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PE®EPAT

Kpamidikamiiina poOoTa mpuCBSIYEHA MPOrpaMHIM peaiizalii TreHeparii
TpUBUMIpHOTO JNaHamadty irpoBoro cBity B Unity. IlosicHioBanbpHa 3ammucka
CKJIQ/IA€ThCS 3 BCTYIY, TPHOX PO3/1IiB, BACHOBKIB, CIUCKY BUKOPUCTAHOI JIITEpATypH
Ta noxarkiB. OCHOBHA YacTWHA BUKJIAJeHAa Ha 96 CTOpiHKaxX JPYKOBAHOTO TEKCTY.
Jonatku po3mimieHo Ha 16 ctopinkax. CHCOK BUKOPUCTAHHUX JKEpend MicTuTh 41
HallMEHYBaHb 1 3aiimae 4 ctopinku. B po6oTi HaBeaeHo 61 pUCyHOK Ta OHA TaOIHIIA.
3aranpHuit o0car podotu — 112 cTopiHoK.

Y pob6oti Oys0 TPOBEAECHO OIS BIIOMHX METOJIB Ta QJITOPUTMIB, IIIO
BUKOPUCTOBYIOTBCSL I TPOLEAYPHOI TeHepallii TPUBUMIPHHUX JaHIIIagTIB.
[IpoananizoBaHO MOXJIMBI 1HCTPYMEHTH [Jisi peajizalii MNpoeKTy Ta o0paHo
HaWOUIBII MiAXOASI.

Takox OyJ0 CHPOEKTOBAHO apXITEKTYpy CTPYKTYPHUX €JEMEHTIB 3a
JIOTIOMOTOI0 JllarpaM Ta OMUCAHO POOOTY OCHOBHUX METO/IIB KJIACIB MPOrPaMHOTO
J0JIaTKy. 3A1MCHEHO TECTYBaHHSA MPOTPAMHOIO JOJATKy, K€ MiATBEPAUIIO HOTOo
npare3aaTHICTh. Pe3ynbrat poOoTH aaropuTMiB Oyi10 Bi3yali30BaHO 3a JOIOMOTOIO
Google Colaboratory.

KitouoBi croBa: TpuBUMIpHUN JaHAmIaT, TpOIEAypHA TeHeparlis, Mmama
Bucotr, mym Ilepmina, diamond-square, Voronoi, DLA, piBHi jaeramizariii,

naHamadTHI mWenaepu.



ABSTRACT

The qualification thesis is dedicated to the software implementation of three-
dimensional game world landscape generation in Unity. The explanatory note consists
of an introduction, three chapters, conclusions, a list of references, and appendices.
The main part spans 96 pages of printed text. The appendices cover 16 pages. The list
of references includes 41 sources and takes up 4 pages. The thesis contains 61 figures
and one table. The total volume of the thesis is 112 pages.

The thesis provides an overview of well-known methods and algorithms used
for procedural generation of 3D landscapes. Possible tools for project implementation
were analyzed, and the most suitable ones were selected.

Additionally, the architecture of structural elements was designed using
diagrams, and the operation of the main methods of the software application classes
was described. The software application was tested, confirming its functionality.

The results of the algorithms were visualized using Google Colaboratory.

Keywords: three-dimensional landscape, procedural generation, heightmap,

Perlin noise, diamond-square, VVoronoi, DLA, levels of detail, landscape shaders.
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HEPEJIIK YMOBHHUX CKOPOYEHb

DLA — Diffusion-Limited Aggregation, arperaiiis 3 qudy3iiHAM 0OMEKEHHSIM.
LOD — Level Of Detail, piens aetaimizarrii.

gITF — GL Transmission Format, ue Biakputuii popmat daiiny mis nepenadi i
30epiraHHs TPUBUMIPHHUX MOJIEJIEH 1 CIIEH.

Ul — User Interface, xopuctyBanpkuii inTepdeiic.



BCTYII

AKTyanbHicTh TeMu. CydacHa 1HAYCTPIs BIJCOIrOp 3HAXOAUTHCS HA MEpe 0BT
IU(PPOBUX TEXHOJOT1M, CTBOPIOIOYM BCE OUIBII pPEATICTUYHI Ta 3axOILTIOIOYI
BIpTyaJbHi CBITH, 110 MPOTMOHYIOTh TPABISIM YHIKAJIbHI MOXKIIUBOCTI JIJIsl 3aHYPEHHS Y
irpoBuii mporiec. CbOrojiHi PO3POOHUKH CTHUKAIOTHCA 3 HOBUMH MpOOJieMaMu
MacmTaly 4yepe3 eKCIIOHCHIIIMHE 3POCTaHHS 3a OCTAHHE JECATUIITTS SK KUTBKOCTI
rpaBliB, TaK 1 BUTpAT Ha BUPOOHUITBO. [IpolieypHe CTBOpEHHSI KOHTEHTY AJIS irop
Ma€ MOXJIMBICTh BHUPIIIUTH 11 MNpoOJEMH NUISXOM aBToMaru3ailii abo meBHOI
JOMIOMOTHY B CTBOPEHHI irpoBoro Bmicty [1].

JlanamadTy € BaXKIMBUM KOMIIOHEHTOM TPHUBUMIPHUX CIEH 1 HPHUCYTHI B
0aratbox MporpaMax KOMIT'I0TepHOI Trpadiku. MeToau MOAENIOBaHHS peNbePy
30cepe/keHl Ha (Qikcalii oro GopMm 3 ycimMa CKIaAHUMU ACTAISIMU, BKIHOYAIOUU
€pOo3iitHi JOJUHU, 110 BUHUKAIOTh Y PE3YJIbTATI B3a€EMO/I11 PI3HOMAHITHUX IPUPOTHHUX
SIBHIII, TIPCHKI XpeOTH Ta CKIIa/IHI PiYKOBi cucTemu [2].

CTBOpEHHS ITPOBHX CBITIB 3 BUCOKHUM PiBHEM rpadivHoOi AeTai3allii, 10 MalTh
MIJTBHOHM KBAJpPAaTHUX KIJIOMETPIB, BUMAara€ BEJIMKHX PECypciB, 30Kpema dacy,
JIOJICBKUX pecypciB Ta (piHaHCYBaHHS. | SKIIO JJIs BETUKHUX ITPOBHUX CTYHOIM 1€
MUTAHHS BUPIITYETHCS PO3MOITIOM O0O0B’SI3KIB MIXK JieCTKaMHu a00 HaBITh COTHSIMU
MpaliBHUKIB, TO Il HEBEJIMKHUX 1HAI-KOMaHJ 1€ MOXE CTaTh CEepUOo3HOI0
MEPENIKOJIOK0 HA MUISIXY 0 PO3POOKU KOHKYPEHTOCITPOMOXKHHX MPOEKTIB [3].

Cepen HaliB1IOMIIITUX MPUKIIA/I1B BUKOPUCTAHHS MPOIEAYPHOT FeHepaIlii MOKHA
srajgaty Taki irpu, sk NO Man's SKy, sika ci1aBUThCSl CBOIMU MITBSIpAAMU MIPOIEITYPHO
3reHepoBaHuX IuTaHer, abo »x Minecraft, me KkokeH HOBHI CBIT CTBOPIOETHCS
QITOPUTMIYHO, 3 YHIKaJIbHUMU JIaHAmadTaMu, CUCTEeMaMH Tiedep, 610MiB Ta 1HIIUMU
enemeHTamu [4-7].

[Ipouienypra reHepairisi M03BOJSE OCSATTH BHCOKOTO PIBHA JAeTamizaiii Ta
PI3HOMAHITTSI KOHTEHTY NP 3HAYHO MEHILIIM BUTpaTi pecypciB. OKpiM TOro, BOHa
JI03BOJISIE CTBOPIOBATH HEIIHIMHI ITPOBI PiBHI, Ji¢ KOKEH HOBUW 3allyCK TPU MOXKE
MIPOTIOHYBATH HOBI BUKJIMKH Ta YMOBH JIJISl TPABLSA, TUM CAMHUM IT1JIBUIIYIOYH 1HTEPEC

0 Tpu. 3 OMISIAY Ha 1€, aJTOPUTMH MPOIEAYPHOI T'eHepallii cTajau HEB1J €MHOIO
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YaCTUHOK 0araThOX CydacHHMX IirpoBux pymiiiB, takux sk Unity ta Unreal
Engine [8, 9].

[IpouienypHa reHepalliss BHKOPUCTOBYEThCS y (QuabMax sl CTBOPEHHS
pPEATICTUYHUX CEPEOBHIN, TaKUX SAK JIIC, XMAapu UM MOBEPXHS BOJHU, aHIMAIIii
tomo [10]. Ili anropuT™Mu JOIOMAralOTh apxiTEKTOpaM CTBOPIOBATH BapiaHTH
nu3aiHy OyiBelb, iHTep epiB a00 Michkux miaHiB [11]. YV mMomenroBaHHI TPHPOTHUX
MPOLIECIB, TAKUX K €po3is, GopMyBaHHS penbedy UM MOBEIIHKA PIAKH, MPOIETypHI
METO/IM BUKOPHUCTOBYIOTHCS JIII CTBOPEHHs cumyismii [12]. Takox aBTOMaTHYHO
3reHepOBaHl CIlIeHapii, 3a/a4l Y MOJIEl € KOPUCHUMH JJi1 HaBYAJIbHUX MpOrpam i
cumysii [13, 14].

OO0'exT JOCHIIKeHHSA: TMPOUEC NPOUEAYPHOI TeHepaulli TPUBUMIPHUX
JaHAMAQTIB iIrpOBOTO CBITY.

Ilpeamer aocaiukeHHsI: METOAM 1 MIAXOAM JIO IPOrpaMHOI  pearizarii
MPOLIETyPHOI FeHepallii TPUBUMIPHUX JaHAIIA(TIB IFPOBOTO CBITY.

Metoau pociigzkeHHsi: aOCcTparyBaHHs, aHaii3, MOJEIIOBAaHHS, CUMYJISLI,
aHai3 JITepaTypHUX JHKEped.

HaykoBa HoBH3Ha po00THM TOJISITa€ B JOCHIKEHHI Ta pealli3allii METOJiB
IpOLIeTypHOI reHepartii TpuBuMipHUX JaHamadTie. CTBOPEHUI TPOTrPaMHUI T01aTOK
MOKe OyTH BUKOPUCTaHUH B IrpOBIi 1IHAYCTP1i, HABUAJIbHUX LJISAX Ta IHIIKUX 00JIaCTAX.

IIpakTHyHa WiHHICTHL POOOTH MOJSATaE B po3po0Il METOAIB 1 AITOPUTMIB, AKI
peanizoBaHi y IpOrpaMHOMY MPOAYKTI Ta MOXKYTh BUKOPUCTOBYBATUCH B MPOEKTAX, 1€
BaYKJIMBO MaTH MOKJIMBICTb MPOLIEYPHO CTBOPIOBATU TPUBUMIPHI JaHAMLADTH.

B pamkax kBamidikaiiitHoi po6otu 0yso omy0JiKOBaHO HayKOBI Mparli:

1. Mapuyk I'. B., JleBkiBchkuii B. JI., Xapuenko A. B., Mapuyk . K. Ormsx i
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2. Xapuenko A. B., JleBkiBcbkuii B. JI., Konoc K. P. IlpouenypHa renepartis
irpoBux cBiTiB. Te3u VI BceykpaiHchbkoi HayKOBO-TEXHIYHOI KOH(DepeHIIii
«Komm’roTepH1 TeXHOJIOTII: 1HHOBAIli1, MpobyieMu, pimeHHs», 29-30 nucromama 2023

p. Kutomup: «Kutomupcebka nonitexHika», 2023. C. 251-252.



PO3/LJ1 1. TEOPETUYHI ACIEKTU TEHEPALIL IAHIIIIA®TIB

1.1. Orasig MeToAiB reHepairii TpuBUMipHUX JaHxAdTIiB

['enepartisi TpUBUMIpHHUX JaHAMAPTIB € BaXXJIMBOIO CKIAOBOIO CY4YacHOTO
KOMIT'FOTEPHOTO MOJIEIOBAHHS Ta ITPOBOi pO3pOOKHU. 3aBASKUA PO3BUTKY TpadiuHUX
TEXHOJIOT1H, IHKEHEPH Ta IU3aliHepH OTPUMAJI MOXKIIMBICTh CTBOPIOBATH PEATICTHYHI
Ta CKJaJHI JaHImapTH, IKI MOXKYTh OyTH 1HTEPAKTUBHUMU 1 BapirOBATUCS 3aJIEKHO
BiJl yMOB HaBKOJIMIITHBOTO cepeioBuia. OQHUM 3 KIIFOUOBUX €TaIliB IIbOr0 MPOIIECY €
BHOIp Ta peajizallisi anropuTMiB TeHepaitii JanamadTiB. Pi3Hi migxoau o miei 3agadi
JO3BOJISIIOTH TOCSTTH PI3HUX PE3YyJIbTaTIB: BlJ F€HEPALlil BETUKHUX FPChKUX MACHUBIB 1
JIOJIMH JI0 JIETaJIbHUX TEKCTYP MOBEPXHI, TAKUX SIK €pOJOBaH1 CKelli a00 M'sIKi maropou.

TpuBuMipHi naHamad@TH MarOTh BUpIIAIbHE 3HAYEHHS B 0ararbox ralys3sx,
BKJIFOYAIOYM ITPOBY 1HJIYCTPilO, CHUMYJISIT NPUPOJHUX TMPOIIECIB, BIpTyalIbHY
pEaJIbHICTh, @ TaKOXK apXITEKTypHE MojentoBaHHs. CTBOpPEHHS TakuxX JaHAmA(TiB
MOKe 0a3yBaTUCS AK Ha (PI3MYHUX NPUHLMIAX, 10 BIAOOPaXKAOTh peasibHI MPUPO/IHI
npouecu (Hampukiaa, eposis ado ¢dopMmyBaHHs JaHamadTIB BITPOM), Tak 1 Ha
MaTEMaTHYHUX MOJENAX, AKI JTO3BOJSIIOTH KOHTPOJIOBATH KOKEH €Tal TeHeparii.
Takuit miaxig J03BOJISIE HE JIMINE TOYHO BIATBOPIOBATH MPHUPOJIHI SBHUINA, ale W
€KCIIEpUMEHTYBATH 3 PI3HUMHU IITYYHUMH, a0CTpaKTHUMH (hOpMamHu, 110 MOXKYTh OyTH
CTBOPCHI 3 BUKOPUCTaHHSIM MAaTEMATUYHUX ITYMiB a00 BUMAIKOBUX TiporieciB [15].

IlymMn € OCHOBHMMH METOJAMH TeHepallii TpuBUMIpHUX JaHAmadrtie. Bonu
TAaKOX € KJIOYOBUMU IHCTPYMEHTAMU B MPOLIEAYPHIA TeHepallii KOHTEHTY, 0COOIMBO
y CTBOPEHHI BIPTyaJbHUX CBITIB, TEKCTYp, JAHAIIADTIB Ta PI3HUX TPUPOJAHUX SIBULLI.
[MpornenypHi anroput™u, Taki sk mym Iepaina, Diamond-Square, irym Boponoro Ta
Simplex Noise, 103BOJNSIFOTH CTBOPIOBATH CKJIAJAHI W pPEATICTUYHI TATCPHH,
BUKOPUCTOBYIOYM TPOCTI MareMaTWuHi mpaBwia. L{i anropuTMu € HEBiJl'€MHOIO
YaCTUHOIO ITPOBOI IHIYCTPIi, KOMITFOTEPHOI TpadiKu Ta CUMYJISIIIN MPUPOTHUX SIBUIII,
JOTIOMAararoun YHUKHYTH HEOOX1THOCTI py4HOI reHepallli BEIMKUX MacUBIB KOHTEHTY .

OpHuM 13 HaWBIMOMIMKMX Ta HaWBIUIMBOBIMMX anroput™miB € [lym Ilepmina
(Perlin Noise), o BUKOPUCTOBYETHCS B MPOLCAYPHIii TeHepallii KOHTEHTY, 30KpemMa

JUTSI CTBOPEHHSI PETICTUYHUX TEKCTYp 1 JaHamadTiB y komn'torepHii rpadiri. HMoro
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ctBopuB Ken Ilepain y 1983 poui nig yac pobotu Hax piteMoMm Tpon (1982). [epmin
PO3pOOUB 1I€il aNropuT™ AJis TOro, 00 JOMOMOITH Bi3yallbHUM e(eKTaM BUTJISIATH
O1IBII MPUPOIHO, TTO30aBJICHUMHU YITKO BUJIUMHX apTe(dakTiB, K1 YACTO BUHUKAIOThH
i1 Yac BUKOPHUCTaHHS MMPOCTHX TeHEPaTUBHUX MeToaiB [16].

o ctBopenns mymy I[leprina, rpadidHi TEKCTYpH 4aCcTO Majiu HEMPUBAOIUBUI
IITYYHUA BUIJISIL 4Yepe3 Te, IO BUKOPHCTOBYBaHI aJTOPUTMH TE€HEPYBajIH HAJTO
perynspHi abo nepiofAnyHi Bi3epyHKH. Lle mpu3BoAmnIo 10 MOBTOPIOBAHUX CTPYKTYD,
K1 HE MaJid peasicTuaHoro Burisay. Ken [lepsin BUpinuB 1o npooiemMy, CTBOPUBIIN
QITOPUTM, IO TEHEpyE TIaAKUi, HEMepIOJUYHUNA IIyM, SKHH 1MITy€ MPUPOIHI
CTPYKTYpPH, TaKi sIK IIOBEPXH1 3eMJIi, XMapH, TOPH, BOJIa TOIIIO.

[ym Ilepmina MaB 3HAYHUN BIUIMB Ha KOMM'IOTEPHY Ipadiky Ta IpOLEIypHY
reHEepalilo B LUIOMY, OCOOJMBO B IrpoBil 1HAycTpli. BiH JaB MOXIUBICTH
reHeparopaM KOHTEHTY aBTOMAaTUYHO CTBOPIOBATH pEANICTUYHI TEKCTYpH Ta
nanamadTi, SAKI  BUINISIAQIM O TPUPOJAHO 1 HEMOBTOPHO. 30Kpema, MHOoro
BUKOPHUCTOBYIOTh ISl CTBOPEHHS TIPCHKUX XPEOTIB, TEKCTYP MOBEPXOHb, IIYMOBHUX
noJiB y 3D-mMoentoBaHH1, CUMYJIALIN XMap, BOIU, BOTHIO TOILO.

Xoua noyaTkoBuii mym Ilepiina OyB peBOTIOLIMHUM, BiH MaB JI€SIKI HEJTOJMIKH,
30KpeMa y BHUCOKOBHUMIPHUX IMPOCTOpaxX, J€ BIH BUSIBJISIB apTe(akTd depe3 CBOIO
ciTkoBy cTpykTypy. ¥ 2001 poui Ken Ilepnin po3pobuB HOBY Bepcito — Simplex
Noise, sika ycyBae mi mpooOnemu. Simplex Nosie € Ounbll e)eKTHBHUM Yy BUIIHMX
BUMIpax 1 TpaIfo€ IMIBHUJIIE, OCKUIBKM BUKOPHCTOBYE MEHII PETYJSPHY CITKY 1
onTUMI30BaHl oOuucieHHs. lleit anroputm ocoOauBO 100pe migxoauth aist 3D-
CUMYJIALIIN 1 pealbHOTO Yacy, TaKuX sIK irpu abo BipTyaibHi ciTH [17].

Cepen mepeBar mymy IlepiaiHa MoOXXHa BHIUIMTH HOTO TIIAJIKI TEPEXOJIH:
3HAYEHHS UIyMYy IUJIABHO 3MIHIOIOTHCS, CTBOPIOIOYM MPUPOJAHI TEKCTYpH 0€3 Pi3KUX
nepexo1iB. Takox HOro AOBOII JIETKO MacIITabyBaTH, 110 103BOJISIE BUKOPUCTOBYBATH
MOT0 Ha pI3HUX PIBHAX JeTaiizailii.

Oxpim Illymy Ilepnmina kilacMYHUM aJITOPUTMOM TeHeparlii ¢pakTaaTbHUX
nanamrad i Takoxk € anroputM Diamond-Square. Ineto ctBoproBati MacintaboBaHi

NOBEPXHI 3 BUKOPUCTAHHSM BIJHOCHO MPOCTUX MAaTeMAaTUYHUX OIepauiid Beplie
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npencrasunn Oypuee, Groccemnn i Kapnenrep y SIGGRAPH (Special Interest Group
on Graphics and Interactive Techniques) y 1982 pomi. Anroputm 06a3yeTbcs Ha
OpUHIUIAX (QpakTaibHOI TeomeTpii Ta OyB po3poOieHU IS  CTBOPCHHS
peamictnaauX JTanamadris [18].

Diamond-Square — me irepamiiiHuii MeETOM, IO BHKOPHUCTOBYE PO30OHTTS
MOBEPXHI Ha KBajpaTH, 1 JO3BOJISE CTBOPIOBATH TMOBEPXHI 3 (DpaKTaIbHOIO
HeperysipHicTi0. OCHOBHHM MPUHITUIT AJITOPUTMY TOJISITAE B TOMY, 110 Ha KOKHOMY
KpOIll 3HAYEHHS BHUCOT JJISI HOBUX TOYOK OOUYMCIIOIOTHCS HAa OCHOBI CEpEHbOIO
3HAYCHHS BUCOT CYCITHIX TOYOK, 13 JOAAaBaHHSAM BHMAAKOBOro mymy. lled mimxin
JI03BOJISIE CTBOPUTH "TIPCHKI" penbedu, CX0K1 Ha PUPO/THI.

AJNTOPUTM CKJIAIAETHCS 3 IBOX OCHOBHUX KPOKIB, 1110 TOBTOPIOIOTKCS (puc. 1.1):

1.  Kpok "Jdiamanra' (Diamond Step): V mpoMy Kpoli Ha KOXHOMY
KBaJIpaTl TEHEPYEThCS IIEHTpalibHA TOYKa, 3HAYECHHS SKOI € CepeaHiM
apu(pMETHIHUM BHUCOT YOTHPHOX BEPIIMH IIhOTO KBajapaTy. Jlo cepeaHporo
JI0JTa€ThCS BUMAIKOBA BEJIMUMHA JIJIsI CTBOPEHHS HEPETYISIPHOCTI.

2. Kpoxk "KBagpara" (Square Step): Ilicist 11b0ro 0OUHCITIOIOTECS HOBI
TOYKHU Ha CepeIMHaX CTOPiH KBAJIpaTiB. 3HAUEHHS KOKHOT HOBOI TOUKH € CepeIHIM
apu(pMETHIHUM TPHOX (SKIIO TOUYKA 3HAXOUTHCSA HA KPArO MaTpHIli) a00 YOTUPHOX
CYCIJHIX BEpIIUH, 13 I0JJaBaHHSIM BUMAKOBOI BEJIMYUHHU.

Diamond Step Square Step Diamond Step Square Step

Puc. 1.1. Anroput™m po6otu Diamond-Square [19]
Ha KkoXXHOMy HacTymHOMY IiTepaliiHOMy Kpoll "po30uBaHHA" CITKH
MMOBTOPIOETHCS, 1 TUIOMIMHA OTPUMYE BCE O1IbIE TOUYOK, IO Haja€ i CKIAIHUN Ta
JIeTa130BaHUM BUTIISA, TOA1I0HUI 10 HATYPATBHUX TPCHKUX XPEOTIB a00 HEPIBHOCTEH

nanamadry.
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Diamond-Square craB myxe nomymspauM y 1980-x ta 1990-x pokax, OCKiIbKH
HaJ[aBaB MOXMIMBICTh IIBUAKO T'€HEPYBATH MPaBAONOAIOHI JaHAmadTH IS paHHIX
Bijieoirop. Ha BiMiHYy BiJT IHIITUX METO/IIB, ISl aNrOpuT™M OYB €(PEKTUBHUM 1 BITHOCHO
MPOCTUM Y pealtizalii, Mo J03BOJUIO PO3POOHMKAM BHKOPHUCTOBYBATH HOTO IS
CTBOPEHHS BEJIMKHUX KapT a00 CBITIB 3 MiHIMaJIbHUMH 3aTpaTamu pecypcis [20].

3a "ac CBOro iCHyBaHHS aJITOPUTM PO3BHUBABCS Ta CTaBaB (yHIaMEHTOM IS
IHIIMX JOCHiKeHb Ta po3pobok. Hampukiax, Diamond-Square momudikyBamu s
poOOTH B TPUBHMIPHOMY IIPOCTOpI 3a MPHUHIIUIIOM IIUIBHOCTI, 3aMICTh TEHeparlii
JTBOBUMIpHOT Maru BucOT [21].

[Ile omHUM KOPUCHUM aJITOPUTMOM TeHepallii MPOIEeAyPHUX TEKCTYp € LIyM
Boponoro (iHomi HOro TakoX Ha3WBaKThH JAiarpamMor0 Boponoro). Bin € omHuMm i3
OCHOBHMX aJTOPUTMIB Yy MpoleaypHiil reHepauli konteHty. lllym Boponoro Oys
Ha3BaHMUI Ha 4YeCTh yKpaiHCbKOro mareMaruka I'eopris Bopoworo, skuii Boepiie
po3poOuB KoHIenwito aiarpam Boponoro y 1908 poui 1151 BUBUEHHSI IPOCTOPOBUX
nojautiB y reometpii. Jliarpamu BopoHoro Ta moB's3aHi 3 HUIMH IIYMOBI aJITOPUTMU
IMIMPOKO BUKOPUCTOBYIOTHCS B KOMIT'TOTEPHiH rpadilli, reOMETPUYHOMY MO/ICTIOBAaHHI,
CUMYJIALISAX, ITPOBUX JBUTyHaxX Ta Hayll 3arajoM JJisi CTBOPEHHS OpraHIYHUX,
HEPETYJSIPHUX BI3EPYHKIB 1 TeKCTyp. Bukopucranns pgiarpam Boponoro y
npoleypHil reHepariii Tekctyp Oyio onucano CriBeHoM Yopii [22].

Hiarpamu BopoHoro — 1i¢ moJu1 mNpocTopy Ha 00JacTi Ha OCHOBI Habopy
TOYOK, SIKI HA3UBAIOTHCS caliTamMu abo renepaTtopaMiu. J[Jisi KOKHOI TOYKU B TTPOCTOPI
3HaXOJIUThCS HAMOJIMKYA TOUKA-TEHEePATOP, 1 1Sl TOUKA HAJICKUTh BIJIMOBIAHIN KOMIPIT
Boponoro. ¥ n1BoBuMipHOMY TIPOCTOPI 11l KOMIPKH MarOTh opMy OaraTroKyTHUKIB, a
B TPUBUMIPHOMY MTPOCTOP1 — OaraTorpaHHUKIB.

[{s koHuenIisa OyJa BIeplie 3aCTOCOBaHa B MaTeMaTHIIl, ajie 3r0J0M 3HaHIIa
IITUPOKE 3aCTOCYBAaHHSA B KOMM'IOTEpHIN rpadiili, 30KpeMa Jisi CTBOPEHHS IIYMIB,
CXO0XKHUX Ha MpHUPOaHI cTpyKTypH. [1Iym BOpoHOTO BUKOPHCTOBYETHCS ISl CTBOPCHHSI
MPUPOTHUX TEKCTYp, K1 HAraayloTh KOMIPKH, KPUCTAIIYHI CTPYKTYPH, PO3TOIIIH

BOJIOMM a00 HaBITh pO3TAIIyBaHHS KJIITHH y TKAHUHAX OPraHi3MiB.
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AJTOpUTM MPOIETYPHO TEHEPYE TEKCTYPY, HOAUISIIOUH IPOCTIP Ha KOMIPKH, SIK1
BIJIMOBIAAIOTh HAUOIMKYIN 10 KOXKHOT TOUKH catimy (Todli-reHeparopy). OCHOBHUI
JITOPUTM JIJIs1 ABOBUMIPHOTO MPOCTOPY MOYMHAETHCS 3 TEHEPAIlil TOYOK-TE€HEPATOPIB.
[ToTiMm kokHa TOYKa, ab0O mMiKCENTb, B MPOCTOPI TMPHUB'SA3YETHCS 10 HAHOIMKYIOTO
reHeparopa 3a JIONOMOIOK0 METPUKH BIACTaHi, /e HalvacTillle BUKOPUCTOBYETHCS
€BKJIJIOBa BiJcTaHb. Ll BiACTaHb A0 HAMOIMKYOro reHepaTopa BH3HAYAE, JIO SKOI
KoMipku BopoHnoro HanexuTh Touka. [1oTiM anropuTM BHKOPUCTOBYE BIACTaHI J0
HalOIMK9IOro ado J10 KIJIBKOX HaHOMMKUMX Te€HEpaTopiB, 1100 BU3HAYUTH KOJIIp abo
1HII aTpUOYTH KOXKHOI TOUYKH Ha TeKCTypl. Lle 103BoIIsi€ CTBOPIOBATH Bi3epyHKH, 110
HaraJyroTb OCEPEaKOBI CTPYKTYPH, MO3aiku abo opraniuHi Gpopmu.

BaxunBo, 1mo MeTpuka BIACTaHI MOXKE 3MIHIOBATHCS — HANpPUKIAA, I1HII
BaplaHTH, Taka SK MAaHTeTTEHCbKa BIJICTaHb, MOXYTb JaTH 1HIII T€OMETPHUYHI
edextu [23].

[IIym BopoHoro € nye NonyJsipHAM y NPOUEAYPHIN reHeparlii 3aBAsKi CBOIl
3JIaTHOCTI CTBOPIOBATH Bi3yaJIbHO MPHUBAOIMBI, HEPETYJSIPHI Bi3epyHKU. BiH Moxke
BUKOPHUCTOBYBATHCS ISl CTBOPEHHs HEperyssapHux (gopm penbedy. Tepuropii abo
0o0JnacTi, po3MIeH] 3a MPUHIMIOM BOpOHOro, MOXyTh BUKOPUCTOBYBATHCS MJIs
BU3HAYCHHS pO3TalllyBaHHS Tip, JOAMH abo BoaoWM. TakoXX BIH 4YacTo
BUKOPHUCTOBYETHCS JJIsl TeHEpallli OpraHIYHUX TEKCTYp, TAKUX K KOpa AepeB, MIKIpa,
rpaHiT abo MapMyp, Ta KIITUHHHUX CTPYKTYp, TaKMX BI3€pYHKH Ha POCIMHAx abo
TBapuHax. [iarpamu BopoHOro takok MOXHa 3aCTOCOBYBATH B YPOAHICTHYHOMY
MJIaHyBaHHI Ta MOJENIOBAHHI JJI1 CTBOPEHHS MOJLIIB a00 TEpUTOpPIH, 1O IMITYIOTh
IPUPOIHE pO3TalTyBaHHs Oy 1BeNIb 200 KBApTaIiB y MICTaX.

[IIym Boponoro BifirpaB Ba)KJIUBY POJb y PO3BUTKY IMPOIIEIYPHOI reHeparlii,
OCKiNIbKM BiH JO03BOJISIE CTBOPIOBATH TIPHPOAHI i OpraHiumi BisepyHku. MHoro
BUKOPUCTAHHS y BiJI€OIrpax Ta KOMM'IOTEpHIN Tpadimi J0mMOMOTIO po3poOHUKAM
aBTOMATH3yBaTH CTBOPEHHSI BEJIMKHUX 1 CKIAAHUX JaHImadTiB, TEKCTYp 1 00'€KTIB, 6€3
HEOOX1HOCTI pydyHOi poOOTH. Y MAalIMHHOMY HaBYaHHI JiarpamMu  BopoHoro

BUKOPUCTOBYIOThCS /ist Kiaacudikarii 1-NN [24].
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3a octanHi poku anroput™m lllymy Boponoro 3nauHo eBostormionyBaB. Oxpim
€BKJIIZIOBOT BIJCTaHi, OyJI0O BBEACHO I1HII METPUKHU, SKI AalOTh PI3HOMAaHITHI
reoMeTpudHi hopmMu ¥ edeKTH, 3aJeKHO BiJ] TOTO, KA BiJICTAHR BUKOPHUCTOBYETHCS.
Jlis CTBOpEHHS PI3HOMAHITHIMIMX TEKCTyp Oynu po3poOieHi Bapiamii mymy, sKi
J03BOJISIFOTH JI0JIJaBaTU BUITAJIKOBICTh 1 HECTaHIApPTHI GopMU 1O TeKCTyp. Takox 3
po3BuTkoM Trpadiuaux mporecopiB (GPU) amroputm OyB oNTHUMI30BaHMNA IS
IIBUIKOI TEHEPAIlii BEJIMKUX OCEPEAKOBUX CTPYKTYP Y pealbHOMY Yaci.

