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PEDEPAT

AKTyajabHicTh Temu. [IpouenypHa reHepaiiss KOHTEHTY — L€ TPOIIEC
CTBOPEHHSI IEBHUX MeJia JaHHUX 13 BUKOPUCTAHHSAM KOMIT IOTEPHHUX aJTOPUTMIB.
AJTropuTMH Ta METOJU MPOLEAYPHOI TeHepallist J03BOJSIOTh BUPIIIYBATH LILITY
HU3KY HarajgpbHUX 3a7a4, TakKuxX SK 3MEHIICHHA 00'eMy JaHUX KOHTEHTY,
3MEHIIICHHS] MIBUIKOCTI CTBOPIOBAaHHS KOHTEHTY Ta 30UIbIIEHHS OOCATIB
CTBOPEHOTO KOHTEHTY, TOIIO. BUIBIIICTh adropuTMiB MPOLEAYPHOI TeHeparlii
CTBOPIOIOTH JIAHAMIAPTH, sIKI MOTPEOYIOTh MOAANBINIOI pydHOi OOpoOKH Ta
noonpamoBaHHs. CTBOpeHHs Ta Bidyami3alis JaHAWA(TIB € aKTyaJlbHUM
3aBIJAHHSM T[IPpU PO3pOOJIECHHI HaBYAJbHUX Ta MOJCIIOIYMX CEPEJIOBHIII,
B1JICOITOp, CTBOPEHHS MaTepiamiB /s GibMIB Ta aHiMallli. [3 momynspusariero
BUKOPUCTAHHSA BOKCEJIbHOI Ta HU3bKOMOJITOHANBHOI Tpadiku aaropuTMu
OpOLEAYpPHOi TeHepalli BCE YacTille BHKOPUCTOBYIOTbCS TPU CTBOPEHHI
KOHTEHTY.

O06’exkTOM JOCTIIKEHHS € MPOIIEC MPOLEIYPHOI T'eHepallii BOKCEIbLHOTO

nanamadry 3 3D-Taitnis.

IIpeanMeTomM JOC/IIKEHHA € METOAW, AaIrOPUTMU Ta NPOTPAMHE

3a0e3MedeHHs 1151 TeHepallii BOKCEJIbHOr0 JaHAa]TYy.

Mera po0GoTM: oONTUMI3yBaTH TPOIECH TMPOLEAYpPHOI TeHepailii

nanamadry.

Metoau nociimkeHnsi. B po60TI BUKOPUCTOBYIOTHCS METOAM METOIU

KOMIT FOTEPHOTO MOJIETIFOBaHHS, METO/IM ONTUMI3allll Ta TEOpisk IPOrpaMyBaHHS.

HaykoBa HoBH3HA. 3anmpolOHOBAaHO AJITOPUTMIYHO-IIPOTPAMHUN METO/]
redepaiii BOKCENbHUX JaHAmadTiB, SKUA BIAPI3HAETHCA BiJ ICHYIOYHX
3aCTOCYBaHHSAM KOJIANCy XBWJIbOBOI (DYHKIIIT Ta METOIY MOCIIIOBHOI TeHepallii
TaljIiB, M0 JO3BOJISAE MiJBUINUTUA MIBHIKOJIID MPOrpaMHOi 0OpoOKH JaHUX B
CepeIHbOMY Yy 2 pa3u Ta 3MEHIIUTH BIPOT1IHICTh HEKOPEKTHOI reHeparlii Mamu

BOKCEJIBHOTO JaHamadTy.



IIpakTHyHa WiHHICTHL POOOTH MOJSITaE y MOMKJIMBOCTI 3aCTOCYBaHHS
OTPUMaHUX Pe3yJIbTATIB I ePEeKTUBHOI TeHeparlii JJanamadTiB Ha ocHOBI 3D-

TaMJIiB.

AnpobGanisa podoru. OCHOBHI TOJIOXKEHHS 1 pe3yJbTaTH poOOTH Oyiu
npeJcTaBiIeHl Ta 00roBoproBayinch Ha X1V HaykoBii KOoH(EepeHIlii MaricTpaHTiB

Ta acmipanTiB «lIpuknagaa maremaruka Ta koM rotuar» [IMK-2021.

CtpykTypa Ta 06car podoru. Marictepchbka AuMCepTallisl CKIATAETHCS 3
BCTYILy, YOTHPHOX PO3/ILJIiB, BUCHOBKIB Ta JI0ATKIB.

Y BCTyNi HaJaHO 3arajibHy XapaKTEPUCTHKY pPOOOTH, BUKOHAHO OI[IHKY
CYy4yaCHOr0 CTaHy MpoOjeMH, OOIPYHTOBAHO aKTYyaJbHICTb HANPSIMKY
JTOCJIIIKEHD.

Y nmepmioMy po3auii po3rVISIHYTO Ta MPOAHATi30BaHO HAWUMOMYJISAPHIII

METOAM MPOrpamMHoOi reHepaiii JaHAmadTy, HaBeAeHl iX OCHOBHI NEepeBaru Ta
HEJI0JIIKM Ta HaBEICHO MPUKJIIAAN reHepanli.

Y napyromy DOSI[iJ'Ii OIIMCAHO ITOCTAHOBKY 3a11aqi Ta BHMOTH OO

PO3pOOJIFOBAHOTO  AITOPUTMIYHO-TIPOTPAMHOIO  METOJly, MpPOaHai30BaHO Ta
HABEJICHO TMPUKIA] POOOTH TOCIIJOBHOTO METOJy TeHepallli BOKCEJIbHOTO
JaaamadTy Ta METOAy TEHepallii 13 3acTOCYBaHHSIM KOJArcCy XBHIbOBOI
¢ynkuii. Byio 3anmponoHOBaHO BIACHUKW METOJ TeHepalli BOKCEJIbHOIO
nanamadty Ha ocHOBI 3D-TailyliB HA OCHOBI KOMOIHAIlT JABOX PO3IVISTHYTHUX
METO/IIB reHepallii.

Y TperboMy po3niii  oOrpyHTOBaHO BuUOIp 3aco0iB  peanizarlii

pPO3pOOTIOBAHOTO TMPOTPAMHOTO 3a0E€3MEUEHHS Ta HaBeICHa apXIiTeKTypa
PO3pO0TIOBAHOI CHCTEMH 13 ACTAIBHUM OIMMCOM KOYKHOTO OKPEMOTO MOJYIO. Y
JAaHOMY pO3AUTT OyJI0 ONHWCAaHO OCHOBHI €Tamu TeHepaiii BOKCEIHHOTO
nanamadTy: nonepeaHs oOpoOka TailliB, aHali3 Ta oOpoOKa MamM YaHKIB Ta
reHepallisi YaHKy.

Y derBepToMy pO3Midai  3AIACHEHO OMUC TECTYBaHHS PO3pOOIECHOTO

porpaMHOro 3abe3nedyeHHs, 3pOo0JIEHO MOPIBHSUIBHUM aHaji3 po3poOJIeHOTrO

METO/Iy, HaJaHO OIIHKY YacoBOi €(EeKTUBHOCTI TeHepallli 13 BUKOPUCTAHHS



pI3HUX METOJMIB MPOLIEAYPHOI TeHepallii Ta OIIHKY YacoBOi e(PEeKTHUBHOCTI
METOJTy TeHepallii 13 3aCTOCYBaHHIM MEXaHi3My KEITyBaHHS JaHUX TalJICeTy.

Y BUCHOBKax MpoOaHaIi30BaHO OTPUMAaHI pe3yiabTaTu POOOTH.

VY nonatkax HaBeAEHO JlarpaMmy MOTOKY JaHUX 3alPOIIOHOBAHOTO METOIY
reHepamii BOKCEIBbHOTO JaHmmadTy, aJroputM TMOOYyJAOBH BOKCEIHLHOTO
naaamadTy, aiarpaMmy MOIYJIB PO3POOJIEHOTO aIrOPUTMIYHO-IIPOTPAMHOTO
METOJIy Ta Jiarpamy KjiaciB po3po0JIEHOr0 aJrOpUTMIYHO-IIPOTPAMHOTO METOTY .

Po6ora BukoHana Ha 75 apkymiax, MICTHTh 3 JOJATKHA Ta MOCWJIAHHS HA
CIIUCOK BHUKOPUCTAaHUX JIITEpaTypHUX JpKepen 3 26 HailMeHyBaHb. Y pPOOOTI

HaBe/IeHO 36 PUCYHKIB Ta 3 TaOJIHIII.

Kuarw4oBi cjaoBa: mnpolenypHa reHepallis, KOMIT'IOTepHa Tpadika,

re’epaiiist JJaHmagTiB, BOKCEb.



ABSTRACT

Theme urgency. Procedural content generation is the process of creating
certain media data using computer algorithms. Algorithms and methods of
procedural generation allow to solve a number of urgent problems, such as
reducing the amount of content data, reducing the speed of content creation and
increasing the amount of content created, and so on. Most procedural generation
algorithms create landscapes that require further manual processing and
refinement. Creating and visualizing landscapes is an urgent task in the
development of learning and modeling environments, video games, creating
materials for films and animation. With the popularization of voxel and low-
polygon graphics, procedural generation algorithms are increasingly used in
content creation.

Object of research is the process of procedural generation of the voxel

landscape from 3D tiles.

Subject of research is methods, algorithms and software for voxel

landscape generation.

Research objective: to optimize the processes of procedural generation of

the landscape.

Research methods. Computer modeling methods, optimization methods

and programming theory.

Scientific novelty. An algorithmic-software method of voxel landscape
generation is proposed, which differs from the existing ones by the use of wave
function collapse and sequential tile generation method, which allows to
increase the speed of software data processing by 2 times on average and reduce

the probability of incorrect voxel landscape map generation.

Practical value lies in the possibility of applying the results to effectively

generate landscapes based on 3D tiles.



Approbation. The basic points and outcomes of the research have been
presented and discussed at the 14th scientific conference for students and

postgraduates «Applied mathematics and computing» PMK-2021.

Structure and content of the thesis. The master thesis consists of the
introduction, four chapters, conclusions and appendixes.

The introduction presents the general description of the research, gives the

overview on a current state of the scientific problem, explains the research
topicality.

In the first chapter the most popular methods of software generation of the

landscape, their main advantages and disadvantages.

In the second chapter the sequential method of voxel landscape generation

and the method of generation using the collapse of the wave function are
described; a proprietary method for generating a voxel landscape based on 3D
tiles based on a combination of the two considered generation methods was
proposed.

In_the third chapter the choice of means of implementation of the

developed software and the architecture of the developed system with a detailed
description of each module are described; the main stages of voxel landscape
generation: tile pre-processing, analysis and processing of fragment maps, and
fragment generation are described.

In the fourth chapter the description of testing of the developed software is

carried out, the comparative analysis of the developed method is made, the
estimation of time efficiency of generation from use of various methods of
procedural generation and an estimation of time efficiency of method of
generation with application of the mechanism of caching of a tileset is given.

In the conclusions the general conclusions on the presented thesis are

given; the obtained results are analyzed.

In the appendixes the data flow diagram of the proposed method of voxel

landscape generation, an algorithm for constructing a voxel landscape, a



diagram of the modules of the developed algorithmic-program method and a
class diagram of the developed algorithmic-program method are presented.

The thesis is presented in 75 pages, it contains 3 appendixes and 26
references to the used information sources. 36 figures and 3 tables are given in

the thesis.

Key words: procedural generation, computer graphics, landscape

generation, voxel.
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CIIUCOK TEPMIHIB, CKOPOYEHbD TA ITO3HAYEHbDb

Taiin (Bix anri. tile — mMTKa) — HEBEJIMKI 300paKEHHS OJIHAKOBUX
PO3MIpIB, SIKI CIIyKaTh ()parMEHTaAMH BEJIUKOI KAPTHHH.
Taiincem — nHaOip TalIiB SKI BUKOPUCTOBYIOTHCS I CTBOPEHHS

KOHTEHTY.

Bokcenv (Bim anria. Volume Ta auri pixel) — ememeHT mpocrtopy,
MI03HAYa€ 3HAYECHHS [IEBHOT BEJIMYMHU B KJIITUHKAX PIBHOMIPHOT
IPOCTOPOBOI I'PATKH.

Yank (Big anrii. chunk — mmMaTok) — mmarok (hiKCOBaHOTO pO3MIpy
TeHEPOBAHOI MalH, JI03BOJISIE PO3OUTH TEHEpaIlilo BEIHKOT
Marnu Ha 6arato Majgux IIMaTKiB.

WFC (Bim anrn. Wave Function Collapse — komamnc XBHIBOBOT
GyHKIIT) — anroput™m, SKAH TeHepye OITOBI 300pa)KeHHH,
JIOKaJIbHO MOAI0H1 10 BX1IAHOTO OITOBOTO 300paKEeHHS.

Kapma eucom — 1ie pactpoBe 300paXeHHS, SKE BHKOPUCTOBYETHCS JIJIS
30epeXeHHsI 3HAUYEHb BHCOT IOBEPXHI, ISl 300pa)K€HHA ¥y
BUTJIsAII KoMIT'toTepHOi 3D-rpadikmu.

Kew (Bin anrn. cache — cxoBaHka) — mpoMmikHuM Oydep gaHux 3
IIBUJIKUM JIOCTYIIOM J0 HBOTO, SIKHM MICTHTH 1H(OpPMAIIifo, 10
MO>Ke OyTH 3alpollieHa 3 HAMOLTBIIO HMOBIPHICTIO.

Ray casting — oauH 3 METOJIB PEHICPUHTY B KOMII'TOTEpHIM rpadiri,
MpU SIKOMY CIIeHa OYyJIyeThCS Ha OCHOBI BUMIPIB TEPETHHY
MIPOMEHIB 3 TIOBEPXHEIO, 1110 BI3yalli3y€ThCA.

Konancysanns maiiny — npoliec nepeTBOpEHHsI MHOXUHU €JIEMHTIB Y
MaTpHLl MOKIIMBUX TalIiB JO OJHOTIO €JIEMEHTY.

Ckpunm (Bif aHrj. SCript — creHapiii) — KOPOTKUH OMHC i, 1110

BHUKOHYETLCSA CUCTEMOIO.



CLI (Big amrn. Command Line Interface — iHTepdeiic KOMaHIHOTO
pslKa) — PI3HOBHJ TEKCTOBOIo iHTepdeiicy KopucTyBaua, B
SKOMY IHCTPYKIIii KOMI'TOTEPY MOXKHA JaTH TUTHBKU BBEICHHIM
13 KJ1aB1aTypH TEKCTOBUX PSIIKIB (KOMaH.).

GUI (Bix amrm. Graphical user interface — rpadiunuii iHTepdetic
KOpUCTYBaya) — TN iHTepdeiicy, sKHii Jae 3MOory
KOPUCTYyBa4aM B3aEMOMISTH 3 EJICKTPOHHUMH TPHCTPOSMU
gyepe3 rpadiuHi 300pakKeHHs Ta Bi13yallbHI BKa31BKH.

I13 — nporpamMHe 3a0e3MeUeHHS

OOII — 06’ €KTHO-OPIEHTOBHE MTPOTPaMyBaHHSI.

CLR — Common Language Runtime — 1i¢ KOMIOHEHT CTaHJAPTHOI'O
nakety Microsoft .NET Framework, BipTyasbHa mammwHa, Ha
K1 BUKOHYIOThCS BC1 MOBU atgopmu .NET Framework.

GDScript — BuCOKOypOBHEBA JUHAMIYHO THUITI30BaHA CKPUIITOBA MOBA
IporpaMyBaHHs, po3po0iieHa A podoTu i3 pymriem Godot.

Drag&Drop — ¢opma BUKOHaHHA TEBHUX i y rpadiyHux
iHTepdeiicax  kopuctyBada  (GUI), mo  mnepenbauae
BUKOPUCTAHHS KOMIT'IOTEPHOI MHUILI1 a00 CEHCOPHOT'O €KpaHa.

GC (Big anri. garbage collection — 30upanus cmiTTs) — O0HA 3 PopM
aBTOMaTUYHOTO  KEpyBaHHS  ONEPATHBHOI  MaM'ATTIO
KOMIT'FOTEpa ITiJT YaC BUKOHAHHS ITPOTpaM.

@penimeopk  — Hablp  alcrTpakiiii, sKki HagawTh 0a30BYy
(yHKLIOHANBHICTh ~ IPOrPAMHOrO  3a0€3MEeYeHHs Ui
nmojanbInoi  KoMmoswiii  Ta  Momudikamii. I[Iporpamua
maTdopmMa, o BU3HAYAE CTPYKTYPY IPOTPAMHOI CHCTEMHU.

3epno zenepayii (anrin. seed abo random seed) — 11e urciio (a60 BEKTOD),
[0 BUKOPUCTOBYETHhCS  JUIS  IHIIadi3aimii  reHeparopa

IICCBAOBUIIAIKOBHX YHCCII.



Shallow copy — oxHuH i3 MeTO/IB KOMitOBaHHS 00'€KTa y IpOrpaMHii
1HXKEeHepii, IKUH JJIs1 MPUMITUBHUX THUIIIB KOIIIOE OPUTIHATIBHE
3HAYCHHS, a TPU KOIIOBAaHHI CKIAAHUX THUIB (00’ €KTIB)
KOMIIOE TIOCHJIaHHS Ha O0’€KT, HE CTBOPIOIOYM HOTO TMOBHY

KOIIIIO.



BCTYI1

[IpouienypHa renepailisi KOHTEHTY — 1€ TIPOIEC CTBOPEHHSI MEBHUX Melia
JaHUX 13 BUKOPUCTAHHSM KOMIT IOTepHUX anropuTmiB. [IporeaypHa reneparris
JI03BOJISIE BUPINIYBaTH [Ty HU3KY HarallbHUX 3a/ad, HAMPHUKIIAJ 3MCHIICHHS
00'eMy HaHMX KOHTEHTY, 3MCHIIEHHS IIBUIKOCTI CTBOPIOBAHHS KOHTEHTY Ta
30UTbLIEHHS 00CST1B CTBOPEHOT'O KOHTEHTY.

3 pO3IIMPEHHSAM pPUHKY Ta HOMYJISpHU3aLIEI0 TiNepKazyalbHUX 1rop,
BUKOPHCTAHHS BOKCEJIbHOI Ta HHU3BKOIONIroHaNbHOI rpadiku [1] 3HaYHO
30UTBIIUIIOCH, TOMY PO3pOOJIeHHHA MeTon TeHepalii JaHmamadTiB  MOXKe
JIOTIOMOT'TH y CTBOPEHHI1 KOHTEHTY pO3pOOHUKaM, JU3aliHEpaM Ta 1HIITUM MUTIISIM
SIKi CTBOPIOIOTH ITPOEKTH Ha 0a3i BokcenbHOI Ta low-poly rpadikm.

[Toxibni MeTonM reHeparii BKe aKTUBHO 3aCTOCOBYIOTHCS JIJIsi TeHeparlii
KOHTEHTY, ajJie¢ B OCHOBHOMY METO/IU I'eHepallii skl 0a3yloThcsl Ha BUKOPUCTaHHI
TaiJIiB BUKOPUCTOBYIOTHCS MpH TeHepauii 2D-KOHTeHTY.

BukopucranHs reHepanii BOKCEJIbHOI Mald Ha OCHOBI TalliB J103BOJISIE
CTBOPIOBATU JAHIMAPTH K1 MOXYTh OyTHM BHUKOPHUCTaHI MPU MOJEIIOBAaHHI
NEBHHUX CEPEOBUIL, IIPU CTBOPEHHI (1IbMIB, aHIMAaIIii abo irop.

MeTtoro gaHoi MaricTepchbKOi JUCEpTaIlii € maBUIIeHAS ¢(EeKTUBHOCTI Ta
ONMTHUMI3allisl TPOLEAYPHOI TeHeparii BOKcelbHOro nanmmadty i3 3D-taitmi
BUKOPHCTOBYIOUH TOEHAHHS PI3HUX METO/IIB Ta aJTOPUTMIB T€HEpaIIii.

B pesynbraTi gocnipkeHHs, 1m0 OyJ0 MPOBEAEHO B paMKaxX BUKOHAHHS
JTAaHOI MaricTepchkoi aucepTallii, OyJi0 MPOBEACHO aHaji3 PI3HUX METOJIB Ta
1IX0/11B 10 IIPOLIeAYPHOT reHepallii IBOBUMIPHUX Ta TPUBUMIPHUX JlaHIIIa(TIB,
Ta 3aMpPONOHOBAHO AJTOPUTMIYHO-TIPOTPAMHUI METOJI I'eHepallii BOKCEIbHUX
nanamadriB 13 3D-TailniB, KU BIAPIZHAETHCSA BiJl ICHYIOUMX 3aCTOCYBAHHSIM
METOJly MOCIIOBHOI T'eHepallli TaliB Ta KOJIANCY XBUJIbOBOI (DYHKIIIi, 110
J03BOJISIE TMIABUIIMTH IIBUAKOAID MPOrpaMHOi OOpOOKH JaHMX Ta 3MEHIIUTH

BIPOT1IHICTh HEKOPEKTHOI TeHepallii Mary BOKCEIbHOTO JaHAmadTy.



1. OIJIA A ICHYIOUMX PIIIEHB MIOCTABJIEHOI 3AJIAUI

1.1. 3araJjbHi M0JIOKeHHS Ta AHAJI3 NPeAMETHOI 00J1acTi

VY oOuucneHHsIX mOpoleaypa reHepalis — 1€ METOJ aJIrOpPUTMIYHOTO
CTBOPEHHSI JlaHMX Ha BIIMIHY BIJ PYYHOrO, SIK MHpaBUJIO, 3a JOIOMOTIOIO
KOMOIHAI[li CTBOPEHUX JIIOJUHOIO aKTUBIB Ta AQJIrOPUTMIB, MOEAHAHUX 13
BUITAJIKOBOIO OOPOOKOI0 Ta OOYHCIIOBAIBHOIO TOTYXHICTIO. Y KOMIT FOTEpHIN
rpadimi mpolexypHa reHeparis 3a3BU4Yail BUKOPUCTOBYETHCS IS CTBOPECHHS
Tekctyp Ta 3D-mogmeneit. Y Bimeoirpax BOHA BUKOPUCTOBYETHCS IS
ABTOMATUYHOTO CTBOPEHHSI BEIMKOI KUIBKOCTI BMICTY B Tpl. 3aJeXHO BiX
peasizallii, mepeBaru nporeypHoi reHeparii MOKyTh BKJIFOYaTH MEHIIUI PO3MIp
daiiny, OUTBIINK OOCAT BMICTY Ta BUMNAJKOBICThH JJII MEHII IepeadadyBaHOTO
irpoBoro mnpotecy. [IporeaypHa renepairis — 11e rajiy3b CHHTE3Y 3ac001B MacOBO1
iHpopmaii [2].

CrBopeHHsT Ta Bi3yandi3alisd BIPTyalbHUX TNEH3aXIB € aKTyaJlbHUM
3aBJaHHSIM Yy Ppi3HUX cdepax, Takux, SK pO3pOOJICHHS HaBYAIbHUX Ta
MOJICTTIOIOYHMX CEPEIOBHUII, BiJI€OIrOp, CTBOPEHHS MaTepialiB st (PiTbMIB Ta
aHIMaIlii, a TaKOXK CepeIOBHUIIA JUISI MOJICITFOBAHHS PI3HUX IMIPUPOJTHUX IPOIIECIB.

OmHuM 13 4yTOBUX MPUKJIIAIB BAKOPUCTAHHS MTPOIIEIyPHOI TeHepallii € Tpa
2016 poky Bunycky — “No Man’s Sky”, Bineoirpa, /ie Bcs MapKEeTHHIOBa CXeMa
OyJia CTpYKTypOBaHa HaBKOJIO 11 MPOIIEypPHO CTBOPEHOTO BCeCBITY. Tpeiep rpu
Ta pekyiaMa o0iLsiu cBoiM rpaBipim 18 446 744 073 709 551 616 (BiciMmHaaLATH
KBIHTHJILHOHIB) YHIKQJbHUX IUIAHET, yCi 3 SIKUX OYJH MPOICAYPHO CTBOPEHI.
[HIIMMM clloBaMHU, PO3POOHUKM CTBOPIOBAIM HE EKCKIIO3UBHI MpoduIl s
KOXKHOI OKpEMOi IIJIaHETH, @ HATOMICTh MPOTPaMyBajiil TPy TaKUM YHMHOM, 100
naHeTd OyyBaliMcs 3a JOMOTOIO0 mporpamMHoro kopay. Lleit cnoci® cTBopeHHs
KOHTEHTY € CYyTTIO TPOIleypHOI TeHepartii [3].

[IponienypHa renepariisi — 1€ ay’Ke MOTY>KHUNM IHCTPYMEHT JIJIsl TeHepartii

KOHTEHTY, ITPOTE MPOIICTYPHUN BMICT MOXKE OyTH Ba)KKO KOHTPOIIOBATH. [HKOIN



OTpUMaHi BHACIIIOK T'eHepallli pe3ylbTaTh HE € YK€ PEealiCTUYHHMHU, TOMY

M1UISITaI0Th epepoOKH AU3aitHEpaMH.

1.2. Bigomi pimenus
IcHye KibKa OCHOBHHX MIPUHITUIIIB TIPEACTABICHHS TaHUX JJI 30epiraHHs
1H(popmarlii npo Jasamadr:
e TreHepailis Ha ocHOBI kapT Bucot (HeightMap);
e TeHepallis Ha OCHOBI IPPETYJISIPHOI CITKH;
e TreHepaillisi Ha OCHOBI TaJIiB,;
e TreHepallis Ha OCHOBI anroputMy Marching cubes;

e reHepallis Ha OCHOBI aroputmy Marching tetrahedra.

1.2.1. I'enepauia na ocnosi kapm eucom

VY komm'toTepHiil rpadiii KapTa BUCOTH abo IMOJ€ BUCOTH - 1€ PACTPOBE
300pakeHHsI, 1110 BUKOPUCTOBYETHCSI B OCHOBHOMY SIK IMCKPETHA ri100ajbHa CITKa
IpY MOJIEJIIOBaHHI BTOPUHHMX BUCOT. KokeH mikcenb 30epirae 3Ha4eHHsI, TaKl K
JlaH1 TPO BUCOTY MOBEPXHI, 1Jis Bi1oOpaxkeHHs y 3D-komn’ toTepHiil rpadiri.

3a3Buyall kapTy BUCOT 30epiraioth B ¢aiax kapTtuHok. lle mo3Boisie
JIETKO BHOCHUTH 3MIHU 1 OUIbII-MEHIII HAOYHO meperisjaatyd nani. Toal aBoma
KOOpJIMHATaMU OY/Ie TTOJ0KEHHSI KOHKPETHOTO IMKCENs Ha 300paKeHH1, a TPeTs
KoopAuHaTa OyJe MpeAcTaBlieHa KOJbOPOM (UMM BHILE 3HAYCHHS, MpsiMa
3QJICKHICTh BiJI SICKPABOCTI MIKCENIA - TUM OUIbIIIe 3HAYSHHS BUCOTH IS ITiET
TOYKH). 3a3BUYail Taki KAPTUHKU MICTATHCS B MOHOXPOMHOMY BapiaHTi, ajie
MO’KHa BUKOPUCTOBYBATH OY/b-SK1 KOJIbOpHU. [[pyruii BapiaHT Jla€ HaM OuUIbIIIE
rpajamii BHUCOTH, HDK TmepeadadyBaHi 256 rpanaiiii B pa3i MOHOXPOMHOIO
ysiBieHHs [4].

