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This work is dedicated to the issue of creating levels by using PSG
algorithms. The work of 3 main methods of procedural generation that can be
used in creating levels was described. The evaluation of advantages of each
algorithm is analyzed and published. Also, the methods were compared with
each other and conclusions were drawn about the use of each.

PiBHI MOXHa BBa)KaTW OJHIEIO 3 HAWTOJOBHIMIMX CKJIAMOBUX T'PH, 1 JJIA
TOTO 1100 MPOXOAUTH PiBEHB OYJIO IIKABO JCKIJIbKA Pa3iB, MOKHA BUKOPUCTATH
2 maxoau, 3pOoOMTH JyXKe ACTaTi30BaHWN, Ta BEIUKHM PIBEHb, YM MOXKHA
reHepyBaTH JIOKaIli, sIKI KOXeH pa3 OyayTh pi3HUMHU. Jpyruil miaxia rapHO
nacye irpam 3 HeBEJIMKUMH Ta IPOCTUMHU JIOKAIISIMU.

['onoBHUMHU MeTOIaMU TIPOLETYyPHOI TeHepamii MoxHa BBaxaTu: Illym
[Mepnina, Kmituaauii aBromar, I'enernunwii amroputm. Illym Ilepaina y 2d
irpax 3a3BUYail BUKOPUCTOBYIOTH JAJIsl TeHepallis JaHamadTry, 3a JOTOMOTOI0
aTOpUTMa OTPUMAEMO Yy KOXHIN TOYIl 3HAYEHHS IIyMy Ta 3a JOMOMOTOIO
IIHOTO 3HAYCHHS MOXXHA BH3HAYATH BHCOTY MOBEPXHI, UM HANIPUKJIA] BUJ TAHITY
SKUN TOTP10HO po3MicTUTH. KIITHHHUI aBTOMAT 3 HAUMOMYJISIPHIIIIMM METOJIOM
MPOLIEypHOI TeHepallli il CTBOPEHHS PIBHIB 3aBISKH CBOEI THYYKOCTI Ta
JIETKOCT1 CTBOPEHHSI, 1€l aJrOpUTM 3aCHOBAHMM Ha 3aBaHi MOYaTKOBOTO CTaHy
KOMIPOK Ha CITII Ta MOAAJIbIIUM 3aCTOCYBaHHSM IPABWII ISl OHOBJICHHSI CTaHy
KOXXHOT KOMIPKM Ha HACTYMHOMY KpoIill. ['€HeTHYHUN alroput™m 1€ METOH
BUKOPUCTOBY€E E€BOJIIOIINHI MPONIECH ISl MOIIYKY HAWIINIIOTO PIleHHS, IS
CTBOPEHHSI PIBHIB LI€W aJITOPUTM BUKOPUCTOBYETHCS ISl TEHEPALlil BUMAAKOBUX

['070BHOIO MU0 JOCHITKEHHS € BH3HAYEHHS Kpalloro MeTojaa MAJis
CTBOpPEHHSI TPOLEAYPHO TeHepyemoro piBHS y 2D mmardopmepi. ['onoBHOIO
3aJ]a4€l0 MPOIETyPHO CTEHEPOBAHOTO ITPOBOTO PIBHS € CTBOPEHHS ISl TPABILS
I[IKABOT'O JIOCBIY 3aBsKH OallaHCy MIXK CKJIQJHICTIO, Ta 3p03yMiJIocTio. Tomy
aJITOPUTM CTBOPEHHS PiBHS Ma€ OyTH JIOBOJII THYYKUM 100 MaTH 3MOTY JaBaTH
TpaBLIO KOXEH pa3 HOBUW IrpoOBHM JOCBi, Ta B TOM XK€ MOMEHT OyTH
IHTYITUBHO 3pO3yMUIMM 11100 BHUKOPHUCTOBYBaTH [OCBi OTpUMaHWi Ha
MOTIEPEIHIX PIBHSIX.

OaHuM 3 HAWMOMYJSPHIMIMM pIIICHHSM IIi€l 3a7adl € ajiropuT™M IIyma
[lepnina, BiH MOKe reHEepyBaTU JOCHUTh PI3HI PIBHI 1 JaBaTH IPaBII0 KOKEH pa3
HOBUM A0CBif, y 2D mnatdopmepax BiH Ayke TapHO MiJAXOIUTH JJIsl TeHepallii
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HEOJTHOPITHUX TOBEPXHOCTEH, Ta Melep 3aBIsSKH TOMY L0 3HAYEHHS IIyMy B
KOXKHIM TOYIIl MOE BIAPI3HITHUCH 1 Pi3HI TUIM MOBEPXHI OYIyTh PO3MOJLICHI
JNOCUTH BUMNAAKOBO. CKJIQAHICTh K€ IBOTO QJITOPUTMY TIOJSATa€E B JIOCUTh
BUCOKIM 3aTpaTi pecypciB TOMy WIO JUIsI KOXHOI Todlll Ha Mami Tpeba
BUpaxyBaTH 3HAYCHHsI IIyMOBOi (PyHKIIi, 1 yYacoBa CKJIAQJHICTh aJITOPUTMY
3a3Buyail Oyme cranoButd O(2°n) ne N e KUIbKICTh OOYHCIIEHb, TOOTO
KUIBKICTh KOMIPOK. 3BICHO II€ll aJrOpUTM MOKHA ONTUMI3YBaTH, aje
BITPOBAKEHHSI HOTO B TPy € JOCUTH BAXKKUM 1 3aTPATHUM 32 YaCOM.

