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AHOTALIS

Kgamidikariitna pobora mpucBsueHa po3pooiri npororury 2D-Tpu kaHpy
«apkajsia» 3 aBTOMaTUYHOIO TeHepalli€io piBHIB y cepenosuiii Unity. Y poOoTi
peali3oBaHO CHCTEMY IPOIIETyPHOT'O CTBOPEHHS PIBHIB 3 BUKOPUCTAHHSAM PI3HUX
ITOPUTMIB T€HEpaIlli: MePIMHHOTO MIyMY, PPaKTATHHOTO IIYMY, CUMILIEKCHOTO ITyMY,
CUHYyCOITaNbHUX (PYHKIIIH, @ TAKOXK IXHIX KOMOIHAIIIH 13 TOCTYITOBUM 301IbIIIEHHSIM

CKJIAJTHOCTI.

Kirouogi cnoBa: Unity, aBToMaTu4Ha renepailisi piBHiB, Sprite Shape, [lepnuanamii

ryM, GpakTaabHUI yM, CAMIDICKCHHH IIIyM, CHHYcoina, procedural generation.



BCTYII

[HycTpis reliMaeBy NPOIOBXKYE CTPIMKO, HEBTOMHO pOo3BUBAaTUCH. [locTiiiHO
3’ SABJISIFOTHCS TA TTOKPAIYIOTHCSI CIIOCOOH Ta METOAM CTBOPEHHS HOBUX irop. OaHUM i3
TaKUX HaIpsIMIB € aBTOMAaTUYHA TeHepallis KOHTeHTY (aHri. procedural generation), sika
JI03BOJISIE HAM CTBOPIOBATH Pi13HI IrPOBI PiBHI, HOB1 CBITH 200 00'€KTH 32 TOIIOMOT' OO
anropuTMiB. Lle He TiIbKH 3MeHIIye 00CAT BCIET pydyHOi poOOTH Il pO3POOHHUKIB, a i
3abe3reuye BapiaTUBHICTh, YHIKJIBHICTD Ta MOBTOPIOBAHY MPUAATHICTh IFPOBOTO
npouecy. Jyke KOpUCHOIO Taka reHepaitlis € B MOOUTbHUX apKaJHUX Irpax, /1€ 4acTo
BUKOPUCTOBYIOTHCSA HECKIHUEHHI PIBHI. Y IIUX MPOEKTAX AYXKE BAXIMBO €KOHOMHUTH BCi
pecypcH IpUCTPOIO, OCOOIUBO NTaM’ ATh. | 3aMICTh TOTO, 1100 30epiraTu OLILITY
KUIBKICTh paHillle MiArOTOBJIEHUX €JIEMEHTIB, LISl Fpa MOKE ITPOCTO CTBOPIOBATH iX «HA
JBOTY» , TOOTO Tij yac Hamoi rpu. Lle mo3Bossie HaM 3MEHIIUTH PO3MIpP caMoi I'pH 1

TaKOX 3a0€3MeUnUTH PI3HOMAHITHICTD.
[IpeameToM DOCIIIKEHHS € AITOPUTMHA aBTOMAaTUYHOI FeHepallii irpOBUX PiBHIB.

Meroto kBanidikaiiitHoi poOOoTH € po3poOka npototuity 2D-rpu 3 aBTOMaTHYHOIO
reHepalli€lo PiBHIB, 0 0a3yeThCs HAa PI3HUX MeToAax (popMyBaHHs JaHAMLIAPTY,
30KpeMa Ha NEPIMHHOMY LIyMl, (PpaKTaJIbHOMY LIyMi, CHHYCOIAQIBHUX (DYHKIIISX Ta iX

KOMOIHAIISX.
JInst focsirTHEHHST MeTH OYJI0 MOCTaBJICHO TaKl 3aBJIaHHS:

®IOCTIANTH CyYacH1 MiAXO0/H 10 aBTOMAaTUYHOI FeHepallii piBHIB;

epeanizyBatu npototui rpu Ha Unity;

®PO3pOOUTH JIEKIIbKA AITOPUTMIB T€HEpaIllii 3 pI3HUMHU XapaKTePUCTUKAMU
CKJIAJIHOCTI;

®IIPOBECTH MOPIBHSHHSA CTBOPEHUX PIBHIB 3a MMapaMeTpaMu CKJIaJHOCTI,

IJIAaBHOCTI Ta irpoBoi €(heKTUBHOCTI.



OCHOBHA YACTHUHA

Po3aisn 1: AHaumiz npeaMeTHOl 00J1acTi Ta OTJIsS MiAXOAIB /10

NMPOoLeAyPHOI reHepaii
1.1 ABTOMaTH4YHA reHepauis piBHIB y KOMII’'IOTEPHHX irpax

[Ipouiec cTBOpEHHS PiBHIB Y KOMIT FOTEPHUX Irpax € OJHUM 3 HAUTOJOBHIIIMX
aCTEKTIB, 110 BU3HAYAE 3araibHY AKICTh, TPUBATICTH, peIrpadenbHICTh Ta YHIKATBHICTh
reiimruiero. [IpoTsarom ocTaHHIX IECATUIITh MIAX1A 10 pO3POOKH PIBHIB 3a3HAB 3HAUHUX
3MiH. SIKIIIO paHilie JIEBOBY YaCTKy KOHTEHTY PO3POOHUKH CTBOPIOBAJIA BPYYHY, TO
CHOT'O/IHI BCE OUIBIIOT MOMYJISIPHOCTI HA0yBa€ BUKOPUCTAHHS MPOLIEYPHOI TeHepariii —
aBTOMAaTU30BAaHOT'O CTBOPEHHS BMICTY 3a JJOTIOMOT'OI0 allTOPUTMIB, 3IaTHUX T€HEPYBaTH

VHIKaJIbHI CEpPEeIOBUILA, 0 HE TOBTOPIOIOTHCA.

ABToMaTH4Ha TeHeparlis piBHIB (a0o procedural level generation, PLG) — 1ie
CYKYIHICTh QJITOPUTMIB 1 METOJIIB, SIK1 JO3BOJISAIOTH (DOPMYBATH apXiTEKTYPYy IrPOBHUX
MPOCTOPIB 13 3aJJaHUMHU BJIACTUBOCTSMHU. Y KJIACUYHOMY ITIIXO1 IrPOBUHN AU3aHED
po3Miiye miaTGopMu, MepenIkou, 00’ €KTH BPYUHY, KOHTPOITIOIOYH KOMITO3UITIIO Ta
Oananc. Y npoueaypHoOMy MiAXOAl Il €1EMEHTH PO3MIIIYIOThCS Ha OCHOBI

TICEB/IOBUITAIKOBUX AJITOPUTMIB 3 BU3SHAYCHUMU NPABUIIAMHU.
Cepen mepeBar Takoro mijaxoy MoxkHa Buaiatu[1]:

eEKOHOMIS JIFOJICHKUX PECYPCIB: HE MOTPIOHO BUTPAYATH Yac Ha pO3POOKY
BEJIMKOI KIJIbKOCT1 PIBHIB BPYUHY;

eMacmTaboBaHICTh: MOYKHA CTBOPUTH Mailke HEOOMEXEHY KUIbKICTh
YHIKQJIBHUX PIBHIB;

eBapiaTBHICTh TEUMILICIO: KOXKHE TTPOXOKCHHS T'PH MOXKE OYTH 1HIITHM;

e[HTEerparlis aganTUBHUX MEXaHIK: pIBEeHb MOXKE ITiIJIAIITOBYBATHUCS I
HaBUYKU TPaBIIS;

e[lokpalieHHs] KOpUCTYBALIbKOTO JIOCBIY: 32 paXyHOK Herepen0auyBaHOCTI

Ta HOBHU3HHMH.



VY OUIBIIOCTI CydyacHUX MOOLTBRHUX Ta 1HI-IrOp MPOIIelypHA TeHepallisi piBHIB
CTajia CTaHJAPTHOIO MPAKTHKOK. BoHa 0c00MBO epeKTUBHA B TAKUX JKaHpaX, K
endless runner, platformer, roguelike, sandbox ta tower defense. Hanpuxnan, y rpi
Subway Surfers piBeHb reHEpYETHCS Y peKUMI PEaIbHOTO Yacy — I'pa MOCTIIHO
CTBOPIOE HOBI1 IUISIHKY TPacH Iomnepeay rpasiis, iMITYIOUM HECKIHUCHHHUH 1rpOBUIA
npoctip ([us. puc. 1.1). Takwuii miaxix J03BOJISE CYTTEBO 3MEHIITUTH 00CST 30epe)eHIX
JaHMX 13a0€e3MeUnTH BUCOKY peirpabenpHIiCTh 0e3 moTpedu B pydHOMY CTBOPEHHI

KOJKHOTO (pparmeHTa cepeoBuIIa.

