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AHoTasa

PoGoTa mnpucesueHa po3poOIll IHCTPYMEHTIB JUIsi THX, XTO XOue
CTBOPIOBATH YHIKAJIbHI CBITH y CBOI MPOEKTAaX Ta JIOTIKY MEpecyBaHHS BEJIUKOI
KUTBKOCTI CYTHOCTEH y MpOCTOpi. 3aaisi HArJsgHOTO BiIOOpPaKEHHS LHUX

1HCTPEMEHTIB, poO0Ta BUKOHAHA y BUTJIS/I TPU, HA HaraJlbHYy TEMY.

KirodoBi cioBa: mpornieypHa reHeparis, TeHepallis CBITy, pyX TOBIIH,

nomyk Xy, Unity, Navigation, NavMesh.



Beryn

IlocTanoBKa 3aBIaHHS

Meta Mo€i pobOTH mosirae B TOMY, IIO0 MOKa3aTH SIK CTBOPIOIOTHCA
BIJICOITPH, K1 MPUHOMH Ta TEXHOJIOT1i BUKOPUCTOBYIOTHCS CHOTOAHI. Y Cl 01
TaK Yd 1HAKIIE TPalOTh B KOMII IOTEpHI, MOOUTBHI ab0 KOHCOMBHI irpu. [ms
npukiany Oyae CTBOPEHO Tpy Ha HyXe akTyaidbHy Temy. KokHoro pasy
IeHEPYEThCSL YHIKAIbHE MICTO, rpaBelb rpae 3a ymoBHui BIIJIA 1 moBuHeH
ypaxkatu BoporiB. KopucHo mnouumtarn Oyae KOXKHOMY, SIK PO3pOOHHKAM

BIJICOITOP, TaK 1 KOPUCTYBAUaM.
OcHoBHa YacTHHA pOOOTH CKIIATAETHCS 3 3 PO3JILIIIB.

[lepmwmii po3aiust MiICTUTH 1H(QOPMAITiFO PO ICTOPIIO Ta PO3BUTOK MITYYHOTO
1HTEJIEKTY Y BiJieoirpax, 0COOJIMBO MPO MPOLEAYPHY F'€HEPAIIIIO Ta MOLITYK IUIIXY

s rpynia NPC.

Hpyruii po3min TpUCBAYEHUN Tpolecy TeHepaiii CcBiTy. A came

ANTOPUTMY, SIKUM sI BAKOPUCTAB Ta MOTO IMILIEMEHTAII]].

VY TperhoMy PO3ALUIL PO3TISAAIOTHCS ACTalll aJTOPUTMY TOIIYKY NUISAXY
mis Bemukoi kimbkocti NPC (1 non-player characters ) - 0Oori, sikuid

BUPKOPHUCTOBYETHCA Yy TPAKTUYHIN YaCTHUHI Ta CUMYJISIIIS X TIOBEIIHKH.



OCHOBHA YaCTHHA

Poznain 1: IcTopist Ta mpukIIaay BAKOPUCTAHHS IITYYHOTO
IHTEJIEKTY Yy BIlJI€oirpax: IpolLeAypHa TeHepals Ta

CUMYJISIIIISI HATOBITY

Al — artificial intelligence — mTy4Jnuii iHTENIEKT — y HaIll Yac He OTPeOye
npencraBieHHs. Bei 3HaIOTH 10 1€ Ta siKa 1€ PO3MOBCIOKEHA Y Halll Yac pid.
Mu OGayumMo poOOTYy IITYYHOTO IHTENEKTY y cMapTdoHaX, aBTOMOOUIAX 1
noOyTOBIA TexHill. Bimeirpy He € BUWHATKOM, a HalBIIAKM — OJUH 3
HaAWsICKpaBIIIMX MPEJACTABHUKIB BUKOPUCTAHHS IITYYHOTO 1HTENIEKTY, aJKe MU

MOKEMO M00aYUTH KOTO POOOTY OYMMA Ta HABITh MOB3AEMOIISITH 3 HUM.

OTxe, sIK1 € PI3HOBHU/IM 3aCTOCYBaHHS IUITYYHOI'O IHTENEKTY y Bifeoirpax?

