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TEHEPALISI TPA®IYHUX OF’EKTIB B I'POBOMY PYIIII
GODOT 3A METOJAOM HNAPAJIEJIbBHUX OBYUCJIEHDb

AHoTamifg. Y CTaTTi NpencTaBiIeHO JOCHI/PKEHHS METOMIB TreHepauii rpadiuHux o0’€KTiB B
irpoBomy pymii Godot i3 3acTocyBaHHsIM mapajieabHuXx obuncienb. OCHOBHA yBara MpHIUISETHCS
npobneMi  epeKTUBHOrO BHKOPHCTaHHS  OOYHMCIIOBAJbHUX  pPECYpPCiB  JUIS  IiABUILEHHS
NPOJAYKTHUBHOCTI TeHepallii rpadiqHOro KOHTEHTY B JMHaMIiYHUX ITPOBHX cepefoBHIIax. B xomi
JOCITI/DKEHHsT OyJI0 TIPOBEACHO NETajbHUI aHaji3 YOTHPbOX OCHOBHHX KaTEropidl ajropuTMiB
reHepauii rpagiuHuXx 00’€KTiB, 10 AaKTUBHO 3aCTOCOBYIOThcs B ekocucremi Godot Engine:
anroputMu Ha ocHoBi mymy (Perlin, OpenSimplex), siki BUKOPUCTOBYIOTBCS IJIsl CTBOPEHHS
NPUPOAHUX JaHAWA(TIB Ta TEKCTYp; KIITHHHI aBTOMATH, 110 JIO3BOJISIFOTh MOZEIIOBATH OpraHivyHi
crpykrypu; Wave Function Collapse (WFC), sikuit 3acTocoByeThCs [J1s reHepallii CTPYKTYpOBaHHX
piBHIB 3 mpaBuiamu 3’€JHaHHs; Ta L-cucteMu, 110 eeKTHBHO BUKOPUCTOBYIOThCS JUIsl TeHeparil
(dpakTalbHUX CTPYKTYpP, 30KpeMa POCIUHHOCTI. JIJIsi KOXKHOrO THITy alTOPUTMIB BHU3HAUYCHO
MOTeHIiaNl mapanenizamii Ta (akTopu, IO OOMEXYIOTh iX e(eKTHBHICTH Ha OaraTosAepHUX
cucremax. [IpoGiemoro, sIKy BUSIBIICHO NIPU aHaJi3i, € HAsIBHICTh B allTOPUTMAaxX TeHepallii 3HaYHOI
YaCTKM TOCIHIZIOBHUX OOYHUCIEHb, $Ki, 3TiJHO 3 3aKOHOM Awmjana, CYTTEBO OOMEXYIOTh
MaKCHMAaJIbHO MOJJIUBE MPUCKOPEHHSI HABITh MPH 301NbIIEHH] KIIBKOCTI OOYUCITIOBATILHUX SIEP.
3anponoHOBaHO MAaTeMaTWYHy MOAENb I OLIHKH IOTEHLIIHOro NPUCKOPEHHS B KOHTEKCTI
reHepaiii rpadiyHuX 00’€KTIB, IO JO3BOJSIE TOUHIIIE MPOTHO3YBATH MPOJYKTHBHICTh PI3HHUX
QITOPUTMIB Ha 0araTosJepHUX CUCTeMax. B pamkax JOCIHIKEHHS pO3pOOJIeHO IHHOBALIHHUN
MiAX11 10 ONTUMI3allii, 3aCHOBaHMI Ha METOJI YaHKOBOI TeHepallii, Mpu sKoMy rpadiuHi 00’ eKTH
pO30MBAIOTECSI HAa TPOCTOPOBO JIOKATI30BaHI €IEMEHTH 3 MIiHIMAIbHUMH MDKEIeMEHTHUMH
3aNIeKHOCTAMH. KITFO40BOIO 0COOHMBICTIO 3alpOITOHOBAHOIO MiAXOQY € ACHHXPOHHA TeHepaIis
YaHKIB Ta JIOKAJi3allis 00YHCIICHh KOOPAUHAT, 1110 J03BOJISE CYTTEBO 3HU3UTH YaCTKY MOCIITOBHUX
orepamniil i, K HACIIJOK, 3HAYHO IIiIBUIIATH MOTEHINIHE MPUCKOPEHHS BIIIOBIAHO MO 3aKOHY
Awmpana. J{ns o0’e€KTHBHOI OIIHKK €(QEeKTUBHOCTI PO3POOJICHOr0 METOAY MPOBEICHO CEpito
eKCIepUMEHTIB, IO BKIIOYANIW OEHUMAapKiHI Ha pi3HUX THIAX rpadigaux o00’€KTiB 3
BUKOPUCTaHHSAM BOymoBaHoro incTpymeHTapito Godot Engine. Meromomnoris BHMipIOBaHb
0a3yBanacs Ha JEKOMIIO3HUII] alTOpPUTMY Ha JIOTivHiI ()a3u Ta aHaji3i 3MiHH 4acy BUKOHAHHS TPU
MIOCTYIIOBOMY 301IBIIIEHHI KIIBKOCTI IOTOKIB. Pe3ymbTaTei eKCIepHMEHTIB MPOAEMOHCTPYBAIH
3HaYHEe 3MEHIIECHHS YaCcTKU IMOCTIIOBHUX OOYHCICHB IS BCIX THIB TpadigHHX 00’€KTiB TpH
3aCTOCYBaHHI YaHKOBOTO IIXOAY, HIO MiATBEPMKYye e()EeKTUBHICTh 3alpPONOHOBAHOT'O METONY.
PesymeTat mOCHiMKEHHS MAlOTh MPAaKTUYHE 3HAYCHHS IUIA ONTHMi3alli po3poOkm irop Ha 6asi
Godot Engine Ta MOXyTe OyTHM ajamnToBaHI Ui IHIOMX CHCTEM Bi3yamizamii 3 mOmiOHOIO
APXITEKTYpOIO.

