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B3AEMO/IS 3 LLM-ACUCTEHTAMM /151 ABTOMATH3ALIT
JIAHIIIA®THOI TEHEPALIT B ITPOBUX PYIIISIX

BiHHMIBKWI HAIllOHATTFHIHA TEXHIYHUHA YHIBEPCUTET

AHoTauis
Y pobomi docnidsceno npunyunu npoexmyeanHs 10 OUHO-MAWUHHUX iHmeppeticie 0ist 63a€MOOIT 3 BENUKUMU MOGHUMU
mooenamu (LLM) y npoyeci npoyedyphoi cenepayii nanowagmis 6 icposux pywisx. Ilpoananizosano nepexio 6io
PYHHO20 CKYIbNMUHSY Ma HOOOBUX CUCHEM 00 KEPYBAHHS cepedosuuiem yepes npupoOHoMoGHi 3anumu. Busnaueno
kowogi UI/UX namephu, wo 3HUINCYIomb KOSHIMUGHE HABAHMAICEHHS PO3POOHUKA ma 3aOe3neuyioms ueuoKe
imepamueHe npomomuny6anHs i2po6o2o Ceimy.
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Abstract
The paper explores the principles of designing human-computer interfaces for interacting with large language models
(LLMs) in the process of procedural landscape generation in game engines. The transition from manual sculpting and
node-based systems to controlling the environment via natural language prompts is analyzed. Key UI/UX patterns that
reduce developer cognitive load and enable fast iterative prototyping of the game world are identified.

Keywords: procedural generation, landscapes, large language models, LLM, GameDey, artificial intelligence,
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CTBOpEHHS MPOCTOPUX 1 BUCOKOETANI30BAHUX BipTya hbHUX CEPEIOBHII € ONHIEIO 3 KIFOYOBUX BUMOT
cydacHoi irpoBoi iHmycTpii (GameDev). [lotenep reHeparis jmanmmadriB 3Ae01IBIIOT0 cripaacs Ha
pY4YHE MOJENOBAHHS (CKYJIBIITHHT) a00 3aCTOCYBaHHS KOMIUIEKCHHMX CHUCTEM Ha OCHOBI HOJIB (SK-OT
Houdini yn World Machine). Xoua Taki iHCTpyMEHTH JalOTh 3MOTY TOYHO KOHTPOJIIOBATH KiHIIEBUH
pe3ysbTaT, BOHM BiAPI3HSAIOTbCA KPYTOIO KpPUBOIO HAaBYaHHS, BHMMAralOThb PO3YMIHHSI CKJIaIHUX
MaTeMaTUYHUX aJlTOPUTMIB 1 CyTTEBO MEPEBAHTAXKYIOTh PO3POOHHMKA KOTHITHBHO. EBOINIONIS BETHMKHX
MoBHUX Mojened (LLM) nmana momrToBX J0 MOSIBM B raiysi JiroguHo-ManimHHOT B3aemomii (HCI)
IHHOBAIIHOTO MiAXOMYy — TaK 3BaHOTO «JiaJIOTOBOTO KOHCTpyroBaHHs cBiTiB» (Conversational World-
Building).

Brposamxenns LLM 6e3nocepeiHbO B CEPEIOBUIIE IMPOBUX PYIIIIB 3MIHIOE CTATYC JIEBEI-IU3aiHepa:
BiATENIEP BiH BHUKOHY€E pOJIb APTAUPEKTOpa, HENEeryH4Yd TEXHIYHy pPYTHHY IUTYYHOMY iHTEJEKTY.
VYrpaBniHHS TeHepali€lo Bi0yBaeThCs 3a JOIOMOTOI0 KOMaH IPUPOAHOI0 MOBOIO (mpoMnTiB). Hanpukinan,
KOpHCTYBau MoOXe 3a/aTu 3anuT: « CTBOPH TipchKHUM XpeOeT i3 MIHMPOKOI PIYKOBOIO JIOJMHOIO 1 TYCTUM
XBOWHUM JIICOM Ha MIBHIYHHUX cXwjiax». Y nbomy mnporeci I BukoHye (YHKIIO IHTEIEKTYyaabHOrO
MocepeIHIKa: BiH aHai3y€e HECTPYKTYPOBAaHUH TEKCTOBUH BBiJ, pO3Mi3HAE TOJIOBHI CEMAaHTHYHI €IEMEHTU
(macmTad, ocobmuBOCTI penbedy, TUIIH 010MiB) Ta IMEPETBOPIOE X HAa KOHKPETHI YHCIIOBI TapaMeTpH IS
QITOPUTMIB MPOIETyPHOT TeHEepallii irpoOBOTO PyIIIisl.