PosrnsHemo HalO1IBII TOMYJISAPHI:

1. NPC — non-player characters — HeirpoBi NepCcOHaXXi — HAWOLIBII
PO3MOBCIOKEeHUH TTpuKIIan Al, OCKUIBKY y HAIl Yac CKJIAJIHO YSIBUTH TPy
6e3 HUX. [XHS TIOBEiHKA 3aBKIM BU3HAYAECTHCSA aJTOPUTMAMH IITYYHOTO
inTenekty. Jly)xe wacto behaviour trees - nepeBa NMPUAHATTS PIllICHb
BHU3HauaroTh MoBeiiHKy NPC.

2. Data mining — 30ip AaHWX — HAJABAKJIUBUH 1 PO3MOBCIOJKCHUN BHUJ
HITYYHOTO 1HTEJIEKTY y Oyb-siKkiil cepi iHpopmariiHux TexHosoriid. Data
mining J03BOJII€ KOMIIaHISIM pPO3pOOHMKAM Kpallle 3p03yMITH MOBEAIHKY
KOPHUCTYBaya 1 3pO3yMITH SK TIOKPAIIUATH iXHIHA TPOIYKT.

3. PCG — procedural content generation — nporieypHa reHeparisi KOHTEHTY
— CTBOPEHHSI OY/Ib-SIKOTO KOHTEHTY a00 JTaHUX KOMIT I0TE€POM CaMOCTIIHO
a00 mpu B3aeEMOI11 3 PO3pOOHUKOM, ITPOBHM AM3aiiHepoM abo rpasiieM. Lle
OJIMH 3 BaplaHTIB IITY4YHOIO IHTEJIEKTY, SKUH s BUKOPHUCTAB Yy CBOIM

po6oTi. Hamasi st po3noBiM JieTajbHilIe 110 IIe TaKe.



4. Pathfinding — morryk nuisixy — sSKIo KOpPOTKO, TO MOIIYK ONTHMAIBHOTO,
KOPOTIIOTro 200 BUT1IHIIIONO HUIAXY 3 OJIHIET TOYKH 0 1HIIOI. Brache, 11e

1 € Ipyra 9acTUHA MO€T POOOTH, TIPO SIKY 5 TE€K PO3IOBIM JICTAIBHIIIIE.

1.1 Mo Take nporeaypHa reHepaiisi KOHTCHTY

[IpouemypHa renepartisi — 11e CTBOPEHHS OyIb-SIKOTO KOHTEHTY a00 JTaHHX
KOMIT FOTEpPOM CaMOMCTIMHO a0o0 mpH B3aeMOJIi 3 PO3POOHUKOM, TelM
nau3aiinepom abo rpasieM [1]. MeTa BHKOpPHUCTaHHS HPOLEAYPHOI T'eHeparli
MOXe OyTH PI3HOK: CHOPOCTUTH a00 NPHUILIBHILIMTU MPOLEC pO3pOOKH,
yp13HOMAHITHUTH KOHTEHT a00 a1anTyBaTu KOHTEHT NMEPCOHAIBLHO JIJIsi KOKHOTO

IpaBIIsl.

3ne01npIIoro, e MiaxiJi BUKOPUCTOBYEThCSA y BiAeoirpax abo cy4acHid
aHiMaIli Uil TOoro Imo0 CTBOPIOBAaTH YHIKAIbHUN KOHTEHT. Hampukian,
IpeIMeTH JEKOopalliid, J1ajioTH, YHIKaJIbHI PIBHI, JU3allH TepcoHaxiB abo,
HaiyacTie, 2D Ta 3D cBiTH. fSIckpaBUMU NMPUKIaJaMy MPOLETYyPHOI reHeparii
cBiTy abo mMamu MOXyTh OyTH Taki Bifmeoirpu, sik: Civilization, Don’t Starve,

Factorio, Bcim Bigommuii Minecraft, Ta immii.

