TIOJIATOK A

OPAI'MEHTHU 3ACTOCOBAHUX JIICTUHI'IB

class TerrainScene {
let scene: SCNScene
private let terrainGenerator: TerrainGenerator

/ HanawTyBaHHA Kamepu
private func setupCamera() {
let cameraNode = SCNNode()
cameraNode.camera = SCNCamera()
cameraNode.position = SCNVector3(x: @, y: 10, z: 10)

cameraNode.eulerAngles = SCNVector3(x: -Float.pi / 4, y: 0, z: 0)

/ TeHepayula HoBOro naHawadTy

func generateNewTerrain() {
let terrainNode = terrainGenerator.generateTerrain()
let waterNode = terrainGenerator.generateWater()
scene.rootNode.addChildNode(terrainNode)
scene.rootNode.addChildNode(waterNode)

Pucynok A.l — ®parment peanizailii kiacy TerrainScene 3 HalalITyBaHHSAM

KaMepu Ta TeHepalli€ro JaHamapTy

s TerrainGenerator {
ate let meshBuilder: TerrainMeshBuilder
oiseGenerator: NoiseGenerator
gridsSize: Int
aterLevel: Float

func generateTerrain() -> SCNNode {
let heights = generateHeightMap()

let geometry = meshBuilder.createGeometry(from: heights)
return createTerrainNode(with: geometry, heights: heights)

}

/ TeHepauis Bogu
func generateWater() -> SCNNode {
let waterGeometry = SCNPlane(width: CGFloat(gridSize), height: CGFloat(gridSize))
return createWaterNode(with: waterGeometry)
}
}

Pucynoxk A.2 — ®parment peanizaiii kinacy TerrainGenerator 3 MeToaMu

resepartii Janamadry Ta Boau

92



93

class TerrainMeshBuilder {
private let gridSize: Int

// CTBOpeHHA reomeTpil

func createGeometry(from heights: [Float]) -> SCNGeometry {
let (vertices, indices) = createVerticesAndIndices(from: heights)
var normals = createNormals(vertices: vertices, indices: indices)

return SCNGeometry(
sources: [
SCNGeometrySource(vertices: vertices),
SCNGeometrySource(normals: normals),
])
elements: [createGeometryElement(indices: indices)]
)
}
'/ Po3paxyHOK Hopmanei
private func createNormals(vertices: [SCNVector3], indices: [UInt32]) -> [SCNVector3] {
// Peanisauyisa po3paxyHKy HopManein
}
}

Pucynoxk A.3 — ®parmenrt peamizauii kiacy TerrainMeshBuilder 3 no0yaoBoro

reoMeTpii Ha OCHOB1 KapTH BUCOT

class NoiseGenerator {
private let p: [Int]

eHepauia wymy
func noise(x: Float, y: Float) -> Float {
/ Peanizauia wymy MepniHa

// DonomixHi ¢yHkuil
private func fade(_ t: Float) -> Float {
return t * t * t * (t * (t * 6 - 15) + 10)

private func lerp(_ t: Float, _ a: Float, _ b: Float) -> Float {
return a + t * (b - a)

Pucynok A.4 — ®parment peanizaiii kiacy NoiseGenerator 111 004MCICHHS

mrymy Ilepmina
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class LandscapeViewController: UIViewController {
private let sceneView = SCNView()
private let terrainScene = TerrainScene()

// HanawTyBaHHA UI

private func setupUI() {
setupSceneView()
setupGenerateButton()

}

// HanawTyBaHHA CLEHM

private func setupScene() {
sceneView.scene = terrainScene.scene
sceneView.allowsCameraControl = true
sceneView.autoenablesDefaultLighting = true

}

// 06pobka reHepayli HoBOoro naHawapTy
@objc private func generateButtonTapped() {
terrainScene.generateNewTerrain()
}
}

Pucynoxk A.5 — ®@parmenr kiacy LandscapeViewController 3 norikoro

B1JIOOpaXKeHHS CIICHHU Ta TeHeparlii JanamadpTy

class NoiseGenerator {
private let p: [Int]

init() {

var permutation = Array(@...255)
permutation.shuffle()
p = permutation + permutation

