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AHOTAILIIS

[Moropinuit JI.C. Po3poOka anroputMmy mporierypHoi reHepailii TpuBUMIpHHUX
ganamadTiB y cepenonuii Unity.

Kpanidikamiitna pobora Ha 3400yTTS OCBITHBROTO CTYIIEHS Marictp 3a
cnemianpHicTI0O 122 «Komm’toTepHi Haykn». — YHIBEpCUTET MHUTHOI CIpaBH Ta
dbinancis, [uinpo, 2025.

OO6’eKkTOM JOCTIKEHHSI € TpoleC MPOILETypHOI TeHepallii TPUBHUMIPHUX
nasamadTis.

[Ipenmerom pochimxeHHss € meroau 3D-peHaepuHry Ta mOpoueaypHOI
reHepailii TEKCTyp i3 3actocyBanHsaM anroputmy Marching Cubes.

Meta poboTr — po3poOka Ta mporpaMHa peanizamis aixropurMmy Marching
Cubes myst mporieiypHOi TeHepaltii TpuBUMIpHUX JTaHAmadTIB y cepenopuit Unity.

Po6ora BKiItO4a€e aHaii3 METO/I1B MPOLIEAYPHOI FreHepallii JaHAIa(TIB, TAKUX
SIK KapTH BUCOT, IpperyJIsIpHi CITKH, TaiaoBi cuctemu, aroputMu Marching Cubes
ta Marching Tetrahedra. O6rpynToBano Bubip anropurmy Marching Cubes 3aBasiku
1oro e)eKTUBHOCTI Ta BUCOKIH AeTanizauii. [IpoBeneHo orsia nporpaMHux 3aco0iB
s peamizamii, cepen skux Autodesk Maya, Three.js ta Unity, 3 momambiiamm
BuOOopom Unity sik HalO1IBII MPUIATHOTO CEPEOBHIIA JIJIS peati3allii alropuTMy.
VY xoa1 po6otu 0y10 po3po0IEHO AITOPUTM MPOILIETYPHOT reHepallii, MpOTeCTOBAHO
Horo eQeKTUBHICT, Ta BIAMNOBIAHICTE BHUMOTaM [0 PEAJTICTUYHOCTI Ta
IMPOJYKTUBHOCTI B IHTEpAaKTUBHUX 3D-crieHax.

KirouoBi cnoBa: mpouenypna renepaitis, Marching Cubes, Unity, 3D-

nanAmadTH, KoMn'totepHa rpadika, BokcenbHa rpagika.



ABSTRACT

Pohorilyi D. Development of an Algorithm for Procedural Generation of 3D
Landscapes in Unity

This project for obtaining a master's degree in speciality 122 "Computer
Science." - University of Customs and Finance, Dnipro, 2025.

The object of the study is the process of procedural generation of three-
dimensional landscapes.

The subject of the study is the methods of procedural generation of landscapes
using the Marching Cubes algorithm in the Unity environment.

The purpose of the work is to develop an algorithm for the procedural
generation of landscapes to create realistic three-dimensional scenes in the Unity
environment.

The work includes the study of procedural generation methods, including
height maps, irregular grids, tile-based systems, as well as the Marching Cubes and
Marching Tetrahedra algorithms. The choice of Unity as the primary development
platform is justified by its extensive support for voxel data processing and C#
scripting. During the research, the Marching Cubes algorithm was implemented,
enabling the automated creation of large and realistic landscapes for video games
and simulation environments. The algorithm was tested for performance, detail, and
rendering stability.

Keywords: procedural generation, Marching Cubes, Unity, 3D landscapes,

voxel graphics, computer graphics.
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BCTVII

P0o3BUTOK CyyacHMX KOMM'IOTEPHUX TEXHOJIOTIM CyTTEBO BIUIMHYB Ha
CTBOPEHHSI TPUBUMIPHUX TpadiyHUX MOJENEH, 30KpeMa MpoLeaypHOI TeHeparii
naHama@TiB, sSKa IIUPOKO BUKOPUCTOBYETHCA y  Bijcoirpax, adimariii,
CUMYJISIIIIHUX CEpeOBUINAX Ta apXiTeKTypHi# Bizyamizaii. [IpouenypHui metoau
CTBOpPEHHS JaHAmAadTIB CTalyd HEBIJ €EMHOI0 YaCTUHOK 1HAYCTpii IUdPOBUX
TEXHOJIOT1H 3aBISKH CBOIM 37JaTHOCTI aBTOMATUYHO CTBOPIOBATH CKJIAHI Bi3yabH1
CIICHU 3 BUCOKHM PIBHEM JIeTalli3arlii.

[Iponienypra renepartiss jJaHamadTiB — 1€ AITOPUTMIYHMM MAXIT JO
CTBOPCHHSI TPUBUMIPHUX TIOBEPXOHH 3a JOIMOMOTOI0 MAaTeMaTHUYHUX METOJIB.
3pocTaHHs ckiIaaHocTi 3D-cieH, 0co0MMBO y BEIMKUX BIIKPUTHUX CBITaX BiIE€OIrOp,
3YMOBJIIO€ TIJBUIIEHI BUMOTH IO IIBHJKOCTI OOpOOKH, SIKOCTI 300pa’K€HHS Ta
KOHTPOJIIO HaJ mapameTpaMu reHepaiiii. OJHUM 13 KIIOYOBUX QJITOPUTMIB, SKUN
JIO3BOJISIE IOCSATTH PEATICTUYHOCTI Ta AeTaiizaillii, € anroputM Marching Cubes.

Marching Cubes € MeTOZ10M CTBOPEHHSI MOJITOHATBHUX TOBEPXOHb HA OCHOBI
BOKCEJIBHHUX JaHHUX, IO JO3BOJISIE 3 BHCOKOIO TOYHICTIO MOJEIIOBATH CKJIATHI
MOBEPXHIi, Taki K penbedu naHamadTiB, medepu ab0 OpraHiyHI CTPYKTYpPH.
AJNTOPUTM OTpUMaB WIUPOKY HOMYJSIPHICTH y cepax irpoBoi IHIYCTPii, MEAUYHOT
Bi3yaJizarii Ta HAyKOBHUX CHUMYJIAIIN 3aBASKH 3IaTHOCTI MPAIFOBAaTH 3 BEIUKUMU
o0OcaraMu JaHUX Ta 30epiraT BUCOKUH PiBEHb MPOTyKTUBHOCTI.

Hocnimkenns anroputmy Marching Cubes € akTyanbHUM Yepe3 OTpedy y
CTBOpEHHI e(eKTUBHUX METOMAIB reHepaiii 3D-mannmadTiB AJi1 BUKOPUCTAHHS Y
BIPTyaJIbHUX CEPEAOBHILAX, /1€ BAXIIUBUM € OaJlaHC MK PEaTiCTUYHICTIO CLEHHU Ta
MPOYKTUBHICTIO 0OPOOKH.

Mema oocniosicenns — yAOCKOHAJIGHHS TIPOLICTYPHOI TeHepallli TPUBUMIPHUX
nanamadriB y cepenoBuili Unity nuiixom po3poOKH Ta MPOTpaMHOI peami3arii
anroputmy Marching Cubes.

I[JI?I JOCATHCHHA MCTH IIOCTAaBJICHO TaKl 3aBJaHHA:
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1. IlpoBecTr aHaMI3 HAYKOBUX JIKEPEI 010 METOIiB MPOIIETyPHOI TeHepartii
naHamagTiB.

2. Jocminutu anroputmu Marching Cubes ta Marching Tetrahedra.

3. BuzHauntu Kputepii BHOOPY ONTUMAIBLHOTO aJITOPUTMY JUIS TeHeparlii
TPUBHUMIPHUX JIAaHAIIA(TIB.

4. PeamizyBatu anroput™ Marching Cubes y cepenopumi Unity.

5. IlpoBecTn TecTyBaHHsS pO3pOOJEHOTO AJTOPUTMY HJisi OIIHKA HOTO
e(heKTUBHOCTI Ta PEaJICTUYHOCTI pe3yJIbTATIB.

06 ’ekmom OocnioxcenHss € TIPOIEC MPOIEAYPHOI TeHEeparii TPUBUMIPHHUX
naHamadTiB.

llpeomemom Oocnioscennss — meroau 3D-peHpepuHry Ta mpouexypHOI
reHeparlii TeKCTyp.

[IpakTuuHe 3HAYEHHS OTPUMAHUX PE3YyJbTATIB IMOJISITA€ Y CTBOPEHHI
QITOPUTMY TPOILEAYPHOI TeHepalli, SIKuid Moke OyTH BHUKOPHUCTAHHUU y po3poOi
BIJICOITOP, CUMYJISITOPIB Ta IHIIMUX 1HTepakTUBHUX 3D-mpoctopis. Lle mo3BoNUTH
aBTOMATU3yBaTU IIPOIIEC CTBOPEHHS BEIMKUX 1 PpEATICTUYHHX JaHAma]TIB,
MIHIMI3YIOUU Py4YHY poOOTY HU3ailHEPIB.

HoBuzna poGoTu nomsirae y peanizaiii mpoleaypHoi renepartii Janamadris
Ha OCHOBI ONTHUMI30BaHOro anroputMmy Marching Cubes y cepenosuii Unity.

PoGora ckmamaeTrbcs 31 BCTymy, TPbOX pO3MILTIB, BHCHOBKIB, CIIHCKY
BUKOPHCTAHUX JDKEpeNl Ta JOJATKIB. 3araJibHUH oOcCsIr poOOTH CTaHOBUTH 69

CTOPIHOK OCHOBHOTO TeKCTY, 48 pucyHkiB Ta | Tabmuiii.



PO3/UIT 1. AHAJII3 ITYBJIIKAILI TTPEJIMETHOT OBJIACTI TA
TTOCTAHOBKA 3AJIAYUI JOCJIJDKEHHS

1.1 Anami3 myOJiKaIii o0 MTOBEPXHEBOTO PEHACPUHTY 300paKeHb

CtBOpeHHs Ta Bi3yamizaiis BIPTyaJIbHUX JaHAIIA(TIB € aKTyadbHUM
3aBJaHHSAM y Pi3HUX cdepax, 30KpeMa y po3po0sIeHHI HaBYaIbHUX 1 MOJIETIOIYNX
CEpENOBHIII, B1JICOIr0Op, CTBOPEHHI BI3yaJIbHMX MaTepiajiiB JJid KiHemaTorpady Ta
a”iMarli, a TakoX y TMpoIlecax MOJEIIOBAaHHS MPHUPOAHUX SBUII. B ymoBax
3pOCTaHHSl TOMYJISIPHOCTI TEXHOJOTIH BIpTyalbHOI peajbHOCTI I Mpoliema
HaOyBae 11e OLIBIIOT 3HAYYIIOCTI, 10 O0YMOBIIIOE TOTPEOY y po3po0JIEHHI HOBHX
BHCOKOE(DEKTUBHUX METOJIIB reHepallii JaHamagTiB.

CyuacHi anroputMu resepaiiii JasamadTiB 4acTo MoTpeOy0Th MOJATIbIIOT0
PYYHOTO JIOOTNpAIfOBaHHA Ju3aiiHepaMud a0o0 >K aBTOMATU30BAaHOI JeTali3alii
CKJIAQJHUMHU QJITOPUTMAMH, IO IMITYIOTh MPHUPOJHI TPOLIECH, Taki SIK eposis,
KJIIIMaTUYHI 3MiHU Ta morogHi ymoBW. Takuil miaxia € eeKTUBHHM Yy BHIAIKaxX
CTBOPEHHS OOMEXKEHHUX 3a PO3MIPOM CILIeH a00 KO JaHamadT HalIallTOBY€EThCS
Bpy4YHy, MPOTE€ BIH HE € ONTUMAJBHUM JJis TEHepallii BEIUKUX TEPUTOPIN Yy
TIOBHICTIO aBTOMATH30BaHOMY pexumi [1].

[Iponienypra reHepariis jJaHamadTiB Mae BIAMOBIAATH TPHOM KIIFOYOBUM
KpUTEPIsM:

1. [[IBuaKICTE OOYUCIEHb — QJITOPUTMU TIOBMHHI BHUKOPHCTOBYBATH
MIHIMaJIbHI OOYHCITIOBAJIbHI PECYPCH CydaCHUX KOMITIOTEPHUX CUCTEM.

2. Pi3HOMaHITHICTh 1 PEaJICTUYHICTh — PE3YJbTaTH MaloTh OyTH SIK
BUIMAJIKOBUMH, TaK 1 CTPYKTYpOBaHUMH, 1100 3a0e€3MEeUUTH CTBOPEHHS
PI3HOMaHITHOTO Ta JOCTOBIPHOTO Bi3yaJlbHOTO KOHTEHTY.

3. KepoBaHicTh 1 3py4HICTh — IpolieC reHeparii Mae OyTH IHTYiTUBHO
3pO3yMIJIUM JIJII KOPUCTyBaya.

JlannmagT BUKOHYE /1Bl OCHOBHI (DYHKIIIT y Bi3yati3alii CIICHH:
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. [To-mepiie, BiH ciryrye 6a30BOI0 OCHOBOIO, Ha K1 PO3MIIITYIOTHCS BCl
1HIIT O0’€KTH CIIEHH, IO CIPHUSE TMPOCTOPOBIA OpI€EHTAlll y BIPTyaJbHOMY
CEpEIOBHIIII.

. [To-gpyre, BiH CyTT€BO MiJABHUIINY€E pPIBEHb PEANICTUYHOCTI CIICHHU,
JI0JIAF0YH J€Tali, SIKi HEMOXIIMBO BiITBOPUTH JIMIIIE 32 JOTIOMOTOI0 TeKCTYp [3].

s cTtBopeHHs: daHamadTy B 1nuppoBoMy ¢opmaTi HEOOXITHO OTPUMATH
JlaHl PO MICIEBICTb, 110 MOXKEe OyTH peasli30BaHO 3a JOTIOMOTOI0 OJHOTO 3 TPhOX
OCHOBHHUX I1IXO/IIB:

1. CkaHyBaHHS MICII€BOCTI:

Meron nependayae BUKOPUCTAHHS KaMep a0o 1HIIUX MPUCTPOIB /IS pikcarii
MOBEpXHI peasibHOro daHmmadTy. BucokosikicHi 300pakeHHSI MOBEPXHI 3eMil,
OTpUMaHI 3a JJOIIOMOTOI0 CYITyTHHUKIB a00 aepodoTo3itoMku, 3a0€31euy0Th BUCOKY
peaTiCTUUHICTh UGPOBUX KOIIi MiCIIEBOCTI.

2. MoenroBaHHS MICIIEBOCTI:

Januit miaxin 6a3yeTbesi HA CTBOPEHHI penbedy BpYUHY Y CHEIiai30BaHOMY
nporpaMHoMy 3abe3nedeHHi A1t 3D-moaenoBanHs, TakoMmy sk Blender, Cinema
4D, Maya a6o 3DS Max. BiH 103B0JIsI€ TOBHICTIO KOHTPOJIIOBATH KIHIIEBUM BUTJISA]T
MICIIEBOCTI, III0 € TEePEeBarolo Mpy CTBOPEHHI XYJ0KHIX a00 (DaHTACTUYHUX CBITIB,
POTE MOJENIOBAHHS PEaTbHUX MICHEBOCTEH MOTpeOye 3HAYHUX BUTPAT Yacy Ta
3yCHUIIb.

3. [IpouienypHa reneparrisi MiClieBOCTI:

Lelt minaxig nependayae BUKOPUCTAHHS aJITOPUTMIB, K1 aBTOMAaTUYHO
TeHEepyIoTh JlaHl Mmpo penbed mnoBepxHi. BiH € epexkTuBHUM, KOJIM MOTPIOHO
CTBOPUTH BEJIMKI BIPTyaJbHI TEPUTOPIi 32 YMOBU OOMEXEHOro oOCAry mam’sTi,
OCKIJIbKA aJITOPUTMH MOXKYTh T€HEpYyBaTH HECKIHYEHHO BEJIMKI JIaHIapTH B
peanbHOMY dYaci 0€3 3HAYHMX BHUTpPAT JMCKOBOTO TMpocTopy. lIpoTe sKicTh
pe3yabpTaTy 3aJeKUTh BiJl CKIAIHOCTI OOpaHOrO ajJrOpUTMY: MPOCTILIT METOAU
MPAIOOTh IMIBUIIE, aje MEHII PEaTiCTUYHO, TOAl SK CKJIQIHINI aJrOpUTMHU
3a0€e3MeuyIoTh Kpaly sSKicTh 300pakeHHsI, ajie BUMAraroTh OUTBIIE peCypCiB.

4. KomMO1HOBaHUM mMiaxisa:
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[ToennanHs ckaHyBaHHS pEaNbHUX JAHUX 13 MOJAIBIIAM AITOPUTMIYHUM
yTOUHEHHSIM a00 kK TeHepalii 0a30BOi MICIIEBOCTI 3 MOJAJBIIUM PYYHUM
noonpaioBaHHAM. Takuii METOT T03BOJISE TOCITTH OalaHCy MiX JeTali3allieio Ta
KOHTPOJIEM HaJ[ KIHIICBUM BUTJISIOM CIICHHU.

[Tepmri BimoMi BUTAIKW BUKOPUCTAHHS MPOIEAYPHOI reHepaiii JaTyroThCs
nmoyatkoM 1980-x pokiB, Koiu depe3 OOMEKEHI OOUYMCIIOBAIbHI PECypCH
KOMI'IOTE€PIB CTBOPECHHS BEJIMKUX 1 PI3HOMAHITHHUX CBITIB 31 3reéHEPOBAHUM BMICTOM
Oyn0 HEeMOXJIMBUM. BHACHIiOK IOTO paHHI MPHUKIATU MPOLEAYPHOI TeHeparii
3aCTOCOBYBAJHCS TNepeBakHO y 2D-irpax, Ae mporec reHepanii He moTpeOyBaB
3HAYHUX OOYMCIIOBATBHUX MOTYKHOCTEH 1 CKJIQAHUX MIPABUI CTBOPEHHS! KOHTECHTY.

SlckpaBuMH MpecTaBHUKaMH Takux irop € Rogue Ta Elite [2].

Hits :Z9029) Str:l16016) Gold: 718 Armor .S

Pucynok 1.1 — 3renepoBanuii piBenb Rogue

3 pO3BUTKOM KOMII'FOTEPHUX TEXHOJIOTIH Ta 3pOCTaHHSAM OOUYMCIIOBAIBHUX
pecypciB  3’gBWJIACSI MOXKJIMBICTh 3aCTOCYBAaHHS NPOLEAYPHOI TreHepaiii y
MacmTabHUX KOMEPIIIHHUX BiJeoirpax, M0 CHPHUSIO 3pPOCTAaHHIO iXHBOT
MOMyJIIpHOCTI. BuKOpUCTaHHS TpoleIypHOi TeHeparlii MiJBUIyBalo I1HTEpeC
IpaBIliB, OCKUIbKK 3a0€3IeuyBaio YHIKaJIbHUI ITPOBUI JOCBIJ MiJl 4aC KOXHOTO
npoxo/pkeHHda. lle cTBoOproBajio yMmoBH g 0araTopazoBOTO MOBTOPHOTO

MPOXO/P)KEHHA TPU 3 OTPUMAHHSM HOBUX BpaXeHb Ta 3MIHIOBaHUX CIIEHApIiB.
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[Tpuxmagom Takoi rpu € ponboBuii 60ioBuk Diablo Big komnanii Blizzard, y sikomy
npollelypHa FeHepallis 3aCTOCOBYBAIACs JUIsI CTBOPEHHS irpOBUX KapT, BU3SHAYCHHS
KUIBKOCTI MOHCTPIB 1 TIpeaMeTiB. Y JaHOMY BHIIQJKy 1€l MeToj He
BUKOPHCTOBYBABCS JJIsl TOBHOTO CTBOPEHHSI HOBUX 00’ €KTIB 200 pPIBHIB, a CIIyTyBaB
JOTIOMI>KHUM 3aCO00M, 1110 aBTOMAaTHYHO TeHEPYBaB XapaKTePUCTUKH 030POEHHS Ta
3MIHIOBAaB OKpEMi €NEeMEHTH CTPYKTypu irpoBux piBHiB [2]. Ha pucynky 1.2

300paKE€HO MPOLIEYPHO 3reHEPOBAHE IT1/13EMEILIIA.

