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VJIK 004.8

METOJI TEHEPALII ITPOBOI'O KOHTEHTY 3A JOIIOMOI'OIO
HEWUPOMEPE XK

3asropoans I'. A%, 3asropoaniii B. B.!
'Hayionanonuii mexuiunuii ynisepcumem Ypainu «Kuiscokutl nonimexuiunuii incmumym imeni leops
Cixopcbko2oy

AHoTamisi: Y CTaTTi NPEJCTaBICHO KOMIUIEKCHUN METOJ] HeWPOMEPEKeBOI TeHepallii irpoBoro
KOHTEHTY, CHpPSMOBAaHWII Ha CTBOPEHHS CTPYKTYpPOBAaHHX, JOT1YHO Y3TOKEHMX Ta CTHIIICTHYHO
LTICHUX €JIEMEHTIB ITpPOBOTO CepefoBUINA. AKTYalbHICTh JOCHIMKCHHS ITIOB’sA3aHa 31 IIBHIKAM
3pocTaHHsAM MacmTaliB Ta CKIAIHOCTI CYy9acHUX Bieoirop, mo norpedye aBTOMaTH30BAHHUX PIllICHb
JUIs1 pO3pOOJICHHST BEIMKOI KiJIbKOCTI YHIKANbHUX PiBHIB, KapT, CIOKETHUX (ParMEHTIB i CTPYKTypHHX
KOMITOHEHTIB 0€3 CYTTE€BOTO 30iIbIIEHHS BUTPAT HA Py4YHE MPOEKTYBAaHHS. 3alpOIIOHOBAHUN ITiIXi[
MOEAHY€E JIATEHTHE MPOCTOPOBE MPEICTABICHHS HAHUX, CTOXACTUYHI MOJEJNi IOCHiZOBHOCTEH Ta
MeXaHi3MH 0araTopiBHEBOro CEMaHTHYHOTO KOHTpOIIO, IO 3a0e3ledye aJanTUBHE YIPaBIiHHS
MPOLIECOM TeHEepallii Ta MOXJIUBICTh ((OPMYBaHHS KOHTCHTY 3 KEPOBaHOK CKIIIHICTIO.

Ha Bigminy Big Tpamumiitaux reHepatuBHuHX Mmoxeneit (VAE, LSTM Ta tparcdopmepHHX
TeHEPaTOpPiB), METO/ JJOMIOBHEHO MOJIYJIEM OLIIHIOBAHHS SIKOCTi Ta 3BOPOTHOI KOPEKIIii, SIKHiA J03BOJISIE
ABTOMATUYHO PETYJIIOBATH MapaMeTpy I'eHepallii BiIMOBIAHO 10 BUMOT LIOJ0 CTPYKTYPHOT IUITiICHOCTI,
CKJIQJIHOCTI YW CTHJIICTHYHOI BimmoBigHOCTi. /l0JaTKOBO BIIPOBaPKEHO MEXaHI3M «CEMaHTHYHOTO
(binpTpyBaHHDY, MO0 3MEHIITYE IMOBIPHICTP TOSBU HEJIOTIYHUX CTPYKTYD, apTedaktiB abo mopyieHHs
BHYTPIIIHIX TPaBUII PiBHS.

VY poboti HaBeneHO ¢GoOpMaibHI MaTeMaTH4YHI OMHCH KOMITOHEHTIB METOAY Ta apXiTeKTypHi
pimmenHs wmopeni. EkcriepuMeHTanpHa YacTHHA MICTHTh pe3yNbTaTH CHHTE3Y IrpoOBHUX pIBHIB,
MpeACTaBIeHUX Yy BUTIAL rpadiB, a TaKOXK iX OI[IHIOBAHHS 32 METPUKAMHU CTPYKTYPHOI 3B’SI3HOCTI,
CTHJIICTUYHOI ~ Y3TO/KEHOCTi,  PI3HOMAHITHOCTI Ta  cTabiNBHOCTI  Tpolecy  TeHepalii.
[IponemMoHCTpOBaHO, IO 3aNMpOIIOHOBAHWH MiAXif 3abe3nedye craOiibHIiIIEe (OpMyBaHHS BajiIHHUX
PiBHIB, BHIy CEMaHTHYHY Y3TO/DKEHICTh Ta OLIbIly BapiaTUBHICTh Yy IOpPIBHAHHI 3 0a30BUMHU
MoJiesisiMU. Bi3yanizoBaHi MPHUKIaAH 3TeHEPOBAHKUX KapT IMiITBEPXKYIOTH MOKIIMBICTh KOHTPOIIOBATH
PiBEHb CKJIaJHOCTI Ta TUIIOJIOTIIO EJIEMEHTIB.

OTpumaHi pe3ylbTaTu CBi4aTh NMPO €(PEKTUBHICTH PO3POOJICHOr0 METOAY Ta HOro MOTEHIiaN
JUIsl iHTerpamii y cydacHi pymrii i iHCTpYMEHTH CTBOPEHHS IrPOBOTO KOHTEHTY. 3ampOIOHOBaHHI
MiAXig Moxe OyTH BUKOPUCTAHWH Y 3aBJaHHIX aBTOMAaTH30BaHOTO MPOEKTYBAaHHS PIBHIB, CIOXKETHHX
CTPYKTYp Ta IPOIETYPHOTO HAITOBHEHHS ITPOBUX CBITIB y IIMPOKOMY CIIEKTpi KaHPIB.

KarwouoBi ciioBa: HelipoHHI Mepeki, TeHepallis KOHTEHTY, irpoBi piBHI, MallMHHE HaBYaHHS,
Mpolie/lypHa TeHepallisi, TeHepaTHBHI MOJIEIT.

METHOD OF GAME CONTENT GENERATION USING NEURAL
NETWORKS

G. Zavhorodnia?, V. Zavhorodnii?
!National Technical University of Ukraine "Igor Sikorsky Kyiv Polytechnic Institute"

Abstract: The article presents a comprehensive approach to automated game content generation
based on neural network models, focusing on the synthesis of game levels, structural layouts, narrative
fragments and auxiliary environment elements. The relevance of the research stems from the
increasing complexity of modern video games, which requires scalable methods for producing diverse
and adaptive content without significantly increasing the workload of designers and developers. The
proposed method combines latent spatial representations, stochastic sequence models and mechanisms
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of semantic control, enabling the generation of structured, logically coherent and stylistically
consistent game elements.

Unlike conventional generative approaches, the presented methodology incorporates an adaptive
guality-assessment module operating in a feedback loop. This module automatically adjusts model
parameters according to the required level of complexity or variability and implements a semantic
filtering mechanism that reduces the occurrence of illogical, inconsistent or structurally invalid
components. The study provides formal mathematical descriptions of the model, details of the training
procedure and a generalized algorithm for controlled content synthesis.

The paper presents formal mathematical descriptions of the method’s components and
architectural solutions of the model. The experimental section includes the results of synthesizing
game levels represented as graphs, as well as their evaluation using metrics of structural connectivity,
stylistic consistency, diversity, and generation stability. It is demonstrated that the proposed approach
provides more stable formation of valid levels, higher semantic coherence, and greater variability
compared to baseline models. The visualized examples of generated maps confirm the ability to
control the level of difficulty and the typology of elements.

