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ITPOI'PAMHE 3ABE3IIEYEHHA 3D BIAEOI'PA

BiHHMIBKMI HAIllOHATHHINA TEXHIYHIH YHIBEPCUTET

Anomauin

Ananizyrouu icnyroue npoepamue 3abesneuenusi 3D gioeoiep 6yi0 6cmanosieno HeobXiOHicmb CMBopenHs
npocmoi’y UKOPUCMAHHI Ma YHI8ePCATbHOL cucmemu 2eHepayii pieHie OyOb-aKux po3mipie ma e1acmueocmet.
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Abstract

Analyzing existing 3D videogame software, established the need of easy to use and versatile system of
generating levels any size and properties
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CrBopenHs iporpaMHoro 3abesnedeHHs 3D Bigeorpu i3 CUCTEMOIO TeHepallii piBHIB Oy/e yCinHuM
JUIIEe Y TOMY BHITQJKy, SIKIIO IMIBUIKICTH TeHEpallil piBHI, HABAaHTXEHHs Ha amapaTHe 3a0e3NedeHHs €
HAMEHIIIOI0 Ta 3TeHEPOBAHUHN PiBEHB € aJIEKBATHUM.

Po3pi3HAIOTE TpH TAXOIU 10 CTBOPEHHS CHCTEMH TeHepattii piBHIB [1]:

- onTuMi3allis MBUIKOCTI TeHeparlii;
- 3MEHIICHHS HaBaHTAXCHHS Ha amaparHe 3a0e3NneyeHHs;
- a/ICKBaTHICTb 3T€HEPOBAHOTO PiBHSL.

Po3rissHeMO MOXJIUBICTP BHUKOPUCTaHHS [MX MIIXOAIB TPU CTBOPEHHI MPOrPaMHOTO
3abe3neuenss s 3D Bimeorpw.

OnrtuMizalis MBUIKOCTI TeHeparii

CrBoproroun TmporpamHe 3abe3medeHHs ans 3D Bimeorpw JOUIIBHO ONTHUMI3YBaTH IIBUAKICTH
re”epariii piBas. s 11b0T0 BaXKIIMBO BpaxyBaTH Take [1]:

- BHW3HAYEHHS PO3MIipy piBHA,
- KUIBKICTH BapiaHTiB TEKCTYp/MO/IeNeii/00’ €KTiB/4acTHH PiBHS,
- MOXIIMBICTb 30UIBIICHHS PECypCiB, IO BUAUISIOTHCS Ha TEHEPAIifO PIBHSL

BusHaueHHs prOIM3HOTO PO3MIpy PiBHSI BiJOYBA€ThCS PU pO3pOOIi KOHIETITY PIBHSL.

[pu xoHLIENTYaNBHIE PO3poOIIi iIrPOBUX PiBHIB BPAXOBYIOETHCSI HU3KA YNHHHKIB TaKHX, SK PIBEHb
CKJIaHOCTI TpH, MPUOJIM3HUHA Yac, SIKUA BHTPATUTH TpaBellb Ha TPOXOJPKEHHS JNAHOTO PIBHS, KUTBKICTbH
Heirposux nepcoHaxiB(NPC), Haropoaa 1o 3/100y/ie rpaBelpb Micis MPOXOIKEHHS PiBHSI.

OnTHuMi3allis KUTbKOCTI TeKCTYp/Moeseit/00’ ektie OnTruMizailis KUTbKOCTI TEKCTYP/MOIENei/00’ €KTiB

JIOCSTAEThCS IIUISIXOM 3aCTOCYBAaHHS 3a/1a4i PO
MaKyBaHHs y eMHOCTI [2]. BoHa moinsrae y makyBaHHI 00'€eKTiB BH3HaueHOI 3aBijoMO (opMH B CKiHYEHHE
YHUCIIO EMHOCTEH (KOHTEHHEPiB) TaKOX 3aBiJOMO BiloMoi (hOpMHU y Takuii croci0, abu YUCIIO BUKOPUCTAHUX
eMHOCTEH OyJi0 HaliMeHITUM 200 KUTBKICTh YU 00'€M MPEMETIB (K PO3MIIIYIOTh) OyIIU IKHAWOUTBITUMH.

