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BCTYII

AKTyajabHicTh TeMH. CpOTOAHI TpaBIIB KOMII' IOTEPHUX IrOp BaXKO
3IMBYBATHU OJJTHOMAHITHICTIO BIPTYyaJIbHOTO CBITY, TOMY PO3POOHHKH YaCcTO BIAIOTHCS
710 BUKOPHUCTaHHS allTOPUTMIB MpoLeAypHOi renepartii. [IpoueaypHa renepariist cBity
nependayae BHUKOPUCTAHHS CTOXACTUYHUX AITOPUTMIB IIJII CTBOPEHHS IrPOBOTO
CEpellOBUIIA, AK€ HE MOBTOPIOETHCS HABITH MPU OJHAKOBHX BXIAHMX AaHuX. Lle
JOUUTPHUN Ta aKTyaJdbHHM MiJIX1A, SKIIO HEOOXITHICTh Y BEIHKIA KUIBKOCTI
YHIKQJIbHOTO KOHTEHTY Olibllla, HIXK HEOOXIJHICTh y J00pe MIpoJyMaHOMY, alie
CTBOPEHOMY BIiJl PyKH CBITI. SIKIIIO MpaBWJIBHO PO3POOMTH MOJENb TeHepallli, TO
npoOieM 13 HenependadyBaHICTIO Ta HECYMICHICTIO MiJl 4ac MPOXOJKEHHS T'pH
MO>KHA YHUKHYTH.

IcHye Benuka KUIBKICTh METOJIIB Ta MIAXOJIB JJISl peasti3allii BUMAIKOBUX
CBITIB — BIJl QJTOPUTMIB HIYMIB JO PI3HUX KJIACIB E€BOJIIOLIMHUX aJrOPUTMIB.
Binb11icTh 3 HUX TOXOASTH BiJT AJITOPUTMIB JUIsI KOMIT FOTEPHOT rpadiku — UTyMH JIsI
reHepanii KapT BHUCOT, O10MIB, IUIaBHUX 3MIH Yy BIJIKDUTOMY CBITI, Jlarpama
Boposnoro asnist po3noisiieHHs cBITy Ha perionu, BSP nepeBo juist renepariii KiMmHat
1 kopunopiB. Inmin metonmu Oynau po3poOJieHI HAa OCHOBI OIOJOTIYHHMX YU
MaTeMaTUYHUX MOJENEH Ta JIETKO I1HTETPYIOThCI B KOHTEKCT MPOIETYyPHOI
reHepailii — KJIITUHHI aBTOMATH JIJIs1 TeHepallii euep 4u MocCeseHb, epenucyBaHHs
rpady (graph grammar) gt 2D ta 3D MozaentoBaHHS, TEHETUYH1 aJITOPUTMHU JIJIS
HaWKpaIoro BUOOPY €JIEMEHTIB TeHepallii 3aJeKHO BiJl BXITHUX MapaMeTpiB. Y
peaTbHUX MPOEKTAX BUKOPHUCTOBYIOTH KOMOIHAIli Ta Moaudikarii UX METO/IIB,
BUOYJIOBYIOUH CKJIQJIHY Ta KOMIUIEKCHY MOJIEIb TeHepallii CBITY.

BuxopucTtanss npouexypHoOi TeHepallii CBITY pa3oM i3 METOJlaMu aHali3y
naHux (MOBEMIHKM TPABISL) € MAJOBUBYCHUM PO3JUIOM, OCKIIBKH TPATUIINHO
IpOoIeAypHA TeHEepallisi pO3BUBAJIACS JUISI CTBOPEHHS CTATHYHUX Ta MIOBTOPIOBAHMX
mabnoniB. 11lo0 aHamizyBath MOBENiHKY TpaBIlsl MOTPiOHI pENPE3CHTATUBHI JaHi,
110 OCOOJIMBO KPUTUYHO IS CHHIJIIICEPHUX 1TOD, /1€ HEMA€ BEJIMKOTO MyJTy TPaBIliB

JUTst HaB4aHHS Mojieneit. OHaK pe3yIbTaTh TaKUX JOCIIHKEHb MOXKYTh J03BOJIUTH
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po3poouTH Mozemi, sSKi TJIMOOKO IHTETPYHOTh MPOLEAYpHY TeHepalio 3
JUHAMIYHUMHU MOJIESIMU TPaBIls, Ta T€HEPYBaTH MaKCHUMAaJIbHO aJalTUBHUHN 10
BIO100aHb a00 BiApa3 rpaBIis CBIT.

MeTo10 pod0oTH € po3poOKa MoJIelIl MPOIEyPHOI TeHeparlii CBITYy Ha OCHOBI
reHeTuyHoro anroputmy ta BSP nepeBa nnst koM 10TepHOi Tpu 3 aganTali€ero 10
MPOaHaTiI30BaHOI 32 IOIOMOT 00 METOy HEUITKOi KJacTepu3allii HOBEIIHKH IpaBLs
Ta MPOBEJICHHS aHaII3y NEPCIEeKTUB i1 MOKpaIeHHS.

JI1st TOCSITHEHHSI METH HEOOX1/THO BUKOHATH HACTYITHI 3aBAaHHSL:

MPOAHAII3YBaTH ICHYIOYl METOJM MPOLEAYPHOi reHepalii KOHTEHTY B
ITPOBUX CepeNoBHUIaX, BKIIOYHO 3 aiaroputmMamu BSP nepeBa Ta
TCHETUYHUMH aJITOPUTMAMH,

- JIOCIIIJIUTH METOJIM HEUITKOI KJIacTepHu3allii JaHUX MpO MOBEAIHKY TpaBIs,
3okpema Fuzzy C-Means Clustering, a TakoX BpaxyBaTH MCHUXOTHUITU
rpaBiiB 1 npunnun «Exploration—Exploitation» s iHTepripeTartii
ITOBEIIHKH;

- 00patu IHCTpYMEHTAaJIbHI 3aCO0U Ta PO3pOOUTH 0a30BUI IPOTOTHI I'PH;

- peanizyBatu (popMyBaHHS CTPYKTypu OyAIBIl 3 OKPEMUMH KiMHaTaMu Ha
ocHoBi BSP nepesa;

- PO3pOOUTH TEHETUYHUN aITOPUTM BU3HAYEHHS XapaKTEPUCTUK KIMHAT Ha
OCHOBI aHaJI13y MOBEAIHKH TPaBIIS;

- BUKOHATH aHaJli3 TOBEAIHKM TpaBls IIiJ] 4Yac MPOXOJKEHHS TpHU 3a
JOTIOMOTOI0  METOJY  HEUITKOi  KjacTepu3aiiii Ta  migiopatu
XapaKTEPUCTUKU JJi1 (POPMYBaHHS IHTEPIPETOBAHUX KIIACTEPIB;

- 1HTErpyBaTH pe3yjbTaTH KjacTepu3allli MOBEAIHKHU I'PABI Y TCHETUUHUI
AITOPUTM JIJIs1 OTITUMI3alliil XapaKTePUCTUK KiIMHAT;

- OIIIHUTH MEPCIIEKTUBU BJOCKOHAIICHHS PO3POOICHOI MOIEII TPOIIETyPHOT
reHeparlii CBITy Ta MOJaJIbIll HAMPSIMKH JTOCT1IKEHb.

O0’ekT  JOCTiIKEHHI — aNTOPUTMH TMPOIETYypPHOI TeHepallii CBITY Ta

METO/IM aHAMI3Y JTAHHUX ITOBEIIHKHU TPaBIIS.

Ilpeamer pociiakeHHsi: TeHepallis OyAiBil s Tpu 3a gonomororo BSP
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JiepeBa Ta T€HETUYHOTO aJTrOPUTMY 3 BUKOPHCTAHHSIM HEUITKOI KJacTepu3alli

Fuzzy C-Means ju1s aHai3y MOBEIIHKY T'PaBIIs.
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PO3/LT 1.
AJTOPATMH NPOLEYPHOI TEHEPAIIIi CBITY.
HEUYITKA KJIACTEPU3AIS JAHAX MOBEJITHKHA T'PABIISA

1.1. IlpouexypHa reHepaiisi KOHTEHTY B irPOBHX CepeAOBHILNAX

[TpouieaypHa renepaiis kouTeHTY (procedural content generation, PCG) [1-3]
BUHHUKIIA SIK pe3yJIbTAT aBTOMATHU3AII1i POIIECY CTBOPEHHS BEJIMKOT KUIIBKOCT1 IFPOBOTO
HANIOBHEHHS, 110 J1aJI0 3MOTY PO3POOHHUKAM 30CepEIKyBaTHCS HE HA PYTUHHIN py4dHIil
po0OTI, a HAa TEXHOJIOT1UHIN CKJIa/l0BIi cBOoro mpoaykty. Lle mo3Bosse 3abe3neunTu
BHUCOKY peirpabesibHICTh JUIsl TPaBIsl — OTPUMAHHS YHIKaJIbHOTO JIOCBIy MiJI Yac
KOKHOTO TmpoxoukeHHs Tpu. Okpim Ttoro, nepeBaroro PCG € 1 KOMHOaKTHICTh
30epiraHHsl JaHUX CBITY — 00’€MHI HANOBHEHI KapTU 3aMIHSIIOThCA 30€piraHHAM
Moenel renepaiiii ta ciny. Cin (seed) — e BXigHui napaMmeTp (3a3BU4ail mpocTo Iijie
YUCI0) JUIsl OyIb-SKOi CTOXaCTUYHOI MOJeNl, KW 3a0e3neduye BIATBOPIOBAHICTD
OJIHAKOBUX BHUXIIHMX JIaHMX [UIIXOM TEHEPYBaHHS OJHUX 1 THUX XKe
TICEBIOBUITAIKOBUX YHUCEIL.

AJTOpUTMH TPOLEAYPHOI reHepalii MarTh IUPOKUI CIEKTP CTBOPIOBAHOTO
KOHTEHTY. BOHM BKIJIIOUalOTh aJrOpUTMHU T'eHeparllii:

- reoMmeTpii cBity — anamad T, OyaiBii, nedepu (mrym [lepnina, BSP nepesa,

KJIITUHHI aBTOMaTH, JiarpamMa BopoHoro);

- CIOXKETIB Ta J1aJIoT1B (JaHorn MapkoBa, reHepaTUBHA FPaMaTHKa);

- ayaio Ta My3UKH (MPOoLeAypPHI CUHTE3aTOPH, aITOPUTMIYHA KOMIIO3UILis).

Taki pe3yapTaTh OKa3y0Th, 0 anroput™u PCG y BUXITHUX JAaHUX CXOXKI JI0
MoJieJIel IITYYHOTrO 1HTENEKTY. PI3HUIIS nmosirae y ToMy, 10 IpoLeaypHa reHepanis
0a3yeThCsl 3aJaHUX ANTOPUTMAax (XOY 1 CTOXAaCTUYHHMX) 1 TpaBWiax, /i€ pe3yJbTarT
3aJIeKUTh BIJ BXIIHUX MapaMeTpiB, a reHepaiis 3a jgonomororo LI BukopuctoBye
MOJIENi, Kl BYWJINCS HAa BEJHKIA KUIBKOCTI JaHWUX, JI€ Pe3yjbTaT € BUBEICHHSIM
m1abJIOHIB 3 BXKE BIJIOMUX MIPHUKIA/IB, a HE TITBKH 32 (JiIKCOBAaHUMU TPABUIIAMH.

[Ipupoga anropuT™MIB MpPOLEIYPHOI T'eHepallli OMUCY€E XapaKTep OTPUMAHHUX
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pe3yJbTaTIB IXHHOTO BUKOPUCTAHHS, aJie JIeAKl METOJU € HACTUIbKH 3arajlbHUMHU, 1110
BAXKKO IMepe0aunTH, SKUM ajJropuTMOM OyJM 3reHepoBaHi Ti M iHI AaHi. OgHak
PI3HOMAHITTS IUX METOJIB JTO3BOJISIE KOHTPOJIOBATH Ti YaCTHMHHU TEHEparli, sKi
NOTPIOHO YITKO BU3HAYUTH, 33JaTH CXOXI IIAOJIOHU YM JaBaTH aJITOPUTMY MOBHY
BOJIIO JUIS TEHepalii MaKCUMalbHO HemependauyBaHUX JaHUX. ToMy BapTo
PO3TIIIHYTH KJIACHYHI MIAXOAM 10 MPOIEAyPHOT TeHepaIii.

[lepermucyBanusa rpady (graph rewriting) [4-5] € THUIIOM TeHEpaTHUBHOI
rpaMaTHKA Ta  JIO3BOJISIE KEpPyBaTH €IIEMEHTAMH TeHepallii 3a JOIMOMOTO0
npeacTaBiieHHs AaHux y ¢opmi rpady. Yactunu rpady MOXKyTh MEpEeTBOPIOBATHCS B
1HIII 32 YITKO 3a/IaHUMH MpaBUiiaMu. [CHye JIeKUIbKa MiAXO0A1B MepenucyBanHs rpady,
OJIHAK Ha MPAKTHUIl HaW4YacTille BUKOPUCTOBYIOTh alreOpaidyHui migxia 13 JIBOMa
METO/IaMH JIOT1KM 3aMiHM miarpadis — noasiiiHe BUuIIToBXyBaHHs (double pushout) Ta
olMHApHE BHINTOBXYBaHHS (single pushout). Ixms pisHMIS momsArae y ToMy, IO
NOJ/IBIiHE BUIITOBXYBAaHHS BUKOPHCTOBYE 1HTEp(eiic (KOHTEKCT) MpHU MEepeBIpii Ha
BaNiHICTh 3aMiHu miArpady. Lle mo3Bosise YHUKHYTH KOH(JIIKTIB 3aMIHM YacTUH
rpady, oJlHaK OJMHAPHE BUIIITOBXYBAHHS OMMCYETHCS KPAIIOI0 THYYKICTIO B KIHIICBUX
3reHEepPOBAHMUX JAHUX.

I'panienTtHi mymu [6-7] po30MBarOThL BCIO IUIONIY TeHepallii Ha KOMIPKH 3a
I'PAaTKOIO 1 3aMICTh BHUIIQJKOBHUX 3HAY€Hb y BY3JaxX LI€i I'PaTKU BUKOPUCTOBYIOTH
BUIAJIKOBUM TPAI€HT, a IIyM Y KOXHIA TOYIll PO3PAaXOBYETHCS SIK THTEPIIOJSIIS
CKaJIsIpHUX JOOYTKIB MK LIMMM I'paJlIEHTaMU Ta BEKTOpaMH /10 TOYKH. IcHye OaraTto
QITOPUTMIB I[HOTO KJIacy Ta monuikaiii 10 HuX — mym lleprnina, cuMImekc-mym,
IpoOoBUi OpOYHIBCHKHII IIIyM Ta iHII. Haifdacriimie Taki METOIM BUKOPUCTOBYIOTHCSA
JUJ1s1 TeHepallli penbediB, XMap, TEKCTYP BOTHIO UM MapMypy, OCKUIbKU 3a0€3Meuy0Th
JIOBOJII IPUPOIHUN pe3yJbTaT — IPAIIEHTH JOTIOMAraloTh 3TAaAUTH 3HAYCHHS IIIyMY B
KOHKPETHIH TOYIll Ta JIOKaIi3yBaTH HOTO BILUIUB Ha CYCIIHI AaHi.

Hiarpama Boponoro [8] yacTto 5eXuTb B OCHOBI 0ararbox ajropuTMiB
MpoleTypHOi TeHepalii OyxaiBenb, kapth OioMiB 4u Tekctyp. CyTh momsirac B
PO3MOIIJIEHH] MPOCTOPY 3a BUMAIKOBO 3aJaHUMM TOYKAMHU LIEHTPIB — YCl TOYKH

BCEepeANHI KIMHATH HaWOIMK4l O CBO€I TOYKU po30uTTsA. Jlyia peamizamii 1boro
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METO/Ty ICHY€ JIBa BapiaHTH: MOMapHUH repedip ycix TOUOK a00 O1IbIIT ONTUMI30BaHUMA
— anroput™ dopuyHa [9].

VY it poOOTi AeTanbHIIIEe PO3TISAAETHCA ACKIIbKAa KOHKPETHUX AJITOPUTMIB
MpOLIETypHOI TeHepailii, a came aiaropuTM Ha ocHoBi BSP nepeBa Ta reHeTuunwmii

AJIITOPUTM.
1.2. Auaropurm Ha ocHoBi BSP nepeBa

BSP nepeBo (binary space partitioning) [10-13] — e cTpykTypa AaHuX, sika
npejcTaBiisie O1HapHE PO30UTTS €BKJIIIOBOIO MPOCTOPY 3a JOIIOMOI'0OK PEKYPCUBHOTO
MOAUTY KOXHOT YaCTUHU Ha JIBI HEOOOB’SI3KOBO OJHAKOBI 3a po3MipoM. BoHo €
OCHOBOITOJIOKHUM Yy TPUBUMIPHIA KOMIT IOTEpHIN rpadilli, OCKUIbKH J0JIa€ OCHOBHI
poOJIeMHU PEHACPUHTY, SKi BHHHKAIOTH MPU aJITOPUTMI XyT0O)KHUKA YU PEHKACTUHTY,
Ta XapaKTEPU3YEThCA BI3yalli3alll€lo 00’€KTIB BiJl HAMOIMKUOTO 10 HAWMAAIBIIOTO i
BIJICYTHICTIO T€peMajbOBYBaHHS (IIEPEKPUBAHHS) IMIKCETiB, 1[0 3a0e3neuye

IIBUJIKICTh Ta €(PEKTUBHICTh AITOPUTMY.

(A
@ @ D1l Bl A C1
) 0 €2 © 5 iLz 2
3
D3

Puc. 1.2.1 — Pesynbrar no0ynosu BSP nepeBa B ABOBUMiIpHOMY NMPOCTOPI, Ji€
nosironu — JdiHii (A, B, C, D). 3niBa — noOyaoBane BSP nepeBo, cripaBa —

PO3MOAUTIEHUN TTPOCTIP.

OT1xe, kpoku poboTu anropurmy nodyaosu BSP nepesa (puc. 1.2.1) me:
1. BuOip nonirona P 3 macuBy moJsiiroHis.
2. CtBopenHs By3ia N B iepeBi Ta JoJlaHHs MojiroHa P B MacuB 11boro By3ia.

3. JIis KO’KHOTO 1HIIIOTO MOJIIrOHA B MacHUBi:
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3.1. k1o moiiroH 3HaX0AUThCS B IEPEHIN TIOMIMHI BITHOCHO TOJIIrOHA
P, To mepeMicTUTH 1ieH TIOJIITOH B MacUB BY3JIIB criepeny P.

3.2. SIKIIO MOJIrOoH 3HAXOAMTHLCS B 3aJHIN IUIONIHWHI BIIHOCHO HoJIroHa P,
TO TIEPEMICTUTH II€H MOJIITOH B MacUB BY3JIiB 1o3aay P.

3.3. SIKuio mOJNITOH MEpEeCciKaeThCs IUIOMIMHOI BIAHOCHO MOJNIroHy P,
PO3AUTATH TIeH TOJITOH 1 BIJHECTH HOBI IMOJITOHU JO BiIMOBITHUX
MacHBIB criepeny Ta nosauy P.

3.4. SIKmo moJnroH JeXUTh B IUIOIIMHI IMoJiiroHa P, momaTu Horo B MacHuB
noJIiroHiB Bysna N.

4. 3acrocyBaTu I1i KPOKH JJIs MOJITOHIB criepeay P.

5. 3actocyBartH 11 KpOKH JJIs TTOJIITOHIB 1o3any P.

[Ipu 3anmaniii mepcrnekTuBl Ta 00xon1 BSP nepeBa B mmupuHy BU3HAYAETHCS
MOPSIIOK  PEHACPUHTY TOMroHiB. KOHKpEeTHWH alropuTM pEHACPUHTY TYyT HE
PO3TISAAETHCA.

VY kxoHTekcTi mporenypHoi reHepaiii BSP nmepeBo BUKOPUCTOBY€ThCSA IS
Te€HEpYBAaHHs KIMHAT 1 KOPUAOPIB. JlepeBo reHepyeThes B pe3yibTaTli peKypCUBHOIO
BUITAJIKOBOTO PO3OUTTS MPOCTOPY BEPTHKATBHUMHU UM TOPU3OHTAIBHUMH JIHISIMH.
[Ticnst yoro, KOXeH JIMCTOK JiepeBa sIBJsie COOO0 MPOCTIP ISl TeHeparllii TeoMeTpii
kiMHaTH. Kopruaopu yTBOPIOIOTECSA HUISIXOM 3JIUTTS ABOX CYCIIHIX KIMHAT — JIIBOTO Ta
MpaBoro By3ya. Takuil aaropuTM CTBOPIOE KapKac JjIsi 3T€HEPOBAHOTO CBITY Ta

3abe3reuye eIMHUN MOXJIMBUHN NMUISIX MK yciMa KiMHaTaMu 0€3 IIUKIIIB.

Puc. 1.2.2 — Pe3ynbTaT renepariii KiMHaT 1 KopuaopiB Ha ocHoBi BSP nepesa.
Ocrtanns 1Teparlis 31uTTs npoctopiB mig By3namu B ta C. JIiBopyd — pe3ynbrar

3reHepoBaHuX KiMHAT 1 kopuaopis. [IpaBopyd — srenepoBane BSP nepeso
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Anroputm noOy10BM KIMHAT Ta KOpUI0piB Ha ocHOB1 BSP nepena:

1. 3agaTu Bech MpOCTIp TeHepallli SK KOpEHEBUI By30.1 JIepeBa.

2. Pospinutu mpocTip BEPTUKATBHOI 200 TOPU30HTAILHOIO JIIHIETO, SKIIO HOTO
mioma OiIplia 3a MIHIMAJIbHO JAOMYCTUMY. 3aJaTH JNOYIpHIA JIBUM Ta
JIOU1pHIii paBuil By3I/U JepeBa.

3. PekypcHBHO MOBTOPHUTH KPOK 2 JUIsl JOYIPHBHOTO JIBOTO By3Jia A€pPEBa.

4. PexkypCUBHO MOBTOPUTH KPOK 2 JJIsl TOYIPHBOIO MPABOT0 By3Jia JAepeBa.

5. JAnd ycix JTUCTKIB JiepeBa CTBOPUTH KIMHATY B MPOCTOPI JIUCTKA 3aJICKHO Bij
HEOOX1THOT TeoMeTpii (Hampukiajg, NpSIMOKYTHa KIMHAaTa — 3aJaHHs
BEPXHBOI JI1BOI Ta HIXKHBOT IIPaBOi TOYOK B J1ana30Hi MPOCTOPY JIUCTKA).

