Kongepernuyua «Pezuonanrvran naowadka «Bepradckut - Mopdosuss »

CGKHI/IH «MaTeMaTI/IKa, I/IH(bOpl\laLLI/IOHHI)Ie TEXHOJIOI'NU U UX ITPUJIO2KCHU A»

IIpornenyphasi reHepaiust CTPYKTYPbl IPOXOXKJIEHUSI B KAPTOYHOU KOMITHIOTEPHOI
urpe c sjgeMeHnTamu roguelike

HTukun Uavsa Eeeenvesuy
Cmydenm (mazucmp)
Moposckuii rocymapersennsiit yausepcurer nm. H.II. Orapésa, Paxyaprer MaTeMaTuku u
nudopMarmonubx Texnosornit, Capanck, Poccust
E-maal: ilya_ shikin_ 2@mail.ru

B yc/ioBusIX HOJIOKUTENBHON JIUHAMUKEA Da3BUTUs WHJU-cerMeHTa |[1]| KaHp KapTOYHBIX
cTpareruii ¢ sjaemenTaMu roguelike xapakTepusyeTcss BBICOKOI penrpabebHOCTBIO, JOCTUTae-
MOl 3a CYET BapuaTUBHOI reHepalin KOHTEHTa U HeJITMHEHHOTO TopsijiKa MpoxoxK aeHust. O gHako
CYIIECTBYIONINE MO/IXO/IbI K MPOIEYPHOM TeHeparuu Jud0 TpeOyIoT 3HAUUTE/IHHBIX BbITHCIIN-
TEJIbHBIX PECYPCOB, O CJIOXKHO mojyialTcs Ganancuposke |3, 4|. Bosaukaer morpe6HOCTD B
JIEPKOM, KOHTPOJIUPYEMOM METOJIe NeHepaIlui, TapaHTUPYIONIEM CBA3HOCTH CTPYKTYPBI U TIPEJI-
CKa3yeMoe BpeMsi BbIIIOJTHEHUS.

B pabote BBIOpaH KOHCTPYKTUBHBIN odJraitH-MeTo ] IpoIeypHOI TeHepalnn Ha Oa3e opu-
EHTUPOBAHHOIO AIUK/INIECKOro rpada y3/0B, COUeTAIONINI TapaMeTPU30BAHHYIO TeHEPAIUIO C
JKECTKUMU CTPYKTYPHBIME OTPDAHUIEHUSIME, ITO TTO3BOJISIET 00ECIIeINTh KOHTPOJIUPYEMOCTh T'e-
Hepanuu. [Iporpammuast peasmsanus BoinoHeHa Ha si3bike C# B cpejie Unity [6]. KonrentHas
6asa paszzenena Ha JSON-daiiier [5]. Pasnesenne nanHbIX U JIOMHKE TO3BOJIAET MOJUMDUITIPO-
BaTh HapaMeTphbl TeHepalny 0e3 MePeKOMITIIAIINN TPOEKTa.

Paspaboran morysib ¢ KomnoseHTHOIT apxurekTypoit (StoryMapGenerator, StoryMapManager,
StoryContentLoader). Asroput™ HOCIOIHON reHepaIiy olpeiesisieT THIT KazKIoro y3ia (6oif,
cOOBITHE, OT/IBIX, H0CC) HA OCHOBE BECOBBIX KO3(h@UIMEHTOB U3 KOHMUryparmn riasbl. Bepo-
SITHOCTHas TIpoBepKa cBsizefi (connectionChance) mMexy ciiosiMu MaTeMaTHIECKH UCKJIFOYAET
«TYHHUKOBBIE» KOH(MDUTIYPAIUK U FADAHTUPYET IPOXOJAUMOCTh MapiupyTta [4]. st ycunienus vap-
PATUBHON CBSI3HOCTU BHEJpPEHA CHCTEMa TeMaTUIECKHUX IIYJI0B, MPUBA3BIBAIONIAs BParoB u CO-
ObITHs K JiaHamadTy ryiaBbl. Moy/ibHBbIE COOBITHS peajini30BaHbl KaK IIOIIaroBble CIIEHAPUN
C TOJJIEPKKOl HEJIMHETHOrO BETBJIEHHsT Yepe3 MH/EKCH mepexoioB [2|. Busyanmsanus rpada
[IOCTPOEHA Ha IapamMeTpu3yeMoM Ipedabe ¢ IMHAMIYCCKUM H3MEHEHUEM YeTbIPEX COCTOSTHUIA
y370B. Cucrema coxpaHeHuil (pUKCUpyer TOHOJOTUI0 KAPThl U METa~-IPOrPECCUI0 UTPOKa (3710
POBBE, 30JI0TO, KOJI0/1a) B oTjesbHbx JSON-daiinax, obecredrnBas KOPPEKTHOE BO30OHOBJICHUE
ceccun |5, 6.

Takum obpazom, co3gaHHBIN MOJY/Ib obecriednBaeT OaJlaHC MeXKJy CIyJaillHOCTbIO U KOH-
TPOJIIPYEMOCTBIO, UMEET HU3KYIO BBIYUCIUTEIBLHYIO CJIOKHOCTH U IPOCTOTY HACTPOUKH Yepe3
BHeIlTHKe KoH(Urypamuu. B rmepcrekTuBe miaHupyeTcs MHTErpaiisd aJIallTUBHON OJICTPONKN
CJIOKHOCTH Ha OCHOBE IPEJbIIYIINX TPOXOXKICHUIA.
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