1.2 Pathfinding Ta cumysIis HaToBMY.

[Momyx nusixy ( 3 aweniticoxoi Pathfinding ) 1ie momyk HUIsAXy 3 OJHIET
TOYKH BAIIOr0 CBITY M0 1HINOI. ITpoBuUil CBIT 1 € HAWBAKIJIUBIIIOW YAaCTUHOIO
MOIIYKY HUIsAXY. IrpoBuUi IITy4YHHMIA 1HTENIEKT TIOBUHEH BMITH TOYHO
IPOPaxXOBYBATH CBI MapHIPyT B 3aJI€HOCTI B PI3HUX MEPEIIKOJ SIKI MOXKYTh
TpanuTHCs oMy Ha nuisixy. Jms Toro mob 3po3ymiTH, NIt 4Oro MOTpiOeH

Pathfinding came B Moiii po0OoTi, Tpeda po3risinytn Crowd Simulation [6].

Crowd Simulation a6o cuMymslis HATOBIY — 1€ CUMYJIALIS BEIUKOT
KUIBKOCT1 JIFOAIeH, TBapuH a00 IHIIMX ITPOBUX CYTHOCTEH, KOXKHA 3 SIKUX
B3a€MO/II€ 3 1HIIIOI Ta HABKOJIMIIHIM cepefoBuieM. KoxkHy CyTHICTh PUIAHSIITO

Ha3uBaTu areHToM ( 3 aweniucvkoi Agent ). KoxHUIl areHT MOBHMHEH BMITU



B3aEMOJIISITH 31 CBITOM, B SIKOMY BiH 3HAXOJMThCS, Ta IHIIIIIUMU areHTaMu. AJe
HaWTOJIOBHIIIA HOTO 3a71a4a, BMITH BIIPABHO MEPECYBATHUCS BT OAHIET CBOET LT
no inmoi. CaMe TOMYy MOUIYK NUIAXY € HEBJ €MHOI0 YaCTHHOIO CUMYJIAILII
HATOBITY 1 HOro HEOOX1AHO OYyJIO pO3TIAHYTH. TakoX y MOili poOOTI MPUCYTHIM

Fleeing Algorithm [6] — asropuT™ BTeUl, SIKHI TEX Oy PO3TIISTHYTO.

CuMmyndanis HaATOBIly Mae Jyke Oarato 3acTocyBaHb Ta KOPHCTI.
CamocTiliHMi Ta TapHO MPOAYMAHHUMN aITOPUTM CUMYJISIIIIT HATOBIY 36KOHOMHTD
Oarato yacy Ha po3poOIll Ta PEeCypciB KOOMII IOTE€pPIB KOPUCTYBauiB, a OTKE
rpouieil. Tako HE PIAKICTh KOJIM BIH BUKOPUCTOBYETHCS Y Cy4acCHOMY KIHO,
a/pKe 3 HOBITHIMHU TEXHOJIOTISIMH KOMIT FOTEPHOI I'padiki HIXTO HE MOMITHTh
PI3HMIIIO M1X, HAPUKIIAJ, HAMAJIbOBAHUM HATOBIOM Ha MIIIOX1THOMY MEPEXO/I1
a0o crpaBXkHIM, B TOM e 4yac 36KOHOMUTh 0arato rpouieil Ha akTopax. 3ycTpiTi
1oro MoxXxHa Jyke 6araTo zie 1 y Bifeoirpax, Hampukiaz, BciMm Bimoma GTA abo

cumyJsinis Tpadgiky y Need For Speed.



Po3main 2: Procedural Content Generation

PosrisiHeMo nportiefypHy TeHepallito KOHTeHTY 3 TEXHIYHOI TOUKH 30py. €
ayxke OaraTo pi3HMX MIAXOAIB Ta METOJIB TOTO, SIK BCE X TaKH MPAIIOE
npoleaypHa reHepaiis. Hampukian 3a J0omoOMOrorw reHeparopa BUMAJAKOBHX
guceln, sk y Civilization, abo Perlin Noise ( 3 awneniticokoi wiym Ilepnina ), K 'y
Minecraft. 5 y cBoiii poOOTIi BUKOpHCTaB HE Jy)Ke IOIYJISIPHUH, aje IyKe
nikaBuii metoq L-System — cucrtemy Jlingenmaiiepa [5], sika mepekinkaeThes

OaratbMa KypcaMu, sIKl IPUCYTH1 y HAIIIOMY YHIBEPCHUTETI.

