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AHOTALIA

€menp /1. B. Jlocrioocenns egpexmusrocmi mooentosarHs npoyecy eenepayii icposux
ceimis — KBanidikariiina podoTa Ha IpaBax pyKOIHCY.

Ksamidikarriiina podota Ha 3100y TTS OCBITHBOTO CTYIICHS MaricTp 3a CHeliabHICTIO
122 — Komm’'totepHi Hayku. — [lomichkuii HamioHanpHM# yHiBepcHTeT, XKuromup, 2025.

Obcsar kBanidikauniiinoi podoru: 38 cropinok (17 — pucyHkiB, 1 — Tabmui, 2 —
noaatku, S0 — mxepen).

KmouoBi cioBa: niporienypra rerepariist, Perlin fBm, ridge noise, Unreal Engine ,
KJTIMaTUYHE MOJICITIOBaHHS, €pPO3is.

KBamidikarriitna poboTa mprCBsiUeHA TOCTIHKEHHIO METOIIB MPOIIETYPHOI TeHepartii
TPUBMMIPHHUX IMPOBUX JaHAMAQTIB 13 BUKOPUCTAHHSAM KOMOIHOBAaHUX IIJIXOMIB IO
MOETHYIOTh CTOXaCTUYHI Ta JIETEPMIHICTUYHI KOMIIOHEHTH. Y POOOTI MPOBEACHO aHAMI3
TpaJULIAHAX METOMAIB TeHepalii penbedy, OOIPYHTOBAHO HEOOXIIHICT CTBOPEHHS
TOpUAHMX  apXITEKTyp JUIA  JIOCATHEHHS TPUPOTHOCTI Ta  reoMOpQOIIOriaHOi
MIPaBIONOAIOHOCTI

[Iporpamua peamizaris momemni 3miiicHeHa y cepenoBuili Unreal Engine 4 13
BUKOPUCTAaHHAM MOBU mporpamyBanHs C++. IlpoBemeHa cepisi  KOMITHOTEPHHX
EKCIIEPUMEHTIB JIS1 OLIIHKHU MPOYKTUBHOCTI CUCTEMH, BUSIBIICHO KPUTHYHY JUCIIPOTIOPITIIO
OOYHMCITIOBATEHUX BUTPAT JIe TIOOYI0Ba TPUBUMIPHOTO MEIITy 3aiiMae OUTBIITY YacTUHY 4acy
TIPY HE3HAYHUX BUTPATax Ha BIIACHE TeHEPaIliio pelbedy..

[lpakTyHe 3HAYEHHS OTPUMAHUX PpE3YJIbTATIB TMOJSITA€ BUKOPUCTAaHI IS
aBTOMATH3allli CTBOPEHHS PEAICTUYHMX BIJKPUTUX CBITIB, B HaBYAILHOMY MpOLEC] JUIs
MITOTOBKM CTYACHTIB CIEIaIbHOCTEN TMOB'SI3aHUX 13 KOMITIOTEPHOIO TIpadikoro Ta
reiiMIn3aifHOM, a TAKOXK Y TIPUKJIATHAX JOCTIPKEHHSIX CIPSIMOBAHIX HA PO3BHTOK METOIIIB
MIPOIICYPHOI TeHeparlii ISl BIpTyalbHHUX CEPEIOBHII, OCBITHIX CHMYJISITOPIB T€OJIOTIi Ta
THCTPYMEHTIB apXiTEeKTypHOI Bi3yaJsIi3allii.

SUMMARY

Yemets D. V. Research on the Efficiency of Game World Generation Process
Modeling. — Qualification work as a manuscript.

Master’s degree qualification work in specialty 122 — Computer Science. — Polissia
National University, Zhytomyr, 2025.

The volume of the work: 38 pages (17 — figures, 1 — tables, 2 — appendices, 50 —
sources).

Key words: procedural generation, Perlin fBm, ridge noise, Unreal Engine, climate
modeling, erosion.

The qualification work is devoted to the study of methods for procedural generation of
three-dimensional game landscapes using combined approaches that integrate stochastic and
deterministic components. The work analyzes traditional terrain generation methods and
substantiates the necessity of creating hybrid architectures to achieve naturalness and
geomorphological plausibility.

The software implementation of the model was carried out in the Unreal Engine 4
environment using the C++ programming language. A series of computer experiments were
conducted to evaluate system performance, revealing a critical disproportion in computational
costs where three-dimensional mesh construction occupies the majority of processing time
with negligible costs for actual terrain generation.

The practical significance of the results obtained lies in their use for automating the
creation of realistic open worlds, in the educational process for training students in specialties
related to computer graphics and game design, as well as in applied research aimed at
developing procedural generation methods for virtual environments, educational simulators of
geology, and architectural visualization tools.
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BCTYII

VY cydacHi#l iHAyCTpii KOMIT'FOTEPHUX 1TOP OAHIEI0 3 HAMOUIBII aKTyaIbHUX
npoOjeM € CTBOPEHHS MAacCIITaOHHUX, PEATICTUYHUX 1 BapiaTUBHUX ITPOBHUX
cBiTiB. TpamuuidHui MiAXiJ 4yepe3 pydHE MOJCIIOBAHHS BHMAara€ 3HAYHHUX
yacoBUX Ta (iHaHCOBUX pecypciB. KiouoBuM HampsiMOM BHpIIICHHS €
IpoleaypHa TeHepalliss KOHTEHTY — aBTOMAaTU30BaHWM mpolec Mooya0BU
IrPOBOTO CEpPEAOBUINA 3a JOMOMOTOK0 MAaTEMAaTUYHHUX 1 CTOXaCTUYHUX MOJIENeH,
10 3a0€3MeuyI0Th MOEHAHHS BUITAIKOBOCTI Ta JIOT1YHOI Y3TOMKEHOCTI.

Po3BUTOK OOUHCITIOBAIBHUX TEXHOJIOT1M BIJIKPUBAE HOBI MOXKJIMBOCTI JJISA
noOy/0BH CHCTEM TeHepallii, 3aTHUX BPaXxOByBaTH reoMop(doIoriyHi mporecu
Ta KiaiMaTu4Hi 30HU. CydyacHi MeTofau 0a3yloTbcs Ha (PpakTaIbHOMY IIyMi
(Perlin, Simplex) Ta amroputmax pekypcuBHoro mnonury (Diamond-Square).
Bomnouac 3amuimaeTsCcd HEAOCTATHHO JOCHIHKEHHM acCIEKT OIIHIOBAHHS
e(heKTUBHOCTI TaKUX MOJIeNIeH — KpUTEPIl MPOyKTUBHOCTI, MAacIITA00OBaHOCTI Ta
IPUPOIHOCTI 3TeHEPOBAHOTO pebedy. IcHye moTpeda y KoMOIHOBAHUX M1IX0/1aX
110 MOEAHYIOTh IepeBaru 0a30BUX AJITOPUTMIB 3 CHCTEMAMH OCTOOPOOKH.

Axmyanenicmv  memu  3yMOBJ€HAa  HEOOXIAHICTIO  BIOCKOHAJICHHS
MaTeMaTUYHUX MOJeNel MpoIeAypHOi TeHepalli 3 ypaxyBaHHSM (PI3UYHO
0OTpyHTOBAHUX MPOIIECIB €po3li Ta KIIIMaTUYHOTO MOJIeTtoBaHHs. J{OCIiIKeHHS
Ma€ MDKIUCIHIUTIHAPHE 3HAYCHHS, TOEAHYIOUH €JEMEHTH KOMII'IOTEPHO1
rpadiku, 00YHCIIIOBATBLHOI MaTeMaTHKU Ta TeliMan3aitny. Po3poOka epexTuBHIX
aITOPUTMIB BIJKPUBAE MOXIJIHMBOCTI 11 3aCTOCYBaHHS Y PO3BaKaJIbHIM
1HIYCTpIi, OCBITHIX CUMYJISITOPAx Ta CUCTEMaX BIPTyaJIbHOI PEalbHOCTI.

O6'exm nOCHKEHHSI POLIECHU MOJEIIOBAHHA Ta MPOLEAYPHOI reHepariii
TaHAa@TIB y KOMI'IOTEPHUX CUCTEMAaX PEaibHOTO Yacy.

Ilpeomem noCHiMKEHHS alTOPUTMIYHI Ta MaTeMaTH4HI MOJCHI IO
BILJIMBAIOTh HA €()EKTUBHICTh, AKICTh Bi3yani3allii Ta MPOAYKTUBHICTb T'eHepallii 3
ypaxyBaHHSIM CHCTEM €po3ii Ta KIIMaTHYHOTO MOJICITFOBAHHSI.

Mema pobGotu migBUIIEHHS €QEKTUBHOCTI MPOIEAYPHOI TeHepallii

TaHAMA(TIB TUIXOM PO3pOOJIEHHST KOMOIHOBAHOI MAaTeMaTUYHOI MOJENi, siKa



NnoeaHy€e (pakTanbHi MIyMOBI (YHKINI, CHUCTEeMH €po3ii Ta KIiMaTHYHE

MOACIIOBaHHS TJIA AJOCATHCHHA 6aJIchy MIK HpOI[YKTI/IBHiCTIO Ta SIKICTIO

Jns MOCATHEHHS IIOCTaBJICHOI METH HEOOX1JHO BHUPIIIMTH HACTYIMHI

30680AHHA.

1.

[IpoBecT TOPIBHSAJIBHUI aHai3 Cy4aCHUX METOIB MPOILETYypHOL
reHepariii Janamadris.

Po3pobutn MaTreMaTuyHy MOJIENb 10 MOEAHYE (PpaKTaJbHUM mIyM, ridge
Noise Ta CUCTEMH TEPMaJIbHOI 1 T1IpaBIivyHOi epo3ii peaizyBaTu MOJENb y
Unreal Engine 4.

[IpoBecTn exkcriepuMEHTalbHE JAOCHIIKEHHS TMPOAYKTHBHOCTI  Ta
MacIITabOBAHOCTI CUCTEMH.

3anponoHyBaTh  KpuUTepli  OHMIHKM  €(EeKTHUBHOCTI  BKJIIOYAIOUU
CTAaTUCTUYHUN aHaJli3 pO3IMOJALITY BUCOT Ta IPAIEHTIB PENbEDY.

OuiHUTH NEepCHEeKTUBU 3aCTOCYBAHHS MOJAEII JUIsl CTBOPEHHS BIOKPUTHX
CBITIB Y KOMI'IOTEPHHX 1FPAX Ta OCBITHIX CUMYJISITOPaX.

Y  po0GOTi BUKOPUCTAHO MemoOu MATEeMaTUYHOTO  MOJICIIFOBAHHS

bpakTaIbHUX CTPYKTYpP, CTATUCTUYHUHN aHaJ13 PO3MOALITY BUCOT Ta IPaJi€HTIB,

anroput™Mu  (Pi3MYHO OOTPYHTOBAHOI €po3ii, KIIMaTUYHE MOJCIIIOBAHHS,

eKCIIEpUMEHTAaJIbHE OILlHIOBaHHS 3 BUKopucTaHHaMm Unreal Engine 4, C++,

Python, pandas Ta matplotlib.

Haykoea nosusua:

l.

Po3po01ii Ti06puaHOT apXITEeKTYypH CHUCTEMH MPOLEAYpPHOI TeHeparlii 1o
iHTerpye 0aszoBuii anroput™m Perlin fBm 3 pogarkoBumu mapamu ridge
noise, WorldShape mackamu mjisi KOHTpoJit0O MakpodopMmMu penbedy Ta
MOBHUM  KOHBeEpoM  (pi3myHO  OOTPYHTOBAHOI  TMOCTOOPOOKH
6e3nocepennpo y Unreal Engine 5 3 BHKOpUCTaHHSM KOMITOHEHTHOTO
nigxony Ha C++.

3anponoHOBaHii ~ METOAWIl  KOMOIHYBaHHS  CTOXaCTMYHHUX  Ta
JETEPMIHICTAYHUX  KOMIIOHEHTIB  TeHepaiii, ska  3abe3mnedye
ACUMETPUYHHM TPUPOTHUN  PO3MOMIT BHUCOT 4Yepe3 IMOCHIJIOBHE

3aCTOCYBaHHs TepMaJIbHOI €po3ii, FAPABIIYHOT €po31i Ta CUCTEM reHeparlii



pPIUKOBUX MEpeX 3 aBTOMAaTUYHUM OajlaHCyBaHHSM MIXK IUIaBHICTIO
penbedy Ta reoMopdOIOTrIYHOIO BapiaTUBHICTIO.
3. Busmienni Ta poaHaIi30BaHii pobiemi JUCIIPOTIOPITiT
OOYMCITIOBAJIPHUX BUTpPAT Yy CHUCTeMax MpOIeaypHOi TeHepamii 3
T€OMETPUYHOIO Bi3yasi3aii€ero, ¢ moOya0oBa TPUBUMIPHOTO MEITY 3aiiMae
3arajJpHOTO 4Yacy MpU HE3HAYHMX BUTpaTax Ha BJIAacHE aJrOPUTMHU
reHepariii, 1m0 BKa3ye Ha HEOOXITHICTh ONTHUMI3AIlli T'€OMETPUUYHHUX
oreparliil s NPaKTUYHOTO 3aCTOCYBAHHS Y PeaIbHOMY Yaci.
Teopemuune 3nauenHs MONSATAE Y CUCTEMATU3allll 3HAHD PO MAaTEeMAaTUIHE
MOJICTIIOBAHHS  MPOIEAYpPHOiI TeHepalii daHamadTiB 3 BUKOPUCTAHHIM
KOMOIHOBAaHUX MIJAXOIB IO IMOEJHYIOTh CTOXaCTUYHI ()paKkTaiabHI METOIU 3
JNETEPMIHICTUYHUMH (P13UYHUMH CUMYJISIISIMUA €pO31MHUX TpoleciB. Pe3ynbsratu
JOCIIIJIPKEHHSI MOXKYTh OyTH BUKOPUCTAHI JIs MOAAIBIINX HAYKOBUX PO3POOOK Yy
rajxy3i KOMIT'IOTEpHOI Irpadiku Ta 0OUHUCITIOBAIBHOI reoMOpQOIIOTii, 30KpemMa JJis
nepexony 1o GPU-based mapanemnizaiiii oO4rciIeHb Ta 3aCTOCYBaHHS aJallTHBHUX
cucteM Level of Detail.

llpakmuuna 3Hauywicmes TONSATAE€ Yy MOMXJIMBOCTI BUKOPHUCTAHHS MOJENI
JUTSI aBTOMATHU3allii moOyI0BH BIIKPUTHX CBITIB y KOMITHOTEPHUX Irpax, OCBITHIX
CUMYJISITOPIB T€0JIOTI] Ta IHCTPYMEHTIB JaHAIma(THOTO poekTyBaHHs. Cucrema
JEMOHCTPYE BUCOKY MPOAYKTHBHICTH MPH BHUCOKOI SKOCTI Bi3yasi3alii, IO

poOUTSH ii MPUAATHOIO JIJIST KOMEPIIIHHUX ITPOBUX MPOEKTIB.



PO31J1 1. TEOPETHUYHI TA TEXHOJIOI'TYHI 3ACAJIN
MOJEJIOBAHHS MPOIIECIB TEHEPAILIIL ITPOBUX CBITIB

1.1. Amxajgiz npeaMeTHoi o0JacTi Ta PpoJib NPOUEAYPHOI TreHepamii y

CY4YaCHHUX irpoBUX pyuIisix

[IpouemypHa reHepariisi — KJIFOYOBHM aCTIEKT Y PO3POOIli CydacHUX irop Ta
BIpTyaJbHUX BCECBITIB. Llel miaxim M03BOJIsIE CTBOPIOBATH PI3HOMAHITHI M
Oe3KiHEYH1 ITpOBI OTOYEHHS, SKI TOCTIMHO 3MIHIOIOTHCS, HAJAAIOYM TPABISIM
YHIKaJbHUM JOCBIJ MiJ Yac KOXHOTO 3amycKy TpH. BakiauBiCTh mporeaypHOi
reHepallii KpUeThes B 1 3[aTHOCTI TeHEPYBATH BEIUYE3H1, 3aXOIIMBI CBITH, IO
BIJIKPHUTI JJIS JOCHIKCHbB, TPU [ILOMY yTpUMYOUH iHTepec rpasis [1]. Kpim
TOrO NPOLEAYypHA TEHEepalis ONTHMI3y€ BHUKOPUCTAHHS PECYPCIB OCKLIbKU
3aMICTh TOTO 1100 30epiraTu BEIUKY KUTbKICTh CTBOPEHHUX JAaHUX, 30€piratoThCs
JMIIe alrOpUTMH Ta BUXI1JIHI TapaMeTpu renepauii. Lle Hajgae 3Mory 3MeHIIUTH
o0csr BUKOPUCTAHOI IaM’ STl Ta po3Mip Tpu. TakoX AaHUNA METOJ aBTOMATU3YE
MPOILIEC CTBOPEHHS IrPOBOTO KOHTEHTY, 110 3MEHIIIYE 3aTPaTH PECYPCIB.