6. Po3noumHarouu BiJl JIUCTKIB, 17151 YCIX Hap AOYIPHIX BY3JIIB I€peBa CTBOPUTHU
KOPHUIOP MIX JIIBUM Ta MPABUM BY3JIOM (€Tarm 37IUTTS IPOCTOPY).

binapHe po30HUTTS MPOCTOPY B OCHOBHOMY BHUKOPHCTOBYETHCS ISl CTBOPEHHS

KIMHAT, 110 HE MEPEKPUBAIOThCS, OJHAK CJIIJl 3a3HA4uTH, 10 iepapxis BSP nepesa
MO>Ke OyTH BUKOpPHUCTaHa 1 JIJIs 1HIIIHUX aCTEeKTiB renepartii. Pucynok 1.2.2 gemonctpye,
AK 3B'30K KIMHAT MOXe OyTH BHU3HaueHUM 3a jaonomororo BSP nepeBa —
BUKOPUCTAHHA KOPHUIOPIB JUIs 3'€AHAHHS KIMHAT, WI0 HaJeXaThb OJHOMY
0aTbKIBCHKOMY BY3Jy JUIsl 3a0€3M€4YEHHS B1ICYTHOCTI MEPEKPUTTS KopuaopiB. OKkpiM
TOTO, HE JIMCTKOBI BY3JIM PO3MOALTY MOXYTh OyTH BUKOPUCTAHI1 1Jis1 BU3HAYEHHS TPy
KIMHAT, 110 BIJIMOBIIAIOTh OJHIN Temi. TakuM crocoOoM Iii TPyIu KIMHAT MOXXYTh

MaTH €IMHUN BXiJ 3 PEIITOI0 PO3MOAIEHOTO MPOCTOPY KapTH.

1.3. T'eHeTHYHM AJITOPUTM

I'enetnunnii  anroputm [14-17] Mae eBomroriiiHuii Xxapakrep Ta OyB
po3po0JeHUI Ha OCHOBI TOro, sIK BinOyBaeTbcs mnpupoAHUil BiaOip. Hamanku
OTPUMYIOTh CBOi SIKOCTI y (popMi reHeTuyHoi iHopmarlii Big OaThKiB 1 HaWKpaml
IpeICTaBHUKU MAlOTh OUIbIIIE IIAHCIB HA BUKUBAHHS Ta MPOJIOBXEHHS IPOAYKYBaHHS
HOBHMX HamajakiB. OTXe, IICIS JIEKIIbKOX JECSATKIB YU COTEHb ITOKOJIIHB MOXKHA

MOMITUTH 3POCTAl0Uy TEHJCHINIO IPUCTOCOBAHOCTI BCE HOBIMIMUX TMPEICTABHUKIB
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BUTTY.
3BeZIcHHS] MEXaHI3MIB T€HETUYHOTO aIrOPUTMY SBHO BKa3y€ Ha Te€, 110 TaKUi
X1/ 3aCTOCOBYETHCS [T BUPIILICHHS 3a/1a4 ONITUMI3allii Ta MOJICTIOBAaHHS, 1€ KOXKHE
HACTYMHE MOKOJIIHHS IIPE/ICTABIIAE BCE OUIBII ONTUMANILHUN pO3B’30K. Llei anroputm
4acTO € y3arajJbHUM 1 BUKOPUCTOBYE CBOI Moaudikallii 3aie’kHO B HEOOXITHOCTI B
pI3HUX Tady3sIX: ONTHUMI3aIlil 3amuTiB y 0a3zax JaHMX, HaNAIITyBaHHI 1 HaBYaHHI
IITY4YHOI HEUPOHHOI MEPEXKi, IrPOBUX CTPATET1AX, 3a7a4ax 0101HPOPMATHKH.
He3Bakarouu Ha Te, 10 KOXKEH €Tall alfOPUTMY MOXE PI3HUTHUCS B pealizaiii
3aJIe)KHO B1Jl MOTPeO, KIACUYHUM T€HEeTUYHUN aJrOpUTM BU3HAYAE Takl eTanu (puc.
1.3.1.):
1. CTBOpeHHs MOYaTKOBOT MOIYJIALIT BCIX MOXKIIMBHX PIlIeHb (0OCI0).
2. OO6uucneHHs (GyHKIII 10MACOBAHOCTI KOKHOI OCOOHU.
3. BigbOip (cenekuis) Halkpamux oci0 Ha OCHOBI 3HAauY€Hb (DYHKII1
JIONIACOBAHOCTI. BigkuaaHHs TIpIIKMX MPEICTABHUKIB MOMYJISIII.
4. CxpenryBaHHs 0ci0.
5. Myrariis oci0.
6. Iteparriiine MOBTOPIOBAaHHSA KPOKIB 2-5 10 BUKOHAHHS KPUTEPIs 3yNMUHKU
AJITOPUTMY.

7. BuOip HalKpaloro pillieHHs] HA OCHOBI 3HaY€HHA (DYHKIIIT JOMAaCOBAHOCTI.

Yes

—bl Return The Best Individual Found |

Puc. 1.3.1 — bnok-cxema poO60TH KJIACHYHOTO T€HETUYHOTO aITOPUTMY
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['eHEeTHYHUN aNrOpUTM MICTUTh CHENU(IYHUN TMOHATIHHO-KaTeropiaabHUN
amapar, TOMy JOIUTHHO PO3TIITHYTH KOXKCH €TaIl JeTaIbHIIIe.

CTBOpeHHsI OYATKOBOI MOMYJIALII Nependavyae 3aaHHs CTApTOBUX OCIO, sIKi
yTBOpPEH1 BHUMAAKOBUM dYMHOM. KokHa oco0a 3amaeTbcsi HAOOpPOM XpOMOCOM —
iH(bOpMaIli€ero Mpo 1HAWBIAYMa, 3a3BHUYail 3aKOJOBAHOIO B TOCIHIIOBHICTH HYINIB 1
OJIMHUILIb. JI0 MOYaTKOBOT MOMYJISAIIT HEMAE BUMOT OO0 «SIKICHUX» MPECTABHUKIB.
Oco0u moBUHHI 000B’SI3KOBO BIANOBIAATH (GOpMATy pillleHb, HAJ SKUM MPOBOIUTHCS
ONTHUMIi3allis, Ta IKOMOTA PI3HOMaHITHIIIMMHU, OJIHAK TOBTOPIOBAHICTH 1HIUBIIB HE €
MEPENOHOI0 — TCHETUYHUM alrOpPUTM IIBUIKO MPOAYKYE HOBI HEOJIHAKOBI OCOOM.
MiHimManbHa KUIBKICTh 1HAMBIIIB B MOYATKOBIM MOMyJsiii Mae OyTH AOCTATHS JJIs
pernpe3eHTallii pi3HOMaHITTS T€HIB, HEOOX1JHOTO JUIsS BUPIIICHHS 3a/adi, 1 3a3BUYai
onucyethes sK N = 10 ... 20 * L, ne N —11€ KiIbKICTh OCOOMH B IOYATKOBIM MOIMYJISAIIIT,
L — nosxxuna xpomocomu. Lle nae manc, mo Bei BaxxiuB1 KOMOIHAIT T€HIB 3’ IBJISTHCS
Xoua 0 0JIUH pa3.

Oynkuis aomacoBaHocTi (fitness function), siky 4acTo Ha3UBaIOTh (PYHKIIIEIO
MPUCTOCOBAHOCTI 200 (DYHKIIIE€IO OLIHKHU, MOTPIOHA IJIi PO3paxyHKy MipU SIKOCTI
iHauBiaa. BoHa xapakrepusye Te, 1110 HACMpaB/l ONTUMI3YEThCS (MIHIMI3YEThCS YU
MaKCHUMI3YEThCA), TOMY € IUIbOBOIO (yHKIE 3amayi. s KOXHOI MOMIJIMBOT
XpoMocoMH (yHKITIS TTOBUHHA TIOBEPTATH YHMCJIOBE 3HAYCHHS, SIKE SBHO BijoOpaxkae
AKiCTh pileHHs. 11 MOKHA BU3HAUMTH SK CyMy Bar KOKHOTO T€Ha B XpOMOCOMi abo SK
CEpEellHE IUX Bar, sIKIIO 3HAYCHHS HE Ma€ 3aJie)KaTH BiJl JOBXHHH XpomocoMu L. Y
KJIACUYHIN Teopii TeHETUYHUX AJITOPUTMI (PYHKIIISI IPUCTOCOBAHOCTI (DOPMYJITIOETHCS
Tak, M0 1i 3HAYEHHS MaKCHMAaJIbHE JJIi HaWKpaliuxX pilieHb 1 MiHIMalbHE s
HAWTIPIINX, OJHAK YaCTO B PEAIbHUX 33Jja4aX MU X04EMO MiHIMI3yBaTH MOXHUOKY, 9ac

YH BIJICTaHb. Y TaKUX BUIAJIKaX JOLUIBHO OOEPHYTH MOYATKOBY (DYHKIIIO, sIKY TpeOa

MiHIMi3yBaTH g(X) TakK, WO ffitness(X) = a0o 3amatu Benmke ymciao C, ske

1+g(x)
OulplIe 3a MakCUMajbHE MOXIMBE 3HaueHHI g(x) 1 paxyBaTh (yHKIIIO

JIONACOBAHOCTI SIK fFitness(X) = C — g(x).
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Cenexyiss BU3HAYa€ 1HAMBIIIB, K1 MEpeHyTh JO HACTYITHOTO MOKOJIHHS. €
pi3H1 cTpaTerii BiAOOpY I1HAMBIIIB — CTpaTeris €MTU3MYy, CTpaTeris pyJeTKH Ta
cTpareris k-typHipy. Ilpu crpaterii emtm3My AeKiIbKa HaWKpaIUX I1HAWBIIIB
NEPEeXOo/IATh y HACTYIHE TMOKOJIHHS 0€3 3MiH, IO I03BOJIIE BECh Yac 3alUIIATH

Halikpami pimeHHs. CTparteris pyJeTku nepeadayae, mo iHauBig [ Oyae odpanuit 10

fi

HACTYIHOT'O IOKOJIIHHS 3 MMOBIpHICTIO Pp; = 7

, A€ f; — 3HaueHHS QYHKIII

IIPUCTOCOBAHOCTI iHAMBIAA I, Y ; fj — CymMa 3Ha4YeHb (YHKIIH IPUCTOCOBAHOCTI BCiX
1HIMB111B TOTOYHOTO NTOKOJiHHA (puc. 1.3.2). Takuii miaxing nependayae, 1Mo 1HIUBIIA
MO’KYTh TOBTOPIOBATHUCS, 110 JJO3BOJIUTh AKICHIIIUM PIIIEHHSIM PO3IOBCIOKYBATUCS
mBuae. [Ipu crparerii kA-TypHipy oOHMpaeThCs k 1HAMBIZAIB Ta 3aJMILAETHCS JIUIIE
JEK1JIbKa 3 HAMKpalMMH 3HaU€HHAMU (YHKIII1 J0MacoBaHOCTI. [HKOIM oMy Ha/laloTh

nepeBary HaJl CTPATETi€l0 PYJIETKH 3a/1J11 YHUKHEHHS] CTOXaCTUYHOIO LIyMY.

selection
point

Fittest individual
has iargost share of Weakest individual

Clodoalonnd e $ == has smallest share of
the roulette wheel
Puc. 1.3.2 — Bizyanizailis eramy ceneKIlii 3a CTpaTeri€ro pyJeTKH — Miolia BUoopy

KOXKHOTO 1HAMBIJA € TXHBOIO BIJITHOCHOIO JIOTIACOBAHICTIO. [XHI IIIaHCH POUTH

CEJICKIIiIO MPOMOPIIiiiHI IO CEKTOpa Koja

Etan cxpemyBanHsi (KpocoBepy) BiAOYBa€ThCsl Uil MPOAYKYBaHHS HOBOTO
MOKOJIIHHS BiJ 0aThKIBChKUX 1HAUBIIB (puc. 1.3.3). 3nebiiabioro cxpeutyBaHHs (Ta i

3arajioM T€HETHUYH1 oreparlii) BiI0yBaeThCs Ha 3aKOJIOBAHUX XPOMOCOMAX, OJTHAK HE €
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000B’s13k0BUM KkpuTepieM. Lle 103BoJIs€ BIHOKPEMUTH JIOTIKY aIrOPUTMY BiJ JIOTIKH
KOHKPETHOT 3a1adi. IcHye 6arato anropuTMiB peajizallii cXpelnryBaHHs, cepel] SKUX
OJTHOTOYKOBE CXpEIIyBaHHs, IBOTOUYKOBE CXPEIlyBaHHs Ta PIBHOMIPHE CXpEIyBaHHSI.
OOHOTOYKOBE CXpENlyBaHHS BCTAHOBIIIOE OJJHY TOUKY MI>K T€HAMH JIBOX XPOMOCOM Ta
OOMIHIOETBCSL BCIMa TE€HAaMHU TMicClsd BCTaHOBJIEHOI ToukH. [Ipu 1BOTOYKOBOMY
CXpEIlyBaHHSI BUOMPAIOTHCS /1Bl TOUKH B JIBOX XPOMOCOMax — II€ JIO3BOJISIE Kpallle
30epiratu CTPYKTYpy, HI)K OJHOTOYKOBE. PiBHOMIpHE cCXpellyBaHHs Iepeadadae
He3aJeKHUN BHOIp TeHy 3 mapu OaThKIBCHKUX T'€HIB 3 MEBHOIO WMOBIpHICTIO p. Lle
JI03BOJIsIE TOOpE MEepeMIlTyBaT Te€HH JIJIs POAYKYBaHHS PI3HOMAHITHIIINX CTPYKTYD,
OJIHaK MO’KE 3pYHHYBaTH T€HH, SIKI IHTEPIPETYIOThCS B KOHKPETHI PUCHU TUIBKH B

KOHKPETHIU MOCI1JOBHOCTI.

Parent 1 . B C D E ..F
F G H B C D E A
Offspring
Parent 2 F G H A

Puc. 1.3.3 — Etan cxpenryBanns ['A. ['eau nmst cxpenryBanHst 00paHi BUITaIKOBO

MyrTallisi € TEHETUYHOIO OTepaIli€ro, sika BIIOYBAETHCS HAJl 1HIUBIIOM OKPEMO
(puc. 1.3.4). Icuye Tpu Buau MyTarlii: 3poCTaHHs, BIpi3aHHS Ta 3aMiHa. 3POCTAHHS
(grow) momae BUIMATKOBHA TEH 10 XPOMOCOMH, SIKUH HE JOCSAT MaKCHUMAaJIbHOI
KUIBKOCT1 TeHiB. Binpizanss (cut) Bupasisge€ BUIAIKOBUM I'€H 3 XPOMOCOMH. 3aMmiHa
(alter) xapakTepu3yeThCcs NEPENUCYBaHHSIM MTapaMeTPiB MEBHOTO T€Ha HA BUMAIKOBI.
YacTka TOro, CKiJIbKM I1HAMBIIIB MPOWUIYyTh MYTAIlI0 1 CKUIBKH CXpEIIyBaHHS €
napamMeTpoM T€HETUYHOTO aJTOpUTMy 1 MOXe (PIKCyBaTHCS JKOPCTKO (HAmpUKIaj,

70% cxpetytotbes 1 30% MyTYIOTB).
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Puc. 1.3.4 — Etan myramii ['A. BumankoBi renn 3aminuiIacs Ha iHII

Kputepiii 3ynMHKN T€HETUYHOTO AJITOPUTMY HYaCTO OMHUCYETHCS ACKIIbKOMA
acneKTaMH: MaKCHUMAaJIbHOIO KUIBKICTIO TMOKOJiHb, JOCSITaHHSIM MEBHOIO I1JIbOBOTO
3Ha4YeHHS (PYHKIIIT T0IaCOBAHOCTI UM BIJICYTHOCTI IMOKPAIICHHS IIPH MEBHIM KIJIBKOCT1
1Tepaliii. 3a3Bu4ail BUKOPUCTOBY€EThCS KOMOIHAI[ISl KPUTEPIIB:

3yHHTI’IrHKmO(Gn0Tque = Gmax) v (fbest
= ftarget) V (HEMa€ MOKpalleHHsA K OKOJIiHb)

3ynuHKa TeHETUYHOTO ajlrOpPUTMy MOXKE BIAOYTHCS y BUMAAKY BHUPOKCHHS
MOMYJISALIT, [0 HA3UBAETHCS MEePeTIacHOI0 301KHICTH (premature convergence), oJIHaK
3a3BUYal MyTallis 3a0e3neuye YHUKHYTH LbOTO.

VY reHeTHYHOMY QJITOPUTMI BapTO PO3LISATH ABA OKPEMHUX BTUICHHS PIIICHHS —
reHotun 1 (¢eHorun. ['eHOTMN 1HAMBIAA OINUCYEThCS JAHUMU  (3a3BUYAM
3aKO0J0BAaHUMM ) OE3MOCEPETHBO B HOTO XPOMOCOMI 1 TUTBKH 3 HUMHU TIPAITIOE AJITOPUTM.
[{e moxxe OyTu 6iHapHMit BekTop (0 1 1), MacuB AIMICHUX YM UIUX Yynce abo Oy/b-sKa
1HIIIa CTPYKTYPA, AKa OJIHO3HAYHO ONMHUCYE pilieHHs. DeHoTum — 11e peanbHe BTUICHHS
pIIICHHSI, SKE JEeKOJIOBaHE Ta TOTOBE JI0 BUKOPHUCTAHHS B 3aaadl (HAIPHUKIIA,
HAHONTUMANBHIIINN MapIIpyT MK MICTaMU, HAMKpAIIUi THKHEBUN PO3KIIAJ] 3aHSAThH

Y1 HAOUIbII aanTOBAaHUI 3reHEPOBAHMM OyAMHOK 3 KIMHATAMH 1 KOPUJIOPAMH).
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Puc. 1.3.5 — 3niBa — AepeBOBHUIHA CTPYKTYypa MPEACTABICHHS T€HOTHIIA

cuctemu KiMHat. CripaBa — MPOTOTHUIT peasibHOI Oy1iBIIl 3 BUTJIAIOM 3BEPXY

(dbenoTur)

OCKUJIbKY TEHETUYHHM aITOPUTM Ma€ JTOBOJI1 3araJIbHUM XapaKTep, BiH 3HAMIIIOB
CBO€E 3aCTOCYBaHHS 1 B MPOLEAYpHIA reHepanii. HuM mMoxHa miadupatu nmapaMmeTpu
reHeparopa, 100 OTpUMaTH KapTH TMEBHOI CKJIAJHOCTI, ONTHUMI30BYBaTH
po3TainryBaHHs KIMHAT 1 CKapOiB Juisi 30a71aHCOBAHOTO TEUMIUICID UM TMPOBECTU
EBOJIIOIIF0 JTaHAmMA(Ty IS MEBHOTO CTHIIO Tpu. YacTo 3adilO0ThCS MPUHITAIINA
nepenucyBaHHs rpadiB Ta AEPEeBONOAIOH] CTPYKTYPH NS 3aJaHHS TEHOTHITY PIllIeHb

JUIs TiporienypHoi renepartii [3] (puc. 1.3.5).

1.4. Mertoa HeuiTkol kiaactepu3anii Fuzzy C-Means Clustering

Knacrepnuii aHanii3 103BOJIsi€ BUAUIMTH y BEJIMKIA BUOIPII OKpeMi Ipynu 3a
JIOTIOMOT'OX0 CTATUCTUYHUX METO/IIB Ta HAJATH iM 3HAYEHHS (IHTepIpeTairii). 3a3Buyait
KJIacTepu3allisi po3MOALIsLE TaHl Ha YiTKI MIMHOXKXHWHU, TOOTO TaK, 110 KOXKEH 00’ €KT
HAJICKUTh TUIBKH OJTHOTO 1 Hi JI0 SIKOTO 1HIIOTO Kiactepy. OHaK HAa OCHOBI HEUITKUX
MoJIeNiel aHami3y JaHuX Oyiu po3pobiieHi Moaudikaiii 10 KIACUYHUX aJTOPUTMIB
KJIacTepu3allii, o JO3BOJISIOTH OMUCATH KOXKEH 00’ €KT HE MPOCTO MPUHAICKHICTIO 710
OJTHOTO KJIACTEPY a J0 BCIX MEBHOIO MipOIO.

Meron Fuzzy C-Means (nani FCM) [18-19] € moaudikalii€ro 10 KIaCUYHOTO

MeTOIy k-cepeqHix (k-means) Ta ONUCY€E KOXKHE CIIOCTEPEKEHHS «M’SIK0» — BEKTOPOM
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Mip TIPUHAJIEKHOCTI 0 KOKHOTO 3 ¢ kiactepiB (puc. 1.4.1). Tak camo sk 1 B METO/I1 k-

CepellHIX, KUIBKICTh KJacTepiB € BXimHuM mapamerpoM y FCM Ta Bu3HadaeTbcs

JIOJHUHOIO.

1.01

0.8 1

0.6 1

Feature 2

0.4 4

0.2 1

0.0 1

Fuzzy C-Means Clustering

° Cluster 1
. ° ° ° @ © Cluster2
° ® Cluster3
°e L] L ° “ Cluster Centers

0.0

0.2 0.4 0.6 0.8 1.0
Feature 1

Puc. 1.4.1 — Ilpuknan pesynpratie FCM. Koip K0XXHOTO CIiocTepeKeHHs HeUITKHUMA

— 3MIIIaHUNA HACTUIBKU, HACKIJIBKU BITHOCUTHCS 10 KOKHOTO KJIaCTepy

Otxe, anroput™m FCM nepenbavae Taky MociiIOBHICTh KPOKIB:

1. Bu3zHaueHHs KIJILKOCTI KJIaCTepiB pO3OUTTS C.

2. BumangkoBe 3a1aHHS KO)KHOMY CIIOCTEPEKEHHIO BEKTOPY MipH HAJIEKHOCTI

JI0 KJAcTepy Vi, Ae I — L€ KJIacTep.

