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ABSTRACT

Kaplia H. O. Development of a gaming application using artificial
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«Data Science». Vasyl Stus Donetsk National University, Vinnytsia, 2025.

The qualification (master's) thesis analyzed the application of artificial
intelligence for procedural content generation. The practical result of the research
was the development of a game application based on Unreal Engine 5, in which a
neural network was implemented for automated level construction.
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BCTYII

CrtpiMKHUH  PO3BUTOK IrpoBOi 1HAYCTpii Ta 3pOCTaHHA BHUMOT [0
PI3HOMAHITHOCTI KOHTEHTY 3YMOBIIIOIOTH MOTPe0y Yy CTBOPEHHI 1HCTPYMEHTIB,
3MaTHUX aBTOMAaTU3yBaTH YacTHHY Ipolecy po3poOku. TpamuimiitHa moOymoBa
piBHIB TOTpeOy€ 3HAYHMX YaCOBHUX 1 JIFOJICBKUX PECypcCiB, IO POOUTH IPOIIEC
JOporuM 1 MajomaciutaboBaHuM. Came Tomy jenaii OUIbIIOT yBaru HaOyBaroOTh
METOJM TPOIEAYPHOI TEHepalli Ta TEXHOJIOTIl INTYyYHOTO 1HTENIeKTY, Kl
J03BOJISIIOTh ABTOMAaTU3yBaTU CTBOPEHHS I'POBUX MPOCTOPIB Ta afalTyBaTH iX 10
L1JIeH redAMINIEIO.

CyyacHl reHepaTHMBHI MOJIEJl, 30KpemMa yMOBHI BaplaliiiHl aBTOEHKOAEpHU
(CVAE), naioTh MOXKIHUBICTH (hOpMyBaTH HOBI ITPOBI PiBHI Ha OCHOBI OTPUMaHUX
NPUKJIA/AIB, BIATBOPIOIOYM IXHIO CTPYKTYpY Ta JIOTIKY PO3TalllyBaHHS OO0’ €KTIB.
BoaHouac aKkTyaldbHUM 3aJIMIIAE€THCS MHUTAHHS NPAKTUYHOI I1HTErpamii TaKhX
Mojeneld y KomepiiiiHi pyuni — 30kpema Unreal Engine 5, sxuii € oguuMm i3
NPOBIIHUX  IHCTPYMEHTIB CTBOPEHHS TPUBHMIPHMX ITPOBHX CEPEIOBHILL.
[ToegnanHs mpoleaypHOI TeHepallii, METOAIB TJIMOMHHOTO HaBYaHHSI Ta
iHcTpyMeHTiB Unreal Engine cTBoproe 0OCHOBY 11t JOpMyBaHHS CUCTEMH, 3/1aTHOT
reHepyBaTy MOBHOIIHHI ITPOBI PiBHI B peajbHOMY Yaci.

Metoto naHOi MaricTepchbkoi poOOTH € TOCHIJKEHHS MOXKJIHUBOCTEH
BUKOPHUCTAHHSA HEHPOHHUX MEPEX Ui TeHepallli CTPYKTYpPOBAaHUX TPUBUMIPHHUX
PiBHIB Ta po3po0Ka irpoBOTo I0JAaTKY, IO IEMOHCTPYE POOOTY MOJIETI.

Jlyist peamizaiiii mocTaBieHOT METH HEOOX1AHO BUPILIIUTH TaKl 3aBAaHHS:

1. Ornsin cyyacHUX NpoUEAYPHUX 1 HEHPOMEPEHKEBUX METO/IIB TeHepallii
PIBHIB 3 METOIO BUOOPY MPUIATHOT apXITEKTYPH MOJIETII.

2. CTBOpeHHsI cuCcTeMH 30MpaHHs Ta MIATOTOBKM HAaBYAIbHUX JaHUX Y
cepenonuii Unreal Engine.

3. HaBuanns oOpanHoi reHepatuBHOI Mojeli Ha chopMOBaHOMY HabOpi

aHUX.
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4. Tnarerpamis moaeni B Unreal Engine jyis 3a6e3neueHHs renepartii piBHIB
y PEeXKUMI PeaIbHOTO Yacy.

5. Po3pobka TecToBOTO cepemoBHUIAa IS B3aEMOJII KOpUCTyBada 3
napamMeTpaMu reHeparii.

6. CTBOpEeHHS JEMOHCTpAIIIHOT MIHITPH, Y SIKI{ TpaBelb BU3HAYAE, TKUN
piBEHb CTBOPEHO MOJIEILIIO.

7. Po3poOka MOBHOIIIHHOIO irPOBOT0 3aCTOCYHKY, IO BKJIIOUAE CUCTEMY
MEHIO i MEXaH13MH NEPEMHUKAHHS MK PIBHAMHU.

O06’exTOM JTOCIHIIKEHHS € TIPOlieC TeHepallii irpoBUX PiBHIB.

[IpeameToM AOCHIIKEHHS] — METOJIA Ta 3aCO0M 3aCTOCYBaHHS HEUPOHHUX
Mepex i1l oOyA0BH TpuBUMIpHUX ciieH y pyuiii Unreal Engine.

Y poGoTi 3acTOCOBAaHO METOAM TIMOMHHOTO HABYAHHS, MATEeMaTHYHOIO
MOJICIIOBaHHS, aHalli3y CTPYKTYPOBAaHMUX JAHUX, a TAaKOXK TexHIyH1 3acodu Unreal
Engine 5, Blueprint, Python ta C++. IlpakTuuHe 3HaueHHs MONSATA€ Yy CTBOPEHHI
po6oYoi cucTeMH TeHepallii piBHIB, KKy MOKHA 3aCTOCOBYBATH Y JOCIHITHUIIBKUX,
HaBYaJIbHUX a00 IrPOBUX MPOEKTAX, POLUIMPIOIOYN MOKIMBOCTI aBTOMATHU30BAHOI
PO3pPOOKH KOHTEHTY.

[IpomixkHi pe3ynbTaTH JOCHIDKEHHS Mpoluu anpodaimito Ha V
BceykpaiHCcbKild  HayKOBO-NPAKTUYHIM  KOH(EpeHIli BYEHMX, AaCHIpaHTIB Ta
ctynentiB  «Komm’oTepHi irpu 1 MyJbTUMe[la K I1HHOBAIWHUW MIAX1A [0
koMyHikamii - 2025» i3 gomoBimmo «BHKOpHCTaHHS IMITYYHOTO IHTEIEKTY IS
reHepairii irpoBux piBHiB» Ta [II MikHapomHOT HayKOBO-TIPAKTUYHOI KOH(DepeHTIii
«IIpukmamHi acmeKTH CyYaCHHUX MDKIUCIUIUTIHAPHUX JOCIIKEHB» (2024p.) i3
JOTIOBIII0 « BUKOpUCTaHHS MITYYHOTO 1HTEICKTY B KOMIT IOTEPHHX irpax»

CTpyKTypHO po0OTa CKIATAETHCS 3 TPHhOX PO3IUIIB, IO BigoOpaxarTh
MOCJIIJIOBHI €Taly JOCHIKEHHsT Ta po3poOku. Ilepmmii po3nin mpucBSYEHUIN
aHai3y TEOPETUYHMUX 3acaj MpOLEIypHOI TIeHepallii Ta HEHpPOHHUX Mepex. Y
JPYTroMy TIOJIaHO TPOIEC CTBOPEHHS JIaTAaCeTy, HABUYAHHS MOJIEII Ta 11 IHTerpaIliio B
Unreal Engine. Tpertiii po3/ia onucy€e KiHIIEBUH IIPOBHI 3aCTOCYHOK, peati3allito

PIBHIB, MIHITPU Ta CUCTEMY HaBiraii MiXx ClLIEHaMHU.



PO31J1 1. TEOPETUYHI OCHOBHU TA AHAJII3 3ACOBIB
MPOLEAYPHOI TEHEPAIII ITPOBOI'O KOHTEHTY

1.1 IlpouenypHa reHepauis B irpoBiii inaycTpii

CyuacHa irpoBa 1HAYCTpisi CTPIMKO PyXa€TbCAd y HANpSIMKy aBTOMAaTH3allli
nporieciB cTBopeHHs KOoHTEHTY [17][18]. OgHuM i3 KIIFOYOBHUX KPOKIB y I[LOMY
HaIpsM1 cTaja MpoleIypHa reHepalis — TEXHOJIOT1s, sIKka T03BOJISIE aBTOMATUYHO
CTBOPIOBATH €JIEMEHTH IrPOBOTO CBITY 3a JIOMOMOTOK aJITrOPUTMIB, MPABHI YU
MaTeMaTHuHuX Mozened [34]. 3amicTs Toro, mob au3aiiHep BPYYHY PO3MIIyBaB
KOXXEH O00’€KT Ha CIeHl, cucrteMa QopMye CTPYKTYpy PpiBHS, JaHamadgr,
apxiTekTypy a00 HaBiTh Il TUJIAHETH, CIUPAIOYKMCh HA HAOIp mapaMmeTpiB 1
BUIIA/IKOBUX 3HaUY€Hb. L{e 3MeHIIy€e KIIBKICTh pYYHOI Mpalll, MPUIIBUIIYE MPOLEC
PO3pO0KH Ta pOOUTH Py OUIBII PI3HOMAHITHOIO.

[3 pO3BUTKOM BIAKPUTHX CBITIB MOTpeda y TaKMX METOJAxX JIMIIE 3pOCTaa.
Jlroaceka mpatisi He MOKe 3a0€3MeYUTH CTBOPEHHS JIOCTATHBOTO OOCATY SIKICHOTO
KOHTEHTY y MacIITAaOHUX MTPOEKTaX, TOMY aBTOMAaTH3aIlisl cTaja MPUPOTHUM €TarioM
eBOJIIOLIT redMau3aiiHy. ['enepalliiiii airOpuTMH MOXKYTh MIPAIIOBATH K Ha €Tarl
pO3po0KH, Tak 1 Oe3MocepeaHbO il Yac TPu, CTBOPIOIOYN YHIKAIBHUN TOCBIA IS
KOXHOTr0 kopuctyBaya. [IpoTe, K 1 Oy1b-IKui IHCTPYMEHT, MPOLEAypHa IreHepanis
Mae CBO1 CJ1a0K1 CTOPOHH.

Haiinmommpenima mnpobiemMa - BiACYTHICTh TIOBHOTO KOHTPOJIIO Haj
pesyibratoM. be3 petenbHO HajmamToBaHUX (GUIBTPIB YW JIOTIYHUX OOMEKEHb
CTBOPEHI CBITH MOXYTh OyTH HENPUIATHUMU JUIsl TPU a00 BUTIISAATH BUIAIKOBO
[16][45]. Ixmra mpobGiemMa — MOBTOPIOBAHICTh CTPYKTYpH. HaBiTh SAKIO aaropuTm
CTBOPIOE THCSY1 Bapialliii, rpaBellb BCE OJJHO MTOYMHAE MTOMIYaTH 3HAWOMI TAaTEPHHU.
Jlo Toro », ommMcatd BCl AU3aWHEPCHKI OOMEXEHHS Yy BHUTJISAAI (POpMyN 4acTo

CKJIAHIIIE, HI>)K 3pOOUTH PIBEHb BPYUHY.
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Cepenl OCHOBHHUX IIJIXOAIB JI0 MPOLEAYPHOI TeHepalli MOKHa BUIIIUTH
Kiibka HampsmiB. [IpocTtopoBi Meroau - Taki sk mym llepmina abo dpaxranbHi
GYHKIT - 700pe MiAX0IATh IS CTBOpEHHS npupoaHux Janmamadtis [12][25][46].
I'padoBi miaxoaw [I03BOJISIOTH OyayBaTH apXITEKTypHO JIOT14HI CTPYKTYpPH,
HaAIPUKIIA] Mig3eMeruis abo MicTa, Jie BpaXxOBY€eThCs 3B’ I3HICTh KIMHAT 1 MapUIPyTiB
[49]. YacTo 3acTOCOBY€ETHCSI 1 KOMOIHOBaHMI MiAXiJ — KOJH PiBEHb 30MPAETHCS 3
rOTOBHUX YaCTHH (TaiIiB), sIKI IOEAHYIOThCS 3a 3a1aHuMu mipaBriamu [50].

[ToxazoBuM mpuKIagoM mporeaypHoi rerepanii € No Man’s Sky, y skiid
IIJTUI BCECBIT 13 MUIbSIPJaMU IIJIAHET CTBOPIOETHCS aBToMaTHUHO. KokHa 1uianera
Mae yHiKaJgbHI penbedu, atmochepy, guopy i dayny, chopmMoBaHi 3 TOMOMOTOIO
CKJIQJHUX LIYMOBHUX (DYHKIIIHM Ta CTOXaCTUYHUX aIropuTMmiB. Macmtad npoexty OyB
BpaXkalouuM, ajie Miciis pesii3y TpaBlii BI3HAUMIIH, 10 OUIBIIICTh CBITIB 31aI0ThCS
HAJTO CXOXKUMH. Benmnuesnnit mpocTip BUSBUBCS OJHOTHITHUM, a JOCIHIDKECHHS —
MOHOTOHHUM. Ile mokaszano, M0 HaBITh CKJIQJHI QITOPUTMU HE 3aMIHIOIOTH
JTU3aMHEPCHKOro MAXOMY, IKUH 3a/1a€ 171e10, CEHC 1 PUTM TPH.

[Hmuii npukinan - Minecraft, A€ BeCh CBIT CTBOPIOETHCS MPOUETYPHO,
BKJIFOYHO 3 )OPMOIO Tip, TIeUep, BOJIONM 1 po3moisiom pecypcei. [IpocTa cTpykTypa
Ha OCHOBI BOKCEIIIB JO3BOJISIE CTBOPIOBATH MPAKTUYHO HECKIHYEHHI Bapiallii CBITY,
npu LbOMY 30epiraroud BII3HABAHICTh Ta JOriky. OpHaK, MOmpH Bpa)xkarouy
re’epaniro JaHamadTiB, Mmia3eMeuis (JaHxki) y Tpl 4YacTO KPUTHUKYIOTH 3a
OJIHOMaHITHICTb. BoHM pajiie HaraaylooTh BHUNAJAKOBI CIOPYOU 3 JIyTOM, a HE
CIpaBXHI MPUTOJHUIIBKI JIOKAIlll, TOX IIBUAKO BTPAyalOTh 3araJIKOBICTh TMICIIS
KUIBKOX JOCIIKCHb.

[ToxibHi1 MeTOIM BUKOPUCTOBYIOTHCS 1 B irpax >kaHpy roguelike, sik-ot The
Binding of Isaac a6o Spelunky. Tam piBHI (OPMYIOTBCS 3 TOTOBHUX KiMHAT, SIKi
KOMOIHYIOTBCS Y BUIIAJKOBOMY MOPSAKY. Takuil miaXiJ A03BOJIAE JOCITTH OaaHCy
MDXK Mepe0avyBaHICTIO i BUMAJIKOBICTIO: Tpa 3aJIMIIAETHCS KOHTPOJIbOBAHOIO, aJle
KOXEH 3a0IT BIJPI3HAETHCA BiJI MOMEPETHBOTO.

VY miicyMKy MO’KHa cKa3zaTd, IO MpoleIypHa TeHepalis 3aJ0BOJIbHSE

noTpedu OLTBIIOCTI CydYaCHUX MPOEKTIB, ajie ii MOXKIIMBOCTI Bee 11e oOMexeH1. Bona
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CXHWJIbHA JI0 MMAOJIOHHOCTI, 00 PIIICHHS, K1 IPUIMaE alfTOPUTM, 3aBXKIU 3aJI€XKaTh
B1JI Hamepe ] BU3HAUEHUX TMpaBWI. Takui MiAXiJl CTBOPIOE CBIT, AKUM (opMasibHO
BUTJIAJIA€ PI3HOMAHITHUM, ajié HACOpaBli YacTo TM030aBlIEHUN CIPaBXHBOT
HernepenoauyBanocTi. [[lo0 momomatu 110 MeEXaHIYHICTh, Yy MpOLeC TeHeparlii
MOoYajii BIPOBAKYBATH METOAM INTYYHOTO 1HTEJIEKTY - CHUCTEMH, SIKI MOXKYTb

HaBYATHCS Ha MPUKIAZaX, pOOUTH BHUCHOBKM M alanTyBaTH CBOI PILICHHS i

KOHTEKCT IpH [26][35][44].

1.2 BukopucTaHHS HEPOHHMX Mepe:K y reHepauii irpoBux piBHIiB

[ToOynoBa HEMpOHHOI Mepexi [JIi aBTOMATHYHOI TeHepallii piBHIB Y
BiJICOIrpax BUMAara€e peTesibHOro MmiXoAy A0 BUOOPY apXITEKTypH, CIIOoco0y 300py
JAHUX Ta BHW3HAUCHHS IIIbOBOI CTPYKTYpPH BHXITHUX pe3yibratie [1][36].
HaiiBaxnuBimimM etanom € (opMyBaHHS HaBYAJIBLHOTO HAOOPY MaHUX, OCKUIBKU
AKICTh 1 PI3HOMAHITHICTh NPUKIAIIB O€3MOCEPEHbO BIUIMBAIOTH HA 3JaTHICTH
MO/IeJTi CTBOPIOBATH I1iKaBi, 30aaHcoOBaHi i JIOri4HO 3B’ s13aH1 piBHi[11].

30ip mJaHMX MOKE€ BUKOHYBATHCS PI3HUMHU MeTojaMu. HaltoueBuaHimuii — 11e
aKyMyJISLisl HasiBHUX PIBHIB, CTBOPEHUX NPO(ECIMHUMU redMIu3aiiHepaMu, ajpKe
BOHM € HaWKpaIluM 3pa3KoM ONTHMalbHOro mu3ainy [14]. Omuak uei migxin
noTpedye BEJIMKUX PECypCiB, aJxKe 30UpaHHs Ta MATOTOBKA HaBITh KIJIBKOX COTEHb
TaKuX KapT 3ailMae 3HAYHUI Yac 1 BUMAarae MonepeHbhOl pydHOI ajanTarlii s
MaIlMHHOTO HaBuaHHs [32].

[HmwMit migxia nossirae y BUKOPUMCTaHHI PIBHIB 13 MONEPEIHIX YacTUH Ipu. Lle
JI03BOJISIE 3aIISITH B)KE TOTOBUI KOHTEHT, SIKUW Ma€ CHIJIbHI MEXaHIKU, CTUITICTUKY
Ta apXiTeKTypHI MPUHIUIN. 3aBIASKH ITbOMY HEUpOMEpPEKa OTPUMY€E HaBUAILHUN
Marepiajl, MaKCUMaJIbHO HAOJMKEHUH 10 IIJIbOBOTO CEPEOBHUINA, IO IiIBUIILYE
TOYHICTh Ta SIKICTh I'€HEpaIlii.

[Ile ogHUM IIIHHUM JKEPEIOM MOXKYTh CTAaTH KapTH, CTBOPCHI I'PABIIMH Y
MarictepHsx Ha 3pa3ok Steam Workshop. Taki HabOpH MICTATh TUCSY1 YHIKAIBHUX
Bapiailiii, ajie He BC1 3 HUX MalOTh NPUHHATHY SIKICTh — YaCTHHA PIBHIB MOXe OyTH

He30aJIaHCOBAHOIO, HEMPHUIATHOK Il MPOXOJPKEHHsT a00 HaBiTh IOBHICTIO
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3pyitHOBaHO10. [1{06 yHHUKHYTH IILOTO, MOXKHA 3aMIPOBAIUTH CUCTEMY TTONIEPETHBHOTO
GbiTbTpyBaHHA: BiAOIp KpalluxX pIBHIB Ha OCHOBI PEHUTHUHIY TpaBIIB, Py4YHa
Moepallis a00 3aCTOCYBaHHS aBTOMAaTUYHUX METPHK, SKI BH3HAYAIOTh BaJiAHICTh
KapTH 3a NMMEBHUMU KPUTEPISIMU (HASBHICTh CTapTy, BUXOAY, MiHIMaJIbHA KIJIBKICTh
IrpOBUX 00’ €KTIB TOIIIO).

Aximo K peanbHI JaHi 310paTH CKJIAJHO, MOXHA BAATHCS 1O MPOIETYPHOI
re’epaiii HaByaJbHOTO HAa0Opy. Y IbOMY BHUIIAJKy CHEIialbHI aJrOPUTMHU
CTBOPIOIOTH IITYYHi PiBHI, SIK1 TOTIM BUKOPUCTOBYIOTHCS SIK TPEHYBaJIbHI MPUKIIAIN
JUIsL HelipoMepexi. Xoda Taki KapTh MOXKYTh OyTH MEHII I[IKaBUMHU, BOHU JAIOTh
3MOTy OTpPHUMATH BEJHMKI OOCSTH CTPYKTYpPOBaHMX JIaHUX 1 KOHTPOJIOBATU
napamMeTpH, BaXKJIWBI JUIsl HaBYaHHS (LIUIBHICTE 00’€KkTiB, (popma mpocrtopy,
KUTBKICTh 30H TOIIIO).

[licns hopmyBaHHS HAOOPY TaHUX NOCTAE MUTAHHA BUOOPY TUITY HEHPOHHOT
Mepexi. PI3HI apXiTeKTypu MaroTh CBOI NepeBard W OOMEXEHHS, TOMY JOLLIBHO
PO3MJISIHYTH KUIbKa BapiaHTIB, SIKI HAaWYacTiIIe 3aCTOCOBYIOTBHCS JUIsl TeHeparlii
MPOCTOPOBUX a00 MOCIIIIOBHUX CTPYKTYP.

ABToenkoaepu (Autoencoders) e 6a30BUM THIIOM HEHPOHHUX MEPEK, SIKHI
3aCTOCOBY€ThCS JUIS HABYAHHS CTHCIMX TIPEeJCTaBleHb NAaHUX. IXHA CTpyKTypa
CKJIAJIA€ThCS 3 JIBOX YaCTHH: eHKojaepa Ta Aekoaepa [37]. Enkonep orpumye Ha
BX1J] OaraToBUMIpHUN BeKTOp (y HAIIOMY BHWITQJIKy - OIUC DPIBHA y BUIJISII
KOOpAMHAT 00’€KTIB, X THUIIB ab0 BOKCEIHLHOIO MPEJCTABJICHHS) 1 MOCTYIIOBO
3MEHIIIY€ HOro pO3MIPHICTh, CTBOPIOIOYM KOMITAKTHE JATEHTHE MPEICTABJICHHS Z.
Jlexonep, CBO€IO 4epProro, BUKOHYE 3BOPOTHY OIEPAlliio — PEKOHCTPYIOE MOYATKOBI
JlaHi 3 JAaTEHTHOTO TipocTopy [2].