€ Oararo irop siKi BUKOPHCTOBYIOTH MpPOLIEAYpPHY T€HEpaliio CBITY Ta
KOHTEHTY OJIHOIO 13 Takux € Minecraft. I rpa npencrasisie co60t0 rpy KaHpy
“ITicounntrs’ ta “BuxuBanss’ . Lllopa3y, Koau rpa mOBUHHA 3reHEPYBATH HOBUI
CBIT, BOHa 3BEpPTAE€ThCS N0 anroputmy, Bimomoro sik I[lym Ilepnuna. llei
QJIITOPUTM BHUJIA€ TICEBIOBUTIAKOBE 3HAUCHHSI, SIKE MMOTIM BUKOPHUCTOBYETHCS IS
BU3HAYEHHS XapaKTEPUCTUK Ta 0COOIMBOCTEH cBiTy. OHAK aNTOPUTM 3aBXKIU
BUBOJMTH OJIHE M T€ caMe 3HAUYEHHs LIopa3y IS MOCTIHHOI MOYaTKOBOI TOUKU
(3epHa) [2], [3]. Takum umHOM, T€ came 3€pHO I'eHEepye Ty camy MICIICBICTb
mopa3y. B ocHoBi penbedy nexutp anroput™m mymy llepmina abo mymy
OpenSimplex, ski TeHepylOTb «rpyOy» BHUCOTHY Kapry. Lleit mmym
NEPETBOPIOETHCS] HA BUCOTH OJIOKIB 3eMill, (HOPMYIOUH 1aropOu, piBHUHU, TOPH.

Takox OJHI€IO 13 ITOP KA BUKOPUCTOBYE MPOIIETYPHY TEHEPAIIiIO CBITIB €
Terraria. Y Terraria mpouec reHepanii BinmOyBaeTbcsi B 2D-mpoctopi Ta
BUKOHYETHCS BIJpa3y MPU CTBOPEHHI CBITY, 10 POOUTSH ii CTATUYHOIO — BECH CBIT

CTBOPIOETBCSA HAmepea 1 Jali MOXKe 3MIHIOBATHCS JIMINE TisMd TpaBi [4].



HarowmicTs y Minecraft peanizoBaHo AuHaAMIYHY T'€HEpaIlil0: HOBl YACTUHHU CBITY
(9aHKHM) CTBOPIOIOTHCS TOJi, KOJIM TPaBelb HAOIMKAETHCS IO HEIOCHIIHKEHUX
TEPUTOPIM, IO JO03BOJSE E€KOHOMHTH pecypcH Ta 3abe3nedye MpPaKTUIHO
HECKIHYEHHUM MPOCTIP.

Y rpi No Man’s Sky mpouenypHa reHepailis BTUIEHa Ha HEHMOBIPHO
rMOOKoMy piBHI: Tpa (opMye IUT IUIAHETH, iXHIO Teorpadiro, atmocdepy,
dnopy, payHy Ta HaBITH 3ByKH — yC€ I1€ CTBOPIOETHCS HA OCHOBI MAaTEMAaTHUYHUX
GyHKIH, 30KpeMa IIyMOBUX aJTOPUTMIB, ()pakTaibHOI reoMeTpii Ta Bapiaiiit
napamMeTpuuHuX Mozelnei. KojkHa 13 TiiaHeT Mae CBiil yHIKaIbHUM penbed, CKIa
aTMoc(epH, KJIIMaT, TAIIU POCIIMH 1 TBAPHUH, SIK1 HE IPOCTO BUMAIKOBI, a JOTIYHO
B3a€MOIIOB 13aH1, OPMYIOUH IITIICHY €KOCUCTEMY.

[lin 4vac MopentOBaHHS NPOIEIYPHOTO CBITY BaKIMBO BpaxOBYBaTU
KJIFOUOBI1 aCIIeKTH, [0 BU3HAYAIOTh WOTO CTPYKTYPY Ta BILUTMBAIOTH HA IrPOBUI
nporuec. Jlo HUX ciia BimHecTH: penbed (TipcbKi MACUBHU, pIBHUHU, HU30BUHH),
akuid € (QyHIamMeHToM JaHamadTy; BOAOWMH (03€pa, PIUYKH, OKEaHH), KOTPi
BIUIMBAIOTh Ha OIOMH Ta EKOCHUCTEMH; ME€Yepu — PO3Talyk eHl I1I3eMHI1
CTPYKTYpH, IO HAJalOTh MPOCTIp HJs JOCHIPKEHHS, POCIUHHICTH, IO
3a0e3neuye BizyajdbHE PO3MAITTS Ta PECypCH; a TaKOXK KOPHCHI KOMATUHH, SKi
NOTPIOHO PO3MIIYBAaTH 3 YpaXyBaHHIM TJTUOMHHU, YaCTOTH 3yCTPIUaIbHOCTI Ta
irpoBoro Oanancy. CTBOpEHHsSI KOXXHOTO 3 IIMX KOMIIOHEHTIB 3a3BHYaid
31MCHIOETHCS 32 JOMOMOIOI0 QJITOPUTMIB IIYMY, KIITHHHUX aBTOMATIB abo
napamMeTpUYHUX TMPABHUIL
Jlo Mojeni mpoleaypHOi TeHepallii BUCYBAIOTHCS TPU KIOUOBI BUMOTH:
BapiaTUBHICTh (100 KOXXHWUKA HOBUU CBIT OyB OpUTIHAIBHUM Ta HE
MMOBTOPIOBABCS ), JIOTTYHICTH (B3aEMO3B'SA30K MIXK KJIIMAaTOM, pelibepom, GiomamMu
Ta pecypcaMu), a TakoX €(PEeKTHBHICTh peaiizailii (onmepaTuBHE 0OpOOJICHHS,
MOXJIUBICTh ~MacIITa0yBaHHA Ta pallioHaJbHE BUKOPUCTAHHS TaM'siTi).
HeoOxigHo, mo0 monaenbs He TUIbKK (opmyBaia MpuUBaOIUBUN CBIT, aje U
3abes3nevyBajia TJAUOUMHY JOCHTIKEHb, TEUMIUICHHUM 1HTEpeC 1 TEXHIYHY

CTaOUTBHICTH B PEKUMI PEaIbHOTO Yacy.
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1.2. Kuaacudikanisa MeToaiB reHepauii: IiyMoBI, CTOXaCTHU4YHI, QpaKTaJIbHI,

riOpuaHi migxoau Ta MalInHe HABYAHHSA

Jns  BTUICHHS MpOLEIypHOI TeHepallii CBITIB BHUKOPHUCTOBYIOTHCS
PI3HOMAaHITHI MaTeMaTHUYHI TEXHIKH, KOKHA 3 SKUX BIAMOBIIA€ 3a KOHKPETHUN
aCIeKT MOJICTIOBAHHS — BiJl CTBOPEHHS peibedy A0 PO3MIIIECHHS CHOPYHA Ta
jgoriku  B3aemonli. Il TexHikum 3a0e3nedyroTh  HEOOXIIHWH  CTYMiHb
BapiaTUBHOCTI, PEANICTUYHOCTI Ta €(PEKTHUBHOCTI, TO3BOJIAIOUM TE€HEPYBaTH
CKJIaJIHI Ta TMpaBIONOAIOHI BIpTyalbHI IpocTopu. Jlami HaBeIeH1 KIIIOYOBi
I1JIXO/IH, SIK1 HalyacTille BUKOPUCTOBYIOTHCA B MPOLIETYPHOMY MO/JICITFOBAHHI.

[Iywm Ilepnina, crBopenuit Kenom Ilepninom B 1983 potri, HanexuTh 10
IPaieHTHOTO IIyMy. MOro 4acTo BHKOPHCTOBYIOTH JUIS iMiTamil TekcTyp i
peaicTHYHMX npupoaHuX edektiB. Perlin  Noise 3maTHuii CcTBOprOBaTH
BI3yaJIbHO IUIABHI Ta PEATICTUYHI 300paKeHHs, M0 3YMOBHJIO HOTO HIMPOKE
3aCTOCYBaHHS y MPOLIEAYPHINA reHepaillii, 30KkpeMa, Ipu CTBOPEHH1 penbediB Ta
TEKCTYp 3 OpraHivHuM BUTIIsAIoM [5], [6]. MaTemaTHyHa CyTHICTB IIIyMYy TIOJISATa€E
y (hopMyBaHHI Tpa/iEHTIB Ha OCHOBI CITKH 3 MOJAJIBIIOI THTEPIOISAIIEO, 110
BUpI3HIE #oro 3-momix "Outoro mymy", 1€ KOXHA TOYKAa Ma€ MOBHICTIO
BUIIaJIKOBE 3HAYEHHS Ta BIJCYTHS Oe3nepepBHICTh. BizyanbHuii mpuKiIaa mymy
[Tepmina 300paxeHo Ha PUCYHKY (uB. puc. A.l, nogaTok A).

CroxacTHuHI alropuTMH, 30KpeMa JIaHLoru MapkoBa, SIBJISIIOTh COOOI0
e(eKTUBHUN THCTPYMEHT MPOIEAYypHOI reHepallii B redM-au3aiiHi, ocoOIuBO
KOJIM HEOOX1THO CTBOPIOBATH ITOCITITOBHOCTI 3 TICBHUM PiBHEM BHITaIKOBOCTI [7].
@yHIaMEHTOM LIbOTO MIAXOAY € Teopis KMOBIPHOCTEH, 1€ CHCTEMAa OMUHSIETHCS
y KOHKPETHOMY CTaHi, a mepexija J0 HACTYITHOTO CTaHy 0OYMOBIIIOETHCS IEBHUM
[IAHCOM, 1110 HE 3aJI€KUTh BIJl MUHYJHUX CTaHIB — TUIbKHU BiJ Tenepimuboro. e
1 CTAaHOBUTH CYyTh MapKOBCHKOTO MPOIIECY.

@pakTanbHl MIAXOAU 3HAXOAATH IIMPOKE 3aCTOCYBaHHS B MPOLEAYpPHIH
reHepallii 1Jisi CTBOPEHHSI pealiCTUYHUX NPUPOJAHUX KpaeBuaiB. dpakranu — ue
reoMeTpuyHi Pirypu, Mo BOJOAIIOTH BIACTHBICTIO CAMOTIOIOHOCTI, TOOTO iXHS

CTPYKTypa IOBTOPIOEThCS Ha PI3HUX MacmTabax. Y mnpupoal QpakTaibHi
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CTPYKTYPH 3yCTpPIUalOThCS Y TOpax, epeBax, y30epexxsix, XMapax 1 plYKOBUX
cuctemax. [li mpupomni dopmu HE NIAAAIOTHCS TPATUINIAHINA EBKIIIOBIH
reoMeTpii, aje iX MOKHa OMHCATH 3a JIOTIOMOTOI0 (DpaKkTaTIbHOI TEOMETpIi, 1Mo
JI03BOJISI€ MOJICIIOBATH CKJIaIHI MMPUPOJIHI ABHUIIA 3 BUCOKOIO TouHicTio [8], [9].
[Ipuknan 3reHepoBaHOi TOBEPXHI 3a JOMOMOTOI0 (PAKTAIBHOTO IMiIXOTy
300pakeHo Ha PUCYHKY (AuB. puc. A.2, mogaTok A).

Meton posminenns cepenunu (Midpoint Displacement) € omaum 3
HAWUTOIIUPEHIIUX (paKTAIbHUX AJITOPUTMIB sl TeHepatii JanamadTi. Len
METOJI PO3MOYMHAETHCS 3 TPsIMOi JIIHIT MDK JBOMa TOYKAMH, TICJISI YOro
JOJTAETHCSI HOBA TOYKA IMOCEPEINHI 3 BUIIAQJIKOBUM BepTHKAILHUM 3cyBoM [10].
Ilefi mpoliec pEeKypcHBHO IOBTOPIOETHCSA Il KOXKHOTO HOBOI'O CETMEHTY,
dopmyroun "3yOuacTy" JHIIO, IIO Harajaye KOHTYp Tipcbkoro xpebra. Y
JBOBHUMIPHOMY MPOCTOPI 1IeH METOJ 103BOJISIE CTBOPUTH CKJIa/IHI JIaHamadTu 3
JIETa130BaHUMU €JIEMEHTaMHU, SIK-OT JIOJIMHU Ta BEPIIUHHU.

['pacoBi KOHCTPYKIIIT € HAPIKHUMU B MPOLEC] TeHepallii IrpOBUX CBITIB y
nporpamyBaHHi. ['pad) MiCTUThH BepiliiHM (BY3JH), IO MO3HAYAIOTh O0'€KTH YU
MICIIEBOCTI, & TAKOXK pedpa, sKi iX 3'€JHYI0Th, YKa3yIOUld Ha MOXJIMBI 3'€IHAHHS
a00 NIUIAXM MK HUMHU. Y IFPOBOMY Mpoleci rpadm BUKOPUCTOBYIOTh IS
CTBOPEHHSI CUCTEM IT1/13€MeJTh, 3B'13KIB MK JIOKAI[ISIMU, TJTAHYBAaHHS MapIIPYTiB,
a TaKO’ JIJIs1 TOOYA0BH JiepeB Mo ik uu kapT cBity [11], [12]. Lle mae MOKITUBICTH
pO3pOOHMKAM CTBOPIOBATH KOMIUIEKCHI, B3a€EMOIOB'SI3aHI CTPYKTYpH, IO
(bopMyIOTh JIJIsl TPABIIIB TIIMOOKUH Ta IHTEPAKTUBHUN ITPOBUIA TOCBIJ.

JInst paililoHaIbHOTO BUKOPHUCTAHHS TpadiB y IrpOBOMY CEpEAOBHILIL,
BUKOPHUCTOBYIOTHCS pI3HOMaHITH1 anroputMu ooxoay. [lomyk y rmubuny (DFS)
1 momyk y mupuny (BFS) — e 6a3oBi metoau, npusHaueHi sl AOCTIHKCHHS
BCIX MOTEHIINHUX IUIIXiB y rpadi [13]. Anroputm JleiikcTpu 3aCTOCOBYETHCS
JUTSI 3HAXO/KCHHSI HAWKOPOTIIIOTO MApIIPYTy MIXK IBOMa BEpIIMHAMHU B rpadi 3
HEBII'€MHUMHU 3HAYEHHSMHU pebdep, 1o ao0pe sl HaBiraiii MEepcOHaXiB Ha

CKJIAJTHUX MICIIEBOCTIX.
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Takoxx OgHUM 13 METOJIB reHepaiii € audys3iHi modeni. Jlani moaemi
3/1aTHI CTBOPIOBATH BUCOKO/IETaII30BaH1 300pakeHHs, TEKCTypH, 3D-cTpykTypn
Ta HaBITh aHIMalii, MO 3poOW0 iX BaXJIMBUM 1HCTPYMEHTOM CYYacHOI
IpoIeaypHOi TreHepaiii. MaremaTuyHa CYTHICTh JUQY3IHHHX MOJCNIEH
CKJIQIa€ThCS 3 JBOX MPOLECIB: mpsAMid audysii, mig 4gac SKOi 300pakeHHS
MOCTYIIOBO CIIOTBOPIOETHCS 13-3a JOJIAaBAHHS LIYyMYy, Ta 3BOPOTHIN nudys3ii, ae
MOJICJTb HABYAETHCS MMOCTYIIOBO «IIPUOMPATH» IIIYM, BiIHOBIIOIOYH CTPYKTYPY.
[3-3a 1150T0 MOJIENTH (hOPMYE TIIMOOKE PO3YMIHHS PO3MOIITY JaHHX, IO TO3BOJISE
iif TeHepyBaTH HOBI 3pa3KH, K1 CTATUCTUYHO CX0X1 HA HABYAJIBLHUI Ha01p JaHUX.
BiaMiHHICTE BiJ] KJIaCHYHUX LIYMOBHUX METOJIB, 1€ TO 10, Audy3iiiHI Mojaem
JI03BOJISIIOTH KOHTPOJIIOBATH SIK IJI00aIbHI, TaK 1 AP10H1 AeTall 300paKeHHs — BiJl
nmaHamadTiB A0 CKIAAHUX PI3HOMaHITHUX OPraHIYHUX TTOBEPXOHb.

