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PE®EPAT

BOKCEJIbHUM JIAHIIIA®T, ITPOIIEJTYPHA TEHEPAIIISl, SURFACE
NETS, I1OJIE I'VCTUHHU, QUADTREE, LOD, UNITY, SCRIPTABLEOBJECT,
MEIL, PEJAT'YBAHHS JIAHAIAOTY.

[TosicHtoBanbHa 3anucka: 124 c., 22 puc., 5 taba., 7 goa., 27 mxepen.

006’ exTOM PO3pOOKH € MporpamHe 3a0e3MeUeHHs 715 MPOLEy PHOI reHepallii,
BIIOOpaXXE€HHs Ta peJaryBaHHs BOKCEJIbHOro Jjanamadry. Metoo poboTu €
pO3p00JIEHHS! TPOrPaMHOI CUCTEMH JIJIsi CTBOPEHHSI TPUBUMIPHOTO JaHAapTy y
cepenoBuilli Unity 3 BUKOPUCTAHHSIM MOJIsSI TYCTUHH, anroputmy Surface Nets i
quadtree-oprani3ailii Taij1iB pi3HOTO piBHS JeTalli3allii.

JlocsirHEHHsT MeTW 3a0€3MEeYEHO aHali30M MiAXOAIB /0 MPOUELYPHOT
re’eparnii, MPOEKTYBAHHSIM MOJYJIbHOL apXITEKTypH, peasizari€eto
HAJIAIITOBYBAHOI'O M€HEPATOPA BUCOTHU 1 I'YCTUHH, 1OOYJOBOIO MOBEPXHI METOIOM
Surface Nets, opranizauiero taitiiB i3 LOD, acunxpoHHo0 nepe0yn0BOK0 MeIIliB,
CTBOPEHHSIM KoJlaliiepiB moOJM3y crocTepiraya Ta peajiizallielo peaakTopa
JaHamadTy 3 KUCTIO.

Po3poOka mniaTpuMye pi3Hi BUAM TreHepauii, MapaMeTpu3yeTbCs 4Yepes
ScriptableObject WorldGenSettings, popMye ropu, piBHUHU, periOHAJIbHI M1 IHITTS
1 MIOHMKEHHSI, PIYKOBI JIOJIMHM, 03€pa, JETaJIbHUI LIyM, BOJHY IUIOLIMHY, CHITOBY
MacKy Ta BeplIMHHE 3a0apBiieHHs MOBepxHi. CucTemMa MOXKE 3aCTOCOBYBATHUCS SIK
OCHOBA JIs MPOLIEAYPHUX IFPOBUX CBITIB, IHTEPAKTUBHUX CUMYJIALIN, Bi3yaTbHUX
MPOTOTHUIIB 1 JOCIITHUIIBKUX IHCTPYMEHTIB MPOLIELyPHOI reHepallii.

VY pesyabTaTi BUKOHAHHSI POOOTHM CTBOPEHO MPOrPAMHY CHUCTEMY, IO
JI03BOJISIE TE€HEpyBaTH, BIIOOpaXaT ¥ JOKaJbHO peJaryBaTH BOKCEIbHUMN
JaHamadT, a TakoX PO3LIMPIOBATH pealizallilo Yy HanpsiMi 30€peKeHHS 3MiH,
CKJIaAHImol rigposiorii, 0ioMiB, MOBHOUIHHUX TpuBUMipHUX SDF-mapiB 1

NEPEHECEHHS BAXKKUX O0UYHUCIIEHD Y NTapasielibHI 00UUCIIIOBANIbHI MEXAHI3MU.



ABSTRACT

VOXEL TERRAIN, PROCEDURAL GENERATION, SURFACE NETS,
DENSITY FIELD, QUADTREE, LOD, UNITY, SCRIPTABLEOBJECT, MESH,
TERRAIN EDITING.

Thesis in 124 p., 22 fig., 5 tab., 7 app., 27 references.

The development objective is software for procedural generation,
visualization, and editing of voxel terrain. The purpose of the work is to develop a
Unity-based software system that represents terrain as a density field, reconstructs
the surface using the Surface Nets algorithm, and organizes terrain tiles through a
quadtree structure with several levels of detail.

The purpose is achieved through the analysis of procedural terrain generation
methods, the design of a modular software architecture, the implementation of height
and density generation, Surface Nets meshing, quadtree tile streaming,
asynchronous tile rebuilding, collider generation near the observer, vertex-color
visualization, and brush-based terrain editing.

The developed system supports the Combined, MountainsOnly, PlainsOnly,
RiversOnly, LakesOnly, and NoiseOnly generation modes. It includes configurable
WorldGenSettings parameters, terrain shape mixing, procedural mountains, plains,
rivers, lakes, detail noise, water plane, snow mask and surface coloring. The system
can serve as a basis for game worlds, simulations, visual prototypes, and interactive
procedural generation tools.

As a result, the software system allows the creation, display, and local editing
of procedural voxel terrain in Unity. It provides a basis for further development,
including persistent edits, extended biome logic, more advanced hydrology,
complete three-dimensional SDF layers, and parallel computation through Jobs,

Burst, or compute shaders.
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IHEPEJIIK CIHIEINIAJIBHUX TEPMIHIB

API
LOD
SDF
URP

Bokcean

Taia

Ctpuminr

CeMILIIOBAHHA

Mew

Konaiigep

Penpepunr

Hleiaep

Application Programming Interface

Level of Detail

Signed Distance Field

Universal Render Pipeline

O0’eMHMII €JEMEHT TPUBUMIPHOI CITKH, W10 € aHAJIOrOM
nikcels y mpocTopi

Okpemuii KBagpaTHUI ()parMEHT BOKCEJIBHOIO JaHAadry,
SIKMI1 T€HEPYETHCSI, OHOBJIIOETHCS Ta BIIOOPAKAETHCS
HE3JIEXKHO BiJl IHIIKUX YACTHUH CBITY.

[Iporec TMHaMIYHOTO 3aBAHTAXKEHHSI, CTBOPEHHSI T BUAAJICHHSI
(dbparMeHTiB CIICHHU.

OtpumaHHs 3HaYeHHs (YHKIIIT a00 MoJs B KOHKPETHil Toulli
IPOCTOPY.

[losiroHanpHa reoMeTpUYHA MOJEb, W0 CKIANAETbCA 3
BEpUIMH, pedep 1 TPUKYTHUKIB Ta BUKOPUCTOBYETHCS IS
BI1OOpaXEHHS MOBEPXHI.

HeBuauma mnoBepxHs, 3a sIKOIO (pi3MUHA CHCTEMA BHU3HAYAE
3ITKHEHHS 00’ €KTIB.

IIpoliiec nepeTBOpeHHs reoMeTpii, MaTepialiB 1 OCBITJICHHS Ha
BUJMME 300paKE€HHS HA EKPaHI.

[Iporpama, sika BU3HAyYaE, IK MOBEPXHS 00 €PEKT BUIIISIAE M1i]T

4yac peHJIEPUHTY.



BCTYII

[Iponienypna renepailis jJaHamadTiB € BaXXJIMBUM HAmpsIMOM PO3pPOOKHU
IHTEPAKTUBHUX CUCTEM, OCKUJIbKM BOHA Ja€ 3MOTry (POPMYBATH BEJIMKI TPOCTOPOBI
Cepe/IoBHUIIA HA OCHOBI MapaMeTpiB 1 aJITOPUTMIYHUX MPABUII, @ HE JIMIIE IISIXOM
PYYHOIO MOJEIOBaHHSI KOXHOro (parmenta cuenu [1]. [ns irpoBux CBITIB,
CUMYJISILIIA 1 Bi3yaJIbHUX MPOTOTUIIB TaKUP MiaXiJ 3a0e3neyye KepoBaHE
PI3HOMAHITTS (HOPM, MOMIIMBICTh IIBHJIKOTO CTBOPEHHS BapiaHTIB cepeloBUIIA T
NOBTOPIOBAHICTh PE3YJIHTATIB 3aBJISIKM BUKOPUCTAHHIO 3€pHA reHeparlii.

AKTYyaJIbHICTh TEMH 3yMOBJIEHA NOTPEOO y MPOrpaMHUX CHCTEMax, SKi
NOENHYIOTh TpoueaypHE (OpMyBaHHS pelbedy, TPUBUMIPHE MPEACTABICHHS
NOBEPXHI, IHTEPAKTUBHE pEJIaryBaHHs Ta MOTOKOBE BiJOOPaXEHHS (PpParMeHTIB
cBity. KnacuuHi BUCOTHI KapTu 100pe MiAXOATh AJisl 3HAUHOI YACTUHU BIAKPUTUX
NOBEPXOHb, OJHAK BOHM OOMEXEHI (PYHKIIOHAJbHUM TMOJAHHSIM BUCOTH Haj
IJIOMIMHOIO0 X7 1 HEIOCTATHBO THYUKI JUIsl pefaryBaHHsl TPUBUMIPHOT FEOMETPii.

Mertoro kBajidikaniiiHoi podoTH € po3p00JICHHS MPOrPAMHOT0 3a0e3NeUeHHS
JUISL TIPOLIEAYPHOI TreHepalii, BiJOOpaXeHHS Ta peaaryBaHHsS BOKCEJIbHOIO
nanamwadry B cepenoBuuli Unity 3 BukopucTaHHsSM anroputmy Surface Nets i
quadtree-CTpyKTypu JJisi NPOCTOPOBOI  OpraHizaiii TaljiB pi3HOr0 piBHS
JeTanizauii.

JIst TOCATHEHHS TOCTaBJIEHOI METU HEOOXIIHO MPOaHAII3yBaTy MiAX0IU 10
NpOUEAYPHOI TeHepallil, po3IJsiHyTH METOIU MOOYJ0BH BOKCEIbHUX MOBEPXOHb,
oOrpynryBaru BubOip Unity, C#, Surface Nets i quadtree-cTpuMiHry, Cpo€eKTyBaTu
apXiTEeKTypy CHCTEMH, peaiidyBaTh MOJYyJi TeHepallii, MEUIUHTY, CTPUMIHTY,
penaryBaHHs Ta Bi3yajizallii, a TakOX BHUKOHATH TECTYBaHHS Mpalle3]aTHOCTI
PO3p00JIEHOr0 MPOrpaMHOro 3a0€3MEeUEHHS.

O0G’exToM po3poOKM € mporpamHe 3a0e3nmeyeHHsl JUisi  CTBOPEHHS
IpOLIEypPHOrO0 BOKcCenbHOro Jsanamadry. IIpenmerom po3pobku € meroau i
nporpamHi 3aco0u (QopMyBaHHS TOJs T'YCTUHHM, NOOYJOBU MOBEPXHI METOIOM

Surface Nets, TaiinmoBoro mnoxaity cBity, LOD-cTpuMiHry Ta JOKaJIbHOIO
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penaryBanHs tanamadry. Pesyabraru poOOTH MOXKYTh 3aCTOCOBYBATHUCS SIK OCHOBA
JUIsl  TIPOLIEAYPHUX IFPOBUX CBITIB, IHTEPAKTUBHUX CUMYJISIIH, Bi3yallbHUX
MPOTOTUMIB Ta IHCTPYMEHTIB ISl JOCIIIKEHHSI IPOLIEypHOT reHepallii.
Pesynbrarom € mnporpamua cucrema y Unity 6000.3.2f1, sika no3Bossie
HAJIAIITOBYBATH MapaMeTpu reHepailii, GopMyBaTH pi3Hi TUIIH pelibedy, Oy 1yBaTH
3rJaJ)KEHY MOBEPXHIO 3 MOJISI TYCTHHH, BIIOOpakaTu jaHAmadT 3a JONOMOTOH
TaiJIiB pi3HOI JeTaji3allii, BUKOHYBAaTHU JIOKAJIbHE peJaryBaHHsi IMOBEpPXHI 3a

JIOTIOMOT'OKO KHUCTI.
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1 AHAJII3 IPEJIMETHOI OBJIACTI TA OBIPYHTYBAHHS

HAITPAMKY PO3POBKHA

1.1 Amnauji3 3agaui npoueaypHoi reHepauii janamagry

IIpouenypHa renepailisi KOHTEHTY PO3IJISIAETHCS SIK CTBOPEHHS IrpOBUX 400
IHTEpaKTUBHUX OO0’€KTIB IIJSXOM 3aCTOCYBaHHS aJrOPUTMIB, 10 MpPallOOTh Ha
OCHOBI 3a/JlaHUX MapaMeTpiB, MpaBuUJl 1 BHUMNAAKOBUX a0O0 TCEBIOBUMAIKOBUX
BeauuuH [1]. Jns nanamadty ue o3Hadyae popMyBaHHS BUCOTH, (POPMHU MOBEPXHI,
BOJHUX 00’ €KTiB, ApiOHOT IeTasnizalii Ta J0JaTKOBUX KiIacH(ikaliiiHUX MAacoK 0e3
HEOOXITHOCT1 pyYHOTO MOJICTFOBaHHS KOKHOT'O €JIEMEHTA.

Y  nmpoueaypHoMy — MOJENIOBAaHHI  MPUPOJHHUX TMOBEPXOHb  LIMPOKO
3aCTOCOBYIOTh i€papXxiuHe NO€IHAHHS 0a30BUX (HOPM, IIYMOBHUX (YHKIIHA, MAcOK 1
JIOKaNbHUX MOJU(IKATOPIB, OCKUIBKHU JKOAEH OKPEMUH LIYMOBUH IIAp HE 3JaTHUI
MOBHICTIO OMUCATH PI3HOMAHITTS MacTabiB peasibHOro penbedy [2]. Came Tomy y
po3po0utoBaHiit cucremi penbed GOPMYEThCS SIK CyMa PErioOHaJIbHUX MiaHOMIB,
PIBHUHHUX XBUJIb, TPCHKUX MACHUBIB, PIYKOBUX JIOJIMH, O3EPHUX YJIOIOBHH Ta
JIETANBHOIO LIyMY.

3acTocyBaHHsS  TCEBJOBUIAJKOBOrO  3€pHa  3a0e3nedye  OTpUMAHHS
NOBTOPIOBAHUX PE3YJIbTATIB, IO € BAXJIMBUM aCIEKTOM JJII TECTYBAaHHS Ta
HaJIAITYBaHHS CUCTEM. SIKII0 reHepaTop no0ya0BaHO HA JIETEPMiHOBaHI OCHOBI,
OJIHAKOBI MMapaMETPH Ta IIEHTUYHE 3€PHO MOBUHHI CTBOPIOBATU OJHAKOBUI CBIT, a
3MIHM Yy OKpEMHX MapaMeTpax MarOTh BIUIMB JIMIIE HA BIJAMOBIIHI KOMIOHEHTH
penbedy.

Y pamkax aHajiizy NOUTaHHS MOPOLELYPHOI TeHepallii JaHamadpTy Cciif
PO3MEXYBaTH aJICOPUTMIYHY CKJIQJIOBY Ta iH)KEHEPHY OpraHizalito Koy. AJIropuTm
BU3HAYa€ MaTeMaTH4yHI a00 JIOTIYHI MEPETBOPEHHS NAHUX, TOJIl SK MpOorpaMmHa
peanizauis Mae 3a0e3nedyBaTd  MOBTOPIOBAHICTb  PE3yJIbTAaTy, KOHTPOJb
napameTpiB, MNPUAHATHUH Yac 1epedyloBM Ta MOXIMBICTH MOAAIBUIOTO

PO3LIMPEHHS CUCTEMU 0€3 MOPYIIECHHS BXXE pealli30BaHUX MOJIYJIIB.
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[IpoekTHe pilieHHs 0a3yeThCs HA MPUHIMII JIOKaTbHOCTI. Taitiu MarTh
dbopMyBaTucs HE3aJIEXKHO, TPOTE MAIOTh 3a0€3MEeUyBATH Y3TO/KEHUH pe3ybTaT Ha
mexax. Lle BUMarae 3actocyBaHHSI OJIHAKOBUX METOJIIB CEMIUIFOBAHHSI T'YyCTHHH,
BUKOPUCTAHHS JI0JaTKOBOI KpailoBoi o00iacTi Ta cTabiapHOT iAeHTUdikallil
(parMeHTIB CBITY 3a JOMOMOI'OI0 KOOPAMHAT 1 piBHIB AeTalli3allii.

Oco0nuBy yBary npuaijieHO TOMY, 1100 MpoLeaypHa reHeparist Janamagdry
He OyJja >KOPCTKO NpHUB’si3aHa 10 OAHOro Habopy napametpiB. HasamryBaHHs
BUHECEHO B LICHTPAJIi30BaHy CTPYKTYPY, a GYHKILiT reHepailii mody/10BaHo Tak, o0
3MiHa 3epHa, MacimTaly IIyMy, piBHS BOAM a00 po3Mipy Taiiia MpU3BOIUIN 10
nepeadoavyBaHOl 3MiHU pe3yJibTaTy 0€3 HeOOXIIHOCTI MEPENUCYBATH JIOTIKY 1HIIHUX
MOJTYJTiB.

[IpakTUyHa [IHHICTH TAKOrO PIllIEHHS MOJIArae y TOMY, 10 BOHO 3aKJIaJa€
OCHOBY JIJISI MOJAJIBIIONO PO3BUTKY MpOIEAYpHUX CBiTiB. Ha 1iii 6a3i MOXIMBO
J0/aBaTi 010MH, CKJIAHIIII TiAPOJIOriuyHi MpaBuia, 30€peKeHHS JOKAIbHUX 3MiH,
nonatkoBi mapu SDF, a TakoXX TNEpPEeHOCUTH PECYPCOEMHI E€IEMEHTH 10

napajeibHuX 00UMCIIOBAILHUX MEXAHI3MIB.

1.2  Orasa anropurmiB noOyA0BH MOBEPXHi

JIjist mepeTBOPEHHS TOJIsI TYCTHUHH Ha TOJITOHAILHY TMOBEPXHIO PO3TIISIHYTO
metoau Marching Cubes, Surface Nets Ta Dual Contouring. Meton Marching Cubes
CTBOPIOE TOBEPXHIO HA OCHOBI JIOKAJIbHOI KOH(Qirypaiii 3HaKiB y BepIIMHAX
KOMIpKH 1 € OJIHMM 13 HAMBIOMIIITUX MiIX0/1B JJIs1 PEKOHCTPYKILiT 13010BEPXOHb [8].
Surface Nets po3Milllye OJHY BEpIIMHY B aKTUBHIA KOMIpIli, J€ MOBEPXHs
nepetuHae il pedpa, 1 3’€IHy€ Taki BEPIIMHU MK CYCIIHIMH KOMipKamu, IO
3a0e3nevye yTBOPEHHSI KOMITAKTHOT 3IU1aJKEHOT CiTKH [9].

Dual Contouring BUKOpUCTOBY€E iHQOpPMALIO MPO NEPETHHU Ta HOpPMAI 1

31aTHUR  Kpanle 30epiratd roctpi 0coOJMBOCTI (QOpMH, OJHAK KHOro MOBHA
peaizamis norpedye kopektHoro 300py Hermite-nanux (Habip maHUX PO TOYKY

NEPETUHY MOBEPXHiI 3 PeOPOM KOMIPKH) 1 CTAOLILHOIO PO3B’SI3aHHS JIOKAJTBbHUX

3ama4 ontumizanii [10].
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Aaroputm | SIkicTh moBepxHi Kinpkicts Bepmiud | [Ipugathicts aas LOD

Marching ['py0a, notpebye Bucoka, KipKicTh Hu3bka, OCKUTbKH aIropuTM

Cubes MEHIIUX PO3MipiB BEpIINH He MOraHoO MacIITa0y€eThCS il
BOKceJel s 3aIekKUTh BiJl poOOTY 3 piI3HUMU pO3MipaMu
30epeKeHHs CKJIaJIHOCTI KOMIpOK BOKCEJIbHO1 CITKH
neranizaril MTOBEPXHI.

Surface I'manka noBepxHs, Aka | Husbka, ogHa Bucoka, ane notpedye

Nets Mo>ke OyTH YTBOpEHa | BepllMHA Ha BUpILIEHHS MPOOJIeM i3
HaBITh NPU BEJIMKOMY | AaKTUBHY KOMIpPKY CTUKYBaHHSIM TaiiJIiB Pi3HOTO
po3Mipi BoKcesei piBHS JeTastizaiii.

Dual I'manka, rapHo CepenHs, Moxe Bucoka, ajie Tak caMo, K i

Contouring | BimoOpakae roctpi yTBOproBaTH Benuky | Surface Nets, motpeOye
rpaHi, ajie MOxe KUTBbKICTh BEpIIIiH Ha | y3roJKeHHs Ha MeXax TailiB
YTBOPIOBATH HaIMipHY | mepenamax popMu. | pi3HOTO piBHS JIeTasizalii Ta
KUIBKICTh T€OMeTpii BHpIIIEHHs MPOOJIEM i3 IIBOM.

VY pospobntoBaHiii cucteMi nepeBary HajgaHo Surface Nets, ockuibku BiH
3a0e3nevye MpUUHATHUN OallaHC MIX SIKICTIO TTOBEPXHI, 3pO3YMITICTIO peaizallii,

CKJIaJIHICTIO FTOTOBOT i130MOBEPXHI Ta 3pyUYHICTIO TaiI0BOT MOOYA0BH.

1.3 IIpocropoBa opraHizauisi BeJJMKHX JaHAmaPTiB

Benuki cueHu A01ibHO HE IJIAHYBaTH SIK €QWHE IIiJI€, OCKUIbKU OYlb-sKa
3MiHa a0o nepeMilleHHs crocTepiraya noTpedyBano O CyTTEBOro NeperiaHyBaHHsI
HAJMIpHOI KIUIBKOCTI JaHUX. BUSBISETHCS €PEKTUBHUM MOJUIMTH MPOCTIp HA
HE3JIeXKHI CErMEHTU: YaHKu a0o Tainu. st eheKTUBHOrO ynpaBiiHHSI pI3HUMU
piBHSIMU JeTajizallii B MiolKHi X7, JO1iJIbHO BUKOPUCTOBYBAaTH quadtree, sikuii
PEKYPCHUBHO IUTUTh KBaAPATHY 00J1aCTh HA YOTUPHU OUipHi kBajapantu [11].

VY pennepunry panamadTiB 3acTocyBaHHs piBHs aetainizaiii (LOD) no3Bose
3MEHIIMUTH T'€OMETPUYHE HABAHTAXKEHHS IS BiJAJIEHUX JUISHOK CIEHH,
30epirarouu npu [bOMY BUCOKHI piBeHb JeTainizaiii mooausy a0 kamepu [12]. [nes
BUKOPHUCTAHHS BKJIQJICHUX a00 i€papXiuHUX CITOK TaKOX 3HAXOJUTh 3aCTOCYBAHHS
[13]. Hnsa

po3pobstoBaHol cucTteMu quadtree oOpaHo came Jijisi TOPU30HTAIBHOI TJIOIIUHH,

y METOoJax TOTOKOBOIO PEHIEPUHIY BEJIUKUX JIaHIaQTiB
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OCKIJIbKM TaiJin OpraHi3oBaHi 3a koopAuHaramMu X7, a BEpPTUKAJIbHUU Aiana3oH
BU3HAYAETHC M1/l Yac Mo0y0BU Mela.

[ToroyHuii cTaH cucTeMH J03BOJISE€ 3IIMCHUTH TOAAIBIIMNA TMepexif Bif
nigxoay quadtree 10 octree, 110 JacTh 3MOTY 3aCTOCOBYBATH pPiBHI JeTasizanii
TaKOX JIJI1 BEPTUKAIILHOTO Aiana3zoHy cBity XY Ta ZY. Lle cnpusitume 3Ha4HOMY
30UIBIIEHHIO MAKCUMAJIbHOI BUCOTH CBITY (Y IOTOYHOMY CTaHi BOHA 0OMexeHa 768
BOKCEJIbHUMHM KOMipKamH JJisi 3a0€3MEUYEHHs MPUUAHITHOT MIBUAKOCTI MOOY0BU

M0JIsS Ta MEI11a), a TAKOXK MOKPAIIEHHIO 3arajibHOl MPOLYKTUBHOCTI CUCTEMHU.

1.4 Buo6ip incTpymMeHTIB po3poOku

[Ipoexkt BukoHano y Unity 6000.3.2f1, ockinbku Unity Hamae penaktop
CIICHM, KOMIIOHEHTHY Mojenb, C#-ckpuntu, API mist po6otu 3 Mesh, konatigepamu,
MatepiajiaMu Ta BXifHUMHU npuctposimu [17]. Inst peanizaiiii jgoriku oOpano CH#,
OCKIJIbKM 1151 MOBa BUKOPUCTOBYEThbCsl Y Unity siIk OCHOBHA MOBa CKPHMITIB, Mae
CTaTUYHY THUIIi3allil0, MIATPUMKY 00’ €KTHO-OPIEHTOBAHOI'O MPOrpaMyBaHHs,
KOJIEKLH, CTPYKTYp, ACHHXPOHHUX 3a/ad4 1 3pyuHy iHTerpaiito 3 .NET [18].
[ToOynoBa reometpii BUkoHyeThes yepe3 Mesh API Unity, sikuii 1o3BoJisie
IPOrpaMHoO 3a/1aBaTH BEPINMHU, iHAEKCH TPUKYTHHUKIB, UV-KoopanHaTH, KOIbOPH,
HopMauti Ta Mexi Mema [ 19]. HanamtyBaHHsl reHeEpaTopa BUHECEHO Y
ScriptableObject, 110 mae 3Mory 36epirati napameTpH sk oKpemuii acet (pecypc
npoekty Unity, Hanpukiag MaTepial, HalamTyBaHHs, MOJIEIb, TEKCTypa ado
ScriptableObject) i 3miHIOBaTH 1X 0€3 )KOPCTKOrO BIIMBaHHSA y Ko [20].
Konaiinepu crBoproroTbes 3a nornomororo MeshCollider, a kepyBaHHS KaMeporo Ta
penakTopoM 31ikcHI0EThCS 3a noromMororo Unity Input System [21][22]. s
matepiaiiB 1 mekaepiB 3actocoBano Universal Render Pipeline, sxuii
Opi€HTOBaHUI Ha cyvacHuid penaepuHr y Unity-npoekrax [23].

Unity BUOpaHO SIK CepeOBUIIE, 110 MOEJHYE PEAAKTOP CLIEHU, CUCTEMY
KOMIOHEHTIB, API 11 cTBOpeHHsI MeliB, KoJaidIepiB 1 MaTepiaiiB, a TAKOXK 3aco0U

JUIsl IHTEPAaKTUBHOrO KepyBaHHs. lle nae MOXIIMBICTH po3poOJsiTMU HE JIMILE
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reHepaTop JaHuX, a § TMOBHOLIIHHY CHUCTEMY IEpEerisay Ta peJaryBaHHs
Aanamadry.

Mosa C# BUKOPUCTOBYEThCS JIJIsl peajtizallii reHeparopa, Meliepa, crpumepa
Ta PEeNaKTOPChKUX iHCTpYMeHTIB. ScriptableObject 3acTocoBaHO 1Jisi BUHECEHHS
napameTpiB CBITY B OKpPEMHI pecypc, IO CHPOILLy€ HAIAMITYBAHHS PEXKUMIB
re’epaiii 0e3 3MiHM BUXIJTHOTO KOZY.

URP, Mesh API, MeshCollider Tta Input System 3a0e3meuyroTh NpakTUYHY
iHTerpanito pesynabrary B cueHy Unity. 3aBnsku 1uMm 3aco0am ojaHa i Ta cama
cUCTeMa MOXE reHepyBaTH reoMeTpito, 3a/1aBaTu MaTepianu, oOpoOIsITH BBECHHS

KOPHUCTYBaya 1 CTBOPIOBATH KOJIi311 MOOJIM3y criocTepiraya.
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2 TMPOEKTYBAHHS ITPOI'PAMHOI'O 3ABE3IIEYEHH S

2.1 3arajbHa apxXiTeKTypa CUCTEMH

ApXITEKTypa NporpaMHoi CUCTEMU MO0y 10BaHA 32 MOAYJIbHUM MPUHIUIIOM.
Okpemi KOMIIOHEHTH BiJINOBIIAIOTh 3a HaJAIITYBaHHS TE€HEpallii, CEeMIUTFOBaHHS
BUCOT 1 TyCTHHHM, 3MillyBaHHSI opM pesibedy, MoOyA0By Mewia, MpoCTOPOBUI
MO/, CTPUMIHI, JIOKaJbHE peNaryBaHHs, Bi3yasi3allil0 BOJM Ta MaTepialiB, a
TaKOX KEepyBaHHs Kamepor. Takui mojail BiNOBIAAE 3arajibHUM MPUHIUIIAM
1HXKEHEPIT MPOrpaMHOro 3a0€3MEYEHHS, 3a SIKUMHU CKJIAJHY CUCTEMY PO30MBAIOTh HA

B3a€MOIOB’ 13aH1 YACTUHU 3 BUSHAYEHUMHU POJIsIMU [24].

