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AHHOTaIIMA

Hacrosmas craTtest vcciteflyeT BO3MOKHOCTY IIPVIMEHEHVST HeVIPOHHBIX CeTeVl B MTPOBBIX
npoekTax XaHpa roguelike. HertpoHHBIe ceTn mpefcTasiIsitoT cobov 3 PeKTUBHBIN MHCTPYMEHT
MAaIIMHHOTO OOydYeHMs, CIIOCOOHBIVI amanTVpOBaTh IOBeAeHVe IPOTUBHMKOB, TeHepUpOBaTh
KOHTEHT W yJIy4lllaTh aydMOBM3yaJIbHble KOMIIOHeHTHI. VIHTerpalins HelipOHHBIX ceTell B TaKue
UrpHI o0eltaeT pasHOOOPa3UTh UTPOBOV IIPOLIeCC U IMOBBICUTH 3MOIIMIOHAJIbHOE BOBJIeUeHe.

Les mcciieqoBaHMs 3aKjIIOdaeTcss B ITpOBelleHnM 0030pa BO3MOXKHOCTeV ITpVIMeHeHVs
HeVIPOHHBIX ceTell 1715 ITOBBIIIeHNs] Pa3HOOOpasyis UTPOBOro IIpoliecca ¥ KOPPeKIIuM HoBeAeH s
HeUTPOBBIX IIepCOHaXKel B MTPOBBIX IIpOeKTax kaHpa roguelike.

KiroueBble cI0Ba: HeVIpOHHBIE CETH, VICKYCCTBEHHBIVI MHTEIUIeKT, reViMuduKalis,
KOMITBIOTepHBIE UTPBL, XXaHp roguelike.
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ABSTRACT

This paper explores the application of neural networks in roguelike game projects. Neural
networks are an effective machine learning tool capable of adapting enemy behavior, generating
content, and improving audio-visual components. Integrating neural networks into such games
promises to diversify gameplay and increase emotional engagement.

The purpose of this study is to review the potential application of neural networks to
enhance gameplay diversity and adjust the behavior of non-player characters in roguelike game
projects.

Keywords: neural networks, artificial intelligence, gamification, computer games, roguelike
genre.

Beenenne. HevipoHHbIe ceTy IIpeNcTaBiIsAioT cOOOV MOIIHBIN MHCTPYMEHT MAIIMHHOTO
oOydeHms, o0sIagaommil criocoOHOCTEI0 00pabaThiBaTh MHAPOPMAIIVIO, BBISBIIATH ITaTTePHBL U
IIPOTHO3MPOBATh Pe3yJIbTaThl HA OCHOBE VIMEIOIIVXC JaHHBIX. VIHTerpaiys HeIpOHHBIX ceTell B
UTpOBBle IIPOeKTHI kaHpa roguelike MoxeT crmocoOCTBOBaTh CO3MAHNMIO YMHBIX IIPOTUBHUKOB C
aanTMBHBIM ¥ VHTE/UIEKTY&IbHBIM IIOBEeHMeM, VIIyUIIeHMI0 TrpaduKy, 3BYKOBOTO
odopwmiteHMs], a TaKke pa3paboTke reHepaTMBHBIX MeXaHW3MOB, CIIOCOOHBIX 3HAUMTEIHHO
YBEJIMYNUTD BapMaTUBHOCTh MTPOBOTO OIIBITA.

VHTerpass  HEVMPOHHBIX CeTell B  COBPEMEHHBIE BUIEOUTPHI  IIPeHOCTaBIISeT
3HauMTeIbHBIe BO3MOXKHOCTH IS Pa3sHOOOpasys UIPOBOTO IIpoliecca ¥ oOoraIeHNs UIPOBOTO
MIpa, a TaKXKe CIIOCOOCTBYeT yBeIMUeHMIO YPOBHS BOBJIEUeHHOCTM UTPOKOB. OcoOBINI MHTepec
IIpefICTaBjIsIeT IpVIMeHeHNe HEeVpPOHHBIX CeTell B UIPOBBIX IpoeKTax >kaHpa roguelike, rme
AVHAMUYHBIV TeVIMIUIeVI U CIy4ariHO TeHepupyeMble YPOBHM TpeOyIOT OCOOBIX ITOIXOHOB U
TEeXHOJIOTUTL.

