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METO/ IPOLIEAYPHOI TEHEPAIIIl PIBHIB
3 BUKOPUCTAHHSIM METOY
JIBIMKOBOI'O PO3BUTTSI TIPOCTOPY

BiHHUIIbKHI HAILTIOHAJILHUI TEXHIYHUN YHIBEPCUTET

Anomauisn

Pospobneno npoecpamuuit modyne 0nst asmomamuunoi eenepayii icposux pismie y cepedosuwi Unreal Engine na
0CHOGI Memody 08iliko6oeo pozbumms npocmopy (Binary Space Partitioning, BSP). 3anpononosanuti nioxio noeonye
aneopummu npoyedypHoi ceHepayii, napamempuire KepyeanHs CmpyKmypolo pieHs, a maxolc CUCEMY MEmpux, ujo
00360J151€ OYIHIOBAMU SIKICb, 30ANAHCOBAHICIb MA 6APIAMUBHICTL OMPUMAnUX pe3yavmamis. Hosuszna pobomu nonseae
Y cmeopenni inmecposanoi niocucmemu cemepayii, saxa sabesneuye no6yoosy adanmueHux icpoeux Npocmopis,
MOJNCTUBICTE MOHKO20 HANAWMYBAHHS NAPAMEMPIE, A8MOMAMUYHY 6a1i0ayilo OMpPUMAHUX DIeHIE ma 606Y008aHy
ananimuxy 0 eiomeoproeanocmi excnepumenmis. Modynb mooice Oymu @uxopucmanuii 'y po3poodyi icop ma
KOMNJIEKCHUX THMEPAKMUBHUX CepeOO08ULY.

KunrouoBi cioBa: npouenypna renepauis, BSP, Unreal Engine, anropurmu reHepauii piBHiB, C++, Bajinais,
aHaJITHKA.

Abstract

A software module for automatic level generation in Unreal Engine using the Binary Space Partitioning (BSP) method
has been developed. The proposed approach integrates procedural generation algorithms, parameter-driven structure
control, and a metrics system enabling the evaluation of level quality, balance, and variability. The novelty lies in
designing an integrated BSP-based generation subsystem that provides adaptive environment creation, fine parameter
control, automated validation, and built-in analytics for reproducible experimentation. The module can be applied in
game development and complex interactive environments.
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Beryn

IrpoBi Ta TpeHyBaibHI cHCTEMH MOTPEOYIOTH CTBOPEHHS OaraToBapiaTHBHUX CEPENOBHIN, A€ CTPYKTypa
piBHS MOXKe pOpMyBaTHCS aBTOMATHYHO BiIITOBITHO 10 BUMOT AU3aiHY Ta CIIeHapHUX YMOB. PyaHa moOymoBa
JIOKAIIIH € TPYIOMICTKOIO Ta OOMEXEHOI0 3 TOYKH 30py MacIITabOBaHOCTI.

ANTOpuTMH TIpoIeqypHOi TeHeparlii, 30kpema Merox BSP, mo3BONSIIOTE aBTOMAaTHM3yBaTH MPOIECH
(hopmyBaHHS KapT, 3a0e3MEUUTH IX JIOTIUYHY CTPYKTYpPY, 3B’SI3HICTH, BIANOBIJHICTH IrPOBUM BHMOTaM Ta
MOJKJIMBICTP IIBHIKOTO TOBTOpHOTO HanamryBanHs. Unreal Engine Hagae rHydKi iHCTpYMEHTH ISl iHTerparii
TaKWUX allTOPUTMIB y pOOOUHIA TIPOIeC PO3pOOHHUKA.

OcHoBHUI po3ain

OcHoBHa YacTMHA pPOOOTH NPHUCBSYEHA aHAJi3y METOIIB NpPOLENypHOI I'eHepalii iIrpoBHX MPOCTOPIB,
MIPOEKTYBAaHHIO apXiTekTypu BSP-monyns Ta ¥ioro mpaktuuniii peamizauii B cepenosuuii Unreal Engine 3
BHKOPHCTaHHSM MOBHU TiporpamyBanHs C++. Y Xofi HociipkeHHs OyJIo BUBYEHO CyJacHI X0 JI0 TTOILTY
MIPOCTOPY, 30KpeMa allTOPUTMH JIEPEBOMOIIOHOr0 pO30UTTS Ta ONTHMI3allii, SIKi BILTMBAIOTh HA BaPiaTUBHICTh
i cTaOUTBHICTD pe3ynbTaTiB. Ha 0CHOBI TpOBeAeHOT0 aHaITi3y po3pobIeHO CUCTEMY, IO IOEAHYE PEKYPCHUBHE
(dbopMyBaHHS CTPYKTYpH PiBHf, NOOyJOBY TOMOJOrii KIMHaT 1 KOPHUIOpPIB, a TaKOX MeXaHi3MH
napaMeTpuyHOro KepyBaHHS mpoiecoM rerepauii. BSP-sapo 3abesneuye po30outTs obiacti BiAOBiIHO 10
3aJaHUX OOMEXKEHb, (OPMYIOUH CTPYKTYPY, IpUAATHY AJs OOYIOBH 3B’ sI3aHOr0 irpoBoro npocropy. Ilicis
BHUKOHAHHS PO30OUTTS GOPMYETHCS TOIOJIOTIS PIBHS, Y MeXaxX SKOI BU3HAYAIOTHCA MOJIOKEHHS KIMHAT 1 IIISIXiB
ix 3’eIHaHHS, IO rapaHTye JIOTTYHY NPOXiIHICTh Ta BIANOBIAHICTH BUMOraM irpoBoro ausainy. Iligcucrema
napamerpusanii Ja€ 3MOry KepyBaTH KJIIOUOBMMH XapaKTEePHUCTUKAMH TeHepaTopa — MOYaTKOBHM
BHIAIKOBUM 3HAUYEHHSIM, LIIJIbOBOIO KUIBKICTIO KIMHAT, po3MipamMu o0nacTell Ta iHIIMMU MapaMeTpaMi, o
BH3HAYAIOTh CTUJIb 1 TYCTHHY MalOyTHBOTO PiBHSI.