CTBOpEHHSI pEaliCTUYHUX BIPTYaJbHUX TPUBUMIPHUX peENbeiB € JA0BOII
BYKJIMBOIO YACTHHOIO SIK 1HAYCTPIi KIHO, TaK 1 KOMIT IOTEPHUX IrOp Ta CUMYJISATOPIB.
Peanmictnynuii Ta Bi3yallbHO MpPUBAOIMBUN JaHAmA(T [JomomMarae CroXuBauy
KOHTEHTY 3aHYPUTHUCA Y BIpTyalibHUI CBIT. OAWH 3 HAHOUIBIINX Ta TSKKUX BUKJIUKIB
€ caMe cumyJssitis edekty eposii. Epo3igs — ue npuponnuid npouec pyMHyBaHHS 1
NepeMIlIeHHs IPYHTY, KAMEHIO Ta 1HIIIMX MaTepialiB Mij JI€0 BITPY, BOAU a0O0 JbOTY.
Bona € ronoBauM (dakTtopom epo3sii, 0COOJHUBO yepe3 JOIll Ta PIYKOBI Teuii, sKi
3MHUBAIOTh IPYHT 31 CXWJIIB, (OPMYIOUN JTOJIMHU Ta KaHbUOHU. BiTep Takox crpuse
€po3ii B MOCYIUIMBHUX pailoHaXx, Jie 3 MOBEPXHI BUIYBAIOTHCS IPIOH1 YACTUHKU IPYHTY,
CTBOprotouM nycreni ta Aronu. Hanpuknan, Benukuit Kanpiion y CIHIA chopmyBaBcs
3aBJIIKM M1JIBHOHAM POKiB epo3ii piukoro Komopamo [25].

Jy)xe CuibHUI Ta NMOMITHUN BIUIMB Ha BUKOPUCTAHHS aJITOPUTMY €po3ii B
PO3po0I1Ii iIrop Ta MpoleAYypHOTO CTBOpeHHS JanamadTy 3poous ['anc Teobansa beiiep
B cBoiii nuceprtarii 2015 poky. B 6aratbox mpoekTax, MOB’sI3aHUX 3 CHUMYJISIIIEIO
peanicTuuHOi epo3ii danamadTy, 3raayeTbCcs caMe MHoro aucepralis 3a TEeMOIO
«IMmemMeHTamis MeToay TiApaBmiyHOI eposii». KirowoBmit miaxim B Moeni
rigpaBaiuHoi eposii ['anca TeoOambna beiepa monsirae B cuMysisili B3aeMoii
JOIIOBHX Kparmensb i3 nanamadTom. Boaa, 1o npeacrapmusie 1011, aaae Ha MOBEPXHIO
1 MTOYMHAE TEKTH BHU3, CIITYIOUYH [UISIXaM HAWMEHIIIOTO OTopy. Y TPOoIIeci CBOTO PyXy
BOJla 3MHUBAa€ 0CajJ 3 BUIIUX AUISHOK 1 BIAKJIaAa€ HWOTO HAa HUXKYUX, MOCTYIOBO
3MmiHIouH Tonorpadiro. Ls Moaens eposii moTpedye TOUHOTO ONpaItoBaHHS PiBHSIHD
JTUHAMIKH PIAMHYU Ta TPAHCIIOPTY OCAaTy JJIsl CTBOPEHHS peaiCTUYHHUX MaTePHIB epo3ii

nanamadry.
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Opnna 3 iHHOBawii miaxony beiiepa momsirae B Tomy, K CUMYJISILIIS] BpIBHOBAXYE
TOYHICTb 1 O0UMCITIOBAIBHY €(DEKTUBHICTh. Y POOOTI PO3IIISAAIOTHCS KOMITPOMICH MiXK
BUKOpHUCTaHHSIM MeToay Eiinepa, 3acHoBaHOro0 Ha CiTIli, 1 JIarpaH>keBUM METOJIOM, 11O
0a3yeThCsl Ha YaCTUHKAX.

Tepminu EitnepoBuii Ta JlarpanxeBuii BUKOPUCTOBYIOTHCS y JUHAMII PIJIUH 1
¢i3u1i U1 OMHCY TOTO, SIK PEUOBUHU PYyXalOThCS 1 3MIHIOIOTHCS 3 YACOM.

B EiinepoBomy MeTO/I1 yBara 30cepekeHa Ha KOHKPETHUX MICISIX y MPOCTOPI,
gyepes K1 MpoXoauTh piauHa. [IpocTip moainserbes Ha pikcoBaHy CITKY, 1 BIACTUBOCTI
PLAMHM, HAIPUKIIA[, IIBUJIKICTh, TUCK a00 T'YCTHHA, PO3PaXOBYIOTHCS B KOXKHIM TOYII
CITKH B Mipy pyXy piaunu yepes Hei. ToOTo, criocTepiraerhes, K piuHa TOBOAUTHCS
B MEBHIA TOYLIl MNPOCTOPY MHpoTAromM uacy. Llel miaxig 4acto 3acTOCOBYETHCS B
CUMYJISIIISIX, SIKI BUMAraroTh JETaJbHOIO0 KOHTPOJIIO 3a BEJIMKUMH 00'€MaMu PiIMHH,
HAINpUKJIQJ, Y MOJICTIOBAaHHI TOToAu a0o JuHaMIKU PIIMH IS 1HXKeHepii. Bin
3a0e3neuye MeTalbHUN OTJIA[ TOTO, SK BOJA TE€4Ye MO TOBEPXHi, PO3PaxOBYIOUU
JTUHAMIKY P1AMHU B KOXKHIM TOYIIl CITKH.

VY JlarpanxeBoMy METOJ yBara 30cepe/KeHa Ha BIJCTEKEHHI OKPEMHX
YaCTUHOK y MIpY iX pyXy uepe3 MpocTip 1 yac. 3aMiCTh TOTO, 00 CHOCTEpIraTu 3a
MOTOKOM y (PIKCOBAaHMX TOYKaX MPOCTOPY, BU BIJACTEKYETE TPAEKTOPIIO KOHKPETHHUX
YacTUHOK y cuctemi. I{eli meToa vacTo € OUIbII €(PEKTUBHUM Yy CUMYIISIIAX, IO
0a3yl0ThCsl Ha YAaCTHUHKAX, TAaKUX SK MOCIIOBAHHS TPAHCIOPTY OCaay, MOBEIIHKU
KparneJib o1y a0o epo3ii. BiH mMupoko BUKOPUCTOBYETHCS B CUMYJISLIISIX Y PEATbHOMY
yacli JJig 1rop, OCKUIBKM BHMAara€ MeHIIe OOYHUCIIOBAIBHUX PECYPCIB MOPIBHSHO 3
EitnepoBum nigxoaom. JlarpanskeBuid BiicTeKye OKpeMi Kparuti BoJu ab0 YaCTUHKH,
o poOUTh HOro OOYHMCIIOBAJIBHO JEMIEBIIMM 1 JICTIIMM JJiS BUKOPUCTaHHS B
CUMYJHLISX Y peaIbHOMY 4aci, 110 0COOIMBO BaXKJIUBO JJIs 1TOpP.

OOuaBa miaX0AH MOXOATh Bijl poOIT MaTeMaTukiB 18-ro cromitts Jleonapaa
Eiinepa ta ’Ko3zeda-Jlyi Jlarpanxka, siki po3poOWIM 11 MAXOAU 711 BUBUEHHS PYyXY
PIIMHYU Ta TUHAMIKY B PI3HUX (DI3UYHUX CHCTEMAaX.

Meton I'anca Teobanbaa beitepa OyB mpuiHATHHN 1 aJanTOBaHUNA y KUIBKOX

BIIKPUTHX MPOEKTAX 3 BIAKPUTHUM BHUXITHUM KOAOM, Takux sk Erodr [26], ne #ioro
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ITOPUTM BUKOPUCTOBYETHCS JJII CUMYJIAIII BILUTUBY BOAHOI €po3ii Ha JaHAmadTH.
[IpoctoTa Ta THYYKICTb UBOTO aNTOPUTMY POOJIATH WOro MIAXOASIIMM JUIS
3aCTOCYBaHb Y pEAJIbHOMY 4aci B IFPOBHX PYIIISX, JI€ €pO3i0 MOXKHA JIMHAMIYHO
3aCTOCOBYBATH JJIsi MO (IKaIlii MiCIIEBOCT] Y BIMOBIIb Ha Jii rpaBIliB 00 30BHIIIIHI
dbakTopu.

[Ipote, xoua poboTa beliepa mana 3HaYHWI BIUIUB, 1HIII BiJIOMiI BHECKH B ray3i
TriIpaBIIiYHOI epo3ii BKIO4aTh pearnizamito Cedactbsana Jlary B Unity [27], sika €
Jy’)Ke BIJJOMOIO B CIUJIBHOTI po3poOHUKIB. PoGoTta Jlary OyayeThcs Ha KOHIIEHITIAX
beiiepa, ane Takoxx BKIoyae Moaudikaiii A ONTHUMI3alii MPOJYKTHBHOCTI Ta
po3mMpeHHs (GyHKIIOHANBHOCTI. KpiM Toro, cydacHi miXoau BUKOPHUCTOBYIOTH
npuckopeHHs 3a gonomoroto GPU nis 3Ha4HOrO 3MEHILIEHHS 4Yacy OOYUCICHb Y
MacIITaOHUX CUMYJISIISAX, 3 YMM MOYaTKOBUM miaxia beliepa, mo 0Oa3yBaBcs Ha
Bukopuctanni CPU, maB tpyanori [28, 29, 30].

Diffusion-Limited Aggregation (DLA), abo arperamis 3 audy3idHuM
O0OMEKEHHSM — 11€ MOJIEIIb, SIKa OMHCYE, SIK YACTUHKHU arperyroThes mija 4ac audysii.
Ile sBume Qopmye ckimagHi (pakTanbHi CTpyKTypu. Anroput™ DLA mmumpoko
BUKOPHUCTOBYETHCS JIJIs1 MOJICTTIOBAHHS MPUPOJHUX MPOIIECIB, TAKUX SIK PICT KPUCTAIIB,
€JIEKTPOOCAIKEHHSI, YTBOPEHHS OJIMCKABOK 1 HABITh MPOIIECH 010J0TIYHOTO POCTY.

Tepmin "arperyBatucs" o3Hauyae 00'eHyBaTHCA a00 HAKONUYYBATHUCS B TPYITy
un kiactep. Y konrekcri mozeni DLA (Diffusion-Limited Aggregation), 1ie o3Havae,
10 YaCTUHKH, AKI PyXalThCs 3a JIOMOMOTro0 Au]y3ii, 3MUMAIOTECA MpU 3yCTpidl 3
IHIIMMU YaCTUHKaMU a0 3 ApoM. TakKMM YMHOM, BOHH CTBOPIOIOTH OUIBIIY TPYyIy
abo CTpPYKTypy, fKa 3 4YacoM pO3pOCTaeTbca. Y JaHOMY KOHTEKCTI CJIOBO
"mudy3iiHIM" TOXOIUTH BiJl TepMiHY "audy3ig", SKuil onucye mporec nepeMieHHs
YaCTUHOK BiJ 00JacTi 3 BHCOKOK KOHIIEHTpAIl€El0 JI0 00JacTi 3 HHU3BKOIO
KOHIIeHTpaIli€r. ToOTO, YaCTUHKH BUIBHO 1 BUIIAJKOBO PYXaIOThCS JI0 TUX TP, TOKU
HE 3YCTPIHYTH 1HII1 YACTUHKU a00 MEPENOHHU, 3 IKUMU BOHU MOXKYTh B3aEMOIISITH.

Arperanis 3 audysiiaum oomexeHHsM (DLA) Oyna Bmepie npeacraBicHa B
1980-x pokax Birrenom i CaHzepoM 1 3 TOTO 4acy 3aCTOCOBYETHCS JJIi BUBUYCHHS

PI3HUX TPUPOAHMX SIBUIL, TaKUX SIK YTBOPEHHS CHIKHHOK, KOJIOHIM OakTepiil 1
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pYHHYBaHHS [I€JCKTPUKIB B EJIEKTPUYHUX CHUCTeMax. BaxiuBicTe wi€i mopeni
MOJIATA€E B TOMY, 1110 BOHA Ja€ MOXJIMBICTh MOJIEIIOBATH PO3TATYX EH1, HEPETYIISPHI
BI3€PYHKH, 1[0 BUHUKAIOTH Y IIUX MPOLIECax, HaJJal0uu OCHOBY JUIsl PO3YMIHHS TOTO, SIK
TaKi CTPYKTYpH PO3BUBAIOTHCA B YMOBAX, Jie AU(PY3is OOMEKeHa.

@pakTanbHa NPUPOJA BI3EPYHKIB, 110 YTBOPIOIOTHCA 3a gomnoMoror DLA,
BijloOpakae camomo1i0HICTh, TOOTO CXO0X1 CTPYKTYpH MOKHA MOOAUYUTH Ha PI3HUX
MacmTabax. e poouts DLA KJIF090BOIO MOAEIUTIO SISl PO3YMIHHS TOTO, SIK CKJIaIHI,
HeperyJspHi GopMHU BUHUKAIOTH Y IPUPO/I1 Yepe3 MPOCTi, BUMAIKOBI MPOIIECH.

Cam anroput™m DLA cknagaeTbes 3 KUTBKOX MPOCTHX, alie BAXKJIMBUX, €TaIliB:

1. Imimiamizamisi: CTBoproeTbcsl mMouyaTkoBa "HaciHHEBA' YacTHHKA, sKa
PO3MINIYETHCSI B LEHTP1 MOJOTHA. [l HACIHHEBA YaCTMHKA BUCTYMAE SIIPOM,
HAaBKOJIO SIKOTO B1I0YBA€ETHCS MPOIIEC arperyBaHHS.

2. NonaBaHHsa 4acTuHOK. OjHa 3a OJHOI0O B CHUCTEMY BBOJSTBHCS BHITQJIKOBI
YaCTUHKHU, KOKHA 3 SIKMX PO3MIILLIYEThCS B BUNIAQJAKOBIN TOYIIl, 3a3BUYail JAJIEKO
B1Jl HACIHHEBOT YACTHHKHU a00 BXKE ICHYIOUOT'O KJIacTepy.

3. Audy3ia: Bumyiieni 4acCTUHKU 31HCHIOIOTh BUNAJIKOBUNA PyX B OY/b-SIKOMY
HAMPSIMKY Ha KO)KHOMY KpOIIi.

4. Arperania: Komu yacTuHka, 0 pyXaeTbcs, KOHTAKTYE 3 OYyIb-IKOIO 1HIIIOIO
YACTUHKOIO, SIKa BXKE € YaCTHHOIO KJIaCTepy, BOHA MPUJIUIAE 1 CTA€ YaCTUHOIO
I[LOTO KJIacTepy.

Lle#t mpouec NOBTOPIOETHCSI, HOBI YACTUHKHU MPOJOBKYIOTh BBOJUTHCS B CUCTEMY,
nu(y31I0BaTH BUNAAKOBUM YHMHOM 1 MPWIMIATH 1O 3pOCTAl0YOro KIiacrepy MpH
KOHTAKTI 3 HUM.

VY Mmipy Toro, sik O1JIbllIe YaCTUHOK MPHIIMIIAE JI0 KJIACTEepy, BIH MMOYUHAE POCTH. 3
4acoM 3'SIBJISIETHCS pO3ralyKeHa, IePeBONOI1I0HA CTPYKTYpa, MPUIOMY HOB1 YaCTUHKH
MEPEBAKHO MPUIUTIAIOTH 10 HAWOUIBII BiAMaNEHWX YacTWH Kiactepy. OTpumana
CTpYKTypa Mae (pakTalbHHA BI3ePYHOK, IO XapaKTEPU3YETHCS HEPETYISIPHUM,
pO3ralIy’>KeHUM POCTOM 1 caMomo1i0HICTIO. Benmuki kiactepu BioOpaXkaroTh Ty camy

3arajabHy (hOpMY 1 CKIIaIHICTh, IO ¥ MEHIIT KJIacTepH, X04a i Ha O1IBIIIOMY MacIITaoi.
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DLA yacTo BHUKOPUCTOBYETHCS I CUMYJISIIIT PI3HOMAHITHUX HPUPOIHUX 1
¢13uyHMX siBUIL. BOHAa BHUKOPUCTOBYETHCS JIJISi MOJETIOBAaHHS TOrO, SIK KPUCTAIU
(OpMYIOThCS 1 pOCTYTh y IPUPOIHUX YMOBax. HeperymsipHy, po3ranyXeHy CTpyKTypy
CHDKMHOK, HalpUKIIad, MOKHA 3MOEIIIOBATH 3a JOTIOMOTOI0 JAHOTO MPOIECY, KOJIU
OKpeMi MOJIEKYJIH BOJM PYXaAIOThbCs 4epe3 MOBITPS 1 NPWIMIAIOTH O 3POCTA0YOi
KpuctamiyHoi crpykrypu. Takok DLA BUKOPHUCTOBYETbCS ISl MOJCITIOBAHHS
OCaUKCHHS 10HIB METajly Ha eJeKTpoiil. loHM MeTamy B pO3YMHI PYyXalOThCSA 0
€JIEKTPO/Ia 1 MPUIIUIIAIOTH 10 HHOTO, YTBOPIOIOUH (PpaAKTAIBHUI BI3epYHOK METAIEBUX
ocaniB. Pict Gakrtepiii wacTo ciinye mudy3iitHO-OOMEXKEHOMY IMaTepHy, KOJW HOBI
OakTepii pyXarThCs Bl NEHTPAIBHOI KOJIOHIT 1 MPUIMIAIOTh 10 KpaiB BXKE 1CHYIOYOi
kosioHii. lle mpu3BOAMTH 10 YTBOPEHHS HEPETYISIPHUX, PO3TaTyKEHUX KOJIOHIN

OakTepiii, CXOXKHMX Ha BI3€PYHKH, SIK1 CIIOCTEPIraroThCs B cuMyisiiisix DLA.

Puc. 1.2. Knactep DLA, Buporienunii i3 po34uHy MiTHOTO KyHOpOCY B KOMIpIIi
€JIEKTPOOCAIKEHHS
Xoua mozenb DLA edexTuBHO renepye CkaaaHi, po3ralyKeHi CTPYKTYpH, BOHA
Mae Jeskl BUKIWMKH. Hampukmaa, y Mmipy 3pOCTaHHsI KJIacTepy HOBI YaCTUHKHU 3
OUTBIIIOI0 WMOBIPHICTIO OymyTh Au(Y310BaTH JAJEKO BiJl KJIACTEPy MEpea TUM, SK
KOHTaKTyBaTH 3 HHMM. lle mpu3BOAUTH 10 MOBUIBHINIOIO MPOLIECY arperyBaHHs,
OCKUIBbKH KJIacTep cTae OuabIuM. Takok, CTOXacTUYHA MPUPOJa MOJIE1 03HAUaE, 1110

TOYHA CTPYKTypa KJIACTEPy CHIBHO 3QJICKUThH BiJ NUIAXIB BUMAIKOBUX MPOTYIISTHOK
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OKpeMHUX YaCTHHOK. XO4Ya I BapiaTUBHICTh € YACTUHOIO TOro, 1mo poowuts DLA
[[IKaBUM, BOHA TAKOK MOX€E YCKIIaIHUTHU Niepe0ayeHHs KIHIIEBO1 (JOpMHU KIlacTepy.

VY Mipy 30UIbIIeHHS KITBKOCTI YaCTHHOK OOYMCIIIOBAJIbHA BAPTICTh CUMYJIAILIT
DLA 3pocrae. KoxkHa yacTHHKa MOBHUHHA MPOWTH TMOTEHIIIHO JOBrY BHUIAIKOBY
OPOTYJSIHKY Tepel THM, SK MPWIMIHYTH [0 KIJacTepy, 1 KUIbKICTh YaCTHUHOK,
HeOOX1THUX JIJ1s1 (JOPMYBAHHS BEJIMKOTO KJIacTepy, Moke OyTr 3HauHOO [31].

JlJis CTBOpEHHS TPUBUMIPHOTO JaHAIIA(PTy 3reHEpOBaHY CTPYKTYPY MOKHA
po3MIAlaTh AK TIpChbKUN XpebeT, B SKOMY HaWJalblll BiJ I[EHTpa YaCTUHKH
NpUIMalOTh HAMEHIl 3HA4YeHHS BHUCOTH, a IEHTpajbHI — HaAWOUIbII. 3BICHO B
Ipolieci JJaHa mMara BUCOT Ma€ MPOUTHU O€3Ji4 eTamiB PO3MUTTS, IPOTE B PE3YJIbTATI

BUXOJMTH NMPUBAOIUBUN JaHAA]T 3 JOCTOBIPHUM €(EKTOM PEaTICTHYHOCTI.
1.2. ®pakranbHi miaxoau B MoaeaoBaHHi Ta mym [lepuina.

@pakTanbHl MIAXOAXM B MOJICTIOBAHHI € OJHIEI0 3 KIIOYOBUX METOAUK Y
KOMIT'FOTEPHIM rpadill Ta IpoueaypHid reHepanii KOHTeHTy. BoHHM IpyHTYIOTbCS Ha
MaTEMaTUYHUX KOHIICHINIAX (paKTadiB, sKi JIO3BOJSIOTH T'E€HEPYBATH CKIIAJIHI,
IPUPOAHI CTPYKTYPH, TaK1 SIK TIPChbK1 XpeOTH, JIICOBI MeH3axi, piuKd, XMapH Ta 1HIII
reorpadgiydi 00'exktu. OJHIEO 3 TOJOBHHUX MepeBar (PpakTaIbHUX MIAXOAIB € iX
3IaTHICTh CTBOPIOBATH JIeTajdbHI ¥ mpaBmononiOHi (opmMu 3 MIHIMAIBHUMHU
MOYaTKOBUMU JaHUMHU.

@pakrtanu — e MaTeMaTH4yHI CTPYKTypd, @IO0 MaloTh BIACTUBICTh
caMonoiioHOCTI, TOOTO iX (QopmMa BUIIISIAE OJHAKOBO Ha PI3HUX MaciiTadax.
[IpupoaHi 00'ekTH, Takl SIK TOpH, OEperoBi JiHii, XMapu abo JepeBa, YaCTO MalOTh
¢dbpakTaabHi BJIACTUBOCTI. Y MOJIETIOBaHHI 1€ MPUHIUIN BUKOPUCTOBYETHCSA IS
CTBOPEHHSI JCTAIbHUX MTOBEPXOHB 1 TEKCTYP, KOJIU JIETajl JO/Ial0ThCs Ha PI3HUX PIBHSIX
MaciTady, CTBOPIOIOYH BI3yaJbHO CKJIaJHI CTPYKTYPH.

Y wmopnentoBaHHI mnpupomHux ¢GopM OOMEXKEHHs, HaKIJIaJeHl EBKIIIIOBOIO
reOMETpI€l0, MOXYThb OyTH mepeBullleHl ¢pakraiamu. DpakraibHa TreoMeTpis
BIJTHOCHO MOJI0/1a (TIepIIIi TOCHTIIKEHHS — po0oTH (PpaHIy3pbKuX MaTeMaTuKiB [1’epa

daty (1878-1929) 1 'actona xymia (1893-1978) na mouatky 20 CTOMITTS), aje JUIIIE
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3aBISKM MaTeMaTU4HIN TOTY>KHOCTI KOMII'IOTEpIB CTaj0 MOXJIMBUM peai3yBaTu
3B'SI3KM MK ()paKTAIBHOI TE€OMETPIEI0 Ta THIIMMU JUCHMUILUTIHAMU. 3apa3 QppakTaiu
BUKOPHCTOBYEThCS B PI3HUX cdepax, Biag Oiosorii a0 apxiTekTypu. Baxiuse
3aCTOCYBAaHHS TaKOX 3'ABISETHCS B 1H(OPMATHUII, OCKUIBKH (paKTalbHA TeOMETpis
J03BOJISIE CTHCKATH 300pa)KEHHs Ta BIATBOPIOBATH B CEPEIOBUINAX BIPTyalbHOI
pPEaIbHOCT1 CKJIaJHI BI3€PYHKH, MPUCYTHI B MPHUPOJAl, BUKOPHUCTOBYIOUH MPOCTI
iTeparfiiiii aarOpuTMH, IO BUKOHYIOTHCS KoM roTepamu. OCTaHHI JOCHIKCHHS
3aCTOCOBYIOTH LII0 TE€OMETPII0 JIJIsi KEpyBaHHS TpadikoM y KOMIT IOTEPHUX Mepexax
(LAN, MAN, WAN Ta [aTepHeT) Ta mu1st pearizaiii BipTyadbHHX CBITIB [32].

VY Garatpox irpax abo CUMYJIALISIX (paKTalIbHI aITOPUTMH BUKOPUCTOBYIOTHCS
JUTsl CTBOPEHHS TPChKHUX XpeOTiB Ta JanamadTis. Hanpukian, Bxke paHilie 3ragaHuii
anroputM Diamond-Square (abo #oro Bapiaiii) reHepye JaHAmadTH 3a JOIOMOTOI0
PEKYpPCUBHOTO PO30MUTTS IJIOUIMHM Ha MEHIIl KBaJApaTH, KOXKEH 3 SIKUX OTPUMYE
BUIIJIKOBE 3HAYECHHS BUCOTH, III0 POOUTH MOBEPXHIO CXOXKOI0 HA MIPUPOJTHUN PeNbed.

[ywm Ilepnina — 1ie rpaieHTHUHN IIyM, SIKUI TeHEPYeE TUIaBH1 BUTIAIKOBI 3MIHU
MK 3HAYEHHSIMU B MpOCTOpi. lnmes moinsrae B ToMy, 100 1HTEPHOIIOBATH MIiXK
BUIMAJAKOBUMHU TPAJIIEHTAMH, 1110 PO3MIIIEHI Y By3JIaX PETrYyJsPHOI CITKH.

[lepmr 3a Bce BimOyBaeThCs TeHEpAIlisl TPAIEHTIB Y TOYKax CITKU. {15 1boro
YSBUMO TMpPOCTIp, PO3AUICHUNA Ha CITKY KBajpaTiB. Y KOXHII BEpIIMHI KBajpaTa
MOTPIOHO 3reHepyBaTH BUMNAJAKOBUW TpajleHTHUWA BekTop. Y 2D 1€ BeKTop Ha
oauHUYHOMY Koumi. Y 3D ananoriuno. IToTiM J171 KOKHOT TOYKH B TTPOCTOPI MOTPIOHO
3HAWTH 11 MOJOXKEHHS B CiTLI. J[JIT 1IbOr0 BU3HAYAEMO, MK SIKUMHU YOTHPMa By3J1aMu
BoHa 3HaxoauThes. Js 2D e Oyzae kBaapar, 1 3D — ky0.

JI1s1 KOXKHOT TOUKH 1 KOKHOTO CYCIIHBOTO BYy3Jia IMTOTPIOHO OOYMCIUTH BEKTOP
BIJI L11€1 TOYKH A0 By3J1a 1 3HAUTH CKAJSIPHUNA TOOYTOK IILOTO BEKTOpa 3 TPalEHTHUM
BEKTOpPOM, 110 30epiraerscs B 1iboMy By3Ji. Lle macTs BenmuuHy "BIUIMBY" Tpaji€HTa
Ha 1[0 TOYKY. /{7151 miiaBHUX epexoAiB Mk 3HAYEHHSIMU, MOTPIOHO THTEPIOIIOBATH i1
pe3ynbTaTH  CKaJlApHOTrOo A0O0YTKYy. [IAs 1bOro BHKOPUCTOBYETHCS (PYHKIIIS
srnakyBanns (fade(t) = 6t°5 - 15t"4 + 10t"3), mo0 oTpuMaTu MIaBHUN MEPEXia MK

3HAQYEHHSMH B PI3HUX YACTHUHAX CITKH.
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[Ticnst Toro sik Oyme 0OYMCICHO BILTUB BiJl KOXKHOTO 3 YOTUPKOX (171st 2D) abo
BocbMH (111 3D) CycifHIX BY3/iB, BUKOPUCTOBYETHCS JIiHIMHA 1HTEPHOJISIS IS
IUTABHOTO KOMOIHYBAaHHSI IIMX pPE3yJIbTaTiB, OTPUMYIOUM OCTAaTOYHE 3HAYCHHS IS
touku [33-35].

Ha npocropax iHTepHETY MOXKHA 3HAWTH iMIUIeMeHTarllito koay [lokpamieHoro
Mymy Ilepnina, nHanucany Kenowm Ilepmina y 2002 poui. Kog nanucanuii Ha MOBI1
nporpamyBaHHs Java.

Jlictuar nporpamuoro koay Immiementartii [Tokpamenoro Ilymy [36]:

// JAVA REFERENCE IMPLEMENTATION OF IMPROVED NOISE - COPYRIGHT 2002 KEN PERLIN.

public final class ImprovedNoise {
static public double noise (double x, double y, double z) {

int X = (int)Math.floor (x) & 255, // FIND UNIT CUBE THAT
Y = (int)Math.floor(y) & 255, // CONTAINS POINT.
7 = (int)Math.floor(z) & 255;
x —= Math.floor (x); // FIND RELATIVE X,Y,Z
y —-= Math.floor (y); // OF POINT IN CUBE.
z —= Math.floor (z

double u = fade(x), // COMPUTE FADE CURVES
v = fade(y), // FOR EACH OF X,Y,7Z.
w = fade(z);
int A = p[X ]+Y, AA = p[A]+Z, AB = p[A+1]+%Z, // HASH COORDINATES OF
B = p[X+1]+Y, BA = p[B]+Z, BB = p[B+1]+Z; // THE 8 CUBE CORNERS,
return lerp(w, lerp(v, lerp(u, grad(p[AA ], x , vy , 2 ), // AND ADD
grad(p[BA 1, x-1, v , z ), // BLENDED
lerp(u, grad(pl[AB 1, x , y-1, z ), // RESULTS
grad(p[BB 1, x-1, y-1, z y)),// FROM 8
lerp(v, lerp(u, grad(p[AA+1], x , y , z-1 ), // CORNERS
grad(p[BA+1], x-1, v , z-1)), // OF CUBE
lerp(u, grad(p[AB+1], x , y-1, z-1 ),
grad(p[BB+1], x-1, y-1, z-1 ))));

}

static double fade (double t) { return t * t * £t * (t * (¢t * 6 - 15) + 10); }
static double lerp(double t, double a, double b) { return a + t * (b - a); }
static double grad(int hash, double x, double y, double z) {

int h = hash & 15; // CONVERT LO 4 BITS OF HASH CODE
double u = h<8 ? x : vy, // INTO 12 GRADIENT DIRECTIONS.
v =h<4 ?2 y : h==12| |h==14 ? x : z;
return ((h&l) == 0 2?2 u : -u) + ((h&2) == 0 2?2 v : -Vv);
}
static final int p[] = new int[512], permutation[] = { 151,160,137,91,90,15,

131,13,201,95,96,53,194,233,7,225,140,36,103,30,69,142,8,99,37,240,21,10,23,
190, 6,148,247,120,234,75,0,26,197,62,94,252,219,203,117,35,11,32,57,177,33,
88,237,149,56,87,174,20,125,136,171,168, 68,175,74,165,71,134,139,48,27,166,
77,146,158,231,83,111,229,122,60,211,133,230,220,105,92,41,55,46,245,40,244,
102,143,54, 65,25,063,161, 1,216,80,73,209,76,132,187,208, 89,18,169,200,196,
135,130,116,188,159,86,164,100,109,198,173,186, 3,64,52,217,226,250,124,123,
5,202,38,147,118,126,255,82,85,212,207,206,59,227,47,16,58,17,182,189,28,42,
223,183,170,213,119,248,152, 2,44,154,163, 70,221,153,101,155,167, 43,172,9,
129,22,39,253, 19,98,108,110,79,113,224,232,178,185, 112,104,218,246,97,228,
251,34,242,193,238,210,144,12,191,179,162,241, 81,51,145,235,249,14,239,107,
49,192,214, 31,181,199,106,157,184, 84,204,176,115,121,50,45,127, 4,150,254,
138,236,205,93,222,114,67,29,24,72,243,141,128,195,78,66,215,61,156,180

}i

static { for (int i=0; i < 256 ; i++) p[256+i] = p[i] = permutation[i]; }

[e#t Ko BUKOPUCTOBYETHCA IS TeHepallli TpuBumipHoro mrymy [lepmina. Bin

H(F{HfﬂieTBCSIS()6PH40HFOB3}HIH](O(HlHH}HITHﬁ6IH)K)’CiTKII,BAHK(HW}’3HED(OIH{TBC$[TCWH(a.
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int X
Y
Z

(int)Math.floor (x) & 255, // FIND UNIT CUBE THAT
(int)Math.floor (y) & 255, // CONTAINS POINT.
(int)Math.floor(z) & 255;

CniouaTky OOYMCIIOIOTRCS 11111 3HA4YeHHS KoopauHaT X, Y 1 Z, BIAMOBIIHO 10

MOJIaHO1 TOYKU X, y Ta Z, okpyrisitoun BHM3 (yHKIiI0 Math.floor. ITotim Gepetbes
nmo6iToBa onepairist AND 3 255, To6To & 255, 110 00MEXKy€e KOOpIUHATH 0 Jiana3oHy

Bi1 0 10 255, 1110 € po3Mipom TabIuIll MepMyTalliil.

x —-= Math.floor (x); // FIND RELATIVE X,Y,Z
y —-= Math.floor (y); // OF POINT IN CUBE.
z —= Math.floor(z);

[ToTiM BigHIMAETHCS IIlJla YacCTHHA KOOpAMHAT, 10O OTpUMAaTH BIJIHOCHI

KOOPJIMHATH TOYKHU BCEpEanHi OJOKY CiTKH, B Mexax [0, 1).

double u = fade (x), // COMPUTE FADE CURVES
v = fade(y), // FOR EACH OF X,Y,Z.
w = fade(z);

BukopucroByetbcss ¢yHkiis fade s 3rmamkyBaHHS MEPEXOAIB MK
3HaUYCHHAMH B 1Iymi. BoHa nonmomarae yHUKHYTH pI3KUX 3MIH MDK OJIOKaMU CITKH,

pOOJISTYM IIYM TUTABHUM 1 TPUPOTHUM:

static double fade (double t) { return t * t * t * (¢t * (¢t * 6 - 15) + 10); }

Ile xyOiuna ¢yHKIIis, KA MOBLILHO 3pocTae Ot 0 1 CIOBUIBHIOETHCS 011 1,

3TIIaJKYI0UYH TIepexi.