. . Yk=1Yik *Xkj
OOpaxyBanHs LEHTpiB Kiacrepis: V;; = =F———, ne V;;

Sy ne j-ta
KOOPAMHATH [-TOTO LEHTPY, N — KUIBKICTh CIIOCTEPEKEHD, Xjj — ILI€ j-Ta
KOOpAUHATa Kk-TOrO CIIOCTEPEKEHHS, V) Mipa HaJeXHOCTI k-TOro
CIIOCTEPEKEHHS JI0 [-TOro KjacTepy, M — CTYIiHb HEYITKOCTI BUXIJIHUX
KJacTepiB, e m € (1; ). 3a 3aMoBUyBaHHSIM M = 2.

OOpaxyBaHHS AUCTAHIIII BT KOYKHOTO CIIOCTEPEKEHHS J0 IEHTPY KOKHOTO

KJ1acTepy 3a Oyab-aKor0 MeTpukoro. Hanpukinan, 3a Merpukoro EBkiniza:

Dy; = \/ Z§-=1(xk i — Vij)?, ne Dy; — BiaCTaHb Big k-TOro CIocTepeKeHHs 10
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{-TOro HEHTpy, ¢ — 3arajbHa KUIbKICTh KOOPAMHAT JAHUX (BUMIPHICTB), Xy

— j-Ta KoopMHaTa k-TOro CocTepexenns, V;; — 11e j-Ta KOOpAWHATH [-TOTO

LEHTPY.

5. OHOBJICHHS Mlp HaJIC)KHOCTI I KOJKHOTO CITOCTCPCIKCHHA:

1
D_I%i } G

Yii = (Z§=1{DI§, )1, ne yx; — Mipa HaJeKHOCTI K-TOro CrocTepeKeHHs
]

70 [-TOTO KJIacTepy, € — KUIBbKICTh KiacTepiB, Dy; — BIJICTaHb BiJ k-TOrO

CIIOCTEPEXEHHA JIO [-TOro 1eHtpy, Dy; — BiacTanb Big K-TOro

CIIOCTEPEXKEHHSI JO0 J-TOTO LIEHTPY, M — CTYIIHb HEYITKOCTI BUXIJIHHX
KJIACTEPIB.

6. [loBTOpeHHs KpOKiB 3-5 JOMOKH 3HAYEHHS Y HE CTaHYTh KOHCTAHTHUMH a00
PI3HMIIS MK MipaMH HAJICKHOCTI OCTaHHBOI 1Teparlii 1 monepeaHboi MEHIIa
HIX JOITyCTUME 3HaYCHHS.

CtyniHb HEYITKOCTI M HaNpsAMY KEepye€ TUM, HACKUIBKU «PO3MUTUMU» OYIyTh
pesynbratn kiactepusaiii. [Ipu HaOIMKEeHHI M 10 OJUHMIN, PE3yJIbTaTH CTAIOTh
KOPCTKHUMH, TOOTO CIOCTEpEXKEHHSI OyIyTh HaJeXaTH TIIBKH O OJHOTO KIJIACTEpy
(HampukIIan, SKIo KiacTepiB 4, TO Mipa HaJEKHOCTI MOXKE OIUCYBaTUCA SIK Y =
{0,0,1,0}). | HaBmaku — AKIIO M TPSAMYE 10 HECKIHYCHHOCTI, TO BCE OLIBINE TaHHUX
OyayTh MaTh PIBHOMIPHUN CTYIIHb HAJEXHOCTI JO BCIX KiacTepiB (Y =
{0.25,0.25,0.25,0.25}). Icunyrots momudikanii no FCM, mpu sikomy 3HaYeHHS m
aJaNTy€eThCS Ta 3MIHIOETHCS M1 4ac poOOTH aJITOPUTMY .

HeuiTka kiacrepusaiiisi BAKOPUCTOBYETHCS TaM, Jie 00’ €KTH YH SIBUIIA CKIATHO
BIIHECTH TUIbKH JI0 OAHIET rpynu. YacTo Taki MiX0 11 BUKOPHUCTOBYIOTHCS B MEIUUHII
MIarHOCTHUIIl, KOJIM MHAI[l€HT MO’KE YaCTKOBO HAJEXKaTH 0 KIIbKOX AIarHOCTUYHHUX

KaTeropii.
1.5. Icuxorunu bapraa

Po3pobka koM’ FOTEpHHX ITOp BKIIIOYAE B ce0€ HE TUIHKKA CTBOPEHHS Tpadikw,

porpamMyBaHHS 1 MPOEKTYBAHHS ITPOBUX MEXaHIK, a i JETAIbHUN aHaJi3 TOBEIIHKA
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rpaBiiiB. TakuMm mUTaHHSIM 3a/aBcs OpuTaHChbKU revimaun3arinep Piyapn baptn [20-

22] npu po3poOI1i nepioi TeKCToBoi OaratokopuctyBalbkoi rpy MUD (Multi-User

Dungeon). Ananizyrouu aii, peakilii Ta 30cepePKeHICTh TPaBLIiB Ha PI3HUX eIeMEHTax

rpu BIH y3araJibHHuB IIC B TaK1 IICUXOTHIIH:

1.

Hocsransauku (Achievers) — Ti, KOMy TPUHOCUTH 33JJOBOJICHHS IIPOTpec Ta
Haropoau. BoHu 3ocepemxytoTecsi Ha 300pi BCiX TpoeiB, BUKOHYIOTH BCl
KBECTH 33151 MAKCUMI3allii CBOET 0OCOOMCTOI CTATUCTUKH.

Hocnigauku (Explorers) — Ti, XTo 1Iykae HOBU3HY B iIrpoBOMY CBiTi. Bonu
BIJIBIAYIOTH BC1 JIOKaIlll, TECTYIOTh MEXaHIKM Ta 3allikaBJeHI B I1rpoBii
icropii.

Kinepu (Killers) — Ti, XTo mparHe JOMIHyBaTHM Ta BIUIMBaTH Ha 1HIIUX.
3a3Buuail 11e Mpo rpaslliB, K1 MIyKalTh cynepHunTea, PvP (player versus
player) 6utB uu PVE (player versus environment) BEpXOBEHCTBA.
ComansHuku (Socializers) — Ti, XTO XO4ue€ CHIJIKYBATHUCS Ta 3HAXOJIUTH HOBI

3B’s13kM. Taki JIFOAM CTBOPIOIOTH CIUIBHOTH B I'Pl Ta IOMOMArar0Th 1HIIIUM.

Mopens baptna crana QyHmamMeHTanbHOIO TpU PoOOTI 3 TeMIu3aitHOM,

ocoomBo B MMO (massively multiplayer online) Ta irpax i3 BigkpuTum cBiToM. Bona

J03BOJISIE OAIAHCYBATH KOHTEHT Tak, 11100 yTPUMYBATH 3al[1KaBJICHICTh IPABI[IB PI3HUX

TUIIIB 1 3a0€3euyBaTH M 1HAUBIyaJIbHO IPUBAOJIMBUI IrPOBUI TOCBII.

Acting

A

Killers

Players « » World

A 4

Interacting

Puc. 1.5.1 — Bigyamizanis Moaeni baptna. Acting (mis1) — BIJTMB Ha CBIT a00 1HINHNX,

Interaction (B3aeMo/1isl) — KOMYHIKaIIisl Y1 JTOCTIKEHHS 3aMICTh IPSIMOTO BIUIUBY,

Players (rpaBii) — doxyc Ha iHmmMX rpaipsix, World (cBiT) — hokyc Ha irpoBOoMYy CBITI
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3 wyacom, ncuxotunu bapriaa cranu OUIBII  YHIBEPCATbHUMHU, OCKUIBKH
PO3pOOHMKH TOYaIM CHOUPATHCA HA HUX HE TUIbKKM mpu po3pobii MMO. Taka
KJacudikaiisg € KOpUCHOI y OyIb-IKUX ITPOBUX Ta HaBITh HEITPOBUX CHUCTEMaX, JIE €
B3a€MOJISl KOpHUCTyBada 31 CBITOM 4YHM IHIIMMHM YydacHHKamu. Hampukian,
nocaranbHUKH € B RPG 41 ronkax (Makcumi3zallisi 0cOOMCTOro piBHA, peKOpAHI 6ann),
JTOCITITHUKH — B CTPATET1IX UM TuiaTdopmepax (3HaX0DKEHHS CEKPETIB, eKCIIEPUMEHTH
3 MexXaHikaMHu), Kijgepu — B mIyTepax, (alTUHTax UM HaBiTh EKOHOMIYHHX
CUMYJIATOpaX, COLIAJIbHUKU — 37eOUIBIIOr0 y KOONEpAaTHUBHUX Irpax, ajle ¥ B
CUHTJIIJICEPHUX 1TPaX TEXK MOKHA BUIUIUTH TaKUW TUIT TPABIIB (CUMYJISTOPU JKUTTH,

CHIJIKYBaHHS 3 HEIrPOBUMU NIEPCOHAKAMHU, CIIIKyBaHHA y VR-mpocTopi).

1.6. unema «Exploration—Exploitation»

VY mTy4HoMy 1HTEJEKTI, a HalvacTille y HaBYaHHI 3 MIKPITIICHHSIM, pyTHHHOIO
npoOJieMOI0 € Tak Ha3BaHa awiema «exploration—exploitation» [23] (po3Bimka Ta
ekcrutyaraisi). [i cyTh mossrae y 3HaXo/KeHHi HalloMTUMAaJIBHIIIOro po3B’ A3Ky 3a/1aui
y BHIJIKaxX, KOJIM CHCTEMa Ma€ MpUMaTH PIIIEHHS MDK JOCHII)KEHHSIM HOBUX
MOJIMBOCTEN (exploration) Ta BHUKOPHUCTAHHSIM YK€ BIJIOMUX BHUTIJHUX CTpaTerii
(exploitation). Po3Bigka o3Hauae cipoOW 3HAUTH HOBI PIIICHHS, HABITh SKIIO BOHH
MO>XYTh TUMYACOBO 3HU3UTU €(eKTUBHICTh. Lle 103BosIsie y MalilOyTHROMY BIAKPHUTH
CTparerii 3 KpamuMu pesyibTaTamu. ExcrutyaTariisi, HaBmaku, 30CEpPEIKYEThCS Ha
BUKOPHUCTaHHI BXK€ 37J00yTOr0 3HAHHSA JIJIi OTPUMAHHS MaKCUMAaJIbHOI KOPUCTI. SIKIIIO0
cucremMa 0Oa4yuTh, 110 TMEBHUW TUN KOHTEHTY BIAMOBITAE TpaBlEeBl (HAMPUKIA],
JOCITITHAKY TI0J100Aa€ThCS 3HAXOAUTH CEKPETHI KIMHATH), BOHA TIOYMHAE CTBOPIOBATH
OinpIIe Takux cieHapiiB. lle migBuilye 3a40BOJICHHS TpaBIsl 1 JO3BOJISE CUCTEMI
IIBUJIKO ONTHUMI3YBaTUCA TMiJ KOHKpeTHI BmoaoOaHHs. IIpore 3aHanto cuiibHa
eKCIUTyaTarisi BeIe 10 OJHOMAHITHOCTI W BTpaTH iHTEpecy. 3amyis MOTHBAII]
QITOPUTMY AOCIIHKYBATH HOBI BapiaHTH 3a3BUYail BBOJSATHCS IITYYHI BUHATOPOIH 32

eTan po3BiAKH, OATAHCYI0UH POOOTY TAKOTO MIIXOTY.
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[Tpunnmn «exploration—exploitation» akKTUBHO BUKOPHUCTOBYETHCS B PI3HUX
chepax: y pekoMeHaamiiuux cuctemax (Hanpukiafa, Netflix uu YouTube) — mo6
30a1aHCyBaTH MOKa3 yKe YII00JIEHOTO KOHTEHTY KOPUCTyBava 3 HOBUMH, ITOTEHIIITHO
I[IKaBUMH MaTepiajlaMH; Y MApKETUHTY Ta A/B-TecTyBaHH1 — AJI1 JOCIIPKEHHS HOBUX
CTpaTeriii MpOCyBaHHSA, HE BTpayalodd NPUOYTKY BiJ NEPEBIPEHUX METOMIIB; Y
pOOOTOTEXHILI Ta MiAKPIIIIOBAJLHOMY HaBYaHHI — JUIs OalaHCyBaHHS MIX
BiJOMHMH [iSIMH, 1110 TIPUHOCSITH BUHATOPOAY, 1 HOBUMH, SIKi MOKYTh JaTH KpaIiui

pe3ynbTaT y MailOyTHhOMY.
1.7. Indopmaniiina enrpomnis [llennona

[ndopmamiitna entpomnisi [llennona [24] — 1e Mipa HeBU3Ha4YeHOCTI abo
Hernepen0ayyBaHOCTI BUMAJAKOBOI BeJIMYMHU. BoHa mokasye, CKilbKd 1H(OpMalii B
CepeHLOMY MICTUTHCSI B OJTHOMY MOBIJOMIICHHI JKEpea, SIKIO BiAoM1 HMOBIPHOCTI
BCIX MOJIMBHUX MOJIA. UM piBHOMIpHIIIE PO3MOJLIEHI WMOBIPHOCTI, TUM OlibIlIa
SHTPOIIIs, aJ[’Ke TOJIl Bakue nepedaunTu pe3ynbTaT. Hanpukian, eHTpoIis po3noainy
BIJIBIIyBayiB MarasuHy Oyje BHIIOI, SKIIO BCl TOBapH KYIYIOTh IPHOJIM3HO
OJIHaKOBO 4aCTO, 1 HUKYOI0, SKILO MaiyKe BC1 MOKYMI OEpyTh JIMIIE OAMH KOHKPETHUI
ToBap. MaremarnuHe GOpPMYJTIOBaHHS Take: IS BHMAAKOBOi BenmumuuHU X 3
MHOKWHOIO MOXIJIUBUX TOMINH {Xq, X, ...,X,} Ta HWMOBIpHOCTAIMHU p(X;) EHTpOIIis

BU3HAYA€THCA SIK:

H(X) = - z p(x;)log,p(x;).
i=1

Entpomnis [IleHHOHA IIUPOKO 3aCTOCOBYETHCS B TEOPIi IHPOpMAaIlii, MAITUTHHOMY
HaBYaHHI, KpunTorpadii, aHamizi gaHux ta OloiHdopmaTHIll. Y Kiactepusarlii BOHa
BUKOPUCTOBYETHCS JJI1 BUMIPIOBAHHS «PO3MHUTOCTI» HAJEKHOCTI 00’ €KTa 10 pi3HUX
KJIacTepiB. Y BUIMAJAKYy aHAII3y MOBEMIHKMA TPaBLS EHTPOIS MOXE JOMOMOTTH
OIIHUTH, HACKUIBKY BU3HAYECHUN HOTO MCUXOTHIL: KO OJIHI KJIACTEPH TOMIHYIOTh —
€HTPOIIA HU3bKA; SIKIIO0 BCl MMOBIPHOCTI CXO0X1 — eHTpomis Bucoka. Lle mo3Bosse

OaaHCYBaTH MiX €KCIUTyaTalll€l0 BIIOMUX MATEPHIB 1 JOCIIPKEHHAM HOBUX.
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1.8. AmnHaui3 ocraHHIX JOCJIII:KeHb Yy NpoUedypHiii reHepamii cBiTy Ta

aHaJIi3i MOBeIiHKU rPaBUsA

JlocmimkeHHsT TIPOIIeTyPHOI TeHeparlii 31e01IbII0or0 CIpSIMOBaHI Ha PO3POOKY
TaKUX aJTOPUTMIB, SIKI JAIOTh JIOCTaTHbO KOHTPOJIIO HAJ pPe3yJbTaTOM reHepaii i
BOJIHOYAC 3a0e3NedyloTh PIZHOMAHITHICTh Ta HemnependadyBaHicTh. [IpoGnema
KJacTepu3alii JaHUX TOBEAIHKM TpaBLIB TMOJSITae B MpaBWIbHIA 00poOIIi
0araToBUMIPHOCTI CIIOCTEPEKEHb Ta KOPEKTHIM 1HTepHpeTallii BUXITHUX KIIACTEPIiB,
OCKUJIBKH 11€ Ha MPsIMY BIUIMBAE Ha Pe3yJIbTaTUBHICTh MPOBEICHOTO JOCIIHKSHHS IS
pPO3pPOOHUKIB 1rop, SIKi MpParHyTh BUKOPUCTATH IUIOAM TMpaml sl MOKpPAaIEHHS
OPOAYKTY.

OaHuM 3 OCTaHHIX OIJISIJIB aJrOPUTMIB MPOLETYpHOI TreHepalii € podoTta
«Procedural Content Generation in Games: A Survey with Insights on Emerging LLM
Integration» [25], sika BpaxoBy€ akKTUBHHUI PO3BUTOK BETMKUX MOBHUX Mozenei LLM.
ABTOpH KIacu(iKyBalId METOAU Ha 5 Benukux rpyn (puc. 1.6.1):

1. ITomrykosgi (search-based) — eBosroIiIiTHI aNTOPUTMH, IITYMH, METOIM MOHTE-

Kapmno.

2. Meroau MallIMHHOTO HaBYaHHS — HAaBYaHHS 3 MIJKpiruieHHsM (reinforcement

learning), aBToenkonepu (VAE), MapkOBCbKI MOJIEIII.

3. Inum metonu — gpakranu, reHepaTUBHA 'paMaTUKa Ta 1HI1 rpadoBi Moaemi.

4. Benuki moBHI moneni (LLM) — renepariisi HapaTHBIB, 1aJIOTiB, KBECTIB,

PIBHIB.
5. KoM0iHOBaH1 MeTOaM — 1HTErpallis AeKIIbKOX MiaxoAiB (Hampukiaa, LLM
Ta TCHETUYHI aJITOPUTMH )

OkpiM 1BOTO, aBTOPU ONUCYIOTh MallOyTHI MOKJIMBI HampsIMH PO3BUTKY
npouenypHoi resmepauii — ynockoHaieHHss 3D PCG, Buxopucranns LLM sk
ACUCTEHTIB JIJIs Iu3aitHepiB, moeaHandss LLM 3 iHImmIME anropuTMamMu Jijisi CTBOPEHHS
riOpUIHUX CHUCTEM, pO3pOOKa IHCTPYMEHTIB ISl BUIPABIECHHS Ta BJOCKOHAJIECHHS

KOHTEHTY, a He TUIbKH JIJIs IOBHOT Horo renepariii.
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Algorithm Type ]
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Year
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Puc. 1.6.1 — CraTucTHKa BUKOPUCTAHHS PI3HUX TUIINB AJITOPUTMIB, ITOB’ A3aHUX 3
b

PCG, B gocaigaumpkux podorax 3a 2019-2023 poku

VY pob6ori [Tona Meppena «Example-Based Procedural Modeling Using Graph
Grammars» [26] aBTOp po3poOUB HOBHIA MiJXiT A0 T€HEpaIlil MpaBI IEPENrCyBaHHS
rpadgiB Ha OCHOBI MoYaTKOBHUX Ia0ioHIB (puc. 1.6.2). Bximnum mapamerpom yist
dbopMyBaHHS MPABUII € IPUKJIIA]] — TATEPH, B MaJIMX MacmTadax KOXHa YaCTHHA SKOTO
MOKe OyTH MOJi0Ha 10 BUXIAHOTO Tpady, ajie Mpu 3aralbHOMY BUIJISIII a0COIIOTHO
BIJIpI3HIETHCS. Takuil mabioH po30UBAEThCS HA MPUMITUBH Ta BU3HAYAE 1€PAPXII0
niarpadis, TAKUM YHHOM, IO HOBHI BapiaHT 000B’A3KOBO MOKE OYTH CIIPOIIICHHA 710
TOTO, SIKMM 3HAXOIUTKLCS BHINE B iepapxii. Okpim 1poro, [lon Meppen Bu3HAUMB SIK

OMMCYBaTH KOPAOHHU rpady (MeXK1 TpacyBaHHs), sIKI BUKOPUCTOBYIOTHCS B IEPEMIILIECHI

niarpadis.

Puc. 1.6.2 — Anroput™m [Tona Meppena. 3niBa HanpaBo — BX1AH1 TPUKJIAIU-111a0I0HH,

(dhopMyBaHHS IpaBUJI IEPENUCYBaHHS Tpady, BUXITHUN pe3yabTaT
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VY pob6oTi HIMEUBKUX Ta aBCTpichkux AochigHukiB «ShapeGenetics: Using
Genetic Algorithms for Procedural Modeling» [27] mnpencraBieHo cmocid
BUKOPUCTAHHS T€HETUYHUX aJTOPUTMIB JJIsi KEPYBaHHS BUXIJIHUMH pe3yJibTaTaMu
npoueaypHoro 3D MoxentoBanHsa. BoHU BUKOPHCTOBYIOTH MIAXOAM MEPENUCYBAHHS
rpadiB — rpad-reneparop, IS 3aJaHHSA JIOTIKM TeHepallii, Ta MPONOHYIOTh
e(heKTUBHUHN CMoci0 KOIyBaHHS XPOMOCOM 1 OpraHi3oBYIOTH iX B l1€papXidHe
npecTaBlICHHS reHoMY. ['eHeTHuH1 onepariii MyTallii Ta CXpellyBaHHs BiT0YBaIOThCS
Ha IUX MPEICTABICHHIX — JIepeBaxX XapaKTEePUCTUK Mojieii renepariiii. OKpiM 1b0ro,
BOHU TIOPIBHIOIOTH CBiil cOCiO 13 IHIIMMU METOJaMH KOHTPOJILOBAHOI MPOIIETYPHOT
reseparii — 380poTHUil cTpudOok MonTte-Kapiio mapkoBcbkux januoriB (Reversible
Jump Markov Chain Monte Carlo, RIMCMC) Ta cTOXacTH4HO BHOPSIKOBAHMIA
nociigoBHui Meton Monte-Kapno (Stochastically-Ordered Sequential Monte Carlo,
SOSMC). ABTopH NOKa3yIOTh SIK iXHI F€HETUYHHUI aIrOPUTM AEMOHCTPY€E HMIBUALLY
kouBepreniiito Hixk SOSMC i renepye kpai mojeni Hixx RIMCMC y n1oBroctpokosiii
NEPCIEKTHUBI.

