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Llleuokuti po3eumox mexHo02itl BUMA2A€E B00CKOHANIO8AMU NIOX00U 00
PO3poOKU npocpamnozo 3abesneyenns. Ilpu cmeopenui peanvhozo cepedosuuia
Y CUMYIAMOPAxX i MpeHaj cepax 8adciugor YacmuHow € MOOENI08AHHS PebEQDY
micyesocmi abo nanowagmy. Texnonocis «unrealy ooszeonse cmeoprosamu
GIACHI pYywlii ONs1 PO38°A3aHHA NPUKIAOHUX 3A80AHb, MOMY OO0CHIONCEHHS
ocmannix pospobok, a came Unreal Engine 5, ons ecenepayii mpusumipnux
Mmooeell 1IaHOumaghmy 8 pexcumi peaibHo2o 4acy € aKkmyaibHo0 3a0ayero.

B cmammi nasooumwscs awnaniz icuyrouux npobaem npu Mooeno8aHHi
penveghie micyesocmi 6 pedicumi peanvHozo uacy. Jlanowagm 6yoyemvcsa y
8U2A0T BOKCENbHOI MOOe, KA PopMyEmMbCs HA OCHOBI 3HAUEHb [30N0BEPXHL.
3HauenHs1 130NOBEPXHI BUZHAUAIOMBCA CKANAPHUM noaem. [nsa eizyanizayii
Mmooeni  3acmocosyemvcsi  Kybiune 6ioobpadicenHs. [{nsa  nozbaenenus 6io
HAOMUWKY THhopMayii NPONOHYEMbCS CKOPUCTAMUCS HCAOTOHUM ANCOPUMMOM,
AKUU NPU3800UMb 00 2eHepayii NOi2OHANLHOL CIMKU 31 3MEHUEHON KINbKICMIO
eeomempii. Ilepexio 6i0 okcenvHo2o nanouiaghmy 00 NoNicoHI8 30IUCHIOEMbCSL
080Ma WIIAXAMU HA OCHOBI All20pUMMIE NOBEPXHEBUX CIMOK Ma MApUUPYIOUUxX
kybie. Hasoosmovcs ncesdoxkoou ancopummis. J{nsa no3oaeienus 6i0 3ampumxu
20JI06HO20 NOMOK)Y NPONOHYEMbCS PO3OLIUMU 3A60AHHA NO i3yanizayii 3a
PiZHUMU nomoKkamu. Buznaueno 3a0aui, siKi MOMXCHA BUKOHYBAMU HA 20JI08HOMY |
Ha 000amKo8oMy HNOmokax. Bokcenvruii nanowagpm 0y0yemovcs Ha OCHOBI
WMAamKi6 NOBEPXHI, WO 3MEHULYE HABAHMAICEHICb HA 8I0eoKapnL).

Pospobneno npoepamne 3ab6e3neuennss ma npogedeno U020 mecmy6anHs 3
0OHAKOBUMU NAPAMEMPAMYU HAAWMYBAHHS 015 pi3HUX ancopummie. Haeeoeno
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pe3yibmamu  mecmy8aHHs ma NOKA3AHO 3MEHUEHHsT 3AMPUMKU  20J108HO20
NOMOKY NpU 3ACMOCY8AHHI NPUHYUNy Oacamonomoxkogocmi. /s npoyedypHoi
eenepayii 1anowagpmy 3acmocosana siokpuma 6ioniomexa FastNoiseLite, dis
CMBOPEHHS 3PYYHO20 iHmepghelicy HANaumysanb SUKOPUCTIOBYEMbC CUCTEMA
epagiunoeo ckpunmuney Visual Scripting Blueprint, ozs pospobku naaziny C++
ma Visual Studio 2019.

Kniouosi cnosa: mpusumipna mooenv, 60KcenvbHUll PYWlitl, MeEXHON02Li
Unreal Engine,  6acamonomoxosicme, anecopumm Mapuupyrouux Kyois,
AN2OPUMM NOBEPXHEBUX CIMOK.

