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Y Marictepchkiii KBamidikauiiHii poOOTI po3po0JIEHO cHUCTEeMy MPOIEAypHOT
reHepaiii IrpoBUX PIBHIB Ha OCHOBI aJIrOPUTMY JIBIIKOBOTO PO3OUTTS IPOCTOPY,
Opl€EHTOBaHy Ha BuUKopucTaHHsi B cepenoBunii Unreal Engine 5. IlpoananizoBaHo
Cy4yacHI MIIXOJIW J0 IPOLEAYypHOI T'eHepalli KOHTEHTY Ta oOrpyHToBaHO BHOIp BSP-
aIropuT™My 1 (OpMYyBaHHA JIOTIYHO CTPYKTYpOBaHMX IFPOBHX IPOCTOPIB.
3anponoHoBaHO MOAYJIbHY apXITEKTYpy CUCTEMH, peai30BaHy 3 BUKOPUCTAHHSM MOBU
nporpamyBaHHsi C++ y noegnanHi 3 iHcTpymMeHTaMu Blueprint 1 PCG Framework, 1o
3a0e3nedye KepyBaHHS CKIJIQJIHICTIO, BaplaTUBHICTIO Ta IrpOBUM OajaHCOM PiBHIB.
[IpoBenene  eKCEpUMEHTaJbHE  JOCHIIKEHHS  MIATBEPAUIO  €(PEKTUBHICTh
3allpONOHOBAHOTIO MIAXOAY JJII CTBOPEHHS CTPYKTYPHO Y3TOPKEHHUX IIPOBHUX
CEPEIOBUIIL 13 MOKJIMBICTIO IHTEPAKTUBHOTO HAJIAIITYBaHHS TapaMeTpiB reHeparti.
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This master’s qualification thesis presents the development of a procedural game
level generation system based on the Binary Space Partitioning (BSP) algorithm,
intended for use within the Unreal Engine 5 environment. Modern approaches to
procedural content generation are analyzed, and the choice of the BSP algorithm for
creating logically structured game spaces is substantiated. A modular system
architecture is proposed and implemented using the C++ programming language in
combination with Blueprint tools and the PCG Framework, enabling control over level
complexity, variability, and gameplay balance. Experimental evaluation confirmed the
effectiveness of the proposed approach for generating structurally consistent game
environments with support for interactive adjustment of generation parameters.
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BCTYII

IrpoBi pymiii, Taki sk Unreal Engine 5, natoTh 3Mory iHTerpyBaTH aJITOPUTMIUHI
METOIM MOOYIOBU PiBHIB, MO (HOPMYIOTH OCHOBY MPOIEAYPHOI reHeparlii KOHTCHTY.
Takuit  maxig  CyTT€BO  MiABMINYE  €(PEKTHUBHICTH  pPO3pOOKH,  3abe3nedye
MOBTOPIOBAHICTh, CTPYKTYpHY JIOTIYHICTb 1 KOHTPOJBOBAHHUU PIBEHb CKIIAIHOCTI.
OnHuM 13 HaWOLIBII CTAOUTHHUX 1 (OPMATBHO OMUCAHMX METOMIB JJIA TaKUX 3a7ad €
MeTo/ JABIMKOBOro po30utTs mpoctopy (Binary Space Partitioning — BSP), sxuit
JI03BOJISIE ABTOMATU30BAHO CTBOPIOBATH KIMHATH, KOPUAOPH Ta IHIII MPOCTOPOBI 30HU
31 30epeKEHHIM KOPEKTHOI TOIOJIOTI.

MeTow Marictepchbkoi poOOTH € po3poOJeHHS Ta peamisalis CUCTEeMHU
MpOIEAYPHOI TeHepallli pPiBHIB 3 BHUKOPUCTAHHAM METOAY JABIMKOBOTO PO30OUTTS
npoctopy y cepenoBuili Unreal Engine 5, sika 3a0e3neuye CTpYKTYpHY Y3TOKEHICTb,
BaplaTUBHICTb 1 CTAOLIbHY NPOAYKTUBHICTb MPOIIECY NTOOYOBU PiBHIB.

JUis NOCATHEHHsS NOCTaBJI€HOI METH BHUPINIYIOTBCS TaKli OCHOBHI 3aBJIaHHA:
MPOaHANI3yBaTH Cy4YacHI aJITOPUTMHU TPOLEYPHOI TeHepallli KOHTEHTY Ta BU3HAYUTHU
JOLIIBHICTh 3acTocyBaHHd BSP; ¢opmanidyBatu mpouec mNoAuly MOpOCTOPY Ha
mio0macTi; po3poOUTH apXiTeKTypy cucTteMu reHeparlii piBHiB y Unreal Engine;
peanizyBatu anroput™m BSP moBorwo C++; 3abe3neunTd IHTErpailio reseparopa 3
pyliieM Ta iHTEppeHcoM KOpHUCTyBaya; TMPOBECTH TECTyBaHHS  LIBHJKOIII,
BapIaTUBHOCTI Ta JIOT1YHOI 30QJITaHCOBAaHOCT] 3T€HEPOBAHUX PIBHIB.

00’exkTOM [I0CTIIKEHHsI € MPOLEC MPOIEeAypHOro (hopMyBaHHS TPUBHMIPHHX
piBHIB y irpoBoMy cepenoBuiii Unreal Engine 5. [IpeameTom nocmiipKeHHS € METOIU Ta
JITOPUTMH  TIOOYJIOBM IPOCTOPOBUX CTPYKTYp 13 BHUKOPUCTAHHSM  aJTOPUTMY
JIBITKOBOT'O pO3OUTTS IPOCTOPY.

Meroau pocnimxeHHsT 0a3ylOThCS Ha CHUCTEMHOMY aHalli3i, TEOpii aJropuTMiB
MPOLEAYPHOI re’epaiii, 00’ €KTHO-OPIEHTOBAHOMY MporpamMmyBaHHi,
eKCIIEpUMEHTAJIbHIN IepeBIPIll pe3yIbTaTIB 1 CTATUCTUYHOMY aHaJli31 IaHUX.

HaykoBa HoBHM3Ha poOOTH mojsirae y BAOCKOHaJeHHI metoxy BSP mis 3amau

MPOLIEyPHOI reHepallii piBHIB IIUIIXOM BBEICHHS JMHAMIYHHMX [apaMeTpiB KOHTPOIIIO



10

CKJIaJIHOCTI, BaplaTUBHOCTI Ta PO3MIpy 0OJIaCTEeH, a TaKOXX IHTErpaiii ajaropuTMy
oe3nocepenubo y pymriit Unreal Engine 5 uepe3 kombOinamito C++ Ta Blueprint. Lle
3a0e3nevyye MOXKIJIMBICTh KEPOBAaHOI TeHepallil iIrpoBUX MPOCTOPIB y peaabHOMY dYaci 3
BHCOKOIO CTaOLIbHICTIO Ta MPOYKTUBHICTIO.

[IpakTuyHe 3HAYeHHS OJICPKAHUX PE3yJIbTATIB MOJSATAE Y CTBOPEHHI MOAYIBHOT
CHUCTEMH, SKYy MOXKHA 3aCTOCOBYBATH JJIsi TOOYIOBU IrpOBUX KapT 1 CEPENOBUII Yy
npoekTax kaHpiB roguelike, simulation, adventure, a TakoXX y HaBYaJIbHUX 1
JTOCTIAHULIBKUX CUMYJATOpax. PeamizoBaHuii reHepatop Moxe OyTH 1HTETpOBaHUU Yy
Ooyne-skuii Unreal Engine-npoekT, 3a0e3nedyroud MIBHAKE CTBOPEHHS YHIKaTbHUX

PIBHIB 06€3 PyYHOTO MPOEKTYBAHHS.
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1  AHAJITUYHUNA OIS TA TIOCTAHOBKA  3AJIAUI
JTOCJLKEHHS

1.1 ITixxoaiB A0 MPOIEYyPHOI reHepallii iIrpoBUx pPiBHIB

[Ipouenypna reneparisi kouHTeHTY (Procedural Content Generation, PCGQG)
nepeadayae aBTOMAaTH30BaHE CTBOPEHHS ITPOBHUX pPIBHIB, JaHAIAdTIB Ta 00’€KTIB 13
BUKOPHCTAHHSAM alTOPUTMIYHUX MeTOAIB. 3actocyBaHHi PCG mae 3Mory ckopoTuTu
BUTpPaTU Ha pPYy4yHy pO3poOKy, MIJBUIIUTH BapiaTUBHICTh ITPOBOTO TMpPOIECY Ta
3a0€3MEeYNTH BHCOKY peirpa0beIbHICTh MPOEKTIB [2].

PCG mHaitbuibm momupeHa B kaHpax roguelike, sandbox Ta RPG, ne
YVHIKQJIbHICTh CEpeOBHINA OE3MOCepeIHbO BIUTUBAE Ha 3alllKaBJieHICTh TpaBus [3]. Y
JOCIIIJKEHHAX BUAULIIOTH KUIbKa 0a30BUX MIAXOMAIB J0 NPOLEIYPHOIO CTBOPEHHS
KOHTEHTY, K1 BIJIPI3HIIOTHCA IPUHIMIIAMUA POOOTH Ta PIBHEM KOHTPOJIIO PE3YJIbTaTy.

Jlo Takux MITXOJIB HajeXaTh KIITUHHI aBTOMAaTH, 110 BUKOPUCTOBYIOTHCS IS
reHepanii ne4epHux 1 JaOIpUHTOBUX CTPYKTYp, ajroputmu mymy Ilepmina s
dbopmyBaHHs nagamadTiB, a Takoxk Meroq Wave Function Collapse, 3acHoBaHMil Ha
JIOKaJIbHUX MpaBUJIAX CYMICHOCTI eleMeHTIB. [[ns 30epekeHHs! JIOTIYHOiI CTPYKTypHU
PIBHIB TaKO 3aCTOCOBYIOThCS rpad)oBl MOJIENI, SIKI ONMMHUCYIOTh MPOCTOPOBI Ta CIOXKETHI
3B’SI3KM MK 30HAMHU.

OnHuM 13 HaWOLIBII CTAaOUIBHUX METOAIB MpolieaypHoi reHepailii € Binary Space
Partitioning (BSP), mo 6a3yeTbcs Ha peKypCMBHOMY MO/ MPOCTOPY Ha M100J1acTi 10
JIOCSITHEHHsST 3aJlaHuX oOMexkeHb. BSP 3al0esneuye JsoriyHy Ta mnependadyBaHy
CTPYKTYpY PI1BHIB, CIIPOIIY€ TTOEAHAHHS KIMHAT 1 KOPUAOPIB Ta MIUPOKO 3aCTOCOBYETHCS
B IFPOBHX 1 HABYAJILHUX MPOEKTAX.

CywacHl miaxoaw mnependadaroTh IHTErpalil0 KIACMYHHMX aQJITOPUTMIB 13
€BPUCTUYHUMHU METOJaMH Ta MAaIlMHHUM HaBYaHHSM IS ONTHMI3allil pIBHIB 3a
CKJIIQJHICTIO 1 OajaHCOM, a TaKOXX JJisi HaOMM>KEHHS pe3yJbTaTiB TeHepallii 10 py4HOi
poboTtu nuzaiiHepi. IlepciekTHBHUM HampsiMOM € T1OpUAHI CUCTEMH, IO MOEIHYIOTh

BSP 13 rpamatukamu ab0 HEHPOHHMMH MOJEISMU JJIsi CTBOPEHHsI 0araTOpiBHEBUX

CTPYKTYD.
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IrpoBi pyuiii miATPUMYIOTH HPOLIEAYPHY T'€HEepallilo Ha pi3HuUX piBHIX. Unreal
Engine 5 namae BOymoanuii PCG Framework 1 MoXJuBICTH peanmizaiii BIaCHHUX
anroputmiB Ha C++, 1110 pOOUTH HOTO €PEKTUBHUM CEPEIOBUINEM JJIS JOCITIIKCHHS Ta

BIIpoBakeHHs] BSP-opieHTOBaHUX pillleHb.

1.1.1 OcHOBHI HanpsSIMH Ta KJIACH METO/IIB MPOLIETyPHOI reHepartii

Metoau npouenypHoi renepaii kouteHTy (PCG) y cydacHHX IrpOBHX CHCTeMax
KIacU(IKyIOTbCA 3a MPHUHIUIAMHA POOOTH aIrOpUTMIB, pPIBHEM aBTOMaTH3allli Ta
TUIIAMU CTBOPIOBAHOTO KOHTEHTY. Taka kiacudikauis 103BOJISIE CHCTEMaTU3yBaTH
N1IX0IU 0 MO0YI0BU IrPOBUX MPOCTOPIB 1 OOIPYHTOBAHO OOMPATH METOIH BIJIITOBITHO
70 1iIed po3poOku [4]. Y3aranbHeHy KiIacu(piKaiilo METOJIB MPOLEaypHOI reHeparlii

IrPOBUX MPOCTOPIB HABEAEHO HAa PUCYHKY 1.1.

Procedural Content
Generation Methods

|
( | ] )

Constructive Generate- Search-based Grammar / Mixed-
methods and-test methods Rule-based initiative
methods ] methods methods

Pucynok 1.1 — Knacudikarist METOiB MpoLie1ypHOi reHeparii

OnnuMm 13 0a30BUX KJIACiB € KOHCTPYKTHUBHI METOAM, 5Kl (DOPMYIOTh KOHTEHT 3a
Harepea 3aJaHuMU TIpaBUIaMHu 0€3 TOIaIbINol OIIHKK pe3yibTary. J[o HuX HamexaTh
QITOPUTMH TeHepallii JablpuHTIB, KIMHAT 1 TOMOJIOTiM PiBHIB, 30kpeMa MeToa Binary
Space Partitioning (BSP), mo peanizye pekypcuBHui moaii mpocropy. IlepeBaramu
TaKUX MIOXOOIB € BUCOKA IIBUAKOMISA Ta CTAOUIBHICTH, OJHAK IXHS aJalTHUBHICTH [0
ITPOBOTO KOHTEKCTY € OOMEKEHOIO.

Meroau tumy ‘“reHepyd 1 TecTyd” mnepeadayaroTh OaraTopa3oBy TeHEpallito
KOHTEHTY 3 TMOJAJIBIION TEPEeBIPKOI HOTO BIMMOBITHOCTI 3aJaHuM Kputepism. Llei

MIJX11 3aCTOCOBYETHCS, 30KpeMa, Y KIITUHHUX aBTOMaTax 1 IIyMOBUX METOAAX ISt
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CTBOpeHHs meuep 1 JanamadtiB. OCHOBHOIO MEPEeBarol0 € MOXJIUBICTH KOHTPOIIIO
SIKOCTI, TOZI SIK HEJIOTIKOM — ITiIBUIICHI 00YNCII0OBaIbHI BUTpaTH [5].

Jlo okpemMoro Kiiacy HajiexaTh IOITYKOBI METOIH, SKi PO3IJISIIAI0Th T€HEpaIliio
KOHTEHTY SK 3ajady OINTHUMi3alii B NPOCTOpPlI MOXIJIMBUX pillleHb. Taki MiaXxoau
BUKOPHUCTOBYIOTh €BOJIOIIAHI aNrOpUTMHU, alTOPUTMU TMOLIYKYy a00 HaBYaHHS 3
HIAKPIMVIEHHSAM 1 J03BOJISIOTH (OpPMYBaTH pIBHI 3 ypaxXyBaHHSIM 3aJaHUX METPHUK
CKJIQJIHOCTI YH OajaHCy.

MeTtoau Ha OCHOBI HpaBHJI 1 TpaMaTHK 0a3yloThCsi Ha (OpMaIbHHX OIMHUCaX
CTPYKTYpH ITPOBOrO MPOCTOPY Ta 3aCTOCOBYIOTHCS JUISI CTBOPEHHS 1€papXiuHUX
apxIiTeKTyp, MicT a0o HapaTUBHUX JiHIA. BoHu 3a0e3neuyioTh BHCOKUN PIBEHb
KOHTPOJIIO, TPOTE MOTPEOYIOTH CKIAHOTO MOMEPEIHBOTO MPOEKTYBAHHS.

OxpeMy rpyIly CTaHOBJISITh METOJIM MAIIMHHOTO HABYAHHS, SIKI BUKOPUCTOBYIOTh
TE€HEPATHBHI MOJEIl Ta AJITOPUTMHU ILITYYHOIO I1HTENEKTY JUIsl BIATBOPEHHS CTHUIIIO
PIBHIB, CTBOPEHUX Ju3aliHepaMu, a0 ISl TUHAMIYHOI ajanTaiii cepeaoBuIna iy i
IpaBIIsl.

VY cydacHMX KOMEpUIMHHUX MPOEKTaX MIMPOKO 3aCTOCOBYIOThCS 3MillaHi (mixed-
Initiative) miaxoau, Je TeHepaTop Mpalloe y B3aeMolii 3 au3aitHepoMm. Taki cuctemu
MOEAHYIOTh aBTOMATHU3AIlI0 3 MOXJIMBICTIO PYYHOIO KOPHUTYBAHHSI PE3YJIbTaTiB, IO

N1JBUILY€E NMPAaKTUUHY HIHHICTE PCG-1HCTPYMEHTIB.
1.1.2 ®dyukiionanbHi Ta skicHi BuMoru 10 PCG-cucteMm y cydacHUX irpax

CydacHl cucTeMH MNpPOUEAYPHOI TeHepalii piBHIB TMOBUHHI BIANOBIAATH
KOMITJIEKCY TEXHIYHUX 1 (YHKIIOHAJIBHUX BHUMOT, IO 3a0€3MeuyloTh CTaOUIbHICTD,
BaplaTUBHICTh, MPOAYKTUBHICTD 1 3pYYHICTh 1HTErpallii B irpoBi pymiii [6]. Y3araibHeHO
11 BAMOTH MOJIUISIOTh HAa TEXHIYHI, AKICHI, (YHKIIIOHAJIbHI Ta IU3alHEPCHKI.

KimrouoBoro xapakrepuctukoro PCG-cucreM € aBTOHOMHICTB, TOOTO 37aTHICTH
reHepaTropa CTBOPIOBATH BEJIHMKY KIJIbKICTh YHIKAJIbHUX pPiBHIB 0€3 MpsIMOi ydacTi
po3poOHuKa [2]. KUTbKICTh MOKIIMBUX BapiaHTIB PiBHIB MOKHA (POPMaIbHO ONMUCATHU K

MPOCTIp PINICHB:
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k
w=] [ee
i=1

Jie p;— KUIbKICTh JIOIMYCTUMHX 3HAYEHb 1-T0 MapamMeTpa IreHepailii,

k — 3aranpHa KiTBKICTh KEPOBAHUX MapaMETPiB CHCTEMHU.

Jlns irop 13 BIIKPUTUMH a00 HAMIBBIAKPUTHUMHU IPOCTOPAMH BHUPIIIAILHOIO €
MmacmTaboBaHicte. Y BSP-anropuTmax BOHa JOCATAE€TbCA INIITXOM PEKYPCHBHOTO
NOJITy TPOCTOpY, TIIMOWHA SKOTO BH3HAYa€ JeTaii3aliio KapThu. MakcumanbHa

KUTBKICTh CEKIIii Mmicist d piBHIB MOJALTY BU3HAYAETHCS SIK:

S =24

ne d — rnmuouHa BSP-nepesa.

SIKiCTh 3TEHEpOBAHOIO PIBHS BU3HAYAETHCA HE JIMIIE WOTO TEOMETPUYHOIO
KOPEKTHICTIO, a ¥ IrPOBOIO MPUJIATHICTIO, 1110 BKJIIOYAE JIOTIYHY 3B’ SI3HICTh, BIJICYTHICTh
NOMWJIKOBUX TYNHKIB 1 30aJaHCOBaHy CKJIAIHICTh. [ KIJIBKICHOI OI[IHKH 3B’SI3HOCTI

MIPOCTOPY BUKOPUCTOBYETHCS MOKA3HUK JIOCSIKHOCTI:

R — Vreachable
Vtotal

1€ Vyeachaple — KUIBKICTB JTOCSYKHUX 30H 200 KIMHAT,

Viotar — 3arajibHa KiJIbKICTh 30H PIBHSL.
Baxxi11Boro BUMOToOI0 € KOHTPOJbOBaHA BUIAIKOBICTh, SIKAa JIOCSTAETHCS 4epes3

napameTpu3aiiito npoiecy resepaiiii. ¥ BSP-cuctemax iMOBIpHICTH MOy TPOCTOPY

Ha KOKHOMY KpOI_Ii MOXKEC 3a4aBaTUCI CTOXaCTUYHO:

Psplit € [Orl]’
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Cucrema mpoueaypHOi TreHepamii TIOBHHHAa 3abe3rnedyBaTH  JOCTaTHIO
BapIaTUBHICTh, OCKUIBKM IIOBTOPIOBAHICTh 3HWXKYE peirpadenbHicTh. Jlg 1b0oro

BUKOPHCTOBYETHCS 1HIITIATII3AIlIS TeHEPATOPa BUITAIKOBUM 3€PHOM:

Level = G(seed),
ne G — (yHKIS reseparii,

seed — BUIAJIKOBE 3HAYECHHSI, 1110 BU3HAYA€ YHIKAIBbHICTh PE3YyJIbTaTy.

CyuacHi PCG-cucTteMyu TOBHHHI JIETKO I1HTETpyBaTHUCS B IrpoBi pymii Ta
penaktopu. B Unreal Engine 5 nie peanizyerbcest uepe3 Procedural Content Generation
Framework, skuii no3Bonsie moennyBatu BSP-amroputmMu 3 Bi3yaslbHUMU
iHcTpyMeHTamMu  Ta  CH+-monynsamu, 3a0e3leuyrodyd  MIBHJAKE TECTyBaHHS 1
MacIiTadyBaHHs [ 7].

O1iHIOBaHHSI SIKOCTI 3T€HEPOBAaHUX PIBHIB 3IIHCHIOETHCS 32 JIONIOMOTOIO
CTAaTUCTUYHHUX 1 CTPYKTYpHHUX METPHUK, 30KpeMa CepeAHbOi JIOBKWHU UUISXIB,
IIIIBHOCTI  O0’€KTIB Ta OajaHCy CKJIaaHOCTI. Taki METPUKH  JIO3BOJISIFOTH
aBTOMATU3yBaTH TEPEBIPKY PE3yJNbTATIB 1 MIHIMI3yBaTH TMOTPeOdy B PyUYHOMY

TECTyBaHHI.
1.1.3 Anani3 iICHyIOUMX PYIIIiB ISl MPOIEAYPHOI reHepariii KOHTEHTY

CydacHi irpoBi pyIIii HaJarOTh Pi3HI MOKIIMBOCTI I pealtizallii mpoieaypHol
redepauii koHTeHTy (PCGQG), mo BIAPI3HSIOTBCA 3a pIBHEM IHTErpaiii ajaropuTMiB,
JIOCTYTIOM 110 HU3bKOpiBHEBUX APIl, mNpoOAyKTUBHICTIO Ta HasSBHICTIO TOTOBHX
iHCcTpyMeHTIB. [lopiBHSIIBHUMI aHami3 HaWOULTBII mommpeHux miathpopm — Unity,
Unreal Engine 5 tTa Godot Engine — 1103B0Jsi€ OOIPYHTOBaHO BU3HAYUTH ONTHUMAJIbHE
CEpeNIOBUIIE JIJISl peasizallii CHCTEMH MPOIeAyPHOI TeHepallii piBHIB HA OCHOBI METOTY
Binary Space Partitioning (BSP).

st BUOOpY ONTUMAJIBHOTO CEPENOBHINA peajizaiii MPOoIeIypHOi TeHeparrii
PIBHIB BXXJIMBUMHU € TaKi XapaKTEPUCTUKHU ITPOBOTO PyIIis, K piBeHb miarpumku PCG-

QITOPUTMIB, JOCTYI O HU3BKOPIBHEBUX MEXaHI3MIB, MPOAYKTUBHICTH MpU poOOTI 3
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BEJMKUMHU CIICHAMHM Ta HAsABHICTh IHCTPYMEHTIB Bi3yajabHOro peaaryBaHas [8].
Oco0nuBoro 3HayeHHs 11 Kputepli HaOyBalOTh Yy KOHTEKCTI peajizallii aJroputMy
Binary Space Partitioning, sikuii motpeOye edexkTuBHOI poOOTH 3 MPOCTOPOBUMHU
CTPYKTYpaMH Ta PEKYPCUBHUMHU OOYMCICHHSAMH. 3 I[i€1 TOUKH 30PY JIOIIIBHO MPOBECTU
MOPIBHAJIBHUN aHalli3 HAOIbII MOMIUPEHUX ITPOBUX PYIIIiB, [0 BUKOPUCTOBYIOTHCS Y
Cy4acHii po3poOIri.

Unity opi€eHTOBaHMN NEPEBAXXHO HA 1HMI- Ta KpPOCIUIATGOPMEHHY pPO3pOOKY,
MPOIMOHYIOYH IIUPOKY €KOCHUCTEMY IJIariHiB 1 BIAHOCHO HM3BKUU mopir Bxoxy. Unreal
Engine 5, y cBoro depry, 3a0e3mnedye IIMOOKY i1HTErpalliio IpoleaypHOi TeHeparri
yepe3 PCG Framework, noennytoun Bi3yanbHI IHCTPYMEHTH 3 BUCOKOIPOAYKTHBHOIO
peamizauiero Ha C++. Godot Engine € BiIKpUTHM DPIIIEHHSAM 3 MOBHUM JOCTYIIOM J10
BHUXIJIHOTO KOJy, III0 POOUTH MOT0O NMPpHUBAOJIMBUM JJIs JOCTITHUIBKUAX 1 HAaBUAJBHUX
NPOEKTIB, OJHAK 3 OOMEXKEHUMH MOXIHUBOCTAMH i MacmTabHux 3D-cuew.

VY3aranpHeHe MOPIBHSAHHS OCHOBHUX XapaKTEPUCTHUK PYIIiB HaBeneHO B Tabmwui 1.1.

Tabmuusg 1.1 — IlopiBHsIbHA XapakTepucTUKa IrpoBux pyriiB st PCG-cucrem

' ) _ Gobot
Kpurepiit Unity Unreal Engine 5 _
Engine
) Uepes rutarinu ta Boynosanuit PCG bazogi
[MTinTpumka PCG
CKPHIITH Framework 3acobun
Peanizauis BSP MosxnuBa HarusHna uepe3 C++ Mosxnusa
[TpOayKTHBHICTH Y BEJIMKHX
Cepenns Bucoka O6mexeHa
CIIeHax
JlocTymHICTh 10
) O6Mmexennit IoBuuii IoBuuii
Hu3bKkopiBHeBorO API
[HCTpyMEHTH Bi3yanbHOIO ) ' _
Po3BuHeH1 Jlyxe po3BHHEHI1 OobmexeHi
penaryBaHHA
[Topir Bxoay Huspknii Bucoxuit Cepenniii
[MpunatHicTs aus BSP-PCG Cepenns Bucoka Cepenns

Unreal Engine 5 Bupi3HSETBCA cepell PO3TISAHYTHUX IUIaTPOpM  3aBISKH

noeaHaHHIO HaTuBHOI miaTpuMku C++, BOymoBaHoro PCG Framework 1 cydacHux
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CHCTEM KEepyBaHHS BEJIMKHMMHU CBiTaMH, IO CIpollye iHTerpaiito BSP-anroputmis y
MOBHOIIHHUH BUpOOHWYMI muki. Lle 103Boisie peani3oByBaTH MPOIEIypHY TeHEpaIlito
HE JIMIIE SK JOMOMDKHUN 1HCTPYMEHT, a SIK IICHTPAIbHUN €IEMEHT apXiTEKTypH PiBHIB,
30epirarour 0ajgaHC MIX MPOAYKTUBHICTIO, KEPOBAHICTIO Ta BI3yaJIbHOIO SKICTIO

pe3yIbTaTiB.

1.2 AaropuTMiuHi METOIM MOOYAOBH IFPOBUX MPOCTOPIB

CydacHi ajropuTMi4HI METOAM TMPOLEAYpHOI TreHepalii pPiBHIB OXOIUTIOIOTH
IIUPOKUN CIEKTP MIAXO0MIB — BIJl JETEPMIHOBAHUX KOHCTPYKTUBHHUX AJITOPUTMIB O
aJalTUBHUX CHCTEM HAa OCHOBI IUTYYHOT'O 1HTEIEKTY. Y HAYKOBHMX JOCIHIJKEHHSX TaKl
METOaM KIacu(iKyIOTh 32 MPUHIUIIOM POOOTH, PIBHEM KOHTPOJIHLOBAHOCTI PE3yJbTaTy
Ta 0OYMCITIOBATIBHOIO CKIAMHICTIO [9]. Y3arampHeHY CXeMy OCHOBHUX aJITOPUTMIYHHX

M1XO/1B 10 FeHepallii IrpOBUX PiBHIB HaBEIEHO HA PUCYHKY 1.2.

Algorithmic
Approaches to lev
Generation
Constructive S(.ea.rch./ Grammar- Noise- ML/ Al-
methods | | OPtimization based based based
methods methods methods methods
L-systems L-systems Perlin GAN,
noise VAE
Smplex

noise

Pucynox 1.2 — AnropuTMiyHi TiAXOAH 10 MPOIEAYyPHOT TeHepallii piBHIB

KOHCTpYKTHBHI METOIM TPYHTYIOThCSI Ha JIETEPMIHOBAHUX IMpaBHIIaX MOOYI0BU
KOHTeHTy 0e3 mojanbiioi ontumizauii. Jlo mporo kimacy HanexaTh Binary Space
Partitioning (BSP), xmiTuHH1I aBTOMaTH Ta reHepaTopu JalOipuHTIB. OCHOBHUMU

nepeBaraMu TaKWX aJTOPUTMIB € BUCOKA MPOAYKTHUBHICTH 1 MPOCTOTA peaizallii, 1o
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poOUTH iX MPUAATHUMHU JUIs TeHepallii B peanbHOMYy uaci. Heposikom € oOMexeHa
BapiaTHBHICTh 1 MOBTOPIOBAHICTh CTPYKTYP 3a (hikcoBanux mapametpis [10].

[TorrykoBi Ta omTUMi3alliifHi METOIU PO3TISAIAIOTH TEHEPaIlito PiBHIB K 3a/1aqy
MOIIYKYy ONTUMAJIBHOTO PIMICHHS Yy IPOCTOPI MOXJIMBUX BapiaHTiB. BoHu
BUKOPHCTOBYIOTh €BOJIOLIIMHI aaroputMu, Metoau Mounte-Kapno abo ontumizaiiio 3a
3aJJaHUMH METPUKaMU CKJIaAHOCTI ¥ Oamancy. Lli migxomgm 3abe3meuyroTh BUCOKY
THYYKICTh PE3yJIbTaTiB, OJIHAK XapaKTEPHU3YIOThCA 3HAYHUMHU OOYHCIIIOBAIBLHUMU
BUTpATaMH.

I'pamaTnyni Metomu 0a3yroThCsi Ha (opMalbHMX IpaBWIIaX, SKI OMHCYHOTh
1€EpapXiuyHy CTPYKTypy IrpoBOro mnpoctopy. BOHM MIMPOKO 3acTOCOBYIOTHCS MJis
reHepaiii apXiTeKTypHUX OO’€KTIB, MICT 1 HapaTHUBHUX €JIEMEHTIB, 3a0e3Meuyrouun
BUCOKUN pIBEHb KOHTPOJIbOBAHOCTI, ajlé BUMAaraiuu CKJIAJHOTO MONEPEIHbOrO
MPOEKTYBaHHS.

[IlymMOBI METOJM BUKOPUCTOBYIOTH IICEBIOBUIIAJIKOBI (DYHKII JJIE CTBOPEHHS
Oe3rnepepBHUX JAHAMIA(PTIB 1 KapT BUCOT. Taki alropuTMu 3a0e3NeuyroTh MPUPOIHY
MOPQOJIOTII0 MOBEPXHI Ta BUCOKY MPOAYKTUBHICTH, OJAHAK MAIOTh HU3BKHUI PIBEHb
CEMaHTUYHOI CTPYKTYPOBAHOCTI, 1110 YCKJIAIHIOE KOHTPOJIb JIOT1KU TIPOXOJIKEHHS PIBHS.

MeToau MamIMHHOTO HaBYaHHA Ta IITYYHOTO IHTEJEKTY 3aCTOCOBYIOTH
reHepaTUBHI MOJEIl W aNropuTMH HaBYaHHS 3 MIAKPIIVIEHHSAM U1 CTBOPEHHS
aJIaNTUBHOTO KOHTEHTY, 3JaTHOTO IiJJIAIITOBYBATUCS TiJ] CTWIb TPU KOPUCTyBaya.
OCHOBHUMH OOMEXEHHSIMU € CKJIAJHICTh HAaBUYAaHHA Ta MOTpeda y BEIMKHUX oOcsArax
JAHUX.

Y cyuacnux PCG-cucremax pemani dYacTillle BUKOPHUCTOBYIOTHCS T1OpHIHI
NIOXOAU, SIKI TOEIHYIOTh KOHCTPYKTHMBHI QJITOPUTMU 3 TNOIIYKOBUMH abo ML-
MoxayisiMu. TumoBuMm mpukiaagoM € BukopuctanHs BSP nns ¢opmyBanHs 6a3oBoi
TOMOJIOTIi PIBHSA 3 TOAAIBIIOK ONTUMI3AIIEI0 [MapaMeTpiB 3a  JOMOMOTOIO
IHTENEeKTYyallbHUX METOJIIB. Takuil miaxXia 103BOJISIE TIOEIHATH BUCOKY MPOJAYKTHUBHICTh

13 MIJBUIICHOIO AN TUBHICTIO Ta SKICTIO PE3YJIbTaTIB.

1.2.1 ITpuniunu po6otu Perlin Noise, Cellular Automata ta BSP
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Ornsa KI0YOBHX alropuTMiB mporeaypHoi renepamii — Perlin Noise, Cellular
Automata, Wave Function Collapse (WFC) Tta Binary Space Partitioning (BSP) —
JIEMOHCTPY€E PI3HOMAHITTS MIAXOAIB A0 MOOYA0BU IFPOBUX CBITIB, 110 BIAPI3HAIOTHCA K
32 OpUHIUMIAMU  poOOTH, Tak 1 32  CTPYKTYPHMMH  pe3yjibTaTamu.
[li meromu yTBOPIOIOTH OCHOBY OinmbimocTi cydacHux PCG-cucteM 1 HIMPOKO
BUKOPHCTOBYIOTBCS B ITpOBUX pyIIisX, 30kpema Unreal Engine, Unity Ta Godot.

Merton Perlin Noise, po3poosiennit Kenom IlepiainoMm, € KIIaCHYHUM TMPUKIAIOM
TPaliEHTHOTO IIIyMy, SKWUH 3a0e3leuye IJIaBHI, MPUPOJHO BUTIISAIAIOYI TEPEXOIU
3Ha4YeHb y npoctopi. Ha BiaMiHy Bij Outoro mymy, [lepiiiH mryM cTBOpIOE KOpEIbOBaH1
daykTyarii, 3aBISKM 4YOMY 300paKEeHHs YW pelibedu, 3reHepoBaHl UM METOJIOM,
MaroTh OpraHiuHy cTpykTypy [11].

['enepaiiist BiIOYBA€THCS NUISIXOM IHTEPIOJIALIT MK BUIAJKOBO OpPIEHTOBAHUMU
BEKTOpaMu (TpaJileHTaMH) y BY3JIaX MPOCTOPOBOI CITKU. BaxiuBy poJib BIAICPAIOTh
napameTpu:

— octaves — KUIBKICTh IIapiB IIyMy, sIKI HAKJIAJArOThCSA JJIi YTBOPEHHS
(dpakTaabHOI CTPYKTYpH;

— lacunarity — koedimi€eHT, 1110 BU3HAYAE 3MiIHY YACTOTH MiX IIapaMHu;

— persistence — mapameTp, SKHHA KOHTPOJIOE AaMIUTITYAY KOXHOTO
HACTYITHOTO IIapy.

3aBasku UM mapamerpaM (GOpMYEThCS CKIaaHa (PpakTanbHa MOBEPXHS, IO
IMITY€ TPChbKI MaCUBH, PIYKOBI1 TOJIMHU a00 1HII MPUPOJIHI 00’ €KTH [36].

Ha pucynky 1.3 mokaszaHo, siK 3MiHa MMapaMeTpiB MEpiOoAiB, KUIBKOCTI OKTaB,
JaKyHapHOCTI Ta TMEPCUCTEHTHOCTI BIUIMBAE Ha CKIAQHICTh 1 JIeTaji3alliio
dbpaktanbHOro 1mymy. Ilpu 306inbmenHi octaves 1 lacunarity penbed cTae OUIbII
HACHYCHUM 1 TEKCTYpHUM, TOJ1 SK 3MEHIIEHHS persistence poOUTh MOBEPXHIO OLIBII
3TITaIKEHOIO.

Came 1s BiacTUBICTh poOUTH myM IlepiiHa OCHOBOIO JyIsi TeHepallli JaHamadris,
TEKCTYp 1 KapT BUCOT y OUIBIIOCTI irpoBHUX pyiiiiB, BkItoyHO 3 Unreal Engine 5 Ta

Unity.
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Kmitunani aBromatu (Cellular Automata, CA) — 1e IUCKpEeTHI JAWHAMIYHI
CHUCTEMH, Y SIKUX MPOCTIp MOJAUICHUN Ha KIITUHU, KOKHA 3 KX Ma€ CTaH (HAMpUKIAJ,
«cTiHa» abo «mopoxkHewyay). CTaH KITHHH HAa HACTYITHOMY KpOIll BHU3HAYAETHCS
JIOKaJIbHUMU IIpaBUJIAMH Ha OCHOBI CyciiB [12].
TunoBuii NpuKIaj MpaBuiIa: «AKIIO HABKOJO KIITHHH OUIbIIE I SITH CTIH — BOHA CTa€

CTIHOIO, 1HAKIIIE — MTOPOKHBOIOY.

(a) (b) (c)
periods = (2, 2) periods = (2, 2) periods = (4, 4)
octaves = 3 octaves = 8 octaves = 5
lacunarity = 2 lacunarity = 2 lacunarity = 3
persistence = 0.5 persistence = 0.5 persistence = 0.75

(d) (e) (f)
periods = (1, 1) periods = (6, 6) periods = (10, 10)
octaves =1 octaves = 3 octaves = 1
lacunarity = 2 lacunarity = 4 lacunarity = 2
persistence = 0.5 persistence = 0.2 persistence = 0.5

(g) (h)
periods = (5, 1) periods = (2, 6)
octaves = 2 octaves = 3
lacunarity = 2 lacunarity = 2
persistence = 0.2 persistence = 0.6

R ——

0.00 0.25 050 0.75 1.00
Landscape value

Pucynok 1.3 — Bizyaunizaiiis BBy napameTpiB octaves, lacunarity ta

persistence Ha rerepauito urymy Ilepiina

Takuit mWiAXia JO3BOJISAE TEPETBOPUTH BHUMAAKOBY IIYMOBY MATPHUIIO Y
peamictuuni QopMu Tiedep, KOpuAoOpiB abo mig3eMenb, 3 IUIABHUMH KOHTYpPaMHU,
ONMU3BKUMH 10 TpupogHuX. Monaudikamii KIITUHHUX aBTOMATiB MOXYTb BKJIIOYATH
€BOJIIONIIHI aNropuTMu abo0 METOAM HaBYaHHS, $KI ONTUMI3YIOTh HaOIlp TIpaBWIl,

H1ABUILYIOYH Y3TOJKEHICTH OPM 1 KEpOBaHICTh TeHepallii.
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[lepeBaroto MeTOAy € BUCOKA OPTaHIUHICTh CTBOPIOBAHUX CTPYKTYP, @ OCHOBHUM
HEJIOJIKOM — HHU3bKUUA PpIBEHb TJI00ATBHOTO KOHTPOJIIO: CKIAJHO TMepeadadyuTu
3arajibHy TOMOJIOT1I0 KapTH JIUIIE HA OCHOB1 JIOKAIBHUX B3a€MOIIN.

Wave Function Collapse (WFC) — me oauH i3 HaWHOOTY)KHIIIAX Cyd4acHHUX
QITOPUTMIB TIPOLIEAYPHOI TeHepalii, SKuid 0a3yeThCs HA TPHHIMII 3aJ0BOJICHHS
oOMexeHb (constraint satisfaction). Anroputm Oepe sK BXigHUiMl mnpukman (Habip
naTepHiB ad0 TUIMTOK) 1 HAMaraeThCsl MOOyAyBaTH HOBY KapTy, B SIKiil KOXKHA KJIITHHA
Y3TODKYETHCS 3 CYCIIHIMU BIJTOBIIHO 70 3a7aHuX MpaBui. [Iporiec MoxHa ysIBUTH K
BUPIIICHHS TOJIOBOJIOMKH «CYAOKY» JJIA Malld: y KOXKHIM KIIITHHI 3aJIMIIA€ThCsl HAOIp
JOMYCTUMUX BaplaHTIB, SIKUW MOCTYIIOBO 3BY)KY€EThCS, TIOKK HE Oyne oOpaHO €IuHUMN
JIOITYCTUMUI CTaH.

WEFC 3abes3neuye JOKalbHY Y3TOJKEHICTh Ta T00ajbHy PI3HOMAHITHICTH, IO
JTI03BOJISIE CTBOPIOBAaTH KapTH, apXITEKTYpHI CTPYKTypH a00 HaBIThb TEKCTYpH, SKI
30epiraloTh 3aJlaHuil CTWiIb. HemomkoM € BHcOka oOYMCIIOBajIbHA CKIQAHICTH 1
MO>KJIMBICTh ‘“3aBUCAHHS MPOIECY, SIKIIO CUCTEMa OOMEXEHb HaJTO )opcTka. [IpoTte
JUIS. TIPOEKTIB, Ji€¢ BaXJIWMBa CTWIICTUYHA IUIICHICTh, LEW MIAXIT € HaJA3BUYANHO
edexTrBHEM [13].

Meron Binary Space Partitioning (BSP) Hanexuth 10 Kjgacy KOHCTPYKTHBHHX
QITOPUTMIB 1 BUKOPUCTOBYETHCA JJII PEKYPCHUBHOIO MOy MPOCTOPY HA MEHIII
migo0macTi  3a  JIOMIOMOTOK)  BEPTHUKANIBHUX a00  TOPHU3OHTAIBHUX  PO3PI3iB.
VY koHTekcTi reHepaiiii piBHiB BSP 103Boisie cTBOprOBaTH KOMITO3UIIMHO BIOPSIKOBaHI
MPOCTOPH — KIMHATH, KOPUIAOPH, 3aJTH — SIK1 JIOTIYHO 3’ €JIHaHI MK COOOI0.

[Iporiec TOOYyAOBM TOYMHAETHCS 3 €IUHOTO TMPSIMOKYTHOTO PETiOHY, SKUU
JITUTHCSI HAa JIB1 YACTUHMU BUMAJKOBOIO JIiHIE€H0. J[ai KO’KHA 4acTHWHA 3HOBY JIJIUTHCS
PEKYPCHUBHO, YTBOPIOIOUH JiepeBO po30uTTs. KiHIeBl “IMCTOBI” By3/IU JIepeBa 3a3BHYAM
IHTEpIPETYIOThCA K KIMHATH, a pedpa MIX HUMH — SIK Mepexoau abo aBepi.
BSP-rpad € edexTuBHUM mpencTaBICHHSM pPIBHSA, OCKUIBKM JO3BOJISE IIBUJIKO

BU3HAYATH BUIUMICTh, PO3MIIIEHHS 00’ €KTIB 1 KOHTPOJIOBATH MacIITad TeHepallii.
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Jlo TOJOBHUX TepeBar HajiekaTh CTPYKTYPOBAHICTh, CTaOIBHICTH 1 MPOCTOTA
peanizailii, a OCHOBHMM HEJOJIKOM € IIeBHA TI'€OMETpUYHA TNepeadadyBaHICTh, IO
YaCTKOBO BUPIIIYETHCSA BBEACHHIM CTOXACTUIHHUX (PAKTOPIB Y POIIEC MOALTY.

Takum 4YwHOM, IS MOOYJAOBH PIBHIB THUINY “Hig3eMens’ YH “KOPUAOPHUX
npoctopiB” MeToq BSP € Haii0inbi eeKTHBHUM 0a30BUM 1HCTPYMEHTOM, KU MOXeE

OyTH po3MmMpeHnid TIOpUIHUMU 200 MAITUHHUMH T1IX0/IaMHU.
1.2.2 TlopiBHAIBLHUN aHANII3 METOIIB 3a KPUTEPISIMU KEPOBAHOCTI

s oOrpyHTOBaHOTO BHOOpPY aIrOpUTMy MPOLEAYpPHOI TeHepalii piBHIB
JOIUIBHO TIOPIBHATH HAMOUIBII TOMIUPEHI METOAU 3a KIOYOBUMHU KPHUTEPISIMU:
CKJIQJHICTh peaii3allli, BapiaTUBHICTh PE3YJIbTATIB 1 OOUHCIIIOBATIbHA MPOTYKTUBHICTD.
Take MOpiBHSAHHA JO3BOJISIE BU3HAYMTH CHJIbHI Ta Cl1a0Ki CTOPOHHM KOXKHOTO MIAXOAY 1
OLIIHUTH JOIUIBHICTh MOTO BUKOPUCTAHHS B KOHKPETHUX ITPOBUX a00 CUMYIAIIINHUX
cueHapisix [44]. VY3zarambHeni xapaktepuctuku wMeroniB Perlin Noise, Cellular

Automata, Wave Function Collapse ta Binary Space Partitioning HaBeneHo B Tabiuiii

1.2.

Tabnuusg 1.2 — IlopiBHAHHS METO/IIB MPOLIEAYPHOI reHepailii piBHIB

CKJ1agHICTh BapiatuBHicTh .
Merton o ‘ [TpoayKTHBHICTH

pearizarrii pe3ynbTaTiB
] ] Bucoka (s

Perlin Noise Husbka . Bucoka
na"aAmagTiB)

Cellular Automata Cepenus Bucoka Bucoka

Wave Function Collapse Bucoxka Jlyxe BHCOKa Hwusbka

Binary Space Partitioning

Cepenns Cepennst Bucoka
(BSP) P

Perlin Noise BUpi3HSETHCS MPOCTOTOIO pealri3allii Ta BUCOKOIO ITBUJIKOIIEFO, IO
poOuTh HOTro ePeKTUBHUM JJIsi TeHepallli JanamadTiB 1 KapT BUCOT, OJAHAK BIH HE
3abe3reuye CTpyKTypHOi opranizaiii piBHiB [18]. KiiTuHHI aBTOMaTH H03BOJISIOTH

CTBOPIOBATM  PI3HOMAaHITHI ~ OpPraHi4HI  CTPYKTYpH 3 BIJIHOCHO HEBEITUKUMH
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OOYHUCTIOBAILHUMU BUTPATaMU, X04a SIKICTh Pe3yJIbTaTiB 3HAYHOIO MIPOIO 3aJI€KUTh Bij
IIPAaBHJIBHO MiAI0paHuX mpaBui nepexody [14].

Wave Function Collapse 3abe3mneuye HalBHILy CTPYKTYPHY Y3TOJKEHICTH 1
BapiaTHBHICTh, aje XapaKTePU3YEThCS 3HAYHOIO AITOPUTMIYHOIO CKIAJHICTIO Ta
HU3bKOIO MPOJYKTUBHICTIO MPH MaciiTadyBaHHI, 0 0OMEXye HOTO 3aCTOCYBaHHS B
peanpbHOMY dYaci. Ha mpomy ¢oni merom Binary Space Partitioning memoHcTpye
ONTUMAJBLHUM OallaHC MIXK CKIIQJIHICTIO peajizallii, MPOJAYKTUBHICTIO Ta KEPOBaHICTIO
cTpykTypu piBHA. BSP edextuBHO MacimiTabyeThesi, 3a0e3neuye JOTiYyHy TOMOJIOTIIO 1
NPUIATHUI A1 BUKOPUCTAHHS K 0Aa30BHIl aJITOPUTM y peaTbHOMY Yaci, 0COOJIMBO B

IO€JHAHH] 3 10AATKOBUMH CTOXAaCTUYHUMHU a00 1HTEJIEKTYalbHUMH MOAYIISIMU [48].
1.2.3 Metoau OIiHIOBaHHS SIKOCTI 3r€HEPOBAHMX PIBHIB

Jist 00’€KTUBHOI OIIIHKM pE3yJIbTaTiB IMPOIEIYpPHOi TeHepalii HeoOX1THO
3aCTOCOBYBaTH CHUCTEMY METPHUK, IO JIO3BOJISIE KUIBKICHO Ta SIKICHO BHU3HAYUTH
MPUAATHICTh 3T€HEPOBAHUX PIBHIB JIO IFPOBOTO BUKOPHUCTAHHS. Taki METPUKHU NAIOTh
3MOTY OIIIHUTH BIJIMOBIJHICT, PIBHIB BHUMOraM TeWMaM3aiiHy, OYIKYyBAaHOMY PIBHIO
CKJIAJHOCTI Ta I[IbOBOMY IFPOBOMY JOCBIAY, @ TaKOXX BHUKOPHUCTOBYIOTBCS SIK
IHCTPYMEHT 3BOPOTHOTO 3B’S3KY IJIsi TOJAJBIINOI ONTHUMI3AIll aJIfOPUTMIB TeHeparlii
[22]. Hespaxaroun Ha BigMinHocTi Mix amroputmamu (BSP, Perlin Noise, WFC,
Cellular Automata), 6a30B1 IPUHILIUIY OL[IHIOBAHHS SIKOCTI 3aJIMIIAIOTHCS CHTBHUMH.

