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IHTEJIEKTYAJIBHI METO/IU PEJATI'YBAHHA IT'POBUX
CHEH Y CEPEAOBULIAX PO3POBKH BIIAEOIT'OP

'BinHnIbKYiT HAIOHATBHNI TEXHIYHUI YHIBEPCUTET

Anomauin

Posensinymo cyuacni nioxoou 00 3acmocysanis iHmeieKmyaibHux Memoois y npoyeci peoay8anHsi i2posux CyeH y
cepedosuwgax po3pobxu eideoicop. I[Ipoananizoéano ob6medncenHs MPAOUYITHUX [HCMPYMEHMI6 pedacy8anHs ma
00TPYHMOBAHO OOYIILHICMb BUKOPUCIAHHSL MemOOI8 WMYYHO20 THMeleKmy i npoyedypHoi eenepayii. Onucano nioxoou
00 aemomamusayii cmeopenHss ma Moougikayii i2posux 00’€kmis, a maKoic Memoou IHMepaKmueHol 63aeMOOIl
Kopucmyeaua 3 peoakmopom. Iloxkazano, wo 3acmocyeanusi IHMENEKMYAIbHUX Memooie 003605€ NiOGUUUMU
NPOOYKMUBHICMb PO3POOKU, 3MEHWUMU MPYOOMICIKICMb Peddzy8ants ma NOKpAuWUmu skicms i2p08020 KOHMeHNY.
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Abstract

Modern approaches to the application of intelligent methods in the process of editing game scenes in video game
development environments are considered. The limitations of traditional editing tools are analyzed, and the feasibility
of using procedural generation and machine learning methods is substantiated. Approaches to automating the creation
and modification of game objects, as well as interactive methods of user interaction with editors, are described. It is
shown that the use of intelligent methods increases development productivity, reduces the complexity of scene editing,
and improves the quality of game content.
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Beryn

CydJacHi cepenoBHINa po3poOKH Bileoirop 3abe3medyoTh MUPOKUK Habip IHCTPYMEHTIB IS CTBOPEHHS
Ta peAaryBaHHs ITPOBHX CII€H, NMPOTE OUTBHIICTh 3 HUX 0a3yIOThCS HA PYYHOMY KEpyBaHHI 00’€KTaMU Ta
mapamerpamu [1]. Lle mpu3BOoaWTH A0 3HAYHUX BHUTpPAT Yacy MpH PoOOOTI 31 CKIATHUMHU CIEHAMH Ta
YCKJIaIHIOE TpOIec po3po0KM MacmTaOHUX IrPOBHUX TPOEKTIB. 31 3pOCTAaHHSIM CKJIQJHOCTI ITPOBHX
CEepeOBHII BUHIKAE HEOOXITHICTh aBTOMATH3AIlil POIIECIB peAaryBaHHs CIEH, III0 MOXKE OYTH JOCSITHYTO
3a paxyHOK 3acTOCYBaHHS IHTEIEKTyaJllbHUX MeToAiB [2]. BUKOpWUCTaHHS TakWX MiIXOMIB JTO3BOJISE
3MEHIIINTH y4acTh KOPUCTYBa4a y BUKOHAHHI PyTHHHUX OIEpaIliid Ta MiIBUIINTH epeKTUBHICTh PO3POOKH.

Pe3yibTaTtn gociaixkeHHs

[IpoenypHa reHepartisi KOHTEHTY € OHUM i3 KITFOYOBHUX IMiXO/IB J0 ONTHUMI3aIlii MpoIecy peaaryBaHHs
ITPOBHX CIIEH, OCKUTBKMA JIO3BOIIIE aBTOMATHYHO CTBOPIOBATH CKJIAMHI CTPYKTYpH Ha OCHOBI
(hopMaTi3oBaHUX TIPaBUII i anropuTMiB [2]. 30KpemMa, 3aCTOCOBYIOThCS METO/IN TpaMaThk Gpopm, ¢ paKTanbHi
ANTOPUTMH Ta TEHEPaTHBHI CHCTEMH, IO 3a0€3MeYyI0Th CTBOPEHHS NaHAMA(TIB, OyIiBens 1 BHYTPIIIHIX
cieH 0e3 pydHOro MojentoBaHHs. [IpakTHyHe BUKOPHCTaHHS TaKUX ITJIXOJIB JO3BOJSE€ 3HAYHO 3MEHIIHTH
4ac po3poOKH Ta 3a0€3MMEeYNTH BapiaTHBHICTH iIrPOBOrO KOHTEHTY.

Kpim TOro, mpouenypHa reHeparis J03BOJS€ pealli3yBaTH aJanTHBHE (OPMyBaHHS CIEH, NPH SKOMY
napaMeTpH TeHepallii MOXYTh 3MIHIOBAaTHCS 3aJIeKHO BiJ KOHTEKCTY Tpu abo il kopucrtyBaua [2]. Lle
0COOJIMBO BaYKJIMBO JJISl BI/IKPUTUX IFPOBUX CBITIB, JIe 0OOCIT KOHTEHTY € 3HAYHUM.

