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Abstract. In the modern computer game industry, which is rapidly evolving and demands
increased interactivity, realism and scalability of game systems, procedural generation algorithms
have become an integral part of development. These algorithms enable the automatic creation of
large volumes of content — from landscapes and levels to quests, narratives, and even graphic
elements such as textures, materials and 2D/3D models. However, the performance of such
algorithms directly depends on their time and space complexity, which becomes a critical factor when
generating content in real time or on less powerful devices. Therefore, this analysis considers modern
approaches to procedural content generation, particularly algorithms based on noise functions
(Perlin noise, fractional Brownian motion), generative grammar (graph rewriting), space
partitioning methods (Fortune’s algorithm for Voronyi tessellation) and genetic algorithms. In this
regard, a detailed review of the prospects for optimization procedural content generation of these
algorithms is relevant, which will allow choosing the most suitable solutions for specific game
projects and ensuring a balance between content quality, performance, and visual appeal.

VY cyuacHiii iHAyCTpii KOMII IOTEPHHUX irOp, sIKa CTPIMKO PO3BUBAETHCS TA BUMArae Bce OIbIIOq
IHTEPaKTUBHOCTI, PEATICTUYHOCTI Ta MACIITA0HOCTI ITPOBHX CHCTEM, AJITOPUTMH MPOIEAYPHOI
reHepauii CTaloTh HEBiJ’ €MHOI0 YaCTHHOIO pPO3pOOKH. BOHM [103BOJNSAIOTH aBTOMAaTH30BAaHO
CTBOPIOBATH BEJIMKI OOCATH KOHTEHTY — Bij JaHAadTiB 1 PiBHIB 10 KBECTIB, CIOXKETIB Ta HaBITh
rpadiyHUX eIeMEHTIB, TAaKUX K TEKCTYp, MarepiaiiB 1 2D/3D mozeneii. IIpoTe epeKTUBHICTD TaKMX
ATOPUTMIB HaIPsSIMy 3aJI€KHUTh BiJ X 4acOBOi Ta MPOCTOPOBOI CKJIATHOCTI, IO CTA€ KPUTUIHUM
YMHHUKOM TIpY TeHepallii KOHTEHTY B peaJlbHOMY 4aci a0o Ha clIabIIuX MPUCTPOSAX. 3aJisl aHAIZY
PO3MIISIHYTO CydYacHI MiIXOIW 70 MPOIEeAypHOi reHeparlii, 30KpeMa aJlrOpuTMH Ha OCHOBI IITyMiB
(urym Ilepmina, qpoOoBuii OpOyHIBCHKHIA IITyM), FT€HEpAaTUBHOT TpaMaTUKH (TiepenucyBaHHs rpady),
po36uTTs mpocTopy (anroputMm DopuyHa s Tecensiis BopoHOro) ta reHeTUYHI aNropuTMH. Y
3B’SI3KY 3 IIUM aKTYaJIbHHUM € JI€TaTbHUI OTJISII IEPCIEKTUB ONTUMI3aIlii IIBUAKOIIT IUX aITOPUTMIB,
110 JIO3BOJIUTH OOpaTH HAWOUIBII TPHUAATHI PIMICHHS /i1 KOHKPETHUX ITPOBUX TPOEKTIB Ta
3a0e3neunTH 0alaHC MIXK SIKICTIO KOHTEHTY, IPOAYKTUBHICTIO 1 Bi3yaJIbHOIO MPUBAOIMBICTIO.

