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AHAJII3 TA HOPIBHAHHS ICHYIOUUX METO/IIB TEHEPAIIIL IABIPUHTIB
B KOMII'IOTEPHUX ITPAX

B enoxy ingpopmayitinozo cycninecmea, Oe gisyanizayis i2pogux ma CUMYIAYIHUX NPOCMOpI8 HAOY8ac éce binlbUl020
3HAYeHHsl, PO3POOKA aneopummis 01 ceHepy8anus 1abipunmie cmae 6ce Oinbul akmyanvrolo. lnmepakmueni iepu, 8ip-
MYanbHA PealbHiCMb, HABYUAIbHI niam@opmu ma iHwi cgepu nompebyioms cenepayii 1a6ipunmis pisHoi cKI1aOHOCmi
ma Kougieypayii, wob 3abezneyumu pisHOMAHIMM Ma 3axonaYULl 00C8i0 01 2pasyie ma kopucmysauie. Tpaouyitini
Memoou eenepayii 1abipunmis, maxi Kk areopumm Bincona abo ancopumm Ilpuma, moscyms 6ymu obmediceHi y c8oili
SHYYUKOCMI Ma 30aMHOCMI CMEOPr8amu 1a0ipuHmu 3 3a0anumu xapakmepucmuxamu. IIpoyedypui memoou 2enepysan-
HA 1aOIpUHMie NPONOHYIOMb OLTbUL SHYUKULL Ma NOMyxCcHUll nioxio. L{i memoou 0ossonsioms 2eHepysamu 1adipunmu
3 PISHUMU NaApamempamu, MAaKumu AK posmip, CKAAOHICMb, MUN PO32ANYHCEHHS, HAABHICIb MYNUKIE Ma IHWUX ele-
MeHmis. 3a60KU YboMy NPOYEeOYPHI Memoou CMmaioms 6ce Oilb NORYISIPHUMU OIS 2eHepayil 1aOIPUHMIE Y UWUPOKOMY
cnexmpi 3acmocysats. Lle docniodcenns mae Ha memi ROPIGHAMU PI3HI aneopummu eenepayii 1abipunmis. B pobomi
00CAI0ACYEMBCST MA NOPIGHIOEMBbCA N 'simb aneopummie: Recursive Backtracker, Kruskals Algorithm, Aldous-Broder
Algorithm, Hunt-and-Kill Algorithm ma Binary Tree Algorith. Icnye HeobXiOHicmb 6u3HAYEHHS eeKmMUBHOCMI PI3HUX
Memooig 3 MOoyYKYU 30py CIMPYKMYPHOI CKIAOHOCMI ma 8apiamusHOCmi cmeopeHux 1abipunmis. AHaniz enaugy pisHux
Memooie Ha 0OYUCTIOBATIbHI pecypPCU MA YAC 2eHepayii MAaKoXtc € KIIOUOBUM ACNEKMOM, 0COONUBO Y BUMOTUBUX 3ACIO-
CYHKAX, Maxux sx ioeoiepu uu cumynsyii. Takuil ananiz 003601ums U3HAYUMU ONMUMAIbHI MA eekmueni nioxoou 00
2eHepayii 1a6ipunmis 0Jist Pi3HUX 3acmocyeans. Pesynemamu 0ocnioocenss moscymos Oymu KOpUCHUMU 0151 PO3POOHUKIG
KOMR FOMepHUX i2op, 0151 OOCTIOHUKIE WMYYHO20 THMENeKMY, SKi XOuymb po3pooumu anieopummu 01 GUPIUEHHs 3a0ay
Ha mapwpymusayiro, mowjo. Lle docniocents 0onomodice po3poOHUKAM Kpauye 3p03yMImu MONCIUBOCHE MA 0OMeHCeHH s
KOJMCHO20 aneopummy, wob 3pobumu ceioomuil 8uoip.
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ANALYSIS AND COMPARISON OF EXISTING MAZE GENERATION METHODS
IN COMPUTER GAMES

In the era of the information society, where the visualization of game and simulation spaces is becoming increasingly
important, the development of algorithms for generating mazes is becoming more and more relevant. Interactive
games, virtual reality, educational platforms, and other areas require the generation of mazes of various complexities
and configurations to provide variety and an engaging experience for players and users. Traditional maze generation
methods, such as the Wilson algorithm or the Prim's algorithm, may be limited in their flexibility and ability to create
mazes with specified characteristics. Procedural maze generation methods offer a more flexible and powerful approach.
These methods allow generating mazes with different parameters, such as size, complexity, branching type, presence of
dead ends, and other elements. As a result, procedural methods are becoming increasingly popular for maze generation
in a wide range of applications.

This research aims to compare different maze generation algorithms. The paper investigates and compares five
algorithms: Recursive Backtracker, Kruskal's Algorithm, Aldous-Broder Algorithm, Hunt-and-Kill Algorithm, and Binary
Tree Algorithm. There is a need to determine the efficiency of different methods in terms of structural complexity and
variability of the generated mazes. Analyzing the impact of different methods on computational resources and generation
time is also a key aspect, especially in demanding applications such as video games or simulations. Such analysis will
help identify optimal and efficient approaches to maze generation for different applications.The research results may
be useful for game developers, for researchers in artificial intelligence who want to develop algorithms for solving
routing problems, and so on. This research will help developers better understand the capabilities and limitations of each
algorithm to make an informed choice.