SNV
TSPELLS

SCAVENGER

Sl -
- -
TOTAL KILLS .

Pucynok 1.2 —I'pa Diablo

OpanM 13 CydacHUX MPUKIAIIB 3aCTOCYBaHHS TMPOIEAYPHOI TeHepalii €
nocig kommanii CD Projekt Red, mpencrasnennii y 3BiTi po3poOHukiB rpu The
Witcher 3 [5]. Ilix yac cTBOpeHHS AaHOT BiJI€OIrpH OJHIEI0 3 OCHOBHHX MPOOIeM
cTasio (popMyBaHHS BEJIMKUX BIJKPUTUX IPOCTOPIB, OCKIIBKHA PO3MIpP IFPOBOTO CBITY
OyB 3HAYHUM, a PECYPCIB I HOTO PyYHOTO CTBOPEHHS 0yJi0 HepocTaTHhO. HasiBHA

KUIBKICTh XY0KHUKIB 1 TU3aiiHEPIB Yy KOMIaH1i HE T03BOJIsIIa BpYYHY OMPAIIOBATH



11

BCIO TEPHUTOPIIO, OCKIIBKUA IIe MOTpeOyBasio O 3HAYHMX YacOBHUX BHUTpaAT abo
3aJlydeHHs BeJMKoi koMaHau (axiBIiiB. Biarak mocrana HEOOXIAHICTh Y MOIIYKY
ONTUMAJILHOTO T1IX0/Ty /0 aBTOMATHU3aIlil Mpollecy reHepalii irpoBux jJaHamadTiB.

Jlist  BUpiImIEHHS THOTO 3aBAaHHSA OyJo po3poOJjieHO  Crieliaai3oBaHi
MpOoTrpaMHi IHCTPYMEHTH, MPU3HAYEHI IS MPpOoLeypHOI reHepailii JanamadTiB Ta
pocauHHOCTI. OOpaHMi TIAX1J BHUSIBUBCS ONTUMAJIBHUM 3 TOYKH 30Dy
CHIBBIJIHOLIEHHSI BUTpPAT Yacy, pecypciB Ta OTPUMAHOTO  pe3yJbTary.
[IporpamictamMmu OyJi0 CTBOPEHO aJTOPUTM, 3JaTHUH PO3PIZHATH JBa THUIU
MOBEPXOHB: MPUPOHI (IPYHT, MICOK, KaM’ STHUCTI €JIEeMEHTH) Ta IMTYy4YHI (IETJIsIH],
JepeB’siHl TOKpUTTS, OpykiBka). lle mo3Bonuno peanizyBatu audepeHiiiioBaHe
HaKJIaJaHHSI TEKCTyp Ta BI3yaJdbHUX €(EKTIB 3aJeXHO BIJI TUIy Marepiaiy.
Hanpuknaza, BigoOpakeHHS CHITY Ha MOBEPXHI I'PYHTY BIAPI3ZHSIOCA BiJ HOro
BUTJISITy HA KaMm’ sTHIH CTiHI.

Po3pobnenuii  iHCTpyMEHTapid TaKOXX CHPHUSB JOCSATHEHHIO BHUCOKOI
BI3yaJIbHOI JJOCTOBIPHOCTI IIJITXOM aBTOMAaTUYHOTO CTBOPEHHSI IJIABHUX TIEPEXO/IIB
MDK TEKCTypamH. 30Kpema, II€ JI03BOJIMIIO PEAICTHYHO IHTETpyBaTU OPYKIBKY 3
MPUPOTHUMU €JIEMEHTAMH, TAKUMH SIK TPYHT, 30€pirarou IpH IIbOMY BHIANMICTh
OKpeMHuX KaMeHIB Ha moBepxHi (puc. 1.3). JlogaTkoBo mpolieaypHa reHeparlis
3aCTOCOBYBajacs JjIsl aBTOMAaTU30BaHOTO PO3MILIEHHS IPIOHUX O0'€KTIB, TAKUX SIK
KaMiHHS Ta POCIMHHICTD, [0 3HAYHO 3HU3WIO TPYJIOMICTKICTh MPOIIECY, OCKUIBKU
pydYHE HaJaIlITyBaHHS TaKWX EJIEMEHTIB i1 KOXKHOI JoKali motpeOyBano O

3HAYHUX PECYPCIB.
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Pucynoxk 1.3 — Inrerparis 6pykiB B nanmadt 3emii y rpi The Witcher 3

Takum 4MHOM, 3aBJSIKH BUKOPUCTAHHIO MIPOLIEYPHOT FreHepartlii Xy 1I0)KHIUKaM
OyJI0 TOCTaTHHO CTBOPUTH JIMIIE JAECATh 0a30BMX BapiaHTIB TPaBH, a aJITOPUTM
ABTOMATHUYHO aJanTyBaB IXHii KOJIp BIAMOBIIHO /10 KOJILOPOBOi FaMH MTOBEPXHI, Ha
SKIH BOHM po3MinryBamucs. g I1bOTO  JIEBET-apTUCTH BUKOPHUCTOBYBAH
MITMEHTHY KapTy — TEKCTypy JIOKarii, BimoOpakeHy 3 BEPXHBOTO PaKypcy y
HU3BKINA po3aiIbHIN 31aTHOCTI. Koip KOHKpeTHOTro moJist 60 JIyTy HakJIaJlaBcs Ha
TEKCTYpYy TpaBH 3a JOIIOMOTOIO TPaJIi€HTa, M0 3a0e3MMeuyBano IPUPOTHUN eEKT:
OnMvK4Ye 10 KOPIHHS BIATIHOK TpaBU HAOyBaB KOJIbOPY 3€MIIl, TOMI SK BEPXHS
YacTUHA POCIWH TIOCTYIIOBO 30epiraja CBi OpHTIHAIBHUN KOJip. Takui mmiaxin
JIO3BOJIIE  JIOCSATTH PEAICTUYHOTO BUIJISIY POCIMHHOCTI 0€3 CIOTBOPEHHS

NPUPOAHMUX BiATIHKIB IUIOAIB Ta CYIBITH [7].
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1.2 Amnani3z MeToNiB Ta MIAXOAIB MPOLEAYpPHOI TeHepalii jJaHamadTiB Ta

IIOBCPXOHb

Jns 30epiraHHs Ta BIATBOPEHHS JdaHUX Mpo JaHamapT y udpoBUX
CepelIOBHINAX  BHUKOPUCTOBYIOTHCS  PI3HOMAHITHI ~ METOAM  IPEACTaBICHHS
iHpopMmarii. Bubip migxody BHU3HAuUae piBeHb JeTali3allii, peamiCTUYHOCTI Ta
e(heKTUBHOCTI 00pOoOKM naHAMA(THUX JaHUX, 10 € KPUTUYHO BAKIHUBUM Y
KOMM'IOTepHIM rpadimi, IrpoBi 1HAYCTpii, a TaKoX Yy CHUMYJSALIHHOMY
mogetoBanHl. Cepell OCHOBHUX MPUHIIUITIB MPEACTABICHHS JAaHUX JAJIsl 30epiranHs

1Hdopmarii mpo JaHAmadT BUAUIAIOT:

. reHepailito Ha ocHoBi kapt Bucot (HeightMap);

. TEHEPALIIIO 32 TOMOMOIOK0 1PPETYJIAPHOI CITKH;

. reHepallilo Ha OCHOBI TalJIiB;

. reHepailio 13 3acrocyBantsaM anroputmy Marching Cubes;

. reHepalliro 13 BUKopucTanusm airoputMmy Marching Tetrahedra.

Koken 13 1ux MeETOAIB Mae€ BIJIACHI TEpeBarv, HEIONIKM Ta o0iacTi
3aCTOCYBaHHs, 3aJICKHO BiJ BUMOT J0 JIeTali3alli, 004MCIIOBAIIBHOI CKIAHOCTI Ta

o0csiriB ganux [4, 8].

1.2.1 HeightMap

VY xomm’roTepHii rpadiii KapTa BUCOT, ab0 ToJie BUCOT, € €()EKTUBHUM
METOJIOM TPEJCTABICHHS TPUBUMIPHUX JAHUX TOBEPXHI Y BUTJIANI PacTPOBOTO
300paKEHHS, 1€ KOKEH MIKCEb KOJy€ BUCOTHY XapaKTEPUCTUKY BIAMOBIIHOT TOUKU
maaamadTy. BoHa BUKOPUCTOBYETHCS Ui MOJCIIOBaHHS Tororpadii, CTBOpEHHs
peanicTHuHUX JaHAmadTiB Ta GOopMyBaHHS CKIIATHUX MOBEPXOHb Yy 3D-crieHax.
Kaptu Bucor 30epiratotees y ¢dopmartax rpadpiuyHux ¢aini, mo 3ade3nedye
3pYYHICTh pelaryBaHHs Ta Bi3yaJIbHOI MEPEBIPKU JaHUX. Y TakoMmy Qopmarti aBi
KOOPJAMHATH BIATMOBIAAIOTH TIOJIOKEHHIO IIKCE Ha IUIOIIMHI 300paKeHHS, TOI1 SIK

TPETA KOOpAMHATA, IO BH3HA4Ya€ BHUCOTY, 3aKOJOBAHA Y 3HA4YCHHI KOJIbOPY: YMM
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SCKpaBIIIUI TMIKCEIb, TUM BHILIA BHCOTAa TOYKHU. 3a3BHUall BHUKOPHUCTOBYIOTHCA
MOHOXPOMHI KapTH BHCOT, Kl OOMEXYIOThCS 256 TpagaifisiMi Ciporo, OJIHaK
3aCTOCYBaHHS KOJIbOPOBUX KapT JO3BOJISIE AOCATTA 3HAYHO BUIIOI JAeTai3alii
3aBJISIKHM PO3IIMPESHOMY JIiala3oHy 3HadeHb [9].

KapTtu BUCOT MIMPOKO 3aCTOCOBYIOTHCS y KOMIT FOTEpHiM rpadiiii A pi3HUX
I1JICH:

. OpyU  MOJCJIIOBAHHI  HEPIBHOCTEH TMOBEPXHI i  KOPEKTHOTO
oOuHrcIIeHHs TiHEH y MaTepiaiax;

. y metoni displacement mapping (BimoOpaskeHHsI MEPEMIIIeHb) s
T€OMETPUYHOTO 3MIMIEHHS BEPIINH CITKU BIJIMOBITHO /10 3HaY€Hb KAPTH BUCOT;

. OpU CTBOPEHHI TPHUBUMIPDHUX MOJENEH JaHAmAa(TIB HUIAXOM

NIEPETBOPEHHS KAPTH BUCOT y TPUBUMIPHY HOJIrOHAIBHY CiTKy [10].

1.2.2 T'enepartito 3a JONOMOTI'OO 1ppPEryJIsipHOL CITKU

OnHuM 13 CydacHUX MIAXOMAIB O TPEJCTaBICHHS JaHUX JUIsl 30epiraHHs
1H(popmarlii npo JaHAmAa(T € BUKOPUCTAHHS 1PPETYIIAPHOI CITKH, KA CKIIAJAEThCS
3 BepIIHH 1 3B’ s13K1B Mk HuMH [11]. Ileit meTon, Ha BiAMIHY BiJ TpaAUIIHHUAX KapT
BHUCOT, JI03BOJISIE CYTTEBO 3MEHIIUTU OOCAT JAaHUX, 110 30epiraroThbCsi, OCKUIbKU
(bIKCYIOThCSL JIMINIE 3HAYEHHS BUCOT KOXKHOI BEPIIMHU Ta iHQOpMaIis Mpo ix
3’eqHanHs. Takuii miaxia € 0COONMMBO aKTyalbHUM y CHEIlali30BaHUX IPOTPAMHHIX
Cepe/IoBUIIAX, OpIEHTOBAaHUX Ha pO3pOOJICHHS Bigeoirop abo poboty 3
TPUBHMIPHOIO Tpadikoro, 1e AaHl 30epiraloThCs Yy BHIJISAAI KOMIAKTHHX
TPUBUMIPHUX MOJIETIEH.

KitouoBoro nepeBaroro € ii 34aTHICTh ONTUMI3yBaTu Iepeaady Ta o0poOKy
naHux y peanbHoMmy daci. Hampukman, mpu BukopuctanHi AGP (Accelerated
Graphics Port) 3HaYHO 3MEHIIYEThCS HABAHTAXXEHHS Ha MPONYCKHY 3JaTHICTb
KaHaITy 3aBJISIKM CKOPOYCHHIO 00CATY nepeaaHnx gaHux. Lle poouTs ii eekTuBHUM
IHCTPYMEHTOM JUIsl CTBOPEHHS IWHAMIYHUX 1 PEATICTUYHHMX Bi3yami3alliid, 1o

MOKYTb OyTH aJJaliTOBaH1 0 PI3HUX YMOB BUKOHAHHS.
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J101aTKOBOIO OCOOIMBICTIO IILOTO MIAXOAY € Or0 THYYKICTh Y BITOOpakeHH1
CKJIAJHUX TOMOrpaiuHUX CTPYKTYp, SKI BaXKKO peasi3yBaTH 3a JOIMOMOIOIO
TpaJMIIIITHUX KapT BHUCOT. IpperyisipHa ciTka J03BOJISE€ JETali3yBaTh OKpEMi
ninsHKA JasamadTy 6e3 HeoOXiqHOCTI 30UThIIIEHHS 00CSTY TaHUX /IS BCi€l CIICHH,
110 3a0e3neuye He Juile eheKTUBHICTD, ajie i BUCOKUM piBeHb peaiizmy. [Ipukian
1pperyJsipHOI CITKU MPEACTABICHO HA PUCYHKY 1.4, 1110 AEMOHCTPYE 11 3aCTOCYBaHHS

TS B1IOOpa)KEHHS CKJIQJIHUX ITOBEPXOHb.

Pucynox 1.4 — Ilpukian 300pa>keHHS ippeTyIsIPHOI CITKH

1.2.3 T'enepaiiisi Ha OCHOBI TaJIiB

I'enepartis manamadTiB Ha OCHOBI TailiB € TMOMIKUPEHUM I1IXO0JIOM,

NEePEeBAXKHO BUKOPUCTOBYETHCS JJIsi CTBOPEHHS JBOBUMIPHOTO IrPOBOTO KOHTEHTY,
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30kpema piBHIB y 2D-irpax. ILleii meron nependauvae (opmyBaHHS IrpOBOTO
IPOCTOPY LUIIXOM KOMIIOHYBAHHSI HEBEJIUKUX TpaiuHUX €JIEMEHTIB — IUIMTOK
(TaitmiB), AK1 MalwTh KBaJpaTHy, piAIIe MPSIMOKYTHY, HapajeliorpamMHy ado
mecTUKyTHY hopmy. [ITUTKH pO3MIIIYIOTHCS Y BUTIISIAL CITKH, CTBOPIOIOYH IITICHY
IrpOBY 30HY.

BizyanpHa HiTicHICTh PiBHIB TOOYTOBAaHMX Ha OCHOBI TAMJIiB 4aCTO MIPUXOBYE
iX MOIyJIbHY NPUPOAY 1 JUIsl TPaBLs CTPYKTypa 3 OKPEMHX IUIMTOK MOXKE OyTu
HeroMiTHOW. [loBHuU# HaOlp rpadiyHUX €JIEMEHTIB, JOCTYIMHHUHN JJIi CTBOPEHHS
ITPOBOTO CepeloBUINa, Ha3uBaeThes tilemap abo HabopoMm TaiiniB. Bin 3a3Buuait
MICTHTh TEKCTYpPHI €JIeMEHTH, HeOOX1IH1 /I MOOYJ0BH PI3HOMAHITHUX JIOKAITiH,
TaKuX SIK MiJIora, CTIHU, IEPEIIKOAU a00 TEKOPATUBHI 00’ €KTH.

Irpp  cTBOpeHi 3a UMM MNPUHUUIIOM 31€0UIBIIOIO BHKOPUCTOBYIOTH
NEPCIIEKTUBY 3BEPXY BHM3, BUIIILA 300Ky abo mceBno-3D. TaiinoBa renepariis €
0COOJIMBO €(EKTUBHOIO JJIsI CTBOPEHHS MPOLEAYPHUX PIBHIB, OCKUIBKU JO3BOJISIE
MIBUJIKO 3MIHIOBATU CTPYKTYpYy CLIEHH, 3a0€3Ieuyloud SK BHIIaJKOBICTh, TaK 1
KOHTPOJIbOBAaHY apXITEKTypy MpocTopy. Takui MiixiJg 4acTo 3aCTOCOBYETHCS B
xaHpax maatdopmepi, RPG Ta cTpareriii y peaabHOMY yaci.

[Ipuknan piBHS, 3r€éHEPOBAHOrO 3a JIOTIOMOTOI0 TaMIiB, MPEACTABICHO Ha
pUCYHKY 1.5, 16 JE€MOHCTPYEThCS, K MOJYJIbHI €JIEMEHTH KOMOIHYIOThCS IS

CTBOPEHHS TIOBHOIIIHHOTO irpoBOro cepezosuia [12].
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Pucynox 1.5 — 3renepoBanuii piBeHb Ha OCHOBI TaHJIOBOI CUCTEMHU

1.2.4 Marching Cubes

Anroputm Marching Cubes € MeTogoM, M0 BHKOPHUCTOBYETHCA Y
KOMIT'IOTepHIA Tpadimi s 1oOyJOoBHM TPUBUMIPHUX TIOBEPXOHb HA OCHOBI
ckajsipHoro mois. [lpuHnunm poOOTH anropuTMy TMONSATae B TOMY, IO BiH
HOCIIZJOBHO OOXOAUTD CKaJISIPHE T0JIe, OepydH rpyIy 3 BOCbMH CYCIJHIX TOUYOK, K1
YTBOPIOIOTh ysIBHUM KyO. [Ticist boro anroput™ aHami3ye, ikl HOJITOHA HEOOXITH1
JUISl TIPEJICTABJICHHSI YaCTHMHU 130TIOBEPXHI, IO MEPETHHAE MEX1 1boro kyba. Y
pe3yabpTaTi BCl BU3HAUEHI TMOJITOHU OO0'€IHYIOTHCS JJIS CTBOPEHHS IIUIICHOI
TPUBUMIPHOT TTOBEPXHI.

