Komrm’rorepHi Hayku Ta iHdopmamniiiai TexHOMOril

101

YOK 004.421.2
DOI https://doi.org/10.32782/tnv-tech.2024.4.9

ornAan 1 AHANI3 AJNNIrTOPUTMIB NPOLEQYPHOI
FEHEPALII ITPOBUX CBITIB

Mapuyyk I'. B. — cmapuwuli suknaday kaghedpu KOMITIOMEPHUX HayK
HepxasHoeo yHisepcumemy «>KumomupcbKka nonimexHikax»
ORCID ID: 0000-0003-2954-1057

Jleekiecbkuli B. JI. — dokmop ¢binocogii 3 iHXXeHepil npozpamHo20 3abe3rnedyeHHs,
doueHm Kaghedpu Komm’romepHUX Hayk [lepxasHo20 yHieepcumemy
«)Kumomupcbka rnonimexHika»

ORCID ID: 0000-0002-1643-0895

Xap4eHko A. B. — mazicmpaHm kaghedpu KOMITIOMEPHUX HayK
HepxasHoeo yHisepcumemy «>KumomupcbKka nonimexHikax»
ORCID ID: 0009-0007-7995-2352

Mapyyk . K. — cmapwuli suknadady kaghedpu KOMMT'IOMEepHUX HayK
HepxxasHozo yHisepcumemy «*Kumomupcbka nosimexHika»
ORCID ID: 0000-0001-8675-8047

Komn'tomepni icpu 6 cyuacnomy ceimi cmaiu 8ax3ciusow 4acmuHow KyIbmypu ma po3ede.
OO0HUM 3 OCHOBHUX eTeMEHMIB, WO BNIUBAE HA CAPULHAMMA 2PU, € I2posull cim, de po3zopma-
1omucs nodii. 3 po3eumxom igpogoi inoycmpii ma 3pocmanHaM NONYIAPHOCHI 8i0eoieop GUHU-
Kae nompeoa y weuoKomMy crmeopeHHi HO8UX ieposux ceimis. Y ybomy KOHmMeKcmi 3acmocy8anHsl
aneopummie npoyedypHoi 2enepayii cmae KOPUCHUM, OCKIIbKU 60HU 00360510Mb A8MOMAMUYHO
cmeopiogamu icposi cepedosuwia i3 3a0anumu xapaxmepucmuxamu. IIpoyedypua eenepayis
iepogux ceimie — ye Memoo, sAKull 0036015€ CIMEOPIOBAMU PI3HOMAHIMHI [2p08i cepedosuiya 3a
00NOMO2010 aneopummie i 6unadkosux npoyecie. Ha cb0200Hi icHylomb pi3Hi aneopummu npo-
YedypHOT 2enepayii, maxi K an2opuUmMU 2eHepayii uymis, QpakmaibHoi 2eomempii, KiimuHHi
asmomamu. Memoiw yb020 00CHIONCEHHS € AHANIZ ANCOPUMMIB, MemOOi6 ma nioxodie 0o npo-
yedypHoi eenepayii mpusuUMIpHUX i2posux ceimig, onuc ix pobomu ma 6U3HAYEHHsI 0COOIUBOC-
meu. B pobomi Oynu npoananizosani arcopummu Perlin Noise, Improved Noise, Simplex Noise,
Diamond-Square, Fractal Noise. B sixocmi nokasnuxie 6y10o oopano weuoKicns pooomu, sKicnv
2eHepayii ma payionanrbHicms suKOpuUcmanHs nam 'ami. fAxicme eenepayii oyinosanacy woo0o
PeanicmuyHoCmi ma pisHOMAHIMHOCMI OMPUMAHUX TOKayitl. /s i2op, 0e 8aiCiueoio € weuo-
Kicmb eenepayii nanowaghmie binvuie nioxoosms Simplex Noise ma Diamond-Square. Diamond-
Square, xoua i npocmuii y peanizayii, MeHut eHyuKul O 8eIUKuUx ceimie. Axwo s nompiona
MaKcUMansHo demanizoeana kapma, eapmo 36epHymu yeazy Ha Fractal Noise, ane 6in nompebye
BHAYHUX 0OUUCTIOBAHUX pecypCis. [isl OmPUMAKHsL YIKA8UX MA PISHOMAHIMHUX 2DOGUX C8IMie
Kpawje GUKOPUCmo8ysamu KOMOIHayii 0eKiibKoX anzopummis, Hanpukiad oouH 015l CMEOPEHHS
6a306020 nandwagmy a iHwuil 0 demanizayii. Aneopummu npoyedypHoi eenepayii 00360/~
H0Mb CMEOPHO8AMU BENUKI, 0eMANI3068aHI CEIMU 3 MIHIMATbHUM PYUHUM 8MPYYAHHAM, WO 3HAYHO
eKOHOMUMDB Yac i pecypcu ma pooums epy 0inbi IHMepaKmusHoIo ma HenepeobauysaHoio.

Knrwwuoei cnosa: Perlin Noise, Improved Noise, Simplex Noise, Diamond-Square, Fractal
Noise, npoyedypua eenepayis, po3pobra i2op, cCmeopeHHs 10Kayiil.