Key words: algorithm, maze, Unity, game, maze generation.

IHocTanoBka npob6aemMn

VY cydacHoMy iH(OpMaLiiIHOMY CYCIIJIbCTBI, /i€ Bi3yallizallist IrpOBHX Ta CUMYJIALIHAX CEPEIOBHII BiJIIrpa€e BAXKINBY
POIb, PO3pO0Ka MPOIICYPHUX METO/IIB TeHepallii JAOIPHUHTIB CTa€ aKTyallbHOIO 331a4€t0. [HTepaKTHBHI irpH, BipTyalbHa
peaybHICTh, HaBYAIBHI TIAaT(GOPMH Ta iHII 00JIaCcTi BUMAararoTh reHepallii pi3HUX THIIB Ja0IpUHTIB Ui 3a0€3MeueHHs
PI3HOMAaHITHOCTI Ta BUKJIMKY TPaBLiB 200 KOPUCTYBayiB.

AHani3 ocTaHHIX A0c/iTxKeHb i myOsikanii

Ha ceoromuimniii geHb Ja0ipUHT BXE HE MPOCTO TOJIOBOJIOMKA. Y Tajly3i KOMIT IOTEPHHX irop BiH MOXE CITYXKHTH
OCHOBHOIO CTPYKTYPOIO JJIs piBHIB, Y pOOOTOTEXHILI — K ruardopmy Juis IeMOHCTpallil HaBYalIbHUX 3i0HOCTEH pobOo-
TiB. B oOnacti apXiTeKTypu HOro Bi3epyHOK MOXKHa BUKOPHCTOBYBATH JJIsl ITpUKpacH OymiBii. JlOCHiAHUKY, SIKi BUKO-
PHUCTOBYIOTH JTaOipUHT y PI3HUX Tally3sX, MOXKYTh MaTu Pi3HI LI Ta NOTpeOyBaTH Pi3HUX BIACTHBOCTEH JIaOipHHTY.
MeropniB reHepauii J1abipuHTIB CTBOPEHO Ta NpoaHaiizoBaHo Oe3nid (anroputM [Ipuma, anroputm Kpyckana, Ginaphe
JIEpEBO TOILO), TOXK YacCTO BUHUKAIOTH TPYIHOIII 3 BuOopoMm. JlociimkeHHs [1] 30cepemkeHo Ha CTBOPEHHI alNrOpuUTMYy,
[0 BUOMpAE HAWKpAIIUil METOJ TeHepallii /Ui BBEJCHUX 0a)XKaHUX BIACTHBOCTEH MPOEKTY. |[HHOBAIIMHUH TiaXia, SKui
YCIIIIHO CTBOPWIJIM PO3POOHKKH, T0OpE CIIPaBISETHCS 13 3a1a4elo, ajle Bce LIe € JesKi BUIaIKU, KOJIM CKJIaJHO o0paru
MpaBWILHUN BapiaHT.

JIaGipMHTH BUKOPUCTOBYIOTHCS B PO3BRKAIBHUX irpax, i 1€ pOOUTH iX XOPOIIUM IPHUKIIAJIOM JUIsl IHTETpyBaHHS aBTO-
Maru3auii reHepauii [2]. Bonu 3a0e3mneuyroTh CTBOPEHHS pi3HUX Henepea0adyBaHUX iIrPOBUX CEPEIOBHII SIK IS apKajl-
HUX irop, Taki sk Ms. Pac-Man [3], Tak i s 3D mporpam BipTyanbHOi pealibHOCTI [4], sIKi MOXKYTh MaKCUMAJIbHO 301J1b-
LIMTH 3aHYPEHHsI, KOJIM BOHU Bi{4yBalOTh OTOUEHHS JIAOIPHHTY.

Bing texcroBux npuron Zork 1o kopugopie Doom i micbkux Bynuupb Grand Theft Auto, 1a0ipuHT 4acTO BUKOPUCTOBY-
BaBCsI SIK MPOCTIp JUIs 3aXOIJICHHS Ta 3aIUTyTyBaHHs IPaBLiB y IXHIH HaBirawis irpoBumu cBitamu [5]. ILnsx y Bineoirpax
OB SI3aHMH 31 3HaXOKEHHSIM 00’€KTIB B irpoBoMy cBiti. 111X He MOXKHA PO3MISAATH OKPEMO BiJ LUX 00’€KTiB 1 1X
BHUKOPHUCTAHHS, OCKIJIBKH PEAKIIisl TPaBIls Ha Il 00’ €KTH € OJHUM i3 CIOCO0IB (POPMYBAHHS ILISAXY.

