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IHTEJIEKTYAJIBHI METOIU PEJAT'YBAHHS ITPOBUX CIHEH
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INTELLIGENT METHODS FOR EDITING GAME SCENES IN
VIDEO GAME DEVELOPMENT ENVIRONMENTS

Anomauis

Mera pobotn. MeToro CTaTTi € JOCHIKEHHSI CyYaCHHUX IHTENEKTyaJbHUX
METO/IB pelaryBaHHsl irpOBUX CIIEH Y CEepeloBUIAX PO3POOKH Bileoirop Ta
BU3HAYEHHS IX pOJII B aBTOMAaTH3allli MPOLECIB CTBOPEHHSA, MoAudiKaiii i
onTUMIi3aIli irpoBoro KOHTEeHTY. OcoOJuBY yBary MNpUILIEHO MiAX0AaM, IO
JTO3BOJISIIOTH TIABUIIUTH €(PEKTUBHICTH POOOTH 3 BEJIMKOIO KUIBKICTIO 00 €KTIB
CLIEHU, MOKPAUIUTH MPOAYKTUBHICTh IHTEPAKTUBHUX 3aCTOCYHKIB 1 3MEHIIMTH
o0cCAT py4HOTO HAJIAIITYBaHHS €JIEMEHTIB BIPTYyaJIbHOT'O CEPEIOBHIIIA.

Merononorisa. Y AochiKeHHI BUKOPUCTAHO METOU TEOPETUIHOTO aHAII3Y,
y3arajJbHEHHS, CHCTeMaTu3allii Ta TMOPIBHAHHA Cy4YaCHUX MIAXOMIB  JO
penaryBaHHS IrpoBHX CIieH. [IpoaHami3oBaHO MOKJIMBOCTI 3aCTOCYBAHHS
lEpapX14HUX CTPYKTYp 00’€KkTiB, cucteM piBHIB AeTamizamii (LOD), nponeaypHoi
re’epaiiii KOHTEHTY, 1HTEPaKTUBHHX PEIAKTOPIB CIIEH, a TaKOXX aJrOPUTMIB
IITYYHOTO 1HTEJIEKTY, MAIIMHHOTO HAaBYaHHS, HABYAHHSA 3 MIAKPIMUICHHSAM 1

reHepatuBHUX Mozene. OKpeMo PO3riasHYyTO (DYHKIIOHATIBbHI MOYJIUBOCTI
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CydacHHUX cepefoBHIl po3poOku, 30okpema Unity ta Unreal Engine, a Takox
BUKOPDHCTaHHA CTPYKTypoBaHuX (opmariB nanux, 30kpema JSON, s
30epekeHHs, epeaadi i 00pooku iHpopmarlii mpo 00’ €KTH CIICHHU.

HayxoBa nHoBu3Ha. HaykoBa HOBM3Ha poOOTH TOJATaEe y CHUCTEMAaTH3allii
IHTEJIEKTyaJIbHUX MiIXO/IB A0 peJaryBaHHs IrPOBUX CIEH SIK OKPEMOTO HaIpsiMy
B Mexax cydacHuX GameDev-TexHosorii. ¥ cTaTTl y3arajJbHEHO B3a€MO3B’SI30K
MK aJrOpUTMaMH INTYYHOTO IHTEJEKTY, 3aco0aMM MpOLEAYpHOi TeHeparli,
METOJaMH  aBTOMAaTU30BAHOIO  HAJAITyBaHHS  IapaMeTpiB  CLUEHU Ta
IHCTpYMEHTaMH aJanTuBHOI Moaudikaiii irpoBoro cepenoBuia. Ha BiaMiHy Bij
NIOXO/IB, IO 30CEPEKYIOThCS JIMIIE HAa TeHepalli KOHTEHTy, y poOoTi
aKI[EHTOBAHO yBary caMe Ha 1HTEJIEKTyaJlbHOMY peJaryBaHH1 Bxke c(OpMOBaHUX
CLIEH, IX ONTHUMI3alli Ta MIATPUMII JAU3ANHEPCHKUX PIIIEHb Y MPOLECI PO3POOKU
B1JICOIrOP.

BucHoBku. BcTaHOBIIEHO, 110 BUKOPUCTaHHS I1HTEJIEKTYyaJbHUX METO/IB
penaryBaHHs ITPOBUX CLEH JO3BOJISIE TMIJBUIIUTA €()EKTUBHICTh PO3POOKH,
CKOPOTHTH BUTPATU YacCy Ha pyuyHE HaJAIITyBaHHS, ONTHUMI3yBaTH BUKOPUCTAHHS
OOYHUCHIOBAILHUX PECYpPCIB 1 TMOKpAIIMTH SKICTh KIHIIEBOTO  MPOIYKTY.
3acTOCYyBaHHS aITOPUTMIB IITYYHOTO IHTEJEKTY Ta MAIIMHHOTO HaBYaHHS
BIJIKPUBA€ MOXKJIMBOCTI JIJII aBTOMAaTH30BAHOT'O PO3MIIICHHS 00’ €KTIB, ajarTaiii
MOBEJIHKA €JIEMEHTIB y pealbHOMY 4aci Ta CTBOPEHHsI OUIbLI BapiaTUBHUX 1
pEANTICTUYHUX ITPOBUX cepenoBulll. [IpakTuyHe 3HaYeHHSI OTPUMAHUX PE3YJIbTATIB
MOJISITa€ B MOYJIMBOCTI 1X BUKOPUCTAHHS ITiJT YaC PO3POOKH CydaCHHUX B1JI€OITOp,
30KpeMa y CepeloBHUIIaX, OpPIEHTOBAHWX Ha MaciiTabOBaHE Ta MPOIYKTHBHE
penaryBaHHs CLEH.

Knwouosi cnosa: iHTENeKTyallbHI METONIW, pENaryBaHHs ITPOBUX CIICH,
IITYYHHUN 1HTEJIEKT, MAllIMHHE HABYaHHSI, IPOIIeJlypHa reHepailis konteHrty, Unity,

Unreal Engine, iHTepakTHBHI CEpEIOBUIIIA.

102



STREDOEVROPSKY VESTNiK PRO VEDU VYZKUM. 2026. Vol. 1. Ne 5.

Abstract

Purpose. The purpose of the article is to study modern intelligent methods
for editing game scenes in video game development environments and to
determine their role in automating the processes of creating, modifying, and
optimizing game content. Particular attention is paid to approaches that improve
the efficiency of working with a large number of scene objects, enhance the
performance of interactive applications, and reduce the amount of manual
configuration required for virtual environment elements.

