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This work focuses on the automatic generation of realistic 3D spruce trees in
Blender. The trees are created using Bézier curves: the trunk is modeled as a
segmented curve that gradually narrows upward, while branches are evenly
distributed along it, varying in length, thickness, and inclination based on height.
To achieve a natural structure, branch placement follows a spiral pattern with
controlled randomness. Textured foliage planes with random rotation and tilt
enhance realism. Optimization is achieved by grouping elements, reducing system
load.

[IpouienypHe MoAeNtOBaHHS J03BOJIIE aBTOMAaTUYHO CTBOPIOBATH CKJIA/IHI
00’€eKTH, 3HaYHO crpolryodn mporec 3D-monemtoBanHs. Y 11id poOOTi po3riis-
JTAETHCSl ABTOMATHUYHA TEHEPAIlisl peaTiCTUYHUX SJIUH Ha OCHOBI MaTEMaTUIHUX
Monener y cepenoBuiii Blender. AnroputwM, peanri3oBaHUN MOBOIO MPOTpamy-
BaHHs Python, dopmye neramizoBani Mol IepeB i3 MPUPOTHOIO CTPYKTYPOIO,
BUKOPHUCTOBYIOUYHM KpUB1 be3be, reoMeTpryHI 3a1€KHOCTI Ta KOHTPOJIbOBAHY BH-
[1aJIKOBICTb.

Kpusi be3be 103BOJSAIOTH ONUCYBATH TJIaJIKI KOHTYpPH, 3aJal0uu popMy Ki-
JbKOMa KOHTPOJIBHUMHU TOYKaMu. Lleit migxin He JuIe 3MEeHIIye MmoTpedy B
nam’sITi, ajie ¥ CIpoIye MPOCKTyBaHHs, OCKLIBKH, sK 3a3Havyae Camroens bacc,
JU3aifHEep MOYXKE KOHTPOJIFOBATH BCIO KPHUBY, 3MIHIOIOYH JIUIIIE KiJIbKa TOYOK [1],
10 BXKJIMBO JIJIsSi aBBTOMATHU30BAHOTO CTBOPEHHS MIPUPOTHUX 00’ EKTIB.

VY noxymenrarii Blender Bka3zano, 1o kpuBi be3be penaryrorhest Tpancdop-
MYyBaHHSIM KEPYBAJIBHHUX TOUYOK 1 iX JepikakiB [2], 1o 3a0e3rneuye KOHTPOJIb Iia-
JIKOCTi. Y TIPEICTaBICHOMY alTOPUTMI aBTOMATHYHE HATAMITYBAHHS ITUX TOYOK
CIIPHSIE TUIABHOCTI TIEPEXOIiB MIXK CETMEHTaMH KPHUBOI.

CroBOyp cTBOpro€eThCs Kk 3D-kpuBa besbe, 1110 BU3BHaA4a€THCS HAOOPOM KO-
HTPOJIBHUX TOUOK. FI0ro BUCOTA MOIIAETHCS HA PiBHI CETMEHTH, ISl KOKHOTO 3
SIKUX BU3HAYAETHCS KOOPIMHATA!
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JIe N — KUIbKICTh KOHTPOJIBHUX TOUOK. Pajiiyc cToBOypa 3MIHIOETBCS 32 €KCIIOHE-
HIIWHAM 3aKOHOM:
r;, =19 %X 0,76,
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1ie 1y — MOYaTKOBUM pajiiyc OIS OCHOBH, 1110 3a0e31euye 3By KEHHS CTOBOYypa J10-
ropu. /{715 MpUpOHOTO BUTHHY 3aCTOCOBYETHCS aBTOMATUYHE HAJIAIITYBAHHS Ke-
PYIOYHX TOYOK.

['inku, cTBOpeHI Ha OCHOBI KpWBHX be3be, PIBHOMIPHO PO3MOILISIOTHCS
B310BXK 40% — 99% BucoTH cTOBOYpA, a I0BKMHA 3AJIEKUTH BlJl BUCOTH:

hbranch = htrunk X kh,

ne Riqynk — BUCOTA CTOBOYpA, a kj, — KOe(IIlieHT, 110 3MIHIOETHCS 3aJI€KHO Bij
BHUCOTH PO3TAITyBaHHS T1JIKU.