Puc. 1.3. ®ynkmuis fade (desmos.com)

int A = p[X 1+Y, AA = p[A]+Z, AB p[A+11+Z, // HASH COORDINATES OF
B = p[X+1]+Y, BA = p[B]+Z, BB = p[B+1]+Z; // THE 8 CUBE CORNERS,

3MIMCHIOETHCS XEITYBaHHS KOOPJUHAT, IKE BUKOPUCTOBYETHCS ISl BUTIAJKOBOT

reHepaiii rpagleHTHUX BEKTOPIB MJI KOXXKHOTO BYy3Jia OJIOKY ciTkd. Tabmuus p[]

MICTUTH TEPECTAHOBKY 1HIEKCIB, 10 TapaHTy€e BUIMAIKOBICTh. [loTiM BigOyBaeThCs
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O0araTokpokoBa JIiHIIIHA I1HTEPHONALIS MK pe3yiabTatamu (QyHKIIT grad, 1o

BIJIMOBIAA€ BIUIUBY KOXKHOTO 3 8 KyTiB OJIOKY CITKM Ha IIIyKaHy TOUKY.

return lerp(w, lerp(v, lerp(u, grad(p[AA ], x , vy , 2 ), // AND ADD
grad(p[BA ], x-1, v , z )), // BLENDED
lerp(u, grad(p[2B 1, x , y-1, z Yy, // RESULTS
grad(p[BB 1, x-1, y-1, =z ))),// FROM 8
lerp (v, lerp(u, grad(p[AA+l], x , y , z-1), // CORNERS
grad(p[BA+1], x-1, yv , z-1)), // OF CUBE
lerp(u, grad(p[AB+1], x , y-1, z-1),
grad(p[BB+1], x-1, y-1, z-1))));
®ynxis lerp, linear interpolation, niniifHO iIHTEPIOIIOE MiXK IBOMA 3HAYCHHSIMHU
3aJIe)KHO BiJ MapaMeTpa:
static double lerp(double t, double a, double b) { return a + t * (b - a); }

L dynkiis Bubupae oauH 13 12 MOXKIMBHUX TPaJAIEHTHUX HAIMPSIMKIB Ha OCHOBI
Xy, 1 00YMCIIOE CKATSIPHUM TOOYTOK MIXK TPaJIEHTOM 1 BEKTOPOM BiJl TOUKH J10

BY3J1a CITKH.

static double grad(int hash, double x, double y, double z) {

int h = hash & 15; // CONVERT LO 4 BITS OF HASH CODE
double u = h<8 ? x : vy, // INTO 12 GRADIENT DIRECTIONS.
v = h<4 ? y : h==12]||h==14 ? x : z;
return ((h&l) == 0 2?2 u : -u) + ((h&2) == 0 2?2 v : -Vv);
}
Tabmuus p[] — ue NOBTOpEHHsT MacuBy IepecTaHoBOK permutation[]. Ile

3a0e3neuye BUMAJAKOBICTh 1 JO3BOJISE€ 3r€HEPYBATH YHIKAIBHUI IIYM y KOXKHIN TOYII
POCTOPY.

Xouya cam 1o co6i1 mrym [lepiiHa reHepye Juiie OJuH map TUIABHOTO MIyMY, Y
(¢pakTaaIbHOMY MOJIETIOBaHHI BIH YacTO BUKOPUCTOBYETHCS Yy BUIJISl TaK 3BaHOI
dpakranpHOi cymu mymy. Lleit miaxin nepeadavae HakiIalaHHsS JSKUTBKOX IapiB
mymy Ilepnina 3 pi3HOO YacToToO0 1 aMIuliTyaorw. KoxeHn HactynmHuil map (abo
OKTaBa) Ma€ BUIY 4acTOTy (ApiOHIMIl JieTanl) 1 MeHIy aMIunTyay (BmumB). Takum
yuHOM, (pakTaibHa cyma Imymy llepniHa 103BOJsi€e CTBOPIOBATH JI€TaJi30BaHi,
OaratopiBHEBI TEKCTYpH Ta JIaHAIAPTH.

@pakTanbHl MAXOAW Y MOJENIOBAaHHI, 30KpeMa 13 BHUKOPUCTAHHSAM IIyMY
[Tepmina, cTamu OCHOBOIO JUTsl MPOIIEAYPHOI reHeparlii B KoMIT'toTepHil rpadiri. Boru
JO3BOJISIIOTh  CTBOPIOBAaTH CKJIAQJIHI Ta pPEATICTHUYHI TEKCTypu W JaHgmapTa 3
MIHIMQJIBHAMH OOYHCIIOBAJIbHUMHU 3aTparaMu. BukopuctanHs ¢pakTaabHOI CyMH
mymy llepnina gae 3Mory cTBOproBaTH OaraTOpiBHEBI CTPYKTYPH, SIKI BUTJISIAIOTH
IPUPOJIHO, 110 POOUTH 11e METOJ 171eabHUM JUIsl BIACOITOp, aHIMAIlii Ta CUMYJISIIIHN
MPUPOTHUX MPOIIECIB.
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1.3. IlocTranoBKa 3a1au4i

OcHOBHOIO METOI0 KBaJli(hiKaIiiHOT poOOTH € po3poOKa MPOTPaMHOTO JA0JATKY,
KWW BUKOPHCTOBYE aJTOPUTMHU MPOIIEAYPHOI T€HEpaIlii 1)1 CTBOPSHHSI TPUBHMIPHHIX
naHamadTiB  irpoBoro  cBiTy. CTBOpeHMI MPOAYKT HAAAcTh KOpPUCTyBayam
MOXJIMBICTh TEHEpPYBaTH Mald BUCOT 3 PI3HUMHU [apaMeTpaMu aJlfOPUTMIB,
3’€IHYBATH iX, Ta €KCIIOPTYBATH TPUBUMIpHUH 00’ €kT nanamadty y popmati glTF.
Po3pobka mpoekTy BKJIOUaTHME B ceOe JeKiIbKa eTalliB, LI SKUX Oyje
CTBOpPEHHS BUBHAYEHHUX YaCTUH JA0JaTKy. OCHOBHUMH CEpE/ HUX €:
1. TeopeTnyHi acrekTu
1.1. JocniiuTy IIyMOB1 aJITOPUTMHU CTBOPEHHS MaIll BUCOT.
1.2. JochiguTtu anropuT™MH, 1m0 0a3yloThbCSd HA CHUMYJISIIT TPUPOIHUX
SIBUIIL, JUIsl peJJaryBaHHs Ta CTBOPEHHS Mall BUCOT.
2. Po3po6ka 0OCHOBHUX MOYJIIB IOAATKY
2.1. PeanizyBaTtu anroputm (ppakranapHoro mymy [leprina.
2.2. PeanizyBaru anroputm Diamond-Square.
2.3. PeanizyBatu anroputm resepaiiii giarpam Boponoro.
2.4. PeanizyBatu anroput™ cumyisnii DLA.
2.5. PeanizyBaTu airoput™ CUMYJISAIIT TAPaBIIYHOT €po3ii.
2.6. CTBOpHUTH MEHIO I pOOOTH 3 aIrOPUTMaMHU.
2.7. PeanizyBatu quHaAMIYHy reHeparlito Janamadry.
3. Po3pobka 1o1aTKOBUX MOTYITIB
3.1. PeanizyBaTu MOJIMBICTh MMOEAHYBATH Ma BUCOT 3 KOE(ILIEHTOM.
3.2. CtBOpUTH 1ICH S TS BIIOOpaKEHHS TEKCTYpP Ha JaHImadTi.
3.3. CtBOpUTH MEHIO JIJIsl peAaryBaHHs MapaMeTpiB MIEHIEpy.
3.4. PeanizyBatu ¢yHKIIOHAT MEPEMIINICHHS MEPCOHAXKA MO TPUBUMIp-
HOMY JaHAmadTi, IKuif OyB CTBOPEHUN y peAaKTOPI.
3.5. PeanmizyBartu ¢yHKIIOHAT IEPEMIIIIEHHS IEPCOHAXA 10 TUHAMIYHOMY
nanamadry.
3.6. Peanizauiss (yHKI[IOHAly €KCHOPTYBaHHS TPUBHUMIPHOTO O0’€KTa

nanamadry.
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Pesynbrarom BUKOHAHHS KBai(ikaliitHoi po6oTu Oyae rOTOBUIl MPOrpaMHUIA

JOATOK JJIsI TOCTIKEHHS MPOIIeCy CTBOPEHHS TPUBUMIPHUX JaHAIIa(TIB.

1.4. Bubip iHcTpyMeHTIB /i peaJji3anii reHepaunii TPUBUMIPHOIO
Janawadgry

Bubip iHCTpyMeHTIB [Uisl peainiaiii reHeparii TPUBUMIPHOTO JaHAIIAPTY €
KJIFOUOBHMM €TarioM y PO3poOIll CKJIAJHUX BIPTyaldbHUX CEpeloBHUIl. ICHye n0BOII
IIUPOKUN HAOIp MIJXOAIB Ta IHCTPYMEHTIB ISl JaHOTO MpoeKkTy. KoxkeH 13 Hux mae
CBOI OCOOJMBOCTI, 3aJIeKHO Bif crnenudiku MPOEKTy Ta BUMOT A0 TeHeparii.
Pozbepemo nepeBaru Ta HeAOJIKM OCHOBHUX METO/IIB Ta IHCTPYMEHTIB.

MoxkHa caMOCTIMHO PO3pOOUTH CUCTEMY I'eHepallii JIaHAmadTiB 3a 10MTOMOT0I0
CTaHJApTHUX MOB TporpamyBaHHs, Takux sk C++, Python, a6o Rust, 3
BUKOpUCTaHHAM rpadiunux 0i6morek OpenGL, DirectX a6o Vulkan. Ile nae
MOBHUI KOHTPOJIb HAJ alTOPUTMAMHK Ta ONTHMI3AIlI€I0, aJle BUMArae 3HaAYHUX 3yCHIIb
st peamzaiii. Cepe nepeBar € MOBHUM KOHTPOJIb HAJl yciMa acleKTaMu reHeparii,
BKJIIOYHO 3 airoputmamu. [Ipore 3’sBisieThecsi mpoOiemMa HEOOXITHOCTI po3poOKU
BJIACHOTO Tpa(piuHOro PEHACPUHTY, IO 3aMaTUME 3HAYHO O1IbILIE Yacy Ha pO3pOOKY
MOPIBHSHO 3 BUKOPUCTAHHSM TOTOBUX PIIlIEHb.

I'padiuni pperimBopku Ha kmrTant Three.js, mis JavaScript, abo PyOpenGL,
s Python, mo3BomnsitoTh cTBOproBatd  3D-manamadgti y BeO-momaTtkax  abo
neckronHux gonatkax. Lli  dpeiiMBopkuM HamawTh 3aco0M ISl PEHICPUHTY
TPUBUMIPHUX O0'€KTIB 1 TEKCTYp Ta MarOTh BOY/IOBaHI IHCTPYMEHTH JJIs IPOLIETYPHOI
redepaiii. [Ipore HasBHa OOMeEXeHA NPOIYKTUBHICTH MOPIBHSHO 3 HATHBHUMH
pimeHHsiMu Ha CH++ abo C#. Takox € ckiagHoll B 00poOill BEIUKUX JaHAmadTiB y
peanbHOMY Yaci.

BuxopuctanHs irpoBHX PYIIiiB HAJaCTh JOCTYM JO KOPHUCHOTO BOYOBAHOTO
(yHKIIOHATY: TOTOBI 1HCTPYMEHTH Ta TEXHOJIOTii sl POoOOTH 3 TPUBUMIPHUMU
o0'ekTamu, TeKCTypamu, (I3UKOI0 Ta 1HITUMHU ACTIEKTaMU TMPOIEAYPHOI TeHepailii.
IrpoBi pymrii € HaWOUIBII 3py4HUM 1 €(OEKTUBHUM pIIICHHSM JUIsl 1HTEerpartii
JUHAMIYHOI TeHepalli y B3a€MOJII0Yl CEepelOBHINA, TOAl SK 1HII IHCTPYMEHTH Ta
010;110TEKM MOXKYTh OyTH KpallliMHU JJIsl CTEIiali30BaHUX 3aBJaHb a00 MPOEKTIB 13
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BHCOKHMMHU BUMOTaMU 70 peanicTUYHOCTI. [lig irpoBUMHU pylIisiMU MaeThCsl HAa yBasi
KOMIUIEKC TIPOTpaMHMX pillleHb, IO 3a0e3MeuyloTh pO3poOKy, Bi3yalli3aliio Ta
CUMYJIAIIIO IHTEPAKTUBHUX BIPTYyaJIbHUX CEPEIOBUILL.

OnHi€r0 3 KIIOYOBUX IMEepeBar BUKOPUCTAHHS ITPOBUX PYIIIiB € 1X MOXKJIUBICTh
IHTepaKTUBHOI Bi3yalli3allii pe3yJjbTaTiB y peXumi peaqbHoro 4dacy. lLle ocoOmmBo
BKJIMBO IIPH IIPOLICTYPHIN TeHepallii TPUBUMIPHOTO JaHAIA(TY, 1€ BaKIUBO 3aBKIH
0auuTH KIHIIEBHHM pe3yibTaT y TPUBHUMIPHOMY CEPENOBHUIINI H MaTH MOXKIUBICTH
JUHAMIYHO 3MIHIOBaTH TapameTpu TreHeparii AJis OTpUMaHHS OakaHOTO BUTJISITY
nanamadTty. Takoxk OUIBIIICT Cy4YacHHX ITPOBUX PYIIIiB  HIATPUMYIOTH
KpocIiaTpopMeHy po3poOKy, 110 103BOJSIE JIETKO alalTyBaTH OJUH 1 TOM camuid
MPOEKT JJIsl Pi3HUX IIaTGOPM — BIJl MEPCOHAIBHUX KOMM'IOTEPIB JO MOOILIBHUX
MPUCTPOIB 1 KOHCOJEH.

Xoya IrpoBi pyiii BKIIOYaOTh 0€3J1i4 TOTOBUX 1HCTPYMEHTIB, BOHU MOXYTh
BUMaraTd BHUKOPHUCTAaHHS 30BHINIHIX 010J10TeK a0o0 TIUIariHiB I8 BUKOHAHHS
cnenudiuHUX 3aBnaHb. lle MoXxe yckiaaHIOBAaTHU MpoIleC 1HTErpaii Ta MiATPUMKU
OpoeKTy. 3arajioM, BOHM IMPOIMNOHYIOTh MOTY)XHI I1HCTPYMEHTH JJs peani3auii
MPOLIEYPHOI TeHepallii TPUBUMIPHHX JaHAMA]TIB, 3a0€3Meuyroud HpPHUCKOPEHHS
PO3pOOKH, 3pYUHICTh Bizyamizalii Ta kKpocmiatrgopmeHicTb. He3Bakarounm Ha TeBHI
00OMEKEeHHS IPOJYKTUBHOCTI Ta THYYKOCTI, IX BUKOPUCTAHHS 3HAYHO CIIPOIILYE MTPOILIEC
reHeparlii BIpTyallbHUX CEPEIOBHUIL, POOISYH MOro JTOCTYNHHUM JJisi LIMPOKOTO KOJIa
PO3pPOOHUKIB.

OnmHuM 3 irpoBUX pymIiiB, MO CTPIMKO HaOupae momysspHicts, € Unreal
Engine. Bin 3a0e3mneuye BHCOKY SIKICTh Tpadikd, 30KpeMa peaaiCTH4YHI TEKCTYPH,
ocBiTiIeHHs Ta epexTu. Lle poObuts oro igealbHUM JJ1 POEKTIB, i€ BI3yalbH1 €PEKTH
MaloTh BeJIMKe 3HaueHHs. [IpoTe uepe3 BUCOKY (PYHKIIOHATIBHICTh, pyLIiH MOXe OyTH
CKJIQJIHUM JJIsl TIOYaTKiBIIB, OCOOJMBO 3 TOYKH 30pYy HAJIAIITYBAHHS MPOLEAYPHHUX
anroput™MiB. Unreal Engine e a0cuTh pecypcoMICTKUM 1 BHMAarae MOTYKHUX
KOMIT'FOTEpIB J1J1s MOBHOLIHHOT poboTH [37].

OnHUM 3 HaHHOMyJSPHIMKMX irpoBuX pyiriiB € Unity. Bin mae iHTYiTUBHUI

iHTEepdeic 1 MPOCTUH Mpoliec HAAIITYBaHHS MPOLEAYPHOI TeHepallii, 1110 poOUTh HOro
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JOCTYITHUM SIK JIJIsl TOYATKIBIIB, Tak 1 A npodecionaniB. Takox Bukopuctanusa C#
SIK OCHOBHOT MOBH ITPOTpaMyBaHHS JO3BOJISIE JIETKO IHTETPYBATH aJIrOPUTMHU reHepaltii
naHamadTiB Ta 10JaTKOB1 IHCTpyMeHTH. Xo4a Unity 100pe miaxoauTh s 6aratbox
MIPOEKTIB, 3a AKicTIO rpadiku BiH aemo nocrynaerbes Unreal Engine [38].

[amuM nonynstpuuii pyiriem € Godot Engine. Bin Biomuii CBo€i0 MPOCTOTOIO
1 3pYYHICTIO Y BUKOPUCTAHHI, 3aBISKH YOMY BiH MiAXOIUTH TSI HEBEITUKUX MTPOCKTIB
Ta iHai-po3pooHuKiB. [Ipore nopisasaHO 3 Unreal Engine abo Unity, Godot mae meHm
pPO3BUHEHY TpadiyHy CHCTEMY, 110 MOXEe OOMEXKHUTH SIKICTh Bi3yaizallii CKJIaJHUX
TpuBUMIpHUX JaHamadTiB. Takox Godot MOKH 110 HE HAJA€ HACTIIBKU MOTYKHUX
IHCTPYMEHTIB JIJIsl MPOIEAYPHOI T'eHepallii BEIMKUX TPUBUMIPHUX CBITIB, SK IHIII
pymurii [39].

Unity € iaeanbHUM BHOOpPOM JUIsl IIbOTO IPOEKTY 3aBASKH CBOIN 3pYyYHOCTI,
IHTYITUBHOTO 1HTepdeicy Ta YHUCIEHHUX BOYIOBaHUX O10JI0TEK, $KI 3HAYHO
CIIPOIIYIOTh TIpoliec po3poOku. Benuka crninbHOTa KopucTyBadiB Unity, a Takox
Oarara 0a3a pecypciB, sSika BKJIIOYA€ HaBUaJIbHI Martepiaiav, (GpopyMH Ta CTOPOHHI
IUTariHy, HaJlae po3poOHUKAM Oe3JlY MOXJIMBOCTEH IS MIATPUMKHU 1 po3BUTKY. Lli
dakropu pobmsaTe Unity ONTUMaIBHAM CEPEIOBUIIEM TSI CTBOPESHHS TPUBUMIPHHUX

naHamadTiB 13 MPOIETyPHOIO TeHEPAITIETO.

BucHOBKHM /10 IepHIOro po3aiLy

B pesynpTaTi HamucaHHA MEPHIOTrO0 pO3ILTy OyJIo TOCTaBICHO 3ajady Ha
KBaniQikaliiiny po0oTy, a came — po3poOUTH MPOrpaMHUMN OAATOK, SIKMM HAJacThb
KOPHCTYBady MOXJIMBICTb CTBOPIOBATH Ta peIaryBaTd Maid BHCOT JJIs TeHeparlii
TpUBHUMIpHOTO JaHamadTy irpoBoro cgity B Unity. Bymno mpoBejeHo aHalli3 METOMIB
reHeparii TpUBUMIPHUX JaHAIIadTIB Ta BU3HAYEHO 1X TOJIOBHI OCOOJHUBOCTI.

byno onucano dpakranpbHUN MiAXiA B MOJETIOBaHHI Ta POOOTY OpUTiHATBHOI
immuiemenTanii mymy Iepinina. Takox Oyno npoaHasnizoBaHo Ta 00paHO IHCTPYMEHTH

JUTsl pO3pOOKH TAHOTO MPOEKTY, HABEJICHO iX MepeBaru Ta HeAOIIKH.
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PO31J1 2. MPOEKTYBAHHS TA IPOI'PAMHA PEAJII3ALIA
TEHEPAILIl TPUBUMIPHOI'O JIAHJIIA®TY ITPOBOI'O CBITY

2.1. Peanizanisi aJJropuTMiB CTBOPEHHSI MAIId BHCOT

JlJis CTBOpPEHHSI Many BUCOT MO>KHAa BHKOPUCTOBYBATH 0€37114 p13HOMaHITHUX
MetoziB. HainermuM Ta HaWOUIBII MOIMYJISPHUM CIIOCOOOM € BHUKOPHUCTAHHS
MICEBJOBUITAIKOBUX IIyMiB, a came airoputMmy, crtBopeHoro Kenom Ilepminom.
Anroput™m renepaii mrymy Ilepiina nounnae cBoe xkutts 1me 3 1983 poky, 3a Bech yac
AKOTO BiH OyB MOKpallleHUi Ta MOJepHi3oBaHui. Ha mpocTopax iHTepHETY MOXHa
3HAUTH JEKUIbKa BaplaHTIB MOro IMIUIEMEHTalli, MpPOTE HAWIMOMYyJAPHIIIUM €
peauizaitis mokpamieHoro mymy (Improved Noise) camum Kenom Ilepriinom, sikuii BiH
HallMCaB BHUKOPHCTOBYIOUM MOBY mporpamyBanHda Java y 2002 powi. Bin €
BJIOCKOHAJIEHUM BaplaHTOM OpPHUTIHAJIBHOrO anroputMmy uymy Ilepmina (1983), B
pe3yibTaTi OTPUMABIIM OUIBII TUJIaBHI PE3yJIbTaTd Ta MiABUIIECHY €(PEKTUBHICTDH
obuncnenns [36].

VY BnacHiil peanizaiii (pakTaabHOTO IIYMYy BHKOPHUCTOBYETHCS BOyJOBaHa B
Unity ¢ynkris Mathf.Perlin. Bona € myxe onTHMi30BaHOI Ta MPALOE IMIBHUIIIC 3a
Oyap-sKy BiacHy iMmmuieMeHTarito Ha C#. CTBopeHy (pyHKIIF0O MOXKHA MOJUIUTH Ha
JIeKUJIbKa YMOBHUX YaCTHH: 1HIIIATi3al1isl, TEHEpaIlisi Ta HopMai3allis.

Po3bepemo xeaep PpyHKII1, IKUI BUTIIS A€ TAKUM YAHOM:

public static float[,] GenerateHeights(int _size, int seed, float _scale, int _octaves,

float _persistence, float _lacunarity, Vector2 offset, NormalizeMode normalize_ mode)

Ax MoxHa 6aunTH, GYHKINIS TPUAMae HACTYITHUI HaO1p BX1JHUX MMapaMeTpiB:

— _Size: BU3HAUYA€E PO3MIp MaIM BUCOT SIK KBaJpaTy 3 JOBXKUHOI CTOPOHU _SiZ€,;

— seed: imimiamizye moyaTKOBE 3HAYCHHS BHUIAJAKOBOCTI IS OOYHMCIICHb, IO ii
BUKOPHUCTOBYIOTh. OTHAKOBE 3HAYCHHsI 3a0e31euye OJHAKOBHIA Pe3ybTarT,

— _scale: kontposroe piBeHb MacmTady mymy Ileprmina. MeHine 3Ha4YeHHS
NPU3BOJIUTE J0 PO3TATHYTUX BIIACTUBOCTEH, KOJHM BEJIMKE 3HAUCHHS H0Ja€
JeTal,

— _octaves: BiImoBiAae 3a KUIbKICTh IIapiB HakiamgaHHs myMmy. KoxHa okTaBa

J0Ja€ JETAJIl 10 3arajJbHOTO PE3YJIbTaTy, 3MILIYIOUM KOKEH 1Iap 3 ONEPEIHIM,;
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— _persistence: Bu3Ha4ae aMILTITY Iy IIyMy KOXHOI iTepallii HaKJIadaHHS IIyMYy,
T0OTO OKTaBU. 3a3Buuaii gopiBHIOE 0.5;

— _lacunarity: KOHTpOJIIO€ YaCTOTy KOXKHY OKTaBy. 3a3BHYal JTOPIBHIOE 2;

— offset: mo3Bosste 3cyBatu mym 1o oci X ta Y. Bkpaii BaKIuBUi 11 reHepartii
HECKIHYEHHOTO JaHamagTy;

— normalize_mode: Bu3Havae THI HOpMaJIi3allii, JOKaJIbHUI Ui TT100aIbHHIA.
Crnepiiry Bi10yBa€eThCs 1HiIIAMI3aIlIsI BC1X 3MIHHUX, HEOOX1THUX JJISI MTOJAJIBIIOT

po0OOTH.

[,] noise_heights = [_size, _size];
max_possible height
frequency = 1;

1;

amplitude =
System.Random prng = System.Random(seed);
Vector2[] octave offsets = Vector2[ octaves];
for( i =0; i< _octaves; i++) {
offset_x = prng.Next(-100000, 100000) + offset.x;
offset_y = prng.Next(-100000, 100000) - offset.y;
octave offsets[i] = Vector2(offset_x, offset y);
max_possible height += amplitude;
amplitude *= _persistence;

Mamna Bucot: noise_heights € MacuBoMm, IO SKOTO € 30epiranus (iHaILHOTO
pe3ynbTaTy reHepailii 3HaueHb. € KBaJApaTHOIO MATPHUIIEIO.

YacToTi Ta aMILTITYAl HAAAETHCSA 3HAUEHHS |, BU3HAYAIOUHU MEPITy OKTaBY.

CTBOpIOEThCS 3MiHHA PrNg i3 3a3HaYcHUM SE€ed, BHM3HAYAOUM ITOYATKOBE
3HAYCHHS B aJITOPUTMI T€HEPAIlii BUTIAAKOBUX 3HAYCHb.

Jlst noylaBaHHs Pe3ybTaTy OUTBII YHIKAJIBHOTO BUTJISITY, CTBOPIOETHCS MAacUB
3MIIIEHb /7151 KOXKHOI OKTaBH, 110 B PE3YyJIbTaTI CTBOPIOE OUIBII HATYypaTbHUN TTATEPH.

3minHa max_possible_height BukopucToByeThcss B MalOyTHHOMY ITiJT dac
HOpMaJTi3aIlli 3HaueHb, SKIIO OOpaHWil THM HOpMam3alli € rmobansHuil. Buznauae
co0O0I0 3HayeHHs, KOJM MpU KOXHIN iTepauii HakinaganHs wmymy llepimina Oyro
3reHepoBaHoO 3HaueHHs 1, ToOTo MakcuMmanibHe. Takuil BUNIAJAOK € BKpail piIKICHUM,

MPOTE TEOPETUYHO MOKJIUBUM.
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3MiHa 3HaYeHHsI aMIUTITYIM B JaHOMY BHUIAJIKy 3a0e3meuye, 110 KOXKHOI 1Teparii
OKTaBa BIIMBAE HA MOKJIMBE MaKCHMAaJIbHE 3HAYEHHS KOPEKTHO, 3aJICXKHO BiJ] 3SMIHHOT
persistence.

HactymHuM KpoKOM 3AIHCHIOETBCS IHIMiami3arlis 3HA4eHb JJIS JIOKAIBHOI

HOpMaTi3allii.

local_max_height .MinValue;
local min_height .MaxValue;
halfSize = _size / 2f;

if(_scale <= 09) {
_scale = 0.00001f;

3uauenns local_max_height Ta local _min_height cmigkye 3a 3HaueHHsMU
BHCOTH Ta 30epirae MiHIMaJIbHE Ta MAaKCUMaJIbHE 3HAYEHHS IOTOYHOTO MACHUBY.

3minHa halfSize BukopucTOBY€EThCS ISl IIEHTPYBAHHS IIyMY Ha Malli BUCOT. Lle
YiTKO BUJHO MPH 3A1MCHEHHI IUIAaBHOT 3MiHU MacITaly.

Takox 114 3a0e3neyeHHs BiJICYTHOCTI MOMIJIOK BOXKJIMBO NIEPEBIPUTU 3HAUCHHS
_scale, amke BOHO BUKOPHCTOBYEThCS K IIJIbHUK Ta HE MOKe OyTH HyJIeM a00 MEHIIIE
HYJIA.

[Ticns inimiamizarii BaKIMBUX 3MIHHUX MOYKHA MPUCTYITUTH JI0 0€3M0CEPETHBOT

reHepartii Mary BHUCOT.

for ( X = 0; X < _size; x++) {
for ( y = 0; y < _size; y++) {
noise_height =
frequency = 1;
amplitude = 1;
for ( i =0; i < _octaves; i++)

{

xCoord = (x-halfSize + octave_offsets[i].x) / _scale * frequency;

yCoord = (y-halfSize + octave offsets[i].y) / _scale * frequency;
noise_height += (Mathf.PerlinNoise(xCoord, yCoord) * 2 - 1) * amplitude;

amplitude *= _persistence;

frequency *= _lacunarity;

}

noise heights[x,y] = noise_ height;

BinOyBaeTbest MpOXOKEHHS 10 KOXKHIN Todii (X, Y) B MacuBi noise_heights ta
PO3paxOBY€EThCSI 3HAYCHHS IIyMY JUIsl KOXKHOI OKTaBW, BUKOpucToByroum Offsets,

frequency ta amplitude. Ha xosxHiii iTepaliii HakIagaHHs OKTaBU 3MiHHI frequency
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ta amplitude macmTaOyroThes, B pe3yinbTaTi 3MiHIOIOYH BIUIMB Ha KOYKEH HACTYITHUI
IIyM, 3a IOIIOMOI'OK0 3MiH _persistence ta _lacunarity.
[Ticast mBOrO 3/IMCHIOETHCS OHOBJICHHS JIOKAJIbHHX 3HAYCHb MAKCHMyM Ta

MIHIMYMY.

if(noise_height > local max_height) {local max_height noise height; }

if(noise_height < local min_height) {local min_height noise_height; }
OcTaHHIM KpPOKOM TeHepallii IyMy € HOopMali3allisi, B pe3yjibTaTi 4yoro BCl
€JIEMEHTH MacHuBY MpHUIMYTh 3HadeHHs Big 0 o 1.

for ( X = @; X < noise_heights.GetLength(0); x++) {
for ( y = 0; y < noise_heights.GetLength(1); y++) {
if(normalize mode == NormalizeMode.LlLocal) {
noise_heights[x, y] = Mathf.InverselLerp(local min_height,
local max_height, noise heights[x, y]);

}else if(normalize mode == NormalizeMode.Global) {
normalized height = (noise_heights[x,y] + 1) / (2f *
max_possible height / 1.75f);
noise heights[x, y] = Mathf.Clamp(normalized height, 9,

.MaxValue);

B nokanbHii  HOpMamizaimii BHKOPUCTOBYEThCA  BOyIOoBaHAa  (DYHKIIIS
Mathf.InverselLerp, sika moBeprae 3naueHHs Bix 0 mo 1. BoHa pospaxoBye, sk
MOTOYHA BUCOTA JICKUTh MK MiHIMAJIbBHUM Ta MaKCUMaJIbHUM 3HAYEHHSIM.