Pucynok 1.1 — I'pa Subway Surfers

1.2 Orasa mixxoxiB 10 CTBOPEHHSI MPOLEAYPHOr0 KOHTEHTY B irpax

[Ipouenypna reneparrist kouteHty (Procedural Content Generation, PCG) oxormuttoe
ITUPOKUHN CIIEKTP METOJIIB CTBOPEHHSI JMHAMIYHOTO BMICTY, 1110 HE 0OMEXYEThCS JTUIIIE
piBHsIMU. BoHa BKIIIOYA€E TaKOk TEHEPAIIIO CEPEIOBHUILI, TIEPCOHANKIB, MMPEIMETIB,
BOPOT'iB, CIOKETIB, 3BYKIB Ta HaBiTh npaBuil rpu. Meroro PCG € HajaHHA rpaBUEBI
YVHIKQJILHOTO JJOCBiY, SIKHI HEMOYJIUBO TOCATHYTH MPH KIIACUIHOMY PYYHOMY

X O/,



OcHOBHI KaTeropii MpoueaypHOro KOHTEHTY [2]:

e[IpocTopoBHif KOHTEHT — KapTH, JAOIpUHTH, KIMHATH, PI1BHI, TPaCH,
nevyepu, apXiTeKTypHI CIIOPY/IH;

elrpoBi 00’extnt — Boporu, NPC, mactku, pecypcu, 00HYCH;

e[Ipenmern Ta criopsIKeHHsT — 30posi, OpoHs, apTe(aKTH 3 BUIAIKOBUMU
BJIACTUBOCTSIMU;

eCiieHapii Ta KBECTU — BaplaTUBHI CIOKETHI JIiH11, 3aBAaHHS, MTOAL1;

e Ay10-BI3yaJIbHUN KOHTEHT — TEKCTYPH, MOJEN1, MY3UKa, 3BYKH.
IIpouenypHa resepartiis J03BOJIsI€ BUPILIYBAaTH TaKl 3aBJaHHS:

e3a0e3neueHHs peirpadenbHOCTI (TpaBelh MOBEPTAETHCS, 00 rpa mopaszy
HOBA);

oCTBOpEHHS BEJIMKUX CBITIB 0€3 MOTpeOH y BETUKIM KIITBKOCTI PECYpPCiB;

ePeajtizallis aIanTUBHOCTI, KOJIM I'Ppa 3MIHIOETHCS 3aJICKHO BIJ Jiii a00 piBHS
IpaBIIs;

eOnTuMizallist mam’sTi Ta 30epiranHs: 3aMICTh 30€peKeHHS KOKHOTO PiBHS

30epiraeThcs JIMIIE aJITOPUTM 1 MapaMeTpH TeHeparlii.

VY Tabnuili HYKYe HaBEACHO MPUKIIAIN 3aCTOCYBaHHS MPOIEAyPHOI TeHepaliii B

PI3HHX KaHpaXx:

Kanp rpun Tun npouexypHoro Ipukiaaam irop
KOHTEHTY

Roguelike Dungeon-kapru, The Binding of Isaac,
BOPOTH, JIYT, MO/l Hades, Spelunky

Sandbox Cair, Oiomwu, Minecraft (/Ius puc
CTPYKTYPH, pECYpPCH 1.2), Terraria, Starbound

Endless runner HeckinuenHi Tpacw, Subway Surfers,
NepenIKoau, OOHyCH Temple Run
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RPG Jlokartii, mepcoHaxi, Diablo I, Torchlight,
CHOPSKEHHS, KBECTH Path of Exile
Cumynsropu ['enepariis cBiTy, Don’t Starve (Jlus
BIDKUBAHHSA KJIimMaTy, TBapuH, pocsima | puc 1.3), Valheim, Rust
Kocmiuni [Inanern, 30psHi No Man’s Sky, Elite
CUMYJIATOPU cucremu, 610MH, Micii Dangerous

Pucynoxk 1.2 — rpa Minecraft
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Pucynok 1.3 — kapta rpu Don’t starve
1.3 AnaJi3 rpu Hill Climb Racing sik pedepency
1.3.1. IrpoBa MexaHika Ta 6a30Bi KOMIIOHEHTH IrefiMILICIO

Hill Climb Racing [3]— ue 2D-apkagna rpa, BijioMa CBOIM IIPOCTHM, ajie
3axoruBuM reimiuieeM (us. puc. 1.4). I'paBens kepye aBTOMOO1IEM, SKHIA Ma€
NpoiXaTu SKHAWIaM, JOJal04YH Maropou, MiaioMu Ta CITyCKU. Y IPaBIiHHS
3MIIMCHIOETHCS BCHOTO JBOMA KHOMKaMK — T'a3 1 raabMo. OIHAK Tij yac rpyu HeoOX1HO
BpaxoByBaTH (Pi3uKy: iHEPIliI0, 0OEPTAHHS aBTOMOOUIS Y MOBITP1, 3UCTIJICHHS 3
MOBEPXHEIO Ta 1HIII HI0OAHCH. BakiiuBy poib Biflirpae 6anaHc MK MPUCKOPEHHSM 1
CTaOUIbHICTIO — HAJMIpPHE HATUCKAHHS Ta3y MOXE MPU3BECTH JI0 MEPEKUIAHHS, a

rajbMyBaHHSI — JI0 BTPaTH MIBUIKOCTI a00 3YNUHKHU.

, J— il

Pucynok 1.4 — reiimmuteii rpu Hill Climb Racing
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Kpim 6azoBoro ynpapiiHHS, y Tpi IPUCYTHI:

eCucTema najapHOro — TpaBellb MOBUHEH 30UpaTH KaHICTPH, 1100
MIPOJIOBXKUTH PYX.

eMoHeTH Ta anrpeiiu — 3apo0JIeHI MOHETH MO>KHA BUTPATHTH Ha
MOJIIMIIIEHHSI TPAHCTIOPTY a00 PO30JI0KYBaHHS HOBUX MAIIWH U JTOKaIIii.

ebaraTo BU/IIB TPAHCIIOPTHUX 3aCO01B — KOXKEH 3 BJIACHUMH apaMeTpaMu
¢b13uku (Maca, TOTYXHICTh, IPYKHICTh TIABICKH).

eDikcoBaHI Tpacu — KOXEH PIBEHb Ma€ Hamepe] 3a/laHui, BpyUHY

CTBOpEHHI naHAmagT.
1.3.2. Ctuas i TN reHepanii peabedy

Baxnusoro ocobnusictio Hill Climb Racing € te, 110 piBHI CTBOPIOIOTHCS BPYUHY
— BOHU MarOTh CTATUYHUM JTU3alH 1 HE 3MIHIOIOTHCS TIPU TOBTOPHOMY MPOXO/IKEHHI.
Lle o3Hayae, 110 Tpacy MOYKHA BUBUMUTH HallaM SATb, a BC1 MiIHOMHU, CITYCKH Ta
PO3MIILIEHHS TAJTLHOI0 OYAYTh 3aBXK/IU HA OJHOMY ¥ TOMY K Micii. Takui miaxif
CHpOIIy€e OaTaHCYBaHHSI, I03BOJISIE PO3MIINITYBATH MIEPEIIKOIA 3 TOYHICTIO Ta TAPAHTYE

KOHTPOJIHOBAHUH PIBEHBb CKIIATHOCTI.

[Ipote mist 6araTboX rpaBUiB, BKIKOYHO 31 MHOIO SIK PO3POOHUKOM, 1€ aCHEKT €
3HAYHUM OOMEKEeHHSIM. He3MIHHICTh pIBHIB IPU3BOAUTH 0 IMIBUAKOI BTpaTH 1HTEPECY,
OCKUTBKHU TPABEIlh 3 YACOM 3HAE, 10 HOTo YeKae aaii. BiCyTHICTh BITUYTTS HOBU3HH 1
HECIO/IIBAHOK 3MEHIIIYE peirpabenbHICTh 1 YCKIAIHIOE TPUBAJIC 3ATYICHHS

KOpHUCTYyBaya.

Came 111 0cOONUBICTH 1 CTajla OCHOBHIM MOTHBOM JJIsI PO3POOKH aBTOMATHYHOTO
reHepaTopa PiBHIB y MOEMY TUIITIOMHOMY MPOEKTI. MeTor0 OyJI0 CTBOPUTH CUCTEMY,
sKa opa3y reHepye YHIKAIbHUN penbed, 3aBISKH YOMY IpaBellb HE 3HAE, IKUI
MOBOPOT a0 MiaHOM YeKae HOoro ajli, — TUM CaMHUM TABUIIYIOUN K CKJIQJIHICTh, TaK 1

1HTEpec 70 IpHu.
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1.3.3. PiBHi, TpancnopT, pizuka, ynpapaiHHs

Hill Climb Racing nmpomoHnye rpaBiito mupoKuii BUOIp TPAHCIIOPTY — Bij
CTaHJapTHOTO JHKUIIA JIO aBTOOYCIB, TPAKTOPIB, TAHKIB 1 HABITh MicsexoiB ([uB. puc.
1.5). KoxkeH THIT TpaHCHIOPTY Ma€ YHIKaIbHY (i3UYHY MOECIb: BiIPI3HAETHCS MACOIO,
CTINKICTIO, MPUCKOPEHHSIM, BUTPATOIO MAIBHOTO TOIIO. [ paBenb Moke MOKpaIlyBaTu
TEXHIKY, TiABUIIYIOYN XapaKTEPUCTUKU JBUTYHA, ITiIBICKH, IITMH, & TAKOXK

PO3IINPIOBATH TTAJTUBHUI OaK.