VY po6oTi «Guns, Swords and Data: Clustering of Player Behavior in Computer
Games in the Wild» [28] aBTopu omnucanu, sik kiactepusyBanu 01 HiX 260 000
CIIOCTEPEXKEHb MOBEAIHKY I'PABIIIB 3 JBOX BEJIIMKUX KOMEPLIHNHUX KOMIT IOTEPHUX 1TOp
— Tera i Battlefield 2: Bad Company 2 (BF2BC2). Ixas meTa 6yna 3HaiiTH noBeliHKOBi
mabJIoHN, SKI MOXYTh JOMOMOITH PO3pOOHHMKAM OallaHCyBaTHU ITPOBHMI MpOIIEC,
BUSIBJISITH MIPOOJIEMHI 30HH, BU3HAYATH TPYNH PU3UKY TPABIIIB, SIKI MOXYTh IIOKHHYTH
rpy, 4 1eHTH]IKAIS IIHHUX TpaBiiB. JJig Takoro aHamizy Oyau BUKOPHUCTAHHIMA
KJIACUYHUN MeTOJ A-CepelHiX i 3arajbHOTO PO3MOILTY MOBEAIHKM Ta Simplex
Volume Maximization (SiVM) st BUSBICHHS €KCTPEMaJIbHUX THIIIB TPaBIiB. 3a
pe3yJibTaTamu Kiiactepusailii Oysu BusiBiaeH1 6 kiactepiB aisa Tera ta 7 qist BF2BC2.
Ockinbku Tera € rpoto xanpy MMO Tta cnupaetbes Ounbiiie Ha PVE KoHTEHT, TO
KJacTepu Jo0pe BimoOpakaroTh pi3HI IrpoBi cTwil  (OOMOBHH, COIIAIBHHM,
€KOHOMIYHMM, pemicHuumii), a y BF2BC2 xnactepu po3nofiisioTh rpaBLiB 3a

POJILOBOIO TOBEIIHKOIO Ta €(EeKTUBHICTIO (CHAMMepu, BeTepaHu, HOBAYKU-KEPTBH,



25

CHEIIAIICTH 3 TEXHIKH).

V¥ po6oti «A Modified Genetic Algorithm Based FCM Clustering Algorithm for
Magnetic Resonance Image Segmentation» [29] iHOIACBKI BYEHI OMUCYIOTh
Moau(DIKOBaHMM MeETOJ HeuiTkoi kiactepusamii Fuzzy C-Means Ha OCHOBI
TeHEeTUYHOTO alTOPUTMY JUIsl  cerMeHTanii 300paxkens MPT. 3ampomnonHoBanumii
anroput™m M{GA mokparrye iHiIiaai3amiro MomyJIsiii 3a JOITOMOT 00 KJIAaCOBUX PiBHIB,
K1 OOYMCIIOIOTHCS Yepe3 3BAKEHE CepeHE IHTEHCUBHOCTEH MIKCENMIB, 1110 3MEHIIYE
ifiMOBipHicT, XMOHOI KnacTepusawii. IXHili anroputM cermeTanii BKIIOYAE TaKy
MOCJIIJIOBHICTh KpOKiB: ['A 3HaxoIuTh ONTUMAaibHI MOYATKOBI IIEHTPU KIIACTEPIB,
oTpuMaHi 3HayeHHs mnepenatotbes B FCM sk craproBi Touku, FCM yTouHioe
CEerMEHTAIlII0 4Yepe3 MOKPAIIEHl MOYaTKOBI IIEHTPHU. 3alpOolOHOBAHUN aJITOPUTM
MOKa3aB Kpallll pe3yJIbTaTy 32 TOYHICTIO 1 4acoM poOOTH y MOPIBHSIHHI 3 KIIACHYHUM
FCM.

[IpoananizyBaBIIM MIMPOKUM CHEKTP JOCHIKEHb MPOLEAYpPHOI TreHepaili,
aHai3y MOBEMIHKU TPaBIlsd Ta KJIacTepu3allli JaHUX, MOXKHA 3pOOUTH BHUCHOBOK, IIIO
Cy4YacH1 MIIXOAW y po3poOlll irop MOEAHYIOTh 0arato mapajurM aBTOMAaTH30BAHOIO
CTBOPEHHSI IrPOBOTO0 KOHTEHTY Ta 1HTEJICKTYaJIbHUX METOJIB 0OpoOKkHu naHux. Taka
1HTerpauiss J03BoJisie  3a0€3MEYMTH PIZHOMAHITTA Ta aJalTUBHICTh ITPOBHX
CEepelOBUI, W0 BIJKPUBAE MOXJHUBOCTI JJIs CTBOPEHHS JAWMHAMIYHHUX 1

MepCOHAII30BaHUX CBITIB.
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PO3/11 2.
PO3POBKA MO/IEJI MPOLIEAYPHOI TEHEPALIT CBITY 3 AHAJII30M
MOBEJIHKH I'PABIIS JIJISI KOMITIOTEPHOI T'PA

2.1. llocTanoBKAa 3axa4i

OpHi€ro 13 Mpo0eM Cy4acHOi MPOoLEAypHOi TeHepallii BIpTyalabHOTO CBITY € ii
ajanTtaiisi B IIMPOKOMY CEHCI — BaXXKO MepeadauuTd pe3ysbTaTh TeHepalii 3a
BX1JJHUMH TTapaMeTpamMu, OT>Ke 1 BAXKKO ii aAanTyBaTH. 3 1HIIOTO 00Ky aqTrOpUTMH, SIKi
3a0e3MeYyI0Th XOpOIly KOHTPOJIbOBAHICTh PE3YJIbTATIB, HE 3a/10BOJIbHSAIOTH I'PaBIIiB,
OCKUIbKM TEHepalis 4YacTO IMOBTOPIOBaHAa Ta HE YyHIKaJbHA. 3Ba)KalOUM Ha 1€,
dbopmyeThcss TpoOieMa OalaHCyBaHHS Iepea0adyyBaHOCTI, PI3HOMAHITHOCTI Ta
1HUBITyani3allli B MpoIeypHO 3T€HEPOBAHOMY aJJallTUBHOMY CBITI.

Y mii po0oTi po3mIsAAEThCA CHOCIO mpoleaypHOi TeHepali OyaiBii
pPO3MOJIEHOT Ha KIMHATH JUIsl KOMITIOTEPHOI TpH, fKa Iependadyae IUKIIYHE
MIPOXOJIPKEHHS PIBHS BIiJl MOYATKY /10 KiHII, 301p JaHMX Ta ajamnTalliio reHeparii Ha
HACTYyNHiH iTepatii. JlJig IbOro BUKOPUCTOBYIOTHCS aJITOPUTM Ha OcHOBI BSP nepesa
3 Mo QiKalisIMK JUTsl 3a/IaHHsI TUITY Ta (opMyBaHHS 0araTOKyTHUX (HETIPSMOKYTHHUX )
KIMHAT, FTEHETUYHHI aJTOPUTM JJIsl XapaKTEePUCTUK KOKHOI KIMHATH (ii HATOBHEHHS
BOpOTaMH, JiajioraMu, peMeTaMm) Ta HeUiTKa KiacTepu3allisi TOBEIIHKHU TPaBLs, SIK
BXIIHUM mapaMerp Uil TeHeTHUYHoro airoputmy. CepenoBulieM po3poOKu €
CydyacHUW pymiil g po3pooku komm’rotepHux irop Unreal Engine 5.4 3
BUKOpPUCTAaHHAM (perdMBOpKY [i1si mporeaypHoi reHepamii Procedural Content
Generation Framework, sikuil 1ae mMUPOKUN CHOEKTpP IHCTPYMEHTIB Uil HalUCaHHS
JIOTIKM TeHepauii Ta ontumizauii B peanbHoMmy 4yaci. Ilicms  po3poOkw,
OXapaKTEepPU30BaHO MOKJIMBI MOKPAIICHHS Ta ONTUMI3aIlll alTOPUTMY B PI3HUX HOTO
acTIeKTax.

OuikyBaHUil pe3ynbTaT — II€ PO3pOOJECHUN TPOTOTHUN TPH 13 TOTOBUM
QITOPUTMOM, KW T€HEPYBAaTUME Pi3HI BapilaHTH OyJMHKY Ta HAITOBHEHHS KIMHAT, 1

Oyle amanToByBaTHUCS JO MOBEAIHKM TpaBld Tak, MO0 Homy OyJIo IiKaBilie
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MePENPOXOIUTH PiBHI. Y MEPCHEKTHUBI 15l MOJIEIb MPOIIETyPHOT TeHeparllii Moxe OyTH

BUKOPHUCTAHA 1 B peaJIbHUX IFPOBUX MPOEKTAX Ta AOCTIIKEHA Kpallle.

2.2. MeTon0J10Tisl JOCTIZKeHHSA

Jlsis AOCATHEHHs MOCTABJICHOT METH HEOOXITHO HacaMIepe] MpoaHali3zyBaTu
Cy4YacH1 aJrOpuUTMHU MPOIEAYPHOI reHepallii, sSKi MOKJIaIaloTh 0a3y Il PO3yMIHHS
(GYHKIIIOHYBaHHSI I[bOTO acCMEeKTy po3poOKM Bifeoirop. BoHM BKIIIOYAIOTH METOIU
nepenucyBaHHs rpady, reneTudHuil anroput™, BSP nepeBo, miarpama Boponoro ta
rpagieHTHl 1mymu. JIus aHamizy TMOBENIHKH TpaBIsl HEOOXIHO PO3MISIHYTH
0COOJMBOCTI HEUITKOI KJIacTepu3ailii Ta aetaii podotu anroputmy Fuzzy C-Means, a
TaKOX NCUXOTUIX bapTia nss oliHKU MOKIIMBUX KJIACTEPIB Y pO3pOOIIIOBANIBHIHN Tpi.
HactynHuM KpokoM AOCTIIKEHHS € po3po0Ka 0a30BOro MPOTOTHUITY, OCHOBHUMN
(GyHKIIIOHAN SKOTO ONMMCAaHMM Ha JiarpamMi OpeleaceHTIB y nomatky A. HeoOximHo
peanizyBaTy redMIuiet Bij] mepiioi ocoou 13 6a30BUMH MOXKIIMBOCTSAMHU PyXy, May3H,
BUKOPHUCTAHHS TPEIMETIB AJisi BCTAHOBICHHS B CJIOT TMEPCOHA)Ka UM OJHOPA30BO,
nianory 3 HeirpoBumu niepconakamu (NPC) Ta ixHil mpomyck, a TakKoX BOPOTiB, SKi
aTaKylOTh, 1 MEXaHIKy MepeMOord HajJ HUMH. Takuil 00CAr KOHTEHTY J03BOJIUTH
MPOBOJUTH JAOCTIPKEHHSI 3 aHali3y BIUIMBY IOBEIIHKM TpaBLs Ha MPOLEIYyPHY
reHepalliio Ta BICTEKYBAaTH 3MIHU B POOOTI aJITOPUTMY.
[Ticns uboro MoxkHa mpUcTynaTu Ao peanizamii mogen PCG, sika mae BKiIIO4aTH
B ce0e alanTUBHICTH JI0 TOBEIHKY TpaBIl. Y M0oAaTKy b Ha miarpami mociioBHOCTI
BU3HAYCHHUI OCHOBHUU ITPOBHM UK MK rpaBiieM 1 moaertto PCG:
1. I'paBens po3novnHaE rpy.
2. PCG mopens rerepye BunaakoBe BSP nepeBo 3a 3a1aHo10 KITbKICTIO KIMHAT
— KapKac po3noauty OyAMHKY Ha KIMHATH.

3. PCG moaenb BUNIaaKOBO BU3HaUae TUu KiMHaT 3 BSP nepeBa — mouaTkoBa,
MIPOMIXKHA YU KIHIIEBA.

4. PCG MoJenp HEUITKO KJlacTepu3ye 30€pekeH1 JaHi rpaBlisl 3a JIOMOMOIOK0

Fuzzy C-Means metony.
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5. PCG ™Mopenb TeHepye XapaKTepUCTUKH KOKHOI 3 KIMHAT T€HETUYHHUM
QJIrOPUTMOM Ha OCHOBI MPOaHATI30BaHUX JAHUX.

6. BinkpuTTs mManu OyIMHKY 3 TTOBIIOMJICHHSM OYiKyBaHHs T€HEpallii.

7. PCG Mopeinb reHepye Bci 00’ €KTH OyAMHKY B OKPEMOMY MOTOLIL.

8. I'paBerr MPOXOAUTH TPY 1 3aKIHYYE ITPOBY CECIIO.

9. PCG mopens 30epirae aani 3 1bOro MpOXOIKEHHS.

10. I'paBers ONMUHSIETHCS B TOJIOBHOMY MEHIO T'PH.

BusnauenHns kapkacy Mae BinOyBaTHCsS Ha OCHOBI BumaakoBoro BSP nepesa i3
3aJIaHOI0 KIUJIBKICTIO KIMHAT. AnropuTM Ha ocHoBi BSP nepeBa momudikoBaHo Tax,
o6 3a0e3meynTH PO3MOIIJICHHS KIMHAT 3a TUIIOM (ITOYaTKOBa 1 KIHIIEBA KIMHaTa
MOBUHHI 3HAXOJAUTHCS TOJAJIl OJHA BiJ OAHOI) Ta OararorpaHHICTh KIMHAT OYJIUHKY.
Koxen By3on BSP nepeBa mpencramisie LEHTp pO3OUTTS MPOCTOPY, a HE MPOCTO
TEPUTOPIIO, SIKa Oyna pO3AUIEHA BEPTUKAJIBHOIO UM TOPU3OHTAIIBHOKO JIHIED HA
nonepeaAHLOMY KpOTIii.

['eHeTHYHMIT aNTOPUTM HEOOXITHO MPOBOJUTH CIHMPAIOYUCh HA PE3yibTaTd
HEYITKO1 Kiactepuzariii. [IpaBuna Mex aanTUBHOCTI BUSHAUYNUTU €KCIIEPUMEHTATBHO
Ha OCHOBI MPOXO/KEHHS TPU PI3HUMH T'PABIIMU. XapaKTEPUCTUKU KIMHAT, HA SKUX
OyZie MPOBOJUTUCSA T€HETUYHUI alrOPUTM BKIIIOYATh: CKpUHS 3 mpenmeramu, NPC,
BOPOT, MaCTKa, CBITJIO, CTOBII, KOJIEKI[IHHUNA MPEIMET, MPEAMET TOCTIIKEHHS.

JIyist aHanizy MOBEIIHKH T'PaBIl B KOHTEKCTI IIbOTO JTOCHIKEHHS HEOOXI1THO
BUKOPDHUCTATH TakKi TOKAa3HUKH, IO $BHO TOK&XYTh pE3yJIbTaTH, SKi MOXKHA
IHTEepIpETyBaTH Ha OCHOBI Kiacudikaii baptna. /[ 1boro BUAIEHO Taki MOKa3HUKA
B MeXaX OJTHOTO MPOXOJKEHHS:

- BIJICOTOK BiJIBIIaHOI TepUTOPIi OyIUHKY;

- BIJICOTOK BIAKPHUTHUX CKPHUHB;

- BIACOTOK 310paHUX KOJEKIIHHUX MPEIMETIB;

- BijacoTOoK miajoris 3 NPC;

- BIACOTOK mpomycky aianoris 3 NPC;

- BIJICOTOK BOUTHX BOPOTiB;

- BIJICOTOK BOPOTIB, 3 IKHMHU pO3MoYagach OMTBA, ajie TPaBellh iX YHUKHYB;
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- BIJICOTOK CTAaTUYHUX MPEAMETIB, 3 SKUMHU B3a€MO/IisSIB TPABEIIb.

3aBepiiagbHUM €TanoM poOoTH Oyzie mpoaHali3yBaTH pe3ysibTaTh TeHeparlii —
PI3HOMaHITHICTh KOHTEHTY, HOTO BIJMOBITHICTH 0 TOBEMIHKH TPABIIH, IIBUIKOIIS
QITOPUTMY Ta MpOIlecy TeHepallii, KoJau rpaBelpb ouikye. OKpiM IIbOTO, HEOOX1THO
OLIIHUTHU TMOAAJBIII TMEPCIEKTUBH PO3BUTKY METOAY, MOXKJIMBI MOKPAIICHHS Ta 1HIII

cdepu Horo 3aCTOCYBaHHS.

2.3. O0rpyHTYBaHHS BUOOPY IHCTPYMEHTAJIBHUX 32C00iB

OCKUIBKH JOCTIHPKEHHST TOTpedy€e po3poOKH MPOTOTUITY KOMIT IOTEPHOI TPH,
Oylne NIOUIBHUM BUKOPUCTAaTH TOTOBMM Py Jjig po3poOku Bigeoirop. BuOip
PO3pPOOHUKIB YacTO 3aJIeKUTh BiA crneuudiku poOOTH, CKIAAHOCTI Ta KpoOC-
1aT(POPMEHOCTI  BUXIJTHOTO MPOAYKTY, HaJ SKUM MpamoiTs. CbhOrojasi
HalnonyJsipHimuMu irpoBuMu asuryHamu € Unity, Godot ta Unreal Engine 5 (UES).
Bapro po3misHyTH aAeTanbpHINIE iX TPUAATHICTH JO MPOIEIypHOi TeHepallii,
niaTpuMku 3D rpadiku Ta TOCTYIHOCTI PECYPCIB sl HABYaHHS.

Unity [30-31] € ogauM 13 HAUOOMyJISPHIMIUX PYIIIiB Yepe3 CBOIO MPOCTOTY B
0a3zoBoMy OcBO€HHI. BiH n00pe miaxoauts st 2D Ta MOOUIBHHUX 1rOp 3 IPOCTUM
Ka3zyajabHUM reimiuieemM. Cam pymniit Hanucanuii Ha C++, oHaK JIJIsi HAITMCAHHS BCIX
JOTIK Tpu BUKOpucTOBYyeThes C#. OmHak, BOymoBaHMX 3aco0iB sl peanbHoi 3D-
MPOIEAYPHOI TeHepallii CepeOBUILl Majo, TOMY JIOBEIEThCS MHUCATH OUIBIIICTD
anroputMmiB Bpy4uHy. OKpiM TOTO, IHCTPYMEHTIB i siKicHOi1 poOoTH 3 3D rpadikoro
BITHOCHO MaJIo.

Godot [32-33] ocoOnauBHiI THUM, IO Ma€ BIAKPUTUN BUXIAHUH KO,
O€3KOITOBHUI Ta MOTO MOMYJIAPHICTH CEPeT HOBUX PO3POOHMKIB Hapa3i 3pocTae. Bin
HNIATPUMY€E CKpUNTYBaHHS 1rpoBux MexaHik Ha GDScript, C# ta C++. € MOXIUBICTD
JJ1s1 pOOOTH 3 MPOCTOIO MPOIIEAYPHOIO TeHEPAIli€l0, OJTHAK eKOCHCTEMa cialIia, Hixk B
Unity un UES. I'padika Ta onTumizallisi IOCTYMAOTHCS PIBHIO BHUCOKOOKOKETHUX
irop.

Unreal Engine 5 [34] xapakTepu3yeThcs moTykHOI0 Tpadikoro (Nanite, Lumen),
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sKa 3a0e31euye pealiCTUYHICTh HaBITh IIPH MPOLIEyPHIN reHepallii B pealbHOMY Yacl.
Po3pobka Bcepenuni pymnist BiOyBaeTbCcs 3a JOMOMOTOI  Bi3yalbHOI MOBH
ckpuntyBanHs — Bluerpints, abo C++ mist cKIagHIIIMX alrOpUTMiB, SIKI BUMararoTh
OutblI TMOOKOTO ynpasmiHHS pecypcamu. CnubHoTa UE BenuuesHa: icHye Beluka
KUTBKICTh TyTOpiaJliB, MJIAT1HIB Ta JOKYMEHTAIIli, 10 SIKOi JIETKO JOCTYNUTHUCS OHJIAMH.
Oxpim toro, st UE Bepcii 5.4 icHye miariH, sSIKAW JIETKO MIAKIIOYUTHA BCEPEIUHI
pyIIis.

OTxe, nompu te, o Unity 1 Godot MOkyTh OyTH MPOCTIIIUMHI B OCBOEHH] TSI
novatkiBii, UES5 € HaiOuUIbIl ONTUMANBHUM JJI8 JOCTIHKEHHS IIPOILEeIypHOT
re’epaiiii CBITy Ta HOTo ajanTaiii 10 TMOBEMIHKKA TPaBIsi HA OCHOBI aJITOPUTMIB
HEYITKOI KJlacTepu3aIlii.

[Inarin  Procedural Content Generation (PCG) [35-36] no3Bouise
aBTOMATU3yBAaTH CTBOPEHHS KOHTEHTY SIK 1 B peajJbHOMY uYaci, TaK 1 Mepe.
3aCTOCYBaHHSAM JaHUX Y pEAIbHUX ITPOBUX CUTyalisx. Hanucanus Joriku resepanii
B1JIOYBA€ETHCS 3a JOMOMOTOI0 IpadoBoi cucTeMu BY3JiB cxokoi Ha Blueprints. Vi
omepailii BiI0yBalOThCS Ha OCHOBI 3aJlaHHS TOYOK B TPOCTOpl (3a CruiallHOM —
BCEpEINHI, 32 MEXaMHU YM IO HOro KOHTYPY) Ta iXHBOTO MepeTBOpeHHs (omepartii
MaclmTadyBaHHs, TEPEMIIICHHs, O0epTaHHs, MPOEKIIl HA IJIOMIMHY YU MPSAMY) 4Yd
bubTpaliii (3a BUCOTOIO, KYTOM, TE€raMu, MUIbHICTIO). JJis1 pyHKIIIOHYBaHHS BX1IHOIO
Toukoro 1iarina € komnoneHT PCGComponent 115t Oy/1b-SKOT0 aKTOpa Ta 3aJaHHM
PCG Graph y napamerpax 1iporo komnoneHra. Takuit cnoci®é poOUTh IJIariH JEerkum
Ta 3py4YHMM Yy BUKOpHUCTaHHI. HalwacTime HOoro BUKOPHUCTOBYIOTH JIJIsi T€HEpallii
nanamadTy (IepeB, TpaBW, KaMmiHHS, BHCOT), MICT 4M OyaiBedb (po3TallyBaHHS
Y3MI0BXK BYJIMIlb, 1HTEp €pH/EKCTep’€pu), TMia3eMeab YW JabipuHTIB (KIMHAT 1
KOPHUIOPIB) Ta IHIIMX TEUMIUICHHUX XapaKTEePUCTHUK (BOPOTIB, MPEIMETIB, MACTOK).

Jns peanmizanii nporpamuoi C++ yacuHu O0yJI0 BUKOPUCTAHO JIBa CEPEIOBUIIIA
po3po6ku (IDE): JetBrains Rider ta Visual Studio.