Kapty BHUCOTH MOXHa BUKOPUCTOBYBATH MPH 31CTABIEHH1 HEPIBHOCTEMN JJ1s
o0YMCIEeHHS, 1€ 1l TPUBUMIPHI JaHI CTBOPIOBATUMYTh TIHb y Marepiajl, IpH
BIJIOOpaKE€HHI MEePEMIILIEHb, 1100 3MICTUTH (PaKTUYHE F€OMETPUYHE MOJIO0KEHHS
TOUYOK HaJ| TEKCTYPOBAHOIO MOBEPXHEIO, a00 ISl MICIIEBOCTI, A€ KapTa BUCOTH
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IIEPETBOPIOETHCST 'y TpUBHMIpHY CiTKy [5]. ITlpukiag xapTe BHCOT MOXKHA

no6auntu Ha puc. 1.1.

Puc. 1.1. Kapra Bucor

YuM 3HAUEHHS MIKCEJs CBITJIIIE — TUM BHILE TOYKAa BUCOTH y JTAHHOMY
nikcesi. ToOTO Ha OUIMX AUISTHKAaX KapTH BUCOTH OyIyTh rOpH, a Ha YOPHUX —
3anajuHu a00 PIBHUHU. [3 KapTH BUCOT MOKHA TOOYAYBaTH TPUBUMIPHUM 00’ €KT
akui Oyne HaragyBaTH jna”amadTt. Hanpukian, skmo kapty BUcOT 13 puc. 1.1
nepetBoputu Ha 3D-00’€KT, OTpUMAEMO pe3ynbTar, KU MPOAEMOHCTPOBAHO Ha

puc. 1.2.

Puc. 1.2. Kapra Bucot neperBopena y 3D-006’ ekt



Moskemo mobGaunTu, mo 0a3oBa KapTa BUCOT meperBopeHa y 3D-00’ekr

CXOa T1pCchbKuil Janamadr.

1.2.2. I'enepauia na ocnogi ippezynapnoi cimku

[Ile omuH crmociO mpeacTaBiIeHHs MaHUX IS JaHAmadTiB - ipperysipHa
ciTka BepmuH 1 3B's3KiB iX 3'enHyiorh [4]. Haiiwactime Taki pimieHHs
3aCTOCOBYIOTHCS B CIICI[IAII30BAHUX MaKeTax JJisi irop abo CreliaabHUX MaKeTax
JUTsl pOOOTH 3 TPUBUMIPHOIO Tpadikoro Ta 30epiratoThCsl y BUTIISAAI TPUBUMIPHUX
monened. lle mae OCHOBHMI BuTpaill B MOPIBHSHHI 3 KapTamMu BHUCOT -
BUKOPUCTOBYETHhCS 3HAYHO MeHIEe iH(popManii g moOyaoBu JaHamadry.
HeoOximHno 306epiratu TIIbKM 3HAYEHHS BHUCOT KOXHOIT BEPIIMHM 1 3B'SI3KY IIi
BEPIIMHM 3'€ THYIOTh. L{e 1ae HaM BUTpaI B IBHIKOCTI MPH Mepe1adi BETUIC3HUX
MacuBiB iH(popmartlii mo AGP, B mporneci Bizyamizamii ganamadty. [Ipukman

300pa)keHHs IpperyJsipHOi CITKM MOKHA 1100aYuTH Ha puc. 1.3.

Puc. 1.3. [Ipuxnan rpadigHOro 300paXkeHHS ippETryISIpHOT CITKH

10



1.2.3. I'enepauia na ocnosi maiinie

['enepariito Ha OCHOBI TalJiB BUKOPHUCTOBYIOTH B OCHOBHOMY IS
CTBOPEHHSI JIBOBUMIPDHOTO KOHTEHTY, HaNpUKIad i Mo0yJI0BU pIBHIB
ABOBUMIpHOI rpu. OcoONMBICTIO irop siKi moOyA0BaH1 3a TOTIOMOTOIO TAIIIB € Te,
IO iIrpoBa 30HA CKJIAJAETHCS 3 HEBEIMKUX KBaJpaTHUX (abo, Habarato piamie,
MPSIMOKYTHHUX, TTapajieIorpaMHUX a00 MEeCTUKYTHUX) TpadiuHuX 300paxeHb, K1
HA3MBAIOThCS IJIMTKAMU, BUKJIAJICHUMH B CITKY. Te, 1110 ekpaH 3po0JieHui 3 Takoi
IJTUTKY, € TEXHIYHOIO BIJIMIHHICTIO, 1 I1e MOYKe OyTH HE OYEBUIHUM JJIS JIFOJICH,
gkl rpatoTh y Tpy. [loBHMIT HaAOIp TUIMTOK, JOCTYNHUW JJIE BUKOPUCTAHHS B
IrpoBiii 30Hi, Ha3UBAETHCsI HAOOPOM MIMTOK abo tilemap. Irpu Ha OcHOBI TaitiB
3a3BUYail IMITYIOTh BUJI 3BEpXY BHU3, BUJ 300Ky a00 2.5D-irpoBuii MaiijaHuuK 1
Maiike 3aBXKI1 € TBOBUMIPHUMH [7].

[Tpukian 3reHepOBHOTO PiBHSA Ha OCHOBI 2D-TaiiniB MOkHa MOOAYMTH Ha

puc. 1.4.

B e o S s o

L I s 3
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.!u:

Puc. 1.4. [lpuknaz renepariii irpoBoro piBHsS Ha OCHOBI TalIiB
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OCHOBHOIO 1/Ie€10 TEeHepallii Ha OCHOBI TaiJliB € Te, MO JJIs TeHepailii
CTBOPIOETHCS TIEBHHMM Taiyicer, TOOTO HaOIp TailmiB, 3a JOIMOMOIOK SKHX

3MIMCHIOETHCS T€HEepaIlis Maru.

1.2.4. I'enepauis na ocnosi anrcopummy Marching cubes

Anroputm Marching cubes mpoxoauThcs 1o cKasipHOMY I0JTH0, Oepe BiciM
CYCIIHIX TOYOK ((hopMyroun yssBHUH Ky0), TOTIM BU3HAYAE AK1 MTOTITOHU MOTPiOHI
00 MPEICTaBUTH YACTUHY 130MOBEPXHI, 10 MPOXOAUTH Kpi3b 1ieh kyO. [loTim
BCI MOJIIFOHHU 3'€IHYIOThCS B Oa)kaHy MOBEpXHIO [6].

JIist KOKHO1 TOYKM TUIOIIMHHM CTBOPIOETHCS 1HJIEKC 10 OOYHMCIEHOTO
MONepeHLO MACUBY 3 256 MOXKIIMBUX KOH(]ITypalliii MHOTOKYTHHKIB BCEpEIUHI
ky0a. ToOTo 1isi cTBopeHHs JaHAmadTy BUKOPUCTOBYETHCS 256 MOMXKIMBUX
KoH(pirypamii ky6a, 15 13 SKMX € yHIKaJbHUMH, a 1HIII CTBOPIOIOTHCS 32

JOTIOMOTI'010 MOBOPOTY AaHUX OCHOBHUX KOH(ITryparii.

N

\LN

};& | -
A

‘\
\
\

&/ /_ ' a @- f

Puc. 1.5. 15 ynikaneHux KoH}irypamiit kyba y anmroputmi Marching cubes

\

3acTocyBaHHs I[bOTO AJITOPUTMY B OCHOBHOMY TOB'Si3aH1 3 MEIUYHUMHU
Bi3yasmi3alisiMi, TaKUMHU K KOMIT'FOTepHa ToMOrpadis Ta MarHiTHO-PE30HACHUM

3HIMOK, METaKyJil abo iHII1 MeTaroBepxHi (puc. 1.6).
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Puc. 1.6 I'onoBa 3po6iena 3 150 MarHiTHO-pe30HAHCHUX 3HIMKIB IEPEPOOICHUX

anroput™mom Marching cubes

Anropurm  Marching Cubes OyB mepmuM NpUKIAAOM Yy Tamy3i
KOMIT'IOTepHOI Tpadiky, M0 CIPOBOKYBAB CKaHJaN y ramxy3i mateHTyBaHHs [13.
Bin OyB 3amareHTOBaHMI, HE3Ba)KalOYM Ha BIJHOCHY OYEBHJIHICTH BUPILICHHS
3aadi reHeparlii moBepxHi. AmroputMm mia HasBoro Marching tetrahedra, Oys
po3poOieHuii, mo0 001MTH maTeHT 1 MpobiieMy HEOJHO3HAYHOCTI B JIESIKUX

KOH(pITryparisx.

1.2.5. I'enepauia na ocnosi anzopummy Marching tetrahedra

Anroputm Marching tetrahedra € mneBHOIO MoaHdiKaIlierd MeETOIy
Marching Cubes. Jlanuii anropuT™ mpaiifoe i3 TeTpaeapaMu, a He 3 KyOamH, Ta

KUTBKICTh MOKJIMBUX KOH(DIrypairiii Terpaeapa cranoBUTh Jutie § (puc. 1.6).
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Puc. 1.6. 8 yHikanpHuX KoH(DIrypariii Terpaeapa y aaroputmi Marching

tetrahedra

VY anroputmi Marching tetrahedra xoskeH ky0 po30MBaeThCs Ha IIICTH
PIBHUX TeTpaejapiB, po3pizarou KyO HaBOLI TpHUUl, PO3pPi3aloud IO AlaroHail
KOXKHY 3 TPbOX Tap NPOTWICKHUX Tpaneid (puc. 1.7). Takum YwHOM, BCi
TeTpaeapy MalOTh OJIHY 3 TOJIOBHUX JllaroHajiei Kkyda. 3amicTh ABaHAALATH pedep
Ky0a MU Termep MaeMoO JACB’SATHAILATH pedep: BHUXIJHI JABAHAALATH, ITICTh
JiaroHajieil TpaHel 1 royJioBHa JiaroHanb. Tak camo, sk i B Marching Cubes,
NepPeTUHU LUX pedep 13 130MOBEPXHEI0 AMpPOKCUMYIOTHCS MIJISXOM JIIHIHHOL

IHTEPITOJIAILIT 3HaUYeHb Y TOUKax CiTKu [8].

Puc. 1.7. Ky0, po3aiieHuil Ha icTh TeTpaeApiB, OJUH 13 TeTpaeaApiB 3aTIHEHUH
14



3aBAsSKA MPOCTOTI Ta TOMY, IO II€, MO CYTi, aJTOPUTM, KEpOBaHUU
TPUKYTHUKOM, QJIFOPUTM MapIIOBUX TETpacApiB KOPUCTYBABCS YHCICHHUMHU

nocmimkerasmu rpynn GPGPU miofo #ioro anmaparaoro npuckopenss [9].

1.3. TlopiBHsIHHS iCHYIOYHX pillleHb
1.3.1. I'enepauia na ocnosi kapmu eucom
Merton niporieypHoOi reHepariiii JJaaamadTiB Ha OCHOBI KapTH BUCOT Mae
CBOI IepeBaru Ta HeJAO0JIKH.
OcCHOBHI ITepeBaru resepartii Ha OCHOB1 KapTH BUCOT:
® HAOYHICTh, B OYyIb-SKIi Mporpami meperyisiay rpadpiayHux ¢aiis
MO>KHA Bipa3y nobauuTu BCro iH(OpMaIliio;
® [IPOCTOTA 3MIHM IIUX CAMUX JIAHUX, TAK SIK ICHY€E 0€3J114 Iporpam JJis
po0OOTH 3 PACTPOBOIO TPaAPIKOIO;
® B TaKuX KapTax MOXHa 30epiratd He TUIbKM JlaHl MPO BHUCOTY.
Hanpuxnan, npumyctumo, 1o Jjsi 30epiraHHss BHCOTH MU
BUKOpUCTOBYeEMO 16 01T, TOOTO ABI KOJBOPOBI KOMIIOHEHTH, WIO
TOpiBHIOE 256*256 = 65536 rpamamiii Bucotu. Pemra 8 0itT MoxxHa
BUKOPUCTOBYBAaTH g 30epiranHs iHMopmarii mnpo Oynab-sKi
ocoOnmBOCTI JaHamadTy, HAMpPUKIAL, PO3TallyBaHHsS OyiBenb,
OyJ10B, MOCTIB, POCIMHHOCTI 1 TaK JaJii;
® Tak sIK BEPIIMHHI TOUYKH PO3TAIIOBAH1 PETYJISIPHO 1 JOCUTH OJIM3BKO,
MO>KHA OLTBIII TPABUIIBHO 1 JOCUTH aKyPaTHO MPOBOJAUTH TUHAMIYHE
OCBITJICHHsI (Hal4acTile, OCBITJAEHICTh BEPIIMHU MPSAMO 3aTCKHUTh
B1JI BiICTaH1 BiJl 1i€1 BEpIIMHM J10 JKepesa ocBiTiaeHHs ). Lle 1 € Ta

caMa KOPUCTh BiJl HIMIPHOCTI JIaHUX.

Ane y 71aHOTO METOMy € OJIMH ICTOTHHIA HEIOIIK — 3aHAATO 0araTo OMuUCiB
JUIS TOYOK, a TaKOX, B JICIKMX BHUIIAJKaX, CIIOCTEPIra€ThCsl HAAMIPHICTh JaHUX

(HampuKIa, KOJMU 3aMa€ThCsl MPOCTa IUIOMIMHA, TO, JJIS MOOYIOBU MPOCTOI
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IUIOMIMHI OyJie BUKOPUCTOBYBATHUCS 0€3J11Y TOYOK, X0ua MOXKHA O Oyio o0iiTucs

TpbOMa.

1.3.2. I'enepauia na ocnogi ippezynapnoi cimku

Y wmetomy reHepariii TOBEpXHI Ha OCHOBI IPPETYJISIPHOI CITKHA € TIEBHI
nepeBaru Ta HEJIOIIKH.

[TepeBara: BUKOPUCTOBYETHCSI 3HAYHO MEHIIE iHPopMaIlii 1jisi moOy10BU
nanamadry. HeobximHo 30epiraTé TUIBKK 3HAYEHHS BUCOT KOXXHOT BEPIIMHHU 1
3B’S130K 1MX BepiuH. Lle mae Burpain y mBUAKOCTI IpH Mepeaadl BeTuYe3HuX
macuBiB iHpopmailii o AGP, B mporieci Bizyanizaiiii sanamadry.

Henomiku:

e anropuTMu noOya0BU JaHAIIAdTIB B OCHOBHOMY IpU3HAYCHI IS
peryJIsspHUX KapT BUCOT. OnTuUMI3allis TaKUX aJrOpUTMIB Mij 1eH
cnoci0 3axa/iae 3HaUHUX 3yCUIIb;

e CKJIQJHOII IPU JUHAMIYHOMY OCBITJICHHI - BEPILIUHU PO3TAIIOBaHI
JIOCUTH JAJI€KO OJIUH BiJ] OJTHOTO 1 HEPIBHOMIPHO;

e 30epira”Hs, mnepersia, mMoaudikaiis Takoro JaHAmadTy TaKoX
MpeJCcTaBiisie CKiIaaHoull. [Ipy BUKOpUCTaHHI KapT BHCOT MOXHA
BUKOPUCTOBYBATHU JIOCUThH MPOCTI Ta CTAaHAAPTHI 3aCO0U MEpersiny
Ta pefaryBaHHs MiKcenbHOI rpadiku. s neperasay ipperynspHoi

CITKM MTOTPIOHE OLIBII CKJIA/IHE Ta BAaroMe nporpamMHe 3a0e3neueHHs.

1.3.3. I'enepauia na ocnosi maiinie
Po3risiHeMo OCHOBHI MepeBaru Ta HEJIOJIIKM METO/IB reHepalii KOHTEHTY
Ha OCHOBI TaJIIB.
ITepeBaru:
® 3TCHEpPOBAaHUN KOHTEHT HE MOTPeOye J0/1aTKOBOI 0OPOOKH;

L SFGHCpOBaHI/Iﬁ KOHTCHT MO’KHA JICTKO pcaaryBaTu.
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Henonixu:
e IS TeHepallii KOHTEHTY HEOOX1THO CTBOPUTH TTOYATKOBUH TaMJICET;
® B OCHOBHOMY BHKOPHCTOBYETHCS /i poOoTH 13 2D-koHTeHTOM. Ha
JaHUN MOMEHT HE Mae€ TOIyJISIPHOTO METOAY TeHepallii JanamadTiB

Ha ocHOBI1 3D-Taiinis.

1.3.4. I'enepauis na ocrnosi anzcopummy Marching cubes
Metoxa mponenypHoi reHepanii sanmmadTiB Ha ocHoBi Marching cubes
Ma€ CBOI IepeBaru Ta HeJOMIKH.
[TepeBaroro MeTony € Te, MO BiH TOCUTH MPOCTUH y CBOIM peaizarii.
[Ipote y MeTony € psiJi HEAOIKIB!
® HeoOXiHO po3risaaT 6arato BapiaHTiB KOH]Iryparliit kyoa. SKino
BUKOPUCTOBYBaTH 15 KoH(IrypaIiif, TO OTpUMATH CYIUIbHY
MTOBEPXHIO HEMOKIIHBO;
e Marching cubes He 103BoJIsIE CTBOPIOBATH MOBEPXHIO 13 TOCTPUMHU

KyTaMHU.

1.3.5. I'enepauis na ocrnosi ancopummy Marching cubes
Ockinbku manuii meton € moaudikamiero Marching cubes, To meron
reHeparlii Ha ocHoBi anroputmy Marching tetrahedra Takoxx Hacmigye naHi
HEJIOJIIKH.
[Ipore, sikio mopiBHIOBaTH Ioro i3 Meromom Marching cubes, manuit
METOJI Ma€ KiJIbKa repeBar:
® JI0/IaTKOBI TEPETHHU 3a0C3MEUy0Th TPOXH KpaIlly PpO3AUIbHY
3/IaTHICTh BUOIPKH;
® IrOpuTM  MOXKE  TpAIlOBAaTH HA  CTPYKTypOBaHHUX  Ta

HECTPYKTYpPOBAHUX CITKaX.
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1.4. BucHOBKH 10 po3airty

VY mepmomMy po3auii Marictepchbkoi aucepraiii Oyjao pPO3INISIHYTO Ta
IPOAHAI30BAHO HAWMOMYJISAPHILII METOJM MpOorpamMHOi reHepaiii Janamadry,
HaBEJICH1 iX OCHOBHI IepeBaru Ta HEIOJIIKHU Ta HABEJICHO MPUKJIIA/IA TeHepaIlii.

VY poszaini Oyno po3riIssHYTHH METOJ| TreHepallii Ha OCHOBI KapT BHCOT,
METOJ1 Ha OCHOBI 1pPEryJIAPHOI CITKH, METOJI F€HEepallli Ha OCHOBI TaWJIIB, METOJ
reHepartii Ha ocHoBi anroputmy Marching cubes Ta Merona reHeparlii Ha OCHOBI
anroput™my  Marching tetrahedra. Takox Oyno HaBeneHO 0OCOOJIHMBOCTI
BUKOPUCTAHHSA PO3TJISHYTHX METOJIB TeHepaii jaHamadTy, HaBEIEHO iX

nepeBaru Ta HEeJIOJIIKH.
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2. PO3POBJIEHHA AJITOPUTMIYHO-IIPOI'PAMHOI'O METOY
TEHEPAIIIl BOKCEJIbHOT' O JIAHAIIA®TY 13 3D-TAIJIIB

2.1. TIlocraHoBka 3axaui

HeoOxi1HO po3poOUTH  alrOPUTMIYHO-NIPOTPAMHUNA METOJl TeHepauli
BOKCEJIBHOTO JanamadTy i3 3D-raiinis.

JlanamadT MOBMHEH CKIAAATUCA 13 TMOMEPEIHBO 3aroTOBICHUX TaiB
KOpUCTyBaueM: Taiiaum TmoBuHHI Oytu 3D-00’ekTamu, IMIIOPTOBAHHMH,
Hanpukiaa, y Gopmarti .0bj, Ta MaTu OJHAKOBHI PO3MIp Ta OJHAKOBI KOJIbOPH
BOKCEJIIB y Tailyax, siki KOpUCTyBad IUIaHY€E 3’ €IHYBATU MIXK CO00I0.

AJTOPUTMIYHO TPOTPAMHUNA METOJ] TMOBMHEH TeHepyBaTH JaHamadT
po3mipoM 16x16 BokcesiB He JOBIIE HIXK 3a 16 MUTICEKYH/I, 11100 3a0e3medyBaTu
IUIaBHY T€HEepallito Py 4acToTi OHOBIIEHHS 60 KaJpiB HA CEKHY.

AJNTOPUTMIYHO MPOTrpaMHUN METOJI TOBUHEH OYTH PO3MIMPIOBAHUM, TOOTO
Ha Oro OCHOBI MOKHA MOOYAYBAaTH OUIBIINIA MPOTrpaMHUN MOJYJIb 13 OUIBIIUM
(YyHKL10HAJIOM, HAIPUKJIAJ] PO30UTTS T'€HEPOBAaHOTO JIAHAWA(Ty HAa YaHKU Ta
reHepamis JaaamadTy Ha OCHOBI TMEpeIyacHO 3aroTOBJICHOI HOro esKoi
YaCTUHU.

Mopeni TaiisliB sIKi MOJAIOTHCS HAa BXIJ aJITOPUTMIYHO-TIPOTPAMHOMY
METOJy MalTh MICTUTH OJHAKOBY KIJIbKICTh BOKCEJIB Ha OIYHHUX CTOPOHAX IIO
BCiX ocsix. Po3Mipu TaijiiB y TaiyiceTi, SKUM MOJAETHCA HA BX1J aJITOPUTMIYHO-
IpOrpaMHOMY HaJJaHOMY MOBMHHI OyTH OJHAKOBOT'O PO3MIPY Ta Ha BCIX Tailiax.

AJITOPUTMIYHO-TIPOTrPAaMHUNA METO/] TOBUHEH 3/I1MCHIOBATH aBTOMATUYHUI
NOBOPOT TaMJIIB Yy TOPU30HTAIBHIN IIIOIMIMHI, TOOTO JJIsl CTBOPEHHS OJTHOTO TAMITY
13 pI3HUM KyTOM ITOBOPOTY KOPUCTYBauy MOTPIOHO Oy/ie HaJaTy JIMIIE OJMH Tal
Ta BKa3aTH HEOOXIJHY KUIBKICTh MOBOPOTIB. TakoX alropuTMidHO-IIPOrpaMHUI
METOJ TIOBUHEH Ha/JaBaTH KOPHUCTYyBady METOAY MOKJIHMBICTh BKa3aTW MEBHUIA
BITHOCHUH BIJICOTOK IIAHCY TeHepallii KOKHOTO OKPEMOTO Tailly y TauJceTi,
TOOTO HaJaTH MOXKJIMBICTh 3HU3UTH a00 30UIBIIMTH IIMAHC T'eHepallii MeBHUX

00paHUX KOPUCTYBAYEM TailiB.
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2.2.  Onmc 3anponoHOBaHOI0 METOIY

3anpornoHOBaHO BUKOPUCTATH METO/I MPOLIEAYPHOI F'eHepallii BOKCETbHOTO
nanamadry 13 3D-raitniB. B nepeBaxuiii Outbmiocti BunajkiB 3D-nmanamadt
TeHEepPYIOTh 3a JOMOMOTOI0 KapT BUCOT, ajeé METOAM IMPOLEeaypHOi reHeparii Ha
OCHOBI KapT BUCOT JI03BOJISIIOTH KOPUCTYBady OTPUMATH aOCOJIFOTHO BUIIAIKOBUI
nagamadT, y TOM dYac SK 3ampolOHOBAaHWNA METON HAJa€ MOXKIHUBICTh
3TeHepyBaTH Maly Ha OCHOBI IMOMEPEIHhO OOpPOOJICHHX ab0 3TEHEPOBAHUX
YAaCTHH.

JIJisi BUKOpUCTAHHS METOJy, HOMYy Ha BXiJ MOTPIOHO MOAATH CTBOPECHUI
taiscet 13 3D-00’exTiB, TOOTO TailnliB, 13 AKUM OyJie TIPAIFOBATU PO3POOIICHHUI
AJITOPUTM.

Ha puc. 2.1 300paxkeHO HEBEIUKUN MPUKIA] CTBOPEHOTO TaWJICETy, SIKUU
ckiagaerbess 13 6 TaimiB. [lanuii Taiiicer Oylo CTBOpPEHO Yy Hporpami

MagicaVoxel [10].

Puc. 2.1. [Ipuknag BOKCEIbHOTO TAUICETY

CyTb MeTOAy TOJISITa€ B TOMY 11100 PO3MICTUTH TalJId Tak, 11100 30BHIIIHI
CTOPOHU BOKCEJIBbHUX TaMIIB, SIKI CTOSTH MOPYY, MaJd OJHAKOBI Koibopu. Ha
puc. 2.2 MoOXHa TMO00AUUTH TMPHUKIA] MPABUIBHOTO Ta HEMPaBHJIBHOTO

po3TantyBaHHs CYMIKHHUX TalIiB.
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Puc. 2.2. [lpuknaa po3cTaHOBKH TaiiJliB

Ha pucynky 6aunmo, 1o 2 napu TaiiiB 371Ba 1 cipaBa MOKHA PO3MICTUTH
pa3om, MpoTe LEHTPaIbHI TAWIN PO3MICTUTH Pa30M HE MOXKHA.

Taitnu TakoK MOXKYTh IOBEPTATUCS HABKOJIO CBOEI OC1 3311 KOPEKTHOT
MIOCTaHOBKH, TOOTO KOPUCTYBady HE MOTPIOHO CTBOPIOBATU 4 OJHAKOBI TAWIIH 13
PI3HHM KyTOM ITOBOPOTY.

[Tpuknan 3reHepoBaHOro JjaHAWAPTY 3a JOMOMOIOK BOKCEJIBHOTO
TaiyiceTy Mo)kHa moOauutu Ha puc. 2.3. Jlanuil nanmmadT creHepoBaHO Ha

OCHOBI TailJiceTy 300paxeHoro Ha puc. 2.1.

Puc. 2.3. [Ipuknaz 3reHepoBaHOro JaHAmadTy 3a JOITOMOT OO

3aMpOMOHOBAHOTO AJITOPUTMIYHO-TIPOTPAMHOTO METOIY

21



Taxox cnij 3ayBaKUTH, 10 METOJ, YMOBHO Ka)Ky4H, IUBUTHCS HE JIUIIE
Ha KOJIbOPH, ajie 1 Ha HAsSBHICTh CAMOT'O BOKCEIII0 B KOHKPETHIN MO3HIIIT TaiTy.
To6To, SIKII10 y NMEeBHIM MO3UIIIT TalTy BOKCEIIIO HeMa, TOI1 1 y Talily SIKUi TIaHy€e
OyTH CYCIIOM IMOTOYHOTO €JIEMEHTY HE€ MOBUHHO OyTH BOKCEIIO0 y CYMDKHIH
[TO3HIII].

3anponoHOBaHUN METOJ TeHepalli nependavae MpeiCTaBICHHS Mand y
BUTIIAAI MaTtpuili TaimiB (puc. 2.4). KoxHa KIITHHKAa MaTpUIli MICTHTh MacHB
MOMJIMBUX JJIS M1ICTAHOBKU TaisliB. KoxHa KIIITUHKA MaTPULIl aHAII3Y€E TalInd y
CYCIIHIX KIITHHKax i IOCTYNOBO BHUAAJSIE TAWIM 13 MaTPUYHUX EJIEMEHTIB,
3aBASKHA YOMY 1 BiOyBaeThes mporec reHepaiii. ToO0To, Sk pe3yibTar mporecy
reHeparlii Marnyu MU TOBUHHI OTPUMATH MATPHIIIO TAlJIiB 13 OJJHUM €JIEMEHTOM y

KOKHIM KJTITHHII MaTPHII.
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Puc. 2.4. ITpuknan npeacTaBieHHs] TeHEPOBAHOI Mallu y BUTJISIII MaTPHIT
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2.2.1. Ilocnioosnuit memoo zenepauii
OpmHuUM 13 3aMPONIOHOBAHUX METOJIB 00X0/Iy MaTpUIll €JIEMEHTIB € METO/T
MOCJIITOBHUNA METOMA. Y IIbOMY METOJ[I KOOPJIWHATH JJisi BCTAHOBJICHHS TaillliB

Wy Th TIOCTIIOBHO, TOOTO Y IIUKJI.
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VY mocaioBHOMY METO1 TeHepallii BUKOHYETHCS MOCTIIOBHII 00X17] BCIX
€JIEMEHTIB MaTpPHIIi, Ta TOCIITOBHUN 00Xi/1 BCIX TAlIIB y MOTOYHOMY €JIEMEHTI
MaTpHIIi.