Pucynok 1.5 — TpancnoptHi 3acodu rpu

di3uka rpu, X04 1 CIPOIIEHa JjIsi MOOLTFHUX MPUCTPOIB, BpaxoBye O6arato
napameTpiB: peakIlito MiJIBICKK Ha penbed, cumy oOepTaHHs Il Yac CTPUOKIB, THEPIIITO,
34UeruIeHHs 3 3emuieto Toulo. e poOutk rpy He mpoCTOrO apKaa0k0, a MiHIATIOPHUM

GI3BUYHUM CUMYJISITOPOM 13 IPUKIIATHUM TeHMAN3aHiHOM.

VYrpaBiaiHHS TPaHUYHO MPOCTE, ajie 32 HUM XOBA€EThCS CTpaTEriyHa rIIuOnHA: BUOIp
MOMEHTY JUIsl CTpUOKa, HAXUITY B MOBITP1, EKOHOMIS TAIIBHOT'0, aJJaNTaIlisl IO TUITY

penbedy — Bce 11e ToTpedye yBaru 1 HABHUOK.

1.3.4. Illlo OyJ10 B3§1TO 32 OCHOBY B IMIIJIOMHOMY NMPOEKTI

[Tix gac anamizy Hill Climb Racing nis aumomuoi poOoTH, 51 3BEpHYB OCOOIUBY
yBary Ha CWJIbHI CTOPOHU I'PU — IHTYITUBHE KEpYBaHHs, IPUEMHY (PI3UKY, 3p0O3yMLTY

MIETJII0 MPOTpecy, PI3HOMAHITTA TpaHcnopTy. BogHouac HailbinibIle BpakeHHSI HA MEHE



CIpaBUB caMe HEAOJIK reHepaillii piBHIB. BpaxoByrouwu, 110 Tpacu 3aJuIIaloThCs

HE3MIHHUMHU, TPaBellb BTPAYa€ MOTUBAIIIIO 3 YACOM.
VY pe3ynbTari, 1Sl AUIMIIOMHOTO MPOEKTY SI:

e30epir OCHOBHY KOHIIeNIIi10 2D-(i3u4HO0i apKaau 3 MOCTYIOBUM
YCKJIaIHEHHSIM;

eBuKoOpHCTaB ynpaBIiHHS Yepe3 /1Bl KHOMNKU (Ta3/ranbmo);

eCTtBOpHUB pobounii Oy miei rpu Ha Android,;

*P03p0o0KB MOyJIb AaBTOMATUYHOI reHeparlii peabedy, 1mo Gopmye HOBUI

piBEHB Mij 4ac pyxy.

Leit ocTaHH11 KOMIIOHEHT CTaB T'OJIOBHOIO IHHOBAIIIEIO: TEMEP KOXKHA CIIpoda —

11 HOBa Tpaca, 3 Henepea0auyBaHUMU CXWIAMH, IUIaT(opMaMu, EPEILIKOAAMH.

14



15

Po3ais 2. AHaJi3 aaropuTmMiB NpoueypHoI reHepanii piBHiB
2.1. 3aranbHuii orJisi1 NPOLEYPHOI reHepamii KOHTEHTY

2.1.1. IloHATTS NpoUeAYPHOI reHepaiii

[Tponienypna renepaiis [4](anra. Procedural Generation) — e MeTo CTBOpeHHS
KOHTEHTY Ha OCHOBI aJITOPUTMIB, SIKI BAKOPUCTOBYIOTH I€BHI MaTeMaTU4H1 a00 JIOT14HI
npaBuia. Ha BigMiHy BiJl pydyHOro JHU3aiHy, Je€ KOKeH 00’ €KT, piBEHb a00 €IeMEHT
CTBOPIOETHCS 1HAUBINYaNbHO au3aitnepom, 1" no3Bosse popMyBaT BEIUKY KUTBKICTh
YHIKQJIBHOTO KOHTEHTY 0€3 HE0OX1THOCTI CTBOPEHHSI KOKHOTO BapiaHTy Bpy4HY. (J{uB.

puc. 2.1)

[IpouenypHa renepartiisi MO>ke MaTu SIK TOBHICTIO BUMA/IKOBY, TaK 1 KEPOBaHY
(nerepmiHOBaHy) IpUPOy. B OCHOBI Takoro migxo1y 3a3BUYail JISKUTh T€HEPATOP
BUIIAJIKOBUX YKCel a00 ClelialibHI alrOPUTMH (HAMpUKIIAJl, IIyMOB1 (PYHKIIIT), 1110
Jal0Th 3MOT'y KOHTPOJIFOBATH CKJIQJHICTh, MacTad Ta (hopMy 3reHepoBaHOr0 00’ €KTa.
VY Bunaaxky npoieypHoi TeHepailii piBHIB — 11€ 03HAYae, 110 IrPOBE CEPEIOBUIIIE
(bopMyeTHCS TUHAMIYHO, YaCTO ITiJ] 9ac TPH, 110 TapaHTy€e BapiaTUBHICTH 1 YHIKAIBHICTD

JIOCBIY TPaBIIS.

3acrocyBanHs [1I" 103BoJIsI€ BUPIIIMTH HU3KY IPOOJIEM: H1ABUILIEHHS
peirpabenbHOCTI, 3MEHIICHHSI BUTPAT Ha PO3POOKY PIBHIB, ONTUMI3AIIisl 30epeKEHHS
naHuX (HAPUKIIad, 30epeKeHHSs JIUIIE CUy — YUCTA, 3 IKOTO (POPMYETHCS IUTHIA

CBIT), @ TAKOX MIATPUMKA €JIEMEHTY HECIO/[IBAaHKU B TEUMILIEN.
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Pucynok 2.1 — npukian npoueaypHoi renepariii pisas B 3D rpi
2.1.2. Cepu 3acToCyBaHHs y Bieoirpax

[IponienypHa renepaiiisi Ma€e IMIMPOKE 3aCTOCYBAHHS Y BIJIEOITPOBiH 1HIYCTPIi,
0COOJIMBO y THX JKaHpax, 1€ Ba)KJIUBa peirpadenbHICTh, TOCTIKEHHS a00

HECKIHYEeHHUM KOHTeHT. Haituacrimni cdepu BKIIOYAIOTH:

e['eHepallis piBHIB (JaHAmMA]TIB, MiA3EMENb, KapT) — 30KpeMa B irpax
xanpy roguelike (The Binding of Isaac, Spelunky), BuxuBanus (Minecraft,
Terraria (us. puc. 2.2)), roakax (Distance, Trackmania) Torro.

oCTBOpEHHS CBITIB Ta rajJakTUK — Hanpukiaa, y No Man's Sky, ne 3a

JIOTIOMOT OO0 MPOIIETYPHOI reHepallii CTBOPEHO MoHaA 18 KBIHTHUILHOHIB TUTAHET.

Pucynok 2.2 — kapra rpu Terraria

e['eHepallisi 00’€KTIB 1 CyTHOCTEN — BKJIIOYAIOYU IpeaMeT, BoporiB, NPC
(sx-oT y Diablo), 1110 3Ha4HO PO3MIUPIOE KOHTEHT 0€3 3HAUHUX BUTpAT Ha

XYAOKHE HAITOBHCHHA.
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e['eHepallis aHiMaIlii a00 My3UKH — XO04a MEHIII MTOIUPEHO, TeH MmiIXi
JI03BOJISIE CTBOPIOBATH YHIKAJIbHI Bi3yaJibHI €PEKTH, PyXH, HABITh 3BYKH.
e[HTEpaKTUBHI CIO’KETU Ta KBECTH — JI€ ClIeHapii a00 Micii KOMOIHYIOThCS

BUIIAAKOBUM YMHOM, CTBOPIOIOYH I[I/IHaMiLIHI/II\/'I HapaTus.

CyuacHi pymrii (Unity, Unreal Engine, Godot) MatoTh y CBOiX 1HCTpyMEHTax
MIATPUMKY MpoIeypHOi renepaiii uepe3 AP, miariau abo MOKIHUBICTh CTBOPEHHS

KaCTOMHHUX T€HEpaTOpIB, 110 pOOUTH I MiJIX1] 3pyYHUM HABITh JJI 1H1-PO3POOHUKIB.

2.2. Knacudikanis miaxoais 10 reHepauii piBHiB

[IponieaypHa renepaiiist iIrpoBUX PiBHIB OXOILIIOE MIUPOKHUM CIIEKTP METOIIB, SIK1
MOXXYTb CYTTEBO BIIPI3HATUCH 33 IPUHIMIIAMU NTOOYOBH, CTYIIEHEM BUIAIKOBOCTI,
CKJIQJIHICTIO peasti3allii Ta KiHIIEBUM pe3ysbTaToM. [ cuctemaTu3allii iICHyr0uUnx
pillieHb JOLIBHO BUAUIUTH KUIbKA OCHOBHHUX KAaTEropiil alropuTMiB, K1 Hal4acTile
3aCTOCOBYIOTHCS Y CY4aCHOMY reMeBl. Y bOMY MIAPO3/111 HaBeIeHO KiacupiKallio
MIXOIB JI0 MPOIEAYPHOI reHeparlii irpoBOro mpocTopy, 3 MpUKIaIaMu Ta

XapaKTepUCTUKAMU KOKHOTO KJIaCy.