Methodology. The study is based on the methods of theoretical analysis,
generalization, systematization, and comparison of modern approaches to game
scene editing. The possibilities of applying hierarchical object structures, level-of-
detail (LOD) systems, procedural content generation, interactive scene editors, as
well as artificial intelligence algorithms, machine learning, reinforcement learning,
and generative models are analyzed. Special attention is also paid to the
capabilities of modern development environments, in particular Unity and Unreal
Engine, and to the use of structured data formats, especially JSON, for storing,
transmitting, and processing information about scene objects.

Scientific novelty. The scientific novelty of the study lies in the
systematization of intelligent approaches to game scene editing as a separate
direction within modern GameDev technologies. The article generalizes the
relationship between artificial intelligence algorithms, procedural generation tools,
automated scene parameter adjustment methods, and adaptive environment
modification instruments. Unlike approaches focused only on content generation,
the paper emphasizes the intelligent editing of already created scenes, their
optimization, and support for designer decisions during the video game
development process.

Conclusions. It has been established that the use of intelligent methods for

editing game scenes increases development efficiency, reduces the time required
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for manual configuration, optimizes the use of computational resources, and
improves the quality of the final product. The application of artificial intelligence
and machine learning algorithms opens up opportunities for automated object
placement, real-time adaptation of game element behavior, and the creation of
more diverse and realistic game environments. The practical significance of the
obtained results lies in their applicability to the development of modern video
games, especially in environments focused on scalable and high-performance
scene editing.

Key words: intelligent methods, game scene editing, artificial intelligence,
machine learning, procedural content generation, Unity, Unreal Engine, interactive

environments.

Ilocmanosxka npobnemu. CydacHa po3poOKa BIJEOirop TOB’si3aHa 3
MNOCTIMHUM  YCKJIQJAHEHHSM  ITPOBHX  CBITIB,  30UIBIIECHHSM  KUIBKOCTI
IHTEPAaKTUBHUX OO0’€KTIB, 3pPOCTAHHSIM BHMOTI JI0 BI3yaJbHOI SIKOCTI Ta
HEOOX1THICTIO 3a0€3MeUeHHs] CTallIbHOI MPOAYKTUBHOCTI B PEXHUMI pPeasbHOTO
yacy. 3a TaKMX YMOB Py4YHE pelaryBaHHsS CIIEH CTa€ Jeaalli MEHII e(PEeKTUBHUM,
OCKUJIbKU MOTpeOy€e 3HAYHUX YACOBHX BHUTPAT, BEJIUKOI KUIBKOCTI MOBTOPIOBAHUX
omepaiii Ta YCKIAIHIOE WIBUIKE BHECEHHS 3MiH JI0 CTPYKTYpH ITPOBOTO
cepenouia (Shaker, Togelius, Nelson, 2016; Zhang, 2024).

IrpoBa cueHa € ©OaraTOKOMIIOHEHTHOIO CTPYKTYpOIO, SIKa IIO€IHYE
TE€OMETPII0 TMPOCTOPY, OCBITJICHHS, Marepiaiu, (i3udHI BIACTUBOCTI 00’ €KTIB,
NOBEAIHKOBI MOAYJ, MapLIpyTH HaBirauii, aHIMailiiiHli €JeMEHTH Ta JIOTIKY
B3aeMOJii 3 TpaBleM. Uepe3 Iie HaBITH JIOKAJIbHI 3MIHM B KOMITIO3HINI CIICHU
MOXYTh BIUIMBAaTH HAa MPOXIJAHICTH PIBHS, OanaHC, HaBIralilo, MPOJYKTUBHICTh
PEHIIEPUHTY Ta 3arajibHe CIPUUHATTS irpoBoro mpoctopy. Came TOMy 3pocTae

notpeda B METO/AX, SIK1 JO3BOJISIOTH HE JIUIIE peJaryBaTH CIeHY, a i aHaIi3yBaTH
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il cra”, BUSBJISTH TpoOJIEeMH Ta IMPOMOHYBATH JOIUIBHI BapilaHTH OMNTHUMI3AIli
(Summerville et al., 2018; Green et al., 2022, c. 638-645).

[HTEeHCUBHUN PO3BUTOK IITYYHOTO 1HTEJIEKTY, IPOIEAYpHOi TIeHepallii,
TeHepaTUBHUX MOJeNel Ta KO-KPEaTHBHUX IHCTPYMEHTIB CHIPHUSB MEPEXOAy Bif
IPOCTOTO AaBTOMATHYHOTO CTBOPEHHS OKPEMHUX EJIEMEHTIB J0 I1HTEJEKTyalbHOl
HNIATPUMKHA TMOBHOTO TPOLIECY pelaryBaHHS CEpeloBUIA. Y CydacHUX YMOBax
1HTEJIEKTyaJIbHI METOAM JIOIUIBHO PO3TIISIATH K BaXXIUBUHN ckinaaHuk GameDev-
IPOLECIB, 10 Ja€ 3MOTY CKOpOUyBaTH OOCAT PyTHMHHOI pOOOTH, MiABHUIILYBaTH
SKICTh MPOTOTUITYBAHHS Ta 30epiratv y3ro/PKEHICTh CKJIAAHUX CIIEH YIPOJIOBK
ychoro nukiay po3pooku (Maleki, Zhao, Shaker, 2024; Txauenko, Mamaes, 2024,
c. 97-109). Ananiz ocmannix docniddxicens i nyoaikayit. I1pobdieMa aBroMaTu3altii
CTBOpPEHHS ITPOBOTO KOHTEHTY HAMMOBHIIIE PO3BHHYyNacs B Mexax procedural
content generation, /i€ KOHTEHT PO3IJISIIAETHCS SIK pe3yJbTaT aJIrOPUTMIYHOIO
dbopMyBaHHS PIBHIB, MPOCTOPIB, MAPHIPYTIB, 00’€KTIB 1 CIIEHAPHUX CTPYKTYD.
Takuii miaxig cTaB TEOPETUYHOK OCHOBOKO IS MOJAJIBIIOTO TEPEXOay 10
IHCTPYMEHTIB, [0 HE JIMIIE TEHEPYITh HOBI €JIEMEHTH, a W MiATPUMYIOThH
penaryBaHHs BXK€ CTBOPEHHX CIIEH, 30KpeMa MUIAXOM MepedyIdoBH MPOCTOPY,
BapIIOBaHHSI MOTO HAMOBHEHHS Ta KOHTPOJIO Y3rojKeHOCTi cTpykTypu (Shaker,
Togelius, Nelson, 2016).