MOAYJIb HAJIALUTYBAHb

WorldGenSettings

® napameTpH peabedy
® POKMMH reHeparii
napamerpu LOD i taiinis e LOD i raitnm napaMeTpH BOJIM Ta Bisyasizaulii
® BOJIa, CHIl, KOJIbOPH

napamMeTpH
rexeparii

'

MO/1Y.]1b CTPUMIHIY MOAY.JIb TEHEPALUT MOJYJb MEILIUHTY MOJYJIb BI3VAJIIBALT
3 Mettl, HopMai,
Quad'!rcc.Tcn'?mSlrcnmcr samut Voxc%Worl.dGcncrator | mome SurfaceNetsMesher i ;o;ll,:pp" ; o MeshRenderer / MeshFilter
TerrainTile, TileKey AKTHBHUX rau;n: Frru!ngllolsc(]\}/;:‘neralor IibHOCTi / SDL‘ MeshData sopuutti | o VoxelTermainVertexColorURP
© KCPYBaHHS aKTHBHUMM Tai1aMu »| lemainshapelviixer Y o Suificeiats 7| « WorldWaterPlane
e LOD ra seam fix o height / density field o 1106y;10Ba BepLLMH i 10AiTOHIB o VoxelWaterURP
® acHHXpOHHa riepeysioBa © rOPH, PIBHUHH, PiUKH, 03¢pa o YrOIKEHHA CITKH TaiitiB o BijoBpaskens Mela,
* KoJaitiep nodansy Kamepu ® JIOKQJIbHI HIIHSTTS TA 3HHAKCHHS BOJIH i KOJILOPY
A A A
"0'3"'{i” Momdikaiis
criocTepiraya BOKCENiB
MO/1YJ1b PEJAT'YBAHHSA
MO/1¥/1b KEPYBAHHSI KAMEPOIO e : nepeGy;iosa
) VoxelTerr (x-IIIE(ilIOl 3MIHEHMX TailIiB

FlyCameraController BBiJI KOPHCTYBaya / BrushPreview
® niepeMillieHHs criocTepiraya HE »l ¢ 2O / Binmivanis

® TI03MLLS U1 CTPUMIHTY ARSHIAIDIBARNA
) ® pajiyc i cHiia KHCTi
® HaBirawis CLUEHOIO b

o 1iepeby/10Ba 3MIHEHHX TailTiB

Pucynok 2.1 — 3aranbHa apxiTeKTypa MporpaMHOi CUCTEMHU

ApXITEKTypa CUCTEMHM CTPYKTYpOBaHa Ha MOIYJl 3 YITKO BHU3HAYEHUMH
30HaMH BinnoBinaneHOCTI. [TapamMeTpu cBiTY 30€piratoTbCsi OKPEMO Bijl aITOPUTMIB
reHepailii, MEIIMHT BIJIOKPEMJIEHUH BiJl CTPUMIHTY, & IHCTPYMEHTH pellaryBaHHs
B3a€EMOJIiIOTh i3 FTEHEPATOPOM Uepe3 orepallii 3MiHU I'yCTUHU. Takuii nmojia cnpuse

3MEHIICHHIO 3B’SI3HOCTI MK KOMIOHEeHTamH. Hampukiian, 3MiHa napamerpiB
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MarepiajiiB abo Boau He morpelye nepepodsieHHs Memry Surface Nets, a 3miHa
KpUTepito moaity quadtree He BruiMBae Ha (opMynau reHepauii penbedy. Y
pe3yJibTaTi CUCTeMa 3aJUIIAETBCS BIIKPUTOK ISl PO3LIMPEHHS: 0 HET MOXHA
J10/1aBaTy HOBI IapH penbedy, iHIII MaTepianu, BapiaHTy piBHIB aetaizauii (LOD)

a00 cniocoOu 30epekeHHs 3MiH 0€3 pyiiHyBaHHsI 0a30BOI0 KOHBEEPA.

2.2 @yHKUIOHAJbHA MOJAeJ]b NMPOrPaAMHOI CUCTEMHU

OyHKUIOHAIbHA MOJEIb BIIOOpaXae 3arajibHy JIOTIKY NEPETBOPEHHS JAHUX
y CHCTEMI IpOLeAYPHOI reHepallii BOKCeIbHOro ganamadTy. BxizHumMu naHumMu €
napameTpu TeHepauii Ta Ail kopuctyBada. KepyBaHHSI MpoIeCOM 3iHCHIOETHCS
yepe3 mpaBuia noOynoBu penbedy, npaBuna LOD, y3romkeHHs Mex, a TaKoX
napameTpu Bizyasizailii. MexaHi3MaMu BUKOHAHHS € TeHepallis peiabedy, MEIINHT,
CTpUMIHT 1 penaryBaHHsi. Pesynbrarom poOoTH cucremu € Habip (pparMeHTiB

JaHAmadTy, TOBEPXHEBI Mellli 3 KoJlaliepamu Ta roToBi 00’ ekt cuenu Unity.

[IpaBuna IIpaBuna LOD [Mapamerpu
no0Oynosu 1 Y3rO/KEHHs Bizyanizauii
pensedy MEX
@parMeHTH nanauadry
[TapameTpu renepauii A0Q >

Y

Meuui Ta konaiaepu

\/

I'eHepaniss BOKCeJIbHOI0
Janamadgry

Jlii kopuctyBaua

Y

O06'extn cuenn Unity

\/

['enepauis Meumuur CTpuMiHT PenaryBanHs
penbedy

PucyHnok 2.2 — ®dyHKilioHaIbHA MO/IEIb TPOTPAMHOI CUCTEMH, piBeHb A0
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KontekcTHa QyHKIIOHATBHA MOAEND (JIMB. PUCYHOK 2.2) y3arajbHIO€ MpoIec
reHepaiii BOKCENbHOro JaHamadtry sk eauHy ¢yHkiiro A0, mo npuiimae
napaMeTpu reHepallii Ta Jii KopucTyBaya, MinopsiKOBY€EThCs paBuiaM o0y 10BU
penbedy, LOD, y3romkeHHs: Mex 1 Bizyanizalii, a Ha BUXOAi popMye PpparMeHTH
Janamwadry, meui, konaiaepu ta 00’ekty cueHu Unity. Takuii piBeHb mopeni
MOKa3y€ MEXI CUCTEMHM Ta OCHOBHI TUIM JAHUX, 10 BXOJATH A0 Mpolecy ado
CTBOPIOIOTHCSI BHACIIIOK KO0 BUKOHAHHSI.

Mpasiia

Y3rOJUKEHHSA
MEK

[TpaBnna
1100y10BH
penbedy

[TpaBuna
LOD

[TapameTpn
Bi3yanizauii

[Tapamerpn
rexepauii DparmeHTH

JaHAwadTy

[liaroroBka
napaMeTpis

Al

Hanaurrysanus

A 4

DopmyBaHHA
penbedy

A2

Tone
TYCTHHH

»
>

Meuunur
TOBEPXHi

A3

MeshData

Y

Crpuminr
(parmenTin

A4

AkTHBHI
(parmenTH

»
»

DopmypanHs
00'ekTiB
CLICHH

AS

Metui ta
KOz1aiijepn

O0'exTH cuenn

Unity

["enepatiist
wymy

Kepyanus
(parventamu

Cuena
Unity

Surface Nets

Pucynok 2.3 — ®yHKIlioHaIbHA MOJIEJIb POTPAMHOT CUCTEMHU, JIeKoMmo3uLList A0

[Ipoliec moyrHAETHCS 3 MIJAMOTOBKM MAapaMeTpiB, MiJl Yac SIKOrO0 MOYATKOBI
HaJAITYBaHHS TPaHCPOPMYIOThCS B Y3rOJKEHHM HaOIp AaHUX I MOAQJIbIIOL
renepauii. Hactynuum kpokom € hopMyBaHHS penbedy, y MexKax sIKoro rnpaBuiia
noOy/10BY Ta reHepallis IyMy BU3HAUal0Th M0JI€ IyCTUHU. OTpUMaHE 1oJie ryCTUHU
NEPENAETHCS HA €Tall MELIMHIY MOBEpXHI, e airopuTM Surface Nets nepeTBoproe
floro Ha pomiXkHe reoMeTpUyYHE NojaHHs. Ha upomy erari BaxiuBoO, IO cUCTEMA
npaitoe He 3 TOTOBUM Bi3yaJbHUM 00’€KTOM, a 3 JIAaHUMH, SIKI OMHUCYIOTh (POpMY
MaliOyTHbOI TMOBEPXHI Ta MOXYThb OyTH MepeJaHi HACTYMHUM MOAYyJIsM 0e3
NPUB’SI3KM 10 KOHKPETHOro 00’ekTa cueHu. llicias uporo Ha OCHOBI CTPUMIHTY
dbparMeHTIB BU3HAYAETHCSA, SIKI YACTUHM JiaHamadTy MaroTh OyTH aKTUBHUMH

BinoBiAHO 10 npaBui LOD. Takuil miaxia 103BoJiSIE HE CTBOPIOBATH BECH CBIT
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OJIHOYACHO, a MIATPUMYBATH JidiIE Ti (GparMeHTH, siki MOTPiOHI JJIsi MOTOYHOTO
MOJIOXKEHHST crocTtepiraya. JlogaTkoBo, MpaBuia Y3TOMKEHHS MEX 3MEHIIYHOTh
PHY3HK MOSIBU PO3PUBIB MiXk CyCiTHIMU (hparMEHTaMM 3 PI3HUM PiBHEM JieTalli3allii.
3aBepuiaibHUM €TanoM € popMyBaHHS 00’€KTIB CLIEHH, Y paMKaX SIKOrO aKTHBHI
dbparMeHTH NEPETBOPIOIOTHCS Ha BUIMMI efeMeHTH Unity-ClieHH 3 MellaMu,

KoJaiiiepaMu Ta Bi3yalIbHUMHU [TapaMeTpamH.

[paBuna
100y10B1
pesbedy

Pexnmu [Tapamerpu
reHepatii BOJWM 1 CHITY

\ 4 A4

[Tapamerpn [Tose Bicot
rexepaii 3 r . Basosuii Piukinta | JIoJaBaHHA |Mouugixosarii| [100Yy710Ba
4YHTYBaHHS | Horawrysanin | TeHepauis | peiyeq | POPMYBAHHS | o3ep e penbed = Mose rycrinn

o >

S
neraneit "1 rycrunn

Y

HaJIaIITyBaHb »| 6a30BHX (popM rigporpadii

Macka cuiry

A2l A22 A23 A24 A25

Tenepauis 3MinyBaHHs IpaBku JlokaiibHe
wymy (opm penbedy penaryBaHHs

Pucynox 2.4 — ®yHkitioHaibHa MOJICIIb MPOTPAMHOT CUCTEMHU, TIEKOMITO3UILisT A2

Jlns o0y 10BU pelbedy CUCTEMA CIOYATKY 3UUTY€E apaMeTpH reHepailii ta
NepeBOJUTh 1X Y HaAOIp HamalTyBaHb, NPUAATHUX ISl oOuMciieHHs: BUcoT. Ilics
IbOI0 BUKOHYETHbCS reHepalliss 0a3zoBux (opm penbedy, TaKUX SIK pPIBHUHH,
HiJHSATTS, FPChKI MAaCHMBM Ta IHIII BEJIMKI CTPYKTYypOBaHi eneMeHTH. HactynmHum
KpOKOM (opMyeThbCsi Tigporpadis, 30KpeMa pidkd Ta o03€epa, SKi 3MIHIOKTh
NOYaTKOBUM penibed uepe3 BUpi3aHHS pycell, AOJUH 1 BogodM. Jlani nonaroThbes
JIOKaJIbHI IeTajli Ta BpaXOBYIOThCSI MOAMQiKallil penbedy, BAKOHAHI KOPUCTYBAUEM.
3aBepuialibHUM €TanoM € noOyaoBa MOJis TYCTUHH, SIKE CIYTye OCHOBOMO Jisl
(GopMyBaHHSI TOJSI BUCOT, MOJS TYCTUHM Ta MackM CHIry. Y paMKax i€l
(GYHKI[IOHAIBHOI ~ MOJEJI  MapaMeTpu  reHepalii  BU3HAYAKOTh  YMCJIOBI
XapaKTepUCTUKU CBiTy, pPEXHMH TIeHepallil, piBeHb BOJM Ta CHIr'y, a TaKOX

JeTanizaniio i BizyanbHe odopmiieHHs. ['eHepaitis mrymy Ta 3mimryBaHHsS GopM
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CTBOPIOIOTH 0a30BY BHCOTHY CTPYKTYpY JdaHamadTy, a JOKaJIbHI aerani
YTOUHIOIOTH (popMy noBepxHi. [lone ryCTUHM BUKOPUCTOBYETHCSI SIK OCHOBA ISl
MEIIMHra: MOBEPXHS BUJAUISIETHCA 3a MEPEXOJO0M MK 3alMOBHEHHMM 1 MOPOXKHIM
IPOCTOPOM, a PE3YJIbTATOM LbOTO €TaIly € MPOMIXKHE F€OMETPUYHE MOJAHHS 3
BEpLIMHAMU, TpUKyTHUKamMu, UV-koopauHatamu Ta kosibopamu. Ilicist moOynosu
r€OMETPUYHHUX JIAHUX CUCTEMA CTPUMIHIY BH3Hayae HaOlp akKTMBHUX (PPArMeHTIB
nanamadTy, BpaXOBYIOUM MOJIOKEHHS CIIOCTEpIraya, BUAUMY JUCTAHILIIO, PIBEHb
JeTanizanii Ta mpaBuia y3roJKeHHS MEX MiX CyCiIHIMH (parMeHTamMu. AKTUBHI
dbparMeHTH TepenarThcsi Ha etan (opMyBaHHS O0’€KTIB CIIEHH, JI€ T€OMETPIiI0
3aCTOCOBYIOTH /10 KOMIIOHEHTIB Bi3yamizauii 1, 3a norpedu, 10 (QI3MYHHUX

KOJIaii1epiB.

2.3 CrpykTtypa gaHux
VY cuctemi BUKOPUCTOBYIOTHCS MPOCTi CTPYKTYPH I8 iIeHTU]iKalLliT TaiIiB,
npoMixkHOTO 30epekeHHsl Mela, dikcalii onepaliid penaryBaHHs Ta Oprasizaiiii

yepr noOy0BH.

Tabmuusg 2.1 — OCHOBHI CTPYKTYpPH JaHUX IPOrPAMHOI CUCTEMU

Crpykrypa [Ipu3HaueHHs OcHOBHI MOJIS Pousb y cuctemi
. Inentudikaris . Kittou ciioBHUKIB
TileKey HV Pixan X, Z, Size, Lod o -
Taiina AKTUBHUX TalJIiB
[Tpomixkue Vertices, Triangles, [lepenaua nanux Bix
MeshData .
30epekenHst mema | UVs, Colors metepa 10 Unity Mesh
. Ornrc goKanbHOT osition, radius, PenaryBanHns nosis
BrushOperation . p Aary
3MIHU I'YCTUHHU strength, mode I'YCTUHHU
[TapameTpu worldSize, KepyBanns
WorldGenSettings re HI; aui'}) worldHeight, re }I:g’ ATODOM
P generationMode, seed patop
. . V3romxkeHHs
UYepru ta MmHoxkuHu | KoHTposb desiredSet, buildQueue, A .
. . g AKTUBHUX, OaKaHUX 1
cTpumepa noOyoBu TaitniB | queuedSet, buildingSet _
CTBOPIOBaHMX TalIiB

CTpyKTypu JaHUX Y CHCTEMI pPETEeIbHO MifAiOpaHO 3 METOK 3a0e3MeueHHS
IIBUJIKOTO JIOCTYIY JI0 aKTMBHUX TaiJiiB, cTaOiNbHOT ieHTU]iKallil parMeHTiB
CBITY Ta €(QEKTUBHOrO TMepeJaBaHHs pe3yJbTaTiB OOMIHIB MK MOAYJISIMU.

HaiiBaxxnuimumu komnonentamu € TileKey, MeshData, BrushOperation Ta



20

Habopu craHiB s yepru noOyaou. TileKey o0’eqnye koopauHat, po3Mip Ta
piBenb Aetanizaiii (LOD) taiina, 1o 103B0JisIE BUKOPUCTOBYBATH HOTO SIK KJIHOY Y
cioBHukax. MeshData akymynroe BepiinHM, TpUKyTHUKH, UV-KOOpJIHWHATH Ta
KOJIbOpU 10 MOMEHTY (popmyBanHg Unity Mesh, mo Binainsie anroputm Surface
Nets BijJi KOHKPETHOrO KOMIIOHEHTa cueHU. JJisi peaaryBaHHSI 3aCTOCOBYETHCS
cnucok BrushOperation, 13 sikoro ¢hopmyroThesi 3HiIMKH onepauiid. [le nae 3mory
BpaxOBYBATH JIOKAJIbHI 3MIHU Mij] 4ac CEMILIIOBAHHS TYCTUHU U nepeOya0ByBaTu

auie Ti 0051acTi, Ha SIKi BIUIMHYJIA KKCTh.

2.4 AaroputMu MoayJiB reHepauii Janamadgry

2.4.1 AnropuT™m reHepaiiii BACOTH Ta I'yCTUHH

Bucora nannmadty ¢gopmyerhesi moeranHo. Criodatrky 3aaaerbest 0a3oBa
BHCOTA, MICJIsl YOT0 JI0JAI0ThCS PEriOHANIbHE MiAHATTS a00 MOHWKEHHsI, pIBHUHHI
XBUJIi, TPChbKi MACUBH, O3€PHI yJIOMOBUHH, JIeTaJbHUN IIyM 1 BIJIUMB pidok. Ilicis
3MIllyBaHHS IapiB pe3yJbTaT OOMEXKYEThCS M’SIKMM BEPXHIM MOPOrom, o0
YHUKHYTH pi3kux nepesuienb worldHeight.

[lepexin Bi BACOTHOI (DyHKLIT 10 NOJISI TYCTUHU BUKOHYETHCS 32 POPMYJIIOHO:

d(x,y,z) = h(x,z) —y + Ab(x,y,2), 2.1)
ne d(x,y,z) — 3Ha4€HHs T'YCTUHU B TOYI MpocTopy; A(x,z) — MPOUETYPHO
chopmMOBaHa BUCOTA MOBEPXHIi; Y — BEpTUKAIIbHA KoopauHaTa; Ab(x,),z) — CyMapHUii
BHECOK omnepauiii kucti. JlogaTHe 3HA4Y€HHS T'yCTMHHU BiANOBigae Marepiaiy, a

BiJl’€MHE — MOPOKHBOMY MPOCTOPY.

I'eHepailis po3no4yuMHAETbCd 3 0a30BOI BUCOTHU, JIO SIKOI J10JIalOTHCS
perioHalibHi MiTHATTS a00 MOHWXEHHS, PIBHUHHI XBWJI, TPCbKI MAacHUBH, O3€pHI
OaceilHu, piuKOBI JOJAMHM Ta jAetanbHuil 1myM. KokeH map mae cBOi BacHi
napamMeTpu MaciTtady i cuid, 110 J03BOJISIIOTH OKPEMO KEpyBaTH XapaKTEPOM
penbedy. Ilicas dopmyBaHHS BUCOTH BiOYBa€ThCS MEPEXil A0 IMOJS T'yCTHHU:

TOYKHW HHIKYC HOBCpXHi OTPUMYIOTH IMO3UTUBHC 3HAYCHHA, 4 TOYKH BHIIC —



21

Bin’emHe. Came 3MiHA 3HaKy TyCTHHHM BUKOPUCTOBY€ThCS y Surface Nets s
MOIIYKY 130MOBEPXHI.

Ornepailii 3 KUCTHO HE NEPENUCylOTh 0a30BYy KapTy BHCOT, a J0JIal0Th
JOKaJbHY TOMNpaBKy 10 TycTuHHU. lle 3abe3neduye MOXKIMBICTH HAKOMUYEHHS
penaryBaHb IMOBEpXHI Ta I1X BiIOOpaKE€HHs IiJl Yac HACTyNmHOI mepelyaoBU
BIJIMTOBIAHUX TaJIiB.

2.4.2 Anroput™m nodynosu nosepxHi Surface Nets

[TobynoBa noBepxHi Taiina merogom Surface Nets mounHaeTbcsi 3 BUOOPY
oOsacri Taiina, 1o1aBaHHs gutter-KkoMipoK i OI[iHKM BEPTHKAJIBHOIO Aianazony. Jlani
BIIOYBAETHCS CEMILIIOBAHHS TYCTUH y By3JaX I'DaTKH, MOUIYK KOMIPOK 31 3MiHOIO
3HaKa, BU3HAUCHHS MIEPETUHIB MOBEPXHi 3 pedpaMu, yCepeTHEHHS TOUOK MEPETUHY,
CTBOPEHHSI BEPIIUHU, TOOYI0Ba TpaHel i mepenaya pesyabrary 10 MeshData.

Hapenemo mnpukiaa mnporpamHoi peanizauii moOyloBM MNOBEpXHI Taiiina

metoaoM Surface Nets:

Input: generator, originX, originZ, tileSize, worldHeight, step
Add one-cell gutter around tile
Estimate yStart and yEnd for the tile
Sample density at all grid nodes
for each cell in grid:
collect eight corner densities
if signs do not differ: continue
crossings = intersections on crossed edges
vertex = average(crossings)
store vertex index for the cell
for each axis X, Y, Z:
if adjacent density samples cross the surface:
collect four neighboring cell vertices
orient quad by estimated normal
add triangles to MeshData
return MeshData

Pucynok 2.5 — IloOynoBa noBepxHi Taiina Mmetojgom Surface Nets

AuroptiM  BiJIoOpaXkae 3arajibHy JIOTIKY peasi3aiii 0e3 ApyropsiiHux

nepeBipok, NoTpiOHMX y KoHKpeTHOMY C#-kopi. Y mporpamHiii cucteMi i KpoKu
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JIOMIOBHEHO HOpMaJli3allielo Maiyke HyJbOBUX T'YyCTHH, MEPEBIPKOIO MEX Taijaa Ta

OLIIHIOBAHHSIM HOpMaJIeH /111 KOPEKTHOI Opi€HTallll FpaHei.

v,

Pucynok 2.6 — Ilomyxk Bepunnau 3a asniroputmoM Surface Nets

Ha pucyHky moka3aHo OJHY BOKCEJIbHY KOMIPKY, Y BEpUIMHAX SIKOI 3a/laHi
3HAUEHHS CKaJIsipHOTo noJisi. ToukM v;BiNNOBIAAIOTE BEPIIMHAM KOMIPKH, TOUKH P;
MO3HAYAIOTh MICIS MEPETUHY 130MIOBEPXHI 3 peOpaMu KOMipKH, OTPUMaHI ILISIXOM
JIHIAHOT IHTEPHOJIALIT MIX CYCiAHIMM 3HAQUEHHSMHM MOJIS 3 PI3HUMH 3HAKaMHU.
HaniBnpo3opa o0sacTe yMOBHO BigoOpaxae (parMeHT 130MOBEPXHI BCEpEAUHI
KoMipku. Toi aqropuT™M MOKHA MPEJACTABUTH Y BUIIIAAI hopMynH (BigoOpakeHO

NOUIYK MO3UIIIT BEpUIMHU JJ1s1 OJIHI€T 3 KoopauHaT X, Y abo Z):

c = %Zpi (2.2)

JI€ 1 — KUIBKICTh TOUOK NIEPETUHY 130MTOBEPXHEI0 peOep KOMIpKU BOKCEIIS, P;-
KOOpAMHATH TaKWX TOYOK, ¢ — KoopauHarta BepmmHM Surface Nets s gaHoi

KOMIpKH.
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TakuM YMHOM, TOJOBHOIO MEPEBArOK JAHOTO ANTOPUTMY € MOKJIMBICTb
OTpUMaTH KOMIAKTHE TMPEACTABIEHHS TOBEPXHI OJHUM BY3JOM JJsl KOXKHOI
AKTUBHOI BOKCEJIbHOT KOMIPKH, 1110 € MPOCTIIIMM y peasti3allii Ta CTBOPIOE MEHIILY
KUIBKICTh HAIJMIIKOBOT F€OMETPIl MOPIBHSHO 3 IHIIMMHU QJITOPUTMAMUA MELIMHTY
130110BEPXOHBb.

VY peanizoBaniii nporpamuiii cucremi anroputm Surface Nets omepye 3
JIOKaJILHOK 00J1IaCTIO Taija, 10 SIKOi J0Jal0Thes KpailoBi komipku. Takuil 3amac
HEOOXITHUN NIl Y3TOPKEHOro TOIIYKY MEPEeTHHIB Ha MeXaxX 1 s TOoro, 1100
CYCiIHI TalauM BUKOPUCTOBYBAJM CIHiIbHI 3HAYEHHS rycTuHH. [licisi cTBopeHHs
BEpLIMH BHUKOHYIOThCS NMPOXOAM MOOYI0BM rpaHeil y3noBxk oceil X, Y Ta Z.
OpieHTallisi TPUKYTHUKIB YTOUHIOETHCS 3@ JIOMIOMOTOK) OLIIHEHOI HOpMaJll, TaKuM
YUHOM, TOBEPXHSI OTPUMY€E KOPEKTHY OPI€EHTALIIO JJIsl OCBITJIEHHS Ta BEPIIMHHOIO
dbapOyBaHHsI.

2.4.3 AnroputMm quadtree-ctpuminry Ta LOD

Quadtree-cTpUMIHT Y cUCTEMI po3riisace JanamadT He K CYLiIbHUN Melll, a
K 1€papXiuyHy CTPYKTYpy KBaJpaTHUX AUISHOK y miomuHi XZ. IToyarkoBum
€JIEMEHTOM LII€T iepapXii € root tile, po3mip SIKOro BIAMNOBIIAE MEKaM yCbOT'O CBITY,
BCTAHOBJIEHUM Yy Mapamerpax reHepauii. KoxeH By30J JepeBa OIUCYEThCS
KOOpJIMHATAMU TTOYATKOBOI TOUKH, PO3MIpPOM Ta piBHEM JeTai3allii, 10 103BOJIsE
OJIHO3HAYHO 11IeHTU(hIKYBATH OJIMH 1 TOM caMuii PparMeHT MPOCTOPY HE3ATEKHO BiJl
TOr0, Y4 BiH BXK€ BCTaBJIEHUH y clieHy. Ha erari OHOBJIEHHS CUCTEMa HE CTBOPIOE
reoMeTpiro Oe3MocepeHbOo, a crepiry (GpopMye 1iIb0BE MOKPUTTS CBITY: NIEPEBIPSIE,
K1 JUISSHKY MOTPAIJISOTh 10 30HU BUAUMOCTI, SIKI 3 HUX MOTPEOYIOTh JAeTaizallii,
a SIKI MOXHA 3aJMUIMTH HA MOTOYHOMY piBHI mofity. Takuid miaxia BiIOKpEeMITIOe
JIOTiKy BUOOpY MOTpiOHMX (hparMeHTiB BiJ iX (aKTHYHOI MOOYI0BHU, IO J03BOJISE
KEpyBaTH HABAaHTAXEHHSIM Ha KaJp 1 MOCTYMOBO OHOBJIIOBATH CLEHY O€3 MOBHOI
perenepauii Bcboro yanamadry. [Ticist 3aBepiieHHs 00X0ay A€peBa OTPUMAHUIMA
Ha0lp UUIbOBUX TAaiJliB BUKOPUCTOBYETHCS SIK OCHOBA JJIsI CUHXPOHI3ALIl 3 yXkKe

HAsIBHUMHU 00’ €KTaMU CLIEHU.
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Pucynok 2.7 — Cxema quadtree Ha miomuHi X7

Quadtree-cTpuMiHT BHU3HAuae, SKi Talau TOTPIOHI HABKOJIO KaMepu B
noTOYHUN MOMEHT. biinkHi 061acTi po30UBaOTHCS HA MEHIIT (DPArMEHTH 3 HHDKUUM
KPOKOM CEMIUIIOBAHHS, a BiJIajieHi 3aJUIIAlOThCS OUIBIIUMH, IO 3MEHIIYE
KiJIbKICTh TeoMeTpil Ha nepudepii. Habip desired tiles 064Uncat0€THCS PEKYPCUBHO,
ICJIsl YOTO MOPIBHIOETHCS 3 YKE aKTUBHUMH Tailiiamu. HoBi ¢hparMeHTH 10/1at0ThCst
710 Yyepru noOy10BH, a 3aCTapijii BUIYUYarOThCS JIUIIIE MIC/s 3aBEPIICHHS aKTYaJIbHUX
3a1a4, MO0 YHUKHYTH IOMITHHX HOporaivH y cueHi. LOD y uiii peamizauii
Oe3rocepeHbO OB’ SI3aHUM 13 3HAYEHHSM KpoKy. UuM BUINMEI piBEHB AeTaizalii
3a BiJICTaHHIO, TUM ONIBIINN KPOK BUKOPUCTOBYEThCS i yac Surface Nets, a oTxe
3MEHIIYETHCS KiIbKICTh KOMipOK 1 BEPIIIHH.

2.4.4 YcyHeHHs po3pHBIB MiXK PiBHSIMM JieTajizailil

Konu cycinHi Taitnu maroth cyTTeBO pizHuid LOD, ixXHi KpoKM AMCKpeTH3anii
He 30iraroThCsi, M0 MOXE CTBOPIOBATH BUIMMI IIIJIMHU a00 pi3Ki MEpexoau Ha
Mexax. PeanizoBaHuii MeXaHi3M HE € YHIBEpCAIbHMUM MAaTEMAaTHYHUM PIIIEHHSM
yCiX MOKJIMBUX BUIAJIKiB, ajl€ 3MEHIIYE KibKICTh MPOOJIEMHUX MEXK, OOMEKUBIIH

pizHuo LOD Mmix cycinamu. Po3puBu mMixk TalilaMu BAHUKAIOTh TOA1, KOJIU CYCiJIHI
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dparMeHTH M0OYI0BAaHO 3 Pi3HUM KPOKOM CEMIUIIOBAHHS. 1XHi BEpPIIMHM HA MeXi
MOXYTh HE€ 30iraTucsi, TOMy MK MOBEPXHSIMHU 3’SIBJISIOTHCS IIUIMHUA a00 pi3Ki
3MILIEHHS

[IpakTuyHO 1€ peanizoBaHO 4vepe3 MepeBIpKY AOTUKY TalJiB 1 J0JAaTKOBE
po30UTTS HaaTO TpyObOro cyciiHporo Taina. Axmo pizHuus LOD nepeBulrye
OJIMHUILIIO, TPyOIlIMKA Taiyl 3aMIHIOETBCS YOTMpPMA JOYIpHIMHU Tailnamu. Takuii
NiAX1 MIATPUMY€E IMOCTYIOBY 3MiHY JA€Tali3alil Ta 3HUXKYE PU3MK BI3yaJbHUX
PO3pHUBIB.