Ha pucynky 1.1 300paxeH0 THUTIOBY apXIiTEKTypy aBTOCHKOJEpA, /1€ MOTIK
JAHUX MPOXOJUTH BIJ BXIJTHOTO IIapy Yepe3 KiJIbKa MPUXOBAHUX IIAPIB €HKOAEPaA,
Jlalli CTHCKAETBhCS Yy BEKTOp Z, MICIS YOTO PO3TOPTAETHCS Ha3ajd IEKOAepoM. Y
mpoileci HaBYaHHS MIHIMI3YEThCS (YHKINSI BTpAT, SIKa OINHIOE PIHHIIO MIXK
BX1JTHUMU Ta BIJIHOBJICHUMU NaHUMHU. TakuM YMHOM, MEPEKa HABYAEThCS 30epiraTtu

HaWBaXJIMBIIIY CTPYKTYpHY 1HGOpMAII0O MPO pIBEHb Yy CTUCIOMY BHIJISIIL.
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ABTOEHKOJIEpH J100pEe TIAXOAATh JJIs BUSBJICHHS IPUXOBAHUX 3aKOHOMIPHOCTEH Y
PIBHSIX, OJIHAK MalOTh TEHACHIIIO J0 TEpeHaBUYaHHs, KOJIM MOJEIb IPOCTO

3araM’sITOBY€ KapTH 3aMICTh y3araJlbHEHHS X CTPYKTYpH.

General Autoencoder Architecture

T Encoder e z Decoder d !

Latent Space

Pucynox 1.1 — ApxiTekTypa aBTOCHKOAEpa

Bapianiiini aBtoenkoaepu (VAE) po3BuBawTh 1LI0 17I€10, J0JAl0UYU
CTOXaCTUYHY KOMIIOHEHTY y TIpoliec KoayBaHHS. Ha BigmiHy Bij 3BHYANHUX
aBTOCHKOJEPIB, 5Kl CTUCKalOTh JdaHl y (IKCOBaHUM BEKTOp Z, BaplaliiiHi
aBTOCHKOJEpU  ONHCYIOTh 1€  BEKTOp SK  BHUIAAKOBY 3MIHHY, IO
MIOPAIKOBYETHCS TIEBHOMY PO3MOJLTY (3a3BUuail HopMainbHOMY). Ha pucyHky
1.2 HaBeneHo cxeMy apxiTtekrypu VAE: eHKoJiep nmepeTBoproe BXi/IHI JaHi Ha J1Ba
BEKTOPU - CepeHE 3Ha4YeHHs U\mup i CTaHAapTHE BIAXHWICHHS o\sigmac, ski
ONMKCYIOTh MapaMeTpyd HOPMaJIbHOrO po3noAiry. Jlam 13 1pOro po3noairy
BUOMPAETHCS KOHKPETHE JIATEHTHE MPEACTABIEHHS Z = L + G - €, JIE € — BUMaIKOBa
3MiHHa, [0 MOJICITIOE 1myM [27].

Jlexonep pEKOHCTPYIO€ piBEHBb 13 OTPHUMAHOTO 3pa3ka, CTBOPIOIOYM HOBI
KOMOiHalii 00’€KTIB, SKUX HE OyJO y BUXIAHMX IaHUX. 3aBASKU CTOXACTHYHIN
npupoi, VAE 31aTeH reHepyBaTH HOBI yHIKaJIbHI PiBHI, 3MIHIOIOUH TMapaMeTpu

JaTeHTHOro mpoctopy. I[IpoTe cToXxacTUYHICTh Ma€ 1 3BOPOTHHUM OIK: pe3yJsibTaTu
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4acTo € “ycepeaHeHUMH , TOOTO PiBHI MOXKYTh BTPATUTHU YITKY CTPYKTypy abo

BUTIAJAaTH HaI[MipHO 3TJIaJ?KCHUMU.,

Input Reconstructed
Input
V]
X » Encoder z }—»Decoder —» X'
o

Z=H+0¢€

€~ N(0, )

Pucynok 1.2 — Apxitektypa BapiainiiiHoro aBroenkojaepa (VAE)

I'enepatuBHo-3marainbHi  Mepexi (GAN, Generative Adversarial
Networks) mpaifrorTh Ha IPUHIUI KOHKYPEHIIT TBOX MOJICNICH — TreHeparopa Ta
JTUCKpUMIHATOpa. ['eHepaTop OoTpuMye Ha BXiJ BUNAJAKOBUM BEKTOp IIyMYy Z 1
HAMara€eTbCsi CTBOPUTH PIBEHb, SIKUW BUTIIANAB OM pPEATICTUYHO, TOMI SIK
JUCKPUMIHATOP OIIIHIOE, UM € 1€l piBeHb ‘‘CrpaBxkHIM’ (TOOTO B3ITHM 13
HaBYaJIBHOI0 Ha0Opy) uM 3reHepoBaHUM. OOH/IB1 YACTUHU HaBYAIOTHCS OJHOYACHO:
reHeparop mparie “oOMaHyTH’ ITUCKPHUMIHATOP, a JUCKPUMIHATOP HAMara€eThCs
posmizHaty miapooky [3][48].

Ha pucynky 1.3 300paxkeno tunoBy apxiTektypy GAN: aBI Mepexi
B3a€MOJIIIOTH Y 3BOPOTHOMY 3B’SI3KY, YTBOPIOIOUM JTWHAMIYHHUM MPOLEC HABYAHHS.
[e#t miaxig q03BOJISIE CTBOPIOBATH BUCOKOPEATICTUYHI KapTH, aJi€ € JyKE Uy TIMBUM
JI0 SIKOCT1 JaHWUX Ta IMapaMmeTpiB HaBuyaHHs. HeBpana iHimiamizaimiss abo 3aHaATO
CHJIbHUHN JUCKPUMIHATOP MOXYTh Tipu3BecTr 10 mode collapse - curyanii, komu

T'eHEPaTop MOYMHAE CTBOPIOBATH JIMIIIEC OJIUH TUII piBHs [31].
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X
Real data &
Discriminator s Real/Fake
G(z)
Noise
(z)

_——
=—p Generator *
|
|

1‘ i Backpropagation |
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Pucynok 1.3 — ApxiTekTypa renepatuBHO-3MaranbHoi Mepexi (GAN)

YmMmosHi renepatuBHi Mojeni (Conditional GAN, Conditional VAE) nonatots
JI0 TIpollecy TeHepalii Kepyroul MapamMeTpH, 10 J03BOJISIOTH IUIECTIPIMOBAHO
BITMBATH Ha pe3ynbTaT. Ha pucynky 1.4 mokaszaHo, 10 pa3oM i3 BEKTOPOM IITyMy
reHepaTop OTPUMYE TOMATKOBUHM BXiJ - YMOBY (HAmpHUKIIaI, pO3MIp KapTH, THUII
CepelloBHUIIA, KIJIbKICTh BOPOTiB, KOOPJIMHATH BXOJY 4d BUxoay). JJuckpuminarop
TaKOX MNpPHUIMaE 10 YMOBY, MEPEBIPSIOYM, UM BIJATMOBIIA€ 3reHEPOBAHUN PIBEHb
3aaHuM Xapaktepuctukam [4] [13] [21][47].

Takuit miaxig 3a0e3nedye KOHTPOJILOBAHY TIEHEpallifo, M0 € OCOOJUBO
BaXMBUM Ui reiimausainy [19][20], ne HeoOXimHO yTpuMyBaTH OallaHC MiX
BaplaTUBHICTIO Ta IrpabenpHIcTIO. Hesomnik momsirae y CKIQaHOCTI HaBYaHHS:
MOJIeJIb MYCUTh OJIHOYACHO 30€piratv y3roJKEHICTb IMPOCTOPY 1 BIJIMOBIIATH
30BHIIIHIM YMOBaM, 1110 3HAYHO 3017IbIITYE€ BUMOTH 10 OOYMCITIOBATILHUX PECYpPCiB

Ta SIKOCTI PO3MITKH JaTaCeTy.
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Covariate information

Pucynox 1.4 — ApxiTektypa yMOBHO-BapialiiiHoro aBroeHkozaepa (CVAE)

Pexypentni mepexi (RNN, LSTM, GRU) posrasgaioTe piBeHb HE SK
JIBOBUMIPDHY CTPYKTYpY, a SIK TOCHIZOBHICTH [iii a00 00 ’€KTIB — HANpUKIAT,
“momaty KiMHATy”, “po3MicTHTH Bopora”, ‘“moctaBuTtH aBepi” (puc 1.5). Takuii
MIAX1A Ja€ 3MOTY MOJICTIOBATH JIOTIKY CTBOPEHHS PiBHS, HIOM HeMpomepeka
“mucnuth” sk nuzaiiHep [38]. 'onoBHA mepeBara — 37aTHICTH 3araM’sSTOBYBAaTH
KOHTEKCT, OJIHAK 3 I[MM TOB’si3aHa 1 TOJIOBHA CIAOKICTh: MpPH 3aHAATO JOBTUX
MOCJIIIOBHOCTSIX TIaM’sITh MEpeXi MoYrHae ‘‘3a0yBaTH’ MOMEPEIHI €IEMEHTH, 110

MPU3BOAUTH JI0 JIOTTYUHUX MOMUJIOK Y CTPYKTYP1 KapTH.

Recurrent Neural Network

Output Layer

Input Layer
P ) Hidden Layer

Pucynok 1.5 — Apxitektypa pexypeHTHO1 HeipoHHOT Mepexi (RNN)
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Tpanchopmepu (Transformers) € HaliCydacHIIIMM T1X0I0M JI0 TeHeparlii
piBHIB. IX KIIToUOBa NepeBara — MexaHi3M yBaru (attention), sIKuii 103BoJIsI€
BPaxOBYBATH 3B’SI3KM MIXK yciMa €JICMEHTaMH KapTH OJHOYACHO, a HE JIUIIIEC MIXK
cycigaimu, sk y RNN [10][39]. Ha pucysky 1.6 moka3zano 0a30By apXiTeKTypy
TpaHchopmepa, ¢ KOKEH eJIEMEHT BXO0,Ty TIOPIBHIOETHLCS 3 yCiMa 1HIITUMH,
dbopMyr0Ur BaroBy MaTPHIIIO 3aJICKHOCTEH. 3aBISIKU IbOMY MOJIETh MOXKE
PO3YMITH, SIK Pi3HI YACTUHU PiBHsI MOB’s13aH1 MI>K COOOI0 — HAITPUKJIIA, SIK
pO3TalryBaHHs MOYAaTKOBOI TOYKH BIUTMBAE HA PO3MIMICHHS (PiHAITBHOTO BUKIIUKY.

[Tonpu Han3BUYANHY TTOTYKHICTh, TPAHC(OPMEPH BUMAraloTh BEITHUKUX
00CATIB JaHWX 1 3HAYHUX 00YUCITIOBANIBHUX pecypciB. BoHu nobpe mpailtoroTh npu
TeHeparrii BeTMKUX CKIaJHUX KapT, ajie MOXYTh OyTH HAJTUIITKOBUMH JIJIS

HEBEJIMKUX MPOEKTIB a00 0OMEKEHUX JaTaceTIB.
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Pucynok 1.6 — Apxitektypa Tpancopmepa (Tranformer)

TakuM 4MHOM, KOXKEH TUI HEHPOHHOT MEPEXK1 Ma€ CBOI MepeBaru 1 HeJOMIKU
3aJIe)KHO BIJI 111IeH po3poOHUKa. ABTOCHKOAEPH MiIXOIATh JJISl aHATII3Y CTPYKTYPH,
VAE — mns croxactuunoi BapiaTuBHOCTI, GAN — 1uist peaiqiCTUYHHUX pe3yJIbTaTiB,
Conditional moneni — ans KoHTpodboBaHO1 renepariii, RNN — misi mokpokoBoro
CTBOpPEHHS, a TpaHchopMepu — i MOJEIIOBAaHHS CKJIaJAHUX MPOCTOPOBHUX
3aJIe)KHOCTEeH. BubOip apXiTeKTypu BU3HAYAETHCS HE JIMIIE 0a)KaHUM PEe3yJIbTaToM,

a ¥ TOCTYMTHUMH pecypcamu, TUIIOM JaHUX Ta PIBHEM IHTETparlii B irpOBH pyIIIiii.
1.3 BuOip TexHoJiorii

Po3pobka cuctemu renepariii irpoBux piBHIB Ha OCHOBI IITYYHOTO 1HTETIEKTY
BUMAara€ KOMILJIEKCHOTO TIIX0ay J0 BHOOpPY TEXHOJIOTIH, SKi 3a0e3medyroTh

CTaOlIbHICTh, THYYKICTh 1 CYMICHICTh MIXK pI3HMMH eTamamu po3poOku. Jmis
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noOy/IoBM Ta 1HTErpaiii Takoi CHUCTeMH OYyJI0O BHUKOPHUCTAHO KOMOIHAIIIIO
IHCTPYMEHTIB, K1 MOEAHYIOTh CEPEOBHUIIE PO3POOKH IrPOBOT0 MIPOCTOPY, 3aCO0U
MAIIMHHOTO HaBYaHHS Ta yHiBepcaidbHI (hopMaTtu 30€piraHHs CTPYKTYpOBaHHX
naHux. Jlo KJIIO4OBMX KOMIOHEHTIB Haiexarh pyurid Unreal Engine 5, moBa
nporpamyBanHs Python 3 616mioTexotro PyTorch, a Takox popmar JSON (JavaScript
Object Notation), sikMii BUKOHY€ POJb MPOMIXHOIO PiBHA OOMIHY JaHUMH MIXK
pYIIiEM Ta HEHPOHHOIO MEPEKEIO.

Unreal Engine 5 € cy4yacHuM pyiiieM s CTBOPEHHS 1HTEPaKTUBHUX
TPUBUMIPHUX CEPEAOBHII, SIKAN 3aBIISIKU CBOIM apXITEKTYpl 03BOJISIE MMOETHYBATH
BHUCOKOIIPOIYKTUBHE MporpamyBaHHs Ha CH++ 13 Bi3yaJlbHUM TNPOEKTYBAHHSIM 32
noromororo Blueprint [22][40][43]. Lle 3a0e3medye MOMKIMBICTH SK IIBHIKOTO
MPOTOTUIYBaHHS, TaK 1 CTBOPEHHS MACIITaOHUX CHUCTEM 13 IIHMOOKOIO
onTUMi3alien. Y Mexkax mocraBieHoro 3aBiaHHs Unreal Engine BuUKOHYye pouib
Cepe/IOBHINA, Y SKOMY pPE3yJbTaTH pOOOTH HEHpoMepexi MEpeTBOPIOIOTHCA Ha
00’€KTH CIIEHH, 1[0 MaIOTh TCOMETPUYH1, MaTepilajbHI Ta TOBEIIHKOBI BIACTUBOCTI.
Pymiit Takox Hagae iHTEepQeiicu 11 1HTerpamii 30BHIIIHIX MOAYJIIB, IO A03BOJISE
3IMCHIOBATH IBOCTOPOHHIM OOMIH JAaHUMH 3 HEUPOHHOIO MOJICIIIIO0 O€3MOCePEIHBO
a00 uepe3 nocepeTHUIIbKI (haitiu.

Moga nporpamyBanss Python y cBoto depry BHuCTymae iHCTPYMEHTOM ISt
NPOEKTYBAHHS, HABYaHHS Ta TeCTyBaHHS HEHpOHHOI Mepexi. i CUHTakcHyHa
MPOCTOTA, PO3IIUPIOBAHICTh 1 HAABHICTh BEJIMKOI KUTHKOCTI 010J110T€K pOOISATH
Python ocHoBHOIO TUIaTGOPMOTO JIsT TOCTIIKEHD y TaTy31 MAIIMHHOTO HAaBYaHHSI.
3okpema, 6i6miotexka PyTorch 3a0e3neuye THyuky TOOYIOBY HEHPOHHUX
apXiTeKTyp 3aBISKU JUHAMIYHOMY rpady odouuciens [7][41]. Lle no3Bosse mix yac
HaBYaHHS 3MIHIOBATH CTPYKTYPY MEpEXKi, aHaIII3yBaTH MOBEIIHKY OKPEMUX IIapiB 1
HIBUJKO TecTyBath HOBI rimote3u. PyTorch Takox miaTpumye aBTOMaTHYHY
ONTUMI3AIII0 TTapaMETPiB MO/IEI1, 0OUMCIICHHS MOX1THUX 3a IOMTOMOTOI0 MEXaH13My
aBTOAM(EPEHINIIOBAHHS Ta TOBHOIIHHY pOOOTY Ha TpadiuHHX MpOoIecopax, IIo

KPUTUYHO BaXJIMBO MPU N'€HEPATUBHUX 3aBJAaHHSX. Taka THY4YKICTb pOOUTH HOTO
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NPUAATHUM HE JIMILE JJIS HAaBYaHHA, aje W JJig MOAAJbIIOI 1HTerparii Mojeil B
ITPOBHI pyIIi.
dopmat JSON Oyro 00paHo sk OCHOBHUH 3aci0 1151 30epiranHs Ta nepeaadi
iHpopmarrii Mk cepenoBuiieM Unreal Engine Ta Python. Ha Bigminy Big CSV
(Comma-Separated Values), sikuii Mae niHiIHY CTPYKTYpPY Ta MiIXOIUTh EPEBAKHO
s 30epiranHHs TaOnumuHux HabopiB ganux, JSON miaTpumye iepapXiuHy
Oprasizaliito, 0 € KJIIOYOBOIO IIPH OMKCI CKIAAHUX CTPYKTYP — HAIPUKIIAJL, IrPOBUX
piBHIB, SIKI CKJIAIalOThCS 3 MHOKHHU OO0 €KTIB 13 BIACHHUMH KOOpPJIWHATAMH,
MaTepiaJiaMd Ta J0AAaTKOBUMH mnapamerpaMu [9]. 3aBnsku BKIaJCHINH CTPYKTYpi
JSON 3abe3neuye 30epeeHHS JOTIYHHUX 3B’SA3KIB MIDK €JIeMEHTaMH CIICHH,
JO3BOJISIIOYM MEpEe/laBaTh HE JIMILE TeoMeTpito, a i Meramadi. KpiMm Toro, new
dbopmar snerko oOpobisierses sik y Python, tak 1 y pymii Unreal Engine, mae
MIHIMQJIBHAA PO3MIP 1 HE BUMArae CIelialbHOro MporpaMHoro napcuHry. Takum
yuHoM, JSON Buctynae e()eKTUBHUM YHIBEPCATIBHUM KOHTEUHEPOM ISl JAaHUX, IO
HO€EJHY€ IPOCTOTY TEKCTOBOI'O MPECTABIECHHS 3 THYUYKICTIO 00 €KTHOT MOJEJIL.
OxkpemuM acnektoM € iHTerpamis wmoxeneir y Unreal Engine. Cepen
MOKJIMBHX piieHb icHye marid Neural Network Engine (NNE) [15], opienToBanmii
Ha BUKOHaHHA Mmozene y ¢opmarax ONNX ta TorchScript. OnHak mnoBHa
(YHKLIOHATIBHICTh  UBOTO  1HCTPYMEHTY  MAa€  KOMEpLIiHI  OOMEXEeHHS.
AnprepHatuBoro € BukopuctanHs Python API [6] aGo 30BHIimIHIX CcepBepHHX
1HTEepENCIB, aje Takl MiIX0AU YCKIAIHIOITh pOOOTY CUCTEMU 1 HE MIAXOIATh IS
reHepairii B peagpHOMy 4aci. ToMy y mMexax 11i€i po6otu Oysio 0OpaHo BapiaHT i3
BukopuctanHaM ONNX Runtime — yHiBepcanbHOI 010J1I0TEKH JIT BUKOHAHHS
mozeni y dopmati ONNX Hanpsimy 3 C++, 1110 3a6e3neuye He3aneXHICTh CUCTEMU

Ta JIOCTaTHIO MPOyKTUBHICTH [23][24].

1.4 TlocTanoBKa 3axau4i

VY pamkax 1i€i poOOTH IrpoBHi PiBEHb PO3TISAAETHCA SK CTPYKTypOBaHa

TpI/IBI/IMipHa CI€Ha, IO CKJIAJa€ETbCA 3 MHOXWHH aKTOPiB — T'COMCTPHUUYHHUX
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00’€KTiB, JEKOPATUBHUX €JIEMEHTIB, CBITJIOBHX JKEpE Ta 1HIIUX KOMIIOHEHTIB,
KOXEH 13 SKUX OINHUCYEThCS BIACHUM HAOOpPOM TapameTpiB: TUIIOM MeEIIlY,
MarepiajioM,  MacmTaOOM, TIO3WIN€I0, OpIEHTAIll€l0 Ta  JOAATKOBUMU
BIAacCTUBOCTSAMU. CyKyIHICTh LUX MapaMeTpiB yTBOPIOE HUQPPOBY MOJIETb PiBHS,
NPUAATHY IS aHAi3y, MEPETBOPCHHSI Ta PEKOHCTPYKIII 3aco0aMy MAIIMHHOTO
HaBYaHHSI.

OcCHOBHOIO 3aja4eio € IM0o0y/J0Ba IOBHOIO IUKJIY TeHepallii piBHIB, SKUU
NOYMHAEThCS 31 30upanns Aanux y pymii Unreal Engine, ix excopty y ¢opmarti
JSON ta nmopanbmioi o6po6ku B Python-cepemoBumii. Ha mpomy erami JSON
BUCTYIIA€ YHIBEpCAJbHUM HOCIEM CTPYKTYpOBaHOi 1H(OpMaIlli, 10 J1ae 3MOTY
NEepPEeTBOPIOBATH  PIBHI HA HaBYaJlbHUU HAOIp, 3A1MCHIOBATH MONEPEIHE
orpaifoBaHHs Ta GOpMYBaTH JaH1 JJi MOAAJBINIOT0 BUKOPUCTaHHS Mojaeio. Ha
OCHOBI MX AaHux Python-ckpunt moBMHEH MaTh MOXKJIMBICTH T€HEPYBAaTH HOBI
KOH(DIirypariii piBHs, sIK1 3BOPOTHO IMIIOPTYIOThCS B Unreal Engine 1 BIATBOPIOIOTHCSA
y BUTJIAII CIICHHU.