[Topganpmmii poO3BUTOK LBOrO HAaNpsMy IMOB’SI3aHUNA 13 BUKOPUCTAHHAM
MaITMHHOTO HaBYaHHS, SKE [O03BOJISIE CHUCTEMaM BUSBISITH IMATEPHU B YKe
CTBOPEHHMX PIBHSX 1 3aCTOCOBYBAaTH iX JyIsi TeHeparlii abo moaudikaiii HOBOTO
KOHTeHTy. Lle nae MOXJIMBICTH OyJyBaTH pillIeHHS HE JuIIe Ha (OpMaIbHUX
mpaBuiax, a ¥ Ha JOCBIJI MOMEPEIHHOTO MU3aiHY, 10 O0COOIMBO BAXKIUBO JIJIS
IHTENEKTYyaJIbHOTO peJaryBaHHs CLEH, J€ HEOOXIJHO BpaxOBYBATH >KAHPOBI
3aKOHOMIPHOCTI, KOMITO3HUIIIMHI TPUHIMIK Ta JIOTIKYy MPOCTOPOBOI OpraHizarii

(Summerville et al., 2018; Liu et al., 2021).
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BaxxnuBe 3HaueHHs NI PO3BUTKY PEJAKTOPIB HOBOT'O TOKOJIIHHS MaloTh
MITXOMW, Y SIKAX JIIOJAWHA 1 CHUCTEMa B3aEMOJIIOTh Y CIIUIBHOMY ITHKJI1
MPOEKTYBAHHS. Y MeEXaX TaKUX PIIICHb aJITOPUTM HE OOMEXKYETHCS TEXHIYHUM
BUKOHAHHSIM KOMaHJIM, a aHaji3ye CTaH CepelOBHUIIA, pearye Ha Jii KopucTyBaya
Ta MPOMOHYE BapiaHTU nepeOyaoBH okpeMux (parmentiB creHu. Lle mo3Bosse
30epiraT TBOPYMI KOHTPOJIb 3a JAU3aHEPOM 1 BOJHOYAC CKOPOYYBATH OOCST
py4yHOi poOOTH, TOB’SA3aHOI 3 MEPEBIPKOIO MPOXOJIB, JOTIKA PO3MIIIEHHS abo
npocTopoBoro Oamancy (Smith, Whitehead, Mateas, 2010; Smith, Whitehead,
Mateas, 2011).

3HauHy yBary B HOBITHIX JOCIHIDKEHHSX MNPUIIIIEHO TAKOX IMOEIHAHHIO
OpOLIEypHOI TeHepalii 3 BEJIMKAMH MOBHUMH MOJCISIMH Ta 1HIIUMHU
F€HEpPAaTUBHUMHU  IHCTpyMEHTamH. Taka  IHTerpamisi  pO3LIUPIOE  MEXI1
aBTOMAaTH3allli, OCKIIbKU J103BOJIsIE (DOPMYBaTH HE JIMILE CTPYKTYpPY CLIEHH, a U
npaBuia ii moOy0BU, OMKICH JIOTIKU CepeIOBUIIA, PEKOMEHAIl i1 Au3aiiHepa
Ta CLEHapli aJanTUBHOI 3MIHM MPOCTOPY. YHACIIJOK LBOrO I1HTEJIEKTYyaJbHE
penaryBaHHsS TOYMHAE PO3TISIATHCS HE SK OKPeMH MOAYJb, a SIK YacTHHA
HIMPIIOT CUCTEMH MIATPUMKH po3poOku irpoBoro koHTeHTy (Maleki, Zhao,
Shaker, 2024).

B ykpaiHChbKOMY HayKOBOMY MpOCTOPI TaKOX 3pOCTa€ IHTEpPEC [0
3aCTOCYBaHHS IUTYYHOIO IHTENEKTYy B po3poOui irop. HasBHI pochimpkeHHsS
MIITBEPKYIOTh JOIUIBHICTh BUKOPHUCTAHHS IHTEJICKTyaIbHUX aJITOPUTMIB IS
aBTOMAaTH3allli CTBOPEHHS KOHTEHTYy, ajamnTaiii T[OBEIIHKH €JIEMEHTIB 1
onTUMI3aIlli mporecy po3poOKH, OJTHAK MpobdieMa IHTEIEKTYaIbHOTO pearyBaHHsI
CIICHU SK LUIICHOTO 00’ ekTa moTpedye nmoxanbiinoi cuctemartusaiii. (Tpodumenko
Ta iH., 2025, c. 109-119; O6unano, Ilonomaprona, 2025, c. 475-477; TkaueHko,
Mawmaes, 2024, c. 97-109).

OTxe, cydacH1 TOCIIDKEHHS CTBOPIOIOTh JOCTATHIO HAYKOBY OCHOBY IS

pO3TJIsy IHTEJNEKTYyaJlbHOTO peJaryBaHHs IrpOBHX CIEH SK CaMOCTIHHOTO
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HampsaMmy, o noeanye procedural generation, MaliMHHE HAaBYaHHS, T€HEPATUBHI
MOJIeJl, ONTUMI3allliHI MAX0AU Ta KO-KPeaTUBHI 3aCO0M B3a€MOIIT 3 TU3alHEPOM.
Pazom 13 TUM camMe KOMIUIEKCHE TMO€JHAHHS IIMX KOMIIOHEHTIB Yy MexXax
PENaKTOPCHKOTO MPOIIECY 3aJIHUIIAETHCS HEIOCTAaTHHO CHUCTEMATH30BAHUM, IO ¥
3YMOBJIIO€ JOIUIBHICTD IMOJANBIIIOTO JOCIIKEHHS.

Mema cmammi. MeTo10 CTaTTi € JOCIIKCHHS 1HTEJIEKTYaJlbHUX METO/IIB
penaryBaHHS ITPOBHX CIICH Y CEPEIOBUIAX PO3POOKH BiZCOIrOp, CUCTEMATHU3AIIISA
CydyacHUX ITAXOJIB 10 aBTOMAarTu3alii aHamizy Ta mMoaudikailii CIeH, a TaK0oX
BU3HAYCHHS TMepeBar, OOMEXKEHb 1 IMEPCHEKTUB 3aCTOCYBaHHS aJTOPUTMIB
HITYYHOT'O 1HTEJEKTY B MPOLEC] CTBOPEHHSI IrPOBOT0 KOHTEHTY.

