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06’exkm OocniodceHHs — TPOLEC TEeHepallli IrPOBUX CTPYKTYp AJIi CTBOPEHHS
ITPOBUX CBITIB.
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st RPG-irop.

[IpakTryHa IIHHICTH OTPUMAHUX PE3YJITATIB MOJISITAE Y PO3POOII HOBOTO METOTY
reHepaiii, SKuil 3a0e3neuye NiABUIIEHY SIKICTh CTBOPEHHSI IPOBUX PIBHIB Ta CTPYKTYP.
3acToCyBaHHA IIbOTO METOY J03BOJISIE HE JIMILE MOKPAIIUTH Bi3yallbHy Ta CTPYKTYPHY
YaCTUHY ITPOBOTO CBITY, a i ONTUMI3YBaTH pOOOTY alrOPUTMIB, MPUCKOPIOIOYH MPOLEC
re’epatlii piBHiB y MailOyTHIX MPOEKTaX.
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ABSTRACT

Text part of the master's qualification work: 74 pages, 28 figures, 29 formulas, 3 tables,
20 sources.

The purpose of the work — to improve the productivity and quality of procedural
content by improving algorithms based on the cellular automata model for generating
game structures..

tabnworlds.

Subject of Research — methods, tools and algorithms for automated generation of
game worlds and structures.

Summary of the Work: A short summary of the work: The results of the research
show that the various mathematical methods, algorithmic models and software are
suitable for the significant and thorough process of creating game worlds and structures
for RPG games.

The practical value of obtaining results lies in the development of a new
generation method, which will ensure increased efficiency in the creation of game levels
and structures. This method allows not only to improve the visual and structural
structure of the game world, but also to optimize the work of algorithms, speeding up
the process of generating ranks in upcoming projects.

KEYWORDS: GENERATION METHODS, GAME ITEMS, PROCEDURAL
GENERATION, PERLIN NOISE, RPG
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BCTYII

VY CBITI ChOTO/HI ICHY€E BEJIMKA KUIbKICTb MOOUIBHUX I1rOp PI3HUX >KaHPIB, SKI
BUKJIMKAIOTh BCE OUIBLINI IHTEpeC y KOpUCTyBadiB. OTHUM 3 HAUTIOMYJISIPHIIINX KAHPIB
e "Tower Defense", sikuii moeaHye B 001 eeMeHTH cTparerii Ta apkaau. s po3pooku
TaKuX Irop BHKOPUCTOBYIOTHCS PI3HOMAHITHI 1HCTPYMEHTH, Takl sSK: MOBa
nporpamyBands C#, irposmii asuryH Unity, mporpama s ctBopenHs 3D-momencit
Blender, cucrema koutposaio Bepciii GitHub, pexmamua mmatdopma Unity Ads Ta
mara3us nonatkie Google Play.

3aj1ayero TaHOTO JTUIUIOMHOTO MPOEKTY € po3poOKa rpu xkaHpy "Tower Defense" 3
enemeHTamMu RPG nmnsg moOutbHuX mpucTpoiB. OO'€KTOM JOCHIKEHHSI € METOIU
po3po0KH rpu Ha irpoBoMy ABUTYH1 Unity 3 BUKOPUCTAHHSM MOBHU IporpamyBaHHs C#
Ta mnporpamu mais ctBopeHHs 3D-mopeneit Blender. Ilpeamerom AoCHiKEHHS €
CTBOpEHHsI Tpu 3 MexaHikamu "JlepeBa macuBHUX ymiHb" Ta "JlepeBo mianoris", 1o
PO3LIMPIOIOTH MOKJIMBOCTI IPaBLIB Ta 3a0€3MEUyIOTh OUIbII TJIMOOKE 3aHYPEHHS B IPY.
MeToro poOOTH € IOCHIIKEHHS METOIB MPOEKTYBAaHHSA Ta PO3POOKH MPOTrPaMHOTO
3a0€3MEeUeHHsI, a TAKOXK ONTUMI3AI] TpU JUIsl MABUIICHHS 1i TPOyKTUBHOCTI. [IpoekT
Oyne 30epirarucs Ha mmiatrgopmi GitHub, a pans wmodeTtusaimii rpu  OyayTh
BUKOPUCTOBYBaTUCs pekiamHi iHcTpymeHTH Unity Ads Ta marasun ponatkiB Google
Play. PesynbTaTrom pobGotu crane rpa "Tower Dimension", ska 3Mo)ke 3HAHTH CBOIO
ayJIUTOPIIO B IrPOBIM CHUIBHOTI Ta CTAaTH JOJATKOBUM 1HCTPYMEHTOM B MOMYJIIPU3aLIli
xaupy "Tower Defense" Ha MOOUTBHUX MPUCTPOSIX.

HocnimxenHss mnependayae BUBYEHHS METOAIB TPOEKTYBAHHS Ta PO3POOKH
MIPOTPaMHOr0 3a0e3NedeHHs, METOIB CTBOpeHHS 3D-Mozeneit Ta MeToiB onTUMI3aIlli
nporpaMHoro 3abesnedeHHs. HaykoBoro HOBH3HOIO € po3poOKa rpu 3 BUKOPUCTAHHSIM
MIKCY MEXaHIK: MEXaHIKM JlepeBa MacUBHUX YMIHb Ta MEXaHIKM JepeBa IiajoriB.
["amy3310 BUKOPUCTAHHS € irpoBa CIUIBHOTA, SIKA CTAHOBUTH 3HAYHY YACTHHY PHHKY

MOOUIBHUX 1TOp.
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1. TEOPETUYHI OCHOBHU KAHPY RPG TA HNIAXOAIB 10 CTBOPEHHSA
IFTPOBUX PIBHIB TA JIOKAIIIA

1.1 ®opmy.roBanns xanpy RPG

XKanp pomwoux irop (RPG, Bim anri. Role-Playing Game) e oxnum i3
HANMOIMyISAPHIIIMX 1 HAMBIUIMBOBIIUX Yy CBITI Bineoirop. RPG-irpu xapakrepusyroTbes
rIIMOOKMM 3aHYPEHHSM Yy BUTAJaHUM CBIT, IO JTIO3BOJISIE€ TPaBIsIM Opatu Ha cebe poi
BUTaJlaHNX TEPCOHAXKIB 1 B3aEMOJIATH 3 OaraTOrpaHHUM CIOKETOM Ta CKJIQJHOIO
MexaHikoro rpu. OcHoBHI pucu RPG BKIIIOUarOTh HACTYIIHI ACTIEKTH:

Croxer Ta ictopisi. B ocuoBi Outbiiocti RPG nexuTh po3ropHyTHIl CIOXKET 3
YUCJICHHUMH TEpCOHaXaMH, MiciiMH Ta mnojiasMu. CIOKeT 4acTO Ma€ Pi3HOMAaHITHI
pO3rally’>KeHHs Ta KIHIIBKH, 3aJIEKHO BIJ] pIIIEHb I'paBisd. Taki irpyu 4acTo BKIIIOYAIOTh
JIeTaIbH1 OMKCH CBITIB, iX 1CTOPIi, KyJIbTYpH Ta MOMITUYHUX CTPYKTYp. CroxKeTH1 JiHIT
MOXXYTh BKJIIOYAaTH €MiYHI OWUTBU, IHTPUTH, JHOOOBHI ICTOPii Ta 1HII €IEMEHTH, IIO
poOnsATh rpy HikKaBoro Ta 3axorumBoro. Hampukian, y rpi The Witcher 3: Wild Hunt
I'paBlii 3aHYPIOIOTHCS B CKJIATHUI CIOKET, 110 PO3TOPTAETHCS HABKOJIO TOJIOBHOTO T'epos,
Horo momykiB Ta B3aeMuH 13 yucieHHUMH NPC. KoxHe npuiiHATE pILIEHHS MOXe
CYTT€BO 3MIHUTH X1JI TIOJIii, 1110 3a0e3neuye YHIKaIbHUM IrpOBUIN JOCBI.

Po3Burox mnepconaxka. OpnHiero 3 Kio4yoBHX ckianoBux RPG e cucrema
NpPOKauyBaHHS TMEpCOHaka. ['paBll MOXYTh MIABUIIYBaTH PIiBHI MNEPCOHAXKIB,
OTPUMYBATH HOB1 HABUYKH, 3/II0HOCTI Ta criopsiKeHHs. [{e cTBoproe BiIUyTTs mporpecy
Ta JOCATHEHb, CTUMYJIOIOYM mojaibiny rpy. Cucrtema pO3BUTKY YacTO BKIIOYAE
MO>KJIMBICTh BHOOpPY KJIACIB, CHELIai3aliil Ta pi3HUX LUIAXIB PO3BUTKY MNEPCOHAXKA.
Hampuknan, y rpi TES: Skyrim rpaBii mMoxyTh oOupaTé MixK BOTHOM, Marom abo
3JI0/II€EM, PO3BUBAIOYN HABUYKH BIAMOBITHO 10 CBOTO CTHIIIO pu. Lleit eneMeHT noaae rpi
MIMOWHU Ta BapiaTUBHOCTI, JO3BOJISIIOUM TPABISM aJanTyBaTH IMEpPCOHa)ka IiJ CBOi

noTpedu Ta yrnoaoOaHHs.
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21 | . ESTORAITON 120

The School ‘ot Destruction involves the harnessing the energies of fire, frosfiand shock: This skill makes i
ensier fo cast spells like Fireball, Ice Spike, and Lightning Bolf. g ol

200/200

Puc 1.1 Po3BuTok nepconaxa y rpi TES: Skyrim

Cgit rpu. CiT RPG-irop 3a3Buyaii BeMKu# 1 AeTalbHO popodieHuid. Bin moxe
OyTH BIJIKpUTHM, JO3BOJISIOYM TPABISIM BUIBHO JOCIIIKYBaTU HOro, ab0 MaTH YiITKO
BHU3HAYEHI pIiBHI. BaX/IMBUMHU elleMEHTaMHM € peaiCTUYHI Ta B3a€MOIOB'A3aH1
exocuctemu, NPC, ki MarOTh BJIaCH1 1CTOPIi Ta MOTHUBAIII1, 1 YUCICHHI MICii Ta 3aBAaHHSI.
Hampuknan, y rpi Elder Scrolls rpaBmi MOXyTh BUIBHO JOCHIJKYBAaTH BEIUKUI
BIJIKDUTHUN CBIT, 3HAXOJAUTH HOBI MICIi, 3yCTpIYaTH PI3HUX MEPCOHAXKIB Ta BIJIKPUBATH
HOBI Jokar(li. CBIT IpH 4acTO Ma€ CBOi YHIKaJIbHI OCOOJIMBOCTI, KJIIMAaTUYHI YMOBH Ta
nauHamad T, 1o poOUTh KOTO OUIBII dKUBUM Ta 3aXOIJIUBUM.

Biakputuii cBiT. barato cydyacHux RPG nponoHytoTh BIAKPUTI CBITH, A€ IpaBlil
MOXXYThb BUIBHO TI€peMillyBaTHCS 1 AOCHipKyBatu 0Oe3 oOmexeHb. lle 3abesmeuye
BIIUYTTS CBOOOJM Ta MOXJIMBICTb CaMOCTIMHOTO BHU3HAYECHHS IlJIel 1 3aBlaHb.
Hanpuknan, y rpi The Legend of Zelda: Breath of the Wild rpasii MmoxxyTh gociKyBaTH
BEJIMKUH BIIKPUTUHN CBIT, BUKOHYIOUU MICii y OyJIb-IKOMY MOPSAJIKY Ta 3HAXOJS4YHU HOBI
1iKaBi Miciis. Takuii miaxiJ J03BOJISIE€ TPABISIM CTBOPIOBATH BJIACHI 1CTOPIi Ta BU3HAYATH

CBI{ UISIX y TPi, IO pOOUTH KOKHE MPOXOHKEHHS YHIKATLHUM.



13

T

g Change Speed dp  BackForward dp  Icon Display @) Pause/Cancel @ Play @

Puc 1.2 Irposa mama rpu The Legend of Zelda: Breath of the Wild

Hetamizaria. Ceit RPG uacto Hacu4eHui netansiMu, skl JOTIOMaraioTh CTBOPUTH
rOoke 3aHypeHHs. Lle MoxkyTh OyTH SIK Bi3yasbH1 €1€MEHTH (apXITeKTypa, JaHaAmadT,
KJIIMAaT), TaK 1 CIOXKETHI elleMeHTH (JereHau, ictopii, 3anucu). Hampuknazn, y rpi Red
Dead Redemption 2 aeraiti, Taki K pi3HOMaHITHI BUJIU POCINH, TBAPUH Ta apXITEKTYPHI1
CTHJI1 PI3HUX PETI0HIB, CTBOPIOIOTH BIAUYTTSA PEATICTUYHOCTI Ta 3aHYPEHHS Yy CBIT TPH.
Po3pobHuky yacTo BKIIIOYAIOTH JpiOHI JAeTali, M0 poOJsATH CBIT OUIBII >KHBUM Ta
ABTCHTUYHUM, BiJ] MIHIITOp O BUMAJKOBHUX MOJiH, sIKI IpaBellb MOXE 3yCTPITH Mij yac
MTOJ0POXKI.

IaTepaktuBHicTh. RPG HamaroTh rpaBisiM 3HA4HY CBOOOAY i, TO3BOJISIOUU
B3a€EMOJIISITH 3 OTOYEHHSIM, BUOUpATH Pi3HI CTpaTerii MPOXOJKEHHS Ta BIUIMBATH Ha
PO3BUTOK CIOKETY uepe3 cBoi pimeHHs. Hampukinan, y rpi Mass Effect rpaBii MoxyTh
BIUTMBATH Ha XiJ TOJMIM Yepe3 CBOi JiajJoTH Ta Jii, 3MIHIOIOYHM BITHOCHUHHU 3 1HITUMU
NEePCOHAKaMHU Ta KIHIIBKH rpu. Lleit acnekT poOuTh rpy O11bII THYYKOIO Ta aIallTUBHOIO

JI0 CTUJTIO TP KOKHOTO TPABIIS, JO3BOJISTIOYH iM CTBOPIOBATH YHIKAIbHI IrPOBI MOMEHTH.
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B3aemonis 3 NPC. Henucani niepconaxi (NPC) B RPG rparoTs BaXXJIMBY POJib.
['paBii MOXYTh CIIJIKYBAaTHCS 3 HUIMH, OTPUMYBATH 3aBJIaHHsI, TOPTYBaTH a00 BCTyNaTH
B KoH(pmikTu. Bix pimens rpaBus 3anexutb, sk NPC pearyBaTuMyTh Ha Horo ii.
Hanpukunan, y rpi The Elder Scrolls V: Skyrim NPC matots cBoi po3kiiaau, npodecii Ta
BIJIHOCWHHU 3 1HIITMMU MIEPCOHAXKAMHU, 110 CTBOPIOE KUBUH 1 TMHAMIYHHM CBIT. B3aemomis
3 NPC Moxe BKIIIOYaTh BUKOHAHHS KBECTIB, YYacCTh y MOJITUYHUX IHTPUTAX 200 MPOCTO
oOMiH iH(opMaIi€ro, o 30aradye iIrpoBUil TOCBIJI Ta J0/IA€ TIIMOUHU CIOKETY.

Pimenns ta Hachigku. PimeHHs, MPUAHATI TPaBIEM, 9aCTO MalOTh IOBFOCTPOKOBI
HACJIIKY, 110 BIUIMBAIOTh HA X1JI CHOXKETY Ta BIIHOCHHHU 3 IHIIUMU IepcoHaxkamu. Lle
J0/1a€ Tpi IMUOUHM Ta pOOUTH KOKHE MPOXOKEeHHs yHIKanbHUM. Hanpuknan, y rpi The
Witcher 3: Wild Hunt koxxHe mpuiiHsATE pIilICHHS MOXKE CYTTEBO BIUIMHYTH HA JIOJIIO
MEPCOHAXIB 1 PO3BUTOK TMOJIH, 1[0 pOOUTH TPy OUIBII IHTEPAKTUBHOIO Ta IiKaBoto. Lle
CTBOPIOE 1TO3110 ’KUBOTO CBITY, JI€ /111 rpaBlisi MatOTh 3HAYEHHSI, III0 CTUMYJIIOE 00 TyMaHe

MPUIHSATTS PIllIEHb Ta TOBTOPHI MPOXOHKEHHS TPH.

1. Back off or die.

2. I'm a witcher.

» 3. Care for a drink?

Time left to decide

Puc 1.3 [puiinsatrs pimens y The Witcher 3: Wild Hunt
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IrpoBi mexaniku. B RPG yacTo BUKOPUCTOBYIOTHCS PI3HOMaHITHI MEXaHIKH, TaKl
sk OOWOBa CcHCTEMa, Maris, peMecio, ajxXiMmis Ta 1HII, 0 JOJal0Th PI3ZHOMAHITTS
IrpOBOMY TMpoOILlECY 1 JO3BOJISIIOTH TIPaBIsIM BHOWpaTH CBIM BIAaCHUM CTWIb TIpH.
Hanpukunag, y rpi Diablo III rpaBiii MoxyTh 06MpaTi MiXk pi3HUMH KJIacaMH IEPCOHAXKIB,
KOKEH 13 SKUX Ma€ CBOI yHIKaimbHI 3A10HOCTI Ta cTwib 0010. Lle m03Bossie TpaBisIM
EKCIIEPUMEHTYBAaTH 3 PI3HUMHU MIIAXOJaMHU JIO0 MPOXO/KEHHsS TI'pu, BUOUparOYM Ti
MEXaHIKH, K1 HalOJIbIIIe BiAMOBIIAl0Th IXHIM YITOJ00AHHSIM.

Takum uunoMm, xkaHp RPG € Haa3BuvailHO pI3HOMAaHITHUM, L0 POOUTH HOTO
npUBaOIMBUM ISl HIMPOKOT ay IUTOPIi IpaBIiB. 3aBASKU MNTUOOKUM CIOKETaM, CKIaJHUM
IrPOBUM MEXaHIKaM Ta BEJIUKOMY BIAKpUTOMY CBIiTYy, RPG-irpm HajmawoTh rpaBisiM
MO>KJIUBICTh 3aHYPUTHUCSA y BUTaJaHUM CBIT 1 MPOKUTH YHIKAJIBbHY ICTOPI1IO, CTBOPEHY

BJIACHUMHU PIIIICHHSMHU Ta JIISIMHU.

1.2 Ilixxia 10 CTBOpEeHHs PIBHIB TA irpOBHX JOKALiH

IIpouiec cTBOpeHHs piBHIB Ta IrpoBux Jokauid y RPG Bumarae petenbHOro
TJIaHYBaHHS Ta MDKJIMCIUTUTIHAPHOTO MIIXO/Y, 110 BKIIIOYAE K XYJI0KHI, TaK 1 TEXHIYHI
acriekTu. ICHyIOTh pi3HI MIAXOAW [0 CTBOPEHHSI PIBHIB, SIKI 3aJieKaTh BiJl TaKUX
KJIFOUOBHUX €TarliB, K KOHIIETITyasi3allis, MJaHyBaHHs Ta IHTErpallisi irpoBoi MEXaHiKH.

Konnenrtyanizaiiisi € mepuo4eproBuM €TanoMm, 10 BU3HAYA€ 3arajbHy 17Iel0 Ta
HampsMOK PO3poOKM Jiokallii. BoHa MiCTUTH Taki acmekTH, K (DYHKI[IOHAJBHICTD,
TeMaTHKa Ta CTWJIb. TeMaTrKa Ta CTHJIb BU3HAYAIOTH 3arajibHy aTMocdepy Ta Bi3yalbHYy
€CTeTHKY JioKariii. Ha mibomy ertari po3poOHUKH BUPINIYIOTh, YU OyJIe JIOKAIlis JIiCOM,
MICTOM, MiA3E€MEJUISIM YW I1HIIOK TEMaTHYHOI 30HOK. Bubip KoabOpOBOI ramu,
apXITeKTYpHUX €JEMEHTIB Ta JeTalell OTOYEHHS € BaXJIMBUMU IS CTBOPCHHS
YHIKQJIbHOTO Bi3yaJbHOTO CTHIIIO, IO BIAMOBIAAE 3araibHii Temaruii rpu. Hanpukian,
y rpi Skyrim J1icOBi JIOKaIlii MalOTh TyCTY POCJIHMHHICTh, TEMHI BIATIHKA Ta MPUPOIHI

3BYKH, IO CTBOPIOE BITUYTTS 3aHYPEHHS Y IPUPOY.
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OYHKIIOHANBHICTh JIOKAIlli € HE MEHII BaXJUBOIW. BoHa BU3Hauae, sike came
3aBJaHHS BUKOHYE TIeBHA Jokarlisi y Tpi. Ile mMoxe OyTu OoifoBa 30HA, A€ TpaBellh
OoopeTrbcsi 3 Boporamu, abo wmicie i BiAnmoyuHKy Ta B3aemonii 3 NPC.
@DYHKITIOHATBHICTH TAKOX BKJIIOYAE BU3HAYCHHS MICIIb JJII OTPUMAaHHS KBECTIB Ta 1HIIIAX
irpoBux aktuBHocTel. Hanpuknaz, y rpi The Witcher 3 nokamii moainstoTbcs Ha 30HU
Jutst 001B, 30HU I JOCIIJKEHHS Ta 30HU U1l B3A€MOJIIi 3 1IHIIUMU NIEPCOHAKAMU, 110
3a0e3Ieyye pi3HOMaHITHICTB irpoBOro npoiecy [1].

[1manyBaHHS OXOIUTIOE CTBOPEHHS IETAIbHUX KapT Ta IUIaHiB JoKaid. Ha mpomy
eTarni po3pOOHHKH BU3HAYAIOTh PO3TAIIyBAaHHS OCHOBHUX 00'€KTIB, IIUISIXIB PyXy T'PaBIIs
ta NPC. BaxxauBo 3a0e31e4nTH JOTTYHY CTPYKTYPY PIBHS, SKa CIIpUsI€ 3pyUYH1i HaBiraiii
Ta MikaBoMy reiimmuieto. CTBOpEHHs IUIaHIB BKJIIOYA€ BpPaxXyBaHHS JIaHIIIAQTHUX
0COOJIMBOCTEM, pO3MIIIEHHsI OyaiBeNlb, JOPIT, MOCTIB Ta IHIIUX AapXITEKTYpPHUX
enemeHTiB. Hampukman, y rpt Dragon Age: Inquisition neTtajibH1 TJIaHU JIOKAI[d
JIOTIOMAaraloTh CTBOPUTHU JIOTIYHY CTPYKTYPY PIBHIB, IO JO3BOJIAE€ TPABISIM JIETKO
OpIEHTYBATHUCS Y MIPOCTOPI.

IrpoBa MexaHiKa IHTETPY€ETbCA B MpOLECI MIaHyBaHHs. L{e BKItOYae CTBOpEHHS
PI3HHMX ITPOBHUX BUKJIMKIB, TAKHX SIK MACTKH, TOJIOBOJOMKHU Ta B3a€EMO/IIi 3 OTOUECHHSIM.
Jloxarrii MoBMHHI MPOITOHYBATH Pi3H1 BUKJIMKH Ta MOYKIIMBOCTI JUIsI TPABIIIB, IO IOAA€E TPi
JuHaMIvHOCTI Ta ranbunu. Hanpuknan, y rpi Dark Souls iHTerpariisi nacTox 1 CKJIagHUX
TOJIOBOJIOMOK POOHWTH KOXKHY JIOKAIlll0 YHIKaJbHOI, CTHUMYJIOIYHM TPAaBIB 10
00€pEeKHOT0 1 CTPATETIYHOTO MIAXOMY.

ApXITeKTypa Ta pO3MILIEHHSI 00'€KTIB BKJIIOYAIOTh MOJEIIOBAHHS TPUBUMIPHUX
Mozenel Jokamid Ta 00'exktiB. Ha mpoMy erami po3poOHUKH CTBOPIOIOTH MOJEINI
OyniBenb, maHAmadTiB, POCIMHHOCTI Ta BHYTPIIIHHOTO O03700JeHHS. Baxinso
3a0€3IMeUnNTH BUCOKY JeTaji3alliio Ta peaiCTUYHICTh, 1100 CTBOPUTH 3aHYPEHHS Yy TPY.
Hampuknan, y rpi Red Dead Redemption 2 nmeranmpHi momeni Jjokamiii 1 00'€KTiB

CTBOPIOIOTH PEATICTUYHUH ITPOBUIA CBIT, 10 CIIPHUsI€ TOBHOMY 3aHYPEHHIO TPaBIIiB Yy TPY.
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Puc 1.4 [eranizaris irposoro cBity Red Dead Redemption 2

HamoBHenns nokariii  BigOyBaeTbCs MiCis  MoJeitoBaHHA. Po3poOHMKH
PO3MIIIYIOTh O0'€KTH Ta €JIEMEHTH OTOYCHHS BIAMOBIAHO M0 IUIAHY, BKJIIOYAIOYH
po3rantyBaHHs BOporiB, ckap6iB, NPC Ta iHmmMx iHTepakTuBHUX 00'ekTiB. Hanpukian, y
rpi The Elder Scrolls V: Skyrim po3mimeHHsi BoporiB i ckap0iB 3a0e3neuye IiKaBui

ICPOBUH TIPOIIEC, CTUMYJIFOIOYUH TPABIIB J0 TOCTIKEHHS CBITY.

Mario can run and

jump around.

Allow the player to
use the mechanicin a
real situation.

Puc 1.5 OcHOBHI NpUHITUTIN TeHMINU3alTHY
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Ha Bigminy Bix Tpaaumiiinux RPG, y rpi Minecraft nporiec renepaiiii piBHIB
BUKOPHCTOBY€E TMPOLIEAYpHY T€HEPALil0 JJIsi CTBOPEHHS BEJIMKHX, BUIAJIKOBUX CBITIB.
Koxxen HoBuii cBIT y Minecraft reHepyeTbcsi Ha OCHOBI HACiHHSA, IO J03BOJISIE
CTBOPIOBATH YHIKaJIbHI JIaHAIIA(TH, BKIIOYAI0UH TOPU, PIYKH, ITEYEPU Ta PI3HOMAHITHI
61omu. Leit migxin 3a6e3nedye 6e3MexHI MOKIUBOCTI JAJIs TOCIIIKEHHSI Ta KPEaTUBHOTO
OyMiBHULITBA, HAJAlOYM TPaBISIM HEMOBTOPHUN MOCBiJl KOXKHOTO pa3y, KOJU BOHU

MMOYMHAKOTHh HOBY TPY.

Puc 1.6 'eneparis irpoBoro ceity Minecraft

CKpunTyBaHHS Ta IHTEPAKTUBHICTh OXOIUIIOIOTh HAMMCAHHS CIIEHApIiB, IO
Bu3HavaroTh oBeAinky NPC, nmoxii Ta B3aemoii y rpi. Lle Bkirodae mgianoru, peakiiii Ha
Jii rpaBLs Ta iHIIN AMHaMIYHI eneMmeHTH. Hampukman, y rpi Mass Effect nanucanus
CKJIQJTHUX CIICHApIiB 1 JIajoriB JO3BOJISIE CTBOPUTH OaraTOBMMIpHI B3a€EMOJII MIXK
rpaBieM 1 NPC, 1mo poOuTs rpy OLIbII 3aXOIUTIOIYO0I0.

3aBeplIaIbHUM €TarnoM € TecTyBaHHs. Ha npoMy ertamni po3poOHHMKH IPOBOISATH
TEeCTyBaHHS /IS BHSIBJICHHS Ta BHIIPABJICHHS TOMIJIOK, a TAaKOX JUISI ONTHUMI3aril
IrpoBoro mporiecy. BaximnBo 3a0e3neunTy MIaBHUN Ta I[IKaBUil TeimIuieid, 0e3 O6ariB Ta

3001B, 1110 CIpHUsE 3aJ0BOJICHHIO IPABIIIB 1 YCHIXY I'PH.
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Takum 4YMHOM, CTBOpPEHHS pPIBHIB Ta irpoBux Jokamii y RPG e ckimagHum i
OaraTorpaHHUM MPOIECOM, III0 BHUMAara€ KOOPIWHAII PI3HUX ACHEKTIB pO3pOOKU s

JIOCSITHEHHSI BUCOKOSIKICHOTO 1'POBOT0 JIOCBITY.