Marchuk G. V., Levkivskyi V. L., Kharchenko A. V., Marchuk D. K. Review and analysis of
procedural game world generation algorithms

Computer games have become an essential part of modern culture and entertainment. One
of the key elements influencing the player's perception of a game is the game world where the
events unfold. With the growth of the gaming industry and the increasing popularity of video
games, there is a need for rapid creation of new game worlds. In this context, the application
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of procedural generation algorithms proves useful, as they allow for the automatic creation of
game environments with specific characteristics. Procedural generation of game worlds is a
method that enables the creation of diverse game environments using algorithms and random
processes. Today, various procedural generation algorithms exist, such as noise generation
algorithms, fractal geometry, and cellular automata. The purpose of this research is to analyze
algorithms, methods, and approaches to procedural generation of 3D game worlds, describe
their operation, and identify their unique features. The study examined algorithms such as
Perlin Noise, Improved Noise, Simplex Noise, Diamond-Square, and Fractal Noise. The chosen
evaluation criteria included performance speed, generation quality, and memory efficiency. The
quality of generation was assessed in terms of the realism and variety of the generated locations.
For games where landscape generation speed is crucial, Simplex Noise and Diamond-Square are
more suitable. While Diamond-Square is easy to implement, it is less flexible for large worlds. If
a highly detailed map is required, Fractal Noise is the best choice, though it demands significant
computational resources. For creating interesting and diverse game worlds, it is better to
combine several algorithms, for instance, one for creating the base landscape and another for
adding detail. Procedural generation algorithms allow the creation of vast, detailed worlds with
minimal manual intervention, significantly saving time and resources while making the game
more interactive and unpredictable.

Key words: Perlin Noise, Improved Noise, Simplex Noise, Diamond-Square, Fractal Noise,
procedural generation, game development, location creation.

IMocTanoBKka mpodiieMu. Y 3B'SI3Ky 3 PO3BUTKOM irpoBOi IHAYCTpii Ta 3arajibHOI
MOMYJISIPHOCTI BiZI€Oirop BUHUKAE MpobieMa 31 MIBUIKUM CTBOPEHHSM irpOBHX CBITIB.
KopucauM B faHiii cutyanii Mojke OyTH BUKOPHCTaHHS aJTOPUTMIB NIPOIETYPHOI Ir'eHe-
pariii, 3a JIOTIOMOTOI0 SIKUX 3'SBISETHCS MOKIHBICTH aBTOMATHYHO CTBOPIOBATH irpoOBi
cepeIoBHUIIIa 13 3a3HAYCHUMH [TapaMeTpaMH.

Hpouez[ypHa TeHepallisl € BXJIMBUM Ta aKTyaJIbHUM €JIEMEHTOM Y p03p06u1 cyuac-
HIX 1r0p Ta BlpTyaJILHI/IX cBiTiB. Llei minxin mo3Boisie CTBOPIOBATH JTyKe PpI3HOMaHITHI
Ta HECKIHYEHHI irpoBi cepeloBHIla, 3a0e3MeUyloud yHIKaJbHUM NOCBiX A TpaBUS
KOKHOTO pasy, KOJIM BiH 3aIlycKae Tpy. BaxxinuBicTs mpoueaypHoi reHepariii mosusrae B ii
3IaTHOCTI CTBOPIOBATH BEJIMYE3HI, ICKPaBi CBITH 3 KYTOYKAMH, SIKI MOXKHA JTOCIIIDKY-
BaTH, 30epirarouu npu OMy 3allikaBleHiCTh IrpaBlsd. Kpim Toro, neit miaxia ontumisye
BUKOPUCTAHHS PECYpCiB 1 103BOJISIE PO3POOIATH iTPOBI MPOEKTH 3 MEHIIUM OIOPKETOM
1 B KopoTii Tepmind. [IporieypHa renepaltist IpoJ0BXKY€ BILTUBATH Ha IHAYCTPIIO PO3-
pOOKH irop i cTasia BaXJIMBUM IHCTPYMEHTOM JUIA JIOCSITHEHHS BapiaTUBHOCTI, pealtic-
THUYHOCTI Ta NIMOWHY ITPOBHX CBITIB.

AHaIi3 IuX anropUTMIB JacTh 3MOTY BU3HAYHTH iX IIepEeBary Ta HEMOMIKH, 1X CKIaj-
HICTb Ta 3arajbHy 3py4YHICTb, SIK B pealizallii, Tak i B IX BAKOPUCTaHHI y iIrpOBHX 3aCTO-
CYHKax.

AHaJji3 BimoMux pe3yJbTaTiB AocTimkenb. Ha chOoropHimHii JeHb BXe iCHYE
0e3y1i4 aNropuTMIB Ta METOJIIB IS aBTOMAaTHYHOTO CTBOPEHHS irPOBOTO CEPEIOBUIIIA.
VY poborti [1] mpencraBiaeHo HOBHH MiIXiJ 10 MPOIEAYPHOI reHepalii HapaTHBHUX CBi-
TiB, III0 BKJIFOYAE JIBA €TAITH: MOJIE)Ib HAPATHBHOTO CBITY TeHEPY€ETHCS JIUIIIE OAWH pa3 st
MEeBHOI icTOPil; (JopMa HAPAaTHUBHOTO CBITY BHKOPUCTOBYETHCS JUISI CTBOPEHHS OHOTO
(200 KUIBKOX) MOXKJIIMBHX HApaTWBHUX CBITIB JUIA 1€l icTopii. Y poboti [2] omucaHo
ctBopeHmi GppeiiMBopk ProcTHOR — cTpykTypy Aist mpouexypHOi TeHeparii cepemo-
Bunl. ProcTHOR no3Bonsie BinOuparu BenuKi HAOOpH AaHUX iHTEPAKTUBHHX, HACTPO-
IOBaHUX 1 IPOMYKTHBHUX BIPTYaJIbHHUX CEPEIOBHIII, 1100 HABYATH U OIIHIOBATH BTLICHI
areHTH JJIs 3aBJaHb HaBiraiii, B3a€Moil Ta MaHIIyJrOBaHHS. ABTOpamMH poOoTH [3]
MpPEeACTaBICHO MiAXi/ 10 TeHepauii piBHIB y CTHIII Mia3eMersi. Bukopucrano ribpunHy
TEXHIKY, sIKa TIOEJJHYE€ KOHTEKCTHO-BUTBHI TpaMaTHKH JUISI CTBOPEHHS OIHCY PIBHIB 1 KJTi-
THHHI aBTOMATH, JIJIs1 CTBOPEHHS (PI3UIHOTO IPOCTOpy. JJoBeeHO, 110 TOPHIHI ITiIXOAH
JI0 aBTOMATH30BaHOTO MPOEKTYBAHHS PiBHIB MAIOTh 3HAYHY I[iHHICTh. Ha choronHimHiHl