Special attention is given to the practical applicability of the method, including its integration
potential with modern game engines and content-production pipelines. The obtained results confirm
the effectiveness of the proposed approach and its suitability for use in automated interactive content
design, procedural generation systems and Al-assisted development workflows.

Keywords: neural networks, content generation, game levels, machine learning, procedural
generation, generative models.
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1 BCTYI

CTpiMKHMII PO3BUTOK HEHPOHHHX MEpEX Ta TeHEPATUBHUX MOJENEH CYTTEBO 3MIHIOE
MIIXOMW JO CTBOPEHHS IM(PPOBOTO KOHTEHTY, 30KpeMa IrpoBUX pIiBHIB, CIleHapiiB Ta
iHTepakTUBHHUX 3aBAaHb. CydacHi BiJ€OITpH XapaKTEPHU3YIOTHCS CKIAAHUMHU HeNiHIHHUMU
CTPYKTypaMH, BUCOKUM DPiBHEM BapiaTMBHOCTI Ta BUMOT'aMHU JI0 a/IalITUBHOI MOBEAIHKH, 1110
3HAYHO YCKJIAJHIOE MPOIEC PYYHOTO MPOEKTYBAHHS KOHTEHTY. Y IIMX yMOBax 3pOCTae
norpeda y MeTojAax, 3/aTHUX 3a0e3MeUYUTH aBTOMATHYHE CTBOPEHHS SIKICHUX KOHTEHTHUX
€JIEMEHTIB 13 JOTPUMAHHSAM JIOTIYHOI Y3TOJKEHOCTI, CTHJIICTUYHOI IUIICHOCTI Ta I[LIHOBOT
ckmagHocTi [1-3].

HeiipomepekeBi Mojeni HOBOTO TOKONIHHS, 30Kpema TpaHchopMmepu, BapiamiiiHi
aBTOCHKOJIEpH Ta Mu]y3iitHI MO, IEMOHCTPYIOTh 3HAYHUI MOTEHITIAN Y 3a/1a4yaxX reHepartii
CTPYKTYPOBAHHX JaHUX, 1[0 POOUTH iX MEPCIEKTUBHUMU JJIsi BUKOPUCTAHHS B 1HIYCTpii irop
[4, 5]. Onnak icHyroui pileHHs 31e01UTbIIOro (OKYCYIOThCS Ha OKPEMHX acleKTax reHeparii
— Bi3yanpHHX a00 TEKCTOBHX — 1 PiAKO BPaxOBYIOTh KOMILIEKCHICTH IrPOBOTO MPOIIECY,
HEOOXIAHICTb KOHTPOJIIO HaJl CEMaHTUKOIO Ta 3a0e3le4YeHHs M IirpoBoro OanaHcCy.
JlocImipKeHHST OCTaHHIX POKIB TaKOX BKa3ylOTh Ha MOTpedy y MeTolaX, 3aTHUX aJalTUBHO
pearyBaTH Ha 3MiHH IMapaMeTpiB CKIAJAHOCTI Ta MOBEAIHKOBUX ClLIeHapiiB rpasus [6, 7].

[Torpu 3Ha4HMU Tporpec y TEHEpaTHBHOMY MOJICNIIOBAaHHI, MpoOiieMa OTPUMaHHS
KOHTPOJIBbOBAHOTO, JIOTIYHO 3B’S3aHOTO Ta NPUIATHOTO AN TPU KOHTEHTY 3aIHMILIAETHCS
HE/IOCTaTHBO BHpimeHO. EQexTHBHI MigXoaW MOBHHHI NMOEAHYBATH MOJIENI JIATEHTHOTO
MIPOCTOPY, MEXaHi3MH OI[IHIOBAaHHS SIKOCTi, aJalTUBHI 3BOPOTHI 3B’SI3KM Ta MOKJIUBICTh
iHTerpanii B peanbHi pO3pOOHMIBKI mMalruiaiiHu. lle Bu3HAavae HAyKOBY W NpPaKTUYHY
3HAUYYIIICTh JAaHOi POOOTH, SKa CIPSMOBaHA Ha pPO3POOJEHHS YHI(PIKOBAHOTO METOAY
HelipoMmepekeBoi TeHepallii KOHTEHTY 3 MeXaHi3MaMH CEMaHTHYHOTO Ta CTPYKTYpHOTO
koHTpoio [8-10].

2 AHAJI3B JITEPATYPHUX JAHUX TA IOCTAHOBKA IMTPOBJIEMH

AHaii3 Ccy4acHMX JIOCHIDKEHb JEMOHCTpYyE 3HAYHUU IHTEpec J0 METOAIB
aBTOMAaTH30BaHOI reHepallii KOHTEHTY, 10 MOE€JHYIOTh NPOLEeIypHI aJrOPUTMH Ta MALIMHHE
HaBuaHHs. Y pobotax [2, 3, 11] mpeacTaBiaeHoO MiAXia A0 CTBOPEHHS ITPOBUX CTPYKTYpP Ha
OCHOB1 MpOLENypHOi TeHepalii, 1o 3abe3neuye ¢(opMyBaHHs O0a30BUX TOMOJIOTTUHUX
mabsoHiB. OJHAaK BIJCYTHICTb CEMAaHTUYHOI'O KOHTPOJIIO Ta 3aJIEKHICTh BIJ PYYHOTO
HaJIAIITYBaHHA NapaMeTpiB 0OMEXYIOTh 3aCTOCOBHICTh TAaKHX pIllIeHb y 3aJadax reHeparii
CKJIaIHUX ITPOBUX CLIEHApIiB.

VY mpamgx [1, 12, 13] pocnijkeHo MaTeMaTHYHE MOJETIOBAHHS NpU (OpMaIbHOMY
aHaJli31 TeHepaTUBHUX CHUCTEM, JI€ aBTOPH aKIEHTYIOTh YBary Ha Ba)JIMBOCTI TOYHHX
CTPYKTYpPHUX MOJENeH JUIs OmUCY NOBEIIHKM KOMIT'IOTEepHUX cucteM. lle miakpecitoe
HEOOX1AHICTh (OopMalli30BAaHUX METOMIB 1 'y cdepi HelipomepekeBoi reHepallii KOHTEHTY, 1
BIJICYTHICTb (hOpMaJIbHUX KPUTEPIIB OLIIHIOBAaHHS YCKJIQIHIOE KOHTPOJIb SIKOCT1 pe3yIbTAaTiB.

