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AHHOTaUMA

Harmr mpoekT 3akiiouaTcss B CO3/IaHUM CTPATErnYecKOil KOMIIBIOTEPHOI TPl B popmare
JIOKaJIbHOTO pass-and-play, To ecTb UI'POKU CMOTYT UI'PATh 38 OJIHUM YCTPONHCTBOM, IIepe/IaBasi ero
CJIeIYIONIEMY UTPOKY I10 OKOHYAHWIO cBoero xoma. Cpejoit st pa3paboTKu UTrphbl ObLT BBIOpPAH
Unreal Engine 5 [1]. Ucxonmbrit ko npoekta jexxut B oTkpbiToM GitLab pernosuropun.

Wrposoe moJsie cocTouT U3 MIECTUYTOIBHBIX KJIETOK PA3HOI'O THUIIA: BOJIA, IIOCKUl JIEIHUK,
pebedHbIil JIEJIHUK, 3aCHEKEHHbIE PABHUHDI, 3aCHEYKEHHBIE T'OPbI, PABHUHBI, TOPbI, IyCTOIIb U
ITYCTBIHAA. OCHOBHbIM METOJI0M BSaI/IMO,ZLeI;'ICTBI/IH HUTI'POKa C MI'POBBIM MHUPOM ABJIAIOTCA IOHUTHBI 1
37aHnd. [UIaBHBIM IOHHTOM KayKJOro WI'DOKa siBysgeTcd Komammyrommuii, Ipu ero yHUYTOKEHUH
UT'POK IPOUT'PBIBAET, IEJIb UT'Pbl — CTATh €IMHCTBEHHBIM HE ITPOUrPABIIUM UrpokoM. FOHuTH pas-
AEJIAI0TCA Ha Ha3€MHbIC WM BO3AYHIHbIE, OHU OT/IMYAlOTCA Ha60pOM KJIETOK, II0 KOTOPBIM MOTI'yT
IepeMeraThcs, a TaKzKe BO3MOXKHOCTBIO aTaKOBAaTh Pa3Hble TUIBI IOHUTOB. TaKKe IOHUT MOXKET
OBITH SJUTHBIM — JIMTHBIE IOHUTHI YMEIOT B3aMMOJIEHICTBOBATH CO BPEMEHEM, Y KarKJO0ro IOHUTA
€CTb YHUKaJIbHBbIE II0JI€ 3pEHUI, MO6I/I.HI3HOCTI), 310POBbLE U O6.HaCTb 1 ChJia aTaKMN. B,ZLaHI/Iﬂ HE nMe-
IOT BOSMOZKHOCTH II€peIBUIaTbCA N HAIIPAMYIO aTaKOBaTb, B UX YHCJI€ €CTbhb TeJICIIOPT, CTaHIIUN U
3aBOJIbl. CTAHIIUU MOTYT JI0OBIBATH PECYPCHI B 3aBUCHMOCTH OT TUIIA CTAHIINN U PACIIOJIOKCHUS Ha
110JIe, & 3aBOJIbl U3 STUX PECYPCOB CO3/IAIOT IOHUTOB. 3aBOJIbI JICJIATCH HA Ha3eMHbIE, BO3/LyIITHbIE
" 3JINTHBIE, IIPOU3BOALAIINE COOTBETCTBYIOIIUE TUIILI IOHUTOB.

['maBHOIT 0COOEHHOCTHIO HAIEH UTPHI SABJISIETCS BO3MOKHOCTD IIEPEMEITEHNs] BO BpEMEHN 1
JIpyroe 1o/I00HOe B3AUMOJIECTBIE CO BPEMEHEM.

B urpe nmpucyrcrByeT JIuHaMUYeCKHUil TyMaH BOMHBI: KaXKJIbIil UTPOK BUJUT KJIETKU, KOTO-
pble HaXOAATCA B IIOJI€ 3p€HUA €O IOHUTOB, a TaK2Ke OCTaTOYHLIC I/1306pa}K€HI/IH KJIETOK, KOTOPbIE

panee OBLIU B I0JI€ 3PEHUA.

