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AKTyanbHicTb. KoMIT'10TepHI irpu 3 MOMEHTY CBOE€1 MOSIBH , 3aBOIOBAJIN CEpIls
KOPUCTYBaYiB NEPCOHATBLHUX KOMIT'IOTEPIB , OJIHAK pO3pOOKa irop HiKoim He Oyra
npocTuM 3aBaanHsaM. [lepi 3a Bce, BapTo 3rafatu , mo irpu , gk i 0yne axuii [T-poxykT
, CTBOPIOETBCA B PE3YJIbTaTl CKIAJHOTO , 0araTopiBHEBOrO MIPOLECY Ta IPOXOIUTh Yepes3
Macy eTarliB , HOYMHAI0YN (POpPMYBaHHS i/1e1 Ta KOHIIETLIT , 3aBEPIIYIOYN ONTHMI3aIli€l0
Ta MIATPUMKOI TOTOBOro mnpoAykry. CydyacHUM piBeHb PO3BUTKY 1HIyCTpii
KOMIT'IOTEPHUX IrOp BHUMAara€ HIBHJIKOIO CTBOPEHHS BENUKOI KUIBKOCTI yHIKaJbHOTO
IrPOBOTO0 KOHTEHTY , III0 OCOOJIMBO CTOCYETHCS 1HII-PO3POOKH, JI€ 4acTO PO3POOHHKHU
MaroTh BEIIMKY KUIBKICTh OOMEXeHb B pecypcax .OHi€I0 3 HAWCKIAIHIIINX YaCTHH €
CTBOpPEHHSI ITPOBUX JIOKAIiil 10 NOTpeOyroTh OamaHCy MIX I[iIKaBUM JTU3alHOM ,
MOJKJTMBICTIO BUKOPHCTOBYBATH iX B I'pl Ta 3alliKaBJICHICTIO rpaBisiMu. [IporemxypHa
reHepallis piBHIB J03BOJISIE aBTOMATH3yBaTU L€ Mpolec, a CTBOPEHHs 1HCTPYMEHTY
0e3MoCcepeIHbO Y CEPEOBHIII PYIIis MiIBHINY€E eEeKTUBHICTD 1 JIO3BOJISIE IHTETPYBATH
fioro B Oy/ib-sIKUM NMPOEKT. AKTYalIbHICTh JOCIHIDKEHHS 3yMOBJIEHA MOTPEOOI0 B TAKUX
IHCTpyMEHTax y Taiy3i irpoBoi po3poOku, ocobmmBo mns 2D-mumardopmepis, ski
noTpeOyIOTh YHCIEHHUX PIBHIB.

Meta pociaimkenHss € po3poOka mariny ans Unity Editor, mo nmo3Boisie
reHepyBaT 2D-nokauii 1 TpH B *kaHpi miaatdopmep 3a JOINOMOrow meroxy random
walk, 3 MOXIJIMBICTIO TapaMETPHUYHOTO HAJIAIITYBAHHS.