[ym Ilepaina (Perlin noise) [1] € ogHUM 13 HAMBIZOMIIIKX METOJIB MPOIEAYPHOI reHeparlii,
1110 BUKOPHCTOBYETHCS JIJIs1 CTBOPEHHS TEKCTYP, penbediB, XMap, BOIU Ta IHIIMX CKIAJHUX CTPYKTYP
y KOMIT'IOTepHIA Tpadiil Ta irpax, sKi BHUIJISAAIOTh MaKCUMaiabHO mnpuponaHo. llIBumkomis €
BXJIUBUM (PaKTOPOM ITPH HOTO BUKOPUCTAHHI B pealIbHOMY 4aci, 0COOJIMBO B IrPOBHUX PYIIisIX, TAKHX
sk Unreal Engine 5, ne reneparis nanmmadTiB a00 €deKTiB 4acTo BHUKOHYETHCS IIiJI Yac TPH.
ANTOpUTM Ma€ 4acoBy CK.HaI[HiCTBO(Tlp * 2"), JI€ Ny — KUIBKICTb TOYOK, JUISL IKMX O0YHMCITFOEThCS

IIyM, a 1 — KUIBKICTh BUMIpPIB MpocTopy. Ha mpakTuii mig gac po3poOku irop aiis 3a0e3nedeHHs
MPUHAHATHOI TMPOAYKTHUBHOCTI YacTO BIAIOThCA 10 KiUTbKOX onTumizamiii [2]. Ilo-mepe,
3aCTOCOBYIOTBHCS TIOTIEPEIHBO 3T€HEPOBaHi IIIyMOB1 KapTH (noise textures), sSiKi 3YUTYIOThCS 3 TIaM ' SATi
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3aMicTb OOYHCIIEHHS IIyMy B peainbHOMY uaci. [lo-Ipyre, BUKOPHCTOBYIOTHCS KEIIyBaHHS Ta
IHTEpHOJALisT MK YK€ OOYMCICHMMH 3HAYEHHSIMHU, IO JI03BOJIIE 3HAYHO 3MEHIIMTU KUIbKICTh
omepailiii. TakoX MOXKJIMBE 0OMEKEHHSI PO3MIPHOCTI IMIyMy — 3amicTh moBHOIIHHOTO 3D a6o 4D
IIyMYy BUKOPUCTOBYIOTh IPO€EKIIii a00 koMOiHOBaHi kapTH 2D 1rymy. Kpim Toro, y AeaKux BHIagKax
PO3pOOHUKHU TIEPEXOAATH Ha OUIBII IMIBU/KI albTEPHATHBH, HANPUKIIAJ CUMILIEKC-TyM, abo GPU-
peaiizanii IyMOBHX aJTOPUTMIB, SIKi al0Th 3MOTY MapajieibHO 0OpOOIATH BEIMKY KUIBKICTh TOUOK.

Hpo6ouii 6poyniBcekwuii irym (JIBLI) [3] € po3BUTKOM 17€1 KJTAaCHYHOTO OPOYHIBCHKOTO PYXY,
KU OMHCY€E BUIIAQJKOBE MEPEMIIIEHHS YAaCTHHKH, 1 IIMPOKO BUKOPUCTOBYETHCS B MPOLECTypHIH
reHepamii CKIaAHUX MNpUPOIHUX CTpykTyp. LlBuakoxmis apoOboBoro OpOYHIBCHKOTO IIyMY
0e3mocepeIHbO 3aJICKUTh BiJl KUTBKOCTI OKTaB, SIKi 3aCTOCOBYIOTHCS Ui (pOpMyBaHHS KiHIIEBOTO
pe3yabTaty. Jis K0)KHOI TOUYKH IPOCTOPY HEOOX1THO OaraTopa3oBo 00UYMCIIIOBaTH 0a30BUi LITyM, III0
B CYKYITHOCTI 31 301JbIIECHHSIM YacTOTH KOXXHOI HACTYMHOI OKTaBHU IMPU3BOJUTH O CYTTEBOTO
3pOCTaHHsI OOYMCITIOBAIIBHOTO HaBaHTakeHHS. lle ocoOnmBO BaMBO B 3a7adax TeHepallii B
peanbHOMY Yaci abo MpH BEIMKHX 00csrax BXIIHHUX TOYOK. Y Takux pymisx, sik Unreal Engine 5,
MoxuiBa peanizamis JIBII yepe3 marepianbai rpadgu abo HOM IITyMYy, aJie HaBITh TaM PO3POOHUKAM
PEKOMEHAYEThCS YHUKATH HaIMIPHOT KIJTBKOCTI OKTaB, SIKIIO 11€ He KPUTUYHO IS Bi3yalbHOI AKOCTI.

