T'eneparust ypoBHeii oiHOMONIB30BaTeNbCKOM 3D-1rpel Ha ocHoBe BSP-nepeBneB / A. I. Kpagerr, A. B. Maroxuna, C. E. [lparysos u ap. //
[MpuknagHas MaTeMaTHKa 1 Bonpockl ynpasieHus. — 2024. — Ne 1. — C. 41-54. — DOI 10.15593/2499-9873/2024.1.03

Bubauorpapuueckoe onmucanue corsiacio 'OCT P 7.0.100-2018

Ienepauust ypoBHeil ozHomnonb3oBarensckoii 3D-urper Ha ocHoBe BSP-nepeBseB / A. T'. Kpasen, A. B. Maroxuna, C. E. JIparyHos,
H. A. CanmpaukoBa. — Teker : HenocpencTBeHHsIi // [IpukinanHas matemarnka W Bonpockl ympasnenus / Applied Mathematics and
Control Sciences. —2024. — Ne 1. — C. 41-54. - DOI 10.15593/2499-9873/2024.1.03

NepMCKuUu
nonuTtex

MNPUKJIIA/THAS MATEMATHUKA
U BOITPOCHI YIIPABJIEHUSA
Ne 1, 2024
https://ered.pstu.ru/index.php/amcs

Hayunas crates

DOI: 10.15593/2499-9873/2024.1.03

YK 004.8:004.946

FeHepauusa ypoBHen oaHONOMb30BaTeNbCKOW 3D-Urpbl
Ha ocHoBe BSP-gepeBbeB

A.T. KpaBeu'?, A.B. MaTtoxuna', C.E. paryHoB’, H.A. CanbHukoBa®

1Bonrorpa,::l,mq/l17| rocygapCTBeHHbIN TEXHUYECKUn yHuBepcuTeT, Bonrorpaa, Poccuickas ®egepaums
2Focy,tl,apCTBeHanh yHuBepcuteT [ybHa, [lybHa, Poccuiickaa degepaums

3BOJ‘IFOFpa,D,CKI/Il7I WHCTUTYT ynpasneHus — counuan Poccuinckon akagemmm HapogHOro Xo3samncrea

1 rocygapcTBeHHon cnyx0bl npu MNpe3sngeHTe Poccuiickon ®egepaunn, Bonrorpag,

Poccuitckaa ®eagepauns

O CTATbE

AHHOTALNMA

Mony4yena: 17 mapta 2024
OpobpeHa: 25 anpensa 2024
MpuHaTa k nyénukaumm:

27 anpens 2024

®duHaHcMpoBaHue
WccneposaHve He numerno
CMOHCOPCKOW NOAAEPXKKM.
KoHdnukT nHrepecos

ABTOPbI 3a9BNAT 06 OTCYTCTBUM
KOH(prMKTa NHTepecos.

Bknap aBTOopoB

paBHOLIEHEH.

KnroueBble cnoBa:
WCKYCCTBEHHbIA UHTEMMNEKT, Ma-
LLUIMHHOE 0BYyYeHne, BUOEOUTPbI,
ofHonosb3oBaTenbCcknue BUAEOUr-
pbl, anNropuTMbl reHepaLmmn ypoB-
Hel BMaeourpbl, NpoueaypHast
reHepauusi, BSP-tree, anroputm
TYHHENVPOBAaHWSI, KIIETOYHbIE aB-
TomaTtbl 3D-moAenu, cumynaums,
BMpTYyarbHasi peanbHOCTb.

PaccmatpuBaloTca 3agayum reHepauvu ypoBHeW Ansi ogHononb3oBaTenbckux 3D
Urp v nNpegnaraeTca MeToA, HanpaBMeHHbIN Ha YCKOPeHWe U yhelleBrneHvne npouecca
pa3paboTkn UrPOBbIX YPOBHEN, PacKPbIBAOTCS MOAXOAbI U TEXHOMOrMU, NPUMEHEHHbIE
ANs pelleHns 3afad reHepaummn ypoBHeRN, peanusauun anropuTMoB reHepaummn KoMHaT
n nyten mexay Hvmu. [ocne npoBefdeHWs aHanusa CyLLeCcTBYIOLMX METO4OB reHepa-
uun ypoBHen BblOpaH MeTon reHepauuu BSP-tree, KoTOpbIi MOXeT co3gaBaTb YHU-
KanbHble YPOBHW Ha OCHOBE BXOAHbIX MEePEeMEHHbIX, MO3BOMALWMNA COKPaTUTb CPOKM
pa3paboTKu NrpoBbIX YPOBHEMN.

CospaHne BeCKOHEeYHOro ypoBHSA — CIIOXHas 3ajadva, OAHaKo C UCMONb30BaHWeM
HEeKOTOPbIX MOMEe3HbIX COBETOB M TEXHWUK CTAHOBWUTCH ropasgo npotle. MNepsbiM Lwarom
Ans opraHusauun 6eCcKoHeYHOro ypoBHSA ABMSAETCA CO3[aHuWe MycToro obbekTa, KoTo-
pbIi CAY>XUT OCHOBOW A1 YPOBHS, 3aT€M MOXHO A00aBnATb pasnuyHble 3NeMeHTb
oKkpyxeHus. Ona goctmkeHns apdekta 6€CKOHEeYHOro ypoBHS npeanaraeTcs Ucnonb-
30BaThb TEXHWKY «MPOKPYTKM». DTO O3HAYaeT, 4YTO KOorAa Urpok ABWMXETCH B OOHOM Ha-
npasneHnmn, To 06bEKTbI B YypOBHE NepeMeLLaloTcs B NPOTUBOMOMOXHOM HanpaBieHuu.
3710 co3paeT unno3nio 6ECKOHEYHOCTH N NO3BONSAET UTPOKY NpoAomKkaTk UccrnegoBaTb
HoBble 0611acTn ypoBHS.

© KpaBeu Anna MpuropbeBHa — [OKTOP TEXHUYECKMX HayK, npodeccop, npodeccop kadeapbl CUCTEM aBTOMATU3MPOBAHHOIO
NPOEKTUPOBAHUSI U MONCKOBOrO KOHCTPyMpoBaHus, e-mail: allagkravets@yandex.ru, ORCID 0000-0003-1675-8652.

MaTtoxuHa AHHa BnapguMupoBHa — kaHAWAAT TEXHUYECKUX HayK, AOLEHT, AOLUEHT kadeapbl CUCTEM aBTOMAaTU3NPOBAHHOMO NPOeK-
TMPOBaHMS 1 MOMCKOBOro KOHCTPyMpoBaHus, e-mail: matokhina.a.v@gmail.co, ORCID 0000-0002-6178-2988.

OparyHoB CtaHucnae EBreHbeBuY — MarncTpaHT Kadeapbl CUCTEM aBTOMaTU3VPOBAHHOTO NPOEKTUPOBAHUS U NMOUCKOBOIrO KOHCT-
pyvpoBaHus, e-mail: dragunov.stanislav.e@gmail.com, ORCID 0000-0001-8879-4885.

CanbHukoBa Hatanua AHaTonbeBHa — KaHOAMAAT TEXHUYECKUX HayK, AOLEHT, AOUeHT kadeapbl MHOPMALMOHHBIX CUCTEM U Ma-
TemaTMyeckoro mogenupoBanus, e-mail: ns3112@mail.ru, ORCID 0000-0001-9184-0387.

