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K ITIPOCTPAHCTBEHHO-BPEMEHHOMY
MOJIEJIMPOBAHUWIO NUTPOBBLIX CUCTEM

B.B. Kyeypaxosa

Kasanckut (ITpusosorcerutl) gedepanvhui yrnusepcumem, 2. Kazanw, 420008, Poccus

AnHOTALUA

IIpeacraBiien MHHOBAIMOHHBIN YHUMDUIIMPOBAHHBIN MTOAXO K (DOPMAIBHOMY MOJIETUPOBa-
HUIO WIPOBBIX cyrmHocTedl n ux B3aumogeiictuit — FAST-GM (Formal Approach to Spatio-
Temporal Game Modeling). ITpeajokeHHasi MOJE/Ib UHTEIPUPYET TEMIIOPAJIbHLIE M BEPOSIT-
HOCTHBIE ACIEKTHI, 00eCcTedunBasi KOMILJIEKCHOE OIMCAHNE JTUHAMUKHM WTPOBBIX cucTeM. lomxos
FAST-GM ocHoBaH Ha pacHIIPEHHON TEMITOPAJILHOI JIOTMKE U TEOPUH BEPOATHOCTEMN, YTO 103~
BOJISIET TOYHO OIMCATD CJIOKHBIE UI'DOBBIE MEXAHWKY M UX IBOJIIOLMIO BO BpeMeHu. Paccmorpe-
HO OpMaJILHOE OIPeIe/IeHIe UTPOBBIX CYIITHOCTEN, UX COCTOSTHUIN U B3aUMOJIEHCTBUIA, & TaKXKe
MEeTO/Ibl MHTETPAIIMH TEMIIOPAJILHBIX ¥ BEPOSATHOCTHBIX djieMeHToB. Ocoboe BHUMaHUE YIeJIeHO
[IPUMEHEHHIO MOJIEJIN ISl aHAJIN3a UI'PDOBOTO OajaHca, popMabHOM BepudUKAINA UTPOBBIX
CIIEHAPHUEB W ABTOMATU3NPOBAHHON M€HEPAIMH TECTOBBIX caydaeB. OOCYKIEHBI MaCIITaOUpye-
MOCTb U aJIATUBHOCTb MOJICJIU JIJIsl PA3JIMIHBIX UIPOBBIX KAaHPOB. OKUJAETCs, ITO MPEIJIO-
»keHubit mogxon FAST-GM craner 3HaYnNTENIbLHBIM IANOM BIEpEe] B OPMAJILHOM MOJEIHPO-
BAHWM WUTPOBBIX CHCTEM, MPEIOCTABJSS Pa3pabOTIYNKAM MOIMHBI WHCTPYMEHT [Jjis aHAJN3a,
BepudUKAIMKM U ONTUMUBAINAY UTPOBBIX MEXAHUK HA PA3JUYIHBIX dTAlax pa3paboTKu.

Kurrouessbie cioBa: GopMaibHOE MOJIEIUPOBAHUE, UTPOBasl CyIIHOCTDb, B3aUMOJIEACTBIE B
Urpax, TEMIIOPAJIbHAS JIOTUKA, BEPOATHOCTHAST MOJIENh, aHAJIN3 UTPOBOro basanca, Bepuduka-
st urposbix cuenapue, FAST-GM, game studies, reiiMausaiin

Bsenenue

B coBpemennoit nnaycTpun pa3paboTKi KOMITBIOTEPHBIX UT'D HAOJIIOMAETCST TTOCTOSH-
HOE YCJIOKHEHWE UTPOBBIX CHCTEM M MEXAHUK. DTO TPUBOIUT K BO3PACTAIONIEN TOTPes-
HOCTU B GoJjiee (pOPMAJIM30BAHHBIX U CTPYKTYPHUPOBAHHBIX ITOAXOJIAX K IIPOEKTUPOBA-
HUO, aHajau3y U OajlaHCUPOBKE Urp. TPpauIMOHHBIE METOJBI, OCHOBAHHBIE ITPEHMY-
IIIECTBEHHO HA UHTYUIIUU W ONBITE PA3pabOTINKOB, CTAHOBITCS HEIOCTATOYHBIMU JIJIsT
obecrieyennsi Ka4ecTBa U COAJTAHCHPOBAHHOCTH CJIOZKHBIX UTPOBBIX CHCTEM.

PopmasibHOE MOJIEJIMPOBAHNE UT'POBBIX CYIITHOCTENH U MX B3aUMOAEHCTBUI [IPE/ICTAB-
JisieT CODOM MepCIEeKTUBHBIN MOIXO0M K PElIeHN0 Ha3BaHHBIX mpobsieM. OHAKO Cylie-
crByfomue GopMaJIbHbIE MOJIEJIN YACTO OIPAHUYEHBI B CBOEH CIIOCOOHOCTH OXBATUTH BCIO
CJIO’KHOCTB COBPEMEHHBIX UT'D, OCODEHHO B ACIEKTAX, CBA3aHHBIX C BPDEMEHHOM! JTUHAMIU-
KOl U BEPOSTHOCTHBIMU JIEMEHTAMU.

Ilensr manHOrO WCCaeAOBaHUS — pa3pabOTKa YHUPHUIIUPOBAHHOTO ITOIX0Aa K (Hop-
MaJIbHOMY MO/ICJIMPOBAHUIO UI'POBLIX CYIIHOCTEH! U X B3aUMOJAENCTBUI, KOTOPLIIA NHTe-
rpUpyeT TeMIIOpaJIbHBIE U BEPOSITHOCTHBIE acieKThl. [Iperaraemast Mojie/ib, Ha3BaHHAS
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FAST-GM (Formal Approach to Spatio-Temporal Game Modeling), npussana o6ecrie-
YUTHh KOMILIEKCHOE OIMCAHWE JIUHAMUKN UIPOBBIX CHCTEM, MTO3BOJIAIONIEe Oojiee TOTHO
aHaJIM3UPOBATh U IIPOTHO3UPOBATE MOBEJICHNE UTPOBBIX MEXAHUK.

Pabora pasBuBaer Hamm mpeablIyIIe UCCIEI0BaHUA B 001aCTH (POPMAIA3AINT 1
aHaJIM3a UTPOBBIX MeXaHuK [1,2], a Takxke onupaercsd Ha pa3spabOTAHHBIA HAMU MOIXOL
K CO3JIAHUIO YHUBEPCAJIBHON CTPYKTYPBI KOPILyCa TEKCTOB Buieourp [3].

OCHOBHBIE 33JIaYU UCCJIEIOBAHUS BKJIIOYAIOT:

e pa3paboTKy (HOPMATHLHOTO AIMMapaTa JJisi OMUCAHUS UTPOBBIX CYIIHOCTEH, YINTHI-
BAIOIIEr0 UX aTPUOyTHI, COCTOSIHUSI U [TOBEJIEHIE BO BPEMEHU;

® IHTErPAIUI0 BEPOSITHOCTHBIX 3JIEMEHTOB B MOJIE/b JIJISI OTPaKEHUs HEOIIPeJIeJIeH-
HOCTU U CJIyYailHOCTH, IPUCYIIUX MHOTMM HUT'POBBIM MEXaHHUKaM;

® CO3JIaHMEe METOJIOJOTUU MPUMEHEHUsT Pa3pabOTAHHON MOJEH U aHAJIN3a UTPO-
Boro basianca u hopMaTHLHON BEpUMUKAITIN UT'POBLIX CIIEHAPUEB;

® JICCJIe/IOBAaHME MACIITabUPYEMOCTH U 8 JAITUBHOCTH MOJEIIH JIJIs PA3JINIHBIX YKaH-
pPOB HTD.

TIpearaembiii TOX0/T OCHOBAH HA PACIIMPEHHON TEMIOPAJIBHON JIOTUKE U TEOPUH
BEPOSITHOCTEM, YTO TO3BOJISIET TOYHO OMNUCHIBATH CJIOYKHBIE UT'POBBIE MEXAHUKU U WX
sBosronnio Bo BpeMeru. Ocoboe BHUMAHUE YIEJIEHO OOECIIeYeHHIO MPAKTHIECKON TpH-
MEHUMOCTH MOJIEJI B PeaJbHOM IIPOIECCe Pa3pabOTKH UTD.

Mp1 onupaeMcst Ha MPUHIUITBI CUCTEMHON WHYKEHEPUH, B YACTHOCTU Ha KOHIIEIIIUH,
upezicraB/ieHubie B [4]. D10 mo3BoIsIeT pACCMATPUBATH UIPOBBIE CUCTEMBI KAK CJIOKHBIE
HepapxXuIecKue CTPYKTYPBI C YETKO ONPEJIeIEHHBIME yPOBHIME abcTpakimi. B ocHoBe
mogtesn FAST-GM jtexkut TpexypoBHEBasi CTPYKTYpa aDCTPaKIK, XapaKTepHas JJist
CUCTEMHOI MHKCHEPUU.

o KonrenryaJibHbIIl yPOBEHDb: OMUCHIBACT OOIIME MOHATUS U B3aUMOCBA3U UTPOBBIX
CYIIHOCTEMH.

e Jlormdeckmii ypoBeHb: MPEIOCTABIAET (POPMAIBLHOE TPEACTABICHIE CYIITHOCTEH 1
UX B3aUMO/IeHiCTBUIA.

o DusnyecKuil ypOBEHD: OIMUCHIBAET KOHKPETHYIO PEAIM3AINI0 B UI'DOBBIX JIBHKKAX
WU CUCTEMAX.

DTa CTPYKTypa MO3BOJISIET MTOCJIEI0BATETLHO TEPEXOJUTH OT ODIMUX KOHIIENINH K KOH-
KPETHBIM PeaJTU3aIiaIM, 00ecIeInBasl IeJIOCTHOCTh W COTJIACOBAHHOCTDH MOJIE/IN Ha BCEX
YPOBHSIX.

CrpyKTypa cTaThy TAKOBA: CHAYAJIA IPeJICTaB/IeH 0030p CYIIECTBYIONIUX IIOJAX0I0B K
dbopmambHOMy MoslempoBanuio B game studies! [5], 3aTem mospo6HO omucana mpeia-
raemas Mozesb FAST-GM, Brirodas €6 MaTeMaTUIeCKMii alapaT 1 MeTOI0JIOIMIO IIPY-
MeHeHus. Jlagee paccMOTpPEHBI IPUMEPHI UCITOIL30BAHUST MOJIEIIN [ aHAJIN3a UTPOBOTO
basanca u BepuuKaIuu CrieHapreB. B 3aK/II0YATEIbHON 9aCcTU IIPOBEIEHO CPABHEHUE
FAST-GM c¢ cyIecTByIOIIMEA TOAXOAAMH U O0CYXKJIEHBI IIEPCIEKTUBBI JaJIbHEHIINX
HCCJIEJOBAHUI B 9TOI 00JIaCTH.

