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The rapid advancement of computing technologies has led to an exponential
increase in data volumes, creating an urgent need for innovative approaches to
content generation and its integration into gaming environments. Generative
Adversarial Networks (GANs) have emerged as powerful tools capable of
automatically generating unique elements, such as game maps, offering new
possibilities for dynamic content generation in games.

This paper explores the fundamental principles of applying Generative
Adversarial Networks for map generation in Unity, discusses their advantages and
limitations compared to traditional methods, and examines practical
considerations for their implementation in game development at various stages.

BuxopucranHs TeXHONOT1H reHepaTuBHO-3MaraibHuX Mepex (GAN) B irpo-
Biif IHIyCTpii Habupae Bce OUIBIIOT MOMYSIPHOCTI 3aBSKH 1X 3/[aTHOCTI aBTOMa-
TUYHO CTBOPIOBATH YHIKAIBHUN KOHTEHT, [0 3MIHIOETHCS MPU KOXKHOMY 3aITyCKY
rpu. Lls TexHOIO0TIA 0COOIMBO KOPUCHA ISl TEHEpaIllii iIrpPOBUX CBITIB, /€ KOKEH
HOBHUH CEaHC TPU MPHUHOCUTH 3 COOOI0 HOBY, HETMIOBTOPHY KapTy, SIKY TpaBellb
Moxke nociipkyBatu. lle BikpuBae BeIWYE3HI MOMXKIMBOCTI JJISI CTBOPEHHS
OUIbLI JUHAMIYHUX Ta PI3HOMAHITHUX ITPOBUX CEPEIOBUII, 110 3HAYHO MOKpa-
HIy€ T0CB1Jl KOPUCTYBAUIB Ta 30UIbIIIye peirpadenbHicTh. TakuM YHHOM, BUKOPH-
ctanHst GAN 103Bosisie po3poOHUKaM 3a0€3MEeYUTH TPABIISIM MOCTIHY HOBHU3HY,
110 CTUMYIJTIOE 1X TIOBEPHEHHSI JI0 TPH, 30epiralouu BUCOKHI PiBEHb IHTEpECY Mpo-
TSATOM TPUBAJIOTO Yacy.

['enepaTnBHO-3MaraabH1 MEPEXKI MPAIIOIOTh HA OCHOB1 JBOX HEUPOHHUX Me-
pex: reHeparopa Ta JuUCKpuMiHatopa. ['eHepaTtop cTBoproe€ HOBI JaHi, Halpu-
KJIaJl, KapTH, a THCKPUMIHATOP OIIHIOE, HACKIIBKH I1i KAPTH BiIIOBIIAIOTH 3a/1a-
HUM KPHUTEPISIM PETiICTHYHOCTI a00 CXO0XKOCTI Ha HaB4aibHi AaHi. [1ix gyac mpo-
1IeCy HaBYAHHS TEHEPATOp IMOCTYMOBO YAOCKOHATIOETHCS, IO JI03BOJISIE HOMY
CTBOPIOBATH BCE OUIBII PEANTiCTHUYHI Ta PI3HOMAHITHI IFPOB1 CBITH, a POJIb AMC-
KpUMIHATOpA MOJSTa€E B TOMY, 100 JOMOMOITH MOKPAIIUTH SIKICTh pPe3yJbTaTy.
[leit mporec A03BOJISIE AOCSITTH BUCOKOI SIKOCTI KOHTEHTY, SIKMI BiJMIOB1/Ia€ BU-
MOTaM T'PH, Ta TIOCTIHHO BIOCKOHATIOBATH aITOPUTMH, IO BAXKJIUBO AJIS ITiITPH-
MKH 1HTEpeCy T'paBIliB.

Unity € oH1€10 3 HAMOUIBIIT TONYJISIPHUX TIATHOPM JI pO3poOKH irop, sika
3a0e3reuye BEJIMKHUM MOTEHITIaN JIJIs IHTerpallli pi3sHMX METO/I1B reHepaliii KoHTe-
HTY, B ToMy uncii i GAN. J{ns toro mo6 interpyBatu GAN y Unity, po3poOHUKH
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BUKOpPUCTOBYIOTh Python-ckpuntu, 1o 103BOJsIOTh r€eHEpYBaTH KapTu abo 1H-
UMM KOHTEHT 3a JOMOMOIOK BKE HATPEHOBAHUX MOJEIEH HEUPOHHUX MEPEXK.
3reHepoBaHi KapTu MOXKYTbh OyTH iMnopToBaHi B Unity y pi3Hux popmarax daii-
niB, Takux sik JSON myist manux kaptu abo PNG mns tekctyp. Lle no3Bossie 30e-
perTu 3pydYHICTh Ta CYMICHICTBH 13 BXXKE€ ICHYFOUMMH CHCTEMaMHU Ta 1HCTPYMEH-
TaMu, 1110 BUKOPUCTOBYIOThCS B Unity i po3poOKU irop, 3HAYHO CIPOLLYIOYH
mpoliec IHTerpamii 1 miABUIIYI0uH e(peKTUBHICTh pOOOTH KOMaHIU PO3POOHUKIB.