[TepenucyBanns rpady [4] — 1e TOTYKHUAM MIAXIJ 10 MPOIEAYPHOI TeHEpallii, IO JT03BOJISE
CTBOPIOBATH CKJIAJHI CTPYKTYPH Ha OCHOBI YIiTKO 33/1aHUX MpaBui TpaHcopmarlii. SKio cBiT rpu
MPEeACTABICHUH y BUTIISAI rpady, criouaTky GpopMyeThes 06a3oBuit rpad (Hanmpukiaz, sk madioHHa
KiMHaTa abo0 BYJIHIIS), TICIS YOO MOCTII0BHO 3aCTOCOBYIOThCS MPaBHJIA, SIKI 3aMIHIOIOTH MiArpadu
Ha IHI, JOTPUMYIOYHMCHh TIEBHOI JOoTikH. HaiOinpmm mnomumpeHuM MiaxoaoM € airedpaidHe
NEPEeNUCyBaHHs, SIKE€ BKJIIOYAa€ METOAM TMOJABIMHOTO Ta OJMHAPHOTO BHINTOBXYBaHHS. MeTon
MOABIMHOTO BUIITOBXYBaHHS Tpalfioe yepes rpadu L (Bxin), R (BuXim) Ta KOHTEKCT K, 110 103BOJIsIE
YHUKHYTH KOH(UTIKTIB 1 3a0e31meuye cTporictb MoAudikaiii. MeTon oAMHApHOTO BHINITOBXYBaHHS
orepye nuie rpadamu L i R, 1m0 poOUTH HOTO OLIBII THYYKUM, aJie MOTSHIIIIMHO MEHII CTa0lIbHUM
y BUNAQJAKY CKJIaAHMX meperBopeHb. IIBuakoxis mepenucyBaHHsS rpady CYTTEBO 3aJIeXHUTh Bij
oOpanoi peanizarlii Ta po3mipy rpadoBux KoMmnoHeHTiB. OCHOBHOIO OOUYMCITIOBATHHOI CKJIAIHICTIO
€ Totryk romomMop(dizmMy — T00TO, 3HAlEHHS Yy BeaukoMy rpadi G miarpady, i3omopdHOTro rpady
L. e 3aBnanHs B 3aralbHOMY BUMaAKy € NP-1oBHHMM, 1 B HAWTipIIOMy BUIIA/IKy Ma€ €KCIIOHEHLIHHY
CKJIaJIHICTb O(n . VGVL), Jie N — KUIbKICTh npaBud, a V; ta V; — kuibkicTs BepiuH y rpadi G Ta
miarpagi L BignosigHo. Y MpoCTilMX BUIAIKaX 4acoBa CKIIAAHICTH OLiHIOEThCS K O(n - Vi - V)).
Xoua 3aCTOCYBaHHS CaMOTo MpaBuiia (MEepeTBOPEHHs MiArpady) 4acTo Mae€ MOCTiHY abo JiHIHHY
CKJIQJHICTh, OCHOBHA 3aTpMMKa BHHHMKA€ caMe Ha erami Momnyky. [IpakTtuyHo, mis omrumizarii
nepenucyBaHHs rpadiB BapTo oOMeXuUTH po3Mip rpadiB L Ta G, 3aCTOCOBYBATH IOMEPEIHIO
binpTpartito By3idiB (HampuKiIajd, 3a MITKaMH a00 BIJIACTUBOCTSAMH), a TaKOX BHKOPHCTOBYBATH
KEIIyBaHHS Pe3ylbTaTiB 4acTHX 3icTaBlieHb. OKpIM LbOTO, MOIUIBHO YHUKATH TJIO0ATBHUX 3MiH
rpady ¥ HaTOMICTh JOKaTi3yBaTH TMpaBuja — 1€ 3HAYHO MPUIIBHANIYE OOYHUCICHHS Ta 3HIDKYE
KUTBKICTh KOH(JIIKTIB.