Komrm’rorepHi Hayku Ta iHdopmamniiiai TexHOMOril |

| 103

JIeHb He Tak 0arato O0CIipKEeHb II0/I0 MpolenypHoro 3D-MonenoBanHs nevep i moaio-
HUX 3aMKHEHUX MPHUPOJHHUX MPOCTOPIB. Y cTaTTi [4] MpeacTaBIeHO MOAYJIbHHH KOH-
BEEp Ui MPOLEIYPHOrO CTBOPEHHS MiI3EMHUX Ie4Yep Y peajbHOMY Yaci, ki OyayTh
BUKOPUCTOBYBATHCS SK YacTHHA OIMBIINX JaHAMA]TIB y irpoBuUX cBiTax. ABTOpamu
3aMpOITOHOBAHO TIIX1JI, IKAH MOXKHA ITOBHICTIO pealli3yBaTH 3a IOTIOMOTOI0 TEXHOJIOTI]
GPGPU (General-Purpose Computing on Graphics Processing).

Hespaxaroun Ha Te, IO PO3POOHHMKH irop i akaJeMidHi JOCHITHUKH HIMPOKO
JIOCITI/KYBAITN TIPOIEypHE CTBOPSHHS KOHTEHTY, HE BUCTa4a€ METOIB 0OpOOKH Mpo-
LEAYPHOTO CTBOPEHHS KBECTiB. Y cTarTi [5] mpeacTaBieHO HOBUI MeTOA TeHeparii
KBECTIB Ha OCHOBI T€HETHYHHX AJTOPHTMIB i aBTOMaTH30BaHOTO IuIaHyBaHHs. [loen-
HYIOUM TUTaHYBaHHS 3 C€BONIOLIHHOIO CTpAaTeTiel0 MOIIYKY, KEPYIOUHCh CIOKETHUMHU
Jyram, 3alporiOHOBaHUM METOJl MOYKe TeHEepyBaTH y3TrO/PKEH1 KBECTH Ha OCHOBI IeB-
HOI CTpyKTypH omoBiai. [lomepenHi pe3ynbTaTi MOKa3yIOTh, IO KBECTH, CTBOPEHI 32
JOTIOMOTOI0 3aIPOIIOHOBAHOTO METOMy, Maiike He IOCTYIMAIOThCs KBECTaM, CTBOpe-
HUM mpodecioHanamMu 3 po3poOKku irop. Y poOoti [6] mpeacTaBIeHO HOBY CHCTEMY
AutoBiomes, sika 371aTHa €)EKTHBHO CTBOPIOBATH BEJIMUYE3HI TEPUTOPIT 3 MPaBIOMoaio-
HUM PO3IMOIJIOM 0IOMIB 1 PI3HUMH IIPOCTOPOBUMH XapakTepucTukaMu. OCHOBHA i/1es
MOJISITa€ B TIOEIHAHHI KUTBKOX CHHTETHYHUX MPOLEIYPHUX METOMIB reHepallii penbedy
3 I POBUMH MOACTAMH penbedy 1 CIPOIEHNM KIIIMaTHYHUM MOJEIOBaHHAM. Po3po-
OJeHa cucTeMa JO3BOIISIE MIBHIKO CTBOPIOBATH PEATiCTHYHI JaHAMA(TH.

[IpouenypHa reHepariisi — 1e MOTY>KHUH 1HCTPYMEHT, KU O3BOJISIE CTBOPIOBATH
BEJIMKI 0OCSATH PI3HOMAaHITHUX JIaHMX Ha OCHOBI HaOopy mpaBwiI Ta oOMexeHb. llei
MiAX1] 3HAXOAUTUME IIHUPOKE 3aCTOCYBAHHS B PI3HUX Tally3sX, BiJl po3poOKH irop 10
HAyKOBUX JIOCIIPKEHb BKJIFOUAIOUM KOMIT'IOTEpHE 3ip Ta 00poOKy nmpuponHoi MoBu. Ha
CBOTOJIHI € aKTyaJbHIUM CTBOPEHHS CHHTETHIHUX JAHUX, SIKi JO3BOJISIOTH MOJICIIOBATH
PiAKICHI YK HeOe3MeuHi CUTYallii, SKi Ba)KKO YA HEMOJIUBO BIATBOPHUTH y PEaTbHOMY
cBiTi. CTBOpeHHs (oTopeanmicTuyHuX 300paxeHs JofeH, 00'ekTiB Ta cieH [7]. I'ene-
pamis CHHTCTHYHHUX NAHWX U HaBYAHHS MOJENEH aBTOHOMHOTO BOMNIHHS y Pi3HHX
JIOPOXKHIX yMOBax [8-9]. OTke, BAXKINBO 32a0€3MEUNTH, II00 CHHTETUYHI TaHi OyIu pea-
JTICTUYHUMH Ta MICTWJIH BCl HEOOXi/IHI AJIsl HABYAHHS MOJIEITi XapaKTePUCTUKH.

