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JTUHAMIYHE HAJIALITYBAHHS CKJIAJHOCTI
KOMIT'IOTEPHOI I'PA

BiHHUIIbKHI HAI[IOHATBHUN TEXHIYHUN YHIBEPCUTET

Anomauin

3anpononosanuii  nioxio 00 OUHAMIYHO20 HAAAWMYEAHHS CKAAOHOCMI  003804UMb  3p0OUMuU
KOMN'tomepHy 8i0eozpy 00CMYNHOW 01 NOYamKieyie ma yikasow 0ns 0ocsiouenux epasyis. Ilpu yvomy,
3a6e3neyyemuvcsa npoyec HarAumy8anHs epu, HenoOMImHuUL 0151 KOPUCmysad.

KuarouoBi cioBa: KoMI'IOTepHa Bifeorpa, HaJAIITYBaHHS BiICOTPH, CKIAAHICTh KOMIT IOTEPHOI T'pH, THIIH
KOPHUT'YBaJIbHUX Jii IIPH HANAIITYBAaHHAX, AWHAMIYHE HAJAIITyBaHHS.

Abstract
Suggested dynamic difficulty adjustment makes videogame accessible for newbies and challenging for
experienced players. Aslo provides process of game adjustment that is invisible for user.

Keywords:Computer game, adjustment of game, difficulty, types of correction for adjustment, dynamic
adjustment.

[IpoanamizyBaBmu icHyI04i KOMI'TOTEpPHI Bifeoirpu, Oyi0 BUSABICHO, IO OUTBIIICTh 3 HUX BIMAaraloTh
BiJl TpaBls OCOOJMBHUX HABUYOK Ta CIICUiabHUX MOYATKOBUX 3HAHB JIJIS PO3IOYATKY Ta MPOBEIACHHS TPH.
HapiTe micias NpOXOKEHHS HABYAJILHOI'O PIBHS T'PH, BUMOTH JIO TPaBls 3a3BUYail HAATO 3aBUILCHI.
[TepeBaxkHa OLTBITICTH KOMITIOTEPHHUX irOp MPOIOHYE BCTAHOBICHHS MOCTIMHOTO PIBHS CKIATHOCTI (JIETKHA,
HOpMAJIbHUH, BaXKHIi), a TOMY pO3poOKa TUHAMIYHOTO HAJAIITYBaHHS CKIAJIHOCTI KOMITHOTEPHOI TpU €
aKTyaJIbHOK Ha ChOTOJHIIIHIN JICHB.

CTBOpEHHSI NUHAMIYHOTO HAJAIITYBAaHHS CKJIAJHOCTI rpu OyJie YCIIIIHUM JIUIIE y TOMY BHUIAJKY,
AKIIO CUCTeMa HANacTh TPaBII0 HEOOXiMHUI pIBEHb 3alliKaBIEHOCTI Ta CKIAJHOCTI HAa OCHOBI HOTO
0COOHMCTUX HABUYOK.

i, ki Mae DOCATTH AMHAMIYHE HATAIMTYBAHHS CKJIaIHOCTI BiJICOTpH:

- BU3HAYCHHSA HEOOXIIHOCTI HANAINTYBAaHHS CKJIaTHOCTI;
- BU3HAYCHHS HEOOXIJHUX 3MiH, IO OyAyTh BHECEHI;
- HEMOMITHE JJIsl KOPHCTYBaya BIIPOBAKEHHS 3MiH.
IIpu Bu3HAYEHHI HEOOXITHOCTI HAJAIITYBAHHS TPH OEPYTh O YBark TaKi OMHKH:
- OIiHKA KiJIbKOCTI ITOIIKOKEHb, SIKi OTPUMY€E TPaBellb;
- ONiHKAa KUTBKOCTI MPEeIMETIB y iHBEHTapi TPaBLA.

Bumip momkomkeHs, Mo OTPUMYE TpaBellb, BiTOYBAE€ThCS 3a TTOCIITOBHUMHI BUTIAIKOBUMH BUMIipaMHU
TMIOIITKO/KEHB X(?), KOKEH 3 SIKUX Ma€ NIeSKAN po3Moin iMoBipHOCcTel P(d). Tomi, 3arainbHi 30UTKH y TTEBHUH
MPOMIKOK Yacy MOXe OyTH BUSHAYCHHUM SIK CyMa [UX BHITaJKOBUX BeuuuH[1].

