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Mapuyk I B.
Hep>xaBuuiil yHiBepcuTeT « KUTOMHEpCHKA MOMITEXHIKA»

Jwouenxo /1.B.
HepxaBHuil yaiBepcuteT «KUTOMHPCHKA NOMITEXHIKa»

IF'EHEPALIA JJABIPUHTIB 3A J1OITOMOI'OIO
AJITOPUTMY HUNT AND KILL

Y cmammi docnioocyemvcs aneopumm Hunt and Kill, wo suxopucmogyemucs 051 eenepayii 6unaokosux
nabipunmis. Tema eenepayii 1abipunmie € akmyanvbHor Ot OOCTIOHUKIE npomsicom 6azamvox pokie. Icnye
KiTbKA NONYIAPHUX aneopummis, makux ax aneopumm Ilpuma, Kpyckana, arcopummu iubUHHOZO NOULYKY.
Yci yi memoou maromo ceoi nepeazu ma HedONKY, i UOID KOHKPEMHO20 MemOoQdy 3a1eHCUmsb 6I0 6UMO2 00
KiHyeso20 npooykmy. Haykosi pobomu 3 yici memamuku 30cepeddiceri Ha onmumizayii uacy eenepayii, 3MeHUeHH i
BUKOPUCIMAHHSA NAM 'SIMI Ma NOKPAUeHHI SIKOCTI 2eHepO8aHUX 1a0ipunmie. /[ane 00CioNice s Cmasums 3a Menty
nposecmu KoMnieKkcHe euguents areopummy Hunt and Kill, euceimnioiouu tioco cunvni ma ciabki cmoponu.
Y pobomi 3’scosano, wo ancopumm Hunt and Kill, na 6iominy 6i0 6azamvox iHwux, 0036056 CMEOPHOSAMU
naOipunmu 3 MeHuL nepedbavy8anol0 CMpYKmypoio, Wo ni08UULYE YIKAGICMb Ma CKIAOHICMb 11020 NPOXOOICEHHSL.

Jocnioocenns ancopummy Hunt and Kill, sxuii eenepye nabipunmu wiisixom npOoKIaOaHHsT 6UNAOKOBUX
WLIAXI8 Uepe3 CimKy ma 8UOaNeHHsl CIIH, UABUILO, WO 1020 NPOOYKMUBHICIb 3ANeXHCUMb 8i0 080X KIIOUOBUX
gaxmopis — ye posmip 1abipunmy i wineHicme cmin. Yum 6inouuil 1abipunm, mum dosute 6yoe npoxooumu o2o
eenepayis. Yum suwya winbHicmo Cmi, mum CKIaOHiule aieopummy 2eHepayii 3Haxo0umu 8iibHi Npoxoou ma
cmeopiosamu nadipunm 3 bazamvma mynuxamu. Lle maxoor 30invutye yac eenepayii. /o ghaxmopis saxi mosxcymo
BNAUHYMU HA NPOOYKMUBHICMb Al0pUummy Modice bymu i tio2o peanizayis. /[nsa eenepayii 1a0ipunmie 6eiukoco
POo3Mipy Ooyinbriue sukopucmogysamu Oinbiu epexmueri aneopummu. Iooanvuti 00CioHceH s MONCYMb Oymu
CIPAMOBAHI HA ONMUMI3AYTIO0 ANCOPUMMY 051 NOKPAULeHHs 1i020 npooykmugHocmi. Onmumizayis aneopummy
Modice 3pooumu 1020 we Oilbll KOPUCHUM 0151 WUpoKo2o Kona 3aoad. 3azanom, Hunt and Kill — ye yinnuil

iHcmpymenm OJis1 CMEOPEHHsL TADIPUHMIE, KU MAE K CUNbHI, MAK I C1aOKi CMOPOHU.
Kniouoesi cnosa: nabipunm, eenepayis, arcopumm, Hunt and kill, cknaonicme, nowyx winsaxy.

