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PE®EPAT

[losicHroBanbHa 3amucka a0 KBamiikamiiiHoi podotu wmarictpa: 132 c.,

85 puc., 2 noa., 20 mxepen.

IMNPOUEAYPHE T'EHEPYBAHHA, UNITY3D, C#, TERRAIN, HEIGHT
MAP, MESH.

OO0’ €eKT TOCHIIKEHHSI — IPOrpaMHi 3aco0U reHepyBaHHS JaH ATy .

[Ipeamer mocaiKeHHsT — KOMIT FOTEPH1 iIrpu 3 MOBHOILIIHHUM a00 YaCTKOBUM
3aCTOCYBaHHSAM aJTOPUTMIB MPOIIETYPHOI reHeparii.

Merta poOOTH — CTBOPEHHS IPOTPaMHOI CUCTEMHU I TPOICTYPHOTO
reHepyBaHHs JIaHAmMAa@Ty 3 HaJaIlITYBaHHSIM IapaMeTpiB I'eHEPYBaHHS CaMOTO
nanamadTy, a TakKoX PI3HOTO POAY POCIHH Ta MPUPOTHUX 00’ EKTIB.

Marepianu, MeTOAM Ta TEXHIYHI 3acoOM: CTPYKTypHE Ta 00’ €KTHO-
OpieHTOBaHe TporpaMyBaHHs, cepeaa po3podku Unity Engine 3D 2019 ta Visual
Studio 2019, moBa niporpamyBanHs C#, IepCOHATLHUI KOMIT FOTEP 3 MPOIECCOPOM
AMD Ryzen 5 1400 mig ynpaBiiHHAM orepairiitHoi cuctemu Microsoft Windows
10.

Pesynpratu. CtBOpeno mporpamauii Windows-3aCTOCYHOK, KepOBaHHUI
KJIaBIaTypol0 Ta MUIIKOIO, 3 SIKHM B3a€EMOJII€ KOPUCTYBad IS HaJIAITyBaHHS
napameTpiB reHepyBaHHSI.

BucnoBku. Po3pobreHo mporpamMHy cuUCTeMy SKa 3a JIOMOMOTOIO
ANTOPUTMIB TPOIIEYPHOI TEHepallli CTBOPIOE €IeMEHTH JaHamadTy sKi
MOTEHIITHO MOXJIMBO BUKOPHUCTOBYBaTHM Yy MalOyTHIX Bigeo irpax abo
CUMYJISIIISX.

["amy3bp BUKOpUCTAHHS — MPOIEAYPHE CTBOPEHHS JAaHAIIAPTY IS PI3HOTO
poay irp mpo BUKUBaHHS a00 cTpaTerii, abo AJist CTBOpeHHs 6a30Bory JaHAmapTy
JUI TPU 3 TOJAJBIIOI KOpeKIliio 3a gomoMoror Unity3D. A TakoX CTBOpEHHS

KpacUBUX NPUPOJHUX JAHAMIAPTIB JJIs1 JEMOHCTPAIIH.



Exonomiuna edextuBHicTb. TepMmiH po3poOku JaHamadTy CyTTEBO
3MEHIIY€ETHCS, BIAMOBIIHO JO I[OIO 3MEHIIYIOTHCS TaKOXK 1 BUTpaTH Ha cam

MPOEKT.



ABSTRACT

Explanatory note to the qualifying work of the master: 132 pages,

85 figures, 2 appendixes, 20 sources.

PROCEDURAL GENERATION, UNITY3D, C # TERRAIN, HEIGHT
MAP, MESH.

The object of research - software for landscape generation.

Subject of research - computer games with full or partial usage of
procedural generation algorithms.

The purpose of the work is to create a software system for procedural
landscape generation with the adjusting of the landscape generation parameters
itself, as well as various plants and natural objects.

Materials, methods and technical means: structural and object-oriented
programming, development environment Unity Engine 3D 2019 and Visual Studio
2019, C # programming language, personal computer with AMD Ryzen 5 1400
processor running Microsoft Windows 10 operating system.

Results. A Windows-based keyboard-and-mouse-controlled software
application has been created that the user interacts with to configure generation
settings.

Conclusions. A software system has been developed that uses procedural
generation algorithms to create landscape elements that can potentially be used in
future video games or simulations.

Scope - procedurally creating a landscape for different kinds of survival
games or strategies, or to create a basic landscape for the game with subsequent
correction with the help of Unity3D. As well as the creation of beautiful natural
landscapes for demonstrations.

Economic efficiency. The term of landscape development is significantly

reduced, accordingly, the costs of the project itself are also reduced.
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AAA —triple-A game;
C# — ¢ sharp language;
PC  —personal computer;

PCG — procedural generation.
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T'OJIOCAPIN

[Ipouenypna renepanis (anria. Procedural generation, ckop. PCQG) -
aBTOMAaTHUYHE CTBOPEHHSI IrpOBOT0 KOHTEHTY 3a jaomnomoroto anroputMmiB. PCG e
porpaMHe 3a0e3MeyYeHHs], AK€ MOXKE€ CTBOPIOBATH IIPOBUN KOHTEHT CAMOCTIHHO,
a00 CIUIBHO MPHU B3a€MOJIII 3 TpaBIsIMU a00 reiManzaiinepamu [1].

Unity - kpoc-matgopmoBa cepena po3poOKH KOMI'IOTEPHHUX irop,
po3pobiiena amepukancbkoro kommadiero Unity Technologies. Unity no3Bomsie
CTBOPIOBATH JOAATKH, 1110 MPAIIOIOTh HA OUTbII HIXK 25 pi3HUX MmiaaTdopMmax, 1o
BKJIIOUAIOTh TEpPCOHAIbHI KOMM'IOTEPH, IrPOBI KOHCOJI, MOOLIbHI MPUCTPOI],
IHTEpHET-A0IaTKH Ta 1HIII [2].

AAA («tpu A», aHTTIHCHKOIO BHUMOBIISIETBCS SIK «triple-A») — yMOBHa
MiZIMHOXMHA BiZICOirop, MO0 CTBOPIOIOTHCS W PO3MOBCIOIKYIOTHCS CEPEIHIMU 1
BEJIMKMMHU BUJIABHUIITBAMHU, 1110 3a3BHYail MalOTh 0arato KOIITIB Ha PO3POOKY i
pexiamy. UITKMX MIpWI HAJEKHOCTI MEBHOI Ipu 10 MiAMHOXKUHU AAA HeMmae,
TO 3a3BUYAM 17IETHCS MPO KJIAC MEPEIOBUX IrOp 3 BEIMKUM OIOJIKETOM, PO3poOKa
AKUX TIOB'i3aHa 31 3HAYHUM EKOHOMIYHHM PHU3MKOM 1 MOTpPeO0I0 BHUCOKHUX
MOKa3HUKIB 30yTy 3a1J1s1 3a0e31MeYeHHs TPUOYTKOBOCTI [3].

Heightmap - n1BoBUMipHHUI MacHB, KOKEH €JIEMEHT SKOT'0 IHTePIIPETYEThCS
AK BHCOTa. YacTo BHKOPUCTOBYIOTBCS B IporpaMax CTBOPEHHsS JaHAIIA(TIB
(Terrain), mo0 36epiraTe iHPOpPMAIIF0O PO BHUCOTY KOKHOI TOYKH MICIIEBOCTI.
BuUKOpHCTOBYIOTBCS TaKOXK y TEXHOJIOT1T Oammn-mamninry [4].

Terrain — Unity Engine Bkitouae BOymoBanuii Habip QyHKIIN JTaHamadTy,
SKI JIO3BOJIAIOTH J0JaBaTH JaHAmadTh 10 Bamoi rpu. Y peaakTopi MOXKHA
CTBOPUTH KiIbKa TUIMUTOK JaHAmadTy, HamamTyBaTH BHUCOTY 3a JOIMIOMOTOIO
heightmap a6o 30BHINIHIN BUTIISA BaIoro JaHAmadTy i T0AaTH 10 HBOTO JepeBa
a6o TtpaBy. Ilim wac BuxoHanHs Unity onTuMizye BOYyIOBaHWUW pPEHICPUHT
nanamadTy AJs TiABUIIEHHS €()EeKTUBHOCTI [5].

Mesh - ne cykynHicTh BepuiuH, pedbep Ta rpaHeH, siki BU3HA4Yal0Th GopMy

OaratorpaHHoro o0'ekTa y TPUBHUMIPHIA KOMM'IOTEpHIM Tpadiui Ta 00'eMHOMY
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MozentoBaHHl. ['paHsMu 3a3BUYail € TPUKYTHUKH, YOTUPUKYTHUKH a0O I1HIII
MPOCT1 OMYyKJ1 OaraTOKyTHUKH (TOJIICOHU), TaK SIK II€ CIPOIIYE PEHACPHHT, alie
CITKU MOXYTh TaKOX CKJIaJaTHCS 3 HaWOUIbII 3arajbHUX YBITHYTHX

0araToKyTHHKIB, 800 OaraTOKyTHHMKIB 3 OTBOpamu [6].
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BCTYII

VY nanuil mepioa yacy B HAIIOMY Cy4aCHOMY CBITI IrpoBa 1HAYCTpIs 3aiiMae
HE OCTaHHE MICIE B MEPENIKY po3Bar. 3 pO3BUTKOM IrpoOBOi IHAYCTPii BUHUKIIO BCE
Oinble Ta OUIbIIE JKAHPIB, aJle TAKOXK MOYaJId BUHUKATHU 1 IpoOsIeMH 3 po3poOKOI0
Ta IPUyMYBaHHSIM YOrOCh HOBOT'O Ta IHHOBAIIIMHOTO.

Ha nanuit MoMeHT icHye 11B1 OCHOBHI npooOnemu. Ilepmia — HeoOXIAHICT B
CTBOPEHHI IrpOBOr0 KOHTEHTY 32 MaJleHbKUI MPOMDXKOK yacy. ToOTO HEOOXiIHICTh
32 MIHIMQJIBHO MOKJIMBHM MPOMDKOK Yacy CTBOPUTH MPOTPAMHHM MPOMYKT, SKHH
no0pe mpairoe, B I[bOMY HaM 1 JoloMarae aBTOMAaTH3allisl MPOIECiB CTBOPEHHS.
Hpyra npobiema — 1e sIKicTb 00pOOKH IrpoBUX 00’ €KTIB, a caMe BiJOOpaKeHHS
BCiX 00’€KTIB MaKCUMAJIbHO PEaTiCTUYHO 200 y BIAMOBITHOMY CTHIII. AJie MOKH
110 3 I[i€F0 MPOOIEMOI0 MOKE HalKpaIle CIPaBUTHCS JIUIIIE JTIOANHA, HE JUBIISTINCH
Ha CIIPOOH CTBOPUTH HEHPOHHI MEPEXi K1 O MOTJIM TeHEPYBaTH TaKU KOHTEHT.

[IlopiuHO irpoBa IHAYCTpPis B CBITI 30UIbIIy€e CBOT 000OPOTH, 3aCTOCOBYHOYH
HOBI TEXHOJIOT1i, 30UIBIIYIOTHECA OIOJKETH Irop Ta HaMaraluuch 3pOOUTH IrpH
SKyMora OUTBIII CXOXKMMH Ha Halll peaibHUi CBIT. AJie Ha)kajdb MO0 CTBOPUTH
YyJI0BY T'py HOTPIOHO MaTH BEIHKI PECypcH, SK TPOIIOBI TaK W JIIOACHKI. Jlumr
OJNMHMII 37aTHI 3pOOHMTH Jeni0 IHHOBAIlIMHE 3 HEBEIIMKMMH BUTpaTtamu. | 1e €
OCHOBHOIO TIEPETIOHOI0 IS PO3POOHUKIB Irop 3 HEBEIMKUMH Oro/keTamu. Ha
JAHUH MOMEHT MM MOXEMO BHUIUIMTH TPU OCHOBHI IITXOJH JO CTBOPCHHS Bijlco
irop. Ilepmmii — irpu cTBOpEH1 MOBHICTIO JIFOJACHKOIO TIPAIICI0, a CaMe XYI0KHUKH
Ta IW3aiiHepU TPAIIOIOTh HAaJl CTBOPEHHSAM PI3HOTO POy MOJENEH Ta TEKCTyp s
IpU, 3aBISKH CTaHIAPTHUM IporpamaM JUisi CTBOPEHHS PECypciB IbOTO POJY.
Hpyruit  —  HamiBaBTOMAaTHYHHM,  KOJMW  JUIsl  CTBOPEHHS  KOHTEHTY
BUKOPUCTOBYIOTHCSA JOJATKOBI 1HCTPYMEHTH, SIKI MOXYTh TPUCKOPUTH dac
CTBOPEHHSI PI3HOMAHITHUX MOJIEJIEH Ta TEKCTYp, Ta BUIAIUTH 3 MPOIECY PYTUHHY
yacTuHy pobOotu. Tperii — 1e Maibke TMOBHICTIO, a IHKOJM 1 TMOBHICTIO
aBTOMATHYHUM CcHOCi0 cTBOpeHHs. Takuii MeToa BKIIOYae B cebe abo ckiaaHi

QIrOpUTMHU T€HEpYBaHHS, a00 HEHPOHHI MEpEexi, aje Ha)Kkajlb TaKUM CIOCI0 He
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MEHII JIETKUH Yy BUKOPUCTaHHI, Ta 9YaCTO HE 3aJ0BOJIBHSIE OUIKYBaHHWH pe3yJbTarT.
VYci 11 BapiaHTH aBXeX MalOTh CBOI HEAOJIKM Ta mepesard. Ilepmmid BapiaHT
HaJa€ HaWKpamui pe3ylibTaT, ajJKe BECh MPOIEC KOHTPOIIOETHCS JIOAHHOI U
BUKIIIOYA€ OUIbIY YaCTUHY NOXMOOK. AJle HaWOUIBIIMM HOro HEAOJIKOM €
JIOPOTOBH3HA, SIK CTOCOBHO BHUTPAuEHOTO IIIOJCHKOTO Pecypcy, Tak i CTOCOBHO
komTiB. ToMy Takuil minxij HailyacTille BUKOPUCTOBYIOTh BEJIMKI IrPOBi CTYyAll,
K1 MalOTh Ha 1€ pecypcH, Ta HazuBaroThest AAA[3]. Jpyruil BapianT BUCTyIIA€E y
AKOCT1 OajaHCy MDK 3arajJilbHUM 3aTpavyeHUM 4YacoM, Ta JIIOAMHO-TOAMHAMH, ae
pE3yJIbTaT BXKE BUXOIUTh HE TAaKUM SIKICHUM, SIK y TIEpIIOMY BapiaHTi. Tperid
BapiaHT HE € HAWMIPOCTIIIUM, SK BXXE TOBOPHJIOCS paHiIlle, Ta PE3yJbTaTH HOTO
BUKOHAHHS HE 3aBXKIU 3aJ0BOJIBHSIOTH SIKOCTI, aj¢ HE JUBJISYHCH Ha IIe HOTO
MOTEHITia)I TOBOJII Benukuid. OCHOBHA TiepeBara MpoleAypPHOrO TeHepyBaHHS Haj
3BHUYANHOIO TIPAIICIO JTIOAWMHHN y TOMY, 3a JOMOMOTOI0 CKJIQJJHUX aBTOMAaTH30BaHHUX
QITOPUTMIB MOKE€ TEHEpYyBaTUCS BENUKHI 00CSAT IrpoBOro KOHTEHTY, BIJ
MEePCOHAXIB, Ta TEKCTYyp AO IIIJIMX CBITIB, 1 BCe e O3 ydacTi JIoJUHH. Takuii
MiAX11 MOXKE€ 3HAYHUM YHHOM PO3IIMPUTH BaplaTUBHICTh IFPU Ta 3aBXIH
HiATPUMYBATH 1HTEpEC rpaBisd. Ajie HalMCaHa JAWIUIOMHA poOOTa Opi€EHTOBaHA Ha
BUKOPUCTAHHS JPYroro MeToay. AJDKE caMe TaKMM YUHOM MOKIIMBO OTPUMATH
HalKpalmui Ta ONTHUMAJIbHUM pe3yibTaT TeHEPYBaHHS, SKUH Oyae OJHOYACHO
IIBUKKAM 1 SKICHUM 3aBJISIKW CITIBIIpAIll JIFOJIMHHA Ta MAIIMHHU.

B naniii kBamidikamiitHiii po6oti Oyma po3idpana mpobiiemMa MporeaypHOi
re’epaiiii, a came mporeaypHoi renepariii Janamadty. OCHOBHA ifiesl B TOMY, IO
3aBISIKM  MOXJIMBOCTI 3MIHIOBAaTH MMAapaMeTpud  POCIWH, KaMiHHS, THIIIB
TEKCTYpYBaHsI IOBEPXHI, KPUTEPIIB AITOPUTMIB CTBOPEHHS BUCOT, a TAKOK 0a30BO1
BOAM Ta OeperiB, mporpama 3MOKE CTBOPIOBATH HaTypaibHl Janmmadtu. lle
BIIKpMBA€ MOXKJIMBICTh Y MailOyTHbOMY CTBOPIOBATH Pi3HI MpaBuja T€HEPYBAHHSI,
Ta MOAM(IKyBaTH MPOTpaMy TaKUM YHHOM, 00 CTBOPIOBAJIMCH MMOBHOIIIHHI ITPOBI

CBITH.
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MeToro [OCHIIKEHHS € BHUBYEHHS METOJIB MPOLEIYpHOi TIeHepauii
JaHAIA(TIB aBTOMAaTU30BAHUM YMHOM, a TaKOX pO3poOKa BIACHOI CUCTEMHU IS
CTBOPEHHSI JJaHAa(TiB B pealbHOMY Yaci.

O06’€KTOM IOCHIIPKEHHS € MPUPOJIHI MPAaBUJIa CTBOPEHHS JaHAAPTIB Ta iX
CKJIaJIOBUX, 3315l TOCSTHEHHS MAaKCUMaJIbHOI CX0KOCTI.

[IpenmeToM qOCTIKEHHS € aBTOMaTU30BaHE FeHEPYBaHHs JIaH A TiB.

Jl7ist po3B’si3aHHS TPECTaBICHUX 3aB/IaHb BUKOPUCTOBYIOTHCS TaKi METOIU
JIOCIIIKEHHS ;

—  aHami3 JpKepes mpo MpolelypHe reHepyBaHHs JIaHamadTiB 1 crmocoou
BUPIIICHHS I[i€] TpoOsIeMH;

—  TPOBEACHHA AaHAIOTil cepel ICHYOUMX Ha pUHKY irop 3
BUKOPHUCTAaHHSIM CUCTEM I€HEpYyBaHHS JIAHIIIA]TY;

—  00poOKa OTpUMaHUX pe3yJbTaTiB;

—  TOPIBHSUTBHUN aHAJII3 TPOTrPaMHUX MPOITYKTIB.

OnepkaHi pe3yibTaTH € HAOYHUM B1IOOpaK€HHSM TepeBar Ta HEIOIIKIB
aBTOMAaTHU30BAaHUX CHCTEM CTBOPEHHS KOHTEHTY. byino mpoBeneHo anani3
IpeAMETHOT 00JIaCTi Ta Ha OCHOBI IOr0o OyJI0 po3poOJIEHO MPOrpamMHy CHUCTEMY
3MaTHy TeHepyBaTH JaHAmA(pTH 3a 3aJaHUMH KPUTEPIIMU TEHEpyBaHHS.
Buxoasun 3 11boro MM MaeEMO MOXJIMBICTh JI0 CTBOPEHHS irop Ha OCHOBI IIi€l
reHepailii, a6o 0a30Boi CTpyKkTypu Ja"mmadTy s TpH, sSKa MOxe OyTh
BiJlpesaroBaHa B MalOyTHbOMY.

[IpakTyHe 3HaYEHHS OJIEPKAHUX PE3YIHTATIB TaKe:

—  TOTOBHUU MPOTpaMHUI MPOAYKT, sIKui reHepye nanamadptu y 3D;

—  TMPOBEICHHWM  aHaji3  METOAIB  ONTHMI3aIii  IPOIEAypHOIO
reHepyBaHHS,

—  TIPOBENICHMIA aHAJI3 ICHYIOUUX PIllICHb.



15

1 JOCJLI)KEHHS TPOBJIEMHU
MNPOLEAYPHOI TEHEPALII JAHJAIIA®TIB

1.1 3araabHi BiToOMOCTi PO nMpoueaypHe reHepyBaHHA

B uromy poznini Oyzae #Tu MOBa Mpo NMpoiieAypHe reHepyBaHHs KOHTEHTY Ta
Horo pizHoBuAM. Ilif KOHTEHTOM pO3YMIETHCS CTBOPEHHS PIBHIB TpH, KapTH
I'POBOTO CBITY, MpaBUJ TI'PHU, TEKCTYp, CIOKETIB, MPEIMETIB, KBECTIB, MY3UKH,
30poi, TpaHCIOPTHHUX 3ac001B, IEPCOHAXKIB 1 1HIIE. B paMkax 1iei poOoTu irpamu
BBAXKAIOTHCS KOMIT'IOTEpH1 BIA€O 1IrpH, HACTUIbHI 1rpu, KapTKOB1 IrpH,
rOJIOBOJIOMKM Ta 1HIII. ['OTOBHUM KpHUTEpieEM MpH CTBOPIOBAHHI TAaKOrO pOAY
KOHTEHTY € Te€, 10 BiH Ma€ OyTH MOBHICTIO irpaOelbHUM — i irpabesbHICTIO
Ma€ThCS Ha yBa3l 110 T'paBellb MOBUHEH OyTH B 3MO31 MPONTH CTBOPEHHI pPiBEHb,
MaTH MOXJIUBICTh BHKOPHCTOBYBATH 3IE€HEPOBAHI MPEAMETH, B3a€EMOJIISATH 3
IpPOLEIYyPHO 3r€HEPOBAHUMHU MEPCOHAKAMM TOILO 1HAKINE 3T€HEPOBAHUN KOHTEHT
HEMOYKHA BBa)KaTH YCIIIIIHO 3T€HEPOBAHUM [7].

Tepminu «mpouenypHa TeHepalis» BIJHOCUTBCA 1O KOMII'FOTEPIB, ajke
IpolleIypHa TeHepallisl SBISEThCSA MPOrpaMoI0 Ta Mae€ OYTH 3aIlyIIeHO y BHUTJISAII
OpoIelypU Ha KOMI'TOTEP], MICIs BUKOHAHHS SIKOT MM OTPUMYEMO SIKMICh KOHTEHT
JUI TIOAANBIIOrO BHUKOpHCTaHHs y rpi. Ilpu npomy 3 Takoi mpoueaypa Moxe
CKJIaJlaTHCS IUJIKOM ycsi Tpa abo BOHA MoOKe OyTH JIHINE 1HCTPYMEHTY SKWN
BUKOPHUCTOBY€E TeM Ju3aifHEp Ui JOCATHEHHsA Oa)kaHOTO pe3yNbTaTy MiJ vac

po3pobku rpu [7].
1.2 llpuxkaaau 3aaa4y NpoueaypHoOI reHepamii

MoXHO HaBeCTHM [JEKUIbKa KOHKTPETHUX MPUKIAIB BUKOPHCTAHHS
MPOLIETyPHOI TeHepallii: OAWH 3 HaWKpamux MPUKIAAIB TeHeparii 0e3 ydacTi
JIOJIUHU - 1I€ TeHepalis Mmif3eMellb B IPUTOJIHULIBKUX IrpaxX HAMpPUKIAJ TaKUX SIK

cepis irop The Legend of Zelda, B irpax Takoro poay irpoBuii CBIT CTBOPIOETHCS
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MIPY KOKHOMY 3amycKy. TakoX MpoIeAypHy T€HEpaIlit0o MOKHa BUKOPHUCTOBYBATH
3 METOI0 CTBOPEHHSI HOBHMX Bepciid 030poeHHA B irpax xaHpy RPG, Ttaka cucrema
MO>K€ TeHEepyBaTH HOBI TUIIM Ta Bapiallii 030poeHHs 0a3ysch Ha NESIKUX MpPaBUIIaX,
HaMpUKIaa 3aJ]eXHO BIiJ Jokalii, abo pi3HuX cratucTuk irpoka. llle omgHuM
3aCTOCYBaHHSAM IS ITi€i TEXHOJIOTIi € TeHEPYBAaHHS IUIUX T'OJIOBOJIOMOK, aye I1e
HAJ3BUYAHO CKIIAJHUN MPOLEC, AKUU MOTpeOye BENUKHUX 3YyCHIIb Ta CKIIAJHUX
pO3paxyHKiB a0u 3TeHEepOBaHa TOJOBOJIOMKAa Oyila YCIIIIHO PO3B’SI3yEMOIO.
3arajgpHU AJTOPUTM TPOIEAYPHOI TeHEpallil Mpame TaKUM YHHOM BHYTPIITHS
npoleypa irpoBOro JBWTYHY IIBHAKO TEHEPYE Ha ITpOBid Mari pPOCIUHH,
nanamadT, 3a3aieriap 3a7aHi abo 3reHepoBaHi y MpoIlleci J0AaTKOBI 00’€KTH;
TaKWil IHCTPYMEHT, J1a€ MOKJIMBICTh CTBOPIOBATH MArH JJIsl CTPATETTYHUX irop abo
IrOp BMJKMBAYIB, Ta B HACTYITHUX €Tarax 3a JIOMIOMOT'OK PI3HOMAaHITHUX 3aIUTIB 1
3a/IaHUX 3MIHAX MEepPepaxoBye Mamy s il MOJIMIIEeHHs] Ta 3T1THOCTI 3 OaKaHUM
PE3YNIbTATOM, & TAKOX MPOTOHYE BapiaHTH, IO JTO3BOJSIOTH 3pOOUTH MaITy OUIBIII
30aJIaHCOBAaHO, IIIKABOK Ta peIrpadelbHOI IO € OCHOBHHMHU KpHUTEPIsIMU
YCHIITHOT TpU. Y TOH K€ Yac, MPOCTUH peaaKTop KapT, IMTYYHHH 1HTEIEKT IS
HACTUIBLHOI I'pH 200 IHCTPYMEHT IHTErpallii CTBOPEHOI0 KOHTEHTY HE BIAHOCSATHCS
70 TPOIEIYypPHOI TeHepallii, aJp)ke BOHH KEpPYIOTbCS JIIOAWHOIO, a0 3aMiCcTh
IIIJTKOBUTO HOBOTO KOHTEHTY T€HEPYIOTh MependauyBaHUM Ta 3a37ajeriib 3a1aHui
PO3POOHHUKOM.

MeToro BUKOPUCTaHHS MPOIEAYpPHOiI TeHepallii Moke OyTH CTBOpPEHHS
ITPOBOTO KOHTEHTY 0€3 y4JacTi JIIOAWHH (1[0 MOXe OyTH SIK MEHIII 3aTPaTHO, TaK i
JoTioMaraTi reiMan3aiiHep y BHUPIIIEHHI IXHIX 3aBJaHb), PO3pOOKa IHIIUX THUIIIB
irop (TOMIMIIEHHSI MOKAa3HUKIB PI3HOMAHITHOCTI 1 peirpabenbHOCTI), amanTailis
irop Mg TpaBIs «HA JBOTY», TMOJINIICHHS KOHTEHTY 3a JOTOMOTOIO
ANTOPUTMIYHUX PIIICHb, a TAKOXK (popmaizallis reiMInu3aifHy K MHPOKY HAYKOBY
3agauy [7].

[lepmii mupoko BiOM1 3aCTOCYBaHHS MPOLEAYPHOI TeHepallii BIIHOCIThCS
no mnouatky 1980-x pokiB, KOJIM TMpuU OOMEKEHUX pecypcax KOMII'IOTEPIB

HEMOXJIMBO OYyJIO CTBOPIOBATH BEJIMKI 1 PI3HOMAHITHI CBITH sIKi OU OyJIM HATOBHEH1
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3r€HEpPOBAaHUM KOHTEHTOM, TOMY IMEpIli 3acTOCYBaHHS Oynau mnoB’sa3aHi 3 2D
irpaMu, Ta Taki ornepauii He OyJu HaBaHTAXKEH1 BEJTMKOIO KUIBKICTIO OOYHCIIEHb Ta
MpaBWJ TeHEpYyBaHHA. XapakTepHUMH NpHKIagaMu Takux irop € Rogue 1 Elite [7],

CKPIHIIOTH AKUX 300pakeHo Ha pucyHkax 1.1, 1.2.