Hexait nana MHOXUHa eMHOCTeH V 1 MHOKHHA PO3MIPIB TIPEIMETIB a.,...,an. HEOOXiqHO 3HAlTH 11i)Ie

grcao emHocTed B i po36urts muOXwH{1,...,n} Ha B Takux migmuoxwua Si U..U Se , mo mas Beix kK =

1,...,B . OueBugno, 1110 YuM MeHIe B , THM BUTIAHIIINE PO3B'SI30K BAAIOCS 3HANWTH. a; <V
900y > >
i€Sy

Toni, 3ajaua makyBaHHSI B €EMHOCTI sIK 3aj]a4ya JIHIHHOTO MPOrpaMyBaHHs BUBHAYHUTHCS TaK:
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e Yi=1, AKII0 €MHICTb [ BUKOPHCTOBYETHCS, i Xij = 1 AKIIO NPEAMET | IOMIIIEHO B €MHICTS .

KepyBanHs pecypcamu BukopucTtaHHs eKpaHy 3aBaHTa)XEHHS Ta 3aCTaBKH BHPIIIATH 3ajady

BUKOPUCTAHHS MAKCUMYMY
JOCTYITHHUX PECYPCiB, HE PYHHYIOUH BPa)KEHHsI BiJl irpOBOTO MPOLIECY.

3MEHIICHHS] HABAHTA)KCHHS HA arapaTHe 3a0e31eYeHHS

Hns renepanii piBHIB y ctopeHHi 3D Bimeorpu AOLITBHO BUKOPHCTOBYBAaTH TaK Ha3WBaHE 3€PHO
pannomy(random seed), 0 AO3BOJSIE 3MEHIIUTH HABAHTAXEHHS HA MPOILECCOP, HE BUKIMKAIOYH KOXXHOTO
pa3y (yHKIIi0 TICEeBAO-paHAOMY, a 30epiraTu monepeIHsO 3reHepOoBaHi BUMMaI0B1 uncna [3].

AJICKBaTHICTh 3r€HEPOBAHOTO PiBHS

3reHepoBaHUil piBeHb MOBWHEH BIAMOBITATH PALy BUMOT, SKi 3ajekaTh Bil pO3pOOHHKA CHCTEMH
reHeparii piBHiB. Jlo JaHUX BUMOT BXOMSITh:

- KUIBKICTB KIMHAT B 3T€HEPOBAHUMY PiBHI,

- KUIBKICTB IIPOXOiB MIXK KIMHATaMH 3T€HEPOBAHOTO PiBHSI,
- KUIBKICTh TIIYXHX KYTIB,

- PO3MIMIICHHS BXOJY Ta BUXO/Y 3 irpOBOTO PiBHSL.

Ilommpennm MeTomoM TeHepamii piBHA € Merom KpuBux IinmpOepra [4], BHKOPHCTAHHS SKOTO
3a0e3MeYnTh MOOYIOBY YHIKAJIBHOTO 3BHBHCTOTO MAapUIPYTy. YJAOCKOHAJCHHS alrOpUTMY, IO JICKUTHh B
OCHOBI METOJly, JacTh MOXUIUBICTH OyIyBaTH MapuIpyT 3 IEBHOK KIBKICTIO TIYXHX KYTiB, 3aJaHOIO
KUJTBKICTIO KIMHAT CHIOJTYYEHHUX Mi>K COO0I0 KOPHIOPAaMH, & TAKOXK KOPOTKHUM HUISIXaMU MK HUMH.

BucHoBku
BukopucTaHHs 3alpoNOHOBAaHMX MiAXOMIB omTuMizawii mporpamHoro 3adesmnedenHss 3D Bigeoirp
MiIBUINATE IIBHUIKICTh TeHepalii piBHIB, BapiaTWBHICTH ITPOBOTO TMPOIECY Ta 3PYYHICTH IrPOBOTO
yIpaBIiHHSL.
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