IocranoBka npoOaemu. 'enepauis 1aGipuHTIB
€ BaXJIMBOIO 33/1a4€l0 B PI3HHUX Tally3sX, TaKuX SK
IrpOBHH JH3aiiH, poOOTOTEXHIKA, IITYYHUH 1HTETICKT
Ta KOMIT'toTepHa rpadika. Bona Bumarae e(eKTHBHHX
aJTOPUTMIB, 3MaTHUX CTBOPIOBATH CKIIAITHI, aje Mpo-
XOIKYBaHI CTPYKTYPH, SKi MOXYTh OyTH BHUKOPHC-
TaHi B irpax, CUMYJISLisX a00 HABYAJILHUX CUCTEMAX.
OpnauM 13 Takux anroputmie € Hunt and Kill, skuii
0a3yeThCsi Ha MOEJHAHHI BHIIAJKOBOTO OJIyKaHHS
Ta cHCTeMaTHYHOro mnomyky. OmHak, mompu ioro
MoTeHIiiHI mepeBary, anroput™M Hunt and Kill 3amm-
IIA€THCSA HEAOCTATHHO NOCIIIKEHUM B aCIEKTi Horo
e(eKTHBHOCTI, CKJIQJIHOCTI Ta BapiaTUBHOCTI TEHEPO-
BaHMX Ja0ipuHTIB. IcHye moTrpeba B OinblI JeTalb-
HOMY aHaJIi31 I[bOTO aJITOPUTMY, 30KpeMa, B KOHTEKCTI
H0ro MOPIBHSHHA 3 HIIMMU HNOMYISPHUMHU alrOpUT-
MaMH TreHepallii JJaOipUHTIB, TaKUMH SIK AJITOPUTM
Kpycxkana, Anroputm [Iprma Ta Anroput™ mmOUHU-
MEPUIOTO MOMIYKY.

TakuM YHMHOM, TOJIOBHOIO MPOOJIEMOO, sKa
notrpeOye BUpIMIEHHS, € po3poOKa Ta aHali3 METO-
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IiB epeKTUBHOI reHeparii 1a0ipuHTIB 3a JOTIOMOTOIO
anroputMmy Hunt and Kill, 3 MeToro BUsiBICHHS HOT0O
CHJIBHHUX 1 CTA0OKHWX CTOpPiH, a TAKOK MOKJITHBOCTEH
JUTS ONITUMI3allii Ta 3aCTOCYBaHHA B PI3HUX TIpaK-
TUYHUX 3afadax. Lle BKiIIOYae DOCHIIKEHHS acIek-
TiB, MOB'SI3aHUX 3 SIKICTIO 3reHEPOBAHUX JIAOIPHUHTIB,
LIBHUJIKICTIO BUKOHAHHS aJITOPUTMY Ta HOTO aJlalTHB-
HICTIO JIO0 Pi3HUX BUMOT' KOPHUCTYBauiB.

AHaJi3 oCTaHHIX JOCJTiMKeHb i myOJiKamiii.
Y po3pobri Bimeoirop CTBOpPEHHS KapT, BOPOTiB
1 0araTboX 1HIIMX €JEMEHTIB IrPOBUX PIBHIB € OHUM
i3 BaxxumBuX mpoueciB. 11100 mokpammTy irpoBuid
JIOCBiJ] TPaBLiB, PO3POOHUKH irop MOBUHHI PO3YMITH
TTOBEIHKOBI TEHIICHITII T'PABIiB 1 BiIITOBITHO CTBO-
proBatu piBHI. Y cTarTti [1] mpoBemeHO MOPiIBHIHHS
anropuT™MiB TeHepamii iadipunTiB. [IpoananizoBano
iX mpupony Ta BH3Hau€HO Haiikpami 3 Hux. Jlocmi-
mxeHo anroputmu Ilpuma, Kpyckana, DFS (Depth
First Search), Ennepca, Bincona, Hunt and Kill ta
anroput™m Ansayca-bponepa. Ominka eheKTHBHOCTI
QITOPUTMIB BH3HAUA€THCSl [[BOMA IapaMeTpaMH:
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9acoM, HeOOXiTHUM aJITOpPUTMY JUIsS TeHeparii 1abi-
PHHTY, 1 TIPOCTOPOBOIO CKJIAJHICTIO JIaOipHHTY.
OILiHKY TIPOBOJSTHCS Ha OCHOBI KIJIBKOCTI 3MIHHUX,
BKJIFOYAFOYH KIIBKICTh TIEPEXPECTh 1 TYNMHKIB, pa3oM
13 3araJbHOI0 KUTBKICTIO KPOKIB, 3pOOJICHHX arcH-
TaMH, 11100 BU3HAYUTH, HACKIJIBKHM CKJIAIHHM € J1a0i-
PUHT JUIA HaBiTaIlii.