Pucynok A.6 — [Himianizamisi MacuBy nepecTaHoBOK y kiaci NoiseGenerator st

JETepMIHOBAHOI reHepallii Irymy
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func noise(x: Float, y: Float) -> Float {
let X = Int(floor(x)) & 255
let Y = Int(floor(y)) & 255

let xf = x - floor(x)
let yf = y - floor(y)

let fade(xf)
let v = fade(yf)

let p[X] + Y
let p[X + 1] + Y

return lerp(

vV,

lerp(
u)
grad(p[A], xf, yf),
grad(p[B], xf - 1, yf)),

lerp(
u)
grad(p[A + 1], xf, yf - 1),
grad(p[B + 1], xf - 1, yf - 1)))

Pucynoxk A.7 — ®@ynkiig reHepaiii mrymy Ilepiiina Ha OCHOBI THTEPIOAIIIT

I'PaJl€HTIB y IBOXBUMIPHOMY MPOCTOPI1

private func fade(_ t: Float) -> Float {
return t * t * t * (t * (£t * 6 - 15) + 10)
}

private func lerp(_ t: Float, _ a: Float, _ b: Float) -> Float {
return a + t * (b - a)

}

private func grad(_ hash: Int, _ x: Float, _ y: Float) -> Float {
let h = hash & 15

let u=h< 8 ? x:
letv=h<4?y: 12 || h == 14 ? x : @)
return ((h & 1) = :-u) + ((h&2)y==02?2v: -v)

Pucynoxk A.8 — Jlonomixsi (hyHKIIT 1u1st rerepartii mymy [lepiina: fade, lerp ta

grad
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struct TerrainParameters {
let gridSize: Int
let heightScale: Float
let baseFrequency: Float

let baseAmplitude: Float
let octaves: Int

let persistence: Float
let lacunarity: Float

Pucynoxk A.9 — Crpykrypa TerrainParameters 1151 mapametpu3zaiiii mporecy

reHepaiiii 0araToOKTaBHOTO IIyMy

func generateHeightMap() -> [Float] {
var heights: [Float] = []

for row in 0..<gridSize {
for col in @..<gridSize {
let height = generateHeightAt(x: col, y: row)
heights.append(height)
}
}

return heights

}

Pucynok A.10 — dynkuis generateHeightMap 11 cTBOpeHHSI KapTH BUCOT 13

BUKOPUCTAHHSAM 0araTOOKTaBHOTO LIyMY



private func generateHeightAt(x: Int, y: Int) -> Float {
var height: Float = @
var amplitude = baseAmplitude
var frequency = baseFrequency

for in @..<octaves {

let nx = Float(x) * frequency

let ny = Float(y) * frequency

height += noiseGenerator.noise(x: nx, y: ny) * amplitude
amplitude *= persistence

frequency *= lacunarity

return height * heightScale

JOTIOMOT010 OaraTookTaBHOrO 1rymy Ilepiina

struct TerrainPresets {
static let mountains = TerrainParameters(
gridSize: 50,
heightScale: 2.0,
baseFrequency: 0.1,
baseAmplitude: 1.0,
octaves: 4,
persistence: 0.5,
lacunarity: 2.0

static let hills = TerrainParameters(
gridSize: 50,
heightScale: 1.0,
baseFrequency: 0.05,
baseAmplitude: 0.5,
octaves: 3,
persistence: 0.3,
lacunarity: 1.5

Pucynoxk A.12 — Ctpykrypa TerrainPresets 13 npukiiagaMu napameTpiB AJis

TIPCHKOTO Ta MaropucTOro JiaHamadTiB
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Pucynoxk A.11 — ®ynkiris generateHeightAt 1y o64ncieHHs BUCOTH TOUKH 32
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class TerrainGenerator {
private let noiseGenerator: NoiseGenerator
private let parameters: TerrainParameters

func generateHeightMap() -> [Float] {
var heights: [Float] = []

for row in @..<parameters.gridSize {
for col in @..<parameters.gridSize {
let height = generateHeightAt(x: col, y: row)
heights.append(height)
}
}

return heights
}
}

Pucynox A.13 — Knac TerrainGenerator 3 merogoMm generateHeightMap nis

CTBOPEHHS KapTH BUCOT HA OCHOBI 33JJaHUX [apaMeTpPIB

class HeightMapProcessor {
// Hopmaniszauia BucoT go aianasoHy [0, 1]
func normalizeHeights(_ heights: [Float]) -> [Float] {
guard let minHeight = heights.min(),
let maxHeight = heights.max()
else {
return heights

}

let range = maxHeight - minHeight
return heights.map { height in
(height - minHeight) / range
}
}