VY Mexax MmpoekTy Takuidl (aijaoBuil 0OMIH BUCTYIA€ MPOMIXKHUM €TaroM.
[Ticns peam3arii 6a3oBoi reHepaiii yepe3 JSON cTaBUThCS HACTYMHA b —
exkcropT HaB4yeHO1 Mozeni y dopmar ONNX Tta 1i iHTerpamis 0e3mocepe/Hb0 B
Unreal Engine. Ile no3Bossie BUKOHYBaTH 1H(EpEHC HEMPOHHOI Mepexki BCepeauH1
pyuisi 6e3 HeoOXITHOCTI 3BEPHEHHS /10 30BHINIHIX CKPUIITIB 200 MPOMDKHHX
¢aiiniB, 3a0e3neuyoyn MBUALLY i KOMIAKTHIILY CUCTEMY.

KinmeBoro MeToro poOOTH € CTBOPEHHS 1HTEPAKTUBHOI MEXAHIKU JJISl TPH, Y
SKIA TpaBleBl HEOOXINMHO BU3HAUWTHU, SKUW 13 JBOX PIBHIB OyB CTBOpPEHUU
HEUPOHHOIO MEpeXkero, a sIKuii — Bpy4uHy. JJis 11boro Mojenb reHepailii Mmae OyTu
1HTerpoBaHa y ¢iHaJBLHUN 3aCTOCYHOK TakK, 100 HOBI1 PiBHI MOTJIU CTBOPIOBATHUCS
oesnocepenubo mig yac rpu Ha ocHoBl ONNX-moneni. Takum ynHOM, 3aBIaHHS
poboTH BKIIOYAaE TOOYAOBY MOBHOTO IMHKIY: Bii €KCIOPTY CIEHH, MiATOTOBKU
HaBUYaJbHOTO HAOOpPYy Ta reHepyBaHHs piBHIB dYepe3 JSON, 10 cTBOpeHHS
caMoCTIHHOI Mozeni, il kouBepTarlii y ¢opmar ONNX 1 momanbiioi iHTerparii B

Unreal Engine 1151 BUKOpUCTaHHS B pealbHOMY IrPOBOMY CLIEHApIi.
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PO3/ILJI 2. PO3POBKA TA IHTETPAIIISI TEHEPATUBHOI
HEMPOMEPEXI Y UNREAL ENGINE 5

2.1 CTBOpeHHs CHCTeMH 3aMucy Ta redepainii piBus 3 JSON

Ak 3a3Hauanocs BUIIE, PIBEHb Y MEXKAX JAHOTO MPOEKTY TPAKTYETHCS SK
oOMexeHa 00J1acThb MMPOCTOPY, Y MEeKax SIKOI pO3TalllOBaH1 pI3HOMaHITHI aKTOPH, 1110
YTBOPIOIOTh KOMIIO3HIIIO ITPOBOTO cepenoBuIa. s peanizaiii Takoro migxomy
oyno ctBopeno Blueprint-kmtac BP_Collision, sikuii mpencraBise co000 MPOCTY
KoJI131iHY 00JacTh (box collision) 6e3 mogatkoBoi Joriku. [ei kiac BUKOHY€ poOJb
KOHTElHepa piBHs a00 paMKH MEK, BCEPEINHI IKOI PO3MILTYIOTHCS BC1 00’ €KTH, 1110
HaJIeXAaTh JI0 KOHKPETHOTO PIBHSI..

Jlnst 3a0e3meyeHHs MOKJIMBOCTI €KCIOPTY Ta IMIIOPTY PiBHIB y (opmarti
JSON 0Oyno po3pobsieno nabip Ul-enementiB Ha 6a31 knacy Utility Widget. Ha
BIJIMIHY BIiJl 3BUYaMHMX ITPOBUX 1HTEpdENCiB, Takl BIIPKETH MPU3HAYEHI HE JUIs
B3a€EMOJIii 3 TrpaBleM, a JJIsl JOMOMOTHM PO3POOHUKY MiJ 4Yac CTBOPEHHS abo
TECTyBaHHS PiBHIB.

OCHOBHHMMH €J€MEHTaMU CUCTEMH €:

BP_Generate_Level Widget — intepdeiic, mo MICTUTh YOTHPH TEKCTOBI
nosist (TextBox) Ta kHOMKY. Y MOJISIX BBOASATHCS: MOPSAKOBUI HOMEP PiBHS (SKIIO
y (haiiyli MICTUTBCSI KUJIbKa PIBHIB), a TaKOXX KOOpPAWHATH, 3a SIKUMH HEOOX1JIHO
3MIMCHUTH TeHeparlito. [licis HaTHCKaHHS KHOIKH I1HIIIIOETHCS MPOIEC IMIIOPTY
piBHs 3 JSON-@daiiny Ta fioro mo0ymoBa y CBITI.

BP_Button_For_Extract — Bimxker, sKuif MICTUTh KHOIKY JUIsl 3aIyCKy
npoueaypu 30€peKeHHS MOTOYHHMX piBHIB. [licis akTuBaIli BUKOHYETHCS 301p
iH(popmarlii npo Bci exzemiuisipu BP_Collision, npucyTHi Ha cleHi, a TaKOX Npo BCl
aKTOPH, 1110 3HAXOSITHCS BCEPEIMHI KOKHOIO 3 HUX. 310paHi JaHl cepiai3yloThCs

y ctpyktypy JSON i 30epiratotecs y ¢aiin (puc. 2.1).
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Generate Level

Execute Script

Pucynok 2.1 — 3oBHimHil Buriiss piBas Ta BP_Generate Level Widget ta

BP_Button_For_Extract

106 mi BiPKETH MOTJIM BUKOHYBATH CBO1 (PYHKIII1, Y TPO€EKTI OyI0 CTBOPEHO
C++ witac UCreateDataset, sikuii Hacnigye UBlueprintFunctionLibrary — kiac, o
JIO3BOJISIE€ peanizyBaTh HaOip PyHKIIIN, TOCTYNMHUX 7SI BUKIUMKY O€3MOCEepEHbO 3
Blueprint. Takuii migxia J03BOJIMB MOEIHATH THYYKICTh BI3yaJIbHOTO CEPEIOBHUINIA 3
npoayktuBHicTio C++ [28].

Y wmaci UCreateDataset peani3oBaHO Tpu METOAM: JiBa ITyOivHi
(GenerateDataset 1 GenerateLevelAtLocation) Ta onun npuBatHuii (SpawnLevel).
[lepuuii BiAMOBIa€ 32 CTBOPEHHS JaTaceTy, APYrui — 3a TeHepallito piBHS y CBITI,
a TpeTii BUKOHyE Oe3MmocepeqHe CIABHEHHS aKTOpIB HAa OCHOBI 3YMTaHUX
napameTpiB.

Meton  GenerateDataset BuKOHye mMOOyAOBY Jaracery, 30uparouu
1H(Dopmarrito mpo Bci 00’ ekt B Mexkax koxxkHoro BP_ Collision. Ha mouaTky po6otu
byHkuis oTpumye nuisix g0 kinacy-mapkepa BP_Collision, micnst yoro 3aiiicHIoe
MOIIYK YCIX HOro ek3eMmIuisipiB y cBiTi. i KOXXKHOTO 3HAMIEHOro eJIeMeHTa

nepeBipsieThCs HasiBHICTB akTopiB TUiy BP _InTa BP_Out, mio BignoBigarmTk 3a BXiJ1
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1 BuXij 13 piBHA. SKi1o xo4ya O OJIMH 13 HUX BIJCYTHIH, 1151 00JIaCTh HE BBAXKAETHCS
MOBHOI[IHHUM PIBHEM 1 MPOMYCKAETHCS, 100 YHUKHYTH HEKOPEKTHUX JaHUX Yy
MalOyTHROMY JaTaceTi.

[Ticist mpoxoKeHHs nepeBipku PyHKIIIS PiKCye OCHOBHI ITapaMeTpU PiBHS —
Bucoty (height), moBxuny (length) ta mmpuny (width). Takox mo daiiny
3aHOCSITHCSI KOOPAMHATH, OOEpTaHHs Ta MaciiTad eJIeMeHTIB BXoAy 1 Buxoay. Jami
CHUCTEeMa MEepPeXoJIUTh J0 300py iHGOpMaIlli TTPo BCI 1HII aKTOPU BCEPEIUHI MEXK
piBHSA. [[71s1 KO)KHOTO 3 HUX 3aMHUCYIOTHCS KIIOYOBI XapaKTEPUCTUKH:

— Type — nuisix 10 Kiacy akTopa, HEOOXIAHWH JJisi MOro TOYHOTO
B1ITBOPCHHS;

— Location, Rotation, Scale — monoxenns, od0epTaHHs Ta MacIiuTab
BIJIHOCHO PaMOK PI1BHS;

— Mobility — tun wmoOimeHOCTI: cratmuHME (Static) abo pyxomwuii
(Movable);

— DbSimulatePhysics — OyneBuii mapamerp, 10 BH3HAYAE, YU B3aEMO/IIE
00’€KT 13 PI3UYHOIO0 CHCTEMOIO CBITY.

Kpim 3aranpHuX mapaMeTpiB, OKpeMi TUITH aKTOPiB MalOTh BIAcHi crienudivni
nons. Hanpuknan, nms StaticMeshActor 30epiraroTbesi mocuiianHss Ha mesh 1
material, 1o BU3HAYaIOTh TEOMETPIIO Ta 30BHINIHIN BUIIISAA 00’ €KTa. AKTOPU THUITY
BP_ProceduralWall, siki BUKOpHCTOBYIOThCS J1s1 TOOYJJOBU CTiH, MaIOTh 1OJATKOBI
3minH1 length 1 width, 1110 onucy0Th iXHI pO3MIpH.

[Ticns 300py Bcix HEOOXITHUX MAaHUX cHCTeMa (POPMYy€ CTPYKTYPOBAHHIMA
JSON-¢aiin, sgxuif MICTUTH ONHUC YyCIX PIBHIB, 3HalneHux y cueHl. @aiin
30epiraeThest 3a mursixom Saved/Dataset/LevelDataset.json, e HaKONUYyIOThCS

pe3ynbTaTH JJisi TOAATBINOr0 aHalizy ad0 BUKOPUCTaHHS HEHPOHHOIO MEPEKEIO

(puc. 2.2) [30].
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Pucynox 2.2 — npukan Burisaay piBasa y LevelDataset.json

Meron GenerateLevel AtLocation BUKOHY€e 3BOPOTHY 3a/auy — 3UYUTYE JIaHI 3
JSON-aiiny Ta BiATBOPIOE PiBEHB Yy 3a3HAa4YEHIN MO3HIIIT ClieHH. BiH mpuiitmae Tpu
apryMEHTH: KOHTEKCT CBITY, TMOPSJAKOBUNA HOMEp pPIBHS B JlaTaceTi Ta BEKTOP
KOOpJIMHAT, III0 BHU3HA4Yae, JI¢ came IMOTPIOHO cTBOpUTH piBeHb. Ha ocHOBI
OTpUMaHuX JAaHuX (QyHKHOiS uYepe3 Spawnlevel CTBOproe KOXEH akTop,
BIIHOBJIOIOYM WMOTO TIOJIOKEHHsS, oOepTaHHs, MacmTad, Martepian, (i3uyHi
BJIACTUBOCTI Ta 1HII1 TapaMeTpH, 30epexeHi y daiti.

3aBasku peanizauii 1boro kiacy Blueprint oTpumye AocTynm A0 HOBUX
byHKIIIM, SKI MOKHa 0€3MOCepeTHHO BUKJIHMKATH Yy BXKE CTBOPEHHMX BIKETax —
BP Generate Level Widget Ta BP_ Button For Extract, mo mo3Bosisie kepyBaTu

IIPOIICCOM 30epeKEHHS Ta BIATBOPEHHS PIBHIB 0€3 HEOOX1THOCTI pOOOTH 3 KOJIOM

(puc. 2.3).
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<> On Clicked (EditorUtilityBulton_413) “F Genelate Level at Location
»

World Context Object

Editor Utility Edtable Text Box Lavel Number

Editor Uty Editable Text Box X = Nake Vector

& Retum Value @
o

Editor Utility Editable Text Box Y

ey

Editor Utilty Editable Text Box 7 @

Pucynok 2.3 — migkiIroueHHs TeHeparlii piBHS 10 BIIKETY

2.2 CTBOpeHHs AOMOMIKHHMX aKTopiB BP_In, BP_Out,

BP_ProceduralWall

Y nOpoekTi piBEeHb JIOTIYHO PO3TJISAAETHCS K OOMEX)EeHa «KOpoOKay,
BCEpEAMHI AKOI pO3TAIllIOBaHI aKTOPH, JIEKOpalli i irpoBl ToUkU. B Takiii monemni
KITFOYOBOIO 33J]a4€0 CTA€ KOPEKTHE BU3HAUCHHS TOYOK BXOY 1 BUXOAY — HE TIPOCTO
MapkepiB, a PI3UYHO MPABAOMOAIOHUX TBEPHUX MPOPI3IB, Uepe3 sIKi rpaBelb ado
JIOT1Ka NepexoAiB Mae mpoxoauTu 0e3 apredakTtiB. IIpocTe pilieHHS y BUTIIAIL
OJTHOTO BEJIMKOIO0 MEIIA-CTIHU 3 BUPI3aHUM OTBOPOM BHUIVIAJIA€E €CTETHYHO, aJie
TEXHIYHO BOHO YCKJAJHIOE 337auy TeHepallii: po3TATyBaHHS OJHOTO Mela Jis
OTPUMAaHHs PI3HUX JOBXWH MPU3BOIUTH O CHOTBOPEHb, a HABYATH HEHPOHHY
MEpEeXXy pO3Mi3HABATH i PO3MIIITYBATH KUJIbKa Bap1aHTIB «CTIHU 3 OTBOPOM» (T10 CYTI
— TPU-YOTUPH P13HI1 MOJIEII I KOXKHOTO OOKY) — 11€ 3aiiBe YCKIaJHEHHS 1 HAAMIpHE
po3mmMpeHHsT MpocTopy o3Hak. Came TOMy JUIsl MapKyBaHHS peabHUX JIBEPHHUX

MPOPI3iB y CIIEHI BBEJIEHO JBa MPOCTHX AonomMibkHUX aktopa: BP_InTa BP_ Out (puc

2.4).
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Pucynox 2.4 — BP_In

Axtopu BP In Tta BP Out — e nBa cX0XuX KJacH, IO PI3HATHCS JIUIIIEC
Ha3BOIO, ajJ€ MAalOTh OJHAKOBY CTPYKTypy Ta JOTiKy. BoHu ckimamaroTbes 3i
CTaTUYHMX MEIIIB ABEPEi 1 JBEPHOI pamMu, a TaKOXX MAIOTh KOJI31iHY 00JacTh
HABKOJIO HUX. Y HANAIMMTYyBaHHSX KOYKHOTO 3 ITUX aKTOPIB 3a/IaHO CITCHIAIbHUNA TET
Doormaker, sikuii mi3Hile BUKOPUCTOBYEThCs cTiHOW BP ProceduralWall sk
Mapkep, 110 caMe y IbOMY MICIll TOTP1IOHO CTBOPUTHU JBEPHUI OTBIp.

[Ipunnun poGoTu aBepeit goBosii npoctui. Komum Oynb-sikuii 00’ €KT
nepeTuHae abo 3aiMIlae MeXi KOM31MHOT 00J1acTi, BiIOYBae€ThCA MEpEeBIpKa — 4u
3HaxoauThes aktop TpaBis (BP Third Person Character) Bcepenuni mi€i 30HH.
Axmo rTpaBenb TPHUCYTHIM, JABEpl TMOYMHAIOTH IUTABHO BIJKPUBATHCS, Y
MPOTUIICKHOMY BHUIAJKY — TUIABHO 3aUMHSIOTHCA. [ 1IbOTO BUKOPHCTOBYETHCS
Hoaa Timeline, 10 J03BOJIIE 3MIHIOBATH 3HAYCHHS 3 IUIMHOM Yacy, CTBOPIOIOYHU
edeKT TIaBHOTO pyXy. TakuM 4MHOM, KOJIU TIepeBipKa MPOXOJAUThH YCIIIIITHO, ABEPI
oOepratotbea npuOmmu3Ho Ha 100 rpagyciB mo oci Z, a HpU BHUXOAl TpaBLA
MOBEPTAIOTHCSA 0 BUX1THOTO TIOJIOKEHHS.

Tenep oCKiTbKYM y HAC € IBEPHI aKTOPH, Tpeda SKOCh TOAATH 3pOOUTH TaKy

CTiHY, 1110 3MO€ TPaMOTHO JI0JIaTH J0 HUX JABEPHI OTBOpHU. ToMy 3amicTh TOTO 11100
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BCTaBJISATH MOCTIHHO CTiHY IO MiAXOIUTh, OyJeMO TeHepyBaTH ii MpoleaypHO 3a
nornomMororo BOynoBHoro B Unreal Engine mariny Procedural Mesh Component.

Procedural Mesh — ne reomertpis, mo ¢GopMyeTbcs MporpaMHO 3 HaObOpy
BEPIIIVH, TPUKYTHUKIB, HOpMasei, UV-KoopauHaT Ta TAaHTEHTIB, 3aMiCTh TOTO 1100
3aBaHTaXyBaTHCh i3 TOoTOBOI 3D-momeni (.fbx) [5][43]. Takuii miaxix mae 3mory
TCHEPYBAaTH CTiHM OyAb-SKOi JOBXKHHH Ta BHUCOTH, 3 JBEPHHUMH OTBOpaMHU B
JOBUIBHOMY MiCIli. 3aBIsSKH LbOMY KUIBKICTh Bapiamiii 00’€KTIB CYTTEBO
3MEHIY€EThCSA, a MalOyTHIN Helpomepexki MOTpiOHO Oyne BpaxOByBaTH MEHIIE
napameTpiB — JIMIIIE OCHOBHI PO3MIPH CTIHHU, 110 3HAYHO CIIPOIILYE MPOIEC HABYAHHS.

Jlns peamizamii mporo maxoxay crtBopeHo C++ kiac CreateWall, sxwmii
Haciiaye UBlueprintFunctionLibrary. Came TyT pO3MIIIEHO OCHOBHY JIOTIKY
o0y moBu cTiH uepes ¢pyHkiiro CreateWallWithDoor, 1o nmpuiiMae Taki napameTpu.

— UProceduralMeshComponent* ProcMesh —
ProceduralMeshComponent KOMHOHEHT, y SKHH CTBOPIOETHCS
TE€OMETIs.

— float WallLength — nosxuna crinm.

— float WallHeight — Bucora crinu.

— float WallThickness — mupuna ctinu.

— float DoorCenterX — 3Ha4ycHHS KOOpAWHATH MO JOBXHWHI CTiHHU, Y
SIKOMY OyJie CTOSITH IICHTP CTIHHU.

— float DoorWidth — noB:xuHa ABIPHOTO OTBODPY.

— float DoorHeight — Bucota aBipHOTO OTBOPY.

— bool bCreateCollision — mpanoperns, sikuii BHU3HA4Ya€, YU MOTPIOHO
CTBOPIOBATH KOJI3i10 (32 3aMOBYYBaHHIM — true).

VY Kiaci TakoXX CTBOPEHO JIOMOMIKHY CTPYKTypy, fKa 30epirae Bci
TEOMETPUYHI1 JlaHI — TO3WIlli BEpIIMH, 1HAEKCH TPUKYTHHKIB, HopMmami, UV-
KoopauHat Ta TaHreHTu. OKpiM 11b0TO0, € AomoMikHa ¢yHKiis BuildQuad, ska
Oyllye oHy IpaHb 13 YOTUPHOX BEKTOPIB, 00uucatoe HopMma, UV-koopiuHaTH Ta

dbopmye 3 HuX aBa TpukyTHUKH. [lapamerp UVScale Bu3Hauae Macmrad TeKCTypH
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(3a 3amoBuyBaHHsM 100), 110 103BOJII€E YHUKHYTH PO3TATYBAHHS MaTepiaiiB MpH
3MiHI PO3MIpiB CTIHH.

[Tin wac BukoHanus CreateWallWithDoor cmouatky mnepeBipse€Tbcs, 4u
nepenano kopektHuir ProceduralMeshComponent. SIkio Tak — QyHKIIS o4HIIae
MOTIEPETHIO TEOMETpPito, MO0 YHUKHYTH HAKJIaJaHHA TEKCTyp, IIICIS YOro
pO3paxoBye KOOPAWMHATH BEPIIWH JJIsI CTBOPEHHS CTIHU. SIKIO ABEpHUI OTBIp HE
3aJlaHo, OyyeTbCs 3BUYaiiHa CyI[IbHA CTIHA 3 IIECTU IpaHe. Ko x mapamerpu
nBepeil BKkaszaHi, TO (GopMyeThcsi Halip TpaHedl 3 ypaxyBaHHSM BHUPI3y: TpU
(bpoHTaNbHI Ta TPU THJIBbHI TpaHi, OOKOBI MOBEPXHI, a TAKOK BHYTPIIIHI YaCTUHU
popizy.

[Ilo6 BUKOPHUCTOBYBAaTHM CTBOpPEHY (YHKIIIIO 0€3MOCEepeIHhO B PEIAKTOPI,
Oynmo  ctBopeHo  Blueprint-kmac ~ BP_ProceduralWall.  Bin  wmictuth
ProceduralMeshComponent — camy reomertpito criin, Ta BoxCollision, skwuii
BUCTYIA€ y POJi CeHcopa. Y Kiaci BU3HAY€HO JB1 myOsiuHi 3MiHHI — Length 1
Height, 1m0 3a1a10Th 0OCHOBHI TapaMeTpu CTiHU. J[J1s1 OOy 10BH BUKOPUCTOBYETHCS
dbyukmis BuildWall, ska Buxknukae CreateWallWithDoor 1 nepemae no Hei
BIJINOBITHI apameTpu. [1o3uIlisi ABEpHOTO MPOPI3y PO3PAXOBYETHCS AaBTOMATHYHO,
a Horo po3mipu Oyiu miaiOpaHi EKCHEPUMEHTATIbHUM IUISIXOM JJii TOYHOI
BianoBigHOCTI ABepsiM BP In ta BP_Out.

