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KOMIIBIOTEPHBIE HAYKN U UTH®OPMATUKA

BO3MOXHOCTH 9BOJIIOUMOHHBIX METOA0OB
JJIA OPTAHU3ALIIMU CTPYKTYPBI UTTPOBOT'O MUPA

CABKHMHA Anacracusi BacuibeBHa
KaHJU/1aT TEXHUYECKUX HAyK, JOLEHT
OUJIUIIIIOB Aunekceii CepreeBu4
MarucTpaHT
OI'bOY BO «Mopnosckuii rocynapctBeHHblld yHuBepcuteT uM. H.I1. Orapesa»
r. Capanck, Poccust

Tpebosanus Kk pearucmuyHOCHU USPOBO20 MUPA ABNIAEMC s AKMYATbHOU NPOOIEMOli OP2AHU3AYUY He TNOTbKO
nepcoHaicet, HO U CIMPYKMYpPbl USPOBO2O MUPA C YYEmOM 0Decneyuenus Hauboavuel nPUCnoCcobIeHHOCmuU U
NPABUTLHO20 NOBEOEHUs. NePCOHANCA 8 YCIOBUAX OKPYAHCATouell Cpeovl.
KaroueBnie ciioBa: NPC, reHoM, UTPOBO# OOBEKT, KJIACCHI, CTPYKTYpA.

JIs1 onucaHus opranu3anuu nosenaeHuss NPC
(Non-player character — «mepcoHaxx He-
UTPOKa», T. €. «YNPAaBISEMbIl HE HIPOKOM)),
KOTJIa €ro MOBEIEHUE ONpeesaeTcsl IporpaMm-
HO, BaXKHYIO POJIb UIPAET €ro B3aUMOJCHCTBHE C
UTPOBBIM MHUPOM. B KOMITBIOTEPHBIX U HACTOJIb-
HBIX poJieBbIX Urpax TepmMuHoM «NPC» o6o3Ha-
YaloTCs TMEPCOHAXH, OOIIAIOLINECS C UTPOKOM,
HE3aBUCUMO OT UX OTHOLIEHHS K UIPOBOMY IIEp-
coHaxy. Takume NEpCOHaXM CIayXaT BaKHBIM
CPEIICTBOM CO3[aHUsl UTPOBOM armocgepbl, Mo-
TUBUPYIOT WMIPOKOB COBEpIIATh T€ WM HHbIE
JEUCTBUS M SIBIISIIOTCS OCHOBHBIM HCTOYHHKOM
uHpOpMaLUU 00 UTPOBOM MHUPE U CIO’KETE UIPHI.
ITockonbKy 175l Hccine10BaHUS BO3MOKHOCTH
OpraHu3alM MOBEJEHUs ObUI BBIOpAaH KJIETOY-
HBIN TeHeTUYeCcKui anroputm [1], To ocHOBHOE
UTPOBOE MOJIE MPEACTABISAET OO0 IByMEPHYIO
CETKy C KBaJpaTHbIMHM sYeKaMH, Kaxzias u3
KOTOPBIX HAaXOAWUTCA B TOM WJIM MHOM COCTOS-
HUU. B nmaHHOW peanuzanuu Kaxnaas KIETKa
MOJKET HAXOOUTHCS B CIEIYIOIIUX COCTOSHUSX
BO3/YyX, TpaBa, )KHBOE CYIIECTBO.

Taxum o0pazom, 1Mo CBOEH CyTH UTPOBOE I10-
JIe ABIISAETCS IByMEPHBIM MAacCHBOM, YTO IO3BO-
JsieT ynoOHO paboTaTh ¢ HUM C MPOrpaMMHOM
TOYKH 3pEHUs, TaK KaK KOOPJIWHAThl KJIETKH OY-
IyT B TOYHOCTH COBIIAJaTh C MHJIEKCaMU MacCH-
Ba. [Ipu 3TOM Ham HeoOXOaMMO XpaHUTh U 00-
pabaThIBaTh HE TOJBKO COCTOSHUE KJIETKU, HO U
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onpenaenats koHkpeTtHoro NPC unu uHolt urpo-
BOIl OOBEKT, pacnonoKeHHbI Ha Hel. [loaTomy
ObuIa cO3/1aHa CTPYKTYpa JaHHBIX UTPOBOTO I10-
1 CellState.
public struct CellState
{
public string Status;
public string Hash;