Buknao ocnoenoco mamepiany oocniodxcenHs. ITpoBy CLEHY MOIIIBHO
po3riiAaTi K OaraTOpIBHEBY LU(POBY CTPYKTYpPY, IO BKJIKOYA€E MPOCTOPOBI,
GyHKIIOHATBHI, Bi3yallbHI Ta TOBEAIHKOBI KOMIOHEHTH. Y  CYy4YacCHUX
cepeloBHUIIAX PO3p0OKKM BoHAa ToeaHye 3D-00’€kTH, MaTepiaiav, OCBITJIICHHS,
KaMmepu, HaBIrauiiHi BY3/H, (I3WYHI TUIA, TPUTE€PU, CKPUNTOBI KOMIIOHEHTH,
esieMeHTH iHTepdeiicy Ta aymaioBizyanbHi edextu. Came Taka CKiIagHa CTPYKTypa
3YMOBJIIO€ HEOOXIIHICTh NEPEXOAY BiJ 3BUYAMHOIO PYYHOTO penaryBaHHS [0
1HTENEKTyaJIbHO HiATPUMYBAHHUX 3aco0iB, 3IaTHUX BpaxOBYBaTH
B3a€MO3AJICIKHICTD yCiX eeMeHTiB crieHu (Zhang, 2024; Shaker, Togelius, Nelson,
2016).

Tpanuuiiine pegaryBaHHs CIICHH INepeoadae pydyHe pO3MIIICHHsS 00’ €KTIB,
HaJAIITyBaHHS X MapaMeTpiB, OpraHizaiiio ie€papxii Ta MepeBIpKYy KOPEKTHOCTI
B3a€MOJIi. Y MacmTaOHUX MPOEKTAX 1€ ICTOTHO IMIJBUILYE TPYIOMICTKICTh
pO3po0OKM Ta 30UIBIIyE PH3UK CTPYKTYPHUX TIOMHUJIOK, TI€PEBAHTAXKCHHS
PEHIIEpPUHTY ¥ TMOpYIIEHHS KOMIO3UIHOT 1imicHocTi cueHu. (TkaueHko,
Mawmaes, 2024, c. 97-109).

[HTEeNeKTYanbHI METOIU pellaryBaHHs ITPOBUX CIIEH MOYKHA BU3HAYUTH SIK

CYKYNHICTh QJITOPUTMIB 1 NIPOrpaMHUX 3aco0iB, M0 3a0e3MeuyroTh aHali3
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MOTOYHOTO CTaHy CIIEHH, AaBTOMAaTHUYHE BUSBIEHHS IMpoOieM, (opMyBaHHS
peKOMEHJaIiif 1 YacTKOBy a00 TOBHY aBTOMAaTH3allil0 3MIH Yy CTPYKTYpi
cepenoBuiia. Ha BiaMiHy BiJ 3BUYaHUX 1HCTPYMEHTIB peAakTopa, Takl METOIH
HE 0OMEXYIOThCSI IPSIMUM BUKOHAHHSIM KOMaH]T KOPUCTYBa4a, a BAKOPUCTOBYIOTh
npaBuia, €BPUCTUKH, MOJIETI MAIIMHHOTO HaBYaHHS a00 TeHepaTHBHI MiTXO0IU
JUI TIPUAHATTSA PIICHb IIOAO PO3MIMICHHsS, Moaudikaiii Yd OonTumizamii
eneMmeHTiB cienu (Summerville et al., 2018; Green et al., 2022, c. 638-645).

VY mexax 1boro JOCTIHKEHHS 1HTENEeKTyallbHI METOAM pelaryBaHHS CLICH
JOIIJIGHO TOIIMTA Ha aHANTHYHI, T€HEepaTHBHI, ONTHUMI3aIliiiHi, aJanTUBHI Ta
3MillIaHi. Y3araJibHEHHS OCHOBHHUX I'PYI 1HTEIEKTYyaJIbHUX METOMIB peJaryBaHHs
ITPOBUX CIIEH MOJIaHO y Tabumii 1.

AHanTHYHI METOAN OPIEHTOBAHI HA OLIIHIOBAHHS MOTOYHOT'O CTaHy CLEHU
Ta aBTOMATHUYHE BUSIBICHHS TEXHIYHUX 1 CTPYKTYpPHHX TMpoOJieM, 30Kpema
KOH(QIIKTIB  KOJI31H, TepeBaHTAKEHUX  30H, TOMHJIOK  HaBiramii  4u
HEpalliOHATLHOTO PO3MOJiAy 00’€KTiB. IX TepeBara mojsArac y MIBHAKOMY
KOHTPOJII SIKOCTI CIIEHH Ta 3MEHIIEHHI O00CIry py4YHOI TEpeBIpKU TIiJ dYac
PO3pPOOKHU.

I'enepatuBHI MeTOaM 3a0€3MEUyIOTh CTBOPEHHS HOBUX E€JIEMEHTIB CLIEHU
abo mepedyI0By BkKE HasgBHUX (PparMeHTiB. Y MPOCTINIOMY BapiaHTi 1€ MOXKYTh
oytu rule-based cucremu, 1O NpaIOOTh 3a 3aJaHUMM IIa0JOHaMu abo
KOMITO3UIIIMHUMU TIpaBUjIaMU. Y CKJIQJHINIUX peami3allisix BUKOPUCTOBYIOTHCS
nigxoau procedural content generation, 3aBASKH SIKUM cepefoBuIne abo HOro
yacTUHa (OPMYETHCS Ha OCHOBI MMapaMEeTpPiB, YMOB 1 KOMIIO3UIIIHUX OOMEKEHb.
[le mae 3mMory MIBHUIKO CTBOPIOBATH BapilaTWBHI JIOKAIlii, 3aTIOBHIOBATH MOPOXKHI
30HM Ta MIATPUMYBATH PI3HOMAHITHICTH NPOCTOPY 0O€3 MOBHOTO PYYHOIrO
ompaiitoBanHs koxkHoro enementa (Shaker, Togelius, Nelson, 2016; Maleki, Zhao,