©1.C. Tocrouy6, O.B. 3inuenko, 2025
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KunrouoBi ciioBa: renepaunis rpadivaux o6’exTiB; Godot; mymMoBi anropuTMH; aCHHXpPOHHA
TeHepallis; 0araTonoTOKOBICTh; OCHUMAPKIHT; HapalieIbHe OOYNCIICHHS.

BCTYII

I'eneparniss rpadgiuax 00’€KTIB 3a METOJOM MapaJIeIbHUX OOYUCICHb KOOPIHHAT €
KJIIOYOBUM HANpsIMKOM ONTHMI3alii B cydacHii po3poOui Bimeoirop. Bukopucranus
napanenbHUX aIrOPUTMIB JUIsl 0OUMCIIEHHS BEPILIMH, HOpMasel Ta IHIINX aTpuOyTiB rpadiyHuX
00’€KTIB J03BOJISIE CTBOPIOBATHM MacIITa0HI, JETali30BaHI Ta JAWHAaMI4H1 IrpOBl1 CBITH.
Tpamumiitno 1ed mnporec 0a3yeTbcs Ha TOCHIAOBHIA TeHeparli, J¢ OOYHCICHHS
B3a€EMO3AJIC)KHUX €JEMEHTIB BiIOyBAa€TbCd KPOK 3a KPOKOM, MI0 3HA4YHO OOMEXye
MPOJYKTUBHICTh, OCOOJIMBO JIJIsl CKJIQAHHUX CIIEH.

Pymiiii Godot nHajmae BOymoBaHy MIATPUMKY Jisi HapajelibHUX OOUYMCIIEHb 4Yepes
0araTonoTOKOBICTh, aCHHXpOoHHe BUKOHaHHS Ta GPU-mpuckopenns [1], [3]. Apxirekrypa
Godot 3 #i0oro BY3JIOBOIO CHUCTEMOIO Ta CHUTHAJIBHHM ITIJXO0JI0OM CTBOPIOE MOKJIMBOCTI IS
edeKTUBHOI OpraHizallii He3aJeKHUX O0UMCIIeHb NpU reHepanii rpagpiyHuX 00’ €KTIB — BiJ
MpoUEAYypHUX JaHAmAdTIB A0 CKIAJHUX JWHAMIYHMX CTpYyKTyp. IlpoTe mnapanenbHi
oOuncneHHs MaloTh QyHIAMEHTAIbHI 0OMEXKEHHS, ONMMCaH]1 3aKOHOM AM/Jiaja, 3TiTHO 3 SIKUM
MaKCUMajbHE MPUCKOPEHHS CHUCTEMH OOMEXKYETHCS YaCTKOIO TMOCIHIIOBHUX OOYHUCIICHB, SK1
HEMOXJIMBO po3napaienuTu. Le cTBoproe 3HaYHU BUKJIMK MPU reHepartii rpadiqyaux 00’ eKTiB,
SIKI 9acTO MAaloTh B3a€EMO3AJICKHI €JIEMEHTH, 10 BHMAararmTh IMOCTIIOBHOI 00poOku. [laHe
JOCIII/DKEHHST TIPOMIOHYE METOJM TMOJ0JIaHHS OOMEXEeHb 3aKOHy AMjana Juisi TeHeparii
rpadgiuanx 06’ekTiB y Godot mIIsaxoM JEeKOMITO3HIIIT 3a/1au Ha HE3aICKH] YaHKH, JIOKaJTi3aIlii
3QJIEKHOCTEH Ta aCMHXpPOHHOI reHepartii. Po3poOieHi Migxoau M03BOJISIOTH MIHIMI3ZYBaTH
YaCTKY MOCIIITIOBHUX OTIEPAIlii 1, IK HACIIOK, MAKCUMI3yBaTH MOTEHIIIMHE TIPUCKOPEHHS TIPU
BHKOPHUCTAaHHI 0araTormoToKOBOT apXiTEKTYpH.