YV nmxepenax [4, 14, 15] 3amponoHOBaHO METOJl CHHTE3Y IUTYYHUX TEKCTyp 13
KOHTPOJIbOBAHUMH TapaMeTpaMM, L0 JIEMOHCTPYE €(QEeKTHBHICTh IO€THAHHA MOJEeH
INIMOMHHOTO HaBYaHHSA 31 CTPYKTYPHUMH oOMexxeHHsIMU. [1oa10HMi miaXig Ma€e nepCcreKTUBU
JUIS TeHepalii irpoBUX piBHIB, /¢ BOXJIMBUM € HE JIMIIE CTHJIb, a W JIOTIYHA OpTraHi3allis
npoctopy. Y pochimxkeHHi [5, 16] po3rissHYyTO 3acTOCYBaHHS MAITMHHOTO HAaBUYaHHS IS
MOIIYKY aHOMaJiil y JaHuX, L0 OCOOJIMBO BaXJIMBO JUIS Bajliiu3allii 3reHepOBaHOIO
KOHTEHTY Ta BHSBIICHHS JIOT1YHUX MTOMHUIIOK.

3aranoM cy4acHi poOOTH BKa3ylOTh Ha 3HAUHUU MPOrpec y BUKOPHUCTaHHI HEHPOHHUX
MepeX JJid TeHepaTUBHUX 3aJad, 30KpeMa TpaHC(HOPMEpPHHUX apxXiTeKTyp, Audy3iiHHX
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MOZCJIEM Ta CTOXacTUYHUX mocmigoBHocTed [17-19]. Ilpore OinpmiicTe MmiaAXOAIB
chokycoBaHI Ha OKpeMHUX (pparMeHTax KOHTEHTY (TEKCT, 300pa)K€HHS, TOMOJOrii), TOMi SK
npoOJieMa IHTErpOBaHOI TeHepallii 3 ypaxyBaHHIM CEMaHTHKH, CTPYKTYPHHUX 3aJIe)KHOCTEH Ta
aJIalITUBHOI CKJIQJIHOCTI JIMIIAETHCS HEIOCTATHLO PO3B’si3aHoro [20—22].

OTxe, HeBUPIMICHO 3aIHINAETHCS 3a/1a4a CTBOPSHHS KOMILIEKCHOTO METO/y T'eHepailii
ITpOBOTO KOHTEHTY, SIKUW 3/IaTCH:

- TO€IHYBAaTH PIi3HI TUINH JATEHTHUX TMPEIACTaBiIeHb (CTPYKTypHI Tpadu piBHIB,
MIPOCTOPOBI O3HAKH, CEMaHTHYHI OMUCH) Ta Y3TOXKEHO MPAIIOBATH 3 HUMH B €IMHINA MOJIE;

- 3a0e3nedyBatd OaraTOpPIBHEBHI CEMAaHTUYHUH KOHTPOJb, IO TapaHTye JIOTIYHY
IITICHICTP 1 CTUIICTUYHY BiJIMTOBIAHICTh 3T€HEPOBAHUX CIICMCHTIB;

- aBTOMATHYHO aJIalTyBaTH CKJIAJHICTh KOHTEHTY BIJIOBITHO JIO 3aJlaHUX [apaMeTpiB
(IiTBHICTH 3B’SI3HOCTI, KUIBKICTh KIMHAT, BApiaTUBHICTH TOMOJIOTIT);

- MICTUTH MEXaHI3MH BHSBIICHHS aHOMAJid Ta CTPYKTYPHUX IOpPYIIEHb, a TaKOX
3MIIACHIOBATH KOPEKIit0 rpad)oBOi CTPYKTYpH Ha OCHOBI (JOPMAITI30BaHUX METPUK SKOCTI;

- IHTerpyBaTHCs B Cy4acHI MaWIlIaiiHU irpoBOi po3poOKH, 3a0e3MeUyI0Ud MOXKIHUBICTb
MOJTANTBIIOT OOPOOKH Ta BUKOPHCTAHHS 3T€HEPOBAHUX CTPYKTYP B IrPOBUX PYILIisX.

BupimeHHs: nepeniuyeHuX ~acleKTiB BU3HA4Ya€e IOCTAHOBKY IPOOJIEMH  JaHOTO
JNOCTiKeHHST 1 (opMye BUMOTH JI0 PO3POOKH KOMILJICKCHOTO HEHPOMEPEKEBOTO METOMY
reHeparlii irpoBoro KOHTEHTY.

3  HIJIb TA 3AJAYI JOCHIKEHHS

Mertoro 1ociKeHHs € po3p0o0JIeHHS y3arajlbHEHOro METOy HeiipoMepeskeBoi reHeparii
CTPYKTYpOBAHOTO IrpOBOr0O KOHTEHTY, 3JaTHOTO 3a0e3leuyBaTd JIOTIYHY IIUTICHICTb,
CEMaHTHYHY Y3TO/KEHICTb Ta KOHTPOJIbOBaHY CKJIQJHICTh CTBOPIOBAaHMX  PIBHIB.
3anpornoHoBaHMN MiAXix nependadae BUKOPUCTAHHS JIATEHTHUX MPOCTOPOBUX MPEACTABICHb
Ta AITOPUTMIB CTOXAaCTUYHOI reHepauii rpadoBUX CTPYKTYp, IO JO3BOJISE aBTOMATU3YBaTH
(bopMyBaHHS KapT irpOBOTO CEPEIOBHUIIA Ta aJAIITUBHO KEPYBATH 1X BIACTHBOCTSIMH.

BinnoBigHO 10 MOCTaBIEHOT METH Y AOCIIPKEHH] CPOPMYJIbOBAHO TaKi 3aB/IaHHS:

- TpoaHali3yBaTH ICHYIOYI reHepaTUBHI MeToau, 3okpema mojaeni VAE, LSTM Tta
TpaHc(hOpMEpHI apXiTeKTypH, 3 TOYKH 30py iX 34aTHOCTI CTBOPIOBATH CTPYKTYpPOBaHUI
irpoBuil KOHTEHT. lle nano MOXJIMBICTH OKPECIUTH HEIOJIKH TPAAULIMHMX MiAXOAIB Ta
BHU3HAYUTU BUMOTH JIO HOBOTO METOJY;

- po3poOWMTH MaTeMaTHYHy MOJEIbh TeHepalii KOHTEHTY, sKa IIO€IHY€e JaTeHTHE
NPEJCTAaBICHHS TNPOCTOPY KapT 13 MeXaHI3MaMu BHIIQJKOBOI IMOOYIOBH CTPYKTYp Ta
(hopMyBaHHS CEMAHTUYHUX OOMEXEHb M1l Yac reHeparii;

- CTBOPHUTH QJITOPUTM a/IalITUBHOI'O CEMAHTHUYHOTO KOHTPOJIIO, 1110 JJ03BOJISIE PErYIIOBaTH
napaMeTpH CKJIAJHOCTI Ta CTHJIICTUYHOI BIJIMOBIAHOCTI 3T€HEPOBAHUX PIBHIB, 3a0€3ME€UYyI0UU
Y3TO/IKEHHS MK TOTIOJIOTI€I0 Tpady Ta HOro irpOBUMHU XapaKTepUCTUKAMU;

- pO3pOOHTH MOIYJb OIIIHIOBAaHHS SKOCTI KOHTEHTY, Y MeXaxX SKOr0 BHU3HAYAIOTHCS
CTPYKTYpHI METPUKH, CEMaHTHUYHI/THUMOJOTIYHI METPUKH Ta MEXaHI3MU BUSBJICHHS
AHOMAIIFHUX CTPYKTYP JUIS IOJANTBIIIOTO KOPUTYBaHHS MTapaMeTpiB TeHepallii;