ITin yac rJ100aJIbHOT HOpMaJTi3aiii BUKOPHUCTOBY€ETHCS 3MiHHA
max_possible_height. Bona € 3aBxau 0JHaKOBOIO, 110 € TyXKE KOPUCHUM Y BUITAJIKY
HEOOX1THOCTI OTPUMAaHH1 y3TO/[KEHOCT1 MK PI3HUMHU YaCTUHAMU (YaHKaMU BiJl aHTJL.
chunk) HeckiHUYEHHOTO CBITY.

B kiHIi QyHKIIA TOBEpPTaE CTBOPEHY Maly BHCOT JJIA MOAAIBIIOT 00pOOKH Ta

CTBOPEHHS TPUBUMIPHOTO JTaHAIIA]TY.

return noise_heights;

PesynbTaT poOOTH peai3oBaHOrO aITOPUTMY 3 mapameTpamu Size: 512, scale:
100, seed: 10, persistence: 0.5, lacunarity: 2, octaves: 1, 3, 6 300paxkeHO Ha

pucyHky 2.1.
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Puc. 2.1. Pe3yabTar poGoTu anroputmy reHepaiii ppakTaabHOroO HIyMmy

Sk MokHa GayuTH, 13 30UIBIICHHSIM KiJIBKOCTI OKTaB 301JIBIITYETHCS KIJTBKICTh
JIeTaje, mpoTe CIIiJl CKa3aTH, 0 Ha IEBHOMY MOMEHTI, MPUOJIU3HO MICHs 5-6 OKTaBH,
3MIHY KUIBKOCTI A€Tajled MOMITUTH MaiyKe€ HEMOKJIMBO, 0COOJMBO HA MaJ€HbKOMY
MaciTaoi.

[lle omHMM MOMYISPHUM Ta KOPUCHUM IIYMOM € miyM BopoHoro, sxuii me
TaKO» BUKOPUCTOBYETHCS JJIsi TeHepallii Tak 3BaHuX aiarpam Boponoro. Ile minxis,
SKUM 0a3yeThCsl Ha BU3HAUCHHI MIKCEII0 3aJeKHO BiJ MOro OIM3BKOCTI J0 HabOpy
TOYOK, 110 OYyJI0 MONEPEIHBO PO3TAIIOBAHI HA MOJOTHI BUMAJAKOBUM YMHOM. BiacHa
IMIUIEMEHTAITIS CKIAAAETHCS 3 TPHOX JOBOJII MPOCTUX (DYHKITIH.

CrtBopenHs myMmy Boponoro nounnaeThes 3 Bukianky GenerateHeights.

[,] GenerateHeights( _size, _pointCount, seed,
random = ) {

if(random == ) {
Random.InitState(seed);

[,] heights [ size, size];
Vector2[] points = GeneratePoints(random, pointCount, size);

for ( X = 0; x < _size; x++) {
for ( y = 0; y < size; y++) {
heights[x, y] = Mathf.Pow(CalculateHeight(x, y, points, _size),

}

return heights;

Jlanuii MeTo OTpUMy€ HACTYMHHUM HAOIp BX1AHUX MapaMeTpiB:
— _Size: mpejcTaBIisie MIUPUHY Ta BUCOTY MOJIOTHA, HA SIKOMY Oy/1e 311HCHIOBATUCS

CTBOPCHHS TOYOK Ta pO3pPaxXyHOK BUCOT,
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— _pointCount: Bu3Ha4ae KiTbKICTh TOYOK, 200 «CAWUTIBY», sIKi Oy IyTh PO3MIIllEHHI
Ha MoJjOoTHI. BoHu OyayTh BifirpaBaTd posib Tak 3BaHUX IIEHTPIB PETIOHIB
Boponoro, Ta ciyxutu (OKYCHUMH 00JIaCTSMU, SIKi BU3BHAYATUMYTh CTPYKTYPY
Iymys,
— Ilapametpu seed ta random: BU3Ha4alOTh IOYATKOBE 3HAYCHHS JIsl TEHEPaTOpa
BUIIA/IKOBUX YHCEJ T4 YA BUKOPUCTOBYBATH HOTO;
[lepmr 3a Bce BiAOyBaeThCs iHILIAI3allig T€HEpaTOpa BUIAKOBUX 3HAYCHbD,
SIKIIIO BKA3aHO, Ta OTOJIONIY€ETHCS ABOBUMIipHHIA MacuB heights 3 posmipamu _size. Jlns
PO3paxyHKy 3Hau€HHs BUCOTH MOTPIOHO CTBOPHUTH BHU3HAYEHY KUIBKICTh TOYOK. Lle

BinOyBaeTbes B Metoai GeneratePoints.

private static Vector2[] GeneratePoints(int _pointCount, float _size) {
Vector2[] points = new Vector2[_ pointCount];
for (int i = @; i < _pointCount; i++) {
points[i] = new Vector2(Random.Range(@, _size), Random.Range(9o,

_size));

}

return points;

B mifi yacTuHi Kooy BIIOYBA€ThCS CTBOPEHHS Ta IHIIiami3allisi MacuBY
JBOBUMIPHHX BEKTOPIB POINtS B aianma3zoni koopauHat [0, Size].

OTpuMaBmu 1HQOpMAIlII0 TPO TOUYKKM Ta I1X PO3MIIICHHS Ha TOJOTHI,
pPO3paxoOBYIOThCS 3HAYEHHS BHCOT 3a gomomororo wmeroxy CalculateHeights.
OTpuMaHe 3HaYeHHSI M1AHOCUMO JI0 CTETICHIO 311 301IbIIIEHHS HOTO0 SICKPABOCTI.

private static float CalculateHeight(int x, int y, Vector2[] points, int _size)
{
float minDistance = float.MaxValue;
foreach (var point in points) {
float distance = Vector2.Distance(new Vector2(x, y), point);

if (distance < minDistance) {
minDistance = distance;

}

return minDistance / _size;

JJis K0’KHOT KOMIpKH (X, Y) 3HAXOAMThCS MiHIMallbHA BiJICTaHb J0 OYyIb SKOi
Touku Boponoro, crBopenux B metoii GeneratePoints. ITicis mporo BimOyBaeThCs

HOpMaJTi3allisi BUCOTH 3a JOIOMOIO0 JiIeHHs 3HaijeHoi Bigcrani minDistance na
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po3mip nojiotHa _Size. Is omepariist 3ade3mneuye, 1o 3HAYCHHS JIKUTH B Tiama30Hi Bij
0 no 1.

B3arani nanuii anroput™ Haiikpartie cede BijoOpakae B reHepallii mpore ypHux
TekcTyp. st CTBOpEHHS )X TPUBUMIPHUX JIaHIIIA(TIB BiH MOXKe OyTH BUKOPUCTAHHIMA
JIMIIIE SIK JTOTIOMIXXHHM, TOJAl04H IiKaBi MATEPHU J0 3arajibHOT KapTUHH.

[Hmmii noBoii Bimommid amroputM, Diamond-Square, € kopucHuUM IS
reHepamii Mamy BHCOT Il TPUBUMIPHHX JaHAIMIA(TIB 3 IUUTIO JOCATHEHHS
HaTYpaJIbHOTO, IEPEBAXHO TipChKOTO, BUTIIALY. B maHiit peamizamii MeTon, o
BU3HUBAETHCSI, OTPUMYE Ha BX1Jl O YOTUPHOX BXITHUX MApPaAMETPiB.

— _Size: BU3HAYa€ po3Mip MOJOTHA B OJTHOMY BUMIpi, TOOTO mepeadayaeThes, Mo
MOJIOTHO € KBaApaTHUM. [[J1s1 KOPEeKTHOT poOOTH aNTrOpUTMY 1€ 3HAUCHHS Mae
ciigyBatu npaBuwity 2™ + 1, 1e N — Oyab-sike HaTypalibHE YUCIIO;

— _roughness: KOHTpOJIIOE PiBeHb BUIAJKOBOCTI, SIKA JIOJAEThCS O 3HAYCHD
BUCOT ITiJ1 Yac reHepaiiii. Buiie 3HaueHHs JaHOTO MapaMeTpy NpU3BOAUTUME JI0
OLIBII PI3KUX peIbedIB, KOTU HUKYE — JI0 TUTABHIIINX;

— seed: BUKOPHCTOBYETHCS IS 1HiIliaIi3allii FeHepaTopa BUMAAKOBUX YHCEIT;

— random: skio gopiBHIOE true, TO aJrOpUTM KOXKHOI'O pa3y IeHepye pi3HHi

nmanaadT, Ta BAKOPUCTOBYE 3a3HaucHui seed, sikio false.

public static float[,] GenerateHeights(int _size, float _roughness, int seed,
bool random = true) {
if(IsPowerOfTwo( size-1) == false) {

Debug.LogWarning($" size-1 is not power of 2: {_size-1}");
return null;

[lepm 3a Bce BaXJIMBO NEPEBIPUTH YW 3HAYEHHS PO3MIPY CIIJIyE BHUILE
3a3HaYeHOMY MpaBuiy. BoHO icHye s 3a0e3n€4YeHHS MOXJIMBOCTI KOPEKTHOIO
JIIJIEHHS [IOJIOTHA HA JBa.

3araneHuit anroputMm Diamond-Square mokHa 6a4uTH Ha PUCYHKY 2.2,
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IHiLianizauia KyTs
BUNAJKOBAMM
IHAYOHHAMM

Kpox Ginsise 12

Y

3rnagpKysasHa 1a
HOpManisauin Kpox Diamond
AHA%aHL
Kpox Square

v

3MEHLIEeHHA KpoKky
y 2 paan

Puc. 2.2. 3aranpauii anroput™ Diamond-Square

[ToTiM 3MIACHIOETHCS OYATKOBA 1HII{IAT13a1[is BAXKJIMBAX 3MIHHUX.

[,] heights = [ size, size];
edge = size - 1;

if(random == ) |
Random.InitState(seed);

heights[@, @] = Random.Range(0f, 1f);
heights[©, edge] = Random.Range(of, 1f);
heights[edge, @] = Random.Range(0f, 1f);
heights[edge, edge] = Random.Range(@f, 1f);

stepSize = edge;
scale = roughness;

Oromnomryetscs Mara BucoT heights i3 3a3nauenumu po3mipamu Bumipis. Koken
€JIEMEHT MaTpHIIl BIAMOBIAA€ 3a 3HAYCHHS] BUCOTH MIKCENSI 3 TJaHUMH KOOPIUHATaAMH
Ha II0JIOTHI.

[HiIiI0I0ThCS 3HAYEHHS YOTUPBOX KYTiB MOJOTHA BUIAAKOBUMH 3HAYEHHAMH. 1X

MOKHA Ha3BaTH (PyHIaMEHTOM JaHIMAPTY Ta SKOPSIMH aJITOPUTMY.
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3minHI StepSize Ta scale KOHTPOOIOTH Po3Mip KPOKY KOXKHOI iTeparii Ta
KIJIbKICTh BUTIAIKOBOCTI, SIKa JIOMAETHCS IO BUCOTH. 3Ha4YCHHs SCale minuThes Ha 1Ba
KOXKHY iTeparliro, o0 3MEHITYBAaTH BIUIMB BHUIAJIKOBOTO 3HAUCHHS 13 3MCHIICHHIM
Macmraoy.

AJITOPUTM TIpaAIFOe TOTH, JOKH PO3MIpP BIJCTaHI J0 CYCiTHBOTO KyTa, KBaJpaTy
a60 JiaMaHTa, JOPiBHIOE Ginblne oAMHMIH. Moro poGoTy MOXHA MOAITMTH Ha JBa
Benukux kpoku (Diamond Ta Square), koskeH 3 SKHX BIJIIOBiJae 3a iHIIiai3aIlio
BUCOT B CBOEMY Jliama3oHi. [HKOJM iX HA3WBAIOTh HABIAKH, MPOTE CaM MOPSI0K
oriepalliii He 3MiHIOEThCS.

Kpok Diamond:

while (stepSize > 1)
{

for ( ; edge; x += stepSize)
{
for ( ; Y < edge; y += stepSize)
{
(heights[x, y] +
heights[x + stepSize, y] +
heights[x, y + stepSize] +
heights[x + stepSize, y + stepSize]) * 0.25f,;
heights[x + stepSize / 2, y + stepSize / 2] = avg +
Random.Range(-scale, scale);

}

ITig wac kpoky Diamond anropuTM BUpaxOBY€ IEHTPAIbHY TOYKY KOMHOTO
KBa/IpaTy BU3HAYEHOT0 YOTHUpMa KyTamu. CIiouaTKy 3aluCyeThCs CepeIHE 3SHAUCHHS B
3MIHHY av{, HicJIg 90ro J0 Hel J0JIa€ThCS BHUITAIKOBE 3HAYCHHS B Jiamna3oHi [-scale,
scale] Ta oapasy npusHava€eThCs €IEMEHTY MacuBy. BHIaKkoBe 3HaYCHHSI BHOCUTh 10
naHAmadTy MEBHUN pIBEHb Bapiallii, IMITYIOUM MPUPOJHI HEPIBHOCTI pebedy.
3reHepoBaHe 3HAYEHHS Ha JAHOMY KpOILl BIUIMBAaTUME HA CYCIAHI KIITUHKH B
HACTYyMHUX KpOKax, Oyyr04UH CKJIQJHICTh 3araJIbHOI MaIld BUCOT.

Kpok Square:

for ( X = 0@; X <= edge; x += stepSize / 2)

{

for ( y = (x + stepSize / 2) % stepSize; y <= edge; y+=stepSize)
{




float avg = (heights[(x - stepSize / 2 + _size) % _size, y] +
heights[(x + stepSize / 2) % _size, y] +
heights[x, (y + stepSize / 2) % _size] +
heights[x, (y - stepSize / 2 + _size) % _size]) *

heights[x, y] = avg + Random.Range(-scale, scale);

if (x == @) heights[edge, y] = heights[x, y];
if (y == @) heights[x, edge] = heights[x, y];

}
stepSize /= 2;
scale /= 2f;

[Tin gac xkpoky Square po3paxoBYIOThCS 3HAYCHHS CEPEIHIM TOYKaM CTOPiH
KOKHOTO KBajpata cTBOpeHoro B Kkpoumi Diamond. Tak camo 3miliCHIOETHCS
BU3HAYEHHS CEPEIHBOIO 3HAUYECHHA KYTIB, /10 IKOTO JOJA€ThCS BUMAAKOBE 3HAYEHHS B
niamaszoni [-scale; scale]. KpaiitHi kIiTHHKM Ha KOpJOHAX MATPHUIl TAKOXK MOXKYTh
BIJI3EPKAIIOBATH 3HAUEHHS 3 MPOTUJIEKHOTO OOKY, CTBOPIOIOUM O€3IIOBHUM €(eKT
a00 e(eKT 00TiKaHHA, IKUU MOK€ OyTH KOPUCHUM JJisi CTBOPEHHSI HECKIHYEHHOIrO
naHamadry.

[Ticst 3aI0BHEHHS 3HAUYEHHSAMU BCIX €JIEMEHTIB MalK BUCOT CJIiJl BUKOHATH 111€
JCKiJIbKa KOpPHCHUX oreparii. [Homi pesynprar Diamond-Square moske BUTIISIATH
3aHAATO PI3KUM, JUIsI LBOTO 3JIACHIOETHCS JOJATKOBUI eTam 3riaJKyBaHHS Ta
HOpMaJli3alisi 3HadeHb. B KiHII (YHKIIT MOBEPTAETHCA TOTOBA Mara BUCOT JUIs
MOIAJTBITII0T 0OPOOKH.

SmoothHeights (heights);

NormalizeHeights (heights);
return heights;

Hactynnuit anroput™, npo sikuii mije MmoBa, DLA, kapauHanbHO BIIPI3HIETHCS
Bix Diamond-Square, VVoronoi abo mymy Ilepnina, amke DLA 30cepemkyeTrbes Ha
CUMYJIAIIIT TOCTYIIOBOTO HAPOITyBaHHS CTPYKTYPH IUISIXOM JIOJaBaHHS YaCTUHOK, SIKi
MPSMYIOTh JI0 IIEHTPATIBLHOTO MIKCENs Ta MPUEIHYIOTHCS A0 KIacTepy MpU 3ITKHEHHI.
Takuit miaxig 103BOJISIE CTBOPIOBATH MEHII 3IIa/KEHI Ta 3HaYHO O1IbIIT BUIAIKOBI
CTpYKTypH. Tak ik alropuT™M 0a3yeThCsl HA BUMAIKOBOMY PYCl YACTHUHKH IO TOJIOTHI
JIOTIOKM BOHA HE 3ITKHETHCSI 3 1HIIOI0, HAa BEJIMKUX PO3MIpax Ied MpoIec MOXKe

3abupatu ayxe 6arato yacy. [neabHUM PIIIEHHSM, SIK MIHIMYM IOM SIKIIIEHHSIM, ITi€1
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npo0OsieMu € i7esi 30UTBIICHHS MOJIOTHA, TMOYMHAIOYHM 3 MaJNoro. Amxe WMOBIPHICTD
TOTO, IO YAaCTHHKA 3ITKHETHhCS 3 LEHTPAIbHOIO Ha po3Mipi mojotHa 12x12 3HauHO
OlbIIa, HIXK 0JIpa3y Ha po3Mipi 256x256.

Kitac DLA micTuTh IB1 BaXKJIWBI CTATUYHI 3MIHHI:

UPSCALE_FACTOR = 2;
step = 1,

Koncranta UPSCALE_FACTOR Bu3nauae, Hackinbku Oyjie 30UIbIIYBATHCh
MOJIOTHO, @ 3MiHHA SteP — CKUIBKH pa3iB BOHO OyJi0 BKe 30UIbLICHO, MOYMHAIOUHN 3
OJIMHUII, TOOTO MICJISI OJTHOrO0 MacliTaOyBaHHsS BOHa Oyje MpuiMaTH 3HAYCHHS 2.
AJNTOpUTM NOYMHAETHCA 3 BU30BY MeTony RUNDLA.

[,] RunDLA( start_size, upscale_ count)
— 3wmiHHa Start_size BU3HauYa€e MOYATKOBHH PO3MIp MOJIOTHA.
— ITapamerp upscale_count BuzHavae KiIbKICTh MMOTPIOHUX 30UIBIIICHD ITOJIOTHA.
3aranpHuit anroput™ (puc. 2.3) MOXHA OMHMCATH HACTYMHMM YHWHOM: ITiCJIS
Himami3amii IOoJOTHAa Ta TIOYAaTKOBOTO JIOJIaBaHHS IIKCENiB  BiJIOYBa€ThCS
MaciTaOyBaHHs TEKCTypH. [1icis 11b0T0 31HCHIOETHCA MacllITa0yBaHHS Ta TOJaBaHHS
MIKCENB TaKy KUIBKICTh IIOBTOPIB, CKUIBKM OyJIO OTOJIOIIEHO IapaMeTpoM

upscale_count. B kiHIli TEKCTypa MPOXOIUTH 3IJIaKYBaHHS Ta HOPMaJTi3allif0 BUCOT.

MILAND3LIR KyTIR
OANAKOM
IHAYEHHAMM

Kpox Ginmive 17

I nanwyBaHeER 1a
HopManzauiR Kpox Diamond

JHAEHL

Kpox Square

v

JNaHIBEHHR POXY
y 2 pam

N e

-

Puc. 2.3. 3aranpauit anroputm pobotu DLA
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Ha mouarky ¢yHkmii BimOyBaeThbcsl iHIIami3allis BaXKJIWBHX 3MIHHHUX, SKa

CKJIIAJa€EThCA 3 OI'OJIOIICHHSA IICBHOT'O Ha60py 3MIHHHX.

grid = Pixel[start_size, start_size];
image [start_size*start_size];
pixels = List<Pixel>();

Vector2Int start_pos = Vector2Int(start size / 2, start_size / 2);

mainPixel = Pixel(start_pos, , Pixel.PixelType.MAIN);
grid[start_pos.x, start_pos.y] = mainPixel;

pixels.Add(mainPixel);

OCHOBHMMH CTPYKTypaMH JaHUX, 3 SKHUMH BiJIOyBa€ThCs OCHOBHA YacTHHA
poboTH, €:
— JIBoBumipHuii MacuB 00’ekTiB Pixel grid, skwuii Bigmnosigae 3a 30epeXeHHS Ta
Bi3yasrizallis MiKcesIiB Ha MOJIOTHI;
— JIBoBumipHuii macuB Tumy float image, sikuii Bimirpae posb Mamnu BHCOT, a00, B
JaHOMY BHUIAJIKY, TCKCTYPH,
— Cnucok o6’extiB tuny Pixel pixels, skuii 30epirae mani mpo Bci miKcesni Ha
TIOJIOTHI Ta iX 3B’SI3KH OJIMH 3 OJHHM;
Jly’)xe BaXJIMBUM KpPOKOM IIiJl 4Yac IHIMIai3alli € po3MILIEHHS MOYaTKOBOIO
miKcels B IEHTPl TMOJOTHA, JO SAKOro OyayTh NpHUENHYyBaTtucs HacTtymHi. s

30epeKeHHs 3B’ s3KIB 0YyJI0 CTBOPEHO BHIIe 3rafgaHuii kiac Pixel (puc. 2.4).

< <enumeration>>

PixelType Pixel |

PixelType type

New Vector2Int position

Mid Pixel parent
old List<Pixel= children
Last float value

MAIN

Puc. 2.4. Ctpykrypa kiacy Pixel
Bin MicTuTh 1HpOpMALLitO PO CBIM TUM (BUKOPUCTAHUH JUIs Bi3yaslizallii poOoTH
ITOPUTMY ), KOOPJMHATH CBOTO PO3MIIICHHSI Ha TIOJIOTH1, TOCHJIAHHS Ha 0aThKIBCHKUN
€IIEMEHT, JI0 SIKOT0 OyB NMPUETHAHUH, CIIMCOK IHIIUX YACTHHOK, SIKI TIPHETHAIUCH JI0
HbOTO, Ta 3HaueHHs Tuy float, sike 30epirae fioro BigcTaHb 10 HEHTPATBHOTO MIKCEI,

MOYMHAIOYH 3 1, 0 € 3HAYEHHSIM KpalHIX YaCTHUHOK.
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[Ticnst orosorieHHs BC1X HEOOX1IHUX MapaMeTpiB B110YBA€ThCS OCHOBHUM LIUKII
ATOPUTMY, B SIKOMY 3I1MCHIOETHCS MacIuTaOyBaHHS Ta JOAABaHHS IIKCENiB Ha

ITOJIOTHO.

AddPixels(PixelsPerStep(9));
UpscaleTexture();

for ( step = @; step < upscale count; step++) {

UpscaleGrid();
AddPixels(PixelsPerStep(step+l));
UpscaleTexture();

Komu Oyno BUKOHAHO BCi omeparlii HajJ MIKCEISIMH MOJOTHA, KIHIIEBY MaIy
BUCOT IMage HeoOXiTHO MPOBECTH Yepe3 JOAATKOBHIA (hIHAIBHUH eTarl 3riiaKyBaHHS
3a goromororo meroay GaussBlur, B skoMmy Oyio pearizoBaHo po3MuTTs 10 ['aycy, Ta
MEPEeBECTH ii B JBOBUMIPHUAN BUTIIA JJISl 3pYUYHIIIIONO BUKOPUCTAHHS B MTOIAJIBIIOMY.

image = GaussBlur(image, size);

[,] matrix = [size, size];
for ( i=0; i< size; i++) {
for ( j =0; j < size; j++) {
matrix[i, j] = image[i * size + j];

Tak sK 3aBXId € WMOBIPHICTh, IO 3HAYCHHS MOXYTh BHXOJWTH 3
miamazony [0;1], mepen moBepHEHHSIM 3r¢HEPOBAHOT MaIK Bi0yBa€THCS HOpMAaTi3alis
11 BUCOT.

for( i 0; i < matrix.GetLength(@); i++) {

for( j = 0; j < matrix.GetLength(1); j++) {
matrix[i,j] = Mathf.InverseLerp(min, max, matrix[i,j]);

}

return matrix;

Sk moxxna Oyno nomitutu, AddPixels(), UpscaleGrid() ta UpscaleTexture() e

y’Ke BaXJIMBUMH METOJAaMU B JIaHIM iMIUIeMeHTallii anroputmy DLA.
Meton oTpuMy€e KUTBKICTh MIKCENIB, Ky MOTPIOHO JOMATH JI0 TOJIOTHA, K

rapamMeTp amount.

AddPixels ( amount=1) {
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for( i =0; i < amount; i++) {
randomPos= Vector2Int(Random.Range(@,width),Random.Range(0,height));
while(grid[randomPos.x, randomPos.y] != ) {

randomPos= Vector2Int(Random.Range(0@,width),Random.Range(0,height));
}

MovePixelToConnection(randomPos);

3asIeXHO BiJI pO3MIpPiB MOJIOTHA 3/IIMCHIOETHCS BUTIAIKOBA FeHepallisi KoopAuHaT
B miaraszoni [0; width) ta [0, height) mo Tux mip, moku He Oyae 3HAWICHO KIITHHKY,
Ha SIKiH HE PO3MIIIEHO IMiKCedb, TOOTO A0 MOMEHTY, Kouu (rid 3 OoTpuMaHMMH
KoopauHaTamu Oyzae popiBHioBaTH NUll. Koopaunatu po3mipy 30epiratoTbesi sIK THIT
nanux Vector2Int, mo 30epirae aBa 3Ha4eHHS TUITY INt.

CumyJisiiio pyxy 4acTUHKHU peanizoBaHo B Metozai MovePixelToConnection.

MovePixelToConnection(Vector2Int pos) {

Bin oTpumye onuWH BXiIHUN TapamMeTp, SKUH BHU3HA4Ya€ KOOPAHMHATH
BUIQJIKOBOTO po3MimeHoro mikcedst B Metoai AddPixels. Ilicns 30epekeHHs po3mipy
CTOPOHHM IIOJIOTHA B 3MIHHY SiZ€ OCHOBHOI dYacTHHOIO € mtuki While, B skomy
BiZIOyBA€THCS pyX YaCTHHKH I10 MACHUBY.

size = grid.GetLength(0);
while (grid[pos.x, pos.y]
{
foreach( offset in offsets) {
if(pos.x + offset.x > @ & pos.x + offset.x < size-1 && pos.y +
offset.y > @ & pos.y + offset.y < size-1) {
if(grid[pos.x + offset.x, pos.y + offset.y] != ) {

Pixel parent = grid[pos.x + offset.x, pos.y + offset.y];

Pixel new_pixel = Pixel(pos, parent, Pixel.PixelType.New);
pixels.Add(new_pixel);

grid[pos.x, pos.y] = new_pixel;

break;

JIOTIOKH TIOTOYHHH €IEMEHT MacuBy € myctuM, To0To Null, anroput™m BukoHye
3MiHY 3HaY€HHS HOTO0 KOOPIMHAT 3a AOMOMOIOI0 J0JaBaHHSAM 10 HHUX BHIIaJKOBOIO
eneMeHTy MacuBy Offsets, skwii 30epirac dotupu enemeHTH Tmy Vector2int i3
snavyennsamu (0, 1), (1, 0), (0,-1), Ta (-1,0).

if(grid[pos.x, pos.y] == ) {
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+= offsets[Random.Range(0, 4)];

Mathf.Clamp(pos.x, @, size-1);

Mathf.Clamp(pos.y, @, size-1);

Mertop npaliroe MOKU YacTUHKY He OyJie po3TamioBaHo OIS 1HIIOI. SIKIIo 611
HEl € eJIEMEHT, 110 He jJopiBHIOE NUll, BBaskaeMo 10 BoHa 3HaMIIIa 001 OaThKIBCHKHIMA
mikcesb. B TakoMy BUIaaKy CTBOPIOEMO HOBHIA efeMeHT Tumy Pixel ta mogaemo ioro
B criucok pixels ra macus grid.

B pesynbpTaTi movyatkoBoi iHiIiamizamii MOJTOTHO MOXE BUTJISIIATH HACTYITHUM

qrHOM (pHc. 2.5):

Puc. 2.5. Bizyaunizaiiis mo4aTKOBOTO BUTJISTY TOJIOTHA
JKOBTHM KOJBOPOM MO3HAYEHO IEHTPaIbHUM, MOYATKOBUM MIKCENb, CUHIM —
TMiKcel, o OyJd 10JlaHl Ha JaHOMY eTarl MaciTadyBaHHs, CIpUM — KpailH1 MiKcedl,
AK1 OyJIM 1I0JJaHl OCTAHHIMU Ta HE MAIOTh OY/b-SKMX JOUIPHIX €JIEMEHTIB.
[Ticnst qomaBaHHA MIKCENTIB Ha MOJOTHO BIIOYBAETHCS MOro MaciiTaOyBaHHS 3a
nonomoroto meroxy UpscaleGrid.

UpscaleGrid() {
oldSize = grid.GetLength(0);
newSize = oldSize * UPSCALE_FACTOR;
grid = Pixel[newSize, newSize];
CreateConnections(mainPixel);
foreach( pixel in pixels) {

grid[pixel.position.x, pixel.position.y] = pixel;

B 3minnHy Qgrid orosonryeTbcsi HOBUH MAacuB 3 OHOBJICHUMH pO3MipamMH Ta

BiIOYBAa€ThCS ~ CTBOPEHHS  Ta  peAaryBaHHS  HOBHUX  3B’SI3KIB  METOJOM
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CreateConnections, sikuii OTpUMYy€ ITOCHJIAHHS Ha TOJOBHHMH IIiKCeIh, IO OYyB
CTBOPEHUM Ta PO3MIIICHUN MiJ Yac MOYaTKOBOI IHImiamizamii. Ixnes momsrae B

PEKYPCUBHOMY MPOXOKEHHI 0 IOUIPHIX €JIeMEHTax, CTBOPIOIOYHM HOB1 MI>K HUMH.

CreateConnections(Pixel pixel) {

Pixel[] children = pixel.children.ToArray();

pixel.children.Clear();

[leprm 3a Bce o4vipHi eeMeHTH 30epiraroTbes B THM4acoBoMy Macwusi children,
a X crmucoK B 00°ekTi pixel ounnnyerbes, o0 HOro MokHa 0yJ10 3aIIOBHUTH ITi3HIIIIE
HOBUMH. [licist 11boro BiI0YBa€THCS MPOXOHKEHHS MO BCIM JIOUIPHIM €JIEeMEHTaM, JIe
CTBOPIOETHCS HOBUH ex3eMIutsap THIy Pixel 3 koopauHaramu, mo 0y yTh JOPiBHIOBATH
CeperHI Ha MPOMIKKY BiJl 0aTbKIBCHKOTO JI0 JOUIPHBOTO €JIEMEHTY.

foreach(Pixel child in children) {
Vector2Int connecter_pos=pixel.position*UPSCALE FACTOR+(child.position-
pixel.position);
Pixel connecter = Pixel(connecter pos, pixel, Pixel.PixelType.Mid);

pixels.Add(connecter);

B nanomy Bumaaky BiH 30epiraeTbcs B 3MiHHI CONNECtEr, 1110 MOXKHA 3p03yMITH
AK «3’€THyBau».

Tak Ik YACTMHKU NMPUEAHYIOTHCS ITHOPYIOUM J1arOHAJIbHE PO3MILICHHS OJUH
OJIHOTO, BOHM OyIyTh BUIJIANATH 3aHAATO PIBHUMH, K€ 3 €IHAHHS B TaKOMY

BUIAJIKy MOX€e OYTH JIMIIIE TOPU30HTAIILHE Ta BEpTUKAIbHE (puc. 2.6).

Puc. 2.6. Bizyanizauis nonoTHa miciisi MaciiTadyBaHHS 13 30€peKeHHSIM 3B’ sI3KiB 0€3
BUIIAJKOBOTO BiIXUJICHHS
JI1st togaBaHHs YHIKAIbHOCTI CIIIJT IPUIATH CEPEIHBOMY €JIEMEHTY 3’ €IHyBauy
neBHe BiaxuieHHs (puc. 2.7).

Vector2Int ortho = child.position - pixel.position;
ortho = Vector2Int(ortho.y, ortho.x);

if(ortho.x !'= @)




ortho.x = ortho.x / Mathf.Abs(ortho.x);
if(ortho.y !'= 0)
ortho.y = ortho.y / Mathf.Abs(ortho.y);

ran = Random.Range(0, 11);
if(ran >= 9) connecter.position += ortho;
else if(ran >= 7) connecter.position -= ortho;

JIJis IbOTO CIIOYATKy BHPAXOBYETHCS BEKTOP BiJ OaThKIBCHKOTO €IEMEHTa JI0
JOYIPHBOTO, Ta TMEPECTaBISIOTHCA 3HAUEHHS X Ta Y, II0 B pPe3yibTaTi CTBOPHUTH
NepIeHINKYIApHUN BekTop. s 3a0e3medeHHs Toro, o 3Ha4eHHs MepeOyBalTh B
mianasoni [-1; 1], koopauWHATH AUIMTBCS HA CBiM MOIyJb 3HadeHHsS. [loTiM 3
HMOBIpHICTIO 4 3 10 BIAXUIICHHS 3aCTOCOBYETHCS 10 MIKCES.

child.parent = connecter;
connecter.children.Add(child);
CreateConnections(child);

}

pixel.type = Pixel.PixelType.0ld;

pixel.position *= UPSCALE_FACTOR;

[Ticns momaBaHHS BIAXWICHHS €JIEMEHT-3’€IHYBAau TMPU3HAYAETHCA  SIK
0aTBKIBCBKUM JI0 MOTOYHOTO JOYIPHBOTO, Ta SK JOYIPHIM JI0 TKcens, mo OyB
HaJIICIaHWK B METOJ SK BXITHUN mapameTp. B KiHIII 3HOBY BH3MBA€ETHCS METO/I
CreateConnection, ajie poro pasy TyId HaJCHJIAETHCS MOTOYHHUN JTOYIPHIN €JIEMEHT.
Takum yrHOM Oy/€e OMpaIbOBaHO BCi €IEMEHTH CIMCKY PiXels ta oHOBICHO MacuB
grid (muB. puc. 2.6).