IMocTanoBka npo6aemMu. OOMe)EHHIM I TapaJieIbHO1 reHeparlii rpadiyHuX 00’ €KTIB
€ BUCOKHH BiZICOTOK MOCIIIOBHUX OOUYHCIICHB, OCOOJIMBO JIJIsl aJITOPUTMIB 3 MDKEIEMEHTHUMHU
sanesxknoctamu [3], [4]. HeoOXimHO po3poOHTH aaropuTMH, SIKi JO3BOJIATH MIHIMI3yBaTH Iii
0OMEXEeHHsI Ta MIABUIIUTH €()EKTUBHICTh MapaliebHUX OOYHMCIICHb KOOPJIWHAT Y KOHTEKCTI
Godot Engine.

AHaJi3 ocraHHix gochaigxkeHb i myOuaikamiii. CydacHi AOCHDKEHHS B Traiysi
napanenbHUX 004HCIeHb I TeHepallii rpadiyHuX 00’ €KTIB y BiieOirpax BUSBISIIOTh 3HAUHUN
mporpec, oJJHaK 0OMEXEeHHs 3aKOHY AMJala 3ajIuIaloThes (PyHIaMEHTaIbHO MPo0iIeMolo,
0c0011BO B KOHTEKCT1 pyurist Godot.

VY pob6orax [5] — [7] 3ampornoHoBaHO KiIacH}iKaIlilo alropuTMiB reHepaiii rpadidaHux
00’€eKTiB Ta METOIM X mapanenizailii. XeHApiKc Ta CIiBaBTOPH [5] omucyoTh GyHIaMEHTaNbH1
NPUHIUIN TapajelbHUX OOYMCICHb JUIsl TeHepalii KOHTEHTY, IMpOTe HE pO3TIIsgaroTh
cneun(iky 3MEHIIEHHS MOCaiioBHOI 4acTku oOuncineHnb y Godot Engine. Ananoridso,
Toreniyc Ta cmiBaBTOpu [7] MpeACTaBIAOTHh KiIacHQikallito METOJIB TeHepalii Ha OCHOBI
MIOIIYKY, aJe He aHaJi3yI0Th iX 3 TOUKU 30py MOTEHLIaTy AJIs mapaenizarii.

Hleiixep, Toremiyc ta HenbcoH [6] po3risaaroTh TEOPETUUHI OCHOBM MPOIETYpPHOT
reHeparii, BKJIIOYAOYU anropuTMu Irymy lleprniH, mpote He AOCTIKYIOTh MOKIHUBOCTI
JEKOMIIO3UINI TaKUX alrOpUTMIB Aisi e(EeKTUBHOTO pPO3MapaieNioBaHHS KOOPIWHATHHUX
00YHCIIEHb.
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CamMepBuTb Ta croiBaBTOpU [8] BHBYAIOTH 3aCTOCYBAaHHS MAIIMHHOTO HABYAHHS B
rerepartii koarenty (PCGML), 1o BiIkpruBa€e HOB1 MOKJIMBOCTI JIJIsl TIApAICIbHUX O0UYHCIICHB,
OJIHAK HE AHAJI3yIOTh CITIBBIIHOIIECHHS MOCTIIOBHUX Ta MapaJIeIbHUX OMNEpaIii y TakuxX
MiAX0AaX, KPUTHYHE JIJIS OLIIHKA MaKCHMAJILHOTO MMPUCKOPEHHS 3T1/THO 3 3aKOHOM AM/1aia.

VY xonrekcti anmroputmiB s 2D-reneparii, Wave Function Collapse, mocmimxennii
CwmitoMm [9], neMOHCTpye 3HAYHMI MOTEHIIAN JUIs mapanierizaiii yepe3 Horo HMOBIpHICHHUNA
XapakTep, OJHAK NpakThyHa peamizamiss B Godot cTHKaeThes 3 MpoOieMaMu 3MEHIICHHS
MDKEJIEMEHTHHX 3aJISKHOCTEH, 0 0OMEXYIOTh TIOTeHIiiHE npruckopeHHs [11].

Hocmimxenns Jlinaena [10] B kKoHTEKCTI onTUMI3AIlli TaM ’AT1 IJIs1 TEHEPOBAHUX CBITIB
MPOTNIOHY€ YaHKOBUH MiNIXil, MPOTe HE PO3IIISIAE HOTO 3 TOYKH 30py 3MEHIICHHS YaCcTKU
MOCIIIOBHUX OOYHMCIICHb 3TITHO 3 3aKOHOM AMJana, M0 € KPUTHUYHUM Ui MaKCUMI3allii
MOTEHLIHHOTO NPUCKOPEHHS.