Hits:29(29) Str:16(162) Gold: 718

Pucynok 1.1 - 3renepoBane migzemMeris rpu Rogue

Pucynok 1.2 - 'enepyBaHHs BUMAaIKOBO1 cucTeMH 3ipok B rpi Elite
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3 yacoM KOMIT'IOT€pU PO3BUBAIIUCS Ta iX pecypc cTaBaB Bce OumbiuM. lle
BIIKpUJIO JIBEpl Il BUKOPUCTOBYBAaHHS  MPOLEAYpPHOI TeHepalii B BEIUKHUX
KOMEPLINHUX Irpax Kl 3700yJd BEJIMKOI MOMYJSIPHOCTI 3aBISKU LOMY. AJKe
IHTEpeC A0 Tpu 30UIBLIYETHCS SAKIIO KOKEH IpaBellb OTPUMYE SKUHCh HOBHM
I'pOBHUI JOCBIA BIiJ MPOXO/KEHHS Ta MOXE JACKUIbKA pa3iB MEPEenpouTH CBOIO
yII00JIEHY TPy OTPUMYIOUM HOB1 eMoIlii Ta nmofii. Cepes Takux irop OyB pobOBUI
oorioBuk Diablo Big kommanii Blizzard. B miii rpi mpouneaypHa reHepaiis
3aCTOCOBY€ETHCS JJIsI CTBOPEHHS KapT, 4hciia MOHCTPIB Ta npeaMertis. [IpoueaypHa
reHepaiis TyT HE CTBOpIOBaja LUIKOBUTA HOBI MpeAMETH abo piBHI. Aje
3aCTOCOBYBAJACs K JOMOMIKHA (PYHKIIiS, Ika aBTOMaTUYHO BHPAaxXoOByBasla HOBI
XapaKTepUCTUKH [IJIsi 030po€eHHS abo penaryBajia JesiKi €JIeMEHTH  IrpOBHX

piBHIB.[ 7], Ha pucyHKY 1.3 300pak€HO MPOIETYPHO 3TeHEPOBAHE M1A3EMEILIS.

Pucynox 1.3 - I'pa Jlia6mo

Cepen ycix irop TOoro vacy HalOuibll Buuimunaca rpa Spore. B Hilt
PO3pOOHUKHU 3aCTOCOBYBAJIM YBECh MOTEHILIAN MPOIEAYPHOI TeHepallli HaCKLIbKH

e Oyjno MOXJIMBO B TOM uac. B Spore mporeaypHo reHepyBajocsi Maixe yce
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HaBKoJI0. Byno creHepoBaHO TUCSY1 CBITIB, AKl Y (opMi cPepUUHUX MIIaHET OyIH
PO3KHJAHI MO0 TaJaKTHIl B CHUCTEMaxX. 3aBIsKA IHCTPYMEHTY MPOLEIYypHOi
reHepaiii po3poOHUKH CTBOPUIIU JIOBOJI1 OaraTo CTapTOBUX IHOIUIAHETHUX 1ICTOT a
OJIHIEI0 3 TOJIOBHUX OCOONMBOCTEW Tpu OyJi0 T€HEpyBaHHS BMIIAJIKOBOi aHIMAIlii
3renepoBanux ictoT [7]. Ilpukian mpouenypHOro IeHEpYBaHHS 300paK€HO Ha

pucyHky 1.4.

Pucynok 1.4 - I'pa Spore 3 BUIajikoBO 3reHEPOBAHUMH BOPOTaMHU

Cepen irop cTpaTeriii mepior 3a CBOiM MaciTaboM BHAUIAIIACH cepii irop
Civilization. B wiif nponienypHa resepairist Oysia OCHOBHHM €JIEMEHTOM TelMILIes,
aJpKe IS KO’KHOI HOBOI Ta yHIKajabHOI mapTii moTpiOHO OyJj0 TeHepyBaTH HOBY
Marry. Mamna ckiajganacs ¢ TaljiB, sIKi CIIO4aTKy Oynu y popMi YOTUPUKYTHHKIB, a
MI3HINIE BUPOCITW N0 MIECTUKYTHUKIB 3 mpuxomoMm 3D. Tliaxiq mo Takoro
reHepyBaHHsA MOTPeOyBad CTBOPCHHSI PI3HOMAHITHUX CETIB TPAaBWI 3a SKUMH
OynyTh TeHepyBaTHCsA Taiiau Oa3yrounch Ha cycimHux Tainax. [lpuknan Takoi

reHepairii 300paxeHo Ha pUCYHKY 1.5.
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Pucynoxk 1.5 - Penakrop kaprt B rpi Civilization 1

B rpi Minecraft nponeaypHa resepaiiiss BUKOPUCTOBYETHCS ISl CTBOPEHHS
irpoBoro cBity [7]. OnHi€l0 3 OCHOBHHUX OCOOJIMBOCTEH MpPH CTBOPEHHI I'pu OYB
QNTOPUTM CTBOPEHHSI CHCTEMH IIe4yep, fAKI TOBHHHI OyTH PI3HOMAHITHHMH,
OpraHiYHO TMOEIHYBATUCA 3 IHIIMMHU T€YepaMHU Ta MAaTU CBOi BXOJH, SIKI MalOTh
BOyIOBYBaTHCA SIK B 3BUUAWHUN JTaHamadT Tak 1 B TopucTuii. [HIIIOI0 mpobieMoro
Oyna omTuMi3allis, OCKUIBKM 3T€HEPOBAHUN CBIT HAJI3BUYAWHO BEIMKHUH, 10
TPaHUIb SKOTO HEMOXXJIMBO MINTH HaBiTh 3a JeKUIbka MicamiB. Tomy Oyna
3aCTOCOBaHA TEXHOJIOTIS MIATPY3KHM MamM IiJ] 4Yacu T'pu TOOTO y paH Taimi 3a
JIOTIOMOTOI0  YaHKiB  (CMEMiaJbHUX 30H HEBEJIMKOro po3Mmipy). Illpuxman
3r€HEePOBAHOTO BIAKPHUTOTO CBITY MU MOXKeMo Oauntu Ha pucyHky 1.6. Ha HpOMY
300pakeHo (parMeHT Mamd 3 BHJIOM 3TOPH, Ha SKOMY MH MOXKEMO ITOOQYUTH
AKUMHU LIKaBUMU Ta PI3HOMAHITHHUMM NaTepHAMM 3reHepyBajacs L YacTUHA

CBITY.
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Pucynoxk 1.6 - Kapra cBiTy B Minecraft

Takox icHye aHajoriuHa MaiHKpadTy rpa sika Ha3uBaeThcs Terraria. Bona
TaKoXX 0a3yercs Ha MpoIeaypHil TeHepallii Maly KOXKeH pa3 MpHu 3allyCKy HOBOT
rpu. B OCHOBI JEXUTh TakoX IIyM, ane OcKimpku me 2D rpa, TO mmym
BUKOPHUCTOBYETHCS K y TEHEPYBaHHI Mo Bici X, JJIg TeHepyBaHHS OIHOMIB, Tak 1
JUIS TEHEpYBaHHS 1O Bici Y ISl TeHEPYBaHHS MedYep, Ta MIapiB PI3HUX MOPI i

3emuieto. [Ipukian 3reHepaBOHHOTO CBITY MPEICTaBICHHUHN Ha PUCYHKY 1.7.

Pucynok 1.7 - Kapra cBity B Terraria
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1.3 BukopuctanHs npoueaypHoi resepauii B pospooui The Witcher 3

OnuH 13 cydacHUX NPHUKJIAAIB MPOUEAYPHOI reHepallii MOXKHa MOOAunuTH y
JoKJIaal 3pobseHomy po3pooHukamu kommanii CD Project Red, sixi ctBOpmiiu
onHy 3 HainonyispHimux irop The Witcher 3 [8]. 3nauHor npobiemor npu
po3po0iii Tpu OyJ0 CTBOPEHHS BEJIMKUX BIAKPUTUX TpocTopiB. Y kommanii CD
Project Red Ha Toii wac Oyno HEZOCTaTHHO XYAOXKHHUKIB Ta AU3alHEpIB, AJIs
CTBOPEHHSIM BIJKPUTHX MPOCTOPIB, a/pKE KapTa T'PU HAJI3BUYAMHO BEJIMKA Ta JISI
MIOBHOTO 11 CTBOPEHHS pyKamMu Oyjo O BUTPAuCHO HAJA3BUYANHO BEJIMKA KiTbKICTh
gacy, abo Oyna O moTpiOHa ayke Beluka KOMaHjaa au3aiiHepiB. Taka mpobGriema
NpUMYyCHjIa PO3POOHUKIB IIYKATH PIMIEHHS IS MPHIIBHAMICHHS I[bOTO MPOIECY.
OpgHuM 13 3ampONOHOBAaHUX pillleHb OyJ0 CTBOPEHHS I1HCTPYMEHTIB s
TCHEPYBaHHS JIaHAMAPTIB Ta POCIMHHOCTI. Take pIlICHHS CTaJl0 HAWKpamuM 3
TOUYKH 30pYy 3aTPavu€HOro Ha HHOTO Yacy Ta PECypcCiB, Ta OTPUMAHOTO Pe3yJIbTaTy.

[IporpamicTi po3podwiin CrieiaibHUN aJIrOPUTM, BiH MIT PO3Ii3HABATH JBa
TUIIU TIOBEPXOHb: MPUPOJIHI Ta PYKOTBOPHI. J[0 MpUPOIHUX BIAHOCHUIIUCS TPYHT,
MICOK, KaMEHHCT1 €JIEMEHTH, a 0 PYKOTBOPHUX — IETiy, OpPYyKIBKY, JepeB’sHI
noBepxHi. lle m03BONMIIO MO-pi3HOMY HakmagaThd epekTh Ha OyIb-IKi THIH
MarepiajiB a alrOpuTM B CBOIO Yepry MIATOHSAB iX 3a 3aJaHUMU MapaMeTpaMu.
Hamnpukmnan, cHIr Mir BUTJISIaTH MOPI3HO MU 3aJIeKHO BiJl TOTO Ha SKIH MOBEPXHI
BiH 3HAXOJIMBCS, HA 3BUYAWHIN CTiHI a00 Ha TpyHTI. 3a JIOMOMOTOI0 IHOTO
PO3POOHUKH TPOTPAMHOTO MPOIYKTY 3MOTJIA OTPUMATH PI3HOMAHITHI KPacuBi T
HaTypajdbHI e(eKTH, HAmpHWKIaa Taki SK ITUIABHI TEPEXOJH MK TEKCTYpOIO
OpYKIBKM Ta TMPUPOJHOI TEKCTYPOIO 3€MJI, TaK MO0 MOXXKHA OyJIO PO3TIICHITH
KOHTYpH AESKUX OYyIM>KHUKIB, pUCYHOK 1.8.

Buxopucranus nporieypHoi TeHepairii J03BOJIMIO PO3CTABUTH IO MTOBEPXHI
TEKCTYpH HEBeNWKi O00’€KTH, Taki SK KaMeHI Ta TpaBy. MamoBaTtu Ta
HaJAIITOBYBATU TaKi 00’ €KTU Mij KOXKEH TUM MOBEPXHI a00 JIOKAI[II0 HAJ3BUYANHO

3aTpaTHoO.
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Pucynoxk 1.8 - Ilepexig mix TekcTypoto 3emui ta goporu y rpi The Witcher 3

OTxe 3aBISKH MPOLIENYPHIN TreHepallii XyJ0KHUKaM JTOBEJIOCh HaMaIOBaTH
JUIIE JIeCSITh BUJIIB TPaBH, a caM aJIFOPUTM BXKE 3MIHIOBAB X KOJIp I KOJIIp
NOBepXHI HA  SKii BOoHM 3Haxomwiucs. g  1bOro  JeBelI-apTUCTH
BUKOPHUCTOBYBAJIM MI'MEHTHY KapTy — TEKCTYPY JOKaIlil 3 BUJOM 3BEpXy B HU3BKIH
pO3aUIBHIM 37aTHOCTI. KoJlip KOHKPETHOTO IMOJIs YW JYyry HaKJIaJaBCcs Ha TPaBy
IpaJiEHTOM, TaKUM YHMHOM aOW JOCSATTH HATYpaJIbHOTO pe3yJbTaTy, a came II00
OJrbK4e 710 KOPEeHsT POCIIMHHICTD OyIia KOJILOPY 3€MIIi, B TOM CaMHM Yac sIK 3aBISIKH
Tpagi€eHTy YuM OJIMKYe 10 BEPXIBKM POCIWH THM OLUIbII BOHa 30epirana CBii
OpHUTTHABHUI KOJIip 1 HE MOPYIIyBaja BiATIHKY IJIOAIB Ta CYIBITh.

VY rpi «Binbmak» mpormenypHo 3reHepoBaHa TpaBa HE MEpeKpuBaja BXiTHI
TEKCTYpH, a JOMOBHIOBaNA iX. (7 mbOTO mporpamy HaBYHMIM BUAUIATH Ti MICIIS,
Ha SIKHX MOXKE IOCh POCTH, HANPHKIAA SIKII0O HA CTapii J0po3i € HEBEIMKa
KUTBKICTh 3€MJIi TO B I[bOMY MICTi MOK€ BHUPOCTH TpaBa. B mporieci renepyBaHHs
XYJO’)KHUKH Maji 3MOTY HaJallITOBYBaTH T'yCTHHY TpaBW. Takwii MiAXiJ J0/1aBaB
CXOXKOCTI 3 peaJlbHUM CBITOM, KOJM TpaBa Mpopoctae cepea OpykiBku. Llei
mapaMmeTp TpaIoBaB Ha MBOX piBHAX. CIOYaTKy alrOpUTM BU3HAYAB HACKIIBKU

IJIOCKa TEKCTypa TpaBU IMEpeKpUBajia 3eMJI0, Ta YA MOXKE Ha HIA pOCTH TpaBa
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3QJIEKHO Bi rpaaycy Haxwiy. [loTiM BIH HajmamToBYBaB caMy KUIbKICTb,
IUIOTHICTH Ta BUCOTY POCIMHHOCTI. B 3aJIe3KHOCTI BiJl IMX NapamMeTpiB XyJ0KHUKU
MOTJIM CTBOPUTH SIK TONYy CKajdy 3 MAaJeHbKMMH BKpAIUICHHSMHU TpaBH, TaK 1
3allOBHEHUM TpPaBOIO XOJOM. A TakoXX IIBHAKO HANAIITyBaTH sKa TpaBa [i€
MOBMHHA POCTH 3ajJIeKHO BIJ TIpaaycy Haxuiay noBepxHi. [lpukiaa Takoro

re€HEpYBaHHs TPABU HAaBEJICHO HA PUCYHKY 1.9.

Pucynok 1.9 - I'enepyBanns tpasu B rpi The Witcher 3

st cTBOopeHHs nepeB Ta KymiiB xyaoxHuku kommnanii CD Project Red
BUKOPUCTOBYBAJIM IHIIWWA 1HCTPYMEHT — TICH3JIUKA 3 HA0OpOM POCIMHHOCTI,
pucynok 1.10. Ix MoxHa Oyno HaTaIITOBYBAaTH MIiJi KOHKPETHY JIOKAIlio,
BKa3yIOYM HACHYEHICTH IPYHTY BOJOIO, KUIBKICTh COHSYHUX IMPOMEHIB 1 HaBITh
HaIpPsM PO3TMOBCIOKCHHS HACIHHS.

ANTOPUTMH TIEH3TIB PO3Mi3HABAM 0COOMMBOCTI penbedy. Hampuknan
BOHU BH3HAYaJIM, B SIKUX MICIAX BOJA MiJ Yac JOILy CTIKA€ MO CXWJIAX JOJIUH —
TaMm JIIC BUPOCTaB OUIbII TycTUM. B mponeci cuctema mopiBHIOBaia penbed 3
penbepomM CyCiaHIX JIOKallii, 100 BHU3HAYUTH TPAEKTOPIIO COHISI 1 HACKUIBKH

OCBITJIEHA TEPUTOPISL.
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Pucynok 1.10 - [HcTpyMeHT a1 cTBOpeHHsT pocauHHOCT1 y Tpi Witcher 3

VYci 310pani JaHi MOPIBHIOBAIKMCH 3 THIIAMH POCIUHHOCTI, SKI XYJIOKHHUKU
3aKiafand a0 TeH3mB Halip aepeB B TEH3MSAX MIBASHHOTO JIICY CHIIBHO
BIJIPI3HAETHCS BiJ TEH3IIB JUIS CBITJIMX TaiB HA MiBIHI, a TI B CBOI YEpry, Bij
POCIIMHHOCTI Ha T1PCHKiA MICIIEBOCTI.

SIk1o [t KOHKPETHOTO JIepeBa HE BUCTAa4yajao BOJAU ab0 COHIISA, TO TIEH3EIb
BUKJIIOYAB IIeW THUIT 13 JIOKamii. AJie TaKoX SKIIO pecypciB Oyo TOCTaTHBO,
00’€KTH BCE OJHO MOPIBHIOBAIUCS 3 33JJaHUMU «1/1€aTbHUMHA YMOBaMM».

Takoxk 11 TeH3mM JaBaiu Ppi3HI PE3ylNbTaTd IMPU TOBTOPHOMY
BUKOPHCTaHHI. SIKITO XyJ0KHUK BUKOPHUCTOBYE IO KiCTh HA OJHIN JTUISHIN OAUH
pa3, y HbOTO BHXOAWTH JIETKHI MIUTICOK: YarapHWK, OJHE CTOSYE JEepeBO. Aje
SKIIO TOBTOPUTH BUKOPHCTAHHS TIEH3JA, €(PEKT cTae OUIBI BHPAXKECHUM —
JarapHUKA PO3POCTAIOTHCS, a JEpPeB cTae Oumbmie Ta iX BHcoTa 3pocTtae. Ha
pucysnky 1.11 HaBezeHO peanbHUN CKPIHIIO 3 TpH. K MOXHA MOOAYUTH 3 IHOTO
CKpIHILIOTY PpO3pOOHMKAM BJIAJNOCSd BHUKOPUCTATH TMOTEHIiAl MPOLEIYpHOT

reHepanii He Jyisi camoi reHepallii HOBOro KOHTEHTY IiJl Yac T'pH, a JJisl CTBOPEHHS
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CHellaIbHUX I1HCTPYMEHTIB $K1 JOMNOMOTJM 3HA4YHO MPUIIBUALIUTUA MPOIEC

PO3pO0OKHU Ta OTpUMATH HAJ3BUYANHO KPACHBI Ta KUBOIKCHI MEeH3ax1.

Pucynok 1.11 - Cxpinmot rpu The Witcher 3

1.4 lllapu past npouexypuux 6iomi y rpi Horizon Zero Dawn

[Ipamtoroun Han rpoto Horizon Zero Dawn, nporpamictu kommanii Guerrilla
Games Tako>X BHKOPHUCTOBYBAJM MpolenypHy renepaiiito [9]. Ockiibku CBIT TpU
TAKOX JIOBOJII BEJIMKUN JOBEIOCS PO3POOJISATH aNrOpPUTM SKUM OW  JOTOMIr
KoMaH/1 JanamadT-gu3ainepiB. OTKe KOMaHAI MPOTPaMICTIB TOBEIOCS TaKOXK
pPO3POOUTH aNTOPUTM IJisi CTBOPIOBAHHS TOBEPXOHb. BOHM 3MOrNIHM po3poOUTH
TaKWW aNTOPUTM, SKHUI CTBOPIOBAB IMOBEPXHI HA OCHOBI MIAPiB.

['onoBHUM mapoM Oymna KapTa pOCIMHHOCTI, SIKa BHUTJISAaNA K KapTa BUCOT
y 4opHO-Oimomy BapianTi. Ha mioMy mapi Xymo>KHUKM BiAMIYaJId 30HU J€ Mir
pocTH JIC, TaKOX 3a JOMOMOTOI0 IIhOTO BHU3HAUanacs TycToTa Jicy. bimum
KOJBOPOM TIO3HAYAIKCS CaMi JUISHKM Ta TaKUM YWHOM BH3HAYAJIOCS TYIWHA

JI€pEB, YUM OUTIIIHI KOJIIp, TUM OUIBII T'YCTO POCTYTh AepeBa, pucyHok 1.12.
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Pucynok 1.12 - Kapra noOynosu nangmadty y rpi Horizon Zero Down

Takox Oyno moTpiOHO abu 3reHepoBaHl JIOKAIlli BUIISAAIH JOBOJI
PI3HOMAHITHO, a HE TUIBKU MPOCTO MpairoBaiu. {1 1boro XyaoKHUKaM B CTYAlT
JIOBEJIOCS] CTBOPUTH JOBOJII OaraTo pi3HOMaHITHUX IIAOJOHIB JJIsI POCIMHHOCTEH
pizHUX TUIIB. Takuii TpoIeC OJHO3HAYHO 3aiiMaB JESAKWUH dYac, aje e 3HAYHO
IIBU/IIE HIK BPYYHY MAaJIFOBaTH Ta MOJICTIOBATH yCIO Maly, Ta TaKUH MIIXing
JI03BOJISIE€ PO3MAPATICIIMTH IIPAII0 MK XYJ0KHUKAMH Ta JU3aiiHeEpaMu. Y CbOro TpH
moauuu B Guerrila Games 3aiiManucs HEMOCPEIHBO POCIMHAMU, Ta B pe3yJbTaTi
HamairroBaiau 500 THITIB POCIIMH, a B IIEW caMuil yac MIa0JIOHAMU 3aiiMaBCs JIMIIIE
OJIMH TeXHIYHUI XYJ0’KHUK, TAKUM YHHOM OYyJI0 36KOHOMJICHO JI0BOJII OaraTo yacy
Ta JIOJICBKUX PECYpCIB.

HanamryBapimm nmapamMeTpu reHepallii OJuH pa3, XyJI0KHUKH CTYAli MOTJIN
JIETKO CTBOPIOBATH BHW3HAUYCHI ITOEAHAHHS POCIMHHOCTI B PI3HUX 4YacTHHAX
JIOKAIid. ANTOPUTM OJTHAKOBO YCIIIIITHO MPAIIOBaB 1 3 TYCTUMU JIICAMHU, 1 3 TIOJISIMHA
3 yarapHUKaMu Ta TPaBOIo.

[Ilo6 ™momeni POCAMHHOCTI HE 3aBaKalu OJUH OJIHOMY, IJii KOXHOT

BKazyBaBca mnapametrp footpoint, sikuii 3agaBaB MIHIMAIbHY JHUCTAHIIO MIXK
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o0’ektamMu ofHOro Tumy. [{ns Toro mo0 pe3yapTaT HE BUIISAAB LITYYHHUM,
XYJOKHUKM HaJIAIITOBYBAJIM IapaMETpU sKI XaOTUYHO 3MIHIOBAIM JEsKl
XapaKTEPUCTUKH Ta JIOT1KY PO3MILLIEHHS.

B 3actocynky Horizon: Zero Dawn rpaBenp gociimkye 06arato pizHHUX
0i0MiB, - BIJ CEpPeIHbOEBPONMEHCHKUX JIICIB 10 3acHDKeHHX TyHAp. Cami
PO3POOHUKH HA3BalU iX «EKOCHUCTEMaMU»: 3 TOUYKM 30py IHCTPYMEHTYy e Oynu
IpocTo HAOOPH HANAIITYBAHb JJIsl CTBOPEHHS JIOKAII1i.

[Tapametpu 0ioMiB 3auinaiy HE JUIIE TUIH ACETIB, a M 1X PO3MOBCIOKEHHS,
a TakoX TMoOroay, Bi3yanbHi edekTd 1 3ByKoBi edektu. Tomy pesynbrar
reHepyBaHHs JIBOX PI3HUX THUIIB €KOCUCTEM HaBITh HA OJIHIN JIOKaIllil BUTJISIAB 110-
PI3HOMY - JKYHTJI1 Ha JICSIKI TOpi CUIIBHO BIAPI3HSUIMCS BiJl 3BUYAWHOIO JICY B TiH
e JIOKallli 1 3a THIamMu POCIMHHOCTI, a TaKOX IO iX pO3MOBCIOKEHHI0. Ha

pucysky 1.13 HajgaHO peanbHHUI CKPIHIIOT 3 TPH.

Pucynok 1.13 - Cxpinmor rpu Horizon: Zero Dawn

1.5 llpouenypHa renepanis citiB y rpi No Man’s Sky

VY 2017 poui Ha irpoBiii koH(epeHIil BUCTynaB po3poOHuK rpu No Man’s

Sky Ta po3mnoBiB yci noapoOuili reHepyBanHs KoHTeHTY y Ipi [10]. No Man’s Sky
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MO>XHO HAa3BaTH IOKPAIEHOK BEpCi€l0 Spore 3 TOYKM 30py 3aCTOCYBaHHS
aIrOpUTMIB mpoueaypHoi reHepaunii. B 1t rpi (pakTHyHO Becb KOHTEHT
reHepYEThCS MPOLEAYPHO, 3a BUKIIOUEHHSM MEPIIMX II'STH TaJIaKTHK B SIKUX
po3rnoynHae rpaBelb. TOOTO BCl iHINI TallaKTUKH, TUIAHETH, KOpaoiii, ICTOTH sKi
HACeNsI0Th IUJIAHETH Ta POCIUMHU TEeHEepylTbCd MNpoueaypHo. A cama Tpa
HapaxoBY€E COTHI TUCSY IJIAHET Ta CYMYTHHUKIB.

I'pa Oynm 3anHaaTo Benwka Ta 0Oe€3 MpOLEAYypHOi TeHepalii MpocTo
HEMOXKJIMBO Oys0 001MTHCS. ABXEX 3 TaKoi 11€€10 0/1pa3y BUHHUKAE psJ MpodsieM
HaBITh 3 3aCTOCYBaHHSAM IpoleaypHoi reHepamii. OCHOBHOIO METOIO0 OYJO0
CTBOPEHHS PI3HOMAHITHUX Ta irpabenbHUX CBITIB. [l 1bOTrO crovatrky Oysio
o0paHo MAXiJ AKUH BUKOPUCTOBYBCS Y MaHKpaTi, i1 TeHEpYyBaHHS OCHOBHOTO
JaHAmadTy IUTAHEeT, a caMe aJropuTM TPWIIHIAHOTO (UIBTPYBAHHS IIyma

[lepnina, pucynok 1.14.

Pucynok 1.14 - Ckpinmot rpu Minecraft 3 He Ty>ke HaTypajJbHOIO TE€HEPAIIEIO TIp
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AJe Takui MiAXiA MBUAKO BiANaB, aJke BIH JA0Ope MiIXOAUB JUIIE s
reHepyBaHHs CBITIB 3 KyOHKIB, TOOTO HE YK€ peaicTUHUYHUX. AJIKe aBTOp OauuB
IUIAaHETH CaM€ B TaKOMYy pEaJCTUYHO CTWIl 3aMICTh HE JYyXKe MPUPOJHO

HATypaJbHOIO SIK y MaitHkpadTi pucyHok 1.15.

Pucynok 1.15 - Jlangmadt sxoro nparnys orpumatu [llon Mioppeit

BinkunyBmm Bapiamito mymy [lepnmHa ska BUKOpPHCTOBYBajacsi B
MalHKpadTi KOMaHaa pPO3pPOOHUKIB MPOMOBXKUIIA MONIYKH. Jlpyruil BapiaHT KUt
BOHU BHPIIIWIA BUKOPUCTOBYBATH OyJIM TOJS sIKI cKiamanmucs 3 mymy [lepiina
BHUCOKOI IIUTBHOCTI, SIKUH BHUKOPHUCTOBYBABCs B irpoBOMY ABUTYH1 Space Engine.
Pe3ynbTaT Takoro mymy 300paxkeHuil Ha pucyHky 1.16, ame 1 umeil miaxig OyB
BIIKUHYTHH ajKe€ BWIJISIAAB 3aHAJITO OJHOMAHITHO, JAeTanl JaHgmadTy YacTo

MOBTOPIOBAIKCS, & y CXUJIIB OyJIM OJTHAKOBI TPaJIEHTH KOJIbOPY.
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Pucynok 1.16 - Jlanamadt orpumanuii B Terrengine

[Ticna nporo mpoananizyBaBmiu DEM Data Trainer — gaHHI NP0 BUCOTY
HAIIOTO peajbHOTO JaHAmadTy, KOMaHIa pO3POOHHKIB Hamarajacs 3aJaTh
OuTBIIIe 3MIHHUX Ha OCHOBI IIUX JaHUX, JIJIs KoperyBanHio mymy I[lepmina. Lle mamo
OUThII HAOMMKCHUH pe3yibTaT SIKMM 300pakeHO Ha pucyHKy 1.17, ame 1 uew
iAX1T HE JayXe 3aJ0BUIBHMB iX. AJpke Takuil JaHamadT BUTIISIAB HE JTyKeE

I[IKaBUM Yy paMKax irpu 3 COTHSAMH THCSY TIJIaHET.

