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VY cyuacHiil 1HIyCTpii po3pOOKH IHTEPAKTUBHUX JOJIATKIB, CUMYJISTOPIB
Ta B1JIEOITOpP CHOCTEPIraeThCs CTIMKA TEHICHINS O BUKOPUCTAHHS BIpTyaJIbHUX
CBITIB BENMKHX MaciuTabiB. PydHe CTBOpeHHs JAeTanmi3oBaHUX JaHAMIa(TiB
BUMAarae KoJocaJIbHUX BUTPAT Yacy Ta JIIOACHKUX pecypciB. Tpaauiiiini MmeToau
MOJICJIIOBAHHSI CTAIOTh "BY3bKUM MicIleM" y BUPOOHUYOMY IMKJI PO3POOKH
KOHTEHTY. BuHHKa€e HeOOX1HICTh aBTOMATH3AIli IIHOTO IPOIIECY 3a JOMIOMOT OO
MPOLIeTypHOI TeHepallii.

['onoBHUM 3aBIaHHAM JIOCHI[PKEHHA € MpOorpaMHa peamsanis Ta
3aCTOCYBaHHSA QITOPUTMIB  MPOUEAYPHOI TeHepalii s JAUHAMIYHOIO
dbopmyBaHHs TeoMeTpii BIpTyalibHOTO TIpocTopy. [Iporec po3podbku nependayvae
CTBOpEHHsI 0a30B0i 3D-reoMeTpii Ha OCHOBI MareMaTHUYHUX (DYHKIN HmIymy, a
TaKOX MPOEKTYBaHHS CIEI1ali30BAHUX MaTepiaiiB, AKi JUHAMIYHO pearyloTh Ha
TonorpadiyHi XapaKTepUCTUKH 3reHEPOBAaHO1 MOJIITOHAIBHOI CITKH.

[Iporpamua cucremMa OyAyeTbcsli 3a  KOMIIOHEHTHO-OPIEHTOBAHOIO
apxiTektyporo B cepenoBuill Unity. Bona cknagaetbcs 3 JAEKUIBKOX
HE3AJIEKHUX MOJIYNIB, IO B3aEMOJIIOTH MIXK COOOK JJisi TMEpPETBOPEHHS
MaTeMaTuyHuX (opMmyn y BizyanbHUN 00°€kT. CTpyKTypHa CXeMa CHCTEMH
MpeAcTaBiieHa Ha puc. 1.
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+ GeneratePerlinNoise(config: (GenerationConfig) Operations Operations
+floaf] + BuildMesh(heightiap: iat(]) + ApplyMateral(mesh: IMeshData)
: MeshData + Render()

Interfaces
Interfaces Interfaces Interfaces

requires: |GenerationConfig requires: [HeightMap
provides: [HeightMap provides: IMeshData

=

provides: |GenerationConfig requires: [MeshData

Pucynoxk 1 — CTpykTypHa cXema CUCTeMH MPOIEyPHOT TeHepaltii
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1. Moayns kouirypamii (Configurationmodule): 30upae Ta Bamiaye
napaMeTpu reHepariii, Takl sK: MaciTad, aMIUIiTy/a, 4acToTa, riodaipHul seed,;
nepeae mepeBipeHi JaHi 10 MOAYJIs TeHepallii mymy.

2. Moayns renepanii mymy (Noisegenerationmodule): peainizye
MaTeMaTHYHUN anroputM Irymy [lepiiHa; mpoBOAWTH 1TEpaTUBHI OOYHCICHHS
I KO’KHOT OKTaBHU, 3MIHIOIOUH aMIUTITYAy Ta 4acTOTY; MOBEPTA€E IBOBUMIPHHIA
MacuB 3HaueHb BUCOT (float[,]).

3. Moayns mnoOynoBu reometpii (Meshbuildermodule): mpuiimae
JIBOBUMIPHY KapTy BHCOT; BHUKOHY€ TpPIAHTYJSAIII0, TOOTO TE€HEpPYE MAaCHUB
BepmnH (Vector3[]), oOuuciioe iHAekcHu TpukyTHUKIB (int[]) Ta reHepye UV-
po3roptky (Vector2[]); aBTOMaTHMYHO MepepaxoBy€e HOpMaJi s 3a0e3meueHHs
KOPEKTHOTO OCBITJICHHS TIOJIITOHIB.

4. Mopayns 3ariHeHHs Ta Bizyamizamii (Shading&renderingmodule):
npuB's3ye 3reHepoBaHuil mesh 10 irpoBoro o0'ekTa; 3aCTOCOBYE KaCTOMHHIA
MaTepiai, SIKUi JUHAMIYHO 3MIIIY€E Pi3HI TEKCTypU (HAMPHUKIAJ, MICOK, TpaBa,
KaMiHb, CHIT) 3aJIC)KHO B1J JIOKQJIBHOI BUCOTH KOXKHOI BEPIIMHU 200 TI100aTbHOT
HOpPMaJIl MOJIIrOHA.

OnHuM 13 HaBaXJIMBIIIMX ACMEKTIB poOOTH € po3poO0Ka KaCTOMHOIO
meinepa. CTanapTHI CUCTEMHU TEKCTYPYBaHHS HE TMIAXOAATh AJIA MPOLEAYPHUX
naHAmadTIB, OCKIJIBKA HE MOXYTh aBTOMATHYHO BU3HAYATH TUITHA MMOKPUTTS TSI
M1JIbHOHIB TIOJIITOHIB.

Po3pobnenuii melaep BUKOPUCTOBYE AaHl Mpo BHUCOTY (Y-KOOpAMHATA)
Ta HaXWJ MOBEPXHI (CKaTApHUM JOOYTOK HOpMaJIl BEPIIUHU Ta BEKTOpa Bropy).
Lle m03BOJsIE aBTOMATUYHO HAKJIAJATU TEKCTYPY TPAaBU HAa PIBHUHU, KaMIHHS -
Ha CTpPIMKI CXWJIM, & CHII Ha BepwMHU rip. Jnsd yHUKHEHHS eQdeKTy
pO3TATYBaHHS TEKCTYp Ha KPYTHX CXWJIAX 3aCTOCOBYETHhCS  TEXHIKA
Tpuruianapuoro mamyBanHs (TriplanarMapping), sika NpPOEKTye TEKCTypy 3
TPbOX OCEU OJTHOYACHO.

BripoBaykeHHST OMUCAHOI CHCTEMH J103BOJISIE aBTOMATHU3YBAaTH CTBOPEHHS
MPUPOIHUX JTAHAMADTIB, 3SMEHIITYIOUN HaBaHTAXKCHHS HA XYJIO0XHUKIB. 3aBISKH
MEPEHECEHHI0 YacTuHU oOuucienb Ha rpadiunuii npouecop (GPU) uepes
KaCTOMHI IIEHepH, JOCITaeThCsS BUCOKA KaJIpoBa 4YacTOTa HaBITh MPU BUCOKIM
netam3aiii o0'ekTiB.IlepciekTHBY TOMANBIINX AOCHIHKEHb TMOJSTalOTh B
1HTerpaiii aaropuTMIB TiAPaBIIYHOI €po3ii, 10 J03BOJUTH IMITYBAaTH BILIWB
BOJM Ha penbed), CTBOPIOIOYM 1€ OLIBII peaiCTUYHI BIPTYalibHI CBITH.
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