TakuMm 4nMHOM, ICHYIOUI IOCJII/DKEHHS HE NMPOMOHYIOTh KOMIIJIEKCHOTO aHalli3y METOIIB
MO/I0JIaHHS. 0OMEXKeHb 3aKOoHY Amaana npu resepauii rpadiunux o6’extiB y Godot Engine.
BincytHili MaTeMaTHyHUI aHalli3 CIIBBIJHOLIEHHS MOCIIIOBHUX Ta MapajelbHUX omnepariil y
PI3HUX aNropuTMax TeHepalii Ta MpakTU4YHI METOAM MIHIMI3alii MOCHIIIOBHOI YacTKU
00YHCIIEHb.

VY npaniii poOOTI MM HOCTIIKYEMO METOAM TapajelbHUX OOYHCICHh KOOPIWHAT
rpadgiaanx 00’ekTiB y Godot, 3 0COONMMBUM aKIIEHTOM Ha MIHIMI3aIlif0 YaCTKU MOCIITOBHUX
o0uHCIIeHb I N010J1aHHs (yHIaMEHTAIbHUX 0OMEXKEHb 3aKOHY AMJana.

Meta crartTi nojsrae B MiBUINEHHI eEeKTUBHOCTI reHepallii rpadgiyHux o0’€KTiB y
irpoBoMy pymrii Godot missxoM MiHIMI3aIlil 9aCTKU MOCTIIOBHUX OTIEPAIid MPH MMapaieIbHIX
00UYMCIIEHHSAX KOOPAWHAT 1, SIK HACTIIOK, MaKCUMI3aIlii MOTEHIIHHOTO MPUCKOPEHHS 3T1IHO 3
3aK0OHOM AMpaina.

PE3YJIbTATHU JOCJIIKEHHSA

3akoH Amjana, ONMHCY€e TEOPETUUHY MEXY MPUCKOPEHHS KOMIT FOTEpHOT MpOorpaMu Mpu
BUKOPHUCTAHHI NapajieIbHUX 004YHCIeHb. MaTeMaTH4HO 1Iei 3aKOH BUpaXkKaeThes (GOpMYIOIo:

S(n) = —p L1 (1)
n
ne:
— S(n) — npuckopeHHs NPOAYKTUBHOCTI IPU BUKOPUCTAHHI nn;
— P — YacTKa MOCIiIOBHUX OOYUCIICHB, SIK1 HE MOXKYTb OyTH po3MapaleseHi;
— (1 —p) — gacTka 00YHKCIICHb, SIKi MOKYTh OyTH pO3MapaieieHi;
— M — KUIBKICTb MOTOKIB.

Tobto, sikmo 10% mporpamu MOBHHHI BUKOHyBatucs mociinoBHo (p = 0.1),
MaKCHUMaJlbHE TEOpPETUYHE NMPHCKOPEHHS He Moxe mnepeBUIIuTH 10 pa3iB, HE3alekHO BiX
KUIBKOCTI BUKOPUCTOBYBaHUX mpouecopiB [3]. Jna renepauii rpagiunux o6’ekriB y Godot
Engine 3akoH AMzana MOXKHa aJlaliTyBaTH, BPaXOBYIOUH crielU(iKy MPOLEeCy TeHepartii:

Sgen (n) =

1— 2
Pgen t —npgen @

€ Pgen — YACTKA MOCIIIOBHUX OOYMCIEHD ITPH reHepartii rpadiqHux 00’ eKTiB.
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Jlist pisHUX THIB aNrOPHTMIB TeHEpaLii 3HAYEHHS Pgop, MOKE CYTTEBO BiNPI3HATHCH,
BHU3HAYAI0UM MaKCHMaJIbHE TEOPETUYHE MPUCKOPEHHS ISl KOKHOTO 3 HUX.

[IpoBenenuii anaii3 BUSIBUB YOTUPU OCHOBHI KaTeTropii airOPUTMIB reHepariii rpadiaHux
00’extiB y Godot Engine, ko)Ha 3 SIKHX Ma€ BJIACHI OCOOIMBOCTI 3 TOUKH 30PY MOMIJIUBOCTEH
napasesizamii:

Anroputmu Ha ocHOBI mymy (Perlin, OpenSimplex) — BUKOPUCTOBYIOTHCS IS
reHepariii nranamadTis, TeKCTyp Ta npupoaHux 06’ extis [11], [14]. Li anroputmu
MaroTh 3HAUYHUN MOTEHLIa] Jis Mapajenizalii, OCKUIbKM TeHepauis pi3HUX
YaCTUH 00’ €KTa MOXE€ BUKOHYBAaTUCh He3aIe)KHO. OJHAK B3a€MO3ATIEKHOCTI MIXK
€JIEeMEHTaMU CTBOPIOIOTH MEBHY YACTKY MOCIIIOBHUX OOYHCIIEHB, 0 0OMEXKYE
MaKCHUMaJIbHE PUCKOPEHHSI 3T1AHO 3 3aKOHOM AMjaia.