2.2.1. I'enepauisi 3a npaBuiaamu (Rule-Based Generation)

Le#t miaxia r(pyHTYETHCS HA YITKO 3aJ]aHUX MpaBUiIaX, IKi KEPYIOTh MPOLIECOM
nmooyoBu piBHA. B 0cHOB1 — Habip yMoB a00 oOMekeHb (constraints), 1110 OMUCYIOTh,
SK €JIEMEHTH IMOBUHHI PO3MILTYBaTHUCS, 3 €AHYBaTHCs a00 3MiHIOBaTucA. Yacto
BUKOPHCTOBYETHCS B CUCTEMaX JIOTIKU TPH, TOJIOBOJIOMKaX, MOKpokoBux RPG, ne

KOEH 00'€KT MOBUHEH 3a/I0BOJIbHATH NIEBHI YMOBH JIJI1 PO3MIIIIEHHS.
ITepeBaru[5]:

eBricokwuii piBeHb KOHTPOJIO HA/I PE3YyIbTaTOM;
e[IpocToTa BijymaroKeHHs Ta BaJIiaarlii;

eBiicyTHICTh Henepen0adyyBaHUX CUTYAIliH.
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Henomiku:

eO0OMexeHa BapiaTUBHICTB;

eBenuka KUIbKICTh PYYHOI pOOOTH JJIs1 CTBOPEHHS MPABUJL.
[Tpuknagu:

o[ '0JIOBOJIOMKH, JIe IPEAMETH HE TIOBUHHI MEPEKPUBATHUCH;
oCiTKOBI piBHI 3 IEBHUMH MPaBWJIaMH 3’ €IHAHHS KIMHAT (HaNpUKIa, B

Dungeons of Dredmaor).

2.2.2. I'enepanist Ha ocHoBi madaoniB (Template-Based Generation)

[eit miaxiT BAKOPUCTOBYE 3a34aJI€T1/Ib MIATOTOBJICH] IIIMATKU PIBHS — IA0JI0HH
[6], abo «prefabsy, siki koMOiHYyIOTHCS TIi/T Yac reHepanii. Hanpukian, rpa Moxke Matu
010m10TeKy 3 50 6110KiB piBHS (KIMHAT, MIAaT(OPM, MEPEMIKON), K1 3’ €THYIOThCS

BUIMAJKOBUM a00 HaIiBKEPOBAHUM UYHHOM.

Pucynok 2.3 — kapra rpu Binding of Isaac

[IepeBaru:
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o[lIBUIKE CTBOPEHHS SAKICHOTO KOHTEHTY;
eBricoka KEpOBaHICTh XYAO0KHIM CTHUJIEM;

eMOXITUBICTh PYYHOI IEPEBIPKU KOKHOTO OJIOKY.
Henoniku:

eMeH11a BapiaTUBHICTh (KUIBKICTh YHIKQJIBHUX KOMOIHAIIIM 0OMexeHa
HAOOpOM I1a0JIOHIB);

e[loTpiOHO cTBOprOBaTH Oarato 1abIoHIB BPYUYHY.
[Ipuknanu:

eSpelunky — kiMHaTH CTBOpEHI BPYUHY, aje MOPSAIOK iX MOSBH —
BHUIIaJIKOBHUH;

eDead Cells [7] — Moy piBHS 3’ €AHYIOTHCS 3TIAHO 3 IEBHOIO JIOTIKOO.

eBinding of Issac [8] — piBeHb OynyeTbest 3 TOTOBUX KiIMHAT, IO

3’€JHYIOThCSl BUMTAJKOBUM criocodoM. (uB. puc. 2.3).

2.2.3. IIpocroposi aaropurmu (Spatial Algorithms)

[TpoctopoBi MmeTou MOOYA0BH PiBHIB 0a3yIOThCS Ha TEOMETPUIHUX PO3paxyHKax
a00 po30UTTI MPOCTOPY. Y IBOMY IiJIX0/I1 PIBEHb PO3TIIIAAETHCS K IIOMUHA 200
00’€eM, SIKUH TTOCTYIIOBO 3aIIOBHIOETHCS ITPOBUMHU €JI€MEHTaMH, KIMHATaMH,

KOpHUI0paMu ab0 00’ €KTaMH.
J1o HaMBIIOMIIIUX aJITOPUTMIB HAJIEkKATh:

eBinary Space Partitioning (BSP) — mpocrip piBHS IUIHTBCS PEKYPCUBHO
Ha 111007aCTI, SIK1 IOTIM CIIYTYIOTh KIMHATaMH.

oCellular Automata — xmiTHHHA CHCTEMA, 1€ KOKHA KIITUHKA 3MIHIOE CTaH
3a paBUJIAMH, SIK Y MOJICITIOBAaHHI TIeuep.

eRoom-and-Corridor — renepariist BUIIaJKOBUX KIMHAT 1 3’€IHAHHS 1X

KOPHUIO0paMHU.
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eMaze Generation — renepartis stabdipunris (DFS, Prim, Kruskal).
IlepeBaru:

eJ[ae 3MOTY CTBOPIOBATH JIOTIYHO 3B’s13aHi CTPYKTYPH;
¢ JloOpe nigxonuth At dungeon-style irop;

e[liTpMKa TOTOJIOTTYHOT UTICHOCTI.
Henomnikn:

eMoske noTpedyBaTH CKIAJHOI JIOT1KM NEPEBIPKHU 3’ €JHAHOCTI;

eBaxye 10CATTH NPUPOAHOCTI (HOPMHU.
[Ipuknagu:

eDiablo Il — BSP s reneparii minzemers;

eBrogue — Cellular Automata s edep.

2.2.4. Aaropurmu, kepoBani 1anumu (Data-Driven Generation)

VY 1poMy migxo/li CTPYKTYypa piBHS CTBOPIOETHCSA HA OCHOBI HAOOPY JaHuX abo
30BHIIIHIX apameTpiB. e moxyTs Oytu JSON-dainu, XML, cratuctrka rpasiig,
MY3HKa, Mara MiCIIEBOCTI TOIIO. [7ies mosirae y CTBOpEHHI KOHTEHTY, KU

aJanTy€EThCs JI0 30BHIIIHBOTO CEPEIOBUIIIA.
[IepeBaru:

o JI[MHAMIYHA afanTallis miJ rpaBIlsd a00 CUTYaIIifo;

eMo’kHa IHTETPYBATH 3 IHIIMMH CUCTEMAMH (aHAJITUKA, TEIEMETPIs).
Henomiku:

e[loTpiOHa ckiagHa 00poOKa TaHUX;

eBaxye 3a0€3MeUnTH SKICTh PE3yJIbTaTY.

[Ipuknanm:
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eSoundodger+ — piBHI TEHEPYIOTHCS 32 MY3HKOIO;

eAdaptive game systems — miyIamTOBYBaHHS PiBHS ITiJT HABUYIKHU TPABIISL.

2.2.5. Aaropurmu HaBuanHs (Machine Learning-Based Generation)

MGTOI{I/I MaIllMHHOI'O HaBYaHHA JO3BOJIAIOTh HABUYHUTHU MOJCIIb CTBOPIOBATHU HOBI

PIBHI HAa OCHOBI TIPUKJIATIB.
Lle MOXyTb OyTH:
e[ 'eHeparuBHi HelipoMepexi (GANSs) [9];

eSequence-to-sequence MoIei;

eReinforcement Learning st ontumizamii ctpykrypu piBas [10].
IlepeBaru:

eBricoka 31aTHICTB 710 TeHepallii HOBUX 17eH;
eMO>KTUBICTh HABYAHHS HA OCHOBI ICHYIOUMX PiBHIB;

e ABTOMAaTHUYHE BUSBJICHHS NMPUXOBAHKUX ITA0JIOHIB.
Henomiku:

eHeoOX1IHICTh BEJIMKOTO JIaTaceTy;
eBaxxko nependaunuTu pe3ysabTar;

e[Ipobriemu 3 Basiiaii€ero (piBEeHb MOXKE OyTH HETIPUIATHUM JIJIS TPH).
[Ipuknagu:

eMario Al [11] — cTBOpeHHST HOBHX piBHIB Ha OCHOBI KapT Super Mario
(dus. puc. 2.4);
ePCGML (Procedural Content Generation via Machine Learning) —

aKaJeMivHl EeKCTICPUMEHTH.
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(a) "many pipes, many enemies, little blocks, low elevation"
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(c) "many pipes, many enemies"

Pucynok 2.4 — renepatiis piBHiB 11 Super Mario 3a gomomororo 111
2.2.6. I'iopuani meToamn

VY peanbHHUX MPOEKTAX PO3POOHUKU YACTO KOMOIHYIOTh KUThKA TMXOIB JJIs
JOCATHEHHSI KpaIoro 0aixaHcy MiXk BaplaTUBHICTIO, KOHTPOJIEM Ta MPOYKTUBHICTIO.