2.1 Cucrema Jlingenmaiiepa

Cucrema JlingeHmaiiepa — MaTeMaTHYHE NOSICHEHHS POCTY POCIUH,
3anpoBajpkeHe Oionorom Jlinaenmaitepom y 1968 pori. Ockinbku JI-Cuctema
OMKCYE PICT, TO BOHA MOBUHHA MAaTH «KOPIHHS» 1 TpaBuia Mo SKUM OYyIyI0ThCS
HACTYITHI iTeparii pocty — axiom and rules — akcioma Ta mpaBmia. Takox
HOTPiOHO BBECTH MOHATTS MNIMOMHU anroputMy — depth — me kibKicTh iTeparrii

AKY TIPOUJIE AITOPUTM.

[Ipuknan:
Axiom: B
Rules: B — F[-B]+B, F — FF

Depth = 4, Toxi pe3yibryroda Tadbmuist Oyie HacTyIHa:

Depth Resulting String — Pe3yabTyoua cTpiuka

0 B

1 F[-B]+B

2 FF[-F[-B]+B]+ F[-B]+B

3 FFFF[-FF[-F[-B]+B]+ F[-B]+B]+ FF[-F[-B]+B]+ F[-B]+B

Table 1 Oonouacni 3aminu psoxie y L-cucmemi

JIoBXHMHA CTPIYKK POCTE My’KE CTPIMKO, aje M0 B3araji 3HaYUTh CTPIYKA Ta SIK

BOHO JOITOMOYE HaM MOOYAyBaTH MICTO Ui Ipu?
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2.2 L-System Procedural Fractal Generation

My BHOEBHUIIMCSA, IO HAIl AITOPUTM PEKYPCUBHHM - KOKHA HACTYITHA

iTepariisg moOyn0BaHa Ha Pe3yJIbTaTi MOMePeaHbOI. SKIIO MU CIIPOEKTY€EMO 1€ Ha

MaIly 1 CKa)KeMo II10 OJIHI CHMBOJIM O3HA4Yar0Th MaJFOBaHHS JIIHIT BIIEpe/I, a 1HIII

MOBOPOT B OJIHY UM IHIIy CTOPOHY Ha MEBHUU KyT, TO MU BIAKPHEMO IS ceOe

1HIITY CTOPOHY IIbOTO anropuTMy — fractal structures. SIkmio npocto, TOo hpakTamu

e Taki CTpyKTypu (opma sKuxX moiioHa oaHa Ha ojHy. OTe, SKIIO BBECTH

BU3HAYEHHS! KOKHOMY CHUMBOJIY, HAaIIPUKJIaJ, 3TAHO TaOJIMI, Ky 3alpOBa/iMB

cydacHui pocmigHuk ['epi Binbsm ®ieiik [6], Ha OCHOBI cTaporo KOHIICHTY

mareMmaruka Ceiimypa [leinepra.

[ Cmd. || Turtle Action |

F (Draw Forward) Move the turtle forward by a fixed length, drawing
a line from the old position to the new position.

G (Go Forward) Move the turtle forward by a fixed length, but do
not draw a line.

+ Turn the turtle to the right by a fixed angle. If an integer precedes

the “4+” symbol, then the turtle effectively makes that number of
right-hand turns.

Turn the turtle to the left by a fixed angle. If an integer precedes
the “—” symbol, then the turtle effectively makes that number of
left-hand turns.

Save the turtle’s current position and angle for later use onto a
stack of saved states.

Remove the last saved state from the stack and use it to restore
the turtle’s last saved position and angle.

Move the turtle forward by a length computed from the execution
depth, drawing a line from the old position to the new.