SIK110 MOTOYHUM Tala MOXHA MOCTABUTH MOPYY Xoua O 13 OAHUM TalioM
y KO)KHOMY 13 CYCIAHIX KJIITMHOK, TOJA1 JJaHUM Talj 30epiraeTbCs y MOTOYHOMY
€JIEMEHTI, 1HAKIIe, JaHWM Taiyl BUIAJAETHCS 13 MAacUBY MOXJIMBUX TallIiB y
NOTOYHIN KIITHHII Tailny. SIKIo micist BUaaeHHs TailiB y TOTOYHOMY €JIEMEHTI
3aNUIIA€THCS OUTBIIE HIXK OJIMH, TOA1 (PIHATBHUN Taisl 00MpaeThCs BUMIAIKOBO.

OO0xi1 MaTpull MOXJIMBHX TalIiB MOYKHA 3alHMCcaTH Yy HACTYIHOMY

BUTJISAII
Mlx,y],=M[x,y].0V, (2.1)

ne M — 11e MaTpulisi TeHEpOBaHOI Maru;
| — IH/IEKC TOTOYHOTrO TaMIYy;
X, Y — KOOPJIMHATH TTOTOYHOTO SJIEMEHTY MaTPHII;
V — 11e MHOXMHA MOMJIMBUX IS MIJCTAHOBKYU TaIiB MOTOYHOTO E€JIEMEHTY.
MHOXWHA MOXJIMBUX MJI MiJICTAHOBKHU TailliB €IeMEHTY (OpPMY€EThCS
nepea  iTepamiiHuM TPOILECOM, TOOTO JUIsi KOXKHOTO Talily 13 TauJceTy
(bOpMy€EThCS MacHUB MOKJIMBHUX JIJIsl TIJCTAHOBKHA E€JEMEHTIB Y KOXKHOMY i3
HaIPSIMKIB.
[Ipukman reHepanii 4YaHKy JaHUM METOJIOM IPOJAEMOHCTPOBAHO Ha
puc. 2.5. Ha pucyHKy 3€J€HUM KOJIbOPOM IMO3HAYEHO MOTOYHUHN €JIEMEHT 00X01y

MaTpHIIi.
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Puc. 2.5. [Ipuknan renepariii Manu i3 BAKOPUCTAHHSIM MOCTIIOBHOTO METOTY

00MpaHHS MOTOYHOTO €JIEMEHTY MaTPUI

[[IBuaKomist METOMY TeHEpaIlii BOKCETHHOTO JaHAmAadTy 13 BUKOPUCTAHHS
MOCJTITOBHOT TiJICTAHOBKHM TAalIB € JIOBOJI IIBUIKOIO, MPOTE, ICHYE JTOBOJI
BHCOKA BIPOTIHICTH IO yXO/1 poOOTH TaHWW METOJ] 3T€HEPYE MaIly i3 JipKaMHu.
Jlana mpoOjieMa BHHHMKA€E 4Yepe3 HEMOXIIMBICTh BCTAHOBKH JKOIAHOTO Taily y
MOTOYHMH eJleMeHT 00xoay Marpuii. Ilpukmam reHeparii mamu 13 AipKaMu

IPOJIEMOHCTPOBAHO Ha puc. 2.6.
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Puc. 2.6. [Ipuknaa HEKOPEKTHOT reHeparlii Manu 13 «IipKaMu

OaHuM 13 10BOJII TPOCTUX PIIICHB IT1€1 MPOOIEMU MOXKEe OyTH Mepe3aryck
AITOPUTMY JIOKM He OyJie CTBOpeHO Manu 0e3 Aipok. [IpoTe, Ha JOCUTH BEIUKUX
TaliyiceTax BiJCOTOK YCHIIIHUX TeHepamid Oyae HU3bkuM. [[is BupimeHHS
npoOiieMn HEKOPEKTHOI reHeparlii Manu MokHa Bukopucrtatd Wave Function

Collapse anroputm.

2.2.2. I'enepauia na ocnoei WFC

WFC (Wave Function Collapse) — amroputm, sikuiéi reHepye OiTOBI
300payKeHHSI, JIOKAIBHO MOIOHI /10 BXiAHOT0 0iTOBOTrO 300paxenHs [11].

3anmpomnoHOBAaHO METOJI TeHepallii BOKCEIbHUX JIaHAMmAa(TIB HAa OCHOBI
WEFC, saxuit Oyze oriepyBaTH HE IMKCEISIMU 300pakeHb, a TIolaHuMHU Ha BXig 3D-
Taitnamu [12].

Jlanuii MeTon € iTepaliiiHUM Ta BUKOPUCTOBYE 4Yepry Hjsi OO0XOmy
MATPUYHHUX €JIEMEHTIB.

ITepariitauii mporiec JUTUTHCS Ha JIBa OCHOBHUX eTaru: 00pOOICHHS Yepru
reHeparlii Ta KoJarncyBaHHs Taiy.

KonancyBanns Ttaiiny (Bim anri. collapse) — mporec mneperBopeHHs

MHOXHHHU €JIEMEHTIB Y MaTPHUIll MOXKJIMBHUX TAWJIIB 10 OJHOTO €JIEMEHTY.
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[Tepen modaTkoM iTepaliifHOTO MPOIIECY IO YEPTH TeHeparlii J01ar0ThCs
MOYATKOB1 €JIEMEHTH, 13 SKUX Oy/le pO3MouYaTo TeHEpaIio. 3ampornoHOBAHO
BUKOPUCTOBYBATH KyTOBI €JIEMEHTH MATPHIIL K MOYATKOBI €JIEMEHTH T'eHepallii.

ITepauiitnuii mpoiiec MoYMHAETHCS 13 OOPOOKH BCIX €JIEMEHTIB y uep3i
reHepartii:

® BUJAISIOTHCS BCl HEMOXIIMUBI JIJIsl TIOCTAHOBKU TailIn y TOTOYHOMY
€JIEMEHTI,

® SKIIO TAWJIiB MICIS BUIAJICHHS HE B3aJMIIUIOCH, TO ITOTOYHUN
€JIEMEHT 3HOB JIOAAETHCS JO YEPTU PA30M 13 CYCITHIMH €JIeMEHTaMH,
MaTpuIill MOMJIMBUX TaWJIIB CYCIAHIX €JIEMEHTIB CKUIYIOTHCS 0
MOYAaTKOBUX 3HAYCHD,

e Km0 OyJ0 BHUIAJCHO XOY OJWH TalJ 3 TOTOYHOTO EJIEMEHTY,
TO CYCI1JIHI IO IOTOYHOT'O €JIEMEHTH JOJAITHCS A0 YEPTU TeHepallli.

Jlam  BimOyBa€eThCS KOJIATICYBAHHS OJHOTO 13 €IEMEHTIB MaTpHII
MOXKJIMBUX TaJIiB:

e 00MpaETHCS EIEMEHT MATPHIII 13 HAWMEHIITOI0 KUTHKICTIO MOYKIIUBHUX
TSI BCTAHOBJICHHS TaWJIiB;

® SKIIO MOXJIUBUX JJIsl MIJCTAHOBKHA TalJIiB y 0OpaHOMY €JIEMEHTI
MaTpHIll OUTbIIE HDK OAWH, TO (PIHAIBHHWI Tailnl OOMpaeTbes 3a
MIEBHUM aJITOPUTMOM,;

® CyCiiHI 10 3KOJAalCOBAaHOTO €JIeMEHTY KIITHHKH MAaTpHIll
JI0JTAt0THCS 10 YePrH TeHepaIlii.

ITepaniitHuii mporec NpoI0BKY€EThCS, MOKH Y BCIX €IEMEHTaX MaTPHIll He
3IMIIATHCS 110 OJTHOMY Taiiy, ab0 KUIBKICTh IT€palliii IepeBUIIUTH JOIMTYCTUME
3HAYEHHS.

Posransinemo mpuknan podotu merony Ha ocHoBl WFC nns reneparnii
BKOCEJIbHOT Mamu (puc. 2.7).

ANTOPUTM BHKOHYE 00XiJ MaTpHIll MOMEPEIHbO 33aIaHOTO JIsl TeHeparlii
po3mipy. Y n1aHOMY BUIIAJIKy MaTpUIS TailliB Ma€ 3 CTOBIIII Ta 3 pSIAKHU, Ta KOXKEH

Tal 13 Taiscety Mae po3mip 3 Ha 3 Ha 3 y OCsIX X, Y Ta Z BIANOBIIHO.

26



EHLELEH
e B | L |
A= | EIE SIS

= AR (S CE (S

4
| (L (N

o EE
= |HE| S HE | HE

|l |N 52 E |62

HLE EN
=SR] I SR

'
=|
== =" (=] |

5. E EH EHENLCE

e B4
ol
A
«l
B

Puc. 2.7. Ilpuknaz iTepaiiiHoOro mpoiecy MeToly TeéHepailii Ha OCHOBI1 KOJIATICy

XBUJIBOBOI PYHKITIT

MosxkHa mobaunTH, 1110 Ha TOYATKY MEPIIIOI ITepallii TaHOTO MPUKIIAAY BXKE
OJIMH 3KOJIATICOBAaHUM E€JIEMEHT, IMM EJIEMEHTOM € IIEHTpaJbHA KJIITHHKA
Matpuli. OTxke 10 nepel MoYaTkoM ITepaliiHOro Mpouecy 10 Yepru reHeparii
OyJ10 T0J1aHO CYCI/IIB IIEHTPAILHOTO Tainy. ToOTO JiBUii IEHTpaIbHUMN, BEPXHIM
HETPAIIbHUN, MPAaBUI IEHTPAIbHUM, Ta HUKHINA [IEHTPAJbHUN €IEMEHTU JI0JJaHO
JI0 Yepry reHepaitii.

Hanani y enemenTax i3 yepru reHepiiii 0yyio BUIIy4eHO BCl HEMOXKITUBI TS
nigcTaHoBku Tam. CyciHI €IeMEeHTH MaTpHIll, 3 SKUX OyJI0 BHUAQICHO XOY
OJIMH Tala OyJIo JoJaHO 0 yepru re’epailii. OTKe KyTOBI €JIEMEHTH MaTpUIll
Tako OyJI0 I0JJaHO JI0 Yepru reHepaili Ta 13 HuX OyJio BHIIYUYEHO HEMOXJIUBI
JUIS T1ICTAHOBKM Taitnu. Jlam 10 yepru redepailii 0yao Takox A0JIaHO CYCIJIHI J10
JIBOTO HIDKHBOTO Ta JIIBOTO BEPXHBOTO €JIEMEHTY KJIITHHKH, ITPOTE B HUX HE OYJI0

BHJIYYEHO 7KOTHOTO TAWITY.
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3aBepIIeHHsIM TIEPIIoi iTeparii € KOJIAIICYBaHHS JIIBOTO IIEHTPATHLHOTO
€IEMEHTY, a/DKe II€ € €JIIEMEHT 13 HAWMEHIIOK KUIBKICTIO JOCTYIHHUX IS
BCTAHOBJICHHS TaMIiB.

Hapani irepamiiinuii nporec NpojoBXKY€EThCS, JOKU Yy BCIX €JIEMEHTax

MaTPHIIi HE 3aJIMIIUTLCS 10 OHOMY Taiy (puc. 2.8).
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Puc. 2.8. Pe3ynbTat poGoTu MeToly reHepariii Ha OCHOBI KOJIANCy XBUIIbOBOI

byHKIIii

Crip 3ayBaXkUTH, 10 KOJIANIC XBHJIOBOIT (PYHKIIIi MO’KHA BUKOPUCTOBYBATH
13 pi13HOIO TJIMOUHOIO.

['mubuHa — 11e YMOBHO KaXyyu JanbHICTH norysny aiaroputmy WFC. ¥V
NoNepeIHbOMY MPUKJIIAJl HABEJACHO BUKOPUCTAHHS KOJANCYy XBUJIbOBOI (yHKIIIT
13 TIMOWMHOI SiKa JIOPIBHIOE OJMHUIN, TOOTO HABKOJO OOpaHOro Tauiy
TEHEPYEThCS YMOBHE KUIbIIE MOXJIMBHUX JJISI IOCTAHOBKU TaJIiB TOBIIUHOIO Y
OJIHY KJITUHKY. JlaHe 3HA4YeHHS 3MIHIOETHCS 3a JOMOMOTOI0 3MIHU KUIBKOCTI

€JIEMEHTIB, fK1 JIOAAIOTHCS 10 Yepru reHepaiii. ToOTO SIKIIO A0 Yyepru reHeparii
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JOJTA€ThCS MIMATPHUIIT PO3MIPOM 5 Ha 5 €IEeMHTIB, HE BPaXOBYIOYH TOTOYHUI
TaiJ1 mocepeanHi miaAMaTpuIll, TOAl IITMOMHA reHeparlii 0y/ie JOpIBHIOBATH JBOM.

Takoxx cmig 3ayBakKWTH, IO TEHEpAIlisl y 3almpONOHOBAHOMY METOI
TeHEepaIlis MOXJIMBA HE JIMIIE 10 TOPU3OHTAIBHIN TUIONIMHI. 3arporoHOBaHUH

METOJ1 MOX€E MOPIBHIOBATH BCi 6 cTopiH 3D-Tailiny aJig reHepariii mamnu.

2.2.3. Komobinosanuit memoo zenepauii
3anponoHOBaHO BUKOPCTATH METO]I TeHepallli BOKCENbHUX JIaHIIIA(TIB,
SKUW BUKOPUCTOBYE TOEHAHHS TeHEepallii 3a IOMOMOT0l0 METOAY IMOCHII0BHOI
M1JICTAHOBKY TaWJIIB Ta METOY 13 BUKOPUCTAHHSIM KOJIAINICYy XBHJIbOBOI (DYHKIIII.
[lepmia cnpoba reHepailii HaJa€Tbcsl METOY IMOCTIAOBHOI IMiJICTAHOBKHU
TaiiB, SKIIO crpoba TreHepalii BUJadacs HEBAAIOK, TEHepallis Maru
BUKOHYETHCS 32 JIOTIOMOT'0I0 METOy 13 BUKOpucTanHsiMm WFC.
3anponoHOBaHUN METOJ] reHepallii BOKCEJIbHOT0 JIaHAmA(Ty nepeadayae
HACTYIIHI eTamu:
1. OrpumaHHSs JaHUX TaUJICETy.
e Bxinni nani: Taiincer (3D-momeni, KOTipHHAA aTiac)
e Pesynprar: CdopMoBaHa CTpPyKTypa AaHUX HA OCHOBI BXIJHUX
TaHUX
2. Bamiparmis orpuMaHuX JaHUX.
e Bxingui gani: Haganuii Taiicer
e Pesynprar: IlpoBamigoBaHuii TailiceT — TMepeBipeHl YW BIpHI
€JIEMEHTH TaiceTy OyJI0 OJaHO Ha BXIJI, pO3MIp Ta KOJIbOPH, TOIIIO.
3. OOpoOyIeHHST OTPUMAHUX JaHUX.
e Bxinni gaxi: Bamigauii Taiiicer
e Pesymprar: 3akemoBaHUW Ta PO3MIUPEHUN JTBOCTOPOHHIMH Ta
YOTPUCTOPOHHIMHU TalIaMH TaiyiceT
4, TeHepairiss 4aHKY KOMOIHOBAaHUM METOJIOM.
e Bxinni nani: OOpoOeHu TailyiceT, TpaHulll CYCIHIX YaHKIB
e Pesynbrar: 3reHepoBaHa MaTPUIIS TaiIiB YaHKY
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5. BcraHoOBIIEHHS TaMIIB.

e Bxinni nani: MaTpuiis TailriB TEHEPOBAHOTO YaHKY

e Pesynbrar: 3reHepoBaHUM YaHK

JliarpaMy MOTOKY JaHMX 3alIPOTIOHOBAHOT'O METO/1y TeHepallli BOKCETbHUX

naHAmadTiB TPOJEMOHCTPOBAHO Ha puc. 2.9.

Ha Bxix

METOIY

KOpHUCTYyBaua

HaJa€TbCA

y

Burisaai 3D-moneneit, y ¢opmari .0bj Ta komipHoro atmacy y dopmari

300paxxeHHs po3mipom 1 Ha 256 mikcerniB.

Kopuctyeau

Puc. 2.9. [liarpama noToKy JaHUX 3alIPOIIOHOBAHOTO METOY I'eHepallii

Taincer

(3D-momeni, KomipHWi atnac)

KoHoirypauin

reHepaTopa Manu

Banigauin gaHux
TalnceTy
(nepesipka posmipy
Ta KOMLOPIE)

|

OOpoOneHHR QaHux
TaknceTy

KeLwyBaHHA JaHmy
Taiincety

TalnceT posLUMPEHHA JB0CTODOHHIMK
Ta YOTHPHMCTOPOHHIMK TARNAMK

MpaHmui

+\|r4r

TeHepauiA MaTpuui
MOHIIMENY Taknie
JaHKY

MaTpuus Taiinis
reHEpOBaHOTD YaHky

BCTaHOBNEHHA
Talnis Ha Many

3reHepoBaHMil YaHK

CYCIZHIX 4aHKie

BOKCEJIbHOTO Ja”aAmadry
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Ha miarpami moToKy JaHHWX MPOJAEMOHCTPOBAHO, IO JaH1 TAUJICETy Mepe/
MOTPAIIISTHHAM JI0 MOJIYJIIO TeHepallli TOBUHHI IPONUTH BaJiAaIlilo Ta MONEPEIHIO
00poOKy. Jlanmi oTpuMaHi JaH1 KEIIylOThCs Ta IMOJAIOTHCS Ha BX1J JO MOJYJIIO
reHepartii.

Ha BXin 10 MOAyJTIO TEHEpAIIii MOAI0ThCS:

e 3aKelioBaHl Ta 00pOOJICH] JaH1 TaljceTy;
® TpaHUIll CYCIJIHIX YaHKIB;

e KoH(Iryparis reaeparopa mMaru.

Kewysanusa oanux maiincemy

J1J1st 301IbIIIEHHS IIBUKOIT aIrOPUTMY 3alIPOTIOHOBAHO 3aKEIlyBaTH JaH1
Ipo CycCiJIB KOxHOro Taiiy. Ilepen moyaTkom itepamiiHOro npoiecy noTpioHo
IPOWTH yCl €IEMEHTU TAWJICETy Ta BU3HAYUTH «CYCIAIB» MOTOYHOI'O TaMIy IS
KOXHOTO 13 HaIlPSIMKIB.

JUIsl KO)KHOTO €JIEMEHTY TalJICETy CTBOPIOETHCSI MHOKMHA MOKIIMBUX IS
M1JICTAHOBKU CYCIJHIX €JIEMEHTIB!
aj; :bm’ =>BUV
a,;=b;;=BUV

al’]=bin:)BUV '
ain:bil =>BUV

valJEAanmbleBn xn (22)

ne A — 1ie MaTpHuIls BOKCEIiB 00paHOTO €IEMEHTY;

B — Marpuiis BOKceliB, 13 SKUM 1€ TIOPIBHSIHHS,

V — MacuB TaiiiB, MO MIAXOAATh IS I1JICTAaHOBKH,

N — po3Mip Taimy,

| — iHIeKc moTouHoro Bokcemo (i = 1..n);

a;, V IaHOMYy BUIAJKy IO3HAYa€ KOJIp MOTOYHOrO BOKCENIO Taimy. SKiio
KOJIBOPY BOKCENIB CYMDKHUX CTOPIH TalJIiB CHIBMNAAAIOTh — Taill 13 SKUM e
TIOPIBHSHHS JIOJJA€EThCSI O MAacWUBY MOXJIMBHX JJIsi TJACTaHOBKH CYCITHIX

€JIEMEHTIB.
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3anponoHOBAaHUN METOJ] KENIyBaHHS JaHUX TaWICeTy JO3BOJIUTH
npunopaTy erar MOPIBHAHHS BOKCETIB MK TaillaMH TiJ Yac 1TepaiiifHOro
nporecy. IlopiBHSHHS BOKCENIB TaijiB Oyje 3po0JICHO JIMINE OJWH pa3 Ha
MOYaTKy MpOIlecy TeHepailii.

I'padiune 300pakeHHST MOMXJIMBUX CYCITHIX €JIIEMEHTIB JO0 Taliay
IpoJIeMOHCTpOBaHO Ha puc. 2.10. JIo KOKHOI 13 CTOPIH TailJly CTBOPIOETHCS MACHB

MOKJIMBUX CYCIJHIX €JI€MEHTIB.

- H

=-F

4
Puc. 2.10. [Tpuxian MOXIUBHUX CYCITHIX €IEMEHTIB TalTy

Po3pobneno  anmroputmM  moOOyIOBM  BOKCEIBHOTO  JAaHAMapTy 13
BUKOPUCTAHHAM KOMOIHOBAaHOTO METONy. AJITOPUTM TMPOJAEMOHCTPOBAHO Ha
puc. 2.11. Ha niarpami neranbHO 300pakeHO 4 eTan 13 METOay TeHeparrii
BOKCENIbHOTO JIaHIIa( Ty, a caMe eTan reHeparlii 4aHky KoMO1HOBAaHUM METOJIOM.

Ilepma cnpobGa reHepaiii 3AIMCHIOETBCS METOJOM  TOCJIJIOBHOL
NIJICTAHOBKMA TaWmiB. SKIIO pe3ysibTar reHeparii MOCIIIOBHUM METOJI0M
BUSIBUBCS HETaTUBHUM, TOOTO reHepallis He Oylia YCHIIIHOK — 3/1HCHIOETHCS
reHepaliss 3a JONOMOTOI METOJy TeHepalii 13 BUKOPUCTAHHSIM KOJIATICY
XBUJILOBOI (PyHKII1. SIkmio reneparris 3a momomoroto metony Ha ocHoBl WFC
BUSIBUJIACS YCHINTHOIO — Jaii BiIOYBA€ThCSA MPOIIEC BCTAHOBJICHHS TaiIiB Ha

Marry.
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[[IBuakicTe TeHepallii BOKCETBHOI Mamu 3a JOMOMOTOI0 METOmy 13
BUKOPUCTAHHSAM KOJIANCY XBUJIbOBOI (DYHKIIT € 3HAYHO MEHIIOI0, MPOTE HaJae

3HAYHO OUIBIINUN IIAHC BIPHOT TeHepallii MaIiu.

BanigauiA
yeniwHa?

OTPUMEHHR DaHHX
Talncety

Banigauin gaHux
Talncety

OOpo0neHHA OaHmx
TalnceTy

TaK

eHepauia
yeniwHa?

KellyEaHHA DaHnx
TalnceTy

MeHepauir yanky iz Tak
BHKOpUCTaHHAM WFC

H Am TaK
Jl? yeniwHa?

OO0podneHHA Hesganol
cOpon reHepauil BCTEIH'E_JBJ_'IBH HA
Tannie

Puc. 2.11. Anroputm no6y10BH BOKCEIBHOTO JaHAIADTY

Ocobausocmi 3anponoHO8aH020 Mmooy

OcoOMUBICTIO 3aPOMOHOBAHOTO METOJy € BUKOPUCTAHHS TO€THAHHS
reHepartii 3a JOroMorow METOAY IMOCIIOBHOI IMiJICTAHOBKH TaMIIB Ta METOTY 13
BUKOPHUCTAHHSM KOJIAlCy XBWJIHOBOI (PyHKIIi. BukopucraHHs KOMOIHOBAHOTO
METOJly T'eHepallii BOKCEIbHOI Manu HaJacTh MOXIIMUBICTH JOCSITTH OLIBIIOT

IIBUJIKOCTI Ta TOYHOCTI FeHepallii BOKCEIbHOT0 JIaHAmadTy.
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2.3. BucHoBKH 10 po3ainy

VY nanomy po3aiii Oyjo OMHUCAHO TOCTAHOBKY 3ajadyl Ta BUMOTH 10
PO3pOOTIOBAHOTO  AJITOPUTMIYHO-TIPOTPAMHOTO METOJy, IpPOaHATI30BaHO Ta
HABEJIEHO MpHKIaa POOOTH MOCIIJOBHOTO METOAY TeHepalli BOKCEIbHOTO
naHAmadTy Ta METOY TeHepallii 13 3aCTOCYBaHHSM KOJIATCy XBUIBOBOT (DYHKIII.
Byno 3amporioHoBaHo BiacHWI METOJ TeHeparlii BOKCETHHOTO JaHamadTy Ha
ocHoBi 3D-TailniB Ha OCHOB1 KOMOIHAITIi TBOX PO3TIISTHYTUX METOIIB TeHeparltii. Y
JAaHOMY PO3/AUI OyJIO 3alPOIMIOHOBAHO apXITEKTYPYy PO3POOIIOBAHOI CUCTEMHU, a
came, HaBeJICHO 3aIlPOIIOHOBAHUHN aJITOPUTM MOOY0BU BOKCEIBHOTO JTAHAIIA(TY

Ta Jaiarpamy MmoTOKy JaHHUX 3alPOTIOHOBAHOIO0 METOY T'e€Hepallii.
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3. MIPOIT'PAMHA PEAJII3ALIISA METOAY 'EHEPALIIL
BOKCEJBHOI'O JJAHJIIA®TY I3 3D-TAWJIIB

3.1. OOrpynryBanusi BUOopy 3aco6iB peanizamii I13

Po3pobutu nporpaMHOro 3a0e3nedyeHHs] MOKHA y PI3HOMY BUIJIAIL, SK,
HaIlpUKJIaJ, peali3yBaTH NpOrpaMHe 3a0€3ME€YEHHsS Yy BUIJISIL OKPEMOIO
JOAaTKy, Y Y BUTJISII JOJATKOBOTO MPOrpaMHOIo 3a0e3MedYeHHs J0 IrpOBOro
pymris [13].

3aco0u myig peanizaiii aaropUTMIYHO-IIPOTPAMHOTO MOJYJIIO TeHeparlii
BOKCEJIFHOTO JaHamadTy MarOTh BIIMOBIAaTH HACTYITHUM BUMOT'aM:

e 3abe3mevyyBaTH MOXJIHMBICTh peanmizarii napaaurmu OOII;

® MaTH pealli3oBaHi IHCTPYMEHTH JUIsl peHJICpUHTY rpadiku, 30KpeMa
pob6otu i3 mpomenssmu (Raycasting);

e 3a0e3mevyyBaTH MEXaHi13M aCUHXPOHHOCTI.

PesynbTaToM aHamizy (QYHKIIOHATIBHUX BUMOI JI0 PO3pOOJIIOBAHOIO
IpOrpaMHOr0  3a0E3MEUeHHS CTajo PIIIEHHS peali3yBaTh  MpPOrpaMHe
3a0e3MmeueHHs y BUTIISIIL TOAATKOBOTO MPOTPAMHOTO 3a0€3MeUeHHs 10 irpOBOTO
PyIIis.

