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Anomauin. I[lpogedeno ananiz cyyacnux nioxodig 0o adanmayii iepo8o2o npoyecy ma Mexamizmie OUHAMIYHOT 3MIHU
CKIAOHOCMI Yy KOMN TOmMepHUX iepax. BukoHano nOpISHsIbHULL aHANI3 ICHYIOYUX aHANo2ie ma O0OIDYHMOBAHO
AKMyanbHicms  pO3POOKU  6IACHO20 NPOSPAMHO20 3ACMOCYHKY. 3anponoHo8ano npocpamy Ons NpOEKMYGAHHS
OUHAMIYHUX MoOeell, A0anmo8aHux 00 8UMO2 2pasys, aKa peanizosana y euenadi 2D top-down shooter epu 6 cepedoguyi
Unity. 3acmocynox 3abesneuye aHuaniz Ccmamucmuku KOPUCmMy8aud, asmoMAamuyHe KOpUey8aHHs CKIAOHOCHI
NPOXOOACEHHS, 3MIHY NAPAMempie X6ulb NPOMUBHUKIE, 30epedicenHs npoQinie Kopucmysawie ma niOMPUMKY MeXAHIZMY
adanmueHo20 HANAWMYBAHHS i2D0BO20 NPOYEC).

KurouoBi ciioBa: agantiBHa ckianHicTh, Unity, TMHaMIYHA MOJIEINb, iIrpOBHIl IPOIIeC, aHaJli3 CTATUCTHKH, IITYIHIHA
IHTEJIEKT.

Abstract. Modern approaches to game adaptation and dynamic difficulty adjustment are analyzed. A comparative
analysis of existing solutions is carried out and the relevance of developing a custom software application is
substantiated. A software application for designing dynamic models adapted to player requirements is proposed and
implemented as a 2D top-down shooter game using Unity. The application provides player statistics analysis, automatic
difficulty adjustment, enemy wave parameter modification, user profile management, and adaptive gameplay
configuration.
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Beryn

Cy4acHa iHAyCTpisi KOMIT IOTEPHUX irop aKTHBHO BUKOPHCTOBYE MEXaHI3MH aJanTallii irpoBOTO MpoIecy
JUISL THATPUMaHHS OalaHCy MiK piBHEM HAaBHYOK KOPHCTYBada Ta CKJIAIHICTIO MPOXO/pKeHHs rpu [1,2].
Oco0MBO aKTyaIbHOIO Taka 3ajada € Juisl irop »kaHpiB shooter Ta survival, e HagMipHa CKIAIHICTE MOXKE
MIPU3BECTH JIO BTPATH 3aIliKaBJICHOCTI TPaBIld, a HAATO JIETKUN ITPOBHUIl MpoIeC 3HWXKYE PIBEHb 3aTydeHHS
KOPHCTYBaua.

Mertoto poOOTH € MiABHUIICHHS e(QEeKTUBHOCTI aJanTtamii irpoBOro Tpolecy LUIIXOM PO3pPOOKH
HNPOTrPaMHOI0 3aCTOCYHKY UISl MPOEKTYBAHHS JUHAMIYHUX MOJZEJEH, aqanToBaHUX A0 BUMOT TPaBLs.

O0’eKTOM JIOCHIJKCHHS € MpOIeC ajanTanii CKJIaJHOCTI KOMIT'IOTEPHOI T'pH BIJNOBITHO a0 i
KopucTyBada. [IpemmeToM AOCTIKEHHS € METONMW Ta TPOTpPaMHi 3acobm peamizamii CHCTEM ITHHAMIYHOI
ajanTarii CKIagHOCTI TPU O iIrpoBOTo Tpoliecy. ['00BHOIO 3a/1aueto € po3poOKa MporpaMHOro 3aCTOCYHKY,
SIKUH 320e31evye aHa i3 CTATUCTHKY IPABIA T4 aBTOMATHYHE KOPUTYBaHH IMapaMeTpiB irpoBux ceciil.

