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This study examines the prospects of implementing machine learning
technologies in automatic game level generation systems. It analyzes artificial
intelligence methods that contribute to the development of dynamic,
personalized, and complex game environments. Particular attention is given to
evaluating the effectiveness of generative adversarial networks and
reinforcement learning algorithms. The research demonstrates a significant
improvement in quality characteristics and performance when integrating
machine learning technologies into the game content creation process.

ABTOMaTHYHa TEHepallid KOHTEHTYy CTaja HEBII€MHOK YacCTHHOIO
Cy4yacHOi IrpoBOi  1HAYCTpii, JO3BOJSIIOYM  PO3POOHUKAM  CTBOPIOBATH
PI3HOMAHITHI JIOKawii, Micii Ta irpoBl mpoctopu. OJHaK KIaCHYHI METOIU
IPOLEypPHOI TEeHepalli 4acTo CTPa)XAaroTh BiJ HEIOCTATHHOI THYYKOCTI Ta
OOMEKEHO1 3JaTHOCTI BpPaxOBYBaTW IHAMBIAYyaJbHI BIOJOOAHHS PpI3HUX
KaTeropil rpaBuiB. [HTerpamis Cy4yacHHX aJrOPUTMIB MAIMHHOIO HaBYaHHS,
TaKUX SK TeHepaTUBHO-3MarajbHI Mepexi Ta METOAM HaBYaHHSI 3
MIIKPIMJICHHSM, BIJIKPUBA€E HOBI MOYJIMBOCTI JIJIi CTBOPEHHS aJalTUBHOTO 1
BUCOKOSIKICHOTO 1rpoBOTrO JocBimy. [lana poOota moCHimXKye BIUIMB LUX
IHHOBAIIIMHUX TEXHOJIOT1H Ha BJOCKOHAJICHHSI MIPOIIEIyPHOI TeHepallii piBHIB Ta
OLIIHIOE MTPAKTUYHI PE3yJIbTATH IX 3aCTOCYBaHHS.

Jlst HaBUaHHS MOJIEIel BUKOPUCTOBYBAJIMCS MACHBHU JaHUX 13 HASBHUX
ITPOBUX PIBHIB Y MOEIHAHHI 3 TOBEIIHKOBOIO aHAJIITUKOIO TPABIIIB: YIOJ00aHHS
KOPHUCTYBayiB, XapaKTEPUCTUKHU MPOXOHKCHHS, TATEPHHU JOCIIKEHHS IrPOBOTO
MPOCTOPY Ta CIOCOOM B3a€MO/IIT 3 iIrPOBUMHU MEXaHIKAMH.

[lepmmii  eranm  pochijkeHHs OyB  MPUCBSYEHUNM  IMIUIEMEHTAILlll
reHepatuBHO-3MaraibHux Heripomepexk (GAN), siki TPOJIEMOHCTPYBAJIA BUCOKY
€()EeKTUBHICTh y CTBOPEHHI OpPUTIHAJIIBHOTO Ta aBTEHTUYHOIO KOHTEHTY [1].
Apxitektypa GAN, 110 CKJIalaeThes 3 MOAYJIA-TeHepaTopa, SKuid (opMye HOBI
3pa3Kku, Ta MOAYJISI-MIUCKPUMIHATOPA, SIKUW OILIHIOE 1X BIJAMOBIIHICTh €TAJIOHHUM
MpUKIIaiaM, 3a0e3Meyuriia PEeBOJIIOIMIMHUN MiAXiA 0 MPOEKTYBAHHS ITPOBUX
MPOCTOPiB. 3aBIAKHM KOHKYPEHTHIM B3a€MOIl IMX KOMIIOHEHTIB BJIAJoCs
PO3pOOUTH SIKICHO HOBI CTPYKTYpPHU PIBHIB, IO TAPMOHINHO TOEIHYIOTH 3HAHOMI1
I'PABISIM €JIEMEHTH 3 IHHOBAIlIMHUMU JU3aHHEPCHKUMU PIIICHHSIMHU.

