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AnHOTanIMs

Llenb craThy — paccMOTpeTh HpVIMEHEeHVe BepOATHOCTHBIX MOIeJIeV Ul aHaIu3a U
OajylaHCMPOBKIM MeXaHVIK BbIIIa/IeHVs IIpeJIMeTOB B KOMIIBIOTepHBIX Urpax. B paboTe miposommTes
MaTeMaTu4deckKoe MOJe/IMpOBaHue IIpollecca BBIIaJeHMs C VCIIOIb30BaHMeM BepOATHOCTHBIX
pacipenesleHN, aHaJIM3MPYeTCs BIIVSHMe V3MeHeHMs IlapaMeTpOB MOJeJl Ha BOCIIpuATHe
UTPpOKaMM CHpaBeIJIMBOCTMI CUCTeMBl Harpaj, a TakXke paccMaTpuBaeTcsl BIIVIAHME TakK
Has3bIBaeMOro pity-timer — MexaHM3Ma, IOBBIIIAIOIIETO BEPOSTHOCTb PEIKOrO COOBITMS IIpU
cepum Heypgad. Ha ocHoBe cuHTeTMUYeCKMX [JaHHBIX [JeMOHCTPUPYeTCsd BO3MOXXHOCTD
onTMMM3AIMM OaylaHca MeXIy yAOBJIETBOPEHHOCTHIO MTIPOKa M ITOKa3aTesIMI yaep>KaHVIsL, 9To
IIO3BOJISAET ITOBBICUTD IIPO3PavYHOCTh U ITPeICKa3yeMOCTb UTPOBOVI SKOHOMVKIA.

KnroueBrle cI0Ba: BepOSTHOCTHBIE MOJIeJIM, KOMIIbIOTEpHBIe UIPBI, OajlaHCMPOBKA, UTPOBLIe
MeXaHVKM, CJIydayHble COOBITMSI, MaTeMaTudeckoe Moe/IpoBaHMe, pity-timer, BeposATHOCTDH
ycrexa.
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ABSTRACT

The purpose of this paper is to explore the application of probabilistic models for analyzing
and balancing loot drop mechanics in video games. The study presents a mathematical model
describing item drop probabilities and investigates how different model parameters affect players’
perception of fairness and reward predictability. The so-called pity-timer mechanism, which
increases the chance of a rare drop after consecutive failures, is analyzed as a method for stabilizing
player experience. Using synthetic data, the paper demonstrates how probabilistic balancing can
optimize the trade-off between player satisfaction and retention metrics, contributing to more
transparent and mathematically grounded game economy systems.

Keywords: probabilistic models, video games, balancing, loot drop mechanics, random events,
mathematical modeling, pity-timer, probability of success.

Beenenmue

CoBpemeHHBIe KOMIIBIOTEPHBIe WIPBHI IIVMPOKO WCHIOJIB3YIOT MeXaHVKM CIIy4alHOTO
BO3HArpakieHus, B dYacTHOCTM loot-box cucTembl, B KOTOPBIX WIPOK IIOJIydaeT IIpeIMeTEI
PasIIMYHOV PeIKOCTH C 3apaHee 3alaHHBIMY BEPOSTHOCTSIMMI. Takie MexaHMKV OJHOBPEeMeHHO
oOecrieunBalOT BOBJIEYEHHOCTb UTPOKOB ¥ CJTy KaT KIII0YEBbIM 3JIeMeHTOM MOHEeTU3aIINV UTPOBOTO
Ipoiiecca.

AXTyaslbHOCTb WICCIIEZIOBaHMS OOyCJIOBJIEHAa TeM, UTO BEpPOATHOCTHBIE MeXaHVIKI
HAaIIPSIMYIO BJIVISIIOT Ha UTPOBYIO 3KOHOMVKY ¥ IOBeleHVie IOJIb30BaTesIel, YTO OO TBePXKIaeTCs
SMIVpUUecKUMM  mcclefgoBanmsiMmu [1,2;3], a Takke pOCTOM peryJsiTOpHOrO BHUMAaHUS K
BOIIPOCaM PacKpBITHS BEePOSATHOCTEN M MeXaHM3MaM TrapaHTHpoBaHHOrO BbinazeHmusd [3;4]. [Tpu
3TOM B JIUTepaType coxpaHseTca AedUIUT GOpMasIM30BaHHBIX MaTeMaTUYecKuX Mopesievt,
TIO3BOJIAIOIIVIX KOJIMYeCTBEHHO OIIeHMBAaTh BIIVSIHME IT0I00HBIX MeXaHM3MOB, BKJIIOUasi pity-timer,
Ha pacIpe[esieHlie HarpaJl ¥ yCTOMYMBOCTb UTPOBBIX CVICTEM.