Meta podorn. MeToro aHOTO IOCHIDKEHHS € aHalli3 aJrOPUTMIB MPOIeypHOT
re’epauii TPUBUMIPHOTO irpOBOTO CBITY.

Bukian ocHoBHoro marepianay. [IpouenypHa reHepallis IIMPOKO BUKOPHCTOBY-
€ThCS TIPU po3poOIi irop. B meskux Bumaakax, JaHWW (QYHKIIOHAN € TTOBHOI[IHHOIO
IrPOBOI0 MEXaHIKOI0, Jie TPaBLI0 HAJAEThCS AOCTYI O HAJAIITyBaHb irpOBOrO cepe-
JIOBHIIA TIEPE]] TOYaTKOM OCHOBHOI irpoBoi cecii. Llumu mapameTpamMu MOXyThb OyTH:
pO3Mip, HasIBHICTh ITEBHUX JIOKAIIH, TaK 3BaHUX «010MiBY», TX THII, KUIbKICTh PECypciB,
BoporiB Tomo. Hacnpasai, iX KiJIbKICTh Ta PI3HOMaHITHICTh OOMEXYIOThCS JHLIe (haH-
Ta3i€l Ta pecypcaMu po3poOHHKIB. ['eHepallisi irpoBOTO CBITY CKIANAEThCS 3 Pi3HUX
€JIEMEHTIB, 110 POPMYIOTH (hi3UYHY OCHOBY CBITY, TAKHX SIK MICIIeBICTb 1 TaHMmadT. /1o
HUX HaJiexxaTb penbed, pIBHUHU, TOPHU, PIUKHU, 03epa Ta iHIII npupoaHi popmu. Takox
reHeparlis BKIIoJae B ce0e po3MileHHs Pi3HUX 00'€KTIB y IPOCTOPI, TAKKUX SK OyHiBIIi,
pocnuHM 1 TBapuHH. KpiM TOro, CTBOPEHHS irpOBOTO CBITY MOXKE BKJIFOYATH CIEMEHTH
LITYYHOTO 1HTEJEKTY JUIsl CTBOPEHHS MOBEAIHKHM MEPCOHAXIB 1 B3aEMOIiT 3 TPaBLSMHU.
Y CyKyIHOCTI ITi €IeMEHTH CTBOPIOIOTH YHIKAIbHUH i 3aXOIUTMBHUH irpoBUil JOCBI.

PiBeHB SKOCTI pe3yabTaTy NpOoIEeIyPHUX AITOPUTMIB T'eHepallii CBITIB MOXe 3HAUHO
BapirOBAaTUCS 3aJI€KHO BiJl KOHKPETHHUX MOTPed MPOeKTy, Horo ayauTopii Ta 1inen pos-
poOxu. Hanpukman, oguH mpoeKkT Moxke OyTH HAIliICHHH HA CTBOPEHHS CBITY 3 BEJH-
KOKO KUIBKICTIO JieTaliel, Mo BKIJIOYAae B ceOe peasliCTHYHI TeKCTypaMH Ta CKJIaJHI
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apXiTEeKTypHI €JIeMEHTH, B TOH dYac sK IHIIMH MOXe CIpoOyBaTH CTBOPHTH OUIBII
a0cTpakTHHIA 200 MiHIMAJTICTHYHHHA CTHIIb.

V Oyap-sKkOMy pasi, piBeHb SIKOCTI Ma€ OyTH JOCTAaTHIM, 11100 3a0e3MeUUTH MPHEMHHIA
irpOBHIA TOCBIJ AJISI KOPUCTYBAYa 1 BIAMOBIAATH CTAaHAAPTAM, sIKi BiH OUiKy€ Bi irpoOBOTO
MpoMyKTy. Pesynbrar reHepariii Mae npuiiMaTs cKJiajHi Ta mikaBi Gopmu, aje, B TOH ke
qac, OyTH 3p03yMUTUM, TOOTO BMIlllyBaTH B ceOe BIi3HABaH1 IaTepHU, BI3ePYHKH.