AHaJii3 aHAJIOTiB CHCTeMH

Cepen BiIOMHX TPUKIANIB afanTUBHHUX cucTeM MoxkHa Bumiumtu The Elder Scrolls IV: Oblivion, ne
CKJIaJIHICTh YaCTKOBO MacIITa0y€eThCs BiAMIOBIIHO 10 PiBHS MOXKIMBOCTEH MepcoHaxa. OQHAK Taka afarnTamis
BPaxoOBY€ MEPEBAKHO XaPAKTEPUCTUKU I'epos, a HE PeaJIbHI HABUYKKM KOPHCTYyBada.

VY rpi Max Payne BUKOPHCTOBYETHCS KJIAaCHYHUH MiAXia i3 QiKCOBaHMMH PIBHAMHU CKIAJHOCTI, SIKi HE
3MIHIOIOTBCS TIiJ] 9ac TMPOXO/DKEHHS TpH. Takwil MiOxiJ € MPOCTHM Yy peaiizaiii, IpoTe HE TO03BOJISIE
alanTyBaTy TPy A0 MOXKJIMBOCTEH KOPHUCTYBaya.

VY Forza Motorsport peanizoBaHO MeXaHi3MH MepCOHAI3aIi1 MOBEIHKHM CYNIEPHHKIB Ta aHaJi3y CTUIIIO TPH
KopucTyBada. He3Bakaiounm Ha BHCOKHMH piBEHb MNEepCOHai3allii, CHCTEMa Opi€EHTOBaHAa MNEPEBAXKHO Ha
noBeniHKy Al cymepHHKiB.



[IpoBenenwmii aHai3 MOKa3aB BiJCYTHICTh KOMIUIEKCHOTO PIllIEHHS, SKe O TOE€IHYBAIO aHai3 CTaTUCTUKH
TpaBIlsl, aBTOMATHYHY 3MiHYy MapaMmeTpiB CKIAIHOCTI Ta afanTaIlil0 XBWIb NPOTHBHUKIB. Lle minTBepmKye
aKTYaJIbHICTh PO3POOKH BIACHOTO MPOTPAMHOTO 3aCTOCYHKY .

OcobauBocTi peaJiizanii cucremu

IIporpamMuuit 3acTOCYHOK pearizoBano y cepemosuini Unity y Burisiai 2D top-down shooter rpu [3].
OCHOBY CHCTEMH CKJIAIal0Th MOJYJII KepyBaHHS IpaBIleM, TeHEpaIlii XBUJIb MPOTUBHUKIB, Al Boporis, 300py
CTaTUCTHKH, afanTalii CKJIaJHOCTI Ta yIpaBIiHHs MPOQIIMU KOPHCTYBaiB.

Jua peamizarii moBeiHKA TPOTHUBHUKIB BUKOpPUCTaHO KoMIOHeHT NavMesh Agent, skuii 3a0e3nedye
ABTOMATHUYHY HaBIralilo BOPOTiB J0 TpaBIisl. 30ip CTATHCTHKY BUKOHYETHCS ITICIIS 3aBEPUICHHS KOXKHOT irpoBoi
cecii Ta BKITFOYA€ KUTbKICTh 3HUIEHUX BOPOTIB, TOUYHICTh CTPUILOH, OTPUMAHY IIKOAY, 3aJIUIIOK 3I0OPOB’S Ta
KUIBKICTb CMEpTEH.

Ha ocHoBi 3i0paHux mMOKa3HUKIB cHCTeMa (GOpMye OINHKY e(QEeKTUBHOCTI TPOXOIDKCHHS TpH Ta
AaBTOMAaTUYHO KOPUTY€E MapaMeTpH HACTYMHOI irpoBoi cecii. 3aJeXHO BiJ pe3yNbTaTiB KOpUCTyBaya MOXKeE
3MIHIOBAaTHCA KUTbKICTh MMPOTHBHUKIB, PIBEHB iX 37J0POB’S, MIBUAKICTH MEPECYBaHHA Ta IHTEHCUBHICTH MOSIBH
HOBHX XBWJIb.