1.3 Meroau cTBOpeHHs PiBHIB Ta irpoBux Jokauii B irpax RPG

1. Pyune ctBopenns (Handcrafted) mo3Bossie cTBoproBaTH yHIKalbHI Ta BUCOKO
JeTaji30BaHl JIOKallii, IO BiJAMOBIJAIOTh 3aJyMy PpPO3pOOHUKIB. PyuHe cTBOpeHHS
3a0e3neuye MOBHUM KOHTPOJb HAJl TU3aHHOM Ta €CTETUKOIO, TO3BOJISIE BHOCUTH TBOPYI1
171Iei Ta EKCIEPUMEHTYBaTH 3 pi3HUMM enemeHTamu. OpHaK, LeW mpolec € ayxke
TPYJIOMICTKHM Ta BUMara€e 3Ha4YHUX PECYpPCiB, SIK JIOJCHKHUX, TaK 1 TUMYacOBUX. PyuHe
CTBOPEHHS MOX€ OyTH MEHII THYYKHUM JJisl 3MiH Yy mpoleci po3poOku Ta moTpedye
BHUCOKOI KBadi(iKalii po3poOOHHKIB.

2. Ipouenypua renepariisi (Procedural Generation) [2] mo3Bossie aBTOMaTHYHO
CTBOPIOBATH BEJIMKI Ta pI3HOMAHITHI CBITH 3 MIHIMAJIbLHUMH 3aTpaTaMU 4yacy Ta pecypciB.
Bona 3a0e3neuye BaplaTUBHICTh ITPOBOIO MPOLECY Ta MOMKJIUBICTH HMOBTOPHOTO
MIPOXOJIPKEHHS TPY 3 HOBUMH PIBHAMH Ta JIoKalisiMu. BogHovac, nmporeaypHa reHepartis
MOK€ MaTH OOMEXEHY KOHTPOJIbOBAHICTh Ta Mepea0auyBaHIiCTh pe3yJbTaTiB. Takl piBHI
MOYTb OyTH MEHIII ICTAJIbHO OMPaIlbOBAHUMHU Ta MEHIII I[IKABO CTPYKTYPOBAHUMHU, HIK
BPYUYHY CTBOPEHI JIOKAIIii.

3. ANTOpUTMIYHUN TU3allH BUKOPUCTOBYE CKJIAJHI aJTOPUTMH JJIs1 CTBOPEHHS
crienu(iyHUX TUITIB JIOKAI[IH, TaKUX SK J1a0ipuHTH ab0 migzemesnts. Lleit meton no3Bossie
CTBOPIOBATH JIOTIYHI CTPYKTypH Ta BUKIWKH JJIsi TPaBIIB, BPAXOBYIOYH iX il Ta
NomepeiHl pIleHHA. AJITOPUTMIYHUN JW3aiiH 3a0e3nedye JUHAMIYHY TEHepaliio
JIOKAIlIX 3 ypaxyBaHHSM [id TpaBIld Ta ITPOBUX MEXaHIK, IMiJBUIIYIOYN Bap1aTUBHICTh
TpU Ta aganTyl4W pPiBHI J0 TOTOYHMX HABUYOK rpaBisa. OpHak, BIH MOxe OyTH
CKJIQJHUM JIJIsl HAJIAIITYBaHHS Ta MOTpeOye BUCOKOI KBaTi(iKallii MpOrpaMiCTiB, a TAKOXK

PETENBHOTO TECTYBAaHHS JIJIs 3a0€3MeUeHHs CTa01IbHOCTI Ta 30aJJaHCOBAHOCTI TPH.
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4. ItepamiiHuii AU3aiiH TOJISITa€ y MOCTIHHOMY BJIOCKOHAJICHHI JIOKAIlil uepes
IIUKI PpO3pOOKH, TECTyBaHHS Ta 3BOPOTHOrO 3B'si3Ky. Lle m03BOJsiE MOCTYIOBO
MOKpAIIlyBaTH SKICTh PIBHIB Ta 3a0€3MEUUTU BIAMOBIIHICT, TeHMIUICHHUX AacIeKTIiB
OUIKYBaHHSM TPaBIiB. ITepaliifHuii TU3aifH T03BOJISE MBUAKO pearyBaTH Ha BUSBIICHI
npobyieMu Ta mobakaHHs TPaBIIiB, 3a0€3MeUyI0Ur BUCOKHM PIBEHb aJamnTallii 10 3MiH y
nporieci po3pooku. Ilpore, mel miaxiax Moxke OyTH JOBrOTPUBAIMM IIPOIIECOM, IO
noTpeOye MOCTIHHOTO PeCypCy Ha TECTYBaHH Ta 301p 3BOPOTHOTO 3B's13Ky. BiH BuMarae
HaJIaro PKeHOI KOMYHIKaIlli MK KOMaH0k0 PO3POOHHUKIB Ta CIIIBHOTOIO TPaBIIiB.

5. MoaynpHui AU3aiiH BUKOPUCTOBYE HAOIp MOMEPETHBO CTBOPEHUX MOJIYJIIB 200
OJIOKIB ISl CKJaJaHHs pPiBHIB Ta Jjokaiii. Lle no3Bosisie MIBUAKO CTBOPIOBAaTH HOBI
00nacTi, KOMOIHYIOYM TOTOBI €JIEMEHTH, IO 3HM)KY€ 4ac 1 BUTPATH Ha PO3POOKY.
MonynpHuit Au3aiin 3a0e3nevy€e BUCOKY y3r0JIKEHICTh CTUITIO Ta IU3aiiHy MK pI3HUMU
JokauiaMu rpu. OJHaK, BIH MOXKE 00OMEXKYBaTH YHIKaJIbHICTh 1 PI3HOMAaHITHICTh PIBHIB,
OCKIJIbKM BHKOPHMCTAHHS OJHUX 1 THUX CaMHUX MOJYJIB MOXE CTBOPIOBATH BIIUYTTS
noBToproBaHoCTl. Takuit miaxig mnoTpedye peTeabHOro Au3ailHy MOAYJIB IS
3a0€3MeYeHHs iX CyMICHOCTI Ta L1KaBOT'O TeMILIEIO.

6. Ilpomemypna renepamis (Procedural Generation) € TmepcreKTHBHUM Ta
e(eKTUBHUM IIJIXOJOM JI0 CTBOPEHHS ITPOBUX PIBHIB, IO JO3BOJSE ABTOMATUYHO
reHepyBaTH BEJIMKI Ta PI3HOMaHITHI CBITU 3 MiHIMaJIbLHUMU 3aTpaTaMH 4acy Ta pecypcCiB.
[le#t meTo 3a0e3meuye yHIKAIBbHICTh KOKHOTO MPOXOKEHHS TPH, [0 3HAYHO IT1IBUIILYE
il peirpabesbHICTh 1 CTUMYJIIO€ 1HTepec rpaBUiB. [[puKkiIagoM yCHilHOro 3acTOCYBaHHS
MpoIeAYPHOI reHepallii € nomysaspHa rpa Minecraft, sika cTana eTajgoHOM Yy 11 cdepi.

Y Minecraft rpaBiii 10CTiKYIOTh BEIMUE3HUN BIIKPUTHHN CBIT, 110 CKJIAIA€THCS 3
OnokiB pi3HUX MatepiaiiB. Lli Omoku MoKHAa pyHHYBaTHM Ta BUKOPHUCTOBYBAaTH MJIsi
CTBOpPEHHsI HOBHMX CTpyKkTyp. IlpomeaypHa renepauis B Minecraft 3a0esneuye
YHIKQJIbHICTh KOKHOTO CBITY, JTO3BOJISIIOUN TPABIISIM IIOpa3y BIAKPUBATH HOBI 00J1acTi
JUISL  AOCHIpKeHHs. ['paBlll MarOTh MOXJIMBICTH CTBOPIOBATHM BJIACHI CTPYKTYPH,
JTOCIIKYBaTH TE€YepHU, IIYKaTH pecypcu Ta OOpOTHUCS 3 BOpOramu, IO J0Ja€ Tpi

PI3HOMaHITHOCTI Ta TTIUOMHHU.
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[leit migxiag A03BOJSE 3MEHIIMTH BUTPATH Ha PO3pOOKYy, OCKIIBKH BEJIMKI Ta
BapiaTHBHI CBITH CTBOPIOIOTHCS aBTOMATHYHO, O€3 HEOOXITHOCTI B pydHiid poOOTI HaT
KOXKHOIO JoKaiiero. [IpolienypHa renepairisi Takoxk 3a0e3rnedye 3HauyHy BapiaTHBHICTH
ITPOBOTO TPOIIECY, OCKIIbKM KOXEH HOBHH CBIT CTBOPIOETHCS 3a JIOMIOMOTOIO
aJITOPUTMIB, IO BPaXOBYIOTH Pi3H1 MapamMeTpu Ta yMOBH. L{e poOuTh rpy 1iKaBOIO HaBITh
HICTS YUCIEHHUX MPOXOKEHb, OCKUIBKM TpaBIll MOCTIMHO CTHUKAaIOThCS 3 HOBUMHU
BUKJIMKAMH Ta MOKJIMBOCTSIMHU.

OpHak, mpoleaypHa reHepaiis Mae CBoi BHKJIHMKH [3]. ABTOMaTHYHO CTBOpEHI
CBITU MOXYTb OYTH MEHII CTPYKTYpPOBAaHUMH Ta JIETAJ130BaHUMHU, HI’K CBITH, CTBOPEHI
BpyuHy. JlJIsl JOCATHEHHSI BUCOKOI SIKOCTI MPOILEAYPHO 3reHEPOBAHUX PIBHIB HEOOX1THO
BUKOPHCTOBYBAaTH CKJIaJHI alTOPUTMH Ta pETENbHO HANAINTOBYBATH iX JUIA
3a0e3MeueHHsI IIKaBOoro Ta 30ajlaHcoOBaHOTro reimIuieto. Ycnix Minecraft y 3nauHiit Mipi
MOSICHIOETHCS. 3JIaTHICTIO TPU TIOEJAHYBAaTH MPOUEAYPHY TEHEpaIil0 3 I1HTYITUBHO
3pO3yMIJTMMHU MEXaHIKaMH, SIK1 JI03BOJISIIOTH IPaBLISIM TBOPYO B3AEMOIISITH 31 CBITOM.

Bubip npornenypHoi reHepariii ik OCHOBHOTO MiJXOAY /0 CTBOPEHHS ITPOBHX
pPIBHIB MOK€ 3HAYHO MIJABUIIUTH €(QEKTUBHICTH PO3POOKM Ta 3alydeHHS TPaBIIiB.
3acTocyBaHHS I[bOTO METOAY J103BOJISIE CTBOPIOBATH BEJUKI, IMHAMIYHI Ta BaplaTHBHI
CBITH, 3a0€3MeUylour YHIKAJIbHUIA JTOCBIJ JJISI KOKHOTO TPaBIlsi. YCHIITHUN TPHUKIA]
Minecraft nemoHcTpye, 10 3a JOMOMOTOI MPOLEAYPHOI TeHepallii MOXKHa JIOCATTH
BHUCOKOi SIKOCTI Ta TMOIYJSIPHOCTI TPH, CTUMYJIOIOYM TBOPYICTH Ta JOCIHITHUIIBKUN
1HTEpeC rpaBLiB.

Jlns mporieaypHoi rerepartii Minecraft BukopucTye Taki alropuTMu:

1. Illym Ilepnina [4] € MOMyJISIPHUM METOJIOM JUISi CTBOPEHHSI TMPHPOIHUX
nanaradTiB. Bid reHepye nceBaoBHUaaKoBi 3HaueHHS [5], K1 MIaBHO 3MIHIOIOTHCS, 110
JTIO3BOJISIE CTBOPIOBATH PEANICTUYHI TOPH, JOJWHU Ta 1HIII reorpadidyHi ocoOJMUBOCTI.
®opmyna g 2D-mymy [lepaina Moke BUTIISIAATH Tak:

P(x,y) = ¥ ,a; noise(2'-x,2' - y) (1.1)
ne P(X,y) — 3HadeHHs mrymy B Touii (X, Y)

a; — aMILTITy/1a Ha i-My piBHI OKTaBH, NOISE — (DYHKIIIS 1IyMy,
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N — KUIbKICTh OKTaB.

Opnak, 1HOA1 MOXYTh BUKOPHCTOBYBATHCS 1HIII THIH IITyMY, TaKi sIK CIMEHCTBO
mymy [lepminaa (Simplex Noise) abo dpakransauii mym (Fractal Noise), mo 3a0e3nedye
O1TBIN CKJIAHI Ta JAETaTi30BaH1 Pe3yIbTaTH.

®dpakTanbHUIl IIyM € CyMOIO JeK1IbKOX IIapiB (okTaB) mymy llepiina

Fractal Noise(x,y) = ?20% - Perlin Noise (2'x, 2ty) (1.2)

Jle n— KiIBKICTh OKTaB, KO’KHA HACTYITHA OKTAaBa 3MEHIIYEThCS B aMILTITY/II 1
30UTBIITY€E€THCS B 9aCTOTI.
Simplex Noise e 6ibmn orrTMi3oBaHOIO Bepciero mymy Ilepiina, mo kparie

M1XOUTH JJI1 TPUBUMIPHHUX 1 BUIIIUX po3MipHOCTE. OCHOBHI KPOKH BKJIIOYAIOTh:

Simple Noise(x,y) = Y-, a; - Gradient Noise(x;,y;) (1.3)
e a; — Barosi koe(ilieHTH,
X;,V; — KOOpJHWHATH TOYOK Ha reKCaroHajabHIN CITIII.
A A

JUist  CTBOpEHHS IUJIaBHUX TMEPEXOAIB MDK PI3HUMHM 3HAYCHHSMU [IyMY
BUKOPUCTOBY€EThCS 1HTeproisauisa. IlpuknagoM € [BOJiHIAHA 1HTEPHOJALIL, SKa
JIOTIOMAara€e CTBOPIOBATU OLIBII TJAAKI 1 mpupoaHi janamadta. GopMysa ABOJIIHIMHOT
IHTEPIOJIAIIT BUTJISIa€ HACTYITHUM YHHOM:

1. Bu3zHauaeM0 KOOpJIMHATHU CYCIIHIX TOUOK 1 3HAUEHHSI TPAJAIEHTIB B IUX TOUYKAX:

P=(xy), i=floor(x), j= floor(y) (1.4)
Joo = gradient at(i,j), g0 = gradientat(i+1,j) (1.5)
go1 = gradient at(i,j+1), g41 = gradientat(i+1,j+ 1) (1.6)

2. O0uuCII0EMO BaroBi KOeQiIi€HTH:

u=x-—i, v=y—j (1.7)

3. BUKOHY€EMO IHTEPIOJISALIIO:
Moo = Joo " [W V], Nyg = g10°[u—1,7] (1.8)
No1 = 9gor - [wv—1], nyy= g1 [u—-Lv-1] (1.9)

Nyo = n00(1 - f(u)) + ny0f (W) (1.10)
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Ny = no1(1 —fW) +ny, f(w) (1.11)
Nyy = nxo(l - f(u)) + nxlf(v) (1.12)

ne f(u) — yHKIis 3r1aKyBaHHs, 110 YaCTO BUKOPUCTOBYETHCS ISl CTBOPEHHS
IJIABHUX MEPEXO/IiB MK 3HAUCHHSIMHU.

Opnak, mporeaypHa reHeparlis Ma€ CBOi BUKJIUKHA. ABTOMAaTUYHO CTBOPEHI CBITH
MOKYTh OYTH MEHIII CTPYKTYpOBaHUMH Ta JACTai30BaHUMHU, HI)K CBITH, CTBOPEH1 BPYUHY.
Jns moCSATHEHHS BHUCOKOI SIKOCTI TMPOIEAYPHO 3TeHEPOBAaHUX PIBHIB HEOOX1THO
BUKOPHCTOBYBAaTH CKJIaJHI alTOPUTMH Ta PETENIbHO HAJAIITOBYBATH iX IS
3a0e3MeueHHsI 1IKaBOro Ta 30alaHcoBaHOTO reimIuiero. Ycenix Minecraft y 3HauHi# Mipi
MOSICHIOETBCS 3JATHICTIO TPU MOEAHYBATH NPOUEAYPHY TE€HEPALII0 3 I1HTYITUBHO
3pO3yMUJIMMU MEXaHIKaMH, K1 J103BOJIIOTh IPABLISIM TBOPYO B3AEMOJISITH 31 CBITOM.

Bubip nponenypHoi reHepariiii SK OCHOBHOTO ITIJIXOMY JO CTBOPEHHS IIpPOBUX
PIBHIB MOK€ 3HAYHO MIABUIIUTH €(GEKTUBHICTh PO3POOKH Ta 3alyy€HHS TPaBIliB.
3acTocyBaHHS I[bOTO METOAY JI03BOJISIE CTBOPIOBATH BEJUKI, IMHAMIYHI Ta BaplaTHBHI
CBITH, 3a0€3MEUyI0UN YHIKAIBHHUM TOCBI JIsl KOKHOTO Tpasis. [IporeaypHa reHeparitis
TaKoXX Ja€ 3MOTYy aJanTyBaTh IrPOBUN JOCBIA TiJ Pi3HI BOOJOOAHHS TPAaBIIIB,
3a0e3reuyoun OUIbIly PI3HOMAHITHICTh KOHTEHTY. KpiM TOro, BOHa MOX€E 3MEHIIUTH
BUTPATH Yacy Ta PecypciB Ha po3po0KY, 1110 0COOJIUBO BAXKIUBO VISl HEBEJIMKUX KOMAH]I.
Yenimnui npukiag Minecraft aeMoHCTpye, 110 3a JONIOMOTOI0 NPOLEAYPHOI FreHeparlii
MOKHa JIOCSATTH BHUCOKOI SIKOCTI Ta TOMYJSPHOCTI TPH, CTUMYJIOIYM TBOPYICTh Ta

JOCITITHUIIBKUH 1HTEpeC rPaBIIiB.
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2. AHAJII3 ICHYIOUMX METO/IIB BUIIAJIKOBOI TEHEPAILIIL ITPOBOT"'O
CBITY TA ITPOBUX CTPYKTYP B I'PI ’KAHPY RPG

2.1 Anajni3 icHyl0uYnX MeTO/1iB CTBOPEHHS irpOBHX CBITiB

[Ipu po3podii RPG irop BUKOPUCTOBYETHCS KUIbKa PI3HUX MIIXOIB 0 reHepalii
ITPOBHX CBITIB, KOJKEH 3 SIKHX Ma€ CBOI mepeBaru Ta Heaoiku. OCHOBHI METO/IN MOKHA
MOJIUIMTH HA TPU KaTEropii: mpolieaypHa reHepailisi, HornepeHb0 CTBOPEHI MIa0JIOHH Ta
KOMOIHOBAaHI ITIIXOIH.

[TpouienypHa reHepamiss [6] n03BoJisi€ CTBOpPIOBATH BEJHMKI CBITH Ha OCHOBI
AJITOPUTMIB, TaKuX sK 11yM [lepina a6o ¢paxranu [7]. BoHa Mpoko BUKOPHUCTOBYETHCS
JUTsl CTBOPEHHS BapiaTUBHUX CBITIB 0€3 HEOOX1THOCTI PyYHOI pO3pOOKH KOKHOI JIeTall.
Hanpuknazn, y Minecraft neil minxig 3abe3nedye BUCOKY BapiaTHBHICTH HMPOXOJKEHb,
X04a 1HKOJIM MPU3BOJAUTH JI0 AHOMAJIIH, SIK-OT HEMPUPOAHI MEPEeX0au MK OloMaMu.

[TonepenHbo cTBOpEH! MIa0JIOHU HAAAIOTh PO3POOHUKAM TMOBHUM KOHTPOJbL HAJl
JIM3aliHOM KOXKHOT JIOKAIIi1, 1110 I03BOJISIE CTBOPIOBATH OUIBII JeTali3oBaH1 cBITH. OIHAK,
MOBTOPIOBAHICTh €JIEMEHTIB 3 4aCOM MOXKE 3HMUKYBATH BITUYTTS YHIKAJIBHOCTI KOXKHOI
JIOKari.

KomOiHOBaHI MiAXOAM MOEIHYIOTh BUIAIKOBICTh MPOLEIYPHOI TeHepalii 3
KOHTpoJieM Haj kiatodoBuMu 30HamMu. Y The Witcher 3 e mo3Bosmiio po3poOHUKamM
MOEHATA JETaNbHY pPY4YHY poOOTy HaJa MiCTaMd 3 TMPOIEAYPHO 3reHEPOBAaHUMU
npupogHuMU JanamadramMu. Takuil MiaXiAg J03BOJSE CTBOPIOBATH YHIKAIbHI 1rPOBI
CBITH, JI€ OCHOBHI JIOKAIlii BUIJISAAIOTH JI€TAi30BAaHMMH, a HABKOJIMIIHI TEPUTOPIi
30epiraroTh BapiaTUBHICTh. [IpoTe, OAHUM 3 BUKIIMKIB I[LOTO MIAXOIY € y3TOMKEHICTh
MDK BPYYHY CTBOPEHUMH CIICMCHTAMHM Ta 3T€HEPOBAaHUMH, MO0 YHHKHYTH PI3KHUX

KOHTPACTIB Ta HEJOTIYHHUX MEPEXO0/IiB MI’)K HUMH.
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2.1.1 TlpouenypHa resepaitis

[Ipouenypna renepaiis: Lle oauH 3 HANMOMIKUPEHIIITUX METO11B, III0 BUKOPUCTOBYE

MaTeMaTU4YHl aJITOPUTMH JJII aBTOMATHYHOTO CTBOPEHHS BEJIHMKUX ITPOBUX CBITIB.

Opnum 13 HalBiIOMIIIUX anropuTMmiB € 1yM [lepnmiHa, sSKui H03BOJIIE Te€HEPYyBaTU

BUITAIKOBI, ajie Opra”ivHi JaHAmadTH, TaKi K TOPH, TOJIMHH, IEYSPH Ta BOJOUMHU. [HIIT

TEXHIKH BKJIIOYAIOTh BHKOpPUCTaHHS (paktamiB [8], cumymsmii ¢i3MyHHX IpOIECiB

(HampuKJIa, epo3ii) ado ramy3eBUX CTPYKTYp s OOy I0BU CKJIaJHUX CBITIB.

IlepeBaru:

1.

Bucoka BapiaTtuBHICTh: CBIT KOXHOTO pa3y YHIKaJbHUM, 110 3abe3neuye
BHUCOKHI PIBEHb Bap1aTUBHOCTI MPOXOKEHb.
ExoHoMis pecypciB Ha po3poOKy: OCKIJIBKH CBIT T€HEPYETHCS aBTOMATHYHO,

HEMae NOoTpeOu BPYUHY NMPOEKTYBATH KOKHY HOTO YACTHHY.

[Tpuknaza: ¥ Minecraft miym Ilepnina BUKOPUCTOBYEThCS AJIA T€HEPalLlli BEIUKUX

OPUPOAHUX JaHAMA(TIB, TaKUX SK TOPH, JOJWHU Ta piuku. lle mo3Boiise rpaBisiM

JOCJTIKYBaTH CBITH, SIK1 3aBXIU BIAPI3HAIOTHCS, HABITh MICHsl 0araTb0X TOJIMH I'PH, 110

CIPHSIE BIIUYTTIO BIAKPUTOTO CBITY 1 puro/1. Llst BapiaTUBHICTH € KIIOYOBOIO MPUUHUHOIO

nonyJsipHocTi Minecraft mpoTsrom 6araThoX poKiB.

Henoniku:

1.

[lepenOauyBaHiCTh Ta OJTHOMAHITHICTh: Bcyrneped BUIIagKOBOCTI, aJrOpUTMHU
MOXYTh CTBOPIOBATH CXOX1 CTPYKTYpPH, III0O TMPU3BOJUTH JO OJHOMAHITHHX 1
nependauyBanux Janamadrtie. Hanpuxnaa, Minecraft Bigomuit cBoiMH
BEJIMKAMH IUIOIIAMH 3 ITOA10HUMH IIA0JIOHAMH.

BigcyTHicTh croxkeTHOTO KOHTEKCTy: [IporemypHa renepariisi 3a3BUYail He
BpaxoBye CrOKeTHUX BUMOr RPG-irop, mo Moxe npuszBecTH 10 CJ1abKoi
1HTerpallii HapaTHBY Ta BUIMIAJIKOBOI CTPYKTYPH, sIKa HE MATPUMYE i1CTOPIIO TPH.
AHoMauii y CTBOpeHHI CBiTy, Henpupoani jJanamadtu: Xoua mym Ileprnina
JTIO3BOJISIE CTBOPIOBATH MPUPOJIHI JIAHAMA(PTH, B ICSIKUX BUMAJKaX TeHeparlis
MO>KE CTBOPIOBATH "aHOMAaJIIi", KOJM CETMEHTH CBITY HE BUTJISAAIOTH JIOTTYHO

ab0 MpUPOAHO.
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[Mpuxnan: B Minecraft, Hanpukiiaa, 4acTo MOYKHA TOOAYUTH BUCSYI IIMATKH 3€MITI
abo oxpemi OJOKH, L0 JIEBITYIOTh y MOBITPI 0€3 BUAMMOI MPUYMHU. [HIIMN yacTwii
NPUKIIA] — BUMAJKOBHHA Tepexili MixK OioMaMH, KOJU TOPSI MOXYTh 3HAXOJUTUCS
nmycTesi Ta cHiroBi ropu. lle pyiiHye HiTICHICTH CBITY Ta 3HMXKY€E PIBEHb 3aHYpPEHHS
rpaBus. Takox y crapux Bepcisix Minecraft rpaBiil yacTo 3ycTpidaivd aHoMalii, KOJIU
MaJIeHbKI YaCTHHH CBITY HE 3'€IHYBAJIUCh HAJCKHUM YHMHOM Uepe3 3MIHU Y Bepcisx abo
OCOOJIMBOCTI TIPOIENYPHOI TeHepailii, IO MPU3BOAWIO 10 CTBOPEHHS 'TUBHUX"

nepexo/1iB M 010MaMHu, Jie, HAaITPUKJIIA, JIIC MIT paliTOBO MIEPEHTH B OKEaH a0o Iy CTEeI0

2.1.2 llonepeaHbO CTBOPEHi MIA0JIOHN

[TonepenHbo CTBOpeHI MmAOIOHU: Y I[OMY TIIXOJl BUKOPUCTOBYIOTHCS
3a37ajeriap po3pooiaeHi o0acTi abo CTPYKTYpH, K1 MOEAHYIOThCS a00 KOMOIHYIOThCS
nij yac npoiiecy renepaiii. Lle 703BoJisie CTBOPIOBATH I€TANbHO ONPALbOBaHI €IEMEHTH
CBITY, aJie 0OMEKy€ BaplaTUBHICTb.

[lepeBaru:

1. KoHTponboBaHiCcTh nu3aiiHy: Jlu3aliHepu MOXYTh TapaHTyBaTH BUCOKY SIKICTb

KOXHOT 001acTi Ta 30epiraTu TapMOHII0 MI>K HAPATUBOM Ta apXiTEKTYPOIO.

2. IlinTpumka HapaTuBy: JIokallii MOXHA JIETKO IHTETPYBATH B CIOXKETHI 3aBJJaHHS,
10 BaxuBo s RPG-irop.

3. Kontponp Haj nuzaitHoMm Ta neramizaimiero: [lomepennbo cTBOpeHi madiaoHu
JTIO3BOJIIIOTh PO3POOHUKAM CTBOPIOBATHU CKJIAJIHI Ta JA€TabHI1 JIOKAI[li 3 TOBHUM
KOHTPOJIEM HaJ apXiTEKTYPOIO 1 PO3MIIICHHSIM €JIEMEHTIB CBITY, IO MOKPAILy€e
AKICTh TpU Ta aTMOchepy.

[Tpuknazn: ¥V rpi Dragon Age: Inquisition geTaJlbHO CTBOPEHI MiCTa, 3aMKH Ta 1HIII
KIFOUOBI JIOKallli JIO3BOJISIIOTH TPABIEBI 3aHYpPUTHCS y HAcHYCHHH 1 go0pe
CHPOEKTOBAHMMN CBIT, JIe KOXKHA JIOKAIIisl Ma€ CBOIO YHIKalbHY atMocdepy. Takuil miaxia
JI03BOJISIE PO3POOHUKAM 30CEPEAUTHUCS HAa CTBOPEHHI CIOXKETHO BAXIIMBHX JIOKAIliH, 110

3HAYHO MTOKPAIIYy€ HAPATUBHY YACTUHY I'PH.
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Henomku:

1. OOmexeHa BapiaTMBHICTh: BunaakoBicTh CBITY 0OMexXeHa Harmepe 3aJaHuMU

nrabJoHaMu, 10 poOUTH CBIT MepeadavyyBaHUM MICTS ACKITBKOX MPOXOIKEHb.

