PO3POBKATPA B
UNREAL ENGINE 3

BUKOPUCTAHHAM LLI

BukoHaOB N'ycap Kupumao tOpinosmy
HaykoBui KepiBHUK: bopo3zeHHUM Ceprin OAEKCAHAPOBMY




MeTa poboTH

o Po3pobka rpm B Unreal Engine
o IMMAAEMEHTALLM B HiM LLTYYHOTO IHETAEKTY

o IMAAEMEHTALL TO AOCAIAXKEHHS AQATOPUTMIB reHEePALLil AQHALLIAJOTY




3acobu peaAisaLLll

o MOBQ NPOrPAMYBAHHA C++ TA MOBA BI3YyOABHOTO MPOTPAMYBAHHSA Blueprint, AA9 CTBOPEHHS LLUTYYHOrO
IHTEAEKTY

o LLym MepAHO AAS TeHep ALl AQHALLOJOTY




[lepeBarm Ta HEAOAIKM LLIym TlepAIHO

o 3ABXAM FTEHEPYE HEMEPEPBHY MAOLLLMHY
o PPAKTAAbHMM

o Ma€ BUCOKY OBYMCAIOBAABHY CKAQAHICTb (O(N) AAS KOXHOI OnepaLil reHepaLll LLyMY, A€ N — KIAbKICTb
BUAMIPIB)




[ToByAOBA LLIYMY [1E€PAIHO

o [eHepaLuid BUNMAAKOBUX MPOAIEHTIB

o |[HTEPMNOAALLA 30 AOMOMOro AoyHKLLI Smoothstep
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[lepeBar1 T HEAOAIKM

[e]

[e]

[e]

[eHepYyE AMCKPETHUM AQHALLIAQOT.

[e]

MOXAMBI APTEdOAKTH (KBAAPATU, POMOMU)

o € CTOXOACTUYHMM

€ NMOPIBHAHO LLIBUAKMM AATOPUTMOM FrEHEPALLI AQHALLAJOTY

PeKkypCHBHUIM, CKAQAHICTb 3pOCTAE 3i 30IAbLLUEHHAM TAMOUHU

Diamond-Square




Oraga aaropmntmy Diamond-square
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diamond square diamond square
Diamond: Square:
1. |al.lbl.lc|.|d]| =md 1. L= (x(b)-x(a))/2
2. |IMID|=(|a|+|b|+|c|+|d])/4 2.TOP = (x(MID);y (MID)+L) RIGHT = (x(MID)-L; y (MID))
MID = ((x(c)+x(a))/2; (y(c)+y(a))/2) BOTTOM = (x(MID);y (MID)-L) LEFT = (x(MID)+L; y(MID))
3. |TOP| = (|MID| + |a| + |b]|)/ 3+ md ILEFT| = (|MID| + |b]| + |c])/3+ mnd

|BOTTOM| =(|MID| + |d| + |c|)/3+md |RIGHT| =(|MID| + |a]|+ |d]|)/3+nd




OragA PEAAIBOBAHMX METOAIB reHepaLLll

Basic Simple Perlin Complex Perlin Diamond Square
Procedural Generation Procedural Generation Procedural Generation Procedural Generation

Polygon Size 128 XSize 256 XSize 256 Polygon Size 600

Vertex Number 32 Y Size 256 Y Size 256 Vertex Number 64

UV Scale 16 Z Multiplier 1420 Z Multiplier 5 UV Scale 500

Lanscape Height 72 Scale 32 Scale 32 Lanscape Height 24000
Noise Scale 100 Noise Scale 100




Pe3yAbTAT 30CTOCYBAHHA METOAIB




Pe3yAbTAT 3ACTOCYBOHHA METOAIB




Pe3yAbTAT

o LLII BCTPOEHI B BOPOriB

o POBOYMM TEHEPATOP AQHALLACDTY (B KIABKOX PI3HMX PEeaAIZALLAX)




BMCHOBKMU

[e]

ByAO NPOBEAEHO AETAABHMM AHAAI3 BUKOPUCTAHHA MATEMATUKM B IO AX

[e]

PO3p0BAEHO TA MOPIBHAHO PI3HI CUCTEMM MPOLLEAYPHOI rTEeHEPALLI AQHALLIQADTY

[e]

ByAO NPOAEMOHCTPOBAHO, LLLO NPOLEAYPHA reHepaLd 30iAbLLYE PIBHOMAOHITHICTb PIBHIB, TA 3MEHLLIYE
HABAHTOXKEHHS HO TEMMAM3AUNHEPIB

[¢]

ByAO BM3HAYeHO, LLLO Unreal Engine A0Bpe NIAXOAMTb AAS MOAIDHUX MPOEKTIB
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