Ilocmanoexka npoonemu. Onniero 13 chep 3acTOCyBaHHS KOMIT IOTEPHOL
rpadiku € Bi3yami3alis 300paKeHb Yy CHUMYJATOpax 1 TpeHaxepax. 3a
JOTIOMOT'OK0 KOMIT FOTEPHO-MEXAHIYHUX NPHUCTPOIB MOJENIIOIOTHCS CUTYyalli SKi
HAOJIMKEHI JI0 PeaIbHOTO CEepeOBUIA Ta J03BOJIAIOTH OJECPKYBAaTH HABUYKU
JUTS KepyBaHHS CKJIaJIHUMHU TEXHIYHUMH MPUCTposiMu [1]. BaxkinBoio 4yacTHHOIO
OyIp-SIKOTO TpEHa)Xkepa € CTBOPEHHS TPUBUMIPHOI MOJEN HABKOJIMIIHBOIO
CepelIoBHUIla, OCHOBHOIO YACTUHOIO SIKOi € nanamadT. EQexTuBHUX MeTOAIB Ta
aNTOpPUTMIB Bi3yamizamii jJaHamadTiB y pealbHOMY dYaci Hapasl iCHye Oarato
[2,3,4], ane y 3B’A3Ky 3 MIBUAKHM PO3BHTKOM HOBHUX TEXHOJOIIH BHHHKAE
norpeba y aganTamii Ta BIOCKOHAJICHHS MIAXOMIB JI0 HOBHX PO3POOOK,
CTBOPEHHsSI 1HCTPYMEHTIB I pO3pOOKM Ta HaJAITyBaHHA MOJIEJeH,
ONTHMI3alll TMpOIEciB Bi3yami3amii s BHUBEACHHSI OO0 €KTIB B PEXHUMI
pealbHOTO Yacy. 30KpeMa, 3acTOCyBaTH TexHoJorito «unrealy, sika Hamae
JIOCHTh BaroMi repeBaru, a came, KpocriaThOpMHICTh, CIIPOIICHHUHA Ta MBU KM
npoiec pPO3poOKH, 3HIKEHHS BapTOCTI pO3poOKM Ha BcCix eramax. Jlus
CTBOPEHHSI CKJIAAHUX pelabe(iB, IHTEPAKTHUBHOI Ta AMHAMIYHOI iX 3MIHH Y
peabHOMY Yaci JOIIIBHO 3aCTOCOBYBATH BOKCEIbHUU pyiit [5], skuii MoxxHA
BUKOPHCTOBYBaTH JJIsi TMOOYJOBH, JOCHI[UKCHHS Ta aHami3y CKaISIpHUX
CepeNoBHINl 4YM OONacTel 3HaueHb, IO TMPU3HAYCHI [UISI MOJCIIOBAHHS
JTUCKpETHUX 00’ €kTiB. ToMy BHpIllIEHHS 3a]ja4l CTBOPEHHS peibedy MiCIIEBOCTI
Ha OCHOBI HOBHMX TexHojoriii Unreal Engine 3i CTBOpPEHHSM 3py4YHOTO
iHTepdeicy KopucTyBaua I TeHepallil TPUBUMIPDHUX MOJIETEH B PEKUMI
peasbHOrO Yacy € akTyalbHOI0 MPOOIEMOIO.

