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BO3MOXHOCTH 2BOJIIOIMOHHBIX METOA0OB
JJIA OPTAHU3ALIMU CTPYKTYPBI UTPOBOI'O MUPA

CABKHHA Anacracusi BacuibeBHa
KaHJIUJIaT TEXHUYECKUX HAYK, TOLICHT
OUJIUIIIIOB Aunekceii CepreeBu4
MarucTpaHT
OI'bOY BO «Mopnosckuii rocynapctBeHHblid yauBepcuteT uM. H.I1. Orapésa»
r. Capanck, Poccust

Tpebosanus Kk peanucmuyHOCMY USPOBO2O MUPA AGIAEMCSL AKMYATLHOU HPOOLEMOU Op2aHU3ayUU He MONbKO
nepcoHavicell, HO U CIMPYKMYPbl USPOBO2O MUPA C YUemoM obecnedeHuss Hauboabulel NPUCnOCcoOIeHHOCIY U
NPABUILHO20 NOBEOEHUs. NePCOHANCA 8 YCIOBUIX OKPYAHCaioujell Cpeobl.
KaroueBnie ciioBa: NPC, reHoM, UTPOBO# 0OBEKT, KJIACCHI, CTPYKTYpa.

75 onMcaHus opranuzanuu nosegaeHuss NPC
(Non-player character — «mepcoHaxx He-
UTPOKa», T. €. «YNPAaBISEMbId HE HUIPOKOMY),
KOIZla €r0 IOBEACHUE ONPEAEIAETCS NPOrpamMm-
HO, BAKHYIO POJIb MI'PAET €r0 B3aMMOAECUCTBHE C
UTPOBBIM MHUPOM. B KOMIIBIOTEPHBIX U HACTOJIb-
HBIX poJieBbIX Urpax TepmMuHoM «NPC» o6o3Ha-
YalOTCsl NEPCOHAXKU, OOIIAIOIINECS C MIPOKOM,
HE33aBHCHMO OT MX OTHOLIEHUS K UIPOBOMY IIep-
coHaxy. Takume NEpCOHaXM CIayXaT BaKHBIM
CPE/ICTBOM CO3/1aHUsI UTPOBOW armocdepsl, Mo-
TUBUPYIOT WIPOKOB COBEpIIATH TE€ WM HHbBIE
JEUCTBUSL M SIBIISIIOTCS OCHOBHBIM HCTOYHHKOM
uH(pOpMaLUU 00 UTPOBOM MHUPE U CIO’KETE UTPHI.
ITockonbKy 11 MCCIIEIOBaHNS BO3MOKHOCTH
OpraHu3alM MOBEJEHUs ObUI BBIOpAaH KJIETOY-
HBIN TeHeTUYecKui anroputm [1], To ocHOBHOE
UTPOBOE IOJIE MPEJCTABISET COO0M TBYMEPHYIO
CETKy C KBaJpaTHbIMH suyeiikaMu, B Kaxaas U3
KOTOPBIX HAaXOAWUTCA B TOM WJIM HHOM COCTOS-
HUHA. B 1aHHOM peanu3anuy Kaxzaas KIETKa
MOKET HaXOOUTHCS B CIEIYIOIIUX COCTOSHUSAX
BO3/lyX, TPaBa, )KMBOE CYLIECTBO.

Taxum 06pazom, 0 CBOEI CYTH UTPOBOE TO-
JIe SIBJISIETCS] IBYyMEPHBIM MacCHUBOM, YTO ITO3BO-
JsieT ynoOHO paboTaTh ¢ HUM C MPOrPaMMHOM
TOYKU 3pEHUS, TaK KaK KOOPAMHATHI KJIETKHU Oy-
IOyT B TOYUHOCTH COBIIAJaTh C MHJEKCAMU MacCH-
Ba. [Ipu 3TOM Ham HeoOXOIUMO XpaHUTh U 00-
pabarbIBaTh HE TOJIBKO COCTOSIHUE KIIETKH, HO U
onpeneniaTe KoHkpetHoro NPC nnu nHOU Urpo-
BOM 00BEKT, pacnojoxeHHbI Ha Hell. [loaTomy
ObLTa co3/laHa CTPYKTYpa JAHHBIX UTPOBOIO IO-
1 CellState.

