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Kauouoam neoazo2ivHux Hayx,
ooyenm Kagheopu npukiaoHoi mamemamuxy ma iHhopmamuxu
Kumomupcokuii deparcasnuti ynisepcumem imeri leana @panka
MNPOLHEAYPHA 'EHEPAIIISI KOHTEHTY
Anomauia. Y oaniii cmammi po3enanymo noHAmMms ma 0cobausocmi npoyedypHoi

2eHepauiﬂ. O3HAUoOMAEHO 3 MONCIUBOCAMU MA nepcneKkmueoro 6UKOPUCMARHA

00NOMO2010 WYMIB, CMBOPEHHS MACUBY MICYEB0CMI 3a 00NOMO2010 NPOYEOYPHO2O0
meKkcmypysanus. Buceimneno enacmusocmi npoyedypHux mekcmyp.
Knruoei cnoea: npoyedypua cenepayis, npoyedypHe mekCmypy8aHHus, 2eHepayis
MeKCmypu, 81acmueocmi nPpoyeoypHUX meKcmyp.

Annomayusn. B oanHou cmamuve paccmompeno noHamue u 0COOeHHoCmu
npoyeoypHot cenepayuu. O3HAKOMIEHO C B03MONICHOCMAMU U NEPCNEeKMUBOU
UCNONIL308AHUS NPOYeJYPHOU 2eHepayuu, ee macuimabrnocmvio. Paccmompeno
2eHepayuIo meKcmypbl ¢ NOMOWbIO ULYMOS, CO30aHUe MACCUBA MECTHOCIU C

nomowbio npoyedyprno20 mexcmypuposanusi. OceeweHo ceoucmea npoyeoypHuIx

mexkcmyp.
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Kniouegwie cnosa: npoyedypnas cenepayus, npoyedypHoe meKcmypupoeanus,

2eHepayusi meKCmypbl, CEOUCMBA NPOYEOYPHBIX MEKCMYP.

Annotation. In this article the concept and features of procedural generation.
Familiar with the possibilities and prospects of procedural generation of scale. We
consider the generation of textures using noise, creating an array of terrain using

procedural texturing. Deals with the properties of procedural textures.
Keywords: procedural generation, procedural texturing, generation texture,
properties generation texture.

[IpouenypHa reHepaiis 1€ MMPOKO MOMIMPEHUNA TEPMIH B PO3poOLi irop, 1 He
TUIbKU. BiAHOCUTBCS 10 KOHTEHTY, SIKMM CTBOPIOETHCA 3a JOIOMOTOI0 Oy/b-SIKOTO
aIropuT™My, a He Bpy4yHy. B oOumcnroBanbHIN TEXHIIll, MpOUEAypHA TeHepauls €
METO/i CTBOPEHHSI JAaHUX AJITOPUTMIYHO, @ HE BPYYHY. Y KOMM'IOTEpHiN rpadimi e
3a3BUYail BUKOPUCTOBYETHCS JIJIsl CTBOPEHHS TeKCTyp Ta 3D mozeneil. Y Bimeoirpax
BUKOPUCTOBYETHCS JJIsI CTBOPEHHS T€OMETPil PiBHA, KBECTIB Ta peaMeTiB. IlepeBaru
IPOIICAYPHOI IeHepallii BKIOUYaTh B ce0e MeHIl po3mipu (aitiiB, Beauki oOcsaru
KOHTEHTY, 3MEHIIICHHs 4yacy po3poOKH, a TaKOX JJisi He Tepen0adyBaHOCTI IrPOBOTO
nporecy [1].

MeToto 1aHO1 CTATTI € BUCBITIUTH OCHOBHI OCOOJIMBOCTI MPOIEAYPHOT TeHEpallis,
reHepallisi TEKCTypH Ta i BIACTUBOCTEN.