JlaGipunTH siK TpoOIeMHa 001acTh MaIOTh IMPOKE
3aCTOCYBaHHsI, BiJl MUCTEIITBA Ta irop J0 TeCTYBaHHS
aNTOPUTMIB TIPUAHSTTS PillieHb. X04da JOCIIKCHHS
reHepyBaHHS JaOipHHTIB TPAAMIIHHO 30CEPEIKY-
BAJIOCSl Ha TOMNOJOTii, OCTaHHIM YacoM 3'IBHJIOCS
OinpIe poOiT, AKi OCHIHKYIOTh TEHepallito Jabi-
PHUHTIB 3 PI3HHM piBHEM CKJIAAHOCTi. Y crarTi [2]
JOCITI/DKYETHCS METOJ] TeHepallii JaOipuHTIB TEBHOI
CKJIAJTHOCTI 3a IOTIOMOT0I0 HEHPOHHOT Mepexi, mapa-
METPHU30BaHOTO alTOPUTMY TeHepallii JabipuHTy Ta
MOZETi CKIIaIHOCTI.

VY crarti [3] mpoBeNeHO MOCHIMKEHHS PaHXKY-
BaHHS PI3HMX aJNTOPUTMIB TeHeparii Ja0ipuHTIB 3a
CKJIaJTHICTIO 3TeHepOBaHUX JabipuHTIB. B pe3ynbrari
OyJT0 BU3HAYCHO, IO HAWKPAIIli alTOPUTMH € TTOXiI-
HUMH BiJl QJITOPUTMIB TOIIYKY PIBHOMiIpHUX OCTOB-
HUX JIepeB y rpadax.

IneanbHuit maGipuHT — UEe JaOIpUHT, Y SKOMY
OyIb-sIKi JIBI KJIITUHU MOXKHA 3’€HATH YHIKAJIbHUM
UISIXOM. Y JIITEpaTypi iICHy€ OMUHAIIIATE aJTOPUTMIB
reHeparlii 1a0ipuHTIB, 3i0panux bakom y 2015 porti
B Hioro kHU31 « JIabipuHTH 1715 iporpamicTiby. KoxkeH
AITOPUTM CTBOPIOE JIAOIPUHTH MO-pi3HOMY. MeToro
JOCITI/KEHHS [4] OyJio aHaIi3 CTBOPEHHS 17€aJIbHOTO
nabipunTy. JOCHiIHUKY 3alpONIOHYBAH JIBa HOBUX
aNTOPUTMH TEHepallii JabipuHTY, sIKi Ha3UBAIOTHCS
Prim and Kill i Twist end Merge. Lli aBa anropur™Mu
TeHEepYIOTh JIAO0IpUHTH iHAKIIE, HiK iCHYIOUl aJro-
pUTMHU.

VY nokyMmeHTi [S] onucaHo peanizalfito TeXHOIOTIT
IITY9HOTO 1HTEJNEKTY, BiZIOMOI K TeHETUYHHH ajro-
PHUTM, K2 BUKOPUCTOBYETHCS IS BUPIIIEHHS BUIIA -
KOBO 3T€HEpOBAHMX JIA0IPHHTIB PI3HOTO PO3MIipy Ta
cxiagHocti. o0 ouiHUTH epeKTHBHICTh T'€HETHY-
HOTO aJITOPUTMY, peali3oBaHO JAEKibKa METOIB,
HE TOB’S3aHUX 31 IITYYHUM IHTEIEKTOM, HaIpHK-
JaJl MOMYK Y IIHOWHY, TOIIYK y IUPUHY, AITOPUTM
A-Star, anroput™m Jletiketpu i Greedy.

