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This article explores the advantages and challenges of using procedural
generation techniques for landscape modeling in multimedia applications. It
discusses improvements in visual realism, computational efficiency, and
adaptability of terrain generation algorithms, as well as challenges related to
performance optimization and integration with real-time rendering systems.
Special attention is given to the balance between realism and computational
efficiency in modern applications.

VY cyuacHOMy CBITI MpolleaypHa TeHepallis JaHAmadTiB € MOTY>KHUM 1H-
CTPYMEHTOM JUIsl CTBOPEHHSI peajliCTUYHUX BIPTyaJbHUX CBITIB. BOoHa akTUBHO
3aCTOCOBYETHCS Y MYJIbTUMEIINHUX CUCTEMaX, TAKUX SIK BIJICOITPH, CUMYJISTOPH
ta VR-nogatku. OCHOBHOIO TIEPEBAroro MpOIEypPHUX METO/IIB € MOXKIIUBICTh JTU-
HAMIYHOTO CTBOpEHHS JIaHImadTiB 0€3 HE0OX1THOCTI PYYHOTO MOICITIOBAHHSI,
110 3HAYHO 3MEHIITY€ BUKOPUCTAHHS NIaM’sIT1 Ta MiABHUIILY€E MPOTyKTUBHICTb.

Pucynok 1 — Bizyanizarliiss MeTo1iB IpoLie1ypHO1 TeHeparlii JanamadTiB:
1 — Illym Iepainy; 2 — Diamond-Square; 3 — Level of Detail (LOD);
4 — Hydraulic Erosion (I'izpaBmiuna abo BogHA epo3isi)
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Ha 300pakeHH1 npecTaBiIeHO YOTUPU OCHOBHI METOJIM MPOLIEyPHOI FeHe-
partii penbedy.

OaHuM 13 KIFOUOBUX AJITOPUTMIB reHepalii € BUKOPUCTAHHS MEPIMHHOIO
HIyMy, SIKUW J103BOJISIE CTBOPIOBATH IUJIaBHI Ta MPUPOJIHI NEPEXOAN MIK BHUCO-
TaMH, 1110 1/IeaJIbHO MiXO0IUTh JUIs TeHepallii maropoiB Ta piBHUH, 3a0€3MCUYHOUH
IPUPOIHUIN BUTIIA PEbEDY.

Hampuknan, mrym Ilepnina BukopuctoByeThest y Tpi No Man’s Sky s re-
Heparlii yHIKaJIbHUX MTOBEPXOHb IUIAHET Y BIAKPUTOMY BCECBITI.

DyHKIiS IEPIIMHHOTO [ITyMY BH3HAYAETHCS HACTYITHUM PIBHSIHHSIM:

f(xy)=XLoaiP(2'x,2'y), (1)
ne P(X,y) — 6a3oBa ¢yHKIiS mIyMy, 8j - Koe(ilieHTH aMILTITyIH, N — KUIbKICTh
PIBHIB JeTai3arlii.

[Ile oqHUM MOMIMPEHUM METO0M € anroput™M Diamond-Square, Bukopuc-
TOBYETHCS T POPMYBAHHSI Ta TEHEPAIlii BACOTHUX KapT, IIIJIIXOM PEKYpPCHUBHOTO
JIJICHHS KBaJIpaTiB, 3a0e3neuyrodn GpakTaIbHY JeTali3allio JanamadTy.

Hampuknaz, el anroputM BUKOPUCTOBYETHCS Yy CHUMYJISTOPAX IMOJHOTIB
JUISL PEUTICTUIHOTO MOJICITFOBAHHS ITOBEPXHI 3eMTi.

Moro ocHOBHA (OpMyJIa IIPEACTABICHA BUPA3OM:

+hy +ha+h
hneW:hl 243 4+R’ (2)

ne hy,hp, g, hy — BucoTu cycinnix BepmmH, R — Bunaakosuii 3mintyrounii paxrop.

Jliis ontuMmi3ariii TpoyKTUBHOCTI BUKOPUCTOBYETHCSA TEXHIKA PIBHIB JI€Ta-
nizarii (LOD), sika € KITI040BUM METOJIOM 110, JJO3BOJISIE aJaITUBHO 3MEHIITYBaTH
KUIBKICTB MOJIITOHIB 3aJI€XKHO Bij BiJIcTaH1 10 KaMepu. Lle 3HauHO miaBHUIIy€ mpo-
JTYKTUBHICTh Y p€aIbHOMY Yacl.

