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This study explores and analyzes methods like Perlin noise, directional
tunneling, cellular automata, Moore and von Neumann neighborhoods, and
random walk for 2D game map generation in Unity. These methods enable
diverse, engaging game worlds crucial for various genres. The main goal is to
evaluate each method's capabilities, limitations, and applicability in Unity for
landscape and tile-based maps. Testing within Unity will determine their
suitability. Overall, the research emphasizes aligning method selection with
project requirements and goals.

Y cydacHOMy CBITI PO3BUTOK KOMIIIOTEPHUX Irop CTaB HEaOUAKOIO
MHUCTELTBOM, 1[0 BUMArae rmo€eHaHHs TEXHOJOTTYHUX HOBAIll, KPEaTUBHOCTI Ta
e(EeKTUBHOIO BUKOPUCTaHHS 1HCTPYMEHTIB po3poOku. OIHHUM 13 KIHOYOBHUX
aCIeKTIB CTBOPEHHS I[IKaBUX Ta 3aXOIUIIOIYHMX ITOp € IreHepallis irpoBUX KapT.

VY 3B'SI3Ky 3 LIUM, BUCOKOAKTYaJbHUM € JOCIHIKEHHS Ta aHali3 METOMAIB
reHeparii kapt y 2D irpax. OcobGauBO 1Ie¢ cTa€ KPUTHUUYHHM y KOHTEKCTI
CTBOPEHHs JaHAmAa(Ty Ta TaillIOBUX KapT, SIKI CTAHOBJISITH OCHOBY 0OaraTbox
irop. Lli meromu reneparii kapT, SKi BKIIOYalOTh y cebe mym Ilepmina,
HaIpaBJICHU TyHENb, KIITUHHUWA aBTOMAT, OKOJUIll0 Mypa, okonuiio ¢oH
Heilimana Ta BumankoBe OJyKaHHS, BUSBISIOTHCS HE3aMIHHUMH 1HCTPYMEHTAMHU
y pykax po3poOHukiB [1]. BoHM 103BOJISIOTE CTBOPIOBATH PI3HOMAHITHI, IiKaBi
Ta HerependavyBaHi IrpOB1 CBITH, SIKI CTalOTh OCHOBOIO ISl BEJTUKOI KIJIBKOCTI
YKaHPIB 1rop.

["onoBHA MeTa JOCIIIKEHHS MOJISITa€ Y BUBYEHHI MOXKIIMBOCTEN KOKHOTO 3
HABEJIEHUX METOJIB Ta IXHbOT'O 3aCTOCYBaHHs ISl reHepauii janamadry Ta
TaiioBuX 2D KapT y cepeloBHILl irop, 30KpemMa, y nomyiaspHoMy (GperdMBOPKY
Unity.

BianoBinHo, 1€ [OCHIKEHHS CIHpsSMOBaHE Ha BU3HAUCHHS IIepeBar,
OoOMeXXeHb Ta BIJIMIHHOCTEW KOKHOTO METOAY, L0 JI03BOJUTH PO3POOHUKAM
oOupaT HAWUOUIBII MIAXOMAAN Ta e(EeKTUBHI METOAM Jisi KOHKPETHOTO
npoekTy. Takuii MiaXiag JOTMOMOXE ONTHUMI3yBaTH TPOIEC PO3POOKU irop Ta
M1JIBUIIIUTH SKICTh T€HEPOBAHUX ITPOBUX KapT.

Y nmaHoMy JOCHIPKEHHI TPOBEICHO aHali3 Ta TMOPIBHSHHS IIECTH
OCHOBHHMX METOAIB reHepamii kapT y 2D irpax 3 ypaxyBaHHSM IXHbOI'O
3actocyBaHHs B cepenoBuili Unity. Pe3ynbTaTu 1bOTro AOCIIPKEHHS] BU3HAYATD
IPUJATHICTh T4 €PEKTUBHICTh KOKHOI'O METOMY Il CTBOPEHHS ITPOBHUX KapT y
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2D irpax Ta CIpUATAMYThH TOJATBIIIOMY PO3BUTKY Ta BJOCKOHAJICHHIO METO/IIB
re’eparii kKapT y MaiiOyTHIX MpOeKTax.