Okujaercst, 9T0 pa3spabOTaHHBIN TOAXO0/, BHECET 3HAYNUTEILHbBIA BKJIAJ B Pa3BUTHE
MeTo70B (POPMAJILHOTO aHAJIN3a U ITPOEKTUPOBAHNS UIPOBBIX CUCTEM, CIIOCOOCTBYS I10-
BBIIIEHUIO KAaIeCTBA U COATAHCHPOBAHHOCTH COBPEMEHHBIX KOMIBIOTEPHBIX UTP.

LGame studies (uccireoBanust UTp) — STO MEK TUCIUTLIAHAPHAS 0BJIACTD AKAIEMIIECKIX HCCIIEI0Ba-
HUM, POKYCHPYIONIAsICA Ha UI'PaxX, B 9aCTHOCTH BHIEOUIPaX, UX JU3aiiHe, HITPOKAaX U X POJIA B OOIIECTBE
U KyJbpType. DTa 06/1acTh 00beJUHSIET OJXOAbl U3 PA3/IMYHbIX IUCIUIINH, BKJIIOYas KOMIIbIOTEPHbIE
HayKH, KyJIbTyPOJIOTHIO, IICUXOJIOTHIO, COIIMOJIOTUIO, aHTPOIIOJIOTUIO U MeIUanuCCe/IOBaHus.
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1. Csazamuble paboThI

B obsractu popMaIbHOTO MOEIMPOBAHUS UIPOBBIX CUCTEM CYIIECTBYET PsiJ| 3HAYN-
MBIX UCCJIEJIOBAHUIA, KOTOPbIE CIYZKaT OCHOBOII JIJIsl IIPEJICTABICHHON PabOTHI.

1.1. Mopgeus peasbHBIX U (PUKTUBHBIX 9J1€MEeHTOB. B MoHorpadun [6] nmpes-
JIOXKeHA 00Iasi MOJIEJIb UI'D — €€ MOYXKHO Ha3BATb MOJEJBIO PEaJbHBIX U (DUKTUBHBIX
snemenToB. OHAa MeHee JleTaJM3UPOBAHA, YeM HAIIa MOJIE/b, HO IPEJICTABISET CO-
6011 BaKHBIN mAr B (DOPMAJIU3AIUN UT'POBBIX CUCTEM. DTa MOjeb (POKyCHpyeTcs Ha
B3aMMOCBSI3U MEXKJTy IIPABUJIAMHU UI'PHI U (DUKTUBHBIM MUPOM, U4TO YaCTUIHO OTPaYKEHO
B HAIIIEM IOJIXO/e K MOJIEJIMPOBAHUIO UI'POBBIX CYIIHOCTEIA:

Game = (Rules, Fiction, PlayerInteraction),

rne Rules — mpaBwmia urpsl, Fiction — duktusnsit Mup urpsi, PlayerInteraction —
B3aUMOJECTBYE UTI'PDOKa C UIPOM.

1.2. ApxureKTypa MHTEPaKTUBHON apambl. B crartee [7] paspaboramst Gop-
MaJIbHBIE MOJIEJIN JIJIsi MHTEPAKTUBHBIX JPaMaTUIeCKUX CIIEHAPHEB B paMKaxX IIOCTPOe-
Husi cBoeit cucrembl Facade. Takue crieHapuu MOXKHO PacCMaTpPUBATh KaK criernudude-
CKUI CIy4ail uTPOBOrO MOJICJINPOBAHUA:

Scene = (Beats, Characters, DramaticArc),

rjie Beats — kiroueBble MOMEHTHI ciieHbl, Characters — mepcoHaXKu, yJIacTBYIOIINE B
cuene, DramaticArc — npamMarudeckasi CTPYKTypPa CIEHBI.

1.3. ®opmasnpHas urposasi rpamMaruka. B [8] mpejgioxkena dopmaibHas
rpAMMATHKA, JIJIsi OMUCAHUS UTPOBBIX MEXAHWK, YTO OJIM3KO K HAIEMY MOJIXOIY. DTOT
TO/IX0], OOJIBIIIE TIOX02K HA sI3bIK IMPOIPAMMUPOBAHUS JIJIsT UD:

Mechanic ::= Action|Rule| Resource,
rie Action — peiicrBue B urpe, Rule — npasujio urpsl, Resource — pecypc B urpe.
1.4. Owrosiorusi UTPOBBIX MexaHUK. B pabore [9] B pamkax Game Ontology
Project paspaborana obrmasi OHTOJIOTHST JIJIsl OIMCAHUST SJIEMEHTOB UT'POBOTO JM3aiiHa,
YTO MOXKHO PACCMATPUBATH KAK TOMBITKY 00OOIEHUs] UTPOBBIX 3JIEMEHTOB:

Inter face < Presentation < Rules < Goals < Enftities,

rie Inter face — uarepdeiic urpsl, Presentation — npejcrapjeHre UTPOBBIX JJIEMEH-
toB, Rules — npasuna urpel, Goals — nenu urpsl, Entities — cymnaocTu B urpe.

1.5. Xwumwus urposoro ausaiina. B [10] npemioxkeHa cucreMa aTOMapHbIX Jie-
MEHTOB TeiiMILIesI, KOTopas XOTs U MeHee (popMajbHa, HO CTPEMHUTCA K OOOOIICHHIO
UTI'POBBIX MEXaHUK:

Game = Atom; + Atoms + ...+ Atomy, tue Atom; = (Action, Simulation, Feedback),

rie Atom; — aToMmapHbIil 3j1eMeHT reiimiies, Action — nefictBue urpoka, Simulation —
cUMyIAnus pesyiabrara neficreus, Feedback — obpaTHast CBsI3b UIPOKY.
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1.6. Ilarrepns! urpoBoro gu3saiina. B kuure [11] npe/oxkena cucreMa marrep-
HOB UI'POBOTO JIU3aiiHa, KOTOPasi MOYXKET PACCMATPUBATHCS KAK MOMBITKA (POPMAIIH3aIin
1 0000IIEeHNsT UIPOBBIX DJIEMEHTOB. DTa paboTa MOC/IYKUJIa UCTOYHUKOM BJIOXHOBEHUSI
JUIs pa3pabOTKM HAMU IOXO0J/a K MOJIEIUPOBAHUIO ITOBTOPSIOIINXCST 9JIEMEHTOB B pa3-
JIMYHBIX YKAHPAX UIP:

Pattern = (Name, Description, Consequences, Using),

e Name — Ha3Banue narrepua, Description — onucanue natrepaa, Consequences —
TIOCJIEJICTBUS TIPUMeHEeHUs naTTepHa, Using — NpuMepbl UCIOIb30BAHUS TATTEPHA.

1.7. Teneparususbiii anamu3s Ilerpu-cereii. B crarve [12] ucnosnbzosanst Gop-
MaJIbHBbIE METOJIbI JIJIsI TEHEPAIUH WIPOBOIO KOHTEHTA OCPEICTBOM HHTErDUPOBAHMS
JIOTUYIECKHUX 1 BEPOATHOCTHBIX 9JIEMEHTOB U IPUMEHEHUN I I10/X0/10B, 6J'II/I3KI/IX K HallleMy':

Content = GenerateStructure(Logic) x ApplyProbabilities(Structure),

rne Content — creHepupoBaHHBIII UIpoBOil KOHTeHT, GenerateStructure — QyHK-
IUsi TEeHepaluu CTPYKTYPbl KOHTeHTa, Logic — JIoTWYecKue IpaBUJia TIeHepalluu,
Apply Probabilities — dyHKIMS TPUMEHEHUsI BEPOATHOCTHBIX 3JIEMEHTOB, Structure —
CTPYKTYpa KOHTEHTa, X — OepaTop KOMITO3UIUHU WJIH [TOCIEI0BATEIHHOTO TPUMEHEHWST
dyukiwmit. Cragasa npumensiercst byukiust GenerateStructure jjs co3panus 6a30Boi
CTPYKTYPbI KOHTEHTA, Ha, OCHOBE JIOTUYECKUX [TPABHII, & 3aTeM K ITOJIyIYeHHOI CTPYKType
npumensiercst yukiust Apply Probabilities st 1o6aBieHNsI BEPOSITHOCTHBIX 3JIEMEH-
ToB. Takum 0Opa3oM, X 371ech 0003HAYAET [IOCJIEI0BATEIHLHOCTD Oll€paIuil B IIpoIecce
PeHEPAINH UI'POBOIO KOHTEHTA.

1.8. ®opwmasabHble Mojenu B reiim-ausaitue. C.M. I'prordoresnem B [13] Gpuia
paccMoTpeHa poJib (pOpMaJIbHBIX MOJIEIEN B JIu3aiiHe KOMIIBIOTEPHBIX UI'P. DTa paboTa
BasKHA JIJIsl HAIIIETO MCCJIEIOBAHNUsI, TAK KAK OHA 3aKJIa bIBAET OCHOBY JIJIsi IPUMEHEHUSI
dopmabHbIX MeTONOB B game studies m paspaborke urp. C.M. I'prordorens mpem-
JIOYKUJI UCIOJIb30BATh PA3JIUIHBIE MATEMATHIECKHE MOIXOJbI, BKJIIOYas TEOPHUIO WD,
TEOPUIO ABTOMATOB W TEOPHUIO JMHAMUYECKUX CHUCTEM, JJIsi MOJIETUPOBAHUSI UT'POBBIX
MexaHuK. Ero 1mojxos nmogdepKkuBaer HeOOXOAMMOCTh TMOKOCTH (DOPMAaJIbHBIX MOJIe el
JIIsE OXBaTa Pa3HOOOpa3Msl UIPOBBIX KAHPOB M MEXAHUK:

Game = Formal Model(Mechanics, Dynamics, Aesthetics),

rme Mechanics — npaBujia U CUCTEMBI UTPbI, Dynamics — MOBeJAeHNe UTPHI BO BpeMs
BhINIOJIHEHUST, Aesthetics — SMOIMOHAJIbHBIE PEAKIINN, BBI3bIBAEMbIE Y UT'DOKA.

