckomy 6anaHcy, KOTOpbIi KOMPOPTEH UIPOKAM: UTPa afanTuUpy-
eTCcA K Ha4ya/lbHOMY YPOBHIO HaBbIKOB MIPOKOB, K PAa3BUTMUIO MACTEPCTBA U OCTaeTcA
npasaonoaobHON.

B 6onee nosgHen paboTte [20] 2018 roga aaanTUBHOCTb UrpoBoro 6anaHca aB-
TOPbI CBA3bIBAIOT C SMOLMAMM U YTBEPXKAAIOT, YTO Urpa HPABUTCA UFPOKAM, eC/IN OHaA
BbI3bIBAET Y40BONbCTBUE, @ HE CKYKY UM pa3oyapoBaHuMe (Ka3anocb Hbl, 04eBMAHbIN
BbIBOA, OA4HAKO CYyLLECTBYET HEMAJI0 NPUMEPOB, KOTOpPble PaboTatoT He NO TaK Ha3blBa-
emoi gopamMHOBON NeTae —3aBUCMMOCTM OT Y4,0BONbCTBUSA).
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Mo uTory aHannsa ynomMaHyTbIX onpeaeneHnin MOXKHO COCTaBUTb CAEAYHOLLYIO
KapTUHY: urpa cbanaHcMpoBaHa, ecnn eé CAOXKHOCTb 3aBUCUT OT HaBbIKOB LLeNEeBOM
ayautopuu. Jlydwe Bcero, 4Tobbl OHa a4anTUPOBaNach Nog UrPOKOB B NMPOLLECCE UTPbI.

OfHaKo BaXKHO, 4TO6bI Urpa Gpocana BbI3OB, YTOObLI MTPOKK UCMbITLIBAN YyB-
CTBO AOCTMXKEHMA. Henb3a paccmaTpuBaTb MaTemaTuyeckuit 6anaHc B OTpbiBe OT
OCTa/IbHbIX YacTel Urpbl (MHTEPaKTMBA, NOBECTBOBAHMA, NPOABUIKEHMA MO YPOBHIO U
Ap. [13]), Bcé cBazaHO n dopmupyeT KOHTEKCT. COOTBETCTBEHHO, BCE YaCTU MUrpbl
AOJ/IXKHbI HaxoAnTbCs B BanaHce.

Urpa fonKHa NPUHOCUTL YA0BObCTBUE, ObITb YECTHOM, CNPaBeaIMBOW, He Bbl-
3bIBaTb U3/INLWHME GPYCTPALMIO U CKYKRY. Urpa A0MKHA NPeaoCcTaBAATb pasHble cTpaTe-
rMK, a He NPU3bIBaTb UCNONb30BaTb NPUBbIYHbIE TAKTUKW.

CnpaBeanMBO YNOMAHYTb, YTO UrPOBOM BanaHC — 3TO TaKKe MHCTPYMEHT Au-
3aliHa, M ecnn paspaboTuMKM nNpegHaMepPeHHO XOTAT C034aTb COCTOSIHUE AUCKOM-
dopTa, TO MOXKHO, COOTBETCTBEHHO, YPE3MEPHO CHU3UTb WU MOBbLICUTL CNOXKHOCTb
Urpbl.

B cuny nepeyncneHHbix Bbille TE3UCOB Mbl BblAENINM Clieaytowme onpeaeneHuns
MaTemaTM4eCcKoro 1 urpoBoro 6anaHcos.

MaTtemaTtnueckuit 6anaHc BbiparkaeTca B napameTpax U pyHKLMAX, B MaTeEMATH-
4YecKo MoAenu Urpbl, B SKOHOMUYECKoM cucteme. MNo-gpyromy, matemaTnyeckuin b6a-
NNAHC YaCTO HA3bIBAKOT UTPOBOI IKOHOMMUKOW.

MUrpoBoit 6anaHc noapasymeBaeT KOHTEKCT, OT KOTOPOro 3aBMCUMT maTemaTuye-
CKMIM 6anaHc. KOHTEKCTOM MOryT BbICTYNaTb YacTW NMOBECTBOBaHMA (CUueHapus), YHU-
Ka/ibHble UrpoBble CObbITUA, NPaBW/Ia 34PaBOro CMbICN1a, 06 bEKTUBHOE BOCNPUATUE UT-

POBOM CUTYaLMN AN3AAHEPOM UN UTPOKOM.
ABTOMATU3ALUUNA TECTUPOBAHUA U BAJIAHCUPOBAHUA

CBA3aHHble paboTbl

TecTMpoBaHME UTP 1, B YaCTHOCTWU, UCMONHEHUA NPABUI, 3a/10XKEHHbIX B MaTeMaTu-
YEeCKUN U UTrPOBOI BanaHCbl, *KenatesbHO NPoBOANTb B 6o/bLLOM ayauTopun. OgHaKo Te-
CTUPOBATb UIPOBbIE CUCTEMbI MPU NOMOLLM aBTOTECTOB 3a4aCTyt0 HEBO3MOMKHO, TaK Kak

