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Anomauin

Posenanymo pisni nioxoou 0o cmeopenns nanowagmis y cepedosuwyi Unreal Engine ma cyuacnux mpendig y yiil
cgpepi. Ilpoananizosano pobomy aneopummy npoyedypHoi cenepayii aanowagmy y cepedosuwyi Unreal Engine ma
CMBOpeHo OINbUL 2HYYKULL aneopumm 05l NpOYeoypHOi cenepayii 1anouagpmy 3a 0onomo2or peoakmopa Blueprint.
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Abstract

Various approaches to landscape creation in the Unreal Engine environment and current trends in this field have
been examined. The operation of the procedural landscape generation algorithm in Unreal Engine has been analyzed,
and a more flexible algorithm for procedural landscape generation using the Blueprint editor has been developed.
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Beryn

[Ipu po3po6mi Bimeoirop y cepemonmmai Unreal Engine g0Boi 9acTo HE0OXiTHO CTBOPIOBATH JaHAIMA(T
MicueBocTi. IcHye Kinbka cnoco6iB HOro cTBOpeHHS: BpyuHy Yy penaktopi nannmadtie UES, 3a nonomororo
Blueprint-xucri, 3a monomororo kommoneHty Procedural Mesh. Cepenosuiie Unreal Engine mo3Bosisie
po3mmproBaTH (QyHKIIOHaN HpouexaypHoi rerepauii 3a gonomororo Blueprint-¢ynkuiii. Ilepen po3podkoro
HOBOTO aJTOPUTMY BapTO PO3IIIAHYTH ICHYIOUI MIAXOAH O CTBOPEHHS TPUBUMIpHUX JaHamadTis. B oqHiit 3
poOit [1] mpunineHo yBary eBOJIOLii JaHAMAPTHOI Ta MOPCHKOT €KOJIOTii BiJ JBOBUMIPHHUX A0 TPUBUMIPHHUX
Mojiesiell. ABTOpH OOTOBOPIOIOTH, SIK HOBITHI TEXHOJIOTI, TaKi SIK Jla3epHA albTUMETPIisl, aKyCTHIHI CEHCOPH
Ta POTOTpaMMeTpis, JO3BOJSAIOTH CTBOPIOBATH OibI peanictuyHi 3D-mopeni exocuctem. Lle BinkprBae HOBI
MOJKJIMBOCTI Uil aHANi3y CKIATHOI CTPYKTYpH Ha3eMHHUX 1 MOPCBHKHX cepefoBuIl. B iHmii poboti [2]
JOCHTIDKYETHCSI BUKOPHUCTAHHS KOMITITOTEPHHMX TEXHOJIOTiH TPHUBHUMIPHOIO MOJENIOBAHHA Yy IpoLeci
MPOEKTYBAHHS CYYaCHUX CaJ0BO-JAaHAIA(THUX €KOCUCTEM. Y Hill MPOaHaNi30BaHO, SIK TaKi TEXHOJIOT1, K
CAD, crpusioTh MHiABUIIEHHIO €(PEeKTUBHOCTI Ta TOYHOCTI NaHmmadTHOTrO nu3aiHy. lHma crarrs [3]
JIOCIIPKYE BUKOPUCTAHHSI TPUBUMIPHOTO MOJICIIOBAHHS I CTBOPEHHS MiCBKUX JaHAMAQPTIB Y KOHTEKCTI
PO3yMHHX MicT. Po3risparoTbcs anropuTMy NPUCKOPEHHS PEHAEPUHTY, TEXHOJIOTIi po3Mi3HaBaHHA 00'€KTiB
Ta METOJM ONTHUMI3aIlii /I OKPAICHHS SIKOCTI i eekTuBHOCTI 3D-Bi3yarmizaiii.