2. TpynomictkicTh: CTBOpEHHS BEJUMKHX 1 JETAIbHUX IA0JIOHIB BpYYHY BUMarae

3HaYHUX BUTPAT Yacy Ta pecypcis.

3. IloBToproBanicTh CTpyKTypH: Ko BUKOPUCTOBYIOTHCS MONEPEAHBO CTBOPEHI

m1abJI0HW, BaplaTUBHICTh CBITY 3HAYHO 3HMXKYEThCs. Lle Moxke mpusBecTH 10
TOTO, IO TPaBIll MOMIYalOTh MOBTOPIOBAHI JIOKalii a00 CTPYKTYpPH B PI3HUX
YacTHUHAX CBITY.

[lpuknan: y Oaratbox RPG abo crparerisix rpaBellb MOXE CTHKATUCA 3
OJTHAKOBUMHU apXiTEKTYpHUMHU elleMeHTaMu( MOCTH abo0 Teuepr), 10 POOUTH IPy MEHIII
3axommBoro. Y rpi The Elder Scrolls V: Skyrim neski medepu Ta mig3emenis
BUKOPHCTOBYBAJIM TTOBTOPIOBaH1 apXITEKTYPH1 €JIeMEHTH. ['paBlii yacTo BiJ3HAYaIH, 110
Il JIOKalli BIAYYBAJIMCS AYyX€ CXOKMMH, XO4Ya PO3MIpPH CBITY Ta MOro Jeraizaiis

MOBUHH1 OYJIM CTBOPIOBATH BIIYYTTS YHIKAJIBHOCTI

2.1.3 KomoinoBaumii miaxia
KombinoBani migxomu: VY 0ararb0X CydyaCHHX Irpax BHKOPHUCTOBYEThCS
KOMO1HAIlls TTPOIIeAYPHOI TeHeparlii Ta MmonepeIHbO CTBOPEHUX madaoHiB. Hanpukman,
JIesIKl YaCTUHU CBITY MOXYTh OyTH CTBOPEHI MPOIEAYPHO, ajie KIIOUOBI JOKAITli, TaKi SIK
MiCTa, 3aMKHU 200 CIOKETHI 30HH, MPOEKTYIOTHCS BPYUHY.
[lepeBaru:
1. bamanc Mix BapiaTHBHICTIO Ta KOHTpoJjeM: MokHa CTBOPIOBATH BaplaTHBHI
CBITH 3 IEBHUM PIBHEM KOHTPOJIIO HAJl KIIFOYOBUMHU €JIEMEHTAMHU.
2. IlinTpumka ribpuaHoro miaxoay: [lae 3Mory iHTErpyBaTu sik BUMIAJKOBICTb, TAK
1 HapaTuB.
3. bamanc MK BapiaTUBHICTIO Ta py4HUM KoHTposieM: KomOiHOBaH1 miaxoau
3a0e3MeuyoTh OallaHC MK BUIAAKOBICTIO NPOLEAYpHOi TreHeparii Ta

KOHTPOJILOBAHICTIO PYYHOI PO3POOKH KITFOUOBHX €JIEMEHTIB CBiTy. L{e mo3Bosie
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CTBOPIOBATH BEJIMKI BapiaTUBHI CBITH 3 A€TAII30BAHUMU, CFO)KETHO BAXKJIMBUMU
JIOKAITISIMH.

[Tpuknan: ¥ The Witcher 3 gesiki perioHd CBITY CTBOPIOIOTHCS MPOIEIYPHO IS
MIITPUMKH BEJTMKOI IUIOINT BIIKPUTOTO CBITY, TOJI SIK MICTa, CeJia Ta 1HII CIOKETH1 30HU
JETaNbHO CIpPOEKTOBaHI Bpy4Hy. lle mo3Bosse 30epiratm yHIKaIbHICTH CBITY 1
3a0e3medyBaTl I[iKaBl 30HU JUIsl JOCHIDKEHHS, BOJAHOYAC HE TIEPEBAHTAXKYIOUU
PO3pOOHUKIB HEOOX1THICTIO BpPYYHY CTBOPIOBATH KOXKEH IIMATOK JIaHAMA(TYy.

Henomikwu:

1. CxnamgHicTh peanizallii: [HTerpariist ABOX MiIXOA1B BUMAarae 3HauHUX 3yCHIb Ta

MpaBUJIBLHOI OpraHi3allli apXiTeKTypH CBITY.

2. IlpobmemMu 3 y3rojpKeHicTio: [HOAI TPOIETYypHO CTBOPEHI YAaCTUHU CBITY
MOXYTh KOH(PIIKTYBaTH 3 3a37aJ1€T1/Ib PO3POOJICHUMU JIOKALIISIMHU.

3. HemocnigoBHICT, MK pydHOIO Ta MPOUEAYpHOIO TeHepaiie: [lpu
KOMO1HYBaHHI MPOINEAYPHOI FeHepallii 3 MoNnepeIHbO CTBOPEHUMHU I1a0JIOHAMHU
MOXYTh BHHUKATH CHTYyallii, KOJIA 3reHEPOBAaHI YaCTHHH CBITYy BHIJISIAIOTH
HE3B’sI3aHUMH a00 HEJIOTTYHUMH TIOpYY 3 pyYHUMU eneMeHTamu. e cTBoproe
BIJIUYTTS, 1110 Pi3HI YACTUHU CBITY OyJIM 3reHEPOBAaH1 OKPEMO 1 HE MOB'sI3aH1 M1k
co0010.

[Mpuknax: ¥ rpi The Elder Scrolls 1V: Oblivion kom0iHoBaHa cucTemMa 4acTo
CTBOpIOBaja "MIBU" MIXK MPOLIEAYPHO 3reHEPOBAHUMH JIOKAIISIMU (HAMIPUKIIA, JiCaMHU)
Ta PYYHUMH €JIEMEHTaMH, TAKUMH K MicTa. 1{e mpu3Boauio 10 Toro, o mepexia Mixk

[IMMHU JIOKAIlIsIMU BUIJISZAB INTYYHO Ta HE3rpaOHO, 3 UYITKUMHU 3MIHAMU TEKCTYyp 1

penbedy.

2.1.4 OcHoBHi podJjeMu
OcHOBHI PO06JIeMH HasIBHUX IT1IX0/T1B:

JlimiinicTh Ta mepenbauyBaHicTh: Xoua TMpoIeaypHa TeHepaiis 3a0e3nedye
BaplaTUBHICTb, MICIS KIJIBKOX ITPOBHX CECid TrpaBll MOXYTh [OYaTH IOMIYaTH

MOBTOpIOBaH1 marepHu. Lle poOUTh CBIT MEHIN 3aXOTUIMBUM IS JOCTIIHKCHHS 1 MOXKE
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MIPU3BECTH JI0 BTpatH iHTepecy. Hanpuknan, y Terraria a6o Minecraft pi3Hi cBiTH, X0ua
I TeHepyIoThCS BHIAJKOBO, YacTO MalOTh NOMIOHI CTpykKTypu (meuepu, Oiomw,
JaHamadTh).

Henocrarus agantuBHicTh 10 )xaHpy RPG: Anroputmu reHepaiiii CBITY 4acTo HE
BpaxoByloTh crnemudiuai morpebu RPG. BaxmuBumu € HE TUTBKH Bi3yalabHI YHd
apXITEKTYpH1 aclleKTH, a W 1HTEerpallisi HapaTUBY, POJHOBUX €JIEMEHTIB Ta B3a€MOJIIS 3
rpaBiieM. Hanpuknan, RPG-nokariii MOKyTh BUMaraTu MEBHOI JIOTIKU JJIsl TTOOY/I0BH
MICIIb 3 BYKJIMBUMU CIOKETHUMU TTOTISIMHU.

[IpoGnemu macmiraly: ['eHepaliiss BEIMKUX ITPOBUX CBITIB, SIKI MOBHHHI OyTH
OJIHOYACHO JCTAJIbHUMH Ta PI3HOMAHITHUMH, MOXKE IMPHU3BECTH JI0 MEPEBAHTAKECHHS
cuctemu. Hampuknaa, y No Man's Sky, xoua BCECBIT T'€HEPYETbCS HNPAKTUYHO
HECKIHYEHHO, TEXHIUH1 0OMEXKEHHSI 1HO/II TPU3BOSTH 10 TOBTOPIOBAHUX €JIEMEHTIB 200
po0sIeM 3 TPOTYKTUBHICTIO, KOJIM TPaBeIb MEPEMIIIAETHCS MK BEJIMKUMU 30HAMHU.

Hecraya iHTepakTuBHOCTI: TpaauiiiiHi METOIM TeHepallii 4acTo HE BPaXOBYIOTh
MO>KJIMBOCTI 3MIHHU IrPOBOr'0 CBITY Ha OCHOBI 11 rpaBugd. [ns RPG irop 1e € cyTreBum
HEJIOJIIKOM, OCKIJIBKH TPaBIll OYIKYIOTh, 110 iXHI pillIeHHs OyAyTh MaTH BILJIUB Ha CBIT.
Hanpuknan, sxmo rpaBeub 3pywHye 3aMoK ab0o0 moOyaye HOBY (opTero, Il 3MiHU

MMOBUHHI MaTH JOBrOTPUBAJI HACTIAKH Y TPi.

2.2 MoxauBi HanpsiMd PO3BUTKY MeTOJIiB reHepamii irpoBUX CBIiTiB Ta

cTpykKTyp Aiast RPG-irop

TexHo0T11, SIKi BUKOPUCTOBYIOTHCS JIJIsl CTBOPEHHSI ITPOBUX CBITIB Y kaHpi RPG,
MOCTITHO PO3BUBAIOTHCA, IO BIIKPUBAE HOBI MOMJIMBOCTI JIJIi TIOKPAIICHHS SIKOCTI
redepauii piBHIB Ta CTpyKTyp. OIHHUM 13 TEPCHEKTUBHUX HAIMPSIMKIB € PO3BUTOK
MPOIICTyPHOI reHeparlii 3 BAKOPUCTAHHSIM CKJIATHUX aITOPUTMIB 1 TEXHOJIOT1H MITYYHOTO
iHTeNneKkTy. 30KpeMa, IIe MICTHTh 3aCTOCYBaHHS HEHPOHHUX MEPEX I CTBOPEHHS

PEATICTUYHHX ITPOBUX CEPEIOBUIL, 110 MIAIITOBYIOTHCS i A1i rpaBLs.
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OnuH 13 IPUKIIAIIB, /Ie aKTUBHO PO3BUBAIOTHCS MOJM]ikallii 10 TeHeparlii CBITIB
— Minecraft. Moau na kmrant Epic Terrain 1 TerraFirmaCraft nemoncTpytoTh, Ak
MO>Ha TMOJIIMIIUTH CTaHIapTHY reHepairito cBity. Epic Terrain poOuTh reHepaiiito 61IbII
peamicTHdHOI0O Ta pi3HOMaHiTHOIO, a TerraFirmaCraft momae HOBI eleMeHTH 1O
eKOCHCTEM 1 CKJIaIHUX MEXaHIK BIKUBaHHs. Taki Mmoaudikailii BKa3yloTh Ha MOTEHIIHHI
HaANPSIMKH PO3BUTKY B TEHEpAIlii irpOBUX CTPYKTYP, JI€ CEPEAOBUIIIA MOXKYTh CTaBaTH HE

TIIBKY Bi3yaJbHO PI3HOMAHITHUMHU, a U TTIMOIIIE IHTETPOBAHUMH B ITPOBY MEXaHIKY.

Puc. 2.1 T'eneparis ceity Minecraft 3 Bukopucranusam anroputmy Epic Terrain

[Ile ognH HAIPSIMOK — 11€ CTBOPEHHS IHTEPAKTUBHUX CBITIB, 0 pEaryrOTh Ha il
rpaBug. IlponenypHa reHepauis, MiACUIEHA €JIEMEHTAMHU MAIIMHHOTO HaBYaHHS,
JTI03BOJISIE CTBOPIOBATH JWHAMIYHI CBITH, SIKI PO3BHUBAIOTHCA Pa3oM 3 IMEPCOHAKEM 1
pearyioTh Ha Horo pimenHsa. Hampuknan, y RPG-irpax ne moxe OyTu peanizoBaHo y
BUTJISII 3MIH B apXITEKTYypl1 MICT UM JIaHamadTax micis MeBHUX MO/1H, HATPUKIIAI, K 1€
3po0seHo B Moaudikaiisax 1yt Skyrim, e CBIT 3MIHIOETHCS 3aJICKHO BiJT PillICHb TPaBIIs.
[le Moke cTaTh OCHOBOIO JIJIi HOBHX MEXaHIK, KOJHM TpaBellb 0auuTh Oe3mocepenHiit

pe3yJIbTaT CBOIX JIii, 1110 MiCUITIOE POJTLOBY YaCTHUHY TPH.
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OnuH 13 TpuKIaaiB Moaudikarlii, 1€ CBIT 3MIHIOETHCS 3aJI€KHO Bij 1M TpaBIs, —
e Holds: The City Overhaul qys Skyrim. Ls moaudikarist po3mmpioe micta, 10/1a€ HOBI
MOCEJICHHSI Ta 3MIHIOE apXITEKTYPY, HaJJal0uu KOKHOMY MICTY YHIKalIbHUM BUTIIAI. CBIT
I'pU TaKOX JUHAMIYHO pearye Ha Jiii rpaBId yepe3 3MiHYy apXITeKTypHHUX €JIEMEHTIB 1 HOBI
IHTepaKTUBHI €JIEMEHTH, IO POOUTH ITPOBUH Mpollec OLIbII 3axormauBuM. Hanpuknan,
pILIEHHS IpaBL MOXKYTh BIUIMBATH Ha MOJIi B MICTaX, 110 MOXKE 3MIHIOBATH 3arajbHUil
BUTIIAN X Jokamii. lledl mpuknax umocTpye, sIK MOXKHA 1HTETpyBaTH AUHAMIUHY
peakiito cBiTy Ha fii rpaBusg B RPG-irpax, 1o miJICUII0e poJibOBY YaCTUHY IFPOBOIO
IPOLECY.

OxkpiM TOr0, pO3BUTOK reHeparlii y 01k OUIbII OPraHiuHOl IHTEerpalii HapaTUBHUX
€JIEMEHTIB € 1€ OJIHUM MEePCIEKTUBHUM HanpsiMKoM. Y Oaratbox RPG-irpax BaxinBorO
YACTUHOIO € CIOXKET 1 MOro B3aeMoOAis 3 IrpoBUM CBITOM. CTBOpPEHHS MpPOLETYPHO
3r€HEpPOBAHUX CBITIB, SIKI MOXYTh JUHAMIYHO aJaNTyBAaTHCS JO CIOXKETY, TO3BOJIUTh
YHUKHYTH OJHOMAHITHOCTI. B Takux cuctemax HapaTWB MOKE BIUIMBATH Ha 3MiHY
nanAmadTiB a60 MOSIBY HOBUX CTPYKTYP, 110 JOJACTh CBITY OUIBIIOT IHTEPAKTUBHOCTI.

HaykoBi [OCHIIKEHHS TaKoXX MIATBEP/UKYIOTh Led noTeHmian. B crarTix,
NPUCBAYEHUX MPOLEAYpPHIA TeHepauii B Irpax, MAOCHIIKYETbCA MOXIUBICTh
BUKOPHCTAHHS HEWPOMEPEX JIJIsi CTBOPEHHS CBITIB, 1110 Kpallle aJalTyI0ThCs 10 HApaTUBY
Ta nid rpasiiB. OqHuM i3 Takux pociimkenb € Procedural Content Generation in Games
[9]., ne po3risimaroThCs pi3HI MiAXOIU 10 TeHEepallii irpOBUX CBITIB Ta iX 3aCTOCYBaHHS B
PI3HHX XKaHpaXx.

[Is1 xHMra OXOIUTIE KUJIbKA BAXKIIMBUX ACMEKTIB T'eHepallli KOHTEHTY B Irpax.
30kpema, TOCTiPKY€EThCS, SIK AITOPUTMH MOKYTb aJalTyBaTH ITPOBUI CBIT y PEAIbHOMY
yaci BIAMOBITHO 70 I rpaBIs, a TaKOX SK METOAM MAIIMHHOTO HAaBYaHHS MOXYTb
BJIOCKOHAJIIOBATH TMPOLIEYPy CTBOPEHHS IrPOBUX CTPYKTYyp. Y KHHU3I OIKMCAHO
BUKOPUCTAHHS PI3HUX BHJIB aJTOPUTMIB /Ui CTBOPCHHS YHIKaIbHUX JaHAIIA]TIB,
NEPCOHAXKIB 1 CIOKETHUX JiHIM. OcobnuBa yBara HpUIIISETHCS TOMY, SIK HEHPOHHI

MEpeXi MOXYTh BIOCKOHAJIUTU IIeH MpOIeC, TO3BOJISIIOYM CTBOPIOBATH JWHAMIYHI M
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aJlanTUBHI 1TPOB1 CBITH, 1[0 pearyoTh Ha Jii rpaBiiB. Lle gjomomMarae irpaMm cTaTy MEHII
nependadyBaHUMU Ta MIABUILYE TTTUOUHY B3a€MO/III.

VY kuu3i Procedural Content Generation in Games po3TisHYTO KiTbKa BaXKITUBUX
aNTOPUTMIB JUISl TeHepallli irpoBOro KOHTEHTY, KOXKEH 3 SKHX Ma€ CBOI YHIKaJIbHI
ocobmBocTi. Och HAMBAKJIUBIII 3 HUX:

1. L-System (cuctemu Jlinnenmaepa)

2. AnroputM kiiTuHHUX aBToMmatiB (Cellular Automata)

3. Wave Function Collapse (WFC)

4. T'eHeTUYH1 aIrOPUTMHU

2.2.1 L System (cuctemu Jlinnenmaepa)

L-cucremu (cucremu Jlinmenmaepa) [10] — 1e dopManbHi TpamMaTHKH,
3anponoHoBaHi Oionorom ApictinoMm Jlinaeamaepom y 1968 poui 11 MoJaentOBaHHS
POCTY POCJIMH, POTE Mi3HiIlIe BOHU 3HAUIIUIN 3aCTOCYBaHHS B KOMIT FOTepHI rpadiii s
redepaiii QpakTaJbHUX CTPYKTYp, JEPEB, POCIMH Ta IHIIUX NpUpoaHux o0'ekTtiB. Lli
CUCTEMH BUKOPHUCTOBYIOTh TIPOCTI TpaBWJa IJs CTBOPEHHS CKJIAJHUX, YacTo
dbpakTaabHUX CTPYKTYP Yepe3 Mmpoliec iTepariii.

OcHoBHI KOMITIOHEHTH L-cuctemu:

1. Andagit: HaOip CUMBOJIB, SIKI MPEACTABIAIOTh OyIiBeNbHI OJIOKH abo
eneMeHTu cucremu. Hanmpukian, 1ie MoxyTh Oytu cumBoiu A, B, F, +, -, sxki
MO3HAYaIOTh Pi3HI oneparlii a0 YaCTUHU CTPYKTYPH.

2. Axcioma: moyaTKOBa MOCIIAOBHICTh CHMBOJIIB, 3 SIKOT TOYMHAETHCS TEHEPaIlis.
Ile cBoepimna "3epHuHa", sgKa 4Yepe3 iTeparlli po3pOCTAETHCA y CKIIAJIHIITY
CTPYKTYpY.

3. IlpaBuiia nepenucyBaHHs (MPOAYKIIii): 1€ HaOIp mpaBuI, AKI BU3HAYAIOTh, SIK
KOXXEH CHUMBOJI 3aMIHIOEThCS Ha HOBY MOCHIZOBHICTh cMMBOJIB. Lli mpaBuia
3aCTOCOBYIOTBCSA 70 KOKHOTO CHUMBOJIY IOCIIIOBHOCTI OJHOYACHO MiJ Yac

KOXHOI 1Tepariii
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4. Iteparlii: KO’)KEH CUMBOJI y MIOTOYHINA MOCIJOBHOCTI 3aMIHIOETHCS BIJIIOBIIHO
710 TIpaBHJI IPOAYKIIi1, MiCIsl 4OTO IEi MpoIieC MOBTOPIOETHCS KiJIbKa pa3iB JIs
TOCATHEHHS CKJIAHIIINX CTPYKTYP.

A - AB (2.1)
B -A (2.2)
KoxHna iTepaiiisi MOBTOPIOE 11 MpaBWa A 3aMiHU CHMBOJIB, CTBOPIOIOYH BCE
CKIIAIHINT CTpyKTypu. Hampukiazn, mjis moYaTKOBOTO CHUMBOIY A TIOCIITOBHI

iTeparltii OyyTh BUTJISAATH TaK:

A - AB (2.3)
AB — ABA (2.4)
ABA —» ABAAB (2.5)
ABAAB — ABAABABA (2.6)
@ A
!\
1; A B
/1 \
2: A B A
/1] |\
3 A BA A B
/A B I AN
a A BAA B A B A

Puc 2.2 Bizyanbne 300paxeHHs cuctemu JliHnenMaepa

TakuMm 4WHOM, TIPH KOXKHIM 1Tepallii CTPyKTypa YCKIaTHIOETHCS, IO JTO3BOJISE
CTBOPIOBATH (hpakTaibHI Ta CAMOOPIraHi30BaHi MaTepPHHU.

Jns ctBopeHHs rpadiuHuX 300pa)keHb 3a JomnoMororo L-cucrtem, Hampukia,
nepeB abo pOCIMH, YaCTO BHKOPHUCTOBYIOTH JOJATKOBI CHUMBOJIM, $IKI TO3HAYAIOTh
MOBOPOT HAMpPSAMKY abo pyx Brepen (uepenamkoBa rpadika). CUMBOIM MOXYTh MaTH

TakKl 3HAYECHHA
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F: pyx ynepen Ha neBHY BiJICTaHb.

+: MMOBOPOT BJIIBO HA NIEBHUM KYT.

-: IOBOPOT BIPABO HA NIEBHUM KYT.

[: 30epekeHHsT TOTOYHOTO TOJI0KEHHS Ta HAMPSAMKY (IT0YaTOK HOBOT TUIKH).
|: moBepHEHHS 710 30€peKEHOTO TOJIOKEHHSI (KIHEIb TLIKH).

[Is cucrema mamioe kinacuunuii gpaxtan — KpuBa Koxa. KoxxeHn Bigpizok
3aMIHIOETbCS HAa YOTHPU HOBUX, MPUYOMY J[Ba 3 HHX CTBOPIOIOTH KYT, IO 30UIbIIYE
CKJIQIHICTh CTPYKTYPH 3 KOXKHOIO ITEpAIIi€ro.

L-cucteMu MOKyTh BUKOPUCTOBYBATHCS JIJIsl IPOLEAYPHOT reHepanli Janamagris
abo CTpyKTyp y Bizeoirpax. Hampukmnana, BoHM JonoMararoTb aBTOMaTUYHO CTBOPIOBATU
JiepeBa, Kyl Ta 1HII TPUPOIHI 00'€KTH, SIKI BUTJISIAIOTH PUPOIHO, ajl€ € PI3HUMH Ha
KOJKHIM 1Teparlii abo 1Jis1 KO’KHOI HOBOT JIOKAIlii y Tpi.

L-cucreMu — 1€ NOTY)XHMM MaTeMaTUYHUN I1HCTPYMEHT IJIs MOJEIIIOBaHHS
OpPraHiyHOr0 pOCTy Ta CTBOPEHHS (PpaKTalbHHX CTPYKTYp. IX mpocTa Jjorika
NepenucyBaHHsI CUMBOJIIB JO3BOJISIE TEHEPYBATU CKJIAAHI Bi3yasibHI (POPMU HA OCHOBI
MPOCTUX MPABUII, 110 POOUTH IX MOMYJISIPHUMHU B KOMIT'FOTEPHIM Ipadilli Ta mporeaypHii

re’epatii B irpax.

2.2.2 Aaroput™ kJiaiTuaHux aBTomartiB (Cellular Automata)

Knitunni asromatu (Cellular Automata) — e auckpeTHi MaTeMaTHYHI MOJIEII,
SIK1 BUKOPUCTOBYIOTHCS JUISI MOJICTIOBAHHS CUCTEM, 110 3MIHIOIOTHCS 3 4aCOM 32 IEBHUMU
npaBuiamu. Bnepme neil xonunent OyB BBeaeHud B 1940-x pokax J»xoHoMm (o
Heitmanom 1 CranicinaBoM Yiaamowm, aje HalOUTBIIOI MOMYJISPHOCT] KJIITUHHI aBTOMaTH
HaOyJm 3aB1siku pooOoTi Jxona Kouses i tioro "I'pi sxutts" (Game of Life). Ileii meTox
3HaWIIOB 3aCTOCYBAaHHS B PI3HUX Tajy3sX, BKIIIOYalOuu Qi3UKy, 610J10T10, KOMI'IOTEPHY
HayKy, a TAKOX MPOILeAypHY TeHepallito B irpoBiil iHIyCTpii.

OCHOBH1 KOMIIOHEHTH KJIITHHHUX aBTOMATIB:

1. Cirka (Ipatka): KniTHHHI aBTOMATH CKJIaalOThCs 3 JUCKPETHOI CiTKM KIIiTUH,

sKa MOXKe OyTH OJHOBHMIPHOIO, IBOBUMIPHOIO a00 HaBiTh 0araTOBUMIPHOIO.
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HaiinommpeHnimumu € 0 JHOBUMIPHI Ta IBOBUMIpHI CiTKH. O THOBUMIpHA CiTKa
ABIIIE COOOIO JIIHIIO 3 KJIITHH, KOKHA 3 KX MOXE NepeOyBaTH B OJHOMY 3
JEKUTbKOX MOKJIMBUX CTaHIB, a IBOBUMIpHA CiTKa — II€ IJIOIIMHA, /1€ KOXHa
KJIITUHA Ma€ BiciM CyciaiB (IO TOPU30HTAIIl, BEPTHUKAJII Ta 1aroHai).

2. Cranm xmituH: KokHa KIIITHMHA Ha CITII MOXKE 3HAXOIUTHCS B OJHOMY 3
oOMexeHoTo unciia MOKIuBHX cTaHiB. Hampukian, B "['pi xutta" KonBes
KIITUHU MOXYTb OyTu ">kuBuMHU" ab0 "MepTBUMH", 110 MO3HAYAETHCS JBOMA
cTaHaMH: YOpHUM (>KuBa) abo Oina (MepTBa).

3. IlpaBuna nepexoay: CTaH KOXKHOI KIITHHU 3MIHIOETHCS BIAMOBIIHO J10 TIPaBUII
nepexoy, siKi 3aJie’kaTh BiJi TOTOYHOIO CTaHy KJIITHHU Ta CTaHIB ii CyCIAiB.
IIpaBmia BU3HAYAIOTh, SIK KIITHHH B3a€EMOJIIIOTh MDK CO0OI 1 SK 3MIHHM B
CTaHaxX KJITUH BUKIMKAIOTh €BONIONII0 Bciei cuctemu. Hampukman, y "I'pi
#uTTa" KoHBes mpaBuiia nepexoly BUIIIAJAI0Th Tak: SKIIO y )KUBOiI KIITUHU €
MEHIIIE HIK JIBa a00 MOHAJ TPhOX >KMBUX CYCI/IB, BOHA TOMHUPAE (CUMYJIAILIISA
MepeHacesIeHHs 800 CaMOTHOCTI). SIKII0 Y MEPTBOI KJIIITHHH € PIBHO TPU KUBUX
cyciau, BoHa "oXuBae".

4. UYac (iteparii): EBororlisi KJIITUHHOTO aBTOMAaTa BiIOYBA€ThCSA B JUCKPETHUX
Kpokax yacy (itepauisix). Ha KOXHOMY KpoIlll 3aCTOCOBYIOTHCSI MpaBHiia
nepexo1y JUIs KOXKHOI KJIITUHM CITKH OJHOYacHo. lle mpu3BOauTh 10 3MiH Y
CTPYKTYp1 BCI€i CUCTEMU 3 KOKHUM HACTyITHUM KPOKOM.