Pucynok 1.17 - lllywm Ilepinina 13 3aKOHOMIPHOCTSMU PO3MOALTY, B3ITUMHU 3

peanbHOTO JaHImadTy
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Ane Bcl Ll AOCHIIKEHHS Ta TECTHM HE CTaJIM HANpacHUMH, 3aBIASKH LUM
JAHUM TPOrpamiCTH 3pO3yMUIH, IO IIYM B PEaJbHOMY CBITI PO3MOBCIOJIKYETHCS
€KCIOHEHIIMAIbHO. 310paBIIM BCl AOCTIIHKEHHSI KOMaH/1 BAAI0CAd 3p00O0TH HOBHI
anroput™ skuil BoHu Ha3Bajau Uber Noise. Bin 00’eanyBaB y coOi Bci Bapiatii
IIyMiB, $IKI PO3POOHUKM 30Upald Ta TECTYBAJIU MPOTATOM JEKLIBKOX POKIB.
AJNTOPUTM TpaIloe HACTYMHUM 00pa3oM 3a Jonomorow aedopmailii o0acTi
3Ha4Y€Hb TEHEPYE €pO3il0 CXWIIB Ta BHUCOT, TIPChbKi XpeOTH, IUIaTO, TEpacw,
JIAHIIOTH TaropOiB Ta pi3HOMaHITHI JeTani. [1icis boro e NOBUHHA 3aTUIIATUCS
NOXIJIHA aHATITUYHOI (PYHKI[Ii, HA OCHOBI SIKOI MOKHA F€HEPYBATH HACTYITHUMN 1IAP
mymy. TakuM YUHOM JAEKUIbKAa PI3HUX IIYMIB HAKJIAIYIOThCA IIapaMu OJHH
NOBEpX OJHOTO, a TMapaMeTpu [JIsi pO3paxyHKIB OepyThcsi € pe3yibTaTiB
nonepeansoro mapy. Ha pucynkax 1.18 ta 1.19 mpencrapieHi nBa CKpiHIIOTa 3
camMoi TpH, fAKI JEMOHCTPYIOTh PI3HOMAHITHICTh JaHAMA(TIB TeHEPYyEMUX

PO3pOOJIEHUM aJITOPUTMOM IPOLIETYPHOI TeHepallii.

Pucynok 1.18 - CKpiHIIIOT 3 Tpu AEMOHCTPYIOUHII TeHEpYBaHHS apOK Ha

JaHamadTi



33

Pucynok 1.19 - CkpiHIIOT AEMOHCTPYIOUMI T€HEPYBaHHS PI3HOMAHITHUX

KAaHbIOHIB

1.6 L{is1boBi BJ1acTHBOCTI reHepaii

[IpouenypHo  creHepoBaHMW  KOHTEHT TOBUHEH  BUPINIYBATH  Psj
BIJIMOBITHUX TPOOJIEM, a TaKOX 3aJ0BUTbHA TH NIEBHHM yMOBaM 1100 BBKUTHUCS
ycHimHo 3reHpoBanuM [7]. Ha mpaktuiii 3a3Buuail BUIAUISIOTH Ta PO3TIISIAIOTH
HACTYIHI BJIJACTUBOCTI IPOIIEAYPHOI TeHEepaIlii:

—  IBWAKICTH: B 3aJICKHOCTI BiJl 3aBJaHHS BUMOTH JIO I[LOTO IapamMeTpy
MOXYTh JYyXE€ CHJIbHO BIAPIBHATHCA. AJe B 3araJlbHOMY BHUMNAAKy  JUIS
reHepyBaHHSA IrPOBOTO KOHTEHTY, II€H TPOIECC TMOBHHEH MPOTIKATH SIKOMOTa
mBUAINIE Ta OyTH 10Ope ONTHUMI30OBAHMM LISl 3aJ0BOJICHHS MOTPeO IrpOBOTO
IIpoLECy;

—  HaJINAHICTH: Ipy CTBOPEHHI KOHTEHTY TEHepaiis MOBUHHA
BUKOHYBaTHCS 3aBxAu 31 100% TounicTro. I1ix uM po3yMieThCs, IO KOHTEHT Ma€
MaTl MOXJIUBICTh OyTH BUKOPUCTOHHAMH, 200 IHIIMMHU CIIOBa OyTU IrpabebHUM.
Sk1110 B pe3yabTati reHepailii Mu OTpUMYEMO JIAOIPUHT, SIKUA HEMOXKIIUBO MPOUNTH,

neyepy B SIKY HEMOXJIMBO MOTpanuTH, abo MpeaMeT SIKUil TpaBellb HIKOJIU He
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3MO€ BUKOPUCTATH Yepe3 MOraHy reHepallii BIaCTUBOCTEH, TOAl Taka reHeparlie
HE Mae€ IpaBa BBAXKATHUCS YCIIIIHOO Ta HAJIIHOIO;

—  KOHTPOJEMPUTIAHICTh: 1€ 3AaTHICTh KOHTPOJIIOBATH KOHTEHT SIKUI
OyB 3reHEpOBaHUN CHUCTEMOIO BHUXOJSYM 3 TEBHOI cuTyarii. Takox 1e Moxe
JocsSraTuca 3a JONOMOTOK HaJaHHS Telmau3aiiHepaM BIANOBIAHOI BOJI s
BIJIMBaHHS Ha 3r€HEPOBAHHUN KOHTEHT, ajie Taka BJIACTUBICTh MOTPiOHA J1ajeKo He
3aBX/IM, 1I€ CKOPIIlIe SIK OIIIOHATIbHA (YHKIIIS;

—  pI3HOMAHITHICTb: TaKUW TEHEepaTop KOHTEHTY SAKUH  3MOXKe
CTBOPIOBATH SIKOMOTA OLIbIlI€ PI3HOMAHITHOTO KOHTEHTY, Ta BIH IPH LILOMY Oy1y
HE CXOXHUW Ha iHII reHepaiii. Taka BIacTHBICTh aBXeX He Oe3KiHEYHa, aje
NOTpiOHO MPArHyTH JOCATTH MAKCUMAJIbHO MOJKJIMBOTO 4YHCIa KOMOIHAIlIN
€JIEMEHTIB KOHTeHTY. Takuil MiIxiJg IoJa€e Ty camy peirpabenbHICTh Ta Japye
IPaBIIO BITYYTTS HOBU3HU 3 KOXXHUM 3allyCKOM, Ta JOIMOMOra€ 3aTpUMaTd Ta
3alliKaBUTH IPaBLIs;

—  KpEaTUBHICTH 1 MPaBAOINOI0OHICTh: MeTa TeHepallli TaKOro KOHTEHTY,

SAKUM BUTIIAIaB OU Tak, HIOM HOTo CTBOpUIIA JIIOAMHA, & HE TEHEPATOP.
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2 TOCJIIKEHHS 3ACOBIB  MTPOLIEJTYPHOI
TEHEPALI JAHAIIA®TY TA HEOBXIITHUX
EJIEMEHTIB

2.1 OcHOBHI MeTOIH NMPOUEAYPHOI reHepauii NPpUMillleHb

B upomy pozaini OyayTh oOnucaHi HaWOUIBII MiAXONAIIl PIMICHHS 0
npoOJieM MpoLeypHOi TeHepallli TepeliHy, a TaKoK OUTbII rIIMOOKO po3iopaHi ix
OCHOBHI1 0CO0JIUBOCTI. A Tak0oX po310paHi sKi HEONIKU Ta MepeBaru MaroTh BCl 11

METO/IH.
2.1.1 Meton renepyBanns 6azosoro Janamadgry — Perlin Noise

[lepmuii MeTon SKWUN XOTUIOCH OM PO3TIAHYTH JeTalbHime — 1e Perlin
Noise, abo mym Ilepnina ykpainckboro [11]. Lleit anroput™ 3100yB HaA3BUYANHY
MOMyJIAPHICTL B 0OaraThoX cdepax reHepyBaHHS, a HE TUIbKM B Te€HEpyBaHHI
nanamadty. Ta MokHa cka3aTH, IIO BiH SBISIETbCS 0a30BUM Ta OCHOBHHUM
ANTOPUTMOM JIJIsl TIOYATKOBO1 reHeparlii JaHamadTy Ta BUKOPUCTOBYETHCS BCIOAM,
0e3 HBOr0 MPOCTO HEMOXJIMBO OOIMNTHCh TPU MPOLEAYPHOMY Te€HEpYBaHHI
BI3yaJbHOTO KOHTEHTy. 3a jomoMoroto Imymy IlepiiHa MOXKIMBO CTBOPIOBATH
JIOBOJI1 IIKaB1 TATEpHU JaHAMA(TY, Ta IHITUX TPaPIIHUX 00’ EKTIB.

Iywm Ilepnina OyB ctBopenwnii B 1983 pori HaykoBiiem Ilepninom Kenom, ta
Ha3BaHWM B HOTO YeCTh, TAaKOX IHOAI WOr0 HA3WBAaIOTh KIACHYHHUM ITyMOM
[Tepnina, amxe micias HOro OYJIO CTBOPEHO IIIe JIeKiUTbKa Horo pisHOBUIIB [11].

[lepeiineMo 10 TOro sk BiamITOBaHWM kiacuuHuid myMm llepmina. Ilei
QITOPUTM SIBIIIETHCS MATEMATUYHUM QJITOPUTMOM, SKW B TEepIIy 4Yepry OyB
MpU3HAYCHUN 10 TeHEepyBaHHS mMpoleaypHoi Tekctypu. [lpuknam reHepyBaHs

TaKo1 TEKCTYPH MU MOXKEMO OOAYUTH HA PUCYHOK 2.1.
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Pucynok 2.1 - JIBoMipHU#i 3pi3 TPUBUMIPHOTO PI3HOBUY KIACUYHOIO IIYMY

[epnina

[Iporiec TeHepyBaHHS NIyMy BiOyBaeThcs 3a JOIMOMOTOI0 TECHEpYBaHHS
TICEBJI0-PAaHAOMHHMX YHCEJN. | eHepyBaHHS TICEBIAO-PAaHIOMHHMX YHCEN I TECBHUI
aITOPUTM, B pe3yJIbTaTi pOOOTH SIKOTO MU OTPHUMYEMO IMOCTIJOBHICTh YHMCEIN SKI
SBJISFOTBCS Malke HE 3aJICKHUMH OJHE Bl OJHOTO, a TaKOX BiINOBITAIOThH
3a/ITaHOMY PO3IOAIICHHIO, YaCTillIe 3a BCE 1€ PIBHOMIPHE PO3MOAIICHHS.

Knacuunmit mym Ilepnmina — me Tak 3BaHUN TPATIEHTHUN IIyM, SKAN
CKJIQZIA€ThCS 3 HAOOPY TMCEBIO-PAHIOMHUX OAMHUYHUX BEKTOPIB, SIKI 3HAXOIATHCS
y MEeBHUX TOYKaX B TMPOCTPAHCTBI, Ta BUKOPUCTOBYETHCS JJIA MiIBUILECHHS
peanisMy Ta rpadiuyHOi CKIAJHOCTI Ha MOBEPXHAX PI3HOMAHITHHUX T'€OMETPUUHHX
o0’ektiB [11]. Ha pucynky 2.2 MH MOXEMO CIIOCTEpIraTH TNEPIIHK eTam
knacuyHoro mymy llepiina, a came reHepariito MnceBao-paHAOMHHUX OJMHHUYHHUX

BEKTOPIB, K1 MPEJICTaBICHI B IKOCTI TOYOK Ha rpadiky [12].

Pucynok 2.2 - I'eHepaiiist ceBIOpaHIOMHUX BEKTOPIB KjacuuHoro mymy Ilepiina
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HactynHuil eran ne IHTEpHoJisLis OTPUMAaHUX 3HAYEHl 3a JOMOMOTOIO
GyHKIIT criaaxyBaHd MO UM Toukam Ha rpadiui. Jns toro mol 3reHepyBatu
kjnacuyHuil mym IlepiniHa B OJHOMIPHOMY MPOCTOPI MM HMOBHHHI B3SITU KOXKHY
3reHepOBaHy TOYKY Ta BHUpaxyBaTH JJIsl Hel 3HAUEHHS IIYMOBOI XBWJI, B IIbOMY
HaM JIONIOMOJKE HAMpsSMOK TpajiieHTa 3a sSKuM Oyna moOynoBana touka [11]. Ha
PUCYHKY 2.3 MH MOXEMO CHOCTepIraTh pe3yJbTaT TaKoi IHTePIOIli

noOy/10BaHOi 3a JaHUM pUCYHKY 2.2 [12].

Pucynok 2.3 - IHTepmosiis 3reHepoBaHHUX JaHHUX KiIacuaHoro mymy [lepiina

Jiss  momanmbmioro  TeHepyBaHHS — KiacuyHoro — mymy  Ileprmina
BUKOPUCTOBYIOTHCS Taki 0a30BlI MaTeMaTW4HI MOHATTS IJIs XBUJIb Ha Tpadiky sK
aMILTITyAa, TOBXKHHA XBHJII Ta ii 9acToTa. JOBXKMHOIO XBHWJII HA3WBAIOTh BiJICTaHb
BiJl OJIHI€T BEPIIUHM IO HACTYMHOI CyCiIHBOI 3 HEI0. AMILTITYZla B CBOIO YEPTy IIe
BHUCOTa XBWUJl Ha pucyHky 2.4 [13]. Ha pucynky 2.5 mpeacrtaBieHO 300pa>KeHHS
aMIUTITYIM Ta JOBXHWHHM XBWJII Ha KiacudyHomy mymi [lepmina, a 4epBOHI TOUKH
BKa3yIOTh Ha TICEBAOPAHIOMHO 3T€HEPOBaHI BEKTOPU. A 4aCTOTa BUPAXOBYETHCA

3a ¢popmynoro (2.1) K BiTHOUWIEHHS OJUHUIN A0 TOBXKUHU XBHII [12].
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NIANYANYA

Pucynok 2.4 - HarnsigHa UtrocTpaliis aMIuiTyau Ta TOBXKUHU XBHJI1 3BUYAHHOTO

rpadiky

Pucynoxk 2.5 - HarnsgHa UmrocTpaliist aMIuniTyu Ta TIOBKUHU XBHII1 Ha Tpadiky

noOy/I0BaHOMY 3a KJIacHYHUM IiryMoM [lepiina

1

requency = ————
freq y wavelength’

2.1)

1€ frequency — 4acToTa;

wavelength — NOBXWHA XBUIII.
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HactynHum etanom Jj1si CTBOPEHHS HE3BUYAWHUX Ta OUIBII PI3HOMAaHITHUX
€ CTBOPEHHS JEKUIbKOX LIyMIB 3 PI3HUMHU aMIUIITYAOK Ta yactoToro. Ilicis Toro
K Takl IIyMU TOTOBI, MM MOXEMO 00’€lHAaTH iX B OJUH LIyM AJisi OTPUMaHHS
HaJ3BUYAHOTO pe3ynbrarty. Ha pucynkax 2.6-2.11 mpencrapiieHi pi3Hi KJIacU4HI

mymu [lepnina B He0O’ €IHAHOMY BHUTJISAII.

Amnalryga - 128
Yacmora 4

Pucynok 2.6 - OnuHUYHUN 1IyM 3a aMIuTiTyAo 128 ta yactororo 4

Amnnityga 64
Yacmora '8

\\_‘H

T, p—

\'\-\_a-r'/

Pucynok 2.7 - OquaugHUN 11yM 3a aMIuIiTya00 164 ta gactororo 8

Amnnityna 32
YacTrora 16

Pucynox 2.8 - OnuHUYHUY IIyM 32 aMILTITYA010 32 Ta 9acToTor0 16

ArannlTyna 16
YacTora A2

Pucynok 2.9 - OauHuyHuii mym 3a amIuiTy10t0 16 ta yactororo 32
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AmnnalTyga
Yacrora

@

.--I'__-'I—| oy F“'I—| o g— I_l.|_- _-.___.rl.__'l._r.' _'Il—-._._ B - ..._—..._.|_-_"‘.I ' '._.'

Pucynok 2.10 - OquHu4HU 11yM 32 aMIUTITYI00 8 Ta 4acToTo 64

AmnniTyga 4
Yacrora + 128

Pucynok 2.11 - OquHn9yHUN IIyM 32 aMILTITYA00 4 Ta 9acTOTOr0 18

Bxe nHa pucyHky 2.12 Mu MOXeMO MOOQUUTH SIKHA KIACUYHUMA TIyM

[lepnina y Hac BUHIIOB B pe3yJibTaTi 00’ € THAHHS.



41

Pucynok 2.12 - Knacuynuit mrym [lepnina orpumanuil B pe3ysibTari 00’ €JHaHHS

OAVMHHNYHHUX I_HyMiB

OTxe sIKk caMe BUXOJIUTh 00’ €THAHHS HAITUX TyMiB B OJAWH KJIACUYHHHA ITyM
[lepmina. [Insg 1bOTO BUKOHYETHCS OIepallis CKIaJaHHS BCIX OTPUMaHHUX
KJIacUYHKMX ImyMiB [lepiina. Ajle mpu 1IbOMY BHHHUKA€E CKJIQJHICTh Y PO3PAXYHKY
JacTOTH Ta aMILTITYAu. JIJIT TakuX po3paxyHKiB Oyjia BBEJCHA HOBA BEJIMYMHA SKa
HA3UBAEThCA CTIHKICTh, abo Persistence anrmiickoro [13]. Ilg BenmuumHa
BUPAXOBYETBhCS SK PI3HUIA Yy 3MiHI PO3MIpy, HAIIOrO IMOTOYHOrO IIIyMy Ta

HACTYMHOTO. TakoX 3MIHIOIOTHCS PO3PAaXyHKH YacTOTH Ta aMIUITyad 3a

dbopmynamu (2.2-2.3):

frequency = 2, (2.2)

ne [ — i-Ta fojgana QyHKIliA I1yma;

frequency — 9acTora.
amplitude = persistence’, (2.3)
ne i — i-Ta nojaHa QyHKI[S nryma;

amplitude — aMIIiTY1a;

persistence — CTIAKICTb.



42

[Ilo cTocyeThbCst OKpEeMUX IIYMIB SIK1 CKJIaJal0ThCsl B OJIMH IIyM, TaKi ITyMHU
Ha3MBAIOThCA OKTaBaMH. Taka Ha3Ba MillJa 3 MY3WKH, aJ’)K€ TaK caMe [K 1 Tam
KOXXEH HAaCTYNHUH LIyM Ma€ 4acTOTy BJIBi4l OLibIlI€ TOTO, IO WIIOB MEpea HUM
[11]. Mu MoXeMoO Jo/1aBaTH CKUIbKH 3aBrOJIHO OKTaB JI0 HAIIOTO KJIACHUYHOTO
myMmy lleprnina, ane € nekuibKa HIOAHCIB SK1 CIII BpaXOBYBaTH MpH Hux Aisx. [o
nepiie 0yBarOTh TaKi MOMEHTH KOJIM CKOMOIHOBAaHUN IIYM JOCSTa€ AYy’Ke BEIUKOT
4acTOTH, Yepe3 1€ B HAC MPOCTO HE BUCTAUYMTh MIKCENIB Ha €KpaHi JJIsi TOYHOIO
BiT0OOpakeHHsI BChOTO IIyMy, a came ioro npionux aetaneid. Ilo apyre OaxkaHo
BXKE HE J10AaBaTH 0araTo IIyMOBHMX XBWJIb, aMIUIITyJa SKMX 3aHAATO MaJa, Taki
OKTaBU MPOCTO BKE€ HE 3MOXKYTh OKa3yBaTH JOCTATHHOT'O BIUIMBY Ha KIHEUHMM
pe3yJbTar.

OTxe sk BUCHOBKM 10 KjiacHM4HOro mymy Ilepiina My MOXXeMO BHHECTH
Taki MepeBaru Ta HENONIKA JIaHOTO MiAXONy. SBISAIOYMCH OJAHMM 3 OCHOBHHUX
QITOPUTMIB TE€HEpyBaHHS JaHAWA(PTY BIH MOXE CIYryBaTH AYXK€ HEIOTaHOo
0a3010 a1 nepBUHHOrO JaHamwadpTy. Takox kinacuuHuil mym Ilepiaina MOXINBO
J0OBOJII MPOCTO KOHTPOJIOBAaTM Ta EKCIEPUMEHTYBATH JJIs  OTPUMAaHHs
PI3HOMaHITHUX PE3yJbTaTIB AKi O 3aJ0BOJIBHIIIN MOCTABICHY METY. 3 MIHYCIB MU
MO>KEMO BHHECTH, 110 03 MoJaabInoi oOpoOKH B HAC HE BUIE CTBOPUTH TapHUM

nanamadT, a caMe TOPUCTY MICIIEBICTh 3 HATypaJlbHUMU CXWJIaMU Ta Tikamu [12].

2.1.2 MeTtoa reHepyBaHHs o0jacteid Ha JanamagrTi — Voronoi

Diagram

Ilinm wac mnoOymoBu maHamadTy HAM MOXE 3HATOOUTHCS PO3OUTH
3reHEepOBaHMH JIAHAMA(T HA 30HHU, SIKI YMOBHO CKJIAJIAIOTHCS C PI3HUX, JICIB, OB
a6o xommiB. A0GO X 3poOWUTH JEKUTbKa TOPUCTHX IMIKIB BIIJNAJEHUX HA TEBHY
BiJICTaHb, Ta TOPHI CXHJIM SKHUX 3YCTPIYalOThCS B JCKUIBKOX Touykax. [l Takmx
€JIEMEHTIB HaM ineanbpHo miaiiae Jliarpama Boponoro.

Hiarpama Boponoro 0yna Bunaiinena y 1908 poui ['eopriem @eogocoBruem

BoponumMm, miciasi Toro sik BiH JOCHIIMB 3arajbHUNA N-MEPHUI BUIAJO0K ILBOTO
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gaBumia. Takoxx Ied aJIropuT™M BIAOMUN MiA TakMMU Ha3BamMu sk Mo3aika
Boponoro a6o Po36utts Bopounoro [14].
Hiarpama BopoHOro ckiiaiaeTbcsi ¢ MEBHOI MHOXKMHM TOYOK, LISl MHOXKHHA €

KIHIIEBOIO, & TOUYKM PO3MIIIEHH] Ha MOBEPXHI y JAO3BUIBHOMY MOPSAKY Ta MICHAX
(puc. 2.13).

Pucynok 2.13 - J103BUIBHO pO3MIIlIEHI TOUYKH 10 po30uTTs Ha Jiarpamy Boponoro

HactynmauMm kopom € po30uTTS 11i€i 00JacTi Ha 30HW HAaBKOJO KOXHOIO 3
TouoK. Take po30OUTTS BiNOYBAaETHCS TaKMM YHUHOM 1100 KOXXHA 00JacTh
CTBOpIOBaJIa MHOXKHY TOYOK, SIKI B CBOIO 4epry OyayTh OUIbII OJMU3BKUMHU [0
OJIHOTO 3 €JICMEHTIB MHOKHHH HAIlTUX OCHOBHHUX TOYOK Ha MOBEPXHI, HIX 0 OYy/b
SIKOTO 1HIIIOTO €JIEMEHTY IIi€l caMoi MHOKHUHM [ 14]. Buxoas4uu 3 11boro Mu MOXEMO
0aunTy HA PUCYHKY 2.14 pe3ynbTaT po30UTTSI MHOKHHU TOYOK Ha 00JIACTI.

IcHYIOTH JeKiTbKa CIIOCO0IB OOYMCIICHHS JiarpaMu BUXOMSYH 3 MOOaKaHb

CTOCOBHO P€3yJIbTYIOUOIO Jlarpamu.
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Pucynok 2.14 - Po30uTTss MHOKMHU TOYOK Ta oTpumaHnHs Jliarpamu Boponoro

Y HaWIpocTiioMy BUMAAKY, SKHH MU IMPOJEMOHCTPYBAJIM Ha TEPIIOMY
MaJIOHKY, HaM JIaHO MHOXXMHY TOYOK {pl, ..., pn} sKa € CKIHYCHHOI Ta
3HaXOJUTHCS Ha €BKIIOBIN IUIONIMHI. Y IIbOMY BHITQJIKy KOXKHA JIiIsSHKA pK €
IpPOCTO 3BUYAMHOK TOYKOK, a 11 BiamoBigHa kiiTuHKa Boponoro Rk
PO3PaXOBYETHCS Ta CKIAJAETHCSA 3 KOXKHOI TOYKH €BKIIIJIOBOI IUIONIMHU HA SIKiH
BOHA 3HAXOJIUTHCS, BIICTaHb Bija K01 10 pk MeHIIa abo TOPIBHIOE ii K BiJCTaHI 10
Oynp-saxoro iHmoro pk Ha i tomuHi. KoxHa Taka 007acTh BUXOJWUTH 3
PO3paxXyHKy IMEPETUHY IIiBIPOCTOPIB, @ OTXKE, BUXOASYH 3 I[LOTO MH OTPUMYEMO
onmyknuii OararorpaHHuk. ['panuiii oOjacTel Ha3WBaIOTh BIAPI3KM JlarpamMu
Boponoro. Jlo ckmamy BiIpi3kiB BXOJSITh BCI TOYKM Ha IUIOIIMHI, SKi
PIBHOBIITAICHI BiJ ABOX HAWOMMKYUX TOYOK. TOYKH SKI MH OTPHUMYEMO Ha
nepeTuHi Bifpi3kiB BopoHoro Ha3znBaroTh BepimHamu abo By3namu Boponoro. Jlo
TaKUX TOYOK BiTHOCATHCS TaKi TOUKH, SKi PIBHOBiIIaNICH] Bi TphoX (200 OinbIIe)
oOJracteli Ha mromuHi [14].

3aCTOCOBYIOYM TIPOCTHHA  aJITOPUTM MH ITIOBUHHI BHUKOPHCTOBYBAaTH
CEepeAMHHUN TIEPIICHIUKYJIAp BiApi3ka, KWW 3’€IHYE IMEBHY MMapy TOYOK p Ta (.
CepeMHHUM TICPICHAUKYIIPOM BBAXKAETHCA TpsMa SKa MPOXOAUTH depe3

CepeIMHy JaHOTO BIIPI3KY, a TAKOXK Yy TOM caMHil yac NMEpPHEHIUKYISpHA I[LOMY
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Bipi3Ky. [lpu 3acTOoCyBaHHI TaKOTO METOAY LI€W MEPHEHAUKYISP PO30UBAE HAIly
IUIOLIMHY Ha JB1 HOBI Ha miBIwiomuHu Hpq ta Hgp. Ilpu upomy po36uTTi 001aCTh
BopoHoro To4ku p MOBHICTIO HAJIICKUTH 10 OJHIET 3 OTPUMAHUX HAMIBIUIOUIWH, a
o0nacte BOpoHOTO TOUKHM  MOBHICTIO HAJIEKUTH JJO MPOTUIIEKHOT HAIIBILUIOLMHHU.
Pe3ynbTaT 11bOro po3OUTTS MU MOKEMO 0a4UTH Ha PUCYHKY 2.15 3a 10momororo

nepneHauKyspy [14].

Pucynok 2.15 - Po36utrs miomunu Ha 81 HamiBrutonuH Hpq ta Hgp 3a

JIOTIOMOT 00 MEPIEeHIUKYIISIPY Ta TOUOK P 1q

Takum ywmHOM 00nacTe BOpoHOro V y Toumi p Oyae cmiBnagaTtd 3

MepeTMHaMM YCIX TakuX OTpuMaHux Ha miBmiomuH Hpq. Ta sk pesynbrart
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pILIEHHS 3BOJUTHCA 10 OOYMCIIEHHS TAKOTO CaMOI'0 MEPETUHY ISl KOXKHOI TOUKHU P
y CcKiHYeHIi MHOxwuH1 [14]. ®opmyna (2.4) mpeacTaBise pO3paxyHOK METOAOM

MEPIEHANKYJIIAPY:

v, =N _s Hyg, 2.4)

ne V — obnacts BopoHoro;
P Ta ¢ — TOYKH 3 KIHIIEBOT MHOKHUHH,
S — KiHIIeBa MHOXKHHA TOYOK;
H — HOBa HamiBILIONIMHA.

Buxonasiun 3 nux po3paxyHKiB MH OTPUMYEMO OOYHMCIIIOBAIBHY CKJIQJIHICTh
JUIS 1IOTO ANITOPUTMY sIKa cTaHOBUTH O (nt).

HacTynHuii aaropuT™M — Iie PeKypCHBHHMI anroput™. Moro ocHOBHaA ines
MOJISATa€ 'y BUKOPHUCTAaHHI METOJA JMHAMIYHOTO mporpamyBaHHs. CyThb LBOTO
METOo/a ToJISITae Y po30MTTI KOMILIEKCHOT 3a/1a4l Ha ASKUIbKA IT1JT 3a7a4 JJIsl OUTBII
3pyYHHUX 00uUMcIeHb. MeTo AMHAMIYHOTO MPOTrpaMyBaHHS YyAO0BO MIAXOAUTDH JJIs
3a/1a49 sIKI MalOTh ONTHMAIbHY MIACTPYKTYPY, TOOTO BOHU MAlOTh BUIJISLA HAOOpy
NePEeKPUBAIOYUX IIiJl 3a7ad, Ta CKJIAJHICTh TaKMX ITI 3ajJad TPOXH MEHIIEe 3a
MOYaTKOBY OCHOBHY 3aj1auy.