2.4.5 PenaryBanus nanamadry

PenaryBanus slanamaTy BUKOHY€ETbC yepe3 raymarching y mosi ryCTHHH.
[IpoMiHb BiJl KaMepu MPOXOJIUTh Yepe3 MPOCTIp 13 3aAaHUM KPOKOM, a MOMEHT
NEPETUHY MMOBEPXHI BU3HAYAETHCS 3@ 3MIHOIO 3HAKA I'YCTUHHU.

Onepanii  kuctio  3anucyrotbess sk BrushOperation, micas  4voro
nepeOyA0BYIOThCS JIMIIIE Ti TaiJd, 10 MEePeTUHAITh 00J1acTh KUCTI. BizyanbHuii
KOHTYp KHCTI (OPMYEThCS OKpeMHM KoMmoHeHTOM BrushPreview, mo nae
KOPHUCTYBauy 3BOPOTHHI 3B’S30K 111010 MO3HULIT, pajiyca Ta CUJIM Aii.

PenaryBanns nanamadrty noO0yaoBaHE HABKOJIO pOOOTH 3 TUM CAMUM IOJIEM
IYCTUHHU, $IKE BHUKOPHUCTOBYEThCS JUIsl reHepauil noBepxHi. KopucryBau He
nepemilrye OKpeMi BEpIIUHMU MEIla, a A0JA€ OMepailii, 10 3MiHIOIOTh TYCTUHY Y

chepuuHiii 00JacTi HABKOJO TOYKH KOHTAKTY.



3 NMPOI'PAMHA PEAJIIBALISA CUCTEMHA

3.1 Po3poOka moayusi reHepauii JanamadTy

3.1.1 Peanizaiiist HanamtTyBaHb reHepaitii

26

HanamtyBanHs renepaiiii peanizoBaHo y kiaci WorldGenSettings, sikuit

ycnankoByeThes Bif ScriptableObject. ¥V 11poMy Kilaci 30Cepel’KeHO MapameTpu

pO3Mipy CBITY, BUCOTH, pO3MIpY BOKCEJIsS, PEKHUMY reHepalii, 3epHa reHepailii,

0a30BO1 BUCOTH, PEriOHAIBHOIO MiAHSTTS, PIBHHUH, Tip, PIUYOK, 03€p, AETATBHOIO

LIyMy, CHITY, BOJM, KOJbOPIB MOBEPXHI, napamerpiB Surface Nets 1 marepianis.

®parMeHT CTPYKTYPHU PEKMUMIB T'eHepallii peani3oBaHO HACTYITHUM YUHOM:

public enum TerrainGenerationMode

{
Combined,
MountainsOnly,
PlainsOnly,
RiversOnly,
LakesOnly,
NoiseOnly

Pucynok 3.1 — CTpykTypa pexxuMiB renepanii

Hagpenenuii nepenik pexxumiB Ja€ 3MOTY BUKOPUCTOBYBATH OJIMH IE€HEpATOP

y pi3HUX KOHIrypauisx 0e3 ayomitoBanHs koay. I[1in yac TecTyBaHHS L€ 103BOJIsIE

OKpPEMO TMEepeBIpATH TipChbKi (OpPMHU, PIBHUHHM, PIYKOBI JOJIMHH, 03€pa, LIyMOBI

dbopmu Ta KOMOIHOBAHUN PEKHUM.

Tabnuus 3.1 — OcHOBHI mapameTpu reHeparlii Janamapry

I'pyma . [puknaau nomiB [Ipu3HaueHHs
napaMmeTpiB

World worldSize, worldHeight, voxelSize BusnauenHs posmipy cBiTy i
MaciTady

Mode generationMode, seed Bubip p em/n\f[y a
IIOBTOPIOBAHICTh FreHepauii

Regional regionalScale, regionalUplift, ®opMyBaHHS BETUKUX MiIHATS 1

Height regionalDepression MMOHWKEHb

Terrain Layers

plains, mountains, rivers, lakes,
detailNoise

3MilllyBaHHS OCHOBHUX (opM
penbedy

Surface

waterLevel, colors, snow

Marepianu i Boga
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[TponosxkeHHs Tadnuui 3.1

I'pyna . [Tpuknanu nomis [Ipu3HaueHHs
napaMmeTpiB
Surface Nets defaultTlle&'ze, defaultStep, Hapaiv[eTp_H noOy10BU TaliB 1
generateCollider KoJial1epiB

Meron OnValidate oOMexxye HEKOPEKTHI 3HAUEHHS, HANPUKJIAJ, 3aHAATO
Majuii po3Mmip Taiina abo Bin’eMHui maciutad mymy. e nmigBuigye crabiabHICTh
reHeparlii, OCKUJIbKM YaCTHHA MOMWJIOK NapaMeTpHu3allii yCyBa€eThCs 1€ A0 3aIyCKy
CLICHH.

3.1.2 Peanizariis reneparopa SDF

Knac VoxelWorldGenerator € 1ieHTpajibHOIO TOYKOIO JAOCTYIY J0 BUCOTU Ta
I'YCTHHH. Bin MICTUTD METOI1 SampleHeight, SampleDensity,
SampleDensityFromKnownHeight, mexaHi3m kelryBaHHS BUCOT, KOHTPOJIb 3MiHM
HajalllTyBaHb 4epe3 Xell, 3HIMOK brush operation snapshot Ta wmeton
EvaluateSurfaceColor nist BUOOpY KOJIBOPY MOBEPXHI.

Oyukuis SampleDensity peanizye 0a30Be NEpETBOPEHHSI BUCOTU y T'YCTHUHY

Ta J10/1a€ BIUIMB ONEpalliid KUCTI:

public float SampleDensity(float x, float y, float z)

float height = SampleHeight(x, z);
float density = height - y;

if (enableBrushOperations)
density += SampleBrushDensityDelta(x, vy, z);

return density;

}
public float SampleDensityFromKnownHeight(float x, float y, float z, float knownHeight)
{

float density = knownHeight - vy;

if (enableBrushOperations)
density += SampleBrushDensityDelta(x, vy, z);

return density;

Pucynok 3.2 — ®ynkiis SampleDensity

3aCTOCYBaHHSI KE€Ily BHMCOT 3MEHINYE KiJIbKICTh TOBTOPHUX BUKJIUKIB

NpOLEAYPHUX IIYMOBUX (DYHKIIH Mija yac moOy0BU CYCiJIHIX TOUOK 1 TaiiB. Kern



28

OUYMUIYETHCS MICHsI 3MiHM  KIIOYOBMX HajalllTyBaHb, 00 cuUcCTEMa He
BUKOPHCTOBYBaJa 3acTapijii 3HAUEHHSI.

Onepallii KUCTi BpaXOBYIOTbCS Y (PYHKIIIT TYCTUHM SIK J1I0JaTKOBA JIOKaJIbHA
nomnpaska. 3aBsku iboMy Surface Nets oTpumMye Bxe 3MiHEHE MOJIe, a pearyBaHHs
IPUPOJHBO BKIKOYAETHCS Y TOH CaMUii MEXaHI13M 1100y 10BU TOBEPXHI.

Knac TerrainShapeMixer Bu3Hauae, siki 1mapu penabedy OepyThb ydacTb y
(opMyBaHHI BUCOTH I KOXXKHOTrO pexumy renepauii. ¥ pexumi Combined
3MIIIYIOThCSl PIBHUHH, TIpChbKI MAacuBH, O3€pa Ta JETAIbHUN MIyM, MICIAS 4Oro
JI0JIa€ThCs BIUIMB pivok. Y pexkumax MountainsOnly, PlainsOnly, RiversOnly,
LakesOnly i NoiseOnly akTuBy€eTbCs BIANOBIAHMI MigHA0Ip 1IapiB.

[Ticns 3MmimyBanHs Bucota npoxoauTh uepe3 SoftClampHeight, sikuii
oOMexye pesyibTar y Mexax jgoctynHoro worldHeight. Lle 3MeHInye pusuk Toro,
10 OKpeMi TipChKi Miku ab0 JOJATKOBUM IIyM BUHIYTH 32 MEXi BEPTUKAJIBLHOIO
Jiarna3oHy, MOTPIOHOTO Melepy, 10 COPUUUHMIO O pi3Ki 3pi3W MOBEPXHi, SKa
BUXOJIMTH 3 LI€H J11ara3oH.

3.1.3 Peanizaitis npoueaypaux Gopm peibedy

Knac TerrainNoiseGenerator MICTUTh JTIOMOMIXKHI MaTeéMaTH4Hi (YyHKIIT i
npouenypu (QopMyBaHHS OKpEeMHUX €leMeHTIB penbedy. Dynkuis FractalOl
oOuucioe cymy kinbkox oktaB Perlin Noise, Ridged01 nepetrBoproe 1miym y
xpedToBy popMy, SmoothMask(01 cTBoproe miiaBHy MacKy JJisi 3MilllyBaHHS Pi3HUX
mymMoBux (yHkitii, a FeaturePoint renepye cTabijibHi TOUKK pO3TalllyBaHHS PiUOK,
03ep i J101aTKOBUX TI'iPCbKUX MACHUBIB.

Oyukuis Fractal01 BukopucToBy€eThCs 1J1s1 yTBOPEHHS 0a30BOr0 peibedy i K

OCHOBA JUJISl IHIIMX BHJIIB FeHepallii Ta peajli3oBaHa HACTYITHUM YUHOM:

n=_1a'-N X+(Zs+i(li 2i‘Z+BS_iBi 2"
F(x, Z) —_ = 0™ ( S S )

-1,
i=o0 @i

; (3.1)

ne F(x,z) — HopMasizoBaHa ¢paktajibHa cyma mymy; N — 0a3oBa (QyHKIIis
Perlin Noise; S — Maciuta0 mymy; a; — aMIIIiTy]a OKTaBU; 1 — KUIbKICTb OKTaB; ai,

Ly, ai, f; — 3MIIIICHHS KOOPAMHAT, OB’ s13aHi 13 seed Ta HOMEPOM OKTaBH. Y peajizallii
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aMILTITY1a KO)KHOT HACTYITHOT OKTaBU 3MEHIIYE€ThCS BJIBiUi, @ 4aCTOTA 301/IbIIYETHCS

BJIBiYi, 1110 J103BOJIsI€ MOEHYBATH BENUKi U ApiOHI hopmu.

Oyukuis Ridged01 BukopuctoByeTbes sk QIbTp MoBEpx 0a30BOro LIyMy
JUIsl YTBOPEHHSI XPEOTOBUX CTPYKTYp, TAKUX SIK TOpPU Ta MEPEAripps Ta Mae

HACTYITHUW BUTJISA:

R(x,z) = clampjo11(1 — [2F (x,z) — 1]), (3.2)
ne R(x,z) — xpebToBa opma 11ymy, OTpuMaHa Ha OCHOBI HOpMaJli30BaHOI'O
3HaueHHs F(x,z). Take MNepeTBOPEHHS MIJACWIIOE 3HAYEHHS NOOJIU3Y CEpEIUHU

JianazoHy 1mymy Ta Gopmye By3bKi rpeOCHENOi0HI CTPYKTYPH.

Oyukuiro SmoothMaskO1, sika 3acTOCOBY€ThCS 7151 YTBOPEHHS 3T )KEHHOL
MacKH JUIsl TUIAaBHOTO MiJMIIIYBaHHS 1HUIMX BUAIB CTPYKTYp 10 0a30BOro UIyMmy,

peanizoBaHO HACTYTHUM YUHOM:

d
M(d,r) =t?(3-2t), t=1-clamppy (%) (3.3)
ne M(d,r) — macka; d — BiicTaHb J10 LIEHTpa a0o JiHiT BIULIUBY; r — paaiyc. Taki
MacCKH 3aCTOCOBYIOTbHCSI JIsl pIUKOBUX JIOJIMH, O3€PHUX YJIOTOBUH, MPChKUX XPEOTIB

1 JIOKaJIbHUX Orepalliii peaaryBaHHSs.

Piuku mpezacTaBieHi MOMUTIHISAIMU 3 MEAHAPYBAHHSM, Y3/I0BXK SIKUX BUCOTA
3HUXKY€ETBCS J0 PiBHSI BOJM, 33JaHOr0 B MapameTpax reHepaTopa, YTBOPIOIOYU
TaKMM YMHOM JIOJMHU Ta KaHbioHU. O3epa GOpMYyIOThCS YepE3 JIOKaIbHI OacelHu
3 BapiaTUBHUM OEPErOBUM KOHTYPOM, 1110 3aJEKUTH BiJ LIyMY.

OkpeMo O0OUYHMCIIOIOTHCS MAaCKU MaTepiajliB MOBEPXHi, TaKUX SK TIPYHT,
KaMiHHS, TICOK, CHIr, sIKi BpaxOBYIOTb BHCOTY, HaxwWj IOBEPXHI Ta IIyMOBE
pPO3CiIOBaHHS, 10 TAKOX HANAIITOBYETHCS apaMETPUUHO B iHTEpPEiici pymis. Lle

nae 3Mory (apOyBaTv BEpIIMHUA HE JiMIIE 3a aOCOJIOTHOK BHUCOTOIHO, a W 3a
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NPUAATHICTIO MOBEPXHi /10 YTBOPEHHsSI TOr0 4M iHIIOro marepiany. Hampukmian,
I'PYHT HE MOX€E YTBOPIOBATUCS 3 KyTa HAXWUJTy MOBEPXHi BUIIlE 45°, BHACIIIOK YOO
710 TaKMX BEPIINH 3aCTOCOBYBATUMEThCS KaMiHb; MICOK MOXE YTBOPIOBATUCS TUTBKH

O1J1s1 piBHSI BOJIM TOLIO.

3.2 Po3poOka Moay.iiB MELLMHIY TA CTPUMIHIY

3.2.1 Peanizauis Surface Nets

SurfaceNetsMesher peanizoBaHo $K CTaTMYHUK Kjac, MO MpUiiMae
reHepaTop, KOOpJAMHATH Taiiia, HOro po3mip, BUCOTY CBITY Ta KPOK JUCKpETH3allii.
V knaci BuznaueHo CornerOffsets i EdgeCorners, siki 3a1at0Th JJOKaJIbHY CTPYKTYPY
KyOi4HOI KOMipkH, a Takox Metoau BuildFacesX, BuildFacesY 1 BuildFacesZ nns
noOy/10BU TpaHEH y310BXK TPHOX HAMPSIMiB KOOPJIMHATHOI CUCTEMH.

®parMeHT NepeBipKy 3MiHU 3HAKA 'YCTUHU Peali30BaHO TAKUM YHHOM:

private static bool CrossesSurface(float a, float b)

{
NormalizeDensityForMeshing(a);
NormalizeDensityForMeshing(b);

a
b

return (a > f 668 b < of) || (a < 0f & b > 0f);
;rivate const float DensityEpsilon = 0.0001f;
private static float NormalizeDensityForMeshing(float d)
{ if (Mathf.Abs(d) < DensityEpsilon)
return DensityEpsilon;

return d;

Pucynok 3.3 — ®OyHKIlis nepeBipky 3HaKa ryCTUHU

VYcepenHeHHsT TOUOK NEPETHHY JO3BOJISIE PO3MICTUTH BEPIIMHY BCEPEAMHI
AKTUBHOT KOMIpKHU, a HE Ha (ikcoBaHOMY peOpi. Takuii miaXia 3MEHIIY€E KiJTbKiCTh
BepHIMH i popMye OUIbII MJIABHY MOBEPXHIO MOPIBHSHO 3 MPSIMUM MOJTIrOHATBLHUM

PO30UTTSM KOXKHOT KOH(Irypauii KOMIpKH.
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3.2.2 Peanizartis TaitniB nanamadry

TerrainTile BigmoBimae 3a KUTTEBUM LMK OJHOIO Taiia: iHiliagi3allilo,
CUHXPOHHY a00 aCMHXpPOHHY nepedy10By, 3acTocyBaHHs MeshData 1o MeshFilter,
npuszHayeHHss MeshRenderer, ctBopenns abo Buganennss MeshCollider i
3aCTOCYBaHHS KOJbOPIB MOBEpXHi. TalliM CTBOPIOIOTHCS CTPUMEPOM, ajie CcaMm
npoiec neperBopeHHsi MeshData B Unity Mesh iHkancynboBaHuii came B
TerrainTile. TerrainTile € KOMIOHEHTOM CLIEHM, SIKWHA MEPETBOPIOE PE3YJILTAT
anroputmy Surface Nets Ha Bugumuii 00’ekt Unity. Bin 30epirae koopauHaTu
Taiina, iioro po3mip, LOD, step i npanopeib He0OXiIHOCTI CTBOPEHHS KoJjaiaepa.

AcunxpoHHa nepeOyaoBa BukopuctoBye Task.Run gs BukoHaHHS
00YMCITIOBAJIBHOT YACTMHM 32 ME€XaMHM OCHOBHOI'O MOTOKY, a rotoBuii MeshData
MOBEPTAETHCS Y KOHTEKCT KommnoHeHTa Unity. lle 3MeHIye 3aTpuMku mia yac
nepeMilleHHs kKamepu, Xxoua (iHajlbHe CTBOpPEeHHS i mpu3HadeHHs: Unity-00’€kTiB
BCE OJIHO BUKOHYIOThCS B cepenoBuini Unity. Ilicns 3aBepiieHHs pe3yJbTar
3aCTOCOBYEThCS Ha rojioBHomy mnotoli udepe3 MeshFilter, MeshRenderer i, 3a
notpedu, MeshCollider.

[Ticns crBopeHHss Mesh moBepXHS 10AaTKOBO OTPUMYE KOJTHOPH BEPIIHH.
Kosip Bu3Haua€eThCs reHEPATOPOM 32 BUCOTOH), HOPMAJUTIO, OJIM3BKICTIO 10 BOJU Ta
MacCKOI0 CHIT'Y, TOMY OJIMH MaTepiajl MOXe BioOpakaTu TpaBy, KaMiHb, MICOK 1 CHIT.

3.2.3 Peanizaiiis quadtree-cTpuMiHry

QuadtreeTerrainStreamer Kepye CHUCKOM OaXXaHUX TaljiB, ueproro
noOy/10BM, aKTUBHUMH Tainamu Ta Habopamu queuedSet i buildingSet. Meton
BuildDesiredRecursive dhopmye Habip TaiisiB BiMOBIAHO 10 BUJAUMOI 00JacTi i
BiicTaHi Big crnocrepirada, ShouldSplit Bu3Hauae HeoOOXiAHICTH, TOALLY,
TilelntersectsVisibleCircle Bigkumae nanpui Ttaiinu, ApplySimpleL.odBalancing
3MEHIIYE PI3HULIIO AeTanizailil Mix cycigamu. OparMeHT KpUTEPio MOALIY Tailna

HaBEJICHO Ha PUCYHKY 3.4.
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private bool ShouldSplit(int x, int z, int size, int lod)

{
if (size < minTileSize)
return false;

if (lod < 0)
return false;

float distance = DistanceToTileXZ(x, z, size, viewer.position);

if (distance < lod@Distance)
return true;

if (size > minTileSize * 2 & distance < lodlDistance)
return true;

if (size > minTileSize * 4 & distance < lod2Distance)
return true;

return false;

Pucynok 3.4 — Kpurepii noainy Taitna

Kpok noOyaosu 3anexuts Big LOD: Taiin LOD 0 mae HaliMeHInuid Kpok, a
KOXEH HACTYIHUU piBeHb 30U1blLye ioro BiaBivl. Kosaiinepu CTBOPIOIOTHCS JIHILE
JUIsl TalmiB, siki mepedyBatoTh y Mexax colliderDistance Bin cnocrepirauda, 1o
3MEHIIYE HABAHTAXXECHHS JUIS1 BITAJIEHUX AUISTHOK.

QuadtreeTerrainStreamer NiATPUMY€ aKTUBHUK HaOip TailyliB HaABKOJIO
croctepiraya. Bin oOuucitoe OaxkaHi Taljau, copTye iX 3a BiJICTaHHIO, 3allycKae
ACUHXPOHHE CTBOPEHHS Ta BUAAJISAE (parMEeHTH, siKi OiIbIlle HE MOTPiOHI.

Oynkiis ShouldSplit Bu3Hayae, yu MOTPIOHO JITUTH BY30J JEpeBa, 3
ypaxyBaHHSIM po3Mipy Taina, 3anuiikoBoro LLOD 1 Biacrani g0 Kamepw.
StepForLLod mnepeTBoproe piBeHb Jeraiizalii Ha KpPOK CEMIUIIOBAHHS, 110
0e3rocepeHbO BITMBAE HA KUTBKICTh T€OMETPil.

JloaTKoBO peanizoBaHO OOMEXKEHHS KUTBKOCTI 3aMyCKiB MOOY10BU 3a Kajp 1
KiJIBKOCTI ojHoYacHUX 3aziad. Lle 3amobirae pi3kuM HaBaHTa)XEHHSM i 4ac
3amycKy cleHu a0o TMepeMillleHHsT KOopucTyBada Ta J03BOJISIE TOCTYIOBO

OHOBJIFOBATH CBIT.
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3.3 Peanizauist penaryBanus Janamadgry

VoxelTerrainEditor peaiizye B3aeMojil0 KOpUCTyBada 3 MOJIEM TyCTHHH.
KoMIOHEHT oTpuMye€ HampsiM MPOMEHIO 3 KaMEPH, BUKOHY€ raymarching 10 nepuioi
3MiHUW 3HaKa TYCTUHH, YTOUHIOE TOUKY MEPETUHY JIBIHKOBUM IOIIYKOM i, 3aJI€KHO
BiJl BBEJECHHS, CTBOPIOE ONEpalil0 I0JaBaHHS, BWJIYYEHHsI a00 3IJIaJ)KyBaHHs
Marepiany.

[Ticns 3anucy BrushOperation penakrop Bukiukae RebuildTilesInBounds y
QuadtreeTerrainStreamer. Ile nmo3Boiisie mepeOya0OBYBaTH JHMINE Ti Taiiau, IO
NEPETUHAIOTHCS 3 00JIACTIO BIUIMBY KHCTI, 3aMiCTh MOBHOI mepeOy70BH CBITY.

@®parMeHT Koy BU3HAYEHHs 00J1acTi, He0OX1AHOT 1715l NEpeOyA0BH:

private void RebuildBrushArea()

{

if (streamer = null)
return;

float r = brushRadius + rebuildPadding;

streamer.RebuildTilesInBounds(
currentHitPoint.x - r,

currentHitPoint.z - r,
currentHitPoint.x + r,
currentHitPoint.z + r

Pucynok 3.5 — Busnauenns o6acTi TaiijiiB, He0OXigHOT 115 repedya0BU

BrushPreview Biszyanizye paziyc 3a 10moMorow c@epu, yTBOPEeHOT TphoMa
KUIBIISIMA, @ CHJIY — KOJBOPOBUM TpaJi€HTOM BiJ O1JIOro g0 4YE€pPBOHOIO, IO
JI0TIOMAarae KOHTPOJIIOBATH 00J1acTh pelaryBaHHs.

VoxelTerrainEditor noennye 00poOKy BBEIEHHSI, MOIIYK TOYKU HA MOBEPXHI
Ta 3anmyck nepeOy0BU TailiB. BiH BUKopucToBy€ HOBY cucteMy Input System st
YUTAHHS KJIaBiaTypu W MMILI, TOMY OIepalii KUCTI BUKOHYIOThCS HE3AIEKHO Bij
3acTapinoro MexaHizmy BBejaeHHs Unity.

JlonaBaHHsi Marepially BUKOHY€TbCsSl HaTUCKaHHSIM «JIKM», BuiydeHHs —
noenHaHHsIM «Alt» 1 «JIKM», a 3rmamkyBaHHs — noeaHaHHsIM «Q» 1 «JIKMy.

Paniyc 1 cuiia KMUCT1 3MIHIOIOTHCS 32 IONOMOTOO KJIaBilll «[» 1 «]» abo Kosieca MUIIi.
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[Ticns kOHOT omneparii penrakTop BU3HA4Ya€ MPSIMOKYTHY 00JiacTh XZ, sika
OXOIUTIOE Pajiilyc KUCTI 3 J0JATKOBUM BiJICTYINOM, 1 mepenae ii crpumepy. lLle

JI03BOJISIE MTepeOyyBaTH JUIIE 3a4eIlJICH] Tailiu.

3.4 Peauizauis BidyaJizauii Boagu Ta matepiaJiis

Bizyanizanis Boau peanizoBana yepe3 WorldWaterPlane, skuii ctBOproe
NPSAMOKYTHY TUIOLIMHY pPO3MIpOM 13 CBIT 1 po3Miugye ii Ha BucoTi waterLevel.
Marepian Boau Moxke OyTu 3aiaHuil y HamamTyBaHHsAX. Kousip 1 mpo3opicTb
oepythcss 3 WorldGenSettings, ToMy Bi3yajdbHHMI CTaH BOAM Y3IOJDKCHHMHA 3
napaMeTpaMM TeHepallii pidok, o3ep i 6eperopux 30H. Jys HanmucaHHs IICHaepiB
BOJM Ta JaH maTy BUKoprucToByBajacsi moa HLSL.

Jns nanamwadTy BUKOPUCTOBYETHCS BEpIUMHHE (apOyBaHHs. DparMeHT

KOy, KM BiJIMOBIJA€ 32 KOJIBOPOBI Bapiallii BepIINH:

halfs frag(Vvaryings input) : SV_Target
float3 normalWS = normalize(input.normalWs);
Light mainLight = GetMainLight();

float ndotl = saturate(dot(normalwWs, mainLight.direction));
float3 ambient = SampleSH(normalws);

float largeNoise = SmoothNoise(input.positionWS.xz * _VariationScale);
float fineNoise = SmoothNoise(input.positionWS.xz % _FineVariationScale + 31.7);

float mixed = (largeNoise - @.5) * 0.75 + (fineNoise - 0.5) * 0.25;

float3 baseColor = input.color.rgh;

float3 warmer = baseColor * float3(1.05, 0.98, 0.88);
float3 cooler = baseColor * float3(0.86, 0.95, 1.02);
float3 darker baseColor * 0.72;

saturate(@.5 + mixed * 2.0);
saturate(abs(mixed) * 1.35) %= _VariationStrength;

float warmMask
float darkmask

float3 varied = lerp(cooler, warmer, warmMask);

baseColor = lerp(baseColor, varied, _VariationStrength);
baseColor = lerp(baseColor, darker, darkMask * 0.55);

float slopeFactor = saturate(normalWs.y);

float slopeDarken = lerp(1.0 - _SlopeDarken, 1.0, slopeFactor);
baseColor *= slopeDarken;

baseColor = saturate(baseColor);

float3 lighting = ambient + mainLight.color * ndotl;
float3 finalColor = baseColor * lighting * _Brightness;

return half4(finalColor, 1.0);

PucyHnok 3.6 — Bapiauii koi1b0py BEpIIMH
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Konip BepmuHM OOYMCIIOETBCS 3a BHUCOTOK, HAXWJIOM HOpPMAJ,
HaOJIMXKEHHSIM JI0 PiBHSI BOJIM Ta CHIFOBOKO MACKO}0, 1110 JI03BOJISIE OTPUMYBATH Pi3Hi

MOBEPXHEBI 30HU 0€3 OKPEMUX TEKCTYPHUX KapT.

3.5 Peajizauisi KepyBaHHSI KaMepPOIO

FlyCameraController 3a0e3nedye BiibHE MEpEMIllIEHHs CrOCTEpirada y
npoctopi. KopuctyBau Moke mepecyBaTUCS 1O BCiX TPhOX KOOPAMHATHUX OCSX,
PUCKOPIOBATH 200 CMOBIIBHIOBATH PyX Ta KepyBaTW HAMpsiMoMm morisiay. Takuii
pPeXUM KaMepu 3py4yHuil ans orjsay Jjanamadris, nepeBipku nepexoni LOD i

TeCTyBaHHS peAakTopa. @parMeHT Koy, 110 BiJMOBIIA€ 32 PyX KaMEpPH:

private void HandleMovement()

{
Vector3 input = Vector3.zero;
if (Keyhoard.wKey.isPressed) input += Vector3.forward;
if (Keyboard.sKey.isPressed) input += Vector3.back;
if (Keyboard.dKey.isPressed) input += Vector3.right;
if (Keyboard.aKey.isPressed) input += Vector3.left;
if (IsKeyPressed(upKey)) input += Vector3.up;
if (IsKeyPressed(downKey)) input += Vector3.down;
float speed = moveSpeed;
Vector3 move =
transform.forward * input.z +
transform.right * input.x +
Vector3.up * input.y;
if (move.sqrMagnitude > 1f)
move.Normalize();
transform.position += move * speed * Time.deltaTime;
}

Pucynok 3.7 — KonTtposep pyxy kamepu

Kamepa Takox BUKOHY€ pOJib JKEpena mo3ullii ajisi quadtree-ctpumepa i
penakropa. Bix i koopauHaT 3anekuTh BUOIp TailliB, SKi MatOTh OyTH MO0y 10BaHi
3 BUCOKOIO JeTalli3ali€o, a ii HampsiM BUKOPUCTOBYETHCS JJIs TMOUIYKY TOYKH

penaryBaHHs MOBEPXHi.
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4 TECTYBAHHS TA AHAJII3 PE3YJIBTATIB

4.1 MeToauka TecCTyBaHHS

TectyBanHsT po3po0JIEHOI CHUCTEMHM BHUKOHYBANOCS 32 (YHKIIOHAJBbHUMHU
CLIEHApisIMU, 110 TEPEBIPAIOTH MEHEpallil0 PI3HUX PEKUMIB, KOPEKTHICTh MOOY10BU
Surface Nets, crBopeHHs TaiiniB, poOOTy OanaHcyBaHHs Ta cTuKyBaHHs LOD,
penaryBaHHs IOBEPXHI, epedy10By TaIiB Miciis KUCTi, KOPEKTHICTh KOJaiaepiB,
BIIOOpaXk€HHsI BOJAM i CHIry Ta KepyBaHHsI kameporo. TectyBanHs [13 mae OyTu
CIpPSIMOBAaHE HA BHUSBIICHHS MOMUJIOK, a HE JIMIIE HA MiATBEPIKEHHS OUiKYBaHOI
noBeaiHku [25].