HesBakaroun Ha Te, 110 eKpaHHE BiJOOpPa)KEHHS B JICSIKMX acleKTaX JOIMYCKa€e «IOABIHHICTb JaOipHHTY», MUTaHHS
PO T€, YM IMPOIIOHYIOTH BiJ€OIrpy i Iu3aiiH, 1 JOCBII OJHOYACHO 3alMINAETHCS BIKPUTHM JUIsl iHTeprperauii. Irpu
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MOYKHa OOTOBOPIOBATH 4Yepe3 BIOKPUTTS IrpOBOTO MpocTopy. [ patoun B irpoBOMY CBITi i/Ta BiIdyBalouu HOTO, TpaBelb
Oararo B 4OMy po3KpHBae OLIBITY YaCTHHY Horo qu3aiiHy. Lle 1BocTOpoHHIl mporec, TOJTOBHIM Y SIKOMY € TPpa Ta JIOCITi-
JUKEHHS, a TI0YaTOK PO3YMIHHA JW3aifHy JOITOMAarae y IMoAajIblIoMy BUPIMICHHI TOIOBOJIOMOK [6].

Temnep 3p0o3yMijio, HAPUKIIAA, M0 NUITXH PEeaJbHOTo JalbipHHTY, 1 OUIIXH irpPOBOTO MPOCTOpY dacTto cxoxi. [Ipote
BHJHO, III0 KOMI FOTEPHI TEXHOJIOTIT pO3POOISIOTh NIIAXU-Ta0ipHHTH II0-HOBOMY Ta BHPA3HO.

3 HOBHMMH MiAXOJaMH 10 3MIIITyBaHHS TeHepallil IpoIeaypHOTO KOHTEHTY 3 TUHAMIYHUM HAJTANITYBaHHSAM CKJIal-
HOCTi, MOJKHA HE TIJIBKH PO3POOHUTH TPy 3 HASBHICTIO HECKIHUEHHOTO PiBHS, BUKOPHCTOBYIOYH HAMMEHIITY KiTbKIiCTh JHIC-
KOBOTO TIPOCTOPY, aJI¢ TAKOK MOKHA a[JanTyBaTH HOT0 A0 MOTYXKHOCTI I'PaBIisl, TapaHTYIOuH, 110 KOKEH PIBEHb YHIKalb-
HUH HE JINIIIe 3a IU3aliHOM, ajie 1 3a TOCBiAoM rpaBiid [7-9].

Pa3zoMm 3 THM mpakTHYHE 3HAYCHHS TaKWMX JOMATKIB MOJIATA€ HE TIABKH y po3Barax. JloCmiKeHHS MiATBEPIKYIOTh
HEIIOaBHI MPHITyIIEHHS PO Te, o irpu 3 JabipuaTaMu € OaraTooOirstrounmu 1 (ikcarii 3MiH y 30pOBO-pyXOBHX,
30pOBO-KOHCTPYKTHBHUX 1 BUKOHABUMX (DYHKIIAX, ITOB’A3aHUX 31 CTapiHHAM 1 HeWpoaereHepamieo. BukopuctoByodn
MOTIePETHRO 3r€HePOBaHi PiBHI CKIAAHOCTI TOIIOBOJIOMKH 3 IIHOTO JOCTIKESHHS, MOXKHA Kpalle BUSABIATA TOHKI 3MiHA
B BUKOHABYMX 1 MOTOPHUX (YHKIIISX Y MIUPIIOMY Aiara30Hi CKIaJHOCTI TOIOBOJIOMOK, CXOXKMX Ha JTa0ipHHT, i YHUKHYTH
e(eKTiB SK mLIoTH, TaK i cTeni. Lle mocmimKkeHHs € IepeXpecHnM, 1 YIaCHUKH MTPOXOAATH IEBHUN JTa0ipHUHT JIHIIE OIXUH
pa3 i Buepme [10].

D opMyJTIOBAHHS METH A0CTiTKEeHHS

Hocmiguty pi3HI METOAM TeHeparlii TabipuHTIB, BU3HAYHUTH iXHIO CTPYKTYPHY CKIAIHICTH Ta PI3HOMAHITHICTh PE3yib-
taTiB. OImiHKa pPecypco3aTpaTHOCTI KOXXHOTO aJTOPUTMY B TepMiHAX OOYMCIIOBAJIBHOTO Yacy Ta BUKOPHUCTAHHS I1aM SITi.
Jocmimxenas epeKTUBHOCTI Pi3HUX METO/IiB B KOHTEKCTI BiZIEOIrOp Ta CHMYIIALIIMH, 1€ BaJKIIMBA SIKICTh Ta EKOHOMISI peCypCiB.

Jis mocsATHEHHS METH IO CITIIKEHHS He0OXiHO IIpoBeCTH nociimpkeHHs anroputMiB Recursive Backtracker, Kruskal’s
Algorithm, Aldous-Broder Algorithm, Hunt-and-Kill Algorithm ta Binary Tree Algorithm 3a HacTymHIME KaTeTopisMu:

— e(eKTHBHICTh Ta CKIAIHICTH;

— ONTHUMAaJBHICTH BUKOpHcTaHHs i Unity;

— IIBHUIKICTH TEHEpAIii.