Oyukiis BuildWall Buknukaerscs y posaim  Construction Script, 110
JI03BOJISIE TTOOAYNTH CTBOPEHY CTIHY IPSIMO B PEIAKTOPi, e 10 3amycKy rpu. TyT
TakoX peainizoBana ¢yHkiis MakeSensor, sika miagamToBy€e po3Mipy KOJI31T MMijl
napamMeTpu CTiHH, a TaKOX BHUKOPUCTOBYEThCS SetMaterial mys BimoOpaxeHHs
MaTepiaixy Ha CTBOPEHIH MOBEpPXHI.

VY EventGraph peanizoBano noaito OnComponentBeginOverlap, mo pearye
Ha TIEPETUH CeHcopa IHIUMH 00’ exkTtamu. [1i1 yac akTuBaIli moaii mepeBipsAIOTHCS
BC1 aKTOPH, SIKI TOTPANMUIIM B MEXI1 KOJI31i, 1 IKIIO B HUX € Ter Doormaker, cuctema
BU3HAYA€ TIOJIOKEHHS JBepei. JlIg 1bOro  BUKOPUCTOBYETHCS — (DYHKITiS
InverseTransformLocation, sika m03Boisie OOUYMCIUTH KOOpPAWHATY X LIEHTPY

nBepHoro npopizy. Lle 3nauenns nepenaerscs ¢pynkuii BuildWall, sika 6yaye ctiny
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3 IBEPHUM OTBOPOM Y MPABHIILHOMY MICII1, Y3TOJDKEHOMY 3 ro3uili€ero asepeit BP In
a6o BP_Out.

Takum gymHOM, CTBOpPEHA CHCTEMa JI03BOJISE MPOIEAYPHO T€HEPYBATH CTIHU

MOTPIOHOTO PO3MIPYy Ta aBTOMATHYHO J0JIaBaTH JBEPHI OTBOPU y BIJAMOBIIHUX

MICIISIX, 3a0e3Meuyroun OUIbITy THYYKICTb M1l Yac reHepaiii piBHIB Ta 3MEHIITYIOUU

KUTBKICTh YHIKQIBHUX 00’ €KTIB, HEOOX1THUX SISl HABUAHHS HelipoMepexi (puc 2.5).

Pucynox 2.5 — BP_ProceduralWall ta BP In

2.3 llpoueaypHa renepailisi HABYAJbLHOI0 1aTACETy

[Tin yac HaBuaHHS HEHPOHHOI Mepexi, 110 3aliMa€ThCS TEHEpAIllE0 PIBHIB,
OJIHUM 13 HAWBAXKJIMBINIKX €TaMiB € TIJATOTOBKA BEJIHUKOTO Ta PI3HOMaHITHOIO
natacety. Came SKICTh 1 pI3HOMAHITTS HaBYAJIbHUX JJAHUX BU3HAYAIOTh, HACKIIBKU
MOJIeJb 3MOXKE y3arajJbHIOBAaTH IPOCTOPOBI  3aKOHOMIPHOCTI, IPaBUJIBHO
PO3MIIIYBaTH aKTOPH Ta BIATBOPIOBATH JIOTTUHY CTPYKTYpY piBHA. OTHAK OTpUMAaTH
rOTOBUH JJaTaceT 13 HalllMMU cTieln()iuyHUMU BUMOTaMH — 30KpeMa, BUKOPUCTAHHSIM
BracHux kiaciB BP_ ProceduralWall, BP In, BP Out, a Takox 30epexeHHsIM yCix

aKTOPIB PiBHA Y CTPYKTYpOBaHOMY (popMaTi — MpakTUYHO HEMOKIUBO. CTBOpEHHS
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K BEJIMKOI KUIBKOCTI PiBHIB BPYUYHY € HAJ3BUYAHHO TPYJAOMICTKHM MPOLIECOM, IO
BUXOJIMTH 32 MEX1 MOXKJIMBOCTEHN Y paMKax AaHOi poOOTH.

Tomy Oyn0 HpUIHATO pIMIEHHS peani3yBaTH aBTOMATHU30BaHUM MPOIIEC
re’epaiii MpOCTUX PIBHIB, SKUH OM JI03BOJISIB IIBUAKO OTPUMYBATH BEJIUKY
KUIBKICTh HABYAJIBHUX MPUKIAAIB. Takuii Miaxig HE JWIIe 3HAYHO CHPOIIYE
MiATOTOBKY JIaTaceTy, a i 3a0e3neyye KOHTPOJIb Ha/l yciMa apaMeTpamMu CTPYKTypH
piBHSA. 3a TMpoOLEIypHY TE€HEpallil0 BIJIMOBIJA€ CHEIIaJbHUN  aKTOp —
BP_ProcedurialLevel, sknii BuCTymae LEHTPAJIbHOIO CYTHICTIO Y CTBOpPEHHI
0a30BHX PIBHIB IS ITOJAJIBIIIOTO aHAITI3Y.

BP ProcedurialLevel sBusie coboro KopoOYacTy KOMI31I0 3 HU3KOIO
nyOJIYHUX MapaMeTpiB, K1 ONUCYIOTh MalOyTHIN piBEHb. 30KpeMa:

— BP_In_Wall — Ilapamerp tumy Enumerator WallType (o Oys
BJIACHOpPYY CTBOpeHUi). JlaHu# mapameTp BKa3ye€ Ha THUI CTIHKU JO
sxoro Oyae nonanuii BP In (a came Front, Right, Back, Left).

— BP_Out Wall — Takuii camuii mapametp o jgo BP In Wall, ognax
3amicth BP_In obupaerscst BP_Out.

— LevelType — Tun piBu# (integer).

— X High Range — Haii0inbiiie 3Ha4YeHHS sIKe MOXKEe HaOyBaTH PO3MIp
PiBHSI MO0 X KOOPIMHATI.

— X Low Range — HaiiMeHinie 3Ha4Y€HHS sIK€ MOXE HaOyBaTH pO3Mip
piBHS 110 X KOOPAUHATI.

— Y High Range — Haii0inbiie 3Ha4eHHs sIKe MOXKEe HAOyBaTH PO3MIp
piBHsI MO Y KOOpIMHATI.

— Y Low Range — HaiiMeHiie 3Ha4eHHS sike MOXe HaOyBaTH pO3Mip
piBHS 110 Y KOOpJAMHATI.

— Z High Range — naiiGinbIie 3HaYCHHS K€ MOXKE HaOyBaTH PO3MIp
PiBHS 110 Z KOOPAMHATI.

— Z Low Range — Haiimeniie 3Ha4eHHS sSKe MOKe HaOyBaTh pO3Mip

piBHS 110 Z KOOPAUHATI.
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V¥ Construction Script akTopa CTBOPIOEThCS ITOYATKOBA Bi3yasi3allisi piBHS y
BUMIISIAL KopoOuacToi komisii. 3a momomororo Qyskiii Random Float in Range
TeHEepPYIOThCSl BUIMAJKOBI PO3MIPU MO KOKHIA OCI B MEXax 3a/JlaHUX TapameTpiB.
Otpumani 3HaueHHs nepenaioTbess y Set Box Extend, mo mo3Boiise oapasy
no0aYuTH y pelakTopi, IKUK po3Mip MaTuMe piBeHb Micis redeparitii. Lle cyTreBo
CHPOIIY€E Bi3yaJbHe HAJIAIITYBAHHA Ta J1a€ 3MOTY YHUKATU B3a€EMHOTO MEPEKPUTTS
KUTBKOX P1BHIB.

[lompu Te, MmO JIOTIYHUM KPOKOM Oyin0 O BHUKOHATH BCIO T'€HEpAIilo
6e3nocepenubo B Construction Script, 11e pillieHHs Ma€e cepiio3He oomexxeHHs. [lana
yactuHa Blueprint He miaTprMy€e CTBOPEHHS aKTOPIB Y MPOIleCci poOOTH peaaKTOpa.
e 3pobaeHo HaBMHCHO, ajike Construction Script BUKIIMKAETHCS MPU KOXKHIN 3M1H1
napamMeTpiB abo HaBITH IIiJl Yac MPOCTOrO IMEPEMIIEHHsI aKTopa y CleHi. Y
pe3yibTaTi 1€ Mpr3Beio O 0 MAaCOBOIO CTBOPEHHSI HOBUX 00’€KTIB MPU KOKHOMY
pyCl MUILIEIO, IO MBHUAKO 3pYHHYBAJIO O CTPYKTYPY CLEHHU.

IcHye TakoX TexHIYHA albTEpHATHBA — CTBOPEHHS €JEMEHTIB SK
KoMIioHeHTIB ycepeauHi BP_ ProcedurialLevel, ognak 1ne 3HayHO yCKIIaJIHIOE
apXITEKTYpy, pOOUTH 00’ €KT HAAMIPHO BaXKKUM 1 HE JI03BOJISIE JIETKO 0OPOOIISITH i
eleMeHTH B Mexax ¢QyHkIii GenerateDataset, sika 3UUTYye€ JIMIIE TaHi PO aKTOPH, a
HE iXH1 BHYTpILIHI KOMIOHEHTU. Came ToMy OyJ0 MPUIHATO OCTATOYHE PILIEHHS
peanizyBatu reHepaiiito piBHs B Event Graph, fe criaBH akTopiB BUKOHY€ETHCS JTUIIIE
miJ 4yac 3amycky cumytidmii. [le rapantye cTabuipHICTH pOoOOTH peAakTopa Ta
3a0e3nedye MOMIJIHMBICTh 30€PEKEHHS BCIX MapaMeTpiB PIBHS JIMIIE MICHIS HOTO
MOBHOTO (hOPMYBAHHSI.

[ToOynoBa piBHS MOYMHAETHCA 3 (OpMyBaHHS HOro kapkacy — 0a30BOi
CTPYKTYpH, Ha OCHOBI $IKOi 3r0JIOM CTBOPIOBATUMETHCS TMOBHOI[IHHUMN ITPOBHIA
npocTip. Criepiry reHepyeThesi ToJoBHUN KoHTeHep — akTop BP Collision, sxuii
BiAIOBifa€ 3a di3nuni Mexi piBHs. oro cTBOpeHHs BinOyBaeThcs yepes (BHyHKIiO
SpawnActor, ne 3amaethcsi Tpanchopmaris, orpumana 3 GetRelativeTransform.
3aBasaku oMy BP Collision 3aBxu MOBHICTIO OXOIUTIOE BECh MPOCTIP PIiBHS, 1

HaJaJi BCl 1HII aKTOPH MOXKYTh OPIEHTYBATHUCS Ha MOTO PO3MIPH Ta MO3UIIIO.
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[Ticnst bOoro CTBOPHOETHCS mijyiora — 3BHYaiHUN StaticMeshActor, sxuii
BUKOHY€ poJib 0a30BOi TOBEpXHI piBHA. JlJI1 BHU3HAYEHHS WOro TOYHOTO
po3tanryBaHHs BHUKOpHUCTOBYyeThes (GyHKIisT GetWorldTransform kopoGuactoi
KOJI131i, a Ju1st MacitabyBanns — GetBoxExtent. Lle 1o3Bossie TouHO 1MO3UIII0HYBAaTH
HiJJIOTY B HIDKHIM MEXi KOpOOKHM, 3 MpaBHWIbHUM MaciTabom mo ocsx. I[licms
CTBOpPEHHSI aKTOpy 3amaethcsi crangaptHuil mem  “Floor 400x400”, saxuii €
yactuHow pytris Unreal Engine, a TakoX NpUKpPITUIIOEThCS 0a30BUIl MaTepial
M_Basic_Floor, 106 3po0uTH miijiory Bi3yajabHO BiIMIHHOIO BiJ] CTiH.

HactynHuM eranmom € 1oOyaoBa CTiH, MPEJICTaBICHUX aKTOpaMu
BP ProceduralWall. 1li cTinm MarooTh BJIaCHY JOTIKY MOOYJOBH TeOMETpii, IO
03BOJISAE IM TIiIAIITOBYBATHCA i/l 3a1aHi PO3MIpH PiBHS. IXHI LIEHTPH KOOPAUHAT
3HAXOMATHCS y HWKHIM YacTUHI Melly, TOMY IpPH CIHaBHI BaXJIWBO TOYHO
po3paxyBaTH MO3MUIIIIO, 100 CTIHM PO3TANIOBYBAJIUCSA MO MeXKax KopoOuacToi
KOJI131i, YTBOPIOIOYM 3aMKHEHHI MHpOoCTip. s 1bOro 3HOBY BUKOPHUCTOBYIOTHCS
byukmii GetWorldTransform 1 GetBoxExtent, 1mo m03BOJSAIOT, BHU3HAYUTH
HEO0OX1IH1 KOOPJAMHATH JIJISI KOKHOI 3 YOTUPHOX CTiH.

[Ipy uboMy [IOBXKHMHA Ta BHUCOTA KOXKHOI CTIHM MEPENalOThCs y BUIIISAIL
nyOJIIYHUX MapaMeTpiB aKTopa, TOMY Npu cTBOpeHH1 K0kHO1 BP_ProceduralWall y
bynkuii SpawnActor MoXkHA o/ipa3y 3aAaTH paBuibH1 3HaueHHs Length Ta Height.
Jlns  OlyHMX CTIH JOJIATKOBO  3aCTOCOBYETHCS OOepTaHHs, 1100 BOHH
PO3TAIIOBYBAINCS TIEPIIEHANKYIISIPHO A0 PPOHTAIBHOI Ta 33HBOI YACTUHU PIBHI.
3aBASKA 1IBOMY JIOCSTAEThCS TOYHE BUPIBHIOBAHHS T'€OMETpIi Ta Yy3TOJKEHICTh
Maciitaoy.

[Ticnst popMyBaHHSI OCHOBHOT'O KapKacy CTBOPIOIOThCS ABepl — akTopu BP_In
ta BP Out, mo BUKOHYIOTH pOJIb TOYOK BX0ay Ta Buxony. o6 yHHKHYTH
nyOnoBaHHS KOAY, IJisi IXHBOTO CTBOPEHHS po3poOJieHa crerjaibHa (QYHKISA
SpawnDoors, sika mpuiiMae TpH KJIIOUOBUX MapameTpu: OyneBe 3HadeHHs [s_Out,
koopauHaty X ta Tun crinu WallType. Ha ocHOBI ux mapaMeTpiB BUBHAYAETHCH,
KWW caMme KJ1ac akTopa Oyjie CTBOPEHO (BX1J UM BUXIJ), 1 HA AKIH 13 YOTUPHOX CTIH

BiH Mae OyTu posmimeHuil. Skmo koopauHata X HE 3aJaHa BpPYYHY, IBEpl
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MO3UIIOHYIOTHCA BHIIQJIKOBO, IO JO3BOJISIE CTBOPIOBATH OUIbIIY BapiaTMBHICTh
piBHIB. SIKIII0 K KOOpJAMHATA 3a/1aHa, IBEP1 BCTAHOBIIOIOTHCS Yy (PiKCOBaH1M MO3UIIIT,
10 MOK€ OYTH KOPUCHO JIJIsl KOHTPOJILOBAHUX E€KCIIEPUMEHTIB 1]l YaC TPEHYBaHHS
Helpomepexi.

Jliis koxHoi croporn — Front, Right, Back, Left — y cucremi nependaueHo
BJIACHI MaTEeMaTHUHI PO3PaxXyHKH MO3UIIINA PO3MIIICHHS, SIK1 BPaXOBYIOTh HE JIUIIIE
PO3MIpHU KOJI31MHOTO OOKCY, a i OpIEHTALIII0 aKTOpa ABEpeH y mpocTopi. 3aBAsSKU
npoMmy BP In ta BP Out cnaBHATbCA y KOPEKTHMX MICHSAX 13 TOYHUMHU
napameTpamu TpaHchopmartii, 1o 3abe3neuye MpaBUIbHY T€OMETPII0 Ta JIOTIKY
PIBHSL.

[Ticist uboro ajropuT™M MEPEeXOauTh A0 By3na Switch, sikuil BU3HAYae TUI
MaiOyTHhoro piBHs. ko mnapamerp LevelType nopiBHioe -1, oOupaethcs
BUIAAKOBUM 11a0JI0H 3anoBHEHHsI. Hapa3i peasnizoBaHo JiBa 0a30B1 BapiaHTU PiBHIB:
tutl ) — HEBEJIMKHUH MPOCTIP 13 HEBUCOKOIO IMEPETOPOIKOI0, SKY MOXKHA TIOI0JIATH 3
JOTIOMOT00 (h13uYHOro 00’ €KTa; TUMN 1 — po3IHMpeHa Bepcis Mepioro BapiaHty, 13
OUTBIIOID TEPEropoAKOo0 Ta TphoMma (i3UYHUMH 00’ €KTaMHu, IO JO3BOJSIOTH
rpaBIieBl TOOYIyBaTH CXOAM JIJISl IEPEXOAY Yepe3 Hel.

Jst 0-ro piBHs cTBOproeThes StaticMeshActor 13 memem Wall 400x200, o
BHKOHYE POJIb HEPEropokH. [i mosuiis BusHavaeThes yepes GetWorldTransform,
GetBoxExtend Ta momatkoBi MarematuuHi oOuucienHs. [lo6 yHHKHYTH
MOHOTOHHOCTI, ITEPETOPOJIKA PO3MIIIYETHCSI HE CTPOTO TI0 TIEHTPY, a 3 HEBEIIMKUM
BUITAJIKOBUM 3MIIIICHHIM y MekKaX KOpOOKU — 1HOI1 OJIHbKYe 710 BXOTY, 1HOTI OJTHK4e
1o Buxony. Lle 3abe3neuye yierky BapiaTUBHICTD CIICH.

[Ticnst mboro OOYMCIIEHI KOOPJAWHATH MEPEIal0ThCs Y JIOTIKY, IO CIAaBHUTH
00’€eKT /18l IepecTpuOyBaHHsI eperopoaku. TyT BaxIuBO 30epertu 6ananc: akTop
Ma€ CTBOPIOBATHUCS Y BHIMAJKOBHUX, ajieé JIOTIYHO JOMYyCTHMHX MEXKax, 00 He
3’SIBUTUCST 3a TMEPETOPOJIKOI0, 1HAKIE TrpaBelb (I3UYHO HE 3MOXKE IOJ0JaTH
nepemkoy. Jlami depe3 By3oa Switch BUTIaJKOBUM YHHOM OOHMPAETHCS MEII ISt

nporo ob’ekta — ky0 (Cube), mmmuap (Shape Cylinder) a6o kiuHOMOI0HA
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cxonunka (Shape Wedge B). VYci 11 BapiaHTH J03BOJISIIOTH TPaBIEBI MPONTH
PIBEHB, J0/IaI0YH IIPH [[bOMY PI3HOMAHITTS BI3yaJIbHOI CTPYKTYPH.

s Takux 00’€KTiB 0OOB’S3KOBO BMHKAae€Tbca MOOUTBHICTH (Mobility —
Movable) 1 diznuna cumyssiis (Set Simulate Physics = true). Ha 3aBepiienns 1o
HUX 3acTocoByeThesi Matepian MI Solid Blue, mo konTpacTye 31 cTiHamMu 1
CUTHAJI3y€ IPaBIEBl MPO MOKINUBICTh B3a€EMOII].

CtBOpeHHs piBHS TUIY | Mae CXOXUU alrOpuTM, OJHAK MEpe]l MOYaTKOM
dbopMyeTbes TepeBipka BIANOBIAHOCTI po3MmipiB. [loTpiOHO mepekoHaTHCs, IO
CIleHa Ma€ JOCTaTHbO MICI Il TphoX (Pi3UYHUX OO’€KTIB 1 M0 BUCOTA
NEPETrOpOJIKK BIAMOBIJAE 3aJaHUM MapaMerpaM. Y MPOTUJIEKHOMY BHUIAJIKY
MOXXYTh BHHHUKHYTH TOMWJIKH: HANpUKIAA, SKIO TEeperopojka Oyae 3aHaATo
HU3BKOIO — TPaBelb 3MOXKE JETKO MePeCTpUOHYTH MEXI1 PiBHS 1 BOACTH 3a Maily, a
SKIIIO piBEHb BHUSBUTHCSA HAJITO BY3bKHM — O0’€KTH HE MAaTUMYyTh JOCTAaTHBO
poCTOpy, 1100 chopMyBaTH MPoxXiJ a00 MOOyayBaTH CXOJU. SKIIO MepeBipKa HE
OpoiJeHa, cCUCTeMa aBTOMAaTHYHO TeHepye piBeHb Tuily (. B iHmomy Bumagky
CTBOPIOETHCSI HOBUW PIBEHB: MEPErOpPOKa MAE€ BUCOTY NPUOIU3HO y MIBTOPU pas3u
Oulbllly, HDK Yy TIONEPEeAHROMY THII, a 3aMIiCTh OJHOTO O00’€KTa JUIs
nepecTpruOyBaHHS CIaBHSIOTHCS TPH.

Ha npomy erami BUMajgKoBHil BUOIp MEIIIB YaCTKOBO OOMEXYEThCS — 11100
YHUKHYTHA CHUTYyalli, KOJIU BCl TPU OO €KTH BUSBIATHCS OJHAKOBUMH KIMHAMU
(Shape Wedge B) i rpaBeiis He 3M0ke TOOYAyBaTH MPOXIJIHY KOHCTPYKILIitO. ToMy
JMILEe OCTaHHIM €NEeMEHT € CXOJMHKOIO, a J[Ba MOMEpPEAHIX BHUIAJKOBUM YHMHOM
OOMPAIOTHCSI MK HUJIIHIPOM 1 KyOoM.