O063op ymTeparypsl. VicciremoBaHmsi, MOIOOHBIE 3TOMY, IPOBOOWINCH ¥ paHHee, Tak,
Hartpumep, I'taBarikas C. B. B coent pabote “ITprmMeHeHMe CKyCCTBEHHOTO MHTeJUIEKTa B urpax”
[1] mmcara, 9TO B COBpEMEHHOM MWpe CTajI0 PacHpOCTPaHEHHOV IIPAaKTMKOV BHEIpeHVe
TEXHOJIOTUVI CUMYJISIIUM VICKycCTBeHHOro mHresvtekra (VIV) B MrpoBble IPOEKTHI C IIEJIBIO
VIMUTAIIMV Pa3syMHOCTV HEUTPOBBIX II€PCOHaXXeVl 1 pasBjledeHNs UTPOKOB, a He IT0Oenbl Hap,
HVIMIL

B To xe Bpems, Kpymiok M. C. B pabore “IlepcriekTvBbl IIpMMEHEHMS MAaIMHHOTO
oOyuenus B Bugeourpax” [2] mommedaeT, YTO B WIpaX, CO3MAHHBIX IS pPas3BIIeUeHMs,
MOZIeJIIPOBaHMs WV OOyUYeHMsI, MalllMHHOe o0ydJeHe vMeeT OoJIbIiie BO3MOXKHOCTHU. VI XoTd
KOHTpOJIMpyeMoe oOydeHMe VCIIOIb3yeTcs B UTpax, OHO TpebyeT GoibImmx HaOOPOB TaHHBIX O
IIOBEZIeHNY WIPOKOB M YacTO HeOOXOOVMO IIOIIOJIHUTeIbHOe OOydeHIe ¢ VCIIOIb30BaHMEM
MeTo10B, Takmx Kak RL (aHr1. Reinforcement Learning - oOydeHme ¢ mogKperuieHEeM).

VccrrenoBanmsg B 00J1acTy MaIIMHHOTO OOy4eHMs B BUAeOUTpax IIpomosrKarorcs [3], u
pa3BuUTVIe TEXHOJIOTUIL B 3TOM o0racTy olerraeT elrte Oosbive nepcrekTussl [4]. [Ipumenenue
VI B urpax OTKpbIBaeT HOBbIe BO3MOXKHOCTVI [IJIsI CO3HaHMs yBJIeKaTeJIbHBIX VI IHHOBAIIVIOHHBIX
UTPOBBIX ClleHapVieB, KOTOPBIe CMOTYT YAOBJIETBOPUTE pa3HOOOpa3HbIe ITIOTPeOHOCTY UTPOKOB [5].
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Mertoposorms. IlepBeIM IITaroM IaHHOTO WCCIIEAOBAHWMS OBUIO BBISIBJIEHME OCHOBHBIX
ocobenHocTent xaHpa roguelike. [lasiee ObUla mpoBemeHa cucTeMaTHdecKasl JIATepaTypHas
peBu3Is, BKITIOUaoIias IOVCK 1 aHaJIV3 HayYHBIX CTaTerl, Iy OJIMKAalIMT 11 OTKPBITBIX MICTOYHUKOB,
KacalolIuxcsl IIpUMeHeHMs HeVPOHHBIX CeTell B WIPOBBIX IIpoekTax >aHpa roguelike. Ha
OCHOBaHMVI MIMEIOIIVIXCSL JaHHBIX ObUTa co3[IaHa CrCTeMa OIeHKM 3 eKTMBHOCTY IIPUMeHEeHs
PasIMUHBIX TWUIIOB HEVIPOHHBIX ceTell. B KoHIle ObUIO BBIIBMHYTO IIPENIIOTIOXEHMEe O
VHHOBAIIVIOHHOM IIPVIMEHEHVI TEXHOJIOIMM MCKYCCTBEHHOTO MHTEJUIEKTa B MIPOBBIX IIPOEKTaX
XaHpa roguelike.