OmHuM 13 KJIIOYOBHUX IOKA3HUKIB SKOCTI € TPOXITHICTH PIBHS, sIKa BHU3HAYA€E
MOKJIMBICTh 3aBEpPIIEHHS IrPOBOrO NPOCTOpY ©0€3 BUHUKHEHHS TYMUKIB a0o
HEJOCSOKHMX 30H [15]. @opmanbHO piBeHb mogaeThes y Burisni rpada G = (V, E), ne
BEpIIMHMU BIJMOBIJAIOTh KIMHAaTaM abo 30HaM, a pedpa — mepexoaaM MiX HUMHU.
KoeditieHT mpoxiTHOCTI MOXKe OYTU BU3HAYCHUM K BITHOIIEHHS KUIBKOCTI TOCSIKHUX

BEPIIHH JI0 3araJibHOI KUTBKOCTI BEPIIHUH rpada:

R _ |Vreachable|
VI
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Jlnist irpoBO MPUAATHOTO PiBHS 3Ha4eHHA R MOBHMHHO JOPIBHIOBATH OAMHUIN. Y
BUNIAJIKY BUKOpUCTaHHS BSP-airopuTmiB 11 yMOBa 10CSTA€THCS 3aBASKH 1€papXigHOMY
3’€IHaHHIO Mif00IacTei, o 3a0e3neuye 3B’ I3HICTh YCiX CErMEHTIB KapTH.

bananc ckmagHOCTI piBHS € 1€ OJHIEI0 KPUTHYHO BAXKIMBOIO METPHUKOIO,
OCKUIbKHM 0e3MmocepeiHbO BIUIMBAE Ha KOMGOPT 1 3aliKaBieHicTh rpaBis. CKIaaHICTh
Moske OyTH moJiaHa sIK 3Ba)K€Ha CyMa OCHOBHHUX ITpOBUX (DaKTOPIB, TAKUX K KUTBKICTb

BOpOFiB, IMaCTOK Ta JOBXNHA KPUTUYIHOI'O HIJIAXY:!

D = aFE + BT +yL,
ne E — KiIbKICTh BOPOTiB,
T — KITBKICTh MMACTOK,
L — nmoB)krHA OCHOBHOT'O MapuipyTy,

a, B, Y — KoedIlieHTH BaroMOCTi.

JUIst OIIIHKM YHIKaJbHOCTI 3r€HEPOBAaHUX PIBHIB 3aCTOCOBYIOTHCSA METPHUKU
CTPYKTYPHOI MOJIIOHOCTI, SIKI HOPIBHIOIOTH TOIMOJIOTIIO pi3HUX KapT. Y Bunaaky BSP e

MOIKC 6YTI/I BH3HAYCHO 4YCPC3 HOpiBHHHHH MHOXXHNH By3JIiB ABOX ICPCB:

_ |T;NTy|

U=1 ,
|T1UT,|

ne T; Ta T, — MHOXUHU By3:11B B1ANOBIIHUX BSP-cTpykTyp.

OxpeMo pOo3IIIAIa€ThCs €CTETUYHA Y3TO/KEHICTh PIBHS 3 XY0KHIM CTHUJIEM TPHU.
Xoya 1ell TMOKa3HUK Mae€ CyO €KTUBHUM XapakTep, y Cy4YacHUX JOCIHIJIKEHHSX
MPOTIOHYEThCSI MOTO YacTKoBa dopmarizailisi 3a gornomororo ML-knacudikaropis, sxi

OLIIHIOIOTh BIAMOBIIHICTh BI3yaJIbHUX MAaTEPHIB 3aJJaHUM €TaJlOHaM CTHUIIIO.
1.3 OOrpyHTYyBaHHS BUOOPY TEXHOJIOTTYHOTO CTEKY

OOrpyHTyBaHHSI BUOOPY TEXHOJIOTIYHOI OCHOBM i JOCHIIKEHHS CHCTEM

MPOIIEAYPHOI TeHepallil piBHIB Ma€ CIIUPATUC Ha aHai3 (QYHKI[IOHATBHUX 1 TEXHIYHHUX
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BUMOT, a TaKOX Ha MOXJHUBICTh EKCIEPUMEHTAIbHOI TIEPEBIPKA OTPUMAHHUX
pesynbTaTiB. Jns peamzamii  BSP-opientoBanoi PCG-cucreMu KpUTUYHUMHU €
MPOIYKTUBHICTh, JTOCTYN 10 HU3bKOpiBHEBUX API, MOAybHICTH, a TaKOXX HAsBHICTh
IHCTpYMEHTIB  Bi3yajizallii, JioryBaHHd ¥ mnpodumoBaHHS, 110 3a0e3MeuyroTh
BIITBOPIOBAHICTh EKCIIEPUMEHTIB 1 KOPEKTHY IHTEpPIpETAIlil0 METPUK. 3 METOI0
dopmanizamii BHOOPY [OIJIIBHO BHUKOHAaTH TMOPIBHSHHS TMOIIMPEHHX pYIIiB 3a
PEEBAaHTHUMHU KPUTEPISIMHU.

VY3aranbHene mopiBHsAHHS xapaktepuctuk Unity, Unreal Engine 5 ta Godot

Engine sk TexHosoriyHO1 0a3u I TOCTIHKEHHS IPOIIEAYpHOI reHepallii HaBeJAeHO B

Tabymmm 1.3.
Tabmuns 1.3 — IlopiBHSHHS ITPOBUX pPYIIIiB SIK TEXHOJOTIYHOI OCHOBHU
JTOCITII>KEHHS
Kpurepiit Unity Unreal Engine 5 | Godot Engine
o C++/
MoBa 0CHOBHOI peaizarii C# C++ )
GDScript
Hoctyn 1o HuzbkopiBHeBoro API OOMexeHuit IloBHuit IToBHUH
[Tigrpumka BSP-anroputmin ObmerxeHa IToBHa YactkoBa
. ITepeBaxkno uepes PCG ‘
BOynosani inctpymentu PCG ] Ob6mexeHi1
IUIariHy Framework
Po6Gota 3 Benmukumu 3D-crienamu Cepennst Bucoka Ob6mexeHa
[acTpymenTu npogiatoBaHHS Ta ) ) )
basosi Posmmpeni basosi
nebary
BisyanbHa sIKiCTh PEHIEPUHTY Cepenns Bucoxka Cepenns
[IpuaaTHICTh ISl EKCTIEPUMEHTIB Cepennst Bucoxka Cepennst

Ax BuanO 3 Tabmuii 1.3, Unreal Engine 5 Ha#011bp11 TTOBHO BiJIIIOBIIa€ BUMOTaM
JTOCHIDKEHHS  MPOLEAYpHOI  TeHepallii  piBHIB, OCKUIBKM  IOEAHYE  BHCOKY
MPOYKTUBHICTh, PO3BUHYTI 3acoOM HATWUBHOI peanizaiii amroputmiB Ha C++ Ta
HasBHICTh 1HCTPYMEHTIB U1 €KCIIepUMEHTajdbHOro aHamizy. BoOynosanmii PCG
Framework 1 wmoxnuBicTh komOiHyBaHHsi C++-noriku 3 Blueprint-mexanismamu

3a0e3MeuyloTh 3py4YyHE MapaMeTpUYHE HaJAIITyBaHHS TEeHepaTropa Ta IIBUIKE
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TECTyBaHHs pi3HUX KoHbiryparmii BSP 06e3 HagMipHOro yckiagHeHHS POOOYOro
poIIeCy.

HonatkoBo UES Hamae po3BuHEHi 3acoOu mpodiTfOBaHHS Ta HAJIATOKEHHS, 110
JIO3BOJIAIOTh 30MpaTH JaHi MPO YacOBl BUTPATHU, CTPYKTYPY 3rEeHEPOBAHUX PIBHIB 1
MOBEMIHKY aJIrOpuTMy 3a pi3HUX mnapamerpiB. [linTpumka cydacHUX TrpadiaHUX
TEXHOJIOTIM TIJCHIIFOE MOXUIMBICTh Bi3yaslbHOI BepHQiKallii pe3yiabTaTiB, MO €
BXUIMBAM Y KOHTEKCTI KOMIUICKCHOI OIIIHKH SKOCTI TIPOIEAYPHO 3TeHEPOBAHHX
cTpyktyp [16]. Takum umnom, BuGip Unreal Engine 5 sik TeXHOIOTIYHOI OCHOBHU €
HaWOLIBII OOTPYHTOBAHHUM JIJIA peaiizallii Ta eKCIepuMEeHTaIBHOTO JochimKkeHHss BSP-

OpIEHTOBAHOI CHCTEMH MPOIEAYPHOI reHepailii piBHIB.
1.3.1 Tlpuunnan Bukopuctanas Unreal Engine 5 anst mporieaypHoi renepartii

Unreal Engine 5 3a6e3nedye KOMIUIEKCHY TEXHOJIOTIYHY OCHOBY JJIsl peai3aliii
MPOIEAYPHOI TEeHepalllii KOHTEHTY 3aBJsKU TMOEAHAHHIO BUCOKOMPOAYKTHUBHOI C++-
apXITeKTYpH, PO3BUHEHUX IHCTPYMEHTIB IHTerpamii Ta MPOMHCIOBOTO PIBHA
Bi3yanizailii. Lle n1o3Bossie peanizoByBaTH ajJrOPUTMHU MPOIEAYPHOI reHepailii, 30Kkpema
Binary Space Partitioning (BSP), sik y KOHTEKCTI pefakTopa, Tak 1 i 4ac BUKOHAHHS
I'PH, 3 MOXKJIMBICTIO ITOJIAJIBIIIOTO €KCIICPUMEHTAIBHOTO aHai3y pe3yibTati [17].

Boynosanuit By3noBuii ¢peitmBopk PCG 'y UES nos3Bosisie dopmyBatu
NpOIEAYPHI JAHIIOKKKA TeHepallli y BUIJsAAl TpadiB, ae eranu OOpOOKH JTaHMX,
binpTparii, momudikamii Ta po3mimieHHS 00 ’€KTIB OpraHi3oBaHi SK KepoBaHa
NOCHIJIOBHICTh  omepamiil. Takuil miaxig chpomlye noOyIoBY — BIATBOPIOBAHUX
EKCIIEpUMEHTIB: TTapaMeTpu reHepallii MOXKyTh 3MIHIOBaTUCS 0€3 OPYIICHHS 3arajJbHO1
CTPYKTYpH TaWIIaiiHa, a pe3yJbTaTh OJpa3y Bi3yali3ylOTbCsS y BBIOMOPTI PelaKkTopa.
Jns BSP ne € npuHUMNOBUM, OCKUIBKM 0a30Ba TOMOJOTIA PIiBHA (POPMYETHCS
PEKYPCUBHO, MICJISI 4OTO MOXE OyTH JOTIOBHEHA TpaBUJIaMH PO3MIIMICHHS 00 €KTIB 1
O0OMEKEHHSAMH, 1110 KOHTPOJIIOIOTHCA Ha PiBHI rpada. Y3araabHEeHy CXeMy KOMIIOHEHTIB
UES, mo miarpumytots peanizamito BSP-renepatopa (C++, Blueprint/PCG Graph,

npodiTFOBaHHS, Bi3yalti3allisi), HaBEJEHO Ha PUCYHKY 1.3.
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ITepeBaroro UES nns gocmipkeHHST TPOIEAYpPHOI TeHepalli € ToeaHaHHS

HATUBHOI peaiizaiii Ha C++ Ta MBUAKOTO HanamTyBaHHsa yepe3 Blueprint-intepdeiicu.

C++

Blueprint/PCG Graph

Profiling

Visualization

Pucynok 1.3 — Kommnonentu Unreal Engine 5

VY mexax BSP-renepatopa pexkypcuBHUN MO 1 MOOY/I0Ba CTPYKTYpH JaHUX
JOLIIBHO peanizoByBatu Ha C++, Tol sSIK mapameTpu (TaubuHa JepeBa, MeXi po3MipiB
KiMHAT, seed) MOXYyTh 3MIHIOBATUCA 0€3 IEPEKOMITUIAILIT, 110 MPUIIBUIIIYE TECTYBaHHS
cepiii koHdirypamid 1 30ip Merpuk [6]. Taka cxema 3a0e3medye OJHOYACHO
BiJITBOPIOBAHICTh EKCIIEPUMEHTIB 1 MPAKTUYHY 3pYUYHICTh AOCITITHUIIEKOT POOOTH.

JIoOIaTKOBUM YWHHUKOM € HAasBHICTh PO3BHHEHUX 3ac00iB MTpodiIrOBaHHSA,
JIOTYBaHHS Ta Bi3yaJbHOI J1arHOCTUKH, IO J03BOJIAIOTH BUMIPIOBATH MPOAYKTUBHICTh
reHeparopa Ta aHajli3yBaTH MOTO MOBEIIHKY 3a pi3HUX napametpiB. Lle € kpuTuuyHum
JUISL TOCHIKEHb, /e HEOOX1THO 3ICTaBISATH HIBUIKOIIO, BApIaTUBHICTh 1 CTPYKTYpPHI
BJIACTUBOCTI PIBHIB Ta OOIPYHTOBYBaTH BHOIp HayamTyBaHb reHepariii [18]. Bucokuii
piBerb Bizyamzaiii UES Takox cropolrye BidyalibHy BepHUGIKAIil0 MPOIETyPHO
CTBOPEHHUX CTPYKTYp 1 iX MNPUAATHICTH A0 MOAAJIBUIOTO HAMOBHEHHS acceTamu, IO

BAXKJIMBO JJIs1 KOMILJIEKCHOI OI[IHKH PE3YNbTaTy.
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Takum ymHoMm, Unreal Engine 5 € gouinpHOMO matdopMoro ajis peanizalii Ta
nociigxeHHss BSP-opieHTOBaHOro reHepaTopa piBHIB, OCKUIBKM MOEIHYE HATHUBHY
npoAayktuBHicTh C++, 1HTErpoBaHI MPOLEAYpPHI IHCTPYMEHTH Ta TIOBHHMH IIMKII
CKCIIEPUMEHTAJIbHOI ~ TepeBipku  (Bi3yamizamisi,  NpouUIOBaHHS,  KEpyBaHHS

napaMeTpamu) B Mexax OJHOTO CEpEAOBHIIA.

1.3.2 JlouinbHicTh 3acTOCyBaHHs MOBH CH++ y peaizallii reHeparopa piBHIB

Mosa C++ € 6a3zoBoro ckimamoBoro apxitektypu Unreal Engine 5 1 3a6e3meuye
OPSMHUA JOCTYIT 10 MOTO0 BHYTPIIIHIX CHUCTEM, 110 POOUTH ii AOLUIBHUM BHOOPOM IS
peanizalii BUCOKOINPOJIYKTUBHOIO T'€HEpaTopa pIBHIB HAa OCHOBI airoputMmy Binary
Space Partitioning (BSP). 3aBasiku BHCOKiIN MBUAKOAIT BUKOHAHHS, KOHTPOJIIO HAJl
naM’sITTI0O Ta TICHIA 1HTerpauii 3 siapom pymns, C++ 1o3Bosisie peani3oByBaTH
NPOLEIYypHI aIrOpuT™MU 0€3 OOMEXEeHb, XapaKTEepHHUX JUIsl I1HTEPIpPETOBaHUX abo
BIPTYyaJIi30BaHUX CEpellOBUI. 3arajbHy cxeMy B3aemojli C++-Joriku reHeparopa 3

BI3yaJIbHUMH Ta peAakTopcbkuMu koMmrnoHeHTamMu UES HaBenaeHo Ha puUCyHKY 1.4.

C++ Core Logic

BSP Tree
Spatial Partitioning
Metrics Collection

?
Engine API Layer

Actors, Components,
World, Memory, Threads

f
Blueprint / PCG Graph
Parameters, Visualization
Editor Control

?

Editor & Runtime Visualization
Viewport, Debug, Profiling

Pucynox 1.4 — B3aemogmist C++-peanizartii
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OnHieo 3 KIOYOBHX mpuuMH BuOopy C++ € Horo BHCOKAa OOYHCIIIOBabHA
edexTuBHICTh. Ha Binminy Bix Blueprint-joriku, sika BUKOHYEThCS uepe3 BIPTyaJIbHY
MarmuHy, C++-KoJ KOMIIUTIOETBCST OE3MOCEPENHBO Y MAITMHHI 1IHCTPYKITIi, IO iCTOTHO
3MEHIIly€e HakjIaAHl BUTpaTu BUKOHaHHs. Lle € xputuunum ans BSP-reneparopa, axuit
BUKOPHCTOBYE PEKYPCHUBHI aJTOPUTMH MOAUTY MPOCTOPY, OOpOOJIsi€ BETUKI MacHUBU
TCOMETPUYHUX JaHUX 1 GOpMYy€e 3B’SI3KH MK YUCICHHUMU CTPYKTYPHUMH €JIeMEHTaMHU
piBHs [19]. [IpakTu4Hi1 JOCTIHKEHHS BKa3ylOTh, 10 peajizallisl alropuTMIB TeHeparlii
Ha C++ y cepenoumii UES neMoHCTpye CyTT€BO BHUILY MPOTYyKTUBHICTH MOPIBHSHO 3
Bi3yaJIbHUMH CIICHAPISIMH.

Buxopucranns C++ Takox 3a0e3nedye MOBHUM KOHTPOJIb HaJ KepyBaHHSIM
naM’sITTI0, TOTOKaMHW BHWIKOHAHHS Ta JKUTTEBUM IMKJIOM 00’ekTiB. lle mo3Bomsie
ONTHUMI3yBaTU PEKYpCHBHI BUKIMKKM BSP-anroputmy, 3MeHIyBaTH KUIBKICTh
JVHAMIYHUX aJIOKallld Ta peai3oByBaTH MapaliebHy 00pOOKYy OKpeMHX MijjiepeB adbo
€TaIliB IIJATOTOBKM TeoMmeTpii. Taki MOXKIUBOCTI € OCOOJHMBO BaXJIWBHUMHU IS
MPOLIETYPHUX CHUCTEM, IO IOBHHHI MpaIlOBaTH B PEXKHUMI peaJbHOro 4acy abo
TE€HEPYBATH BEJIMKI CIIEHU 3 BUCOKOIO KIIBKICTIO €JIEMEHTIB.

3nauHoro nepeBaroro C++ € moctyn a0 HusbkopiBHeBux API Unreal Engine,
BiatouHo 3 wmoayimsimu  Core, Engine, Gameplay Tta Rendering. Ile mo3Bossie
CTBOPIOBATH BJIACHI KOMIIOHEHTH U IUIAriHU JUIsl IPOLEAYPHOT TeHepallli, peani30ByBaTH
CHeIiai3oBaHl aKTOpW KIMHAT 1 KOPHIOPIB, a TaKOX 30UpaTH JI€TadbHy CTATUCTUKY
moo0 crtpykrypu BSP-nepeBa Ta uvacy BukoHaHHS reHeparii. Takum uuHOM, CH++
dbopMye OCHOBY pO3IIMPIOBAHOT apXITEKTypH TEeHEpaTopa, SKa HE OOMEXYyeTbCs
ctangapTHuMu MoxiBocTsiMu PCG Graph.

Y KOHTEKCTI JOCHIAHMUIILKOI Ta akajeMiuyHOi poOoTtu BuxkopuctanHs C++ €
JOIUTBHAM TAaKOX 3 OTJISAY Ha MIATPUMKY MOIYJIBHOI pO3pOOKH, aBTOMATH30BAHOTO
TECTyBaHHS Ta I1HTerpamii 3 cucTeMamMu KoOHTpodtro Bepcid. Ile 3abesmeuye
BIJITBOPIOBAHICTh €KCIEPUMEHTIB, MPO30PICTh peaiizailii Ta MOXKJIUBICTh MOAAIBIIOTO

MaciTabyBaHHS MPOEKTY.
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2 METOJIM TA AJITTOPUTMHU MPOIIEYPHOI BSP-TEHEPALIIT

2.1 3aranpHa apxiTEKTypa CUCTEMH MPOIEAYPHOI reHepalii piBHiB

ApXITEeKTypa cucTeMH IpoleaypHoi renepailii pisHiB B Unreal Engine 5 noBunHa
3abe3reuyBaTl MOJYJIBHICTh, MacCIITa0OBaHICTh 1 THYYKICTh IHTErpallii ajJropuTMiB
redepailii. OCHOBHOIO METOIO0 TaKOi apXITEKTypu € CTBOPEHHS €IUHOTO MPOrPaMHOTO
CepeIOBHINA, SIKE JIO3BOJISIE pPEali3oByBaTH, HANAIITOBYBATH Ta EKCIIEPUMEHTAIHHO
OILIIHIOBATH PI3HI AJITOPUTMIYHI Miaxonau, 30kpema Binary Space Partitioning (BSP), 3
MOJKJIMBICTIO iIHTEpaKTUBHOI Bizyautizaiii pe3ynbratiB y mexxax Unreal Editor [20].

Cucrema IpOEKTYETHCS 3a MPUHIUIIOM OaratopiBHEBOI MOJYJIBHOCTI, JIeé KOKEH
KOMITOHEHT BUKOHY€ OKpeMy (YHKIIII0, 2 OOMIH JaHUMH M1 MOJYJISIMH 3/[1IACHIOETHCS
yepe3 4YITKO BH3HayeHi 1HTepdericn. Takuil miaxiag 3a0e3nedye  HE3aNeXHICTh
QITOPUTMIB  TEHepallli, TOBTOPHE BUKOPUCTAHHS KOMIIOHEHTIB 1 MOMKIIUBICTb
po3WMpeHHsT cucTeMu O0e3 Moau@ikanii 0a30BOi JOTIKH. Y3arajibHEHY CTPYKTYpPY

apXITEKTYpH MPOIEAYPHOI TeHepallii piBHIB HaBeJCHO Ha PUCYHKY 2.1.

Generator Module

Implements procedural
generation algorithm (e.g.
BSP, Wave Function Collapse)

. ‘ J/
Parameter Manager

Configuration and storage
of generation parameters

v

Integration Layer

Interfaces connecting
generator to Unreal Editor

v

Validation & Evaluation\

Automatic quality
assessment of geneerated
| levels

v

Persistence & Export )

Storage and export of
§ generation resuits

-

J

P

Pucynox 2.1 — ApxiTekTypa CUCTeMH MPOIEAYPHOI reHeparlii piBHIB
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LleHTpanbHUM €JIEMEHTOM apXITEKTypH € MOJyJib TeHepalii, sSKuil peaizye
oOpaHu¥l alropuT™M MpoLeaypHOi MoOynoBu piBHA. Y Bunaaky BSP meit momynb
BIJINIOBIIa€ 32 PEKYPCUBHHM TMOALI MPOCTOPY, POPMYBaHHS KIMHAT 1 MEPEXOJiB MIX
HHUMH, a TAKOXK 32 MATPUMKY 5K odiaiiH-TeHepallli B pelakTopi, Tak 1 reHeparrii m yac
BukoHaHHs rpu. B Unreal Engine Takuii MOaynb JOLUIBHO peali3oByBaTH y BHIJISAL
C++-koMIOHEHTa 3 MOKIIHMBICTIO BUKITUKY 3 Blueprint abo PCG Graph [21].

HanamryBanHs mnapameTpiB TeHepallli BUKOHYEThCS Ye€pe3 OKpEMUl MOJYJIb
KepyBaHHs  MapaMeTpaMmu, SKH 3abe3nmedye  IEHTpalTi30BaHUM  JOCTYN  J0
KOH(DIrypaimiitHux 3HaueHb, TAKUX K pO3MIpHU piBHs, IuOUHa pekypcii BSP-aepesa Ta
koeditieHTH BUMAAKoBoCTi. lle m03Boise 3MiHIOBATH IIOBEIIHKY TeHepatopa O0e3
NEePEeKOMIUIALII KOIy Ta BHUKOPUCTOBYBAaTHM PI3HI mOpodull MmapaMerpiB s
eKCIIEPUMEHTAIbHOIO aHaMI3Yy.

InTerpamis 3 Unreal Editor peanizyerbcst uepe3 crieliaJibHUN 1m1ap B3a€MOJI1, 110
BIJINIOBIJIa€ 3a Bi3yalli3allilo PEe3yJbTATiB T€Hepallii, 3allyCK aJfOPUTMIB Y PEaIbHOMY
yaci Ta B3aemoito 3 Blueprint 1 PCG Graph. 3aBngku 11boMy 3reHEpOBaHi CTPYKTYpH
MOXYTh OyTH O€3MocepeHbO NEPEBIPEH] Yy BBIONOPTI PEAAKTOpPA, IO CYTTEBO
IPUCKOPIOE MPOIIEC TECTYBAHHSI Ta HAJIATOJIKCHHS.

Jl7is aBTOMATH30BaHOT MEPEBIPKU PE3yIbTaTIB Y CUCTEMY BKIIOUYAETHCS MOIYJb
OLIIHKMU SIKOCTI, SIKMI aHalli3y€ 3reHepOBaHl PiBHI 32 3alaHUMH METPUKAMH, TAKUMU SIK
MPOXITHICTh, BaplaTUBHICTb, OaJaHC CKIAIHOCTI Ta MPOCTOPOBa €(PEKTUBHICTD.
Pesynbraty OIiHIOBaHHS MOXKYTh BUKOPHCTOBYBATHCS SIK JIJIsl BI3yaJIbHOTO aHANi3y, TakK

1 JUIS TIOTAJTBIIIOT ONITUMI3allli aJITOPUTMIB TeHepailii.

2.1.1 lpunnunu no0yaoBu MOAy IbHOI apxitektypu PCG-cuctemu

MopynbHa CTPYKTypa IPOrPaMHOT0 KOMILUIEKCY CUCTEMH MPOIIeAYPHOI reHeparii
PIBHIB BHU3HA4a€ il THYYKICTh, MacCIITa0OBaHICTh 1 MPHUIATHICTh JO IMOJAJIBIIOTO
po3mmpenns. Y cepenoBuin Unreal Engine 5 Taka cuctemMa JOIIIBLHO PEai3yeThCs K
CYKYTIHICTh HE3aJIeKHUX, ajieé B3a€MOIIOB’SI3aHUX MOJYJIB, MOOYJAOBaHUX Ha OCHOBI
C++-noriku, Blueprint-komnonenTis 1 By3noBux rpagis PCG. KoxxeHn Monynb BUKOHY€

okpeMy (YHKIIIO Ta B3a€EMOJIE 3 IHIIMMH Yepe3 4YITKO BH3HAYeH1 iHTepdeiicu, 1o



32

3abe3reuye ciabKy 3B’ s13aHICTh KOMIIOHEHTIB 1 CIIPOIIYE MIATPUMKY CUCTEMU. 3arajibHy

CTPYKTYPY MOAYJIBLHOT Oprasizaiiii mporpaMHOTO KOMILJIEKCY HABEJICHO Ha PUCYHKY 2.2.

Parameter
Module

F 3

Y

Core PCG
BSP Generator
(C++)

r S

\ 4
A

Y Y

Persistence & Validation & Integration &

Export Module | | Metrics Module Editor Layer
(Blueprint/PCG Gaph)

PucyHok 2.2 — MojynbHa CTPYKTypa IpOrpaMHOTO KOMIUIEKCY

[leHTpaJlbHUM €JIEMEHTOM CHUCTEeMH € MOJYyJib TeHepallii, SKU peaizye
OCHOBHUM aJTOPUTM MPOLIEAYpPHOI MOOYAOBH piBHSA. Y MEXax JaHOI pOOOTH TaKuM
anroputMoM € Binary Space Partitioning, mo BiANOBIAa€ 3a PEKYPCHUBHHUM MOJT
npoctopy, GopMyBaHHs KIMHAT 1 nepexoiB Mixk HuMu. Y Unreal Engine neit moayib
JOIITBHO peali3oByBaTh y BHUTJsAl CH++-KOMIOHEHTa 3 MOXIIMBICTIO BUKIUKY 3
Blueprint a6o interpamii y PCG Graph, mo [103BOjsi€ TIOEAHATH BUCOKY
MPOIYKTUBHICTb 13 BI3yaJIbHUM KOHTPOJIEM PE3YNIbTaTIB [22].

KepyBanHus mapamerpamMu TeHepallii 31HCHIOEThCS 4Yepe3 OKPEeMHM MOJyJb
HaJallTyBaHb, AKUM 3a0e3nedye UEHTpai30BaHUM JOCTyN A0 KOH(IrypamiiHux
3HAuY€Hb, TAKUX SIK TNIMOMHA pekypcli BSP-nepesa, Mexi po3mipiB KIMHAT, KOEPILIEHTH
BHUIMAJKOBOCTI Ta CTUJIICTHYHI OOMEXKEHHs. BiloKpemJIeHHS MmapaMmeTpiB BiJ JIOTIKH
reHepaiii J03BOJIsI€ 3MIHIOBATU TOBEMIHKY aJrOpUTMYy 0€3 MEepeKOMIIUIALIT KOAy Ta
BUKOPUCTOBYBATH Pi3HI Tpod it KOHPITYpaIii st eKCIEPUMEHTAITBHOTO aHaI3Yy.

[arerpamis reneparopa 3 Unreal Editor peamisyerbcss uepes crerianbHUAN
IHTErpaliiHuii MOAYJb, SIKMW BIJIMOBIJAE 3a Bi3yali3allil0 pe3yJbTaTiB y BBIONOPTI,
3aIlyCK reHepailii B peanbHOMy 4daci Ta B3aemogito 3 Blueprint 1 PCG Graph. Le nae

3MOTYy JAOCTIAHUKY a0o0 au3aiiHEpy OINEepaTUBHO 3MIHIOBAaTH MapameTpu W oJpas3y
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OILIIHIOBATHU BIUIMB LKX 3MIH Ha CTPYKTYpPY PIBHS, IO CYTTEBO MPUCKOPIOE MPOILIEC
TECTyBaHHS.

JIJis KOHTPOJIIO SIKOCTI 3r€HEPOBAaHUX PIBHIB y CHCTEMY BKIIIOUAETHCS MOYJb
BaJijamii Ta TECTyBaHHs, SKUM BUKOHYE aBTOMATHYHY IE€PEBIPKY pe3yJbTaTiB 3a
BU3HAYEHUMH METPUKAMU, TAKUMHU SIK IPOX1IHICTh, BAPIaTUBHICTD 1 OallaHC CKIIaJHOCTI.
Pesynbratu anamizy MOXyTh BUKOPHUCTOBYBATHUCS SIK JIJISl BI3yaJbHOTO KOHTPOJIIO, TaK 1
JUISL TIOAQUTBIIIOT ONITUMI3AIIIT aITOPUTMIB TeHEpaIlii.

Oxpemuii MOAYJTh 30€pEKEHHS Ta €KCHOPTYy 3abe3mnedye (ikcalliio pe3yibTaTiB
redepauii y Bursiai Unreal-acceTiB a00 CTpYKTYpOBaHMX JaHUX, MPUIAATHUX IS
NOBTOPHOI'O BHUKOPUCTaHHS I NOpiBHsJIbHOrO aHamnizy. Lle mo3Bomsie 3abe3neuntu
BIJITBOPIOBAHICTh E€KCIEPUMEHTIB 1 BHKOPUCTOBYBAaTM OTpPHUMAaHI pPE3YJIbTATH ¥y

IogaJIbIInuXx I[OCJ'IiI[)KeHHSIX.

2.1.2 JloriuHa B3aemMoIisl MOAYJIIB TeHEpaIlii, TeOMeTpii Ta Bizyasizallii

Cucrema npoueAaypHOi TeHepalii piBHIB Ha OCHOBI aiaroputmy Binary Space
Partitioning (BSP) B Unreal Engine 5 nmoOyjoBaHa sik OCJIIOBHUN KOHBEEP B3a€EMOJIT
MDK TpbOMa KIIFOUOBUMH Moylisimu: BSP-renepartii, reometpii Ta Bizyamizamii. Takuit
niaxia 3abesnedvye 4iTKUA pO3MOALT BIANOBIAAIBHOCTEH, CIPOILYE MaclITaOyBaHHS
CUCTEMHU Ta JI03BOJISIE BIJOKPEMUTH JIOTIKY TeHepalli BiJ eTamiB ToOyJIoBU W

B1I00OpakeHHs reoMeTpii, 110 300pa’keHO Ha PUCYHKY 2.3.

BSP-GENERATION

* Create mathematical model of level

+ Room descriptors without real
geometry

\. v

v

GEOMETRY

« Generate topological mesh

= Convert room descriptors into
3D objects

T

+ Display generated 3D structures
+ Simplified greybox mode (optional)

Pucynox 2.3 — Cxema B3aeMo1ii MK MOJTYJISIMH
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Monayne BSP-renepariii BUKOHYe MOYaTKOBHI eTar moOyA0BHU PiBHS, peali3youn
PEeKYPCUBHUN TOJILJI BUXITHOTO MPOCTOPY Ha MmijgoOnacti. Y pe3ynbraTi GpopMyeThes
iepapxiuaa cTpykTypa BSP-mepeBa, npe KOXKeH JIMCTOBUI BY30J1 ONMUCYE JIOTIYHI MEXI
KiMHaTH abo kopuaopy. Ha 1iboMy erami CTBOPIOEThCS aOCTpakTHA MOJIEIb PiBHS, IO
MICTUTh JIMIIE€ TPOCTOPOBI MapamMeTpud Ta TOMOJIOTIYHI 3B’SI3KM 0e3 peaabHOi
reometpii [23].

Hani, cpopmoBani BSP-monynem, mepenaroTbest 10 MOAYNSl TE€OMETpli, SKUN
BIJIMIOBIIa€ 3a MEPETBOPEHHS JIOTIYHOI CTPYKTYPH Yy TPUBHUMIPHY TOMOJOTIYHY CITKY.
TyT BUKOHYIOThCS TTOOYI0Ba MEIIIB, T€HEpaIlisd KOMi31i Ta ONTUMI3AIlisd reoMeTpii s
MOJAJIBIIOTO PEHIEPUHTY. Moaynb TeoMeTpii BHCTYNA€e MPOMDKHOIO JIAHKOK MIXK
JITOPUTMIYHOIO MOJCIUIIO MPOCTOpy Ta i1 (izuuHuM mpeAcTaBiieHHsM y cueHl Unreal
Engine.

3aBeplIiagbHUM €TaroM € MOAYJb Bizyanizallli, skuil 3a0e3rneuye BiioOpakeHHs
3reHepOBaHOi TreoMeTpii y BbIONMOPTI pymris. Ha 1mpoMy piBHI 3aCTOCOBYIOTHCS
MaTepiaiau, OCBITJICHHS Ta PEKHUMH ONTHMI3allii, 30Kpema greybox-Bizyamizamis ajs
IIBU/KOI OLIIHKK TOMOJIOTIT piBHSA. MOAyab NIATPUMYE aBTOMATUYHE OHOBJIEHHS CLEHU
npy 3MiHI TapaMeTpiB TeHepalii, 1o 3a0e3neuye 1HTEPAaKTUBHICTh 1 3pPYYHICTb
TECTYBaHHSI.

B3aemoniss Mk MOIyJIIMHM pealti3yeTbest uepe3 noaieBy mojnenb Unreal Engine:
micnsi 3aBeplieHHs TeHepaiii BSP-cTpyKTypu 1HIIIIOETBCS OHOBJICHHS T€OMETpii, a
nicas ii moOynoBM — NEPEpEeHIEPUHI CLIEHH. Taka cxema J03BOJIIE€ OpraHi3yBaTH
ACHHXPOHHY OOpOOKYy, 3MEHIIIUTH 3B’SI3HICTh KOMIIOHEHTIB 1 3a0€3MeUnTH CTAOUIbHY

pOOOTY CUCTEMH HaBITh JIJIS BEJIMKOMACIITAOHUX PIBHIB.
2.2 AnTopUTM JBIKKOBOTO PO3OUTTS MPOCTOPY SIK OCHOBA TeHEpaIllii piBHIB

Anroputm Binary Space Partitioning (BSP) € omnum 13 06a30BUX METOiB
MPOLIElypHOI reHepallii piBHIB, KU IIMPOKO 3aCTOCOBYETHCS AJI MOOYAOBU JIOTTYHO
BIIOPSAKOBAHUX 1€papXIYHUX MPOCTOPiB. Foro oCHOBHA iJies TOJISATAE Y PEKYPCUBHOMY

MOl TTOYaTKOBOI 0OJACTI HA MIAMPOCTOPH 3a JOTIOMOTOI0 PO3AUIBHUX JiHINA abo
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IUIOILIMH, Y pe3yJbTaTl 4oro (popMyeThCsl €peBOMNOAIOHa CTPYKTypa Ha PUCYHKY 2.4,

110 OIKUCYE TOTOJIOT1I0 MaOYTHHOTO PiBHS [24].

BSP Tree - Rooms

Pucynok 2.4 — Cxema poOOTH alropuT™My

VY npoueci pobotu BSP BuxigHUi TpOCTip MOCTIAOBHO JITUTHCS HA JABI YACTUHU
BIJIMOBIJTHO 70 BUOpPAHOTO HAmpAMKY Tonaury. KoxkeH Takuil MOIIT MOPOKYE BY30J
BSP-nepeBa, Toni Sk JTMCTOBI BY3JIM BiJMIOBIJAIOTh KIHIIEBUM MPOCTOPOBUM 00JIACTSIM
— KIMHaTaM a0o0 cekuisiM piBHSA. PeKypcis TpuBae 10 JOCSITHEHHS 3aJaHO1 IITMOMHU abo
MIHIMQJIBHUX JOMYCTUMHUX PO3MIPIB MANPOCTOpiB. TakuM dYHHOM (POPMYETHCS
lepapxiyHa CTPYKTypa, o 30epirae iHGopManio npo Mexi odJacTel, HarpsaM MOALLY
Ta B3aEMO3B’SI3KM M1 CEKTOPAMH.

VY3aranpHeno BSP-anropuTM BKiIrOuae iHiIIami3allil0 MOYaTKOBOTO IIPOCTOPY,
BUOIp JiHIT a00 MJIOIIMHU MOAUTY, (POpPMyBaHHS ABOX MIANPOCTOPIB 1 PEKYypCHUBHE
MNOBTOPEHHSI LIOTO TpolieCy JUIsl KOXKHOI 3 oTpuMaHux oOjacteld. Ilicis 3aBepiueHHs
NOJITy JIUCTOBI BY3JIM I1HTEPIPETYIOThCA SK KIMHAaTH, MDK SIKAMU CTBOPIOIOTHCS
KOpUAOpH i 3a0e3neyeHHst 3B’si3HOCTI piBHA. Otpumane BSP-nepeBo € 3pyunHum
MIPEICTABIICHHSIM JIJIsl TIOIAJTBINIOT TeHeparllii TeoMeTpii Ta aHaIi3y CTPYKTYPHU MPOCTOPY.

[lepeBaroto BSP € ¢popmMyBaHHs JIOT1YHO 3B’sI3aHUX 1 IEpe10adyBaHUX CTPYKTYP,

[0 OCOOJIMBO BAXKJIMBO JIJIsl MiA3€MeJib, TEXHIYHUX MPUMINICHh Ta OaraTOKIMHATHHUX
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nokamii. Ha BigmiHy Bia myMoBHX ab0 KIITHHHUX MeToJiB, BSP 3a0esneuye 4iTKy
apXiTEeKTypHY OpraHizaiiio MpocTopy. BapiaTMBHICTh JOCATAETBCA 3a PaXYHOK
BUITAJIKOBOTO BHOOPY HAMpPSAMKIB MOAUTY Ta TapaMmeTpiB PeKypcii, Mo T03BOJSE
YHUKATH TTOBHOI IIA0JIOHHOCTI PIBHIB.

VY cepenosumi Unreal Engine 5 anroputm BSP peanizyerscs sik okpemuit C++-
MOAYJb Yy CKJaJl CHCTEMH TpoleaypHOi reHepaiii. ['erepatop dbopmye abcTpakTHY
JIOTIYHY MOJINIb PIiBHS, KA HaJQIl MEepPeacThCs 0 MOIYJIS TeoMeTpii IS Mo0y10BH
TPUBUMIPHOT CITKH Ta A0 MOJYJIs Bi3yami3alii A BiJoOpakeHHs pe3ysbTaTiB y CIICHI
pyuris. Takuit o1 T03BOJISIE BITOKPEMUTH aJITOPUTMIYHY JIOTIKY BiJl €TaIiB MOOYA0BH
W peHJIEpUHTY TE€OMETPIi.

Pasom i3 TuMm, BSP mae meBHI OOMEXKCHHS, IOB’S3aHI 3 TEHJACHIIEIO 10
CTBOPEHHSI MPSIMOJIIHIMHUX CTPYKTYP 1 MOKJIMBUM HAJMIPHUM JIPOOJIEHHSM MPOCTOPY
NP BENMUKIM TMOMH1 pekypcii. L{i Heqo1IKu KOMIIEHCYIOThCSI BBEIEHHSIM OOMEKEHb Ha
pO3Mipy KIMHAT, KOHTpPOJIb TJIMOWHH JiepeBa Ta BHUKOPUCTAHHSIM CTOXACTUYHHX

Koe(DIilieHTIB i 4ac BUOOPY IIOMIUH MOALTY.
2.2.1 KoHnenityanbHi Ta TEOPETHYHI 3acaan MeToxy BSP

Meron Binary Space Partitioning (BSP) € anropuTmidyHO MOACIUIIIO
1EPAPXIYHOrO MOJLITY IPOCTOPY, IO 3aCTOCOBYETHCS sl (DOPMYBaHHS CTPYKTYPOBAHUX
o0nacTeil 3 4ITKO BU3HAYEHUMH MPOCTOPOBUMHU Mexamu. [IepBUHHO po3poOsieHnid 1iist
3a/lady KOMIT FOTepHOI rpadiku, 30KpeMa onTuMizallii penaepunry, BSP 3rogom HaOyB
IIMPOKOrO0 BUKOPUCTaHHS y MpPOLEAYpHIM TeHepalii IrpOBHX pIBHIB, 1€ HEOOXIIHA
JIOT1YHA OpraHi3ailisi KIMHAT, KOPUAOPIB 1 30H.

3 dopmanbHOi ToukH 30py BSP omnucyerbes sik peKypcuBHE pO3OUTTSI POCTOPY
Ha MIIMHOXHHH 32 JOMOMOT'OI0 PO3JILJIbHUX TinepriomyH. Ha KokHOMy Kpolll BUXiaHa
o0nacTb JUIMTbCS Ha [JBI YacTHHM, $KI B MOJAJBIIOMY MOXYTh OyTH pO30HUTI
aHAJIOTTYHUM YHUHOM. Y pe3yibTaTi (OpMyeTbCa JepeBONONIOHA CTPYKTypa, B SIKii
BHYTpIIIIHI BY3Jd BIANOBIJAIOTH OMNEpalisiM TMOJITy, a JHUCTOBI — KIHIICBUM
IPOCTOPOBUM CEKTOpaM. Take TMpeACTaBIEHHS JI03BOJSE€ KOMIIAKTHO 30epiratu

lepapXiyHi 3B’ A3KH MK €JIeMEHTaMH PiBHSI.
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AnroputmivyHa peainizaiisi BSP nounHaeThCcsl 3 BUBHAUEHHS TTOYATKOBOI 00J1acCTi,
MICJIA 90ro OOMpAEThCSA HAMpsIM MOy Ta IMO3MIA po3pi3y. Ilporec MOBTOPIOETHCS
PEKypCUBHO JOTH, JOKH He Oyne AOCSATHYTO 3aJaHMX OOMEXEHb 3a TIHMOWHOI0 abo
MIHIMQJIBHUMH po3Mipamu mianpocTtopiB. Otpumane BSP-nepeBo BHUKOPUCTOBYETHCS
SK OCHOBa JUIsl MOOYIAOBH Te€OMETpii, pO3MIIICHHS IrPOBUX O0’€KTIB 1 (OpPMYyBaHHS
3B’SI3KIB MIDK KIMHaTaMH.

KirouoBoro mepeBaroro BSP € 30epekeHHS TOMOJOTIYHOT BHOPSAIKOBAHOCTI
npoctopy. OCKUTBKM KOXXKHAa 00JIaCTh CTBOPIOETHCS B MEXaX CBOTO OaThKIBCHKOTO
CEeKTOpa, piBEHb HA0yBa€ JIOTIYHOI CTPYKTYpH, SIKY JIETKO TEpPETBOPUTH y Trpad
3B’SI3HOCTI a00 TpuBUMIpHY CciTKy. lle 3abe3neuye OanmaHc MK mependadyBaHICTIO
apXiTeKTypyd Ta BaplaTUBHICTIO pe3yJbTaTiB, II0 JOCSATAEThCA 3a PaXyHOK
napaMmeTpu3anii Ipouecy noauy.

3aBasku pekypcuBHIM mnpuponi BSP  nobpe macmtabyerbes 1 103BOJISIE
BUKOHYBaTH  OIepauii MepeBIPKM  HAJEKHOCTI  MPOCTOPOBUX  EJIIEMEHTIB 32
jgorapumiunuii yac. ILle pobuth meron e(pEeKTUBHUM [ CHUCTEM IPOLETypHOL
reHepailii, skl MaloTh MPaILOBaTH B peaJbHOMY 4aci ad0 CTBOPIOBATH BEJIHUKI IrPOBI
CTPYKTYpH 0€3 3HaUHOT'O HaBaHTA)KEHHS Ha OOUHCIIOBAIIbHI PECYpCH.

[Tapamerpuzauis BSP — 30kpemMa KkepyBaHHS TJIMOMHOIO  PEKypcii,
CHIBBIIHOLIEHHSIMU CTOPIH Ta MIHIMAJIbBHUMH PO3MIpaMH CEKTOPIB — HAJA€ TU3aitHEpy
ab0 JOCHITHUKY 1HCTPYMEHT KOHTPOJIIO apXiTeKTypw piBHS. 3aBasku oMy BSP
BUCTYNIA€ HE JIMILIE SK TEXHIYHMHM aaropuT™, a sk MexaHi3M (OpMyBaHHS IrpOBOTO

MIPOCTOPY BIJIMOBITHO JI0 33JJaHUX (PYHKI[IOHATBHUX 1 JU3aMHEPCHKUX BUMOT.
2.2.2 Tlpotiec moainy mpoctopy Ta hopMyBaHHS Tigo0IacTei

dopmatizaliis Nporecy MOAUTY MNPOCTOPY € HEHTPaIbHUM €TanoM y MoOyaoBi
BSP-anroputmy, OCKiJIbKHA caMe Ha I[bOMY KPOIli BU3HAYAIOTHCS MAaTeMaTUYHI MpaBUiia
peKypcii, Kputepii NPUIIMHEHHS MOJIUTY Ta apaMeTpH, 10 BIUIMBAIOTH HA TOMOJIOTIYHY
CTPYKTYpy MaitoyTHboro piBHs. Meroa Binary Space Partitioning (BSP) rpyHTyeThes
Ha MPUHUUII PEKYPCUBHOTO po3AiIeHHs obsacTi SHa 1B1 migoOrnacTi Sita S,, fKi €

HEMEePETUHHUMHU, aJie pa30M yTBOPIOIOTh OYATKOBHM MPOCTIp:
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S=51USZ,SlﬂSZ =®
Jlns  koxxkHOi oOjacTi S;BU3HAYAEThCA IUIOMIMHA abo JiHIA moaury (Y

JIBOBUMIPHOMY BHUIIJIKy — B1JIPI30K), SIKa 3aJJa€ThCS PIBHSAHHSIM:

L:f(x,y) =ax+by+c=0,

Bubip mmomuHan Moxe OyTH AeTepMiHOBaHUM (3TiAHO 3 TPOIOPIIEI CTOPIH
obiyacti, (piIKCOBAaHHWM CIIIBBIJHOIICHHSM TOIIO) a00 CTOXacTUYHUM (13 JIOJaBaHHSIM
BUIMAJKOBUX 3CYBIB JIJIsl JOCSITHEHHS BAp1aTUBHOCT).

VY nporenypHoMy reHepaTopl piBHiB, 30kpeMa npu peanizaiii B Unreal Engine 5,
JIOIIBHO 3aCTOCOBYBATH CTOXACTUYHUM MIAX1J] 13 KOHTPOJIEM Jiana3oHy BiJIXUJICHHS.
[le 1o3BOJIsIE YHUKATH HAAMIPHOI CUMETPIl Ta CTBOPIOBATH OLIBII “YKMB1~ apXITEKTYpHI
dbopmu. Takuii croci® 3abesneuye OanmaHC MK CTPYKTYPOBAHICTIO Ta MPHUPOIAHOIO
BapiaTUBHICTIO, 10 € KJIFOYOBHMM JJIs irpOBOTO nu3aiiny [25].

Ha nepiomy kpotii npocTip Sy, KM BU3HAYA€ MEX1 BCHOTO PIBHSI, OAUIAETHCS
IomuHOK LgoHa nBi yactuHu — S;Ta S,. KoXHa 3 HUX CTa€ HOBUM BY3JIOM J€peBa
BSP 1 pam po3risaaeThcs SK OKpema 001acTh g noAiuny. Ilpoiiec mOBTOpPrOEThCS

PCKYPCHUBHO, 1OKH BUKOHYIOTLCA YMOBH IIOAAJIBIIOTO p036I/ITT$II

while min (W;, H;) > eand d < dy a4,
ne W;, Hi— mpuHa ta Bucota moTo4HO1 00J1acTi,
€— MIHIMaJIbHUN JOIMYCTUMUN PO3MID,
d— morouna rmubMHA peKypcii,

d,nax— MakcuMalibHa rIOWHA JepeBa.

Takum uumnHOM, nepeBo BSP Oymyerbcsi 3BepXy BHH3: KOPEHEBUM BY30I
BI/IMOBIa€ BCI 00JIaCTI KapTH, a JIMCTH — KIHIEBUM KiMHATaM a0O0 CEKIisiM PiBHS.

Koxen By30i1 30epirae BiacHi mapaMmeTpu MoIuTy, 30Kpema:
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— OpIEHTAIIiI0 IUIONTMHY (BEePTUKATIBLHY YA TOPU3OHTAIIbHY);

— MO3UIlif0 po3auty py aianmazoni [0,1]BimHOCHO mHMpuHM ab0 BHCOTH
001acTi;

— BUMAJKOBUI Koe]ilieHT Bapiallii O, SKHil KOHTPOJIIOE 3CYB BiJ LIEHTPY;

— rmbuny dy nepeBi po3OUTTS;

— MOoCUJIaHHA Ha ovipHi By3nu L(miBa migobnacts) 1 R(paBa migobiacTs).

cDOpMaJII)HO CTaH KOJXHOI'O BYy3Jla BSP moxxHa 3anucaTti SK:

N; = {R;, 0;, p;, 6;, d;, Ly, Ri},
ne Rj— obunacts, 1m0 onucyeThest KoopauHaTtaMmi (X, y, width, height),

O, € {V, H}— opienTamnis moxiny (Vertical/Horizontal).

