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AJITOPUTMHU TA METOJM ITPOLEXYPHOI TEHEPALIT
TA ATAIITUBHOI CKJIATHOCTI PIBHIB B ITPAX-TIJIAT®OPMEPAX

Cmammas npucesauena 00ciodcentio anopummie ma memooie npoyedyproi eenepayii ieposoeo konmenmy i aoan-
mueHoi ckradnocmi 6 2D-nnamgpopmepax. OOTpyHMOBAHO AKMYANbHICMb NIOX00i8, WO NOEOHYIONMb MOOYIIbHY APXimeK-
mypy 3 OUHAMIYHUM HATIAUWIMY8AHHAM CKIAOHOCI 8I0N0BIOHO 00 Oill 2pasys, uob 3abe3neuumu 8apiamueHicy, NOBMO-
PIOBAHICMb NPOXOONCEHHS A NIOMPUMKY OUHAMIYHOCMI i2p08020 KOHmMeHmy. ¥ pobomi 3anponoHo8aHo nouiaposy
(layered) mooenv npoekmyganus pisHie, y Axii NOCIIO08HO POPMYIOMbCs 6A306i enemenmu cepedosuwa (IpyHm, niam-
Gopmu, nepewrxoou), a Hadby08uU wapis (6opoau, NAcmK, OeKOPayii) KepyiombCsi Y3200H4CeHUMU NPAGULAMU POIMIU eH-
Hs. Kirowogy pone y cmeopenni npupoornoi eeomempii ma keposanoi unaokosocmi sidiepaioms wym Ilepnina ma tio2o
@dpakmanevhi poswupenns (octaves): KOMOIHY8AHHS KITbKOX 4ACTOM [ aMAIimyo 0ae 3M02y NOEOHAMU 8EIUKOMACUMAOHI
KOHmypu 3 Opionumu oemanamu perveq)y. 3anponoHo8aHa cucmema a0anmusHoi CKIAOHOCMI THIMeSPYEMbCA Y 2eHepa-
Mop uLIAXoM 3MIHU napamempis wiymy (scale, persistence, octaves) i N08eOiHKOBUX XAPAKMEPUCTIUK 80PO2i6 (UBUOKICIY,
uacmoma amak, KiibKicms), Wo GU3HA4AIOMbCs IHOEKCOM NPOOyKmueHocmi epasys. Ilpakmuuny peanizayito 6UKOHAHO
v pyuii Unity 3 sukopucmannsm mosu npoepamyeanns C# ma Tilemap-nioxody,; nasedeno npukiadu Kooy 0/ nobyoosu
Kapmu eucom i niokmovenHs Konmponepa aoanmayii. Po3pobneni aneopummu ma mMemoou € yHigepcanbHuMu 1 MOXHCYmb
oymu nezko inmezpogani 6 cepedosuwa C++, 3okpema oas pywiie Unreal Engine ma Cocos2d-x, wo niomeepooicye ixuio
npakmuyry npuoamuicms i miscniamgopmuicme. Ilokazano, wo maxuii KomOiHO8aHUll NIOXIO 30epicac OAnaHC Midc
Henepeobauysanicmio ma Kepoeanicmio, SMEHULYE GUMPAmu Ha pyYHUL OU3QUH PIGHIE I NIOBUWYE 3ATYUEeHHA KOPUCTIY-
6aui6 3a605KU NEPCOHANIZ08AHOMY i2p0oMY 00C6i0y. Ompumani pe3yibmamu ModCyms 6ymu 3aCmMoco8aHi y HaAGYALb-
HUX NPOMOMUNAX, iHOI-NPOEKMAX ma AK 6a3uc Ona NOOANLUWUX OOCTIONHCEHD 13 BUKOPUCTHAHHAM Memo0ie MAUWUHHOO0
HABUAHMHS 8 2eHEePAMUBHOMY 2eUMOU3ATIHI.
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ALGORITHMS AND METHODS OF PROCEDURAL GENERATION
AND ADAPTIVE DIFFICULTY IN PLATFORMER GAMES

The article focuses on the study of algorithms and methods for procedural generation of game content and adaptive
difficulty in 2D platformers. The relevance of approaches combining modular architecture with dynamic difficulty
adjustment based on player actions is substantiated, aiming to ensure variability, replay value, and maintain the
dynamism of game content. The paper proposes a layered model of level design, where basic environmental elements
(ground, platforms, obstacles) are generated sequentially, while higher layers (enemies, traps, decorations) are governed
by consistent placement rules. A key role in creating natural geometry and controlled randomness is played by Perlin
noise and its fractal extensions (octaves): combining multiple frequencies and amplitudes allows large-scale contours to
merge with fine terrain details. The proposed adaptive difficulty system is integrated into the generator by modifying noise
parameters (scale, persistence, octaves) and enemy behavioral attributes (speed, attack frequency, quantity), determined
by the player’s performance index. The practical implementation was carried out in the Unity engine using the C#
programming language and the Tilemap approach; code examples for heightmap generation and adaptive controller
integration are provided. The developed algorithms and methods are engine-agnostic and can be easily integrated into
C++ environments, particularly Unreal Engine and Cocos2d-x, demonstrating their cross-platform applicability and
scalability. It is shown that the combined approach maintains a balance between unpredictability and control, reduces the
cost of manual level design, and enhances user engagement through personalized gameplay experiences. The obtained
results can be applied in educational prototypes, indie projects, and serve as a foundation for further research involving
machine learning methods in generative game design.

Key words: procedural generation; Perlin noise; fractal noise; adaptive difficulty; 2D platformers; Unity; C++.

IHocTanoBka nmpobaemn

Y XXI cromitTi iHZYCTpist BiZieoirop nepeTBopuiacs Ha OUH i3 HAWAWMHAMIYHIIINX HAMPSMiB IU(PPOBOI KyIbTYpH Ta
iHHOBalill. BoHa 00’eHy€e MUCTEITBO, IPOrpaMyBaHHsI, TICUXOJIOTII0, MOJICIIIOBAHHS MTOBEAIHKM W CHCTEMH IITYYHOTO
IHTeNeKTyY. 3aBASKH IUPOKiN TOCTYITHOCTI pywIiiB, Takux sk Unity, Unreal Engine, Cocos2d-x, cTBOpEeHHsI BIIaCHHX irop
CTaJIO MOYKJIMBMM HE JIMIIIE JUTS BEJIMKUX KOMITaHiH, a i U He3aJIe>KHUX PO3pPOOHHKIB 1 CTy/IEHTIB-€HTY31acTiB.

