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3BAKEHUM BUIIAJIKOBUI BUBIP Y ITPOLIEYPHIN
TEHEPAIIII ITPOBUX CYTHOCTEM

Ipornenypua rewepanis koutenty (Procedural Content Generation,
PCG) y cyuacHiit po3po0Ii mporpaMHOTO 3a0e3MeUeHHs PO3BaKaIBHOTO
XapakTepy € (yHIaMEHTAJbHUM IiJAX0J0M, II0 JI03BOJISIE aBTOMAaTU3yBaTH
CTBOPCHHS IrPOBUX PECYPCIB 3a IOMIOMOTOI0 aJITOPUTMIYHHX 3aCO0IB 3aMiCTh
pyYHOTO  MOJEIIOBAaHHSI KOXKHOro enemenra [l]. Bukopucrtanas
CTOXaCTUYHUX AaJTOPUTMIB JIO3BOJISIE BHUPILIMTH IMPOOJIEMYy OOMEXKEHOCTI
KOHTEHTY, 3a0e3Ieuylodd BHCOKY BapiaTHUBHICTh IFPOBOTO MpPOLECY Ta
peirpadenbHICTb.

OpHak, 3aCTOCYBaHHS PIBHOMIPHOTO DPO3MOAUTY HMOBipHOCTEH (e
BCi moAii MarOTh PiBHUH IIaHC BUHUKHEHHS) YacTO € HETPHUHATHUM IS
3a7a4 irpoBoro OayaHcy, OCKUIBKH 1€ MPU3BOJHUTH 10 HEKOHTPOIHOBAHOTO
Xaocy Ta MOPYLICHHS KpUBOi cKiIamgHOCTi. [y 3a0e3neueHHsT KepOBaHOCTI
reHepamii JOIJIbHAM € BUKOPHCTAHHS METOJIB, IO JAO3BOJSIOTH 3a/aBaTH
HMOBIpHICTh TOSBH KOXHOI CYTHOCTI OKpemo. Y maHiii po0oTi
PO3TIISIAETHCST peaizallisi ajJropuTMy 3BaKEHOTO BHUIIAJKOBOTO BHOOPY
(Weighted Random Selection) sk edexTHBHOrO iHCTpYMEHTY IS
JMHAMIYHOT'O CIIaBHY irPOBHX O0'€KTIB.

CyTh 3alpONOHOBAHOTO IMiJXOJy MOJIATae y BiMOBI Bijl JKOPCTKO
3aJlaHUX MOCIIZIOBHOCTEH MOSBU 00'€KTIB HA KOPHCTh IMOBIpHICHOT Mozeri,
Jie KOXKHOMY THITy CYTHOCTI (HAalpHKJIaJ, Kjacy Bopora abo THITy pecypcy)
MIPUCBOIOETHCSL TIEBHUM YHCIOBUI KoedimieHT — Bara (w). Bara e
HEBiI'€MHUM IifICHAM YHCIIOM, IIO BimoOpakae BITHOCHY YACTOTY IOSBH
JAHOTO eJIEMEHTa Y 3araibHiil BuOipmi. MatemMaTnuHO iiMoBipHicTH P(e;)
NOSIBH CYTHOCTI €; 3 MHOXXHHH JOCTYMHUX cyTHocTedl E = {ej,e,, ..., e,}
BHU3HAYAEThCS SIK BITHOIIGHHS BarW Ii€i CyTHOCTI JO CYMHM Bar Ycix
€JIEMEHTIB MHOXKHHH. DopMyJia po3paxyHKy BHIIISIA€ HACTYITHUM YHHOM:

P(e;) = n—lw
j=1"]
Jie W; — Bara i-ro eJieMeHTa, a 3HAMEHHHK Jpo0y SBISIE COO0I0 3arajbHy
Bary cucteMu (Wiyeq;). Taxkuil migXin D03BOJISE THYYKO HANAIITOBYBAaTH
OanaHc: 30UIBIICHHS Barm OJHOTO EJIEMEHTa aBTOMAaTHYHO 3MEHIIYE
HMOBIPHOCTI MOSIBY 1HIINX, 30€piralody MUIICHICTh CUCTEMHU PO3IOJILTY.