}

B nannoii cTpykType B mapamerpe Status xpa-
HUTCS UH(OpPMAILIUS O COCTOSHUM KJIETKH, a B Ia-
pametpe Hash ynukanenbiil unenruguxarop NPC
win TpaBbl. CaMM Ke IK3EMIUIIPbI UTPOBBIX 00b-
€KTOB XPaHSATCS B XeUI-TA0IMIIaX, I71e KIIFOUOM sIB-
mstercs Hash. D10 mozBonser ObIcTpo mostydarsb
JIOCTYyH K 00BeKTaM 6e3 HeoOX0IMMOCTH iepedopa
BCEX AJIEMEHTOB MaccuBa UrpoBoro Mupa. B coro
o4epesib TaKOW MOIXO0A MO3BOJISIET OOHOBIISTH MH-
(hopMaIMIO TOJIBKO B T€X AJIEMEHTaX MacCUBa, KO-
TOpble OBUIM W3MEHEHBl 3a EIUHUIy HIPOBOTO
BPEMEHH, YTO TaKXke M30aBIsIeT OT HEOOXOIUMO-
CTH €ro MOJHOTOo nepedopa. Bee 3To monoxuTesns-
HO CKa3bIBaeTCs Ha ObICTPOAEHCTBUY.

VYuuteiBas TOT (PaKT, 9TO KKAYIO CTUHHILY
UTPOBOTO BPEMEHHM HEOOXOIMMO KaXJIOMY Iep-
COHAXXY aHAJIM3HPOBATH OKPYXKAIOIIYIO0 €ro 00-
CTaHOBKY HEOOXOIUMO OOECHEeYUTh UM JOCTYII
K XpaHsIIelcss B MacCUBE M XelI-Tabnuiax WH-
¢dopmarnuu. B s3pike mporpammupoBanus CH#,
KOTOpBIA Hcmoab3yeTcsi B Unity, MacCUBBI U
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XeUI-TabJIMIIbI TIepelaloTCs M0 CChUIKE, a HE 0
3HaueHuto. TakuM 00pa3oM, 3TO JaeT BO3MOXK-
HOCTB TepeNaTh UX B KaKABIH SK3eMIUIIp Kilac-
ca NPC 6e3 HakJIaIHBIX pacXol0B Ha ONEPaTHUB-
HyI0 namsaTh. OTClIEKUBAHUE UTPOBOU JIOTUKH
Kak MpaBWIO MpoucxoauT B codbitusax Update,
FixedUpdate u LateUpdate.

Kaxnplii urpoBoil 00BEKT, pacHoI0KEHHBIN
Ha CIICHE, SBISETCS IK3EMIUISIPOM CBOErO Kilac-
ca 00BEKTOB, KOTOPBIIl B CBOIO Ouepe/lb SIBIISIET-
csi HaciemqHukoM kiacca MonoBehaviour w,
CJIe/IOBATEIbHO, UMEET BCe (PYHKIIMH COOBITHIH,
NpeCTaBiICHHbIe Ha pUCyHKe. Takum o0Opaszom,
Ka)XJIbIii UTPOBOM OOBEKT crocobeH oOpabdarsi-
BaTh COOBITUS, MPOUCXOASIINE C HUM, UYTO W3-
OaBIseT OT HAMUCaHUs eauHOW QyHKIMU o0Opa-
OOTKM WTPOBOTO MHpa, TO3BOJISI CO3/1aBaTh
JUIIb WIPOBOTO MEHEIKepa, KOTOPHI Oymer
OTCJICKHBATH TOJIBKO TII00ATHHBIC H3MEHEHHS.

B pesynprare Mbl mMoxem nepenarb NPC
CCBUIKM Ha MAacCHB, COJAEPKalIiii nH(HOpMAIUIO
00 UTPOBOM TOJIE, & TAKXKE XEIITAOIUIBI U OHU
CMOTYT CaMOCTOSATEIBHO 00pabarbIBaTh 3arpa-
THBAIOIINE WX COOBITHS, B TO BpeMsl KaK WUIPO-
BOM MEHeIKep Oy[eT 3aHUMAThCS JIUIb UHUIU-
anuzaiyeil UrpoBOro MHpa, Co3JlaHuEeM U yhna-
JICHUEM TEePCOHAXEH U T. 1.