KinitiuHH1 aBTOMaTH — 3aCTOCOBYIOTHCS JJII CTBOPEHHS Tiedep, MiA3eMenb Ta
opra"iyHuX CcTpykTyp. Lli anroputMu XxapakTepu3ylOTbCS BITHOCHO BHCOKOIO
YaCTKOIO TIOCHIJJOBHUX OOYHCIICHb 4Yepe3 CHJIbHI MDKEJIEMEHTH1 3aJeKHOCTI.
CraH KOXHOI KJIITUHU 3aJIeKUTh BiJl CTaHY CYCIIHIX KJIITHH Ha MOINEpPeIHbOMY
KpOIli, 110 CTBOPIOE TMOCIHIOBHI 3aJ€KHOCTI MDK ITepalisiMd Ta OOMexXye
MTOTEHITIAN JIJIS TTapaJiesizaii.

Wave Function Collapse (WFC) — BUKOpPHCTOBYEThCS Uil TeHeparlii
CTPYKTYpPOBaHUX piBHIB 3 mpaBwiamu 3’eaHanHs. WFC mae 3HauHy 4YacTKy
MOCTIIOBHUX OOYMCIICHb Yepe3 CKIAJHWNA aJTOPUTM IOIIUPEHHS OOMEKEHbB.
Kackagne momupeHHss 0OMeXeHb MICHs KOXKHOTO KOJIANCY XBHUJIbOBOI (PYHKITIT
CTBOPIOE CEpHO3HI BUKIIMKH TSI TTapasieltizailii, CyTTEBO OOMEKYIOUH IMOTEHIIIHHE
MIPUCKOPEHHSI.

L-cucTteMu — 3aCTOCOBYIOTBCS JUIsl TeHEpaIlil (ppakTalbHUX CTPYKTYP, 30KpeMa
pocnmuHHOCTI [12]. PekypcuBHa mnpupoma L-cuctem cTBOproe€ mMOCTiAOBHI
3JIKHOCTI MK PIBHSMH, aJie apayiesli3sM MOKJIMBHN MDK TJIKAMHU OJTHOTO PiBHSL.
ITepexin mo irepaTuBHOI peamizaiii MOX€ 3MEHIIUTH YacTKY IOCIIIOBHUX
00YHCIIEHb.

AHaJi3 maTBepauB, M0 KIFOYOBUM 0OMEKEHHSM IS TTapajieii3allii BCiX alrOpUTMIB €
JacTKa MOCIIIOBHUX 00YHUCIICHB, SIKa BIAMOBITHO 10 3aKOHY AMJiajia BCTAHOBJIIOE TCOPETUYHY
MEXY MaKCUMaJIbHOTO MPUCKOPEHHSI.

Jis  mojojiaHHsA OOMEXeHb 3aKOoHY Awmpana Oyl0 yIOCKOHAJIEHO alfOPUTM
napanesibHoi reHepartii rpadidHux 00’€KTiB, 1Mo 0a3yeThCsl Ha yaHKOBOMY miaxomi [15].
OcHoBHa i1es YA0CKOHAJICHHS — 11€ 3MEHIIICHHS YaCTKH MOCIIJOBHIX 00UUCIIECHD (P) IIITXOM
JEKOMIIO3MIII] 3a7a4ul Ha JOKalli30BaHI He3aleXHi mia3anayi. biok-cxeMa ymoCKOHAIEHOTO
ITOPUTMY MapalieNbHOl Teneparlii rpadiuaux 00’ €KTiB MoKazaHa Ha puc. 1.
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BignoBigHO 10 ajanToBaHOTO 3aKOHY AMJana, HpW 3BHUYAlHIN reHeparii 3araibHa
4acTKa MOCIIOBHUX OOUMCIIEHD Py CKIANAETHCS 3:

Prutt = Pinit T Ptopo T Pdepend + Pcheck (3)

ne:
—  Dinit — YacTKa iHiiami3amii CTpyKTyp JaHHX;
~  Ptopo — JaCTKa 00YHMCIIEHb 3arajlbHOI TOIOJIOTIi,;
~  Pdepena — 9acTKa 00pOOKH B3a€MO3AJIEKHOCTEN;
—  Pcheck — YacTKa IHIIIANMI3aIlil CTPYKTYpP JaHHX.
B ynockoHaneHoMy anropuTtMi 4acTKa MOCTITIOBHUX OOUUCIHCHD Popynk 3SMEHIIYETHCS JI0:
Pchunk = Pinit chunk + Piocai depend + pboundary (4)
ne:
Dinit chunk — HITIATI3a11s U1 OKPEMOTO YaHKa,
Plocal depend — OOpOOKa JIOKILHUX 3AJIEKHOCTEN,;
Pboundary — OOYMCIIEHHS HA TPAHULIAX.