1.9. IlIpeasaraembliii (GopMadbHBII TOAXOJ K MIPOCTPAHCTBEHHO-
BPEMEHHOMY WrpOBOMY MozeJimpoBanuio. Hare wucciieoBanne pa3BuBaer u
JIOTIOJTHSIET CYIIECTBYIOIIME IOJIXOJbI, Ipejjiaras OoJiee JIeTaJM3UpPOBAHHYIO U YHU-
BepcajibHYIO0 MOjesb. MBI IIpejcTaBisieM YHU(DUIIMPOBAHHBIN IOIX0 K (POPMaIbHO-
MY MOJEJMPOBAHUIO WIPOBBIX CYIIHOCTEH W WX B3aUMOJEWCTBUIl, KOTODBI MHTErpH-
pyeT TeMIIOpaJibHble U BEPOATHOCTHBIE IJIEMEHTBHI, & TAaKXKe yUIUTHIBACT CHEIUMUKY
PA3INYHBIX HUTPOBBIX JKAHPOB. DTOT MOAXOJ, HazBaHHbii mamu Formal Approach
to Spatio-Temporal Game Modeling (FAST-GM), wan «®opmManbHblil 1m0aX01 K
[IPOCTPAHCTBEHHO-BPEMEHHOMY UTPOBOMY MOJIEJIUPOBAHUIO», TIPEICTABIISAET COOONH KOM-
IJIEKCHOE PEIeHNe IJIsl aHAJIN3a U pa3pabOTKU COBPEMEHHBIX UIDOBBIX CHCTEM.
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FAST-GM crpemutcs mpeojioieTh OrpaHuvIeHns CyIEeCTBYONIX MOX0/I0B, TPEeI0-
cTapiss 6oJiee MOJHBIA U TMOKUN WHCTPYMEHTAPUH JIJIsT MOJIEJMPOBAHUST UI'POBBIX CH-
creM. JleranbHoe onmcanue CTPYKTYPHI U KOMIIOHEHTOB MOJIEJIN IIPEJICTABJICHO B CJIe-

JLyIOIeM pasJielie.
FAST-GM ornmuaercst (cMm. Taba. 1) OoT APYrUX PACCMOTPEHHBIX METOJOJIOTHIl 110
HECKOJIBKHM KJIIOYEBBIM OCOOCHHOCTAM:

® BLICOKWIT yPOBEHb aOCTPAKIINU, ITO3BOJISIIONIUI MOIEINPOBATD CJIOXKHBIE UTPOBBIE
CHACTEMBI;

® JHTEerpalud TeMIIOPDaJbHbBIX U BEPOATHOCTHBIX aCIICKTOB B €IMHYIO MO/IEJIb;
® aJJTAIITUBHOCTDH K Pa3/IMTYHBIM UI'DOBBIM 2KaHPaM;
® OpHUEHTalud Ha IIPpaKTUYIECKOe IIPDUMEHCHNE B aHaJIu3e€ 1 pa3pa6OTKe urp.

Takum obpazom, FAST-GM — 3T0 KOMILIEKCHBIH ITOAXO0, K MOJAEIUPOBAHUIO UTPOBBIX
cucreM, OObeIMHSAIONINN CUJIbHBIE CTOPOHBI CYIIECTBYONIUX METOIOJIOTUI U PACIITUPSIIO-
A UX BO3MOXKHOCTH JIJIsI PEIIeHMsI COBPEMEHHBIX 3a1a9 UTPOBOil pa3spabOTKM.

2. ®opmasibHasI MOAEJb UTPOBBIX CYITHOCTEMN

IIpu paspaborke GOpMAJBHON MOIEIN UTPOBLIX CYIIHOCTEH MbI OMHUPAJIUCH HA
ONBIT CO3/AHUsI OHJIANH-MHCTPYMEHTa Jisi OajaHCUpOBKU BHjeourp [14], uro mosso-
JIMJIO YyYeCTh IPAKTHUYECKHE ACIIEKThI IIPUMEHEHUsi (POPMAJIBHBIX METOJOB B UI'DOBOM
nuzaitae (B cBoo odepen, noaxon FAST-GM, npejioxkenunlii B Hacrosmeii padore,
ITOCJIY2KAT OCHOBOM IIJIsf YCOBEPIIIEHCTBOBAHUS ITOIO OHJIANH-MHCTPYMEHTA, UTO IO3BO-
Jut 6oJiee TOYHO U H(DGDEKTUBHO aHAJIU3UPOBATH 1 OAJAHCUPOBATH UI'POBBIE MEXAHUKN ).

2.1. Omnpegeneane 6a30BbIX UI'POBBIX CyIIHOCTeli. BasoBble UTPOBLIC CYII-
HOCTH MOYKHO KJIaccuduIEpoBaTh CJEYONmM o6pasoM [9]:
A. AKTHUBHBIE CYITHOCTH:

a) urposble nepconaxku (yupasisiemble urpokom u NPC),
b) mnTepakTUBHBIE OGBEKTHI (JBEpHU, PHIYATU, TPAHCIOPTHBIE CPEICTBA),

€) MCKYCCTBEHHBIN UHTEJIEKT (6OTHI, CHCTEMBI YIIPABJIEHMWS ).
B. Ilaccusuble cymiHOCTH:

a) craTuyecKue oObeKThl OKPY2KeHUs (31aHus, Jasamadr),
b) pecypcel (3/10poBbe, SHEPIHs, BAJIIOTA),

¢) uHMOPMAIMOHHBIE JIEMEHTHI (33JaHUs, JKYPHAJIBI, KAPTHI).
C. CucreMuble CyNnHOCTH:

a) UIPOBBIE [IPABHIJIA U MEXAHWUKH,
b) cucrembl HpU3NKU U KOJUIU3UIA,

C) CHCTeMBI 3arPy3KH M COXPAHEHUsI.
D. Mera-cymuocTu:

a) WI'POBbIE CECCHH,
b) npoduiu urpoxos,

C) JOCTHU2KEHUA U CTATUCTUKA.
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Tabu. 1
CpaBHeHHE MTOIXOA0B K MOJEJUPOBAHUIO UTPOBBIX CUCTEM
Ilon-| Yposens TemmopasibHbIE Bepositnocr- | Borumciun- | Ilpakrudeckast
X0/l | abCcTpakiuu | acCIeKThbI HBIE TeJTbHAs MIPUMEHUMOCTb
3JIEMEHTBI CJTOXKHOCTH
2.1 Komnrern- He npencrasnensr | He Bxitouens: | Huskas Bricokast
TyaJIbHBIH JIJIST TEOPETHIEC-
KOT'O aHAJIN3a
2.2 | Jlormueckmnit | [IpencraBienst YHacTtuaHo Cpenusis Cpemusis,
B KOHTEKCTE B JIMAJIOTOBBIX crreruuIHA
HappaTuBa crucTeMax JIJIsI HAPPATUBHBIX
urp
2.3 | Jlormueckwuit | He npencrasienst | He Brintouensr | Cpemasist Bricokas
SABHO 71t DOPMATHEHOTO
OIHMCAHUA
MEXaHUK
2.4 | Komnren- He npencrasnens | He Britouens: | Huskas Bricokas
TYaJIbHBIH SIBHO JUTst Kitaccudu-
KAl
3JIEMEHTOB
UTPOBOTO
Jn3aiiHa
2.5 | Konnen- YacTuauo YHacTuauo Huskasa Cpenusisi, Hokyc
TyaJIbHBIH B MEXaHUKe B MEXaHHUKe Ha TBOPYECKOM
0OpaTHOI CBSI3U 06paTHOI aclleKTe Ju3aiiHa
CBSI3U
2.6 | Jlormueckwuit | YacTtu4uno He Bkmrouens: | Huskas Bricokas
B HEKOTOPBIX STBHO JUTST QHAJIA3A
naTTepHax U Ju3aiiHa
HAT'POBBIX
MEXaHUK
2.7 | Jlormueckuit | Hactuuno HNurerpupo- Bricokast Cpennsisi, pokyc
B aHAJIN3e BaHBI Ha, TeHepaIuu
[lerpu-cerei KOHTEHTA
2.8 | Konmen- PaccmarpuBarorcss | Hactuano Cpenusist Cpemnsisi,
TyaJIbHBII, B KOHTEKCTe paccMmaTpu- TEOPEeTUIECKUN
Jlornydeckuii | TUHAMHYECKIX BAIOTCS doxkyc
crucTeM
2.9 | Konmen- WNurerpupoBaHbt Asnsrorcs Bricokas Bricokas,
TyaJIbHBI, C WCIIOJIb30BAaHUEM | HeOTbeMJle- (PSPACE-| ¢ orpanmvienusMu
Jlorndeckwnii,| TEMIIOPaAJILHON MO 4aCTbIO oJIHAHA 1A KpPyITHOMAC-
DusudecKuii | JJOruKu MOJIEJIA mias LTL) | mrabGHbIX cucreM
2.1.1. VYpoBHEM aOCTpaknum UrpoBbIX cymniHocTeii. Ha konrentyajabHOM

YPOBHE UT'POBasi CYIITHOCTH OIIPEIesISeTCsl KaK abCTPaKTHBIN 00bEKT, 0018 1At OTIpe-
JIEJIEHHBIMU XaPaKTEPUCTUKAMU U CIOCOOHBIN B3aMMOJI€HCTBOBATD C JPYIUMU CYIITHO-

CTAMU.

Ha srornveckoM ypoBHe Mbl hopManusyeM cyiHocTs E (cokp. or anri. Entity) Kak
dyHIaMEHTATIBHBII 9JIEMEHT UTI'POBON CHCTEMBI, 00JIAAIONN YHIKAJILHBIMI XapaKTe-
PUCTHKAMU, COCTOSTHUEM W MTOBEJEHUEeM, KOTOPBIi (hOPMAIbHO MOYKHO OIPEIETUTh KAK

E=(1,AST,B),
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rie I (Identifier) — ynnkanpuelii unentudukarop, A (Attributes) — MHOXKeCTBO aT-
pubyros, S (State) — rexymiee cocrosinue, T (Temporal Properties) — TeMiuopaJbHble
cpoiicrBa, B ( Behavior) — obiee BeposSITHOCTHOE TIOBEJIEHNE, IPUIEM KaXK b1 aTpulyT
a € A npencrasisieT coboil XapaKTEPUCTUKY CYIIHOCTH, T.e. A = aj, a9, ..., Gy, T N —
KOJIMIECTBO aTPUOYTOB CYITHOCTH.

Ha dusuyeckom ypoBHE CYIITHOCTD IIPEJICTABIIAETCS] KAK KOHKPETHAS CTPYKTYPa JIaH-
HBIX WK OOBEKT B UI'POBOM JIBHIKKE.

Breibop abcrpaknumit Jist pejicrasienus cyrmnocreir B FAST-GM o6yciioBsien cie-
JYIOIUMU (haKTOPAMHU:

® YVHUBEPCAJIHHOCTDb — MOJIE/b JIOJI?KHA, OBITH IPUMEHUMA K ITUPOKOMY CIIEKTPY HT-
POBBIX KaHPOB U CTUJIEH;

® I'DAHYJISIPHOCTD — YPOBEHb JETAJIU3AINN JIO2KEH OBITH JJOCTATOYHBIM JIJIsI TOYHOTO
MOJIEJTUPOBAHMUsI, HO HE U30OBITOYHBIM JIJIsT 9(HEKTUBHOIO aHAIN3A;

® DACITUPAEMOCTb — BO3MOXKHOCTD JIETKO J100aBJISITh HOBBIE TUIIBI CYITHOCTEH 1 aT-
pubyThl 6e3 n3MeHeHus: 6a30BOH CTPYKTYPHI MOJIEIIH;

® COBMECTHMOCTH — CIHOCOOHOCTH MHTEIPUPOBATHCS C CYIIECTBYIOIUMU UTI'DOBBIMU
JIBUKKAMU U WHCTPYMEHTaMU Pa3pabOTKH.