Hpyra ¢a3za gocmiKeHHS 30CepelkeHa Ha 3aCTOCYyBaHHI METOJHK
HABYaHHS 3 MIIKPIIJICHHSM JIJI ONTUMI3AIlll CTPYKTYPH PIBHIB Ta PETYIIOBAHHS
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iX CKJIQHOCTI 3T1THO 3 JISIMH TPaBIlA [2]. AITOPUTMHU BIOCKOHATIOBATIUCS Yepe3
B3a€EMOJII0 3 BIPTyaJIbHUM CEpPEAOBUIIEM, OTPUMYIOUM BHUHAropogud 3a
JOCSITHEHHSI TAaKUX MapaMeTpiB, sIK 30aJTaHCOBAHICTh TE€HMIUICIO, ONTUMATIBLHUN
piBEHb CKJIAJTHOCTI Ta IJIaBHA Mporpecis HaBu4uok. Ha mpakTtuiil cucrema moria
aBTOMAaTUYHO KOPUTYBATH IIUIbHICTh MPOTUBHUKIB 200 pO3TalllyBaHHS PECYpPCIB
3aJICKHO B1J] CTUJIIO TIPOXO/KEHHS IpaBlieM mornepeanix Jiokaiii. Ha pucynky 1
BUJHO, IO AareHT B3aEMOJIE€ 13 CEpPEAOBUIIEM, OTPUMYIOUM BiJ HBOTO
iH(opMallito Mpo CTaH Ta BUHATOPOAY, IO JI03BOJISIE AJITOPUTMY aJdanTyBaTUCS

A0 IrpaBLA.
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Pucynoxk 1 — Cxema B3aemo/1ii areHTa 3 cepe/IoBHINEM Y HaBYaHHI 3
MIKPITUICHHSM

ExcniepuMeHTanbHe TECTyBaHHS MEPEKOHINBO JAEMOHCTPYE, IO CHHEPTis
ONMHMCAaHUX METOAMK 3HAYHO MIJBHILYE SKICTh aBTOMAaTHYHO T'E€HEPOBAHOTO
KOHTEHTY TOpPIBHSHO 3 TpaguIlidHuMu anroputMamu. I[lomiOHuii migxina
Y3rOKYEThCS 3 pe3yjibTaTaMH JOCIIKEHb y cdepl TIOpUIHUX IMITaIliiiHO-
KEPYIOUNX MOJEIIEH, Kl T03BOJISIIOTh MOKPAIIUTH MPOLEC IPUUHATTS PILIEHb B
yMOBaxX YacTKOBOI HeBU3HadyeHOCTI [3]. OTpuMaHi pe3yibTaTH BiJKPUBAIOTH
HIMPOKI MEPCIEKTUBU ISl BIPOBAJKEHHS MOAIOHUX TEXHOJIOTIH y KOMEpIiHHY
PO3pOOKYy 1rop, JA03BOJIAIOYM CTBOPIOBATH BIPTyasjbHI MPOCTOPHU, SIKI HE JIMIIE
BIJIOBIJIAIOTh CYyYaCHUM IHAYCTpiaJbHUM CTaHjaapTam, a ¥ (QoOpMylOTh HOBI
TEHJCHIIIT y IrpOBOMY JTU3aMiHI.

CnHcoK BUKOPUCTAHUX JKEPEdT:

1. M. Jiang and L. Zhang, "An Interactive Evolution Strategy based Deep
Convolutional Generative Adversarial Network for 2D Video Game Level
Procedural Content Generation,” 2021 International Joint Conference on Neural
Networks  (IJCNN),  Shenzhen, China, 2021, pp. 1-6, doi:
10.1109/1JCNN52387.2021.9533847.

2. A. Servat and H. S. Mohamadi, "Immersive Game Worlds: Using Deep
Reinforcement Learning for Lifelike Non-Player Characters," 2023 International
Serious Games Symposium (ISGS), Tehran, Iran, Islamic Republic of, 2023, pp.
1-5, doi: 10.1109/1SGS61252.2023.10559740.

3. Filatov V. O.; Yerokhin A. L.; Zolotukhin O. V.; Kudryavtseva M. S.
Hybrid simulation models for complex decision-making problems with partial
uncertainty. Information extraction and processing 2022-12-19 | Journal article,
doi: 10.15407/vidbir2022.50.078.

278