Bukopucranns py1ris 3aMicTh peastizallii OKpeMoro I0AaTKy JJisi TeHepartii
HAJaCTh PSJI IepeBar y MeBHUX BUTAIKAX:

e binbmicte QyHKIIOHATY UIsI pOOOTH 13 KOMIT IOTEPHOIO Tpadikoro
ta 3D-MoensiMu BxKe peaii3oBaHo y pyIIisX.

e MOXIUBICTh O€3MOCepPeNHbOl IHTErpallli 3reHepoBaHOl Maru 13
THITUM KOHTEHTOM pPEali30BaHUM y 0OpaHOMY PYIIIii Ta OKPEMOMY
MIPOEKTI.

By1no po3risiHyTo Ta mpoaHa i30BaHO TPU HAUTIOMYJISIPHIII PYIIIii, TaK1 SK:

Unity, Unreal Engine ta Godot.
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Unity

Unity — MibkmiaTpopMHE CEpeIoBHINE PO3POOKH KOMITIOTEPHHX 1rop,
po3polbieHe amepukaHchbkoro kommaniero Unity Technologies. Unity mo3Bosisie
CTBOPIOBATH MPOTrPaMU, 1110 MPAIIOIOTh Ha OLIBII HIXK 25 pi3HUX MIaTdopMax, 110
BKJIIOYAIOTh TIEPCOHATBHI KOMI'IOTEpPH, ITPOBI KOHCOJI, MOOUIBHI MPHUCTPOI,
iHTepHeT-Iporpamu Ta iHmi [14].

Penakrop Unity Mae mnpocruii Drag&Drop iHTepdeiic, a Takox
BcTaHoBieHHs ariHiB KALI, sikuil jerko HanamToByBaTH, IO CKIAJAAEThCA 3
PI3HHX BIKOH, 3aBISKH YOMY MOXHA TPOBOJUTH HAIATOJDKEHHS TPHU MPSMO B
penakropi. Pymmiit Unity € omauM 13 HAaRTOMYISIPHIMIMX PYIIiB Ta BAKOPHCTOBYE
JUIs HarucaHHs cKkpunTiB C#.

C# — me MyJnbTHNApaJUrMEHHA MOBAa 3arajibHOr0 MPU3HAYCHHS IS
po3poOKku mporpam Ha miaTdopmi Microsoft [15]. HeobOxinHoo ymMoBo0O poboTh
MOBHU € BCTaHOBJIeHUH y cucrtemi ppeiimBopk .NET. C# po3poOisiBcst ik MOBa
nporpamyBaHHsi npukiagHoro piBHa st CLR, skwuit Hamae C#, sk 1 BCIM
iHmuM .NET-opienToBanum MOBaM, Oararto MO>KJIMBOCTEH, SIKUX

1n030aBJIEH] «KJIaCUYHID» MOBH IMPOrpaMyBaHHSI HANPUKIIAJ MEXaHI3M 30MpaHHS

cmitts (GC) [16].

Unreal Engine

Unreal Engine — irpoBuii pymriid, mo po3poOJIIEThCS 1 MIATPUMYETHCS
kommaniero Epic Games. Hanmcanuit MmoBoto C++, IBUTYH J103BOJIsSIE CTBOPIOBATH
irpy 7151 OUTBIIOCTI ornepariiHux cucreM Ta iargopm [17]. Py miarpumye
MOKJIMBICTh ~ BI3yaJIbHOTO MPOrpaMyBaHHsS 3a JOIMOMOTOI0 TEXHOIOJOTii
Blueprint [18].

C++ — me wMynpTHNApaguTMEHHAa MOBa MPOTPaMyBaHHS 3arajbHOrO
npu3HayeHHs. JlaHa MoBa mporpaMyBaHHs Mae Oarary cTaHAapTHY 010J10TeKy,
sKa BKJIIOYAE TIONMIMPEHI KOHTEWHEPH 1 aJIrOpPUTMH, BBEICHHS-BUBEICHHS,

pEryJsipHi BUCIOBIIOBAHHS, MATPUMKY 0araToroTOYHOCT] Ta 1HII MOKIJIMBOCTI.
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C++ moeaHye BIACTHBOCTI SK BHCOKOPIBHEBHX, 1 HU3BKOPIBHEBUX MOB
nporpamyBaHHs. J[aHa MoOBa TporpaMyBaHHS HIMPOKO BUKOPUCTOBYETHCS IS
PO3pOOKH MPOrpaMHOTO 3a0e3MeueHHs, Ta € OAHIEI0 3 HAWMOMyJIAPHIIIAX MOB

nporpamyBanHs [19].

Godot

Godot — BigkpuTHii KpocIiuiar(OpMOBHIA ITPOBUE PyIIiH Mia JiIEH31€0
MIT, sixuit po3pobnsierbes crinmpHOTOI0 Godot Engine Community [20]. Godot
NIATPUMYE PI3HOMAHITHI MOBH IPOTpaMyBaHHs Il CTBOPEHHS 1TOpP, BKIIIOYAOUU
iaTerpoBany moBy GDScript [21], C++ 1 C#. ApxitekTypa pyuris moOyaoBaHa
HABKOJIO KOHIIETIIii iepeBa «BY3JiB». By3iu opranizoBaHi BCepeInHI «CIIEHY, SKi
€ TOBTOPHO BHKOPUCTOBYBAHUMHM, EK3EMIUIIPHUMH, YCIAaJKOBYBAaHUMH Ta
BKJIQJICHUMH TpynamMd BY3miB. Pymniii  Takoxk MOIATpUMYyeE  Bi3yallbHE
mporpamyBaHHS 13 BUKOpUCTaHHSIM BOyaoBaHoi MoBH VisualScript, po3po0ieHoi
AK BI3yalnbHUM ekBiBasieHT GDScript.

GDScript — BUCOKOpiBHEBa JUHAMIYHO THUITI30BAHOI CKPUIITOBOI MOBH
nporpamyBaHHs. /J{aHa MOBa nporpaMmyBaHHs CHHTaKCM4HO cxoxa Ha Python. Ha
BiaMiHy Bi Python, GDScript ontumizoBaHO AJig apXITEKTypH Ta 0 MOBH
JI0JTaHO MOJKJTUBICTh BKAa3yBaTH THI 3MIHHUX.

Jlnst peamizaiiii 3ampomoOHOBAHOTO MeToay Oyino 00paHO BUKOPHUCTATH
pymiii Unity ta mMoBy mnporpamyBanHs C#, TOoMy ¢parMeHTH KOIy IS
JIEMOHCTpAIIil apXITeKTYpH METOAY Ta CTPYKTYp JaHUX OyayTh HajJaHi came 13

BUKOPUCTAHHSM JIAHOTO PYIIis Ta MOBU MPOrPAMyBaHHSI.

3.2. ApxirekTypa po3pood./110BaHOi cCUCTEMH
byno  po3pobmeno  miarpamy  3ampoOINOHOBAHOTO  alTOPUTMIYHO-
IPOrPaMHOTO METOJY JIJI TeHepallii BOKCEIbHUX JIAHAMA(TIB, SKy 300paKeHO

Ha puc. 3.1.
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Landzcape generator interface

Game engine Config
---------------- Use-------------13 Module

User

v
v

Generator

Tileset Storage

Tileset P — Chunk Map Tracking

Module Module Module
Sequence WFC
Generator Generator

i

v

Tileset Caching
Module

Puc. 3.1. Jliarpama Moys1iB po3po0JI€HOT0 aJIrOPUTMIYHO-TIPOTPAMHOTO

METOY

Po3po6ena cucrema CKIagaeThes 13 TAKUX MOJTYITIB:
e MOJyIb iHTEep(deicy reneparopy;
® MOJyJb T'eHeparllii Janamadry;
® MOJyJb 30epiraHHs TalJICETIB,;

¢ MOIOYJIb KCITYBAHHA JAHUX.

Mooynw inmepgheticy eenepamopy

KopucryBau AITOPUTMIYHO-TIPOIPAMHOIO METOLY 3MIIACHIOE
KOPUCTYBaHHSI METOJ0OM BHKOPHUCTOBYIOUYM AaHU Monayib. [HTepderic Moaymto
MOJKe OyTH IpeICTaBICHHH y BUTIIsII KoMaHHoTo iHTepdeiicy (CLI), okpemoro

nonatky y Burisidi rpadiuHoro iHTepdeiicy kopuctyBada (GUI) abo OyTtu
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IHTETPOBAaHUM Yy ITPOBHUM PYIIiH, SKIIO TeHepallis JanamadTy BiIOyBa€eThCSA Y
My’Kax IrpoBoro pymiis. Y po3pobiieHOMy TpOrpaMHOMY 3a0e3NedeHHI
KOPUCTYBAIlbKUM 1HTEpdEeHc HaTaeThCs y BUIJISAIAI 1HTErparii po3poOseHOoro

ckpurty y pymrii Unity (puc. 3.2).

+ Landscape Generator (Script)

Tileset A MushroomTileset (Vox
Chunk Size 4

Chunk Render Distance 1

Puc. 3.2. KopuctyBanbkuii iHTepdeiic po3podieHoro Mmetoay y pyuiii Unity

Mooynw eenepayii nanowaghmy

Jlanuit Momynb BinmoBizae Oe3mocepeHhO 3a TEeHEpaIlilo BOKCEIHLHOTO
nanamadTy 13 Haganux 3D-taitniB. Jlanuit MoAynb BKiIIOUae y cebe HacTyIHI
MIIMOYJI: MAMOIYIb 30€peKeHHS Malld YaHKIB, IMJAMOJIYJIb ITOCIITOBHOI
reHeparii, miaMOAyJIb TeHepallli Ha OCHOBI KOJamncy XBHJIbOBOI (YHKIIT Ta
HiMOYJb BIJCTEXKEHHS (TPEKIHTY), AKUU Hajlae (PYHKIIOHAIbHI MOMIJIMBOCTI
BIJICTeKEHHSI 3aTpaT 4acy Ha TEHEepalil0 YaHKIB JUIsl TECTYBAaHHS IIPOLECY
reHeparlii Ta noJajablIol ONTUMI3allli TalJICeTIB Ta po3pO0JIEHOr0 MPOrPaMHOTO

3a0€3MeYeHHS.

Mooynw 36epicanns matincemie

Jlanuit Momynb BimmoBimae 3a 30epiraHHs HAJaHUX KOPUCTYyBadyeM
TainceTiB. Monynb 30epiraHHs TalICeTIB HaJa€ 3MOTy 3MIHUTH aKTUBHHM
TalyiceT NI TeHepallii Ta JoJaBaTH 3MIHIOBAaTH TalJId ICHYIOUUX TaMJICETIB.
Takox qaHui MOYJIb I03BOJISE 3MIMCHUTH KOH(ITYypalliro TailiB, a came 3a/1aT

3HAYEHHsI TOBOPOTY TAllIB Ta Bary TailliB.
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Mooyns kewtysanus oanux

Jlanuii MOJyJIb BIAMOBIZA€E 3a MPOLEC KEITyBaHHS JaHUX TAMJICETIB JUIA
30UIBIIICHHST IIBUIKOJII METOJy TeHepallii miJ Yac ITepaliiiHOrO Ipolecy
reHeparii JasamadTy. JlaHuil MOy BUKOHYE MPOIEC KEITyBaHHS JaHUX TIPO
CYCIJIHI €JIGMEHTH TaWJICeTy MiJ 4Yac 3amyCKy METOJIy TeHepallii BOKCEIBHOTO

nanamagry.

Jiarpamy KJaciB po3po0J€HOro MpOrpamMHOro 3a0e3nedyeHHs 300pakeHo

Ha puc. 3.3.

LandscapeGenerator

+ tileset: VoxelTileset

+ chunkSize: int

+ chunkRenderDistance: int
+geed int

- chunksMap: Dictionary=Vector2Int, Chunl=

+ AddNewChunk{Vector2Int): void

+ CreateEmptyChunk(Vector2int): void

+ IsChunkGenerated(Vector2Int): boolean

K

Chunk

+ isGenerated: boolean

\\/ - tileset: VoxelTileset

- size: int
VoxelTileset - tiles: VoxelTile[]
- neighborsCache: Dictionary<string, Dictionary<Direction, List=VoxelTile==> - possibleTiles: List<VoxelTile=L]
- tiles: List=VoxelTile= - borders: Dictionary<Direction, List<VoxelTile[]=>
+ CanPlaceTileBeside(VoxelTile, VoxelTile, Direction): boolean - generalionQueue: Queue=Vector2int=
- GenerateRotatedTiles(): List=VoxelTile= + Generate(): boolean

+ GetBorder(Direction): List<VoxelTile=[]
- GenerateSequentially(): boolean
- GenerateWFC(): boolean

- CollapseTile(Vector2int): void

¢

VoxelTile

+voxelSize: float
+ colors: Dictionary=Direction, byte[]=
+ rotationType: TileRotationType

+weight: int

+ CompareColors(byte]], byte[]): boolean <=static>>

+ Rotate(int): void

Puc. 3.3. Jliarpama kaciB po3po0JICHOTO alrOpUTMIYHO-TIPOTPAMHOT'0 METOTY

Knac LandscapeGenerator BiamoBijgae 3a 3ammycK Mporecy reHeparii tTa

30epiraHHs JaHUi Mpo KOH(Irypalio reHepaTopa Ta Manu 4YaHKiB.
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Kinac Chunk Bixmogigae 3a 30epirants iHpopMariii po 4aHK BOKCEIbHOT
Maru, a came. MaTPHIlsl MOKJIMBUX TailliB, TPAHUIll YaHKY Ta MO3HUIIISI YAHKY Y
KoopAuHaTax Manu yaHkiB. Came Kjlac 4aHKy peajli3ye MEeTOAu TIeHepawuii 13
3aCTOCYBAHHSM IOCJIJIOBHOTO METOY Ta MeToly TeHepailii Ha ocHoBI WFC.

Knac VoxelTileset npusnavenuit myis 30epiraHHs Ta KEIIyBaHHS JaHUX
IIPO BOKCEJIbHUM TalJICET.

Knac VoxelTile mnpusnauenuit pans 30epiranHs iHopMmamii  1po
BOKCEJIbHMIA Tails, a came iH(opmariro mpo:

® pPO3MIp BOKCENIB Yy Tailii;
® KOJbOPU BOKCEJIB 30BHILIHIX CTOPIH Tally;
® THUII IOBOPOTY TalILy;

e Bary Tamiy.

[Ipouiec renepaiiii BOKCEIbHOr0 JIaHAWAPTY 3aIPOIIOHOBAHUM METOJIOM
MOKHA PO30UTHU Ha JEKUIbKa €TaIiB:
e rmomnepeaHst oOpoOka TauJiB;
e aHaii3 Ta 00poOKa Manu YaHKIB;

® TreHepallis YaHKy.

3.3. Ilonepenns 06podka TaiijiiB

VY xoxail iMIIEMEHTaIlli 3alpOINIOHOBAHOTO METOJy OYJI0 BHKOPHUCTAHO
mojeni 3d-moeni i3 posmupennsm .0bj. Bei HeoOXiaHI Moiei TalIiB moTpiOHO
IMIIOPTYBATH JI0 PYILIisl.

[Ipuknaa Mojiesni BOKCEIBLHOTO Tailily MOKHA 1TOOAUYUTH Ha puc. 3.4,
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Puc. 3.4. Ilpuknan Mozesni BOKCEIbHOTO Tailay y hopmati .0bj

Hns  «bapOyBaHHHS» MoOJelie BUKOPUCTOBYETHCS KOJIPHUW arjac
TaWJICeTy, AKUM 30epiracThCs y BUTJISA 1 300paskeHHs po3MipoM 1 Ha 256 mikcerniB.
[Tpuknan komipHOTO ataacy po3mipoM 1 Ha 7 mikcesniB MOYKHA MOOAYUTH HA

puc. 3.5.

Puc. 3.5. [Ipuknax komipHoro arnacy po3mipom 1 Ha 7 mikcemniB

[Tepen modaTkoM mpoIiecy TeHepallii aJropuT™ MOBUHEH 3HATH SIK1 Talau
MO’KHA 3’ €HYBAaTH M1 COOOIO.

st 3a0e3nedeHHst anroputMmy i€ iHdopmallieo moTpiOHO ai3HATHCS
KOJIbOPH BCiX 30BHIIIHIX BOKCEIIB OOPAHOI0 Tailiy.

Byio ctBopeno kiac Voxel Tile st 30epexeHHs TaHUX PO TaljI Ta OTUCY
HEOOXITHMX METOJIB [JIsi onepyBaHHs TaijaMu. OCKUIbKH KOJIPHUH aTiac
TalJICeTy CKIAJAeThesl 13 256 KOJIbOpIB, TO OAMH KOJIIP MOXKHA 30epiratu y

3MiHHI# THITy Dyte.

42



JIJ1st KO’KHOT 30BHINTHBOT CTOPOHH TaliIy OyJI0 CTBOPEHO MAaCHB KOJIbOPIB

BOKCEJIIB, SIK TTOKa3aHO B JTICTUHTY 3.1.

Jlictuur 3.1. OrosomieHHs: TOJIB Kiacy Juisi 30€peKeHHsS MAcHBIB KOJbOPIB

BOKCEJIIB.
[HideInInspector] public byte[] ColorsRight;
[HideInInspector] public byte[] ColorsForward;
[HideInInspector] public byte[] ColorsLeft;
[HideInInspector] public byte[] ColorsBack;

Byno Bupimmeno 30epiratu 1i 3Ha4YeHHs Y OKPEMUX MacUBaX, a HE y BUTJISI

CJIOBHHKA, MO0 30€perTd MOKIUBICTh POOUTH KOMit0 00’€KTY 3a JOIMOMOTOIO

shallow copy [22], mi0 y cBOI uepry 30UIBIINTH IIBHIKOJII0 KOIiFOBaHHS

00’exTy Ta ybOepexe pO3pOOHMKA B MOXKIMBUX MPOOJIEM 13 peani3ali€ro

rIMOO0KOT KOTii 00’ €KTY.

3anOBHUTH 3HAUYEHHS MaCUBIB KOJIbOPIB BOKCEIB 30BHIIIHIX CTOPIH TalIiB

MOJKHA 3a JIOTIOMOT'0I0 TeXHIKM KuaaHHs nmpomeHiB (Ray casting) [23].

VY KOKHUIA 30BHILIHIN TaiJI BOKCENIO aJITOPUTM KUAAE TPOMIHb Ta OTPUMYE

1 30epirae iHPOpPMALIIO MPO KOJIP KOXKHOTO BOKCENIIO Yy MO3MIIT TaMITy.

SIkmro

BOKCEIIIO Yy 3aJaHiil TO3uIlli HEMa€E, TO MO3UIIIS MO3HAYAETHCS K MyCcTa, TOOTO

3HAYEHHSI KOJIbOPY y MO3UIIiT Oy/ie JOPIBHIOBATH HYJIIO.

Jlictunr 3.2. OTpuMaHHA KOJIbOPY BOKCEIIO

if (Physics.Raycast (new Ray(rayStart,
Direction.ConvertToVector3 (direction)), out RaycastHit hit,
VOX) )

{
byte colorIndex = (byte) (hit.textureCoord.x * 256);

if (colorIndex == 0) Debug.LogWarning("Found color 0 in
palette, this can cause conflicts");

return colorIndex;

}

return O;

mesh

Ha puc. 3.6 300paxkeHo NpuKiIaa KUJAaHHS MPOMEHIB Ha TaiJl, 3€JIEHUM

KOJIbOPOM TMO3HAYEHO MTPOMEH], SIK1 AITOPUTM KUJA€ HA TalI.
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Puc. 3.6. [Ipuknan kugaHHs IPOMEHIB Ha Taii

VY kinaci VoxelTile 6yno peanizoBaHo MexaHi3M MOBOPOTY TaiiiB. Takox
Oy70 OMWCAaHO THUMN JUIsl TO3HAYEHHS TOBOPOTY TaWJIiB: OJHOCTOPOHHIM,
JBOCTOPOHHIN, Ta YOTHPUCTOPOHHINM BIAMOBIIHO, MO0 MOXXHa MMO0AYUTH Y

Jictunry 3.3.

Jlictunr 3.3. OrojoiieHHs TUITY JJI O3HAYEHHSI TOBOPOTY TaMiB.

public enum TileRotationType
{
OneSided,
TwoSided,
FourSided
}
public TileRotationType RotationType =
TileRotationType.OneSided;

[Tepen moyaTkoM reHepaiiii 1Jisi ABOCTOPOHHIX TalJIiB MOTPIOHO CTBOPUTH
KOIIIO 13 Ta moBepHYTH ii Ha 180 rpagyciB y miouuHi Y, a 1uisi YHOTUPUCTOPOHHIX
TalJIiB NOTPIOHO CTBOPUTH KoIli 13 Kyramu noopoty 90, 180 ta 270 rpagycis
BIZIMTOBIHO. /{7151 OTHOCTOPOHHIX TANJIIB KOIIi1 CTBOPIOBATH HE MOTPIOHO.

[lpuknan Tainacery 31 CTBOPEHHMH KOMISMU [UJIsl JABOCTOPOHHIX Ta
YOTUPUCTOPOHHIX TalIB MOXHa ToOayuTH Ha puc. 3.7. 3 JiBOi CTOPOHU Ha
PUCYHKY 300pakeHO HaJaHl KOpUCTyBaueM Tailliu, a 3 MpaBoi CTOPOHHU

300pa’keHO KJIOHOBAHI1 TalJIM K1 OyJiH 3reHepoBaH1 IOBOPOTOM JIBOCTOPOHHIX Ta

44



YOTUPHUCTOPOHHIX eNeMeHTIB Taiicery. ToOTo kopucTyBaueMm Ha BXia Oyio

nomano 6 Tainiie, a me 10 TainiB Oynu 3reHepoBaHi 3a JOTOMOTOK TTOBOPOTY

TalIiB, K1 OyJIM MOJaH1 Ha BX1J TalJICeTy.

Puc. 3.7. CtBopeHHs KOIii JJIs1 TBOCTOPOHHIX Ta YOTUPUCTOPOHHIX TAMIIIB
Jnst Toro mo0 MOpIBHATH KOJBOPH OOKOBHX CTOPIH TaWJiB MOTPIOHO
MOPIBHATH TIOCHIIOBHO YCI €JIEMEHTH MAacCHBIB iX KOJbOpiB. DYHKITIIO 15

MOPIBHSIHHS KOJILOPIB BOKCENIB Yy Taillax HaBEeICHO Y JICTUHTY 3.4.

Jlictunr 3.4. OromnouieHHs (GYHKIIT HOPIBHAHHS KOJIbOPIB BOKCENIB Y Tailax.

public static bool CompareColors (byte[] colorsl, byte[] colors2)
{

if (colorsl.Length !'= colors2.Length)
{

return false;

}

for (int 1 = 0; i < colorsl.Length; i++)
{
if (colorsl[i] != colors2[il])
{
return false;
}
1

return true;
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Jlnst onepyBaHHs TaitnceTom Oyno ctBopeHo kimac VoxelTileset. Jlanuit
KJIaC MICTUTh Yy cOOl CHHCOK YCIX TaljiB $IKi BXOASTh JI0 TaWJCEeTy, Ta
KeloBaHi [24] mpo MOKIMBHX CYCIAIB yCiX TailiiB y Taiticeri. OrojomeHHs

ocHoBHUX mouiB kinacy VoxelTileset naBeaeHo y mictunry 3.5.

Jlictuar 3.5. Oromnomenns ocHoBHUX moiB kinacy VoxelTileset.

[SerializeField] private List<VoxelTile> tilePrefabs = new
List<VoxelTile> () ;

public List<VoxelTile> TilePrefabs { get => tilePrefabs; }
private readonly NeighborsCache neighborsCache = new
NeighborsCache () ;

[Tone tilePrefabs — 36epirae y cobi criucok TaiiaiB ki BXOASTH 10 TaHOTO
TAUJICETYy.

[Tonre neighborsCache 36epirae y co0i CIOBHUK 13 yciMa MOKJIMBUMH
cycimamMm yciX TalliB MO BCIX HampsiMkax. TOOTO MJIS KOXHOTO E€IeMEHTY
tilePrefabs 3a nonomororo 1aHoro ClIOBHIKA MOYKHA OTPUMATH MAaCHB MOKITUBUX
JUTSI TTICTAHOBKH CYCIJTHIX TailTiB. 3aNTOBHSAETHCS JAHUH CIIOBHHK 32 JJOTIOMOT OO
meroay FillNeighborsCache, sikuii mocigoBHO iTepy€eThCs IO 3aJaHUM TailiaMm
Ta 3aI0BHIOE CIOBHHK 13 MOkiauBuX cycimiB. Timo meroay FillNeighborsCache

HaBEJICHO Y JiCTUHTY 3.6.

Jlictunr 3.6. OronomieHHs (GyHKLIT KeIIyBaHHS JaHUX MPO MOKJIMBUX CYCIJiB

yCIX TalJIIB y TalJICeTi.

private void FillNeighborsCache ()
{
List<VoxelTile> GetPossibleNeighbors (VoxelTile tile,
Direction3 direction)
{
var neighbors = new List<VoxelTile>();
foreach (var tileToAppend in tilePrefabs)
{
if (CanAppendTile(tile, tileToAppend, direction))
{
neighbors.Add (tileToAppend) ;
}
}

return neighbors;
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[TponoBkeHHs JicTUHTY 3.6

foreach (var tile in tilePrefabs)

{

neighborsCache[tile.Name] = new Dictionary<Direction3,
List<VoxelTile>>();
var directions = new Direction3[] { Direction3.Right,

Direction3.Left, Direction3.Forward, Direction3.Back };
foreach (var direction in directions)
{
neighborsCache[tile.Name] [direction] =
GetPossibleNeighbors (tile, direction);
}
}

Takum 4MHOM mij Yac iTepaliifHOro mpollecy reHeparii, aaropurMy He
MOTPIOHO KOXKEH pa3 MOPIBHIOBATH KOJLOPH BOKCEIB, AJITOPUTM JIJIsl IIOPIBHSIHHS

TailniB Oyae BukopuctoByBaTH cioBHuk neighborsCache.

3.4. Amnajiz Ta 00po0Kka Manu 4YaHKiB

['enepoBanuii nanamadt po30MBAETHCS HA TEBHI YAaCTUHU 3aJIaHOTO
po3mipy, To0TO — yaHku [25].

Jlns omepyBaHHs yaHkamu Oyio ctBopeHo kimac Chunk. Jlanuit kmac
MICTUTB Y cOO1 MOJIsl OB’ sA3aH1 13 KOHPIryparliero resepaiii 4aHky, HalpuKiIa;
pO3MIp YaHKy, TOOTO CKUIbKM TailJliB Oyne MICTUTH OOKOBAa CTOpOHA YaHKY,
MO3UIIISl YaHKY y KOOpJAMHATaX Mamlu YaHKiB, TaWJICET JJisi TeHepallii, MaCuBU
€JEMEHTIB TpaHullb 13 I1HIIMMU YaHKAMM Ta 1HIII BHYTPIMIHI TOJA JJId
HaJIaro/[)KyBaHHS.

Jlns  omepyBaHHS TeHepaTopoM JnaHmmadgTy OyJI0 CTBOPEHO Kiac
LandscapeGenerator. Jlanuii kiac MicTuTh y co0i TMOjdsl MMOB’s3aHi i3
TeHEPAII€r0, HAMPUKIIA: PO3MIP YaHKY, TUCTAHIlIS PEHAEPY YaHKIB, 3€pHO IS
redepaitii [26], Taiticer mus reHeparrii, Mamy 4YaHKIB Ta BHYTPILIHI TOJS IS
HaJarop)KyBaHHs TeHepaTopa.