// MacwTabyBaHHA BMCOT [0 3afjaHOro AianasoHy
func scaleHeights(
_ heights: [Float],
minHeight: Float,
maxHeight: Float
) -> [Float] {
return heights.map { height in
minHeight + (height * (maxHeight - minHeight))

Pucynox A.14 — Knac HeightMapProcessor 3 MeTogamu HopMmaizaiiii Ta

MacimTadyBaHHS BUCOT
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¥ 1 ( TUMaJ )
func calculateWaterLevel(
_ heights: [Float],
waterPercentage: Float
)} -> Float {
let sortedHeights = heights.sorted()
let waterIndex = Int(Float(sortedHeights.count) * waterPercentage)
r rn sortedHeights[waterIndex]

NeHHA nNec d Ha C¥y
unc separatelLandAndWater(
_ heights: [Float],

waterLevel: Float
) -> (land: [Float], water: [Float]) {
land: [Float] = []
water: [Float] = []

for height in heights {
if height > waterLevel {
land.append(height)
} else {
water.append(waterLevel)

}

return (land, water)

Pucynok A.15 — Knac WaterLevelProcessor 3 MeToamu 00UuCIeHHS PiBHS BOIU

Ta PO3AUICHHS JaHAmadTy

o000

TerrainGenerator {
let heightProcessor = HeightMapProcessor()
t waterProcessor WaterLevelProcessor()

generateProcessedHeightMap() -> ProcessedHeightMap {

rawHeights = generateHeightMap()

normalizedHeights = heightProcessor.normalizeHeights(rawHeights)

scaledHeights = heightProcessor.scaleHeights(
normalizedHeights,
minHeight: parameters.minHeight,
maxHeight: parameters.maxHeight)

waterLevel = waterProcessor.calculateWaterLevel(

scaledHeights,

waterPercentage: parameters.waterPercentage)

t (land, water) = waterProcessor.separatelLandAndWater(
scaledHeights,

waterLevel: waterLevel)

n ProcessedHeightMap(
heights: scaledHeights,
waterLevel: waterlLevel,
landHeights: land,
waterHeights: water)

Pucynoxk A.16 — KommiekcHa renepaiiist Ta 00poOKka KapTu BUCOT y METO/1

generateProcessedHeightMap kiacy TerrainGenerator
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struct ProcessedHeightMap {
let heights: [Float]
let waterLevel: Float
let landHeights: [Float]
let waterHeights: [Float]

// LopaTKoBi xapakTepUCTUKMU
var averageHeight: Float {
heights.reduce(®, +) / Float(heights.count)

}

var maxHeight: Float {
heights.max() ?? @

}

var minHeight: Float {
heights.min() 2?2 @
}
}

Pucynok A.17 — Ctpykrypa ProcessedHeightMap s 36epexeHHst pe3yabTaTiB

reHepailii KapTy BUCOT Ta CyMYyTHbOI 1H(popMmartii

struct HeightMapParameters {
let minHeight: Float
let maxHeight: Float
let waterPercentage: Float
let smoothness: Float

static let defaultParameters = HeightMapParameters(
minHeight: -1.0,
maxHeight: 2.0,
waterPercentage: 0.3,
smoothness: 0.5

Pucynok A.18 — Ctpykrypa HeightMapParameters 3 mapameTpaMu reHepariii

KapTH BUCOT
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func createVerticesAndIndices(from heights: [Float]) -> (vertices: [SCNVector3], indices: [UInt32])
{

var vertices: [SCNVector3] = []

var indices: [UInt32] = []

// CTBOpPEHHA BepwMH Ta iHAaekciB
for row in 0..<gridSize {
for col in @..<gridSize {
let x = Float(col) - Float(gridsize) / 2

let z = Float(row) - Float(gridSize) / 2
let y = heights[row * gridSize + col]

vertices.append(SCNvector3(x, y, z))
// LopaBaHHA iHAeKCiB ANA TPUKYTHUKIB
}
¥

return (vertices, indices)

}

Pucynok A.19 — ®ynkiis createVerticesAndIndices ams reHepariii BepIimH i

1HIEKCIB CITKH

func createVerticesAndIndices(from heights: [Float]) -> (vertices: [SCNVector3], indices: [UInt32])
{

var vertices: [SCNVector3] = []

var indices: [UInt32] = []