@ @ @ Orta cTaThs JOCTYIIHA B COOTBETCTBHU C ycioBusamu jmnensun Creative Commons Attribution-NonCommercial 4.0 International
By NG License (CC BY-NC 4.0)



Perm Polytech Style: Kravets A.G., Matokhina A.V., Dragunov S.E., Salnikova N.A. Generation of levels of a single-player 3D
game based on BSP trees. Applied Mathematics and Control Sciences. 2024, no. 1, pp. 41-54. DOI: 10.15593/2499-9873/2024.1.03

MDPI and ACS Style: Kravets, A.G.; Matokhina, A.V.; Dragunov, S.E.; Salnikova, N.A. Generation of levels of a single-player 3D
game based on BSP trees. Appl. Math. Control Sci. 2024, 1, 41-54. https://doi.org/10.15593/2499-9873/2024.1.03

Chicago/Turabian Style: Kravets, Alla G., Anna V. Matokhina, Stanislav E. Dragunov, and Natalia A. Salnikova. 2024. “Generation
of levels of a single-player 3D game based on BSP trees”. Appl. Math. Control Sci. no. 1: 41-54. https://doi.org/10.15593/2499-
9873/2024.1.03

e r m APPLIED MATHEMATICS
AND CONTROL SCIENCES

pOIYteCh Ne 1, 2024

https://ered.pstu.ru/index.php/amcs

Article
DOI: 10.15593/2499-9873/2024.1.03
UDC 004.8:004.946

Generation of levels of a single-player 3D game
based on BSP trees

A.G. Kravets'? A.V. Matokhina', S.E. Dragunov’, N.A. Salnikova®

1Volgograd State Technical University, Volgograd, Russian Federation

’Dubna State University, Dubna, Russian Federation

3Volgograd Institute of Management — branch of the Russian Presidential Academy
of National Economy and Public Administration, Volgograd, Russian Federation

ARTICLE INFO ABSTRACT

Received: 17 March 2024 The paper examines the problems of level generation for single-player 3D games and
Approved: 25 April 2024 proposes a method aimed at speeding up and reducing the cost of the process of devel-
Accepted for publication: oping game levels, revealing the approaches and technologies used to solve the prob-
27 April 2024 lems of level generation, implementing algorithms for generating rooms and paths be-

tween them. After analyzing existing methods for generating levels, the BSP-tree genera-
tion method was selected, which can create unique levels based on input variables,
allowing to reduce the development time of game levels.

Creating an endless level is a difficult task, but with some helpful tips and techniques
it becomes much easier. The first step to organizing an infinite level is to create an empty
object that serves as the base for the level, then you can add various environmental ele-

Funding

This research received

no external funding.

Conflicts of Interest

The authors declare no conflict

of interest. I ments. To achieve the effect of an endless level, it is proposed to use the “scrolling” tech-
Author Contributions nique. This means that when the player moves in one direction, objects in the level move
equivalent. in the opposite direction. This creates the illusion of infinity and allows the player to con-
Keywords: tinue exploring new areas of the level.

artificial intelligence, machine learn-
ing, video games, single-player
video games, video game level
generation algorithms, procedural
generation, BSP-tree, tunneling
algorithm, cellular automata 3D
models, simulation, virtual reality.

© Alla G. Kravets — Doctor of Technical Sciences, Professor, Professor of the Department of Computer-Aided Design and Search
Design, e-mail: allagkravets@yandex.ru, ORCID 0000-0003-1675-8652.

Anna V. Matokhina — CSc of Technical Sciences, Associate Professor, Department of Computer-Aided Design and Search Design,
e-mail: matokhina.a.v@gmail.co, ORCID 0000-0002-6178-2988.

Stanislav E. Dragunov - graduate student of the Department of Computer-Aided Design and Search Design, e-mail:
dragunov.stanislav.e@gmail.com, ORCID 0000-0001-8879-4885.

Natalia A. Salnikova — CSc of Technical Sciences, Associate Professor, Department of Information Systems and Mathematical
Modeling, e-mail: ns3112@mail.ru, ORCID 0000-0001-9184-0387.

This work is licensed under a Creative Commons Attribution-NonCommercial 4.0 International License (CC BY-NC 4.0)
BY NC



Mathematical Modeling and Computational Mathematics

BBepeHue

PazpaboTka KOMITBIOTEPHBIX UTP SBISIETCS aKTHBHO Pa3BHUBAIOIICHCS M 3aXBaTHIBAIOLICH 00-
JACThIO MPOTPAMMHPOBAHUS M Pa3BIEKATEIbHON WHIYCTPUU. 3a TOCICIHUE TOABl MOOWIIHHBIE
UTPHI CICNIa]IM OTPOMHBIN CKa4OK B CBOeM KadecTBe. [IporieaypHas reHepanus ypoBHEH — KITtO-
yeBasi 0COOEHHOCTD JkaHpa rogue-like u rogue-lite kommbroTepHbIX Urp. I'enepanmst 3D-ypoBHei —
OoJiee clI0KHAsA U MEHEE UCCIeIoBaHHAs 3a/1a4ya, o0 CpaBHEHUIO ¢ 2D-reneparnueii.

B urpax ¢ mponeaypHoi#i reHepanyeid KOHTEHT (OKPY>KEHHE, KBECThI, IIEPCOHAXHU U TaK Ja-
Jiee) He 3aroTOBJIEH 3apaHee, a CO3/IaeTCsl C MOMOUIbI0 aIrOPUTMOB. JTO JAENaeT UTPOBOMU IPO-
1IeCC MEHee MPEACKa3yeMbIM 1 TTOBBIMIAET peUTrpadenbHoCTh [ 1; 2].

[IpouenypHo reHepupyemMble KapThl MO3BOJIIOT CO3[aBaTh HUTPOBOM KOHTEHT C MOMOIIBIO
QITOPUTMOB CaMOCTOSATEIHHO WIIN C MOMOIIBI0 UTPOKOB. OCOOEHHOCTHIO 3TOTO KaHpPaA SBISETCS
TO, YTO CXeMa WIPbl 3apaHee HEU3BECTHA, CIIOCOOOB reHepaluu KapT OOJbIIOe MHOXKECTBO, UT-
POK JOJDKEH 0053aTelbHO MPONTH CTeHEepPHPOBAHHBIA YPOBEHb M TMOMHATHCA HA CIIETYIOIIUM.
PannomusupoBaHHbIe KapThl BIUSIOT HAa BCE ACTIEKTHI TeMILIes, HAUMHAs OT CTPATETU U TaKTU-
YECKOI0 IMOBEJICHHUS, 1O PACIIONIOXKEHHUS TPEAMETOB U Bparos [3; 4].

[TpeumytiiecTBa paHIOMU3UPOBAHHBIX KAPT 3aKIFOYAIOTCS B OOJIBIION BAPUATUBHOCTH MEXaHUK
U KOHTEHTa, 00ecTeurBasi BRICOKYIO PeUrpadeibHOCTbh, IPOIBMKEHIE UTPOKA 3aBUCHT OT €ro cOOCT-
BEHHBIX CIOCOOHOCTEH, CXeMy WTpBhI 3apaHee y3HaTh Henb3s. Ha ceromusimHuii AeHs pa3paboTaHo
MHOT'O CIIOCOOOB T€HepaIiy KapT, HO HE OIMH U3 HUX HE SIBIISIETCS YHUBEPCATIbHBIM.

B cBs3u ¢ 3TUM TocTaBleHa 1edbh — MPOBECTH aHAIM3 METOJIOB MPOLECAYPHON TeHEepaIruu
YpOBHEH ISl MHTETPAIK B MPOCKT B UTpax jkaHpa roguelike, BEIMOTHUTH MOHUTOPHHT CYIIECT-
BYIOIINX PEIICHUM, UCIIOJIb3YEMbIX B UTPaX, U BBIOPATh OJUH U3 CYIIECTBYIOIIUX METOOB I'eHe-
pauuu ypoBHEH JIJIsl peasi3aliii OJTHOMO0JIb30BaTENbCKOM 3 D-Urpshl.