VY HamomMy BHUINAAKy MH MaeMO MHOXHHY TOYOK S Ha momuHi. [s
MHOXHHA TOYOK po30uBaeThcss Ha ABI migmMHOkuHU S1 Ta S2. Jlna KoXHOT 3
MIAMHOXHUH OynyeThesi cBoi miarpama Bopownoro. Ilicms moOymoBu oOKpeMux
JiarpaM BOHHM 3HOBY OO €IHYIOTbCS B OJHY. Take pO30UTTS Ha MiAMHOXWHU
3MIACHIOETHCS 3a JOMOMOTOr0 Tipsimoi. Lls mpsima B cBoro 4epry po30OuBae Hamry
IJIOIIMHA Ha JB1 Ha MIBIUIONIMHUA. PO30UTTS Mae poOHUTHCS TaKMM YHMHOM, 1100 Y
KOXHI 3 OTPUMAaHHMX HAMIBIUIONIMH MU MaJd MPUOJM3HO OJHAKOBY KUIBKICTH
touok. O0’eaHanHs AByX aiarpam BopoHoro ckiagatouuxcs 3 MHOXKUH S1 Ta S2

Moke OyTu BHKOHaHO 3a 4yac O(n). Buxonmsuum 3 mporo Mu MOXXEMO OTPHMATH
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OOYHUCIIOBAIBHY CKJAIHICTh aJrOpUTMY, s5Ka B CBOIO YEpPry CTAaHOBUTHUME
O(nlogn) [14].

Takox oTpuMaHHMI pe3ynpTaT, a came o0jacTh BopoHoro omnucyemo
BIJIpI3KaMU 3aJIKUTh BiJ] 0OpaHOi CUCTEMH MIAPaxyHKY BiICTaHI MK TOUKaMH Ha
mwiomuHi. IcHye naBa TUmM BIACTaHI SIKI MU MOXEMO 3aCTOCOBYBATH ISt
BU3HAuYeHHs oOyacteit Boponoro. [lepmmuii 11e eBKIiI0Ba BiICTaHb. Y MaTEMaTHIIl
€BKJIIJIOBOIO BIJCTAHHIO MOXKE€ HA3MBATUCS BIJACTaHb MDK JBOMa TOYKAMH B
€BKJI1ZIOBOMY mpocTopi. JloBkuHA Bijipizka IPsAMOi MK JIBOMa TOUKaMU CTAaHOBUTH
eBKJII0BY BifacTaH [15]. Lo BiacTanb MOXHA OOUYMCIUTH 3 JAEKAPTOBOi CHCTEMH
KOOpJIMHAT, 3a AornomMororo teopemu Iliparopa. OTxe Mu MaeEMO po3paxyBaTH il sIK
KOpPEHb KBaJ[paTHUN CyM PI3HHUIb Yy JPYriil CTENeHl BIAMOBIIHUX KOOPAWHAT 3a

dbopmymoro (2.5):

I, = d[(ay, az), (by, b;)] = \/(a1 — by)? + (a; — by)?, (2.5)

ne [ — BIICTaHb MK IBOMa TOUKAMH;
d — BIIP130K MK IBOMA TOYKAMHU;
a Ta b — TOYKH HA IUTOLIHAHI.

[Ticns po3paxyHKy Ta OTpUMaHHsI €BKJIIIOBUX BIJICTaHEH I ycix oOyacte i
BopoHnoro mMu oTpuMyeMO Takui pe3ynbTaT, CXOXHW 3 THMH IO OyiIu
npecTaBiieHi paHimie (puc. 2.16).

[Hmni e crnocid mopaxyBaTH BiZICTaHb sl po30UTTs Ha 0bmacti BopoHnoro
e ManxeTeHbCKa BificTaHb. MaHXeTEeHbCKA BiJCTaHb Oylia Ha3BaHA TaK 3aBISIKU
CTPYKTypi 3a SKOIW TNOOYTaBOHMH peanbHUNT MaHXxeTeH. AJKe BiH pO30UT Ha
KBapTaju TAKUM YMHOM, IO BiJICTaHb Bi/l OJJHOTO KBapTaIy /IO CYyCITHBOTO 3aBXK/IH
onnakoBa [16]. Lle mae meBHi mepeBaru nepes eBKIIOBOI0 CHCTEMOIO PO3PAXYHKY

Bizcrani. Po36epeMo Ha mpukiasi 3 pucyHky 2.17.
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Pucynok 2.16 - Po36uTTs Ha miomuHu Ha 06yacTi BopoHoro 3a 10momoroto

€BKJIIIOBOI BiJCTaHI1

Pucynok 2.17 - [lopiBHSAIBHUN TIPUKIIAA €BKI0BOI BiICTaHI Ta MAHXETECHOBCHKOI.
YopHi TOYKH — TOYATOK Ta KiHEIb; 3€JI€HA JIiHIsI — €BKJIII0BA BiICTaHb; CHHSI,

YepBOHA Ta JKOBTA JIIHIT — MAHXETEHCHKA BiJCTaHb
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OTxe 3 npuKIaga MU MOKEMO OaYUTH, 110 MAHXETEHChKA BIACTaHb JAa€ HaM
Ha0araro OuIblIE BapiaHTIB JUIsl HAMKOPOTLIOrO HUISAXY 32 TOYKM A B TOuky B.
Bincranp Mk TOYKamMu 3a *KOBTOIO, CHHBOIO Ta YEPBOHOIO JIHIIMHU JOpiBHIOE 12

BIJIPI3KiB SIK1 JoBesocs O mpoiTu. B Toil yac sk 3a €BKJIJOBCHKOIO BIICTAaHHIO MU

HE MaeMO JKOJHOTO BUOOPY M XOuy LIISX i BUABMBCA MeHIIMM 62 =~ 8.5 ane e
BIJICTaHI HampsMy, O€3 ypaxyBaHHA MOJKJIMBUX TMEPENOH Yy BUIJISAAl JOMIB.
MaHxeTeHbCKa BIICTaHb PO3PAXOBYETHCA SIK CyMa MOJYJIIB PI3HUIIL BiITIOBIIHUX

KOOPJIMHATI IBOX TOYOK 3a ¢opmynoro Gpopmymna (2.6) [16]:

d[(ay, a;), (by, by)] = lay — by| + |a; — by|, (2.6)

ne d — BIAPI30K MK IBOMA TOYKAMU;
a Ta b — IB1 TOYKHM HA [UIOMIMHI.

[Ticns po3aiieHHs MIOMKMHK Ha 00JacTi BopoHoro BopoHoro 3a gomnomMoroxo
MaHXETEHOBCHKOI BIJICTaHI MU MA€EMO JICIIO 1HIINK pe3yabTaT BiJIPi3KiB 001acTei.
3 pucynky 2.18 mokHa mMmo0ayuTH, IO TpaHMIl obOnactedr BopoHoro nemio
3MIHWJIUCS, OTPUMAaBIIM OUIbIIE BiAPI3KIB SKI MPEIOMIIOIOTHCI Y PIZHHX
HaIpsIMKaXx.

Buxonsun 3 oTpuMaHHOTO pe3yJbTaTy PO3OHWTTSA IUIOMIMHKA Ha 00JacTi
BopoHnoro MeTogomM MaHXETEHCHKOI BiJICTaHI MU MOXKEMO 3pOOHMTH BHCHOBOK, IIIO
TaKMM MIIXIJ MOXKE Ha BHUXOJI JaTH 1HAKII MAaTepHHU PO3OHMTTS TOTO K CaMOTO
CKIHYEHHOTO HabOpy TOYOK.

PoOnssun  BUCHOBKM BHUXOJSYM 3 yCIX OINWCAaHUX aJTOPUTMIB  Ta
BJIACTUBOCTEH anropuTMy aiarpamMu BOpoHOTo MOXKHAa BHUIUTMUTH TakKi MepeBaru
HOT0 3aCTOCYBaHHS U TEHEPYBAHHSI TIOBEPXOHb.

3aBAsiKM PI3HOMAHITHUM alTOpUTMaM po30WTTS Ha oOmacti BopoHoro mu

MO>XEMO OTPUMATH JTOBOJII BEIMKHUI CIIEKTP MJIsi BHOOPY METOTY PO3pPaxyHKiB.
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Pucynok 2.18 - Po306uTTs Ha miomuHu Ha 06acTi BopoHoro 3a 10momMororo

MaHXETEHOBCHKOI BIJICTaH1

UYepes 11e Mu MOXKEMO MimiOpaTH TaKUKM aarOpyuTM, KU HaWOUIbIIe Tiaiiae
710 pO30UTTS Ha 00MACTi AKI MU OakaeMO MOOAYUTH HA Hamomy JaHamadri. Ase
Tak camo sK kimacuuHud mym Ileprnina, miarpama BopoHoro He minxomuTth aiis
CaMOCTITHOTO ~BUKOpDUCTaHHS Yy QopMmyBaHHI gaHamadTy, ajpke HaBiTh

3reHepOBaH1 TAKUM YMHOM TOpu OyIyTh BUTJISAATH HE HATYPATbHUMU.

2.1.3 Meton renepyBanns Janamadry — Midpoint Displacement

Mu Bxe PO3IVIAHYJIM [OBa BaXJIMBHUX MCTOAA I IIPOOCAYPHOIO

reHepyBaHHs, a caMe Kiacuunuil mym llepiina ta niarpamy Boponoro. Ase sik Mu
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BXKE€ BHACHWIM caMi MO coOl I alrOpUTMH HE MOXYTb BHUJATH 3aJ0BUIbHHIMA
pe3yabTaT JUisi TeHEPYBAaHHS PEaTICTUYHUX TOBEPXOHb, a00 MOTPeOyIOTh ayXke
TOYHOTO HanamTyBaHHsA. Yepe3 OyB BUHAWAEHUI OOUH AyXke eQEeKTUBHUM
anroput™ sikuil HasuBaeThcsi Midpoint Displacement — abo anropuTm 3MilIeHHS
CEepEeNHbOI TOUKH.

ANropuT™M 3MIlLIEHHS CepeHbOT TOYKH BIiepiie OyB BUKOpUCTaHUM y 1982
pori mia yac koHdepeHIi siggraph, sika croerianizyeTbcsi Ha OOYMCITIOBAIBHUX
MeToZlaX KOMIT I0TepHOi rpadiku, BueHumu OypnH’e, Dyccenem ta Kapnentepom.
Takox Takwii aNrOpUTM IIe HA3UBAIOThH anroputMoM Diamond-Square depe3 iioro
oco0mBOCTI oOuncaroBanHs [17].

AJNTOpPUTM 3MIIIIEHHS CePeHBOI TOUYKH 3aCTOCOBYETHCS IS 3MiH 3HAYCHHS
Man¥ BHUCOT, 3 SIKOi BJIACHO 1 CKJIQJIa€ThCs JTaHAMA(T B irpoBUX JABUTYyHax. Marma
BUCOT TMPEJACTaBIIA€ COOOI0 JBOMIPHY MATpPHULIIO fKa BHU3HAYa€ BJACHE BHUCOTY
NEBHUX TOYOK Hamoro janamadry. bepyuu no yBaru 1o iHboOpMaIlito aaropuTm
3MIIIEHHS CePeHBOT TOUKHU IMPAIIOE 3 TBOMIPHOIO CITKOIO.

[lepmiuM KpOKOM MU MaeMO BUOPATH YOTHPHU MOYATKOBI 3HAUEHHS 3 HAIIOL
MaIli BUCOT, HaiyacTime OepyThcs YIioBI TOYKH MAamM BHCOT, SIKIO MU XOYEMO
OXOIUTH YyCIO HAIly Maiy s mpoleaypHoro reHepyBanHs (puc. 2.19). Ilicns
TOTO SIK MU OOpaji TOYKU IM MPU3HAYAETHCS MOYATKOBA BUCOTA SIKA TEHEPYETHCA
BHUIIAJIKOBUM 4YMHOM [18].

Jlami pobGoTta anropuTMy 3MIIMICHHS CEpPeIHbOI TOYKH JUIMTHCS Ha JBa
OCHOBHI €TaId, 3 3aCTOCYBAaHHSM JIBOX JITOPUTMIB:

—  METOJI JIIaMaHTOBOTO KPOKY;
—  METOJ KBaJpaTHOTO KPOKY.

Brnacue uepe3 mi IBi adTOPUTMH AJITOPUTM 3MIMIEHHS CEPEeIHBOT TOYKH 1
HA3WBAIOTh MO iHIMOMY anroput™ Diamond-Square. 3aBnsku KoMOiHAIIT ITUX ABOX
QITOPUTMIB  BIIKPUBAETHCS MOXJIMBICTH JIJIT  JIy’)KE€  YCIIIIHOT — TeHeparrii

pizHOMaHITHUX JdaHAmadTiB [17].
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Pucynok 2.19 - Ilepmuii kpok, oOMpaHHs KyTOBUX TOUOK

HactynHum KkpokoMm micist OOUpaHHS KYTOBHX TOYOK  SIBIISETHCS
3aCTOCYBaHHS OJHOTO 3 JIBOX aJTOPUTMIB, a CaM€ aJIropuTMay JIiaMaHTOBOTO
Kpoky. CyTh 3aCTOCYBaHHS TaKOr0 alTOPUTMY TIOJNSATAE Y 3HAXOKEHHI
CEePEeIMHHOI TOYKH, KA 3HAXOAUTHCS MK 0OpaHMMHU dOoTHpMa. Taki po3paxyHKH
MOJIATae Ha pO3paxyHKaxX CEpeaHhOro BiA KyToBHX TO4YoK. Ilicias 1poro
CEepPEeMHHIA TOYI[l TPHUCBOIOETHCS BHUMAJAKOBO 3T€HEPOBAHE 3HAUCHHS, SIKE
BHU3HAyae ii BUcOTy. [lornsHyBiu Ha pucyHok 2.20 MokHa MOOAYUTH YOMY came
el alrOpUTM HA3WBAETHCS JIaMAaHTOBUM KPOKOM, SKIIO MH HAMAIIOEMO
CTPUIOYKH, BiI KyTOBUX TOYOK JO iX CEpeAUHHOT TOYKH, TO OTPUMAEMO KAPTUHKY

sIKa BiAJajeHO Haraaye aiamat [18].
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Pucynok 2.20 - 300pakeHHs] BUKOHAHHS J1IaMaHTOBOTO KPOKY, JI€ YOPHI TOUKH 1€

KyTOBi TOYKHU I AKHUX PO3PAXOBYETHCA CCPCANHHA ) KOBTA TOYKA

[Ticnsa po3paxyHKy cepeuHHOT TOYKHM MU YMOBHO OTpHMAaJIM Ha HaIIiid Mari
BUCOT OJIMH BEJIUKHH KBaJApaT, SKHH OXOILUIIOE YCIO Maly, Ta CKJIaJIa€ThCSA C
JOTHPHOX KYTOBHX TOYOK Ta OAHIET cepeauHHoi. Termep Mu MOBHUHHI 3aCTOCYBaTH
METOJ KBaIpaTHOTO KpoKy. CyTh IIbOI'0 METO/Ia TOJISITAE Y MOJATIBIIIOMY PO30UTTI
Hamoi Mamd BHCOT HAa MEHIN KBaApaTH IS OUIBII JeTadbHOI TeHeparlii
nangmadry. [ns mporo mMm GepeMo Hally OTPUMaHy CEpeIWHHY TOYKY, Ta
3HAXOJAUMO HOBi CEpEeIWHHI TOYKH JUISI KOXKHOI IMapyd KyTOBHX TOUYOK. Y IIBOMY
BHIMMAQJKy MH YSABISIEMO IO KOXHA IMapa KyTOBHX TOYOK CTBOPIOE JiaMaHT 3
CEepPEAMHHOIO TOUKY, @ YeTBEpPTa TOYKA TAKOT'O JiaMaHTa € YSBHOIO Ta 3HAXOIUTHCS
3a ME&XaMH HaIloi Mamu BUCOT. JIJIsI 3HAXOJDKCHHS HOBHX CEPEAMHHHUX TOYOK B
KBaJpaTHOMY KpOIIi MH 3aCTOCOBYEMO CTaHJAPTHUW  aJrOpUTM, SKHH

BUKOPHUCTOBYBAJIM MPHU pO3paxyHKax JiamMaHTOBOro kpoky [18]. Ilicis BU3HaYeHHS
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HOBHUX CEPEIMHHUX TOYOK MU JOJA€EMO 10 HUX BUIAJAKOBO 3T€HEPOBAHY BEIMUYUHY
sKa BIANOBIAAE X BUCOTI. 3 pUCyHKa 2.21 MU MOXEMO 1MO0OAYUTH 5K 32 JOTIOMOT OO

YMOBHHX CTPUIOYOK IPOXOJUTH PO3OUTTS HA HOB1 KBAJAPATH.

Pucynok 2.21 - 300pakeHHst poO0TH METOAY KBaAPAaTHOTO KPOKY, /1€ YOPHUMHU
TOYKaMHU 300pakKeH1 TOUYKH OTPUMaHI1 y pe3yJbTaTi 1laMaHTOBOT'O KPOKY, a

YKOBTHMH — HOB1 CEpEIMHHI TOUKH SIK1 pO30MBAIOTh HA KBapaTH.

Pe3ynpTaToM BUKOHAHHS METOAY KBaJpPAaTHOTO KPOKY MU OTPUMYEMO Mamy
BHCOT sIKa po30MTa BKE Ha MEHII KBaJpaTH. SIKIO Ha eTarli 11aMaHTOBOT'O KPOKY
MU Majd OJWH BEJIUKUI KBajpar, TO Ha eTali KBaJpPaTHOTO KPOKYy MU BXKE
OTPUMYEMO YOTHPH KBAAPATH, 5K TOJAIOTH OUTHIIOT AeTamizartii [ 18].

ANTOPUTM TIPOJOBXKYE CBOIO POOOTH MOKH HE PO3i0’€ BCIO MaIy BHCOT Ha
MEHIII KBaJpaTH, aje TaKke pO30UTTS MOXKE PETyJIOBaTH 3 METOIO J0/1aTh OLUIbIIIE,
a00 MEHIOi TOYHOCTI JO TeHepaiii 3 METOW onTuMizarii, abo HaTypajabHOCTI
CreHepoBaHOi Mamu. Pe3ynpTaT momaroBoi poOOTH po30WBaHHS Mamu, sKa

po3riisiianacst paHille MU MOXEMO CIIOCTEpIraTH Ha pucyHkax 2.22 ta 2.23.
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Pucynok 2.22 - 300pakeHHs po3paxyHKy HOBUX CEPEIMHHUX TOUOK ISl HOTUPHOX

OTPUMAHUX KBAJIPaTiB IiJ Yac KBAJIPATHOT'O KPOKY

Pucynok 2.23 - Po30UTTS 3aMIIKIB Manyd BUCOT Ha KBaAPATH METOI0M

KBaJPaTHOT'O KPOKY
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Takum yrHOM MU 0auUMO IO KUIBKICTh KBaJpaTiB fKi OyAyTh ydacTyBaTH
M1 yac MpoLeaypHoi reHepauii 30UIbIImIacs B YOTUPHU pa3u, TOOTO MU OTpUMAIIU
HIICTHAALSTh KBaJpaTiB. 3 LbOIO MOXHA 3pOOMTH BHCHOBOK, 11O MU MOKEMO
BUBECTHU KUIBKICTh iTepallii anroputMy 3a dhopmyioro (2.7):
n= squarej count’ (27)
7€ 1 — KUIbKICTb 1Tepalliii anropuTmy;
squarescount — KUTbKICTb KBaJpaTiB.
Jlami s 61 XOTiB IPEACTAaBUTH HACKUIBKUA CUJIBHO 3MIHIOETHCS JTaHAmadT Bif
KUTBKOCTI iTepaliii Ta JeTalbHillle PO3TJIIHYTH OCHOBHI MapaMeTpH 5K BIUTMBAIOTh
Ha MojaJiblie TeHepyBaHHs BUCOT. Ha pucynkax 2.24-2.26 npeacraBieHi eMysilii

Cr€HEPOBAHHOTO JaHIadTy HA PI3HUX iTepallisax arroputmy [17].

Pucynok 2.24 - I'enepallis BUCOT Pe3yJIbTATOM SIKOTO € JIaHAmAa(T pO3MIPHICTIO

4x4 xBagpatH, Ta iTepariero K

Pucynok 2.25 - I'enepallist BUCOT pe3yJIbTaTOM SIKOTO € JIaHAIA(T pPO3MIPHICTIO

8x8 kBazparu, Ta irepauiero K
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Pucynok 2.26 - ['enepaiiist BACOT pe3yJibTaTOM SKOTO € JaHAIAPT pO3MIPHICTIO

32x32 kBagpatu, Ta itepaiiero K

3 IbOTO MH MOXEMO T00auYWTH, SK KUIBKICTh ITepalliii BIUIMBaE Ha
JeTai3aiilio Ta YHIKaJIBHICTh JIAHAMIA(TY, YUM BHIIE ITepallis, THM OUIBII
neTanbHui JmaHamadT MU orpuMaeMo. AOO IHIIMMU CJIOBAMHU MH OTPUMAEMO
OUTBIII BUCOKI IMKU C KPYTHUMH CXHJIaMH, a JOJWHU CTAHOBJISITHCS TJIMOIIMMH,
gyepe3 HecTady BU3HAYCHUX BEPIIMH Ha Mari BUCOT [17]. Mu MokeMo mopaxyBaTH

3MIIICHHS Ha KOXKHIH iTepallii anroputmy 3a hopmyiioro (2.8):

H
Displacement amount = average + G) * random, (2.8)

ne Displacement amount — mapaMeTp 3MIllIEHHS;
average — CepeIHE 3HAYCHHS MPUIATAIOYNX KYTiB;
random — paHJOMHE YUCJIO SIKE BU3HAYA€ BUCOTY;
H — 3HadYeHHs HEPIBHOCTI JIaHAA]TY.
OnHi€er0 3 OCHOBHHUX BCIHMYHMH SIKi BIUIMBAIOTh Ha T'EHEPAIlil0 BHCOT €
nmapameTp HepiBHOCTI. IlapameTp HepiBHOCTI Iie (pakTop 3a JIOMOMOTOI0 SKOTO
BU3HAYAETHCA 3 KO CWIOKW Oyne 3MEHIIyBaThCsS 30ypeHHs Ha KOXKHIN 1Teparlii

anroput™My.  Haliuacrtimie — cTaHIapTHUM  3HAQYEHHSM  JJIE  HEPIBHOCTI
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BUKOPUCTOBYIOTh JBIMKY, aje I 3HAYeHHS MOKHa 3MIHIOBATH SK 3a0a)kae
po3pobHuK. OTKe sIK came BOHO BIUIMBA€ HAa 3MEHILEHHA 30ypeHHs. UuM Buiie Mu
3a/1aEMO 3HAYEHHS HEPIBHOCTI, TUM OUIbII pIBHUM Ta THaAkuM Oyjae Hall
3reHepoBanuil nanamadt. OTKe YyuM MeHIle Oy/ie 3HaUE€HHS BEIMYMHU HEPIBHOCTI
TUM OUIBII HEPIBHUM TO TOPUCTUM OyJe Hall 3reHepoBaHui naHamadr. 3a
JOTIOMOTOI0 HEPIBHOCTI PO3PAXOBYETHCS TOM camMuil MaciiTad sIKUA KOpEerye

BUCOTY 00paHoi ToukH 3a ¢hopmyioro (2.9):

1roughness

scale = 5 , (2.9)

1€ scale — 3HaYEHHSI KOE(IIIEHTY BUCOTH;
roughness — HEpIBHICTb.

Buxonasiun 3 1poro MM MaemMo 110 YMM OUIbIIE MAacIITad TUM MEHIIE MU
Ma€eMO 3a/IaHUH TlapaMeTp HEpIBHOCTI, OTKe Hail jJaHamadT Outhln HepiBHUN. Ta
1€ TIPALIOE 1y AlaMETPaIbHO MPOTUIICKHOMY BUIIAJIKY.

ANTOpUTM 3MIIIEHHS CEePeIHbOI TOUYKH TAKOXK Ma€ TMOXITHHM alropuTM,
SIKAW JCIIO 1HAKIIEe TeHEPY€E BUCOTH OTpUMaHUX MiKiB. Llei aaroputM po3paxoBye
MOJIOXKEHHS TIiKiB Ha Mami BHCOT TaKMM CaMHUM YHHOM SK 1 CTaHJIapTHUN
aNrOpuUT™M, ajie JUisl pO3paxyHKy BHUCOTH IliKa BHKOPHCTOBYETHCS HE TMPOCTa
paHJOMHE 3HAYEHHS, aJie e i KOPETOBaHE 3a JI0MOMOT0I0 (PPaKTaILHOTO METOTY.

®pakraau — I II€BHA MHOXHWHA SKa Ma€ CBIMCTBO caMO IOAIOHOCTI,
IHIIUMHU  cJIoBaMH 00’ €KT sKUii TpuUOIMXKEeHO abo B TOYHOCTI CIHIBMAgae 3
4acTHHOI camoro cebe. OpHUMH 3 HaWPO3BIOBCIOMKEHHUX TPUKIAJIIB
dpakTanpbHIX 00’ €KTIB € MHOKMHA MaHaenp0opTa, pucyHok 2.27, ta dhpakraibHa

KalycTa pOMaHeCcKo, pucyHok 2.28 [19].
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Pucynok 2.27 - Muoxuna Manaens0opra

Pucynok 2.28 - ®pakranbHa KanycTta pOMaHECKO

Take saBumie He O0O0IMNUIO W MaTeMaTWKy, B MaTeMmaTuill (pakraiom

BBA)XAETHCS MHOXHWHA TOYOK B €BKIIIJIOBOMY MPOCTOPI, SIKI MalOTh METPUUYHY
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po3MipHICTh. OHUM 3 HABIIOMINIMX MaTEMAaTUYHHUX MPUKIIAJIB cepell (ppaKTasiB

€ kpuBa Koxa. Ha pucynky 2.29 neranbHo 300paxeHa irepoBana kpusa Koxa [20].

n=1

/\
A A

Pucynok 2.29 - ItepoBana nemoHctpartiist Kpuoi Koxa

JlanamadgT 3reHepoBaHUI TAKUM YHHOM XOYa 1 Ma€ CXO0XK1 YaCTHHH, ajie Ha
3araJbHOMY (DOHI BUIIISIIA€ HATypalibHO Ta IikaBo. OcoOnuBICTH Ii€i Bapiarlii
AITOPUTMY 3MIIICHHS CEPENHBOI TOUYKU IOJISITAaE Y TOMY, IO 3aMiCTh TOTO, 100
MacmTab 3MEHINTYBaBCA Ha KOXHOMY €Tami TEeHEepyBaHHS 3MIIICHHS, BIH
3aIUIIAEThCST  HE3MIHHUM 3 POCTY4YOIO KUIBKICTIO itepariid. HactymHoro
BIIMIHHICTh € 3HAK 3MIIIEHHS, KU BH3HAYA€THCA PAHJAOMHO. B cBOIO yepry
BHCOTA ITIKiB BUPAXOBYETHCS 32 IOMOMOTOI0 CEPEIHBOT0 3HAUYEHHS CYCIAHIX IMIKiB
MMOMHOKEHOTO Ha PaH/IOMHE 3HaYEHHS Ta PAaHJIOMHUN 3HAK 3MIMEHHS.

Takox 11 KOXKHOTO TMApHOTO PsAAy 3HAYEHb HAa Malli BUCOT MH MaEMO
MPOCTO CKOMIIOBATH IIEH ICHYIOUMH PAAOK Ta A0JaTH A0 Hel HOB1 TOUKU. CTOCOBHO
HE TIAPHUX PSAIKIB Mamy BHCOT MU MAa€EMO IOAATH IIJIKOBATO HOBUW BUPaXyBaHHIM
PAIOK MDK JIBOMa CTapuMu psigkamu, pucyHok 2.30. Came 3aBISKU IIUM JIBOM

MPUHIMIIAM JOCSTA€EThCA (ppakTalbHICTh JaHamwadTy, Ta B TOW caMuil yac
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30epiraeTbcst OCTaTHS 1HAMBIAYaJIbHICTh 0ararbOX YacTUX LBOrO JaHAIA(TY

[18].