OcnoBHas 4acTe. 71 TOro, YTOOBI BBIAEINTE OCHOBHBIE 0COOeHHOCTHM >XaHpa roguelike
cJjleffyeT oOpaTUTBCS K €ro 3Ha4MMBIM IIpefICTaBUTesIsIM, OCOO€HHO BBIIEJIAIOTCS CIIeyIoIIie:
“Hades” [6], “Vampire Survivors” [7] n “Slay the Spire” [8]. “Hades” sormuHo obGbsicHsieT
IIOBTOPHOE IIPOXOXJEeHIe UIPBl, TPAMOTHO BIUIETas €ro B CIOKET IPeBHMX MMMOB M JIeTeH]I.
“Vampire Survivors” mpeqiaraeT mpocTeriiiiee yIrpasjieHle — IIePCOHaX aTaKyeT aBTOMAaTIIEeCK,
a UTPOKY HY>KHO JIVIIIb 3aHVMAaThCS €T0 IO3VIIVOHVPOBaHMEM VI TPaMOTHO BBIOVIpATh YITy UIIeHs
MeXy BojIHamu Bparos. “Slay the Spire” mpencrasisieT n3 cebst IpUATHOe codeTaHMe porajivKa
VI KOJUTEKIIVIOHHOVI KapTOYHOW UTPHI.

OCHOBHBIM TIPM3HAKOM 3TOTO JXaHpPa, OCHOBBIBASICh Ha €r0 IIPeICTABUTEIISIX, SIBIISETCS
BO3MO)KHOCTb IIOBTOPHOIO IIPOXOXIEHWMs WUIPbI, obOecriednmBaeMasi IIpOIelypHOVI TeHepallyen
KoHTeHTa [9]. VIMeHHO Ostaromapsi 3ToMy IpueMy >XaHp IOIyJISIpeH Cpelnu IoJIb30BaTesIevs,
IIOCKOJIBKY OH CITOCOOEH BBbI3BaTh HOBBIE SMOIINVI, HEIOCTYITHBIE TPV IIOBTOPHOM ITPOXOXKIEHU
Urp ¢ PUKCUPOBAHHBIM ClieHapueM. [l pyriMy 0ocoOeHHOCTSIMY XaHpa SIBJISTIOTCST HEBO3MOXXHOCTD
3arpys3Ky IPebIIyIX COXpPaHEHUII IT0CIIe CMEPTH IepPCOHaXa, OOJIbIIIOe KOJIMIEeCTBO MUTPOBBIX
IIpaBWI M BapMaTUBHOCTY B IToBereHMm [10]. BeimermmM To, UTO I71aBHBIM 2JIEMEHTOM 3TOTO JKaHpa
SIBJISIETCS CJTyYartHOCTh VI pasHOOOpasne, KOTOpoe MOXKHO pa3BUTh Or1arofaps HEVIPOHHBIM CETSIM.

HevipoHHble ceTn SBIISIOTCA MaTeMaTUYeCKUMMM MOIEIsIMM, KOTOpble —IIBITAIOTCS
VIMUTHPOBaTh pabOTy HEpPBHON cucTeMbl YestoBeKa [11]. OHM cocTodT 113 GOIBIIIOrO KOIdecTBa
CBSI3aHHBIX MeXIy cOOOVI HeVPOHOB, KOTOpble IlepeHaloT 1 00pabaThBaloT MHEAOPMAIINIO.
Vckyccrsennsmi nHTEUIEKT (VM) — 3TO 0071acTh KOMITBIOTEPHOV HAyKV, KOTOpasi CTPEMUTCS
CO37aTh CHUCTEMBI C BO3MOXXHOCTBIO BOCIIPOV3BOAUTH HEKOTOPBbIE aCIIEKTHl YeJIOBEYeCKOTO
uHTesUIekTa. B pamkax VIV, HeipoHHBIe ceTV MCIIOIB3YIOTCS IJIS TOrO, 4TOOBI 0OpabaThiBaTh
JaHHBIe ¥ M3ydaTb MX OCOOEHHOCTW, UTOOBI IPVMEHSTh 3TV 3HAHWS IS pelleHus 3aaad,
pacriosHaBaHMs 00pa3oB M MHOTOTO JIPYroro, HalpyuMep, MMUTAIMS VMHTe/UIeKTa IIepCOHaXen
Buzeourp [12].