Coznanmne 6€CKOHEYHOTO YPOBHS MOXKET IOKa3aThCs CIIOKHOM 3ajadeid, OJTHAKO C HUCIOJb-
30BaHUEM psjia MOJIE3HBIX COBETOB M TEXHHK ITO CTAHOBHTCS ropasno mpoine. [IlepBsiM marom
JUIsL cO3/1aHnsl OECKOHEYHOT'O YPOBHS SIBISIETCS CO3/IaHUE ITyCTOr0 OOBEKTa, KOTOPBII SBISETCS
OCHOBOM JUIsl ypOBHA. 3aTe€M MOXHO J00aBJISATH Pa3iMuYHbIE JIEMEHThl OKPY>KEHUS, TaKHe Kak
OJIOKH, paCTEHUS WU TPETISITCTBUS, YTOOBI CO3/1aTh UHTEPECHBIC UTPOBBIC cUTyaluu [5; 6].

st moctmxkenust 3¢ddexra OECKOHEUHOTO YPOBHS I€71€CO00pa3HO MCIOJIb30BaTh TEXHUKY
«TPOKPYTKU». DTO O3HAYAET, YTO KOTJa UTPOK JABUXKETCS B OJJHOM HAIPaBJIEHUHU, TO OOBEKTHI B
YpOBHE IMEPEMEIAIOTCs B MPOTHBOIOJIOKHOM HaIPaBJICHUU. DTO CO3/1A€T WIUIIO3UI0 OECKOHEU-
HOCTH U TIO3BOJISIET UTPOKY MPOJOHKATh UCCIIEI0BATh HOBbIE 00JIACTH YPOBHSL.

1. AHanus npouecca reHepauum ypoBHeM U CyLLeCTBYHOLNX METOAO0B
1.1. AHanu3 npouenypHou reHepauum yposHen B 3D-urpax

[Ipouenypuas renepainus o0ecredyuBaeT Co3laHue pa3InYHbIX KOHTEHTOB HE BPYUYHYIO, a C
MOMOIIBI0 aITOPUTMOB 0€3 ydacTus pa3padOTYMKOB, UTPOKH MOTYT MEHATH MapaMeTphl, Ha-
cTpauBaTh (hopMyIly TpoleypHON reHeparuu. [ 'eHepanus pa3IndHbIX YPOBHEH OCYIIECTBIIS-
€TCsl B COOTBETCTBHMM C 3apaHEe HAIMCAaHHBIMU MPABWIAMH, KOTOPBIE CO3/IAIOT Pa3JINYHbIE MU-
pBI, HAMIOJTHEHHBIE MHOKECTBOM MPEIMETOB, IEPCOHAXKEH, OPYKUS, MY3bIKH, U30eras HEyMecT-
HBIX HECTBIKOBOK [7; 8].

Monynu rereparuu ypoBHel it 3D-Urpbl MOTYT OBITH MOJIE3HBI JJIs Pa3pabOTIYUKOB TP,
KOTOPBIM HYKHO F€HEpHUpPOBATh OO0JIBIIOE KOJUYECTBO YPOBHEH I CBOUX UTP. DTO MOXKET ObITh
OCOOEHHO TOJIE3HO JIJISl UTP C OTKPBITBHIM CIO’KETOM, TJIe UTPOKU MOTYT MyTEIIeCTBOBATh MO CIIy-
YalHO CO3/IaHHBIM MUPaM.
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[IpakTHueckoe NpUMEHEHHE MOTyJIE reHepauuu ypoBHeW B 3D-Urpe MOKeT 3aKiI04aThCs B
COKpAIlIlEHUH BpPEMEHHU, KOTOpoe MOoTpedyeTcs sl co3daHusi OOJBIIOrO KOJIWYEeCTBa ypOBHEH
BpyuHY10. BMecTo TOro, 4ToOBI CO3/1aBaTh KaX/Iblii YPOBEHb BPYUHYIO, Pa3paOOTUYUKU MOTYT UC-
MOJIb30BaTh MOAYJIM T€HEpaIK YPOBHEH, 4TOOBI CO3/1aBaTh YPOBHU aBTOMAaTHUYECKH. ITO MOXKET
COKpPATUTh BpeMsl pa3pabOTKU U YBEIUYUTh KOJTUYECTBO YPOBHEM, JOCTYMHBIX B UTPE.

Kpome Toro, Moy renepan ypoBHEH MOTYT ClieiaTh UTPOBOH Mpolecc 0osee nHTepec-
HBIM M pa3HOo00pa3HbIM. [10CKONIBKY KaX/Iblii ypOBEHBb OyJIET CO3/1aBaThCsl CIlydaifHbIM 00pa3oM,
KaX/IbIi pa3, KOrja UrpoK MPOXOAUT UTPY, OH OyAeT UCTIBITHIBATh HOBBIC BHI30BBI U HOBBIE OIILY-
IIeHHsI. DTO MOXKET CAeNaTh UTpy OoJiee 3aXBaThIBAIOIIEH U IPOIUTE ee ku3Hb [9; 10]. Metoabt
TeHEepaluy ypPOBHEN B UIPax CYILIECTBYIOT YK€ JIOJIFOE€ BPEMs M MPOJOJIKAIOT 3BOJIIOLUOHUPO-
BaTh. B mpommioM pa3paboTuMKy UTp WCHOIB30BAIM MPOCTHIE METO/bI TeHEepaIlui YPOBHEH, Ta-
KM€ KaK ClIly4aiiHOe pacrojokeHue 00beKTOB, TalyiceThl U npoyee. OQHAKO C pa3BUTUEM TEXHO-
JIOTHH 1Tl TeHEPaLMH CITyYailHbIX YHCeT U MAIIMHHOTO 00yUYeHHsI METO/IbI TeHEepaIi YPOBHEH B
Urpax crajm 0ojee CIOKHBIMU U UHTepecHbIMU [11; 12].

Hanpumep, B HEKOTOPBIX UIpaxX MUCHOJIb3YOTCS AITOPUTMbI IPOLIEAYPHON I'eHEepaly, KOTOpbIe
MO3BOJISIIOT CO371aBaTh YPOBHHU, OCHOBAHHBIE HA OIPENEICHHBIX MapaMeTpax W mpaBwiax [13; 14].
Takue anroputmMbl MOTYT CO3/[aBaTh YPOBHH, KOTOPbIE COOTBETCTBYIOT Pa3iIMYHBIM YCIIOBHSAM, Ha-
MIpUMep, YPOBHH, KOTOPBIE U3MEHSIOTCS B 3aBUCHUMOCTH OT JICHCTBUI UIPOKa, WU YPOBHH, KOTOPBIE
TEHEPUPYIOTCS HA OCHOBE aHAJIW3a MPOIILIbIX YPOBHEW U IEUCTBUI UTPOKOB.

Kpome toro, ¢ pa3BuUTHEM TEXHOJIOTUI ¥ MAILIMHHOTO O0Y4EHUsI, HEKOTOPbIE Pa3pabOTYHKU UTP
HA4aJIM UCIIOJIb30BaTh AJITOPUTMBI TEHEPALMH, KOTOPBIE MOTYT aHAJIM3UPOBATh UTPOKOB U CO3/1aBaTh
YHUKaJIbHbIE YPOBHH, COOTBETCTBYIOIIHME CIIOCOOHOCTSIM U MPEAOYTEHUSM KaXKIO0TO UTPOKA.

TakuMm 00pa3oM, MOKHO YTBEPKIaTh, YTO METO/IbI T€HEpAIN YPOBHEHN B Urpax MpoI0JKa-
0T HBOJIIOIIMOHUPOBATH U CTAHOBUTHCS BCe O0Jiee CI0KHBIMU U HHTEPECHBIMHU.

1.2. O630p CcyLeCTBYHOLMNX METOAOB reHepaLum ypoBHen

MeTtopl reHepaluy ypoBHEN B UTpax CYIIECTBYIOT JOJIFO€ BpPEMsi, U OHHU IPOAOIKAIOT 3BO-
JTIOIMOHUPOBATh. B mponuiomM pa3paOOTYMKH WP HCIOJNB30BAIM MPOCTHIE METOJBI T€HEPALUuU
YpOBHEH, TaKue Kak Cly4ailHoe pacrojokeHue o0beKTOB, TailiiceTsl U npodee. OJIHAKO ¢ pa3BU-
THUEM TEXHOJIOTMH ISl TeHepaliy CIydalHbIX YHCeNl U MalIMHHOIO OOY4YeHHsI METOJbl reHepa-
LMY YPOBHEH B Urpax cTaiau 0oJiee CI0KHBIMU U MHTEPECHBIMHU.