L1 mapameTpu 3a7ar0Th HE JHILIE IITMOMHY JIepeBa, a Ml “apXITeKTypHUH CTHIIb
3r€HEpPOBAHOr0 PIBHS: MEHINA INMOWHA CTBOPIOE BEJIMKI 3aJIM a00 BIAKPUTI MPOCTOPH,
OlJIbIlIa — TYCTY MEPEKY KOPHUAOPIB 1 KIMHAT.

[licns 3aBepuieHHsT po30UTTSA JTUCTOBI By3iu BSP-nepeBa iHTEpHpeTyroThbes sIK
KIMHATH, a TXHI MEX1 — SIK KOOpJUHATH 00’ €KTiB piBHA. {15 MiIKIFOYEHHS KIMHAT MiXK
co00I0 BUKOPUCTOBYEThCS cuctema 3B’s13kiB (corridor linking), mo anamizye mnapu
cyciaHix By3iB. Kopumopu cTBOprOIOTHCS a00 Ha OCHOBI CHUJIBHHUX TpaHeil obactei,
a00 dyepe3 BHOIp IEHTPY KOXKHOI KIMHATH Ta IMOOYIOBY MPsIMOi JIHIT MK HUMHU.
VY cyuacHux peanizaiisix BSP-renepatopi (3okpema B Unreal Engine) 3acTocoByeThCA
niaxia 13 “¢piKCOBaHUMHU CErMEHTaMu~ — KOpPUIOopU (HOPMYIOTHCS Yepe3 CEpeluHy
TUIOIIMHY TIOJILTY, 1O I03BOJISI€ YHUKATH NIEPETHHIB 1 3a0e3Meuye KOPEKTHY HaBITaIlifo.

Takum ynnom, BSP He nuiiie po3auise npocTip, a i CTBOPIOE TOMOJIOTTYHUHN Tpad
3’¢HaHb, KU 30epirae iHGOpPMAIlIO MPO CYCIHI KIMHATH, BIJICTaHI Ta JOCTYMHI
nuiaxu. e 3HauHO cnpolrye noaaneury noOyJoBy reoOMeTpii Ta pO3MIIIEHHS 00’ €KTIB,
OCKIJIbKU JTO3BOJISIE OJpa3y GOpMyBaTH JOTIYHY ITPOBY CTPYKTYpPY piBHH [88].

Oyukmiro moainy Split(S;)MoxHa mogaTy y 3araibHOMY BUTIISII:
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: A4S, Sz}, ifW; > eand Hy > cand d; < dpax,
Split(S;) = {Room(Si), otherwise.

PexypcuBHe BUKOHaHHS 111€1 PYHKIIIT YTBOPIOE JIEPEBO:

T = {No, Nl’ Nz, vy Nk},
ne Ny— KopeHeBUui By3011,

Ny— KiHIIeB1 KIMHATH.

MarematnyHa dopmaizallisi mpoiecy Moauly J03BoJisA€ Jerko peaiizyBatu BSP
y BUIJISA1 y3arajdpHeHoro nporpamuoro moaynis B Unreal Engine 5. Beil napametpu —
rMOuHa, OpiE€HTAIlisl, CTOXaCTUYHI KOe(III€HTH, MIHIMAJIbHI PO3MIPpH — MOXYTh OyTH
3amani sk 3MiHH1 y Blueprint a6o sik momnst koHgiryparii C++ kinacy UBSPGenerator. Le
JTa€ MOYKJIMBICTh IIBUIKO 3MIHIOBATU CTPYKTYPY PIBHS, OTPUMYIOYM Pi3HI BaplaHTH
KapTu 0e3 mepe3amycky cucteMu. TakuM 4uHOM, popMaiizoBaHuii miaxia poouts BSP
HE TPOCTO AITOPUTMOM, a THYYKOIO MOJEIIII0 KEepPyBaHHS apXiTEKTypOIO CBITYy, 1€
MaTeMaTU4YHa CTPOTICTh MOETHYETHCS 3 THTEPAKTUBHOIO Bi3yali3alli€l0 B CEPeIOBHUIII

pyIis.
2.2.3 Tlo6ynoBa BSP-nepeBa Ta Bu3HaueHHs MPOCTOPOBOT TOIMOJIOT ]

[To6ynoBa nepeBa BSP € xitouoBuM eramoM y mporieci MpoieaypHoi renepartii
PIBHIB, OCKIJIbKH caMe L CTPYKTypa BU3HAYA€ MPOCTOPOBY OPraHI3allilo CLIEHH, JIOTIKY
Mepexo/iiB MK KIMHATaMHU Ta 3arajbHy TOMOJIOTiIO irpoBoro mpoctopy. BSP-aepero
CIIYT'y€ BHYTPIIITHBOIO MOJICIIIIO IAHUX, SIKA OIHUCYE TCOMETPII0 HE y BUIJISAII TTOIITOHIB,
a y BUIIIAAl lepapxii oOsiacTei, IO JIOTIYHO PO3MOAUISIOTh PIBEHh HAa YaCTHHH,
OB’ s3aHi MK COOOFO MPaBHJIAMH ITiAMOPSIAKYBAHHS Ta CYMIXHOCTI [26].

BSP-nepeBo ¢gopmyeTbcsi peKypCHUBHO 3T1IHO 3 NPUHIUIIOM ‘‘3BEpXy BHU3 .
KopeHneBuii By3011 fepeBa BiANOBIIAa€ BCiii 00J1aCTi piBHS, KA MOCTIAOBHO PO3AUISIETHCS

Ha 1B MeHII 4acTuHU. JIJisi KOXKHOTO By3Jlia 30epiraeThcs Hablp mapaMeTpiB, IO
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OMHUCYIOTh T€OMETPUUHI MEXI Mig00acTi (KOOPAMHATH JIIBOi BEPXHBOI TOUKH, IIMPUHA,
BHCOTA), OPIEHTAIIO TUIONIMHUA TOAUTY (BEpTUKaIbHYy a00 TOpU30HTAIBHY), a TaKOX
1HEKCH JOYIpHIX €JIEMEHTIB. Y pe3ynbTari (POpMYeThCS CTPYKTypa, IO MOXKEe OyTH
IIpE/ICTaBJICHA K BIOPSIKOBaHA MHOYKHUHA!

T = {No, Nl’ Nz, vy Nl’l}’

JIe KO’KEH By30J1 N;BU3HAYAETHCS SIK:

N; = {R;,d;, 0;, Lj, Ry},
ne Ry— mexi obmacri,
d;— rimbuHa y nepesi,
O;— HampsMm noaiy,

L;, Ri— mocunanus Ha q04ipH1 BY3JIH.

Takum ymHOM, nepeBo BSP € moBHUM OiHapHUM JI€pEeBOM, y SIKOMY JIMCTOBI
€JIEMEHTH BIJNOBIAAIOTH KIHIIEBUM KIMHATaM a00 CEKLISIM pPiBHS, @ BHYTPIIIHI BY3JId —
IUIOIIMHAM po30uTTS [27].

[licnss 3aBeplIEHHS PEKYpPCUBHOIO MOAULY CTPYKTypa IepeBa 30epiraerbcs y
BUIJISIAL 00’ €KTIB a00 3aIMCIB MACUBY, SIKI MICTATh KOOPJWHATH U JOT1YHI 3B S3KU MK
enemeHTamu. Y koHtekcTi Unreal Engine 5 Taka cTpykTypa peami3yeTbCcsi y BHUTIISIL
mozeni manux BSPTree, mo mictuth macuB ctpyktyp FBspNode. Koxna ctpykTypa
30epirae iHMOpPMAIIiIO PO MOJOKEHHS MM1100J1aCTi Y MPOCTOP1, MEXK1, HAMPSAM TOJIITY, a
TaKOX BKa31BHUKHM Ha J0o4ipHI eleMmeHTH. lle 3abe3neuye mBUIKUI 00XiJl JepeBa Ta
3pY4YHICTh cepiami3anli JaHuxX Uil MOAANBUIOT0 BHUKOPUCTAHHA Y TE€OMETPUUYHOMY
Moy [28].

Ha ocHoBi mobOynoBanoro naepeBa BSP Bu3HauaeThcsi TOMOJIOTIS PIBHA —
CYKYITHICTh YCIX oOyacteil (KIMHAT, KOPUAOPIB, 30H) Ta IXHIX MPOCTOPOBUX 1 JOTTUHUX
3B’s13kiB. KIIFOUOBMM TOHATTSM TyT € CYMDKHICTH OOjlacTei, 0 O3Hadvae, Mo MABl
KIMHATH a00 30HM MalOTh CHIJIBHY MEXY, 4Yepe3 sKy rpaBellb abo areHT MOXKe

nepeMiraTucs.
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VY npakTuyHid peanizaiii, micis 3aBepiieHHs pekypcii BSP, mis koxxHoi mapu
JIMCTOBUX BY3JIIB BUKOHYETHCS MEPEBIPKA HA IEPETUH MEXK, 1 SIKIIO CIIJIbHA TpaHb 1CHYE
— CTBOPIOETHCA 3’€AHAHHS. Y Takuil crnocid popmyeThcs rpad MPOXOKEHHS, SIKUN
ONMKCY€E BCl MOXJIMBI MapIIpyTU y 3r€HEPOBAHOMY PiBHI. 3ajieKHO BiJi HaJalITyBaHb
reHepaTopa, I MEepeXoAu MOXYyTb OyTh TpsSAMUMH  (JiHIAHI ~ KOPHUIOpH),
NePHeHANKYIApHAMA  (KJIacW4YHI 3’€AHAHHS KiMHAT), abo komOiHOBaHUMHU (i3
BUIIAJIKOBUMH 3CyBaMU Ta BUTHHAMMU ).

BusHnaueHHs TOMONOTrI Ma€ He JIUIIE MPOCTOPOBE, alie i IrpoBe 3HAUEHHS — BOHA
3a/1a€ JIOTIKYy TEpPEeMIIeHHS TPaBIl, PO3MIIICHHs IliJIel, BOPOTIB 1 TOYOK IHTEpECY.
30kpemMa, Ha OCHOBI Tpada CyMDKHOCTI MOXHA peajizyBaTh TONMIYK MUIAXY
(pathfinding), BusABNEeHHS ‘“TAyxXuX’ 30H, BH3HAYEHHS TOJOBHUX 1 JPYrOpSIHUX
MapHIpyTiB, 10 OCOOIMBO BaKIJIMBO Il OajJaHCYBaHHS CKJIATHOCTI TPH.

Ha erani noObynoBu ¢gi3uuHoi cTpykTypu piBHS BSP-nepeBo tpanchopmyerbes y
CUCTEMY KIMHAT 1 KOpuaopiB. IJisi KOKHOTO By3ja, AKUW Ma€ JBa JOYIPHI MIABY3JIH,
BU3HAYAETHCS JIHISA MOJLUTY, IO OJHOYACHO € MICIeM 3’eqHaHHA 000X migo0iacTei.
s niH1A cTae “HEeHTPATBHOIO BICCI0” MailOyTHHOTO KOPHUIIOPY, AKHUM 3’ €IHY€E BIAMOBIIHI
KIMHaTH. 3a3BUYail IIMPUHA KOPUAOPY OOUMCIIOETHCS K (YHKIS BIJl CEpeaHIX

PO3MipiB migo0IacTei:

We = k - min (Wi' Hi)'

ne k € [0.05,0.2]— xoedimienT MmacmraOyBaHHS.

VY BuUMagKy CTOXAaCTUYHOI IeHeparllii mapaMmeTpu 3’ €HaHb MOXKYTh OyTH 3MIIlEH1
BUITAJIKOBUM YMHOM, 1100 YHUKHYTH HAJAMIPHOI PETyJSIpHOCTI Ta HAaJaTH KapTi OUIbII
MIPUPOJHUN BUTJISI.

B Unreal Engine 5 ueit eran peanizyerbcs uepe3 ctBopeHHs Blueprint- abo C++-
koMrioHeHTIB Tumy CorridorActor, siki OyJIyrOTbCS MK KOOPAMHATAMH LIEHTPIB JIBOX
CyMDKHMX KiMHaT. Kopumopu CTBOPIOIOTBCSI aBTOMATHYHO TICHS  3aBEPIICHHS
nooynosu BSP-ctpyktypu, a ixHi mapamerpu (ImpuHa, MaTepiai, THI OCBITIICHHS)

3aJIal0ThCS TMHAMIYHO 3 KOH(ITYpaIliiHUX 3MIHHUX y PEIAKTOPI.
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OxpiM reomeTpuuHUX BlacTuBocTed, BSP-mepeBo no3Bosisie  pojaBatu
CEMaHTHYHI1 PiBHI 3HauY€Hb, MEPETBOPIOIOYM YKCTY TOIOJOTiIK0 Ha JIOT1YHY ITPOBY
cTpykTypy. Koken By3om aepeBa Moxe 30epiraTvl JOJATKOBI aTpUOYTH: THI KiMHATH
(3BUYaifHa, TEeXHIYHA, I[EHTpajbHA), PIBEHb BAXKJIWBOCTI, 3B’SI30K 13 TeHMILUICHHUMU
nomisimu. Ile poouts BSP He numie 3aco00M T€OMETpUYHOTO MOMITY, a U MOJEIUIIO
ITpOBO1 JIOTIKM, MO 3PY4YHO JUIA CHCTEMH CIIEHApHOI TeHepalii 4 aJanTHBHOI
CKJIafHOCTI. Tak, HanpuKiIaa, BY30J 13 HaWOUIBIIOW TIMOWHOIO JepeBa MoOxke OyTu
IHTEpIpeTOBaHUN AK “KiHIIEBA TOYKA’, a BY30JI MOONM3Y KOpEHS — SK “TI04aTKoBa
30Ha”. Ha ocHOBI 1i€i iHGoOpMaIlli MOXKIMBO aBTOMAaTHYHO PO3TAIIOBYBATH CTapTOBI
MO3UIIIi TPaBIliB, BOPOTIB YU 00’ €KTIB IHTEPECY.

3aBASKA TIOETHAHHIO PEKYPCHBHOI MPHUPOAX Ta CTPYKTYPHOI BITOPSIIKOBAHOCTI
BSP 3a0e3neuye HU3KY BaXXIMBUX MepeBar y KOHTEKCTI MPOLIEIyPHOI FeHepallii:

— ONTUMAaJbHE TMPEJICTABICHHSI MPOCTOPY — J03BOJIsIE 30€epiratv CKJAIHI
PIBHI Y KOMITaKTHIH i€papXiuHiil popmi;

— KOHTPOJILOBAHICTh 1 TepeadavyBaHICTh — JIETKO PEryJIIOBATH MacIiTao,
CKJIQIHICTB 1 IMIUIBHICTh CTPYKTYPH;

— 3py4HICTh 1HTerpamii 3 pymieMm — pgaHi BSP mMoxna OesnocepenHbo
BUKOPUCTOBYBATH JJIA MOOYIOBU T€OMETPIi, KOMi31i Ta HABITalIMHUX KapT;

— THYYKICTh CIICHAPHOTO MOJICTIOBAaHHS — HAa OCHOBI JIepeBa MOJKHA
peani3oByBaTH aJanTUBHI CIIEHAP1i, 3MIHIOIOYHM TIpaBUjia reHeparlii B pealbHOMY 4Yaci.

Takum umHOM, BSP BucTymae He mnuine sSK MaTEMaTUUYHUN aTOPUTM TOMALTY
IIPOCTOPY, a K yHIBepcallbHa TOIOJIOTIYHA MOJICIIb, IO JICKUTh B OCHOBI MPOIEAYPHOI
apXiTeKTypu piBHiB. Moro 3acrtocyBaHHs 3abesreuye OallaHC MiK CTPYKTYPHOIO

JIOTIKOI0, IPOBUM JM3alHOM Ta epeKTUBHICTIO peami3alii y pymii Unreal Engine 5.
2.3 PosmmpenHs Ta aganTaiiis 6a3oBoro aaroputmy BSP

Knacuunuit anroputm Binary Space Partitioning (BSP), mompu mnpocrtoTy
peanizaiii Ta BHCOKY OOYHMCIIOBAJIbHY €(EKTHUBHICTh, MA€ HHU3KY OOMEXKEHb, IO
3HIDKYIOTh WOTO TIPUAATHICTH JJIi CTBOPEHHS CKJIQJHHUX 1 JUHAMIYHUX ITPOBUX PIBHIB.

VY 0a3osiii ¢popmi BSP He BpaxoBye ceMaHTHUYHI XapaKTEPUCTUKU MPOCTOPY, HE
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aJanTyeTbcss O TeUMIUIEHHUX abo CIEHapHUX BHUMOTr 1 4Yacto (opmye HaIMIpHO
peryisipHi Ta mnependadyBaHi CTPYKTYpH. Y 3B’SI3Ky 3 LIIMM y CyYaCHHX CHCTEMax
MPOIIETyPHOI TEHepallii BCce dacTilme 3aCTOCOBYIOThCS MoaudikoBaHi abo TiOpumHi
BapiaHTH I[LOTO IMIJIXOY.

JIo OCHOBHUX HEAOMIKIB TpaauiiiHoro BSP HanmexuTh BiICyTHICTh KOHTEKCTHOI
aJanTarii, KOJIA MOALT MPOCTOPY BUKOHYETHCS HE3AJIEKHO BiJl JIOTIKH IrPOBOTO MPOIIECY
a0o Tpu3HaA4YeHHs OKpeMux 30H. KpiM Toro, mpu (ikcoBaHHMX IapaMeTpax peKypcii
QITOPUTM CXWIBHUN /IO CTBOPEHHS CHMETPUYHUX 1 TEOMETPHUYHO OJIHOMAHITHUX
IJIaHyBaHb, LI0 HETaTUBHO BIUIMBA€ HA BapiaTUBHICTH IrPOBOTO JA0CBiAYy. Takox
kinacuuauii BSP oOMexxeHo miarpuMye OaraTopiBHEBY OpraHizallilo MpocTopy, IO
YCKJIaJIHIOE TOOYJI0BY BEPTUKAJIBHO CKJIAJIHMX PIBHIB 13 MOBEpXaMH a00 MiJ3eMHUMU
30HaAMHU.

JUiss  mojomaHHS 1UX OOMEXEeHb y TpakTULl MpOIEeAypHOi TreHepauli
3aCTOCOBYIOThCS yJIOCKOHaJIeH] BapiaHTH BSP, siki BKIIFOYarOTh CTOXAaCTUYHI MEXaHI13MHU
BUOOpPY HaIpsIMIB 1 TOYOK MOAUTY. BUKOpHCTaHHS BUMAIKOBUX BIIXUJICHB JO3BOJISIE
3MEHIIUTH CUMETPUYHICTh PE3YJIbTATIB 1 c(hOpMYyBaTH OLIBII NPUPOAHI, ACUMETPUUHI
CTPYKTYpPH, 30€epirarouu mpH bOMY KEPOBaHICTb apXiTEKTypHU PiBHS.

[Ile ogqHUM BaKJIMBUM HampsiMOM po3BUTKY BSP € minrpumka GaraTopiBHEBOTO
npocTopy. Po3mmpenns anropuTtMy Ha BEPTHKAILHY KOOPAUHATY T03BOJIsIE (hopMyBaTH
OaratomoBepxoBl a00 MiA3€MHI CTPYKTYpH, a TaKOX peai30ByBaTU IMEPEXOIU MIX
piBHaAMH. Takuii miaxiJ ocOOJIMBO aKTyalbHUH JIsl Cy4YaCHUX TPUBUMIPHUX ITPOBUX
CEPENIOBUIIL, /I BEPTUKAIBHICTh € BAKIIMBOIO CKIIAJIOBOIO AU3ANHY.

Kontponb ckimagHoCcTi Ta 30aJIaHCOBAHOCTI PIBHIB JIOCATAETHCS  ILISXOM
BBEJICHHS JIOJIAaTKOBMX KPHUTEPIiB OLIHKK AKOCTI MOAUILY MPOCTOPY. 3aMiCTh
BUITAJIKOBOTO PO3OUTTSI CHCTEMa MOKE BPaxOBYBaTH OaxkaHi po3Mipu KiMHAT, KUTbKICTh
Mepexo/liB 1 3arajibHy CTPYKTYpPHY CKJIaaHICTh piBHA. lle mo3Bosse dopmyBaTu
MPOCTOPH, 110 BIJMOBIIAIOTh 3a/1aH1N KPUBIN CKIIAIHOCTI Ta JU3aHHEPCHKUM BUMOTaM.

[Tomanpime posmmpeHHs MoxiauBocTed BSP  moB’s3aHe 3  BBEIEHHAM
CEMaHTUYHHUX XapaKTEPUCTHK y BY3JIM JepeBa po30UTTsA. KoKeH CeKTOp MOXE MiCTHTH

iHopmariito mpo CBOE (PYHKIIOHATbHE TPU3HAYCHHS, PIBEHb CKIATHOCTI abo
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JOonycTUMI 1rpoBi mojii. Y Ttakomy Burisial BSP-ctpykrypa mepecrae Oyt cyTo
T€OMETPUYHOIO MOJIEIUTIO 1 MEPETBOPIOETHCS HA JIOTIYHY OCHOBY ITPOBOTO CBITY.

JIJ1st BUKOPUCTaHHS y BeJIMKOMAcIITaOHUX a00 AuHaMIYHUX MpoekTax BSP takox
MOETHYETHCS 3 TMapajelbHUMU OOUYMCIECHHSIMU Ta Cy4aCHUMH 3aco0aMy ONTUMI3aIlii.
HezanexxHicTh OKpeMHX MiAPO3JLTIB MPOCTOPY JAO3BOJSIE BUKOHYBATH T'eHEPAIliio
ACHHXPOHHO, III0 POOHWTH MOXJIMBHM 3aCTOCYBAaHHS ajJTOPUTMYy HAaBITh Y PEXKUMI
peajgbHOro vacy.

OxpeMy poib BIZITPalOTh TIOPUAHI MAXOAH, AKI MOE€qHYIOTh BSP 3 iHImImMMun
METOJIaMU TPOIETYPHOI IreHepallii, TAKUMH SK KJIITHHHI aBTOMAaTH, ITyMOBI (DYHKIIII,
Wave Function Collapse a6o anropuTMu MalIMHHOTO HaBYaHHsS. Taki KOMOiHAIil
JIO3BOJIAIOTh 30€perTH CTPYKTYpPHY BHOpsaKoBaHiCTh BSP 1 BogHodac migBUIIUTH

PI3HOMAHITHICTh, MPUPOJIHICTD 1 aJJTANITUBHICTh 3T€HEPOBAHUX PIBHIB.

2.3.1 Meroa renepaiiii KIMHAT 1 KOpUAOPiB Ha 0cHOBI BSP-cTpykTYypH

BaxxnuBuM etanoM peainizalnli CHCTEMH MPOLIEYPHOI FeHepallii piBHIB HA OCHOBI
Binary Space Partitioning € mo6yjoBa KiMHAT 1 KOPUIOPIB, K1 (OPMYIOTh IIPOCTOPOBY
CTPYKTYPY PiBHS, MapIIPyTH NEPEMIIICHHS TPaBls Ta JOTIKY MPOXOKEHHS. Y
MoaudikoBaniit BSP-cuctemi reHepailisi X €JI€MEHTIB OEIHYE PEKYPCUBHY 1€papXito
JiepeBa MOJILTY 3 TOMOJIOTIYHOO JIOTIKOIO 3’ €JHAHb, 110 JO3BOJISIE OTPUMATH CTPYKTYPHO
HUTICHUM 1 BOAHOYAC BapiaTUBHUI ITPOBHM MPOCTIP.

[Ticnist 3aBepiiieHHS] peKypPCUBHOTO MOy nmpoctopy BSP-anroputm popmye
MHOKHHY JJMCTOBUX BY3JIIB, SIK1 IHTEPIPETYIOTHCS SIK TOTeHI[1H1 KiMHaTH. KoxHa
KIMHaTa CTBOPIOETHCSI BCEPEIMHI BIAMOBIAHOI M100IACTI 3 ypaxXyBaHHSAM BHYTPILIHIX
BIJICTYIIB, 10 3aM00irae nmepeTuHy reoMeTpii Ta 3a0e3evuye HasBHICTh CTIH 1 POXO/IIB
MDK NpUMIIIeHHsAMHU. [[7151 KO’)KHOT KIMHATH 30€epiratoTbest 6a30B1 aTpulyTH, 30KpeMa
POCTOPOBI MEX1, LIEHTpaIbHa TOYKA Ta 17€HTU(IKATOP, 1110 BUKOPUCTOBYETHCS TS
noOy10BU 3B SI3KIB.

AJTOpUTM TeHepallii yMOBHO MOJUISETHCS Ha KIJIbKA MOCTIA0OBHUX €TaIliB.
CrioyaTKy BUKOHYETHCS 1HIIIATI3aIlisl TapaMeTpiB PIBHS, 30KpeMa po3MipiB 001acTi,

riubunn BSP-aepeBa Ta MiHIMaIbHUX JOMYCTUMUX PO3MIPiB KiMHAT. [lami ¢popMyeThes
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BSP-cTpykTypa HuIsixomM peKypCUBHOTO MOy MPOCTOPY, MICIS YOro KOKEH JIMCTOBUI
BY30J1 IEPETBOPIOETHCS HA PealibHy KIMHATY 3 YpaXyBaHHSIM I'€OMETPUYHHUX 1
Bi3yaJIbHUX XapaKTEPUCTHUK.

[To6ynoBa KOopuI0PiB BUKOHYETHCSI HA OCHOBI 1€papxii BSP-nepesa. Jlns
KOKHOT'O BHYTPIIIHBOTO BY3JIa CTBOPIOETHCS 3’ €THAHHS MK KIMHATaMH, 10 HAJIEkKaTh
fioro mouipHim mino6mactsmM. Kopuaopu npokinanaroThes BIAMOBIAHO 10 HAPSMKY
MOA1TY MPOCTOPY, 110 3a0e3Meuye JIOTIYHY Ta nepeadadyBaHy TOMOJIOTII0 piBHA. s
MiABUIICHHS IPUPOJHOCTI IJIAHYBAHHSI BUKOPUCTOBYIOTHCS SIK MPSIMI, TaK 1 JJaMaHi
MapuIpyTH, 1[0 3MEHIIY€ Bi3yallbHy OJITHOMaHITHICTh CTPYKTYpPH.

Ha 3aBepiiansHOMY eTamni KIMHaTH Ta KOpUJIOpU 00’ €IHYIOTHCS Y €AUHY
TOMOJIOTIYHY MOJIENb PIBHS, SIKa MEPEAAETHCS 10 MOJYJIS Bi3yai3alii. Y cepeloBHILI
Unreal Engine 5 e peainizyeTbcs uepe3 CTBOPEHHS BIAMOBIAHUX aKTOPIB JJIsl KIMHAT 1
NEePEXOIB, @ TAKOXK IHCTPYMEHTIB MONEPETHBOTO MEPETIISATY, IO T03BOJSIOTh

aHaTI3yBaTH 3B S3HICTh 1 CTPYKTYPY PiBHs 0€3M0CEPETHBO B PEIAKTOPI.
2.3.2 HanamryBaHHs mapaMeTpiB MOALTY Ta KEPYBaHHS CTPYKTYPOIO PiBHS

Y wmetomt ABiKoBOro po3outts mnpocropy (BSP) kirodoBuM eramnom €
BU3HAYCHHS MMapaMeTPiB, 1[0 KOHTPOJOIOTH MPOIIEC MOALTY — 30KpeMa MiHIMaIbHUX 1
MaKCUMaJbHUX PO3MIpIB Mifo0nacTei, rMuOUHNU peKypcii Ta KMOBIpHOCTI moainy. Bifg
UX XapaKTEPUCTHUK 3aJEKHUTh CTPYKTYpHA CKJIQJHICTh PIBHS, HOro maciirad, OanaHc
MDK BIJKPUTUMHU MPOCTOPAMU Ta BY3bKMMH MPOXOJAMH, a TaKOXK 3arajbHa JUHAMIKa
reiimiuiero. Y KOHTEKcTi mpoueaypHoi renepauii piBHiB B Unreal Engine 5 1mi
napameTpy BIAIrparoTh LEHTPAIbHY POJIb, OCKIIBKH BU3HAYAIOTh O0OCST CTBOPIOBAHOTO
KOHTEHTY, PIB€Hb BapiaTUBHOCTI T4 HABAHTAXKEHHS HA CUCTEMY IIiJl Yac MOOYIO0BH CBITY
[24; 59; 85].

BSP-anroputm 06a3yeTscsi Ha MOCIIJOBHOMY TMOIUI MPOCTOPY HOTH, IOKH
BUKOHYIOThCSI TE€BHI YMOBM — MIiHIMalIbHI PO3MIpUM KIMHATH, JOMYCTHUMa TJMOMHA
JepeBa a00 BUIIAJKOBA MMOBIPHICTh pO3TaidykeHHs. SIKIo xoda O oJHE 3 OOMEKEHb
MOPYIIYETHCS, BY30J1 MOALTY BBAXKAETHCS (DIHATBHUM, 1 M11001aCTh IEPETBOPIOETHCS HA

OKpeMy KiMHaTy a0o cerMeHT piBHS. Takuii miaxin 3a0e3neuye 0ajgaHC MIX CTPOTICTIO
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Tr€OMETPUYHOI CTPYKTYpPH M €JIEMEHTOM CTOXaCTUYHOCTI, SIKMM J0Ja€ MPUPOIHOCTI Ta
PI3HOMAaHITTS y pe3ynbTarti [29].

Po3mipu migo6macreit BU3Haual0Th MacTad piBHA Ta CHiBBIAHOLIECHHS Mk HOTO
CTPYKTYpHUMU elleMeHTamu. MiHiManbHi po3Mipu (Wi, Hpin) BCTAHOBIIOIOTH TIOPIT,
HUKYE SKOTO MiJ00JacTh HE MOXKe OyTH MOijeHa, MO0 YHUKHYTH YTBOPEHHS HAJITO
Majaux abo HeQYHKITIOHATBHUX KiMHAT. Taki 0OMEeXEHHS Ba)KJIMBI JJI iIrPOBOI JIOTIKH,
OCKUJIbKHU 3a0€3Me4yI0Th JOCTATHIN MPOCTIP JJIs PO3MIILICHHS MepcoHa)a, 00’ €KTiB abo
IPOXO/IIB.

Makcumanbai  po3Mipu  (Wax, Hpax), HaBIAKH, pPETIaMEHTYIOTh MacIiTad
oOnacTeil, Kl MOBUHHI OyTH PO30MTI AJIA MIATPUMAHHS CTPYKTYPHOI PiBHOMIPHOCTI
piBHA. HaaTo Benuki KIMHATH 3HUKYIOTh IIUIBHICTh TEMMIUIEMHUX MOJIINA 1 CTBOPIOIOTH
nucOaane y CKIaaHOCTI KapTH.

ChiBBIAHOIIEHHST MDK MIHIMaJIbHUM 1 MaKCUMaJbHUM pO3MIPOM 3a3BUYai
BU3HAYAETHCS EKCIIEPUMEHTAIbHO — Yy Mexkax Bijx 1:3 g0 1:5 3amexHo BiJ kaHpy TpH.
VY cucremax tumy dungeon crawler, HampukiIad, JOUUIBHO MaTH MEHIN KIMHATH M
OUTBIITY KUTBKICTh TIOJIUTIB, TOII SIK JIJIS BIIKpUTHX apeH — HaBnaku [30].

I'mubuna aepeBa nominy (dp,,x) BU3HAYa€ MaKCUMAIbHY KiJTbKICTh MOCIIJOBHUX
po30uTTIB mpocTopy. BoHa Oe3nocepeiHbO BILIMBAE HA KIIBKICTh KIHIIEBUX €JIEMEHTIB
— KIMHAT 1 KOpUA0piB — y piBHI. ONTUMalibHA TTUOMHA 3aJIEKUThH Bl MOYATKOBOTO
pPO3Mipy KapTu Ta 0a)kaHOi CKJIaJHOCTI. JIJIsi HEBEIMKHUX apeH 3a3BHUYail JOCTaTHHO 3—5
PiBHIB pO30UTTS, TOI K JIJIs1 BETUKUX Tia3eMelb a00 OymiBenb — 6-8.

Hanmipue 30inblieHHS TIMOWHUA MOE TPHU3BECTH 10 TEPEHACHUYECHHS KapTu
JIpiIOHMMH KIMHATAMHM, 3HUKEHHS! TPOTYKTUBHOCTI T€HEpATOpa Ta YTBOPEHHS CKIAAHUX,
HeuuTaOenpbHUX MapupyTiB. ToMy B cuctemMi nependadyeHo OOMEXKEHHs, IO
ABTOMATUYHO MPUIHMHSE PEKYPCIIO MICHS JOCSITHEHHS MEBHOI KIJIBKOCTI €JIeMEHTIB abo
MIiHIMaJILHOTO PO3Mipy migobmacti [31].

MIMOBIpHiCT  MOAINy € CTOXaCTUYHMM [ApaMeTpoM, SKHil  peryioe
HernepeadauyBaHICTh Mporiecy reHeparlii. Ha BiaMiHy Bif J€T€pMIHOBAHOTO aJITOPUTMY,
JIe KOXKE€H BY30Jl MOAUISEThCA 3a (DIKCOBAHUM MPABUIIOM, Yy CTOXACTHUYHIN Mojeni

PILIEHHS TIPO TOALT MPUAMAETBCS 3 IEBHOIO HUMOBIPHICTIO Py BUCOKi 3HaU€eHHS 11BOTO
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napameTpa MpU3BOJATh 10 CTBOPEHHS CKJIAJHUX, HACHYEHUX CTPYKTYP, TOAl SIK HU3bKI
— J10 TIOSIBH OUTBII BIAKPUTHX 1 TPOCTUX KapT.

OnTuUManbHOIO BBAaXAE€THbCA 3MIHHA WMOBIPHICTH MOJITY, SIKa 3MEHIIYEThCS 31
30UIBIICHHSAM TJIMOWHU JepeBa. Lle nae MoXIMBICTH (popMyBaTH BEJIHMKI KIMHATH Ha
BEPXHIX PIBHAX 1 MEHIN — Ha HIWKYHX, JOCATAIOYM MPHUPOAHOI 1€papXidyHOCTI
CTpyKTypH. Takuii miaxia J03BOJISIE aaanTyBaTH MIUIBHICT OB 10 MacITady piBHS
1 3a0e3meuye pi3HOMAHITTS IJIaHYBaHb.

e ogHMM Ba)JIMBUM MapaMeTPOM € MOJO0KEHHs TUIOIIMHA PO30UTTS BCEpeIrHI
obnacTti. SIKIIO0 TOAUT BUKOHYBAaTH 3aBXJHU CTPOro IOCEpPEuHI, CTPYKTypa pIBHS
HaOyBa€ CUMETPUYHOIO, IITYYHOTO BUIIISLTY. /{7151 YHUKHEHHS IbOTO BUKOPUCTOBY€ETHCS
BUMAJKOBE 3MIIIEHHS TOYKH MOJLTY, IO JO3BOJISIE CTBOPIOBATH OUIbII MPUPOJHI U
aCUMETpUYHI  KIMHaTu. BenuumHa  3MilIEHHS  BU3HAYAETHCA  KOEPIIIEHTOM
BaplaTUBHOCTI, AKUH 3a/la€ MAaKCUMaJIbHO JOIYCTUME BIAXWJIEHHS BIA LEHTPY. Y
pe3yabTari (GopMyeThCs OallaHC MDK TepeadadyBaHICTIO 3arajibHOi reoMeTpii Ta
OPUPOIHICTIO PO3TAlllyBaHHS KIMHAT, 110 TIO3UTUBHO BIUIMBA€ Ha BI3yaJbHY
JIOCTOBIPHICTh KapTH.

VYei BHUII€3a3HAYECHI] napameTpu € B3a€MOIIOB’ I3aHUMH.
MiHiMalibHI pO3MipH KIMHAT BU3HAYAIOTh HIKHIO MEXY AeTai3alli, rIMOuHa AepeBa
BCTAHOBJIIOE€ CKJIAJHICTh PIBHS, a WMOBIPHICTh TOJAUTY J0JIa€ KOHTPOJIbOBAHY
CTOXACTUYHICTh. 3MIHA OJIHOTO 3 IIMX TMapameTpiB 0OOB’SI3KOBO BIUIMBAE HA PEIITY,
TOMY BQ)KJIMBO 3a0€3MEUYNUTH iX 30a71aHCOBAHICTb.

Hamnpukinaz, 3MeHIIEHHST MIHIMAJIBHOTO PO3MIpY KIMHAT JOIIBHO TOEIHYBATH 3
MEHIIIOK0 ~ WMOBIPHICTIO  MOAUTY, 100 YHUKHYTH HaaMipHOi (dparmeHTarlii.
HatomicTe mnpu 30UIbIIEHHI TJIMOMHU JepeBa OakaHO MPOMOPIIAHO 3MEHIIUTH
KOe(DIIIEHT CTOXaCTUYHOCTI, 100 YHUKHYTH XaOTUYHOTO TOJILITY.

Y cywacHux peamzauiix BSP-cucrem y cepemoBumi Unreal Engine mi
napamMeTpu 4acTo BHUHOCSAThCA A0 KOHQIirypauiitHoro iHrepdeiicy KopucTyBaya, e
nu3aifHep a00 JOCHITHUK MOXKE €KCIIEPUMEHTAIBHO MiA0MpaTH ONTUMAIbHI 3HAYCHHS

JUTSl KOHKPETHOTO PIBHS M JKaHPY T'PH.
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2.3.3 KoHTpoJIb CKIaAHOCTI MPOLIEAYPHO 3reHEPOBAHUX PIBHIB

VY mporieci npoiieypHoi reHepallli piBHIB KIIOYOBUM 3aBJIaHHAM € 3a0€3MCUCHHS
30a1aHCOBAHOTO  CIIBBIAHOIICHHS MDK ITpDOBOI0 CKJIAIHICTIO Ta BaplaTUBHICTIO
npoctopy. Hanro mpocTi kKapTH MBHAKO BTpayalOTh IHTEpPEC, TOAI SK HaJAMIpHO
3aIuTyTaHl CTPYKTYpPH YCKIIQTHIOIOTh HABITAIII0 Ta HETAaTHBHO BIUIMBAIOTH HA ITPOBUM
nocBig. Tomy B cywacHux PCG-cuctemax [JOMUJIBHO 3aCTOCOBYBAaTH MEXaHI3MU
KOHTPOJIIO CKJIAAHOCTI, K1 afanTyoTh napamerpu BSP-noniny Ta 3’e1Hadb BIAMOBIIHO

JI0 ITPOBUX METPUK 1 33JIaHUX JTU3aHHEPChKUX IIiICH.

Mopenbs KoHTposto ckiagHocTi B BSP-cucreMi rpyHTYeThCS Ha MNpUHIIAII
3BOPOTHOTO  3B’SI3Ky ~ MIDXK  T'€OMETpI€l0  pIBHS Ta  HOTO  TOMOJOTTYHUMHU
xapaktepucTukamu. Ha KoXHOMy eTami reHepariii aHali3yeThCcsi MOTOYHA CTPYKTypa
BSP-nepeBa, miciisi 4oro NpuMMAaEThCs PIMICHHS MO0 MOAANBIIOTO MOy MPOCTOPY
abo roro oomexeHHs. [Ipu 1bOMy BpaxoBYIOThCA KIJIBKICTh 1 pO3MIPH KIMHAT, TITMOMHA
peKypcii, piBeHb 3B’S3HOCTI KapTH, KIJIbKICTh aIbTEPHATUBHUX MAPIIPYTIB 1 MIJTLOBUMN

PIBEHb CKJIaJIHOCTI, 3aIaHUN KOPUCTYBAUEM.

IrpoBa cknaanicTh y BSP-piBHAX BH3HA4a€TbCs CYKYIHICTIO TOIOJOTTYHHUX
napameTpiB. Jlo HUX HamexaTh TJIMOWMHA JepeBa MOJITYy, IO BIUIMBAE HA PO3MIp 1
KUIBKICTh MPUMIIIEHb, a TAaKOX XapakTep 3’€JHaHb MK HUMU. HaamipHa KUIBKICTB
3B’SI3KIB MPU3BOJUTH J0 BTPATH OpIEHTAlli Ta mepeadayyBaHOCTI, TOMI K iX HecTada
dbopmye 3aMKHEHI abo0 130JIbOBaHI JIISHKH. Jl0ZaTKOBO BpPaXOBYETHCS CEpPEIHS
JOBXKMHA MapIIpPyTIB MDK KIIOUYOBUMHM 30HAaMH, sika Oe3MocepeAHbO BIUIMBAE Ha

TPUBAJICTH 1 TEMI MPOXOJKEHHS PIBHI.

JUisi  aBTOMAaTU30BaHOTO KOHTPOJIIO  CKJIQJHOCTI CHUCTEMA BUKOPUCTOBYE
y3araJlbHEHUH MOKa3HUK, IO IHTErpye€ KUIbKICTh KIMHAT, XapakKTep pO3Trally>KeHHS
KapTl Ta MPOTSHKHICT, MapHIpyTiB. SKIIO OTpUMaHE 3HAYEHHS BUXOIUTH 32 MEXKI
JOMYCTUMOTO Jlana3oHy, alropuT™M JIMHaMIYHO Kopurye napamerpu BSP-renepanii —

30KpeMa MMOWHY MOJAUTY Ta WMOBIPHICTh CTBOPEHHS HOBUX CEKLINA. 3aBISKU LIbOMY
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BSP-anroputM mnepexoauTh BiJI CTaTUYHOI TEOMETPUYHOI CXEMH [0 aJalTHBHOI

CHCTEMH, OPIEHTOBAHOI Ha ITPOBY JIOTIKY.

BapiatuBHICT, pIBHIB BH3HAYAEThCS 3JATHICTIO TeHEpaTopa CTBOPIOBATH
PI3HOMAHITHI TOMOJIOT1YHI KOH(Irypauii mpu 3miHl napametpi. Y BSP-migxoxai BoHa
JOCSITAETHCS MIJITXOM CTOXAaCTHYHOTO BHOOPY HAMPSMIB MOJLTY, BUMAJAKOBUX 3MIIEHb
IUIONIMH PO3OUTTA Ta aJanTUBHOTO KEepyBaHHS TIMOWHOIO nepeBa. [loemHaHHS 1UX
MEXaHi3MIB JI03BOJIsIE (DOPMYBATH yHIKQJIbHI KapTH HaBITh 32 OJHAKOBHX IMOYATKOBUX

YMOB T'eHepallii, 10 € KpUTUYHO BAXKIUBUM JIJIS IrOp 3 BUCOKOIO PeirpadesIbHICTIO.

2.3.4 Tligxonu 1o 3a0e3nedeHHs IrpoBOTO OalaHCy

[Iponienypra reHepaiiss piBHIB TOBMHHA He Jumie  3abe3nevuyBaTu
pPI3HOMaHITHICTb MPOCTOPY, a ¥ MIATPUMYBATH IrPOBUM OalaHC — TOOTO TaKy
IIPOCTOPOBY OpraHi3ailito, sika CIpUs€e 3pO3yMUII HaBiraiii, JIOTIYHOMY MpPOrpecy Ta
CTabUIbHOMY ITPOBOMY PUTMY. Y cHcTeMaX, MoOyJ0BaHMX Ha OCHOBI MeToay Binary
Space Partitioning (BSP), O6amanc pocsiraeTbcsi 3a pPaxyHOK KOHTPOJIbOBAHOIO
PO3MIIIEHHS KJIIOYOBUX TOYOK, AaHAJi3y 3B’SI3HOCTI Ta aJalnTHUBHOTO (OpMyBaHHS
MapuIpyTiB MK KIMHaTaMHu.

IrpoBuii Oananc y BSP-piBHSIX po3risifaeTbes sIK MOEAHAHHS CTPYKTYpPHOI
BIIOPSAKOBAHOCTI Ta (QyHKIIOHATBHOT MOoCTyMHOCTI. Lle 03Hauae, 110 BCi KIIFOUOBI 30HU
NOBUHHI OyTH JOCSKHUMH, MapLIPyTH — MATHU aJ€KBAaTHY JOBXKWHY BIAMOBIIHO 10
CKJIAQJHOCTI TpHU, a BaXJIMBI oOnacTi (pecypcHi, OOHOBI, CIOKETHI) — PIBHOMIPHO
po3noAUIATUCA 1O TpocTopy. Ha BigMiHy Biff CyTO T€OMETPUYHOIO MiJIXO0Iy, aKIEHT
poOUTbCS HAa TEeUMIUICHHIA TOMOJOri — TOMYy, SIK I'paBelb (PAKTUYHO B3a€EMOJIE 3
piBHEM.

Po3MimieHHsT TOYOK BXOMy Ta BUXOJy BU3HAUA€ OCHOBHHM HAmMpsIM PyXy TpaBIlsl.
Y BSP-ctpykTypi 11I TOYKHM 3a3BHUYail pO3TAIIOBYIOTHCS B TOMOJIOTIYHO BiAalICHUX
nigoOnacTax jAepeBa, mo (GopMye NPUPOAHHMIA TPOTPec BiJ MPOCTIMIUX 30H [0
ckJaaHImux. Jlo1aTkOBO KOHTPOJIIOETHCS YHUKHEHHS 0€3MocepeIHboi OJIM3bKOCTI MIXK

BXOJIOM 1 BHUXOJIOM, a TaKOX 3arajJbHUN HAMpPSM MPOXOJDKEHHS PIBHS BIAMOBIIHO J10
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CTPYKTYpU PEKYypCUBHOTO ToAiTy. Takuii miaxidg CTBOPIOE BIIUYTTS MOCIIAOBHOTO
“mpocyBaHHs” yepes3 MpOoCTip.

[Ticas BU3HAUEHHS MOYATKOBUX 1 (PIHAIBHUX TOYOK CHUCTEMa aHalli3y€ MOXKIIUBI
MapHipyTH MK HUMH Ha OCHOB1 3B’s3KiB, copMoBaHux BSP-pgepeBoM. Anroputm
OLIIHIOE JIOBXKMHY Ta CKIQJHICTh HUIAXIB 1, 32 HEOOXIIHOCTi, KOPHUTYE CTPYKTYpPY
3’€IHaHb, JOJAI0YM a00 BHUIAISMIOYM KOPHAOPU. 3aBASKH 1IbOMY ITpOBa CKIAJHICTDH
PEryIIIOEThCA TUHAMIYHO, 0€3 )KOPCTKOI MPUB’A3KU 710 (JIKCOBAHUX MapaMeTPiB KapTH.

BaxxmnBoro ckianoBoro OanaHCy € 3a0e3ledeHHs] TOBHOI JOCSKHOCTI MPOCTOPY.
Ha ¢inanpHOMY erari reHepailii BAKOHYEThCS TepeBipKa 3B’ A3HOCTI, sIka TapaHTye, 1110
KOKHa KIMHaTa Mae€ LUISIX 10 TOYKU BXOAY. Y pasl BUSBICHHS 130JbOBAaHMX 30H
CUCTEMa aBTOMATUYHO MOAU(IKY€E CTPYKTYPY PIBHS, BIJIHOBJIIOIOUH JIOTIYHY LILTICHICTb
KapTH.

OxpeMy poJib BIJITpAa€ PIBHOMIPHHUNA PO3MOJLI 30H MIABUIIEHOTO IHTEpPECY —
OoioBMX apeH, BHHAropoja, OesmeuyHux obOnactedd. Jns mwporo BSP-Bysmam
MPU3HAYAIOTHCSI YMOBHI KOEQILIEHTH CKIAIHOCTI, SKI BPaXxOBYIOTh iX TOJIOKEHHS B
lepapxii, KUIBKICTh 3’€HaHb 1 BIJJAJEHICTh BiJ No4YaTKy piBHSA. Ha oOCHOBI 1ux
XapaKTepUCTUK CHUCTEMa BH3HAUa€ HAIMOBHEHHS KIMHAT, (QOpPMYIOUM IIOCTYIOBE

3pOCTaHHSI CKJIAJTHOCTI B1Jl BXOJTY 10 BUXOJY.
2.4 Tarerpanist BSP-renepartopa 3 pymriem Unreal Engine

[aTerpamis Momyns aBiiikoBoro po3outTs npoctopy (BSP) 3 Unreal Engine 5 €
KJIFOUOBUM €TaroM MoOYyJI0BM CHUCTEMH MPOLEAYPHOI TeHepallli piBHIB, OCKIJIbKH CaMme
BOHA BU3HAYA€ IMEPEeXiJl BiJ aOCTPAKTHOI JOTIYHOI MOJIEIl MTPOCTOPY JO0 IMOBHOI[IHHOTO
irpoBoro cepeaoBuiia. OCHOBHMM 3aBJaHHSM Takoi 1HTErparmii € KOPEKTHE
nepeTBOpeHHs pe3ysbTatiB BSP-anroputMy — mex KiMHAT, 3B’SI3KiB 1 TOIMOJIOTI — Yy
00’ €KTH pyIIis, MPUAATHI JIJIs Bi3yali3allii, HaBiraiii Ta rTeiMIUIeHHOT B3aEMO/TII.

VY po3pobueniit cuctemi BSP-Monynb BUKOHYE poJib JIOTIYHOTO siipa, Mo GopMmye
cTpykTypy piBHs, Toal sik Unreal Engine 5 BignoBigae 3a ii (i3uyHy peanizauliio Ta
BimoOpaxxenHsa. JlaHi, oTpuMaHi B TIpoIeCi PEKYPCUBHOTO TMOAULY TPOCTOPY,

NEePealoThCs Y PYIIN y BUMIISAL CTPYKTYPOBAHUX OMMUCIB KIMHAT 1 KOPUIOPIB, MIiCIHs
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4YOro MEepeTBOPIOIOTHCS HA reoMeTpuyHi 00’ekTH cuend. Ha npomy erari GpopMyeThest
0azoBa apxITeKTypa piBHA — CTIHM, MijJjiora, Iepexoau — sKa Hajaall
BUKOPHCTOBYETHCA BCIMa MIJCUCTEMAMH PYIIis.