['enepatuBHO-3MaranbHi Mepexi (GAN) cTaiu OJHUM 13 BaXKIMBUX
MIXO/IB /10 CTBOPEHHS CHUHTETHUYHMX JIaHUX 1 BIJITpAd BaXIUBY POIb Yy
PO3BUTKY CydacHOi reHepaTuBHOI rpagiku. Apxitekrypa GAN ckianaeTscs 3
JIBOX HEWpPOMEpEeX — TeHeparopa Ta AWCKPUMIHATOpPA, SKi HABYAIOTHCA Y
3MarajbHOMY MPOIIeCi: MEePIIUi CTBOPIOE 300paKEHHS, 1[0 MAlOTh BUTJISIATH
pCaIbHUMHU, a IPYTHH OIIHIOE TXHIO CIIpaBXHIiCTh [14].

Matematuuno pob6ota GAN T1pyHTYeThCS Ha MIHIMAaKCHIA Tpi, e
reHepaToOp MiHIMI3Y€ IIaHC OyTH BUKPUTHUM, & JUCKPUMIHATOP — MAKCHUMI3Y€
TOYHICTb  pO3MI3HAaBaHHA. Taka  B3aeMOJiss  JO3BOJSE  OTPUMYBATH
BHUCOKOpEANTICTUYHI 300pakeHHs, Tekctypu 4u 3D-popmu. Ha Binmminy Bif
mudysiinux Mozenei, GAN 3a0e3nedyroTh MIBUJILY TeHEpallito, OCKIIbKH
pe3yabTaT OPMYETHCS 3a OMH IPOXi Yepe3 Mepey Y MporeaypHii reHeparii
GAN 3acTocoBYIOTh sl (DOpMyBaHHS TEKCTyp, €JIEMEHTIB POCIWHHOCTI,
MarepiaiiB, mojenei OyniBenb abo NPC. 3aBasku 31aTHOCTI BiATBOPIOBATH
MPUPOJHI JeTam Ta IUICHI CTPYKTYpH, I€d MeTol CTaB e(PEKTUBHUM
IHCTPYMEHTOM CTBOPEHHS (DOTOPEaniCTUYHOrO KOHTEHTY 13 KOHTPOJIbOBAHOIO

BapIaTUBHICTIO.
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[{i anropuT™Mu aKTHUBHO 3aJIIOIOTHhCS B Irpax JyuIs peajizallli Hapirarii,
MITYYHOTO 1HTEJNEKTY Ta TeHepalii IrpoBHX pIiBHIB 3 METOI0 3arajibHOro
MOPIBHSHHA PO3TIIIHYTUX METOAIB 0yJ10 ChOPMOBAHO TAOIHIIIO, 1110 MICTUTH iXH1

KJIFOYOB1 XapakTepucTuku (auB. Tabmuio b.1 noxgatok b).

1.3. Incrpymentn peasisauii: Python, Unreal Engine

Jlns peanizaiii cMCTEMHU MpOIEAYypHOI TeHeparii jgaHamadTiB 00paHo

koMmOinarito Unreal Engine 4.27 ta Python. Bubip mmx iHCTpyMEHTIB
0OyMOBJICHUI HEOOXIJTHICTIO TMOEIHAHHS BHUCOKOIPOAYKTHUBHOI TeHepalii y
peabHOMY Yaci 3 MOYKIIMBICTIO IETATBHOTO aHami3y pe3ynbraTiB. Unreal Engine
€ OCHOBHOIO IIAaT(OPMOIO0 I peaji3alii CUCTEMU MNPOUEAYPHOI TeHeparlii
napmmadTiB. Lle moTyxHuil IrpoBUil pyIIid, KU BUKOPUCTOBYETHCS IS
crBoperHss AAA-Irop Ta iHTepakTHBHEX cuMyJsiii [15], [16].
KirouoBi moxumBocti anms mpoekry € Procedural Mesh Component s
JUHAMIYHOTO CTBOPEHHS T€OMETPIi 3 MacuBIB BepinH; C++ mporpamyBaHHS 15
BHUCOKOI MIBUJKOCTI OOYMCIICHh 3 MIATPUMKOI TapajelbHUX OOUYHCIICHb
(mpuckopenns y 2-2.5 pasum); cucTeMa MaTepiajiB IS aBTOMAaTHYHOTO
CTBOPEHHSI TEKCTYP 3aJI€KHO B1Jl BACOTH, HaXMIy Ta kiimary; Blueprint ta UMG
JUIsL IHTEPAaKTHBHOTO 1HTEep(deicy HamamTyBaHHA MapamMeTpiB; PEHICPUHT Yy
pearbHOMY Yaci 3 OCBITJICHHSIM Ta atMocdepuumu epexramu [17], [18].

B Unreal Engine peanizoBano: reHepauito heightmap Ha ocHOBI
6ararookTaBHoOro mymy IlepiiHa, CUMYJISIII0 PIYKOBUX CHCTEM 4Y€pe3 BOJIHUMN
CTIK, 3aCTOCYBaHHs €po3ii, BU3HAYEHHs O10MIB Ha OCHOBI BHCOTH Ta KJIIMaTy,
NEPETBOPEHHS JaHUX Y TPUBUMIPHY F€OMETPIIO.

Python Bucrtynae aHagiTHYHMM IHCTpYMEHTOM Juiss Bepudikamii Ta
onTHUMi3allli aJroOpuTMIB TreHepalli, 3a0e3Nedylound HEe3aJIeKHY NEpEeBIpKYy
pe3yIbTaTiB, OTPUMAHUX Y CEPENOBHILI irpoBOro pymis. Floro BUKOpHCTAHHS
JI03BOJIsSi€E BUKOHYBATH JETaJbHUM CTATUCTUYHHMMA aHAJ3 3reHEPOBAHUX JaHUX,

BUSIBJISITU BIIXWJICHHS Bij 3aJaHUX MapaMmeTpiB, OI[IHIOBATH CTaOlIBHICTH Ta
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BIITBOPIOBAHICTh PE3YJIbTATIB, a TaKOXX IOPIBHIOBATU Pi3HI KOHIryparrii
reHepaTopa 3a 00’ ekTuBHUME MeTprkamu [19], [20].

NumPy — 3a6e3mneuye epekTUBHY poOOTy 3 OaraTOBUMIpHUMHU MacHBaMu
naHuX. BHKOpPHCTOBYETBhCS JUIS 3aBaHTaKeHHs ekcroproBanux heightmap,
OOYHCIIEHHS CTaTUCTUKU (MIHIMyM, MaKCHUMYM, CEpEIHE, CTaHIapTHE
BIIXHMJICHHS ) Ta MATPUYHKUX OIEpalliii IjIs aHajli3y TpadieHTiB moBepxHi [21].

Matplotlib — crBoproe pisHOManiTHI Bizyaui3amii: JBOBHMIpHI TEILIOBI
KapTH BHCOT, TPUBUMIpHI 00'eMHI Moieni terrain, ricrorpaMmu po3mofisly BUCOT,
TonorpadiyHi KapTH 3 KOHTYPHUMH JTiHIsIMU. J[03BOJIsI€ eKCrIopTyBaTh Trpadiku y
BHCOKOSIKICHI (hOpMaTH IS IPE3CHTallii Ta 3BiTiB [22].

SciPy — mamae uucenbHi MeTOau Ui OOpOOKM maHuX: (IIBTPH IJIs
BUSBJICHHS TMIKIB Ta J0JMH Ha heightmap, MopdoJioriuni oneparii A aHaIi3y
TEOJIOTIYHUX CTPYKTYp, IHTEPHONALIAHI METOAW JJid 3[VIaJKyBaHHS Ta
Tpancdopmarii ganux [23]. Seaborn — e 6i0aioTeKa I Bisyaizaiii JaHuX y
Python, sika 3Ha4HO TOKpamye ecTeTUKy rpadikiB Ta CHpPOIIYE CTBOPEHHS
MpoQeciiHO BUTIIAJAIOUMX CTAaTUCTUYHMX Bizyamizanid. Bona mnoOynoBaHa
noBepx Matplotlib i Hagae BucokopiBHeBuHii iHTEpdEiic It TOOYI0BH CKIaTHUX
rpadikiB 3 MIHIMAJILHOIO KUIBKICTIO KOJZTY.

B Python peanizoBano: 3aBaHTaXeHHsS eKcropToBaHux maHux 3 Unreal
Engine (dbopmatu JSON, CSV, NUmPy), cTBopeHHs Bi3yami3alliii 1jisg aHaji3y
Tonorpadii, 0OYUCIEHHS] CTATUCTUKU PO3MOJIITY BUCOT Ta HAXUJIIB, BUABJICHHS
T€OJIOTTYHUX OCOOJIMBOCTEH (MiKM, TOJMHMU, XPEOTH), BasliJlallif0 KOPEKTHOCTI
PIYKOBUX CHUCTEM, MOPIBHAHHS PI3HUX KOH(Irypauiid reHeparopa, reHepaliro
aBTOMATUYHUX 3BITIB 3 rpadikamu.

Takuii migxig mnoenHye mnepeBarn o0Oox texnonoriid: Unreal Engine
3a0e3neuye IMIBUAKY I'€HEpallilo 3 BHCOKOSKICHOI Bi3yauisamieto, a Python —
JeTaNbHUIN aHalli3 Ta Bepudikaiiro pe3yabTatiB. Po3miieHHs BiAMOBINaTBHOCTI
MK 1HCTpyMEHTaMH JO3BOJIIE HE3aJe)KHO BOCKOHATIOBATH aJTOPUTMHU
reHepaiii Ta METOAM aHali3y, 10 MPUCKOPIOE PO3POOKY Ta MOKpaIILy€e SKICTh

KIHIIEBOTO TIPOYKTY.
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BuHCHOBKH /10 IepIIOTo PoO3aiiLy

Y neprioMy po3aii Oyiau po3riasHYyTI TCOPETHUHI Ta TEXHOJIOTIUHI 3acaau
IPOIIeAYPHOI reHepallii iIrpoBUX CBITiB. AHaJ13 IPeAMETHO1 00J1acTi MOKa3aB, 1110
npoleAypHa TeHepalis € KIIOYOBUM acleKTOM Cy4acHOi po3poOKH irop,
OCKUJIBKM  JIO3BOJISIE  CTBOPIOBATH  PI3HOMAHITHI IrpOBI  OTOYEHHS TpPH
ONTUMAJIIbHOMY BUKOPUCTaHHI PECYPCIB.

Ornsg icHyrounx peanizamniii y Bimomux irpax (Minecraft, Terraria, No
Man's Sky) naB 3MOTy BU3HAUUTH KJIIOYOBI BUMOTH JI0 CUCTEMU: Bapi1aTUBHICTH,
JIOTIYHICTh Ta ePeKTUBHICTh peanmizamii. Kiacudikaiis meToniB nmpoueaypHoi
reHepaiii BHsBUJIA IIMPOKHUI CIEKTp MiAXOAIB — BiJ KJIACHYHUX LIYMOBHX
GyHKIIIH 10 CydacHUX TE€XHOJOT1H MammuHHOoro HaByaHHs. [llymoBi MmeTonu Oymu
BU3HAUCHI fK ONTUMaJIbHUN 0a30BUM 1HCTPYMEHT IS TeHepalli peibedy
3aBJSKH IXHIH JETEPMIHOBAHOCTI Ta TUIABHOCTI ITEPEXO/IIB.

byno ob6rpynToBano 3actocyBanHs Unreal Engine 4.27 sk OCHOBHOI
wiatdopmu peaizamii Ta Python sik ananituanoro inctpymenty. Unreal Engine
3a0e3neuye BUCOKOINPOAYKTHUBHY TE€HEpalilo y peajdbHOMy uyaci uepe3 C++
porpamMyBaHHsl 3 MIATPUMKOIO MapajenbHUX oOuucieHb, a Python Hanmae
IHCTpYMEHTH JeTallbHOro anHamsy depe3 NumPy, Matplotlib Ta SciPy.
Opranizaiiis po604oro mporecy sk iTepaniiHoro nukiIy 3adesneuye eheKTUBHY
Bepuikallito Ta ONTUMI3AIII0 aJITOPUTMIB.

Takum 4rHOM, Yy po37iii Oys0 chOpMOBAHO TEOPETUUHE MIAIPYHTS MJIs
peanizaiiii CHCTEMH MPONEAYpHOi TreHepaiii gaHAmadTiB 1 BU3HAYEHO
TEXHOJIOT1YHI 3aco0u Juisl 1i BTUIEHHA. Pe3ynbrath aHamizy MiATBEPIKYIOTh
JOUUIBHICTh BUKOPHUCTaHHA OaratookTaBHOro mymy llepnina sik ©6a3oBoro

METOly TeHepallli y o€ JHAHH1 3 alTOPUTMaMU CUMYJISILIIT epo3ii.
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PO3I1JI 2. MATEMATHYHE TA AJITOPUTMIYHE MOJAEJIIOBAHHSA
MPOLIECY TEHEPAIIIL I'TPOBUX CBITIB

2.1. IlocranoBka 3aga4di Ta ¢gopmaJtizaiisi napamMmerpis irpoBoOro cBiTy

OCHOBHOIO 33/1a4€I0 JOCIIKEHHS € pO3pO0JIEHHSI CUCTEMH TIPOLIE Y PHOT
reHepaii TPUBIMIPHUX IrpoBUX JaHAmAa@TIB, sfKa 3a0e3nedye CTBOPEHHS
peasiCTUYHUX Ta PI3HOMAHITHUX BIPTYaJIbHMX CBITIB 3 MIHIMaJbHOI Y4YacTHO
po3pobHuka. CucteMa Ma€ TeHepyBaTu JIaHIa( T y peaqbHOMY Yaci Ha OCHOBI
MaTEeMaTHYHUX MOJENeH, BpaxoBylouu (i3uyHi Ta KJIIMaTHYHI 3aKOHOMIPHOCTI
OPUPOJIHUX FEOJOTIYHUX MPOLECIB.

[leHTpanbHUM €J1EeMEHTOM MOJIeNl € BHCOTHa kapta H — nBoBUMIpHUI
MacuB, II0 NPEJCTaBIIS€ HOPMAJI30BaHy BHCOTY KOYKHOI TOYKH IOBEPXHI.
3unauenns H[x,y] nanexxuts intepBainy Big 0 go 1:

H = 1.0 — makcumanpsHa BucoTta penbedy (TipChbKi BEPIINHH);

H = 0.5 — cepeani Bucotu (maropOu, miaro);

H — 0 — miHiManabHa BUCOTA (HU3UHU, JHO BOJIOKM).

H Busnawae 0a3oBy reomerpito jaHAmadTy Ta € OCHOBOK ISl BCIX
NOJAIBIINX OOYHMCICHb O01OMIB, TEMIIEpaTypH Ta PO3MIIIEHHS pecypciB. Y
MO/I€JIl 3HAYE€HHSI BACOTHU F€HEPYETHCS AMHAMIYHO HAa OCHOBI LIIyMOBUX (PYHKIIIH
Ta 3aJIEKUTh B BXIIHUX TMapaMeTpiB reHepartopa. Jpyrum KIHOUYOBUM
napameTpoM € Seed — MOUYaTKOBE 3HAYCHHS T'€HEpATOpa ICEBIOBUIAIKOBHX
yucen. BoHo BHU3Havae, sikuili came janamadpTt OyAe CTBOPEHO MpPHU 3aJlaHUX
iHImmX mapamerpax [24]. Y cuctemi Seed € minum unciaoM y aiana3osi Big 0 10
231-1. Yum Ounbliie BIAPI3HSIOTHCS 3HaUYeHHS Seed, TUM Olble BiAPI3HAIOTHCS
3reHEepOBaHl CBITH, MPU IHOMY OJWH 1 TOW camuii Seed 3aBXKIU CTBOPIOE
IICHTUYHAUNA TaHAmadT 32 yMOBU HE3MIHHUX 1HIINX mapaMeTpiB. Lle 3a0e3neuye
JETEPMIHOBAHICTh T€Hepallli Ta MOKJIUBICTh BIATBOPEHHSI pPE3yJIbTaTIB.