Xoya cydacHl KOMM'IOTEpHI Irpy HE MalTh OOMEXEHHS 100 NaM'saTi Ta
amapaTHOro 3a0e3leyeHHs, Kl paHiie OyJau Uil irop, BUKOPUCTaHHS MPOIIeTyPHOI
reHepallii 4acTo 3aCTOCOBYIOTH JJIi CTBOPEHHSI PaHJIOMI30BaHOI T'PH, KapTH, PiBHIB,
CHUMBOJIIB 200 1HII1 aCTIEKTH, SIKi € YHIKATbHUMHU Ha KO)KHOMY MTPOXOJIKEHHI.

Y 2004 poui PC Big mepmoi ocobu Oyno BumyiieHo mij Ha3Boro .kkrieger, B
AKOMY IHTEHCHUBHO BHUKOPHCTOBYBAJIM IMpPOLEAYpPHY TeHepalito. Maiwouun po3Mmip
BCbOTO B 96 kimoOaiiT rpa He mocTynana y rpadiil TOrOYacHUM MPOEKTaM, sKi
NoBUHHI Oynu Bumyckatucs Ha DVD-mguckax, yacto Oinbln HiXK 2 rirabaiita B

po3wmipi, a 1ie Oibire B 20000 pasis [2].
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baraTo cyyacHuX irop BUKOPUCTOBYIOTH MPOLIEAYpPHY T'€HEpAIiI0 irpOBOTO PiBHA,
npukianu takux irop Dwarf Fortress, Minecraft, Terraria, Starbound, Craft The
World, FTL, The Binding of Isaac, Spelunky Ta ixmi.

400 MinmpsipaiB 30psHUX cucTeM Tanaktuku Yymanbkoro Illnmsxy B nmanuii yac
nporeaypHo reuepyerbcsi B Elite: Dangerous B icTuHHOMY MacimiTabi. Bunyiiena B
2014 porii, Ha TaHWIT MOMEHT T'pa Ma€ peati3alliro IpoIeaypHOI TeHepallii MoBepXOHb
IUIAHET TAaKOXK IJIAHETAPHOI ITOCATKH.

No Man's Sky Oyzae BumymieHna B uepBHi 2016 poky, 1€ rpa J03BOJSIE€ TPaBIsIM
JOCJIIKYBATH TIJIAHETH, 1K1 TEHEPYIOThCS IPOLIEAYPHO. 3a CIIOBaMU PO3POOHHUKIB, 1€
JI03BOJISIE pealli3yBaT OUIbII HIXK 18 KBIHTHIIBMOHIB MOXKJIIMBUX I1aHeT. [InaneTn, ix
penved, moroay, dbaopy 1 payHy Bce OTpUMAaHO 3a PaXyHOK BHUKOPUCTAHHS OJHOTO
qKClIa TaK 3BaHOTO «3epHa» [3].

3 BHIlE HaBEACHUX NPUKIAAIB BXKE MOXHA MPEACTABUTH MOMIJIHBOCTI
npoueaypHoi reHepailii, ii Macmrabu. CaMe 3a BEIUKY KUIBKICTh MOMJIMBUX
00’€KTiB, SIKI UMOBIPHO 3r€HEpYyBaTH MAIOYM JIMILE OJHE YKCIIO, 4 CaMe€ «3EPHOM,
CTaJI0 MEPCIEKTUBOIO MOAAIBIINX JIOCTIKEHb MPOIEYPHOI reHepartii.

Posrnsnaerbes nuie mMajia yaCTUHA aJITOPUTMIB MPOIIEAYPHOT IreHepalii, a came
reHepallis TeKCTYpH 3a JOIOMOTOI0 IyMiB, HampuKiIaa myma mig Hassoro Perlin,
Tako>X CTBOPEHHsSI MacHMBY MICIIEBOCTI 3a JOIOMOIOK TEKCTYp, Kl 3T€HEPYyBaAIUCH
paHiuie.