VY crarti [6] HaBeIeHO OIS TPHOX OCHOBHHX
NTOPUTMIB TeHepauii JBOBUMIpDHUX JaOipWHTIB
nomyk y mmbuny (DFS), anmroputm Kpyckana ta
anroput™m [puma. Li anropuT™Mu ONMCyrOTh TPH KOH-
IENTyaTbHO Pi3Hi MiAXOIU IO CTBOPCHHS JIAOIPUHTIB.

ANTOPUTMH CTBOpPEHHS JAOIpHHTIB BITITParOTh
3Ha4YHY pOJIb Y Biieoirpax 3 nadipuatamu. bimbmricts
ICHYIOYMX METO/IB CIPSIMOBaHI Ha MiIBUILEHHS MIPO-

JQYKTUBHOCTI allTOPUTMIB CTBOPEHHS HEPIBHOMIPHOTO
nabipuaTy. OHAK CTBOPEHHS pPi3HUX JAOIpUHTIB
3 OJHAKOBOIO WMOBIPHICTIO 3a JOIIOMOTOI0 €IMHHX
ANTOPUTMIB Ma€ BUpIlIaJbHE 3HAYEHHS IS TTOKpa-
LIEHHS iIrPOBOTO JOCBioy KOpUCTyBada. Y cTaTTi [7]
JOCITIIPKYETBCS PO3pO0Ka riOpUy ABOX OJHOTHUITHUX
anroputMiB reHeparii madipunTiB, Onmoca-bpomepa
Ta BincoHa, yepryroun iX Ha JIesKiil KpuTudHii dasi
po0otH, m00 3MEHIINTH Yac BUKOHAHHS.

Y nokymeHTi [§] mpencTaBieHo METOI, SKUW TeHe-
pye OaxaHMii TaOipUHT, KO KOPUCTYBa4l HAJAIOTh
MOTPIOHI BJIACTUBOCTI. Y METO/I BUKOPHCTOBYETHCS
X1 MPOIEAYPHOTO CTBOPEHHS BMICTYy Ha OCHOBI
romryky (search-based procedural content generation,
SBPCG), y sikoMy mpoIiec HEOTHOPa30BO TEHEPYE Ta
nepeBipsie JIa0ipUHTH, MO0 OTPUMATH 3aJIOBLIBHUN
7a0ipuHT

IMocTanoBka 3aBaanHsl. MeTOIO CTATTi € JOCITi-
mkenHs anroputmy Hunt and Kill Ta #ioro peani-
3amisg. Lle Bkirouae geranmpHe TPOEKTYBaHHS ajro-
pUTMY, peati3alliio y BUIJISAI MPOrpaMHOTO KOAY Ta
TECTyBaHHS Ha MPEIMET SIKOCTi Ta e()eKTUBHOCTI 3re-
HEPOBaHUX JIA0IPUHTIB.

Buxaan ocHoBHoro marepiaay. Anropurm Hunt
and Kill — me mpocTwii Ta €(eKTUBHUN aJTOPUTM TSI
CTBOpEHHs Ta0ipuHTIB. BiH Mpaifoe muisxomM BUNaI-
KOBOTO OJyKaHHS IO CITIIi Ta BUAAJCHHS CTiH, 1100
CTBOPHUTH IIPOXOJH.

Anroputm Hunt and Kill ckmagaetscst 3 nBOX
OCHOBHHX eTamiB: pexxumy mnomoBaHHs (hunt) Ta
pexumy BOuBcrBa (kill). Jlms ommcy anroputMmy
BHKOPUCTAEMO HACTYITHI MaTeMaTHYHi IO3HAYEHHS:

— M — MaTpuus 1a0ipuHTY PO3MipoM N m.

— V — MHOXXHHA BIIBIJaHUX KIITHHOK.