Ananiz ocmannix oocnioxcensv i nyonikayiu. Terdepom Yibpixom [2]
3aIPOIIOHOBAHO MPEJCTABIIATH BEJIHMKI OOCATH JIAaHKX PO MICIIEBICTh HA OCHOBI
dbparmenroBannx LOD piBHiB, mo g03Bossie BimoOpaxkaTu iX B pPeXUMI
peanbHOro 4yacy. ABropamu poOoTH [3] MPOBOASTBHCS JOCIHIIKCHHS CTOCOBHO
e¢()eKTUBHOTO BBEJCHHS Ta BUBEACHHS JTaHMX, HAJAEThCS CMOCIO PO3MIIIECHHS
JaHWX I8 OpucKopeHHs Bisyamizamii. Jlocmigaukamu 3 HTY «XIIl» [4]
MIPOTIOHYETHCS TTOOYy0Ba Mozenl jJaHamadTy 3a CYNMyTHUKOBUMH 3HIMKaMH 1
MoJIEeM BHCOT. 3alpONOHOBAHUNA METOJ JO03BOJISIE OTPUMYBATH PI3HI THUIH
nasaqmapTiB 'y  OyAb-fSKMX NPUPOJHO-KIIMATHYHUX yMOBax Ta HaJae
MO>KJIMBICTh JIJISI CHHTE3y POCIMHHOTO MOKpoBYy. Jlyis Bizyaumizariii mpupoIHuX
penbediB B peaibHOMY 4aci B poboTi [6] Hamaetbes crpykrypa GPU, a Takox



13

iH(dopMaIlisi CTOCOBHO IMOOYJOBM €KOCUCTEMU 3 MIHIMAJIbHOK KIUIBKICTIO
nonepeaHbo 30epekeHnx AaHux. BeO-Bizyauizaliio B peKUMi peaIbHOIro 4acy
IIOBHOTO TPUPOJHOTO CEPEIOBUINA MPONOHYIOTh aBTopu myOmikamii [7].
Mopenb pOCIMHHOCTI BIIOCKOHAIIOE MPOLIETYpPHE CTBOPEHHS EKOCHCTEM Ta
MOJIeNIIOBaHHS JaHaAmagdry.

@Dopmyntweanna uyineu cmammi. MeTol0o poOOTM €  CTBOPEHHS
OPOrpaMHOro 3a0e3MeueHHs Ul MPOLETypHOTrO (OpMyBaHHS BOKCEIBHUX
naHamadTiB  Ha OCHOBI  130MOBEPXOHb 3  3aCTOCYBaHHSAM  IPHUHITUITY
6araTomnoToKOBOCTI Ha OCHOBI TexHouorii UES.

Ocnoena uwacmuna. Pymii Unreal Engine 5 (UE5) Gyno npencrasiieHo
HEIIOJaBHO 3 HOBUMHU MOJINIIEHHSAMHU aHIMalli, 3ByKY, TEXHIYHOI Ta rpadiuHOi
ckinanoBoi [8, 9]. Texnomorii «unrealy» m03BOJISAIOTE BUKOPUCTOBYBATH IX SIK
OCHOBY JJIsl CTBOPEHHS BJIACHOTO PYIIisl JJIsi pO3B’SI3aHHS MPUKJIAJIHUX 3aB/IaHb.
Hapa3i KUIbKICTh pillieHb AJi1 HOBOi Bepcii € Jyxe oOMexxeHuM (oQimiiHuit
mara3uH kommanii Epic Games). s cTBOpeHHs 3pydHOro iHrtepdeicy
HaJIAITYBaHb BUKOPUCTOBYETHCS CHCTEMa IpadiyHOTO CKPUNTHHTY OIIOTIPUHT
Visual Scripting Blueprint, a st po3po0ku utariny C++ ta Visual Studio 2019.

bynemo MojenoBaTH BOKCENbHHMM JaHImIapT Ha OCHOBI 3HAYEHb
130MOBEPXHI, KA 3a/Ia€ThCS CKAJISIPHUM TI0JIEM, B KOXKHINA TOUYIIl ITI€i MOBEPXHI
32/1a€ThCSl HAaMEHINIA BiJACTaHb BiJ I1i€l TOYKH 1O IMOBEPXHI, IO MPOXOJUTH
yepe3 BCIO TpUBHMIpHY oOmacth. Ha puc. 1. mokaszanHa o01acTh IMUJIBHOCTI
MOBEPXHI Y TPUBUMIPHOMY TTPOCTOPI.
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Puc.1. O0nacTh MUJIBHOCTI TOBEPXHI Y TPUBUMIPHOMY IIPOCTOPI

