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NMOKPALLEHHS MPOLIEAYPHOI FTEHEPALLII KOHTEHTY 3A
J0noMoror MALLMHHOIO HABYAHHS

Y cTatTi po3rnAHYTO 3aCTOCYBaHHA METOAIB MALUMHHOIO
HaBYaHHA ANA npoueaypHoi reHepauii KoHteHty (PCG) B irposii
iHaycTpii. IpoaHanizoBaHO 0OCHOBHi 06Me)XXeHHA TpaauUINHUX nigxoais
A0 reHepauii KOHTEHTY Ta NnepeBaru BNPOBaf)XXeHHA TEeXHiIK MALUMHHOIo
HaBYaHHSA, TaKMX SIK KOHTPOJIbOBaHe Ta HEKOHTPOJSIbOBaHe HABYaHHA,
nigkpinnoBanbHe HaB4yaHHA (RL) i reHepaTMBHi 3MaranbHi Mepexi
(GANs). OnucaHo, sIK Ui TexXHiKM NOKpalylTb Pi3HOMAHITHICTD,
apanTUBHICTD | AKICTb 3reHepoBaHOro KOHTeHTy. OKpeMo nigkpecneHo
BaXX/IMBICTb 6anaHcy MiXK KpeaTUMBHICTIO i Y3romKeHiCTIO, a TaKoX
PO3rNAHYTO €TUYHI acCNeKTU Ta BUKJIMKN BUKopucTtaHHa ML y PCG.

KnrouoBi cnosa: npoueaypHa reHepauis KOHTEHTY; MalUMHHe
HaBYaHHA; CcynepBi30OBaHe HaBYaHHA; HEKOHTPOJIbOBAaHE HAaBYaHHS;
niakpinnaoBanbHe HaBYaHHA; reHepaTUBHI 3MaranbHi Mepexi; irpoBsa
iHAYCTpiA; aBTOMaTU3aUifA; afirOpUTMHU.

BcTyn. MpoueaypHa reHepauis koHTeHTy (PCG) cTtana HeBig'eMHOIO
YAaCTMHOK  Cy4acHol PpoO3pobKKM irop, [A03BONSAKYM aABTOMATUYHO
CTBOPIOBATU irpoBi PiBHi, KAPTU, HAapaTMBK Ta iHWI eneMeHTn rpu. Len
niaxig 3abe3neyye MOXIUBICTb CTBOPIHOBATUM BEJIMKUMN i PI3HOMAHITHUN
irpoBUM CBIT 6€3 3HaYHOro 36iNbLEHHS PecypciB i Yacy Ha pPo3pobKy.
OpHak TpaguuinHi metoan PCG, aki 6a3yroTbCs Ha PYYHUX anropuTMax i
YiTKO BU3HAYEeHUX MpaBuax, CTUKATbCSA 3 0OMEXKEeHHSAMM, BKJIHOYAOYN
obMmexxeHy MacwTaboBaHiCTb, 0OMeXeHe Pi3HOMAHITTA KOHTEHTY |
3aNeXHICTb Big ynepemXeHb KopucTyBada. Ui npobnemMn obmexywTb
MOXXJIMBOCTI MpoueAypHOI reHepauil CTBOPBATM MO-CNPABXHbOMY
iHHOBALiMHMMA Ta aganTUBHUM KOHTEHT. Y BiAnoBiAb Ha Ui BUKIUKMU,
MalwuHHe HaByaHHa (ML) nponoHye HoBi nigxoanm po PCG, ski
A03BONIAKTb CUCTEMAM HAaBYaATUCA 3 HAABHUX JAHUX | reHepyBaT HOBUMN
KOHTEHT, WO BIiANOBIJAE CTUAO | CTPYKTYpi BUXiAHWUX npuknagis. Ls
CTaTTA [OOCNIOXKYE OCHOBHI TexHikM ML, Taki siK KOHTposbOBaHe Ta
HEKOHTPO/NIbOBaHe HaB4YaHHA, nigkpinawBanbHe HaByaHHA (RL) i
reHepaTuMBHi 3MaranbHi Mepexi (GANs), Ta moka3sye, AK Ui TexHosoril
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30aTHI  BupiwuTM npobnemn TpapuuinHoro PCG, po3wuproroum
MOXXJIMBOCTI reHepaLil irpOBOro KOHTEHTY.