1.2.1. Memod BSP-tree

IIpoBenem aHanM3 CyLIECTBYIOIMX METOJIOB reHepauuu ypoBHel B 3D-urpax. Paccmorpum
Mmetoj; BSP-tree anst renepanun ypoBHeil B urpax. OH pa3pabotan B Havane 90-x IT. U 10 CHX
TIOp SIBJIETCS] OAHUM U3 HanboJiee MOIMyIIpHBIX CIOCOO0B CO3aHUsl UTPOBBIX ypoBHEH. BSP-tree
MO3BOJISIET T€HEPUPOBATh YPOBHU C PA3IMUHBIMU Pa3zHOOOPa3HBIMH TEKCTypamu, (hopMamMu U
pazMepamu. TOT METOJ TapaHTUPYET BUAUMOCTb Ka)KJOW YaCTH YPOBHS, UTO YJIydllaeT IpOu3-
BOJIUTEIIHFHOCTh UTPHI M o0ecreunBaeT 0oJiee BBICOKYIO CKOPOCTh 3arpy3ku ypoBHs. BSP-tree
MOKET OBITh MCHOJIb30BaH JJIsl ONTUMHU3ALIMU IpoLecca BbIOOpa MyTH, YTO MOBBIIIAET KAaYECTBO
reiiMruies urpsl [15; 16]. OqHako 06paboTka OONBIINX YPOBHEH MOXKET 3aHSATh MHOTO BPEMEHU U
3aTpaTUTh JIOTIOJHUTEIbHBIE pecypchl kKommbioTepa. [Ipuniun BSP-tree moker mopoxiaaTh
CJIOKHYIO B3aUMOCBSI3b M€Ky COCIMHEHHBIMHU y4acTKaMu ypoBHA. CII0KHOCTh YPOBHEH MOXKET
OBbITH BBICOKOM 1O CPABHEHUIO C JPYTMMH METO/IaMHU.

Merton resepanuu ypoBHeil Bsp-tree MpoKo UCTOBb3yeTCA B Pa3InYHbIX UTPaxX U CUMYJIS-
topax. Hampumep, meron Bsp-tree ncnonb3oBan B kiaccuueckor urpe Doom. Ero npumenenne

44 MpuknagHas maTemaTuka 1 Bonpockl ynpaenenus, Ne 1, 2024
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MIO3BOJIMJIO CO3JIaTh YPOBHH C PAa3IMYHBIMU Pa3HOOOPa3HBIMH TEKCTypaMH W (OpPMaMH, HYTO
yIYYIIUIO UTPOBOM MPOILECC M MPHUBIEKIO BHUMaHUE MHOXKeCTBa MrpokoB. Mrpa Quake, emre
OJIHA TIOIYJISIPHAS WTpa, TAKXKe HMCHOJIb30BaJla METO/ Bsp-tree /s renepanum ypoBHed. B pe-
3yJIbTaTe ATOTO YPOBHU CTajdHM Oojee JMHAMHYHBIMA W MHTEPECHBIMH JUI UTPOKOB. Bsp-tree
TaKKe MOXKHO HCIIONB30BATh JUIS CO3JaHUS JIAHTIMAPTOB M MUCCHUH B CHMYJISATOPAX IOJIETOB.
Hanpumep, Microsoft Flight Simulator u X-Plane ucnosb3yioT 3TOT METO/] reHepaluu ypoBHEMH,
4TOOBI CO3/1aBaTh YHUKAIbHbBIC U HHTEPECHBIE MUCCHU.

B nenom Bsp-tree MoxkeT OBITH XOPOIIMM BBIOOPOM JJIsl MHOTUX MIP M OCTaBJISIET MHOTO
MecTa JJIsl MacIITaOMPOBAHUS U MHHOBALIUH.

1.2.2. Aneopumm myHHesnuposaHusi

Meroa reHepanl ypoBHEH ¢ UCIOJb30BAaHUEM QJITOPUTMA TYHHEJIMPOBAHUS — 3TO OJMH U3
Croco0OB CO3MaHMsl CIy4YaiiHBIX ypoBHEH B urpax. OH paboTaeT, co3qaaBasi JIJAOUPUHT U3 TyHHE-
Jieil, KOTOpbIE COETUHSIOT Pa3IMYHble KOMHATHI M 30HBI B YPOBHE. AJITOPUTM TYHHEIUPOBAHUS
MOJKET CO3/]aBaTh YPOBHU C IIUPOKUM pa3HOoOpazueM (opM U pa3MepoB, UTO MOKET MOBBILIATh
UHTEPECHOCTh UTPHI AJis1 UTPOKOB [17; 18]. DTOT MeTO MOXKET OBITh JIETKO pacuIupeH a00aBiie-
HUEM OoJiee COPUCTUIIMPOBAHHBIX AJITOPUTMOB T'€HEPAllMd KOMHAT W 30H. AJITOPUTM MOXET
OBITH HACTPOEH IJISl CO3/IaHus 3aJlaHHBIX MapaMeTPOB, TAKUX KaK KOJUYECTBO KOMHAT, CIIOXK-
HOCTb YPOBHS, MPOXOAUMOCTh U T.A. HemoctarkoM Merona siBIsieTCS BO3MOXKHOE CO3/aHUE He-
3¢ (EeKTUBHBIX MAPIIPYTOB B YPOBHE, KOTOPOE MOXKET MOHU3UTH KA4eCTBO TeimMiuies. Hekotopbie
UTPOKH MOTYT IIPEIOYUTATh 0OJIee TIPeICKa3yeMbIe YPOBHH, YTO MOXKET CHU3UTh HHTEPEC K WT-
pe. I'enepupyemblii ypoBEeHb MOKET OBITH 3aTPATHBIM B IJIaHE MTPOU3BOJUTEIILHOCTH, €CIIU KOJIH-
4eCTBO OOBEKTOB U JIETANHU3AINH TyHHENIEeH BBICOKHUE.

Meroa renepanuu ypoBHEH C UCIOJIb30BAHUEM AJITOPUTMA TYHHEITUPOBAHUS TAKXKE UCTIONb-
3yeTcsi B pa3inuHbIX urpax. B Minecraft anroput™ TyHHETUPOBAHUS HCIIOJIB3YETCS JIUIS TeHEpa-
UM OOJIBIIMHCTBA YPOBHEH B UTPE, UTO MO3BOJISET CO3/1aBaTh OOJBIINE U PA3HOOOPa3HbIE MUPBI,
KOTOpbIE MOTYT ObITh uccienoBanbl urpokamu. Mrpa Dwarf Fortress. Anroputm TyHHeIMpoBa-
HUS TaKxke ucnonb3yercs B urpe Dwarf Fortress s co3nanusi ypoBHeEl TaOUPUHTOB U TIEHIEP,
KOTOPBIC MOTYT COJIEPKATh MHOKECTBO Pa3HOOOPA3HBIX COKPOBUII U OMACHOCTEH JJISI UTPOKOB.
Urpa Spelunky ucnons3yer MeToq TyHHEIUPOBAHUS Uil T€HEpallMd YPOBHEW, KOTOpPbIE CO3/a-
I0TCS KaXIBIA pa3, KOrJia UTPOK HAYMHAET HOBYIO UTpy. DTO AeNaeT Urpy Oojiee MHTEPECHOU U
Pa3HOOOPa3HOM IS UTPOKOB.

AJNTOPUTM TYHHEIIMPOBAHUS CIIEAYET BBIOMPATH JUISI Pa3paOOTKH CIIyYalHBIX YPOBHEU IS
UIp, OH UMEET MPEUMYILEeCTBAa U HEJAOCTAaTKH, KOTOPblEe pa3pabOTYUKU JOJKHBI YUUTHIBATH MPU
BbIOOpE MeTO/1a TeHepaIK YPOBHEH.