Taka 130MOBEpXHS 3a7a€THCI MACUBOM, KWW 30epirae 3HaYCHHS B1JICTaH1
B miamasoni [-1,1], gKmio 3HaueHHS «-1» - TOYKA HAXOAWTHCS B CEPEAHHI
MOBEPXHIi, «1» - Touka 3a Mexxamu noBepxHi. [Ipu 06’eHaHHI 8 CyCITHIX TOUOK
YTBOPIOKOTHCS KOMIPKH CITKH. J[J1s MoOyM0BH Ta BiIOOpaKeHHS IMOJIITOHAIBHOL
MOBEPXHI AITOPUTMH BHKOPUCTOBYIOTH 1H(OPMAIIIIO PO MEPETUH 130MOBEPXHI
pedbpamu KyOiB.
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Jns moOynoBH BOKCENIbHOI MOAENI BiJIOYBAa€ThbCS MPOXiA MO KOXKHIN
KOMIpPII CITKM Ta BU3HAYA€ThCS 3HAYEHHS 130MOBEPXHI B KOXKHIN 13 8§ BepuIMH,
SAKIIO BEpUIMHA MAa€ BiJ €MHE 3HA4YeHHs, OyayeTbcs KyO 3 12 TPUKYTHUKIB.
[ToGynoBa BOKCeNiB B cepeliHI MOJACHII HE JOIIJIbHA, TOMY BiTOOpa’KarOThCS
JIMIIE BOKCENI, M0 3HAXOJAThCA HAa mMoBepxHI. I BimoOpa)keHHs JUIIe THX
rpaHell, SKi BHJAMMI KOPUCTyBaueBl 3aCTOCOBYETHCS METOJ| omTuMizalli Face
culling. Ha pwuc.2. HaBeneHo TpHWKIAL TOOYIOBAaHOTO JaHAMAPTy 3a
JIOTIOMOT'O0 KyO14HOTO BiJIOOpaKEHHS.

Puc.2. BokcensHuil tanamadT Ha OCHOBI KyOIYHOTO BiJOOpaKeHHs

Ky0iuna BokcenbHa MoOJieNb Ma€ HaIMIIOK 1H(opmarlii, To0To OaraTo
CIIUJILHUX PUC MalOTh TpaHi mojeni. (s onmTumizamii 1[bOro mpolecy MOKHa
ckopucTatucs xafaionum anroputmom [10], skuii m03BoJIsIe 00’ €qHATH BOKCEITI
31 CIIIJILHUMH O3HAKaMU B OJIMH YOTHPUKYTHHK. 3ajada 3BOJIUTHCS JI0 reHepartii
MOJIITOHAJIBHOI  CITKM IS JIBOBHUMIPHOTO TOMEPEYHOTr0 TMepepizy, ToOTO
BUKOHYETHCS JICKOMIIO3UIlISA 3ajadi Ta Tepexi 13 JBO- J0 TPHUBUMIPHOTO
npocropy. Ha puc.3. HaBeaeHO MCeBIOKO/T Ka1i0HOTO alTOPUTMY.

MpoWTM B HanpaAMKy KOXHOI i3 rpaHen Kyb6a

BU3HAYMTM Tabnuuw 3AUTTS;

MpoNTU MO KOXHOMY BOKCE/IW ABOBMMipHOro nepepisy
3HaAUTU MNOYaTKOBWA BOKCEJb;
MponTn B HanpaAMKy X MOKWM He 3HangeTbCA BOKCENb
BiAMiHHMI Big MOYATKOBOro;
MpoMTK B Hanpamky Y, 3 NiATpUMKOW 3HaWgeHoi
WMPUHM MO X, MOKKW He 3HaWAeTbCAa BOKCesb
BiAMiHHMA Bijg MOYaTKOBOro;
MobyayBaTu rpaHb Ha OCHOB1 MOYaTKOBOrO
3HA4YeHHA Ta KiHUeBOro;
MpoiHiuianisyBaTu TabAMuw 3IUTTS;