Tecensist Boponoro [5] € MeTo10M pO3MOIiICHHS TTPOCTOPY, Y SIKOMY KOXHA TOYKa 00J1acTi
HAJICKUTH 10 KOMIPKH, HAHOIMXKIO01 10 3aAaH0T TOYKU po30UTTS. Takuii miaXif 11eadbHO MiIXOAUTh
JUTsl TeHepallii MPOCTOPOBO PO3MOIICHUX O00'€KTIB, HANPUKIIAJ, KIMHAT, OCTpOBIB a00 0iOMiB y
MPOLIEYPHO 3reHepoBaHUX cBiTax. Anroputm @opuyHa [6] € Halle()eKTUBHIIIUM METOJOM
nmoOyoBM miarpaMu  BopoHOTO, IO 3HAYHO ONTUMI3Y€ TMPOIEC TOPIBHIHO 3 HAIBHUMH
TE€OMETPUYHUMH MiAX0JaMU. 3aMiCTh MOBHOTO MOMApPHOTO Nepedopy, BiH BUKOPUCTOBYE IMPSAMY
«3aMITaHHs», sIKa MOCTIA0BHO 00po0IIsie ol 0/1aBaHHS HOBO1 TOYKH a00 3HMKHEHHS AyTH (TIoii
KOJIa), CTBOPIOIOYM Ayru napabon Ta BepmuHH Tpady Boponoro. 3aBnsku BUKOPUCTAHHIO
MPIOPUTETHOI YEpru MOIIA 1 ITWHAMIYHOTO JAepeBa YT, aJTOPUTM JOCITAa€ YacOBOi CKJIATHOCTI
0(nlogn) npu 0 (n) nam’sri, e 1 — KUTBKICTh TOYOK po30HTTsL. Ile poOuTh H0ro epeKTHBHUM IS
reHeparlii CKIaJHUX, ajie IETEPMIHOBAHO CTAaOUIBHUX CTPYKTYP 13 BEIHMKOI KiJTbKOCTI €JIEMEHTIB —
0cO0JIMBO KOJIM BaXKJIMBA IIBUAKICTh TeHEepallii Ha MOYaTKy I'py a0o MpHU repepaxyHKax Iij] 4ac 3MiHU
CBITY.
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OmuH 13 WIAXOMIB 1O TPOIEAypHOI TeHepallii CKIaJHUX CTPYKTYp TIPYHTYEThCS Ha
3aCTOCYBaHHI €BOJIOLINHUX MPUHIMIIIB, 30KpeMa reHetuyHi aiaroputmu [7]. LIBuakoais Takoro
MIJIX0Ty 3QJICKUTH HE JIUIIE BiJl KITLKOCTI TIOKOJIIHB Ta MOMYJIAIII, a i BiJl CKJIaJHOCTI TCHETUYHUX
oreparliii Ta oouncieHHs QyHKIlT 1omacoBaHoCTi [8]. YV crpollleHOMy BUIAIKY, KOJIH BCi omepartii
MaroTh KOHCTaHTHY CKIIAJHICTh, 3arajibHa 4acoBa CKJIAIHICTh aaroputMmy 3Boauthes 10 O(GMN).
Xoya 11e¥ aropyuT™ HE 3aBXKIH € HAWIIIBHUIIINUM, BiH 3a0€3Meuy€e THYYKICTh 1 TOUYHICTh Y (hOpMYBaHHI1
CKJIaJHUX OOMEXEHUX CTPYKTYp, 10 poOUTH HOro JOUIIBHUM BUOOPOM MpU po3poOlli TeHepaTopiB
3 BUCOKMM PIBHEM BapiaTMBHOCTI Ta KOHTPOJIhOBAaHOCTI. ONTHUMI3aIlis TCHETUHYHUX AJITOPUTMIB Y
pymii mepembavae 3MEHIIEHHS BHUTpaT Ha OOYMCICHHS: BUKOPHCTAHHS KEIIyBaHHS IS
MMOBTOPIOBAHUX OOYHMCIICHb (DYHKIIT TOMAcOBAHOCTI, mapasenizaliito oopooku momyssiiii na CPU
a6o GPU, a Takox 0OMEKeHHsI CKJIaJJHOCT1 oIepaliil CXpelieHHs Ta MyTalii (Halikparie 3BeCTH iX
70 KOHCTAHTHOTO 4acy). Taki MOKpalleHHs 03BOJIAIOTh 3aCTOCOBYBAaTH T'€HETUYHI aJITOPUTMH HE
nuie odraiiH Ha eramni po3poOKu, a i y pealbHOMY Yaci — HamnpuKial, A1 aIalTUBHOI reHeparii
KOHTEHTY B rogue-like irpax abo cumymnsaropax.