Cepen pi3HUX aHPIB 0COOIMBOT yBAarn 3aciayroByioTs 2D-mardopmepu — irp, 1o MoeAHYIOTh ANHAMIKY, TIPOCTOTY
KepyBaHHS Ta BHCOKHH ITOTEHIIaN JUISl TBOPYMX EKCIICpUMEHTIB. BOHM € BiAMIHHMM IOJIITOHOM JUISI BUBUYEHHSI OCHOB
IrpoBOTO qH3alHy, AITOPUTMIYHAX METOAIB 1 KOHIETIIH aJaTHBHUX CHCTEM.

CyyacHi TeHIeHIiT PO3BUTKY irop 3aCBIIYyIOTh, III0 KOPUCTYBadi OUiKyIOTh HE JINIIE KPAacHBOI rpadiky Yu 3aXOIIIH-
BOTO CIOKETY, @ HacaMmIlepe — BapiaTHBHOCTI Ta HEMOBTOPHOCTI irpoBOTro M0cBidy. I'paBers mparse, mo0 KOXXKHE HOBE
TIPOXO/KEHHS OyJI0 YHIKaJIFHUM, CTBOPIOIOUHM €()EKT «’KHBOTO CBITY», SIKHH PO3BHBAETHCS caMocTiitHO. OIHNM i3 Haii-
e(eKTUBHIMINX IUIAXIB JOCATHEHHS I[OTO € MpoleaypHa reHeparis koutenty (Procedural Content Generation, PCG) —
aBTOMaTHYHE CTBOPEHHSI PiBHIB, 00’ €KTIB, IIEPEIIKOA Y1 HABITh HAPATHBIB 3a JIONIOMOTOI0 aJTOpHUTMIB. Taki TexHooril
HE JIMIIE 3HIKYIOTh BUTPATH Yacy Ha po3poOKy, a i JO3BOJISIOTH CTBOPIOBATH (haKTUYHO HECKIHYEHHI Bapiallii irpoBoro
cepeoBuINa.

[MapanensHO akTyanbHUM HampsMoM crae amanThBHa ckiafHicTh (Dynamic Difficulty Adjustment, DDA), mera
SIKOT — MATPUMYBaTH OaNaHC MK BUKJIMKOM 1 KOM(OPTOM, IMHAMIYHO pearyrodu Ha Jiii, piBeHb MaiiCTepHOCTI Ta CTHIIb
rpH KopHcTyBada. [loetHaHHS MponeaypHOi reHeparii 3 aIanTHBHUMHU MEXaHi3MaMH BiZIKPUBA€ MOXKIIUBICTb CTBOPEHHS
THYYKHX CHCTEM, 3J[aTHUX 3a0€3MeYNTH MIepCOHaTI30BaHUH JTOCBI 1 M ATPIMYBATH MOTHBAIIIIO TPABIIS ITPOTSATOM YCHOTO
Iporecy TpH.

AHaJi3 ocTaHHIX A0CiTxKeHb i myOsikanii

[Murannst onTrMizamii irpoBUX AaHUX Ta eEeKTUBHOI 0OpOOKHM iH(opMalii po3risaanucs y npansx yKpaiHCBKHX
1 3apy0OixxHUX aBTOpiB. 30KpemMa B [1], OyIT0 3ampomoHOBaHO METOAM YIIUTFHEHHS Ta CTPYKTYPHOTO IEpETBOPEHHS iH(OpP-
Martii, 0 MiABHIIYIOTh epEeKTHBHICTH 0OpOOKH i repenadi faHUX y peaqbHOMY 4aci. [nel ontumizarii cTpyKTypH irpo-
BOTO KOHTEHTY, BUCBITJIEHI B IIil CTATTi, CTAJIX OCHOBOIO YIS MTOJAIBIIHNX JIOCTI/DKEHb JITOPUTMIB TMHAMIYHOTO (hOpMY-
BaHHS CEpeJOBHINA Ta aaNTHBHOI CKJIAJHOCTI PiBHIB.

[MonstTs mpoueaypHOi rereparii Bigome e 3 1980-x pokiB, MpoTe caMe Cy9acHi 00UMCITIOBANIBHI MOKITUBOCTI JalTl
3MOTY IiJHECTH IeH MiIX1T Ha PiBEHb CKIAHUX CHCTEM 31 IITYYHUM IHTEICKTOM, 3IaTHUX pearyBaTH Ha Jii rpaBIid [2].

BojiHoYac He MEHII BasKJIMBOKO TEHJICHINIEIO € MOsABA a/[aNTMBHUX cHCTeM ckaanaHocTi [3]. Ixua cyTs monsrae B Tomy,
00 Tpa He 3a/IuIIanacs CTaTHYHOIo, a pearyBasia Ha yCIIIIHICT, CTHIIb TP Ta eMOLIIMHUHI CTaH KopHcTyBada. [ paBenp,
SIKMI Tpa€ BIEBHEHO, MOXKE CTHKATHCS 3 OUIBII KOPCTKMMH BHKJIMKAMH, TOAI SK IOYATKiBENb — 13 TOMIPHUMH, 100

108



BICHHK XHTY M 4(95), 4. 3, 2025 p. IH® OPMAIIIHHI TEXHOJIOITI

YHUKHYTH BTparu motmBarii. [lepmi xonnenmii JuHamigHoro PerymroBamns CxiamHocti onmcaHi Pobinom XaHikoM
y KIacuuHid mpati [4], a mogampmn mocmimkeHHs [3, 5] 10BOmATh €(EeKTHBHICTh TAKUX CHCTEM y 30€peKeHHI CTaHy
“flow” — onrTUManBHOTO OaNMaHCYy MK BUKIIFKOM i HABHYKAMH.