[Ipomec renepariii 6a3yeThcsi Ha 3a3/ajeriib PO3paxOBAaHOMY MAacCHBI, IO
MICTUTB 256 MOXJIMBUX KOH(]Irypaliii MHOTOKYTHUKIB A KyOa. [IpumitHo, 1m10
aumie 15 3 HUX € YHIKaJIbHUMHU, TOM1 SIK pemTa GOpMYy€eEThCs MIIAXOM 00epTaHb 1

CUMETPUYHHUX MEpeTBOpPeHb 0a30BUX KOHGirypamil. Takuil mMigxix J03BOJIsE
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e(peKTUBHO CTBOPIOBATH CKIaaHl 3D-mozeni, 30KkpeMa AJis Bizyami3alii MeIuIHIX

TAHUX, TEOMETPUYHUX 00'€KTIB a00 MPOILEAYPHO 3T€eHEPOBAHUX JIaHIadTiB.
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Pucynox 1.6 — 15 yHikanpHuX KOH}Iryparii kyoa y anroputmi Marching cubes

Anroputm Marching Cubes yBIWIIIOB B 1CTOPII0 KOMIT FOTEPHOI rpadiku He
JIUIIE 3aBISKU CBOi €PEKTUBHOCTI, aje W yepe3 ckaHaal y cdepi MaTeHTHOTO
npaBa. He3Baxkarouu Ha BIIHOCHY OYEBHJIHICTh 3alIPONOHOBAHOIO M1X01y, METO
OyJ10 3amaTeHTOBAHO, IO BUKIMKAJIO CYTEPEUKH 1100 MOMKIMBOCTI MATEHTYBAHHS
QITOPUTMIB Y Tally3l MPOTrpaMHOTO 3a0e3neueHHs. SIK albTepHaTUBY, 3 METOIO
OOIiTH MaTeHTHI OOMEKEHHs Ta YCYHYTH MpPOOJeMy HEOJHO3HAYHOCTI, Y NESIKUX
KoH(pirypamisix Oyno po3pobneno amnroput™ Marching Tetrahedra, 110
BUKOPHUCTOBYE TETpAaeApU 3aMICTh KyOiB Il MOAUTY MPOCTOpYy, 3a0e3reuyrouu

BUIILY TOYHICTh Y CKJIAJTHUX 00JIACTSIX MojemtoBanHs [13].

1.2.5 Marching Tetrahedra

Anroputm Marching Tetrahedra € mogudikariiero meromy Marching Cubes,
sIKa 3aCTOCOBY€ TETpaeIpH 3aMiCTh KyOiB JJIs FeHepallii TPUBUMIPHUX TTOBEPXOHb Y

ckamsipHuX ToysiX. OCHOBHOIO BIJMIHHICTIO IOTO QJITOPUTMY € BHKOPHUCTAHHS
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JUIIe BOCBMH MOMJIMBUX KOHQITypaiii mjisi TeTpaeapa, M0 3HAYHO CIPOIILYE
00UYHMCITIOBAJIBHUN TIpoliec MOPiBHAHO 3 256 xoHdirypauismu y Marching Cubes

(puc. 1.7).

0010
1101

0001
0 1000

0100 1000
1011 o
0011 0101 0110
1100 1010 1001

B
<

Pucynox 1.7 — 8 yHikanbHUX KOH(Irypaliii TeTpaeapa

[IpuHuun poOOTH anropuTMy MOJISrae y MOAUT KOXHOro Ky0a Ha IIICTh
piBHHX TeTpaenpiB. lle mocsraeThcs NUIAXOM TPUPA30BOTO JI1arOHAIBHOTO
po3pizaHHs Ky0a, Ie KO’KHA 3 TPHOX Map MPOTHIICKHUX TPAHEH PO3IIISIE€THCS HABIILI

o giaronami (puc. 1.9).
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Pucynox 1.9 — Ky0, po3ainenuii Ha UIicTh TETpAEpiB, OJIUH 13 TETPACIPIB

3aTIHEHUHA

VY pesynbTrari, BCl TETpaeIpu MalOTh OJIHY CIUIbHY TOJIOBHY JiaroHaib Kyoa.
Takuit miaxia 3MIHIOE TOMOJOTII0 Ky0a, 30UIBIIYI0UYH KITBKICTE pedep 3 12 mo 19:
30epiratotbes BuxigHi 12 pebep, mojaroTbest 6 giaroHasneil rpaHeil 1 rojioBHA
miaroHans. Sk 1y Bumagky 3 Marching Cubes, nepetunu nux pebep 13
130MTOBEPXHEI0 OOUYMCITIOIOTHCS IUIAXOM JIHIMHOT IHTEPHOJIALIl 3HaYeHb Y BY3JIax
citku [14].

CrpolieHa CTpyKTypa TeTpaeapiB Ta TPUKYTHUI XapakTep reoMeTpii pooJIsiTh
e anropuT™M edeKTHBHUM JUIsl amapaTHOro MPUCKOPEHHS Yy TpadiuHux
mpoiiecopax. 3aBIfKH 1ii BiIacTUBOCTI anroputM Marching Tetrahedra craB
00'ekToM umncieHHUX aociipkersb y ramy3i GPGPU (General-Purpose Computing
on Graphics Processing Units), ie BiH aKTHBHO BUKOPUCTOBYETHCS JJI1 ONTUMI3aIIi1

OO0YHCITIOBAJILHUX MPOLIECIB IiJ] Yac Bizyami3allii CKJIaJHUX MOBEPXOHb [9].
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1.3 BUCHOBOK A0 NEPIIOTo po3ALITY

CtBopeHHsT Ta Bi3yamizaiis BIPTYaJbHUX JaHAMA(PTIB € aKTyaJIbHUM
3aBJaHHAM Y Pi3HHUX cepax, 30kpeMa y po3poOeHHI HABYAIBHUX 1 MOJICTIOI0UHNX
CEpEOBHIII, B1JICOIrOp, CTBOPEHHI BI3yaJIbHMX MaTepiajiB g KiHemarorpady Ta
aHiMaIlii, a TakoX y TMpoIlecax MOJICTIOBaHHS NPHUPOAHUX SIBUII. B yMoBax
3pOCTaHHs TIOMYJISIPHOCTI TEXHOJIOT1M BIPTyallbHOI PEaIbHOCTI I Mpobiema
HaOyBae 111e OUIBIIOT 3HAYYIIOCTI, 0 00YMOBIIIOE TOTPeOyY Y Po3poOIeHHI HOBUX
BHUCOKOE(EKTUBHUX METO/I1B reHepallii JaHamadgTiB.

CyuacHi airoputMu resepaiii JasamadTiB 4acTo MoTpeOy0Th MOJATbIIOTO
PYYHOTO JIOOTMpAIfOBaHHA Ju3aiiHepaMud a0o0 >X aBTOMAaTU30BAaHOI JeTali3alii
CKJIAQJHUMHU QITOPUTMAMH, IO IMITYIOTh HPHUPOAHI NPOLECH, TakKl [K €po3id,
KJIIMaTUYHI 3MIiHU Ta MOroAHi yMoBHU. Takuil miaxia € eeKTUBHHM Yy BHIAIKaxX
CTBOPEHHS OOMEXEHHUX 3a PO3MIPOM ClLIeH a00 KO JaHamadT HalIallTOBY€EThCS
Bpy4YHy, MPOTE€ BIH HE € ONTUMAJBHUM JJis TEHepalii BEIUKUX TEPUTOPIH Yy
MIOBHICTIO aBTOMATH30BaHOMY pexumi [1].

[Iponenypna reHepaiiisi JaHamadTiB Ma€ BIJANOBIAATH TPHOM KIIHOYOBUM
KpUTEPISM: MIBUAKICTb 00YUCIIEHB, PI3HOMAHITHICTH 1 PEaiCTUYHICTh, KEPOBAHICTh
1 3pYYHICTb.

Y naHomMy po3aii  IPOBEASHO JOCTIIHKEHHS METOMIB Ta IIXOJIB
MpoIeAYpHOI TeHeparlii manamadTiB, BKIOUYAIOYM TEHEpaIlil0 Ha OCHOBI KapT
BUCOT, IppEeryJIIipHUX CITOK, TainiB, a Takoxx amroputmu Marching Cubes Ta
Marching Tetrahedra. [Ipoanaii3oBaHO KJIFOUOBI KPUTEPIii OI[IHKK aJTOPUTMIB, TaKi
K MIBUAKICTb OOYMCIIEHb, PIBEHb PEAJTICTUYHOCTI, MOXIIMBICTh pelaryBaHHs Ta
NPUAATHICTD JIJISl TPUBUMIPHOTO MOJICITIOBAHHS.

Oco6suBy yBary mpuaiieHo anropurMmy Marching Cubes, skwuit mo3BoJsiE
CTBOPIOBATH CKJIQJHI TPUBUMIPHI JIaHIWAPTH 3 BUCOKUM pPIBHEM JAeTali3alli mpu

MIHIMQJIbHUX OOYHCITIOBAILHUX BUTpaTax.
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Meroto mociiKeHHS € po3poOKa anropuTMy MPOIEIypHOi TeHeparlii
ganamadTiB Ha ocHoBi Marching Cubes nmns cTBopeHHS peaTicCTHUHHX
TPUBUMIPHHUX CIICH y BIpTyaJIbHUX CEPEIOBHUIIAX.

JIJIsi MOCATHEHHS TMOCTaBlieHOT MeTH OyJI0 BH3HAYCHO Ta BUKOHAHO Taki
3aBJIaHHs JOCITIKESHHS:

1. [IpoBeneHo aHai3 HayKOBHX JPKEpEN MIOAO MPOIEIypHOI TeHeparrii
naHamagTiB.

2.  Jocmmxeno anroputmu Marching Cubes ta Marching Tetrahedra.

3. Busnaueno kputepii Ajis BUOOPY ONTUMAIBHOTO METOAY TeHeparlii
naHAmadTis.

4, CdopMy1bOBaHO BUMOTH J10 IPOIPAMHOI pealti3alii aaropuTmy.

S. BukoHaHO mporpaMHy peai3ainilo ajJropuTMy B CEPEAOBHILI PYIIis
Unity.

6. [IpoBeneHO TeCTyBaHHS MPOrPAMHOIO MPOAYKTY JJIsl IEPEBIPKU HOTO

BIJIMOBITHOCTI (YHKIIOHATHHUM 1 HEYHKITIOHATHHUM BUMOTaM.

BximHuMu gaHumu Ui allTOPUTMY € TIapaMeTpu TeHepallii, Taki K KapTa
BUCOT, THUI CITKM Ta QIrOPUTMIYHI HaJallITyBaHHS, [0 JO3BOJIAIOTH
aBTOMATU3yBaTH MPOIEC CTBOPEHHS BIPTyaIbHHUX JIAHAMAQTIB 13 3aJaHUM PIBHEM

JeTrajizarii.
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PO3ILI 2. AHAJII3 3ACOBIB PEAJIIBALIIL AJITOPUTMY T'EHEPALIII
JJAHAIIADTY

2.1 Bubip mMeTony peanizaliii reHepaiiii nporexypHoi aHiMaii

3irigHo

MIPOaHAaJI30BaHMX

METOIIB

pOLEAYPHOL

re’eparii

Oymo

chopmoBaHo TabIO 2.1 3a KIIbKOMa KPUTEPISIMU, TAKUMU SIK — THIT CITKH, 00CAT

JIAaHUX, PEelaroBaHiCTh, PIBEHb CKJIATHOCTI Ta MPUIATHICTH JJII TPUBUMIPHOTO

MOJICTIOBAaHHS.

Taomung 2.1

[TopiBHSIEHUI aHAII3 METO/IIB

MeTton Tumn citku Oo6csr Penaro- PiBenn [Tpuna-
reHepartii TAaHUX BaHICTD CKJIQ-HOCTI | THICTH

g 3D
I'enepanis Ha | Perynspnaa Benukuii | Bucoka Cepenniit YacTkoBO
OCHOBI KapTu
BHCOT
I'eneparis na | Heperynsipua | Huzpkuit | Huzbka Bucokuii Bucoka
OCHOBI
1pperyJspHoOi
CITKH
I'eneparis Ha | Perymnspna Cepenniit | Bucoka Hwuzpxuit Hwusepka
OCHOBI (Taitnm)
TANJIIB
Marching Perynsipna Cepenniii | Cepenns Bucoxknii Bucoxka
Cubes (kyOm)
Marching Heperynsipaa | Cepenniit | Cepenns Bucoknii Bucoka
Tetrahedra | (Tetpaeapm)

VY3aranpHIOIOYM HaBEJEHI METOJM MpOLEAYpHOi TeHepalii JaHamadris,

MO’KHa 3pOOHUTH BUCHOBOK, 1110 KOKEH 3 MIIXO/A1B Ma€ CBOI yHIKaJIbHI IEpeBaru Ta
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HEJIOJIIKY, SKI BU3HAYAIOTh iXHE 3aCTOCYBaHHSA y pi3HHX cdepax. ['eHepamis Ha
OCHOBI KapTH BHCOT 3a0e3Meuye BUCOKY HA0UHICTh 1 MPOCTOTY pelaryBaHHs, IPOTe
noTpedye 30epiraHHs BETUKOro oOcsTy maHux. IpperynspHi CiTku epeKTHBHIII 3
TOUKH 30py OOCITY JAaHUX, ajieé CKJIAQJHINI JJid pelaryBaHHS Ta JUHAMIYHOTO
ocBITJIeHHs. TalaoBl cUCTeMHU MIAXOMATh sl 2D-renepartii, xoua i oOMexeH1 y
BUKOPHCTaHHI 111 3D-KOHTEHTY.

Anroputmu Marching Cubes Ta Marching Tetrahedra € edexTuBHUMU
IHCTpYMEHTaMH JJi1 CTBOpeHHs ckiaagHux 3D-nanmmadris. 3oxkpema, Marching
Cubes m03BONsIE TEHEpYBAaTH PEATICTHYHI TIOBEPXHI 3 BOKCEIBHHX JaHUX,
3a0e3nedyround OajlaHC MDK JIeTami3alll€l0 Ta MPOAYKTHBHICTIO. 3aBJSIKU
IPOLEIYPHOMY TMIAXOAY BIH JI03BOJISIE CTBOPIOBATH YHIKQJIbHI CHEHU 3
MIHIMQJIBHUMH BUTpaTamMu Ha pydHe mojentoBaHHs. Lle poOute Marching Cubes
ONTUMAJILHUM BHUOOPOM [JIsi PO3POOHUKIB, SIKI MParHyTh CTBOPUTH pEaTiCTUYHI
TPUBHUMIpHI NaHAMA(TH TIpH OOMEKEHHX OOUMCIIOBANEHHX pecypcax. Moro
THYYKICTh 1 BIJIKPUTICTh CIPHUSIOTh HIUPOKOMY 3aCTOCYBaHHIO Yy BiJI€OITpax,

HAyKOBUX CUMYJIALISX Ta MEAUYHIN Bi3yasi3aliii.
2.2 Bubip mporpamMHoro 3abe3neueHHs i peajizailii aroputMy

VY cdepi npomemypHoi reneparlii JaHamadTIiB ICHY€E IIUPOKUN CHEKTP
CHeIiai30BaHUX MPOTrpaMHUX PillleHb, KOKHE 3 SKUX OPI€EHTOBaHE HAa KOHKPETHI
3aBiaHHs. J{edKl 3 HUX mpu3HadyeHi Ayig ctBopeHHs 3D-moneneit nanamadTiB, 1HIII
— JIJI MOJICTTIOBaHHS 1H)KEHEPHUX KOHCTPYKIIii abo aHimariiii. Bubip BianmoBigHOTO
MPOTPAMHOT0 3a0€3MEUCHHS BIJIITPaE KIOUOBY POJb, OCKIIBLKH BiJl HHOTO 3aJI€KUTh
AKICTh, €PEKTUBHICTh Ta MIBUAKICTh pealli3allii MOCTaBICHUX 3aBAaHb.

VY Mexax 1iei po6otu OyI0 BUSHAUEHO TMEPENTIK MPOTPAMHUX MPOTYKTIB IS
aHaii3y Ta TMOPIBHSAHHA IXHIX (YHKIIOHAIBHUX MOXJIuBOcTel. Ha ocHOBI
MIPOBEICHOTO JOCIIKEHHS Oy/1e 00paHo mporpaMHe 3a0e3nedYeHHsl, sIke HalKpaIle
MIIXOMUTh N7 CTBOPEHHA JAeTanbHOi 3D-momeni moBepxHi naHAmadTy 3

BUKOPHUCTAHHSAM MPOLIETyPHOI TeHepallii.
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2.2.1 Autodesk Maya

Autodesk Maya — mnporpaMHuii KOMIIIEKC, PO3pOOJICHUN KOMITaHI€I0
Autodesk, skuit npusHauenuit 11 3D-MoientoBaHHsI, KOMIIO3UTHHTY, aHIMallii Ta
penaepunry. Haifuacriie 3acTOCOBY€ThCS JIJIs1 CTBOPEHHS XYA0KHIX 1 aHIMAIlIHHUX
Gb1IBMIB, a TAaKOXK Yy TeNeBi31iHIN 1HAycTpil. [IpuKkiaa BUKOpUCTaHHS TPOTrPaMHOTO
cepeoBHUIla 300pakeHU Ha pUCYHKY 2.1.

Y Maya inTerpoBaHo ckpuntoBy MoBy Maya Embedded Language (MEL), 3a
JIOTIOMOTOI0 SIKOT MOKHA CTBOPIOBATU CKPUIITH I BUKOHAHHS Pi3HOMAaHITHUX [ii,

110 3a0e3Mevye MPaKTHIHO HEOOMEKEHI MOXKIIMBOCTI JIst KopucTyBaua [17].

Pucynok 2.1 — Burnsig Autodesk Maya

Autodesk Maya € MOTyXHUM NpPOrpaMHUM TMPOIYKTOM, SIKUM 3HAYHO
CIIPOIIyE TPOIEC CTBOPEHHS TMEPCOHAXKIB 3aBISKA HASBHOCTI BCIX HEOOXITHHMX
iHcTpyMeHTIB. [Iporpama migTpuMye aBTOMAaTH30BaHE MOJICIIFOBAHHS MEPCOHAXKIB,

MPOTOPLINHUX JIFOJICBKOMY TUTy. Jlo/1TaBaHHS TEKCTYP 3A1MCHIOETHCS 3a JOTIOMOTOIO
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dbyHKIIIT 3ropTKH, 110 3a0e3neuy€e MaKCUMallbHy BIAMOBIIHICTH TBOPUOMY 3ayMYy.
Takox nepeadadeHi IHCTPYMEHTH JIJIE CTBOPEHHSI BOJIOCCS Ta MIEPCTI.
OcHoBHi MoxxJMBOCTI Autodesk Maya BKITIO4arOTh:

. poboTy 3 kpuBuMH, 30kpema NURBS;

. MOJIITOHAJIbHE MOJICTIOBAHHS;

. pi3HI cIocoOM HaKJIaAaHHS TEKCTYp 1 MaTepialiB;

. THCTPYMEHTHU JUIsl CKYJIBIITYPYBaHHS;

. IUPOKUN HaO1p DYHKININ JJIs1 CTBOPEHHS aHIMaIlii;

. CUMYJIAIIIO TBEPAO- Ta M’ SIKOTLINX 00'€KTIB;

. MOJIEIIOBAaHHS P1JIUH;

. CTBOPEHHSI CIIELIANIbHUX €(PEKTIB, TAKUX SIK TUM, XMapu Ta aTMOChepH1
SIBHIIIA.

BaxxinBoro 0coOJMBICTIO IILOTO MPOTPaAMHOrO 3a0E3MEUEHHS € MOJIYJb
PaintEffects, sikuii 103B0JIsI€ MaIOBAaTH BipTyadbHUM NeH3JIeM 3D-00'eKTH, Takl sK
KBITH, TpaBy, 00’ €MHI BI3€pyHKH TOIIO.

[Tonpu 3nauHi nepeBaru, Autodesk Maya mae 1 IeBHI HEIONIKU: MPOTrpamy
CKJIaJIHO OCBOITH, BOHA BHCYBa€ BHCOKI BUMOTH JI0 amapaTHOTO 3a0e3rmeueHHs Ta
Ma€ BIUCOKY BapTicTh JitieH3ii. Kpim Toro, mporpamue 3abe3nedeHHs B EpIILy 4epry
OpPIEHTOBAaHE Ha CTBOPEHHS aHiMaIllli, I0 POOUTh HOro MEHII 3PY4YHHM I

MOJICIIIOBaHHS JaHamadTis.