Vcxonst 3 mOCTaBICHHOW 3a/1a4ll HeOOXOaH-
MO oOecreunTh HAOONBIIYIO MPHUCTIOCOOICH-
HocTh NPC k ycnoBusim urposoro mupa. [lpu-
CIOCOOJIGHHOCTh  OTIpeJeNIIeTCsl MapaMeTpamu
UTPOBOTO TIEPCOHAXKA, OJHAKO B HAIIEeW CHUTYya-
UM HEOOXOIMMO OOECNeunTh elle U MPaBUIIb-
HyI0 Mojenb noBeaeHus [2]. [lostomy nemneco-
o0Opa3HO CBsi3aTh C 1€NeBOM (PyHKIMEN Kak ma-
paMeTphl, TaK ¥ CKJIOHHOCTH K TPHHSTHIO TOTO
Wi uHOTO pemieHus. [1ocKonbKy Kaxabld U3
MapaMeTpoB TMEpPCOHa)Ka 3a/JaeTCS YHUCIOBBIM
3HAYCHHEM, Oy/leT ONTUMAIbHBIM PEIICHHEM
OTIPEJIENIUTh TEHOM KaK MacCHB IIEJTIBIX YHCE,
r7e KaKABI M3 DIIEMEHTOB OyIeT OTBedYarh 3a
TOT WM WHOW TMapaMeTp MEepCOHa)Xka M CKIIOH-
HOCTHU K pemieHusiM. Kpome Toro, 3T0 mo3BojuT
KOMITAKTHO XPaHUTh WH(POPMAIHIO O IIUPOKOM
Pa3HOOOpa3uu BUIOBOM MOMYIISIIAHN.

BMmecre ¢ Tem HeoOXxoaumo alCTparupoBaTh
TeHOM OT CaMOro Kjacca IMEepcoHaXa, a TaKkke
obecneynTh yIO0OHYIO paboOTy ¢ HUM TpU CO3/a-
HHUM TIEPCOHAXEH U Tiepenade WHPOpMAIMU O Te-
HOME. DTO IMO3BOJMT co3/1aBarh pazmmaHbix NPC
Ha 0a3e eAMHOro Kiacca WCIONB3ys B KadecTBE
WHUIAATIM3aTopa TeHoM. B pesynbrare yero Obuio

NPHHSITO PEIICHHUE C/IeNaTh OT/ICIBHBINA KIIAcC s
XpaHeHUsI FeHeTUYECKOi MH(OopMaLHy, ¢ peatsa-
1pei psijia cirykeOHbIX (PyHKIHIA.

Peanuzanus maHHOTO Kilacca IpencTaBiieHa
HIDKE.

public class Genom

{
public int[] DNK;

public Genom(int TypeOflndividual)
{
DNK = new int[16];
DNK]JO0] = TypeOflndividual;
for (int1=1; 1 < DNK.Length - 2; i++)
{
DNK]Ji] = Random.Range(1, 100);
}
DNK]14] = Random.Range(1, 5);
DNK]J15] = Random.Range(1, 3);
}
public Genom(int [] newDNK)

{
h

public string GetLifeType()
{

this. DNK = newDNK

if (DNK[0] == 0)

{
return "PREDATOR";

h
else if (DNK[0] == 1)
{

return "COW";

}

else

{
return "SCAVENGER";

¥
¥
public string GetDNK()
{

string result ="";
foreach (int i in DNK)
{
result = $" {result} {i}";
H
return result;
H
J

