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AHHoTanms. B craThe npencTaBieHbl pe3yabTaThl pa3pabOTKH MMOJACUCTEMBI YIIPABICHUS CLICHAPH-
SIMH 1 TIPOIIECCAMHK BOBJICUEHUS TI0JIb30BaTENICH B UTPOBOM npuiiockeHnn «BlushBoundy. Bemmonnen
aHaJIM3 MPEIMETHON 00J1acTH COBPEMEHHBIX UTPOBBIX CUCTEM C MPOLEAYPHOI reHepanueil ypoBHe,
BEPOATHOCTHBIMU MEXAaHU3MAMH IIOJyYEHUS HArpaJl U MHTErpaluell HHTEPAKTUBHOIO MTOBECTBOBA-
Hus. Pa3paboTka BeimonHeHa Ha miuatdopme Unity ¢ HCHOIB30BaHUEM SI3bIKa NMPOrPAMMHPOBAHUS
C#. CnpoekTHpoBaHa MOJlyJIbHAsl apXUTEKTypa, 00ecreunBaroIas eHTPaIu30BaHHOE YIIPaBICHHUE
COCTOSIHUSIMHU UI'Pbl, TEHEPALIMIO YPOBHEM, IOBECHUE NIEPCOHAKEN U MPOTUBHUKOB, a TAKXKeE AUHA-
MHUYECKYI0 aKTHUBALMIO CLIEHApHBIX cOOBITHH. [IpoBEeeHO TECTUPOBAaHHUE U BBIIIOJIHEHO SKOHOMUYE-
CKOe 000CHOBAaHUE TPOEKTA.
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Abstract. The article presents the development results of a scenario and user engagement manage-
ment subsystem for the BlushBound game application. The subject area of modern game systems
with procedural level generation, probabilistic reward mechanics, and interactive storytelling integra-
tion is analyzed. The subsystem was implemented using the Unity platform and C#. A modular ar-
chitecture was designed to provide centralized game state management, level generation, character
and enemy control, and dynamic story activation. Testing and economic feasibility analysis were
conducted.
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Beeoenue

CoBpeMeHHas UrpoBasi MUHAYCTPUSL XapaKTepU3yeTCsl BBICOKOW KOHKYpPEHUMEN U
OBICTPBIM pa3BUTHEM TeXHOJOTHi. [lonbp30BaTens 0KUAAET HE TOJBKO KAYECTBEHHYIO
UIPOBYIO MEXAHHUKY, HO M MPOAYMAHHYIO CUCTEMY IPOrPECCHH, HAPPATUBHOE COMPO-
BOXJICHUE U YCTOMYHMBYIO MOTHUBALUIO K IPOJIOKEHHIO UTPHI.

NrpoBble IPOEKTHI BCE Yalle 00bEAUHAIOT MPOLEAYPHYIO TEHEPALMIO YPOBHEH,
CUCTEMY CIIy4alHBIX HArpaJ U 2JIEMEHTBI MHTEPAaKTUBHOIO NTOBECTBOBaHUS. OIHAKO B
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pAIe peleHn JaHHbIE KOMIIOHEHTHI PEalT3YIOTCS pa3ielIbHO, YTO CHUKACT YPOBCHD
BOBJICYCHHOCTH U yACPKAHUS ayAUTOPHUH.

AKTyallbHOCTh pa0OThl 00YCIIOBIIEHA HEOOXOIMMOCTBIO CO3/IaHUS TTOJICUCTEMBI,
0OBEIUHSIONICH TEHEPAINIO YPOBHEH, CUCTEMY Harpajl U ClIeHapHbIE COOBITHSI B €11~
HYIO apXUTEKTYPY.

[{ens paboThl — pa3paboTKa MOACUCTEMBI YIPABICHUS CIICHAPHUSIMHU U TIPOIIEC-
caMU BOBJICUCHHS TOJB30BaTeNell B UTpoBoM mpuiioxeHuu «BlushBoundy.