— C(i,j) — xriTuHKa Na0ipuHTY Ha TO3UMIT (i,)).

— N(i,j) — MHOXHHa CYCITHIX KIITHHOK JJIs
C(iy).

Etamu po6otu anroputmy Hunt and Kill:

1. Ininiamizanis. O0upaeMo BUNAAKOBY KIITHHKY
C(i,j) Ta nomaemo ii 10 V.

2. Pexunm BouBcrsa (Kill):

— BumagkoBo 00WpaEMoO CYCIIHIO KIITHHKY
C(i',j") 3 N(i,j), sxa mIe He BimBimaHa.

— JHomaemo C(i',j") no V Ta BUAANIEMO CTIHY MiXK
C(@,j) ra C(@{'j").

— IloBTOproeMo, MOKHM BCi CYCiZHI KIITHUHKH HE
OyayTh BijBimaHi.

3. Pexum momoBanHas (Hunt):

— IlpoxomuMo mo BCiii MaTpuIli, TOKW HE 3Ha-
iaemo He BinBimany kiituHKy C(i',j"), sika Mae Bin-
Biganoro cyciga C(i",j").

— Homnaemo C(i',j") 10 V Ta BUAAIAEMO CTIHY MiXkK
C(@'j") ra C1/",j").
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[ToBepTaemocs 10 pexxuMy BOMBCTBA.

Ha pucynky 1 300paxxeHO MaTpuIsl aJrOpuTMy
Hunt and Kill, ne S — mouarkosa kmitunka; F — Kin-
meBa KiIiTHHKA; X — [loTodHa mo3WIis B peXuMi
BOMBCTBa; +---+ — CTIHKHM KIITHHOK; - | — BigBigana
KJIITUHKA O€3 CTIHH.

Ha pucyHky 2 HaBeleHO anropuTM IMOOYIOBH
nabipuHTy 3a gomomoror merony Hunt And Kill

Puc. 1. I'pa¢iune npeacTaBjieHHs aTTOPUTMY (HAK).
Hunt and Kill
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Puc. 2. Anroputm nodynosu jadipuaty Hunt And Kill
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[Touarox poOOTH aNTOPUTMY MOYHMHAETHCS OAPaszy
micas mepepadi posmipy mabipunrty (1). Ilicns Bin-
OyBaetbesi TeHepauist citku (2). Ilicas Toro sik ciTka
Oyne chopMoBaHa, aTOPUTM OOHUpa€E OYyAb-IKy TOUKY
1 poOHTH ii By3)I0M, TOOTO TOJIOBHOIO, @ TAKOXK ITOMi-
Jae, 110 1191 KITHHKA € BiaBimaHoto (3). Ae s Toro,
o0 Wty nami, Tpeba CrovaTKy MepeBipuTH, Y CYCiau
KIIITUHKY € HeBiiBiyBaHuMU (4). SIkmio €, To Tpeda
BUIIAJIKOBO 00paTH OIHY 13 YOTHPHOX CTOPIH CBITY (6)
1 mepeBipuTH, 9u oopana (7—10) cTopoHa He € TpaHId-
Hoto ctiHoto (11). CriHa — e TpaHuIIs Ta0ipHuHTY, ii He
MOXKHA PYIIATH, TaK K I1¢ MPU3BE/C 10 HEKOPEKTHOI
noOynoBu NabipuHTy 1 10 mommiok. [licis Toro sk
nepeBipuii, Tpeda 3poOuTH 1ie oaHy TepeBipky (17),

a caMe: 4Yd oOpaHa KJIITUHKA HE BiJ(BiaHa; AKIIO Hi TO
JlictuHr xomy:

