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This work examines the use of fractal geometry methods for automating the
creation of complex virtual environments in the modern gaming industry. It
highlights the weaknesses of Euclidean geometry in modeling natural objects and
the advantages of a procedural approach. Based on practical case studies, the
paper examines the use of fractal algorithms in well-known video games: the
application of Perlin noise and fractal Brownian motion in Minecraft, the concept
of Uber noise and mathematical seeds for creating vast universes in No Man’s
Sky, as well as the use of binary space partitioning (BSP) for structuring levels in
The Legend of Zelda.

CtBOpeHHsI BIPTYyaJIbHUX ITPOBUX CBITIB BJIacHOpPYY IMOTpeOye Oarato
pecypciB. AJKe ropu, XMapH, J€peBa, )KUBI KIITUHU — BCE BUXOJUTh 3a paMKU
3BUYANHOI eBKIIiI0BOT reomeTpii. IX HeMoxmuBO onmcaty ii MeTogamu. Tomy B
IHAYCTpPil MOJENIOBAaHHS CEPEJOBUIL aKTUBHO BUKOPUCTOBYETHCS MpPOLEAYpHa
rpadika, a came rpadika 3 BUKOPUCTAHHAM (paKTaIbHUX aIropuTMiB. BoHu
MOXXYTh 3MEHIIUTH BHUTPATH Ha BUPOOHUIITBO APTUCTUYHMUX AaKTHBIB. A 3
TEXHIYHOT TOUKH 30pY BOHH MOKYTh 3HAYHO 3MEHIITUTH PO3MIip 3aBaHTAKCHHS Ta
30epira”Hs rpu.

SIx mpuknaa po3MmOBCIOKEHHS BUKOPUCTAaHHS (DpaKkTaibHUX aaTOPUTMIB
JIJIs. MOJICJTIOBaHHSI IFPOBUX CBITIB MOKHA oOaunuTh y Bijgeoirpax. Hanpukian y
«Minecrafty 3actocoByerbcst mym IlepniHa («rpafieHTHUM 1Iym»), 1O
3a0e3nedye IUIaBHI Ta OpraHiyHl MEpexXoad MK 3HA4YeHHSIMHU penbedy. s
PO3paxyHKy BHCOTH BUKOPHUCTOBYETHCS MPOCTE TMCEBIOBUIIAIKOBE TeHEPYyBaHHS
KOOpAMHAT y MPOCTOP1 HA OCHOBI 3aJlaHNX TOYOK X Ta Y, a TakoX rio0abHUX
3HaUeHb IIUPWUHHU, BHUCOTU Ta TJIMOWHU, BU3HAYCHUX SK 3araJbHOJOCTYITHI
3HaueHHA B penaktopl. OpakTaibHUii OpOYHIBCHKHIA pyX (TaKOX BIIOMHH SIK
JIpoOOBHiI OpOYHIBCHKUU pyX, «miazmay abo FBM) — me nmomgaBaHHS pi3HUX
myMiB [lepiiHa (KoxeH 3 SIKMX Ha3uBa€eThCs OKTaBol0). KoxkHa okTaBa 3011b1Iy€e
4acTOTy Ha peryiasipHuil koedimieHT (JrakyHapHIicTh). KoXHa OKTaBa TaKoX
3MEHIIIYE aMIUTITYy Ha PErYISPHUN KOePII€HT NOCUIICHHS.

VY pi «No Man’s Sky» peanizoBaHo (pakTaJibHUN 3yM, aJ)K€ BU MOXKETE
MEePeHTH Bi TAJIAKTHYHOTO BUIY JO OKPEMOi 30pSHOI CHCTEMH, JO OKPEMOi
IUTAHETH, 10 KOHTUHEHTY, 10 PETIOHY, A0 OKPEMOI0 MiClid MOCAAKH JAJIsl BallIOTO
KOCMIYHOTO KOpabJis. | rpa HACTUIBKU MPUTOJIOMIIUIMBO BEJIMKA 1 CIIOBHEHA 31POK
1 IJIaHET, 10 BH MOXETe OyTH €IMHUM TPaBIEM, SKUH KOIH-HEOYIb CTOSIB Ha
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oMy Mmicii. [ po3po6ku No Man’s Sky Oyio ctBopeHO yHi(iKOBaHHI METO
reHepamii 1mymy, skuid otpumaB Ha3By «Uber noise». Jlid yHHKHEHHS
MOBTOPIOBAHOCTI mapaMeTpu (QYyHKII (Taki $SK BUKPUBIEHHS, Pi3KICTh,
MOCWJICHHSI) HE € CTaTUYHUMH. BOoHM cami Mo co0i € pe3ynbTaToM OOYHMCIICHHS
HIIKX MIapiB IIyMY, IO TeHEPYIOTh IJIaBaloyl 3HAYECHH.