[loennanHs mponeAypHOi TeHepallii 3 aJanTUBHOO CKIAIHICTIO € OJHUM i3 HAWTIEpCIeKTHBHIIINX HAPSAMIB Y Cydac-
HOMY Teiimam3aitHi. Takuit miaxin nO3BOIIsIE HE JIUIIEe CTBOPIOBATH YHIKAJIBHI PiBHI, ale i HANAIITOBYBATH iXHIO CKIIAJI-
HICTB y TIpOIeci Ipu, 3a0e3Meuyrodn MepCoHaTi30BaHMI JOCBI I KOYKHOTO KopHucTyBada. Hampukiman, nociimKeHHs
[6] meMoHCTpYE, SIK aNTOPUTM MOKE TEHEPYBATH PiBHI, BUXOASYH 3 TOKA3HUKIB YCIIITHOCTI TPaBIls — TPUBAIOCTI XKUTTS,
4acTOTH OMMJIOK, Yacy peakuii Tomio. Lle 103BosIsie CTBOPIOBATH AMHAMIYHY KPUBY CKIIAIHOCTI 0€3 pydHOrO HAJIAIITY-
BaHHS CLIEHApIiB.

Oco0nMBO aKkTyaTbHUM 3aCTOCYBaHHS ITX TEXHOJOTIH € came ais skaHpy iardopmepiB. Ha BinqMmiHy Bin cTparerii
a6o RPG, e cxiamHICTh YacTo BH3HAYAETHCS KUTBKICTIO PECYPCIB UM BOPOTiB, y miaropMepax BoHA MPSIMO MOB’s3aHa
3 TEOMETPI€I0 PiBHA, PO3MIMICHHAM IIIaT(OpM, IIMTUOWHAMH SIM, IIBUAKICTIO BOPOTIB 1 9acToTOIO mepenikon. Came TomMy
ABTOMAaTH30BaHa T€Hepallis PiBHIB i3 KOHTPOJIEM CKJIAJHOCTI Ma€ MPAKTUYHY IIHHICTh — BOHA T03BOJISIE MAaCIITa0yBaTH
KOHTEHT, CTBOPIOBATH aJIallTHBHI BUKIMKH Ta YHUKAaTH MOHOTOHHOCTI. 3aCTOCYBaHHS IIYMOBHX, KITITHHHUX aBTOMATiB,
TpaMaTUYHUX CHCTEM, €BOINOLIHIX 1 MOMIYKOBHX aJITOPUTMIB CTAIO0 CTAHAAPTOM y JOCIIHKCHHSX Ii€l TeMaTtuku [7, 8]

I3 TeopeTruHOTO OIS LY, TPOLIEAYPHA TEHEPALlis Ta aAANTUBHA CKJIAIHICTh MOEAHYIOTh y COO1 €JIEMEHTH KIACHIHUX
ANTOPHUTMIB, CTOXaCTHYHHX IIPOIECIB i METO/IB MAIIMHHOTO HAaBUYaHHs. 30KpeMa, IONIykoBi miaxoau (search-based PCG)
BHKOPHCTOBYIOTH €BONIOMINHI aJTOPUTMH I TOMIYKY HaWKpamoi KoHGiryparii piBHS BiOIOBITHO 10 (QYHKIII OmiHIO-
BaHH:. [ pamaridHi MeToan OyIyroTh piBHI Ha OCHOBI (hOpMATFHIX MPABIUI, MOAIOHO O CHHTAKCHYHOTO aHaJli3y B MOBax
MporpaMyBaHHs. A CydacHi MiJXOAW, 3aCHOBaHI Ha MiIKpimmoBanpHOMY HadaHHI (Reinforcement Learning), mo3Boss-
I0Th HABYATH areHTa-reHeparopa CTBOPIOBATH KOHTEHT, SIKUi ONTUMAJIBHO BIAMOBIJa€ CTUIIIO TpU KopuctyBaya [9, 10].

[IpakTryHa MiHHAICTH JOCIIHKEHHS MOJISTA€E B TOMY, IO BIIPOBAKEHHS OAIOHIX aJTOPUTMIB Y peaibHi pymIii (SIK-0T
Unity, Unreal Egine abo Cocos2d-x) BiIKprBa€e MOXKJIHBICTh CTBOPIOBATH ITrPH, IO «’KUBYTHY» pa3oM i3 rpaBieM. Koxue
HOBE IIPOXO/KEHHS (hopMye BIACHUI MapIIpyT, BIACHUN HaOlp BUKIMKIB i BpakeHb. Lle He nwie miaBHITye 3aydeHiCTh
KOPHCTYBadiB, ajie i GOpMye OCHOBY ISl PO3BUTKY aJalTHBHUX HABYAJIBHUX 1 CUMYJSIMIHHUX CHCTEM, JIe Tpa MOXKeE
BUCTYTIATH MOJIEIUTIO HABYAIBHOTO CEPEIOBHIIIA.

[ompn gucneHHi mepeBaru, BUKOPUCTAHHS MIPOIEIypHOi TeHepallil Ta aJanTUBHOI CKIaTHOCTI OB S3aHE 3 PAIOM
BHUKIHUKIB. OIHNM 13 HUX € OIliHKa PiBHS «AKICHOCTI» 3Tr€HepOBaHOTO KOHTEHTY — a/IKE aITOPUTM MOXKE CTBOPUTH PiBEHB,
SIKMH TEXHIYHO KOPEKTHHH, aje irpoBo He30alaHCOBaHWH. [HIIMM BUKIMKOM € IMUTAHHS «BIAYYTTS KOHTPOIIO»: SKIIO
rpaBelb TOMIYaE, 110 IPa caMa IiUTAIITOBYETHCS i/l HHOTO, [I€ MOXKE 3HU3UTHU BiJUYTTSI YECHOTO BUKIIMKY. TOMY BaxIIH-
BHM HAIpsIMOM € po3poOKa CHCTEM, SKi 3aJIUIIAIOTh afanTaIlilo HETOMITHOO0, 30epiraloun mprupogHICTh IPOIIECy.

DopMyJIIOBAHHS METH A0CTiIKEeHHS

TakuM 4WHOM, PO3BHTOK aJTOPUTMIB i METOZIB MPOIEIypHOi TeHepallil Ta aJanTUBHOI CKIaTHOCTI PiBHIB B irpax-
m1aTopMepax € OIHUM i3 HAUOIBII MePCIIEKTHBHUX HAMIPAMIB CydacHOI irpoBoi po3poOku. BiH moenHye MaremMaTiudHi
MOJIelli, aHANITHKY MOBEIIHKH, IITyYHUHA {HTEJeKT i KpeaTHBHAN IW3aifH, BIIKPUBAIOYN HOBI MOMKJIMBOCTI SK [UIS Hay-
KOBHX JTOCIIKeHb, TaK 1 IS iHAYCTPiaJbHOI MPAKTHKH. Y IIbOMY KOHTEKCTI CTBOpeHHs mportoturry 2D-mmardopmepa
3 MPOIEAYPHOIO TeHEPAali€l0 PiBHIB 1 aIaNTHBHOIO CKIAJHICTIO MOXKE CTATH HE JIMIIE JEMOHCTPAII€I0 TEOPETHIHHX
MIPUHITUIIIB, a i MPAKTUIHUM BHECKOM y PO3BHTOK TEXHOJIOTIH iHTEIEKTYaIbHOTO TeMAN3alHy.