1. O6MeXxKeHHs TPpaauLINHOI NpoueAypPHOI reHepauii KOHTEHTY

TpapuuinHi Metopn PCG nepeBakHo 6a3ylTbCs Ha NpaBunax, ae
OOCNIAHUKM BWU3Ha4alTb SIBHI anroputMm AN CTBOPEHHSI KOHTEHTY.
Xo4ya uen meton ePeKTUBHUM ONs MEBHUX 3aCTOCYBaHb, BiH MAE KifbKa
CYTTEBUX HELOOMIKIB:

e (JbmexxeHe pi3HOMaHITTA: CUCTEMW Ha OCHOBI NpaBuMA 4acTo
reHepylTb KOHTEHT, AKOMY O6paKye BapiaTMBHOCTI, OCKIiNbKMK
npaeBuia O0OMEXYTb MOXIMBI BUXigHI OaHi Ao nonepegHbo
BM3HayeHux wabnoHie [1]. Le poBegeHo NOpPIBHAHHAMMU
anropuTMIiB, TaKMX AK anroputMm reHepauil kapt y Rogue, pe
KOHTEHT CTa€e nepeabavyyBaHUM Micns  MEeBHOI  KiNIbKOCTI
npoxopyeHb [1].

e [Ipobnemn MacwrtaboBaHocTi: Po3wmnpeHHss Habopy npaBwun ans
OXOMJIEHHS HOBMX TUMIB KOHTEHTY abo cTuniB Moxe 6yTn
TPYAOMICTKUM i cknagHuM [2]. Hanpuknag, gocnigxeHHs B Super
Mario Maker nokasanu, wWo py4yHa po3pobKa piBHIB 3aMMae
6inbwe 4vacy i BuMmarae OGinblwe 3ycwunib, MOPIBHAHO 3
aBTOMaTU30BaHMMM cucTeMamm [2].

e YnepemkKeHiCTb au3arviHepiB: 3reHepOBaHUM KOHTEHT MOXe
HEHAaBMUCHO BigoOpaXkaTu ynepemXXeHHa Ta  oOMexeHHs
Av3ainiHepis, AKi ctBopunu npaeuna [3]. Hanpuknag, cucteMum Ha
OCHOBI MpaBWN 4acTO TeHepylTb KOHTEHT, AKMW Bigobparkae
NUe TOW TUN KOHTEHTY, Wo 6yB 3aKO40BaHMM y NpaBunax, LWwo
ob6Mexxye TBOpYicTb [3].

2. MawmHHe HaB4YaHHA AK pilleHHA
MawwunHHe HaB4YaHHA nponoHye nigxip no PCG Ha ocHoOBi pgaHux, ae
aNropuTMM HaBYAKTLCA FEHEPYBATU KOHTEHT LUJISAXOM aHani3y BEMKUX
HabopiB paHMX icCHykuMx irpoBux enemeHTiB. Len ™Meton Bupiwye
obmexeHHs TpaauuinHoro PCG wnsxom:
e 36inbweHHs pi3HoMaHiTTS: Mopeni ML MoXyTb 3axonsoBatu
LWWMPOKMIN CNEKTP 3aKOHOMIPHOCTEN 3 OaHMX, W0 NPU3BOAUTL A0
6iNbl Pi3HOMAHITHOrO Ta KPeaTUBHOro KOHTEHTY. Hanpuknag, y
OOCNIOXKEHHAX 3 BUKopucTaHHAM GANS onsi CTBOPEHHS PiBHIB Y
rpi DOOM m™Mopeni reHepyBanu cknagHi Ta HenepenbayvyBaHi
OAV3aWHW  PpIiBHIB, SKi nepeBepwyBajnM 3a pPi3HOMAHITHICTIO
TpaguuinHi niaxoam [4].
e [lokpaweHHa MacwrabosaHocTi: [licha TpeHyBaHHa mMopgeni ML
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MOXYTb TFeHepyBaTW HOBIi TUNW KOHTEHTYy 06e3 HeobXxigHoCTi
A00ATKOBUX pydyHMX npaeun [4]. Lle poBepgeHo Ha npuknagi rpu
Angry Birds, e ML BMKOpuUcTOBYBanu O CTBOPEHHS CKIagHUX
PiBHIB Ha OCHOBI MiHiManbHOro Habopy aaHux [5].

