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Co3nanne 3D-moaenu Janamadra B urposom asmxkke Godot

Yeprawun Anexcanop Muxaiinosuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B manHO#M cTaThe omumcaH mporecc cozmanus 3D moaenu manamadT. B mpormecce
paboThI uctosib3oBanachk mporpamma Godot myst coznanus 3D moaenn manamadTa
Y HamucaHus s3blka Iueinepa. B pesynsrate Obuta BbiBeneHa 3D rpaduxa
naggmadra.
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Creating a 3D model of the landscape in the Godot game engine
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Abstract

This article describes the process of creating a 3D landscape model. In the process
of work, the Godot program was used to create a 3D model of the landscape by
writing the shader language. The result was a 3D landscape graphics.
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1 Beenenue

1.1 AxkmyanvHocmos ucciedosanus

JlaHHast cTaThs ONMCBHIBAET BO3MOXKHOCTh HANMCAaHMs Ha s3bIKE LIEHzepa
MOJIeJIMpOBaHus JlaHAmadTa u Buzyanuzauuu 3D moaenu.

1.2 I]env uccneoosanus

Lenbto pa®oThl siBisieTcs co3nanust 3D Mojaenu myTeM HalMCcaHus Ha S3bIKe
nieiiepa noyiydeHus Janamadra.

1.3 O630p uccneoosanuii

B pabote X. Makens Mennanae ONUCHIBAET Mpoliecc pa3paboTKU STOHCKOM
UTPU PUUYHU MADKOHT C UCIIOJIb30BAaHUEM UTPOBOrO JiBMKKa Godot u BKIIOUEHUEM
cpenbl .Net Framework, u s3pika nporpammupoBanus C#, U B UIpy BKIIOYAET
MOJIb30BATENbCKUE HHTEp(ENChl, MIelaepbl, MHOIOMOJIb30BATENLCKUN PEXKUM C
UCITIOJIb30BaHUs ceTeBOM yHKImu gine [1].

L{. AxaepccoH npenjaraeT peuieHlue CUCTEMbI IEPEMOTKM BPEMEHU B UIPE,
KOTOpasi MO3BOJIUT UTPOKY BEPHYTHCS B UTPOBOE BpeMs, 4TOOBI BOCHPOM3BECTHU
ONPENEIICHHBI YPOBEHb WM CEaHC, KOTOPBIM BHEIPUT B WIPY BKIIOYECHUE
urposoro asmwkka Godot [2].
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E. Beeuunr u np. npeanaratot 6udanoreky Reinforcement Learning (RL) na
urpoBoM nBrkke Godot mist 00y4eHus ¥ UCTONb30BaHus areHTa B urpe st 3D u
2D cpenpl, HCHONB3YIOT (GPEWMBOPK C YHHUBEPCAIbHBIMH HHCTPYMEHTAMH,
KOTOPBII TO3BOJSIET HCCIEAOBATENsIM U TeidManM3aiiHepaM co3[aBaTh Cpeibl C
TMCKPETHBIMU, HENPEPHIBHBIMU M CMEIIAHHBIMU IIPOCTPAHCTBAMU JIeiCTBHIA [3].

2. PaGouwnii mpouecc
B manHo# cTaThe ucnonsiyercs nmporpamma Godot Bepcust 3.5.

CospaTb HOBBIWN NPOEKT

HazeaHWe npo
Terrain
[yTk K Mpo

/mnt/ram ."'F:- r IZ::_i ect/Terrain

OTKpBITEIAGL ES 2.0

HO CUEHEI MOTYT MOT

OTMmeHa Co38aTh W PefaKT

Pucynok 2.1. Hayano pabotsl

B pabore co3pmanu npoekT u Ha3Banu «Terrain», W cieHy, BbiOpaB «3D
clieHay, Ha3Baym ero «Main» u coxpanwiu ¢ain B myTh «Level/Main» u HazBanu
daiin «Mainy.

B cuene co3gamm aBa oObekta «Meshlnstance» m HazBanm «Terrainy u
«Watery.

«Terrainy - 310 Oyaer nmanamadt. M3HayaipbHO OH OyAeT IUIOCKUM
obbekToM. Jlepopmarius U HamoKEHHs MOBEPXHOCTU OyAyT HANMCAHBI Ha SI3bIKE
mienaepa.

«Water» - 2To BoJa.

B o6bekTe «Terrain» B uHcnekrope Mesh co3nanu «PlaneMesh» u 3ananu
3Hauenue Size 200, 200, u Subdivide Width u Depth 200, 200 ana yBenuueHus
IJIOTHOCTBH TOYEK BHYTPH OOBEKTA.