B npencraBnenHoii peann3anuu oOnpeaeieHsl 3
(dbyHKIIMY (BKITIOYAst 2 TIEPETPY3KU KOHCTPYKTOPA).
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3neck 3x3eMIusipbl NPC reHepupyroTcsi Ha OCHO-
B€ €IMHOrO Kjlacca, MCIOJb3ysd B KauecTBe Iapa-
METPOB MHHUIMAJIHM3ALUN T€HOM, MOITOMY HEOO0-
XOIMMO OOECTICUUTH YETKOE MPEICTABICHHE O TOM
NpEJICTaBUTENIEM Kakoro Kiacca OyaeT coziaBae-
Mblii NPC, onpenenuB gaHHbIN napaMeTp FeHETH-
yeckol nHpopmarmu. VIMEeHHO 3TOT mapameTrp u
MmocTymaeT Ha Bxon KoHcTpyktopa (Genom(int
TypeOfindividual)) npu co3manuum mepBoi moIry-
mauuu.  JlanbHedmas reHepanys I1apaMeTpoB
MPOUCXOJUT ABTOMAaTU4ECKH HAa OCHOBE CITydaid-
HBIX 3HAYE€HMH M3 3alaHHOro auanasoHa. Ilepe-
rpy3Ka KOHCTPYKTOpa peajn30BaHa Ui CO3IaHUs
sK3eMIUIsipa Kiacca (Genom Ha OCHOBE YETKO
OTIPEJIENICHHBIX TTAPAMETPOB.

Oynkmus GetLifeType() cmyxur st onpe-
neneHus kiacca cozgaBaemoro NPC.

Oyukuust GetDNK() Bo3Bpamaer maccus
cofiepKalllii TeHOM JJIsl €r0 Nepeayu B Apyrue
(GYHKIMH IPOTPaMMBI.

[Tockonbky B co3naBaemoii urpe NPC umeror
OAHOTHITHYIO CTPYKTYpPY M BO3MO)KHOCTH B3au-
MOJICHCTBUSI C UTPOBBIM MHPOM OHU BCE CO3[a-
1oTcsa Ha ocHoBe kiacca IndividualLife. OcHoB-
Hasl CTPYKTYpa KJlacca U €ro MeTObl PeaCcCTaB-
JICHBI HHXKE.

public class IndividualLife: MonoBehaviour

{

public Tilemap World,

public TileBase PredatorTile;

public TileBase CowTile;

public TileBase ScavengerTile;

public CellState[,] WorldInformation;

public Hashtable LifeInformationlnWorld;

public Hashtable GrassInformationln-
World;

private AStar pathFinder;

public string Hash;

public int x_position;

public int y_position;

private int weekDay;

public List<Personallnformation>
FreeCells = new List<Personallnformation>();

public Memory myMemory;

public Genom MyDNK;

public LifeStats MyStats;

public void Init(string NewHash, int Life-
Type, CellState[,] WorldInfo, Tilemap World-
Tilemap)

{

MyDNK = new Genom(LifeType);
MyStats = new LifeStats(MyDNK);

Hash = NewHash;
WorldInformation = WorldInfo;
World = WorldTilemap;
pathFinder = new
AStar(WorldInformation);
weekDay = 0;
}
public void Init(string NewHash, int[]
DNK, CellState[,] WorldInfo, Tilemap World-
Tilemap)
{
MyDNK = new Genom(DNK);
MyStats = new LifeStats(MyDNK);
Hash = NewHash;
WorldInformation = WorldInfo;
World = WorldTilemap;
pathFinder = new
AStar(WorldInformation);
weekDay = 0;
h
void Look() { }
void Vait() { }
void GoToTarget(string FinalyStatus) { }
void Eat() { }
void Attack(Personallnformation Target)
{}
void CreateB(string MyHash, string Paren-
tHash) { }
void ThinkAndDolt() { }
public void LiveOneDay() { }
public void Die() { }
void GoToPoint(int new x, int new y)

{ )
void UseEnergy(int delta) { }

}

OCHOBHBIMHM TIOJISIMH JTaHHOTO KJIacca SBJIS-
torca Hash, myMemory, MyDNK u MyStats.

B none Hash xpanutcs yHUKaJIbHBINA HJIEHTHU-
¢ukarop kaxgoro NPC. Drtor uaeHTUHKATOpP
CITY’KUT KJTIOYOM XEHI-Ta0JMIIbI, & TAKXKEe YKa3aHO
B nosie Hash B cocTosiHuM UrpoBOit sTUEHKH.