VIrpel B peasibHOM BpeMeHU TpeOyIOT OT MCKYCCTBEHHOT'O MHTeJIeKTa ObICTport 00paboTkm
GosBITIOr0 OOBEMa JAaHHBIX I MTHOBEHHOV PeaKIIny Ha COOBITHSL. 171 3TOr0 4acTo MCIOIIb3yIOTCS
HeVIPOHHBIE CeTH, CIIOCOOHBIe aTalTPOBAThCS K M3MEHSIOIEICS Cpefie M IIPVHVMATh PeIeHs
Ha OCHOBe OOy4YeHVIS 11 OIIbITa.

Cy1iecTByeT HECKOJIBKO TUIIOB HEVIPOHHBIX CeTeVl, KOTOpble MOTYT OBbITh IIPVIMEHEHBI K
UrpaM B peaJIbHOM BpPeMeHM, HO KaXIbIVl M3 HUX VIMeeT CBOVI IIPEeVIMYIIeCTBa VI HEeTOCTATKIA.
HaBariTe paccMOTpVIM HEKOTOPbIe 13 HIUX:

Pexyppentreie HeviponHble ceTrt (RNN) [13] - obiamaroT ciocoOHOCTBIO 3allOMMHATh
TI0CJIeIOBATEILHOCTY JAHHBIX VI VCIIOIB30BaTh 3Ty MHAOPMAINIO 7T IPUHATHS perreHmit. Vix
CIIOCOOHOCTh  aHAIM3WPOBATh VICTOPWMUYECKMe IaHHbe ¥ yYUTHIBATh KOHTEKCT [eJlaeT WX
IIpVBJIEKaTEIIbHBIMM 1L UTP B peaJIbHOM BPeMeHM, I7Tie BaXkKHa I10C/Ie0BaTeIbHOCTh JEeVICTBIIL
HampumMep, B cTparermdeckom wrpe peKyppeHTHas HEVIPOHHAs CeTb MOXXeT VICIIOJIb30BaTh
TIpebIIyIIe XOIbI IS IIPOTHO3MPOBAHNS IITaroB IIPOTUBHIIKA;

Ceeprounsle HevipoHHBIe ceTn (CNN) [14] - sTo addexTuBHBIN HOAXO0N K 00paboTke
M300paXkeHN 1, VI VX UCIOJIb30BaHe B UT'Pax B pealbHOM BpeMeHV MOXKeT OBITh ITOJIe3HBIM IS
pacriosHaBaHMs ¥ aHajJIW3a WIPOBOTO OKpyXeHMs. Hampumep, B IIyTepax CcBepTOUYHbIE
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HeVIPOHHBIE CeTV MOTYT BBISIBJISITH OIIACHOCTM Ha M300pa’keHUM ¥ aBTOMATUYeCcK pearnpoBaTh
Ha HIX;

IToymHOCTRIO cBs3aHHBIe HevipoHHBIe ceTn (Fully Connected) [15] - 3To mmpocTas u mmpoxo
VICIIONIb3yeMas CTPYKTypa HeIPOHHBIX ceTell. B HuX y3iIbl 111 HeIPOHBI OTHOTO CJI0S CBS3aHBI C
KaKIBIM HEVIPOHOM CJIEyIOIIero CJjIosl. Takme CeTM XOPOIIO IIOAXOHMIT IS UIP B peabHOM
BpeMeHV, HO MOTYT CTOJIKHYTBCS C IIpo0sIeMort "IpOKIATMS pa3MepHOCTI", KOTa KOJIMIecTBO
ITapaMeTPOB CTAHOBUTCS CIIIIKOM BEJIVIKO 17T OOy deH sy,

['erepaTnBHO-cocTs3aTebHble HevipoHHBIe ceT (GAN) [16-17] - SBIISFOTCS apXUTEKTY PO,
COCTOSIIIeV M3 JIBYX KOMIIOHEHTOB: reHepaTopa 1 OUCKpUMMHaATopa. ['eHepaTop co3fgaeT HOBBIE
oOpa3sbl WM TaHHBIe, B TO BpeMs KaK AVCKPUMIHATOP OlleHMBaeT 1X NOIMHHOCTD. [IprimeneHme
GAN MoXeT OBITB I10JIe3HBIM [T CO3[IaHMs YHMKAIbHOTO KOHTEHTa.