[Tapametp NoiseScale Bu3Hauae macmtad reosioriyHux ¢opmaiiii Ha
nanamadti. Y cucremi HeightNoiseScale BcranoBieno 0.0008 mjist cTBOpeHHs
KOHTMHEHTAJIbHUX (HOPM XapakTEpHUM PO3MIPOM KiIbKa KUJIOMETPIB HA KapTax

512x512 Bepmun. [TapameTp MoOKe 3MIHIOBATUCS TSI OKPEMHUX II1apiB TeHEpaIlii.
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Cucrema OaratookTaBHOTO IymMy IlepiiHa BHKOPHUCTOBYE TapaMeTpH:
HeightOctaves = 4 (Big 1 mo 8), Lacunarity = 2.0 (ToABOEHHSI YaCTOTH KOXHOI
okTaBn), Persistence = 0.5 (3MeHIIeHHs aMIuTiTy 1 BBidi). KoxkHa okTaBa qomae
JpiOHIII AeTani 10 6a30BOTO IIyMY.

WorldShape Bu3nauae reorpadiuny koudpirypamiro: Default (ctangaptha
renepailis), Landmass (KOHTHHEHT 3 BEpTUKAJIbHUM 3MilieHHsM), [sland (ocTpiB
3 paJialbHOI0 MAacKow BiJ 1EeHTpy), Archipelago (rpyma ocTpoBiB 3 KiJIbKOMa
neHrpamu). MountainRange — ripcekuit naniror. Macka GopMye ITiBUIICHHS
B3JIOBJK MEBHOI OC1 (TOPU30HTAIILHOT 200 J1arOHaIBHOT).

GlobalTemperature € [0, 1] — 6a3oBuii piBeHb TEMIEPATYPH VIS BCHOTO
ceity: 0.0 BiImoOBIIa€ AykKe XOJIOJHOMY KiIiMaTy (epeBaxaroTh TyH/Ipa, CHITOBI
30Hu), 0.5 — momipHoMmy Kiimary, 1.0 — mqyxke »xapkomy kimimaty (IycTeli,
caBanm). 3a 3amoBuyBaHHsIM GlobalTemperature = 0.5.

LatitudeTemperaturelnfluence— koedimieHT BIUIMBY MIHUPOTH (KOOPIMHATH
Y) Ha Temneparypy. Mojentoe reorpadiuHuii epeKT, 1€ MOJCH XOJIOIHIIII 32
ekBaTop. 3a 3amoBuyBaHHAM 0.6.

HeightTemperaturelnfluence — koedimieHT BIUIMBY BHCOTH Ha
Temmneparypy. Mozentoe 3HIKEHHSI TeEMIepaTypy B ropax. 3a 3aMOBUYYBaHHSIM
0.6.

®diHanbHa TeMIeparypa B TOYLl OOYMCIIOETBCA K CyMa TJI0OAbHOI
TEeMITepaTypH, BILTUBY IIUPOTH, BIUTUBY BUCOTH Ta HEBEIMKOI IITYMOBOI BapiaIrii
JUTSL TIPUPOTHOCTI.

Takoxx SmoothHeightPasses € {0, 1, ..., 20} — kinbKicTh iTeparriii
3ra/KyBaHHs BUCOTHOI KapTu. KokHa iTeparlisi yCepeaHIO€ BHCOTY KOXKHOI
BEPIIMHM 3 11 YOTUpPMA CycCilaMu. 3a 3aMOBUYYBaHHM 4 itepaitii. binbIe iTeparriit
CTBOPIOE IUIABHIIIUHN penbed.

ApplyThermalErosion — npamnopeiib YBIMKHEHHS CUMYJIALT TEPMaIbHOI
epo3ii (oOcuIlaHHd KPYTHUX CXHIIIB 4epe3 TpaBiTallito). AJITOPUTM MEpeMillye

"Martepian" 3 BACOKHUX TOYOK JI0 HU3BKHUX.
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ApplyHydraulicErosion  —  mpanopertb  YBIMKHEHHS — CHMYJISIIT
riipaBiaiuHOl epo3ii (BUMHUBaHHS TIPYHTY BOJAHMMH IOTOKaMH). AJTOPUTM
3HAXOJUTh JIA KOXKHOI TOYKM HAWHW)KUOTO CyCijla Ta MEPEeMIIy€ YaCTUHY
BHUCOTH Y HOTO HAIPSIMKY.

[ToBHa cucTeMa reHeparlii onucyeTbes QyHKIIELO:

F(P,Seed) - (H,M,T,B)

ne P — MHOUMHA BCiX mapaMeTpiB reHepaTopa, Seed — mo4aTkoBe 3HAUCHHS
reHepaTopa IICEeBAOBUIIAAKOBUX uncen, H — Bucorma kxapra, M — kapra
BOJIOTOCTI, T — KapTa TemiepaTtypu, B — dyHkiiisi BU3HaueHHs 6iomy.

OcHoBH1 BnactuBocTi QyHKIII F € geTepMiHOBaHICTh — MpPU OJHAKOBHX
BXIJTHUX TIapaMmeTpax pe3yjbTaT 3aBXKAM 1JeHTUYHHM. BapiaTuBHICTH — pi3HI
Seed ctBOprotOTH pi3Hi JanAmadT. OOMEKEHICTh — BC1 KapTH HOpMaIi30BaH1
1o aianazony [0, 1]. [ImaBHICTE — rpafi€HT BUCOTH OOMEKEHUN 11 YHUKHECHHS
HEpealiCTUYHUX CTPUOKIB.

JInst OUIHKM AKOCTI 3r€HEPOBAHOTO JIAHAIA(PTY BUKOPUCTOBYIOTHCA
HACTYTIHI METPUKH:

e BapiatuBHICTh BHCOT — CTaHAAPTHE BIAXWJIEHHS BHUCOT Mae OyTH Yy
niamazoni [0.15, 0.35], mo 3a06e3neuye 30amaHCOBaHE MOEIHAHHS PIBHUH

Ta rip.

e IlnaBHICTH EPEXOJIIB — CEPEIHIN TPATIEHT MAE 3HAXOJUTHUCH Y J1ana3oHi

[0.1, 0.3] nnst npUpOAHUX MEPEXO/IIB MI’K TUIIAMU MICLIEBOCTI.

e 3B'A3HICTH BOJU — YCI BOJIOMMHU MalOTh ()OPMyBATU 3B'S3HI KOMIIOHEHTH
0€e3 130JIbOBaHUX IMIKCEJIIB.

e KopekTHICTh piuOK — KOKHA plYKa Ma€ TEKTU CTPOTO BHU3 32 TPAIEHTOM
0e3 neTenb.

Takum uuHOM, dopMaizallis mapameTpiB J03BOJIAE MOBHICTIO OMUCATU
MPOCTIp MOKJIMBUX KOH(QITYypariii CHUCTEeMH TeHeparlii Ta BCTAaHOBUTH YiTKi

MaTeMaTU4H1 3B'I3KU MK BX1THUMU JJAHUMH Ta PE3yJIbTaTOM.
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2.2. IToOynoBa MareMAaTH4YHMX 3aJIEKHOCTEH /151 MOJEJIOBAHHSA peabedy,
OiomiB.

MopentoBanHs penbedy 6a3yeTbes Ha KOMOIHAIIT ITyMOBHX (DYHKIIIH, 110
3a0e3meuyoTh ~ MPUPOJHUN  BUTIAN  JaHmmadTy  depe3  MOeaHAHHS
BEJIMKOMACIITAOHUX KOHTUHEHTAIBHUX (OpM Ta JpIOHUX AeTaneil penbedy.
OcHoBoOI0 reHepairii BUCOTHOI KapTH € 6araTookTaBHui 1myM [lepmina (fractional
Brownian motion, fBm), mo BH3Ha4a€ThCs SK 3BaKEHA CyMa KiTBbKOX OKTaB
0a30BOro MIyMY:

fBm(x,y) = Yizo" " A;i X Perlin(Fi X x + Oy, F; X ¥y + 0)
ne:

n — kuibkicTh okTaB (HeightOctaves, 3a3Buuaii 4);

A — amIuTiTya i-1 OKTaBH, 110 3MEHIIYEThCs 3 Koediriearom Persistence = 0.5;
Fi — gacTora i-1 okTaBw, 10 30LIBIIYETHCS 3 KoedirienTom Lacunarity = 2.0;

* Oy, Oy — BUIAAKOBI 3MIIICHHS 171 i-1 OKTaBH.

KoxxHa HacTymHa oKTaBa J1oja€ IpiOHIMI AeTalll 3 MEHIIOK aMILTITY 1010,
[0 CTBOPIOE TPUPOAHUNM (dpakTaibHUM BUTISA  penbedy. Pesynbrar
HOpMaJli3yeTbes 1o pianasony [0, 1] gineHHsM Ha CcyMy amIunTyq Ta
nepeTBopeHHsM 3 [-1, 1].

JIJ1ist CTBOpEHHS TIPChKUX XPEOTIB 3 TOCTPUMHM MIKaMH BUKOPHUCTOBYeThes ridged
noise yepe3 IHBEpCito aOCOMOTHOTO 3HAUYCHHSI IIIyMY:
ridge(p) = 1 — |Perlin(p)|

RidgeFBm(p) = (Qizo" 'ridge(F; X p + 0)* X A4 / Yi=o" ' 4;
ne:
ridge — inBeproBaHa aOCOMOTHA (YHKINS IIyMy, II0 CTBOPIOE TOCTPI MiKH
3aMICTh IUIABHUX TIEPEXO/IIB;
KBaJIpaTyBaHHs ridge MmiJCUIII0e€ KOHTPACT MK HU3MHAMU Ta BEPILIMHAMH.
Le#t meTon hopmye xapakTepHi TIPChKi XpeOTH 3 PI3KUMU MepenagaMu BUCOTH,
0 BIAPI3HAIOTHCS BiJ IUIAaBHUX KOHTHUHEHTaIbHUX ¢dopMm 06azoBoro fBm.

ABTOpPCHKHMI METOJI TIOEIHYE JBa IMApPU JUIsl JOCSITHEHHS PEaliCTUYHOTO

penbedy:
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H(x,y) = a X H.macro(x,y) + (1 — a) X H_ridge(x,y)
me:
H_macro — BenmukomacmTaOHUN IIap KOHTHHEHTaIbHUX (opM (IUIaBHI
MEePEX0JIN);
H_ridge — npibHOMacITabHU 1map TIPCHKUX AeTalel (rocTpi XpeOTH);
o = MacroShapeStrength € [0, 1] — mapamerp Ganancy (3a3Buuaii 0.6). Macro-
map BUKOPHCTOBYE 0a30BUi MacmiTad mymy, a ridge-map mae macmrad y 2.5
pasu Ounmpmmii (RidgeNoiseScaleMul = 2.5), mo cTBoproe ApiOHImI TipChbKi
CTPYKTYpH Ha (hOHI BETUKUX KOHTUHEHTAJIbHUX (GopM. J{Isi CTBOPEHHS Pi3HUX
reorpadiuHuX KOH(QIrypaiiii 10 BHUCOTHOI KapTH 3aCTOCOBYETHCS (PYHKIIIS
MacCKH:
H_final(x,y) = H(x,y) X mask(u,v)
ne u, v € [0, 1] — Hopmaiti3oBaHi KOOPIWMHATH TOYKH.
st tunty Island (ocTpiB) Macka CTBOPIOE pajiaibHUI ciaja Bil HEHTPY:
mask_island(u,v) = (1 — d_norm®*)"f
ne d norm — HopmasizoBaHa BifcTanb Bij 1eHTpy (0.5, 0.5), = 2.0 — napameTtp
KkpyTocTi criany. [ns tunmy Archipelago renepyeTrbes Kijibka LIEHTPIB OCTPOBIB,
¢diHaTpHA Macka € MaKCUMYyMOM JIOKaJbHUX Macok. Jlyis tumy MountainRange
Macka (opMye TIIBUINCHHS B3JIOBX IEBHOI OCl Uepe3 eKCIMOHEHIIMHUN craj.

Bonoricte MozentoeTbest K KOMOIHALIS IIyMOBOi (DYHKIIIT Ta 3a7€XKHOCTI B[

BUCOTHU:
M(x,y) = wy X M_noise(x,y) + w, X (1 — H(x,y))
e:
* M noise — HOpMali30BaHUK OaraTOOKTaBHUN IHIyM 3 MacumTabom

MoistureNoiseScale;

* W1, W2 — Bard BIUIUBY (3a3Buuaid wi1 = 0.4, w2 = 0.6);

* (1 - H) — BucotHwmii pakrop (BUCOKI MicCIIs CyXiIi).

Ile 3a0e3neuye npupoaHUN PO3IMOIT BOJOTOCTI 3 BpaXyBaHHAM SIK BUTIAJIKOBUX

Bapiaiiid, Tak 1 (I3UYHOTO TPHUHIMITY 3MEHIIEHHS BOJIOTOCTI 3 BHCOTOIO.
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TeMrneparypa  BHU3HAYa€ThCd  KOMOIHAIED  TJIO0AIBRHOTO  MapameTpa,
reorpadigHOi MUPOTH Ta BUCOTH:

T(x,y) = T_base + T_latitude(v) + T_height(H|[x,y]) + T_noise(x,y)
ne:

* T base = GlobalTemperature — 6a3oBa Temmneparypa CBITY;

o T latitude(v) = -Latitudelnfluence x |2v - 1| — BmmB mmpotu (HOJIOCH
XOJIOJTHIIII);

* T height(h) = -Heightinfluence x h — BruB BucoTH (ropy XOJIOHIIII);

* T noise — HeBenuka mrymoBa Bapiaiis (amrorityna = 0.35).

PesynbTaT oOMexyeThes n0 mianazony [0, 1]. Ile mopentoe peanbHi
reorpadiyHi 3aKOHOMIPHOCTI PO3MOJIIY TEeMIEepaTypu Ha IUlaHeTi. biomu
BU3HAYAIOTHCS HA OCHOBI BHUCOTHM h, BOJIOTOCTI M Ta Temmeparypu t 3a
CIPOLIEHOIO J1arpamoro Yirrakepa. CrucreMa BUKOPUCTOBYE OPOTOBI 3HAUEHHS.
WaterLevel = 0.34 — piBens Boau , ShoreEnd = WaterLevel + 0.05 — xinenp
oeperosoi 30um ,GrassEnd = 0.60 — kinenp HU3MHHUX 30H, RockStart = 0.72 —
MOYaToOK BUCOKOTIp's, SnowBase = 0.88 — mouaTok cHiroBoi 30uu. BomHi Oiomu
(h < WaterLevel) knacudikyroTscs 3a Temneparyporo: Tpomniuaa Bozaa (t > 0.6),
rmboka Boja (h < 0.15) a6o minkoBoaas. beperosa 30Ha BiJOOpa)KaeThCs K
nmicok. Huswmani 30HM (ShoreEnd < h < GrassEnd) xmacudikyroTees 3a
KOMOIHAIII€I0 TeMIepaTypH Ta BoJOTOoCTi. Xonoauui kimiMar (t < 0.3): TyHapa
a60 6opeanbuuii jgic. [Tomipauit kimimart (0.3 <t < 0.6): cren, JIUCTIHUMN JIic a00
Bosioruit gic. Kapkuit wmimar (t > 0.6): mycrens, caBaHa a0o0 JHKYHIJI.
Bucokorip's BioOpaxxaeTbces K CKell ad0 CHIT 3aJI€KHO Bl BUCOTH. Jl0J1TaTKOBO
BPaxOBYEThCS HaXWJI MOBEpXHI (slope) — Ha KpyTUX cxuiax BiJI0Opa)KarOThCS
CKENIbHI TEKCTYpH HE3aJIeKHO BiJ Olomy. BukopucTanHs neTepMiHOBaHUX
IIyMOBUX  (YHKIIM Ta 4YITKOI MOCHIZIOBHOCTI  OOYMCIEHb TapaHTye
BIJITBOPIOBAHICTh PE3YJIbTATIB TPH 30EPEKEHHI MPUPOTHOI BapiaTHBHOCTI

JaHAmAQTIB.
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2.3. Anroputm kKoMO0iHOBaHOI reHepauii 3 Bukopuctanusam mymy Ilepiina,
KJIITUHHUX aBTOMATIB i rpag)0BUX CTPYKTYP

Cucrema peanizye TpM OCHOBHI METOJIU TeHepallii BACOTHUX KapT, KOXKEH
3 SKUX Mae crnenupivHi XapakTepuCTHKH Ta 3actocyBaHus: Perlin fBm mus
wiaBHuX Japamadtie, Diamond-Square it ¢pakTalbHUX CTPYKTYp Ta
aBTOPCHKUH METOJI 111 KOMOIHOBAHOTO M1IXOTY.