e 3MeHLeHHsI  ynepemKeHoCTi  Au3anHepis: HaB4yawuncb Ha
pi3HOMaHiTHMX  Habopax paHumx, ML Moxe  3MeHWMUTH
iHOMBIQYaNbHI  ynepep)XeHHs [AW3anHepiB, cnpustoum  6inbw
iHKMI03MBHI reHepauii koHTeHTy [5]. Hanpuknap, HeWpoHHI
MEepeXi MOXYTb HaB4YaTMCA Ha [AaHUX PISHUX XKaAHpIB i
CTBOPHOBATU PiBHI, AKi BiAoOparkatoTb LMPOKUIA cneKTp cTunis [5].

TexHiKM npoueaypHoi reHepauil KOHTeHTY 3a gonomMoroiw ML.
MeTogn ML He TinbKu NPONOHYOTb GiNblUe rHY4YKOCTi Ta MOXJIMBOCTEN Y
MOPIBHAHHI 3 anropuTMamMum Ha OCHOBI NpaBwf, ane W [03BONAKTb
CTBOPIOBATU KOHTEHT, KWW adanTyeTbCA A0 Pi3HUX KOHTEKCTIB rpw,
MOKPALLYE BapPiaTUBHICTb i 3HMXKYE 3aleXHiCTb Big JOOCbKOI y4yacTi.
Po3rnaHeMo oCHOBHI TexHiku ML, SiKi BUKOPUCTOBYIOTLCA B NpoLenypHin
reHepauii KoHTeHTy (PCG), Ta NOSICHUMO, K BOHWU NPaLLIO0Th.

KoHTposiboBaHe HaB4YaHHA — Le OOWH i3 HaNMOLWMWPEHIWNX nigxonie
Yy MAWWHHOMY HaBYaHHI, AKUI nepenbdavae HasABHICTb BESIMKOro obcsary
AaHUX i3 MiTKaMun abo KateropisMu. Mogenb HaBYAETLCSA 3a JOMNOMOIOK
Lboro Habopy AaHUX i HaMaraeTbCcs nNependauUNTN NPaBUIBLHI MITKN NS
HOBMX, HeBipoMMx AaHux. Y koHTekcTi PCG, KOHTponboBaHe HaBYaHHSA
3aCTOCOBYETbCSA AN HAaBYaHHA MoOOenen Ha OCHOBI BXe CTBOPEHMX
ON3anHiB piBHIB abo irpoBMX KapT i3 3a4aHWMK XapPaKTepPUCTUKAMMU
(Hanpuknapg, cknapgHicTio, cTuneM abo ¢yHKUioHanbHicTO). Hanpuknag, y
rpi Super Mario Maker Mogeni cynepBi30BaHOro HaBYaHHSA TPEHYHOTbCA
Ha PiBHSAX, SIKi BXe Oynn no3HayeHi piBHEM CKNAQHOCTI abo eCTETUUYHMMM
napaMmetpamu. Mogenb BMBYAE Li 3aKOHOMIPHOCTI Ta BUKOPUCTOBYE IX
ONS CTBOPEHHSI HOBMX PiBHIB, fAKi 36epiratoTb MeBHUM BanaHc Mix
CKNaAHICTIO Ta reiMnienHot norikoto [6]. Lle no3sonsie reHepadii HoBUX
piBHIB, SIKi BUrNsagalTb | BiAYyBawTbCA SK CTBOPEHI [OCBigQYEHUM
AVN3aNHEepPOM, OCKiNlbKM Mogesnb BPaxoBYE BCi NapaMeTpu, HaBYaHHI Ha
OCHOBI iICHYHOUYMX 3pa3KiB. ANTOPUTMUN KOHTPOJSIbOBAHOIO HAaBYaHHS, AK-0T
HEMPOHHI Mepexi abo pepeBa piwleHb, 0COOMMBO KOPWUCHI, KOMKU €
AOCTaTHbO OAHMX ANs TpeHyBaHHA. OpHaK BOHM 3anexaTtb Bif SAKOCTI
MITOK | 4acTo BMMarawTb peTenbHol nigrotoBkn paHux. ¥ PCG, pe
HeobxigHO 3abe3neynTn iIHAMBIAYANbHUI NiaXin A0 CTBOPEHHS KOHTEHTY
ANSa pi3HMX TMNIB rpaBuiB, KOHTPONbOBaHE HAaBYaHHSA CTAaE ePEKTUBHUM
IHCTPYMEHTOM.