OckinbKku Pinit chunk < Pinit» @ Plocal depend < pdepend 1 3’SIBJIAETHCA JIMIIE HEBEIMKA
JIOJIATKOBA CKIIATOBA Ppoyndary> 3arajlbHA YaCTKA MOCIITOBHUX OOYMCIEHD Prpynk MEHIIA 32
Pryu- BiAnoBigHo 10 3akoHy AMpana, 1€ 30UTbLIY€ MAaKCHMAJIbHO MOKIIMBE TEOPETHYHE
MIPUCKOPEHHSI.

Jlnst omiHKKM €(EeKTHUBHOCTI YAOCKOHAJIICHOTO aJlTOpUTMY OyJI0 TMPOBEIEHO CEPiro
€KCIIEpUMEHTIB 3 reHeparllli pisHuX TUMiB rpadiuaux o6’ektiB y Godot Engine. berumapkiar
BKJIFOYaB BUMIPIOBAHHS YaCTKH TOCIIIOBHMX OOYHMCIICHb Ta MPUCKOPEHHS MPHU 30UIBIICHH]
KUTBKOCT1 MOTOKIB /i1 BU3HAYEHHS BIIMTOBITHOCTI TECOPETUYHUM MEXKaM 3aKOHY AM/iaa.

[Iporec 6eHUMapKIHTY peai30BaHO 3 BUKOPHCTAaHHSIM BOYIOBAHOTO IHCTPYMEHTAPIIO
Godot Engine. CTBOpEHO TECTOBI CLICHH 3 YOTUPMa TUTIAMH TpadiuHUX 00’ €KTIB: pErysapHI Ta
cknanni crpykrypu y 2D 1 3D ¢gopmarax. HamamroBaHo oHaKOBI MapaMeTpu TeHepaltii s
3a0€31e4YeHHS] TOPIBHSIHHOCTI PE3yJbTaTiB. BuMIproBaHHS TPOBOJIMIUCSA 32 JOMOMOTOIO
BOymoBaHoro mpodaitiepa Godot, akTuBoBaHOTO uepe3 MmeHio Debug > Profiler. Bymno
HajamToBaHo pexkuM High Detail mnst BigcTesxeHHs yacy BUKOHAHHS OKpeMHX (PYHKIIIH Ta
JI0JIAaHO MapKepH 4acy JuIs ¢ikcallli moYaTtky Ta KiHIS KOXKHOTO eTarry reHepariii. 3i6paHo
METPUKH BUKOHAHHS ISl PI3HOT KUTBKOCTI OTOKIB (1, 2, 4, 8).

Jlis BU3HA4YeHHS 4acTKU HOCIIOBHUX oOuucieHb y Godot Engine Oyno mpoBeneHO
JEKOMIIO3UIII0 aJrOPUTMY Ha JIOTiuHI (a3 Ta MOCHIIOBHI KOMIIOHEHTH 3 BHKOPHUCTAHHSIM
HACTYITHOTO MPOIIECY:

— MapkyBaHHs OJIOKIB KOy — J0JaBaHH ClelliajJbHUX BUKIIMKIB mpodaiiiepa Ha
MOYaTKy Ta B KiHI[i KO’KHOTO JIOTTYHOT'O OJIOKY reHeparii:

e eram iHiIanizalii CTpyKTyp JaHuX;

e eTal pPo3paxyHKy r100albHOT TOMOJIOT;

e eTam reHepallii OKpeMHX YaHKIB;

e ertan (hiHAJIBHOI MEPEBIPKH Ta IHTErpallii YaHKIB.

— 3amyck TecTiB 3 MOCTYIMOBUM 30UIBIIEHHAM KilbKocTi moTokiB (1, 2, 4, 8) mpu
HE3MIHHMX IHIIMX [apaMeTpax reHepailii, 3 (ikcaliiero yacy BUKOHaHHS KOYKHOTO
OIoKY.