[IpouienypHe TEKCTypyBaHHS - METOJ CTBOPEHHS TEKCTYp, TIPH SKOMY
300paXC€HHS TEKCTYpU CTBOPIOETHCS 3a JOMOMOTOI0 OYAb-SKOTO MPOILETYyPHOTO
ANTOPUTMY.

Hatikpariite mporiec mpoienypHOro TeKCTypyBaHHs IPEICTABUTH y BUTIISIII OJIOKIB
(onepatopiB). IcHye Tpu UM OJIOKIB: reHepaTopH, GUILTPH, JOTIOMIXKHI.

Koxen reneparop 1 ¢unsTp peainizye Oyab-sKoi mpoueaypauii anroput™. Koxen
0JIOK Ma€ CyKyHHICTh mapaMerpiB. HaBiTh SIKIIIO HE BUKOPHUCTOBYBATU TAKy CXEMY,

BCC OHO BOHA 3BOAUTHCA 10 ObOTO 3araJibHOI'O BUIIA/IKY.
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JIJ1st CTBOPEHHS «IIPUPOTHUX» TEKCTYpP, TAKUX K JACPEBO, TPAHIT, METAJI, KAMIHHS,
J1aBa B SIKOCT1 (DUIBTPIB BUKOPUCTOBYIOThCS (hpakTasibHui 1iyM (aHri. Fractal noise) 1
nopucti TekctypH (anri. Cellular textures).

BractuBocTi mpornienypHUX TEKCTYD:

1. Obopomnicms. Y mponeaypHii TekcTypi 30epiraerbcs Bcs IcTopis 1l
CTBOPCHHSI.

2. Manuii po3mip (AKIIO B SKOCTI BUXITHUX aHUX JIO TPOIETYPHUX AJTOPUTMIB
BUCTYIIAIOTh TUIBKU YMCJIOBI 3HAUCHHS).

3. Heobmeorceny Kinokicme e6apiayiil TIpU BUKOPUCTAHHI CTOXAaCTUYHUX (IO
BUKOPUCTOBYIOTh T€HEPATOP MCEBIOBUIAIKOBUX YUCEN) aJITOPUTMIB.

4. Macuumabosanicms 10 OYyIb-SIKOTO PO3MIPY (3JICKUTH Bl MPOIEAYPHOTO
IBrKKa / 610mioTexn) [3].

OmHOYacHO 3 MiJICYMKOBOIO TEKCTYPOIO AYXKe JIETKO BHUXOIATH alpha-, bump-,
reflect-xapru.

IcHye kimac mporpam, 1m0 J03BOJISIIOTH CKOPUCTATUCS TEepeBaraMu MpoIeaypHOI
reHepaiii Tekctyp. Takumu mporpamamu €: Adobe Photoshop, Adobe After Effects,
Corel PhotoPaint, Autodesk 3ds Max, Autodesk Maya, Modo, Filter Forge, Genetica,
MaPZone, DarkTree, Texture Maker, .werkkzeug.

3 BUKOPHUCTaHHSIM TPOLETypHUX TEKCTyp Oynu BumyieHi rpu: .kkrieger, Spore.
Sk 1 y Bigeoirpax, OpoueaypHa reHepallisi 4acTO BUKOPUCTOBYETbCA B KIHO, 11100
MIBUKO CTBOPIOBATH BI3yaJIbHO MIKaBUM 1 TO4HI mpoctip. [Ipouenypna renepartis
HaOyBa€e HalPI3HOMAHITHIIIMX 3aCTOCYBaHb.

Cnucok BUKOPUCTAHUX JIKepeJT:
1. IIpouenypHoe TekctypupoBanue [EnektponHuil pecypcl: — Pexxum mocrymy:

https://ru.wikipedia.org/wiki/ ITpouienypHOe _TEKCTYpPHpPOBAHUE.

2. Procedural generation [Enektponnuii pecypc]: — Pexum moctymy:

https://en.wikipedia.org/wiki/Procedural generation.

3. Procedural Content Generation in Games [Enextponnuii pecypc]: — Pexum

nocryry: http://pcgbook.com.
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