Ha BigMiHy Big KOHTPO/IbOBAHOrO0 HABYaAHHS, HEKOHTPOJIbOBaHe
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HaB4YaHHS He BMKOPUCTOBYE MITOK abo KaTeropin. MeTta nonsirae y Tomy,
wob Moaenb BUABUIA NPUXOBAHI CTPYKTYPM Ta 3aKOHOMIPHOCTI B AaHUX
camocTinHo. Y PCG uen nigxia [0O3BONSE reHepyBaTU HOBI piBHI abo
KapTu Ha OCHOBI [0CBigQy, OTPMMAHOro Bif, aHanily BeJSIMKUX MAacuUBIB
ICHYIOUMX IrpOBUX eneMeHTiB. Hanpuknag, y HEKOHTPO/IbOBAaHOMY
HaBYaHHI 4aCTO BMKOPMUCTOBYKTLCS KNacTepusauinHi anroputMmn abo
anNropuTMM 3HWUXKEHHS PO3MIPHOCTI ANs BUBYEHHA pAaHux. OguMH 3
NPUMKNALIB 3aCTOCYBaHHA — LUe reHepauis HOBWUX irpOBUX KapT Ans
Minecraft, e anropuTMu HEKOHTPOJIbOBAHOIO HaBYaHHSA
BUKOPUCTOBYBANNUCA ANA BUSABJIEHHS 3aKOHOMIPHOCTEM Yy TOMOAOFil
ICHYlOUMX KapT, a nNoOTiM reHepyBanM HOBI KapTW Ha OCHOBI UWX
BuaBneHnx ctpyktyp [7]. OgHuM i3  nonynapHUX nigxodis €
BUKOPUCTAHHSA anroputmy K-cepeaHix pns BUABNEHHSA TUMIB JIOKALIN, WO
MOXYTb OyTWM KOPUCHUMK MpWU reHepauil irpoBux cBiTiB. Hanpuknag,
Knactepmsauis naHgwadTiB y rpi [O3BOASE BUAIIUTA MNEBHI TUMK
reorpadiyHmx obnacter (ropu, [ONAMHKU, PIBHWHW), SKi MOXKHa
BUKOPUCTOBYBATU AN CTBOPEHHS HOBMX KapT, A€ KOXEeH Knactep
BiANOBIAA€E OKPEMOMY PErioHY 3 MEBHO XapaKTEPUCTUKOH.
MigkpinnioBanbHe HaByaHHa (Reinforcement Learning, RL) - ue
nigxig, SKWA 3aCTOCOBYETbCA AJI1 HABYAHHSA areHTiB 4epe3 CUCTEMY
BUHaropopd i nokapaHb. Y koHTekcTi PCG RL BuKopucToByeETbCA Ans
CTBOPEHHSA OWHAMIYHOIO KOHTEHTY, KWW 3MIHIOETBCA B 3a/I€XHOCTI Bif
peakuin rpaBus abo iHwmnx ¢pakTopiB y rpi. RL npautoe 3a cxemMow areHT-
cepepoBuLle, Ae areHT NPUMMAE pilleHHS, Oi€ Y cepefoBULL Ta OTPUMYE
3BOPOTHIM 3B'I30K y BUrNsapi BMHaropogu abo wTpady. Hanpuknag, y