Hampuxknan:

e111a0JI0OHM + IIYM;
eBSP + Cellular Automata;

erule-based + GAN postprocessing.
[IepeBaru:

o[ 'HyUKICTh Y HaJIaIITYBaHH1 pe3yJbTary;

e[loeTHaHHS HAWKpAIUX BIACTUBOCTEH OKPEMUX METO/IIB.
Henoniku:

.3pOCTaHH$I CKJ'Ia,Z[HOCTi CHUCTCMU,

e[loTpiOHa nomaTKOBa JIoTiKa 00’ € HAHHS METOIB.
[Ipuknanm:

eNo Man’s Sky [12] — mra6nonu + 1rym + aTpuOyTH 3 0a3H JaHKX;
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eMinecraft [13] — mym + rule-based reunepartis ctpykryp ([us. puc. 2.5).

15in.1oi==SHich Noise

-0 fBm noise 30 fBm noise

I

REEctallaise

4Heigh‘r.

Ter~r M)

Pucynok 2.5 — renepaitis piBHiB B rpi Minecraft
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Po3ain 3. Po3pooka rpu-kiaony Hill Climb Racing 3 minrpumkoro

AaBTOMATHYHOI reHepauil piBHIiB
3.1. IncTpymeHTH PO3pOOKH

[Tix yac crBopenns rpu-kiony Hill Climb Racing i3 mpoiieaypHoOio reHepaiiiero
piBHIB Oyi0 0OpaHo irpoBuii pymriii Unity, skuil 3a0€31ne4nB 3pyyHe CEepeIOBUIIE s
peaitizalli KIIFo4oBUX (PYHKIIOHATBHUX MOXKIMBOCTEN NpoekTy. Unity Hajae mMuUpoKui
HaO1p BOYJOBaHMX IHCTPYMEHTIB, IO JO3BOJISTIOTH €()EKTUBHO CTBOPIOBATH JBOBUMIpHI
irpu, TpairoBatu 3 Gi3ukoro, a"imariero, Ul-koMmmoHeHTamMu, a TaKOX peari3oByBaTH

reHepallito piBHIB y peabHOMY 4aci ([dus. puc. 3.1).

Pucynok 3.1 — inTepdetic kopuctyBaua B Unity

Cepen kmouoBux nepear Unity st 6 Buaiiue miarpumky MoBu C#, HasiBHICTD
BEJIMYE3HOI MacHu JOKyMEHTaIll1, TaifJliB, TYTOpialiB, Ta TyKe 3pyYHUM Bi3yabHHIM

penaKkTop CIEH.
baraTo poi B MOEMY ITPOEKTI 3irpaiu Taki inctpymenta Unity:

e Sprite Shape Controller [14] — xoMmIOHEHT, 110 T03BOJISIE CTBOPIOBATH
THYYKHA KOHTYp Tpacu. BiH cTaB OCHOBOIO JIsl TeHeparlii piBHIB: HA OCHOBI
MAacCHBY TOUOK (DOPMYETHCA pelbed, TKU MOKe OyTH SK IJIaBHUM, TaK i

PI3KO 3MIHHUM, 3aJICKHO Bl 0OpaHOTO aJropuTMy IeHepallii.
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Edge Collider 2D [15] — xomnatifep, 1110 J0Aa€ThCS 10 KOHTYPIB Sprite
Shape 1 3a0e3neuye (Hi3uuHy B3aEMOJIII0 MAIIMHU 3 Tpacoro. Bin
aBTOMATHYHO aJaNTyeThCs M popmy penbedy.

WheelJoint2D [16] — cremianizoBanuii Gpi3uuHUi KOMIIOHEHT, KM
JI03BOJISIE IPUKPIMUTH KOJIEca 0 KOPIYCY MAIIUHU 3 JOTPUMAHHSIM TEBHOL
Mojem miaBicku. [{el KOMIOHEHT IMITY€ TTOBEIHKY PEaJIbHOTO 3’ € THAHHS,
JIe KOJIECO HE MPOCTO "NpUKIIeeHe", a MA€ MOKIUBICTh BEPTUKAILHOTO PYXY
3aBASKU MiaBicli. Y Moemy npoekTi s BukopuctaB Wheelloint2D nis
3'eIHAHHS KOYKHOT'0 KoJieca 3 KopIycoMm aBToMo01s. [{e 1o3Bomuino
CTBOPUTHU OUIBII pPEATICTUUHY MOJIEIIb PyXy — IiJ Yac Hai3ay Ha ropou uu
naJiHHS 3 BUCOTH KOJIeca aMOPTU3YIOTh, CTBOPIOIOYN BPAKEHHS Baru Ta
1HepIIil.

Rigidbody2D [17] — 6a30Bwuif KOMIIOHEHT JJIs OY/Ib-SIKOTO (i3HIHOTO
o6’exta B Unity. ¥ moemy npoekTi RigidBody2D Oyino HaBimeHo sk Ha
KOpIyC MaIlliHHU, TaK 1 Ha oOmIBa koneca. e 3abe3meunsio moBHOMIHHY
Gb13uuHy CUMYJIAIII0 — Maca, CHIa TSOKIHHSL, CUJia BiJl MOTOpA, 1HEPIIis,
31ITKHEHHS 3 peiabedOM TOIIO.

Polygon Collider 2D [18] — komaiinep ckiagHoi GOpMH, KU 5
BUKOPHUCTAB ISl KOPITyCy MamuHU. L{e 103B0JIMII0 TOYHO BIATBOPUTH
dbopMy TpaHCTIOPTHOTO 3ac00y 1 3a0€3MEUUTH KOPEKTHY B3aEMOIIIO 3
MIOBEPXHEIO TPACH.

Circle Collider 2D [19] — npocTwuii kpyriumii konaiaep (dus. puc. 3.2),
SIKAUW 1 3aCTOCYBAB J10 KOJIiC. 3aB/sKU CBOil popMi BiH 3a0e3Ieuye MiaBHe U

cTablIpHe 00epTaHHS Ta B3a€EMOJIII0 3 HEPIBHOCTSAMHU PENbey.
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Pucynok 3.2 — xonaiinepu Ha MalInHi Ta Kojiecax

3.2. ApxiTeKkTypa rpu Ta CTPYKTypa NPOEKTY
I'osioBHA cuena — BuOip piBHS

[Ticns 3amycky Tpu rpaBellb NOTPAIUIse Ha TOJIOBHY CIIEHY BUOOPY PIiBHS, /i€ BIH
MO>Ke 00paTH OMH 13 JOCTYNHUX ceMHu piBHIB. ClieHa pealli3oBaHa y BUTJIS 3pyYHOTO
Ul-iaTepdeticy 3 kHonkamu piBHIB Bix 1 1o 9. [lepmuii piBeHb ¢ikcoBaHMM (pydHOT
moOy/1I0BH ), 1HIII — MPOLIETYPHO 3reHEePOBaHI 3a PI3HUMH ainroputMmami (JuB. puc.

3.3).
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Pucynok 3.3 — cuiena Bubopy piBHS
KopucryBaubkuii intepgeiic (Ul) na irposiii cueni

[Ticnst BUOOpY piBHA rpaBellb NEPEXOUTh Ha ITPOBY ClieHy. TyT Bij0Opa)kaeThCs

MIHIMATICTUYHUHN, alie QyHKIoHaNbHUM 1HTepdetic (Hus. puc. 3.4):

e JIBi BenmuKi KHOMKHU-TIeAAI: ra3 (1mpasa) 1 raibMo/Haza (J1iBa);
e Kwnomka pecrapty — mnepesamnyckae MoTO4HY CIIEHY;

e KHomnka BUXOO4Y — IIOBECPTAE 1O MCHIO BI/I60py plBHfI

Ul apanToBanwmii ik 7151 KIaBiaTypH, TaK 1 i1 CEHCOPHOT'O YIPaBIiHHS Ha

MOOLIBLHUX MPHUCTPOSIX.

Pucynok 3.4 — xopucrtyBaubkuii inTepdeiic rpu

Jlorika pyxy MmamiuHu
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LleHTpaTbHUM €JIIEMEHTOM IrPOBOTO MPOIIECY € aBTOMOOLIIb, IO KEPYETHCS
rpaBieM. Foro ¢izuuna noBeninka peanizoBana yepes kommnonent CarController, sikuit
onepye Tppoma Rigidbody2D: mist koprycy Ta qBox kodjic. Koneca npuennani 1o
koprnycy uepe3 WheelJoint2D, 110 103BoJIsI€ MOETIOBATH MIJABICKY 3 MPYXKHICTIO Ta

aMOpTHU3AIII€IO.
Kon CarController po3aisisie JIoriky KepyBaHHS Ha JIBa THIIH:

1. Knasiarypne kepyBanus (PC) — 3a nonomororo
Input.GetAxis("Horizontal"), o 1o3BosIsie pyXxaTuch BIEpes 1 Ha3ajl.
2. MobinbHe kepyBanHs (touch) — uepe3 meron CarlnputMobile(int dir), sikuit

NpUB’ I3aHUM IO KHOTOK TIe/lajieil Ha eKpaHi.
CrnigyBaHHS KAMEpH 32 MAIIUHOIO

100 rpaBers 3aBxau 0a4MB TPAHCHIOPTHHIM 3aci0 y Kaapi, BAKOPUCTAHO CKPUIT

CameraController, sikuit MOCTIHHO CIIAKYE 32 MO3UIIEI0 MAIIUHU:

transform.position = target.position + offset;

GameManager

JI7ist KepyBaHHsI 3arajibHUM CTaHOM I'pH BUKOpHUCTOBYEeThCs GameManager —

OKpEMUI CKPHIT, SIKUH BIJIMOBIIAE 3a Mepe3anycK CIICHH Ta BUX1J y MEHIO.