VY Oynp-sKiii Tpi 3 TUHAMIYHUM HaJAIITyBaHHS CKJIAaJHOCTI piBEHb iHBEHTapsA (KUIBbKICTH MAaTPOHIB,
anTeduoK i T.A.) TpaBis Oyae 3anekaTtd Bin Horo HaBW4oK. Hampukiazn, y “uryrepax Bim meprroi ocoou”
IHBEHTap rpaBLs MOCTiiiHO 3MiHIOETHCS. HOBI mpenMeTn 3°SIBIASIOTHCSA IO Mipi TOTO, SIK TpaBelb JOCITIHKYE
HABKOJIMIITHE cepejioBuiie. [Ipu 1bOMy, cHCTEMa MOXE JOMOMOITH TPaBII0 HEOOXIIHUMH MpeAMETaMu
(maTpoHu, anTeuKH i T.1.), SIKIIO0 TpaBellh BiAUyBa€ CKIAHICTh Y IPOXO/KEHHI IEBHOTO PiBHSA, 00 HaBIIaKH,
3MEHIIEHHS X KiTBKICTh, SKIIO TPaBIIO 3aHA/TO JIETKO BCE BIAAETHCA. BIMBIIICTh 3MiH BKIIOYAIOTh B cebe



Oe3nocepeHe MaHIMYIIOBAaHHS TOYHICTIO a00 MOMIKOMKEHHIMH aTaK BiJ MPOTHBHHKIB, CHIIM 30pOi rpaBId,
PiBHS 3710pPOB'SI TPaBIIs, HASBHICTIO MPEAMETIB HAKBOJIO TpBAaIls Ta B foro iHBeHTapi[2].
JuHamiuHe HajamTyBaHHSA CKJIaJHOCTI OyJe MiATPpUMYBATH [1Ba THUIM KOPUTYBaIbHUX Oii. [lo HuX
BXOJSATH:
- aKTHUBHI [ii;
- macuBHI il
AKTUBHI [Iii peryioTh €JIeMEHTH OTOYCHHS TpaBLs, SIKi € Oe3nocepeAHbO Ha irpoBil CIEHI Ta 3
SIKHMHU B3a€MOJIIE€ TpaBellb B JaHUH MOMEHT 4acy (TOOTO 00'€KTH, sSIKi MIOMITHB TpaBelb a0o SKi aTaKyloTh
rpaBii). AKTHBHI Aii CUJIBHO BIUTMBAIOTH Ha IrPOBHUH MPOLIECC, JIETKO BIPOBAKYIOTHCS Ta KOHTPOJIIOIOTHCSL.
[NacuBHi Aii perymOIOTh €IEMEHTH, 5IKi IepeOyBaloTh 103a iIrpOBOIO CLIEHOIO (BOPOTH, SKi YEKar0Th Ha
rpaBiis, a00 KUTBKICTh BOPOTIB, K1 3 BJSATHCS B HACTYNHIM KiMHari).  [lacuBHi gl  pmatoTe  Oinblie
MOJKJIBOCTEH 3MiHM TIOBEIIHKY T'PH, BOHU BiAOYBarOThCS Ha OUIBIIIN BifcTaHI BiX MOTOYHOTO MIicIs Aii, e
nepeOyBae rpaselb. Lle Moke BUKIMKAaTH HEBU3HAYEHICTh B 1X edekTuBHOCTI[3].
TakuM 4YMHOM, 3alPOIIOHOBaHI MIIXOAM 1O JUHAMIYHOIO HAJAIITYBaHHS CKJIaJHOCTI JIO3BOJIATH
3poOHUTH KOMII'FOTEPHY BIIEOTPY MOCTYITHOIO IS TIOYATKIBIIIB Ta IIKABOIO IS JOCBiMUEHUX TpaBmiB. [Ipu
IbOMY, 3a0€3MeUy€eTHCS MPOLeC HaMaITYBaHHIM I'PH,HEIOMITHHAHN U1 KOPUCTYBaya.
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