Hampuknaz, y rpi The Witcher 3 111 TexHOoIOT1s1 3aCTOCOBYETHCS IS TIaB-
HOT 3MIHHM PiBHS JIeTani3alii BiagaaeHux 00’ €KTIB.

DyYHKITiS 3aJICKHOCTI PiBHS JA€TaI3aIliil BiJ] BiICTAaHI MA€ BUTJISI:

LOD = max(0, Lygx —K-d), (3)
ne Linax — MakcuMallbHUH piIBEHB JAeTanizanii, K — koe(dilnieHT 3MeHIeHHs, d —
BIJICTaHb /10 00’ €KTA.

KpiMm TOTO, Yy CydacHUX CHCTeMaxX PEHACPUHTY aKTHBHO 3aCTOCOBYIOTHCS
METO/I T1IpaBIIYHOI €po3ii, IKUH MOJIETIOE MPOLECH MPUPOIHOI TpaHchopmarllii
penbedy mia BILIMBOM BOJIH, TOJAI0UX MOKJIUBICTh MOKPAIIUTH PEATiCTUYHICTh
3reHepoBaHOMY JaHamadry.

Hampuxan, TeXHOMOTIs T1IpaBiIiyHOl €po3ii BUKOPUCTOBYETHCS Y T€0JIOT Y-
HOMY MOJISTFOBaHHI JIJISl IPOTHO3YBaHHS 3MiH JIaHAaTy MMiT 1€ BOJIH.

OmuH 3 miaxoaiB 0a3yeThest Ha IMITAIlll T1apaBaigdHOT epo3ii 3a GopMyIIoro:

hhew =hold —a-Vh, (4)
ne o — koediieHT eposii, Vh — rpafiieHT BUCOTHOT KapTH.
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[{i MmeToM TO3BOJISIIOTH CTBOPIOBATH J€TalbHI Ta fuHamiuH1 3D-cienu, 3a-
Oesreuyroun 0agaHC MK PealliCTUYHICTIO Ta €(PEKTUBHICTIO OOUHCIICHbD.

Tabmuns 1 — [TopiBHSHHS XapaKTepUCTUK OCHOBHUX METOZIB MPOIICAYPHOL
reHepartii JasmadTiB.

Meton OcHOBHaA XapaKTEPUCTHKA [Tpukiag 3acTocyBaHHS

[ym IMepmina I'enepamiss mmaBHUX BUCOT- | CTBOPEHHST  pPEaiCTHYHUX
HUX KapT nanamadTiB

Diamond-Square PexypcuBHe ninenHs i BU- | ['eHepaltis TepuTopid y Bi-
COTHHUX KapT Jeoirpax

LOD OntuMizartis piBHs aeTaiiza- | JluHaMmiuHa 3MiHa TOJIIrOHIB
it

I'igpaBniuHa eposis Peanictuuna cumyssnist pe- | ['eorpadiuni cumynstopu
needy

[TpouenypHa reHepaiist BIAKpUBA€E MIMPOKI MOKIMBOCTI AJIsi CTBOPEHHS pe-
AMCTUYHUX 1 THYYKUX JaHAma(TiB y MyIbTUMeAIMHUX qonatkax. [Ipore ii 3a-
CTOCYBaHHSI BUMAarae OnTUMi3allli airOpuT™MiB J1st 3a0€31eYeHHs BUCOKOT TTPOTY-
KTUBHOCTI. Hanpukian, y roHOUHUX cUMyIsiTopax, Takux sk Forza Horizon, mpo-
HEAYpPHI METOAN BUKOPUCTOBYIOTBHCS ISl CTBOPEHHS BIAKPUTHX CBITIB, IO J0-
3BOJISIE€ BOMISIM JIOCHIKYBAaTH BEJIMKI TEPUTOPIi 0€3 3aTPUMOK y 3aBAHTAKEHHI.
[Tomanpmi TOCHIIKEHHS MOXKYTh OyTH CIPSIMOBaHI Ha BUKOPUCTAaHHS MAaIlMH-
HOT'O HaBYaHHS JJI1 MOKPAIICHHs aJaNTUBHOCTI reHeparlii, 1o A03BOJIUTH CTBO-
PIOBATH I1ie OUTBII PEaTiCTUYHI BIpTyalbH1 CEPEIOBHUIIA.
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