VY migcymky (opmyerbest Hablp MPOCTHX, ajie BapiaTUBHUX MPOLEAYPHUX
piBHIB (puc. 2.6). OCKUIbKH Il CIIEHH CTBOPIOIOTBHCS TMIJ Yac CHUMYJIAMIi, iX
HEMOXJIMBO ojapa3y 30epertu uepe3 BiupkeT BP Button To Extract. [ns
BUPILIEHHS bOTO 3aBAaHHS y rpad piBHS J0JA€THCS JIOTIKA, IKa BUKIUKAE paHilIe
peanizoBany ¢ynkiiro GenerateDataset. Y nmpukitaui i 3amyck BinOyBa€eThCs i 4ac
HAaTUCKaHHs KaBimi “1”, mo J03BOJSE 3amycaTv BCl JaHl HaBITh y MpPOIECi

CUMYJISII.
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Pucynok 2.6 — pesynbstat poootu BP_ProceduralLevel

Taxkum ganHOM, PO3POOHUK MOKE PO3MICTATH Ha CIICHI COTHI, @ TO ¥ THCSYI
TaKuX MPOIEAYPHUX PIBHIB, 3aIyCTUTU CUMYJIAIIIO Ta HATUCHYTH OJIHY KJIaBIIIy
U1l 300py BEIMKOTO, XO4U 1 HE HAATO PI3HOMAHITHOTO, ajie IIJIKOM POoO0Yoro
JaTaceTy, KW y ToJaibiioMy Oyjle BUKOPUCTAHO [IJIsi HaBUYAaHHS HEWPOHHOI

MEpexl.

2.4 HaBuaHHsI HeilipoHOI Mepeski

HaBuanHus HellpoHHOT Mepexi 3[1HCHIOEThCS Mmo3a Mexamu pyirist Unreal
Engine, 13 BUkopucTaHHsiM MOBH nporpamyBaHHs Python Tta 6i6miotexu PyTorch,
10 € CTAaHAAPTOM I PO3POOKH U TOCIHIKEHHSI Cy9acCHUX MOJENeH TIIMOMHHOTO
HaBuaHHs. Ha moTouyHoMy eTami B3aeMo/iisl MK PYIIEM Ta HEHPOHHOIO MEPEXKEIO
peanizoBaHa y Bursigl oominy JSON-gaitmamu. 3 G0Ky pyiisi CTBOPHOETHCS
HaBUYaJBLHUH JaTaceT, sikuii 30epiraerbes y popmati JSON 1 mepemaerses 1o Python-

CKPHUIITIB JIJISl OAANBIIOT 0OpOOKM Ta HABYAHHS MOJENi. Y 3BOPOTHOMY HaIpsIMKY,
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BJK€ ITICJIs 3aBEPIIICHHS HaBYaHHsI, HEHPOHHA Meperka reHepye BiaacHui JSON-daiin
13 OIMMCOM HOBOIO piBHS, AKUM TOTIM iHTeprpeTyeTbess B Unreal Engine Ta
BIJITBOPIOETHCS Y BUTJISIII TOBHOLIIHHOT CIICHH.

Jlns HaByanHs OyJno cpopmoBaHo aaTtaceT oOcsrom 2048 piBHIB, 110 OyJH
3reHepoBaHi 3a gjonomororo aktopa BP_ProceduralLevel na moposxHili clieH1 pymris.
JlaHoi KIJTBKOCTI 3TE€HEpOBAaHUX PIBHIB Oylo JOCTaTHBO s OTPUMAaHHSA
ONTUMAJIBHOTO PE3YJIbTATY T€HEPYBaHHS MOJIEIII.

[Ticast popmyBaHHS HaBUAIBLHOTO HAOOPY JaHUX OYyJI0 0OpaHO apXiTEKTypy
yMOBHOTO BapiaiiiiHoro aBTtoeHkojiepa (Conditional Variational Autoencoder,
CVAE). Jlanuii Tun HEUPOHHUX MEPEX IMOENHYE BIIACTUBOCTI KIACUYHOTO
aBTOCHKOJIEpa Ta TCHEPATUBHOI MOJENi, M0 JO03BOJSE HE JIUIIEC BiHOBIIOBATH
CTPYKTYpY JIaHUX, a i KEPyBaTH MPOIIECOM T'eHEepallii Yepe3 3a/JaHHs MEeBHUX YMOB
(po3MipiB piBHSA, MMO3ULIN BXoay Ta Buxoay Toio). [le poouts CVAE npuponnum
BUOOpPOM ISl 3ajlayl CTBOPEHHS ITPOBUX PIBHIB, /€ BXJIUBO 3a0€3MEYUTH HE
BUIIAJIKOBICTh, @ KEPOBAHICTh Ta Y3TOJXKEHICTh PE3YIbTATY.

OkpiM 1bBOro, uepe3 BHCOKY OJHOMAHITHICTb JaTacery (oOMmexeHa
BaplaTUBHICTh MPOCTOPY 1 PO3TallyBaHHs 00’ €KTIB) BUKOPUCTAHHS CKJIQIHIIIMX
apxitektyp, Takux sik GAN (Generative Adversarial Network), He € mouuibHUM
[33]. GAN-Mozeni moTpeOyrOTh BEIHMKOTO OOCSATY PI3HOMAHITHUX JaHUX IS
CTa01IbHOTO HABUAaHHS Ta YacCTO JIEMOHCTPYIOTh HECTIHKY 30DKHICTH MpHU PoOOTI 3
MajluMH a00 OJHOPIIHUMHU BHUOIpKaMu. Y BHUIAJIKy AAHOTO MPOEKTY OCHOBHOIO
METOI0 € HE IOCATHEHHS (POTOPEATICTUYHOCTI PIBHIB, & CTBOPECHHS (DYHKITIOHATEHOT
CUCTEMHU, 371aTHOI y3araJIbHIOBaTU CTPYKTYPY PIBHS Ta BIATBOPIOBATH MOTO y HOBHX
komOinarsax. Came tomy CVAE € onTuManbHUM KOMIIPOMICOM MiX CKJIQJIHICTIO
peasizallii Ta KOHTPOJIHLOBAHICTIO TeHEpaIlii.

Cawm niporiec TpeHepyBaHHSI HEHPOHOT MEPEXkK1 CKIIAJIA€ThCsI 3 TPhOX OCHOBHUX
eTariB, peajii30BaHuX y TpboX okpeMux Python-ckpunrax:

— Ireprocess.py — miIroToBKa Ta mnornepeHs o0poOka JaHuX;

— train.py — cTBOpeHHS Ta HaBYaHHS MOJIeNIi Ha 0OpPOOJICHUX JTaHUX;
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— generate.py — resepaiiisi HOBOTO piBHsI HA OCHOBI HABUEHUX MapaMeTpiB
MOJIEI.

[lepminM eTanoM HaBUaHHS € MIATOTOBKA JaHMX, KA peali30BaHa y CKPHUIITI
preprocess.py. OcHOBHE 3aBJIaHHS J/JAaHOTO €Taly TOJsIrae y MepeTBOPEHHI
HeoOpobsieHoro naracety, chopmoBanoro B pyuni Unreal Engine, y yucioBy
dbopMy, IpuAaTHY IS TOa4di B HEHPOHHY MEPEXY.

[Ticns 3aBanTakeHHss JSON-gaily ckpunT BHKOHYe OOpoOKy y JBa
MOCJIIJOBHI ITPOXO/IH.

[1ix gyac meproro mMpoxoay CTBOPIOIOTHCS CIOBHHUKHM KaTeTOpiaJbHUX O3HAK
(vocabularies) mns TumiB 00’€KTiB, MapamMeTpiB MOOLIBHOCTI, Ha3B CTATHYHUX
MenriB 1 MarepiaiiB. Ko)KHOMy yHIKaJIbHOMY 3HAQYEHHIO NMPU3HAYAETHCS BIACHUMN
YUCIOBUI 1HJEKC, KU y MO/aJbIIOMy BUKOPUCTOBYETHCS Ul (POPMYBaHHS one-
hot BekTopiB. OJHOYACHO 3 IIUM €TAaOM BHUKOHYETHhCS 30i1p YCIX YHCIOBHX
XapaKTEepPUCTHK (MO3UIIH, MaciiTaldy, (pi3MYHUX MapaMeTpiB, pO3MIpIB CTiH), IO
HEOOX1TH1 JJI MOAANIbIIIOT HOpMaJIi3allii 3a JOMOMOTOI0 CKEIIEpIB.

Ha npyromy mnpoxojii BUKOPHCTaH1 CKEJiepu 103BOJISIIOTH HOpMaJli3yBaTH
YKCJIOBI MTapaMeTpu 00’ €KTiB, Micig 4oro GpopmyeThbes GpiHaIbHUI HAOIp TEH30pIB
PyTorch, ne kokeH piBeHb MPEACTABICHO Y BUJISIII CYKYITHOCTI O3HAK OOMEKEHOT
KUIBKOCTI 00’€KTiB. MakcMManbHa KUIBKICTh OO’€KTIB Y MEKax OJHOrO PpiBHSA
3agaeTbesl KoHcTaHToro MAX OBJECTS.

Ockinbku apxitTektypa CVAE He € pexkypeHTHOI0, MOJENIb HE 3/1aTHa
CTBOPIOBATH HOB1 00’€KTH JTUHAMIYHO MICIS KOKHOTO KPOKY reHepariii. Tomy st
KOXXHOTO TOTEHIIIHHOTO 00’€KTa 3a3fayierib (POpPMYy€EThCsl BEKTOpP O3HAK, a s
BU3HAYCHHSI HEOOX1THOCTI MOT0 ICHYBaHHs JOAA€ThCs OyJieBa 3MiHHA exist. SIKIo
KUIBKICTh peanbHux 00’ekTiB MeHma 3a MAX OBJECTS, mapamerp exist st
pellTH eJIeMEHTIB AOpiBHIOE Hy0. Takuil miaxiz 3ade3neuye GpikcoBaHy CTPYKTYpPY
BXIJTHUX Ta BUXIJIHUX JaHUX MpHU 30€peKeHH] THYYKOCTI KUIBKOCTI 3reHEpOBaHMX
00’ €KTIB.

BaxnuBoro 0COOJIMBICTIO JAHOTO €Tamy € JUCKpeTH3alliss KOOpAMHAT

00’ekTiB. 3amicTh Oe3lepepBHUX 3HAYCHb IIO3MIIIH BUKOPHUCTOBYETHCS CITKA
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posmipom GRID SIZE = 20. Takum ynHOM, KOkKEH 00’ €KT MOXe OyTH pO3MIIICHUM
JIUIIE y TIEBHIM KIITHHIIN CITKH, 110 3HAYHO CIIPOIIYE MPOIEC HABUAHHSI MOJICII.

3aBAsKM [IbOMY HEHpOHHA Mepeka HE HamaraeThCsl JOCSITTH HaIMipHOI
TOYHOCTI B MO3UI[IOHYBAaHHI €JIEMEHTIB, a ONIEPY€ TUCKPETHUMH KOOPAUHATAMH, 110
0COOJIMBO BAXJIMBO MJi1 OO’€KTIB, PO3TAIIOBAaHUX HA KpaWHIX MeEXaxX pIBHA
(manpukian, ctid ado miaorn). [logiOHUM YMHOM peati3oBaHO W AMCKPETH3AIIIO
oOepTaHHs: 3aMICTh TOJaHHS KyTa K OC€3lepepBHOI BEJIMUYMHH, BiH PO30UBAETHCS
Ha 24 ctaHu 3 KpokoM y 15°. Ile mo3Bosisie yHUKHYTH HEOAHO3HAYHOCTEH MPH pOOOTI
3 oOepranHsMu (Hampukian, MKk 0° Ta 359°) 1 choporlye mpocTip O3HaK, He
BIJIMBAIOYM HA SKICTh BIITBOPCHHS.

VY pesyabrari poOoTH preprocess.py (PopMyeTbcsl CTaHIAPTU30BaHUM Ta
HOpMaTi30BaHUN HAOIp JaHUX, SKUHM € ONTUMI30BaHMM JIJI1 HaB4YaHHSA Mojeni. Ha
bOMY €Talll XaoTU4HI1 JaHl 3 pyluIisl NEPETBOPIOIOTHCA Y BHOPSAAKOBAHY CTPYKTYPY,
sKa 30epirae CEMaHTUKY PiBHS, ajie yCyBa€ HAJJIMILKOBY J€TaI3all10, 110 3aBa)kaa
0 mpomecy reHeparnii. Came Ha 0a3i IUX JaHUX Y MOAAIBIIOMY BUKOHYETHCS
HAaBYaHHS MOJEJl y CKpHIITI train.py, mo (opMye y3arajJbHEHE MNpe/ICTaBICHHS
ITPOBUX PIBHIB JUIs 1X MOAAIBIIOT TEHEpaIlii.

[licns 3aBepieHHS MONEpeHbOi 0OPOOKU NaHUX PO3MOYMHAETHCS APYTHM
eTall — HaBYaHHS HEUPOHHOI Mepexi, peali3oBaHuil y ckpumti train.py. OCHOBHa
MeTa I[bOTO €Tamy IMOJsIrac y CTBOPEHHI Ta TPEHYyBaHHI MOJENII YMOBHOTO
Bapiatiiinoro aproeHkozepa (Conditional Variational Autoencoder, CVAE), sxuii
3/IaT€H y3arajibHIOBaTH CTPYKTYPY ITPOBHUX PIBHIB 1 T€HEPyBaTH HOBI, JIOTIYHO
y3rokeHi koHdirypamii 00’ektiB. Apxitektypa CVAE y 1mpoMmy mpoekTi
CKJIQIa€ThCS 3 JBOX KIIOYOBUX KOMITOHEHTIB — €HKojlepa Ta nekozepa. Enkomaep
aHai3ye MOBHY 1H(POPMAIIIO MPO PIBEHb, BKIIOYAIOYM WOTO pO3MIpH (JIOBXKHUHY,
HIMPUHY, BUCOTY) Ta XapaKTEPUCTUKH KOKHOTO 00’€KkTa (KOOpIMWHATH, THII,
Marepiai, macmTad ToOIO), 1 MEepPeTBOPIOE 1i JaHl y KOMIAKTHE YHUCIOBE
MPEICTABIICHHS — JATEHTHUM BekTop (y JTaHOMY BHUIAQIKy pO3MipHICTIO 512
HelipoHiB). Ilim wac 1pOro mporecy Mepeka HaBUYAETHCS OOYHMCITIOBAaTH JBa

napamMeTpu — CepeIHE 3Ha4deHHs (1) Ta AUCTepcio (6%), MO OMUCYIOTh PO3IMOILT
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JaTeHTHOro mpocTtopy. s 3a0e3nedyeHHs: cTabUIbHOIO CTOXaCTUYHOTO HAaBYAHHS
3aCTOCOBYETHCS TMPOIEAypa perapamerpusalii, sika T03BOJsSE MOJENl 30epiraTu
TpaJi€HTHY 3B’ S3HICTh HABITh MPH BHUIMAJIKOB1i BUOIPIIl JATEHTHUX BEKTOPIB.
JlekoJiep y CBOIO 4epry OTpUMY€ Ha BXiJ 0a30BY 1H(POpMAIIi0 TPO TEOMETPit0
piBHS (AOBXHMHY, LIUPHUHY, BUCOTY), MapaMeTpU BXOJIB 1 BUXOJIB, a TaKOX
CTBOPEHUI €HKOJIEPOM CTHUCIIUN OMHC — JAaTEeHTHUH BeKTOp. BukopucToByrouu 1
JlaHl, JEKOAEp PEKOHCTPYIOE CTPYKTYPY PIBHS, BIJIHOBIIOIOYM MO3MIli, TUIU Ta
BJIACTMBOCTI 00’€KTIB, sIKI MarOTh c(OpPMYBaTH LUIICHY ITpoBY cleHy. Takum
yruHoM, CVAE He mnpocTo BIITBOpPIOE HasiBHI 3pa3KW, a HABYAETHCS BUSBISATH
3aKOHOMIPHOCTI MK 00’ €KTaMU Ta y3arajibHIOBATH iX Y HOBUX KOMOITHAIISIX.
JUTst OINIHKKY TOYHOCTI HABYaHHS Y MOJIeJIl BUKOPUCTOBY€ETHCS (PYHKIIISI BTPAT,
0 CKJIQJA€ThCsl 3 KIIbKOX KOMIIOHEHTIB. 30Kpema, ISl KOPEeKTHOI 00poOKH
3MIIIAHUX TUIMIB JaHUX 3aCTOCOBYIOThCsl nBa miaxoau: CrossEntropyloss mis
KaTeropiajibHux napamerpis (Tui o0’ekta, Matepian, Mew Touo) 1 MSELoss s
HEMEPEpBHUX YHUCJIOBHX TNapameTpiB (mosumii, Macmrad, portamis). Koxen
mapaMeTp Ma€ BIacHy Bary y (yHKIIi BTpar, 110 JO3BOJISIE€ PETYJIOBATH BILTUB
OKpEMUX XapaKTepUCTHK Ha Mpoliec HaB4aHHsl. 1111 yac npoxoakeHHs 0aTyy JaHuX
(GyHKLIST pO3paxoOBy€ BTpaTH ISl KOXKHOIO 3 00’€KTIB, BPaxOBYIOUM HE JIUIIE
NPaBUJIbHICTh BIATBOPEHHS, ajle il ICHyBaHHS caMoro o0’ekra. OCKIIbKA MOJEIb
3laTHa  TEeHepyBaTh JO  JECATH OO0 €KTIB  (BM3HAYEHO  MapameTpoM
MAX OBJECTS), HaBiTh fIKILIO peajibHa CLIEHa MICTUTh MEHIUE, JJIi YHUKHEHHS
XuOHOTO MmTpadyBaHHS CTBOPIOETHCS CHeElliaJbHa Macka ICHyBaHHA. BoHa
BIJIKJTFOYA€ OOYMCIIEHHS BTPAT JIJIsl TUX OO E€KTIB, SIKI Y BUXITHUX JaHUX BIACYTHI
(o3HaueH1 nmapameTpoM exist = 0).
Kpim ocHOBHUX BTpaT, y MOJIeJi IPUCYTHIN I111€ OJJUH BaKJIUBUNA KOMIIOHEHT
— peryasipusaiiinuii wieH y Burisial auseprenii Kynsoaka—Jlei6nepa (Kullback—
Leibler Divergence, KLD), sikuii € HEBII €MHOI YacCTUHOIO apXITEKTypHU
BapiamiiHUX aBTOCHKOAEPIB. Llei M0oaaTKOBHIT €JIEMEHT KOHTPOJIOE PO3MOJILIT
JATEHTHOTO MPOCTOPY, 3ano0iraoyu Moro aerpajaili ta 3ade3neuyoyu MmiaBHe i

y3rojpkeHe (hOpMyBaHHS JIATCHTHUX TIPEICTABIICHb PiBHIB.
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VY 3B’SA3Ky 3 TUM, II0 HABYaHHS MOJIENl 3IMCHIOEThCS Ha rpadiuHOMY
npouecopi AMD, crannaptHa Bepcis 610mioTexku PyTorch i3 migrpumkoro CUDA
BUSIBIJIACS HECYMICHOIO. J{Jisl BUpPIIICHHS 1i€i MPOOJIeMH Y POEKTI BUKOPUCTAHO
anpTepHATUBHY 010110TeKy torch directml, sixa dyHkiionye yepe3 API DirectML
Ta 3a0e3nedye MOXJIHMBICTh BUKOpucTaHHsi oOuucienb Ha GPU HaBith 06e3
anmapatHoi migtpuMkun CUDA [8]. Lle m03BOIMIO 3HAYHO MPUCKOPHTH IPOIIEC
HABYaHHS, MPOTE BOJHOYAC HAKJIAJIO HU3KY TEXHIYHMX OOMEXKEHb. 30Kpema,
torch_directml nwe minarpumye ¢ynkmnito BCEWithLogitsLoss, sika 3a3Buuaii
BUKOPUCTOBYETHCS JUIsl O1HAPHUX O3HAK (TaKUX SIK HAIBHICTH 00’ €KTa a00 mapameTp
cumynAaiii  (i3uKd), a TaKoXK Ma€ MpoOJIeMH CYMICHOCTI 31 CTaHIapTHUM
ontuMmizatopoM Adam. Yepe3 ue mijg yac po3poOku Oyiao oOpaHO ONTHUMI3aTOP
RMSprop, sikuii, mompu €10 MoBUIbHIINTY 301KHICTh, IOKa3aB CTa01IbHY pOOOTY i
3a0€3MeunB HaJICKHY SKICTh HaBYaHHS 3a OOMEXEHUX OOUYHCIIOBAIBLHUX
MOYJIUBOCTEH.

[Ipoiiec HaBUaHHS MOl OOy 0BaHO y KiibKka eTariB. Criepiry mporpama
3UATY€ TMOMEPETHbO CTBOPEHI CKPHUIITOM preprocess.py ¢aiiyid, BHU3HAYae
PO3MIPHICTh BXIJHOTO Ta BHUXIJHOTO IIapy HEWPOHHOI MEpPEekl W rorye JaHi 10
nojayl B Mofeib. PO3MIpHICTh BX1AHOTO I1apy (YMOBHOTO BEKTOpa) CTaHOBUTH 17
€JIEMEHTIB, 1110 BKJIIOYalOTh 0a30B1 MapaMeTpu piBHS (IOBXKUHA, LIMPUHA, BUCOTA)
Ta O3HAKM BXIJIHMX 1 BUXITHUX 00’€KTiB. BuximHuii map mae po3MmipHicTh 4480
HEHPOHIB, 1O OOYMOBJIEHO CITKOBMM HpEJCTaBI€HHAM KoopauHat (20x20 nus
KOXXHOTO 3 JIECSATH MOTEHIIINHUX 00’ €KTIB), @ TAKOXK JOJATKOBUMH IapaMeTpamu,
TaKUMH SK POTallis, MacmrTad, TUIl 00’€KTa, MaTepiana, MOOLIBHICT Ta (i3UUHI
BJIACTHBOCTI. TakuM 4MHOM, MOJIENTh 31aTHA OAHOYACHO TEeHEPYBAaTH MOBHUH HAOip
O3HAK JJIs1 KOYKHOTO 3 IECSITH MOXJIMBUX aKTOPIB PIBHS.

[Ipoiiec HaBYaHHS OYMHAETHCA 3 (ha3u PEKOHCTPYKIILi, 1] Yac sIKOi Mepexa
HABYAETHCSA BIJHOBIIIOBAaTH CTPYKTYpY PpIBHIB 0€3 ypaxyBaHHA CTOXaCTHYHOI
ckaagoBoi. [Iporsrom mepmmx 1000 emox koedimieHT Baru st TUBEPTEHIT
Kynbbaka—Jleitonepa (KLD) nopiBHIOE HYNIIO, TOMY MOJACIb (POKYCYETHCS

BUKJIFOYHO Ha BIATBOPEHHI MOYAaTKOBUX AaHuX. [licias mporo Bara mOCTYNOBO



39
3outbmyetbest a0 0.0025 mo 5000-i emoxu, 1m0 J103BOJISIE 30ajaHCyBaTh
PEKOHCTPYKIIHHY TOYHICTh 1 pEryJyisipu3alliio JaTeHTHOro mnpoctopy. HaBuanus
tpuBae 10 10000-1 ermmoxwu, micis yoro ¢GiHanmbHA Bepcis MOACII 30epiraeTbes y (aitn
cvae_model.pth. Ils Mogens BHUCTyIIae OCHOBOIO JIJIsl MTOJAIBINOI TeHepallii piBHIB
Ha HACTYITHOMY €TaIli.