BukageHHs 0CHOBHOTO MaTepiaJy A0CTiaKeHHs

JlabipuHTH B irpax € MOMyISPHUAM €JIEMEHTOM TeHMINICIO, SIKIII BUKIIMKAE IHTPHUTY, BUKIIMKAE eMOIIil Ta CIIpHsIe pO3-
BUTKY JIOT1YHOTO MHCJICHHS y TPaBIliB. 3a3BM4aii JIAOIpHHTH CKIAJAIOTHCS 3 BY3bKHX KOPHUIOPIB Ta IEPEIIKO, IO YTBO-
PIOIOTH 3aIUTyTaHy MepeXy NUIAXiB. [ paBens 3a3BUUail Mae 3aBIaHHS MPOUTH depes JabipHHT, 3HAXOAIIH TIPABIIIBHIH
[UIAX IO BUXOAY a0o0 70 ITEOBOTO 00’ €KTa, YHUKAIOUH ITACTOK, MOHCTPIB a00 iHIHNX HeOe3MeK.

[neanpHMit MabipuHT — 1e TaOipUHT, B IKOMY BiICYTHI IETIi, i BCI BY3JH JOCTYNHI. TakuM YHHOM, I'paBeIb MOXKe
TepelTH 3 OJHOTO By3Ja 0 OyIb-sAKOTO iHIIOTO B igealbHOMY JIAOIPHHTI, 1 € JIUIIEe OAWH MAapIIPYT MK IIUMHU By3JIaMH.
[ToOymoBa, abo * reHeparis, MOKJIMBA 338 PaXyHOK BUKOPUCTAHHS OJHOTO 3 aJITOPHTMIB.

Recursive backtracker. IIporiec mounHaeThCs 3 OyIb-sIKOTO By3Ja CITKH Ja0ipHHTY Ta MEPEMINIy€eThCS O OIHOTO i3
CYCIHIX BY3IiB, SIKUi mie He Oyio BifBimaHo. Y CiTHi KOKEH BYy30J1 Ma€ He OLTbIIe YOTHPHOX CYCIAHIX BY3IIiB, 3’ €THAHUX
pebpamu. [licis Toro, K mpomec MepexonuTh A0 MOTOYHOTO By3Ja, BIH PEKypCHBHO MEPEMIIIYETHCS 10 HEBiIBITaHOTO
CYCIOHBOTO By37a, TIOKM HE Bi/IBia€ By30JI, AKWH BiABiMyBaB paHime. Komum By30r u He Mae HEBIiABIaHUX CYCiiB, BiH
MTOBEPTAETHCS 10 By3J1a V, SIKUH BiIBiTyBaB Oe3MocepeTHRO mepe By3JIOM U, 1 pedpo Mi u i v cTae pedpoM OXOIIITIOI0Y0TO
nepesa. IloTiM mporec peKypCcHBHO MEPEMIITYEThCS 10 1HIINX HEBIIBINAHWX CYCIAHIX BY3JB BiJI By3ia V, TOKH BiH HE
BiZIBiZla€ By30J1, KU BigBigyBaB panime. [Iporec TpuBae, moxu He OymyTh BiaBimaHi Bci By3nm Ha rpadi [1].

s peanizamnii anroputmy y Unity 3a gomomororo MmoBu C#, MOJXKHA CITOYATKy 3T€HEPYBATH CIiTKY 31 CTiHAMH, a TIOTIM
BHAAIATH poxonu. i mporo ciayrye Meroq RemoveWalls, sikuit B IKOCTi apryMeHTIB IpHiiMae MacHB KIITHHOK Ta PO3-
Mipu ciTku. OcHOBHA po0OoTa BigOyBaeThCs 31 CIIUCKOM CYCiIHIX KIITHHOK:

List<RecursiveBacktrackerCell> unvisitedNeighbours = new List<RecursiveBacktrackerCell>();
[lepeBipka cycimHIX KIITHHOK Ha T€, UM € Cepel] HAX He Bi/BiTaHa KIIITHHKA:

//check all 4 neighbours

if (x > 0 & & !maze[x - 1, y].visited)
unvisitedNeighbours.Add(maze[x - 1, y]);

if (y > 0 & & !maze[x, y - 1].visited)
unvisitedNeighbours.Add(maze[x, y - 1]);

if (x < width - 2 && !maze[x + 1, y].visited)
unvisitedNeighbours.Add(maze[x + 1, y]);

if (y < height - 2 && !maze[x, y + 1].visited)
unvisitedNeighbours.Add(maze[x, y + 1]);
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SIKII0 Taka 3HAXOAUTHCS, TO OOUpaEThCs OfHA HAaBMaHHsI Ta IIULX NEPEXONUTH 10 Hel. [HakIe moBepTaeThes 10 MUHY-
JIOTO 3HAYCHHS 31 CTEKY:

if (unvisitedNeighbours.Count > 0){
RecursiveBacktrackerCell chosen =
unvisitedNeighbours[Random.Range(@, unvisitedNeighbours.Count)];
RemoveWall(current, chosen);
chosen.visited = true;
current = chosen;
stack.Push(current);
current.DistanceFromStart = stack.Count;

}
else{

current = stack.Pop();
}

Ha pucynky 1 nmpencraeneno nabipuat 10x10, sxwii 3rerepoBaHo 3a anroputMoM Recursive backtracker.