— Inentudikamis MOCTIIOBHMX KOMIOHEHTIB 4Yepe3 aHalli3 HEe3MIHHOCTI Yacy
BUKOHAHHS TIpU 30UTBIIIEHH] KUTBKOCTI MOTOKIB - OJIOKH, Yac SIKUX 3aTUIIAE€THCS
MaiKe OJHAKOBHUM HE3aJIeKHO BiJ KUIBKOCTI MOTOKIB, KIACH(IKYIOTBCS SK
MOCITIIOBHI.
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— Po3paxyHOK 3araibpHOi YaCTKH MOCITITOBHUX 00YHCIEHB 32 (POpMYIIOI0: p = (CyMa
9acy BCiX MOCTIIOBHUX OJIOKIB) / (3arajbHUi Yac BAKOHAHHS HA OJHOMY ITOTOIL).
— YacTka mociioBHIX 00YHCIICHb pO3paxoByBajiacs 3a (hopMyInoro:

Ne 3 (27), 2025
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TSE
q
p=— L )
total
ne:
—  Tspq — Yac BUKOHAHHSA NOCIIOBHUX KOMIIOHEHTIB;
—  Tiotqr — 3aranbHUI Yac BUKOHAHHS HA OJJHOMY IOTOLII.
Tabnuys 1
IIpuckopenns resepauii rpagiunnx 06’ €kTiB Ipu 36i/1bIIEHHI KIJILKOCTI NOTOKIB
YacTtra YacTra Teopernune Teopermne
. . . MaKCHUMAaJIbHE
Tun Fpaq)l‘lHI/IX MOCJIIIOBHUX MOCJI1IOBHUX MaKCHUMAJ/IbHE
s NPUCKOPEHHS 3
00’eKTiB o0umcieHn 0e3 00uMCIeHb 3 NPUCKOPEHHs 0e3
YaHKYBaHHAM
YaHKyBaHHA (P) YaHKYBaHHSM (p) yaHkyBaHHs (1/p) (1/p)
2D (perynipua 0.25 0.14 4 7.14
CTPYKTYpa)
3D (perynspia 0.28 0.16 357 6.25
CIpYKTYpa)
2D (cxnaza 0.34 0.20 2.94 5.00
CIpYKTYpa)
3D (cnazia 0.40 0.24 2.50 4.17
CIpYKTYpa)

Pesynbratn OeHUMapKiHTY MIATBEP/KYIOTH, IO YaHKOBHMM IiIXIJ 3MEHIIYE YacTKY
MOCIIIOBHUX 004YHCIIeHb (P) IS BCIX TUIIB 00 €KTIB, 110 MTO3UTHBHO BIUIMBAE HA TEOPETUUHY
MEXy MaKCHMAaJIbHOTO IMPUCKOPEHHS 3TiIHO 3 3aKOHOM AMJainia. BakiMBO Bi3HAYUTH, 11O 3i
30UTBIIIEHHSM KUTBKOCTI IOTOKIB TIOHa 8—16 (3aJIeKHO Bij THITY MPOIIECOPa) CIIOCTEPITacThCs
VIIOBUIBHEHHS 3POCTaHHS PUCKOPEHHSL.

BripoBa/pkeHHsT  3aIPOTIOHOBAHOTO  METOAY ONTHMi3allii B TECTOBOMY IPOEKTI
MIATBEPIMIIO  €PEKTUBHICTH  PO3POOJICHOTO  MIAXOAY, 3a0e3MEeUuBIIM  MiABUIICHHS
MPOIYKTHBHOCTI 03 BTPATH SIKOCTI TEHEPOBAHOTO KOHTCHTY.

BUCHOBKMU TA IIEPCIIEKTUBU INOJAJIBIIUX JOCJ/ITKEHD

[TapanenbHi oOuMcneHHs A1 reHepanii rpa@iuHUX 00’€KTIB 3aUINAIOTHCA KPUTUYHO
BOXJIMBUM €JIEMEHTOM OMNTHMi3alii B Cy4acHii po3poOui Bieoirop, OCKUIbKH J03BOJISIOTH
CTBOPIOBATH MacIuTaOHI Ta JAETali30BaHi CBITH 3 BUCOKOI MPOIYKTUBHICTIO. OrIsii METOMIIB
napasenbHoi reHepatii rpagiuaux 06’extiB y Godot Engine, mpoBeieHuit y 1iif cTarTi, MoKa3as,
1110 KJIFOYOBUM OOMEKEHHSIM € YacTKa MOCIIIIOBHUX 00UYHCIIeHb, ONMCaHa 3aKOHOM AMana.

[IpoBeneHuit aHami3 anropuTMiB reHepailii rpadiyHUX 00’€KTIB (IIYyMOBI aJrOPUTMH,
KIiTHuHHI aBTomatu, Wave Function Collapse Ta L-cucremn) BHUsSBHB, 11O iX €(pEKTHBHICTbH
CYTTEBO OOMEXY€EThCS HEOOXIAHICTIO TMOCIIAOBHOI OOpOOKM B3a€EMO3aNIC)KHHUX EJIEMEHTIB.
Po3pobnenuii yaHKOBMH MiAXiA JTO3BOJIAE JOKATI3YBaTH 3aJIEKHOCTI Ta 3MEHIIUTH YacTKY
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MOCIIIOBHUX OOYHCIICHb, IIO BIANOBIAHO 10 3aKOHY AMJaja MiIBHIIYE MaKCHUMAaJIbHO
MOJKJIMBE TPUCKOPEHHSL.