- peanizyBaTH €KCHEpUMEHTAlbHY IepeBipKy poOOTH Mojedi Ha 3ahadi TeHeparii
rpadoBUX piBHIB;

- MPOBECTH TMOPIBHAIBHUNA aHani3 e(pEeKTUBHOCTI 3alpONOHOBAHOIO MiJAXOJYy BiJHOCHO
6azoBux mozenedt (VAE, LSTM, Transformer), BUKOPUCTOBYIOUM METPHUKU CTPYKTYpPHOT
3B’A3HOCTI, CTHJIICTUYHOI Y3TO/DKEHOCTI, pI3HOMaHITHOCTI Ta CTa0lIbHOCTI T'eHepalii;

- cOopMyITIOBaTH PEKOMEH IAIIIT II0/I0 1HTETpallii po3po0JIEeHOTO METOAY Y CydacHi pyIii
Ta 1HCTPYMEHTH aBTOMAaTH3allli CTBOPEHHsI irpOBOTO KOHTEHTY, BPAaXxOBYIOUM BHMOTHU [0
MIPOJYKTUBHOCTI, KEPOBAHOCTI Ta BIATBOPIOBAHOCTI PE3Y/IbTATIB.
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TakuM 4YHMHOM, JOCIHI/DKEHHS CHOpSIMOBaHE HE JIMIIE HA CTBOPEHHS HOBOTO
HelipoMepe)keBOro MeTOAy TeHepalii, aje W Ha (opMyBaHHA HUTICHOI KoHUenmii Horo
aJanTUBHOTO YIPaBJIiHHA Ta OIIHIOBaHHSI €()EeKTUBHOCTI, 110 3a0e3MeunTh HOTO
3aCTOCOBHICTD y PeaTbHUX BUPOOHMYUX MPOIIECaX.

4  PE3VYJIBTATU JOCJIAKEHHSA

Po3rnsiHeMo MeToJ reHeparlii KOHTEHTY, SIKHU MOE€IHY€e JTATEHTHE KOAYBaHHS, CTOXACTUYHI
MeXaHi3MU BUOIPKU Ta CEMaHTUYHUN KOHTPOJIb. OCHOBHOIO METOK MaTeMaTHYHOI MOJEN €
(dbopmanpHUIl OMHC MPOIECy CHHTE3Y CTPYKTYPOBAHUX IFPOBUX 00’€KTIB, 30KpemMa rpadoBHX
CTPYKTYp piBHIB (KIMHAT Ta MEPEXO0/IiB), a TAKOXK BIJIMOBITHUX TEKCTOBUX ()parMeHTIB.

Hexan X :{X1: Xpyenn Xn}—MHmKI/IHa €JIEMEHTIB HaBYaJIbHOTO HAOOpY, /e KOKHUN €JIEeMEHT

BiJ0Opaxkae CTPYKTYpHY a00 TEKCTOBY CYTHICTb I'pOBOrO KOHTEHTY. [loyaTkoBe KoayBaHHs
3MIACHIOETHCS 3a JIOTIOMOTOI0 eHKojepa Eg, skuii meperBoproe 00’€KTH mpocTopy X Y
JaTeHTHHH npoctip Z . JIaTeHTHE peACTaBICHHS 331a€ThCs (POPMYIIOF0

z=E,(x),zeR". 1)

JUis  MoIenroBaHHS HEBU3HAYCHOCTI MPUUMAETHCS, IO JIATCHTHE MPEICTABICHHS MAae
CTOXaCTHYHY MPHUPOAY 1 BIAMOBIIa€ HOPMAIBLHOMY PO3MOALTY

Z~(, (le) =N (ﬂa(x)nza(x))- 2

[Ipomec reneparrii KOHTEHTY 3IIHCHIOETBCS Jekoaepom D
BEKTOP Y MPOCTIp MOKIUBUX CTPYKTYP

£=D,(2). 3)

o> AKMH BifoOpaXkae JaTEHTHUM

OCKiNbKH ITPOBHI KOHTEHT Ma€ 1€papXiuHy CTPYKTYpy (HANpUKIad, MIaH PiBHS CKIaIa€ThC
3 KIMHAT, KOPHJIOPIB Ta KIIOYOBHUX NEPEXOMAIB), NEKOJEP MPEACTABIECHO KOMIO3HUIIIEID TBOX
MOJTyJIiB

—N® (9)
D, =D -D®. 4)

(9) .= . . . . (s) .
ne D, Binmosinae 3a rexeparlito rio0anbHOI CTPYKTYpH piBHs, a D’ yrouHroe joxanbHi

eJIeMEeHTH (po3MiTKa KIMHAT, TUIIH BY3J1iB, JOBKUHH MEPEXO/IIB TOILO).
CtpyKTypa piBHS OJIA€ETHCS HACTYITHUM Ipadom

G=(V,E), ®)
ne V — MHOXuMHA By3miB (KiMHar); E— MHOXHHaA pebep (JOTIYHMX MEpPEXoiB MIXK
KIMHaTaMu).

I'moGanbHa reneparis Ha ocHOBI popMyiu (3) 3aaeTbes K
— D@
G=D,”(2). (6)

[Ticnsa poro popMyeThCs eTadi30BaHUNH KOHTEHT
—_D®
x=D,"’(G,2). (7)
CeMaHTHYHUI KOHTPoOJIep Ta 3arajbHa GpyHKuUis BTpat. s 3a0e3neueHHs CTUIICTUYHOI,

JIOT1YHOT Ta CEMaHTHUYHOI BiI[l'IOBiIIHOCTi BUKOPUCTOBYETHCA CEMaHTUYHUI KOHTPOJICP S(p.

Woro 3aBnaHHs — rapaHTyBaTH, 1110 3r€HEPOBaHUIl piBEHb BIANOBITAE 0OpaHOMY CTHIIIO abo
pedepencHomy mnpukiany. CeMaHTHMYHa BTpaTa BH3HAYAETHCA SK CyMa KOMITOHEHT IS
KOHTEHTY Ta CTPYKTYpH
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__ | content structure
L m Lsem + Lsem ' (8)

Sel

ne Lomen = H f(X)— f (X )H2 — BiAMOBIZHICTH KOHTEHTY (KIMHATH, TEKCTYPH, IPEAMETH);

Litructure d (h (Ggen ), h (G

om = )) — ceMaHTHYHA BiAMOBIAHICTH CTPYKTYPH PiBHS (Irpad TOMOJIOrii);
f (X)— HeiipomepeskeBe BekTopHe mpencTapieHHs kouteHTy (Transformer/GNN); h(G) —

ref

cemanTtuyHuili npoektop tonosorii (GraphSAGE abo GNN); X ,G,; — eranoHHi 3pa3ku

xontenty Ta cTpykrypH; d(h(G,),h(G,)) — MeTpuka BiacTani y ceMaHTHYHOMY NMPOCTOPi