[Ipouec iHTerpamii Mae MOETATHUN XapakTep: CIo4aTKy reHepyeTbcsi BSP-
CTPYKTypa, Jaii ii pe3ylbTaTh 1HTEPIPETYIOTHCS SIK €IEMEHTH T'€OMETpii, MICs YOro
BiIOYBa€ThCS HAMOBHEHHS PIBHS KOHTEHTOM 1 aBTOMATUYHE OHOBJICHHS HaBiraiii.
Takuit miaxia 103BosIE 3a0€3MEUUTH y3T0JIKEHICTh MK JIOTTYHOIO MOJIEIUTIO MPOCTOPY
Ta WOro Bi3yaJIbHUM IMPEACTaBICHHIM, a TAaKOX TapaHTy€ MPOXIAHICTb 1 KOPEKTHY
poOOTYy CHCTEM IITYYHOTO IHTENEKTY.

B3aemonis mix BSP-monynem 1 Unreal Engine peanizyeThcst yepe3 ABOCTOPOHHIM
OOMIH JJaHUMH. 3 OJHOTO OOKy, Pyl OTpUMY€e 1H(POPMALII0 IPO CTPYKTYPY pIBHS, 3
IHIIOTO — TIepe/la€ 3BOPOTHUM 3B’SA30K IIOJO CTAHY CIEHH, KOJI31H 1 JOCTYITHOCTI
MapuipyTiB. ILle pgo3Bosisie AMHAMIYHO 3MIHIOBATH NapaMeTpu TeHepauli 0e3
Nepe3aBaHTAXKEHHS PIBHS Ta MUTTEBO B1JIOOpa)KaTu pe3yJIbTaTu B PEAaKTOPi.

Bukopucranuss PCG Framework y Unreal Engine 5 momarkoBo crpoirye
iHTerpamito BSP-anroputMy, A03BOJSIIOUM  BKIIOYATH HOro y BY3J0BI rpadu
nporieAypHoi reHepariii. Takuii miaxig 3a0e3nedye  BidyallbHE HaJaIITyBaHHS
napameTpiB, IIBUAKE MPOTOTUIIYBAaHHA Ta KomOiHyBaHHs BSP 3  iHmmmm

reHEepaTUBHUMU METOJaMu 0€3 3MiHU IPOrPaMHOI0 KOJy.

2.4.1 ApxiTekTypa 0OMiHy JaHUMH MK TEHEPATOPOM 1 PYIIiEM

Jlns 3a0e3nedeHHs y3ropKeHoi B3aeMoIii Mixk MoaysieM reHepartii BSP 1 pymiem
Unreal Engine 5 BUKOpUCTOBYETHCS CIELiali30BaHa apXiTEeKTypa JaHUX, 10 BU3HAYAE
CTPYKTYpY, dopmaT 1 HampsiM TepenaBaHHs iHGoOpMalli MK aJrOpUTMIYHUM Ta
Bi3yaJbHUM IIapaMu cucTeMu. OCHOBHOIO METOI0 TaKoi apXiTEeKTypu € 30epeKeHHS
iepapxii BSP-nepeBa, Horo 3B’43HOCTI Ta MPOCTOPOBOI KOPEKTHOCTI IiJT Yac 1HTerpanii 3
BHYTpIIIHIMU 00’ exTamu pyiist [32].

ApXITeKTypa AaHUX BUKOHYE POJIb MPOMDKHOTO IIApy MK T'€HEpaTOpOM, SIKUN
dbopmye oriuHy Moenb nmpoctopy, Ta Unreal Engine, mo Bignosijae 3a ii BIATBOpEHHS

y 3D-cueni. 3aranbHy cxemy oOMiHy nanuMu Mixk BSP-mMoynem 1 pymriem mokasaHo Ha
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pUCYHKY 2.6, 7A€ BIJIOOpa)XEHO OCHOBHI KOMIIOHEHTHM Ta JBOCTOPOHHIN ITHUKII
CHUHXPOHI3aIll1 M1’)K HUMH.

Snpo cucremu 30epirae iHdopmamito y Burisgi BSP-mepeBa, By3mm siKOTO
MICTSTh TPOCTOPOBI MeX1 Mi00JacTei, TUIIM 30H, 1€papXivyHi 3B’S3KU Ta CIIY»KOOBI

MeTa aHl.
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Pucynoxk 2.6 — Apxitektypa oominy nanumu Mixk BSP-reneparopom ta Unreal

Engine 5

[Ticnst 3aBepiiieHHs TeHeparlii JAepeBO MEPETBOPIOETHCS Y MPOMDKHE TMOJAHHS,
NpUAATHE IS IHTEpIpeTalli pyiieM 0e3 BTpaTu CTPYKTYpH a00 KOHTEKCTY.

st mepenaui pe3yabTaTiB y pyuriii BSP-monyns popmye y3aranbHeni Tabnuiii
BY3JIiB 1 3’€JIHaHb, K1 OMKUCYIOTh JIOT14YHY TOIMOJIOTIIO PIBHS — KIMHATH, KOPUJIOPH Ta iX
B3aeMo3B’si3ku. Unreal Engine Ha OCHOBI LMX JaHUX CTBOPIOE BHYTPIIIHI 00’ €KTU
ClleHM, 30epiraroyd BIAMNOBIAHICT MDK JIOTIYHOIO MOJEIUII0 Ta Bi3yaJIbHUM
npeACTaBIeHHsIM. Takui MiaXiJ H03BOJISIE BIIOKPEMUTH AJITOPUTMIYHY TEHEpaIlio Bijl
reoMeTpuyHoi peamzaiii ¥ yHidpikyBatu oOmin Mk C++-morikoro Ta Blueprint-

CEPEIOBHILIEM.
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Ilepen iuTerpaiii€ro JaHi MPOXOIATH ceplajizallilo y CTaHAapTU30BAHOMY
dbopmarti, 1o 3abe3nedye CTaOUIbHICTH Iepeaadi, HE3aJIeKHICTh BiJI CEpeOBUIIA
BUKOHAHHSI Ta MOXJIUBICTh peAaryBaHHs MapaMeTpiB 0e3 mepexkoMmiurimii. ¥ mexax
Unreal Engine 1mi gaHi gecepialli3ylOThCS Ta BHUKOPUCTOBYIOTHCS [Jisi MOOYJIOBU
reoMeTpii, HaBiraiii il Bizyasizarii.

ApXiTeKkTypa MIATPUMY€E TaKOXkK 3BOPOTHHM 3B’SI30K: PYIIiil mepeaae reHepaTopy
iH(opMaIIito PO CTaH CIIEHH, JOCTYIMHICT, MapIIPYTIB 1 3MIHU, BHECEHI KOPUCTyBayeM
y penakropi. Ha ocHoBi mux manux BSP-monmynp moke nokanbHO mepeOyaoByBaTH
OKpeMI CErMEHTH JiepeBa O3 TIOBHOI pereHepaiii piBHA, 10 3a0e3nedye

IHKpEMEHTAJIbHE OHOBJICHHS Ta pOOOTY B PEXKHUMI PEAIbHOTO Yacy.
2.4.2 AnroputM po3MitieHHs irpoBux 00’ekTiB y BSP-ctpykTypi

AJTOPUTM pO3MIIIIEHHS ITPOBUX 00’ €KTIB Ha 0CHOBI BSP-cTpykTypH € ogHum i3
KTIOYOBMX €TariB HpouemaypHoi remepamii piBHiB y pymii Unreal Engine 5. Moro
rOJIOBHA METa MOJISATa€e y NEPETBOPEHHI a0CTPAKTHOI TOMOJIOTTYHOT MOJIEINI, OTPUMAaHO] B
pe3ynbTaTi podot BSP-anroputMy, y MOBHOIIHHUN ITPOBHM TMPOCTIP 13 JIOTTYHO
pO3TAlllOBaHUMHU  KIMHATaMH, KOpPUJOpPaMH, TOYKaMH B3a€EMOJli, CBITIOBUMU
JoKepellaMy Ta IHIIMMU eJIEMEHTaMH, K1 (DOPMYIOTh ITPOBHM JOCBiA. Y Mexax Ili€l
cucremu BSP-cTpykTypa BHCTyNae KapkacoM, Ha OCHOBI SIKOTO 3I1HCHIOEThCS
reoMeTpuyHe, PyHKIIOHATBHE Ta €CTETUYHE HAIOBHEHHS CIICHU.

[Ipotiec po3mitnieHHsI 00’ €KTIB MOYUHAETHCS MICIs 3aBEPIICHHS TOOYI0BH JIepeBa
BSP. Koxen By3on jepeBa, SKHIl MpeACTaBiIsie OKpeMy o0O0JacTh MPOCTOpY,
IHTEpIIPETYEThCS K MOTEHINTHA KiMHaTa ab0 30Ha irpoBoi akTUBHOCTI. Ha 1ipomy eTari
CUCTEMa aHali3y€e TUIl By3Jia, HOTO PO3MIPH, MO3UIIIO BIIHOCHO CYCITHIX oOjacTeil Ta
poJIb y 3arayibHiil Tonosorii piBHA. Ha oCHOBI ux mapaMeTpiB NPUHAMAETHCSA PILLIEHHS
mpo Te, Kl 00’€KTU MarTh OyTH po3TanioBaHi BcepenuHi i€l kimHaTH. Hampukian,
BY3JI, IO MepeOyBalOTh OJMKYE 1O BXOIY, MOXYTh MICTUTH 0a30Bl €JIEMEHTHU
HaBIrauii, Tl sIK TJUOII BYy3JU JIepeBa BUKOPUCTOBYIOTHCS JIJIsl pO3MIILIEHHS 00’ €KTIB

1BUIIEHOT CKIAHOCTI, TAKUX K BOPOTH, TACTKU YU BAXIIMBI PECYPCH.
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Kit0uoBOI0 0COOMMBICTIO AAHOTO ANTOPUTMY € BUKOPUCTAHHS CUCTEMHU MPABUII
Ta BaroBUX KOe(QiIli€HTIB, K1 BU3HAYAIOTh HMOBIPHICTh MOSBHU IIEBHOTO THUITY 00’ €KTa Yy
KOHKpeTHi 30H1. Lli mpaBuna OGa3yioTeesi Ha XapakTepuctukax BSP-By3mis: miomi,
rIMOMHI y JIepeBl, KUIBKOCTI CYCiHIX KIMHAT, JOCTYITHOCTI Ta 3B’S3HOCTI 3 OCHOBHUMU
Mapuipytamu. Hampukman, By3du 3 BEJIHMKOIO KUIBKICTIO 3’€IHAHb MOXYTh OyTH
BU3HAYCHI K “IICHTpPaIbHI 30HU , JIe JOIUIBHO PO3TAIIOBYBATH KIFOYOBI 00’€KTH 200
0oc-apeHH, TOJI SIK By3/lIM Ha mnepudepii aepeBa MOXYTb BHUKOPHUCTOBYBATHCH IS
po3MimieHHsT OOHYCiB a00 MpUXOBAaHUX JIOKamii. TakuM 4YWHOM, TOMOJOTIYHA
iHpopmariiss BSP  GesnmocepenHr0 BIUIMBaE Ha PO3MOJLT  ITPOBOTO  KOHTEHTY,
3a0e3Meuylour CTPYKTYPHY JIOTIKY Ta Bap1aTUBHICTh PiBHSI.

VY pymi Unreal Engine 5 peanizamis mporo airoputMmy 3A1HCHIOETHCA uepes
koMOiHario C++-noriku Ta PCG Graph. BSP-mMonyns renepye Habip mapaMeTpiB st
KOXHOI KIMHATH — KOOPAMHATH, PO3MIPH, KATETOPil0 CKIAJTHOCTI — K1 NIEPEAAIOTHCS
JI0 CUCTEMHU PO3MIIIEHHS SIK BXIiJIHI JaHi. Jlami pymiiii ctBoproe o0’ektu tumy AActor
abo Instanced Static Mesh 3rigHo 3 3aganuMu ymoBamu. 3aBasiku MoxuuBocTsM PCG
Graph, po3rairyBaHHs €JIEMEHTIB MOXe OyTH He (IKCOBaHUM, a B3aJICKHUM BIJl
npouenypHux GiUIbTPIB — HANPUKIAJ, MIUIBHICTh PO3MIIIECHHS MeOJiB abo JpKepen
CBITJIa BU3HAYAETHCA Ha OCHOBI IUIOII KIMHATH 4H ii Moj0keHHs B iepapxii BSP. Takwuii
NIX11 T03BOJIsIE aBTOMAaTUYHO (POpMYyBaTH yHiKaJdbHI KOMOIHAIli 00’ €KTIB HaBITh MPHU
MOBTOPHOMY 3aITyCKy TeHepartii.

Okpemy poJib y poOOTI aJrOpUTMY BiAIrpae KOPEKIs KOJI31i Ta amamTarlis
MPOCTOPOBOTO po3MmimieHHs. [licas mepBUHHOTO po3TamryBaHHS OO0 €KTIB pyIIii
MPOBOJUTH aHANI3 TEPETHHIB MK TEOMETPUYHMMH eJIeMEHTaMu CleHU. Y pasi
BUSIBJICHHSI KOH(IIKTIB CHCTEMa BUKOHYE JIOKaJbHI 3CyBHM a00 BUAAJIECHHA 00 €KTIB,
mo0 YHUKHYTH HakiajnaHb. J[omaTkoBo, Mmia 4Yac reHepailli BUKOHYETbCS MOOya0Ba
HaBITalIHOI CITKH, siKa 3a0e3Meuye MOKIIMBICTh KOPEKTHOTO MEpecyBaHHS IpaBIs i
NPC y cTtBopenomy npoctopi. L5 ciTka 1TMHAMIYHO OHOBJIFOETHCS MICJIA KOKHOI 3MIHH
ctpykrypu BSP a6o moBTOpHOI reHepailii piBHs, 10 TapaHTY€e aKTyaJbHICTh TAHUX PO

MPOX1IHICTb.
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BaxxnmBUM acnieKToOM € 1HTEerpallisi iIrpoBOi JOTIKH 3 TEOMETPUYHOIO CTPYKTYPOIO.
[Ticnst Toro sIKk OCHOBHI O0’€KTH PO3MIILIEHI, aJrOPUTM J0Ja€ JOTOMIKHI €JIEMEHTH
TEUMIUICIO: TPUTEpPH TOAiN, TOYKH CIIaBHY BOPOTIB, YCKMOIHTH, OCBITJIICHHS YU
JeKopaTuBH1 enemMeHTH. 11 00’e€kTu He JuIlle HaaarTh BI3yaJIbHOI BUPA3HOCTI, a M
CTBOPIOIOTH ITPOBUM PHUTM, CHPHUSIIOYM TIOCTYIIOBOMY HApOCTAaHHIO HANpPyTH YH
CKJIaJHOCTI B Mipy mpoxo/keHHs kapTu. Ockinpku BSP 3a0esneuye iepapxiuny
CTPYKTYpPY, MOXKHa MepeadauuTi 3aKOHOMIPHICTh PO3MOJIIIY BUKIUKIB 1 HAropoa —
HAIMPUKJIA, 10 MICIsA KOXKHOTO TBOX-TPHOX MiAPIBHIB 3POCTAa€ 4acTOTa BOPOTIB abo
I[IHHICTb TIPEIMETIB.

3aBepiiagbHUM €TaroM poOOTH aJNTOPUTMY € OIlIHKa SIKOCTI po3MmimieHHs. s
IOTO 3aCTOCOBYIOTbCA BOYJOBaHI I1HCTPYMEHTH Badijaiii, sKI [EpPEBIPAIOTH
MPaBUJIBHICTH PO3TAIIyBAaHHS 00’ €KTIB, JOTPUMAHHS JOMYCTUMUX BIJICTAHEH MK HUMH,
HasIBHICTh BUIBHOTO MPOCTOPY JJIA PYXy Ta BIACYTHICTh KPUTHYHHX KOJI31H. KO
nopyiieHHs: BusiBieHo, BSP-cucrema mMoke aBTOMATHYHO TEpE3alyCTUTH TEHEPAIIII0
JUIS KOHKPETHHUX BY3JIB a00 BHUKOHATH JOKaJIbHE KOPUTYBAHHS 00’€KTIB 0€3 IMOBHOTO
OHOBJICHHS piBHA. Takuil MiaxXia NiABUILY€E CTAOUIbHICTh pOOOTH CUCTEMHU 1 3a0e3Meuye
JIOT1YHY MOCTIAOBHICTH Y TOOYI0B1 IPOLIEYPHUX KapT.

TakuM YHMHOM, aJITOPUTM PO3MIIIEHHS IrPOBUX 00’€KTIB Ha ocHOBI BSP-
CTPYKTYPH TMO€IHY€E AHAIITUYHY TOYHICTh TE€OMETPUYHOI TeHepauli 3 JUHAMIYHOIO
rayukictio pymris Unreal Engine 5. Bin meperBoproe aOGcTpakTHE MaTeMaTUYHE
npejcTaBiieHHs epeBa BSP y HacuueHe irpoBe cepeloBHUIle, 3/1aTHE aanTyBaTUCS 10

3MIHHUX MapaMeTpiB TeHepallii, BAMOT AU3aiHy Ta MOBEIIHKH IPaBIIs.

2.4.3 OnTuMmizaltisi, TOBTOPHE BUKOPUCTAHHS Ta KEITyBaHHS Pe3yJbTaTiB

OnTuMizanisi Ta KEIIyBaHHs pe3yibTaTiB MPOLEIYPHOI reHepalli € HeB1I €MHOIO
ck1aioBoro edextuBHOro (hyHkiionyBanus BSP-cuctemu B Unreal Engine 5. Ockinbku
poIiiec PO3OUTTS MPOCTOPY, TOOYAOBH TeOMETpii Ta po3MileHHsI 00’ €KTIB MOXKe OyTH
OOYHUCITIOBANILHO 3aTPaTHUM, OCOOJIMBO MPHU BEJIMKUX PIBHIX a00 CKIAJHUX MapaMeTpax
MOJUTy, JOIUThHUM € BHUKOPUCTAHHS MEXaHI3MIB TOBTOPHOTO BUKOPHCTAHHS

MPOMIKHHUX pe3yibTaTiB. lle 103BoisiE CYyTTEBO CKOPOTUTH 4Yac OOPOOKH, 3HUZUTH
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HaBaHTAXXEHHS Ha TMPOLIECOp 1 MaM’ATh, a TAKOX MIIBHUIIMTH CTaOUIBHICTH MiJ Yac
IHTEPAKTUBHOI'O PeIaryBaHHs CIIEH.

Cytp ontuMmizamii mojisrae B TOMY, IO pe3yidbTaTH OKpeMux ertamiB BSP-
reHeparii — po3noAiT MpoCcTopy, O0UMCICHHS 3B’ A3KiB, (HOPMYBaHHS BY3JIIB, TO0Y/10Ba
reoMeTpii — 30epiraloTbcssi y TUMYAcOBUX a00 TMOCTIMHHUX CTPYKTypax JIaHUX,
JOCTYMHHUX [UIsl TOJANBIIOTO BHUKOPUCTaHHA. Y BHIAJAKY TIOBTOPHOTO 3aIlyCKy
re’epaiii pyiiiid He BUKOHY€E MOBHUN IIUKJ PO3PaXyHKIB, a JIUIIE OHOBIIIOE T1 YACTHUHU
JiepeBa, sK1 3a3Hany 3MiH. Takuil migxXix OTpUMaB Ha3By 1HKPEMEHTAJIbHOI TeHeparlii.
Bin ocobnuBo edextuBHHMil y cepenoBuini Unreal Engine, ne po3poOHUK MoOxe
eKCIIEPUMEHTYBATH 3 IapaMeTpaMu B PEXKHUMI peaIbHOIr0 4acy, 3MIHIOIOUU HMOBIPHICTh
MOy, MIHIMaJIbHUI pO3Mip KIMHAT abo0 KUIbKICTh MIAPIBHIB 0€3 HEO0OXITHOCTI
IOBHOI'O NIEPEPaXyHKy KapTH.

KemuryBaHHs IpOMIKHUX JaHUX peaTi3yeThCs Ha KUIbKOX piBHsX. [lepmmii piBeHb
OXOIUTIOE CTPYKTYpHHI kel BSP-mepeBa, y sikomy 30epiratoTbCsi BY3JIM 3 IXHIMHU
reOMETPUYHUMH MapaMeTpaMu, 1ieHTu(ikaTopamMu Ta TunaMmu. Lle nae 3mory MUTTEBO
3BEpTATHUCS 10 BXKE OOpOONEHMX MIAMPOCTOPiB 0e3 MOBTOpHOI TeHepauii. dpyruit
piBeHb TMepeadavae KenryBaHHs reomerpii Ta marepianiB — Unreal Engine mosxe
30epiraTv MonepeAHbO 3r€HEPOBaH1 MOJITOHM, KOJI31l Ta TEKCTYpPHI KapTH y BHIJISAL
TUMYacoBUX MeuliB (static abo instanced). [Ipy moBTOpHOMY 3amyCcKy CHCTEMH PYIIii
MPOCTO OHOBIIIOE TO3UIlI a00 MapaMeTpu Bizyaiizailii, He MEepeOyJOBYIOUH CITKY 3
Hyss. Hapemri, TpeTiii piBeHb — KeEIIyBaHHS JIOT1YHMX 3B’SI3KiB 1 00’€KTIB, KOJU
iH(dopMarllis Tpo B3aEMOPO3TAlTyBaHHS KIMHAT, JABEpEl 1 KOPUAOPIB 30epiracThCs B
TaONHISIX 3’€IHAHD, 110 JAO3BOJISIE IMIBUAKO BIJHOBUTH MapHIpyTH ab0 TOMOJIOTIIO MPHU
3MiH1 CTPYKTYpPH JIepeBa.

BaxxnuBy poiib Biirpae Takox ONTHUMI3alliss BUKOPUCTAHHS MaM’ STl Ta MOTOKIB.
[Ipu oOpo6ui Benukux BSP-cTpykTyp 3acTOCOBYEThCS ©0araTornoTOKOBHM IMiAXII;
TeHepallisi BUKOHYETbCA TMapalelbHO [UIsl HE3aJeKHUX TIANEpeB, a pe3yibTaTu
00’€MHYIOThCSI  MICIs  3aBepiieHHs o04ucieHb. lle mo3Bonsie  MakCHMaIbHO
BUKOPUCTOBYBAaTH PECYpCHU CYYaCHHUX IMpolecopiB 1 3a0e3mnedye CTablIbHY 4YacTOTy

KaJIpiB HaBITh y PEXUMI peanbHOTo Yacy. [[ns 3umwkenHs Butpat nmam’ati BSP-moxyns
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BUKOPUCTOBYE KOMIIAKTHI CTPYKTypH 30epiraHHs, Ji€ 3aMmiCTh IOBHUX OO0’ €KTIB
30epiraloThCs JIMIIE KIIOYOBI MapaMeTpu — KOOPJAWHATHU, PO3MIPH, THIHU KIMHAT 1
NOCUJIaHHSI Ha CyMiKHI By37H. J[0JaTKOBO 3aCTOCOBYETHCS CTUCKAHHS MPOMIXKHHUX
JIAHUX 3a JIOTIOMOT'OI0 METOJIIB cepiaiizallii, cyMicHUX 13 cuctemoro Unreal Data Assets.
e omuum HampsimoM onrtuMizanii € Bukopuctanas GPU-akcenepamii s
oO4YHCIIeHHS TOBTOPIOBAaHUX omnepaiid. ¥ Hopimux Bepcisx Unreal Engine (mounnaroun
3 5.5) yacTuHy 3aBAaHb MPOIEAYPHOI I'eHEpallli — HAMPHUKIIAJ, PO3PAXyHOK PO3MOILTY
TOYOK y TpOCcTOpi ab0 OLIHKY 3ITKHEHh — MO)XHa BHMKOHYBaTH Ha TpadidHOMY
nporiecopi. Lle 3abe3nedye 3HaUYHE MPUCKOPEHHS MPHU TEHEpallii BEJIMKUX PIBHIB Ta
JI03BOJISIE  peajli3yBaTH MONEpeNHId Teperyis y peaJlbHOMYy dYaci 0e3 BTpaT
npoayktuBHOCcTl. O6’ennannss CPU 1 GPU renepariii cTBOproe riOpuaHy apXiTeKTypy,
sKa JI03BOJIsIE€ OAIaHCYBAaTH HABAHTAXKEHHSI MK PI3HUMHU MIJACUCTEMaMU PYIIIis.
KenryBanHs pe3ysbTaTiB Ma€ TaKOX BAXKIIUBE 3HAYCHHS ISl 30€PEIKEHHSI IrPOBHUX
Ceciii Ta BiITBOPIOBAHOCTI PE3YJIbTATIB. Y Cl OCHOBHI MapaMeTpu reHeparlii, ToYaTKOBI
YMOBH, BUKOPUCTaH1 BUIIJIKOB1 YMCiIa 1 CTPYKTYpHI JlaHi 30epiratoTbes y BUTIIsA AL seed-
KoH(pirypamiii. Lle no3Bonsie npu notpedl NOBTOPUTH TOYHO TAKU CaMHil pe3yibTaT
reHepailii, o KpUTUYHO JJIsi TECTYBaHHS, OajaHCyBaHHS a00 BIATBOPEHHS KOHKPETHUX
piBHIB. Takuil miaxiJg TrapaHTye CTaOUIBHICTh 1 KOHTPOJBOBAHICTh TEHepallli,

MOETHYIOUHN MPOLEIYPHY BapIaTUBHICTh 13 B1ITBOPIOBAHICTIO.
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3 IPOIT'PAMHA PEAJII3AILIISI CUCTEMU T'EHEPAILIIL PIBHIB

3.1 ApxiTekTypa NporpaMHOro KOMILIEKCY

Y OCHOBI CHUCTEMHU JIEKUTh MOJYJbHA apXITEKTypa, JI€ KOXEH KOMIIOHEHT
BUKOHY€E CTPOTO BHM3HAUEHY pOJib y mporieci moOynoBu piBHA. Ha BepxHbOMY piBHI
peali3oBaHO KEpYIOUMM MOIyibh TEeHepalli, SKuid KOOpPAMHYE B3a€EMOJIII0 MDK yciMa
nmigcucteMamu  —  BSP-gepeBoM, TeoMeTpi€ro, TOMOJOTIE€I0, aAHATITHKOIO Ta
iHTerpariero 3 pymieM. KoxkeH 13 MOAyINIB peani3oBaHHi y BHUIJISAAI OKpPEMHUX KIIaciB
C++ ta Blueprint-koMITIOHEHTIB, 110 B3a€EMOJIIFOTh Yepe3 0OMEKeHUI Ha01p iHTepdeiciB
1 CTPYKTYp JTaHUX.

Anpo BSP Buctymae oCHOBHUM OOYMCIIIOBAIbHMM IIeHTpoM. BoHO peanizye
MPOIEAYPY PEKYPCUBHOIO MOJUTY TPOCTOPY Ha Mi100aacTi, GopMye CTPYKTYpY AepeBa,
BHU3HAuYa€ MOTEHIIMHI KIMHATHU, CTBOPIOE Ipad 3B’SI3KIB MK HUMH Ta TOTYE JHaHl IS
Bi3yasizallii. PiBeHs iHTerpaliii BiAMOBiAa€ 3a nepeaaBanHs Mux ganux ao pyuris Unreal
Engine 5, ne BOHM mNepeTBOPIOIOTHCS y peanbHl 00’ektu cuenu (Actors, Meshes,
Collision Volumes, Lights). CepBicHa 1HQpPacCTpyKTypa OXOIUIIOE JIOTYBaHHS,
KeIllyBaHHS, 301p CTaTUCTUKH, a TAKOK CUCTEMY Bajijallii, o 3abe3nevye cTaOlIbHICTh
1 IEpEBIPKY KOPEKTHOCTI CTBOPEHUX PiBHIB.

Anpo cucremum — 11¢ HaOip KJaciB, IO BIAMOBIAAIOTh 3a MaTeMaTHYHE
dbopmyBaHHs cTpyKTypu piBHA. OcHOBHUM KilacoM € BSPGenerator, sikuii peani3ye
QITOPUTM JIBIIKOBOTO TMOAUTY HpocTopy. BiH iHIIiani3ye mnapaMeTpu TeHepalii
(po3Mipu KapTH, MIHIMaJbHI Ta MaKCHUMaJIbHI PO3MIpH KIMHAT, WMOBIPHICTh MOJLITY,
seed-3Ha4yeHHs) 1 Kepye MPOIECOM PEKYPCHBHOTO CTBOPEHHS BY3IiB jepeBa. Koxen
By30J1 (BSPNode) MicTuTh reomMeTpudHi MeXi CBO€i 00JacTi, MOCUJIAHHS Ha JOYIpHI
BY3JIM, OPIEHTAIIO MOJUTY Ta PiBEHb BKJIAJIEHOCTI.

Oxkpemuii k1ac RoomDescriptor onucye KiHIleBi 00JacTi iepeBa — KiMHaTu. Bin
30epirae mapaMeTpu KOXKHOTO TMPUMITHUBY: LIEHTpP, IUIONLY, TUM (3BHYAiiHA, KIIOUYOBA,
CTapTOBa, KIHIIEBA), a TAKOXX METaJaHl, MOB’si3aHiI 3 ITPOBMMHU CLIEHApIIMHU (PIBEHb

CKJIQIHOCTI, PO3MOJII pecypciB, HIUIBHICTH 00°e€kTiB). Ha mpomy eram (opmyerbes
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lepapxiuyHa CTPYKTypa piBHS, IO BIIOOpaKkae JIOTIKY PO3MOJLTY IPOCTOPY BIAMOBIAHO
1o nmapametpiB BSP.

Jnst  3’emHaHHS KIMHAT Yy €IWHWM  MapmipyT BHUKOPHCTOBYETHCS — KJlac
ConnectionManager, sikuii Oyaye TomojoriyHui rpad. BiH BHU3Havae, sKi KIMHATH
MaloTh OyTH MO€IHAHI KOPUIOpaMH, NEPEBIps€ iX JOCTYIHICTh 1 YHUKAE JYyOIIOBAaHHS
NUIAXiB. 3aBISKH 1IbOMY pIBEHb Ma€ HE JIMIIE CTPYKTYpHY, a ¥ (YyHKI[IOHAJIbHY
IUTICHICT — YyC1 30HM 3B’S3aHI MK C€O000I0, aje TMpu IbOMY 30epiraeThes
KOHTPOJIbOBaHA CKJIA/IHICTh MapIIPyTYy.

BaxnuBoro yactuHOlO sifpa € Takoxxk ParameterManager, mo BiamoBigae 3a
JUHAMIYHE HaJallITyBaHHS MapaMeTpiB reHepailii. Bin no3pomsie 30epiratu mpodimi
reHepailii, 3aBaHTaXyBaTH pi3HI KoH(irypauii (Hanpukiaza, "Dungeon", "Ruins",
"Facility") Ta perymoBaTu napametrpu 6€3 NEPeKOMIIIAIIT PYIIIis.

Lleli piBeHb BHKOHYE pOJIb MOCTY MK QITOPUTMIYHOIO JIOTIKOIO Ta PYIIIEM
Unreal Engine 5. OcHOBHUM 3aBllaHHSIM € TEpeTBOpPeHHs CcTpykTyp BSP y peanbhi
00’€KTU CIIEHH, IO MOXYTh OYyTH Bi3yalli30BaHl, BUKOPHUCTAaHI JUIsl HaBiramii 4u
B3a€MO/Iii 3 TPaBIIEM.

Knac LevelBuilder orpumye Binm BSP-monyns HaGip JecCKpuNTOpiB KIMHAT 1
KOPHUJIOPIB Ta MEPETBOPIOE iX HAa 00’ ekt TUITY AActor 3 MPUB’I3aHUMH KOMIIOHEHTaMU
UStaticMeshComponent. Bin BignoBigae 3a reHepariito reoMerpii KIMHAT, CTBOPEHHS
MEX KOJII31i, pO3MIIIIEHHS CBITJIa Ta TPUTEpiB MoAii. /[ BenMMKux KapT peaiizoBaHa
MIITpUMKa MOTOKOBoro  3aBaHTaxkeHHs (Level  Streaming), 1m0 103BoJsIE
MiJIBAaHTAXyBaTH JIUIIIC HEOOX1IHI IUISHKY KapTH IMij 9ac Ipu.

[Hmmii BaxnuBuii enemeHtT — VisualizerModule, sikuii 3a06e3neuye monepeaHin
neperasg BSP-cTtpykrypu 6e3nocepeHbo B peakTopi. BiH BUBOAUTH Kapkac JepeBa,
MeX1 KIMHAT, HAPSIMKA KOPHUAOPIB 1 KOJILOPOBE KOJIyBaHHS 3a piBHEM CKJIaaHOCTI. Lle
JIO3BOJIIE PO3POOHUKY a00 MOCHIAHUKY OauuTH JIOTIKYy TeHepalii B aii W IIBUIKO
OLIIHIOBATH AKICTh MOOYAOBAHOI KapTH.

Jlns mepemadi  JTaHUX MDK PIBHSIMHU BUKOPHCTOBYETHCA HAOIp CTPYKTYp

(FRoomData, FConnectionData), 110 30epiratoTh JuIle HEOOXiIHI YMCIOBI apaMeTpH,
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YHUKAIOUU HaJUIMIIKOBOI 1H(MopMaitii. Ile nmiaBuinye eekTUBHICTE OOMIHY Ta CIPOILYE
cepiaiizariito npu 30epekeHH1 a00 BIJHOBJICHHI PE3y/IbTaTIB TeHEpaIlii.

CepBicHa iH(}pacTpyKTypa BUKOHYE POJb MIJCUCTEMH MiATPUMKH >KUTTEBOTO
UKy TreHepalii. BoHa MicTUTh 3acoOM KellyBaHHSA, JIOTYBaHHS, aHAJITHKH,
TECTyBaHHS Ta OIlIHKK sKocTi oTpumanumx piBHIB. Kmac CacheSystem 30epirae
pe3yabTaTH MOMEpeaHIX reHepariid, mod mpu MOBTOPHUX 3aIlyCKaX BUKOPHCTOBYBATH
IHKpEMEHTAJIbHUNA MiAX11 — TMepepaxoBYIOThCS JIMIINEC 3MIHEH1 TUISHKU JepeBa. Takui
HiAX1J ICTOTHO CKOpOUYye 4ac MOOYyIOBU Ta MiJBHILY€E CTAOLIBHICTH MPH pelaryBaHHI
napaMeTpiB y peajbHOMY 4aci.

Knac MetricsAnalyzer Bukonye 30ip 1 00poOKy CTaTUCTUYHUX JaHUX — IUIONIA
KIMHAT, CEpeIHs JOBXHHA MApPLIPYTIB, KUIbKICTh 3’€/IHaHb, CTYIIHb CUMETpIi, PIBEHb
1rpoBoi BapiaTUBHOCTI. OTpuMaHi pe3yiabTaTh JO03BOJISIIOTH OLIHUTH 30aJIaHCOBAHICTD
PIBHS i BAKOPUCTOBYIOTBCS Y CUCTEMI aBTOMATHU30BaHOI BaJIi1alii.

HNonatkoBo peamizoBaHa miacuctema Logger, mo ¢ikcye ertanu mnoOya0BH,
NOMMJIKH, TONEPEKEHHSI Ta IOKa3HUKU NpoAyKTUBHOCTI. Lle mo3Boisie He muiie
HAJIaro/KyBaTl T€HEpaTop, a ¥ MPOBOJUTH IOCIITHUIIPKAN aHai3 A7 IiABUIICHHS

e(EeKTUBHOCTI AJITOPUTMIB Y MAaHOYTHIX ITEpaIlisx.
3.1.1 CtpykTypa Ta iepapXist IPOTPaMHOTO SApa

l'onoBHuM (acamoM € Kiac KepyBaHHS NIPOLECOM TeHepallii, SKU 1HIIII0E
nobynoBy nepeBa BSP, 30upae mapamerpu (HaciHHS, MiH/MakC pO3MIpH, TIUOWHA,
UMOBIPHICTh MOJLITY, HOMyCTUMa aCUMETPIs), 3alyCKa€e eTanu «MOALT — BUTSAT JIUCTIB
— (opMyBaHHS KIMHAT — 3’€JHAHHS KOpUAOpaMH — Bajijalis». BiH BiamoBimae 3a
KUTTEBUN IIMKJI TEeHepallli: BIJ «XOJOJHOro crapTy» (moBHa 1o0OyaoBa) 10
IHKpEMEHTAJIbHUX OHOBJIEHb OKPEMUX MIJAEPEB MPHU 3MiH1 KOH(Irypaliii.

By3on BSP-nepeBa 6a3oBa CyTHICTh, IO MPEICTABISE MiA00IACTh MPOCTOPY 3
r€OMETPUYHUMHU MEXaMH, MOCUJIAHHSMU Ha JIBUW/TPaBUH MiJBY30J, TJIMOMHOIO B
JIepeB1, OpIEHTAIIEI0 PO3pI3y Ta METaJaHUMH (Bara CKJIaJHOCTI, pOJib Y MaplipyTax).
Jluctu 1HTEPNPEeTYIOThCA K KaHAWJATH y KIMHATH; BHYTPIIIHI BY3J1H 30€piraioTrh

«ICTOPiIOY» MOy, HOTPIOHY ISl KOPEKTHOTO 3’ €THAHHS KiMHAT.
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Okpemi JIeTKOBaroBli MoJielli 3 HOPMaJIi30BaHUMH JIaHUMU: Ta0apuTH, THUI
KIMHATH  (3BHYalHA/KIIOU0BA/CITy’)KO0Ba/00C-30Ha),  LIEHTPOil,  IIUPUHA/BHCOTA
MPOXO0Jy, OYIKyBaHA MPOMYCKHA 3aTHICTh, MITKH CKJIAAHOCTI. BOHM BiIOKpPEMITIOIOTH
«1110 caMme» Tpeda moOyyBaTH Bif «SIK came» 1€ Oyjie BIITBOPEHO y PYIIIii.

Menemxep 3B’s3KiB (TOIOJIOTIS) BiAMOBIAAE 3a MOOYymoBY Tpada mpoxigHocti. Ha
ocHOBI cTpyktypu BSP minGupae mapu kiMHaT-CcyciniB, (OpMy€e KOPHUAOPH 3TIAHO 3
OpIEHTAIIIEI0 OCTAHHLOTO PO3pPI3y, MEPEBIPsi€, 10 Tpad 3B’ I3HUHN, Ta PETYNIIOE KIJTbKICTh
QTBTEPHATHBHUX MapIIPYTIB J0 ILIHOBOTO Aiana3oHy CKJIAJAHOCTI. 30epirae MaTpuilo
JOCSKHOCTI JUTSI IIBUJIKUX MEPEBIPOK.

Menemxep nmapameTpiB 1 podiiiB 3ade3nedye podoTy 3 Habopamu KOHGIrypalii
(mpodini  «apeHay, «miaA3eMemsD», «OQICHUA TMOBEPX» TOIIO): MOPOTH PO3MIPIB,
rOuHa, WMOBIPHOCTI, BapIlaTUBHICTh TMO3WIII po3pidy, MUl 32 KUIBKICTIO
KIMHAT/IOBXKMHOIO IUIAXY, Jlana3oHd IUpUHU KopuaopiB. Iliatpumye seed-
KOH(DIryparii asist BiAITBOPIOBAHOCTI Ta 30€epirae iCTOpito iTepariii.

Moayns aBTOMaTHYHO OIIHIOE TPOXIAHICTH (reachability), HIIIBHICTH NUISXIB,
CEpEelIHIO JOBXHHY MaplIpyTy «BXII—BHUX1I», TPAMIEHT CKIAAHOCTI BIJ BXOIYy MO
rIMOWH JiepeBa, MepeBipsie 130Jb0BaHI 00JacTi Ta HaaMIpHY cumeTpiro. Ha mizmcraBi
METPHUK MOKE 3aITyCKaTH JIOKAJIbHY pereHepanito npoOJeMHUX CETMEHTIB.

[lincucremMa  KeulyBaHHS/IHKPEMEHTIB  30epirae  IPOMDKHI  pe3yJbTaTu:
dbparmentn BSP-mimnepeB, neckpuntopu KiIMHAT/KOPUIOPIB, BXKE PO3MIYEHI TOUYKH
«IBepei», momepenHi pimeHHs Badigamii. /lae 3Mory OHOBIIIOBATH JIMINE 3MiHEHI
migo0nacTi 3a paxyHOK CTaOUThHUX 17eHTU(IKATOPIB BY3JiB 1 KOHTPOJIBHUX CyM
napameTpiB.

Anantep iHTerpauii 3 UE 0e3nocepenHbo He Oyaye reoMeTpito — HaTOMICTb
TPAHCIIIOE JNECKPUNTOPH Yy 3pO3YMUIl PYIII0 CTPYKTYpU JAHUX, I1HIIIIOE CTBOPEHHS
aKTOPiB/KOMIIOHEHTIB, BHKJIMKae TOOYyAOBY HaBiraiii, OHOBJIEHHS OCBITJICHHS 1
TpUrepiB 1rpoBoi JIOTiKA. CHyXUTh «TOHKHM IIapOM» MIDK YHCTOK JIOTIKOK 1

KOHKPETUKOIO PYIITisl.

3.1.2 Po3mexxyBaHHS JIOT1KA
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O6pano koMmOiHOBaHUM miaxia. OOUHUCIIOBAILHO BaXKi, ITEpaTUBHI YaCTUHU —
noain BSP, no6ip 3B’s3kiB, Bamigamis rpada, arperyBaHHS METPUK CKIIAHOCTI,
KEIIyBaHHS — peai3yloTbcsa Ha cTopoHi C++ siapa. Lle rapanTye mpOAyKTUBHICTD 1
KOHTPOJIb 32 MaM ATTIO Ha BEJIMKUX KapTax Ta MiJ 4ac YMCJICHHUX MepereHepariu.

JluzaitHepchbkuil 11ap, HajalmTyBaHHS 1 iHTepakTuBHICTH — Yy Blueprints/PCG
Graph. Uepes BizyasibHi BY3JIM HAQJAIOTHCS PETYIbOBaHI MapamMeTpu npodito (MiH/Make
po3Mmipu, HWMOBIPHOCTI, acCHMETpis, IUJIbOBI METPUKH), IEpEeMHKadl PEKHUMIB
(greybox/production), GinmpTpu NiACTAHOBKM KOHTEHTY (Habip MeIIB, MaTepialis,
OCBITJICHHSI), a TaKOX BigoOpakeHHs je0ar-maHuxX (KOHTYpU KIMHAT, HaIpSIMKU
KOPHUJIOPIB, «TEIUIOBI» KapTH CKIATHOCTi). Takuii po3mojaisl 103BOJSIE ITEPATUBHO
3MIHIOBaTH AW3ailH 0€3 MEepeKOMIUIALIl spa Ta B TOW K€ 4Yac TPUMATU «BAXKY
MaTeMaTUKy» 1o03a rpadom.

Ha erami mnoOymoBu cuenn C++  anpo ¢opmye Hallp AECKPUIITOPIB
KIMHAT/KOPHUAOPIB, K1 NEpenarThcs y BidyanbHui map. Blueprint-aktopu (KiMHATH,
CErMEHTU CTiH, JBEpl, OCBITIIIOBayl, HABITaIlliHI BOJIOMHM) 3allOBHIOIOTHCS JIAHMMH,
oOMparoTh KOHKPETHI Mellll/MaTepiaivi 3a MpaBUWJIaMU TEMH U 1HILIIOIOTh MOO0YI0BY a00
OHOBJICHHSI HaBIramiiiHOi CITKW. J{JI9 BETUKUX CBITIB MIATPUMYETHCS ITOETAITHE
BUBAHTA)KCHHSI/3aBaHTA)KEHHSI CETMEHTIB (Streaming) — sApo BiJJae NapTisIMU
JIECKPUNTOPH MMi1007acTel, a Bi3yalbHUM IIap NiAXOIUIIOE 1X, HEe OJOKYIOUU peaaKkTop.

[Tin wac iHTepakTHUBHOI poOOTH AM3aiiHEp 3MIHIOE 3Ha4YeHHs mapameTpiB y Ul-
naHesi npoduIro; 1€ MOPOKYE TMOJII0 OHOBJIEHHSA, SIKY SIpPO BUKOPHUCTOBYE s
IHKpEMEHTAJIbHOT pereHeparii Juiie THUX MiAAepeB, A€ MOpPYyIIMIach 1HBApIaHTHICTH
(manpuxian, 3meniieHo W_min/H_min a6o migsumieno P_split). Jlani moBepratoThes y
Blueprints 1 npuBOJATh 10 YAaCTKOBOiI Mepe0y10BU CLIEHU. TakUM YMHOM JIOCATAETHCS
IUKII <«KUBOI» TEHepallii: TpaBka — JIOKaJbHA pereHepaiis — Bi3yaJbHe

M1ATBEPAKEHHS] — BUMIPIOBAaHHSI METPHUK.
3.2 Peanizauis BSP-anroputmy B Unreal Engine

Peanizamiss anroputmy aABifikoBoro po30uttss mpoctopy (Binary Space

Partitioning, BSP) y Mexax mnpoekry ©0a3yeTbcsi Ha KOHUEMNIIi MOETArHOro
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PEKYpPCUBHOTO MOJUTY IrpOBO1 001aCTl Ha MiAMPOCTOPH 3 MOAAIBIINM (POPMYBAHHSM 13
HUX MOBHOI[IHHUX KIMHAT 1 KOpUJ0piB. OCHOBHOIO METOIO € CTBOPEHHS MPOIETYPHOTO
piBHS, SKUWA 30epirae JOTiUuHy CTPYKTYpy, IrpoBUHl ©OajmaHC Ta MPOCTOPOBY
BapIaTUBHICTh, 3a0€3IeUyl0urd MPHU IOMY CTaO1IbHY MPOAYKTHUBHICTH 1 MOKJIHUBICTH
MOBTOPHOT'O BUKOPHUCTAHHA alropuTMy B iHIuX npoektax Unreal Engine.

Ha piBHi apxitektypu cucrema BSP peamizoBana sik OKpeMuil MOAYNb sjpa
reHepailii. Bona mae BimacHUW >KUTTEBUNM IWKI, SKUH MOYHMHAETHCS 3 1HIIIAJI3AIl]
napaMeTpiB reHepamii — po3MipiB 00JacTi, MiHIMATFHUX 1 MaKCUMAJIbHUX PO3MIpiB
KIMHAT, WMOBIPHOCTI TOJAUTY Ta HaciHHA BumaakoBux uucen (seed). Il mani
30epiratoTbcs B KOH(DIrypamiiiHuX CTPYKTypax, IO JO03BOJSE JIETKO 3MIHIOBATH
napameTpu 0e3 MepeKOMIUIALli pyulis. AJTOPUTM BHKOHYETHCA SK IOCIIAOBHICTh
PEKYpCHUBHHUX OIEpaliii: KOXHa ITepallisi epeBipsie, Y 3aJOBOJIbHSIE MOTOYHA 00JACTh
YMOBH ISl HOJLTY, 1 IKIIO TaK — BUKOHYE PO3CIYEHHS y30BX BUOpaHoi oci (X ado Y)
y BUIAJKOBII a00 MmapaMeTpuyHO BU3HAYCHIH TOYII.

Pe3ynbrarom 1poro eramny € no0ynosa aepeBa BSP — iepapxiuHoi cTpykTypu, ae
BHYTPIIIHI BY3JIM BIANOBIAAIOTH ONEpALisiM MOJAUTY, a JIMCTOBI BY3JIMW — KIHIIEBUM
M1100IacTsIM, SIKI THTEPIPETYIOThCS K KIMHATH. JIJIsT KOYKHOTO By3Ja (PIKCYIOThCS HOTO
KOOpJAMHATU y MPOCTOP1 PiBHSA, OPIE€HTAILllsl PO3JIJICHHS, BIJCOTKOBE CITiBBIIHOIICHHS
MDK OTPUMAaHMMM Mi00NACTSIMH Ta TAMOMHA pekypcii. 30epiraHHs LUX JaHUX Y
CHeIIAIbBHUX CTPYKTypax JA03BOJISE JIETKO Bi3yalli3yBaTH JepeBO a00 BITHOBUTH HOTO B
npolieci HayarokeHHsa. Ha Biagminy BiJ kiacuyHux peanizamiii BSP y komn’roTepHiit
rpadiili, 110 BUKOPUCTOBYIOTHCS ISl pEHIECPUHTY a00 TpacyBaHHS IPOMEHIB, Y HaIIii
CUCTEMI CTPYKTypa JepeBa Ma€ CyTO TeHepaTWBHY (YHKIIIO — BOHAa BHU3HAYa€
TOMOJIOTIYHY OCHOBY MalOyTHBOTO pIBHSI, Ha SKYy HaJajdl HAKIJIAJarThbCS KIMHATH,
poxo,iu, 00’ €KTH ITPOBOI JIOTIKH Ta IEKOPaTUBHI eJeMeHTH [59; 85].

[Ticnist 3aBepiieHHs TOOYI0BU JiepeBa BUKOHYEThCS Tpoliec GOpMyBaHHS KIMHAT.
JInst KOKHOTO JIMCTOBOTO BY3J1a OOYMCIIOIOTHCS BHYTPIIIHI MEXI 3 ypaxyBaHHSIM
BIJICTYIIB 1 MIHIMaJbHOI HIMPUHU CTiH. Po3Mipu KIMHAaTH MOXYTb KOPUTYBAaTHUCS
BIJIOBIJTHO /10 MAapaMeTpiB CKIATHOCTI, 3aJaHUX y Npodut reHeparii. s cTBOpeHHs

MPUPOAHOI HEPIBHOMIPHOCTI BUKOPHUCTOBYETHCS Koe(iIlieHT Bapiarlii, SIKUWA J0Ja€
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HEBEJIMKE BUIIAJKOBE 3MILIEHHS 10 MeX KiMHAT. Lle 103BoJisse YHUKHYTH HaaMIpHOL
CUMETpIi Ta CTBOPIOE OUIBIN peaiCTUIHUN BUTIIS PIBHS.