Hanpuxitan, mis nepe3anycky rpu BAKOPUCTOBYETHCS METO/:

public void RestartlLevel()

{

SceneManager.LoadScene(SceneManager.GetActiveScene( ).name);

3.3. Peanizauis piBHiB

V rpi peanizoBaHo JI€B’ATh THIIIB PIBHIB, KOXKEH 13 AKUX BIAPIZHAETHCSA CIIOCOOOM
reHepaii penbedy Ta CKIAIHICTIO MPOXOJKEHHS, 1110 J03BOJISIE CTBOPUTHU

PI3HOMaHITHHUM IrPOBUI JTOCBI/I.
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PiBens 1 cTBOpeHuii BpydHy Ta Mae (iKCOBaHY Tpacy 3 3a3/1ajieri/ib MPOyMaHUM

pensedoM. Lleit piBeHb cayrye 6a3010 AJis MOPIBHIHHS 3 THITUMH, TTPOIICTYPHO

3reHepoBaHUMU Bapiantamu ([us. puc. 3.5).

Pucynok 3.5 — piBensb 1

PiBennb 2 reHepyeTbes 3a JonoMororo kinacuuHoro Ilepnunnoro mymy (Perlin
Noise), 1110 CTBOPIOE IJIaBH1 MIPUPOJIHI KOJIMBAHHS penibedy. Takuit miaxia 103BOISE

OTPUMATH PIBEHb 3 MPUPOJHIM BUTUHOM 1 TOMIPHOIO ckiaHicTio (JuB. puc. 3.6).

Pucynok 3.6 — piBeHb 2

[Tepmuanauii mrym (Perlin Noise) [20] — e anropuTm reHepaiiii 3riapKeHOro
TICEB/IOBUIIAIKOBOIO IITyMY, SIKHI IIMPOKO BUKOPUCTOBYETHCS Y MPOIEAYPHIN TeHepallii
nanamadTiB, TEKCTYP, XMap Ta 1HIIUX MPUPOJHHUX BI3€pYHKIB. AJITOPUTM OYB
po3pobnennit Kenowm Ilepninom y 1983 poui Ay cTBOpeHHS OUIbII TPUPOTHUX,

TUIABHUX 1 BI3yalbHO MPUEMHUX (OPM Y KOMIT IOTEpHIH rpadiri.

OcHOBHa i7ies TOJISATAE B TOMY, 1110 TIPOCTIP 3alIOBHIOETHCS IPATKOIO 3
(hiKCOBaHMMU BEKTOpPAMU TpaJli€HTIB. 1151 KOXKHOT TOUKH, JI€ MOTPIOHO OOUYUCIUTH

IyM, aJirOprUTM:

¢ BusHauae Mog0XXKEeHHS TOYKY BCEPEIMH1 HANOIMKIOT OCEPEAKOBOT IPATKU

(Hanpukiaz, KBaapatHoi y 2D).
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e BusHauae BeKTOpU HaNpsAMKY (TPaJi€eHTH) Y BEPIIMHAX IbOI'O OCEPEKY.
BekTopu (ikcoBaHi a00 00UUCTIOIOTHCS TICEBIOBUIIAIKOBO, A€ €
JETepMIHOBAaHMMH Ha OCHOBI KOOPJIMHAT.

e OOYHCIIOE BEKTOPH BiJI KOKHOI BEPIIIMHHU OCEPEAKY 10 TOUKH, JIJIS STKO1
paxyeTbes LIyM.

e OOYHCIIOE CKAJSPHUM T0OYTOK MIXK I'PaJIIEHTHUMHU BEKTOPAMU 1 BEKTOpaMu
10 Touku. L1 100yTKM MOKa3yl0Th, HACKUIBKY HAIPSIM BEKTOPA «IT1JICUITIOE)
a00 «1mocnadIroey» IIyM y il TOYLII.

e Bukonye iHTEpNOJIALIIO M) OTPUMAHUMHU 3HAYEHHSIMU 32 JJOTIOMOT OF0
CIeliaJIbHOT 3TJIaJKYBalbHOI (PYHKIIT (3a3BUYall BUKOPUCTOBYETHCS
¢bynkuia fade — kydiuna abo m’aTukpaTHa QYHKIIS ISl 3TIIaJKEHHS

MEPEXO/IIB MK 3HAUCHHSIMH ).

3aBngkM TakoMy miaxony IlepinH nrym resepye 3riiaJpkeHy MOBEPXHIO, J1€
3HAYEHHSA 3MIHIOIOThCS TJIaBHO, 0€3 pI3KUX CTPUOKIB. Pe3ynbTaT Mae BUTIIAL
MIPUPOJIHOI, OPTaHIYHOI XBWISCTOCTI, 1110 17I€aTbHO MIIXOIUTh JIJI1 MOJEIIOBAHHS

IpUPOAHUX (HopM.

VY Unity peanizoano [lepimunanii mym [21], skuit focTynHuid yepe3 QyHKIIi0
Mathf.PerlinNoise(X, y). Bona npuiimae aBi KOOpJMHATH X 1Y, 1 TOBEPTAE 3HAYCHHS B
niana3oHi Big 0.0 go 1.0. Aaropurm He € NOBHICTIO BUMAIKOBUM: 3HAYEHHS
3MIHIOIOTHCSI IOCTYIIOBO, (POPMYIOUYHM XBUIETIOAIOHY CTPYKTYPY, LIO 1/1€aJIbHO

MIXOMUTH JJIS TeHEepaIlii peabediB.

B MoeMy npoekTI BUCOTa KOKHOI HACTYITHOT TOYKH BUPAXOBYETHCS 32 TAKOIO

dhopmyioro:
y; = PerlinNoise(x; * k,of fset) * h
ae:

® y; — BUCOTa TOYKH PEIbeEQDY;

® X; - KOOpJIMHATA TOYKH 1O OcCi X;
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e Kk — macmra0;
o oOffset - BumagxoBwmii 3cyB o Y, mo0 YHUKHYTH OJTHAKOBUX IIa0JIOHIB;

e N — koedilieHT aMILTITYIH.
[IpakTH4HO 1LI€ peani30BaHoO TakK:

e bepetncs Sprite Shape Controller (us. puc. 3.7), sKuii MiCTUTH JIUIIIE
YOTHPH CTAPTOBI TOUKH;

e Jlius KOKHOI HOBOI TOUKH IeHepyeThes Bucota yepe3 Mathf.PerlinNoise(x *
noiseScale, offset) 3 Bunmaakosum offset;

e Kokna Touka qomaeThes y spline;

e B kiHI 3amaeThes piHAIBHA TOUYKA, SIKa 3aBEPIIYE Tpacy.

Pucynok 3.7 — 6a3oswuii Sprite Shape Controller

PiBenb 3 Takoxx BUKOpUCTOBYE [leparHHUIN 1IyM, OJHAK 13 TUHAMIYHOIO
CKJIQJHICTIO — aMIUIITy/Ia Ta MaciTad IIymMy MOCTYIOBO 3pOCTAIOTh 1] Yac reHeparii
([Tus. puc. 3.8). Lle o3Hauae, 110 CHOYATKY pesibe() € BITHOCHO PIBHUM i IPOCTUM IS
IpaBIls, ajie 3 MPOCYBAaHHIM yIepe]l BiH CTa€ BCe OLIBIN CKIIAJIHUM, HEPIBHOMIPHUM Ta

«arpCCUBHUMY.
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Pucynok 3.8 — piBens 3

dopmaiibHO, MO (PiKOBaHUHN PIBEHH BUKOPHUCTOBYE Ti K caMi 0a30B1 BIIACTUBOCTI

[TepauHHOrO 1IYyMY, OJTHAK BBOJIWUTH 3MiHHI KOe(DIIll€eHTH MaciiTady Ta aMILTITY/Iu:
Yi = Ypase + ([PerlinNoise(x; * k;,of fset) — 0,5] * 2) = h;
ki =ko+ixAk
h; = hg +ixAh
e:

® Y, — BUCOTa TOYKH HA KOOPJIMHATI X;;

e k; - norounuii Macitad [lepauHHoro mymy (1o 3pocTae 3 KOKHOIO
1Tepariero);

® h; - MOTOYHA aMITIITy/1a ITyMy (TaKOX 3POCTAE);

o Ak, Ah - mani mpupoCTH, SIKI 33JAI0Th MIBUIKICTh YCKIaIHEHHS PETbEDY;

o oOffset BunaakoBuii 3cyB 1o apyTiii KOOPIUHATI.