EdexruBHa peamizanis mnoaiOHOiI B3aemomii moTpedye pO3pOOKM KOMIUIEKCHOI OararopiBHEBOT
apXiTEeKTYpH, y sIKil BeJIMKa MOBHA MOJIEJIb BUCTYTIA€ BAXKIIMBHM, ajle HE €MHUM KOMIIOHEHTOM 3araJlbHOTO
KoHBeepa (puc. 1).
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4.NEPEFNAA ‘

Pucynok 1 — CtpykTypHa cxema B3aeMOJii KOpUCTyBa4a 3 irpoBuM pyiiem uepe3 LLM-acucrenra

BiamoBigHO 10 HaBEACHOI CXEMH, TEKCTOBHU 3alUT PO3POOHMKA CIICPINY MiJJAEThCS CEMaHTUYHOMY
aHamizy Ha cropoHi LLM. IIpu mpomy 0OOB'SI3KOBO BpaxOBY€ThCS KOHTEKCT MOMEPEIHIX MOBiIOMIIEHB
motouHoi cecii. [licns 00poOku MoBHA MozIeNTb (hOpPMY€E CTPYKTYpOBAHHIA MACHB JAaHKX (30KpeMa, y hopmari
JSON), sxwmii 3a gonomororo API cripsIMOBYETBCSI 10 MOAYJISl IPOLIEAYPHOI TeHeparlii BcepeIuHi irpoBoro
pyuuist. SIk TUTBKHM pyIIiid Bizyanizye CTBOPEHUH JaHAmAa(T, KOPUCTYBad Ma€ 3MOTY HAJIICIIaTH HOBUH 3aIIUT
IUISL yTOYHEHHS IeTajeld, TAKUM YMHOM I ITPUMYIOYH Oe3NepepBHUI IUKII ITEPaTHBHOTO INU3AiHY.

OCHOBHa CKJIQJIHICTh Y PO3pO0Ili TaKUX IHTEP(EHCIB MOJIATae y 30epeKEHHI KOHTPOJIIO HaJl TBOPYUM
nporiecom Ta Horo OesnepepBHOCTI. OCKUIBKY i€adbHUN pe3ylbTaT MaiKe HIKOIH HE JOCSTaEThCS 3
nepmoi cnpodbu, UI/UX pimenns mrs LLM-acucTteHTa TOBHHHI CIIMpAaTHCS Ha 30€peXeHHs iCTopii
KOHTEKCTY Ta IHCTPYMEHTH JIOKAJhbHOTO KOpWTyBaHHS. Hampukianm, Ha 3amuT «3pOOUTH TOpH OiIBII
MOJIOTHMMWY CHCTEMa Ma€ aJIeKBaTHO BiJpearyBaTH, 3MIHUBIIM BUKJIIOYHO KYT HAXHJIy CXHJIB y HOTOYHIH
koH(]irypariii, He 3auinarouu Bxe chopMOBaHi pyciia pidoK 4 po3MilIeHi irpoBi 00'exTn. PeanizyBaru Taky
BHOIPKOBICTH JT03BOJISIE METOJ TeHepallil TaHAmadTy y BUIIISIII HE3aJe)KHUX MTapaMeTPHYHUX IapiB.

llle omHMM BaroMMM acrieKToM € MiHiMizamist 3arpuMok (latency), o HEOOXigHO IS TiITPUMAaHHS
CTaHy ICHXOJOTiuHOro «motoky» (flow) po3poOHuka. OCKUIbKM CTBOPSHHS BHCOKOMIOJIITOHATBHUX
MIOBEPXOHb 13 PO3PaxXyHKOM BOIHOI Ta TEPMIYHOI epo3ii moTpedye 3HaYHNX 00UHCITIOBATBHUX MOTYKHOCTEH,
iHTep(eiic Mae BUKOPUCTOBYBATH IiJXOIM IPOTPECUBHOTO PEHAEPUHTY Ul YHUKHEHHS TPUBAINX
3aBrCcaHb. [IpakTHYHO IIe O3HA4Ya€ MHUTTEBE BHBEACHHsS HHU3bKoOMONiroHanbHoro (low-poly) wopHOBOTO
BapiaHTa CIIeHH, 00 KOPUCTYBad MIr ofipasy nepeBiputy, un npasmibHO LI 3po3ymis npomrr. Jlumie micis
CXBaJIeHHsI €CKi3y CHCTeMa 3amyckae ()OHOBI aCHHXPOHHI MPOIECH IS JOAaBaHHS IPiOHUX IeTaiei,
TEKCTYpyBaHHS Ta PECYPCOEMHUX (Hi3UTHUX CUMYJISIIIH.

[lincymoByrOuM, MOXKHa CTBEpIDKYBaTH, 10 3amydeHHs LLM po mpoieciB mpoleaypHOi reHeparii
3Ha4YHO crpomlye Bxin y mpodeciro Level Design Ta mpuckoproe CTBOpEHHS NMEPBUHHHX IPOTOTHUIIIB
JIOKaliil. YCHiNIHICTh TAaKOTO IMiJX0AY BU3HAYAETHCS HE JIMIIE TEXHIYHHUMH XapaKTepUCTUKAMH MOBHOI
Mofielli, a W SKICTIO epProHOMIYHUX pilleHb iHTepdeiicy. [IpaBHIBHO CHpPOEKTOBAaHA CHCTEMa Mae
rapaHTyBaTH BHUCOKY THYHYKICTb, HaJiiiHEe 30€peKeHHS! KOHTEKCTY Ta IUIaBHY IHTETpalilo MK TEKCTOBUM
KEpyBaHHSM, Bizyasi3alli€lo B peaJbHOMY 4aci Ta KJIACHYHUM PYUYHUM pelaryBaHHIM 3T€HEPOBAHOTO CBITY.
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