KnueBble c/i0Ba

urpa, pa3zpaboTKa UTI'DbI, cTpaTerndyeckas Wrpa, MyTelnecTBUEe BO BPEMEHH, MeHepalus UI'POBOTO

11011, 00 bEKTHO-OPUEHTHPOBAHHOE TTPOTPAMMUPOBAHNE, TUKCEJTH3UPYIOIIasd MocToOpaboTKa


https://gitlab.com/cs24_team2/some_game

1 BBepaeHune

HacTosibHbIe HTPBI — OHO U3 CAMBIX HOIMYJISIPHBIX X0001. O THAKO MHOTHE UT'POBBIE MEXaHH-
KU He MOT'YT OBITh peaJit30BaHbl B peajbHOM Mupe. [l perenns JaHHONE ITPOO/IeMbI TOsIBISIETCS
BCe DOJIbINE KOMITBIOTEPHBIX BEPCUil BHAMEHUTHIX HACTOJIOK. VIMEHHO 9Ta ujes BJIOXHOBUJIA HAC HA
co3JIaHne JJAHHOTO ITPOEKTA.

[Hesb HAIIIErO TTPOEKTA — CO3JAHEE MOIIAr0BOI CTPATErHIECKON KOMITLIOTEPHOI UT'PbI, BIOX-
HOBJIEHHOIT KOoMIbIoTepHOil urpoit Supreme Commander [2], B KOTOpoil Bce aKTHBHBIE UIDOBBIE
9JIEMEHTBI — 3TO 3JI[aHWS U IOHUTHI, 8 UT'POBOE T0JI€ COCTOUT U3 IMECTUYTOJIbHBIX KJIETOK Pa3HBIX
THUIIOB, Kak B cepun KomibioTepubix urp Civilization [3] uiu B mHacronbuoit urpe The Settlers of
Catan [4].

[naBuoit oTIMINTEILHON OCOOEHHOCTHIO HAIEl UTPHI ABISIETCH BO3MOXKHOCTH B3anMOJIEH-
CTBUsI CO BpeMeHeM (OTIPABJISATH B MPOIILIOe, OTKATHIBATH BO BPEMEHH, 3aMOPazkKUBATH BO BPEMEHH
U T ).

3Bajateil HAIero MpoeKTa SIBJISIeTCS CO3aHne YHUKAIBHON UTI'PhI, KOTOpas He OyJIeT IyTaTh
UT'POKOB, U MPOBECTU HECKOJIBKO YIAAYHBIX ILJIEATECTOB.

Cpenoii jyist paspaborku urpsl 6601 BoiOpan Unreal Engine 5 [1]. Mexomublit Ko npoekTa
JgexxuT B oTkpbiToM GitLab pernosuropumn.

Harra komaH1a pemmia, 9To Mbl XOTHM YJIeJIUThH OOJ/IbIIIE BPEMEeHN YHUKATbHBIM MEXaHUKAM
U TIOJIMPOBKE UTPBI, TIO3TOMY MbI BBIOpPAIN CaMblii IIPOCTOM CIIOCOO CO3/aHUA UTPHI, TJIe UTPOKHU
UrpaioT IMPOTUB JPYT APyTa, IepejaBas UrpoBoe ycrpoitctBo — pass and play. Kpome Toro, mpu
UIr'pe Ha OJIHOM YCTPOMCTBE COXPAHSIIOTCS aTMOchepa HACTOIbHBIX UT'D U HEOOXOIUMOCTD COOPATHCs

C APY3bsAMH B OJJHOM MeECTeE.