Jlist kokHOT rpynu (yHKUIA OyJ0 BM3HAYEHO BXIJHI YMOBH, OYIKYBAHH
pe3yJibTar, akTUYHE CIIOCTEPEIKEHHSI Ta cTaTyc. Takuii miaxia 103BoJsie PikcyBaTH
Npale31aTHICTh OCHOBHUX MOYJIIB 1 BUSIBJISITH HAIPSIMU MO1JIbIIOT0 MOKPAIEHHSI
0€e3 TBepIXKEHb MPO MOBHY BiJICYTHICTh J€(HEKTIB.

TecryBanHss Mae mNpakTUUHMNA XapakTep: OCHOBHA yBara MPHAUISETHCS
CTabiJIbHOCTI pOOOTH, BiJICYTHOCTI KPUTHYHUX PO3PHUBIB, KOPEKTHiH nepelya0Bi

TaimiB 1 nependavyBaHiil peakilii CMCTEMH Ha Jlii KOpUCTyBaya.

4.2 TecTyBaHHS NPOrpaMHUX MOAYJIIB CUCTEMH

4.2.1 TectyBaHHS peKUMIB reHeparii

[lepeBipka pexuMiB TreHepauil BUKOHYBajacsi UUISIXOM IEPEMUKAHHS
generationMode y WorldGenSettings 1 nepeOynoBu cBiTy. OuikyBaH1 pe3yJibTaTu
BU3Havanmcs jorikoto TerrainShapeMixer: koMOiHOBaHUE PEKUM Ma€ OEIHYBATH
ocHOBHI mmapu, MountainsOnly — akuenryBaru ropu, PlainsOnly — xBusscri
piBHuHHU, RiversOnly — piukoBi gonunu, LakesOnly — o3epHi yJa0roBuHH,
NoiseOnly — mrymoBy Aetainizanito. TecTyBaHHS TPOBOAMIOCS 3 BUKOPUCTAHHSIM
OJIHAKOBOr'0O 3€pHa [JIsi OTPUMAaHHS MOBTOPIOBAHUX pe3yJbTaTiB. Po3Mip obnacTi
Uit TectyBaHHs OyB oOmexeHuidr 4096x4096 BokceniB mno miomuHi XZ,
BEPTUKAJIbHUM iana3oH Y OyB 3ananuii y npomixkky 0-768 Bokcenis. [loBauii Habip

HaJlaldTyBaHb CTpuUMCpa Ta reacparopa, 3aJaHuX pIRIb | TCCTYyBaHHA
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NPOAEMOHCTPOBAHO Ha pUcyHKY A.l. Pe3ynbratu nepeBipku pexuMiB reHepauii
HaBeJleHo y Tabnuili 4.1.

Tabnuus 4.1 — Pe3yapTaTi NEpeBipku PeKUMIB TeHepallii

Pexum OuikyBaHuii pe3ynpTar Otpumanuii pe3ynbraT
Combined [ToemnaHHs Tip, piBHUH, pidoK, | PopMyeThcs KOMITICKCHUH JIaHTIadT i3
o3ep 1 mymy PI3HUMU 30HAMU
. OMIHYBaHHS TipCHKOTO [Nipcbki popmu BUpakeHi1 CUIIBHIIIE 3a
MountainsOnly Jlominy p . 1pe Gbop p
MacHBY HIII TIapu
. [lepeBaxkaHHs XBUJISICTHX .
PlainsOnly . Penbed mae momipHi mepenaau BUCOTH
piBHUH
. . Bucota 3HMKY€EThCS B3JJOBXK PIYKOBOTO
RiversOnly PiukoBa nonuHa 3 pyciiom oy a P
TUISIXY
. DopMyIOThCS JIOKATbHI 3HIKEHHS TTi
LakesOnly O3epHi yJIOrOBUHU pMYy A
BOJOWMU
NoiseOnl [llymoBa moBepxHs 6e3 BinoOpakaroTbes neTaibHi ITyMOBI
y CKJIQIHUX opM HEpIBHOCTI

TectyBanHs pexxuMiB reHepauii OyJ0 po3MoOYaTO 3 MEPEBIPKU PEKUMY

renepaii PlainOnly:

Pucynox 4.1 — Pe3ynabTat renepaitii y pexumi PlainsOnly

VY upomy pexumi remepailii 100pe BUIHO okpeMi mapu. OCHOBY MOBEpXHIi

3aiaHo 1myMoBoto ¢yHkuiero Perlin Noise y 3 pi3Hux macmradax, mo0 oTpuMaru
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naropou pizHux posmipiB. [loBepx HakIaayrOThCs perioHalIbHI MiJBUINECHHS Ta
3aHMKEHHS pelib’edy. JIJiss HA0YHOCTI 1IbOTO QiIbTPA PI3HULS MK PIBHEM BOJIU Ta
0a30BUM IifiioMOM CBiTy OyJia oOpaHa HEBEJIMKa, BHACIIJIOK YOr0 YTBOPHUJIUCS
«o3epay — Miclis, e JaHamadT yXoAuTh HUKYE PiBHS BOJIU.

Hactynuum nporecroBanuM pexxumoM 0yB Lakes Only:

PucyHnok 4.2 — Pe3ynbrar renepaitii y pexxumi LakesOnly

Jlanuii pexxuM HaJae Maixke MIACKy MOBEPXHIO 3 JIOKATbHUMHU yJIOTOBUHAMU
NpaBUJIbHOT KPyTyiol GopMH, TpUUOMY HE3aJE€KHO Bin 0a30BOro mifiioMy CBiTY,
myMoBa (QYHKIIS 03ep 3aBXIu OyJe OMyCKaTd L PerioHd HUXKYE PiBHS BOJIM.
Ockiibku 00paHe 3€pHO TeHepallii He JaBajio o3€p B 0OpaHiii oOnacti ams
nepersisiy, JUisi TeCTyBaHHS IbOTO peXuMy reHepanii Oyjo 30UIbIIEHO iXHIO
KUIBKICTh y HaJAIITyBaHHSAX reneparopa. Y pexumi Combined 1ie 3HaueHHs 0yJi0
HOBEPHYTO A0 MONEpenHboro. Takuii pe3ynpTaT MiATBEPAKYE, 10 MOIYJb O3Ep
MOK€ BHUKOPHCTOBYBATHCSl SIK CAMOCTIHMU €JeMEHT reHepallii Ta SK YacThHA

KOMOIHOBAHOT'O PEXUMY, € BiH JONOBHIOE iHIII (hopmu JaHAmadTy.
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Jani 6ysio nporectoBaHo pexxuM RiversOnly:

Pucynok 4.3 — Pe3ynbrat renepaiii y pexumi RiversOnly

Ha 300paxeHHi BHIIHO, sIK Tpaitoe (QyHKUis TeHepauii piuKOBUX JIOJIMH.
VYHacnigok o6paHux 6a30BOi BUCOTH CBiTa Ta BUCOTH PiBHS BOJM IHO CTAE MJIACKUM,
OCKUIbKH focsirae koopauHaty Y = 0. Lle Takox 103BoJIsIE EPEBIPUTH KOPEKTHICTh
po0OTH Melepa Ha aDCOJIOTHO MIACKUX MOBEPXHSX, KOJY 3HAYEHHS TYCTHHH MOXKE
nopiBHtoBatu 0.

OcTtanHiM 3 i30JbOBAaHUX PEXKUMIB TeHepalii OyJlo MNpOTECTOBAHO

MountainsOnly:

PucyHnox 4.4 — Pe3ynbTat renepaiiii y pexumi MountainsOnly
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Y upomy pexumi (auB. pucyHok 4.4) BUAHO, IO ropa Mae XpeOTOBY
CTPYKTYpPY 3 HiJABUIICHHSIM JI0 LEHTPY XpeOrta. Bucory MoxHaA OIIHUTH 3a
YTBOpEHHSIM cHiry. Cami >k HaJlalTyBaHHSI UIyMOBUX (QYHKUINA y JaHOMY peXUMI
3p00JIeHI TAKUM YMHOM, 11100 YTBOPIOBATHU T'JIKYBATi CKEJi 3 pi3KUM MigiioMoM, a 10
BEPIIMH 3aCTOCOBYBABCSl MaTepial KaMEHIO.

Ha ocranok 0Oyno mnportectoBaHo pexuM Combined, ne Bci mnomnepeaHi
pEeXUMU 3MIITYIOTHCA Y 3aIaHUX TPOMNopilisiX. 3a 1e Bianosigae napamerp Weight y

HaJIAIITYBAHHSX KOXKHOIO OKPEMOT0 pexkuMy (AuB. puc. A.1):

Pucynox 4.5 — Pesynbtat renepaitii y pexumi Combined

Sk MoxkHa 6aunTH, B 00paHiii 00;1aCTi TeCTyBaHHS YTBOPUJIUCS YCi OUiKYBaHi
CTPYKTYpH.

4.2.2 TecrtyBanHs quadtree-CTpUMIHTY

[Tin wac TectyBaHHs quadtree-CTpUMIHTY MEPEBIPAIOCS, 110 Talau mo0aU3y
KamMepu OyAyrOThCsl 3 OUIBIION JeTali3alli€lo, JajbHi Taliu BUKOPUCTOBYIOTH
Oinplnit step, HaOip aKTUBHMX TalJIiB 3MIHIOETHCS Mif Yac pyXy, HEAKTyalbHI
TalM BUJAISIOTBCS MICHAs 3aBEpIIEHHS 4Yepru noOyJoBH, a Kojaiaepu
CTBOPIOIOTHCSI TUIBKU B MEXkaX 3aJaHO01 BiJICTaHi.

Pe3ynbTaTu nepeBipku podoTu quadtree-CTpuMiHTY HaBeAeHO Yy Ta0bauii 4.2.
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Tabnuns 4.2 — [lepeBipka podotu quadtree-cTpumiHry

. OuikyBaHuii .
[Tepesipka OTpumanuii pe3yabrar Craryc
pe3yJibTar
LOD 6ins Mani taitnu 3 Mmasium | binist kamepu CTBOPIOIOTHCS BIUKOHAHO
KaMepH step JETAbHIII TalIu
. binbimuii step nis aJbHI TAlJIK MAKOTh
Janpniii LOD | . P Iul . /A .. Bukonano
BIJIJJAJICHUX TaiIiB HUXKYY JeTalli3allito
OHOBIIEHHS : : : HaGip Taiis1iB OHOBITIOETHCS
. 3mina desired tiles . : Bukonano
pH pyci iCJIsl IEPEMIICHHSI
Bunanenus Crapi Taitnu BUAAISIOTHCS
OunieHHs HEAKTYJIbHUX nicJIsl 3aBEPLIEHHS Bukonano
TaNJIiB o0y J10BU
. Tinbku no6auzy Koumnaiinepy cTBOpIOIOTHCS B
Konaiinepn . . . Bukonano
criocrepirada Mexkax colliderDistance

[lepeBipka AEMOHCTpPYE, IO CTPUMEpP pearye Ha TMEPEMIllEHHsS Kamepu,
3MIHIOIOYM AKTUBHUK HaAOIp TaiiiB 1 piBeHb netanizauii. OKpeme CTBOpPEHHS
KoJlaliiepiB MOOJIM3Y crocTepiraya 3MEHINy€ 3aiiBe HABaHTA)XXEHHS Ta 3allMIlae
(i3MYHy B3a€EMO/IIIO JIMLIE TaM, JIe€ BOHA MOTPiOHA.

[lin yac TectyBaHHs quadtree-CTpUMIHTY Kamepa NepeMmillyBajlacs Mix
pi3HUMM AUISHKAMU CBITY, a aKTUBHUN HaOip TaljiB mepeBipsBCs 3a BizyalbHUM
pe3ynbTaToM 1 BIKHOM Bimjiaaku. OuikyBasiocs, 10 OJWXKHI TaiJIu OTPUMYIOTh
OinpIry  fAeTamizaiiio, a JalbHI 3aJMIIaloThes  TIpyOimuMmu.  JlogaTkoBo
nepeBipsiocs, Y4 HE BUHUMKAIOTh PO3PYMBHU MIXK TailjlaMu pi3HOrO piBHS AeTaiizailii
MiJ] YaC OHOBJICHHS CLICHU.

[TepeBipsinacst Takox poOOTa yepru MoOy10BU: HOBI TalIM MAlOTh 3’ ABJISITUCS
NOCTYIIOBO, 0€3 OJIOKyBaHHSI CUEHHU, a HEaKTyallbHi (DparMEHTH — BHIAIATUCA
MiCcJIsl 3aBEpIIEHHS aKTyalbHMX 3anad. lle BakIuMBO 1Jisi YHUKHEHHSI MMOMITHUX
mpoBaJliB Mix 4Yac pyxy. Takuif miaxia m03BoJise€ 30epiratv BxkKe MOOYIOBaHY
reOMETPIt0 10 MOMEHTY, KOJIM HOBUIA HAOip TaitiiB Oy1e rOTOBHI 710 BiTOOpaxKEHHSI.

Oxkpemuii KpuTepiii cTocyBaBcsi kojiaiiiepiB. BoHM MOBUHHI CTBOpHOBATHUCS
Juiie B 30HI MOOJU3Y CHocTepiraya, OCKUIbKK KOJi3il Ha BiijaleHuX Taijgax He

NOTPIOHI JUIsl IOTOYHOI B3a€EMOIIT i J1u1Ie 301IbIyBaau O HABAaHTAKEHHS.



Pucynok 4.6 — [Tozin city Ha Taitnu 3 pizHuM piBHem LOD

KinpusMu Ha pucyHKy noka3zaHo pajiycH BiACTaHeW 10 crocrepiraya, ajis
SKUX MarTh 3acTocoByBaTUCh pi3Hi piBHI LOD. Cirtka nokasye KOpJOHU TailiB,
3aBASIKM YOMY HAO4HO BUJHO poOoTy quadtree-noainy. Konaiinepu cTBOpIOIOTHCS
Juiie B 00J1acTi BHYTPILIHBOTO KOJIa, /1€ 3HAUYCHHS Step € HalMEHIITUM.

4.2.3 TectryBaHHs pefaryBaHHs JaHmadty

PenaryBanHst mepeBipsiiocss B TPhOX peXUMax: J0JaBaHHS MaTepiany,
BUJIYUEHHSI MaTepiany Ta 3rjajkyBaHHs. Takoxk mnepeBipsuivcs 3MmiHa pajiyca,
3MiHA CHJIM KUCTIi, HABHICTb Bi3yaJbHOTO MPEANPOCMOTPY Ta Nepedy10Ba TalliB,

10 TEPETUHAIOTH 00JIACTh BILIUBY.
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Pesynbratu nepeBipku iHCTPYMEHTIB peiaryBaHHs HaBeJIeHO Y Taduili 4.3.

Ta6nunsg 4.3 — [lepeBipka iHCTpYMEHTIB peaaryBaHHs JaHamapTy

. OuikyBaHuii .
Omneparis OTtpumaHuii pe3yabTar Cratyc
pe3yJibTar
JlokanbHe N
[ToBepxHs migHIMAETHCS B
Add JTIOJIaBaAHH S . . Buxkonano
. 00J1aCTI KUCTI
Marepiany
JlokasnbHe
®dopmyeThes 3araubeHHs abo
Subtract BUJIYUYCHHS BUDI3 Bukonano
Marepiany P
3raaKyBaHHS 3MEHIIYETHCS PI3KICTh
Smooth FDIYBa YETRCA p Bukonano
BHECKY KHCTI JIOKaJIbHOI 3MiHU
3miHa : BrushPreview i rebuild
. 3MiHa 30HU BIJIUBY . Bukonano
paziyca bounds 3MiHIOIOThCS
. 3miHa Bnus onepariiii crae
3MiHa CUJIA | . - . Bukonano
IHTEHCUBHOCTI Al CUJIbHIIIKMM 200 cj1aduum
Tepebyrona OHOBJIICHHS Buxknukaerscs BUHKOHAHO
peby 3arponyTux TaiyiB | RebuildTilesInBounds

Hageneni pe3ynbTaTu MoKaszyoTh, 110 BCi 0a30Bi peKUMM KUCTI BUKOHYIOTh
pi3Hi i1 HaJ moJieM IyCTUHM. 3MiHa pajiyca, CUJIM Ta Moaaliblia nepedy10Ba TaiiB
MiATBEPKYIOTh, 110 PEAAKTOP BIUIMBAE HE HA TUMYACOBE BilOOpaKEHHs Mella, a
Ha JDKEPENbHI JaHi MOBEPXHI.

PenaryBanHs nnepeBipsiocs MOCII0BHUM 3aCTOCYBAaHHSIM TPbOX TUITIB KHCTI:
J0JJaBaHHs, BUJYUYEHHS Ta 3MVIaJpKyBaHHA. [[Jsl KOKHOTO PEXUMY OI[IHIOBAJIHCS
HasIBHICTh 3MiHU (OpMHU, CTAOLTBLHICTH MO3UIIIT OMaaHHs Ta epedy10Ba caMe TUX
TaiiB, 10 MEPETUHAIOTH 00JIACTh BILIUBY.

Takox nepeBipsuiics 3MiHa pajiyca il CuiiM KUCTi. 301IbIIEHHS pajiiyca Mae
pO3IIKMpIOBaTH 00J1aCTh BIJIMBY, @ 3MiHA CWJIM — BIUIMBAaTH HA iHTEHCHBHICTh
J10/1aBaHHs 400 BUJTyUEHHsI MaTepiaiy, 0€3 3MiHU JIOTiKU MOUIYKY TOBEPXHI.

BrushPreview BUKOpUCTOBYBaBCS SIK TONOMIKHHUI 1HAUKATOP JJ11 KOHTPOJIIO
TOJIOKEHHST Ta po3Mipy kucTi. Moro BizoOpaxkeHHsS T03BOISE IO 3aCTOCYBAHHS
oriepallii Ol[iHUTH, sIKa YaCcTUHA JaHaAmadTy Oyae 3miHeHa. Pe3yabTar TecTyBaHHs

IHCTPYMEHTIB pelaryBaHHs JJaHAmaTy MoKa3aHo Ha pUCYHKY 4.7
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Pucynok 4.7 — TectyBaHHsI iHCTpYMEHTIB pearyBaHHsl JaHAIIAPTY

Ha pucynky mnokazaHo poOOTy omnepailiii JqonaBaHHs, BiAHIMaHHA Ta

3rJa)KyBaHHsI TOBEPXHI.

4.3 AHaji3 oTpuMaHMX pe3yJbTaTiB

VY pesyiabTari peanizailii OTpUMAHO MPOrpaMHy CUCTEMY JUISl MPOLETYPHOT
reHepailii, BijoOpa)xeHHs Ta JIOKAJbHOIO peJaryBaHHs BOKCEILHOIO JIaHamadTy.
MonynpHa CTpYKTypa 03BOJIMJIA PO3JAUIMTH HanalTyBaHHs, ¢popmyBaHHsi SDF-
1oJisi, 00y 10BY MOBEPXHi, CTPUMIHT, pellaryBaHHsI Ta Bizyai3allito.

Surface Nets 103BOJAMB OTpUMATH 3IIAJKEHY MOBEPXHIO 3 MOJISI TYCTUHH, a
quadtree-opranizailisi Jajna 3MOTy KepyBaTH piBHEM JeTajlizailii 3ajeKHO BiJl
BiJICTAHI J10 croctepirada. Pegakrtop KucTi 3a0€3MeUYuB JIOKAJIbHY 3MIHY MOJIS
ryctTuHu. BepiiuHHe 3a0apBiieHHS 103BOJIMIIO OTpUMaTH 0a30BY Au(epeHIlialliio
MarepiajiiB MOBEpXHi 0€3 OKpeMUX TEKCTYPHUX KapT JJIsl KOKHOIO Taina.

Po3pobka Moxke OyTM pO3BUHEHA Yy HalpsMmi oNTUMI3alii OOYHUCIIEHB,
nokpatienns LOD-nepexoniB, 30epekeHHs 3MiH JaHAmadTy, po3MUpeHHs Oi0MiB,
JI0JIaBaHHsl Teyep 1 HaBucawouux @opM uepe3 mnoBHoLiHHI 3D SDF-mapu,

CKJIQJIHIIIIOI IpoJIoTrii Ta IEPEHECEHHS PeCYypCOEMHUX onepalliidi y Jobs abo Burst.



BUCHOBKHA

Ha ocHOBi aHamizy MeETOMiB MNpOIEAypHOI TIeHeparllii, MNpeacTaBICHHs
TPUBUMIPHUX MOBEPXOHb 1 MPOCTOPOBOI OpraHizailii BEJIMKUX CLIEH OO0IPYHTOBAHO
BUOIp MoJis rycTuHM, anroputmy Surface Nets i quadtree-ctpyktypu st o0y 10BU
pEenaroBaHOro BOKCEIHHOIO JaHAIIa]TY.

Po3po61eHo apxiTeKTypy MporpaMHOro 3a0€3MeUeHHs, 10 BKIYAE MOIYJIi
HaJalllTyBaHb TreHepalii, I'eHeparopa BUCOTH 1 TYCTUHH, 3MiIIyBaHHS (OpM
penbedy, Mo0yI0BU Mellla, TAWIOBOIO CTPUMIHTY, pelaryBaHHs, Bi3yaii3ailil BOau
il MaTepiaiiB Ta KEpYBaHHS KaMepOIO.

PeasiizoBaHo mporpamHi MOyl JIJIsi HaJAIITYBaHHSI FeHepallii, reHeparopa
nosis SDF, reneparopa myMOBUX KapT, 3MilllyBada IIyMOBUX KapT, Melepa
i3omoBepxHi 3a anroputMoM Surface Nets, quadtree-ctrpumepa, melaepu as
daHawapTy Ta BOAM, MOJIYJi pelaryBaHHS JiaHAmadTy Ta KOHTpoJjepa
KOpUCTYyBaya.

BukoHaHo TecTyBaHHS peXuMiB reHepaiiii, Surface Nets memunry, quadtree-
CTpuMiHTY, OasaHcyBaHHS Ta cTukyBaHHs L[OD, nokanbHOrO penaryBaHHS,
nepeOyJ0BU TaiiliB, KOJAWAEpiB, BiAOOpaKeHHS BOJAM Ta MarepiaiiB, poOOTH
KaMepH.

Po3poOka 103BOJIsSlE CTBOPIOBATH, BioOpa)xaTu Ta JIOKAJIbHO pelaryBaTu
nporeaypHuii BokcenbHui nanamadr y Unity, a TakoX CIyrye OCHOBOIO [IJIsi
NOJAJIBIIOTO PO3BUTKY IHCTPYMEHTIB IS MPOLEIYpPHOro CBITY B irpax,

CUMYJISLISIX, Bi3yaJbHUX MPOTOTHUMAX 1 TOCTITHUIIBKUX CUCTEMAX.
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Pucynok A.l1 — HanamtyBaHHs cTpyMepa Ta reHepaTopa
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Jonatok b

Kona nporpamHoro MojyJis HajalTyBaHb reHepartii

Ckpunt WorldGenSettings.cs

using System;
using UnityEngine;

namespace VoxelWorldGenerator.Generation
{
public enum TerrainGenerationMode
{
Combined,
MountainsOnly,
PlainsOnly,
RiversOnly,
LakesOnly,
NoiseOnly

public enum BrushOperationMode
{

Add,

Subtract,

Smooth

[Serializable]
public class MountainSettings

{
public bool enabled = true;

[Range (0f, 2f)]
public float weight = 1f;

[Range (1, 4)]
public int rangeCount = 1;

[Serializable]
public class PlainsSettings

{

public bool enabled true;

[Range (0f, 2f)]
public float weight = 1f;

[Header ("Rolling Terrain")]
public float largeHillScale = 620f;
public float largeHillStrength = 70f;

public float mediumHillScale = 250f;
public float mediumHillStrength = 34f;

public float smallHillScale = 95f;
public float smallHillStrength = 10f;

[Serializable]
public class RiverSettings
{

public bool enabled true;

[Range (0f, 2f) ]
public float weight = 1f;



[Header ("Continuous Rivers") ]
public int riverCount = 2;

public int segmentsPerRiver = 16;
public float riverLength = 3200f;

[Header ("Valley / Canyon")]
public float valleyWidth = 300f;
public float canyonWidth = 135f;
public float coreWidth = 36f;

public float valleyDepth = 26f;

public float canyonDepth = 46f;

public float riverBedBelowWater = 3f;
public float valleyShoulderHeight = 18f;

[Header ("Meander") ]
public float meanderScalePrimary = 700f;
public float meanderAmplitudePrimary = 190f;

public float meanderScaleSecondary = 240f;
public float meanderAmplitudeSecondary = 60f;

[Serializable]
public class LakeSettings

{
public bool enabled = true;

[Range (0f, 2f)]
public float weight = 0.55f;

public int lakeCount = 2;

public float radius = 140f;

public float basinRadiusMultiplier = 1.8f;
public float basinDepth = 16f;

public float lakeDepth = 22f;

public float shoreNoiseScale = 120f;

[Range (0f, 0.75f)]
public float shoreNoiseStrength = 0.22f;

[Serializable]
public class DetailNoiseSettings

{
public bool enabled = true;

[Range (0f, 2f)]
public float weight = 0.7f;

public float broadScale = 620f;
public float broadStrength = 28f;

public float mediumScale = 210f;
public float mediumStrength = 14f;

public float smallScale = 70f;
public float smallStrength = 4f;

[Serializable]
public class SnowSettings



public bool enabled = true;

public float snowHeightStart = 260f;
public float snowHeightFade = 90f;

[Range (0f, 90f)]
public float maxSnowSlopeAngle = 38f;

public float snowNoiseScale = 160f;

[Range (0f, 1f)]
public float snowNoiseStrength = 0.25f;

public Color snowColor = new Color(0.88f, 0.92f, 0.96f, 1f);

[CreateAssetMenu (menuName = "Voxel Diploma/World Gen Settings")]
public class WorldGenSettings : ScriptableObject
{

[Header ("World") ]

public int worldSize = 2048;

public int worldHeight = 768;

public float voxelSize = 1f;

[Header ("Mode") ]
public TerrainGenerationMode generationMode = TerrainGenerationMode.Combined;
public int seed = 12345;

[Header ("Base Height")]
public float baseHeight = 110f;

[Header ("Regional Height")]

public bool enableRegionalHeight = true;
public float regionalScale = 850f;
public float regionalUplift = 80f;
public float regionalDepression = 42f;

[Header ("Terrain Layers")]

public PlainsSettings plains = new PlainsSettings();
public MountainSettings mountains = new MountainSettings();
public RiverSettings rivers = new RiverSettings();

public LakeSettings lakes = new LakeSettings();
public DetailNoiseSettings detailNoise = new DetailNoiseSettings();

[Header ("Snow") ]
public SnowSettings snow = new SnowSettings();

[Header ("Water") ]
public bool generateWater = true;
public float waterLevel = 42f;

[Header ("Surface Colors")]

public Color grassColor = new Color(0.20f, 0.42f, 0.1lef, 1f);
public Color rockColor = new Color(0.40f, 0.38f, 0.34f, 1f);
public Color sandColor = new Color(0.66f, 0.57f, 0.40f, 1f);
public Color waterColor = new Color(0.02f, 0.16f, 0.34f, 0.88f);

[Header ("Surface Classification")]
[Range (0f, 1f)]
public float grassMaxSlope = 0.48f;

[Range (0f, 1f)]
public float rockMinSlope = 0.22f;



public float sandHeightAboveWater = 5f;

[Header ("Surface Nets")]

public int defaultTileSize = 32;
public int defaultStep = 4;

public bool generateCollider = false;

[Header ("Optional Materials")]
public Material terrainMaterial;
public Material waterMaterial;

private void OnValidate ()

{
worldSize = Mathf.Max (128, worldSize);
worldHeight = Mathf.Max (32, worldHeight);
voxelSize = Mathf.Max(0.01f, voxelSize);

baseHeight = Mathf.Clamp (baseHeight, 1f, worldHeight - 2f);

regionalScale = Mathf.Max(1lf, regionalScale);
regionalUplift = Mathf.Max(0f, regionalUplift);
regionalDepression = Mathf.Max(0f, regionalDepression);

waterLevel = Mathf.Clamp (waterLevel, 0f, worldHeight - 1f);
sandHeightAboveWater = Mathf.Max (0f, sandHeightAboveWater) ;

defaultTileSize = Mathf.Max (16, defaultTileSize);
defaultStep = Mathf.Max(1l, defaultStep);

plains ??= new PlainsSettings();

mountains ??= new MountainSettings();
rivers ??= new RiverSettings();

lakes ??= new LakeSettings();

detailNoise ?7?= new DetailNoiseSettings();

mountains.rangeCount = Mathf.Clamp (mountains.rangeCount, 1, 4);

plains.largeHillScale = Mathf.Max(1f, plains.largeHillScale);
plains.mediumHillScale = Mathf.Max (1f, plains.mediumHillScale);
plains.smallHillScale = Mathf.Max(1lf, plains.smallHillScale);

rivers.riverCount = Mathf.Max (0, rivers.riverCount);
rivers.segmentsPerRiver = Mathf.Max (4, rivers.segmentsPerRiver);
rivers.riverLength = Mathf.Max (1f, rivers.riverLength);
rivers.valleyWidth = Mathf.Max (1f, rivers.valleyWidth);
rivers.canyonWidth = Mathf.Max (1f, rivers.canyonWidth) ;
rivers.coreWidth = Mathf.Max(1f, rivers.coreWidth) ;

rivers.meanderScalePrimary = Mathf.Max(1f, rivers.meanderScalePrimary);
rivers.meanderScaleSecondary = Mathf.Max (1f, rivers.meanderScaleSecondary);

lakes.lakeCount = Mathf.Max (0, lakes.lakeCount);
lakes.radius = Mathf.Max (1f, lakes.radius);

lakes.basinRadiusMultiplier = Mathf.Max(1f, lakes.basinRadiusMultiplier);

lakes.shoreNoiseScale = Mathf.Max(1f, lakes.shoreNoiseScale);

detailNoise.broadScale = Mathf.Max (1f, detailNoise.broadScale);

detailNoise.mediumScale = Mathf.Max(1f, detailNoise.mediumScale);

detailNoise.smallScale = Mathf.Max (1f, detailNoise.smallScale);

snow.snowHeightFade = Mathf.Max(0.01f, snow.snowHeightFade);
snow.snowNoiseScale = Mathf.Max(1f, snow.snowNoiseScale);
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Jlonarok B