BukageHHs 0CHOBHOTO MaTepiaJly A0CTiTKeHHs

[Tix gac po3poOku rpu-mraTGopmepa 3 IPOIEeaYPHOIO TeHEepaIli€lo PiBHIB 0COOIUBY YBary NPUALISIETHECS CTBOPEHHIO
30aJ1aHCOBAaHOTO iIrPOBOTO CEPEIOBHIIIA, SIKE TOEAHYE 3PYUHICTh KEPYBaHHS, THYUKICTh MEXaHIK, JOCTYITHICTb JJIS ITHPO-
KOTO KOJIa TPaBLiB i 3MaTHICTh aJalTyBaTUCS IO PI3HUX CTUIIB MPOXOIKEHHS. BpaxyBaHHS moTped sIK HOBAdKiB, Tak
1 TOCBiTYEHNX KOPHCTYBadiB AO3BOJISE MOOYAYBaTH AWHAMIUHY CHCTEMY CKIAIHOCTI, IO MATPUMYE IPUPOAHUAN TEMI
rpu Ta 30epirae iHTEpEC MPOTATOM YCHOTO MPOIIECY.

[IponoHyeThCs peani3oByBaTH MpoIEC MPOEKTYBAaHHS HAa OCHOBI MOIIAPOBOTO MiAXOMY IO HPOUEAYypHOI TeHeparlil
PiBHIB, KM PO3IIANAETHCS K OJMH 3 ETAIIB APXITEKTYPHOTO POEKTYBAHHS iIrPOBOTO KOHTEHTY. Mloro cyTHiCTb mossrae
y HOCiIOBHOMY (hOpMyBaHHI CepeoBHINA — Bil 6a30BHX e€NIeMEHTIB (IPYHTY, TIaTGOPM, 30H TIepEeCyBaHHS) IO KOMIIO-
HEHTIB BHIIOTO PiBHA (BOPOTIB, MACTOK, NEKOPATHUBHUX 00 €KTiB). Taka cTpyKTypa JO3BOJISIE 3a0€3IEUUTH JIOTIYHY BIIO-
PAAKOBaHICTH, KOHTPOJb HAJl B3a€MOJI€I0 00’ €KTIB 1 3armobiranas KOH(IIIKTaM IIPH PO3MIICHHI.

3anpornoHoBaHa OaraTopiBHEBa MOJIEITb TEHEPALli XapaKTepU3y€eThCS Iepe10aTyBaHiCTIO, THYYKICTIO Ta MacIITaboBa-
HicTIO. BOHa crpoIye HaIaromKeHHs, ake IIOMIJIKH JIETKO JIOKATi3yIOThCA B MEKaX OKPEMHUX IIapiB, i TO3BOJIIE PO3-
[IMPIOBATH TPy IIISXOM JOAaBaHHSI HOBUX MOAYJIIB — HATPHKIIA, IAPiB «CKapOiBY, TOTOTHUX e(EKTIiB UM IEKOPATUBHIX
00’extiB. Kpim TOTO, MOZIENE IHTETpYy€E MEXaHI3MHU aIalTHBHOI CKIIaTHOCTI, SIKi JMHAMIYHO 3MIiHIOIOTh ITapaMeTPH IeHe-
parii 3aJexHO Bif [iif rpaBIli: cHCTeMa MOKe 301IbITyBaTH KUTBKICTh BOPOTiB 200 MACTOK IPH MIBUAKOMY IIPOXOKEHHI,
Y HaBIIaKH, CIIPOIIYBATH T€OMETPil0 PiBHS IPU YHCICHHUX NoMmiuTkax. CaMe Ha IIbOMY €Talli JOIIFHIAM CTa€ BHUKO-
pucTaHHS IIyMOBUX (yHKIIH, 30kpeMa mrymy Ileprmina, mo 3abe3mnedye MpUpPOIHICTh, KOTEPEHTHICTH 1 BapiaTUBHICTH
ITPOBOTO MIPOCTOPY, CTBOPIOIOYH IIABHHUHN TIEPEXi O HACTYIHOTO eTaIly TeHepallii — OOyIOBH ITyMOBHUX KapT piBHS.
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OpmHHUM i3 KITIOYOBUX IHCTPYMEHTIB, II0 BUKOPHUCTOBYETHCA ISl CTBOPEHHS MPHUPOJHUX, IIIABHUX 1 BapiaTUBHUX
irpoBux cepemopum, € urym Ilepiina — matemaruuna ¢yHKiis, pospodnena Kenom Ilepminom y 1983 pomi [11]. Ti
OCHOBHA iiesI TIOJIsSITae y CTBOPEHHI KOTEPEHTHOTO (Y3TOMKEHOIr0) MIyMy, TOOTO Takoro, y sIKOMY CYCiIHI 3HaueHHS
MAaIOTh JIOKaJIbHY KOPEJIAIiI0 Ta 3MIHIOIOTHCS IIABHO, Ha BiAMIHY BiJx BAMAgKoBHX (OiIHMX) IIyMiB, 1€ KOXKHA TOYKA HE
3aJIeXKUTH BiJ cycigHix. Came s BIacTuBicTh poOouTh mrym [lepiina Hag3BHUYaifHO KOPUCHIM UTA 38724 KOMIT FOTE€PHOT
rpacdiku, npoueaypHol reHeparii sanamadTiB, TEKCTYpP, XMap, MOPChKHUX XBUJIb, & TAKOXK JUIsl TOOYIOBH PiBHIB y 2D
ta 3D irpax.

