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O0bekT HCCJIeJ0OBAHUA — 00BEKTOM HNCCJIICAOBAHUA SABJIAOTCA aJITOPUTMBI
HpOHCHypHOﬁ I'CHCpalouunu JIaH,ZIIHa(i)Ta d TaK JKC PAa3JIMYHBbIC TCXHOJIOTMU I'CHCPALINHU
BHUPYTAJIBHBIX MHPOB. B kauectBe npeamMeTa HUCCICOOBAHUA PACCMATPHUBAIOTCA
AJIT'OPUTMBI I'CHCPALIMKU ITYMOB, a4 TAKKC CHUMYJIAINA HpHpO,HHOﬁ 9pO3HUH. Tak xe
HCCICAOBAHLBI PA3JIMYHBIC aJITOPUTMBI 6I/IOMI/I33HI/II/I BHUPTYAJIBbHBIX MHPOB.

Lean padoThl — paccMOTPETh METOJBI T'eHEpaIMK pesibeda U OIEHUTh UX
3¢hHEeKTUBHOCTD. JJONOTHUTE CUCTEMY, 00€CTIEUNBAIOIIYIO TeHepaIluio Janamadra,
NPUMEHUMYIO TIPH pa3pabOTKe MPOJAYKTOB B TakuxX cpemax, kak UE4, Unity,
Blender 3d. Peanu3zoBath cuctemy OMOMH3AIMK BUPTYATBHBIX MUPOB, KOMOUHUPYS
pa3uyHbIC BUIBI JJAHIIA(TOB.

Meroabl HMCCaeJOBAHUSI — a) TEOPETUYECKHE: H3YyYECHHE JIUTEpaTyphl,
MOCBSIIICHHON TeHepaluu peajucTuyHoro janmmadgTa; ©O) MNpaKTUYECKUE:
TECTUPOBAHUE COBOKYIHOCTH METOJIOB C LIETIbIO BBISBICHUS UX 3(PPEKTUBHOCTU B
pa3IUYHBIX Kjaccax 3aaad.

Pe3yabTaramm SIBJSIIOTCA — CHUCTEMa, OOCCIICUMBAIONIAS MOJCIUPOBAHUE
napamMeTpoB peinbeda, UCHoib3yemas Tpu  pa3paboTKe MyJIbTUMEIUNHBIX
MPOAYKTOB PA3JIMYHOTO HAIIPABJICHHUS.

Ob6sacTh mnNpUMeHeHMS — WIPOBasl MHAYCTPUS, MYJbTUIUIMKALINS,
KuHeMaTorpadus, CAMYJISIHS TPUPOIHBIX SIBICHUH.
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KarouaBseis caoBel: BLENDER, POHJIDPIHI, JIAHJIITA®THI, [IITYM,
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A0'eKT nacjegaBaHHsA — a0'eKTaM JacieqaBaHHs 3'SYIIAOIIA alrapbITMbI
npalpaypHail reHepaupll JaHAmapTy. Y AKacll I[paaMeTa JAacie/laBaHHS
pas3risaaoLla alrapbITMbl TeHEpallbli IIyMOY, a Takcama CIMYJISALBIS TPbIpOAHAN
apo3il. ['3Tak xka pasrasganics po3HbIS aarapbITMbI O1sIM13a1lbll BIPTYaJIbHBIX MIPOY.

MbaThl mpanbl — pasriea3elb METaabl TeHepalbll panbeda 1 auaHilb 1X
adexThIyHacHb. PactpaniaBalis cicTamy, sikasi 3a0sicrieuBae reHepalbiio JJaHamadTy,
NPBIIATHYIO JJI1 pacmpanoyki npaaykray y Takix acspomussx, sk UE4, Unity,
Blender 3d. VYxapaninp cictomy Oismizanpli s BipTyaldbHBIX Mipoy, sIKis
CHay4arollb PO3HBIS THIIbI JJaHIIaTay.

Metaabl nacjieaBaHHA — a) TIAPITHIYHBISA: BBIBYUIHHE JTApaTyphl,
MpbICBEYaHal reHepallbll pralicThIYHara JauamadTy; 0) IpaKThIYHBIS: TICTABAHHE
CYKYyMHACI[l MeTaiay 3 MaTail BBISYIICHHS 1X 9(DeKThIYHACIII ¥ PO3HBIX KJIacax 3aj1ay.

Beinikami 3'syasiionma — cictaMa, skas 3a0scnedyBae  MajdJIsiBaHHE
napameTpay poasibedy, SAKYyH0 MOKaM BBIKAPBICTOYBAllb MPbl  PaclpanoyIibl
MYJIbTBIMEJBIMHBIX MPATyKTay po3Hara HaKipyHKY.

BoOsacub npbIMAHEHHSI — TYJbHSBAass 1HIYCTPBIS, MYJBTHILTIKALbIS,
KiHemaTarpadisi, CiIMyJIsiLbIs TPBIPOJHBIX 3'sY.



ABSTRACT
Graduate work, 70 p.,50 fig., 3 tables.

Key words: BLENDER, RENDERING, LANDSCAPE, NOISE, FRACTAL,
MAP HEIGHTS.

Object of research — the object of research is algorithms for procedural
landscape generation. The subject of the research is the algorithms for generating
noise, as well as the simulation of natural erosion. Various algorithms for the
biomization of virtual worlds were also considered.

Objectives — to consider methods for generating a relief and assess their
effectiveness. To develop a system that provides landscape generation, applicable to
product development in such environments as UE4, Unity, Blender 3d. Implement
a biomization system for virtual worlds by combining different types of landscapes.

Research methods — a) theoretical: study of the literature on the generation
of a realistic landscape; b) practical: testing of provided methods in order, to
determine their effectiveness in various classes of problems.

Results — a system, that provides modeling of the parameters of the relief,
used in the development of multimedia products in various directions.

Scope — game industry, animation, cinematography, simulation of natural
phenomena.