Jlaini cucteMa mepexoAuTh A0 €Taly 3 €AHaHHS KIMHAT Y €JUHY TomoJorioo. Jls
HOTO aHATI3YIOThCA Mapy KIMHAT, sIKI MalOTh CHUIHLHOTO OaThKIBCHKOTO By3ia y BSP-
nepeBi. Ha migcrtaBi opieHTarlii po3ciyeHHS MK HUMH OYIYEThCS KOPUAOD, KU
NPOXOIUTH uepe3 Mexy mnoaury. IlomoskeHHs KOpUIOpY BHU3HAUAETHCS CEPEAMHOIO
CHUIBHOI CTIHM a00 OOYHMCIIOETHCS BHITAJIKOBO B MeEXaxX JTOMYCTUMOIO [I1ala3oHy.
Anroput™m mnepeBipsie, o0 HE YTBOPIOBAJIMCS 130JbOBaHI 00JacTi, 1 3a MOTpedH
CTBOPIOE JIOJATKOBI 3B’SI3KM MK KiMHaTaMm® sl 3a0e3MedYeHHs MPOXITHOCTI. Takum
YMHOM, 00Yy10Ba KOPUAOPIB 3aBEPIIyE MPOIEC TOMOJOTIYHOIO 3 €AHAHHS CTPYKTYpH,
YTBOPIOKOYH IUTICHY KapTy piBHS.

BaxnuBoro ocoOiuBICTIO peanizaili € ajamnTaiis ajlropuTrMy J0 pPoOOTH B
peanbHoMy yaci B Mexax Unreal Engine. I'enepariii MoXe BHKOHYBaTHUCh SK ¥y
penakTopl, Tak 1 miJ 4yac rpu, Tomy BSP-monynbs crnpoekToBaHO 3 ypaxyBaHHSIM
IHKPEMEHTAJIHOCTI.  SIKIIO KOpPUCTYyBad 3MIHIOE OKpeMi TapameTpu TreHeparlii
(HanpukIan, WMOBIPHICTh MOAULTY a00 MIHIMAIbHUI pO3MIp KIMHATH), CUCTEMa HE
nepeOy0By€e BCIO CTPYKTYpPY J€peBa, a OHOBJIIOE JIUIIE Ti MiA00JACTI, K1 OlIbIIe HE
BIJINOBIJIAI0OTh HOBUM yMOBaM. Lle 3a0e3neuyeThcsi KEIIyBaHHSAM BY3JIIB 1 30€peKEHHIM
CTaHy reHeparlii MiXx [UKJIamMu 3amycky [88; 91].

[Ticnst ctBopennst BSP-ctpykTypu naHi mepenaroThesi 10 THTETPaAIlIHHOTO PIBHS
st moOynoBu reometpii. KokHa KiMHaTa MEpEeTBOPIOETHCS HAa 0O0’€KT CLIEHH THITY
AActor 13 komnonentamu UStaticMeshComponent a6o ProceduralMeshComponent, siki
CTBOPIOIOTH T'€OMETPII0 CTiH, mijyioru Ta creii. CucTtemMa aBTOMATHYHO J0aa€ 0a30Bi
MaTepianu, reHepye KOdi3li Ta HaBirauiiHi o0nacTi s B3a€MO/Ii 3 nmepcoHaxeMm. s
TECTyBaHHS PEalli30BAHO PEXHUM IMOMEPEIHBOrO Tepersny (greybox mode), y sskomy
KIMHATH BI3yali3ylOTbCS y BUIJIAMI NPOCTUX MNPUMITHBIB, IO J03BOJIAE IIBUIKO
OLIIHUTH JIOTIKY CTPYKTypHu 0e3 HaBaHTaxkeHHs Ha GPU.

Ha 3aBepmiasibHOMY eTami peandi3oBaHO MEXaHI3M OIIHKH SKOCTI 3reHepOBAaHOI
kaptu. BSP-monyns oOuuciatoe 06a30BI METPUKM — KUIBKICTh KIMHAT, CEpPEIHIO

JTOBKHUHY IIJISAXY M) BXOJOM 1 BUXOJIOM, CTYMiHb CHUMETpIi, YaCTKy MPOXITHHUX 30H 1



66

CEepeAHIO IUIONTY. SIKIIO BUSBICHO MOPYIICHHS (HAampuKiIad, 3aMKHEH1 oOjacti abo
HA/UTUIIIKOBI PO3Tally’)KeHHs), CHCTeMa aBTOMATUYHO TO3HAYa€e MPOOJIEMHI BY3JIH IS
MOBTOPHO1 TeHepailii. 3aBASKd I[bOMY MPOIEC Ma€ HE JIMIIE BUITAIKOBHM, aie U
KOHTPOJIbOBAaHUH XapakTep, M0 OCOOJIMBO Ba)UIMBO IS irop, y SKUX OalaHC Mix

BapiaTUBHICTIO Ta IrPOBOIO JIOT1KOIO TIOBUHEH OYTH 30€peKEeHHI.
3.2.1 Ctpykrypa nanux BSP-nepeBa Ta pexkypcuBHa jorika reepariii

Crpyxrypa BSP-nepeBa y Hamriii cucteMi po3riiIaeThCs SIK i€papXiyHa MOJEIb
IPOCTOPY, J€ KOXKEH BHYTPIIIHIA BY30Jl BIAMOBiAa€ omepauii MoAuTy MpSMOKYTHOI
00J1acT1 3a OJIHIEIO 3 OCEH, a KOKEH JIUCT — KIHIEBIH Ma001acTi, MOTEHIIHHINA KIMHATI
abo ciry>)k00BOMy cermMeHTy piBHs. By3on 30epirae MiHiMaIbHUN 1 MAKCUMAJIBHUNA KyTH
OCbOBO-BUPIBHSIHOTO NPSIMOKYTHHKA, 1I€HTU(]IKATOp, TIMOMHY Yy JI€pEBI, OpIE€HTAIIIO
OCTaHHBOTO PO3PI3y, MO3UINI0 TUIONIMHU TMOAULYy B JIOKAJIBHUX KOOpAMHATaX Ta
MeTaJlaHi, KOPUCHI Ha eTarll o0y I0BH TOMOJIOTIi (Bara CKJIaAHOCTI, POl «BX1J/BUXITY,
npiopuTeT Mapipyrtusailii). Take MpeacTaBIeHHsS CBIIOMO JIUIIAETHCS T€OMETPUYHO
«TOHKHM»: BOHO HE MICTHTh MEIIIB YM MaTepiaiiB, a BUCTYMA€ YHUCTOK) JIOTIKOIO
IIPOCTOPOBOIO PO3OUTTS, SIKY 3TOJOM IHTEpPIpPETYye IHTEerpaniiHui pieHs pyumis UES
[59; 85].

PexypcuBHa peainizailisi MOy CTAPTyeE 3 KOPEHS, IO OXOIUIIOE BCIO ILIBOBY
oOnacTh piBHs. Ha KO)KHOMY Kpolll 0OMpaeThcsi Opi€HTALIls] PO3CIYEHHS 3 YPaXyBaHHAM
CHIBBIIHOIIEHHS CTOPIH MOTOYHOI Mi001acTi Ta IIIbOBOI PI3HOMAHITHOCTI MJIAaHYBaHb:
BUTATHYTI 00JIACTI MAIOTh BUILMUA MPIOPUTET AJIs MOAUTY MEPHEHIUKYISIPHO TOBIIIN
CTOPOHI, IO 3HWKYE PU3UK TOSIBU HAATO «TOHKHMX» KIMHAT; JJII MaiKe KBaJIpaTHUX
obOnacteit BUOIp oci MOXKe OyTH CTOXAaCTHYHUM 13 KOHTPOJHOBAHUM IEPEKOCOM, abu
YHUKAaTH MOHOTOHHUX IMOCIIOBHOCTEN TOPU30HTAIBHUX a00 BEPTHUKAIbHUX B1JACIUYEHb.
[To3uitist MIOMMHY MOITY BU3HAYAETHCS K (YHKIIIS BiJl IICHTPAIBHOT JiHIT 3 T0AaHUM
BUMAJKOBUM 3CYBOM Yy JIO3BOJICHOMY [lialla30Hi; MPU LbOMY Ha OOWABI OTpHMaH1
00JIacTl HAKJIAIalOThCS 1HBApiaHTH MiHIMAIbHUX po3MipiB Wi, HyinTa, 3a moTpeow,
«M’sIKl» OOMEKEHHS Ha MaKcuMajbHI rabaputu. Skmo xoda © omHa 31 CTOpPIH

NOTEHIIHHOrO HalllaJKa TMOpYIIye IHBapiaHT, IUIOMIMHA 3CYBAa€TbCsl a00 MOJLIT
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BIIXUJIAETbCS HAa KOPUCTh 1HINOI oOpieHTari. TakuM YMHOM BHKOHYETHCS
KOHTPOJILOBAHE CTOXAaCTUYHE PO30OUTTS, CYMICHE 31 CIIEHApIsIMU ITPOBOTO OaaHCy.

3ymrHKa peKypcii BU3HAYAETHCS KOMOIHAIIEI0 YMOB: JOCSTHEHHSM TPAaHHYHOI
rIMOWHM  JIepeBa, HEMOXXJIMBICTIO c(OpMyBaTH BaliiHI HAIIaJKHd 3a PO3MIpaMH,
BUYEPIIaHHAM OIOJKETY KIMHAT Y MaJIHHSAM IMOBIPHOCTI MOJITY HIKYE aJalTHBHOTO
nopora. 3MEHIICHHS WMOBIPHOCTI 3 TJIMOMHOIO CTBOPIOE MPUPOAHY l€papXiio: BEITUKI
KaMepu Ha BEpPXHIX pIBHAX 1 JpiOHINI KIMHATH BHHU3Y, IO J00pe KOpEeIe 3
MOJAJIBIITUM PO3IMOAIOM CKJIQJHOCTI Ta MapIIPyTHU3AIEI0 BiJ BXOAy 10 Buxomy. s
3a0€3IeUeHHsI BIITBOPIOBAHOCTI KOXKHE PIIICHHS PO BICH 1 MO3MIIIIO MOJLTY POOUTHCS
Ha OCHOBI JETEPMIHOBAHOIO TEHepaTopa IICEBIOBUIAJKOBMX uHcen 31 seed-
KOH(DIirypaiiii; 11e 103BOJIsI€E TOYHO TOBTOPUTHU NOOYAOBY PiBHA 1 BAKOHYBATH PErpECiiiHi
MePEBIPKU SIKOCTI.

CreniasibHa yBara NpUAUII€TbCA CTa0IIIBHOCTI CTPYKTYPH IIiJl YacC 1HTEPaKTUBHUX
3MiH napameTpiB y peaakropi. [1lo0 yHukatu «edekTy 1oMiHO», KOJIU HE3HAYHA MpaBKa
CIIPUYMHSE TOBHY NepeOyaoBYy JepeBa, BY3JIM MalOTh CTaOUIbHI ieHTH(IKATOPH, a
pEKypCisi BUKOHYETHCA 3 MPE(QIKCHUM MOPSIKOM 1 JOKAJIbHUM KEIIEM pIIIEHb MOALTY.
SIKII0 3MIHIOETBCS, CKa)KiMO, MiHIMaJbHA IITMPUHA KIMHATH, 1HBAJIIIOBYIOThCS JIUIIE Ti
nigaepeBa, e MOPYLIEHO 1HBapiaHT; peluTa T'UloK 30epirae nmomnepeaHi po3ciueHHs. Lle
3a0e3nedye 1HKPEMEHTAJbHICTh, IIOMITHO 3MEHINYyE 4Yac BIATYKY W JI03BOJISIE
IPOEKTYBAJIbHUKY OTPUMYBATH MUTTEBUN 3BOPOTHUH 3B SI30K Y PEXKUMI «greybox».

TomnosnoriyHa y3rokeHictb (POPMYETHCS IO I0PO31»: KOXKEH BHYTPILIHINA BY30J1
30epirae mapaMeTpH CIUIbHOI MEXI MK JIIBUM 1 MPaBUM HaIajKaMH, SK1 IMi3HIIIE
BUKOPHUCTOBYIOTbCSl JJIi TPOKJIAJACHHS KOPHUIOPY Kpi3b IUIOMIMHY Moauly. Taka
NpUB’si3Ka Ha PIBHI JepeBa 1M030aBiisie MOTPEOH B JOPOTOMY IIOOATbHOMY MOILIYKY
CYCIICTB YK€ IICIiA 3aBEpIICHHS peKypcii Ta rapaHTye, 1o rpad 3’€HaHb Mae
NPUPOAHY BIAMOBIIHICTh 1CTOPil po3pi3iB. s YHUKHEHHS BHUPOJIKEHUX BUIAIKIB
3aCTOCOBYIOTHCS JIOKaJIbHI TOIMPABKU: SIKIIO Cepis MOJUTIB CTBOpUJIA HAATO CKJIAJHY
«mII000pa3Hy» Mexy abo JaHIIor ApiOHMX KaMep, ASPEeBO MOXKE BHUKOHATH OMeparlii
3JIUTTSI CYCIAHIX JIMCTIB 3a MpaBUIaMy MiHIMAJIbHOI IUIOIII Ta OI[IHKK KOPUCHOCTI, TICIIs

YOro BIIHOBUTH CIUIBHY MEXY SIK € JTUHUI KaHAJ IPOXO/TY.
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3 moryisay pecypciB, peKypCHBHHH OOXiJl peandizoBaHO 3 ypaxyBaHHSIM TaiM-
CJIOTIB pelakTopa Ta IFPOBOTO TIKYy: T'€Hepallis BEJIUKUX JEPEeB MOXKE BHUKOHYBATHCH
nakeTaMHu, KOJMM KpPOK TMOJITy OOMEXY€ThCs OIOMKETOM MITICEKYyHJI Ha Kajap, a
HE3aBEPILICHUN CTaH ceplaii3yeTbcsi MK OHOBIEHHAMH. Lle ymoxnuBiioe moOynoBy
00’eMHHUX PiBHIB 0e3 MoMITHUX Qpu3iB iHTepdeiicy. [lam’aTb eKOHOMUTHCS 32 paxyHOK
JIETKOBAaroBHX BY3iB (OCKOBO-BUPIBHSHI MPSIMOKYTHUKH, KOPOTKI METa/1aH1, TOCUIaHHS
Ha JIITeH) 1 BUHECEHHS Ba)XuMX apTedakTiB — TeoMeTpii, HaBiraiii, MaTepiajiiB — 3a
MeX1 JepeBa, Ha eram iHTerpamii 3 pymieM. Jlami, Koau CTpyKTypa cTabimi3oBaHa,
BY3JIU-JIUCTH TPAHCIIOIOTHCSA Y JIECKPUNTOPU KIMHAT, L0 CHOXKHUBAIOTHCS MOJIYJIEM
noOy/I0BU CLIEHH, a BHYTPIIIHI BY3JIM — Yy «IIBU» JUIsl KOPUAOPIB, IO JA€ MPSAMY
BIJIIOBIJTHICTD <WIOT1Ka — FeOMETpish» 0e3 AyOI00UnX PO3paxyHKIB.

HapemTi, y KOHTEKCTI KOHTPOJIIO SIKOCTi, caMa cTpykTypa BSP-nepeBa ciyrye
HOCIEM METpPUK: TJTMOMHA JIMCTa KOPEJIOE 3 OYIKYBAHOIO CKIIQJHICTIO 30HM; OanaHc
JIBUX/TIpaBUX MiAJIEPEB — 13 CHUMETPIEI0 IUIaHy; PO3MOALI IUIONI] JIMCTIB — 13
PI3HOMAHITTSIM KiMHAT. PekypcuBHa peanizaiis 13 JE€TEPMIHOBAHOI CTOXACTHKOIO
JIO3BOJISIE TOHKO KEPYBAaTH ILIMMHU PO3MOJLIAMHU, MOEIHYIOUM KOPCTKI 1HBAaplaHTH

MPOXITHOCTI M PO3MIpIB 13 MOTPIOHOIO BAPIaTUBHICTIO JJIsl PeirpabeibHOCTI
3.2.2 TloOynoBa KiMHAT, KOPUAOPIB 1 IEPEXO/IiB

VY mpoekTti Jorika noOyJoBH KIMHAT, JABEpEed 1 KOPUAOPIB OpraHizoBaHa sK
MOCJIIJIOBHICTh TPHOX MOB’s3aHUX (a3, mo crnuparTbes Ha ToToBy BSP-ctpykTypy:
IHTeprpeTalis JUCTIB JepeBa sK KIMHAT, CHHTE3 JBEPHHUX NPOPI3IB Ha «IIBAX»
BHYTPIIIIHIX BY3JiB 1 TpacyBaHHS KOPUJIOPIB Kpi3b BIAMOBIAHI MIomuHA noaury. Koj
1ux (a3 po3HECEHO MO CIEeiali30BaHUX KJIacax sapa i TOHKOMY IIapi iHTerpailii, ajie B
MeKax pPo3iTy MU OMKUCYEMO JIUIIE Te, 0 caMe pOOUTHUME KO/, 0€3 JIICTUHTIB.

[To-mepiire, st KOXKHOTO JIMCTOBOTO By3Jla (MailOyTHBOI KIMHATH) (DOpMY€EThCS
JNECKpUIITOp KIMHATH: 1€ KOMIAKTHa CTpykTypa 3 Mexamu AABB, uentpoinom,
KaTeropiero (3BMyaiiHa/KiI04oBa/cTapT/PiHam), «HIOJIMHM BIACTYIIBY» MiJ CTIHM Ta
CIy’k00BHUMH MiTKaMu (Bara CKJIAJHOCTI, TpiopuTeT HamoBHeHH:s). Komm Menemxep

CILIEHU OTPUMYE TaKUU JECKPUIITOP, BiH CTBOPIOE akTop KiMHaTH y cBiTi UE. Ycepenuni
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aKTopa J0AalThCcs KOMIOHEHTH mijyoru/ctin/ctem (sik UStaticMeshComponent a6o
ProceduralMeshComponent y pexumi greybox), 3aiai0ThCsi KOJII3li Ta HaBiraiiiHi
00’emu. 100 yHUKHYTH «1€aNbHUX MPSMOKYTHUKIBY», HA PIBHI JaHUX MIATPUMYETHCS
HEBEJIMKa MapaMeTpudHa Bapiarisi radaputiB (offset/rounding), sika KOHTPOJIIOETHCS
npodisem reHepaiii — KO MPOCTO YUTAE IO Bapiallif0 ¥ 3aCTOCOBYE 10 BEPIITUH
reoMeTpii mepen moOyaoBor0. [l BENMKHMX CLIEH MEHEIKEep CTBOPEHHSI aKTOpPiB
mpaioe 0aryaMu: KIMHATH TOPOJIKYIOTHCS MapTisIMU B KiJbKa KajpiB, a MPOMIXKHUN
cTaH 30epiraeTbcsi y Keml — Ie camMe Te, 10 poOuTHME KoJ, abu He OJOKyBaTu
penakTop 1 rpy.

[To-npyre, ABepi NPUB’A3YIOTHCS HE 10 KIMHAT OKPEMO, a J0 BHYTPIIIHIX BY3JIiB
BSP, sxi 30epiraloTh «COUIBHY MEXY» MK Maporo JTo4ipHIX migooOnacteid. Ha npomy
eTami Koja Oepe HampsM po3CiueHHs (TOPU30HTAIBHUIM/BEPTUKAIBLHUMN), OOYMCIIOE
JOMYCTUMHM BIAPI30K MEPETHHY 3 PEAIbHHMH CTIHAMH 000X CYMIKHUX KIMHAT 1
BUOMpae TOYKY/CMYry BCTAHOBJICHHS JBEpeH 3rigHO 3 TMpaBWIaAMH: MiHIMaJIbHA
BIJICTaHb BiJ] KYTIB, KPATHICTh IIMPHUHI MPOXOAY, Y3TOJKEHHS 3 IIMPUHOIO KOPUIIOPY.
Axmo BuOpaHa no3uiis KOHQIIKTye 3 onopaMy a00 CTUKaMu MaTepialiB, aJlflOPUTM
3CyBa€ JIBEpl MO MeXi B MEXax J03BOJICHOTO jiama3oHy. Y (iHaial MEHEIKep CIICHH
CHAaBHUTh AaKTOp JABEpell 13 MNOTPIOHMM CHININETOM TEeOMETpli Ta KOJi31iMHUM
«TOPTAJIOM»; TApaJeNbHO OHOBIIIOETHCS TIpad MPOXIAHOCTI: MK BIANOBIIHUMH
KIMHaTaM¥U BCTAHOBITIOETHCS peOpO 3 MPOMYCKHOIO 3/IaTHICTIO, PIBHOIO IIMPHUHI JBEpEH.
BaxxnuBo, 1110 caMe BHYTPIIIHIM BYy30J TPUMA€E «IPaBO» HA JIBEpI: SKIIO MapaMeTpu
3MIHIOIOTBCSL 1 BimOyBaeThCs ~ JIOKAJIbHA ~ pereHepailis  mijjiepeBa, KO
BUJIAJIsi€/TIEpECcO3/1a€e ABEP1 JIMIIIE ISl 3a4ETUICHUX Tap, He TOPKAIOYHCH PEITH PIBHS.

[To-TpeTe, KOPUIOPH TPACYIOTHCS TIO «IIBY» BHYTPIIITHHOTO BY3J1a, SIKUW MTOPOJINB
nBepl. Ha piBHI JaHMX KO 3HAE: OPIEHTAINIO TUIONIUHU MOTY, KOOPAUHATH JIBEPHOTO
popi3y Ta rabapuTu IBOX KIMHAT; 3aBJIaHHS — MOOYAyBaTH KOPUJIOP 13 rapaHTOBAHOIO
HIMPUHOIO, TUIABHUMHU TMPUMUKAHHAMU W BaJIJIHUMH KOMI3ISIMU. Y HaWIMPOCTIIIOMY
BUIAJIKY 1€ TPSMOJIHIMHUN CErMEHT TMEepPHNEeHIUKYISIPHO TUIOMMHI MOUTY; IS
YHUKHEHHS «3yOILiB» mepeadadeHo pekuM 3TIIaKEHOTO CTHKY: KOPUIOP MOXKE MaTH

KOpOTKi ¢acku a00 HEBEIHKI MIAPI3K B MICISIX MPUMUKAHHS 10 KiMHAT. Koa cTBOpIOE
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aKTop KOpUIOpy, MiAKJIaJae Mel 13 MapaMeTPU30BaHOK HIMPUHOI/BUCOTOIO,
BuctaBisie NavModifierVolume Tak, 1mo0 HaBiraimiiiHa Mepeka OHOBUJIACH OJHUM
npoxoaoM. IJis TOBrux KOpUI0piB MEHEHKEP MOKE aBTOMATHYHO BCTABJISITH CETMEHTH
OCBITJICHHS W MapkKepu JEKOpYy 3TiJHO 3 «TeMOIo» Tpodiaro; IMe poOOUThCS Y
BisyanbHOMYy 1mapi (Blueprint/PCG Graph) nHa mifcTtaBi 4McIoBHX aTpuOyTiB, SKi
nepenae sapo [88; 91].

Oxkpemo BOyaoBaHO 3a0e3neueHHs MpoxigHocTi. Ilicist mepBUHHOI PO3CTaHOBKHU
JIBEPE/KOPUAOPIB  KOA BHUKOHYE TIEPEBIPKY 3B’A3HOCTI: 3a TpadoM KIMHAT
OOYUCITIOETHCS MATPHUIIS TIOCSKHOCTI; SIKIIO 3HAXOASTHCS 130J1bOBaH1 BY3JIM, MEHEKED
3B’SI3KIB MPOCUTH AJIPO 3aMPOTNOHYBATH OJHY 3 TPbOX AiNl — 3MICTUTH ABEpi, JOJATH
JOTIOMKHHM KOPHIOP y MEXaX TOTO X Mpeaka ado, SKIIO 1€ «KHUIIeHbKa» 0e3 CEeHCy,
JO3BOJIUTH i1 AK CEKpPEeTHY Hilny. PimeHHs mnpuilMaeThcs 3a MpaBWIaMH MPOQIITIO
(momycTtvMa YacTKa TYIHKIB, PIBEHb CKJAIHOCTI, LUIbOBA JOBXHHA OCHOBHOIO
Mapuipyty). B anroputmi HaBMHCHO 3aKJIaJ€HO JIOKAIbHHUIA XapaKTep BHUIIPABIICHD:
OHOBJIFOIOTBHCS JIMIIIE BIATIOBIIHI aKTOPHM M HaBIramis B MeXax IiXHIX 00’eMmiB, 0e3
MOBHOI0 MepeOyyBaHHSI CIICHHU.

JIJist  KepoBaHOi PI3HOMAHITHOCTI 3aCTOCOBYETHCA IUIAHYBAIBHUK CTHIIIO: Y
JECKpUIITOp1 KIMHaTu 30epiraerbcsi HaOlp TeriB («BelMKa/Manay, «KIHOYOBay,
«IEHTpaJIbHAY»), a y JABeped 1 KOPUAOpPIB — aTpUOyTH «IIHPUHAY, «BAXKIUBICTHY,
«HampsAMOK». BizyanbHuil 1map uywurtae 1l aTpuOyTH ¥ migOWpae  BiAMOBIIHI
MelIi/MaTeplaan/oCBITICHHS, HE 3MIHIOIOYM T€OMETPUYHOI JIOTIKU. 3aBISKU LIbOMY,
3MIHIOIOYH JIKIIEe PO iIb TEMHU, MOKHA OTPUMYBATH 1HIIUN BI3yaJIbHUI pe3ysbTar 0e3
3MIH y KoJi TeHepamii. YcCi CTBOpEHI aKTOpW MAapKyIOTbCS CTaOUIbHUMU
1AeHTH(1KaTopamMu, MOB’sI3aHUMU 3 1AeHTH(]ikaTtopamu BSP-By3miB: came Tak KoJ
3MOYK€ Hajalli BUKOHYBATH 1HKPEMEHTAJIbHI OHOBJICHHS — BUJAJISATH, MEPECcO3/aBaTh
abo mepeminiaTy KIMHATH, ABEP1, KOPUIOPU CTPOTO TaM, JIe 3MIHUBCS BUXITHUM «IIIOBY.

[licns noOynoBu (izuyHOi TeoMeTpii 3amyckaeTbes (a3a MOCT-00POOKH:
BUKOHY€eTbCs TmiepedynoBa NavMesh y 30Hax, 00 3MIHMIUCS; 3aCTOCOBYETHCS
lightmass-noniepeniii po3paxyHok a6o Lumen-oHOBJIEHHS sl JUHAMIYHUX CIICH;

OHOBITIOIOTHCSI TPUTEPH TEHMILICIO, TOB’sI3aHl 3 MPOXOoJaaMu (BITUYMHEHHS/3aUUMHECHHS
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nBepeit, kKoHTponb moTokiB NPC, uekmnointu). Kox 1iei ¢da3u He TeHepye HOBY
I€OMETPII0 — BiH JIMIIIE CHHXPOHI3YE CUCTEMHU PYIIIS 3 ykKe 30y0BaHOIO TOMOJIOTIENO.
Sxmo mpodine BUMarae UiIbOBY MAOBXKWUHY MAapHIPYTy «BXIT—BUXID», MOIYJb
aHAJITUKU BUMIpIOEe i1 Ha rpadi 1, 3a MOTpeOH, MPOCUTHL MEHEKEp 3B ’S3KIB TOHKO
BIJIPETYJIIOBATH TIO3UIIIIO OJHOTO-IBOX JABEped abo momaTu/mpuOpaTd HEOCHOBHE

pebpo, 30epirarouu riao0anbHy CTPYKTYpY.
3.3 [lincucremMa KkepyBaHHs MMapaMeTpaMH Ta aHATITUKH

[lincucrema KOHTPOJIO TapaMeTpiB TeHepalii — 1€ KIOYOBHM KOMIIOHEHT
apXITEKTYpH MpPOIIEypPHOIO TeHepaTopa, 1o 3a0e3nedye LEHTpaIi30BaHe KepyBaHHS
BCiMa 3MIHHHUMHM, BIJl SKUX 3aJIeKUTh Jiorika pobotn BSP-anroputmy Ta moOymoBa
piBHA B minoMy. [i ocHOBHa (yHKIis — yHipiKyBaTH KOHQIrypawiiiHi napamerpH,
3a0e3MeunTH iX 30epexeHHs, TMHaMIuHy 3MiHY mija yac podotu pymiis Unreal Engine 1
MO>KJIMBICTh THYYKOI'O HaJAlITYBaHHS 4Yepe3 1HTepdeilc KopHucTyBaya ab0 CKPUITOBI
CUCTEMHU.

VY Hamomy NMpoEKTI MiJICKCTEMa peatizoBaHa y BUTIISAL MOJIYJIBHOTO KOMIIOHEHTY
UBSPGenerationSettings, KWl HaleXWUTh A0 fAIpa TeHepalii, Ta IHTErPOBAHOIO
KoHTposepa mapameTpiB — ABSPParameterManager. 1i kimacu TiCHO B3a€MOIIFOTh MIXK
co0010: mepini BiAMOBIAa€ 3a 30epiraHHs 1 cepiaiizaiiio KoHpirypaii, 1pyrui — 3a
iX JAMHAMIYHE OHOBJICHHSI, BaTiJaIlil0 Ta TMONIMPEHHS 3MiH Ha iHm Moxyi (BSP
Generator, Visualizer, Analytics).

Knac UBSPGenerationSettings € OCHOBHOIO CTPYKTyporo KoHQirypauii. Bin
30epirae HaOlp 3MIHHUX, IO ONUCYIOTh:

— MIHIMQJIbHI ~Ta  MakcuMaibHi  po3mipu  kiMHaT (RoomMinSize,
RoomMaxSize);

— napameTpu MoBipHOCTi oy (SplitChance, SplitDecayRate);

— UTBOBY KUTbKicTh KiMHaT (TargetRoomCount);

— riubuny pekypcii gepesa (MaxDepth);

— koedimientn ckimaanocTi (DifficultyScale);

— npanopii yBiMKHeHHs BumnaakoBocTi (bRandomSeed, bSymmetricSplit);
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— inenTudikarop seed-3HaueHHS JIs AETEPMIHOBAHUX reHeparttii (Seed).

KoxxHa 3 mux 3MIHHHUX Ma€ cCIellajJbHl MeTaaaHl: Jlala30H 3HAa4YeHb, THII
KOHTPOJIBHOTO eJIeMEHTa (claiiiep, 4eKOOKC, TEKCTOBE I0JI€) Ta CUTHAJ OHOBJICHHS, 110
Bukiaukae moaito OnParameterChanged. Ile mo3Bomsie 3B’s3aTu 3MiHY OYJIb-SIKOTO
napaMeTpa i3 HeralHuM oHOBJIeHHAM BSP-cTpykTypu abo i uacTuHH.

[lin wac 3amycky rpu uYd pelakTopa Kiac IHIIami3yeTbCs 31 30€peKeHOro
npodimo. [Ipodins npeacrasise codboro JSON abo INI-aiin, skuii cuctema Moxe
aBTOMATHUYHO 3YMTATH TPU CTAPTI — IIUM 3aHMA€EThCI OKPEMUN MEHEHKEp 30epeKCHb
UBSPProfileHandler. 3aBasiku 1ipoMy KOpHCTyBau MOKE€ CTBOPIOBATH 1 MEpPEMHUKATH
KiJIbka HabopiB HanamrtyBanb (“Small Dungeon”, “Large Fortress”, “Urban Grid”), ne
3MIHIOIOYH CaM KOJI.

Knac ABSPParameterManager BUCTYyIIa€ Ik MOCTOBH aKTOp, KM ICHY€E y CIEH1
Unreal Engine i mop’s3ammii i3 Bi3yaneHMM iHTepdeiicom. Moro 3apmaHHs —
3a0e3MeUnTH 3B’S30K MIK KOpPUCTyBaueM (Au3aliHEpOM) Ta BHYTPIIIHHOIO JIOTIKOIO
redepanii. Konu auzaiinep 3miHtoe mapametrp y Bimkeri Ul a6o Blueprint Graph,
MeHemkep oHoBmoe ek3deMmusip UBSPGenerationSettings, BUKIMKae WOro TMOJIIO
OnSettingsUpdated 1 nepenae 3minu y reneparop UBSPGenerator. ¥ cBow uyepry
reHepaTop Bupilnye, siki yactuHu BSP-nepeBa HeOOXiHO OHOBUTH — IMOBHICTIO UM
1HKPEMEHTAJIBHO.

Cucrema KOHTpOJII0 TOOY0BaHa 3a MPUHITUIIOM PEAKTUBHOTO OHOBJICHHS: OY/b-
sgKa 3MIHA MapaMeTpiB MUTTEBO MOUIMPIOETHCS Ha MOB’s3aHI MOAYJl 0Oe3 moTpedu
pyuHOTO Tiepe3amycKy renepaiii. lle peamizoBano uyepes3 cucremy peneratiB Unreal
Engine (FMulticastDelegate). Hanpukinan, npu 3mini RoomMinSize y Blueprint naneni,
MEHEKEp HAJICUJIA€ CUTHAII TeHepaTopy, SIKUH BUKJIUKAE JIOKAJIbHY MEPEBIPKY JHUCTIB
BSP 1 nepebynoBye mnuiie Ti, 7€ ymMOBa MIHIMaJIbHOTO pO3Mipy mopylieHa. Takuit
MIJIX17 JT03BOJIsIE 30epiraTd CTaOUIBHICTH CIIEHM Ta 3a0esneuye Maibke MHUTTEBUUN
3BOPOTHUI 3B’ SI30K.

JIJist 3py4HOCTI TEeCTyBaHHS 1 HABYAJIBHOTO BHUKOPUCTAHHS CHCTEMa MAa€ PEKUM
CUMYJIALIT TapaMmeTpiB. MeHemkep MOXKEe 3MIHIOBATH 3HAUYEHHS aBTOMATUYHO 3a

NEBHUM CLIEHap1€EM — HAMpUKJIIaA, TOCTYIIOBO 301IbIIYBATH CKJIAJHICTh 00 BapilOBaTU
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rMOuHy aepeBa, dikcyroun pesynbTaT. Lle mo3Bonsie mocmimpkyBaTu nmoBeainky BSP-
anropuT™My 0€3 pydYHMX BTpy4YaHb 1 30UpaTH CTATHUCTUKY JUIS  PO3ALIY
EKCIIEPUMEHTAILHOT YaCTHHH.

Oxkpemy poJib BiJlirpae cucteMa oOMeXeHb 1 Basiaaitii. [lepin Hi>k MpUHHATH HOBE
3HaueHHs napamerpa, ABSPParameterManager BUKOHye MepeBipKy: UM HE CylEpEUHTh
BOHO KPUTHYHUM MeXaMm (Halpukiaj, 1mo0 MiHIMalbHA IMPUHA HE TEPEBHINyBaja
MaKCHMaJIbHY, a00 1100 MMOBIPHICTh MOJAUTY HE IMajajia JI0 HyJs IpU TNIMOWHI MEHIIe
1). Axmro mapamMeTp HEBAIIIHHM, CHCTEMA BIIXUIISE 3MiHY Ta TIOBIIOMIISIE KOPHUCTyBada
yepe3 CIUIMBaloYe MOBIIOMIIEHHS B PEAAKTOPI a00 B JIOT KOHCOJI.

Jlns  nuzaitHepiB  mepeadadeHo  cmeriaiabHui - Blueprint Widget —
WBSPSettingsPanel, sixuit BimoOpaxae yci mapamerpu TeHepallii y BUIJIS/I iHTYiITHBHO
3pO3yMIJIMX €JIEMEHTIB: CIaiepiB, BUMAJAI0UNX CIUCKIB 1 mepeMukadiB. KoxkeH 13 HUX
JIBOCTOPOHHLO 3B’si3anuii 13 ABSPParameterManager, ToMy 3MiHM BiJipa3y
CUHXPOHI3YIOThCSI MIXK BI3yaJIbHOIO TMAHEJUIIO Ta PEATbHUMHU JIAHUMHU pyIris. Takox y
naHeni € kHonka “Regenerate Level”, mo BUKIMKa€e MOBHY MEpereHepaIiito CleHu s
NepeBIPKA HOBUX KOH(ITypariii.

[lin yac BUKOHAHHS TpU MapaMETPU MOXYTh 3MIHIOBaTHCS W JUHAMIYHO,
HaIPUKJIaJ, aJanTyIO4HCh 1]l PIBEHb CKIAJHOCTI a00 MOBEAIHKY IpaBi. s mporo y
UBSPGenerationSettings nependaueno meron ApplyRuntimeModifiers(), sikuii 3untye
naui 3 a"amituaHoro moayis (PlayerPerformanceTracker) 1 3miHIOE neski mapamerpu
“Ha JTBOTY’ — HaIpPUKIAJ, 30UIbIIYE IIIJIBHICTh KOPUJIOPIB 200 3MEHIIYE KUIbKICTh
TYMHKIB, SIKIIIO TPABEIb YaCTO TYOUTHCH.

[Ilo6 miABUIIUTH TOBTOPIOBAHICTh EKCIIEPUMEHTIB, Y CHCTEMY BKIIIOUECHO
Menemkep npodinis renepaiii — UBSPProfileHandler. Bin Binmosigae 3a 30epexeHHs
1 3aBaHTaXEHHS KOHpIrypamiii kopuctyBada. KoxeH mnpodiab MICTUTh HE JIUIIE
napameTpu reHepailii, a i MetagaHi — Ha3By, JaTy, TUI PiBHS, seed-3HaUEHHS, a TAKOXK
KOpOTKM omuc. Yci npodim 36epiratotees y popmari JSON, 110 1a€ MOXKIHUBICTD
IIBUIKO €KCIOPTYBATH iX y 30BHIINIHI CUCTEMU (HANPUKIIAM, JUIsl aKaJeMIYHUX TECTIB

a00 BIITBOPEHHS PE3YJIbTATIB).
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IIpu 3aBanTaxkenHi HoBoro npoduio ABSPParameterManager BUKOHyE TOBHY
cunxpoHizamito: oHoBmoe Ul, mepenae mapamerpu B UBSPGenerator 1 BukiuKae
nepereHepaiito piBusa. Y penakropi Unreal Engine el mporec BUIIIsae sk TUIaBHE

OHOBJICHHS CLIEHU 3 aHIMAII€I0 OHOBJICHHS KIMHAT — 03 MOBHOTO Mepe3aIrycKy.
3.3.1 [arepdeiicu HamamTyBaHHS TapaMeTPiB TeHeparlii

VY mizcucTeMi KOHTPOITIO TapaMeTpiB TeHepallii KIIF0UOoBi HajamTyBaHHs — Seed,
Depth, MinSize Ta SplitRatio — Bu3Hau4alOTh XapakTep po30UTTS MPOCTOpy, GopMy 1
MacmTad KiMHAT, MIUJIBHICTH 3’€HAaHb 1 BIITBOPIOBAHICTH pe3yabTaTiB. Ha piBHI
MPOEKTHOI JIOTIKM III MapaMeTpu 30epiraloTbcsi B KOHQIrypamifHOMY 00’€KTi
UBSPGenerationSettings 1 penaryroThcs yepes aKTOP-KOHTPOJIEP
ABSPParameterManager, sikuii cinyxae 3minu iHTepdericy (Blueprint/UI) ta po3cunae
curnan OnSettingsUpdated y sapo UBSPGenerator. Cam reneparop crnpuiimMae 1e sK
TPaH3aKIIilo: BiH OLIHIOE, sIK1 miaaepeBa BSP ctanu HeBadigHUMU, 1HBAJIJOBYE JIUIIIE 1X
1 BUKOHY€ 1HKPEMEHTAJIbHY pereHepallito, 30epiraroun pemTy CTPYKTypU Ta OB’ s3aH1
aKTOPH CIICHH.

[TapameTp Seed 3abe3nedye AETEpPMIHOBAHY TIICEBIOBUIAJKOBICTh. Y CI
CTOXACTUYHI PIIIEHHS] — BUOIp OCI MOUTY, MO3UIIIT TUIONIMHH, 3CYB JIBEpEH, Bapiallis
rabapuTiB KIMHAaT — 0a3ylOThCsl HA T€HEpPaTOpl BUMAAKOBUX YHCEJI, 1HIL1AII30BAHOMY 3
Settings.Seed. 3mina Seed mNpu3BOAUTH 0 HOBOTO «MakeTa», aje MPU HE3MIHHHUX
3HaueHHAX 1HBapiaHTiB (MinSize, SplitRatio, Depth) rapantyeThcsi BiITBOPIOBAHICTD:
Toi camuii Seed cTBOproe Ty camy tomojorito. Ha piBui ganux UBSPProfileHandler
30epirae Seed y nmpodim pazoM 13 MeTaJaHUMH (Ha3Ba TEMH, JaTa, OIKC), [0 BAXKJIMBO
JUTSI eKCTIEPUMEHTIB 1 pErpeciiHuX NMepeBipokK sIKOCTI [59; 92].

[Tapametrp Depth koHTpoOIIO€E TpaHUYHY TIIMOMHY pPEeKypcii il THM caMHM BILTUBA€E
Ha <(GEPHHUCTICTHY IUIaHyBaHHSA. MeHIma riuOWHA Ja€ BENWKI KaMmepu 1 KOPOTKI
MapuipyTH, Oulblia — ApiOHI KIMHATH, OLIbIIE KOPUAOPIB 1 po3raiykenb. Ha npakTuii
MaxDepth mnpamroe y 3B’s3mi 3 TargetRoomCount Ta amanTUBHUM 3racaHHsIM
IMOBIPHOCTI TMOAUTY: SKIIO KIMHAT YK€ JIOCTaTHbO, T€HEpaTop 3HIDKYE IIaHC

NOJAJIBIINX PO3pPI3iB HABITH J0 JOCITHEHHS (OpMaJIbHOI MEXI MHOMHU. Y peanizallii
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11e BiAOYBAEThCA uepe3 JIOKATbHUU JIYWIBHUK y By3Jl BSP 1 tabmuiro posmoairy
«raubuHa — mTpad IMOBIPHOCTI»; TAKUM YMHOM MU YHHKAEMO HaIMIPHOI JIpiOHOT
CerMeHTaIlli, 30epirarouu KOHTPOJIbOBAHY BapiaTUBHICTb.

[Tapamerp MinSize 3a1a€e i1HBaplaHTH MIHIMAQJIbHOI IIMPUHU T4 BUCOTU KIMHATH.
[Tepen xoxaUM po3cideHHsM UBSPGenerator oriHioe, U 1aayTh KaHIUIATH-HAAIKA
NPSIMOKYTHUKH 3 000Ma CTOpOoHaMu He MeHIIMMU 3a RoomMinSize. fAkmio xoua 6 onun
HaIaI0K MOPYIIye OOMEXKEHHS, TUIONIMHA TMOJIIY 3CYBA€ThCS B MEXaX JI03BOJIECHOTO
Jiana3oHy; K0 BaJTAHUN MO HEMOXKIMBUANA — BY30J (pikcyeThes sk auct. Came 11
MePEeBIPKU rapaHTYIOTh MPOXIAHICTD 1 3aM00ITal0Th MOSBI «TOHKUX» KaMep 1 KOPUJIOPiB,
0 YCKJIAJHIOIOTh HaBiramito. [lpu 3mini MinSize y ciieHi MeHemxep napameTpiB
CIPHUYMHAE JIOKAJIbHY MepeOynoBy JIMIIE TUX JIUCTIB, J€ IHBApIaHT CTaB MOPYIICHHUM;
3aBJIIKM KEIly BY3JIiB CLIEHAa OHOBJIIOETHCS 0€3 MOBHOTO MEPEPAXYHKY.

[TapameTp SplitRatio Bu3Ha4ae BiJICOTKOBE CIIBBIIHOIIEHHS PO3MIPIB MIXK JIIBOIO
1 mpaBoro (200 BEPXHBOIO 1 HIXKHBOKO) MIO0JACTIMU MPU MO, Y HaNIAMITyBaHHSIX
BIH MPEJCTaBIEHUN SAK Jlama3oH JOMyCTUMUX dyacTok (Hampukiaa, 0.4-0.6 nns
«30anancoBanux» IuiaHiB, 0.3-0.7 nna Oineln acuMeTpuuHux). Ha ertami moaimy
UBSPGenerator oOupae KOHKpETHY TOYKY B MeEXKax LBbOIO KOPUIOPY, AOJAI0UH
KEepoBaHy cToXacTuky. Byxunit kopuaop SplitRatio cTBoproe puTMiuHi, «KBaJPATHILII
KIMHATH, WUPIIKNA — MIABUULYE PI3HOMAHITTA (GopM 1 IOBXKUHY KopuaopiB. Koj
30epirae oOpaHuii (akTHUHUA KOEQIIIEHT y By3Ji, adW MiJ Yac 1HKPEMEHTaJTbHUX
MPaBOK HE «CTPUOAIM B¥KE BT MPONOPLII.

Yci dYoTtMpu — mapaMeTpu  MIAMOPSIKOBYIOTBCS — CHCTeMI  Basijaiii
ABSPParameterManager. Ilepen 3acTocyBaHHSIM 3MiH MEPEBIPSIOTHCA JIOT1YHI 3B’ SI3KU:
MIHIMaJIbHI PO3MIPU HE MOXYTh MEPEBUILYBATH MakcuMaibHi, SplitRatio He BUXOIUTh
3a robanbH1 Mexi (Hampukian, 0.25-0.75), a Depth oOMexeHo Tak, 106 TEOPEeTUIHO
JOCSDKHA KUTBKICTh JIMCTIB HE MEPEBUIIyBajla pecypcHi OI0JKETH CLEHHU. Y pa3i KoJi3ii
MeHeKep OJI0Kye 3MiHY, BigoOpaxatoun nosigomiieHHsa B Ul 1 noryroun nerani. Taka
noTepe/KyBaibHA TIEpPEBIpKa EKOHOMHUTH dYac 1 3amobirae «edexty AOMIHO» TMpHu

perexHepaitii.
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Ha croponi intepdeiicy Bimxer WBSPSettingsPanel exkcnionye Seed, Depth,
MinSize, SplitRatio sk cnaiinepu Ta mosust BBoay. 3MiHa OYyIb-SIKOTO KOHTPOJIY MUTTEBO
cuaxpoHizyetscsi 3 UBSPGenerationSettings 1 3amyckae «M’sIKA» UK OHOBJICHHS:
AIpO BH3HAYa€ 30HY BIUIMBY, I1HBAIIJIOBYE BIANOBIIHI BY3JIH, IepeOyI0BYe
KIMHATH/KOPUAOpU Ta mMoBigomisie Bizyamizatop ABSPVisualizer mpo HeoOXiAHICTBH
NepepaxyHKy MeECXiB JuIle B IUX AUITHKax. Jl0JaTKOBO y TaHeNl € TepeMHuKay
«Greybox/Themey: y pexumi greybox 3MiHM MapamMeTpiB MPOSBISIOTHCS MaKCUMAIbHO
MIBUKO 3aBISKHM JIETKOBAaroBUM MaTepiajiaMm 1 MpocTuM cabmemiam, M0 OCOOIMBO
KOPHCHO TI1]T Yac JOCIIIHUIIBKHUX 1Tepalliil.

Jnst  panTaiiM-aganTaiii nepeabaueHo map MoaudikaTtopiB. AHANITHYHUN
KOMITIOHEHT MOX€E 3alpoIlOHYBaTH TUMYacoBl nompaBku A0 SplitRatio abo MinSize,
SKIIO TeJEeMEeTpisl MOKa3ye HaJAMIPHY KUIbKICTh TYMHUKIB YW HAJTO JOBI1 MapIIpyTH.
Meton ApplyRuntimeModifiers() y UBSPGenerationSettings npuiimae Taki nonpaBKu
gk nenbtu 1 iepenae curuan y UBSPGenerator. Toil, y CBOO 4epry, BUKOHYE JTOKaJIbHE
NeperUIanyBaHHsl JIUIIE y BUOpaHid 30HI — HANpPUKIAA, y HAHOMKYUX JO TPaBILs

miJJIepeBax ado B «XOJOIHUX» CErMEHTaX, € 3MIHU HE 31MCYI0Th MOTOYHY CECiIO.
3.3.2 301p cTaTUCTUKH

Cucrema JIOTYBaHHSI Ta aHAJIITHKU Yy MPOLECI MPOLEIYypHOi T'eHepallii piBHIB €
BOKJIMBUM €JIEMEHTOM JJIsI OIIIHKH SIKOCT1, CTa0LIbHOCTI Ta e(heKTUBHOCTI podoTn BSP-
anroputMmy. BoHa 103Boisie pO3pOOHUKY HE JMINE O0auuTH pPe3ysbTaT TeHepalii y
BUIJISIAI TeoMeTpli, a M OTpUMYBATH KIJIbKICHI TOKAa3HHWKH, WIIO0 B1AOOpaXaroTh
CTPYKTYPHI BJIaCTHUBOCTI 3T€HEPOBAHOTO PIBHA: KIIBKICTh KIMHAT, CEPEJHIO IUIOILY,
HIUTBHICTh, TIMOUHY JIepeBa, YaCTKY BUKOPUCTAHOTO MPOCTOPY, KiJIBKICTh KOPUIOPIB Ta
1HII METPUKHU. Y HAIIOMY MPOEKTI LI MiICUCTEMA peaTi30BaHa y BUTIISIL CIIELIAIbHOTO
anamituanoro kiacy UBSPAnalytics, skuit TiCHO B3aeMopie 3 SApOM TeHepaTtopa
(UBSPGenerator) i mapamerpuunuM koHTposiepoM (ABSPParameterManager).