1.2.3. Knemo4Hble asmomMamabi

Merton remepanuy ypoBHEH ¢ UCTIONIB30BaHUEM KJIETOYHBIX aBTOMATOB — 3TO OJIMH M3 HaW-
6oJiee MOMYJISIPHBIX CIIOCOOOB CO3JaHMsl CIIy4ailHbIX ypoBHeH B urpax. OH paboTtaeT, co3naBas
UCKYCCTBEHHBIE KJIETOYHBIE CTPYKTYPBI, KOTOPBIE MOTYT OBITh MCIOJIb30BAHBI JJIsi TeHEPALIUU
ypoBHel. KieTodnble aBTOMAaThl MOTYT CO3/1aBaTh YPOBHHM C Pa3sHOOOPa3HBIMH (OpMaMH H
pa3MepaM, YTO yBEJIWYUBACT UHTEPEC JJI UTPOKOB. DTOT METOJ MOXKET ObITh JIETKO pacIlu-
PEH HCIIOJIb30BAHUEM PA3JIUYHBIX aJTOPUTMOB, KOTOPHIE MOTYT YIPaBIATH (POPMOIL, IIBETOM U
PaCIOJI0KEHUEM KIIETOK, YTO TO3BOJISET 3HAYUTEIBHO YCKOPUTH IMPOILECC CO3/aHUsl YPOBHEH
[19; 20]. Co3nanue MakeTOB MOKET OBITh 3aTPaTHBIM IO pecypcamM, TaK Kak reHepaius ypoB-
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HEel Ha OCHOBE KJIETOYHBIX aBTOMAaTOB OOBIYHO TpeOyeT OOJbIIOro KOJINYECTBA BBIYMCIUTEIIb-
HBIX PECypcoB. DTOT METOJ MOXKET MMETh OTPaHHYEHHBIH KOHTPOJb HaJ| T€HEePUPYEMbIMHU
YPOBHSIMHU B TEKCTYypaX, UT'POKH MOTYT OIIPEAEINUTh 3aKOHOMEPHOCTH I'€HEPALIMM YPOBHEH, UTO
MOXET CHU3UTh UHTEPEC K UTPE.

Merton renepanuy ypoBHEH Ha OCHOBE KJIETOUHBIX aBTOMATOB HIMPOKO UCIOJIb3YETCs B pa3-
JUYHBIX Urpax u npuioxkeHusx. Urpa No Man's Sky ucnone3yer MeToa reHepanu ypoBHEH Ha
OCHOBE KJIETOUHBIX aBTOMATOB JUUIsl CO3/1aHU CIIyYalHBIX FAJIAKTUK U IUIAHET B Urpe. DTO M03BO-
JSIET CO3/1aBaTh MHOXKECTBO YHUKAJIBHBIX U Pa3HOOOPa3HBIX MUPOB, KOTOPHIE MOTYT OBITh HCCIIE-
noBanbl urpokamu. B Diablo III mMeTon KiIeTOYHBIX aBTOMATOB HCIIONB3YETCS Ui T€HEPALUu
ClIly4aliHbIX JJAOMPUHTOB U MOA3EMEIHH, KOTOPBIE UIPOKU MOTYT MCCIIE0BATh. JTO AETIAaeT Urpy
0oJiee MHTEpECHOM M pa3HOOoOpa3zHoil Mg urpokoB. Mrpa RimWorld taxke ucmnonb3yer metof
reHepaluy ypOBHEH HAa OCHOBE KJIETOYHBIX aBTOMATOB JUISl CO3AAHMSI CIIy4alHbIX MUPOB JUISl UT-
POKOB. DTO IMO3BOJISIET CO3AaBaThb MHOXKECTBO YHUKAJIbHBIX U MHTEPECHBIX CUTyalMil W 3ajad,
KOTOpbIE UrpoKaM TpeOyercst pemmTb. MeToa reHepanyy ypoBHEH ¢ MCIOJIb30BAHUEM KIIETOY-
HBIX aBTOMATOB MOKHO ITPUMEHSATH JUISl CO3aHUs CIIyyailHbIX YPOBHEN B UIpax.

1.2.4. Pe3ynbmambI cpagHeHUs1 cyujecmeyroujux memoooe

Pe3ynbTarhl cpaBHEHUSI PACCMOTPEHHBIX METOJIOB I'€éHEpaluy ypoBHeH 3D-urp npuBeieHs! B
Ta0IuIIE.

CpaBHEHHE METOJ0B T'€HEPALIUH YPOBHEMN

Haszpanue merona [IpenmyectBa Henocratku
BSP-aepeBbs ['enepanus ypoBHEH ¢ pa3IMIHBIMU TEKCTY- |YBEIHMYCHHE YPOBHEH TpeOyeT MHO-
pamu u hopMaMH, BEICOKAS ITPOU3BOIUTEIB- [TO PECYPCOB, MOPOKIAET CIOKHYIO
HOCTb UT'PBI, TOBBIILIEHHOE KAY€CTBO I'eMII- |B3aMMOCBSI3b MEXKAY COCIMHEHHBIMU
Jiesi, MacIITaOUPyeMOCTh allTOPUTMA, Ha- y4acTKaMHt YPOBHS, BEICOKas CII0XK-
CTPauBaeMOCTh HOCTb YPOBHEM
ANTOPUTMBI Paznoob6pasue ¢popM u pasmMepoB, JETKO HesddexTuBHbie coeuHEHNUS,
TYHHEJIUPOBAHUS pacimpseM, BEICOKas HACTPauBaeMOCTb OoJbIIast HEMPeACKa3yeMOoCThb, pe-
CypCO3aTpaTHOCTh
Knertounsie Pa3noob6pasue dpopM 1 pazmMepoB, JETKO PecypcozaTtpatHoCTh, OrpaHU4EH-
ABTOMATHI pacimpsieM, BEICOKasi CKOPOCTb PabOThI HBIIl KOHTPOJIb, 3aKOHOMEPHOCTH B
CTPYKTYpE YPOBHS

[Tocne mpoBeeHNs CPaBHUTENBHOIO aHAIN3a PACCMOTPEHHBIX METOJOB F€HEPALUU YPOBHEM
BbIOpaH Meton BSP-gepeBa s mpoekTupoBaHHs MOAYJISI T€HEpaIMH YPOBHEH OJHOMOJIb30Ba-
TeNbCKOW 3D-urpel, Tak Kak OH OTIMYAETCS BHICOKOW MPOM3BOAUTEIBLHOCTBIO, MIOBBIIIEHHBIM Ka-
YEeCTBOM I'eMMILIes, MMEET MacIITa0MPyeMOCTh aITOPUTMA M THOKYIO0 HaCTPauBae€MOCTh, MTO3BO-
JISIET IPOBOJUTH F'EHEPALIUIO YPOBHEHN C pa3IMYHBIMU TEKCTYpamMu U popmMamu.

2. MeTop noctpoeHns BSP-gepeBbeB

Meton BSP-nepeBbeB — 3TO mpoliiecc MOCTPOSHUS IEPEBbEB 3a CUET pa3OueHus n-Mep-
HOr'0 MPOCTPAHCTBA C UCHOJIb30BAHUEM T'MIIEPILNIOCKOCTb, HA KOTOPOW PACIOJOXKEH TOT WU
uHoit monuron. Kaxasiii y3en BSP-nepeBa npeacrasisier co0o0il BEITYKI0€ MOAIPOCTPAHCTBO
U XpaHUT HHPOPMALIUIO O MIIOCKOCTH, KOTOpas IEIUT IPOCTPAHCTBO, M CCHIJIKM HA JIBA HOBBIX
y3na [21; 22].
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JIBouuHOE pa30ueHNe MHOXKECTBA OOBEKTOB HA IJIOCKOCTU CTPOUTCS C IOMOIIBIO PEKyp-
CHUBHOI0O pa30MeHMs MJIOCKOCTU MPSMBIMH, KOTOpPbIE pa30MBAaIOT HE TOJBKO IIOCKOCTb, HO U
00BEKTHI, pacnoio’keHHbIe Ha Hel. [Imomanp ypoBHs nmpuHUMaeTcs 3a oauH iuct BSP-nepesa,
a Kaxk1as BeplUIMHA JepeBa 0003HauyaeT nmoBepxHocTh. Kaxaplii auct BSP-nepeBa ciydaiiHbM
0o0pa3oM JenuTcsl Ha JABE YacTH, KOTOPBIE B CIEAYIOUIEM YPOBHE CTAHOBSITCS JUCTBSIMH, KaK
noka3aHo Ha puc. 1. JlelicTBUs ajropuTMa MOBTOPSIOTCS, MOKA pa3Mep JUCTa HE JOCTHTHET
MUHHMAaJILHOTO IIOpOTa.