[TlincymoByro4UHM, MOKHA CKaszaTd, IO IIBUIKOMIS METOJIB MpPOLEAYpPHOI TeHepalii B
KOMIT FOTEPHHX Irpax 3HAYHOIO MIPOIO 3aJISKUTH Bij oOpaHOro migxomay. OnTuMizallis KOKHOTO 3
MiAXOMIB Ma€ BpaxOBYBaTH MOro OCOOJMBOCTI: BUKOPUCTaHHS KEIIyBaHHsS, Napaieiizalii,
oOMexeHHsI iTepalliii a0 CKJIagHOCTI (PYHKITIH T03BOJISIE TOCATTH TPUHHATHOTO OaIaHCy MIXK SKICTIO
3T€HEpOBAHOT0 KOHTEHTY Ta MPOAYKTUBHICTIO. EdexTuBHA peanmizauis LUX METOMIB y PYIIisX
noTpeOye BpaxyBaHHS KOHTEKCTY 1X 3aCTOCYBaHHS — YH II€ OJJHOPa30Ba reHepallis Ha CTapTi piBHS,
gy 6e31epepBHE CTBOPEHHS KOHTEHTY ITiJ1 Yac Tpu. Ba)XJIMBO He NepeBaHTaKyBaTH AJITOPUTM 3aiBOIO
CKJIQJIHICTIO — KOXE€H HOro KOMIIOHEHT Ma€ OyTH JIOTIYHO OOIPYHTOBAaHWUM, TMOCIITOBHUM Y
BUKOHaHHI Ta 000B’A3KOBO MEPEBIPEHUM Ha MPAKTHIIl 32 JOIOMOT0I0 TECTYBaHHS, 1100 YHUKHYTH
HEOYiKyBaHOI MOBEIHKH ITi/1 Yac TeHepallii irpoBoro KOHTEHTY.