Posrinsinemo "I'py xutta" xona KouBes, siky Oyno 3ragaHo padime. Y Hiid
KJIITUHUA PO3TAIlIOBAaHI HAa JBOBUMIPHIN CITIN, 1 KOKHA KIIITHUHA MOXXe OyTH ab0 KHBOIO
(uopna), abo meptBoro (6ima). IIpaBuia ay’ke MPOCTi, ane J03BOJISIOTH CTBOPIOBATH
HAI3BUYAIHO CKJIaJIHI CTPYKTYPH, IO €BOJOLIOHYIOTh 3 YaCOM.

[Tpuknan mouaTkoBoi1 KOH(Irypaiiii (cTapToBOi CITKH A) 3 KIJTbKOX KUBHUX KIIITHH:
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Puc 2.3 CtBopenHns ciTka A

[{s1 koH@irypaiiss B HacCTyNHIi iTepauii MOXe 3MIHUTHUCS, 3aJIEKHO Bl TOTO,
CKUIBKH CYCi/IiB MAlOTh JKMBI1 KJIITUHU, @ CKUIBKA MEPTBUX KIITHH OTOYYIOTh KOXKHY 3
Hux. [licas KUTbKOX iTepaliii cuctemMa Moxe abo cTabuni3yBaTucs (CTaTh HEPYXOMOIO),

a00 BUITH B HECKIHUCHHY €BOJIIOIIIO.

Puc 2.4 Tlepma i agpyra 3miHa ciTku A

Takum unHoM, "['pa KuTTs" 37aTHA CTBOPIOBATH PI3HOMAHITHI CKIAIH1
CTPYKTYPH, BKITIOUAIOUN OCIIMIIATOPH (CTPYKTYPH, IO MUKITIYHO TTOBTOPIOFOTHCS TICIISA
MEBHOI KUJIBKOCTI iTepauiii), raaiaepu (pyxomi ¢irypu), Ta crabiiabHi KOHpIryparii, aKi
3 4acOM HE 3MIHIOIOTHCS. 3aBISIKH TaKUM 0a30BHM B3a€MO/IISIM, 1S CHCTEMA CTa€
qyJIOBUM MIPUKJIAIOM TOTO, SIK IPOCTI MPaBHUiia MOKYTh T€HEPYBaTH HEHMOBIPHO

CKJIaJIHy Ta PI3HOMAaHITHY MOBEIHKY.
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Icnye 6e3mi4 Bapialliil KJIITHHHUX aBTOMAaTIiB, CTBOPEHUX Ha OCHOBI1 PI3HUX
npaBui 1 anropuTMiB. Hanpukiaa, onHoBUMipHU kimiTuHHUN aBToMat "[Ipasumo 30",
SKE TeHEepYy€E XaOTHUHI A0JIOHU 3 MPOCTUX MOYATKOBUX YMOB, BUKOPUCTOBY€ETHCS B
reHeparlii IceBAOBUIAIKOBUX yucel Ta mudpyBanHi qanux. L1 mpaBuna ta Bapiatii
KJIITUHHAX aBTOMATIB JJ03BOJISIIOTH MOJICITIOBATH HE Jinie (i3UdHI MPOIIECH, a i
010JIOT1YH1 Ta €KOJIOT14HI CUCTEMH, & TAKOK CTBOPIOBATH MPOIETYPHO 3T€HEPOBaH1
CBITH Y BIJI€OIrpax.

OpaHuM 13 IPUKIIAAiB 010JIOT1YHOT CUCTEMHU, SIKA MOJIEITIOETHCS 3a TOTIOMOTOI0
KJIIITHHHOTO aBTOMaTa, € MoJieab JIeHrToHa, Bioma sik "Mypaxa Jlearrona". e
NPUKIA] KJIITHHHOTO aBTOMATa, SIKUW JEMOHCTPY€E CKIaIHy MOBEAIHKY 3 MPOCTUMHU
IpaBUJIaMH, ajieé B KOHTEKCTI O10JI0TTYHUX Ta €KOJIOTTYHUX CHUCTEM BiH MOXE OyTH
BUKOPUCTAHUM ISl MOJICITIOBAHHS PyXy OpraHi3MiB a00 KOJIOHIH y Molrykax ixi abo
pecypciB.

[IpaBuiia i€l Mo/ieNl Takl: KOXKHA KIIITUHA MOe OyTH ab0 4OpHOI0, a00 O1I010.
"Mypaxa" pyxaeTbcs 1Mo CITIII KJIITHH 1 3MiHIOE HanpsiMok Ha 90 rpajyciB (BiiBo ado
BIIPABO) 3aJI€XKHO BiJl KOJIbOPY KIITUHU, HA SIKIA BOHA CTOITh. [1iciisd IbOro BOHA 3MIHIOE
KOJIIp L€l KINTHHM (3 YOPHOTO Ha O11Mii a00 3 O110r0 Ha YOPHUIA) 1 IEPECYBAETHCS
BIlepe . 31aBajocs 0, MpocTa CUCTEMa MOCTYIIOBO MOKE CTBOPIOBATH CKIIAIHI,
OpraHi30BaHI CTPYKTYpPH, SIK1 HAaraAyrTh MEeBHI (POPMU KUTTETISITBHOCTI KOJIOHIATIBHUX
OpraHi3MiB, 1110 PyXarOThCS B MOIITYKaX PECypCIB.

L1 Mozienb, X0 1 € CPOIIECHOIO, 103BOJISIE TOCIIHKYBATH, SIK IPOCTI MpaBuia
MOJKYTh MPU3BOJUTH IO BAHUKHEHHSI CKJIAJTHOT MOBEAIHKU. B eKxomoriyHOMY KOHTEKCTI
BOHA MOK€ OyTH BUKOPHCTaHa Il BUBUCHHS IMOBEIIHKN KOMaX, OakTepii abo 1HIIUX

MIKPOOPTaHI3MIB y CEpEIOBHIII, JIe € OOMEXKEH1 PECYPCH.
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Puc 2.5 Ipukian moaeni Jlearrona

Takox i1cHy!oThb OZHOBUMIPHI KJIITHHHI aBTOMAaTH, Kl MPAILIOIOTh 32 CXOXKUM
MPUHITUTIOM, aJie MalOTh JIUIE OJUH P KIITUH. CTaH KOKHOI KIIITUHH 3aJI€KUTh JIUIIE
BiJl camoi cebe Ta ABOX cycimiB (31iBa Ta cmpasa). OJHOBUMIPHI aBTOMATH 3a3BHYai
BUKOPHUCTOBYIOTBCSL ISl TeHepallii TCEeBAOBHUIAIKOBUX dYHCeNl a0o UIsl CHUMYJIALIi
npoctux cucreM. OAHUM 13 HaWBIIOMINIUX TPHUKIAAIB OJHOBUMIPHUX KIITHUHHUX
aBToMariB € aBToMar Rule 30, ne kokHa KJITHMHA 3MIHIOETHCS HAa OCHOBI MPOCTOTO
npaBuiIa: i1 HOBUH CTaH 3aJICKUTh BiJI IOTOYHOTO CTaHy CYCIAiB 1 ii camoi.

VYei i mpaBuia 3acTOCOBYIOTBCS J0 KOXKHOI KIITHHHU, IO TPHU3BOAUTH O
YTBOPEHHS CKJIAIHUX MaTEPHIB Y MPOIEC] €BOIONIi CUCTEMH.

3acToCcyBaHHS KJIITHHHUX aBTOMATIB:

1. ®i3uuHI CUMYJIALII: KIITUHHI aBBTOMATH BUKOPUCTOBYIOTHCS JJIsl MOJICIIFOBAHHS

pi3HHX (I3MYHUX TMPOIECIB, TaKUX AK AU(DY3is, XBUIHOBI MPOIECH Ta PICT

KpHUCTaJIB.
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2. T'enepainis tanamadTiB: y IpoleAypHIN reHepalii KIIITUHHI aBTOMAaTH MOXKYTh
BUKOPUCTOBYBATUCS IJII CTBOPEHHS MPUPOMHHUX (OpPM, TAKUX SK pPerbed,
OKEaHChKI XBHJI1 200 CTPYKTYPH MICT.

3. Cumynsamis  OIOJOTIYHUX ~ CHCTEM:  MOJETi  KIITHHHUX  aBTOMATiB
BUKOPHUCTOBYIOTHCS JJIsl CUMYJISILIIT POCTY MOMYJISIIH, €BOJTIOIHHUX MPOLIECIB,
3aXBOPIOBAHb Ta 1HIIUX O10JIOTTYHMX SIBUIIL.

4. T'enepartisi irpoBOro KOHTEHTY: KJIITUHHI aBTOMATH 9aCTO 3aCTOCOBYIOTHCS IS
CTBOPEHHS MPOLIEAYPHUX CBITIB Y BIJEOIrpax, TaKUX K JAOIPUHTH, IJIAHETH
a00 maHamadTH.

KiiTuHHI aBTOMaTH — II€ TOTY>KHUHA THCTPYMEHT JIJIi MOJCITIOBAHHS CKJIQTHUX
CHCTEM, JIe B3aEMO/IIi MK MTPOCTUMH €JIEMEHTAMH MOXXYTh MPU3BECTH 10 BUHUKHCHHS
CKJIQJHOI TIOBEAIHKU Ta CTPYKTYpH. 3aBASKA CBOIM MPOCTOTI ¥ THYYKOCTI, KIJIITHHHI
aBTOMAaTH 3HAWIUIM 3aCTOCYBaHHS B 0ararbOX raiy3sSX HAyKd Ta TEXHIKH, BIJ

KOMIT'FOTEpPHUX CUMYJIAIIN 10 POIeypHOT TeHepallli KOHTEHTY JJIs B1JIeOirop.

2.2.3 Wave Function Collapse (WFC)

Wave Function Collapse (WFC) [11] — ne anroput™ resepaiiii KOHTCHTY, SKHi
BUKOPUCTOBYETHCS JUIsl CTBOPEHHS CKJIAJTHUX Bi3yaJIbHUX a00 CTPYKTYPHUX I1A0JIOHIB Ha
OCHOB1 MPOCTOr0 Ha0Opy MpaBWJI Ta BXIAHUX 3pa3kiB. AJTopuTM OyB CTBOPECHHI
nporpamictom MakcumoM [ymMenem i cTaB MONMyIsSpHMM 3aBASKH CBOIM 3JaTHOCTI
MPOILIETypPHO T€HEPYBATH SIK IBOBUMIPHI, TaK 1 TPUBUMIPHI CTPYKTYpH, 30€pirarouu mpu
IbOMY KOTE€PEHTHICTh 1 CTUb BUXiAHOrO 1mabdjaoHy. WFC 3acTocoByeThCS B PI3HUX
00J1acTsX, TAKUX AK BIJCOIrpH, T€HEpallis TEKCTYp Ta CTBOPEHHS P1BHIB.

OcnogHi koMiioHeHTH anroputmy WFC:

1. BximgHuii 3pa3ok: 11e BUXiAHA CITKA, sika MOKe OyTH 300pakeHHsIM a00 HaOOpoOM

00’€KTIB, IO MICTUTH MeBHI madaonu. Hanpukian, e Moxe OyTH MiKCeabHa

KapTUHKa ab0 KapTa MICLIEBOCTI, Ha OCHOBI sIKOi OyJe TeHepyBaTHCS HOBa

CTPYKTYpa.
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Kmituana citka: WFC mnpairoe Ha ciTiil KIiTUH (TIOAIOHO A0 KIIITHHHUX
aBTOMATIB), JI¢ KOJKHA KJIITHHA MOXE MICTUTH IIEBHUH MOXJIMBHUK CTaH abo
BapiaHT (Habip 3HaAYEHBb a00 1I1a0JIOHIB).

[IpaBuna cymiCHOCTI: KOXKHA KJIITHHA TIOBMHHA BIJIMOBINATH TMpaBUiaM, SKi
BU3HAYAIOTh, AK PI3HI CYCiAHI KIITHHH MOXYTh cHiBicHyBatu. L{i mpaBuia
3a0e3neuyoTh, 100 reHepoBaHa CTPYKTypa HE MOpYyIIyBajia JIOTIKY 3pa3Ka.
Hanpukunan, sSKiio B 3pa3ky NEBHI KIITHHU MalOTh MPsIMI JiHI{, TO TeHEpOBaHa
KapTa TaKoX MOBUHHA JOTPUMYBATHUCS TaKUX I1a0JIOHIB.

Konanc xBuiiboB0o1 yHKIII: 11€ OCHOBHHI €Tarl ajJropuTMy, Je KOXKHINA KIIITHHI
NPU3HAYAETHCSA OJMH 31 CTaHIB HAa OCHOBI NIpaBWi IMOBipHOCTeH. KiiTuHa
"KoJarcye" B OJIMH 13 MOKJIMBHUX BaplaHTIB, a 1€ IPU3BOJAMUTH JI0 TOTO, IO 1HIII
KJIITUHU B CITL IOBUHHI aJIalITyBaTUCA, JOTPUMYIOUYUCH IPABUII CYMICHOCTI.
Po3B's130k 00MEKEHb: AITOPUTM MOCTYIOBO 3MEHIIYE KIIbKICTh MOKIJIMBHX
BaplaHTIB JJI1 KOKHOI KJIITHHU Ha OCHOBI KOHTEKCTY, JIO TOTO, SIK YCS CITKa

3aIIOBHUTBLCS Y3IrOAKCHUMH KJIITUHAMH.

A/
A

| .'"}':II 't

Puc 2.6 [Ipuknag po6otu WFC
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[Tpornec podoTu:

1.

3.

CnouaTKy aJlrOpUTM OTPUMYE BXIJTHUM 3pa30K 1 TE€HEpPYye CITKY, Ha K Oyje
BUKOHYBaTHUCh npouenypa WFC, okpiM bOTO KOKHA KIJIITUHA MICTUTh HaOip
yCIX MOXXJIMBUX BapiaHTIB (CTaHIB), K1 3Tr0J0M OYIyTh 3BEJIEHI IO OJIHOTO.

Ha xokHOMy KpoOIli aJIrfOpUTM OOWpaEe KIITHHY 3 HAWMEHIIOI KITbKICTIO
MOXJIMBUX BapiaHTIB (MaKCHUMaJlbHO HEBH3HAUEHY) 1 KoJancye ii, oOpaBIIu
onuH BapiaHt. [licas 1poro, CyciiHli KIITHHH aJamnTyloThCs, 1100
JTOTPUMYBATHCS TTPABUIT CYMiCHOCTI.

HpOHCC IIOBTOPIOETHCA JOTHU, JOKH BCsA CITKa HE 6YIIG 3aIIOBHCHA.

['enepartis piBHiB 3a qonomoror Wave Function Collapse (WFC) ctana onaum 13

HAWIMOTYKHIIIUX METOJIB MPOLEAYPHOI reHepalli KOHTEHTY, 0COOJMBO B BIJIEOIrpax.

L[eﬁ AJIrOpUTM OO03BOJII€ aBTOMATHYHO CTBOPIOBATH CKHaI[Hi Ta y3F0,Z[)KeHi plBHl Ha

OCHOB1 HA0OpPY MPOCTUX MPABUII 1 BXIJTHUX JIAHUX.

Anroputm WFC BUKOpUCTOBYETBCS B Oaratbox rajyssx, 30Kpema:

1.

IIpouenypna renepaiiss piBHiB y Bijneoirpax: WFC no3Bossie aBTOMaTUYHO
CTBOPIOBAaTH KapTH Ta CBITH, JOTPUMYIOYHCh TpU IHOMY 3aJaHUX
CTWJIICTUYHUX a00 JIOTIYHUX OOMEXKEeHb, HAIMpPHUKIA], JJIs TEeHEpyBaHHS
Ja0IpUHTIB, MiA3eMeNb a0 MICT.

Texcrypu Ta mikcenbHa rpadika: WFC Moke BUKOPUCTOBYBATHCS IS
CTBOPEHHS TEKCTYp 3 3aJaHUX 3pa3KiB, 3a0€3MeUy0UH IJIaBHI MEPEXOaU MIXK
PI3HUMH €JIEMEHTaMH TEKCTYPH, 1110 POOUTH X MPUPOTHUMHU HA BUTIISI]L.
ApPXITEeKTYpHI PillIeHHS: 3aBISKH 3/IaTHOCTI T€HEPYBaTH y3rOoKeH1 I1abJIOHH,
WEFC 3acTocoByeThCs )il MPOEKTYBAHHS MICHKUX JaHAmadTIB a00 OyiBeb,

30epirarouu apxiTeKTypHUN CTUIIb BUX1THOTO IIA0JIOHY.

Anroputm Wave Function Collapse (WFC) He mae ogHO3HAYHOI MaTeMaTHYHOI

dbopmy, K Y BUNAAKY 3 KJIACHYHUMH AJITOPUTMaMU, ajie BIH 0a3y€ThCsl Ha KOHIIEMIIISIX

3 Teopii iHpopMariii Ta iMOBIpHICHUX porieciB. OTHAK, IeSKl KJII0U0BI MAaTeMaTHYHI 1711

Ta MIPUHITUIIH, 1110 BUKOPUCTOBYIOTHCS B aJITOPUTMI, MOKHA MPEJCTABUTH Tak EHTpomito

Ta UMOBIPHOCTI:
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EnTtpomnis: YV KOXHIM KJIITHHI CITKM 1CHY€ MHOXXMHA MOXJIMBUX cTaHiB. Ilig dac
reHepamii MU HaMaraeMmocsi BUOpaTW CTaH A1 KOXHOI KIITHHH, SKHM MIiHIMI3ye
SHTpPOIMII0 (HEBU3HAYCHICTh). UMM MEHIIIE MOKIIMBUX CTAHIB JUIs KJIITUHHU, TUM MEHIIA 1i
eHTporis. Ta KIMOBIPHOCTI, JIe B KOXKHIH KJIITHHI IMOBIPHOCT1 MOKJIMBUX CTaHIB MOXYTb
BU3HAYATHCS HA OCHOBI YaCTOTH WX CTaHIB y BUX1THOMY II1a0JIOHI.

NmoBipHocti: B KkoXHiM KITTHHI AMOBIPHOCTI MOXIMBHX CTaHIB MOXYTh
BHU3HAYATHCS HA OCHOBI YaCTOTH LIUX CTaHIB y BUX1JIHOMY I11a0JIOHI.

J1J1 KO’KHOT KIIITHHH C;, IKa Ma€ MHOKHHY MOXKJIMBUX CTaHIB S;, EHTPOMIs KJIITUHU
BU3HAUYAETHCS 3a popmyinoro [llenHoHa:

H(c;) = = Xsges; P(s)log P(s) (2.7)

Jle P(s) — 11e HMOBIPHICTh TOTO, 1[0 KJIITHHA C; TIepeOyBaTUME B CTaHi S.

JUIsi KIITHHM 3 MIHIMQJIBHOIO EHTPOIIEI0 BUOUPAETHCS CTAaH S. 13 MHOXKHHH
MOJKJIMBHX CTaHiB S; Ha OCHOBI HMmoBipHocTeil P(s). Lle Mo)kHa TpeJCTaBUTH K
oreparliro BUOOpy apryMeHTy MakKCUMyMY JJIS BUMAJKOBOI 3MIHHOT S:

s = argmax, P(s) (2.8)

JIns KOXKHOI KJIITMHU HAKJIaJaloThCsi OOMEKEHHSI Ha OCHOB1 CTaHIB i1 CYCIJIB.
Habip MOXJIMBUX CTaHIB IS KIITUHY C; MICJIs BUOOPY CTaHy CYCiIHBOI KIIITHHU Cj CTA€
IMHOYKWHOIO BUX1JTHOT MHOKHMHHM CTaHIB S;. [le MokHa orrcaT hyHKITI€:0 OHOBJICHHS:

S{ = SiNR(cy) (2.9)

He R(¢j) — 1e MHOXHHA TO3BOJIEHUX CTaHIB I CyClIHBOI KIITHHH C;.

Ononenns citku: Ilicas Toro, sik kKonanc BiAOYBCS B OJHIN KIIITHHI, aJITOPUTM
OHOBITIOE€ MOYKJIMBI CTaHHU JIJIS BCIX 11 CyCi/11B, 3MEHIITYIOUYH iX MHOKHHHU MOKJIMBUX CTaHIB
Ha OCHOBI MpaBuJI CyMICHOCTI. lle mpu3BOIUTH 1O TOTO, 10 €HTPOIis KIITUH-CYCI/IIB
3MEHIITYEThCSI.

OcHoBHI eTanu poOOTH aITOPUTMY:

1. Bubip kniTHHM 3 MIHIMAIIBHOK eHTpomieto: min, H(c;).

2. Bubip crany mis 1i€i KJIITHHA Ha OCHOB1 MIMOBIpHOCTEH: S = argmax, P(s)

3. OHOBJIEHHS CyCi/liB Ha OCHOBI ITPaBUJI CyMICHOCTI.
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4. TloBTOpEHHS MpOIECy AJISI IHIIMX KJIITHH J0 3alIOBHEHHS BCI€T CITKH.

[Mpuknan npoctoi popmanizarii WFC: Hexaii citka ckiagaetsesi 3 N X N KIIITHH,
KO’KHA 3 SKHX MOXKE MPUAMATh OAHE 3 K MOKIMBHUX 3HA4YeHb. J[J1s1 KOXKHOT KIIITHHH MU
Ma€eMO MHOKUHY MOKJIMBUX CTaHIB:

S;c{1,..,k} (2.10)
[Tportec WFC 3BoaUTBCS A0 TaKUX KPOKIB:
1. InimiamizyBaT¥ MHOKMHHU MOKJIUBUX CTaHIB JJIS KOKHOI KJTITHHHU.
2. Ha koxHiit iTepatiii BUOpaTH KIITHHY 3 MIHIMAJIbHOIO KUTBKICTIO MOXKJIMBUX CTaHIB

(MIHIMYM €HTpOITIi).

3. Bubpatu cran s 1€l KIITHHE BUNQJAKOBUM YHHOM 3 ypaxXyBaHHSIM

HMOBIPHOCTEH.

4. OHOBUTH MHOKMHU MO>KJIMBUX CTaHIB JIJIsl CYC1/11B BUOPAHO1 KIIITUHHU.
5. IloBTOproBaru, MOKU BC1 KIIITHHU HE MATUMYTh €JUHUN MOKJIMBUMA CTaH.

Takum uumHomMm, anroputM Wave Function Collapse He € TpaguiiHuM
dopmanbHUM piBHSHHAM [12], a ckopille BHKOPHCTOBYE IMOBIPHICHY MOJAETH ISt
MOCTYMOBOTO 3MEHIIIEHHSI €HTPOMii B CITI[l Ta MOOYAOBHU Y3TOJKEHOI CTPYKTYpH Ha
OCHOBI IMOYaTKOBOTO IMIa0JIOHY Ta MPaBUI CYMICHOCTI.

[TepeBaru Bukopuctanuss WFC st renepariii piBHiB:

1. V3romxeHictsb 1 criinictuyHa HuTicHicTh: AnroputM WFC renepye piBHI, SKi
BUTJISAJIAI0Th Y3TO/DKEHUMMHU Ta BIAMNOBIAAIOTH CTUJIIO BXiAHOTO 3paska. lle
0COOJIMBO BaXKJIMBO B Irpax, /e HEOOX1THO 30€PerTH JIOTIKY CBITY (HAIPHUKJIIA/,
100 CTIHM 3'€IHYBAJIMCS NPABUIBHO a00 1100 Pi3HI KIMHATH Majld MpPaBUIIbHI
MepexoIn).

2. BapiaTuBHicTh: X0ua allroOpuT™M 0a3y€eThCsl Ha BXITHOMY 3pa3Ky, KO>KEH HOBUI
piBeHb yHikanpHuM. Lle mo03Boiise cTBOproBaTHM OaraTo BapiaHTIB pIBHIB,
30epiraoun 3arajibHy CTWJIICTHKY Ta MpaBujia, aje MpU IIbOMY YHUKAIOUU

MTOBTOPEHb.
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3. Ontumizamis redepaiii: WFC He reHepye piBeHb BiJpa3y LUIMM IIMATKOM.
3aBASKH MOCTYNOBOMY KOJAICy KJIITHH 1 IPaBUJIaM CYMICHOCTI, pe3yJIbTaToOM
€ JIoT1yHO nmoOy0BaHa kapTa 6€3 He0OX1THOCT1 pyYHOTO BTpyYaHHS.

4. PiznomanitHi 3actocyBanHs: WFC M0kHa BUKOPUCTOBYBATH HE TUTBKH 11t 2D
irop, ane i ans 3D cBitiB. Hanpukinaa, MoxHa reHepyBaTH MicTa, TaOlpUHTH,
OPUMIIICHHS Ta 1HIII TUIH CEPEAOBHII, € BAXJIMBO JTOTPUMYBATHUCS MEBHUX
TOTIOJIOT1YHUX TIPABHIL..

3acrocyBanns WFC y Bineoirpax:

"Bad North" — crpareriuna rpa, B sikiik WFC BHKOPHCTOBYETBCS JUIsSI TIPOIIEITYPHOI
re’epartiii KapT OCTPOBIB.

"The Last Clockwinder" — rpa, B sixiti WFC noniomarae reHepyBaTH CKJIa{HI TPUBUMIpPHI
CBITH Ta apXITEKTYpYy.

OTtxe, ronoBHoto nepesaroro WFC B irpoBiii 1HIyCTpIi € 37aTHICTh CTBOPIOBATH
yVHIKQJIbHI PIBHI 3 JOTPUMaHHSIM 3arajbHUX TMpPaBUJ 1 CTWIIO, IO Ja€ 3MOTY
NIATPUMYBAaTH BHUCOKY BapIaTUBHICTh IFPOBOrO KOHTEHTY. Lle moTyHuUil anroputm
MPOILIETyPHOI TeHepallii, IKUii MOEIHY€E eIEMEHTH 3 Teopii iHpopMallii Ta KOMI'FOTepHOT
rpadiky JyIsi CTBOPEHHSI CKJIaHKUX 1 PI3HOMAHITHUX Bi3yaJIbHUX a00 JIOTIYHHUX CTPYKTYP
Ha OCHOBI 33JJaHUX BX1IHUX JaHUX. 3aBJISIKH BUKOPUCTAHHIO MPUHLHUIIIB CYIIPOTUBHOCTI
(erTpormii) Ta npaBuiiam cyciacrsa, WFC 31aTHui cTBOprOBaTH Bi3yaibHO MPUBAOIHBI
CTPYKTYPHO IOCIII0OBHI IA0JIOHH, SIKI MOXYTh MaTH IIMPOKUH CIIEKTP 3aCTOCYBaHb, BiJ
JU3aifHy pIBHIB Yy BIJIEOITpax [0 CTBOPEHHS TEKCTYyp Ta apXITEKTypHHX IUIAHIB.

Anroputm WFC mnokasye, ik MO’KHa 3aCTOCYBaTH MAaT€MaTH4H1 KOHLEMIT JUIs
re’epatii piI3HOMaHITHOIO 1 BOAHOYAC KOHTPOJIbOBAHOTO KOHTEHTY, IO POOUTH HOTro

HE3aMIHHUM THCTPYMEHTOM Yy Cy4acHHUX MPOLeypax reHeparti.
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2.3 AHaji3 Ta MOXKJIMBI NMOKpAalleHHsI MeTOAy reHepauii irpoBoro cBity Ta

cTpYKTYp HaiiBinomimoi RPG rpu

OnHa 3 HAMBIIOMIIIKX 1TOP 3 MPOIEAYPHOI IeHepalli€lo CBITY € Tpa minecraft, sky
Oyso panimie 3raga”o. I'eHeparis cBiTy B Minecraft — 1ie ckmagHuii mporec, K
0a3yeThcsl HA BUKOPUCTAHHI JEKIJIBKOX alrOPUTMIB, KOKEH 3 SIKUX BIAMOBITAE 3a pi3HI
aCIeKTH CTBOPEHHS IrpoBoro cBiTy. (OCHOBHI KOMIIOHEHTH, SKI BIUIMBAIOTh Ha
TEHEPAIliio, BKIIOYAIOTh CTBOPEHHS pesbedy, po3moaisi 010MiB, PO3MIIIEHHS CTPYKTYP
(Takux SIK ceya, Me4YepH, MIHOPHI Ta Ma)XOpPHI CTPYKTYpH), a TaKOXX POCIUHHICTH 1
MIHEpaIH.