JetBrains Rider Bepcii 2023.3.3 [37] — ne kpocmiatrGopMeHHE CepeIOBHUIIE
po3pobOku Bijx koMmmadii JetBrains, opienroBane Ha C#, C++ ta NET-npoektu. BoHo

Ma€ pO3LIUpPEH] MOXKIMBOCTI Il podotu 3 Unreal Engine, BkiItouaroun migTpUMKY
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C++-npoekriB, iHTerpanito 3 CMake, HamaromkeHHs, IiJACBIYyBaHHSI KOJy Ta
pedaxtopunr. [opiBasiHo 3 Visual Studio, Rider 3a0e3nedye mBuammii anaifi3 koay,
3pyUHINly HaBiramil0 MO TMPOEKTy Ta cydacHUW IiHTepdelc, ToOMy B JaHOMY
nociipkeHHl Rider Oyno BUKOpHUCTAHO sIK OCHOBHE CEpEIOBHINE IS HAIUCAHHS 1
HaJIaroKeHHS KOy IPOIIeIypHOI TeHepallii.

Visual Studio Bepcii Community 2022 [38] — me MOTy)XHE CEepeaOBHIIC
po3po0ku B Microsoft, sike € crangaptaum aiist Unreal Engine. Bono mae BOy1oBany
IHTETrpalliio 3 cucTeMaMu KOHTPOJIIO Bepciil, BkirouHo 3 Git Ta GitHub, Tomy B nanii
poboti Visual Studio BukopucTOoBYBasioCS mepeBakHO st B3aemonii 3 GitHub:
KEepyBaHHS PEMO3UTOPIEM, KOMITaMH, TJIKAMHU Ta CHHXPOHI3AIlI€l0 KOy 3 BI/IJTaJICHUM
CepBEPOM.

Po6ouoro cranmiero mist po3podku € HoyToOyk HP Pavilion Gaming Laptop 15 3
TakUMH xapaktepuctukamu: npouecop AMD Ryzen 7 3750H with Radeon Vega
Mobile Gfx (2.30 GHz), Bineoanantepu AMD Radeon(TM) RX Vega 10 Graphics Ta
nuckpetHa NVIDIA GeForce GTX 1650, 16 I'b O3Il, 6 I'b rpadiuna mara,
onepauiiina cuctema Windows 11 Pro (24H2). {lns npoexty Buaueno 30 I'b cxoBuia

Ha JIUCKY.

2.4. Peanizauia PCG moaeJti

2.4.1. CTpyKTypa NpoOEKTY Ta peaJi3auis 0a30B0ro GyHKuioHasy rpu

OCKIJIbKY Tpa CTBOPIOETHCS SIK Bap1aHT-MPOTOTHIT 11 pOOOTH 3 TIPOLIETYPHOIO
reHepalli€ro, JeTamizallis IrpoBUX MeEXaHiK, icTopli Ta atMochepu BIIXOAWTH Ha
npyruii miaad. Bynmo BupimieHo, mo rpa Oyae MpeacTaBHUKOM XOPPOp-KaHPy, e
rpaBelb OJIyKae y TeMpSBI.

O6pano po30uTH (ailii TPOEKTYy [JIs JICTIIOTO OpIEHTYBaHHS Ta
CTPYKTypoBaHOCTI Ha Taki einemeHTu: Base, Building, AI, DataAssets, Effects,
Inventory, Menu, NPC, Story, UL

Monynbs Base MicTuTh OCHOBHUM (hyHKIIIOHAN 1Sl poOOTH Ipu — 0a30BHIL KJ1ac

OCHOBHOI'O rpaBLst (AHorrorGameCharacter), HOro KOHTPOJIEP
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(AHorrorGameController), irpooro exzemiuisipy (AHorrorGamelnstance), knacu st
poboTH 3 AWHAMIYHUMHU JaHUMH TpH Ta okpemo TpaBis (AHorrorGameState Ta
AHorrorPlayerState), a takox kmac romoBHoro 30epexkenHs (UMainSaveGame).
Oxpemo B mamiti Components 3HaXOASIThCS KOMIIOHEHTH, SIKi peai3yloTh OCHOBHI
MEXaHIKd TPH — 3/I0POB’Sl, BHCHAXKEHICTh, B3aEMOJisA 3 e(eKTamH, 1HBEHTapeM,
laloTaMHu.

VYea norika s poOOTH 3 MPOLIEAYPHOIO TEHEpaIli€lo omucaHa B MOJYJI
Building. Bin Bkmouae kimac anamizy maaux (UBehaviourAnalysis), 30epexeHHs
(UBehaviourSaveGame), pobdotry 3 BSP nepesom (UBSPTree) ta reHermuHum
anroputmoM (UTraitGeneticAlgorithm, URoomTraits, UGeneticAlgorithmSave).

Monyns DataAssets mictuTh 6a30B1 C++ Kiacm CTBOPEHUX Jara aceTiB —
UPDABSPTree Ta UPDAModularRoom. ¥V Blueprint cTBopeHi aouipHi Kjiacu Ta
BU3HAYCHO JaHl, 3 AKMMU BOHM npauwowTs. Ha piBai C++ onucani ¢yHKUii

1HIIaMi3alii, poOOTH Ta OTPUMAaHHS JaHUX.

4 7 Public

p Al

P 7 Components Fum o
p & [#] HerrorGameCharacter.h

I GameController.h
p & W] HerrorGameGameMode.h
P &[5 HorrorGamelnstanceh

p & [W] HerrorGames

b & [k HorrorPla

m @ B I

b
:
[
[
[
:
b
:

C# HorrorGame.Build.cs
P a Haorre
&k H ame.h
& C# HorrorGame. Target.cs

& C# HorrorGameEditor. Target.cs

Puc. 2.4.1 — Crpykrypa npoekTy. JIiBopyd — B cepenoBurili po3podku Vusial Studio.
[IpaBopyu — B enitopy pyurist UE

['pa MicTuth QyHKIIOHAN €(EeKTIB Ha TpaBlsd Ta MPEAMETH BiJl HEIrPOBUX
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nepcoHaxiB uu nactok. Y monym Effects snaxoqutecs C++ kitac UEffect Ta Blueprint
KJIACH KOKHOTO KOHKpeTHOTO eexty (puc. 2.4.2):

- Pixelization (mikcemnizailis): MEPETBOPIOE 300pa)KEHHS TPaBLg HA MIKCEN,
MO>K€ HaKOTMYyBaTUCA JI0 5-TH pasiB.

- Feedback Loop (mpoGiema poGoTH mpeameTa): 3aTpUMye€ EICKTPUIHHMA
npeIMeT y WKl BJIACHOI €Heprii, CHPUYUHSIOYM MOBTOpIOBaHI abo
NOCHJICHI epeKTU poOOTH, OJHAK TAKOXK PUZUKYIOUYH CaAMOMOLIKOHKEHHSIM
a00 HecTaOlIBHICTIO.

- Electrolysis (enexkTposni3): eneKTpUYHI IPEIMETH MOXYTh BUKIMKATH yJap
CTPYMOM Ta YHOBUIBHUTH MIBUJKICTh. SIKIIO yJap HAKOMUYYEThCS S5 pasiB 3a
neBHUM yac, 1o 3’sBisgeThest Shock Wave (yaapHa XBuiis), sika IpUTroJOMIITYy€
TpaBIIs.

- Overcharged (mepe3apsamxeHHs): 30UIbIIYE MOTYXKHICTh €IEKTPUYHOTO
npenMeTa B pyKax, aje 3 pU3UKOM MeperopaHHs abo MOIIKOHKEHHS.

- Photon Flux (cBiTi0 oToHa): mpeaMer y pykax MOYMHAE BUIIPOMIHIOBATH
CBITJIO.

- Pixel Shield (mikcenpHMI IIKT): MOTJIMHAE OJHY 30BHINIHIO IIKOAY Bif
BOpOTra 4 macTku. Moske HaKOMH4IyBaTHCs 110 3 pasiB.

- Sense of Danger (mouyTTsi HeOE3NeKH): Aa€ TPaBIIO IIAHC 30UIBIIUTH
MIBUKICTH MTEPCOHAXKA MPOTATOM MEBHOTO Yacy.

VY monym Inventory omucani kjgacu it poOOTHM 3 MpeaMeTaMy 1HBEHTaps.
Cepen nux 6azoBuit knac Ultem, sxkuii ommcye 3aranbHUN (PYHKIIOHAT MPEAMETY,
nouipHii UBodyltem, sikuii Moxe OyTu po3MillleHUN B OJUH 31 CJIOTIB (MO30K, 04,
JereHi, cepue, xpeber), AltemActor — onucye (Qi3uuHui BUISIA Ta (YyHKIIOHAT
peaMeTy B CBiTi, BiH npuB’s3anuii 10 Ultem, mouipuiii AElectricltemActor — nogae
dbyHkioHaT oOpoOKH edeKTiB, SKl BIUIMBAIOTh Ha elleKTpuuHi npeameTu. Cepen
OCHOBHUX Peali30BaHUX MPEIMETIB €:

- Flashlight (mixtapuk): ronoBHUN TpeAMET ISl OCBITJICHHS 30BHIITHHOTO

npocropy. [loBinbHO po3psimkaeTses. s BITHOBIEHHS 3apsay HEOOX1IHO

3HaiiTh Oatapeitku (Energized Stars).
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- Electric Heart (enextpuyHe cepiie): BCTAHOBIIOEThCS B CIIOT cepiid. [lomae
3JI0pOB’Sl IrPOBOMY TIEPCOHAXKY.

- Night Vision Glasses (okymsipu HIYHOTO Oau€HHs): BCTAHOBIIIOETHCS B CIOT
oueit. /lae epext HiuHOTO OaueHHS B TEMPSBI.

- Electric Lungs (enekTpuuHi JIeTeH1): MOKpAIIye BUTPUBAIICTH (301IBIIyE
MMOKa3HUK Stamina), ajie HaKJIaaae 2 HaKOMMMYEHHS e(PEeKTy MmiKcemi3aiii.

- Waterproof Shell (BomonenponukHa 000JOHKA): 3amo0ira€ HakKJIaJIaHHIO

edekTiB Feedback Loop ta Electrolysis.

® ® ® ® ® ® ® ® @

BP_Effect BF. BP_Feedback BP_Feedback BF. BP_Photon

® ®©® ® ® ® ® ® @

BP_Photon  BP_PixelEffect BP_PiwlEffect BP_PivelEffect BP_Pixel BP_SenseOf  BP_SenseOf  BP_Shock BP_Shock
FluEffes Cactus Inf ShieldEffect  DanoerBffect  DanaerEffec. WaveFffect — WaveEffec

Puc. 2.4.2 — Po3po06sieni 6iynpiHTH edeKTiB B €AITOP1 ABUTYHA

Monynas Menu MiCTUTB KJ1acH 1711 pOOOTH KapTH MEHIO. ['0JIOBHUH 3 HUX — KJ1ac
AMenuGameMode.

Monyns NPC onucye kinacu poOOTH HEITPOBUX MEPCOHAXKIB, SIKI TPABEIb MOXKE
3yctpitu B OyauHKy. CTaHgapTHO 1€ KJacu HOro (i3MYHOro mpeAcTaBICHHS
(ANPCCharacter) ta Il xouTponep (ANPCController).

Monynes Story cTBOpeHMd 111 3aJaHHSI CIOKETYy TpH, a caMe JiajloriB 3
HelrpoBUMH niepcoHaxamu. OcHoBHMIA KiacoM TyT € UStoryline, B skoMy onmucyoTbes
MOCJTIIOBHI KPOKH POOOTH KOKHOTO J1aJIOTy.

Mopayne Ul onmucye Bci BIIKETH Ta METOAM B3aeMoAil 3 rpadiyHum
iaTepdeiicom rpu (puc. 2.4.3). Kmac AHorrorHUD — me mpomixkuuii kmac s
pO3MEXyBaHHS JIOTIKM caMoi Tpu 1 Jjoriku iHtepdeiicy. Came dvepe3 HBOTO

3MIIUCHIOETHCS B3aeMOJIis: aHi rpu — AHorrorHUD — inTepdelic.
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Index L : -

—

] ] < < v IS < Tm 15 IS
WBP_BodySiat  WEP_BSI W 5 WBP DragAnd  WEP Dragged  WEP_Effert WBP. Effects WEPFilUp ¥ WBP_Harror
PoamDebug DropSlot Itern lcon el Contexthlenu ) BaseWidaet

[Ejtopickup (E)toopen (E)toopen (E)tosearch [E)totalk

Electric Heart

Puc. 2.4.3 — Po3po0Oneni Ul BipkeTu B enitopi pyurist

VY moayni Al 3naxoastecs kiiacu AEnemyCharacter ta AEnemyController, siki
ONMUCYIOTh OaThKIBChKUX (pyHKIioHAN aiig Bcix Al BoporiB rpu. Bonu Bkiro4aroTh
nouipHix BoporiB Cactus, Slime, Turtle Ta Chest, siki MatoTh cBOi 0COOIMBI aTaku Ta
ebeKkTH HakJajgaHHS Ha rpaBld. Jlorika iXHbOro (QYHKIIOHYBaHHS HalKUCcaHa B
BehaviourTree — cnienianbHux acetax st GOpMyBaHHS JepeBa MOBEIIHKU IITYYHOTO

IHTEJIEKTY areHTa.
2.4.2. Peanizauis 6a3oBoro ¢pyunkuionany PCG moaeni
Jns mouatky pobotu 13 PCG mmariHoM, HEOOXigHO HOro migkIroduTH. Jis

nporo y Bkiaaii npoekty Edit > Plugins o6pano Procedural Content Generation Plugin

(puc. 2.4.4) ta nonano moaysb PCG y npoekr.Build.cs daitni (puc. 2.4.5).

ntent Generation Framework (PCG) (B&ta

eidprocedurall ent in editor a run-time

Puc. 2.4.4 — Ilinxnrouenns miariny PCG

[Ticns mepe3amnycKy IPOEKTY MOYKHA PO3MOYHHATH POOOTY 3 ruiarinom. [epmr 3a
BCE€, CTBOPCHHUI KJIac, IKUH € BX1JHOK TOUYKO POOOTH 3 MPOIETYPHOIO TEHEPAIIIEI0 —

APCGRoom, Ta i#oro nHamamgok BP PCGRoom. MoMy HagaHO KOMIIOHEHTH



36

UPCGComponent Ta USplineComponent, sikuii Oyjie BAKOPUCTOBYBATUCH yCEPEANHI1
PCG koMIoHeHTa AJ1s1 BUSBIICHHS MeX reHepaitii. OKpim boro, CTBOPEHO MapaMeTpu
WallWidth, WallHeight, WallThickness myis 6a3oBoro Bu3HaueHHS po3MipiB KIMHATH,
a Takox Subdivision — [ist 3aJJaHHS KIJIbKOCT1 PO3M0/IiJIeHb (KIMHAT) BCHOT'O POCTOPY,

Seed — ayis penpoayKIlii OAHAKOBUX «BUMAJAKOBUX» PE3YJIHTATIB.

e

I

n LI |'-_.'| I:_| I ;

Puc. 2.4.5 — lonanus moaynst PCG B 3aneXHOCTI IPOEKTY

VY xommnonenti PCGComponent 3aganuii rpad, y sSKOMY pO3IMOYHHAETHCS
pobota Bciel noriku reHepaiii — PCG_RoomMain. Bin BukopucTtoBye iHbopmaiiii 3i
CIUIaliHy aKTopa, JUIsl BUABJIEHHS MeX reHepauii. To6To B Mexax criaiiHy OyayTh
3aJlaHl TOYKH, SIK1 CIYTyBaTUMYTh BXITHUMHU JAHUMHU JUIs YCIX IHIIUX TPaHC(HOPMALIIi.
VYce mio renepyerbes B rpadax PCG, BUKOHY€ETbCS B OKPEMOMY MOTOLIl Y pealbHOMY
yaci Ta 6e31ocepeIHL0 B €iTOpl po3poOKku — 6e3 3anmycky rpu. L{e 103BoJise mBUAKO

Ta e(PEKTUBHO MPOBOJIUTH BiIIaroKeHHs npoiecy po3podku PCG.

Puc. 2.4.6 — ®opmu crinaitny 3a koediuienrom TransformationCoefficient. 3niBa

Hanpaso — 0; 0.25; 0.5 ; 1.

Ockinbku PCG rpad mMoxe JicTaBaTv JaHl 13 CaMOro akTopa, € 3HAXOJAUThCS
PCG kxoMmoHEHT, BaKJIMBHM acIIeKTOM € BUKOPHUCTAHHS JaTa aceTiB — KOHTEHHEpIB

JUISL 3pY4YHOTO YIpaBiiHHS 30€peKEHHSIM Ta HAKOMUYCHHSIM JlaHuX. Y aKTopi
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BP PCGRoom 3anmano aBa mara acetu: DA SplineData ta PDA BSPTreeMain. ¥V

DA _SplineData 3aaHi onopHi Touk TpaHchopMmallii CrijiaifiHy JUisl IHTepHOJIALIHHOT
3MIHHM M1X pi3HUMHU Qopmamu OynuHKY reHepamii. Takum ynHOM, BUHILIO 3aaatu 4
dbopmu crutaiiny (puc. 2.4.6) 3anexxHo Bij 3HaueHHs TransformationCoefficient(0;
0.25;0.5; 1). Y PDA_BSPTreeMain — ycs indopmartis ans popmyBanus BSP nepesa
Ta XapakTepucTuk iioro kimuat. Oxpemo y rpadgi PCG_RoomMain 3aganuii nata acet
PDA ModularRoomCommon 15 3ajlaHHs TaHUX KapKaCHUX €JIEMEHTIB TeHeparlii
(puc. 2.4.7) — cTiH, CTOBIIIB, MJIOTH, CTEN, ABEPEH 3aJeKHO BiJ TUITY KIMHATH, a

TaKOX TXHIX IMapaMeTpiB Il MPABUWIBHOTO (hOPMYBaHHS TOUOK T'eHepallii.

Puc. 2.4.7 — 3ananns crinn B PDA_ _ModularRoom. 3anano mem, kiiac akropa (iiomy

HAJIAETHCS IPIOPITETHICTh HAJ MEIIEM), Bara (IMOBIPHICTh TeHepailii),
MacmTadyBaHHs Ta BiAcTym 1o X, Y, Z ta napametp [sOpenBack (sikio false, To

CHABHUTHCS 1€ OJIUH MEI, SIKUI 3aKpUBA€ CIIUHY )

Jlorika y rpadi PCG RoomMain chopmMoBaHa TakuM 4YMHOM, IO BCl JAeTai
PO3MOJINICH] M0 OKpeMUM Tifarpadax, Mo J03BOJIAE MEPEBUKOPUCTOBYBATH TIEBHUIM
KOJI Ta OpraHi3yBaTu NpaBWIbHI IIapu aOCTparyBaHHs Jjorikd. [lepmmm etanom y
rpadi € JicTaBaHHS TaHUX BX1JAHOIO CIUIAHY Ta, 3a JOMOMOTor0 Hoau Spline Sampler
(puc. 2.4.8), popmyBaHHS TOYOK BCEpEeIMHI 3aMKHYTOi KpWBOi JiHIT (iHTEp €p
crtaiiny). Ilicns tpancdopmariili UX TOYOK MOXKHA OTpPUMATH BTOPUHHI TOYKHU
nobynosu Oynuuky. Hampuknan, miarpag PCG BSPSubdivisions moBeprae Touku
neHtpiB kimHat 3a BSP nepeBom, PCG Room Walls — Touku cTiH 3a TOYKamu
crtaiiny, PCG Scale Mesh to Size — mpoxoauThest 10 KOXHIM BXIJHIN TOYIl Ta

MaciTabye 3a 3aJJaHUMU TapaMeTpamMH IIUPUHHA, BUCOTU Ta TOBIIWHU. JleTanbHile
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rpadu 3 PCG_RoomMain HaBeneHi B 10/1aTKy B.

Get Spline Data
; Spline Sampler

Out EE — 5] Spline

@) Bounding Shape

Get Actor Property *= Interior Sample Spacing

v

Out ==

Create Attribute

Puc. 2.4.8 — JIiBopyu — Bukopucrtanus Spline Simpler nnst opmMyBaHHS TOUOK
re”epaiiii, interior sample spacing — BiICTyl M)XK TOYKaMu (TPH JIOBKUHU CTIHH).

[IpaBopydu — nebdar Bi10Opa’keHHS TOYOK I10 1THTEP €py CIUIalHy

2.4.3. Peanizanis gopmyBanHs kKapkacy Ha ocHOBI BSP nepeBa

Etan ¢opmyBaHHs kapkacy mnepeadadae 3HAXOJKEHHS HAWMONTHUMAaJIbHIIIOTO
«BUMAJKOBOTO» BapiaHTy pO3MOAUTY BCHOTO TPOCTOpY OYyAMHKY Ha KIMHATH.
Knacuunuit anroputm Ha ocHoBl BSP nepeBa mepenbadae po3moaii MOPOKHBOTO
npocTopy 1 (hopMyBaHHs KIMHAT 3a JINCTKAMHM JICpPeBa, TAKUM YMHOM, 110 KIMHATH HE
MaloTh CIUIBHUX CTIH — 3BUYAMHI NMPSMOKYTHI 30HU 3’€IHaHI Kopumaopamu. Takuii
X1 3p03yMUIAN Ta €PEKTUBHUM, OJTHAK HE MIIXOIUTh JJIs PO3MOLITY OOMEKEHOTO
MPOCTOPY: HAIPUKIIAJ, 3aMKHEHOTO MPOCTOpy OyAMHKY 3a crutaitHoMm. Po3pobiiena
Moudikariis 103Bossie BUkopuctatd BSP nepeBo 1 1151 Takoro BUNIAIKY .

VY xnmacuyHOMy TiaXoil po30uTTs By3ia (mpoctopy) BSP nepesa na miBuit i
nmpaBuil BiAOyBaeThCA 3a JIOMOMOTOIO MPSMOI JIiHII, a caMl BY3JU TMPEACTaBISIOTH
MPOCTIP, OJIHAK HISIK HE IHTEPNPETYI0Th Horo. OcHOBHA CyTh Moaudikalii mojsrae y
Tomy, 1m0 By3nmu BSP nmepeBa — me 1meHTpu KiMHAT, a po30UTTS BimOyBaeThCs HE
NPSIMUMU JTIHISIMU, @ BIJHECEHHSIM KOXHOI1 HalMEHIOi OJIUHULI OyAUHKY (KOMIPKH)
no Haionmxkyoro By3ina BSP nepeBa. Takumii cnocidO SBHO € W aaropuTMOM

dbopMyBaHHS «BUITAIKOBOI» aiarpamu Boponoro Ha ocrHoBi BSP nepesa i3 BigHOCHO
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PIBHOMIPHO PO3MOJIIJICHUMHU KOMIPKaMHU.