JIncTuur 1

TIpumep dopmanbrOTro OmpeseseHus urposoro nepconaxka 8 FAST-GM

Character = (I: ‘‘player_001’’, A: {health_max, strength, speed},
S: [6ymeT meTamnpHO ompemeNeHO Io3xe],

T: {health_regen: 1/s, ability_cooldown: {fireball: 30sl}},

B: {crit_chance: 0.1, dodge_probability: 0.05})

2.2. ®opmajibHOE TMPpEACTABJIEHNE COCTOAHUI cyIrmHocTei. PopmaabHO
OIIPEJIEJINM COCTOSIHVE UTPOBOI CYIIIHOCTH KaK KOPTEXK

S = <V7 O’ T’ P>’

e V' — yHKIWMs, COMOCTABIAONAs aTpudyTaM n3 MHOXKecTBa A X Tekyinue 3Haqe-
aust (Values), C' — MHOXKeCTBO orpaHuveHnii Ha 3HaveHusi arpubyTtos (Constraint),
T — BpeMeHHasl MeTKa (time ), P — BepOSTHOCTHBIE XaPAKTEPUCTUKU TEKYIIErO COCTOSI-
uust ( Probability).

2.2.1. 3naveHus arpubyToB. V ompejeisiercs Kak (QYHKIHS, 0TOOPAYKAIOIIAST
aTpubyTHI B UX TEKYIHE 3HAYCHUSI:

V:A —>W,

rame A — MHOXKecTBO aTpubyToB, W — 00beuHEeHne BCeX MHOMKECTB JIOIMYyCTUMBIX 3HA-
YeHuit 11 Beex aTpubyToB.

Hast kaxmoro arpubyra a € A, V(a) = w, tne w € Da u Da — MHOXKeCTBO
JIOIYCTUMBIX 3HAYEHUI 17151 aTpubyTa a.
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Da upencraBiser cobOil Bce BO3MOXKHBIE 3HAYEHUsI, KOTOPbIE MOYXKET MPUHUMATD
KOHKPETHbI aTpudyT @, HAIPUMED:

® I YUCJIOBOTO aTpubyTa ’3/10poBbe’ Da MoxkKeT OBITH ompeaeneHo kKak Da =
x € N|0 < 2 < 100, 910 03HAYAET, UTO 3/0POBbE MOXKET IPUHUMATD JIFO00E IeJI0e
snaderue ot 0 o 100;

e s aTpuOyTa 'mMMsI epconarka’ Da MoKeT OBITH MHOXKECTBOM BCEX JIOMYCTUMBIX
CTPOK OLpeJIeJIeHHOl JynHbl, HanpuMmep, Da = s|s — crpoka, 1 < mmmna(s) < 20;

e jurs aTpubyTa ’KJAcC IepcoHaxka' B poJsieBoil urpe Da MOXKeT OBITh KOHEY-
HBIM MHOYKECTBOM IIPEJIONIPEIEIEHHBIX 3HaYeH 1, Hanmpumep, Da = 'Boun’, 'mar’,
'JIy9HUK , 'TI€JINTEJIb ;

e st aTpudyTa 'KOOPAWHATHI B JIBYMEPHOM IPOCTpaHCcTBe Da MOXKeT ObITH ompe-
JesieHo kak Da = (x,y) |2,y € R, 0 < 2 <1000, 0 < y < 1000, e @ u y — jeifi-
CTBUTEJbHBIE YUCJIA B IIpeJiesiax UTPoBOTo 1o pasmepom 1000 x 1000.

2.2.2. Orpaunyenus. MuoxectBo C' COJIEPKUT OTPDAHUYECHHUs HA 3HAUCHUS AT-
pubyroB C' = cy,ca, ..., Cm, TH€ KaXKJIOE ¢; IPEACTaBIAET COOOI IpeauKaT HaJ 3Hade-
HUSIMUA aTPUOYTOB.

2.2.3. Bpemennas metka. Bennunnaa T mpeicTaB/isieT MOMEHT BPEMEHH, K KOTO-
POMY OTHOCHTCsI JJAHHOE COCTOSTHHE. DTO IMO3BOJISET OTCAEXKUBATH IBOJIEOIUIO COCTOSTHUSI
CYTITHOCTU BO BPEMEHH.

PacemorpuM cynHOCTh «UrpoK» (player) B posieBoii urpe, onpeiens eé KOMIIOHEH-
THI KaK Epigyer =< 1, A, S, T, B >, e
I = “player 0017,

A = {3n0poBbe, cuia, OubIT},
T = {ckopoctb _perenepaiyn : 1 ex/MuH, qumreasHocTh  6addos : 5 MuHyT},
B = {BepositHocTh _kpur _ymapa : 0.1, manc _ykionenns : 0.05}.

Cocrosinne urpoka S B KOHKDPETHBI MOMEHT BPEMEHU MOXKET OBITh OMHCAHO KaK
S =<V,C,7,P>,rne V = {3n0poBbe — 100, cuia — 15, oubir — 200},

C = {smoposbe > 0, cuna > 0, omsir > 0},
T = To,
P = {BepositHocTb _ ciaes; yposHsi : 0.7}.

DTO COCTOsTHNE MOYKHO MHTEPIPETHPOBATH CJEAYIOMMUM 0OPA30M: B MOMEHT Bpe-
MmeHn to urpok umeer 100 equnuUIr 3/10poBbs, 15 equnuiy cuibl 1 200 eUHUIL ONBITA.
Cy1iecTByOT OrpaHMYeHNs] HA 3HAYEHUsI ATPUOYTOB: 370POBbE U OIBIT HE MOIYT OBITh
OTPUIATEIbHBIMU, & CUJIa JOJIZKHA OBITH CTPOrO TOJIOXKUTETHHOM. BeposgTHOCTh J0CTH-
KEHUS CJIEIYIONIETO YPOBHS B TEKYIEM cocTosHun coctapiseT 0.75.

Takoe 1mpeJicTaB/IeHUE TTIO3BOJISIET TOYHO OIMCATH KaK OOIMe XapaKTePUCTUKU CYIIl-
HOCTH <«HUI'DPOK», TaK M €€ KOHKPETHOE COCTOSHUE B OIPEJICJICHHBII MOMEHT BpPEMEHHU,
BKJTIOYasl BEPOSATHOCTHBIE ACTIEKTHI.

2.2.4. TemnopajbHble acneKTbl. J[jisi MOAEIMPOBAHUS U3MEHEHUsI COCTOSTHUI
BO BpeMeHu BBeIEM oreparop Next(S), KOTOPBIi Olpeesser Cepyonee COCTOAHIE
cymuocru Next(S) = S', rne S’ — HOBOe cocrosiHue 10CjIe HEKOTOPOrO UTPOBOLO CO-
ObiTus Wi JeiicrBus (oneparop Next(S) cooTBeTCTBYyeT TEMIIOPAIBLHOMY OIEPATOPY
Nexzt(X), onmucannomy B pasgene 3.3.1. Takum obpasom, Next(S) = S’ sxkpubasent-
Ho XS B HOTAIIMU TEMIIOPAJIHHON JIOTHKH ).
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2.2.5. BeposiTHOCTHBIE acneKThI. [jisi yuera BEPOSITHOCTHBIX IJIEMEHTOB BBe-
ném dynkmmo P(S — S7), koTopast onpeiessieT BeposiTHOCTD MEePeX0/a U3 COCTOSTHUS S
B cocroanme S’ .

2.2.6. DPopmanbHas Bepudukalus. VICroabp30BaB 9TO IPEICTaBIEHNE, MBI MO-
2KeM cHOPMYIUPOBATH U IPOBEPUTH CBONCTBA UI'POBBIX cymHOcTel. Hampumep:

V(3moposbe(t) > 0) — UIPOK Beerja UMeeT MOJIOKUTEIHHOE 310POBbE,

G (omniT(t + 1) > oubIT(f)) — OIBIT UI'POKA HE YMEHBIIAECTCH CO BPEMEHEM.

2.2.7. Ilpumep KOMMJIEKCHOTO OIIpEJIeJIEHUsSI WrPOBOI  CYIIHOCTH.
Character = (I: “player 001”7, A : {health max, strength, speed}, S : (V
{health max — 100, strength — 20, speed — 5, current health — 75, position
— (10, 0, 5)}, C : {health max > 0, strength > 0, speed > 0, current health <
health max}, 7: t current, P : {poison active: true}), T : {health regen: 1/s,
ability _ cooldown: {fireball: 30s}}, B : {crit _chance: 0.1, dodge _probability: 0.05})

Takoe IIpejiCTaBJIEHIEe [O3BOJISET TOYHO ONUCATD CYIHOCTh, €€ TEKYIIEee COCTOsTHUE,
BKJIIOUast BO3MOKHOE [I0BEJICHNE, BPEMEHHBIE XapAKTEPUCTHKH U BEPOSTHOCTHBIE ACIIEK-
TBI [IOBEJICHHS — BCE, UTO SIBJISETCS OCHOBOI /I JaJIbHEINero anaan3a u MOJIe/IHPOBa-
HUsI UTPOBOI cucrembl B pamkax FAST-GM.

2.3. TemmnopajbHbIe OIEPATOPHI [Jisi OMMUCAHUSI DBOJIOIUHN CYI[HOCTEN.
Jlst onucanus M3MEHEHUsT COCTOSTHUN cyrHocTell Bo Bpemenu B Momean FAST-GM wuc-
[TOJIF30BaH HAOOP TEMIIOPAIHHBIX OIEPATOPOB, OCHOBAHHDIX HA JIMHEHHON TEMIIOPAIbHOMI
soruke (LTL) [15]. 9tu omepaTopsl mo3BosioT hOPMAJLHO OMUCHIBATH U AHAJISHPO-
BaTh JIMHAMUKY MTPOBBIX CYIITHOCTEN.

2.3.1. Omnpenenenune 6a3oBoro Habopa TeMMNOPAJIbHBIX OMEPATOPOB.

o Next(X): X, o3HaUaeT, 4TO CBOWCTBO ¢ OyIeT HCTHHHBIM B CJIEIYIOIIEM CO-
CTOSTHUIH.

o Always(G): G, o3nHadaer, 4T0 CBOICTBO ¢ OyjleT HCTUHHBIM BO BCeX OyIIyImmx
COCTOSTHUSIX.

o Eventually(F): F, o3Hadaer, 9TO CBOHCTBO ¢ CTAaHET HCTUHHBIM B HEKOTOPOM
OyIyIIEeM COCTOSTHUM.

o Until(U): U o3nauaer, 4To0 CBOHCTBO ¢ OyjieT UCTUHHBIM JI0 T€X HOP, [IOKA He
CTaHeT UCTUHHBIM CBOHCTBO .