OcHoBoro s reHepamii penbedy B Minecraft € anropuTMu ImIymis.
HalinommpenimmM aiaroputMoMm € 1mym llepiiHa, SKUil BUKOPUCTOBYETHCS IS
CTBOPCHHsI IUIABHMX TNEPEeXOAiB BUCOT. BiH mpalltoe 3a TPUHIIMIIOM HAKJIaJICHHS
JEKUIBKOX IIapiB IIYMY, KOXKEH 3 SIKHX MA€ PI3HY 4acTOTy Ta aMILIITY1y, U0 AO3BOJISE
CTBOPIOBATH JIeTAIbHUH penibed. OKpiM LIbOTO, BAKOPUCTOBYIOThCS Octaves (OKTaBU) —
1[e TepMiH, [0 O3HAYa€ KUIbKICTh MIAPIB MIyMy, KOXKEH 3 SAKUX J0JA€ OUIbII JeTanbH1
3MiHU 110 penbedy. MeHIl OKTaBU J0Jal0Th JAeTajl, Takl K maropOu, TOJl SK OLIbII
OKTaBH BIJIMOBIJIal0Th 32 OCHOBHUM JTaHIIAa(T, HAPUKJIIA], BEJIMKI TOPU a0 JOJTUHHU.

Po3nozin 6ioMiB 31HCHIOETHCS HA OCHOBI CUCTEMH, CX0xk01 Ha [lepniHoBuii mym,
aJie 3 JOIaTKOBUM ypaxyBaHHSIM TaKUX ITapaMETPiB, SIK TEMIIEpaTypa, BOJIOTICTh 1 BUCOTA.
[le mo3BoJisie CTBOPIOBATH JIOT1YHI MEPEXOId MDK OloMamu, Jie, HaNpHUKIaMd, MyCTems
MOKe TIEPEXOIUTH B CaBaHy, ajie He Oe3nocepenHbo B Tairy. Moaudikariis renepartii
010MIB MO>K€ BKJIIOYATH 3aMIHY HasBHUX aJITOPUTMIB a00 T0JaBaHHS HOBUX O1OMIB 31
cnenupiyHUMUA XapakTepucTukamu. Hampukian, MoxHa CTBOPUTH 0lOM Ha OCHOBI
pealbHUX EKOCHCTEeM, TaKMX $K aMa30HChbKI JDKYHIJII abo amnbIidChKl TOpH, 3

BIIMOBIHOIO (py1opot0, hayHOIO Ta penbedom.
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100
JOKyHr A
Y bonoTto
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100 25 0

75 50
TEMIMNEPATYPA

Puc 2.7 cxema po3snofiny 6iomis y Minecraft

I'enepanis  ctpyktyp B Minecraft  3ailicHIOETBCS 3 BUKOPHUCTAHHSM
JIeTEpMIHOBAHUX I11a0JIOH1B, sIK1 MOXKYTb OyTH 3MiHEH1 abo cTBOpeHi 3 Hyist. Hanpukiiag,
Takl CTPYKTYpH, K cena, ¢opTelli, 1 HaBiTh MEHII 3Ha4HI 00'€KTH, SIK JIepeBa, MAIOTh
BU3HAYEHI MIA0JIOHU, K1 PO3TALIOBYIOTHCSA Yy CBITI Ha OCHOBI MeBHUX mpaBui. [lpu
BukopuctanHi WFC (Wave Function Collapse) nmst reHepaiiii CTpyKTyp MOXKHA TOCATTH
OLTBII CKJIATHOT Ta PI3HOMAHITHOI apXiTekTypu. lleit anropuTM mpairoe Ha OCHOBI
OpUHLHUITY "po3nagy XBUIbOBOI (YHKIIT", 1€ KOKeH HOBHUU OJOK abo cekiis OyaiBii
TeHEepY€EThCS Ha OCHOBI IMOMEPEHIX, BPaXOBYIOUH OOMEKEHHS 1 3B'SI3KH 3 CYCIIHIMHU
eJIeMEeHTaMHu.

Peanizaniro anropurmy Wave Function Collapse (WFC) B Minecraft no3Bosisitots

CTBOPIOBATH CTPYKTYpPH, SIKI BUIJISJIAIOTh OUIbLI OpraHiyHo 1 nmpupoaHo. Hanpukinan,
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3aMICTh JICTEPMIHOBAHHUX MPSIMOKYTHUX OY/1BEJIb MOKHA OTPUMATH CTPYKTYPHO CKJIAJTHI
3aMKH a00 MiCTa, 1110 MaroTh 0€3J1iY YHIKAIbHUX apXITEeKTYPHHUX €JIEMEHTIB.

3a [IOMOMOTOI0 HaJallITyBaHHS MapaMeTpiB IIyMIB MOKHAa CTBOPHUTU OLJIbII
peanmictuuauil penbed. lle Moxke BKIIOYATH JeTajabHI TOPH, JOJIMHU Ta PIBHUHH, SKi
OyAyTh BIANOBiAaTH peanbHUM NanamadTaMm. Hampuknaa, mis reHeparii TipchbKOTro
MacHMBY MO>XHA BHKOPHUCTOBYBATH JCKUIbKA IMIAPIB IIYMy 3 PI3HUMU OKTaBaAMH, IO
JTI03BOJIUTH CTBOPUTH PI3HOMAHITHI CXWJIM ¥ BEPIIMHHU.

{06 xopucTyBau Mir BUOMpaTu GiOMH HAa OCHOBI pealbHUX JIOKaIlliid, TOTPIOHO
CTBOPUTH HaOlp mapameTpiB i KoxkHoro Oiomy. Lle mMoxyTh OyTH HOBI KOMOiHAIIli
BUCOTH, TEMIIEPATYpH M BOJOrOCTI, a TAKOK OCOOJIMBI POCIMHU, TBAPUHU Ta MIHEPAJIH,
npUTaMaHH1 UM O10MaM.

Jlns  reHepamii CTPYKTyp, Takhx sK Micta a0 mia3eMeluisi, MOXKHa
BukopuctoByBatd WFC. Lle 103BOJIUTH CTBOPUTH HETOBTOPHI apXiTEKTYpHI aHCamOIIi,
JIe KO’KHA CTPYKTypa OyJie MaTH CBOIO YHIKaJbHY (JOpMY 1 po3TalllyBaHHs eeMeHTIB. Le
3pOOUTH CBIT OUIBII PI3HOMAHITHUM 1 IIKABUM JJIS TOCTII>KEHHS.

BukopucrtoBytoun ommcaHi alropuTMH Ta TEXHIKH, MOXHA CTBOPUTHU
moaudikamito ajas Minecraft, ska nmepeTBOPUTH TeHEparlito CBITY, 3pOOHMBIIH i OLIBIIT
pEeaNiCTUYHOI0 U aJanToBaHOIO 10 OaxkaHb rpaBusd. Ll momudikaiis 103BOJIUTH
CTBOPIOBATHU CBITH, SIKI OyayTh BiOOpa)kaTu peaiibHI O10MH Ta CTPYKTYpH, IO POOUTH

rpy 1€ OUIbII 3aXOIJIMBOIO Ta 1HAUBITYAIBHOIO.
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Tadmui 2.1

[TopiBHsIBPHA XapaKTEPUCTHKA aITOPUTMIB T€HEpaIlii IpOBUX Mall

Kairuuni Wave Function
Kpurepiii L-System
aBTOMATH Collapse (WFC)
MonenroBanasa )
) MopenroBaHHs ['enepartist ckiiaHUX
OpraHiuHOTIO POCTY, _ ' ' ' '
IIpu3nayeHns (b1314YHUX, O10JIOT1UHUX, |BI3yaJbHUX 1
CTBOPEHHS JIEpEB, . '
€KOJIOTIYHUX CHUCTEM. CTPYKTYPHHUX 11a0JIOHIB.
POCIHH.
) [y>xe rHydkui, VYHiBepcanbHUH,
Men yHiBepcanbHuH, _ ) .
. H1IXOAUTD JUIs OpIEHTOBAHUMU Ha
I'nyukicTb MIIXOIUTH JUIS )
MOJIETIIOBAHHS PI3HUX CTPYKTYypOBaHYy
IPUPOJHUX CTPYKTYP. '
CHCTEM. reHepaio.
[Ipoctuii y peanizanii, |Bumarae nanamryBanns |CkiagHuii, notpedye
IIpocroTa . .
ajie OOMeXKeHUH 115 IPaBUJI, CEpeIHs IpaBUJI CyMICHOCTI 1
peanizauii ) - . o
IHIIMX IUIEH. CKJIQ/IHICTb. onTHUMI3alii.
Cratnunwii (iTepaTuBHE Cratnunmnii (reHeparis
JImnamika JlnnamiuHumii (3MiHa )
YCKJIaIHEHHS _ _ 3aBEpUICHOI CITKU 3a
podoTH CTaHy KJITHH 13 4acoM).
CTPYKTYpH). 3pa3KoMm).
I'enepariis nepes, CrBopenns nanamadrtis, | [Ipoueaypna renepartis
3acrocyBanus _ _ _ o
(paxTainiB, pOCIHH. €KOCHCTEM, JIA0IPUHTIB. |KapT, TEKCTYp, PIBHIB.
Cepenni pecypcu, Bucoxki pecypcu s
Bumoru xo _
. MiHimMalnbHi pecypcH. 3aJIeKUTh B1Jl pO3MIPY | BEITMKHX CITOK Ta
pecypciB .
CITKH. CKJIaJIHUX TPaBUIL.
3alIexXuTh B
PiBenn Bucoxkuit qiis HaJallTyBaHb IpaBwi, |Bucokwuii 3a yMoBH
peaJizmy OpTaHIYHUX CTPYKTYp. |MAXOAHUTH IS SKICHOTO 3pa3Ka.

a0CTpaKTHUX MOJIEIEH.
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st po6oTH Oyno 00paHO METOJ KJIITHHHUX aBTOMATiB, TOMY III0 BiH Ma€ HU3KY
mepeBar, fAKi poOdsATh MHOro ONTUMAajIbHUM BHOOPOM JJIsi BHPILICHHS 3aBJaHb
MIPOIICAYPHOI TeHEepaIlli:

IIpocToTa peanizariii: aaTOPUTMH KIITUHHUX aBTOMATIB JIETKO IMIIJIEMEHTYBATH Ta
HAJAIITOBYBAaTH TiJ KOHKpeTHI moTpedbu. Boum He mnoTpeOyroTh CKIaIHUX
MaTeMaTUYHUX O0YHCIIEHb, [0 MPUCKOPIOE TIPOLIEC PO3IPOOKH.

['HydkicTh 1 yHIBEpCaJbHICTh: KIITHHHI aBTOMAaTH JO3BOJIAIOTH MO/ICIIOBATH
HMIMPOKUHN CHEKTP SIBUIL — BiJ reHepauii JanAmadTiB 1 CTPYKTYPH PiBHIB JO CUMYJIALI]
(b13uyHUX 1 010JIOTTYHUX MPOILIECIB.

CkJaiHa MOBEIIHKA 3 MPOCTHUX MPaBUII: HABITh IPU MiHIMAJILHOMY HabOP1 MpaBuII
KJIITHHHI aBTOMATH 3/I1aTHI TeHEepyBaTH CKJIAJIHI Ta peallicTH4Hi cTpyKTypH. Lle ocobmmBo
BAYKJIMBO JJII CTBOPEHHS MPUPOJHHUX €JIEMEHTIB IIPOBOTO CBITY, TaKUX SIK pelabedH,
7a0IpUHTU YU €KOCUCTEMHU.

[TporeypHICTh 1 YHIKAJIBHICTh PE3YyJbTATIB: 3aBIASKH BHUIIQJKOBUM CTapTOBUM
YMOBaM 1 BapiaTUBHOCTI MPaBWJI, KOXKHA CEClsl TeHepalliil Jae yHIKaIbHUM pe3ynbrar. Lle
JI03BOJISIE CTBOPIOBATH PI3HOMAHITHUM KOHTEHT O€3 3HAUYHUX BUTpPAT HAa HWOTO PYy4YHY
PO3pOOKY.

JlokanbHICTh OOYMCIICHB: 3MIHA CTaHy KOXXHOI KJIITHHU 3aJI€KUTh JIUIIE Bif ii
HAWOMIKYUX CYCIJIB, IO CIPOIIYE MapajeabHy 00poOKy 1 MiABHUIIYE MPOIYKTUBHICTh
Ha BEJIUKUX CITKaX.

{1 xapakTepUCTHUKU POOIATH KIITHHHI aBTOMATH 1J€aJlbHUM BHUOOpPOM Jis
3aB/IaHb, /1€ TOTPIOHO OaJaHCYBaTH Mk CKJIQJHICTIO, SIKICTIO pe3YyJIbTaTy Ta IBUIKICTIO
BUKOHAHHS.

OxkpiM 11bOTO, KJIITHHHI aBTOMAaTH OyJI0 TMOPIBHSHO M€ 3 TAaKWUMH BiJIOMUMH
MeTojaMu, sk «PekypcuBHui moaina mpoctopy» [13], «iarpamu Boponoro» [14] Ta
«AnroputMu Ha ocCHOBI rpadiB» [15], mpoTsArom HamucaHHS HAyKOBOI CTaTTi:
«3acTocyBaHHSI METO/I1B F€HEpAllil I'POBUX CTPYKTYP JUIsl TPU 3 BIAKPUTHUM BCECBITOM Y

xanpi RPGy». PesynbraTu 1iei podotu y Tadnuii 2.2:
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AHaJ3y0ud Pi3HOMaHITHI MiAXOAM JO CTBOPEHHS IIPOBUX CBITIB, MOXKHA
no0aunTH, MO0 KOXKEH aJrOPUTM Ma€ CBOi mepeBarw Ta Hemosiku. Hampukman, BSP
(Binary Space Partitioning) [16] Bupi3HS€TbCS IPOCTOTOIO peaiizallii Ta 3JaTHICTIO
CTBOPIOBATH CTPYKTYPOBaHI CBITH, TOAl K rpad)oBl aITOPUTMH 3a0€3MEeUyIOTh OiIbIINe
MO>KJIMBOCTEH JIJIsl CTBOPEHHS 3B’ SI3HUX 1 THYUKHUX JIoKaI(ii. [IpoTe B kokHOMY 3 ITIAXO/1B
ICHYIOTh OOMeXeHHs: ckiaaHicTh BSP 3pocTtae npu poOOTI 3 BETMKUMU CBITaMH, a MPU
BUKOPHUCTaHHI JiarpaM BopoHOro BUHUKAIOTh TPY/IHOII 3 OJHOPITHICTIO TPAHUIIb.

Bulip KOHKpETHOTO aJrOpUTMY 3aJIEKHUTH Bl MOTPEO PO3POOKH, MPOTYKTUBHOCTI
CUCTEMH, BUMOT JI0 BI3yaJIbHOT'O CTUJIIO Ta OCOOJIMBOCTEN CTBOPIOBAHOTO IFPOBOTO CBITY.
Po3zrisitHeMo 0CHOBHI 0COOJIMBOCTI NOMYJISIPHUX METOMIB:

BSP (Binary Space Partitioning): [{ei miaxia npuBa0Iiroe MPOCTOTOIO peaizalili,
10 pOOUTH WOT0 3PYYHHMM JIJISI MOYATKiBIIB. BiH 703BOJIsSI€ CTBOPIOBATH 3B’ S3H1 Ta YITKO
CTpYKTypoBaHi cBITH. HejoikoM € yCcKIaHeHHs peani3alli mpy 301IbIIeHH] MacIITady
CBITY Ta MEHII IPUPOJHUIN BUTIISI JTOKALIIH.

Cellular Automata [17]: ILleit merom 3a0esnedye THYYKICTH 1 3IaTHICTB
aJanTyBaTUCsS JO PI3HUX yMOB. BiH MiAXOAWTH AJiS CTBOPEHHS CKJIQJIHUX CBITIB 3
OaraTorpaHHUMM B3a€EMOMAISIMU MiX eleMeHTaMu. OIHaK JJisi JTOCATHEHHS SIKICHOTO
pe3yJbTaTy MOTPiOHI J0IaTKOBI OOYMCIICHHS Ta HaJaIlTyBaHHS.

I'padosi anroputmu [18]: Bonu HagaroTh Oijibliie MOKIUBOCTEH JJIsl CTBOPEHHS
3B’SI3HUX, CTPYKTYPOBAHUX ITPOBUX CBITIB 13 PI3HOMAHITHUMM JOKalisiMU. EQekTuBHI
JUTSI BEJIMKUX TMPOEKTIB, 0COOIMBO 32 YMOB ONTUMI3AIli rpada.

Hiarpamu Boponoro: [neansHi 1iist renepartii ianamadTiB 1 pO3MIIIIEHHS PECYPCIB.
BoHU HIBHIIKO r€HEPYIOTHCSA 1 CTBOPIOIOTH MPHUPOJIHI rpaHulll. BogHouac notpedyoTh
3HAYHUX PECYPCiB 1 HE 3aBXK]IM 3a0€3MeUyI0Th OpraHIYHUM BUTJIST CBITIB.

st mertanpbHOTO TOPIBHSAHHS —aITOPUTMIB 1 iXHIX OCOOJMBOCTEH MOKHA

3BEPHYTHUCS 710 TaOIHII 2.2, Ie HaBEICHO KITIOYOB1 XapaKTEPUCTUKH KO)KHOTO METOJTY.
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Taomurg 2.2
Pe3ynbTaT mOpiBHSAHHS METOAY KIIITUHHUX aBTOMATiB
3 [HIIUMH BIJOMHUMH METOJAMU
M PexypcuBnmii Hiarpamn AaropurmMu Kaitunni
eToaH : . .
" noja1 npocropy |(Boponoro Ha ocHOBI rpagiB |aBTOMaTn
. PexypcuBne [Toxin mpocto Krituana
OcHoBHMH P AT TP Py :
— MOJIJICHHS Ha JUISTHKY 32 I'padu six By3IH CUMYJISILIIA 32
EﬁoTn IPOCTOPY Ha HaANOIMKYOI0 Ta 3'€eTHAHHS paBUJIaMu
P MiIpETriOHN TOYKOIO cyciacTBa
. . Cepenns:
Husbka: [Ipoctuii | Bucoka: Cknanna |Bucoka: [Totpi6HO p .

. [Ipocruii xox, ane
CxiaaHicTp anroputM 0e3 Maremaruka s | OymyBaTtu rpadu, BaKKe
peanizanii CKJIQJIHUX noOynoBu i HaJIallTOBYBaTU

s . HaJIaIITyBaHHSA
004HCTIEHb. onTHUMi3allii KpaiB. |IOUIYK HUISAXIB.
npaBul.
Huspka:
. Bucoka: Bucoxka: Konrpons | Bucoka: Jlerko
. [TpuaaTHuil tume . )
I'nyukicTh [TpunatHuii st | CTPYKTYypH Ta 3MIHIOBAaTU
JUTSL PETYISIPHUX .
MPUPOTHUX 30H neTanen npaBuiia
hopm
Jlobpe migxonuTh
. . . |Jlerke ctBOopeHHS
Buxkopucranns | [Tinxoauts nis Hobpe niis 6iomiB, CKITATHIX I meyep,
B 3D OyniBenb, KIMHAT | BOIOWM or f:T penbedis,
PYKIYP na"amadTy
IIpocrora,
. . TIPUPOJTHUMN
Jlerkxo I'enepanis [Ipunaruauii nos PHPOAL )
IlepeBarn . . . . . |Bumsa, 6e3miu
peanizyBaru peaiCTUYHUX 30H |J1aGipuHTIB, JOPIT .
MOJKJIMBOCTEN
HaJaIlITyBaHHS
OOMexeHuit 1Ist . .
. Cxnagna Cxuagauii y Cxnagauil y
Heponiku MPUPOTHUX . . .
00poOka kpaiB HaJIallTyBaHH1 HaJIalITyBaHH1
CEpEeI0BHIIL

KnitTuaHi aBTOMaTH MaroTh CEpENlHIM PIBEHb CKIATHOCTI peajisallii Ta BHCOKY

THYYKICTh Y HaJIAIITYBaHHI, M0 POOUTH iX 3pYYHUMHU JJIsi CTBOPEHHS JaHAIADTIB 1

NPUPOIHUX cepeoBulll. Bonn 3a0e3meuyroTh IPOCTOTY peanizallii mpaBuil, ajie MOXYTh

OyTH CKJIaIHUMH B HAJIAIITYBaHH1, MOPIBHSHO 3 IHITUMU METOJIaMH, TAKUMHU SIK JllarpaMu

BopoHoro uu anroputMu Ha OCHOBI rpadis.
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3. PO3POBKA MO/IEJI BUIIAIKOBOI TEHEPAIIII CBITY TA CTPYKTYP
JJIA TPU B /KAHPI RPG

3.1 Bubip nporpamuux 3aco0iB peasizamii

JIns po3poOKH aNropuTMy MPOLETYPHOI TeHepallli iIrpOBUX CBITIB 1 CTPYKTYp Y
pamkax 1i€i poOboTH OyJI0 BUKOPUCTAHO Cy4YacHl IHCTPYMEHTH, SIKi 3a0€3MEUUITU BUCOKY
MPOYKTUBHICTh 1 THYUKICTh y peaiizailii npoekty. Hikue HaBeqeHO JeTaabHUN OMHC
OCHOBHHMX ITPOrpaMHUX 3ac001B, sIK1 OYyJIM 3aTy4eHi.

1. Unity — 1ie oaHa 3 HaHMOMyJIAPHIMIKX TUIATGOPM JIJIsI CTBOPSHHS irop, sKa
3a0e3neduye 3pyyHU THCTpYMEHTapii A peanizallii irpoBUX MexXaHik, mooyaosu 2D i
3D-cepenoBull Ta Hadaro/pKeHHs MpoueAypHux anroputMiB. st miei podotu Unity
o0paHo 4epe3 KiibKa KIIOYOBUX NIEepeBar:

MosxiuBicTs nponeaypHoi renepamii: Unity mMae BOyJaoBaHI 1HCTPYMEHTH MJis
poOoTH 31 crpaitamu, citkamu (Meshes) 1 penbedamu, 5K i€aNbHO MIIXOIATH IS
peasnizalii anropuTMiB FreHepallii irpOBUX CBITIB.

[Tintpumka C#: Unity npamroe 3 MoBor mnporpamyBaHHs C#, sika JO3BOJISIE
e(deKTHUBHO peaizoByBaTH CKJIAHI aITOPUTMH.

[IIBuake mpoToTHIMyBaHHsS: 3aBASKA BOYAOBAaHUM KOMIIOHEHTaM, 1HTYITUBHOMY
1HTepdeiicy Ta 6arariii qokymeHTalli Unity 103BOJIsI€ IIBUJIKO CTBOPIOBATU M TECTYBAaTH
HOBI 171€e1.

[Tintpumka 2D Ta 3D: ¥V mpoekTi cioyaTky peaiizoBaHo 2D-kapty, sika 3rofoM
nepeTBoproeThesi B 3D-cepenoBuiie. Unity Haae iHCTPYMEHTH JJ1sI TUTABHOTO MEPEXOAY

MDK ITuMU (hopMaTamu.
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371 Personal <DX11> - o X
Fle Edit GameObject  C: Help

Puc. 3.1 JemoHcTpariis irpooro pymris Unity

2. Visual Studio Oyma BUKOpUCTaHa SK OCHOBHE IHTETPOBAHE CEPEIOBHIIC
po3poOKku juis HamucaHHS Koay Moo C#. Ii ob6paHHsS 0OyMOBIIEHE MIMPOKUMH
MOKJIMBOCTSIMH JUIS CTBOPEHHS, HAJAro[UKEHHs Ta ONTHUMI3allii MpPOTrpamMHOro
3a0e3MeueHHs, 30KpeMa I MpoekTiB, moB's3anux 3 Unity. CepenoBuine 3ade3nedye
3pYYHICTE  pPOOOTH  3aBASKM  MIATPUMIN  IHTEJIEKTYyaJIbHOTO  aBTO3AlIOBHEHHS
(IntelliSense), 1m0 CyTTEBO NPUILBHIAILIYE HAMHUCAHHS KOAY Ta 3MEHILIYE KIJIbKICTh
nomMmwiok. BOynoBanuit motyxHuit gedarep JOMOMIT IIBUIKO 3HAXOIUTU Ta BUTIPABIISTH
MOMMJIKM B aJTOPUTMax MPOIEAYPHOI TeHepallii, 0 € KPUTUIHO BAXKIUBUM JIJIST TAKUX
MIPOEKTIB.

Kpim nporo, Visual Studio mae inTerpairito 3 Unity, 1110 J03BOIHIIO O6€3mepediitHO
CHUHXPOHI3YBaTH PO3pOOKY KOy 3 IrpPOBUM PYUIIEM, BKIIOYAIOYH MUTTEBE B1JOOpaKEHHS
3MiH. MOXIIUBICTh POOOTH 3 CHCTEMaMHU KOHTPOJIIO Bepciid, Takumu sk Git, 103BOIMIA

eeKTHBHO OpraHi3yBaTH pOOOTY HaJ TMPOEKTOM 1 30epiraTd I1CTOPIIO 3MiH, IO
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CIPOIIYBAJIO TOBEPHEHHS JI0 TMOMNepeaHiX eTamiB  po3poOku. Visual Studio
3apeKOMeHIyBaia cebe K 3pydHHid, HaAIMHWA 1 QyHKIIOHATBHUN 1HCTPYMEHT, SKUN
CYTTEBO MPUCKOPUB peaizallito BCiX €TarliB pO3pOOKH.

3. MoBa mnporpamyBanHs C# cTajia OCHOBHMM 3aCO0OM HAIlMCaHHS JIOTIKU
reHepailii, OCKUIBKM BOHA € CTaHIapTHOI MOBOIO mporpamyBanHs 11 Unity 1 4y10BO
MIJIXOAUTH I pOOOTH 3 00'€KTHOOPIEHTOBAHUMHM KOHIIEIIIIISIMHU.

4., Golly — une cmemiamizoBaHa mporpama Ijisi MOZCIIOBAaHHS KIIITHHHUX
aBTOMAaTIB. X04a BOHA HE BUKOPUCTOBYBAIACS K OCHOBHUW IHCTPYMEHT JJISI PO3POOKH,
Golly Oyna kOpuCHOIO Jisi TPOTOTUIYBAaHHS Ta BUBYEHHS MOBEIIHKU KIITHUHHHUX
aBTOMATIB, SIKI BUKOpPUCTOBYBayucs B po0OoTi. Golly Hamae MOXIUBICTH Bi3yallbHO
NEPEBIPATH, K 3MIHIOEThCA CTaH KIITHH Y NPOLECl BUKOHAHHA npaBuil. Lle qomomoriio
BJIOCKOHAJIMTH JIOTIKY KJIITUHHUX aBTOMATIB, III0 BUKOPUCTOBYBAJIHUCH JUIsl TeHepallii. 3a
nornomoror Golly Oyi0 nmpoBeseHO MonepeHi TeCTH Ha PI3HUX MPaBUIIaX KIITHHHHUX
aBTOMATIB, IO JO3BOJMJIO BHUOpaTH ONTHUMaJbHHI HAOlp MNpaBWI [Jis AITOPUTMY

redepaiii. [Iporpama HagnxHysIa Ha PO3pPOOKY YHIKAIBHUX IMIAXOIB 10 MOJICTIOBaHHS

CTPYKTYP.

Generation = 6,366, 548,773,467,6569,985, 195,496,000
Population = 36,558

Scale = 2721

Step =8"29

¥ =

¥ =

w o EE & 08«

State: 0 |1
Color: W |0
Icon: O

== PE @FE NER 2V

Puc 3.2 JlemoHcTparis mporpamu juis rerepaiii kimitaa «Gollyy»
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3.2 MatemaTu4Ha Mo/ieJib FeHepalii irpoBoro cBity

MatemaTuuHa MoJieNb, MPEACTABICHA y IIbOMY MPOEKTI, CIYTy€ OCHOBOIO MJIS
aBTOMATU30BaHOI T'eHepallli IrpOBOro CBITY Ta HOTO CTPYKTYP, JO3BOJISIIOYM CTBOPIOBATH
0araTOKOMIIOHEHTHI ITPOBI MPOCTOPU 3a JOIMOMOTOK OOYMCIIIOBAILHUX aJTOPUTMIB.
Bona 3a6e3neuye hopmanizaliiro mporeciB reuepaitii, BpaxoByO4H sik 6a30Bi mapaMeTpu
CBITY, Tak 1 crenudiuHi OCOOJIMBOCTI, Takl AK Tomorpadis, po3moail pecypciB i1
30HYBaHHS.