2.2.2 Three.js

Three.js — ne motyxna JavaScript-0i0ioTeka, MpU3HAYCHA JJIsI CTBOPEHHSI
3D-rpadiku y BeO-Opaysepi 3a momomororo WebGL. Bona crporrye mporec
po3poOku iHTepakTUBHUX 3D-crieH, aHiMalli Ta Bizyam3aiiid 6e3 HeoOXiTHOCTI
ribokux 3HaHb y chept WebGL. Three.js yacTo BAKOPUCTOBYETHCS JIJ1s1 CTBOPEHHS
BeO-irop, Bi3yamizaliii apXiTeKTypHUX OO'€KTIB, IHTEPAaKTUBHHX CaWTIB Ta
BipTyasibHOI peanbHOCTi [18].

biomoreka Three.js miarpumye Taki GyHKIII:
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. CTBOpEHHsI Ta ynpasiiHasa 3D-ciieramu, kamepamu Ta 00'eKTaMu;

. BUKOPHUCTAHHS IPUMITHBIB JIJI1 MOJICJIFOBaHHS (KyOu, cepu, IUTiHIAPU
TOIIIO);

. MiATPUMKA TTOJTITOHATBHOTO MOJICTIOBAHHS,

. pI13H1 BUJIX OCBITJICHHS (TOYKOBI, CIIPSMOBaH1, HABKOJIMIIIHI TOIIIO);

. KiTbka (opmarTiB TeKCTypyBaHHsS Ta MarepiamiB, 30kpemMa PBR

(Physically Based Rendering);

. 1HCTPYMEHTH JIJI1 CTBOPEHHSI aHIMAIIl1, BKITFOYAIOUM KJII0UOBI KaJpH Ta
CKEJIETHY aHIMallilo;

. CUMYJIAIIS YaCTUHOK JIJII CTBOPEHHsI crienieeKTiB (BUOYyXU, BOTOHB,
JIOII);

. MOXJIMBOCTI JJIsl CTBOPEHHS el iepiB 3a gonomororo GLSL.

examples

Q
v “AJ \
'ii-"'ﬁ |

geometry / colors

geometry / colors /
lookuptable

®

geometry / convex

Pucynok 2.2 — Three.js

['onoBHOto ocoOnuBicTio Three.js € nerkicte iHTerpainii 3 HTML/CSS Tta
nigTpumka WebGL, 1o 103Bossie CTBOpIOBATH Bi3yaJIbHO HACHYEHI CIleHHW 0€3
JTOJATKOBUX IUJIAr1HIB.

Henoumiku 010m0TEKH:
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. BHCOKA BUMOTJIMBICTh /IO MPOJYKTHUBHOCTI CHCTEMH IS CKJIaJTHUX
CLIEH;

. HeoOX1HICTh 0a30BUX 3HaHb JavaScript 1 koMm'toTepHOT rpadiku s
BUKOPHCTAHHS;

. CKJIQJIHICTh ONTHMI3allii /U1 BEJIMKUX CIICH Ta OOMEXEHa MiATpUMKa

MOOLTBHUX MPUCTPOIB.

2.2.3 Unity

Unity — 1ie momysisipHUE KpocIutaThOpMHHE ITpOBHIA pyIIii, po3po0acHHA
xoMmmaniero Unity Technologies, sxuii BukopuctoByeThes Ajig ctBopeHHs 2D 1 3D-
Irop, 1HTEpaKTUBHUX CHUMYJIALIM, aHIMalld Ta Bi3yami3aliid. 3aBISKH 3py4YHOMY
iHTepdeiicy Ta mnoryxHoMmy ¢GyHkmioHany, Unity NiIXOauTh SK 17 1HII-
pPO3pOOHUKIB, TaKk 1 s BEJIMKUX CTyIid. HalyacTiie BUKOPUCTOBYETHCS IS
po3poOku Bifeoirop, VR/AR-nipoekTiB Ta iHTepaKTUBHUX Tpe3eHTarii [15].

Pymiit Unity Mae Taki MOXKJIUBOCTI:

. nigrpumka 2D ta 3D-rpadiku;

. BOyoBaHi iHcTpyMeHTH s pizuku (PhysX mist 3D, Box2D s 2D);

. MOJIITOHAJIbHE MOJIEIOBaHHS Ta po0OoTa 31 cripaiiTamu;

. JeKiJIbka croco0iB HaKJIaJaHHs TEKCTyp 1 MarepiamiB, 30kpema PBR
(Physically Based Rendering);

. aHIMaIliiHa cucTteMa Ha 0a3i MexaHi3My Animator 3 TIITPUMKOIO

KJIFOYOBHUX KaJPiB Ta CKEJICTHOI aHIMAIIiT;

. MO>KJIMBICTh MporpamyBaHHs MoBamu C# yepe3 iHTerpauito 3 Visual
Studio;
. iHTerpaiis 3 makerom Unity Asset Store juist IIBUAKOTO JOCTYITY 10

TOTOBUX MOJIEJICH, TEKCTYp Ta CKPHUIITIB;
. nigrpumka VR/AR-mmatdopwm (Oculus, HTC Vive, HoloLens);
. KpoCTuIaTOpPMEHICTh 13 MOKIIUBICTIO ekcriopTy Ha Windows, macOS,

Android, i10S, WebGL, PlayStation, Xbox Toro.
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@ My project - SampleScene - Windows, Mac, Linux - Unity 6 (6000.0.25f1) <DX11> - a X
File Edit Assets GameObject Component Services Jobs Window Help

URP Empty
Template

Welcome to the Universal Render
Pipeline
URP Documentation

Forums

Report bugs

Remove Readme Assets

Pucynok 2.3 — Unity

l'omoBHOW ocoOnuBicTi0O Unity € MonynbHa CTPYKTypa, fKa J03BOJISIE
posmuproBaTti (QYHKIIIOHATIBHICTh Uepe3 a0AaTKoBi naketu (Hampukiaa, URP ta
HDRP i1 mokpaiiieHoro peHaepuHry).

Henoniku pymris:

. BHUCOKAa BUMOTJIMBICTh JI0 MPOAYKTUBHOCTI MPU POOOTI 31 CKIATHUMU
CIIEHAMU;

. CKJIQJIHICTh OMTHUMI3aIii 1711 MOOUTBHUX TIPUCTPOIB;

. 00MEeXeH1 MOXKIIUBOCTI i (OTOPEATICTUUHOI Tpadiku MOPIBHIHO 3

pyuuisimu Ha 3pa3zok Unreal Engine;

. OC3KOIITOBHA Bepcisi Mae OOMEKEHHS II0JI0 MOHETH3aIlli Ta
(GyHKI10HAJIBHOCTI.

Orxe BuUOIp mporpaMHOro 3a0e3neyeHHs g peami3alli aaropuTMmy
Marching Cubes y nporieaypHiii reHepairii JanamadTiB € KIFOUOBUM PIIICHHSM, 1110
BIJIMBA€ Ha €(QEKTUBHICTh PO3POOKH, MPOAYKTHUBHICTH Ta SKICTh Bi3yai3allli.
Po3risitHyTO MIMPOKUI CHEKTP 1HCTPYMEHTIB, SKI MOXYTh OyTH BUKOPHUCTAHI JIJIs

i€l 3amaui — Autodesk Maya, Three.js Ta Unity.
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Posrnsan BuGopy Unity sik OCHOBHOTO pyIiist AJisi BOPOBAIKEHHS allTOPUTMY
Marching Cubes rpyHTy€eTbCsI HA HU3II TIEpEBar:

- PO3IIMPEH] MOXKIIMBOCTI JiJ1s1 poOOTH 3 TPUBUMIPHOIO Tpadikoro,

- MICTUTh BOyAOBaHUH (Gi3uuHuit Moaynb PhysX,

- BUKOPUCTAaHHS MOBHU IporpamyBaHHs CH#,

AK1 poOJIATh WOTO MPUAATHUM JJIsl CTBOPEHHS MPOIETYPHO 3reHEPOBAHHUX

naHamagTiB.

2.3 ®opMyBaHHS BUMOT J0 POEKTY

Bumoru no anroputMy nporeaypHoi reHepaiii Marching Cubes Bu3HauaroTh
KJIFOUOBI XapaKTEPUCTUKU, HEOOXITHI [JIsi CTBOPEHHS €(EKTUBHOI CHUCTEMU
re’epailii TPUBUMIPHUX JaHAMA(TIB 3 BUKOPUCTAHHSM IMPOILEIYPHUX IIYMiB.
Bu3HayeHHs MX BUMOT 3a0e3Meuye BIIMOBIIHICTh (PYHKIIOHAIBHOCTI OTpedam
KOPHUCTYyBaya, CTa0IbHOCTI pOOOTH aITOPUTMY Ta BUCOKIM SIKOCTI Bi3yasizaliii.

OyHKITIOHATBHI BUMOTH:

1. ['enepanuis mymy

2. O6poOKka BOKCEIbHUX JTAHUX

3. Peanizauis anropurmy Marching Cubes 715 reHepatiii oJiroHaqIbHUX
CITOK Ha OCHOBI1 BOKCEJILHUX JaHUX.

4, [aTerparisa anroputmy reneparii sanamadris y Unity.

S. MoxuBICTh pealibHOTO Yacy oHOBJIeHHs JaHamadrty (Regenerate).

HedynkiionaibHi BUMOTH:

1. [IpoIlyKTUBHICTB:

o MiHimMi3alis 00UMCIIOBAIBHUX BUTPAT LUISIXOM ONTUMI3allli reHepariii
IyMmy.

o [linTpuMKa BEJIMKUX BOKCEJIBHUX CITOK 13 30€pEKEHHSIM CTallIbHOI
MPOTyKTUBHOCTI.

o Onrtumizamiss poOOTH 3 MOJIrOHAIBHUMH CITKaMHU JIJIs 3MCHIICHHS

KUTBKOCTI1 BEPIIIHH.
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2. CtaliapHICTh Ta HAAINHICTS:
o KopekTHa po06oTa alropuTMy 3 pi3HUMH pO3MipaMy BOKCEIbHOI CITKH.
o BiacytHicTe apTedakTiB npu reHeparlii CiTok, BKIIOYAIOYH MEPETHH

MOBEPXOHb Ta HETPAaBUJIbHI HOPMAJTi.

3. SkicTe Bizyamizarii:

o 3a0e3neueHHs MIaBHUX MEPEXOA1IB MK PIBHSAMU JeTami3allli.

o Biacythicte rpadiunux aptedakTiB Opu  TeHepalli CKIaIHUX
MOBEPXOHb.

o [TinTpumka mapametpy SmoothNormals ajist mokparieHHs Bi3yaabHOI
SKOCTI.

4, CyMICHICTB:

o [ToBHa iHTErpallis 3 cepenopuiiem Unity.

o CyMicHICTh 13 cTaHaapTHUMU KommnoHeHTamu MeshFilter Ta
MeshRenderer.

[{i BuMoru 3a0e3MevyyroTh CTBOPEHHS MOTYXKHOTO Ta THYYKOI'O ajirOpUTMY
MPOLIETyPHOI TeHepallii TPUBUMIPHHUX MOJIEIIEH, 110 MOXKe OyTH BUKOPUCTAHUM JIJIs

CTBOPEHHSI INPOBUX JaHAIIA(TIB, CAMYJISATOPIB Ta IHIIKX Bi3yalli3alliHAX TPOEKTIB.

2.4 [IpoekTyBaHHS alrOpUTMY MPOLIETYPHOI reHepalii JaHamaTy

[IpouienypHa TreHepaiisi TPUBUMIPHUX JaHAMA(TIB 32  JOMOMOTOIO
anroputMmy Marching Cubes ckiagaeTbcs 3 IBOX KIIFOUOBHX €TalliB: TeHEpallii IryMy
(Noise) miis hopMyBaHHS OCHOBH JIaHAIIA(TY Ta TOOYI0BY MOJIITOHAILHOT CITKH Ha

0a3i nporo mymy (puc. 2.1).
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= Anroputm npoueaypHoi reHepauii nangwadpTy

leHepauia Noise(wym)

Parallel Marchine Cubes

Pucynox 2.1 — Etanu anroputmy

Ha  nepmiomy  erami  BHKOPUCTOBYEThCS ~ QJITOPUTM  TeHepallii
TICEBAOBUITAIKOBOTO 11yMy, Noise, Ui CTBOPEHHS CKaJISIPHOTO MOJIs, IKE BU3HAYAE
Bucoty nanamadry. lllym 3acTocoByeThes A71st CTBOPEHHS 0a30BO1 KapTH BUCOT, 1€
3HAYEHHSI KOXKHOT TOYKH BiNIOBIa€ PIBHIO BUCOTHU a00 IIITLHOCTI B TIEBHIM 00J1acTI
npoctopy. lLleii eram /J03BOJIs€E KOHTPOJIOBATH OCHOBHI XapaKTEPUCTUKHU
JaHamadTy, Taki Sk macimrad, yacToTa Ta piBeHb JAeTalizalli, 3a0e3nedyrouu
MOXJIMBICTh CTBOPEHHS SIK TJIAJIKUX MaropoiB, Tak 1 CKJIATHUX IEYEPHUX CUCTEM.

Ha npyromy erami anroputm Parallel Marchine Cubes intepnperye cTBopeHe
CKaJIsipHE T0JIe, TEPETBOPIOIOYM MOTO B TPUBUMIPHY TOJITOHAIBHY CITKY. s
IbOTO MPOCTIP PO3AUIAETHCS HAa BOKceNl (KyOu) 1 Ha OCHOBI 3HAYEHb CKAJISPHOTO
MOJIS Y BEpIIMHAX KOKHOTO Ky0a (mapaieibHO B OKPEMOMY MOTOII ), BU3HAYAETHCS
Y1 MPOXOJUTH Yepe3 HbOTO MOBEPXHS JaHAmA(Ty. AJITOPUTM aHAII3Y€E JTOKAIbHI
3HaUCHHA Ta OyJIy€ TPUKYTHUKH, 10 (OPMYIOTH TOBEPXHIO. 3aBIASKH IIHOMY
MPOIIeCy MOKHA OTPUMATH CKJIAJHI aJie OMTUMI30BaHI JJIsl PEHICPHUHTY TTOBEPXHI.
Etanu pobotu anroputrmy:

1)  Inimiamizanii 3SMiHHHX, BU3HAYCHHS 8 BEpIIUH Ky0a

BusHaueHHss BOChMH BepIIMH Ky0a 3HAaXOIATbCA BcepenrHl abo Tmo3a
noBepxHero (puc. 2.2). Lle 3a1icHIOETCS IUTIXOM NIEPEBIPKU KOKHOIT BEPIIMHU Ky0a

3 IIOPOIrOBUM 3HAYCHHAM. HKHIO 3HAa4YCHHA MCHIIIC TO BOHA BBAXXA€THCA BCCpeI[I/IHi
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noBepxHi. Ta CTBOPIOETHCS OITOBE YUCIIO - 1€ CTBOPIOE YHIKAJBHE I1iJIe uncio Bif 0

10 255 (278 xkomOiHaIH 711 8 BEpIIMH Ky0a).

i=0, i< KinbKICTE BEPLMH, i++

Y

HI
Hu BEPLUMHW CEanApHe ZHaYeHHA <= NOPOroES 3HaYeHA

¥ h 4

3HaxoOWTLCA B 30BHI 3HaX0AWTLCA B CepeaunHi
noeepxHi kyba, Ta nosepxHi kyba, Ta Aodae
OTPUMYE 3HAUEHHA LWE oauMH BiT Bez amium
GiToBOMD 3MILYEHHA nonepeaHix

Pucynok 2.2 — [liarpama po60oTu anroputmy (Kpok 1)

2)  BwusHaueHHs nepecideHHX pedep KyOa

Busnauaetncs, ski pebpa kyba dopMyroTh moBepxHio (puc. 2.3). ko
YKOJIHE peOpO HE MEePETUHAETHLCS, AITOPUTM 3aBEpIIry€e 00OpOOKY I OO Ky0a, Tak
K 3 HAM HE MOXJIMBO CTBOPUTH MOBEPXHIO JAaHAMIA(PTY. KO ABI BEPIIUHU, SIKI
dbopmyI0Th pebpo, MarOTh 3HAYCHHS IO pi3HI OOKW Bix (0JHA BCEepeIuHI, 1HINA

30BH1), TO MOBEPXHS MPOXOJIUTH Yepe3 11e pedpo.

Taw

Aryo sHaqveHns pebpa =0

i=0,1= rinekicTs pedep (12), i++

Pucynok 2.3 — [[iarpama po60otu anroputmy (Kpox 2)
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3)  OOumcIeHHS TOYOK MEPETUHY MOBEPXHi 3 KOKHUM pedpoM
SAxmo 3HaieHl nepeTHyTi pebpa (puc. 2.4), anropuT™M OOYHCITIOE TOYKY
MepeTHHY TOBEpPXHI 3 KOXKHUM pebpom. Ile poOuThbCS NUIAXOM JIIHIAHOI

IHTEPIIOJALIT Mi>K JBOMA BEpIIMHAMU peOpa Ha OCHOBI iXHIX 3HAYEHb.

i =0, i< ¥nericTe pebep (12), i++

Arwo Bitoee uncno 1=0

h

Touka nepeTHY NOBEpXHI 3
KOMWHWAM pebpom = JliHifHa
iTepnonAuiA

k2
A

Pucynok 2.4 — Jliarpama po6oTH aJiropuTMy (KpoK 3)

4)  Tenepallisi TPUKYTHUKIB

Ocranniit eran (puc. 2.5) — cTBOpeHHs1 TPUKYTHUKIB. [licast oOYMCIeHHS
TOUOK TEPETUHY aJITOPUTM CTBOPIOE TPUKYTHHUKH, 110 (POPMYIOTH MOJITOHAIBHY
CiTKy. /[Ins 1BbOro BUKOPUCTOBYETHCS TaONMISI TPUKYTHUKIB, $Ka MICTHUTh
1H(}OopMaIrito mpo Te, sIKi BepIIHHN (HOPMYIOTh TPUKYTHUKH I KOKHOI MOKITUBOT

KOMO1Halii nepeTuHiB. MOKIJIMBO 3reHepyBaTH 0 5 TPUKYTHHUKIB Ha OJIMH KYO.
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=10, i < kinekicTs noniroxiE (5), i#+

AEpEITH MOTOUHMA
POZMIP CTIMCKY BEPLUMH

BwSparn Tpw BEpWWHA = TAENWUE
TafIHOE TPEEY TEEEE[OiToze 9BCI0, 3% ]

k

ZEESpWIEHHR
oDpohin aHHOND e

ey

ZSESDWEHHR
ANropUTMY

Pucynox 2.5 — Jliarpama po6otu anroputmy (Kpox 4)

KoHTponboBaHiCTh IIyMy J03BOJISIE HAJAIITOBYBAaTH MapaMeTpH, Takl sIK
4yacToTa, aMIUTTya, Ta MacmTad. [le mae 3Mory cTBoproBaTH sK IUIaBHI mMaropowu,
TaK 1 CKJIQJHINI TIpChbKi penbedu ado MiABOAHI CTPYKTYPH, IO BAXKIUBO JJIS
PI3HOMAHITHOCTI B IrpOBUX CBITax.

['magkicTs 1 Oe3MepepBHICTh € KIOYOBUMH JJII CTBOPEHHS PEaNICTUYHUX
dbopm. Anropurmu, sik-oT Perlin Noise abo Simplex Noise, reHepyroTh MJIaBHI
Mepexoau MK 3HAUCHHSIMH, III0 3a1001rae MosiBl Pi3KUX MEPEXO/IiB Ta apTePaKTiB y
¢biHanpHOMY JaHIIaQTI.