2.3.2. dPopmajbHOE OMUCAHNE U3MEHEHUs COCTOSTHUI CYITHOCTEN BO Bpe-
menu. [lycrs S(t) o603HaAUAET COCTOSIHME CYIIHOCTH B MOMEHT BPEMEHH ¢, TOTJ[a MOXKHO
MIPUBECTHU CJIEJIYIONIHE TIPUMEPHI JIJIsl OIUCAHUST PA3JIMIHBIX [IEPEXOJ0B OT OJHOTO Bpe-
MEHU K JPYroMy:

e XS(t)=S(t+1): cneayrommee cOCTOsIHEE CYIIHOCTH,
o G(S(t).health > 0): 3M0pPOBbE CYNTHOCTH BCET/IA TOJIOKATEIHHO,

o F(S(t).level = 10): B Kakoif-TO MOMEHT B OyJyIIEM CYIIHOCTH JOCTHIHET 10
YPOBHA,

o (S(t).status = “poisoned”)U(S(t).status = “normal”): cymHOCTH GymeT oTpas-
JIEHA, TIOKa He BEPHETCsl B HOPMAJIBHOE COCTOSHUE.
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2.3.3. TemmnopaJjbHbIE OIIEPATOPHI AJIS TUIIUYHBIX UI'POBBIX CIIEHAPUEB.
IIpuBeném npuMepsl NCIOJIB30BAHUS TEMIIOPAIBHBIX OIEPATOPOB [IJIsi TUIINYHBIX UTPO-
BBIX CIIEHApUEB.

e Pereneparus 3710poBbsI:
G(S(t).health < S(t).mazx__health — X S(t).health > S(t).health)
—“Bcerjia, eCJIM TEKYIIEe 3JI0POBbE MEHbIIE MAKCUMAJILHOTO, B CJIELY IO MOMEHT
BpPEMEHU OHO yBEJIMIUTCS .

e OTkar crocoGHOCTH:
G(S(t).ability _used — FS(t).ability _available)
— “Bceryia moCJI€ UCIIOJIb30BAHUS CIIOCOOHOCTH, B KOHEYHOM UTOI'e OHA CHOBA CTAHET
JIOCTYITHON .
e IIporpecc kBecra:
(S(t).quest _status = “in_progress” )U(S(t).quest _status = “completed”)
— “kBecT OyZeT B IPOIECCE BBIMIOJIHEHNUsI, TIOKa He OyJeT 3aBepIeH’.

e Bpemennnrit 6add:
G(S(t).buff _applied — F(S(t).buff _duration = 0))
— “Bcerma, ecau mpuMeHeH Oadd, B KOHEIHOM HTOrE€ €ro JIJIUTEILHOCTH CTaHEeT
paBHOI HyJII0”.

e Ilepuoamueckoe cobbITHE:
G(F(S(t).event_trigger = true))
— “Beeria BEpHO, 9TO B KOHEYHOM MTOre POU30iieT cobbitue (1 910 Gyer HoBTOo-
paThest)”.

Wcnonp3oBanne 3TUX TEMIOPAIBHBIX OIEPATOPOB II03BOJIsAeT (DOPMATIBHO OIHUCATH
CJIO’KHBIE BPEMEHHbBIE 3aBUCUMOCTU U IIOBEJEHUE UIPOBBIX CYIIHOCTEH. DTO JaeT BO3-
MOXKHOCTb HE TOJIbKO CMOJIEJINPOBATH UI'POBBIE MEXAHUKHU, HO U IMIPOBECTU (DOPMATHHYIO
BepuUKAIUIO UTPOBBIX CIIEHAPUEB, 0DECIIEINB KOPPEKTHOCTDh U IIPEICKA3YEeMOCTh I10-
BeJIeHUs UI'POBOM CUCTEMBI BO BDEMEHU.

2.4. BeposiTHOCTHBIE 3JIEMEHTBI B MOJAEJN CylTHOCTEN. BeposTHOCTHBIE 3J1€-
MEHTBI UI'PAIOT KJIIOYEBYIO POJIb B MOJICIUPOBAHAN MHOI'MX ACIIEKTOB UI'POBBLIX CUCTEM —
OT CJIyYalHBIX COOBITHIl O HEOIPeJeJIEHHOCTEl B MOBeJeHUU cyimHocTeil. B momenn
FAST-GM Mbl MHTErpUpyeM BePOSTHOCTHBIE 3JIEMEHTbI, MCIIOJIb30BAB KOHIEIIUU U3
TEOPUM BEPOSITHOCTEH M CTOXACTHIECKUX mporeccos [16].

2.4.1. BsBegeHue BepOsTHOCTHBIX (PYHKIUI uU pacrpenejienuii. Beposit-
HOCTHBIE JIEMEHTHI (JUCKPETHBIE BEPOATHOCTH / HENPEPBIBHBIE PacCIpeeleHus | yCIoB-
Hble BEPOSITHOCTH ) HPEICTABJIEHBI CJIELYIOIUM 0Opa30M:

e jmckperHble BepositHocTH: P(X = ), rme X — ciyvaiiHasi BeJIMunHa, & — KOH-
KpPEeTHOe 3HAYEHUE.
ITpumep: P(kpuruueckuii _ymap = true) = 0.1;

e HenpepbiBHbIE pactpejenenust: f(x), rae f — QyHKIUSA MIOTHOCTH BEPOSTHOCTH.
ITpumep: ypoH MOXKET GbITh pAaCIpe/ieieH HOPMAJILHO ¢ TapaMerpamu f (cpesmee)
u o (CTaHJAPTHOE OTKJIOHEHUE);

e ycioBHbIe BepositHocTn: P(A|B), BepositHOCTE coObiTust A 11pu yeinosun B.
ITpumep: P(nobena | yposenb _urpoka > 10) = 0.7.
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2.4.2. MogaeaupoBaHue CJaydalHbIX COOBITUI 1 HeollpeaeJieHHOCTEl B 110~
BeJeHun cyniHocteii. [IpuBeaém npuMepnl, KAK MOTYT ObITH IIPEICTABIEHBI CJIydaii-
Hble COOBITHSI M HEOIIPEJIeJIEHHOCTU B IIOBEJIEHUU CYIITHOCTEIA.

e [emeparust caydaiiHbIX COOBITHIA:
Event(e) = {true,ecam rand() < P(e); false, nnage}.
Hanpuwmep, reneparnus ciry<daifHOro COOBITUSI «KPUTUUIECKUI yiap»:

Critical _Hit() = {true,ecim rand() < character.crit_chance; false, unaue}.

o CroxacTHuecKue M3MEHEHUsT COCTOSHUSI:
S(t+1) = f(S(t),e),rme & — cayuaitHasi BeJMINHA.

Hampumep, u3menenue B cjeAyonuii TUK BPEMEHU YPOBHS 3I0POBbA C yIETOM
3aJI0KEHHOT'O YPOBHS peEreHepaliuu:

character.health(t+1) = character.health(t)+regeneration_rate+Normal(0,5).

e MapkoBckue 1enu Ajisi MojaeaupoBanus nosegerns NPC:
Hampuwmep, BepositnocTb n3menenus noseaenust NPC B cieayromuii THK BpeMeHU:

P(NPC _state(t+ 1) = “araka” [INPC _state(t) = “narpyns”) = 0.3.

2.4.3. UHTerpamusi BEepOSITHOCTHBIX 3JIEMEHTOB C TE€MMNOPAJbHBIMHU Aac-
nekTtamu. /s o6be uHeHsT BEPOATHOCTHBIX U TEMIIOPAJIBbHBIX ACIIEKTOB MBI UCIIOJIb-
3yeM KOHIIEIIIMA U3 BEPOSTHOCTHO TeMIopasbHoii sorukn [17]:

e P_.[¢]: BeposiTHOCTE TOTO, uTO DOPMYTIa (© MCTUHHA, DABHA T .
ITpumep: P—os[F(character.level > 10)] — “BeposiTHOCTH TOTO, YTO B KOHEUHOM
urore nepconax pocruruer 10 yposus, pasua 0.8

e P-.[¢]: BeposiTHOCTB TOrO, uTO (bOPMY/Ia  HCTHHHA, HE MEHEe .
Ipumep: Psg.95(G(item.durability > 0)] — “c BepoaraocTbio He Menee 0.95 npes-
MeT HHUKOI/a He CJIOMaeTcs

o Efreward]: oxugaeMoe 3HatdeHue HATPAIBL.
ITpumep: E[G(quest.completion reward)] > 100 — “oxxujaeMasi Harpaja 3a Bbl-
IIOJIHEHIE KBecTa Bcerya He meHee 1007.

Vcnonb3oBanne 3THX KOHCTPYKIHIA O3BOJISIET (DOPMAJIBHO OMUCATH W TPOAHAN3U-
pOBaTh CJI0XKHbIE UT'POBble MEXaHUKH, BKJIIOYAIONIEe KaK BpeMeHHbIe, TaK U BEPOATHOCT-
Hble aCIIeKThl.

IIpumep KOMILJIEKCHOTO OIMCAHUS UTPOBONl MEXAHUKMU:

P>o.7[G(character.health > 0)U (boss.health = 0)]

— “c BepogTHOCTBIO He MeHee (.7 MePCOHAXK OCTAHETCs YKUB 110 mobe bl Hal 6boccom”.

WNurerpaius BepoSTHOCTHBIX 371eMeHTOB B Mojiesib FAST-GM nozBosisier 6osiee TO4-
HO OIHUCHIBATH PEAMCTHIHOE IOBEJIEHNE UT'POBBIX CYIITHOCTE, yIUTHIBASI SJIEMEHTDI CJIy-
YAWHOCTH W HEOIPEIEJCHHOCTH, IPUCYIIIE MHOIUM UI'POBBIM CHCTEMAM.
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2.5. BsaumogeiicTBue MeXXAy CYNIHOCTSIMHU. B3amMmomeiicTBue MexK Iy HUTPO-
BBIMU CYIITHOCTSIMU SIBJISIETCsT KJTFOUEBBIM ACIIEKTOM JII0DO0# UTpoBoii cuctembl. B Mmozesnn
FAST-GM wmbI hopMasiuzyeM pa3indHble TUIBI B3aUMOJIEHCTBUI, YINTHIBasi UX BPEMeH-
HbIE W BEPOSITHOCTHBIE XaPAKTEPUCTUKH.

2.5.1. dPopmasbHOe ompeaesieHNe TUIIOB B3auMoaeiicTBuii. B marmeit mose-
JIX MBI BBIJEJIsIEM CJIEIYIOIINE TUIBI B3aNMOIeHCTBHII:

e npsimble B3ammogeiictusi: [ d(FEj, Fy) — HEIOCpeICTBEHHOE BIMSIHUE CYIIHO-
cru B, Ha Es;

e kocsennbie Baanmogeiicrsust: I _i(FEy, Fy, E3) — Bauanue E; na Ey depes nocpen-
Huka Fs;

e cunxponsble B3aumogeiicrust: I s(Eq, Ea,t) — B3auMozeiicrBue, IpOUCXOIsInee
B KOHKPETHBI MOMEHT BpeMeHH t;

e acunxpounble B3anmogeiicrsus: I _a(Ey, Fay, At) — B3auMouelicTBue, pacTsSHyTOe
BO BpeMeHU Ha uHTepBaJ Af.

2.5.2. MopgenupoBaHue BINSHAS B3ANMOAEHCTBUH Ha COCTOSIHUS CYIIIHO-
creil. BiusiHue B3anMOZeiCTBHsI HA COCTOsIHUE CYITHOCTH MOXKHO OIHCATH Kak (DyHK-
muto nepexona S’ (E) = f(S(E),I(Ey, Es),t), tae S(E) — Tekylee COCTOSIHAE CYIIHO-
ctu E, S'(E) — HoBoe cocrosinue mocte B3anmMoneiictsus, I(Ey, Ea) — B3auMmojeicraue
Mex 1y cymuoctamMu Fy n FEs, a t — MOMEHT BpEMEHU.

