Il1aH teMOHCTPALMU MPOrPAMMHOIO NMPOAYKTA

1. Beenenue (30 cexynn)

lesab 1eMoOHCTpaUMU:

«Celuac s TOKaxy, Kak padoTaeT MporpaMMHBIN MPOTOTHUI, PEATTU3YIONTUN TPH
aJTropuTMAa MporeypHoi reaepanuu yposueit: BSP, Drunkard Walk u kiterounsie
aBTOMarthl. Bbl yBUIUTE, KaK apXUTEKTypa CUCTEMbI 00€CTIeUnBAET THOKOCTh, a
AJTOPUTMBI TEHEPUPYIOT YPOBHU TOJ] PA3HBIE UTPOBBIE CLIECHAPUN»

2. O630p apxutekTypsl (1 MuHyTAa)

JAuarpamma KJ1accoB:
«Cucrema nocTpoeHa Ha MOAYJIbHOU apXUTEKTYPE.

1. LevelGenerator — 1eHTpagbHBIN KJIACC, KOTOPBINA YIPABISET AITOPUTMAMU
yepes unrepdeiic [ILevelGeneratorAlgorithm.

2. LevelData — yHuBepcasibHas CTPYKTypa JUIsl XpaHSHHS JAHHBIX YPOBHS
(CTEHBI, MOJIBI).

3. AHAJINTHYECKHUI MOIYJIb — HE3aBUCHMO COOMpAET METPUKHU (BpeMsi
reHepaly, CBA3aHHOCTB).

4. Buzyaam3aTop — OTPUCOBBIBACT ypoBeHb B Unity, ucnionssys Tilemap
Systemy.

Sequence-guarpamma:

«ITonb3oBarens yepe3 untepdeiic 3aaaér napamerpsl — LevelGenerator 3amyckaet
BbIOpaHHBIN anroput™M — Pesynbrarsl nepenatorcs B LevelData — [lannbie
BU3YAJIN3UPYIOTCS U AaHATU3UPYIOTCS.

3. lemoncTpauus untepdeiica (2 MUHYTHI)
Hacrpoiika napamMeTpoB:
«Bor manenp yrpasieHus. s kaxa0oro anropurMa MOXKHO 3a1aTh YHUKAJIbHbBIC
napaMeTphl:
1. BSP: MUHUMAIIbHBIN pa3Mep KOMHATBI, YHCIIO UTEPAIIHiA, TOIIINHA CTCH.
2. Drunkard Walk: jyimna nytu (walkLength).
3. KiieTouHble aBTOMATHI: BEPOSITHOCTH CTCH, YHCIIO UTEPAIIHA, TIPABHIIA
POXKIEHUS/CMEPTH.

Hanpuwmep, yBennuus walkLength ans Drunkard Walk, met momyunm 6os1ee miaoTHbIe
YPOBHUY.

3anmyck reHepanuu:
«Haxumaem kHonky “CreHepupoBarh” — AJTOPUTM BBIMIOJIHIETCS — YPOBEHb



otobpaxaetcs B okHe Unity. BpeMs reHepaiiu BHIBOAUTCS B pEAIbHOM BPEMEHNY.
OQHOBPEMEHHO € 3TUM B KOHCOJIb BBIBOAUTCS CTATUCTUKA F€HEPAIMH, 110 33/IaHHBIM
HaMU METPUKAM.

Coxpanenmne/3arpy3ka:
«Bce mapameTpsl MOKHO coxpanuTh B JSON-(aiin u 3arpy3uth 1151 HOBTOPHOTO
VICTIOJIb30BaHUS».

4. Iloka3 padoTbl aaropuTMOB (3 MUHYTHI)
BSP (Binary Space Partitioning):
«3amanum mapameTpsl: minRoomSize = 5, maxIterations = 5.

AJITOPUTM CO3/1a€T UEPAPXUIO KOMHAT, COSUHSS X KOPUIOPAMH.
Pesynbrar: cTpykTypHO ynopsigodeHHbIi ypoBensb (Puc. 3.1).

Oco00eHHOCTD: TapaHTHUPOBAHHAS CBSI3HOCTh, HO TEOMETPUYECKAS )KECTKOCTHY.
Drunkard Walk:
«ITapamerp: walkLength = 3000.

ATreHT “NpoTanThiBaeT’ MyTh, CO37aBas OPraHUIHbIC JTAOUPHUHTHI.
Pesynbrar: ypoBeHb ¢ BeTBUCThIMU IyTAMHU (Puc. 4.2.1).

Puck: ¢dparmenranus npu mamom walkLengthy.
KieTounsie aBTOMATHI:
«ITapamerpsr: initialWallChance = 0.45, simulationSteps = 5.

[Tocne 5 ureparuii popmMupyroTcs nemeponoao0Hbie CTpyKTypsl (Puc. 4.3.1).

MOo’XHO MEHSATH ITpaBUJIa: HapUMeEp, MoBbICUB birthLimit, momy4yum 6osee
“arpecCuBHbBIC’” CTCHBD.

5. CpaBHMTE/IbHBII aHAJIU3 (2 MUHYTHI)

MeTpuKu Ha YKpaHe:
«ITocne renepanyy MOIyJIb aHAJIN3a BBIBOIUT:

Bpewms Boinonnenus (BSP: 45 mc, Drunkard Walk: 12 mc, CA: 80 mc).
Csszannoctb (BSP: 100%, Drunkard Walk: 92%, CA: 88%).
Hons tynukoB (BSP: 5%, Drunkard Walk: 18%, CA: 25%)».

TemuioBasi kapra (yCJI0OBHO):
«Ha npumepe Drunkard Walk: kpacHbIM BbIJ€I€HBI TYIIHKH, 3€J1EHBIM — OCHOBHBIE
nyTH. BUJTHO, KaK alnropuTm co34aET “BETBU ».



I'paduk 3aBMCMMOCTH BpeMEHHU OT pa3Mepa YPOBHHA:
«BSP macmrabupyercs xyxe uz-3a pexkypcuu, Drunkard Walk — nuneiino, CA —
AKCITOHEHITUATTLHOY.

6. UnTepakTtuBHas neMoHcTpauus (1 MuHyTa)

CMeHa napamMeTpoB B paMKax OHOI'0 aJITOPUTMA, Jy4Yllle BCero
npoaeMoHcTpupoBaTh Ha CA MeHsIf NIPABUJIA UTPbl, TK OHU HEMOCPEJICTBEHHO
OyIyT MEHAITh CTPYKTYPY YPOBHS.

7. Utorm (30 cexyHnn)
CuibHbBIE CTOPOHBI KAK/I0T0 AJITOPUTMA:

«BSP — xoHTpOb 1 cTpyKTypHOCTH, Drunkard Walk — ckopocTh 1 OpraHu4HOCT®b,
CA — ecTecTBEHHOCTb JaHAIAa()TOBY.

PexoMeHnianmnu aj1s pa3padoTUYMKOB:

«Kombunupyiite BSP u Drunkard Walk: nepBeiM co3aaBaiiTe KOMHATBI, BTOPHIM —
xopunopsl. s nemep ucnonb3yiite CA ¢ birthLimit = 4.

IIpakTH4eckasi HEHHOCTh:

«IIpoToTHIl TOTOB K MHTETPAIMH B UTPOBbIE IBUKKU. ET0 MOYKHO pacivpuTh,
n06aBuB HOBBIE anropuTMbl uepes nntepdeiic ILevelGeneratorAlgorithmy.
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