Kax4aA U3 urp npeacraBafaer 06bI4HO YHMKaﬂbeIVI NPOAYKT. N BCE ke cnocobbl aBTOMa-

229



Russian Digital Libraries Journal. 2023. V. 26. No. 2

TMU3aUUKN TECTUPOBAHUA N BaNaHCUMPOBAHMA UTP YXKe CyLLecTBYOT. PaccmoTpum pag, pa-
60T, KOTOpPbIe UNNMOCTPUPYIOT PaboTy NOAO0OHbLIX NOAXOA0B.

Y106bl HANTM BO3MOMKHbIE UTPOBbIE CTPATErNU, MPUMEHAIOT KO380/1H0UUOHHbIU Me-
mod. Takol meToa, NpoTecTMpoBanm B urpe «3axeat ¢pnara» [21].

Ona Toro 4tobbl ONTMMMN3NPOBATL TECTUPOBAHNE, MOXKHO (hOPMaAIU308aMb UMPO-
BOM npouecc [22]. OaHaKO TaKo Noaxon NOKabHbIMA, ero Henb3a macwTabupoBaTb Ha
npoYune Urpbl.

Bnharogapa reHepaTMBHOMY MOAENNPOBAHMIO MOMKHO CO34aBaTb apXeTUNbl UFPo-
KOB W ganee TeCTUPOBaTb UrPbl C MOMOLLbIO MOUCKa o depesy memoodom MoHme-Kapso
cuHTeTMYeckumn MU -Tectuposwmkamn. Takol noaxosn npumeHeH ansa urp Dungeon
Crawl [23]. Kpome Toro, nouck no gepesy metogom MoHTe-Kapno ncnonb3osaH gna 6a-
JNTAHCUMPOBAHMSA CTOXAaCTUYECKUX Urp [24], a TakxKe urp XaHpa tower defense [25].

banaHcnpoBaHMe TaKKe BO3MOXKHO C MOMOLLLbIO 380/1HOUUOHHbIX anzopummos UW.
Ha npumepe apkagHon urp Ms. Pac-Man u RTS StarCraft gaHHbIM cnocob noka3an cBoto
NPOAYKTUBHOCTb [26]. DBONOUMOHHbBIN aNTOPUTM MHOTOKPUTEPMAIbHOM ONTUMMU3ALLUM
NpMMeHeH ana 6anaHCcMpPoBaHUA KapToUYHOM urpbl Top Trumps [27].

PaboTa Hag maTemaTnyeckum 6anaHcom BO3MOXKHA C MOMOLLbIO MOAENUPOBaAHUSA
B3aMMOCBA3U MeXKAy UTPOBOM AMHAMMKOMN N MexaHMKOW. OLeHKa AMHAMUKK UTPbl MO-
¥eT 6bITb OCHOBaHa Ha memodax onepamopa KynmaHa [28].

MpeAackasbiBaTb CAOXKHOCTb HeAeTEPMMHUPOBAHHbLIX UIP-rONI0BOJIOMOK «TpU B
PAA» MOXHO C MOMOLLLbIO C8EPMOYHbIX HelipoHHbIX cemel [29].

[Ona paboTbl ¢ MaTemaTMyeckmm 6anaHCcoOM NoLwwaroBom cTpaTernyeckmnin urpbl Com-
Pet 6b1n co3gaH eeHemuyeckuli aneopumm [30].

[na wyTtepa c 3a4aHHOM NPOAO/IKUTENIbHOCTBIO UTPbI ANA reHepaunmn cbanaHcupo-
BaHHbIX YPOBHEN MCNONb30BaHbI 380/110UUOHHbIE 8blYucaeHUA [31].

NHTennekTyanbHble areHTbl MOryT ObITb CO34aHbl PA3HbIMU TEXHONOTMAMM Ha
OCHOBe MoBeAeHMss UFPOKoB. B oaHOM M3 nocnegHux pabot [32] aBTOPblI KOHCTATK-
pYHOT, 4TO NpeaLecTByoWwMe noaxoapl B 061acTM aBTomaTMsaumm TeCTUPOBAHUA UTP
pewatoT npobaemy, B OCHOBHOM, 3BPUCTUHECKMMU U 0606 EHHBIMM MeTOAaMM, On-

TUMN3NPYA AaHHbIE O NOBeAEHNN UTPOKOB B BUAE HEPEA/TUCTUYHDIX apXeTUNMNYECKUX

1IN — NCKYCCTBEHHbIN MHTEN/EKT.
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areHToB — He y40B/eTBOPAA NOTpebHOCTN B pa3HOObpa3sHOM TeCTUpOBaHUMK. B npoTu-
BOMONIOXKHOCTb 3TOMY aBTOPbI NpeanaratoT Mooxoo 21y60Ko2o MooenuposaHusa nose-
O0eHus uepoka, Deep Player Behavior Modeling (DPBM), naes KOToporo cocTouT B TOM,
YTO Y MHTENNIEKTYa/IbHbIX ar€HTOB eCTb MHAMBUAYANIbHOCTb, KOTOPAsA UMUTUPYET NoBe-
AEeHUe peanbHbIX UTPOKOB bonee aoctoBepHo. ObyyeHmne nponcxoguT Ha Habope aaH-
HbIX urpbl Aion [33].