Hccneoosanue npeomemmnoii oonacmu

[IpouenypHas reHepanusi ypoBHEH M0O3BOJIIET POPMUPOBATH YHUKAIBHBIE UTPO-
BbI€ MPOCTPAHCTBA MPU KAKIOM MPOXOKIACHUU. AJITOPUTMBI T'€HEpPAlUi OCHOBAHbI Ha
3aJIaHHbIX IPAaBUJIaX MOCTPOCHHUS JTOKAIMI U pa3MellieHust 00beKToB [1]. Jlanubiii moj-
X0/l MOBBIIAET PEUTPAOETBHOCTD U CHUKAET 3aTPaThl HA CO3JJaHUE CTATUYECKOTO KOH-
TEHTA.

Bosneuenue nmosib3oBareseit 00ecneurnBaeTcs COueTaHueM MPOrpecCuu, CUCTEMbI
Harpaj ¥ YMOIMOHAJILHOTO KOHTEHTA [2]. BeposTHOCTHAs MO/IeIIb MOJIyYEHUS IEPCO-
Ha)Xel CTUMYJIMPYET MOBTOPHBIE UTPOBBIE CECCHM, co3/1aBasi APHEKT OKUIAHUS pe-
3ynbrata. [Ipu 3ToM BaskeH O6alaHC BEPOATHOCTEN U OCTEIIEHHOE YCI0KHEHHUE UTPO-
BOT'O ITpoliecca.

WNHTterpauusi HappaTvBa B UTPOBOM LMK YCUJIMBAET 3MOLMOHAIBHYIO CBS3b
nosib3oBatennst ¢ npoayktoMm. CormacHo moaxoxy MDA (Mechanics—Dynamics—
Aesthetics), UTpOBbIE€ MEXAHUKHU JIOJDKHBI OBITh COTJIaCOBAHbI ¢ TMHAMUKOM U SMOIIU-
OHAJIbHBIM BOCIIpUSITHEM [3].

AHanu3 CylIEeCTBYIOIIMUX PELIEHUH MOKa3aj, YTO PEJIKO peal3yercs UEeHTpaIn-
30BAHHOE YIPaBJICHUE BCEMH [EPEYUCICHHBIMM MeXaHu3MaMu. B mpoekre
«BlushBound» npennoxena apxutekrypa, 00beIUHSIOMIAs JaHHbIE SJIEMEHTHI.

Memoowst u mexnonozcuu

Pa3paboTtka BeimonHeHa B cpene Unity ¢ ucnonb3oBanueM sizbika C# [1, 4]. Ap-
XUTEKTypa MOCTPOEHA IO MOJIyJIbHOMY INPUHLHUITY ¢ IPUMEHEHUEM MPUHIMUIIOB 00b-
€KTHO-OPUEHTUPOBAHHOTO MPOEKTUPOBAHUS U MATTEPHOB MIPOrpaMMHUPOBaHUs 5, 6].

OCHOBHBIE MOJTYJIH CUCTEMBI:

— MEHEIKEp COCTOSIHUS UTPBIL;

— MOAYJIb TEHEpALlH YPOBHEW;

— MOJIyJIb YIIpaBJICHUS IEPCOHAKAMU;

— MOJYJIb UCKYCCTBEHHOTO MHTEJUIEKTa MPOTUBHUKOB;

— MOJIyJIb CLIECHAPHOTO YIPABIICHHUS;

— cucTema Harpasi.

XpaHeHne  KOH(PUTYpallMOHHBIX  JAHHBIX  PEaIM30BaHO C  TMOMOIIBIO
ScriptableObject [ 1], 4To MO3BONIAET OTAECTUTH MAPAMETPBI UTPOBBIX OOBEKTOB OT JIOTUKU
BBITTOJTHEHUSI.

