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This work is devoted to study of procedural generation algorithms for
2D game levels implemented wusing JavaScript-based game engines.
The research focuses on structured and stochastic approaches, including Binary
Space Partitioning, Cellular Automata, Random Walk, and noise-based methods.
A system of quantitative metrics for evaluating generated levels is proposed,
including walkable ratio, connectivity of components. The results demonstrate
that structured methods provide better connectivity and control, while stochastic
methods generate more natural environments but require post-processing.
A hybrid approach combining BSP and Cellular Automata is proposed, which
achieves a balance between structural integrity and natural appearance.

[IpouenypHa reHepaiiisi € NOLIMPEHUM IM1IXOJOM CTBOPEHHS 1MPOBOTO
KOHTEHTY, sIKa J03BOJISIE aBTOMATU3yBaTH MPOLEC PO3POOKHU PiBHIB, MiIBULLIUTH
iX pI3HOMAaHITHICTH 1 320€3ME€YNTH MOBTOPHY IrpabenbHICTh. TakoXK y CydacHUX
YMOBaxX aKTyaJlbHICTb HAaOyBa€ BUKOPHCTAHHS MPOLEIYypHOI TeHepalii y
2D-irpax, sKi CTBOPIOIOTHCS 3a JIONIOMOTOI0 MOBHU IporpamyBaHHs JavaScript
1 IrpOBUX PYIIIiB, IKI BAKOPUCTOBYIOTH 110 MOBY [1].

Meroro poOOTH € AOCHIIKEHHS aJTOPUTMIB MPOLEAYPHOI TreHeparlii
piBHIB y 2D-irpax, ix MOpIBHSJIBHUWA aHali3 Ta po3poOKa BIACHOTO MIIXOIY
710 TeHepallii 3 ypaxyBaHHAM CTPYKTYPHHX i irpOBUX BUMOT.

Y poGori Oyno peani3oBaHO 1 JJOCHIIKEHO JCKUIbKAa aJrOpUTMIB
re’epatlii, a came:

— Binary Space Partitioning;

— Cellular Automata;

— Random Walk;

— Perlin Noise;

— ri6punHuii anroput™ Ha ocHoBi BSP ta CA.

Anroputm BSP 3ab6e3nedye reneparlito CTpyKTypOBaHUX PIBHIB IUIIXOM
PEKYPCUBHOTO TIOJILTY MpoCcTOpy 1 hopmyBaHHs KiIMHAT 1 Kopuzopis [1]. Cellular
Automata 103BoJIsI€ OTpUMATHU OLIBII MPUPOAHI POPMHU, 5Kl € MOJIOHUMHU O
neuepHux CTpykTyp [2]. Anroputm Random Walk renepye piBHI HUISIXOM
BUIIAJIKOBOIO0 00X0Ay MPOCTOPY, (popMyroun 3B’s13Hi, ajie MEHII KOHTPOJIbOBaHI
ctpykrypu. Perlin Noise no3Bosisie OyayBaTH IIyMOB1 KapTH, 5Kl Micis 00poOKu
MepEeTBOPIOIOTHCS Yy irpoBuil mpoctip [3]. Takuil miaxia qo3Bojsie GopmMyBaTu
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IaBHi oOmacti mpuponHoi Qopmu, ane 0e3 A0AATKOBOI MOCTOOPOOKH
HE 3aBX/1M 3a0e3Meuye JOCTaTHIO CTPYKTYPOBAHICTb 1 IUTICHICTh PiBHSL.

JIJist  OIIHIOBaHHS SIKOCTI 3T€HEPOBAHUX PIBHIB OYJ0 3aMpOTIOHOBAHO
CUCTEMY METPHK, sKa JO03BOJISIE KUIBKICHO OIIIHUTH iX irpa0eipHICTh Ta
CTPYKTYpPHI BIACTHBOCTI, HIO0 Y3TOJDKYETHCS 3 CYYaCHHUMH TMiAXOJaMH [0
OIIHIOBAHHS MPOTPAMHUX CUCTEM [4].

KoedimieHT mpoxiqHOCTI BU3HAYAETHCS SIK:

N
W = floor

Ntotal

ne Nfjoor — KUIBKICTh MPOXIAHMX KINTUH, Nioeq; — 3arajbHa KiIbKICTh KIITHH
piBHsA. Ll MeTpuka xapakTepusye MIUIBHICTh piBHA. HU3bKI 3Ha4YeHHS
MIPU3BOJIATH 0 OOMEKEHOI MPOX1AHOCTI, @ BUCOKI JI0 BTPATH CTPYKTYPH PiBHS.