Oruisig anropuTmy

[Iponiemypra reHeparis gapamadTy OCOOJMBO KOPHCHA I CTBOPEHHS BEIWKHX BIAKPUTHX CBITIB ¥
BiZieoirpax, /e py4He MOJAETIOBaHHS BCiX JeTajeil Oyyio O 3aHaATO 3aTpaTHUM. 3aBASKH [[bOMY alTOPUTMY
MOXXHa IIBUAKO TE€HEPYBAaTH pI3HOMAaHITHI penbedu, Taki SK TOPH, IOJWHH, MaropOM dYu pIBHUHH,
3a0e3MeuyI0UH pealiCTUYHICTh Ta YHIKIBHICTD KOKHO1 001acTi. Lle ocobmuBo BaxuBo 11 open-world irop,
JIe TpaBeIlb MOXKE MOCHTIIKYBATH BEIUKI TIPOCTOPH, a PO3POOHUKAM MOTPIOHO €(hEeKTHBHO BUKOPHCTOBYBATH
pecypcH Ajsl CTBOPEHHSI AMHAMidHOTO cepenoBuina [4]. OkpiMm irpoBoi iHaycTpii, med miaxin KOpucHUi y
CUMYJIAIISIX Ta BIpTyanbHiN peanbHOCTi. Hampuknan, y BilicbKOBHX a00 HAYKOBHX CHMYISITOPAX MOTPIOHO
CTBOPIOBATH TPABAOMOMIOHI Meif3axi AN TpEeHyBaHb, a B apXiTEKTypHUX Bi3yamizamisx — pealicTHYHI
TISSHKY MICIIEBOCT1 JUIsl TUIaHYBaHHS 3a0yJ0BH. ABTOMAaTH30BaHE TECHEPYBAHHS IMOBEPXOHb JO3BOJISE
MOJICTFOBATH Pi3HI YMOBH, 3MIHIOIOUH ITapaMeTpH Pelbedy, Taki K BUCOTA Tip YU IyCTOTa HEPIBHOCTEMH, IO
Jla€ 3MOTYy aJanTyBaTd JaHamadT mig KoHkperTHi 3axadi. llle omHa mepeBara mpoIleaypHOTO CTBOPEHHS
nma"amadTy — [e ONTUMI3allis TPOAYKTHBHOCTI Ta eKoHoMis mam’sti. ['eHepariissi moxe BimOyBarucs
JUHAMIYHO TiJI Yac TPH, IO 3MEHIIY€ HaBaHTaXEHHS HA CUCTEMY, OCKUIBKHA He MOTPiOHO 30epiratu BeHKi



TTOTIEPETHLO 3MOIeThOBaHI KapTh. 1le kopucHO s MOOUTEHUX irop Ta VR-TIPOEKTIB, /e BayKIMBUI OanaHC
MiX sIKicTIO rpadiku Ta mpoaykTuBHicTIO. st nporo 6anancy y cepenosuiii Unreal Engine icHye TexHonoris
LOD (Level of Detail), sika 103BOJIsI€ peryiroBaTH JeTani3amiio 00’ €KTiB BIIHOCHO BificTaHi 10 HUX [5].

Auroput™ nponenypHoi renepanii manamadty y Unreal Engine 5 mpamroe Nuisixom CTBOPEHHS CITKH
BEPIIHH, SIKY TIOTIM MEPETBOPIOIOTH y MOJIroHANBHY NoBepxHI0. Croyarky iHilianizyeTscsi MacuB Vertices
(puc. 1), me xoxHa BepmmHa Mae koopauHatH (X, Y, Z). 3HaueHHs X i Y BH3HAYAIOTh TOJIOKEHHS Ha
TUTOIINHI, a Z po3paxoByeTbesi 3a gomomoroio Perlin Noise, mo cTBOproe IUIaBHI HEPIBHOCTI, IMITYIOUH
MPUPOIHUI penbed. YCi BEpIIUHHM pPO3TAIIOBYIOThCA HA PIBHUX BIJCTaHAX, 3a7af0un 0a30BY CTPYKTypy
naHgmadry. Jami anroputM mepexoiuTh A0 MOOyNOBH TPUKYTHHUKIB, SIKi (OPMYIOTH IOBEPXHIO.
BuxopucroByroun macuB Triangles, BepmuHU 3’€THYIOTHCS B TPYIH 10 TPH, IO CTBOPIOE MOJITOHU. Jis
KOXXHOI KBaZpaTHOI 00J1acTi CITKM T€HEpY€EThCS ABA TPUKYTHHUKH, SIKi 3’ €JHYIOTh YOTHPH CYCIJHI BEpIIHHHU.
Lle 1o3BoIIsIE CTBOPHUTH CYLIIbHY TIOBEPXHIO, TOTOBY JI0 TEKCTYPYBAaHH Ta MOAAIbII0] 00poOKu. TpHuKyTHUKH
JOJJAIOTHCS Y TIPAaBHIILHOMY HOPSIAKY, 1100 YHUKHYTH Mpo0JeM 3 BiToOpaskeHHSAM TOJIITOHIB.

ADDUNIO!