Shaker, 2024).
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Taomung 1
Kiacudikariis iHTEIEKTyaIbHUX METOIB peJaryBaHHs IrPOBUX CIICH
Tumn metony OcHoBHa IIpakTrune [IepeBaru OOmexeHHs
byHKITA MIPU3HAYCHHS
AnamTryal | AHami3 [Tomryx IBunka He 3aBXKIU
CTPYKTYpH KOH(QIIIKTIB nepesipka, IPOIIOHYIOTh
CLICHU Ta | KOMI3ii, 3MEHIICHHSA TOTOBUM
BHSIBJICHHS HEPCBAHTAKCHH | gi1pK0CTI croci6
pobIeM X 30H, NOMUIOK | yyyypx BUIIPABJICHHS
HaBiTaIlii, OMILIOK
MIOPYLIEHb
JIOI'IKH1
PO3MIIIICHHS
['enepatuBHiI | ABTOMaTu4yHEe | 3allOBHEHHSI [Ipuckopiorots | MoxyTh
CTBOPEHHs a00 | MPOCTOpY, MPOTOTUIYBaH | JaBaTH
n00y0Ba BapIIOBaHHS HA, 1a0JIOHHI
€JIEMEHTIB JIOKAIIiH, M1JBUILYIOTh pe3yJbTaTu
CLICHU CTBOPEHHS BaplaTUBHICTb
aNTbTEPHATHBH
1704
KOH(iryparii
Meronu BusiBienns [TinTpumka YpaxoByrOTh 3anexHl B
MaIIMHHOTO | MTaTEepHiB 1| nu3aiiHep- MoTepe TN SIKOCTI
HaBYAHHS dbopMyBaHHS | CBKUX PIIlI€Hb, | JOCBIJ HaBYAJIbHUX
pEeKOMEHAIll | ajmarnTamis MPOEKTYBAHHS | JaHUX
CIIEHU 10
KaHPY abo
CTHITIO
Ontumizamiit | [Tomyxk banancysanns | Jl03BONSIOTH Bucoka
H1 HalKpaoi NPOJAYKTUBHOCT | [JOKpallyBaTh | OOYHCIIIOBAJIb
KOH(piryparii i,‘ CKHaI{HOCTis CLEHY Ha CKJIQJHICTh
32 Kilbkoma | HMIPHOCTI | KOMITTEKCHO
KPUTEPiAMH ob’exrie i
POXiHOCTI
3mimmani CminbHa [TinTpumka 36epiratoThb [ToTpebytoTh
(mixed- pobota TBOPYOI'o TBOPYHUH IPOAYMaHOTO
initiative) nau3aiiHepa Ta | lPouecy, KOHTPOJTb iHTEpdeiicy Ta
iHTenektyanpy | MOACHIOBAHL | jo myrpp TIOSICHIOBAHOC
ol cucTeMu peKroMeH AL, Tl
iHTepaKTHBHA
nepebynoBa
CLIEHU
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Meroau  MallMHHOTO  HABYaHHSA  JO3BOJISIIOTH  CUCTEMI  BHBYATHU
3aKOHOMIPHOCTI pO3MIIICHHSI 00’ €KTiB, CTPYKTYpU IMPOXOiB, JIOTIKY 30HYBaHHS
Ta 1HIII OCOOJMBOCTI BXKE€ CTBOPEHUX ITPOBHUX CILIEH. 3aBISKH I[bOMY PEIAKTOP
MOJKE€ HE JMIIe TMEepeBipSITH CTPYKTYpy CEpelOoBHINA, a W MPONOHYBaTH
pexoMmeHalii, HabmMKeHl 10 peajbHOi au3aiHepchKoi mpakTuku. OcoOimBYy
IIHHICT, TyT MaroTh miaxoaun PCGML, sxi moeaHyrOTh TeHepalilo ¥ aHali3
KOHTEHTY Ha OCHOBI JIaHUX, a He Julie Ha popmanbHuX npaBuwiax (Summerville et
al., 2018; Liu et al., 2021).

['enepatuBHI HeiipoMepexKeBl MOEII BIAKPUBAIOTH JIOAATKOBI MOYKIIUBOCTI
JUIsl CTBOPEHHSI albTepHATUBHUX KoH(pirypauiii mpoctopy. Ix 3actocyBanns nae
3MOry  J100yJnoByBaTH  (parMeHTH CIieHH, ¢GOpMyBaTH HOBI  BapiaHTH
po3TalryBaHHs 00’€KTIB a00 BIATBOPIOBATU CTHJIICTUYHO MOAIOHI CepeAOBHILNA Ha
OCHOBI B)K€ iCHyIOUMX MNpukiadiB. Lle ocoOIMBO KOpPUCHO B CHUTYaIlISIX, KOJH
PO3pOOHUKOBI MOTPIOHO IMIBUJKO OTPUMATH KiJIbKa aJbTEPHATHBHUX BapiaHTIB
CIEHU JUIsl TOoJaibIIoro Bigoopy u moompartoBanHs (Giacomello, Lanzi,
Loiacono, 2019).

OnTuMizaniiHi METOIM CHPSIMOBaHI Ha TMOIIYK HaWKpamioi KoH@irypartii
CIEHUM 32 MHOXHUHOIO KpuTepiiB. TakuMu KpUTEpIsIMU MOXYTb OyTH
MPOAYKTUBHICTh, MPOXITHICTh, CKJIATHICTh PIBHSA, KOMIIO3MIIHHA pIBHOBAra,
HIITBHICTh 00’€KTIB 200 3pYydYHICTh B3aeMojii. Y MOAIOHMX 3aJadyax YacTo
3aCTOCOBYIOTh CBPHCTHYHI Ta CBOJIOLINHI aJrOpPUTMH, 3JaTHI 3HAXOIUTH
NPUIHATHI pIlIEHHS B yYMOBaX 0araTOKPUTEPIaIbHOCTI ¥ BEIHUKOi KUIBKOCTI
MOXJIMBUX KOH(irypamiii. [le mo3Bosisie po3risiaaTd penakTop He JUIIe SK
IHCTPYMEHT NMOOYI0BH CLIEHH, a 1 K 3aci0 ii HiJecnpsIMOBaHOTO BIIOCKOHAJICHHSI.

Jns  Qopmamizaiii mpoiiecy OLIHIOBaHHSA ITPOBOi  CIIEHU  JIOIIJIBHO
BUKOPHUCTOBYBATH I1HTErpajbHUIM MOKA3HUK SIKOCTI, SIKHH Yy3arajbHIOE OCHOBHI
KpuTepii moOyaoBu Ta (YHKIIIOHYBAaHHS CepefoBHINA. Takwil Miaxif T03BOJISE

PO3IMIISIIATU CLEHY SIK 00’ €KT 0araTOKpUTEpIaibHOT ONTUMI3allii:
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Q = w,IC + wyN + wsP + w,wV (1)

ne Q— iHTerpaJibHa OIiHKa sKocTi  creHd; C—  KOMITO3uIiifHa
y3rojpkeHictb; N—  HapiramiiHa  3py4HICTh; P—  NpOAYyKTUBHICTH; V —
Bi3yallbHa IIUTICHICTH; W1, W2, W3, W4 — BaroBi KOeQIli€HTH BiAMOBITHUX
KpPUTEPIiB.