[IpoTe 3amumiaeTbcs psiA BHKIWKIB, TaKUX SK ONTUMI3AIlisl aJTOPUTMIB 3 BHCOKOIO
B3aeMo3aliekHICTIO eteMeHTiB (ocobmmBo WFC ta L-cucrem) Ta 3abe3mneueHHst cTaOUIBHOCTI
NpU aCMHXPOHHIN renepaii. [Toganpmi gocmipkeHHs y ik cgepi MOXKYTh OyTH CIIpsSMOBaHi
Ha IHTETpalil0 METOJiB MAIIMHHOTO HAaBYAaHHS /IS aBTOMATUYHOI ONTHMI3allii mapaMeTrpiB
YaHKOBOI I'eHepallii Ta ajanraiii 10 pi3HUX amapaTHUX 1mIat(opm.

BaxmBo Takok MPUAUIMTH yBary MUTaHHSAM MacmTaOyBaHHS PO3POOJICHOTO MiIXOTy
Ui MOOUIbHUX IuIaTGopM 3 OOMEXKEHUMH pecypcaMu, [ e(EeKTUBHE BUKOPHUCTAHHS
OaraTosiIEpHUX TMPOLECOPIB € OCOOJMBO aKTyaJbHUM. llepCHeKTUBHUM HAampsMOM €
BJIOCKOHAJIEHHS! METOJIB JUHAMIYHOTO OallaHCYBaHHS HABAHTAXXEHHS MDK IOTOKaMH Ta
aJanTHBHOI 3MIHU PO3MIPY YaHKIB 3aJIEKHO B1JI CKJIATHOCTI 00’ €KTIB, 110 T03BOJUTH JIOCSATTH
ONTUMAJILHOI IPOIYKTUBHOCTI JIJISl IIMPOKOTO CIIEKTPY IMPOBUX CLIEHAPIIB.

Po3pobneni meTonu Ta MiAXOAM MOXKYTh OYTH KOPUCHUMH HE JIMIIE Ui IrpOBOi
IHAYCTpli, ame ¥ JUIs IHIIUX Taly3ei, 1€ BHUKOPHCTOBYETHCS TMPOILEIypHA TEHEpallis
KOHTEHTY — BIJ] apXITeKTYpHOI Bi3yaii3alii 40 MOJIETIOBaHHS IPUPOJIHUX SIBUILL T MPOIIECIB.
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GENERATION OF GRAPHIC OBJECTS IN THE GODOT
ENGINE USING PARALLEL COMPUTATION METHOD

Abstract. This article presents a study of graphic object generation methods in the Godot game
engine using parallel computing. The main focus is on the efficient use of computational resources
to improve the performance of graphic content generation in dynamic game environments. The
research conducted a detailed analysis of four main categories of graphic object generation
algorithms actively used in the Godot Engine ecosystem: noise-based algorithms (Perlin,
OpenSimplex), which are used to create natural landscapes and textures; cellular automata, which
allow modeling organic structures; Wave Function Collapse (WFC), which is used to generate
structured levels with connection rules; and L-systems, which are effectively used to generate fractal
structures, particularly vegetation. For each type of algorithm, the potential for parallelization and
factors limiting their efficiency on multi-core systems were determined. The problem identified
during the analysis is the presence of a significant proportion of sequential computations in
generation algorithms, which, according to Amdahl’s Law, substantially limits the maximum
possible speedup even when increasing the number of computational cores. A mathematical model
is proposed for estimating potential speedup in the context of graphic object generation, allowing
more accurate prediction of the performance of different algorithms on multi-core systems. As part
of the research, an innovative optimization approach was developed, based on the chunk generation
method, where graphic objects are divided into spatially localized elements with minimal inter-
element dependencies. The key feature of the proposed approach is asynchronous chunk generation
and localization of coordinate calculations, which significantly reduces the proportion of sequential
operations and, consequently, greatly increases the potential speedup according to Amdahl’s Law.
For an objective evaluation of the developed method’s effectiveness, a series of experiments was
conducted, including benchmarking on different types of graphic objects using the built-in Godot
Engine tools. The measurement methodology was based on decomposing the algorithm into logical
phases and analyzing changes in execution time with a gradual increase in the number of threads.
The experimental results demonstrated a significant reduction in the proportion of sequential
computations for all types of graphic objects when applying the chunk approach, confirming the
effectiveness of the proposed method. The research results have practical significance for optimizing
game development based on the Godot Engine and can be adapted for other visualization systems
with similar architecture.

Keywords: graphic object generation; Godot; noise algorithms; asynchronous generation;
multithreading; benchmarking; parallel computation.
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