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AHHOTAIIMSA. B pabore paccMOTpeH MOAXOA K aBTOMAaTW3alUM CO3/aHUSl HMIPOBOrO KOHTEHTa Ha
npuMepe CcOo3laHus reHepaTopa Ciy4aliHblXx moa3emenuii. lcnonab3yrorcss anropuTMsl Ha rpadax,
Tpuanrynsinus enone. [Ipy npuMeHeHNH reHepaTopa 3HAUUTEIbHO COKPAIIAETCsl BpPeMsl CO3/1aHHsl UTPOBOTO
KOHTEHTA.

BBeaenne. B cymectByromux padoTax MO MPOLEIYPHOW TIeHepaluu HIPOBOIO KOHTEHTA
MPUMEHSIFOTCSl TPOCTHIE ANTOPUTMUYECKHUE TEHEpaToOphl, KJIETOYHbIE aBTOMAaThl M KOMILIEKCHBIE
QITOPUTMBbI TeHepalnuu 1yMoB [1], ogHako, WX 3aTPyAHUTENBLHO HMCIOJIb30BaTh KaK €CThb U UM HE
xBaTaeT ruOkoctu ais momudukanuu. [logxos, onucaHHbIl B JaHHOW pa0OTe OMHMCHIBAET MPOIIECC
reHepaly reoMeTpUH MoJi3eMeNbs [2], 4TO MO3BOJIMUT CO3/1aBaTh IPOXOJUMbIE MOA3EMENbsI, KOTOphIE
MO’KHO MOJTU(PHUITPOBATH JJISl KCIIOJIb30BAHUS B JPYTUX UTPOBBIX IIPOCKTAX.

Heapr pa6Gorbl. llenbio paboThl sIBISIETCS COKpallleHWe BpEeMEHHW MJIs CO3JaHHs HIPOBOTO
KOHTEHTA 3a CUEeT UCII0JIb30BaHUsl pa3pab0TaHHOIO FeHepaTopa reOMETPUH CIIydalHbIX [0/I3eMEeITui.

OcHoBHasi yacTh paborpl. CymiecTByeT MHOXKECTBO CIIOCOOOB IMPOILEIYPHOH TeHepaluu
YPOBHEN, KaK IPaBUJIO, WTOTOBBIM T€HEPATOP SBIACTCA KOMIUIEKCHOW CHCTEMOW, WCHOJIB3YIOIIEU
reHepaTop ICEBIOCIYyYalHBIX YUCEN, COIVIACHO ONPEEIIEHHBIM 3aKOHOM paclpeelieHusl, U HEKOe
MHOJKECTBO JITOPUTMOB, 3aBUCSIIUX OT CIICIU(PUKN perraeMoi 3a1aun. AJITOPUTM TeHEepaIud MOKHO
OIUCATh CJIEIYIOIUM 00pa3oM.

1. Coznmaércsi MHOXKECTBO KOMHAT, pa3Mep KOTOPbIX OIpeAeseTcss clydallHbIM 00pa3om
COIJIaCHO HOPMAJIBbHOMY paclpeAeiieHuI0. 3aTeM KaXJI0i U3 KOMHAT 3aJaéTcsl €€ MECTOII0JIOKEHUE
BHYTPU pajuyca OKPYXKHOCTH, KOTOPO€ OIpeAessieTcs] CIIy4aiHO, COIVIACHO 3aKOHY PaBHOMEPHOTO
pacnpesenenus. B utore Mpl mojiyuaeM MHOKECTBO KOMHAT, YTO MOXKHO YBHJIETh HA pUCYHKE 1.

Puc. 1 — I[lepBblii 3Tan reHepamy 3aBepuieH

2. Iloctpoum rpad mojzemenbs, ONMpeeIUB €ro IrIaBHble KOMHATHI, KOTOPbIE COCTABSIT OCHOBY
HoJ3eMeNbs. 3aTeM AU KaX/I0i OCHOBHOM KOMHAThI BBIYMCISETCS €€ IEeHTpalbHasl TOUKa, KOTopas B
JaJIbHEHIIeM UCIOIb3YIOTCS B KauyecTBE BEPUIMHEI B rpade, MpeICTaBIIsIoNEeM KOMHATHI.