Meroan MamIMHHOIO HaBYaHHS 3HAYHO PO3IIMPIOIOTH MOXIIMBOCTI pearyBaHHS CLEH 3a pPaxyHOK
aBTOMaTH3aLil MPUHHATTA pimeHsb [3]. 3okpema, Mozaeni IIMO0KOro HaB4aHHS MOXKYTh BUKOPHUCTOBYBATHCh
it kiacudikailii 00’€KTiB CI[EHHM, CETMEHTAIlli MPOCTOPY Ta BHW3HAYCHHS CEMaHTUYHUX 3B S3KIB MK
enemenTamu. lle m03BoMsie peari3yBaTH IHTENEKTyalbHE pENaryBaHHs 13 YacTKOBOIO aBTOMAaTH3AIi€l0
MpoLECy.



JonaTkoBo, MiAX0AW HA OCHOBI MAIIMHHOTO HABYAaHHS 3aCTOCOBYIOTHCA IJISl ONTHUMI3allil OCBITICHHS Ta
MaTepiaiiB cuenu [3]. Moneni MOXXyTbh MPOrHO3YBaTH MapaMeTpH OCBITJIEHHS Ha OCHOBI reoMerpii cleHH,
IO TO3BOJISIE 3MEHIINTH KUIBKICTh PYYHUX HANAIITYBaHb 1 MIABHUILHUTH SKICTh Bi3yalizallii.

[HTEepakTUBHI PEedaKTOpy HOBOTO MOKOJIIHHS IHTErPYIOTh iHTENEKTyaJbHI MiKa3Kh Ta PEKOMeEeHJAlliiHi
MexaHi3MH, sIKi 0a3yroTbcsl Ha aHami3i Aill kopuctyBaua [4]. Taki cucTremu 34aTHI IPOIOHYBATH ONTUMAJIBHI
BapiaHTH peAaryBaHHsS, aBTOMAaTHU3yBAaTH IOBTOPIOBaHi omepaiii Ta MiIBUIIYBaTH €()EKTHBHICTH POOOTH
pPO3pOOHUKA.

OxpiM 1BOTO, pEKOMEHIAIIIIHI CHCTEMHU MOXYTh BUKOPHCTOBYBATHCH JJIsl aBTOMATHYHOTO PO3MIIICHHS
00’€KTIB y CII€HI 3 YpaxyBaHHSIM JIOTIKH IrPOBOI'0 CEPEIOBHINA Ta KOMITO3UIIIHHUX npaBui [4]. Lle no3Boise
3MEHIIIMTU KUIBKICTh TIOMHUJIOK 1 TIOKPAIIUTHU SKICTh OOYIOBH CIICH.

[HTerpamis iHTENEKTYaTbHIX METOAIB Y CYYacHi irpoBi pymii 3a0e3neuye MOXKIIMBICT iX BUKOPUCTAHHS B
pexuMi peanbHoro yacy [5]. Lle no3Bojisie BHKOHYBAaTH peaaryBaHHS CIEH O€3MOCEpPEaHbO I 4ac
BHKOHAHHS TPH Ta CTBOPIOBATH aJalTHBHI IrPOBI CEPE/IOBUILA.

CyuacHi pyuni MATPUMYIOTh aBTOMATHYHE OHOBIICHHS MapaMeTpiB CIIEHH, MpOILEAypHY T'eHepallito
PIBHIB Ta JUHAMIi4YHy 3MiHY OTOUYEHHsI 3aJIeKHO Bif Jilf kopuctyBaya [5]. Lle BigkpuBae mepcreKTHBH JUIS
CTBOpPEHHSI YHIKaJIbHOTO irPOBOT'0 JIOCBITY.

TakuMm 4YHMHOM, TOE€JHAHHS MPOIEAYPHOI TeHepallii, MAaIIMHHOrO HaBYaHHS Ta IHTEPAKTHBHUX
THCTPYMEHTIB J103BOJIsI€ chopMmyBaTH e(EKTHBHI TporpaMHi 3acoO0M penaryBaHHs irpoBHX CIEH, IO
XapaKTepU3yIOThCSl BUCOKUM PiBHEM aBTOMATH3allil Ta aaanTUBHOCTI [2—-5].

BucHoBku
3acrocyBaHHsI 1HTEIEKTyaJlbHUX METOMIB Y pelaryBaHHI irpOBUX CIIEH JIO3BOJISIE CYTTEBO IiJBHIIUTH
e eKTUBHICTH TIPOIIECY PO3POOKH Bimeoirop. BukopucTaHHs mpoleaypHol reHepaiiii, MaltMHHOIO HaBYaHHS
Ta IHTEPAKTHMBHHMX CHCTEM CIpHUS€ aBTOMATH3allii CKJIaJHUX IPOILECIB 1 MOKPAIIEHHIO SKOCTI irpoOBOro

KOHTEHTY.
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