Table 2 I'pagiuni npasuna [6]

bazyrounce Ha 1Mx mpaBWiax, MOXKHA 3pOOUTH TpadiuHy Bi3yasli3alliio

Tabmumi 1. €aune, o Ham NOTPIOHO, 11€ BBECTU KYT MOBOPOTY Juist + 1 -. Hexai

BiH Oyze 45°. OTpMMY€EMO HACTyIMHE BiJ0OpaXKeHHS:
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T T

Axiom First recursion Second recursion Third recursion

Pucynox 1 4 Cmaoii eenepayii JI-Cucmemu

Takum unHOM, 3a7]a10YH Pi3HI MApaMETPU MOKHA OTPUMYBATHU TeHepallii pi3HUX
dbpakTaiiiB, HaBEIEMO IIe JEKIIbKa MPUKIaIiB:

I_ Big-H Angle: 90 Axiom: (F]——F Rule(s): F = |[+F][-F] |

ik

Pucynox 2 Ipuknao zenepayii L-System 1 [6]

| Bush-2 Angle: 20 Axiom: F Rule(s): F = |[+F||[-F] + F I

Pucynox 3 Ipuknao zenepayii L-System 2 [6]
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Carpet Angle: 90 Axlom: F- F - F - F Rule(s): F = F[F]— F+ F[-=F]+ F~F —I

Pucynox 4 Ipuxnao cenepayii’ L-System 3 [6]

Sx My 6auMMoO, y LBOrO AJFOPUTMY AyKe 0araTo MOKIMBOCTEH. Y mepriomy
MPUKIIAl MH OTpUMaIu (PpakTaja CXOXXKHH Ha MICTO, y JAPYroMy Ha IOJbOBY
POCIIMHY, a B TPEThOMY B3araji Ha KWJIMM, TUTbKH 3MIHIOIOYH BX1HI JaHI.

€uHa npobsemMa HBOro PIlIEHHS AJI1 MOTO MIPOEKTY 1€ 3aHAATO MOMITHA
CUMETPHUYHICTb, K AJI1 MicTa. MOXKHa 3alpOBaguTH MPOCTE PIIICHHS — IIAHC
TOTO, IO B MPOIIECI BUKOHAHHS aJlTOPUTMY MH MPOITyCTUMO TOUKY. J[Jis mboro
MU TIPOCTO BBOAMMO III€ OJHY KOHCTAHTY Yy Halll BXiJHI JaHi. BiamoBigHO
aJITOPUTM BUAACTH IIOCH TOA10HE 10 1IbOTO:

Axiom First recursion Second recursion Third recursion

Pucynox 5 Ipuxnao yoockonanenozo aneopummy

2.3 PesynbTat IMnieMeHnTaiii Airopurmy

Omxe, MM 3HAaeEMO SIK MOpaloe amroputT™M. HacTymHoro 3agadyoro €
TpaHcpopmMailito 3renepoBaHoro ¢pakraia y micro. Ilo-nepiie, Ham MOTPIOHO
3aMiHUTH JdiHil, Ha qoporu. [lo-apyre, MoaaTH B3OBXK JOPIr AKich OymiBmi. A
TaKOX 3allOBHUTH MYCT1 MICUS POCIMHHICTIO JJIsi PI3HOMIHITTSI HAILIOTO CBITY.

IMIIEeMEeHTYBaBIIM 1€ BCE, MM KOKHOTO pa3y OTPUMAEMO YHIKaJIbHE MICTO 3
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PI3HUM MPOEKTYBAaHHAM. J[JIs1 HArJIIHOTO MPUKIaAy S B3SB BXIJIHI JaHi, sIK Ha

PUCYHKY 2, pe3yJIbTaT BUMILIOB HACTYITHUI:
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Pozain 3: Pathfinding and Crowd Simulation

3.1 Unity Navigation System

SIK s BKe 3a3HAYaB y MEPIIOMY PO3/iTi, ME€Ta aITOPUTMY TOILIYKY MUISIXY
MOJISITa€ y 3HAXO/HKEHH1 HAHONTUMAIBHIIIOTO HMUIAXY MIXK IBOMAa TOYKaMHu. [cHye
Aayxe 0arato pi3HHUX ajJrOPUTMIB MOIIYKY HUIAXY: BCIM Bimomuit A*, Minimum
Spanning Tree Ta iHII. AJie OCKUIBKH S pOOJIIO MPOEKT HA ITPOBOMY JABUTYHI
Unity, To BiH HaM TPOIOHY€E 3aCO0M Ta TEXHOJIOTIi, SKI MOXYTbh IOJETITUTH
po3poOKy Takoro amroputmy — Navigation System [2]. Haeiramiiina cucrema
JI03BOJISIE PO3POOHUKY JI0JIaBaTH MOBEAIHKY «PO3YMHOI0» PyXy HOTO IrpOBUM

CYTHOCTSIM TIO I'POBOMY CBITY.