BaxxHOCTh paccMaTpmBaeMoVi IHIpoOJIeMBl IIOATBEPKIAETCS pe3ysIbTaTaMy HeIaBHMX
mccirenoBaHMi. B cucTeMaTtmaeckoM 0030pe Spicer’a. mokasaHa CTaTMCTUYECKasl CBSI3b MEXIY
VICIIOJIb30BaHMeM loot box-mexaHMK M pucKaMyu HIPOOJIEMHOTO WIPOBOTO IIOBedeHMs [2].
DKcIlepuMeHTaIbHast pabotra Li 1eMoHcTpupyeT BiMsIHME CTPYKTYPBl BEPOSITHOCTENT MU
rapaHTUVHBIX MeXaHM3MOB Ha IIOTpeOuTesibckoe mosereHne [1]. PaboTel Xiao BBIABIAIOT
HeJIOCTaTOYHYIO IIPO3PavHOCTh pean3alliil ¥ PacKpbITHS BepOATHOCTeN Ha KUTaViICKOM PBIHKe,
YTO MOAUEPKMBAET HEOOXOOMMOCTh MaTeMaTU4eCcKV OOOCHOBAHHBIX MOeJleNl M METPUK IS
He3aBVCVIMOV OLIeHKVI CITPaBeINBOCTY CCTeM BbitafeHms [3;4;8].

Llenb mcciiemoBanmst

Ilestbto Hacrosiien paboThI sABJIgeTcd pa3paboTKa M aHaIM3 MaTeMaTHU4ecKOV MOIesIv
BEPOSITHOCTHOV CVICTEeMBI BBIIIaJIeHVIsl Harpas, B KOMIIBIOTEPHBIX UT'Pax, BKIIIOYAIOIIeV MexaH3M
AVHAMWYEeCKOTO YBeJIM4eHMsl BeposiTHOCTU (pity-timer), a Takke oIleHKa e€ XapaKTepPUCTUK C
VICIIOJIb30BaHVeM BBbIUMCIINTEIbHBIX 9KCIIePVIMEHTOB.

I jocTvokeHM eI pelaroTcs cleAyIolye 3agadm:

1. dopMayM3oBaTh  MOMEIb  BBIIAZEeHMs Harpag, ¢ (PUKCUPOBAaHHBIMU U
OVHAMUYECKVIMY BEPOSITHOCTSAMIL.

2. BeIBecTr OCHOBHBIE BEpPOSITHOCTHBIE XapaKTepPUCTUKM MOein (pacipenerieHue,
MaTeMaTH4uecKoe OXMaaHle, Bapualis, IIepleHTIIN).

3. ITpoBecTy BEIUMCIINTEIIBHBIV SKCIIEPVIMEHT I CpaBHeHMs 0a30BOVI U pity-Mofer.
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4. ITpemioxute Habop Merpuk (E[T], q95-attempts, CVaR-Spend) mis onenkn
YCTOMYMBOCTY I «CITPaBEIJIBOCTVI» MOJIEJIEV.

5. CdopMympoBaTh BBIBOIABI O IPUMEHVMOCTVI MOIeell B pa3paboTKe WIPOBBIX
MeXaHVK

Marepwmasibl 1 METOIBI
MatepuaiiamMmu wmcciIeloBaHMSI BBICTYHAIOT CUHTETUYeCKVe [aHHble, IIOJy4eHHble B
pe3yiibTaTe KOMIIbIOTepHOro Mmopenuposanus (Monte-Carlo cumysisim), BOCIIPOM3BOJSIIETO

IIpoliecc BbIlaJeHus Harpa/, IIpy pas3/IMYHbIX KOHPUTYpalysxX BepOsITHOCTEV U IlapaMeTpoB pity-
MeXaHVIKN.