(KocWHYCHa, €BKJIIIOBA TOIIIO).
3 dopmymu (8) cmimye, MO CeMaHTHYHA BTpaTa BPaxOBYE 1 KOHTEHT, 1 TOMOJOTIUHY
CTPYKTYpy. 3aranbHa (QyHKIIisI BTpAT MOJIENI BKIFOYA€ YOTUPHU KOMITOHCHTH

L: Lrec+ﬂLKL+ﬂ“Lstr +7Lsem’ (9)

e L =||X—)A(||2— noxubka pekoHcTpykuii; L, — peryispusanis JTaTeHTHOrO PO3HOJILTY

(muBeprenuis  Kynbbaka—Jleitbnepa); L, —  crpykTypHi oOMexeHHs rpada, 1o

320€e3Meuy0Th KOPEKTHICTh IMEPEXOMIB 1 3B’SI3HICTh; ¥ — KOCQIIIEHT Bard CEMaHTUYIHOI
KOMITOHEHTH; [, A — BiANOBIAHI KOS(IIIEHTH Baru IS 1HIIMX CKJIAIOBUX.
OOMexeHHs CTPYKTYpU (OPMAITEHO 33Ja€THCS

Ly = (1-C(G)) + .U (G), (10)

ne C(C(G)— wipa 3B’sa3H0cTi rpada (Bim 0 mo 1); U(G)— KigbKiCTh HEIETITUMHHUX
HEPEXOJIIB Y CTPYKTYPI PIBHS; @, (, — BaroBi Koedili€HTH A71s1 000X KOMIIOHEHT.

3 ¢opmymu (10) cminye, mo L, — mrpadye HepeneBaHTHI a0 HEKOPEKTHI MEPEXOIH Ta
320X04ye 3B’S3HICTH rpada.

Ontumizanis napamerpiB mopaeai. OnrTumizanis mnapaMmerpiB yCiX KOMIIOHEHTIB
3ampOIOHOBAHOT MOJIEN 3/IIMCHIOETHCSI B MEXKaX €JIMHOI BaplalliiiHOI cxeMu MiHiMi3aIlli, sika
BHU3HAYA€ThCS SK 3ajjaya CTOXACTUYHOI ONTHMi3alii BelMKoi po3mipHOCTi. PopMaibHO
mporiec HaBYaHHA (DOPMYIIOEThCS SIK 3a7ada 3HAXOJDKCHHS MapaMeTpiB eHKO/JIepa,
@ — IeKOJIepa, | — CEMaHTHYHOTO KOHTPOJIEpa, 1110 MiHIMI3yl0Th OBHY (PyHKIIiFO BTpaT L

(©".¢" ) =argmin L(0,¢,v). (11)

Ockiibku 00’€KTHBHA (YHKIIS € Heau(epeHIINOBHOI B aHAIITUYHOMY BUIJISAIl Ta
OLIIHIOETHCSI HAa BUOIPKaX AaHUX, il MiHIMI3allisl BUKOHYETHCS 3a JJOMIOMOT'OK0 CTOXAaCTHYHOTO
IPaJiEHTHOTO CIycKy abo Horo aganTuBHUX Mojaudikamii. OHOBIEHHS NapaMeTpiB Ha
iTeparii t Mae BUTIISIT

0.1 =0, -1VeL(®)), (12)

e © =(0,,y)—arperoBaHuii BEKTOp MapaMeTpiB, 77, — aJalnTHBHA IIBUAKICTh HAaBYAHHS,

VL — croxactudHa OIiHKa rpajicHTa Ha MiHI-0aTyi.

Etanu HaByaHHs MojeJi. HaBuanbHMI UK CKIaA€ThCS 3 TPHOX MOCHIIOBHUX €TalliB,
KOJKEH 3 SIKAX ONTHUMI3Y€E Pi3HI aCMIEKTH JJATEHTHOTO TIPOCTOPY Ta JCKOTYBaHHS.

1. [TouaTkoBe HaBYAaHHS JATEHTHOT'O IPOCTOPY — Ha MepuIoMy eTarni popMyeTbes 0a3oBa
CTpYKTypa JIaTEHTHOTO TIPOCTOPY, Yy SKOMY TIOBUHHA KOHIICHTPYBaTHCS HeoOXimHa
iHpopMallis Ipo TOHOJOri0 piBHA. ONTUMI3y€eThCSI KOMOIHALIA JBOX KJIACHYHUX CKJIQJOBUX
BapialiiiHux Mojenei
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Lstagel = Lrec + ﬁLKL’ (13)

ne L. — pexoHcTpykuiiina Brpara; L, —auBeprenuis Kynb0aka-Jleiibnepa, sika 3a0e3neuye
peryaspu3aio JaTeHTHOTO POCTOpY; [ — KOe(IIEHT peryisipu3altii.

3 dopmynu (13) cmigye, mo Ha bOMY eTami HaBYaHHSA (QOPMYETHCS CTaOLILHUN
JATeHTHHH POCTip 0e3 ypaxyBaHHS CTPYKTYpPH PiBHIB.

2. CTpyKTypHE HaBYaHHS — Ha JPYroMy eTami J0 3arajJibHoi (YHKIii BTpaT JOMAETHCS
peryaspu3aTop CTpyKTYPHOI LJTICHOCTI

Lstr = ﬂ“strQ(G)s (14)

ne G — rpad rononorii piBas; Q(G) — pyHkIioHaN, Mo mTpadye MOPYIICHHS TOMOJOTTYHUX
1HBapiaHTIB: PO3PHUBHICTh MAPIIPYTY, HEKOPEKTHHUI CTYIiHb BY3JIiB, HEBIAMOBIAHICTh TOBXHUH
NepeXo/IiB, MOPYIICHHS TUIAHAPHOCTI.

[ToBHa GyHKIIS BTpAT APYTOTO €TAIy

LstageZ = Lrec + ﬂLKL + ﬂ’ L (15)

str —str ®

3 dopmynu (15) BumimBae, mo 1eil eran ¢GopMye CTPYKTYPHO-KOHCUCTEHTHUUN
JATEHTHHIA TIPOCTIp.

3. CemaHTHyHEe JOHABUAHHS — (pIHAIBHUN €Tall CIPSIMOBAHHUI HA KOPEKTHE JOTPUMAHHS
CTHJIIO Ta IrpOBHX mapameTpiB. [loaeThcsi CEeMaHTHUHUI KOHTPOJIEp, IKUH BBOJUTH LIJTHOBI
BJIACTMBOCTi FeHEPOBAHOTO PiBHA y JIATeHTHUIT mpoctip. Moro ¢pyHkuis BTpat

Liaces = Liee T 8L + A Ly +7L

stage3 tr str

(16)

sem *

3 bopmynu (16) ciimye, 1m0 ceMaHTHYHA KOMIIOHEHTA IHTETPYE 1 KOHTEHT, 1 CTPYKTYpY, a
3aranbHa (PYHKIIIS BTpAT BPaxOBY€ BCl ACMEKTU: PEKOHCTPYKIIIIO, PErysipU3alliio, CTpyKTypHi
O0OMEKCHHSI Ta CEMAaHTHYHY BiIITOBITHICTb.