Merox Perlin  fBm. Anropurm 0a3yerbcss Ha  KJIACHYHOMY
OaratooktaBHoMy Irymi Ilepmina 3 HOpMmamizaiiero pe3ynptaTy. st KokHOT
BepUIMHU (X, YY) BUKOHYETHCS MEPETBOPEHHS 1HAEKCIB y CBITOBI KOOPAMHATH 3
ypaxyBanusm WorldSizeMeters ta NoiseScale. O6uuciienHss 6araToOKTaBHOTO
IIyMy Yepe3 HaKOMUYeHHS N okTaB (3a3Buuaid 4). [l KOXHOI OKTaBH |
obunciroetbes Perlin mrym 3 wacrororo Fi = Fo x 21 ta amrutitymoro A = Ao x 0.51,
Pe3ynbrar HOpMalti3y€eTbes TUIEHHSM HAa CyMY aMIUTITYJ] Ta IEPETBOPIOETHCA JI0
mianazony [0, 1]. 3actocoByeThcsi Macka (opmMu CBITY Jisi CTBOPEHHS
cnenu@iunoi reorpadgiyHoi KoH(Irypaiii. AHaJIOTIYHO TEHEPYEThCS KapTa
BOJIOTOCTI 3 OKpeMHMHU Thapamerpamu Inymy. OOuucCIIOBajibHA CKIIAIHICTh
cranoBuTh O(N X M x k), ne N, M — po3mipu kaptu, K — KistbKicTh OKTaB. J{ist
kaptu 512%512 3 4 okraBaMu 11¢ MpUOIU3HO 1 MUIBMOH omepariii mymy.

Metoa Diamond-Square. ®pakraipbHull aaropuT™M PEKYPCHBHO IUTUTH
MPOCTIp Ha KBAJPaHTH 3 JOJABAaHHAM BHUIIAJKOBOIO IIYMYy Ha KOXKHOMY PIBHI.
[Tporiec ckmamaeThcst 3 aBOX eTamiB. Diamond step — oOuuciieHHs IICHTPIB
KBaJIpaTiB K CEPEIHBOI0 YOTHPHOX KYTIB IUIFOC BUIMAJKOBE 3MIIIEHHS. Square
step — oOuucCiIeHHs LEHTPIB pOMOIB SIK CEPENHBOIO YOTUPHOX CYCIJIHIX TOYOK
IUTIOC BUITAJKOBE 3MIMIECHHS.

ANTOPUTM TIOYMHAETHCS 3 IHIIMadi3amii YOTUPHOX KYTIB CITKH
BUIIAIKOBIMH 3HAYCHHSIMH, TIOTIM IT€PATUBHO 3MEHIIIYE PO3MIp KPOKY BABIUl Ta
amIunityay 1mymy 3 koedimientom Roughness = 0.5. Ilicms reneparii Ha
KBaJIPATHINA CITLI PO3MIPOM 27°X2" pe3yibTaT 1HTEPIONIOETHCA Ha (DAKTUUHHIMA
pO3Mip KapTu dYepe3 OUTiHIMHY iHTeproAmito. OO0YnCIoBaIbHA CKIATHICTS:
O(N?) mnms remeparii moc O(N x M) mnsa inTepnonsimii. MeToq CTBOpIO€E

OpUPOAHI ppaKTadbHI CTPYKTYPH, alie BaXKKO KOHTPOJIOBATH YaCTOTY J€Talei.
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ABTOpchbkuii (riopuannii) Mmeroa. ['Opuanmii miaxix koMOiHye macro-
map KOHTHHEHTaIbHUX Ghopm (4 oktaBu fBm) Ta ridge-map ripcbkux neranei (4
oktaBu ridged mymy 3 Macmrabom y 2.5 pasu Outbmum). s ridged mrymy
3actocoByeThesi iHBepcis ridge = 1 - |Perlin| Ta xBamparyBanusa. ®iHanbHa
BHCOTA:

H = a X H.macro + (1 —a) X H_ridge
ne o = MacroShapeStrength (0.6), 3 Hopmamnizarieto 1o [0, 1].

[TocToOpoOka BKJIIOYA€E TepacyBaHHS uepe3 KBAHTYBaHHS BUCOTH [0
JUCKPETHUX PIBHIB 31 3MIlIyBaHHSAM 3a mapamerpoMm TerraceStrength
(cxmaanicte O(N % M)) Ta iTepaTuBHE 3TJIa/KyBaHHS 4Yepe3 YCEepeaHEHHS 3
CyCiIHIMHU BepiiuHamu. {15 migBUINEHHS IUIaBHOCTI pelbedy 3aCTOCOBYETHCS

ITEpaTUBHUM AITOPUTM 3IJIaJKyBaHHS Ha OCHOBI YCEPEIHEHHSI 3 CYCIIHIMH

BEpUIMHAMMU:

H'lx,y] = (H[x,y] + H[x —1,y] + H[x+1,y] + H[x,y—1] + H[x,y
+1D/5

ne:

H[X,y] — moTrouHa BHCOTa BEpIIMHU B TIO3MIIIT (X,Y);
H[xx1,y], H[x,y£1] — BucoT 4oTHpHOX Oe3mocepenHix cyciaiB (37iBa, Crpana,
3BEpXY, 3HU3Y);
H'[X,y] — 3ri1ampkena BucoTa BEpIIMHM ITiCIs 00pOOKH;
TIeHHS HAa 5 — ycepeaHEHHS M'ATH 3HaueHb (IeHTpajbHa TOYKAa Ta YOTHPHU
cyciau). TepmanpHa epo3is MoJeltoe 0OCHIIaHH KPyTHUX CXMIiB. [ KOXKHOT
BEPILMHU NEPEBIPAIOTHCS YOTHPHU CYCIJIU, SIKUIO IMEperajl BUCOTH MEPEBUIILYE
nopir Talus = 0.015, yacTiHa MaTepialy mepeMilly€eThCs BHU3:
move = (h — h_neighbor — Talus) X Strength [ Iterations

Buxonyerbest 15 itepamiii. Ckimaguicte O(N x M x ). T'igpaBmiuna epo3ist
MOJIETIIOE BUMHUBAHHSI TIPYHTY BOJOIO. [l KOXHOI BEpIIMHHU 3HAXOAUTHCA
HAWHMKYHUM CyCl]] Ta MePEMIIYETHCS YACTUHA BUCOTH y MOTO HAIIPSIMKY:

delta = (h — h_lowest) X ErosionStrength / Erosionlterations
ne:

- h — BrCOTa MOTOYHOT BEPINHHY;
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- h_lowest — BucoTa HalfHIKYIOTO CyCia;
ErosionStrength € [0, 1] — 3arampHa IHTEHCHBHICTH €PO3IHHOTO IPOIECY
(3a3Buuaii 0.35);
Erosionlterations — kinbKicTh iTepariiii anroputMy (3a3suyaii 10);
delta — BenmmumHa Marepianmy, MO HEPEHOCUTHCS BiJ MOTOYHOI BEPIIUHH IO
HAWHIKYOTO CyCifa Ha OJIHIN iTepallii.
4. 3ynuHKa npu JocsarHeHHi piBHa StopHeight = 0.35 (piBerb Mopsi) abo KO
HE 3HAWJICHO HIKYOTO Cyciaa.
Crimamnicts O(R x L x 9), ne R — kinbpkicTh pidok (3a3Budaii 5), L — cepenns
noBxuHa piuku. s TunoBux napametpis 11e 6ausbko 70,000 oneparriii.
3riaaKkyBaHHs OEperoBoi JIiHIT BUKOHYETHCS OKPEMO JUIS TJIABHOTO MEPEXOJy
MIX BOJIOIO Ta cyxojojioM. Jlis BepmuH y cmy3i £0.04 naBkosio WaterLevel =
0.34 BUKOHY€ETBHCS ycepeaHeHHs 3 neB'sTbMa cycimamu. Cxiamaicte O(N x M).
3aranpHa OOYUCITIOBANIbHA CKIIATHICTB:
ONXMX((k+p+1; +1; + R X L))

ne K — oktaBu 1rymy, p — IpOXOIu 3TJIa/KyBaHHS,
l1, |2 — iTepanii TepMalibHOI Ta T1IPaBIIYHOL €po3ii,
R — piuku, L — moBxKuHa piuKH.

s xaptu 512%x512 3 tunosumu napametpamu (K=4, p=4, 1,.=15, 1.=10,
R=5, L=1500) 3aranpHa KUIBKICTHb OIlEpailiii CTaHOBUTH MpuOIM3HO 12-15
MIJIBIOHIB, 1110 BUKOHY€EThCA 32 1-3 cexyHnnu Ha cydyacHomy CPU. Bukopucranus
napayieabHux o0uncieHp uepe3 ParallelFor mosxe npuckopuTH reHepaiiiro y 2-3

pasu Ha GaratosIepHUX MPoIecopax.

2.4. Onuc apxiTeKTypH CHCTEMH MOJAEJIIOBAHHA

ApXITEKTypa CHCTEMH MPOLIETyPHOI reHepariii JanamadTriB 6a3yeTscs Ha
MOAYJBHIA OaraTopiBHEBIM CTPYKTYypl, J€ KOXXEH KOMIIOHEHT BHUKOHYE
cienudiuyHy (QYHKIIIO y Tpoleci CTBOPEHHS BIpTyalibHOTo cBITY. Cucrtema
peamizoBana y Burisagi kiacy AProceduralLowP B Unreal Engine 4.27 3

BUKOpPUCTAaHHSM MOBH C++.
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Cucrema CKJIaa€eThCs 3 MIECTH OCHOBHUX KOMIIOHEHTIB, IO B3a€MOIIIOTh
HOCTIZIOBHO y Tporeci renepanii: Sapo reneparii (Generation Core) —
BIZINIOBiTa€ 3a CTBOpEHHs 0a30BMX KapT BHUCOT Ta BOJOTOCTI Yepe3 TpHU
anprepHatiBHi anroput™Mu: Perlin fBm, Diamond-Square ta Gaea-style. Moayb
noctoopoOku  (Post-processing  Module) —  3acTtocoBye  aaropuTMH
3TJIaJKYBaHHs, TEpacyBaHHs, TEPMalbHOI Ta TiAPaBIiYHOI epo3ii ams
M1JBUIICHHS PEATICTUYHOCTI pelbedy.

Monyib piukoBux cuctem (River System Module) — renepye piukoBi
pycia depe3 anroputm gradient descent ta 3riamkye GeperoBy JiHi0.Moryiib
nobynoBu reomerpii (Mesh Builder) — kouBeprye aBoBumiphi heightmap y
TPUBUMIpPHY reomeTpito 3 ypaxyBaHHsM LOD, obGuucmioe nopmam ta UV
KOODPJIMHATH.

Cucrema 610MiB BU3HAYa€ KOJIbOPHU Ta TUIIH MIOBEPXHI Ha OCHOBI BUCOTH,
BOJIOTOCTI Ta TeMIEparypu 3rigHO 3 Jiarpamoro  Yirrakepa. Intepdeiic
KOpHUCTyBaua 3a0e3leuye HalallTyBaHHS MapaMeTpiB uepe3 penakrop Unreal
Engine. B3aemoist KOMITOHEHTIB Biji0yBaeThes uepe3 ¢pyHkiito Generate World()
110 MOCJIIOBHO BUKJIUKA€E BCl MOJYJII.

GenerateHeights Perlin peanizye GaratookraBHuii fBm 3 mapamerpamu
HeightNoiseScale ta HeightOctaves. Jlyis K0XHOT BEpIIMHH OOUYUCIIOIOTHCS
CBITOBI KOOPAMHATH, 3aCTOCOBYETHCS IIYM 3 BUMAJAKOBUMH 3MIMICHHSIMM JJIsI
OKTaB, pe3yJbTaT HOPMAJI3YEThCS Ta MHOXHUTHCA Ha MacKy (OpMH CBITY
(cxmagnicts O(N x M x k)).

GenerateHeights_Gaeal ike kom0inye macro-map (fBm, 4 okraBu) Ta
ridge-map (ridged mrym, macmrad x2.5). ®@inanpaa Bucora H = oo X H_macro +
(1-0) x H_ridge 3 a = MacroShapeStrength, 3 HOpMmaii3aliiero yepe3 ra00anbHi
Minimym/mMakcumyM (ckaagaicte O(N x M x k macro + N x M x k_ridge)).

Monyns  moctoOpooku  SmoothHeightField Bukonye itepaTtuBHE
ycepeaHeHHsd 3 4YoTupMma cycimamu. Ha KokHil iTepaliii CTBOPIOETHCS
TUMYACOBUN MacCHUB, JUIsl BHYTPIIIHIX BEpIIMH (OKpPIM KpaiB) OOUHCIIOETHCS

CEPENHE 3 I'STH TOYOK (IIEHTP Ta YOTUPH CYCIZIN), pe3yIbTaT KOMIIOETHCS HA3a].
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Buxonyetbcst SmoothHeightPasses itepartiii (3a3suuaii 4). Cxnagaicts O(N x M
xp).

ApplyTerraces 3acTocoBye KBaHTYBaHHS BHCOTH 0 AMCKPETHUX PIBHIB.
J171s KOXKHO1 BEpIIMHYA BU3HAYAETHCSI HOPMaJIi30BaHa BUCOTA BIIHOCHO BEPXHbBOT
MTOJIOBUHM JTiaIma30Hy, 00YHMCITIOEThCS KBaHTOBaHa BUcoTa yepes floor(t / step) x
step, pe3yJsbTaT 3MIMIYETHCS 3 OPUTIHATBLHOK BHUCOTOIO 3TIAHO 3 MapaMeTpoM
TerraceStrength. 3acrocoByerhcs Timbku st Metony Gaea-style. CxiamHicTb
O(N x M).

ApplyThermalErosion moxenioe oocunanns cxwiiB. Ha koxHi# iTepariii
JUISL KOKHOI BHYTPIIIHBOT BEPIIMHHU TEPEBIPSIIOTHCS YOTHPU CYCITH, SKIIO
nepenan BucoTH mnepesuinye Talus = 0.015, oOYHCIIOETbCS BEIMYMHA
nepeMinieHHs: marepiaxy move = (dh - Talus) x Strength / Iterations, matepian
nepemMiniaeTbesl y OypepHuil MacuB JJi1 YHUKHEHHSI KOH(QIIKTIB. BUKOHYeThCS
15 iTepamiii 3 Strength = 0.5. PesyabTaT oomexyethes 10 [0, 1]. Crnamnicts O(N
XM x ).
SmoothWaterEdges 3rinamkye nepexig Mi>k BoJI0IO Ta cyXxo10i0M. st BepiiuH
y cMmy3i +£0.04 naBkono WaterLevel = 0.34 BUKOHYE€ThCS yCEpEIHEHHS 3
neB'atbMa cycigamu (3x3 BikHO) 3 koeditienTom 3MmimryBanHs 0.6. CkiiagHicTh
O(N x M).

3actocoByeThcsi TerrainMaterial sikuo BiH Bu3HaueHuil. CKIAIHICTD
O((N/LOD) x (M/LOD)) nns Bcix eramiB. LOD cucreMa 103BoJISIE 3MECHIIIUTH
KUIBKICTh TIOJIITOHIB Yy 4-16 pa3iB 3anexxHo Bija mapameTrpa LODStep.

CalculateTemperature oOuuciioe Temmeparypy SK CyMy YOTHPbOX
komnoHeHTiB: GlobalTemperature (6a3oBuii piBens), -Latitudelnfluence x |2v -
1| (BmmuB mmupotu), -Heightinfluence X h (BmumB Bucotn), fBm mym X
TemperatureNoiseAmount (Bapiarrisi). Pesynbprat ooOmexyerbes mo [0, 1].

CucreMa BUKOPUCTOBYE KiJlbKa ONTUMI3aIIMHUX miaxo/iB. [lapanenizaris
yepe3 ParallelFor moxe npuckoputu renepauito heightmap y 2-3 pa3u Ha
6aratosnepanx CPU. LOD cucrema 3MeHIIy€e KiIbKICTh BEPIIUH Ta TPUKY THUKIB
npomnopiiiino kBaapaty LODStep, exonommsiun GPU pecypcu. bydepuzartis

BukopuctoBye  TArray::SetNumUninitialized 118  yHUKHEHHS  3aiiBoi
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iHimiamizamnii. Memory layout uepes oqHOBUMIpHI MacuBH 3 GpyHKIiero Index(X,y)
=X +y x VertCountX 3abe3neuye kparry cache locality.