SAxmo Bumaakosi urcna Mixk 0 Ta 1 3acTocyBaTn 6€3M0CepEaHBO U CTBOPEHHS KapTH BUCOT, OTPUMAEMO TaK 3BaHUN
Oinuii mIyMm, y SIKOMY BIICYTHSI CTPYKTypa — CyCiTHI TOYKH 3MIHIOIOTBCS Pi3Ko ¥ xaotwdHO. (puc. 1) Takwii pe3ymsrar
BUDIIsa€ HENpUPoAHbO. HatomicTs mrym [epiina Gopmye «ItaBHI» XBUIENOAIOHI CTPYKTYPH, SIKi OKO JHOAMHU CIPHii-
Mae SIK IPUPOIHi Bi3epyHKH — maropou, JOJIMHU, XMapH a0b0 MoBepXHIO 3eMii (puc. 2). Lle mocsraeTbes 3aBAsSKA MaTeMa-
TU4HI 00yI0B1 QYHKIIT, y SKii BUNIAIKOBICTh MTOEJHAHA 3 JIOKAJIHHOO 3IJ18/PKEHICTIO.

‘;\::}.V:!.t" &, b 4'

“J.'

Puc. 1. Bimii mym

Puc. 2. lllym Iepaina

dopmanbHO ogHOMIpHUIT HityM [lepriHa omucyeThes SIK 3BayKeHA CyMa JIOKAJIbHUX IPali€HTIB:

P(x) = fade(t) - Gi
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ae:
X — KOOp/IMHATA,
1 — IH/IEKC PEeIIiTKA HaBKOJIO X,
Gi — BUITagKOBUI1 HAIIPSMOK T'pajieHTa B TOYI PEIIiTKH i,
ti = X — 1 — JIOKaJIbHE 3MIIIEHHS BiJf TOYKU PEIIiTKH,
fade(t) — ¢pyHKIis 3rMapKyBaHHS, IO 3a0e3Medye IUIaBHi epexoan (3a3Buyait fade(t) = 6t° — 15t* + 10¢%).

3apnsaku ¢yHKIil fade() oTpUMy€eThCA HemepepBHE 3HAYCHHS, a TPAli€HTH BHOCATH KOHTPOJIHOBAaHY BapiaTHBHICTE.
PesynpraroMm € QpyHKIIiS, 10 BUITISAA€ BUITAIKOBO, alle 30epirae JoKajIbHy TapMOHIIO — caMe IIe 1 € KOTePeHTHHUH IIyM.

[Tym Ilepmina Mae HU3KY TIepeBar, o poOJIATh HOTO OTHIM i3 HAWTTOMIMPEHIIINX IHCTPYMEHTIB Y IIPOLIeAypHill reHe-
pauii KoHTeHTy. FI0ro rojoBHO OCOGIHBICTIO € IIABHICTD i HEMEPEPBHICTh, a/DKe 3HAUCHHS 3MIiHIOKOTHCS MOCTYIIOBO,
0e3 pi3KUX MEePexoAiB, 3aBASKH YOMY CTBOPIOIOTHCS MPHPOAHI ¢opmu i cTpykTypu. BomHouac mrym Ilepriina € merep-
MiHOBaHUM — IIPY OJHAKOBHX BXiTHHX IapaMeTpax BiH 3aBKIH Ja€ iNeHTUIHAN Pe3ysbTart, 0 J03BOJISE BiITBOPIOBATH
oIHaKoBi piBHI a60 manamadtu. llle oxgHielo mepeBaroro € KOHTPOIHOBaHA BUMIAIKOBICT: OTPHMaHi MaTePHU BUITISIAIOTh
MIPUPOAHO, HE MAIOYH SBHO BUpaxkeHoi nepioamaHocTi. KpiMm Toro, mrym Big3Ha4aeThCs MACIITA00BaHICTIO — HOTO MOKHA
BHKOPHCTOBYBATH 3 Pi3HUMH YacToTaMmH (scale), moenHyro49n KilbKa piBHIB Ut (hOpMyBaHHS CKIAQAHUX (ppakTampHUX
CTPYKTyp (octaves). 3aBOSKHA UM BIACTUBOCTAM IIyM [lepiiHa mMpPOKO 3aCTOCOBYETHCS LI TeHeparlii JTaHamadTiB
1 BU3HAYEHHS BHCOT TIOBEPXHi, PO3MOALTY BOIH, peCypciB 4 Oi0MiB, CTBOPEHHS BapiaTUBHOCTI irpoBUX 00’ €KTIB 3a (op-
MO0, PO3MIpOM a00 KOJIBOPOM, a TAKOXK JJIS IMITaIlii IPUPOTHIX TEKCTYP — TAKHUX SIK XMapH, TPaBa UM KaMiHb.

V irpoBux pymisx peanizamis mymy [lepnina qoctymnHa gyepes BOynoBaHy ¢yHKIio (ko Ha Unity):

float height = Mathf.PerlinNoise(x * scale, y * scale); Unity
float Height = FMath::PerlinNoise2D(FVector2D(X * Scale, Y * Scale)) * MaxHeight; Unreal
Engine

[TapameTtp scale Bu3Ha9ae 4acTOTy IIyMy: MEHIIE 3HAYCHHS J1a€ TUIABHI BEIHKI XBWII, OibpIne — ApiOHI HEPIBHOCTI.
Otpumane 3Ha4eHHS height (y miamasoni [0, 1]) BUKOpHCTOBY€EThCS st OOUMCIIEHHS BHCOTH TOBEPXHi a00 UIS MpH-
WHATTA pillIeHHS, KU THI OJIOKY PO3MICTHTH Y IaHiil TOYIi — 3eMJITI0, BOLY, IaT(opMy Y OPOKHIN TPOCTIp.

Hanpukian (kox Ha Unity):

float height = Mathf.PerlinNoise(x * 0.1f, seed) * maxHeight;
int y = Mathf.FloorToInt(height);

TaxuM 9UHOM, JU1s KO)KHOT KOOPIMHATH X BU3HAYAETHCS BHCOTA Y, 110 yTBOPIOE IIaBHUI penbed piBHA. KoMOiHyBaHHS
JEKITBKOX MapiB IIyMy 3 Pi3HUMH IMapaMeTpaMy YaCcTOTH Ta aMILTITYIH T03BOJISIE CTBOPIOBATH CKJIAIHIMNI Tomorpadii —
BiJl M’SIKHX TaropOiB 10 XaOTUYHUX CKEIBHUX CTPYKTYP.