IIpn mposemenvn aHaymsa (Tabimmaia 1) addexkTMBHOCTM IIPUMEHEHMS PasIMIHBIX
MojfieJieVl HeVIpOHHBIX ceTeVl B UT'POBBIX IIpoeKTax kaHpa roguelike, vcrionp3oBanice Kpurepmuu,
KoTopble mompobHo ommcan bopomgmu I'. 1. B pabore “Kpartkmit o030p m wiiaccmudmkarims
VICKYCCTBEHHBIX HEVIPOHHBIX ceTerr” [18].

Tabsia 1 - PesysibraTs! aHaym3a

Kpurepun
prrep ITosmoc | I'enepaTtmBHO-
& Pexyppentnasa | CBeprouHas
TBIO CBSI3aHHAs | COCTsi3aTesIbHasd
Mopmeinb
KosmraecTso N MHorocsionH _ _
OnHocrtomHas MmuorocyionHasg | MHorocioHas
cJI0€eB as
Crioco6 C
C obGpaTHBIMI C obparabiMi | C oOpaTHBIMI
COeIMHEeHMS obpaTHBIMI
. CBSI3IMU CBSI3IMU CBSI3IMU
HeVIpOHOB CBSI3IMU
[Tapagurma
C yuuresiem C yuurennem | C yunreneM bes yunrensa
oOyueHVs
Bemonngemas | PacriosHaBaHme | AccormaTtus | AnmmpokcmMari
_ OuibTpanys
3a7a4a o0OpasoB Has IIaMsThb | s PyHKUIM

J1J1s1 TOBBIITIEHMS pa3HOOOpa3ss UIPOBOTO IIpoIiecca Vi KOPPeKII ITOBeNeHS HEUTPOBBIX
IIepcOHaXXeVl B MIPOBBIX IIPOeKTaxX XaHpa roguelike, HeoOxommma MomesTb HEVIPOHHOV CeTH,
KOTOpasi 00JIazaeT CIemy oMMy 0COOeHHOCTSIMIA:

KommraectBo citoeB: MHOTOCITIOVIHAST apXUTEKTypa ITO3BOJINT MOV CIIPABIIATHCS ¢ Oostee
CJIO>KHBIMM VIepapXIIeCcKVIMU 3aBVICVIMOCTSIMY, UTO BKHO 71 00y UeHVIsI KOMITIEKCHBIM MTPOBBIM
CUTYaIVIsIM;

Cr1ocob coenyreHns HertpoHOB: OOpaTHBIE CBSI3M MO3BOJISIT MOJIEIIN YUUTHIBATh KOHTEKCT
Y IIPOIUIBIVI OIIBIT, UTO IIOMOXXET eVl IIPMHMMAaTh Oosiee 00OCHOBaHHEIE 1 MHAOPMIUPOBaHHEIE
peleHms;

[Tapammrma oOyuenwms: OTcyTcTBUe yumWTeslss B OOydYeHWNM IIO3BOJIUT — MOAEINN
CaMOCTOSTEIIbHO MCCIIeN0BaTh MUTPOBOE IIPOCTPAHCTBO I HAXOAUTH ONTMMAJIbHBIE PeIleHVs Ha
OCHOBE CBOEr0 COOCTBEHHOTO OITBITa. DTO OCOOEHHO BakKHO st o0ydeHms B roguelike-urpax, roe
VUTPOBBIE CUTYyaIIMV MOTYT OBITh YHUKAJIBHBIMM ¥ TPeOOBaTh HOBBIX ITOJIXOOB;

BemmorHsiemas 3azrayda: [1oOop oTrMabHBIX PEIIeHNII B XOIe UTPHI C 1IeJIBI0 JOCTVIKEHVIS
JIydIrero pesyspraTta. Momennb TOJDKHA OBITH cITocoOHa aHaIM3MPOBaTh MHOXKECTBO BO3MOXKHBIX
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JeVICTBUVI I BBIOMpaTh HamOostee 3¢pPeKTMBHBIE, YUUTHIBAS TEKyIllee COCTOSIHVE VUTPBI U 1€y
UrpOKa.