Kiac UBSPAnalytics € okpeMuM CEepBICHUM KOMIIOHEHTOM, MiIKIIOYEHUM 0
OCHOBHOTO TeHeparopa uepe3 iHTepdeic momiid. BiH oTpuMye TOBIJOMIIEHHS PO

3aBepuieHHss o0ynoBu BSP-gepeBa (OnGenerationCompleted), micns 4oro anamizye
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yCl1 BY3JIM JiepeBa 1 30Mpae KIOUYOBI CTaTUCTUYHI AaHl. /[ mporo Moaysib mMae Habip
BHYTPIIIHIX CTPYKTYD:

— froomstat — mani nmpo koxxHy KiMHATy (iIeHTH(IKATOp, PO3MIpH, TUIOIIA,
KOOPJAUHATH IIEHTPY, CYCIJIN);

— fmapstat — arperoBani moka3HUKW piBHSA (3arajibHa KUTBKICTh KiMHAT,
CepenHs IUIOoIa, MiH/MaKC PO3MIpH, CEpeIHs TIMOWHA JAepeBa, KOS(DIMEHT 3alIOBHCHHS
POCTOPY).

Yci 1l CTPYKTYpH CTBOPIOIOTHCS AWHAMIYHO TIiJi Yac IMOCT-0OpOOKH miciis
3aBepILEHHS PEKypCUBHOTO po30utTts BSP.

AHamiTUKa MpaIioe K aCHHXPOHHA TMIJACUCTEMa, 11100 He OJOKYBaTH TOJIOBHHIA
noTik pymiis. [Ticis toro, sk BSP-reneparop 3aBepuiye moOy1oBy epeBa, BiH mepeaae
MOCWIAHHS Ha KOpiHb CTpyKTypu y Meroa UBSPAnalytics::AnalyzeTree(). Haumi, y
(hOHOBOMY MOTOII1, MOJIYJIb PEKYPCUBHO OOXOJUTH yC1 JIUCTU ACPEBa, OOUUCIIOE TUIONIT
ta ¢opmye arperatu. lle mae 3mMory mapasnenbHO OHOBIIIOBATH CIICHY Ta aHai3yBaTH
pe3ynbTaTi 0e3 majiHHs TPOAYKTUBHOCTI.

JUist BimoOpaxeHHsI pe3yNbTaTiB y PEXHMI PEIaKTOpa BHUKOPUCTOBYETHCS Kilac
UBSPLogger, sikuii hopmye 3BIT y 3pydHOMY BUTIIsiai. BiH 3anucye pe3ynbTatu y JaBa
MTOTOKH:

— output log unreal engine (uepe3 UE LOG(LogBSP, Display, TEXT(...))),
JIe BC1 TOKa3HUKU BUBOJIATHCS Y CTPYKTYPOBAHOMY BUTJISII;

— json/csv-gaiin, SKIMIO KOPUCTYBAa4 AaKTHBYBAaB PEKUM  JICTAIBHOTO
30epeKCHHS.

Kosken 3BIT MICTHTH Taki TOJIs: 4Yac TeHeparii, Ha3By mpodinto, Seed, Depth,
TargetRoomCount, ¢akTuyHy KIIBKICTh KIMHAT, CEpPeAHIO0 IUIONIYy, UIJIbHICTD,
KOPUJOPHICTh, TIHOUHY JepeBa, Yac MoOymoBU (McC). 3aBOsSKHM [bOMY MOXHA
MPOBOJIUTH CTATUCTUYHUN aHali3 1 MOPIBHIOBATH PE3YJIbTATU MIXK PI3SHUMHU CECISIMU
reHeparti.

Hampuknan, npu KoXHOMY HaTMCKaHHI KHomku “‘Generate” y BiIDKeTI
WBSPControlPanel, ABSPParameterManager BUKJIMKAE METOJT

UBSPAnalytics::AnalyzeAndLog(). Lle#t meTton He nuime OOYHCIIOE METPUKH, a U
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BUKOHYE TIOPIBHSHHS 3 TOMNEPEAHIMU ITepalriisiMu, 30epiraroud TpeHJ — UH
30UIBIIMIIACS CEPEIHS TUIOIIA, YU CTa01113yBaBCs KOSIIEHT IIUIBHOCTI.

JIyist 3pydHOCTI po3poOHMKA MepeadadeHo IHTETparlilo pe3yabTaTiB aHATITHKA Y
cam Unreal Editor. Bimxer WBSPControlPanel mae okpemy Bkiaaxky “Stats”, sika
MOKa3ye YMCIIOB1 3HAYCHHS y BUTJISAII TaOIHII, @ TAKOXK MpocTi rpadiku (6ap-uyapTu abo
nporpec-6apu). Hampukian, KiapKicTh KIMHAT 1 BIAXWJIEHHS BiJ IIJTbOBOTO 3HAYCHHS
BIIOOpaXaloThCsl Yy BUIJISAII 3allOBHEHUX 1HAMKATOPIB, WIUIBHICTD — Y BHUIVISI
TEPMOMETPA.

Jns rnubmoro ananmizy y Debug Mode BMuKaeThcsi BiIoOpakeHHsSI METaJaHUX
0e3Mmocepe/lHbO B CIIEHI: MOBEPX KOXKHOI KIMHATH IOKa3yeTbes ii MIIONIA, a KOJip
MaTtepially BKa3ye€ Ha BIIXUJICHHS BiJ] cepeAHbOro 3HaueHHs. lle mgae 3mory miBHUIKO
BUSIBUTH HA/ITO BEJUKI a00 MaJli KIMHATH ¥ BIJpEryJIIOBaTH apaMeTpu reHeparii.

Monayne UBSPAnalytics miaTpumye ekcnopt pesynbTaTiB y dopmatax JSON,
CSV ta XML, mo [103BOJIsi€ 1HTErpyBaTH MOro 3 30BHINIHIMU aHATITUYHUMHU
iHcTpymentamu (Python, Excel, R). 30epexenHnsi BijOyBa€ThCs aBTOMATUYHO IICIIS
KOXXHOT'O LMKy TeHepallii abo BpyuHy depe3 KHOmKy “‘Export Data”. J{ns akagemMiuHHX
CKCIIEPUMEHTIB aHaJITUKa MOke OyTu 3i0paHa B MaKETHOMY pEXHMI: CHCTEMa
aBTOMATUYHO T€HEepYy€E NECATKH KapT 13 pi3HUMH Seed 1 30epirae pe3yjibTatd B OTHOMY

apxiBi 111 CTATUCTUYHOIO aHaJi3y.
3.4 3acobwm Bi3yaizallii Ta HaxaropKeHHs reHepartii

l'omoBHuM BuKOHaBuUMM eneMeHTOM € ABSPVisualizer, sxuii BucTynae
nocepeaaukoM Mix reHepatropoM (UBSPGenerator) 1 cepenoBuiem Bizyamizaiii. [Ticis
3aBepieHHs TreHepaiiii BSP-nepeBa Moaynb oTpuMye CTpyKTYypy BY3JIIB depe3 MOAI0
OnGenerationComplete 1 moumHae moOyaoBy  3D-mpencrtaBieHHs — piBHSL.
JI71s1 KOYKHOTO JIMCTOBOTO BY3Ja (KIMHATH) CTBOPIOEThCs akTop Tuity ABSPRoomMesh,
axuid MicTuTh komnoHeHTH UProceduralMeshComponent a6o UStaticMeshComponent,
3aJIeKHO BiJ oOpaHoro pexumy. s KOpUIOpIB CTBOPIOIOTHCS OKpeMi 00’€KTH

ABSPCorridorMesh, 1110 103B0JIsI€ BiTOKPEMIFOBATH iX CTHIIICTUYHO W CTPYKTYPHO.
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Yci  CTBOpEHI €lIeMEHTH PEeECTPYIOThCS Yy  BHYTPIIIHBOMY  KOHTEHHEpI
VisualizerCache, 1o 103BoJjisi€ MIBUAKO OHOBJIIOBATH ab0 3HUIIYBATH JIMIIE 3MiHEHI
By3JM, HE TOpKarouuch pemrtu cueHu. llei migxin 3ale3meuye iHKpeMEHTaJIbHE
OHOBJIEHHSI — IIiJ] Yac MOBTOPHOI T'€Hepallli cuCTeMa OHOBIIIOE JIUIIE Ti JUISTHKU, €
3MIHWIACH MTapaMeTPH pO3OUTTs, 30epiraroyu pemTy CTPYKTYPH.

Koxen BSP-By3on, mo wmae cratyc Room, mnepeTBoproeTbcs y Mem i3
MPSMOKYTHHUM KOHTYPOM 1 CTaHJApPTHOIO BHUCOTOIO CTiH. Po3Mipu kiMHaATH OepyThCs
6e3mocepennbo 3 mapameTpiB Bysna (Width, Height), a i mo3uiist y cBiTi BU3Ha49a€ThCS
3a KOOpJAMHATAMHM BEPXHBOTO JIBOTO KyTa. Kopuiopu CTBOPIOIOTHCS SIK 00’€KTH, IO
3’€HYIOTh LIEHTPU CYMIXKHUX KIMHAT, 3 aJalTUBHOI IIMPUHOI — 3a3BuUYail 1-2
MeTpu, 100 3a0e3NneunuTH Bi3yallbHUM mepexii MK KIMHaTaMd. YCi 00’€KTH
OTPUMYIOTH 0a30B1 Marepiaiu, KOJbOPH SKUX BIAMOBIAatOTh riuOuni jaepeBa BSP.
Hanpuknan:

— riubuHa 0—2 — cBITI0-01aKUTHUN (OCHOBHI KIMHATH);

— 3-5 — 3eneHuit (IPyropsiiHi 30HM);

— 5 — mnomapaHueBHil abo0 uepBOHMU (ApiOH1I KomipkH). Take KojipHe
KOJIyBaHHSI JIO3BOJISIE IIBUAKO OLIHHUTH CTPYKTYPY J€peBa 1 PIBHOMIPHICTH PO3OUTTS
IPOCTOPY.

Jlist nonomikHOI Bizyanizaiii nependadeHo pexuM «Greybox», y aKkoMy KIMHATH
OyIyIOTBhCSl Y BUIJISAI CHPOIIEHUX KOPOOOK 0e3 TekcTyp 1 ocBiTieHHs. Lleit pexum
KOPUCHUH JJi IIBUAKOTO MEpPEerjsiAy TOMOJOrii, TECTYBaHHS MPOXIAHOCTI Ta
HaJaro/pKeHHS mapaMeTpiB 0e3 BUTPAT HA PEHICPUHT MaTepialliB.

Monynes Takox 3abe3rneuye Bizyanizaliito cTpyktypu BSP-gepeBa y Burmsimi
JIOTIOM1KHOT CITKH JIiHIH, SIK1 TO3HAYal0Th TJIOMMHU po30ouTTs. Lle peanizyeThcsa uepes
komnoHeHT ULineBatchComponent, 110 Maitoe MIONIMHA MOJAUTY y TIPOCTOP1 CLICHH 3
BUKOPUCTAHHSAM TOHKHMX HaIIBOPO30pUX JiHIA. Po3poOHMK MoOke BMUKAaTH a0o
BUMUKATH B1IOOpaKeHHS LUX JIIHIN yepe3 cremianbauii mapametp “ShowSplitPlanes” y
BIJDKET1 KEpyBaHHSI.

VY Debug Mode Takox nokasyroTbces iaeHTHdikatopu By3diB gepesa (Node ID),

IOl KIMHAT 1 BEKTOpU HampsMKIB moaury. Hammcu rteHepyroTbest depes
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UTextRenderComponent 1 3akpiruiiOlOThCS y HIEHTP1 KOKHOI KiMHatu. Ile momomarae
nociigaukaM BSP-cTpykTypu NpOCTEXUTH TMOCHIAOBHICTH PEKypcii ¥ MepeBIpUTH

MPABHJIBHICTH IPOCTOPOBHX 3B’ A3KIB
3.4.1 Inctpymentu kepyBanns BSP y penakropi

ApxitekTtypHo maHenb peanmizoBaHa sk Editor Utility Widget (EUW) —
cnemianpuuit Tun Bimpkera Unreal Engine, mo 103BoJisie CTBOpPIOBAaTH KacTOMHI
iHTepdeiicu Ge3nocepeHKO B peaakTopi. 1i norika peanizoBana uepes Blueprint-rpad,
akuii  B3aemoxmie 3 kiacamu saapa  (UBSPGenerator, ABSPParameterManager,
UBSPAnalytics, ABSPVisualizer) yepe3 neneratu Ta nojii. Takuil miaxin 3ade3nedye
JIBOCTOPOHHIO CHHXPOHI3AIlI0 MK 1HTepdeiicom Ta cuctemMor0 — Oylb-Ka 3MiHa Y
BIJIDKET1 MUTTEBO BIJJOOpa’Ka€ThCS y TEHEPATOPI, a pe3yJIbTaTU reHepallii TOBEPTAIOTHCS
Ha3aJl y BUTJISA/I1 CTATUCTUYHUX 200 BI3yalIbHUX JAHUX.

[licns 3amycky mnaHeni KOPUCTYBad MOXKE 3MIHIOBATH MapaMeTpu y pexuMl
peanbHOro Yacy. 3MmiHM BHKIHKaoTh mojairo OnSettingsUpdated, sky oOpooOise
ABSPParameterManager, OHOBIIOIOYM BIJAMOBIJHI BJIACTUBOCTI TeHeparopa. Ilpu
HaTUCKaHHI KHomKu “Generate” maHenb BuUKIuKae Metoj StartGeneration(), skuid
3amyckae mporiec crtBopeHHsi BSP-nmepema. Ilicnms 3aBepiiieHHst reHeparlii MaHelb
aBTOMAaTUYHO OHOBIIIOE 010k Visualization Ta Analytics, moka3yro4u HOBI JIaHi.

BaxxnuBo, 1110 maHesnpb MiATPUMYy€e aCUHXPOHHUHN peXuM poOoTU. Ko renepanis
3aiiMae 3HaYHUM Yac (HAMPUKIAd, TPU BEIMKUX Po3Mipax KapTH), Y HIKHIA YacCTHHI
naHesi 3’SBISETbCS  1HAMKATOp TMPOTrpecy, 1[0 OHOBIIOETHCS 4epe3  MOJiIo
OnProgressUpdated 3 ximacy UBSPGenerator. 1le 103Bossie YHUKHYTH 3aMOPOKYBaHHS
iHTepdency 1 3aIMIaTH MOXJIUBICTh 3MIHIOBATH 1HII HANAIITYBAaHHA MiJ 4ac poOOTH
reHepaTopa.

[Tanens WBSPControlPanel moxxe OyTu 3amymieHa sk oKpeMe BIKHO peaakTopa
a6o sk Bkianka y Editor Utility Toolbar. Bona mae noctyn 10 akTHBHOI CIICHU 1 MOXKeE
B3a€EMOJIIATH 3 Oynb-aKuM ek3eMIuisipoM kiacy ABSPGeneratorActor, sikuil mpucyTHIN

Ha piBHi. [Ipu BHOOpPI Takoro akTopa MaHEIh ABTOMATUYHO OHOBIIOE CBOi IOJS
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BIIMOBITHO 70 KWOro mapamMeTpiB, IO Ja€ 3MOTY MpaIfOBaTH 3 KIJIbKOMa PI3HUMU
reHEpaTOpPaMH B MEKaX OJHOTO MPOEKTY.

Kpim Toro, y manens iHTErpoBaHO (YHKIIIIO aBTO30E€pEKEHHSI CTaHy, sika 30epirae
OCTaHHI BBEJICHI KOPHCTyBauyeM 3HAYCHHS IIapaMeTpiB Yy JIOKAJbHHUHA  (aiii
(Saved/Config/BSPEditor.json). Ilpu HacTymHOMY BIZKPHUTTI BIIDKETa cHCTEMa
aBTOMATUYHO BIJTHOBIIIOE TOTIEPEAHI 3HAYEHHS, IO TIOJICTIIYE MPOJIOBXKEHHS POOOTH

TICIIS Mepe3anycKy pPyIis.

3.4.2 Bi3yanbHa HaBiraris Ta nNpeJcTaBICHHS CTPYKTYpH PIBHIB

VY nporeci Bizyanizaitiii 3acTocoByeTbesi cuctema DebugMaterial Overlay, mo nae
3MOTY HaKJaJaTh CIHelialibHl Mmenaepu abo KOJIbOPOBI TPajiEHTH HA KIMHATH Ta
nepexoau. Bona BukopuctoByeTbes ymme B pexumax «Editor Preview» 1 «Debug
Mode», He BIuMBaO4Yu Ha (iHAJIbHY 301pKY I'pH.

[TincBiuyBaHHS 3B’s3KiB MK KiMHaTaMu. JIJIsI KOXKHOTO KOPHJAOPY, IO 3’€IHYE
JBI KIMHAaTH, CTBOPIOETbCS CBITJIOBAa JiiHIS a00 CTpIYKa 3a JIONOMOTOKO
USplineMeshComponent. BoHa mocTymnoBo 3MiHIOE KOJIIp — BiJl XOJOJHOTO CHHBOTO
(mouyaTkoBa KiMHAaTa) JI0 TEIUIOTO MoMapaH4eBoro (KiHiieBa KiMHaTa). Takuil TpajieHT
JT03BOJISIE IHTYITUBHO 3pO3YMITH HAIPsMOK 3B’S3Ky MiX 30Hamu. Kpim Toro, y micusax
CTUKY KIMHAT 1 KOpuaopiB gonaroThcs 00’emui rmidu (Volume Indicators) — mpocTi
CBITJIOBI edeKkTH y Burial chep ado Kuielpb, M0 MO3HAYAIOTh TOYKUA BXOJY/BHXOY.
BoHU OHOBIIOIOTHCS TICIS KOXKHOI TeHepallii ¥ KOpenworTh 3 napamerpamu BSP-
BY3JIiB.

Hapiramiitne wmapkyBanHs riauouan BSP-nepeBa. KoxHiii 30H1 (KiMHATI)
MPU3HAYAETHCS KOJIp, SIKWM BiAMoBigae riaubuni 11 By3na y gepesi BSP. Jlns mworo
BUKOpPUCTOBY€EThCsl nuHamiunuii Martepian M_BSPDepthHighlight, y sikomy xomip
OOYMCITIOETHCS byHKII€IO HSL Ha OCHOBI piBHS pekypcii.
Hampuknazn, By3nu 0—2 piBHS MarOTh 3€JICHHM BIITIHOK (OCHOBHI KIMHATH), 3—5 —
YKOBTUM (ApyropsiHi), a 6 1 OuIblIe — 4epBOHI a00 myprypHi (IIMOOKI, KIHIIEBl 30HH).
[le mo3BOMsiE 3 TEPIIOTO MOTJISAY OIIHUTH PO3MOJLUI i€papXii piBHSA Ta TTUOMHY HOTO

CTPYKTYPHOTO MOALITY.
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JluHamiuHe MapKyBaHHS NUIBIXIB 1 JOCTYMHOCTI. 3a JOMOMOTOK CHCTEMHU
UNavigationPathVisualizer cTBOpIOIOTBCSI THMYAcOBI TpPAEKTOPIi, IO MOKa3yIOTh
MOXXJIMBI ~MapmipyTd MK BXIJIHOIO Ta BHUXIJHOK TOYKaMH KapTu. BoHu
BUKOPUCTOBYIOTh CTaHJapTHy HaBiramiiny citky Unreal Engine (NavMesh), ane
BiTOOpakaloThCcsl TMOBEpPX HEl uepe3 MpPOCTOpOBI JiHIT 3 epeKTOM 3aTyXaHHs.
[Tig gac BuOOpy meBHOI KIMHATH KOPUCTyBau MOXke akTuByBaTH pexuMm Highlight
Neighbors, npu sikomMy MiJICBIYYIOTBCS BCl CYMDKHI KIMHATH, 3’€JHaHI 3 HEIO uepes
kopuopu. Lle monermrye anami3 3’€IHAHOCTI MPOCTOPY Ta BUSBJICHHS TYMHKIB.

Edextu nepexoay Mixk 30HamMu. JJis cUMyJIAIii HaBiramii M>)K 30HaMH CTBOPEHO
cuemianbhi Transition Markers — cBiT/IOBI Kiiblii a00 €HEPreTHYHI MOPTaNH, IO
3’SBIIAIOTHCS HA MEK1 MK IBOMA 30HAMHU I11]1 Yac mepexoay kamepu ado nepconaxa. L
eneMeHTH reHepytoThesi kiacom UBSPZoneTransitionEffect, sikuit min’egHano o
(001 0171 OnZoneEnter  Ta OnZonelLeave y  cucremi BSP-ananituku.
BizyasibHO edeKT BUKOHAHO 4Hepe3 Marepian 3 eMICIMHOI0 TEKCTYpOr, IO CTBOPIOE
UTr03110 JIerkoro "cranaxy" y MoMeHT Bxo#y. Lle He nuine nekopatuBHa QyHKIis, a U
KOPUCHUM THCTPYMEHT JJIsl HAJIaro/[PKEHHsI HaBirailii, OCKIJIbKU JOTIOMAarae nmpoCTeXKUTH,
SK QJITOPUTM BU3HAYAE MEX1 MK KIMHATaMHU.

TiHBOBI 1 CBITJIOBI MiAKa3Ku. [ MiICUJIEHHS MPOCTOPOBOrO CHPUUHSATTS PIBHS
BUKOPUCTOBYETHCSI aJalTUBHE OCBITICHHS: KamMepu 3 YBIMKHEHUM pexumom BSP
Visualization oTpuUMyIOTh CBITJIOBUN (PUIBTP, SKHM MOCHIIOE KOHTPACT MK PI3SHUMHU
rinkamu jgepeBa. Hampukman, By3dau TIMOIMIOTO pPiBHA  OTPUMYIOTH  MEHIITY
IHTEHCUBHICTh CBITJIa, 1 CTBOPIOETHCA €(PEKT TMOCTYNMOBOIO 3aTEMHEHHS [0
nepudepiitHuX KiMHAT.

Cucrema HaBiraliiiHux e(ekTiB iHTErpoBaHa y Bi3yali3aTop yepe3 AOMOMIKHUN
komrioHeHT UBSPVisualFXComponent, sikuif BiAMOBITa€ 32 CTBOPEHHS 1 OHOBJICHHS
Bcix VFX-enemenrtiB. Moro ctpykTypa BKIIOYAE:

—  effectregistry — wmacuB aktuBHUX edekTiB (JiHIi, KUIbI, TIidu), 110
OHOBJIIOIOTHCS II0KAIPOBO;

— zonemap — acouiatuBHUI MacuB By31iB BSP 1 BiANOBiAHMX Bi3yalbHUX

eeKTIB;
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— fxsettings — koudirypariiiauii Kjgac, IO JO3BOJIIE€ HAJAIITOBYBATH
KOJIIPHY CXE€MY, IHTEHCHUBHICTb, IIIBUJIKICTh aHIMAIlli Ta TPUBATICTh €(DEKTIB.
KomrmoneHT minkimrodaeTbest 10 ocHOBHOTO akTopa ABSPVisualizer 1 otpumye

cUrHanu 3 reneparopa BSP, koiu cTBOpro€eThCst a00 BUIATISETHCS BY30J1.
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4 EKCIIEPUMEHTAJIBHE JOCJILIKEHHA TA AHAJII3
PE3YJIBTATIB

4.1 TlpoBeaeHHs €KCTIEPUMEHTIB

Meroanka TecTyBaHHsSI CUCTEMHU TMPOLETYpPHOI reHepallii piBHIB CIpsiMOBaHa Ha
NepeBipKy KOPEKTHOCTI poboTu anroputMy BSP, cTabimbHOCTI CHCTEMH TIPH PI3HUX
nmapaMeTpax, SKOCTI CTBOPEHHMX pIBHIB 1 BIAMOBIIHOCTI OTPUMAaHHUX pE3YJIbTATIB
OUIKYBaHUM XapakTepuctukaMm. TecTyBaHHS BUKOHYeThCs y cepenouini Unreal Engine
5 13 3acTOCyBaHHSM BOYJOBaHHUX 1IHCTPYMEHTIB aHAIITUKH, JJOTYBaHHS Ta Bi3yaiizallii, a
TaKOX 32 JJOTIOMOT'OI0 CTEIialbHO CTBOPEHUX MOAYJIIB CTATUCTUYHOTO aHai3Yy.

OcHOBHA M€Ta TECTYBaHHS IOJIATAE Y IEPEBIPLI aJ€KBATHOCTI aJTOPUTMY HOILTY
npocropy (BSP), BanmigHOCTI OTpUMaHO1 TOMOJIOT1i, CTA0LILHOCTI TP 3MiHI TapaMETPIB
1 OIIHII SIKOCTI 3r€HEPOBAHOIO KOHTEHTY 3a HU3KOI0 KIIFOYOBHX METPHK: KUIBKICTh
KIMHAT, OajaHC U101, 3B’ SI3HICTh, HIUIBHICTh ITPOBOTO MPOCTOPY, Yac TeHepaili.

JUis 1pOro y JAWIJIOMHOMY HIPOEKTI OyJI0 CTBOPEHO CEpil0 KOHTPOJIbHUX
CIIEHapiiB, y SKUX 3MIHIOBAUCH 0a30Bi mapamerpu cuctemu (Seed, Depth, MinSize,
SplitRatio), micist yoro pe3ynbraTé GiKCyBaIMCh 1 TOPIBHIOBAIKCH.

OyHKI[IOHABPHE TECTyBaHHS — TMepeBipka poOOTH OKpPEeMUX MOIYJiB
(reneparopa, reoMeTpii, Bizyaii3zailii, aHaiTuky). Ha npboMmy eTari BUSIBISIIUCH JIOT1YH1
NOMWIKM y TPOLECT po30UTTS MPOCTOPY, OOUMCIEHHS PO3MIpIB KIMHAT 1 CTBOPEHHS
KOPHUJIOPIB.

[HTerpaniiine TecTyBaHHsI — OLIIHKA B3aeMOJIl MK Moaysissmu BSP, Bizyamizanii
Ta aHAMTHUKU. TyT MepeBipsiach MPABWIBHICT Mepeadl JaHUX MK KOMIIOHEHTaMH,
CUHXpOHI3amis cTpykTypu BSP 3 pesynbraramu y crieHi Ta 30epeKEeHHS 3B’ S3HOCTI
MICJIsl OHOBJICHHS MTapaMeTpiB.

ExcniepuMenTansHe TeCTyBaHHS — TMPOBEICHHS CEpPii eKCTIEPUMEHTIB 13 PI3HUMH
HaOopaMu BXIJIHUX AaHUX JJIs aHaJi3y BIUIMBY NapameTpiB Ha SIKICTh pPE3yJIbTaTiB
reHeparti.

VYci ekcriepuMeHTH NPOBOIMINCH Y cTabinbHOMY cepenouili Unreal Engine 5.5,

Opy LUBbOMY [IJISi KOKHOTO TECTy CHUCTEMa aBTOMATHYHO 3aluCyBajla pe3yslbTaTH Yy
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dbopmati JSON. JlaHi moTiM aHami3yBajduch y BHyTpimHbOMY Moaysi UBSPAnalytics,

110 JIO3BOJISIO OITIHUTH CEPEJIHI Ta TpaHWYHI 3HAYCHHS ITapaMeTpiB.
4.1.1 Habopu mapameTpiB JjIsl TECTyBaHHS

VY cucremi BSP-nipouienypHoi renepariii ronoBHuMu 3MiHHUME €: Seed, Depth,
MinSize, SplitRatio 1 SplitProbability. Lli mapamerpu MaroTh NpsSMUil BILTUB HA PO3MIp,
dbopMy, KUTbKICTh KIMHAT, TTIMOMHY JepeBa MOAUTY Ta LIUJIBHICTH CTBOPEHOTO PIBHA.
JInst oTpyMaHHSI pENpPEe3eHTAaTUBHUX PE3YNIbTATIB TECTYBAHHS HEOOXIIHO 3a0€3MEeUUTH
JOCTATHE TMOKPUTTSI MPOCTOPY MOMKIMBHUX 3HAYCHD.

[lin w4vac ¢QopmyBanHs TecTOBMX HaOopiB Oylo MOPUUHATO  MIAXi]
KOHTPOJIbOBAHOT'O BapilOBaHHS MapaMeTpiB, KOJH JIMIIE OJAUH MapaMeTp 3MIHIOEThCS Y
MeXax TIEBHOTO [iama3oHy, a peIiTa 3aluiiaioThes QikcoBanumu. lle mo3Bossie
130J1bOBaHO JOCIIAUTH BIUIMB KOXKHOTO IapaMmeTpa Ha CTPYKTYpY pe3yibTary, L0
BXKJIMBO JIJIS1 TOAAIBIIOI KaTiOPOBKHU CUCTEMHU.

Jist mapamerpa Seed BUKOpHUCTOBYBAJIUCH (DIKCOBaH1 3HAYEHHS Yy Jiana3oHi 1—
1000, sxi 3a7al0Th MOYATKOBY IIOCHIJOBHICTh BUIAJAKOBHX 4YHcesl. TecTyBaHHS 13
pizHuMH Seed [103BOJMIIO MEPEBIPUTH BaplaTUBHICTh PE3YyJbTATIB MPU OJAHAKOBUX
yMOBaX, TOOTO HACKUIBKM TEHEpaTop CTBOPIOE pPi3HI TOMOJIOTIT MPU HE3MIHHUX
HajamrTyBaHHsX. lle o0coOmuMBO BaXJIMBO Ui OI[IHKM PIBHSA BHUIIAJKOBOCTI Ta
MOBTOPIOBAHOCTI KapT.

I'mubuna pexypcuBHOTrO mnoautry nepeBa BSP € omuuM 13 HaWBIUIMBOBIIIMX
napameTpiB. byno mnporecToBaHO 3HauyeHHs y MeXax Big 3 10 8§, IO J103BOJISE
BapIIOBATH KiJIbKICTh KIMHAT BiJ KIJIBKOX JIO KUIBKOX AecsaTKiB. IIpu 361aemenni Depth
CHUCTEMa CTBOPIOE OUIBII JAETalli30BaHI KapTH, MPOoTe NOoTpedye Oiible 4Yacy Ha
00poOKy, 110 JO3BOJIMJIO OLIIHUTH MPOAYKTUBHICTh AITOPUTMY.

MiHiMaJIbHI Ta MaKCHUMaJIbHI pO3Mipy KIMHAT BIUIMBAIOTh HA MIUIBHICTH 1 IrPOBY
MPOX1IHICTH PiBHS. [[71s1 TecTiB OyJi0 BU3HAYEHO TPU OCHOBHI KOHDIryparrii:

— manuit macmrad (MinSize = 5, MaxSize = 10);

— cepenniii macmtad (MinSize = 10, MaxSize = 20);
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— Benmukuii  macmtadb (MinSize = 20, MaxSize = 40).
Taki Bapiailii J03BOJUIN OIIIHUTH OajlaHC MiX JeTali3all€ero 1 BIAKPUTICTIO TPOCTOPY, a
TaK0>X BU3HAYUTH ONTUMAJbHI 3HAYEHHS JJIS PI3HUX THUIIIB PiBHIB.

KoedimieHT moainy mnpocTopy BH3HAYa€e MPOIOPINIO PO30OUTTI NPSAMOKYTHOI
oOmnacTi Ha JaBi mimob6sacTi. Y TecTax BUKOPUCTOBYBaMCH 3HaUeHHS Bix 0.4 1o 0.6, 1110
OXOILUTIOE SIK CHMETPHYHI, TaKk 1 OUIbII acuMeTpuuHi BapiaHTH. CHOCTepeKeHHs
nmokasaju, 1o BiaxuieHHs SplitRatio Bij cepeHbOro 3HaYEHHS MPU3BOIUTH 10 OUIBII
«OpTaHIYHUX» KapT, ajie BOJHOYAC YCKIIATHIOE OaaHCYBaHHS TUIOI] KIMHAT.

IMOBIpHICTh BHKOHAHHS DO3GUTTS HA KOXHOMY PIiBHI peKypcil KOHTPOIIOE
piBeHb pparmenTaiii kaptu. TectoBi 3HaueHus 0.5, 0.75 1 1.0 103BOIMIM OIIHUTH, SIK
BUITAJIKOBICTh BITMBAE HA MIIIBHICTh CTPYKTYpH. [Ipu 3HaueHHAX HIKYE 0.6 CTpyKTypa
Ma€ TEHJICHIIII0 0 YTBOPEHHS BEJIMKHUX BIIKPUTUX 30H, TOJI SK mpu 1.0 piBeHb cTae

CHJIBHO TTOUICHUM, IO ITiIBUIIYE HABAHTAKCHHS HA CUCTEMY.
4.1.2 OtiHroBaHHS pe3yJbTaTIB reHepartii

[Iporpama TecTyBaHHS CHCTEMU TIPOLEAYPHOI TeHepalli piBHIB BHU3HAYa€
MOPSZAOK MPOBEICHHS €KCIIEPUMEHTIB, METOAUKY 300py pe3yibTaTiB Ta KpUTepli, 3a
SKUMHU OIIHIOETHCS SKICTh poboTu anroputmy BSP. OcHoBHa meTa TecTyBaHHS —
MEepPEeBIPUTH, HACKUIBKM CTallIbHO CHCTEMa BUKOHYE TIeHepallilo, 4yd 30epirac BOHa
JIOTIYHY CTPYKTYpY PIBHS MOpH 3MiHI TapaMeTpiB Ta 4YM BIAMNOBIJAIOTH OTPUMAaHi
pe3yabTaTH BU3HAYEHMM BHMOTaM JIO BapiaTUBHOCTI, 30aJaHCOBAHOCTI  Ta
MPOTYKTUBHOCTI.

TectyBanHs npoBoamiiocs OesnocepeHbo y cepenouini Unreal Engine 5.5, ne
OyB poO3ropHyTHi iHTerpoBanuii monynb BSP-reneparopa. [lns koxHOro Habopy
mapamMeTpiB CHCTEMa aBTOMATHYHO BHKOHYBaja TeHepaiiro KapTd, (ikcyBajga dac
BUKOHAHHS, KUIBKICTh CTBOPEHUX KIMHAT, CEPEIHIO IUIOILY, JOBXKHUHY KOPHIOPIB 1
HIUIBHICTh TIpocTopy. JlaHi mepenaBayivcs y MOAYJb AHAJITUKH, SIKUA OOYMCITIOBAaB
CepellHl 3HA4YeHHS U BIIXWICHHS. YcCl1 pe3yiapTaTd 30epiraiuch y TaOnMIsgX 1

BUKOPHUCTOBYBAJIMCH JIS IMOAAJIBIIOTO CTATUCTUYIHOT'O aHaJ'Ii3y.
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[Iporpama TecTyBaHHS OXOIUTIOBaJia TpH TMOCHIIOBHI erTanu. Crodatky
BUKOHYBAJIOCSI 0a30BE TECTYBaHHS — MEPEBIPKa KOPEKTHOCTI reHepallii Ha HEBEJTMKUX
KapTax 13 MiHIMaJIbHUMHU MapameTpamu. Jlami — TecTyBaHHS NPOAYKTUBHOCTI, J€
OIIIHIOBAJIACS IIBUJIKOIS MPH 3pOCTaHHI TuOuHU faepeBa BSP 1 3011b11eHH] KITBKOCTI
kiMHaT. Ha 3aBepmanbHOMY eTarni 31HCHIOBATIOCS OIIHIOBAHHSI SIKOCT1 PIBHIB, Y SIKOMY
NepeBipATIach MPOXITHICTh, CTPYKTYpa KOPHUIOPIB, 3’ €JHAHICTH 30H Ta OaiaHC IIIOMI.

Jist BU3HA4YeHHS €(EKTUBHOCTI POOOTH CHUCTEMU BUKOPHUCTOBYBAJIMCH TaKl
KpUTEPIi:

— CTaOUIBHICTh TEeHepallii — aJropuTM IOBHUHEH 3aBEpIIyBaTH IMOOYAOBY
HE3aJIE)KHO BiJ] MOYATKOBUX MapaMeTpiB, 0€3 JOTTYHUX MOMUJIOK UM 3AI[UKIICHHS.

— yac BHMKOHAHHS — BUMIPIOETbCS CEPEIHIA 4Yac CTBOPEHHS PIBHS; YUM
MEHIIIE 3HaYEHHS, TUM €()EKTUBHIIIIE MPAIIO€ aJTOPUTM.

— KUIBKICTh KIMHAaT 1 WIUJIBHICTh — TIOKa3HUKHU, 110 CBiA4aTh IMIpo
KOPEKTHICTh PO30UTTS MPOCTOPY; HAJIMIpHA HIUIHHICTH a00 HecTaya KiMHAT BKa3ye Ha
nucOaane rnapameTpis.

— 3B’SI3HICTh PIBHA — KOXKHA KIMHATa IMOBMHHA MaTW NpPUHANMHI OJUH
JOCTYIMHUM NMUIX JI0 1HIO01, 6€3 130JIb0BaHUX 30H.

— OajlaHC TUIONI — CHIBBIJHOIICHHSI BEJMKUX 1 MalluX KIMHAaT Mae OyTu
PIBHOMIpHUM, 1110 3a0e31euye irpoBy pI3HOMAaHITHICTb.

— BaplaTUBHICTh PE3YJbTATIB — pI3HI 3HaAYeHHS Seed MOBUHHI reHEpyBaTH
YHIKaJIbHI TOTIOJIOT1i MPY OJTHAKOBUX 1HILKUX HAIAIITYBAaHHSX.

OriHioBaHHS TPOBOAMIIOCH 3a mKanoo Bim 0 mo 1, ge 1 o3Havamo MOBHY
BIJIMOBIJTHICTh OYIKYBaHHSM. J[JI KOXXHOTO KpHUTEPIl0 BUPAXOBYBABCS CepemaHii
MOKAa3HUK, Micisi 4oro OyayBaBCsl y3arajJbHEHUN KoeQilieHT SKOocTi reHepauii. Lle
JIO3BOJIMJIO KUTHKICHO TMOPIBHATU €(EKTUBHICTh CHUCTEMH TPH PIZHUX KOHQITYyparisx

napameTpiB.
4.1.3 Anani3 cTabUIBHOCTI PE3YJIBTATIB TPH 3MiHI TOYATKOBUX YMOB

OmHuM 13 KIIIOUYOBUX aCMEKTIB OIIHKM €(QEKTUBHOCTI MPOIEIYPHOI TeHepallii €

aHaJli3 BIUIMBY napaMeTrpa Seed Ha KiHILIEBY CTPYKTYpY piBHs. OCKUIBKH caMme BijJl HbOTO
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3QJICKUTH TOCIIOBHICTh BHUIAJIKOBUX YHCEJ, SIKI BHU3HAYalOTh TOPSJIOK IOILIIB
pocTOpy, BUOIp Oceid, po3MipH Ta KUIBKICTh KIMHAT, TapameTp Seed mpsiMo BIUIMBAE HA
BapiaTUBHICTH 1 YHIKAJIBHICTh PE3yNbTaTIB FeHepallii.

Ilin yac ekcrepuMeHTIB OyJIo IPOBEAECHO cepitlo TecTiB 13 (IKCOBaAaHUMU
napametpamu Depth = 6, MinSize = 10, SplitRatio = 0.5, SplitProbability = 0.8, ane 3
pisanmu 3HavueHHsSMU Seed — 42, 123, 456, 789 Tta 999. Jlng KOXHOTO 3HAYCHHS
CUCTEMa CTBOpIOBaJIa MOBHOLIHHY BSP-cTpykTypy piBHS, MiCIs 4YOTO pe3yibTaTH
Bi3yali3yBalMCAd y BHUIJISAL KapT, ¢ KIMHATH B1IOOpa)Xaluch Pi3HUMHU KOJIBOPAMHU, a
KOPHUJIOPH MO3HAYAIUCS CIPUMU CETMEHTaMHU.

BusiBneHo, mo mnpu OJHAKOBUX MapaMmeTrpax reHeparii 3miHa Jume Seed
NPU3BOJUTH 0 CYTTEBOI PI3HHIN Y HPOCTOPOBOMY pO3TallyBaHHI KIMHAT, JOBKHHI
nuixis 1 ¢popmi miapiBHiB. Hampuknan, npu Seed = 42 piBeHb MaB OUIbIII CUMETPUYHY
CTPYKTYpY, Toai sik Seed = 456 cTBOpIOBaB CKJIaH1, PO3Tay»KEH1 KOPUAOPHU 3 BUCOKOIO
uribHIicTIO. Ile miaTBepmKye, 1O MapaMeTp BHUMAJAKOBOCTI 3a0e3rnedye TOCTaTHIO
PI3HOMAHITHICTh HaBITh O€3 3MIHU THIIMX MapaMeTPIB.

JUIsi KOKHOTO BHIIQJIKy CHCTEMa aBTOMAaTU4YHO (piKCyBajla KUIBKICTh KIMHAT,
CEepeIHIO IUIONLY, CYMapHy JOBXHHY KOPHAOPIB 1 3araJibHUi KOE(DIIIEHT 3allOBHEHHS
npocropy. [lopiBHSAIBHUI aHamI3 MOKa3aB, O CEPEIHA KiJIbKICTh KIMHAT 3aJIMILATIACh Y
Mexkax 20-25, ane ix ¢opma, 3B’A3HICTH 1 CIHIBBIIHOIIEHHS TUIONI BiApi3HsUTUCH. Lle
JIEMOHCTPY€E BUCOKY SHTPOIIIO TeHepalIlii, 110 € MMOKa3HUKOM SKOCTi anroputmy BSP.

Ha pucynky 4.2 300paxeHo NpUKIa I’ ITH Pe3yJIbTaTiB F'eHepallii OAHOTo il TOro
caMoro piBHS 3 pi3HUMH 3HadeHHsIMH Seed. Ha koxkHOMY mpuKiami BHUIHO, 5K
3MIHIOETBCA KOHPITYpallis KiMHaT, (oopMa KOPUIOPIB 1 3arajibHa TOIOJIOTIS PIBHA MPHU

30epeKeHH1 OJTHAKOBHX MapaMeTPiB aIrOPUTMY.
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Seed =789 Seed =999

Pucynox 4.2 — IlopiBHsiHHS pe3ynbTaTiB BSP-renepartii npu pi3HUX 3HAUCHHSIX

Seed

Pi3Hi konmpOpU MO3HAYAIOTH KIMHATH, Cipi JiHII — Kopuaopu. Haamuc mixa
koxHow: “Seed = 427, “Seed = 1237, “Seed = 456, “Seed = 7897, “Seed = 999”.
BizyanpbHO BHUIHO  BapiaTUBHICTh CTPYKTypu Tpu  30€pekeHHI  OJHAKOBUX
HaJallTyBaHb.) AHaNI3 LUX PE3yJbTATIB IOKa3aB, IO CUCTEMA KOPEKTHO peasizye
MPUHIUN CTOXAaCTUYHOCTI: MPU 3MiHI TOYATKOBOT'O 3HAYEHHSI BUMAJKOBOIO FeHepaTopa
BIJITBOPIOIOTHCSI CYTTEBO PI3HI TOIMOJOTIi, ajie MpU IbOMY 30epiraeTrbcsi 3arajbHUMN

OayiaHc po3OUTTS Ta MPOMOPIIHUHICTE TPOCTOPY..
4.2 Anamiz edpexruBHocTti BSP-reneparopa

Orminka edextuBHOCTI anroputmy BSP (Binary Space Partitioning) npoBoauiack
Ha OCHOBI aHaJi3y MOKa3HUKIB MIBUIKO/11, CTA0IBHOCTI, BAPIATUBHOCTI Ta CTPYKTYPHOI
30aJaHCOBAHOCT1 pPE3yJbTaTiB reHepalii. MeTolo 1poro eramy OyJ0 BHU3HAYEHHS,

HACKUIbKM OOpaHHWii METOJ BIJINOBIJIa€ BUMOTaM CHUCTEMH MPOIEAYPHOTO CTBOPEHHS
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PIBHIB y pe€aJIbHOMY 4Yacl, a TaKOXX HAaCKiJIbKM €(pEeKTUBHO BIH MacIITaOYyeTbCs MpH
30UIBIIICHH] CKJIATHOCTI BX1IHUX ITapaMeTpiB.

Jlisg  OIiHIOBaHHA €(EKTUBHOCTI 3aCTOCOBYBABCS KOMIUIEKCHMM MiJIXiA, IO
BKJIIOYAB K KUJIbKICHI, TakK 1 sKicHI Kputepii. KibKiCHI MOKa3HUKKM BU3HAYAIIMCS Yepe3
OOYMCIIEHHSI CEpPelHbOTO dYacy TeHepallii, KUIbKOCTI PEKypCUBHHX pO30OUTTIB,
CEpEeIHbOT0 YHCJIa CTBOPEHUX KIMHAT, IIIJILHOCTI Ta 3arajlbHOTO PIBHS 3allOBHCHHS
npocTopy. SAkicHI KpuTepli BKJIIOYAIM OIIHKY BapiaTUBHOCTI CTPYKTYpPH pIBHIB,
JIOT1YHOCTI TOMOJIOTI, BIICYTHOCTI 130JIbOBAaHUX 30H, a TAKOXK 30epexeHHs OaIaHcy Mix
BIJIKDUTUMHU Ta 3aKPUTUMHU MPOCTOPAMH.

BukoHaH1 ekclepUMEHTH NOKa3aiM, IO CEepeAHi uac reHepauii piBHA Opu
riOuHI po3ourta Depth = 6 He nepeBunryBas 0.12 cekyHau, M0 TIATBEPIKYE BUCOKY
mMBUAKOAII0O MeTony BSP HaBiTh Hpu BHUKOPUCTAHHI 3HAYHUX MapaMeTpiB MOALTY.
[Tomanpie 30ubIeHHd TIMOMHU 10 Depth = 8 mpu3BoaAMIO A0 JIIHIMHOTO 3pOCTaHHS
yacy TeHepallii, MpoTe cucTeMa 3ajuilaiach crabuibHOI0. Lle cBIqUMTH Mpo Xopoury
MacIITa0OBaHICTh AJTOPUTMY Ta MOXJIMBICTH 3aCTOCYBaHHSI MOTO Ui BEJIUMKHUX KapT
0€3 CyTTEBOTO 3HIKEHHS MPOAYKTUBHOCTI.

BapiatuBHICTh pe3ynbTaTiB TaKOX OIIHIOBAJIach 4Yepe3 CTATUCTUYHMUMA aHami3
MHO>KMHH PIBHIB, 3T€HEPOBAHUX 13 Pi3HUMHU 3HauYeHHSIMHU Seed. [TopiBHSAHHSA MOKa3aio,
0 KOe(QIIEHT YHIKAIbHOCTI (TOOTO cepeaHs BIAMIHHICTh MDK PIBHSIMH 3a
T€OMETPUYHOIO CTPYKTYpOr) cTaHoBHB Onm3bko (.78 3a mkamoro Bim 0 go 1, mio
CBIJYUTh MPO BHUCOKY CTOXACTUYHICTH anroputmy. lIpu npoMy 3aranbHuil OanaHc
KIMHAT 1 KOPUIOPIB 3aJUIIABCs CTaOUIBHUM, HE3QJIEKHO BiJ MOYATKOBUX IMapamMeTpiB
BUIIJIKOBOCTI.

3 ToukM 30py IrpoBoi mpumaTHOcTi, BSP-anroputm 3abe3neuuB aleKBAaTHY
TOTIOJIOTIYHY JIOTIKY — yCl KiMHATH OyNiu 3’€IHaHI NMPUHANMHI OJHUM IUIIXOM, HE
CTBOPIOBAJIMCH TYNMUKH a00 HeAOoCsbkHI obisacti. [IpocTopoBuid po3moin 3aiuiiaBcs
PIBHOMIPDHUM, a T€OMETpisi KOPUAOPIB MPUPOJHO MOEAHYBaJa BCl MiJ00JACTI KapTH.
3aBasku 1bomy BSP mpoaemoHcTpyBaB 3matHICTh (OpMYyBATH HE JIMINIE TEXHIYHO
NpaBWibHI, aje i IrpoBO 3py4HI PiBHI, MPUIATHI JUIsl TIOJAJIBIIOI reHepallii KOHTEHTY,

HAIPUKJIIA, PO3MIIIEHHS 00’ €KTIB, BOPOTiB 200 pecypciB.
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4.2.1 OuiHtoBaHHs BapiaTUBHOCTI Ta YHIKAJIBHOCTI PIBHIB

OaHuM 13 TOJIOBHUX TOKAa3HUKIB eQekTuBHOCTI anroputMmy BSP € wac
BUKOHAHHS TreHepamii — TOOTO Tepiod, HEOOXIAHWWA CHCTeMi Ui TOBHOTO
noOyAyBaHHSI CTPYKTYPH PIBHSI BiJl MOMEHTY 1HIIiami3alli 10 OTpUuMaHHs roToBoi BSP-
iepapxii kiMHAT 1 KopumopiB. Lleit mokasHUK Oe3mocepeHhO BIUTMBAE HA MOKJIUBICTH
3aCTOCYBaHHS T€HepaTopa B irpax peaibHOTO 4Yacy, PeIaKTOPChbKUX 1HCTPYMEHTax abo
MpU JMHAMIYHOMY CTBOPEHHI PIBHIB IT1J1 YacC MPOXOKEHHS TPH.

[Tim gac TecTyBaHHS aJTOPUTM pealizoByBaBcs y cepenosuii Unreal Engine 5.5
3 BUKOpPUCTaHHSM MoBH C++, 1e MOAYJb IeHepallii BUKOHYBAaBCS Y paMKaX OJHOTO
npouecy 6e3 GPU-akcenepamii. g BHUMIpIOBaHHS 4acy BHMKOPHCTOBYBAaBCS
BOynoBaHuii MmexaHi3M pymis — pyHnkiis FPlatformTime::Seconds() — sika mo3Boisina
3 BUCOKOIO TOYHICTIO (PIKCYyBaTH MOMEHT MOYATKY Ta 3aBEpPIICHHS T'eHepallii.