Buxopucranns nrymy [leprnina y cucremi nomrapoBoi reHepailii piBHiB 3a0e3nedye npupoaHicTs HopM, BapiaTHBHICTh
PpO3MIIIeHHS 00’ €KTiB 1 MATPYHTS AJIS MOJAIBIIO] ajanTallii CKJIagHOCTi, aJpke 3MiHa mapaMmeTpiB scale unm maxHeight
JTa€ MOXKJIMBICTB KePYyBaTH «peinbedoM» PiBHS, CTBOPIOIOYH IJIaBHI 00 HABIMAKH — TWHAMIYHI, CKITAHI JJIS TPOXOIKCHHS
TUTSHKH.

[ompu cBoro THyUKicTh, KiIacuuHuil myM Ilepmina Mae oOMEXEHHS: MPH BUKOPUCTAHHI OTHOTO PiBHS YaCTOTH Ta
aMILTITYIU OTpUMaHa KapTa Ma€ HaJTo piBHOMIpPHY CTPYKTYPY — BEJIMKI TUTaBHI XBWIIi Oe3 apibnux geraneii. 11106 momo-
JaTH II0 TIpoOJieMy, Y MPAaKTHUIl KOMIT IOTEPHOI Tpadikd Ta MPOIETYPHOTO MOJEITIOBAaHHS BHKOPUCTOBYETHCS (hpak-
TanpHUA myM [12], abo mym i3 «okTaBaMm» (octaves), sKuii € KOMOiHAII€0 KUTBKOX piBHIB mrymy Ileprina 3 pisHUMH
MacuTabamu.

OpakTanbHUI ITyM MOXKHA TIOAATH K CyMY KUTBKOX IIapiB (octaves) 6a30BOTr0 MIyMy, KOXKEH i3 IKUX Ma€ BIACHY Yac-
TOoTy (MacmITad) i aMIUTiTYay (BIUTUB HA PE3YIBTaT):

n—1

F(x,y) = Zampi 'PerlinNoise(x - freq,,y- freq[)
i=0

ae:
N — KUTbKICTh IIapiB,
freq, = baseFreq -2’ — wactora mis i-ro mapy,
amp, = baseAmp - persistence’ — aMILIiTy/a, 0 3MEHIIYETHCS 31 3DOCTAHHSAM i,
persistence € [0,1] — koedilieHT 3MeHIIeHHs aMIuTiTyau (3a3Bu4aii 0.5-0.7).
Takum ynHOM, TEepUIMH [Iap CTBOPIOE BENHUKI 3arajbHi KOHTYpHU penbedy, a HACTYIHI JOJAr0Th OpiOHI JeTali, Tek-
CTypYy Ta BapiaTUBHICTb. Pe3ynbrar — npupoaHiil nrym, 1o noeaHye IiaBHI MaKpOCTPYKTypH Ta ApiOHOMaciuTaOHi oco-
6nmBocri. Le#t npuHnmn aHanoriyauii moOynoBi GpakTanis, 3BIAKH IOXOIUTH 1 caMa Ha3Ba METOJY.
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Puc. 3. ®pakranbuuii mym Iepaina

VY pymii Unity ¢pakradpHAN IIyM JIETKO peali3yeThes MUIIXOM CyMyBaHHS Kinbkox BHKIMKIB Mathf.PerlinNoise()
3 pi3HUMH MacmTabaMu:

float FractalNoise(float x, float y, int octaves, float persistence, float scale)
{

float total = of;

float frequency = 1f;

float amplitude = 1f;

float maxValue = of; // ana Hopmaniszsauil

for (int i = @; 1 < octaves; i++)
{
total += Mathf.PerlinNoise(x * frequency * scale, y * frequency * scale) *
amplitude;

maxValue += amplitude;

amplitude *= persistence;

frequency *= 2f;
}

return total / maxValue;

VY Mexax IpOro JOCHTIKEHHS 3allpOIIOHOBAHO HOBUH TiOpWIHWMU MiAXin A0 TeHepalii piBHIB, SKUH NMOEAHYE TPU
KITIOYOB1 MPHHIINTIN:

o TJlomapoBa apxiTekTypa: 3a0e3neuye CTpyKTypOBaHy, KepOBaHy JIOTIKy CTBOPEHHS PiBHS — BiJ 0a30B0O1 3eMIIi 110
BOPOTIB i IEKOPATUBHUX E€IICMEHTIB.

o ®@paxransuuii mym Iepaina: 3amae 0CHOBY U KOXKHOTO TIapy, (popMyrOUYr MPHUPOAHI MEPEXOAN MK JiJISTH-
KaMH Ta BU3HAYAIOUH TOTOTpadiro piBHS 3 pi3HOIO eTali3alli€ro.

e AanTHBHA CKJIAHICTB: MUHAMIYHO MOAMQiKye mapaMeTpu myMy (HampHKiaj, scale, persistence, KidbKiCTh
octaves) Ha OCHOBI [Tiii TpaBIIs — MiABUIYIOYH 200 3HIDKYIOUH YacTOTY HEPiBHOCTEH, TOBKUHY IIAT(GOPM U1 MIITHHICTH
MacTOK.
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Take moemHAaHHS TO3BOJISIE CTBOPUTH CAMOANANTHBHUI TeHEpaTop piBHIB, SAKUil He nuiie (GopMye pi3HOMaHITHE
CepelOBHIIE, ajie i PEryIoe CKIAAHICT Y peanbHOMy daci. Hampukman:

e TIpH MIBUAKOMY IIPOXOPKEHHI piBHSA Tpa 301mbIIye mapaMeTp frequency, CTBOPIOIOYH HIUTBHINTY CTPYKTYpPY IUIaT-
¢dopM 1 ckIamHIITI TIepenanu;

® IIPH YaCTUX MOpa3KaxX — 3MEHIITy€e aMILTITYAy IIyMy, POOJISTIH IOBEPXHIO PiBHIIIONO 1 MMPOCTIIIONO IS HaBiTaIlii.

3aBasgKU IFOMY CHCTEMA OTPUMYE BIACTUBICTh pEaKTHBHOTO AW3alHy (responsive design), KoM piBeHb HE € CTATHYHO
3amaHuM, a popMyeThCs y B3aeMoIii 3 TpaBueM. Lle He nurre migBuiLye peirpadensHicTb, aje it Habmmkae rpy 10 KOHIIeTI-
1ii «iHTEePaKTUBHOI TBOPYOCTi», onucanoi B [13], 1e KoprcTyBad BUCTYIA€ CIIIBTBOPIIEM IIPOIIECY.