M=

il

Shalt

Puc. 1. JIa6ipunTt 10x10, 3renepoBanuii 3a anroputmMom Recursive backtracker

Kruskal’s algorithm. Ha mouatky xoskeH By30J1 MiCTUTBCA Y BIacHOMY Habopi. [IpumycTtimMo, mo € rpyna Bcix pedep
ciTku. ['paHp BHOMPAETHCS BUMAAKOBIM YHHOM 1 BUOAIETHCA B TPYyIi. SIKIIo oOnaBa cyMi>kHiI By3ITH BUOpaHOTO pedpa
3HAXOIATHCS B Pi3HUX HaOOpax, pedpo crae peOpoM OXOILTIOIYOro JepeBa, i i Habopu 00’ €IHYIOThCS B OOMH Halip.
Sxmo oOuaBa CyMiXHI By3/IM BHOpaHOTO pedpa 3HaXOOIThCA B OHAKOBUX Ha0OPax, OCKUTBKU PeOpo 30MpaeThest yTBO-
PHUTH IIETIII0, peOpo MpoCTO BUAANAEThCA 3 rpynH pedep. Lleit anroputM 3ynuHSAETHCS, KOIM BCl By3JIH 3HAXOIATHCS
B ogHOMY Habopi [1].

Hus peamizanii Mmetony y Unity moxxkHa Hammcatn Metox RemoveWalls, sxwif mpopizarume HOTpPiOHI TpPOXOIu.
Criouatky KOXHIH KIITHHII TOTPiOHO 1aTH yHIKaJIbHIH iIeHTH(IKaTOP:

//give unique id
int tmp = 1;
for (int x = @; x < width; x++){
for (int y = 9; y < height; y++){
maze[x, y].id = tmp;
tmp++;

}

Jaii moTpiOHO OTOJIOCHTH CIOBHUKH JUIS JIIBUX Ta HIDKHIX CTiH (Y KIITHHKY € JTUIIE Bi CTiHHU, 00 HE BUHUKAIIO
HAaKJIaJI0K):

List<KruskalCell> wallsLeft = new List<KruskalCell>();
List<KruskalCell> wallsBottom = new List<KruskalCell>();

Jis BumaneHHs K CTiHM i3 CIIOBHHKA 3 JTIBUMH CTIHAMH MO)KHA BUKOPUCTATH KO
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int randomId = Random.Range(@, wallsLeft.Count);

KruskalCell cell = wallsLeft[randomId];

wallsLeft.RemoveAt(randomId);

if (cell.X != 0 && cell.X != width-1) //if the cell is not in first or last column{
if (cell.id !'= maze[cell.X - 1, cell.Y].id) //if id differ, delete the wall

{
cell.wallLeft = false;

//change id

int idToChange = cell.id;

foreach (KruskalCell mazeCell in maze){
if (mazeCell.id == idToChange){

mazeCell.id = maze[cell.X - 1, cell.Y].id;

}

}

}
}

Ha pucynky 2 npencrasieno nabipunt 10x10, sikuit 3renepoBaHo 3a anroputmoM Kruskal’s algorithm.

I

]

1
i
I

Puc. 2. JIa6ipunT 10x10, 3reHepoBanmii 3a anropurmom Kruskal’s algorithm

Aldous-Broder algorithm. Anroputm Aldous-Broder — e iMOBipHICHHIA aXTOPUTM Ui TeHEpallii piBHOMIpPHOTO Kic-
Tsika Ha HeopieHTtoBanoMy rpadi G = (V, E). Anroput™ nouuHaerbest 3 Oyap-sKoro Bysina. [10TiM BHIIaAKOBUM YHHOM
BIJIBIZTy€ OTHOTO 3i CBOIX CYyCiJIiB, i HACTYIIHA Jisi BU3HAYAETHCS HA OCHOBI CTATYyCy BiBiAyBaHHA cycifa. SKIo cyciaHii
BY30JI IlIe HE Bi/BiIaHO, 1€ By30JI 1 MONepeHii By30/ 3’ €qHaHI peOpOM OCTOBHOIO JAepeBa. SIKIo cyciaHii By30i Oyi1o
BiJIB1IaHO, IIPOLIEC MPOCTO MEPEXOIUTH 10 HACTYHMHOTO cyciga. I1oTiM BiH 3HOBY HEpEXOAMTH O BHIIAJKOBOTO CycCifa.
[Ipormec TpuBae, 1oxu He OyIyTH BiBiAaHI BCi By3/IH. 3ayBaXkTe, IO € BUIMAAKH, KOJIH II€H aITOpUTM HIKONX HE 3aKiHIy-
€TBCS1, OCKIBKU OCTaHHI KiJIbKa BY3JIiB HE 3HalIeHI BUMAIKOBUM YHHOM. Kosm Bci By3nu BiJBiiaHO, IpOLEC 3aBEPILY-
€THCS CTBOPEHHSIM OCTOBHOTO JiepeBa [1].