[TockosbKy reHepaTmBHO-cocTs3arenbHas (GAN) Mozmeb obragaeT BceM HeOOXOMVIMBIM
pyHKIVIOHAIOM, OHA SBJISETCS IEePCIEKTVBHOV MOJIETIBIO IS PelleHs IIOCTaBIeHHOV 3a1aum
[19]. GAN mnosBossieT TeHepUpoOBaTh HOBBIE VI PasHOOOpasHBbIe MIPOBBIE CUTYyallMV, a TaKXKe
oOydaThCcsd Ha OCHOBE COCTSA3aTeJIbHOTO IIPOIlecca, UTO MOXKET IPWMBECT K CO3IAaHUIO Oosiee
CJIOXKHBIX M YMHBIX HEUTPOBBIX ITlepcoHaxelt B roguelike-mrpax.

GAN - ajIropuT™M MaImMHHOTO 00y4eHVIs], KOTOPHBIV OasupyeTcs Ha KOMOMHAIIAM 13 IBYX
HeVIPOHHBIX ceTell - reHepatuBHOM ceTr (G) n auckpummHaTopHo cetu (D) (pucyHok 1).

[Peaanmeo6pa3bl}—*{ O6pasel,

CryYaiiHbli BBOS,
[ AaHHbIX }_’[ leHepatop (G) }—‘ 0O6pasel,

[Lunckpumunatop (D)

HacTtpoinka
o6y4eHus

UcTuHa

Pucynoxk 1. Ilpumep padotet GAN asiroput™ma

I'eneparuBHas ceTh (G) oTBedaeT 3a reHeparnio oOpaslioB UTPOBOrO KOHTEHTA, KOTOPBIV
MOXeT OBIThb WCIIOJIB30BaH IS CO3[IaHMS HOBBIX YPOBHEV, Bparos, IIPEeIMETOB ¥ IIPOYMX
371eMeHTOB Urpbl. OHa paboTaeT Ha ocHOBe OOydeHMs Oe3 yumuTess ¥ MOXeT ObITH OOydeHa Ha
JOCTYIIHBIX JaHHBIE WIPBHI, YTOOBI IOHATH CTPYKTypy WM pasHooOpasme KoHTeHTa. Ilocrte
oOyuenms, cetp G criocobHa reHepMpOBaTh HOBBIE OOPa3Ibl, KOTOPBIE MOTYT VICIIOIIb30BAThCS IJIs1
CO3MaHVsl YHUKAJIBHBIX M Pa3sHOOOpasHBIX MIPOBBIX CleHapwues. [uckpummHaTopHas ceThb (D)
CJIyXXUT I OTJIMYMS HPaBWIBHBIX («IIOJIMHHBIX») 00OpasiioB OT HemnpaBwIbHbIX. CeTb D
oOyuaeTcsi Ha Habope IpaBIWJIbHBIX 00Pas3IIoB, IIPeIoCTaB/IeHHBIX pa3paboTYMKaMy UTPhL VIV U3
APYIUX MOAXOOSAIMX MCTOUHMKOB. OHa aHa/IM3MpyeT creHepupoBaHHbIe 00pasiiel oT cetnt G 1
oIpeiesisieT, HACKOJIBKO OHV COOTBETCTBYIOT IIpaBWIbHBIM OOpastam. ITyrem xomOuHMpOBaHMS
paboThl 3TMX OBYX ceTeV, aJIFOPUTM MAaIIMHHOTO OOy4eHMs IO3BOJIUT AOCTUYB CJIEYIOINX
IIpeVIMYIIIeCTB:

I[ToBriIreHVIEe pa3sHOOOpasNss UTPOBOTO Mmpoliecca: Oraromgapsi cetn G, KoTopas reHepupyeT
HOBble O0pasllpl, MIpa MOXeT IIPeJIOKUTh OoJbllle pa3sHOOOpasHBIX ClieHapueB, ypOBHeV,
IlepcoOHakell M IpeaMeTOB. DTO CIIOCOOCTBYeT YIIYUIIIeHWIO UTPOBOTO OIIbITa U IIpedoCTaBiIdeT
UT'POKaM HOBBIE BBI30BBI 11 BO3SMOXKHOCTY IS ICCIIeIOBaHMS;