IIpouec renepauii HoBOro enemenTa. ['eHepallis HOBOTO e€llEMEHTa 3JiHCHIOETBCS 3a
CXEMOIO:

1. Bubip natentHoro Bekropa (1)-(2).

2. I'enepartist ctpyktypH (6).

3. ®opMyBaHHs A€TaNi30BaHOTO KOHTEHTY (7).

4. ®inpTpanis ceMaHTHIHUM MojyieM (11)-(12).

HaBeznena MoJenb O€THYE CTOXAaCTHYHI Ta JETEPMiHOBaHI KOMIOHEHTH, 3a0€3Meyyroun
KEepoBaHUI mpouec reHepamii 31 30€peKEHHSM CTPYKTYpPHOI LUTICHOCTI Ta CTHUIIICTHYHOI
BIIIOBIAHOCTI.

Metpuku ouiHioBaHHsl edeKkTHUBHOCTI. [l OIIHKKM e(EeKTUBHOCTI TeHepalil
3aCTOCOBYBAINCH TaKi METPUKH:

1. Structural Consistency (SC) — BifIcOTOK JIETITUMHUX MTEPEXO/IIB MiXK KIMHATaAMHU

SC :M, a7)
|E|

ne |E,a"d | — KUIBKICTb JIETITUMHHX NE€PEXO0/IIB MIXK KIMHAaTaMH; E| — 3arajibHa KUIbKICTb pedep

y rpadi.
2. Playability Score (PS) — wactka kapT, Je iCHye HUISX BiJl CTapTOBOI J0 MIJIHOBOI
KIMHATH
1 N
PS = N Zé' (iCHye WIIAIX 810 cmapmy 00 Yisi Ha Kapmii) ,

i=1

3asroponus I'. A., 3aBropoaniii B. B.
https://doi.org/10.31650/2618-0650-2026-8-1-54-68 60




VIII/1/2026
Crop. 54-68/ Page 54-68

MexaHika Ta MaremMaTuyHi Meromgu [
Mechanics and mathematical methods

1, axwo wnax oocsaenymuti

ne &= { (18)

0, 6 inuwomy sunaoky

ne N — 3arajpHa KUIBKICTb KapT y TECTOBOMY Habopi;
o (iCHye wuIsX 810 cmapmy 00 Yini Ha Kapmi i) —1iHAMKaTOpHA (PYHKLIS HASBHOCTI MPOXIAHOTO

HUISXY BiJI CTAPTOBOI 10 LiTHOBOI KIMHATH.
3. Semantic Alignment (SA) — kocuHyCHa MOIiOHICTP BEKTOPHOTO IMPEACTABICHHS 3
CTATOHHHUM 3Pa3KOM

SA :%écos(f (%), (X)), (19)

nme f(X)- BekTopHe mpencTaBIeHHs 3reHepoBaHoi Kaptm X, f(X™)— BekTopHe

HPEJICTABICHHS €TaJIOHHOT KapTH.
4. Diversity Index (DI) — enTporisi po3nojiay TUIIB KIMHAT Ta MEPEXO0/IiB

C

DI =->p,logp,, (20)

c=1

ne C — KIIbKICTh KJIACIB €1EMEHTIB (TUIIU KIMHAT a00 IepexoiB); P, —HMOBIPHICTb 3yCTpiul

€JIEMEHTY KJacy C.

i MeTpuKHU JO3BOJIIOTH OLIIHUTHU K CTPYKTYPHY KOPEKTHICTb, TaK 1 pI3HOMAHITHICTb Ta
CEeMaHTHYHY BiJIIOBITHICTh KapT.

ExcnepumenTtanbHi pe3yjabTaTu. MeTOI0 eKCIIEPUMEHTANBHUX JOCHIIKEeHb O0Yi0
OIIIHATH €(EKTUBHICTh 3alIPOITOHOBAHOTO METOAY TeHepallii KapT irpoBOro CEpeIOBHINA, IO
CKJIAJIAIOThCS 3 KIMHAT Ta MepeXo/1iB, MOpiBHAHO 3 KiaacudyHuMu Mozaensmu: PCG (Procedural
Content Generation), VAE (Variational Autoencoder) ta LSTM (Long Short-Term Memory).

Jani ansa HaBuaHHA Ta TectyBaHHS MicTuin 10 000 kapT, KoxHa 3 SKUX CKJajaanacs 3 5-
15 xiMHaAT, mpeacTaBlIeHUX Yy BUMIANl rpady 3rigHo 3 Bupaszom (5). Monenbs HaBuanacs
npotsirom 150 enox 3 BUKOpHCTaHHSIM anroputMmy Adam, po3mip 6atdyy 64 Ta JaTeHTHUM
npoctopoM po3MipHocTi 128. INnmepnapamerpu Oynu OAHAKOBUMHM JUIsl BCIX MOPIBHSUIBHUX
MoOJIeTIeH, 3aBASIKM YOMY MOKHA CTBEPKYBATH MPO KOPEKTHICTh TAKOTO MOPIBHIHHSL.

Ha pucynky 1 noxazano 30ikHIicTh (yHKIIT BTpar mpotsaroMm 150 emox. Sk BuiHO,
3aMporoHOBaHa MOJIENb Jlocsirae cTabinmpHOro 1aro Bxke micnsa 40-60 emox, toxai sik VAE 1
LSTM neMoHCTpyIOTH OIBII MOBUIBHE Ta HEPIBHOMIPHE 3MEHIIIEHHS BTparT. Lle cBinuuTh npo
BUIIly CTIMKICTh HaBUaHHS 3alPONOHOBAHOI apXITEKTypud Ta eQEKTUBHIIIE Yy3araabHEHHS
JATEHTHOT'O IIPOCTOPY.

= 3anponoHoBaHa MoAeNb
== VAE
- LSTM

1.0+

0.8 4

0.4 4

0.2 4

0.0+

Puc. 1. 36ixHicTh GyHKIIT BTPAT IiJ 9aC HABYAHHS
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Cepenni 3HaueHHS METPUK Ha TECTOBOMY HaOopi kapT HaBeaeHi B TaOnwmii 1. Lli mani
JEMOHCTPYIOTh, IO 3aIPOIIOHOBaHA MOJIEIb MepeBepIITye 0a30Bi MiAXOAH K 33 CTPYKTYPHOIO
LUTICHICTIO, TaK 1 32 CEMAHTUYHOIO BIJIMOBITHICTIO Ta PI3HOMAHITHICTIO KapT.

Taoannsa 1
Cepe/Hi 3HaYCHHS METPUK Ha TECTOBOMY HabOpi KapT
Moenn SC PS SA DI
PCG 0.71 0.68 0.60 1.15
VAE 0.78 0.73 0.72 1.33
LSTM 0.81 0.76 0.70 1.29
3anpornoHoBaHa 0.89 0.85 0.83 1.48

[[lo6 HAOYHO MOPIBHATH TOKA3HUKU PI3HUX Mojened, Oyno modyaoBaHo rpadik
MOPIBHSHHS METPHUK MDK MOACTSAMH, SKUH BiZoOpakae YOTHPU KIIOYOBI METPUKH:
cTpykTypHy uinicHicte (SC) 3rigHo 3 Bupaszom (17), irposicts (PS) 3rigno 3 (18),
ceMaHTH4YHY BianmoBiaHicTh (SA) 3rigHo 3 (19) Ta pisHOoManiTHICTH KapT (DI) 3rimHo 3 (20)
(puc. 2).