KiniTuHHUNA aBTOMAT € JOCUTh NMPOCTUM Y BIPOBAKEHHI pimieHHsM. Llei
QITOPUTM JIOCATA€E PE3yJIbTaTy 3a JOMOMOIOK 301IBIIEHHS KUIBKOCTI MpPaBHUII
ajie YuM O1NIbIIIe MPaBUII TUM OlIbIle Oyjie YacoBa CKIIATHICTh aITOPUTMY 1 THUM
OinbIIe pecypciB Oyae BHKOpUCTaHO. YacoBa CKIQJHICTh aJITOPUTMY 3a3BHYAM
oyne nopiearoBat O((NM)*2) me N 1e po3mip CiTKH, a M KUIBKICTh MPABUIL
oro pe3yJIbTaT 3AJICKUTh BiJl KUIBKOCTI MPaBWJI, TOMY BIH HE MIJAXOAUTH IS
BEJIMKHUX PIBHIB 3 0araTor0 KUIBKICTIO MpaBWil 00 CKIATHICTH JepeBa pIIICHb
Oyze HaJl BUCOKOIO JUIsl BOPOBAKEHHS.

['eHeTMUHUI aNTOPUTM € HAWCKIAAHIIIKUM 3 TPUBEACHUX AJITOPUTMIB Yy
BIIPOBA/DKEHHI 11 TEHepauli piBHIB, Xoya 1 pe3yiabTaT Oyzae Ouibid
36a/IaHCOBAHMM 3a CKJIAJHICTIO HiX Homepe/Hi. Mloro BUKOpHCTAHHS MOTpebye
Oarato yacy Ha reHepailito, OI[IHKY pe3yjbTaTiB, Ta BUOOPY 3 HUX ‘HAIIAJKIiB”
JUIST TIOAQJIBIIUX ITE€paIiii  aJroputMy. AJTOpUTM Mae OyTH MPaBUIBHO
HaJAIITOBAaHUM 3a MapamMerpamu, Miadoopi eheKTUBHOI HUILOBOT (YHKIII, Ta
0aratoi KUTbKOCTI PECYpCIB JJIs Tpalli.

Byno npoanasnizoBaHO OCHOBHI METOAM MPOLEAYPHOI TeHepallii Kl MO>KHa
3acTOoCyBaTh JUisli CTBOpeHHS piBHA Yy 2D mardopmepi, 1 HaBEIEHO
HANMOLIUPEHII alITOPUTMH TPOLEAYpHOI TeHepallii, AesKki 3 MiAXoAiB OyIo
BUKOPHUCTAHO JJI PO3POOKH BJIIACHOTO ITPOBOTO 3aCTOCYHKY, Ta MEPEBIPEHO Ha
npakTuIll. {7 CTBOpeHHs pIlIeHHS NPOIEAYPHOI T'eHeparllii piBHIB MOTPIOHO
BpaxoBYBaTH CKJIQJHICTh, OOCST CTBOPIOBAHOTO pIBHS, MNOTpPeOU IIHOBOI
ayauTopii, Ta KUTBKICTh PECYpCiB, 1 BUXOASMYM 3 IIUX JAHUX OOMpPATH HAMPSIMKH
JUIsl CTBOPEHHST aJITOPUTMY, HANPUKIAA Ui BETUKOTO PIBHS MOKHA MO€THATH
anroput™Mu Imyma Ilepmina, a1 CTBOpeHHS OCHOBH PpiBHA, 1 KiiTuHHOTO
aBTOMATa JJIs PO3TallyBaTH Ha IIbOMY PiBHI 00’ €KTH 32 IEBHUMU IPaBHIIAMHU.

OTxe MOKHa 3pOOMTH BUCHOBKM IIO BUOIp METOIY AJIs T€Hepallil piBHA
IIJIKOM 3QJIeKUTh BIO TOTped sKi Mae po3poOHUK. ToMy MOKpaieHHsS
0013HaHOCTI B ICHYIOUMX METOJaX 1 alrOpUTMax MOXKE Ty>KE€ CUIBHO CIIPOCTUTHU
TaKi BEJMKI 1 CKJIQIHI 3a/1a4l K HAPUKJIIA]] TPOIeypHa TeHepaIlis piBHSI.

CnHcoK BUKOPUCTaHUX JKEPEdT:

1. gamedeveloper.com Genetic Algorithms in Games : Genetic Algorithms
in Games (Part 1) (gamedeveloper.com)

2. 2D procedurally generated world building in Unity : 2D procedurally
generated world building in Unity (gamedeveloper.com)

3. Wikipedia [llywm ITepauna: Illym IMepnmuna — Bikinemis (wikipedia.org)

406


https://www.gamedeveloper.com/design/genetic-algorithms-in-games-part-1-
https://www.gamedeveloper.com/design/genetic-algorithms-in-games-part-1-
https://www.gamedeveloper.com/programming/2d-procedurally-generated-world-building-in-unity
https://www.gamedeveloper.com/programming/2d-procedurally-generated-world-building-in-unity
https://uk.wikipedia.org/wiki/%D0%A8%D1%83%D0%BC_%D0%9F%D0%B5%D1%80%D0%BB%D0%B8%D0%BD%D0%B0