[0; 62]

[32; 62]
<’

Craprt
Puc. 2.4.9 — IIpuxnan eramy ¢popmyBanus BSP nepesa mist Seed = 1. [lokazano
BU3HAYEHHS LICHTPIB Y TPHOX MOYATKOBUX By3i1ax. Takoxk BU3HAYEHI MOYATKOBA 1

KIHII€BA KIMHATHU

Etan 3muTTs KIMHAT BiAOyBaeTbCd MLUISXOM TE€HEPYBaHHS JIBEped MIX
KIMHaTaMHi, a He MNPSMUX KOpPUAOpIB. Y pe3yibTaTl BHiile MOBHICTIO pO30UTUI
OyIMHOK Ha KIMHATH 31 CIIJILHUMU 1 HE MpAMUMHU cTiHaMu. OTHAK, BUHUKAE MpodieMa
CYMICHOCTI 3JMTTSI KIMHAT — y Takiii MoAMQiKallii HEMae rapaHTii, 110 JiBa 1 MpaBa
By3nu BSP nepeBa OyayTh MaTu crisibHy cTiHy. Lle MoXke cTaTtrcs yepes 1Bi IPUUUHHU:
1. Kimuaru 3a BSP By3namu Ha piBeHb HIDKUE MOXKYTh «BIIp13aTHy MOTOYHUN
JIBUM 1 IpaBU BY30J.

2. llenTpu kiMHAT oOpayMCs TaK, IO 3HAXOASITHCS HA PI3HUX KIHISIX OyIUHKY.
Toni iX MOXyTh NepeKpuBaTH He TUIbKKM By3nu BSP nepeBa Ha piBeHb
HIDKYE.

[ro mpobnemy OyJI0 BUPIIIEHO 32 JOTIOMOTO0 BBEACHHS YEPTH 3JIUTTS — BY3JIH,
Kl HE MOXYThb OYTH 3JIUTI 3apa3, MEPEHOCATHCA B UEPry Ta NPHUEIHYIOTHCS MiCIA
3aBEpIICHHS OCHOBHOTO 3JIUTTS, a aJTOPUTM IMPOJOBXKYE POOOTY, ITHOPYIOUU HE

MPUKPITUICH] KIMHATH.
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Puc. 2.4.10 — Ilpuxnan eramy 3nutts BSP nepea mis Seed = 1. [lokazano nepiri

TPHU KPOKH 3TUTTS: KIMHATH 13 HeHTpamu 2 15, 8 1 13 3nunmcs ycmimHo, a 15127
MEPEKPUBAIOTHCS 3MUTTAM 8 1 13, Tomy 15 nmepexouTh 10 BBEPX 10 JIepeBy, a 27

IICPCHOCUTHCA B UCPI'Y ITOCT-3JIUTTA

Axmo kubkicTs KiMHAT (ucTKiB BSP nepeBa 3anana), TO KIIaCMUHUNA M1AX1]T
TAaKOX HE BH3HAYa€ KOHKPETHINIE J€ BiApI3aTH MPOCTIp, MO POOUTH PO3MOALICHI
KIMHAT HEPIBHOMIPHUMH (HAMPUKIIAM], OJHA JyXKE BEJIHMKA, 1HII Masll 3HAXOJSIThCS B
kymi). Takox BiH He mepeabayae HaJaHHS KIMHAaTaM CEHCY — HE BU3HAYEHO, fKa
KIMHaTa MOYaTKOBAa, KIHIIEBA YU MPOMIXKHA. Moau(dikoBaHUN aNrOPUTM HaMAaraeThCs
JOCSITTA PIBHOMIPHOCTI HUISIXOM PEKYPCHBHOTO PO3MOJIJIEHHS IIEHTPIB KIMHAT 3a
BIJICOPTOBAaHMMH IO BIJICTaHI TOYKAMH MOKJIUBHX IEHTPIB (BiJ HAHOIMKYOro 110
HaWJIabIIOT0) TaK, 10 IEHTP JIIBOTO I0YIPHLOTO By3Jia 0OMPAETHCS 3 JIIBOT MOJOBUHU
BIJICOPTOBAHMX IIEHTPIB, a mpaBoro — 3 mpasoi (puc. 2.4.9). IlouaTkoBa 1 KiHIIEeBa
KIMHATH OOMPAIOTHCS 3 HAMOUIBII JIIBUX 1 HAMOUTBII MPABUX JIUCTKIB C(HOPMOBAHOTO
JepeBa.

OTtxe, eran popmyBanHst BSP nepeBa (po3noiyieHHs Ha KIMHATH):

1. 3amaHHs KITBKOCTI KIMHAT M 1 MOXJIMBUX IEHTPIB KIMHAT Teopters-

O00B’s13k0BO length(Teenters) < M.
2. COpTYBaHHS T,enters 3@ BIACTAHHIO JIO TIEBHOI OMOPHOI TOYKHW (HAIPUKIIA,

BIJIHOCHO TEPIIOi TOYKHU IEHTPY) B MOPSIAKY 3POCTAHHS.
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3. Bunazaxosuii Bubip kopenst aepesa 3 [0; length(Teenters) — 11.
4. PexypcuBHE MpU3HAYCHHS 1HJICKCIB [ICHTPIB KIMHAT:

4.1. Bxig B peKypcil0 pPO3MOYMHAETHCS TMPU3HAYCHHSIM JIIBOMY BY3IY

0: (length(rcenters)—1)
)
2

3 [(leng th(rcenters)—1) +

], npaBomMy — 2

1HIEKCY 3 [

1; length(Teenters) — 1]. [Mpusnauenus leftMin = 0, rightMax =

(length(rcenters)—1)
> .

ength(reenters) — 1, sep =

4.2. BuKOHaHHS PEKypPCHUBHOTO MPU3HAYEHHS LIEHTPIB KIMHAT JUIA JIIBOTO
By31a 3 [leftMin; sep].

4.3. BukoHaHHS peKypCHUBHOTO MPU3HAYEHHS LUEHTPIB KIMHAT ISl J1BOTO
By3na 3 [sep + 1;rightMax].

4.4. 'YMoBa BUXOJYy 3 peKypcli — KUIbKICTh BY3JIIB JIEpeBa n.

5. Bubip mouarkoBoi kimHaTH 3 [0; n * 0.2] mepimx JIUCTKIB AepeBa, KIHIEBOI
— [n*0.8;n—1] ocraHHiXx IUCTKIB, IiHII KIMHATH [PU3HAYUTH
POMI)KHUMH.

[Ticns 1uporo BiAOYBAETHCA PO3MOALT KOMIPOK IO CBOiX KIMHaTax Ta
(dbopMyBaHHS TOYOK CTIH KiMHAT. Tozl MOKHa MPUCTyNaTtv a0 eramy 3auTTs BSP
nepesa (puc. 2.4.10) (3HaX0KEHHS TPOXO/IIB MK KIMHATaMH):

1. Itepamiiinuii mporec s NPOXO/pKeHHS Bcix By3niB BSP npepeBa 3
HAWUTJIMOIIOTO PiBHS HAWIIBIIIOTO JTUCTKA —Ngsp — 2, Tight = ngsp — 1, e
Npgsp — KITBKICTH By311B BSP nepeBa, ki 3amumimics 17st IpoXoy.

2. 3mutTa kiMHAT left Ta right KiMHAT — 3HAXO/KEHHS CIUIBHUX CTIH Ta
oOpaHHSl BHMMAJAKOBOi HJisi reHeparlii mpoxoay. SIKIO CHUIBHUX CTIH HE
3HaWJIEHO, TO TOM BY30J1, KUl € OaTbkoM 171 left 1 right BBaXaTH 31IUTUM,
a THIIAK — IEPEHECTH B YCPTY MOCT-3THUTTS Moy cessive -

3. llpusHaueHHs Nggp = Nggp — 2. SIKIMO nggp = 2, nepexix 10 Kpoky 1.
[Hakme — 3ynmuHKa iTepariitHoro mporecy.

4. TrepaiiiHuii TIPOLIEC MPOXOKEHHS YE€PTH Neoyceossive STATT Npycessive 0] 1
OCHOBHOTO JepeBa. SIKINO 3JIMTTS YCIIIIHE — BHIAICHHA MNycessive 0],

1HAKIIIE — TEPEHECEHHS Npycessive |0] B KIHEIID YeprH.
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5. IlponoBxeHHA 1TepaniiHoro MpOLIECY KPOKY 4 JIOTIOKH!
length(nexcessive) # 0.

Peanizamis eramy ¢opmyBanns BSP gepeBa nammcana na C++ y kiaci

UBSPTree (puc. 2.4.11-2.4.12). ®yukuisa InitializeRandom mnepeipsie BCi yMOBH

anropuTMy Ta iHimiamizye paepeBo. PrescribeRoomIndex € Toukoro Bxomy B

pekypcuBHuUM nporec popmysanns BSP ngepesa.

Puc. 2.4.11 — ®ynkmis iHimiamzarii BunajakoBoro BSP nepesa
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x = ZoneIndex

+ 1, RightIndexMax);

Puc. 2.4.12 — PexypcuBHa (yHKIL1s pyu3HadYeHHs By3i1aM BSP nepesa ueHtpy

KIMHATHU

Puc. 2.4.13 — IIpoxomxeHHs Bcix By3iiB BSP nepeBa, BHeCEHHS HAUIUIIKOBUX Y

qcpry nNoCT-3JIMTTA

Peanizamis eramy 3nmuttss BSP gepeBa mpoBenena Ha Blueprints sik kactomHa

Hona miisa PCG rpady (puc. 2.4.13-2.4.14). 1le 3po6iieno 3aai1s 3a0e31meueHHs T0CTYIy
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70 JTaHWX TPO BU3HAYEHI TOUKHU CTiH, OCKIJIBKH I 1H(OpMaIlisi BUKOPUCTOBYETHCS

BcepenuHi ¢pynkiii FindPassageBetweenRooms.

Puc. 2.4.14 — O6po06ieHHs Yepru MOCT-3IUTTSI BU3HAYCHHSI IPOXO0/I1B MK KIMHAaTaMH

Po3pobniena monudikamist go3sonmia Bukopuctatd BSP nepeBo B mernno

1HIIOMY KOHTEKCTi. BoHa Mae mepeBary y KepyBaHHI JIOT1IKOK PO3TAlllyBaHHS THITIB

KIMHAT 1 CTBOPIOE OUIBII TPHUPOAHI 3B’SI3KM MK HUMHU. [lOpiIBHSHHS METO/IB

300paxeHo Ha Tadnuil 1.

Ta6nung 1. IlopiBHSHHS KJIACUYHOTO 1 MOJU(PIKOBAHOTO

anroputmiB Ha ocHOBI BSP nepen

TOPU30HTAJ1) HA JIB1 YACTHHH,
MIOKU HE JOCATHYTO
MIHIMQJIBHOTO PO3MIPYy KiMHAT

Xapakrepuc- | Kinacuunuit BSP-anropurm MoaudikoBanuii BSP-
THKA AJIrOPUTM
[TpuHLIMT PexypcuBne nineHHst o01acTi Bukopucranss nonepenHbo
MOILTY npsMUMU (TIO BEpTUKaIl a00 | BIJICOPTOBAHUX 1HIEKCIB IIEHTPIB

KiMHAT (3a pucraniiero). [Tomain
3IIMCHIOETHCS Yepe3 MO0y 0By
JiepeBa Ha OCHOBI 1HACKCIB
LEHTpPIB KIMHAT

dopma KiMHAT

[TpssMmokyTH1 007aCT,
OTpYMaHi B pe3yJbTaTi MOALTY
BSP

KimuaTtu npuB’s3y10Thes 110

oOpaHux 1eHTpiB. Bcl KM TUHKH

BITHOCATBHCS 10 HAMOIMKYOTO
1eHTpy (moaidHo 10 Aiarpamu
Boponoro)

PosramnryBanHs
KIMHAT

BusHauaeTscs cyTo
reOMETPUYHUMU PO3pi3aMH,
BUITAJIKOBICTH OOMEKYETHCS

HAIMPSIMKOM 1 B1JICOTKOM
MOJILTY

BunaakoBicTh 3akiajzeHa y
BUOOD1 1H11eKCIB y BSP-nepesi,
ase 30epiraeThCs BiIHOCHA
PIBHOMIPHICTb 3aBJSIKA
PO3IJICHHIO Ha Jiara30Hu
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[TponmoBkenHs Tabmui 1

Eran snurra

Kimuaru 3a3Buyait
3’€AHYIOTbCS KOPHIOPAMU MIXK
MPSIMOKYTHUMU OOJIACTAMHU.
Ctinu He 000B’I3KOBO CIIUJIBHI.

BukonyeTbcs 3HU3Y Bropy.
SkI10 KIMHAaTH MafOTh CITUTBHY
CTIHY — (OPMYETHCS IPOXiT Y

Hili. SIKIIIO CIIJIBHOT CTIHM HEMA,
TO KIMHATH MOTPAIUISIIOTh Y
Yepry MOCT-3JIUTTS s
MOJAJIBIIOrO0 3’ €JHAHHS

Twunum xkiMHAT

3a3Buuail 00UparOThCs
BHUITaJIKOBO a00 3a
TCOMETPUIHUMU KPUTEPISIMHU.
OnnpaeTbes Ha BKe
chopMOBaHMI pO3MOILI

BuszHayaroTbcst HaIBIINN 1
HaWMIpaBillIui JIUCTOK Y JEPEB,
10 TAPAHTY€ MaKCUMAJIbHY
B1JICTaHb MIDK HUMH. OTIUpaETHCS
TUIbKHU Ha JIepeBo, 0€3 Horo
(13UYHOrO MpeACTaBICHHS

Crpykrypa
pIBHS

HaGip npssMOKyTHHX KiMHAT,
3’€THAHUX KOPUJOPAMHU

CiTka KiMHAT 31 CHUIBHUMU
CTIHAMU; CTPYKTypa OUIbIII
IpUPOAHA, CX0Ka Ha rpad
NPUMILIEHb 13 CYMIKHICTIO

KonTtpons
CKJIQJTHOCTI

MeHIII THYYKHN: 3a7I€KUTh Bij
TIIMOMHM TI0T1TY

[MHyukimmii: MOXHa KepyBaTH
CKJIQJIHICTIO Yepe3 BUOIp
1HJICKCIB 1 pO3TalTyBaHHS

MOYaTKOBOI/KIHIIEBOT KIMHATH

2.4.4. Peanizanis kiacrepusauii JaHUX IpaBus

[TepmuM eTamom I KiacTepu3allii JaHux € ixHid 30ip. Lle peamizyerbcs 3a

nonomororo ctpykTypu FBehaviourVector 3 Bu3HaueHuMu aTpuOyTamu:

- CellsOverlappedPercentage: BicoTOK BiABiaHOT TEPUTOPIi OyAMHKY;

- TreasuresCollectedPercentage: BiICOTOK BIAKPUTUX CKPHHb;

- GlobalsCollectedPercentage: BincoTok 310paHUX KOJEKIIHHUX MPEAMETIB;

- DialoguesPercentage: Biacorok aianoris 3 NPC;

- DialoguesSkippedPercentage: BificoTok npormycky aianoris 3 NPC;

- EnemiesKilledPercentage: BificoTOK BOMTHX BOPOTiB;
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- EnemiesAvoidedPercentage: BiICOTOK BOPOTiB, 3 IKMMH po3IioYaniach OUTBa,
aJie TpaBellb iX YHUKHYB;
- ItemsInteractedPercentage: BiICOTOK CTaTUYHUX TPEIAMETIB, 3 SKUMHU
B3a€MO/IiSIB TPaBellb.
Ili xapakrepuctuku Oynau BifiOpaHi TakMM YWHOM, 00 iX MokHa Oyi0
IHTEpIIpETYBaTH K 4 KiacTepu 3a kiacudikaiiero baptna: qocaranbHUK, COIIAbHUK,

KUJIep, JOCIIITHHK.

FilePath)

(/) + JsonFilePath:

Puc. 2.4.15 — ®yHkiis 30epexxeHHs 1anux noseAiHku rpasilsd B JSON ¢opmari

30epexeHHs TaHuX BiOyBaeThes 3a qonoMororo kinacy UBehaviourSaveGame,
yHaciigyBanoro Big USaveGame, sikuii MiCTUTh MaCUB BEKTOPIB IMOBEAIHKHU IPABIIS 3a
KOXXHE Horo mpoxopkeHHs. [ BimymaromxkeHHsT mapameTpy dasudikarii Takox y
1boMy KJ1aci Oyia peanizoBana ¢yHkiiss WriteJson mis 30epexxeHHs gaHux y JSON
dbopwmarti (puc. 2.4.15).

[Ticns woro Buxkopuctano R ta RStudio st Bizyamizaiii 30epekeHUX TaHUX.

Cepen HuX 49 pI3HOIUIAHOBUX CIOCTEPEXKEHb MPOXOKEHHA T'pH. Jlekiibka crpod
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JI03BOJIMJIO BU3HAYMTH, IO JIJIS1 JOCTATHROI PO3MUTOCTI BUX1THUX KIIACTEPiB MapaMeTp
dazudikaiii onTUMaIbHO BCTAaHOBUTH Ha piBHI m = 1.2 (puc. 2.4.16). Tak Bwuiine
MOKa3aTH 1 JlaHi, sIKi SIBHO BIIHOCATHCSI JO TICBHOTO THWITY IOBEIIHKH, 1 JIaHi, sKi
MOETHYIOTh XapaKTePUCTHKU PI3HUX TMCUXOTUMIB. Bukopucranmit konq Ha R
300pakeHnid y 1oaaTtky I

besnocepenus peanizariis anroputMy (puc. 2.4.17) BindyBanacs Ha C++ y kimaci
UBehaviourAnalysis. Etanu kmactepusaiisi po30uTto Ha OKpeMi (QYHKIIII:
InitializeFCMMatrix, CalculateCentroids, CalculateDistancesToCentroids,
CalculateNewFCMMatrix — miciasi 4oro OpraHi3oBaHi B OJIHY OCHOBHY (DYHKIIiIO

FuzzyCMeans. YBech ko1 peai3oBaHOTO METOJIy MOKHA MEPETIIIHYTH B A0aTKy Jl.

Mipa HanexHocTi go knactepy y PCA-npoctopi (PC1/PC2)

Cluster_1 Cluster_2

- ® HanexHicTb

' -
075

Cluster_3 Cluster_4

PC2

0.50
. 0.25

PC1

Puc. 2.4.16 — Bizyanizauis po3MHUTUX Ki1acTepiBy R

3a IBOMA HAaWBaKJIUBIILIMMU O3HAKaMU



Puc. 2.4.17 — Peanizaiiiss ocHOBHOI (pyHKIIIi BUKOHaHHS anroputMy Fuzzy C-Means

Meton Fuzzy C-Means, gk 1 KJIaCM4HI METOJIM YITKOI KJlacTepu3allli, He Jae
BU3HAUYCHHSI 3HAWICHUM KJIacTepaM — HE HaJIa€ IM HISKOTO CeHCY. 3a3Buyail moTpioHa
JII0JTMHA, 100 MPAaBUIILHO 1 ONITUMAJILHO IHTEpIpeTyBaTu Kiactepu. OIHAK, 3BAKAIOUH
Ha Te, 10 B)KE€ BU3HAUEHO MPUPOIY KIIACTEPIB, SIKI XOUEThCS OTPUMATH, PEasli30BaHO
MPOCTUI aJITOPUTM THTEPHPETALlii KOKHOTO KJIACTEPy, 3aJIEKHO BiJl iXHIX HaKpaImx
MOKa3HUKIB. [[1s1 1IbOTO OLIHIOETHCS BEKTOP CEPENHIX 3HAYEHb MPUHAICKHOCTI JI0
KOXHOT'O KJacTepy.

OTxe, MO0 IHTEPIPETYBATH KJAacTepu B cucteMi baptia, po3pobieHo Takuii
AITOPUTM:

1. ®opmyBanHs Bektopa MeanObj — cepenHi 3HA4YeHHA BCiX 00 €KTIB

MPUHAJICKHOCTI 10 KOXKHOTO KJIacTepy.

2. JInst KO’KHOTO LIEHTPOiAa BU3HAUYUTH Kiactep baptna:

2.1. BiacopTyBaTu 03HAKH IIEHTPOI/a 32 CIIaaHHSIM.

2.2. IrepauiitHuii mpouec o BCiX BiICOPTOBAHUX O3HAKAX:

2.2.1. 3anexxHo BiJ TOTO, 3a SIKMH KJIacTep BIAMOBIAAE aTPUOYT, O TaKOTO
nonatu Bary 3a opmyiioro (n — KiIbKICTh aTpuOyTiB, k — iTepaitis,

MO3ULIsl Y BIICOPTOBAHOMY MacHBi) :

- Jlma mocsranbHUKA: BIJICOTOK BIAKPUTUX CKPUHD — > BIJICOTOK 310paHuX
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‘o . n—k
KOJICKIIIMHUX IIPCIMCETIB — T;

. . . . n—k . .
- Jns comansHuka: BigcoTok mianoriB 3 NPC — —, > BIICOTOK MpOTYyCKiB

. .k
Jlaoris — —

- 4 xinepa: BiICOTOK BOUTHX BOPOTIB — 5 BiJICOTOK YHUKHYTUX BOPOTiB —

ko

E:
: . o . .. n—k . .