1.1 [AdeneHune 3agay Mexxay ydyacTHUKaMU MpoekTa
T'opbaneBuuy AnHa /IMurpueBHa

e Ocsoenwue cpesnt Unreal Engine 5

Cozranne JOKYMEHTAIH JIjIst OaJlaHca UTPhI

Paspabotka Bceit Betku crpountesteii Bui lder

Pazpaborka Bcex (puHATBHBIX IOHUTOB

e Co3zaHne 9epHOBUKA MTPOMEXKYTOUHOTO OTIETa


https://gitlab.com/cs24_team2/some_game

Cosmanmne 3D momeneil KjieTok

e Jluzaiin moJib30BaTe/ILCKOTO nHTEPdeEiica

[Iposeenne mieiiTecToB

Pabora mamx oruerom

Ouresb Jlanuina AnekcaHIpoBUY

e Ocsoennue cpesnl Unreal Engine 5

Cosmanmne 3D momeneit KieTok

Hamnucanue o630pa jturepaTypbl

Cozmanne 3D momeneit Komanmaytomiero, Passemunka u Cranmnmm

Pabora nax oruerom

Axmanynnna Tumyp PadasineBuua

e OpranmsanmonHas paboTa, PEBbIO JIOKYMEHTAIIUN 1 KOJa

e Ocsoenne cpegnr Unreal Engine 5

e Buyrpennee npejcrasienne, nepapxus 1 nHTepdeichl 3J1eMEHTOB UI'PhI
e AJINOPUTM IeHepaliyi UTPOBOIO IIOJIsI

e Paspaborka Bcex abCTpaKTHBIX Kjaccos, Kpome Builder

e Paspaborka Bceil Berku 3anuii Building

o lmvmnnementanusa 3D Mmomeseit

e VImMiuiemenTalus TyMaHa BOWHDI

e VIMiiieMeHTAIS UTPOBOIO KOHTPOJLIEPA M KaMephl

e llMmmieMeHTAIINS TTOIBE30BATEIHLCKOTO NHTEpPdEiica

o lIMIiemMeHTAINST JIOTUKKA UT'PHI, B3aUMO/IEHCTBUsI UTPOKA C UTPOI

lopaboTKa u cBejeHre MPOMEXKYTOIHOIO OTYeTa



Cozmanne JOKYMEHTAIMH JIjIsI OaJIaHCa UTPhI

Opranuzaiys 1 IPOBEJIEHNE ILJIEHTECTOB

Cozanne 1 UMILIEMEeHTAIsT aHUMaIiil, BU3YAJIbHBIX 9P (HEKTOB 1 3BYKOB
NmmteMmeHTals BOCIPOU3BEIEHNST COOBITHI TOC/IEIHENO X018,

Cozanue T/IaBHOTO MEHIO U MEHIO T1ay3bl

Cozmanne 3D mozeneit KIeTok, IOHUTOB U 3IaHUN

NmmiemenTalys mocTodpadboTKu

Pabora magx oruerom



O630p NuTepaTypbl

B nanmnoit mpoekTHO#l paboTe OYeHb MHOIO BHUMAHUS CJIEI0BAJIO VIEIUTH aJTOPUTMY T'e-
Hepaluu KapThl. B CBgI3u ¢ 9TUM Hallla KOMaHJa Halllla PsiJl PEeJeBAHTHBIX paboT, B KOTOPBIX

OIIMCBIBAIOTCA Ppa3/JIMYIHbIE ITOJXOAbI K PEIICHUIO ITOM 3a1a491 Ha IIPpaKTHKeEe.

Generating multi player maps through multi objective evolution [5]

B Tpetbeii riraBe 3T0ii cTaThU OMUCHIBAETCS IOIX0I K TeHepanun KapThl B urpe Civilization
VI [3]. Paspaborunku 3Toil Urpbl cHaYaJIa CO3JaBaju JIMHUK XpeOToB, obpasyoliue CyIiy, ¢ T0-
MOIIBIO AJITOPUTMa reHeparun (ppakraabHOil KapThl. OJHUM U3 CIIOCOOOB ABJISIETCST METOJ, CMe-
IEHUsT CPEHel TOUYKM — TaKoil IOJIX0/I IOJIE3eH JJIsi PeHepallii JBYMEPHBIX KapT. 3aIloTHEeHNe
UT'POBOTO TIOJIA PA3JIMIHBIMUA OObEKTAMH HAYMHAETCA I0CJIE €r0 OTPUCOBKH, JIJI 9TOr0 KOMAaH/Ia
pa3pabOTINKOB BhIOpaJsa Jjisi CBOEIO MPOEKTa IBOJIOIMOHBIN aJIrOPUTM — OH OTTAJKUBAECTCA OT
TOT'O, HACKOJIBKO «XOpOIllee» TEKYIee PelieHne U MOJIUMUITIPYeT CBOE ITOBEJICHHE.