Koppexiiis rioBefieHmst HeUTPOBBIX IIEPCOHAXKET: aJITOPUTM TaKXKe MOXKeT VCIIOJIb30BaThCs
U1 yIIydlieHus nosenenns Heurposbix epcoHaxent (NPC) B urpe. Cets G MOXeT reHepupoBaTh
pasHoobOpasHble IoBeeHYecKye 1a0I0HbI 1 TaKMM obpasoM mpenstoxutb NPPC HoBbIe criocoObl
B3anMozenicTeus ¢ urpokoM. Cete D, B cBoIO odepelib, IIoMoraeT oTpwiIbTpOBaTh HellpaBUJIbHBIE
VIV HeaJleKBaTHBIe TIOBefleHUecKIe IIa0JI0HBl, UTO CIIOCOOCTBYET MOBBIIIEHNIO PeaIICTUIHOCTI
v ymMcTBeHHOM ocTpoThl NPC.

Taxvm 0O6pazom, KoMOVHIMPOBaHHAs MOJIEITb C MCIIOJIb30BaHMeM JIBYX HeTpOoHHBIX ceTeil (G
u D) mpepcrasisieT 3 deKTUBHBIN ITOIXO]I [J1 ITOBBIIIEHNS pa3HOOOpasns MIPOBOTo IIpoliecca 1
KOPPEeKIINM MOBefeHVsI HeUIPOBBIX IIepCOHaKell B UTPOBBIX IIpoeKTax kaHpa roguelike. Ona
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IIO3BOJINT CO3[daBaTh YHVKaJIbHBIVI MIPOBOVI KOHTEHT W YJIYUIIaTh B3aVIMOEVICTBVE WMI'POKa C
UTPOVI, YTO CIIOCOOCTBYeT OoJlee MHTepeCHOMY ¥ yBjleKaTeJIbHOMY OIIBITY.

3axnodenue. HevipoHHble ceTvt MOryT 3¢ppeKTVBHO VICIIOJIb30BaThCs [IJI1 aBTOMaTIYeCKO
reHepallyy UTPOBOro KOHTeHTa 1 OajlaHCUPOBKM UIPOBOTO IIpoliecca IPoeKToB XaHpa roguelike.
Opnako, mis DOCTVDKeHNS HAWIYUIIMX pe3ysIbTaToB TpebyeTcs OoJIbIIon o0beM 0Oydarommx
JAaHHBIX U TIIAaTeIbHasA HaCTPOVIKa IIapaMeTPOB HEVIPOHHOW CET.

Ha ocnoBaHmy npoBeeHHOrO MCCIIeAOBaHWsS Y CPaBHEHVS CYIIEeCTBYIOIIVX MOJeJIevi,
MOXHO YTBepXaTb, 4YTO WCIOJIb30BaHMe TreHepaTuBHO-cocTsasaTesibHo (GAN) momenn B
UTPOBBIX IIpoeKTax >aHpa roguelike sBigeTca caMbIM IIepCHEKTMBHBIM IIOAXOOOM [IJIS
dopMmupoBaHMs YHUKaAJIBHOIO WIPOBOTO OIbITa W YJY4IIeHUs IIOBelleHNsI HeUIPOBBIX
nepcoHaxerl. Ee kadecTBa 1 BO3MOXHOCTM oO0ecIieunBaioT HeOOXOOMMBIe ITOTpeOHOCTM It
IOOCTVDKEHMA LIeJIevt.

Be1bop HawwtyuIero Tvma HeVIPOHHOV CeTH IIJIS MITPBI — 3TO CJIOXKHBIV VI MHAVIBUY QJIbHBIT
IIPOIIeCC, 3aBUCAIINIL OT TpeboBaHMUI M ocobeHHOCTel Urpbl. OIHAKO BCe yIIOMSHYTBIe TUIIBI
HeVIPOHHBIX CceTell MOT'YT OBbITh 3(pPeKTUBHBIMY MHCTPYMeHTaMM JIs CO3/IaHMs 3aXBaThIBAIOIIErO
VTPOBOIO OIBITA.

Vcnionp30BaHMe HEVIPOHHBIX CeTeVl B WUIPOBBIX IIpoeKTax >XaHpa roguelike ssisiercs
IepCreKTUBHBIM HampasiieHveM [20] m MoXeT IIpuBecTM K YIJIYUIIEHWIO UTPOBOTO OIbITa U
YBEJIMYEHNIO MHTepeca K [JTaHHOMY >KaHpY.
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