Pucynok 2.30 - YepBoHUM MOMIYEHO MApHI PAAKHU, a 3€JICHUM HEMapHUMA

PobOnsiyr BUCHOBOK 3 yCBHOTO JOCIHIIKEHHS IIHOTO ajJTOpUTMYy Ta HOro
PI3HOBUIY MU MOXEMO BUHECTH JEKiIbKa IepeBar Ta HemomikiB. Jlo mepesar
MOJXKHA BIJHECTH, IO AJITOPUTM MaiKe ieabHO BIOPYETCS 3 IMOCTABICHOIO
3aJa4er0, Ta TeHepye HAcIpaBlli BHpa3HI Ta HATypajbHI JaHIIIAPTH, a MPOIEC
HAJIAIITYBaHHSA € Iy)Xe IIBUIKAM M MPOCTUM. TakoXk 3a JOIMOMOrOK HOTO
dbpakTaJTbHOrO  PI3HOBHUIY  CIEKTP  OTPUMYBAHUX  JIaHAmAa(TIiB  3HAYHO
30UTBIIYETHCA Ta HaOyBa€ HOBUX OUIbII NpUBHYHUX BUMIAAIB. 1o cTocyeTbes
HEJIOJNIKIB alNTOpUTMYy, BiH TEHEpYy€e CKIQJAKH Ha Kpasx JaHamadry, ame 1e

MO>KJIMBO JIETKO OO1MTH Mi/ Yac HATMCAHHS aJTOPUTMY.
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3 MPOEKT NPOI'PAMHOI CUCTEMU 'EHEPYBAHHS 3D
JJAHALITADTIB

3.1 ApxiTekTypa cucreMu

[Iporpamny peanizamii cucTeMy TMpPOLEAYpPHOI TeHepalii MU MOXKEMO
NOJUTUTH Ha JBa OCHOBHMX Mojayns. [lepmuit 3 HuUX - mporpamHa peaii3aiis
TOPUTMIB reHepyBaHHs camoro 3D nmanamadTy sika BKJIOYa€e B ceOe HACTYITHUMA
CIIUCOK aJTOPUTMIB:

—  TreHepauis kinacudHoro mymy Ilepinina;

—  reHepaiis aiarpamu BopoHoro;

—  TEHepyBaHHS 3MIIICHHS CEepeIHbOI TOYKH, a caMe (paKTaIbHOTO
BapiaHTy IIbOTO AJITOPUTMY;

—  QITOPUTM 3TJIa/DKyBaHH JaHAMADTY.

Hpyruii Moayip 1€ - MporpaMHa peajizailis ajirOpUTMIB MOKpPAIEHHS
30BHIITHBOTO BUY JaHIIaTy:

—  aJTOPHUTM MPOIEAYPHOTO TEKCTYPYBaHHS YChOTO JaHAADTY;
—  aJTOpHUTM PO3CaJKyBaHHS JCPEB Ta KYIIIiB;
—  aJTrOpUTM CTBOPEHHS KaMiHHS Ta TPaBH;

—  QJITOPHUTM CTBOPEHHS 0a30BOI BOJM Ta iMiTallis Oepery.

3.1.1 ApxiTekTypa ajaropuTMiB reHepyBaHHs JaHamadry

Mos apxiTeKkTypa mporpaMHoOi peaiizailii mpoueaypHoro reaepyBanas 3D
naaamadTy Oa3yeTbcs Ha HECKJIANHIA ie€papxii KiaciB, sfKa TMpeJCTaBiIeHa Ha
pucyHky 3.1.

AOu He mepeBaHTaXXyBaTH BciMa (QYHKIIISIMU OJMH KJIac Ta pOOUTH 3 HHOTO
cynepkiac Oyma oOpaHa Taka MoJielb iepapxii. B miii Mojeni Mu MoxeMo OaduTH,
MO KOXXEH METOJ TeHepall Ma€ CBid OKpEeMHUH Kjac, 3a JOTMOMOTOI SKOTO

KEPYEThCS TEHEPYBAHHS CaM€ UM METOAO0M.
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Pucynoxk 3.1 - Iepapxist kj1aciB airOPUTMIB reHEepyBaHHs JIaHAadTy

Taka moneni 103BoJIsie pOOUTH MIBUAKUAN JOCTYN 10 OyAb SKOTO Kiacy, Ta
MOJTIMIITY€ HABITAIiIO ITi/1 Yac HaJAITyBaHHS TTapaMeTpiB reHepartii.

Ockinpku  kiacwuauil myMm IlepiiHa, SKUM MpenCTaBICHUN KJIacoM
PerlinNoise peainizoBaH y SKOCTI 6araTopiBHEBOro (h)pakTaJIbHOTO IIyMY, BiH Mae
JIOTIOMDKHUM KJIac AKuil HasuBaeTrbesa PerlinParameters. Taxkuii migxig gomomarae
0e3 Oyab SKUX TpoOJEM CTBOPIOBATH OyAb SKy KUIBKICTh OKTaB 3 PI3HUMH
HaJamToOByeEMUMH napameTpamu. Takox PerlinNoise BUKOPHCTOBYE JOMOMIKHUN
Kiac skuii HasuBaeTrhcs Utils, mei kmac peamisye (yHKIIIO (pakTaabHOTO
BpoyHiBChKOTO pyXy, siIKa MO>Ke OyTH TOCTYIHA 3 OYyb SIKOTO MICIIS Y TIPOTpaMi.

Ak Mu  MoxkemMo OauuTH ycl KJIacu  MOPOUEAYpHOi  TreHepaiii
BUKOPUCTOBYIOTh TioOanpHU Kiac GameManager. lleit kmac mictuth y co0i
iHbOpMAaIIiIo PO HAIl TEPEiH, Ha SKOMY MU BHKOHYEMO T€HEpAIlito, a TAKOX P
JOTIOMDKHUX (YHKITIA, $SKI BHKOPHCTOBYIOTBHCS Maibke ycCiMa alrOpuTMaMH
reHepanii. Takuil miaXia COpoUlye AOCTYI 0 3arajibHUX JTaHUX, Ta BUKPECIIOE
HEOOXI1IHICTh MepeiaBaTu ado peai3oByBaTH OJIHI M Ti K cami JaHHI Ta QyHKIT B

KJ1acax 3 0e31mocepe/IHO AIrOPUTMaMHU FeHepailii.
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3.1.2 ApxiTeKkTypa ajJropuMTMiB NOKPAILICHHS 30BHIIIHBOI0 BHIJISIAY

Janamagpry

ApXiTeKTypa aJIFOPUTMIB IMOKPAIIEHHS 30BHIIIHBOTO BUIJISAY CXOXKa Ha

apxiTekTypa 0a30BUX METOJIB I'€HEpAIlil0, CXeMa apXITEeKTypu MpPEACTABICHA HA

pUCYHKY 3.2.

SplatmapGener... ¥
Class
=+ MonoBehaviour

SplatHeights
Class

4 Fields

maxHeight
maxSlope
minHeight
min&lope
remove
splatNoiseScaler
splatMoiseXScale
splatMoiseYScale
splatCffset
texture
tileCffset

tileSize

L I R VR R O Y

‘GameManager
Class
=+ MonoBehaviour

VegetationGene...

DetailGenerator 4

SimpleWater

Class
=+ MonoBehaviour

Vegetation
Class

4 Fields

Class
= MoncBehaviour

Detail
Class

4 Fields

Class
=+ MonoBehaviour

density
firstColorVariant
lightMapCelor
maxHeight
maxRotation
maxScale
maxSlope
mesh
minHeight
minRotation
minScale
minSlope
remove

L O T VIV VIR VI VO VI VO I Y )

secondColorVar..,

tttoccoceocoOCECECOECOEECOEOU

density
dryCelour
feather
healthyCelour
heightRange
maxHeight
maxSlope
minHeight
minSlope
neiseSpread
cverlap
prototype
prototypeTexture
remove
widthRange

Pucynoxk 3.2 - lepapxist KJ1aciB alirTOPUTMIB TOKPAIEHHS 30BHINIHBOT'O BUTIISITY

JaHamadTy

[Tigxig 7o mOOyAOBHM apXiTEKTYypy LIMX KjiaciB OyB 0OpaHUil TaKuil )k caMuid

AK 1 3 OCHOBHMMH aJropuTMamMH TeHepyBaHHA Janamadty. Taka apxiTekrypa
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y’)ke n1o0pe mokaszana cebe miJl yac po3poOKH OCHOBHHUX aJITOPUTMIB, caMe TOMY
OyJ0 npuitHATE PILIEHHS BUKOPUCTOBYBATH ii 1 HaaJl.

Takox Ha wiM 1€papxii MU MOKEMO 0auuTH ycCl MOJS AOMOMDKHHUX KJIACIB,
Kl BUKOPUCTOBYIOTBCS /111 MHOKMHHOT'O HaJallITyBaHHS €JIEMEHTIB aJlfOPUTMY.
Jlist 0OpoOKM TakuX MOJeH, Ta nmepeaadi BCiX HEOOXIIHUX 3HAYEHb BiJ 103epa 10

aJTOPUTMIB MPOIEAYPHOI TeHepallii Oyia 3acTOCOBaHa apXiTeKTypa 300pa)keHa Ha

pUCYHKY 3.3.

S platHeights
Class

4 Fields

maxHeight
maxSlope
minHeight
minSlope
remowe
splatMoiseScaler
splatMoiseXScale
splathloise¥Scale
splatCffset
texture

tileCOffset

tileSize

-
-
-
-
-
-
-
-
-
-
-
-

SplatMapSettings el

Class
=+ MonoBehaviour

b+ Fields

4 Methods
DeleteSplatMap
InitSettings
OnhMinHeightC...

OnSplatMoises ...

OnSplatMoiseY ...

o R I I R O I R

Validatelnput

O nhaxHeightl...
OnMaxSlopeCh...

OnMinSlopeCh...
O nSplatMoiseX ...

OnSplatOffsetl ...
O nSplatTexture...
O nTileOffsetXC...
OnTileOffsetyC ...
O nTileSizeXCha...
O nTileSizeYCha ...

Vegetation
Class

-

-

ields

density
firstColorvariant
lighthMapColor
maxHeight
maxRotation
maxScale
maxSlope
mesh
minHeight
minRotation
minScale
minSlope
remowve

teeeocecocteee

VegetationSetti... &
Class
=+ MonoBehaviour

b Fields
4 Methods

DeleteVegetation
InitSettings

O nhaxScaleCh...
O nMinHeightC...
O nhinScaleCh...

Onegetation ...
“alidatelnput

R R I R

secondColorvar...

COn DensityChan...
O nhaxHeightC...
O nhdaxRotation...
O nMaxSlopeCh...

O nhdinRotation...

O nMinSlopeCh...

4 Fields

density
dryCelour
feather
healthyColour
heightRange
maxHeight
maxSlope
minHeight
minSlope
noiseSpread
owverlap
prototype
prototypeTexture

fteeeeeeecectent

remowve
widthRange

DetailSettings
Class
=+ MonocBehawvicur

b Fields

4 Methods
DeleteDetails
InitSettings

On DensityChan...
O nDetailProtot...
O nDetailProtot...
O nFeatherChan...
O nHeightRang...
O nHeightRang...
O nhdaxHeightC...
O nMaxSlopeCh...
O nhkiinHeightC...
O nMinSlopeCh...
O nMoiseSpread...
COnOverlapCha...
O nWidthRange...
OnWidthRange...
Walidatelnput

e00QQeeRRERRRRRERE

Pucynoxk 3.3 - lepapxis qonmomixkaui Ul kiacis

Y miii apxiTeKTypi BUKOPHUCTOBYETBCS TINXIJ] CXOXHH Ha 1BEHTOBY
cuctemMy. Y KOXKHOTO C KJIACiB SIKHH MOK€ OyTH TNpEJCTaBICHUN HECKUTbKUMH
BapialisiMd ofHOYacHO, icHye gonomixkHuM Ul kmac. Takuii kiiac B CBOIO 4epry €
MHOXHHHHM TIPEJICTABICHSM Ta 3B’S3aHUN 3 KOXXHUM YHIKAJbHUM EJIEMEHTOM

HaJalTyBaHs, SIKUM 103ep Joaae nuHami4Ho. [1icis Toro sik 103ep BUKOHYE SIKHICh
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BBiJ JaHuX y mois BBoay, Unity pearye Ha 1€ Ta BUKJIMKA€E BIANOBIIHUN METOJ 3
JOTIOMIDKHOTO KJacy, AKud oOpoOise naaHi 3a JONOMOrOK TMPOCTOI Bepcii
BaJIifalli, Ta MICJAs LbOIO OHOBJIIOE iX B peajJbHOMY MPOTPAMHOMY MpPE/ICTaBIEHI
710 SIKOTO BITHOCUTKCS IIeH mapameTp.

Taka cuctema gornomMarae JITKO MaHIIyJIIOBaTH JaHUMHU 3a gonomororo Ul
€JIEMEHTIB Ta JIETKO pPO3IIMPIOEMA, came 4Yepe3 Iie¢ BoHa 1 Oyna oOpaHa s

MpeaACTaBJIICHHA MHOKMHHOT'O HAJIAIITYBAHHA aJII‘OpI/ITMiB.

3.2 3acoOwm peasizamii

Jlns peasnizaliii mporeaypHoro reHepyBaHHs JaHamadty Oyiau 3acHOBaHi
HACTYIIHI 3acO0U peanizallii:

—  3aco6Owu .Net a came MmoBa niporpamyBanHs C#;

—  cepenosuiie po3pooku Microsoft Visual Studio 2019 Enterprise;

—  irposuii aBuryH Unity3D 2019.3.15.

3.2.1 Cepenosuie po3podku Microsoft Visual Studio 2019 Enterprise

ITix gac po3poOKu mporpamMHOro Mpoaykra Oyina BUKopucTtaHa Microsoft
Visual Studio 2019 Enterprise nns HamucanHs koay ckpunTiB. lle cepemoBuiie
MAXOAUTh Jiig poboTu 3 irpoBuM nBuryHoMm Unity3D, amxe BOHO Mae Maker
THCTPYMEHTIB i1 poOOTH 3 BOYZIOBaHMMH TUTIaMU, Kilacamu Ta ¢yHKIisMu Unity.
Takox Visual Studio mintpumye Debug pexum 3a J0OMOMOTOO SIKOTO MOKJIHUBO

MpoaeOAKUTH KO/ 32 OPEHKIIOIHTAMU Ta BUSIBUTA HECTIPABHOCTI.

3.2.2 MogBa nporpamyBanHs C#

Panime  irpoBuit  aBuryn  Unity migTpuMyBaB — JEKUIbka  MOB

nporpamyBaHHs, a came JavaScript Ta C#. Aje 3 yacoMm B OAHINA 3 HOBUX BEpCii
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Takui miaxia OyB 3MiHEeHUH, To MOBY JavaScript ninkom Buganunu 3 Unity. OTxe
yepes 1ie 7151 po3poOku Oyna 3actocoBaHa MmoBa C#.

C# € 00’€KTHO-OpIEHTOBAHOIO MOBOIO NpOrpaMyBaHHA ska Oyia
po3pobiena nus miatrgopmu NET.

OCHOBHOIO TIepeBarol0 JTaHHOT MOBHU € CTpOTa THUMIi3allisl JaHHUX, & TaKOX
00’ €KTHO-OPIEHTOBAHUI MIAX1A 100pe MIAXOAUTH JJISl CTPYKTYpPU HAIMCAaHHA Ta

po6otu B Unity.

3.2.3 Irposnii neuryn Unity3D Bepcii 2019.3.15

Unity — e kpocriaTOpMEHHE CEpeIOBHUIIE JUTSI PO3POOKU KOMIT FOTEPHUX
Irop, a TakoX PI3HOrO poay arulikaiii, peni3 sikoro BinOyBcs B 2005 pomi, Ta
KOXEH PIK BUXOJUTh HOBA BEPCIs 3 MOKPAIICHHSM B)XE ICHYIOYOro ()yHKIIOHAIH,
Ta JojaHHsIM HoBoro. Unity J03BOJISIE CTBOPIOBATU ITPH Ta aruTiKaIii Jjs OUIBII
HIK 25-TH pi3HHX IaTGopM, cepel HUX YHUCIATHCS PI3HOMAHITHI KOHCOI,
TenedoHu Ha ornepaniitHux cuctemax Android ta IOS, ¢ppeliMBOpKHU 1Jis CalTIB, a
TaKOX 3BICHO % KOMIT IOTEPH.

Jlns cTBOpeHHs mpolenypHoi reHepariii OyB oOpaHH came Iiel JBHUTYH
a/pke BIH € OJHUM 3 HAWJIOCTYIHINIIB Ta HAW3PYYHIIMX Y IUISAX TeHEepyBaHHI
nanamadTy 3aBIsSKd BOYTOBAaHOMY IHCTPYMEHTY SIKMi HasuBaeThbcs Terrain. Lleit
THCTPYMEHT MICTHTh y cO001 BC1 HEOOX1/IHI TapaMeTpu JIJIsi TeHeparlii MOYMHAIYH 3
Maryd BHCOT Ta 3aKiHUYYIOUM TeHepalii pOCIWH Ta HATypalbHUX 00 €KTiB. A
CHUCTeMa CKPHUNTIB JOMOMArae MmBHIKO PO3IIMPIOBATH BXKE HAMHCAHy CUCTEMY, Ta
JIOTIOBHIOBATH ii HOBUM ()YHKITIOHAJIOM.

byna oGpana Bepcii 2019 poky, amke BoHA € OJHIEIO 3 HANCTAOLIBHININX,
Ta MICTUTh Yy €001 yci HEoOXigHI TOJIMNIICHHS IHCTPYMEHTIB Il poOOTH 3

TEPEHOM.



68

3.3 MonayJii Ta anropuTMHu

[lin uac po3poOku OylI0 CTBOPEHO Oarato CKPUINTIB JJIsi TEBHUX
ITOPUTMIB, Ta (PAKTUYHO MpOrpaMa CKIAJAEThCS 3 OJHOTO MOAYJS, ajié YMOBHO
MU MOKE€MO MOJUTUTH ii Ha 3 MOYJIi:

—  MOJyJb TpoIenypHoro renepyBanns 3D nanmgmadry;

—  MOJyJb TCHEPYBaHHS POCIMHHOCTI Ta TEKCTypyBaHHS JaHAmadry,
a0o0 HIIMMU CJIOBaMU, TIOKPAIIEHHS Bi3yalbHOI CKJIaJJ0BOT;

— Ul MOJYJIb JUJISl B3aEMO/II F03€pa 3 MapaMeTpaMu reHepyBaHHS.

3.3.1 O0mexxeHHs MPOrPaMHOI peaJtizamii

[Iporpamma Mae He nmyxe Oarato oOMexeHb. [lo mepimie kKopucTyBad
MOBHHEH YITKO MiAi0OpaTd TpaHWYHI JJaHHI TIPU pelaryBaHHI MapaMmeTpiB, amKe
pe3ynbTaTH 3 3aHaATO BEIMKMMH a00 MaauMH 3HAYCHHSIMH [apaMeTpiB
HaJaIITyBaHHS MOXYTh BHJATH 30BCIM HEOUIKYBaHI pe3yJbTaTH. 3PO3YMITH SKi
camMe 3HAYCHHS € TPaHWYHUMH MOXJIMBO JIMIIIE METOIOM crnpoO Ta HeBmad. [lo
Apyre Mo CTOCYEThCS TEKCTYPYBAHHS, TEKCTYPH MAlOTh IOJABATHCS Yy BUTJISII
KBa/IpaTiB, TOOTO KUIBKICTh MIKCENIB IO IIMPHUHI Ta BUCOTI MArOTh CIIIBIIQJIaTH,
TaKO)X BOHU MalOoTh OyTH O€3IIOBHUMH, JJIs 30€peKEeHHs LUIICHOCTI JaHamadTy
MPU TEKCTYpOBaHi. SIKIIO IILOTO HE 3pOOUTH HA €Talll TeKCTypYBaHHS MU MOXKEMO
mo0aunuTu pe3yabTaT SKUM JyKe [ajJeKkuid Bia OakaHOTo, Ta HATYpPaJIbHOTO

BapiaHTy.

3.3.2 Ilo0ynoBa 3D nangmadry

3.3.2.1 Aaroputm KiaacudHoro mymy Ilepaina

bazoBuM airopuTMOM SIKUM JISKUTH B OCHOBI IPOIEAYypHOI TeHepaillii OyB
oOpaHuil anropuT™m kinacuyHoro mymy llepiina. AJropuTM mpaioe 3 Maroro

BHUCOT, sIKa peali3oBaHa B IHCTPYMEHTI JIaHAmadTy terrain B irpoBOro JABUTYHY
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Unity. CnioyaTky po3IJIsIHEMY BXIJHI JaHHI KM BUKOPHCTOBYIOTBCS IJIsi poOOTH
QIrOPUTMY, Ta MOXKYTh OyTHM HaJIalITOBAHUMHU KOpHUCTyBaueM 3a jaornomororo Ul

CUCTEMH B paHTaiimi (puc. 3.4).

Pucynok 3.4 - Ul nnsa penaryBaHHs mapaMmeTpiB KiiacuaHoro mymy [lepiina

Omxe nis pefaryBaHHsa mapaMmeTpiB Mu Maemo Ttakui Bun Ul B sikomy 3a
JIOTIOMOTOIO TIOJIIB BBOJY MOKJIMBO 3MIiHIOBAaTH JIaHHI, 3a JIONMOMOTOI0 KHOIIKH
Delete Bumanaru nomatkoBi mymu Ilepiina 3 anroputMy, abo JomaBaTH HOBY 3a
nonomororo kHonkd Add Pelrin Noise. Knonka Generate Perlin Noise 3amyckae
AITOPUTM TIPOIIETYPHOI TeHepaIrii.

CrocoBHO maHuX Iy peaaryBaHHs mMu Maemo Scale, Offset, Octaves,
Persistance Ta height Scale. Ilapamerp Scale BimmoBimae 3a MmupUHY XBUJIb 32
BicsmMu X Ta Y, a00 IHIIMMHU CIIOBAaMHU MU TPUOIMKYEMO KOHKPETHY YaCTHHY
Hamoi 3reHepoBaHoi KpuBoi Ilepnina, umM Oulbllle 3HAYEHHS THM Jajll MH
BimansgeMocs Ta 6auuMo Bce OuIbIe Touok KpuBoi. Ilapamerp Offset Bigmosimae
3a 3MIIIEHHS 1O 3T€HEPOBAHI AJTOPUTMOM KpUBii KiacudHoro mymy llepmina.
ToOto, sikio Scale mpaitoe sik 3ym st ieBHoi yactuau, To Offset B cBoro uepry
3MINIy€e MiICIEe O SIKOTO MPUMIHSIEThCSA L€ 3yM, Ta TOYKH OEpyTbCsS 3 ILBOTO

BiIpi3Ky KpuBoi. Octaves 1ie KUIBKICTh OKTaB B HamoMmy myMi Ilepmina, To0TO sik
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rOBOPWJIOCS paHille, € KUIbKICTh 3r€HepOBaHUX KiIacHMYHUX wwyMmiB llepain nms
OJIHOTO mpencTaBieHHs anroputMmy. llapamerp Persistance BH3Hayae HaCKUIbKU
CWIbHO aMIUTITyAa HacTonHyi ¢yHKuUIi kiaacuyHoro mymy Ilepmina Oyne BUIIOO
3a nonpenexto. Height Scale B cBoto uepry mnpaioe ik neskuil KoeilieHT, SKui
J0TIOMara€e MaTu OUIbLIe KOHTPOJIIO HaJ BUCOTOIO 3r€HEPOBAHHOIO IIymMy. Yum
MEHIIIUKM TTapaMeTp CKEHITy BUCOTH MM 331a€EMO, TUM OLIbIIIE CTIaXEHUN TEPEeH MU
OTPUMAEMO, THM CAMHM 3MEHIIYIOYM peajbHy BHCOTY 3IF€HEPOBAHHOIO
knacuuyHoro mwymy llepmina. Ilpukianum pi3HUX HapaMmeTpiB CKEMly Ta CKEWy

BHUCOTH HaBEJEHO B pUCyHKax 3.5 Ta 3.6.

Pucynoxk 3.5 - I'enepartist knacuuyroro mrymy llepsina 3 HU3bKUMHU MTapaMeTpamu

Scale Ta Height Scale

Ile BCci maHHI sIKi MOK€ KOHTPOJIOBATH KOPUCTYyBad. [HII 3MiHHI Taki sK
94acTOTa Ta aMILTITY/]a BUPAXOBYIOThCSI BUKIIFOUHO TI1/1 4aC POOOTH aJITOPUTMY.

Cama po6oTa anroputmy cripoiieHa 3a gonomoror MetoaiB Unity. B Unity
icHye ctanmapTHa BOygoBaHa 0i0mioTeka Mathf ska » aHamoroMm imIieMeHTarlii

Takoi 010J110TeKu y uncTit MmoB1 C#.
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Pucynok 3.6 - I'enepairis kiacuunoro mymy I[lepiiHa 3a BETUKUMH TTapaMeTpaMu

Scale Ta Height Scale

I{s 6i6;mioTeka Ma€e CBOIO BJIACHY IMIUIEMEHTAIIII0 aJlTOPUTMY KJIACHYHOT'O
mymy Ilepnina. Ile mormomMorae BUKIIIOYATH 3aiiBi BUTpATH Ha pealizallilo BIacHOT
dbyHKIII1, aje 3aMiCTh ILOTO0 MH Peali3yeMO MIAX1T 3a JOMOMOTOK (paKTaJIbHOIO
BpoyHOBCchKOTO pyXy. 3a JOMOMOrOI TAaKOTO IMAXOAYy MH MOXEMO MAaTH
MIOBTOPIOBAaHI €JIEMEHTI Ha HAIIOMYy TEpPEeiHI, Ta MaTH TPOXH OUIbIIE KOHTPOJIO
HaJl TeHepaliero. Ko Mu miaBummMo Ham Scale, THM caMuM K O BiJIJIaTUBIIN
HaIl O Ha QYHKITIIO IIYyMY, TO O0AYMMO, SIK €JIEMEHTH HaIoi PyHKIT IryMy
MOBTOPIOIOTHCS Yepe3 ACSKU MPOMDKOK. Peamizaliito anroputMy ¢GpaxTaabHOTO

BpoyHOBCBKOTO PyXy MU MOXKEMO TTOOAYHUTH Y JICTUHTY 1.

public static float fractalBM(float x, float y, int octaves, float pers)

{

float final = 0;
float frg = 1;
floatamp =1;

float maxV = 0;
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for (inti=0; i< octaves; i++)
{
final += Mathf.PerlinNoise(x * frg, y * frq) * amp;
maxV += amp;
amp *= pers;
frq *=2;

return final / maxV;

}

Jlictunr 1. ®yHkuis ppakTaaibHOro BpoyHOBCHKOTO pyXy AJIS pO3paxyHKy

kjacuyHoro mymy Ilepiina

Cama x (QyHKIIIS TpOLEIYpHOrO IeHEpyBaHHsS Ha yaHamadTi Oepe Kapry
BUCOT Ta 3a JOTMOMOTOI0 IOJBIMHOTO MHMKJIY Ha KOXHIA BHCOTI 3aCTOCOBYE
pPO3paxyHKH KiacuyHOTo myMy [lepiiHa CTUIbKH pa3iB, CKUIBKU 3a3HAYEHO PI3HHUX
mryMiB kopuctyBaueM uepes Ul

[IIymiB He MOxe OyTH MeHIIe HiXK OJHMH, a J0 TOJIB BBOAY 3aCTOCOBYETHCS
0a3zoBa Bamijalis, Ui MEPeBIpKHM Ha MyCTHH eleMeHT BBoAy. Pesynbratom
BIJIMPAIIOBAHHS QJITOPUTMY € BiIO3MIHEHHMH JIaHAMA(PT 31 3MIHCHOK KapTOIO
BHCOT, SKMM sBJsie cOo0Or0 0aszy sl MOJANBIIOTO TeHEpyBaHHS JaHAmadTy 3a

JIOTIOMOTOIO 1HIIIUX JBOX aJITOPUTMIB.