Bl 3anponoHoBaHa
s LST™
I VAE
N PCG

1.4 1

1.2

1.0 A

0.8

3Ha4YeHHA METPUKK

0.6 4
0.4 1

0.2 4

0.0 —-_-_-_-

sC Ps SA Di

Puc. 2. [TopiBHAHHS MoJieNIel 32 METPHKAMHU

SIK BUAHO 3 PUCYHKY 2, 3aIIPOTIOHOBAaHA MO/IEINb TIEPEBHUIIYE BCi MOPIBHSAHHI apXiTEKTypH
3a SC, PS Ta SA, a Takox aeMoHcTpye HaiiBumuil nokasHuk DI. 3okpema, BoHa 3abe3neuye
+18% SC, +12% PS, +15% SA Tta +11 % DI nmopiBHSHO 3 Kpamorw 0a30BOI0 MOJCILTIO
(LSTM). Lle miaTBepmxye, 1m0 MoJeNb €()EeKTUBHO IMOEIHYE CTPYKTYPHY KOPEKTHICTH 1
TBOPYHIA PI3HOMAHITHUN KOHTEHT.

TakuM 4YHHOM, PHCYHOK 2 J03BOJISIE HAOYHO OI[IHUTH TepeBard 3ampolOHOBAHOT
apXITEKTypH Ta MIAKPECITUTH OATAHC MK CTPYKTYPHOIO ITUTICHICTIO Ta CEMAaHTUYHOIO SIKICTIO
3r€HepOBAHUX KapT.

Jnst oriHKKM BapiaTUBHOCTI KapT Oyna moOyaoBana rictorpama Diversity Index (DI), sika
HaBeJIeHa Ha PUCYHKY 3.
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100 4 EE ZanponoHoBaHa
e
e VAE

PCG

80

60

KineKicTe KapT

20

0.4 0.6 0.8 1.0 1.2 1.4 1.6 1.8
Diversity Index (DI)

Puc. 3. Posnozin DI gns pisHuX Mogeneit

Sx BUOHO 3 pUCYHKY 3, 3alpolOHOBaHa MOJENIb Ma€ IIMPUIMHM cHekTp 3HaueHb DI,
3MEHIIEHY IMCIEPCi0 1 BUILY CEpelHIO, 110 O3Hauyae OulbLly pPi3HOMAHITHICTh KapT Oe3
BTpaTH CTPYKTYpHOI misicHOCTi. Y Toii yac sk PCG Ta LSTM cTBOpIOIOTH MEHII BapiaTUBHI
KapTH a00 KapTH 3 HU3bKOIO CTPYKTYPHOIO Y3TOJKEHICTIO.

Jns  nemoHcTpamii CTpyKTypH KapT Oyino 3reHepoBaHO TpH TPHUKIATN PIBHIB 13
3anponoHoBaHoi mogeini (puc. 4). KokeH piBeHb INpejncTaBleHUH sK rpad, A€ BY3IM —
KiMHaTH, a pedpa — epexon Mi>k HUMH:

- PiBens 1: kapTa 3 7 kiMHaTamu Ta 9 nepexoamu, JIEMOHCTpYe 0a30BY 3B’ S3HICTb.

- PiBenp 2: xapta 3 12 kKiMHaTaMu Ta JOAATKOBHMH TIEPEXOJaMH JUIsl OUTBIIOL irpoBOi
CKJIaTHOCTI.

- PiBenp 3: kapra 3 15 KiMHaTaMu, MakCUMaJIHOIO 3B’S3HICTIO Ta PI3HOMAHITTAM THIIIB
KiMHaT.

PieHb 1 PiBeHb 2 PiBeHb 3
KimHaT: 7, Mepexopais: 8 KimHaT: 12, MNepexopis: 16 KimHaT: 15, MNepexopis: 22

2 0

| o

RE =

2

Puc. 4. Bisyanizaiis npukiamiB KapT

Ili Bi3yamizamii MiATBEPIXKYIOTh 3/JaTHICTb 3alpONOHOBAHOI MOJENli CTBOPIOBATH
CTPYKTYPHO KOPEKTHI Ta JIOT1YHO MOCIIIIOBHI KapTH, 110 BIAMOBIIAE 3asBICHUM MeTpukam SC
ta PS.

OTxe, 3ampoIIOHOBaHAa MOJEINb IIBUIIE 30IracThCsl IMijJ Yyac HaBYaHHS Ta JIEMOHCTPYE
HIWKYl 3HaueHHs (QyHkuii BTpaT. Metpuku SC T1a PS miATBEpIKYIOTH CTPYKTYpHY
KOPEKTHICTh KapT, a MeTpuku SA Ta DI 1eMoHCTpYyIOTh BUCOKY CEMAaHTUYHY BiAMOBIAHICTh Ta
PI3HOMaHITHICTh, 10 € BAXIWBUM JUIsl TIPOIEAYpHOI reHeparlii. Bizyamizamis rpadis kapt
JEMOHCTPYE JIOT1YHY 3B’ SI3HICTh KIMHAT Ta MEPEXO/IIB.
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Takum  9MHOM,  pE3yNbTaTH  EKCICPUMEHTIB  CBiA4aTh MNpo  €(EeKTUBHICTH
3alpOMOHOBAHOTO MIJIXOAY y CTBOPEHHI KapT IrpoBOr0 CEpeJOBHINA i3 BHCOKHM pIBHEM
CTPYKTYpPHOI Ta CEMaHTHYHOI SIKOCTI.

5 OBI'OBOPEHHS PE3YJIBTATIB JOCJIKEHHSA

Y xoni mocmipkeHHs Oylo po3po0JIeHO Ta MPOTECTOBAHO METOJ TeHepallii pPiBHIB
KOMIT' IOTEPHHUX Irop Ha OCHOBI JIATEHTHOTO NPOCTOPY Ta CTPYKTYPHUX METPUK, IO
JO3BOJIMJIO OIIIHUTH SIK SIKICTh CTPYKTYPHOI oprasizamii KapT, TakK 1 Y3TO/DKCHICTh iXHIX
TOTOJIOTIYHUX ~ XapakTepUCTUK. OTpuMaHi pe3yiabTaTH JIEMOHCTPYIOTh €(EeKTUBHICTbH
3aCTOCOBAHOTO MiAXOAY Ta MiATBEPIKYIOTh MOXKIIUBICTD MMOEIHAHHS CTOXaCTUYHUX IrpadoBUX
MOJIeNIell 3 aNropuTMaMH MAIIMHHOTO HaBYaHHS Ui (OPMYBaHHS CKIQJHUX ITPOBUX
CTPYKTYP.