Metonmn nocaimkennsi. JlocmipkeHHss mpoBojmiiocss B cepepoBuili Unity 6
(2023.1 1 BumEe) 13 BHUKOPUCTAHHSAM MOBHM mnporpamyBaHHs C#. [lns peamizamii
iHTepdeiicy Oyno BUKOpUCTaHO KiacuuHui penakropchkuit API — EditorWindow y
noennandi 3 GUILayout, 1o A03BOJIMIIO CTBOPUTH TMOBHOIIIHHE BIKHO 3 TTapaMeTpamu
reHepauii, inTerpoBane B Unity Editor , ske Mae Bci BnacTHBOCTI BikOH pefakTopy Unity
3 MOXJIMBICTIO 3MIHIOBAaTH PO3MIp , «IIPUKPIIUIIOBATH BIKHO 10 maHenei» , «Drag and
drop» Ta iHmi .OCHOBHMM aJIrOPUTMOM reHepaii kapT oopaHo Random Walk — meton
BUITA/IKOBOTO MEPEMIIIIEHHS IO CITIII, SIKUH JO3BOJISIE CTBOPIOBATH 3BUBUCTI KOPUIOPH Ta
7a0ipUHTONOAIOH] CTPYKTYpH. AJTOPUTM aJanTOBAHO IMiJ JIOTIKY IJIaT(GopMepHUX
PIBHIB: BiH BpaXOBY€ M€X1 KapTH, 3alIOBHIOE BHYTPIILLIHIN MPOCTIp «IIaTGopmMammu» , o
BIJITIOBiJJa€ OCHOBAM KaHPY I'pHU , 3a1o0irae BUXOy 3a MEXI, a TAKOXK JI03BOJISIE THYYKO
3aJaBaTl KUIBKICTh KPOKIB Ta CTApTOBY TOYKY , BJIACTHBOCTI I'eHepalii OTOYEHHS ,
IMOBIPHOCTI TIOSIBH €JIEMEHTIB T'e€Heparlii , a TaKOX IUIariH MICTHTh MOTYXXHY CHUCTEMY
Bizyauizauii, s SKO1 BUKOpUCTOBYBaslach cucrema Tilemap, a came TilemapRenderer
ta Tilemap, ski OynM IHTErpoBaHI B PEJAKTOPCHKY CLEHY AaBTOMAaTUYHO IICIsS
HaTUCKAaHHSA KHOMKM "3reHepyBaTu" ,a00 TmpH3HAYEHI KOPHCTyBayeM IJIariHy
CaMOCTIHHO , YM aBTOMATUYHO BH3HAU€HI HA CIEHI Y BUMNAJAKY , AKIIO BOHU OyiH
npucyTHi. Pesynbrar BimoOpaskaBcsi ozapasy, 06e3 morpebu 3amycky Play Mode, mo
3a0€3Me4riIo 3pYYHICTh JJIS PO3POOHHMKA , Ta MOXJIHMBICTH JTOJaBaTH TOTOBI ITPOBI
00’€KTH BIJINOBIIHO JI0 IrpOBUX cleHapiiB. JlaHi mpo mapameTpu rexepariii 36epiraimch
yepe3  ScriptableObject, 10 mo3Bonsie 30epirath  MmAa0JIOHM  TeHepari Ta
BUKOPHCTOBYBATH iX MOBTOPHO HA IHIIMX CIIEHaX abo B IHIIMX HpoeKTax. TecTyBaHHs
B1I0OyBajIOCh Y MeXax KUIbKOX TecToBuX ciieH Unity, e mepeBipsiach CTaOUIBHICTH
reHepailii, yHUKHEHHsI 3aiBOr0 HAaBaHTA)XEHHS Ha PEJAKTOp, a TAaKOX BIAMOBIAHICTh
CTPYKTYpPH KapTH yMOBaM Iiatdopmepy.

PesyabTaTH. VY Xx04i po3poOku mporpaMHOi cHcTeMH Oyno 3IifiCHEHO
JIOCJTIJDKEHHS aJITOPUTMIB IIPOLIETyPHOI reHeparlii, 30kpema metoay random walk, sxuit