private void HuntAndKill() {

IS KIITHHKA OCTAaTOYHO migxomuTh (19), mob craru
NPOIOBKEHHSIM MalOyTHbOro JadipuHTy. OOpaBuH
KIITHHKY pymuMo CTiHKy (20) Mix By31oM (TOJIIOBHA
KIIITHHKA, 3BIIKA MH TIEPEHUITUTA IO HOBOi) 1 0OpaHol
kimituaky. [licis Toro sk criHa Oyna 3HMINEHA, Ty KITi-
THHKY, SIKy TIONEpenHb0 oOpaiu poOMMO TOJOBHUM
By31oM (21). IlepepoOnroemo Bci momepenni mil a0
TOTO MOMEHTY, TIOKH BY30JI HE «3a)KHHE ceOe B TITyXHuii
KyT» 1 oMy He Oyae kyau itu. Ilpm Takiii cutyamii
Tpeba oOpaTy HOBHI By30JI i3 THX, IO 3AJIAIIHINCH HE
BiJIBiITaHUMU 1 TIPOPOOIIOBATH BCi i [Iii 0 TOTO Hacy,
[TOKH HE 3aJIMINHUTHLCS HEBIIBIAYBAHUX KIITHHOK (23).
[Ticnst woro naGipuHT OyAe MOBHICTIO MOOYZOBAHHM.
SKIIO SKach KIIITUHKA HE OyJe MiAXOAUTH TO 3aBKIAN
Oyzne oduparucst HoBa KiriTHHKA (12—18).

mazeCells [currentRow, currentColumn].visited = true;

while (!courseComplete) {
Kill();
Hunt();

}

}
private void Kill() {

while (RouteStillAvailable (currentRow, currentColumn)) {
int direction = Random.Range (1, 5);
if (direction == 1 && CellIsAvailable (currentRow - 1,

currentColumn)) {

DestroyWallIfItExists (mazeCells [currentRow,

currentColumn].northWall);

DestroyWallIfItExists (mazeCells [currentRow - 1,

currentColumn].southWall);
currentRow--;

} else if (direction == 2 && CellIsAvailable (currentRow + 1,

currentColumn)) {

[currentRow, currentColumn].southWall);

DestroyWallIfItExists (mazeCells

DestroyWallIfItExists (mazeCells [currentRow + 1,

currentColumn].northiWall);
currentRow++;
} else
currentColumn + 1)) {

if (direction == 3 && CellIsAvailable (currentRow,

DestroyWallIfItExists (mazeCells [currentRow,

currentColumn].eastWall);

DestroyWallIfItExists (mazeCells [currentRow, currentColumn +

1] .westWall);
currentColumn++;
} else
currentColumn - 1)) {

[currentRow, currentColumn].westWall);

if (direction == 4 && CellIsAvailable (currentRow,

DestroyWallIfItExists (mazeCells

DestroyWallIfItExists (mazeCells [currentRow, currentColumn -

1].eastWall);
currentColumn--;

mazeCells [currentRow, currentColumn].visited = true;

}

private void Hunt() {
courseComplete = true;

for (int r =
for (int c =

9; r < mazeRows; r++) {
0; c < mazeColumns; c++) {

if (!mazeCells [r, c].visited &&

CellHasAnAdjacentVisitedCell(r,c)) {

courseComplete = false;

currentRow = r;

currentColumn = c;

DestroyAdjacentWall (currentRow, currentColumn);
mazeCells [currentRow, currentColumn].visited = true;

return;
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Tabmuns 1
PesyabraTn renepanii 1adipuHTiB
Ha Apple Macbook Air M1
Yac BUKOHAHHS reHepauii JadipuHTy
B 3aJ1e5KHOCTI Bil po3Mipy (B MiJlicekyHaax)
10x10 55%55 100x100 500500
0.25 1.5 7.0 75.0
0.30 2.0 8.5 80.0
0.28 1.8 7.5 78.0
0.27 1.7 6.8 76.5
0.26 1.9 7.2 77.5

Anroputm Hunt and Kill — e anroputm rene-
pyBaHHS JaOIpUHTIB, SKUH HaJEXUTh 10 KaTeropii
aNTOPUTMIB BHIIQJIKOBOTO BUOODY.