Hamra komaHn1a mmocunTasia, IToO TaKOM MOAX0/I XOTh U 3P HEKTUBHO pellaeT HOoCTaBIeHHbIE
3aja4qi, HO B TO »Ke BpeMs TpedyeT ropasjio OOJIbIINX PECYypCcoB Ha €ro peau3aliiio, KOTOPhIMU

MBI, B paMKaX JaHHOI'O IIPOEKTa, HE O6J'I&,ZL&€M.

Using Wave Function Collapse algorithm for 2D and 3D level generation
[6]

B namnoit paboTe OnmchIBAIOTCA CIIOCOOLI UCIIOIBL30BAHUA AJTOPUTMA, KOJLIAIICA BOJIHOBOM
dbyukmuu (Wave Function Collapse algorithm) [7], mammbiii ajropurMm crocobeH reHepupoBaTh
OUTOBBIC M300parKeHMsl, UIPOBLIC MOJIS M T. J. Ha OCHOBE HATTEPHOB BO BXOAHBLIX JAHHBIX KJIN
BPYUHYIO HAIIMCAHHBIX orpannuenuil. OH paboraer 3a cdyer ciydaiiHbIX BHIGOPOB (KOJLIAIICOB BOJI-
HOBOI1 (DYHKINN), BO3JEHCTBIE KOTOPHIX PACIPOCTPAHSIETCs] Ha COCEJIHUE KJIeTKH, ONPaHUINBAsI
UX BO3MOKHBIE BLIOODBI.

B namem npoekte WFC anropury HCK/IIOUaeT Caydad COCEACTBa HECOBMECTUMBIX THUIIOB

KJIETOK C MCIIOJIb30BaHUEM BPYYHYIO HAIIMCAHHBIX OI'PDAHUYCHUI.

Procedural terrain generation using Perlin noise [8]

DToT JOKYMEHT PaCCKa3bIBa€T O TOM, KaK HCIIOJIB3YETCA aJITOPUTM IIIyMa HepHI/IHa JLJIA
reaepanum MECTHOCTU B Pa3/IMYHbIX ITPOJAYKTaX, JIJId €ro peain3allui HaM HYZ2KHBI (bYHKHHH ary-

Ma 1 uHTepHoJsaiuu. s nBymepHoro ciaydast GyHKIUS MIyMa [IPUHUMAET APy HEIbIX 9hce/l B



Ka4decTBe IapaMeTpa U BO3BPAIAET CIYYalHbIN €JIMHIYHBIA BEKTOP Ha OCHOBE TOrO MapameTpa.
Ec/m BB 11€pEIaeTe TOT 2Ke IapaMeTp JBa pa3a, OHa BbIIACT TOT Ke e IMHUIHbIA BEKTOD JBAZKJIbL.
Jist KazKJ10if IPOMEsKyTOYHOI TOUKHU MCIOJIb3yeTCs (DYHKIIUS MHTEPIOJISIIUN — OHA BbICUUTHIBaA~
er CKaJIsipHOE IPOU3BEJICHIE BEKTOPOB YEThIPEX OJIMKANIIIX [EJbIX TOYEK ¢ BEKTOPOM CMEIEeHNUSsT
HpOMG}KyTO‘{HOﬁ TOYKHN OTHOCHUTEJIBHO COOTBeTCTByIOLL[eﬁ HeﬂOﬁ TOYKH 1N Ha UX OCHOBE BbBICHUTDLI-
BAeT [IPOMEXKYTOTHOE 3HAYEHNE C MCIOIb30BaHueM KaKoii-To mHTeprosmpyforeil byHKmn (4acto
smoothstep).