3aKIIOYHUNA €Tal MpOoLeCy peai3oBaHO Yy CKPUITI generate.py, SKAN
BIJINOBIJIa€ 3a cTBOpeHHsT HOBOro JSON-daiiny piBHS Ha OCHOBI HaBUYEHOT'O
aBTOeHKOJepa. Ha mouaTky poOOTHM CKpUIIT 3aBaHTaXye 30€pekeHy MOJEeb
(BUKOPHUCTOBYIOUH JIMIIE YACTHHY JEKOJEpa), a TAaKOXK ycCl JOMOMIXKHI (aitnmm —
CJIOBHMKHM KaTeropii 00’€KTIB 1 CKeWJiepu Hopmai3ailii, chopmMoBaHl Ha eTari
nonepeaHboi 00poOku maHux. [laml KopucTyBad 3aJa€ OCHOBHI IapaMeTpu
MaiOyTHHOTO PiBHSI: IOBXKUHY, ITUPUHY, BUCOTY Ta MOJOKEHHSI €IEMEHTIB BXOAY 1
Buxoay. Lli maHi mepeTBOPIOIOTHCA Y BEKTOP YMOB, SIKMM NOJA€THCS Ha BXIJ
JIEKO/Iepa pa3oM 13 JaTEHTHUM BEKTOPOM Z, III0 TEHEPY€ETHCS BUTIAIKOBUM UNHOM.

[Ticias mpoxXoKEeHHsI JaHUX Yepe3 JeKoAep Moelb GopMy€e OaraToOBUMIpHUN
BUXITHUN BEKTOp, SIKUM MICTUTH 1H(POPMALIIO MPO KOXKEH MOTEHUIMHUNA 00’ €KT
piBHA — WOro THWII, KOOpJWHATH, OOEpTaHHsS, MacmTad, MaTepiajn Ta 1HIII
BiaacTuBOCTI. [IOTIM pe3ynbTaté MpOXOJATh €Tal JeHOpMali3allii 3a JOMOMOIOK0
3aBaHTAKEHUX CKEMIEepIB, MEPETBOPIOIOTHCA Y 3pyUHUN (DOpMAT 1 3alUCYIOTHCS Y
JSON-aiin, cymichuit 13 pymriem Unreal Engine. Otpumanuii daitn MoxkHa
po3micTuTH y KaTtano3i Saved/Dataset mpoekTy, Miclisi 40OTO CUCTEMA 3UUTYE HOTO Ta
aBTOMATUYHO BiJITBOPIOE CIICHY 3a 3reHEPOBAHNMU MapaMeTPaMHU.

VY pesynbrati poboTu ckpunita GOpMy€eTHCS TOBHOIIIHHUI PIBEHb, CTBOPECHHIA

HEUPOHHOIO MEpexkero 0e3 yuacTi Jtoauuau (puc. 13).
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Pucynoxk 2.7 — CTBOpeHMi1 HEMpOMEPEKEIO PIBEHb.

Xoya 3reHepoBaHi piBHI III€ HE MAlOTh 1/1€alibHOT T'eOMETpii, BOHU
JEMOHCTPYIOTh KOPEKTHY JIOT1YHY CTPYKTYPY, IO MATBEPKYE 3MaTHICTh MOJECITI
y3arajibHIOBaTH Ta BIATBOPIOBATH KIIIOYOBI 3aKOHOMIPHOCTI MOOYIOBU CIICHHU.
OTpumaHni pe3yJbTaTy CBIMYaTh PO Ipare3aTHICTh 3alIPOTIOHOBAHOTO TTiIX0Ty Ta
3aKJIaJal0Th OCHOBY /ISl IOAAJIBIIOTO BJOCKOHAJICHHSI CUCTEMH, 30KpeMa MIUIIXOM
PO3IIMPEHHS JaTaceTy Ta aJarnTamli apXiTeKTYpH MEPEXi J0 CKIaIHIIINX CLIeHapiiB

reHepartii.

2.5 ExcniopT mogeni 3 ONNX Runtime B Unreal Engine

VY monepenHix posauiax Oyjao0 MPOJEMOHCTPOBAHO, IO HEMPOHHA MEpeka
YCHIIIHO TeHepye Mpale3AaTHi iIrpoBi piBHI, OJTHAK caM MPOILIeC TeHepallil Ha [bOMY
eTamni peaji3oBaHO y BUIIISAL 3amycky Python-ckpunTis, ski cTtBoptoroTh JSON-

daiinm, mo mizHime IMnopTyrThes y pywid Unreal Engine nist moOyioBu crieHU.
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[TomiOHuK MiAXi € TPUUHATHUM JUIsl TECTOBUX EKCIEPUMEHTIB, MPOTE BiH HE
3a0e3nedye NOoTpIOHOT THTEPAKTUBHOCTI Ta MIBUAKOALL. 30KpeMa, TaKUil MeXaHi3M
HE JI03BOJISIE BUKOHYBAaTH T€HEPAII0 PIBHIB y PEXHUMI peajbHOro Yacy MiJl Jac
CUMYJIAILIT TpU, MO POOUTH MOr0 HENPUIATHUM ISl 1HTErpallii y MOBHOIIHHHUI
irpoBuil mpouec. [ns ycyHeHHS nUX OOMEXEHb HEOOXITHO MEPEHECTH MOJETh
oesnocepennbo B C++-yactuny Unreal Engine, mo moTpebye eKcHmopTy Bxke
HaBYECHOI HEMPOHHOI Mepexi y opMat, CyMICHUH 13 pYIITIEM.

OaHuM 3 HAUMOIIMPEHININX CTAaHAAPTIB I MPEACTaBICHHS Hepomepex
no3a Mexxamu Python € dopmar ONNX (Open Neural Network Exchange).
Buxopucranns 1i50ro (popMaTy J03BOJISIE IHTETPYBATH MOJIEIh Y Pi3HI CEPEIOBHUIIIA,
BKItOYHO 3 C++, Ta BUKOHYBaTH ii Oe3mocepeHbo MiJ yac podoTtu mporpamu. Y
Mexax naHoro mpoekty ONNX BUKOPHCTOBYETHCS pa3oMm 13 016mioTekoro ONNX
Runtime, sika 3a0e3nedye eekTHBHE BUKOHAHHS HEWpoHHUX Mepexxk y Unreal
Engine, He BuMaratoun HasiBHOCTI Python abo cTropoHHIX iHTEpIIpETaTOPIB.

Just excniopty nekonepa CVAE-mogeni 0yjio CTBOPEHO OKPEMHUW CKPHIIT
export onnx_decoder.py. Ockibku y MpoIIeci reHepailii piBHIB BUKOPUCTOBYETHCS
BUKJIFOYHO JEKOep (a €HKOJEp HEOOXIIHWU JIUIIEe Ha €Talll HaBYaHHSA), CKPHUIIT
IMIIOPTYE€ JHIIE KIac IeKojepa 3 generate.py, a TaK0X OB s3aH1 3 HUM IMapamMeTpu
— PO3MIPHICTh JATEHTHOTO MPOCTOPY, MAKCUMAJIbHY KUIbKICTh 00’ €KTIB, pO3MipU
YMOBHOTO BEKTOpa Ta IUISIXU 10 (aililiB CKeilsiepiB 1 CIOBHUKIB, CHOPMOBAHUX Ha
NONepeIHIX eTanax.

JIJist TATOTOBKM MOJIET 7O €KCIOPTY y CKPHIITI peali3oBaHO (PYHKIIIIO
build decoder, ska BignOBiAae 3a 3aBaHTaKEHHS CIOBHUKIB, 3YUTYBAaHHSA
HOpMAaJTI3aI[IiHUX CKEHJIepIB Ta CTBOPEHHS EK3EMIUIspa JIeKoJepa 3 ypaxyBaHHIM
ycix mapametpiB CVAE-moneni. Koncranta MAX OBJECTS Bu3Hauae KUIbKICTh
00’€KTIB, SIKY JIEKOJEP Ma€ MOTEHIIHHO BIITBOPIOBATH, IO J103BOJIsIE CPOPMYyBATH
KOPEKTHY PO3MIpPHICTh BHXIJHOTO Bektopa. Ilicis iHimiamizamii ycix napameTrpiB
MOJIeJIb MIEPEXOAUTH JO OCHOBHOI'O €TaIly €KCIOPTY.

Y dyHkuii main 3a1MCHIOEThCS O€3MOCEpEeIHE TEPETBOPEHHS MOJeNl Y

dopmar ONNX 3a gomomororo craHaapTHOi QyHKii torch.onnx.export. Ilig yac
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EKCTIOPTY 3aJa€ThCA €K3EMIUIIp MOJENi, TECTOBI BXIJHI JaHl JJs MOOYJI0BU
CTPYKTypu Tpada, nuiax s 30epekeHHs (aitmy, a Takok iMEHa BXIJHUX Ta
BUXIJIHUX TEH30pIB. Y pe3yibTaTi popMmyeThes (aiin aekonaepa y ¢opmMarti .onnx,
AKUM MoxkHa Oe3nocepennbo BHKopucToByBath B Unreal Engine uwepe3 ONNX
Runtime.

[Ticns excropTy Mojiei BUHUKAE ToTpeda amanTyBaTH W JOMOMDKHI JIaHi,
HEOOX1/IH1 JJI1 MpaBWIbHOI poOoTH Jekojaepa. OCKIIbBKH CKeUepu 30epekeHo Y
dbopmari .pkl, sixuit He Moxe Oyt npountannii y C++, 0yJI0 CTBOPEHO TOAATKOBUI
ckpunt export_scalers.py. Moro 3aBjaHHs moJsrae y 3uUMTYBaHHI HapaMeTpiB
CKelsiepiB 13 OiHapHOro (haiiy Ta moaadbIIoMy mmepeTBopeHHi ix y ¢popmat JSON.
Ile mo3BoOJIsIE JETKO W KOPEKTHO 3aCTOCOBYBATH HOPMAI3AIIlI0 Ta JEHOPMAaTi3allito
B C++-komi Unreal Engine, mo € HEOOXITHOIO yMOBOIO Jisi Y3TOJIKEHOTO
(yHKLI10HYBaHHS MEPEXKI.

HactynauM kpokom Oyme miakiroueHHs Oi0miotekm mo mpoekty Unreal
Engine, mo6 Hamam 3a gonomoror C++ mMoxHa Oysio O BUKOPHCTOBYBAaTH ONNX
mojeib. [l nmporo Oyio 3aBanTaxkeno 0i0mioTeky ONNX Runtime Ta 36epexeHo
y teri ThirdParty/onnxruntime. Hanmam Tpeba miAKIIOYUTH AaHy Oi0JI0TEKYy Y
crieniagbHOMy ckpunti GeneratingAl.Build.cs, mo cTBOprOETbCS aBTOMATHYHO TTPH
CTBOpPEHI MPOEKTY, 1 M0 ABJsi€ COO0I0 CKPUIIT, IO OMHUCYE K 30UpaTu MPOEKT. Y
KOHCTPYKTOp1 JTaHOTO KJAcy ISl MIAKIIOYCHHS 010J10TeKu OyiaM BUKOPUCTaHI
¢ynkuii Path.GetFullPath ta Path.Combine miis otpumanns nupekTopii 6i0Ti0TeK,
a takox PublicAddtionalLibraries.Add ta RuntimeDependencies migkarouaemo
016110TeKH 3 BKA3aHOTO TIIAXY, 1 JOJAEMO MPABUIIO 1100 010110TeKa MiIKIIF0Yaiach
y ¢iHanpHy 301pKy 13 TOTOBUM .€X€ (aitiom.

[Ticns  ycmimuoro miakmrodeHHss ONNX Runtime y mnpoekti Oymo
peanizoBano okpemuit C++ kiac FONNXRunner, sskuii 1HKarcyJt0€ MOBHUM UK
B3a€EMOJIii 13 3aBaHTAXXEHOK MOJICJUTI0O — BIJ 1HIIaTi3alii cepegoBuIa 0
dbopmyBaHHS BUXITHUX JaHUX. KOHCTPYKTOp Kilacy mpuiiMae MuisX 10 MOJIETl Ta
BUKOHY€E HU3KY MEPEBIPOK HA iICHYBaHHsI (haiiyry MOJeIl ¥ TOCTYyIHICTh TMHAMIYHOT

616mioTexkn onnxruntime.dll, mo mo03BossIE 3amOOIrTH aBapiitHOMY 3aBEPIICHHIO
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nporpaMu y pasi BIACYTHOCTI HEOOXITHHUX KOMIOHEHTIB. Ilicis mpoxomkeHHs
NEepeBIpOK  CTBOPIOEThCA 00°ekT cepenoBuia Ort::Env 1 KOHQIrypyroThcs
napameTpu BukoHaHHS uepe3 Ort::SessionOptions. 30kpeMa, KUTBKICTh MOTOKIB
00YHCIIEHHsSI 0OMEXYEThHCS OJTHUM, a TTapaMeTp ONTHUMI3aIlili rpada BCTaHOBIIOETHCS
Ha piseib ORT _ENABLE EXTENDED, mo pgo3Bomsse ONNX Runtime
aBTOMATHUYHO TiepeOyaoByBaTH rpad BUKOHAHHS ISl ITiABUIIICHHS MPOTYKTHBHOCTI
0e3 3MmiHM (yHKIIOHAJIBHOI JOTIKM Mojenl. Ha oOcCHOBI 1uX HalalTyBaHb
cTBOprOo€eThCsl 00°ekT Ort::Session, sikuii MicTUTh y coO1 3aBaHTaxkeHy ONNX-
MOJIeJIb Ta BIJINOBIJIa€ 3a BUKOHAHHA ii 1HepeHcy. Jl01aTKOBO y KOHCTPYKTOPI
CTBOprOE€ThCs cTannapTHuil amiokatop Ort::AllocatorWithDefaultOptions, sikwuii
BUKOPHUCTOBYETHCS JUISl BUAICHHS Ta KEPYBAHHS IMaM STTIO I11]1 4ac pOOOTH MOJEIIL.
OcCkUJIbKH BCl KOMIIOHEHTH KJIacy BUKOPUCTOBYIOTH PO3yMHI BKa3IBHUKH, Y
JIECTPYKTOp1 TMepeadaueHe pydHe 3BUIBHEHHS PECYpPCiB IUISIXOM CKUJAaHHS
BIIMOBITHUX TOJIB, IO TapaHTY€ KOPEKTHE 3aBEPIICHHS POOOTHU 1 MOMEPEIKye
BUTOKH T1aM’SITi.

OcHoBHa PYHKIIIOHAJIBHICTH KJIaCy peanizoBaHa y MeToi Run, skuii BUKOHY€
OOYHUCIIEHHS BUXIIHUX JAaHUX MOJIEJI HAa OCHOBI JIBOX BEKTOPIB: JATEHTHOTO
MPOCTOPY Ta YMOB reHepailii piBHs. Ha nouatky QyHKINT 3M1HCHIOETHCS 3UUTYBaHHS
KUJIBKOCTI Ta IMEH YCIX BXIJTHUX 1 BUXIJHUX T€H30PIB MOJEIN1 — I1€ HEOOX1aHO s
KOpeKTHO1 nepenadi qanux y cecito ONNX Runtime. Ilicns uporo meron popmye
nBa BX1AH1 TeH3opu y popmarti (1 X N) — oAuH MICTUTh JaTEHTHUI BEKTOp, APYTUIA
OMHCy€ yMOBHM TeHepailii. Take TpencTaBleHHS € THUIIOBUM IS MOJIENCH, 1o
TE€HEPYIOTh OJIMH 3Pa30K 3a OJINH BUKJIHK 1 BianoBigae ctpykrypi CVAE-nekonepa,
BUKOPHUCTAHOTO y TIPOEKTI.

[Ticns dopmyBaHHS TEH30pIB BUKIMKAETHCS METON Session->Run, sxuit
3MIMCHIOE 3allyCK MOJel Ta MoBepTac HaOlp BUXITAHUX TEeH30piB. OCHOBHUM
BUXIJTHUN TEH30p MICTUTh MOBHUI HaOip mapaMeTpiB, IO ONUCYIOTh 3r€HEpPOBaH1
00’€KTH PIBHS: KaTeropiajabHi O3HAKH, IMO3MIli, poTallii, MacmTabu, iHIUKATOpU
iCHyBaHHS, (PI3MYHI BJIACTUBOCTI Ta I1HII MapaMeTpH. 3aBepIIaIbHUM €TaloM €

KOMIIOBaHHA JaHUX LLOTO TeH30pa y MacuB Out, sikuii nepenaetscs Ha3zaa y Unreal
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Engine 1 BUKOPUCTOBYETHCS 1151 TTOOYI0BH PIBHSI HA OCHOBI Pe3yjbTaTiB poOOTH
MOJIEI.

[Ticast ctBopenHs iHKancynsaropa ans BukoHanHs ONNX-moneni B Unreal
Engine HacTynmHUM KpOKOM cTasio po3poosieHHs kinacy DecoderBlueprintLib, skui
3abe3neuye 3pyuHuit iHTepdeiic mis reneparii piBHIB 6e3mocepenaso 3 Blueprint.
[le#t xmac o0’emHye y co0i 3aBaHTaKEHHS MOJEINI Ta BCIX JOMOMDKHUX JaHUX,
noOyJIOBY YMOBHOTO BeKTOpy, 3amyck jaekoaepa ONNX-mogmeni, oOpoOKy
OTPUMAHOTO BHUXIJIHOTO BEKTOPY Ta (OpMyBaHHS KIHIIEBOTO OMUCY PIBHSA 3
MOJAJIBIIUM PO3MIIIEHHSIM 00’€KTIB y 1rpoBoMy cBiTi. OCHOBHI (YHKIIII, 110
BiAMOBiAar0Th 3a mei mporec, — LoadDecoderAndData, GenerateLevelDesc Ta
GenerateAndSpawn.

Oynkiis LoadDecoderAndData Buxonye moBHe 3aBaHTakeHHS ONNX-
MOJIEJ1 Ta BIAMOBIAHUX JHOMOMDKHMX (paiiiiiB, CTBOPEHUX Ha €Tarll preprocess.py Ta
exkcropTy mozeni. Lleit MeTon 3amyckaeTbes OJUH pa3 Mpu CTapTi poOOTH CUCTEMU
ab0 mepes MEpIIo0 TeHEpalli€ro piBHA. YCepeauHl HbOTr0 BUKIUKAETHCS (YHKIIIS
LoadFilesInternal, sika mo yep3i 3aBantaxkye Tpu JSON-aitnu: meranani Mozen,
CKEWJiep Ta CJIOBHMKM KaTeropiil. 3aBaHTaXCHHS 3MIMCHIOEThCS dYepe3
ReadJsonFile. lani, ParseMeta BiZHOBIIIOE KIIFOUOBI MapaMeTpy MOJEN — PO3MIp
JATEHTHOTO MPOCTOPY, KIIBKICTh 00’ €KTIB, IOBXKUHU CETMEHTIB BUXIJIHOTO BEKTOPY
Ta CTPyKTypy onHoro o0’ekrta. ITotim ParseScalers 3aBanTaxkye yci ckeinepw,
HEOOX1H1 JUIs ACHOpMaTi3allli YucIoBUX O3HakK, a ParseVocabs ¢hopmye cnoBHuku
KaTeropiaJiIbHUX 3HA4YeHb (TUMU 00 €KTIB, MOOUIBHICTh, HA3BU MEIIIB Ta
matepiamiB). [licms ycmimHOT MEepeBIpKM BCIX 3aJIEKHOCTEH CTBOPIOETHCS
exzeMuiip FONNXRunner, skuii BifanoBijae 3a 0Oe3nocepeHe BUKOHAHHS
Herponnoi mozaeni B ONNX Runtime.

Meron GenerateLevelDesc € OCHOBHMM MeXaHi3MOM TOOYZOBH HOBOIO
pIBHsI, OCKUIbKM came€ BIH MEpPETBOPIOE MapaMeTpu, oTpuMani 3 Blueprint, y
CTpyKTypoBaHuil omuc piBHS. Crepinry (QyHKIlsS mepeBipse, 9u BCi JlaHI MOJEN
3aBaHTaxkeHi. [ToTiM popMmyeThest yMOBHHMI BekTOp 3a moromororo BuildCondition,

SKHI MICTUTh PO3MIpHU PiBHS, MO3UIIIO BXOy Ta BUXOJY, a TAKOXK IX OpI€HTAIIO 1
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Macmtad. OTpuMaHuii BEKTOpP HOpMaTi3yeThesl 3a gonomororw ScalerConditions,
1100 BiH BiJMOBiAaB (hopMaTy JaHUX, Ha SKMX HaBYayacs Helpomepexa.

[Ticass uporo reHepyeThcsi NaTeHTHHM BekTop Z. Bin Qopmyerscs sk
MOCJIIJIOBHICTh BUMAJKOBUX YHMCEN, KEPOBAHUX MOYATKOBUM 3HAYEHHSIM seed, 1110
JI03BOJISIE OTPUMYBATHU SIK TMOBHICTIO BUIIAJKOBI PiBHI, TaK 1 JETEPMIHOBaHI, SIKIIO
BUKOpPHCTaHO onaHakoBui seed. [lami yMOBHUI BEKTOp Ta JATEHTHUH MPOCTIp
nepenaroThes 10 Runner->Run, skuii Bukonye ONNX-mMoeb 1 MoBepTae BUX1THUAN
YHCIIOBUH BEKTOP.