Kon nporpamHoro MofyJisi reHepallii ryCTUHH

Ckpunt VoxelWorldGenerator.cs

using System;

using System.Collections.Concurrent;
using System.Collections.Generic;
using UnityEngine;

namespace VoxelWorldGenerator.Generation
{
[Serializable]
public struct BrushOperation
{
public Vector3 position;
public float radius;
public float strength;
public bool addTerrain;
public BrushOperationMode mode;

public BrushOperation(Vector3 position, float radius, float strength, bool

addTerrain)
{
this.position = position;
this.radius = radius;
this.strength = strength;
this.addTerrain = addTerrain;

this.mode = addTerrain ? BrushOperationMode.Add : BrushOperationMode.Subtract;

public BrushOperation (Vector3 position, float radius, float strength,

BrushOperationMode mode)
{
this.position = position;
this.radius = radius;
this.strength = strength;
this.mode = mode;
this.addTerrain = mode != BrushOperationMode.Subtract;

public class VoxelWorldGenerator : MonoBehaviour
{

[Header ("Settings")]

public WorldGenSettings settings;

[Header ("Editing") ]
public bool enableBrushOperations = true;
public int maxBrushOperations = 512;

[Header ("Height Cache") ]

public bool enableHeightCache = true;
public float heightCacheGridSize = 2f;
public int maxHeightCacheEntries = 250000;

[Header ("Debug") ]
public bool drawWorldBounds = true;
public bool drawBrushOperations = false;

private readonly List<BrushOperation> brushOperationsList
List<BrushOperation> () ;

private BrushOperation[] brushOperationsSnapshot = Array.Empty<BrushOperation>();

private readonly ConcurrentDictionary<long, float> heightCache

ConcurrentDictionary<long, float>();
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private int lastSettingsHash;

public int WorldSize => settings != null ? settings.worldSize : 2048;
public int WorldHeight => settings != null ? settings.worldHeight : 768;
public int BrushOperationCount => brushOperationsSnapshot.Length;

public int HeightCacheCount => heightCache.Count;

private void Reset ()

{

name = "VoxelWorldGenerator";

}

private void OnValidate()

{
heightCacheGridSize = Mathf.Max(0.25f, heightCacheGridSize) ;
maxHeightCacheEntries = Mathf.Max (1000, maxHeightCacheEntries) ;

[ContextMenu ("Clear Height Cache")]
public void ClearHeightCache ()

{
heightCache.Clear();

public BrushOperation[] GetBrushOperationsSnapshot ()
{
return brushOperationsSnapshot;

}

public void AddBrushOperation (Vector3 position, float radius, float strength, bool
addTerrain)
{
if (l!enableBrushOperations)
return;

BrushOperation op = new BrushOperation (
position,
Mathf.Max (0.1f, radius),
Mathf.Max (0.01f, strength),
addTerrain

)7

AddBrushOperationInternal (op) ;

public void AddSmoothBrushOperation(Vector3 position, float radius, float strength)
{
if (!enableBrushOperations)
return;

BrushOperation op = new BrushOperation (
position,
Mathf.Max (0.1f, radius),
Mathf.Max(0.01f, strength),
BrushOperationMode. Smooth

)

AddBrushOperationInternal (op) ;

private void AddBrushOperationInternal (BrushOperation op)
{
brushOperationsList.Add (op) ;

while (brushOperationsList.Count > maxBrushOperations)



brushOperationsList.RemoveAt (0);

brushOperationsSnapshot = brushOperationsList.ToArray();

public void ClearBrushOperations()
{

brushOperationsList.Clear();

brushOperationsSnapshot = Array.Empty<BrushOperation>();

public float SampleDensity (Vector3
{

worldPosition)

return SampleDensity(worldPosition.x, worldPosition.y,

}

public float SampleDensity(float x,

{
float height = SampleHeight (x,
float density = height - y;

if (enableBrushOperations)

float y, float z)

z);

density += SampleBrushDensityDelta(x, vy, z);

return density;

}

public float SampleDensityFromKnownHeight (float x, float vy,

knownHeight)
{

float density = knownHeight - y;

if (enableBrushOperations)

density += SampleBrushDensityDelta (x, vy, z);

return density;
}
public float SampleHeight (float x,

{
if (settings == null)
return 32f;

CheckSettingsHash() ;

if (!enableHeightCache)

float z)

return TerrainShapeMixer.SampleHeight (settings, x,

long key = MakeHeightCacheKey (x

; Z)i

if (heightCache.TryGetValue (key, out float cached))

return cached;

float h = TerrainShapeMixer.SampleHeight (settings, x, z

if (heightCache.Count < maxHeightCacheEntries)

heightCache.TryAdd (key, h);

return h;
}
private void CheckSettingsHash ()
{

int hash = CalculateSettingsHash() ;

if (hash == lastSettingsHash)
return;

worldPosition.z);

float z, float

z);

)
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10f);
10f);
10f);
* 10f);
10f) ;

10f) ;

lastSettingsHash =

heightCache.Clear();

hash;

private int CalculateSettingsHash ()

{

if (settings == null)
return 0;

unchecked

{
int hash = 17;
hash = hash * 31
hash = hash * 31
hash = hash * 31
hash = hash * 31
hash = hash * 31
hash = hash * 31
hash = hash * 31
if

{

if
{

if
{

if
{

hash
hash
hash =

hash =
hash =
hash =

hash =

hash =

hash =

hash =

hash =

hash =
hash =
hash =
hash =
hash =
hash =
hash =
hash =
hash =
hash =

hash =
hash =
hash =
hash =
hash =
hash

+ o+

settings.seed;
(int) settings.generationMode;

Mathf.
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Mathf.

Mathf

Mathf.

RoundToInt (settings

.baseHeight * 10f);
RoundToInt (settings.
settings.
RoundToInt (settings.

regionalScale * 10f);
regionalUplift * 10f);
regionalDepression * 10f);

Mathf.

(settings.mountains

hash * 31 +
hash * 31 +
hash * 31 +

hash

*

hash *
hash *

hash

hash

hash

hash

hash

hash
hash
hash
hash
hash
hash
hash
hash
hash
hash

hash
hash
hash
hash
hash
hash

E I S S S T

E S S

(settings.plains

(settings.rivers

(settings.lakes

31 +
31 +
31 +

31 +

31 +

31 +

31 +

31 +

31 +
31 +
31 +
31 +
31 +
31 +
31 +
31 +
31 +
31 +

(
.RoundToInt (
(
(

RoundToInt (settings

= null)

(settings.mountains.enabled ? 1
Mathf.RoundTolInt (settings.

.waterLevel * 10f);

0);
mountains.weight * 100f);

settings.mountains.rangeCount;

null)

(settings.plains.enabled ? 1

Mathf.
Mathf.

RoundToInt (settings
RoundToInt (settings
Mathf.RoundToInt (settings
Mathf.RoundToInt (settings
Mathf.RoundToInt (settings
Mathf.RoundToInt (settings

Mathf.RoundToInt (settings

null)

(settings.rivers.enabled ? 1
Mathf.RoundToInt (settings.

.plains
.plains

.plains
.plains
.plains
.plains

.plains

O?&eight * 100f) ;
.largeHillScale *
.largeHillStrength *
.mediumHillScale *
.mediumHillStrength

.smallHillScale *

.smallHillStrength *

0) 7
rivers.weight * 100f);

settings.rivers.riverCount;
settings.rivers.segmentsPerRiver;

Mathf.
Mathf.
Mathf.
Mathf.
Mathf.

(
(
RoundToInt (
(
Mathf. (

= null)

31 +
31 +
31 +
31 +
31 +
31 +

(settings.lakes.enabled ?

Mathf.RoundToInt (settings.

settings.lakes.lakeCount;

Mathf.RoundToInt (settings.
Mathf.RoundToInt (settings.
Mathf.RoundToInt (settings.

RoundToInt (settings.
RoundToInt (settings.
RoundToInt (settings.
settings.
RoundToInt (settings.
RoundToInt (settings.

rivers
rivers
rivers
rivers
rivers
rivers

.riverLength
.valleyWidth
.canyonWidth
.coreWidth *
.valleyDepth
.canyonDepth

* 10f);
* 10f) ;
* 10f);
10f);

* 10f);
* 10f);

1 :0);
lakes.weight * 100f);

lakes.radius * 10f);
lakes.basinDepth * 10f);
lakes.lakeDepth * 10f);



100f);
10f);
* 10f);
10f);
* 10f);
10£f);

* 10f);
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if (settings.detailNoise != null)

{ hash = hash * 31 + (settings.detailNoise.enabled ? 1 : 0);
hash = hash * 31 + Mathf.RoundToInt (settings.detailNoise.weight *
hash = hash * 31 + Mathf.RoundToInt (settings.detailNoise.broadScale *
hash = hash * 31 + Mathf.RoundToInt (settings.detailNoise.broadStrength
hash = hash * 31 + Mathf.RoundToInt (settings.detailNoise.mediumScale *
hash = hash * 31 + Mathf.RoundToInt (settings.detailNoise.mediumStrength

hash = hash * 31 + Mathf.RoundToInt (settings.detailNoise.smallScale *

hash = hash * 31 + Mathf.RoundToInt (settings.detailNoise.smallStrength

return hash;

}

private long MakeHeightCacheKey (float x, float z)

float grid = Mathf.Max(0.25f, heightCacheGridSize);

int ix Mathf.RoundToInt (x / grid);
int iz = Mathf.RoundToInt (z / grid);

unchecked

{

A

return ((long)ix << 32) (uint)iz;

}

private float SampleBrushDensityDelta(float x, float y, float z)

BrushOperation[] ops = brushOperationsSnapshot;

if (ops == null || ops.Length == 0)
return 0f;

Vector3 p = new Vector3(x, vy, z);
float delta = 0f;

for (int 1 = 0; i < ops.Length; i++)
{

BrushOperation op = ops[i];

float r = Mathf.Max(0.001f, op.radius);
float dist = Vector3.Distance(p, op.position);

if (dist > 1)
continue;

float t = 1f - dist / r;
t =t *t * (3f - 2f * t);

switch (op.mode)

{

case BrushOperationMode.Add:
delta += op.strength * t;
break;

case BrushOperationMode.Subtract:



delta -= op.strength * t;
break;

case BrushOperationMode. Smooth:

{
float smoothPower = Mathf.ClampOl (op.strength / 40f);
float blend = smoothPower * t;
delta = Mathf.Lerp(delta, 0f, blend);

break;

return delta;

public Color EvaluateSurfaceColor (Vector3 worldPosition, Vector3 normal)
{
if (settings == null)
return Color.white;

float y = worldPosition.y;
float normalY = Mathf.ClampOl (normal.normalized.y);
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bool nearWater = y <= settings.waterLevel + settings.sandHeightAboveWater;

bool steep = normalY < settings.rockMinSlope;
bool flatEnoughForGrass = normalY >= settings.grassMaxSlope;

Color baseColor;

if (nearWater)
{
baseColor = settings.sandColor;
}
else if (steep)
{
baseColor = settings.rockColor;
}
else if (flatEnoughForGrass)
{
baseColor = settings.grassColor;
}
else
{
float rockBlend = Mathf.Inverselerp(settings.grassMaxSlope,
settings.rockMinSlope, normalY);
baseColor = Color.Lerp(settings.grassColor, settings.rockColor,

}

float snowMask = TerrainNoiseGenerator.EvaluateSnowMask (settings,
worldPosition, normal);
return Color.Lerp(baseColor, settings.snow.snowColor, snowMask);

}

private void OnDrawGizmosSelected ()

{
if (settings != null && drawWorldBounds)
{

Gizmos.color = Color.yellow;

Vector3 center = new Vector3(
settings.worldSize * 0.5f,
settings.worldHeight * 0.5f,
settings.worldSize * 0.5f

)i

Vector3 size = new Vector3(
settings.worldSize,

rockBlend) ;



settings.worldHeight,
settings.worldSize

)i

Gizmos.DrawWireCube (center, size);

if (!drawBrushOperations)
return;

BrushOperation[] ops = brushOperationsSnapshot;

if (ops == null)
return;

for (int 1 = 0; 1 < ops.Length; i++)
{
if (ops[i].mode == BrushOperationMode.Smooth)
Gizmos.color = Color.yellow;

else
Gizmos.color = ops[i].addTerrain ? Color.green : Color.red;

Gizmos.DrawWireSphere (ops[i] .position, ops[i].radius);

}
Ckpunt TerrainShapeMixer.cs

using UnityEngine;

namespace VoxelWorldGenerator.Generation

{

public static class TerrainShapeMixer
{
public static float SampleHeight (WorldGenSettings settings, float x, float z)
{
if (settings == null)
return 32f;

TerrainSampleContext ctx = new TerrainSampleContext (settings, x, z);

float h = settings.baseHeight;
h += TerrainNoiseGenerator.EvaluateRegionalHeight (ctx) ;

switch (settings.generationMode)
{
case TerrainGenerationMode.MountainsOnly:
{
h += TerrainNoiseGenerator.EvaluatePlains(ctx) * 0.20f;
h += TerrainNoiseGenerator.EvaluateMountains (ctx) * 1.30f;
h += TerrainNoiseGenerator.EvaluateDetailNoise (ctx) * 0.1lo6f;

break;

case TerrainGenerationMode.PlainsOnly:

{
h += TerrainNoiseGenerator.EvaluatePlains (ctx) ;
h += TerrainNoiseGenerator.EvaluateDetailNoise (ctx) * 0.35f;
break;

case TerrainGenerationMode.RiversOnly:

{
h += TerrainNoiseGenerator.EvaluatePlains(ctx) ;
h += TerrainNoiseGenerator.EvaluateDetailNoise (ctx) * 0.25f;
h = TerrainNoiseGenerator.ApplyRiversToHeight (ctx, h);



break;

case TerrainGenerationMode.LakesOnly:
{
h += TerrainNoiseGenerator.EvaluatePlains (ctx) ;
h += TerrainNoiseGenerator.EvaluateDetailNoise (ctx) * 0.20f;
h += TerrainNoiseGenerator.EvaluateLakes (ctx);
break;

case TerrainGenerationMode.NoiseOnly:

{
h += TerrainNoiseGenerator.EvaluateDetailNoise (ctx);
break;

case TerrainGenerationMode.Combined:

default:
{
h += TerrainNoiseGenerator.EvaluatePlains(ctx) * 0.95f;
h += TerrainNoiseGenerator.EvaluateMountains (ctx) * 1.10f;
h += TerrainNoiseGenerator.EvaluatelLakes (ctx) * 0.70f;
h += TerrainNoiseGenerator.EvaluateDetailNoise (ctx) * 0.50f;

h = TerrainNoiseGenerator.ApplyRiversToHeight (ctx, h);
break;

return SoftClampHeight (h, settings);

private static float SoftClampHeight (float height, WorldGenSettings settings)
{

float minHeight = 2f;

float maxHeight = settings.worldHeight - 2f;

if (height < minHeight)
return minHeight;

float softLimitStart = settings.worldHeight * 0.84f;

if (height <= softLimitStart)
return height;

float excess = height - softLimitStart;
float compressed = Mathf.Log(lf + excess) * 24f;

return Mathf.Min(softLimitStart + compressed, maxHeight);

}
Ckpunt TerrainNoiseGenerator.cs

using UnityEngine;

namespace VoxelWorldGenerator.Generation
{
public struct TerrainSampleContext
{
public WorldGenSettings settings;
public float x;
public float z;
public int seed;



public TerrainSampleContext (WorldGenSettings settings, float x, float z)

{

this.settings = settings;

this.x = x;

this.z = z;

this.seed = settings != null ? settings.seed : 0;

public static class TerrainNoiseGenerator
{

#region Common Math

public static float HashOl (int seed, int index, int salt)
{
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float v = Mathf.Sin(seed * 12.9898f + index * 78.233f + salt * 37.719f) *

43758.5453f;
return v - Mathf.Floor (v);

}

public static Vector2 FeaturePoint (int seed, int index, int salt, float worldSize)

{
float nx = HashO1l (seed, index, salt + 13);
float nz = HashO1l (seed, index, salt + 71);

nx = Mathf.Lerp(0.16f, 0.84f, nx);
nz Mathf.Lerp(0.16£f, 0.84f, nz);

return new Vector2 (nx * worldSize, nz * worldSize);

public static float FractalOl(float x, float z, float scale, int octaves,

{
scale = Mathf.Max(1f, scale);
octaves = Mathf.Max(1l, octaves);

float total = 0f;

float amplitude = 1f;
float frequency = 1f;
float amplitudeSum = 0f;

for (int i = 0; 1 < octaves; 1++)

{
float sx = (x + seed * 17.31f + 1 * 91.7f) / scale * frequency;
float sz (z - seed * 11.17f - 1 * 43.3f) / scale * frequency;

float n = Mathf.PerlinNoise(sx, sz);

total += n * amplitude;
amplitudeSum += amplitude;

amplitude *= 0.5f;
frequency *= 2f;

return total / Mathf.Max(0.0001f, amplitudeSum);

public static float RidgedO1l (float x, float z, float scale, int octaves,
{

float n = FractalOl(x, z, scale, octaves, seed);

return Mathf.ClampOl(1f - Mathf.Abs(n * 2f - 1f));

public static float SmoothMaskOl (float distance, float radius)
{

int seed)

int seed)



radius = Mathf.Max (0.0001f, radius):;

float t = 1f - Mathf.ClampOl (distance / radius);
return t * t * (3f - 2f * t);

public static float DistancePointSegment (Vector2 p, Vector2 a, Vector2 b)

{
Vector2 ab = b - a;
float abLenSqg = Vector2.Dot (ab, ab);

if (abLenSg < 0.0001f)
return Vector2.Distance(p, a);

float t = Vector2.Dot(p - a, ab) / ablLenSqg;
t = Mathf.ClampO1l(t);

Vector2 closest = a + ab * t;
return Vector2.Distance(p, closest);

public static float SegmentAlong0l (Vector2 p, Vector2 a, Vector2 Db)

{
Vector2 ab = b - a;
float abLenSqg = Vector2.Dot (ab, ab);

if (abLenSg < 0.0001f)
return O0f;

return Mathf.ClampOl (Vector2.Dot (p - a, ab) / abLenSq);

private static Vector2 Rotate(Vector2 v, float radians)
{

float c¢ Mathf.Cos (radians) ;

float s = Mathf.Sin(radians);

return new Vector?2 (
v.x * ¢ - v.y * s,
v.x * s + v.y * C

)7

private static float TaperedLineMask (Vector2 p, Vector2 a, Vector2 b,
startWidth, float endWidth)
{
float t = SegmentAlong0l(p, a, b);
float width = Mathf.Lerp(startWidth, endWidth, t);
float dist = DistancePointSegment (p, a, b);
return SmoothMaskO1l (dist, width);

private static float LocalHash (int seed, int index, int salt)

{

return HashO1l (seed, index, salt);

}

#endregion

#region Regional Height

public static float EvaluateRegionalHeight (TerrainSampleContext ctx)

{
WorldGenSettings s = ctx.settings;

float
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.5f;

.5f;

.5f;
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if (!s.enableRegionalHeight)
return 0f;

float n = FractalOl(ctx.x, ctx.z, s.regionalScale, 3, ctx.seed + 50);

float upliftMask = Mathf.SmoothStep(0.48f, 0.86f, n);
float depressionMask = 1f - Mathf.SmoothStep(0.12f, 0.44f, n);

return upliftMask * s.regionalUplift - depressionMask * s.regionalDepression;

#endregion

#region Plains / Hills

public static float EvaluatePlains (TerrainSampleContext ctx)

{

PlainsSettings p = ctx.settings.plains;

if (!p.enabled)
return 0f;

float large = FractalOl(ctx.x, ctx.z, p.largeHillScale, 4, ctx.seed + 100) -
float medium = FractalOl (ctx.x, ctx.z, p.mediumHillScale, 3, ctx.seed + 101) -

float small = FractalOl(ctx.x, ctx.z, p.smallHillScale, 2, ctx.seed + 102) -

float h =
large * p.largeHillStrength +
medium * p.mediumHillStrength +
small * p.smallHillStrength;

return h * p.weight;

#endregion

#region Mountains

private struct MountainPreset

{

public float rangeLength;
public float rangeWidth;
public float coreWidth;

public float crestWidth;

public float baseHeight;
public float coreHeight;
public float crestHeight;
public float peakHeight;

public float centralRidgeWidth;
public float centralRidgeHeight;

public float domainWarpScale;
public float domainWarpStrength;

public float continentScale;
public float continentStrength;



public float erosionControlScale;
public float weirdnessScale;
public float ridgeControlScale;

public float macroScale;
public float macroStrength;

public float ridgeScale;
public float ridgeStrength;

public float detailScale;
public float detailStrength;

public int valleyCount;

public float valleyLengthMin;
public float valleyLengthMax;
public float valleyWidthTop;
public float valleyWidthBottom;
public float valleyDepth;

public int spurCount;
public float spurLengthMin;
public float spurLengthMax;
public float spurWidth;
public float spurHeight;

public int branchRidgeCount;
public float branchRidgeLengthMin;
public float branchRidgeLengthMax;
public float branchRidgeWidth;
public float branchRidgeHeight;

private static MountainPreset GetMountainPreset (WorldGenSettings

{

float w = settings != null ? settings.worldSize : 2048f;

return new MountainPreset

{

rangelLength = w * 1.00f,
rangeWidth = w * 0.24f,
coreWidth = w * 0.32f,

crestWidth = w * 0.15f,

baseHeight 260f,
coreHeight = 520f,
crestHeight = 560f,
peakHeight = 420f,

centralRidgeWidth = w * 0.060f,
centralRidgeHeight = 620f,

domainWarpScale = w * 0.34f,
domainWarpStrength = w * 0.075f,

continentScale = w * 0.95f,
continentStrength = 170f,

erosionControlScale = w * 0.42f,
weirdnessScale = w * 0.30f,
ridgeControlScale = w * 0.20f,

macroScale = w * 0.16f,
macroStrength = 195f,

settings)
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ridgeScale = w *
ridgeStrength =1

detailScale = w *
detailStrength =

valleyCount = 16,
valleyLengthMin =
valleyLengthMax =
valleyWidthTop =

valleyWidthBottom
valleyDepth = 245

spurCount = 36,
spurLengthMin = w
spurLengthMax = w
spurWidth = w * 0
spurHeight = 135f

branchRidgeCount

0.055f£,
45f,

0.024f,
22f,

w * 0.24f,

w * 0.56f,
w * 0.026f,

= w * 0.145f,
£,

* 0.16f,
* 0.46f,
.022f,

’

= 26,

branchRidgeLengthMin = w * 0.22f,

branchRidgeLengthMax

branchRidgeWidth
branchRidgeHeight

public static float Evalu
{

MountainSettings m =

if (!'m.enabled)
return 0f;

MountainPreset preset

Vector2 p = new Vecto

=w * 0.52f,
=w * 0.020f,
= 175f

ateMountains (TerrainSampleContext ctx)

ctx.settings.mountains;

= GetMountainPreset (ctx.settings);

r2(ctx.x, ctx.z);

float height = EvaluateMountainRange (ctx, p, preset, 0, true);

int extra = Mathf.Max

(0, m.rangeCount - 1);

for (int i = 0; 1 < extra; i++)
height += EvaluateMountainRange(ctx, p, preset, i + 1,

return height * m.weight;

private static float EvaluateMountainRange (
TerrainSampleContext ctx,

Vector2 world,
MountainPreset preset
int rangelndex,
bool mainRange)

float worldSize = ctx

’

.settings.worldSize;

Vector2 center = mainRange
? new Vector2 (worldSize * 0.52f, worldSize * 0.52f)
FeaturePoint (ctx.seed, rangelIndex, 9100, worldSize);

float angle = mainRange

false)

* 0.55f;
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? Mathf.Lerp(0.18f * Mathf.PI, 0.34f * Mathf.PI, LocalHash (ctx.seed,
rangeIndex, 9101))

LocalHash (ctx.seed, rangelIndex, 9102) * Mathf.PI * 2f;

Vector2 dir = new Vector2 (Mathf.Cos(angle), Mathf.Sin(angle)).normalized;
Vector2 side = new Vector2(-dir.y, dir.x);

Vector2 p = DomainWarp (
world,
preset.domainWarpScale,
preset.domainWarpStrength,
ctx.seed + rangelIndex * 97

)i

Vector2 d = p - center;

float along Vector2.Dot (d, dir);
float cross = Vector2.Dot(d, side);

float halflLength = preset.rangelength * 0.5f;

float along01l = Mathf.ClampOl((along + halfLength) / Mathf.Max(1f,
preset.rangelength)) ;
float endFade =
Mathf.SmoothStep (0f, 0.05f, along0l) *
Mathf.SmoothStep(1f, 0.95f, alongOl);

float absCross = Mathf.Abs (cross);

float rangeMask = SmoothMaskOl (absCross, preset.rangeWidth) * endFade;
float coreMask = SmoothMaskOl (absCross, preset.coreWidth) * endFade;
float crestMask = SmoothMaskO1l (absCross, preset.crestWidth) * endFade;

if (rangeMask <= 0.0001f)
return 0f;

float continent = FractalOl(
b.x,
b.y,
preset.continentScale,
4,

ctx.seed + 9200 + rangeIndex * 19
)i

float erosion = FractalOl(
p.x + 133.7f,
p.y — 281.5f,
preset.erosionControlScale,
4!
ctx.seed + 9210 + rangeIndex * 19
)7

float weirdness = FractalOl(
p.x - 411.2f,
p.y + 93.4f,
preset.weirdnessScale,
4,
ctx.seed + 9220 + rangeIndex * 19
)i

float ridgeControl = RidgedO1 (
p.x + 57.1f,
p.y - 119.7f,
preset.ridgeControlScale,
4,
ctx.seed + 9230 + rangeIndex * 19
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)7

continent = Mathf.SmoothStep(0.18f, 0.92f, continent);
erosion = Mathf.SmoothStep (0.10f, 0.95f, erosion);
weirdness = weirdness * 2f - 1f;

ridgeControl = Mathf.Pow(ridgeControl, 1.35f);

float broadBody =
preset.continentStrength * continent * rangeMask +
preset.baseHeight * Mathf.Pow(rangeMask, 1.02f) +
preset.coreHeight * Mathf.Pow(coreMask, 1.05f) +
preset.crestHeight * Mathf.Pow(crestMask, 1.01f);

float macro = RidgedO1 (
p.x + 211.4f,
p.y - 71.9%f,
preset.macroScale,
5,
ctx.seed + 9300 + rangeIndex * 31

macro = Mathf.Pow(macro, 1.40f);

float
float v

o
I

= along;
cross;

float ridgeA = Ridged01(

Uy

v * 2.10f,
preset.ridgeScale,
S,

ctx.seed + 9310 + rangeIndex * 31
)i

float ridgeB = Ridged01 (
u * 1.55f + 317.2f,
v * 3.60f - 81.7f%,
preset.ridgeScale * 0.52f,
4!
ctx.seed + 9320 + rangeIndex * 31
)i

float ridgeC = Ridged01(
u * 2.30f - 113.6f,
v * 5.20f + 219.2f,
preset.ridgeScale * 0.27f,
3!
ctx.seed + 9330 + rangeIndex * 31
)i

ridgeA Mathf.Pow (ridgeA, 1.35f);
ridgeB = Mathf.Pow(ridgeB, 1.75f);
ridgeC = Mathf.Pow(ridgeC, 2.10f);

float highMountainMask = Mathf.ClampOl (coreMask * 0.75f + crestMask * 1.55f);
float highDetailMask = Mathf.SmoothStep(0.18f, 0.82f, highMountainMask) ;

float ridgeField =
ridgeA * preset.ridgeStrength * 0.46f +
ridgeB * preset.ridgeStrength * 0.27f +
ridgeC * preset.ridgeStrength * 0.12f;

float ridgeMask = Mathf.ClampO1l (
coreMask * 0.72f +
crestMask * 1.55f +
ridgeControl * rangeMask * 0.32f
)



ridgeField *= Mathf.Lerp(0.30f, 1.0f, highDetailMask);

float peakNoise = RidgedO1 (

)7

float peakMask = Mathf.Pow (Mathf.ClampOl (peakNoise * ridgeControl),

p.x - 719.1f,

p.y + 148.5f,

preset.ridgeScale * 1.20f,

5!

ctx.seed + 9340 + rangeIndex * 31

2.8£f);
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float peaks = peakMask * preset.peakHeight * Mathf.ClampOl (coreMask + crestMask