[ToBenenue nepcoHaxka MOCTPOEHO HA OCHOBE KOHEYHOT'O aBTOMAaTa COCTOSIHUIA:
O’KHJIaHWE, TIEpEMEIIICHHE, aTaKa, IPUMEHEHHE CITIOCOOHOCTH, MOJTYyYEHUE YPOHa.
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[TpOTHBHHUKH PEATU3YIOT AJITOPUTM OOHAPYKEHUS UTPOKA IO PAIUyCy U Mepexo-
TSIT B PEXKHUM TIpeciieoBaHus U aTtaku. J[is 6occoB mpeaycmorpeHa (a3oBasi MO
MOBEJICHUS: TIPH CHIYKCHHUH 3]TOPOBBS HIDKE IIOPOTOBOTO 3HAYCHHS H3MCHSIIOTCS ITapa-
METPBI aTaKH ¥ CKOPOCTH.

CruenapHble COOBITHS TIPEICTABICHBI CTPYKTYPHPOBAaHHBIMU OOBEKTaMH, COZCP-
KaIUMHU TEKCT, YCIOBHS aKTUBAIlMU M CCBUIKU Ha IOCIICIYIOIINE COOBITHS. AKTHBA-
U IPOUCXONT Yepe3 CUCTEMY TPHUTTEPOB, CBSI3aHHBIX C MPOTPECCOM TOJB30BATEIS.

Apxumekmypa U npocpammHbleé KOMNOHEHN bl noocucmemol

Jliist obecnieueHrs MacITabupyeMOCTH, YI00CTBA TECTUPOBAHUS U JaIbHEHNIIIEro
pacupeHust yHKIMOHANA MOJCUCTEMA YIIPABIICHUS CLICHAPUSAMH U MPOLECCaMU BO-
BJICUCHUsI pEAJIM30BaHA HA OCHOBE MOIYJIBHOM apXWUTEKTypbl. B3aumopmerncrtsue
MEXITy KOMIIOHEHTaMU TIOCTPOEHO TI0 COOBITUIHHO-YTPABIsIEMOM MOJIEIH, YTO MUHU-
MU3HUPYET KECTKUE 3aBUCUMOCTH U YIIPOLIAET OTIAAKY UTPOBBIX IMPOLIECCOB.

B cocTaB noacucTeMbl BXOAST KIIFOUEBbIE MPOTPAMMHbBIE KOMIIOHEHTHI.

Menemxep cocrosinust urpsl (GameManager), OTBEUAIOMIMI 32 HHULIUATN3AIUIO
CIIeH, 3arpy3Ky YpPOBHEW, COXpaHEHHUE U 3arpy3Ky Iporpecca, a Takke CUHXpPOHM3a-
U0 paboThl Bcex MoayJiel. ObecnieunBaeT KOPPEKTHBIN epexo] MEeXAy UTPOBBIMU
COCTOSIHUSIMHU ¥ 00pabaThIBaeT T100aIbHBIE COOBITHSI.

Monyns npornexypHoit reHepanuu ypoBHen (LevelGenerator), ¢popmupyromuit
CTPYKTYpY JIOKaIluM Ha OCHOBE 3aJIaHHBIX MapaMeTpoB (OMOM, TEeKyIIas CJI0KHOCTD,
ATam CIOKETa), pa3MellaeT MPOTUBHUKOB, WHTEPAKTUBHBIE OOBEKTHI U TPUTTEPHBIC
30HbI. ['eHepalys orpaHMYUBAETCS MPABUIAMH MPOXOAUMOCTH U COANTAaHCUPOBAHHO-
CTH, YTO UCKJIIOYaeT POPMUPOBAHUE HEMPOXOJUMBIX MM U30BITOUHO CIOKHBIX KOH-
(durypanui.

Mopyns ynpasineHus nepcoHaxamu u UM npoTuBHUKOB peanu3yromul JoruKky
MOBEJICHUSI HA OCHOBE KOHEYHBIX aBTOMATOB COCTOSHMM. {711 UTpOBOro mepcoHaxa
oOpalaThIBatOTCs BBOJI II0JIb30BATENS, IEPEMEILIEHUE, PACUET 30H MOPaKEHUS U aKTH-
Balusl crocoOHOCTeH. [yl MPOTHMBHUKOB pealn30BaHbl ANTOPUTMbBI OOHApYKEHHUS
eI, TIPECiIeIOBaHusl, aTaKu U TMepe3apsaku. boccoBbie CYIIHOCTH MOANECPKUBAIOT
($ha30ByI0 MOIENIb TOBEACHUS: TIPU CHUKEHUU 370POBbS HIKE MTOPOTOBOTO 3HAUCHHUS
U3MEHSIOTCA MapaMeTpbl ypOHa, CKOPOCTH U HAOOP AOCTYIHBIX aTak.