// CTBOPEHHA BEPWMH Ta iHAeKciB
for row in 0..<gridSize {
for col in @..<gridSize {
let x = Float(col) - Float(gridsize) / 2
let z Float(row) - Float(gridSize) / 2
let y = heights[row * gridSize + col]

vertices.append(SCNvector3(x, y, z))
// LopaBaHHA iHAeKCiB ANA TPUKYTHUKIB
}
¥

return (vertices, indices)

}

Pucynox A.20 — ®ynkiis calculateNormals nist po3paxyHKy HOpMaieu 10

MOBEPXHI
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class GeometryOptimizer {
func optimizeGeometry( pgeometry: SCNGeometry) -> SCNGeometry {
// 3acTocyBaHHA pi3HMX MeTOAlB onTUMizauil
let smoothedGeometry = smoothGeometry(geometry)

let reducedGeometry = reducePolygons(smoothedGeometry)
let optimizedGeometry = optimizeVertexCache(reducedGeometry)

return optimizedGeometry

}
}

Pucynok A.21 — Knac GeometryOptimizer jyis ontumizariii TpUBUMIpHOT

reoMeTpii

class TerrainScene: SCNScene {
private let cameraNode: SCNNode
private let lightNode: SCNNode
private let terrainNode: SCNNode

override init() {
cameraNode = SCNNode()
lightNode = SCNNode()
terrainNode = SCNNode()

super.init()

rootNode.addChildNode (cameraNode)
rootNode.addChildNode(1lightNode)
rootNode. addChildNode(terrainNode)

setupInitialState()

Pucynok A.22 — Knac TerrainScene, 1o ¢popmye 6a30By CTPYKTypy TPUBUMIPHOI

COCHH
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private func setupInitialState() {
background.contents = UIColor.systemBlue
fogStartDistance = 100

fogEndDistance = 500
fogColor = UIColor.systemBlue
physicsWorld.gravity = SCNvVector3(e, -9.8, 9)

Pucynok A.23 — Merton setuplnitialState 1y koH(irypariii noyaTKOBUX

napaMeTpiB TPUBUMIPHOI CLIEHU

private func setupCamera() {
let camera = SCNCamera()
cameraNode.camera = camera

camera.zFar = 1600
camera.zNear = 6.1
camera.fieldOfView = 60

cameraNode.position = SCNVector3(e, 100, 200)
cameraNode.eulerAngles = SCNVector3(-Float.pi / 6, @, @)

Pucynoxk A.24 — Meton setupCamera Jijist HanamTyBaHHS KaMepHu TPUBUMIPHOT

COCHH

private func setupLighting() {
let sunLight = SCNLight()
sunLight.type = .directional
sunLight.intensity = 1000
sunLight.castsShadow = true

lightNode.light = sunLight
lightNode.position = SCNVector3(1ee, 1ee, 100)
lightNode.eulerAngles = SCNVector3(-Float.pi / 4, Float.pi / 4, @)

Pucynox A.25 — Meton setupLighting my1st koHbirypaitii OCBITIEHHS TPUBUMIPHOT

CLIEHH
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private func setupMaterials() {
let groundMaterial = SCNMaterial()
groundMaterial.diffuse.contents = UIColor.brown

groundMaterial.roughness.contents = 0.8
groundMaterial.metalness.contents = 0.2

setupNormalMapping(for: groundMaterial)

Pucynok A.26 — Meton setupMaterials s koHirypartiii MaTepiasiB TPUBUMIPHOT

CLICHU

private func setupNormalMapping(for material: SCNMaterial) {
if let normalMap = UIImage(named: "terrain_normal™) {
material.normal.contents = normalMap
material.normal.intensity = 1.0

}

material.diffuse.wrapS .repeat
material.diffuse.wrapT .repeat

}

Pucynox A.27 — Meton setupNormalMapping nsist HajamTyBaHHS HOpMaI-

MaIlHry MaTepiainy

private func setupMaterialEffects() {
let material = SCNMaterial()
material.lightingModel = .physicallyBased

material.isDoubleSided true
material.transparency = 1.0
material.reflective.contents = UIColor.white
material.reflective.intensity = 9.5

Pucynox A.28 — Meton setupMaterialEffects mis kordirypariii eexriB Matepiaay

TPUBUMIPHOI CLICHU
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class TerrainGeometryBuilder {
func createGeometry(from heightMap: [[Float]], size: CGSize) -> SCNGeometry {
// CTBOpDEHHA BEpWMH Ha OCHOBi KapTu BMCOT
let vertices = createVertices(from: heightMap, size: size)