UepBOHUM KOJIBOPOM 300pa)KeHO CTapl MIKCeNi, 1Mo Oyau TEepeHeceHl Mpu

MaciTaOyBaHHI1 Ha HOBE MiCIIE, PO’KEBUM — MIKCENi-3’ € IHYyBaui.

Puc. 2.7. Bigyanizaiiisi pe3yJibTary orneparii MacitradyBaHHs MOJIOTHA 3

BUIAJIKOBUMH BIAXWICHHIM
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Jlyis HaTypasbHOTO, Ta 3arajoM Kpaioro, BUTJSAY BHUCOTH KpPaWHIX MIKCEIB
MarTh OYTH MiIHIMAJbHUMH, @ BUCOTH IIEHTPAIbHUX, SIKI OyJIM JIOJaHl Ha TEPIINX
1Teparlisx, MaroTh OyTH MakCcUMaibHI. B maHiit peanizaiiii BU3HAYEHHS BUCOT ITIKCEIIIB
3niricHIoeThes B Tt MeToy CalculateValues.

CalculateValues() {
foreach( pixel in pixels) {
if(pixel.children.Count == @) {
value = 1;

pixel.type = Pixel.PixelType.lLast;

pixel.value = value;

Pixel parent = pixel.parent;

while(parent != ) {
value++;
parent.value = value;
parent = parent.parent;

Crmcok pixels € crarmyHuM, TOMY METOJ IO 3aMOBYYBAaHHIO Ma€ Ha HHOTO
MMOCHJIAHHS.

Tak sk KOKEH MIKCENIbh Ma€ JIMIIEC OJUH OaThbKIBCHKHM, aJTOPUTM IIOJISATAE B
3HaXOJ[P)KEHH1 KOKHOT'O KIHI[EBOTO €JIEMEHTY, TOOTO TaKOro, B SIKOTO HEMA€E *OJHOTO
JTOYipHROr0o. BH3HAUCGHHS BHUCOT IMKCEIIB BIIOYBAE€ThCS INiJT Yac MPOXOJKEHHS BiJl
TaKUi KIHIIEBUX EJIEMEHTIB JI0 IIEHTPaJIbHOTO, BUKOPUCTOBYIOUHM IS IIOTO ITOJIE
parent, Ha KOXHOMY KpoOIll 30UIbIIYIOYM BHUCOTY HacTynHoro Ha 1. Pesymbrar

BHU3HAYCHHS BUCOT MOXHA OAUUTH HA PUCYHKY 2.8.
e ——ee—

Puc. 2.8. Bisyanizaris BUCOT mikcemiB micis Bukiauky meroay CalculateValues
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[Ticnst koxkHOTO MaciITaOyBaHHS MOJOTHA Ta AOJaBaHH MIKCEINiB BiI0yBaeThCA
MacmTaOyBaHHA —TEKCTYpH, I dYac SKOrO0 BOHO TakK0X PO3MHUBAETHCH,
BUKOPUCTOBYIOUM po3MUTTA l'aycca. lle mommpeHuii MeTon 3riajKyBaHHS, SKHA
BUKOPHUCTOBYETbCS B 00poOIll 300pakeHb AJii 3MEHIICHHS ILIyMy Ta BUIUICHHS
BaXJTUBUX JeTaneil. OCHOBOIO I[bOT0 MeToAY € I'ayccoBe po3noaiieHHs (HOpMaIbHUMA
po3noain) — ¢yHKIiSA, MO Mae (GopMy A3BOHA Ta XapaKTEPHU3YEThCS CEPEIHIM
3HAYEHHSIM 1 CTaHAApTHUM BIAXWICHHSIM. Pe3ympraT #ioro poOOTH 3 BXITHUMH

napamerpamu Start size=12, upscale _count=5 mosxHa 0auuTi Ha pUCYHKY 2.9.

Puc. 2.9. ITooTHO 13 3B’ sI3KaMU MIKCEJIB

Puc. 2.10. ®inanpHa TeKCcTypa

IIle oxHUM anropUuTMOM, SKUHM BHUKOPUCTOBYE IIPUPOAHE SIBULIE IS
MOKparieHHs: ado reHeparii TpuBUMipHOTO JaHamadpty, € cumyisamis Eposii. YV

BUIIAAKY 3 JaHHUM MCTOIOM OO0 Horo pO6OTI/I AJITOPUTM BIKC Ma€ MaTHU JOCTYII 110
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3r€HEPOBaHOI Mamny BUCOT. 3arajbHUN aIrOpUTM HOTr0 poOOTH MOXKHA OayuTH Ha

pucynky 2.11.

Yu Gyno apincHeno

iHilianiaauin? IHiuianisavis

.| CtBopenHa |

Kpanni

v

BuaradenHa il

NApaMETpE 18
ANACHEHHA PYXY N0
nonoTHI

A

Kpanns Hi

PYXaETbCS Ta 3HAaX0ANTLCH
B MeXax NonoTHaz

OHoBneHHA
BUCOTU

v

OBumncneHHs
MicTKOCTi ocagy

Yun ocan
nepeBuLLYe MICTKICTh

Ta Y4 pyXaeThes
2

BiaknapgaHHa Eposist HaBkono
ocapy Kpanni

3miHa weuakocTi

P Ta KINbKOCTI BOAW [«
B Kpanni

Yn BuuepnaHo
TEPMIH XUTTS kpanni?

Yu aakiHumnacs
KINbKICTL iTepauin?

Hi

A

KiHeub

Puc. 2.11. 3aranpHuil aNropuT™M CUMYIISIIIT €po3ii
HanamryBanHs mnapaMeTpiB CUMYISIIlT € JyKe BaXJIMBUMHU B JaHId

IMILIEMEHTALI.
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seed;

8)] erosionRadius = 3;

1)] inertia = .05f;
sedimentCapacityFactor = 4;

minSedimentCapacity = .01f;
1)] erodeSpeed = .3f;

1)] depositSpeed = .3f;

1)] evaporateSpeed = .01f;
gravity = 4;

maxDropletLifetime =
initialWaterVolume = 1;

initialSpeed = 1;
Leit 010K OTOJIONIY€E 3MiHHI Ta HATAIITYBAHHS ISl ITOPUTMY €pO3ii:
— TIlapamerpu epo3sii:  erosionRadius, inertia, sedimentCapacityFactor,
erodeSpeed, depositSpeed, Toro, KOHTPOIIOIOTH OBEIIHKY €pO3ii];

[1[1 erosionBrushIndices;
[1[] erosionBrushWeights;

System.Random prng;

— erosionBrushlindices i erosionBrushWeights: 36epiratotb iHICKCH Ta Baru
JUTSL €pO31MHOIT KUCT1 (00J1aCTi BIUIMBY €po3ii);

— prng: ojs reHeparii BUaJKoBUX YKCel HA OCHOBI seed,;

— TloyaTok cHMYyJISIIIT TOYMHAETHCS 3 BUKIIMKY MeToay Erode.

Erode( [1 map, mapSize, numIterations=1, resetSeed=

Initialize (mapSize, resetSeed);
for ( iteration = ©@; iteration < numIterations; iteration++) {

posX = prng.Next (@, mapSize - 1);

posY = prng.Next (@, mapSize - 1);
dirX = 0;

dirY = 0;

speed = initialSpeed;

water = initialWaterVolume;

sediment = 0;

['onoBHMMHU BXITHMMH TapaMeTpaMd € camMa Mama BHCOT, Ha sKid Oyje
POBOJUTHUCS CUMYJIALIS, Ta 11 po3Mip B OJHOMY BUMIPI.

CriouaTky MpoOBOJUTHCS 1HIIIAII3ALlis, MT1]] Yac SIKOT OTOJIONIYETHCS] BUTIAIKOBUIA
reHeparop (Prng) Ha ocHOBi seed, a TaKOX BU3HAYAETHCA 00JIACTH BIUIMBY €pO3ii.
Sxmo po3mip KapTH YW paaiyc eposii 3MIHIOIOTHCS, (QYHKIS TEpepaxoBye IIi

3HAa4YCHHAI.
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[ToriM moYMHAETHCA caM MPOLEC €po3ii, CTBOPIOKOYM "Kparuio Boau" Ha
BUIMAJAKOBIM TMO3MINT KapTH. BoHa mouMHae pyxaTucs I BIUIMBOM TIpaBiTailii,

30epirarouu HaIpsIMOK, MBHUAKICTh, 00’ €M BOJU Ta KUIBKICTh OCaJy.

for ( lifetime = @; lifetime < maxDropletLifetime; lifetime++) {

nodeX = ( ) posX;
nodeY = ( ) posY;
dropletIndex = nodeY * mapSize + nodeX;

celloffsetX = posX - nodeX;
cellOoffsetY = posY - nodeY;

HeightAndGradient heightAndGradient = CalculateHeightAndGradient (map,
mapSize, posX, posY);

dirX (dirX * inertia - heightAndGradient.gradientX * (1 - inertia));
dirY = (dirY * inertia - heightAndGradient.gradientY * (1 - inertia));

len = Mathf.Sqrt (dirX * dirX + dirY * dirY);
if (len != 0) {
dirX /= len;
dirY /= len;
}
posX += dirX;

posY += dirY;

[elt uukn 0OYMCIIIOE HOBY MO3ULII0 Kparull Ha OCHOB1 HANpPSIMKY 1 TPaJl€HTY
Bucotu. Oynkuis CalculateHeightAndGradient o6urciioe BUCOTY i HAPSMOK Tedii
B 3aJIS)KHOCTI BiJl HaXwmily penbedy. HanmpsMok Kparii OHOBIIOETHCS 3 ypaxyBaHHSIM
1HepIIil, a TOTIM HOPMAaJII3y€e€ThCA. Y TaHOMY KOHTEKCTI IPaJleHT O3HAYa€e Haxui abo
IIBUJIKICTh 3MIHU BUCOTH Ha penbedi B MeBHIM Touli. BiH Mae 1B rOJI0BHI CKJIaI0BI—
gradientX i1 gradientY, ski moka3yioThb 3MiHY BHCOTH B TOPH30HTAJIbHOMY Ta
BEPTUKAIbHOMY HamlpsIMKax Ha CITIl JaHamagry.

[{i rpamieHTH BKa3ylOTh, HACKIIBKM KPYTUH HaXWI peiabedy B KOXKHOMY
HanpsMKy. YuM Oisbliie 3HaYeHHS Tpaji€eHTa, TUM CTPIMKIIINI HAXWUJI, 1 TUM HIBUALLIE
Kparuist BoAu OyJie pyXxaTucs B HAPSIMKY LIbOTO HaXMJIy; MEHIII 3HaU€HHS 03HA4al0Th
O MTOJIOTUH HAXWIL.

Kpamuist Bonu 3ynmuHS€ETHCS, SKIIO BOHA TEpecTae pyxartucs abo BUXOIUTH 3a
MeEX1 Maru.

if ((dirX == @ && dirY == @) || posX < @ || posX >= mapSize - 1 || posY < @ || posY

>= mapSize - 1) { break;}




[Torim BinOyBaeThcs oOumcieHHs 3MiHM BHcoTH Kparum (deltaHeight) Ta ii
€EMHICTB ISl epeHeceHHs1 ocaay. lle 3amexuTh BiJ MIBUAKOCTI Kparuii, KIJIbKOCTI

BOJH Ta HAXUITY HOBCpXHi.

newHeight = CalculateHeightAndGradient (map, mapSize, posX, posY).height;
deltaHeight = newHeight - heightAndGradient.height;

sedimentCapacity=Mathf.Max(-deltaHeight*speed*water*sedimentCapacityFactor,
minSedimentCapacity);

Sxmo kparuis 30epirae B cobi1 Ouble ocagy, HIXK MOXE NEPEHOCHTH, BOHA
BIJIKJIA/Ia€ YACTUHY.

if (sediment > sedimentCapacity || deltaHeight > @) {

amountToDeposit = (deltaHeight > @) ? Mathf.Min (deltaHeight, sediment) :
(sediment - sedimentCapacity) * depositSpeed;
sediment -= amountToDeposit;

[Ticns BiakiaagaHHsA BiIOYyBa€eTbCs NIOJAaBaHHS OCaay JI0 YOTHUPHOX BY3JIIB
MOTOYHOI KIITUHKH. BiIKmageHHsS HE PO3MOAUIAETHCS MO Pajiycy, sk epo3is, 1mo0
BOHO MOTIJIO 3aIIOBHUTH HEBEIUKI SIMU.

map[dropletIndex] += amountToDeposit * (1 - cellOffsetX) * (1 - cellOffsetY);
map[dropletIndex + 1] += amountToDeposit * cellOffsetX * (1 - cellOffsetY);
map[dropletIndex + mapSize] += amountToDeposit * (1 - cellOffsetX) * cellOffsetY;
map[dropletIndex + mapSize + 1] += amountToDeposit * cellOffsetX * cellOffsetY;

Skimo kparis 1me MoXke MepeHOCHUTH OUIbIIe 0caay, BOHA €pOJy€e TOBEPXHIO,
3a0uparoyu Matepial i3 CyCIIHIX KJIITHH 3a JIOTIOMOT'OK0 €PO31HHOT KUCTI.

else {

amountToErode = Mathf.Min((sedimentCapacity - sediment) * erodeSpeed,
-deltaHeight);

[[lo6 yHukHyTH apTedakTy, KOJIM epo3is pyhHye JaHamadT 3aHaATO CUIIBHO,
BimOyBaeThes (ikcarist 3HaueHHs emountToErode 3a monomororo Mathf.Min. ko
BOHO Oyjie 3aHaJTO BEJIMKHUM, BOHO mpuiime 3HadeHHs deltaHeight. ITorim mukn for
IPOXOAUTH o BCIX CYCIJIHIX BY3JIax, 30epexeHuX y
erosionBrushlndices[dropletindex]. Lli By3iu ¢popmyroTs "nieH3ens" epo3ii HaBKOJIO
Kparuii, MonepeiHbO BU3HAYEHMM y KOl JUIsl €PEeKTHBHOrO pO3MOAUTY €po3li B

3aJIaHOMY paJIiyci.

for ( brushPointIndex = @; brushPointIndex <
erosionBrushIndices[dropletIndex].Length; brushPointIndex++) {

nodeIndex = erosionBrushIndices[dropletIndex][brushPointIndex];




weighedErodeAmount =amountToErode*
erosionBrushWeights[dropletIndex][brushPointIndex];
deltaSediment = (map[nodeIndex] < weighedErodeAmount) ? map[nodeIndex] :

weighedErodeAmount;
map[nodeIndex] -= deltaSediment;
sediment += deltaSediment;

}

[le#i Onox BUKOHYEe aboO oOca/pKeHHS, ab0 epo3il0 3aJeKHO B TOTO, YU
MEePEBUINYE KUIBKICTh OCaAy MaKCHMaJIbHY MICTKICTh ocany kparum. Ilicis mporo
OHOBJIIOETHCS MIBUAKICTH Kparuli (3 ypaxyBaHHSM IpaBiTallii Ta 3MiHH BUCOTH) 1 00’ €M

BOJM (BPaXxOBYHOYH BUIIAPOBYBAHHS).

speed = Mathf.Sqrt (speed * speed + deltaHeight * gravity);

water *= (1 - evaporateSpeed);

BaxnuBumu ¢dakTopamMu TpUBAJIOCTI pOOOTH aNTOPUTMY € KIIBKICTh iTeparliit
numlterations, mpoTsarom sKux BiOyBa€eThCS TPOIEC €pO3ii, 1 TPUBAIICTH KHUTTS
KocxHOT Kparnti maxDropletLifetime , o Bu3Hayae MakcUMalbHY KiJIbKICTh 11 KPOKIB.
JlonaTkoBO, po3Mip KapTd MapSize BIIMBaE Ha 3arajbHy KUIBKICTh OOYHCIICHB,
OCKLUIBKHM KOXKEH BY30J1 MOXe OyTH 00poOeHUI KiTbKa pa3iB y Mexkax pajilycy eposii.
[TapameTpu, Taki sk iHepiis inertia, meuakicte epo3sii erodeSpeed Ta ocamxeHHS
depositSpeed, Takox BIUTMBAIOTh Ha TOBEIIHKY Kpareib, 3MYIIYIOYH AJITOPUTM

3MIMCHIOBATH O1JIBbIIIE UM MEHIIIE O0YMCIICHB 3aJIKHO BiJl IHTCHCUBHOCTI €pO31MHOTO

poIiecy.

2.2. T'enepanisi TpUBUMIPHOI ciTKM JaHIIIAPTY

Jnst  cTBOpeHHS TpUBHMIpHOTO JaHamadty Oylo peali3oBaHO  Kjac
MeshGenerator, skuii BigNOBiZae 3a TEHepallil0 CITKH, HaJAITyBaHHS BHCOT,
HopMmaJieit Tomro. Jlis 30epiranus nanoi indopmariii ctBopero kiac MeshData.

MeshData

Vector D] vertices
nt[ ] triangies

baked_rormals
Vischios 307 boeder _yes lioss
nt| | bordar triangles

nt manglelndax

nt border trianfelndex
ool ase_Nat_shading

public vuid Addvertex(]

puhiic void AddTriangla()
public vald CalzulateN
public void Bakeliorm
public void NateShaded()

puhilc ®ash Cra :raM:*.h‘L:;

Puc. 2.12. Ctpyktypa kinacy MeshData
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Bin 30epirae Bci gaHi mpo 3reHepoBaHy CITKY TpUBUMIpHOTO JaHamadry. Bona

CTBOPIOETHCH 3a Aormomororo meroay GenerateTerrainMesh kinacy MeshGenerator.

MeshData GenerateTerrainMesh( [,] heightMap,

height_multiplier, AnimationCurve _height_curve, level of_detail,
useFlatShading) {

Merton npuitMae HacTYyITHUM HaO1p BX1THUX IMapaMeTpiB:

1. JIBoBumipuuii MacuB heightMap, sikuii 30epirae 3Ha4eHHS BICOT B Jiama3oHi
[0; 1], ne KoopAMHATH €JIEMEHTY — KOOPJUHATH BHCOTU B TPHUBHMIPHOMY
nanamadTi.

2. 3nauenns height_multiplier Bu3Hauae makcuMaiabHE 3HAYCHHS BHCOTH Y
TPUBUMIPHOMY MIPOCTOPI.

3. INapamerp _height curve Hagae KOHTPOJIL HaJ BHCOTaMH, J0JIA0YU
MOXJIMBICTh 3MIHIOBaTH BHCOTY 3aJ€XKHO BiJ rpadiky, sSIKMil BIANOBITA€E 3a
IIBUJIKICTh 3MIHU 1X 3Ha4YeHHs Ha MpoMDKKY [0; 1]. B penakTtopi Unity BiH Moke

BUIIAAATH HACTYIITHUM YWHOM!

Puc. 2.13. KpuBa Bucot

4. 3uaucnns level_of detail Bu3nauae kinbKiCTh HeTayiell TpuBUMIpHOI ciTku. [Tpu
30UJIBIIIEHH] I[OT'0 3HAYEHHS 3MEHIIYEThCS PIBEHB JCTasCH.

5. IMapametp useFlatShading Bu3nauae, yn BuxkopucroByBatu Flat Shading. Ile
TEeXHIKa, MPU SKIH KOXKHA TOJITOHAJIbHA TOBEpXHs 00'ekTa 3adapOOBYEThCS
OJTHUM KONhOpOM. JIJIs TIaBHOrO 3aTiHGHHS CITUTBHI BEPIIMHU KIJIBKOX
MOBEPXOHb 3TJIAKYIOTHCS, IO CTBOPIOE TIOCTYIIOBHHA MEPEXiJ KOIbOPY MiX
wumu. [Ipore mis Flat Shading xokna yacTuHa 00'ekTa OTpUMYE YHIKaIbHI

BEpIIMHU, @ HOPMaJll OPIEHTOBAHI MEPHEHAMKYJISAPHO 10 IXHHOI IUIONIMHH.
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3aBAsSKA 1IbOMY KOXEH TOJITOH BiJOMBAE CBITJIO PIBHOMIPHO, IO 1 CTBOPIOE

e(EeKT YITKO OKPECICHUX MMOBEPXOHD Ta HAJa€ 00'€KTY XapaKTepHUM "TIIIOCKUMA"

BUTJISIL.

CrouaTky MeTOJ1 CTBOPIOE JIOKaJIbHY KOTIiI0 KpuBOi BUCOTH height curve, mo0
YHUKHYTH MOKJIMBUX 0araToMOTOYHHUX MIPOOJIEM, a TAaKOkK BU3HAYAE KPOK CIIPOIIECHHS

(meshSimplificationincrement).

AnimationCurve heigh AnimationCurve(_height curve.keys);

meshSimplificationIncrement = (level of detail == 0)? 1: level of detail*2;

Sxmo piBenp geramizamii  level of detail mopiBHioe Hym0, Kpok
BCTAQHOBIIIOETbCA Ha 1, TOOTO HEMae CIPOLICHHS, 1HAKIIE BIH OOYHMCIIOETHCS SK
MOBIMHUY piBeHb AeTami3ailii. [loTiM BUBHAYa€THCS pO3MIpP CITKHU Ta MO3UIlT BEPIIUH.

borderedSize = heightMap.GetLength (90);
meshSize = borderedSize - 2 * meshSimplificationIncrement;
meshSizeUnsimplified = borderedSize - 2;
topLeftX = (meshSizeUnsimplified - 1) / -2f;
topLeftZ = (meshSizeUnsimplified - 1) / 2f;
verticesPerLine = (meshSize-1) / meshSimplificationIncrement + 1;

3minHa borderedSize — 1e po3mMip Mamu BHCOT, Toai sk MeshSize — me
(akTUUHUN PO3MIP CITKH 3 ypaxyBaHHSM piBHS AeTami3anii. TakoXK OrojolyrThCs
KOOpJMHATH BEPXHBLOTO JIiBOro KyTta, topLeftX Ta topLeftZ, mo no3Bossie cTBOpUTH
IIEHTPOBAHY CITKY, HE3aJICKHO BIJ PIBHS JIeTaIi3allii.

JInsi KOpPEKTHOTO 3rJajJKyBaHHS MEPEeXOliB MeX CYCIIHIX JaHamadTis,
BiJI0YBAETHCS 1HJIEKCYBAHHS KOXKHOT BEpIIMHU Ha Marll BUCOT, Ji¢ KpalHi OTPUMYIOTh
HeraTuBHI iHAekcu. Bonu He OynmyTh BimoOpaxaTtucsi Ha (iHAIBHIA CITI, TPOTE
BHKOPHUCTOBYBATUMYThCS TIPH PO3PaXyHKY HOPMAJICH.

[,] vertexIndicesMap = [borderedSize, borderedSize];
meshVertexIndex = 0;
borderVertexIndex = -1;
for ( y = 0; y < borderedSize; y += meshSimplificationIncrement) {
for ( X = @; X < borderedSize; x += meshSimplificationIncrement) {
is_border vertex =y == @ || y == borderedSize-1 || x == 0 || x =
borderedSize-1;

if(is_border_vertex) {
vertexIndicesMap[x,y] = borderVertexIndex;
borderVertexIndex--;

}else {
vertexIndicesMap[x,y] meshVertexIndex;
meshVertexIndex++; }
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[Muxn for mpoxomuTh MO BCIM €JIEMEHTaM Mald BHCOT 3 IHKPEMEHTOM
MOTOYHOT'O PIBHS JeTaji3alli, Ta mepeBipsie, un JeKUTh BIH HA Kparo Maru. SKIIo Tak
— BIH BBa@XAaE€ThCS KpalHIM 1 HOTO HETaTHMBHUMA I1HACKC 3alMCYEThCS B MACHB
vertexIndicesMap. Ilpukiam 3amoBHEHHS 1HAEKCIB Mamu 5X5 MOXKHA OauuTH Ha

pucyHky 2.14.

-1 -2 -3 -4 -5
-6 0 1 2 -7
-8 3 4 5 -9
-10 6 7 8 -11
-12 -13 -14 -15 -16

Puc. 2.14. IIpuxnan 3ari0BHEHHS 1HICKCIB
Po3paxoByemo UV 3 ypaxyBaHHSIM HasBHOCTI KpaiB Ta CTBOPIOEMO BEPIIUHH
CITKM, BHKOPHUCTOBYIOUM 3HaueHHs 3  heightMap, height _curve, Ta
height_multiplier. Koxna BepmnHa po3TaiioBaHa y TPUBHMIPHOMY IMPOCTOpi 3a

nonomoroto koopauHat topLeftX ra topLeftZ, mo nenrpye mMamy BUCOT y IPOCTOPI.

for (int y = 0; y < borderedSize; y += meshSimplificationIncrement) {
for (int x = @; x < borderedSize; x += meshSimplificationIncrement) {
int vertexIndex = vertexIndicesMap[x,y];
Vector2 percent = new Vector2 ((x-meshSimplificationIncrement) /
(float)meshSize, (y-meshSimplificationIncrement) / (float)meshSize);

float height = height_curve.Evaluate(heightMap[x,y])*height multiplier;
Vector3 vertex_position = new Vector3 (topLeftX +
percent.x*meshSizeUnsimplified, height, topLeftZ - percent.y*meshSizeUnsimplified);

meshData.AddVertex(vertex_position, percent, vertexIndex);

[Micnst momaBanHs BepiinHM 10 00’ekry meshData, BinOyBaeTbes reHepariis
TPUKYTHHKIB 117151 popmyBanHs mostiroHis [40].

if (x < borderedSize - 1 & y < borderedSize - 1) {
int a = vertexIndicesMap[x,y];
int b = vertexIndicesMap[x+meshSimplificationIncrement, y];
int ¢ vertexIndicesMap[x, y+meshSimplificationIncrement];
int d = vertexIndicesMap[x+meshSimplificationIncrement,

y+meshSimplificationIncrement];
meshData.AddTriangle (a,d,c);
meshData.AddTriangle (d,a,b);
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KoxHa BepimHa, sika He € KpailHbOI0, BUKOPUCTOBYETHCS IS CTBOPEHHS JIBOX
TpukyTHUKIB (A-D-C 1 D-A-B). Lle He00X1/1HO JJIs1 BA3HAYEHHS MOJIITOHIB, K1 3r0J10M
00pOOIISIOTHCS J1s1 BITOOpaKEHHS TEKCTYpH Ta popMu JaHamadry.

B xiHmi merox moBeprae o0’ekt Tumy MeshData i3 Bciero 3reHepoBaHOO
iH(popMariiero.

return meshData;

[Ipukman poOoTH MeToAy ISl TeHepalii TPUBUMIPHOTO JIaHAMAPTY 3

BUKOPHUCTAHHAM (ppakTanbHOro mymy [lepiina MoxkHa 6auntu Ha pucyHky 2.15.

Puc. 2.15. Ilpuxnan reHepaiiii TpUBUMIPHOTO JaHAMA(TY 3 BAUKOPUCTAHHIM
¢bpakranpHOTrO 1IyMy llepiina

[Ipu pobOTI 3 HajaMITYyBaHHSM IapaMeTPiB MPOILEIYPHOi TEeHepalii MOoXKe
3’ABUTHCS TIpoOsiieMa 3 BHU3HAUCHHSAM TMOTPIOHMX 3HAYEHb JUIsi HEOOX1THOTO
pe3ynbrary. e mpu3BoauTh 10 MOTPeOU BUKOPUCTAHHS IIEBHOI CTPYKTYPH JIaHUX, KA
Oyne 30epiratu pi3Hi Habopu, ado accetu (Bix anri. Asset). [meanbHUM pilIEeHHIM
naHol cutyaiii € Bukopuctanus Scriptable Objects.

B Unity o0'extu Ty Scriptable Objects € cnemianizoBanuMu 00'eKTaMu, sIKi
BUKOPUCTOBYIOTHCSA SIK KOHTeWHepHW aisa 30epiranHs ngaHux. Ha Biaminy Big C#-
CKPHUIITIB, K1 HACHiAyIOTh ¢yHKIioHan 00'ekta Unity MonoBehaviour, 06'ektu Ty
ScriptableObjects He MOTPIOHO MPUKPITUTIOBATUA JJO KOHKPETHOTO IrPOBOTO 00'€KTa B
cueni. [le o3Hauae, 10 iX CIiJ PO3MIISIAATA IEPEBAKHO K PECYPC MPOEKTY, MOAIOHO

10 Tpadikyd 4M IHIIUX ACCETIB, AKI BUKOPUCTOBYIOTHCS B MPOEKTI. Xouda 30epiratu
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IrpoB1 1aHI MOXKHA B pi3HUX PopmaTax, Takux sk XML, JSON abo HaBiTs .txt daiinm,
Ta 3UUTYBATH iX 3BIJATH, 30epiraHHs TUX caMuX AaHuX y ScriptableObjects 3meHIye
HEOOX1THICTh CTBOPEHHS OKPEeMOTro (PyHKIIIOHATY JIJI 3UMTYBaHHS a00 BUKOPUCTAHHS
CTOPOHHIX 1HCTPYMEHTIB JJIsi MIPABHJILHOTO YATAaHHS AaHMX 13 nux ¢opmartiB. Unity
aBTOMATUYHO cepiaiidye Ta jnecepianizye ScriptableObjects, Tomy pmocTym A0

cepialli3oBaHUX 3HAYEHb 3HAYHO cIporryeThes [41].

2.3. CTBopeHHs HeiiaepiB 1s Janamadris

lefinepy BiAIrparoTh KIOYOBY POJIb Y CTBOPEHHI PEaNiCTUYHHUX 1 Bi3yaJbHO
MPUBAOIMBUX TPUBUMIPHUX JIaHAA(PTIB, BU3HAYAIOUM BUIJISA] MTOBEPXOHb 00’ €KTIB
3aJIEKHO BIJ] IXHIX BJIACTUBOCTEH, YMOB OCBITJICHHS TOIIO. Y TPUBHUMIPHHUX ITPOBUX
CBITax Mehaepu 3a0e3nedyroTh (iHAIbHY O0O0pOOKYy iXHbOro BUIIIANY. Bonu
J03BOJISIIOTh IHTETPYBAaTH CKJIaAHI €(deKTH, Taki K BiJoOpa)X€HHS BOJH, 3MiHA
KOJIbOPY 3aJ€KHO BiJ KyTa HaxXWiay MOBEPXHI UYMW BUCOTH, JETAJIbHE HAKJIaJCHHS
TEKCTyp 1 OaraTo iHmoro. Y maHOMY BHMAJAKY MPOeKT ctBopeHo Ha Unity Universal
Render Pipeline (URP), nme € MOXJIHMBICTH SIK CTBOPIOBATH IICHICpU BPYYHY 3a
JOTIOMOIOK0  KOJly, TakK 1 BHKOpHcTOByBath 1HCTpyMeHT Shader Graph, skwii
3a0e3neuye BI3yallbHUN MIIX11 10 pO3pOOKH.

Shader Graph € Ol 3pyYHUM IHCTPYMEHTOM Yy TMOPIBHAHHI 3 HaNMCaHHAM
menaepiB BpydyHy uepe3 MOoro HaO4YHICTh 1 MPOCTOTY BUKOPUCTAHHS. 3aBIsSKH
Bi3yallbHOMY 1HTep(deiicy, € MOMIJIMBICTh CTBOPIOBATH CKJIAJHI Martepiaau 3a
JOTIOMOT'O10 BY3J11B, HE 3arJIMOIIOI0YUCH Y TEXHIUHI I€TaJll IPOrpaMyBaHHs IEHAEpIB.
Lle 103BOJIsI€ 3HAUHO 36KOHOMUTH 4ac 1 yHUKHYTH TOMUJIOK, SIK1 4aCTO BUHUKAIOTh IPH
HanucanHi koxy. Shader Graph Takosx iHTerpyeTbest 6e3mocepeinbo B penaktop Unity,
10 HaJIa€ MOKJIUBICTH MUTTEBOTO MEPETIISAAY pPe3yIbTaTiB 3MIH 1 HAJIAIITYBaHb, IO €
KOPUCHUM TIPH pOOOTI 3 TPUBUMIPHUMH JaHAIMAa(QTaMu, /1e BaXKIMBA TOUHHUM MOPSIOK
KOJIBOPIB Ta TEKCTYp. Y TOH yac sIKk HaMCaHHs LIeiiepiB BpyUHy 3a0e3euye MOBHUMA
KOHTPOJIb HaJl KOXKHUM acrekToMm oounciienb, Shader Graph no3Bolisie 30cepeauTucs
Ha TBOPYMX aCMEKTax i MIBUIKO CTBOPIOBATH MPOTOTHITA HOBHX inei [42].