Knac LandscapeGenerator cteoproe 06’ekty kinacy Chunk ta 3aHocuth

iX 10 MaIli YaHKIB.
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Mana 4aHkiB — 11 CJIOBHUK SIKUl 30epirae y cobi 06'extu tumy Chunk mo
kitouy Ty Vector2int. OrosnoreHHs modist Ta TUIl 00’ €KTy MaIi YaHKIB y Kiaci

Chunk naBeneno y mictunry 3.7.

Jlictuar 3.7. OroJomeHHs MoJs Manu 4aHkiB y kiaci Chunk

private readonly var chunksMap = new Dictionary<Vector2Int,
Chunk> () ;

Mana uyaHkiB 30epirae He JMIIE€ 3reHEpPOBAaHI YaHKW, aje W Ie
HE3reHEepOBaH1 YaHKW IS SIKUX BXKE CTBOpPEHI cyciau. 30epiraHHs Ie He
3T€HEPOBHUX YaHKIB Maru MOTPiOHO JJIs TOTO, 1100 YaCTKOBO 30epiraTy rpaHulli

[Tpuknan po3noaily TEHEPOBAHOT Maly Ha YaHKH MPOJEMOHCTPOBAHO Ha

puc. 3.8.

Puc. 3.8. [Ipuknan po3noury Manu Ha YaHKH

Menor AddChunk peanizoBye mMexaHi3M J10/1aBaHHS HOBOTO YaHKY JI0

Malli YaHKIB.
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[Ipu reneparlii HOBOro 4aHKy J0 Mali YaHKIB I0IA€ThCS CaM TeHEePOBaHUI
YaHK, SIKIIO BiH II¢ He OyB JOMaHUH 10 MaIld YaHKIB, Ta CyClIHI IO HOTO YaHKH.
Jlo iHimiamizamii CyCiHIX YaHKIB JOJIAaIOThCS T'PAaHUIl MOTOYHOTO YaHKY: 10
JIBOTO YaHKY - MpaBa TPaHUIlA, IO IPABO YaHKY - JIiBa TPAHMIIS, A0 IMEPEIHHOTO
YaHKY - 3aIHS TPAHUIIS Ta JI0 33 IHHOTO YaHKY - MIEPEIHS TPaHHULIS.

3anmoBHEHHS TPaHMIL YaHKIB JO IOYATKy iX TeHepallii BUPINIYE P
po0JIeM 13 TeHepalll€ro TalIiB y KyTOBUX elleMeHTax 4aHKy. [Ipukiaj eJeMeHTiB

IpaHuUIb TOTOYHOTO YaHKY HaBe[eHO Ha puc. 3.9.

Puc. 3.9. [Ipuknan e1eMeHTiB rpaHUIlb TOTOYHOTO YaHKY

3.5. T'enepauisi 4aHKy
["eHeparris yaHky iMIuieMeHTOBaHa y MeTo/ii Generate kimacy Chunk.
Jlanuii  MeToj ~ BUKOPHCTOBYE JBa IPUBAaTHI  METOAM  KJjacy:
GeneratePossibleTilesBasic — meTon juist reHepailii YaHKy 0e3 BUKOPUCTAHHS
anroputmy WFC, Ta GeneratePossibleTilesSWFC — meTon nis reHepartii yaHky

13 Bukopuctauasim WFC.

49



[Tepen modaTkoM mporecy reHeparii y o6’ekti kinacy Chunk morpiono
3aMOBHUTH OIS U1 KOH(ITypallii 4aHKy, a came:

e Size — po3Mip YaHKy, TOOTO CKIJIBKH TaiJIiB Oy/ie CKiaaatu OOKOBa
YacTUHA YaHKY, THITY INt;

e pOSItion — mo3uIlis TeHEpOBAHOIO YaHKy Ha Malli YaHKIB, THITY
Vector2int;

o tileset — oOpanwmii Taiiicer aus renepariii, Tumy VoxelTileset;

e borders — CciHoBHMK TpaHHUI[b [OTOYHOTO YaHKY, THILY
Dictionary<Direction2, List<VVoxelTile>[]>

VY xmaci Chunk orosmomieHo Takox mpuBaTHi mosiss _PossibleTiles Ta
_borders.

[Tore _possibleTiles 30epirae marpuiio MOXKIUBUX TalIiB pa3oM i3
eJeMEeHTaMu TpaHullb CYyCiAHIX 4YaHkiB. JlaHa MaTpuls mae po3Mip SKHii
JOpIBHIOE 3MiHHIN Size 30utbmieHnii Ha 2. KyTOBi eleMeHT JaHoi MaTpwili
3QJIMIIAKOTHCS HE3aITHUMHU y TeHepaliiHOMY MPOIIECI.

Ha puc. 3.10. mpomemoHcTpoBaHO mpuKIiIan TpadigHOro 300pakeHHS
MaTpPHIll MOKJIMBHUX TailliB. 3€JICHUM KOJIHOPOM TO3HAYEHO TPAHUIIl CYCITHIX
YaHKIB, MPOJIEMOHCTPOBAHO 3allOBHEHHS HMIKHBOI Ta JIIBOi TPaHUIlh CYCIAHIX
YaHKIB.

Bapto 3a3HaunTH, 110 TpaHUIl MATPUIIl MOXKIIUBUX TalIIB MOXYTh OyTH
yCTUMH, 1€ BiIOYBA€TbCS y BUIMAJIKAX, KOJIU 3/IHCHIOETHCS T€HEpallisi YaHKy Y
AKOTO HEMa€ CYMDKHOIO YaHKy Xxoya O y OfHId 13 cropiH. Y
MPOJIEMOHCTPOBAHOMY MPHUKIIAJIl MTpaBa Ta BEPXHS I'PAHULIl CYCIJTHIX HE MICTSTh

JKOJJHOTI'O CIICMCHTY.
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Puc. 3.10. I[Ipuxnan eneMeHTIB TPAHUAIb TOTOYHOTO YaAHKY

T'enepayis 3a oonomozoro WFC

ANTOpUTM TeHepallii IMIJIEMEHTOBAHO 3T1HO OMKCY Y MyHKTI1 2.2.2,
Jlnst 3a0e3nedeHHs MOCIiIOBHOTO MPOXOy €JIEMEHTIB Ta IMIUIEMEHTAIlll
4epru BUKOPUCTOBYEThCs Tojie _generationQueue tumy Queue<Vector2Int>,

10 MPOJEMOHCTPOBAHO Yy JIICTUHTY 3.8.

Jlictuar 3.8. OroJomeHHs MOJs Yepry reHepartii Taiis y kiaci Chunk

private readonly Queue<Vector2Int> generationQueue = new
Queue<Vector2Int>();

[Ipouiec reneparli MOYMHAETHCS 3 TOrO, L0 4Yepra TreHepauii TaliiB
OYHIIYETHCS, Ta 70 Yepru _generationQueue 101ar0ThCsl KyTOBI €JIEMEHTH, 1110

IPOJIEMOHCTPOBAHO Yy JICTUHTY 3.9.
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Jlictrmar 3.9. IlouarkoBe 3amoBHEHHsS depru _generationQueue kyToBHMH

CIICMCHTAMM YaHKY.

_generationQueue.Clear () ;

_generationQueue.Enqueue (new Vector2Int(l, 1));
_generationQueue.Enqueue (new Vector2Int(l, chunkSize));
_generationQueue.Enqueue (new Vector2Int( chunkSize, 1));
_generationQueue.Enqueue (new Vector2Int ( chunkSize,
~chunkSize));

Bapro 3a3HaunTy, 110 €IeMEHTH IPAHMIIb CYCIIHIX YaHKIB, TOOTO TpaHMI
matpuii _possibleTiles, abo wmaTpuii MOXIMBHX YaHKIB, HIKOJH HE
NOTPAIUISIIOTh 'y 4Yepry TreHepallii, OCKUIbKM dYepra Iie MNpu3Bele N0 3MIHU
€JIEMEHTIB I'PaHUIIb CYCITHIX YaHKIB K1 OyJIM mepeaaHi y KOHCTPYKTOp KJlacy Ta
HEKOPEKTHOI TeHepallii YaHKY Y MOajIbIIoMY.

Jlami y KOXXHOMY €JIEMEHTI MaTpullli MOXJIHMBUX €JIEMEHTIB YaHKy
3aIOBHIOETHCS CITUCOK JOoCTymHHMX TaimiB _pPossibleTiles. EnemenTn matpuiri
3aIIOBHIOIOTHCS TIOCIIIJIOBHO PSJIOK 3a PSJIKOM Yy BKJIaJeHOMY IMKIII. BHacaigok
00x0/ly MaTpuIll KOXKHA ii KJIITHHKAa MICTUTh y COOl CIHCOK BCIX JOCTYIHHX
TaWJIIB 13 HAJJAHOTO Ha BX1Jl aropuT™My Taniacery. O0Xia MaTpuIli Ta 3alTIOBHEHHS
BCIX 1i KIITHHOK CIHUCKOM JOCTYIHMX TaWJiB MPOJAEMOHCTPOBAHO Y

mictunry 3.10.

Jlictuar 3.10. Oronomennst merony PrefillPossibleTiles skuii immementye

3allOBHEHHS TailIIB 31 CIIMCKY YCIX JOCTYITHUX TailiB.

private void PrefillPossibleTiles ()
{
for (int y = 1; y <= chunkSize; y++)
{
for (int x = 1; x <= chunkSize; x++)
{
_possibleTiles[x, y] = new
List<VoxelTile>( tileset.TilePrefabs);
}
}

Takok 3amMOBHIOIOTHCS TPAHWYHI €IIEMEHTH MAaTPHI[l MOXJIMBUX TailliB

CIICMCHTAMM I'PAHUIb IIOTOYHOI'O YaHKY.
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Jlictunr 3.11. Orosormrenns merony FillBorders sikuit iMmiieMeHTye 3aOBHEHHS

I'paHUOb ITIOTOYHOI'O YaHKY.

private void FillBorders ()
{
if (! ( borders[Direction2.Bottom] is null))
for (int i = 1; i1 <= chunkSize; i++)
_possibleTiles[i, 0] =
_borders[Direction2.Bottom] [i];

if (! ( borders[Direction2.Top] is null))
for (int i = 1; 1 <= chunkSize; i++)
_possibleTiles[i, chunkSize + 1] =
_borders[Direction2.Top] [1];

if (! ( borders[Direction2.Left] is null))
for (int 1 = 1; 1 <= chunkSize; i++)
_possibleTiles[0, i] = borders[Direction2.Left][1];
if (! ( borders[Direction2.Right] is null))
for (int i = 1; i <= chunkSize; i++)

_possibleTiles[ chunkSize + 1, 1i] =
_borders[Direction2.Right] [1];
}

Jlami po3moYMHAEThCS ITEpaIliiHUM TpoIlec y SKOMY, IiJI Yac KOXKHOI
iTeparlii, piHaNI3yETHCS NIOHAWMEHILIE OJIMH TAWJI 13 MaTPULIl MOKJIMBUX TaUJIIB.
VYV UMKl BUKJIMKAEThCA (PYHKIISA I8 OOpOOKH 4YEepru MOMKIMBHX JUIS
reHepailii TaisiB, ToOOTO MOKU yepra He Oyjie 00poOJieHa Ta MOBHICTIO OYMIIIEHA —

ITOPUTM HE MEPEXOIUTh 0 HACTYIHOI 1Tepallii.

Jlictunr 3.12. YMoBa nepexoay aaropuTMy 10 HACTYITHOT iTepartii.

while ( generationQueue.Count > 0 && innerIterations++ <
maxInnerIterations)

{

ProcessTileInGenerationQueue () ;

}

Mertox ProcessTileInGenerationQueue Baiaye mo3utiiro Taitia y uepsi,
NEPEeBIPSAIOYN UM MMO3UIIIS 3HAXOAUTHCS BCEPEIMHI YaHKY Ta Y TO3UIIS HE € BKE
¢biHaII30BaHO, Ta peali3ye BUAAICHHS BCIX HEMOMJIMBUX JJIS I1JCTaHOBKHU

€JIEMEHTIB y IOTOYHOMY €JIE€MEHT1 MaTPHUIll MOKIUBUX TAMIIIB.
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Jlictunar 3.13. Banipauisa mo3umii Tailily y 4ep3i reHeparlii BCepeauHi METOIy

ProcessTileInGenerationQueue

private void ProcessTileInGenerationQueue ()

{

Vector2Int position = generationQueue.Dequeue () ;
if (!IsPositionInsideChunk (position))
throw new Exception($"Position is not inside the chunk:
{position}");

if (IsTileGeneratedInPosition (position))
return;

int numberOfRemovedTiles = RemovelmpossibleTiles (position);

SIKIIO0 'y NOTOYHOMY €JIEMEHTI MAaTpUlll MOMKJIMBUX HE 3aJMIINIOCh
KOJTHOT'O €JIEMEHTA, TOOTO y IOTOYHY HO3MIIII0 HE MO’KHA BCTAHOBUTH JKOJIEH 13
TalJIiB, TO MOTOYHUI €JIEMEHT Ta YCl CYCIJHI €JIEMEHTU 3aHOCITBhCS y 4Yepry
reHepaiii Ta eJeMEHTH Y MaTpulll MOXJIMBUX TalJiB BCTAHOBIIOIOTHCS YCl

MO>KJIMB1 TailJId, TOOTO OOHYJISFOTHCS.

Jlictuar 3.14. OOpoOka eleMEHTy MaTpHIll MOXKJIUBHX TaWjiB, y SKOMYy HE

3aJIMIIUJIOCH KOJHOT'O CIICMCHTY.

if ( possibleTiles[position.x, position.y].Count == 0)
{

// no possible tiles, try to recalculate this tile and
neighbors

_possibleTiles[position.x,
position.y] .AddRange( tileset.TilePrefabs);

void ResetTilesInNeighbor (Direction2 direction)
{
var neighborPosition = position +
Direction.ConvertToVector (direction) ;
if (IsPositionInsideChunk (neighborPosition))
_possibleTiles[neighborPosition.x,
neighborPosition.y] = new List<VoxelTile>( tileset.TilePrefabs);

}

ResetTilesInNeighbor (Direction2.Right);
ResetTilesInNeighbor (Direction2.Left);
ResetTilesInNeighbor (Direction2.Top) ;
ResetTilesInNeighbor (Direction2.Bottom) ;
_generationQueue.Enqueue (position);
AddNeighborsToGenerationQueue (position) ;

_backtracks += 1;
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ko Oys10 BUIAIEHO X0Y OJWH €JIEMEHT y IIOTOYHOMY €JIEMEHT1 MaTpHIli
MOKJIMBUX TaillliB, TO JO 4Yeprd TreHeparii T0JarThCA CYCIIM TOTOYHOTO

CJICMCHTY.

Jlictunr 3.15 JlomaBaHHsI 10 4epru reHepartlii CycijiiB HOTOYHOTO €JIEMEHTY.

else if (numberOfRemovedTiles > 0)

{

AddNeighborsToGenerationQueue (position) ;

}

Takum 4MHOM y KOXHIH iTepallii 31HCHIOEThCS PEKYPCUBHUN 00XIJT yCiX
CYCiIIB €JIEMEHTIB MATpHIll y AKUX OyJId MOAU(PUKOBAHI €JIEMEHTH MOKJIHUBHUX
JUTA TI1ICTAHOBKU TAMJIIB.

Komu Bci Taiinum 13 yepru o0poOsieHo, anroput™m (diHamizye OAWH 13
€JIEMEHTIB MaTpUIl MOXJIMBUX TaimiB. JlJis 1bOro oOMpAEThCS €JIEMEHT 13
HAalMEHILIOK KIJIBKICTIO TAMJIIB Ta OOMPAETHCS OJUH TAWI 13 MOXKIIMBHX. Takox
ITepaliiiHuil poLec MEepEepUBAETHCA KOJIU €JIEMEHT 13 HalOUIBIIOW KUIbKICTh

TaWJIIB HAJIUy€ JIUIIE OJTUH TanI.

Jlictuar 3.16. ®dinamizaiis Ta BCTAaHOBJIICHHS CJIEMEHTY MATPHIIl MOMIMBUX

TaMJIIB.

var maxCountTilePosition = GetPositionWithMaxPossibleTiles();
var maxCountTile = possibleTiles[maxCountTilePosition.x,
maxCountTilePosition.y];

if (maxCountTile.Count == 1)

{

return true;

}

var minCountTilePosition = GetPositionWithMinPossibleTiles();
CollapseTile (minCountTilePosition);

®dyukmis CollapseTile obupae omuH Taia 31 CIUCKY MOXKINBUX TalIiB Y
3aIaHOMY €JIeMEHTI MaTpuil. Takox Micisi BCTAHOBJEHHS €IMHOIO TaWy y
CIEMEHT MATpPHUIll, METOJ J0Ja€ CYCiIiB TOTOYHOTO €JIEMEHTY [0 4Yeprd

reHepartii.
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Jlictuar 3.17 ®ynkuis CollapseTile ska peamizye oOupaHHS OJHOTO TaWi 3i

CIUCKY MOYJIMBUX TaWJIiB y 3aJJaHOMY €JIE€MEHTI MaTPHIII.

/// <summary>
/// Collapse possible tiles in position to one tile
/// </summary>

private void CollapseTile (Vector2Int position)
{

VoxelTile tileToCollapse =
GetRandomTile ( possibleTiles[position.x, position.yl]);

{ tileToCollapse };
AddNeighborsToGenerationQueue (position) ;

}

/// <param name="position">Position in chunk to collapse</param>

_possibleTiles[position.x, position.y] = new List<VoxelTile>

ITepauiitHuii mpoliec BBa)KA€ThCSA 3aBEPIICHUM TMICIS TOrO, K y BCIX

eJeMeHTax MaTpHIll 3aJMIIWIOCh MO OAHOMY Tailny. [lami anropuTM mpocTo

CTBOPIOE EK3EMILIIPU Mojieiel 00’ €KTIB Ta BCTAHOBIIIOE 1X Y BIATIOBIAHI MO3HITI1,

ITICJIS YOr0 YaHK MOKHA BBAXKaTH 3reHCpoOBaHUM.

Jlictunr 3.18. ®ynkuis PlaceTile mist BcraHOBICHHS Tailily 10 MariH.

private void PlaceTile(int x, int y)

{

if (availableTiles.Count == 0) return;

var selectedTile = GetRandomTile (availableTiles);
var localTilePosition = new Vector3(x, 0, y) *
_tileset.TileSize;

* chunkSize * tileset.TileSize;
var position = chunkPosition + localTilePosition;
_tiles[x, y] = GameObject.Instantiate (selectedTile,
position, selectedTile.transform.rotation);

}

List<VoxelTile> availableTiles = possibleTiles[x, Vy];

var chunkPosition = new Vector3( position.x, 0, position.y)

k1o anroput™ 0ys10 IepepBaHo yepe3 Opak iTepailiif, 800 HEMOXKIIUBICTb

BCTAHOBJICHHS TaiJIiB, TOOTO CIHMCOK JOCTYITHUX TaiJIiB Yy MTOTOYHOMY €JIE€MEHTI

MaTpHuIli OyJie MyCTUM, TO JIaHa MO3UIIIS YaHKY 3aJIUIIAETHCS MTyCTOO.

56



T'enepayis 3a 00nomo20r0 nociioo8HO20 Memooy

JIJisi OKpaIeHHs MIBUJIKOCTI alTOPUTMY OyJI0 IMIUIEMEHTOBAHO TaKOXK

reHepallilo YaHKy 3a JIONOMOT'OK TOCHIJIOBHOTO METOAY TeHeparlii, ToOOTo 3a

JIOTIOMOT OO0 TOCIIIIOBHOTO 00X0/1y MaTPHIIl MOKJIMBUX €JIEMEHTIB.

Jlanuii MetoJl 00XOAUTh MATPHUII0 MOMKJIMBHUX TalIB 3a JOMOMOTOIO

BKJIQJICHOTO LMKy, TOOTO PSJIOK 3a PsAKOM. MeETol mepeBipsie Yd MOXKHA y

BCTAHOBUTHU Yy IMOTOYHUN €JIEMEHT MATpULl X04a O OJIMH 13 €JIEMEHTIB TAUJICETY,

0a3yl0uuCh Ha TalJIM, K1 BXKE BCTAHOBJICHO y CYCIJIHI €IEMEHTH MaTpPHILI.

Jlictuar 3.19. ®ynkmis GeneratePossibleTilesBasic ska peanizye 6a3zoBuid

METOJ] TeHepaIlii YaHKY.

private bool GeneratePossibleTilesBasic ()

{

FillBorders () ;
for (int y = 1; y < chunkSize + 1; y++)
for (int x = 1; x < chunkSize + 1; x++)

{

List<VoxelTile> availableTilesInCell = new
List<VoxelTile> () ;

foreach (VoxelTile tilePrefab in
_tileset.TilePrefabs)

{

if (( possibleTiles[x - 1, y] is null ||

_tileset.CanPlaceTileBeside( possibleTiles[x - 1, y]I[0],
tilePrefab, Direction3.Left)) &&

(_ possibleTiles([x + 1, y] is null ||
_tileset.CanPlaceTileBeside( possibleTiles[x + 1, y]I[0],
tilePrefab, Direction3.Right)) &&

(_ possibleTiles[x, y - 1] is null ||
_tileset.CanPlaceTileBeside( possibleTiles[x, y - 1][0],
tilePrefab, Direction3.Back)) &&

(_ possibleTiles[x, y + 1] is null ||
_tileset.CanPlaceTileBeside( possibleTiles[x, y + 1][0],
tilePrefab, Direction3.Forward)))

availableTilesInCell.Add(tilePrefab);

}
if (availableTilesInCell.Count == 0)
return false;
var selectedTile =
GetRandomTile (availableTilesInCell) ;
_possibleTiles[x, y] = new List<VoxelTile> ({
selectedTile };
}

return true;
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Merton noBeprae OyJjieBe 3HAUYEHHS, 10 JO3BOJIE MPOCTEKUTH, YU Oyna
crpo0a 3reHepyBaTH YaHK YCIIITHOIO.

VY Bumaaky sKIo crnpoOa reHepaiii 4aHKy 0a30BUM METOJOM Oylia He
YCHIIIHOIO aJIFOPUTM BUKOPUCTOBYE METOJ reHepaiii 13 Bukopuctanusm WFC.
Lle nacTh 3MOTY Ha/IaTH MEPIIY CIIPOOY FeHepallii MPOCTOMY aJrOpPUTMY, Ta, SIKIIO
BIH Horo pe3ynbrar He OyJe yCHIIHUM, Oyae 3acTOCOBaHMU OUIbII Yaco Ta

pecypco3aTpaTHUM, alie HaIWHIIINK alropuT™ TeHeparllii YaHKYy.

Jlooasanns eacu maiinis

JUis pO3MIMPEHHS CIEKTPY MOKJIMBHUX JaHAmMAaQTIB A reHepaiii 0yio
JI0JTaHO MO>KJIMBICTH 3MIHIOBATH BiJICOTOK IIAHCY TeHepallii KO)KHOTO0 OKPEMOTo
TalJy y Taliceri.

Baroro Taitny BBaxkaeTbes 1isie uncio Bif 1 go 100, sike KopucTyBau MOKe
3a/1aTy I KOKHOTO Talily 13 TailiiceTy. 3a 3aMOBUYBaHHSIM Bara BCIX TaillliB y

Taisiceri nopiBHioe 50.

Jlictuar 3.20. OrosnonieHHs mosis Baru Tainy y kiaaci VoxelTile

[Range (1, 100)]
public int Weight = 50;

Bapro 3ayBaxkuTty, 1110 JU1s1 ABOCTOPOHHIX Ta YOTUPUCTOPOHHIX TailsliB Bara
JIUIMTBCS aBTOMAaTHUYHO Ha 2 Ta 4 BIANOBIAHO, OCKUIBKM TOTPIOHO 30epertu
NOYaTKOBHI 1IaHC reHepauii. ToOTO SIKIIO0 KOPUCTYBad CTBOPIOE TBOCTOPOHHIN
Taii 13 Baroto 40, To (haKTUYHO CTBOPIOIOTHCS JBA TaWJIM, KOKEH 13 IKMX Ma€ Bary
sika gopiBHIOE 20).

Bara Taitmy BpaxoByeThCsi Tipu BHOOpPiI OJHOTO Taliay 3 MOMIXK IHIIAX
MO>KJTMBHMX BapiaHTIB, HAITPHUKJIA/ HA €Tarl KOJANCyBaHHs TaliTy, KOJIA Y KJIITUHIII

MOTOYHOI'O €JIEMEHTY MaTPHIll KUTBKICTh MOXKJIMBUX TaiIiB OlabIna 3a 1.
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Jlictunr 3.21. Oronomenns ¢yukmii GetRandomTile mist orpumanHs equHOTO

TalJIy 13 MaCUBY MOKJIUBUX TailNiB.

private static VoxelTile GetRandomTile (List<VoxelTile>
availableTiles)
{

var chances = new List<float>();

foreach (var tile in availableTiles)

{
chances.Add (tile.Weight) ;

}

float value = Random.Range (0, chances.Sum());
float sum = 0O;
for (int 1 = 0; 1 < chances.Count; i++)
{
sum += chances[1i];
if (value < sum)
{

return availableTiles[1];
}

return availableTiles[0];

TakuM YMHOM KOPHCTYBa4 MOK€ OLTbII TOYHO KOPUTYBATH HAJAIITYBaHHS

reHepaTopa, 104al0uu MIAHC MOSBU MEBHUX TAWIIIB OUIbIIE HIXK 1HIINM.

3.6. BucHoBKM 10 po3aiay

Y nanomy poszauni Oyno oOrpyHTOBaHO BHOIp 3aco0iB  peasnizarii
PO3pOOIIIOBAHOTO TMPOTPAMHOTO 3ale3neueHHs. byna HaBeneHa apxXiTeKTypa
PO3pOOIIIOBAHOI CUCTEMHU 13 IETATLHUM OMHMCOM KOXKHOTO OKPEMOTO MO0, Y
JaHOMY pO3AUIl OyJ0 ONHWCAaHO OCHOBHI €TanmM TeHepalii BOKCEIbHOTO
nanamadry: monepenHs oOpoOKka TaiiiB, aHami3 Ta oOpoOKa MamM YaHKIB Ta
reHeparis dYaHKy. Y pO3[UTi HaBEeIEeHO Jiarpamy KiIaciB po3poOJeHOTO
IPOrpamMHOrO 3a0e3MEeUeHHS Ta MPUKIAAM TPOrPaMHOI peamizaiii OKpeMHuX

€TariB aJrOPUTMIYHO-IPOTPAMHOTO METOTY.
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4. TECTYBAHHA PO3POBJIEHOI'O IPOTPAMHOI'O

3ABE3IIEYEHHSA TA MOXJ/INBI IOKPAIIIEHHSA

4.1. TectyBaHHsI MOAYJIsl TeHepalii BOKCeJbHOro JaHamadgry

J1st TecTyBaHHS pO3pO0OJIEHOTO AJITOPUTMIYHO-TIPOIPAMHOIO METOY OyJ10

CTBOPEHO CIICIliaJlbHE TECTOBE CEPEJOBHINE Yy BHIJIAII TECTOBOI CIICHU 3a

JIOTIOMOT0F0 3ac00iB irpoBoro pymrito Unity. Jlns TectyBaHHs reHeparopa, Oyiio

J0IaHO MOJKJIMBICTB IEPECYBATHCS KaMEPOIO I10 CIICHI Ta MOXKJIUBICTH JI0/IaBaTH

reHepyBaTd HOBI YaHKM TIPH 3MiHI TOJOXKEHHs Kamepu. byno mpomano

GyHKIIOHATBPHI MOMJIMBOCTI IS TPEKIHTY uYacy TeHepamii dYaHkiB. Jls

TECTyBaHHS PO3pOOJIEHOTO aNTOPUTMIYHO-IIPOTPAMHOTO METOY OYyJI0 CTBOPEHO

,ZleKiJ'IBKa TECTOBHMX BOKCEJILHHUX TaWUJICETIB.