ITomre myMemory sBieTCd OK3EMIULIPOM
Kjacca Memory U CIyKHT JJIsl XpaHeHus: HHPop-
Malluk O COpOAMYAX, Bparax, €e M BbIOpaHHOM
NPC uemu. ITone MyDNK xpanut unpopmariuo o
reHome. [lone MyStats xpaHuT HHpOpMALUIO O
xapakrepuctukax NPC, TakMx Kak KOJIMYECTBO
YKHU3HU, SHEPTUH, CKOPOCTh MEPEBIKEHUS U JP.

[Tpu cozgannu NPC urpoBoii MeHemxep nepe-
naet B koHcTpykrop Hash, mi6o tun NPC, nu6o
TOTOBBIM T'€HOM, a TaKXKE CChUIKY Ha MacCUB, CO-
AepKaimi nHpopMarro 00 UTPOBOM TOJIE.
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Taroke B kiacce IndividualLife peammzoBanb
(GYHKIMM M METOJpbI, 00eCTICYHBAIOIIME B3aMO-
JICWCTBHE C UTPOBBIM MHPOM U HaIpaBJICHHBIC HA
COBEpIIICHHUE TE€X WM UHBIX JercTBUi. Hampumep,
ocMOTp Mupa BOkpyr ceds (pynkmms Look), me-
pemernienne (pyakmus GoToTarget), araka (pyHk-
must Attack), moemanme mmmm (dyskmus Eat),
poxxnenue noromctra (pynkius CreateB) u ap.

OcnoBHas ¢ynkius 3to LiveOneDay. ImenHo
B Hell 00padaThIBacTCsl BCE MOBEJICHUE MIEPCOHAXKA
B TEUCHUE OJTHOM SIMHUIIBI HTPOBOTO BPEMEHH.

B kxadecTBe OCHOBBI AJISi aNrOpUTMa MPUHS-
TUsl pemieHuid Obu1 BhIOpaH anroput™m FSM, B
KOTOPOM pa3paboTduk 0000IIaeT BCe BO3MOXK-
HBIC CUTYaIlMH, a 3aTeM MPOrpPaMMHPYET KOH-
KPETHYIO PEaKIIMIO JUIs KaXJIOW M3 HuX. B nmaH-
HOM CIlydae ajlropuT™M OBUI CKOPPEKTHPOBAH C
Y4ETOM MPUMEHEHUS SBOJIOLIUOHHBIX BBIUUCIIE-

CIIMCOK JIMTEPATYPbI

Huil. Kpurepun s ycrnoBuii mepexona ObLIH
MPUBSI3aHBI K T€HOMY IEepPCOHaXa, TaKXKe J0-
0aBJICH MEXaHW3M CIIYYalHOCTH TPUHSATHS pe-
IIEHUSA Ha OCHOBE CKJIOHHOCTEU. Takol moaxon
MO3BOJIICT CO3/1aTh HE CTOJBKO HMHIUBHAYAb-
HOE IMOBEJICHUE KaXKJI0M 0COOM, HO U MO3BOJISICT
CO3/1aTh PEATMCTUYHOCTD MOBEJICHUS, T. K. JJaXkKe
OJlHA U Ta K€ 0c00b OyaeT BecTn ceOs HEMHOTO
[10-Pa3HOMY B OJHOM H TOM e cuTyaruu [3].

B pesynbTare, moCKOIbKY CKJIOHHOCTH TPUBSI-
3anpl K TeHoMy NPC oHM momajmaroT moja mexa-
HU3MBI €CTECTBEHHOTO OTOOpa, YTO B CBOIO O4Ye-
pelb 1 TIO3BOJISIET HANOOJIEe TIOTHO CPOPMHUPOBATH
MOJIXOJIAIIEeE TIOBEICHUE IOl PEAMH HMIPOBOTO
MHPA, TOCKOJILKY OTOOP IMTPOMCXOANUT HE TOJIBKO Ha
OCHOBE 3HAUCHHUH XapaKTEPUCTUK TIEPCOHAXKA
(MaKkcUMaJIbHOE KOJIMYECTBO JKHM3HEH, CKOpOCTb
Oera v T. J1.), HO ¥ HA OCHOBE MOJICITH ITOBE/ICHUSI.
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Requirements for the realism of the game world is an urgent problem of organizing not only the characters,
but also the structure of the game world, taking into account ensuring the greatest fitness and correct behav-

ior of the character in environmental conditions.
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