Mopenp NMOKJIKMKaHa peai3yBaTH NPOLEIYPHY T'€HEPALII0 CBITY TaKUM YUHOM,
o0 3a0e3NeunTy pPeaiCTUYHUN ITPOBUN MPOCTIp 31 CTPYKTYpOO, IO BiJAINOBiJA€
3aJlaHuM TlapaMmeTpaM. Takok aBTOMaTH3yBaTH MPOIEC CTBOPECHHS PiBHIB, 3MCHIITYIOYH
3aJICKHICTh BiJl py4HOI poOOTH Ta 3a0€3MEUNUTH BUCOKY BaplaTUBHICTb, HEOOXITHY IS
MIATPUMKHU 1HTEPECY I'PABIB.

s Mozenb BHU3Hayae MNpPOUEAYpPY TeHepalii IrpoBOi KapTH 3a JOMOMOTOIO
KJIIITUHHOTO TPEJCTaBJICHHS, i€ KOXHa KIITHHKA Mae CBi ctaH: Bojga (SEA), 3zemis
(LAND) uu micok (SAND). Onuc cki1ajaeThCsi 3 HACTYITHUX KPOKIB:

1. Tenepartisi craproBoi kaptu: Ha mepriomy etami CTBOprOeThes matpuilss M
pPO3MIpOM MXN, J¢ KOXEH eleMeHT M,,, BIANOBiJae MEBHOMY CcTaHy. [Hiliami3zaris
MaTpuIll  3IIMCHIOETHCS  BHMIAAKOBHM  CIIOCOOOM abo0  3a3jajeriap  3aJaHuMU
napaMmerpamu. MHokuHa craHiB kiituHoK: {SEA,LAND}; YmoBa: M,,,, = SEA, skio

BUIIAJIKOBE 3HA4YEHHS BIAMNOBiAa€ TeBHOMY mopory; Inakme M, = LAND.

M. = {SEA, akumo rand(1,3) =1,
mn-(LAND, inakuie.

3.1)
[eit mouaTkoBUM po3noAin popmye 0a30By KapTy JJIsl TOAAIBIIOT OOPOOKH.

2. OyHKLIS MEepeBipKU CyciliiB: Mojieab BUKOPUCTOBYE KOHIICTIIIIIO JOKAIbHUX
B3aEMOJII MK KTITHHKaMU. JIJI KOKHOT KIITHHKH BH3Ha4YaroThes cyciau (x',y"), 1o
3HAXOAAThCA y pafiyci 1:

®ynkuis nepesipku cycimiB: Hexait S(x,y), L(X,y) — miunnbHukE 111 Mopcbkux (SEA)

ta 3emenbHuX (LAND) cycimiB mist kimitaakd (X,Y). s mepeBipku CyciaiB BUBHAYUMO:
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SEA, sxmo M(x',y") = SEA,
Neighbor(x',y") =< LAND, sxmo M(x',y') = LAND, (3.2)
@, axkumo (x',y') mosa MexxaMu MaTpPHLi

AJITOpUTM TPaxXyHKY CYCI/iB:
JI71s1 KOYKHOT KITITUHKH (X,y) 00UHCITIOETHCS KITBKICTD CYCiIiB IEBHOTO THUITY:

S(x, y) kinbkicTb cycimi i3 cranom SEA; L(x,y) xinbkicTs cycinis i3 cranom LAND.
S(x,y) = Xaxaye(-1,010(0,0)} (M (x + Ax,y + Ay) = SEA) (3.3)
L(x,y) = Yaxayef-1,010\{(0,0} O(M (x + Ax,y + Ay) = LAND) (3.4)
ne 8(condition) = 1, sxmo condition ictuaHe, i 0 — B IHIIOMY BHIAJIKY.
3. Jlorika cTBOpeHHS OCTPOBiB: [[7151 KOKHOI KIITHHKA BU3HAYAETHCS HOBUH CTaH

M'(x,y) anexHo Bix motouHoro crany: M(x,y) i KiIbKOCTI CYCY/IiB:

_ g _ (SEA, axwmo S(x,y) € {3,6,7,8},
STkmo M(x.y) = LAND: M’ (x,y) = {L N o5 (3.5)
_ o __(LAND, saxmpo L(x,y) € {3,6,7,8},
STkmo M(xy) = SEA: M'(x,y) = { i, (3.6)
s norika 3a6e3mneuye GopMyBaHHS MPUPOTHUX KOHTYPIB OCTPOBIB Yy KapTi.
4, Jlorika cTBopenHs micky: Skmo kimituaka LAND mae cyciacTBo 3 Bojor0

SEA, Bona mepetBoproerhcsi Ha  SAND. Ile  peanidyerbcsi  yYMOBOIO:
L(X,Y) Xaxayet-1,011(0,0) O(M (x + Ax,y + Ay) = SAND) (3.7)

[TepeBaru Mojeni i€l MOJIEN y IPOCTOTI peanizalii: BUkopucTaHHsi KJIITUHHOTO
MIIXOAy 3 YITKUMHU TMpaBWIaMH. TakoX Yy THYYKOCTI, aJpKe MiIXiJ Ma€ JerKe
HaJallITyBaHHS NapaMmeTpiB AJid 3MIHM XapaKTepUCTUK CBITy. HailiromoBHime, ne —
MPUPOIHICTh, 3aCTOCYBaHHS JIOKAJIBHUX IMPABUI JO3BOJISIE OTPUMATH PeaiCTUYHI
KOHTYpH JaHAmadTiB.

AnropuT™M (PaKTUYHO BUKOPUCTOBYE 0a30Bi 171€i KIITUHHUX aBTOMATIB, /1€ KOKHA
KJIITUHKA 3MIHIOE CBI CTaH Ha OCHOBI "OTouyeHHs". 1e 0a30BUM, ane ePeKTUBHUUN
iHCTpyMEHT il TeHepalii irpoBOro cBiTy. li LiHHICTH MonArac y THYYKOCTi Ta
MOXJIMBOCTI aJarTallii mij pi3Hi 3aBJaHHs B MPOLIEypHiN TreHepailii. Bona neMoHcTpye,

SIK MOYKHA MOJICTIOBATH CKJIQHI MPUPOJIHI IMPOIIECH 3a JOTIOMOTOI0 JIOKAJIBHUX IPABHII 1
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B3a€MOAIN MK KIITHHKamMHu. TakuMm 4MHOM, 11 MOJENb € "BIANPaBHOIO TOUYKOK'", SAKY
MO>KHA IMOCTYTIOBO YCKJIAAHIOBATH, 30€piralouu MpOCTOTY peari3ariii.

Ha wnpomy mnpuHmumi MoxHa OyayBaTh ¢ OUIbBII CKJIQJHI aJTOPUTMH.
Hanpuxnan:Po3mmpennss moneni Jis TeHepali MiJ3eMHUX Tiedep abo TyHEdiB Ta
JI0JTaBaHHSI HOBHUX THUIMIB KJIITHHOK, TAKUX SK JIICH, TOPH, OYIiBIi.

Po3po6iiena Moiens BUPI3HAETHCS cepell IHIIUX PIIIeHb MPOLEAYypHOi reHepartii
3aBJIKHM 0aJaHCYBaHHIO M1 IIPOCTOTOIO 1 MOKJIMBICTIO OTPUMATH CKJIQIHUN Pe3yJIbTaT.
B irpax, takux sk Terraria un Minecraft, cXoi HPUHIMUIHU 3aCTOCOBYIOTHCS MJIS
reHepaiii JanamadTiB 1 cTpykTyp. OnHaK po3poOJEHUN alrOpuTM AO03BOJISIE 3adaTH
O1JIBIII YITKI ITpaBUJIa B3aEMOIIT MK €JIeMEHTaMHU KapTH (HaAIPUKIIal, 3B'I30K MK CYIIIEIO
Ta BOJOI0). TakoX M03BOJSIE MIBUAKO HAJAIITOBYBAaTH MapaMeTpu I JOCATHEHHS
OaxkaHOTro pe3ysbTaTy Ta JIeriie IHTerpyBaTH HOBI €JIEMEHTH Y BJKE€ HasiBHY CUCTEMY.

[1s MaTeMaTU4Ha MOJIEJIb € OCHOBOIO JUJIsl IPOLEAYPHOI reHepallli iIrpOBUX CBITIB,
CTBOPIOIOYM JIETAJII30BaHI KapTH 3 peajgicTuuHol Tonorpadiero. Bona o00'ennye
MPOCTOTY KIITHHHUX aBTOMATIB 13 OTYXHICTIO HAJIAIITOBYBAaHUX MPABUJI, 1110 POOUTH 11
yHIBEpCAIBHUM 1THCTPYMEHTOM Y po3podiri irop. Lle He mpocTo "roToBuii anroputm', a
neBHa MIaThopMa, SKy MOXKHA afalTyBaTH I Pi3HUX irop i 3aCTOCYHKIB. Ii ocHOBHa
nepeBara — MOJIYJIBHICTH 1 TPOCTOTa HajamTyBaHHs. Ha il OCHOBI MOKHa CTBOpIOBATH
PI3HOMaHITHI CBITH, Kl Oy1yTh K (DYHKI1IOHAJILHUMH, TaK 1 Bi3yaJIbHO NMPUBAOIMBUMHU.
Tomy BoHa € 0a30BHUM, ajie qy>Ke NePCHEKTUBHUM PIILIEHHSAM JIJIsl POLEAYPHOI FreHeparlii

KOHTEHTY B ITPOBIH 1HTyCTpIi.

3.3 3arajbHa CTPYKTypa po3po0JieHOi CHCTEMHU

Cucrema, sika po3po0sieHa B MEXax IBOTO MPOEKTY, sIBIsiE cOOOK0 MpOrpaMHe
pimmeHHs s reHepariii 0iomiB Ha 2D- ta 3D-kaprax. ['omoBHa Mera cuctemMu —
CTBOPEHHS IIPOILIEYPHO 3T€HEPOBAHUX CEPEOBUIIL 3 PI3HUMU TUIIAMU O10MiB, TAKUMHU SIK

3eMIIs, MOpe, TUISDK, CKeJl, Jic, 01l 3emill ToIlo, Ui 1HTepaKTHUBHOI Bizyasisalli Ta



58

BUKOPUCTAaHHA B IrpoBUX mpoekTax. OCHOBHMM (yHKI[IOHAT peasi3oBaHUN 3

BUKOPHUCTAHHAM MOBH mporpamyBanns C# ta pymuist Unity.

Movartok
po6oTK

{
\i Y

leHepauis FenepaLli
CTapTOROT Marni 0::"'2;:
(3emni Ta BOAW) P

MeHepallia nicky 6inna CTFODEHHH
Geperie 0CTPOBIB KaM'AHUCTOro
naHwaadTy

Y

36epexeHHn nosuu,i leHepauifa pizHUX
nepLoi KNiTMHK Gioma 6iomis Ha 3emni

Mepwa mana

06'efHaHHA Man no

Giomam
leHepauin 3D cBity leHepauis 3D
Ha OCHOBI Manu CTPYKTYp

36inbWnUT Many

3aBepLlUeHHA
po6oTi

Puc 3.3 biiok-cxema poOoTH anropuTMy MPOIEAYPHOI reHepartii.

Cucrema CKIaIa€eThCcsa 3 KIJIBKOX KIIIOYOBHX KOMITOHEHTIB, K1 B3a€EMOJIIOTH JIJIS

3a0e3MeveHHsI MOBHOTO IUKITY TeHepallii Ta Bizyami3allli KapT:

1. HanamryBanHs reHeparlii: 30epirae 3araibHi mapaMmeTpu (po3Mipu KapTw,
KOJIbOpH 010MiB TOIIIO).

2. Knacu st yripaBiainHs 610MaMu: BiJNOBiAaJIbHI 32 JIOTIKY CTBOPEHHS PI3HUX
TUITIB O10MiB.

3. T'enepatop 2D Ta 3D kapt: 3a6e31euye CTBOPEHHS Ta BIJOOpaXEHHS KapTH y
JIBOX 1 TPhOX BUMIpax.

4. Turepdeiic kopucTyBaua: 3a0e3neuye IHTepaKTUBHE nepeMukanHs Mix 2D Tta

3D pexxumMamu, a TaKOK aKTUBAIIIIO PI3HUX THUITIB TeHEpaIlii.
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OcHOBHI MapaMmeTpu TeHepallli BU3HayaroThCcs y kiaci GenerationSettings. Y HbOMY
3aJIal0ThCSl PO3MIPH KapTH, 0a30B1 KOOPAWMHATH IS OOYHMCIICHHS MOJOKEHHS KOKHOTO
€JIEMEHTa, a TAKOXK KOJIbOPH, SIK1 BIJIMIOBIIAIOTh PI3HUM THIIaM 010MiB:

1. Po3mipu kaptu: 150x150 KIITHHOK.

2. Kombopu 6ioMiB: 3emuts (3e1eHMi), Mope (CUHIM), TTICOK (KOBTHH), CKel (Cipwii),

Jic (TeMHO-3eJIeHHH ), 0111 3eMuTl (O11Hif).

V cucreMu € JeKiIbKa KOMIIOHEHTiB, Taki Ak : Kiac «BiomesUI»,
«MapGenerationControllery», «StartMapCreator», «Creators», «BiomesGeneratory,
«WorldGenerationController», «BuildingController» Tomio. Po36epeMoch 3 KOXHUM 3
HUX 10 Yep3i.

1. Knac «BiomesUl» - BinmoBimae 3a ynpaBiiHHS iHTepQeicoM KOpHUCTyBada.
Horo ocHOBHI (DyHKIIT 11e KepyBaHHS BCiM IIPOLECOM MPOLEAYPHOI TeHepallii, 3aBIsaKu
BBOJIy KOpHUCTyBaueM AaHuX. OKpiM JaHUX KOPUCTYBa4 MOXe ab0 CTBOPUTH MOBHICTb
BUITAJIKOBY Maiy, a00 TpOXHM KEepyBaTH IIMM IPOIIECOM, 3aBISKH BBOAY KJaBiml. BBix
KJIaBIII BILJIMBA€E TUIbKW Ha 4ac, IKUM OyJie reHepyBaTUCh Mara.

2. Knac «MapGenerationController», € HafirooBHIIIHM KJIacOM, SIKHi BiAIOBIga€
3a yBecCh Ipoilec reHeparlii. BiH jae koMaHaM 1HIIUM KJlacaM, KOJU T€HEepPyBaTH Ty YU
iHITY cTpyKTYypy. Llel kmac Mae moCIiIOBHICTh BUKIIUKY ycix «Creators» ta mepemae im
OCHOBHI JIaH1, TaKi SIK PO3MIPHICTh Mamu, MeTo] ¢hapOyBaHHs KIITHH TOIIO. TaKOXK BIH €
npoBiHUKOM Mk Kiacamu «BiomesGenerator» Ta «WorldGenerationControllery,
OCKUIBKH TepeIa€ OCTAaHHBOMY CIMCOK KiaciB «Biomey. I{e HeoOXimHO A Toro, 1mob
3aBJISIKM 1M KJIacaM IMOTIM 3T€HepyBaTH Ha iX MicIli Oy/iBii, IO TUITY 3aMKy ab0 MicTa.
Taka cTpykTypa HEOOXimHO s Toro, moo Biamimutu 2D ta 3D renepartii onuH Bix
OJIHOTO, 1 JTs 11b0T0 OyJ10 BUKOopucTano «MapGenerationControllery s mpoinHuka.

3. Kinac «StartMapCreator» BianoBijiae 3a BUITAJIKOBY T€HEPAIiI0 JBOX THIIIB
KiIiTHH, a came Land ta Sand. [le HeoOXigHO as TOro, 1mo0 3pOOUTH FeHEpaIlio CBITY
KOXKCH pa3 BUIaakoBor. OCHOBHA JIOTiKa BUMaakoBocTi — 1 10 3, ae 3 — 11e octpis, 1 —

e BoJa. HpOTe 3HAYEHHS MOKJIHUBO JICTKO 3MIHUTH Y HaJIaITYyBaHHAX.
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Puc 3.4 CraproBa renepaiiisi Manu

4. Knacu «Creators» HeoOXiaH1 sl TeHepallii pi3HUX IPUPOIHUX €JIEMEHTIB Ha
Marti. OCKUTBKM BC1 BOHH MarOTh CBOIO JIOTIKY TIOSIBU, BOHH OYJIM pO30MTH HA JCKUTbKA
MIIKIAciB, AKI MOXIMBO 00’e€qHaTH B oaHY Kareropito «Creators». Bci Bonu
BUKOPUCTOBYIOTh METOJ| KJIITUHHOTO aBTOMAaTa i TOTro, 1100 HE MOPYIIYyBaTH JIOTIKY
MmeToja, sikuii nepenae «MapGenerationControllery, a came MeToay BiIOBIIaILHOTO 3a
(dapOyBaHHs KJIITHH Ta Hepefadl iM TUIY y ABOBHUMIpHOMY MacuBi. Bci 3HaueHHS, sKi
Oynu BUKOPHUCTaH1 JJis HaJalITyBaHHS METOJYy KJIITUHHOTO aBTOMara € MiaiopaHi
METOJIOM Mpo0y, aJKe aJrOPUTM NMPUPOAHOI FeHepalii 3aHaATO CKIAIHHUM JJIsl TAKOTO
irpoBoro nBuryHa sik «Unityy». Tomy opmni€i 3 1ineii Oysio He TUTbKH 3pOOUTH HOTO
OPUPOAHUM, a II€ ¥ ONTUMI3yBaTH, caMme 4Yepe3 1 MporpaMa BUKOPHCTOBYE METO]I

00’€THaHHS ACKIIBKOX 3T€HEPOBAHUX Mall B OJIHY.
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Puc 3.5 I'enepartist octpoBiB Ta micky Ha 2D mari.

5. Knac «BiomesGeneratory - IlenTpanbHuii KOMIIOHEHT IJIs reHeparii 0ioMiB.
OcHoBHI #oro 3aBnaHHsi - Bukopucranns pizaux reneparopiB (WHITE_LAND,
DARK_FORES Tomio) st ctBopeHHs crienudiqHux 010MiB Ta yIPaBIiHHSI KOJbOPAMHU
KITITHHOK. IX OHOBJIEHHs BinOyBaeThCs HA OCHOBI 3MiH y Martpuii Giomis. Lleif xmac
BUKOPUCTOBYE Takl airoputmu sk. IlodarkoBa reHepauis kaptu (Bunagkose
po3TalnyBaHHs KIITHHOK THMmiB "3emisa" i "mope") Ta Posmmpenns Oiomis (ITomryk

CYCIIHIX KJIITHUHOK JIJIsl 3MIHM TUIY (HANpUKIIAJl, CTBOPEHHS IUISKY HABKOJIO MOPSI).

Puc. 3.6 I'enepartist kaminHs Ta 610MiB.
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6. Knac «WorldGenerationController» - Bianosinanasauit 3a 3D reHepariito cBiTY
Ta ITPOBHUX CTPYKTYP, TAKUX K 3aMKH, MicTa, fepeBa Tomo. CrovaTKy BiH Ja€ KOMaHIy
kinacy «WorldCreator», mo0 Ttoii 3renepyBaB 3D cBiT, Ha OCHOBI MaTpHIli i3
MapGenerationController. Tlicis renepamii cBity, «WorldCreator» mae komanmy
«WorldGenerationControllery, mo BiH 3aKiHYHB CBOIO pOOOTY, a TO CBOEIO YEPTOKO JIA€
xomanny kiacy «BuildingsCreatory, 1106 To# moyaB CTBOPIOBATH Pi3HI CTPYKTYpH. BoHU

CTBOPIOIOTHCS] HA OCHOBI CTAPTOBOI MO3HIIIT MOYATKY TeHepallii KO)KHOTO OioMy.

Puc 3.7 CtBopennii 3D cBiT 3 BUIOM 3BEpXy Ta B OJTU31.

7. Knac «BuildingControllery - BinmoBimanpHHI 3a TEHEPAILil0 Pi3HUX OYHiBEIb,
nepeBo Tomlo. Bin Oyaye Ha OCHOBI MO3WIliH O610MIB Pi3HI yHIKaJIbHI CTPYKTypu. lle
MOXYTh OyTH SIK pi3Hi JepeBa, TaK i BEIHKI CENHINA. 32 OCHOBY O€pEeThCs IEHTPATBHO
TOYKA, 3BIJIKU 1 TOYMHAETHCS TeHepallis CTpykryp. st mpukinaay 6yso 3po0iaeHo pi3HUX

BUJIIB JIepeBa, 00 MoKa3aTy, Ik MorJia 0 BiIOyBaTUCh TeHEpallis cenulia, ado Jicy.
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Puc 3.8 3akinuena reneparis.

OTxe, cuctema 3abe3neuye MoBHUN Halip QYHKIN A IPOLEAYPHOI TeHeparii
KapT 3 pi3HUMHU TUTIaMU O10MIB, IHTEPAKTUBHOTO YTNpaBiiHHA 1 iepexoxy Mixk 2D 1 3D
pexuMaMu. ApPXITEKTypa € THYYKOK [JIi MalOyTHHOTO PO3MIUPCHHS, HANPHKIAI,
JI0JIaBaHHSI HOBUX THUIIB O1OMIB 4M i1HTErpaiii 31 CTOPOHHIMH cucTeMamu. Bucoxa
TOYHICTh AJITOPUTMY TapaHTy€ MPUPOAHICTH 1 PI3HOMAHITHICTh CTBOPEHUX JIaHIIIA(TIB
[19]. Kpim TOrO, cHcreMa MiATPUMYE ONTHMI3aIlil0 pPECypciB, IO J03BOJIAE 1l
BUKOPHCTAHHS Ha CEPEIHBONPOTYKTUBHUX MPUCTPOSIX.

Po3pobiniennii miaxiag TakoK BiJ3HAYAETHCS 3MEHIICHMM 4YacoM TeHepallii, 1o
poOUTh HOro eQEeKTUBHIIINM Yy TMOPIBHSHHI 3 HasBHMMH aHaymoramu. llinTpumka
HaJIAIITYBaHHS TapaMeTpiB TEeHepallii J03BOJISA€ ananTyBaTH KapTH M crenudidi
BUMOTH TpoekTy. Cucrtema 3abesnedye cTaOUIBHY pPOOOTY HaBITH MPU CTBOPEHHI
BEJIMKUX KapT, 30epiraroud BHCOKY JeTaii3aiiio. Yci Il nepeBar poossTh i

KOHKYPEHTOCTIPOMOYKHOIO JIJIsl BAKOPUCTAaHHS B PI3HOMaHITHUX ITPOBUX JKaHpax
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VY 11poMy PO3aiITL PO3TISAAIOTHCS] OCHOBHI KJIacH, 10 OyJIM peari3oBaHi s

3a0e3MeueHHs PoOOTH aJropyUTMIB I'eHepallii irpoBoro cBiTy. KoxkeH kiiac BiJIoOBiIae 3a

KOHKpeTHH# acriekt mporecy [20], skuii mouywHaeThcst 31 cTBOpeHHs 2D kaptu Ta

3aBepINy€eThCs TOOYH0BOI0 3D cepenoBuia.

Client
" StartMapCreator
<<Enumeration>>
GenerationType -randomCoefficient: float
Land, Beach, Rock, [*= — — 7 l +CreateStartMatrix(paintPixel: Action): void
Biomes, World, | Userinput -ClearPreviousGrid(grid: GameObject[,]): void
Builds, NewMap L

| GenerationSettings

+Colors: List<Color>

+Rows: Integer MapGenerationController
+Columns: Integer |l — — " -
+MinHeight: Integer -matrix: BiomesType [x,y] SandCreator
+MaxHeight: Integer > -grid: GameQbJect [xy] | +CreateBeach(paintPixels: Action): void
+Distance ToDrawNewMap: Integer | -spritePrefab: GameObject ‘-J -CheckNeighbor(matrix: StructureTypel,]):boolean
J | +GenerateStartMap(): void
— : i : VOi
f | +nger‘alestryctures(typ.e General.lonType) void RockCreator
- | -PaintPixels(x: Integer, y: Integer, c: Color)
WorldGenerationController T [~ +CreateRocks (paintPixels: Action): void
_Biomes: List<Biome> _Jl -CheckNeighbor(matrix: StructureType[,]):boolean

+GenerateBiomes(biomes: List<Biome>): void
+GenerateStructres(): void

[ —

— — - -Map: MapGenerationController

+GetlnputKey(input:InputKey): void

l

<<Enumeration>>
TerrainType

LAND, SEA, SAND,
ROCK

WorldCreator

BuildingsCreator

LandCreator

+GenerateLands(paintPixels: Action): void
-CheckNeighbor(matrix:StructureTypel[,]):boolean
-CountNeighbors(): void

+maxHeight: Integer
+minHeight: Integer
+waterLevel: Integer
-cubePrefabs: List<GameObject>

-midParts: List<Gameobject>
-cornerParts: List<Gameobject>
-maxHeight, minHeight: Integer
-maxWidth, minWidth; Integer
-minLength, maxLength : Integer

<<Enumeration>>
BiomeType

BiomesGenerator

-biomesType: List<Biome>

+CreateBiomes(paintPixels: Action)
+GetBiomesInfo(): List<Biome>

A

Biome

+StartPositon: Vector2
+Type: BiomeType

DARK_FOREST,
WHITE_LAND

+CreateWorld(matrix: BiomesType[,]): void

+CreateBiome(paintPixels: Action): BiomeType

+CreateBuildings(pos: Vector2): void

Puc. 3.9 [liarpamu ki1aciB nporeaypHOI reHepaiiii irpoBoro CBiTy.

Knac «StartMapCreatory BiamoBizae 3a CTBOPEHHS CTApPTOBOT MaIru, HOro poOoTy
Bukinkae kimac «MapGenerationController», mpu HaTHCKaHHI KHONKH KOPHUCTYBa4eM,
ab0 TIpu aBTOMAaTU30BAaHOMY CTBOPEHHIO CBITY, B 3QJIEKHOCTI BiJ TOTO, IKUW PEXKUM TPU

00paB rpaBellb AJ1s TeHepallii.
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ClearPreviousGrid({Gamedbject[,] grid)
if (grid == ) return;
for ( i=8; 1« grid.Getlength({B); i+s)
! for j = 8; j « grid.GetLength{1); j+&)
if (grid[i, j] != )

Destray(grid[i, j1);

settings.Rows, GenerationSettings.Columns];

CreateStartMatrix BiomesType[,] matrix, [ ct[,] grid,

ect spritePrefab, Action<GameOb » BiomesType> paintPixel)

for j =8; j « cols; j+)

{
matrix[i, j] = random.Mext{1l, 3) == 1 ¥ BiomesType.SEA : BiomesType.LAND;

Vector3 position = 3(1 * GenerationSett .BasicX, j * G= ings.BasicY, 8);
sprite = UnityEngine .Instantiate(spritePrefab, position, Quaterndion.identity, parent.transform);
grid[i, j] = sprite;

paintPixel(sprite, matrix[i, §1);

Puc 3.10 I'enepartist craptoBoi kapTu 3 ABoX TumiB kiaituH(Land, Sea).

Jlorika renepaiiii OCTpOBIB, sIK 0yJIO 3rajlaHo paHilie, IPaIoe 3a JIOT1KO
METOIy KJIITUHHUX aBToMaTiB. [TigpaxyHoK cycia BiiOyBa€eThCS 32 HACTYITHOIO

JIOT1KOIO:

Checkneiphbor(BiomesType[,] matrix, My ¥a countersea, coumteriand}
i
if (x>=0 &8 ¥y >=8 & x rations .Rows && y < Generati ttings.Columns )
i
if (matrix[x, y] == BiomesType.SEA)
i

courterseat+;
1

i
else if (matrix[x, ¥] == BiomesType.LAND)

{
courrterLands—+;

1
I

1
I

y

Puc 3.11 IligpaxyHOK cyci Juisl KIITHHU.
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VY G1aBII0CTI BUIAIKIB BC1 IEPETBOPEHHSI Y KIIITUHHUX aBTOMATIB BUTJISIAI0Th

CXO0KHM 00pazom:

if (matrix[x, y] == BlomesType.LAND)
i

if (countersea — 3 || countersea — & || countersea — 7 || coumtersea == 8)
r
L

newMatrix[x, y] = BiomesType.SEA;
¥

else if (matrix[x, y] == BiomesType.SEA}
(counterLand — 2 || coumteriand == & || counterLand = 7 || counterLand = &)

newMatrix[x, y] = BlomesType.LAND;

Puc 3.12 IlepeTBOpeHHS KJIITHH B 3aJICKHOCTI BiJl CYCi/iB.