B ckpunri, 3 K0O)XKHOIO HOBOIO TOUKOIO 30UIbIIyeThCs currentNoiseScale Ta

currentHeightMultiplier, mo go3Bosisie popmyBaTH piBEHb, IKHl PO3BUBAETHCS.

PiBeHb 4 peasizoBaHO 3a JIOIOMOTr 00 (hpakTaabHOro Irymy [22], 1o €
PO3MIMPEHHSM KJIacuIHOTo [lepauHHOro mymy, npu SIKOMY KiJlbKa «IIapiBy MIyMy 3
PI3HOIO YaCTOTOIO Ta aMILTITY/I00 HaKJIadal0ThCsl OMH Ha oHoro ([us. puc. 3.9). Le
J03BOJIIE CTBOPUTH OUTbII AETAI30BaHUM, MPUPOJHUN 1 BaplaTUBHUM penbed, y
MOPIBHSAHHI 3 BUKOPUCTAHHSAM JIUIIIE OJHOTO Mmapy mrymy. Takox, B IIbOMY piBHI

peaizoBaHO MOCTYIIOBE 301IBIIIEHHS CKIAIHOCTI.
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Pucynok 3.9 — piBens 4

Opaxranpaui mym (adri. Fractal Noise) — 11e MeTo/ o€ THaHHS IEKITBKOX
okTaB [lepiuaHOrO 1ITyMYy 3 pI3HUMHU MacTabamu (4aCTOTaMH) Ta aMILTITyJaMHU.
KoxHa HacTymHa OKTaBa Ma€ BUIIY YacTOTY (MEHIUKA MaciTad) i MEHIIy aMIUTITYy,

CTBOPIOIOYHM JIPiOHI JIeTalll, K1 JOAaI0Th CKIAAHOCTI Ta pealiCTHYHOCTI.

dopmyra (ppaKkTaabHOrO IIyMY BUTJIAIAE TAK:

n—1

1 . .
fx) = ZZ PeTlinNoise(x * scale * Al) * pt
i=0

Ie:

® N - KUTBKICTh OKTaB (PiBHIB IIIyMY);
o J (lacunarity) - xoeiIiEHT 3pOCTaHHS YaCTOTH HAa KOKHY OKTaBY;
e p (persistence) - koedili€HT 3MEHIIICHHS aMILTITY/IH;

e scale - 6a3oBwmii MmaciTabd mymys;

A =YY" p' - HopMasTi3yIOUMii MHOKHUK

Lacunarity kepye THM, 5K IIBHIKO 3pOCTAE YACTOTA 3 KOXKHOIO HOBOIO OKTaBOIO, a
persistence — sik IMBUIKO 3MEHIIIYEThCS aMILTiTy1a. [Ipy mpaBUIIbHOMY HaJIallTyBaHHI

napameTpiB penbed crae OUIBII peaTiCTUYHUM, aJie BCE 111€ KOHTPOJIbOBAHUM.

B mpoexTi s peanizyBaB 11¢ HACTYITHUM YHHOM:

float y = baseGroundY + ((GenerateFractalNoise(x, offset, baseScale, octaves, lacunarity,

persistence) - 0.5f) * 2f * heightMultiplier);

PiBeHb 5 reHEepy€eTHCS 3a JOMIOMOTOI0 CHHYCOINabHO1 (DYHKIIIT, IO CTBOPIOE
peryspai xBuinenoaioui konusanus (Jus. puc. 3.10). Lleit piBeHs Ma€ OLIbII

nependayyBaHy CTPYKTYPY Ta MOMIPHY CKJIQIHICTb.
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Pucynok 3.10 — piBenb 5

CuHycoina € OHI€I0 3 HAUTTPOCTIMNX 1 HANTMOMUPEHIHX MepioAnIHUX (YHKITIN

y maTreMarwuili. BoHa onucyerbest Gopmysioro:
y(x) = A *sin(f *x) + y,
i (SN

e A - ammuirtyna;
e f—uyacrora;
® X — KOOpJAWHATA IO TOPU3OHTATI:

® Y, - BepTUKaJIbHE 3MIIIEHHs, 400 0a30BUil piBEHb 3eMIIi.

B koni s peaizyBaB 11€ TaKMM YHHOM:

float y = baseGroundY + Mathf.Sin(x * frequency) * amplitude;

st pyHKIIIS 1A€aMBHO TiAXO0IUTh JIJIi CTBOPEHHSI PETYJISIPHOTO, aJie IJIABHOTO
penbedy, 0 MOBTOPIOETHCS 3 MIEBHOIO MEepiouyHICTIO. Takuil penbed He €
BUIIaJIKOBHUM, SIK IPH BUKOpHUCTaHHI mymy Ilepiina, i came TOMy piBe€Hb CTa€e OUTbII

CTaOUILHUM 1 YNTA0CTLHUM JIJIs TPaBLIS.

PiBeHb 6 € yCKIIaIHEHOIO BEPCIEI0 XBUIILOBOTO penbedy, peaii3oBaHOI0 Ha PiBHI
5. Y upoMy BUMaJKy CUHycOifaibHa (DYHKIIisI 30€piraeThbCsi Ik OCHOBA reHepallii, oJJHaK
3 KO’KHOIO HACTYIHOIO TOYKOIO IMOCTYIOBO 3pOCTAIOTh aMILIITY/1a Ta 4YacTOTa, 1110

MPU3BOJIUTH A0 30UTBIIEHHS CKIAIHOCTI pelibedy — XBUJIl CTAIOTh BUIIUMU Ta

nriteHimMe (uB. puc. 3.11).

Pucynok 3.11 — piBensb 6
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dopmyia, sika BUKOPUCTOBYETHCS IS TeHEpallii BUCOTH KOXKHOI TOYKH, TaKa XK K

y KJIJACUYHIN CUHYCO1/11, OJ{HAK 11 mapaMeTpH 3MIHIOIOThCS TUHAMIYHO:

y(x) = A(x) = sin(f(x) * x) + y,

A peaiti3yBas f 1€ TaK:

float y = baseGroundY + Mathf.Sin(x * currentFrequency) * currentAmplitude;

[Tapamerpu currentAmplitude ra currentFrequency Ha KoxkHi# iTeparii

30UIBIIYIOTHCS BIATIOBIAHO /10 TAKUX BEJIMYMH:

currentAmplitude += amplitudelncreaseRate;

currentFrequency += frequencylIncreaseRate;

Ile o3Hayae, 1110 BOPOJOBXK reHepalli TepperiHy Ha OYaTKy PiBHA rPaBelb
PYXAETHCS MO TUIABHUX XBUWJISAX (MTOAIOHO 710 PIBHA 5), ajie 3 4acOM XBHJII CTalOTh BCE

KPYTIIIUMH 1 IITBHIITUMY, BUMAralouu BiJl TPaBIlsl TOYHIIIIOT0 KOHTPOJIIO Ta PEaKIIii.

PiBeHb 7 oeHy€ IB1 MPUHIIMIIOBO Pi3HI MOEN1 TeHeparii JanamapTy —
pEryIsIpHY CHHYCOiNambHy (QYHKITIIO Ta niceBaoBumaakoBuii [lepnunnuii nrym. Taka
KOMOIHAITIS TO3BOJISIE OTPUMATH MPHUPOTHHM, ajie BOJHOYAC Tepe0aqyBaHO-XaOTUYHUN

penbed, 110 BUIIISIAE pealicTUUHO Ta auHamivHo (/IuB. puc. 3.12). Takox, B IbOMYy

PiBHI 5 HAKUHYB MOCTYIOBE 301IbIIICHHS CKJIaHOCTI.

Pucynok 3.12 — piBens /
OcHoBHa (hopmyna uisi OOUYMCIICHHS BUCOTH TOYKH Ha I[bOMY PiBHI Ma€ BHUTJISI:
y(x) = A xsin(f *x) + N(x) + yo

Jc:
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e Axsin(f * x) — cunycoina,;
e N(x) — mepaMHHMIA IyM, IKUI B CBOIO YEPTy SABJISIC COOOIO;
e N(x) = (Perlin(x *s) — 0.5) x 2 *x §3 macmTabom S Ta CHJIOIO S;

® Yy, - 6a30BuUll piBEHb 3€MJII.
L5 popmyIa cKIanaeTbest 3 IBOX HE3aJIESKHUX CKIIAI0BHUX:

1. Cunycoina 3a7a€ peryiasipHy XBUJIIO, IKa CTBOPIOE OCHOBHY (hOpMY PiBHSI.
2. TlepnuHHME IyM J10/1a€ XaOTUYHI, aJie TIaBHI QIIyKTyaIlli, pooisian KOXKHY

XBUITIO YHiKaJ'ILHOIO, JJaMar0Yyd MOHOTOHHICTb.

B Unity s pearizyBas 11e sik:

float sineWave = Mathf.Sin(x * baseFrequency) * baseAmplitude;
float noise = (Mathf.PerlinNoise(x * noiseScale, noiseOffset) - 0.5f) * 2f *

noiseStrength;
float y = baseGroundY + sineWave + noise;

PiBenb 8 s BupimmB peanizyBaru sik Cumiuiekcauid mym [23] (JQus. puc. 3.13).
Simplex Noise -1ie anroput™m 3riaKeHoro mymy, pozpoodsenuii Kenowm Ilepiinom y

2001 pomi six BnockoHaieHHs kiacuaaoro Perlin Noise.