Jlanubrit MeTo; ObLI BRIOpaH HaIeil KOMAHJION JIJIsi T€HEPAIUN «BBICOTBI» U «TEMIICPATY-

PbI», IOTOMY YTO OH JIOCTATOYHO 3(DMEKTUBEH U OTJIMIHO TOJIXOJIMAII JIJIA STON TEJIH.



2 [ naBbl

2.1 WrpoBoe none

« ‘

Pucynok 2.1: CrenepupoBaHHOE UTI'POBOE TOJIE

IrpoBoe 1oJie cOCTOUT W3 IeCTUYTOIbHBIX KJIETOK, BMecTe 00pasyoIuX IPsIMOYTOJIbHUK.
B nauase urpsl penabed remepupyercsa (Puc. 2.1) ¢ ucnosbzoBanuem cmecu ajropurmos Perlin
noise [9] m Wave Function Collapse (WFC) [7], a morom Ha 1mojie paBHOMEPHO DaCIpeIe/IsiOTCst

Komanyromue.

2.1.1 AujaropuTMm reHeparuy UT'POBOTO MOJIs

B nepsy1o ouepeib reHepupYIOTCs TPU OJIA IPAINEHTHBIX BEKTOPOB JIJI BEIYUCIEHUS TPEX
MIPOMEZKYTOYHBIX IBPUCTHUK ¢ TToMoInbio Perlin noise: «tokanbHas BbicoTay, «TyiobaabHas BHICOTa»
U «JOKaJIbHasl TeMIlepaTypay. /lajee ¢ mx MOMOIIBIO BBOJATCS €Ile JIBe COCTaBHBIE IBPUCTUKU:

«BBICOTA» U «TeMIleparypas. «Bpicoras B Touke (X;Y) Bhrauc/sgercs 1mo hopmyJie:

h(x;y) =:75 hg(x;y) +:25 hi(x;y)

hg(X;y) — «rmobasibHas BbicOTa € GOJIBIINM Pa3MepoM KieTKu»; Nyj(X;y) — «JloKaJbHast BBICOTa»

«Temmeparypa» B Touke (X;Y) BBIYHCIIETCS IO (DOPMYJIE:

BBICOTA
TI0JIA

t(x;y) =75 t;(:5 jy=height :5j) +:25 t/(x;y)
ty(y) = 192y°  240y* +80y% t(X;y) — «IOKaibHAS TeMIepaTypas

«Temmneparypas» ucnosibzyer Perlin noise TOJIbKO JIOKAJIBLHO JIJIs TOTO, YTOOLI IOJYYUTD

3deKT MOBbINIEHNs «TeMIIePaTypbl» OJIMKe K cepejuHe 1o 110 BepTukaiu. OT «BBICOTBI» U



«TeMIIepaTypPbl» 3aBUCAT BEPOSITHOCTU IMEHEPAINH PA3JIMIHBIX TUIIOB KJIETOK B IIOC/IEIy 0Ll (haze
WFC, tak npu yBeqnvueHUN «TeMIIepaTypPbl» BEPOSTHOCTH TeHepaluu JIeJHnKa MOHMKAETCH, a
BEPOATHOCTH reHepanuu [IycTbiHN MOBBIIaeTCs.

