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The idea to generate game maps is not new. It comes from role-playing
boardgames and aims to provide a unique experience during each game session.
There are many algorithms designed to generate various structures and data, find
different solutions and calculate optimal paths, but most of them have a rather
limited and specific purpose. At the same time, when properly applied and
combined, these algorithms together allow you to create an interesting game map
for the player, improving the gameplay and increasing the replayability. The given
work is devoted to procedural generation of the game environment based on a
combination of popular algorithms: binary space partitioning, Kruskal’s, «A*y.

KoHuenuist mponeaypHoi reHeparii irpoBOro mpocTopy 3’sBHJIACS B
HACTUIbHUX Irpax. 3roOM BOHA Mepeiluia B KOMIT IOTEpPHI irpHU 1 ChOTOAHI €
JTy’K€ MOIIMPEHOIO B POJIBOBUX IIpax Ta irpax 3 BIAKPUTUM CBITOM.

IcHye ynmano anropuTMiB, KOXKHUN 3 SIKUX MOXE OyTH 3aCTOCOBAHUM ISt
JNOCSITHEHHST pi3HUX Luled. CTBOpEHHs WLIKaBUX IJis IpaBls ITPOBUX Marl, B
OCHOB1 fKUX JICKHTHh MPOCTIp TOMIOHMN 70 TIA3eMeNisi 3 KIMHATaMH Ta
KOpHUJI0paMu, BUMarae KoMOiHaIli1 aJirOpUTMiB.

[TommpenuM pilieHHSIM € BUIIAQJKOBE PO3TAllyBaHHS MPHUMIIICHb.
[lepeBaramu Takoro miaxojay € MPOCTOTa peaiizallii Ta MBUIKICTh BUKOHAHHS.
OnnHak, HasgBHI 3HAYHI HEIOJIKHU:

1. HegoctatHiil KOHTPOJIb HAJT TPOILIECOM T€HEpaIlii.

2. XaOTUYHICTh Ta HEMepe10auyBaHICTh pe3yIbTaTIB.

IMIIEMEeHTYIOUM Ta TIOETHYOUM AJITOPUTMUA MU MOKEMO YaCTKOBO a00 MOBHICTIO
HIBETIOBaTU OOW/IBA HEMOJNIKK: 3pOOUTH TPOIEC TeHepallii OUTbIll THYYKUM Ta
HaJIAIITOBYBAaHUM, 3MEHIIIMTH XaOTHYHICTh, KOHTPOJIFOIOUM TP IIbOMY BIUTMB (hakTopy
BUTIAIKOBOCTI, SIKHI TIOTPIOEH JIJ1s1 CTBOPEHHSI YHIKILHOTO IMPOBOT0O CEPEIOBUIIIA.

Bukopuctanus OIHApHOTO PO3OUTTS MPOCTOPY AO3BOJIAE  JTOCSATTH
OUIBIIOTO KOHTPOJIIO HAaJ IMpPOILIECOM TeHepalii, PIBHOMIPHO PO3MNOAUISIOUN
IPUMIIICHHS TI0 IrpoBii Mari. B pe3ynpTaTi BUKOHAHHS 1TpOBa Mara JUTATHCS
Ha CEKTOpH, $SIKI YTBOPIOIOTh CTPYKTypy miag Ha3Boio «BSP-mepeBo». B
peamizailii IIbOTO aNTOPUTMYy BapTO HAKIAJAaTH OOMEKEHHS Ha BITHOIICHHS
po3MipiB (pparMeHTIB, SIKi YTBOPIOIOTHCS i 4ac PO3ALICHHS.

[Ticnst reneparrii CeKTOpiB HEOOXITHO 3reHEpPYBaTH KIMHATY B KOXKHOMY 3
HUX, JI0 TUX Mip, TIOKKA HE Oy/Ie BUYEPIIaHO JIMIT MO KITLKOCTI KIMHAT, SIKIIO BIH
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€. BoHn MOXyTh OyTH 3reHepOBaHi BUITQJIKOBO a00 0OpaHi 3 MiATOTOBJICHUX
3a37aJIeTi/ib, ajie He MalOTh BUXOJUTH 32 MEXK1 CEKTODY.