JOCNigXKeHHAX Ha 6a3i rpy DOOM 6yno BukopucTaHo areHTiB RL pns
OVWHaMIYHOI reHepauil piBHIB, sIKi aBTOMAaTM4HO NigfiawTOBYyBanucsa nig
MalncTepHicTb rpasusa [8]. Konu rpaBeub cnpaBnsiBca 3 piBHEM 3aHaATo
nerko, RL-areHT reHepyBaB CKNagHilWi piBHIi, i HABNAKW, AKLWO rpaBLeBi
6yno BaXkko, areHT nigbwupaB nonerweHi BapiaHTu. Le possonse
CTBOPIOBATU irpoBi piBHi, SIKi MOCTIMHO apanTyTbCs OO0 3Ai6HocTen
rpaBus, 3abe3nedyyum Kpawun irpoBun poceig. BukopuctanHa RL
[O3BONISE areHTaM HaBYUTUCHA 3HAXOAUTM ONTUMAasbHI  cTpaTeril
reHepauil KOHTEHTY, 3aCHOBaHi Ha JOCBIOi rpy Ta NoBeAdiHLi rpaBLUs.
FeneparusHi 3MaranbHi Mepexi (Generative Adversarial Networks,
GANs) — ue ogHa 3 HaMUiKaBIWWX i MEpPCNEeKTUBHUX TEeXHIK y ranyasi
reHepauil KoHTeHTy. GANs cknapalTbCa 3 [OBOX HEWPOHHUX MEPEX:
reHepaTopa, WO CTBOPHE HOBWUM KOHTEHT, Ta OUCKPMMiIHATOpa, LWO
OLHIOE, HACKINNbKM CTBOPEHUN KOHTEHT CXOXWUM Ha peanbHun. Li mepexi
3MaralTbCa 0AHa 3 OOHOM0, WO NPU3BOAUTbL A0 CTBOPEHHS pepani
peanicTUYHIWOro KOHTEHTY. [eHepaTop nparHe CTBOPUTM TaKUM KOHTEHT,
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AKUAN OUCKPUMIHATOP He 3MOXe BIOpI3HUTU BiO peanbHOro. Takum
YMHOM, OMCKPMUMIHATOP HAMara€TbCsA MOKPALNUTU 3AATHICTb PO3PI3HATH
peanbHUN | 3reHepoOBaHMN KOHTEHT. Y pe3ynbTaTi reHepaTop NOCTYynoBO
MOKPALLYETLCS, CTBOPKYM KOHTEHT, WO pepani b6inbwe Haraaye
CNpaBXHi irpoBi enemeHTW. [eHepaTMBHI 3MaranbHi Mepexi BXXe
NPOOEMOHCTPYBanM CBOK edeKTUBHICTb Yy Takux irpax, ak DOOM i
Minecraft, ne BOHM BMKOPMCTOBYKTbLCSA L[S reHepauil peanicCTUYHUX
piBHiB i TekcTyp [9]. Lle p03BONSAE 3HAYHO CKOPOTUTU Yac Ha CTBOPEHHSA
BUCOKOSIKICHMX IrPOBMX QaKTMBIB, @ TaKOXX pPO3WMPUTU MOXKJIUBOCTI
reHepauil KOHTEHTY 33 4ONOMOroK aBToMaTM3auil.