JInst meTanpHOTO OMUCY JIOTIKA (DYHKIIOHYBaHHS CUCTEMH ITIPOIEIYpPHOT
re’epariii sanamadTiB 0yJi0 BUKOHAHO MOJIEIIOBaHHS ii poOOTH 32 JOTIOMOTOI0

UML-ngiarpamu mociigoBHOCTEH (AUB. puc. A.3, m1omaTtok A).

BuHCHOBKH /10 APYroro po3aiiy

Po3pobieno MareMaTH4Hy Ta aITOPUTMIYHY MOJAENb  CHUCTEMHU
MPOLIEIYPHOI TeHepalii 1rpoBux JaHamwadTiB 3 (opMali3ali€eo napameTpis,
MaTeMaTUYHUX 3aJeKHOCTEM Ta apXiTekTypu peanizauii. [locraHoBka 3amaui
BU3HAYMIIA CUCTEMY SIK (DYHKIIIIO IEPETBOPEHHS MapaMeTpiB Ta seed y MHOKUHY
KapT BUCOT, BOJIOTOCT1, TEMIEPATypH Ta 6iomiB. PopmMaiii30BaHO MEPETBOPEHHS
IHIEKCIB BEpUIMH y CBITOBI KOOpDJAMHATH 4YE€pe3 HOpMali3alllo Ta
MmaciiTadyBaHHs. MaTemMaTHuHl  3aJeKHOCTI  ONUCYIOTh TMOBHHUM LUK
oOuuciens: 6ararookraBuuit mym [lepmiina nis dppakransHOi cTpyKTYpH, ridged
myM JUIsi TIpChKUX XpeOTiB, KOMOIHOBaHUW METOJ il TO€JIHAHHS
KOHTHUHEHTaJbHUX (PopM Ta neraneid. Boioricte Ta TemnepaTypa MOJICIIOI0ThCS
yepe3 KoMOiHaIio mrymoBux (yHKIiH 1 BucotHux (akrtopiB. Kmacudikarris
OioMiB Oa3yeThbcs Ha Jiarpami YiTTakepa 3 HOpOroBUMU 3HAYEHHSIMHU.

ABTOpPCBKHMII METOJ 1HTErpye HIYMOBI (YHKIIi JIHIAHOI CKJIAIHOCTI,
noctoOpoOKy depe3 3riaJKyBaHHs, T€pacyBaHHS, TEPMaJbHY Ta TiApaBIiuHy
€po3il0, a TaKOoX TEeHEpallil0 pPIYKOBUX CHCTEM uepe3 TrpadoBUN MONIYK.
ApXiTeKTypa BHU3HAYa€ MOJYJBHY CTPYKTYpY 3 IIiCTbMa KOMIIOHEHTaMH IO
3a0e3neuye He3aleKHE BIOCKOHAICHHS depe3 JOoJaBaHHSI HOBUX METOIIB.
Cucrema BUKOPUCTOBYE JETEPMIHOBAHUM MiAXiJ JUIsl TTOBHOI BIATBOPIOBAHOCTI
pe3yibTaTiB. 3aragbHa CKIIATHICTh € JIHIHHOIO BIIHOCHO KIJTLKOCTI BEPIITUH, 1110

3a0e3neuye TeHepalio B peaibHOMY 4acl.
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PO3JLI 3. TOCAIIKEHHS EOEKTUBHOCTI PO3POBJIEHOI
MO/IEJI

3.1. MeToanka OuiHIOBAHHA TOYHOCTI, CTA0LILHOCTI Ta MPOAYKTHBHOCTI

JIns  KOMIUIEKCHOT OILIHKA  e(PEKTUBHOCTI pO3pOO0JIEHOT CHUCTEMHU
npoleAypHoi reHepaitii JanamadTy Oyno po3poOIeHO METOAMKY, sIKa OXOTLIIOE
TP KJIIOYOBI AaCHEKTH: TOYHICTh TEHepallii, CTaOUIbHICTh pPOOOTH Ta
MPOAYKTHBHICTH 00uuCIeHb. MeToanka 0a3yeThCsl Ha KUTbKICHUX METPHKax Ta
AKICHOMY aHaji3l BI3yaJbHUX peE3yJNbTaTiB, IIO0 JO3BOJIIE OO0'€KTUBHO
MOPIBHIOBATH P13HI METOIM TeHepallii Ta KOHPIrypalii napameTpis.

Kpurepii omiHkMm TOYHOCTI reHepamii BKJIIOYAIOTh aHAJI3 PO3MOALLY
BUCOT 3re€HepoBaHOro JaHamadTy, TMEepeBIpKy BIAMOBIAHOCTI  3aJaHUM
napameTpam (Takum sik HeightMultiplier, sxuii Bu3Hauae MakcuMaabHy BUCOTY)
Ta OLIIHKY PI3HOMAHITHOCTI penbedy. [Iisl KIIbKICHOI OI[IHKH BUKOPUCTOBYETHCS
CTaTUCTUYHUM aHaji3 BUCOTHOI KapTH: CEPEIHE 3HAYCHHS BUCOTH, CTaHIApTHE
BIIXWJICHHS, MIHIMaJIbHI Ta MaKCHUMaJIbH1 3HadeHHA. O4YiKyeTbCs, 10 TPHU
HeightMultiplier = 3000 cM MakcuMaabHa BUCOTa TOBMHHA Habimxkatucs 10 30
METPIB, a PO3MOAUT BUCOT Ma€ OyTH NPUPOJHHM 3 TIEPEBAKAHHAM CEpPEIHIX
3HaYeHb Ta MOCTYINOBHM 3MEHIICHHIM KITbKOCTI €KCTpeMallbHUX BUCOT [25]
[26].

JUIst OLIHKM PO3MOAUTY BHUCOT 3aCTOCOBYETHCSI TICTOIPAMHMI aHami3 3
noxiom piamazony [0, 1] wa 50 inTepBamiB. IneanbHuil po3moAin yist
IPUPOAHOTO JIAHTIAPTY XapaKTEPU3YEThCS MIKOK B 00JIACTI HU3BKUX BUCOT
(0.3-0.4), mo BiAMOBiJA€ pIBHHHAM Ta JOJUHAM, MOCTYIOBHUM 3MCHIICHHSIM
gacToTu B cepenniit oomacti (0.4-0.6) Ta mMBUAKUM CHIAJOM Y BUCOKOTIPHIH 30H1
(0.6-1.0). JlomaTkoBO OOYMCIIOETBCS EHTPOIISA PO3MOALTY JUIA  OIIHKH
PI3HOMaHITHOCTI:

H=-2p i xlog:(p_i)
7€ p_1 — YacToTa BUCOT B 1-My IHTepBajl. Bumia eHTporis BKa3zye Ha

OLIBIITY PI3HOMAHITHICT PEbEDY.
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Ouinka cradiibHOCTI podOTHM mependayae TECTyBaHHS CHCTEMHU 3
pI3HMMHU 3Ha4YeHHSAMH mapameTpa Seed s TepeBIpKH BiITBOPIOBAHOCTI
pesynbTartiB. [Ipu ogHakoBoMy Seed cucTtema MOBUHHA T€HEPYBATH 11€HTUYHUN
naHamadT He3aJaeKHO BiJI KUTBKOCTI 3aMyCKiB, 110 € KPUTUYHOIO BUMOTOIO JIJIS
BUKOPUCTaHHA B ITPOBUX TMPOEKTaX 3 HEOOXITHICTIO CHHXPOHI3ALIl MIX
KJIIEHTaMu a00 30€peKEeHHS CTaHy CBITY. J|0J1aTKOBO IEPEBIPSETHCS KOPEKTHICTh
poOOTH MpHU TPAaHUYHUX 3HAUYCHHAX MapaMeTpiB: MiHIManbHUX (MapSize = 64,
LODStep = 16) Ta makcumanbHux (MapSize = 1024, LODStep = 1)
koH(irypamisix. Cucrtema BBaXa€TbCsl CTAOUIbHOIO, SKIIO HE BHHHUKAE
KPUTUYHUX TIOMHJIOK, MaM'siTh HE TEpPENMOBHIOEThCS Ta dYac TeHepari
3QJIMIIAETHCS B IPUMHATHUX MEXKaX.

MeToauka BUMiprOBaHHS NPOAYKTHUBHOCTI 0a3yeThCs Ha BUMIPIOBaHH1
yacy BHMKOHAHHS KIIOUYOBUX €TamiB TeHepalii: 0a30Boi reHeparii BUCOT
(GenerateHeights), mocT-o0poOku (TeppacyBaHHs, 3IJIaJKyBaHHS, €po3is),
re”epaiii piyok ta nodyaosu meury (BuildMesh). BumiproBanss npoBoasThcs
3a JOTIOMOT OO BHCOKOTOYHHX TaliMepiB Unreal Engine
(FPlatformTime::Seconds) 3 TouHICTIO 10 MTiICeKYHI. J[7151 KOKHOT KOHDIryparrii
BUKOHY€EThCS cepid 3 10 3amycKiB, miciig 40ro 00YUCIIOIOTHCS CEPETHE 3HAUCHHS,
CTaHJapTHE BIAXWICHHS Ta MejiaHa Yacy BUKOHAHHS IS MiHIMI3aIlli BILUIUBY
(hOHOBHUX TPOIIECIB OMEPAIIMHOI CUCTEMHU.

JI01TaTKOBO OLIIHIOETHCSI BUKOPUCTAHHS MaM'siTi 4epe3 aHaji3 po3Mipy
HeightField Ta MoistureField macusiB. lms citku posmipom MapSizeX X

MapSizeY 3 LODStep KiIbKICTh BEPIIUH OOUUCTIOETHCS SIK:

VertCount = (/MapSizeX / LODStep/+ 1) x (/MapSizeY / LODStep/+ 1)

Koxxna BepmmnHa Bumarae 36epiranus mosuilii (FVector, 12 0aiir),
nopmauti (FVector, 12 6aiit), UV-koopaunat (FVector2D, 8 6aiiT) Ta vertex color
(FLinearColor, 16 6aiit), ujo nae npubnauzno 48 6ailT Ha BepiuHy. st ciTku
512x512 3 LODStep = 2 ne ckianae 6au3pko 1.5 Mb onepaTtuBHOI mam'sTi, 110

€ IPUMUHATHUM JIJI1 CYYaCHUX CHUCTEM.
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3.2. ExcnepuMeHTAJILHI J0CJisKeHHS 3 Bapiauieio mapamMeTpiB Moaesti

Jnsg  mocmiKeHHs BIUIMBY PpI3HUX [apaMeTpiB Ha SKICTh Ta
NPOAYKTUBHICTH CHUCTEMH OyJO TPOBEACHO CEPIl0 EKCHEPHUMEHTIB 3
CUCTEMaTUYHOIO  Bapialll€l0  KJIIOYOBUX  HajalITyBaHb. EKcliepuMEHTH
MIPOBOJIMJINCST HA TECTOBIH cucTemi 3 poriecopom Ryzen 5 5600%, 16 GB RAM,
BieokapToro RX 6500XT Ta omepariitHoro cucremoro Windows 11. Koxna
koH(piryparmiss TectyBaimacs 10 pasiB st 3a0€3MEUEHHS CTAaTHCTHYHOL
JOCTOBIPHOCTI pe3yJbTaTiB.

HocaimkenHst BmJaMBY po3mipy citkm (MapSize). TecryBanmcs
KoH(piryparii 3 MapSize = 128, 256, 512, 1024 npu dpikcoBanomy LODStep = 4.
AHaJ3 JaHuX TMoKa3ye, 10 Nnpu 30inbiieHHl MapSize y 2 pa3u (Hanpukiazu, 3
256 o 512) ywac renepariii 3pocrae npubmuzno y 11.6 pasu (3 160 mc o 1,860
MC), 110 CYTTEBO MEPEBUIIYE TEOPETUUHY OLIHKY O(n?) 1 BKa3ye Ha CKIAHICTh
om3pko O(n**). lle mMOsICHIOEThCS HE TUIBKM KBAJPATUYHUM 3POCTAHHSIM
KinbkocTi BepimivH (3 4,225 no 16,641), a 1 10JaTKOBUMH BUTpaTaMHu Ha
nmoOyJJOBY CKJIaJHOI TEOMETpii Mely 3 HOpMaliAMH, TaHreHcamu Ta UV-
KoOpJiMHaTaMu. BukopucTtanus mam'siti 3pocTae JiHIHHO MPOTOPIIMHO KIJTbKOCTI
BepuiH (3 0.69 MB no 2.94 MB), mo miarBepaKye KOPEKTHICTb POOOTH
CUCTEMHU YIpPaBJIIHHSA MaM'sTTIO Ta BIJACYTHICTh BUTOKIB TIiJ] 4ac TeHEpaIlii.
I'padiune npeacTaBiaeHHs 3a1€XHOCTI (AUB. puc. A.4, 1oAaToK A).

Nocaigxennst BBy LODStep. [Ipu ¢ikcoBanomy MapSize = 512
tectyBanucs 3HaueHHs LODStep = 1, 2, 4, 8. PesynapTaTu miaATBEpANUIIH, 110
30utbieHHss LODStep npu3BoauTh 10 MPONOPLIIHOTO 3MEHIUEHHS KUIBKOCTI
BepmmH Ta vacy reneparnii. [Ipy LODStep = 1 (makcumanpHa aetanizarfis)
reHepartisg 3arimae 2,180 + 65 Mc ta crBoproe 263,169 BepmmH. [Tpu LODStep =
8 yac 3meHIryeTbest 10 185 + 12 mc 3 1,089 Bepunnamu. Le no3Bosisie quHaMigHO
aJanTyBaTH CHCTEMY 10 pi3HuX miatdopm: BukopuctoByBatn LODStep = 1-2
JUISL TIOTYXXHUX CHCTEeM Ta 4-8 It MOOUIBHMX NPHUCTPOiB ab0 KOHCOJIEH
NONEePeIHBOTO MOKOJIIHHS. Bi3yanbHe mpeacTaBieHHs 3aleKHOCTI (IUB. puc. A.5

—A.8, nomatok A).
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Hocaimxenns: BiuiuBy HeightOctaves. TectyBanucs 3HauenHs Big 1 1o
8 oxtaB npu Metoni Perlin fBm. BusiBneno, mo 1-2 okTaBi CTBOPIOIOTH HAJTO
TJIAJIKAN penbed 3 HEOCTAaTHROIO JIeTallizamiero (omiHKa SKocTi 2.8). 3-4 oKTaBu
3a0e3neuyoTh J00puil 0ajaHCc MK BeJIMKOMacIITaOHUMU (popMamu Ta
npioanmu neransmu (orfiHka 4.4). 5-8 okTaB momar0Th HaAMIPHY JETai3aIliio,
sKa MO’KE€ CTBOPIOBATH Bi3yaJbHHUI ITyM Ta HE3HAYHO 301JbIIyE Yac reHepalii.
OnTuMalbHe 3HaYE€HHS BCTAHOBJICHO HA PiBHI 4 OKTaB, 10 BUKOPUCTOBYETHCS SIK
3HAaYEHHS 32 3aMOBUYYBAHHSIM Y cucTeMi. BidyanbHe npeCcTaBlIeHHS 3aJIeKHOCTI

(muB. puc. A.9 — A.11, nonatok A).

3.3. IlopiBHsILHUIT aHATI3 3 iCHYIOUMMH TiAX01aMH

JInst OLIHKM TlepeBar Ta HEAOJIKIB pO3pO0JIEHOI CHCTEMHU MPOLIEAYypPHOI
reHepaiii JgaHamadTiB OyJo NPOBENCHO TMOPIBHUIBHUM aHali3 3 JABOMa
0a30BUMU AJITOpUTMaMU 110 iMIIeMeHToBaH1 B cucteMi: Perlin fBm (fractional
Brownian motion) ta Diamond-Square. ExcnepumeHTanbHE TOCIHIIKEHHS
MIPOBOJIMJIOCS HAa OJHAaKOBUX KOHpirypamisx (MapSize = 512x512, LODStep =
2, Seed = 6231) nns 3a0e3nedeHHs] 00'€KTUBHOTO MOPIBHAHHS MPOAYKTUBHOCTI,
SAKOCT1 Bi3yasizallii, Ta XapaKTepUCTUK 3reHepoBaHOro penbedy. Koxen meton
TECTyBaBCS IM'ATh Pa3iB 3 YCEPEIHEHHSM pe3yJbTaTiB AJI1 MIHIMIi3alli BILUTUBY
BUIAIKOBHUX (DITyKTyarliil.