OCHOBHUM METOZIOM B KOJi MOXKHa 3pooutu RemoveWalls, 1o Bupazsitume notpiOHi cTiu. Criouarky oOUpaeThes
BUITaJIKOBA KITITHHKA Ta MI0O3HAYA€ETHCS K BiIBiIaHa:

//choose random cell and mark it as visited

int cellX = Random.Range(1l, width - 1);

int cellY = Random.Range(1, height - 1);
AldousBroderCell currentCell = maze[cellX, cellY];
currentCell.visited = true;

Jaii y Dkl BUIaIKOBIM YUHOM OOMPAETHCS OIMH 13 YOTHPHOX CyCiniB. SIKIIo BiH He OyB BiBiJaHUA, TO CTIHKA MiX
HHUM Ta HOINEPEAHBOI0 KIIITHHKOIO BHIAISIETHCS:

if (!cellNeighbour.visited){
currentCell.walllLeft = false;
cellNeighbour.visited = true;

currentCell = cellNeighbour;
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[Ipormec mMOBTOPIOETHCS, TTOKHM iCHYIOTh HEBiABiAaHI KmiTHHKA. Ha pucynky 3 mpencrasneno nabipuat 10x10, sxuit
3reHepoBaHo 3a anroputMoM Aldous-Broder algorithm.
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Puc. 3. JIaéipunT 10x10, 3renepoBanmii 3a anropurmoM Aldous-Broder algorithm

Hunt-and-Kill algorithm. Ilponec mounHaeTbes 3 peXXuMy «3HMIIEHHS». BiH MouMHAETHCS B Oyab-sIKOMY B3I U
citku. IToTiM mporec mepemimryeTsest 10 OJHOTO 3 HEBIJBIIAaHUX CYCiJHIX BY31iB, By3Jia V, BUIIQIKOBUM YHHOM. PeOpo
MIDX By3J1aMH U i vV cTae pedpoM 0CTOBHOTO fepeBa. [Iporec MOCIiZoBHO MEpeMINy€eThCS 1O HEBIABIIAaHNX CYCiJliB, TOKA
HE JIOCSATHE BYy3Ia, Jie HeMae HeBiaBimaHoro cyciga. Lle pexxum BOmBcTBa. [licis mbOro mporec MepexonuTh y pexuM
TIOUIYKY. Y peXUMI MOIIYKY TPOIeC CKaHy€ CiTKy, 100 3HAHTH HEBiIBiIaHWH BY30J1, W, SIKHH € CYCiIHIM 3 OHUM i3 Bif-
BiJJaHUX BY3JIiB, By3JIoM X. [Iporiec BifiBigye By301 W, i peOpo Mixk By3naMu W i X cTae peOpoM ocToBHOTO epeBa. [lotim
BiH MEPEXOJUTh y PEKUM «3HHIICHHS» Ta 3HOBY IEPEMIIIy€EThCS O OJHOTO 3i CBOIX HeBinBimaHmx cycizis. [Ipomec
3yNUHSIETHCS, KOJIH BiABITYIOThCS BCi BY3JH B citii [1].

Meron Kill(HuntAndKillCell[,] maze, int currentX, int currentY, int width, int height) mpuiimae B sikocTi aprymeHTiB
MacHB KJIITHHOK JIa0ipuHTY, 1IeHTU(IKATOPH MMOTOYHOI KIITHHKH Ta po3MipH Ja0ipuHTy. Poib MeToy — BUIAUTH CTiHY
MK HIOTOYHOIO KIIITHHKOIO T OJHIEIO 13 CyCiHIX, BUOIp SKOT MPOXOIUTH IUIXOM IEPEBIpPKH, YK BOHA IIIe HE BifBiJaHa.

if (neighbourCell.X == currentX){
if (neighbourCell.Y > currentY && neighbourCell.Y < height - 1){
neighbourCell.wallBottom = false;

}
else{
currentCell.wallBottom = false;
}
}
else{
if (neighbourCell.X > currentX && neighbourCell.X < width - 1){
neighbourCell.walllLeft = false;
}
else{
currentCell.walllLeft = false;
}
}
currentX = neighbourCell.X;
currentY = neighbourCell.Y;

Ha pucynky 4 npencrasieno nabipunt 10x10, sikuit 3reneposaHo 3a anroputMoM Hunt-and-Kill algorithm.

Binary Tree Algorithm. JIyst K0XXHOT KOMipKH B CITIIi BUIATKOBUM YHHOM BUIIIETHCS TIPOXiJT HA MBHIY a00 Ha 3aXi],
TaKOX MOYKHA BHOpATH MK IHITUME HabopaM¥ JiaroHalei: MiBHIY/CXi/I, MiBICHB/3aXix a00 MiBIEHB/CXi, ale Oyab-IKui
Halip niaroHanel Mae BUKOPHCTOBYBATHCS IMOCTiHHO, Bech 1a0ipuHT. HeoikoM nbOro auroputMy € Te, 0 BiH Mae
CUIIBHUI JIIarOHATBHUHN YXWJI, TOOTO KOPUIOPH OXOILTIOIOTE MEXKi BUOPAHOTO HAmpsAMKy. KpiM Toro, Bl 3 4OTUPHOX CTO-
piH 1a0ipuHTY OYIyTh OXOIICHI OTHIUM HPOXOIOM.

