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* PO3p0obuTK 3aCTOCYHOK, AKUN A03BONINTb FreHepyBaTH irpoBy many B
TPUBUMIPHIN rpi.

* BUmoru oo 3aCTOCYHKY:
 Mana ma€e reHepyBaTMCA NpoueaypHO
 Mana ma€e reHepyBaTMCA HENOMITHO A/1A TPaBLUS, B peasibHOMY 4aci
e Mana mae bytn 6e3WwoBHOO
e Mana mae 6yTy oNnTUMi30BaAHOIO



Cnocobu BUpilWeHHA 3a4au4i

* BUKOpucTtaHHA agiarpam BopoHoro

* BUKOPUCTAHHA WYMiB

e Value noise
* [lpocToTa reHepaduil
e LLlym MNepniHa
e binbWw NpmnpoaHin surnaa
* KOHTpOANb HaA 4acCTOTOO | amNANiTyao0Ho0
e CUMNNIEKCHUN LUIYM
e CKNaaHicTb reHepauii
* BiaCyTHICTb AeAKUX Bi3yasibHUX apTePaKTiB
* |HWWK BUMNAL,




Po3B’A3aHHA 3a4aui




PesynbTaT




Pe3ynbTaT — efieMeHTU nporpamm
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