3HavyeHHs BaroBux koedimieHTiB wl , w2 , w3 , w4 I0IIJIbHO BU3HAYATH HE
K (iKCOBaHI KOHCTAHTH, a K aJaNTHBHI MapaMeTpH, IO 3aleXKaTh Bl >KaHPY
IpU, TUITY CIICHH Ta MPIOPUTETIB MPOEKTY. [ 1bOro Moxke OyTH BUKOPHUCTAHO
METOJ 3BAXKEHOI CYMU KPUTEPIiB 13 MOMEPEAHHOI0 HOPMATI3aIli€l0 MOKA3HUKIB,
MICJISE YOTO Barv 3aJal0ThCsl €KCIEPTHO, EMIIPUYHO ab0 HAa OCHOBI CIIEHAPHOTO

npod I CIICHHU.

awi=1 w; >0 2)

YMoBa (2) 3a0e3nedye KOPEeKTHICTh 0araTOKpUTEpIaibHOTO OIIHIOBAHHS Ta
Jla€ 3MOTY IHTEPIIPETYBATH BaroBi KOSMIIIEHTH SIK BITHOCHY BaXKJIMBICTh OKPEMHX
KpUTEpiiB. AJanTalis BaroBUX Koe(]il[leHTIB MOX€ BUKOHYBAaTHUCS 3a KaHPOBO-
OpIEHTOBAaHUM MpPUHIMTIOM. Hampukiam, s irop 3 BIAKPUTUM CBITOM JIOIIJIBHO
MIJBUIIYBAaTH Bary HaBITamiiHOI 3B’SI3HOCTI Ta MPOIYKTUBHOCTI, JJI CHO)KETHO-
OpPIEHTOBAHUX CIIEH — KOMITO3UIIMHOI y3roKEHOCT1 Ta Bi3yaJbHOI IITICHOCTI, a
JUIS TAHAMIYHUX OOMOBHX apeH — IPOXIJAHOCTI, IIUIBHOCTI (DYHKITIOHAJTBHUX
00’€KTIB 1 MIBUAKOCTI peakilii CUCTEMH Ha 3MIHM CepeloBHUIA. TakuM YHUHOM,
BaroBi KOeQilI€HTH BUCTYNAIOTh HE YHIBEPCAJbHUMH CTAIUMU BEIUYMHAMH, a
napamMeTpamMu KOHQIrypaiiii 1HTEJIEKTyaJlbHOTO pEeIaKTopa, I0 MOXYTh OyTH
aJanToOBaHI JI0 KOHKPETHOTO CIieHapil0 BUKopucTaHHs. I[lpuknan anpanraiii

BaroBUX KOE(QIII€HTIB HABEICHO y TaOmHII 2.
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Taomung 2

[Tpuknan amanraiiii BaroBux Koe(imieHTIB 3aJI€KHO Bl TUITY CIICHH

Tun cueHn | wy KOMITO3UIIIS | WoHABITALllS | W3TIPOAYKTUBHICTD | W, Bi3yalibHa
IITICHICTD

Binkputunit | 0.20 0.35 0.30 0.15

CBIT

CroxxeTHa 0.30 0.20 0.15 0.35

JIOKaIis

boiioBa 0.20 0.30 0.30 0.20

apeHa

HaBeneni 3HaueHHs € MPUKIAJAOM CIICHAPHOTO HAJAIITYBAHHS Bar 1 MOXKYTh
3MIHIOBATHCS 3aJI€KHO B1Jl dKaHPY I'PU, TUITY CLIEHH Ta LLJIEH IPOEKTY.

Haii0inpm1 mepcrneKTUBHUMU ISl MPAKTHUYHOI 1HTErpauli € 3Miliadi, ado
mixed-initiative, cucreMn. Y TaKuX CHCTeMax AU3aiiHEp 3aa€ 3arajbHUi 3aayM i
KOHTPOJIIO€ KJIIOYOBI PIIIEHHS, a 1HTEJIEKTyaIbHUI MOJYJb MPOIMOHY€E BapiaHTH,
pearye Ha il KOpUCTyBaua Ta JONOMAara€ MiATPUMYBATH IITICHICTh CIICHH.
[lepeBara 1pOr0 MiAXOAY TMOJATA€ B TOEIHAHHI aBTOMAaTH3aIlli Ta TBOPYOI
CB0O0O/IH, 1110 0cOOIMBO BaxkiMBO B GameDev-cepenoBuiiax, e 0cTaTouHa sIKiCTh
MIPOCTOPY 3aJICKUTh HE JIMIIE BiJ TEXHIYHOI KOPEKTHOCTI, a W B XYJ0KHBHOTO
OaueHHst Ta irpoBoro gocBimy (Smith, Whitehead, Mateas, 2010; Smith,
Whitehead, Mateas, 2011; Baldwin, Johnson, Wyeth, 2022).

VY npakrtuiii po3poOKu IHTENEKTyalIbHI METOAN MOKYTh PEaTi30ByBATHUCS SIK
MOJyJIl aHali3y, TeHepallli, peKkoMeHjallli Ta onTumizaiii. Taka MOAYJIbHICTh
CIIPOIILY€ IHTETPAIIIO IHTETEKTYAIbHUX PIIIEHb Y CYYacH] peIaKTOPU Ta pOOUTH 1X
OBl THYYKUMH Y BHUKOPHUCTaHHI. Y3araJlbHEHy JIOT1IKY B3a€EMOJii OCHOBHUX

MOJYJIIB IHTEJIEKTYaIbHOTO peJaryBaHHsl irpoBOi CIIEHH MOJJaHO Ha puc. .
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BximHi nadi cieHu

|

Monayne aHanizy

v v v
Monyns Monynse Monyns
re”Heparii orrTuMi3arii peKoOMeHOaIiun
Huzaiinep
OnosBieHa
cieHa

Puc. 1. Y3aranbHeHa cxema 1HTEJNIEKTYyalIbHOTO PeIaryBaHHs IFPOBOi CUEHU

AnropuTMidHa peaiizailisl 1HTEJIEKTYalbHOTO peIaryBaHHS CIIEHH MOXeE
OyTH ToJaHa SIK MOCIHIJIOBHICTh €TamiB: 301p MapameTpiB CLEHH, (OpMyBaHHS
BEKTOpa O3HaK, aHali3 KOH(IIKTIB 1 CTPYKTYPHUX BIIXUJICHb, TeHEparlis
JOMYCTUMUX ~aJbTEpHATUB KOH(Irypaiiii, OaraToKpuTepialbHE OI[IHIOBaHHS
BaplaHTIB Ta BUOIp pIIEHHS 3 HAMBUIIMM IHTETPAIIBHUM MOKAa3HUKOM SKOCTi. Y
MeXaxX MOJIYyJIS aHali3y [OIlJIPHO BHKOPHCTOBYBATH TMEPEBIPKY  KOJIi3ii,
OI[IHIOBAHHS IIUIBHOCTI 00’€KTIB, MPOXITHOCTI Ta HABIramiitHOI 3B’SI3HOCTI, TOJI
K MOAYJh PEKOMEHJaIlii Moxe cnupartucsa Ha rule-based mpaswiia, eBpucTuuHe
paHXyBaHHS 00 HaBYaHHS Ha MOTIEPETHHO PO3MIYCHHUX MTPUKIIaAaX.