[Ipore, iHOA1 OyBatOTh BUMHATKH, HAPUKIIAJ, Y TEHEPAIlii MIiCKY:
CheckMeighborForSand (BiomesType[,] matrix, x, ¥)

if (x >= 0 BR y »>= @ BE x < Gener

{

return matrix[x, y] == BiomesType.SEA;

}

return

Puck 3.13 [lepeBipka CyciJiiB MICKY.

AJKe SIKIO y KIITHHU € CYCiJT MOpEe, OT)KE BOHA Ma€ OYTH IMICKOM.

I'enepartist 3D cBity, BinOyBaeThCs 3a TPOXH CKIATHIIINM aaTOPUTMOM, TIPU
IbOMY BUKOpHCTOBYIOUHU IyM Ilepiina 1 cBo€i poOOTH. PiBeHb 3aBkK A1 Ma€ HYJIbOBE
3HA4YEeHHs 10 Y, MPOTE, 11€ MOKIIMBO Jy’Ke JIETKO 3MIHUTH. Ha naHOMy eTari BOHO Mae
TaKe 3HAYEeHHS, aJI’)Ke y BOJIM HeMae (D13UKU, TOMY, JETIOUl KyOu OyAyTh BUTJISAATH
HEKOPEKTHO. [ 'eHepartisi CTpyKTyp TeHepye 3a3/ajeriib CTBopeHuit mpedad Oyminii,

SIKMI TaKOX Ma€ BKIJIaJIEHY JIOTIKY JUJIsl TOro, 1100 OyaiBii BUTIIsAAau no pizHomy. Koa

re’epatiii CBiTy Ta CTPYKTYp:



GenerateiDMap(BlomesType[, ] matrix, Gom ect parent)

roWs = matrix.Getlength(B);
eols = matrix.Getlength(l);

_parent = parent.transform;
far [ ¥ o= B X € rOWS; Xi++)

¥y = 8; y « colsg y+)

perlinvalue = Mathf.PerlinMoise(x * noiseScale, y * nolseScale);
height = Math?.RoundTeInt(Msthf.Lerp{ninHeight, maxHeight, perlinValue));

(matrix[x, y] == BlomesType.SEA)

height = waterlLevel;

h = @8; h < hedght; h++)

tor3(x, h, y);

casie BiomesType. LAND:
cube = Instamtiate( landCubs, position, Quaternion.identity, parent);
ak;
"gse BiomesType. SAND:
SanCorrect( cube, x, h, ¥};
reaky
case BiomesType.WHITE_LAMD:
cube = Instantiste( whiteCube, positien, Quaternion.identity, _parent);
break;
casie BlomesType.ROCK:
be = Instamtiate( rockCube, position, Quaternion.identity, _parent);
ak;
case BiomesType. WOODS:
be = Instamtiste| woodCube, position, Quaternion.lidentity, _parent);
break;
case BiomesType.SEA:
cube = Instantiate( seaCube, position, Quaternion.identity, _parent);
ak;
default:

break;

Puc 3.14 I'enepauisa 3D manu cBity.

GenerateBiomes(List<Biome> biomes)

foreach (Biome biome in biomes)

{
ect prefabToInstantiate =

switch (biome.Type)
{
case BiomeType.DARK_FOREST:
prefabToInstantiate = darkForestPrefab;
break;
case BiomeType WHITE_LAND:
prefabToInstantiate = whitelLandPrefab;
break;

}

if (prefabToInstantiate != )
{

Instantiate(prefabToInstantiate, Vector3(biome.Position.x, ®, biome.Position.y), Quaternion.identity);

b

Puc 3.15 I'enepanisa 3D cTpykTyp Ta OyaiBeib.
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VY po6oTi peainizoBaHO MOYJIBHY CUCTEMY MPOIIEAYPHOI T€Hepallii irpoBOTo CBITY,
sKa €EKTUBHO MOEJHYE ATOPUTMH KIITHHHUX aBTOMATiB, myM [lepiina Ta npuHIMIH
00'eKTHOOPIEHTOBAHOTO TIporpaMyBaHHs. BoHa 3a0e3mneuye cTBopeHHs sik 2D-kapTu, Tak
1 i1 Tpanchopmanio y 3D-cepenoBuiie 3 pi3HOMaHITHUMU OlOMamH, CTPYKTypaMu Ta
naHamadramMu. 3aBASKU UYiTKiH CTPyKTypi KiaciB [21] 1 BHUKOPHCTaHHIO TOTOBHX
npedabiB, cucTeMa JIETKO PO3IIMPIOETHCS Ta HAJAIITOBYETHCSA I Pi3HI HOTpeOHU
irpoBoro mporecy. Takum unHOM, BOHa 3a0e3mneuye OamaHc MiX (PyHKIIOHAJIBHICTIO,
THYYKICTIO Ta MPOJAYKTUBHICTIO, 1110 POOUTH ii YHIBEpCATBLHUM PIIICHHSIM JIJIs1 PO3POOKHU

ITPOBHUX CBITIB.

3.5 Pe3yabTaT po3po0/ieHoro ajJropurmy

Po3pobnenuii MeToj mpoleaypHOi TreHepailii mokasye cede SK TMOTyXKHe U
TepCIIeKTUBHE PillleHHs I CTBOPEHHS irpOBHX CBITiB. FIOro roJIOBHHMY TIepeBaramu €
BHCOKA THYYKICTh HaJIAIUTYBaHb, 10 J03BOJISE a/IallTyBaTU KapTy MiJ pI3HI XKaHPH 1rop
Ta crienuQiyHi MOTpeOU MPOEKTIB. 31aTHICTh CTBOPIOBATH BEJIMKI CBITH 3 PEaICTUYHUMU
JaHAmadTaMu CTaBUTH 1IEM METO] Ha PIBEHD 13 HAMKPAIIIUMH CYYaCHUMH aJITOPUTMAMU,
a 'y IeSIKUX acreKTax HaBiTh MEPEBEPIIYE iX.

Oco0MMBO BUIIISETHCS MIBUAKICTH POOOTH aIrOpUTMy: dYac TeHepaii Ta
3aBaHTAXCHHS 3HAYHO 3HUKEHUH, 1[0 POOUTH MOTO 3pYyUHUM SIK JJIS TPABIIIB, TaK 1 JJIs
PO3pOOHUKIB. 3aBASKU CEPEHIM BUMOTAM J0 PECYpPCIB, aJITOPUTM 3/IaTHUIN MpaLIOBAaTH
Ha OUTBIIIOCTI Cy4YacCHHMX MPHUCTPOIB 0€3 3HIKEHHS MPOAYKTHUBHOCTI. Ll onTumizariis
MOK€ CYTTEBO PO3IIMPUTH HOr0 3aCTOCYBaHHS, BKIIOUAIOYM MOOUIbHI MiIaTdopMH Ta
1HA1-TIPOEKTH.

€IMHUM acmeKkToM, IO MOXeE MOTpeOyBaTH BIOCKOHAJIEHHS, € CHPOILEHHS
1HTerpaiii 31 CTOPOHHIMH CHCTEMaMd Ta aBTOMATH3allis MiI00py MapaMmeTpiB IS
HOBaukiB. He3Baxkarouu Ha 11€, po3p00ICHHI METO] BXKE € TIOTYKHUM 1HCTPYMEHTOM JIJIst
CTBOPEHHsI ~ MPOIEAYPHO-TEHEPOBAHMX  CBITIB, JEMOHCTPYHOYH  OajaHC  MIX

MPOYKTUBHICTIO, IKICTIO Ta YHIBEPCAJIBHICTIO.
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CwibH1 CTOPOHU:

1.Po3po0nieHuii anropuT™M JEMOHCTPYE BHUCOKY THYYKICTh Y HaJallTyBaHHI
napametpiB. Lle mae 3Mory cTBOproBaTH pPI3HOMAaHITHI CBITH 3ajJ€KHO BiJ MOTpeO
KOpuCTyBaua a0o Tumy Tpu. Y TOpiBHSHHI 3 anroputMamu Minecraft, Terraria Ta
Starbound, siki MarOTh HU3bKY THYYKICTb, Balll METOJI € OLTIbIII aJalTHBHUM.

2. Po3pobnenuii MeTos 3AaTHUN reHepyBaTH KapTu po3mipom g0 12000x12000
OJIOKIB, 110 € OJHHUM 13 HAMOIIBIIMX IMOKA3HMKIB Cepell MOpPIBHIOBAaHUX cucteM. Lle
nepeBuIrye MoxxsmBocTi Terraria (8400x2400) ta Starbound (12000x3600).

3. AnropuTM 3a0e3nedye BUCOKY PealliCTUIHICTh CEPEIOBHUIIA, sIKa MTePEBEPIIyE
Minecraft 1 Terraria, mHaOmmxkarouuchk n0 Starbound. Ile mgocsraeTbcs 3aBOSKU
BUKOPHUCTAHHIO CIEIialli30BaHUX O10MiB Ta aJIalITUBHOI JIOTIKH TeHEepaIlii.

4. Po3po0OiieHnil aqropuT™M Ma€ 3HAYHO MIBUAIIMKA 4Yac reHeparii CBITY — B
cepeaubomy 1.5 xBuwmnu. [le BABiul MeHmne, HK Y Minecraft (4 XBuiauHU), 1 3HaYHO
Kparie, Hix y Starbound (3 xBuiuHM).

5. 3aBaHTaXECHHS KapT TpUBAE JHIIEC 3-5 CEKyHJ, 10 3HAYHO IIBUAIIC Y
nopiBHsAHHI 3 Minecraft (10-15 cexynm) ta Starbound (7-9 cexynpn).

[IpoTe, Ha kaJyib, HE OOIUIILIIOCH O€3 CTA0KUX CTOPIH:

1. AnropuTM Mae€ CcepelHi BUMOTH JO amapaTHOro 3a0e3MeueHHs, sKi JIEIIO
nepeBulyIoTh Terraria, TpoTe BOHU 3JIMILIAIOTHCS HUKYUMU, HIK Y Minecraft. Lle moxe
0oOMeKyBaTH HOro BUKOPUCTAHHS Ha CIIA0KUX MPUCTPOSIX.

2. Xo4a po3Mmip CBITY € 3HAYHOIO TIEPEBaror0, reHepailis HaCTUTbKM BETMKUX KapT
MO>K€ CIIPUYHUHSITH IPOOJIEMH 3 ONITUMI3ZAIIEI0 Y PEAIbHOMY Yaci Ha JEIKUX CUCTEMaX. Y
oMy acrnekTi Terraria BUrpae 3aBIsKu OLIbII KOMIAKTHUM CBITaM.

3. AJITOpUTM HE MOKE 3MaraTHCh 3 TAaKOI BEJIMKOIO TeHepallieto, sk «Minecrafty,

aNTOPUTM ITIIXOAUTH JUISI OLTBIIT MAJIUX, Ta MOYKJIMBO, CIOKETHO-POJIBOBHUX 1r0p.
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Taomurg 3.1

[TopiBHsIBPHA XapaKTEPUCTHUKA aITOPUTMIB T€HEpAIlii IrpOBUX Mall

. i Po3pobaennii
KpuTepiii Minecraft Terraria Starbound
AJITOPUTM
Mo:xnuBicTh
Husbka Hwusbka Husbka Bucoxka
HAJIAIITYBAHHSA
Po3mip cBiry, Ho 60 miH
‘ 8400x2400 12000x3600 12000x12000
0J10KiB 00'eKTiB
IIpupoanicTh
Cepenns Cepenns Bucoka Bucoka
Janama@pry

Yac renepauii

4 2 3 15
(cepenHiii), xB
Yac 3aBaHTaKeHHSA
10-15 5-7 7-9 3-5
KapT, CeK
Bumoru 1o ) ) ) )
Bucoki Huzpki Cepenni Cepenni
pecypcis

Po3pobnenuii anroputM Mae HU3KY YHIKaIbHUX IepeBar, siki poOssITh MOro
MOTY>KHUM 1HCTPYMEHTOM JJIsl CTBOPEHHS BEJIMKHUX, Al TUBHUX Ta PEATICTUYHUX CBITIB.
Bin mepeBeplilye KOHKYpPEHTIB y HaJaIITyBaHHI MapameTpiB, MIBUAKOCTI poOOTH Ta
MNIATPUMII BEJMKUX PO3MIpIB KapTH. OJHAK, CIiJ 3BEpHYTH yBary Ha ONTHUMI3allio
BEJIMKMX CBITIB Ta BUMOIM JI0 pecypciB, OO0 3poOUTH ainropuT™M Iie OuIbLI
yHIBEpCATbHUM.

[le#t MeTO BUKOPHUCTOBYE YHIKaJIbHHUM MiIX1A 10 TeHepalii Mamu, TeHepyruu
OKpeMI CerMeHTH (KapTH) HE3aJIeX)KHO OJIHA BiJl OJIHOI, a MOTIM 00’ €IHYIOUH iX B €JIUHY
HUTiCHY cTpykTypy. Lled miaxia naB 3HaUHUN NPUPICT ONTHUMI3ALII, OCKIIBKHU JT03BOJISE
PO3MOAUINTY HABAHTAKEHHS HA 00YMCITIOBAJIbHI pecypcH OLIbII PiIBHOMIPHO.

['eHeparlriss cerMeHTIB OKpemMoO 3a0e3ledyye MOKJIUBICTh MapaliebHOi OOpOOKH, IO
3HAYHO 3HIDKYE Yac TeHeparlii HaBiTh JJIs Ay>Ke BenuKux kapt. O0'eTHAaHHS CETMEHTIB y

KIHIIEBUH CBIT peaji3y€eThCs 4epe3 CIelialibHI alrOpUTMH 3IIWBAaHHS, SIKI 30€piraroTh
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MIPUPOJIHICTH JIaHAMA(Ty Ta 3a0e31euyIoTh MJIaBHI mepexoau Mix 3oHaMmu. Lleit meton
JI03BOJIMB CKOPOTUTH Yac OOpOOKM Maike BIBIYl, MOPIBHAHO 3 TPaTUIIHHUMHU
M1JIX0/1aMH, SIKI TCHEPYIOTh Mally SIK €IMHE IIiJIe.

Kpim Toro, Taka MOAyJIbHICTh T€HEpAIlil BIIKPUBAE MOXKIUBICTD JIJIsl JUHAMIYHOTO
OHOBJICHHSI 200 PO3IIMPEHHS KapTH IiJ] yac rpu 6€3 MOMITHHUX 3aTPUMOK, III0 pOOUTSH 1IeH
QITOPUTM YHIBEPCATBHUM 1 NPUJIATHUM [JIsi 0aratbox CIEHApiiB BUKOPHUCTAHHS,
BKJIIOUYAIOYH ITPU 3 BITKPUTHM CBITOM 1 CUMYJISITOPH.

Po3pobnennii MeTo TakoXK peasizye MeXaHi3M JTUHAMIYHOTO BimoOpakeHHs 3D
00'€KTUBY, SIKHI TEHEPYETHCS B PEKUMI PEATLHOIO Yacy HaBKOJIO MO3UIIIT TepCOHaXa Ha
2D-mami. Skio mepcoHak 3HAXOAUTHCS Ha TO3MIlii, Hampukian, 2x3, To 3D-marma
MaJTItOeThCs B pajiiyci 1 Bix miel Touku. [{e o3Haudae, 1o BigoopaxxaroThCs BC1 BIMOBIIHI
3D-cermenTu: 1x2, 1x3, 1x4, 2x2, 2x3, 2x4, 3x2, 3x3 1 3x4.

Takuit miaxig J03BOJISE CYTTEBO ONTHUMI3ZYBaTH OOUMCIIIOBAJIbHI PECYypCH, aJKe
pennepunr 3D-nmanamadTy OOMEXKYeThbCS JIMIE HEOOXITHOI Il B3aeMOAll 3
nepcoHaxkeM obOnactio. Pemta cBity 3amumaerses 'y 2D-gopmari, mo 3HUKYE
HABAaHTAKEHHA Ha cucteMy. Lle pimenns 3a0e3neuye miaBHICTh epexoiB Mix 2D-13D-
peXUMaMH, a TaKOX MIJITPUMY€E BUCOKY MPOAYKTHUBHICTh HaBITh y BEJIMKHUX CBITax 13
JIeTaji30BaHOoI0 rpadiKoro.

Takox OyJi0 BHUKOPHCTAHO TMepeBard matepianiB 1 penaep meroaiB Unity, 1o
JIO3BOJIIIOTh MaJIIOBaTH BCl HEOOX1HI cerMeHTH 3D-manu 3a ouH pa3. 3aBIIKUA TaKUM
iHcTpyMmeHTaMm Unity, sk Instancing (€eKOHOMIYHE MOBTOPHE BUKOPUCTAHHS OJHAKOBUX
00'exTiB) Ta Batching (rpymyBaHHs 00'€KTIB JIIi OJTHOPA30BOTO PEHIIEPUHTY), CUCTEMA
MIHIMI3Y€ KUTbKICTh BUKJIUKIB 70 rpadiunoro npoiecopa (GPU).

[eit miaxia mie OuIbIIe MABUILYE MPOIYKTUBHICTH, JTO3BOJISIIOYM BigoOpa)kaTu
BEJIMKUI 0OcAT AeTajieil y peasibHOMY yaci, 0e3 3HaYHOrO HAaBaHTAXEHHS Ha PECypCH.
Hanpuknan, BukopuctanHss matepianiB 13 miaTpuMkoro Shader Graph 3a0e3neuye
ONTUMAaJbHY B3AaEMOJII0 MIXK OCBITJICHHSIM, TEKCTypaMH Ta TIHSAMH, IO CTBOPIOE

pEANTICTUYHUN BUTJIS CBITY 3 MIHIMaJIbHUMU BUTPAaTaMH Ha OOYMCIICHHS. 3aBISKH 1TUM
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MoxiauBocTsM Unity, MeTOJ JocArae BHUCOKOI €(pEeKTHUBHOCTI y BiJoOpa)KeHH1 SK
BEJIMKHX, TaK 1 JOKAJIBHHUX 30H KapTH.

Oxpim onTUMI3allii, MOB’SI3aHUX 13 MaTepialaMy Ta PEHIECPUHTOM, PO3POOICHUN
Meroa edektuBHO BUkopuctoBye Occlusion Culling, 1o 103BoJisi€ 3HAYHO 3MEHIIUTH
HaBaHTKEHHA Ha rpadigauil mporecop. L{s TexHomoris 3a0e3neuye MaatOBaHHS TUTBKU
THUX 00'€KTIB, SIKI 3HAXOJATHCS B MEXaX BUIAMMOCTI KaMepH, TOJII K BC1 1HIIN CETMEHTH
CBITY, 1110 IEPEKPUBAIOTHCA a00 3HAXOATHCS 11032 MEKaMHU OTJISTY, HE 00pOOIISIIOTHCS.

3acrocyBannsa Occlusion Culling y moenHanH1 3 AMHAMIYHUM peHaepuHroM 3D-
Manyd B pajilycl BIAHOCHO TNO3MUILII MepcOoHaka 3al0e3nedye HaA3BUYAWHO BHUCOKY
MPOIYKTUBHICTh HAaBITh JUISI KapT 13 BEJIMKOIO KUIbKICTIO nertaieil. Lle mosBodsie
30CepeIUTU OOYHUCITIOBAIbHI PECYpCH Ha BiJOOpa)KEHHI JIMINE BAXXJIUBUX JJISI TPaBLS
CJIEMEHTIB, 1110 POOUTH METO/1 HE TIJIbKU MIBUKUM, ajie 1 MacIITabOBaHUM JIJIsl BEJTUKUX
CBITIB.

HonatkoBo, 3aBasku iHTerpauii Occlusion Culling 3 mpouenypHiM reHepyBaHHSM,
cUCTEMA JEMOHCTPYE UyAOBY aJaNTUBHICTh 10 Pi3HUX KOH]irypaiiii oonagHanHs. Lle
O3HaYa€, M0 HABITh HAa MEHII MOTYXHUX MPHUCTPOSX METOJ 3abe3neuye IIaBHUN
reiMiied  0e3 TMOMITHOTO 3HHUXEHHS SAKOCTI. Y TMO€JHAHHI 3 MOKJIUMBICTIO
BIJIMAJIbOBYBaTH MaTepiaiid 3a J0mnoMoror edextuBHux wmetoqiB Unity, Takux sk
Batching ta LOD (Level of Detail), po3po6sienunii miaxij cTae yHIBEpCAIbHUM 1 11€THHO
MIIXOAUTH SIK I MQJIUX, TaK 1 111 BEJIMKUX BIJIKPUTHUX CBITIB.

Po3pobnenuii MeTron NIEeMOHCTpy€ 3HAYHHMM IIOTEHINan JUIS 3aCTOCYBaHHS Y
BIIKPUTUX CBITaX, SKI BUMAararTh JeTajizailii Ta JTUHAMIYHOCTI. Woro orrumizatis
JT03BOJISIE THTErPyBaTH CKJIaAH1 JaHAmadT 0e3 CyTTeBOro HaBaHTaXEHHS Ha PECYpCH

CUCTEMHU, 3a0€3MeUyI0YH TUIABHICTh pOOOTH HABITh Y MAaCIITAOHUX MPOEKTAX.
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BUCHOBKHA

Y mporeci pobotu Oyno mimiOpaHO Ta OMPANbOBAHO BIiAMOBIAHY HAYKOBO-
TEeXHIUHY JIITepaTypy, ska 3ade3neuunia GyHIaMeHT I MOJaIbIINX JOCIIKEeHb y cdepi
MpOIIeTypHOI TeHepairii KoHTeHTy. [IpoBeaeHo rmOOoKMiA aHalli3 HASBHUX aJTOPUTMIB,
takux sSK Binary Space Partitioning, Cellular Automata, Graph-based algorithms Ta
Voronoi Diagrams. lle#t anani3 103BOJIMB OLIIHUTHU 1X CHUJIBHI CTOPOHHU Ta HEJIOIIKH, 110
CTaJI0O OCHOBOIO /I BHOOPY HaWOLIbII JOLIIBHOTO MIAXOAY [0 TeHepalli 1IrpoBUX
CTPYKTYD.

Ha ocHOBI KJIITUHHUX aBTOMATIB OyJ0 CTBOPEHO aJTOPUTMHU IS MPOIETYyPHOI
reHepamii, MO 3a0e3Meunsio TMIABUIIEHHS SKOCTI CTBOPIOBAHOTO KOHTEHTY Ta
e(eKTUBHOCTI Tmporecy reHepauii. Po3pobieHa mareMaThyHa MOJAEIb J03BOJIMIIA
MozenmoBaTu 2D Mamu 3 ypaxyBaHHSIM MNPUPOAHUX 30H (3€MJid, BOJA, MICOK), IO
3a0e3neumsio OUTbII PEeATICTUYHUN BUIJISAJ ITPOBUX MpocTopiB. Peamizamis (yHKIil
nepetBopeHHs 2D manu y 3D cepenoBuine Hajalia 3MOTY Bi3yalli3yBaTH 3reHEpOBaH1
CTPYKTYpH Yy BHUIJISIAI 00 €MHOrO JIaHAmMAa(Ty, CTBOPIOIOYM HOBI MOMKJIHMBOCTI IS
IHTEPAKTUBHOCTI Ta 3aHYPEHHSI IpaBLs y BIPTyaJbHUMN CBIT.

VY cepenosuii Unity Oyia po3po0sieHa apXiTeKTypa MpOrpaMHOTO 3a0e3MeueHHs
JUTSl TeHepallii iIrpoOBUX CTPYKTYD, SIKa BKIIFOUA€ MOYJI JJIsl CTBOPEHHS CTAPTOBUX KapT,
O0loMiB, TUISDKIB, CKelb, OyJiBeJb Ta IHIIMUX OO0’€KTIB. 3aBISKA IbOMY BIAJOCs
IHTErpyBaTU pPI3HOMAHITHI €JIEMEHTU TeHepalii B €IUHY CHUCTEMY, IO JI03BOJISE
PO3pOOHUKAM IrOp JIETKO HAJAIlITOBYBATH MapaMeTPHU Ta CTBOPIOBATH YHIKAJIbHI 1IrPOBI
CBITH.

[IpoBeneHo TecTyBaHHS pPO3POOJICHUX aJTOPUTMIB, SKE MIATBEPIUIIO iX
edeKTUBHICTh. Pe3ynpTaTi 3aCBIAYMIN MOXKIIMBICTH CTBOPEHHS PEATICTUYHUX ITPOBUX
IPOCTOPIB 13 MIHIMAIBHUMHU BUTPATaMH PECYpCiB, 110 BIJKPUBAE MEPCHEKTUBH IS

3aCTOCYBaHHS IIUX AJITOPUTMIB Y Cy9aCHHUX ITPOBUX MPOEKTAX.
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JTOJATOK A. ITEMOHCTPALIIHI MATEPIAJIN

' ‘ JEP)KABHHUI Y HIBEPCUTET IH® OPMAIIIHO -
KOMY HIKAINMHUX TEXHOJIOT' T

‘ -D- H | HT HABYAJIbHO-HAYKOBUI IHCTUTYT IHOOPMA LIIMHUX
TEXHOJIOI' A

KA®EJIPA TH)KEHEPIT [TPOT' PAMHOT O 3A BE3TIEUYEHHS

Maricrepcbkapo0oTta

«METOA FEHEPAHIi ITPOBOI'O CBITY TA CTPYKTYP IJISA I'PU B
JKAHPI RPG»

Buxonas : ctygent rpymu [1/]M-63 botiko Mukura CeprifioBud

KepiBauk: a.71.H., mpod., npodecop xadpenpu [II3AC bonnapuyk Axnpiit
[IeTpoBru

Kuis - 2025

META, OB’EKTA TA ITIPEIMET JOCJIKXEHHS

Merta po0GoTH TOKpamleHHS MNPOAYKTUBHOCTI Ta SIKOCTI MPOLEIypHOTO
KOHTEHTY IIJISXOM BJOCKOHAJICHHS alTOPUTMIB, 3aCHOBAHUX Ha MOMIENI
KJIITHHHUX aBTOMATIB JJIsl TeHepallii IrpoOBUX CTPYKTYP.

O0’€eKT 10 CaiIzKeHHS : TIpolleC TeHepallii IrpoBUX CTPYKTYp AJSl CTBOPEHHS
ITPOBHX CBITIB.

IIpenmer  gochimkeHHsi: MeTOOu, 3aco0M Ta  alrOpuTMU  JJIs
aBTOMATH30BaHO1 reHepallii IrpOBUX CBITIB Ta CTPYKTYP.