Takum unHOM, (pakTampHuil mym [lepiiHa y moenHaHHI 3 HOMIAPOBOIO apXITEKTYPOIO Ta aJalTUBHOIO JIOTiKOIO
CKJIagHOCTI (hopMye HOBHHU MiAXin A0 mpomenypHoi reHeparii y 2D-mmardopmepax. Bin mo3Boisie cTBOpIoBaTH IpH-
poxHi, HerlependadyBaHi, ajie KEPOBaHi piBHI, 10 3MIHIOIOTHCS 3aJI€KHO Bi JOCBiTY, IIBUAKOCTI Ta CTHITIO TPH KOPUCTY-
Bauda. Taka cucTeMa IO€IHY€E aITOPUTMIYHY CTPOTICTh 3 €I€MEHTaMH TUHAMIYHOI TBOPUYOCTI, IO BiAIOBiIa€ CydYacHUM
TEHACHIIISM Y TaTy3i iIHTeJIeKTyalIbHOTO TeHMIN3aiiHy.

3 ypaxyBaHHSIM TEOPETHYHUX NPHUHIHUIIB MPOIEIypHOi reHepamii Ta ¢pakraipHOoro 1mrymy Ileprina, peanizoBaHO
KOMIIICKCHHIT a7IropuT™ oOyI0BH piBHS Y cepenosuii Unity. Floro 0cHOBOIO € MOeIHAHHS MOIIAPOBOTO ITiAXO/Y 3 KEPO-
BaHUMH MTapaMeTpaMH IIyMy, III0 JO3BOJISIE CTBOPIOBATH YHIKAJBHI irpOBi JIOKAIIi i1 9ac KOXKHOTO 3aIyCKy TpH.

ApxiTekTypa reHeparlii moOymoBaHa 3a MOIYIEHUM MIPHHIIUATIOM, 1€ KOXKCH KOMIIOHEHT BiATIOBiZa€ 32 OKPEMY CTAIiI0
moOymoBu piBHA. KoXeH eTan mparitoe He3aJIesKHO, BAKOPHUCTOBYIOUH CITUTBHI ITApaMeTpH, M0 IepenaloThes uepe3 KoHDi-
rypauniiiauii 00’ ext LevelSettings. Taxuit migxin 3a0e3mnedye JIerKy MacmTaboBaHICTh 1 MOXKIIUBICTD 3aMiHHA OYIb-SIKOTO
Mozyist 6e3 BIUIUBY Ha PEIITY CHCTEMH.

OCHOBHI MOZyTi CHCTEMHU:

NoiseGenerator: 004nCITIOE KapTy BUCOT 3a IOTIOMOTOI0 (ppakTansHOro mrymy IlepiiHa (BUKOPHCTOBYIOTHCS TTapame-
Tpu scale, persistence, octaves, seed).

TerrainBuilder: mepeTBoproe kapTy BUCOT y 06a30By Tomorpadiro piBHS (IpyHT, IIIAaTGOPMH, TOPOXKHI JUITHKHA).

ObstaclePlacer: nonae mepenrkonu (MM, SIMA, TTACTKHN) 3TiAHO 3 JIOTIKOIO HOMIAPOBOI MTOOYIOBH.

EnemySpawner: po3miliye BOpOTiB Ha PiBHUX IMOBEPXHAX 3 YPaXyBaHHAM CKIAIHOCTI TPH.

AdaptiveController: anamizye moBemiHKy TpaBIli (KUTBKICTh CMEPTEH, IBUAKICTH MPOXOIKEHHS, CEPEIHINi Jac peax-
1ii) 1 3MiHIOE TapaMeTpH TeHepallii A1 HACTYITHOTO PiBHS.

Hwmxde HaBeneHO CIIPOIIEHNH TICEBIOKO aJTOPHUTMY TeHepalii piBHA:

function GeneratelLevel(seed, difficulty):
setParametersBasedOnDifficulty(difficulty)
heightMap = FractalPerlinNoise(seed, scale, persistence, octaves)

for x in range(levelWidth):
height = heightMap[x]
for y in range(levelHeight):
if y <= height:
placeBlock("ground", x, y)
else if y <= waterlLevel:
placeBlock("water", x, y)

placePlatforms(heightMap)
placeSpikes(heightMap)
placeEnemies(heightMap, difficulty)

[ling gac BUKOHAHHS TpH, MICIS 3aBEPIICHHS PIBHSA, CHCTEMa Iepelae JaHi MPO MPOAYKTHBHICTH TPAaBLS MOIYIIO
AdaptiveController, sikuit KOpuUTy€e CKIaIHICTD:

function UpdateDifficulty(playerStats):
if playerStats.deaths > threshold:

scale -= 0.02 // 3MeHWeHHA XBUNACTOCTi penbedy
octaves -=1 // MeHwe ppibHux peTanei

else if playerStats.speed > avgSpeed:
scale += 0.02 // BpibHiwi KonuBaHHA noBepxHi
octaves += 1 // 6inbwe peTtanen
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TakuM 9rHOM, KO)KE€H HACTYITHU piBeHb POPMYETHCS 3 ypaXyBaHHIM IOTIepenHiX Aiii rpaBis. Lle cTBoproe edexT eBo-
IO CKJIAHOCTI, KOJIH Tpa TMHAMIYHO IiAJIamTOBYEThCA IO KOPHUCTyBaya, He MoTpedyroun (ikCOBaHMX HAJIAIITYBaHb.