Pucynok 1 — Anroputm 1uis nporierypHoi rereparii naaamadry y penakropi Blueprint

{06 manmmadt BUrISANaB peaniCTHYHUAM, AITOPUTM JOAa€ TEKCTYpHI KoopauwHath Ta HopMmam. UVs
NPUB’SI3YI0Th TEKCTYPY AO KOXKHOI BEPIUMHM, BUKOPUCTOBYIOUM HOPMANi30BaHi 3HAYEHHS, II0 JO3BOJISIE
PIBHOMIPHO PO3MOAUTHTH 300pakeHHs MoBepxHi. Normals BU3HAYarOTh, K CBITJIO Magae Ha JaHIAQT, M0
BIUIMBAE Ha BiIOOpakeHHA TiHEH Ta 3arajbHy AeTaiizauiioo. JlomaTkoBo MokHa BUKOpHCTOBYBaTH Tangents
JUTSL KOPEKTHOTO PEHACPHHTY MaTepialiB i3 KapTaMu HopMmanei. Ha 3aBepmansHOMy erami Bci 3i0paHi naHi
nepenaroThes B GyHKIito Create Mesh Section, sika ¢hopmye kiHmeBuii 06’ exT. BKimtoueHHsT KOi3ii 103BOIISIE
B3aEMOJISITH 3 JaHMIIA(QTOM Yy Tpi, a MOXKIHUBICTh 3MIiHHM MapaMeTpiB y peaibHOMY Yaci J03BOJISE JIETKO
Moan(ikyBatu cBit. Takuii miAXig Ja€ 3MOTY CTBOPIOBATH JWHAMIYHI, PEANiCTUYHI CBITH 0€3 HEeOOXiTHOCTI
BPYYHY MOJICIIOBATH KOKEH €JIeMEHT perbedy.

1106 3pobuTH mMporenypHO-TeHePOBaHU IAaHIAPT CyMiCHAM i3 TexHojorieto LOD, motpibHO cTBOpHUTH
KiJIbKa PiBHIB JleTaji3alii CiTKH, AKi AHHAMIYHO IEPEMUKATUMYTHCS 3aJI€XKHO BiJ BiicTaHi kamepu. Jist iboro
Ha erami reHepariii MOKHa pPO3paxOBYBATH KiJlbka Bepcid daHmmadTy 3 pi3HOIO IMUIBHICTIO IOJITOHIB:
BHUCOKOIIOJIITOHATIBHUAN BapiaHT i OJIM3bKUX 00 €KTIB Ta HU3BKOIONIrOHANBHUN A AanekuX. lle MoxxHa
3pOOUTH NUISIXOM 3MEHIICHHS KiTBKOCTI BEpIIMH Yy CITI[i Ha OCHOBI KBajponepeBa ab0o MapTEeHIBCHKOTO
PO30OUTTS, Je BeNUKi AeTai 3rIaKyIoThesl Ha BeuKuxX auctanuisax. LOD moxHa peanizyBatu B Blueprints
gepe3 pynkiito Set LOD y Procedural Mesh Component a6o uepe3 Hierarchical LOD y Unreal Engine 5. J{ms
OBOr0 MOTPIOHO 3reHepyBaTH Kijibka BapiaHTiB MacuBiB Vertices Ta Triangles, KoXeH i3 MEHIIOIO
JeTanizali€ro, 1 auHamiuao nepemukati ix y Create Mesh Section. MojkHa Takok BUKopucToByBatu Nanite,
SIKU aBTOMAaTUYHO ONTHMI3y€ PiBeHb JeTaii3allii, ajie BiH OUIbINe MiAXOAUTh IS CTATHYHUX JaHIIAadTiB,
toni sk kmacnyanid LOD rHyukimmid s auHamivHEX 3MiH. [1l06 YHHKHYTH MOMITHHX MEpEXOJiB Mix
piBasiMu LOD noTpiGHO BHKOpUCTOBYBaTH morphing — MOCTYIIOBE 3TJ1a)KyBaHHs JeTalell MpH 3MiHi piBHS
netanizaiii. Le qocsaraeThes MUITXOM IHTEPIOJIAIIT MiXkK TO3HIISIMU BEPIINH 400 BUKOPUCTAHHSIM OCHOBAHOT
Ha BIZICTaHi TeCeIAIlii, sIKa TUTaBHO Jo1ae abo 3a0Mpae MOIIroHu 3aJIeXHO Bifl BiCTaHi 10 kamepu. KpiM Toro,
CIIiJl paBWIIbHO HajamTtyBatd Mexi LOD, mo06 yHUKHYTH 3aHaATO Pi3KUX 3MiH, MO0 MOXKYTh MPU3BECTH 10
MOMITHOTO "CcTprOKa" TeoMeTpii i Yac nepecyBaHHs KaMepH.



BucHoBok

PosrnsiHyTO pi3HI CydacHi miAXoau A0 CTBOpEHHS JaHAmadTiB, 30kpema, y cepemoBuii Unreal Engine.
Binbin geTaabHO PO3MIISIHYTO MOXKIMBOCTI Ta MEpeBard MpoueAypHOi reHepairii JaHamadriB Ta CyMIiCHUX 3
HEI0 TEXHOJIOTiH onTuMi3auii pecypciB, noctynHux y cepemosuii Unreal Engine. CTBopeHo anroputm s
npoleaypHoi rereparii sannmadry 3a qonomororo perakropa Blueprint. Llel anroputm opieHTOBaHMIA Ha
THyYKe HaJalITyBaHHS ITapaMeTpiB TeHepalii y pearbHOMY 4aci, 10 J03BOJIsI€ 3SMEHILIUTH BUTPATH 3yCHIIb HA
pYy4YHE KOperyBaHHS 3reHepOBaHOI0 JaHAmadTy.
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