- Jlns nocititHAKA: BiZICOTOK NPOHICHOT TEPUTOPIT — ——, BIICOTOK BIIKPHTHX

n-k . e« n—k
CKpHHb — T’ B1ICOTOK B3a€EMO/I1 13 IpEeaAMETaMU — T

2.3. OOparu He3aWHATUHN KIIAcTEp 13 HAHOUIBIIIOK Baroio.
3. Ilpunmcatu mipam HajekHOCTI BekTopa MeanObj mitku knactepiB baptia.
Takuii anroput™ po3paxoBaHUM HA TE, IO LEHTPH 13 aTpUOyTaMU HAMOLTBEIINMU 32
3HAUYECHHSIMU BU3HAYAIOTh MPUHAIEKHICTh 10 KJIacTepy HalOuIbIon Mipoto. OkpiM
[[bOr0, AJITOPUTM OajaHCy€ HEOTHOPIAHICTH aTpPUOYTIB 3a JOMOMOTOI0 BBEIACHUX
JTITBHUKIB KIUJTBKOCTI BIJMOBITAJIBHUX O3HAaK 3a TOM YW IHIIMKA Kiactep bapria
(HampuKJIaJ, 1 TocsATadbHUKA Bara JUIUTHCS Ha 2, 60 BIAMOBIAANBHI 32 IIEH KiIacTep

atpuOyTu: TreasuresCollectedPercentage, GlobalsCollectedPercentage).

ship += FcMMatrix[§1[4i];

Mem

Puc. 2.4.18 — ®yHKI1is OTpUMaHHS IHTEPIIPETAIlil KJIacTEPiB

PeamizoBano iHTeprnperamito kmactepiB Ha C++ 3a J0IMOMOror 0a3oBHX



50

CTPYKTYp Ta oriepatopis (puc. 2.4.18). CepenHe 3Hau€HHs 00pPax0OBY€ETHCS 3 OCTAHHBOT
Matpuii HajexxHocti FCMMatrix. @yskuis  GetCentroidsInterpretation  Gepe
HEHTPOIAM KIAcTEpPiB, AKI € BEKTOPHUMH MPEICTABICHHIMH CEPEIHIX 3HaYeHb O3HAK
JUTSI KOSKHOTO KiacTepy. TakKuM YMHOM, KOXKEH KJIacTep IHTEPIPETYEThCS SK HAMOLTBII
ONMu3bKUI 10 onxHOro 3 TUMIB rpaBiiB 3a bapriaom. JleranmpHimme QyHKIIO

GetCentroidsInterpretation Mo>kHa neperyisiHyTH B 10AaTKy E.

2.4.5. Peanizanisi reHEeTHYHOIO AJITOPUTMY XaPAKTEPUCTHK KiMHAT

[Ticnst peanizoBaHOTO Kapkacy OyJIWHKY HEOOX1JIHO 3reHepyBaTH HANOBHEHHS
KOKHOI KIMHAaTH, 3BIIKM 30UpaloThCcsi oOmucaHl JaHi Juis  kiactepusamii. Lle
B1JI0YBAETHCS 32 JONMIOMOTOI0 T€HETUYHOTO AITOPUTMY aTpUOYTIB KIMHATH. Y TIEPEIIKY
(enumeration) OyJ0 BU3HAYEHO, III0 BOHA MOKE€ MATH TaKl XapaKTePUCTUKHU:

- ETraitEnum::Treasure — ckap6u;

- ETraitEnum::Dialogue — HeirpoBuii nmepcoHax 3 A1aJI0TOM;

- ETraitEnum::Enemy — Bopor;

- ETraitEnum::Trap — nactka,;

- ETraitEnum::Light — mxepeno cBiTia;

- ETraitEnum::Pillar — cToBm;

- ETraitEnum::GlobalCollectable — konekmiitHuii mpeamer;

- ETraitEnum::Explore — npenmeT nociiKeHHs;

- ETraitEnum::ExploreBorder — npeamMer nmocnimkeHHs, SKHH MOXe OyTH

PO3TaIIOBaHMI TUIBKHU Y30BXK/I CTIH KIMHATH;

- ETraitEnum::Flashlight — Gatapeiiku ajis mixrapsi.

VY kmaci URoomTraits 3aganuii macuB xapaktepucTuk Traits. [[ns xkoxHOTO
EK3EMIUISIPY XapakTepucTUKU 3anaHa ii Bara (Weight, 3a 3amoBuyBanHs — 1).
Ex3eMIuispu Takoro Kj1acy € XpoMOCOMaMH TeHETHYHOTO ajIropuTMy. Y IIbOMY Kiaci
BU3HAYCHI TAKOXX OCHOBHI oOmepallii CXpelryBaHHs, MyTallli, a TaK0X OTPUMaHHS
3Ha4YeHHS (PYHKIIIT T0MTaCOBAHOCTI.

®Oynkiis Crossover mpuiiMae sk apryMeHT JAPYTHUM OnepaH] IIi€i omneparlii Ta
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¢dbopMye HOBOTO MpeACcTaBHUKA MOMyJISAMii. KiTbKicTh XapaKTepUCTUK BUHAYAETHCS SIK
cepeHe apu@METHYHE XapakTEPUCTHK JiBOi 1 TmpaBoi xpomocomu. Cami
XapaKTePUCTUKU OOMPAIOTHCS BUMAJAKOBHM YHHOM 3 YCIX XapaKTEPUCTUK OaThKiB

(HaBITB, SIKIIIO BOHU MOBTOPIOIOTHCS) (puc. 2.4.19).

Puc. 2.4.19 — ®yHkiI1is onepaliii cXpelryBaHHs 1HAUBIIIB XapaKTEePUCTUK KIMHATU

®yukuis mytauii Mutate (puc. 2.4.20) npuiiMae WMOBIPHICTh 3pOCTaHHS Ta
oOpizanHs  (AMOBIpHICTH  3MIHM  BHU3HayaeThcsi 3 AlterChance = 1.0 —
GrowChance — CutChance), a TakoX MiHIMaJIbHY a MaKCHUMAaJbHY KiJIbKICTh
1Teparliii npoBeaeHHs onepailii. Okpemo BuzHaueHi ¢pyHkiii Grow, Cut ta Alter. Grow
— nojae 10 MacuBy Traits HOBY XapakTEpPHUCTHKY 3 BUMaaKoBoro Baroro [0; 1], Cut —
BUJIAJISIE XapaKTEPUCTUKY, SKIIO B MacuBl Oiiblie oaHi€ei, Alter — 3MiHIOE HasIBHY

XapaKTEPUCTHKY 1 i1 Bary Ha BUIIAJKOBY.
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int32 Iteratior

(int32 i = 0; i < Iterat

Puc. 2.4.20 — ®ynk11is onepariii MyTalii iHIUB1/1IB XapaKTEPUCTUK KIMHATH

®yukuiss  GetFitnessValue (puc. 2.4.21) mnoBeprae 3HaueHHS (QYHKIII
JI0TIaCOBAHOCTI KOHKpEeTHOro iHauBiza. Ii popmyna Burnsaae Tak:

1 g,
i wi(gr 22, FCR(bip)

N )
i=1 Wi

FitnessValue =

ne N — KUIbKICTh XapaKTepUCTUK 1HAUBIAA, M; — KITbKICTh MOBEIIHKOBUX THIIIB
(4), mOB’s13aHUX 3 [-TOI0 XapaKTEePUCTHUKOIO, W; — 0a30Ba Bara XapaKTEPUCTHUKH,
FCR(b;;) — mipa mnanexnocti no kmacrepy b;;j 3 FuzzyClusteringResult, B; =
{b;1, b2, bi3, bjs} — BEKTOp Mip HAJICKHOCTI XapaKTEPUCTHK IO KiactepiB baptnia.
Takuii migxig po3poOJaeHo il Toro, o0 3a0paTH 3aJE€KHICTh MPUCTOCOBAHOCTI
1HJMBI/Ia BiJ KIJIBKOCTI MOT0 XapaKTEPUCTHK, OCKUIBKH TaK, 3aBJaHHS OW 3BOJAMIIOCS
710 BUOOpY 1HIUBIIIB 13 HAMOLIBIIOW TXHBOIO KUIBKICTIO, Ta BpaXyBaTH 1 Bary camoi

XapaKTEPHUCTHKH, 1 TIOB’sI3aH1 3 HEIO MIPH HAJIEKHOCTI /10 KJIACTEPiB.
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Puc. 2.4.21 — Peanizanis gynkiii qonacoanocti GetFitnessValue

OCKUIbKM T€HeTUYHHUM aJTOPUTM IMOTPEOYy€E BEIMKOI KITBKOCTI 1HAMBIIIB IS
CBO€ET pOOOTH, 3aITyCTUTH HOTO 3 MEPIINX MPOXOHKEHB Tpy 0yJI0 OU HE paIliOHAIBHO.
ToMmy cmoyaTKky XapaKTEpUCTHKH KiMHAT (OPMYIOTBCS 3a 3aMOBUYBAaHHS Yepe3
Blueprint  mamamoxk  kmacy  URoomTraits. Tam  3amana  cTpykTypa
DefaultTraitsSpawnChance (puc. 2.4.22), ska yBIAIOBIIHIOE KOXKHY XapaKTEPUCTUKY
1 1i Bary 3 WMOBIPHICTIO JOJaHHA [JO0 1HAUBIAA. XapaKTEPUCTUKH, SKi
BUKOPUCTOBYIOTBCS JUIsl KIMHAT 30epiraloTbCsi Ta (HOPMYIOTH MOS0 IS

NOJAJIBIIUX 1Tepalllii TEHETUYHOTO AJITOPUTMY.



Default Trai

Puc. 2.4.22 — 3agannus ctpykrypu DefaultTraitsSpawnChance. Xapaktepuctuku

Dialogue Ta Enemy matothb iiMoOBipHicTh renepartii 50%

besnocepemHb0 caM TEHETUYHHI aJIrOpUTM BUKOHYETHCS OKPEMO IS
MMOYATKOBHX, KIHIICBUX 1 MPOMDKHUX KIMHAT. Y KiHIII OOMParoThCs HAHKpallll 1HIUB1IH
3a (DYHKIIIEIO JOMACOBAHOCTI: OJIHA MOYATKOBA, OJHA KIHIEBA 1 PEIITY MPOMIKHHUX
kimHat. g xinacy UTraitGeneticAlgorithm crBopeno BP namanok, sikomy Mo)kHa
3a/laBaTd TapaMeTpy ajIrOpuTMy: THUIl KIMHAT, KJac IHJAMBIAIB KIMHAT, YacTKa
IHAMBIJIB CXPEILIEHHs, MMOBIPHOCTI MyTallli 3pocTaHHs Ta oOpizaHHs. Cenekuis
IHIUBIJIIB, SIKI BUKOPUCTOBYIOTH [IJIi TEHETUYHUX ONepailiii Bii0yBaeTbCa METOJA0M
PYJIETKH.

OcoOnuBICTh €TaMy CENIEKIIii Mosrae y BAKOpUCTaHHI mpuHIMmy « Exploration—
Exploitation». 3anexHo Bia iHpopMaliiiHOT eHTpOIIi METOA PYJETKH BpaxoBye abo
npsiMe 3HaYeHHA (PyHKIIIT A0MacoBaHOCTI, a00 obepHeHe (puc. 2.4.23). TakuM yuHOM,
Ha TIOYATKy TpU TEHETUYHHM aJrOpUTM IIJIECIPSIMOBAHO CTBOPIOE KIMHATH, HE
BIIMOBIHI 10 TOTOYHMX YIOA00aHb rpaBid. e cTumyitoe AOCHTIKEHHS, BUXI]T 3a
MeX1 30HH KOM(OPTY — TpaBellb 3MYIIIEHUH B3a€EMO/ISITH 3 IHITUMU TUITAMHA KOHTEHTY,
mo 30aradye MOBEIIHKOBUN MpO(disib 1 103BOJISIE YHUKHYTH YMOBHOI JIOKQJIbHOCTI
kiactepusaitii. [licis moctatHboro 300py AaHUX, KOJIU PO3IMOILT HEUITKUX KJIACcTepiB
BUTJISIAAE OUTBII YITKO 1 CTAOUTBHO, BiIOYBa€eThes mepexin y (ha3y aganTariii 10 rpaBiis
— BHUKOPHUCTOBYIOUM KOE(DIIIEHTH KacTepu3alii sIK Barv, OOMpParOThCS HaWOLIbII

pereBaHTHI BapiaHTH KIMHAT.



UTraitGenetic QutPopulation)

TA

TraitsPopulation)

1.f / RoomTraits->GetFitnessValue()): RoomTraits->GetFitnessValue()) / F

abilities.Add(Cumulativ

(int32 1 = 0; 1 < TraitsPopulation.Num(); ++1i)

>= Probabilitie

OutPopulation. Add( TraitsPopulation[j]->GetCopy(

Puc. 2.4.23 — ®ynkuis cenekuii RouletteWheelSelection metogom pynerku

[ToporoBuii piBeHb €HTPOMNIi JJIsi TEHETUYHOTO AJTOPUTMY BCTAHOBJICHHM Ha
piBHi 1.9. fxuio BiH OubIINE 32 1€ 3HaYeHHs B110yBaeThes etan Exploration, iHakie

— nactynae Exploitation (puc. 2.4.24). Pemty koay peasi30BaHOTO T€HETUYHOTO

aNrOPUTMY MO>KHA NIEPETIISIHYTH B JOJATKY €.



UTraitGeneticALlgorithm: :GetExplorationExploitationType

(Behaviour ==

Entropy = 0.f;

(]

TArray<BehaviourType> BehaviourTypes;

3878U10JP-?:JEEy:lJGtE“iﬂg?EiJlt.i%tﬂ%?ﬂ( 3816UiﬂJPT?jES]:

> BehaviourCoefficients;

BehaviourType BType : BehaviourTypes)

BehaviourCoefficients.Add(Behaviour->FuzzyClusteringResult[BType]

Coefficient : BehaviourCoefficients)

Entropy += Coefficient * FMath::Log2(Coefficient);
1

Entropy *= -1.f;

(]

Entropy > EntropyExploltationLevel;

Puc. 2.4.24 — Buznauenns eramy «Exploration—Exploitation» 3a piBHeM

1H(pOopMaIiHOT eHTpoTii

[HTepriperanis mMX XapakTepucTUK y ¢izuuHuil (popmaT BinOyBaeThCcs 3a
nonomororo  gara acetry PDA BSPTreeMain, gne 3amaHa  CTpyKTypa

FTraitSpawnChance, y skiii BKa3aHa XapaKT€pUCTHKa 1 MACHUB MOJIMBHX aKTOpPIB

reHepairii 3 IXHpOI0 Barorw crnasHy (puc. 2.4.25).

b 2 members
Trait Enemy
Actor Class Spawn Chance 4 Map elements
BP_EnemyCharacter_Cactus
BP_EnemyCharacter_Chest
BP_EnemyCharacter_Slime

BP_EnemyCharacter_Turtle
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Puc. 2.4.25 — Intepnperaiiist xapakrepucTuku Enemy — akTopu CriaBHATHCS 3

OJHAKOBHM IIaHCOM, OCKIJIbKH MAalOTh OJIHAKOBY Bary

OTXxe, FeHeTUYHUI aJITOPUTM XapaKTEPUCTUK KIMHAT Ma€ HACTYMHI KPOKHU:
1. TlepeBipka moTouHOI MOMyJIAMii. SIKIIIO BOHA BXKE Ma€ MOTPIOHY KIJTBKICTh
HaWKpanmx 0COOMH, TO 30€perTH iX 0/Ipa3y y BUXITHUX XapaKTePUCTUKAX
1 3aBEPIIUTH AITOPUTM.
2. TligBanTakeHHS 30€pPEKECHHUX 1HIUBIIB IIEBHOTO THITY KIMHAT.
3. Cenexirist IHAUBIAIB I TCHETUYHUX OTEepaIliii:
3.1. Busznauenns erany «Exploration—Exploitationy.

3.2. dkwmo BinOyBaeTbes etan Exploration paxyBatu 3HauY€HHS (QYyHKIIT

N

JIONIACOBAHOCTI  IHIAMBIIA  AK  fritness = =17, A€ N — KUIBKICTh
i

XapaKTepUCTHK B 1HIWBIII, f; — 3HA4eHHA (YHKIIIT JOMACOBAHOCTI [-TOTO
inauBina. SIkmo BinOysaeThes eran Exploitation — frimess = N.fi
3.3. MeTtogom pyneTku oOpaTH 1HAMBIAIB 32 3HAYEHHSIM IXHIX (DYHKIIH

f fitness:

4. BunagkoBuil mnoAlN OOpaHMX IHAMBIAIB HAa THX, SKI MPOUIYTh
CXpelUlyBaHHS Ta THX, K1 IPOUAYTh MyTalllO.

5. CxpemryBaHHs. SKIIO KUIBKICTh 1HAMBIAIB HEMapHa, OCTAaHHS OCOOMHA
CXpellyeThes 3 iepiior. HoBl Hallla Ky 101at0ThCS Y 3arajbHy MOMYJISIIIO.

6. MyrTartisi. MyToBaHi 0COOMHM 3aMiHIOIOTh CTapi y TMOMYJISIIII.

7. Bubip Halikpamux 1HAUBIAIB METOIOM ETITU3MY.

8. 30epekeHHs1 00paHKUX 1HIUBIIIB.

Mo>kHa TTOMITUTH, 10 1HAUBIAN HE KOAYIOTHCS I TCHETUYHUX OTeparlii, sk
1e poouthcs B kiiacuuHomy BapianTi 'A. Tyt ocoOuHu npencrapiieHi 0e3nocepeHbo
MAaCHMBOM XapaKTepUCTUK. Takwil MiAXig Xod 1 mo30aBieHUN MeBHOI yHIDikarrii,
abCTpakIlii Ta TEOPETUYHOTO aHAJI3Y, aje JOoOpe MPaIlto€ 13 MPUPOIOI0 IUX JAHUX —
XapaKTEepUCTHUKAMU KIMHAT, 110 3a0e3leuye BUTpall y MPAKTUYHOCTI Ta POOUTH

ITOPUTM OJVKYUM JI0 €00’ €KTHO-OPIEHTOBAHOTO» TE€HETUYHOTO AJITOPUTMY .
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2.4.6. Pe3yabTaT JOCTIIKEHHS NPOLEAYPHOI reHepamii cBiTy

Po3pobiiena PCG Mozenb 103BoJuia AOCTIAUTH MPOLEAYPHY T'€HEpalliio CBITY
BU3HAYAIOTh XapaKTEPUCTHKU KIMHAT HACTYIHOTO MPOXO/KEHHS OUIBIIOI MipOIo,
OJIHAK SIKIIIO € aTpUOYTH, SIK1 BaXKJIMBIIII (MAaOTh B pa3u OUIbIIY Bary) 3a BCI 1HIII1, BOHU
WMOBIpHO OyIyTh BimiOpaHi, HE3aJIEKHO BiJ OOMEXKEHb 31 CTOPOHU pE3yJIbTaTiB
knactepusanii. Ha pucynka 2.4.26-2.4.29 300pakeHi pe3yJbTaTH TreHepauii s

YOTUPHOX PI3HUX BUIAAKIB TEHETUYHOIO alrOpUTMY, aje ogHakoBoro BSP nepesa.

Puc. 2.4.26 — I'eneparist mpu po3noauii kinactepiB 0.7 mis «cormianbHukan 1 0.1 —

1HIII
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Puc. 2.4.27 — I'enepartis ipu posnoAim knactepiB 0.7 mis «mocsranpHuKa» 1 0.1 —

1HIII

Puc. 2.4.28 — I'enepartist npu posnoaut kinactepiB 0.7 mist «gocmiaankay 1 0.1 — i
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Puc. 2.4.29 — I'enepartist npu posmoaim kmnactepiB 0.7 ms «kigepa» 1 0.1 — iamri

HepiBHOMIpHICTH pO3MOIITY TeHepallii MiX pi3HUMHU BapiaHTaMU KJIacTepHu3arii
HoJisirae y pi3HUX OCOOMCTHX Barax xapakTtepuctuk. Barm atpubytiB Dialogue Ta
GlobalCollectable mpupoauro menmi Hixk Enemy un Explore/ExploreBorder.

Monudikarmiss g0 anroputmy Ha ocHOBI BSP nepeBa moxazana, sk MOXKHA
BUKOPHUCTATH CTApUM MIIX1 1 A1 TPOXH THIIMX CUTYaIliil. TakuM 4uHOM, 3a I0MIOTOI0
IPOCTOI Yepru MOCT-3UTTS BATIOCA YHUKHYTH IPO0JIeM 13 3aMKHEHUMH KIMHATaMHU.

Buxopucrannas indopmariiiinoi entporii IllenHoHa momomMoria BHU3HAYHTH
eTanu (QOpMyBaHHsS JaHUX TakK, 100 BOHM OyiM pi3HOIUIaHOBUMHU. Lle BaxinBO
OCKIJTBKU MOKE CTaTHCS CUTYallisl, KOJIM TPaBellb 13 CaMOT0 MOYaTKy Oy/1e MOBOAUTHUCS
OJIHOTHITHO, 1110 TPU3BEIE 10 BU3HAUCHHS KJIACTEPiB HEMPABINBO — 3aHAATO JOKAIBHO.
Hanpuxnan, naHi 13 BUCOKMMH MOKa3HUKAaMU BiJICOTKa 310paHuX ckapOiB 1 MPOUIEHOT
TepuTopii OyJau y BCIX MPOXOKEHHSIX. Toal 0 KJIacTepy «IOCHITHUKAY MONaayTh
JaHl 3 HAMBUIIMMHU 3HAYCHHSIMH, a JO 1HIIMX — MPOCTO BUCOKUMHU. SIKIIIO K TICTSA
IIbOIO0 TpaBellb 3irpae abCOMIOTHO I1HAKIIUM I1aOJIOHOM, KiacTepHU3allisi MOXKe

BU3HAYWTH 1€ 3aHAJITO )KOPCTKO. Takui miaxij OaaHCye IO CUTYaIIIIo.
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1,95 \
1,91
1,9 )
19 1,9 1,9

1,85

1,8

1,75 1,76
1,7
1,65

5-te 6-Te 10-Te 15-Te 20-Te
NPOXOAXKEHHA NPOXOAMKEHHA NPOXOAXKEHHA NPOXOAMKEHHA NPOXOAXKEHHA

—=[10Ka3HWK eHTpONii ===[lopir eHTpONIi

Puc. 2.4.30 — 3mina noka3zHuka eHTpomnii npotsirom 20 mpoxoHKeHb Ipu

Ha puc. 2.4.30 300pakeHO K 3MIHIOBAJIOCS 3HAYEHHSI €HTPOIi BIpoaoBxk 20
IPOXO/)KEHb TpPU 3 BCTaHOBIEHUM moporom ertamy «Exploration» 1,9. Ilicns
nepemukanHs 3 pexumy «Exploration» Ha «Exploitation» y 6-oMy mpoxoKeHHI,
EHTPOIIiS MIOMITHO 3MEHIIINJIACS, 1110 JIOT1YHO, OCKIJIBKU TeTep KiacTepu (PopMyroThCs
3a BrojoOaHHsAMU rpaBusd. He mBuaAKMMU TeMaMu BoHa 30UTbITY€ThCS, TOMY Ha 21 -
OMY TIPOXOJIKEHHI Tpa 3HOBY MEPEMKHEThCS Ha JOCTIKEHHS MPOQiI0 MOBEAIHKA

rpaBlisl.
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BUCHOBKHA

[Tin wac mocmimKeHHS MPOIEIypHOI reHeparii CBiTy Oyso MpoaHali30BaHO
IIUPOKUNA  CHEKTP CY4YaCHHUX aJTOPUTMIB, METOMIB Ta IMIAXOMAIB, SKI €
ocHoBononoxHIME Yy PCG cborofiti, a Takox po3podiieHa HOBa MOJIEIb MPOIEAYPHOT
reHepartii.