NHTepecHOo, 4To B 60NbLIMHCTBE PaboT MX aBTOPbI MPUXOAAT K BbIBOAY, YTO Ma-
TeMaTUYEeCKN 6anaHC 3aBUCUT OT KOHTEKCTAa KOHKPETHOM urpbl. [103TOMy TaK MHTe-
PEeCcHO NpoaHann3npoBaTtb paboTbl B HaNpPaBAEHUN UHTEPAKTUBHOIO LMPPOBOro no-
BECTBOBaHWA, B KOTOPOM KOHTEKCT nepsuyeH. Hanpumep, 6anaHcmpoBaTb cobbiTHs,
KOTOpPbIe NPOUCXOAAT B UFPe, MOXKHO Ha OCHOoBe BuocmnrHanos nrpoka [34]. OxunpaHus
B TAKOM C/ly4yae ya0BNETBOPAKTCA C MOMOLLbIO Modesu amouyul.

BbiBOA, KOTOPbI MOXHO CAE1aTb HA OCHOBE aHanM3a CyL,eCTBYHOLWMX NOAXO-
[0B, CneayoLmnii: aBTOpbl NepedYncaeHHbix noaxonos [21-34] yalle CKNOHAOTCA K UC-
noab3oBaHUO MU 1M NpU3HAIOT, YTO MaTeMATMYECKMI BanaHC 3aBUCUT OT KOHTEKCTa.
NrpoBoit 6anaHc BKAOYaET B cebs U MaTeMaTUYECKYIO MOAENb UTPbI, U PeaKLLUK UTPo-
KOB, KOTOpbIe B CBOIO OYepeb BAUAIOT Ha 3Ty MOAEND.

Machinations gna cosgaHua matematuueckoro 6anaHca

Ha AaHHbIN MOMEHT eauHCTBEHHOM NaaTdopmoit ans pa3paboTkM 1 NPOrHo3un-
POBaHMA UIPOBbIX 3IKOHOMUK M cUCcTeM AnA npemuyma, free2play u play2earn urp as-
naetca MHcTpymeHT Machinations [1]. OH pa3paboTaH rpynnoi urpoBbix pa3paboTuu-
KOB C 60/1blIMM OMNbITOM PaboTbl M NpegHA3HAYeH 414 CO34aHMA U BOCNPOU3BEAEHMA
AMHAMUYECKOro matemMaTuyeckoro 6anaHca urpbl. MHCTPYMEHT NO3BONSAET NPOEKTU-
poBaTb, 6aNaHCMpPOBATb M MOAENNPOBATL UIPOBYIO SKOHOMUKY B BUAE ANHAMUNYECKUX
Anarpamm, KOTopble MOX¥HO BOCMPOU3BECTU, YTOObI NOCMOTPETb MSMEHEHWUA CUCTEMDbI
B PEXUME PeasibHOro BPEMEHM.

MpuHuMn paboTtbl Machinations Heobxo4NMMO NOAKPENNTb KOHKPETHLIM NpUMeE-
pom. Auarpamma [35] nnntoctpupyet nosegeHune asyx NPC us urpol The Elder Scrolls
V: Skyrim [36]. MNepBbIit — M3 CaMOro MasieHbKOro noceneHua BuHTepxon, BTOpon — n3
BuHaxenbm, camoro 60nbLWIOro u ryctoHaceneHHoro. B HazBaHHOM paboTe conocTas-
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neHbl ABa cnocoba paboTbl: JOKYMeHTUPOBaHWe TpeboBaHMii K noseaeHnto NPC? u co-
3gaHne anarpamm B Machinations. OguMH 13 NnpMmepoB Anarpammbl UANOCTPUPYET
nosegeHne NPC, encTBnA KOTOPOro He 3aBUCAT OT BPEMEHMW CYTOK.