OxHuM 13 HaMOLTBIN BiJOMUX MCEBIOBUNAAKOBUX IIyMiB € Perlin Noise — 11e anro-
PUTM 7SI CTBOPECHHS NPOLETYPHHX Mal IIyMYy, SIKHA HIMPOKO BHUKOPHUCTOBYETHCS
y npoueaypHiii renepauii. Bin 6yB po3poonenuit Kenom Ilepninom B 1982 poui crieri-
anpHO 1yt imeMy «Tpony, 3a o Ilepnin oTpuMaB AKageMidHy Haropoxy 3a TeXHi4Hi
nocsirierHst [10]. Y 2002 pori anroputM OyB ymockoHaneHu# 10 [Tokpamenoro lymy
(Improved Noise) camum Kenom Ilepninom. [Ipobnema 3BuuaiiHOro mymy mossrae
B TOMY, 1110 BiH MIOBHICTIO CKIIQIA€ThCS 3 BUIMAIKOBUX 3HAUEHB, TOMY 3arajibHUN pe3yib-
TaT OyAe JOBOJI TpyOHM, aJike HMOBIPHICTH TOTO, IO CYCLIHI MiKceNi OyayTh MaTH
cx0xi1 3HaueHHs — noBoimi Hu3bKa. Perlin Noise Ta Improved Noise cTBoproe n0BoOIi
IpUEMHE TIaAKe 300pa’keHHS 1 POOWTH BiH Iie, SKIIO KOPOTKO, 3aBASKH TeHepamii
BHIIAJIKOBUX YKMCEJ Ha OUIBIIIN CITII Ta IHTEPITOIIOKOYH MOTIM 3HAYCHHS MK HUMH Ha
MEHIIIH, 110 B KiHLI BUAa€ Ha0araTo NpUEMHILINKI pe3ybTar.

Xoua TouHMH Mmaremarnyauid ommc Perlin Noise Moxe OyTH JOCHUTBH CKJIaIHHUM,
3araipHa ifies oiirae B HaCTyIHOMY: Hexaii P(X, y, z) — 3HaueHHs IryMy B TO4II (X, Y, Z),
TOAL:

P(x,y,z)= Z(grad(G(i,j,k))-(x —i,y—j,z—k)*fade(x—i,y—j,z—k)), (1)

ne G(i, j, k) — rpamieHT y To4wi rpaTky 3 iHgeKcami (i, j, K), rpamieHT mokasye Harpsi-

MOK Hai0inbIoro 3poctanus ¢yHKIii. Y koHTekcTi Perlin Noise rpajieHT Bu3Havae 1e

Oyze sima uu Bucora; fade(X) — QyHKIIiS TUTABHOTO 3racaHHs, sika 3a0e31euye IIaBHAN

Mepexi MiXK 3HAYSHHSIM ITyMY B Pi3HUX TOUKAX; * — CKAILIPHUI JOOYTOK TBOX BEKTOPIB.

Bin BuKopucTOBY€THCS A1 OOUMCICHHS MPOeKLii BeKTopa (X-i, y-j, z-k) Ha HampsIMOK
rpajieHTa.

CyMa 00YHCIIOETBCS TI0 BCIX TOYKAX CITKH, IO 3HAXOISTHCS MOOIHM3Y TOUKH (X, V,
z). It oTpuMaHHS 3HA4YECHHS IIYMY Yy JOBLIBHIM TOYII IPOCTOPY BHKOPHCTOBYETHCS
IHTEPIONIAIIS MK HAHOIVKIMMH TOYKaMH CITKH. KitacHuHUI MeTO IHTEPIONIAIIIT, 10
BukopuctoByeTbes B Perlin Noise (puc. 1), Ha3uBaeThcsi 0iKyOI4HOIO 1HTEPHOISLIELO.
Bona 103Bos151€ OTpUMATH IIaBHI EPEXOAN MK PI3HUMH TOUKAMH T'PATKH.

Jis o0uuciieHHs] 3HAUEHHS MIyMy B JOBUIBHIN TOYIN TPOCTOPY, OOYHCIIOETHCS
CKaJISIpHUI HOOYyTOK BEKTOpa IpaZi€eHTa HAHOMMKIOI TOUKH CITKM Ha BEKTOD, IO 3'€l-
HYE€ 110 TOYKY 3 0OOUMCITIOBAaHOIO TOUKOKO. Llel ckanspHuii 1o0yToK MaciiTabyeThes 3a
JIOTIOMOTOF0 (PYHKIIIT, SIKa 3aJIC)KUTh BiJI BIICTaHI JO HAHOIMKIOI TOUKH CITKH.

[ym [epniHa € MOTYKHUM 1HCTPYMEHTOM JJIs1 CTBOPEHHS PI3HOMAaHITHHUX Bi3yalib-
HUX eekTiB. Floro THyuKicTh Ta e(heKTHBHICTH 3pOGHIIN HOro He3aMiHHUM y 6araThox
00TacTsIX KOMI'TOTEPHOT Ipadiky.

Anroputm Diamond-Square 103BoJisie CTBOPIOBAaTH ABOBUMIpPHI Mamu BUCOT. AJIro-
putM OyB po3pobienuii AisonoM Dypube, Jonom Paccemtom ta Jlopenom Kaprenre-
poM i Briepiie OyB npojeMoHcTpoBanuid Ha koHMepeHii SIGGRAPH y 1982 pomi [12].
Diamond-Square € nokpamennam anroputMy Midpoint Displacement. O6uasa anro-
PUTMH BHUKOPHCTOBYIOTBCS JJISI TeHepamii (ppakTaabHuX JaHamagTis, ane Diamond-
Square BHOCHTH KiJbKa BayKJIMBHX yIockoHaleHb. Diamond-Square po30uBae kBagpar
Ha YOTHPH PiBHI YaCTHHH, a MOTIM OOYHCIIOE BUCOTY LIEHTPAIbHOI TOUKH (IiaMaHTOBHUI
KpOK) Ta YOTUPHOX KYTOBUX TOUOK (KBapaTHU KpokK). L{e mo3Bosisie 00UnCIUTH BUCOTY
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KO)KHOI TOUKH JIMIIIE OAWH pa3, Ha BiAMiHy Big Midpoint Displacement, e neski Touxku
MOXYTh OOUHCITIOBATHCS KiJTbKa pa3iB. CTpykrypa Diamond-Square m03BoJisi€ ierko po3-
HapajenuT 00YUCIeHHs, IO MPUCKOPIOE TeHEPALlF0 BEJIMKHX JaHmadTiB. AIropuTM
Diamond-Square mMoske reHepyBary JaHAmMAGTH JOBUIBHUX po3MipiB, Toai sik Midpoint
Displacement Mmoxxe Oyt 0OMeXeHHM TIEBHHMH CITiBBITHOIICHHSAMHE CcTOPiH [13].