Merton i1l JTaHOTO adTOPUTMY JOBOJII IIPOCTHH. Y IHMKITI KOKHIN KITITHHII, 32 YMOBH, III0 Ta HE 3HAXOJIUTHCS 3 Kpaii-
HBOTO HIDKHBOTO 200 JIIBOTO Kparo, BUJAISETHCS HIDKHS a00 JIiBa CTiHa.
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Puc. 4. JIa6ipunt 10x10, 3renepoBanuii 3a anroputMom Hunt-and-Kill algorithm

private void RemoveWalls(BinaryTreeCell[,] maze, int width, int height){
for (int x = 0; x < width - 1; x++){
for (int y = 0; y < height - 1; y++){
//carve a passage either south or west
bool deleteLeftWall = Random.RandomRange(©, 2) == 0;
if (y <1 8&& x < 1){

continue;
¥
else if (x < 1){
deletelLeftWall = false;
¥
else if (y < 1){
deletelLeftWall = true;
¥

if (deleteLeftWall){
maze[x, y].wallLeft = false;

}
else{

maze[Xx, y].wallBottom = false;
}

}

Ha pucynky 5 npencrasieno sadipunt 10x10, sikuit 3renepoBaHo 3a anroputMoM Binary Tree algorithm.

I

Puc. 5. JIa6ipunt 10x10, 3reHepoBanmii 3a anropurmoMm Binary Tree algorithm
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Pe3ysabTaTn 10ocaixkeHHs1
B pesynbrari gocnimkeHHs Oynn BU3HA4YEHI ITepeBard i HEAOMIKH aITOPUTMIB Pi3HUX METO/IB CTBOPEHHS J1a0ipHUHTIB.
VY tabnui 1 mpeacTasieHi nepeBary i HeOMIKH AOCIIKYBaHUX aJITOPUTMIB.

Tabmuus 1
IlepeBarn i HegoJIiKHM JOCTIIKYBAHUX AJNTOPUTMIB
AJaroputm TlepeBarn Henoniku
Recursive backtracker IpocTuit Ta nerko peasizoBaHuUi Mooke CTBOPIOBATH JTaOIpUHTH 3 BETHKOIO KiNBKICTIO TOBIUX
KOPHIOPIB
Kruskal’s algorithm T'eHepye 1a0ipuHTH 3 PIBHOMIPHO PO3MOALICHUMH OO0uKCITIOBaNBHO BUTPATHUH JUTsl BEJIMKUX J1a0IpUHTIB
LUIIXaMU
Aldous-Broder algorithm | ITpoctuii Ta 6e3ynuHHMI Iponec Benyka BapiaTuBHICTH (GOpMH J1aOipHHTY.

He 3aBxau epekTHBHUI TS BUITAIKOBOI XOIbOH

Hunt-and-Kill algorithm | Moxe cTBOpuTH JIa0ipUHTH 3 BiIKPUTUMHU NPOCTOpaMu. | BunaakoBicTh MOXKE MPU3BOAUTH 10 MEHII Mepen0adyBaHuX

30anaHcoBaHa BUMAAKOBICTh Ta CTPYKTYpa J1a0ipUHTIB
Binary Tree Algorithm | [Ipoctuii Ta gerkuii s peamizaii. Opn¥H HaMPsIMOK YTBOPEHHS KOPUIOPIB.
HlIBuakuii Ta eekTHBHUIL OOMe)xeHa BapiaTUBHICT (HOpMHU JTabipuHTY

VY Tabmumi 2 mpencTaBieHi pe3yIbTaTi poOOTH aJTOPUTMIB BiTHOCHO BUKOPHCTAHUX PECypCiB.

Taommi 2
IlopiBHSIHHSA aJrOPUTMIB BiTHOCHO BUKOPUCTAHHS pecypciB

Yac BUKOHAHHS reHepaii JadipuHTy po3mipom

AJroput™m Buxopucranns pecypcis (y Misicekynaax)
10x10 50x50 100x100 250x250

Recursive backtracker BHKOpl/ff:TOBye mam’sTh JUIsl CTEKY 3 136 754 6985
pekypcii

Kruskal’s algorithm BI/IKOp.I/ICTOBye maMm’sTh JUIs 30epiraHHs 15 163 1508 21725
HabopiB

Aldous-Broder algorithm BMMfirae JOOATKOBOT gaM ST IS 30 364 12953 50009
30epiraHHs cTaHy JaOipHHTY

Hunt-and-Kill algorithm BukopucroBye nam’sth u1s 30epiraHHs 15 230 1028 7460
CTaHy Ta OTOYHHUX KOOPHHAT