Puc.3. IlceBaoko »ai0HOTO aJITOPUTMY Y BOKCEJIbHINA MOJIEN1
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Ha puc. 4 naBegeHo BOKceNbHUN JaHAmA(T, KU OyJI0 MOOYI0BaHO HA
OCHOBI PO3pOOJIEHOTO aJrOpUTMY, 32 JOMOMOTOI0 SKOTO 3HAYHO 3MEHINUJIACH
KUIBKICTh T€OMETPII.

Puc.3. OntumizoBaHuii BOKCeIbHUN JaHaIIa(T HA OCHOBI JKa/110HOTO
AITOPUTMY

[Tpukman moOya0BaHOTO IMIMaTKa BOKCEIBHOTO JaHAmMAPTy Ha TUIONIMHI
Ha OCHOBI KaJ{I0HOTO aJITOPUTMY HaBEACHO Ha puc.4.

Puc.4. IlImaTok BoKcenbHOTo JaHaAmadTy Ha OCHOBI XaJl0HOTO alrOPUTMY

Jlist mepexoay BiA BOKCEIBHOTO JaHAMA(TY 10 MOJIFOHAIBHOI CITKU
3aCTOCOBYETHCSI QITOPUTM MOBepxHeBuXx citok [11]. Tlpum BukopucTtanHi
KJAaCHYHOTO alTOPUTMY BH3HAYAIOTHCS IMOBEPXHEBI BOKCENi Ha OCHOBI
IHTEpNOJALIi LEHTPIB IIECTH CYCIOHIX BokcemiB. HailOuibin epekTuBHUM €
IpolLieC IHTEPIOJISIIT Ha OCHOBI TOYOK MEPETHUHY rpaHelt 3 13omoBepxHero. Ha
pucC.5. HaBeJIEHO MCEBIOKO/] MIEPEXOy Bl BOKCENIB J0 MOJIIroHiB. BokcenpHui
nagamadr, o MOOyJOBaHMW HA OCHOBI METOJYy IOBEPXHEBUX CITOK
npenacTaBiieHo Ha puc.6. OIHHUM 3 PO3MOBCIOJDKEHUX AJITOPUTMIB NEPEXOAY J0
BOKCEJILHUX TJIQJKKX TOBEPXOHb € AITOPUTM KyOiB, 0 MapmupyoTh [12]. Llei
AITOPUTM € CTAaHJAPTHHUM I1IX00M IIPU MEPEXO0/1 Bl BOKCeMiB (puc.7).
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Jnst  mpouenypHoi reHeparii JgaHAmadTy Ta OTPUMaHHS 3HAYEHb
130T0BEpXHI BUKOPUCTAaHA Bigkpura 0i0mioTeka renepaiii mymy FastNoise Lite
3 BIJIKDUTUM KOJIOM, IMUPOKHM CIIEKTPOM HAJAIITYBaHb Ta AJITOPUTMIB, SKa
J03BOJISIE TOCSATATH BUCOKOT MPOAYKTUBHOCTI.

MpoWTK NO KOXHiIW Toyul TpuBMMipHOro macusy
BU3HaYuTK 7 CycigHix BepuwuH;
AKWO BepwMHW BOKCENA MawTb 3MiHHI 3HAYeHHA;
MpoiT No BCiXx 3HaWAeHUX BOKCensax
MpouTu no Bcim pebpam
Akwo pebpo nepeTUHAE NOBEPXHKW
BM3HAYUTU TOYKY MNepeTuHy;
IHTepnoneBaTH UeHT BOKCenA BiAnosigHo A0 TOYOK

NpoiTu no Tpbom pebpam
Akwo pebpo nepeTMHaE NOBEPXHK
3HaNUTU UeHTpanbHi TOYKM cycigHix Bokcenis
Ana AKux pebpo € cninbHum;
NobyayBaTu rpaHb Ha OCHOBL YOTUPbLOX
LUeHTpaNbHUX TOYOK;