Meroa OGuHapHOTO pa3OMEHMs MPOCTPAHCTBA MO3BOJISIET OMPEACIUTh BUIUMOCTh OOBEKTOB,
JIepeBO BCeraa MOMOTaeT CO3/4aTh caMo ceOsa. DTOT METOJ] MPOCT U yAOOEH B peau3aliiu, C ero
MOMOIIBIO JIETKO W OBICTPO MOXHO TOJYYHUTh HEOOXOAMMOE MHOXKECTBO MEHBIUX (Guryp 6e3
MYCTBIX MpOCTpaHCcTB. Kakaplil TUCT iepeBa COOTBETCTBYET IPaHU pa30MEHUs U XPaHUT BCe Ha-
XOZSIIIUECs] Ha Hell 0OBEKTHI, a KaXK/Iblid y3€J JepeBa COOTBETCTBYET pa30OHBarOIIeii MPSIMOii, KO-
TOpasi XpaHUTCS B 3TOM y3Iie (puc. 2).

Lo Bp Ip g

Puc. 1. Cxema BeimonHeHus anropurma BSP Puc. 2. Cxema pa3zaeneHus IpoCTpaHCTBA

2.1. Moandmkaumsa anroputma noctpoeHnss BSP-aepeBbLeB

Anroputm Binary Space Partitioning (BSP) npeacrasmnser coboii nepapxuueckoe pa3onueHue
IPOCTPAHCTBA, HO OH HE MPEAYCMaTPUBACT CO3AAHUS MEPEX0I0B MEXITy MpocTpaHCTBaMu. Bo3-
HHUKAeT HEOOXOAUMOCTD JOTIOJIHUTE AJITOPUTM.

JInst co3manmst MpoXo/J0B MEX/y KOMHATaMH HEOOXOJMMO HalWTH COCEJHHE KOMHATHI, KOTO-
pbIe MOXKHO COeMHUTD. [ peleHus 3TOH 3a/1auu JTUCThS JIepeBa MPEACTABISAIOTCS B BUE I'pa-
¢a, To KOTOPOMY OCYIIECTBIIETCS 00XO0] €ro BepIiuH (puc. 3).

O06xox rpada — 3TO mpolecc MOCeleHus BceX BepLIMH rpada WM ONpeleseHHON yacTu
rpada, KOTOpbIii HAYMHAETCS ¢ HAaYaJIbHON BEPIIMHBI U 3aKaHUYMBACTCS, KOT/Ia BCE BEPIINHBI OBbI-
JIM TIOCETIICHBI WIIN ONpe/ieieHHas 1elTb JOCTHTHYTA.

Jlnst mpoBepku OepyTcs 1B BEpIIMHBI (OAHOTO POAMTENS) M MPOBEPSAETCS UX B3aUMHOE I10-
J0>KeHHe B MpocTpaHcTBe. Ha ocHOBe ompesenieHnst MX OTHOCUTEIBHOTO MOJIOKEHUS 00aBIIeT-
Cs IPOXOJ] MEX1y HUMHU (pHC. 4).

Puc. 3. Cxema coznanusi KOMHAT Puc. 4. TIpoBepka coceneit
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OcHoBHbIE 3Tanbl padOThl alIropuT™Ma cie-
TyIOLIHe:

® BHAUaJe HEOOXOAUMO ONpPENEIHTh IPO-
CTPAHCTBO JJIsI pa30UEHNS, IS 3TOTO TPeOyeTCs:

— 3a/1aTh Ha4yaJlbHOE MPSMOYTOJIBHOE IpO-
CTPaHCTBO;

— 3371aTh MUHUMAJIbHBIN pa3Mep KOMHAThI;

Hadano
Onpegenie
NPOCTPaHCTEa

Beop pasmepa

NP OCTRAHCTES,
PAMEP & KOMHAT

® 3aTEM ITIPOBECTHU PA3ACIICHUE IIPOCTPAHCTBA!
— MPOBEPUTH, MOKHO JIH pa3ieiuTh IpO-
CTPAHCTBO Ha ABC YaCTU BepTHKaﬂBHOﬁ HUJIA 10-

PU30HTAIBHOM JTUHUEH;
— €CJIKM MOXXHO pa3aciiuTb, TO I[O6aBI/ITI) HO-

nNpocTpaHcTea BBIC ITPOCTPAHCTBA K JACPEBY,
AcBabi Te KOMHATY

U — IIPOBCPUTH, MOJKHO JIN pa3ACJINTb HOBBIC

Cozpate Moka ece y2nel IIPpOCTPaHCTBaA JAJIBIIIC,
npoxoapl HE NpOEEpEeHbl

PasaennTb
NPOCTPAHCTES

An A kaxao o

— €CJIM MOXXHO pa3aciIuTb, TO I[O6aBI/ITI) HO-

BeifipaTe Aea BBIC ITPOCTPAHCTBA K JACPEBY,
yana

® Ha HTOM 3Tarle MPOU3BO/IIT CO3JAHNE KOMHAT:

— JUTSl KaXKA0T0 NMPOCTPAHCTBA CIEAYET CO3-
naTh KOMHATy, BbIOpaB ciyyailHble YTJIOBBIE
fa TOUYKH BHYTpPH IIPOCTPAHCTBA;

M oMHO HeTt

COROWMHWUTL ?

CORAMHUTE ® flasee MPOU3BOIAT CO30aHUE KOPUIOPOB;
‘ — Ha4yMHas C MOJIOJBIX BETBEU, MPOBECTH
[ conen ] e[ [S—— | eLKDHeu'uHma KOPHUJIOPBI MEXAY JTUCThSIMUA OJJHOTO POAUTEINS;
YPOBEHE / — IMOJHATBHCSA HA CJIOM BBILIE U MOBTOPUTH
JIEUCTBUS.
brok-cxema paboThI anropuT™Ma MpuBeICHA
Ha puc. 5.

L

Puc. 5. bnok-cxema anroputma

2.2. OnucaHue pabotbl knacca BinarySpacePartitioner

[TpuBenem onucanue padotel kiacca BinarySpacePartitioner.

1. Co3nanme kopHeBOro y3ia rootNode.

2. Konctpykrop BinarySpacePartitioner mnpuHMMaeT WWMpUHY W JJIUHY [OA3EMENbs
dungeonWidth u dungeonLength cooTBeTcTBeHHO. OH co3aeT KopHeBO# y3en rootNode ¢ koop-
muHatamu (0, 0) u (dungeonWidth, dungeonLength).

3. Meton PrepareNodesCollection mnpuHUMaeT MaKCHUMalbHOE KOJMYECTBO HTEpaui
maxlterations, MUHUMaNbHYIO MUPUHY U JUIMHY KoMHaT roomWidthMin u roomLengthMin co-
orBeTrcTBeHHO. OH co3maeT odepens graph, m00aBisieT KOpPHEBOW y3€l B OuYepelb U CIIMCOK
listToReturn u 106aBJisieT KOPHEBOH y3€II B CITUCOK.

4. Metop ucnionb3yeT nuki while ¢ ycimoBuem, 9T0 KOJIMYECTBO UTEPANUN MEHBIIIE MaKCH-
MaJIBHOTO 3HA4YeHHS W O4epenap He mycta. Ha Kakmaol urepanuu OH M3BJIEKAET MEPBBINA y3el U3
ouepenu graph, mpoBepsieT, MOXKET JIM TEKYIIHH y3ell ObITh pa3/ielieH Ha JBE YacTH METOJ0M
SplitTheSpace, nobasnsieT HOBBIE Y376l B criricok listToReturn u ouepens graph.