[lepcneKTHBM NPUIIBUIIICHHS aJIrOPUTMIB MIPOIEIYypHOi TreHepalii NOJSAralTh Yy
BUKOPHUCTaHHI amapaTHUX 1 NPOrpaMHUX yJIOCKOHaJleHb. OIHMM 13 KIIOYOBHUX HAIPSMIB €
napasesnizailis 00uncIeHb, 30KpemMa 0araTormoTOKOBE BUKOHAHHS 1TEpaIliil KIIITHHHUX aBTOMATIB 200
oOpaxyHky (yHKIiN momacoBaHocTi B reHernuHux anroputmMax Ha CPU ta GPU. 3naunHoro
CKOPOUYEHHS 4acy MOXKHA JOCSTTH IUIIXOM 3aCTOCYBaHHS MOTIEPEIHBO OOYMCICHUX Ia0JIOHIB, SKi
KOMOIHYIOTBCS Y HOBI KOH(irypariii 3aMicTh MOBHOT reHepatlii 3 Hyis. [HKpeMeHTHa reHepalis JIuIe
HEOOXITHMX y TIOTOYHUHA MOMEHT 4YaCTHH CBITY TaKOX Ja€ 3MOTY 3MEHIIUTH PECypcHE
HaBaHTaXeHHs. OKpiM 1bOTO, MOTEHIIAN Ma€ IHTerpailis MAIIMHHOTO HAaBYaHHS, KOJIU HEUPOHHI
Mepeki MIBUIKO MPUUMAIOTh PINIEHHS HAa OCHOBI TOMEPEIHBOTO JIOCBIMY 3aMICTh CKIJIATHUX
eBpUCTHK. BukopucranHs e(eKTUBHUX CTPYKTYp NaHUX, TakuX sik BSP-nepesa a6o Octree [9], mosxe
ONTHUMI3YBaTH JIOCTYII JI0 irpOBUX 00'€KTIB Ta iX po3MilieHHs B ipocTopi. [loeqHaHHS X MMiIX011iB
3a0e3neunTh MiABUILIEHHS MPOIYKTHBHOCTI TeHepallii Ta 3p00uTh ii OLIBII THYYKOIO 1 aallTUBHOIO
0 yMOB irpoBoro cepenoBuma. Ha tabmumi 1 HaBenmeHi y3araabHEHI JaHl JUIsl PO3TIITHYTHX
aJITOPUTMIB IIPOIIETypHOI T'eHepallii.

Tabauys 1. V3azanvHiooua xapakmepucmuxa
aneopummis npoyedypHoi cenepayii

Meton
MpoIIe Iy PHOL MosxinBi onrTuMi3allii / MEpCIeKTUBA O11iHKa YacoBOI CKJIAIHOCTI
reHeparii CBITy

OO6mexeHHs po3Mmipy rpadis L i G,
JIOKaJIi3allisl MpaBuJl, KEIIyBaHHS
[TepenucyBanus rOMOMOP(HUX 31CTaBJICHD,
n TpaBWII IEPENUCYBaHHS,
rpady aBTOMAaTHU30BaHE CTBOPEHHS TIPABHII

V¢ — KiTIBKICTh BEpIIUH G,
(manpuknaza, MetTosioM Mepperia L
[107) V;, — KUIIBKICTh BEPILUH L

O(n * Vg * V;) B cepeIHbOMY,
0(n = V¢"*) B Haiiripomy:
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IIpooosocenns mabauyi 1

[Tapanenizanis renepariii, 3MEHIICHHS . .
Anroputm bt H pat, IMepebip ycix Touok O(n?),
KUTBKOCTI TOYOK, BUKOPUCTAHHS
dopuyHa IS : ; : Anroput™ @opuyna 0(nlog(n)):
MPOCTIIINX METPUK BIJICTaH, . .
TeCeJSIIil o N — KUTBKICTh TOYOK JliarpamMu
nonepenHiit gpinpTp ToYoK, GPU-
Boponoro Boponoro
o0YHCIIeHHS
3MEHIIIEHHST PO3MIPHOCTi, 0OMEXKEHHS
KUTBKOCTI O0YHCITIOBAHUX TOYOK, 0(n, * 2"):

[Iywm Iepnina BUKOPHUCTAHHS [IONEPEAHBO Ny, — KUIBKICTh TOYOK,
3r€HEPOBAHUX KapT, KEIIyBaHHA n — KIJTIBKICTh BUMIPIB
pesynbrariB, GPU-o0uncnenHs

[TapanensHa 00poOKa MOMYJIAIIH, 0(GMN):
. CIpoIieHHs (PyHKIIIi J0macoBaHOCTI . .
I'erernunmii pott by A ’ G — KUIBKICTh TTOKOJIIHb,
3MEHILIEHHS pO3MIpy MOMyJIsLii abo L o ;
ITOPUTM . . ; M — KiTBKICTh TeHIB 1HAMBIA,
KUTBKOCTI TIOKOJIiHb, KEITyBaHHS, N — posmip momyssiii
GPU-o0uncnenus P P Y
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