Knac LandscapeGenerator mae neBHy KUIBKICTh MyOJIIYHHX TONIB SIKi

KOPUCTYBa4 Moke KoHpirypyBaru. Takumu nossimu € (puc. 4.1):

tileset — raiincer skuit Oyno oOpaHO s reHepallii, TUITY
VoxelTileset;

chunkSize — po3mip waHKy, maHe 3HAYeHHS IO3HAYa€e OIYHY
KUIBKICTh TalJIIB y YAHKY;

chunkRenderDistance — kimbkicTh YaHKIB  sIKi  OyIyTh
TeHEepyBaTHCS Yy BCIX HampsMKax TpHU TEpPECyBaHHI KaMEpH.
Hanpuknan, npu BCTAaHOBIEHOMY 3HA4YCeHHI SIKE JIOPIBHIOE TPHOM,
kiac LandscapeGenerator Oyzae reHepyBaTH Maily MTHOWHOKO Y 3
YaHKU Y BCl CTOPOHU BiJ] KaMepH;

forceWFC — noste sike 103BOJIsIE BAMKHYTH CIIpoOY TeHepallii 4aHKy
3a jornomoror 0a3oBoro merony resepauii. Ilpu BcraHoBiIeHOMY
3Ha4eHH1 true jis reHepailii yaHky Oy/1e BUKOPUCTOBYBATHCS JIUIIIE
METO/T i3 BUKOPUCTAHHSAM KOJIAICy XBHILOBOI (PYHKIIIT;
debugMode — npu BcranoBieHOMY 3HadYeHHI true remeparop Oye
BiJIOOpa)kaTH TPAHUIIl YaHKIB,;

seed — 3HaYeHHS 3epHA JJIs TeHeparopa.

60



v Landscape Generator (Script)

B TestTileset (Voxel Tileset)
a

er Distance 1

Puc. 4.1. JlocrynHi aiis koHpirypariii mons kiaacy LandscapeGenerator.

Jlnst TecTyBaHHS METOAY OYyJI0 BUKOPUCTAHO 3 Pi3HI TAMJICETH, SIKI MAIOTh

Pi3HY KUIBKICTh TaMITIB.

Tecmosuii Tatincem Nel
Taiincer Nel 3ki1agaeThes 13 MIECTH TAlIIB, 1BA 3 IKUX €
OJTHOCTOPOHHIMH, OJIUH € JJBOCTOPOHHIM Ta III€ TPHU € YOTUPUCTOPOHHIMHU:
e HaJaHa KUIBKICTH TAWIIB. 6;
e (akTHYHA KUTBKICTH TaiIiB: 16;
® pO3Mip Tailily: 3 BOKCEIB.

Bci enementu tectoBoro Taiticery Nel 300paxkeHo Ha puc. 3.4.

Tecmosuii Tavincem Ne2
Taiincer Ne2 3xitagaeThes 13 MISCTH TaWIIIB, IBA 3 IKUX €
OJIHOCTOPOHHIMH, Ta 111€ YOTUPHU € YOTUPUCTOPOHHIMHU:
e HaJaHa KUIBKICTh TaliB: 6;
e (pakTHUHA KUTBbKICTb TaimiB: 18;
e po3Mip Tailry: 8 BOKCENIB.

Bci enementu tectoBoro taiticety No2 300paxeHo Ha puc. 4.2.
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Tecmosuu Tavincem No3
Tatincer Ne3 3kitaaeTbes 13 IBAAISATH IISCTH TAWUJIIB, YOTHPH 3 SKUX €
OJTHOCTOPOHHIMH, Ta IIe JBAJLSTH ABA € YOTUPUCTOPOHHIMH
e HajJaHa KUILKICTH TalIiB: 26;
e (akTHYHA KUTBKICTh TaiiB: 92;
e po3Mip Tailiny: 16 BOKceliB.

Bci enemenTtu tecroBoro taiticety Ned 300pakeHo Ha puc. 4.3.
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Puc. 4.3. Tecrouii taitsicet Ne3
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[Tin gac TecTyBaHHS PO3POOJICHOIO ANTOPHTMIYHO-IIPOTPAMHOTO METOY
Oyno 3pobsero mo 10 TecToBuUX 3amycKiB TeHepaTtopu 0e3 3MiH KOH(Iryparii

reHeparopa.

3anmana koHpirypaiis kinacy LandscapeGenerator mijg yac TecTyBaHHS:
e chunkSize: 8 Taiinis;
e chunkRenderDistance: 16 yankiB y BCiX HalpsiMKax;
e debugMode: BUMKHEHHI;

e seed: 0.

4.2. AHaJi3 oTpMMAaHUX Pe3yJIbTATIB
VY xoxa1 pobotu OyJI0 TPOTECTOBAHO 3 BapiaHTH PO3POOIICHOTO METOMY

® METOJ TOCHIJOBHOI MIJCTAHOBKH — METOJ SKHUH BUKOPHUCTOBYE
MOCJTIIOBHY MiICTAHOBKY TaittiB Ta He BukopuctoBye WFC;

e MeToj 13 3acTocyBaHHsIM Titbku WFC — MeTo[ SIKHii BUKOPHCTOBYE
TITBKH KOJIATIC XBUJILOBOT (PYHKITIT;

e KOMOIHOBaHMII METOJ — METOJ| y SIKOMY IepIia crpoOa reHepartii
HAJAEThCS TIOCHIIOBHOMY METOJy ITJICTAHOBKH TailliB, Ta ¥y
BHUIMAJKy HEBJAYi, 3aCTOCOBYETHCS METOJ TIeHepallii Ha OCHOBI
KOJIaTCy XBUJILOBOT (DYHKIIII.

Bnaciigok 3acTocyBaHHS METOJY KOJaICy XBUJIbOBOI (DYHKIIIi, cepemHiii
yac TeHepallii BOKCeNbHUX JaHamadTiB 3pocrae (tadn. 4.1) y mopiBHSAHHI 3
6a3oBUM MeToZI0M TeHepallii (6e3 immemenTariii WFC-anroputmy). HatoMicTts,
3alpONOHOBaHUI MeToj 3abe3leyye MEHIY BIPOTIJHICTh TOTrO, HIO0 YaHK
3reHepPYETHCS] HEBIPHO.

[TopiBusiTu 6a30BUil MeTOA Ta MeTOJ 13 3acTocyBanHaM WFC nanpsmy mu
MOKEMO TUIbKM Ha TMPUKIAAl MEpIIOr0 TaWJCeTy, OCKUIbKM Yy BCIX IHIIUX
TECTOBUX BHUITAJIKaX HE BCl YaHKW Malld MOKHA 3T€HEpyBaTH 0a30BUM METOJIOM.
MoskemMo mobaunTH, MO0 CepeaHii Yac reHeparlii y 0a30BOro METOJy iCTOTHO

HUOKYHHM HIK y MeToty 13 3acTocyBaHHsIM WFC — 2.363mc Ta 9.691Mc BiamoBiaHO.
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Taomms 4.1

Omuiaka yacoBoi e(peKTHUBHOCTI METO/IIB, MC

Howmep Meron Merton 13
TANJICETy MIOCTIIOBHOT KonGitosamuii 3actocyBaHHsIM WFC
MiJIcTaHOBKHU (0e3
METO
3aCTOCYBaHHS
WFC)
2.363mc 9.691mc
1 )
2-363uc 0 gankis WFC
2 - 4.161wmc, 11.559Mmc
182 wanku WFC
3 - 6450.841mc, 8440.334mc
689 vanku WFC

Takox MokeMo T06aunTH, IO MPHU 3aCTOCYBaHHI KOMOIHOBAHOTO METOTY
reHepaiii Ha Taiiacerax Ne2 Ta Ne3 € 3HayHa KUIBKICTh YaHKIB sfka Oyra
sredHepoBaHa 3a gonomoror WFC metony. Moxkemo moOauuTu 1o 1€ YHMCIIO
icToTHO 3pociio Bif 182 mo 689 mpu 3miHi Taiicery 13 Ne2 na No3. Moxkemo
3pO0OUTH BUCHOBOK, IO TIPH 30UIBIICHH] PO3MIPY TAMJICETY, 3MEHIIIY€EThCS IIaHC

Ha TeHepaliio Tailly 3a JOIMOMOIror 0a30BOro METOIY T'eHepallii.

Tecmysanns mexaHizmy Keury8amHsl

Byno npoBeneHo mopiBHSUIBHUI aHalli3 4acoOBOi €(PEKTUBHOCTI METOMIB 13
3aCTOCYBAHHSAM KEIIYBaHHS JaHUX MPO CYCiAIB yCiX €IEMEHTIB TaljceTy Ta 0e3
3aCTOCYBaHHS MexaHi3Mmy kemryBaHHs (Ta0i. 4.2). JIjis TeCTyBaHHS KEITyBaHHS
OyJo 3acTocoBaHO KOMOIHOBaHUM MeTo/ reHepaitii. Kondirypaiiist reaeparopa ta
TaWJICETIB 3aIMIIaNIacs HE3MIHHOIO 3 TECTYBaHHS OIIHKH 9acOBOi e(PeKTUBHOCTI

METO/I1B
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Taomurs 4.2

Orinka 4acoBoi €(h)eKTUBHOCTI KEUTyBaHHS JaHUX PO CYCIIiB

) . Kom0O1HOBanwmii MeTo 13
Howmep Kom6inoBanuii Meron 0e3 .
. .. 3aCTOCYBaHHSAM MEXaHI3MY
TaWJICETy | KENIyBaHHS JaHUX MPO CyCiTiB

KEIITyBaHHS

1 2.363mc 2.551mc

2 4.161mc 4.033mc

3 6450.841mc 6234.727 mc

Moxxemo mobauntu 1m0 Ha Tainceri Nel cepenniit yac reHepariii 4aHKy
Bupic 13 2.363mc 1o 2.551mc, mpore Ha Taitncerax Ne2 ta Ne3 wac reneparrii
3MeHImBCs. [le Moke CBIMUUTH, IO JOPEYHO BUKOPHUCTOBYBATH KEITYBAHHS
JAHUX PO CYCI/IB €JIEMEHTIB TalJICETy Y TUX BHUIIaJIKaX, KOJIM OUIbIIICTh YaHKIB
reHepyetbcs 3a nponomoroto WFC-anroputmy. 3acTocyBaHHS MeXaHi3MY
KeIIyBaHHS Ha 0a30BOMY METO/Ii JICMOHCTPY€E HETaTUBHUH BILIMB Ha IMIBUIKICTh

ANrOPUTMY.

Tecmysanns pobomu 6azu maiinie

OKpiM 4acOBUX XapaKTEPUCTHK IeHepaTropa TaKoK OyJo MpOTECTOBAHO
IMIUIEMEHTAIIO 3MIHM Bard TauiB.

Jlyist TecTyBaHHS Bar OyJio 3reHEPOBAHO Marly Ha OCHOBI KOH}ITypaIlrii Bar
y tainceti. Ha puc. 4.4 mponyMepoBaHo TecTOBUH TaisiceT Ne2 it moAaibIioro

TCCTYBAHHA 3MIHU Baru OKPCMHX CJICMEHTIB.
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Puc. 4.4. [IponyMepoBaHi €JIeMEHTH T€CTOBOTO TaiceTy Ne2

Bbyno mporecToBaHo Aekiinbka KOH(Irypalliii HalalTyBaHHs Baru TailliB
st oOpaHoro Taiiicery. Y TaOn. 4.3 HaBeIeHO 3HAYCHHS Bar TailliB IS

TECTOBUX BUITAJKIB.

Tabmuns 4.3
3HaveHHS Barv TaJiiB y TECTOBUX MPUKIIagax
Bara raitny (Bix 1 go 100)
Howmep Tainy
TecroBuii npukiiag Nel TectoBuii npukiiag Ne2

1 20 50
2 70 10
3 20 60
4 20 70
) 100 20
6 20 80

VY TecroBoMy mpukiagi Nel BciMm TaiisiaMm K1 MarOTh 3€J€HI BOKCeIl 0yJio

Ha3zHaudeHo Bary y 20 6amiB. TakMM YHHOM KUJTBKICTh TalJIIB SIKa MICTUTh OAKUTHI
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BOKCENlI Mae OyTu OiIbIlla HIK KUIBKICTh TaWJIiB 13 3€JICHHUMH BOKCEISIMHU.
3reHepoBaHui YaHK 3a JOMOMOI00 JaHOi KOH(Irypallii Bar Mo’kHa N00aunuTH Ha

puc. 4.5.

Puc. 4.5. Pe3ynbrart renepailii yaHky y TecToBoMy npukiiaai Nel

Y tecroBomy Bumanaky Ne2 TaiymaM i3 3€J€HUMH BOKCEISIMU OYJlo
HazHauyeHo Bary y 10 ga 20 6aniB, a Taitnam siki MaroTh OJaKWTHI BOKceni Oyio
HazaHayeHo Bary Ouibiie Hix 50 6aiiB KokHOMY. TakuM YMHOM KIJIBKICTh TalIiB
sKa MICTUTh OJIaKUTHI BOJAM Ma€e OyTH OUTbIIA HIK KUIBKICTh TaWJIB 13 3€JICHUMHU
BOKCEJISIMH. 3reHepOBaHUH YaHK 3a JOTIOMOTOI0 JaHOi KOH(Irypaiii Bar MoKHa

nobaunTy Ha puc. 4.6.

Puc. 4.6. Pe3ynbpTaT reHeparlii 4aHKy y TeCTOBOMY MpuKiai Ne2

67



Mosxxkemo mo0auuTH, U0 TeHepallis 4YaHKiB Oyjia 37iiCHEeHa 3TiIHO
BHCTABJICHUM Baram TaijiB. Y Mari 3reHepoBaHiil y TecToBoMy mnpukiaa Nel
JOMIHYIOTh TalJIM 13 3€JICHUMH BOKCEJISIMU, a Y Malll 3reHepOBaHiil y TECTOBOMY
npukiaagi No2 1OMIHYIOTh Talu 13 OJ1aKUTHUMHU BOKCEJISIMH.

Takoxx OyiM MpOTECTOBaHI TPaHWYHI 3HAYECHHS Bard TaJiiB, TOOTO BCIM
TaiJlaM y TECTOBOMY TailJiceTi OyJIO MPU3HAYEHO Bary sika JIOpiBHIOBAJIA OJIMHMUIII,
Ta y JAPYyromMy TECTOBOMY BHIIAJKy BCIM TaiiaMm Oylo IMpHU3HAYEHO Bary ska
nopiBHioBana 100. Skmio Bcl Talaum TaliICeTy MarOTh Bary sika JOPIBHIOE
MaKCUMaJIbHOMY 3HAYEHHIO — Tl PO3CTABIISIIOTHCS BUMIAAKOBO, 13 OJHAKOBUM
mraicoMm ix Bubopy. [Ipote sKIo BCl Tailim TailyiceTy MaloTh Bary sika JIOpiBHIOE
MIHIMAJIbHO MOJIMBOMY 3HAQUYE€HHIO — TEHEpaTop TIOYMHAE TeHEpPYyBaTH
MOBTOPIOBAHI MAaTEPHU 13 MOYATKOBOTO YaHKY Ta HAMOUIbIIMH mpioputer Oyie

MaTH TalJI SKUHA Ma€ OCTaHHIM 1HJEKC Y MacHBI TalJIiB TalJICETY.

Tecmyeanns cenepayii i3 pi3HUM 3€PHOM

Takox OyJo MPOTECTOBAHO I€HEpalll0 YaHKIB Mally 13 BUKOPUCTAHHIM
PI3HOTO 3€pHA reHeparliii.

OCKUTBKH 3epHO T'eHepallii BU3HAYeHO 3Ha4eHHsM Tumy integer, To icHye
OlbIIIe TBOX MUIBSIP/IIB BapiaHTIB reHepallii MO4aTKOBOTO YaHKY MaIIH.

byno BukoHaHO AeKiabka crpoO TeHepallii 13 pi3HUM 3HAYEHHSIM 3€pHA.
Takum uymHOM OyJI0O BHMKOHAHO TEHEpAIlil0 YaHKY 13 3HAYEHHSM 3€pHA SKe
JIOPIBHIOBAJIO «121» (puc. 4.7) Ta 3HAYCHHSM 3epHa sSIKe

nopiBHOBaio «512623» (puc. 4.8).
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Puc. 4.8. Pe3ynbTar rerepartii 4anky i3 3epHom «512623»

Moskemo mo6aunTH 10 Mamy 3reHePOBaHi 3a JOMOMOTOI0 PI3HOTO 3epHA
re’epariii ICTOTHO BIAPI3HSIOTHCSL.

Takoxx s TectyBaHHs Oysno BUKOHaHO 10 cnpob reHeparlii 4aHKIB 13
OJHAKOBMM 3epHOM. BHacmigok TecTyBaHHA OyJO0 BHSBIEHO, IO TpU

OJIHAKOBOMY 3€pHI reHepallii reHepaTop HaJa€e Ha BUX1Jl OJJHAKOMY MaIly.
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[Ipote, mpu OMHAKOBOMY 3€pHI reHepallii OJJHAKOBI MaIlll T€HEPYIOThCS
JIMIIIE TIPU YMOBI, 1110 OyJI0 3/1IHCHEHO reHepallio YaHKIB y TAaKOMY K MOPSIKY.
ToOTo, SKIIO 3reHepyBaTH YaHKW TMOPSAKY, SKUA HE BIJIMOBIIAE TMOPSAKY
reHeparii y mornepeHboMy BHIIaTy — PE3yJIbTaT TeHepallii OKpeMHUX YaHaKiB
MOKE BIIPI3HATUCH. J[aHa mpuMITKa JificHA JIMIIEe JUIs BUIQJKIB TeHeparlii 13
ypaxyBaHHSIM YaHKIB CYCIJIHIX €JIEMEHTIB, TOOTO SIKIIIO T€Hepallisi YaHKIB Marlu
3MIMCHIOEThCS 0€3 ypaXyBaHHSI TpaHUIlb YaHKIB (200 31HCHIOETHCS TeHepallis
JIMIIIE OTHOTO YaHKY ), TO OJTHAKOBE 3€pHO IeHeparlii 3aBxKau Oy1e HaJaBaTH OJUH
1 TOM K€ pe3ysbTar reHeparii.

Takox BapTO 3ayBa)XKUTH, IO MPHU 3MiHI Bard TaWJIiB y TaWJICETI SKUI
BUKOPUCTOBYETHCS JII TEHEpallii Mamu, 3MIHIOEThCS 1 pe3yJbTaT TeHepallii.
ToOTo, SKIIO y IBOX T€HEPaTOPIB 3€pHO T€HEepallli CIIBIAa€, ajle y 3HAUCHHS
Baru TaillliB y TailJIceTi BIAPI3ZHSAETHCS, TO JaH1 reHepaTopu OyayTh HaJgaBaTu

pI3HUH pe3yabTaT reHeparti.

4.3. BHCHOBKH 10 pO3IiJy

VY nanomy poszauni Oyno 3A1MCHEHO OINKC TECTYBAHHS PO3POOJIEHOrO
MporpamMHOro 3abe3neyeHHs, 3pOO0JICHO MOPIBHSUIBHUM aHaji3 po3po0JIeHOrO
METOJly, HaJIaHO OIlIHKYy YacoBOi €()EeKTUBHOCTI TIeHepallii 13 BHUKOPUCTAHHS
PI3HUX METO/IIB ITPOIIEAYPHOI F'eHepallii Ta OIIHKY 4acoBOi €()eKTHUBHOCTI METOTY
reHepartii 13 3aCTOCyBaHHSM MEXaHI3My KeITyBaHHS JaHUX TaljceTy. Y po3auii
HaBEJICHO Pe3y/IbTaTH TECTYBAHHS NIEBHUX YaCTHH PO3POOJIECHOTO aITOPUTMIYHO-
MPOTPaMHOT0 METONY, a caMe MPOBEJCHO TEeCTyBaHHS POOOTH Baru TaljiB Ta

poOOTH METOTy 13 PI3HUM 3€PHOM IeHepallii.
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BUCHOBKMU

B xomi manoi wmarictepchkoi amceprarii OyJio MpoaHai30BaHO P
ICHYIOUMX QJITOPUTMIB Ta METOMIB NPOLEAYypHOi reHepalii janamadTiB Ta
3aMpOMOHOBAHO AJTOPUTMIYHO-TIPOTPAMHUI METOA TeHepallii BOKCEIbHHX
nanamadriB 13 3D-TailniB, KU BIAPIZHAETHCSA BiJl ICHYIOUUX 3aCTOCYBAHHSIM
KOJarcy XBWJIbOBOI (DYyHKLII Ta METOAY MOCIIJOBHOI TI'€Hepalii TaiiiB, IO
JI03BOJISI€ TIABUIIUTH HIBUAKOJIIO MPOTPaMHOi OOpOOKHM aHUX Ta 3MEHILIUTH
BIPOT1IHICTh HEKOPEKTHOI reHepallii Mary BOKCEIbHOTO JaHAmadTy.

B pobori Oymo BHWKOHAHO pPO3pPOOKY MPOTrpaMHOTO 3a0e3MeUeHHS.
TectyBaHHST PO3POOJICHOTO MPOTPAMHOTO 3a0€3MEe4YeHHs  MOoKa3ajio, IO
IIBUJIKOJT1s1 MpOrpaMHOi 0OpOOKH JaHUX JIJIS FeHepallii BOKCEIbHOTO JaHAmadTy
3pociia B CEpeHbOMY Yy 2 pa3u 13 BUKOPHCTAHHS 3alpONOHOBAHOrO Y JaHId

pOOOTI AITOPUTMIYHO-TIPOTPAMHOT'O METO/TY .
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11.
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CIIUCOK BUKOPUCTAHUX JUTEPATYPHUX JIVKEPEJI

. Animated low poly characters : [Enexkrponnunii pecypc]. Pexum mocrymy:

https://www.theseus.fi/bitstream/handle/10024/72726/Jolma Valtteri.pdf

. Procedural Generation : [Enexktponnuii pecypc]. Pexum mocrymy:

https://en.wikipedia.org/wiki/Procedural generation

. Procedural Generation : [Enektponnuii pecypc]. Pexum mgocrymy:

http://www.mit.edu/~jessicav/6.S198/Blog Post/ProceduralGeneration.html

The Grounded Heightmap Tree : [Exexrponnuii pecypc]. Pexum mocrymy:
https://lupcommons.upc.edu/bitstream/handle/2117/86910/R08-30.pdf

. Heightmap : [EnexTpoHHmMiA pecypc]. Pexum JTOCTYIIY:

https://en.wikipedia.org/wiki/Heightmap

. Processing Irregular Grid : [Enextponnuit pecypc]. Pexum moctymy:

https://medium.com/@mishaheesakkers/process-ing-generative-irreqular-
grid-8f0d712dfaad

. Tile-based video game : [Enekrponnuii pecypc]. Pexum mocrymy:

https://en.wikipedia.org/wiki/Tile-based_video_game

.Marching cubes : [EnextponHmii pecypc]. Pexum  mocrymy:

https://www.wikiwand.com/uk/Marching_cubes

. Marching Tetrahedra : [Enektponnmii pecypc]. Pexum gocrymy:

https://daac.hpc.mil/gettingStarted/Marching_Tetrahedra.html
MagicaVoxel. A free lightweight GPU-based voxel art editor and interactive
path tracing renderer : [Enexrponnmii pecypc]. Pexum moctymy:
https://ephtracy.qgithub.io/index.html

Wave Function Collapse : [Enexrponnmii pecypc]. Pexum mgocrymy:

https://qithub.com/mxgmn/WaveFunctionCollapse

JlocTyniHOE OOBSICHEHHE aJIrOpUTMa KOJIJArca BOJHOBOM (PYHKIUU

[Enextponnmii pecypce]. Pexxum mocrymy: https://habr.com/ru/post/461323
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Choosing the right game engine : [Enekrponnuii pecypc]. Pexxum moctyry:
https://www.qgdquest.com/tutorial/getting-started/learn-to/choosing-a-game-

engine/
Unity — real-time development platform : [Enextponnmii pecypc]. Pexum

noctymy: https://unity.com/solutions

The C# programming language / A. Hejlsberg, M. Torgersen, S. Wiltamuth,
P. Golde. — Pearson Education, 2011. — 844 p.

Fundamentals of garbage collection platform : [Enextponnmii pecypc].