5. Meton SplitTheSpace npuaumaet Tekyuuii y3en currentNode, criucok listToReturn, mu-
HUMAJIbHYIO TUPHHY W JuHy KomMHAT roomWidthMin u roomLengthMin u odepens graph.
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On BebIBaeT Metoj GetLineDividingSpace, KoTOpblii BO3BpallaeT JUHUIO Pa3/eNeHus IMpo-
CTPAHCTBA, U pa3felisieT TeKYIUi y3en Ha aBa y3na nodel u node2. 3atem oH J00aBiseT HOBbIE
y31bl B ciiucok listToReturn u ouepens graph meronom AddNewNodeToCollections.

6. Meron AddNewNodeToCollections npunumaer cnucok listToReturn, ouepens graph u
y3en node. On no6asinseT y3en B cnucok listToReturn u B ouepens graph.

7. Meton GetLineDividingSpace npuHuMaeT HWKHUH JeBbli yron bottomLeftAreaCorner,
BepxHHM TmpaBblii yron topRightAreaCorner, MHUHMMaNbHYIO0 IIHPHUHY M JUIMHY KOMHAT
roomWidthMin u roomLengthMin. OH omnpenenseT OpueHTALUIO JIUHUHN pa3AeiIeHus IpOCTPaH-
CTBa U BO3BpallaeT o0beKT Line, copeprkauii OpUeHTAINIO U KOOPAWHATHI TUHHH.

8. Metox GetCoordinatesFororientation mpuHUMaeT OpUEHTALMIO JTUHHUM Orientation, HIK-
HUI seBblii yron bottomLeftAreaCorner, BepxHmii mpaBeiid yron topRightAreaCorner, MuHu-
MaJTBHYIO IUPHUHY U JITHHY KoMHAT roomWidthMin u roomLengthMin. On onpenernser ciydai-
HbIE KOOPJMHATHI JJIsl IMHUH Pa3/IeIeHUs IPOCTPAHCTBA B COOTBETCTBUH C OPHEHTAIMEH M BO3-
BpalaeT ux kak o0bekT Vector2Int.

3. NMpoekTnpoBaHne nHTepcenca moayns reHepauum ypoBHemn

[Tpu mpoekTrpoBaHUM HHTEpQEiica I MOIYJIs TeHEepaIlMy YPOBHEH BaXKHO TaKKE YIUTHI-
BaTh BO3MOKHOCTH WTPOBOTO JBMXKKA W IIaTGOpMBI, HA KOTOpoi padoTaer urpa. MHTEpdeiic
JIOJDKEH OBITh aJanTHPOBAH IO/ PA3IUYHBIC YCTPOMCTBA M AKPAHBI U COBMECTUM C TEXHOJIOTHSI-
MU, HCIIOJIb3yEMBIMHU B UTPOBOM JBIKKe Unity.

Taxke cieyeT yYuThIBaTh, YTO MOJIE30BATEIN UMEIOT Pa3lIMIHBIA YPOBEHb OIBITA U HABHI-
KOB, TTO3TOMY MHTEpQEiC N0mKEeH ObITh pa3padoTaH TaKUM 00pa3oM, 4TOOBI OH ObUT MOHATEH U
JIETOK B UCIOJIb30BaHUU KaK JUIsl HOBUYKOB, TaK U JUIS ONBITHBIX MOJIb30BATENIECH.

OpauH U3 KITI0YEBBIX ACTIEKTOB MPOEKTUPOBaHUS MHTepdelica s MOyl TeHepalul ypoB-
Hell — 3TO y100CTBO HCTIOIb30BAHMS.

HHuTtepdeiic gomxeH coaepkarh HACTPOMKH YPOBHS M BO3-
MOKHOCTb CO3/1aTh HOBBIH YPOBEHb, OUHCTUTH CIIEHY, COXPAHUTH
YpOBEHb, 3arpy3uTh ypoBeHb. [Ipumep roroBoro untepdeiica, uH-
TerpupoBanHoro B Unity, mpuBeaeH Ha puc. 6.

KitoueBbie anemMeHTHl ynpaBiaeHus: uHTepdencom ans Moay-
JIsl TEHEpaluK yPOBHEH BKITIOYAIOT CIEAYIOIINE ITAIbI:

1. ITanenb HACTPOEK: 3TO OCHOBHOW AIIEMEHT yIpaBJICHHS, TO-
3BOJIAIOLIMI HAcTpauBaTh IapaMeTpbl TeHEpalMy YpOBHEW. JTa ma-
HEJTb MOXKET BKITIOYATh SJIEMEHTHI YIIPABIICHHUS, TAKUE KaK MOJI3YHKH,
HEePEKITIoUaTeII, BhINaJalONMe CIIUCKU U T.1., KOTOPbIE MO3BOJISIOT
MOJIH30BATEII0 HACTPAUBATh Pa3IMYHbIC MMAapaMeTPhl, TAKUE KaK pas-
Mep ypOBHsI, KOJIMYECTBO KOMHAT, CIIOKHOCTb U T.[I.

2. KHonka reHepanuu: 3T0 KHOINKA, KOTOpas 3alyCcKaeT Ipo-
LIECC T€HEPALIUU YPOBHS C TEKYLIUMHU HACTPOUKAMH.

3. KHomka O4YHMCTKH CIIEHBI: 3TO KHOIIKA, KOTOpas 3alyCKaeT
IIPOLIECC OYMCTKH CLIEHBI OT OOBEKTOB.

4. CoxpaHeHHUE U 3arpy3Ka HACTPOEK: 3TO AJIEMEHTHI YIpaB- —_

JICHUS1, TIO3BOJISIIOLINE UTPOKY COXPAHSTh M 3arpy’kaTh HacTPOii- =

KM T€HEpalu YpPOBHEHU. DTO MOJIE3HO, €CIIM UTPOK XOUYET COXpa- L1

HUTH HACTPOMKH JUIsl OyAyUIUX UTP WIH MOACIUTHCS UMHU C JIPY- Puc. 6. [TaHesb HACTPOEK
TUMHU UTPOKAMH.

B ~ Dungeon Creator (Script)

CreateNewDungeon

Applied Mathematics and Control Sciences, no. 1, 2024 49



MaTtemaTtnyeckoe MoaennpoBaHue N BblHUCTINTESIbHAaA MaTteMaTuka

5. IIpocMOTp YpOBHS: 3TO AJEMEHT yIpaBJICHHUs, KOTOPBIMA MO3BOJIAET MOJIB30BATEIIO MPO-
CMOTPETh CO3/aHHBIM ypoBeHb B 3D-Buae. DTO MO3BOJISET OLIEHUTh HACTPOMKM TeHEpaluu U
BHECTH U3MEHEHUS TPU HEOOXOJUMOCTH.

KagectBeHHO pa3paboTaHHBIN HHTEp(EHC MOKET 3HAUYMTENHHO YIYYIIHTH MOJIB30BATEIIh-
CKHI OTIBIT M CIIeTIaTh MIPOLIECC CO3/IaHus YPOBHEH Oosee ya1oO0HbIM U 3 (HEKTUBHBIM.

Ha puc. 7 nmokazan o0uuii Bua UTPOBOTO YPOBHSI, MOJYYSHHOTO B pe3yJbTaTe padOThl MO-
ZlyJIs TEHepaluu YPOBHEN.

Puc. 7. OOmwmii BUJ HTPOBOTO YPOBHS

4. OnucaHue PyHKLMOHaNa Moayns reHepauvu ypoBHen
AnA ogHononb3oBaTenbCckon 3D-Urpbl

Monaynb reHepaliii ypoBHEN 1JIsI OAHOMOJIB30BATENIbCKOM 3D-Urphl npeHa3HaueH ISl CO3-
JaHUS CIIyYalHBIX YPOBHEW C pa3iMYHBIMU TUIIAMH KOMHAT, KOPUAOPOB U OOBEKTOB Ha OCHOBE
anroputma BSP (Binary Space Partitioning).