public struct CellState
{
public string Status;
public string Hash;

}

B nanHoii cTpykType B mapameTrpe Status
XpaHUTCS WHMOPMAIUS O COCTOSIHHH KJICTKH, a
B napamerpe Hash yHukanpHblli uneHTuduka-
top NPC unu tpaBbel. Camu ke 3K3eMIUISIPBI UT-
POBBIX OOBEKTOB XPaHATCS B XeUI-Ta0NIUIIaX, I7Ie
KirodoM sBisiercst Hash. D1o mo3Bossier ObicTpo
MOJIy4aTh JOCTYI K 00beKTaM 0e3 HeoOXoAuMOo-
CTH TIepedopa BCeX AIEMEHTOB MacCHBa UTPOBO-
ro mupa. B cBoro ouepenp Takoi Moaxo Mo3Bo-
JisieT OOHOBIATH MHQPOPMAIUIO TOJBKO B TEX
AIIEMEHTaX MacCHBa, KOTOpPbhIE OBUIH W3MEHEHBI
3a eIMHUILy UTPOBOTO BPEMEHH, YTO TAKXKE H3-
0aBIiseT OT HEOOXOMUMOCTH €T0 TMOJHOTO Iepe-
Oopa. Bce 3TO MOTOKUTENIBHO CKa3bIBaeTCS Ha
OBICTPO/ICHCTBUU.

YuuteiBas TOT (akT, 4TO KOKIYIO CITUHUILY
UTPOBOTO BpPEMEHU HEOOXOTUMO KaKIOMY Mep-
COHaXY aHAIM3UPOBATh OKPYXKAIOIIYIO €ro 00-
CTaHOBKY HEOOXOAMMO O0EeCMednuTh UM JOCTYII
K XpaHsIIelcs B MacCUBE W Xem-TabiuIax WH-
dbopmaruu. B s3pike mporpammupoBanus CH#,
KOTOpBIA HcTodb3yeTcsi B Unity, MacCHUBBI U
XeI-Ta0NHIIbl TIEPEJAr0TCs TI0 CChUIKE, a He MO
3HaYCHHI0. TakuM 00pa3oM 3TO JIaeT BO3MOXK-
HOCTbH TMepeaTh UX B KKIbIA IK3EMIUISpP Kilac-
ca NPC 6e3 HakIaIHBIX pacXxoi0B Ha ONEPATHUB-
HyI0 mamsaTh. OTCIEKUBAHUE UTPOBOW JIOTUKH
Kak MpaBmwiIo npoucxoauT B coObiTusix Update,
FixedUpdate u LateUpdate.
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Kaxxnprit urpoBoil OOBEKT, PacIONOKCHHBIN
Ha CIIEHE, ABJIETCS DK3EMIUISIPOM CBOErO Kilac-
ca 00BEKTOB, KOTOPBIIl B CBOIO Ouepe/lb SIBIISIET-
csi HacIeqHUKOM Kiacca MonoBehaviour u,
CJIEZIOBATENILHO, UMEET Bce (DYHKIIMH COOBITHIA,
MIPE/ICTABICHHBIE Ha pUCYHKe. TakuM obOpazom
KK UTPOBOM 00BEKT criocoOeH oOpadarbi-
BaTh COOBITHS, IPOUCXOISAIINE C HUM, YTO W3-
OaBISICT OT HaNMCaHWs eNUHON (QyHKIMH OOpa-
OOTKM WIpOBOTO MHpa, TO3BOJSS CO37aBaTh
JUIIb UTPOBOIO MEHEIXepa, KOTOPbI OyaeT
OTCJIC)KUBATH TOJBKO TII00ATBHBIC N3MEHEHUS.