[Tepmr 3a Bce, MOPIBHSAHHS HaBYAJbHUX METPHK IMOKA3aJI0 CTAaOUIbHE 3HIKEHHS (YHKIIIT
BTpaT NPOTSATOM €MOoX, HI0 CBIAYUTH MPO MPaBWJIbHE 3aCBOEHHS MOCIUIIO CTPYKTYPHUX
3aKOHOMIPHOCTEH Y HaBYAJbHUX JaHWUX. Bizyamizamis QyHKIil BTpar 3acBiqdmiia BiZICyTHICTh
NepeHaBuaHHs: KpuBa BTpatu (puc. 1) 3MEHIIYEThCS IUIABHO, 0€3 PI3KUX KOJHMBaHb, a
¢biHaNbHUI  piBEHb TMOMWJIKM BIJNOBIZa€ MeXaMm, TMNPUAHATHUM JUIS  [TOJAJIBIIOTO
BUKOPHUCTAHHS MOJEN y MPOLeAypHiil reHeparii.

JocnimkeHHss CTpykTypHUX Xapakrtepuctuk (SC) BKkazajio, MO0 3reHEpOBaHI KapTh
30epiraroTb 0a30Bl BJIACTUBOCTI TOIOJOTIYHOI 3B’SI3HOCTI, NMPUTaMaHHI BUXIAHUM JIaHUM.
3nauenHss SC JIEMOHCTPYIOTh, IO OUIBINICTH PIBHIB MarOTh J00pe cHOPMOBaHY IEpEBO-
Mo/i0Hy OCHOBY 3 MOMIPHOIO KUIBKICTIO IIUKJIIB, 110 3a0e3neuye OanaHc MiX JIHIHHICTIO Ta
BapiaTUBHICTIO IrPOBUX MapILIPYTiB.

Mertpuka PS miarBepauia, mo Moelb BIATBOPIOE MPUPOTHUIN PO3IIOALT JOBXKUH ILISXiB
y rpadax, xapakTepHUH JUIs peaJbHUX PIBHIB irpoBHX CBITiB. CIOCTEPIra€ThCs KOPEISIIis
MDK KUIBKICTIO KIMHAT Ta CEpeJHBbOI0 JOBXKMHOI MapUIpyTy, IIO BKa3zye Ha PO3YMIHHS
MO/ISIITI0 MACIITA0OHOCTi CTPYKTYPH PiBHSI.

Oxpema yBara Oyna mpujilieHa aHami3y NpPUKIaAiB 3reHepoBaHux kapT (puc. 4). Tpu
MIPOTECTOBAHI PiBHI JEMOHCTPYIOTh Pi3HI Bapiallii CKJIaJJHOCTI Ta TOMOJIOTIi:

- piBeHb 3 7 KIMHaTamMH WIiATBEP/DKYE 3JIaTHICTH MOJENI BIATBOPIOBAaTH MPOCTI,
KOMITaKTHI KapTH;

- piBeHb 3 12 KIMHaTaMu MOKa3ye OUIBII PO3TATYKEHY CTPYKTYpY Ta MPUPOIHE
JIOJIaBaHHS IIHKJIIB;

- piBeHb 3 15 KiMHaTaMu i MakCUMaJIbHUM YHUCIIOM NEPEXOAiB JIEMOHCTPYE, 110 MOJEIb
He JuiIe 30epirae 3B A3HICTb, aje i popMye CKIaAHINYy KOH(ITypalLilo, aHaJIOTYHY PYYHOMY
IU3aiHy ITPOBUX KapT.

Takum 4MHOM, 3ampONMOHOBAHUMN MIAX1J 3a0e3neuye 30alaHCOBaHy Te€HEpAIil0 PIBHIB 13
30€peXKEeHHSAM KIIIOUOBHX CTPYKTYPHHX XapaKT€PHCTHUK, BJIACTHBHMX ITPOBUM CEPEOBUIIAM.
CyKyIHICTh OTPUMAHUX PE3YyJbTATIB MIATBEPKYE, 110 MOJEIh MOXKE OyTH BUKOpPHCTaHA SIK
CKJIaJIOBa CHUCTEMU MPOIIETypHOI KOHTEHT-TeHepallii Ta aganToBaHa JUIsl IHTErpallii B cy4acHi
IrpoBi py1ii.

6 BHUCHOBKU

VY xomi nochimxeHHs Oyno po3poOJEHO Ta EKCIEePHUMEHTAIBHO IEPEeBIPEHO METO
re’eparlii piBHiB JJIsl KOMIT IOTEPHUX 1rop, IO MOEHY€E MalllMHHE HaBYaHHS, IrpadoBl MOAE]
Ta JJATEHTHE KOJlyBaHH:. 3aporOHOBaHUM MiXif 3a0e3neuye:

1. ABtomatnuHe (OpMYBaHHS CTPYKTYpH piBHA 13 30€peKEHHSM TOIOJIOTTYHUX
XapaKTePUCTHK, IPUTAMAHHUX PEAIbHUM IFPOBUM KapTaM.

2. KoHTpoab ckiagHOCTI pPIBHSA HUIAXOM MAaHIMYJALIA JaTEeHTHUM BEKTOPOM, IO
JI03BOJISIE TOYHO PEryJIIOBATH KUIBKICTh KIMHAT, LIUKJIIB Ta CTYIiHb 3B’ SI3HOCTI.
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3. Bucoki 3HaueHHs cTpykTypHux MeTpuk (SC Ta PS), mo miaTrBepIKyrOTh JIOTIYHY
MOCTIIOBHICTh Ta KOPEKTHICTh 3reHEPOBAaHUX PIBHIB.

4. CyMicHICTh MOJIeIli 3 PeaJbHUMH ITPOBUMHU MPOLECAMH, 110 JI03BOJISIE 3aCTOCOBYBAaTH
il u1st amanTUBHOI reHepallii KapT y peaJbHOMY 4Yaci.

Pe3ynbratu IOCHiPKEHHS CBiAYaTh MPO MEPCHEKTUBHICTH 3alPOINIOHOBAHOI MOJENI SIK
OCHOBU I CHUCTEM IMPOLEAYypHOI TeHepallii KOHTEHTY HOBOTrO ToOKoJNiHHA. [lomambmmit
PO3BHTOK POOOTH MOXKE TepeadadaTd IHTErpalilo ceMaHTH4YHOI iH(opMalii mpo KiMHATH,
HAaBYaHHS Ha OUIBIIMX JaraceTax, a TaKOoX PO3IIUPEHHS MOJENi IS aBTOMAaTHYHOTO
MIPOTHO3YBAaHHS HABAaHTAXEHb Ta ONTHUMI3allii peHACpUHTY Y TpadiuHOMY KOHBEEPI.

7 ETWYHI JEKJIAPALIL

ABTOpH TIATBEPIKYIOTh BIACYTHICTh (DIHAHCOBOT 3aIlIKaBICHOCTI UM 1HIIMX KOHQIIKTIB
iHTepeciB, MmO MorM O BIUIMHYTH Ha pe3ynbraTd poOotu. JKomHi 30BHINIHI JKepena
(dhinaHCyBaHHS HEe Opanu yJacTi y 3A1MCHEHH] JaHOTO JTOCIIIKCHHS.
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