BukopuctaHHa pisHMx TexHik ML y npouepypHin reHepauii
KOHTEHTY 403BOJISE 3HAYHO NOKPALLUTU K AKICTb, TaK i PiI3BHOMAHITHICTb
CTBOPIOBAHOIr0 KOHTEHTY. KOXXHa 3 pO3rNsiHYTUX TEXHIK MAa€ CBOI CUJbHI
CTOPOHM: KOHTpPOJSIbOBaHe HAaBYaHHSA 4YyAOBO MiAXOAUTb O/ CTBOPEHHS
cneundiyHnx  piBHiIB i3 nepepgbavyyBaHUMM  XapaKTEPUCTUKAMU,
HEKOHTPO/IbOBaHe HaBYaHHS L03BOJISIE BUSABNATM HOBIi 3aKOHOMIPHOCTI,
RL apantyetbcsa nig noBepiHKy rpasBusi, a GANs cTBOpPHOOTL peanicTU4HiI
TEKCTYpW Ta PiBHI 3 MiHIManbHUM BTPYYaHHSAM JIOAUNHMN.

O6rpyHTYBaHHA NpoueaypHOi reHepauii KOHTEHTY 3a AONOMOroK
ML. OgHieto 3 kpuTnYHMX Nnpobnem y PCG € 3abe3neyeHHss BUCOKOT AKOCTI
3reHepoBaHOro KOHTEHTY Ta MOKpalleHHs poceigy rpasus. lMigxoan ML
MOXYTb AOMOMOITM BUPILWNTU L0 NpobaeMy, HAaBYAUYUCb Ha iICHYOYOMY
BUCOKOSIKICHOMY KOHTeHTI. [1poTe Mogeni ML MOXyTb TakoX reHepyBaTu
KOHTEHT, SKWK, X04a W HOBUKW, MOXEe He BignoBigaTM MpuMHUMNAM
An3anHy rpym abo oyikyBaHHAM rpaBuiB. Hanpuknag, y AOCNIOXKEeHHSX 3
BUKOPUCTAHHAM RL areHTVM CTBOPIOBANM KOHTEHT, SKWW 3anunLaBcs
YHIKaNIbHUM AN KOXKHOI Cecii rpu, ane He 3aBxAaun 3abe3neyvyBaB NOMiYHY
nocnigoBHicTb piBHiB [10].

ML-mopeni BiAMIHHO reHepyloTb KpeaTuBHUMN KOHTEHT,
AOCNIAXKYUYM KOMBiIHALIT, Wo BUXOAATb 33 MeXi py4yHux npasun. OgHak
BaXnMBo 3abe3neuyntun, W06 LEeN KOHTEHT 3aJMLIABCA Y3rOAXKEHUM 3
KOHTEKCTOM rpu. TexHiKM YMOBHOI reHepauil, Ae Mofenb reHepye
KOHTEHT Ha OCHOBi KOHKPETHUX BXiAHMX AaHUX abo o6MeXeHb, MOXYTb
AOMOMOrTM MiaTpuMyBaTu y3romxeHictb [10]. Jocnig)keHHAa nokasanwu,
O BMKOPWUCTAHHA YMOBHOI reHepauii ANns CTBOPEHHS piBHIB y Super
Mario Maker po3sonuno Mopgeni CTBOPHOBATU JIOTiIYHI  PiBHI, SKi
ajanTyBanucs nig 3MiHv napametpis [11].

Ockinbkn ML-Mopeni HaB4awTbCA Ha ICHYKYMX [AHUX, BOHMU
MOXYTb HEHAaBMWUCHO BIATBOPIOBATU  YNepemXKkeHHs, MNpUCYTHI B
TpeHyBanbHUx Habopax gaHux [11]. ¥ PCG ue Moxke npussBectu Ao
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KOHTEHTY, SIKUA MOCWUIIIOE CTEepeoTMnn abo BUKIKYAE MEBHI rpynu
rpaBuiB. Hanpuknag, cuctemm ML MOXyTb RIiACUAOBATU KYNbTYpHI
CTEPEOTUNM, AKLLO IX HABYATU Ha 0OMEXKeHNX OaHUX 3 OAHOI0 PErioHy 4n
KynbTypu [12].

3acTocyBaHHA B po3pobui irop. HaBuatounch Ha iCHYHOUYMX irPOBUX
piBHAX, Mogeni ML MOXyTb reHepyBaTM HOBi cCepemoBuia, LWO
BiOMOBIgalOTb €CTETUYHUM Ta YHKUIOHANIBHUM SIKOCTAM BUXIGHOTO
matepiany [6]. LUe niaTeepmxeHo pochnigxeHHamMu, nOe GANs
BUKOPUCTOBYBaNM AJi CTBOPEHHS HOBMX PiBHIB Yy rpi Super Mario, wo
BiQNOBiQanu AK ecTeTuLi, TaK i CTPYKTYpi opuriHanbHux piBHiB [6].

ML Moxe 3acTtocoByBaTuCA O reHepauil QMHAMIYHUX HapaTUBIB
Ta Aianorie, Wo pearywTb Ha Aii rpaBus. Mogeni 06pobku npupogHoi
moBu (NLP) MoXyTb CTBOpHOBATM pO3rasyKeHi CHXKeTHi NiHil Ta
B3a€EMOAil NepcoHaxis, Wo nigcunoe 3aHypeHHa [13]. Y pocnigkeHHAX
no CTBOPeHHI HapatmeiB 3a ponomorowo NLP Mopeni reHepysanu
CIOXKETHI apKu, SIKi BiANOBipanu AisM rpasBusa i CTBOPHOBANU BiQYyTTS
YHiKanbHOro AoCBiay ANns KoxkHoro rpasugd [13].