ToBmuHa Ta TOBXKHHA T1JIOK 3MIHIOIOTHCS 3aJIC)KHO BiJT iX BUCOTH. BoHU po-
3paxOBYIOTHCS TAKUM YHHOM:

— Y HIDKHIHM yacTuH1 3084 pocty riiok (0,4 < z < 0,7) BOHU NOCTynoBO 301-
JBITYIOTHCS:

zxX1,2-04
hfactor = 0,41+ (0,412 x 03
z—0,4
Tactor = 0,08 + (0,1 x 03 )

— y BepxHi#t yactuHi 30HU pocTy riiok (0,7 < z < 0,99) BoHM TTOCTYTHOBO
3MEHIITYIOThCS:

z—0,7
hfactor = 0,7 — (0,74 X O,T9)
Z
02— (024 x H2_
factor ’ ’ 0’29

KyT Haxumy rijiok Bapito€Tbcst BUNaIKoBO y Mexkax 115° — 125°, mio 3a6e3-
nevye MpUPOAHY HEpiBHOMIpHICTh. OKpiM IIOTO, JJII YHUKHEHHSI ITY4YHOI CH-
METpii KO’KHA HACTYyIHA T'JIKa OTPUMYE JI0AATKOBUN 00epT HaBKOJIO CTOBOYpa Ha
BUMAAKOBHH KyT y Mexkax 75° — 90°, hopMmyroun cripaibHe po3TallyBaHHS.

JIJist IpUPOIHBOTO BUTHHY TiJIOK TPU OCTaHHI KOHTPOJIBHI TOYKH 3MIIIly-
IOTBCSI: OCTaHHS — HaWOLIbIIe, NEPEeIOCTaHHs — BTPHUYl MEHIIE, a TPEeTs — Yy
JIeB’SITh pa3iB MEHIIIE.

[Ticns renepanii ctoBOypa Ta riOK JUIsl PEaiCTUYHOCTI JTOAAIOTHCS IUIO-
IIMHU 3 TEKCTYPOIO SUTTMHU. BOHM pO3MINIYyIOTHCSA y BHUMAJAKOBHX TOYKAaxX TiJIOK,
K1 OOMParOThCs cepesl TPhOX BHYTPIIIHIX KOHTPOJBHUX TOYOK, 13 BUIAJKOBUM
ob6epranusaMm (0°- 180°) ta maxunom (—15°-15° ), mo 3amobirae cumerpii.

Po3Mip mutommam 3a1eKuTh BiJ ii BUCOTH HA CTOBOYP1, HAITPUKIIA, AJIS TLJI0-
e Ha Bucoti 0,4 < z < 0,7 po3Mipu OyAyTh 3MIHIOBATUCS TAKUM YUHOM:
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Splane = So X (1 + 0,5 X

Jnst ontumizauii mwiIomuHN 00’ eAHYI0ThCs y naketu mo 100 o0’ekTiB, 1110
3MEHILYE KIJIbKICTh €JIEMEHTIB CLIEHH Ta IMOKPAILy€ NPOTYKTUBHICTb.

Ha nomyuu HakiIanaeTbesa TEKCTypa TUIKU SITMHU 3 PO30pUM (POHOM, 110
3abe3reuye aeTani3ailio 0e3 HaAMIPHOTO 30UIbIICHHS KUTBKOCTI TOJIITOHIB.

a)
Pucynok 1 — Pe3ynbratu poOoTn airoputMy: a) 0a3oBa reHepaiis CTpyk-
Typu sanuHu y Blender; 6) ¢pinanbH1 MoJieni 3 TEKCTYpPOBAHOIO SUTHHOIO.

OT1xe, po3po0IeHN alTOPUTM JI03BOJISIE ABTOMAaTUYHO CTBOPIOBATH peali-
ctuuHi 3D-mozemni snun y Blender. Bukopucranus kpuBux besbe Ta KOHTPOIBO-
BaHOI BUIAJKOBOCTI ()OpMYy€E MPHUPOJIHY CTPYKTYpPY JIepeBa, a ONTUMI3allis TII0-
IIVH 13 TEKCTypaMU XBOi IMIBHUIYE MPOIYKTUBHICTH ClieHUu. OTpuMaHi Mojaei
NPUIATHI JIJIS aHIMaIlii, IrpOBHUX PYIIiiB Ta Bi3yami3aiiii.
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