3. C momotnsio TpuaHTy/IsIuH JlesoHe moirydaeM peOpa, CBA3BIBAIOIINE BCE BEPITUHBI Ipada.

4. Ucnons3zyem amroput™m Kpackana, mpeoOGpa3yeMm MNOIyd4eHHBIH Ipad 10 MHUHHUMAIBHOTO
OCTOBHOTO JIepeBa, YTOOBI CHU3UTH KOJIMYECTBO HEOOXOAMMBIX KOPUIOPOB B moa3eMense. Pesymbprar
paloThI JTAHHOT'O 3Tana MOXKHO YBUJIETh HA PUCYHKE 2.
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5. Jlanee HEOOXOAMMO MOCTPOUTH KOPUIOPHI, KOTOPHIE MPEJICTABISIIOT cOO0M y3KHe KOMHATHI,
COCJIMHSIIOIINE JIBE€ OCHOBHBIX KOMHATHI HAIMPSIMYIO, €CIIH OHU HAXOJSITCS HA JOCTATOYHOW OJIM30CTH
1o mo0oi U3 oceil; MO0 co3qaéresl [Ba KOPUJOpa, COSAUHSIONME COOON LEHTPhl CTOPOH KOMHAT,
HanOoJiee OIM3KUX K IPYT APYTY.

Puc. 2 — BeigeneHsl OCHOBHBIE KOMHATHI IT0/13eMeJIbsl H IOCTPOCH rpad)

6. Jlanee Bce KOMHATBI, UTO HE SIBJISIIOTCSI OCHOBHBIMHU U IEPECEKAIOTCS KaK MUHUMYM C OJHUM
KOPHJIOPOM, TakXe JO0OaBISIOTCS K CHHCKY KOMHAT MOJ3€MEINbsl, TAKUM 00pa3oM JOMOIHs (hopMy
KopuJopoB. Bee ocTabHble KOMHATBI, YTO HE SIBJSIFOTCSL OCHOBHBIMH, yJaisitorcsi. Ha sTom pabora
IropuT™Ma FeHEpallud IeOMETPUN IOJI3eMEeNbsl CUUTACTCs 3aKOHUYEHHOU. Pe3synbrar paboThl MOXKHO
YBUJETh HA PUCYHKE 4.

Puc. 3 — I'eneparnust moa3emenbs 3aBepiineHa

B nanbHeiiiemM ciucok KOMHAT U KOPUIOPOB MOXKHO MPeoOpa3oBaTh K €IUHOMY JBYMEPHOMY
MacCCHBY, OIPEICIISTIOIIIMY BCIO HTPOBYIO KapTy IIEITUKOM.

BoiBojbl. Vcrnonb30BaHue IpolielypHON TeHepaIiy MO3BOJWIO CHU3UTh KOJIMUYECTBO BPEMCHH
Ha pa3pabOTKy YpOBHEH C JIECATOK M COTEH YacOB Ha KaXIblii YPOBEHB IO JECATOK CEKYH] ITyTEM
pa3paboTku reHeparopa ypoBHeil. Pa3paboTka JeMOHCTPAllMOHHOTO KOMILIEKCa ObLIa YCIIEIIHO
3aBepIeHa, OH OBLT IPOTECTUPOBAH HA Pa3HOOOPa3HBIX HA0OPaX BXOJAHBIX JAHHBIX U XOPOIIIO TTOKa3all
ce0st B paboTe, MO3BOJIMB CO3/1aBaTh I'€OMETPHUIO MOJ3EMEIHMH 3a JOCTAaTOYHO KOPOTKOE BpEMS.
['erepaTop MOXeT OBITH UCIIOJIB30BaH B pa3paboTke urp xanpa roguelike mim dungeon crawler.
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