[eHepaTMBHI MoAeni TaKOX MOXYyTb CTBOPHOBATU  AM3aWHMU
MepcoHaxiB, aHiMaUil Ta iHWIi pecypcu, wo 6e340raHHO IHTErpyThCa y
irPOBMIW CBIT, 3HAYHO 3HMXKYKYM Yac Ta BUTPATU, MOB'A3aHI 3i
CTBOPEHHAM pecypciB. Hanpuknap, BWKOPUCTAHHSA TeHEePaTUBHUX
3MarasbHUX Mepex y CTBOpPeHHi nepcoHaxiB ana RPG-irop nossonuno
ABTOMATMYHO reHepyBaTU COTHI BapiaHTIB NEPCOHaXiB 3 MiHIManbHUMU
3aTpaTtamu.

Buknukn Ta o6MexeHHA. EdektmBHi Mopeni ML noTpebykTb
BEJINKMX 00CAriB BUCOKOSIKICHUX AaHUX ONA TPEHYBAHHS, WO HE 3aBXAu
MOXYTb OYTW nerko AoCTynHUMW. [na MiHiMi3auil uiel npobnemu
BUKOPUCTOBYIOTbCA TEXHIKWM OONOBHEHHSA AAHUX, TaKi aK TpaHcdopMauil
306paXkeHb i NiABULEHHS KOHTPAcCTYy, WO O03BOASAE 30iNbWNTU PO3MIp
TpeHyBaNbHOro Habopy faHmMx 6e3 BTpaTK AKOCTI.

TpeHyBaHHS cknagHux Mogenem ML € ob6uucnoBanbHO
iHTEHCMBHWM, L0 BMMAra€ 3Ha4HMX anapaTHUX PecypciB, WO Moxe byTn
Oap’epoM Ona MeHWMX KOMaHA [OCNiAHWKIB abo He3anexHux
pocnigHukis [14]. Lle niaTBepm)XeHo AOCNIOXEHHSAMM, LLO MOPIBHIOWTH
yac TpeHyBaHHSA GANs Ha pisHUXx anapaTHMX KoHoirypauiax [14].

BuUCHOBOK. IHTerpauis MaWwWHHOrO HaBYaHHA B nNpouenypHy
reHepauito KOHTEHTY BiAKPMBA€E HOBi FOPU3OHTW ANSA irpoBOI IHAYCTPII.
TpaguuinHi nipxogn po PCG, 3acHOBaHi Ha py4yHMX MpaBuiax, MawTb
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oOMeXeHHs1 Yy Pi3HOMAaHITHOCTI Ta MacwTaboBaHOCTI, WO CTPUMYE
KpeaTuBHiCTb  Ta iHHOBAaU,l. BukopucTtaHHs CynepBi30BaHoOro,
HEKOHTPO/IbOBAHOrO HABYaHHSA, MNIAKPINAKOBANBLHOMO HaBYaHHA Ta
reHepaTuBHMX 3MaranbHux wMepex (GANs) posBonse cTBOpHOBaTH
afanTUBHUKW, PI3HOMAHITHUM | BUCOKOSIKICHUM KOHTEHT. 3aBASKM
MOXJ/IMBOCTI BMBYATU 3aKOHOMIPHOCTI 3 HaAsIBHUX [L[aHUX, MOOEeni
MALWMHHOIMO HAaBYaHHSA MOXYTb FEHEPYBATWU YHIKasNbHI irpoBi enemMeHTH,
AKi  Kpawe BignosigawTe noTtpebam rpaBuUiB | MiABULWYTb IX
3any4yeHictb. Taki nigxoguM He TiNbKM 3HUXKYKOTb YMNepenXXeHicTb
AV3anHepiB, ane W BiOKPUBAKTb MOXJMUBICTb ANA CTBOPEHHS
OVHaMIYHNX | NepcoHani3oBaHUX irpoBMX CBITIB, W0 aganTylTbCca A0
iHOuBiAyanbHUX ctunie rpu. BogHo4yac, MalWMHHE HAaBYaHHS O03BOJISIE
3HAYHO CKOPOTUTM 4ac i pecypcu, HeobxigHi Ons CTBOPEHHS HOBOro
KOHTEHTY, WO pobuTb MOro MOTYXXHWUM IHCTPYMEHTOM ANS CY4YaCHUX
JocnigHukiB. ManbyTHi [OCHigXeHHs B UbOMYy HanpsMi  MOXYyTb
30cepeamTuca  Ha TribpugHUX cucTteMax, Wo noegHywTb ML 3
TpaauuinHnmm Metogamm PCG, a TakoXK Ha PO3BUTKY eTUYHUX NigXonis
OO TreHepauil KOHTEeHTY, W06 YHWKHYTM KyJbTypHUX abo couianbHUX
ynepepxeHb. OTKe, MalUMHHE HAaBYaHHS MAae MNOTEHUian paguMKanbHO
3MIHUTK cnocib CTBOpPEHHs irop, MNepeTBOPHOKYM npouec reHepauii
KOHTEHTY Ha 6inbw rHy4Ykuin, macwTtaboBaHum i TBopuun. Lle He nuwe
MOKPALUYE SAKICTb | PI3HOMAHITTA IrpoBOro KOHTEHTY, ane W [ae€
AOCNiOHWUKAM MOXJMBICTb afanTyBaTu irpu nig iHAuBigyanbHi noTpebu
rpaBuiB, 3abe3neyyroum 6inbL rNMOOKUI | 3aX0ONNOKYMA JOCBIA,.
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ENHANCING PROCEDURAL CONTENT GENERATION THROUGH MACHINE
LEARNING