B pesynprare mbl MoxeM nepenate NPC
CCBUIKM Ha MAacCHB, COJAEP KAl HH(HOPMAITUIO
00 UTPOBOM TOJIE, a TAKXKE XEIITAOIUIBI U OHU
CMOTYT CaMOCTOSATEIbHO 00pabarbIBaTh 3arpa-
TUBAIOIIME MX COOBITHS, B TO BPEMS KaK UTPO-
BOM MEHeIKep OyJeT 3aHUMAThCS JIUIb UHUIU-
anuzaiyeil UrpoBOro MHpa, CO3JlIaHUEM U yhna-
JICHUEM IIEPCOHAXKEN U T. 1.

Hcxons u3 moctaBieHHOM 3a/1auu HE0OX0u-
MO oOecreunTh HAOONBIIYI0 MPHUCTIOCOOICH-
HocTh NPC Kk ycnoBusim urpooro mupa. Ilpu-
CIOCOOJIGHHOCTh  OTIPEEIISIeTCS TTapamMeTpaMu
UTPOBOTO TMEPCOHAXKa, OJHAKO B HAIlIeW CUTYya-
IIMA HEOOXOIMMO OOECIICYHThH €Ile U MPaBUITb-
HyI0 Mozenb noseaeHus [2]. [loatomy neneco-
00pa3Ho CBsI3aTh C LEIeBOM (yHKIMEH Kak ma-
pameTphl, TaKk U CKJIOHHOCTH K MPHUHATHUIO TOTO
WM UHOro pemeHus. [ToCKONbKY KaXAblil W3
MapaMeTpoB TMEPCOHaKa 3a/JaeTCsi YHUCIOBBIM
3HaYCHHEM Oy/leT ONTUMAaTbHBIM pEIICHHEM
OTIPENETUTh T€HOM KaK MAacCHUB IIETBIX YHUCE,
rJe KaXJIbIi U3 3JEMEHTOB OyJeT OTBeJarh 3a
TOT WM WHOW TMapaMeTp MEepCOHa)ka M CKIIOH-
HOCTH K penieHussM. Kpome Toro, 3TO TO3BOJIHUT
KOMITAKTHO XPaHUTh UH(POPMAIMIO O IIHUPOKOM
Pa3HOOOpa3uu BUIOBOM MOMYISIIUN.

BMmecre ¢ Tem HeoO6xoauMo aOCTparupoBarh
TE€HOM OT CaMoro KJjacca NepCcoHa)ka, a TaKxkKe
obecneunTh yI00HYI0 paboTy ¢ HUM MpH CO3/1a-
HUW TIEpCOHaXed W Tepemade WHDopManuu o
TeHOMe. DTO TO3BOJHT CO37aBaTh Pa3TUYHBIX
NPC na 6a3ze equHOroO Kjacca WCIONb3ys B Ka-
YecTBe WHHUIIMAIN3aTopa TeHOM. B pesynbrare
4yero ObUIO MPUHATO PEIIeHUE CIenarh OTIETb-
HBI KJIacC Ui XpaHEHUS TEeHETHYeCKOW WH-
dbopmanmm, ¢ peamusamuel psga CIyKeOHBIX
byHKIUH.