* 1.8f);

float centralRidge = EvaluateCentralRidge (

)7

ctx,

o

center,
dir,

side,
preset,
rangelndex,
along,
cross,
coreMask,
crestMask,
ridgeControl

float branchRidges = EvaluateBranchRidges (

)7

ctx,

p!

center,

dir,

side,
preset,
rangelIndex,
rangeMask,
coreMask,
ridgeControl

float spurs = EvaluateSpurs(ctx, p, center,
rangeMask, ridgeMask);

float valleys = EvaluateErosionValleys (ctx,
rangeIndex, rangeMask, coreMask);

dir, side,

Py

center,

float interRidgeValleys = EvaluateInterRidgeValleys(

)7

ctx,

Dy

center,
dir,

side,
preset,
rangelndex,
rangeMask,
coreMask,
crestMask

float drainageA = RidgedO1 (

p.x + 17.9f,

p.y - 303.1f,

preset.ridgeScale * 0.72f,

5!

ctx.seed + 9400 + rangeIndex * 31

preset,

dir,

side,

rangelIndex,

preset,



float drainageB = RidgedO1 (

p.x - 241.3f,

p.y + 89.8f,

preset.ridgeScale * 0.33f,

4!

ctx.seed + 9410 + rangeIndex * 31
)i

float drainage = Mathf.ClampOl (drainageA * 0.65f + drainageB * 0.35f);
drainage = Mathf.Pow(drainage, 2.25f);

float drainageCut =
drainage *
Mathf.ClampOl (rangeMask - crestMask * 0.18f) *
Mathf.Lerp (24f, 105f, erosion) *
Mathf.ClampOl (ridgeControl * 0.55f + coreMask * 1.15f) *
Mathf.Lerp(0.35f, 1.0f, highDetailMask);

float cliffNoise = Ridged01 (

p.x + 811.5f,

p.y - 512.4f,

preset.ridgeScale * 0.40f,

4!

ctx.seed + 9500 + rangeIndex * 37
)7

cliffNoise = Mathf.Pow(cliffNoise, 2.0f);

float cliffMask = Mathf.ClampOl (coreMask * 1.00f + crestMask * 1.80f +

ridgeControl * 0.45f);

0.40f));

float cliffLift = Mathf.Max(0f, cliffNoise - 0.30f) * 130f * cliffMask;
float cliffCut = Mathf.Max (0f, cliffNoise - 0.62f) * 82f * cliffMask;

float detail = (FractalO1l(
p.x + 19.4f,
p.y - 77.2%,
preset.detailScale,
3!
ctx.seed + 9600 + rangeIndex * 31
) — 0.5f) * preset.detailStrength * ridgeMask * highDetailMask;

float erosionFlatten = Mathf.Lerp(1.10f, 0.78f, erosion * (1f - ridgeControl

float height =
broadBody * erosionFlatten +
macro * preset.macroStrength * rangeMask +
ridgeField * ridgeMask +
centralRidge +
branchRidges +
peaks +
spurs +
clifflift +
detail -
valleys -
interRidgeValleys -
drainageCut -
cliffCut;
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height += weirdness * 54f * rangeMask * Mathf.ClampOl(lf - crestMask * 0.18f);

if (mainRange)
height *= 1.26f;
else
height *= 0.98f;

return Mathf.Max (0f, height);
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private static Vector2 DomainWarp (Vector2 p, float scale, float strength, int seed)

{
float wxl = FractalOl(p.x, p.y, scale, 4, seed + 1) - 0.5f;
float wyl = FractalOl(p.x + 173.2f, p.y - 91.7f, scale, 4, seed +

Vector2 p2 = p + new Vector2(wxl, wyl) * strength;

float wx2 = FractalOl(p2.x - 311.3f, p2.y + 97.5f, scale * 0.45f,
- 0.5f;

float wy2 = FractalOl(p2.x + 41.9f, p2.y - 229.4f, scale * 0.45f,
- 0.5f;

return p2 + new Vector2(wx2, wy2) * strength * 0.45f;

private static float EvaluateCentralRidge (
TerrainSampleContext ctx,
Vector?2 p,
Vector2 center,
Vector2 dir,
Vector2 side,
MountainPreset preset,
int rangelIndex,
float along,
float cross,
float coreMask,
float crestMask,
float ridgeControl)

float halflLength = preset.rangelLength * 0.5f;

Vector2 a = center - dir * halfLength;
Vector2 b = center + dir * halflLength;

float mainLine = TaperedLineMask (
pl
a,
bl
preset.centralRidgeWidth * 0.95f,
preset.centralRidgeWidth * 1.65f
)7

mainLine = Mathf.Pow (mainLine, 1.18f);

float along0l = Mathf.ClampOl ((along + halfLength) / Mathf.Max(1f,
preset.rangelength)) ;

float endFade =
Mathf.SmoothStep (0f, 0.05f, along01l) *
Mathf.SmoothStep(1f, 0.95f, alongOl);

float wave = RidgedO1 (

along,

cross * 1.7f,

preset.ridgeScale * 1.35f,

4!

ctx.seed + 9900 + rangeIndex * 31
)i

wave = Mathf.Pow(wave, 1.28f);

float segmentedPeaks = 0f;
int peakCount = 8;

for (int 1 = 0; 1 < peakCount; i++)

2) - 0.5f;

3, seed + 3)

3, seed + 4)



float t = Mathf.Lerp(0.06f, 0.94f, (i + 0.5f) / peakCount);
t += (LocalHash(ctx.seed, rangeIndex * 700 + i, 9901) - 0.5f)
t = Mathf.ClampOl(t);

float distAlong = Mathf.Abs(along0l - t);
float peakMask = SmoothMaskO1l (distAlong, 0.10f);
peakMask = Mathf.Pow(peakMask, 1.55f);
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* 0.045f;

segmentedPeaks += peakMask * Mathf.Lerp(70f, 150f, LocalHash (ctx.seed,

rangeIndex * 700 + i, 9902));
}

float ridge =
mainLine *
(preset.centralRidgeHeight + segmentedPeaks) *
Mathf.Lerp(0.95f, 1.50f, ridgeControl) *
endFade;

ridge += crestMask * wave * 170f * endFade;
ridge += coreMask * wave * 120f * endFade;

return Mathf.Clamp (ridge, 0f, 520f);

private static float EvaluateBranchRidges(
TerrainSampleContext ctx,
Vector?2 p,
Vector2 center,
Vector?2 dir,
Vector2 side,
MountainPreset preset,
int rangeIndex,
float rangeMask,
float coreMask,
float ridgeControl)

float result = 0f;
float halflLength = preset.rangelLength * 0.5f;

for (int i = 0; 1 < preset.branchRidgeCount; i++)
{

float t = Mathf.Lerp(0.05f, 0.95f, (i + 0.5f) / preset.branchRidgeCount) ;

t += (LocalHash(ctx.seed, rangelIndex * 800 + i, 9920) - 0.5f)
t = Mathf.ClampO1l(t);

* 0.060f;

Vector2 root = center + dir * Mathf.Lerp(-halfLength, halflength, t);

o

int sign =i % 2 == 0?2 1 : -1;

float angle = Mathf.Lerp(

0.48f,

1.15f,

LocalHash(ctx.seed, rangeIndex * 800 + i, 9921)
)7

Vector2 branchDir = Rotate(dir, sign * angle).normalized;

float length = Mathf.Lerp(
preset.branchRidgeLengthMin,
preset.branchRidgelLengthMax,
LocalHash(ctx.seed, rangeIndex * 800 + i, 9922)
)i

Vector2 end = root + branchDir * length;



float mask = TaperedLineMask (
b,
root,
end,
preset.branchRidgeWidth,
preset.branchRidgeWidth * 3.8f
)i

float along SegmentAlong0l (p, root, end);
float taper = Mathf.Lerp(lf, 0.08f, along);

float h =
Mathf.Pow(mask, 1.35f) *
taper *
preset.branchRidgeHeight *
Mathf.ClampO1l (coreMask + rangeMask * 0.55f) *
Mathf.Lerp(0.95f, 1.45f, ridgeControl);

result += h;

Vector2 mid = Vector2.Lerp(root, end, Mathf.Lerp(0.34f,

LocalHash (ctx.seed, rangeIndex * 800 + i, 9923)));

Vector2 subDir = Rotate(branchDir, -sign * Mathf.Lerp(0.38f,

LocalHash (ctx.seed, rangelIndex * 800 + i, 9924)));

Vector2 subEnd = mid + subDir * length * Mathf.Lerp(0.30f,

LocalHash (ctx.seed, rangelIndex * 800 + i, 9925));

float subMask = TaperedLineMask (
p!
mid,
subEnd,
preset.branchRidgeWidth * 0.55f,
preset.branchRidgeWidth * 1.80f
)7

float subAlong = SegmentAlong0l (p, mid, subEnd);
float subTaper = Mathf.Lerp(lf, 0.08f, subAlong);

result += Mathf.Pow(subMask, 1.45f) *
subTaper *
preset.branchRidgeHeight *
0.50f *
rangeMask;

return Mathf.Clamp (result, 0f, 420f);

private static float EvaluateSpurs (
TerrainSampleContext ctx,
Vector?2 p,
Vector2 center,
Vector2 dir,
Vector2 side,
MountainPreset preset,
int rangelIndex,
float rangeMask,
float ridgeMask)

float result = 0f;
float halflength = preset.rangelength * 0.5f;

for (int 1 = 0; 1 < preset.spurCount; i++)
{
float t = Mathf.Lerp(0.05f, 0.95f, (i + 0.5f) / preset

0.64f,

.spurCount) ;

0.78f,

0.58f,
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t += (LocalHash(ctx.seed, rangeIndex * 200 + i, 9700) - 0.5f) * 0.055f;
t = Mathf.ClampO1l(t);

float along = Mathf.Lerp(-halfLength, halfLength, t);
Vector2 root = center + dir * along;
int sign =1 % 2 == 0?2 1 : -1;

float angle = Mathf.Lerp(0.42f, 1.12f, LocalHash(ctx.seed, rangelIndex * 200
+ i, 9701));

Vector2 spurDir = Rotate(dir, angle * sign).normalized;

float length = Mathf.Lerp(

preset.spurLengthMin,

preset.spurLengthMax,

LocalHash(ctx.seed, rangelIndex * 200 + i, 9702)
)i

Vector2 end = root + spurDir * length;

float mask = TaperedLineMask(p, root, end, preset.spurWidth,
preset.spurWidth * 3.5f);

float alongSpur = SegmentAlongOl (p, root, end);
float taper = Mathf.Lerp(lf, 0.08f, alongSpur);

result += Mathf.Pow(mask, 1.45f) * taper * preset.spurHeight * ridgeMask;

Vector2 mid = Vector2.Lerp(root, end, Mathf.Lerp(0.35f, 0.62f,
LocalHash (ctx.seed, rangelIndex * 200 + i, 9703)));

Vector2 branchDir = Rotate (spurDir, -sign * Mathf.Lerp(0.42f, 0.82f,
LocalHash (ctx.seed, rangelIndex * 200 + i, 9704)));

Vector2 branchEnd = mid + branchDir * length * Mathf.Lerp(0.28f, 0.56f,
LocalHash (ctx.seed, rangeIndex * 200 + i, 9705));

float bMask = TaperedLineMask(p, mid, branchEnd, preset.spurWidth *
0.55f, preset.spurWidth * 1.7f);

float bAlong = SegmentAlong0l(p, mid, branchEnd);

float bTaper = Mathf.Lerp(lf, 0.10f, bAlong);

result += Mathf.Pow(bMask, 1.5f) * bTaper * preset.spurHeight * 0.52f *
rangeMask;

return result;

private static float EvaluateErosionValleys(
TerrainSampleContext ctx,
Vector?2 p,
Vector2 center,
Vector2 dir,
Vector2 side,
MountainPreset preset,
int rangelIndex,
float rangeMask,
float coreMask)

float result = 0f;
float halflength = preset.rangelength * 0.5f;

for (int 1 = 0; 1 < preset.valleyCount; i++)
{



+ i, 9801));
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float t = Mathf.Lerp(0.05f, 0.95f, (i + 0.5f) / preset.valleyCount);
t += (LocalHash(ctx.seed, rangeIndex * 300 + i, 9800) - 0.5f) * 0.05f;
t = Mathf.ClampOl(t);

float along = Mathf.Lerp(-halfLength, halflLength, t);
Vector2 root = center + dir * along;

o

int sign = 1i % =021 : -1;

float angle = Mathf.Lerp(0.70f, 1.30f, LocalHash(ctx.seed, rangelIndex * 300

Vector2 valleyDir = Rotate(dir, angle * sign).normalized;

float length = Mathf.Lerp(
preset.valleyLengthMin,
preset.valleyLengthMax,
LocalHash(ctx.seed, rangeIndex * 300 + i, 9802)

)i
Vector2 end = root + valleyDir * length;

Vector2 bendSide = new Vector2(-valleyDir.y, valleyDir.x);
Vector2 mid = Vector2.Lerp(root, end, 0.52f) +
bendSide * length * Mathf.Lerp(-0.18f, 0.18f,

LocalHash (ctx.seed, rangeIndex * 300 + i, 9803));

localT);

1.25f,

localT) ;

float dil DistancePointSegment (p, root, mid);
float d2 = DistancePointSegment (p, mid, end);
float d = Mathf.Min(dl, d2);

float tl = SegmentAlongOl (p, root, mid) * 0.5f;
float t2 = 0.5f + SegmentAlongOl (p, mid, end) * 0.5f;
float localT = Mathf.Min(tl, t2);

float width = Mathf.Lerp(preset.valleyWidthTop, preset.valleyWidthBottom,

float mask = SmoothMaskOl (d, width);

mask = Mathf.Pow (mask, 1.18f);

float depth = Mathf.Lerp(preset.valleyDepth * 0.75f, preset.valleyDepth *

float cutMask = Mathf.ClampOl (rangeMask + coreMask * 0.85f);
result += mask * depth * cutMask;

for (int b = 0; b < 3; b++)

{
float attachT = Mathf.Lerp(0.22f, 0.74f, LocalHash (ctx.seed, rangelndex

* 400 + 1 * 10 + b, 9810));

Vector2 attach = Vector2.Lerp(root, end, attachT);

int bSign = (b % == 0) ? -sign : sign;

Vector2 bDir = Rotate(
valleyDir,
bSign * Mathf.Lerp(0.36f, 0.92f, LocalHash(ctx.seed, rangeIndex *

400 + 1 * 10 + b, 9811))

)7

Vector2 bEnd = attach + bDir * length * Mathf.Lerp(0.26f, 0.56f,

LocalHash (ctx.seed, rangeIndex * 400 + i * 10 + b, 9812));

float bMask = TaperedLineMask (



b,

attach,

bEnd,

preset.valleyWidthTop * 0.55f,

preset.valleyWidthBottom * 0.55f
)i

float bAlong = SegmentAlongOl(p, attach, bEnd);

result += Mathf.Pow(bMask, 1.30f) *
Mathf.Lerp(preset.valleyDepth * 0.25f, preset.valleyDepth *
0.70f, bAlong) *
rangeMask;

return result;

private static float EvaluatelInterRidgeValleys (
TerrainSampleContext ctx,
Vector?2 p,
Vector2 center,
Vector?2 dir,
Vector2 side,
MountainPreset preset,
int rangelIndex,
float rangeMask,
float coreMask,
float crestMask)

float result = 0f;
float halflLength = preset.rangelLength * 0.5f;

int count = 18;

for (int i = 0; 1 < count; i++)

{
float t = Mathf.Lerp(0.06f, 0.94f, (i + 0.5f) / count);
t += (LocalHash(ctx.seed, rangeIndex * 910 + i, 9820) - 0.5f) * 0.055f;
t = Mathf.ClampO1l(t);

Vector2 root = center + dir * Mathf.Lerp(-halfLength, halfLength, t);

int sign =1 $ 2 ==0 7?21 : -1;

float angle = Mathf.Lerp(

0.82f,

1.34f,

LocalHash(ctx.seed, rangelIndex * 910 + i, 9821)
)7

Vector2 valleyDir = Rotate(dir, sign * angle).normalized;

float length = Mathf.Lerp(

preset.rangeWidth * 0.30f,

preset.rangeWidth * 0.78f,

LocalHash(ctx.seed, rangelIndex * 910 + i, 9822)
)i

Vector2 end = root + valleyDir * length;

Vector2 bendSide = new Vector2(-valleyDir.y, valleyDir.x);
Vector2 mid = Vector2.Lerp(root, end, 0.55f) +
bendSide * length * Mathf.Lerp(
-0.16f,



9824))

910 + 1,

9825))

0.16f,

LocalHash(ctx.seed, rangeIndex * 910 + i,

)

float dl = DistancePointSegment (p, root, mid);

float d2 = DistancePointSegment (p, mid,
float d = Mathf.Min(dl, d2);

float tl = SegmentAlongOl (p, root, mid)
float t2 = 0.5f + SegmentAlongOl (p, mid,
float localT = Mathf.Min(tl, t2);

float width = Mathf.Lerp(
preset.valleyWidthTop * 0.85f,
preset.valleyWidthBottom * 0.95f,
localT

)7

float mask = SmoothMaskOl (d, width);
mask = Mathf.Pow (mask, 1.22f);

end) ;

* 0.5f;

end) * 0.5f;

9823)

float crestProtection = 1f - Mathf.ClampOl (crestMask * 1.25f);
float verticalMask = Mathf.ClampOl (coreMask * 0.85f + rangeMask * 0.35f);

float depth = Mathf.Lerp(
preset.valleyDepth * 0.45f,
preset.valleyDepth * 0.95f,
localT

)i

result += mask * depth * verticalMask * crestProtection;

if (1 $ 2 == 0)
{
Vector2 attach = Vector2.Lerp(
root,
end,

Mathf.Lerp(0.35f, 0.68f, LocalHash (ctx.seed,

)7

int bSign = sign > 0 ? -1 : 1;

Vector2 branchDir = Rotate(
valleyDir,
bSign * Mathf.Lerp(0.38f, 0.78f,

)7

LocalHash (ctx.seed,

rangelIndex *

Vector2 branchEnd = attach + branchDir * length * Mathf.Lerp(

0.25f,
0.45f,
LocalHash(ctx.seed, rangelIndex *

)

float bMask = TaperedLineMask (
P,
attach,
branchEnd,
preset.valleyWidthTop * 0.45f,
preset.valleyWidthBottom * 0.42f
)7

910 + i, 9826)

float bAlong = SegmentAlongOl(p, attach, branchEnd);

result += Mathf.Pow(bMask, 1.35f) *
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rangeIndex * 910 + i,



Mathf.Lerp(preset.valleyDepth * 0.18f,

0.42f, bAlong) *

verticalMask *
crestProtection;

return result;

#endregion

#region Rivers

private static Vector2 GetRiverPolylinePoint (

TerrainSampleContext ctx,
int riverIndex,
RiverSettings r,

Vector2 start,

Vector2 end,

float t)

Vector2 basePoint = Vector2.Lerp(start,
Vector2 dir = (end - start).normalized;
Vector2 side = new Vector2(-dir.y, dir.x);

float nl = FractalOl(
basePoint.x,
basePoint.y,
r.meanderScalePrimary,
2!
ctx.seed + 410 + riverIndex * 17) -

float n2 = FractalOl(
basePoint.x + 173.2f,
basePoint.y - 91.4f,
r.meanderScaleSecondary,
2!
ctx.seed + 411 + riverIndex * 17) -

float offset =
nl * 2f * r.meanderAmplitudePrimary +
n2 * 2f * r.meanderAmplitudeSecondary;

return basePoint + side * offset;

#endregion

#region Lakes

end,

t);

0.5f;

0.5f;

preset.valleyDepth *

public static float EvaluateLakes (TerrainSampleContext ctx)

{

LakeSettings 1 = ctx.settings.lakes;

if (!l.enabled)
return 0f;
Vector2 p = new Vector2(ctx.x, ctx.z);
float cut = 0f;
for (int i = 0; 1 < 1l.lakeCount; 1i++)

{

Vector2 center = FeaturePoint (ctx.seed,

i’

500,

ctx.settings.worldSize);
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501));

float baseRadius = l.radius * Mathf.Lerp(0.8f, 1.45f, HashOl (ctx.seed,

float shoreNoise = FractalOl(
ctx.x,
ctx.z,
1.shoreNoiseScale,
3,

ctx.seed + 510 + 1 * 29);

float radius = baseRadius * Mathf.Lerp(
1f - 1l.shoreNoiseStrength,
1f + 1l.shoreNoiseStrength,
shoreNoise) ;

float dist = Vector2.Distance(p, center);

float lakeMask = SmoothMaskO1l (dist, radius);
float basinMask = SmoothMaskO0l (dist, radius * l.basinRadiusMultiplier);

cut += l.basinDepth * basinMask;
cut += 1l.lakeDepth * lakeMask;

return -cut * l.weight;

#endregion

#region Detail Noise

public static float EvaluateDetailNoise (TerrainSampleContext ctx)

{

DetailNoiseSettings n = ctx.settings.detailNoise;

if (!'n.enabled)
return 0f;

float broad = FractalOl(ctx.x, ctx.z, n.broadScale, 4, ctx.seed + 600) - O.
float medium = FractalOl (ctx.x, ctx.z, n.mediumScale, 3, ctx.seed + 601) -

float small = FractalOl(ctx.x, ctx.z, n.smallScale, 2, ctx.seed + 602) - O.

float h =
broad * n.broadStrength +
medium * n.mediumStrength +
small * n.smallStrength;

return h * n.weight;

#endregion
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Ckpunt SurfaceNetsMesher.cs

using VoxelWorldGenerator.Core;
using VoxelWorldGenerator.Generation;
using UnityEngine;

namespace VoxelWorldGenerator.Meshing
{
public static class SurfaceNetsMesher
{
private static readonly Vector3Int[] CornerOffsets =
{
new Vector3Int (
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}i

private static readonly int[,] EdgeCorners =
{

{o, 1}, {1, 2}, {2, 3}, {3, 0},

{4, 5}, {5, 6}, {6, 7}, {7, 4},

{0, 4}, {1, 5}, {2, e}, {3, T}
bi

public static MeshData Build(
VoxelWorldGenerator generator,
int originX,
int originZz,
int tileSize,
int worldHeight,
int step)

step = Mathf.Max (1, step):;
tileSize = Mathf.Max(step, tileSize);

int gutterCells = 1;
int buildOriginX = originX - gutterCells * step;
int buildOriginZ = originZ - gutterCells * step;

int baseCellsX = Mathf.CeilTolInt (tileSize / (float)step);
int baseCellsZ = Mathf.CeilTolInt (tileSize / (float)step);

int cellsX baseCellsX + gutterCells * 2;
int cellsZ = baseCellsZ + gutterCells * 2;

EstimateVerticalRange (
generator,
originX,
originz,
tileSize,
worldHeight,
step,
out int yStart,
out int yEnd

)7

int verticalSize = Mathf.Max(step, yEnd - yStart);
int cellsY = Mathf.CeilTolInt (verticalSize / (float)step);



float[,,] densities = new float[cellsX + 1, cellsY + 1, cellsZ + 1];
int[,,] vertexIndices = new int[cellsX, cellsY, cellsZ];

float[,] sampledHeights = new float[cellsX + 1, cellsZ + 1];

for (int gx = 0; gx <= cellsX; gx++)
{
for (int gz = 0; gz <= cellsZ; gz++)
{
float wx = buildOriginX + gx * step;
float wz = buildOriginZ + gz * step;

sampledHeights[gx, gz] = generator.SampleHeight (wx, wz);
}
}
for (int x = 0; x < cellsX; x++)
for (int y = 0; y < cellsY; y++)
for (int z = 0; z < cellsZ; z++)
vertexIndices[x, vy, z] = -1;

for (int gx = 0; gx <= cellsX; gx++)

for (int gz = 0; gz <= cellsZ; gz++)
{
float wx = buildOriginX + gx * step;
float wz = buildOriginZ + gz * step;
float knownHeight = sampledHeights([gx, gz];

for (int gy = 0; gy <= cellsY; gy++)
{
float wy = yStart + gy * step;

float d = generator.SampleDensityFromKnownHeight (
WX,
Wy,
wz,
knownHeight
)i

densities([gx, gy, gz] = NormalizeDensityForMeshing (d) ;

MeshData meshData = new MeshData() ;

for (int cx = 0; cx < cellsX; cx++)
{
for (int cy = 0; cy < cellsY; cy++)
{
for (int cz = 0; cz < cellsZ; cz++)
{

float[] cubeDensities = new float[8];
Vector3[] cubePositions = new Vector3[8];
bool hasPositive = false;

bool hasNegative = false;

for (int 1 = 0; 1 < 8; i++)
{

Vector3Int o = CornerOffsets[i];

float density = densities[cx + o.x, cy + o.y, cz + 0.z];

cubeDensities[i] = density;
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if (density > 0f) hasPositive = true;
if (density < 0f) hasNegative = true;

cubePositions [i] new Vector3(

buildOriginX + (cx + o0.x) * step,
yStart + (cy + o.y) * step,
buildOriginZ + (cz + 0.z) * step
)7
}
if (!'hasPositive || !hasNegative)

continue;

Vector3 average Vector3.zero;

int crossings = 0;

for (int e = 0; e < 12; e++)

{
int a = EdgeCornersfe, 0];
int b = EdgeCornersfe, 1];

float da cubeDensities[a]l;
float db = cubeDensities|[b];

if (CrossesSurface (da, db))

{
float t = da / (da - db);
t = Mathf.ClampOl(t);

Vector3 p = Vector3.Lerp (cubePositions[a],
cubePositions([b], t);
average += p;

crossings++;
}
}
if (crossings == 0)
continue;

Vector3 vertex = average / crossings;

Vector2 uv = new Vector2 (
vertex.x * 0.01f,
vertex.z * 0.01f

)7

int index = meshData.AddVertex (vertex, uv);
vertexIndices[cx, cy, cz] = index;

BuildFacesX (generator, meshData, densities, vertexIndices, buildOriginX,
pbuildOriginZ, originX, originZ, tileSize, step, cellsX, cellsY, cellsZ, yStart);

BuildFacesY (generator, meshData, densities, vertexIndices, buildOriginX,
buildOriginZ, originX, originZ, tileSize, step, cellsX, cellsY, cellsZ, yStart);

BuildFacesZ (generator, meshData, densities, vertexIndices, buildOriginX,
buildOriginZ, originX, originZ, tileSize, step, cellsX, cellsY, cellsZ, yStart);

return meshData;

private static void EstimateVerticalRange (
VoxelWorldGenerator generator,
int originX,
int originZz,



sampleStep)
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int tileSize,
int worldHeight,
int step,

out int yStart,
out int yEnd)

float minH = float.MaxValue;
float maxH = float.MinValue;

int sampleStep = Mathf.Max (16, step * 4);

for (int x = originX - step; x <= originX + tileSize + step; x += sampleStep)
{

for (int z = originZ - step; z <= originZ + tileSize + step; z +=

float h = generator.SampleHeight (x, z);
minH = Mathf.Min (minH, h);
maxH = Mathf.Max (maxH, h);

float h0OO = generator.SampleHeight
float hl0 generator.SampleHeight
float h0l = generator.SampleHeight
float hll = generator.SampleHeight

originX, originZ);

originX + tileSize, originZ);

originX, originZ + tileSize);

originX + tileSize, originZ + tileSize);

minH = Mathf.Min (minH, h0O, h10, hO01, hll);

maxH = Mathf.Max (maxH, h00, h10, hO1, hll);
BrushOperation[] ops = generator.GetBrushOperationsSnapshot ()
if (ops != null && ops.Length > 0)

{
float tileMinX = originX - step;
float tileMaxX = originX + tileSize + step;
float tileMinZ = originZ - step;
float tileMaxZ = originZ + tileSize + step;

for (int i = 0; i1 < ops.Length; i++)
{

BrushOperation op = ops[i];

float r = Mathf.Max(0.1f, op.radius);

float opMinX = op.position.x - r;
float opMaxX = op.position.x + r;
float opMinZ = op.position.z - r;
float opMaxZ = op.position.z + r;

bool overlapsTile =
opMinX <= tileMaxX &&
opMaxX >= tileMinX &&
opMinZ <= tileMaxZ &&
opMaxZ >= tileMinZ;

if (loverlapsTile)
continue;

float verticalExtra = r + Mathf.Abs(op.strength) * 2f + step * 4f;

minH Mathf.Min (minH, op.position.y - verticalExtra);
maxH = Mathf.Max (maxH, op.position.y + verticalExtra);



int margin = Mathf.Max(step * 4, 16);

yStart = Mathf.FloorTolInt((minH - margin) / step)
yEnd = Mathf.CeilToInt ((maxH + margin) / step) *

* step;

step;

yStart = Mathf.Clamp (yStart, 0, worldHeight - step);
yEnd = Mathf.Clamp (yEnd, yStart + step, worldHeight);

private static void BuildFacesX(
VoxelWorldGenerator generator,
MeshData meshData,
float[,,] densities,
int[,,] vertexIndices,
int buildOriginX,
int buildOriginZz,
int tileOriginX,
int tileOriginZ,
int tileSize,
int step,
int cellsX,
int cellsy,
int cellsZ,
int yStart)

for (int x = 0; x < cellsX; x++)
{ for (int y = 1; y < cellsY; y++)
{ for (int z = 1; z < cellsZ; z++)
{ float a = densities[x, vy, zl;
float b = densities(x + 1, y, zl;

if (!CrossesSurface(a, b))
continue;

int v0 = vertexIndices(x, vy - 1, z -
int vl = vertexIndices[x, vy, z - 1];
int v2 = vertexIndices|[x, vy, z];

int v3 = vertexIndices[x, vy - 1, z];

if (AnyInvalid(v0, v1, v2, v3))
continue;

Vector3 edgeCenter = new Vector3(
buildOriginX + (x + 0.5f) * step,
yStart + y * step,
buildOriginZ + z * step

)

tileSize))

step);

11

if (!IsInsideTileXZ (edgeCenter, tileOriginX, tileOriginZz,
continue;
Vector3 normal = EstimateSurfaceNormal (generator, edgeCenter,

AddOrientedQuad (meshData, vO0, vl, v2,

private static void BuildFacesY(
VoxelWorldGenerator generator,
MeshData meshData,
float[,,] densities,
int[,,] vertexIndices,

v3,
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int buildOriginX,
int buildOriginZ,
int tileOriginX,
int tileOriginz,
int tileSize,

int step,

int cellsX,

int cellsy,

int cellsZ,

int yStart)

for (int x = 1; x < cellsX; x++)

for (int y = 0; y < cellsY; y++)
{
for (int z = 1; z < cellsZ; z++)
{
float a = densities[x, vy, zl;
float b = densities([x, yv + 1, z];

if (!CrossesSurface(a, b))
continue;

int v0 = vertexIndices[x - 1, vy, z - 1];
int vl = vertexIndices[x - 1, vy, z];

int v2 = vertexIndices|[x, vy, z];

int v3 = vertexIndices|[x, vy, z - 1];

if (AnyInvalid(v0, v1, v2, v3))
continue;

Vector3 edgeCenter = new Vector3(
buildOriginX + x * step,
yStart + (y + 0.5f) * step,
buildOriginZ + z * step

)i

if (!IsInsideTileXZ (edgeCenter, tileOriginX, tileOriginZz,
tileSize))
continue;

Vector3 normal = EstimateSurfaceNormal (generator, edgeCenter,
step);
AddOrientedQuad (meshData, v0, vl, v2, v3, normal);

private static void BuildFacesZ(
VoxelWorldGenerator generator,
MeshData meshData,
float[,,] densities,
int[,,] vertexIndices,
int buildOriginX,
int buildOriginZ,
int tileOriginX,
int tileOriginZ,
int tileSize,
int step,
int cellsX,
int cellsy,
int cellsZ,
int yStart)

for (int x = 1; X < cellsX; x++)

{
for (int y = 1; y < cellsY; y++)
{

for (int z = 0; z < cellsZ; z++)



float a = densities([x,
float b = densities|[x,
if (!CrossesSurface(a,
continue;
int v0 = vertexIndices]|
int vl = vertexIndices]
int v2 = vertexIndices]|
int v3 = vertexIndices]|
if (AnyInvalid(v0, vl1,

continue;

if (!IsInsideTileXZ (edg
tileSize))
continue;
Vector3 normal = Estima
step);

AddOrientedQuad (meshDat

private static bool IsInsideTileXZ (Vect
tileSize)
{

const float eps = 0.01f;

return p.x >= originX - eps &&
p.x <= originX + tileSize +
p.z >= originZ - eps &&
p.z <= originZ + tileSize +
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Y z];

v, z + 1];

b))

X_lr y_ll ZJ;

Xy y_ll ZJ;

X, Y, zli

x -1, vy, zl;

v2, Vv3))

eCenter, tileOriginX, tileOriginZz,

teSurfaceNormal (generator, edgeCenter,
a, v0, vl, v2, v3, normal);

or3 p, int originX, int originZ, int
eps &&

eps;

private static Vector3 EstimateHeightNormal (VoxelWorldGenerator generator, Vector3
p, int step)
{
float e = Mathf.Max(1lf, step):;
float hL = generator.SampleHeight(p.x - e, p.z);
float hR = generator.SampleHeight(p.x + e, p.z);
float hD = generator.SampleHeight (p.x, p.z - e);
float hU = generator.SampleHeight (p.x, p.z + e);
float dhdx = (hR - hL) / (2f * e);
float dhdz = (hU - hD) / (2f * e);
Vector3 normal = new Vector3(-dhdx, 1f, -dhdz);
if (normal.sgrMagnitude < 0.0001f)
return Vector3.up;
return normal.normalized;
}
private static Vector3 EstimateDensityNormal (VoxelWorldGenerator generator, Vector3
p, int step)

{

float e

Mathf.Max (1f,

step * 0.5f);



float dx =

generator.
generator.

float dy =

generator.
generator.

float dz =

generator.
generator.