Ha puc. 1 cxemaTU4HO n306parkeHo cneayrowee: Kaxabin aeHb anntcsa 1440 mu-
HYT, UMEHHO CTO/IbKO pecypca NocTynaeT U3 A0CTYNHOro UCTOYHMKA (MCTOKA) B HAKO-
nuTenb (Nyn) B Hayane AHA. Kaxkayro MUHYTY YHUUTOXKAETCA OAHa eaMHULa pecypca
BpemeHu. Benay toro, 4to ntoboe umcno bonblue Hyna, e4UHCTBEHHDBIN pecypc BO BTO-
pom nyne byaeTt NoCTosAHHO NpebbiBaTb B 04HOM cocTosiHUM, n nosegeHne NPC byaet

NOCTOAHHbLIM B Te4eHune aHA.

p————
P \

% K =0

\ Time

\
1440 )
N A
& 1

Puc. 1. Mpumep npocton anarpammbl 6anaHca

Bo ¢pparmeHTe cnoxHoro nosegeHna NPC noKkasaHo, Kak pecypc U3o AHA B AeHb
OBUXKETCA NO OAHUM U TEM }Ke Laram CLeHapua Bceraa B O4AUH U TOT e nepuog, spe-
MeHM (puc. 2), 4To nAACTPUpyeT oanHakosoe nosegeHme NPC KaxKabli AeHb.

Mocne ougHKM BpemMeHW, 3aTpayeHHOro Ha cbopKy Amarpammbl B pefaktope
Machinations 1 npy py4yHOM AOKYMEHTUPOBAHUM UTPOBbIX BanaHcos, bbiAn caenaHsbl
BbIBOAblI 006 3PPEKTUBHOCTU MCNONBb30BaHUA AMArpaMm. TakKe Auarpammbl MNO3BO-
NAT OTKA3aTbCA OT 06BbEMHbIX TEKCTOBbIX AOKYMEHTOB, Npeanaras MaKCUMasbHYHO

penpeseHTaTUBHOCTD.
Machinations ana asBTomatusauum maremartuuyeckoro 6anaHca

[lpyron skcnepMmeHT nokasasn, 4to Machination nokasbiBaeT Xxopolune pesy/ib-
TaTbl ANA aBTOMaTMU3aLUMKM 6aNaHCMPOBaAHMA CYLLECTBYIOLLLEN UTPOBOM 3KOHOMUKM [37].

2 NPC (cokp. aHrn. Non-Player Controller) — HeMrpoBoi nepcoHask B Urpe, KOTopblAi UMEEeT CBOIO /10-
TMKY NOBEAEHMSA.
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Ana atoro 6bin1a CO34aHa AUnarpamma KOHKpETHOVI MI'pOBOVI MeXaHNKN — KpoBoTeYye-

HWA, KOTOPOE NePCOHAX NMOJIy4aeT B pe3ybTaTe paHeHMA BO BpemA 601 B HaCTO/IbHOM
poneson urpe Dungeons and Dragons [38].

sleep

/ % walks
f! around

I =420 e
ff house

0 ”
==0
;’ ,// 1
7 4
i p’ *
i ==420/,’ shopping
7 Y trip
f@‘ ’/’ - p
/ 7 ==540
/ s
-
/’F"Uh\\ a“J /,, +
k TN [ Rmy” =" ==660

slean

Puc. 2. Mpumep CNOXKHOM AMarpammbl banaHca

Ha puc. 3 cxemaTMyHO M306pakeHo cnepylowee: ypoH OT KPOBOTEYEHMS, LWAHC

ocnabuTtb UM OCTAHOBUTH KpoBoTe4yeHune, ypoH OT aTakK NPOTUBHMKA U LLIAHC NonagaHunA
dTak NPOTUBHUKaA.
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C6anaHCMPOBAHHOCTb AMarpaMmbl OLLEEHMBAETCA NO KoAMYecTsy Xoa08 60s. Mo-
CTPOeHHaA Anarpamma bbiia aBTOMaTUUYECKM cbanaHCMPOBaHa [0 e/laeMoro CocTo-
AHWA B pe3y/ibTaTe MHOrOKPaTHOM CUMYAALMM UFPOBOro MPOLECCa U KOPPEKTUPOBKM.

“"‘“--“-“-“-‘--“'-u-'-'-'-'-'q ————————— \

bleed dice count

e
—

e e S e S S e S O e s,

——-—-—-_-—-—-_.—..—._____*

medicine roll

Puc. 3. Anarpamma 6anaHca MexaHMKM KPOBOTEYEHUS
Myn «medicine roll» npoBepaeT MeAULIMHCKME HABbIKM NEPCOHAXaA C KpoBOTEYe-
HMem. Ecnm npoBepKa MoKarKeT HanmMume TaKMX HABbIKOB, TO KPOBOTEYEHUE YMEHb-

wutcAa. B NPOTUBHOM C/Qly4ae KpoBoTe4eHUNe yCUINUTCA.
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Puc. 4. MexaHuKa KpoBOoTeYeHUA B 0bLLEN gmarpamme

Myn «bleed dice count» oTBeYaeT 3a TO, CKONNbKO KOHKPETHO KPOBU NOTEPAET UT-
POK. [laHHbIA KOMMNOHEHT OTBEYaEeT 3a TO, YTOOblI NepeaaBaTb MHGOPMALMIO O TOM,
CKOJIbKO YPOHA MOJly4aeT UrpoK OT KPOBOTEYEHMUA.