AnropuTMiyHa peatizaiis JaHOTO METOXIy 0a3yeThCs Ha KOHIICTIi

KyMyJISITUBHOTO posnoxiny. IIpomec BuOOpY MOKHA IPEACTaBHTH SK
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PO3MIIIEHHS BiApi3KiB JOBKUHOIO W; Ha OJHIN YHCIIOBIH MPAMii 3arajJbHOI0
JTOBXKUHOIO Wi, BunamkoBe uncio R, 3reHeposane B fiana3oHi [0, Wiyeq]
HEMHHYYE MOTPANUTH B OIMH i3 IUX BIAPI3KiB, M0 1 BU3HAYNTH OOpaHUit
€JIEMEHT.

[Mporpamua Jiorika aJropuTMy MOXe OyTH ONHCaHa HACTYIHUM

TIICEBAOKO0M:
Function GetWeightedRandomItem(ItemList):
TotalWeight = @
For each Item in ItemList:
TotalWeight += Item.Weight

RandomValue = Random(@, TotalWeight)
Cumulativelleight = @

For each Item in ItemlList:
Cunulativelleight += Ttem.Weight
If RandomValue <= Cumulativelleight:
Return Item
Return Null (or DefaultItem)
Puc. 1 — IlceBmokon mpornerypHOi TeHeparllil irpoBuX CyTHOCTEH Ha
OCHOBI METO/Iy 3Ba’KCHOT'O BUIIaKOBOT'O BHOOPY

Y HaBeICHOMY aJrOpUTMi CHOYAaTKy BigOYBa€ThCSA TMPOXiT IO
KONekIii s oOumcieHHs 3aranbHOi cymm Bar. Ha apyromy erami
TeHEepYEThCsl BUNIAKOBE YKcino. Tperiil eran — 1ie JiHIHHUIA MOIyK, e Ha
KOXHIH iTepalii 10 aKymysisTopa JOJAEThCsS Bara IOTOYHOTO €JIEMEHTa.
Ymora RandomValue <= CumulativeWeight cnpamsoBye came Tomi, KoM
KyMyJISITUBHA CyMa "NOKpHBa€" BHIIAJIKOBE 3HAYEHHsI, IO BIiJIOBIIA€E
MOTPAIUISIHHIO Y BIJMOBINHUIA iMOBIpHICHHUIT iHTepBan. OOuuCIIOBajIbHA
CKIIaHICTh JaHOTO anroputMmy ctaHoButh O(N), me N — KiNBKiCTh THIIIB
CYTHOCTEH, 10 € NPUWHATHUM JUI CHCTEM PEajlbHOrO 4acy 3 HEBEIHKOIO
KUTBKICTIO KaTeropiit 00'eKTiB.

TakuM 4YMHOM, BHKOPHCTaHHS TNPOLEAYPHOi TreHepamii Ha OCHOBI
3Ba)KEHOTO BHIIQJIKOBOTO BUOOPY 3a0e3meuye HeoOXiHUI piBeHb abCTpaKiil
MIDXK JIOTIKOIO NPUHHSTTS pillieHb (SIKY CKJIaJHICTh BCTAHOBHTH) Ta JIOTIKOO
BUKOHAHHS (KOO came Bopora crBoputH). Lle m03BOjsie CTBOprOBaTH
THYYKi, MaclTaboBaHi CUCTEMH, Jie JOAaBaHHSI HOBOI'O KOHTEHTY 3BOJIUTHCS
JI0 PO3IIUPEHHS CIIUCKY KOH(Irypaiiii 6e3 BTpy4aHHs B SIpO aJITOPUTMY, &
BapiaTUBHICTh IrPOBUX CHTYaIlill [JOCATA€THCSA MUIIXOM MAaHITyJSI]
YHCIOBUMH KOoeQillieHTaMH PO3IOAiTy IMOBIpHOCTEH.
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