Puc.5. [lceBaokoa aroputmMy nepexoy BiJl BOKCEIbHOI MOJIENI JI0
[IOJIITOHAJILHOTL

Puc.6. Bokcenpnuii nanamadr, o noOy10BaHUM Ha OCHOB1 METOIY
MOBEPXHEBUX CITOK
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Puc.7. BokcenpHuii nanamadr, 1o noOy10BaHU HA OCHOBI METOTY
KyO1B, 1110 MapIIUPYIOTh

Jns BimoOpaxkeHHs penbedy y pEeKHUMI pealbHOTO Yacy 3acTOCYEMO
miaxig 0araToOMOTOKOBOCTI, a caMe CHCTeMY aCHHXPOHHHMX 3aBaaHb [13].
Pozpinumo 3aBmaHHs Bi3yanizailii MOBEpXHI MO PI3HUM MOTOKaM: MEPEHECEMO
BU3HAYCHHS 3HAYEHb 130MOBEPXHI (aHl PO BEPTEKCH, HOpMaJll, TPUKYTHHUKH )
Ta TOOYZOBY MOJITOHAIBHOI CITKM y JOJATKOBUH TOTIK. B 1ibOMy BHUNAAKY
30UTBIITY€ETHCS YaCTOTA KAJIPiB Ta HE BUKOHYIOTHCS 3aTPUMKHU T'OJIOBHOTO TMOTOKY
Ta CTPUOKH MPOAYKTUBHOCTI (pHC.8).

MoBHUK NOTIK [oaarkoBun noTik [logarkoBui NOTIK MoBHKMK noTik
vlr \
lmulamasaum ‘Obpaxyox | ( Tlobyaoea "p;faﬁt"”
—> 33HYEHb ONIrOHaNbLHO| —>» - >
umam senxil i NONIroHanbHoI

CITKM WMaTKy

Puc.8. CtBopeHHs1 6araTonoToOKOBOTO PEXKUMY JJIs IIIMATKa TTOBEPXHI

Bokcenpauit pymiii 0yso po3podiaeHo B cepenopuii Visual Studio 2019
Ha ocHoBi C++ 3 3acrocyBanHsM 6i0OmioTexu mymiB FastNoiseLite sk okpemy
nigcuctemy UEDS. Jlng TtectyBanHs Oysn 3po0JieHI HACTYyIHI HalAITyBaHHS:
po3Mip ImIMaTka TMOBEpXHI — 32 BOKCEJs; BCTAHOBJIEHO TPUBUMIPHUUN
crangaptHuid mym llepiina, moyaTkoBe 3HaYeHHS JJIs myMmy — 1337, KUIBKICTh
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okTaB -1, yacrora mymy — 0.03. Pe3ynbraTtu TecTyBaHHA HaBeAeHO Yy TaOmuii 1.
Ji1st HOpiBHSIHHS METO/11B TOOYI0OBU BOKCEJIBHUX MoJelel 0yIio 3actocoBaHo 64
HIMaTKa noBepxHi. Pe3ynbratu TecTyBaHHS HaBEIEHO y TaOmuIl 2.

TaOmuus 1.

KyGiune KyGiune Bukopucranus
BiOOpaXeHHS | BiMOOpaXKeHHS oIruMizarii
nosepxueBux | Face Culling

BOKCEJIIB
KibKiCTh TPUKYTHHKIB 915588 117828 18492
KinbKicTh BepTEKCiB 610392 78552 12328
KinbkicTs HOpMasiei 610392 78552 12328
Kinbkicte UV 610392 78552 12328
MakcumanpHa 3aTpUMKa 10869 1191 558

TOJIOBHOT'O MOTOKY (MC)

MakcumanbpHa 3aTpUMKa
TOJIOBHOT'O MIOTOKY 3 8843 931 228

0araTomoTOKOBICTIO (MC)