Humanoid

Pucynoxk 10 Unity Navigation System Pucynox 11 Agent Settings

Ha pucynky 10 300paxkeHo Te sik mpaitoe cuctema Hagiramii B Unity.
[ToTpiOHO 0OpaTh 1m0 € MOBEpPXHEI0 MO SKIH MOXHA XOIUTH, Oiratu, abo
ctpubaTti — NavMesh [3], a Takosk 0OpaTH MOBEPXHIO SIKa € MEePEIIKoa050. Takox
noTpiOHO 3a3HAYMTH MapaMeTPH HAIIOTO areHTa — BUCOTY, HOTO pajiyc, KyT Ha
SIKUWA BIH MOJK€ MIMAaTHUCS Ta TAJIbHICTh CTpUOKa, 10 300paKeHO Ha PUCYHKY

11. Sk pe3yabTaT MU OTPUMY€EMO HaBITalliiiHy MOBEPXHIO JJISl HAILIOTO areHTa.
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CuniM 300pakeHa MOBEPXHSI, MO SKIM MOXKE XOJUTH areHT, CIpUM — sSKa € JJIs

HBOTO TTEPENIKOIOIO.

TakuMm 4MHOM y HaIIOMy MICTI MH MOXEMO OOpaTé JAOPOTH 1 3EMITIO SIK
MIOBEPXHIO, IPUJATHY JAJIs IepecyBaHHs, a OyANHKH, JIepeBa Ta iHII areHTH, sK

IMCPCIIKOOU.

3.2 Crowd Movement

Hapas3i mu 3HaeMO SIK CTBOPUTH HaBITallliHy MOBEPXHIO ISl HAIIOTO
MICTa, ajie K 3aCTaBUTH HAIlIUX areHTIB, B IaHOMY BHIAJIKy BOPOTIB Ta iXHIO
TEXHIKY, IEpecyBaTUCSA IO HiIM Ta pPOOUTH 1€ KOXKHOTO pa3zy IO pI3HUM
MapIIpyTam, CIpaBISIOYN BpaKEHHS peajbHUX BINCHKOBHUX, SIK1 HAYTh MO CBOIM
crpaBam. [lnis 1iporo Mu Moxemo 3amnpoanutu Waypoint System — Cucremy

MAapIIPYTHUX TOYOK.

Waypoint System — e sikach CTpyKTypa JaHUX 3 TOYOK SIKi 3HAXOIATHCS
Ha MPOXI1AHIN MOBEpXHI. 3aBISIKU JOCTATHIN KUIBKOCTI TOYOK, MOYKHA OTPUMATH
ny’ke 0araTo yHIKaJbHUX MapIIPYyTiB TaK, 00 y KOXKHOTO areHTa OyB CBiil. Sk

NPAIIOE ANTOPUTM:

1. HaBmanHs 0OMpaeMo TOUKY 3 CUCTEMHU MapIIPYTHUX TOYOK
2. Areur gocsrac TOYKH
3. TIpexomumo A0 MepIioro MyHKTY :)
Tak Mu OTpUMaEMO IOCUTH TPOCTy, ajie poOOdy CHUCTEMY KOHTPOJIIO

«HATOIBY», SIKUU BeJle ceOe I0BOJII OPTaHIuHO 1 peasliCTUYHO.

