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In modern times, computer games are large systems that have been
developed over the years. Large development teams work on the games. It can
take years to properly model and balance a game. A modern computer game
consists of game processes. The process has different states at certain points in
time. The totality of such processes is a state machine. The state of the game
objects characterizes a specifically tuned cycle of player interactions through the
mechanics available to him with game objects in a certain period of time. In
the article one of the methods for modeling a state machine using a Petri net
was discusses.

Jlis MoAenupoBaHUS HEOOXOAWMO YETKO MOHUMATh. KaK W3MEHSIOTCS
COCTOSIHHSI W CBSI3M  MEXIy HHMH, HUX HaJ0 Kak-TO OTOOpaxkaTb W
CTPYKTypupoBaTh. OCHOBHOUM MpOOJIEMOIl SBISAETCS TO, YTO €IMHOIO0 METOHa
HET, @ 9aCTO MCIOJIb3yEeMbIE — SIBIISIOTCA CTAaTUYHBIMU, a HE JTUHAMHYECKUMHU.

[Ipu ananu3e BO3MOXKHBIX pelIeHUI Obl1a BeIOpaHa Teopus cereit [letpu,
MOCKOJIbKY ammapar IO3BOJISIET MOJSIMPOBATh MapajlielbHbIe MPOLECCHl H
KPUTHUUECKHUE 30HBI.

Cetp mpejacTaBisieTcsi B BUJAE JABYIOJIbHOTO OPUEHTHPOBAHHOIO rpada c
JIBYMsI THUIIaMU BEPLIMH: MO3MLIMSIMHM W Tepexogamu. B mo3unusx Moryr
HaXOAUTbCS Mapkepbl ((PHILKH), KOTOpHIE CBHIETEIbCTBYIOT O TOM, YTO
YCIIOBUE, COOTBETCTBYIOLIEE TEKYLIECH MO3UILINHU, BBITTOIHSIETCS.

Jlnst ananu3a Obia B3sita urpa « Tetpucy. s cetn ObuT BRIOpaH UTPOBOIA
00BEKT - OJIoK. bilok ObIBaeT B pa3HBIX COCTOSHUSX — B HAYaJbHOW IO3UIIHH,

cmereH Ha 90° | 180° yum 270° ) briok MOXeT ObITh CABUHYT BIPABO WJIH BIIEBO
10 OCH OTHOCHTEIIBHO MeCTa TeHEepaluu. OJTH OCHOBHBIE MOMEHTHI OYIyT
MIPOJIEMOHCTPUPOBAHBI B CETH.

JInst TIepexoZ0B ATH TIOJIOKEHUS WIPOKY CIEIYET BBIOIHITH TaKHE
JICUCTBUSL:
MOBEPHYTH OJIOK MO YaCOBOM cTpeske (TIo yac.)
MOBEPHYTH OJIOK MPOTUB YaCOBOM CTPENIKH (TIPOTUB Hac.)
CABUHYTH OJIOK BITPaBO (MPaBo)
CIABUHYTH OJIOK BJIEBO (JIEBO)
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Jlanee paccMOTpUM apXUTEKTYpPy CETH Ha pUCyHKeE 1.

Npago

NpoOTHE Yac.

NMpOTHB Yac.

no uac. ﬂ\_

NpoTHeE Yac.

MpoTHE Yac.

no Yac.

Pucynok 1 — CeTb, onuchiBaromias COCTOSIHUSI UTPOBOTO OJIOKA.

[Toxa 650K aKTUBEH, TO OH MOXET MEepPEMENIaThCsl MEXIY MO3UIHMIM U3
muoxkecTBa I1, rme I11 - aTo crapToBOe monoxkenwne, [12 - moBopor Ha 0%, T13 -
noBopoT Ha 180° y [14 - na 270°, [Ipu mepeaBmkeHnn OJI0Ka BIIEBO WM BIPABO,
ook mpuoOperaer Ttakxke mno3unuio CwmemieH. [lo3umuu CwmeneH u U3
MHOecTBa I1 MoryT OBITH aKTUBHBI OTHOBPEMEHHO.

Korma e Bce mepexoabl MpoiaeHbl, TO OJOK CTAHOBUTCS HEAKTUBHBIM,
BCE MEPEXOIbI 3aKPHIBAIOTCA U OH MEPEXOUT B no3uinio He akTuBeH.

[Tomo6HBIM anmapat MO3BOJIUT YHUDUIIUPOBATH MOACIUPOBAHUE MAIITUHBI
COCTOSIHUM KOMITBIOTEPHOU UTPHI.
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