VY cepenHbOMy Yac reHepariii 3ajgexan BiJl TPbOX OCHOBHHUX ITapaMETPIB:

— depth (rmubunHa po3OUTTH);

— minsize (MiHIMaJIbHUI PO3Mip 00JIACTI);

— splitprobability (fiMmoBipHIiCTh MOALTY).

PesynbraTty TectiB mokasanu, mo npu Depth = 5-6 1 cepemnix mapamerpax
po3Mmipy (MinSize = 10) nporec reHeparttii ogHOro piBHA 3aiimMaB Oym3bko 0.08-0.12
CEeKYHIHM, 10 € TPUAHITHUM ITOKa3HUKOM HaBITh JUIsI BHKOPHUCTAHHA Yy runtime-
ClieHapisX (HampWKIajd, AWHAMIYHE CTBOPEHHS JaH)XKCHIB a00 OKpPEMHUX CETrMEHTIB
KapTH).

[Tpu 361nbmenni Depth o 8 aGo Buie croctepiranocs MPOIMOPIIiitHE 3pOCTaHHS
qacy reHeparlii, OCKUIbKU KUTbKICTh PEKYPCUBHUX PO3OUTTIB MOJBOIOETHCA Ha KOKHOMY
piBHI nepesa. IIpoTe HaBITh y IbOMY BUNAAKY CEpeaHiil yac He nepeBuulyBaB 0.25
CEeKyH/H, 10 MIATBEPKYe epeKTUBHICTh peanizaiii BSP y mexax oOuuciroBambpHUX
mosksmBocte pyurisi Unreal Engine.

Takox mpoBeIeHO MOPIBHSAHHA 3 aHAJOTITYHUMU peaiizauisimu y Blueprint — 4ac

BUKOHAHHS Ti€i X TeHepaii 30uUTblIyBaBcs MpUOMM3HO y 2.5-3 pas3u, 1m0 BKOTpE
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MIJKpeCIoe nepeary BukopuctanHs C++ 11 HU3BKOPIBHEBUX 3aj1ay, MOB’S3aHUX 13

PEKYPCUBHUMHM OOYUCIICHHSAMH Ta BEJTUKOIO KUIBKICTIO 00’ €KTIB y IIaM’AITi.
4.2.2 YyTnuBicTh J0 TapaMeTpiB reHeparii

BapiaTuBHICTb 1 YHIKQJIBHICTh € KIIOUOBUMH XapaKTEPUCTHKAMH Oyab-sSKOI
CUCTEMHU TPOIEAYpHOI TeHepallii, IO BHW3HAYAIOTh CTYMiHb BIAMIHHOCTI MIX
CTBOPEHUMH DPIBHSMU IPHU 3MiHI NapaMeTpiB reHeparopa, 30kpeMa 3HaueHHsa Seed. Y
KoHTeKCcTI BSP-anroputmy 1mi BIAcTUBOCTI 3aiexkaTb BiJ WMOBIPHOCTI MOALTY,
MiHIMaJbHUX PO3MIPIB MiI0OJACTEH, BUIMAJKOBOCTI HAMPSMKIB PO3pPi3iB Ta KITBKOCTI
PEKYPCUBHUX 1TEpaIliif.

[Tin yac TectyBaHHsI OyJ0 MPOBEIEHO CEPII0 EKCIIEPUMEHTIB, Y MEXaX SIKUX Ha
THUX CaMHUX MOYaTKOBUX MapameTpax (po3mip kaptu 512x512, Depth = 6, MinSize = 12)
3MIHIOBAJIMCh JIHMIIE 3Ha4YeHHs Seed — BUIAIKOBI IHIIIATI3aTOpU TeHepaTtopa. Y
pe3ynbTaTi KOKE€H HOBHMIl 3alyCK CTBOPIOBaB PIBEHb 13 BIAMIHHOIO TOIOJOTIEIO, 3
IHITUMHU KOHQITYypaIisiMi KIMHAT, POPMOIO KOPUOPIB Ta CITIBBITHOIICHHSM BIIKPUTUX
1 3AMKHYTHX 30H.

BapiatuBHicTh ouiHIOBajachk 3a gonomorotro Expressive Range Analysis (ERA)
— Meroay, IO Tmepeadayvae TOPIBHSHHA CTPYKTYPHUX TapaMmeTpiB  KUIBKOX
3reHepoBaHux piBHIB. g 1uporo Oyno 3reHepoBaHo 100 kapT 1 HpOBEIEHO
CTATUCTUYHUM aHAI3 TaKUX METPHUK, K CEPeHs KIIbKICTh KIMHAT, JOBXHHA ILISAXIB,
KUTBKICTh By3J1iB BSP-nepeBa, mioma, 3aitHsaTa KIMHaTamMu, Ta KOe(IIlieHT CUMETii.

Pe3ynbraT aHamizy MoKa3aiM, L0 CEepedHId KOe(IUIEHT BIIMIHHOCTI MIX
piBHsMu ctaHoBuB (.81 3a mikanoro 0—1, M0 CBIIYUTH PO BUCOKY BaplaTUBHICTH MPHU
30epeKEeHHI CTPYKTYPHOI JIOT1KH KapTH. [Ipu 11b0My BiAMIHHOCTI Y KIJIbKOCTI KIMHAT HE
nepeBuuryBaid 10%, 1mo 3a0e3nedye craOuibHICTh OanaHcy rpu. KoediuieHT cumerpii
TpumaBcs B Mexax 0.42—0.49, mo roBopuTh Mpo MPUPOJHY ACUMETPUYHICTH PIBHIB,
XapaKTepHy U1 PYYHOTO TU3alHY IMi13eMeb.

Ha pucynky 4.3 nmokazaHo NMPHUKJIAAU KUIBKOX 3T€HEPOBAaHUX PIBHIB 13 PiI3HUMU

3HaueHHs MU Seed. Bi3yanbHO MOXHa CHOCTEpIraTd CYTTE€BY BIAMIHHICTH Yy
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po3TaillyBaHHI KIMHAT 1 3B’SI3KIB MDK HUMH, 3 OJHOYACHMM 30€pPEKEHHSIM 3arajibHoi

JIOT1YHOI CTPYKTYpPHU Ta MPOX1THOCTI.

Pucynox 4.2 — Ilpuxnanu 3renepoBanux BSP-piBHIB 3 pi3HUMHU ITapaMeTpamMu

Seed y cepenoumi Unreal Engine 5

OTpuMaHi pe3yabTaTH MiATBEPIKYIOTh, III0 peaiizoBaHa cuctema BSP-renepariii
3a0e3mneuye BUCOKY YHIKAJIbHICTh PIBHIB HaBITh MPHU HE3HAUHUX 3MIHAX y MOYATKOBUX
napamerpax. Lle m03BoJsie BUKOPUCTOBYBATH ii Uil CTBOPEHHS BEJIMKOI KUIBKOCTI
PI3HOMAHITHUX KapT O€3 BTpaTH AKOCTI IrpOBOTO Mpollecy, 30epiraroun OajgaHC MIXK

nepea0avyBaHICTIO 1 CTOXaCTUYHICTIO
4.3 InTepniperartis pe3yibTaTiB

Bizyamizauiga Ta Bamijgamis pe3yJbTaTiB € 3aKIIOYHUM €TalloM TeCTYBaHHS
CUCTEMH MPOIIelypHOI TeHepallii piBHIB 1 BAKOHYIOTh NMOABINHY (PYHKIIII0O — MEpPEBIPKY
TEXHIYHOI KOPEKTHOCTI MOOYI0BAHOI CTPYKTYPH Ta OIHKY 1i BIJMOBIIHOCTI BUMOTaM

710 ITpOBOTO AM3aiHy. Y Mexax po3pobiieHoi cucremu BSP-reneparii B Unreal Engine
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5 uew mpoliec MOoeAHyE aBTOMATU30BaHl IHCTPYMEHTH KOHTPOJIO, Bi3yaJbHUN aHANI3 y
peIaKkTopi M eKCIEPTHY OIIIHKY.

Jlna Bi3yanizamii pe3ysbTaTiB 3aCTOCOBYBAIMCH KUTbKa DPIBHIB BiIOOpaKCHHS:
Ha eTalll MIEPBUHHOTO KOHTPOJII0 BUKOPUCTOBYBAIMCH KOJLOPOBI debug-marepianu, ski
BiJoOpakamu KOXXKHY KIMHAaTy OKpPEMUM BIATIHKOM JJsi CHPOIICHHS aHaji3y
KOPEKTHOCTI po30uTTss. Ha papyromy eram cucTema Bi3yalidyBajia 3B S3KH MK
KIMHaTaMH 4epe3 JiHIHHI KOPUAOPH, 10 MiJACBIUYBAIMCh KOHTPACTHUM KOJBOPOM IS
NEPEeBIPKH HAABHOCTI NUIAXY MK yciMa 30Hamu kaptu. [licns Bamimamii reomertpii
npoBoAWIIach moOyaoBa (iHAIBHOT Bepcli PiBHS Yy BUIJIAAI MEIIB ab0 IUJIMTOK, IO
JI03BOJISUIO OIIIHUTH Bi3yalbHY MPUBAOIUBICTH 1 MacIITad CTPYKTYpU Y TPUBHUMIPHOMY
CEpEAOBUII PYIIis.

Ha pucynky 4.4 npencraBiieHO NPpUKIIAJ Bizyainisali pe3yiasTaTiB BSP-renepaiii
Ha erami Bamijamii. KoxkHa KiMHaTa mMae yHIKJIbHUN KOJIIp, a KOPUIOPH TMOKA3yIOTh
JIOTIKY 3B’s13KiB MK HUMH. [lo/i0Ha cxeMa Jlae 3MOry IMIBHIKO OIIHUTH TOMOJIOTIUHY

MPaBUJIBHICTD PiBHS, HOTO 30a71aHCOBAHICTH 1 BIZICYTHICTH 130JIbOBAHUX JUISTHOK.

Pucynok 4.4 — Bizyanizauiss BSP-piBHs Ha eTami Bamiauii CTpyKTypu y

cepenoBuii Unreal Engine 5
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Bamipamis 3mificHioBayiacsi 'y JBa €Tald — aBTOMATHYHHMM 1 EKCIIEPTHHIA.
ABTOMAaTUYHUN KOHTPOJIb BHUKOHYBABCS O€3MOCEpeHbO TMICHS TIeHeparllii: mporpama
nepeBipsia HasgBHICTh 3B A3HOTO rpada MK yciMa KIMHATaMH, BIICYTHICTh MEPETHHIB,
MIHIMaJbHY IIMPUHY TPOXOJIB 1 CHIBBIAHONICHHS IUION] 30H. Y pa3l BUSBJICHHSA
HeBianoBiaHocTet BSP-Moayns Mir mepereHepyBaTH piBEHb 13 HOBUMH IMapamMeTpaMu
a00 3acTOCyBaTH KOPEKIIIIO Yepe3 MOYJIb MOCT-00POOKH.

ExcnepTna Baminamis nporoamwiack y cepenonuiii Unreal Editor nuissxom anamizy
MPOXITHOCTI PIBHS, OIIHKA KOMIIO3UIIIHOI JIOTIKM Ta SKOCTI Bi3yaJdbHOI CTPYKTYpH.
Jl1st boro BUKOpUCTOBYBaBcs pexkuM Player Start, 1m0 103BoJIsSIB TeCTyBaTH HaBITaIlilo
y CTBOpPEHHX JIOKamisix y pexumi rpu. OcoOiuBa yBara MNpUAULUIach OalaHcy
BIJIKDUTHX 1 3aMKHEHUX IPOCTOPIB, CUMETPIi Ta 3pyYHOCTI NIEPEMIILICHHS.

Pesynbrat Bamigamii mokazanw, 10 mNoHax 96% 3reHepoBaHUX PIBHIB
BIJIIOBIJIAJIM BUMOTaM 0 MPOXIJHOCTI, @ pelTa MOMUIOK NEPEeBaXHO BHHHKANA MPHU
IPaHUYHUX MMapaMeTpax reHepailii (Hampukiaj, 3aHaJTo Majiux 3HadeHHsIX MinSize).
3aranpHa CTaOUTHHICTH CUCTEMH BHM3HAaHAa BHCOKOIO, a PIBHI — NPUAATHUMH IS

BUKOPUCTaHHS Y BHYTPILIHIX IPOTOTHNAX 1 HABYAIBHUX CUMYJISLISIX.
4.3.1 CtpykTypa 3reHepOBaHUX PiBHIB

AHaJli3 CTPYKTYpH 3T€HEPOBAHUX PIBHIB JI03BOJISIE OLIHUTH, HACKUIBKU CTBOPEHI
BSP-kapTu BinmoBigaroTh BUMOTaM JI0 MPOCTOPOBOI OpraHizaiii, irpoBoi JOTiKH Ta
30amaHcoBaHocTi. CTpykTypHuid anamiz y wMexax Unreal Engine 5 Bxiroyan
JIOCJTIDKEHHSI TOIOJIOT1i 3T€HepOBaHUX 00’ €KTIB, 1X 3B’SI3HOCTI, MPOMOPLINHOCTI Ta
(YHKITIOHATBHOTO PO3MOALITY MPOCTOPY.

OcHoBHA MeTa aHali3y MoJisirajia y BU3HAYECHHI CTYIEHS JIOTTYHOCTI OTPUMAHHUX
IJIaHIB, IXHBOI aJaNTOBAHOCTI JI0 MOAAIBIIOr0 po3MilieHHs irpoBux eynemeHTiB (NPC,
00’€KTIB, PECypCIB) Ta 3py4YHOCTI Jjisi HaBiraiii rpasis. [[ns mporo Oyno ob6pano 50
BUIAJIKOBUX PIBHIB, CTBOPEHUX 13 PI3HUMH 3HaueHHsIMH Seed 1 CTaHIAPTHUMHU
napametrpamu (Depth = 6, MinSize = 10, SplitProbability = 0.7).

[lepmium eranom aHamizy Oylo BHUBYEHHS HIUIBHOCTI PO3MOJALTY KIMHAT —

BIIHOIIICHHS 3arajibHOl TUIOIII KIMHAT J0 TUIOIII KapTH. Y CEpeIHbOMY IIeH MOKa3HUK
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ckaagaB 0.62, mo Bkazye Ha e(EeKTMBHE BHUKOPHUCTAHHS MPOCTOPY 0O€3 HaaMIpHOI
KOHIIeHTpalii abo myctot. [Ipu oMy vactka KopuaopiB ctaHoBuIa 01u3bko 0.15, mo
BIJIMIOBIIa€ ONTUMAJIBLHOMY OajaHCy MK BIAKPUTUMU 1 IPOXiTHUMHU 30HAMH.

Jpyrum Ba)JIMBUM TIapamMeTpoM BHCTyHayla 3B’S3HICTh rpada KiMHAT, sKa
BHU3HAYAJIacs 4Yepe3 HasSBHICTh NMUIAXY MDK OyIb-iKUMHU ABOMa By3nmamu BSP-nmepesa.
PesynpTaTi mokazanu moBHY 3B’s3HICTH ¥ 98% Bumankis, a pemra 2% mnpuranana Ha
KapTH 3 TpaHWYHUMM 3HadeHHsAMH MinSize, ne apiOH1I KiIMHATH HE 3aBXIW Mald
JIOCTaTHHO MICIISI JIJIS1 CTBOPCHHS TIEPEXOTY.

AHa3 rTeoMeTpuuHOi (OpMH KIMHAT BHUSBUB TEHJICHIIIO 70 MPUPOIHOL
acumetpii: 6mu3pko 70% KIMHAT Majid BIHOIIEHHS CTOpiH y aiama3oHi 1.2—1.8, mio
3a0e3reuye MNPUPOAHUN BUTJSAJ NOPUMILNIEHb 1 YHUKAE HAATO «1JICAUTHBHUX»
MPSIMOKYTHHKIB, SIKI 3HUXKYIOTh Bi3yallbHY MpaBAonoaiOHICTh. [le poOuTh piBHI OUIBIIT
NpUBAOJIMBUMU Ta BaplaTUBHUMU y T€HMILIE].

Oco06nuBy yBary MNpUIUICHO PO3MOJAUTY NUIAXIB 1 TOYOK BXxoay/Buxonmy. Jlms
KOXXHOTO PIBHA CHCTEMa aBTOMAaTHYHO BHU3HAuaja HaWBIJAJCHINN KIMHATH Ta
npu3Havayia iX SK MOTEHIIMHI 30HU BXOAYy W BUXOAY. AHai3 MOKa3zaB, L0 CepeaHs
JIOBKMHA OCHOBHOIO MUISXYy MK HUMH JopiBHIOE 4.8 cermeHTa, 1o 3a0e3mnedye
KOM(OPTHY TPUBATICTh MPOXOXKEHHS JUIsl PIBHIB CEPEIHBOI CKIIATHOCTI.

3 TOYKM 30py IM3aliHy, pe3yJbTaTu MATBepAWIH, o BSP-renepaiiis crBoproe
NPUPOJHY CTPYKTYpY JIAOIpUHTIB 1 JaHXKEHIB, sIKI J0Ope MIAXOIATh ISl irop >KaHpy
roguelike, action-adventure a6o simulation training. Tormosoris TakuX piBHIB
3QJIMIIAETHCS JIOTIYHOI, a IIUIBHICTh PO3MOJITYy KIMHAT 1 KOpHUIOpPIB 3abe3medye

pIBHOBAry Mixk JJOCJIJDKEHHSIM 1 OPIEHTAIIEI0 Y TTPOCTOPI.
4.3.2 Orinka JOT1YHOCTI Ta irpoBOi 30aIaHCOBAHOCTI

VY Mexax mpoBEASHOTO JTOCIIIKEHHS OIliHKa 30a1aHCOBAaHOCTI 3/1CHIOBAJIACH 3a
TppOMa TpyHamMu KPUTEPIiB: CTPYKTYPHOIO CHMETPI€I0, JIOTIUHOIO MOCHTII0OBHICTIO
MapHUIpyTiB Ta PO3MOAITIOM (PYHKIIOHAIBHUX 30H. JIJIs IbOTO BUKOPUCTOBYBAJIUCH JaH1

3 50 3reHepoBaHUX KapT, 1110 Biapi3Hsumcs 3a mapamerpamu Seed i SplitProbability.
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CtpykTypHa cUMETpis. 3 TOUKH 30pY apXITEKTYpHOTO JM3aiiHy, MOBHA CUMETPIs
piBHS € HeOaXaHOW, OCKUIBKM 3HIDKYE BaplaTUBHICT 1 POOUTH IPOCTIP
nependbauyBanuM. OfHaK HagMipHa XaOTHUYHICTh TaKOX HEraTMBHO BIUIMBA€E Ha
opieHTarlito rpaBnd. IlpoBeneHuit aHami3 MMoOKas3aB, M0 OUIBIIICTH, PIBHIB Mallu
koedimieHT cumetpii 0.45-0.52, m10 CBIAYUTH MPO MPUPOIHY, YACTKOBY CHUMETPII0 —
ONTUMAJIbHUM OajaHC MK BII3HABaHUMH (hOpMaMU i YHIKATBHICTIO CTPYKTYPH.

Jloriuna mociioBHICT, MapmpyTiB. [1if JOr1YHOIO MOCIIIOBHICTIO PO3YMIETHCS
HAsBHICTh 3pPO3YyMUIMX 3B’S3KIB MK KIMHAaTaMH — TpaBellb MOBHUHEH IHTYITUBHO
po3yMmiTH, Kyau pyxatuch jgani. Y BSP e nmocsraetbcsi 3a paxyHOK PEKypCHUBHOT
IPUPOJIU JIEpeBa: KO>KHAa HOBA KIMHATa JI0AA€THCS 10 BXKE ICHYIOUOT T'JIKH, YTBOPIOIOUU
NPUPOAHY 1€papxiro. AHaJ3 TOMOJOrIM MoKa3aB, o NoHaa 94% piBHIB HE MICTUIU
TYIUKOBUX BY3JIB 0€3 BHXOAY, a CepeJHs JOBKMHA OCHOBHOTO MapLIpyTy HeE
nepeBullyBajia 5 BY3JiB, 110 BIAMNOBIAA€ TUIOBUM MPOXIIHUM CTPYKTypam y Iu3ailH1
dungeon-piBHis.

Posnoain ¢ynkiionansaux 30H. PiBHi BSP matoTh TeHeHIiI0 10 piBHOMIPHOIO
pO3MOAUTY TUIOH[I MIK KIMHATaMH, OCKIUJIbKH QJITOPUTM HaMAara€TbCs MiATPUMYBATH
MPOTOPIIiiHE PO3OUTTS MPOCTOPY. Y CEpeIHbOMY BIIXUJICHHS BiJl CEPETHHOTO PO3MIPY
KiMHaTH ckiagano +12%, mo 3abe3neuye Bi3yallbHY Ta TeUMIUICHMHY TapMOHII0 —
HEBEJIMKI MPUMIIIEHHS MOXYTh BUCTYNaTH JOTMOMI)KHUMH, TOJl K BEJIMKI (DOPMYIOTh
IIEHTpaJIbHI TOYKH 1HTEPECY.

OuiHKa JIOTIYHOCTI TOMOJIOTIi TaKOX BpaxoByBaja IOBEAIHKOBI CLEHapii
HaBiraiii, y skux BipTyaqbHuil areHT (Al-epcoHaxk) TecTyBaB piBeHb Ha MPOXIAHICTb.
B ycix nepeBipennx Bunankax anroput™ Hapiramii Unreal Engine (NavMesh) kopektHO
OyayBaB LUISXM MDK YCIMa 30HAMU KapTH, MIATBEPIKYIOUM BIACYTHICTh 130JbOBaHUX
JIJISTHOK 200 TTOPYIIEeHb Y CTPYKTYPI.

30anancoBaHicTh BSP-piBHIB mposiBUiachk 1 B MOKa3HUKAxX IrpoOBOI PUTMIKH:
NOEHAHHS BIIKPUTUX TPOCTOPIB, BY3bKHUX TMEPEXOJIB 1 3aMKHEHUX 30H (GopMye
MPUPOHE YePTyBaHHS TUHAMIYHUX Ta CIIOKIMHUX MOMEHTIB y reimiuiei. Takuii put™ €
BOKJIMBOIO CKJIAJIOBOIO SIK JIJISl €KIIIEH-)KaHPiB, TaK 1 JJI1 HABYAJIBHUX CUMYJISTOPIB, 1€

MPOCTIpP Ma€ MIAMITOBXYBAaTH KOPUCTYyBaya J0 JOTIYHOTO TIPOTrpPeCy.
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5 TEXHIKO-EKOHOMIYHE OBIPYHTYBAHHS
5.1 Ominka BUTpaT Ha pO3pOOKY MPOTPAMHOTO IPOIYKTY

AKTyalbHICTh METOAY MpPOLEAYPHOi reHepallli piBHIB Ha OCHOBI JABIHKOBOTO
po3outts mpoctopy (BSP) 3ymoBiena mnorpebor0 cydacHOi IrpoBoi I1HAYCTpli Yy
HIBUIKOMY, MacIITabOBaHOMY Ta BapiaTUBHOMY CTBOPEHHI ITPOBUX cepeloBulll. PHHOK
BUMAarae 1HCTPYMEHTIB, IO JTO3BOJIAIOTH (POPMYBATH YHIKAIbHI MPOCTOPU 3 BUCOKUM
CTyIEHEM IMMOBTOPIOBAHOCTI ¥ ajamTarlii mij pi3Hi )aHpu — Bijg roguelike mo mryrepis.
BSP 3a6e3neuye n0riyHy CTPYKTYpU3AIIiIO PiBHS, ONTUMAIbHE BUKOPUCTAHHS MTPOCTOPY
Ta CTBOpPEHHS 30ajJaHCOBAHUX MAapIIPYTIB IS TpaBls, IO POOUTH HOTO OJIHUM 13
HaNWOUIBII ePEeKTUBHUX METO/IIB Y MPOIIETYPHOMY JTU3ANHI.

Kowmepiiiiinuii ayauT po3poOKH TaKOTO METOAY IMependadyae OLiHKY €KOHOMIYHOI
JIOITBHOCTI MOr0 BMNPOBAHKEHHS: MOTEHINAT MIJBUIIEHHS MPOAYKTUBHOCTI KOMAH]IH,
CKOPOYEHHSI BUTpAT HAa Py4YHE CTBOPEHHs PIBHIB, a TAaKOX KOHKYPEHTHI NE€peBaru Ha
PUHKY 1rop, WI0 aKTUBHO BUKOPUCTOBYIOTh MPOIEAYPHUNA KOHTEHT. BaxiuBo
BU3HAYMTH, HACKUIBKM METOJ 3/1aT€H 1HTErpyBaTUCS B ICHYIOUl IHCTPYMEHTH PO3POOKHU
(Unity, Unreal Engine), uu € #ioro 3acTocyBaHHs BUIIPaBAaHUM JUIsl IJIOBOI ayIUTOPIi
MPOAYKTY Ta YM MOXKE TEXHOJOTIS CTAaTH YHIKaJIbHOIO YAaCTHHOK KOMEPINHHOI
MPOTIO3HUIII].

TexHOJNIOTIYHUN ayJIUT METOAYy BKIIOYAE JCTAIBHUN aHali3 aJlrOpUTMIYHOI
KOPEKTHOCTI, MacmTaboBaHOCTI Ta mpoAykTuBHOCTI BSP y pi3HMX yMoBax.
OMIHIOEThCS SIKICTh T'eHepallii: 0ajaHC MK BUITQJKOBICTIO 1 KEPOBAHICTIO, 3/aTHICTh
QITOPUTMY CTBOPIOBATH JIOT14HI, IPOXIAHI i Pi3HOMaHITHI piBHI. TakoXX aHAMI3yIOTHCA
TEXHIYHI PUBHKA — CKJIAIHICTh IHTErpailii, BUMOTH 0 PECypCiB, MOMJIHUBICTh
PO3IIMPEHHS] METOJIOJIOTIT (HANpPUKIIA, JOIaBaHHSI CUCTEM KOHTEKCTHOTO HATIOBHCHHS
KiIMHaT a0o reHepamii HUIAXiB). Pe3ynpTaToM Takoro ayamTy € BHCHOBOK IO
TEXHOJIOTIYHY 3pUIICTh METOIY Ta PEKOMEHIAIIIT 11010 HOTO ONTUMI3allii i TOAaIbIIOro
pO3BUTKY. {151 MpoBeIeHHS] KOMEPIIIHOTO Ta TEXHOJOTIYHOrO ayJHuTy 3alydaeMo 3-X

HE3JIeKHUX EKCIEPTIB, SIKUMHU € TPOBIJHI BHKJIaJadl BUITYCKOBOi ab0 CHOPITHEHOT

Kadenpu.
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OniHIOBaHHS HAYKOBO-TEXHIYHOTO PIBHS METOIY MPOIEYyPHOI reHepallii piBHIB 3
BUKOPUCTAHHAM METOJy JABIMKOBOTO PO3OHUTTS TMPOCTOPY Ta 1 KOMEPIIHHOTO
MOTEHITIATy 31HCHIOEMO 13 3aCTOCYBAaHHSM IT’ITHOATBHOI CUCTEMH OIliHIOBaHHS 3a 12-
Ma KpHUTEPIsIMHU, a Pe3yabTaTy 3BOAUMO J0 TabmuIll 5.1.

Tabmuis 5.1 — OniHOBaHHS HAYKOBO-TEXHIYHOTO PiBHS

Exkcnepru
Kpurepii Exkcnepr 1 Excnept 2 Exkcnept 3
banu, BucTaBieHi ekcriepTaMu

TexHiuHa 3A1ICHEHHICTh KOHIETIIIT 3 3 2

PunkoBi nepeBaru (HasBHICTh aHAJIOTIB) 3 2 2

PunkoBi nepeBaru (11iHa MPOAYKTY) 3 3 3

PunKOBI TTepeBaru (TeXHIYHI BJACTUBOCTI) 3 3 2

PuHkoBI nepeBaru (excruryaTamiiai 5 2 9
BUTPATH)

PuHKOBI epcieKTHUBY (PO3MIip PUHKY) 3 3 3

PuHKOBI mepcrieKTHBY (KOHKYPEHIIis) 2 2 2

[TpakTu4Ha 301ICHEHHICTD (HasIBHICTD 3 3 3
(haxiBIIiB)

[TpakTuyHa 301ICHEHHICTD (HasIBHICTD 2 5 2
(hiHaHCIB)

[TpakTidHa 3IHCHEHHICTD (HEOOX1THICTh 2 5 2

HOBHUX MaTepialliB)

[TpakTiyHa 31HCHEHHICTD (TEPMIH 3 3 3
peautizaiiii)

[IpakTiuna 3/11HCHEHHICTH (PO3poOKa 3 3 3

JTIOKYMEHTIB)
Cyma 6aniB 32 31 29
Cepennboapudmernyna cyma 6anis, Cb 31

3a pe3ynbTaTamM po3paxyHKiB, HABEICHUX B TaOiHIl | poOMMO BHCHOBOK MPO
Te, 10 HAYKOBO-TEXHIYHHI PIBEHb Ta KOMEPIIWHUN MOTEHIIa] METOAY MpPOLETypHOT
re’epaiii piBHIB 3 BUKOPUCTAHHSIM METOAY JIBITKOBOTIO pO30UTTS MPOCTOPY — BUILUN

CepEIHBOTO.
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5.2 AHaJli3 eKOHOMIYHOI JIOIIJILHOCTI BIPOBAKEHHS

HanexxaTe BUTpaTH Ha BHUIUIATy OCHOBHOI Ta JIOJAaTKOBOI 3apOOiTHOI IUIaTH
KepiBHUKAM BIIIUIIB, TaOOpaTOPiil, CEKTOPIB 1 TPyI, HAYKOBUM, 1H)KEHEPHO-TEXHIYHUM
IpaimiBHAKAM, KOHCTPYKTOpaMm, TEXHOJIOraM, KpecispaMm,  KOIIOBaJIbHHUKAM,
nabopaHTaMm, pOOITHMKAM, CTyJIEHTaM, aclipaHTaM Ta IHIIUM [palliBHAKAM,
0e3nocepeIHbO 3aHATUM BUKOHAHHSIM KOHKPETHOI TeMH, OOUMCIICHOI 3a MOCaJI0BUMHU
OKJIaJIaMH, BIAPSATHUMH PO3ILIHKAMH, Tapu(PHUMH CTaBKaMU 3TiAHO 3 YWHHUMHU B
OpraHizaiisix CHCTEeMaMH OIUIaTH Tpalli, TaKoX OyAb-fKi BHIM TPOIIOBHUX 1
MaTepiaTbHUX JOIJIAT, SKi HaJle)XaTh JI0 eleMeHTa « BUTpaTu Ha oruiary mpari».

Butpatn Ha ocCHOBHY 3apoOiTHYy IUIaTy JOCHIIHUKIB (3,) pO3pPaxoBYIOTh

BIJIMOBITHO /10 TTOCAJ0OBUX OKJIA1B MpalliBHUKIB, 32 (OPMYJIOIO:

K
30 =

i=1

Mpi - t;

T, '
Jie K — KUTBKICTh MOCaJ] JOCTIAHUKIB, 3AIy4€HUX JI0 MPOIECY TOCIIIKEHHS;

M — MiCSIUHUIN TOCAI0BHM OKJIaJ KOHKPETHOTO pO3poOHHKa (1HXKEeHepa, JOCIiTHUKA,
HAyKOBLS TOIO), TPH.;

T, — uncno pobounx IHIB B MICALI];

ti — uucio pobouux AHIB poOOTU PO3pOOHUKA (TOCITITHUKA).

3po0iieHi po3paxyHKH 3BOJIMMO JI0 TaOIHII 2.

Tabnuusg 2 — Butpatu Ha 3apo0iTHY 11aTy JOCIIIHUKIB

Micsiunuit Orutara 3a Yucno Burparu Ha
ITocana IIOCaJ0BUH OKJIAJ, poOounit THIB 3apo0iTHY
I'PH. JIEHb, TPH. pobotu I1ary, rpH.
KepiBHuK 25000 1136 10 11364
Po3po6uuk 20 000 909 40 36364
KoHcynbTanTu 22 000 1000 6 6000
Bceworo: 53727
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Butpatn Ha OCHOBHY 3apo0OiTHy IuUIaTy pOOITHHKIB (3,) 3a BIANOBIAHUMH

HalilMEHYBaHHSIMH POOIT pO3paxoBYIOTh 3a (HOPMYIIOI0:

n
313 = z Ci ) ti'
i=1

ne C; — moroguHHa Tapu@Ha cTaBka poOITHHMKA BIAMOBIAHOTO PO3pPsiAy, 32 BUKOHAHY
BIJIMIOBIIHY pOOOTY, TPH/TOS;

tj — yac poGOTH pOOITHUKA Ha BUKOHAHHS IIEBHOI pOOOTH, TO/I.

[lorogunny TapudHy cTaBKy poOITHHKA BiANOBIIHOTO po3psay C 1 MoxkHa

BU3HAYUTHU 32 HOPMYJIOIO:

Ci:MM-Ki-KC’
Ty« tau
ne M, — po3Mip MPOXKUTKOBOTO MIHIMYMY Tpare3aTHoi ocoOu abo MiHIMaIbHOT
MICSIYHOI 3apoOiTHOI TUIaTH (3ajeXHO BIJ JII0YOr0 3aKOHOJABCTBa), y 2025 poril
M,=8000 rpH;

K; — xoedimienT MibKKBamiikamiiHOrO CITIBBIIHOIIEHHS JJIi BCTAHOBJICHHS
Tapu(HOI CTAaBKH POOITHUKY BIAMOBIAHOTO PO3PSAY;

K. — MiHIMaJIbHUIA KOE(QIIIEHT CHIBBIAHOIIEHh MICAYHUX Tapu(PHUX CTABOK
pPOOITHUKIB MEPUIOTO PO3PSITY 3 HOPMATLHUMU YMOBAaMH TIpaili BUpOOHUYNX 00’ €qHAHD
1 MANPUEMCTB [0 3aKOHOAABYO BCTAHOBJIEHOTO PO3MIPY MIHIMAIBHOI 3apO0ITHOI
aTu, ckiamgae 1,1;

T, — cepenHs KUIBKICTB poOoYMX IHIB B Micami, npudmusHo T, = 21...23 nmi,
npuitmMaemo 22 JiHi;

t,w — TPUBAIICTh 3MiHU, TOJI., IPUHAMAEMO 8 TO/I.



Ta6muig 3 — ButpaTtu Ha 3apo0iTHY T1aTy pOOITHUKIB
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HajiMcHyBaHHS poiT Tpynomictkicts, | Po3psan ITorogunHa Tapud. | Bennuuna,
H-TO/I. pobotu | TapudHa cTaBka | Koed. TpH.
HanamtyBanns ta
00CITyroByBaHHs 16 4 63,5 1,27 1016
po6oy4oi craHIii
Bceboro 1016

JlonaTkoBa 3apoOiTHa Tuiata 3; BCiX pPO3pOOHMKIB Ta POOITHHUKIB, AKi Opanu

y4acTh y BHUKOHAHHI JIaHOTO eTamy poOoTu, po3paxoByerbes sik (10...12)% Big cymu

OCHOBHOI 3ap00ITHOI IJIaTH BCIX pO3POOHMKIB Ta POOITHUKIB, TOOTO:

3,=0,1"(3, +3,) = 0,1+ (53727 + 1016) = 5474 rpn.

HapaxyBanns Ha 3apoOitHy 1uiaty H,, po3poOHUKIB Ta pOOITHUKIB, siKi Opaiu

y4acTh y BUKOHaHHI JJAHOTO eTary poOOTH, PO3paXxoBYIOTHCS 3a (HOPMYIIOL0:

Hyy=B-(3,+3,+3,) =
= 0,22 (53727 + 1016 + 5474) = 13248 rpH.

ne 3, — OCHOBHA 3apo0iTHA MjIaTa pO3pOOHUKIB, TPH.;

3, — OCHOBHA 3ap00iTHA I1aTa POOITHUKIB, IPH.;

3, — IoAaTKoBa 3apo0iTHA IJ1aTa BCIX pO3POOHMKIB Ta POOITHHUKIB, TPH.;

B — craBKa €IMHOrO BHECKYy Ha 3arajJbHOOOOB’SI3KOBE JCp)KaBHE COIlIaJIbHE

cTpaxyBaHHs, % (mpuitmaemo 1 1-ro kiacy npodeciitHocTi pu3uky 22%).

Butpatu Ha marepianum M, mo Oynu BUKOPWCTaHI IMiJl YaC BUKOHAHHS JTAHOTO

eTarny poOOTH, pO3paxOBYIOThCS 32 (OPMYJIOIO:
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n n
M=zHi'ui'Ki_ZBi'uir
T T

ne H; — xinbkicTh MaTepiamiB 1-ro BUAY, IIT.;
L], — mina marepianiB i-ro BUIY, TPH.;
Ki — koedinient tpancnoptaux Butpar, K; = (1,1...1,15); n — KUIbKICTh BU/IB

MaTtepiaiB.

Tabmuig 4 — Matepianu, 1110 BUKOPUCTaH1 Ha PO3pOOKy

HaitmenyBanus [ina 3a Bapricth BUTpaueHux
T Butpaueno ..
MaTepiajiB OJIMHUIIO, TPH. MaTepiajiB, TPH.
[Tamip A4, mauka 200 1 200
YopuHuno/ToHep st 1500 0.3 450
IIpUHTEpA
Bcworo, 3 BpaxyBaHHsM Koe(ili€eHTa TPaHCTIOPTHUX BUTPAT 715

Butpartu Ha xommuiektyroui K, 1mo Oynu BUKOpHCTaHi Mij] 4ac BUKOHAHHS JIAHOTO

eTary poOOTH, pO3paxOBYIOThCS 32 POPMYJIOLO:

n
KzzHi'ui'Kir
1

ne H; — KUIbKICTh KOMITJIEKTYIOUUX 1-T0 BUAY, IIIT.;
[[; — uiHa KOMIUIEKTYIOUHX 1-TO BUJY, TPH.;
Ki — xoediuient tpancnoptuux Butpar, K; = (1,1...1,15); n — KUIBKICTh BHIIB

KOMIIJICKTYIOYMX.

Tabmuusg 5 — KommiekTyroui, 10 BAKOPUCTaH1 Ha PO3pOOKY

HaiimenyBanHs [ina 3a BapricTb BuTpauenux
Burpaueno
KOMIUIEKTYIOUHX OJIMHUIIIO, TPH. KOMIUIEKTYIOUHX, I'PH.
SSD-nuck 1 Th 2800 0,2 560

Bceboro, 3 BpaxyBaHHsAM Koe(illi€eHTa TPaHCIIOPTHUX BUTPAT 621,6
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BapricThb crnielryctarkyBaHHSI BA3HAYAEThCS 3a MPEHCKYPAHTOM I'YpPTOBHX IIiH 200

3a JaHUMU 0a30BUX IMIAMPUEMCTB 3a BIIITYCKHUMU 1 JOTOBIPHUMHU I[IHAMH.

K
Bcneu = Z II; - Cnp.i - K,
1

ne 11; — mina npuadaHHs CeyCcTaTKyBaHHs 1-TO BUY, TPH.;
Cpp.i — KUIBKICTh OJIMHULIB CIIELyCTaTKYBaHHs BIAIIOBIIHOTO BUY, IIT.;
Ki — xoedimient tpancnoptaux Butpar, K; = (1,1...1,15); n — KUIBKICTh BUJIB

CIICOYCTAaTKyYBaHHA.

Tabmuug 6 — Butpatu Ha npua0aHHA CIIEyCTaTKyBaHHS

HaiimenyBanHs Lina 3a Baprictb
Burtpaueno
CIICIYCTATKyBaHHS OJIMHUIIO, TPH. CIICIyCTATKyBaHHS, IPH.
VR-monom st
A 2000 0.1 2000
TECTYBaHHsI PIBHIB
Bceboro, 3 BpaxyBaHHSIM Koe]illieHTa TPAaHCTIOPTHUX BUTPAT 2200

AMopTH3alisg 001alHaHHs, KOMIT FOTEPIB Ta TPUMIIIEHb, SIKI BAKOPUCTOBYBAJIUCH
i1 yac (9M JJ1s1) BUKOHAHHS JIAaHOTO €Tamy poOOTH.
VY cmpouieHoMy BUIIISIAI aMOpTHU3aliiHI BiApaxyBaHHA A B LUJIIOMy OyTu

po3paxoBaHi 3a GOpPMYJIOO:

g ¢
A=— —,
T, 12
ne Il — 3aranpHa OanaHcOBa BapTICTh BCHOTO OOJaJHAHHS, KOMIT IOTEPIB, TPUMIILICHb
TOIIO, 1110 BUKOPUCTOBYBAIKCH ISl BUKOHAHHS JJAHOTO eTamy poOOTH, T'PH.;
t — TepMiH BUKOPUCTAHHS OCHOBHOTO (DOHAY, MICAILI];

T, — TEpMiH KOPUCHOTO BUKOPUCTAHHS OCHOBHOTO (hOH]TY, POKH.



Tabnuig 7 — AMopTH3aliiiHi BiipaxyBaHHsI 32 BUIaMU OCHOBHUX (DOH/IIB
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CTpOK KOPHUCHOTO Tepmin Cyma
. banancosa
HaiimenyBanHs . BUKOPHUCTAHHS, BUKOPHUCTAHHS, amopTH3aIlii,

BapTICTb, I'PH. . .
POKiB MICSILIIB IpH.
Po0Ooua craniis
40 000 4 3 2500,0
po3poOHHKA
Berboro 2500

BI/ITpaTI/I Ha CHJIOBY CJ'IGKTPOCHepI‘iI-O Be, AKIIO OA CTATTA Ma€ CYTTEBC 3HAUCHHS

JUTsl BAKOHAHHS JJAHOTO €Tammy poOOTH, pO3paxoBYIOThCS 3a (OPMYIIOH0:

Tabnuis 8 — ButrpaTu Ha €NeKTPOEHEPT1I0

HaiimenyBanns o0nagHaHHs

[otyxHicTh, KBT

Tpuamnicts ronuH poOoTH

Po6oua craniis po3pobHuKa

0,60

200

-y

Wi t;-Ue-Kyy  0,6-200-4,32-0,75

KK/

0,98

W, — BcTaHOBJIEHA MOTYXHICTh 00JaAHaHHs, KBT;

= 396,7 rpH,,

ti — TpuBamicTh poOOTH O0JaHAHHS HA €Tarl AOCHiKeHHs, roi.; Lle — Bapticth 1 kBT

eJIeKTpoeHeprii, 4,32 TpH.;

Kini — koedimieHnT Bukopuctanus mnoryxHocTi; KK — koedimieHT kopucHOi il

0o0J1aTHAHHS.

Jo ctatTi «[H111 BUTpaT» HajuexaTh BUTPATH, SIKI HE 3HAWIIUIA BITOOpaKEHHS y

3a3HAYEHUX CTATTAX BUTPAT 1 MOXKYTh OyTH BiIHECEH1 Oe3mocepeHb0 Ha COOIBapTICTh

JTOCIIKEHB 32 MPSIMUMU O3HAKaMH.

Butpartu 3a crarrero «lumi Butpatu» pospaxoByroThes gk 50...100% Big cymu

OCHOBHOT 3ap00I1THOT TJIaTH JAOCIITHUKIB Ta pOOITHUKIB 32 (hOPMYJIOIO:
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60
1000/ = (53727 + 1016) - - = 32846 rpu,

IB = (3 +3p)

ne H;, — HopMa HapaxyBaHHS 3a cTaTTelo «HII BUTpaTH».

Jo crarti «Haxmanui (3aralbHOBUPOOHHMYI) BHUTpaTH» HaJekaTh: BHUTPATH,
MOB’s3aHl 3  YIPaBIIHHAM OpraHi3alli€lo; BHUTpAaTH Ha BHUHAXITHULTBO Ta
palioHali3aIio; BHUTPAaTH Ha MIATOTOBKY (IMEpeniAroToBKY) Ta HaBYaHHS KaJipiB;
BUTpATH, TOB’s3aHI 3 HaOOpOM poOOUOi CHUIIM; BUTPATH HA OIUIATy MOCIYT OaHKIiB;
BUTpATH, TOB’sI3aHI 3 OCBOEHHSM BUPOOHHUIITBA MPOAYKIll; BUTPATH HA HAYKOBO-
TEXHIYHY 1H(QOpMaIII0 Ta peKiiaMy Ta 1H.

Butpatu 3a  crarrero  «HakmagHi  (3aranbHOBUPOOHWYI)  BUTpATH»
pospaxoBytoTbes Sk 100...200% Bijg cymMH OCHOBHOi 3apoOITHOI IJIaTH JOCITHUKIB Ta

POOITHUKIB 32 (OPMYJIIOIO:

115
= (53727 + 1016) - —— = 62955 rpH,,

BH3B—(3 +3p) 100(y 100

ne H,.;; — Hopma HapaxyBaHHs 3a ctarTero «Hakmanni (3araabHOBUPOOHUY1) BUTPATIY.

Butpatu Ha npoBeneHHS poO3pOOKHM METOAY MPOLEIYpHOI TeHepallii piBHIB 3
BUKOPUCTAHHAM METOJYy IBIMKOBOTO PO3OUTTA MpOCTOpy. BuTpaTu Ha MpoBEACHHS
HayKOBO-JIOCI1AHOT pOOOTH PO3PaxOBYIOThCS SIK CyMa BCIX MOMEPEAHIX CTaTel BUTpAT

3a (popmyIoro:

B..r = 53727 + 1016 + 5474 + 13248 + 715 + 621,6 + 2200 + 2500 +
396,7 + 32846 + 62955=175699,5 rp=.

3aranpHl BUTpaTu 3B Ha 3aBeplieHHS HAYKOBO-IOCHIAHOI (HAYKOBO-TEXHIYHOI)

poOOTH 3 PO3POOKK METOY MPOLETYPHOI reHeparlii piBHIB 3 BUKOPUCTAHHAM METOIY
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JBIMKOBOTO PO30OUTTS MpoCcTOpy Ta O(OpMIIEHHS 1i pe3yJbTaTiB PO3PaxOBYIOThCS 3a

bopmyiioro:

B.,, 175699,5
3B = = = 351399 rpH,,
M 0,5

e M — Koe(iIienT, Mo XapaKTepu3ye eTall BUKOHAHHS HAyKOBO-JOCTIAHOI POOOTH.
OcCkiJIbKH, SKIIO HAyKOBO-TEXHIYHA po3poOKa 3HAXOIUThCS Ha CTajii po3poOKU

JOCHiIHOTO 3pa3ka, To 1=0,5.
5.3 CormianbHO-eKOHOMIYHI TIEpeBaru BUKOPUCTAHHS CUCTEMH

B puHKOBUX YMOBax y3arajibHIOIOUYUM MO3UTHUBHUM PE3YJIHTATOM, IO HOT0 MOXKeE
OTpUMATH MOTEHUIWHUN 1HBECTOP BiJ MOKJIMBOIO BIPOBA/KEHHS PE3yNbTATIB TI€l 4d
IHIIOT HAyKOBO-TEXHIYHOI PO3pOOKH METOAYy MpOLeAypHOI TeHepalli piBHIB 3
BUKOPUCTAHHSAM METOJNY JBIMKOBOro pO30OUTTS NPOCTOPY, € 30UIBIIEHHS Y
MOTEHIIMHOTO 1THBECTOPA BEIMUMHU YACTOTO MPUOYTKY.

B nanomy Bumanky BinOyBaeThCcsi po3poOka 3aco0y, TOMY OCHOBY MailOyTHBOTO
ekoHOMIYHOTO edekty Oyne dopmyBatu: AN — 301IBIIEHHS KUTBKOCTI CIOXKHBAYIB,
SKUM HAIAa€ThCsl BIAMOBIAHA 1HQOpMAaIliiiHA TTOCTyra B aHaIi30BaHi mepiogu vacy; N —
KUTBKICTh CIIO)KMBAYiB, SKUM HaJaBajlach BAMOBIHA 1HGOpMaIliifHa TTOCIyra y poli 10
BIIPOBA/DKCHHSI PE3YJbTATIB HOBOI HAYKOBO-TEXHIYHOiI po3poOku; Ll — BapTicTh
MOCJIYTH Y POIll IO BIPOBAKEHHS 1H(opMaIiitHoi cucremu; +All, — 3miHa BapTOCTI
MOCJIYTH (3POCTAaHHS YW 3HMKCHHS) BiJ BIIPOBAHKEHHS PE3yJIbTaTiB HAYKOBO-TEXHIUHOT
PO3pOOKHM B aHAII30BaH1 MEPIOIM Yacy.