Pexxum moctymy: https://docs.microsoft.com/en-us/dotnet/standard/garbage-

collection/fundamentals

Unreal Engine: The most powerful real-time 3D creation tool : [Eiekrponnwmii

pecypc]. Pexxum moctymy: https://www.unrealengine.com/en-US/features

Blueprints Visual Scripting tool : [Enektponnuii pecypc]. Pexxum mocrymy:

https://docs.unrealengine.com/5.0/en-US/blueprints-visual-scripting-in-

unreal-engine/

Welcome back to C++ - Modern C++ : [Enextponnuii pecypc]. Pexum
noctymy:  https://docs.microsoft.com/en-us/cpp/cpp/welcome-back-to-cpp-

modern-cpp
Godot Engine - Free and open source 2D and 3D game engine : [EnexTpoHHU

pecypc]. Pexxum gocryny: https://godotengine.org/features

GDScript  basics : [Emexkrponnmii  pecypc]. Pexum  moctymy:
https://docs.godotengine.org/en/stable/tutorials/scripting/gdscript/gdscript b

asics.html
Shallow Copy and Deep Copy in C# : [Enekrponnwmii pecypc]. Pexum
noctymy. https://www.geeksforgeeks.org/shallow-copy-and-deep-copy-in-c-

sharp/
Ray casting : [Enektponnmii  pecypc]. Pexum  goctymy:

https://uk.wikipedia.org/wiki/Ray casting

Cache (computing) : [Enekrponnuii pecypc]. Pexum gocrymy:
https://en.wikipedia.org/wiki/Cache_(computing)
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JliarpamMa MOfyJ1iB pO3p00JIEHOTO AITOPUTMIYHO-TIPOTPAMHOTO METOY

Landscape generator interface

Game engine Config
---------------- Usg-------------23 Module

User

Generator

Tileset Storage

Tileset
Module

Chunk Map
Module

Tracking
Module

WFC
Generator

Seguence
Generator

Tilezset Caching
Module




Jliarpama kJ1aciB po3p00JIEHOTO aITOPUTMIYHO-TIPOTPAMHOTO METOTY

LandscapeGenerator

+ fileset: VoxelTileset
+ chunkSize: int
+ chunkRenderDistance: int

+ seed: int

- chunksMap: Dictionary=Vector2int, Chunlk=

+ AddNewChunk(Vector2Int): void
+ CreateEmptyChunk(Vector2int): void

+ IsChunkGenerated(Vector2Int): boolean

¢

Chunk

<3

VoxelTileset

- neighborsCache: Dictionary<string, Dictionary=Direction, List=VoxelTila===

- tiles: List=VoxelTile=

+ CanPlaceTileBeside(VoxelTile, VoxelTile, Direction): boolean

- GenerateRotatedTiles(): List=VoxelTile=

+ isGenerated: boolean

- tileset: VoxelTileset

- size: int

- tiles: VoxelTile[,]

- possibleTiles: List=VoxelTile=[]

- borders: Dictionary=Direction, List=VoxelTile[]==

- generationQueus: Queue<Vector2int=

+ Generate(). hoolean

+ GetBorder(Direction). List=VoxelTile=[]
- GenerateSequentially(): boolean

- GenerateWFC(): boolean

- CollapseTile(Vector2int); void

¢

VoxelTile

+ voxelSize: float
+ colors: Dictionary=Direction, byte[]=
+ rotationType: TileRotationType

+weight: int

+ CompareColors(byte[], byte[]): boolean <<static=>

+ Rotate(int): void




JlonaToxk 2
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using System;

using System.Collections;

using System.Collections.Generic;
using System.Diagnostics;

using UnityEngine;

using Debug = UnityEngine.Debug;
using Random = UnityEngine.Random;

public class LandscapeGenerator : MonoBehaviour

{

[SerializeField] private VoxelTileset tileset;

[Min (0) ]

[SerializeField]

private int chunkSize = 8;

[SerializeField] private int chunkRenderDistance = 2;
SerializeField] private bool forceWFC = false;

[ ]
[SerializeField] private bool debugMode = false;
[SerializeField] private int seed = 0;

private readonly Dictionary<Vector2Int, Chunk> chunksMap
= new Dictionary<Vector2Int, Chunk>();

private int chunksGenerated = 0;
private int chunksWithWFC = 0;

private readonly Stopwatch stopWatch = new Stopwatch();
private TimeSpan totalGenerationTime = new TimeSpan () ;

private void Start()

{
Random.InitState (seed) ;

// Add chunk on start coords
AddNewChunk (new Vector2Int (0, 0));

public void OnPlayerMove (Vector3 playerPosition)
{
StartCoroutine (nameof (AddChunkOnPlayerMovement) ,
playerPosition) ;

}

public IEnumerator AddChunkOnPlayerMovement (Vector3
playerPosition)
{
var chunkPosition = GetChunkPosition (new
Vector?2 (playerPosition.x, playerPosition.z));

// Generate chunks across the player
// Generate vertical top chunks



for (int y = chunkPosition.y; y < chunkPosition.y +
chunkRenderDistance + 1; y++)
{
// Generate horizontal right chunks
for (int x = chunkPosition.x; x < chunkPosition.x
+ chunkRenderDistance + 1; x++)
{
AddNewChunk (new Vector2Int(x, vy));
yield return new WaitForEndOfFrame () ;

// Generate horizontal left chunks
for (int x = chunkPosition.x; x > chunkPosition.x
- chunkRenderDistance - 1; x—--)
{
AddNewChunk (new Vector2Int(x, vy)):;
yield return new WaitForEndOfFrame () ;

// Generate vertical bottom chunks
for (int y = chunkPosition.y; y > chunkPosition.y -
chunkRenderDistance - 1; y--)
{
for (int x = chunkPosition.x; x < chunkPosition.x
+ chunkRenderDistance + 1; x++)
{
AddNewChunk (new Vector2Int(x, v));
yield return new WaitForEndOfFrame () ;

for (int x = chunkPosition.x; x > chunkPosition.x
- chunkRenderDistance - 1; x—-)
{
AddNewChunk (new Vector2Int(x, v));
yield return new WaitForEndOfFrame () ;

private Vector2Int GetChunkPosition (Vector?2 position)

{

return Vector2Int.FloorTolInt (new Vector2 (position.x /
(chunkSize * tileset.TileSize), position.y / (chunkSize *
tileset.TileSize)));
}

private void CreateEmptyChunk (Vector2Int chunkPosition)

{
if (IsChunkExistOnMap (chunkPosition))

{



return;
}
var emptyBorders = new Dictionary<Direction2,
List<VoxelTile>[]>();

var chunk = gameObject.AddComponent<Chunk> () ;
chunk.Setup (chunkSize, chunkPosition, tileset,
emptyBorders, forceWFC, debugMode);

_chunksMap [chunkPosition] chunk;

private Dictionary<Direction2, List<VoxelTile>[]>
GetChunkBorders (Vector2Int chunkPosition)
{
var borders = new Dictionary<Direction2,
List<VoxelTile>[]>();

var rightChunkCoords = chunkPosition +
Vector2Int.right;

var leftChunkCoords = chunkPosition + Vector2Int.left;

var topChunkCoords = chunkPosition + Vector2Int.up;

var bottomChunkCoords = chunkPosition +
Vector2Int.down;

borders[Direction2.Left] =
IsChunkExistOnMap (leftChunkCoords)
? chunksMap[leftChunkCoords] .GetRightBorder ()
null;

borders[Direction2.Right] =
IsChunkExistOnMap (rightChunkCoords)
? chunksMap[rightChunkCoords] .GetLeftBorder ()
null;

borders[Direction2.Top] =
IsChunkExistOnMap (topChunkCoords)
? chunksMap[topChunkCoords] .GetBottomBorder ()
null;

borders[Direction2.Bottom] =
IsChunkExistOnMap (bottomChunkCoords)
? chunksMap [bottomChunkCoords] .GetTopBorder ()
null;

return borders;

private void CreateNeighborChunks (Vector2Int
chunkPosition)
{

var borders = GetChunkBorders (chunkPosition);



var rightChunkCoords = chunkPosition +
Vector2Int.right;

var leftChunkCoords = chunkPosition + Vector2Int.left;

var topChunkCoords = chunkPosition + Vector2Int.up;

var bottomChunkCoords = chunkPosition +
Vector2Int.down;

void CreateChunk (Vector2Int coords, Direction?2
direction)
{
if (!IsChunkExistOnMap (coords))
CreateEmptyChunk (coords) ;
_chunksMap [coords] .SetBorder (direction,
borders[Direction.GetOppositeDirection (direction)]);

}

CreateChunk (topChunkCoords, DirectionZ2.Top):;
CreateChunk (bottomChunkCoords, Direction?2.Bottom);
CreateChunk (leftChunkCoords, Direction2.Left);
CreateChunk (rightChunkCoords, Direction2.Right);

private void AddNewChunk (Vector2Int chunkPosition)
{

if (IsChunkGenerated (chunkPosition))

{

return;

_stopWatch.Start () ;

var chunk = gameObject.AddComponent<Chunk> () ;

var borders = GetChunkBorders (chunkPosition);

chunk.Setup (chunkSize, chunkPosition, tileset,
borders, forceWFC, debugMode) ;

chunk.Generate () ;

_chunksMap [chunkPosition] = chunk;

CreateNeighborChunks (chunkPosition) ;

_chunksGenerated += 1;

if (chunk.UsedWFC)

{
_chunksWithWFC += 1;

_stopWatch.Stop () ;
var chunkGenerationTime = stopWatch.Elapsed;
_totalGenerationTime += chunkGenerationTime;
_stopWatch.Reset () ;

if (debugMode)



Debug.Log ($"chunk #{ chunksGenerated}, time:
{chunkGenerationTime}") ;

}

private bool IsChunkExistOnMap (Vector2Int chunkPosition)
{

return chunksMap.ContainsKey (chunkPosition) ;

private bool IsChunkGenerated (Vector2Int chunkPosition)
{

if (IsChunkExistOnMap (chunkPosition))

{

return chunksMap[chunkPosition] .isGenerated;

return false;

using System;

using System.Collections.Generic;
using System.Ling;

using UnityEngine;

using Random = UnityEngine.Random;
using System.Collections;

public class Chunk : MonoBehaviour
{

private int chunkSize;

private int chunkSizeWithBorders;

private VoxelTileset tileset;

private Dictionary<Direction2, List<VoxelTile>[]>
_borders;

private VectorZ2Int position;

private VoxelTile[,] tiles;

private List<VoxelTile>[,] possibleTiles;
private int backtracks = 0;

private readonly int maxBacktracks = 50;
private bool debugMode;

private bool forceWFC;

private bool isReadyForGeneration = false;

public bool isGenerated = false;

private bool usedWFC = false;
public bool UsedWFC

{



get => usedWFC;

private readonly Queue<VectorZ2Int> generationQueue = new
Queue<Vector2Int>();

public void Setup (
int size,
Vector2Int position,
VoxelTileset tileset,
Dictionary<Direction2, List<VoxelTile>[]> borders,
bool forceWFC,
bool debugMode)

_chunkSize = size;

_chunkSizeWithBorders = size + 2;

_tileset = tileset;

_borders = borders;

_position = position;

_tiles = new VoxelTile[ chunkSizeWithBorders,
_chunkSizeWithBorders];

_forceWFC = forceWFC;

_debugMode = debugMode;

__isReadyForGeneration = true;

private void PlaceTileOnTestlLayer (VoxelTile tile,
Vector2Int position)

{

if ('tile)
{
return;
}
var yPosition = 3;

var tilePosition = new Vector3(position.x, yPosition,
position.y) * tile.TileSize
+ new Vector3( position.x, 0,
_position.y) * chunkSize * tile.TileSize;

GameObject.Instantiate(tile, tilePosition,
tile.transform.rotation);

}

public void Generate ()
{
if (_debugMode)

{
Debug.Log ($"Generate chunk { position}");



if (isGenerated)

{

throw new Exception("Chunk is already generated");

if (! isReadyForGeneration)
{
throw new Exception ("Chunk is not ready for
generation. Please call Setup method");

}

_possibleTiles = new
List<VoxelTile>[ chunkSizeWithBorders, chunkSizeWithBorders];

int maxAttempts = 10;
int attempts = 0;

if ( forceWFC || !GeneratePossibleTilesBasic())
{
_usedWFC = true;
while (attempts++ < maxAttempts)
{
// start generation attempt
bool success = GeneratePossibleTilesWFC () ;

if (success) break;

PlaceAllTiles () ;

isGenerated = true;

private void PrefillPossibleTiles ()
{
for (int x = 1; x <= chunkSize; x++)
{
for (int y = 1; y <= chunkSize; y++)
{
_possibleTiles[x, y] = new
List<VoxelTile>( tileset.TilePrefabs);
}
}

private void FillBorders ()

{

if (! ( borders[DirectionZ.Bottom] is null))



for (int 1 = 1; 1 <= chunkSize; i++)
_possibleTiles[i, 0] =
_borders[Direction2.Bottom] [1];
if (! ( borders[DirectionZ.Top] is null))

for (int 1 = 1; 1 <= chunkSize; i++)

_possibleTiles[i, chunkSize + 1] =

_borders[Direction2.Top] [1];

if (! ( borders[DirectionZ.Left] is null))
for (int 1 = 1; 1 <= chunkSize; i++)
_possibleTiles[0, 1] =
_borders[Direction2.Left] [1];
if (! ( borders[Direction2.Right] is null))
for (int 1 = 1; 1 <= chunkSize; i++)

_possibleTiles[ chunkSize + 1, 1] =

_borders[Direction2.Right] [i];

}

private void PlaceAllTiles()

{

for

if
{

private void PlaceTile (int x,

{

List<VoxelTile> availableTiles =

if

var selectedTile =

var localTilePosition =

(int y = 1; y <= chunkSize; y++)
for (int x = 1; x <= chunkSize; x++)
{

PlaceTile (x, V);

(_debugMode)

DrawChunkBorders () ;

int vy)
_possibleTiles[x, yl;
(availableTiles.Count == 0) return;

GetRandomTile (availableTiles) ;

new Vector3(x, 0, y) *

_tileset.TileSize;

var chunkPosition =
_position.y)

new Vector3( position.x, 0,
* chunkSize * tileset.TileSize;

var position = chunkPosition + localTilePosition;

_tiles[x, y] =

position,

}

GameObject.Instantiate (selectedTile,
selectedTile.transform.rotation);



private bool IsTileGeneratedInPosition (VectorZ2Int
position)
{

return possibleTiles[position.x, position.y].Count ==

1;
}
private bool GeneratePossibleTilesBasic ()
{
FillBorders () ;
for (int y = 1; y < chunkSize + 1; y++)
for (int x = 1; x < _chunkSize + 1; x++)
{
List<VoxelTile> availableTilesInCell = new
List<VoxelTile> () ;

// fill available tiles
foreach (VoxelTile tilePrefab in
_tileset.TilePrefabs)
{
if (( possibleTiles[x - 1, y] is null ||
_tileset.CanPlaceTileBeside( possibleTiles[x - 1, y]I[0],
tilePrefab, Direction3.Left)) &&

(_possibleTiles[x + 1, y] is null ||
_tileset.CanPlaceTileBeside ( possibleTiles[x + 1, y]I[0],
tilePrefab, Direction3.Right)) &&

(_possibleTiles[x, y - 1] 1is null ||
_tileset.CanPlaceTileBeside ( possibleTiles[x, y - 1][0],
tilePrefab, Direction3.Back)) &&

(_ possibleTiles[x, y + 1] is null ||
_tileset.CanPlaceTileBeside( possibleTiles[x, y + 1][0],
tilePrefab, Direction3.Forward)))

{
availableTilesInCell.Add (tilePrefab);

if (availableTilesInCell.Count == 0)
{

return false;

var selectedTile =
GetRandomTile (availableTilesInCell) ;

_possibleTiles[x, y] = new List<VoxelTile> ({
selectedTile };

}

return true;



private bool GeneratePossibleTilesWFC ()

{

int maxIterations

int iterations =

_generationQueue.
_generationQueue.
_generationQueue.

_chunkSize));

_generationQueue.

1)):

_generationQueue.

_chunkSize));

= 100;
0;

Clear();
Enqueue (
Enqueue (

new Vector2Int (1,
new Vector2Int (1,

1))

Enqueue (new Vector2Int ( chunkSize,

Enqueue (new Vector2Int ( chunkSize,

PrefillPossibleTiles () ;

FillBorders () ;

while
maxBacktracks)

{

int maxInnerIterations =
int innerIterations =

while

10000;
0;

(_generationQueue.Count > 0 &&

innerIterations++ < maxInnerIterations)

{

ProcessTileInGenerationQueue () ;

if

(innerIterations == maxInnerlterations)

var maxCountTilePosition =
GetPositionWithMaxPossibleTiles () ;

var maxCountTile =
_possibleTiles [maxCountTilePosition.x,

maxCountTilePosition.y];

if

{
if
{

(maxCountTile.Count

== 1)

(_debugMode)

(iterations++ < maxIterations && backtracks <

break;

Debug.Log ($"Generated for {iterations}
iterations, with { backtracks} backtracks");

}

return true;

var minCountTilePosition =
GetPositionWithMinPossibleTiles () ;
CollapseTile (minCountTilePosition);



if ( debugMode)
{
Debug.Log ($"Failed, run out of iterations with
{ backtracks} backtracks");
}

return false;

private void ProcessTileInGenerationQueue ()
{
Vector2Int position = generationQueue.Dequeue () ;
if (!IsPositionInsideChunk (position))
{
throw new Exception($"Position is not inside the
chunk: {position}");

}

if (IsTileGeneratedInPosition (position))

{

return;

int numberOfRemovedTiles =
RemovelImpossibleTiles (position);

if ( _possibleTiles[position.x, position.y].Count == 0)
{
// no possible tiles, try to recalculate this tile
and neighbors
_possibleTiles[position.x,
position.y] .AddRange( tileset.TilePrefabs);

void ResetTilesInNeighbor (Direction2 direction)
{
var neighborPosition = position +
Direction.ConvertToVector (direction);
if (IsPositionInsideChunk (neighborPosition))
_possibleTiles[neighborPosition.x,
neighborPosition.y] new
List<VoxelTile>( tileset.TilePrefabs);
}

Direction2.Right);
Direction2.Left) ;
Direction2.Top) ;
Direction2.Bottom) ;

ResetTilesInNeighbor
ResetTilesInNeighbor
ResetTilesInNeighbor
ResetTilesInNeighbor

o~ o~ o~ o~

_generationQueue.Enqueue (position);
AddNeighborsToGenerationQueue (position) ;



_backtracks += 1;
}

else if (numberOfRemovedTiles > 0)

{

AddNeighborsToGenerationQueue (position) ;

/// <summary>
/// Collapse possible tiles in position to one tile
/// </summary>
/// <param name="position">Position in chunk to
collapse</param>
private void CollapseTile (Vector2Int position)
{
VoxelTile tileToCollapse =
GetRandomTile ( possibleTiles[position.x, position.y]);
_possibleTiles[position.x, position.y] = new
List<VoxelTile> { tileToCollapse };
AddNeighborsToGenerationQueue (position) ;

private Vector2Int GetPositionWithMaxPossibleTiles ()
{

var maxCountTile = possibleTiles[1, 1];
var maxCountTilePosition = new Vector2Int(l, 1);

for (int x = 1; x <= chunkSize; x++)
for (int y = 1; y <= chunkSize; y++)
{
if ( possibleTiles([x, y].Count >
maxCountTile.Count)

{

maxCountTilePosition = new Vector2Int (x,

y)
maxCountTile =

_possibleTiles [maxCountTilePosition.x,
maxCountTilePosition.y];

}

return maxCountTilePosition;

/// <summary>

/// Returns the position of the possibleTiles element
with the minimum number of possible tiles.

/// <para>Method does not count cells where only 1 tile
possible to set</para>

/// </summary>

is



private VectorZ2Int GetPositionWithMinPossibleTiles ()

var minTile = possibleTiles[1l, 11];
var minPosition = new Vector2Int(l, 1);
for (int x = 1; x <= chunkSize; x++)

for (int y = 1; y <= chunkSize; y++)
{

var currentTile = possibleTiles[x, y];

if (currentTile.Count <= 1)

{

continue;

if (currentTile.Count < minTile.Count ||
minTile.Count <= 1)

{
minTile = possibleTiles[x, yl;
minPosition = new Vector2Int(x, V)’

return minPosition;

/// <summary>

/// Remove impossible tiles from possibleTiles element

/// </summary>

/// <param name="tilePosition">Position to remove
impossible tiles</param>

private int RemoveImpossibleTiles (Vector2Int tilePosition)

{

var updatedTiles = new List<VoxelTile>();

var tilesHere = possibleTiles[tilePosition.x,
tilePosition.y];

int numberOfTilesBeforeRemoval = tilesHere.Count;

for (int 1 = 0; 1 < numberOfTilesBeforeRemoval; i++)

{
var tile = tilesHere[i];
if (IsTilePossible(tile, tilePosition))
{
updatedTiles.Add (tile);

_possibleTiles[tilePosition.x, tilePosition.y] =
updatedTiles;

return numberOfTilesBeforeRemoval -
updatedTiles.Count;



/// <summary>

/// Checks if the tile can be installed in the provided
position

/// </summary>

/// <param name="tile">Tile to check</param>

/// <param name="position">Position for checking the
possibility of installing a provided tile</param>

private bool IsTilePossible (VoxelTile tile, Vector2Int
position)

{

var right = new Vector2Int (position.x + 1,

position.y);

var left = new Vector2Int (position.x - 1, position.y);
var up = new Vector2Int (position.x, position.y + 1);
var down = new Vector2Int (position.x, position.y - 1);

bool CanAppendAtLeastOneTile (Vector2Int p, Direction3
direction)

{

var tilesHere = possibleTiles[p.x, p.yl;
for (int 1 = 0; 1 < tilesHere.Count; i++)
{

1f ( tileset.CanPlaceTileBeside(tile,

tilesHere[i], direction))

{

return true;

}

return false;

if (IsPositionInsideChunk (left) ||
(IsPositionOnBorder (left) && ! ( possibleTiles[left.x, left.y]
is null)))
{
bool isTilePossible =
CanAppendAtLeastOneTile (left, Direction3.Right);
if (!'isTilePossible) return false;

if (IsPositionInsideChunk (right) ||
(IsPositionOnBorder (right) && ! ( possibleTiles[right.x,
right.y] is null)))
{
bool isTilePossible =
CanAppendAtLeastOneTile (right, Direction3.Left);
if (!isTilePossible) return false;



if (IsPositionInsideChunk (down) ||
(IsPositionOnBorder (down) && ! ( possibleTiles[down.x, down.y]
is null)))
{
bool isTilePossible =
CanAppendAtLeastOneTile (down, Direction3.Forward);
if (!isTilePossible) return false;

if (IsPositionInsideChunk (up) ||
(IsPositionOnBorder (up) && ! ( possibleTiles[up.x, up.y] is
null)))

bool isTilePossible = CanAppendAtLeastOneTile (up,
Direction3.Back);
if (!'isTilePossible) return false;
}

return true;

private void AddNeighborsToGenerationQueue (Vector2Int
position)
{
void EnqueueNeighbor (Direction?2 direction)
{
var neighborPosition = position +
Direction.ConvertToVector (direction);
if (IsPositionInsideChunk (neighborPosition) &&
_possibleTiles[neighborPosition.x, neighborPosition.y].Count >
1)
_generationQueue.Enqueue (neighborPosition) ;

Direction2.Bottom) ;
Direction2.Left);
Direction2.Right);
Direction2.Top) ;

EnqueueNeighbor
EnqueueNeighbor
EnqueueNeighbor
EnqueueNeighbor

PR

_generationQueue.Distinct () ;

private static VoxelTile GetRandomTile (List<VoxelTile>
availableTiles)
{
var chances = new List<float>();
foreach (var tile in availableTiles)
{
chances.Add (tile.Weight) ;

float value = Random.Range (0, chances.Sum())



float sum = 0;

for (int 1 = 0; i < chances.Count; 1i++)
{

sum += chances[i];

if (value < sum)

{

return availableTiles[i];

return availableTiles[0];

public void SetBorder (Direction2 borderDirection,
List<VoxelTile>[] border)
{

_borders[borderDirection] = border;

public List<VoxelTile>[] GetBorder (Direction2?2 direction)

{
if (direction == Direction2.Left)
return GetLeftBorder () :;

if (direction == Direction2.Right)
return GetRightBorder () ;

if (direction == Direction2.Top)
return GetTopBorder () ;

if (direction == Direction2.Bottom)
return GetBottomBorder () ;

throw new ArgumentException ("Wrong direction");

public List<VoxelTile>[] GetTopBorder ()
{

if ( possibleTiles is null)

{

return new List<VoxelTile>[ chunkSizeWithBorders];

var top = new List<VoxelTile>[ chunkSizeWithBorders];
for (var x 1; x <= chunkSize; x++)

{

top[x] = possibleTiles[x, chunkSize];

return top;



public List<VoxelTile>[] GetRightBorder ()

if ( possibleTiles is null)

{

return new List<VoxelTile>[ chunkSizeWithBorders];

var right = new

List<VoxelTile>[ chunkSizeWithBorders];

for (var y = 1; y <= chunkSize; y++)

{
right[y] = possibleTiles[ chunkSize, y];

return right;

public List<VoxelTile>[] GetBottomBorder ()

if ( possibleTiles is null)

{

return new List<VoxelTile>[ chunkSizeWithBorders];

var bottom = new
List<VoxelTile>[ chunkSizeWithBorders];
for (var x = 1; x <= chunkSize; x++)
{
bottom[x] = possibleTiles[x, 1];

return bottom;

public List<VoxelTile>[] GetLeftBorder ()

{

if ( possibleTiles is null)

{

return new List<VoxelTile>[ chunkSizeWithBorders];

var left = new List<VoxelTile>[ chunkSizeWithBorders];
for (var y = 1; y <= chunkSize; y++)
{

left[y] = possibleTiles[1l, yl;

return left;



public void Remove ()
{
foreach (var tile in tiles)
{
if (tile != null)
GameObject.Destroy(tile.gameObject) ;
}

private bool IsPositionInsideChunk (Vector2Int position)
{
return
position.x >= 1
&& position.y >= 1
&& position.x <= chunkSize
&& position.y <= chunkSize;

private bool IsPositionOnBorder (Vector2Int position)

{

return
position.x == 0
| | position.y == 0
| | position.x == chunkSize + 1
|| position.y == chunkSize + 1;

private void DrawChunkBorders ()
{
var myLine = new GameObject();
myLine.transform.position = new Vector3( position.x,
0, position.y);
myLine.AddComponent<LineRenderer> () ;
var lineRenderer =
myLine.GetComponent<LineRenderer> () ;
lineRenderer.material = new
Material (Shader.Find ("Sprites/Default"));

var lineColor = Color.red;
lineRenderer.startColor = lineColor;
lineRenderer.endColor = lineColor;
lineRenderer.startWidth = 0.1f;
lineRenderer.endWidth = 0.1f;

var tileSize = tileset.TileSize;

var chunkOffsetVector = new Vector3( position.x *
_chunkSize * tileSize, 0, position.y * chunkSize *
tileSize);

var yPosition = 2 * tileSize;



var leftBottom = new Vector3(0.5f, yPosition, 0.5f) *
tileSize + chunkOffsetVector;

var leftTop = new Vector3(0.5f, yPosition, chunkSize
+ 0.5f) * tileSize + chunkOffsetVector;

var rightTop = new Vector3( chunkSize + 0.5f,
yPosition, chunkSize + 0.5f) * tileSize + chunkOffsetVector;

var rightBottom = new Vector3( chunkSize + 0.5f,
yPosition, 0.5f) * tileSize + chunkOffsetVector;

var positions = new Vector3[]
{

leftBottom,

leftTop,

rightTop,

rightBottom,

leftBottom,
i

lineRenderer.positionCount = positions.Length;
lineRenderer.SetPositions (positions);

using System;
using System.Collections.Generic;
using UnityEngine;

public class VoxelTileset : MonoBehaviour
{

[SerializeField] private List<VoxelTile> tilePrefabs = new
List<VoxelTile> () ;

public List<VoxelTile> TilePrefabs

{
get => tilePrefabs;

// Dictionary<Direction3, List<VoxelTile>> - possible
neighbors of a tile for all directions

private class NeighborsCache : Dictionary<string,
Dictionary<Direction3, List<VoxelTile>>> { }

private readonly NeighborsCache neighborsCache = new
NeighborsCache () ;

public float TileSize => tilePrefabs[0].TileSize;

enum RotationDegree
{

_ 90,

180,



270,

private void GenerateRotatedTiles|()
{
var prefabsCount = tilePrefabs.Count;
for (var i = 0; i < prefabsCount; i++)
{
void CreateRotatedClone (RotationDegree rotation)
{
var clone = Instantiate(tilePrefabs[i],
tilePrefabs[i] .transform.position + Vector3.right,
Quaternion.identity);

if (rotation == RotationDegree. 90)

{
clone.Rotate90 () ;
clone.transform.position += Vector3.right;
clone.Name = $"{clone.Name} 90";

if (rotation == RotationDegree. 180)
{
clone.Rotate90 () ;
clone.Rotate90 () ;
clone.transform.position += 2 *
Vector3.right;
clone.Name = $"{clone.Name} 180";

if (rotation == RotationDegree. 270)
{
clone.Rotate90 () ;
clone.Rotate90 () ;
clone.Rotate90 () ;
clone.transform.position += 3 *
Vector3.right;
clone.Name = $"{clone.Name} 270";

tilePrefabs.Add (clone) ;

switch (tilePrefabs[i].RotationType)
{
case VoxelTile.TileRotationType.OneSided:
break;

case VoxelTile.TileRotationType.TwoSided:
tilePrefabs[i].Weight /= 2;
CreateRotatedClone (RotationDegree. 90);



break;

case VoxelTile.TileRotationType.FourSided:
tilePrefabs[i] .Weight /= 4;
CreateRotatedClone (RotationDegree. 90);
CreateRotatedClone (RotationDegree. 180);
CreateRotatedClone (RotationDegree. 270)
break;

default:
throw new ArgumentOutOfRangeException();
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private void FillNeighborsCache ()
{
List<VoxelTile> GetPossibleNeighbors (VoxelTile tile,
Direction3 direction)
{
var neighbors = new List<VoxelTile>();
foreach (var tileToAppend in tilePrefabs)
{
if (CanAppendTile(tile, tileToAppend,
direction))

neighbors.Add (tileToAppend) ;

return neighbors;

foreach (var tile in tilePrefabs)
{
neighborsCache[tile.Name] = new
Dictionary<Direction3, List<VoxelTile>>();

var directions = new Direction3[] {
Direction3.Right, Direction3.Left, Direction3.Forward,
Direction3.Back };

foreach (var direction in directions)

