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B nmaHmii wac OMHMM 3 TOJOBHUX HAMNPSMKIB CY4acHOI pPO3pOOKH irop €
MpOLIelypHA TeHepallisl CBITIB, AKa JI03BOJISIE CTBOPIOBATH 3MIHEHI, MAcIITaA0OBaH1 Ta
1HJMBITyaJIbHI 1TPOB1 CBITH, SIKI HE MOTPEOYIOTh MPOEKTYBAHHS KOXKHOTO €JIEMEHTa
BpPYUHY.

[Ipote, 3anuIalOThCS MUTAHHSA 3a0€3MEUYEHHS PI3HOMAHITHOCTI, JIOTIYHOTO
3B'SI3KY, ONTHUMI3allii TPOAYKTUBHOCTI Ta aJlanTailii 10 KOHKPETHUX IrPOBUX 3aB/aHb.
Takox Tpeba 3a3HaYUTH HEOOXIJHICTHh JOTPUMAHHS OAlAHCY MIX BHITQJIKOBICTIO Ta
KOHTPOJIEM, PEATICTUYHICTIO Ta MPOCTOI0 IHTErPALi€l0 MPOLEAYPHUX AITOPUTMIB Y
CydacHi irpoBi ABUXKKH, Taki gk Unity abo Unreal Engine [1, 2].

MeTo10 10CTiA2KEHHS € CTBOPEHHS TPU 3 IPOLIEAYPHOIO T€HEPALIEIO CBITY, 10
JIEMOHCTpYE e(PEeKTUBHE MOEAHAHHS AJITOPUTMIB TEeHepallli 3 THYUYKICTIO AW3aiHy,
ONTHUMI3alll€l0 TMPOJYKTUBHOCTI Ta MOXJIMBICTIO MacIITaOyBaHHS, HIO JO3BOJISIE
3a0e3MeYnTH HOBUI JTOCBIJ KOPUCTYBaya B paMKax JUHAMIYHOTO IrPOBOTO MPOIIECY.

[TporienypHa reHepaiisi KOHTEHTY € BaXKJIMBUM HaIMpsIMOM JOCIIDKEHb Y
MyJIbTUMEia, OCOOJMBO B 1HAYCTPil BIAEOIrOp, SIKAUA HUHI € OJHUM 13
HalakTyanpHIMX. Lled miaxig OXOIUI0e aBTOMAaTUYHE W HalliBaBTOMAaTHYHE
CTBOPEHHSI Ta JUHAMIYHY MOJU(DIKAIII0 CKIAJOBUX 1TOp, TAKUX SIK ITPOBI 00’ €KTH,
piBHi, 2D 1 3D rpadika, epexrtu, 3Byku, My3uka, mepcoHaxi, CEOKeTH Tomio [3].

Buxopuctanns nporeaypHoi reHepartii Ja€ 3MOry CyTTEBO CKOPOTUTH BUTPATH
HAa CTBOPEHHS KOHTEHTY, OJIHOYAaCHO CIIPOLIYIOUM MEepCOoHaTI3allllo, sKa CTae
0CO0JIMBO

[IpouienypHa reHepaltiisi Biiirpa€ Ba>KJIUBY POJib Y CTBOPEHHI MIKCEIbHUX 1rOp,
e OOMEXEHHsI MaJITpU KOJbOPIB 1 PO3AUIBHOI 3JaTHOCTI BUMAraroTh YHIKaJIbHUX
miaxoaiB. MoaudikoBaHi ajlropuTMH KIITHHHHUX aBTOMATIB CTBOPIOIOTH CBITHU 3
¢dikcoBaHumMu Taitlamu, 1ryM IlepmiHa — opradiuHi TEKCTypH, a QpakTaibHI
AITOPUTMH — CTWJII30BaHI Mei3axi, XapakTepHi g 8-0iTHUX irop. [HCTpyMeHTH Ha
kmtanT Tiled 1 Aseprite aBTOMaTH3yIOTh CTBOPEHHS CIIPANTIB 1 TaisiceTiB [4].

Kapra Bucor — ne 2D-300pakeHHsI, /1€ KOXKEH IIKCelb BioOpa)kae BUCOTY
piBHs. BunankoBuil rpagieHTHHI 11yMm, 30kpema 1rym IlepiiHa, 3aCTOCOBY€EThCS IS
CTBOPEHHS HEPIBHOCTEH 1 JOJaBaHHS PI3HOMAHITHOCTI JI0 CTPYKTYpH piBHA (puc. 1).
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Pucynox 1 — Ilpuxnao nanowagpmy, seeneposanozo wiymom llepnina

3aBasku komOiHamisiM mymy IlepiiHa 1 KapTH BUCOT PO3POOHUKH MOXKYTh
CTBOPIOBATH PI3HOMAHITHI Ta pealicCTUYHI BapiaHTH JaHAmadTiB. 3aBISIKH TOMY, 1110
BiH JI03BOJISIE CTBOPIOBATH MACIITA0HI ITpOBI CBITH, TaKWUi CHOCIO IMiIXOIHTH
SIKHAWKpAIIE IS irop 3 BIAKPUTHM CBITOM [5].

[Ipu 1pbOMy OCHOBHMMH MpoOJieMaMHu MPOIEAYPHOI TeHepallli JIMIIAIThCS
nepea0avyBaHICTh 1 HAJIMIPHA BUIAJIKOBICTb, SIK1 BUPIIIYIOTHCS Y€pe3 CUAIB 1 pydHe
HaJalTyBaHHsS. TEXHOJOTIA MPOIOHYE PI3HOMAHITHICTh 1 MacIITabOBaHICTh, aje
noTpeOy€e BIOCKOHAJICHHS.

BucHoBok. BHUBYEHHS pI3HMX alrOpUTMIB Ta METOIB T'€Hepalli BiIKpPHBAaE
0e3miu MOXJIMBOCTEH JJIsi CTBOPEHHS YHIKAIBHUX Ta 3aXOIUTIOIOYHMX ITPOBHUX
nocaiaiB. Big mrymy Ilepnina Ta kapT BUCOT J0 KJIITUHHUX aBTOMATIB Ta reHepailii
dpakTajgiB — KOXXEH METOJ TMPOTIOHYE CBOi BJIACHI MOMJIMBOCTI JIS CTBOPEHHS
PI3HOMAaHITHHMX Ta I[IKaBUX ITPOBUX PIBHIB. PO3pOOHUKN MOXYTh €KCIIEPUMEHTYBATH
3 PI3HUMH METOJaMU Ta KOMOIHYBaTH iX, 100 OTpUMAaTH HaMKpall pe3yiabTaTH s
CBOIX 1rop.
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