Hns 3a0e3neueHHS KOHTPONIO SIKOCTI OTPUMAaHHMX PE3yJAbTaTiB y MOAYJNb IHTETPOBAHO IMiACUCTEMY
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aHAJIITHKH, SIKa PO3PAaXOBY€E TaKi MOKAa3HUKH, SK CEpedHs IUIOMA KIMHAT, MIUIBHICTh CTPYKTYpH, INTUOWHA
JepeBa po30UTTS Ta BigXuiieHHs! (aKTHYHHUX 3HAUYEHb BiJ 3aIlaHOBaHuX. /l01aTKOBO peati3oBaHO MiCUCTEMY
BaJIianii, o nepesipse 3B’ A3aHICTh CTPYKTYPH Ta MPABUIIBHICT TOOYJ0BU PiBHS 32 IOTIOMOTOI0 aJITOPUTMIB
MOUIYKY IUISIXiB 1 aHaji3y TOMOJOTIYHMX BIACTUBOCTEH. YCi i KOMIIOHEHTH MPAaLIOIOTh y B3a€EMOAIl 3
inrepdeticom inTerpauii B Unreal Editor, sikuii no3BONSiE KepyBaTH TEHEpaLli€l0 B peaJlbHOMY daci,
Bi3yalli3yBaTu BHYTPIIlIHI €Tany poOOTH anroputMy Ta (ikCyBaTH pe3ynbTaTH I HOAAJBIIOr0 aHATI3Y.
[IpoBencHe TeCTyBaHHS NPOAECMOHCTPYBAJIO 3[aTHICTh CHUCTEMH CTaOLIBHO CTBOPIOBATH JIOTIYHO
CTPYKTYpOBaHi piBHI HaBiTh MpHU 3HAYHUX 3MiHAX MapaMmeTpiB. BapiaTHBHICTb CTPYKTypH 3a0e3MedyeThes
BUKOPUCTAHHSIM BHIIQJKOBOrO TeHeparopa Ta JUHAMIYHUX MpaBuWil (HOpMyBaHHs KIMHAT, IO MiHIMI3ye
MOBTOPIOBAHICTh Ta PO3LIMPIOE MOXUIIMBI KOH(irypauii piBHiB. IIporpamHi iHCTpYMEHTH aHaJITHKH A
3MOTY OILIHUTH BIUIMB Pi3HUX MapaMeTpiB Ha pe3yJbTaT, BU3HAYUTH ONTHUMAJIBHI Jiara3oHu Al moOyqoBU
30aJIaHCOBaHMX PIBHIB Ta MIiATBEPAUTH €PEKTUBHICTh 3aMPOIMOHOBAHOTO MIAXOMY sl 3aCTOCYBaHHS Y
MPOEKTax, sIKi MOTPeOYIOTh aBTOMaTH30BAHOT'0, MACIITaA00BAHOTO (JOPMYBAHHS IrPOBUX CEPEIOBHUIII.

BucnoBku

Pospobnennit BSP-monymne anst Unreal Engine 3a0e3neuye aBToMaTn3oBaHy MoOyA0BY CTPYKTYPOBaHUX
ITPOBUX PIBHIB Ta JIO3BOJISIE ICTOTHO CKOPOTHTH Yac PYYHOro MpoekTyBaHHA. CucremMa MiATpUMYE
napaMeTpuyHy TeHepallilo, BaIaIlilo pe3ysbTaTiB, iX CTATUCTHYHHMN aHami3 i Moxke OyTH iHTerpoBaHa y
OLIbIIi TporpaMHi Komriekcn. OTprMaHi pe3yabTaTH MiITBEPKYIOTh IEPCIIEKTHBHICTH BUKOpUCcTaHHs BSP-
METO/IiB y CTBOPEHHI aJJATUBHUX IrPOBUX CBITIB 1 CUMYJISIIIIH.
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