VY 3arajibHUX pucax PO3TJIIHYTI aJITOPUTMU IreHepallii Ha OCHOBI T€HepaTUBHOI
rpaMaTuK{, TPaJlEHTHUX HIyMIB Ta miarpamMu Boponoro. BoHu mokasamu OCHOBHI
HanpsMKA Ta chepu poOOTH MPOLETypHOI reHepallii — CTBOPEHHSI CaMOIOII0HUX
CTPYKTYp, PO3MOJUITY MpOCTOpy, OlomiB, penbedHUX Tmehs3axiB. JleTanbHilie
PO3MIISTHYTO poOOTa aNropuTMy Ha ocHOBI BSP nepeBa Ta reHETUYHOTO alrOpUTMY.
[Toxazano, sik BSP nepeBo cTaBao Bce OUIbII yHIBEPCAIbHUM IHCTPYMEHTOM — MEpIIIe
3aCTOCYBaHHS y KOMIT I0TE€pHII rpadiii TpaHCHOPMYBAJIOCs B aIrOpUTM reHepariii 2D
KIMHaT 1 KopuzaopiB. I1lo10 reHeTH4HOro anroputMmy, pO3IISHYTH HOTO OCHOBHI
3acaid, KOHKpETHI eTanmu poOoTu Ta cdepu 3actocyBanHs. OKpiM 1bOTO,
MpoaHaIi30BaHO POOOTY KIACHMYHOTO AJITOPUTMY HEUITKO1 Kiactepusaiii Fuzzy C-
Means, xmacudikamiro baprtna (moBemiHKM TpaBIliB), NPUHIUMI HAaBYAHHS 3
nigkpimneHHsaM «Exploration—Exploitation» Ta indopmaniiiny enrpomnito LllenHoHa.

Ha ocHoBi Takoi mmpokoi 6a3u Oyna po3poOseHa MoJeNib MPOLEeAYPHOI
re’epailii po3mnoaiIeHOr0 OYJIUHKY Ta PI3HUMH XapaKTePUCTUKAMU KOXKHOT KIMHATH.
Peanizauis BigOyBasacsa Ha irpoBomy nBuryHi Unreal Engine Bepcii 5.4 3 10JaTKOBUM
mwiarinoM PCG Plugin. Buxopucrano moBy mnporpamyBanHs C++ Ta rpadiunuii
1HCTpYMeEHT ckpuntyBanHs Blueprints. Takum unHOM, OyJia po3pobiiena moaudikaris
70 KJIACUYHOTO anropuTMy Ha ocHOBI BSP nmepema, sika mepembavae TpakTyBaHHS
BY3JIIB JIepeBa HE MPOCTO, SIK PO3MOAUICHHUN TPOCTIP, a IEHTpP Iboro mpoctopy. Lle
MPU3BEJIO IO TOTO, 110 €Tall 3JUTTS CTaB HE TAKUM MPSMOJIIHIMHUM K paHille, TOMy
JIOBEJIOCS] BBECTHU uepry noct-3nuTTs. OKpiM 11b0r0, BunagkoBa reuepaiiisi BSP nepesa
OpraHi3oBaHa TakK, 100 3a/aTH MOYATKOBY 1 KIHIIEBY KIMHATH MPOXOKEHHS Ipu, 6e3
¢b13U4HOrO TpeacTaBiieHHs OynMHKY. BuOip HamoBHEHHsI KIMHAT MPOBOAMIIOCS 3a

AOIMMOMOI'OK0 TCHCTUYHOI'O aJIrOPUTMY Ha OCHOBI HEYITKO KJIACTCPU30BaAHUX JaHHUX
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rpaBis. Buxopucranns npuniuny «Exploration—Exploitation» ta iHdopmariiitHoi
entporii [llenHona nmonomoriia 30ajlaHcyBaTu LIeH MPoOIIEC, 10 ¥ MpoaHaIi30BaHO B
pe3ynbTaTax JOCIiHKCHHS.

Po3pobnena Mopenb HEOAMIHHO TMOKa3ye BHCOKY aJanTUBHICTh Ta
e(eKTHBHICTh CBO€I pOOOTH, OHAK € TIEBHI TOYKM IMOKpAIEHHS i OXOIUICHHS Ta
poboTH:

1. Monenp He BH3HAYa€ aBTOMATHYHO KUIBKICTh KIMHAT 1 (opMy OyAMHKY
(TransformationCoefficient), ogHak 1€ MOXHA 3pPOOUTH, CIHPAIOYHNCH HA
IpOaHasi30BaHy MOBEIAIHKY TPaBIIsl.

2. Pozmonin arpuOyTiB KJIACTEPU30BAHUX JAHUX HEPIBHOMIPHUUA — pi3HA
KUIBKICTh XapaKTEPUCTUK BIANOBIAAE 32 TOW UM 1HIIMKA TN MOBEAIHKH. Lle
HE KpUTUYHa mpobiiema, 00 OamaHCyeThes 3aaHO0 (HOpMYJIOo0 (YHKIIT
JOTIACOBAHOCTI, OJIHAK MIAX1J] MOKE OyTH MOKpalIEHUH.

3. Moxna cnpoOyBatu peanizyBaTH 3alieKHICTh YaCTKW 1HJUBIAIB, SK1
OPOUIYTh CXpEILlyBaHHSA Ta MYTAIlil0, B €HTPOIIi MOBEIIHKU TPaBIIs.
Sxmo rpaBenp ayxe nepeadadyBaHUM, BIACOTOK MyTalld 301IbIIY€ETHCA,
100 BUXOJIUTH 32 MEXKI Ta JUBYBaTH.

OkpiM 1BOTO, MOJENb BIAKPUTA AJII E€KCIEPUMEHTIB 3 IHIIMMHU METOJaMU

KJIacTepHu3allii, IHTEerpalii 3 HOBUMHU MIJIXOJJaMHU Ta 3alpOBAKEHHS BUKOPUCTAHHS

HaBYaHHS 3 MIAKPIIJICHHAM JJ1s1 GopMyBaHHS O1IBIN CKIATHOTO PO3MOALTY IIPOCTOPY.
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JopaToxk A

IrpoEe cepenoBMLLE /J

BELb

Pyxatuca

- Mpopos®MTiA rpy
<§enendb>

MocTaBUTK rpy Ha naysy

<zgutends==

- BWATKA B MEHID

[OBOPMTK 3 HEIrpOBHUMMK
NEepCoHa¥aMK

MponycTUTH gianor

<<include==

EMEOpUCTATH NpEIMETH

<<include=>

BWEDODWCTATH NpEaMET
oJHOpa3soso

.2» BWATW y CcTApTOE] OBepi
=<include=>

3aBeplunTH rpy

=zinclude==

BWATH ¥ KiHLEEI JE2pi

MigiSpatv npeagMeT

YWTaTH ONWC CTATHYHAY
NPEAMETIE Y KIMHETI

Cnankearty eoporie
NIXTAPWEOM

LLiykaTi npegmeT
Y CEPMHI

36upary KonekUidHi
MpesMeTH

Puc. A.1 — Jliarpama nipenieicHTiB pPo3po0IIOBaILHOT TPU
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Honaroxk b

.[paBeLb :PCG Mopgenb
: 1. Posnoyatu r :
: 22 >
E <«
E <«
. 6. BigkputTa manu OyanHKy i3
' NoOBiAOMMNEHHAM OMYiKyBaHHSA
| e mmmmmmmmm 'E_I'____________y _____________ <_
7. HagaHHa goctyny rpasuto
€ e AO NpOXOAXenHa ___ _______| A
8. 3aKiHuMTK rpy > E
E 10. Buxia B ronoBHe MeHI0
_< """"""""""""""""""""""" : (

2. 3ajaHHsa Kapkacy
Ha ocHoBi BSP nepeBa

3. BusHayeHHda TUniB
KiMHaT

4. AHanis 30epexeHunx
AaHuX rpasus

5. NeHeTUYHNIA anropuT™m

XapaKTepuCTUK KiMHaT

7. PCG reHepauis
B OKPEeMOMY MOToLli

9. 36epexeHHs gaHux 3
OCTaHHBOTO MPOXOXKEHHS

Puc. B.1 — [liarpama nociigoBHOCTI Mpo1iecy NpoLeaypPHOi TeHepallii CBITY
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Hlonaroxk B

Subdivisions

Puc. B.1 —I'pa¢ PCG_RoomMain 3 iorikoro mo0y10B1u KiMHaT

Puc. B.2 —I'pa¢p PCG_RoomMain 3 norikoto nooyosu kimHat. [Ipogosxkenns 1



(FRtribute Partition

Puc. B.5 — I'padp PCG_RoomMain 3 J0TiKO¥0 OTpUMaHHS TUIIIB KIMHAT



Traits'Spawn

Puc. B.6 — I'pa¢ PCG_RoomMain 3 norikoro resepariii XapakTepuCTUK KIMHAT

Attribute Partition

5 PCG BSPShow Zones Debug
_——-—

BSPSubdivisions Centers
Q) Centers Centers Q)
Room Zones

-
BSPTree Data ="

Get Property From Object Path

. Out ==

4

Puc. B.7 — I'pad PCG_RoomMain 3 j0TiK00 BiJj1aroskeHHs cpopMOBaHUX IICHTPIB

KIMHAT

Puc. B.8 — I'pa¢ PCG_RoomMain 3 snorikoto renepariii CTiH



il

Puc. B.10 — I'pap PCG_RoomMain 3 5orikoro reHepaiiii KyTiB
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Homarok I

Tibrary(jsonlite)
Tibrary(e1071)
Tibrary(ggplot2)
Tibrary (dplyr)
Tibrary (tidyr)
Tibrary(ggthemes)

data =- fromlsoN("D:“\‘\HorrorGame'‘\HorrorGame‘\Saved\‘PersistentDownloadDir\\behaviourdata. json")
data =- as.data.frame(data)

k <- 4
fem_result <- cmeans(data, centers =k, m = 1.2, method = "cmeans"”)
print(fom_resultimembership)

pca <- prcomp(data, scale. = TRUE)
pca_data <- as.data.frame(pcaix)

membership =- as.data.frame(fcm_resultimembership)

g

colnames (membership) <- pasted("Cluster_", 1:4)
pca_with_membership <- bind_cols(pca_data, membership)

plot_data <- pca_with_membership %%
pivot_longer (cols = starts_with("Cluster_"),
names_to = "Cluster”,
values_to = "Membership")

plot_pca_clusters =- function(pc_x = 1, pc_y = 2)
pc_x_name =- paste0("PC", pc_x)
pc_y_name =- pasted("PC", pc_y)
plot(ggplot(plot_data, aes_string(x = pc_x_name, y = pc_y_name, color = "Membership”)) +
geom_pointisize = 2, alpha = 0.8) +
scale_color_gradient (Tow = '[greysg’, high = [ +
facet_wrap(~ Cluster) +
theme_minimal (base_size = 14) +
Tabs(title = pasteQ("Mipa HanexHocTi A0 knacTepy y PCA-npocTopi (PC”, pc_x, "/PC", pc_y, ")7),
color = "HanexnicTe",
¥ = pasteQ0("PC", pc_x), y = paste0("PC", pc_y)))

plot_pca_clusters(l, 2)

print(colMeans (fcm_resultimembership))

Puc. I'.1 — Kox Ha R s knactepu3sariii MoBEIIHKOBUX JaHUX TPaBIls
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Homarox /1

FCMMatrix, int32 Cluste

1.f;
j < FCMMatrix[il.Num() - 1; ++3)

1ip = FMath::RandRang
hip;

Puc. 1.2 — ®yHkuis HiM1am13a11ii MaTpULl IPUHATIEKHOCTI JaHUX



_culateCentroids(TArray<TArray< >>& OutCentroids,
>>& FCMMatrix)

OutCentroids.Empty();

>> BehaviourDataRow;
"Data( [&] BehaviourDataRow) ;
(int32 i = @; i < FCMMatrix[8].Num():
MembershipSum = 0.F;
(int32 j = 8; j < FCMMatrix.Num(); ++3)

MembershipSum += FMath::Pow( A: FCMMatrix[j]1[i],

> RawCentroid;
j = 8: j < BehaviourDataRow[B].Num(): ++j)

MembershipDataSum = ©.f;
(int32 k = 8; k < FCMMatrix.Num(); ++k)

MembershipDataSum += FMath::Pow( A:FCMMatrix[k][i], B:FuzzinessParameter) * BehaviourDataRow[k][j];
5

RawCentroid.Add( MembershipDataSum / MembershipSum);

OutCentroids.Add(RawCentroid);

JlateDistances

>>& Centroids)

>> RawBehaviourData;
a( [&] RawBehaviourData) ;

< RawBehaviourData.Num(); ++1i)

> Distance;
(int32 j = 8; J < Centrolds.Nu
Distance.Add( 3 jclideanDistan RawBehaviourDatalil, Centroids[j]));
]_

OutDistances.Add(Distance);

Puc. 1.4 — ®ynkiris oOpaxyBaHHs BICTaHEH J0 IIEHTPOI TIB




MMatrix,

= FMath: :Pc
FMath: :Pc

FMath::Sqr

Puc. 1.6 — ®yHkiis oOpaxyBaHHs €BKJI1JOBOI BiACTaH1



FMath::3qrt(

Puc. JI.7 — ®yHkuist 0OpaxyBaHHS JOMYCTUMOIO 3HAYEHHS 32 CTapOIO 1 HOBOIO

MaTpuisiMHu HpI/IHaJ'Ie)KHOCTi
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Honarok E

TPair<int32,

[1¢

ehaviourTy

Puc. E.1 —Ilouarok ¢ynkuii GetCentroidsInterpretation. Ly npoxoxeHHS 10 BCIX

HEHTPOIaX, 3aJJaHHs Malu Bar HaJEKHOCTI JO KOKHOTO KJIacTepy



: :Explorer]

: :Explorer]
: :Achiever]

: :Achiever]

::Socializer]

>robability[BehaviourType::Socializer]

ability[BehaviourType: :Killer] +=

obability[BehaviourType: :Killer] +=

robability[BehaviourType: :Explorer] +

Puc. E.2 — ®ynkmis GetCentroidsInterpretation. IIpoxomkenHs mo Bcix aTpudyTrax

LEHTpOI1a



ray<BehaviourType> C
ability.Get

Contains(Behaviour))

OutInterpretation.Add(Behaviour):

Puc. E.3 — ®ynkmis GetCentroidsInterpretation. BimHeceHHs 1IEHTPY 10 KOHKPETHOTO

KJlacTepy 3a kinacudikaiieto bapria
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Jonarok €

Puc. €.1 — [loyaTok QpyHKUII 1HIMIaM3a01i TEHETUYHOTO anropuTmy. [liBaHTa)KeHHS

30€peKEeHUX 1HIUBIIIB



Puc. €.2 — [IponosxxeHHs QyHKIIT 1HILIaT13a1[i1 TEHETUYHOTO AITOPUTMY .

[Himiamizanist iHAUBIIIB 32 3aMOBUYBaHHS 32 MOTPEOU, BUSHAUCHHS €TaITy

«Exploration—Exploitation»

84



UTraitGeneticAlgorithm: :Execute(TArray<URoomTraits*>& OutTraits, int32 BestCount)

(TraitsPopulation.Num() == BestCount)

(int32 i = 0;

i < BestCount; ++1i)

OutTraits.Add(TraitsP ation[i]);

5eneticAlgorithmSave->AddR 11ralts

Traits*> NewPopulation;
| Selection( [&] NewPopulation);

raits*> CrossoverPopulation = NewPopulation;

rossoverPopulationCount = FMath::RoundToInt32( F: NewPopulation.Num() * CrossoverPercent);
Population.Num() > CrossoverPopulationCount;)

CrossoverPopulation.Pop( );
(int32 i = 8; 1 < CrossoverPopulation.Num() [ 2; ++i)

sPopulation.Add( CrossoverPopulation[i]->
sover (CrossoverPopulation[CrossoverPopulation.Num() / 2 + i]));

(CrossoverPopulation.Num() % 2 == 1)

raitsPopulation.Add( crossoverPopulation[@]->Crossover(CrossoverPopulation.Last()));

Puc. €.3 — OcHoBHa (PyHKIi1 BUKOHAHHS T€HETUYHOTO anroputmy. Cenekiis Ta
CXpCIlyBaHH:A
"ray<URoomTralits*> MutatePopulation = NewPopulation;
int32 MutatePopulationCount = NewPopulation.Num() - CrossoverPopulationCount;
(;MutatePopulation.Num() > MutatePopulationCount;)
MutatePopulation.RemoveAt( a);

(URoomTralts* Tralts : MutatePopulation)

ve(Traits);

NewPopulation);

i < BestCount; ++i)

wPopulation[i]);

Save (NewPopulation[il);

Puc. €.4 — [IponosxeHHs (PpyHKIIIT BAKOHaHHS TEHETUYHOTO alroputMy. Myraiis Ta

BUOIp HalKpaIIMX 1HIUBI/IIB




Abstract.

Laitaruk I. F. - Research on world procedural generation based on the
development of a computer game with player behavior analysis. Manuscript.

Qualification work for the degree of "Master" in the field of Computer Science,
educational program "Computer Science and Information Technologies." — Lesya
Ukrainka Volyn National University. — 2025.

This paper represents a study of world procedural generation based on the
development of a model for constructing a room-distributed house integrated into a
computer game. The initial stage involves the analysis of modern algorithms such as
graph rewriting, gradient noise, and Voronyi diagram. The project is developed using
Unreal Engine 5.4 game engine and has an integrated auxiliary tool — the PCG Plugin.
A modified BSP tree-based algorithm is applied for implementation, where nodes are
interpreted as room centers, a stage of random tree formation takes into account the
type of rooms, introduction of a post-merge queue for the stage of searching for
passages between rooms. The characteristics of the rooms are determined using a
genetic algorithm based on fuzzy clustering of player behavior with the Fuzzy C-Means
method. Balancing the adaptability of generation is performed by integrating the
"Exploration—Exploitation" dilemma and Shannon information entropy into the genetic
algorithm. The results of the study include generated houses under different scenarios

and an analysis of entropy change across multiple gameplay sessions.

Keywords: procedural generation, BSP tree, genetic algorithm, fuzzy
clustering, Unreal Engine, «Exploration—Exploitation» dilemma, Shannon

information enthropy.



AHoOTAIA

Jlaiitapyk 1. ®@. — JlociazkeHHs1 MpoueAyPHOI reHepaiii cBiTy Ha OCHOBI
PO3pPOOKH KOMII’IOTEPHOI I'PH 3 AaHAJII30M NOBEAIHKHU rpaBus. — Pykonuc.

Ksamnidikariitna pobota Ha 3700yTTS OCBITHBOTO CTYIIEHS «Marictp» 3a
crietiasibHicTIO 122 KoMIT t0TepH1 HayKH, OCBITHBOI ITporpamMu KoM’ roTepH1 HayKu
Ta iH(dopMalliitHI TeXHOJIO0T1i. — BOMIMHChKMI HalllOHAIBHUH YHIBEpcUTET iMeH1 Jleci
VYkpainku. — 2025 p.

VY po6oTi pOBENECHO TOCTIKEHHS MPOIIelyPHOI TeHepallii CBITy Ha OCHOBI
po3poOKK Mozeni popMyBaHHS PO3MOAIICHOTO OYJIWHKY JIsi TPOXOKEHHS TPH.
[ToyaTkoBUM eTarnoM OyB aHali3 Cy4yaCHUX aJrOPUTMIB: MepenucyBaHHS Tpady,
rpaJleHTHUX IIyMiB, aiarpamu Boponoro. Po3pobOka BinOyBamacss Ha irpoBoMy
pyui Unreal Engine 5.4 Ta iHTerpoBaHuM AONOMIKHUM 1HCTpymMeHTOM — PCG
Plugin. [lns peamizaiii BUKOpPUCTaHO anropuT™ Ha ocHOBI BSP ngepeBa i3
MOAU(IKAILISIMU — BY3JIM IHTEPIPETYIOTHCS K LIEHTPU KIMHAT, €Tall BUIIAJJKOBOTO
dbopMyBaHHS JepeBa i3 BpaxyBaHHSM THUITYy KIMHAT, BBEJICHHS YEPTH MMOCT-3JTUTTS
JUISL  eTally TMONIYKY TIPOXOJIB MDK KIMHAaTaMH. XapaKTePUCTHUKUA KIMHAT
BU3HAYAIOTHCA 3a JOMNOMOTOI0 TE€HETUYHOIO aJIrOpuTMy HA OCHOBI HEYITKOl
KJactepusailii moBeAiHKM TpaBisl MetogoM Fuzzy C-Means. bamancyBaHHs
aJanTUBHOCTI TeHepalii BiIOyBajloCh 3a JIONMOMOTOK) BBEICHHS IPUHIIUITY
«Exploration—Exploitation» Ta iHpopmauiiitHoi entpomnii [lleHHOHa y reHeTnyHUN
anroputM. Y pesynibTatax JOCHIKEHHS OMHCAHO 3T€HEPOBaHl OYIMHKHU B PI3HUX
BUIAJIKaX Ta aHall3 3MIHU 3HAYEHHS €HTPOIli MNPOTATOM JACKIIbKOX MPOXOIKEHb

IpH.

Kuarw4oBi ciaoBa: mporeaypHa reHeparis, BSP nepeBo, reHeTuuHuit
anroput™m, HewiTka kimacrepusamnii, Unreal Engine, nunema «Exploration—

Exploitationy», indopmarriiina eatpomis [llennona.