Player.health’ = f(Player.health, I;(Enemy, Player),t) =
= max(0, Player.health — Enemy.damage * (1 — Player.de fense/100))

2.5.3. OmnwucaHue CJOXKHBIX B3aMMOJEHCTBUHA C MCIIOJIb30BAHUEM TEMIIO-
PANBHBIX U BEPOSITHOCTHBIX 3JI€MEHTOB. JJIst orrcanusi CJIOYXKHBIX B3aUMO/IEHCTBUI
MBI KOMOMHUPYEM TEMIIOPAJIbHBIE OIEPATOPHI M BEPOSITHOCTHBIE 3JIEMEHTHI:

® OTJIOXKEHHOE BO3JIeiCTBHE:
X[At]I _d(Potion, Player.health) — “aepe3 At e uHUI] BDEMEHHU 3€JIb€ TIOBJIHSIET
Ha 3JI0pPOBbE UI'POKA’;

® BEPOSTHOCTHOE B3aMMOJIEHCTBHIE:
Py3[I d(Player.attack, Enemy.health)] — “araka urpoka ¢ BeposgraocTbIO 0.3 110~
BJIUSIET Ha 370pOBbe Bpara’;

® [IEPUOUYIECKOe B3aUMOJeHCTBHE:
G[F[I_d(Environment.radiation, Player.health)]] — “Bcerma B GyaymemM Gyser
MOMEHT, KOTJI4 PaJIMalysi OKPYZKEHUS MOBJIUET Ha 370POBbE UIPOKA;

® YCJIOBHOE B3aMMOJENCTBUE:
(Player.level > 10) — I _d(Player, Environment.special _zone) — “eciu ypo-
BeHb UIPOKa He MeHee 10, TO OH MOXKET B3aMMOJEHCTBOBATH CO CIEIUATBHOMN

30H0i1".
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2.5.4. Ilpumep KOMILIEKCHOTO B3aumMmoeiicTBus. Paccmorpum crenapwmit
«OTpaB/ieHHBII KJIMHOK» B POJIEBOIl Urpe:

I poison_blade = {trigger : I _d(Player.weapon, Enemy),ef fect :
Py 2[G[0, 30](X Enemy.health’ = Enemy.health — 5)|, duration : 30seconds}

Jluctunr 2
IIpumep ucnosb3oBanust HaBblka «OTpPaBJIEHHBINH KJIMHOK»

I_poison_blade = {
trigger: I_d(Player.weapon, Enemy),
effect: P_0.2[G[0,30] (X Enemy.health’
= Enemy.health - 5)],
duration: 30 seconds

DTO B3aUMOACHCTBUE O3HATAET:
e TpUITEp: NPSIMOE B3aNMOJEACTBIE OPYKUSA UT'POKA ¢ BParoM,

e 3ddexT: ¢ BepoarHocThIO (.2 B Teuenune ciemayommx 30 CEKyHI KaXKIYI0 CeKyHIY
Bpar OyJeT TePATh D eIUHUIL 3[10POBbS,

e uTebHOCTD 3 derTa: 30 cekyH .

Takoe dopmasibHOE OIHMCAHUE TO3BOJIET TOYHO MOJEIHMPOBATH CJIOKHDBIE UTDOBBIE
MEXaHWKHU, YIUTHIBAas UX BPEMEHHbBIE, BEPOSITHOCTHBIE M YCJIOBHBIE ACIEKTHI. DTO 0bec-
[IeYNBaEeT OCHOBY JIJIsi aHAJIM3a OajlaHCa, BbISBJIEHNS TOTEHITUAIBHBIX TPOOJIEM U OITH-
MU3AIIU UTPOBOTO Iiporiecca. VaTerpanus B3anmoeiicrsuit B Mmojeab FAST-GM nosso-
JISI€T CO3IABaTh JETAJbHBbIE U TOYHBIE MIPEJICTABICHUS UTPOBLIX CUCTEM, ITO OCOOEHHO
BayKHO JJIs CJIOYKHBIX MHOT'OIIOJb30BATEIbCKUX ULP U UIP C OTKPBITBIM MHPOM, TII€
B3aUMO/IEICTBUS MEXKJTy CYIIHOCTSIMH MOTYT OBITH UpPE3BBIYAiiHO PA3HOOOPA3HBIMHU U
KOMILJIEKCHBIMH.

2.6. MacmrabupyemocTs u aganTuBHocTb Mojeaun. Mogens FAST-GM pas-
paboTaHa ¢ y4eToM HEOOXOIMMOCTH €€ IPUMEHEHUsI K PA3IUIHBIM MACIITadaM HUIPO-
BBIX CHCTEM U aJAITAINU K CIEIMIMDUIECKIM TPEOOBAHUAM DPA3IUIHBIX UTPOBBIX YKAH-
pos [18]. B sTOM pasjene MBI pacCMOTPHUM, KaK MOJENb 00ECHEINBAET MACIITAOUpPYye-
MOCTb U aJIalITUBHOCTb.

2.6.1. TIpuMeHMMOCTb MOJEIM K PasjUYHLIM MacHIiTabaM HUIPOBBIX CHU-
creMm. FAST-GM moxker 6bITh TPIMEHEHA K HT'POBBIM CHCTEMAM Pa3JIMIHOTO MAacIITaba:

A. Muxkpoypoeetb. MojieiupoBaHue OTJIeJIbHBIX UIPOBBIX MEXAHUK WJIM B3aHMMOJIEIi-
CTBUIA.
IIpumep: meranbHOE OMUCAHME CUCTEMBI KpapTUHTa B UTpeE.

B. Mesoyposens. Omnucanue moJCHCTEM UM IPYIII B3AUMOJEHCTBYIONIX CYIITHOCTEI.
IIpumep: MosemnpoBaHre SKOHOMUKHN BUPTYAJbHOTO TOPO/IA.

C. Makpoyposerb. MojiesnpoBanue MeblX UTPOBBIX MUPOB WU TJIOOATBHBIX UT'PO-
BBIX CHCTEM.
[Tpumep: ommcanue 3Bosronuy Gppaxiyii B MACIITAOHON CTpAaTerndecKoi urpe.
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s obectiedenns MacmrabupyeMOCTH UCIOJIb3YETC NEPAPXUIECKUI TTOIXO;:

E _macro={E_meso1, E_mesos, ..., E_meso,}E_meso =
={FE _micro1,E_microa,...,E_microy,}),

roe I macro — MakpoCyIHOCTb, 2 _meso — Me30cymHocTH, EJ_micro — MEKpOCYyTI-
HOCTH.

2.6.2. AganTanusi MoOOeJSid K Pa3jIMYHbBIM HIPOBBIM »KaHpaM. A 1aiTub-
HocTth FAST-GM K pasiaudHbIM UTPOBBIM KaHpaM [18] siBisiercst Kiaro4ueBbiM (HakTOpOM
€€ YHUBEPCAJbHOCTU U MIPAKTUIECKON mpuMenumMoctu. st obecrieuenns: macirabupye-
MOCTHU ¥ THOKOCTHU MOJEJIM MBI IIPEJIaraeM CJIEIYIONINEe CTPATErNN U MEXAHU3MBI.

A. Onrumusarnust 06paboTKu COOBITHIA:
a) MepapxXuyecKoe IIPEeJICTaBJIeHHe COOBITHI — IPYIIUPOBKA MUKPOCOOLITHH B
MaKPOCOOBITHS JIJIsl CHUZKEHUST BBIYUCIATETHLHON HATPY3KH;

b) npuopurusanus cobbituit — o6paborka Hambosjgee KPUTUIHLIX COOLITHI B
pealbHOM BPEMEHU, OCTAJIbHBIE — B (POHOBOM PEXKUME;

C) MCIOJIb30BAHUE IPUOJIUKEHHBIX METOJIOB — JJIsl }KAHPOB, TJIe TOYHOCTH MEHEE
KpUTUYHA (HAIPUMED, Ka3yasbHble UIDbI), IPUMEHEHUE YIPOIIEHHBIX MO-
JleJiei.

B. ZKanpopo-crenndnaeckas agamTalys:

a) YKAHPOBBIE INAGJOHBI — KCIIOJL30BAHKE IIPEIONPEIEJICHHBIX HAaOOPOB CyIIl-
HoCTel, aTpubyTOB M B3aMMOJEHCTBUIl, XapaKTEPHBIX /JJIsT KOHKPETHBIX
2KaHPOB.

RPG_Template = {Entities : {Character, NPC, Item, Quest},
Attributes : {level, experience, inventory},

Interactions : {combat, dialog, trade}}

RTS Template = {Entities : {Unit, Building, Resource},
Attributes : {health, attack _power, build _time},

Interactions : {gather, construct, attack}}

b) pacriupsieMble MHOXKECTBA OIEPATOPOB — BO3MOXKHOCTD OIIPEJIeJIeHIs HOBBIX
TEMITOPATBLHBIX U BEPOSITHOCTHBIX OIEPATOPOB JJIsI CHEIU(MDUTECKUX UTPOBBIX
MEXaHUK.

Combo_Operator(moves) = X [t1]move; AX [ta]movesA...AX [t,]move,
Respawn_ Operator(player) = G(player.health = 0 —
— Flrespawn__time|player.health > 0)

C. IMapamerpusanusi MOJEIN — JJIsl OTPAYKEHUsT OCODEHHOCTEH KOHKPETHOT'O YKAHPA.

Simulation Precision = time_step : 0.01, physics _iterations : 10

Card_Game__Parameters =

=deck _size : 60,max_hand_size: 7,turn_per round:1
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Otu MexaHU3Mbl amantarun 1o3BosAioT FAST-GM sddekTuBHO MOjEIMpOBaTh K-
POKHUIt CIIEKTP UI'POBBIX YKAHPOB OT OBICTPBIX aPKAJHBIX UTDP 0 CJIOYKHBIX CTPATETHit
U POJIEBBIX UIP € OTKPBITHIM MHUPOM. ['MOKOCTH MOJEIU OOECIIeYnBAET €€ MPUMEHU-
MOCTh K&K K CYyIIECTBYIOIIUM, TaK U K HOBBIM, (POPMUPYIOMIUMCS UTPOBLIM KAHPAM,
nenast FAST-GM MoOmHbIM HHCTPYMEHTOM JIJIs aHAIN3a U pazpaboTKU PasHOOOPa3HBIX
UTPOBBIX CHCTEM.