OpauM 13 HalOLIBIT 3aXOMIUBUX acnekTiB BUKopucTandas GAN y Unity €
3IaTHICTh CTBOPIOBATH KapTH, SIKI 3MIHIOIOTHCS 3aJIEKHO BiJl KOXKHOTO 3aITyCKy
rpu. Takuii miaxig 3HAYHO IMABHUIINYE PeirpabeNbHICTh TPH, JAI0OUd MOXKJIHBICTh
NOBEPHYTHUCA J0 HET 3HOBY 1 3HOBY, IO € BAXKJIMBUM (PAKTOPOM JUISl MIATPUMKHU
IHTEpeCy I'paBLiB MPOTITrOM TPUBAIOro yacy. KpiM Toro, aBTomMmaTH4Ha reHepanis
KapT €KOHOMHUThH 3HAYHUI Yac PO3POOHUKIB, JO3BOJISIOYH IM 30CEPEIUTHUCS Ha
OUTBIII BaXKJIMBUX aclEKTaX I'PH, TAKUX K MEXaHiKa, CIOKET UM MepPCOHaXI1, 110
M1ABUINYE €DEKTUBHICTD MPOIECY PO3POOKH.

OpHak iICHYIOTh 1 TIEBHI TpyAHOIIL: 171 ehekTuBHOI poOoTH GAN HeoOxiaHe
MOTYXKHE arapaTtHe 3a0e3MeueHHs, a InTerpaiis uux texuHosoriii y Unity Bumarae
JIOJIATKOBUX 3HAHb Ta BUKOPUCTAHHS CHEIIaIbHUX 010J110TeK JI71s1 0OpOOKH TaHUX
Mk Python Ta Unity. He3Baxkatoum Ha 111 BUKJIMKH, 3 PO3BUTKOM TE€XHOJIOTH 1
3pOCTaHHSIM BUMOT JI0 YHIKQJIBHOCTI ITPOBOTO KOHTEHTY, 3acTocyBaHHs GAN y
pO3po0IIi irop cTaHe Ie OLIBII MONTUPEHUM, JT03BOJISIIOUN CTBOPIOBATH CKJIA/I-
HIIIT Ta aJanTUBHIIII CBITH, J¢ KOXXHA Tpa MPOTOHYBaTUME HOBHUH JOCBIA IS
rpasiis. Lle BinkprBae HOB1 MOMKIIMBOCTI JUTsl PO3POOHUKIB Ta TPABIIIB, CIPHUIIOYN
PO3BUTKY IHIYCTpIi Ta MIJBUILEHHIO IHTEPECY 10 HOBUX ITOP.

TakuMm uynHOM, reHepaTuBHO-3MaraibHi Mepexi (GAN) NponoHyo0Th NOTY-
KHUN 1THCTPYMEHT JUJIsi CTBOPEHHSI YHIKAJIbHOTO IPOBOTO KOHTEHTY 3aBISKU
CBOIM 3JaTHOCT1 aBTOMAaTUYHO I'€HEPYBAaTH HOBI JIaH1, TakKi K KapTH, JaHAmadTu
Ta piBHI. BOHM 31aTHI BUBUATH CKJIaJIH1 HEJIIHIMHI 3B’ SI3KKM M1 €JIEMEHTaAMH IT-
POBOTO CepeIOBUIIA, 10 TIO3BOJISIE CTBOPIOBATH JMHAMIYHI Ta aIallTUBHI CBITH.
[le pobuts GAN 1IHHUM THCTPYMEHTOM JIJIs1 PO3POOKH irop, 3a0e3neuyoyu HO-
BU3HY, PeirpabesbHICTh, @ TAKOK EKOHOMIIO Yacy JJisi PO3pOOHUKIB.
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