Haiicknmagnima yactiHa — 1€ TojJaIbIla HOTo 1HTepmpeTalis y (yHKI
PostProcessToLevel. Bona mocniioBHO aHami3ye KOXEH CErMEHT BHUXI1THOTO
BEKTOPY: BU3HAYAE, YU MIOBUHEH OyTH CTBOPEHUI 00’ €KT, 3HAXOIUTh HOTO MO3UIIII0
y JUCKPETHIN CITII, MEPETBOPIOE 1HJEKC POTallli y peaibHUi KyT, J€HOpMAaII3y€e
MacmTad 1 KoopAMHATY Z, BU3HAayae MapamMeTpu (I3UKH, a TOTIM BIJHOBIIIOE
KaTeropiajibHl XapaKTepUCTUKHU 3a JONOMOTo CioBHHKIB. CrieniajibHa JIOTiKa
TaKOX 3aCTOCOBYETHCA JUIsl MIPOILIEIYPHUX CTIH, JIJISl SIKUX T€HEPYIOTHCS JTO0JaTKOBI
napameTpu. Y pe3ynbTati popmyetbes cTpykTypa FLevelDesc, ska MicTuTh mOBHUM
OIKC PIBHSI Y BUTJIsII HAOOPY 00’ €KTIB 13 IXHIMU TTapaMeTpamH.

Oynkiis  GenerateAndSpawn  3aBepiiye IUKJI  poOOTH 3  MOJECIUIIO,
MOEIHYIOYM TeHepalliio piBHsA Ta oro (aktuuHe ctBopeHHs y cBiTi Unreal Engine.
Cnouatky BoHa Bukiukae GenerateLevelDesc Ta oTpumye cTpyKTypOBaHUN OMHC
piBHs. Ilicis mporo nani nepenatrotbesi y UCreateDataset::SpawnLevelFromDesc,
10 CTBOPIOE BC1 00’ €KTH Y CBITI, 3aCTOCOBYIOYH BIJIMOBITHAN MacIITabd, MaTepiaim,
KJIac akTopa, Ppi3uyHI mapaMeTpu Ta CrelianbHl BractuBocTi. Kpim Toro, GyHKIis
MOBEPTa€E MacCHB CTBOPEHUX aKTOPIB, IO 3HAYHO CIPOIIy€ MOJAJbIIe KEpyBaHHS
piBHEM, 1OTO OUYHMIIICHHS a00 IepereHepartio.

VYci onucani QyHKIIT MOKYyTh OyTH BUKJIMKaHI Oe3nocepeanso 3 Blueprint.
Jlns TectyBanHs cucteMu 0yB MoaudikoBanuii utility-Bimxer BP_Generate Level,
y axuii nogano kHonky Generate from ONNX (puc. 2.8) i3 BiAOBIIHOIO JIOTIKOIO

BUKIUKY (puc. 2.9). Ockinbku GenerateAndSpawn MICTUTh BEJIMKY KIJIBKICTb
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napaMeTpiB, iX OyJ0 nepeaaHo 0e3nocepeHbLO BCePEIMHI BUKIIUKY, 110 TJOCTATHBO

JUIS 1T17IeH TeCTyBaHHS.

Generate from file Generate from ONNX

Execute Script

Pucynok 2.8 — pesynbrat poootu Generate from ONNX
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[ i —

»

Pucynok 2.9 — pesynbrat poootu Generate from ONNX

Ha mnpaktuimi resepaifiss piBHA B1AOYyBa€TbCsl MHUTTEBO, 0€3 Oyab-sIKHX
BIIUYTHUX 3aTPUMOK, 1110 BIJIKPUBAE MOKJIMBICTh MOJAJIBIIOTO BUKOPUCTAHHS ITI€T

CHUCTEMH ITiJ] Yac peajbHOI0 IrpOBOTO MPOIIECY.
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PO3/11 3. PO3POBKA ITPOBOI'O JJOJATKY

3.1 PiBeHb micoOYHHIA

[Ticas ycmimHoro excropty HeiponHoi mozeni 1o Unreal Engine mocrtamno
MUTAHHS TPAKTUYHOIO TECTyBaHHS ii poOOTH B yMOBax peajbHOI CUMYJISINI.
Heo06xiaH0 OyJ10 OLIIHUTH, SIK MOJIEIb pearye Ha pi3Hi mapaMeTpHu BX01y, HACKUJIbKH
cTalOlIbHO BiOYBA€THCS TEHEpAIlisl CIEH Ta YW MOXKHA 3a0€3MEeUUTH KOPEKTHY
NOBENIHKY cHCTeMHU Oe3mnocepelHbo mif vac rpu. g 1mporo Oysno CTBOPEHO
cneniajgbHui TecToBUi piBeHb — Sandbox Level, sikuii BUKOHY€E pOJIb MICOYHUILI.
Bin no3Bossie sk po3poOHUKY, Tak 1 MailOyTHbOMY I'paBLI0 €KCIEPUMEHTYBATH 3
napameTpaMu reHepailii Ta CrocTepiraTi pe3yJabTaTh y PeKUMI PEalbHOTO Yacy.

Jlorika podotu Sandbox_Level nmonsrae y HagaHH1 KOPUCTYBady MOJIHBOCTI
JUHAMIYHO 3MIHIOBATH BX1JHI TapaMeTpu TeHepallli Ta HeraiiHO CIOoCTepiratu
pe3ynbTaT. KokeH nmapameTp — KOOpAUHATH BXOAY YU BUXOJY, pO3MIpHU PiBHSA 200
1HOI aTpuOyTH CUEH — MPEJCTABICHUN OKPEMUM IHTEPAKTUBHUM €JIEMEHTOM
iHTepdeiicy. Ilicna HanamrTyBaHHS TMOTPIOHMX 3HAYEHb KOPUCTYBad MOXKE
1HIIIFOBaTU CTBOPEHHS HOBOTrO piBHA. TakuM unHoM Sandbox Level Bukonye poib
naHes KepyBaHHs TeHEPATUBHOIO MOJIEIUTIO, a JUIsl peai3allii 1€l B3aeMoii 0yIio
po3po0ieHO creniadbHui Hallp yHIBEpCaIbHUX BIKETIB: ClIaepiB, KHOMOK 1
TEKCTOBUX €JIEMEHTIB, SIK1 JIajil IHTETPYIOTHCSI B OKPEM1 aKTOPHU Ta PO3MIIIYIOTHCS Y
MPOCTOPI PiBHSL.

[lepmmm KpokoM cTasio CTBOpeHHs 6a30Boro Bijkera-ciaiinepa WB_Slider.
BiH BUKOPHCTOBYETHCS SIK OCHOBHUI €JIEMEHT KepyBaHHS, 3 KM 0e3MocepeHbO
B3a€EMOJII€ TpaBenb. Y Au3aiHepchkiil wactuHi Blueprint nns WB_Slider 6ymo
po3mimieHo Horizontal Box, sikuii mictuTh eneMeHT Slider Ta TeKkcToBe molie
TextBox. Jns Slider Oymu momani aBi kimtouyoBi momaii: On Value Changed —
BUKJIMKAETHCA Mi yac pyxy nos3yHka, Ta On Mouse Capture End — crnpaiipoBye
TICJIS 3aBEPIICHHS 3MIHU 3HAUYCHHS KOPUCTYBauEM.

VY BimxkeTi cTBOpeHo Tpu 3MiHHI: MinValue, MaxValue Ta Value, o 3agaioth

MEXI1 ciaiiepa Ta HWoro moTouyHui crtaH. s xopektHoro onomieHHs Ul Oyna
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peanizoBana ¢ynkiis UpdateWidget, sika BCTaHOBIIOE MiHIMAJIBHI i MaKCUMaJIbHI
3HAUEHHS TOB3YHKAa, KOPHUI'Y€ aKTyallbHE 3HAUYEHHsS 3TIAHO 3 OOMEXEHHSMU Ta
CHUHXPOHI3Y€ TEKCTOBE MOoJjIe 31 cTaHOM cnaiaepa. Lg GyHKIis BUKIUKAETHCS K Y
noxii Event Construct, Tak 1 B 00poonuky noaii OnValueChanged, ne mogaTtkoBo
OHOBJIOEThCS 3MiHHA Value.

Jlna 3a0e3nedyeHHs MOXIMBOCTI 3B’SI3Ky 3 piBHEM OyB cTtBopeHmit Event
Dispatcher OnChange, sikuii akTUBY€TBhCS T 4ac 3aBEPIICHHS 3MIHM 3HAYCHHS
(OnMouseCaptureEnd). Lle mo3Bosisie YHUKHYTH HaIMIpHOI KITbKOCTI BHKJIHKIB
MOJIiH, 1[0 HEMUHYYE BUHUKIIA O TIpr 00poOI1l KOKHOTO pyXy claifiepa.

Hactynmaum enementom € BimpkeT-kHomka WB_ Button, mo ckinagaetscs 3
KHOTIKY Ta TEKCTOBOTO MOJIS, SIKE 3a/1a€ HA3BY Jii. Y BIACTUBOCTSAX KHOTIKM CTBOPEHA
nomaist OnClicked, a uepe3 ananoriuamii mexanism Event Dispatcher OnPressed
3a0€e3Meuy€eThC MOJKJIMBICTh BIJJIOBIIIOBATH HATHCKaHHsA Ha piBHI. DyHKIisA
UpdateWidget BiamoBizae 3a BCTAHOBJICHHS TEKCTOBOIO 3HAYEHHS IMiJI 4Yac
CTBOPEHHSI BIJDKETA.

Tperim Bimxetom € WB_ShowText, mo 3a0e3nedye BiIOOpaKEHHS
TEKCTOBMX MiAKa30K Ta iH(opmarii. Bin mictuth 3MiHHy Tumy Text 1 ¢yHkiio
ChangeText, sika 103BOJIsIE PIBHIO 3MIHIOBATH MOKa3yBaHE 3HAYEHHS B OY/1b-SIKUN
MOMEHT pOOOTH 3aCTOCYHKY.

Ha ocHoBi 1iux BiJI>KETIB OyJI CTBOPEHI aKTOPH, IO 3/1aTHI Bimoopaxkatu Ul-
enemeHTH y 3D-cueni. Ilepmum Takum aktopom craB BP_SliderActor, sxuit
mictuTh koMmnoHeHT Widget Component. ¥V nonii BeginPlay 3a momomororo HOmu
Create Widget ctBoproetbes exzemiisip WB_Slider, ifomy niepenaroThest 3HAUCHHS
MinValue Ta MaxValue, micns yoro foro intepdeiic BigooOpaxaerscs yepes Widget
Component. [Togis OnChange WB_ Slider Oyna mpuB’sizana 10 BIAMOBIAHOI MOI1
BP_SliderActor, 106 piBeHb MIr pearyBaTv Ha 3MiHY 3HAYEHb.

HonatkoBo aktop Mae ¢ynkmii  GetValue, ChangeMaxValue Tta
ChangeMinValue, 1m0 103BOJISIIOTH PIBHIO 3YUTYBATH i 3MIHIOBaTH CTaH BiJKETA.

[Toni6auM ynHOM Oynu ctBopeni BP TextActor i BP ButtonActor. ¥V TekcToBoro
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aKTopa nependayeHa 3MiHHA U1 TOYaTKOBOI0 3HaYeHHs TekcTy, a BP ButtonActor
peanizye BinacHuit Event Dispatcher, anamoriunmii 10 KHOIIKOBOT'O BiJKETa.

[Ticast cTBOpeHHs HEOOXigHOro Ha0Opy BIKET-aKTOPIB BOHU Oyin
po3mMiiieHi Ha cueHi Sandbox_ Level. Ha piBHI po3TamioBaHo m’siTh cllaiiiepiB AJis
KEepyBaHHsS KOOPJAMHATAMHU BXOJly, BUXOAY Ta PO3MIPHUMHU IMapamMeTpaMu piBHS,
KHOTIKY JIJIS 3aITyCKy IeHepallii Ta TPy TEKCTOB1 aKTOPH JAJIsl MOSICHEHb 1HTEepQECy.

3aranpHuil BUTIIS iHTEp(dEiicy mpecTaBieHo Ha pucyHky 3.1.

Craopsmi pisens

Po3MIpH PiBRR

Pucynox 3.1 — BipkeT akTopu piBHS-TICOYHUIT

XoJa BIDKET-aKTOpHU BXXE€ PO3MIIICHI HAa CICHI W 3MaTHI B3aEMOIATH 3
JIOTIKOIO PiBHSA, caM TpaBellh 32 3aMOBUYBAaHHSAM HE Ma€ 3ac00iB KEPyBaTH HUMH Y
3D-mpoctopi. Jlis  1mpOro 0 MEpCOHaka  OysNo  JA0JAHO ~ KOMIIOHEHT
WidgetInteraction, sikuii popmye mpominb B3aeMoil Ta Moxe nepeaaBatu Ul-nosuii
BiJDKETaM y CBITI. KOMIIOHEHT MpuUB’sI3aHO 10 KaMepy MEePCOHAXKA, 3aB/ISIKA YOMY
B3aeMoisi HaOyBa€ I1HTYITMBHOTO XapakTepy: KOPHUCTyBau MPOCTO CIPSIMOBYE
MIOTJISIT HAa €JIEMEHT 1, HATUCKal04M ab0 BIAMYCKAOYH JIIBY KHOIIKY MHUIII, 3aITyCKae
dbynkuii PressPointerKey Ta ReleasePointerKey, 1o renepyroTh KOpeKTHI CUTHAIH
TS cnaiaepiB 1 KHomokK. Lle 103Bossie KopucTyBaueBl NpaltoBaTH 3 BIIPKETaAMU TaK
caMo TMIPUPOJIHO, 5K 3 Oyab-skuMHU 3D-00’€kTamu.

VY mporeci TecTyBaHHs OyJI0 BUSIBICHO, IO PiBHI, 3T€HEPOBaHI HEHPOHHOIO

MEpEeXKEer, HE 3aBXJM TapaHTyIOTh CTaOlIbHE CEPEJOBHINE, 1 TpaBellb MOXE
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BUIAJIKOBO OINUHUTUCS 33 MEXaMH IFPOBOrO0 MPOCTOPY 0€3 MOKIMBOCTI
noBepHeHHs. [1[00 po3p’szatu 1o npodiemy, Oyna gomaHa OKpeMa CHCTEMa
MOBEPHEHHS Y CTapTOBE NoJiokeHHs. Ha BiqMiHy BiJ KepyBaHHS BI)KETaMU, SIKE HE
noTpedye THYYKOro NMepeHaNalTyBaHHs, KOMaHa TOBEPHEHHS Ma€ OyTH 3MIHHOIO
Ha po3CyJ KOpUCTyBada, ToMy ii peanizoBado yepe3 Enhanced Input. CtBopeHo fito
[IA_ResetLevel, sika akTUBYETHCSI 1111 Yac HATUCKAHHS KJIABIII Ta Mae TUll boolean.
[ro airo momano y IMC Default, ae 3a kHOIKY CKHJaHHS TIPU3HA4YeHO KiaBimny R.
Hauni i mpus’s3ano y Blueprint mepconaxa a0 BianoBigHOI mozii, sika uepe3 Event
Dispatcher Hajicuiae piBHIO CUTHAJ IEPEMICTUTH I'PaBIIs Y CTApTOBY TOUKY [29].

JIs TOYHIIOTO MPUITUTIOBAHHS MPOMEHS B3aeMO/Ili OyB JOJaHUIN MPOCTUI
eKpaHHWIl eNeMEeHT - CTATHYHWIl TpPHIIN y BHIJISAAI TOYKH 110 IEHTpy. Moro
peaizaliisi CKJIaJIa€Thes 3 TPhOX KOMITOHEHTIB: Bipkety WB_ Sight, skuit MicTuTh
nuiie 300paxkeHHs mpunty; kiacy Hud Sight, mo ctBoproe et BiKET il yac
nonii BeginPlay Ta BigoOpaxkae iioro uepe3 Add to Viewport; Ta irpoBoro pexumy
GM_Sandbox, sxuii Bu3Hayae BuKOpHCTaHHA jgaHoro HUD Ta BiamoBigHOTO
nepcoHaXka ISl TIOTOYHOTO piBHs. Taka CTPYKTypa € 3pO3yMiJoOr0: KOXKEH KJlac
BUKOHY€ OJTHY BY3bKY poJib, a GameMode 3a6e3reuye iXHIO IHTErpallito y 3arajibHy
Joriky rpu. Ilicins npuB’s3ku pexxUMy 10 PiBHSI MPUILT aBTOMATUYHO 3’ IBIISIETHCSA
M1J] 4ac 3amycKy, MOJIETUIYI0YH B3aEMO/II0 3 IHTEep(dheiicoM.

[Ticnst miaroToBKM 1HTEpQEcy MOXKHA TIEPEXOAUTH 10 peastizallii OCHOBHOI
jgoriku piBHA. Y mnoali BeginPlay Ha modarky BHUKIMKAaeTbes — (PYHKIISA
LoadDecoderAndData, sika 3aBaHTaXy€ HEUpOMEPEKEBY MOJAEIb pPa3oM i3
MOTPIOHMMH ~ CKeilepamMH, CIIOBHHKAaMH Ta IHIIMMH MeTagaHnumu. Jlam
HAJIAIITOBYIOTHCS MTPHB’SI3KM MO/IIM: CUTHAII CKUZAHHS 3 TIEPCOHAXKA TIOETHYETHCS 3
BHYTPIIIHBOIO MOAIEI0 Reset, 1110 Bi/MOBIIa€ 32 TOBEPHEHHS y MMOYATKOBY MO3HUIIIFO;
3MIHM 3Ha4y€Hb CJalIepiB TaKOXK MOB’SI3YIOThCS 3 BIJAMOBIIHUMHU (DYHKIIISIMU.
Hanpuknaz, 3MiHa 10BxuHU piBHA 10 oci X Bukimkae ChangeMaxValueSliders,
sIKa KOPUT'y€e JOMYCTUMI MEX1 PO3TallyBaHHs ABEpe, 100 YHUKHYTH CUTYalli, y
SKUX BOHU MOTJI O OMMHUTHCS 32 MeXaMH KIMHATH. J[JIs1 I[bOr0 BUKOPUCTOBY€ETHCSA

napametp DoorPadding, o 3agae MiHiMaIbHHM BIACTYII BiJT CTiH.
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KimtouoBum enementom pobotu Sandbox Level € 0OpoOHUK KHOIKH
reHepaiii piBHsS, SKUH CKJIQJa€TbCcsl 3 JBOX IMOCHIJIOBHUX KPOKIB: CIEpIILY
BUJIAJISTIOTHCSI aKTOPH MOMIEPEHHOTO PIBHSA, a TOTIM CTBOPIOETHCSI HOBU. 3HAYCHHS
BCIX claiiiepiB 3UnTyIOThCA uepes GpyHkii GetValue, a Bci mapameTpu, siKi rpaBIEeBl
BBOJWTH HEMa€e MOTpedu (HampuKIIaa, KOOpAUHaTH Y 1 Z ABepel, IX opieHTallis 4u
MacmTad), 0OUUCITIOITLECS aBTOMATHYHO BiJMOBITHO J0 3arajibHOi KOHQITYpartii.
JonatkoBo Ha piBHI po3minieHo aktop TargetPoint, sikuil BUKOPUCTOBYEThCS ISt
BU3HAYCHHS MICISI TeHEpallii CICHW: 3MIHIOIYHM HOTO TIOJIOKEHHS y PENaKTopi,
MO>KHA KOPUTYBATHU TO3UIIII0 3reHEpOBAHOrO piBHs 0e3 monudikamii komy. Ilicis
CTBOPEHHS piBHS (DYHKIIISI TOBEPTAE MACUB aKTOPIB, 110 OYJM 3reHepOBaHi; BOHU
30epiraroTeCs y 3MIHHY Ta BHIAISIOTBCS T€pE]] HACTYITHOIO TEHEpAIi€ro 3a
nornoMororo Hoau Destroy Actor, o6 YHUKHYTH HAKOTIMYEHHS 00’ €KTIB.
Y miACyMKy TpaBellb OTpUMY€E 3pydHHi 3D-1HCTpyMEHTapid aJIs 3MIiHH
rapaMeTpiB reHeparlii Ta meperisiay OTPUMaHUX Pe3yJIbTaTiB y peaTbHOMY Yaci, 1110
JIO3BOJISIE  TIOBHOIO MIpPOI0  OI[IHUTH poOOTYy HEHpoMepekeBOi MOjeni B

IHTepaKTUBHOMY cepeoBHii (puc. 3.2).

Pucynok 3.2 — pesynbrat podotu Sandbox_Level

VY mpomeci TectyBaHHS OyJI0 BCTAHOBJIEHO, IO cama TeHepallis pPiBHIB
B110YBA€THCS MPAKTUYHO MUTTEBO M HE CIPUYMHSIE BITIYTHUX 3aTPUMOK HABITh IT1]T

yac 0araTopa3zoBHUX MOCIIJOBHUX BUKIMKIB. Mofenb cTab1IbHO BIATBOPIOE TUIIOBY
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CTPYKTYpY piBHA, 30epiraroud KOPEKTHE pO3TalllyBaHHS OCHOBHUX €JIEMCHTIB
HaBITH TOJI, KOJW BXIJHI TIapaMeTPH CYTTEBO BIAXWISIOTHCS BiJ JIaHHX,
BUKOPHCTAHUX i yac HaBuaHHA (puc. 3.3). BomHowac okpemi koH}irypartii Bce kK
MOXYThb MPU3BOAUTH IO aHOMAJIH - TPAIUISIIOTHCS BUMAAKA HaKJIaJaHHs JBOX CTIH
B OJTHOMY KYTi, 3aBUITICHE MTOJIOKEHHS T1/JIOTH, 1110 IEPEKPUBAE TBEPHHIA OTBIp, 00
1HOI apiOHI TeOMETpUYHI MOMMIKHU. Taki pe3yinbTaTH BKa3ylOTh SK Ha 3arajbHy
KUTTE3AATHICTD MIJIX0/1Y, TaK 1 Ha HOTpeOy MO01aIbIIOr0 BIOCKOHAIICHHS MOJICI Ta

PO3IIMPEHHS HABYAILHOTO HA0OPy JaHUX.