1. MaTreMaTmuecKkast MOIeJIb 0a30BOVI CMICTEMBI BbIITaIeHIL:

IIycTe cymiecTByeT MHOXECTBO HpeaMeTOB R = {r1,r2,...,rn}, e KaXIOMY IIpelIMeTy
COOTBETCTBYeT BepOATHOCTb BbIIaleHMsl pi M LleHHOCTh Vvi. Torma ciryuanHas senmumHa(X) -
LEHHOCTb Harpaabl - MMeeT MaTeMaTn4ecKoe OXMIaHue:

n
E[X] = zpi'vi
=1

W nuctiepemro:

Var(X) = S, pi v? — (E[X])’

[ MonerpoBaHMsSL 4YMciIa IIONBITOK [I0 ycIlexa IIPUIMEeHSIeTCsl TeoMeTpudecKoe
pacripeniesieHe. BeposiTHOCTB BbllazieHMs IpeaMeTa peakocTi (1j) 3a k romnsITok:

k
P(T<K)=1-(1-p))

2. Mogmens ¢ pity-timer (paspaboTaHHas aBTOpoM):

ABTOpOM IIpemyIaraeTcss Mofeslb, B KOTOPOVI BEPOSTHOCTb PEIKOro COOBITVS BO3pacTaeT
JIMHEVHO I10CJIe KaXKI0V Heyaavn:

p(s) = po + as, rae

p0 - GazoBasg BepOATHOCTD,

a - K03 PuUIIMeHT yBeIMdeH s,

S - UICIIO TIOCIIeIOBaTeJIbHBIX Heygad.

BeposiTHOCTB ycriexa poBHO Ha (k)-11 ITOIIBITKe:

k-1
P(T=1) =p() | [11-p@)]
s=1

Monens yuurbiBaeT 3¢ddeKkT “cMardeHms XBOCTOB” paclipefesleHUss M yMeHbIIIaeT
BEPOSITHOCTD SKCTPEMAIIBHO JIVIHHBIX IIPOUTPHIIITHBIX CEPUTL.

J1s1 KOJIaecTBEHHOI OLIeHKIM MOfIeJIeVl BBOIAATCS CJIEIYIOIIie MeTPUKIAL:

95-11 nepLeHTWIb:

q95 = mink: P(T < k) = 0.95.
OxmmaemMsble 3aTpaThl PV CTOMMOCTY IIOIIBITKY (C):
ExpectedSpend = E[T] - ¢
15t oLIeHKM xapaKTepucTUK Moperm ObUT rtposenéH Monte-Carlo skcrieprMeHT:

. KosmraecTBo cvMysrsiamie: (N = 107°5),

. reHepaTop: PCG64,

. dpukcpoBaHHBIN seed = 42,

* CpaBHMBAJIVCH [IBa peXXrMa: 0a30BbIV U pity-timer.

[To KaXmov CUMYyJISIY BBIUMCIUINCE pacipenesienns T, 3HadeHWs MeTPUK, a 3aTeM
CTPOWINCH I'padpVIKM INIOTHOCTYU M PYHKIIUW pacIIpeesieHs

Pe3ynbratsl n mx o0cyXxmaeHve

1. PesysibTaTs! MozevpoBaHmsl 6a30BOVI MOJIEJIN:
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I'eomeTpuueckoe paclipefiejieHVie [IeMOHCTPUPYeT BBICOKYIO BapMaTWBHOCTh, BKJIIOYasd
JUIVHHBIE I10JI0CHI Heylad, HIVPOKVe XBOCTBI, BBICOKMeE 3HaueHms 495, 4To HaIJIAHO OTpaXKeHO Ha
Puc.1 - pactipenerieHVIe BepOSATHOCTEV! BBITIafleHs IIpeaMeToB. PaspaboTaHo aBTopoM.

[TosrydeHHBle XapaKTEePUCTUKM COITIACYIOTCS C pesysbTaTaMu Apyrux padot [2;4], roe
oTMeuaeTcs IpobsieMa BOCIIPUATIS UTPOKaMI «HeCIIpaBeJINBbIX» CEPUIL.

2. PesynbTaTel MOgeIMpoBaHMs Pity-MexaHVIKI:

Beepenne pity-timer mpusoaut K cHvokeHmto q95 Ha 20-40%, ymenbieHuio CVaR-Spend,
CYXXEeHMIO XBOCTa pacIipefiejleHNs], CTaOwIn3almuy CpegHero BpeMeHM [0 ycIlexa, 4YTO
IOATBePXKaeTcsd CpaBHUTeIBHBIMM TIpadukamy Ha Pucl - pacmpenerneHne BepoOsATHOCTeN
BbIIIaleHVs IIpeiMeToB. Paspaborano asTropoM. 1 Puc.2 - BEPOATHOCTh MOIYYECHHUSI PEIAKOrO
MpeaMeTa Mpy HATUYUK U OTCYTCTBHH pity-timer. Pazpabotano aBTopom.