2.6.3. IIpumepsI pacImpeHnss MOJEN JIS CJI0KHBIX UTPOBBIX CIIeHapHUEB.

OpenWorld = {World_State : {time, weather, global _events},
Dynamic_Quests : f(Player _Actions, World _State) — Quest,
Emergent _Behavior : P[G(Ve € Entities : Unexpected Interaction(e))] > 0}

MMORPG = {Server_ _Shards : S1,Sa, ..., Sk,
Cross_Shard_Interaction : I(Ey € S;, Eq € S}),
Latency Model : delay(Action) = Normal(u,o)}

Procedural _Generation = {Seed : s,
Generation _Rules : R =r11,7a,...,ry, Content : C = f(s, R,t),
Consistency Constraint : G(Vc € C : Consistent(c, World_Logic))}

2.6.4. OGecneyenne COrJiaCOBAHHOCTH Npu macmirabupoBanuu. st obec-
[T€YEHNsI COIJIACOBAHHOCTH MOJIE/IU [P MACIITAOMPOBAHUY U A IAIITAIINY UCIIOJIb3YOTCS
CJIEJYTOIIAE TTPUHITUIIEL:

® NHBAPUAHTHOCTD 0a30BbIX OHpeﬂeJIeHHﬁ — OCHOBHbIC KOHIICIIITUHN (CyH_[HOCTI/I, CO-
CTOAHUAI, B3aHIvIO,HeI71(}TBPIH) OCTAIOTCAd HECU3MEHHBIMU HA BCEX YPOBHAX MaCLHTa6a;

® KOMITO3UIIMOHHOCTh — CJIOYKHBIE CHCTEMBI MOI'YT OBITH IIOCTPOEHBI U3 GoJiee Mpo-
CTBIX KOMIIOHEHTOB C COXPAHEHUEM CBOICTB U OrPaHUYEHUI;

[ ] a6CTpaKL[I/IH n JeTaJjin3aliusd — BO3MO2KHOCTD IIpeJCTaB/IEHUA CUCTEM Ha Pa3HBIX
YPOBHAX a6CTpa,KI_II/II/I C COXpaHEHHUEM KJIIOYEBBIX CBOWCTB.

ITpumep:

Abstract _Combat(Ey, E2) = P[Win(Ey)] = f(Ey.power, Ey.power)

Detailed Combat(E1, Fs) =
= Sequence(Attack(E1, E2), De fence(Es), Counter(Ez, Ey), ...)

3mecs Abstract  Combat npecraBiisieT BBICOKOYPOBHEBYIO abCTPAKIMIO DOEBOTO B3aH-
MOJIECTBUS, T/ie PE3YJILTAT OIPEIEITAeTCsS BEPOATHOCTHOM (DYHKIEH OT CUJIbI yIaCTHH-
k0B, a Detailed Combat nmokassiBaer 60Jiee JeTaabHYIO HOCIEI0BATEIBHOCTD AeHCTBUAN
B 60I0.

Macmrabupyemocts u agantuBHoctb FAST-GM mo3Bo/isIlOT NPUMEHSTH MOJETb K
IITIPOKOMY CIEKTPY UT'POBBIX MMPOEKTOB, OT MPOCTHIX MOOMIBHBIX UT'D 0 CJIOXKHBIX MHO-
rOII0JIB30BATEIBCKUX MUPOB, COXPAHSIS MPU ITOM (POPMAJBHYIO CTPOTOCTDh U AHAJIMTH-
YECKYIO MOIIb MOIXO0/IA.
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2.7. Wwurerpanusi komnoHeunTtoB FAST-GM. Mogens FAST-GM npencras-
JisteT cobOi KOMILIEKCHBIA T10X0/1 K (hOPMAJTbHOMY OIMCAHUIO UTPOBBIX CUCTEM, UHTE-
IrpUpysl Pa3jndHbIe aCIeKThl UTPOBOrO Ju3aiiHa m MexaHuk. Hurke paccMOTpuM, Kak
OCHOBHBIE€ KOMITOHEHTBI MOJIEJIN B3aUMOJEHCTBYIOT MEXKJLy COOOM.

2.7.1. Cymuoctu m ux cocrosiHusi. Kaxmas urposas cymHocTh F ompese-
asercst kKak E = (I, A, S,T,B), tne S = (V,C, 7, P). 910 103BOJII€T ONUCATH KaK
CTaTHYECKHe XapaKTePUCTUKU cylnHocreil (depes arpubyrol A), Tak U UX JAUHAMUIYE-
CKoe TIoBesieHne (1Jepes coctosiane S ).

2.7.2. TemrmopaJjbHBIE acIeKThI. BpeMmenHast 9BOTIONMS CyITHOCTEN OMMCHIBAET-
Csl € TIOMOIIBIO TEMIIOPAIbHBIX oneparopos (X, G, F,U). DTu onepaTopbl CBA3BIBAIOT
TEKYIIee COCTOSTHUE CYITHOCTH C €€ OYIyIIMMUI COCTOSTHUSIMU, TTO3BOJIsIS MOJIETUPOBATH
U3MEHEHUs BO BPEMEHU.

2.7.3. BeposTHOCTHBIE 3JIEMEHTBI. BeposTHOCTHOE MOBEIEHNE CYITHOCTEH WH-
TErPUPYETCsl Yepe3 KOMIIOHEHT P B ONPeNeIeHUN COCTOSTHUS. DTO MTO3BOJISET MOJIEIIH-
POBaTh HEOIPEIETCHHOCTb U CJYyIAHOCTD B UTPOBBIX MEXAHUKAX.

2.7.4. BsaumopeilicTBusi. B3anuMoseificTBus MeXKJIy CYITHOCTSIMU OIUCHIBAIOTCS
dyakmueit [ : E X E x T — S’ xoTopast yIuTBIBaeT KakK CaMH CyNIHOCTH, TaK U
BPEMEHHOU acCIeKT UX B3aUMOJIEUCTBUS.

2.7.5. Macmrabupyemoctb. lepapxudeckas CTPYKTypa Mojeau (MUKDO-,
Me30- ¥ MaKpoypoBHH) no3Bosiser npumeHsaTb FAST-GM k urposbiM cucremam pas-
JIMYHOW CJIOXKHOCTH M Maciirada.

WHTerpanus 3TUX KOMIIOHEHTOB MTO3BOJISET CO3IaBATH IEJOCTHBIE MOJIEIN UTPOBBIX
CUCTEM, YUUTHIBAIONINE CTATUIECKUE CBOMCTBA, MUHAMUYIECKOE MOBEJICHIE, BPEMEHHYIO
9BOJIIOIUIO U BEPOSITHOCTHBIE ACIIEKTHI UTPOBBIX CYIIHOCTEN U UX B3auMojeicTBuil. 1o
obecreanBaeT MOITHBIN HHCTPYMEHTAPUN JJIs aHAIM3a, BepUMUKAIUN ¥ OTTHMI3aIN
UT'POBBIX MEXAaHWK Ha PA3JUIHBIX ITAaX Pa3pabOTKH UTPHI.

2.8. ®PopmasibHOE ONMCAHUE JIOTUK U aHAJIU3 cJIOKHOCTHU. B ocHoBe FAST-
GM nexar nuHeliHast TemnopasbHast soruka (LTL) u BeposTHOCTHAs JIOTHKA, KOTOPbIE
00eCIIeunBatOT MOIHBIH WHCTPYMEHTAPHIA JJIsi MOJEJIMPOBAHUS JTUHAMIUIECKAX aCIeK-
ToB urposbix cucreM. LTL, Buepsbie npejiozkennas [Tayaiu [15], nozossier dpopmasin-
HO OINUCHIBATH M AHAJU3UPOBATH MOBEJIEHUE CHCTEM BO BPEMEHU, UCIOJIL3YsI OMEPaTO-
pot X (Next), G (Globally), F' (Future) u U (Until). BepositHocTHast TorHKa, pasBuTast
B paborax [19], [20], npemocrasisier dbopMmaabHBI anmapar st paboThI ¢ HEOIPeIe-
JIEHHOCTBIO U CJIyYaifHOCTBIO B HTPOBBIX MexaHukax. JleraiabHoe popMasbHOE OlncaHue
9THX JIOTUK, BKJIIOYas aKCHOMBI, IIPABUJIA BBIBOJIA U JIOKA3ATEIHCTBA KJIIOUEBBIX TEOPEM,
BBIXOJIUT 38 PAMKU JIAHHOW CTaThU U Oy/IeT IMPeJICTABIEHO B OTIEILHON pabore.

WNurerpanus teMmmopaibHoOil u BepositnocTHOi jjoruk B FAST-GM cymniecrsenno mo-
BBIIIAET BBIPA3UTEILHOCTD MOJIEIIH, HO TAKXKE YBEJMINBAET €6 BBIYUCTUTEHHYIO CJIOK-
nocth. Kax mokazamno B pa6ote [21], mposepka mogemn ais LTL asaserca PSPACE?-
[TOJTHOM 3a/1a9eil, ITO HAKJIAIBIBAET OIPE/IEIeHHbIE OIPAHIMIEHUST Ha IPUMEHEHNE MOJIe-
JIX K KPYIHOMACHITAOHBIM UTPOBBIM CHCTEMaM. AHAJIM3 CJIOXKHOCTHA BEPOSITHOCTHBIX BbI-

2PSPACE-nonnas 3amaqa (mmu 3amada PSPACE-m0MHOTE) sSBISIETCS OMHON M3 HauGOJIee TPYI-
HBIX 33724 B Kyacce ciaoxknoctu PSPACE, Bkirouaromiem Bce 3a/1a4u, KOTOPbIE MOI'YT OBITH PEIIEHbBI C
HCIIOJIB30BAHUEM IIOJIMHOMHUAIBHOrO obbeMa mamsaTn (nam Polynomial Space).
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JHCJIeHNH, OCHOBAHHBIN Ha pesyibratax [lanamumurpuy [22], ykasbiBaer Ha HEOOXOIH-
MOCTH IPUMEHEHUST MPUOJIMKEHHBIX METOJIOB JJIsl MPAKTHIECKON Pean3aiini MOJIEIH.

s npakTuaeckoro npumenerust FAST-GM OyiyT npesjioKeHbl OU€BHJIHbIE OIITH-
MU3AIIY TaKue, KaK IPUMeHeHNe TeXHUK CUMBOJILHON Bepudukanun [23], orpanndenue
[IyOUHBI TEMIIOPAJILHOTO aHAMN3a [24] ¥ MCIoJIb30BaHNe IPUOINKEHHBIX METOJIOB JIJIsI
BEPOSITHOCTHBIX BBIUUCAEHHN [25].

HerampHoe ucciieoBanue BhraucauTesbHoON ciaokuocrn FAST-GM u paspaborka
9 DEKTUBHBIX AJITOPUTMOB JJIsi €6 TTPAKTUIECKOrO IIPUMEHEHUS SIBJISIOTCS IPEMETOM
HalllnX TEeKYHIIUX I/ICCHe):LOBaHI/Iﬁ n 6y)]‘yT npeacTaBJ/IEHbI B IIOCJIE LY IOIINX IIy6JII/IKaHI/IHX.

3. MoaenupoBaHue B3aMMOJIEHCTBUN MEXKAY CYIITHOCTSIMU

3.1. PopmasbHOe omnpeneneHne B3anMmomaeiicTeuii. BzanmozeiicTeue Mex Ly
cymuocramu B FAST-GM onpegensiercs: kak dbyukiusa (19):

I:EXxXExT— S,

e E — muoxkecTBo cymuocreit, T' — BpeMeHHOI oMeH, S’ — HOBOe COCTOSTHUE CYTIHO-
CTH IIOCJIe B3aUMOJIEHCTBUS.