{

neighborsCache[tile.Name] [direction] =

GetPossibleNeighbors(tile, direction);

}

private bool CanAppendTile (VoxelTile tilel, VoxelTile
tile2, Direction3 direction)

{



return

VoxelTile.CompareColors(tilel.GetColors (direction),
tile2.GetColors (Direction.GetOppositeDirection (direction)));

}

private void Start()

{

/17
/17
/17
/17

foreach (VoxelTile tilePrefab in tilePrefabs)

{
tilePrefab.CalculateSidesColors () ;

GenerateRotatedTiles () ;
FillNeighborsCache () ;

<summary>
Check if can append tiles to each other
Uses cached value from the "neighborsDictionary"

</summary>

public bool CanPlaceTileBeside (VoxelTile tilel, VoxelTile
tile2,

{

Direction3 direction)

if (neighborsCache is null)
return true;

foreach (var tile in

neighborsCache[tilel.Name] [direction])

{

if (tile.Name == tileZ2.Name)

{

return true;

return false;

using System;
using UnityEngine;

public class VoxelTile : MonoBehaviour

{

public float VoxelSize = 0.1f;

public int TileSideVoxels = §;

public float TileSize => VoxelSize * TileSideVoxels;
public string Name = Guid.NewGuid() .ToString("n")[..8];

[Range (1, 100)]
public int Weight = 50;



public enum TileRotationType
{
OneSided,
TwoSided,
FourSided
}
public TileRotationType RotationType =
TileRotationType.OneSided;

// Store it in separate arrays to make an ability to
easily shallow copy the tile

[HideInInspector] public byte[] ColorsRight;
[HideInInspector] public byte[] ColorsForward;
[HideInInspector] public byte[] ColorsLeft;
[HideInInspector] public byte[] ColorsBack;

public void CalculateSidesColors ()
{
ColorsRight = new byte[TileSideVoxels *
TileSideVoxels];
ColorsForward = new byte[TileSideVoxels *
TileSideVoxels];
ColorsLeft = new byte[TileSideVoxels *
TileSideVoxels];
ColorsBack
TileSideVoxels];

new byte[TileSideVoxels *

for (int yv = 0; y < TileSideVoxels; y++)
{
for (int x = 0; x < TileSideVoxels; x++)
{
ColorsRight[y * TileSideVoxels + x] =
GetVoxelColor (x, y, Direction3.Right);
ColorsForward[y * TileSideVoxels + x] =
GetVoxelColor (x, y, Direction3.Forward);
ColorsLeft[y * TileSideVoxels + x]
GetVoxelColor (x, y, Direction3.Left);
ColorsBack[y * TileSideVoxels + x] =
GetVoxelColor (x, y, Direction3.Back);

}

public void Rotate90 ()

{
transform.Rotate (0, 90, 0);

byte[] colorsRightNew = new byte[TileSideVoxels
TileSideVoxels];



new byte[TileSideVoxels *

X++)

byte[] colorsForwardNew =
TileSideVoxels];

byte[] colorsLeftNew = new byte[TileSideVoxels *
TileSideVoxels];

byte[] colorsBackNew = new byte[TileSideVoxels *
TileSideVoxels];

for (int yv = 0; y < TileSideVoxels; y++)

{

for (int x = 0; x < TileSideVoxels;

{

colorsRightNew[y * TileSideVoxels + Xx]

ColorsForward[y * TileSideVoxels + TileSideVoxels - x - 1];

colorsForwardNew[y * TileSideVoxels + x]

ColorsLeft[y * TileSideVoxels + x];

colorsLeftNew[y * TileSideVoxels + x]
ColorsBack[y * TileSideVoxels + TileSideVoxels - x -
colorsBackNew[y * TileSideVoxels + x]

ColorsRight[y * TileSideVoxels + x];
}

ColorsRight = colorsRightNew;
ColorsForward = colorsForwardNew;
ColorsLeft = colorsLeftNew;
ColorsBack = colorsBackNew;

private byte GetVoxelColor (int x, int vy,

direction)

{

var meshCollider
GetComponentInChildren<MeshCollider> () ;

VoxelSize;
VoxelSize / 2;

float vox
float offset

bool isRightOrForward direction
direction == Direction3.Forward;

isRightOrForward

float xPosition
? X * vox
(TileSideVoxels

X 1) * vox;

Vector3 colliderBounds
meshCollider.bounds.min

Vector3 rayStart colliderBounds;
if (direction == Direction3.Right)

{

11;

Direction3

Direction3.Right

isRightOrForward ?
meshCollider.bounds.max;



rayStart += new Vector3(-offset, 0, offset +

xPosition);
}
else if (direction == Direction3.Forward)
{
rayStart += new Vector3(offset + xPosition, 0, -
offset);
}
else if (direction == Direction3.Left)
{
rayStart += new Vector3(offset, 0, -offset -
xPosition);
}
else if (direction == Direction3.Back)
{
rayStart += new Vector3(-offset - xPosition, O,
offset);
}
else

{
throw new ArgumentException ("Wrong direction
value, should be Direction3.Left/Right/Back/Forward",
nameof (direction)) ;

rayStart.y = meshCollider.bounds.min.y + offset + y *
VOX;

Debug.DrawRay (rayStart,
Direction.ConvertToVector3(direction) * .1f, Color.green,

20000) ;

if (Physics.Raycast (new Ray(rayStart,

Direction.ConvertToVector3 (direction)), out RaycastHit hit,
VOX) )
{
byte colorIndex = (byte) (hit.textureCoord.x *
256) ;
if (colorIndex == 0) Debug.LogWarning ("Found color

0 in mesh palette, this can cause conflicts");

return colorIndex;

return O;

public static bool CompareColors (byte[] colorsl, bytel]
colors?2)

{



if (colorsl.Length != colors2.Length)
return false;

for (int i = 0; i < colorsl.Length; i++)
{
if (colorsl[i] !'= colors2[i])
{
return false;
}

return true;

public byte[] GetColors(Direction3 direction)
{

if (direction == Direction3.Right)

return ColorsRight;

if (direction == Direction3.Left)

return ColorsLeft;

if (direction == Direction3.Forward)

return ColorsForward;

if (direction == Direction3.Back)

return ColorsBack;

throw new ArgumentException ($"Direction {direction} is
not supported");

}
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IMMOCTAHOBKA 3AJIAUI

O0'eKT JOCaIIKEeHHS: TIPOLIEC IIPOLICAYPHOI I'eHepallil
BOKCeJIbHOI0 Janamadty 3 3D-TaiiiiB.

IIpenMeT gocaizkeHHsI: METO/IU, AITOPUTMH Ta IIPOrpaMHeE
3a0€3ICUYCHHS I TeHepallll BOKCEILHOTO JIaHAmadTy.
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MMOCTAHOBKA 3AJIAYI

3aBaaHHA JOCHUKEHHS: PO3POOHUTH aJIrOPUTMIYHO-TIPOTPAMHHN METO.
IpOLCIYPHOI IreHepali Janamadry.

MeTa D0COIKEHHS : OIITUMI3YBATH IIPOLIECH IIPOIEYPHOI reHeparii
JaHgmadTy.

Cnucok 3aBaaHb

1. IIpoaHanizyBaTH 1CHYrOU1 P1IIEHHS Ta METOIH
IpoLeCyaIbHOIO CTBOPECHHS JaHAadTy.

2. Po3po0buTu BracHUil MeTO NIPOLEAYPHOI reHepariii
BOKCEJILHOTO JIaHAIadTy.

3. Po3pobuTtH anropuTMidHe Ta IporpamMHe 3a0e3MeYeHH
peanizaiii po3poOJIeHOro METO1Y.

4. IIpoBecTH aHaII3 pO30POOJIEHOIO METOY.
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5. 3poOUTH BUCHOBOK 3a pe3yJabTaTaMHt JOCIIIKCHHS. 3




AKTYAJIBHICTD JOCJIIKEHHSA

- CTBOpEHHS Ta BI3yaii3allls BIpTyallbHUX MEH3aXIB €
aKTyaJbHHM 3aBJaHHSAM y TakKuX cdepax, K po3poOIcHHS
rpadg1YHUX MaTeplaliB JJIsd OCBITHIX pecypciB, BIACOITOp,
(bUILMIB Ta aHIMallll, a TAKOX CepeJOBUIL JJIs1 MOAESIIOBaHHI
IPUPOJTHUX MPOIIECIB.

- IIpoueaypHa resepailis — e HOTY>KHUU IHCTPYMEHT JIJISI
reHepallii KOHTCHTY, MPOTe MPOIEYPHUN BMICT 1HKOJIN Ba)KKO
KOHTPOJIFOBATH.




TEPMIHOJIOTIS (1)
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IIpouenypHa revepamisi — 11¢

METOJ aJITOPUTMIYHOT'O CTBOPEHHS JaHUX 3a JOIIOMOTO0
KOMO1HaIl1il aJITOPUTMIB, IIOEJHAHUX 13 BUIIAJKOBICTIO.

VY KoMmIT'1oTepHi rpadilll BiH 3a3BUYail BUKOPUCTOBYETLCS IJIS

CTBOPEHH: TEKCTYp Ta 3D-Moaenei.

Boxkcenas (B aHT1. Volume Ta aHriI. pixel) — eneMeHT

IIPOCTOPY, ITI03HAaYa€ 3HAYCHHS IIeBHOI BEJIMYMHU B KIITUHKaX
PIBHOMIPHOI IPOCTOPOBOI I'PAaTKU. AHAJIOTTYHUN IIKCENI0, Y

IBOBUMIPHHX 300paKCHHAX.
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TEPMIHOJIOTIS (2)

Taiin (Bi1 aHTI. tile — MIKUTKa) — HEBEIHK1 300pakeHHS
OJIHAaKOBMX PO3MIPIB, K1 CIIY)KaTh )parMeHTaMH BEJIMKO1

KapTHHH.

Taiincer — HaO1p TailIIB SIK1 BAKOPUCTOBYIOTHCS JJISI CTBOPESHHSA

KOHTCHTY.

Yank (B11 anri. chunk — mmarok) — mmarku ¢pikcoBaHOTO
pO3Mipy reHepOBaHO1 Malli. BUKOpUCTaHHS YaHKIB TO3BOJISIE

PO30UTHU reHepalliio BeJIMKO1 Malli Ha 0araTo MaJuX IIMAaTKIB
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HAMBLJIbII BIJIOMI PIINEHHS HIEI
HAYKOBOI IIPOBJIEMHU

I'eneparris kapT BucoT (HeightMaps)
e Illym Ilepmina
 Jliarpama Boponoro

* Diamond-square algorithm

['eHepaliisi TMUIMTKOBOI CTPYKTYpHU

(TileMaps)
pn | e &
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I'TIIOTE3A

OnTumizalisa Ta BUO1p alrOpUTMIB MPOLEAYPHOI reHepalili
JTaCTh MOYKJIUBICTE JIOCATTH OUTHIIIOI IIIBUIKOCTI Ta TOYHOCTI

reHepaliii BOKCEJIbHOTro JIaHamadTy.
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3AIIPONIOHOBAHUIA METOJ (1) &%)

3anponoHOBaHO BUKOPHUCTATH METO/ IIPOIeyPHOT T'eHepalii
BOKcCeJIbHOTO JanamadTy 13 3D-TaitiB.

[Tpukian BOKCEIbHOTO TAUJICETY:
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3AIIPOIIOHOBAHUU METO/I (2)

x S
&7 e
Hhixozon W

OcHOBHa 1/ies1 METO/1y IOJISTAa€ B TOMY, 11100 pO3MICTUTH TalJIH

TaK, 11100 30BHIIIHI CTOPOHHU BOKCEJIB TalIB, K1 CTOSATh IIOpPYyY,
MaJIi OJTHAKOB1 KOJIbOPH.




3AIIPOIIOHOBAHUM METO/] (3)

3anponoHOBaHUI METO/1 T'eHepalili nepeadavae
MpeJ/ICTaBJICHHS MaIld y BUIJISA/I1 MaTPULIl TailliB.

an|un|an (I |H
S5|un |n| || . |-
Solon|am || F
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3AITPOITIOHOBAHWUIN METO/I (4)

J[71 KOJKHOT'O €JIEMEHTY TalJICETy CTBOPIOETHCS
MHOKHHA MOXKJIMBUX I I1JICTAHOBKH CYC1IHIX
eJIEMEHTIB:

a1i=bni$BUV
am-=b1i=>BUV

ajyy = by, = BUV ﬂ.

Vaij € Anxn N bU (S BTIXTL

A — MaTpHIIS BOKCEIIB 00paHOro €JIeMEHTY. E >
B — maTpuis BokceniB, 13 SKHM HJie MOPIBHSHHSI.
/' — MacuB TaiynB, 110 NIAXOAITH IS M1JICTAHOBKH.

4
n — po3Mip Tanmy. ﬂ ﬂ

1 — IHJIEKC IIOTOYHOTO Bokcemio (1= 1 .. n)

e
=|
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MNOCJIIOBHUMN METO/I
T'EHEPAILUI (1)

OHUM 13 3alPONOHOBAHUX METO/1IB 00XO0/1y MaTpHIIl €JIEMEHTIB

€ METOJI IIOCIIIJOBHUM MeTO/1. Y IIbOMY METOl KOOpAUHATH I
BCTAHOBJICHHS TailJI1B HAYyTh IOCIIOBHO, TOOTO Y IIHUKJIL.

OOxig MaTpulll MOXJIMBHMX TalIiB MOKHa 3amucaTd vy
HaCTYITHOMY BUTJISII:

M[xiy]i = M[xiy]i nv,
M — e MaTpuId TeHEepOBaHO1 Mallu,

V — MHOXKHWHA MOKJIUBHX JJT M1ACTAHOBKH TalIIB
MOTOYHOT'O €JIEMEHTY,

1 — 1HJIEKC TTIOTOYHOIr'O Tauny,

X Tay — KOOPpAHUHATH ITIOTOYHOI'O CIICMCHTY ManHI_[i
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MNOCJIITIOBHUU METO/]
TEHEPALUI (3)

HpI/IKJ'IaIL 3ICHCPOBAHOI'O J'I&HI[IH&(I)TY 3a JOIIOMOI'OIO
BOKCCIIBHOT'O TaffmceTy:
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NOCJIJJOBHUA METO/

T'EHEPALII (4)

IIpoTe moBOJII YacTo, IIPH MOCTIJOBHIM MTOCTAaHOBIII TalIIB,
JaHUH METO]I CTBOPIOE MAITH 13 JIPKaMU:

L <@XHIYHug;
‘,‘16 . -7 Yy
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METO/J I'EHEPAIIII
HA OCHOBI WFC (1)

WFC (Bix aarin. Wave Function Collapse — konarc XBUILOBO1
(GYHKIII1) — aJITOPUTM, SIKUI TeHepye 01TOB1 300pakeHHH,
JOKAJIbHO MO10H1 10 BX1JJHOTO O1TOBOrO 300paKeHHS.

IIpuknan poootu Wave Function Collapse:

17




METO/I TEHEPALIII
HA OCHOBI WFC (2)

7, N 7 S
s, -3
%, =

I}""""\‘a.uuou w

14 redepanii 1aHamadTIB 0e3 «I1POK» IPOIOHYEThCS
peanizyBaTu alropuTM Ha ocHoBl WFC, skuii mpalroBaTuMe He
3 MIKCEIIMH 300pakeHb, a 3 HajaHuMu 3D-TaiiiaMu.

JlaHuii MeTOJI € ITepallifiHUM Ta BUKOPUCTOBYE Uepry s
00X0J1y MaTpUYHHUX €JICMECHTIB.

0 X 0

[TepariifHui Ipoliec JUTUTHCS Ha IBa OCHOBHHMX €Talu:
00pOOJICHHS Yepry reHepalili Ta KoJancyBaHHs Taly.
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METO/I TEHEPAIII{
HA OCHOBI WFC (3)

ITepamiiitauii mpoliec MOYUHAETHCS 13 00POOKH BCIX
eJIEMEHTIB Yy Uep3l reHeparii:

¥ T Hagig,

R = Remove[mpossible(qn,m, V) n=i—d..i+d
Qn,mzRﬁQ:zQU{Qn,m} m=j—d..j+d
qpom NR=0=2Q=QU GetNeighbors(qn,m,M)

Q — uepra 00xory MaTpHUHUX CICMCHTIB,

1, ] — IHIEKCH TIOTOYHOTO Tailmy,
d — rmubuna WEFC,

Removelmpossible (qn,m, V) — MOBCPTAE MHOKHHY BUIAIICHHX
TAMIIB, SKI HEMOYUIHBI JUIS TJICTAHOBKH y TIOTOYHHI €JICMEHT.

| CEE | EIE

iz nl S
LE LN LEE

o8 femd e o e e

GetN eighbors(qnlm, M ) — MIOBEPTAE MHOKHHY CYCIIHIX
€IIEMEHTIB ITOTOYHOTO Tailty

-
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METO/JI TEHEPALIII
HA OCHOBI WFC (4)

Koaancysannsi Taijy (Bia anri. collapse) — npoiiec nepeTBOpeHHS
MHOKWHH €JIEMEHTIB Y MAaTPHUIIl MOXJIMBHX TAMIIIB JIO OJTHOTO €JIEMEHTY.

19 \ N - >
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/// <summary>

/// Collapse possible tiles in position to one tile

[/ </summary>

/// <param name="position">Position in chunk to collapse</param>
private void CollapseTile(Vector2Int position

VoxelTile tileToCollapse = GetRandomTile(_possibleTiles position.x, position.y ;
_possibleTiles position.x, position.y = new List<VoxelTile> | tileToCollapse ;
AddNeighborsToGenerationQueue(position);
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METO/I TEHEPAII
HA OCHOBI WFC (5)

ITepaniiiHuii mpolec NPoaOBKYEThCS, IIOKH Y BCIX eJIEMEHTaX MaTpHIIl HEe
3AIMIIATHECS 110 OJHOMY Taiiay, a0o KUIBKICTh ITepalllii IICPCBHUIIUTD
JOIIyCTHME 3HAYCHHS.
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3AITPOITIOHOBAHUU METO/I

Eran 1. OTpuMaHHs 1aHUX TaHJICETY
*  Bxiani pauni: Taiuicer (3D-moueni, KoaipHui aTiac)
*  PesymsraT: ChopmoBana cTpykTypa JaHUX Ha OCHOBI BX1THUX TaHUX
Etan 2. Bamijairis oTpuMaHux JaHUX
*  Bxigai nani: Hagaawuii taitiicer
* Pesynwrat: IlpoBanimoranuii Talincet — mepeBipeHi Yd BipHI eJIeMEHTH TalliceTy
OyJ10 TI0/IaHO Ha BX1JI, pO3Mip Ta KOJIbOPH, TOIIIO.

Etan 3. OOpo0aeHHS OTpUMaHUX JIaHUX
e Bxigai gaui: Bamaaui raitiicet

* Pesyiupbrar: 3aKemioBaHUi Ta pO3MIUPEHHUI IBOCTOPOHHIMU Ta YOTPUCTOPOHHIMH
TalJIaMH TAUJICET

Etamn 4. I'cHepaltig 9aHKy KOMOIHOBAaHHUM METOJIOM
*  Bxigmi nani: O6po06nenuii TaifyiceT, TpaHMIll CYCITHIX YaHKIB
* Pesynprat: 3reHepoBaHa MaTPHILI TalJIiB UaHKY

Eramn 5. BctanoBiieHHS TailiiB
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*  Bxijni gani: Martpuiis TaidIiB TeHEpOBaHOTO YaHKY 22

* Pesynprar: 3reHepoBaHUM YaHK
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TATPAMA IIOTOKY JAHUX

Banigauir qasux

Taitncer "
TaiinceTy
R y — ¥
(3D-mogeni, kenipHwid atnac) (nepesipka pozmipy
Ta Konsopis)

l

QOpodneHHs SaHIX
TAHMCETY

KopucTysay

KoHdirypawia
reHepaTopa manu

TarnceT posLLMpeHit ABOCTOPOHHIMK
T8 YOTMPHCTOPOHHIMU Taknamn

KeluysasHm gasus
Tanncety

Mparmyi

* l * cycigix sankis

Mexepauis matpuui
MOXNMEMX Tafnia
EHKY

Matpuus Taiknia
EHEPOSAHOTO YaHKY

BCTaHOBNEeHHRA

Tainie Ha Many

' 2

3rexeposaHnit UaHK




AJITOPUTM MOBYJIOBU
BOKCEJIbHOI'O JIAHIU®ATY

Banigauis
ycniwHa?

OTPUMEHHR BAHMX Banigauia naxumx
Tanncety Tanncety

OSpodnexHs gaHmx
TalncerTy

TaK

Mexepauin JaHky
MeTOa0M NiACTaHOoBKN |<]
Tainis

KeluyBaHHA qaHmx
Tauncery

MeHepauis YaHky i3
BUKOpUCTaHHAM WFC

eHepauis
ycniw+a?

BcTaHoBNEeHHA

O0pobnexHA Hesaanol

c¢Opolbu reHepauil —
Tannie
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OCOBJINBOCTI
JAITPOITOHOBAHOI'O METOY

1. MeTo BHKOPHUCTOBYE MOETHAHHS TeHepallli 3a JOIMOMOTOI0
METOJly MOCJIIAOBHOI MIJCTAaHOBKM TaMIIB Ta METOAYy 13
BUKOPHUCTAHHSIM KOJIAICy XBHJILOBOI (DYHKIIII.

2. Ilepma cmpoba reHepailli HaJga€TbCs METOIY IIOCIIIOBHOI
MIICTAHOBKK TaldiB, SKIIO cOpoba TeHepalli BHIanacs
HEBJlaJIOl0, TIeHepallli Mald BHUKOHYETbCS 3a JIOIOMOIOKO
METOJy 13 BUKopucTaHHAM WFC.

25




APXITEKTEPA
IHPOI'PAMHOI'O SABE3IIEYAHHA

User

Tileset Storage

Tileset
Module

Tileset Caching
Module

Landscape generator interface

Game engine Config
Use ------------- > MOUUWE
Generator

Chunk Map
Module

Sequence
Generator

Tracking
Module

WFC
Generator
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JNIAT'PAMA KJUIACIB !
AJITOPUTMIYHO-ITPOTPAMHOI'O METOLAY =

LandscapeGenerator

+ lilesel: VoxelTileset

+ chunkSize: int

+ chunkRenderDistance: int
+ seed: int

- chunksMap: Dictionary<Vector2int, Chunk=

+ AddNewChunk(Vector2int). void

+ CreateEmptyChunk(Vector2int): void

+ IsChunkGenerated(Vector2Int): boolean

K

Chunk

+ isGenerated: boolean

- tileset: VoxelTileset

\I/ - sizeint

VoxelTileset - tiles: VoxelTile[ )

- neighborsCache: Dictionary<string, Dictionary<Direction, List=VoxelTile=>> - possibleTiles: List<VoxelTile>[ ]

- tiles: List=VoxelTile> - borders: Dictionary=Direction, List<VoxelTile[J==

+ CanPlaceTileBeside(VoxelTile, VoxelTile, Direction): boolean - generationQueue: Queue<Vector2int=

- GenerateRotatedTiles(): List<VoxelTile= + Generate() boolean
+ GeiBorder{Direction): List<VoxelTile=[]

- GenerateSequentially(): boolean

- GenerateWFC(): boolean

- CollapseTile(Vector2int): void

’

VoxelTile

+ voxelSize: float

+ colors: Dictionary<Direciion, byte[]»

+ rotationType: TileRotationType

+weight: int 2 7

+ CompareColors(byte(], byte{]): boolean <=static>>

+ Rotate{int) void
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PE3YJIBTAT POBOTU METOAY
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a v Landscape Generator (Script)
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MOPIBHAJILHUU AHAJII3
PO3POBJIEHOI'O METO/Y (1)
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OL1HKa 4acoBOi e()eKTUBHOCT1 METO1B I'eHepallli:

MeTo mocniJ0BHOL
Merton 13
Howmep Taitncery MIJICTAaHOBKH (0e3 KombinoBanuii MeTos
3actocyBaHHIM WEFC
3actocyBaHHsI WEF(C)
1 (27 BoKcelIB) ) 363 9.691mc 2.363mc,
oOINE 0 gankis WFC
2 (512 BoxcelB) - 11.559mc 4.161mc,
182 vanku WFC
3 (4,096 BokcemiB) - 8440.334mc 6450.841mMmc,
689 vanku WEFC

29




MNOPIBHSJIHUM AHAJII3
PO3POBJIEHOI'O METO/Y (2)

OmiHka

4acoBOl1

e(peKTUBHOCTI1

METOIY

reHepamii 13

3aCTOCYBAHHAIM MeXaHiBMy KCIIYBAHHA JaHHUX Taf/'mceTy:

Kom0OinoBanuit metos 0e3 Kom0OinoBanuii Mmetot 13
Howmep Taiincery KeNTyBaHHS JTaHUX TIPO 3aCTOCYBaHHSIM MeXaHI3MY
CyCIiB KeIlyBaHHS
1 (27 BoKkceniB)
2.363Mc 2.551mc
2 (512 BokcemniB) 4.161mc 4.033mc
3 (4,096 BokceliB) 6450.841Mmc 6234.727 Mmc
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HAYKOBA HOBU3HA

3aIlponOHOBAHO AJITOPUTMIYHO-IIPOTPAaMHUM METOI T'eHepaIlli
BOKCEIbHUX JaHAMA(TIB, AKUN BIAPIZHAETLCS Bl ICHYHOUHX
3aCTOCYBaHHSAM KOJaCy XBHJIbOBOI (DYHKIII Ta METOdY
MOC/I1JIOBHOI TeHepallli TaliB, 10 J03BOJSAE IIABUILUTH
IIBUJIKOJIIIO IIPOTpaMHOI OOpOOKHM JaHHX B CEPEIHHBOMY Y
2 pa3d Ta 3MCHIUMUTU BIPOriAHICTh HEKOPEKTHOI I'eHepalii
MaIy BOKCEIbHOTO JaHaadTy.

3
“ Hhped, 12
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ATIPOBAILIS

A
,_)6

OCHOBH1 TOJOXKEHHA Ta pe3ydbTaTh poboTH  Oyau
IpeJCTaBJICHl Ha HayKoOBI KOH(EpeHIli MaricTpaHTIB Ta

acrmpaHTiB  «lIpukiiagHa MaTeMaTHKa Ta
I[IMK-2021» (KuiB, 17-19 nmuctonana 2021p.)

KOMII FOTUHT
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IHEPEBIPKA HA YHIKAJIBHICTD

- s "’Jraqucu
9.5% Matches

Highest match: 4.08% with Library source (File ID: 7843907)

Page 51
0.48% Quotes
D

Exclusion of references is off
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BUCHOBKUA

[IpoBeaeHO JOCHIPKEHHS IMIAXOIB JO IPOIEAYpHOI
reHepallii Jadmadris.

[IpoBeneHo OCTiIKEHHS aJrOpPHUTMY KOJaICy XBHILOBOI
(YHKIIII.

[IpoaHanizoBaHO mepeBaru Ta HEJOJIKH ICHYOUMX METO/IIB
3a BU3BHAYCHUMU KPUTEPIIMH.

3arpomnoHOBaHO aNTOPUTMIYHO-TIPOTPaMHHUM METO/
reHepallll BOKCeIbHOro JanamadTy 13 3D-Taiims.
Po3po0aeHo alropuTMidHe Ta MporpaMHe 3a0e3IledeHHS,
10 pealli3ye 3alpPOIOHOBAHUM METOI.

[IpoananizoBaHO e€(eKTUBHICTh 3allPOIOHOBAHOI'O METOIY
reHepaiii Janamadty 13 3D-Talimis.
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