MoskiiiBe 301UIbIIEHHSI YUCTOTO MPUOYTKY y MOTEeHIIHHOTO 1HBecTopa Alll ms
KOXXHOTO 13 POKIB, TPOTATOM SIKMX OYIKYETHCS OTPUMAHHS MO3UTUBHUX PE3YyJIbTATIB Bl
MOKJIMBOTO  BIPOBA/KEHHS Ta KOMepIiami3alli HayKOBO-TEXHIYHOI PO3POOKH,

PO3paxoBYETHCS 3a (HOPMYIIOIO:
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Y
AH=(J_rAuo-N+uo-ANi)i-A-p-(1—m),

ne +All, Moxe mMatu sSIK AOJaTHE, Tak 1 BiJ €MHE 3HAUYCHHSA (B1J €MHE — MPH 3HIKEHH]
I[IHK BIJTHOCHO POKY J0 BIIPOBAKEHHS IT1€1 pO3POOKH, T0JAaTHE — MPU 3POCTAHHI L1HH),
10000 rpH.;

N — OCHOBHHU KIUIBKICHUN TIOKa3HUK, SKUH BH3HAYA€ BEIWYWHY TIONMHATY Ha
aHAJIOT14HI YU MOJ10H1 pO3pOOKHU Y POIIi 10 BIPOBAKEHHS PE3yIbTaTiB HOBOT HAYKOBO-
TEXHIYHOT pOo3p0oOKH, 25 mIT.;

I, — OCHOBHUH SIKICHUI MOKa3HUK, AKUH BHU3HAYA€ I[IHY peajizalii HOBOi HayKOBO-
TEeXHIYHOI po3poOKHu B aHa30BaHoMY poiii, 35000 rpH.;

Il — OCHOBHMI SIKICHUM MOKa3HHMK, SIKMM BH3HAYa€ LIHY peai3alli 1CHyrHuOl
(6a30BO1) HAYKOBO-TEXHIYHOI PO3POOKH y POIll 1O BIPOBAIKEHHS pe3yibTaTiB, 45000
TpH.;

AN — 3MiHa OCHOBHOTO KUIBKICHOTO TOKAa3HHMKAa B1JI BIPOBAHKEHHS pPE3yJIbTATIB
HAyKOBO-TEXHIYHOT pO3poOKH B aHanmizoBaHomy poii, +20, +40, +60 mT.. 3a3Buuait
TaKUM ITOKa3HUKOM MOYK€ OyTH 3pOCTaHHS IOMUTY Ha HAYKOBO-TEXHIYHY PO3pOOKY B
aHaII30BaHOMY POIIi (BIAIHOCHO POKY JI0 BIPOBAIKEHHS II€T pO3POOKN);

A — xoediieHT, SKU BpaxoBy€ CIIaTy MOTEHIIMHUM 1HBECTOPOM TMOJNATKy Ha
noaaHy BapTicTh. Y 2025 poili cTaBka MojaTKy Ha J0JIaHy BapTiCTh cTaHOBUTH 20%, a
KoedilieHT A =0,8333;

p — KoeQILUIEHT, SKUI BpPaxXOBYE PEHTAOENbHICTh I1HHOBAILIMHOTO MPOAYKTY
(mociyru). Pekomenayerbcst 6patu  p =0,2...0,5; 9 — cTaBka nmojaTky Ha NpUOYTOK,
KU Mae€ CIladyyBaTH MOTEHIIHHMM 1HBecTOop, y 2025 pori 3 =18%.

OuikyBaHUN TEPMiH KUTTEBOTO IUKITY PO3POOKHU 3 pOKHU, TOMY:
1-# pix — AIl1=194672 rpH., 2-i1 pik — AII2=338115 rpH., 3-ii pik — AI[13=481557 rpH.
Jlam po3paxoBYyIOTh MPHUBEICHY BApTICTh 301IBIICHHS BCIX YHUCTHX MPUOYTKIB
[1I1, mo X MOXXe OTPUMATH MOTEHIIIWHUM 1HBECTOP BiJl MOXKJIMBOI'O BIPOBAKEHHS Ta
KoMepIriaizailii HayKOBO-TEXHIYHOT PO3pOOKHA METOTy TIPOIIETypHOI reHeparlii piBHiB 3

BUKOPHUCTAHHSAM METOAY JBIMKOBOTO pO3OUTTS MPOCTOPY:
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= 818209,4 rpH.,

AT 194672 338115 481557
M = z = + +
L(1+Df A+0DT T (A+01? T (1+0,1)°
<

ne AIli — 30UTbIIEHHS YUCTOrO MPUOYTKY y KOXKHOMY 3 POKIB, MPOTATOM SIKUX
BUSIBJISIIOTBCS PE3YJIbTaTH BIPOBAIKEHHS HAYKOBO-TEXHIYHOI PO3POOKH, TPH.;

T — mepiof 9acy, MPOTITOM SKOTO OUYIKYETHCS OTPHUMAaHHS MO3UTUBHHUX PE3YJIbTATIB
Bl BIPOBQDKCHHS Ta KoOMepliami3alii HayKOBO-TEXHIYHOI pPO3pOOKH, POKHU
(mpuitmaemo T=3 pokn);

T — CTaBKa IUCKOHTYBAHHS, 32 SIKy MOKHA B3SITH IIOPIYHHUIA TPOTHO30BAaHUH PiBEHb
iU B kpaiui, T =0,05...0,15;

t — mepiog wacy (B pokax) BiJf MOMEHTY MOYaTKy BIPOBA/KEHHS HAyKOBO-
TEXHIYHOI pO3pOOKH 10 MOMEHTY OTpPUMAaHHS MOTEHI[IWHUM IHBECTOPOM JOJATKOBUX
YUCTUX MPUOYTKIB Y IIOMY POIIl.

Jlani po3paxoByIOTh BEJIMYMHY MOYATKOBUX 1HBECTUIN PV | ski moTeHIIHHUI
IHBECTOp Ma€ BKJACTH JJI1 BIPOBAPKCHHS 1 KoMmepIlamizalii HayKOBO-TEXHIYHOL
PO3pOOKH METOYy NPOLEAYPHOI T'eHepallii pIBHIB 3 BUKOPUCTAHHSAM METOAY JIBINKOBOTO

po30UTTS pocTopy. i Iboro MokHa BUKOpUCTATU (HOPMYITY:
PV = ks - 3B =2-351399 = 702798 rpH.

ne Ky — KoedillieHT, o BpaXxOBye€ BUTPATH IHBECTOpA HAa BIPOBAKCHHS HAYKOBO-
TEXHIYHOI pO3pOOKH METOJly MPOLEAYpPHOI TeHepallii piBHIB 3 BUKOPUCTAHHIM METOIY
JBIMKOBOTO PO3OUTTS MpocTOpy Ta ii komepiiam3zaiio. [le MoxxyTs OyTu BUTpaTH Ha
NIATOTOBKY MPUMIIIEHb, PO3pOOKY TEXHOJOTIH, HaBYAHHS MEPCOHANY, MapKETHUHIOBI
3axX0/M TOIO; 3a3Buyaii kine=1...5, ane moxe OyTH 1 6utbnM; 3B — 3aranpHI BUTpaTH
Ha TIPOBEJICHHS HAYKOBO-TEXHIYHOI pOo3p0o0KH Ta 0OpMIICHHS ii pe3yibTaTiB, TPH.

Tomi abcomoTHUM ekoHOMIUHUHN edekT E.5. a0 uuctuii npuBeaeHu 10Xia s

MOTEHI[IITHOTO 1HBECTOpa BiJI MOMJIMBOTO BIPOBA/KEHHS Ta KOMepIliani3allii HayKOBO-
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TEXHIYHOI PO3pOOKH METOJIy MPOIeAYPHOI T'eHepallli piBHIB 3 BUKOPUCTAHHSAM METOIY

JBIMKOBOTO PO3OUTTSI TPOCTOPY CTAHOBUTUME:

E.s. = Il — PV = 818209 — 702798 = 115411 rpH,,

ne Il — mpuBeneHa BapTiCTh 3POCTaHHS BCIX YHUCTUX MPUOYTKIB BiJ MOMKIUBOTO
BIIPOBAPKCHHS Ta KOMeEpIliaizalii HayKOBO-TEXHIYHOT pO3pOOKHU METOY MPOIEAypPHOI
reHeparii piBHIB 3 BAKOPUCTAHHIM METOJIY IBIHKOBOTO PO3OUTTS MPOCTOPY, TPH.;

PV — tenepimiHs BapTiCTh TOYATKOBUX 1HBECTHIIIH, TPH.

Ockunbku E,.>0, TO MOXEMO MNPUIIYCTUTH MPO MOTEHIIIHY 3alliKaBJIEHICTh Y
pO3po0ILI1 METOY MPOLETYPHOI reHepallii piBHIB 3 BUKOPUCTAHHAM METOIY JBIMKOBOTO
PO3OUTTS MPOCTOPY.

JIJ1st 0CTaTOYHOTO MPUUHATTS PIIICHHS 3 [[bOTO MUTAaHHS HEOOX1THO pO3paxyBaTH
BHYTPIIIIHIO €EKOHOMIYHY JIOX1HICTh EB a00 MOKa3HUK BHYTPIMIHBOT HOPMU JTOX1THOCTI
BKJIQJICHUX 1HBECTHIIIH Ta TIOPIBHATH 11 3 Tak 3BaHOK Oap’€pHOI0 CTaBKOIO
JUCKOHTYBaHHS, SIKa BH3HAa4Ya€ Ty MIHIMajibHy BHYTPIIIHIO €KOHOMIYHY JOXIJHICTB,
HUKYE SIKOT 1HBECTHUIIIT B OYy/b-KYy HayKOBO-TEXHIUHY PO3POOKY METOIY MPOLETypHOT
re’epatii piBHIB 3 BUKOPUCTAHHAM METOJy ABIMKOBOTO PO3OUTTS MPOCTOPY BKJIAJATH
OyJile EKOHOMIYHO HEJIOILIBHO.

BayTpimHs ekoHOMIYHA JOXIAHICTH 1HBecTUIN EB, ki MOXYyTh OyTH BKJIaIeHI
MOTEHIIMHUM 1HBECTOPOM Yy BHOPOBAKEHHS Ta KOMEpIIali3allil0 HayKOBO-TEXHIYHOI
PO3pOOKH METOTY MPOIEAYPHOT TeHepallii piBHIB 3 BUKOPUCTAHHSIM METOY JBIHKOBOTO

PO30OUTTS MPOCTOPY, PO3PAXOBYETHCS 32 POPMYIIOLO:

T " Ea6c 3 115411

By = v~ Yt 702798 = %3%

ne T, — JKATTeBHA LUK pPO3POOKM METOAY MPOIEAYypHOI TeHepalii piBHIB 3

BUKOPUCTAHHSM METOAY JIBIMKOBOTO pO3OUTTS IPOCTOPY, POKH.
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Jlaii po3paxoBy€eMO IepioJ; OKYITHOCTI iHBeCcTUIIi# T,, ki MOXXYTh OyTH BKJIaJ€HI
MOTEHIIMHUM 1HBECTOPOM Yy BIIPOBA/DKCHHS Ta KOMeEpIliajizallilo HayKOBO-TEXHIYHOI
PO3pOOKH METOY MPOLIEypHOI reHepallii piBHIB 3 BUKOPUCTAHHSIM METOY JIBIMIKOBOTO

PO30OUTTS IPOCTOPY:

1
E, 0,39

= 2,58 poku.

Ockinpku Ty<l1...3-X pOKIB, TO II¢ CBIIUYHUTH MPO KOMEPIIIMHY MPHUBAOIUBICTD
HAyKOBO-TEXHIYHOI PO3POOKH METOly MPOLIEAYPHOI reHepalli piBHIB 3 BAKOPUCTAHHIM
METO/IY JABIMKOBOIO PO3OMUTTSI MPOCTOPY 1 MOKE CIIOHYKAaTH MOTEHIIIIHOrO 1HBECTOpa
npodiHaHCYBaTH BIPOBAKEHHS 111€1 PO3POOKU METOY IMPOIIEIyPHOI IreHepallii piBHIB
3 BUKOPHUCTAHHIM METOJy JIBINKOBOTO PO3OUTTS MPOCTOPY Ta BUBEAECHHS ii HA PUHOK.

[IpoBeneHnii KOMEPIIMHUM 1 TEXHOJOTIYHHHN ayJIuT MiIATBEP/KYE MOLMUIBHICTD
pO3pOOKH Ta BIIPOBAKEHHS METOAY NPOLEAYpHOI TeHepallii piBHIB Ha OCHOBI
nBiiikoBoro po3outts mnpoctopy (BSP). TexHonoriss JeMOHCTpYye BHUCOKUW piBEHb
QIITOPUTMIYHOI ~ CTPYKTYpPOBAaHOCTi,  3a0e3meuye  CTBOPEHHS  ONTUMI30BaHUX,
BaplaTUBHMX 1 NPHUJATHUX JJI1 MacITabyBaHHs ITPOBUX IMPOCTOPIB, IO BIJIMOBIIAE
Cy4yaCHUM BUMOTaM 1HAycTpii. OIiHIOBaHHS €KCIEPTIB 3aCBITYMIO HAYKOBO-TEXHIUYHUIN
piBEHBb Ta KOMEPIIIMHMUK MOTeHIian MeToy Buille cepeanaboro (Cb = 31), mo cBiguuTh
PO MEPCIEKTUBHICTh HOTO MPAKTUYHOTO BUKOPUCTAHHS.

dinaHCOBUH aHaJ3 TIOKA3aB, 10 3arajibHi BUTPATH HA PO3POOKY CTAaHOBIATH 351
399 rpH, a HPOrHO30BaHMI EKOHOMIYHUN eQeKT 3a paxyHOK Komepuianizaiii €
no3uTuBHUM. Yuctuil npuBeaeHuil aoxig aopiBHioe 115 411 rpH, mo o3Hayae
MOTEHI[IITHY 1HBECTHUIIHHY MPUBAOIMBICTh. BHYTpIIIHS HOpMa JOXITHOCTI CTAaHOBUTH
39%, a mepion okymHOCTI — 2,58 pOKM, IO BIAMOBIJAE MPUHUHATHUM MapaMeTpam
IHBECTHIIIIHUX MPOEKTIB y cepi [T-mpoaykTiB.

Takum yuHOM, METOJ TPOLIETYPHOI TeHepallii piBHIB 3 BUKopucTaHHIM BSP €
€KOHOMIYHO OOIPYHTOBAaHUM, TE€XHOJOTIYHO 3PIIMM Ta KOMEPIINHO NEPCHEKTUBHUM.

Horo BmpoBaKeHHS MOXKe 3a0€3MeYNTH KOHKYPEHTHI TIEpeBaru, 3HIKEHHS BUTPAT HA
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pO3pOOKY pIBHIB Ta MiABUIIEHHS I[IHHOCTI MPOTPaMHOIO MPOAYKTY IS KiHIIEBOTO

KOpPHUCTYyBaya Ta MOTEHIIITHOTO 1HBECTOPA.



114

BUCHOBKHA

VY mporeci BUKOHAHHSI MaricTepchkoi kBaniikamiitHoi poboTu Oyno mpoBeaeHO
KOMIUIEKCHE JOCHIIKCHHS, OOTPYHTYBaHHS Ta MPAKTUUHY peali3alliio aaropuTMIYHOi
Mozeli ToOyA0BH irpoBUX piBHIB y cepenoBuili Unreal Engine 5. Po3po6ienuit meron
3a0e3nevyye aBTOMAaTU30BaHE (POPMyBaHHS JIOTIYHO 3B’S3aHUX CTPYKTYp PiBHIB, IIO
XapaKTEepU3yIOThCS BaplaTHUBHICTIO, KOHTPOJIbOBAHOIO CKJAQJHICTIO Ta BHCOKOIO
IPOAYKTUBHICTIO T€Hepallii.

[IpoBeneHo aHami3 Ccy4acHUX MIIXOJIB JO MPOLEIYPHOI TeHepallli KOHTEHTY Ta
BHU3HAUEHO KIIIOUOBl QJITOPUTMH, IO 3aCTOCOBYIOTHCS Yy MpakTULl TeWMIEBy —
3okpema, Perlin Noise, Cellular Automata, Wave Function Collapse ta Binary Space
Partitioning. VY  pe3ynbpTaTi MOPIBHSJIBHOTO  aHAMI3y JIOBEJAEHO  JOIUIBHICTh
BUKOpUCTaHHsA came BSP 11 CTBOpEHHS CTPYKTYpOBAaHMX TPUBHMIPHHUX MPOCTOPIB 13
YITKOIO TOMOJIOTi€0. MeToa IBIMKOBOrO PO30UTTS MNPOCTOpPY IOKa3aB IEpeBard y
CTaOUIBHOCTI, MIBUAKO/II Ta MOJIUBOCTI (POPMAJILHOTO KOHTPOJIIO HaJ MapaMeTpamu
PO30OUTTH.

Po3pobiieno MeTonuyHe Ta ajarOpUTMIYHE 3a0e3leueHHsT TeHepaTopa piBHIB.
®dopMaizoBaHO MpOIEC MOAULYy MPOCTOPY HA TMij00JIACTI, BU3HAYEHO TMpaBUia
noOynoBu nepeBa BSP, npuHmmnu reHepaiii KIMHAT 1 KOPUAOPIB, a TaKOX
3allpONIOHOBAHO YJIOCKOHAJIEHHS ©0a30BOr0 ajroOpUTMy 3a PAXYHOK aJalTHBHOIO
KOHTPOJII0O TapaMeTpiB — MIHIMAJIbHOTO Ta MAaKCHUMAaJbHOTO pO3MIpYy o00sacTei,
rMMOMHU  TOAITy W IMOBIpHOCTI  pekypcii. Po3pobieHo Mojenb  KOHTPOIIEO
BaplaTUBHOCTI, IO [I03BOJISIE TEHEpPYBAaTH PI3HOMaHITHI PIiBHI Tpu 30epekeHH]
CTPYKTYPHOI JIOTIKH.

PeanizoBaHO mNpOrpaMHO-TEXHIYHY 4YacTHUHY cucTeMH. CTBOPEHO MOJYJIbHY
apXiTEeKTypy TeHepaTopa piBHIB, $SKa CKJIQJa€ThCs 3 OCHOBHUX KOMITOHEHTIB:
BSPGenerator, RoomNode, CorridorBuilder tTa BSPParameterManager. Peanizaris
3MiliCHeHa MOBOIO TiporpamyBanHs C++ 3 iHTerparieto y cepenoBuiie Unreal Engine 5
yepe3 Blueprint API. Ilepenbaueno migcucreMy MNapaMEeTpUYHOIO KEpyBaHHS

TeHepalli€lo, JOTyBaHHS CTAaTHCTHYHUX JAaHUX (KUIBKICTh KIMHAT, TUIOIIA, HIUTHHICTH
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PO3MIIIECHHS) Ta IHTEPAKTUBHY IaHEJIb KOPUCTYBayda JjIsl KOHTPOJIIO mapameTpiB (Seed,
Depth, SplitRatio).

[IpoBeneHo eKkcHepuMEHTaNbHY TEPEeBIpKY MPale3AaTHOCTI W ePEeKTUBHOCTI
po3po0bieHoi cuctemu. TecTyBaHHs MOKa3alo, 110 Yac TeHepallli piBHS HE TEPEeBUIILYE
JOTYCTUMHX 3HA4YCeHb ISl IHTEPAKTUBHOTO BUKOPUCTAHHS, a BaplaTUBHICTh CTPYKTYpPH
npu 3MiHI Seeds 3abe3rnedye 3HAYHY KIIBKICTh YHIKaJbHUX KOH(Irypamii. AHami3
OTPUMaHUX PE3yJIbTATIB MIATBEPAMB CTIHKICTh aJrOpuTMy A0 3MIHHM IMapaMmeTpiB Ta
BIJICYTHICTb TOTIOJIOT1YHUX MIOMUJIOK y 3T€HEPOBAHUX KapTax.

VY pe3ynbTari BUKOHAHHS MaricTepchkoi poOOTH CTBOPEHO MPOTPAMHUNA MOJYJIb
MPOLIEypHOI TeHepallii piBHIB, KU MOEAHYE MaTEeMaTUYHy cTporictb metony BSP i3
MOJIMBOCTAMHM cydacHoro pyuist Unreal Engine 5. Po3po0Onene pimieHHs Moxke OyTu
BUKOPHUCTaHE SIK aBTOHOMHHUW 1HCTPYMEHT JjIsl aBTOMATHU30BAHOTO CTBOPEHHSI ITPOBUX
kapt, dungeon-cuieHapiiB a00 HaBYaJbHUX CHUMYJAIINA, a TakKoX SK YacTHUHA
KOMIUIEKCHUX CUCTEM I'eHepallli KOHTEHTY.

[IpakTiyHa [IHHICTP OTPUMAHMX pE3YJbTATIB TMOJATAE y MOXKIMBOCTI
3aCTOCYBaHHs CTBOPEHOTO MOJYJIsSl B MpoeKTax kaHpiB roguelike, simulation, adventure,
a TaKOXX Yy HaBYAJILHUX CEpPEJOBUINAX, /€ BAXJIMBOI € BaplaTHBHICTh Ta JIOTIYHA
y3rOJKEHICTh TpocTopy. Po3pobiiennii miaxin mniABUILYE €(QEKTUBHICTh MPOLECY
PO3pOOKH IrPOBUX PIBHIB, 3MEHIITYE€ BUTPATH HA IU3aliH 1 3a0e3medyye MacITabOBaHICTh
MPOEKTIB y Mekax cydacHux Texnosorii Unreal Engine.

TakuM 4YuHOM BCl1 TOCTaBJICHH1 3ajadi OyJu BHKOHaHI, 1 MeTa pobotu Oyna

JIOCSITHYTA.
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1 ITimcTaBa nyst BUKOHAHHS MaricTepchbKoi KBami(ikariinHoi podotu

1.1 AKTyanbHICTh TEMHU 3yMOBJIEHAa HEOOXIJIHICTIO 1HTErparlii TakKuxX CHUCTEM Y
pi3H1 chepH KUTTS, BiJ IPOMHUCIOBOCTI 0 MOOYTY. 3 pO3BUTKOM TEXHOJIOT1H Ta cCMapT-
CUCTEM, SIKICHE amapaTHe 3a0e3MEeUCHHs CTa€ KPUTUIHO BAXIIMBUM JUTsI 3a0€3TICUCHHSI
pOOOTH KOMIUIEKCHUX CHUCTEM, IO 30MpaloTh Ta OOpOOJISIOTH BEJIMKI OOCATH JaHUX.
[aHOBaIIIT B 1aH1 00J1aCTi JO3BOJISIFOTH CTBOPIOBATH O1JIBIIT TOYHI Ta €)EKTUBHI CHCTEMH,
II0 MOXXYTh MpAaIfOBaTH B PI3HOMAHITHUX yMOBaxX Ta 3a0e3meuyBaTH BUCOKY SIKICTb
pe3yJIbTaTiB.

1.2 Haxa3 npo 3atBepmxenHs temu MKP.
2 Mera i npusnauenuss MKP

2.1 MeToro poOOTH € CTBOPEHHSI CUCTEMHU PO3Mi3HABaHHS 00'€KTIB Ha MICLIEBOCTI
3 MiJIBUIIIEHOIO (PYHKI[IOHAIBHICTIO.
2.2 Jlana cucTtema npu3HaYeHUM JjIsl BUBOAY Bijieo 1 ayaio iHopmMmaitii. [lepenaya

1H(popMmaIrii BiIOyBa€eTHCS 32 JOMOMOT'OI0 KOMIT IOTEPHOI MEpEexi.

3 Buxiani gani mia sukoHanass MKP

3.1 HasiBHICTb SIK MIHIMYM OJIHOI KaMepH 1 MiKpO(OHY;

3.2 MoxJMBICTh BHBEACHHS Bifeo 1 aymaioiHGopMallii B JIOKAIbHY MEPEXy 1 B
IHTEpHET;

3.3 3abe3neueHHsd JOCTATHBOI SKOCTI JUIsi pOoOOTH MPOrpamMH MO BU3HAYECHHIO

00'eKTIB Ha MICIIEBOCTI.

4 Bumoru no sukonanuss MKP

PoGoTa moBuHHa OyTH BHKOHaHa BiJMOBIIHO JI0 3aTBEP/KEHOI TEMHU Ta HaKazy
npo 3arBepmkeHHs Temu MKP. Bcei eranm BukoHaHHS poOOTHM TOBHHHI OyTH
JIOKYMEHTAJIBHO O(POpMIICHI Ta y3roJIKEH1 3 KepiBHUKOM. HeoOXiHO mpoBeCTH aHami3
ICHYIOUMX pIIIeHb Ta AHAJIOTIB CHUCTEM BiAeo 1 ayaioHarisay. Pobora moBuHeHHa

BKJIFOYATH PO3POOKY CHUCTEMHU BIJEO 1 aydl0 CHOCTEPEKEHHS, KU BUKOPHCTOBYE



MIKpPOIPOIIECOPHY CUCTEMY.

5 Eranin MKP Ta ouikyBaHi pe3yJbTaTu

Etanu pobotu Ta ouikyBaHi pe3yiabTaTH MPUBEACHO B Tabmui A.1

Tabmuua A.1 — Erarru MKP
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No Ha3zsa Ta 3mict eramy TepmiH BUKOHaHHS [Tpumitka
II0YaTOK 3aKiHYCHHS
1 2 3 4 5
1 | Bubip, y3romxeHHs Ta 3arBepkeHHs | 25.09.2025 30.09.2025
temu MKP
2 | Anamiz cywyacHux meroniB mpouexypaoi | 01.10.2025 04.10.2025
reHeparii piBHIB
3 | O6rpynryBanHsi BuOopy TexHoznoriunoi | 05.10.2025 11.10.2025
0a3u
4 | Po3pobOka apXITEKTypHU cucremu | 12.10.2025 17.10.2025
MpOLIEAYPHOI TeHepariii
5 | Po3poOka BSP-amroputm s momiry | 18.10.2025 22.10.2025
MIPOCTOPY PiBHS
6 Peanizaris ocHoBHEX MoaymiB cuctemu y | 23.10.2025 28.10.2025
cepenosuili Unreal Engine 5
7 | Odopmnenns poborm y  Buriasmi | 29.10.2025 04.11.2025
MOSICHIOBAJILHOI 3aIUCKH Ta MPE3eHTaLlii
8 | IlepeBipka BUKOHaHOI pOOOTH 05.11.2025 07.11.2025
9 | Ocrarouni  BumpasneHHs, 30upanns | 08.11.2025 10.11.2025
MIJIMKCIB Ta 3MIMBAHHS POOOTH
10 | Ilomepenniii 3axuct mnpoekty Ta Horo | 11.11.2025 11.11.2025
pelLieH3yBaHHS
11 3axuct MKP 16.12.2025 22.12.2025

6 Matepianu, uio nojnarTbes 10 3axucty MKP
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Jlo 3axXuCTy MOAAIOThCS: MOsicHIOBasIbHA 3anmrcka MKP, imocTpatuBHi MaTepianm,
npoToKoJN Torepenuboro 3axucty MKP Ha kadenpi, BiATyK HayKOBOTO KEpiBHHUKA,
anoramii 70 MKP ykpaiHChKOIO Ta 1HO3€MHOI0 MOBaMH, JIOBIJKa TPO BiAIOBIIHICTH

opopmiierHss MKP airounm BuMoram.

7 Ilopstok KOHTPOJIXO BUKOHAaHHSA Ta 3axucty MKP

Bukonanns eramiB TpadiuyHOi Ta po3paxyHKOBOi gokymeHrtarii  MKP
KOHTPOJIIOETHCSI HAYKOBUM KEPIBHUKOM 3T1JTHO 31 BCTAHOBJICHUMHU TE€PMIHAMU. 3aXUCT
MKP BinOyBaeTscsi Ha 3acimanHi Ex3ameHariiHoi Komicii, 3aTBepaKE€HOI HaKa3oM

peKTopa.

8 Bumoru 10 odopmieHHs Ta nopsaok Bukonanass MKP

[Tpu odopmmtoBanni MKP BukopuctToByroThCs:

— JCTY 3008 : 2015 «3BiTH B cdepl Hayku 1 TexHikd. CTpyKTypa Ta ImpaBuia
o(OpMITFOBaHHS»;

— JACTY 8302 : 2015 «bibmiorpadiuHi mocunaHHs. 3arajibHi MOJOKEHHS Ta
npaBuia CKIaJIaHHs;

— T'OCT 2.104-2006 «EamHa cucTeMa KOHCTPYKTOPCHKOI JOKYMEHTAIIIi.
OCHOBHI HaIIACHY;

—  «Ilonoxennst npo kBamidikaliiiHi poOOTH Ha APYyromy (MaricTepchbKoMy)
piBHi Bumioi ociti CY S BHTY-03.02.02-11.001.01:21»

— JAOKYMCHTaAMM1 Ha K1 IIOCHUJIIAOTBHCA y BUIIIC BKa3aHUX
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JTOJATOK B

[Ipotokon nepeipku kBaidikaiiiHoT podoTH

Ha3Ba pobotr: MeToa nporeAypHo1 reHepaitii piBHiB 3 BUKOPUCTAHHSIM METOIY
JIBINKOBOT'O PO3OUTTS IIPOCTODY.

Tun poboTu: Marictepcbka kBajidikaiiitna podoTa
(6axamaBpchka KBamiikariiitna podora / MaricTepcbka KBamigikariiiina pooora)
[Tigposzmi: Kadeapa 00UNCIIOBAILHOI TEXHIKH

(xadenpa, pakynpTer, HaBYATbHA IPYIIA)

KoedoimienT mogiOHOCTI TEKCTOBUX 3aMI03MYEHb, BUSBIECHUX y POOOTI
cuctemoro StrikePlagiarism (KIT1) __ 1 %

BHCHOBOK 1100 nepeBIpkH KBadi(iKaiiHOT poOOTH (BIAMITUTH MOTPIOHE)

|| 3amosmuenns, BusBieHi y po6oti, 0opMiIeHi KOPEKTHO i He MiCTSTh 03HAK

akajeMiuyHoro ruiariaty, (abpukaii, danbcudikamii. Poboty mnpuiiHsatu 10
3aXHUCTY.

[ ]V poGori me BusiBIeHO o3Hak miariaty, daGpukamii, dambcudikamuii, ame
HaJMIpHa KUIBKICTh TEKCTOBHUX 3allO3W4Y€Hb Ta/a00 HASBHICTh TUIIOBUX
PO3paxyHKIB HE JIO3BOJISIIOTh NPUUHSATH PIIMICHHS IPO OPHUTIHAIBHICTh Ta
CaMOCTIMHICTb ii BUKOHaHHS. POOOTY HanpaBUTH Ha JOOIPAIFOBAHHS.

[ ] V po6orti BusiBneHo 03HAKM aKafeMidHOro MariaTy Ta/abo B Hill MicTsTBCS
HABMUCHI CIOTBOPEHHS TEKCTY, 110 BKa3yIOTh Ha CIIPOOW MPUXOBYBaHHS
He00pPOCOBICHUX 3an03u4eHb. POOOTa 10 3aXUCTy HE MPUHMAETHCA.

ExcniepTHa KoMicis:

A3zapos O.J1.. n.T.H., npod., 3aB. kabeapu OT

(mpi3BuiIe, iHIMIAMH, TTOCAA) B (migmmc)
Maptuniok T. b., a.1.H., ipod. kapeapu OT
(mpi3BuILe, iHiIIaHK, TOCaaa) (mianmc)
Oco06a, BIMIOBITAJIbHA 32 TIEPEBIPKY 3axapuenko C. M., mpod. kad. OT
(migmuc) (npi3Bu1Le, iHiIiamH)

3 BUCHOBKOM €KCIIEPTHOT KOMICIi 03HailoMJIeHUH(-Ha)

KepiBauk Konecnuk. I.C., gou. kad. OT
(i amuc) (npi3BuiLe, iHiIiaMyM, MOCAAA)
3n00yBau Cupnint JII1.

(i armac) (mpizBumie, inimianu)
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JTOJATOK B

Jiarpama meToay npoleaAypHOi TeHepailii piBHiB

4 A
L BSP-anroputm J—» Unreal Engine 5
i [ [eomeTpuyHa }
e ™
Cuctema CTRyKTYpa
npoueaypHofl
reHepaduii - .
PISHE Bisyanisauis > Ct+/
r \ Blueprint /
KoHTponb PCG
5 CKnazgHoCTi | Framework
( , ] [ IrpoBun GanaHc }
BapiaTuBHICTb
IrpoBUN v
6anaHc { £ }
— J IrpoBI piBHI

Pucynoxk B.1 — Jliarpama MeToay nmpoleIypHOi reHepallii piBHIB



JTOJATOK I

Jlictuar metony RoomNode.h

#pragma once
#include "CoreMinimal.h"
#include "RoomNode.generated.h"

USTRUCT (BlueprintType)
struct FBSPRoom

{
GENERATED_BODY/()
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
FIntRect Bounds;

I3

USTRUCT (BlueprintType)
struct FBSPCorridor

{
GENERATED_BODY()
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
FIntRect Bounds;

}

USTRUCT (BlueprintType)
struct FBSPParams

{
GENERATED_BODY/()

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
int32 Seed = 1337;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
int32 MapWidth = 512;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
int32 MapHeight = 512;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
int32 MinLeafSize = 64,

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
int32 MaxDepth = 6;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP",
meta=(ClampMin="0.0", ClampMax="1.0"))
float SplitChance = 0.85f;
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UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP",

meta=(ClampMin="0.1", ClampMax="0.9"))

}

float SplitRatio = 0.5f;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
int32 RoomPadding = 4;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
int32 MinRoomSize = 16;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
int32 RoomJitter = 8;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
int32 CorridorWidth = 3;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
bool PruneCorridorOverlap = true;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
bool ConnectNearestRooms = false;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
bool EnsureStartEnd = true;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
int32 LimitCorridorSteps = 0;

USTRUCT(BlueprintType)
struct FRoomNode

{
GENERATED_BODY/()
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
FIntRect Rect;
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
int32 Depth = 0;
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
int32 Left = INDEX_NONE;
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="BSP")
int32 Right = INDEX_NONE;
FORCEINLINE bool IsLeaf() const { return Left == INDEX_NONE && Right ==
INDEX_NONE; }

};
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JTONATOK [T

Jlictuar metoxy CorridorBuilder.cpp

#include "CorridorBuilder.h"
#include "RoomNode.h"
#include "Algo/Sort.h™

static bool IntersectsOrTouches(const FIntRect& A, const FIntRect& B)

{

return I(A.Max.X <= B.Min.X || B.Max.X <= A.Min.X || A.Max.Y <= B.Min.Y || B.Max.Y <=
AMin.Y);

}

static FIntRect Intersection(const FIntRect& A, const FIntRect& B)
{
const int32 MinX = FMath::Max(A.Min.X, B.Min.X);
const int32 MinY = FMath::Max(A.Min.Y, B.Min.Y);
const int32 MaxX = FMath::Min(A.Max.X, B.Max.X);
const int32 MaxY = FMath::Min(A.Max.Y, B.Max.Y);

return (MaxX > MinX && MaxY > MinY) ? FIntRect(FIntPoint(MinX, MinY),
FIntPoint(MaxX, MaxY)) : FIntRect();

}

static void ExpandRect(FIntRect& R, int32 Dx, int32 Dy)
{

R.Min.X -= Dx; R.Max.X += Dx;

R.Min.Y -= Dy; R.Max.Y += Dy;

static void RectToCells(const FIntRect& R, int32 TileSize, TArray<FIntPoint>& Out)
{

const int32 MinX = R.Min.X / TileSize;

const int32 MinY = R.Min.Y / TileSize;

const int32 MaxX = (R.Max.X - 1) / TileSize;
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const int32 MaxY = (R.Max.Y - 1) / TileSize;
for (int32 y = MinY; y <= MaxY; ++y)

{
for (int32 x = MinX; x <= MaxX; ++X)
{
Out.Emplace(x, y);
¥
¥

static FIntRect MakeDoorFromOverlap(const FIntRect& Overlap, int32 DoorWidth, int32 DoorDepth)

{
if (Overlap.Width() >= Overlap.Height())

{
const int32 MidY = (Overlap.Min.Y + Overlap.Max.Y) / 2;
const int32 HalfH = FMath::Max(1, DoorDepth / 2);
const int32 HalfW = FMath::Max(1, DoorWidth / 2);
const int32 MidX = (Overlap.Min.X + Overlap.Max.X) / 2;
const int32 MinX = MidX - Halfw;
const int32 MaxX = MidX + Halfw;
return FIntRect(FIntPoint(MinX, MidY - HalfH), FIntPoint(MaxX, MidY + HalfH));

else

const int32 MidX = (Overlap.Min.X + Overlap.Max.X) / 2;

const int32 HalfW = FMath::Max(1, DoorDepth / 2);

const int32 HalfH = FMath::Max (1, DoorWidth / 2);

const int32 MidY = (Overlap.Min.Y + Overlap.Max.Y) / 2;

const int32 MinY = MidY - HalfH;

const int32 MaxY = MidY + HalfH;

return FIntRect(FIntPoint(MidX - HalfW, MinY), FIntPoint(MidX + HalfW, MaxY));
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static void SnapRect(FIntRect& R, int32 Grid)

{
R.Min.X = FMath::RoundTolnt(float(R.Min.X) / Grid) * Grid,;
R.Min.Y = FMath::RoundTolnt(float(R.Min.Y) / Grid) * Grid,;
R.Max.X = FMath::RoundTolnt(float(R.Max.X) / Grid) * Grid,
R.Max.Y = FMath::RoundTolnt(float(R.Max.Y) / Grid) * Grid,;
¥

void UCorridorBuilder::Build(const TArray<FBSPRoom>& Rooms, const TArray<FBSPCorridor>&
Corridors, const FCorridorBuildParams& Params, FCorridorBuildResult& Out)

{
Out.CorridorRects.Reset();

Out.Doors.Reset();
Out.PathCells.Reset();

TArray<FIntRect> WorkCorridors;
WorkCorridors.Reserve(Corridors.Num());

for (const FBSPCorridor& C : Corridors) WorkCorridors.Add(C.Bounds);

for (FIntRect& C : WorkCorridors)
{
if (Params.bSnapToGrid) SnapRect(C, Params.TileSize);

ExpandRect(C, Params.ExtraThickness, Params.ExtraThickness);

for (const FIntRect& C : WorkCorridors)
{
bool bHidden = false;
for (const FBSPRoom& R : Rooms)

{

if (R.Bounds.Contains(C.Min) && R.Bounds.Contains(C.Max)) { bHidden =
true; break; }
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if ("bHidden) Out.CorridorRects.Add(C);

for (const FIntRect& C : Out.CorridorRects)

{
RectToCells(C, Params.TileSize, Out.PathCells);

for (const FBSPRoom& R : Rooms)

{
for (const FIntRect& C : Out.CorridorRects)

{
if ("IntersectsOrTouches(R.Bounds, C)) continue;
const FIntRect Overlap = Intersection(R.Bounds, C);
if (Overlap.Area() <= 0) continue;

FIntRect Door = MakeDoorFromOverlap(Overlap, Params.DoorWidth,
Params.DoorDepth);

if (Params.bSnapToGrid) SnapRect(Door, Params.TileSize);
Out.Doors.Add(Door);

if (Params.bMergeCorridors)

{
TArray<FIntRect> Merged,;
Merged.Reserve(Out.CorridorRects.Num());
TArray<bool> Used; Used.Init(false, Out.CorridorRects.Num());

for (int32 i = 0; i < Out.CorridorRects.Num(); ++i)
{
if (Used[i]) continue;
FIntRect Acc = Out.CorridorRects[i];
for (int32 j =i + 1; j < Out.CorridorRects.Num(); ++j)



if (Used[j]) continue;
const FIntRect& B = Out.CorridorRects]j];

const bool bSameRow = (Acc.Min.Y == B.Min.Y && Acc.Max.Y =

B.Max.Y) && (Acc.Max.X >= B.Min.X && B.Max.X >= Acc.Min.X);

const bool bSameCol = (Acc.Min. X == B.Min.X && Acc.Max.X =

B.Max.X) && (Acc.Max.Y >= B.Min.Y && B.Max.Y >= Acc.Min.Y);
if (bSameRow)
{
Acc.Min.X = FMath::Min(Acc.Min.X, B.Min.X);
Acc.Max.X = FMath::Max(Acc.Max.X, B.Max.X);
Used[j] = true;

¥
else if (bSameCol)
{
Acc.Min.Y = FMath::Min(Acc.Min.Y, B.Min.Y);
Acc.Max.Y = FMath::Max(Acc.Max.Y, B.Max.Y);
Used[j] = true;
¥
¥
Merged.Add(Acc);

}
Out.CorridorRects = MoveTemp(Merged);

if (Params.bUniqueCells)

{
Out.PathCells.Sort([](const FIntPoint& A, const FIntPoint& B)
{
return (A.Y ==B.Y) ? AX<B.X:AY <B.Y;
b
int32 W = 0;

for (int32 i = 1; i < Out.PathCells.Num(); ++i)
{
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if (Out.PathCells[i] !'= Out.PathCells[W])

{
++W;
Out.PathCells[W] = Out.PathCellsJi];

}

if (Out.PathCells.Num() > 0)
Out.PathCells.SetNum(Out.PathCells.IndexOfByKey(Out.PathCells.Last()) + 1);

}

if (Params.MaxDoorCount > 0 && Out.Doors.Num() > Params.MaxDoorCount)

{
Algo::Sort(Out.Doors, [J(const FIntRect& A, const FIntRect& B)
{
return A.Area() > B.Area();
3
Out.Doors.SetNum(Params.MaxDoorCount);
}
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JOJATOK E
Jlictunr ¢aitry BSPGenerator.cpp

#include "BSPGenerator.h™
#include "Containers/Queue.h™
#include "Algo/Sort.h™
static void SplitAxis(const FIntRect& Rect, int32 MinSize, float SplitRatio, FRandomStream& Rng,
FIntRect& A, FIntRect& B)
{
const bool bSplitHoriz = (Rect.Width() > Rect.Height())
? true
. (Rect.Width() < Rect.Height() ? false : Rng.FRand() > 0.5f);

if (bSplitHoriz)
const int32 MinCut = Rect.Min.X + MinSize;

const int32 MaxCut = Rect.Max.X - MinSize;

if (MaxCut <= MinCut) { A = Rect; B = FIntRect(); return; }

const int32 Ideal = Rect.Min.X + FMath::Clamp(int32(Rect.Width() * SplitRatio),
MinSize, Rect.Width() - MinSize);

const int32 Cut = FMath::Clamp(ldeal + Rng.RandRange(-Rect.Width() / 10,
Rect.Width() / 10), MinCut, MaxCut);

A = FIntRect(Rect.Min, FIntPoint(Cut, Rect.Max.Y));

B = FIntRect(FIntPoint(Cut, Rect.Min.Y), Rect.Max);

else
{ const int32 MinCut = Rect.Min.Y + MinSize;
const int32 MaxCut = Rect.Max.Y - MinSize;
iIf (MaxCut <= MinCut) { A = Rect; B = FIntRect(); return; }
const int32 Ideal = Rect.Min.Y + FMath::Clamp(int32(Rect.Height() * SplitRatio),
MinSize, Rect.Height() - MinSize);
const int32 Cut = FMath::Clamp(ldeal + Rng.RandRange(-Rect.Height() / 10,
Rect.Height() / 10), MinCut, MaxCut);
A = FIntRect(Rect.Min, FIntPoint(Rect.Max.X, Cut));
B = FIntRect(FIntPoint(Rect.Min.X, Cut), Rect.Max);

}

static FIntRect ShrinkRect(const FIntRect& R, int32 Padding, FRandomStream& Rng)

{
const int32 px = FMath::Clamp(Padding + Rng.RandRange(0, Padding), 0, R.Width() / 3);
const int32 py = FMath::Clamp(Padding + Rng.RandRange(0, Padding), 0, R.Height() / 3);
const FIntPoint Min(R.Min.X + px, R.Min.Y + py);
const FIntPoint Max(R.Max.X - px, R.Max.Y - py);
return (Max.X > Min.X + 1 && Max.Y > Min.Y + 1) ? FIntRect(Min, Max) : R;

¥
static FVector2D RectCenter(const FIntRect& R)

{
¥

return FVector2D((R.Min.X + R.Max.X) * 0.5f, (R.Min.Y + R.Max.Y) * 0.5f);
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static void CorridorFromTo(const FVector2D& A, const FVector2D& B, int32 Width,
TArray<FBSPCorridor>& Out)
{

const int32 wx = FMath::Max(1, Width);

const int32 wy = FMath::Max(1, Width);

const int32 Ax = FMath::RoundTolInt(A.X);

const int32 Ay = FMath::RoundTolInt(A.Y);

const int32 Bx = FMath::RoundTolnt(B.X);

const int32 By = FMath::RoundTolnt(B.Y);

if (FMath::RandBool())

{
const FIntRect H(FIntPoint(FMath::Min(Ax, Bx), Ay - wy), FIntPoint(FMath::Max(AX,
BXx), Ay +wy));
const FIntRect V(FIntPoint(Bx - wx, FMath::Min(Ay, By)), FIntPoint(Bx + wx,
FMath::Max(Ay, By)));

Out.Emplace(H);
Out.Emplace(V);
}
else
{

const FIntRect V(FIntPoint(Ax - wx, FMath::Min(Ay, By)), FIntPoint(Ax + wx,
FMath::Max(Ay, By)));

const FIntRect H(FIntPoint(FMath::Min(Ax, Bx), By - wy), FIntPoint(FMath::Max(AX,
Bx), By + wy));

Out.Emplace(V);

Out.Emplace(H);

}

static void ConnectLeafCenters(const TArray<FIntRect>& Leaves, int32 CorridorWidth,
TArray<FBSPCorridor>& Out)
{

if (Leaves.Num() <= 1) return;

TArray<FVector2D> Centers;

Centers.Reserve(Leaves.Num());

for (const FIntRect& L : Leaves) Centers.Add(RectCenter(L));

TArray<int32> Order;
for (int32 i = 0; i < Centers.Num(); ++i) Order.Add(i);
Algo::Sort(Order, [&Centers](int32 A, int32 B){ return Centers[A].X < Centers[B].X; });

for (int32 i = 0; i < Order.Num() - 1; ++i)

{
const FVector2D A = Centers[Order[i]];
const FVector2D B = Centers[Order[i + 1]];
CorridorFromTo(A, B, CorridorWidth, Out);

¥

void UBSPGenerator::Generate(const FBSPParams& Params, TArray<FBSPRoom>& OutRooms,
TArray<FBSPCorridor>& OutCorridors)
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OutRooms.Reset();
OutCorridors.Reset();

FRandomStream Rng(Params.Seed);
const FIntRect Root(FIntPoint(0, 0), FIntPoint(FMath::Max(Params.MapWidth,
Params.MinLeafSize * 2), FMath::Max(Params.MapHeight, Params.MinLeafSize * 2)));

struct FNode { FIntRect Rect; int32 Depth; };
TQueue<FNode> Queue;

TArray<FIntRect> Leaves;
Queue.Enqueue({ Root, 0 });

while (1Queue.IsSEmpty())

{
FNode N;

Queue.Dequeue(N);

const bool bCanSplitW = N.Rect.Width() >= Params.MinLeafSize * 2;

const bool bCanSplitH = N.Rect.Height() >= Params.MinLeafSize * 2;

const bool bUnderDepth = N.Depth < Params.MaxDepth;

const bool bTrySplit = bUnderDepth && (bCanSplitW || bCanSplitH) &&
(Rng.FRand() <= Params.SplitChance);

if (bTrySplit)

{
FIntRect A, B;
SplitAxis(N.Rect, Params.MinLeafSize, Params.SplitRatio, Rng, A, B);
if (B.Area() >0 && A.Area() > 0)
{
Queue.Enqueue({ A, N.Depth + 1 });
Queue.Enqueue({ B, N.Depth + 1 });
continue;
¥
}
Leaves.Add(N.Rect);
}
for (const FIntRect& L : Leaves)
{

FIntRect R = ShrinkRect(L, Params.RoomPadding, Rng);
const int32 MinW = FMath::Max(Params.MinRoomSize, 2);
const int32 MinH = FMath::Max(Params.MinRoomSize, 2);
if (R.Width() < MinW || R.Height() < MinH) continue;

const int32 W = FMath::Clamp(R.Width() - Rng.RandRange(0, Params.RoomJitter),
MinW, R.Width());

const int32 H = FMath::Clamp(R.Height() - Rng.RandRange(0, Params.RoomJitter),
MinH, R.Height());

const int32 X = R.Min.X + Rng.RandRange(0, FMath::Max(0, R.Width() - W));

const int32 Y = R.Min.Y + Rng.RandRange(0, FMath::Max(0, R.Height() - H));



138
const FIntRect RoomRect(FIntPoint(X, Y), FIntPoint(X + W, Y + H));

FBSPRoom Room,;
Room.Bounds = RoomRect;
OutRooms.Add(Room);

}

ConnectLeafCenters(Leaves, Params.CorridorWidth, OutCorridors);

if (Params.PruneCorridorOverlap)

{
TArray<FBSPCorridor> Filtered;
Filtered.Reserve(OutCorridors.Num());
for (const FBSPCorridor& C : OutCorridors)

bool bCovered = false;
for (const FBSPRoom& R : OutRooms)

{
if (R.Bounds.Contains(C.Bounds.Min) &&
R.Bounds.Contains(C.Bounds.Max)) { bCovered = true; break; }

}
if ("bCovered) Filtered.Add(C);

}

OutCorridors = MoveTemp(Filtered);
}
if (Params.ConnectNearestRooms)
{

TArray<FVector2D> Centers;
for (const FBSPRoom& R : OutRooms) Centers.Add(RectCenter(R.Bounds));
for (int32 i = 0; i < Centers.Num(); ++i)
{
int32 Nearest = INDEX_ NONE;
float Best = MAX_flt;
for (int32 j = 0; j < Centers.Num(); ++j)

{
if (i ==]) continue,
const float D = FVector2D::Distance(Centers[i], Centers[j]);
if (D < Best) { Best = D; Nearest = j; }

¥

if (Nearest != INDEX_NONE) CorridorFromTo(Centers[i], Centers[Nearest],
Params.CorridorWidth, OutCorridors);

}
¥
if (Params.EnsureStartEnd)
{ if (OutRooms.Num() >= 2) {

int32 Minldx = 0, Maxldx = 0;
for (int32 i = 1; i < OutRooms.Num(); ++i)

{
if (OutRooms[i].Bounds.Min.X + OutRoomsJ[i].Bounds.Min.Y <
OutRooms[Minldx].Bounds.Min.X + OutRooms[Minldx].Bounds.Min.Y) Minldx = i;



if (OutRooms[i].Bounds.Max.X + OutRooms[i].Bounds.Max.Y >
OutRooms[Maxldx].Bounds.Max.X + OutRooms[MaxIdx].Bounds.Max.Y) Maxldx = i;
}
const FVector2D A = RectCenter(OutRooms[Minldx].Bounds);
const FVector2D B = RectCenter(OutRooms[Maxldx].Bounds);
CorridorFromTo(A, B, Params.CorridorWidth, OutCorridors);

}

if (Params.LimitCorridorSteps > 0)
{
TArray<FBSPCorridor> Trimmed;
Trimmed.Reserve(OutCorridors.Num());
int32 Steps = 0;
for (const FBSPCorridor& C : OutCorridors)
{
if (Steps >= Params.LimitCorridorSteps) break;
Trimmed.Add(C);
++Steps;

}

OutCorridors = MoveTemp(Trimmed);
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