Vector3 gradi

SampleDensity(p.x + e, p
SampleDensity(p.x - e, p.
SampleDensity(p.x, p.y +
SampleDensity(p.x, p.y -
SampleDensity(p.x, p.y,
SampleDensity(p.x, p.y,
ent = new Vector3(dx, dy,

if (gradient.sgrMagnitude < 0.000001f)

return Ve

ctor3.up;

<Y p-Z) -
Y, P-2)7

e, p.z);

p.z + e) -
p.z - €e);

dz);
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private static bool IsNearBrushOperation (VoxelWorldGenerator generator, Vector3 p,
float padding)

{

private static

if (generator == null)

return false;
BrushOperation[] ops = generator.GetBrushOperationsSnapshot ()
if (ops == null || ops.Length == 0)

return false;

for (int i =

{

0; i1 < ops.Length;

BrushOperation op = ops[i];

float r =
float rSg

Mathf.Max (0.1f,
= r * r;

i++)

op.radius) + padding;

if ((p - op.position).sgrMagnitude <= rSq)
return true;

return false;

Vector3 desiredNormal)

{

Vector3 va = meshData.Vertices[a];

Vector3 vb

meshData.Vertices[b];

Vector3 vc = meshData.Vertices|[c];

Vector3 currentNormal = Vector3.Cross(vb - va,

bool flip = Vector3.Dot (currentNormal,

meshData.AddQuad (a, b, c, d,

flip);

void AddOrientedQuad (MeshData meshData,

private static bool CrossesSurface(float a, float b)

{

a = NormalizeDensityForMeshing(a);

b

NormalizeDensityForMeshing (b);

vc - va).normalized;
desiredNormal)

int d,
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return (a > 0f && b < 0f) || (a < 0f && b > 0f);

}
private const float DensityEpsilon = 0.0001f;

private static float NormalizeDensityForMeshing(float d)

{
if (Mathf.Abs(d) < DensityEpsilon)
return DensityEpsilon;

return d;

private static bool AnyInvalid(int a, int b, int c, int d)
{

return a < 0 || b <0 || ¢ <0 || d< 0;
}

Ckpunt MeshData.cs

using System.Collections.Generic;
using UnityEngine;

namespace VoxelWorldGenerator.Core

{

public class MeshData

{

public readonly List<Vector3> Vertices = new List<Vector3>();
public readonly List<int> Triangles = new List<int>();

public readonly List<Vector2> UVs = new List<Vector2>();
public readonly List<Color> Colors = new List<Color>();

public int AddVertex (Vector3 position, Vector2 uv)
{

int index = Vertices.Count;

Vertices.Add (position);
UVs.Add (uv) ;
Colors.Add (Color.white);

return index;

public void AddTriangle(int a, int b, int c)
{

Triangles.Add(a) ;

Triangles.Add (b) ;

Triangles.Add(c) ;

public void AddQuad(int a, int b, int c, int d, bool flip)
{
if (!flip)
{
AddTriangle(a, b, c);
AddTriangle(a, c, d);
}
else
{
AddTriangle(a, c, b);
AddTriangle(a, d, c);

public Mesh ToMesh (string meshName)
{



Mesh mesh = new Mesh () ;
mesh.name = meshName;

if (Vertices.Count > 65000)
mesh.indexFormat =

mesh.SetVertices (Vertices);

mesh.SetTriangles (Triangles, 0);
if (UVs.Count == Vertices.Count)
mesh.SetUVs (0, UVs);
if (Colors.Count == Vertices.Count)
mesh.SetColors (Colors);
mesh.RecalculateNormals () ;
mesh.RecalculateTangents () ;
mesh.RecalculateBounds () ;
return mesh;
}
}
}
Ckpurnr TileKey.cs
using System;
namespace VoxelWorldGenerator.Core
{
[Serializable]
public struct TileKey IEquatable<TileKey>
{
public int X;
public int Z;
public int Size;
public int Lod;
public TileKey(int x, int z, int size, int lod)
{
X = x;
Z = z;
Size = size;
Lod = lod;

public bool Equals (TileKey other)
{
other.X && 7

return X == == other.Z && Size ==

public override bool Equals(object obj)
{

return obj is TileKey other && Equals(other);
}

public override int GetHashCode ()
{

unchecked

{
int hash = 17;
hash = hash * 31 + X;
hash = hash * 31 + Z;
hash = hash * 31 + Size;
hash = hash * 31 + Lod;
return hash;
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UnityEngine.Rendering.IndexFormat.UInt32;

other.Size && Lod == other.Lod;



public override string ToString()
{

return $"Tile X:{X} Z:{Z} Size:{Size} LOD:{Lod}";
}
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Ckpunt QuadtreeTerrainStreamer.cs

using System.Collections.Generic;
using VoxelWorldGenerator.Core;

using VoxelWorldGenerator.Generation;
using UnityEngine;

namespace VoxelWorldGenerator.Streaming
{
public class QuadtreeTerrainStreamer : MonoBehaviour
{
[Header ("References") ]
public VoxelWorldGenerator generator;
public Transform viewer;

[Header ("World / Quadtree")]
public int rootSize = 2048;
public int minTileSize = 128;
public int maxLod = 4;

[Header ("LOD Distances") ]

public float lodODistance = 220f;
public float lodlDistance = 430f;
public float lod2Distance = 760f;
public float visibleDistance = 1200f;

[Header ("Meshing") ]

public int baseStep = 2;

public bool generateCollidersNearViewer = true;
public float colliderDistance = 260f;

[Header ("Seam Fix")]
public bool enablelLodBalancing = true;

[Header ("Runtime") ]

public bool rebuildEveryFrame = false;
public float updateInterval = 0.35f;
public bool clearOldTiles = true;

[Header ("Debug") ]
public bool drawDebug = true;
public bool logBuilds = false;

private readonly Dictionary<TileKey, TerrainTile> activeTiles = new
Dictionary<TileKey, TerrainTile>();

private readonly List<TileKey> desiredTiles = new List<TileKey>();

private readonly HashSet<TileKey> desiredSet = new HashSet<TileKey>();

private readonly List<TileKey> removeBuffer = new List<TileKey>();

[Header ("Build Budget")]

public int maxTileBuildStartsPerFrame = 1;

public int maxConcurrentTileBuilds = 1;

public bool keepOldTilesUntilBuildQueueEmpty = true;

private readonly Queue<TileKey> buildQueue = new Queue<TileKey>();
private readonly HashSet<TileKey> queuedSet = new HashSet<TileKey> () ;
private readonly HashSet<TileKey> buildingSet = new HashSet<TileKey>();

private Transform tileRoot;

private float nextUpdateTime;
private Vector3 lastViewerPosition;
private bool hasBuiltOnce;
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public int Active

private void Rese
{
generator = G

}

private void Star
{

if (generator

generator

if (viewer ==
viewer =

if (generator
{
rootSize
minTileSi

EnsureTileRoo
ForceRebuild (

TileCount => activeTiles.Count;

t0

etComponent<VoxelWorldGenerator>();

t0

== null)
= GetComponent<VoxelWorldGenerator> () ;

null && Camera.main != null)
Camera.main.transform;

!= null && generator.settings != null)

= generator.settings.worldSize;
ze = generator.settings.defaultTileSize;

t();
);

private void Update ()

{

ProcessBuildQueue () ;

if (viewer == null)
{
if (Camera.main != null)
viewer = Camera.main.transform;
if (viewer == null)
return;

if (rebuildEveryFrame)

{

ForceRebuild () ;

return;

if (Time.time
return;

float moved =

< nextUpdateTime)

Vector3.Distance (lastViewerPosition, viewer.position);

if ('hasBuiltOnce || moved > minTileSize * 1.0f)

{

ForceRebuild () ;
nextUpdateTime = Time.time + updatelnterval;

[ContextMenu ("Force Rebuild")]
public void ForceRebuild()

{
if (generator

{

generator

== null)

= GetComponent<VoxelWorldGenerator>();

if (generator == null)
generator = FindObjectOfType<VoxelWorldGenerator>();
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if (generator == null || generator.settings == null)

{

Debug.LogError ("QuadtreeTerrainStreamer: generator or settings is

missing.");

return;

}

if (viewer == null && Camera.main != null)
viewer = Camera.main.transform;

if (viewer == null)

{
Debug.LogError ("QuadtreeTerrainStreamer: viewer is missing.");
return;

EnsureTileRoot () ;

desiredTiles.Clear () ;
desiredSet.Clear () ;

int safeRootSize = Mathf.ClosestPowerOfTwo (rootSize) ;
rootSize = safeRootSize;

BuildDesiredRecursive (0, 0, rootSize, maxLod);

if (enableLodBalancing)
ApplySimpleLodBalancing () ;

SortDesiredTilesForBuild() ;
ApplyDesiredTiles () ;

lastViewerPosition = viewer.position;
hasBuiltOnce = true;
}
private void SortDesiredTilesForBuild()
{
if (viewer == null)
return;

desiredTiles.Sort((a, b) =>
{
float da = DistanceToTileXZ(

a.xXx,
float db = DistanceToTileXZ (b.X

a.zZ, a.Size, viewer.position);
, b.Z, b.Size, viewer.position);

int distanceCompare = da.CompareTo (db) ;

if (distanceCompare != 0)
return distanceCompare;

1) i
}

private void BuildDesiredRecursive (int x, int z, int size, int lod)

{

if (!TileIntersectsVisibleCircle(x, 2z, size))
return;

bool shouldSplit = ShouldSplit(x, z, size, lod);

if (shouldSplit)
{
int half = size / 2;
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BuildDesiredRecursive (x, z, half, lod - 1);
BuildDesiredRecursive (x + half, z, half, lod - 1);
BuildDesiredRecursive(x, z + half, half, lod - 1);
BuildDesiredRecursive (x + half, z + half, half, lod - 1);
}
else
{
TileKey key = new TileKey(x, z, size, lod);
if (!desiredSet.Contains(key))
{
desiredTiles.Add (key) ;
desiredSet.Add (key);
}
}
}
private bool ShouldSplit (int x, int z, int size, int lod)
{
if (size <= minTileSize)
return false;
if (lod <= 0)
return false;
float distance = DistanceToTileXZ(x, z, size, viewer.position);

if (distance < lodODistance)
return true;

if (size > minTileSize * 2 && distance < lodlDistance)
return true;

if (size > minTileSize * 4 && distance < lod2Distance)

return true;

return false;

private bool TilelIntersectsVisibleCircle(int x, int z,

{

float distance = DistanceToTileXZ(x, z, size,

private float DistanceToTileXZ (int x, int z, int size,
{
float minX = x;
float maxX = x + size;
float minZ = z;
float maxZ = z + size;
float px = Mathf.Clamp (position.x, minX, maxX);
float pz = Mathf.Clamp (position.z, minZ, maxZ);
float dx = position.x - px;
float dz = position.z - pz;

return Mathf.Sqgrt(dx * dx + dz * dz);

private void ApplySimpleLodBalancing ()
{

for (int pass = 0; pass < 4; pass++)

int size)

viewer.position);
return distance <= visibleDistance + size * 0.75f;

Vector3 position)



private

{

int
int
int
int

int
int
int
int

bool
bool

bool
bool
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bool changed = false;

List<TileKey> current = new List<TileKey>(desiredTiles);

for (int i = 0; i < current.Count; i++)
{
TileKey a = current[i];
for (int j = 0; Jj < current.Count; j++)
{
if (1 == 3)

continue;

TileKey b = current[j];

if (!AreTilesTouching(a, b))
continue;

int lodDiff = Mathf.Abs(a.Lod - b.Lod);

if (lodDiff <= 1)
continue;

TileKey coarse = a.Lod > b.Lod ? a : b;

if (coarse.Size <= minTileSize)
continue;

SplitDesiredTile (coarse) ;
changed = true;
break;

if (changed)
break;

if (!changed)
break;

bool AreTilesTouching(TileKey a, TileKey b)

aMinX = a.X;

aMaxX = a.X + a.Size;

aMinz = a.Z;

aMaxZ = a.Z + a.Size;

bMinX = b.X;

bMaxX = b.X + b.Size;

bMinZ = b.Z;

bMaxZ = b.Z + b.Size;
overlapX = aMinX < bMaxX && aMaxX > bMinX;
overlapZ = aMinZ < bMaxZ && aMaxZ > bMinZ;
touchesX = aMaxX == bMinX || bMaxX == aMinX;
touchesZ = aMaxZ == bMinZ || bMaxZ == aMinZ;

return (touchesX && overlapZ) || (touchesZ && overlapX);



private void SplitDesiredTile(TileKey tile)
{

if (!desiredSet.Contains(tile))
return;

desiredSet.Remove (tile);
desiredTiles.Remove (tile);

int half = tile.Size / 2;
int childLod = tile.Lod - 1;

AddDesiredTile (new TileKey(tile.X, tile.Z, half, childLod));
AddDesiredTile (new TileKey(tile.X + half, tile.Z, half, childLod));
AddDesiredTile (new TileKey(tile.X, tile.Z + half, half, childLod));
AddDesiredTile (new TileKey(tile.X + half, tile.Z + half, half, childLod)):;

private void AddDesiredTile(TileKey key)
{
if (desiredSet.Contains (key))
return;

desiredSet.Add (key) ;
desiredTiles.Add (key) ;

private void ApplyDesiredTiles()
{
for (int i = 0; 1 < desiredTiles.Count; i++)
{
TileKey key = desiredTiles[i];

if (activeTiles.ContainsKey (key))
continue;

if (queuedSet.Contains (key))
continue;

if (buildingSet.Contains (key))
continue;

buildQueue.Enqueue (key) ;
queuedSet.Add (key) ;

}
private void CreateTile(TileKey key)
{
GameObject go = new
GameObject ($"Tile X{key.X} Z{key.Z} S{key.Size} LOD{key.Lod}");
go.transform.SetParent (tileRoot, false);

TerrainTile tile = go.AddComponent<TerrainTile>();

int step = StepForLod(key.Lod) ;
bool needCollider = ShouldGenerateCollider (key);

tile.Initialize(
generator,
key,
step,
needCollider
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tile.Rebuild();
activeTiles.Add (key, tile);

if (logBuilds)
Debug.Log ($"Built {key} step {step}, collider {needCollider}");

}
private void StartCreateTileAsync (TileKey key)

{
buildingSet.Add (key) ;

GameObject go = new
GameObject ($"Tile X{key.X} Z{key.Z} S{key.Size} LOD{key.Lod} BUILDING");
go.transform.SetParent (tileRoot, false);

TerrainTile tile = go.AddComponent<TerrainTile>();

int step = StepForLod(key.Lod) ;
bool needCollider = ShouldGenerateCollider (key);

tile.Initialize(
generator,
key,
step,
needCollider

)i
go.SetActive (false);

tile.RebuildAsync (completedTile =>
{
buildingSet.Remove (key) ;

if (completedTile == null)
return;

if (!desiredSet.Contains (key))
{
if (completedTile.gameObject != null)
Destroy(completedTile.gameObject) ;

return;

completedTile.gameObject.name =
$"Tile X{key.X} Z{key.Z} S{key.Size} LOD{key.Lod}";
completedTile.gameObject.SetActive (true);

if (lactiveTiles.ContainsKey (key))
activeTiles.Add(key, completedTile);

if (logBuilds)
Debug.Log ($"Async built {key}, step {step}, collider {needCollider}");

private int StepForLod(int lod)

{
int step = baseStep * Mathf.RoundToInt (Mathf.Pow (2, Mathf.Max(0, lod)));
return Mathf.Max(l, step):;

private bool ShouldGenerateCollider (TileKey key)



if (!generateCollidersNearViewer)
return false;

float distance = DistanceToTileXZ (key.X, key.Z, key.Size, viewer.position);
return distance <= colliderDistance;

private void EnsureTileRoot ()

{
if (tileRoot != null)
return;

Transform existing = transform.Find("Runtime Tiles");

if (existing != null)

{
tileRoot = existing;
return;

GameObject root = new GameObject ("Runtime Tiles");
root.transform.SetParent (transform, false);
tileRoot = root.transform;

public List<TerrainTile> GetActiveTilesSnapshot ()

{
List<TerrainTile> tiles = new List<TerrainTile>();

foreach (KeyValuePair<TileKey, TerrainTile> pair in activeTiles)

{
if (buildingSet.Contains(pair.Key))
continue;

if (!desiredSet.Contains(pair.Key))
removeBuffer.Add (pair.Key) ;

}

return tiles;

public void RebuildTilesInBounds (float minX, float minZ, float maxX, float maxZ)
{

foreach (KeyValuePair<TileKey, TerrainTile> pair in activeTiles)

{

TerrainTile tile = pair.Value;

if (tile == null)
continue;

if (tile.IsBuilding)
continue;

if (tile.IntersectsXZBounds (minX, minZ, maxX, maxz))
tile.RebuildAsync();

private void OnDrawGizmos ()

{
if (!drawDebug)
return;

Gizmos.color = Color.white;



Gizmos.DrawWireCube (
new Vector3(rootSize * 0.5f, 1f, rootSize * 0.5f),

)i

if
{

if

new Vector3(rootSize, 2f, rootSize)

(viewer != null)

DrawCircle
DrawCircle
DrawCircle
DrawCircle

(activeTiles == null)

return;

viewer.position, lodODistance, Color.green);
viewer.position, lodlDistance, Color.yellow);
viewer.position, lod2Distance, new Color(lf, 0.5f,
viewer.position, visibleDistance, Color.red);

foreach (KeyValuePair<TileKey, TerrainTile> pair in activeTiles)

{

private

{

TileKey key = pair.Key;

Color ¢ = Color.white;

if (key.Lod == 0) c = Color.green;
else if (key.Lod == 1) ¢ = Color.yellow;
else if (key.Lod == 2) c = new Color(lf, 0.5f,

else ¢ = Color.red;

Gizmos.color = c;

Vector3 center = new Vector3(
key.X + key.Size * 0.5f,
3f + key.Lod * 2f,
key.Z + key.Size * 0.5f

)

0f);

Vector3 size = new Vector3(key.Size, 1f, key.Size);

Gizmos.DrawWireCube (center, size);

void DrawCircle (Vector3 center, float radius, Color color)

Gizmos.color = color;

const int segments = 64;
Vector3 previous = center + new Vector3(radius, 0f,
for (int 1 = 1; 1 <= segments; i++)

{

Mathf.Sin(angle)

}
}
private

{

int

0f);

float angle = i / (float)segments * Mathf.PI * 2f;
Vector3 next = center + new Vector3(Mathf.Cos(angle)

* radius);
Gizmos.DrawLine (previous, next);
previous = next;

void ProcessBuildQueue ()

startsThisFrame = 0;

while (buildQueue.Count > 0 &&

startsThisFrame < maxTileBuildStartsPerFrame &&
buildingSet.Count < maxConcurrentTileBuilds)

TileKey key = buildQueue.Dequeue () ;
queuedSet.Remove (key) ;

* radius,

0f))

0f,
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}

if (!desiredSet.Contains (key))
continue;

if (activeTiles.ContainsKey (key))
continue;

if (buildingSet.Contains (key))
continue;

StartCreateTileAsync (key) ;
startsThisFrame++;

if (buildQueue.Count == 0 &&
buildingSet.Count == 0 &&
clearOldTiles &&
keepOldTilesUntilBuildQueueEmpty)

CleanupTilesNotInDesiredSet () ;

private void CleanupTilesNotInDesiredSet (

{

removeBuffer.Clear () ;

foreach (KeyValuePair<TileKey, TerrainTile> pair in activeTiles)

{

)

if (!desiredSet.Contains(pair.Key))

removeBuffer.Add (pair.Key) ;

for (int i = 0; 1 < removeBuffer.Count; 1i++)

{
TileKey key = removeBuffer([i];

if (activeTiles.TryGetValue (key,

{
if (tile != null)
Destroy(tile.gameObject) ;

activeTiles.Remove (key) ;

Ckpunr TerrainTile.cs

using
using
using
using
using
using

System;

System.Threading.Tasks;
VoxelWorldGenerator.Core;
VoxelWorldGenerator.Generation;
VoxelWorldGenerator.Meshing;
UnityEngine;

namespace VoxelWorldGenerator.Streaming

{

[RequireComponent (typeof (MeshFilter))]
[RequireComponent (typeof (MeshRenderer) ) ]
public class TerrainTile : MonoBehaviour

{

[Header ("References") ]
public VoxelWorldGenerator generator;

[Header ("Tile")]

out TerrainTile tile))

100



public
public
public
public
public

[Header
public

[Header
public
public
public

private
private
private

private
private
private

private
private

private

public
public
public
public
public

private
{
Ens

}

private

{
if

private
{
til
ste

if

public
Vox
Til
int
boo

gen

Key
ori
ori
til
lod

int originX = 0;
int originZ = 0;
int tileSize = 128;
int step = 4;

int lod = 0;

("Collision")]
bool generateCollider = false;

("Debug") ]
bool buildOnStart = false;
bool rebuildInEditor = false;
bool drawBounds = false;

MeshFilter meshFilter;
MeshRenderer meshRenderer;
MeshCollider meshCollider;

GameObject waterObject;
MeshFilter waterMeshFilter;
MeshRenderer waterMeshRenderer;

static Material fallbackTerrainMaterial;

static Material fallbackWaterMaterial;

int buildVersion;

TileKey Key { get; private set; }
bool IsBuilt { get; private set; }
bool IsBuilding { get; private set; }
int VertexCount { get; private set; }
int TriangleCount { get; private set;

void Awake ()

ureComponents () ;

void Start ()

(buildOnStart)
Rebuild () ;

void OnValidate ()

eSize = Mathf.Max (8, tileSize);
p = Mathf.Max (1, step):;

(rebuildInEditor && Application.isPlaying)

Rebuild() ;

void Initialize(
elWorldGenerator newGenerator,
eKey newKey,

newStep,

1 newGenerateCollider)

erator = newGenerator;

= newKey;

ginX = newKey.X;
ginZ = newKey.Z;
eSize = newKey.Size;
= newKey.Lod;

}
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step = Mathf.Max (1, newStep);
generateCollider = newGenerateCollider;

transform.position = Vector3.zero;
gameObject.name =
$"Tile_X{originX}_Z{originZ}_S{tileSize}_LOD{lod}_Step{step}";
}

[ContextMenu ("Rebuild Tile Sync")]
public void Rebuild()
{

EnsureComponents () ;

IsBuilt = false;
IsBuilding = true;
buildVersion++;

if (!ValidateReferences())
{
IsBuilding = false;
return;

int worldHeight = generator.settings.worldHeight;

MeshData meshData = SurfaceNetsMesher.Build(
generator,
originX,
originz,
tileSize,
worldHeight,
step
)

ApplyMeshData (meshData) ;
IsBuilding = false;

public async void RebuildAsync (Action<TerrainTile> onComplete = null)
{

EnsureComponents () ;

IsBuilt = false;
IsBuilding = true;

int localVersion = ++buildVersion;

if (!'ValidateReferences|())
{
IsBuilding = false;
return;

VoxelWorldGenerator capturedGenerator = generator;

int capturedOriginX = originX;

int capturedOriginZ = originZz;

int capturedTileSize = tileSize;

int capturedWorldHeight = generator.settings.worldHeight;
int capturedStep = step;

MeshData meshData = null;
Exception error = null;

await Task.Run(() =>



try
{
meshData = SurfaceNetsMesher.Build/(
capturedGenerator,
capturedOriginX,
capturedOriginZz,
capturedTileSize,
capturedWorldHeight,
capturedStep
)i
}
catch (Exception e)
{
error = e;
}
b

if (this == null || gameObject == null)
return;

if (localVersion != buildVersion)
return;

if (error != null)

{
Debug.LogException (error) ;
IsBuilding = false;
return;

ApplyMeshData (meshData) ;

IsBuilding = false;
onComplete?.Invoke (this) ;

private void ApplyMeshData (MeshData meshData)

{

Mesh mesh = meshData.ToMesh($"TerrainTile {originX} {originZ} LOD{lod}");

ApplySurfaceColors (mesh) ;

meshFilter.sharedMesh = mesh;

meshRenderer.sharedMaterial = GetTerrainMaterial ();

if (generateCollider)

{
if (meshCollider == null)

meshCollider = gameObject.GetComponent<MeshCollider> () ;

if (meshCollider == null)

meshCollider = gameObject.AddComponent<MeshCollider> () ;

meshCollider.sharedMesh null;
meshCollider.sharedMesh = mesh;

}
else
{
if (meshCollider != null)
{
if (Application.isPlaying)
Destroy(meshCollider);
else
DestroyImmediate (meshCollider) ;

meshCollider = null;
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DestroyWaterPlane () ;

VertexCount = mesh.vertexCount;

TriangleCount = mesh.triangles.Length / 3;

IsBuilt = true;

private bool ValidateReferences()

{

if (generator == null)

generator = FindObjectOfType<VoxelWorldGenerator>();

if (generator == null)

{

Debug.LogError ("TerrainTile:

return false;

if (generator.settings == null)

{

Debug.LogError ("TerrainTile:

return false;

return true;

VoxelWorldGenerator not found.");

generator.settings is null.");

public bool ContainsXZ (Vector3 worldPosition)

{

>= originX &&
originX + tileSize &&

return worldPosition.x
worldPosition.x <=
worldPosition.z >= originZ &&
worldPosition.z

public bool IntersectsXZBounds (float minX,

{
float tileMinX = originX;
float tileMinZ = originZ;
float tileMaxX

<= originZ + tileSize;

float minz, float maxX,

originX + tileSize;

float tileMaxZ = originZ + tileSize;

return tileMinX <= maxX &&
tileMaxX >= minX &&
tileMinZ <= maxZ &&
tileMaxZ >= minZ;

public Vector2 CenterXZ()
{

return new Vector?2 (originX + tileSize * 0.5f,

}

private void ApplySurfaceColors (Mesh mesh)