VY Mexax MOCHIDKEHHS Ta aHaji3y aJlrOpUTMIB MPOILETYypHOI TeHeparlii
kapt y 2D irpax, 3 ¢Qokycom Ha BHKOpHCTaHHI cepenoBuma Unity,
IPOIMOHYETHCSI IPOBECTH aHAJII3 TAKUX METOAIB, sK 1ryM Ilepnina (Perlin noise),
HanpaBieHuil TyHenb (Directional tunnel), xmitunnauii aBtomar (Cellular
Automata), okonuus Mypa (Moore Neighbourhood), oxomuis ¢pon Helimana
(von Neumann Neighbourhood), 1 Bunankose 6iykanus (Random Walk).

[llym IlepniHa BiIOMHHM CBO€K 3JIaTHICTIO CTBOPIOBAaTH IUTaBHI Ta
OpraHiuyHi TEKCTYpH, 1 MOxe OyTH BUKOPUCTAHHMH JJIsi reHeparii penbedy Ta
tonorpadii irpoBoi Manu. BakJIMBOIO mepeBaror0 MbOro METOAY € MOXKJIUBICTh
peryJIFOBaHHS JAeTali3allii Ta TJIaJKoCTi CTBOPEHUX CTPYKTYP.

HampaBnenuit TyHenb Moke OyTH 3aCTOCOBAHHMM JJISI CTBOPEHHSI BY3bKUX
nacaxkiB y BUTIIAL JTaOIpUHTY, SIKI MOXKYTh CIIyTYBaTH OCHOBOIO JJISl CKJIQJHUX
piBHIB y rpi. Lleit meTo 3abe3medye BUCOKHUI piBEHb KOHTPOIIO Haa (OpMOIO Ta
po3MipamMu TyHEINIB, IO POOWUTH HOTO BIAMIHHUM BHOOpPOM ISl ITPOBUX
CepeJOBUII] 3 aKIIEHTOM Ha JieTasi3allio.

KnituHHUN aBTOMAT BUKOPUCTOBYBATUMEThLCA ISl T€HEpallii TepUTOpin 3
PI3HOMAHITHUMHM TUNaMHu JasHamadry abo Oiomamu. BiH  103BOJIUTH
CTBOPIOBATH BEJIUKY KUIbKICTh PI3HOMAHITHUX 00JacTeld 3 BpaXyBaHHSIM PI3HHX
napameTpiB, 1110 POOUTH HOT0 KOPUCHUM JIJISl IrOpP 3 BEJIMKUMU, PI3HOMAHITHUMH
CBITaMH.

Oxonuist Mypa € onHuM 3 0a30BUX METOJIB IeHepallii CTPYKTYpOBaHUX
obnmacTeii Ha wMami 1 MoXe OyTH BHUKOPHCTaHHM JJisi PO3IIMPEHHS a0o
3aMOBHEHHS B)KE€ 3T€HEPOBAHUX 00JIacTel, 3a0€3Meuyoun IXHIO B3a€EMOJII0 Ta
koHTyp. Oxomuinst ¢pon Helimana Ta BumankoBe OJyKaHHS TaKoX OYIyTh
BHUBYEHI Ta IPOTECTOBAH1 Y MEXaX I[bOTO JOCTIKEHHS, 1110 IO3BOJIUTH OI[IHUTH
iXHIO €(pEeKTUBHICTh Ta MPUAATHICTD AJIA TeHepanii kapT y 2D irpax.

3araibHUM pe3yJIbTaT JOCIIIKEHHS MIATBEPAUB, 110 KOXKEH 3 IIMX METOIB
Ma€e CBOi IepeBardn Ta oOMexeHHS. BuOip KOHKpPETHOro MeETony MJid
KOHKPETHOTO MTPOEKTY MOBUHEH 3aJIe’KaTH BiJl HOTo NoTped Ta Lijiel y TeHepanli
IrPOBUX KapT, a TAKOXK BiJl crielu(}iku caMoi Ipu Ta i reuMIlIero.

Koxen 3 HABEJIEHUX METO/I1B JTOCITIJIKYBaTUMEThCS Ta
BUNMPOOOBYBATUMETHLCS B CIICIIaIbHO CTBOPEHINM TECTOBIM cepelli B CepeIOBHIIII
Unity s OUIHKMA 1XHBOI MPUAATHOCTI I reHeparnii kapt y 2D irpax.[2] B
pe3yibTaTi TUIAHYE€ThCS CTBOPEHHHSI JEMOHCTPAIIMHOTO JOAATKy JAe Oyne
MOKa3aHO Pe3ybTaT BUKOPUCTAHHS IIUX METOIB B KOMOIHAIIT MK COOO0 IS
CTBOpEHHs irpoBoi 2D kaptu.
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