3.3.2.2 Aaroputm giarpamu Boponoro

HactymauM anropuTMom, 3a JOTOMOTOIO SIKOTO BigOYBA€ETHCS IPOLECITYpPHE
TeHepYyBaHHS, BUCTYIMA€ alropuT™M niarpamu Boponoro. Bin OyB o0pan mis
BU3HAYCHHS JOJIATKOBUX INIKiB Ha HAIIOMY TeppeiiHi, abo 3amis TI00aIbHOTO
3MIHEHHS BUCOTH TEpeWHy, 3aJeXHO Bia 00paHoi (GyHKIII TeHepyBaHHS Ta
HaJAITOBAaHUX mapamMeTpiB. Sk 1 anroputm kinacuuHoro mymy llepiina, miarapma
Boponoro 3acTocoByeTbcsi TUIBKH [ 0OpOOKHM Mamu BHCOT, XOua LIEW allrOpuTM
Ma€ MOTEHIlian JJisl 3aCTOCYBaHHS y BHU3HAYEHHI HANpPHUKIIAJ TpaHULb OIOMIB, Y

MOAANBIIOMY MOKpaIEeH1 pOOOTH.
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Cnoyarky pnaBaiiTe pO3IVISIHEMO JaHHI AKI KOPUCTYBad MPOrpamMu MOXKeE
3MmiHtoBaTH 3a gonomoroto Ul Ockinbku Aiarpama BopoHOro oXoruitoe ycro Maiy
BUCOT Ta HE Ma€ alrOpUTMIB 3 BUKOPUCTaHHSAM JEKUIBKOX JiarpamM, fK Y
kiacuuHoro mymy Ilepnina, To Ul npencrapnenuit y BUrsii OAMHUYHOT TaOIUII

HaJallTyBaHHA 0€3 MOKJIMBOCTI JOJABaHHS HOBUX IMIUIEMEHTALId aJrOpUTMy

(puc. 3.7).

Pucynok 3.7 - Ul qyist HanmamtyBaHHs poOOTH anropuTMy fiarpamu Boponoro

OTxe sIK MH MOXXEMO OauuTH IS HallallTyBaHHA jJiarpamMu BopoHoro mwu
MaeMO MEHIIE TapaMmeTpiB, HIX s kiaacuuHoro Imymy Ilepmina. Jlns
HaJalTyBaHHA MH MaeMo Taki mapametpu Min Height, Max Height, Peak Count,
Fall off, Drop off Ta Voronoi Type.

AOu 30epertu eneMeHT PaHJAOMHOCTI MU BHKOPHUCTOBYEMO mapaMeTpu Min
Height Ta Max Height. 1li nBa mapameTpi SBISIFOTBCS MIHIMyMOM Ta MaKCUMyM
MIPY paHJOMHOMY BU3HA4Y€H1 BUCOTH MIKYy. OCKUIbKHA MIHIMAIbHE 3HAYCHHS BUCOTH
JUTSL TepeiHy 1€ Hy/Ib, a MaKCHMaJlbHEe 3HAYEHHS OJIMHUIIA, Il JIBa TMapameTpu

MOBHHHI1 HE BUXOJWTH 32 Il TPAHMIII K1 BUCTaBJsI€ cam ABUTYH Unity.
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Hactynnum iine mnapamerp Peak Count, ne mapamerp tumy int sAKuit
BHU3HAYa€ KUIBKICTh MIKIB, SIKI OyAyTh 3reHepoBaHl. Miclie 3HAXOJKEHHS MKy Ha
Mari BHCOT BU3HAYAETHCS PAHIOMHO, OEpeThCsl BEKTOp 3 KoopAauHatamMu X Ta Y
3aleXHO BiJl PO3MIMPEHHS TEppeiiHy, sIKe 3aJa€ThbCs uYepe3 IHCHEKTOp. Takum
YUHOM MIKH MOXYTh OyTH Ay>K€ OJM3bKO OJMH J0 OJHOTO, Ta iX CXUJIU OYIyTh
NepecikaTucs, Ta 3aBISKU IbOMY MU 1obadyemy Jito aiarpamu BopoHoro, e cxunu
NiKiB PIBHOMIPHO BH3HAYalOTh TPAHMII HA MICISX NEpeTHHY. Takox Moxe OyTH
ciydaid, mo mik OyB 3reHEepOBaHM 3 BHCOTOI MEHIIOK HIK BXKE 3reHepOBaHUI
ik, a00 CXWJI IHIIOTO MKy, y IIUX CaMUX KOOpAWHATaX, Y IIbOMY BHITaJIKy TaKHH
MK ITHOPYETHCS Ta HE CTBOPIOETHCS TIOBTOPHO.

[le B Hac mpucyTHiN nmapametp skuil HazuBaeThesi DropOff. Bin Bignosigae
3a Te K came OyayTh BHIJISIIaTH HAIli CXWJIM, Ta 3arajbHa CTPYKTypa ropu. 3a
JOTIOMOTOI0 IIHOTO MapamMeTpy MH MOXEMO KepyBaTH (OPMOIO HAIIOi TOpH, Yd
Oyne BOHa BUIYyKJIa, HAa HarajayBaTh mnarop0, 4yd BoHa Oyjne Oilbllie yBIrHyTa
BCEpEMHY, Ta MPEJACTABIATH COOOI0 PIBHOMIPHO 3BYKarO4Hics ripchbkuil mik. Lle
JoTIoMara€e CTBOPIOBATH JaHAmadTH pi3HOT (POPMHU MIBUAKUM CIIOCOOOM.

Takox mu mMaeMo Takuii mapametp sk Fall off. Bin Bucrymae cBoro ponmy
Koe(iIieHTOM BHCOTH, Ka OyJie MK HaIllUM ITIKOM Ta HACTYITHOIO TOYKOK. Take
HaJaIITyBaHHS MOTPIOHE a0M MU MOIVIM KOHTPOJIFOBATH HACKUIBKU KPYTI CXHWIIH
NMOBHUHHI OyTH y Hamoro cxmiay. ToOTo, SKII0O MU Xouemo, abuW Hall CXWI OyK
MEHIII KPYyTUM Ta K pe3yibTaT cama ropa 3aiiMana OuIbIIe MiCIsl, MU Ma€EMO
BHUCTAaBUTH HE IIIJIE YHMCIIO MEHINE 3a OAMHUINO. TakuM caMUM YHMHOM SIKIIIO MU
X04eMO 0auyuTH OUIBII KPYTi CXUIIM, MU BUCTABJISIEMO YUCIIO OLTBINE 32 OJJUHUITIO.

OcranHiM ane He MEHII BaxJMBHM € mapametp Voronoi Type. Ilei
napamMeTp IUIKOBHTO BH3HA4Yae poOOTy alroputMy, a came SK camo OyayTh
reHepyBatucsa cxwin mikiB. Crgd MM MOXEMO BCTaBUTH Oyab SKUH
MaTeMaTUYHUN BHpa3, KU MU MOOAXaeMO IS TEHEpYBaHHS CXWIIB MmiKiB. J{is
JIEMOHCTpallii s 00paB 4YOTUPHU PI3HUX BHUpasu, a came Linear, Power, Combined ta

SinPow. KopuctyBau moxxe BUOpaTh Oy/ib AKUU 3 IIUX aJTOPUTMIB AKUW OUIBII 3a
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BC€ MIAXOIUTH JJIsl HOTO 1iyiei reHepyBaHHs. Po30epemo koxHy 3 1uX QyHKIIH 3a

JOTIOMOT OO JIICTUHTY 2.

float dist = Vector2.Distance(pTransformP, new Vector2(x, y)) / maxDist;
float height = 0.0f;

switch (vVariant)

{

case VoronoiVariant.Linear:
height = peak.y - dist * fallOff;
break;
case VoronoiVariant.Combined:
height = peak.y - dist * fallOff -
Mathf.Pow(dist, dropOff);
break;
case VoronoiVariant.Power:
height = peak.y - Mathf.Pow(dist, dropOff) *
fallOff;
break;
case VoronoiVariant.SinPow:
height = peak.y - Mathf.Pow(dist * 3, fallOff) —
Mathf.Sin(dist * 2 * Mathf.PI) / dropOff;
break;

}

Jlictunr 2. ®parMeHT OCHOBHOI YaCTHHH JITOPUTMY I'€HEPYBaHHS CXHIIIB ITIKIB

niarpamu BopoHoro pizHuMH QYHKITISIMH

Crovatky miepen OCHOBHMMH pPO3paxXyHKaMH MU TIOBHHHI PO3paxyBaTH
JUCTAHINIO 10 MiKy. Bci i po3paxyHKH TPOTEKAIOTh Y MOABIHHOMY ITHKJIi, SKHMA
MPOXOJIUTHCS TO BCi Mami BUCOT Ta Oepy 3HaueHHS X Ta Y Ha KOXHIA iTepartii.
Huctanmiss m0 miky OepeTbCs MDK TOYKOIO HA Mami BHUCOT, Ha SKiH MU
3HAXOJIUMHCS B JAHUI MOMEHT MUKy, Ta MK KOOPJAMHATAMH CaMOTO ITIKY, TTOTIM
BCE 1€ IUTUTHCS HA MaKCUMAaJbHY BifcTaHb. MakcuMalnbHa BIACTaHb MPECTABIISIE
co0010 BIJICTaHb MIXK KyTaMH TEPpEilHy, TOOTO MK HYJIbOBUMH KOOpAMHATaAMU B

OJIHOMY KYTIi, Ta KOOpJMHATaAaMU PO3MIMPEHHS TEPPEUHY y MPOTHICKHOMY. Y IIi
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pPO3paxXyHKU HE BXOJIUTh TOYKA C KOOPAMHATAMHU CaMOro iKY, aJKe HOoro BUCOTY
MU BK€ BU3HAYaJIU PAHIOMHO Ha paHHBOMY €Tarll reHeparii.

[Ticas HpbOro MM MOXKEMO MEPEXOIUTH 10 OCHOBHUX (YHKIINA cepen SKUX
nne Bubip po3paxyHky miarpamu. llepmmum e Linear abo miniiiHa GyHKIIs, ii
CyTh TOJIATa€ Y TOMY IO MU O€peMO BHCOTY HAIIOTO MiKy, Ta BIAHIMAEMO Bij
HbOro auctaHiiio nomHoxeny Ha falloff. Pesynbrarom Takoro mizxomy OynyTh
JOBOJII TJIaJKl CXWIH, 1€ MOXXe OyTH KOPHCHO MNpU TEeHEepyBaHHI JOJIMHU 3
BEJIMKMMHU, ajie TUIAaBHUMU CXWJIaMH. Pe3ynbTat Takoro reHepyBaHHS MH MOYKEMO
no0ayuTH Ha PUCYHKY 3.8, 1€ BUXOAMUTH JIEUI0 CXOKE Ha CXWJI HaropOy, sAKui

IJIABHO WJI€ JOHU3Y.

Pucynoxk 3.8 - Pe3ynbrat renepyBanss niarpamMu BopoHOTO JTHIHHAM METOIOM

Hactymaum posrmssaemo meton Qyskimito Power abo QyHKIit0 cTemeHi.
Taxuii miaxing Bxe q00pe MpaIfoe aJisi CTBOPEHHS KOHYCcONMoAiOHnX narop6is. s
peaizaiii Takoi (GyHKIIi MU MOKEMO BUKOPUCTATH BOyAOBaHY (QDYHKIIIT 3BEEHHS
y cryniab Mathf.Power, nisg nporo Mu nepenaemMo A0 Hei JUCTaHIIIT 0 MIKY, sKa i
Oyne 3BOAUTHCS y CTyHiHb, a Takoxk dropOff sxuif came 1 BHCTymae B SKOCTI

cryneHi. [Totim mu noMmHoxyemo 1iei pesynbrat Ha falloff, e 6yne Bxe BrmBaTH
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Ha JllaMeTp CXWJIIB, TOOTO YMM MEHUIE 3HAYEHHS TUM OUIBIIMI MPOCTIp B AilaMeTpi
OynyTh 3aiiMatu Haii naropou. Ha pucynky 3.9 mu MoxxemMo moOauyuTH pe3yabTar

TAKOr0 BUKOHAHHS, IKUM € TlaropOu y ¢hopmi KoHyca.

Pucynok 3.9 - Pesynbrat renepyBanss aiarpamMmu BopoHoro 3a 10momMororo

aNTOPUTMY 3BEJICHHS Y CTYIIIHb

Tperiit MeTox monsirae y KOMOIHYBaHHI JBOX MOMEpPEIHIX, JIHIMHOTO Ta
3BEJICHHS y CTyHiHb, Ta HasmBaeThcsi Combined — komOiHoBanwii. Bin mwiie
BIIPI3HSAETBCS THM, IO JIMINE YaCcTHHA, SKa BIAMOBiAaE 3a JIHIWHY (YHKIiO,
noMHOXKyeThcsl Ha falloff 3amicTe wacTuHU 3BefeHHS y CTymmiHb. Pesymbratom
TaKoro KOMOIHYBaHHSI BJK€ € CTPOTl KOHYCOMOAIOH1 MKW, CXUIIU SIKUX HE MAarOTh
IJIABHOTO MEPEXOy, a UAYTh YITKO mif oJHUM KyToM (puc. 3.10). Takuii miaxia He

Ma€e TMpPaKTUYHOIO 3acTOCYBaHHA caM 1o co0i, aine Moxe Oyrtu polpe
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KOMOIHOBaHUW 3 IHIIMMHU  peaji30BaHUMU  AJTOPUTMAMHU  MPOIEAYPHOTO

reHepyBaHHsA JaHAIA(TIB.

Pucynok 3.10 - Pe3ynbTaT reHepyBanHs giarpamMmu BopoHoro 3a 10IMOMOT010

KOMOIHOBAHOT'O aJITOPUTMY

OcranHil anropuT™, SKAA Ha3UBAEThCcs SinPow BUKOPHCTOBYE (PYHKITIT
3BEICHHS y CTYIIHb Ta B3SITTS CHUHYCY KyTa. B3STTS CHHYCY peani3oBaHO
BOy/I0BaHOIO (DYHKIIIIO Ta MpUKMAa€E JUCTAHIIIO J0 MKy MOMHOKEHY Ha JiBa Ta Ha
guciio mi. Pe3ynbrar B3STTS CHUHYCY BIJHIMAETHCS BiJl PE3yNbTaTy 3BEICHHS Y
CTYMHb JUCTAHIi M0 MKy MOMHOXeHOi Ha TpHu, y cryneHi falloff. IloTtim
pesynbrat qimuThes Ha dropOff. s dyHKIis € TeCTOBOIO TUTBKH IS AEMOHCTpAITii
MO>KJIMBOCTI BUKOPHUCTAHHS Oy/Ib SKMX MAaTeMaTHYHUX (PYHKITiH, JUIsI OTpUMAaHHS
pe3yabTaty. MHOXEHHS Ha TMEBHI 4ucia Oyiao migiopaHo BpydyHy abu Matu
3aI0BUIbHUN  pe3ylibTaT, Ta HE HECYTh $KOiCh 1H(OPMATUBHOI IIHHOCTI.

Pe3ynbTaToM BHKOHaHHS Takoi (QyHKUIT 3 Beaukumu 3HaueHHsMu dropOff Tta
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falloff mapamerpamMu € mloch CXOXe Ha 3aroCTpeHHI MIKM, Ta Hajaajl, SKIIO
nigiopaTd 3HAYEHHS MOXXHA OTPUMATh WIOCh HA KIITAIT JHA T[EYepH C

3aroCTPEHUMH cTajarmitTamu. Pe3ynbraT MoxHa moOayuTH Ha pucyHKy 3.11.

Pucynok 3.11 - Pe3ynpTaT remepyBanHs giarpamMud BopoHOTO 3a 1OIIOMOT010

AJITOPUTMY B3ATTA CUHYCY

OTxe sAK BHCHOBOK II€W aJTrOpUTM MIATPUMYE OyIb SKI MaTeMaTh4Hi
BHUpa3M, Ta SKIIO TPOXH MOMIIOUPATH 3HAYEHHS ISl CHHYCIB, KOCUHYCIB Ta 1HILIHAX
nomiOHuUX (DYHKI[IH, MOXKXHA OTPUMATH JOBOJII ITIKaBl Ta KPAacHWBI pe3yJbTaTH, SKi
MOXYTh BUKOPHUCTOBYBATHCS HaJajl y MPOIEAYPHOMY T€HEpYBaHHI PI3HOTO POy

nanamadTiB.
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3.3.2.3 Auropurm 3MillleHHS CepeIHbOI TOYKH

OcTaHHIM aJIrOpUTMOM SIKMM BUKOPUCTOBYETHCS B MPOILEAYPHIN reHeparii
naHamadTy € aNropuT™M 3MIlIeHHS cepeaHboi Touku, abo Midpoint Displacement.
Le#t anropuT™ € HaBaXJIMBIIINM, aJ)KE€ CaMe 3a JOIIOMOT0I0 HbOT'O Bi10YBaIOThCS
OCHOBHI TEpPETBOPEHHs JaHAAaPTy $KI HAJalOTh HOMY CXOXKOCTI 3 HalluM
peanbHUM CBITOM. J{Jisl moYaTKy pO3IIIIHEMO HaNAIITOBYEMI MapaMeTpH reHeparii

SIK1 TIpEICTaBIeH1 Ha pUCYHKY 3.12.

Pucynok 3.12 - [TapameTpu HamamTyBaHHsS alTOPUTMY 3MIIIEHHS CEPEIHBOT

TOYKH

Lle#t anroput™m He Mae ayke Oararo HamamTyBaHb. [lapamerpu Min Height
ta Max Height BM3HaUarOTh MakCHMaJIbHYy BHCOTY Ha SIKY MOXYTb ITIJTHSTHCS
ropu. B 1aHoMy BHUIMAJKy MU MOXKEMO IMOCTAaBUTHU MIHIMAJbHY BUCOTY MEHIIY 3a
HyJb, /DK€ TaKUM YMHOM MH MIIBHIIUMO BIKHO JJIsi paHAOMY, a0W HaIll TOpH
pO3TAIIOBYBAJIUCS HE Ha BCIM IUIOIIMHI TEppeiiHy, a JHIIe 4YacTHHAMMU.

MakcuMalnbHy BUCOTY MU MOKEMO BUCTaBJISITU HaBITh OUIbIIY 32 OAUHULIIO, KA
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ABJIIETbCA MAKCHUMAaJIbHOIO BHCOTOIO TEppelHy, aJpKe MOTIM Halla BHUcoTa Oyne
3MEHILEHA 3a J0MOMOrorw HacTynHoi BenuuuHu height dumper. Height Dumper
JIOTIOMOTa€ pOOUTH HAIll TEPPEUH PIBHOMIPHO 3MEHIIIYBAaHUM, 32 JJOIMIOMOTOO YOTO
MH OTPHMYEMO TOpPH, a TAKOX BHMHHKae edekT (pakTaibHOCTi. Moro Benmumna
3aCTOCOBYETHCS B IIEPEPAXOBAHOMY BHUIVISAL, JUJII LBOTO MU OepeMo 3aBIaHy
BEJIMYMHY Ta 3BOJIMMO Yy CTYIiHb MIHYC OJMHHMII NMOMHOXeHOi Ha Roughness.
[Tapametp Roughness He mpuiiMae ydacTi y NoJaiblIMX pO3paxyHKax, ajie BIH
HampsiIMy BIUIMBA€ Ha KUIBKICTh TOCTPUX IIKIB HA HAIIUX Topax, Mia dac
nouyaTkoBoro migpaxyHky Height Dumper mapamerpy. Uum Ounbliie B Hac 3ajaHa
roughness TUM OUIBII TJIAJKUM B HAaC BUXOJUTH TEPPEHH, Ta TOPH JIMIIAIOTHCS
OUTBIIOCTI CBOIX TOCTPUX MIKIB.

Cam anropuT™m sK 1 Moro peamizaiis MOAUISIOTECSA HA aBa eranu. L1 ertamnu
ab0 IHIIMMHU CJIOBaMU aJTOPUTMHU Ha3uBalOThCs JlilaMaHTOBUM KpOK Ta
KBanpatauii kpok. CHo4aTKy 3aCTOCOBYETBCSI aJTOPUTM JA1aMaHTOBOIO KpPOKY

Diamond Step sikuit 300pakeHu# y JIICTUHTY 3.

for (int x = 0; x < w; X += sqSize)
{

for (inty=0; y < w; y +=sqSize)

{
midPointX = (int)(x + sqSize / 2.0f);
midPointY = (int)(y + sgSize / 2.0f);
cornerPointX = x + sqSize;
cornerPointY =y + sqSize;
var firstOperand = hMap|x, y] + hMap[cornerPointX, y]

+ hMap[x, cornerPointY] + hMap[cornerPointX, cornerPointY];

var secondOperand = 4.0f + Random.Range(hMin, hMax);

hMap[midPointX, midPointY] = firstOperand / secondOperand;
}
}

Jlictuar 3. Anroputm Diamond Step aJis anroputmy 3MIlIIEHHST CEPETHBOT TOUKH

AJTOPUTM J11aMaHTOBOT'O KPOKY IIPOXOAUTHCS MO BChOMY HAIIOMY TepperHy

Ta MOBUHEH BU3HAYUTU TOYKHU KYTIB 5IK1 (POPMYIOTh JlaMaHT, Ta MOr0 LIEHTPAJIbHY
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TouKy. [leHTpanbHi KOOpIMHATH TaK CaMO SIK 1 KOOPJAMHATH KYTiB BU3HAYaIOThCS
3a ponomororo squareSize. Lls 3MiHHa BIANOBIIa€ 3a BU3HAYECHHS PO3MIPY HAILIOTO
MOTOYHOr'O KBaJpaTy Ha TeppeiHI HaJ SKUM MU NMPOBOJUMO reHepailito. CroyaTky
BEJIMYMHA KBAApaTy MAaKCMMajbHa 3 LIEHTPAJIbHOIO TOYKOI B LIEHTPl HAIIOTO
TEppEeiHy, a Mic KOXKHOT T7100aIbHOT iTepallli BOHa 3MEHIIYEThCS BABIYI.

Jlami BH3HAYae€ThCs BUCOTAa HAIIOI cepeaHbOI TOUYKM Ha mami BucoT. Lle
BIIOYBA€THCSI METOJOM JIOJABaHHA YCIX KYTIB HAIIOro JlaMaHTy, OUICHHS II€l
CYMH Ha YOTHPH, a/)KE€ MU MAEMO YOTHPHU KyTH, Ta JI0JAaBaHHS pPaHIOMHOI BUCOTH
sKa OepeTbes y paMKax 3aJaHUX KOPUCTYBadyeM.

Pe3ynpTaToM BUKOHAHHS IIi€] YACTUHU aJITOPUTMY € (pakTaibHI MiKH, SKi
(GOpMyIOTh JlIaMaHTH SIKIIO MOMISIHYTH Ha HUX 3ropH (puc. 3.13). Lli nmiku ngraroth

B OCHOBY HaCTyHHOI YaCTUHU AJITOPUTMY AKa HA3UBAECTHCA KBa)IpaTHI/Iﬁ KPOK.

Pucynok 3.13 - Pe3ynbraT BukoHaHHs anroputmy Diamond Step.
Ha ocHOBI1 creHepOBaHHUX BUCOT IIKIB MU TEIIEP MOKEMO 3aCTOYBATU JIPYTy

YaCTUHY allTOPUTMY SIKa HAa3WBAEThCS KBaJpaTHUU Kpok abo Square Step. Llei
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QITOPUTM B CBOIO YEPry F€HEPYE BiKE MPOMDKKOBI 3HAUYEHHS SIKI MPEICTABISAIOThH

CXWJIM HaIIMX MiKiB. Po30epemMo Kol anropuTMmy mpeacTaBiIeHU B TICTUHTY 4.

for (int x = 0; x < w; x += sqgSize)
{
for (inty=0; y < w; y +=sqSize)
{
cornerPointX = x + sqSize;
cornerPointY =y + sqSize;

midPointX = (int)(x + (sgSize / 2.0f));
midPointY = (int)(y + (sgSize / 2.0f));

pmidXR = (midPointX + sqSize);
pmidYU = (midPointY + sqgSize);
pmidXL = (midPointX - sgSize);

pmidYD = (midPointY - sqSize);

if (pmidXL<=0 || pmidYD<O || pmidXR>=w -1
|| pmidYU >=w-1)
continue;

var firstOperand = hMap[midPointX, midPointY] + hMap[x, y] +
hMap[midPointX, pmidYD] + hMap[cornerPointX, y];

var secondOperand = 4.0f + UnityEngine.Random.Range(hMin, hMax);
hMap[midPointX, y] = firstOperand / secondOperand;

firstOperand = hMap|x, cornerPointY] + hMap[midPointX, midPointY]
+ hMap[cornerPointX, cornerPointY] + hMap[midPointX, pmidYU];
secondOperand = 4.0f + UnityEngine.Random.Range(hMin, hMax);
hMap[midPointX, cornerPointY] = firstOperand / secondOperand;

firstOperand = hMap(x, y] + hMap[pmidXL,midpointY] + hMap(x,
cornerPointY] + hMap[midPointX, midPointY];

secondOperand = 4.0f + UnityEngine.Random.Range(hMin, hMax);
hMap([x, midPointY] = firstOperand / secondOperand;

firstOperand = hMap[midPointX, y] + hMap[midPointX,midPointY] +
hMap[cornerPointX, cornerPointY] + hMap[pmidXR, midPointY];
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secondOperand = 4.0f + UnityEngine.Random.Range(hMin, hMax);

hMap[x, midPointY] = firstOperand / secondOperand;

Jlictunr 4. Peanizaiis anroputmy Square Step

[TouaTkoB1 po3paxyHKH cX0xi Ha anroput™m Diamond Step, Mu Tak camo
3HAXOJUMO KYTH Ta LIEHTpajbHy TOYKY. Ilicis 1bOro Mu MOBHMHHI 3HAWTH HOBI
KyTOB1 TOUKH, sIKI Oy1yTh p030iBaTH HAIly MaIy BUCOT Ha HOBI KBajapatu. Jlam mMu
NEPEBIPEMO SIKIIO OTPMMaH1 TOUKHM 3HAXOASTHCSA Ha FPAHMIISIX TEppPErHy, SKILIO 1€
TakK, TOJIl MU MPOITYCKAEMO iX, Ta MEPEXOJUMO Ha HACTYIIHY iTepallii alropuTMy.

HactynHum KpoKOM MU MOBHHHI BU3HAYUTH BUCOTHU JJII HOBUX OTPUMAHHUX
Touok. Lleit mponec pobuthes Tak camo sk 1 npu JiaMmaHTOBOMY KpOIlli, 32 OJHUM
BUKJIIOYEHHSIM. MU OTPUMAEMO BUCOTY AJsi KOXKHOI 3 YOTHPbOX HOBUX TOUYOK
OKpeMO, BUKOPHCTOBYIOUM BIANOBIIHI J0 HEl KOOPIMHATH, SKI MU OTpUMajd Ha
KpPOK paHiIle.

Pe3ynprar Takoro BHMKOHAHHS B)XXE€ 3HAUYHUM UYUHOM IIE€PETBOPIOE HAaI
JaHAmadT Ha IIOCh CXOXK€ HAa TOpPH Ta JOJMHHU, 3aJ€KHO Bl HaJalITyBaHb

KopucrtyBayda (puc. 3.14).

Pucynok 3.14 - Pe3ynbTaT BUKOHAHHS alrOpUTMy Square Step IMiclisi airOpUTMy

Diamond Step
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3.3.2.4 Aroputm 3riiagKyBaHHs

JluBnsiunch Ha OTPUMAHUM JAHAMIA(PT 3a JOMOMOIOK TPHOX AITOPUTMIB
MPOIIEAYPHOI reHepallii MU MOKeMO 0auuTH, 10 JaHamadT X0od 1 Haraaye ropw,
ajie Ma€ 3aHaJITO TOCTPl MIKK Ta MICIIMH HaBiTh €JIEMEHTH Ha CXuJjiaX. 3 METOI0
MOKpAILEHHs pe3yJbTaTy OyJo peani3oBaHO aJIrOpPUTM IMPOCTOrO 3IJIaJKyBaHHS.

Ha pucynky 3.15 mu moxkemo po3risinyty Ul cki1aioBy IbOTO aJITOPUTMY.