Yacora cknamnicts amropurmy Hunt and Kill 3ame-
WUTh BiJl KUIBKOCTI iTepariii, HeOOXIMHMX U1 CTBO-
peHHs mabipuHTy. B cepenHhoMy aqropuTMy ITOTPiOHO
MIPOUTH Yepe3 KOXKHY KIITHHKY JTabipuHTy OAWH pPas.
B naifiripioMmy BUNagKy alroputMy MOXe 3HaTOOHTHCS
TPOMTH Yepe3 KOKHY KITITUHKY JIAOIpHHTY KijlbKa pasiB.

IMpoctopoBa ckiagnicts anroputmy Hunt and
Kill 3amexuTh Big KUIBKOCTI maM'sTi, HEOOX1AHOT JJIs

B tabmuni 1 HaBeneHO pe3yiabTaTH JOCIiIKEHHS
pob6otu anroputmy Hunt and Kill

3a pesynbraraMu JOCIIDKEHHS MOXKHA 3pOOUTH
BHUCHOBKH:

— 30LIBIICHAS PO3MIpPY JIA0IPUHTY MPU3BOIHTH
110 3HAYHOTO 301JIBIIEHHS Yacy BUKOHAHHS.

— Yac BUKOHAHHS HE € JiHIHHO-IIPONIOPLIHHUM
po3Mipy nabipHHTY.

— Haii6inpim 3Ha4yHe 30UIBIICHHS Yacy BHUKO-
HaHHS CIIOCTepiraeThcs mpu nepexomi Bim 100x100
1m0 500%500 nabipuHTIB.

BucnoBku. Anroputm Hunt and Kill € edex-
THBHHM METOAOM TreHepauii J1abipuHTiB, 0COOIUBO
y BUIMAJKaX, KOJHU HEOOXIJIHO CTBOPUTHU CKJIAJHI
Ta HemepeabauyBaHi cTpykTypu. OCHOBHI mepe-
Bard LbOIO AJITOPUTMY MOJSATAOTh y HOro mpo-
CTOTI pearmi3amii Ta MOXJIHUBOCTI CTBOPIOBaTH
nabipuHTH 3 BHCOKMM pPIiBHEM BHIIaJIKOBOCTI.
HenonikaMu € MOTEHIINHO JOBIUM 4ac BUKOHAHHS
npu  BEJNUKUX po3mipax nabipunty. [lomampun
TOCTIIKeHHSI MOXXYTh OyTH CIIpSIMOBaHI Ha OITH-
Mi3aIlifo peXuMy poOOTH Ta 3MCHIICHHS BHUTpAT

pecypcis.

30epiranHs iHpopMaIrii mpo JabipHHT.
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Marchuk G.V., Liubchenko D.V. GENERATION OF MAZES USING
THE HUNT-AND-KILL ALGORITHM

The article examines the Hunt and Kill algorithm used for generating random mazes. The topic of maze
generation has been relevant to researchers for many years. There are several popular algorithms, such as
Prim's, Kruskal, and depth-first search algorithms. Each method has advantages and disadvantages, and
the choice of a specific method depends on the requirements for the final product. Scientific papers focus
on optimizing generation time, reducing memory usage, and improving the quality of generated mazes.
This study aims to comprehensively examine the Hunt and Kill algorithm, highlighting its strengths and
weaknesses.
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The study found that, unlike many others, the Hunt and Kill algorithm allows for creating mazes with less
predictable structures, increasing the interest and difficulty of navigating through them. The investigation of
the Hunt and Kill algorithm, which generates mazes by carving random paths through a grid and removing
walls, revealed that its performance depends on two key factors — the size of the maze and the wall density.
The more giant the maze, the longer the generation will take. The higher the wall density, the more challenging
it is for the algorithm to find open passages and create a maze with many dead ends, increasing generation
time. Factors that can influence the algorithm's performance include its implementation. For generating giant
mazes, it is more appropriate to use more efficient algorithms.

Further research may focus on optimizing the algorithm to improve its performance. Optimization could
make the algorithm even more helpful for many tasks. Overall, Hunt and Kill is a valuable tool for creating

mazes with strengths and weaknesses.
Key words: maze, generation, algorithm, Hunt and Kill, complexity, pathfinding.
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