@paKTanpHICTh UIyMYy O3HAYae, 110 HOro CTPYKTYPU MOXKYTh TOBTOPIOBATUCS

Ha PI3HUX MacmTadax, CTBOPIOIOYM CKiIaaHi nerani ganamadty. lle mosBomse
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BIJITBOPIOBATH MPHUPOJIHI OCOOJIMBOCTI, TaKi K TIPChKI XpeOTH abo y30epexoks, 3
BHCOKHM PIBHEM JeTaji3aIli.

Komb6inariss mporerypHoro Imymy Ta mHapayiesIbHOI peaizallli aJroputrmy
Marching Cubes n03BoJisie CTBOPIOBATH peaNiCTUYHI, JETATbHO OMpallbOBaHI

JaHamadTH 13 BUCOKUM PIBHEM KOHTPOJTIO HaJl IXHBOIO (POPMOIO Ta CKIIAIHICTIO.

2.4 BUCHOBOK JI0 IPYTOT0O PO3/1ITYy

B napyromy poszaim kBamiikamiitHoi poOOTH 3ITiIHO MpoaHaTi30BaHUX
METO/I1B MPOIIETyPHOI reHeparlii 0yJio MpOBEJICHO aHalli3 3a KUITbKOMa KPUTEPISIMU,
TaKUMU SIK — TUN CITKW, OOCSAT JIaHMX, PEaroBaHICTh, PIBEHb CKJIAJHOCTI Ta
IPUAATHICTD JIJISl TPUBUMIPHOTO MOJIEIIOBAHHS.

VY3aranpHIOIOYM HaBEJIEHI METOJM MPOIEAYpHOi TeHepaiii JaHamadris,
MO>KHa 3pOOUTH BUCHOBOK, 1[0 KOXEH 3 MIIX0/IB Ma€ CBOI YHIKaJIbHI IEpeBark Ta
HEJIOJNIIKM, SIKI BU3HAYAIOTh iXHE 3aCTOCYBaHHA Yy pi3HHX cdepax. ['eHepaiis Ha
OCHOBI KapTH BUCOT 3a0€e31euy€e BUCOKY HA0UHICTb 1 IPOCTOTY peAaryBaHHs, IPOTe
noTpedye 30epiraHHsi BEIUKOro o0csary AaHuXx. [pperyisipHi CiTKH e(peKTUBHIMII 3
TOYKH 30pYy OOCSTY NaHWX, aje CKJIAJHINI JJIi pelaryBaHHS Ta JUHAMIYHOTO
ocBITJIeHHs. TalaoBl cUCTEMU MIAXOAATH Al 2D-renepariii, xoua i oOMexeH1 y
BUKOpHUCTaHH1 Jyist 3D-KOHTEHTY.

Anroputmu Marching Cubes Ta Marching Tetrahedra € edexTuBHUMU
IHCTpPYMEHTaMH JJi1 CTBOpEHHs ckiaagHux 3D-nmangmadris. 3oxkpema, Marching
Cubes n03BONsiE TEHEPYBAaTH pPEATICTHYHI TIOBEPXHI 3 BOKCEIBHHUX [AHUX,
3a0e3nedyroun 0anaHc MK JeTani3alliero Ta NPOIyKTUBHICTIO.

Y pozninmi Oyiao mpoBeneHO aHami3 3aco0iB  peaiizailii  aaropuTMy
MpOLIETypHOI TeHepalii JaHAmadTiB, BKIIOYAIOYA MPOTpaMHI PIMICHHS IS
CTBOPCHHSI TPUBHMIpPHHX CIIeH, Taki sk Unity, Autodesk Maya ta Three.js. Byio
3MIMCHEHO  TOPIBHSJIBHUN  aHali3 WX  IHCTPYMEHTIB 32  KPUTEPIsIMU
GyHKIIOHATBHOCTI,  MIATPUMKA  QJITOPUTMIB  MPOIEAYPHOI  TeHeparlii,

MPOYKTUBHOCTI T4 THYYKOCTI HaJallITyBaHb.
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Pymrii Unity oOpaHO OCHOBHHMM CEpEIOBHIIEM JUIS peaji3alii alropuTMy
Marching Cubes. Takuii BuOip 00yMOBIEHHI MIUPOKUMHU MOKIUBOCTSAMU PYIIIs
JUTs1 pOOOTH 3 TPUBUMIPHUMH BOKCEITbHUMU TAHUMH, MATPUMKOIO C# 17151 po3po0KU
CKPHITIB, a TAKOXK HASIBHICTIO BOYI0BaHUX (DI3MYHUX Ta Bi3yaJIbHUX KOMIIOHEHTIB,
0 JI0O3BOJISIIOTH CTBOpIOBATH ckjiaaHi 3D-manamadTd 3 BHCOKMM piBHEM
JeTani3aii.

J1Jist TOCSITHEHHS TIOCTABJICHUX I11J1eil OyJ10 BUKOHAHO TaKi 3aBJaHHS:

1. IIpoananizoBaHO JOCTYIMHI MPOTpaMHi 3aco0M I peajizallii mpouemxypHoi
reHepartii JJanamagdris.

2. OmineHo (yHkiionanbHi MoxiuBocTi Unity, Autodesk Maya ta Three.js.

3. O6rpynroBano BuOip Unity sK HaWOiIBII MPUIATHOTO CEPEIOBHINA IS
po3pobku anroputmy Marching Cubes.

Pe3ynpTati AaHOTrO NOCHIIKEHHSI CTald OCHOBOKO JUJISl MOAAJIBIIONO €TaIly
poOOTH, TPHUCBAYEHOTO MPOEKTYBAaHHIO Ta MPOrpaMHid peanizalii aaropuTMmy

MPOLIeTypHOI TeHepallii JauamadTiB.
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PO3/11J1 3. PO3POBKA AJITOPUTMY ITPOLEAYPHOI 'EHEPALIII
JAHJIIADTY I'PU

3.1 Po3po0Oka anroputmy

[IpoekTyBaHHs CUCTEMH IPOIIEAYPHOI FreHepallii JaHaAmadTiB MOAUIIETHCS Ha
JIB1 OCHOBHI YaCTHHHU, KOXHa 3 SKUX BIJIMOBIAA€E 3a OKpeMHH eTanm 0OpOoOKH JTaHUX

Ta (popMyBaHHS KiHIIEBOTO pe3yabTaTy (puc. 3.1).

& Frequency
& Cffset
« Meragel

1 VorelArray

Pucynok 3.1 — /liarpama kiaciB mpoeKTy

[lepmia yactuHa nepeadavyae po3poOKy 0a30BHX Ta CIeliali30BaHUX KJIAaciB
JUTSL TeHeparlii myMy, SKUil BAKOPUCTOBYEThCS SIK OCHOBA JiIsl (POpMyBaHHS KapTu
BUCOT. ba3oBum enemMeHTOM cuctemu € aOcTpakTHui iHTepderic INoise, sxuit
BHU3HAYA€ 3arajibHy CTPYKTYpPY METOIB Il CTBOPEHHS MPOLETypHUX 1IyMiB. Bin
CIIYTy€ OCHOBOIO JUISI BCIX TTOAAQNBIIHNX peasizaliii.

Kitac Noise Buctymnae 6a30B0r0 peaizalii€ro, sika MOKe BKJIFOUaTH CTaHIapTH1
METOJM 1HiIiai3ali, MaciTadOyBaHHs Ta HOpMasi3allii ITyMOBUX 3Ha4yeHb. BiH
3abe3rneuye cnulbHUN (yHKIIOHAI AJis BeiX TumiB mymy: PerlinNoise, ValueNoise,

WorleyNoise, SimplexNoise, VoronoiNoise, FractalNoise.
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Jlpyra dacTuHa TMPOEKTYy 30CepelkeHa Ha MOOYyJOBl TPUBHUMIPHOTO
JaramadTy Ha OCHOBI 3r€HEpOBaHMX ITyMiB. BoHa peai3oBaHa uepe3 HaCTyITHHMA
Hallp KJaciB, BIAMOBIJIAJBHUX 3a OOpPOOKY BOKCEIBHHUX JaHUX Ta IOOYJIOBY
noyriroHanbHOI citku: MarchingCubes, Marching, VoxelArray.

[Ilo6 po3moyaTd CTBOPEHHS TMPOIEAYPHOro JaHAmadpTy, HEO0OXIIHO
CTHOYaTKy peaizyBaTu CUCTEMY Ui TeHepallii Iymy, sika Oy/ie BIAIOBIAATBHOIO 32
CTBOpEHHS 0a30BOT0 CKASIpHOTO MMoJtsl. J{aHi Kilacu BU3Ha4aroTh (hOpMY Ta BUCOTY
penbedy, Ha OCHOBI sKOTO Oyje MoOyI0BaHA MOJIIrOHAJbHA CITKA Y HACTYIMHHUX
etamax. Po6ora 3 rymamu opraHizoBYy€eThCs Uepe3 HU3KY KIIaciB, sIKi 3a0e3MeuyoTh

pI3H1 METOIM TeHepallii BUIIaJKOBUX 3HaueHb (puc. 3.2).

FractalNoise INoise
Enacc WHTepdeiic Abstract Knacc

4 CeolcTea 4 CeolicTea 4 CBoWcTBa

Amplitude r. d _," Amplitude
Amplitudes s y oy & Freguency

Frequencies = & or A oftset

CB
“
4
(9
e Frequency 4 Metogbl
£ Gain &

& Lacunarity

& QOctaves

&

it B Updatesesd

4 MeToagl

7 FractalMoise [+..
7] OctavelD
@ Octave2D
) Octave3D
T Sample1D
T sample2D PerlinNoise ValueNoise WorleyNoise
Kaace Kaace Kaace
=+ Noise =+ Noise =+ Moise

T SampleiD
[ UpdateTable {+..

SimplexNoise ¥ VoronoiNoise W
Knacc Knacc
+ Noise + Noise

Pucynok 3.2 — Knacu, 1110 BiJIIOBIIal0Th 32 T€HEPAIIito ITyMy

[lepmmii kpox — cTBOpeHHs iHTep(deiicy INoise, sikuil Bu3Hauae 0a30BHIA
Ha0ilp (YHKIIOHATBHUX MOXJIMBOCTEH Ui TreHepalii HIpoUeAypHOro IIyMy Yy
TPUBUMIPHOMY TMpocTopi. BiH po3poOneHuii TakuM 4YMHOM, 00 3a0e3NneunuTH
€IVHUM TIIX1J A0 CTBOPEHHS PI3HUX alrOpUTMIB Iymy, Takux sk Perlin Noise,

Simplex Noise Ta ixmmi. e 703BosIE MOTPUMYBATHCS IPUHITUIIIB MTOTIMOP(Di3My Ta
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IHKAICyALii, 110 MOKpallye THYYKICTh 1 PO3LIMPIOBAHICTb CUCTeMH. JlaHuit
iHTepdeiic Mae 3 KITIOYOBI ITapaMeTpu:

o Frequency, BmacTuBICTB, sIKa 3a/1a€ 4acTOTy IIIyMYy, TOOTO KUIBKICTh
MOBTOPEHb TMAaTepHYy B 3aJaHOMY MpocTopi. Bucoka dWactoTa MPU3BOIUTH [0
JPIOHIIIKX JeTajell y 3reHepoBaHOMY JaHamadTi, TOJI1 K HU3bKa YaCTOTa CTBOPIOE
O1BII TUTABHI TA BEJIUKI CTPYKTYPH.

o Amplitude — Busnavae amiutiTyay (iHTEHCHBHICTH) 3HAY€Hb IIIyMY.
Bona xoHTpomoe Macmtad 3MIHM BHCOTH peibedy, 1€ OUIbI 3HAYCHHS
CTBOPIOIOTH O1IBIIT KOHTPACTHI BUCOTH 1 TJIMOWHH.

o Offset (3cyB) — Bnactusicte Vector3, 1mo 103BOJII€ 3MICTUTH IIYM Y
IIPOCTOP1 HA TIEBHUI BEKTOP.

Kpim 1iporo intepdeiic peanizye QyHKIi, 00 oTpUMaTy 3HAYCHHS IIyMY

TSl pi3HUX HA0OpiB ocelt y mpoctopi (puc. 3.3):

. ﬁamplelﬂ(

. éample!ﬂ(

. Eampleﬂﬂ(

Pucynok 3.3 — Peanizauis QyHKIIH, 1711 OTpPUMAaHHS 3HAYEHb IIIyMY

Meroau Samplel D(float x), Sample2D(float x, float y) Ta Sample3D(float x,
float y, float z) B intepdeiici INoise BUKOHYIOTh BUOIPKY 3HAYECHB IITyMY Y TPOCTOPI
PI3HOI PO3MIPHOCTI, 3a0e3Meuyro4yr TeHepalilo BUMAJAKOBUX JaHUX IS PI3HUX
uineit. Merog Sample1D BUKOpUCTOBYETHCS I OTHOBUMIPHUX €(EKTIB, TAKUX SIK
reHeparisi JIHIMHUX BUCOTHUX KapT. Sample2D no3Bonse mnpamioBatu 3
JBOBUMIPHUMHU IIJIONIMHAMH, IO € TUIOBUM JJIsi CTBOPEHHS BHCOTHUX KapT

nanamadTiB, TEKCTyp abo kapT penbedy. Sample3D posmmproe MOXKIUBOCTI 10
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TPUBUMIPHOTO IIPOCTOPY, 10 OCOOIMBO KOPUCHO IS BOKCEIBHUX CBITIB, TEYEPHUX
cucteM abo CUMYJIAIIN 00'€MHHUX CTPYKTYP, /i€ 3HAUEHHS IIIyMYy 3MIHIOEThCS y BCIX
TPHOX KOOpJAWMHATaX. YCi Ii METOAW MPUHMAIOTh KOOPAWHATH Y BIiAMOBIIHOMY
BHMIpi Ta MOBEPTAIOTh YMCIOBE 3HAUYCHHS, 110 BiAOOpaXKa€e IHTEHCUBHICTH IIyMY B
JTaH1i TOYII.

Peanizamiss metomy UpdateSeed(int seed), mae MOXIUBICTHP B MOXiTHUX
KJ1acax, 30eperTy KOHKpeTHY IreHepallito JaHamadTy 3a YIUCIOBUM 3HAYCHHM, a00

JUTsl €PEKTUBHOTO TECTYBAHHS aJITOPUTMY.

Noise : INoise

t Frequency { get; set;

t Amplitude {

Vector3 Offset {

c Noise()

t SamplelD(float x);

t Sample2D(

t Sample3D(float

| UpdateSeed(int seed);

Pucynok 3.4 — Knac Noise

AlGcTtpaktHuii kiac Noise (puc. 3.4) 3abesneuye 0a30By CTPYKTypy IS
CTBOPCHHSI PI3HMX THIIB TPOLEIYPHOTO IIIyMYy, BHUKOPHCTOBYIOUW TIPUHIIAITH
abctpakilii Ta HachniayBanHs. Bin peanisye iHTepdeiic INoise Ta MiCTUTH OCHOBHI
BJIACTHBOCTI JIUIs yIIpaBJIiHHS mapameTpamu mymy: Frequency, Amplitude, Offset.

Konctpyktop Noise() € TMOpPOXHIM, OCKUIBKA OO'€KT WBOTO KJacy
0e3mocepeTHbO HE CTBOPIOETHCS — BiH JIMIIIE 33/1a€ OCHOBY IS JOUIPHIX KJIACIB.
OcHosHi metoau SamplelD(float x), Sample2D(float x, float y) Ta Sample3D(float

X, float y, float z) orosoieni sk abCTpakTHi, 110 03HAYAE, 110 KOXKEH KJIac-HaIla 0K
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MOBUHEH peali3yBaTH iX BIAMOBIAHO 10 KOHKPETHOTO alroputMy Imymy. lle
JI03BOJISIE CTBOPIOBATH Pi3HI BapiaHTH IiyMy (Hanpukian, Perlin, Worley, Simplex)
3 OJIHAKOBOIO CTPYKTYPOIO.

Meronx UpdateSeed(int seed) Takok oroyionieHuit sk aOCTPaKTHUN JIJIS1 TOTO,
o0 KOXXEH aJrOpuTM MIT peaji3yBaTH BJACHMM MeXaHI3M 1Himiamizamii, 1o
3a0e3revyy€e KOHTPOJIbOBAHICTh 1 TOBTOPIOBAHICTh PE3YJIbTATIB.

Kimac PerlinNoise (puc. 3.5) peanizye anroput™ Ilepmina ans reHeparii
nporeaypHoro Imymy. Lleii anroputMm, € OJHUM i3 HAWUMOMyJISPHIINIMX METOMIIB
reHepaii 3r1aPKEHUX BUIAIKOBUX 3HAYCHb, SKi 9aCTO BHUKOPHUCTOBYIOTHCS IS

CTBOPEHHSI BACOTHHUX KapT, TEKCTYp Ta MPOLETYyPHUX JIaHIA(TIB.

frequency, amplitude = 1.8f)

Frequency = frequency;
Amplitude = amplitude;

or3.zero;

Permutatio 1624, 255, seed);

UpdateSeed( seed)

Perm.Build(seed);

SamplelD(

x = (x + Offset.x) * Frequency;

Pucynok 3.5 — Knac PerlinNoise

Kiac PerlinNoise ycnaakoBye 6a30Buil abcTpakTHuUit ki1ac Noise Ta peanizye
BCi abctpakTHi metomu, 30kpema SamplelD(), Sample2D() 1 Sample3D() mus
BUOGIPKH IIyMy Y MPOCTOPax pi3Hoi po3MipHocTi. Moro 3aBnaHHs — 0GYHCIIOBATH
3HAUCHHS IIyMY IS 3aJJaHUX KOOPIAWHAT, 3aCTOCOBYIOUH anropuTm llepiina, skuit

CTBOPIOE IIABHI TPAAIEHTHI MEPEXO0IA MI>K TOUKAMHU.
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KoucTpykrop iHimiamizye napamerpu mymy, 30kpema Frequency, Amplitude
ta Offset. CrBoproe o0'ekt PermutationTable mis kepyBaHHS BUNAAKOBUMU
3HAYEHHSIMU Ta KOHTPOJIIO TIOBTOPIOBAHOCTI Yepes seed.

BnpoBamkenHss  aOCTpakTHHX  METOMIB  Ma€  HACTYNHUM  BUIIIAL:
SamplelD(float X) — Bubipka y 1D-mpoctopi. AITOPUTM OOUKCITIOE 3HAUCHHS ITIyMY
JUIsl OJTHIET KoopauHaTH, BU3Hadatoun muticHy (ix0) ta apo6oBy (fx0) gactunum
KoopauHaTh. [10TIM OOUHMCITIOETHCS 3TJIAPKEHE 1HTEPIOIbOBAHE 3HAYCHHS IIyMY
MDK JBoMa cycigHiMu Toukamu. Sample2D(float x, float y) — BUKoHye renepariito
BUOIpKy y 2D-mipocTopi.

Sample3D (puc. 3.6) — mnpamtoe y 3D-mpoctopi. BuxopuctoByeThCs
pO3LIMpPEHa BEPCis aIrOpUTMY, sIKa BPaxOBY€E BICIM CYCIJHIX TOUOK y KyOIYHOMY
npocTopi. 3HAUYEHHA OOYHUCIIOIOTHCS 4Yepe3 O0araTOCTyNEHEBY IHTEPIOJISILII0
(coyaTky 1O Z, IOTIM MO Y 1 X).