[limx yac po3poOKH JAaHOTO MPOEKTY OYyJI0 CTBOPEHO [Ba IIEWUIepu: i

nauamadTy Ta qs soau. Lleinep nns mannmadty BUKopucToBye 17 mapameTpis, ki
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€ MOXJIMBICTh HAJAIITOBYBAaTH B pemakTopi Unity. 3 HalromoBHIMMX mapaMeTpiB €

TEKCTYPH 3eMJIi, CXUJTY, Tip, MICKY Ta 1H(pOopMaIlis Mpo X BUCOTY Ha JTaHAIIAQTI.

e snow_tiling

e snow_bottom

e snow_edge

o mountain_rock_power
e rock_texture

e rock_tiling

e rock_bottom

e rock_edge

e ground_texture

e ground_tiling

e ground_slope_power
o slope_texture

e slope_tiling

e sand_texture

e ground_bottom

e ground_edge

e sand_tiling

Puc. 2.16. ITapameTpu meitnepy ganamadpTy

Haii611b111 rOJTOBHUMH TEKCTYpaMU B IIEHIEP1 € TEKCTYPH 3€MJI1 Ta CXUITY, aJKe
BOHU 3aliMalOTh HaiOuIbiIe Micusg Ha naHAmadTi. s BU3HAUEHHS PO3MIIIEHHS
TEKCTYPU BUKOPUCTOBYETHCS CKAISIpHUI 10OyTOK HOpMali 3 BekTtopoM (0, 1, 0), sikwuii
€ HOpMaJIi30BaHUM HAMPSIMKOM Bropy B Iio0anibHOMY MaciiTabdi. PesynbraTtoM 1poro
CKaJIIpHOTO TOOYTKY Oyne 3HaueHHsS B aianasoHi [-1:1], ne 1 o3Havae, 1110 HOpMaJIb
CIpsSIMOBaHa B HaIPsIMKY BBEpX, a -1 — cripsiMoBaHa B MPOTUJICKHOMY, TOOTO BHU3. B
mieiaepi pe3ynbTaT CKaISIPHOTO JOOYTKY 3aTUCKAETHCS, 00 BOHO HE JOPIBHIOBAJIO
MEHIIIE HyJs, akKe Ha JaHamadTi He mnependayeHo TeHepallilo IMOJITOHIB,
HanpsimiieHuX BHU3. [loTiM 1ie 3HAueHHsS BUKOPHUCTOBYEThCA Yy By3idl Lerp sk
Koe(ILIEHT JIHIMHOT 1HTEPIOALIi, BU3HAYAIOUH, SIKY TEKCTYpY 1€ BigoOpasuTH. Sk
MOHa 0auyuTH Ha PUCYHKY 2.17, TEeKCTyporo, e 3HaueHHs AopiBHIoBatumMe 0, Oyze
dirt_texture, To6To TekcTypa 3emil, a TeKcTyporo 3 1 — grass_texture, Tekcrypa
TpaBH, SKa B JAHOMY BHITaJKy MOXE POCTH JIMIIE HAa TOPU30HTATHHHUX MOBEPXHSX.

[TapameTp ground_slope_power Bu3Haudae Cuily BiIOOpaKeHHS HAXHUITY.
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Puc. 2.17. Po3MiliieHHsI TEKCTYp TpaBH Ta 3€MJII Ha CXUJIax

CX0KMM YMHOM B1JI0YBA€TbCSI 0OUMCIEHHS TEKCTYP Tip Ta CHIT'Y, OCTAHHIN KU
B JIAaHOMY BHIaJKy 300paxenuid mrymoM Simple Noise 3 manum macmrabom. ITicis
IIbOT0 BHU3HAYAETHCS BUCOTA, HA SKiM CHIr Oyjae BimoOpakaTuchk. [l 1poro Oyio
crBopero miarpad ObjectPositionSmoothStep, skuii npuiimae iHpOpMaLi0 PO
BUCOTY Ha CHJIy PO3MHUTTA. Pe3ynbraroM € Macka, fika BUKOPHCTOBYETbCS SIK
KOe(DIIeHT JHIAHOT 1HTEPNOALIi I BUSHAYEHHS] BUCOTH HUKHBOI MEX1 MOYATKY
cHIry Ha na"amadri. Bee mo € Huxkye 1iei Mexi npuiiMae Tekctypy rip. [lapamerp

mountain_rock power Bu3Havae Uy BiJOOpaXEHHS Tip Ha CXHUJIaX CHIrYy.

Puc. 2.18. Po3milieHHs TEKCTYp CHITY Ta Tip Ha CXHJIax
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[Ticns mpOTO pe3yNbTaTH TMOEMHYIOTHCS HACTYIMHUM By3JIoM Lerp, me Bxke
BU3HAYAETHCSI BHUCOTAa HWIKHBOI MEXI1 TEKCTypu Tip. Bce mo € Huxye 1€l Mexi

npuiiMae TEKCTYpy TPaBH 3 3€MJICIO.

Puc. 2.19. Tloegnanus pe3ybTaTiB O0YUCICHHS PO3MIIIEHHS TEKCTYP Tip 31 CHITOM
Ta 3eMJI1 31 CXUJIaMU
OcTaHHIM KPOKOM € JI0JJaBaHHS IICKY, SIKMI B1I0Opa)KyeThCsl Ha TEMHIM YaCTHHI

MAacCKH, TOOTO 3HU3Y.

Puc. 2.20. lonaBanHs micKy

B pesynbTari moegHaHHS BCIX BUIE 3raJlaHUX TEKCTYP BUXOJIUTH MPUEMHUN
Marepian Juisl JaHAmadTy, SKMA BpaxoBye Taki (aKTOpH, SK BHCOTa Ta Haxuil

MOJIITOHY.
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Puc. 2.21. Pe3ynprar meiaepy
[eiinep 1u1st BOIU CKIIAIA€THCA 3 IBOX FOJIOBHUX YACTUH: OOUYMCIICHHS TTIMOMHU
Ta pyxX HOpMaJiel JJis CTBOPEHHS 110311 XBUIIb.
HaiironoBHimmM By3710M B YaCTUH1 OOYMCIICHHS TJIMOMHU JJIA IeHepa BOIU €
SceneDepth, sxuit Hamae mpoctyn 10 moTouHoro Oydepa rimmbunu. lle cremiaabHa
TEKCTYypa, siKa 30epirae BiJICTaHb KOKHOTO MiKceNs 10 Kamepu. OKpiM BOJHU ii TAaKOXK

4aCTO BHKOPHUCTOBYKOTH [OJIs1 CTBOPCHHA I]leII[GpY TYMaHy Ta Ja3CpHOro

noJist (puc. 2.22).

Puc. 2.22. Tlpuxnan Bukopuctanusa Oydepa rimuOuHu 11 CTBOPEHHS JIa3€pHOTO OIS

Puc. 2.23. O0uncieHHs riinOMHN BOIH
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B pesynbrari Bukopucranus BysniB SceneDepth, Camera, Ta ScreenPosition
OTPUMYEMO TPAMIEHT, SKUWA 3MIHIOE CBO€ 3HAUCHHS MPU OJM3BKOMY KOHTAaKTiI 3
{HIIMME iTpPOBMME 06’ €KTaMH, B JAHOMY BHIIAJIKY 3 TPUBHMipHMM naHamadTom. Foro
CJIiJT BUKOPHUCTATH SIK KOCQIIEHT JMIHIAHOI IHTEPHOJAIIT AN 3MIHM KOJBOPY BOIU

3aJIe’KHO BiJ BIACTaH1 10 Oepera.

Puc. 2.24. Macka a1 3MiHU KOJIBOPY BOJIN

Puc. 2.25. I'panient Boau

Jlyis CTBOpEHHS 1110311 pyXy XBWJIb 1O BOJA1 OyJI0 BUKOPUCTAHO KOMOIHAIIIIO 3
JIBOX Mall HOpMaJiel, Ikl pyXarThCsl B MPOTWICKHUX HampsiMKaX. PyX 311HCHIOETbCS

3a JIOIOMOTOI0 By3i1a Time, sikuii 3mimye UV TekcTypu.
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Puc. 2.26. Pyx HOpM™manei At CTBOPEHHS XBHIIb BOU
B pesynbrati noeaHaHHs ABOX IrpOBUX 00’ €KTIB 13 PO3POOJICHUMH I IepaMu

OTPUMYEMO JIOBOJII MPUBAOIMBUN Ta PEATICTUYHHUN BUTISA] JiaHamadTy 3 BOJIOIO

(puc. 2.27).

Puc. 2.27. Pesynprar meiaepin

2.3. Innamiuna redHepauis JanamagdTy irpoBoro cBity

HeckiHueHHa TeHepaiis JaHamadTy € Ba)xJIMBOIO CKJIAJOBOIO CYYacHHX

BIJIEOITOp, OCOOJIMBO B KaHpax BIAKPUTOrO CBITY, A€ MPOCTIP AJIA JOCIHIJKEHHS
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BIJIIFpa€e KIIOYOBY posib. B OCHOBI Takoi cuCTEMU JIEKUTh NUHAMIYHE CTBOPEHHS Ta
yOpaBIiHHS AUITHKaMH JJaHAmadTy, K1 3aBaHTaKYIOThCS JIMIIE B 00J1aCTI BUAMMOCTI
IpaBIIf, a TAKOXK BUIAISIOTHCS, KO BOHU BUXOJISAThH 32 MEXKi aKTUBHOI 30HU. Takwuii
MiIXia 103BOJsiE €pEKTMBHO BUKOPHCTOBYBATH OOUYMCIIOBAIbHI PECypCH, ajpKe
CTBOPIOETHCSL 1 OOpOOISETHCS JHIE TE, IO O0aunTh TpaBelb. | OJOBHOIO METOIO
peanizaiii HECKIHUEHHOTO JaHAmadTy € 3a0e3MeUeHHs TUIABHOTO Ta PeajliCTUIHOTO
nepexony MK 30HAMHU, MIATPUMYIOUHM BpaK€HHS Oe3MeXHOro cBity. [[ms mporo
BUKOPHCTOBYIOTHCSI aITOPUTMHU PO3OUTTS KapTH Ha YaCTUHU (YaHKH), TUHAMIYHOTO
OHOBJICHHS JaHUX 1 cucremMu piBHIB aeramizamii (LOD), saxi onTtumizyroTh
IPOJYKTUBHICTh HABITh HA CJIAOMIUX MPUCTPOSIX.

LODInfo

public nt Jod

public Noat
TerrainChunk pubilic book yse_for_collider

mashObject

bool map_dats_teceived
nki) LODMesh

apDataRecelved()
etVisiblel

pubic Mesh mesh

public bool has_requested_mesh
pubic bool has mesh

private int jod

private System Action update_callback

public void RequestMesh(
peivate void OnMaeshDataRecieved()

Puc. 2.28. Jliarpama kjaciB 4aHKiB

Jlns tectyBaHHS B MailOyTHhOMY OyJiO IMIJIEMEHTOBAHO TPH PI3HUX MOJHU
OHOBJICHHS YaHKIB:

1. Moa Square: CTBOpIOE Ta OHOBIIIOE BCi YaHKM HABKOJIO IMOTOYHOTO
PO3MIILIEHHS T'PaBIIf;

2. Mox View: cTBOpIO€ Ta OHOBJIIOE JIMIIE Ti YaHKH, SIKI 3HAXOMATHCS B
3a3HAYCHOMY KYTi TIOTJISIY TPABIIS,

3. Mox PreloadView: cTBOpIOIOThCS BCi YaHKH HABKOJIO TPaBIls, MPOTE
B1J100pakaloThCs JIUIIIE Ti, HA K1 BIH JUBUTHCH.

3aranbHUl aJrOPUTM OHOBJICHHS YaHKIB MOKHA OauUTH HAa PUCYHKY 2.29.
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Puc. 2.29. 3aranbHuii alropuT™M OHOBJICHHS YaHKIB

[lepr 3a Bce BimOyBaeThCcsi OOYMCIICHHSI KOOPAUHAT MOTOYHOTO YaHKY.

UpdateVisibleChunks() {

current_chunk_coord_x = Mathf.RoundToInt(viewer_position.x/chunk_size);
current_chunk_coord y = Mathf.RoundToInt(viewer_position.y/chunk_size);

Yanku 30epirarotecs B caoBHUKY terrain_chunk _dictionary, skuii npuiimae
koopauHaTi Tumy Vector2Int sk kmou ta moBeprae o0’ext Tmiy TerrainChunk,
CTPYKTYpY SIKOTO 300paskeHo Ha Puc. Ilicias 1poro 3miiCHIOETHCS TPOXOKEHHS TI0
JaHKaM, SKI 3HaXOJAThCS HAWOMFKYe 70 TpaBlld, 3aJIeKHO BIJ 3HAYCHHS
max_view_dist, sike BukopuctoByeTbes aiist oouncienns chunkVisibleAmount.

for( offset_y = -chunkVisibleAmount; offset_y <= chunkVisibleAmount;
offset y++) {
for( offset_x = -chunkVisibleAmount; offset_x <= chunkVisibleAmount; offset_x++)

Vector2 chunk_coord = Vector2(current_chunk_coord _x + offset x,
current_chunk_coord_y + offset_y);

Vector3 chunk_position_on_scene = Vector3(chunk_coord.x*chunk _size, 0,
chunk_coord.y*chunk _size) * mapGenerator.terrain_data.uniform_scale;
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B nanoMmy Bumajaky KOOpAMHATAMH YaHKY € KOOPJIHMHATH HAHOIMKIOrO YaHKY,
TOOTO Ha SIKOMY CTOITh IPaBellb, 3MillleHi 3a gormomororo Offset x ra offset y.
HesanexHo Bix MOIy OHOBJIEHHS 4YaHKIB, JaHIIIA(T HA SKOMY CTOITh I'PaBElb

3aBXJH IIOBUHCH OHOBJIFOBAaTUCA.

if(offset x == 0 && offset y == 0) {
if(terrain_chunk_dictionary.ContainsKey(chunk_coord)) {

terrain_chunk_dictionary[chunk_coord].UpdateChunk();

}else {

terrain_chunk_dictionary.Add(chunk_coord, TerrainChunk(chunk_coord,
chunk_size, detaillevels, .transform, mapMaterial));

}

continue;

['paBerb cTOITH Ha 4YaHKY, SKIIO 3MiHHI 3MimeHHs Offset x Tta offset y
0JTHOYACHO JIOPIBHIOIOTH HYIIO. B TakoMy BUIIaJIKy BUKOHYETHCS MEPEBipKa HASBHOCTI1
€JIEMEHTY B CJIOBHHUKY 32 OTPHUMaHUMHU KOOpJAWHATAMU. SIKIIO BiH BKE€ CTBOPEHUH —
JaHK OHOBJTFOETHCS, SIKIIO Hi — CTBOPIOETHCS Ta TOJAETHCS B CIIOBHHK.

B inmomy Bumagky pgami BiOyBa€TbCs OHOBJICHHS YaHKIB 3aJICKHY BIJT
oOpanoro moxy. SIKIo BiH € Square, BizOyBa€eThCs MPOCTO MEPEBIPKa HASIBHOCT YaHKY
B CJIOBHHUKY Ta HOTO CTBOPEHHS.

switch (chunkUpdateMode) {
case ChunkUpdateMode.Square:

break;

Yanku BiIOOPaXYIOTHCS SKIIO BOHM 3HAXOJATHCSA ONMDKYE 3a BKazaHy
MaKCHMAaJIbHY BIJICTaHb. AKTHBHI YaHKH TijJ 9ac JAHOTO MOJY MOKHA OauuTH Ha

pucynky 2.30.

Puc. 2.30. AxTBHI YaHKH MpU MOJI1 OHOBJIEHHS Square
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[Tin wac BCTaHOBJICHOTO MOAY VIEW, CTBOPEHHS Ta OHOBJICHHS 4YaHKIB
BIIOYBA€THCS JIMIIC Y BUIIAAKY, KOJIH IPaBellb MOXKe HOro OAYMTH.

case ChunkUpdateMode.OnlyView:

if(IsObjectInView(main_camera.transform.position,

main_camera.transform.forward, chunk position_on_scene, viewAngle)) {

} break;

AKTHWBHI YaHKH ITi]T 9ac TaHOTO MOJY MOKHA 0a4uTH Ha pUCyHKY 2.31.

Puc. 2.31. AxtuBHi yaHku nipu Mol oHoBJeHHs ViewOnly
Y Bumagky PreloadView uyaHK CTBOPIOETBCS, SIKIIO HOro Hemae, Ta
OHOBJIIOETHCS K TIpU Square, mpoTe Horo BigOOpa)keHHS BiOYBA€THCS JUIIE KOJIU
rpaBellb HOro MoXKe OaunuTH.

case ChunkUpdateMode.ViewPreload:

chunk = terrain_chunk_dictionary[chunk_coord];
if(IsObjectInView(main_camera.transform.position,

main_camera.transform.forward, chunk _position_on_scene, viewAngle)) {
chunk.UpdateChunk();

[Tin yac CTBOpEHHs HOBOTO YaHKY Bi1IOyBaeThcsl 0arato yke Ba)XJIMBHX
orepanii. 3arajJpHUi aJropuT™M KOHCTPYKTOPY Kiacy TerrainChunk moskna Gauntu

Ha PUCYHKY 2.32.
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Puc. 2.32. 3aranpHuii anropuT™ KOHCTpYKTOPY Kitacy TerrainChunk
Konctpykrop mpuiiMae 5 00OB’S3KOBHX BXiHMX TapamerpiB Ta |

HE00O0B’ I3KOBHIH.

TerrainChunk(Vector2 coord, size, LODInfo[] detail level, Transform

parent, Material material, auto_update= ) {
.detail level = detail level;

[TapameTp coord BW3HAUa€e KOOPAWHATH YaHKY B CIIOBHHKY. 3HaueHHs Size
BU3HAYA€E PO3MIp CTOPOHHU OAHOT0 YaHKy. MacuB 3HaucHb detail_level 36epirae B cobi
iHdopMmamio Mpo PpiBHI JAeTami3alli, Opu SAKId BIICTaHI BOHU AaKTUBHI, Ta YU
BUKOPUCTOBYBaTH Moro s reHepaiii konaiinepy. OO’ekt parent BH3HAYae
0aThKIBCHKHI eleMeHT Juis 00’eKTy uaHKy Ha cueni. [lapamerp material mepenae
Marepian 4aHky, sikuil Oyne npusHaueHuil nanamadry. HeoOoB’si3koBull mapamerp
auto_update Bu3Hawae, uyu BigOOpakatu JaHAmAPT oApa3y MpPH OTPUMAaHHI
1H(pOopMaIii mpo Mary BUCOT Ta MEILL.

[TepuiuM KpokoM BiIOYBA€ThCS OOUMCIICHHS TAKUX 3MIHHUX, SIK TO3UIlIS YaHKY
Ha CIIeHI Ta Horo Mexi. J[J1s boro BUKOPHCTOBYEThCsT 00 €KkT Ty Bounds.

position = coord * size;

Vector3 position_on_scene = Vector3(position.x,0,position.y);
bounds = Bounds (position,Vector2.one*size);

B Unity tun Bounds — wme crpykrypa, sika BUKOPUCTOBYETHCA IS
IpeICTaBlIeHHS OOMEXKYBaJIbHOTO MPSMOKYTHOTO Mapajelnenineia y TPUBUMIPHOMY
mpoctopi. [le 06'ekT, sikuii fomomarae BU3Ha4aTH PO3MIPH, IIEHTP 1 IPOCTOPOBI MEXI

00'ekTiB. BiH BUKOpUCTOBYBATUMETHCSI B METO/II OHOBJICHHSI YaHKY.
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[ToTiM CTBOpIOETHCS ITPOBUN O0’€KT YaHKY Ta MPU3HAYAETHCA MOrO map AJs

(b13UYHUX B3aEMO/IIMN.

meshObject = GameObject("Terrain Chunk");

meshObject.layer = LayerMask.NameTolLayer("Ground");

[Tpu po3paxyHKy KOOpIMHAT Ta PO3MIPY YaHKY Ha CIICHI BPaXOBYETHCS TaKHi
¢akrop, sk Macirrad uniform_scale, 3a3nadyenwii B terrain_data.

meshObject.transform.position = position_on_scene *
mapGenerator.terrain_data.uniform_scale;

meshObject.transform.parent = parent;

meshObject.transform.localScale = Vector3.one *
mapGenerator.terrain_data.uniform_scale;

Jnst BimoOpakeHHs 3reHepOBAaHOI CITKU ITPOBUM 00’ €KT MOBUHEH MICTUTH TaKi
koMmmoHeHTH, ik MeshRenderer ta MeshFilter. Takox motpioen MeshCollider ms
B3a€MO/I1 3 TaH A TOM.

meshRenderer = meshObject.AddComponent<MeshRenderer>();
meshFilter = meshObject.AddComponent<MeshFilter>();
meshCollider = meshObject.AddComponent<MeshCollider>();
meshRenderer.material = material;

ITicaa Toro sk YaHKY IIPU3HAYAETHCA MaTCpkUL 00’€EKT XOBA€ETHCS 31 CLCHU,
aJZIKE IIOKH II€ HC Ma€ Malli BUCOT Ta 3F€HepOBaHO'1' CITKH.

SetVisible( )
lod_meshes = LODMesh[detail level.lLength];

Tak stk ofuH YaHK MOKe OyTH TiJ PI3HUMHU PIBHSAMU JIeTani3allii, CTBOPIOETHCS
macuB 00’extiB LODMesh, enemenTr skoro 30epiraTuMyTh MEII Pi3HOT KUTBKOCTI
noJriroHiB. J[Jis cTBOpeHHS KoJlaaepy

for( i =0; i <lod_meshes.Length; i++) {
lod meshes[i] = LODMesh(detail level[i].lod, ()=>
{UpdateChunk(auto_update);} );
if(detail level[i].use for collider) {
collision_lod = lod meshes[i];

3uauenns collision_lod Bu3nauae piBeHb AcTanmizamii Kojaiaepy MpH HOro
cTBOpeHHi. 1le BUKOPUCTOBYETHCS JJIsI ONTUMI3AILI.

B kiHLI 3A1MCHIOETBCA 3alUT HAa OTpUMaHHS iH(OpMAIlli PO BUCOTH TOYOK
naHamadry.

mapGenerator.RequestMapData(position, OnMapDataReceived);




Meton OnMapDataReceived sukopuctoByeThcs sik callback, skuit Oyne
BU3BAHUH MMiCJIsl OTPUMAHHSI MaIy BUCOT.

OnMapDataReceived(MapData map_data) {
.map_data = map_data;

map_data_received = 5
UpdateChunk();

[Ticns 1OrO BHUKOHYETHCS OHOBJICHHS YaHKY 3a JOIMOMOTOI METOIY

UpdateChunk. Horo 3aransHuii alropuT™ MOXHa Ga4uTH Ha PUCYHKY 2.33.

W oTpUMaHO Many
BUCOT?

OoyMCcneHHs

EigcTadi go

rpasus

OEuMCneHHs
piEHA geTanisaui

v

CTBOpEHHA CiTkM

v

CTEOpEHHR BinoSpaxeHHa
Konnangepy YaAHKY

Puc. 2.33. 3aranpuuii anroput™m metoay UpdateChunk

Bin npuiimae e oquH BX1JHUHN TapameTp, SKU 110 3aMOBYYBAHHIO JJOPIBHIOE
true, Ta BU3HAYae, yu BiJOOpa)KyBaTH YaHK Micis Horo ctBopeHHs. Lle moTpioHo jyist
mony oHoBjieHHS PreloadView, mig dyac sSKOro MOJIMBI BHIAIKH, IO YaHK

CTBOPIOETHCS Ta HE BIOOPAKAETHCS.

UpdateChunk( show_after_ loaded=
if(map_data_received == ) {

return;




SIku1o 1me He OTpUMaHo 1H(OpPMALIiIO PO MaIy BUCOT — METOJ 3aKIHUY€E CBOIO
po6oTy. B iHIIIOMY BHUITIaJIKY, MOTIM BiJIOYBA€THCS OOYMCIICHHS BiJICTaH1 BiJ] TPaBIs 10
HAaHOMIKYOro  Kpaw  4YaHKy, BUKOPHUCTOBYIOUM  KBaJpaTHy  BiJCTaHb,
bounds.SqrDistance, mis ontumizamii. [ToTiM TOPIBHIOETBCS 3 MaKCHMAJIBHOIO
BUIMMOIO BijcTaHHIO, MaxX_View dist, mias BU3HAYCHHS, YM MOBHHEH YaHK OyTH

BUIAVMUM.

distance_from_viewer_to_nearest_edge =

Mathf.Sqrt(bounds.SqrDistance(viewer_position) );

visible = distance from viewer to _nearest edge <= max_view dist;
Axmo 4YaHK € BHUIAMMHM, BigOyBaeThbcs meBHHE HabOip mid. Ilepm 3a Bce
00UYHCITIOETHCS PIBEHB AcTami3allii JanamadTy, 3a71eKHO BT BIICTaH1 10 IPaBls.

for( i =0; i < detail level.Length-1; i++) {
if(distance_from_viewer_to_nearest_edge >
detail level[i].visible_distance_threshold) {
lod_index = i + 1;
}else {
break;

VY Bumajaky, KoJii HOBHI piBEHb JeTaji3allii BIIPI3HAETHCS Bij MOMEPEIHBOTO,

prev_lod_index, BUKOHYETHCS OHOBJICHHS MeIlia:

— Sxmo wmem gt uporo LOD Bxe €, has_mesh npopisaioe true, BiH

3acTocoByeThcs 10 meshFilter.

— SIxuo Memn 1ie He CTBOPEHMM, BUKOHYETHCS 3allUT HAa MOro reHepalii 3a
nonomorotro RequestMesh.

if(lod_index != prev_lod_index) {
LODMesh lod _mesh = lod meshes[lod index];
if(lod_mesh.has_mesh) {
meshFilter.mesh = lod_mesh.mesh;

prev_lod_index = lod_index;
}else if(lod_mesh.has_requested mesh == ) {
lod_mesh.RequestMesh(map_data);

Jlnst HaWOmmKYMX YaHKiB, 3 HaWBumuMm piBHeM gneranizanii — LOD O,
3MIIMCHIOETHCS OHOBJICHHSI MEUTY, SIKM BUKOPUCTOBYETHCS JJIs1 (PI3MUHUX B3a€MOJIIN.
Axmo mem Bxe €, BiH gomaetbcss B meshCollider. [nakiie 3amutyetbest HOTO

reHeparisi.
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if(lod_index == @) {
if(collision_lod.has_mesh) {
meshCollider.sharedMesh = collision_lod.mesh;

}else if(collision_lod.has_requested mesh == ) {
collision_lod.RequestMesh(map_data);

[Ticns 1pbOTO YaHK JOAAETHCA JI0 CIHUCKY BHJAMMHUX YaHKIB, 100 30eperTu
1H(opMarito 11 MoAAIBIIOT 0OPOOKH.

visible chunk_last_update.Add( )

B kiHIi 3anexHO Bia BxigHOro mapamerpy show after loaded BukoHyeTbes

300paKeHHSI YaHKY.

if(show_after_loaded) {

SetVisible(visible); }

BucHOBKH 10 APYroro po3miiy

B pesynbrari HamucaHHs OpYroro po3auly Oylno CTBOPEHO OJIOK-CXEMHU IS
OIMHCY CTPYKTYP BXKIUBUX KJIACIB Ta OJIOK-CXEMHU I OMHCY POOOTH peanti3oBaHUX
anroputmiB. Takox OyJo JeTalbHO omucaHO Oe3mocepeHiid KoJ IMIIIEMEHTOBAaHUX
METO/IB JJI F€HEpallil Mall BUCOT Ta TPUBUMIPHOI CITKU JaHAmadTy.

JIJiss KOpEeKTHOTO HaKJIaJaHHS TEKCTYp Ha penbed Oyno CTBOPEHO Ta OMUCAHO
mreiiaep 3a pormomororo nakynky ShaderGraph.

PeanizoBani anroputMu OyJI0 BUKOPUCTAHO ISl CTBOPEHHS HECKIHYEHHOTO

naHamadTy, SKUM CKIaIa€ThCs 3 YaHKIB.
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PO3/ILJI 3. OIIUC POBOTH 3 IPOT'PAMHUM JOJATKOM, MOT'O
TECTYBAHHSA TA AHAJII3

3.1. Onuc po6oTH 3 NPOrpaMHHUM T0JATKOM

[Ipu 3amycky CTBOPEHOTO MPOrPaMHOTO JAOJATKy TMepe] KOpUCTyBaueM
BIJKPUBAETHCSI MEHIO CTBOPEHHsS Ta peaaryBaHHs Man BUCOT. OCHOBHMM HaOip
IHCTPYMEHTIB [JIs1 B3a€MOJIi PO3MIIIEHUH Ha MpaBii CTOPOHI KOPHCTYBAIbKOTO

iaTepdeticy (puc. 3.1).

ER ON

Erode ——
' - Scale:

ME MAPS Draw Mode:

Mefge USE FOR TERRMM

Save

SHOW TERRAIN

Place Player wro [l Generate

Puc. 3.1. [louatkoBwuii iHTepdeiic kKopucTyBaya
[Tpn natuckanHi kHOmku Generate 3a momomoror JIKM, sika posmimieHa y
MpaBOMYy HUKHBOMY KYTKY €KpaHy, BIIOYAEThCSl TeHepallis Manu BUCOT 3 OOpaHUMHU
BUIlle MmapameTrpamu. Pesymbrar reneparii mymy Ilepmina 3 po3mipom 512 Ta

MacmradboM 100 MokHa 0auynTH HA PUCYHKY 3.2.
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Iterations: e

Erode Size:
: Scale:

A lg__‘i".-':‘ Draw Mode:

Merge (5T FOR TERTRAI

Save

SHOW TERRAIN

Place Player wro [l Generate

Puc. 3.2. PesynbraT renepariii mrymy [lepiina 3 oOpanumMu napameTpamu
JInst Toro mo6 3MIHUTH adrOpUTM TeHEpallii Mamnu BUCOT CIiJ CKOPUCTATUCS
MEHIO, [0 BHUIIAJA€, SKE€ PO3MIIIEHE 3BEpPXy NaHEeNl MapaMmeTpiB MOTOYHOIO

anroputMmy. Pesynbrar reneparii gpakrtanbHoro mymy llepnina 3 posmipom 512,

Macmtabom 100, KUTbKICTh OKTaB 4, MOHa 0aYUTH HA PUCYHKY 3.3.

Infieits Tarsin Genarion  Sesc [

o
Iterations: "

Erode S

512

~ Scale: 196
IERGE MAPS Offset X:
Offset Y:
Merge L FOR TERRAN Seed: 10

Octaves: ]
Persistance:
Lacunarity: ¥n

Draw Mode:

SHOW TERRAIN

Place Player wro [l Generate

Puc. 3.3. PesynbraT renepariii ppakranbpaoro nrymy [epmina 3 oopanumu

napameTpamu
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PesynbTar reHepariii Mamu BUCOT 3a jgormomororo Diamond-Square 3 po3mipom
512, sxuii Oyne 3mineHu# Ha 513, m00 3am0BoNBHSATH YMOBY 2™ + 1, Ta pi3KicTIO 2,

MOHa 0a4UTH Ha PUCYHKY 3.4.

Size:

Seed:

Roughness:

Ratio: v | Draw Mode:

Mefge VUE FON TERIAN

SHOW TERRAIN

Place Player a0 [l Generate

Puc. 3.4. Pesysnbrar renepariii Mmamnu BUCOT 3a jgonoMororo Diamond-Square 3
oOpaHUMU TTapamMeTpaMu
PesynbTaT renepariii aiarpam Boponoro 3 po3mipom 512, kinbkicTio Todok 30,
MOHa 0aYUTH Ha PUCYHKY 3.5.