Pucynoxk 3.13 — piBens 8

Ha Binminy Big Ilepnin-mymy, sKMi npatoe y rinepKyOiyHUX rpaTtkax, Simplex
Noise nparoe 3 CUMIUIEKCAMU — F€OMETPUYHUMU MTPUMITUBAMU: TPUKYTHUKH (Y 2D),

tetpaeapu (y 3D) Tomo [24].
@dopmyiia BaroBoro BHECKY KOXKHOI BEPIIMHU CUMILIEKCY:
n; =t} * (g, * x,)
ne:

e t; =0.5—||x|| - pyrKuis sracanus;
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e , — 'PajicHTHUI BEKTOP y BEPLIMHI;

® X, - BEKTOD BiJl BEPLIMHH IO TOYKH.

@diHanbHE 3HaYEHHS IIyMY — 1€ CyMa BCIX BHECKIB M + My + N, MacitaboBaHa

koedirienToM (y peanizarii — 70)

Ockinpku B Unity 6yB BOymoBaHUH HEPIMHHMIM IITyM, TO 51 HOr0 BUKOPHUCTOBYBAB
sk Mathf.PerlinNoise(X, y). CumiiekcHoro x mrymy B Unity Hema, i TomMy s BUpIIIKB

Horo peanizyBaT BJIaCHOPYY.
OCHOBHI KOMITOHEHTH peajiizallli BKJIOYa0Th:

e TaOmuis mepecTaHoBOK Perm[] BHKOpHCTaHa JJIs TeHeparlil
TICEBJIOBUTIAIKOBUX TPAIIEHTIB.

e ['pamieHTHI BeKTOpH 3a/at0Thcss MacuBoM grad3[].

e BusHaueHHs cumIuiekcy 0a3yeThCsl Ha CyMi KOOpAMHAT 13 KoeditieHTom F2:

_V3-1

2

e Komnencarist BinOyBaeThcs 3a jonoMororo G2:

_3-+3
6

e KoxeH 13 TphOX TPUKYTHUKIB CUMIUIEKCY BHOCHUTH CBiH BKJIaJ y (piHAIbHE

F2

G2

3HA4YCHHAI.

Bukopucras simplex noise [25] B renepartii piBHiB s, 110 CyTi, TaK camo, K i

piBEHbB 2:
y; = SimplexNoise(x; * k,of fset) x h

PiBennb 9 peanizoBaHuii Tak camMo, IK MUHYJUN PIBEHbB, ajie 31 301IbIICHHIM

CKJIaJIHOCTI MPOTSATroM rpu (aHamoriuxo a0 piBHiB 2 Ta 3) ([us. puc. 3.14).
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Pucynok 3.14 — piens 9
3.3. AHaJi3 pe3yJabTartiB

VY xoni nocaimkeHHs O0ylio peadi3oBaHoO JI€B’SITh PIBHIB 3 PI3HUMU MiIX0AaMU J0
reHepaiii nanamadry. S cupoOyro OIIHUTH €PEKTUBHICTh KOKHOTO 3 HUX 33 TAKUMU

KpUTEPISIMHU:

e CKIAIHICTh pelibe]y — HACKLILKU Ba)KKO IPaBIICB1 JOJIATH MEPEIIKO/IH,

e Pi3HOMaHITHICTh — CTYIIHb BapiaTUBHOCTI y popMi TaHamadry;

e [IporHo3oBaHiCTh — HACKUIBKH JIETKO T'PaBIIEB] NEpeI0AYUTH MOJANbIILY
dbopmy TpaekTopii;

e [lpumatHicTh 111 HECKIHYECHHUX PIBHIB — HACKUIBKU J0OpE piBEHBb

M1IXOIUThH IS POIEYPHOI reHepaliii y pealbHOMY 4Yaci.

3arangpbHa XapaKTepUCTUKA PIBHIB:

PiBenn 1 2 3 4 5 6 7 8 9
CxJaiHiCTh oo oo oo oo oo oo eeee | oeo ecee
PizHOMaHITHICTB oo oo YY) YY) ) oo ecee | ecee | cooe
[Iporuo3zoBaHicTh eeee | eoo oo oo eceee | ccee | oo eoe '

[IpunarHicTh M1

HECKiHYCHHHUX irop

® - YMOBHE ITO3HAYEHHS PiBHS 3a KputepieM (Big 1 1o 5)

Pyuna po3poOka piBHIO € HAUTIPOCTIIIIO, ajie HAaltMEHII aanTUBHOO. J{7s
MPOCTHUX 1P, 3 0OMEKEHUMH TpAacaMU, TapHUN BApIaHT, aje JJIsl HECKIHYEHHUX PIBHIB 5
0 He paJuB BUKOPUCTOBYBATH.

[TepauHHUMIA Ta CUMIUIEKCHUH IITYyMH — rapHi BapiaHTH po3pooku. Cami o cobi
BOHU € OJJHOMAHITHUMH, aJI€ AKIIO iX BUKOPUCTOBYBATH, HATIPUKIIA, 3 JTUHAMIYHOIO
CKJIQJIHICTIO, TO BUH/IE JOCUTH HEIIOTaHUH 1 IIKaBUI PiBEHb.

dpakTalbHUN IIYM, Ha MOIO IYMKY € HaWIlIKaBiluM. B piBHI NPUCYTHI 5K IJIaBH1
Ta MPOCTI JUISTHKH, TaK 1 CKJIAJHI, 3 PI3KUMU NepenaiaMu, Ta CXUIaMH.

Cunycoina — rapHuii crocio 1eMoHCTparlii poOoTH reHepaTopa piBHs, ae 51 0 He
BUKOPHUCTOBYBAB ii 0€3 KoMO1HaIli#l (HalpuKIIa, 3 SKUMOCH IIYMOM).



39



40
BUCHOBKHA

VY naniit kBamiikariiHii podoTi OysI0 PO3TIITHYTO ¥ peaai3oBaHO MiAXia 10
aBTOMATUYHOI reHepailii piBHIB y 2D-rpi Ha pymiii Unity, mo 6a3yeTbest Ha
BUKOPUCTAaHHI MaTEeMaTUYHUX (PYHKIIIH Ta ITYMOBUX aJITOPUTMIB, 30KpEMa PI3HUX

IIyMiB, CHHYCOTHaIbHUX (DYHKIIIH Ta IX KOMOIHALIIH.

VY TeopernyHiit yacTuHi pobOTH OYII0 MPOAHAIIZ0BAHO CYyYacHI METOIU
MPOLIETYPHOI TeHepallii irpoBUX piBHIB. PO3TIIAHYTO mepeBaru Takoro migxoay s
MOOUTHHUX apKaJHUX Irop, Cepell IKUX — €KOHOMIS TTaM’ STl IPUCTPOIO0, 3a0€3NeUeHHS
PI3HOMaHITHOCTI KOHTEHTY, & TAKOX MOXKJIMBICTh CTBOPEHHSI HECKIHUEHHHUX PIBHIB, 1110
He OBTOPIOIOTHCA. OKpeMa yBara Oyiia NpuaiIeHa MOPIBHAHHIO PI3HUX MATEMAaTUUYHUX
Mojenel rerepariiii penbedy: Bij 6a30BUX QYHKINHN MIyMy 70 KOMOIHaIIi cCHHyca Ta
MepIIiHy, 110 A03BOJISIOTH CTBOPIOBATH Il1KaBl Ta MOCTYIOBO YCKJIAIHEH]1 1'pOBI

TUISTHKM.

VY npakTu4Hiil YacTHHI OyJIO0 CTBOPEHO IrpPOBUN MPOTOTHI, SIKAN IMITY€E MEXAHIKY
Bigomoi rpu Hill Climb Racing, ogHak 3 NOBHICTIO aBTOMAaTU30BaHOIO T'€HEPALII€l0
piBHA. s peanizauii Oyino Bukopuctano komnoneHnt Sprite Shape Controller, mo
J03BOJIUB OyAyBaTH JaHamapT y peanbHoMy daci. KokeH 3 piBHIB y Ipi BIANIOBIAAE
OKpEMOMY aJITOPUTMY T'eHepallii, 110 T03BOIHIO0 HA0YHO MPOIEMOHCTPYBATH BILIHB

00paHOro METOAy Ha redMIUIeH.

VY pe3ynbTaTi JOCHIIKEHHS Ta PO3POOKH OYJI0 TOCATHYTO MOCTABIEHOT METH —
CTBOPEHO pOOOUMiA TPOTOTHUTI TPU 3 ABTOMATUIHOIO TEHEPAITi€I0 PIBHIB, SKi €
YVHIKaJIbHUMH, HETIOBTOPHUMH Ta BapiaTUBHUMU. PearizoBaH1 alrOpuTMH T03BOJISIOTh
KOHTPOJIIOBATH CKJIAJIHICTh Ta IUIABHICTh PENbedy, 10 MOKe OYTH 3aCTOCOBAHO HE

JIUIIIE B apKaJiax, a il B IHIINX KaHPaX 1rop 13 MPoIeTypPHOIO TeHEPaI€To.
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