Sample3D(
{

fyd, fz8, fx1, fyl, fzl;
L] T
1, nx8, nxl, n8, nl;

nx8 = LERP( r, nxy8, nxyl J;

nxy® = Grad(Perm[ix8, iy@ + 1, iz8], x8, fyl, +z8);
nxyl = Grad(Perm[ix8, iy@ + 1, iz8 + 11, x8, fyl, fzl1);
nxl = LERP( r, nxy®, nxyl );

ne = LERP( t, nx8, nx1 );

nxy® = Grad(Perm[ix8 + 1, iy®, 6 iz8], +x1, fy8,6 +z8);
= Grad(Perm[ix8 + 1, iyB, iz@ + 1], #x1, fyB,6 +z1);
nx@ = LERP( r, nxy®, nxyl );

nxy® = Grad(Perm[ix® + 1, iy® + 1, iz8], #x1, fyl, fz8);
nxyl = Grad(Perm[ix@ + 1, iy® + 1, iz@ + 1], fx1, fyl, fz1);
nxl = LERP( r, nxy®, nxyl );

nl = LERPC t, nx8, nx1 J;

Pucynok 3.6 — @ynkiis Sample3D

Takox B Kj1aci BAKOPUCTOBYETHCSA JOMOMIKHI METOAM cepel SIKUX (PYHKIis

3rAIa/KyBaHHS, 10  BHUKOPUCTOBYE  MOJIHOMiaNbHY  ¢opmyiy.  Bona
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BUKOPUCTOBYETHCS JJII CTBOPEHHS TJIABHUX TIEPEXOMIB MK 3HAYEHHSMHU MIyMY.
Takox BUKOPHUCTOBYETHCS JIIHINHA 1HTEPHOJIALIS MK JBOMAa 3HAYCHHSMH a Ta b:
private float LERP(float t, float a, float b) returna +t * (b - a).

Meromu Grad (puc. 3.7) y kiaci PerlinNoise BiAmoBigaroTh 3a 00U CICHHS
I'PAJIIEHTIB Y MPOCTOPAX P13HOT PO3MIPHOCTI Ta BUKOPUCTOBYIOTHCS JIJISI CTBOPCHHS
BUITAJIKOBUX HAIPSMKIB, [0 BIUIMBAIOTh HA (hOPMYyBaHHS 3HaUCHb mIymy. [ pamieHT
€ KJIIOYOBUM €JIEMEHTOM anroputmy llepiiHa, OCKIIbKM BHU3HA4Ya€ HANpPSIMOK Ta
IHTEHCUBHICTh 3MIHM 3HAYEHHS IIYMy MDK TOYKaMu BUOIpKHU. YcCl Bepcii MeToay
OTPUMYIOTh BHIAJKOBUN hash Ta koopAauHATH TOUYKM, MICIS YOTO OOUPAIOTH
HAIPSIMOK 3MIIIECHHS, [PYHTYIOUHUCh Ha MAHIIMYJISIIAX 3 O1TaMU Xely.

VY 1D npocTopi MeTO 1 JINIIE€ TOBEPTAE 3HAUEHHS, TOMHOKEHE Ha BUIAIKOBUI
3HAK. Y IHIIMX BaplaHTax (PyHKI1i BUKOPUCTOBYIOTHCA Pi3HI KOMOIHAIli KOOpAUHAT
(X, y, z, t), mo 3abe3nedye CKIATHINI MATEPHHU IMIyMy. ['pafieHTHUI HampsIMOK
3MIHIOETBCS 3aJICKHO BiJ] MOJIOAIIMX OITIB XElly, a pe3yJIbTaTH MacIITaOyrOThCs
BIIMOBIAHO /1O BijAcTaHi Bix 0a30Boi Touku. Ile m03BOJIsE CTBOpIOBATH ILIaBHI
nepexoau MK oOOJacTsIMU 3 PI3HUMHU 3HAUYCHHSAMH IIyMy, 3a0e3leuyioun

PEATICTUUHICTh NPOUEAYPHUX TEKCTYp Ta JIaHIA(TIB.

Grad( hash,

;
+ (h & 7);
) grad = —grad;
return (grad + x);

Grad(

h = hash & 7
u=
v=h<d
return ((h & 1) ! ? :u) + ((h &2) 1=8 7 -2.8F * v : 2.8F * v);

¥,
= 12 |[|h=14 ? x : 7
T

v = ?
return ((h & 1) ! ? :u) + ((h&2) 1=87 v :v);

return ((h & 1) W+ (h&2) =872 v :v)+((h&EW =87 -w: w);

Pucynok 3.7 — ®ynkuii Grad()
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Hactynnauit kimac ValueNoise, 1o peanizye anropuTM IpoieypHOro mymy,
Biomuit sk Value Noise (1irym Ha OCHOBI 3Hau€Hb). L{ell anropuT™ € CrpoIieHo
albTEpPHATUBOIO  KjacuyHoro 1mymy [lepmina, g€  3aMmicTh  T'paJli€HTIB
BUKOPUCTOBYETHCS IHTEPITOJIAIIS BUITAIKOBUX 3HAYCHbD.

Knac ValueNoise ycnaakoBye 6a30Buii kiac Noise Ta peanizye iHTepderiic
INoise. OCHOBHHMM 3aBAaHHSIM IHOTO KJacy € TeHepalis IIyMy IIISIXOM
IHTEepPHONAIT MIDK BHUIAIKOBUMH 3HAUYCHHSAMM, OTPUMAHUMH 3  TaOJHMIN
nepecraHoBok PermutationTable.

KimrouoBa BiaminnicTs Bifg PerlinNoise momsirae B Tomy, mo ValueNoise
MpaIfoe 3 BUIMAJKOBUMH 3HAYEHHSMU Yy BY3JIax CITKHM, a He 3 TpajieHtamu. Lle
pOOUTH HOTO MEHII ACTAILHUM, aji¢ BOJHOYAC TPOXH IIBUIIINM Y OOUHCIICHHSX.

KoHcTpykTOop naHoro kiacy crBoproe 00'ekT PermutationTable s

30epiraHHs BUIAJAKOBHX 3HAUYCHb 13 BAKOPUCTAHHAM mapameTpy seed.

. DermutationTable Perm { ; i 1

18 seed, frequency, amplitude = 1.84)

Frequency =
Amplitude =

UpdateSeed( seed)
Perm.Build(seed);

SamplelD(

x = (x + Offset.x) = Frequency;

Pucynox 3.8 — Knac ValueNoise

Metoau SamplelD(float x), Sample2D(float x, float y) Ta Sample3D(float x,
float y, float z) y xmaci ValueNoise BUKOHYETHCS QITOPUTM ILISXOM TOJLTY
MIPOCTOPY HA PETYISIPHY CITKY, J€ KOXKEH BY30JI MICTUTh BUMAJKOBE 3HAYCHHS 3

Tabnuill nepectaHoBoK PermutationTable.
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[Ipu BukMKy MeToxy Sample, Uit MOTOYHOI KOOPAMHATH BU3HAYAIOTHCS 11
[IJIOYKCETbHA Ta Jpo0OOBa YACTHUHU, MICSA YOTro BiIOYBAETHCS THTEPHOJISAIIS MIXK
3HAQYEHHSMM Y CYCIIHIX By3Jax CiTkHM. JIj1si 3MeHIIeHHs rpadiuHux apredakTiB
BUKOPHUCTOBYEThCsl (PyHKIis 3rimamkyBanHs FADE, ska 3acTocoByerbes 10

JpoOOBOi YaCTUHM KOOPJIMHAT IEepe]T IHTEPIIOIAIIETO.

SamplelD(
{

x = (x + Offset.x) * Frequency;

;
x8 + 11;
n = LERP(s, n8, nl) * Perm.Inverse
n=mn=*2.68f - 1.8F;

return n * Amplitude;

Sample2D(

x = (x + Offset.x) * Frequency;

v y + Offset.y) * Frequency;
ixB, iy@;
fx8, fy8, s, t, nx@, nx1, n@, nl

ix@ = (int)Mathf.Floor(x];
iy8 = (int)Mathf.Floor(y);
fxB = x -

nxl = Perm[ix8, iye + 1];

né = LERP(t, nx8, nx1);

nx8 = Perm[ix® + 1, iy@];

nxl = Perm[ix® + 1, iy@ + 11;
nl = LERP(t, nx8, nx1);

Pucynok 3.9 — Metoau Sample kimacy ValueNoise

OcHoBna BigMiHHICTh MK ValueNoise Ta PerlinNoise mossirae y croco6i
BUOIPKM 3Ha4Y€Hb Yy By3iax ciTku. Y ValueNoise 1is K0KHOTO By3ia 30€epiraeTbest
BUIAJIKOBE 3HAYEHHSI, SKE IHTEPIIONIOETHCS MIK CYCIIHIMU BY3JaMH, TOMIl SIK
PerlinNoise BUKOPUCTOBY€E TPai€HTH — BEKTOPH HAIPSMKY, 1110 BIUIMBAIOTH Ha
3HaueHHs mymy. Lle poouts PerlinNoise O11bIII MJIaBHUM 1 I€TalII30BAHUM, TO/I1 K
ValueNoise € mpocTtimmM, ajie MOXK€ BHUIJIAJATA MEHII TPHUPOJHO Uepes
JMCKPETHICTh BUMAJKOBUX 3HA4eHb y By3iax. Value Noise TakoXX Mae HUKIY
OOYHMCITIOBANIbHY CKJIAJIHICTh, OCKUIBKM HE NOTpedye OOUYMCIEHHS BEKTOPHUX

TPaJiEHTIB.
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Knac PermutationTable (puc. 3.10) npusHadenuii uiss CTBOpEHHS TaOIUIl
MIEPECTaHOBOK, SIKa BUKOPHUCTOBYETHCS B aITOPUTMax MPOICTyPHOTO IIyMy st
reHepaitii nceBIoBUMaAKOBUX 3HaueHb. KoHcTpykTop PermutationTable(int size, int
max, int seed) npuiiMae Tpu mapameTpu: size (po3Mip TabuIll), max (MaKCUMaIbHE
3HAYEHHS JJIs1 HopMaJtizalii) Ta seed (YUCIIO A5 reHepallii BUNIaJKOBUX 3HAYCHB ).
[Tons Size, Max Ta Seed iH1I1a113yIOTHCS 3HAUSHHSAMH 3 TApaAMETPIB, TO1 IK Wrap
BUKOPHUCTOBYETHCS ISl OOMEXKEHHS 1HeKcallli Ipu JOCTYII O €JIEMEHTIB TaOIHII].
[Tone Inverse o0UHCITIOETHCS SIK 0OepHEHE 3HaYeHHsI Max 1 BUKOPUCTOBYEThCS IS

HOpMaJTi3allii 3HaueHsb y miamas3odi [0, 1].

Seed {
Max { g
Inverse {

Wrap;

Inverse = 1.
Build(seed);

Build( seed)

Pucynox 3.10 — Kitac PermutationTable

Merton Build (puc. 3.11) BignoBigae 3a iimianizaiito Tabauill nepecTaHOBOK
3 HOBUM mnapameTpom Seed. Bin ctBoproe HoBuii MacuB Table posmipom Size Ta
3allOBHIOE HOT0 BHUMAJKOBUMH 3HAUYEHHSMH 3a JOMOMOTOIO CTaHIApPTHOTO
reHepaTopa BunajakoBux uncen System.Random. ¥V knaci peanizoBasi iHjekcaTopu
(this[int 1], this[int 1, int j], this[int 1, int j, int k]), siKi TO3BOJIAIOTH OTPUMYBATH
BUIAJIKOBl 3HAYEHHS JJI1 OAHOBUMIPHMX, JBOBUMIPDHUX Ta TPUBUMIPHHUX

KOOpAHHAT. Bonu [Ipanror0Th 3a IPUHIOUIIOM BKJIaJICHUX O6‘-II/ICJ'ICHI), A€ 3Ha‘-IeHH$[j
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Ta k momaroThbes A0 MOMEpenHIX pe3yNbTaTiB 13 BUKOPUCTAHHSAM OmNepaii ams
0oOMeKeHHs BUXOAY 3a Mexxi Ta0nuii (Wrap).

Kiac 3abe3nedye yHikanabHI BHUMAJKOBI 3HAYEHHS Ha OCHOBI IEpPeaaHOro
napameTpy (seed), 1mo A03BoJsiE CTBOPIOBATH a00 BiATBOPIOBaHI MAaTEPHU IIYMY.
[le miaxia BaXXIUBUM JUIsI KOHTPOJIIO HaJl TeHeparliero jdaHamadTiB, TEKCTyp Ta
IHIITUX TIPOIIETYPHUX €IEMEHTIB, OCKUIBKH OJTHAKOBHM seed 3aBKI1 Ja€ OTHAKOBUI

pe3yJIbTarT, 110 He0OX1THO ISl TECTyBAaHHS Ta BIITBOPEHHS CIIEH.

id Build(int seed)

if (Seed = seed && Table != null) return;
Seed = seed;

T
Table = int[5ize];

m rnd = new System.Random(Seed);

L = Size: di++)

Pucynok 3.11 — Metona Build

Knac VoronoiNoise peanizye anropuTM reHepailii NpoueAypHOro Mymy
(Voronoi Diagrams). B ocHoBi VoronoiNoise J€XUTbh KOHIEIMIISA Jiarpam
Boponoro, ne mnpoctip po30WBaeThcs Ha KOMIPKH, a I KOXXHOI TOYKH
OOYHCITIOETHCS BIJICTaHb 10 HAHOMMKYUX BUMAIKOBO PO3TAIIIOBAHUX KOHTPOJIBHUX
Touok (feature points). Ile mpu3BOAUTH 0 YTBOPEHHS KIITUHHUX CTPYKTYp 13
JITKUMH MEXaMHd MK 00JacTAMHU, IO POOUTH MOro 1I€aIbHUM ISl CHMYJISIIl
NPUPOAHUX TPIIINH, KIIACTEPHUX YTBOPEHb a00 O10JIOTTUHUX TEKCTYP.

['onoBHa BigMiHHICTE VoronoiNoise y TOMy, 110 BiH MPAIO€ 3 JUCKPETHUMU
ocepelkaMUd Ta BIJICTAaHSIMHU J0 KOHTPOJBHUX TOYOK. Ile pobuth VoronoiNoise
NPUAATHUM JJI1 CTBOPEHHS YITKMX KIITHHHUX TEKCTyp, Toal sik PerlinNoise Ta

ValueNoise kpariie maxoasaTh s IJIaBHUX OPTaHIgHUX (OpM.
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VY koHcTpykTOpi (puc. 3.12) 3a1ar0ThCsl MOYATKOBI 3HAYCHHS MapaMeTpiB:
Frequency, Amplitude, Offset, Distance Ta Combination. Tabnuus nepectaHOBOK
HIIAMI3YETHCA 3 BUKOPUCTAHHAM 3aJ1aHOTO0 seed /11T KOHTPOJIIO BiATBOPIOBAHOCTI

pe3yIbTaTiB.

ProceduralNoiseProject

VORONOI_DISTANCE { EUCLIDIAN, MANHATTAN, CHEBYSHEV };

VORONOI_COMBINATION { D@, D1_D8, D2_D@ };

VORONOI_DISTANCE Distance {

VORONOI_COMBINATION Combination {

e PermutationTable Perm { = ot
Noise( seed, frequency, amplitude = 1.8F)

Frequency = frequency;

Distanc: VORONOI_| -EUCLIDIAN;
Combination = VORON NATION.D1_D@&,;

Parm = PermutationTable(1824, MaxValue, seed);

Pucynok 3.12 — Kiiac VoronoiNoise

Meronu knacy VoronoiNoise BiApi3HAOTECS Bin MeTodiB y PerlinNoise Ta
ValueNoise Hacamriepe ] MPUHITMIIOM T'eHepallii myMy Ta IMiIx00M 10 00UHUCIeHHS
3HAYCHb.

Meron Distancel(), Distance2() ta Distance3() BUKOPUCTOBYIOThCS IJIs
oOuncIieHHsT pi3HUX TUMIB BiactaHed Mik Toukamu (Euclidean, Manhattan,
Chebyshev), 1110 103B0JIsI€ KOHTPOJIOBATH (POPMY LIIYMY.

Meton Insert(Vector3 arr, float value) peanizye copTyBaHHS MacuBY Ta
30epiraHHs HaWOMMKYMX  KOHTPOJBHUX TOYOK 3a TPHUHIIUIIOM BCTaBKH,
ngonomararoud €(heKTUBHO 3HAXOAUTH HAMOJMKU1I TOYKH 110 3aJaHOI KOOPIAWHATU

BUOIPKH.
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ProbLookup(float value) BianoBigae 3a BU3HaYEHHS KiJTHKOCTI BHIAJIKOBUX
TOYOK Y KOKHOMY KyOi IpocTOpy, BUKOPHCTOBYIOUH po3noait [lyaccoHna, mo nomae
BapI1aTUBHOCTI IITyMYy.

Merox Combine (puc. 3.13) o0'eqHye pe3ynbTaTH OOYHCICHHS BiJCTaHEH
3aJIeKHO Bij1 BuUOpaHoro pexxumy koMOiHariii (D0, D1 _DO0, D2 DO0), mo BriiiuBae Ha
JeTali3alilo Ta KOHTPACTHICTh 3TeHEepoBaHUX TekcTyp. Lli meroam pasom
3a0€3MeuyI0Th YHIKaJIbHY KIITUHHY CTPYKTYpY 1ymy VoronoiNoise, BIIMIHHY BiJl
OinbIN TUIAaBHUX Ta Oe3lepepBHUX TEKCTyp, cTBoproBaHux PerlinNoise Ta

ValueNoise.

t Combine(Vector3 arr)

switch{Combination)

{

VORONOI_COMBINATION.D@:
return arr[@];

VORONOI_COMEINATION.D1_DS:
return arr[1] - arr[8];

VORONOI_COMBINATION.D2_D8:
return arr[2] - arr[8];
}

return 8:

r

Pucynok 3.13 — Meton Combine

Hactynuuit knac WorleyNoise, popMye ajiropuT™ mpoleaypHOro mymy Ha
OCHOBI1 aiarpam Bopui, siKuii reHepye TEKCTYpH 3 XapaKTepHUMHU KIITHHHUMHU
CTPYKTypamu, W10 YacTO BUKOPUCTOBYIOTHCS [UJIi MOJEIIOBAHHS IPUPOIHUX
TEKCTYp, TAKUX K OCEPEJIKM B KaMEHI, TEKCTYpHU TPILUIMH a00 OpraHiyH1 MOBEPXHI,
e poOUTH CXOKHUM Ha anroput™ Boponoro.

OCHOBHHMM €JIEMEHTOM QJITOPUTMY € TMOIIYK HAWOMMKYMX KOHTPOJBHUX
TOYOK Y KOKHOMY OCEpElIKYy Ta OOYMCIIEHHS BIJICTaHEW 10 HUX 3a JIONMOMOTOIO
pizanx metpuk (Euclidean, Manhattan, Chebyshev). OcHoBHuii mMeTon BuOipKH

Sample (puc. 3.14) pozOuBae mpocTip HA peryJisipHi KyOiuHI OCEPENIKH, TICIIs YOTo
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AJI1 KOJKHOTO OCEPCAKY BU3HAYAIOTHCA BI/IHaI[KOBi KOHTpOJ'H)Hi TOYKH, KOOPAWUHATHU

SKUX 3MIIICH] 3a JIONMOMOT010 apamerpa Jitter.