Puc. 1. Pesynomam pobomu ancopummy Perlin Noise [11]

Anroputm Diamond-Square inozi Ha3uBaroTh Plasma Fractal uepe3 fioro 3gatHicTh
TeHepyBaTH 300paKEHHS, 10 HaraaylooTh miasMy (puc. 2). lle nopiBHAHHS 6a3yeThCst
Ha Bi3yaJIbHI CXOXKOCTI Pe3yJbTariB poOOOTH alrOpUTMY 3 MPHPOIHUMH ILIA3MOBUMHA
YTBOPEHHSMH.

-

Puc. 2. I[Ipuxnao 3o0bpadicennsn kapmu eucom, aneopumm Diamond-Square [11]

Diamond-Square € 10BoJi IPOCTHM JJIsi pO3YMIHHS Ta BiTHOCHO JITKHM B peali-
3amii. [y KopekTHoI poOOTH BiH BEMarae, o0 po3Mip OIMPHHU Ta BUCOTH IOJIOTHA
oyB pisaum 2" +1, ne N — mine umcio, mo Ginbme a6o nopisuioe 0. Ba3osi kpoku
anroputmy (puc. 3):

1. CTBOpIOEMO KBaJpaTHY CITKY Ta 33IaEMO BHCOTY JUIS YOTUPHOX KYTOBHX TOYOK.

2. OOuHCITIOEMO BHCOTY IIEHTPANBHOI TOYKH KBAJpaTa SIK CEPEIHIO apH(pMETHIHY
BHCOT YOTHPHOX KYTOBUX TOUOK IUTIOC BHUITAIKOBE 3HAYCHHS (IIyM).

3. OOUYHCITIOEMO BHUCOTY KOXHOI CepeaHbOl TOUKM CTOPOHH KBaJpara K CEepeIHIO
apu(METUYHY BHCOT ABOX CYCIIHIX KyTOBHX TOYOK Ta LIEHTPAIHHOT TOUKH ILTIOC BUITA-
KOBE 3HaueHHS (IIIyM).
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4. JlimuMo KOXeH OTpUMAaHUl KBaJIpaT HAa YOTUPU YACTHHU Ta MMOBTOPIOEMO KPOKHU
2 ta 3 00 HOCArHEHHs O0a)kaHol aeTaji3arii.
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initialization square step diamend step

Puc. 3. bBasosi kpoxu arecopummy Diamond-Square [12-14]

DopMabHO aNTOPUTM MOXKHA ONHCATH HACTYITHUM YHHOM:

1. H(x, y) — BHCOTa TOYKH 3 KOOpIWHATAMHU (X, ) Ha CITIII.

2. 3agaeMo MOYaTKOBHUM po3Mip kBajapara N.

3. BuOupaemo BUIIaIKOBI 3HAYEHHS 11 YOTHPHOX KyTOBHUX TOUOK

H(0, 0), H(0, N-1), H(N-1, 0) Ta H(N-1, N-1).

4. Diamond step. J{71s1 K0)XHOTO KBajipara 31 CTOPOHOIO JJOBKHHU S OOUUCIIIOEMO:

H(x+%,y+§] = H(x,y)+H(x+s,y)+H(x,y+s) +random(—r,r), 2)

4

Je (X, y) HIDKHIN JTIBUH KyT KBajpara, I aMIUTiTya [yMy, SKa 3a3BUYail 3MEHIIIy-
€THCS 3 KOXKHOIO ITEPaIli€ro IJIsl CTBOPEHHSI O1TBII MIAJAKHX JeTajei.

5. Square step. J{ist Ko’)kHOT CTOPOHHM KBaJ[paTa 31 CTOPOHOIO JIOBKUHH S 00UHCITIO-
€MO:

H(x,y)+H(x+s,y)+H£x+;,y+;j

H(x+%,y) = 3 +random(-r,r),  (3)
H(x,y)-i—H(x,y-i—s)—i—H(x—i-;,y—i-;)
H(xjyju%j = 3 +random(—r,r),  (4)

JIe S — pO3Mip IMOTOYHOTO KBaJ[pata, random() — BUMAIKOBE YUCIIO i3 3aJaHUM PO3IIO-
JUTOM (HAIIPHKIIAA, HOPMAJIBHAN PO3IIOILI).

®opmynu 3 Ta 4 BUKOPUCTOBYIOTECS 1 AJIS IHIIUX CTOPIH KBAPATiB.

6. JlimrMo KOXKEH KBaJIpat Ha YOTHPH piBHI yacTuHH. [ToBTOproemo kpoku Diamond
Ta Square 17151 KOKHOTO HOBOTO KBaJ[para 3i 3MEHIICHUM 3Ha49EHHSIM S Ta I.