{

Vector3[] vertices = mesh.vertices;

Vector3[] normals = mesh.normals;

Color[]

for (int i = 0;

{

colors[i] = generator.EvaluateSurfaceColor (vertices[i],

i < vertices.Length;

colors = new Color([vertices.Length];

i++)

float maxZz)

originZ + tileSize * 0.5f);

normals[i]);
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mesh.colors = colors;

private Material GetTerrainMaterial()

{
if (generator.settings.terrainMaterial != null)
return generator.settings.terrainMaterial;

if (fallbackTerrainMaterial != null)
return fallbackTerrainMaterial;

Shader shader = Shader.Find("VoxelWorldGenerator/URP Vertex Color Terrain");

if (shader == null)

{
Debug.LogWarning ("Shader VoxelWorldGenerator/URP Vertex Color Terrain not

found. Falling back to Universal Render Pipeline/Lit material.");
shader = Shader.Find("Universal Render Pipeline/Lit");
}
if (shader == null)

shader = Shader.Find("Standard") ;

fallbackTerrainMaterial = new Material (shader) ;
fallbackTerrainMaterial.name = "Runtime Voxel Terrain Material";

if (fallbackTerrainMaterial.HasProperty (" Brightness"))
fallbackTerrainMaterial.SetFloat (" Brightness", 1f);

return fallbackTerrainMaterial;

private Material GetWaterMaterial ()
{

if (generator.settings.waterMaterial != null)
return generator.settings.waterMaterial;

if (fallbackWaterMaterial != null)
return fallbackWaterMaterial;

Shader shader = Shader.Find("VoxelWorldGenerator/URP Simple Water");

if (shader == null)
{
Debug.LogWarning ("Shader VoxelWorldGenerator/URP Simple Water not found.
Falling back to Universal Render Pipeline/Lit material.");
shader = Shader.Find("Universal Render Pipeline/Lit");

}

if (shader == null)
shader = Shader.Find ("Standard");

fallbackWaterMaterial = new Material (shader);
fallbackWaterMaterial.name = "Runtime Voxel Water Material";

if (fallbackWaterMaterial.HasProperty (" Color"))
fallbackWaterMaterial.SetColor (" Color", generator.settings.waterColor);

if (fallbackWaterMaterial.HasProperty (" Alpha"))
fallbackWaterMaterial.SetFloat (" Alpha", generator.settings.waterColor.a);
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return fallbackWaterMaterial;

private void BuildWaterPlane ()

{
EnsureWaterObject () ;

float y = generator.settings.waterLevel;

Mesh mesh = new Mesh () ;
mesh.name = $"Water {originX} {originZ} {tileSize}";

Vector3[] vertices =
{
new Vector3
new Vector3
new Vector3
new Vector3

originX, y, originZ),

originX + tileSize, y, originz),

originX + tileSize, y, originZ + tileSize),
originX, y, originZ + tileSize)

}i

int[] triangles =

Vector2[] uvs =
{
new Vector2 (0f
new Vector2(1lf,
new Vector2(1f, 1f
new Vector2 (0f,
bi

mesh.vertices = vertices;
mesh.triangles = triangles;
mesh.uv = uvs;
mesh.RecalculateNormals () ;
mesh.RecalculateBounds () ;

waterMeshFilter.sharedMesh = mesh;
waterMeshRenderer.sharedMaterial = GetWaterMaterial ()

private void DestroyWaterPlane ()
{
if (waterObject == null)
return;

if (Application.isPlaying)
Destroy(waterObject) ;

else
DestroyImmediate (waterObject) ;

waterObject = null;
waterMeshFilter = null;
waterMeshRenderer = null;

private void EnsureWaterObject ()

{
if (waterObject != null)
return;

Transform existing = transform.Find("Water");
if (existing != null)



waterObject = existing.gameObject;

}

else

{
waterObject = new GameObject ("Water");
waterObject.transform.SetParent (transform, false);

waterMeshFilter = waterObject.GetComponent<MeshFilter> () ;
if (waterMeshFilter == null)
waterMeshFilter = waterObject.AddComponent<MeshFilter> () ;

waterMeshRenderer = waterObject.GetComponent<MeshRenderer> () ;
if (waterMeshRenderer == null)
waterMeshRenderer = waterObject.AddComponent<MeshRenderer> () ;

private void EnsureComponents ()
{
if (meshFilter == null)
meshFilter = GetComponent<MeshFilter>();

if (meshRenderer == null)
meshRenderer = GetComponent<MeshRenderer>();

private void OnDrawGizmosSelected ()
{
if (!drawBounds)
return;

Gizmos.color = Color.cyan;

Vector3 center = new Vector3(
originX + tileSize * 0.5f,
o64f,
originZ + tileSize * 0.5f

)

Vector3 size = new Vector3(tileSize, 128f, tileSize);
Gizmos.DrawWireCube (center, size);
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Ckpunt VoxelTerrainEditor.cs

using VoxelWorldGenerator.Generation;
using VoxelWorldGenerator.Streaming;
using UnityEngine;

using UnityEngine.InputSystem;

namespace VoxelWorldGenerator.Editing

{

public class VoxelTerrainEditor : MonoBehaviour

{

[Header ("References") ]

public Camera targetCamera;

public VoxelWorldGenerator generator;
public QuadtreeTerrainStreamer streamer;
public BrushPreview brushPreview;

[Header ("Brush") ]

public float brushRadius = 12f;
public float brushStrength = 8f;
public float minBrushRadius = 2f;
public float maxBrushRadius = 80f;
public float minBrushStrength = 1f;
public float maxBrushStrength = 80f;

[Header ("Input")]

public bool editingEnabled = true;
public float brushRadiusStep = 2f;
public float brushStrengthStep = 2f;

[Header ("Raymarch") ]

public float maxRayDistance = 1500f;
public float rayStep = 4f;

public int binarySearchSteps = 8;

[Header ("Rebuild") ]
public float rebuildPadding = 8f;
public float editCooldown = 0.08f;

private Vector3 currentHitPoint;
private bool hasHit;
private float nextEditTime;

public Vector3 CurrentHitPoint => currentHitPoint;
public bool HasHit => hasHit;

private Keyboard Keyboard => Keyboard.current;
private Mouse Mouse => Mouse.current;

private void Start ()
{

if (targetCamera == null && Camera.main != null)

targetCamera = Camera.main;

if (generator == null)

generator = FindObjectOfType<VoxelWorldGenerator>();

if (streamer == null)
streamer = FindObjectOfType<QuadtreeTerrainStreamer> () ;
if (brushPreview == null)

brushPreview = FindObjectOfType<BrushPreview>();
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private void Update ()

{
if (!editingEnabled)

return;

if (Keyboard == null || Mouse == null)
return;

HandleBrushSettings();

UpdateHitPoint () ;
UpdatePreview() ;
HandleEditing();

private void HandleBrushSettings()

{
if (Keyboard.leftBracketKey.wasPressedThisFrame)

brushRadius -= brushRadiusStep;

if (Keyboard.rightBracketKey.wasPressedThisFrame)
brushRadius += brushRadiusStep;

Vector2 scroll = Mouse.scroll.ReadValue();

if (Mathf.Abs(scroll.y) > 0.01f)
brushStrength += Mathf.Sign(scroll.y) * brushStrengthStep;

if (Keyboard.minusKey.wasPressedThisFrame)
brushStrength -= brushStrengthStep;

if (Keyboard.equalsKey.wasPressedThisFrame)
brushStrength += brushStrengthStep;

brushRadius = Mathf.Clamp (brushRadius, minBrushRadius, maxBrushRadius) ;
brushStrength = Mathf.Clamp (brushStrength, minBrushStrength, maxBrushStrength);

private void UpdateHitPoint ()

{
hasHit = false;

if (targetCamera == null || generator == null)
return;

Ray ray = new Ray(targetCamera.transform.position,
targetCamera.transform. forward) ;

if (TryRaymarchDensity(ray, out Vector3 hit))
{

currentHitPoint = hit;

hasHit = true;

private bool TryRaymarchDensity(Ray ray, out Vector3 hitPoint)
{

hitPoint = Vector3.zero;

float previousDistance = 0f;
Vector3 previousPoint = ray.origin;
float previousDensity = generator.SampleDensity (previousPoint) ;



for (float d = rayStep; d <= maxRayDistance; d += rayStep)
{

Vector3 p = ray.origin + ray.direction * d;

float density = generator.SampleDensity(p);

bool crossed =
previousDensity < 0f && density >= 0f ||
previousDensity > 0f && density <= 0f;

if (crossed)

{
Vector3 a = previousPoint;
Vector3 b j°H

for (int 1 = 0; 1 < binarySearchSteps; i++)
{
Vector3 mid = (a + b) * 0.5f;

float midDensity = generator.SampleDensity (mid);

if ((previousDensity < 0f && midDensity < 0f)
(previousDensity > 0f && midDensity > 0f))

a = mid;
}
else
{
b = mid;
}
}
hitPoint = (a + b) * 0.5f;

return true;

previousDistance = d;
previousPoint = p;
previousDensity = density;

return false;

private void UpdatePreview ()
{
if (brushPreview == null)
return;

if (hasHit)
{
float previewMaxStrength = Mathf.Min (maxBrushStrength,

30f) ;
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float intensity0l = Mathf.InverselLerp (minBrushStrength, previewMaxStrength,

brushStrength) ;

brushPreview.Show (currentHitPoint, brushRadius, intensity01l);

}

else

{
brushPreview.Hide () ;

}

private void HandleEditing()
{
if ('hasHit)
return;

if (Time.time < nextEditTime)
return;



bool altPressed =
Keyboard.leftAltKey.isPressed ||
Keyboard.rightAltKey.isPressed;

bool gPressed = Keyboard.gKey.isPressed;
bool leftMousePressed = Mouse.leftButton.isPressed;

bool smooth = gPressed && leftMousePressed;
bool subtract = altPressed && leftMousePressed && !smooth;
bool add = leftMousePressed && !altPressed && !smooth;

if ('add && !subtract && !smooth)
return;

if (smooth)
ApplySmoothBrush () ;
else
ApplyBrush (add) ;

nextEditTime = Time.time + editCooldown;

private void ApplyBrush(bool addTerrain)
{
if (generator == null)
return;

generator.AddBrushOperation (
currentHitPoint,
brushRadius,
brushStrength,
addTerrain

)7

RebuildBrushArea () ;
}
private void ApplySmoothBrush ()
{
if (generator == null)
return;

generator.AddSmoothBrushOperation (
currentHitPoint,
brushRadius,
brushStrength

)i

RebuildBrushArea () ;
}
private void RebuildBrushArea ()
{
if (streamer == null)
return;

float r = brushRadius + rebuildPadding;

streamer.RebuildTilesInBounds (
currentHitPoint.x - r,
currentHitPoint.z - r,
currentHitPoint.x + r,
currentHitPoint.z + r
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Ckpunt BrushPreview.cs

using UnityEngine;

namespace VoxelWorldGenerator.Editing

{

public class BrushPreview : MonoBehaviour

{

[Header ("Visual") ]

public int segments = 96;

public float lineWidth = 0.18f;

public bool drawHorizontalRing = true;
public bool drawVerticalRingX = true;
public bool drawVerticalRingZ = true;

[Header ("Intensity")]

public Color weakColor = Color.white;
public Color mediumColor = Color.yellow;
public Color strongColor = Color.red;

[Header ("Debug") ]
public bool visible;
[Range (0f, 1f)] public float debugIntensity01;

private Vector3 position;
private float radius;
private float intensity01l;

private LineRenderer horizontalRing;
private LineRenderer verticalRingX;
private LineRenderer verticalRingZ;

private Material horizontalMaterial;
private Material verticalXMaterial;
private Material verticalZMaterial;

private void Awake ()

{

EnsureRenderers () ;
Hide () ;
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public void Show (Vector3 worldPosition, float brushRadius, float brushIntensity01)

{

EnsureRenderers();

visible = true;

position = worldPosition;

radius = Mathf.Max(0.1f, brushRadius);
intensity0l = Mathf.ClampOl (brushIntensity01l);
debugIntensity0l = intensity01;

Color color = EvaluateColor(intensity01);
color.a = 1f;

UpdateMaterialColor (horizontalMaterial, color);
UpdateMaterialColor (verticalXMaterial, color);
UpdateMaterialColor (verticalZMaterial, color);

UpdateRing (horizontalRing, RingPlane.XZ, drawHorizontalRing, color);
UpdateRing (verticalRingX, RingPlane.YZ, drawVerticalRingX, color);
UpdateRing (verticalRingZ, RingPlane.XY, drawVerticalRingZ, color);

public void Hide ()

{



visible = false;

if (horizontalRing != null) horizontalRing.enabled = false;
if (verticalRingX != null) verticalRingX.enabled = false;
if (verticalRingZ != null) verticalRingZ.enabled = false;

private void EnsureRenderers/()
{
if (horizontalRing == null)
{
horizontalMaterial = CreatelLineMaterial ("Brush Preview Horizontal
Material") ;
horizontalRing = CreateRingRenderer ("Brush Preview Horizontal Ring",
horizontalMaterial);

}

if (verticalRingX == null)
{
verticalXMaterial = CreatelLineMaterial ("Brush Preview Vertical X
Material");
verticalRingX = CreateRingRenderer ("Brush Preview Vertical Ring X",
verticalXMaterial) ;

}

if (verticalRingZ == null)
{
verticalZMaterial = CreatelLineMaterial ("Brush Preview Vertical Z
Material");
verticalRingZ = CreateRingRenderer ("Brush Preview Vertical Ring 72",

verticalZMaterial) ;
}
}

private LineRenderer CreateRingRenderer (string objectName, Material material)

{

GameObject go = new GameObject (objectName) ;
go.transform.SetParent (transform, false);

LineRenderer lr = go.AddComponent<LineRenderer>();

lr.useWorldSpace = true;

lr.loop = true;

lr.positionCount = Mathf.Max (8, segments);

lr.widthMultiplier = lineWidth;

lr.material = material;

lr.shadowCastingMode = UnityEngine.Rendering.ShadowCastingMode.Off;
lr.receiveShadows = false;

lr.enabled = false;

return lr;

private Material CreatelLineMaterial (string materialName)

{

Shader shader = Shader.Find("Sprites/Default");

if (shader == null)
shader = Shader.Find("Universal Render Pipeline/Unlit");

if (shader == null)
shader = Shader.Find ("Unlit/Color");

if (shader == null)
shader = Shader.Find ("Standard"):;
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Material mat = new Material (shader);
mat.name = materialName;

UpdateMaterialColor (mat, Color.white);

return mat;

private void UpdateMaterialColor (Material material, Color color)
{
if (material == null)
return;

if (material.HasProperty (" BaseColor"))
material.SetColor (" BaseColor", color);

if (material.HasProperty (" Color"))
material.SetColor (" Color", color);

private enum RingPlane
{

X7,

XY,

YZ

private void UpdateRing(LineRenderer lr, RingPlane plane, bool shouldDraw, Color
color)

{
if (1lr == null)
return;

lr.enabled = shouldDraw && visible;

if (!lr.enabled)
return;

int count = Mathf.Max (8, segments);

if (lr.positionCount != count)
lr.positionCount = count;

lr.widthMultiplier = lineWidth;
lr.startColor = color;
lr.endColor = color;

for (int i = 0; 1 < count; i++)

{
float t = 1 / (float)count;
float angle = t * Mathf.PI * 2f;

float a = Mathf.Cos(angle) * radius;
float b Mathf.Sin(angle) * radius;

Vector3 p = position;

switch (plane)
{
case RingPlane.XZ:
p += new Vector3(a, 0f, b);
break;

case RingPlane.XY:



p += new Vector3(a, b, 0f);
break;

case RingPlane.YZ:
p += new Vector3(0f, a, b);
break;

lr.SetPosition (i, p);

private Color EvaluateColor (float t)
{
t = Mathf.ClampOl(t):;

if (t <= 0.5f)
{
float k = t / 0.5f;

return Color.Lerp(weakColor, mediumColor,

}

else

{
float k = (t - 0.5f) / 0.5f;

return Color.Lerp(mediumColor, strongColor,
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Ckpunt WorldWaterPlane.cs

using UnityEngine;

namespace VoxelWorldGenerator.Generation

{
[RequireComponent (typeof (MeshFilter))]
[RequireComponent (typeof (MeshRenderer) ) ]
public class WorldWaterPlane : MonoBehaviour

{

private MeshFilter meshFilter;
private MeshRenderer meshRenderer;
private Material runtimeMaterial;

private void Awake ()

{
meshFilter = GetComponent<MeshFilter>();

meshRenderer = GetComponent<MeshRenderer>();

private void Start()
{
if (buildOnStart)
Rebuild() ;

private void Update ()
{
if (rebuildEveryFrame)
Rebuild() ;

[ContextMenu ("Rebuild Water Plane") ]
public void Rebuild()
{

if (generator == null)

generator = FindObjectOfType<VoxelWorldGenerator>();

if (generator == null || generator.settings
return;
WorldGenSettings s = generator.settings;

if (!s.generateWater)

{
meshFilter.sharedMesh = null;
return;

if (forceZeroRotationAndScale)

{

transform.rotation = Quaternion.identity;

transform.localScale = Vector3.one;

float size = s.worldSize;
float half = size * 0.5f;

transform.position = new Vector3(half, s.waterLevel,

Mesh mesh = new Mesh();
mesh.name "World Water Plane";

half) ;
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Vector3[] vertices =

{
new Vector3(-half, 0f, -half)
new Vector3( half, 0f, -half),
new Vector3( half, 0f, half)
new Vector3(-half, 0f, half)

bi

int[] triangles =

float uvScale = Mathf.Max(1f, size / 64f);

Vector2[] uvs =
{
new Vector?2 (
new Vector2 (uvScale, 0f),
new Vector2 (uvScale, uvScale),
new Vector2 (0f, uvScale)

0f, 0f),

bi

mesh.vertices = vertices;
mesh.triangles = triangles;
mesh.uv = uvs;
mesh.RecalculateNormals () ;
mesh.RecalculateBounds () ;

meshFilter.sharedMesh = mesh;
meshRenderer.sharedMaterial = GetWaterMaterial (s);

private Material GetWaterMaterial (WorldGenSettings settings)
{

if (settings.waterMaterial != null)
return settings.waterMaterial;

if (runtimeMaterial == null)

{
Shader shader = Shader.Find("VoxelWorldGenerator/URP Simple Water");

if (shader == null)
shader = Shader.Find("Universal Render Pipeline/Unlit");

runtimeMaterial = new Material (shader);
runtimeMaterial.name = "Runtime World Water Material";

ApplyMaterialSettings (runtimeMaterial, settings);
return runtimeMaterial;

private void ApplyMaterialSettings (Material material, WorldGenSettings settings)
{

if (material == null)
return;
Color c = settings.waterColor;

if (material.HasProperty (" Color"))
material.SetColor("_Color", c);



if (material.HasProperty (" BaseColor"))
material.SetColor("_BaseColor", c);

if (material.HasProperty (" Alpha"))
material.SetFloat (" Alpha", c.a);

}
Ckpunt FlyCameraController.cs

using UnityEngine;
using UnityEngine.InputSystem;

namespace VoxelWorldGenerator.Player
{
public class FlyCameraController : MonoBehaviour
{
[Header ("Movement") ]
public float moveSpeed = 35f;
public float fastMoveMultiplier 4f;
public float slowMoveMultiplier = 0.25f;

[Header ("Look") ]
public float mouseSensitivity = 0.12f;
public bool lockCursorOnPlay = true;

[Header ("Keys") ]

public Key upKey = Key.E;

public Key downKey = Key.Q;

public Key fastKey = Key.LeftShift;
public Key slowKey = Key.LeftCtrl;

private float yaw;
private float pitch;

private Keyboard Keyboard => Keyboard.current;
private Mouse Mouse => Mouse.current;

private void Start ()

{
Vector3 euler = transform.eulerAngles;
yaw = euler.y;

pitch = NormalizePitch (euler.x);

if (lockCursorOnPlay)
LockCursor () ;

private void Update ()
{
if (Keyboard == null || Mouse == null)
return;

HandleCursor () ;
HandleLook () ;
HandleMovement () ;

private void HandleCursor ()
{
if (Keyboard.escapeKey.wasPressedThisFrame)
UnlockCursor () ;

if (Mouse.rightButton.wasPressedThisFrame)
LockCursor () ;
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private void HandleLook ()

{

if (Cursor.lockState != CursorLockMode.Locked)
return;

Vector?2 mouseDelta = Mouse.delta.ReadValue () ;

yaw += mouseDelta.x * mouseSensitivity;
pitch -= mouseDelta.y * mouseSensitivity;
pitch = Mathf.Clamp(pitch, -89f, 89f);

transform.rotation = Quaternion.Euler (pitch, yaw, 0f);

private void HandleMovement ()

{

Vector3 input = Vector3.zero;

if (Keyboard.wKey.isPressed) input += Vector3.forward;
if (Keyboard.sKey.isPressed) input += Vector3.back;
if (Keyboard.dKey.isPressed) input += Vector3.right;
if (Keyboard.aKey.isPressed) input += Vector3.left;

if (IsKeyPressed (upKey)) input += Vector3.up;
if (IsKeyPressed(downKey)) input += Vector3.down;

float speed = moveSpeed;

if (IsKeyPressed(fastKey))
speed *= fastMoveMultiplier;

if (IsKeyPressed(slowKey))
speed *= slowMoveMultiplier;

Vector3 move =
transform. forward * input.z +
transform.right * input.x +
Vector3.up * input.y;

if (move.sgrMagnitude > 1f)
move.Normalize () ;

transform.position += move * speed * Time.deltaTime;

private bool IsKeyPressed(Key key)

{

if (Keyboard == null)
return false;

return Keyboard[key].isPressed;

private void LockCursor ()

{

Cursor.lockState = CursorLockMode.Locked;
Cursor.visible = false;

private void UnlockCursor ()

{

Cursor.lockState = CursorLockMode.None;
Cursor.visible = true;
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private float NormalizePitch (float angle)

{
if (angle > 180f)
angle -= 360f;

return angle;

}
Ckpunt VoxelTerrainVertexColor.shader

Shader "VoxelWorldGenerator/Vertex Color Terrain"

{

Properties

{
_Brightness ("Brightness", Range (0.2, 2.0)) = 0.96
_VariationStrength ("Variation Strength", Range (0.0, 0.45)) = 0.18
_VariationScale ("Variation Scale", Float) = 0.022
_FineVariationScale ("Fine Variation Scale", Float) = 0.085
_SlopeDarken ("Slope Darken", Range(0.0, 0.5)) = 0.14

}

SubShader

{
Tags

{
"RenderPipeline"="UniversalPipeline"
"RenderType"="Opaque"
"Queue"="Geometry"

Pass

Name "ForwardLit"
Tags { "LightMode"="UniversalForward" }

Cull Back
ZWrite On
ZTest LEqual

HLSLPROGRAM

#pragma vertex vert
#pragma fragment frag

#pragma multi compile  MAIN LIGHT SHADOWS

#pragma multi compile _MAIN LIGHT SHADOWS CASCADE
#pragma multi compile _ADDITIONAL LIGHTS

#pragma multi compile  SHADOWS SOFT

#include "Packages/com.unity.render-
pipelines.universal/ShaderLibrary/Core.hlsl"

#include "Packages/com.unity.render-
pipelines.universal/ShaderLibrary/Lighting.hlsl"

float Brightness;

float VariationStrength;
float VariationScale;
float FineVariationScale;
float SlopeDarken;

struct Attributes

{
float4 positionOS : POSITION;
float3 normalOS : NORMAL;
float4 color : COLOR;
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struct Varyings

{
floatd4 positionHCS : SV _POSITION;
float3 positionWS : TEXCOORDO;
float3 normalWS : TEXCOORDI1;
float4 color : COLOR;

}i

float Hash2l (float2 p)

{
p = frac(p * float2(123.34, 456.21));
p += dot(p, p + 45.32);
return frac(p.x * p.y);

float SmoothNoise (float2 p)
{

float2 i floor(p);
float2 £ = frac(p):

float a = Hash21(1i);

float b = Hash21 (i + float2(1, 0));
float ¢ = Hash21 (i + float2(0, 1)):
float d = Hash21l(i + float2(1, 1))

float2 u=£f * £ * (3.0 - 2.0 * f);

return lerp(lerp(a, b, u.x), lerp(c, d, u.x), u.y);

Varyings vert (Attributes input)
{
Varyings output;

VertexPositionInputs posInputs =
GetVertexPositionInputs (input.positionOS.xyz);
VertexNormalInputs normallInputs = GetVertexNormalInputs (input.normalQS) ;

output.positionHCS = posInputs.positionCS;
output.positionWS = posInputs.positionWs;
output.normalWS = normalize (normalInputs.normalWs) ;
output.color = input.color;

return output;

half4 frag(Varyings input) : SV Target
{

float3 normalWS = normalize (input.normalWs) ;

Light mainLight = GetMainLight () ;

float ndotl = saturate(dot (normalWS, mainLight.direction));
float3 ambient = SampleSH (normalWs);

float largeNoise = SmoothNoise (input.positionWS.xz * VariationScale);

float fineNoise = SmoothNoise (input.positionWS.xz * FineVariationScale +
31.7);

float mixed = (largeNoise - 0.5) * 0.75 + (fineNoise - 0.5) * 0.25;

float3 baseColor = input.color.rgb;



}

float3 warmer = baseColor * float3(1.05, 0.98, 0.88);
float3 cooler = baseColor * float3(0.86, 0.95, 1.02);
float3 darker = baseColor * 0.72;

float warmMask = saturate (0.5 + mixed * 2.0);

float darkMask = saturate(abs(mixed) * 1.35) * VariationStrength;

float3 varied = lerp(cooler, warmer, warmMask) ;
baseColor = lerp(baseColor, varied, VariationStrength);
baseColor = lerp(baseColor, darker, darkMask * 0.55);

float slopeFactor = saturate (normalWS.y);
float slopeDarken = lerp(l1.0 - SlopeDarken, 1.0, slopeFactor);
baseColor *= slopeDarken;

baseColor = saturate (baseColor);

float3 lighting = ambient + mainLight.color * ndotl;
float3 finalColor = baseColor * lighting * Brightness;

return half4 (finalColor, 1.0);

ENDHLSL

Ckpunt VoxelWaterURP.shader

Shader "VoxelWorldGenerator/Water"
{
Properties
{
_Color ("Water Color", Color) = (0.02, 0.16, 0.34, 0.88)
_Alpha ("Alpha", Range (0.0, 1.0)) = 0.88
_ColorVariation ("Color Variation", Range (0.0, 0.35)) = 0.10
_RippleScale ("Ripple Scale", Float) = 0.035
_RippleSpeed ("Ripple Speed", Float) = 0.45
_SpecularStrength ("Specular Strength", Range(0.0, 1.5)) = 0.35
_FresnelStrength ("Fresnel Strength", Range(0.0, 1.0)) = 0.18
}
SubShader
{
Tags

{
"RenderPipeline"="UniversalPipeline"
"RenderType"="Transparent"
"Queue"="Transparent"

Pass

Name "Water"
Tags { "LightMode"="UniversalForward" }

Blend SrcAlpha OneMinusSrcAlpha
ZWrite Off

ZTest LEqual

Cull Off

HLSLPROGRAM

#pragma vertex vert
#pragma fragment frag
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#include "Packages/com.unity.render-
pipelines.universal/ShaderLibrary/Core.hlsl"

float4 Color;

float Alpha;

float ColorVariation;
float RippleScale;
float RippleSpeed;
float SpecularStrength;
float FresnelStrength;

struct Attributes

{

}i

float4 positionOS : POSITION;
float2 uv : TEXCOORDO;

struct Varyings

{

i

floatd4 positionHCS : SV_POSITION;
float3 positionWS : TEXCOORDO;
float2 uv : TEXCOORDI1;

float SmoothWave (float2 p, float t)

{

float a = sin(p.x * 1.00 + t * 1.20);

float b = sin(p.y * 1.37 - t * 0.95);

float ¢ = sin((p.x + p.y) * 0.72 + t * 0.65);
float d = cos((p.x * 0.63 - p.y * 0.81)

return (a + b + ¢ + d) * 0.25;

Varyings vert (Attributes input)

{

Varyings output;

VertexPositionInputs posInputs =

GetVertexPositionInputs (input.positionOS.xyz);

-t * 0.50);

output.positionHCS = posInputs.positionCs;
output.positionWS = posInputs.positionWs;

output.uv = input.uv;

return output;

half4 frag(Varyings input) : SV Target

{

float t = Time.y * RippleSpeed;

float2 pl = input.positionWS.xz * RippleScale;

float2 p2 = input.positionWS.xz * RippleScale * 2.15

float waveA
float waveB

SmoothWave (pl, t);
SmoothWave (p2, t * 1.37);

float wave = waveA * 0.7 + waveB * 0.3;

float3 baseColor = Color.rgb;

float3 darkWater = baseColor * 0.72;

float3 lightWater = saturate (baseColor + float3(0.025,

+ float2(17.3,

0.065,

0.095));

123

-9.1);



124

float variation = saturate (0.5 + wave * ColorVariation);
float3 color = lerp(darkWater, lightWater, variation);
float3 viewDir = normalize( WorldSpaceCameraPos.xyz - input.positionWsS);

float fresnel = pow(1l.0 - saturate(dot (viewDir, float3(0, 1, 0))), 3.0);
float spec = pow(saturate(wave * 0.5 + 0.5), 18.0) * SpecularStrength;

color += fresnel * FresnelStrength;
color += spec * 0.10;

return half4 (color, Alpha);

ENDHLSL