SamplelD( x)
x = (x + Offset.x) * Frequency;

Pi8 = (int)Mathf.Floor({x);
PfB = Frac(x

pX = W
([8] = Perm[Pif@ -
pX[1] = Perm[PiB];

pX[2] = Perm[Pif + 1];

de, di, d2;

F@ .PositiveInfinity;
F1 .PositiveInfinity;
F2 .PositiveInfinity;

px, PY, PZ;
OXX, OXY, OXZ;

Pucynok 3.14 — Meton Sample

JUist  3HaXOMKEHHS HAMOMMKYMX TOYOK BHUKOPUCTOBYETHCS  METOJ
MOPIBHSIHHSL BIJICTaHEM, MICJSI 4OTO 3acTocoByeThbesi meton Combine(), Akuid
JI03BOJIsIE KOMOIHYBaTH pe3yJbTaTH 3a Kuibkoma miaxoaamu (DO, D1_DO0, D2 DO).

VYHIKaIbHUMHU OCOOJMBOCTSIMU IOTO KJIACYy € BUKOPUCTAHHS (h1KCOBAHUX
koepimientiB K ta Ko s Hopmanizanii 3Ha4eHb Ta 3TIa)KEHHS IIyMY, a TaKOXK
BUKOPHUCTAHHS CIICIiaIbHUX JOMOMDKHMX MeToJiB Frac Ta Mod (puc. 3.15) mns
oOuuciieHHs 1poOoBuX YacTuH koopauHat. WorleyNoise 11eajibHO TIXOAUTh JJIs
CTBOPCHHsI K aOCTPAaKTHHX TEKCTYp, TaK 1 TEKCTYp IJI CUMYJISAIT MPUPOTHUX
MOBEPXOHb, 3a0€3MeUyIoun MIMPOKUM KOHTPOJIb Hall (OPMOIO Ta HeTali3ailiero

myMmy 3a Jonomororo napamerpis Frequency, Jitter, Distance Ta Combination.
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X, ¥)

return x — y *# Mathf.Floor(x / y);

Frac( vl

return v - Mathf.Floor{v);

Pucynox 3.15 — Jfonmomixkni metoau Frac() Ta Mod()

Anroputmu  Boponoro (Voronoi Diagram) ta Bopm (Worley Noise)
0a3yl0ThCsl Ha PO30OUTTI MPOCTOPY HA 00JIACTI, ajle MAIOTh Pi3HI NPUHIUIIA POOOTH
Ta 3actocyBaHHs. Jliarpama BopoHOro AuMTh MPOCTIp HaA YITKI MOJITOHANIBHI
0o0JacTi, /1€ KOXKHA TOYKAa HAJIEKUTh HANUOIMKYOMY KOHTPOJBHOMY LIEHTpY,
CTBOPIOIOYM JIHUCKPETHI MEXI, 110 BHUKOPUCTOBYIOTbCA JUIsl Kaptorpadii,
reOMEeTPUYHUX OOUYHUCIIEHb Ta AHAJI3Y IaHUX.

[IIym Bopuii, HaBmaku, reHepy€e BUMAIKOBI TOUKH BCEPEUHI OCEPEIKIB CITKU
Ta OOYMCIIOE BIJACTaHI J0 HaWOMKUMX KOHTPOJBHUX TOYOK, CTBOPIOIOYU
IpaJllEHTHUMN IIYM 13 TUIAaBHUMU Mepexo/ilaMu. BiH 3aCTOCOBYETHCS [IJ1s1 TPOLIETy PHOT
reHepallii TeKCTYp, TaKUX SIK TPIIIUHU, KIITUHHI CTPYKTYPH Ta PUPOIHI TOBEPXHI.
OcHOBHA BIJIMIHHICTh MOJISITAE B TOMY, 1110 BOpoHOT0 CTBOpIOE cTaTUYHE PO3OUTTS
pocTopy, TOAl SK Bopal BUKOPUCTOBYETbCA JUIsl JUHAMIYHOTO IIyMYy 3
BUIMAJIKOBUMH TOYKAMH, [0 MIAXOAUTh JJIS TEKCTypu3allii Ta CHUMYJISIT

OpraHIYHUX MMOBEPXOHb.
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loat Lacunarity { get; set;

t Gain { get; set;

“INoise[] Moises { get; set;

float[] Amplitudes { get; set; }
t[] Frequencies { get; set; }

ul FractalNoise(INoise noise, int octaves, float freguency, float amplitude = 1.8f)
{

Octaves = octaves;
Frequency = frequency;
Amplits i
OFfsat

Lacunarity =

Gain = 8.5F;

UpdateTable(new INoise[] { noise });

Pucynok 3.16 — Knac FractalNoise

Knac FractalNoise CTBOpPIOETHCS anrOpUTM (PpaKTAIBHOTO IIyMY, SIKHI
TEeHEpYy€E CKJIaJHI TEKCTYpHU Ta pelbedu MUIIXOM KOMOIHYBaHHS JIEKIIBKOX IApIB
mymy 13 pizaumu yactoramu (Frequency) Ta amminitygamu (Amplitude). OcHoBHUY
OPUHITUI AJTOPUTMY TOJISITa€ Yy HaKJIaJaHHI JIEKUIBKOX PIBHIB 0a30BOTO IIyMy
(INoise) 3 pi3HOIO AeTalli3ali€ro, 1e KO’KHAa HACTYIIHA 1Tepallisl Ma€ BHILY YacTOTY,
ajie 3MEHIIIEHy aMIUTITy 1y, KOHTPOJbOBaHy napameTpamu Lacunarity (3011bIIEHHS
yactoTu) Ta Gain (3MEHIIIEHHS aMILTITY/IN).

Bigmianoro oco6muBicTio FractalNoise € MOKIINBICTE 00'€ fHAHHS JEKIJIBKOX
mxepen mymy (INoise[] Noises), 110 103BOJISIE 3MINITYBATH PI3HI AITOPUTMH IIyMY
JUISL CTBOPEHHS CKJIaAHUX TekcTyp. Meroau SamplelD(), Sample2D() Ta
Sample3D() 06uYMCTIOIOTh MIJACYMKOBHI pe3yibTaT HUISIXOM CYMYBaHHS yCIX
3HaueHb, BUKOPUCTOBYIOUM 30epexeHi Tabnuii Frequencies Ta Amplitudes.
['HyuYKiCTh aNrOpUTMy 3a0€3MEeUy€eThCSl YEPEe3 MOXKIIMBICTH 3MIHIOBATH KIJIBKICTh
napametpy (Octaves) Ta OHOBIIOBAaTH MapaMeTpy IIyMYy 3a JIONMIOMOTOI0 METOIY
UpdateTable. Lleii miaxin A03BOJiS€ CTBOPIOBATH peajiCTUYHI JaHamadTd Ta
TEKCTypH 3 PI3HUM piBHEM jertaiizailii, poonsuu FractalNoise igeanbHuM st

MPOILIETyPHOI TeHepallii CKIaHUX TPUPOAHUX (HOPM y KOMI'IOTEpHiH rpadirri.
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UpdateTable(INoise[] noises)

Amplitudes = [Octaves];
Frequencies = [Octaves] ;
Moises = INoise[Octaves];

numNoises = noises.Length;

amp = 8.5F;
frq = Freguency;
for( i=8; i< Octaves; i)
{
Noises[i] = noise th.Min(i, numMNeoises - 1)];
Frequencies[i]
Amplitudes[i] = amp;
amp += Gain;
frq *= Lacunarity;

Pucynok 3.17 — Merox UpdateTable

Hactynuuii kpokoMm MOTpiOHO PO3TJISHYTH KJAcH, IO BIAMOBIAAIOTH 3a
dbopmyBanns anropurmy MarchingCubes (puc. 3.18). Lleit anroputm € KIH0O40BUM
KOMITOHEHTOM MPOIEAYPHOI TeHepallli TPUBUMIPHUX JaHIIIAPTIB Ta 00’ €MHHUX
MOJIeJIel, OCKUIBKU JTO3BOJISIE KOHBEPTYBATH CKAJISIPHI TOJIS Y MOJITOHAJIBHI CITKH.
[Tpunun po6otu MarchingCubes 0a3yeTbes Ha pO3AUIEHHI TPOCTOPY HA BOKCEN1
(xkyOm), e 11 KOXKHOTO KyOa BH3HAYAETHCSH, SKI MOr0 BEPIIMHU 3HAXOIATHCS

BCEpeIMHI 200 M03a MOBEPXHEI0 Ha OCHOBI 33J]aHOTO ITOPOTOBOI0 3HAYEHHS.

MarchingCubes A Marching VoxelArray
Knace Abstract Kaace Kaace
<+ Marching

4 Mona 4 CBoiicTBa
4 Mona
- i 5 VertexOffset A~ Depth
e\ﬁ CubeEdgeFlags A ETTET .." FlipMormals
Ta EdgeConnection ©
& Cube /- Height

L
& surface ) WlE

oy
. A& WindingOrder Z) UEEE
4 CeoRCTBA A& Width

4 Metogbl
A EdgeVertex 5

%% EdgeDirection
ﬁ TrangleConnec...

= 4 Metogbl
Generate (+ 1 n.

GetOffset
& March
1 Marching -
@, UpdateWindin... T GetVoxel (+ 1n..
Ty Lerp

4 Metoaw Ty Blerp

T GetFirstDerivati.

Ty March
7 MarchingCubes

0 GetMormal [+ 1.,

T Voxeldrray

Pucynok 3.18 — JIpyra yactuna npoekty (MarchingCubes)
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Kinac VoxelArray (puc. 3.19) € K1r040BHUM KOMITOHEHTOM JIJIs1 30€piraHHs Ta
MaHIMyJIOBaHHS  BOKCEJIBHUMH  JAaHUMH, HEOOXiIHUMH JUIS  QJITOPUTMY
MarchingCubes. Bokcerni npeacTaBisitoTb 00010 TPUBUMIPHHUI MacuB 3HAYEHbD, 1€
koxeH enemeHT (float) 30epirae mIIBHICTE abo0 CKaJdspHE 3HAYCHHS, SKE
BUKOPHCTOBYETHCS JUISI BA3HAYCHHS MTOBEPXHI BCEPEIUHI BOKCEIIBHOT CITKH.

Konctpykrop kmacy (puc. 3.19) mpuitmae napametpu po3mipiB width, height
ta depth nns BU3HAYeHHS poO3MipiB TPUBHUMIPHOrO MacuBy Voxels Ta iHimiamzye
MacuB 13 3Ha4YeHHSM 3a 3amoBuyBaHHsIM. Brmactuocti Width, Height, Depth
3a0e3MeuyoTh JOCTYI 110 PO3MIPIiB BOKCEIBLHOTO MacuBy, Toji sk FlipNormals
JI03BOJISIE 1HBEPTYBAaTH HOpPMaJl MpU OOYHMCICHHI TMOBEPXHi, IO MOXE OyTu
KOPUCHUM JJii poOOTH 3 00’€MHMMH MOJAEISAMH, TaKMMH SIK Iedepu ado

NEepPEeBEPHYTI JaHAIIA(TH.

ay( width, height, depth)

Voxels = [width, height, depth];
FlipMormals = 2

Width => Voxels.Getlength(8);

Height => Voxels.GetLength(1);

Depth => Voxels.Getlength(2);

FlipNormals {

Pucynok 3.19 — Kinac VoxelArray

OCHOBHUMHU METOJAMH KJIacy € JOCTYII IO 3HAYeHb BOKCEJIB Ta 0OUMCIICHHS
Hopmaseit. Meton GetVoxel (puc. 3.20) 3a0e3neuye 10CTyn 10 3HaYEHb BOKCEIB
13 aBBTOMaTUYHUM OOMEKEHHSIM KoopauHat y mexax Macuy (Clamp). [l Gimbimnoi
rayukocTi metos GetVoxel(float u, float v, float w) mo3BoJisie 3niiicHIOBaTH BUOIPKY

BOKCEJIIB y HOpMaJTi3oBaHUX Koopaunarax (0-1), 3aCTOCOBYIOUN 1HTEPTOJISALIIIO IS
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OO0YHCIIEHHS 3HAUYEHHS MK HalOJIMKYUMU By3J1aMu CiTkH. Lle nocsiraeTbes nuisixom
oOUYHCIICHHsT BaroBuX Koe(IIIEHTIB JJis CYyCITHIX BOKcemB (tx, ty, tz) Ta
KOMOIHYBaHHS iX 3a joromMororw ¢yHkimii Lerp (miHiHa iHTepnonsmis) ta BLerp
(OumiHiiHA 1HTEpHOMAIis). Takui Miaxid J03BOJISIE OUTBII TUIABHO BigoOpakaTw

MTOBEPXHIO M1J] Yac reHepalii CiTKH.

GetVoxel( X, ¥,

Clamp(x, 8, Width - 1);

, Height - 1);

1¥. Clamp , Depth - 1);
Voxels[x, y H

GetVaxel(

u * (Width - 1);
v *= (Height - 1);
w * (Depth — 1);

1. Floor(x);
F.Floor(y);
JMathf.Floor(z);

veee = GetVoxel(xi, yi, zi);

v188 = GetVoxel(xi + 1, yi, zi);
vl = GetVoxel(xi, yi + 1, zi);
v118 = GetVoxel(xi + 1, yi + 1, zi);

vBBl = GetVoxel(xi, yi, zi + 1);

v18l = GetVoxel(xi + 1, yi, zi + 1);
vBll = GetVoxel(xi, yi + 1, zi + 1);
v11l = GetWoxel(xi + 1, yi + 1, zi + 1);

t £.Clamp8l(x - xi);
F.Clamp@l(y — yi);

H
t: .ClampBl(z - zi);
vl rp(vee8, v1ee, ve1e, v1le, tx, ty);
vl = Blerp(vB8l, viel, ve11, v111, tx, ty);
return Lerp(v8, w1, tz);

Pucynok 3.20 — Metoau GetVoxel

[lle onHi€r0 BaXIMBOIO (PYHKLIOHATIBHICTIO KJIaCy € OOYMCIIEHHS HOpMaJen
Ta rpaJieHTiB BOKcenbHOI ciTku. Metoa GetNormal (puc. 3.21) noBeptae HOpMasb
y BKazaHiil Toulll, BukopucroBytouun merona GetFirstDerivative, saxuii obuuncimioe
IpaJllEHT 3HAYEHb 3a JAOMOMOTOI0 I[EHTPAIbHUX PI3HUIL (CKiHUYEHHI pi3Huui). Lle
JI03BOJIIE BU3HAYUTH HAINPSIMOK, Y SKOMY 3HAU€HHS BOKCEIIB 3MIHIOETHCS
HaWIIBHILIE, IO € KIIOYOBUM JJs KOPEKTHOro MOOyAOBH HOpMaiell y
MarchingCubes. IcHye TakoX BapilaHT IIUX METOMIB [IJIi HOPMasli30BaHMUX
koopauHat (GetNormal(float u, float v, float w) Ta GetFirstDerivative (puc. 3.21).
Knac Ttakox miATpUMye OOYMCIEHHS HOpMalied y 3BOPOTHOMY HaIpsIMKY
(FlipNormals), njo Moxe OyTH KOpUCHUM IpH MOOYA0BI BHYTPILIHIX 00'eMiB a0

MEPEBEPHYTUX MOJICIIEH.
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r3 GetNormal(
= GetFirstDerivative(x, y, z);

ipNormals)
irn n.normalized * -1;

irn n.normalized;

r3 GetNormal(: u,

n = GetFirstDerivative(u,

if (FlipNormals)

return n.normalized * -1;

return n.normalized;

r3 GetFirstDerivative(
GetVoxel(x + 1, v, 2);
, -
GetVoxel(x, y, 2

= GetVoxel(x - 1, y, 2J;

Pucynok 3.21 — Metoau GetNormal, GetFirstDerivative

Takum ynHOM, VoxelArray € KpUTUYHO BAKIMBUM KJIACOM Uil 30€piraHHs
JTAHUX TPO BOKCEIl, BUKOHAHHS BHOIPKM 3HAUYE€Hb Ta OOYHMCIICHHS HOPMAaJICH,
HeoOxiaHuX s anroputMmy MarchingCubes.

Jami abcTpakTHUM 0a30BHil  Kjac Marching (puc. 3.22), 1o
BUKOPUCTOBYETHCS ISl MTOOYOBU TMOJITOHAJIBHUX CITOK Ha OCHOBI BOKCEIIBHHUX
nanux. OCHOBHE 3aBJlaHHS 1IOrO KJacy — 00poOka MacHuBY BOKCENIIB Ta
NEepPeTBOPEHHA Horo B HaOip BepruH (verts) 1 iHaekciB (indices), siki GOpMyIOThH
MOJIITOHANIBHY CITKY. BiH Mae napameTp noBepxHi (Surface), 1110 BU3HaYa€e NOPOTroBe
3HAUEHHS, Ha OCHOBI SKOTO BIJOYBAa€ThCS BIACIKaHHS. SIKIIO 3HAYEHHS BOKCENS
MEPEBUIILY€E 1€ TMOPOTOBE 3HAUEHHS, BBAKAETHCS, IO I TOYKA 3HAXOIUTHCS

BCEpEIMHI 00'€KTa, SKIIO X MEHIIE — 30BHI.
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Surface {
[1 Cube {

[] WindingOrder {

ng( surface)

Surface = surface;
Cube = [81;
WindingOrder = [1{e8,1,2%

Generate( [,,] voxels, IList<Vector3> verts, IList<int> indices)

xels.GetLength(8);
.Getlength(1);
s.GetLength(2);

UpdatewWindingOrder();

Pucynok 3.22 — AGCTpakTHUM KJac

KirouoBi Meronm knacy Marching 3ocepepkeHl Ha TeHepalii CITKH 3
BOKCEJIbHOTO MacuBy uepe3 anroput™ Marching Cubes. Meton Generate (puc. 3.23)
3M1MCHIOE OCHOBHMI Mpoliec reHeparii ciTku. BiH mpoXoAuTh MO BCIX BOKCEISX
MacHBY, aHaII3yI0YM KOKEH KyO (BOCBMUKYTHUHN ()parMeHT BOKCEJIbHOI CITKH) Ta
OOYMCIIIOIOUM  3HAUEHHS UIUIBHOCTI y Moro BepmmHax. Jiusg  1poro
BUKOpPUCTOBY€EThCS MacuB Cube, skuil 30epira€ 3HAYEHHS BOKCEJIB MOTOYHOTO
kyOa. [licns oTpumanHs nux 3HadeHb Meto] March (aOcTpakTHuUI) BUKIIUKAETHCS
JUTSL IOAAbIIOT 0OpOOKH Ky0Oa Ta BU3HAUYEHHS TOTO, SIKI TPUKYTHUKHA HEOOX1THO
CTBOPUTH JJIsl IOTOYHOTO HAOOpy JaHMX. ICHye TakoK NEepeBaHTaXEHU MeTox
Generate(IList<float> voxels, int width, int height, int depth, IList<Vector3> verts,
[List<int> indices), AKuil mpamoe 3 OJHOBUMIPHUM MACHBOM [JIsi 30epiraHHs

BOKCEJIIB, 3a0€3Me4ytoun OlIbII THYYKUH TAX1]T 0 30epiraHHs JaHuX.
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Generate( [,,] voxels, TListe<Vector3> verts, IList<int> indices)

xels. GetlLength(8);
.GetLength(1);
GetLength(2);

UpdateWindingOrder();
X, ¥, z, i;
ix, dy, iz;
for (x = 8; x < width — 1; x++)
{
for (y = @; y < height — 1; y++)
< depth - 1; z++)

i < 8; i++)

« + VertexOFfset[i, 8];
y + VertexOffset[i,
z + VertexOffset[i, 2];

Cube[i] = voxels[ix, iy, i
}

March(x, y, z, Cube, verts, indices);

Pucynok 3.23 — Meron Generate

Kmac wmicture wmeron UpdateWindingOrder, skuii Biamosigae 3a
BCTAHOBJICHHS MOPSAKY Heperisiay BepinH TpukyTHUKIB (WindingOrder). fAkio
noBepxHa mno3utuBHa (Surface > 0), TO MOPSIOK TMEPETIsATy 3MIHIOETHCS, 00
3a0€3MeUYnTH MPABWILHUNA HANpsSMOK HopMmaiel. Lle BaxiIMBO 17 MpaBUIBLHOTO

B1JIOOpa@)KEHHS MOJITOHAIBHOI CITKU Ta YHUKHEHHS apTe(aKkTiB peHICPUHTY.