Pucynoxk 3.3 — I'enepartist piBHS 13 HETUIIOBUMH MTapaMeTpaMu
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3.2 PiBeHb BrajlyBaHHsi 3reHepOBaHMX PiBHIB

[Ticnss  cTBOpeHHST ~ PIBHA-MICOYHMIII Ta  YCHINIHOTO  TECTYBaHHS
HelpoMepekeBOo1 reHepallii MocTae HaCTYITHUH eTall - peaji3allis irpOBOro PexuMy,
y SKOMY T'paBellb Ma€ BU3SHAUUTH, SIKUW 13 3aIIPOIIOHOBAHUX PIBHIB OYB CTBOPEHUI
mozemto. s mporo crBopeHo okpemuil piBeHb Guess the level. KepyBanus
ITPOBUM IIPOLIECOM 3/IIHCHIOETHCS 32 TOMOMOT0I0 HATHCKHUX KHOTIOK-aKTOPiB: O/IHA
KHOIIKa 3aIlyCKa€e payHj, IHII - JIO3BOJISIIOTh BUOpPATU BapilaHT, SIKUW, HA JTYMKY
rpaBlis, OyB 3reHepoBaHNl Helipomepekero. Jlorika CTBOpEeHHs i OUUIIIEHHS PIBHIB
peanizoBana y Blueprint camoro piBHA, a J0JaTKOBHM 1HTepdeic rpaBis
BiIoOpakae KUIBbKICTh IMOCIIIOBHO Bi/IraJIaHUX CIPOO.

OcHoBy cucteMu B3aeMozli cTaHOBUTH akTop BP_Button - HatrckHa mmTa,
[0 pearye Ha MPUCYTHICTh rpaBlisd. BiH ckiagaeThcsi 3 JBOX CTAaTUYHUX MEIIIB
(kapkaca Ta pyXOMOi YaCTUHH), KOJI31MHOTO KOMIIOHEHTa, SIKMil BHU3HAyae (aKT
HACTyNaHHS Ha KHOIKY, Ta widget component 13 TekcToBUM BimkeTtoM ShowText,
CTBOPEHUM Yy TIOMEPEIHBOMY pPO31ii. AKTOpP MICTUTh TPU OCHOBHI 3MiHHI:
ButtonState (moka3ye, HaTucHyTa KHOmka 4u Hi), MaterialNumber (Bu3nauae ii
koqip) ta Text (mianuc, sikuii Bi1oOpakae BIKET).

['onoBHe 3aBHaHHA KHONKH - TIEpelaBaTH CUTHAJ TMPO HATUCKaHHS abo
BIJITYCKAHHS. [[711 bOTO BOHA Ma€ KOHTPOJIIOBATH, SIKI AaKTOPU 3HAXOASATHCA Y 30H1
il KOJI131i, Ta pearyBaTH JUIIIe Ha TIepcoHa)ca rpasiis. Jlorika peanizoBaHa y QyHKITIT
CheckActors: 3a gonomororo Hoau GetOverlappingActors oTpUMyeThCSI TIEPEITIK
yCIX aKTOpiB, 10 MEPETUHAIOTh KHOIKY, TICJS 4OTO BiOYBAEThCS MEpeBipKa Ha
HAsSIBHICTH TpaBild. SIKIIO BiH MPUCYTHIH, 3MiHIOEThCs ButtonState Ta BUKITHKA€ETHCS
mucnietyep  moxait  OnPressed. OyHKIis ~ NOpUB’sA3aHa 10  NOMIN
OnComponentBeginOverlap Ta OnComponentEndOverlap, mo mo3Bosisie TO4HO
(GiKCyBaTM MOMEHT aKTHUBYBAaHHS W JI€aKTMBYBaHHS KHOMNKH. [[ns BimoOpaxeHHs
HAaTUCKaHHS PyXOMa YyacTHHA KHOIKW aHIMY€EThCA 3a JioroMoror Timeline 1 3MiHu

JIOKAJIBHOT ITO3MIIIT KOMIIOHEHTA.
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JlomaTkoBO KHOMIII HaJAaHO MOXIJIMBICTh 3MIHIOBAaTH MaTepian, 1100
ypi3HOMaHITHUTH 1i 30BHIIIHIA Burisi. Lle Bukonyerbes y Construction Script 3a
nomoMororo Homu SetMaterial - oOpaHmii Koip BimOOpakaeThbcs oOapasy B
penakropi. [ KOpPEKTHOTO YHMTAaHHS TEKCTYy Ha BIDKETI J0AaHO (YHKIIIO
TextRotation, sika mokaapoBo obepTaTUMe MaHeNlb 3 TEKCTOM Y HalpsIMKy KaMepu
TpaBIIsl. HeoOxinne o0epTaHHs OO0YHCITIOETHCS 3a JIOTIOMOT OO0
GetPlayerCameraManager ta FindLookAtRotation, 1110 rapantye BUIUMICTh TEKCTY
nig Oynb-skuM KyToMm. OHOBJIEHHS TEKCTY BiKeTa BUKOHaHO y moii BeginPlay.
Jlani BUKOHYETHCS PO3MIIICHHS Ha CIEHI TPhOX KHOIOK, KOXHIA 3 HHUX
3a/1al0ThCs BJIIACHUN TEKCT Ta BaplaHT MaTepiaiy, 100 BOHM BUKOHYBAJIU Pi3HI
byHKIIi Ta Bi3yaabHO BIAPI3HSIMCA OfHA Bia OAHOI (puc. 3.4), mo 3abe3nedye
3pO3yMUIICTh 1HTep(dENCcy Ta TMOJernrye B3a€EMOJII0 TpaBls 3 €JeMEHTaMU

yIpaBIIHHS.

Movatu rpy

Pucynok 3.4 — Kuonku BP_Button

HactynHum KpoKoM € CTBOpEHHSI CUCTEMU HapaxyBaHHs OalliB 3a MpaBUIIbHI
BiAnoBial. [is nboro po3pobieno Bimxer WB_ Score, sikuii MiCTUTh TEKCTOBE MOJIE
y JIBOMY BEpXHbOMY KyTi ekpany. CTpyKTypa BiJpKeTa BKIIOYa€e 3MIHHY Score Ta
nBi pyHskiii - ChangeScore Ta UpdateText. [lepiia BiagnoBigae 3a 3MiHy YUCIOBOIO

3HAYEHHS KUIBKOCTI OaiB, a pyTa - 3a OHOBJICHHS TeKCTY y dopmari “Score: N”.
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Oynxkiis UpdateText BukinkaeThes sk mija yac cTBopeHHs Bipkera (Construct), Tak
1 TTicJ1s 3MIHM 3HA4Y€HHS Score.

Jlist Toro mo6 BikeT Score BimoOpaskaBcs y rpi, CTBOPEHO CHEIlialbHI KJIacH
Hud GuessLevel Ta GM_GuessLevel. Ixas po6ota aHanoriusa cucteMi npuIiny,
OJTHAK JIOTIOBHEHA JIOT1KOIO0 OHOBJICHHA 3HaueHHs OaniB. Y HUD nomano ¢ynkuiro
UpdateWidgets, sxa 3minioe tekct WB_Score uepe3 ukauk ChangeScore. VY
GameMode peanizoBana pynkiisi ChangeGameScore, sika OTpUMY€ HOBE 3HAUCHHS
JiymIbHUKA (TepegaHe piBHeM), 30epirae ioro y HUD Tta iHimitoe OHOBIEHHS
iHTepdeiicy. TakuM 4YHHOM TpaBellb OTPUMYE 3pYy4YHY CHUCTEMY IHJUKAII]
MOCTIJOBHUX MPABUILHUX BIATIOBIIEH.

OcHoBHa JioriKa MiHIrpu peanizyetbes y Blueprint camoro piBas. Ilin yac
noaii BeginPlay BuKOHYIOThCS 3HaOM1 3 TOMNEPEIHBOTO PO3JAUTY KPOKH:
3aBaHTAXCHHS JEKOJAepa Ta JOIMOMDKHUX JaHUX, TPHUB’SI3yBaHHS il TOBEPHEHHS
IpaBls HAa CTAPTOBY MO3ULIII0, @ TAKOXK OTpUMaHHs nocwiands Ha GameMode nis
NoAAJBIIOI poOoTH 13 cucteMoro OamiB. Ilicis HbOro KOHQITYPYHOTHCS KHOIIKH.
[lenTpanbHa KHOMKA CIyTye i movarky rpu: ii noAiss OnPressed npuB’s3yeThest
70 KopuCTyBalbkoi momii StartGame, sika BUKOHY€TbCS JMIIE OAWH pa3. Bona
3anyckae pynkiiro Createlevel, akTuBye JIOTIKY IJis IBOX IHIIUX KHOMOK (BHUOIp
J1BOro ab0 MPaBOro PiBHS) Ta BUJAJISE CTAPTOBY KHOIIKY 31 CIICHH.

Oynkiis CreateLevel kepye MOBHUM UKJIOM OHOBJIEHHS MiHITPH. CrIOYaTKy
BoHa BuKkJnKkae ClearArea, sika BUIajis€e piBHI, CTBOPEHI Ha MOMEPEIHHOMY KPOIIi.
[Ticns mporo 3amyckaeThesi Spawnlevels, mo reHepye HOBY mapy piBHIB - OJIMH
MPOLICTypPHUA 1 OAMH OTPUMaHUN dYepe3 Heulpomepexy. [ eHeparliss mapameTpiB
BUKOHYEThCS BUMAJKOBUM YMHOM Yy Mexax pdiama3oHiB LowRange ta HighRange.
[TapanensHO BUOUpAEThCs, sika 31 CIeH Oyae HEHpoOMepexkeBOlo, a sKa -
cranaaptHoto. L{e 3Hauenns 30epiraetscs y 3Minny WhichAlLevel.

Jlami oOGYMCIIIOITHCA KOOPAMHATH CIaBHY 000X PIBHIB BIIHOCHO akKTOpa
TargetPoint, saxuii BuUKOHye poib Mapkepa mosumii. Yepe3 ¢yHKIIIO
SetLevelsPosition BH3HAYalOTHCS [IBI TOYKH PO3TAIIyBaHHS - 3 HEBEJIUKUM

IPOMIKKOM MK HMMHM, 1100 YHHUKATH MEPETHHIB Y pa3l HEKOPEKTHOI IeHeparii
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Mmepexi. [Ticis poro cTBoproeThes npouenypauit pisersb (BP ProceduralLevel) ta
BUKIUKAeThCs GenerateAndSpawn mist piBHS, MOOYJ0BAHOTO HEHPOMEPEKEIO.
[TocunanHss Ha BCl CTBOpPEHI aKTOpH 30epiraloTbCcsi y 3MIHHMX pIBHA IS
HOJJAJIBIIIOT0 OYHIICHHS.

Knonku-ranku peanizoBani uepes noaii LeftLevelGuess ta RightLevelGuess.
O6unBi BukiukaroTh QyHkiito ChangeScore, ska mopiBHIOE BHOIp TpaBis i3
3HaueHHssM  WhichAlLevel. Slkuio BignoBigs TNpaBWiIbHA - BHUKIUKAETHCS
ChangeGameScore(CurrentScore + 1) y GameMode; skmo Hi - 3HaYeHHS
CKUAAEThCS Ha Hysb. Ilicns 1boro, He3aJeXKHO BiJl Pe3yJbTaTy, 3aIlyCKAEThCs
yeproBuii BuKimK CreateLevel, mo ¢hopmye HOBY mapy ciieH.

Taxum uynHoMm piBeHb Guess the level pearmizye mMoBHMI MUK MIHITPH: Bij
3aIlyCKy, FeHepawii piBHIB 1 00poOKu BHOOPY IpaBIisl O HiAPaXyHKY cepii BrajaHux
cipo6 (puc 3.5). Lle 103BOJIsIE OLMIHUTH BJIACTUBOCTI HEHPOMEPEIKeBOT reHepallii y
ITpOBiH (opMi Ta MPOIEMOHCTPYBATH 11 MOKIIUBOCTI y Oe3mocepeIHi i iHTepaKIlii 3

KOPUCTYBa4EM.

Pucynok 3.5 — Guess_the_level

3.3 T'o10BHE MeHIO Ta 30ipKa MPOEKTYy

[Ticast po3poOseHHs] OCHOBHUX pIBHIB BHHUKA€ MpakTHYHA Mpoliema: y

¢iHanpHIN 301pIIl TpaBelb He Mae J0cTyiy a0 penaktopa Unreal Engine, a oTxxe He
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MOX€ CaMOCTIMHO 0OMpaTH MOTPiIOHY CLIEHY YM MEPEXOIUTH MK PEKUMaMU TPH.
JJ1s ycyHEeHHS IIbOTO 0OMEXKEHHS 0yJIO CTBOPEHO TOJIOBHE MEHIO, SIKE BUKJIMKAEThCS
HATUCKAHHSIM KiaBimi Escape Ta m03Bojsie TEpekiIrodaTHCS MK PiBHAMH ab0
3aBepIIyBaTH TPy.

OcHoBoto iHTepdeiicy MeHto cTaB BikeT BP_Menu, mo npencrasisie co0oro
MaHeNb 13 BEPTUKAIbHUM CIUCKOM KHOTOK. /{0 HBOTO BKIIIOYEHO TPU EJIEMEHTHU
KepyBaHHA: KHOIIKY TEpexXojay /0 pIBHS BrajayBaHHS, KHOMKY 3alyCcKy piBHS-
MICOYHUIIl Ta KHOMKY BHXOAy 3 mporpamu (puc. 3.6). [l KOXKHOT 3 KHOIOK
peamnizoBani noAaii OnClicked. Knomnka 3aBepinents rpu Bukinkae Hoxy QuitGame,
TOA1 SIK JIBl 1HII 3allyCKarOTh BiAmoBijHI piBHI uepe3 Openlevel, omHodacHo
BHMUKAIOYH ITOKa3 Kypcopa Ta IepeBOIsiUr cucTeMy BBeJeHH: y pexxum Game Only

JUTST IOBHOIIIHHOI B3aeMoii 3 3D-cBiToM.

BragyBaHHA piBHIE

MicouHnUYA

BuiaTi 3 rpn

Pucynox 3.6 — BP_Menu

[IIo6 MeHIO MOTJIO BUKJIMKATHUCS Y Oy/b-IKUH MOMEHT I'pH, OYJIO pO3IIUPEHO
joriky panime ctBopenux HUD-knaciB. ¥V nonii BeginPlay xoxkxen HUD ctBOproe
exzemiusip BP. Menu i1 30epirac Ha HOTO MOCWJIAHHS, ajie HE BigoOpakae HOro

HeraitHo. J[J1s1 3a0e3neueHHss KOPEKTHOTO NEPEMHUKAHHS MIXK ITPOBUM KepyBaHHSIM
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ta B3aemoziero 3 Ul ctBopenuii intepdeiic I ShowMenu, miakmtouennit 1o HUD.
Bin wMictutes oaHy ¢yHkmito, ska y Blueprint-rpadi peanizye mnokaz abo
PUXOBYBAHHS MEHIO, KEPY€ BUIUMICTIO Kypcopa Ta MepeMUKae PeXKUM BBEICHHS
mixk Ul Only Ta Game Only.

Jlns iHimiroBaHHsA 1i€i QyHKIII cTBopeHo crnemianbuuii kinac PC_Main, mo
Hacninye PlayerController. Ha mozito natuckanns knasimni Escape PlayerController
3Bepraerbes 1o HUD, ykazanuit y GameMode, Ta Bukiinkae Metoj iHTepdeicy
I ShowMenu. 3aBasku 1bOMY JIOTiKa MEHIO [IEHTPATI30BaHa 1 MPAIIOE HE3AIEHKHO
BiJI aKTMBHOTO piBHA. [licas CTBOpeHHS MaHW KOHTPOJEP MiIKIIOYAETHCSA JI0
BianoBigHNX Gamemode-KiaciB, 10 3a0e3MeYy€e MOKIIMBICTh BIAKPHUBATH MEHIO ITi]T
qac Tpu.

o6 micas 3amycKy mporpaMu rpaBellb HE ONMUHSBCS OApa3y Ha OJTHOMY 3
IrpOBUX P1BHIB, 0YJIO CTBOPEHO OKpEMY CTapTOBY cuieHy Main Menu. [{e nopoxHiii
piBEHb, SKMW MICTUTH Jiniue Blueprint-noriky st BigoOpaxennss BP. Menu. Jlng
HBOTO po3pobiieHo okpemuii Gamemode - GM_MainMenu, 1110 He BUKOPUCTOBYE
HUD u4u mepcoHa)ka, OCKUIbKM Il €IEMEHTH HE€ MOTPiOHI B ME¥Kax TOJIOBHOTO
ekpany. [1[06 3po6utu Main Menu ctapToBoIO CiieH010, y Project Settings y po3ini
Maps & Modes 3nauenns Game Default Map BcTaHOBIIOETBCS Ha 11€1 PIBEHbD.

[Tics 3aBepiIeHHs BCIX HaJalITyBaHb MPOEKT CTA€ TOTOBUM JI0 MAKyBaHHSI.
Y wmento Unreal Engine BuOupaerscs myHkT Platforms - Windows, a pgami
BukoHyeTbcsi Package Project y koH@irypamii Shipping, npu3zHaueHid s
dbinanpHO1 30ipku. Uepes neskuii yac y BUOpaHiil Telli 3’ IBISETHCS TOTOBA Marnka 3
BUKOHYBAaHHUM (haitioM TpH.

VY 310paHOMy 3aCTOCYHKY BC1 CUCTEMU MPAIIOIOTh CTA0ILHO: IEPEMUKaHHS
MDXK pIBHSIMHU BiJIOYBA€ETHCS MIBUIKO, IHTEpdElc pearye 6e3 3aTpUuMOK, a MEXaH13MHU
re’epaiii piBHIB HE COPUYMHSIIOTH BIAYYTHUX MPOCIIaHb MPOAYKTUBHOCTI. €11HE,
0 BUPIBHAETHCS - JEMIO 30UIbIICHUN 4Yac TMEpIIOro 3amycKy piBHS Yepes
3aBaHTAXCHHS MOJENI Ta JOMOMIKHUX JaHWX, OJHAK TMojaibiia pobdoTa

B110yBa€ThCSI MUTTEBO Ta Oe3 yariB (puc. 3.7).



BrafyBaHHA PiBHIB

Micounnus

BHATH 3 rpM

Pucynok 3.7 — Pe3ynpraT po00oTH (PiHANBHOT 301pKH
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BUCHOBKHA

VY Marictepchkiii poOOTI peai3oBaHO MOBHOLIHHUM MK CTBOPEHHS
CHUCTEeMH TeHepallli IrPOBUX pPIBHIB 13 BUKOPHCTAHHSAM TEXHOJOTIH IMITYy4YHOTO
iHTenekTy Ta ii iHterpamii B pymii Unreal Engine 5. IlpoBeneHe mociiKeHHsS
miATBepAI0 €(eKTUBHICTh 3aCTOCYBaHHS YMOBHOTO BapiallifHOTO aBTOEHKOZAepa
(CVAE) nmns QopmyBaHHS CTPYKTYpOBaHMX TPUBUMIPHHX CILEH, a TaKOX
MPOJIEMOHCTPYBAJIO MOKJIMBICTh BUKOPUCTAHHS MojeNied IMOOKOro HaBYaHHS
0e3MmocepeTHbO TIi] Yac iIrpOBOTO MPOIIECY.

Byno po3po0bieHo cuctemy MpolielypHOi reHepailii HaBYaJIbHOIO JIaTaceTy,
10 BKJIIOYAE aBTOMAaTH4HE cTBOpeHHs 2048 BapiaHTiB piBHIB y cepenonuiili Unreal
Engine. Ha ocHOBI 11bOTO AaTaceTy cTBOpeHO Ta HaBueHO Mojieiib CVAE, sika 371aTHa
BIJITBOPIOBATH THUIIOBY CTPYKTYpPY pIBHSI Ta Te€HEpPyBaTH HOBI KOHQirypamii 3
ypaxyBaHHSM 3aJaHUX TMapaMmeTpiB y peadbHoMy dYaci. He3Baxaroum Ha okpemi
F€OMETPUYHI HETOYHOCTI (HAKJIaJaHHS CTiH, HEMPABWJIbHE MOJOMXKEHHS IiIJIOTH
TOIIIO0), MOJIENb MOKa3ajda CTaOlIBHICTh Ta y3arajJbHIOBAJIbHY 3/1aTHICTh HaBITh Y
BUITAJIKY [TapaMeTPiB, 1110 CYTTEBO BIIPI3HAIOTHCS B1Jl HABYAJIbHUX.

[arerparis mogem B Unreal Engine Oyna BukoHaHa 3a gomoMmororo ONNX
Runtime, mo 3a0e3neunsio He3aaeXHICTh BiJl 30BHIIIHIX CEPBEPIB 1 BIACYTHICTh
3aTpUMOK 1M1 4Yac reHepamii. IIlpakTuyHe TecTyBaHHA B paMKax piBHS
Sandbox Level miaTBepauIio, 110 CTBOPEHHS CIIEH BIJI0OYBAETHCSI MUTTEBO, a MEpPIIe
3aBaHTAKECHHS TOB’sI3aHE JIMIIIE 3 1HiIamizamieo Mmoaeni. Kpim Toro, peanizoBaHo
okpemy MiHITpYy Guess the level, sika mo3BoJisi€ OIIHUTH pe3yJIbTaTU TeHEpaIlii y
ITPOBOMY PEKMMI Ta B3aEMOJIISITHA 3 MOJICIUTIO Y (hOopMaTi 3MarajibHOTO MPOIIECY.

Ha 3aBepiiieHHsI CTBOPEHO TOJIOBHE MEHIO, HAJAro/PKEHO HaBITaIlll0 MiX
pPIBHSAMHM Ta BUKOHAHO IMAaKyBaHHS TMPOEKTY y BUMISIAL (DIHATIBHOTO 3aCTOCYHKY.
PoGoTa neMoHCTpye, 10 1HTErpaiisi HEMPOHHMX MeEpex Yy IrpoBl pymni €
MEPCIICKTUBHUM HAIMPSMOM, 3JaTHUM CYTTEBO CIPOCTHUTH IPOIEC CTBOPCHHS
ITPOBOTO KOHTEHTY Ta IMIJBUINUTA BapiaTUBHICTh TeiimIuiero. Pesynbratn

I[OCJ'IiI[}KCHHH MOXYTb 6YTI/I BI/IKOPI/ICTaHi SAK OCHOBa U1 MOAAJIBIIOTO POSHIMPCHHA
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(GYHKIIIOHATIBLHOCTI MOJIEI, 30UIBIIIEHHSI PI3HOMAHITHOCTI HaBYaJLHOI'O Ha0Opy Ta

BIIPOBAKCHHSI CKJIQ/IHIIINUX apXITEKTYp T€HEPaTUBHUX MOJIEIIEH.
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