Oyno 00paHO K OCHOBHHMH MigXiJg 10 MOOyAOBH BipTyaidbHHMX piBHIB. Ha OCHOBI IbOTO
JIOCIIIJDKEHHST  pO3pO0JIeHO apXiTekTypy IuiariHa 3 miarpuMkor EditorWindow, 1o
JIO3BOJISIE B3aEMOJIISITH 3 KOoprucTyBaueM Oe3nocepeanno B Unity Editor. Okpemy yBary Oyiio
NPUAUICHO peati3alii Bizyamizamii pe3yibTaTy reHepaiii, sika 37iicHIoeThes yepe3 Tilemap, a
TakoXK 3a0e3nedeHHI0 30epekeHHs KoHgirypamiii 3a momomororo  ScriptableObject.
3aBeplIaibHUM €TalloM CTaja MepeBipKa Mpale3/aTHOCTI IJIariHa Ha cepii TeCTOBUX CLEH
Unity, 3 METOIO BUSIBJICHHSI TIOMUJIOK 1 TIEPEBIPKH BiAMOBIIHOCTI OUIKYBaHOMY (DYHKITIOHATY.
Y pe3ynbTari MNPOBEACHOIO JIOCIIHDKEHHS OTPUMAaHO Baromi MpakTU4YHI pe3yJbTaTH.
Po3po6neno nosuoninnauii miarin s Unity Editor, sikuii peanizoBaHo y BHUIISIII OKPEMOTO
BikHa Ha 0a3i EditorWindow. Ilmarin no3Bossie renepyBatu 2D-piBHI s 1miatdopmepa
metonoM random walk i3 THyYKHMH TapaMeTpaMu: po3Mipu KapTH, KUIbKICTh KPOKIB, CTApTOBA
no3uiis Tomo. [HTepdeiic kopuctyBaya moOymoBaHo 3 BukopuctanHsMm GUILayout, mio
3a0e3nedye MPOCTHA 1 3pydyHWE MexaHi3M BBEACHHS mapamerpiB. ['eHepamis KapTu
BiI0yBaeThes 0e3 HeoOximHOCTI 3amycky Play Mode — pesynbrar 3’sBisieTbes 0Jipa3y B CILIEHI,
a TaKoXX MoXe OyTu ounmieHni 3a motpedu. Cam anroputM random walk Oyio agantoBano 10
notped miarpopmepHoro xaHpy. byno peanizoBaHO KOHTPOIb MEX KapTH, 1100 YHUKHYTH
BUXOAY 3a 11 MeXi, a TaKOX MEXaHi3M IEpPeBIpKH YHIKAIBHOCTI BiIBiIaHUX KINTHH IS
YHUKHEHHS HaJUTHIIKOBOTO MOBTOPEHHs. J[01aHO MOXKITUBICTh 3a7]aBaTH Pi3Hi MOYaTKOBI seed-
napamMeTpH sl OTpPUMaHHs YHIKQIBHUX pe3yiIbTarTiB. Bisyauizamis kapTu BiTOyBaeTbCs yepes
Tilemap 1 TilemapRenderer, mo mo3Bosisse GauuTH CTPYKTYpPY PIBHS B pealbHOMY Haci Ta
MHUTTEBO OIIIHIOBATH PE3yJIbTAT reHeparii. 30epekeHHsl TapaMeTpiB reHepariii 31iHCHIOEThCS
3a pomomoror ScriptableObject, mo mae 3Mory cTBOprOBaTH IMIA0JIOHU KOH]Irypamiid i
BUKOPHUCTOBYBATH iX MOBTOPHO B IHIIMX CIIeHaxX abo mpoekrtax. Lle 3Ha4HO crpoirye podoTy
HaJl BEJIMKUMU ITPOBUMH CBITaMU, pOOUTH IJIATiH MacIITAOOBAHUM 1 THYYKHM, a caM MPOIieC
reHepariii — KOHTPOJIbOBAHUM 1 CTaOIJIbHUM.

BucHoBku. Bpaxosyroun po3sutok Unity , Ta cdepu po3poOku irop ,miarid , mo O0ys
CTBOPEHHMH B pe3yNbTaTi JOCHIHKEHHS ,MaTHME IO3UTHBHUN BIUIMB Ha MPOMYKTHBHICTH
CTBOPEHHS IrPOBUX NMPOrpaMHUX MPOAYKTIB. BiIKpUTHI KO 1aHOTO PO3IIUPEHHS JO3BOJIUTH
pPO3pOOHHMKAM Irop THYYKO HaJAlITOBYBaTH Ta 3MIHIOBATH (PYHKIIIOHAN MiJl NOTpeOU CBOIX
MPOEKTIB , a TAKOX HAsBHUHM MOTEHIaNl iHTerpalii 3 TaAKUMH HOBUMHU TeXHOJOTisMH, siK Ul
Toolkit, Graph-based Editor Tools, a6o naBiTe DOTS mys mBumamioi renepaiiii y BEIUKUX
MmacmTabax. BiH Moxe OyTH pO3MIMPEHUH HUIAXOM J/0/aBaHHS HOBUX aJITOPUTMIB , IIO
JTI03BOJIUTh CTBOPIOBATH JIOKAIll HE JuiIe Juisl matdopmepis ,ane ¥ aig 2D irop B IHIIMX
JKaHpaXx.
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