IIpumepHas pedb IS 321U THI AUINJIOMHOMI padoThI:

Caaiig 1: AKTYyaJIbHOCTDH

«CoBpemMeHHast UTpoBasi MHIYCTPUS CTAIKUBACTCSI C HEOOXOIUMOCTBIO CO3/IaHUS
MacmTabHOTO U Pa3HOOOPA3HOTO KOHTEHTA MTPU OTPAHUYCHHBIX pecypcax.
[TponemypHast reHeparis CTAaHOBUTCS KITFOYEBBIM HHCTPYMEHTOM JUTsI PEIICHUS ATOU
3aj1a4u, 0COOCHHO B jkaHpe roguelike, rie ciiy4yalitHOCTh U peurpadbeIbHOCTh —
OCHOBa UTPOBOTO Tporecca. OHAKO BEIOOP ONTHUMAIBHBIX aITOPUTMOB OCTAETCS
CJIOKHOM MPOOIEeMOit U3-3a OTCYTCTBUS CUCTEMATUYECKUX KPUTEPUEB OIIEHKU. DTO U
OTIPEJICITUIIO AKTYaJTbHOCTh MOETO MCCIICIOBAHUS.

Caaiin 2: lleas v 3agaun

«Ilenb paboThl — pa3padoTKa METOAMKU CPABHUTEIBHOTO aHAIM3a TPEX aJITOPUTMOB
npouenypHoi renepaiuu: BSP, Drunkard Walk u knetounsix aBromatoB. s e€
JOCTHXKEHUS ObUIN PEILLeHbI 3a/1auu:

1. AHaiM3 yCHemHbIX KeMCOB MPUMEHEHHUS aJITOPUTMOB B MHTYCTPHUH.

2. Teopernyeckuii 0030p UX TPUHIIUIIOB paOOTBHI.

3. @opmMHUpOBaHUE CUCTEMBI KPUTEPHUEB OIIEHKHU (CKOPOCTh, CBI3aHHOCTH, OaTaHC

TYTHKOB).
4. Cozganue moaynbHoro nporotuna Ha Unity st TECTUPOBAHUS.
5. CpaBHUTENbHBIN aHATU3 PE3YIBTATOBY.

Caain 3: IlpakTuyeckas 4acTh — apXUTEKTypa

«ApXUTEKTypa MPOTOTHIA MOCTPOSHA HA TPUHIIMIIAX MOIYJIBHOCTH U C1ab0k
CBSI3HOCTH.
o LevelGenerator koopAHUPYET padOTy AJITOPUTMOB YepPe3 CIUHBIN
untepdeiic ILevelGeneratorAlgorithm.
LevelData xpanut pe3ynbTaTsl B yHU(GULIIUPOBAaHHOM (popmare.
Busyanuzamus u aHaim3 U30JIUPOBAHBI JISl YUCTOTHI DKCIIEPUMEHTA.
Ha Sequence-nuarpamme (puc. 3.2) nokazaHo, Kak Mojab30BaTeIbCKUN
uHTEpQEC B3aMMOJCHCTBYET C TEHEPATOPOM, aJITOPUTMAMH B MOAYJIEM
aHaIn3ay.
Ha cnatioe npedcmasnena ouazpamma 63aumooeiicmauil, pacckazams 6eco nymsb
gzaumooeticmaust noavzosameins u 110.

Caain 4: Peanusanust aJJropuTMoB

BSP (Binary Space Partitioning):
«ANTOPUTM PEKYPCUBHO JEJIUT IPOCTPAHCTBO HA Y3JIbl, CO3/1a€T KOMHATHI U



COEIMHSIET UX KOPUAOpaMU. [[eMOHCTpUPYET CTPYKTYPHYIO LEITOCTHOCTD, HO
OTpaHUYCH MPSAMOYTOJIBLHBIMHU (hOpPMaMU».

Drunkard’s Walk:

«ATEHT Cily4ailHO mepeMeniaeTcs o ceTke, PopMupysi OpraHu4HbIEC TyTH. YPOBEHb
UMEET BBICOKYIO BAPUATUBHOCTb, HO PUCK ()parMeHTaLIUN.

Kiierounbie aBTOMATHI:

«IIpaBuia poxaeHNs/CMEPTH KJIIETOK CO3JAI0T MELEPONOJOOHBIE CTPYKTYPHI
Ilokazamv npumepwvl yposheu.

Caaiin 5: Uarepgeiic nporoTuna

«MHTepdeiic mo3BoOIsIET HACTPAUBATh apaMETPhl AITOPUTMOB B PEAIbHOM BPEMEHHU.
31ech MOXKHO 3a1aTh MUHUMAJIbHBIN pa3zmep koMHat juist BSP, nnuny nytu st
Drunkard Walk nnm BeposITHOCTh TIOSIBIIEHUS CTEH I KJIETOYHBIX aBTOMATOB.
Pesynbratel reHepannu cpaszy oroOpaxatorcs B okHe Unity, 4To yCKOpsieT
TECTUPOBAHUED.

llokazame ckpunuwiom unmepdeiica.

Caaiig 6: MeTpuky u aHaIM3

«J1ns1 cpaBHEHUS aJITOPUTMOB HCIIOH30BATMCH METPHKHU:

e Bpewms renepanun: BSP — 45 mc, Drunkard Walk — 12 mc, CA — 80 mc.

e (Casszannocth: BSP — 100%, Drunkard Walk — 92%, CA — 88%.

e Tymuku: BSP — 1%, Drunkard Walk — 18%, CA — 25%.
Ha Tennooii kapte BugHo, kak Drunkard Walk co3naér Gonee BeTBUCTBIE
cTpykTyphl, a BSP — mpenckazyembie komHaThl. [ paduky moka3piBalOT 3aBUCUMOCTD
BpPEMEHU TeHEpaIluU OT pa3Mepa YPOBHSD».

Caaiing 7: BeiBoabl

«1. BSP uneaneHn st CTpyKTYpPHO CJIOKHBIX YPOBHEU € rapaHTUPOBAHHOU
CBA3HOCTBIO, HO OTPAaHUYEH F'€OMETPUEM.

2. Drunkard Walk o6ecrnieurBaeT CKOPOCTh U OPTaHUYHOCTh, HO TPEOYyeT KOHTPOJIsS
(dparMeHTaluu.

3. KiileTounble aBTOMATBI TOAXOAST JIJIsl NEHIEPHBIX JTAHIIIAPTOB, HO KPUTUYHBI K
HACTPOMKaM.



Jnst rogue-like urp ontumansaa komOunanust BSP u Drunkard Walk: nepBoe 3amgaér
CTPYKTYPY, BTOPO€ — M00ABIIIE€T BApUATUBHOCTh. Pa3paboTaHHbBIN TPOTOTHUIT U
METOJIMKA aHAJN3a MOTYT OBITh MHTETPUPOBAHBI B UTPOBBIC JBIIKKH JIJIST YCKOPESHUS
pa3paboOTKM».

3akjroueHue

«Cracu60 3a BHUMaHue! [ 0TOB OTBETUTH Ha BOIPOCHD.
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