B Machinations moXXHO oTnpaBuTb HeobxoAnMble NapameTpbl, KoTopble byayT
KOPPEKTMPOBATb AMArpammy M CoCTaBAATb 6anaHc urpsbl (puc. 4). Ytobbl noaTBEPANTD
KQyeCTBO CreHepPMPOBAHHbIX 3HAYEHWUI, a/ITOPUTM MPOBEPSAET MOYYEHHbIE AAHHbIE U
M3MEHSAET MUX C ONpeaeNneHHbIM LIAarom 0 TeX Nop, NOKa 3Ha4YeHUA He yA0B/ETBOPAIOT
npaBunam cbanaHcMpoBaHHOCTU. TaK, B ONMCAaHHOM 3KCNEPUMEHTE B pe3y/ibTaTe UMU-
Taumit 40 60oeBbIX CUTYaLUN cpeaHAs AANTENbHOCTb 60eB cocTaBMaa CEMb LLATOB.

ABTOMATMYECKas reHepauma n nposepka HanaHca coctaBmam YyTb bonee Tpex
4yacoB. B To Bpems, KaK py4yHaa NpoBepKa MOXKET 3aTAHYTbCA HA AHU U HEAENN.
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JKCNEPUMEHT MO3BOAET NPUNTU K BbIBOAY, YTO aBTOMaTU4eckoe 6anaHcmMposa-
HMe 3HaYMTe/IbHO COKpaLLLAeT Bpems Ha pa3paboTKy 1 NOBbILLAET Ka4ecTBo pesy/ibTaTa.

MHTEFTPALUA UHCTPYMEHTA BAJIAHCUPOBAHUA B TEHEPATOP UTPOBbIX
NMPOTOTUNOB

[1Ba 3KCNepuMeHTa, OMMCaHHbIX Bblle, NOKas3aau, YTo AMHAMWYECKUe Aua-
rPamMmbl MaTeMaTM4YeCcKoro 6anaHca appeKTMBHbI, COKPALLAOT BPEMS Pa3paboTKU 1 He
TpebytoT rNyboKMX TEXHUYECKNX 3HAHWNIM U HABbIKOB.

B xoae pa3paboTKM MHCTPYMEHTa reHepauum UrpoBbiX NPOTOTMMNOB, ONUCaHWE
KOTOPOro npeacTaBAeHo B page pabor [2, 4, 6, 9], 6biaM nonyyeHbl noaxoabl ANA aB-
TOMaTM3auMn CO34aHNA KOHTEHTA Ha OCHOBE AAHHbIX, B3ATbIX M3 TEKCTOBOM AOKYMEH-
Taumun. MpakTUYeckMin onbiT paboTbl Hag, 6anaHCOM UrPbl MOKA3bIBAET, YTO AOKYMEH-
TUPOBAHME MaTeMaTUYECKUX GYHKUMIA, COCTABAAIOLLMNX UTPOBYHO SKOHOMMUKY, MPOUCXO-
OVT TaK Ke, Kak 1 npeabasneHne TpeboBaHUN Ana BU3yanmsaunum UanM Koga — yepes
TeKcT. bonee Toro, cBA3b C KOHTEKCTOM GOPMUPYET 3aBUCUMOCTb YNCNOBbIX 3HAYEHUN.
Hanpumep, 13 npeanoxeHusa «4em NepcoHark b6auKe K cmepTu, TEM CUIbHee ero
y4apbl» MOXHO 13BJieYb MHDOPMaALMIO O cieaytowei 3aBUCUMOCTUN: KYEM MEHbLLE Y
NnepcoHarka UrpokKa 340p0oBbs, Tem 6ONbLINI YPOH HAHOCAT ero yaapbl Mo BPAXKECKUM
nepcoHaxam».

YTtobbl paccmoTpeTb 6onee cnoXKHbIiM Npumep, NoHagobutca rotosas Aua-
rpamma Machinations, npusHaHHaa B OTKpbITOM coobuiecTBe pecypca (KOMbOHUTH
Machinations) Kak koppekTHas [39]. CyTb paboTbl 3TOM AMarpamMmmbl B TOM, YTO U3 Onpe-
AEeNEeHHbIX PECYPCOB MOXHO CTPOUTb 34aHUA U Apyrme nrposble 06beKTbl. Bcero B gna-
rpamme nATb peLenTtoB. bosiee TOro, ecTb 3aBUCMMOCTb MEXKAY HUMW: KaKMe-To U3 HUX
HefOoCTyNHbI 40 Tex Nop, NOKa He byAeT NCNONb30BaH NpeablAyLLNA.