// CTBOpeHHA HOpManei ANns NpPaBWALHOTO OCBiTNEHHA
let normals = calculateNormals(vertices: vertices)

// CTBOpPEHHA TEKCTYPHUX KOOpAUHAT
let texCoords = generateTextureCoordinates(vertices: vertices)

// CTBOpeHHA 1HAeKCiB AnA TPUKYTHUKiB
let indices = createIndices(vertices: vertices)

// ®opMyBaHHA reomeTpii

return buildGeometry(
vertices: vertices,
normals: normals,
texCoords: texCoords,
indices: indices)

Pucynok A.29 — Knac TerrainGeometryBuilder mst popmyBanns reomerpii

TPUBUMIPHOTO JIaH ATy

class TerrainScene {
func addTerrainGeometry( geometry: SCNGeometry) {
// CTBOpeHHs By3/a AnAa reomeTpiil
let terrainNode = SCNNode(geometry: geometry)

// HanawTyBaHHA TpaHchopmauyin
terrainNode.position = SCNVector3(e, @, ©)

terrainNode.scale = SCNVector3(l, 1, 1)

// [opgaBaHHA [0 cueHu
rootNode.addChildNode(terrainNode)

// HanawTtyBaHHA (i3ukm
setupPhysics(for: terrainNode)

Pucynox A.30 — Meton addTerrainGeometry juist iHTeTparii TpUBUMIPHOT

reoMeTpii TaHAmadTy B ClieHy
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class TerrainMaterialManager {
func setupMaterials(for geometry: SCNGeometry) {
// CTBOpeHHS OCHOBHOrO MaTepiany
let material = SCNMaterial()

// HanawTtyBaHHA 6a30BMX napameTpiB
material.diffuse.contents = UIColor.brown
material.roughness.contents = 0.8
material.metalness.contents 0.2

/ 3aCcTOCYBaHHA TEKCTYp
applyTextures(to: material)

’ HanawTyBaHHA A0AaTKOBUX edekTiB
setupMaterialEffects(material)

// Tlpu3HayeHHA MmaTepiany reometpii
geometry.materials = [material]

Pucynoxk A.31 — Knac TerrainMaterialManager juist koHdirypariiii MatepiaiiB

TPUBUMIPHOT Te€OMETPii

class LandscapeViewController: UIViewController {
// OCHOBH1 KOMMOHeHTW UI
private let sceneView: SCNView
private let controlPanel: UIView
private let generationControls: GenerationControlsView
private let terrainSettings: TerrainSettingsView

// MeHepxep cueHu

private let sceneManager: TerrainSceneManager

override func viewDidLoad() {
super.viewDidLoad()
setupUI()
configureSceneView()
setupGestureRecognizers()
}
}

Pucynox A.32 — Knac LandscapeViewController nist opranizarii Ul Ta kepyBaHHS

TPUBUMIPHOIO CLIEHOIO
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extension LandscapeViewController {
private func configureSceneView() {
/ HanawtyBaHHA SCNView
sceneView.delegate = self
sceneView.autoenablesDefaultlLighting = true
sceneView.allowsCameraControl = true

/ HanawTyBaHHA pEeHAEPUHTY
sceneView.antialiasingMode = .multisamplingaX
sceneView.preferredFramesPerSecond = 60

/ HanawTyBaHHs BifgobpaxeHHs
sceneView.backgroundColor = .systemBackground
sceneView.overlaySKScene = createOverlayScene()

private func createOverlayScene() -> SKScene {
let overlayScene = SKScene(size: view.bounds.size)
overlayScene.scaleMode = .resizeFill
return overlayScene

¥

Pucynok A.33 — Mertoau configureSceneView Ta createOverlayScene s

HaJAIITyBaHHA Bi3yai3allii TPUBUMIPHOI CIIEHU

class GenerationControlsView: UIView {
/ EnemeHTM KepyBaHHSA reHepauiei
private let heightSlider: UISlider
private let roughnessSlider: UISlider
private let generateButton: UIButton
private let resetButton: UIButton

/ HanawTtyBaHHA UI
private func setupControls() {
// HanawTyBaHHA crnaigepis
heightSlider.minimumvalue
heightSlider.maximumValue
heightSlider.value = 50

roughnessSlider.minimumValue
roughnessSlider.maximumvalue
roughnessSlider.value = 0.5