Procedural Content Generation (PCG) has become an essential
component in modern game development, allowing for the automatic
creation of game elements such as levels, maps, and narratives.
Traditional PCG methods, which rely on handcrafted algorithms and
predefined rules, often face significant limitations in scalability,
diversity, and adaptability. These limitations can result in repetitive
content, increased development time when expanding rule sets, and
inadvertent designer biases that restrict creativity and inclusivity.
This paper examines the integration of machine learning (ML)
techniques into PCG to overcome these challenges. By leveraging ML's
ability to learn patterns from existing data, developers can generate
novel content that adheres to the implicit structures and styles of the
source material, enhancing diversity and reducing bias. Key ML
methodologies explored include supervised learning, unsupervised
learning, reinforcement learning (RL), and generative adversarial
networks (GANs). Supervised learning involves training models on
labeled datasets to generate content that meets specific criteria, such
as difficulty levels or aesthetic styles. Unsupervised learning enables
models to discover hidden patterns in unlabeled data, facilitating the
creation of innovative content that blends multiple styles or genres.
Reinforcement learning employs agents that learn optimal strategies
through interactions with the environment, allowing for the generation
of adaptive content that responds to player behavior. GANs consist of
a generator and a discriminator network trained simultaneously; the
generator creates content while the discriminator evaluates its
authenticity, resulting in high-quality assets that are often
indistinguishable from those crafted manually. The integration of ML
into PCG not only enhances the quality and variety of generated
content but also introduces new considerations. Ensuring that the
content remains coherent and aligns with game design principles is
crucial. Techniques such as conditional generation help maintain
consistency by generating content based on specific inputs or
constraints. Ethical considerations are paramount, as ML models
trained on biased datasets may inadvertently perpetuate stereotypes
or exclude certain groups. Developers must carefully curate training
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data and consider implementing fairness-aware ML techniques to
mitigate these risks. Despite the potential benefits, integrating ML into
PCG presents challenges, including the need for large amounts of
high-quality training data, significant computational resources, and a
learning curve for developers who must acquire new skills to
incorporate ML into their workflows. Future directions include
exploring hybrid approaches that combine ML with traditional PCG
methods, leveraging the strengths of both. Interactive machine
learning tools that allow designers to interact with models in real time
can enhance the quality of generated content and streamline
development processes. Cross-domain content generation, where
models trained on one type of data generate another type, presents
innovative possibilities for game design.

Keywords: procedural content generation; machine learning;
supervised learning; unsupervised learning; reinforcement learning;
generative adversarial networks; game development; adaptive
content; ethical considerations; artificial intelligence.
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