Moynb BKIIIOUAET cleayronue GyHKINH:

* CO3gaHHC ypOBHH C 3a1aHHbIMU HapaMeTpaMI/I, TAKHUMH KaK pa3Mep ypOBHﬂ, KOJINYECCTBO
KOMHAT ¥ KOPHIOPOB, CIIOKHOCTh JTAOMPUHTA, MUHUMAIbHBIA M MaKCHUMAaIlbHBIN pa3Mep KOMHa-
Thbl, IIIUPUHA KOPUAO0PA;

* pa3melleHue 0ObEKTOB Ha YPOBHE, TAKUX KaK CTEHBI, ABEPU, OKHA, MeOeNb U IpoYee;

* IIPOBEPKY NPABWIBHOCTU COCOUHEHUs KOMHAT U KOPUAOPOB, OTCYTCTBHS IEPECEUCHUU
CTEH U OOBEKTOB, OTCYTCTBHUS 3aMKHYTHIX IMyTeH B JaOUpUHTE (BO3MOXKHOCTh M3 OJHOW TOYKH
YPOBHSI TPOUTH B JIIO0YIO IPYTYIO TOUKY);

* BO3MOYXHOCThH COXpPaHEHHUS CTEHEPUPOBAHHOTO YPOBHS B (haiiil U 3arpy3KH €ro s 1ocIie-
JYIOIIIETO UCTIONB30BaHUS B UTPE;

* HACTPOWKY MapaMeTpPOB T'C€HEPAIMH YPOBHS B 3aBUCHUMOCTU OT TPeOOBAHMM UTPHI, TAKUX
KaK CTHJIb UTPBIL.

BXOILHLIMI/I JaHHBIMHA HpOl”paMMI)I JOJIZKHBI 6BITB 3HAYCHUA OJIA HaCTpOﬁKH MOI{yJ’I)I, MOoACIn
U TEKCTYPHI U3 KOTOPBIX COOUpaeTCsi ypOBEHb.

BbIXOIHBIMU JJTAaHHBIMHM TIPOTPAaMMBI JIOJKEH OBITh CT€HEPHPOBAHHBIA YPOBEHb. YPOBEHb
JOJDKEH OBITh CBSI3aHHBIM: MEPCOHAX UTPOKA JOHKEH U3 JIFDOOT0 MECTa JOCTHYb JIFOOOTO APYTo-
'O MEcCTa. YPOBGHB JOJIDKEH CTUJIMCTUYCCKU COOTBETCTBOBATH CeTTI/IHFy I/IFpI:I.

TecTtupoBaHue OTKAa30yCTOMYMBOCTH 3aKIIOYAJIOCh B BOCIPOW3BEJACHHHM HArpy3Kd Ha MO-
IyJib TeHepaluu ypoBHeil. B mpoliecce TectupoBaHus mpoBepeHa padoTocrnocoOHOCTh (PYHKITHO-
Hajia MOJYJIS U €r0 OTKa30yCTOMYMBOCTh. Harpyska coBepianack yBeJIMUEHUEM pa3Mepa KapThl
Y KOJIMYEeCTBa MoMelleHui. Takke mpoTecTUPOBaHbl HEMPABUIBHBIE BAPUAHTHI UCIIOIB30BAHUSI.

50 MpuknagHas maTemaTuka 1 Bonpockl ynpaenenus, Ne 1, 2024



Mathematical Modeling and Computational Mathematics

[Tpu TecTMpOBaHMU OTKA30yCTOHYMBOCTU IPOBEPEHO, YTO CHCTEMA OTpadaThIBa€T HECTaHIApPT-
Hble cuTyanuu 6e3 omuobok. TecTupoBaHKe NOKa3aI0 KOPPEKTHYIO paboTy MOJTYJIS.

3aknoveHue

Pa3paboTka Monyns reHepanuu ypoBHEH JUIsl OJHOIOJIB30BaTENbCKOW 3D-urpel Moxxer
OBITH OYCHB IMOJIC3HOM ISl CO3/IaHUsI MHTEPECHBIX U pasHOooOpa3HbIX ypoBHEW. BSP-tree mo3Bo-
aseT 3¢ (PeKTUBHO pa3dUBaTh YPOBEHb HA Pa3IMUHbIE CEKTOPBI, KOTOPbIE MOTYT OBITh 3aIOJIHE-
Hbl Pa3JIMYHBIMU OOBEKTAMU M 3JEMEHTaMU YPOBHS. DTO MO3BOJISET CO3/1aBaTh YPOBHH C pas-
JUYHBIMH XapaKTEPUCTUKAMHU U CIOKHOCTBIO, UTO YJIYUIIAaeT UTPOBOM OIBIT U JieJaeT urpy 6o-
Jiee NHTEPECHOM JJI1 UTPOKOB.

PazpaboTka MoyIsi reHepaly ypOBHEH Takke MOMOTaeT ONTUMHU3UPOBATh MPOLIECC CO3/a-
HUSl YPOBHEH, YTO MOKET 3HAYUTEJIbHO CHU3UTh BPEMs, 3aTPAuYMBAEMOE Ha CO3/IaHUE YpOBHEM.
Anroputm BSP-tree MoxeT ObITh JIeTKO HHTETPUPOBAH B UI'POBOM JIBUXKOK, YTO YNPOLIAET MPO-
1ecc pa3paboTKU U MO3BOJISET OBICTPO CO34aBAaTh HOBBIE YPOBHHU.

OpnHako npu pa3paboTKe MOJyJIsl TeHepalul ypoBHEH HEOOXOAMMO YUYHUTBIBATH HEKOTOPHIE
orpanuueHuss U npobiemsl. Hampumep, BSP-tree moxer morpeGoBaTh OOJBIIOr0 KOJUUECTBA
BBIUUCIIUTENBLHBIX PECYPCOB, 0OCOOEHHO IIpH padoTe ¢ OOIBIIMMH YPOBHAMU. Takke Mpu UCTIONb-
30BaHun BSP-tree MOXET BO3HUKHYTh TPYAHOCTh C '€HEpALMENl NPOXOJ0B MEXIY KOMHATAMH,
YTO MOXET OBITh PEIIEHO UCIIOJIIb30BAHUEM JOINOJHUTEIBHBIX aITOPUTMOB, KOTOPbBIE ITO3BOJISIOT
OCYUIECTBUTh 00X01 10 rpady.

PazpabGoTka Momynst TeHepany YpOBHEH NpeACTaBiIsieT HHTEPECHOE U MEPCHEKTUBHOE Ha-
npaBjeHue B 00sacTu pazpabotku urp. BSP-tree MoxeT ObITh MCIIOIB30BaH sl CO3/IaHUSI YPOB-
HEHl ¢ pa3IM4YHBIMU XapaKTEPUCTUKAMHU U CIIOKHOCTBIO, YTO MO3BOJIIET CO3JaBaTh OoJjiee MHTE-
pEcHbIE U yBIIEeKaTenbHble Urpbl. OHAKO NPH HCIOIb30BaHUU BSP-tree He06X01MMO yunThIBaTh
NOTEHIMAJIbHbBIE MPOOJIEMBI, TAKME KaK HEOOXOAUMOCTh ONTHUMM3ALNU U OalaHCUPOBKH JIEpeBa,
YTOOBI M30€KaTh CIMUIKOM OOJIBIIOrO KOJIMYECTBA NEPECEUEHUN U YJIyYIIUTh IPOU3BOAMTENb-
HocTh. Takxke, BSP-tree MokeT MMeTb TPYAHOCTH C CO3JaHUEM JMHAMMYECKU HM3MEHSEMBIX
YpOBHEH, I7ie 00bEKTHI MOTYT MEPEMEILATHCSA U U3MEHSITh CEKTOPBI.

Takum ob6pazom, BSP-tree mpexncraBnser co0oil MOLIHBII MHCTPYMEHT AJIsi IeHEepaluuu
ypoBHel B 3D-urpax, KOTOPbIM MOXKET 3HAUUTENbHO YIYYIIUTh Ka4€CTBO MIPOBOIO Ipoliecca.
OpHako ero McroJyib30BaHUe TpeOyeT TINATENbHOW ONTUMHU3ALUK U OalaHCUPOBKH, YTOOBI JOC-
TUYb HaWJIY4lIEro pe3yJIbTaTa.
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