KinbkicTh KOMIIOHEHT 3B’S3HOCTI BHM3HAYa€ YHUCIO  130JbOBAHUX
npoximHux oOnacted. Haiikpammum 3HadeHHsaMm € 1. Ile o3Hayae mOBHY
3B’SI3HICTH PIBHS Ta MOXJIMBICTB AOCTYIY JIO0 BCIX MOr0 YaCTHH.

BigHocHuii po3mip HailOUIBIIOT KOMITIOHEHTH BU3HAYAETHCS SIK:

Nlar est
] = —2rgest

Nfloor
ne Nigrgest — KUIBKICTb KIIITHH Y HAWOUIbINIM 3B’A3HIA 001acTi. 3HAYEHHS,
Onu3bKe 10 1, CBIAYUTH MPO IUTICHICTH PIBHS HaBITh y pa3i HasBHOCTI JESKHUX
130J1bOBAaHUX YACTHH.

JUist  OLIHIOBAaHHS TE€OMETPUYHOCTI Ta IITYYHOCTI piBHA  OyIio
BUKOPUCTAHO METPUKY MPAMOIIHIHHOCTI MEX:

S = Lstraight
NCOTltO'U.T
1€ Lstrainght — CyMapHa JOBXHHA JOBIHMX NPAMUX CETMEHTIB CTiH, Neontour —
KUIBKICTh KOHTYPHHMX CTIH, fKI 0€3M0CepeHbO MEXKYIOTh 13 MPOXITHUMHU
KJIITUHaMHA. BUCOKI 3HAY€HHS 1€ METPUKHU XaApaKTEpHI ISl CTPYKTYPOBAHUX
ITOPUTMIB, @ HU3bKI1 17151 OUIBII PUPOJHUX (POPM.

JUisi TOKpallleHHsT SIKOCTI TreHepalii OyJo 3alponoHOBAaHO TiOpUIHUMN
anroput™, o noeanye nepesarn BSP Tta Cellular Automata. Ha nepiomy
eTani BUKOpUCTOBYeTbcst BSP nnst opmyBaHHs 3araibHOi CTPYKTYpHU PiBHS Ta
3a0e3nedeHHst Woro 3B’si3HOCTI. Ha apyromy erami 0 BHYTpIIIHIX OOJacTei
3aCTOCOBYETHCS KIITUHHUN aBTOMAT, SIKUW MOJu(ikye popMy KiMHAT, HATAIOUH
iM OLIBII IPUPOTHOTO BUTIIAMY. Takuil MiAXiJ A03BOJIAE 30€pErT KEPOBAHICTD
re’epailii Ta BOJHOYAC MIBUILUTH Bi3yallbHY Pi3HOMAHITHICTh PiBHIB.

ExcniepumMenTanbHe MOCHIKEHHS MPOBOAMIIOCS MIJISTXOM TeHeparli cepii
PIBHIB OJHOTO PO3MIPY I KOKHOTO aJTOPUTMY 3 TOJATBIITUM OOYHCICHHIM
3a3HAYCHUX METPUK. ¥Y3arajabHEeHl Pe3yJbTaTh HaBeICHO B Ta0mii 1.

OtpumaHi pe3ylbTaTh IMOKa3ylTh, 0 anroput™ BSP 3abe3neuye
HalBHUILly CTPYKTYPOBAHICTh PIBHS, aj€ r€eHEepye T€OMETPUYHO MPOCTi (PopMu.
Cellular Automata 1 Perlin Noise dopmyroTs OUIbII TPUPOAHI CTPYKTYPH,
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ajie IPU3BOJATH /0 MOSBH 130Jb0BaHUX oOmactedi. Random Walk 3abe3neuye
3B’SI3HICTH, aJIe CTBOPIOE MEHII Tiepe0adyBaHi Ta By3bKi CTPYKTYPH.

Tabmuis 1 — [opiBHSHHS alrOPUTMIB

AJNITOpUTM W Components L S
Binary Space Partitioning | 0.31 1 1 0.95
Cellular Automata 0.48 25 0.81 0.06
Perlin Noise 0.49 16 0.63 0.17
Random Walk 0.35 1 1 0.05
["6puaHU aNropuT™ 0.41 1 1 0.22

3anponoHOBaHUMN TIOPUIHUN AITOPUTM JIO3BOJISIE JOCATTH KOMIIPOMICY
MDK CTPYKTYPOBAHICTIO Ta IPUPOIHICTIO (AUB. pUCYHOK 1).

AL

Pucynoxk 1 — CxematuuHe 300pakeHHS 3T€HEPOBAHOTO PIBHS

PiBeHb 3anmuinaeTbes 3B’SI3HUM, ajl€ Ma€ MEHII IITYy4HY (popMy i Kpamry
BI3yaJIbHY P13HOMAHITHICTb.
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