Tabnuis 2.
Ky06iune KaniOuwmii | Anroput™m Anroputm
BiJIOOpaXEHHS | AITOPUTM | TIOBEPXHEBHX | KYyOiB, 1110
3 Face Culling CITOK MapIIHPYIOTh
KifbKiCTh TPUKYTHHKIB 18492 6690 18492 17808
KifbKiCTh BepTEKCiB 12328 4460 12328 17808
Kinbkicts HOpMasei 12328 4460 12328 17808
Kinmpkicts UV 12328 4460 12328 17808
MakcuManbHa 3aTpUMKa
FONOBHOTO HOTOKY (MC) 1842 2357 2050 1824
MakcuMainbHa 3aTpUMKa
TOJIOBHOTO  TOTOKY 3 715 461 811 1080
0araTonoTOKOBICTIO (MC)

Bucnoexu. Ha ocHOBI aHami3y ICHYIOYMX TEXHOJIOTIH Ta METO/IB
CTBOPEHHSI  IHTEPAaKTHUBHUX pelbe(diB  MICHEBOCTI OyJi0  OOrpyHTOBaHO
BUKOPUCTAaHHS TEXHOJOrll «unreal» s peanizaimii BOKCEJIBHOIO pyIIis,
QITOPUTMIB MTOBEPXHEBHUX CITOK Ta aJIFOPUTMY KyOiB, 110 MapupyroTh. s
BUKOPHUCTAHHS PYUIisl Y PEeKHMMI PeaibHOrO 4acy 3alpolOHOBAaHO 3aCTOCYBATU
IPUHIMI PO3/UICHHS 3aBAaHb Ha TOJOBHUH 1 A0JaTKOBUM oToku. [IpoBeneHo
TECTYBAaHHS CTBOPEHOI'0 MPOrpaMHOro 3a0€3MEUYEHHs Ta MOKa3aHO 3MEHILEHHS
3aTPUMKH TOJIOBHOTO MOTOKY MPHU 3aCTOCYBaHHI MPUHITUITY 6araTOMOTOKOBOCTI.
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PROCEDURAL GENERATION OF VOXEL LANDSCAPES BASED
ON ISOSURFACES USING MULTITHREADING

Natalia Ausheva, Vladyslav Chornyi, Oleksandr Kardashov, Andrii Onysko,
Yuri Tarnavski

The rapid development of technologies requires improving approaches to
software development. When creating a real environment in simulators and
trainers, an important part is modeling the topography of the terrain or
landscape. The “unreal ” technology allows to create custom engines for solving
applied problems, so the study of the latest developments, namely Unreal Engine
5, for the generation of three-dimensional models of the landscape in real time
IS an urgent task.

The article provides an analysis of existing problems in real-time terrain
relief modeling. The landscape is built in the form of a voxel model, which is
formed on the basis of isosurface values. The values of the isosurface are
determined by the scalar field. Cubic mapping is used to visualize the model. To
get rid of excess information, it is suggested to use a greedy algorithm, which
leads to the generation of a polygonal mesh with a reduced amount of geometry.
The transition from the voxel landscape to the polygons is carried out in two
ways based on the algorithms of surface meshes and marching cubes. The
pseudocodes of the algorithms are given. In order to get rid of the main thread
delay, it is suggested to divide the rendering tasks into different threads. Tasks
that can be performed on the main and on additional streams have been defined.
The voxel landscape is built on the basis of pieces of the surface, which reduces
the load on the video card.

The software was developed and tested with the same settings for different
algorithms. The test results are presented and the delay reduction of the main
stream when applying the principle of multi-threading is shown. The
FastNoiseLite open library is used for the procedural generation of the
landscape, the Visual Scripting Blueprint graphic scripting system is used for
creating a convenient settings interface, C++ and Visual Studio 2019 are used
for the development of the plugin.

Keywords: three-dimensional model, voxel engine, Unreal Engine
technologies, multithreading, marching cube algorithm, surface mesh algorithm.
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