VY mpaxtuunii peanizamii B Unity BukopucToByeThcsi Tilemap-cuctema, mo J03BOJSE Bi3yallisyBaTH 3TeHEpPOBaHI
Omoku y BUIIIsLI cripaiiTiB. OcHOBHUI ckpunT LevelGenerator.cs BUKOHYE iHiITiai3alliio OIyMy Ta oOyIoBy JaHAMAPTY:

for (int x = @; x < width; x++)

{
float height = FractalNoise(x, seed, octaves, persistence, scale) * maxHeight;
for (int y = @; y < height; y++)
tilemap.SetTile(new Vector3Int(x, y, 0), groundTile);
if (height < waterThreshold)
tilemap.SetTile(new Vector3Int(x, Mathf.FloorToInt(height), 0), waterTile);
}

Moaynb AdaptiveController.cs nepioAM4HO OHOBJWE MNapamMeTpu reHepaTopa:
if (player.deaths > 3)

{

generator.scale *= 0.95f;

generator.octaves = Mathf.Max(2, generator.octaves - 1);
}
else if (player.score > 1000)
{

generator.scale *= 1.05f;

generator.octaves = Mathf.Min(8, generator.octaves + 1);
}

VY pesynbrari, HaBiTh 0€3 30BHINIHROTO BTPYYaHHS, TPa CTBOPIOE HOBI KOMOiHAIli pernbedy, 3MIHIOIOUH KUTBKICTh

1 CKITaJHICTh TEPEIIKOA, TUIAaBHO (OPMYIOUHX iHAWBITyaTbHUH TEMH TPH.
BucnoBku

VY Mexax 1miei poOoTH peari3oBaHO MOJIEINb IIPOLeAypHOI TeHeparlii piBHIB y 2D-mnardopmepi, o 6a3yeTscst Ha KOM-
OiHaIIii momapoBoro Miaxoay, hpakraapHOTO IIyMy llepiina Ta afanTHBHOI CHCTEMH CKJIQIHOCTI. TaKuii ImiIXi JO3BOJISE
(hopMyBaTH yHIKaJbHI iTPOBi PiBHI 3 MPUPOXHOIO Tomorpadiero, aganTyBaTH HapaMeTpH TeHepallii BiAIOBIAHO O CTHIIO
1 HAaBUYOK TpaBIls, 30epiratu 6aaHc MiXK BUIAIKOBICTIO Ta KEPOBAHICTIO CTPYKTYPH TPH, a TAKOX ITiBUILYBaTH MOTH-
BaIlil0 7O TMTOBTOPHOTO NPOXOKEHHS 3aBISKU MEPCOHATI30BaHOMY irpoBoMy mocBinmy. [Ipaxtuuna peamizamis y Unity
(C#) mpomemoHcTpyBasia, 0 BapiloBaHHS MapaMeTpiB myMy (scale, persistence, octaves) y moeJHaHHI 3 IIOBEIIHKOBUMHU
MEeTpHUKaMH KOPUCTYBada Ja€ 3MOTY CTBOPIOBATH TUHAMIYHY CHCTEMY PiBHIB, III0 MIPUPOAHO pearye Ha il rpaBIs.

OTtpumaHi pe3yabTaTH MiATBEPIKYIOTh €(peKTHBHICTF KOMOIHOBAHOTO MiAXOMY SK IHCTPYMEHTY HE JIHIIE IS CTBO-
PEHHSI KOHTEHTY, a W JUI1 PO3BUTKY KOHIIEIIl IHTEIEKTyaJbHOTO redMAn3aiiHy, y SKOMYy I'pa BHCTYNA€ aIalTHBHUM
CEpEIIOBHUINEM B3a€MOIIT 3 KOPHCTYBAIEM.

Po3pobieHi anropuTMu Ta METOIM MAalOTh YHIBEpCalbHY CTPYKTYypy ¥ MOXYTh OyTH HIBHIKO iHTETPOBaHI B cepel-
opumia Ha C++, 3okpema B pymii Unreal Engine Ta Cocos2d-x, 6e3 BTpaT (yHKIIIOHAIHHOCTI YH TOTpeOH y CyTTEBiit
momudikamii apxiTekTypu. IXHS MOXY/IBHICTD i He3aNEKHICTh Bil KOHKPETHOTO PYIIis T03BOISE MEPEHOCUTH KIIOYOBI
KOMITOHEHTH — T€HepaTop IIyMy, afalTHBHUI KOHTPOJIEp i MOIIapoBy JIOTIKy MOOYyIoBH piBHS — 03 3MiH Y JIOTiMi ajro-
putMmis. Lle 3abe3mneuye MikIIaTGOpMHICTD, CyMiCHICTB 13 Pi3HIMH CHCTEMaMH PEHICPUHTY H (i3UKHU Ta BiIKPHBAE MOXK-
JIMBOCTI AJIsl BUKOPUCTAHHSI €IMHOTO T€HEPATHBHOTO Spa B PI3HUX IMPOEKTAX

Takum 9rHOM, PO3pOOICHA METONUKA MOENHYE S(EKTHBHICTE MAaTEMATHUYHUX MOJEINEH 13 MPaKTHIHOI THYYKICTIO
peaumizamii, o poOHTH 11 IPUAATHOFO SIK IJISt OCBITHIX 1 TOCHITHULIBKAX €KCIIEPHUMEHTIB, TaK 1 U mpodeciiHoi po3poOku
irop i3 IpOLeAYPHOIO TeHEPAIi€I0 Ta aJallTHBHOIO CKIHICTIO.

[omampmmii PO3BUTOK TEMH MPOIEAYypHOI TeHepamii IOB’sI3aHUK 13 3aCTOCYBaHHSAM pO3MHPEHUX MaTeMaTHd-
HUX MOJeNed I KepyBaHHS HE JIMIIE TEOMETPI€I0 PiBHIB, a i MOBEIIHKOBIMH XapaKTEePUCTHKaMHU ITPOBHX arcHTIB.
BuxopucTaHHS CTOXaCTUYHUX TPOIECIB — TaKUX K (paKTaIbHUN OpPOYHIBCBKHH pyX UM BHIAAKOBI moiisi MapkoBa —
MOXKe 3a0e3MeunTH TUHAMIYHY aJalTalilo CKIaJHOCTI BOPOTIB y Yaci, y3ropKeHy 3 HisIMH TpaBLs. Y bOMY KOHTEK-
CTi IIyMOBi (YHKIIIT 37aTHI BUKOHYBaTH POJIb KEPYIOUNX CHT'HAJIIB IHTEHCHBHOCTI BUKIIMKY, BU3HAYAIOUH IIUIBHICTE 200
arpecUBHICTh CYNPOTUBHUKIB. [loeqHAHHS MUX MiAXOAIB i3 METOIAMH ONTHMI3aIlii CTBOPIOE OCHOBY IJISl €JMHOI aar-
TUBHOI CHUCTeMH OalaHCy, y SKili CTPYKTypa piBHS Ta MOBEIIHKAa BOPOTIB €BOJIOIIOHYIOTE CHHXPOHHO, 3a0€3Iedy0un
MIPUPOAHY ¥ TMOCTIIOBHY AWHAMIKY irpOBOTO MIPOIIECY.
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