DopmasbHO B3aumogeiicteue I(ey,eq,t) onmchiBaeT, Kak CyIHOCTh €] BJUsET HA
CYIIIHOCTh €3 B MOMEHT BPEMEHU {, U3MEHS €e COCTOSHUE.

3.2. T'padoBoe mpesacraBjeHne B3amMoAecTBuUii. B3anMmomeitcTBus MeK Iy
CYIIHOCTSIMH MOKHO IIPEJICTABUTH B BHJe HanpasieHHoro rpada (20):
G = (V7 E)v

rae V' — MHOXKECTBO BEPINWH, MPEJICTABISIONINX CYITIHOCTHA, & [ — MHOXKecTBO pebep,
npeJICTaBIAONMX B3anmoeiicteust. Kaxoe peGpo e € E umeer merky (21):

l(e) = (I,t,p),
e I — tun s3ammogeiictsusi (Interaction), t — BpeMeHHasl XapaKTEPUCTUKA, P —

BEPOATHOCTD (JIJISI CTOXACTUYECKUX B3AUMOJICHCTBHIA).

3.3. TemnopasbHble acIeKTbl B3auMoaeiicTBuii. [ljis onmcanns BpeMeHHbBIX
ACIIeKTOB (HEeMeJJIeHHOe / OTJIOXKEHHOe / HEepHOJIUYecKOoe) B3auMOJEHCTBUI HCIOIb-
3YIOTCsl CJIEYIONIIE TeMIOPAJILHBIE OIIEPATOPBL:

o I immediate(ey, es): HeMeJIEHHOE B3auMoielicTBue,
o [ delayed(ey, eq, At): OTIIOXKEHHOE B3aMMOJEHCTBUE C 3a/ePKKON At

e I periodic(ey, ez, T): nepuoguaeckoe B3aumoeiicTaue ¢ nepuogom 1.

I periodic(Sun, Plants,24h) =
=ef fect : Plants.energy+ = f(Sun.intensity), period : 24h

3.4. BeposiTHOCTHBIE XapaKTEePUCTUKU B3aumozeiictBuii. BeposTHOCT-
Hble B3aMMOJENCTBUsI OIMCHIBAIOTCS C WCIOJIb30BaHUEM (DYHKIMH BEPOSITHOCTU
P(I)e1,e2,t) — BEPOATHOCTH B3auMojeicTBust | MeXJLy e1 ¥ €3 B MOMEHT t.

P(Critical _Hit|Player, Enemy,t) =
= Player.critical _chance + f(Player.luck, Enemy.vulnerability)
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3akJroyeHne

IIpescrasiien yHUDUIUPOBAHHBINA (POPMAJIBHBIH ITOIX0J] K MOIETMPOBAHUIO HI'POBBIX
cymHocTeil u ux B3aumojeicTBuit — FAST-GM. DToT moaxo 00beuHIeT TEMIOPAJIb-
Hble M BEPOSITHOCTHBIE ACIEKThI UI'POBBIX CHCTEM, ObecrednBasi KOMILJIEKCHOE OITHCa-
HUE JUHAMUKI WTPOBBIX MexaHWK. OCHOBHBIE JIOCTHXKEHUsI TIPOBEJIEHHOTO UCCJIEI0Ba~
HUsI BKJIIOYAIOT pa3paborky dopmaibroit momean FAST-GM, crocobnoit onuceiBaTh
IIIPOKUIA CIIEKTDP UI'POBBIX CYIIHOCTEN M MX B3aMMOJENCTBUI, METOJ MHTEI'PAIIUN TE€M-
[TOPAJIbHBIX M BEPOSITHOCTHBIX 3JIEMEHTOB B €JIUHYIO MOJEJb, a8 TaKXKe JIEMOHCTPAIIIO
YHUBEPCAJHLHOCTH U MACIITAOMPYEMOCTH MOJIEJH JIJIsi PA3JUIHBIX UTPOBBIX YKAHPOB U
CHUCTEM Da3HON CJIO?KHOCTH.

ITo cpaBrenmutio ¢ cymecrByonmmu noaxogamu, FAST-GM ornngaercst BBICOKOI cTe-
EeHBI0 (DOPMAJIBHOM CTPOrOCTU ¥ HHTErPAIHEl TEMIIOPAJIBHBIX U BEPOSITHOCTHBIX ACIIEK-
TOB B €JIMHYIO MOJIEJIb. DTO OTKPHIBAET HOBbIE BO3MOXKHOCTH JIjIsl aBTOMaTU3UPOBAHHOTO
aHaJIN3a U BepUOUKAIINN UT'POBBIX MEXAHUK, BKJIOUasl KOJIMIECTBEHHY O OIIEHKY UTPOBO-
ro bananca, GOpMaTbHYIO BEPUMUKAIINIO UI'POBBIX CIICHAPUEB W aBTOMATU3UPOBAHHYIO
TEHEePAIUIO TECTOBBIX CJIydaeB. TaKoil moaxo ] mo3BoJiseT bosee 3PDEKTUBHO BHIIBIISITh
MTOTEHITHAJILHBIE JTUCOAJIAHCHI, OMMOKM ¥ HECOOTBETCTBUS B UTPOBOMU JIOTUKE, ITO OCO-
OGEHHO Ba’KHO B KOHTEKCTE PACTYIIEH CJIOXKHOCTH COBPEMEHHBIX UT'POBBIX CHCTEM.

IIpakrudeckas: peanuzanust FAST-GM conpsizkeHa ¢ psiloM TEXHUYIECKUX BBI3OBOB,
TPeOYIOMKUX WHHOBAIIMOHHBLIX pernenuit. J[jis ynpasiieHust 601bIuMA 00 beMaMU JIaH-
HBIX IIPEJJIATAETCS UCIIOIH30BAHNE PACIIPEIEIEHHBIX CUCTEM XPAHEHWs W [TPUMEHEHUE
TEXHUK aHAJIMU3a OOJbIUX JAaHHBIX. ONTUMU3AIMS BLIYUCICHUA MOYXKET ObITH JOCTHUT-
HyTa IyTeM TapajiiesbHoil obpaborku u ucnosb3oBanus GPU s yckoperus: BeposiT-
HOCTHBIX Bbruucjenuii. urerpamus FAST-GM ¢ cyIecTByONMMI UIPOBBIMU JIBUKKA-
MU TIOTpebyeT pa3paboTKH CIEIUaJN3nPOBAHHBIX WHTEP(dEcoB u ajantepos. Pemenue
9TUX 3889 OTKPOET IyTh K mupokomy npumenennio FAST-GM B peajbHbIX TPOEKTaX
pa3paboTKH Urp.

Hecmorpst Ha cBou mpenmytnectsa, mojenb FAST-GM umeer psi orpaHndenuii, B
YACTHOCTH, BBICOKYTO BBIYUCTUTENHHYIO CJIOXKHOCTh JIJIsT HOJIBINUX UTPOBBIX MUPOB U 10~
TEHIUAJbHBIE TPYIHOCTH B PEAIM3AINN JjIsi HEKOTOPBIX UT'POBBIX XKAHPOB. By yiue nc-
cJie/ioBaHusi Oy/IyT HAIPaBJIEHbI Ha paspaboTKy OoJiee 3(PPEKTUBHBIX AJITOPUTMOB JIJIst
TEMIIOPAJIFHOTO U BEPOSITHOCTHOTO aHAJIA3a, CO3/IaHUe CIEUAN3UPOBAHHBIX WHCTPY-
MeHTOB ijisi paborel ¢ FAST-GM, a takxke pacimpenue MOAETN Jjisi 6oJiee TOJTHOrO
OXBATa dMEP/KEHTHBIX sIBJICHUI B urpax. [lianupyercs mpoBecTu OOMIUPHOE SMITUPH-
YeCKOe TECTUPOBAHUE MOJEJN HA PEAJBHBIX UI'POBBIX MMPOEKTAX PA3HBIX MACIITAbOB U
JKAHPOB, a TaKXKe HCCJIeI0BaTh BO3MOXKHOCTH IIPUMEHEHHs] MAITMHHOIO OOyYeHUsl JIJIst
aBTOMATU3AIUN AHAJIM3a W ONTUMUBAIMHA UTPOBBIX CHCTEM Ha, OCHOBE JAHHON MOIEJIH.

IIpakTudeckoe IpuMeHEHNE MOJEIN MOXKET OBITH JIONOJIHUTEIHHO YCUJIEHO MCIIOJIhb-
30BaHMEM CTPYKTYPHPOBAHHOIO KOPIyCa TEKCTOB Bujeourp [3|, uro mozsosur GoJiee
3 HEKTUBHO U3BJIEKATH U AHAJIM3UPOBATH UTPOBBIE JIEMEHTHI U MEXAHUKH.

B zaksmouenne oTMeTHM, 9TO TPEJIOKEHHBIH TIOIX0/I IIPEJICTABIISAET COOON MOIITHBIHA
UHCTPYMEHT JIJIsl aHAJIN3a, BEPUMUKAIIIHI U ONITHMI3AINYA UTPOBBIX MEXAHUK, CITOCOOHBIIA
3HAYUTEJIBHO ITOBBICUTH Ka4eCTBO U 3 (PEeKTUBHOCTH Pa3pabOTKU UI'P, OTKPHIBasl HOBBIE
ropu30HTHI B game studies u mHIycTpun pa3spaboTKU Urp.

BuaromapraocTtu. Pabora Beimosnena 3a caer cpeacts [IporpaMmbl crparerniecko-
ro akajemuuaeckoro Juepcrsa Kaszanckoro (Ilpusoskckoro) demepaibHOro yHusepcu-

tera («IPTOPUTET-20305).

KOH(bJII/IKT MHTEPECOB. ABTOpr 3a5BJISIIOT 00 OTCYyTCTBUHA KOH(bHHKTa UHTEPECOB.
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Abstract

This article introduces FAST-GM (Formal Approach to Spatio-Temporal Game Modeling),
a new unified approach to formal modeling of game entities and their interactions that
integrates temporal and probabilistic dimensions, thus offering a comprehensive framework
for capturing the dynamics of game systems. Built upon the principles of extended temporal
logic and probability theory, FAST-GM accurately describes complex game mechanics and how
they evolve. A formal definition of game entities was considered. Their states and interactions
were explored. The methods for integrating temporal and probabilistic elements into gameplay
were discussed. The applicability of FAST-GM for game balancing, formal verification of game
scenarios, and automated generation of test cases was analyzed. Its scalability and adaptability
in various game genres were assessed. The results obtained show that FAST-GM should advance
the formal modeling of game systems, equipping developers with a powerful toolset for analysis,
verification, and optimization of game mechanics throughout the process of creating a video
game.

Keywords: formal modeling, game entity, game interaction, temporal logic, probabilistic
model, game balance analysis, game scenario verification, FAST-GM, game studies, game
design
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