Peanuzanus gaHHOro Kiacca IpencTaBiIeHa

HIDKE.
public class Genom

{
public int[] DNK;

public Genom(int TypeOfIndividual)
{
DNK = new int[16];
DNK][0] = TypeOfIndividual;
for (int1=1; 1 < DNK.Length - 2; i++)
{
DNK]Ji] = Random.Range(1, 100);
}
DNK]J14] = Random.Range(1, 5);
DNK]J15] = Random.Range(1, 3);

b
public Genom(int [] newDNK)
{
this. DNK = newDNK;
b
public string GetLifeType()
{
if (DNK[0] == 0)
{
return "PREDATOR";
}
else if (DNK[0] == 1)
{
return "COW";
}
else
{
return "SCAVENGER";
}
b
public string GetDNK()
{
string result ="";
foreach (int 1 in DNK)
{
result = $" {result} {i}";
}
return result;
}

}

B npencraBnenHol peannu3anum onpeaencHsl 3
(byHKIMH (BKIIIOUAs 2 TIEperpy3KH KOHCTPYKTOPA).
3nech ax3eMiuripsl NPC renepupyrorcss Ha OCHO-
BE€ €IMHOTO KJIacca, MCIOJb3ys B Ka4E€CTBE Iapa-
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METPOB HMHUIMATHM3AIUN T€HOM, TI0TOMY HEOO0-
XOIMMO OOECIEUNTh YETKOE MPECTABICHUE O TOM
NpEJICTaBUTENIEM Kakoro Kiacca OyaeT coziaBae-
MbIii NPC, onpenienviB JaHHBIN NTapaMeTp TeHETU-
yeckoil nHpopManuy. VIMEHHO 3TOT mapamerp u
MmocTymaeT Ha Bxon KoHcTpyktopa (Genom(int
TypeOflIndividual)) mpu co3ganum mepBoit morry-
msuuu.  JlanpHelimass reHepauuss HapameTpoB
MPOUCXOJUT ABTOMAaTUYECKH HAa OCHOBE CITydaid-
HBIX 3HAYE€HWH M3 3alaHHOro auamnasoHa. I[lepe-
rpy3Ka KOHCTPYKTOpa peaan30BaHa Ul CO3TaHUs
sK3eMIUIsipa Kiacca (Genom Ha OCHOBE YETKO
OIPeJICNICHHBIX TTAPAMETPOB.

Oynknusa GetLifeType() cioyxut mist omnpe-
neneHus kiaacca cozgaBaemoro NPC.

Oyukuust GetDNK() Bo3Bpamaer maccus
COZIEpIKaIINK TEHOM ISl €T0 Tepeadl B Ipyrue
(GYHKIMH IPOTPAMMBI.

[Tockonbky B co3naBaemoii urpe NPC umeror
OJHOTUIIHYIO CTPYKTYpPY ¥ BO3MOXKHOCTH B3au-
MOJICHCTBUSI C UTPOBBIM MHPOM OHU BCE CO3/a-
1oTcsa Ha ocHoBe kiacca IndividualLife. OcHoB-
Hasl CTPYKTYpa KJ1acca M €ro MEeTOJbI IPEACTaB-
JICHBI HUXKE.

public class IndividualLife : MonoBehaviour

{

public Tilemap World,

public TileBase PredatorTile;

public TileBase CowTile;

public TileBase ScavengerTile;

public CellState[,] WorldInformation;
public Hashtable LifeInformationInWorld;

public Hashtable GrassInformationIn-
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);

MysStats = 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 =
AStar(WorldInformation);
weekDay = 0;
b

void Look() { }

void Vait() { }

void GoToTarget(string FinalyStatus) { }

void Eat() { }

void Attack(Personallnformation Target)
{3

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 SIBJIS-
torca Hash, myMemory, MyDNK u MyStats.

B none Hash xpaHuTcs yHUKaJIbHBIA HICHTH-
¢ukarop kaxgoro NPC. Drtor uaeHTUHKATOpP
CITY>KUT KJTIOYOM XEHI-Ta0JMIIBI, & TAKXKE YKA3aHO
B niosie Hash B cocTostHuu UrpoBoil ssuerku.

[Tonre myMemory sBIs€TCA 3K3EMIUIIPOM
Kjacca Memory W CIyKUT JUIsl XpaHEHHs] WH-
¢dopmanuu 0 copoauyax, Bparax, €€ U BbI-
opannoit NPC nenu. Ilone MyDNK xpanur
uHpopmanuio o renome. [lone MyStats xpanut
uHpopmanuio o xapakrepuctukax NPC, Takux
KaK KOJIMYECTBO XKU3HU, JHEPTUHU, CKOPOCTH I1e-

ncw
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PEIBIKEHUS U JIP.