Anroputm Diamond-Square € HOmynsipHUM MeTOIOM TeHepauii (pakTaJbHHX
nanamadrie, ane Mae cBOT OOMEKEHHsI Ta HEJOMIKH, SIKI BAPTO BPaXOBYBAaTH MPH HOTO
3acTocyBaHHI. He3Baxxaioun Ha Te, 1110 QJITOPUTM CTBOPIOE JOCHTH peasliCTUYHI JIaH[-
ma@TH, Yy HIX 9aCTO MOXXHA IOMITHTHU NEBHY "IPSAMONIHIHHICTE" penbedy, 0coOIUBO
Ha BENIMKUX MaciuTabax. Pe3ymerar poOOTH anropuTMy 3aIeXXHTh BiJ 3HAYCHb, 3aJJaHUX
y YOTHPBOX KyTaX MOYaTKOBOTO KBajpara. Lle Moxe mpu3BecTH O TOTO, 110 OTPHMaHi
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nannmadTu OyayTh BUDIAATH HAATO OAHOMAaHITHUMH a00, HABMAKH, HAJITO XaOTHY-
HuMH. AsroputM Diamond-Square Haiikparie miaXoauTh Ui TeHepaiii "KiiacuaauX "
ripcekux tanamadris. s cTBOpeHHs OLTBII CKIATHIX Ta PI3HOMAHITHHX JIAHIIA(TIB
(HanpuKiIag KaHBHOHIB, ITEUep UM MiBOJHUX penbediB) MOXKYTh 3HATOOUTHCS TOAAT-
KOB1 MOIU(IKaIll Ui KOMOIHAIT 3 IHIIUMH aJITOPUTMAMU.

OpnHiero 3 mpobieM aJlrOpUTMyY IPU BUKOPUCTAHH] HOTO JJ1s TeHepallii TPUBUMIPHUX
nmaHAmaQTIB € HAIBHICTH MiKiB, [0 BUIVIAIOTE HeopeuHo. Lle BupimryeTses nonaBaH-
HSIM JIOATKOBHX €TAIliB 31MaKyBaHHS.

Fractal Noise — yHiKaJIbHU# cIOCIO CTBOPEHHSA IIYMY BUKOPHCTOBYIOUH (hpaKTaib-
HUH miaxia. OgHa 3 HaHOUTBIINX CUITBHUX CTOPIH (PPaKTaIbHOTO NIyMY MOJISTAE B TOMY,
o JlaHAma@T, 3reHePOBAHUNA TaKUM YHWHOM, TI0 CYTI € BIpTyaJIbHO HECKIHUCHHHM.
ToOTO, € MOXKIIUBICTh IPOIOBKYBATH T'€HEPALIil0 B OyIb-KOMY HAIlPSIMKY, BUKOPHCTO-
BYIOUM MOINEPEIHBO BU3HAYCHY TOYKY BimIikKy [15]. ®pakrameHuil mym OymyeThes
3 ypaxyBaHHSIM PEKypCHBHUX MaTEeMaTHIHUX (OPMYIN, SKi JO3BOJIOTH CTBOPIOBATH
HECKIHYEHHO JIETaJ1i30BaHi 300paXKeHHSI.

Fractal Noise OyayeTscst 3 ypaxyBaHHAM 0a30B0i (DYHKIIT IIyMYy, SIKa TIOBTOPIOETHCS
y pi3HuX MacmTabax i 3mimyetscs. Lleit mporiec iTepaTHBHO MOBTOPIOETHLCS, CTBOPIO-
104U JICTAJIBHIIII 1 CKJIQAHINI CTPYKTYPH.

fractalNoice(x,y) = sum(amplitude[i ] * noice(x * frequency[i ], y* frequency[i ])) 5)

Iie, X, y — KoopauHaty Touku; amplitude[i] — ammutityna; frequency[i] — gactoTa i-oi
OKTaBH; Noise— (PyHKIIiss 0a30BOTO IIyMy.

Simplex Noise € 611 e(eKTUBHIM Ta MEHII I'ydHUM BapianToM Perlin Noise, sika
BUpIITy€e po0IIeMy CIIPSIMOBAHOCTI Ta 3a0e31euye OiIbII IIIaBHI TPaieHTH. ANTOPHTM
Kpalle IPamkoe 3 BEIHKOIO KUTBKICTIO BUMIpiB. dpakTai B JAHOMY BHITAAKY BUKOPUCTO-
BYETBCS SIK OIUC 00’€KTa, 10 CTBOPEHUI 3 MOTEHIIIIHO HECKIHUEHUX YaCTHH CaMOTro
cebe.

Ha pucynky 4 300paxenuii pe3ynsrar podotu anropurmy Simplex Noise, BizyasHO
BiH BUINIsAa€e Kpaiie 3a Perlin Noise. Mana BUCOT, X04 i IOCTaTHBO J€Tani30BaHa Jisi
cTBOpeHHs 0a30Boi 3D-Mojeri, Bce ) noTpedye nonarkoBoi o0pooku. Jlanmmradr, 3re-
HEepOBaHM 32 ii JOMOMOT0I0, MATHME OTHOMAHITHUAN BUTIISAI Ta HEJOCTAaTHRO BHPAXKCHI
Hepenagy BUCOT IS pealliCTUYHO]I Bisyasi3aii.