OcHOBOIO Bci€l i€l cuctemMu € 64-0iTHE «MaTeMaTH4IHe HaciHH» (seed). Lle
YHIKQJIbHUNA YMCIIOBUM KO/, SIKUM CIYTy€e BXITHUMU JaHUMH JIJIS1 BC1X aITOPUTMIB
reHepaitii i 1o3Boisie cTBoputH 2°* wiaHeT. OCKiNBKH KOXKEH CAHTUMETpP BUMIpY
€ pe3ylbTaTOM OOUYHUCIICHDb, & HE CTATUYHUM 00'€KTOM, BECh BMICT BIpTYajIbHOTO
BcecBITY (0€3 ypaxyBaHHS ayjio Ta iHTepdeiicy) 3aitmae nurie 6auzsko 300 Mb.

Crpyktypa irpoBoro cBiTy «The Legend of Zelda» Oynyerbcs sik
TpupiBHEeBUN (ppakTan: riobansHa kapta (Koholint Island), okpemi migzemernis
(dungeons), iHaUBiAyadbHI KIMHATH Tia3eMernb. HalmonmyssipHIIIMM METOJA0M
MOJIUTY MPOCTOPY € GiHapHU noAin mpoctopy (BSP), sikuii pekypCcUBHO MUIMTH
MPOCTIP HA JIB1 MIIMHOXHUHH. 32 JOMOMOTO00 O1HAPHOTO MOJUTY MPOCTIP MOKHA
MPEACTAaBUTH Y BUIJIS1 OIHAPHOTO JIEPEBa, siIke Ha3uBaeThes AepeBoM BSP. Kpim
TOTO, JIACTS TaKuUX JIepeB, SAKIi HE MalOTh PO3TAIYKEHb, MOXYTh
BUKOPUCTOBYBATHUCS JJIsl BU3HAUCHHS TPYII KIMHAT, 10 BIJIMOBIIAI0Th OJIHIH TEMi;
HaIpUKIaJ, YaCTUHA MiA3EMEIIJII MOXE MICTUTH MOHCTPIB BHUILOIO PiBHS abo
MOHCTPIB, SIK1 OLIBIII Bpa3JIMBI JI0 Marii.

Jns BciX (ppakTambHUX CTPYKTYp KIIOYOBUM IMapamMeTpoM € (ppakTajibHa
po3MipHicTh (D). BoHa KibKICHO BU3HAYAE, SIK 3MIHIOETHCS AeTani3ailis 00’ ekTa
npy 3MiHI MacimrTaly, 10 J03BOJIIE PO3POOHHMKAM MAaTEMaTUYHO KEpyBaTH
«mopceTtkicTion nanamadty. Ko Bona HabmmkaeTbes 10 1, mporec cTae OuTbI
nependavyyBaHUM 1 JEMOHCTPYE CTIMKY MOBEIIHKY (ITaT€pHU MOBTOPIOIOTHCH).
Komm x 3pocrae (HaOnmxaeTbes 10 2 118 JMiHIM abo 3 st 00'eMiB), TO 00'€KT
CTa€ aHTUIIEPCUCTEHTHUM, TOOTO XaOTUYHHUM 1 MEHIII IPOTHO30BAHUM.

Jlnst  po3paxyHKy pO3MIPHOCTI MOKHAa BHKOPHUCTOBYBAaTH aJTOPUTM
nigpaxyHky koMipok (Box-counting). Bin 6a3zyeThcsi Ha Tomy, 10 (pakTaibHA
KpYBa Ma€ HECKIHUEHHY JleTaji3alliio, a ii JorxkuHa (L) hakTHuHO 3pocTae pa3om
13 PO3AUIBHOIO 3JATHICTIO BUMIpIOBaHHA (§). MareMaTuyHO LSl 3aJI€KHICTb
onucyeThbest popmynoro: L(8) =V« 672
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