IopiBusinug 3 Perlin fBm. Meton Perlin fBm 6a3yetscst Ha kiiacuuHOMY
anroputmi mymy Perlin 3anponionoBanomy Kenom Ilepminum y 1983 pomi 3
3aCTOCYBaHHSM TexHikH fractional Brownian motion iy HakIaJaHHS MHOKHHU
OKTaB IIyMy 3 pI3HMMM YacTOTaMHM Ta aMmIUIiTyAamMu. B Hamii peamizamii
BUKOpUCTAaHO 4 OKTaBu 3 mapamerpamu lacunarity = 2.0 ta gain = 0.5 o
3a0e3mneuye MPUPOIHY MYJIBTUMACIITa0HY CTPYKTYpPY penbedy.
ExcnepumenTtansHi BuMipu nokaszanu o Perlin fBm renepye 6a3oBy BucoTHy
KapTy 3a 46 £ 3 Mc mo cranoButh Juiie 0.16% Big 3araapHOTO Yacy TeHeparii

cBiTy (27,895 mc). Merton neMOHCTpYe BIAMIHHY MNPOIYKTHUBHICTh 3aBSIKU
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aHaJITUYHIA Opupoi QYHKIIT IIyMy Ta BIICYTHOCTI HEOOX1HOCT1 iTeépaTUBHUX
00YHCIIEHB.

Opnak aHaii3 SIKOCTI 3r€HEPOBAHOTO PENLEPY BUSBUB CYTTEBI OOMEKEHHS
Perlin fBm. MeTon cTBOproe HaATO TIJIAAKI Ta OpraHiuyHi IOBEPXHI 3
HEJIOCTAaTHHOIO BaPIaTHUBHICTIO TeOMOP(]OIOTIYHUX CTPYKTYP (OI[iHKA SKOCTI 3.2
3 5.0). Po3moist BUCOT XapaKTepu3y€eThCsl CAMETPUYHUM T'ayCOBUM TIpodiaeM (1
= 0.5, o = 0.18) mo He BiAMOBimaEe MPUPOTHUM JaHAmMA(TaM /1€ HU3UHU Ta
npuOepeskHi 30HU 3aiMalOTh OLIBIIY TUIONLY. BiICyTHICTD BUpa)eHHUX T1PChKUX
XpeOTiB JIOJIMH Ta IHIIUX XapakKTepHUX (GopM penbedy poouth NanamapTh
MoHoTOHHUMH. JlogaTkoBo Perlin fBm He 3abe3neuye MexaHi3MIB KOHTPOJIIO
dbopmu cBITY (OCTpiB KOHTUHEHT apXximejar) Ta BUMarae CKJIaaHuX JT0AaTKOBHUX
TpaHchopMalliil 17151 JOCATHEHHS 0aXaHUX MaKPOCTPYKTYP.

IlopiBusinasns 3  Diamond-Square. Anroputm Diamond-Square
sanponioHoBanuii Fournier Fussell ta Carpenter y 1982 pomi npencraise
KJIACHYHUI METOJ] PEKYPCUBHOTO MOAUTY TUIOLIIMHY JJI reHepanli (ppakTaabHUX
MOBEPXOHb. MeETOa TMOYMHAE 3 YOTHPHOX KYTOBHX TOYOK Ta ITEPATHUBHO
3actocoBye diamond Ta square KpOKH 3 MOCIIIOBHUM 3MEHIICHHSIM aMILTITYI!
BUIIAJIKOBUX BIJAXUJIEHb WIO CTBOPIOE CaMOMOMAIOHI CTPYKTYpH Ha pI3HUX
Mmacirabax. Hamra peamizamis Diamond-Square renepye BUCOTHY KapTy 3a 52 Mc
o Ha 13% noBunbHIIIe 3a Perlin fBm depe3 HeoOxinHicTh BUkoHaHHS log2(N)
iTeparttiii 1e N — po3Mip CITKH.

KmrouoBa mnepeBara Diamond-Square mosnsrae y CTBOPEHHI OUIbII
BUpPAQXEHUX Ta APAMATHUYHUX TIPCbKUX YyTBOpeHb MopiBHsAHO 3 Perlin fBm
3aBASKU THIIIOMY XapakTepy GpakTtanbHOil cTpyKTypu. OgHAK METOJT IEMOHCTPYE
KPUTHUYHI HEJIOJIKHU [0 OOMEXYIOTh MOTO MpakTHU4HE 3acTocyBaHHs. [lo-miepie
BUSBJICHO MTpo0semMy apredakTiB BUpiBHIOBaHHS (alignment artifacts) ge Bugumi
JlaroHajibHI Ta BEPTUKAIBHI/TOPU3OHTANIBHI JIHIT 3'BISIOTBCS  4epe3
CUCTEMAaTUYHY CTPYKTYPY aJIrOPUTMy OCOOJIMBO TPU HEJOCTATHIM KIJIBKOCTI
iTepatiii (ouinka sikocti 2.8 3 5.0). [lo-npyre Meron BUMarae po3Mipy CiTKU y

dopmi 2" + 1 1o cTBOprOE OOMEXEHHS Ha KOHGITypallii Manu Ta YCKJIaIHIOE
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iHTerpamito 3 cucremamu LOD. Ilo-tpete Diamond-Square He Hagae
IHTYITUBHOTO KOHTPOJIO HaJl MAaKpOCTPYKTYpOIO JIaHAmAadTy Ta XapakTepom
penbedy 1m0 poOUTH CKIAAHUM CTBOPEHHS crhenudiyaux ¢opMm cBITy 0e3
JOIATKOBUX TpaHchopMalriii.

ABTOpCchbKMI(riopuanmii) meroa. Po3pobnenuii riopuanuii meron Gaea-
Style iHTerpye nepeBaru 000x 6a30BUX aJTOPUTMIB JOJAI0UYM JTOJATKOBI IIapu
MpOLEAYPHOI reHepaii Mo yCyBaroTh ixHI HeAodiKu. CUCTeMa BUKOPUCTOBYE
Perlin fBm sk 06a3y mis opraHiuHoi CTpyKTypw nodae ridge noise st
dbopmyBaHHS TipchbKUX XpeOTiB 3acTocoBye WorldShape Macku 111 KOHTPOJIIO
MakpohopmMu (OCTPiB/KOHTUHEHT) Ta IHTETPY€ NMOBHUN KOHBEEP MOCTOOPOOKH
BKJIIOYAIOYH TEPMaJIbHY Ta TiJIpaBiIiyHy €pO3ito TeHepallilo piyoK Ta KIIIMAaTHYHY
cucteMy 010MiB.

Yac reneparii 6a30Boi BucOoTHOI kaptu Gaea-Style ctanoButh 46 Mmc

(imertruno Perlin fBm) ockinbku MeTom 6a3yeThest Ha Tk caMiil PyHKINT HIyMy .
OpHak MOBHMII KOHBEEp 3 yciMa eTamamMu oO0poOku 3aiimae 27,895 Mc ne
kputnaHUM bottleneck Busieno nodynory memry (27,804 mc ab6o 99.67% uacy)
a He BIacHe reHepaiito penbedy. Etanu srnamkyBanns (5 mc) eposii (39 mc) Ta
piyok (0 mMc y naniii koHirypailii) pazom 3aiimMaroTh MeHuie 0.2% wyacy 1o
MATBEP/KYE X BUCOKY €(DEKTUBHICTD.
SAkicHa oIliHKa pO3pOOJIOHETO METOy MOKA3y€ CYTTEBY IepeBary Haj 0a30BUMU
Meroaami (4.5 3 5.0). Meroa renepye nanamad Ty 3 IPUPOJHUM aCUMETPUUHUM
po3mnoaiioM BucoT (| = 0.115 1o BianoBigae nepeBakaHHIO HU3UH) BUPA3HUMU
reoMopQOJIOTIYHUMHU  CTPYKTypaMu (AOJMHU XpeOTH IUIaTO0) BIACYTHICTIO
CUCTEMaTUYHUX apTe(dakTiB Ta pEaTiCTHYHUM po3mojiioM OiomiB. Cucrema
3abe3nedye 1HTYITUBHHM KOHTpoJib uepe3 mnapamerpu WorldShape (m'sth
pexumiB Bimovaroun Landmass Island Archipelago) MacroShapeStrength (Big
0.0 mo 1.0) Ta climate parameters 110 103BOJIsIE€ XYTOKHUKAM IBUJIKO TOCSATATH
OaxaHMX pe3ysbTaTiB 0e€3 TIMOOKOro pO3yMiHHS MAaTEMaTUYHUX OCHOB
aJITOPUTMIB.

[TopiBHsIBEHUY aHANI3 MIATBEPIKYE M0 Xoua 6a3oBi Mmeroau (Perlin fBm
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ta Diamond-Square) 3a6e3ne4yr0Th MIBUAKY T'€HEPaIlito MPOCTUX BUCOTHUX KapT
iXH1 OOMEXXEHHS Y SIKOCTI Bap1aTUBHOCTI Ta KOHTPOJI1 pOOJISATh X HEMPUIATHUMHU
JUTSL CTBOPEHHS PEATICTUYHHMX ITPOBHUX CBITIB 0€3 3HAYHUX JOJATKOBUX
noormpaiioBadb. Po3pobnenuit Gaea-Style Meron gocsirae  ONTUMAalbHOTO
Oalancy MK TNpoAyKTHBHICTIO (BiacHe reHeparis < 0.3% wdacy) SKiCTIO
Bi3yasi3allii Ta THYYKICTIO HaJalllTyBaHb IO POOWTH WOr0 MPUIATHUM IS
MPAKTUYHOTO 3aCTOCYBaHHS B pealbHUX ITPOBHX Npo€EKTax. BizyanbHe
MOPIBHSIHHA PE3yJIbTaTIB TPHOX METO/IIB MPEACTABICHO HA PUCYHKAX (IHMB. PHC.

A.12-A.14, nonatok A).

3.4. BizyaJjizauisi Ta cTATHCTHYHHMIA aHAJI3 pe3yJIbTaTIiB

J171s1 KOMITJIEKCHOT OLIIHKU PE3YJIbTaTIB pOOOTH CUCTEMH OYJI0 pO3pO0JICHO
Ha0lp IHCTPYMEHTIB Bi3yai3alli Ta CTAaTUCTUYHOIO aHami3y Ha ocHOB1 Python 3
BUKopucTanHsM 016mioTek NumPy, Matplotlib, pandas ta scipy. [HcTtpymenT
N03BOJISIIOTH ekcniopTyBaTH aHi 3 Unreal Engine y popmati CSV, 06pobsiTu ix
Ta r€HEepyBaTH PI3HOMaHITHI Tpadiky AJis aHaNi3y XapaKTEPUCTHK 3reHEPOBAHUX
naHamadTis.

Excnopr panux 3 Unreal Engine. B cucremy O0yno gomaHo
(GYHKIIOHATBHICTh €KCIIOPTY BUCOTHOI KapTH Ta CYMYTHIX JaHUX Yy TEKCTOBUMN
dopmar. Ilicma 3aBepieHHs TeHepallii cucrema 30epirae CSV  daiin 3
HACTYITHOIO CTPYKTYPOIO: KOXEH PSIOK MICTUTh KoopauHaty BepmuHu (X, Y,
7), nopmanizoBany Bucoty (HeightO1), Bonoricte (Moisture01), Temneparypy
(TemperatureO1) Ta inentudikarop 6iomy. s citku 512x512 3 LODStep = 2
pe3ynbTyrounii dain mictuth 66,049 psankiB ta 3aiimae mpubiuzHo 4.2 Mb.
ExcriopT Bukonyethest uepes crangapthi pynkiii Unreal Engine ays poGotu 3
¢aiinamu (FFileHelper::SaveStringToFile) 3 moxnuBicTio BUOOpY AMPEKTOPIi
30epeKCHHS.

AHani3 po3mnoainy BucOT. AHam3 po3noaiury BucoT. [icTorpama
HOpMasTizoBaHuX BUCOT (50 iHTEepBaiiB) [l TecToBoro Janamadty 512x512

(263,169 BepmmH) AEMOHCTPYE XapakTEPHUM AaCUMETPUYHUN PO3MOIIT 3
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ekcTpemMaibHuM mikoM y 30H1 0.0-0.1 (100,000+ BepiuH, 38% Teputopii) 110
BiJIMTOBi1a€ BOAHUM Oiomam Ta Hu3oBHHAM. Cepenne 3HadeHHs | = 0.115 3Hagn0
3MiIIEHE 70 HIKHIX BUCOT IO MiATBEPIKYE MPUPOIHICTH MOJEITIOBAHHS Ha
BIJIMIHY B1JI CHMETpUUYHOT0 po3mnoAity 6azoBoro Perlin Noise (u~= 0.5). Po3mosin
JEMOHCTPY€ E€KCIOHEHIIaIbHHUI CIajJ YacTOTH 3 BHUCOTOIO HAOIIMKAIOUUCh 0
CTENEHEBOT0 3aKOHY o ~ -1.8 1 BUcoT > 0.1 110 y3romaxyeThes 3 GpakTaabHOIO
MPUPOJOI0 TpupogHOTo penbedy. Obuncnena entpomiss H = 4.82 6ir
MIATBEPKY€E€ BHUCOKY pI3HOMAaHITHICTh 0e3 HaaMipHOi xaoTuyHocTi. Jlns
HATJIATHOCTI 111 1aHi 300paxeHo Ha rpadiky (auB. puc. A.15, nogaTok A).

Kapra naxwmaiB (Slope Map). I'pagieHT BUCOT OOYHCIEHO uepe3
nenTpanbHi pisaui: slope(i,j) = V[(Ax h)? + (Ay h)?] / (2 x CellSize). Teriosa
Kapta 3 rpagieHToM Bij dopHoro (slope = 0.00) mo xostoro (slope = 0.08)
JEMOHCTPY€E NepeBakaHHs PIBHUHHUX JUITHOK. CTaTUCTHYHUNA aHAIII3 TOKA3aB:
70% Tteputopii mae Haxua < 0.02 (piBHuHN), 25% — Haxui 0.02-0.06 (maropOu
Ta cxwin), 5% — Haxun > 0.06 (kpyTi AisiHkM). Makcumansauit rpajient 0.08
BIANOBIIae KyTy = 4.6° moO MIATBEPIKY€ BIACYTHICTh HAIMIPHO KPYTHUX
apredakTiB Mmicig 3actocyBaHHs eposii. [lopiBHsSHO 3 0a3oBUMH MeTOAaMu
pPO3pO0OJICHUI MiAXiA J0CATa€ ONTUMAIBLHOIO OajlaHCy MiX TUIABHICTIO Ta
BapiaTUBHICTIO penbedy. ['padiune 300pakeHHs MpeICTaIeHO HAa PUCYHKY (IHB.
puc. A.16 , momarok A).

TpuBumipna Bidyajizaunisi tepeiiny. BuxopucroBytoun matplotlib 3
npoekiieto '3d'  (Axes3D), Oyno CTBOpEHO I1HTEPAKTUBHY TPUBUMIPHY
Bi3yasizailito 3renepoBanoro janmamadty. KoxxHa BepmmHa BigoOpaxkaeTbes 3
KOJILOPOM, IO BIJMOBIZA€ ii BUCOTI Yepe3 KOJbOPOBY cxemy 'terrain' (cuHi
BIITIHKY JUIS HU3HWH, 3€JICHI U1 PIBHUH, KOPHYHEBI JJIs maropOiB, Oum auis
BepuinH). JlogaTkoBo 3actocoBaHo mmTyuHe ocBiTieHHs (LightSource) ms
MOKpAIIeHHS COpUMHATTS penbedy. Bizyamizamis m03BoJis€ 1HTEPAKTUBHO
obOepTatu Ta MacmTabyBaT MOAEIH JUTSI A€TaILHOTO OTJIS Y . JJ1sl BEIMKHX CITOK

(512x512) 3actocoByeThes miiBHOiIpKa KOXHOI 8-1 BepmmHu (downsampling)
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JU1s 3a0€e3nedYeHHs IJIaBHOT poOoTH Bizyasizallli. TpuBuMipHa Bidyaizailis (JIuB.

puc. A.17, nogatok A).

BuCHOBKM /10 TPETHOI0 PO3aiTy

Y pe3ynbrari TPOBEACHHX EKCHEPUMEHTAIbHHUX JIOCIITKEHb OYJ0
KOMIUJIEKCHO OILIIHEHO €(QEeKTUBHICTh PO3POOJIEHOT CHUCTEMHU MPOLEAYPHOI
rerepanii nanamadty. BcTaHOBIEHO ONTUMaNbHI 3HAYEHHS MapameTpiB Jis
pI3HUX cleHapiiB BukopuctaHHs: ans high-end cuctem pexomMeHIyeTbCS
MapSize = 512-1024 3 LODStep = 1-2, s cepennix koHpirypariiii — MapSize
= 256-512 3 LODStep = 2-4, niis MoOUTEHUX MpUCTpoiB — MapSize = 128-256 3
LODStep = 4-8. ExcniepuMeHTal bHO MiATBEpKEeHO, mo 10 irepariii eposii
3a0€3Meuy0Th ONTUMAIBLHUN OaJlaHC MIXK SKICTIO Ta MIPOYKTUBHICTIO.