/ HanawTyBaHHA KHOMOK
generateButton.setTitle("Generate”, for: .normal)
resetButton.setTitle("Reset™, for: .normal)

// DopaBaHHA 06pobHMKiIB nmopiin
generateButton.addTarget(self, action: #selector(generateTapped), for: .touchUpInside)
resetButton.addTarget(self, action: #selector(resetTapped), for: .touchUpInside)

Pucynox A.34 — Knac GenerationControlsView mis inTepdeiicy kepyBaHHs

reHEPAL€0 TPUBUMIPHOTO JIAaHIIAPTY
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extension LandscapeViewController {
private func setupGestureRecognizers() {
// HanawTyBaHHA XecTiB
let panGesture = UIPanGestureRecognizer(target: self, action: #selector(handlePan(_:)))
let pinchGesture = UIPinchGestureRecognizer(target: self, action: #selector(handlePinch(_:)))
let rotationGesture = UIRotationGestureRecognizer(

target: self, action: #selector(handleRotation(_:)))

sceneView.addGestureRecognizer(panGesture)
sceneView.addGestureRecognizer(pinchGesture)
sceneView.addGestureRecognizer(rotationGesture)

Pucynok A.35 — Meton setupGestureRecognizers a5t 00poOKH kKEeCTiB Y

TPUBUMIPHOMY CEpPEIOBUILI

class MemoryManager {
// Kew gna TekcTyp
private var textureCache: [String: MTLTexture] = [:]

// Kew gns reomeTpii
private var geometryCache: [String: SCNGeometry] = [:]

// HanawTyBaHHA KewWwyBaHHA
private let maxCacheSize: Int = 10@ * 1024 * 1024

func loadTexture(named name: String) -> MTLTexture? {
// MNepeBipka Kewy
if let cachedTexture = textureCache[name] {
return cachedTexture

3aBaHTaXeHHA TeKCTYpH
guard let texture = loadTextureFromDisk(name) else { return nil }

KewyBaHHA TeKCTypu
textureCache[name] = texture

/ O4YMWEeHHA Kewy MNpuM HeobxipgHocTi
cleanupCacheIfNeeded()

return texture

Pucynox A.36 — Knac MemoryManager n1ist KenryBaHHS PECYpCiB TPUBHUMIPHOT

COCHH
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class MemoryManager {
// Kew pna TekcTyp

private var textureCache: [String: MTLTexture] = [:]

Hanaw aHHA KellyBaHHA
private let maxCacheSize: Int = 100 * 1024 * 1024

func loadTexture(named name: String) -> MTLTexture? {
/ MNepeBipka K
if let cachedTexture = textureCache[name] {
return cachedTexture

/ €HHS TeKCT
guard let texture = loadTextureFromDisk(name) else { return nil }

yBaHHA TeKCTypu
textureCache[name] = texture

/ OYMWEHHA Kewy npu H
cleanupCacheIfNeeded()

return texture

Pucynok A.37 — Knac TerrainOptimizer 11t onTumizaliii TpMBEMIpHOT reoMeTpii

3a JIOTIOMOT'OF0 PiBHIB AeTamizamii

000

class SceneUpdateManager {

* updateQueue: Dispatch

var isUpdating: Bool = false

¢ updateScene(with parameters: GenerationParameters) {
updateQueue.async { [weak self] in
self?.performUpdate(with: parameters)

nc performUpda with parameters: GenerationParameters) {

guard !isUpdating else { return }

isUpdating = true

{OF

let newGeometry = generateTerrainGeometry(with: parameters)

DispatchQueue.main.async {
self.updateSceneGeometry(newGeometry)
self.isUpdating = false

Pucynox A.38 — Knac SceneUpdateManager /st acCHHXpOHHOTO OHOBJICHHS

TPUBUMIPHOT CLIEHU
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extension TerrainScene {
func configureRendering() {
’ HanawTyBaHHA aHTUaniacuHry
sceneView.antialiasingMode = .multisampling4X

// HanawTyBaHHA TiHeWu
sceneView.shadowMode = .deferred

’ HanawTyBaHHA peHOEepPUHTY
sceneView.preferredFramesPerSecond = 60
sceneView.rendersContinuously = true

Pucynox A.39 — Meton configureRendering muist kondirypariii napameTpin

PEHAEPUHTY TPUBUMIPHOI CLIEHU