Cuenapnbiit 1BrkoK (ScenarioEngine), XpaHsuui CTpyKTypy AHAIOrOB, COObI-
TUWA U YCIOBUM UX aKTUBalUU. WHTErpupyeTcss ¢ UTPOBBIM IIUKIOM Yepe3 CUCTEMY
TPUITEPOB: CIOKETHBIE (PParMEHTHI 3aIyCKAIOTCS MPU 3aBEPIICHUU ypOBHS, mobese
HaJ KIIOYEeBBIMU MPOTUBHUKAMH WM MOJYYCHUU MIEPCOHAKEHN OMPECICHHOMN peaKo-
ctu. ObecreynBaeT MPUOCTAHOBKY UTPOBOTO MpoIlecca Ha BpeMsl OTOOpaKeHUs ua-
JIOTOBBIX OKOH M COXpAaHEHHUE BETBIICHUS UCTOPHH.

Cucrema Harpan u nporpeccun (RewardSystem), ynpasnsromuii Beiiadeil BHyT-
PUHUTPOBBIX PECYPCOB, PACCUMTHIBAET BEPOSITHOCTH MOJYUYEHHUS TEPCOHAXKEN pa3HOil
PEAKOCTH, peasiu3yeT MEXaHU3Mbl TapaHTUPOBAHHOTO Jipomna (pity system) u oTClIexKu-
BaeT BBINOJIHEHUE YCIOBUM Pa30JIOKUPOBKU HOBBIX JIOKAIMI U KOHTEHTA.

Kondurypaimonssie napaMerpbl UTPOBBIX OOBEKTOB (XapaKTEPUCTUKH, PEIKOCTb,
YCIIOBUSI AKTWBAIlMM CIIEHAPUEB, JMANA30HbI T€HEepaly) OTIENICHbl OT MPOrpaMMHOMN
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JIOTHIKU M XpaHsTcs B cTpykType ScriptableObject muiatdopmer Unity. Takoi moaxon 1mos-
BOJISIET HACTpauBaTh OanaHc, T0OABIATH HOBBI KOHTEHT M KOPPEKTUPOBATh CIIEHAPHbIC
BETBJICHUS 0€3 N3MEHEHUS ICXOIHOTO KOJIa, UTO CYIIECTBEHHO YCKOPSET UTepalliy pa3pa-
00TKU.

B3anmocBsI3b OCHOBHBIX KOMIIOHEHTOB MOJCHUCTEMBI U MOTOKU JAHHBIX MEXKIY
HUMH IPEACTABJIEHBI HA CTPYKTYpHOU cxeMme (puc. 1).

Baza JaHHBX
Wrpsl
WIpDOBBIE
NOKELMA e MPOTHEHMKK
HA3BaHME
fOkALM WMA WA
SALHWA GOH OMUCaHWE TWN NOBEASHUA
(5
MAKCUMAABHDE PEAKDCTE
W MHHHMANBHOE
KONMYECTED SHUMALINA
YPOBEHEH
AHMMALAA
¥APEKTEPMCTAEM
CMWCOK
Eparce
WAMHOCTPALpAM
BOCC ADKALAK
XAPAKTEPMCTHEN
LOCTYTIHOCTh
NOALSOEATEAM
CNOCOBHOCTA
doHoBaR

ELL ]

Puc. 1. CtpykTypa XpaHEeHUsS KOMIIOHEHTOB MOJICUCTEMbI YIIPABJICHUS CLIEHAPUIMHU

[IpensoxxeHHass apXUTEKTypa 00ECIIEYUBAET BHICOKYIO CTEIEHb CBSI3BHOCTH UTPO-
BBIX MEXaHUK U HAPPATUBHBIX DJIEMEHTOB, MTO3BOJISIS JMHAMUYECKHU aJallTUPOBATh UT-
POBOI POIIECC MO TEKYIIHI MPOTPECC MOIB30BATEIS U MOJIEPKUBATH YCTONYUBBIN
LUKJI BOBJICYEHUS HA MPOTSKEHUH BCETO JKU3HEHHOTO ITUKJIA MPUITI0KECHUSL.