B cnyyae, ecnm gaHHaa avarpamma 6bi1a 661 04HMM M3 BbIXOAHbIX GannoB pa-
60Tbl reHepaTOpPa UrPOBbIX MPOTOTMMNOB, BXOAHOM TEKCT HA €CTECTBEHHOM fA3blKe, KO-
TOpPbIM ONUCLIBAET CYTb B XyA0XKecTBeHHOM dopme, mor bbl bbITb cneayowmm: « Arpok
CTOUT Yy peKn. Pagom ¢ HUM cknag ¢ AocKamun. Urpok CTpouT M3 J0COK MOCT U Nepexo-
ANT N0 Hemy Yepes peKy. UrpoKk cobmnpaeT KamHU 1 CTPOUT U3 HUX AOM. 3aTeM OH Npu-
CTpamBaeT K AOMY Teppacy U3 A0COK U KamHel. [ocne 3Toro Urpok co3gaeT apKy ANns
BbIXO/Za M3 TeppPachl U3 J0COK M KaMHA. M3 0OCTAaTKOB 4,0COK UTPOK COBMpPaET CKamelKy».
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Ha pucyHKe pecypcbl U peuenTbl, KOTopble YNIOMUHAIOTCA B TEKCTE, NoANMCcaHbl COOT-
BETCTBYHOLWMM 06pasom (puc. 5).

Teppaca

Puc. 5. lnarpamma pecypcos 1 peLenTos

MpoaHannsnpyem ob6HOBEHHYIO CTPYKTYPY MHCTPYMEHTa reHepaLmnmn CLEeHapHOro
NPOTOTMUMNA C TOYKM 3peHUns urposoro 6anaHca (puc. 6).
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Ul [eHepauus cueHapHOro NpoToTUna
Moaynb pegakTupoBaHums NLP-moaynb Monyns c6opKmM CTPYKTYp Mogaynb BU3yanusauunu
TekcToBbIN pefakTop Pacno3sHaeaHme MoctpoeHue Buzyanuzauusa rpaga
CyLLHOCTEN W cBA3ei rpada croxeTa cloxera
PenakTop rpada cioxera MEXY HUMN
MocTpoeHwe cTpyKTYpbI [eHepauma nokauum
PenakTop CLeHbl CemaHTUyeCKWid aHanu3 npoexra
[eHepauws acceToB
PesakTop <+—|| leHepauus npoaonxeHuns
urposoro 6anaHca clokera lenepaumna coBbITHiA
ﬂ
— | . |
— Moaynb oToBpaxkeHus Mopaynb GanaHcupoBaHua
e
[pocmoTp cTaTuCTUIKK [eHepauus anarpammel
TekcToBble
AOKYMEHTHI
[pocmoTp rpaga croxeta ABTOBanaHCMpoBKa
[TpocmoTp cLeHbl
| ——
Mogynb 3anycka

3anyck npototrna

3anyck urpoBoro
BanaHca

Puc. 6. CTpyKTypa MHCTPYMEHTA reHepaLmn CLLeHapHOro NpoToTnna

NHCTPYMEHT NPUHMMAET Ha BXOA, HAbOp TEKCTOBbIX AOKYMEHTOB. [epBblii 3Tan,
KOTOPbIN NPOXOAUT TECT, 3TO Pacno3HaBaHME CYLLHOCTEN U CBA3EN MeXay HUMK. B 60-
Nlee paHHMX paboTax BblAENANNCL NOKALUKM, NePCOoHaXM 1 apTedaKTbl cCLeHapun, Bce-
BO3MOXHble npeameTbl, 63 KOTopbIX NOBECTBOBAHME HEBO3MOXKHO [2, 40, 41]. AaH-
HaA 3aJa4a peLwaeTca Knaccuyeckumm metogamm NLP3,

O4HaKO BO3MOXKHO pacClUIMpeHue aHanu3Mpyembix napameTpos. Hanpumep,
6narogapsa MCNONb30BAHUIO TAKMX XapaKTePHbIX 3MNUTETOB, KaK «MOLLHaA aTaKa»,
«ObICTPLIN yAap», KYBOPOT» U T. M., MOXXHO $OPMann30BaTb NapameTpbl YCUIEHUN U
cnocobHocCTen, AOCTYMHbIX UTPOKY B TEKYLLLEM KOHTEKCTE CObbITUM.

Takum obpasom, npeanonaraeTca, YTo B AOKYMEHTAUMU COLAEPKUTCA BCA WH-
dopmauma, Heobxoanuman gna aHanusa. MNepeson aTo MHGOPMaLMKM HA A3bIK Napa-
MeTPOB U PYHKLNIM 3HAUMTENBbHO 0bNeryaeT NporpaMmMmnpPOBaHME U PEANNU3ALLUIO UTPbI.