Erode Size:
. Seed:
Polm Couni:‘

' Draw Mode:

SHOW TERRAIN

Place Player wro [l Generate

Puc. 3.5. PesynwTaT renepartii niarpam BopoHoro 3 oOpanumMu napameTpaMmu
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Taxk sk amroputM DLA He Mae mapameTpy KIHIIEBOTO PO3Mipy TIOJIOTHA,
KOPHCTYBauy HaJIa€ThCsl BUOIP MOYATKOBOIO Ta KIJIBLKICTh MOTro 3011bIeHHS. B 1anoMy

IPUKJIAJIl TTOYaTKOBUM PO3MIPOM € TOJIOTHO 12x12, Ta KIJIBKICTIO MacIITaOyBaHHS —
4,

DLA Init:
' DLA Steps:
| Draow Mode:

T

Merge st v Tama—

SHOW TERRAIN

Place Player wo [l Generate

Puc. 3.6. Pe3ynbTaT renepariii Manu BUCOT 3a fonomororo DLA
Takox peai30BaHO MOJKJIMBICTh MO€JHYBaTH Pi3HI Malu BUCOT, IO B
pe3ynbTaTi MOXe MPUBECTH J0 IIKaBUX penbediB. B nanomy npukmnani (puc. 3.7) Oyio
3MIMCHEHO TO€IHAHHS TomnepenHboro pesyiapraty DLA Ta ¢pakranbHOro mymy

[Tepnina 13 mponopuisimu ratio=0.5, tooto 1:1.

Size:

i Scﬁl_e_:
Offset X:
Offset Y:

Seed: L0

Octaves:

Persistance:
Lacunarity:

Draw Mode:

SHOW TERRAIN

Place Player wro [l Generate

Puc. 3.7. PesynbraT noenqnanns DLA ta ¢ppakransHoro mymy Ilepiina i3

nponopiismu 1:1
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J11st Toro 11100 BUKOPHUCTATH CTBOPEHY MaITy BUCOT JIJIsl TeHEeparlii TPUBUMIPHOTO
naHamadTy MOKHA HaTHCHYTH KHOmky «Use for terrain». Pesynbrar reneparrii

300pakeHo Ha PUCYHKY 3.8.

Puitis Pracsal Neiae - SRR |

Place Player
Puc. 3.8. Pe3ynbTaT renepaiiii TpuBUMIpHOTO JaHAmadTy 3a JOTIOMOTOI0 CTBOPEHOT
MaIr BUCOT
VY kopucTtyBaua € MOXJIMBICTh 3MIHUTH HajallTyBaHHs meiaepy. s 1nporo
CJIiJT HATUCHYTH KHOMKY «Show Shader Parametersy, sika mokake maHelsb s 3MiHH

3HaYeHb MapaMeTpiB MEHaepy.

Place Player

Puc. 3.9. 3mina mapameTpiB menaepy
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Takox Oy7no peani3oBaHO MOXJIMBICTH MITHECTH JaHAMAQT MiJ BIUIUB €po3ii.

J1J1s 1IbOTO CJ1i; 00paTH KUIbKICTh iTepalliii Ta HATUCHYTH KHOMKY Erode. PizHuiiio Mixk

710 Ta MICHs €po3ii MokHa OaunTH Ha pucyHky 3.10.

IR Wi . BERINS
Puc. 3.10. BB cumysiiii epo3ii Ha Marry BUCOT JaHAIIapTy
VY KopucTtyBada € MOXJIMBICTh MOOIraTy MO CTBOPEHOMY JaHAIadTy IrpOBUM
nepcoHaxeM. s 1mporo moTpiOHO HaTMCHYTH Ha KHomky “Place Player”, sxka
pO3MillleHa 3TiBa 3HU3Y. YTPABIIHHS 3MIMCHIOETHCS 3a gormoMororo kimasim WASD
a6o crpinkamu. [ToBopoTH — MUIIIKOIO, CTPUOOK — SPace. 3HU3y TaKOXK € MiJKa3Ka K

MOBEPHYTHUCA HA3aJ 10 MEHIO PEIAKTOpA: HATUCHYTH KHOMKY E.

Puc. 3.11. InTepdetic ynpapiiHHS EpCOHAKEM Ha 3reHEPOBAaHOMY JIaH A Ti
IMpu wmatuckanui kHomku «Infinite Terrain Generation» B MeHIO pemakTopa
rpaBls TepekuHe Ha 1HIIy cieHy (puc. 3.12), B sAKiid BimOyBaeTbcs JUHAMIYHA
redepaiis JgaHAmadTy 13 3a3HAYCHUM TIOYATKOBUM 3HAYCHHSIM BHIIQIKOBUX

grcen (seed).
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FPS: 389,6201
Chunk Count. 81
Active Chunks: 69

Szco: 10

Counn Usoars MOneE SQuans

v ,_,_v_-' -~ _‘v - v

nHys B 1o Py R Y0
AETUMN TOD DESTART WaTH

AD(TOR RAMDOM ARRD

Puc. 3.12. Intepdetic ynpapiiHHS MEpCOHAKEM HA TUHAMIYHOMY JaHAIITA(TI

Ha expaH BHMBOAMTBCSA Taka KopucHa iH(opmailis, sk Seed, oOpaHuii Moj
OHOBJICHHS YaHKIB, KUIBKICTh KaJIpIB B CEKYHY, KIJTbKICTh 3aBAHTA)KEHUX YaHKIB Ta
KUTBKICTh YaHKIB, IO BiAOOPa)KarOTHCA.

Ha paniii coeni y rpaBis HasBHO OuUIbllIe MOXIIMBOCTEH KepyBaHHS
nepcoHakeM. Hampuknaa, € MOXIMBICTD TEPE3aBaHTAXHUTH CIEHY 3 I1HIIAM
BUITQJIKOBUM TIOYAaTKOBUM 3HaueHHsM Ha kimaBimy R. [1[o6 moGauuth, sk Mon
OHOBJICHHS YaHKIB, SKMH MOXXHa 3MIHUTH Ha KJaBimu 1-3, BIuiMBae Ha poOOTY
JI0JaTKy, MOXKHA HATUCHYTM Ha KjiaBimry V, ska BigoOpa3uth sgaHamadr

3Bepxy (puc. 3.13).

FPS: 289,67
Chunk Count: 81
Active Chunks: 30

Seeo: 16

CHUNK USRATE MODE ONLYVIEW

Phess € 10 Press R 10

nes
METURN TO RESTART WITH PARES V. 10 Fress 17, 3 1O CHANGE CHUMK UDPATE MODE
CMANGE VIEW
EoiTon WANDOM STED

Puc. 3.13. BinoOpaxenns nanamadTy 3BepXy npu Moai oHosjieHHs OnlyView
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3reHepoBaHuil B peAaKTOpl JaHAMIAPT MOXKHA 30€perT JJisi BUKOPUCTAHHS B
IHIMMX TIporpamMHUX aoaarkax. JIJIs 1bOro MoTpiOHO HATHCHYTH KHONKY Save Ta

obparu micie. daiin 36epiraetbes B popmari gITF.

Infinge Termain Gensmticr

3D Files

Cancel
HOW MAP

Place Player 1 ' s @ Generate

Puc. 3.14. 36epexxeHHst MoJiel TPUBUMIPHOTO JaHamadty
3.2. TecryBaHHsI pOOOTH MPOTrPAMHOI0 3a0e3MeYeHHsI

HpOBeI[eHO TCCTyBAaHHA IMPOIrpaMHOI0 AOAATKY JId BUABIICHHS Ta YCYHCHHA

nedeKTiB Ta mpooIIeM.

Taomung 3.1
Pe3ynbraTn TecTyBaHHS
Cuena Bxigni mani OuikyBaHi JlaH1 CrnoctepexeHi TaHi
3MiHa 3MIHIOETLCS TaHENb 3 )
3MIHIOETHCS TTAHEb 3
aANTOPUTMY y | HAJTAIITyBaHHSIMUA .
i ) HaJIAINTYBAaHHSIMH BX1THHX
MEHIO 1110 BXIJTHUX IMapaMeTpiB
JTAaHUX AJTOPUTMY
Mentro BUIIa1a€ aJrOPUTMY
enaryBaHHs OO0Opanuii aropuT™M .
peaary p PHTM OO0panuii anropuTm
Mall BUCOT Hatuck Ha BUKOPHCTOBYE BX1JIHI ..
BUKOPHCTOBYE BXIiJIHI
KHOTIKY TapaMeTpH Ta [mapaMeTpy Ta B1JOOpaxye
«Generate» BiI0Opakye MaIry PaMetp paiky
. MaIry BUCOT Ha IOJIOTHI
BHCOT Ha IIOJIOTHI
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[Tponorxenus Tadmuii 3.1

3MACHIOETHCS
CUMYJISIIISA epo3ii
Mary BUCOT BKa3aHy

3MIHCHIOETBCS CUMYJISIIIS
€po3ii MaIy BUCOT BKa3aHy

Hartuck Ha KUIBKICTB 1TEpartii. .. ) -
KUIBKICTB 1TEpaliii.
KHOIIKY PesynbTar .
. Pesynbrat BiioOpakaeTbcs
«Erodey B1JI00pakaeThCs )
: 3aJI€KHO B1J] TOTO, Ha 1[0
3aJIe’KHO B1J] TOrO, Ha
JTUBUTHCS KOPUCTYBAY.
110 JUBUTHCS
KOPHCTYBaY.
Hatnck Ha
KHOIIKY
PesynbTaTom € nuiie
«Merge» komu PesynpraTom € mure
3reHepoBaHa Mara
He Oyna 3reHepoBaHa Mara BUCOT
BHUCOT OOpaHUM
3reHEpOBaHA 00paHUM aJITOPUTMOM.
AJTOPUTMOM.
[IOYaTKOBA
Maria BUCOT.
Hatuck Ha
KHOTIKY PesynbpTaTom € PesynbpTaTom €
«Merge» ko | CIiBBIIHOIIEHHS M | CITIBBIIHOIIEHHS MiX
Oyna 3T€HEPOBAHOIO Ta 3T€HEPOBAHOIO Ta
3TeHEepOBaHa | MOYATKOBOKO MallaMH | IIOYaTKOBOKO MallaMH
[IOYaTKOBA BHCOT. BHCOT.
Mara BUCOT.
Hatnck Ha
KHOIIKY Ha nmouarkoBy

«Merge» konu
OyJso obpaHo
THIITUH pO3MIp

HAKJIa1a€ThCS
3reHepoBaHa
MacmradboBaHa Mara

Ha nouaTtkoBy
HaKJIaIA€ThCSl 3TEHEPOBaHA
MacirraboBaHa Mama BUCOT

MeHnto . 3 00paHuM
HIXK B BUCOT 3 00paHuM o
penaryBaHHs . o CIIBBIJHOIIICHHSIM.
MIOYaTKOBIM CI1BBIAHOIIIECHHSIM.
Marl BUCOT :
Marii BUCOT.
Hatuck Ha Kamepa nounnae
KHOIIKY JTMBUTHCH Ha Kamepa nmouynHae TUBUTHCH
«Show TPUBUMIPHUI Ha TPUBUMIPHUH JaHamapT
Terrainy manamadr
OO0panuii anropuT™M .
p PHIM OO0panuii anropuT™M
Menro Hatuck Ha BUKOPUCTOBYE BX1/IH1 ..
BUKOPHCTOBYE BXiJIHI
penaryBaHHS | KHOTIKY napameTpu Ta
napameTpu Ta reHepye
nangmadry | «Generatey re’Hepye Janamadr 3
naHamadT 3 Mary BUCOT
MaI BUCOT
Haruck na Kamepa nounnae
Kamepa nounnae nuBuTHCH
KHOIIKY JTUBUTHCH HA MaITy
Ha Mamy BUCOT
«Show Map» | Bucor
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[Tponorxenus Tadmuii 3.1

[Tanens
HaJlalTyBaHHS
Hatuck Ha aJIrOPUTMY [Tanens HamamTyBaHHs
KHOTIKY MIPUXOBYETHCHL. AITOPUTMY MTPUXOBYETHCHI.
«Show Shader | [Tanens [TaHens HaAMITYBaHHS
Parametersy HaJaITyBaHHSI menaepy BigoOpakaeTbes.
menaepy
B1JIOOpaKaETHCA.
[Tanens
HaJaIITyBaHHS
N [Tanens HanmamITyBaHHs
Hatuck Ha mieinepy .
mehaepy NPUXOBYETHCHA.
KHOIIKY PUXOBYETHCS.
[Tanens HanMamITYBaHHS
«Show Input | [Tanens
AITOPUTMY
Parameters» | HamamTyBaHHS .
B1JIOOpaKa€THCH.
ANTOPUTMY
B1JI0OpaKa€eThCA.
[Tanens
HAJIAIITYBaHHS Jlesiki mapaMeTpu 3 maHesl
npuxoByeTbes. Ha He npuxoByeThes. [licns
Harnek ma TpI/IBI/IM}i, HUI 031\EH1eHIz;[ IIEPCOHAXKY Ha
kHomky «Place p p p P Y
Players nanamadT nauamadT, He MOXKHA
PO3MIIIYETHCS 3M1MCHUTU BEPTUKAIbHUM

MEPCOHAXK, TKHUM
MOKHA K€PYBaTH.

HaXHJI KaMCpH.

Ilepconax pearye Ha

Buxopucranns | 1ii KopucTyBaya.
KJIaBIIII BinOyBaeTncs [Tepconax pearye Ha nii
yIpaBJIiHHS B3a€EMOJIISI MK kopuctyBaua. Konaligepu
MIEPCOHAXKEM | KOJauaepaMu ITHOPYIOTh OJIMH OAHOTO.
Ha Ja”amadTi | JaHgmadTy Ta
MIEPCOHAXKA.
ITepconax
Haruck p OG’€eKT nepcoHaxy
o MPUXOBYETHCS.
KJIaBIIII1 Kanena npuxoByeThes . Kamepa
MOBEPHEHHS 3 P MOBEPTAETHCS 10 MaIu
) IIOBEPTAETHCS J10
YIIPaBJIIHHS BUCOT. [Tanens
Manu BUCOT. [lanenn
EPCOHAKEM HaJaIITyBaHHS aJITOPUTMY
HaJallTyBaHHS .
710 peAaKTopa ) B1JI0OpaKa€THCA.
B1JI00PaYKAETHCA.
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[Tponorxenus Tadmuii 3.1

Cnpoba
BBECTH HE
b poBUit Bynp-axi He udposi ) )
bp y bp Byab-ski He udpoBi
CHMBOJI B ITI0JIE | CUMBOJIH
CHUMBOJIA BUAAJISIIOTHECS 3
Seed s BUIAISAIOTHCS 3 ITOJIS
) .. rioJis seed.
HECKIHUYEHOT seed.
resepartii
CBITY
3aBaHTaXy€eThCS
cIleHa 13 )
Hartuck Ha ) 3aBaHTaXy€eThCs CIICHA 13
HECKIHYEHHOIO ) :
KHOIIKY . ) HECKIHYCHHOIO IeHepaIli€ro
. TCHEpaIli€ro CBITY. )
«Infinite CBIiTy. 3HAYEHHS 3 IO
. 3HaYeHH 3 10 o
Terrain . seed npuiiMaeTbCs SIK
: seed mpuiiMaeThCs SIK
Generation» 3€pHO BUITQKOBHX YHCEIL.
3epHO BHITAIKOBUX
YHCell.

[Ipu TectyBaHHi Oyno BUABIECHO psa nNomuiok. Hampukian, Oynu mneBHi
neeKTH B MOBEIHIIl KaMepu IrpoBOr0 IMEPCOHAXKA, 4Yepe3 BIACYTHICTb y HBOTO
KOMITOHCHTiB mNakyHkKy Cinemachine, sikuii BUKOPHUCTOBYEThCS Ha Kamepax IpH
penaryBaHHi Man BUCOT. PilieHHsIM Mo>ke OyTH BIAKIIOYEHHS HETTOTPIOHUX KaMep IpH
poboTi 3 mepcoHaxkeMm. Takox Oys0 BUIPaBICHO MPOOJEMYy BiJICYTHOCTI B3a€MO/IIi
KOJaiepiB TmepcoHaxka Ta JaHamadry, ska Oyna 3yMOBIIEHa HEKOPEKTHUM

HaJallITyBaHHSM ILapiB.
3.3. CTBOpeHHs1 HA0OPY JaAHMX /IJISl AHAJII3Y

3 HULTI0 CTBOPEHHS HA0OPY JTaHUX IS MOAANIBIIOTO aHai3y OyJio peani30BaHO
knac DataSetCreator, sikuii BimoBigae 3a CTBOPEHHS MaCHUBY CTPYKTYP 3 iH(opmartiero
PO 3reHepOBaHi1 Manu BUCOT Ta 3aIMuc HOTo B .CSV (aii.

Jlnst 30epeskeHHsT pe3ysIbTaTiB poOOTH alIrOpUTMIB OYJIO CTBOPEHO CTPYKTYPY

CSVHeightMapData.

-

CSVHeightMapData

string Algorithm
int Size

int Feature

int Octaves

float Time
L.

Puc. 3.15. Ctpyktypa manux npo manu Bucor CSVHeightMapData
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CtpykTypa Mae 1’ siTh TOJIIB:

1. Algorithm: 36epirae Ha3By anropurmy.

2. Size: 30epirae po3Mip MOJIOTHA.

3. Feature moske 30epiratu pizHy 1HGOpPMAIIIO 3aJIEKHO BiJ] AJITOPUTMY.
Hanpuxman, B Diamond-Square e Roughness, y VVoronoi — PointCount, y
FractalPerlinNoise — Scale, DLA - StartPosition.

4. Octaves: BU3Hay4ae KUTbKICTh HaKJIaIaHHS ITyMYy OJIMH Ha OfHe a00 KiJIbKICTh
MaciTaOyBaHHS MOJIOTHA B anroputmi DLA.

5. Time: gac poOOTH aITOPUTMY.

Meton CreateHeightMapCSV npuiimae Ha3By daiiny, skuii motpidoHO Oyne

CTBOPHUTH, Ta IOYMHAETHCA 3 iHimiami3amii cimcky height_map_data.

CreateHeightMapCSV( csv_file name) {

List<CSVHeightMapData> height map data = O;
BinOyBaeThest MPOXOKEHHS B UK fOr 1O CTEMEeHIM JBIMKY JIJIs BU3HAUCHHS
po3mipy monotHa. s anmropurmy FractalPerlinNoise B naHomy BHIAAKy TakuM
YIHOM BH3HAYAIOThCS apaMeTpu Scale ta octaves.

for( pow_of_2 = 6; pow_of_2 <= 10; pow_of 2++) {
size = ( )Mathf.Pow(2, pow_of_2);
for( scale = 10; scale <= 100; scale+=10) {
for( octave = 1; octave <= 10; octave++) {

Jlnst  BUMIpIOBaHHST dYacy poOOTHM anropuTMIB B JIaHIM YacTUHI KOIY
BHUKOPHUCTOBYEThCA Kitac System.Diagnostics.Stopwatch.

System.Diagnostics.Stopwatch sw = 0);
sw.Start();

[,] height = FractalPerlinNoise.GenerateHeights(size, 0,
scale, octave, 0.5f, 2f, Vector2.zero, FractalPerlinNoise.NormalizeMode.Llocal,
FractalPerlinNoise.Noise.UnityPerlin);

sw.Stop();

[Ticnist poOOTH aNTOPUTMY OTPUMYEMO Yac HOTo pOOOTH, CTBOPIOEMO EK3EMILIISIP
crpykrypu CSVHeightMapData ta momaemo #oro g0 pasiiie OroJiomeHoro CIucKy
height_map_data.

height _map_data.Add( CSVHeightMapData
{

Algorithm = "FractalPerlinNoise",

Size = size,
Feature = scale,
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Octaves = octave,
Time = sw.ElapsedMilliseconds

CX0XXuM YMHOM BiJI0YBa€ThCS OTpUMaHHs i1H(OpMalii Mpo 1HII aIrOPUTMHU.
[Ticnst chopmMoBaHOTO CHHUCKY JlaH1 3alUCYIOThCA B (haiijl, Ha3Ba KO0 30epiraeThCs
sHaueHHsaM CSV_file_name, 3a qommomororo meroxy WriteToCsv.

WriteToCsv(csv_file name, height map_data);

Pe3ynbrat 3anucy JaHuX Mpo Mary BUCOT 300pa)kKeHO Ha pUCYHKY 3.16

Algorithm Size Feature  Octaves Time

FractalPer! 64 10 1 0
FractalPerl 64 10 2 0
FractalPer! 64 10 3 0
FractalPerl 64 10 4 1
FractalPer! 64 10 5 1

Puc. 3.16. Bmict cTBOpeHOT0 (haility 3 JaHUMU PO MAIMK BUCOT

HaOip maHux mpo YaHKH Mae iHmy cTpykTyp (puc. 3.17).

r

CSVChunkData

string UpdateMode
int ChunkCount

int ActiveChunkCount
int FPS

Puc. 3.17. Ctpykrypa nanux npo oHosieHHs yankiB CSVChunkData
Ha BigMiHy BiJ Mam BHUCOT CTBOPEHHSA Ha0Opy MaHMX MPO MOAM OHOBJIEHHS
YaHKIB BiIOYBAa€ThCA MMiJl Yac CUMYJISIIIT pyXy MepcoHa)ka 1o irpoBiid clieHi. ToMy B

JTAHOMY BHITQJIKy HaWKpAIIIMM BUITAJIKOM € BUKOPUCTAHHS KOPYTHHIB.

IEnumerator CreateChunkData( csv_file _name, delta_time,

rows_count=1) {
List<DatasetCreator.CSVChunkData> data= List<DatasetCreator.CSVChunkData>();

[Ticns  orosnomenns cnucky enementiB  CSVChunkData BinOyBaeTbes
O0OYHMCIIEHHS CEPEIHBOT KITBKOCT1 KaAPiB 3a CEKYH/LY.

rows_written = 0;
while(rows_written < rows_count) {
timer=0;

fps_counter=0;
while(timer < delta_time) {
timer += Time.deltaTime;




fps_counter++;

yield return

Jliis oTpuMaHHA 1HQOpMAIIT PO KUIBKICTh aKTUBHUX Ta 3aBAHTAXXECHUX YaHKIB
BUKOpUCTOBYEThCs Metox 3 kiacy InfiniteTerrainGeneration, sixuit BimmoBimae 3a
HECKIHYEHHY TeHeparlito JanamadTty ta 30epirae motpioH1 s aHaIi3y JaHi.

infiniteTerrainGeneration.GetInfoAboutChunks( all, active);
data.Add( DatasetCreator.CSVChunkData{

UpdateMode = infiniteTerrainGeneration.UpdateMode,

ChunkCount = all,

ActiveChunkCount = active,

FPS = fps_counter
1)

rows_written++;

[Ticis cTBOpeHHSI HA0OPY AaHUX BUKIHKAeThCst Metoa WriteToCsv st 3anmcy
ix B (paitn Tumy CSV.

}

DatasetCreator.WriteToCsv(csv_file name, data, append);

Pesynprar 3amucy gaHuxX nMpo 4aHkKW 300paxeHo Ha pUCYHKY 3.18.

UpdateMode ChunkCount ActiveChunkCount FPS

Square 81 73 292
Square 81 73 351
Square 80 73 353
Square 90 73 359
Square S0 69 360
Square 80 73 361
Square 90 73 360

Puc. 3.18. BMmict cTBOpeHOT0 (haility 3 JaHUMU TTPO YaHKH
3.4. Bizyaui3zauisi Ta aHaJi3 pod0oTH aNrOpUTMiB reHepauii

Jlnst 3miicCHeHHsT aHaii3y Ta Bizyandizaiii pe3ysbTariB OyJio BHKOPHUCTAHO
Google Colaboratory. Ile Oe3komrToBHa iHTepakTHBHA IUiaTGopma Juisi poOOTH 3
Jupyter Notebook B xmapi, pospobieHa Google. Bona m03Bojsie mnucatu Ta
BUKOHYBaTH Kon Ha Python, mo oco0auBO KOpPHCHO 151 HaBYaHHS, MOCHTIIKEHb y
rajxy3i MalllMHHOTO HaBYaHHS Ta aHamiizy gaHux. Colab Hamae mocTyn 10 MOTYXHUX
oOumncIoBaIbHUX pecypciB, TakuXx sik GPU ta TPU, 1m0 103B0sisi€ BUKOHYBATH CKJIA THI

oOuucieHHs 6€3 moTpeOu B JIOKATBbHIM BUCOKOTPOAYKTHBHINA TEXHIIT.
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Crneprry OyJio BUBEICHO BIUIMB 30UTHIICHHS KUTBKOCTI OKTaB B aJITOPUTMI
dpaxranbHoro mrymy Iepnina (puc. 3.19).

Impact of Octaves on Execution Time of FractalPerlinNoise

250 -

200

150 1 /.

Execution Time (ms)

100 4 /'

=i

2 4 6 8 10
Number of Octaves

Puc. 3.19. BruuB KuIbKOCTI OKTaB Ha yac pobotu (ppakranbHoro mymy I[epnina
[HIIIM TOMYJSIPHAM METOJIOM, SKHKM JIOBOJI YacTO BHKOPHUCTOBYIOTH JIJIS
reHepallii Mar BUCOT JijIs TpuBMMIipHOTO JanamadTy € Diamond-Square. Tomy 11ikaBo
Oysi0 6 MOPIBHATU MIBUAKICTH Horo poOoTH 3 (pakrtanbuum mymoM llepmina. Jlns
TOCSITHEHHSI KOHKYPEHTHOTO BUTJISITY BUKOPHUCTOBYETHCSI YOTUPH OKTABH HAKJIaTaHHS
mymy Ileprina.

Execution Time Comparison: FractaiPerlinNoise (4 Octaves) vs Diamond-Square

60

Execution Time (seconds)

20

FfactalPévlmNocse DiamondSquare
Algorithm

Puc. 3.20. Yac pobotu dpakranproro mrymy [lepnina ta anropurmy Diamond-Square
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Sk MoxxHa 6aunth anroput™ Diamond-Square mpaiiroe Habarato IIBHIIIE, Ta B

pe3yJIbTaTi CTBOPIOE JOCTATHRO MPHEMHUM 11yM (puc. 3.21).

Puc. 3.21. Pesynbratu pobotu dpakransHoro mymy llepmina 3 oktaBoro 4 (31iBa) Ta
anroputMmy Diamond-Square (cripaBa)

Jliga reHeparlii Maml BHCOT HECKIHYEHHOTO JaHAmagpTy OyJ0 BUKOPHUCTAHO

bpaxTanpaui mrym Ileprina yepe3 HACTyIHI BIaCTUBOCTI:

— IlIym Ilepnina Habararo 3pyuHiiie MacITabyBaTH.

— IIym Ilepnina m03BOJIsIE JIETKO PETYJIOBATH PIBEHb JeTalizaiii depe3
napaMeTpH, Taki SK MaciiTad, aMIUTITyAa, KITbKICTh OKTaB, IO 3a0e3mevye
OUTBIINK KOHTPOJb HAJ BUTJIAIOM JIAHIIA(TY.

— [Iym Ilepnina 3abe3nedye miaBHI Nepexoqu MK CYCIAHIMHM YaHKaMH, L0
i7IcalTbHO TIAXOAMTD JJIs TeHepallii HeCKIHYeHHOTo cBiTy, komm Diamond-
Square BuMarae J0IaTKOBUX OOYMCIEHBb JUIsI BUPIBHIOBAHHS MEX MIXK
YaHKaMH.

byno Takox Bi3yalli30BaHO BIUTMB PO3Mipy MOJOTHAa HAa MIBHUAKICTH POOOTH

BHUIIIE3TaJaHuX aIropuTMiB (puc. 3.22).
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Execution Time vs Size for FractalPerlinNolse (4 Octaves) and Diamond-Square

Algarithm

—o— fractalPedinNone

* DamonaSquare /
200 P

100 /

Execution Time (ms)

) s

Size

Puc. 3.22. IBuaxkicts pobotu dpaktanbHoro mymy Ilepiina 3 oktaBoro 4 Ta
anroputMy Diamond-Square Ha pi3HuX po3Mipax MoJI0THA
Sk moxHa GauntH, anroputMm Diamond-Square mBuie 3a GpakTaabHUN IIyM
[Mepnina mpu OyAb-IKKX po3Mipax mosotHa [43].
Ha yac po60TH TakoX BITMBAE KIJIbKICTh TOUOK B AJITCOPUTMI I'€HEpaliil aiarpam

Boponoro (puc. 3.23).

Impact of PointCount on Execution Time for Voronoi

Sze
64
— 128

256

4000 1

=12
1025
3000 1

2000 1

Execution Time {ms)

1000 1 R

20 40 60 80 100
Number of Points

Puc. 3.23. BruiuB KinbKOCTI TOYOK Ha yac poOOTH reHeparrii aiarpam Boponoro
Byno 3nificHeHo Bizyauni3allito BIUTUBY KIJIbKOCTI MacIITad0yBaHHS Ha yac poOoTH

anroputMy DLA 3aiexxHo Bij MoYaTKOBOTO po3mipy (puc. 3.24).
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Impact of Upscales on Execution Time for DLA by StartSize

Start Size
e I
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Puc. 3.24. BB KUTbKOCTI MaciiTadyBaHHs Ha yac poOoTu anroputmy DLA
3aJIEKHO B1J] TOYATKOBOTO PO3MIPY

Sx mokHa OayuTH, ANTOPUTM MPAIIO€ HAWIIBUIIIE y BHIIAJKy MEHIIOTO
MOYAaTKOBOTO PO3MIPY TMOJIOTHA, Maike 3 OyIb-SKOI KUIBKICTIO MaciiTaOyBaHb.
HalinoBuUIbHIIMM BUIAAKOM POOOTH aJITOPUTMY € 3 MOYATKOBUM po3mipoMm 1024,
SKUW B JAaHOMY BUTAJKY € MaKCHUMaJbHUM. [le MOKHA MOSICHUTH THM, IO MEPITUM
YaCTUHKAM Ba)KKO 3HANTH MOYATKOBY IIEHTPAJIbHY Ha BEJIMKOMY ITyCTOMY MPOCTOPI.

Takox Oyyio mpoaHaIi30BaHO JaHI MPO PI3HI MOJIM OHOBJIEHHS 4YaHKIB. Bruims
MOy OHOBJICHHSI Ha KUTBKICTh KaJIpiB B CEKyHYy (puc. 3.25) HE TaK CUILHO MOMITHO

SIK Ha KIJIBKICTh 3aBaHTaXeHUX (puc. 3.26) Ta akTUBHUX YaHKIB (puc. 3.27).

Comparison of FPS by UpdateMade

™ o % 7 aty LSV sen) \ “
s0.4 PYAHR Ini ot T AT R ANETE s A e

poog LN, Ve S et N Nl
by ' A RS S W NI
v \Aed » SR & AN A

FPS

Metre and UpdateMode

== ChunkCount - Square
ChunkCount - OnlyView

1 ) *= ChunkCount - ViewPreicad

] 0 40 0o » 00
Over Time

Puc. 3.25. BB Mo/ly OHOBJICHHSI YaHKIB Ha KIJIbKICTh KaApPiB B CEKYHAY
Moj oHOBNIEHHS 4aHKIB Square, sikuil 3aBaHTaXXye Ta B1I0Opa)xKye BCl YaHKU
HAaBKOJIO I'PaBIIs, TPU3BOJAUTH JI0 TPIIIKKA MEHIIOT KIJTLKOCTI KaJpiB B CEKYH]Iy HIXK JIBa
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1HII MOJIH, aje pi3HUIlA He BiauyTHa. Bin 3a0esneuye crabinpauii FPS, ane moxe
CIIO’KMBATH OLJIbIIIE PECYPCIB.

OnlyView nemoHCTpye epeKTUBHE BHKOPHCTAHHS PECYPCiB, OHOBJIIOIOYU Ta
BijoOpakatoun nuiie BuauMi 4ankd. lle mpusBoauth m0 crabimpHimoro FPS 6e3
PI3KUX MPOBAJIB.

ViewPreload mokasye xopoiry mpoayKTUBHICTb, ajie iepioquyHi nmpocaaku FPS
MOXYTh BKa3yBaTH Ha JOJATKOBI BHUTPATH PECypCiB TiJ dYac TOMEePEIHBOTO

3aBAHTAKCHHS YaHKIB.