B daze WFC Boibupaercs «HeonpejeieHnasy KjeTKa, Y KOTOPOW HAaUMEHBINAs <«IHTPO-

Ay, KOTOPas BBIUYUCJISIETCS 110 POpMYJIe:

ent(c) = maxpi(c)= Y _ pi(c);
teT teT
riae T — BO3MOZKHbLIE€ THUIIbI KJIETOK, a pt(C) — BEPOATHOCTDL KJIETKH C ctaTb Tuia t coriacHo «BbI-
COoTe», «TeMllepaType» U IIpeJuKaTaM, KOTOPbI€ UCIIOJIb3YIOT COCeAHNE KJIETKH JIJId OIIpeae/ICHUA
BO3BMOZKHOCTH HpI/IHHTI/IH ATON KJIETKON KaKOT'O-TO TI/IHa, TaK €eCJIn y «HeOHpeILeHeHHOfI» KJIETKN
II0 CcOCeCTBY €CThb KJIETKa, KOTOpasd MO2KeT 6I>ITI> TOJIBKO HyCTOHIbIO nJjm HyCTbIHefI, TO 9Ta KJIeT-
Ka He MOXKeT ObITh JleHuKoM, 1mocsie BbIOOpa KJIETKU OHA <«OIIPEJIE/IsIeTCsS» — €l PUCBanBACTCs
BO3MOKHBII COTJIACHO HpeLLHKaTaM nu BepOHTHOCTHM THUII, O6HOBJIHIOTCH BO3MOZKHBIE THIIbBI BCEX
COCEeTHUX KJIETOK, a TaK>Ke BCEX KJIETOK, COCEJHHX C TeMHU, Y KOTOPbIX M3MEHUJIUCH BO3MOZKHBLIE

THUIIBI. AJIFOpI/ITM IPOaO0JIZKAETC e, IIOKa BCE€ KJIETKU HE 6y,HYT «OIIpeJIeICHbI».

2.1.2 Kierka

Pucynok 2.2: IlepBas Bepcus Mojeseit 1 pa3HbIX TUIIOB KJIETOK

Krnerka npejcrasiisier coboil MeCTUYTOIbHYIO IJINTKY, KJIETKHA, KOTOPbIE TEPEceKaloTcs C
Hell pedbpoM, cunTarorcd coceaHuMu. Ha oaHOIl KileTKe MOXKeT HaXOIUTCS OJMH HA3eMHBIN IOHUT,
OJIH BO3JIYIITHBIN IOHUT U OJIHO 3/1aHue. KiieTka MoxKkeT ObITh OJTHUM U3 JieBdaTu Tunos: Boja, Jlej-
uuk, Penbednnriit Jlenauk, 3acHeKeHHast paBHIHA, 3acHeXKeHHas ropa, PaBauna, ['opa, ITycromn

u Ilycreias (Puc. 2.2) — tun KaeTku onpejessier, Kakue pecypebl J00bIBAIOTCA Ha 9TOi KIIETKe,

10



U KakK 110 Hel nepeaBuraroTCd IOHUTDI.

2.1.3 Tywman BoiiHBI

Current Turn

End Turn

Pucynok 2.3: Kitetku B 110J1€ 3peHus IBETHBIE, BHE I10JIsI 3PEHUS Cephle

MFPOKI/I BUIOAT KJIETKU, HAXOAAIIUECd B I10J1€ 3pEHUA UX IOHUTOB, a TaK>Ke IOHUTOB 1 3/1aH1A,
KOTOPbIE HaXO/JJATCA Ha 3TUX KJIETKaX. Ecim B ,ILaHHbeI MOMEHT KJIETKa HE HaXOJUTC B I10JI€ 3PDEHUA
IOHUTOB UI'POKa, HO KOI'ZIa-TO HaXO/HWJ/IaCb, TO UI'POK BHUIUT CEPYIO BEPCUIO KJICTKHW, HO HEC BUIAUT

IOHUTOB U 3/1aHus Ha 910il Kierke (Puc. 2.3).

11
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2.4 Daaéécaoey

€4, 6 fnéieltéed pieoia éaseadié éliaiall yoa éedoéa iadiaeony a iiea codiey e aey
@aazedidl 6iaa, a pieol é caaiey 0daiyo aaiitia (caidiaua é o. a.) 10 6iaa ficaaiéy ai 6iaa
dacdogaiey

Aicieeil, +01 iTaiaiay ddaeecasey enielicodo neegéll iial iaiyoe, a ned+ad aic-
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