Pucynok 3.15 - Ul anroputmy 3ri1aJiKyBaHHs

[eli anropuT™M HE € 3aHAATO KOMIUIEKCHHM Ta HE MOTpeOye AETaibHOTO
HaJalTyBaHHA 3 OOKy KOpucTyBaua. BiH Mae nuie OJIWH HANAIITOBYE MHM
napameTp, sSkuii Ha3uBaeThecsi Simple smooth levels. Ileit mapameTp Binmosigae 3a
KUTBKICTh TaK 3BaHHWX PIBHIB 3TIa/PKyBaHHs sIKi OyIyTh 3aCTOCOBAHi JI0 HAIIIOTO
Teppeliny. AOO 1HIIMMH CIIOBaMH, CKUTBKH pa3iB Oyje 3aCTOCOBAHHM alTOPUTM.
Ile Oyno 3poOneHe mAJisi TOKPAIICHHS KOPHUCTYBaHHS MPOrpaMolo, 3aMiCTh
HATUCKAHHS KHOIIKHU 3TJIA/PKYBaHHS JEKUJIbKA pa3iB, alTOPUTM BiAMPAIIOE TIEBHY

KUTBKICTh CaMOCTIHO. Po3risHeMo aeranbHiiie poOOoTy aJropuTMy y JIICTHHTY 5.
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for (inty = 0; y < height; y++)
{

for (int x = 0; x < width; x++)

{
float averageHeight = 0;

List<Vector2> neighbours = gameManagerinstance.
GenerateNeighbours(new Vector2(x, y), width, height);

foreach (Vector2 n in neighbours)

{
averageHeight += heightMap[(int)n.x, (int)n.y];

}

heightMap[x, y] = averageHeight / ((float)neighbours.Count + 1);

Jlictunr 5. Peanizanis anropuTMy 3rJ1aKyBaHHS

AJNTOPUTM CKJIQJAa€ThCS 3 BOX KpokiB. Ilomepmie My 3HaXoauMo CYCimHi
BEpIIMHU Ha Mami BHCOT JUIS Hamoi MoToyHoi BepmuHU. J[ms 1poro
BUKOpUCTOBY€eThCs (pyHKIlsE GenerateNeighbours sika Takox Oyiia po3pobsieHa Ta
MOJISITa€ y 3HAXOJ/KEH1 JI0 YOTUPHOX CYCITHIX BEPIIMH Ta JOJaBaHHI iX Yy CIHUCOK.
[Ticnms Toro SIK MM 3HAWILIM CYCiIHI BEPIIMHH, MU IMiJICYMOBYEMO iXHIO BHCOTY,
3HaXOJUMO CEPeJHBO, Ta HA3HAYAEMO HAIIN BEPIIHHI. AJITOPUTM BiAIpPaIlbOBYE
JUIS. yCiX BEPIIMH Ha HAIIOMY TEpIeiHi, Ta TOBTOPIOETHCSA 3aBlaHy KUIBKICTh

pasiB. Pe3ynbrat poOOTH 3ri1aKyBaHHS MU MOYKEMO MMOOAYNUTH HA PUCYHKY 3.16.

Pucynok 3.16 - Pe3ynbTaT 3ri1a15kyBaHHs TEPPENHY MTPEICTABIEHHOTO HA PUCYHKY

3.15, 3 3aBgaHHUM pIBHEM 3TJIaKyBaHHS 3
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Xoya 1eH anropuT™M 1 3MEHIINYE 3arajbHy BHCOTY CT€HEPOBAHHOTO

nanamadry, ajne poOuTh HOTO OUIBIN HATYpaIbHUM Ha BUTJIA/IL.

3.3.3 IIpouenypHe nokpameHHs 30BHIIIHBOr0 Buay 3D sangmadry

3.3.3.1 AIropuTm TeKCTYPYBaHHS TeppeHHy

[licns reHepyBaHHA JaHAmIa@Ty HaM M[OTPIOHO MpuUIaTH  HOMy
NpyUBa0IMBOTO BUTISAAY, a caMme JO0JaTH JO HBOTO TEKCTYp, SIKi 3MOXYTh
BU3HA4YaTU 00JacTi 3 TpaBow, KamiHHAM abo cHiroM. PosrmsHemo Ul skuii
BUKOPHUCTOBYBAETHCS JUIS HAJAIITYBaHHS TApaMeTPiB TeKCTypyBaHHS (puc. 3.17).
Le#t anroput™ mae miATPUMKY poOOTH 3 OaraThbma TEKCTypaMHM, Ta BJIACHE L€ 1 €
Hama ocHoBHa Merta. Jlng 1uporo Tyt OyB o0OpaHuii THO B3aemoxii 3
HaJIAMITYBAaHHSAM SIK 1 B BUMAQJAKy 3 KiIacH4HuM 1mymoM llepmina. A came Oyma
3po0JieHa TaOIHIl, B SIKIM KOPUCTYBad MOKE peJaryBaTu MeBHI 3MiHHI, a TAKOXK 3a
JIOTIOMOT OO TIEBHUX KHOTIOK BUAAQJIATH IIAPU TEKCTYp a00 noaaBaTé HOBI. Takox B
TaOMMUIII Ma€ 3aJuIIaTUCAd Xoua O OJWH Imap TEKCTypH Ta HE MOXe OyTu

BUJIAJICHUM 3 HEl.

Pucynok 3.17 - Ul nns HanamTyBaHHS MapamMeTpiB TEKCTYpyBaHHs



88

Llefi anroputM Mae Oaratro mapameTpiB 3aais  OUIbII  TOYHOIO
HanamtyBanHda. [lepmmm mapamerpom € Splat Map, sikuii € naponOokcoMm Ta
MICTUTh y COOl psifi 3arOTOBJIEHHUX TEKCTYp, SKI MOXYTb OOUpaTHCs 3 LbOTO
CIUCKY Ta HAHOCUTHUCA HA MOBEPXHI1 Y OYJb-IKMX KOMOIHAIIIsIX.

Hpyrumu nBoma mnapamerpamu € Min Height ta Max Height ski
BIJMOBIAAIOTh 32 MIHIMaJIbHY T4 MaKCUMaJIbHY BUCOTY Ha TE€pPpEWH1 Ha SKIA MOXe
po3TamoByBaTucCs TeKCTypa. OCKUTBKH BHUCOTA TEPPEHY BUMIPIOETHCS Bill HYJIS
710 OJIMHUIII, OTKE 1 TYyT MU MOKEMO 33/1aBaTy 3HAYCHHsI Y I[bOMY Jliara3oHi.

[HImMM HaliBaxmBIIUM napametpoM € Min ta Max Slope. Lleit mapamerp
BIZIMIOBiZIa€ 3a KyT HaxWJIy Ha SIKOMY MOJKE pO3TAIIOBYBATHCS HAIllla TEKCTypa.
Hanpuknag Mmu xouemo abu Hallla TpaBa HE pociia Ha MOBEPXHSAX 3 KYyTOM HaXHIy
OuIbllIe TPUILATH TPaAyciB, OTKe Michs 3aBAaHHs mapamerpy Max Slope mporo
3HAUYEHHA MM HE HAHOCUTH TEKCTYypy TPaBH Ha Ha MOBEPXHI 3 KyTOM HaXWIy
Oinpie 3a 3aBHaHuil. Te ) came CcTocyeThbes M MiHIMalbHOTO KyTa. KyT Haxwmiy
BU3HAYAETHCA 3a JOMOMOTOI0 TMEPIEeHIUKYISPY, OTXKE MH MOXEMO 3a/aBaTH
3HAYECHHS BiJl HYJIS 70 IEB’THOCTA, 1HII KYTH ITPOCTO HE OYAyTh MaTH 3HAYEHHS.

Splat Offset BigmoBimae 3a 3MIIIEHHS TEKCTYpPH BIJHOCHO TOYaTKOBOTO
BapiaHTy 3a JIOIIOMOT'O0 OTpUMaHoro mymy. Ile Moxke OyTH MOTpPiOHO SAKIIO MU
X04ueMo abu 3arajibHa KapTHHA TEKCTYpyBaHHS HAIOTO TepperHy 3MICTHIIACA B
SIKAMCH TTIEBHUM HAIIPSMOK.

3a11s1 TOKpallleHHsI Bi3yaldbHOI CKJIaJ0BOI B IIbOMY aJTOPUTMI TaKOX
BUKOPUCTOBYEThCS GyHKINIA KiacuuHoro mymy I[lepmina. Came boMy MU MaeMo
MOJKJIMBICTh HAJAIITYBAaTH TPHU MapaMeTpa sSKi BUKOPUCTOBYIOTHCS IJI CKEUIIIHTY
myMmy, a came Noise X Scale, Noise Y Scale Tta Noise Scaler. Ilepmi aBa 3
nepepaxoBaHUX TMapaMeTpiB BIANOBINAIOTH 3a CKEWNI IMIymMy Tiepen Moro
pO3paxyHKaMHy MO KOOpJMHATaM IKC Ta IrpuUK. A OCTaHHIM mapaMeTp BHCTyIae B
SIKOCT1 3arajlbHOrO CKEHJIEepy, SIKUU 3aCTOCOBYETHCS B SIKOCTI KOE(ilI€HTY MiCIs
PO3paxyHKIB IIyMy. 3a JOMOMOTOK IIbOTO MU MOXEMO HaJaIITyBaTH HACKUIBKU

Hall myM OyJie BUXOAUTH 332 MEXI1 3aB/IaH1 3a3/1aJI€T1/ib.
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Tile Offset ta Tile Size npencTaBisAOTh CTAHAAPTHI MAPAMETPU TEKCTYpPHU B
Unity, a came MOXJIMBICTh BU3HAYaTU CKUIbKK B Hac OyJe TaliliB Ha TEKCTYpi, a
TaKO’)X HACKUIbKM BoHa Oyne 3mimeHoro 3a BiciMu X Ta Y. Lli mapamerpi
MPEACTaBIICHI B SIKOCTI JBOMIPHUX BEKTOpIB, aj€ BBOJAUMO MH iX SIK OKpemi
3HAYEHHS 151 000X KOOPIUHAT.

PosrnstHemo feTtanbHilIe peanizaliio aaropuTMy siKa TMpeicTaBieHa B

JICTUHTY 6.

float[] splatMaps = new float[gameManagerinstance.tData.alphamaplLayers];

for (inti=0; i< splatH.Count; i++)
{

float perlinNoise = Mathf.PerlinNoise(x * splatH[i].noiseXScale, y *

splatH [i].n oiseYScale) * splatH [i].noiseScaler;

float offsetValue = splatH [i].offset + perlinNoise;

float splatHStop = splatH [i].maxH + offsetValue;

float splatHStart = splatH [i].minH - offsetValue;

var steepnessX =y /(float)gameManagerinstance.tData.alphamapHeight;

var steepnesY = x / (float)gameManagerinstance.tData.alphamapWidth;
float steepness = gameManagerinstance.tData.GetSteepness(steepnessX
, steepnesY);

if ((hMap[x, y] >= splatHStart && hMapl[x, y] <= splatHStop) &&
(steepness >= splatH [i].minSlope && steepness <= splatH[i].maxSlope))

{
splatMaps [i] = 1;

}
}

NormalizeVector(splat);
for (intj = 0; j < splatH.Count; j++)

{
splatmapDatalx, vy, j] = splatMaps [j];

}

Jlictuar 6. Peanizalis anropuTMy HAaHECEHHS TEKCTYP

CnoanKy MH CTBOPHOEMO HaIll MAaCHUB AJI1 BHCCCHHA B HBOI'O AAdHHUX IIPO

Hami mapu. Cucrema mapiB Tekctyp B Unity mpaitoe TakMM YMHOM, IO SIKIIO
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Iapyu HaKJIAIyIOThCS OJMH Ha OJHOIO, TO BUPAXOBYETHCS INMPOLIEHT HAIOBHEHHS
MDK TEKCTypamH, SIKM BUPAXOBYEThCS MDXK HysleM Ta ojauHuuero. Ilicig mporo
NepIuM KPOKOM MH PO3paxoByeMO KiaacuuHuil mym Ilepiiny, skuiit Oyae poOuTu
TEKCTYPYBaHHsI HAILIOr0 TEpehHy OUIbII HATypalbHUM, Ta TMO30aBISTHUCS BiJ
HEHATypaJbHUX PI3KUX NEpexXodiB MDK TekcTypamu. Jlami HayTh po3paxyHKU
ojcery Ta BHUCOT 0a3ylOUMCh Ha OTPUMAHHUX MapaMmeTpax KIACUYHOro ILIyMy
[lepnina. Ins po3paxyHKy KyTy Haxuily BUKOPUCTOBYEThCS BOyIOBaHa (DYyHKIIiS
GetSteepness. Jlani fiae nepeBipka 4u 3aJ0BOJIbHIE BUCOTA HAIIOT 0OpaHOT TOUKHU
TEKCTYpPYBaHHS Ta KyT Haxujy Yy Il Toulll Ta 3aBAaHUX KOPUCTYyBayeM
napaMmeTpiB. SIKIIO TOuYKa MpOMILIA MEPEeBIPKY, B MACCUBI TEKCTYp Li€i TOUYKH
3HAYEHHS 3MIHIOETHCS HA OJIMHHUIIIO. B pOTHIIE)KHOMY BUIAJKY TaM 3aJUIIAETHCS
HYJIb. 3a JIOTIOMOT0r0 ITUX 3HadeHb Unity BU3Hauya€e 4u MOBUHHA OYTH B IiM TOYII
TekcTypa, abo Hi. [ani iae Hopmamizailis BEKTOpPY, Y pe3yibTaTl SIKOT MH
OTPUMYEMO OAMHMYHUI BEKTOp, aJPKEe caMe 3 TAaKUMU BEKTOPAMHU IPAIlOE TEPEH.
Ta Ha ¢inanpHOMY eTani Ha3HA4YaEMO YyCi TEKCTYpH Ha TEepeiHi B I TOYII.
Pe3ynbrar poOOTH 1IHOTO ANTrOpUTMY HPEACTaBICHUN HAa pUCYHKY 3.18, mist 1poro

Oy migiopaHi TEKCTypU KaMiHHS, TPaBU Ta CHIr'y Ha IiKaXx.

Pucynok 3.18 - Pe3ynbTaT npouenypHOro HaHECEHHS TEKCTYP
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4 AHAJII3 CTBOPEHHOI NPOLIEJYPHOI
TEHEPALII 3D JIAHAIIA®TY

4.1 IIpodsaema onTuMizauii pitieHHs

Peanizaris nporeaypHoi reHepaiiii Ma€ CyTTeBy MpobiieMy OonTuUMIZallii 3
SKOIO MEH1 JIOBeNoCsl 3IIITOBXHYTHUCS Miag yac dYoro mpouecy. IIporpama
po3pobmroBanacs Ta TectyBanacs Ha PC 3 TakuMu XapakTepUCTUKAMH:

—  onepaniit cuctema Windows 10 x64;

—  Bigeo kapta Geforce GTX 2060ti;

—  mpouecop AMD Ryzen 5 1400x Four-core processor 3.2 GHz;

— 16 Gb oneparuBHOT TaM’ATi.

[Ipo6Gnema BuHUKIIA Mi Yac reHEepyBaHHs OeperoBoi JiHii 11 Boau. 11106
OoTpuMaTu OUIbII HaTypaldbHy OeperoBy JiHIIO, Ta aHIMyBaTH XBWJIi, OYB
peani3oBaHUN aJTOPUTM, SIKUA BHUKOPHUCTOBYE KBAJIpaTH 3 MPHUB’SI3aHOIO O HHUX
aHimMaliero. Ase TyT BUHUKae mpoOriema, ajKe KBaJapaTiB BUXOIUTH 3aHATO
0araTo Ha KOXHIH BEpIIMHI HAIIOi KapTH BUCOT. Takui minxim OyB oOpaHuit
CIIOYATKy /K€ MU Ma€MO PO3TaIllyBaTH KBaJpaTH B3JIOBX Oeperomoi JiHii, ska
TeHEPYETHCS MPOLIETYPHO, OTKE MU HE MOKEMO 3a37anerias cTBoputu 3D Mozensp,
Ky O TIPOCTO pO3MiIlyBaJIM Ha TeppelHi. Pe3ynbpTaT BUSABUBCS YCIIIIHUM, aJie 11e
IPU3BEJIO 10 3HAYHUX BTpaT y OIci, Ta SK pe3yiabTaT y HEMOXKIUBOCTI
BUKOpPUCTOBYBaTH Takuil nmanamadrt. Ha pucynky 4.1 mu MokeMo moOadyuTH 110
KUTBKICTB (DIICY JOBOJII Maja, Ta HisIK HE MiIXOIUTh 10 KOMGOPTHOI I'pU Ha TAKOMO
3reHEepOBAaHOMY TEpPEHHI.

Sk Mu Mokemo 0auuTH, KUTBKICTh Pricy mopiBHIOE 9-10, 1m0 HIIK HE MOXKe
OyTH 3aJ0BUTHHUM pe3yibTaToM uisi koMm@opTtHOi rpu. Lle BimOyBaeTbcs depes
BEIIUKY KUIBKICTh OKPEMHUX 00’ €KTIB SIKi HaM JIOBOJMTHCS PEHIEPUTH OJTHOYACHO,
Ta SKIi BHUKOHYIOTH CBOi CKpunTH aHimaiii. Bce me morpeOye myxe Bemmkoi

KUIBKOCTI PECYPCIB, T HE € ONTUMAJIBLHUM MI1AXO00M.
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Pucynok 4.1 - TecryBaHHS NMPOIYKTUBHOCTI PIIIEHHS 3 OKPEMUMU KBaJpaTaMu

AOHW TIOKpaITUTH Pe3yiabTaT MU MOXKEMO 00’ €qHATH BCI HaIlll JOMOMDKHI
Mmenii Ha OeperoBii niHii B oguH. Came mie i Oyno 3po0seHo, Micias TeHeparlii
KBa/IpaTiB Ha BCIX OTPUMAHUX TOYKAX 3aCTOCOBYETHCS METOJ 00’ €THAHHS MEIIIIB,
akuii € BOymoBanuMm B Unity. 3aBmsku 1pomy Unity He Mae 3BepTaTucs 10
KOXXHOTO 00’ €KTy Tij] yac Horo peHjaepy adbo B3aeMoIii 3 HUM, Ta 3aMiCTh IPAIlIO€
3 OJTHAM BEJIMKUM MeIIeM. Ik MH MOKeMO Mo0a4uTH 3 PUCYHKY 4.2, TaKuil Tmiaxin
B JICKUJIbKA pa3iB MiJBUIIUB MTPOYKTUBHICTH MPOTPAMH.

Sk pe3ynbTat KUTbKIiCTh ¢rcy 3pocia 1o 75-80. MiHycoM Takoro miaxomy
€ TpOXH OiNbIlIa TeHeparlisi caMoi OeperoBoi JiHii, ajpke IIe i 3aTpadyeThCcs yac Ha
o0’eqHaHHs MemniB. Aje Oepydw a0 yBard mio ¢rc BHpIC y BiciM pasiB, MH
MOXEMO TIOKEpPTBYBATH JEKUTbKOMA JOJATKOBUMH CEKYHIAaMH Ha TeHepallito, 00

OTpUMATH IrpabeTbHy BEpPCiI0 MPOTPaAMHU.



93

Pucynok 4.2 - JIlemoHCTpalris MiABUIIEHHOT TPOTYKTUBHOCTI 3 OJJHUM BEJTMKUM

MCIICM
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BUCHOBKH

B paniit  kBamigikaniiiHii poOoTi OyB CTBOPEHHMI IHCTPYMEHT JJId
nporeaypHoro resepyBanns 3D mannmadTy, Ta HajgaHHA HOMY MPUBAOIMBOTO
BUTIISAY MPOLETYPHUMHU MeToAamu. [HCTpymMeHT OyB pearizoBaH 0a3yrOuuCh BXKE
Ha ICHYIOUMX aJroput™Max Ta peamizamisx. B po3pobrenomy II3 OyB
POJIEMOHCTPOBAHUI CIOCIO CTBOPEHHS MPOIETYypHOTO JaHAIIaTy Ha OCHOBI
TPbOX AJITOPUTMIB T€HEpPYBaHHS KiIacu4Horo 1mymy [lepnina, miarpamu Bopororo
Ta aJTOPUTMY 3MIIIEHHS cepeaHboi TOuku. Takoxxk Oyna cmpoOa peanizyBaTH
0a30BU BapiaHT HaJaIITyBaHHSA BOAM Ta TreHepauii OeperoBoi miHii. Jlns
TIOKPAIIICHHS Pe3yIbTaTy OyJiM TaKOX pealli3oBaHi TEKCTYPYBaHHS Ta HAIIOBHEHHS
nanamadTy pocIMHHOCTI. byna HamaHa MOXKIMBICTH HAJAaIITOBYBATH HapaMeTpH
ICHCPYBaHHS, 3aBIJKH YOMY II€Hi IHCTPYMEHT MOJYKHAa BHKOPHCTOBYBAaTH Y
moJaJIbIIIi po3podiri irop. Bei TexcTypu Ta 00’ €KTH POCIMHHOCTI MOXKYTh OyTH
3MIHEHUMH 3a Oa)KaHHSIM, TPU BUKOPUCTAHHI IHCTPYMEHTY Y MOAAIBIIN pO3pOOIILi.

3BICHO 3 MpOIIEIYypHE TeHEepYyBaHHS Ma€ psijl CBOIX HEJOJIIKIB Ta MepeBar.
Jlo mepeBar Mu 3BICHO ) MOXEMO BIIHECTH 3MEHILICHHS 3aTpaT 4acy SIKe yXOJIWUTh
JUISL CTBOPEHHS PI3HOTO pOAY KOHTEHTY. TakoX 10 TMepeBar BiTHOCHTBCS 1
MOXJIMBICTh TIOCTIHHOTO TEHEPYBaHHS HOBOTO KOHTEHTY [IJIsi 30UIbIICHHS
peirpabenbHOCT. JIO OCHOBHOTO HENOJIKY MOYKHA BIJHECTH TEBHY HETOYHICTH
MPOLIETYPHOTO TEHEPYBAaHHS, TPH 3aCTOCYBaHHI HOr0 y BEIMKUX MaciTadax
MOXXYTb TPAIUIATHUCS HETepea0adyBaHi CUTyarlii, siki OyayTh pOOUTH 3reHEPOBAHHIMA
KOHTEHT HE TaKUM MPUBAOIMBUM Ha HATypaJbHUM.

PoOnsaun ocTtatoyHMii BHCHOBOK MOKHA BHJIIIATH, II[0 TEXHIKA
MPOLIETYPHOTO TEHEPYBAHHA € Jy)K€ TMOTYXHUM IHCTPYMEHTOM, SIKHA MOXE
BUJIaBaTH HETOTaHi pPe3yJbTaTh 3a KOPOTKHA MPOMDKOK dYacy, Ta B mapi 3
PO3pOOHUKOM MOX€ 3HAYHO 3MEHIIMTH 3aTPAaTH 4Yacy Ta PecypciB Ha CTBOPEHHS

PIZHOTO POy KOHTEHTY.
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A.1 Texkc ¢aitsia GameManager

public class GameManager : MonoBehaviour

{

public static GameManager Instance;

public Terrain terrain;
public TerrainData terrainData;

void Awake()
{ if (Instance == null)
{ Instance = this;
‘EerrainData = terrain.terrainData;
b
public float[,] GetHeightMap()
{

return terrainData.GetHeights(0, 0, terrainData.heightmapWidth,
terrainData.heightmapHeight);

}

public void ResetTerrainHeights()

{
float[,] heightMap = new float[terrainData.heightmapWidth,
terrainData.heightmapHeight];

for (int x = 0; x < terrainData.heightmapWidth; x++)
{
for (int y = 0; y < terrainData.heightmapHeight; y++)
{
heightMap[x, y] = 0;
b
b

terrainData.SetHeights(0, 0, heightMap);
b

public List<Vector2> GenerateNeighbours(Vector2 pos, int width,
int height)
{

List<Vector2> neighbours = new List<Vector2>();



99

for(inty=-1; y<2; y++)
{
for (int x = -1; x < 2; x++)
{
if(I(x=0&&y==0))
{
Vector2 nPos = new Vector2(Mathf.Clamp(pos.x + x, 0, width
- 1), Mathf.Clamp(pos.y +y, 0, height - 1));
if ('neighbours.Contains(nPos))
neighbours.Add(nPos);

}
}
}

return neighbours;

}
}

A.2 Texkc ¢aitna Utils

public static class Utils

{

public static float fractalBM(float x, float y, int octaves, float pers)
{
float final = 0;
float frq = 1;
float amp = 1;
float maxV = 0;

for (int 1 = 0; 1 < octaves; i++)
{
final += Mathf.PerlinNoise(x * frq, y * frq) * amp;
maxV += amp;
amp *= pers;
frq *= 2;
b

return final / maxV;

}

public static float Map(float value, float originalMin, float originalMax,
float targetMin, float targetMax)

{



return (value - originalMin) * (targetMax - targetMin) /
(originalMax - originalMin) + targetMin;
b
b

A.3 Tekc ¢aitsa PerlinParameters

[System.Serializable]

public class PerlinParameters

{
public float mPerlinXScale = 0.01f;
public float mPerlinY Scale = 0.01f;
public int mPerlinOffsetX = 0;
public int mPerlinOffsetY = 0;
public int mPerlinOctaves = 3;
public float mPerlinPersistance = 9;
public float mPerlinHeightScale = 0.09f;
public bool remove = false;

}

A.4 Tekc ¢aiiaa PerlinNoise

public class PerlinNoise : MonoBehaviour
{

public static PerlinNoise Instance { get; private set; }

public GameObject scrollViewContent;
public GameObject perlinSettingsPrefab;

public List<PerlinParameters> perlinParameters = new
List<PerlinParameters>();

private GameManager gameManagerInstance;

private void Start()

{
if (Instance == null)
{
Instance = this;
}

gameManagerInstance = GameManager.Instance;
AddNewPerlin();
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}

public void MultiplePerlinTerrain()

{
float[,] heightMap = gameManagerInstance.GetHeightMap();

for (int y = 0; y < gameManagerInstance
.terrainData.heightmapHeight; y++)

{

for (int x = 0; x < gameManagerInstance.
terrainData.heightmapWidth; x++)
{

foreach (PerlinParameters p in perlinParameters)

{
heightMap[x, y] += Utils.fBM((x + p.mPerlinOffsetX) *

p.mPerlinXScale,
(y + p.mPerlinOffsetY) * p.mPerlinYScale,
p.mPerlinOctaves,
p.mPerlinPersistance) * p.mPerlinHeightScale;

b
b
b
gameManagerInstance.terrainData.SetHeights(0, 0, heightMap);
b

public void AddNewPerlin()
{

var perlinParameter = new PerlinParameters();
perlinParameters. Add(perlinParameter);

var newPerlinSettings = Instantiate(perlinSettingsPrefab,
scrollViewContent.transform).GetComponent<PerlinNoiseSettings>();
newPerlinSettings.perlinParameters = perlinParameter;
newPerlinSettings.InitSettings();

b
b

A.5 Texkc ¢aiina VoronoiTessellation

public class VoronoiTessellation : MonoBehaviour
{

private float minHeight = 0;

private float maxHeight = 1;
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private int voronoiPeakCount = 2;

private float fallOff = 0.2f;

private float dropOff = 0.6f;

private VoronoiVariant voronoiType = VoronoiVariant.Linear;

private GameManager gameManagerInstance;

public TMP_InputField minHeightTMP;
public TMP_InputField maxHeightTMP;
public TMP_InputField peakCountTMP;
public TMP_InputField fallOffTMP;
public TMP_InputField dropOffTMP;
public TMP_Dropdown typeDropDown;

void Start()
{

gameManagerInstance = GameManager.Instance;
InitSettings();

}

private void InitSettings()

{
minHeight TMP.text = minHeight. ToString();

maxHeightTMP.text = maxHeight. ToString();
peakCountTMP.text = voronoiPeakCount.ToString();
fallOffTMP.text = fallOff. ToString();
dropOffTMP.text = dropOft. ToString();
typeDropDown.value = (int)voronoiType;

}

private string ValidateInput(string input, TMP_InputField settingTMP)

{
if (string.IsNullOrWhiteSpace(input))

{
settingTMP.text = "0";

return "0";

}

return input;

}

public void OnMinHeightChange(string value)

{
minHeight = float.Parse(ValidateInput(value, minHeightTMP));
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}

public void OnMaxHeightChange(string value)

{
maxHeight = float.Parse(ValidateInput(value, maxHeight TMP));

}

public void OnPeakCountChange(string value)
{

var peaksCount = Convert.ToInt32(ValidateInput(value,
peakCountTMP));

if(peaksCount < 0)

{
peakCountTMP.text = "0";

peaksCount = 0;

b

voronoiPeakCount = peaksCount;
b
public void OnFallOffChange(string value)
{

fallOff = float.Parse(ValidateInput(value, fallOffTMP));
b

public void OnDropOffChange(string value)

{
dropOff = float.Parse(ValidateInput(value, dropOffTMP));

}

public void OnVoronoiTypeChange(Int32 value)
{

voronoiVariant = (VoronoiType)typeDropDown.value;
Debug.Log(voronoiType);

}

public void GenerateVoronoiTessellation()

{
float[,] hMap = gameManagerInstance. GetHeightMap();

for (int 1 = 0; 1 < voronoiPeakCount; i++)

{
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Vector3 peak = new Vector3(Random.Range(O0,
gameManagerInstance.tData.heightmapWidth),
Random.Range(voronoiMinHeight, voronoiMaxHeight),
Random.Range(0,
gameManagerInstance.tData.heightmapHeight));

if (hMap|[(int)peak.x, (int)peak.z] < peak.y)
{

hMap[(int)peak.x, (int)peak.z] = peak.y;
b

else

{

continue;