[TopiBHSIBHUI aHAI3 3 ICHYIOUUMH T1X0/IaMH TIOKa3aB, 110 Po3poliieHa
cucteMa 3a0e3neuye Kpammii 0ajmaHc MK npoaykTuBHICTIO (1,240 Mc mpoTu
8,500 mc s Wave Function Collapse ta 15,000+ mc qist GAN-meTo1iB) Ta
AKICTIO Bizyamizauii (ominka 4.5 3 5). Kimacuunuii Perlin Noise € mBuammm (380
MC), ajie CTBOPIOE HAITO Tajki moBepxHi (ominka 3.2). Lle aemoHCTpye, 110
KOMOIHOBaHMW  MiAXIA 3  NOCT-0OpOOKOIO  BUMPABAOBYE  JTOJATKOBI
00YHMCITIOBANIbHI BUTPATH 3HAYHUM MTOKPAIICHHSIM PEaliCTUYHOCTI.

Po3po6enHi 1HCTpyMEHTH Bi3yauti3allii Ta CTATUCTUYHOIO aHaji3y Ha 0as3i
Python 103BOJIITOTE 00'€KTUBHO OIIIHIOBATH pE3YyJIbTaTH TeHepallii uepes
KUTbKICHI METPUKH (PO3MOJIITT BUCOT, CHTPOIIS, TPAJIEHTH) Ta SKICHUN aHAaII3
(tremoBi kaptu, 3D Bizyamizaiisi). CTaTUCTUYHUI aHaNi3 MiATBEPAUB BUCOKY
PI3HOMAaHITHICTh 3TeHepoBaHux JaHamadriB (entpomiss H = 4.82 6iT) Ta
npupoaauit po3noais 6iomis (iHaekce [lennona H = 1.89). [TopiBHsiibHMIT aHAMI3
M1 MeTofamu yepe3 box plot rpadiku J03BOIMB BUSIBUTH CTATUCTUYHO 3HAUYIII

BIIMIHHOCTI y NMPOJTyKTUBHOCTI Ta SIKOCTI.



37

BUCHOBKHA
VY pesynbTaTi poOOTH PO3POOJEHO Ta EKCIEPUMEHTAIbHO TMEPEBIPEHO

CUCTEMY TIPOIEIYPHOI TeHepallli irpoBux JaHAMA(TIB HA OCHOBI TIOPUIHUX
QITOPUTMIB IO MOEAHYIOTH (PpakTambHUM IIyM 3 (PI3UYHO OOTPYHTOBAHOIO
noctoOpoOkoro. PoboTa 0XOIUIIOE TOBHMM MUK Bl TEOPETHYHOTO
OOTpyHTYBaHHsSI Ta MaTeMaTHYHOI (opMmanmizaiii A0 MpakTHYHOI peami3amii Ta
KOMILJIEKCHOT'O EKCIIEPUMEHTAIBLHOTO JOCIIKEHHS €(eKTUBHOCTI
PO3pO0JICHOTO MiAXOTY.

[IpoBeneHo aHami3 OCHOBHMX IMIAXOJIB [0 MPOLEAYPHOI TreHeparlii
naHamadTIiB, AKUN MOKa3aB OOMEXEHHs TPaIUIIHHUX METOAiB. BcTaHoBiEHO,
mo amroputmu Perlin fBm Tta Diamond-Square ¢opmyroTs cumeTpuyHui
PO3MOJI BUCOT 13 MareMaTUYHUM CHOJIBaHHAM W = 0.5, 1m0 HE BIANOBIIAE
IPUPOTHUM TeOMOP(OIOTIUHUM CTPYKTYpaM, 1€ JOMIHYIOTh HU30BUHU. Camy
TOMY , OYyJIO 3aIIPONIOHOBAHHO ABTOMPCHKUI METO/I, SIKUI MOETHYIO€ CTOXACTUYH1
METOIM 3 JETEPMIHICTUYHUMHU MOJIETSIMUA €po3il JJii OTPUMAaHHS OUIbII
MPUPOIHOI BapIaTUBHOCTI peNbeQdYy.

CrpoeKTOBaHO Ta peai3oBaHo cuctemy reHeparii B Unreal Engine 4.27 3
BUKOPUCTAaHHSAM KOMIIOHEHTHOI apxiTektypu Ha MoBi C++. Pospobieno
riopunay mozaens Gaea-Style mo interpye 6azoswuii map Perlin fBm (4 okraBn)
3 0JAaTKOBMM mapom ridge noise (macmrtad X2.5) mans ¢hopMyBaHHS TiPChKUX
xpeoTiB, m'arte pexumis WorldShape wmacox (None, Landmass, Island,
Archipelago, Continents) mis KOHTposit0 MakpohOpMH, Ta IMOBHUH KOHBEEP
OCTOOPOOKM dYepe3 TepMallbHYy €po3il0, TIAPaBIIYHY €po3il0 Ta TEeHEpallilo
piukoBux cucteMm. [lopiBHANBHUN aHami3 MIATBEPAUB IepeBary TiOpHUIHOTO
METO/Y 3a KpUTEPisiMHU SKOCTI Bizyanizallii (4.5 3 5.0) Ta npupoAHOCTI PO3IMOALTY
Bucort (u = 0.115).

Pesynbpratu gociipkeHHS ITEMOHCTPYIOTh, IO MPOIeIypHa TeHeparlis 3
(b13U9HOI0 TTOCTOOPOOKOIO € MPOTPECUBHUM Ta MEPCHEKTUBHUM ITIIXOJIOM JIsI
CTBOPEHHS peasliCTUYHMX JaHAAPTIB y CydaCHUX BiJ€OIrpax, HE3BaKaloyu Ha
BUSIBJICHY JUCHPOTOPIII0 OOYUCIIOBAIBHUX BHUTpaAT. EKCIepUMeHTaIbHO

BCTAHOBJIEHO, 110 111 KOHbIrypartii 512x512 BepmuH no0ya0Ba TPUBUMIPHOTO
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merry yepe3 ProceduralMeshComponent 3aiimae 27,804 mc (99.67% 3aranbHoro
yacy) npu He3HauHux BuTpaTtax 90 mc (0.3%) Ha BIacHE aJirOpUTMHU TeHEpaIlii
penpedy. Ile Bkazye Ha KpUTHYHY HEOOXITHICTH ONMTHUMI3AIlli TE€OMETPUIHHUX
orieparlii BKJIOYAIOYM ACHHXPOHHE KOIIOBaHHS BepmMHHUX aaHux y GPU
nam'siTh Ta BipoBakeHHs anantuBHUX cucteM Level of Detail mist npakruaroro
3aCTOCYBaHHA y pealbHOMY Yacl.

KnrouoBa mepeBara migxomy mossirae y (GyHIaMEHTalIbHO 1HIIIHN
napajgurMi CTBOPEHHS KOHTEHTY: 3aMICTh PYYHOTO MOJETIOBAHHSA KOXXHOTO
eleMeHTa JaHAmadTy XyJOKHHKaMHU, [0 BHMAarae MicsiiB poOOTH st
MacIITaOHUX CBITIB, PO3POOHMK BHU3HAYaA€ JIMIIE MaTEeMaTUYHI MapaMeTpu
reHepamii uepes iHtepdeiic Blueprint, a cucremMa aBTOHOMHO CTBOPIOE
BapiaTUBHI JaHAmapT 3 NOpUpoAHO reomopdororiero. Ile BiakpuBae
MO>KJIMBOCTI JIJIsl CTBOPEHHS MPOLIETYPHUX CBITIB 110 JEMOHCTPYIOTh IPUPOJIHY
BapiaTUBHICTHL OIOMIB Ha OCHOBI BHCOTH Ta KJIIMAaTUYHUX 30H Ta
MacIITabOBaHICTh BiJl HEBEJIMKUX OCTPIBHUX JIOKAI(IN JO KOHTUHEHTAIBHUX Marl.

[lepcriekTrBY MOAANBIINX JOCTIIKEHb BKIIOYaloTh mepexin a0 GPU-
based mapanemnizamii oOuuCIIeHb A1 MPUCKOPEHHS T'eHepallii y JAeCATKHA pasiB,
BOpOBa/DKeHHsT aganTuBHUX cucteM LOD 3 nmunamivaum tessellation s
onTUMi3allii TPOJYKTUBHOCTI, 3aCTOCYBAaHHS MAIIMHHOTO HaBYaHHS IS
ABTOMATHUYHOTO  PO3MIIIEHHS  POCIMHHOCTI Ta  CTPYKTyp 3TIOHO 3
reoMop(OJIOTTYHUM KOHTEKCTOM, Ta IHTErpalit0 CUCTEM MPOLEAYPHOI reHepariii
nedyep 3 BUKOpUCTaHHsSM 3D miymy Ta KIITHHHUX aBTOMATIiB. 3 OISy Ha
MIBUAKUI PO3BUTOK 00UMCITIOBAIBHIUX MOTYkHOCTe GPU Ta 3pocTaHHs MONUTY
Ha MaciTaOHI BIJKPUTI CBITH Y KOMEPUIMHHUX irpax, HaHOIMKYE MECATUIITTS
MO>K€ CTaTH MEPEJIOMHUM JIJIsl MaCOBOTO BIPOBAIXKEHHS MPOLEAYPHOI reHeparii

SIK OCHOBHOT'O IHCTPYMEHTY CTBOPEHHS iIrpOBOTO KOHTEHTY.
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JOJATKH
JHonatok A — 300pakeHHsI Ta CXeMH

Puc. A.2 — [1pubmm3nauit Burisa mymy [lepina.
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Puc. A.3 — UML - giarpama mociiioBHOCTI poOOTH reHeparopa.
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Puc. A.4 — rictorpama BIUIMBY PO3MIPY CITKH.



Puc. A.6 — renepanuis npu LOD = 2
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Puc. A.8 — renepanuis npu LOD = 8
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Puc. A.11 — renepariist npu BOCbMHUX OKTaBax
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Puc. A.12 — renepariisa nanamadTy po3poOIeHUM METOOM.

Puc. A.13 — renepanis nanamadty metogom Perlin fBm

Puc. A.14 — renepanis manamadty metogom Diamond-Square
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Puc. A.17 — tpuBimipHuii rpadik CreHepoBaHOTo JaHaAmadTy
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Honaroxk b — Tabamumi
Ta6muig b.1 — IopiBHsJIBHA XapaKTEpPUCTUKA METOJIIB reHepartli
Meron | Ilpunuun | IlepeBarn Henonikn | Ilponyktne | Konrpoaso | CyuacHe
podoTu HicTh aHicTh 3aCTOCYB
aHHsA
Perlin / I'pagientn | [InaBHICTB, CXWIBHICTH Bucoka Bucoka UES5,
Simplex iTa JIETeEPMiHOBA b1 (0] O(NxM) (macrra0, Unity,
Noise 3riIapKeHi HICTB, apredaxTiB CPU: 0.3- seed) Minecraft
LIYMOBI LIBUIKICTh | TPH BETHKHX 0.5 cex [lepenbauysa
byHKLiT Macitabax Ha
Fraction | KomGinarti Peaxizm Burparsicts Bucoxka Hyxe Bucoka | UES
al s myMiB | jganamadTis, | obumcienb | O(NXMxK) (octaves, Landmass
Brownia | pi3Hux NPUPOTHA npu CPU: 0.8- lacunarity, , Gaea,
n 4acToT (pakTanbHic GaraTbox 1.5 cex persistence) | GPU
Motion (okTaB) Th OKTaBax IoBHuit erosion
(FBM) KOHTPOJIb tools
Diamon | PekypcuB | IllBuakicth, | OOMexeHa Bucoxka Cepenns Knacuuni
d- HE bpakTagbHi | KOHTPOJIHOBA O(N?) (TinbKH terrain
Square TTCHHS CTPYKTYpHU HICTb, CPU: 0.3- roughness) | generators
KBa/IpaTiB apredakTu 0.8 cex Baxxko , legacy
3 Ha Kpasx KepyBaTu
BHIIAJIKOB dhopmamu
UM
[IyMOM
Ridged IuBepcis | Peamictuuni ITotpebye Bucoxka Bucoxka Gaea,
Multifra | mrymy mis ripchKi komOinyBanH | O(NxMxK) (sxk FBM + | World
ctal TOCTpUX | XpeOTH, pi3ki | s 3 IHIIUMU CPU: 0.8- ridge Machine,
MIKiB: repernaan METOJIaMHU 1.5 cex nmapaMeTpu) | TipchKi
ridge=1- Toune CHUCTEMH
|Perlin| (dopMyBaHHS
rip
Mapxkos | Mmogipuic | Kontpomsos | ObMmexerHs Cepenns Husbka Dungeon
CBKi Hi aHa aokasHOIO | O(NXMXS) (Matpursa TeHepaTop
Mozael MEPEXOJId | BHITAJKOBICT am'saTTIo, CPU: 1-3 MIEPEXO/IiB) H,
MIK b, CTOXaCTHYHA CeK Baxxko npoueayp
CTaHaMH HOCIIIOBHI pupo/Ia repen0adynuTH | Hi KBECTH
CTPYKTYpHU pe3yabTat
Knitunn | JlokanbHi Opranivsi Barato Huzbka Cepennsa Terraria
i npaBmiIa bopmu, iTepartii, O(NxMxi) (mpaBuia HeYepH,
aBTOMAT | TIEPEXOiB MIPUPOTHI oOMexeHa CPU: 2-5 nepexoxiB) | Dwarf
u MiX nedepy Ta | pi3HOMaHITHI ceK JlokanpHa Fortress
CTaHaMH nabipuHTH CTh JIorika
KITI THHOK
I'padosi | Bepmman | T'HyukicTbh He renepye Cepennsa Hyxe Bucoka | A*
METOJU | Ta 3B'SI3KW | TOIOJIOTII, neTani O(NxL) (cTpykTypa | HaBirars,
MK HUMH SIBHUH pensedy, CPU: 0.5-2 rpaga) PLG
(rpadm, KOHTPOJIb notpiOHe CceK SIBHUI graphs,
JiepeBa) CTPYKTYpH | KOMOIHYBaHH KOHTPOITh piyKH,
a1 [IISIX1B JIOpPOTH
Wave ObmexyB | 30epexeHHs Moxe Cepennsa Bucoxka 3D WFC,
Functio aNbHI crumictuky, | 3actpsratuy | O(NxMxc) (mpaBuna Bad
n npaBWiia | y3TOJDKCHICT | KOH(IIKTaX, CPU: 1-4 cymicuocti) | North,
Collapse | cymicHocT | b marepHiB notpibeH ceK Crporuii poueayp
1 cycimHix backtracking KOHTPOJIb Hi OyniBii
TainiB CTHJIIO




51

\Voronoi TTomin IIpupomni IToTpebye Cepenns Cepenns Kaptu
Diagram | mpoctopy perioHwu, noctoopobku | O(N log N) | (posramryBanH | cTparteri,
S Ha Oiomu, I CPU: 0.5-1 sL TOYOK) perioHanb
perioHu 3a OCTPOBH TJIaBHOCTI ceK KonTtpoms Hi OiomMu
HaWOIPKY TIepeXoIiB perioHiB
010

TOYKOIO
GAN HaBuanns Bucoxka He rapanrye Hyxe Hyxe am3pka | Al-
(Generat gyepes BapiaTHUBHICT | MOBTOPIOBAH HU3bKA (aopHa assisted
ive 3MaraHHs b, OCTi, o(? CKPUHBKA) tools,
Adversa | generator | ¢oropeaict oTpiOHa GPU: 10-60 Baxko reHepariis
rial Vs HYHI GPU CeK KepyBaTu TEKCTYp
Network | discrimina | pesyibratu
S) tor
Diffusio | IToctymoB | Hanmsucoka Hyxe Hyxe Husbka Stable
n e SKICTb, [OBIJIBHO, HU3bKA (uepe3 Diffusion
Models | 3menmenH | ¢oropeanizm noTpioHa O(?) HPOMIITH) JUISt

S IIyMy GPU. GPU: 30- | Hemepenbauy | terrain, Al

Jepes 120 cex BaHi getanmi | generation
HaBUYEHY

MOJEIb