-—

Y -

Puc. 4. Pesynomam ancopummy Simplex Noise

11106 3pobuTH 300paskeHHs OLTBIN JETATBHUM Ta TEKCTYPOBAaHHM MOYKHA BHKOPH-
ctatu ¢pakTansHuid MeTon. Llei MeTox mo3BoIsie mOmATH NOAATKOBI AeTali n0 300pa-
JKEHHS [UISIXOM HaKJIaJaHHsS Ha HbOTO KiJIbKOX mapiB mymy. Ha pucynky 5 npencras-
JICHO pe3yibTaT INi€l omeparlii, ska Hajae 300pakCHHIO OUTBII IpyOOro BUIISIY Ta
PI3KILINX MEPEXOiB MK BUCOTaMHU.
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Puc. 5. Pesynemam Fractal Noise 3 okmagoio 2

Crig 3a3Ha4yMTH, 10 MPH KOXKHIM iTepamii HakIajaHHS IIyMiB, HEOOXiAHO 3MiHIO-
BaTH 3HAYCHHS HACTYITHHUX ITapaMeTpiB:

1. Awmrutityna, sika BU3Ha9a€ Pi3KicTh MEPEXOiB 3HAYEHb IIyMy. MajeHbKa aMILTi-
TyJZla CTBOPIOBATHME JIOBOJI IIJIOCKI JIAaHAIIA(TH, @ BUCOKA — TOPH Ta OKECAHH.

2. YacTtoTa, sika BU3HAYAE KUTBKICTh IeTayied, 300paXeHNX Ha OJMHUII IPOCTOPY.

JJ1s1 onHcaHuX aNropuTMIiB OYyII0 IPOBEACHO AOCIIIKEHHS MO0 IMIBUAKOCTI Ta SIKO-
CTi poOOTH 1 palioHaILHOCTI BUKOPUCTAHHS ITaM’sITi. Pe3ynbTaTi IpoBeAEHOT0 aHATIi3Y
MpeACTaBIeHO y Tabmwii 1.

Tabmus 1
IMopiBHsIHHS aJTOPUTMIB reHepanii irpoBux cBiTiB
ang)i)s;:My HIBUAKICTH SAxicTb B“Kr?g:,c:;““ﬂ
Perlin Noise Cepenns ITomipHa Huzbke
Improved Noise Bucoka Hobpa Cepenne
Simplex Noise Bucoxka Bucoxka Huzbke
Diamond-Square Jyxe Brcoka Jobpa Bucoke
Fractal Noise 3anexuTh BiJ KITBKOCTI OKTaB | Jlyke BUCOKa Bucoke

AHaJi3 anropuTMIiB TeHepallii myMiB Tokasye, mo Simplex Noise € onTUManTbHIM
3a CITIBBIIHOMICHHSM IBUAKOCTI Ta SKOCTI, III0 POOUTH HOTO MPUBAOIMBHUM JUIS irOp
3 BEJIMKOIO KiJIBKICTIO TEHEpOBaHOTO KOHTEeHTY. Fractal Noise, He3Bakaroul Ha BUILY
SKICTB, Ma€ OOMEXEHHS y BUKOPHCTAHHI Yepe3 BUCOKY 0OUNCITIOBANIBHY CKIAHICTh IIPH
30iIbIIIeHH] KiTbKOCTI OkTaB. Improved Noise € koMrpomicHIM BapianToM, a Diamond-
Square — € mpocTuM y peanizauii, age MeHu THydkuM. Fractal Noise 3a0e3neuye Haii-
BUIILY SIKICTh, aJle 32 PaXyHOK 3HAYHUX BHTpPAT PECypCiB.

BucHoBku. B tanoMy fociipkeHHI OyJIo MPOBEACHO aHaIi3 aITOPUTMIB POIISTYP-
HO{ reHepallii 1js1 TPUBUMIPHOTO irpoBoro cBiTy. B po6oTi Oynu mpoanasnizoBaHi auro-
putMmu Perlin Noise, Improved Noise, Simplex Noise, Diamond-Square, Fractal Noise.

ANTOPUTMH TIyMiB CTBOPIOIOTH MAacHB IICEBIOBHIIAJKOBUX 3Hau€Hb, IO 3PYUHO
BUKOPUCTOBYBATH SIK Mary BUCOT JJIsl CTBOPSHHS MOYATKOBOTO TPHUBHMIPHOTO JIaH/-
madty. Bubip J01iIBHOTO aNTOpUTMY 3aJICKUTh 3arajioM BijJ MOTped po3pOOHHKIB Ta
BUMOT KJieHTiB. [1py moTpebi JOCATHEHHS BUCOKOT MIBUAKO/IT CTBOPSHHS IIIYMY 4y/10-
BUM BapiaHTOM Oyzie BUKOpUCTaHHS anropuTMmi Simplex Noise abo Diamond-Square,
MIPOTE OCTaHHIH He Ay’ke 3pyYHHI JIJIs TeHepallii HeCKiHUeHHUX JaHaadris, morpedye
OlbIe maM’sITi Ta 0COONIMBOTO PO3MIpy MOJIOTHA. J[Jst TOCATHEHHS HAMKPAIIO1 AKOCTI
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Malu BUCOT CJIii BUKOPHCTOBYBAaTH IPUHIMII (PpPAKTaNiB, 10 MOJIATaE€ B HAKJIAJaHHI
myMiB oauH Ha onHe. Crif 3a3HAYMTH, IO 30UTBIICHHS KUTBKOCTI OKTaB 3MCHINYE
HIBUIKICTh TeHepallil 1IyMmy, yepes 3011bleHHs 00’ eMy poOoTH.
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