UpdateWindingOrder()

if (Surface = @.8F)
{
WindingOrder[&]
WindingOrder[1]
WindingOrder[2]

WindingOrder[@]
WindingOrder[1]
WindingOrder[2]

Pucynok 3.24 — Meton UpdateWindingOrder

[Ile omHUM BaXKJIMBUM €JIEMEHTOM Kjacy € ctaTuunuii MacuB VertexOffset,

KWW BU3HA4Ya€ BIAHOCHI MO3UIlii 8§ BepiuH Ky0a y TpuBUMIpHOMY TipocTopi. Llew
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MacCHUB BUKOPUCTOBYETHCS JJIS 1T€pallii 1o BeplInHax Ky0a ImiJ1 yac aHai3y KO>KHOTO
Bokcena. Meron GetOffset (puc. 3.25) oOuuCiIIOE TOUKY MEPETUHY MIXK JIBOMA
3HAYEHHSMHM IIUIBHOCTI (V1 Ta v2) [JIsi KOPEKTHOTO BU3HAYEHHS MO3UIlIT BEPIITUH
TpUKYTHUKIB. lle m03BoJise CTBOpIOBATH IUIaBHI MOBEPXHI MK JUCKPETHUMHU

3HAYCHHSMH BOKCEJIIB 3a JOTIOMOTOIO JIIHIMHOT 1HTEePIOJISIITI.

L float GetlHfset(float vl, float v2)

float delta = v2 - vl;
return (delta == 8.8F) ? Surface :

Pucynoxk 3.25 — Meton GetOffset

Takum uyumHoM, Marching € QyHIameHTanbHUM KJacoM i peatizaiii
anroputMy Marching Cubes, Hajar4u 1HCTPYMEHTH JIsi OOpOOKHM BOKCEITBHUX
JTaHUX, TeHepalli MOJIrOHaJbHUX CITOK Ta YIpPaBIiHHS MapaMeTpamMu MOBEPXHI.
Horo aGcTpakTHa CTPYKTypa J03BOJSE CTBOPIOBATH MifKIACH JUIS KOHKPETHHX
BapiaHTIB airoputMmy, Takux sk Marching Tetrahedra a6o inmi Momudikarii.
3aBIsgKM 4ITKIM oOpraHizaiii Ta MeTojaMm 1Jii pPoOOTH 3 BOKCENISIMH, Kjac €
yHIBEpCAIBHUM IS 3a7a4 MPOIEAYpPHOI TeHepallii TeoMeTpii y TPUBUMIPHOMY
IPOCTOPI.

OcranHIl K1ac 3 SIKOrO MOYMHAETHCS 3aBaHTaxeHHs Janamadty Example.
BuxopuctoByeThcst Ay Bizyanmizallli mpoienypHo 3reHepoBaHux 3D-moxenei 3
BUKOPHMCTAHHSM anroputMy Marching Cubes. Horo ocHoBHa ¢yHKIisz —
IrE€HEpPYBATH TPUBUMIPHI MOJIrOHANbHI CITKM Ha OCHOBI MPOLEAYPHOTO UIyMY
(PerlinNoise, FractalNoise) i BimoOpaxkaTu ix y cepemoBuini Unity. Kimac mMicTuTh
nyOJIIYH1 TapamMeTpu JJIsl YIPaBIIiHHS TeHepali€ero CiTky, Taki sk sliderSpeed s
pETyIIIOBaHHS MIBUIKOCTI o0epTanHs mozeni, inputField s BBemeHHs urcioBoro

3Ha4YEeHHS reHepaTopa mymy (seed).
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MARCHING_MODE { CUBES, TETRAHMEDRON };

r sliderSpeed;
eld inputField;

ial material;
MARCHING_MODE mode = MARCHING_MODE.CUBES;
seed = @;
smoothNormals =
drawNormals =
> meshes = Lis

normalRenderer;

.Parse(inputField.text), 1.8F);
Noise(perlin, 3, 1.8F);

Pucynok 3.26 — Kitac Example

OcunoBuuit meron GenerateMesh (puc. 3.27) BiAmoBizae 3a TeHEpAIiiO
nporeaypHoi 3D-moneni 3 BUKOPUCTAHHSM BOKCEJIbHUX JaHUX. BiH crodaTky
ctBoproe ex3emiurip PerlinNoise Ha OCHOBI BBEJEHOIO UMCIOBOTO 3HAYEHHS Ta
BUKOPUCTOBYE ioro s iHimamizamii FractalNoise. lami ctBoproeTscst VoxelArray
3amanux po3MmipiB (width, height, depth), 1 koxeH BOKcelb 3aMOBHIOETHCS
3HAYEHHSM MPOLEAYPHOro WIyMy, IIO TeHepye ckiaaHuil penbed. Ha ocHoBi
BOKCEJIBHUX JaHUX BUKJIUKAeThcs MeTol marching.Generate(), sikuil CTBOpIOE
cnucku BepmiuH (verts) Ta iHAekciB (indices) sl MOJITOHANBHOI CITKU. SKIIO
napametrp smoothNormals yBIMKHEHO, OOYMCIIOIOTBCS HOpPMaJl JJIS KOXHOI
BepUIMHM, BUKopucToByrouM Meroa GetNormal() 13 kmacy VoxelArray, mo

JT03BOJISIE 3POOUTH CITKY BI3yaJIbHO TUIABHIIIOO.
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GenerateMesh()

.Parse(inputField.text), 1.8F);
actalNoise(perlin, 3, 1.8f);
Marching marching =
if (mode == MARCHING_MODE . TETRAHEDRON)
marching MarchingTertrahadron();
else
marching = MarchingCubes(];

marching.Surface = 8.8F;

width = 96;
height =

/ (width - 1.0{);
(height — 1.8F);
[ (depth - 1.8f);

voxels[x, y, z] = fractal.Sample3D{u, v, w);

Pucynok 3.27 — Meton GenerateMesh

Meronu CreateMesh32 (puc. 3.28) ta CreateMeshl6 BiamoBimamTh 3a
CTBOPEHHsSI Ta BIJOOpaXE€HHS TPUBUMIPHOI MoOdiroHanbHoi citku B Unity,
BUKOPUCTOBYIOUM cTaHjapTHuii komnoHeHT MeshFilter. CreateMesh32 ctBopioe
CITKY 3 BHMKOpHUCTaHHSM 32-0ITHOI iHAEKcaIllii, 10 J03BOJISIE BUKOPUCTOBYBATH
noHaj 65,000 BepilIvH B OJIHIN CITII.

Meron CreateMesh16 BUKOpUCTOBYETHCS JIJIsi CTBOPEHHS BEIMKUX MOJIEIICH
3 oOMexxeHHs M Ha 65,000 BepiuH, po30MBarOYM CITKY Ha K1JIbKa MEHIIINX 00'€KTIB
(GameObject). OOumBa wetoau gomaroTh KommoHeHTH MeshFilter Ta
MeshRenderer 1o 00'eKkTiB CIIeHM Ta 3aCTOCOBYIOTh /10 HMX 3aJaHUN MaTepial
(material).

Kirac Tako>k MICTUTh METOM JIJIT OHOBJICHHS CIICHHM Ta aHIMallii o0epTaHHS
o0'ekta. Meron Update() obGeprae mojenb HaBKOJIO oci Y 31 MIBUIKICTIO, sKa
KOHTpoOJtoeThes ciainepom sliderSpeed. Meton Regenerate() mo3Bosie mOBTOPHO

3reHepyBaTH CITKY MPHU 3MiHI TapaMeTpiB reHeparii.



CreateMesh32(List 3> verts, List 3> normals,

if (normals.Count > 8)
mesh. SetNormals(normals);

else

mesh.RecalculateNormals();

mesh . RecalculateBounds();

;
erial = material;
esh = mesh;

jon = position;

meshes. Add(go) ;

63

List=

Pucynok 3.28 — Meton CreateMesh32

3.2 TectyBaHHS aNTOpUTMY

HactynHum eramnoMm € 3aBaHTa)X€HHsI TPOeKTy B cepepoBuili Unity s

MepPEeBIPKU pe3yJbTaTiB TreHepallii npouenypHux 3D-moxeneit. Jlis 1mporo ciin

nepexkoHatucs, mo Bci ckpuntu (Example, Marching, VoxelArray, PerlinNoise,

FractalNoise To1110) KOpEKTHO MIIKJIIOYEH] O CIICHHU.:

Ed v Example (Script)

Slid ed == Slider (Slider)

Input Field Gl InputField (I

Material % Material

¥) (Input Field)

Pucynok 3.29 — HanamryBansst 00’ €KTy ClieHU

[Ticns nux Al 3aBaHTaXUTH MPOEKT. KOpHCTyBad MOBUHEH CIIOCTEPIraTH

BIIMOBIAHUM 1HTepdeiic JoaTKy:



64

Cubes

Pucynok 3.30 — [aTepdeiic ans TecTyBaHHS aIrOPUTMY

Jlaawmii iHTepQeiic BAKOPUCTOBYETHCS JJII TECTYBAHHS aJlTOPHUTMY TIOOYTOBH
naaamadry. [ poboTu moTpiOHO crioyaTky HaTUCHYTH Regenerate, mo0 3’ ssBUBCS

BIIMOBIAHUYN BOKCceIbHUN JaHamadr (puc. 3.31):

Cubes
@
Regenerate

: .:3

Pucynok 3.31 — BinoOpaxxenns ganamadry

BiamoBinHo Ha ekpaHi Mae€ 3'SBUTHUCS MPOIICAYPHO 3reHepOBaHa TPUBUMIPHA

MOJIEb, SIKMM MOKHA PO3TJIIHYTH 3 PI3HUX OOKIB, BUKOPHUCTOBYIOUH ClIaifiep:
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| Regenerate

-

Pucynox 3.32 — OGepTanus Moaeni

BianoBigHO B 3a71€:KHOCTI Bijl TTOJIOXKEHHS Cliaiiiepa CTAHOBUTHME IIBJIKICTh
obepTaHHS MOJEII, IO TOAA€ MOXKJIMBICTh BIACHOPYY KOHTPOJIOBATH IIBHKICTH
IpH sIKii Oyie pO3rIIAIaTUC MOJCIb.

Kpim mporo oaniero 3 (yHKIIN TakoX MOXHA BIAMITUTH 1€ TIOKPAIICHHS

Jetaiizalii ciTku 3a gonoMororo mapamerpy SmoothNormals:

!
L
erate

""
—
/

Pucynox 3.33 — [lokparmenns aetamizaiii Jagamadry

|
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BinnmoBigHO SIKIIO, 3HATH MapaMeTp MOKpAIIeHHs, TO MOXHa CIOCTepiratu

MOBEPHEHHS B OUIBII 3BUMHUM BUTIISA JTIaH ATy

 4

Pucynox 3.34 — [loBepHEHHS 30BHIIIHBOTO BUTIISAY JaHAIIA(TY

3.5 BUCHOBOK 10 TPETHOT'O PO3ALILY

Y TperboMy po3mini KBamidikamiitHoi poOOTH MOKa3aHO PO3POOICHHIA
QITOPUTM Ta MOro MIporpamMHa po3poO0Ka aIroOpuTMy NPOIEAYypHOI TreHeparii
naHamadTy Tpu Ta Horo peasizarmis.

[IpoexTyBaHHs cUCTeMHU MPOIEAYPHOT reHepailii TanamadTiB TOAUIIETHCA Ha
JIB1 OCHOBHI YaCTHHHU, KOXKHA 3 SKUX BIJMOBIAA€ 3a OKpeMHUH eTan 0OpoOKHU JIaHUX
Ta GOpMyBaHHS KiHIIEBOTO PE3yNIbTaTY.

[[{o6 po3mouyaTu CTBOPEHHsS MpolEeAypHOTO JaHamadry, HeoOX1THO
CIIOYATKy peaiizyBaTh CUCTEMY JIUIS TeHEpaIlii ymy, sika Oy/ie BilITOBITaIbHOO 32
CTBOpEHHSI 06a30BOT0 CKaJIIPHOIO moJis. JlaHi kiiacu BU3HA4aroTh GOpMy Ta BUCOTY
pensedy, HA OCHOBI SKOTO OyJne MmoOyaoBaHa MONIrOHAJIbHA CITKA Y HACTYIMHHUX
etanax. PoboTa 3 irymaMu OpraHizoBY€ThCS Uepe3 HU3KY KJIAciB, sIKi 3a0€3Me4y0Th

PI3HI METOIM TeHEepallii BUMAKOBUX 3HAYCHb.
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Peanizamiss metomy UpdateSeed(int seed), mae MOXIUBICTh B MOXiTHUX
KJ1acax, 30eperTy KOHKpeTHY IreHepallito JaHamadTy 3a YHUCIOBUM 3HAYCHHSAM, a00
1T €(EKTHBHOT'O TECTYBAHHS aJITOPUTMY.

PesynapTaTroM po3poOKHM € CTBOPEHHI anropuTM MpOLEAYpHOi TeHepari
TPUBUMIPHUX Mojesiel Ha ocHOBI anroputmy Marching Cubes 3 BUKOpuUCTaHHSIM
pizHux MmeroniB mymy, Takux sk PerlinNoise, FractalNoise ta WorleyNoise.
PeanmizoBanuii miaxiag J03BOJISE CTBOPIOBATH CKJIQJHI 00'€MHI IOBEPXHI,
BKJIIOYAIOYM TPUPOAHI JaHamadTy, opraHidyHi (HOpMH Ta TEKCTYpH. 3aBISKH
inTerparnii 3 Unity, KopucTyBad OTpUMY€E 1HTYiTUBHO 3pO3yMiIHil iHTepderic mis
B3a€MOJII 3 TMapamMeTpaMu TIeHepalii. 3arajioM, peali30BaHUN aJIroOpUTM €
NOTYKHUM 1HCTPYMEHTOM JJI1 CTBOPEHHS NpoueaypHux 3D-Mopeneid, mo Moxe

OyTH BUKOPUCTaHUI y BIA€OIrpax, CUMYJISITOpax Ta CUCTEMax Bi3yalli3allil JaHHX.
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BMCHOBOK

VY mnponeci BUKOHaHHA KBamidikaiiitHoi poOoTu Ha Temy «IIpouemypna
reHeparis JaaamadTiB Ha ocHOBI anroputMy Marching Cubes» Oyio mpoBeaeHO
KOMIUIEKCHE JOCHTI/DKEHHS METOJIIB TMPOIEAYpPHOI TeHepalli TPUBUMIPHHUX
naHamadTiB, MPOaHaII30BaHO Cy4yacHI aJIrOPUTMU Ta peali30BaHO MPOrpamMHUN
OPOAYKT IJisi CTBOPEHHS pEaliCTUYHHUX CIleH. PoOoTa BKiIIOYana TEOpPETHUHUMN
aHaji3 METOJIB TeHepallii, po3poOKy IporpaMHOi peai3aiii Ta TeCTyBaHHS
CTBOPEHOT'O MPOJIYKTY.

OCHOBHMMH 3aBJAaHHSMH, K1 Oyl BHpILIEHI MiJ 4aCc BUKOHAHHSA pOOOTH,
CTaJIN:

1. [IpoBeneHHs aHai3y ICHYIOUHMX aJITOPUTMIB MPOLIETYPHOI IeHepalii
nanamadris, Bkmovyaroun HeightMap, Marching Cubes, Marching Tetrahedra ta
1HIII.

2. OO6rpyntyBanHs1 BuOopy anroputmy Marching Cubes sik oCHOBU st
reHepalli TPUBUMIPHUX ITOBEPXOHb dYepe3 Horo OajllaHc MDK JAeTali3aliero Ta
O00YHUCITIOBAILHOIO €(DEKTUBHICTIO.

3. Po3pobka anroputMmy mpoleAypHOi TeHepallii gaHAmadTiB 13
BukopuctanHaMm IryMiB Ilepmina ta Value Noise s CTBOpeHHS peamiCTUYHHUX
naHamagTiB.

4, [Iporpamua peamnizaiiss aiaroputMy y cepenoBuni Unity 3
BukopuctanHaMm C#, mo 3a0e3neynsio iHTerpaiilo MpoIeAypHOi TreHepalii y
CepeaoBUIIE PO3POOKH ITOp Ta IHTEPAKTUBHUX JTOJATKIB.

S. TecTyBaHHST TTPOrpaMHOTO MPOAYKTY JIsl TIEPEBIPKU BiAMOBIIHOCTI
GyHKLIOHATPHUM 1 HE(QYHKIIOHAJFHUM BHMOTaM, BKJIOYAIOUM CTAOUIBHICTh
po0OTH, MPOAYKTUBHICTB Ta AKICTh Bi3yasi3alli.

Bbyno mpoBeneHo neranpHUi aHaNi3 IHCTPYMEHTIB JUIsl peaiizailii renepartii
nanamadris, 30kpema Unity, Autodesk Maya ta Three.js. Bu6ip pyurist Unity OyB
OOTPYHTOBaHMI WMOTO MOXJIHMBOCTSIMH JiJIi POOOTH 3 BOKCEJIBHUMH JIaHWMH,

niaTpumkoro C# Ta BOy10BaHUMHU 3aC00aMU ISl TPUBUMIPHOTO MOJICITFOBAHHS.
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Y mpomeci pobotu Oynu  chopMOBaHI BHMOTH JI0 TMPOTPAMHOTO
3a0€3MeUeHHS:

. OyHKIIOHAIBHI BUMOTH: TEHEpallisl MpOoUeaypHUX JaHamadTIiB 13
MO>KJIMBICTIO HAJIAINTYBaHHS PiBHA JAeTalizarlii, iHTerpamis aaroputmy B Unity,
HIATPUMKA PEAIbHOTO Yacy OHOBJICHHSI CLICHH.

. HedynkimionanbHi BUMOTH: MiHIMI3alliss OOYUCITIOBAILHUX BHTPAT,
cTabibHa MPOAYKTUBHICTD, BIJICYTHICTh TpadiuHUX apTe(aKTiB.

Po3pobnenuii anroputM O0yJio yCHIIIHO MpOTECTOBaHO y cepeaonuini Unity,
10 MIATBEPAWIIO HWOTO €(PEeKTUBHICTh ISl CTBOPEHHS CKIAJAHUX TPUBUMIPHHUX
JaHAmadTIB 13 MIHIMAJTRHUMU OOYHUCITIOBAILHUMU pecypcaMu. BiH moxke OyTu
BUKOPUCTAaHUM Y po3po0I1Ii BIIEOITOp, CAMYJISITOPIB T IHTEPAKTUBHUX JOJATKIB J1JIs
Bi3yalli3alii BEIMKUX TPUBUMIPHUX CLICH.

TakuMm yMHOM, MOCTaBJIEHA METa LIOJ0 PO3POOKU AITOPUTMY MPOLETYyPHOI
reHepauii JsanamadTie Ha ocHoBl Marching Cubes Oyna nocarnyra, a oTpumaHi
pe3yabTaTH MOXYTh OyTH BUKOPHUCTaHI JUIsl MOJANBIIMX JOCHIJKEHb Yy cdepi

KOMIT'FOTEpHOI Ipadiku Ta po3pOoOKH BIPTyaIbHUX CEPEIOBHII.
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