Average ChunkCount for Each Update Mode

175 4

150 1

125 1

ChunkCount
-
g

e

25 4

Square OnlyView viewPreload
Update Mode

Puc. 3.26. BriiuB Mo/1y OHOBJIEHHS YaHKIB Ha KIJIbKICTh 3aBAHTAKEHUX YaHKIB
Ha pucynky 3.26 BUMAHO, IO MOAM, SIKi 3aBaHTAXKYIOTh BCl YaHKHA HABKOJIO
rpaBill, B CyMi 3aBaHTaXYIOTh Oijbine, Hixk Mox OnlyView, sikuii 3aBaHTaxye JHIIe

Tl, 5IK1 TpaBeLb MOXe OaYyuTH.
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Average ActiveChunkCount for Each Update Mode

ActiveChunkCoumnt

Square OnlyView vewPreload
Update Mode

Puc. 3.27. BrituB Mo1y OHOBJICHHS YaHKIB Ha KUTbKICTh aKTUBHUX YaHKIB
Ha BimMiHy Big 3aBaHTOKCHMX YaHKIB, KUIBKICTh AaKTUBHHX TIPH MO

ViewPreload nopiaroe OnlyView.
BHCHOBKHM 10 TPETHOT0 PO3IiTy

B pesynbrari HamucaHHS TPETHOTO PO3ALTY OYyJ0 OMHUCAHO KOPHCTYBAIbKHIA
iHTep(elic mporpaMHOro JoJaTKy. Byno HaBeiaeHO NMpUKIagu pe3yibTaTiB poOOTH
aJIrOpUTMIB reHepallii Man BUCOT Ta TPUBUMIPHOTO JIanamadTy. Takox 0yso onucaHo
MpOIIEC TECTYBaHHS MPOTPAMHOTO JOAATKY Ta HOTO pe3yibTaTh — OYJIO BHUSBIICHO
MEBHUM PsA AEPEKTIB Ta OMUCAHO IIJISAXH X BUPIIIECHHS.

byno peanizoBaHO Kjac, IO BIJANOBIJAE 33 CTBOPEHHSA HA0Opy AaHUX IPO
pe3ynbTaT TeHepalii KOKHUM aJIrOpUTMOM 3 PI3HUMHU BXIJHUMHU NapaMeTpamu Ta
iHdopMmanio 1mpo poOOTy MAOJATKY MNpPH PIZHUX MOJAX OHOBJEHHS YaHKIB B
HECKIHYEHHIH reHepaiii TpuBuMipHoro ganamadry. Li qani notiM Oyso 3amnuMcaHo B
(aiin .csv Ta 3aBaHTaxeHo y cepenonuiie Colaboratory.

3a momomororo Google Colaboratory Oyio mpoBeaeHO aHai3 3reHEpOBaHUX
JaHUX Ta BUKOHAHO Bi3yaui3alliro moOyaoBanux rpadikiB. B pe3ynbrari anamizy 0yio
BUSIBJICHO 3aJIOKHOCTI 4acy poOOTH BiJl KUTBKOCTI okTaB B ainroputMi Fractal Perlin
Noise. Takox Oyj10 BUSIBJICHO HE3HAYHUH BILTUB PI3HUX MOJIIB OHOBJICHHS JMHAMIYHOT
resepanii JaHamadry Ha KUIBKICTh KapiB B CEKyHAY Ta 3HAYHMM Ha KUIbKICTb

3aBAHTAKECHUX YaHKIB.
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BUCHOBKHA

B xoni BukoHaHHsS kBamidikamiiiHOT poOOTH OyJI0 JOCATHYTO 3HAYHUX
pe3yJbTaTiB y BHUBUYEHHI W 3aCTOCYBaHHI NOMYJSAPHHMX MIiAXOIIB A0 TeHeparlii
naHAmadTIB ITPOBUX CBITIB, 30KpeMa METOMIB, M0 0a3yloThCs Ha MIyMOBHX
JITOPUTMAX Ta IMITAIISX TPUPOTHUX MTPOIIECIB.

B po6oti Oyno po3risiHyTO OCHOBHI ICHYIOYI METOAM TeHepallii JaHamadgry.
Cepen HuX 3HauyHa yBara Oyna mpuaiuieHa mymy llepiina, SKUW TO3BOJISIOTH
CTBOPIOBATH PpEANICTUYHI JeTajal MOBEepXHI. TakoX pOo3MISAAIUCh aITOPUTMU
dbpakTanpHOI TeHepallii, fSKi HAJAlOTh MOXJIHWBICTH MacmTadyBaTH JdaHmmadr,
30epiratouu Jetani. [HIIMMH Ba)XJIMBUMHU METOJAaMU Oylid CUMYJISIIS €pO31iMHUX
MPOLIECIB JUIsl JOCSTHEHHS PEaiCTUYHOCTI (hOpMU JaHAIIA(TIB Ta METOJIM arperaiii,
Taki sk DLA, 11 cTBOpeHHS! HEPIBHUX 1 MPUPOJIHHUX MTOBEPXOHb.

byno nmnpencraBieHo AeTalbHUM OMUC  PO3POOJEHUX  AITOPUTMIB, 1X
immiemenTanis B Unity, a Tako) MOSCHEHHS MPUHIMIIB POOOTH METOMIB IS
CTBOPEHHS TPUBUMIPHOI CITKU. Bynu moGynoBaHi OJI0K-CXEMHU 1 JliarpamMu KJaciB, sKi
MOSICHIOIOTh OCHOBH1 e€Tanmu poOOTH ajropuTMiB 1 iX B3aemojito. Takox Oyso
peanizoBaHO HECKIHYEHHY TeHepaliio JaHamapTy 3a JOMOMOIOK BHKOPHUCTAHHS
YyaHKiB Ta piBHs aetaiizaiii (LOD).

Takoxx Oyn0 AeTalbHO OMMCAHO KOPUCTYBAILKUU 1HTEpdEc MporpaMHOTo
JOaTKy Ta HaBEACHO NPUKIAIMA pPeE3yiabTaTiB pPOOOTH aIrOPUTMIB. 3I1HCHEHO
TECTYBaHHS, SIKE MMOKAa3aJo Mpale3AaTHICTh PO3pO0IEHOr0 IPOrpaMHOro J0IaTKY .

3a J0MOMOroI0 Bi3yaui3alli pe3yJbTaTiB arOPUTMIB 3 PI3HUMHU MapaMeTpaMH,
OyJi0 BUSIBJIEHO X BIUIMB Ha 4Yac poOoTu. Takoxk, 3ajJeXHO BiJi OOpaHOTO MOIY
OHOBJICHHSI YaHKIB, MOXHa TOMITUTH PI3HY iX MOBEIIHKY Ta ii pe3yibTaT Ha
npane3aaTHICTh JOAaTKY.

B pesynbrari Oyno orpuMaHo poOOYMil MpPOTpaMHUNA JONATOK, SKUM HaIae
KOPHUCTYBauy BCl BayKIMBI MOKJIMBOCTI PeIakTOpa TakuX 00 €KTIB, SIK Mana BUCOT Ta
TPUBUMIPHUH JTaHAMIAQT.

B mopanpimioMy mpoeKT MOXHA PO3BUBATH PO3IIMPIOIOYN 1HCTpyMEHTapiit

peaaryBaHHs Man BUCOT Ta JaHamadry.
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Honatoxk A
daiin DLA.cS

using UnityEngine;
using System.Collections.Generic;
public class DLA : MonoBehaviour{
[SerializeField] private MapDisplay map_display;
static GameObject cubes_parent = null;
public const int UPSCALE_FACTOR = 2; // ®akTop 36inbleHHA po3Mipy ciTkwu
static int step = 1; // how often this dla was upscaled already
static readonly Vector2Int[] offsets = { new Vector2Int(©,1), new Vector2Int(1,0),
new Vector2Int(0,-1), new Vector2Int(-1,0) };
static List<Pixel> pixels;
static public Pixel mainPixel;
static Pixel[,] grid;
static float[] image;
public static float[,] RunDLA(int start_size, int upscale_count) {
step = 1;
// parent for cubes that are used for pixels visualisation
if(cubes_parent == null) {
cubes_parent = GameObject.Find("cubes parent");
if(cubes_parent == null) {
cubes_parent = new GameObject();
}
}else {
foreach(Transform child in cubes_parent.transform) {
GameObject.Destroy(child.gameObject);

}

// Tlo4aTKoBa reHepauis
grid = new Pixel[start_size, start_size];
image = new float[start_size*start_size];
pixels = new List<Pixel>();
// To4yaTkoBui nikcenb B uUeHTpi
Vector2Int start_pos = new Vector2Int(start_size / 2, start_size / 2);
mainPixel = new Pixel(start_pos, null, Pixel.PixelType.MAIN);
grid[start_pos.x, start_pos.y] = mainPixel;
pixels.Add(mainPixel);
System.Diagnostics.Stopwatch sw = new System.Diagnostics.Stopwatch();
sw.Start();
AddPixels(PixelsPerStep(grid.GetLength(0), 0));
UpscaleTexture();
sw.Stop();
// TeHepauia nikcenis 1 3B'A3KiB Ha KOXHOMY eTani
for (int step = 9; step < upscale_count; step++) {
sw.Restart();
UpscaleGrid();
AddPixels(PixelsPerStep(grid.GetLength(©), step+1));
UpscaleTexture();
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sw.Stop();
}
int n = image.Length;
int size = (int)Mathf.Sqrt(n);
if (size * size !=n) {
Debug.Break();
return new float[0,0]; // wtf is that
}
image = GaussBlur(image, size);
// 1d -> 2d
float[,] matrix = new float[size, size];
for (int i = 0; i < size; i++) {
for (int j = 0; j < size; j++) {
matrix[i, j] = image[i * size + j];

}
// finding min & max
float min = int.MaxValue;
float max = int.MinValue;
for(int i = 9; i < matrix.GetLength(0); i++) {
for(int j = 0; j < matrix.GetLength(1); j++) {
if(matrix[i,j] > max) {
max = matrix[i,j];
}
if(matrix[i,j] < min) {
min = matrix[i,j];

}
// normilizing
for(int i = 0; i < matrix.GetLength(0); i++) {
for(int j = 0; j < matrix.GetLength(1); j++) {
matrix[i,j] = Mathf.InverseLerp(min, max, matrix[i,j]);

}
}
return matrix;
}
public static int PixelsPerStep(int size, int step) {
return size * (step == 0 ? 1 : step);

static void AddPixels(int amount=1, bool on_edge=false) {
if(amount < 1) {
return;

}

Vector2Int randomPos;
int width = grid.GetLength(0);
int height = grid.GetLength(1);

for(int 1 = 0; 1 < amount; i++) {
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if(on_edge) {
// Randomly choose which edge to pick from: top, bottom, left, or

right
int edge = Random.Range(9, 4);
randomPos = edge switch
{
// Top edge
@ => new Vector2Int(Random.Range(@, width), 0),
// Bottom edge
1 => new Vector2Int(Random.Range(©, width), height - 1),
// Left edge
2 => new Vector2Int(©, Random.Range(9, height)),
// Right edge
3 => new Vector2Int(width - 1, Random.Range(9, height)),
_ => Vector2Int.zero,// Fallback
}s5
}
else {
randomPos = new Vector2Int(Random.Range(©, width), Random.Range(9,
height));

while(grid[randomPos.x, randomPos.y] != null) { // change position
untill grid element is null
randomPos = new Vector2Int(Random.Range(©, width), Random.Range(9,

height));
}
}
MovePixelToConnection(randomPos);
}
}
static void MovePixelToConnection(Vector2Int pos)
{

int size = grid.GetLength(9);
while (grid[pos.x, pos.y] == null)
{
foreach(var offset in offsets) {
if(pos.x + offset.x > 0 & pos.x + offset.x < size-1 && pos.y +
offset.y > 0 & pos.y + offset.y < size-1) {
if(grid[pos.x + offset.x, pos.y + offset.y] != null)

{
Pixel parent = grid[pos.x + offset.x, pos.y + offset.y];
Pixel new_pixel = new Pixel(pos, parent, Pixel.PixelType.New);
pixels.Add(new_pixel);
grid[pos.x, pos.y] = new_pixel;
break;
}

if(grid[pos.x, pos.y] == null) {
pos += offsets[Random.Range(0, 4)];
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// Correct possible overshoots over the grid.
pos.x = Mathf.Clamp(pos.x, 0, size-1);
pos.y = Mathf.Clamp(pos.y, 0, size-1);

}
static void UpscaleGrid() {

int oldSize = grid.GetLength(9);
int newSize = o0ldSize * UPSCALE_FACTOR;
grid = new Pixel[newSize, newSize];
CreateConnections(mainPixel);
foreach(var pixel in pixels) {
grid[pixel.position.x, pixel.position.y] = pixel;

}

static private void CreateConnections(Pixel pixel) {
Pixel[] children = pixel.children.ToArray();
pixel.children.Clear();
foreach(Pixel child in children) {
Vector2Int connecter_pos = pixel.position * UPSCALE_FACTOR +
(child.position - pixel.position);
Pixel connecter = new Pixel(connecter_pos, pixel, Pixel.PixelType.Mid);
pixels.Add(connecter);
// jiggle time !!!
Vector2Int ortho = child.position - pixel.position;
if(ortho.x > 1 ) {
ortho.x = 1;

}

if(ortho.y > 1) {
ortho.y = 1;

}

ortho = new Vector2Int(ortho.y, ortho.x); // swap x and y
if(ortho.x != 0)

ortho.x = ortho.x / Mathf.Abs(ortho.x);
if(ortho.y != 0)

ortho.y = ortho.y / Mathf.Abs(ortho.y);

int ran = Random.Range(9, 11);
if(ran >= 9) connecter.position += ortho;
else if(ran >= 7) connecter.position -= ortho;
child.parent = connecter;
connecter.children.Add(child);
CreateConnections(child);

}

pixel.type = Pixel.PixelType.Old;

pixel.position *= UPSCALE_FACTOR;

private static float[] GaussBlur(float[] image, int image_size) {
List<float> new_image_list = new List<float>();
for(int x = 9; x < image_size; x++) {
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for(int y = 9; y < image_size; y++) {
int mx = x * image_size;
int bx = x > @ ? (x-1) * image_size : mx;
int ax = x < image_size-1 ? (x+1) * image_size : mx;
int my = y;
int by =y >0 ? y-1: my;

int ay = y < image_size-1 ? y+1 : my;
// min middle max
float bxby = image[bx + by]; float bxmy = image[bx + my]; float bxay =

image[bx + ay];
float mxby = image[mx + by]; float mxmy
image[mx + ay];
float axby = image[ax + by]; float axmy
image[ax + ay];
float minWeight = 4f * (Random.Range(1l, 11) / 10f);
float midWeight = 8f * (Random.Range(1, 11) / 1of);
float maxWeight = 16f * (Random.Range(1, 11) / 10f);
float v = 1f / (4f*minWeight + 4f*midWeight + maxWeight) * (
minWeight*bxby + midWeight*bxmy + minWeight*bxay +
midWeight*mxby + maxWeight*mxmy + midWeight*mxay +
minWeight*axby + midWeight*axmy + minWeight*axay

image[mx + my]; float mxay

image[ax + my]; float axay

)5

new_image_list.Add(v);

}

return new_image_list.ToArray();

}

static void UpscaleTexture() {
CalculateValues();
int image_size = grid.GetLength(9);
// place current grid on the image
for(int x=0; x<image_size; x++) {

for(int y=0; y<image_size; y++) {

float v = grid[x,y] !'= null ? 1f - 1f / (1f + ©0.5f * grid[x,y].value)
of;

int index = x * image_size + y;

float fv = 1f - 1f / (1f + (1f / step) * v + 1.25f * image[index]);

image[index + 0] = fv;

}

++step;

// upscale the current image

List<float> new_image list = new List<float>();
float multiplier = 1f / UPSCALE_FACTOR;

for(int x = 0; x < image_size * UPSCALE_FACTOR; x++) {
for(int y = 0; y < image_size * UPSCALE_FACTOR; y++) {
int mx = (int)Mathf.Floor(x * multiplier) * image size; // mx - middle
pixel.x
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int bx = x > @ ? (int)Mathf.Floor((x - 1) * multiplier) * image_size :
mx; // bx - pixel.x on the left from middle.x one

int my = (int)Mathf.Floor(y * multiplier); // same but with y

coordinate

int by =y > 0 ? (int)Mathf.Floor((y - 1) * multiplier) : my;

float v = 0.25f * image[bx + by] + 0.25f * image[bx + my] + ©.25f *
image[mx + by] + ©0.25f * image[mx + my];

new_image_list.Add(v);

}
image = new_image_list.ToArray();
new_image_list.Clear();

image_size *= UPSCALE_FACTOR;
image = GaussBlur(image, image_size);
}
static private void CalculateValues() {
foreach(var pixel in pixels) {
if(pixel.children.Count == 0) {
int value = 1;
pixel.type = Pixel.PixelType.Last;
pixel.value = value;
Pixel parent = pixel.parent;
while(parent != null) {
value++;
parent.value = value;
parent = parent.parent;

}

public class Pixel{
public enum PixelType{
None ,New, Mid, Old, Last, MAIN
}
public PixelType type; // for visualisation
public Vector2Int position;
public Pixel parent; // this pixel is connected to parent
public List<Pixel> children; // pixels connected to this one
public float value;
public Pixel(Vector2Int position, Pixel parent, PixelType type) {
this.position = position;
this.type = type;

this.parent = parent;

children = new List<Pixel>();
parent?.children.Add(this);
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Jlonatok b

®daiin Erosion.cs:

using UnityEngine;
public class Erosion : MonoBehaviour {

public int seed;

[Range (2, 8)]

public int erosionRadius = 3;

[Range (0, 1)]

public float inertia = .05f; // At zero, water will instantly change direction to

flow downhill. At 1, water will never change direction.

public float sedimentCapacityFactor = 4; // Multiplier for how much sediment a

droplet can carry

too

public float minSedimentCapacity = .01f; // Used to prevent carry capacity getting
close to zero on flatter terrain

[Range (0, 1)]

public float erodeSpeed = .3f;

[Range (0, 1)]

public float depositSpeed = .3f;

[Range (0, 1)]

public float evaporateSpeed = .01f;

public float gravity = 4;

public int maxDropletLifetime = 30;

public float initialWaterVolume = 1;

public float initialSpeed = 1;

// Indices and weights of erosion brush precomputed for every node

int[][] erosionBrushIndices;

float[][] erosionBrushWeights;

System.Random prng;

int currentSeed;

int currentErosionRadius;

int currentMapSize;

// Initialization creates a System.Random object and precomputes indices and

weights of erosion brush

void Initialize (int mapSize, bool resetSeed) {
if (resetSeed || prng == null || currentSeed != seed) {
prng = new System.Random (seed);
currentSeed = seed;

}

if (erosionBrushIndices == null || currentErosionRadius != erosionRadius ||

currentMapSize != mapSize) {

InitializeBrushIndices (mapSize, erosionRadius);
currentErosionRadius = erosionRadius;
currentMapSize = mapSize;

}

public void Erode (float[] map, int mapSize, int numIterations = 1, bool resetSeed

= false) {

Initialize (mapSize, resetSeed);
for (int iteration = ©0; iteration < numIterations; iteration++) {
// Create water droplet at random point on map
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float posX = prng.Next(©, mapSize - 1);
float posY = prng.Next(0, mapSize - 1);
float dirX = 0;

float dirY = 0;
float speed = initialSpeed;
float water = initialWaterVolume;
float sediment = 0;
for (int lifetime = 0; lifetime < maxDropletLifetime; lifetime++) {
int nodeX = (int) posX;
int nodeY = (int) posY;
int dropletIndex = nodeY * mapSize + nodeX;
// Calculate droplet's offset inside the cell (0,0) = at NW node, (1,1)
= at SE node
float cellOffsetX = posX - nodeX;
float cellOffsetY = posY - nodeY;
// Calculate droplet's height and direction of flow with bilinear

interpolation of surrounding heights
HeightAndGradient heightAndGradient = CalculateHeightAndGradient (map,
mapSize, posX, posY);
// Update the droplet's direction and position (move position 1 unit
regardless of speed)
dirX = (dirX * inertia - heightAndGradient.gradientX * (1 - inertia));
dirY = (dirY * inertia - heightAndGradient.gradientY * (1 - inertia));
// Normalize direction
float len = Mathf.Sqrt (dirX * dirX + dirY * dirY);
if (len != 0) {
dirX /= 1len;
dirY /= len;
}
posX += dirX;
posY += dirY;
// Stop simulating droplet if it's not moving or has flowed over edge
of map
if ((dirX == 0 && dirY == @) || posX < @ || posX >= mapSize - 1 || posY
< 0 || posY >= mapSize - 1) {
break;
}
// Find the droplet's new height and calculate the deltaHeight
float newHeight = CalculateHeightAndGradient (map, mapSize, posX,
posY).height;
float deltaHeight = newHeight - heightAndGradient.height;
// Calculate the droplet's sediment capacity (higher when moving fast
down a slope and contains lots of water)
float sedimentCapacity = Mathf.Max (-deltaHeight * speed * water *
sedimentCapacityFactor, minSedimentCapacity);
// If carrying more sediment than capacity, or if flowing uphill:
if (sediment > sedimentCapacity || deltaHeight > 0) {
// If moving uphill (deltaHeight > @) try fill up to the current
height, otherwise deposit a fraction of the excess sediment
float amountToDeposit = (deltaHeight > ©) ? Mathf.Min (deltaHeight,
sediment) : (sediment - sedimentCapacity) * depositSpeed;

105



sediment -= amountToDeposit;
// Add the sediment to the four nodes of the current cell using
bilinear interpolation
// Deposition is not distributed over a radius (like erosion) so
that it can fill small pits
map[dropletIndex] += amountToDeposit * (1 - cellOffsetX) * (1 -
cellOoffsetY);
map[dropletIndex + 1] += amountToDeposit * cellOffsetX * (1 -
celloffsetY);
map[dropletIndex + mapSize] += amountToDeposit * (1 - cellOffsetX)
* cellOffsety;
map[dropletIndex + mapSize + 1] += amountToDeposit * cellOffsetX *
cellOoffsetY;
} else {
// Erode a fraction of the droplet's current carry capacity.
// Clamp the erosion to the change in height so that it doesn't dig
a hole in the terrain behind the droplet
float amountToErode = Mathf.Min ((sedimentCapacity - sediment) *
erodeSpeed, -deltaHeight);
// Use erosion brush to erode from all nodes inside the droplet's
erosion radius
for (int brushPointIndex = ©; brushPointIndex <
erosionBrushIndices[dropletIndex].Length; brushPointIndex++) {
int nodeIndex =
erosionBrushIndices[dropletIndex][brushPointIndex];
float weighedErodeAmount = amountToErode *
erosionBrushWeights[dropletIndex][brushPointIndex];
float deltaSediment = (map[nodeIndex] < weighedErodeAmount) °?
map[nodeIndex] : weighedErodeAmount;
map[nodeIndex] -= deltaSediment;
sediment += deltaSediment;

}
// Update droplet's speed and water content

speed = Mathf.Sqrt (speed * speed + deltaHeight * gravity);
water *= (1 - evaporateSpeed);

}
HeightAndGradient CalculateHeightAndGradient(float[] nodes, int mapSize, float

posX, float posY) {
int coordX

(int)posX;
int coordY = (int)posY;
// Calculate droplet's offset inside the cell (0,0) = at NW node, (1,1) = at SE

node
float x = posX - coordX;
float y = posY - coordY;
// Calculate heights of the four nodes of the droplet's cell
int nodeIndexNW = coordY * mapSize + coordX;
float heightNW = nodes[nodeIndexNW];
float heightNE = nodes[nodeIndexNW + 1];
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float heightSW = nodes[nodeIndexNW + mapSize];
float heightSE = nodes[nodeIndexNW + mapSize + 1];
// Calculate droplet's direction of flow with bilinear interpolation of height
difference along the edges
float gradientX = (heightNE - heightNW) * (1 - y) + (heightSE - heightSW) * y;
float gradientY = (heightSW - heightNW) * (1 - x) + (heightSE - heightNE) * x;
// Calculate height with bilinear interpolation of the heights of the nodes of
the cell
float height = heightNW * (1 - x) * (1 - y) + heightNE * x * (1 - y) + heightSW
* (1 - x) *y + heightSE * x * y;
return new HeightAndGradient() { height = height, gradientX = gradientX,
gradientY = gradientY };
}
void InitializeBrushIndices (int mapSize, int radius) {
erosionBrushIndices = new int[mapSize * mapSize][];
erosionBrushWeights = new float[mapSize * mapSize][];
int[] xOffsets = new int[radius * radius * 4];
int[] yOffsets = new int[radius * radius * 4];
float[] weights = new float[radius * radius * 4];
float weightSum = 0;
int addIndex = 0;
for (int i = 9; i < erosionBrushIndices.GetLength(9); i++) {
int centreX = i % mapSize;
int centreY = i / mapSize;
if (centreY <= radius || centreY >= mapSize - radius || centreX <= radius +
1 || centreX >= mapSize - radius) {
weightSum = 9;
addIndex = 0;
for (int y = -radius; y <= radius; y++) {
for (int x = -radius; x <= radius; x++) {
float sqrDst = x * x + y * y;
if (sqrDst < radius * radius) {
int coordX = centreX + Xx;
int coordY = centreY + y;
if (coordX >= 0 && coordX < mapSize && coordY >= 0 &&
coordY < mapSize) {
float weight = 1 - Mathf.Sqrt(sqrDst) / radius;
weightSum += weight;
weights[addIndex] = weight;
x0ffsets[addIndex] = x;
yOffsets[addIndex] = y;
addIndex++;

}

int numEntries = addIndex;
erosionBrushIndices[i] = new int[numEntries];
erosionBrushiWeights[i] = new float[numEntries];
for (int j = 9; j < numEntries; j++) {
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erosionBrushIndices[i][]j]
xOffsets[j] + centreX;
erosionBrushWeights[i][j]

(yOoffsets[j] + centreY) * mapSize +

weights[j] / weightSum;

}
struct HeightAndGradient {

public float height;
public float gradientX;
public float gradienty;
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Jonatox B
®daiin MeshGenerator.cs:

using System.Runtime.ConstrainedExecution;
using UnityEngine;
public static class MeshGenerator {

public static MeshData GenerateTerrainMesh(float[,] heightMap, float

height_multiplier, AnimationCurve _height_curve, int level_of_detail, bool
useFlatShading) {

// height_curve.Evaluate returns weird results when is used from differrent
threads at the same time

// so i create new one

AnimationCurve height_curve = new AnimationCurve(_height_curve.keys);

int meshSimplificationIncrement = (level of detail == 0)? 1: level of_detail*2;

int borderedSize = heightMap.GetLength (90);

int meshSize = borderedSize - 2 * meshSimplificationIncrement;

int meshSizeUnsimplified = borderedSize - 2;

float topLeftX (meshSizeUnsimplified - 1) / -2f; // makes posititon not
dependent on LOD

float topLeftZ = (meshSizeUnsimplified - 1) / 2f;

int verticesPerLine = (meshSize-1) / meshSimplificationIncrement + 1;

MeshData meshData = new MeshData (verticesPerLine, useFlatShading);

int[,] vertexIndicesMap = new int[borderedSize, borderedSize];

int meshVertexIndex = 0;

int borderVertexIndex = -1;

for (int y = 9; y < borderedSize; y += meshSimplificationIncrement) {
for (int x = 0; x < borderedSize; x += meshSimplificationIncrement) {
bool is_border_vertex = y == 0 || y == borderedSize-1 || x == 0 || x ==
borderedSize-1;
if(is_border_vertex) {

vertexIndicesMap[x,y] = borderVertexIndex;
borderVertexIndex--;

}else {
vertexIndicesMap[x,y] = meshVertexIndex;
meshVertexIndex++;

}

}

for (int y = 9; y < borderedSize; y += meshSimplificationIncrement) {
for (int x = 9; x < borderedSize; x += meshSimplificationIncrement) {

int vertexIndex = vertexIndicesMap[x,y];

// BipHimaemo meshSimplificationIncrement, ToMmMy wWwo npuv © BOHO BM3HAYAE
KopgoHu, borders, a mew noduHaeTcbA npu O+meshSimplificationIncrement

Vector2 percent = new Vector2 ((x-meshSimplificationIncrement) /
(float)meshSize, (y-meshSimplificationIncrement) / (float)meshSize);

float height = height_curve.Evaluate(heightMap[x,
y])*height_multiplier;

Vector3 vertex_position = new Vector3 (topLeftX +
percent.x*meshSizeUnsimplified, height, topLeftZ - percent.y*meshSizeUnsimplified);
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meshData.AddVertex(vertex_position, percent, vertexIndex);

if (x < borderedSize - 1 & y < borderedSize - 1) {
int a = vertexIndicesMap[x,y];
int b = vertexIndicesMap[x+meshSimplificationIncrement, y];
int ¢ = vertexIndicesMap[x, y+meshSimplificationIncrement];
int d = vertexIndicesMap[x+meshSimplificationIncrement,

y+meshSimplificationIncrement];

meshData.AddTriangle (a,d,c);
meshData.AddTriangle (d,a,b);

}

meshData.Finalise();
return meshData;

}
public class MeshData {

Vector3[] vertices;
int[] triangles;
Vector2[] uvs;
Vector3[] baked_normals;
Vector3[] border_vertices;
int[] border_triangles;
int trianglelIndex;
int borderTrianlelIndex;
bool use_flat_shading;
public MeshData(int vertices_per_line, bool use_flat_shading) {
this.use_flat_shading = use_flat_shading;
vertices = new Vector3[vertices_per_line * vertices_per_line];
uvs = new Vector2[vertices_per_line * vertices_per_line];
triangles = new int[(vertices_per_line-1)*(vertices_per_line-1)*6];
border_vertices = new Vector3[vertices_per_line*4+4]; // 4 lines + edges
border_triangles = new int[24*vertices_per_line];
}
public void AddVertex(Vector3 vertex_position, Vector2 uv, int vertex_index) {
if(vertex_index < 0) {
border_vertices[-vertex_index-1] = vertex_position;
}else {
vertices[vertex_index] = vertex_position;
uvs[vertex_index] = uv;

}
public void AddTriangle(int a, int b, int c) {
if(a<o || b<o || c<o)({
// then it triangle belonging to the border
border_triangles[borderTrianleIndex] = a;
border_triangles[borderTrianleIndex + 1] = b;
border_triangles[borderTrianleIndex + 2] = c;
borderTrianleIndex += 3;
}else {
triangles[triangleIndex] = a;
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triangles[triangleIndex + 1]
triangles[triangleIndex + 2]
triangleIndex += 3;

I 1]
n o
e e

}

// so the normal are consistant on the edges of chunks
Vector3[] CalculateNormals() {
Vector3[] vertex_normals = new Vector3[vertices.Length];
int traingle_count = triangles.Length/3;
for(int i = 0; i < traingle_count; i++) {
int normal_triangle_id = i*3;
int vertex_id_A = triangles[normal_triangle_ id];
int vertex_id_B = triangles[normal_triangle_id+1];
int vertex_id _C = triangles[normal_triangle_id+2];
Vector3 triangle_normal = SurfaceNormalFromIndices(vertex_id_A,
vertex_id_B, vertex_id_C);
vertex_normals[vertex_id_A] += triangle_normal;
vertex_normals[vertex_id_B] += triangle_normal;
vertex_normals[vertex_id_C] += triangle_normal;

}

int border_triangle_count = border_triangles.Length/3;
for(int i = 9; i < border_triangle count; i++) {
int normal_triangle_id = i*3;
int vertex_id_A = border_triangles[normal_triangle_id];
int vertex_id B = border_triangles[normal_triangle id+1];
int vertex_id_C = border_triangles[normal_triangle id+2];
Vector3 triangle normal = SurfaceNormalFromIndices(vertex_id_A,
vertex_id B, vertex_id C);
if(vertex_id_A >= 0) {
vertex_normals[vertex_id_A] += triangle_normal;

}
if(vertex_id_B >= 0) {
vertex_normals[vertex_id B] += triangle_normal;

}
if(vertex_id C >= 09) {
vertex_normals[vertex_id C] += triangle _normal;

}
for(int i = 0; i < vertex_normals.Length; i++) {
vertex_normals[i].Normalize();

}

return vertex_normals;

}

private Vector3 SurfaceNormalFromIndices(int id_A, int id B, int id _C) {

Vector3 point_A
Vector3 point_B

(id_A < @) ? border_vertices[-id_A-1] : vertices[id_A];
(id_B < ©) ? border_vertices[-id_B-1] : vertices[id_B]J;
(id_C < @) ? border_vertices[-id_C-1] :

Vector3 point_C
vertices[id_C];

Vector3 side_AB = point_B - point_A;

Vector3 side_AC = point_C - point_A;
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return Vector3.Cross(side_AB, side AC);
}
public void Finalise() {
if(use_flat_shading) {
FlateShaded();
}else {
BakeNormals();

}

private void BakeNormals() {
baked_normals = CalculateNormals();
}
private void FlateShaded() {
Vector3[] flat_shaded_vertices = new Vector3[triangles.Length];
Vector2[] flat_shaded_uvs = new Vector2[triangles.Length];
for(int i = @ ; i < triangles.Length; i++) {
flat_shaded_vertices[i] = vertices[triangles[i]];
flat_shaded uvs[i] = uvs[triangles[i]];
triangles[i] = i;
}
vertices = flat_shaded_vertices;
uvs = flat_shaded_uvs;
}
public Mesh CreateMesh(bool big boy=false) {
Mesh mesh = new Mesh ();
if(big_boy) {
mesh.indexFormat = UnityEngine.Rendering.IndexFormat.UInt32;
}
mesh.vertices = vertices;
mesh.triangles = triangles;
mesh.uv = uvs;
if(use_flat_shading) {
mesh.RecalculateNormals();
}else {
mesh.normals = baked_normals;

}

return mesh;
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