3 NLP — Natural Language Processing, 06paboTKa ecTecTBEHHOro s3blKa.
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Ha nepBbix nopax peleHne o NPMCBOEHUN TOM UIN UHOM CXEMbl UrpoBoro ba-
NIaHCa ON1A TEeKYLLLero KOHTEKCTa MOMKET peLlaTbca NpucBoeHmem Hambonee noaxoan-
wero wabnoHa 13 rotoBoro Habopa. B ganbHenwem AaHHbIN 3Tan MOXKeT ObITb Non-
HOCTbO aBTOMATMU3UPOBaAH.

MapameTpbl, U3B/IEYEHHbIE ANA UIPOBOro 6asaHca MOXKHO, 3aNOHUTL aBTOMa-
TUYECKM B CTy4aMHOM NOPAAKE, TAKMUX AaHHbIX OCTAaTOMHO ANA TeCTUPOBaHMA. B aanb-
HelweMm, B pe3y/sibTaTe Uccaea0BaHMa 60NbLIOro KOMYECTBA CYLLECTBYHOWMX CUCTEM
BO3MOXHO 6onee ocMbliCNeHHOEe NPUCBOEHWE 3HaYeHUN. B gaHHOM Bonpoce yMeCcTHO
NPUMEHEHME aNTOPUTMOB MALLMHHOTO 06yYeHus.

N, HaKOHeL, NONIYYEHHYIO MOAENb UFPOBOro 6HanaHca MOXKHO BONIOTUTL B BUAE
JNIOTUKKU U KOAa, NCNOJIb30BaB BO3MOXKHOCTWU BM3YaibHOIrO NPOrpaMMmUpPOBaHNSA U FrOTo-
BbIXx bubanoTek.

Mpu BCcet ambULMO3HOCTU MAEN TeHepaLUM UrP U3 TeKcTa Heobxoaumo nom-
HUTb, YTO YECTHbIMA B3rNA4 Ha aBTOMATUYECKYIO reHepaunio UMdpPoBOro KOHTEKCTa —
3TO, B NepPBYHO ovyepenb, N0ANbHOCTb NO OTHOLWIEHUIO K apTedaKkTam reHepaummn n He-
TOYHOCTAM. 3a4a4a aBTOMaTU3aLMM MOXKET He peLlaTb Npobaemy NpomM3BoACTBa Kaye-
CTBEHHOr0 KOHTEHTA, HO MOXKET YCKOPATb 3Tan NPOTOTUNMPOBAHMA, YTO MOXKET NO3BO-
NNTb 3a4eMCcTBOBaTb MMHUMAa/IbHOE KOIMYECTBO CNeLumaincTos.

HeobxoammocTb B AeNermpoBaHmMmn PyTUHHOM paboTbl MMeeTcA B Nt0ObIX KOMMa-
HUAX NPOM3BOACTBA MHTEPAKTUBHbIX MPOEKTOB. [laHHbI GaKT NOATBEPXKAAET ONbIT pa-
60Tbl aBTOPOB CcTaTbW. J/1t0OOM TBOPYECKMI NPOEKT 3aTOPMAXKMBAET 3Tan, KOraa cylle-
CTBYET HeonpeAeNeHHOCTb B TOM, KaKoe pelleHue ana peannsaumm 3agaumn byaet npa-
BU/IbHbIM, BbIUTPbILLHbIM.

MonbITKa MaHUNYANPOBaTb NapameTpamu yKe bblia npeanpuHATa B onybamKo-
BaHHbIX paboTax [9, 40 — 42]. Ycnex B peannsaumm manbix 3a4a4 roBOPUT O TOM, YTO B
AaNbHENLWEM NOKaNbHble 334341 MOXKHO byaeT 06beanHUTL NoAa 3rnaomnm o6 bEMHOro
MHOTOKOMMOHEHTHOIO MHCTPYMEHTa, CNOCOOHOro 3aMeHUTb, a rae-To U NPeasoKUTb

HOBbI cnocob pelueHuMA 33434 pa3paboTKM M NPOTOTUNMPOBAHMUS.
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3AK/TIOMEHUE

OnpeaeneHue UrpoBoro 6anaHca MHOrorpaHHo. MNMpumeyvaTenbHoO, YTO MaTeMa-
TUYECKMIM BanaHC He A0MKEH CYLLEeCTBOBATb BHE KOHTEKCTA, A0/XKEH 3aBUCETb OT CLe-
HapuA M UIPOBOro AM3aMHa. 3aBUCMMOCTb YMCNOBbIX 3HAYEHUIM IKOHOMUKU UTPbI U
HACTPOEHMA NOBECTBOBAHMA NO3BOAAET UIPOKAM NOJy4aTb KOMPOPTHbLIN U MHTEpeC-
HbIM ONbIT.