BaxxnuBy poiib y 1IbOMY MpoIIeCi BIJIIrpa€e CTPYKTYpOBAaHE MOJAHHS JaHHUX
mpo creHy. 3acrocyBaHHs ¢opmariB Ha 3pa3ok JSON pno3Bossie 30epiratu

KoH(pirypamii  00’€kTiB, TeperaBaTH  MapaMeTpu MDK  MOiICHCTEMamu,
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HNIATPUMYBATH 1IA0JIOHM Ta MOBTOPHE BUKOPHUCTAHHS €JIEMEHTIB. Y pE3ysbTari
1HTEJIEKTyaJIbHE peAaryBaHHs OTPUMYE HE JIUIIIE aITOPUTMIUHE, a i apXiTEeKTypHE
MIATPYHTS, OCKUIBKM €(EKTHUBHICTh aHAMITUYHUX 1 TEHEPATUBHUX MOYJIIB
3HAYHOIO MIpPOI0 3aJIEKUTHh BiJl TOr0, HACKUIBKH BIOPSAIKOBAHO TIOJIAHO
1H(hOpMAITiIO TIPO CTPYKTYPY CIICHH.

Y cydacHiil mpakTuill pPO3pOOKH BIAEOITOp I1HTEIEKTyaJlbHI METOJU
penaryBaHHs CLEH peai3ylOThCS B PI3HUX PYIISX, cepel SKUX HaWOUIbII
nokazoumu € Unity Ta Unreal Engine (Zhang, 2024; Epic Developer Community,
2025). V cepenoumi Unity Taki MAXOAM 3a3BUYAll I1HTETPYIOTHCS 4Yepes
CKPHUIITOBI KOMIIOHEHTH, PEJAKTOPCHKI PO3IIMPEHHS, CUCTEMU POOOTH 31 CLIEHAMU
Ta CTPYKTYpOBaHE MOJaHHS JTaHUX, IO 3a0e3Meuye THYYKe HaJIATyBaHHS JIOT1KU
aHami3zy, MoAuQikalii Ta NOBTOPHOTO BUKOPHCTaHHS 00’€KTIB cieHu (Zhang,
2024). ¥V Unreal Engine ananoriuHi 3aBJaHHS MIATPUMYIOTHCS, 30KpeMa, depes
Procedural Content Generation Framework (PCG), skuii sBuse co0oro
BOy/nOBaHMI HaOlp 3aco0iB Il CTBOPEHHS MPOLEAYPHOrO KOHTEHTY pI3HOL
CKJIaJIHOCTI — BIJT OKpeMux 00’ekTiB 1 6ioMiB 0 mumx cBitiB (Epic Developer
Community, 2025). Lentpanbaum eneMeHToM 1boro miaxony € PCG Graph —
BYy3JI0Ba rpadoBa MoOJIeNb, Y AKii MpocTopoBi AaHi HaaxoaiTh i3 PCG Component,
0OpOOISIOTHCS Uepe3 MOCIHIIOBHICTh BY3IIB, (PUIBTPYIOTHCS, MOAU(IKYIOTHCS Ta
BUKOPUCTOBYIOTbCSI JIsi po3milieHHst o00’extiB y cueHi (Epic Developer
Community, 2025). Takum uymHOM, Unity JIeMOHCTpY€e TMepeBaru THYYKOl
CKPHUITOBOI Ta MOJYJIbHOI 1HTerpaiii 1HTelIeKTyaJbHuX 3aco0iB, Toal sk Unreal
Engine Hagae BOynoBany rpadoBy 1HPpACTpyKTYypy ISl IPOIEAYPHOI MOOYA0BU
KOHTEHTY, MO0 POOUTH JIOIUIBHUM iX TOPIBHSJIBHUNA PO3TJSA y KOHTEKCTI
IHTENEKTYyaJIbHOTO penaryBaHHsi irpoBux cueH (Zhang, 2024; Epic Developer
Community, 2025).

[TopiBHSAIBEHI 0OCOOIMBOCTI peai3allii IHTEeIEKTyaIbHOTO peAaryBaHHs CIIEH

y Unity Ta Unreal Engine HaBeneno y tabmnuiii 3.
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Taomung 3

[TopiBHSAIBHI 0COOMMBOCTI peaizailii IHTeIEeKTyaIbHOTO pelaryBaHHs CIIeH

y Unity ta Unreal Engine
[Tapamerp Unity Unreal Engine

aranpauit miaxin | CkpunToBa, KOMIIOHEHTHa Ta | BOymoBanui Procedural
pelaKkTopchKa iHTerparisa | Content Generation
IHTCIIEKTyaJIbHUX Framework (PCG)
1HCTPYMEHTIB

Opranizartis Kacromni ckpunth, | PCG  Graph sk By3iosa

MPOLETYPHOI pEIaKTOPChbKl  po3LIUpEHHs, | rpadoBa MOJIEIb

JIOT1KHU 30BHIITHI MOYJII

Po6ora 3 | 3anexxkutb B  peam3amii | [IpocTopoBi JaH1 HAAXOAATh

MIPOCTOPOBUMHU KOpPHUCTyBada abo | vepes PCG Component i

JTAaHUMH BUKOPHCTOBYBAHUX AKETIB OOpOOJISIOTECST  CUCTEMOIO

BY3JIiB

Xapakrtep [lepeBaxkHo yepe3 | Moaudikaliis Ta OHOBICHHS

OHOBJICHHS CLIEHU | PeIaKTOpPChKi a00 MporpamMHi | pe3yiabTaTy B Mexax
BUKJIMKU rpadoBoi cucreMu

CuinibHa cTopoHa | ['HYUKICTB 1 npoctoTta | BOynoBana iHdpactpykTypa
iHTerpamii B pI3HI  TUMH | AJIS MacIITaOHO1L
MIPOEKTIB MPOIIeTYPHOI moOy10BU