Binary Tree Algorithm BukopucToBye nam’sth A5 30epiraHHs 6 189 623 4412

CTaHy Ta NOTOYHHUX KOOpAUHAT

Ha ocHOBI JaHuX, OTPUMaHKX B PE3yNbTaTi JOCIIDKEHHs, N00ynoBaHO rpadik (puc. 6), Ha SIKOMY 300paXKy€eThCs
3aJIOKHICTh 4acy MoOYyIOBH BiJl po3Mipy JaOIpUHTY Ul KOXHOTrO 3 anroputmiB. HaiiOunbin crpiMko 3pocrae rpadik
anroputmy Aldous-Broder algorithm (cunboro konbopy). HaiimeHie yacy 3aiimae nmoOynosa 3a noromororo Binary Tree
Algorithm (dioneroBuii komip rpagiky). Mix HuMu posramosati: Kruskal’s algorithm — uepBonuii konip, Hunt-and-Kill
algorithm — nomapanueswuii konip Ta Recursive backtracker — 3enenuit kosip.
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Puc. 6. I'padik 3amexknocTi yacy modynosu JadipuHTy Bif po3Mipy JIabipuHTY A1 Pi3HHUX aJTOPUTMIB
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BucHoBku

B pesynbrari gocmimpkeHHst Oyiio MpoaHaIi30BaHO Ta MOPIBHSAHO aJTOpUTMHM reHepanii nabipuHTiB. OTKe, MOXKHA
CKJIACTH 3aKJIIOYHY XapaKTEPUCTUKY METO/IB.

3a e()eKTUBHICTIO Ta CKIIHICTIO:

— Recursive Backtracker mpoctuii Ta eQeKTHBHHH, aje MOXKE NMPHU3BOJUTH JO CTBOPEHHS JOBTHX Ta BY3bKHX
KOPHIIOPIB.

— Kruskal’s Algorithm, edexTuBHMIA, 0COOINBO IS BENUKHUX JIA0IpHHTIB. 3aCTOCOBYE 00’ € THAHHS HAOOPiB pedep.

— Aldous-Broder Algorithm nHe 3aBx1u eeKTHBHUN Yepe3 BUIAJKOBHH BHOIp ILIAXIB, MOXKE MaTH BEIHKY Killb-
KiCTh 3al{BUX PYXIiB.

— Hunt-and-Kill Algorithm BapiaruBHuii, ane MOXke BECTH IO CTBOPEHHS JTa0IpHHTIB 3 HEPIBHOMIPHUM PO3IOILIIOM
IIJISIXIB.

— Binary Tree Algorithm nmpocTuii Ta MBUIKKHA, ajie CTBOPIOE Ja0IPUHTH 3 CHIIHUM JliarOHAJIbHAM YXUJIOM.

3a onTUManbHICTIO BUKOpHCTaHHs [yt Unity:

— Recursive Backtracker sierko peainizoByerbest B Unity, IiAXOOUTH JUIT OCHOBHUX J1a0ipHUHTIB.

— Kruskal’s Algorithm Bumarae ynpaBiiiHHS CTPYKTYpPOIO JaHHX, aje 100pe MiXOIUTh st OUIbIINX J1a0ipuHTIB.

— Aldous-Broder Algorithm Moxxe OyTn MeHII e)eKTHBHUM 4epe3 BHITAJKOBUI BHOIp ILIAXIB, aje pealizyeThes
B Unity.

— Hunt-and-Kill Algorithm cknagaimmii y peanizanii B Unity, Moxke OyTH MEHIII ONTHMAJILHAM JJISL ISSIKKX TIPOCKTIB.

— Binary Tree Algorithm mBuakuii Ta npocTuii y peamizarii B Unity, aine Mae cBO1 0OMEKeHHS Y CTPYKTypi 1a0ipHHTY.

3a IIBUIKICTIO TEHEepaIlii:

— ¥ Recursive Backtracker mBnaka renepartisi, 1151 BEIMKUX JIAOIPUHTIB Yac 301IbIIYETHCS ITOCTYIIOBO.

— Kruskal’s Algorithm HeBenuki 1a0ipuHTH TeHEPYIOTHCS JOCUTD IIBU/IKO, ajie 31 30UIBIICHHSM PO3MIpiB Yac pi3ko
30UIBIITY€THCA.

— ¥V Aldous-Broder Algorithm renepanis 3aiimae mysxe 6arato gacy, 0COOIMBO [UIsl BEIMKHX JTa0ipHHTIB.

— ¥V Hunt-and-Kill Algorithm reneparist JOCHTH IMIBHKa, 9aC POCTE JOCHTHb IUIABHO 31 30UIBIICHHSAM PO3MipiB
naGipuHTY.

— V¥ Binary Tree Algorithm reneparis BinOyBa€eTbcst Iy’Ke IIBUIKO, HABITh /ISl BEJIMKUX JIaOipHUHTIB.

OTxe, y KOXXHOTO 3 aJITOPUTMIB € CBOT IIepeBary Ta HEAOJIKH, aJie, BpaxOBYIOUHN Yac Ta BUIVIS JTaOipHUHTY, ONITUMAIb-
Huii BuOip — Recursive backtracker. Jlaanit meton serko peanizyBaT, BiH HIBHIKHHA Ta He MOTpedye Oararo pecypcis.
Moro moxHa 06paT [uist IPOEKTY, KMl He Ma€e 0COOIMBHX BHMOT. AJie He OTPiOHO HEXTYBATH iHIIMMH METOJAMH, TaK
SIK BOHM MOXYTb T'apaHTyBaTH Pi3HOMAaHITHICTh opM JabipHuHTY, HaBiTh SKIIO TeHepallis 3aiiMe Oiible Jacy.
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