AHAJII3 ICHY IOYHX PIIEHD JUISI IPOLEAY PHOI TEHEPALT IT'POBOT'O CBITY

MaTeMaTuKa 11 1106}711013"

MeTtoaun . . . .
PexypcusHuii Hiarpamu AsropuT™Mu Kaitunni
Kpurepii NoAia mpocropy Boponoro Ha OCHOBI rpadis aBTOMATH
OcHoBHUTT Pekypcusne noginenus | I[Toginnpocropy HaaiasHKH I'padu sk By3nu Ta KnituHHa cumynisnis 3a
NPUHIUIPOOOTH | [pOCTOPY HA MmiAperioHn 3a Haf{O MK YO FOrOIKOI0 3'eIHAHHSA IIpaBHJIAMH Cy CiJICTBA
B : IoTpi6
. . Bucoka: Crianna yicora: HIOTpIOHO Cepennst: [Ipoctuiiko, ane
Cruaanicrb Husexa: [Ipocruiianropurmi Gynysaru rpadu,

BOKKE HAJIAIITY BAHHSA

CepEeaOBHUIL

peanizauii 6e3 CKIagHUX 00YHCICHD N S HAJIalITOBYBATH MOLTYK
i onTuMizaniikpais. . IpaBuil.
IILTSIXIB.
I ier Huspka: [TpunaTauii nume Bucoxka: ITpunarauii juis Bucoxa: Kourpons Bucoxka: Jlerko 3miHoBaTH
HY4KiCTh .
y UL peryIsipHuX Gpopm NPUPOJHUX30H CTPYKTYpH Ta JeTanei npasuia
. . JloGpe 11 X0 1N Th 1151
Buxopucranns | ITizxoauTs ausGyaisens - . Jlerke cTBOpEHHS CKIaJHUX .
. JloGpe 11 6ioMiB BOAOHM neuep, penbedis,
B 3D KiMHAT CTPYKTYpP
nanamadry
IIpocrora, mpupo guuit
. I'enepauis peanicruunux | [lpupathuii s nabipunTisg BUTJIsA, Oe3i1iy
IepeBarn Jlerko peanizypatu . ) .
30H jgopir MOKJIHBOCTEH
HaJlalITy BaHHs
. OOMesx eHuiiIIA IPUPO AHHX] " . N . .
Hepnonixkn e pHpOA CknagHa 06po6kakpain Cxnanuuii y Hanamtysansi | CxiajaHuii y HanaimTyBaHHI

MATEMATHUYHA MOJIEJIb AJITOPUTMY T'EHEPAIIII ITPOBOTO CBITY

1. Tenepais crapToBoimanu: Hexait M— MaTpuiiicradiB poamipommxn, ne M,,, npuitMae 3Ha4eHHsI3 MHOXIH

) _ |SEA axmorand(1,3) =1,
{SEA.LAND}; My, = {LAND, iHak1ue.
2. ®yukuis nepesipku cycimis: Hexail S(x,y), L(xy) — niduibHUKA 151 MOPChKUX (SEA) Ta 3emensuux (LAND)
cycimiB mis KITUHKH (X,y). [l mepeBipKucy Ci/liB BUBHAYUMO :

SEA, axmo M(x',y") = SEA,
Neighbor(x',y') = { LAND, sxwoM(x',y") = LAND,
@, AKI0 (x', y') [o3a MeXaMu MaTpHIi

ANTopuUTMIIIpaXyHKY CYCiliB W KIIITHHKH (X,Y):

S(x,y) = 8(M(x + Ax,y + Ay) = SEA)
Ax,Ay€{-1,0,1}\{(0,0)}

Lix,y) = 8(M(x + Ax,y + Ay) = LAND)
Ax,Ay€{~T,0,1}\{(0,0)}
ne 8(condition) = 1, sxmo condition ictuune, i 0— B IHIIOMY BUITAJIKY.

3. Jlorika  CTBOPEHHAOCTPOBIR 3MiHa cTaHy KITHHKH M(X,y) BU3HAYAETHCS IIOTOYHAM CTAaHOM i UHCIIOM CYCifiB:

SEA axmo S(x,y) € {3,6,7,8},

Sxkmo M(x,y) = LAND, To HOBHIiCTaH: M (x, y) = {LAND {HaKme

LAND, axwo L(x,y) € {3,6,7,8},

fAxmo M (x,y) = SEA, To HOBUH CTaH: M'(x, y) = {SEA {HaKmIe

4. Jlorika ctBopennsnecky: Skmo LAND Mae cycincTBo 3 Boolo, BiH nepeTBoproeThesi HHAND
L(X,y)ZAX‘Aye{_1_0,1}\((0,0)} s(M(x + Ax,y + Ay) = SAND)
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BJIOK-CXEMA POBOTHU AJITOPUTMY MPOLIEAYPHOI TEHEPAILIIT

lenepayin Crsopess
~w|  CTApTOBOT ManW —+ r:”".‘:' r'm" 'wm" m:“ KAM'HNCTONO
(3esni 7a sagw) Ipos nanupadTy
36epemens nosmyil Mexepayis plasmx
NepWoi KiTHEm Gloma Glomis Ha 3emni
Of'canannn man no
Giomam
lewepayin 30 caity
Wa ocHosi Manu Ta |—|  TEMePauln 30
03U PaBUR CTpyxTYR
3asepuenns
poGorwm

JIATPAMH KJIACIB ITPOIIEJIYPHOI TEHEPAIIII I'POBOI'O CBITY

Usarinput

Map MapGeneranonControlier

StartMapCreator

-randomCeeftcent: Som

+CremeSamass pantPixel: Acton]: weid
~ChoaPravousGeagad: Gamedbecy ) vout

LandCreatar
+GathgutKey ingat Inpuay). vod Xvoid
> -CheckMeghbon mamx Struciure Type( [ boolean
Yok Uisioojon: -COwmNaIGTEOn () void
+Rowe Integer
+Cobamns: Intoger b=
P MIEHOGI deger : SandCrestor
sMaHeioht SV coue 4 T
O ) t MapGenerazianCantrodier “C e Acion): void
—‘—""" e 1T AT S —
i = == -und GarmeOtyect [xy]
2 | spotePrefab: GameOtyect RockCreator
WorldGenerationController | +CaneraeStatMag): vor! +C (panPusks: Action) vord
“Blomes List<Biome> i o VG ye ypoy wid “ChoskNeighr e SIncsim Tyon [y boasan
T
Ger L ) void ]
+Guenrate Sructiusd), vidl BlomesGenerator
< Emmeralion> -bomesType: Lt Biames
? TorrainType FCemsficoresipaintPiasly: Action)
LAND, SEA. SAND. +GelBomesima). Let<Biome>
ROCK
‘WorldCreator Buiding sCreator
~mud-eighe. Inleger mudFans: Le<Gameobyect>
smineighe: Intnger <omerPans Lis<Oamoctjocs Tv——————
wats Lol vinger e, e Integee «‘MW - sl
“cubePrefalis List<GameObpct> b, meWdth, Fieger . — 4 *StanPoston, Vectnrd
Langth, neeger F T == +Type: BomeType
Croamvrdimatie: BumesTypol ) vod S e sl g e el
e Vecior?) via G weks. Action) BomeType

79



80

EKPAHHI ®OPMHU

3reHepoBaHa 2D mara 3renepoBanuii 3D cBiT

EKPAHHI ®OPMHA

3OBHIIIHUI BHIVISAJ] CBITY Bi] IEPIIOr0 00 MY Ys



AHAJII3 ICHY IOYHMX PIIEHD JUIS1 IPOLEAY PHOI TEHEPALT ITPOBOT'O CBITY

MeToau , ] )
Minecraft Terraria S tarbound 03po0IeHUH
KpuTepii aJTOPUTM
Hanamrry Banus N
reHep arii - - -
MpwvaaTHicTrgo 3D-
reHepauii + - - +
Bucoka i n N N
NPOAYKTUBHICTb
PeanictuuHictb N
CTBOPEHOTCCBITY - - -
9
BUCHOBKHA

1. TpoBemeHo aHadi3 ICHYIOMUX A&ICOPHIMIB  NPOIECAYpPHOI TeHepali, TaKuX K
«PexypcuBHHil moAin TpocTopy», «KiiMHHMI ~aBTOMamy, «AJTOPUTMH HAa OCHOBI
rpadiB», Ta «Jliarpamu BopoHoroy .

2. CIBOpEHO aIrOpUIMH Ha MOAENI KJIITMHHUX AaBTOMATIB Ul NPOIEAYpHOI TIeHepartil
IFPOBUX CIPYKTYp, IO JO3BOIIIO JOCAITH MiIBUILCHHSA SKOCTI CTBOPIOBAHOI'O KOHTEHTY
Ta TPOAYKTUBHOCTI TeHepartii .

3. Po3pobneno mareMaTiyHy MoOAejib reHepauii 2D mamu i3 BpaxyBaHHSIM MNPUPOJTHHUX 30H
(3emu1s1, BOJa, MICOK ).

4. PeanidoBano ¢yHkiiro neperBopenas 2D mamm y 3D cepenoBumie, mo 3a0e3medmio
BI3yasi3allif0 3reHepOBAHUX CTPYKTYp Y BUIISAL 00’ eMHOro JaHgmadry.

5. Po3pobneHo apxiTeKTypy NpOrpaMHOro 3a0e3MeuUeHHs A TeHepalli irpoBHX CIPYKTyp y
cepenopumii Unity, 10 BKJIIO4a€ MOMYNI TeHepalii cTapToBOi KapTd, OIOMIB, IUISDKIB,
CKellb, Oy/iBeNb Ta HIIHUX 00’ €KTIB.

6. 3mificHeHO TeCTyBaHHA pOOOTH AITOPHIMIB, IO MATBEPAWIO I1X e(EeKTUBHICTE Y
CTBOPEHHI peallicCTMYHUX IrPOBHX CBITIB 13 MIHIMAJILHUIMH BHUTpaTaMH PECYPCIB.
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JOIJATOK b. ICTUHI'X ITPOI'PAMHUX MOAYJIIB

using BiomeCreator;
using UnityEngine;

public class MapGenerationController : MonoBehaviour
{
private BiomesType[,] _matrix;
private GameObject[,] _grid;
private GameObject _spritePrefab;
private StartMapCreator _startMap = new StartMapCreator();
private LandCreator _land = new LandCreator();
private SandCreator _sand = new SandCreator();
private RockCreator _rock = new RockCreator();
private WhiteLandCreator _whiteLand = new WhiteLandCreator();
private DarkForestCreator _woods = new DarkForestCreator();
private Map3DGenerator _3DGenerator;

private void PaintPixelElement(GameObject sprite, BiomesType biome)
{
var renderer = sprite.GetComponent<SpriteRenderer>();
switch (biome)
{
case BiomesType.LAND:
renderer.color = GenerationSettings. COLOR_LAND;
break;
case BiomesType.SEA:
renderer.color = GenerationSettings. COLOR_SEA,
break;
case BiomesType.SAND:
renderer.color = GenerationSettings. COLOR_SAND;
break;
case BiomesType. WHITE_LAND:
renderer.color = GenerationSettings. COLOR_WHITELAND;
break;
case BiomesType.WOODS:
renderer.color = GenerationSettings. COLOR_WOQODS;
break;
case BiomesType.ROCK:
renderer.color = GenerationSettings. COLOR_ROCKS;

break;
default:
renderer.color = Color.black; // J1is neBigomux 6iomis
break;
}

}

private void UpdateGridColors()

{

for (int x = 0; x < GenerationSettings.Rows; x++)
for (inty = 0; y < GenerationSettings.Columns; y++)

PaintPixelElement(_grid[x, y], _matrix[X, y]);

¥
}
}

public MapGenerationController(GameObject spritePrefab, Map3DGenerator mapGen)
{
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_spritePrefab = spritePrefab;
_grid = new GameObject[GenerationSettings.Rows, GenerationSettings.Columns];
_3DGenerator = mapGen;

}

public void GenerateStartMap(GameObject parent)
{

_startMap.CreateStartMatrix(ref _matrix, ref _grid, parent, _spritePrefab, PaintPixelElement);

}

public void GenerateLands()

{
_land.GenerateLands(ref _matrix, UpdateGridColors);
}
public void GenerateBeach()
{
_sand.CreateBeach(ref _matrix, ref _grid, PaintPixelElement);
}
public void GenerateRocks()
{

_rock.CreateRocks(ref _matrix, UpdateGridColors);

}
public void GenerateWhiteLand()

{
_whiteLand.CreateWhiteLand(ref _matrix, UpdateGridColors);
¥
public void GenerateWoods()
{

_woods.CreateWoods(ref _matrix, UpdateGridColors);

public void Generate3DWorld(GameObject parent)

{
_3DGenerator.Generate3DMap(_matrix, parent);

public void GenerateStructures()

{

¥
public void AddNewMap()
{

}

¥
using UnityEngine;

public class GenerationSettings
{
public const int Rows = 150;
public const int Columns = 150;
public const int BasicX = 1;
public const int BasicY =1,
public const int MaxYLevel = 10;
public static readonly Color COLOR_LAND = Color.green;
public static readonly Color COLOR_SEA = Color.blue;
public static readonly Color COLOR_SAND = Color.yellow;
public static readonly Color COLOR_SEA_SHORE = Color.cyan;
public static readonly Color COLOR_ROCKS = Color.grey;
public static readonly Color COLOR_WOODS = new Color(15 / 255f, 77 / 255f, 15 / 255f);
public static readonly Color COLOR_WHITELAND = Color.white;



}
using UnityEngine;

public class BiomesUI : MonoBehaviour

{
[SerializeField] private GameObject _2DCamera;
[SerializeField] private GameObject _3DCamera;
[SerializeField] private GameObject _spritePrefab;
[SerializeField] private Map3DGenerator _3DGeneration;
private MapGenerationController _biomes;
private GameObject _2Dparent;
private GameObject _3Dparent;
private bool _is3DGenerated = false;

void Start()

{
_2Dparent = new GameObject("2D Map");

_3Dparent = new GameObject("3D Map");
_biomes = new MapGenerationController(_spritePrefab, _3DGeneration);
_biomes.GenerateStartMap(_2Dparent);

}
void Update()

if (Input.GetKeyDown(KeyCode.Space))

{
_biomes.GenerateStartMap(_2Dparent);

}
if (Input.GetKey(KeyCode.F))
{

_biomes.GenerateLands();

}
if (Input.GetKeyDown(KeyCode.G))

{

_biomes.GenerateBeach();

}
if (Input.GetKeyDown(KeyCode.H))

{

_biomes.GenerateRocks();
i}f(lnput.GetKey(KeyCode.J))
¢ _biomes.GenerateWhiteLand();
i}f (Input.GetKey(KeyCode.K))
_biomes.GenerateWoods();
i}f(lnput.GetKeyDown(KeyCode.M))
if (!_is3DGenerated)

_is3DGenerated = true;
_2DCamera.SetActive(false);
_3DCamera.SetActive(true);
_2Dparent.SetActive(false);
_biomes.Generate3DWorld(_3Dparent);

¥
}
}
}
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public enum BiomesType

{

LAND =1,

SEA =2,

SAND =3,
SEA_SHORE =4,
WOODS =5,
WHITE_LAND = 6,
ROCK =7,

}

using System;
using UnityEngine;

namespace BiomeCreator

public class WhiteLandCreator : MonoBehaviour

{

private bool _isCreated = false;
public void CreateWhiteLand(ref BiomesType[,] matrix, Action UpdateGridColor)

if(!_isCreated)
{

_isCreated = true;

SetStartWhiteLandPoint(ref matrix, UpdateGridColor);
}

else

{
SpreadWhiteLand(ref matrix, UpdateGridColor);

}
}

private void SetStartWhiteLandPoint(ref BiomesType[,] matrix, Action UpdateGridColor)
{

int rows = GenerationSettings.Rows;
int cols = GenerationSettings.Columns;

/I 3naiitn BunaakoBy kiituaky LAND Ta 3po6utn it WHITE_LAND
for (int attempt = 0; attempt < 100; attempt++) // O6mexumMo KisbKiCTh Cripod
{

int x = UnityEngine.Random.Range(0, rows);

int y = UnityEngine.Random.Range(0, cols);

if (matrix[X, y] == BiomesType.LAND)

matrix[x, y] = BiomesType. WHITE_LAND;
UpdateGridColor.Invoke(); // OroBir0EMO KOMBOPH THCIS 3MiHNA return;
}
}
}

private void SpreadWhiteLand(ref BiomesType[,] matrix, Action UpdateGridColor)
{

int rows = GenerationSettings.Rows;
int cols = GenerationSettings.Columns;

// TIpoxoanmo 1o Beiit kapTi Ta mykaemo WHITE LAND
for (int X = 0; X < rows; x++)

{
for (inty = 0; y < cols; y++)

if (matrix[x, y] == BiomesType.WHITE_LAND)



// TIpoOyeMO pO3MOBCIOHKYBATH HABKOJIO

TryConvertToWhiteLand(matrix, X - 1, y);
TryConvertToWhiteLand(matrix, X + 1, y);
TryConvertToWhiteLand(matrix, X, y - 1);
TryConvertToWhiteLand(matrix, X, y + 1);

}
}
¥

/I OHOBITFOEMO KONBOPH TiCIIST 00POOKH
UpdateGridColor.Invoke();

}

private void TryConvertToWhiteLand(BiomesType[,] matrix, int x, int y)

{
if (x>=0&&Yy>=0&& x < GenerationSettings.Rows && y < GenerationSettings.Columns)

if (matrix[x, y] == BiomesType.LAND)
matrix[x, y] = BiomesType. WHITE_LAND; // ITepetBoproemo LAND na WHITE_LAND

¥
}
}

}
using System;
using UnityEngine;

namespace BiomeCreator

public class StartMapCreator : MonoBehaviour

{
private void ClearPreviousGrid(GameObject[,] grid)

if (grid == null) return;
for (inti=0; i < grid.GetLength(0); i++)
for (int j = 0; j < grid.GetLength(1); j++)
if (grid[i, j] != null)
¢ Destroy(grid[i, j1);

}
}

/I Ouwmtaemo citky
grid = new GameObject[GenerationSettings.Rows, GenerationSettings.Columns];

}

public void CreateStartMatrix(ref BiomesType[,] matrix, ref GameObject[,] grid,

GameObject parent, GameObject spritePrefab, Action<GameObject, BiomesType> paintPixel)
{

ClearPreviousGrid(grid);

int rows = GenerationSettings.Rows;

int cols = GenerationSettings.Columns;

matrix = new BiomesType[rows, cols];

var random = new System.Random();

for (inti=0; i <rows; i++)
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{

for (intj = 0; j < cols; j++)
matrix[i, j] = random.Next(1, 3) == 1 ? BiomesType.SEA : BiomesType.LAND;

[/l CtBOpeHHS KBaIpaTta

Vector3 position = new Vector3(i * GenerationSettings.BasicX, j * GenerationSettings.BasicY, 0);

var sprite = UnityEngine.Object.Instantiate(spritePrefab, position, Quaternion.identity, parent.transform);
grid[i, j] = sprite;

/ TlouaTkoBHA KO
paintPixel(sprite, matrix([i, j1);
}
}
}
}

}

using System;

using UnityEngine;

namespace BiomeCreator

public class SandCreator : MonoBehaviour

{
private bool CheckNeighborForSand(BiomesType[,] matrix, int x, inty)
{
if Xx>=0&&Yy>=0&& x < GenerationSettings.Rows && y < GenerationSettings.Columns)
{
return matrix[x, y] == BiomesType.SEA,;
}
return false;
}
public void CreateBeach(ref BiomesType[,] matrix, ref GameObject[,] grid, Action<GameObject, BiomesType>
paint)
{

int rows = GenerationSettings.Rows;
int cols = GenerationSettings.Columns;

for (int x = 0; X < rows; x++)
for (inty = 0; y < cols; y++)
if (matrix[x, y] == BiomesType.LAND)

bool hasSeaNeighbor = false;

if (CheckNeighborForSand(matrix, x - 1, y - 1)) hasSeaNeighbor = true;
if (CheckNeighborForSand(matrix, x - 1, y)) hasSeaNeighbor = true;

if (CheckNeighborForSand(matrix, x - 1, y + 1)) hasSeaNeighbor = true;

if (CheckNeighborForSand(matrix, X, y - 1)) hasSeaNeighbor = true;
if (CheckNeighborForSand(matrix, x, y + 1)) hasSeaNeighbor = true;

if (CheckNeighborForSand(matrix, x + 1, y)) hasSeaNeighbor = true;
if (CheckNeighborForSand(matrix, x + 1, y - 1)) hasSeaNeighbor = true;
if (CheckNeighborForSand(matrix, x + 1, y + 1)) hasSeaNeighbor = true;

if (hasSeaNeighbor)

{
matrix[x, y] = BiomesType.SAND;

paint(grid[x, y], BiomesType.SAND);
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}
using System;
using UnityEngine;

namespace BiomeCreator

public class RockCreator : MonoBehaviour

{

private void CheckNeighbor(BiomesType[,] matrix, int X, int y, ref int counterSea, ref int counterLand)

if Xx>=0&&Yy>=0&& x < GenerationSettings.Rows && y < GenerationSettings.Columns)

{
if (matrix[x, y] == BiomesType.SEA)

{

counterSea++;
}
else if (matrix[x, y] == BiomesType.LAND)

counterLand++;

}
¥
}

public void CreateRocks(ref BiomesType[,] matrix, Action UpdateGridColor)
{

int rows = GenerationSettings.Rows;
int cols = GenerationSettings.Columns;

BiomesTypel[,] newMatrix = (BiomesType[,])matrix.Clone();
for (int x = 0; X < rows; X++)
for (inty = 0; y < cols; y++)
i{f(matrix[x, y] == BiomesType.LAND)

int counterLand = 0;
int counterSea = 0;

CheckNeighbor(matrix, x - 1, y - 1, ref counterSea, ref counterLand);
CheckNeighbor(matrix, x - 1, y, ref counterSea, ref counterLand);
CheckNeighbor(matrix, x - 1, y + 1, ref counterSea, ref counterLand);

CheckNeighbor(matrix, X, y - 1, ref counterSea, ref counterLand);
CheckNeighbor(matrix, x, y + 1, ref counterSea, ref counterLand);

CheckNeighbor(matrix, x + 1,y - 1, ref counterSea, ref counterLand);
CheckNeighbor(matrix, x + 1, y, ref counterSea, ref counterLand);
CheckNeighbor(matrix, x + 1, y + 1, ref counterSea, ref counterLand);

if ((counterLand == 3 || counterLand == 6 || counterLand == 7 || counterLand == 8) &&
UnityEngine.Random.value > 0.9f)

{
newMatrix[x, y] = BiomesType.ROCK;



¥
}
}
}

matrix = newMatrix;
UpdateGridColor.Invoke();
}
}

}
using UnityEngine;

public class Map3DGenerator : MonoBehaviour

{
[SerializeField] private GameObject _landCube;
[SerializeField] private GameObject _sandCube;
[SerializeField] private GameObject _seaCube;
[SerializeField] private GameObject _woodCube;
[SerializeField] private GameObject _whiteCube;
[SerializeField] private GameObject _rockCube;
private Transform _parent;

private const float noiseScale = 0.1f; // Macura6 mrymy
private const int minHeight = 1;

private const int maxHeight = 15;

private const int waterLevel = 1;

private void SanCorrect(out GameObject cube, int X, int h, inty)

if(h - 3>=0)
{
-= 3,

}
else if(h - 2 >=0)
{

h-=2;
}
elseif (h-1>=0)
{

h-=1;
}

Vector3 position = new Vector3(x, h, y);
cube = Instantiate(_sandCube, position, Quaternion.identity, _parent);

}

public void Generate3DMap(BiomesTypel[,] matrix, GameObject parent)
{

int rows = matrix.GetLength(0);
int cols = matrix.GetLength(1);

_parent = parent.transform;
for (int x = 0; X < rows; x++)
{

for (inty = 0; y < cols; y++)

float perlinValue = Mathf.PerlinNoise(x * noiseScale, y * noiseScale);
int height = Mathf.RoundTolnt(Mathf.Lerp(minHeight, maxHeight, perlinValue));

if (matrix[x, y] == BiomesType.SEA)
{

height = waterLevel;



}
for (int h = 0; h < height; h++)

GameObject cube;
Vector3 position = new Vector3(x, h, y);
switch (matrix[x, y])
{
case BiomesType.LAND:
cube = Instantiate(_landCube, position, Quaternion.identity, _parent);
break;
case BiomesType.SAND:
SanCorrect(out cube, X, h, y);
break;
case BiomesType.WHITE_LAND:
cube = Instantiate(_whiteCube, position, Quaternion.identity, _parent);
break;
case BiomesType.ROCK:
cube = Instantiate(_rockCube, position, Quaternion.identity, _parent);
break;
case BiomesType.WOODS:
cube = Instantiate(_woodCube, position, Quaternion.identity, _parent);
break;
case BiomesType.SEA:
cube = Instantiate(_seaCube, position, Quaternion.identity, _parent);
break;
default:
break;

using System;
namespace BiomeCreator

public class LandCreator

{

private void CheckNeighbor(BiomesType[,] matrix, int X, inty, ref int counterSea, ref int counterLand)
if Xx>=0&& Yy >=0&& x < GenerationSettings.Rows && y < GenerationSettings.Columns)
if (matrix[X, y] == BiomesType.SEA)

counterSea++;

}
else if (matrix[x, y] == BiomesType.LAND)

counterLand++;

}
¥
}

public void GenerateLands(ref BiomesType[,] matrix, Action UpdateGridColor)
{

int rows = GenerationSettings.Rows;
int cols = GenerationSettings.Columns;

BiomesType[,] newMatrix = (BiomesType[,]) matrix.Clone();



for (int x = 0; X < rows; x++)
for (inty = 0; y < cols; y++)

int counterSea = 0;
int counterLand = 0;

Il TlepeBipka cyciais

CheckNeighbor(matrix, x - 1, y - 1, ref counterSea, ref counterLand);
CheckNeighbor(matrix, x - 1, y, ref counterSea, ref counterLand);
CheckNeighbor(matrix, x - 1, y + 1, ref counterSea, ref counterLand);

CheckNeighbor(matrix, X, y - 1, ref counterSea, ref counterLand);
CheckNeighbor(matrix, x, y + 1, ref counterSea, ref counterLand);

CheckNeighbor(matrix, x + 1, y, ref counterSea, ref counterLand);
CheckNeighbor(matrix, x + 1, y - 1, ref counterSea, ref counterLand);
CheckNeighbor(matrix, x + 1, y + 1, ref counterSea, ref counterLand);

/I Jlorika 3minu Gioma
if (matrix[x, y] == BiomesType.LAND)

if (counterSea == 3 || counterSea == 6 || counterSea == 7 || counterSea == 8)

{
newMatrix[x, y] = BiomesType.SEA;
}
else if (matrix[x, y] == BiomesType.SEA)
{
if (counterLand == 3 || counterLand == 6 || counterLand == 7 || counterLand == 8)
{
newMatrix[X, y] = BiomesType.LAND;
}
¥

¥
¥

/I OHOBITIOEMO MATPHIIO 1 KOJIBOPU
matrix = newMatrix;
UpdateGridColor.Invoke();
¥
¥
¥

using System;
using UnityEngine;

namespace BiomeCreator

public class DarkForestCreator : MonoBehaviour

{

private bool _isCreated = false;
public void CreateWoods(ref BiomesType[,] matrix, Action UpdateGridColor)

if (1_isCreated)
{
_isCreated = true;
SetStartWoodsLandPoint(ref matrix, UpdateGridColor);

¥

else

{
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SpreadWoodsLand(ref matrix, UpdateGridColor);

}
}

private void SetStartWoodsLandPoint(ref BiomesType[,] matrix, Action UpdateGridColor)
{

int rows = GenerationSettings.Rows;
int cols = GenerationSettings.Columns;

/I 3naiitn BunaakoBy kmituaky LAND Tta 3po6utn i WHITE_LAND

for (int attempt = 0; attempt < 100; attempt++) // O6GMexRHUMO KiNbKICTb CIIPOO
int x = UnityEngine.Random.Range(0, rows);
int y = UnityEngine.Random.Range(0, cols);

if (matrix[x, y] == BiomesType.LAND)

matrix[x, y] = BiomesType.WOODS;
UpdateGridColor.Invoke(); // OnosaroemMo KOJIbOPH MiCIis 3MIHA
return;
}
}
}

private void SpreadWoodsLand(ref BiomesType[,] matrix, Action UpdateGridColor)
{

int rows = GenerationSettings.Rows;
int cols = GenerationSettings.Columns;

[l Tpoxoaumo 1o Beiit kapti Ta mykaemo WHITE LAND
for (int X = 0; X < rows; X++)

for (inty = 0; y < cols; y++)
if (matrix[x, y] == BiomesType.WOODS)

[l TIpoGyeMO PO3MOBCIOKYBATH HABKOJIO

TryConvertToWhiteLand(matrix, x - 1, y);
TryConvertToWhiteLand(matrix, x + 1, y);
TryConvertToWhiteLand(matrix, X, y - 1);
TryConvertToWhiteLand(matrix, x, y + 1);

¥
¥
}

/I OHOBITIOEMO KOJBOPH MiCISI 00POOKH
UpdateGridColor.Invoke();

}

private void TryConvertToWhiteLand(BiomesType[,] matrix, int x, int y)
if (x>=0&&Yy>=0&& x < GenerationSettings.Rows && y < GenerationSettings.Columns)
if (matrix[x, y] == BiomesType.LAND)

matrix[x, y] = BiomesType.WOODS; // Tlepersoproemo LAND wa WHITE_LAND
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