3.3 Fleeing Algorithm

OT1xe, 5K s 1 Ka3aB, B MOiil poOOT1 TaKOX 3HAI00UTHCS AJITOPUTM BTeul ( 3
aneniticoxoi Fleeing Algorithm ) [6]. [TotpiOen BiH HamM TOMY 10 BOPOTH sIKi HE
NOTpaIuiIn y paaiyc BUOyXy, ajie MOTpanwiIi y MEeBHUN TPOXHU OUTBIIMHI pajlyc

yAapHO1 XBUJI1 OyAyTh TiKaTh BiJ camoro BuOyxy. Hacnpasni fioro peanizaiis He
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Iy’Ke CKJaJHa, JIUIe MoTpedye TPOIIKK po3paxyHKiB. s 3pydHOCTI HaBexy

cxemy poOoTH:

Explosion Radius
Wave Radius

Agent

* > B

New Goal

Pucynox 12 Cxema po6omu Fleeing Algorithm
Sxmio areHT momanae y OumbIIME panaiyc Bim BuOyxa, To TpeOa B3ATH
BEKTOp MPOTHJICKHUN BEKTOPY J0 TOYKM BHOyXa 1 TOMHOKUTH Ha BIJICTaHb SKY
MMOBUHEH MPOOIrTH BTIKA4 — IISI TOYKA 1 CTaHE MOro TEMEpIiNTHBOI IULII0 Ha
HalIOMY HaBIramiHOMYy MOKpUTTI. Ilicias Toro sk BiH ii JOCSTHE, ar€HT MOXKe
CIIOKIAHO TTOBEPTATHCS A0 CBOTO MATPYJIIOBAHHS MO CUCTEMI HOTO MapIIpyTHUX

TOYOK.
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BucHOBOK

AnropuTMH, SIKi OyJIM pO3TJIIHYTI Ta peaidizoBaHl y MOil poOOTi, CTaHYTh
y Harofi ik po3poOHUKaM BiI€0Irop, Tak 1 KopuctyBadam. Po3poOHUKH MOKIHBO
TI3HAIOTHCS IIOCh HOBE, @ KOPUCTYBaYi MII3HAIOTHCS SIK MPAIIOOTH iXHI yIIt00IeH]

IPOIYKTH.

Jlns Toro mo0 moGayuTy B JETAIIX POOOTY PO3MIISIHYTHX aJTOPUTMIB,
MOKHA TTOJIMBUTHUCS MMPAKTUUHY YaCTHHY Ii€l KypcoBoi. PoboTa Oyna Hamrcana

Ha irpoBoMy pymrii Unity ta mosi C#.
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Cnucok TEpMIHIB Ta CKOPOYEHB

NPC — Non-Player Character — irpoBi mepcoHasxi, SKMX HE KOHTPOJIIOE TPaBellb
Al - Artificial Intelligence — mTy4Huit iHTEIEKT

Data Mining — noOyBaHHs TaHIX

PCG — Procedural Content Generation — npoteypHa reaepaiiist KOHTCHTY
Pathfinding — moryk nuisxy 3 ofHi€el TOYKH 10 1HIIOT

Crowd Simulation — cumynsiist HaToBITY

NavMesh — Navigation Mesh — HagirariitHa moBepxHs

Agent — areHT, irpoBa CyTHICTb, IKa B3a€EMOJII€ 31 CBITOM

Waypoint System — cuctemMa MapIipyTHUX TOYOK

Fleeing Algorithm — anroput™m BTeui



19

CIUCOK BUKOPHUCTAHUX JIKEPEIT

[1] http://www.mit.edu/~jessicav/6.5198/Blog_Post/ProceduralGeneration.html

[2] https://docs.unity3d.com/Manual/Navigation.html
[3] https://docs.unity3d.com/Manual/nav-BuildingNavMesh.html

[4] https://docs.unity3d.com/Manual/com.unity.modules.ai.html

[5] The Computational Beauty of Nature: Computer Explorations of Fractals,
Chaos, Complex Systems, and Adaptation. Gary William Flake

[6] https://learn.unity.com/project/crowd-
simulation?uv=2020.2&courseld=5dd851beedbc2albf7b72bed


http://www.mit.edu/~jessicav/6.S198/Blog_Post/ProceduralGeneration.html
https://docs.unity3d.com/Manual/nav-BuildingNavMesh.html
https://docs.unity3d.com/Manual/com.unity.modules.ai.html