Ha cerogHAWHMIN aeHb Cy,ecTBYEeT MHOMECTBO NOAX0A08B K paboTe Hag banax-
COM urpbl. bonblias YacTb M3 HUX ucnoablyeTt TexHonormn UN. Moaxoapl 6anaHcKpo-
BaHMA HanpaB/ieHbl KaK HENOCPeACTBEHHO Ha Npouecchbl pa3paboTKkM Urpbl, Tak U Ha
npouecchbl CO34aHUA UTPOBOro NOBECTBOBAHMA.

Pag sKCnepMMeHTOB MOKasas, 4To 3ddeKkTnBHbIM cnocobom HBanaHcMpoBaHMA
Asnaetca paborta ¢ nHctpymeHtom Machinations. Ero noteHunan mMoXHO MCNOAb30-
BaTb AN1A aBTOMATU3aLMWN TECTUPOBAHUA U KOPPEKTUPOBAHMA MaTemaTuyeckoro ba-
NaHca (MrpoBo SKOHOMUKMK). Kpome TOro, ero NnpuMeHeHMe B KOHBeepe reHepaumm
MTPOBbIX MPOTOTUMOB AENAET ero HEOTbEM/IEMOM YACTbO ONTUMM3ALMM 3Tana NPOEkK-
TUPOBAHMUA UTPbI.

Ha ocHoBe aHanm3a akTyanbHbIX UCTOYHMKOB MOYYEeHO NPeaCcTaBleHME O TOM,
KaK MHTerpmpoBaTtb GpyHKLMIO aBTOMATUYECKOro 6anaHCMPOBaAHNA B UHCTPYMEHT reHe-
pauum UrpoBbIX NPOTOTUNOB. MpeacTaBneHa 06HOBAEHHAA CTPYKTYpa paboTbl MHCTPY-
MEHTa.

Cnepyrouwme yeTblpe 3aga4mn Ha byayuiee GopmnpyroT Lenb pa3paboTku PyHK-
UMM aBTOMATUYECKOWN reHepaumm UrpoBoro 6anaHca Ha OCHOBE TEKCTa Ha ecTecTBeH-
HOM A3blKe:

1. co3ZaHMe afanTUPOBAHHbIX NOA Pa3pPaboTKy MHTEPAKTUBHbLIX NMPOEKTOB
anroputmoB 06paboTKM UrPOBON AOKYMEHTALMWU ONA U3B/IEYEHMA NAaPaMETPOB U CO-
CTaBHbIX MAaTEMATUYECKUX QYHKLMIN U3 TEKCTA HA €CTECTBEHHOM A3bIKE;

2. 06paboTKa M3BNEYEHHbIX AAHHbIX 415 FeHepauMmn UrPOBOM SKOHOMMUKM,
3aBUCALLEN OT NOBECTBOBATE/IbHOTO KOHTEKCTA;

3. co3ZaHne aNropuTMOB aBTOMaTUYeCKoro 6asiaHCMpPOBaHMA UTPOBOI MO-

AeNn Ha OCHOBE NHTEN/1EKTYA/IbHOTO TECTUPOBAHUA;
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4. MMNIEMEHTALUMA NOJIYYEHHOIO MUIPOBOTro HalaHca B BUAE UTPOBOMN NIOTUKM
B UrPOBbIE NPOEKTbI, KOTOPbIE NOIYYAIOTCA Ha BbIXOAE M3 MHCTPYMEHTA reHepauum ur-
POBbIX MPOTOTUMNOB.

HeobxoaAnMo TaKKe OTMETUTb, YTO, OyAy4M 3aKOHYEHHbIM, MUHCTPYMEHT aBTOMa-
TUYeCcKoM 6anaHCUPOBKN UTP B Pasbl COKPATUT pecypcbl Ha UX pa3paboTKy, B ocobeH-
HOCTU AN5 HE3aBUCMMbIX Pa3pabOoTYMKOB, a TaK¥Ke MOBbICUT KaYecTBO LMPPOBOro KOH-
TeHTa.

bnaropaapHocTu

PaboTa BbiNnO/IHEHA 33 cYeT cpeacTB [Mporpammbl CTPATErMYECKOTO akagemmye-
ckoro nanaepctea KasaHckoro (MpuBonxkckoro) peaepanbHoro yHuepcuteTa («MPUO-
PUTET-2030»).
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Abstract

To disclose the concept of game balance and to develop an approach to auto-
mate the routine when working with game economics, methods of data analysis and
experimentation were applied. According to the results of the analysis of existing defi-
nitions, a special case of mathematical balance and a generalized design definition of
game balance were singled out. By parsing the existing approaches for balancing and
testing games, a vision of our own solution was developed. Based on the findings, an
approach for automating balance within a game prototype generator has been pro-
posed. As an intermediate result, an updated structure and operation procedure of the
game prototype generation tool were presented. The prospects for further develop-
ment in this direction are given.
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