Pesynomamut

B xone pa3zpaboTku peann3oBaHbl cienytonue GyHKIIMOHATbHBIE BO3MOKHOCTH:

— Mpu 3arpy3Ke CUeHbl POPMUPYETCS CTPYKTYypa KOMHAT U pa3MEIIatoTCs Mpo-
TUBHUKH B JIOITYCTUMBIX KOOPJAUHATAX;
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— WUIPOK BBIOMpAET MEPCOHAXEH pa3IMuHON PEAKOCTH, BIUAIOIMIECH Ha XapaKTe-
PUCTUKU U CTUJIb IPOXOKICHUS;

— 0oeBas cucTeMa C pacieToM YpOHa, OCYIIECTBISIOIMIMMCS C YUETOM XapakTe-
PUCTHK aTaKyIOLIETO U 3aIlIUTHBIX MAPAMETPOB LIEJIH;

— AKTUBHBIE CIOCOOHOCTH C MEXaHU3MOM IEPE3aAPSIKH;

— TOBeIeHne 0occa JOKAIMU U3MEHSETCS B 3aBUCHMOCTH OT TEKYIIETO YPOBHS
310POBBS.

— CIOKETHBIC ()parMEeHThl aKTUBUPYIOTCS MPU MPOXOXKJICHUU ypPOBHEH, modese
HaJl 60CccCaMU U MOJYUYCHUH PEIKUX TIEPCOHAKEHN.

[IpoBeneHo pyHKIIMOHAIBHOE TECTUPOBAHUE, BKIIFOYAIOIIIEE TTPOBEPKY KOPPEKT-
HOCTH pacuera ypoHa, epexo/I0B MEXIy CIIEHaMH U MOBEJACHUS MPOTUBHUKOB. Kpu-
TUYECKUX OIIMOOK HE BBISIBJICHO. [IpOM3BOIUTEIBHOCTE COOTBETCTBYET TPEOOBAHUSIM
matgopmbl Unity [1].

DKOHOMHUYECKOE 000CHOBAHME BBIMOIHEHO 17151 0a30Bor0 ciieHapusi: 20 000 ycra-
HOBOK, koHBepcus 3,5 %, ARPPU 800 pyGinelt u pexnamubiii 10xoj 25 pyoOseil Ha
noibs3oBaTens. CoBokymHas Beipydka coctapisieT 1 060 000 py6aeit mpu 3aTparax 997
600 pyOneii. Touka okymaemMocTs gocturaercs npu 18 823 ycraHoBKax.

3aknrouenue

Pa3zpaboTana nmojcucrema yrpaBieHUs CIICHAPUSIMHU U TIPOLIECCAMH BOBJICUCHUS
MoJib30BaTeel g urposoro npuinoxkerus «BlushBoundy. PeannzoBana moynbHast
apXUTEKTypa, 00ecreynBaroIas MHTETPAIUIO MTPOIIeIyPHON TeHEPAIN YPOBHEH, CH-
CTEMBI Harpaj v CIICHAPHBIX MEXaHU3MOB.

TecTupoBanue MOATBEPANIIO CTAOMILHOCTh (YHKIIMOHUPOBAHUS CUCTEMBI. DKO-
HOMHUYECKHE PACUEThI JEMOHCTPUPYIOT MOTEHITHATBHYIO CAMOOKYTIaeMOCTh ITPOEKTA B
TE€YEHHE MEPBOTO T'0/a IKCIUTyaTaIUH.

[IpenyioxkeHHBIE pEIIeHNUsT MOTYT OBITh MCIOJIb30BaHBI MPHU pa3pabOTKe aHAIIO-
TUYHBIX UTPOBBIX TIPHIIOKCHHM.
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