Hactymaum kpokom Oyze 3’eHaHHs KIMHAT Kopuaopamu. s uporo Oynemo
BUKOPHUCTOBYBAaTH aJITOPUTMH, SKI 0a3ylOThcs Ha 0O0poOIll HEOPIEHTOBAHUX
3BKEHUX 3B’s3HMX TpadiB. OTpUMAaBIIM TEpPENiK BCIX CTBOPEHUX IMPHUMIIICHb —
3’€THYEMO PeOpaMH-KOPUAOPaMH Ti 3 HHX, SKi 3HAXOJSTHCS B CYCIAHIX CEKTOpax.
CycinHiMA BBOKaTUMEMO Ti CEKTOPH, SIKI MAIOTh CITUIbHY CTOPOHY. Takum 4rHOM,
MaeMo Tpad, B SIKOMY KIMHATU — II€ BEpIIMHH, a KOpumopu — pedpa. KoxxHomy
peOpy TIPHUCBOIOEMO Bary BHKOPHCTOBYIOYM MAHTETTCHCBKY METPHKY, SKa
PO3paxoOBYE BIICTAHb MK 3’ €JHAHUMH TIPUMIITICHHSIMH.

Sxuio BigoOpa3utu oTpuManuii rpad — BiH OyJe OAHOMAHITHUM, OCKUIBKH
KOKHA KIMHaTa 3’€JIHaHa 3 yciMa CyCiHIMH. BUAUIMBIIM MiHIMaIbHE KICTSIKOBE
JIEpEeBO 3a JOMOMOrow anroputmy Kpyckana Mu BU3HaUYMMO Hallp KOPHIIOPIB,
IpH SIKOMY BCl BepiiuHu rpada OyayTh 3’e€aHani. Ha oMy erarni MU MOKEMO
MIPOKOHTPOJIFOBATH BUAAJICHHS HEOOX1THOI KIJILKOCTI pedep, AKi HE BXOJAATH J0
MIHIMAQJIBHOTO KICTSIKOBOTO JIEPEBA, OCKUIBKH iXHS HASBHICTH € OMI[IOHAIBHOIO.

[Ticnst mporo, KoXkHe pedpo, SKE 3aTUIIMIOCSA, Ma€ OyTH MEPETBOPEHO Ha
MOCJIIJIOBHICTh KJIITHH, SIKI YTBOPIOIOTH KOpuIop. Tak caMo Sk KOXXKHE pedpo
rpady 3’€qHy€e nmapy BEpILUH, KOKHUN KOPUIOP HA ITPOBIMA Marli Ma€ 3’ €THyBaTH
napy kiMHar. Kopugopu MarOTh MOYATOK Ta 3aKIHUCHHS — BHU3HAUYCHI Ha Marli
TOYKH, MK SKUMU Mae OyTHM 3HalWJeHO onTUMainbHuUi nuiIX. llomepenHrpo
MOXHA BHU3HAYUTU TMPOMIXKHI TOYKH, 4Yepe3 sIKI Ma€ MPOXOAUTH Kopuaop. B
TaKOMY BHUMaJKy HEOOXIJHO WIYKATH IUIAX IOCHIJIOBHO BiJ OJHIEI TOYKU 0
1HIIOI 10 TUX Tip, TOKH HE OyJie 3’€JHAHO OCTAHHIO Mapy.

IrpoBi mMamu BeMMKUX PO3MIPIB BUMAraroTh PETELHOTO MiI00PY aJrOpUTMIB.
OntumansHUMHU 7151 3aCTOCYBaHHS € alnroput™ JleikcTpu Ta anroputm «A*y. Came
«A*» 103BOJISIE HANAIITYBATH TMpaBWja TMOMIYKY INULIXy 4Yepe3 3a/JaBaHHS
eBpUCTUYHUX (YHKIIIH, $KI JONOMararoTh OyJayBaTW INUISX CIHMPAIOYUCh Ha
METPHKH, TIOB’sI3aH1 3 CAMOI0 Maroro a00 KOHKPETHUMH (pparMEeHTaMu I11€T MarH.

PesynpTaToM mO€MHAHHSA aNTOPUTMYy OIHAPHOTO PO3OUTTS TMPOCTOPY,
anroputMmy Kpyckana ta anroputmy «A*» Oyae rHyYKHil Ta HalallITOBYBaHUU
MPOLICTYPHUA TEHEPATOp IrPOBOTO TPOCTOPY, SKUH CTBOPIOE 3pPYUHY IS
BUKOPUCTaHHA, 00poOKH Ta MoaudIKaIlli CTPYKTYpY IrpOBOi MariH.
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