KOHTEHTY
OkpeMy  TIepCIEKTHBY  CTAaHOBHTh  BUKOPHUCTaHHS  HaBYaHHI 3

MIJKPITUICHHSAM I afanTuBHOI Moamdikaiii cepenoBuina. Y IIbOMY BHIAAKY
OI[IHIOIOTHCS HE JIUIIIE CTATUYHI XapaKTEPUCTUKH CLIEHH, a W HACTIAKU 11 3MIH JJIsI
MPOXOJIKEHHS, CKJIATHOCTI, B3aeMOJili a00 TOBEMIHKM TpaBlig. Takul IMaxin
BIJIKPUBAE MOXJIMBICTH PO3TIIANATH CIEHY K aJalTHBHY CTPYKTYpYy, 37aTHY
3MIHIOBATUCS BIJMIOBIIHO JI0 I[iJIei Tpy a0o0 CIieHapiiB TECTYyBaHHsI, 1110 € OCOOJIUBO
BOKJIMBUM I JUHAMIYHKX irpoBux cepeposui (Ob6umamno, [Tonomaprosa, 2025,
c. 475-477).

[TepeBaru iHTENEKTYaabHOTO pelaryBaHHs CIICH TOJISATAIOTh y CKOPOUYEHHI
TPUBAJIOCTI CTBOPEHHS KOHTEHTY, 3MEHIIEHHI KUIBKOCTI PYTHHHUX OIEpalliu,

MIJBUIIICHH] y3TrO/)KEHOCTI CEepeloBHUINAa Ta TOKPAIIEHHI SKOCTI PaHHBOTO
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MPOTOTUITYBaHHA. BojaHoYac c¢iiiji BpaXxoByBaTH 1 MEBHI OOMEXKEHHS: 3aJIeKHICTh
Bil SIKOCTI JaHWX, CKIAIHICTh (QopMaiizamii eCTETHYHUX KPHUTEPIiB, PHUZHUK
IA0JIOHHOCTI aBTOMATHYHO 3TC€HEPOBAHUX PIMICHb 1 HEOOXITHICTh 30€pEeKCHHS
TBOPYOI POJIi JIFOJMHU B MPOEKTYBaHHI. TOMy HaWOUIbII JOUIIBHUM MIAXOIOM €
HE TIOBHA 3aMiHa JU3ailHEpa, a CTBOPEHHS KO-KPEATHBHUX 1HCTPYMEHTIB, IIO
MOCHJIIOIOTh HOTO MOMIJIMBOCTI B POOOTI 31 ckiaaHumu ciieHamu (Baldwin,
Johnson, Wyeth, 2022; Tpodumenko Ta iH., 2025, ¢. 109-119).

OTxe, IHTENEKTyalIbHI METOJIU PEaryBaHHs ITPOBUX CIICH CIIIJl PO3IJISIaTh
K KOMIUJIEKCHUM 1HCTpYMEHTapiH, 10 OXOIUTIOE aHalli3, TeHepallito, ONTUMI3AIlIO,
aJanTaliio Ta HOACHIOBAHY HiATPUMKY AM3aiHEPCHKMX pillleHb. IX iHTerpamis B
Cy4yacCHI Cepe/IOBHINA PO3POOKM BIJIKpUBAE WHUISIX JO CTBOPEHHS PEIaKTOpPiB
HOBOT'O MOKOJIIHHA, 3[JaTHUX OJHOYACHO IMiJBUILYBATH €()EKTUBHICTb POOOTH,
MOKpAIyBaTH AKICTh CIIEHU Ta 30€piratu rHy4KiCTh TBOPUYOTO MPOIIECY.

Bucnosku. Y pesynbTaTi AOCHIKCHHS BCTAHOBJICHO, IO 1HTEICKTYaIbHI
METOJIHM PelaryBaHHs iITPOBUX CIICH € Ba)KJIIMBHM HAIIPSIMOM PO3BUTKY CyYaCHUX
3ac00iB  CTBOpPEHHS Bimeoirop. IX 3acTocyBaHHS JO3BONSAE  TO€IHATH
aBTOMATU30BaHWI aHali3, TEHepalilo, ONTHUMI3alil0 Ta pPEKOMEHIAliiHy
MIATPUMKY B MEXaX €IMHOTO PEAAKTOPCHKOTO IMPOIIECY, MO0 OCOOIMBO BaXKIUBO
JUIS CKJIAQTHUX 1 0araTOKOMIIOHEHTHHUX 1HTEpPaKTHBHUX cepenoBuin (Summerville
et al., 2018; Green et al., 2022, c. 638-645). HaiiGinpm epeKTUBHUMU
BUSIBJISIFOTBCS TIOpUIHI MIAXOAHW, Y SKHUX TMOEAHYIOThCsS rule-based amropurmu,
procedural content generation, MalIMHHE HaBYaHHS, TEHEPATHMBHI MOJENi Ta
mixed-initiative B3aemojis 3 kKopucrtyBadeMm. CamMe BOHH 3a0€3IeUylOTh OajaHc
MDK aBTOMATH3AIlI€0, MPOMYKTUBHICTIO Ta 30€pEkKEHHSM TBOPYOTO KOHTPOIIO
nu3aiiHepa Haja cTpykrypoto cuenu (Smith, Whitehead, Mateas, 2011; Baldwin,
Johnson, Wyeth, 2022). IlepcriekTrBu MOJANBIIUX JOCTIIKEHb MOJATAIOTH Yy
pO3pOOJICHHI  JKAaHPOBO-OPIEHTOBAHUX  IHTEJIEKTYadbHUX  PENAKTOPIB  CIICH,

CTBOPEHHI TMOSCHIOBAHUX PEKOMEHJALUIMHUX MOAYIIB IS CY4acHUX pYIIIiB,
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noryMOJIeHHI 1HTEerparlii reHepaTUBHUX MOJCNICH 1 HaBYaHHS 3 MIAKPIIJICHHAM, a
TakoX y (¢opmamizaiii eCTeTHYHUX KpPHUTEPIiB SAKOCTI IrPOBOTO MPOCTOPY.
BaxJTMBUM HaAIpsMOM € TaKOK MOJAJBIITHN PO3BUTOK MPUKIATHUX JOCIIIKCHD Y
i cdepi 3 OpieHTAlI€I0 HA MPAKTUYHI IHCTpYMEHTH aBToMartu3auii GameDev-
nporeciB (Tkauenko, Mamaes, 2024, c. 97-109; Tpodumenko Tta in., 2025, c.
109-119).
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