[Tpu cozmanuu NPC urpoBoit MeHemxep nepe-
naet B koHCTpykTop Hash, mu6o i NPC, mu6o
TOTOBBII TEHOM, a TaKXKe CChUIKY Ha MAcCHB, CO-
JeprKani nHGOPMAITIO 00 UTPOBOM TIOJIE.

Taroke B kiacce IndividualLife peammnzoBanb
GYHKIIMA U MeTObl, OOECIIeUUBAIOIIIE B3aUMO-
JICWCTBHE C UTPOBBIM MHPOM U HAIpaBJICHHBIC HA
COBEpIIICHHUE TEX WM UHBIX JercTBUi. Hampumep,
ocMOTp MHpa BOKpyr ceds (pynkims Look), me-
pemenienue (dynkius GoToTarget), araka (hyHk-
must Attack), moemanme mmmm (dyskmus Eat),
poxnenue noromcrsa (pynkuus CreateB) u nip.

OcHnosHras ¢ynakmwms 310 LiveOneDay. UmenHo
B Hell 00pabaTbIBaeTCs BCE MOBECHUE MEPCOHAKA
B TEUCHHE OJTHOM CIMHUIILI UTPOBOTO BPEMCHHU.

B kauecTBe OCHOBBI AJISl alrOpUTMa MPHHS-
TUsl pemieHnid ObL1 BBIOpaH anmroput™m FSM, B
KOTOPOM pa3pabOTYHK 00O0OIIaeT BCE BO3MOXK-
HbIC CHTYaIlMH, a 3aTeM MPOTPaAaMMHPYET KOH-
KpPETHYIO PEeakIuIo A Kaxa0i u3 Hux. B nan-

CIIMCOK JIMTEPATYPbI

HOM CJy4yae ajJrOpUTM ObLI CKOPPEKTHUPOBAH C
Y4ETOM MPUMECHEHHUS HBOJIIONUOHHBIX BBIYHCIIC-
Huit. Kputepun mis ycinoBuil mepexona ObLIN
MPUBSI3aHBI K T€HOMY IEepPCOHAXa, TaKXKe J0-
0aBJieH MEXaHW3M CIIY4alHOCTH NPUHATUS pe-
LIEHHUS] HA OCHOBE CKJIOHHOCTEW. Takoi moaxon
MO3BOJISIET CO3/IaTh HE CTOJIbKO WHIUBUIYallb-
HOE TIOBEJICHNE KaXJI0M 0COOM, HO U MO3BOJISET
CO3/1aTh PEATUCTUYHOCTH MOBEICHUS, T. K. JaXKe
OJlHA U Ta K€ 0C00b OymeT BecTn ceOs HEMHOTO
M0-pa3HOMY B OJIHOH U TOi e cutyaruu [3].

B pesynbTaTe, MOCKOIBKY CKIOHHOCTH IPH-
Bsi3aHbl K TeHoMy NPC oHHM momanaroT moj me-
XaHU3MbI €CTECTBEHHOTO OTOOpa, YTO B CBOIO
ouepelbr W MO3BOJILIET Haubosiee MOIHO cdop-
MHUPOBAThH MOAXOJAIISE MMOBEICHHUE TIO]] PeaTiH
UTPOBOTO MHpPa, TOCKOJIBKY OTOOP MPOUCXOIUT
HE TOJHKO Ha OCHOBE 3HAYCHUU XapaKTEPUCTHK
nepcoHaka (MakCUMalIbHOE KOJIMYECTBO HKH3-
HEH, CKOpOCTh Oera U T. JI.), HO U Ha OCHOBE MO-
JIeNI TIOBE/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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