Peanizaniss MmeToay nuHamMiuHol aganTamii CKJIagHOCTI irPoBOro mpouecy

[lopanbmoro po3BUTKY HaOyB METOA IMHAMIYHOI ajanTalii CKIaIHOCTI irpoBOro MpoOLECy, SIKUH, Ha
BIAMIHY BiZl TPaAWIIMHUAX MIAXOMIB 13 (PIKCOBAaHMMH PIBHAMH CKJIQJHOCTI, 3a0e3leuye aBTOMATHYHE
KOPHUT'YBaHHS NTApaMETPiB I'PH 3 ypaxyBaHHAM MMOTOYHUX PE3yJIbTaTiB KOPHCTyBaya.

Mogenb poOOTH METOY JUHAMIYHOI alanTarlii CKJIaJHOCTI iIrpOBOTO MPOIIECY HABEJCHO Ha PUCYHKY 1.
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Pucynok 1 — Mognens poboTu MeToly JMHAMIYHOI alanTalii CKJIaIHOCTI iIrpoBOr0 POLIECy



[Ticnst 3aBepIIeHHS KOKHOI irpoBOi cecil cHCTeMa BHKOHYE aHali3 CTaTUCTUKH TPOXOHKCHHS TPH Ta
BU3HAYAE€ PiBEHb C(PEKTUBHOCTI TpaBlsl. SIKIIO KOPHUCTYyBad JEMOHCTPYE BHCOKI pe3yJbTaTH, CKIAIHICTh
ABTOMATHUYHO MiJIBUIIYETHCS MUISIXOM 301UIbIICHHS KITBKOCTI BOPOTiB, IBUIKOCTI IX TIEpeCyBaHHS Ta PiBHS
310pOB’s. Y BUMNAAKY HU3BKOI €EKTUBHOCTI TpaBLsl OKpEMi MapaMeTpu CKJIQJAHOCTI I'PU 3HIKYIOTHCS IS
3abe3rneueHHs] KOM(OPTHOTO MPOXOIKEHHS IrpPOBOTO TPOIIECY .

3ibpana crarmcTka irpoBoi cecii mepemaeThCs IO MOAYJS aHami3y CKIQJHOCTi, J€ BHUKOHYETHCS
OILIHIOBAaHHA pe3yJbTaTiB KopHucTyBaua. Ha OcHOBI oTpuMaHOi OWIHKK (OPMYIOThCS HOBI HapameTpu
CKJIATHOCTI HACTYITHOI irpoBoi cecii. OHOBIIEHI MapaMeTpH MepeaatoThCs 10 MOy TeHepallil IpOTHBHHUKIB,
MICIIS YOTO CTBOPIOETHCS HOBA XBWJISL irPOBOTO KOHTEHTY 3 ypaxXyBaHHSIM PIiBHS MiATOTOBKH TpaBus. Takuii
iaXia 3a0e3meuye aBTOMaTHIHE MiATPUMAaHHS OaTaHCy MK CKITAIHICTIO TPH Ta HABUIKaMU KOpHCTyBada 0e3
HEOOXiHOCTI pyYHOT0 HaJalITyBaHHS IMapaMeTpiB IPOXOKEHHS I'PH.

BucHoBok

Po3pobiteno mporpamMHmiA 3aCTOCYHOK TSI TPOEKTYBAHHS JHHAMIYHUX MOJIEJICH, afalTOBAaHUX O BUMOT
rpaBus. Ilporpama peamizoBana y cepemoBuili Unity. 3acTocyHok 3a0e3neuye aBTOMAaTHUHHUI aHali3
CTaTHCTUKM KOPWCTyBada Ta 3MAIMCHIOE aJanTHBHY 3MiHy IapaMeTpiB irpoBOTO MPOIECY BiANOBITHO A0
pe3ybTaTiB IPOXOKEHHS irpoBoi cecii. PeamizoBano cucremy kepyBaHHs rpaBuem, Al Boporis, rereparito
XBWIb TPOTHBHHUKIB, CUCTEMY NpO(]isiB Ta MEXaHI3M aJalNTHUBHOI 3MIHM CKJIQAHOCTI TpH. 3alpOIOHOBaHE
pIIIEHHsT TO3BOJISE MIBHIUTH PiBEHBb MEPCOHAII3AIli IrpOBOTO MPOIECY Ta MOKe OyTH BUKOPHCTaHE IS
MOJANBINX JAOCIIKEHD Y Taly3i aIalTHBHUX iITPOBUX CHCTEM.
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