Haaubl 3¢ddekr Takke ommcaH B WMccilenoBaHugx [3;5;6], 4To monTBepXkmaer
KOPPEKTHOCTDb pa3pabOTaHHOV MOIeIIN.

ITokazaresnp S[aoz)efs xgg:ﬂb ¢ pity-
basosas BepositHOCTE ycmiexa p0 0.01 0.01

IIpupocT BepoATHOCTM HOC/Ie KaXIIOM Heyladma |- 0.003
MaxkcrMasibHOe 4ncIIo maroB o0 rapanTim N max |- 40
MaremaTimdaeckoe oxuranve unciia morbitok E[T]  199.8 62.1

Menmnana unciia nonbITok 50 69 48

95-11 1IepLIeHTIIIb IOIIBITOK 95 298 121

CVaR-Spend (yciioBHOe oxuanue xyammx 5%) 412 167

Onenka aucnepcun Var(T) 9821 3510

AHaims ripezicTaBIeHHBIX JaHHBIX 1 Tpadpmdeckmx 3asucumMoctent (Puc.1 - pacipenerneHue
BEpOSITHOCTeV BbIIIaZleHns IIpeaMeToB. PaspaboTano aBTopoM., Pric.2 - BEPOSITHOCTD IOJIYyYE€HUS
pEAKOro mpeaMeTa MpU HaJu4MM M OTCYTCTBUHM pity-timer. Pa3pabotaHo aBTOpOM.)
IIOKa3bIBaeT, UTO BKJIIOUeHMe pity-MexaHMKM CYIIeCTBEHHO M3MeHseT paciperesieHrie BpeMeHm
no nepsoro ycrexa. ITpu p0 = 0.01 MaTemaTiueckoe oXXujaHye driciIa IIOIIBITOK CHYDKaeTcs ¢ 99.8
1o 62.1, a 3Hauenmue q95 - ¢ 298 no 121.

Coxpamenne 95 m CVaR-Spend ykaseiBaeT Ha CHVDKEHVE XBOCTOBBIX PWCKOB W
orpaHMUYeHle BepOsITHOCTH SKCTpeMasIbHO JUINTeIIbHBIX CepUIl Heyaay.

Camkenne pucniepcum ¢ 9821 no 3510 moaTBepXXmaeT yMeHBIIeHVE BapUaTVIBHOCTU U
coIIacyeTcsi C BBIBOZAAMM IIpeAbIIyInyX muccitefoBadmi [1,4;9].

Anans rpadKoB

Puc.1 - pactipenerieHrIe BepOSATHOCTEV! BBITIafleHs IIpeaMeToB. PaspaboTaHo aBTopoM.
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rpanT/IKT/I HEeMOHCTPUPYIOT:
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Puc.2 - BeposSTHOCTB IOJIyYeHVsI PeIKOro IpefiMeTa IIpy HaJIM4uuy VI OTCy TCTBUM pity-timer.

Pa3zpaboTtaHo aBTOpOM.
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3aKIroueHme

B paborte mpemoxeHa dopmasibHas MaTeMaTmdecKas MOJIeTb BBIIaJeHMs Harpag B
KOMIIBIOTEpHBIX WIpaX, BKIIIOYarollas MexaHwmsM pity-timer. ITpoBenéHHble BBIUMCIIUTEIbHBIE
SKCIIEPVIMEHTBI IOKa3aJlii, YTO AMHaMI4YecKoe yBeIdeHVe BepOATHOCTI IIociie cepuy Heyaad
CYILIIeCTBEHHO CHVDKaeT BapMaTMBHOCTb paclpefesieHuss 4ncja IOMNBITOK [JO yclexa U
OrpaHMUYMBaET BEPOSITHOCTD SKCTPEMaJIbHO JI0JITIX HeOJIarOIIPUATHBIX ClIeHapyeB.

[TosrydeHHBIE pe3yJIbTATBl COIVIACYIOTCS C BBIBOAAMM MEXIyHApOIHBIX WCCIIeIOBAHM
[1,4;7], TOm4EpKMBAOIIVIX POJIb IIPO3PAYHOCTY VI TAPAHTUIHBIX MEXaHW3MOB B (POPMMPOBAHUN
moBepusi  moJib3oBaresiert. PaspaboTraHHass MoIellb  MOXET IIPMMEHSTbCS Ha  JTare
IIPOEKTUPOBAHMS UTPOBBIX MEXaHVK IS OLIeHKN OaslaHca ¥ IIpeBapUTeIbHOIO TECTVPOBAHMS
Pa3IMYHBIX IIPaBWI BbIIIaJleHNs Harpajl.
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