}

Vector2 pTransformP = new Vector2(peak.x, peak.z);
float maxDist = Vector2.Distance(Vector2.zero, new
Vector2(gameManagerInstance.tData.heightmapWidth,
gameManagerInstance.tData.heightmapHeight));

for (int y = 0; y < gameManagerInstance.
terrainData.heightmapHeight; y++)
{

for (int x = 0; x < gameManagerInstance.
terrainData.heightmapWidth; x++)
{
if (I(x == peak.x && y == peak.z))
{
float dist = Vector2.Distance(pTransformP, new Vector2(x, y)) / maxDist;
float height = 0.0f;

switch (vVariant)
{
case VoronoiVariant.Linear:
height = peak.y - dist * fallOff;
break;
case VoronoiVariant.Combined:
height = peak.y - dist * fallOff -
Mathf.Pow(dist, dropOff);
break;
case VoronoiVariant.Power:
height = peak.y - Mathf.Pow(dist, dropOff) *
fallOff;
break;
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case VoronoiVariant.SinPow:
height = peak.y - Mathf.Pow(dist * 3, fallOff) —
Mathf.Sin(dist * 2 * Mathf.PI) / dropOff;
break;

if (heightMap|[x, y] <h)
{
heightMap[x, y] = h;
b
b
b
b
b
gameManagerInstance.tData.SetHeights(0, 0, hMap);
b
b

A.6 Texc ¢aitna MidpointDisplacement

public class MidpointDisplacement : MonoBehaviour
{

private float mpdMinHeight = -2;

private float mpdMaxHeight = 2;

private float mpdHeightDamperPower = 1;

private float mpdRoughness = 2.0f;

private GameManager gameManagerInstance;

public TMP_InputField minHeightTMP;

public TMP_InputField maxHeightTMP;

public TMP_InputField heightDamperPowerTMP;
public TMP_InputField roughnessTMP;

void Start()

{
gameManagerInstance = GameManager.Instance;
InitSettings();

}

private void InitSettings()

{
minHeight TMP.text = mpdMinHeight. ToString();
maxHeightTMP.text = mpdMaxHeight. ToString();
heightDamperPowerTMP.text = mpdHeightDamperPower. ToString();
roughnessTMP.text = mpdRoughness.ToString();
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}

private string ValidateInput(string input, TMP_InputField settingTMP)

{
if (string. IsNullOrWhiteSpace(input))

{
settingTMP.text = "0";

return "0";

}

return input;

b

public void OnMinHeightChange(string value)

{
mpdMinHeight = float.Parse(ValidateInput(value, minHeightTMP));

}

public void OnMaxHeightChange(string value)

{
mpdMaxHeight = float.Parse(ValidateInput(value, maxHeightTMP));

}

public void OnHeightDamperPowerChange(string value)

{
mpdHeightDamperPower = float.Parse(ValidateInput(value,
heightDamperPowerTMP));

}

public void OnRoughnessChange(string value)

{
mpdRoughness = float.Parse(ValidateInput(value, roughnessTMP));

}

public void GenerateMidPointDisplacement()
{
float[,] hMap = gameManagerInstance. GetHeightMap();
int w = gameManagerInstance.tData
.heightmapResolution -1;
int sqSize = w;
float hMin = mpdMinHeight;
float hMax = mpdMaxHeight;
float heightDampener = (float)Mathf.Pow(mpdHeightDamperPower, -
1 * mpdRoughness);
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int cornerX, cornerY;
int midX, midY;
int pmidXL, pmidXR, pmidYU, pmidYD;

while (sqSize > 0)
{
//Diamond Step
for (int x = 0; x < w; X += sqSize)
{
for (int y = 0; y < w; y += sqSize)
{
midPointX = (int)(x + sqSize / 2.0f);
midPointY = (int)(y + sqSize / 2.0f);
cornerPointX = x + sqSize;
cornerPointY =y + sqSize;
var firstOperand = hMap[x, y] + hMap[cornerPointX, y]
+ hMap[x, cornerPointY ] + hMap[cornerPointX, cornerPointY];

var secondOperand = 4.0f + Random.Range(hMin, hMax);
hMap[midPointX, midPointY] = firstOperand / secondOperand;
b
}
//The Square Step
for (int x = 0; x < w; x += sqSize)
{
for (inty=0; y <w; y +=sqSize)
{
cornerPointX = x + sqSize;
cornerPointY =y + sqSize;

midPointX = (int)(x + (sqSize / 2.0f));
midPointY = (int)(y + (sqSize / 2.0f));

pmidXR = (midPointX + sqSize);
pmidYU = (midPointY + sqgSize);
pmidXL = (midPointX - sgSize);

pmidYD = (midPointY - sqSize);

if (pmidXL<=0 || pmidYD<O || pmidXR>=w -1
|| pmidYU >=w-1)
continue;
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//Calculate the square value for the corners
var firstOperand = hMap[midPointX, midPointY] + hMap[x, y] +
hMap[midPointX, pmidYD] + hMap[cornerPointX, vy];
var secondOperand = 4.0f + UnityEngine.Random.Range(hMin, hMax);
hMap[midPointX, y] = firstOperand / secondOperand;

firstOperand = hMap(x, cornerPointY] + hMap[midPointX, midPointY]
+ hMap[cornerPointX, cornerPointY] + hMap[midPointX, pmidYU];
secondOperand = 4.0f + UnityEngine.Random.Range(hMin, hMax);
hMap[midPointX, cornerPointY] = firstOperand / secondOperand;

firstOperand = hMap(x, y] + hMap[pmidXL,midpointY] + hMap|Xx,
cornerPointY] + hMap[midPointX, midPointY];

secondOperand = 4.0f + UnityEngine.Random.Range(hMin, hMax);
hMap[x, midPointY] = firstOperand / secondOperand;

firstOperand = hMap[midPointX, y] + hMap[midPointX,midPointY] +

hMap[cornerPointX, cornerPointY] + hMap[pmidXR, midPointY];

secondOperand = 4.0f + UnityEngine.Random.Range(hMin, hMax);
hMap[x, midPointY] = firstOperand / secondOperand;

sqSize = (int)(sqSize / 2.0f);
hMin *= heightDampener;
hMax *= heightDampener;

b
gameManagerInstance.tData.SetHeights(0, 0, hMap);

}
}

A.7 Tekc ¢aiisa SimpleSmooth

public class SimpleSmooth : MonoBehaviour

{

private int simpleSmoothLevels = 1;
private GameManager gameManagerInstance;

public TMP_InputField simpleSmoothLevelsTMP;

void Start()

{

gameManagerInstance = GameManager.Instance;
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InitSettings();
b

private void InitSettings()

{
simpleSmoothLevelsTMP.text = simpleSmoothLevels. ToString();

}

public void OnSimpleSmoothLevelsChanged(string value)

{
if (string. IsNullOrEmpty(value))
{
value ="1";
b
var levels = Convert. ToInt32(value);
if (levels < 0)
{
levels = 0;
b

simpleSmoothLevelsTMP.text = levels. ToString();
simpleSmoothLevels = levels;

}

public void Smooth()

{
float[,] heightMap = gameManagerInstance.GetHeightMap();
int width = gameManagerInstance.terrainData.heightmapResolution;
int height = gameManagerInstance.terrainData.heightmapResolution;
int smoothLevels = simpleSmoothLevels;

while (smoothLevels > 0)

{
for (int y = 0; y < height; y++)
{
for (int x = 0; x < width; x++)
{

float averageHeight = 0;
List<Vector2> neighbours = gameManagerInstance.
GenerateNeighbours(new Vector2(x, y), width, height);

foreach (Vector2 n in neighbours)

{
averageHeight += heightMap|[(int)n.x, (int)n.y];
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}

heightMap[x, y] = averageHeight /
((float)neighbours.Count + 1);

}
}

smoothlLevels--;

}
gameManagerInstance.terrainData.SetHeights(0, 0, heightMap);
}
}

A.8 Texkc daitsa SplatHeights

[System.Serializable]
public class SplatHeights
{
public Texture2D texture = null;
public float minH = 0.1f;
public float maxH = 0.2f;
public float minSlope = 0;
public float maxSlope = 1.5f;
public float splatOffset = 0.1f;
public float noiseXScale = 0.1f;
public float noiseY Scale = 0.1f;
public float noiseScaler = 0.1f;
public Vector2 offset = new Vector2(0, 0);
public Vector2 tileSize = new Vector2(50, 50);
public bool remove = false;

}

A.9 Tekc ¢aitsa SplatmapGenerator

public class SplatmapGenerator : MonoBehaviour

{

public static SplatmapGenerator Instance { get; private set; }
public List<Texture2D> splatTextures = new List<Texture2D>();
public GameObject scrollViewContent;

public GameObject splatmapSettingsPrefab;

public List<SplatHeights> splatH = new List<SplatHeights>();

private GameManager gameManagerInstance;
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private void Start()

{

if (Instance == null)

{

Instance = this;
}
gameManagerInstance = GameManager.Instance;
AddNewSplatMap();

}

public void GenerateSplatMaps()

{
TerrainLayer[] newSplatPrototypes;
newSplatPrototypes = new TerrainLayer[splatHeights.Count];
int spindex = 0;

foreach (SplatHeights sh in splatHeights)

{
newSplatPrototypes[spindex] = new TerrainLayer();
newSplatPrototypes[spindex].diffuseTexture = sh.texture;
newSplatPrototypes[spindex].tileOffset = sh.tileOffset;
newSplatPrototypes[spindex].tileSize = sh.tileSize;
newSplatPrototypes[spindex].diffuseTexture. Apply(true);
spindex++;
Selection.activeObject = gameManagerInstance.terrain.gameObject;

}

gameManagerInstance.tData.terrainLayers = new SplatPrototypes;

float[,] hMap = gameManagerInstance.tData.GetHeights(0, 0,
gameManagerInstance.tData.heightmapResolution,
gameManagerInstance.tData.heightmapResolution);

float[,,] splatmapData = new float[gameManagerInstance.
terrainData.alphamapWidth,
gameManagerInstance.terrainData.alphamapHeight,
gameManagerInstance.terrainData.alphamapLayers];

for (int y = 0; y < gameManagerInstance.tData.alphamapHeight;
yt+)
{

for (int x = 0; x < gameManagerInstance.
tData.alphamapWidth; x++)

{
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float[] splatMaps = new float[gameManagerinstance.tData.alphamaplayers];

for (inti=0; i< splatH.Count; i++)
{

float perlinNoise = Mathf.PerlinNoise(x * splatH[i].noiseXScale, y *

splatH [i].noiseYScale) * splatH [i].noiseScaler;

float offsetValue = splatH [i].offset + perlinNoise;

float splatHStop = splatH [i].maxH + offsetValue;

float splatHStart = splatH [i].minH - offsetValue;

var steepnessX =y /(float)gameManagerinstance.tData.alphamapHeight;

var steepnesY = x / (float)gameManagerinstance.tData.alphamapWidth;
float steepness = gameManagerinstance.tData.GetSteepness(steepnessX
, steepnesY);

if ((hMap(x, y] >= splatHStart && hMaplx, y] <= splatHStop) &&
(steepness >= splatH [i].minSlope && steepness <= splatH[i].maxSlope))
{
splatMaps [i] = 1;
}
}

NormalizeVector(splat);
for (intj=0; j < splatH.Count; j++)
{
splatmapDatalx, vy, j] = splatMaps [j];
}
h
}

gameManagerInstance.terrainData.SetAlphamaps(0, 0, splatmapData);

}

public void AddNewSplatMap()

{
var splatHeight = new SplatHeights();
splatHeight.texture = splatTextures[0];
splatHeights. Add(splatHeight);

var new SplatMapSettings = Instantiate(splatmapSettingsPrefab,
scrollViewContent.transform). GetComponent<SplatMapSettings>();
newSplatMapSettings.splatHeights = splatHeight;
newSplatMapSettings.InitSettings();

}

private void NormalizeVector(float[] data)



float total = 0;
for (int 1 = 0; 1 < data.Length; i++)
{

total += data[i];

}

for (int 1 = 0; 1 < data.Length; i++)
{
data[i] /= total;
}
}
}

A.10 Texkc ¢aiisia Vegetation

[System.Serializable]

public class Vegetation

{
public GameObject mesh,;
public float minSlope = 0;
public float maxSlope = 90;

public float minHeight = 0.1f;
public float maxHeight = 0.2f;
public float minScale = 0.5f;
public float maxScale = 0.95f;
public float minRotation = 0;
public float maxRotation = 360;
public float density = 0.5f;

public Color firstColorVariant = Color.yellow;
public Color secondColorVariant = Color.green;

public Color lightMapColor = Color.white;

public bool remove = false;

A.11 Tekc ¢aiina VegetationGenerator

public class VegetationGenerator : MonoBehaviour

113
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private const int TERRAIN LAYER =9;

public List<GameObject> treesGO = new List<GameObject>();
public GameObject scrollViewContent;
public GameObject vegetationSettingsPrefab;

public List<Vegetation> vegetation = new List<Vegetation>();
public int treeSpacing = 2;
public int maxTrees = 10000;

private GameManager gameManagerInstance;
public static VegetationGenerator Instance { get; private set; }

private void Start()

{

if (Instance == null)

{

Instance = this;
}
gameManagerInstance = GameManager.Instance;
AddNewVegetation();

}

public void AddNewVegetation()

{
var vegetationParams = new Vegetation();
vegetationParams.mesh = treesGO[0];
vegetation. Add(vegetationParams);

var new VegetationSetttings = Instantiate(vegetationSettingsPrefab,
scrollViewContent.transform).GetComponent<VegetationSettings>();

new VegetationSetttings.vegetationParams = vegetationParams;

new VegetationSetttings.InitSettings();

}

public void PlantVegetation()
{
TreePrototype[] newTreePrototypes;
new TreePrototypes = new TreePrototype[vegetation.Count];
it tindex = 0;
foreach (Vegetation veg in vegetation)

{

new TreePrototypes[tindex] = new TreePrototype();
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newTreePrototypes[tindex].prefab = veg.mesh;
tindex++;
b
gameManagerInstance.terrainData.treePrototypes =
new TreePrototypes;

List<Treelnstance> allVegetation = new List<Treelnstance>();
for (int z = 0; z < gameManagerInstance.terrainData.size.z; z +=

treeSpacing)

{

for (int x = 0; x < gameManagerInstance.terrainData.size.x; X +=
treeSpacing)

{

for (int tp = 0; tp < gameManagerInstance
.terrainData.treePrototypes.Length; tp++)
{
if (Random.Range(0.0f, 1.0f) > vegetation[tp].density)
break;

float thisHeight = gameManagerInstance.terrainData
.GetHeight(x, z) / gameManagerInstance.terrainData.size.y;
float thisHeightStart = vegetation[tp].minHeight;

float thisHeightEnd = vegetation[tp].maxHeight;

float steepness = gameManagerInstance.terrainData.GetSteepness(x /
gameManagerInstance.terrainData.size.x, z / gameManagerInstance
.terrainData.size.z);

if (thisHeight >= thisHeightStart && thisHeight <=
thisHeightEnd &&
(steepness >= vegetation[tp].minSlope && steepness <=

vegetation[tp].maxSlope))

{

Treelnstance instance = new Treelnstance();
instance.position = new Vector3((x + Random.Range(-25.0f,
25.01)) / gameManagerInstance.terrainData.size.x, thisHeight, (z
+ Random.Range(-25.0f, 25.01)) /
gameManagerInstance.terrainData.size.z);

Vector3 treeWorldPos = new Vector3(instance.position.x *
gameManagerInstance.terrainData.size.x, instance.position.y *
gameManagerInstance.terrainData.size.y, instance.position.z *
gameManagerInstance.terrainData.size.z)
gameManagerInstance.terrain.transform.position;
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RaycastHit hit;
int layerMask = 1 << TERRAIN LAYER;
if (Physics.Raycast(treeWorldPos + new Vector3(0, 10, 0),
Vector3.down, out hit, 200, layerMask) ||
Physics.Raycast(treeWorldPos - new Vector3(0, 10, 0),
Vector3.up, out hit, 200, layerMask))
{
float treeHeight = (hit.point.y - gameManagerInstance
.terrain.transform.position.y) / gameManagerInstance
.terrainData.size.y;
instance.position = new Vector3(instance.position.x, treeHeight,
instance.position.z);

instance.position = new Vector3(instance.position.x *
gameManagerInstance.terrainData.size.x / gameManagerInstance
.terrainData.alphamapWidth, instance.position.y,
instance.position.z * gameManagerInstance.terrainData.size.z /
gameManagerInstance.terrainData.alphamapHeight);
instance.rotation = Random.Range(vegetation[tp].minRotation,
vegetation[tp].maxRotation);
instance.prototypelndex = tp;
instance.color = Color.Lerp(vegetation[tp].firstColorVariant,
vegetation[tp].secondColorVariant, Random.Range(0.0f, 1.0f));
instance.lightmapColor = vegetation[tp].lightMapColor;
float scale = Random.Range(vegetation[tp].minScale,
vegetation[tp].maxScale);
instance.heightScale = scale;
instance.widthScale = scale;
allVegetation. Add(instance);

}
}
if (allVegetation.Count >= maxTrees)
{
gameManagerInstance.terrainData.treelnstances = allVegetation
.ToArray();
return,

}
}
}
b

gameManagerInstance.terrainData.treelnstances = allVegetation
.ToArray();
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A.12 Texkc ¢aitsia SimpleWater

public class SimpleWater : MonoBehaviour

{
public GameObject waterGO;

public Material shoreLineMaterial;
public TMP_InputField waterHeightTMP;

private float waterHeight = 0.03f;
private GameManager gameManagerInstance;

void Start()

{
gameManagerInstance = GameManager.Instance;
InitSettings();
b
private void InitSettings()
{
waterHeightTMP.text = waterHeight. ToString();
b
public void OnWaterHeightChanged(string value)
{
if (string. IsNullOrEmpty(value))
{
value ="0";
b

var height = float.Parse(value);
if (height < 0 || height > 1)
{
height = 0;
waterHeightTMP.text = height. ToString();
¥
waterHeight = height;

}

public void AddWater()
{

GameObject water = GameObject.Find("water");
if (!water)

{
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water = Instantiate(waterGO, gameManagerInstance.terrain.transform

.position, gameManagerInstance.terrain.transform.rotation);
water.name = "water";

b

water.transform.position = gameManagerInstance.terrain.transform

.position + Vector3(gameManagerInstance.terrainData.size.x / 2,

waterHeight * gameManagerInstance.terrainData.size.y,

gameManagerInstance.terrainData.size.z / 2);

water.transform.localScale = new Vector3(gameManagerInstance

.terrainData.size.x, 1, gameManagerInstance.terrainData.size.z);

}

public void DrawShoreline()

{
float[,] heightMap = gameManagerInstance.terrainData.GetHeights(O0,
0, gameManagerInstance.terrainData.heightmapResolution,
gameManagerInstance.terrainData.heightmapResolution);

int quadCount = 0;
for (int y = 0; y < gameManagerInstance.terrainData.
heightmapResolution; y++)
{
for (int x = 0; x < gameManagerInstance.terrainData.
heightmapResolution; x++)
{
//find spot on shore
Vector2 thisLocation = new Vector2(X, y);
List<Vector2> neighbours =
gameManagerInstance. GenerateNeighbours(thisLocation,
gameManagerInstance.terrainData.heightmapResolution,
gameManagerInstance.terrainData.heightmapResolution);
foreach (Vector2 n in neighbours)
{
if (heightMap[x, y] < waterHeight && heightMap[(int)n.x,
(int)n.y] > waterHeight)
{
quadCount++;
GameObject go = GameObject.
CreatePrimitive(PrimitiveType.Quad);
go.transform.localScale *= 20.0f;

go.transform.position = gameManagerInstance.terrain
transform.position + new Vector3(y /
(float)gameManagerInstance.terrainData.heightmapResolution
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* gameManagerInstance.terrainData.size.z, waterHeight *
gameManagerInstance.terrainData.size.y, x /
(float)gameManagerInstance.terrainData.heightmapResolution
* gameManagerInstance.terrainData.size.x);

go.transform.LookAt(new Vector3(n.y /
(float)gameManagerInstance.terrainData.heightmapResolution*
gameManagerInstance.terrainData.size.z, waterHeight *
gameManagerInstance.terrainData.size.y, n.x /
(float)gameManagerInstance.terrainData.heightmapResolution
* gameManagerInstance.terrainData.size.x));

go.transform.Rotate(90, 0, 0);

go.tag = "Shore";

}
}
}
}

GameObject[] shoreQuads =
GameObject.FindGameObjectsWithTag("Shore");
MeshFilter[] meshFilters = new MeshFilter[shoreQuads.Length];
for (int m = 0; m < shoreQuads.Length; m++)
{

meshFilters[m] = shoreQuads[m].GetComponent<MeshFilter>();
}

Combinelnstance[] combine = new

Combinelnstance[meshFilters.Length];

mti=0;
while (i < meshFilters.Length)
{

combine[i].mesh = meshFilters[i].sharedMesh,;
combine[i].transform = meshFilters[i].transform

JocalToWorldMatrix;
meshFilters[i].gameObject.SetActive(false);
1++;
j
GameObject currentShoreLine = GameObject.Find("ShoreLine");
if (currentShoreLine)
{

Destroylmmediate(currentShoreLine);

}



120

GameObject shoreLine = new GameObject();

shoreLine.name = "ShoreLine";

shoreLine. AddComponent<Wave Animation>();
shoreLine.transform.position = gameManagerInstance.terrain
.transform.position;

shoreLine.transform.rotation = gameManagerInstance.terrain
transform.rotation;

MeshFilter thisMF = shoreLine. AddComponent<MeshFilter>();
thisMF.mesh = new Mesh();

shoreLine.GetComponent<MeshFilter>().sharedMesh.CombineMeshs
(combine);

MeshRenderer r = shoreLine. AddComponent<MeshRenderer>();
r.sharedMaterial = shoreLineMaterial;

for (int sQ = 0; sQ < shoreQuads.Length; sQ++)
Destroylmmediate(shoreQuads[sQ]);

}
b

A.13 Tekc ¢aitia DetailGenerator

public class DetailGenerator : MonoBehaviour

{
public List<GameObject> detailsObjects = new List<GameObject>();

public List<Texture2D> detailsTextures = new List<Texture2D>();
public GameObject scrollViewContent;
public GameObject detailSettingsPrefab;

public List<Detail> details = new List<Detail>();
public int detailSpacing = 2;
public int maxDetails = 10000;

private GameManager gameManagerInstance;
public static DetailGenerator Instance { get; private set; }

private void Start()

{
if (Instance == null)
{
Instance = this;
}

gameManagerInstance = GameManager.Instance;
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AddNewVegetation();
}

public void AddDetails()

{
DetailPrototype[ ] newDetailPrototypes;
newDetailPrototypes = new DetailPrototype[details.Count];
int dindex = 0;
float[,] heightMap = gameManagerInstance.terrainData
.GetHeights(0, 0, gameManagerInstance.terrainData
.heightmapResolution,gameManagerInstance.terrainData.heightmapR
esolution);

foreach (Detail d in details)

{
newDetailPrototypes[dIndex] = new DetailPrototype();
newDetailPrototypes[dIndex].prototype = d.prototype;

newDetailPrototypes[dIndex].prototypeTexture = d.prototypeTexture;
newDetailPrototypes[dIndex].healthyColor = d.healthyColour;

newDetailPrototypes[dIndex].dryColor = d.dryColour;
newDetailPrototypes[dIndex].minHeight = d.heightRange.x;
newDetailPrototypes[dIndex].maxHeight = d.heightRange.y;
newDetailPrototypes[dIndex].minWidth = d.widthRange.x;
newDetailPrototypes[dIndex].maxWidth = d.widthRange.y;
newDetailPrototypes[dIndex].noiseSpread = d.noiseSpread;

if (newDetailPrototypes[dIndex].prototype)
{
newDetailPrototypes[dIndex].usePrototypeMesh = true;
newDetailPrototypes[dIndex].renderMode = DetailRenderMode
.VertexLit;

}

else
{
newDetailPrototypes[dIndex].usePrototypeMesh = false;
newDetailPrototypes[dIndex].renderMode = DetailRenderMode
.GrassBillboard;
j

dIndex++;

}

gameManagerInstance.terrainData.detailPrototypes = newDetailPrototypes;

for (int 1 = 0; 1 < gameManagerInstance.terrainData.detailPrototypes
.Length; ++1)
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int[,] detailMap = new int[gameManagerInstance.terrainData
.detailWidth, gameManagerInstance.terrainData.detailHeight];
for (int y = 0; y < gameManagerInstance.terrainData
.detailHeight; y += detailSpacing)

{

for (int x = 0; x < gameManagerInstance.terrainData
.detailWidth; x += detailSpacing)

{
if (UnityEngine.Random.Range(0.0f, 1.0f) >

details[1].density)

continue;

int xHM = (int)(x / (float)gameManagerInstance.terrainData
.detailWidth * gameManagerInstance.terrainData
.heightmapResolution);

int yHM = (int)(y / (float)gameManagerInstance
.terrainData.detailHeight * gameManagerInstance.terrainData
.heightmapResolution);

float thisNoise = Utils.Map(Mathf.PerlinNoise(x *
details[1].feather, y * details[i].feather), 0, 1, 0.5, 1);
float thisHeightStart = details[i].minHeight * thisNoise -
details[i].overlap * thisNoise;
float nextHeightStart = details[i].maxHeight * thisNoise +
details[i].overlap * thisNoise;

float thisHeight = heightMap[yHM, xHM];
float steepness = gameManagerInstance.terrainData
.GetSteepness(xHM / (float)gameManagerInstance
.terrainData.size.x, yHM / (float)gameManagerInstance
.terrainData.size.z);

if ((thisHeight >= thisHeightStart && thisHeight <=
nextHeightStart) && (steepness >= details[i].minSlope
&& steepness <= details[i].maxSlope))

{

}
}
}

gameManagerInstance.terrainData.SetDetailLayer(0, 0, 1, detailMap);

}

detailMap[y, x] = 1;
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public void AddNewVegetation()

{

var detailsParams = new Detail();
detailsParams.prototypeTexture = detailsTextures[0];
details. Add(detailsParams);

var newVegetationSetttings = Instantiate(detailSettingsPrefab,
scrollViewContent.transform).GetComponent<DetailSettings>();
new VegetationSetttings.detailParams = detailsParams;

new VegetationSetttings.InitSettings();
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TIOJIATOK B

Caaiam npe3enrauii



Pucynok b.1 - Crnaiin 1

OB6'EKT AOCAIAXKEHHS — NPOLEC reHepyBaHH: 3D
AQHALLIQAOTY.

NMpeAMET AOCAIAXKEHHS — KOMN'IOTEPHI iIrpu 3
NOBHOWIHHMM QB0 YOCTKOBMM 3QCTOCYBAHHAM
QATOPUTMIB NPOLEAYPHOI reHepaui.

MeTa poboTh — CTBOPEHHS NPOrPAMHOI CUCTEMM
AAf NPOUEAYPHOro reHepyBaHHS AQHALLIQADTY 3
HAAQLUTYBAHHAM NAPAMETPIB reHEPYBAHHA CAMOrO
AQHALLIQADTY, O TOKOX PI3HOro POAY POCAMH TQ
NPUPOAHMX 06" EKTIB.

2

Pucynok b.2 - Cnaiig 2
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Pucynok b.3 - Cnaiin 3

Pucynok b.4 - Cnaiin 4
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Pucynok B.5 - Cnaiin 5

BMKOPUCTAHI METOAN

Mo po3pobLU MPOrPAMK AAA MPPOLLEAYPHOTO
reHepyBaHHa 3D AQHALLAJOTIBE OYAM BUKOPRMCTOHI
HACTYMHI METOAM:

1. LWym MepaiHa.
2. [1loByAOBd AlQrpami BOpOHOTO.
3. AATOPUTM 3MILLLEHHS CEPEAHBOI TOYKM.

Pucynok b.6 - Cnaiin 6
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Pucynoxk Bb.7 - Crnaiin 7

Pucynok b.8 - Crnaiin 8
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Pucynok B.9 - Crnaiin 9

Pucynok b.10 - Cnaiig 10
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Pucynoxk Bb.11 - Cnaiig 11

Pucynok b.12 - Cnaiig 12
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Pucynok b.13 - Cnaiing 13

Pucynok b.14 - Cnaiin 14



Pucynok b.15 - Cnaiing 15

BuicHOBKM

POOASYI BUCHOBKM MOXXHQA BMAIAMTI LLLO TEXHIKA
NPOLUEAYPHOTO TEHEPYBAHHY €  AYXE  MOTY>XKHMM
IHCTRPYMEHTOM, KM MOXE  BMAQBATM  HEMOraHi
PE3YALTATM 30 KOPOTKMM MPOMPKOK 4ACY, TA B NApI 3
PO3POOHMKOM MOXKE 3HAYHO 3IMEHLLMTM 3ATPATHU HACY
TA PECYPCIB HO CTBOPEHHY PI3HOIO POAY KOHTEHTY.

Pucynok b.16 - Cnaiig 16
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