B «Water» B uncnexrope Mesh coznanu «CubeMesh» u 3amganu Size 200, 8,
200.

B o6nekre «Terrain» co3manu marepuain, BeioOpaB ShaderMaterial, u cozmanu
Shader, coxpanuB B otnenbsHbIi ¢aiin (myTh Shader/Terrain) (puc 2.2).
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ekT OTnagka PepakToj

Pucynok 2.2. Co3nanbl 2 00bEKTHI U MaTepra

Jluctunr 4.1. B reneparus myma UCrosib30Bain 3ToT ko (puc 2.3) (puc 2.4).

1 |float random(vec2 n) {

2 return fract(sin(dot(n, vec2(12.9898, 4.1414))) * 43758.5453);
3 |}

4 |float noise(vec2 uv) {

5 vec2 uv_index = floor(uv);

6 vec2 uv_fract = fract(uv);

7

8 float a = random(uv_index);

9 float b = random(uv_index + vec2(1.0, 0.0));
10 float ¢ = random(uv_index + vec2(0.0, 1.0));
11 float d = random(uv_index + vec2(1.0, 1.0));
12

13 vec2 blur = smoothstep(0.0, 1.0, uv_fract);
14 return mix(a, b, blur.x) +

15 (c-a) *blur.y * (1.0 - blur.x) +

16 (d - b) * blur.x * blur.y;

17 |}

Wcxonnsiii kox (uctur 4.1) B34t u3 [4, 5].
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(12.9898, 4.1414))) * 43758.5453);

Pucynox 2.3. Ucnons3oBanbl renepaTop nmryma Random

B muctunre 2.1. random (puc 2.3) reHepupyeT UYHCTBIA IIIyM, a Noise
reHepupyeT mym (puc 2.4).

[Tepemennast (muctuar 2.1) uv_index mojydeHHas UV OKPYIJICHHS BHH3, a
uv_fract monmyuennas mo popmyine x — floor(x) [6].

[lepemennbie (muctunr 2.1) a, b, ¢, d momydaem u3 TPOU3BOIHBIX
n300pakeHui [7].

B crpoke 13 (muctunr 2.1) BeUKCISEM HUHTEPIOJSAIUI0 DPMUTA, TOTydas
IUIAaBHBIA Tepexoa g TepeMeHHbld uv_fract, W monyyaem pe3ynbTar
nepeMeHHsbIi blue [8].

B ctpoke 14 (muctunr 2.1), BBIYUCIsEM MPOU3BOIHYIO U300paKeHUS.
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Pucynox 2.4. cnonp30BaH reHepaTop mryma noise.
Koopaunater ymaoxensl Ha 10000

Jluctunr 4.2. I'enepatop dpaxrana ajs nryma

float fom(vec2 uv, float frequency, float amplitude, float value, int octaves) {
for(int i =0; i < octaves; i++) {
value += amplitude * noise(frequency * uv);
amplitude *=0.5;
frequency *= 2.0;
by

return value;

coO~NO Ol B~ WDN -

fBM (Fractional Brownian Motion) (®pakransHoe bpoyHoBCkoe ABHKEHNE)
UCIIOJIL3YETCs IS TeHepaluu Jtanamadra, o61ako, ropsl, u ap. [9].

frequency — wacrtoTa, MJIOTHOCTH TOPBI, BBICOKHE 3HAUCHHE - HAUOOIBINUEC
KOJIMYECTBO FOPBI U COTKH (JIUCTHUHT 2.2).

amplitude — ammuuTyna, BBICOKHE 3HAYCHHUE - OOJIEe OCTpPhIC TOPbI, HU3KHE
3HAYEHHUE - MEHEE OCTPbIE TOPHI (JIUCTUHT 2.2).

value — 3nauenwue, BoicoTa NaHAmadTa (TUCTUHT 2.2).

octaves — neranu3anus, BBICOKOE 3HaueHUE - Oosiee JeTalibHee TOpbl
(uctunr 2.2).

Wcxonusiii koa (JIuctunr 4.2) B3st u3 [10].
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$ reperexTueHbii

NORMAL

Pucynox 2.6. Ucnions3zoBano dynknus fBM nist BepmmHHbBIN meiaep ¢
n00aBJICHUS HOPMAJIM U OCBEIIEHUS

B cuene nob6asunu eme oauH o0bekT «DirectionalLighty, u moBepHynu Ha -
30 C o ocu X.

Jluctunr 4.3. Vcnonb3zoBanue fBM nyist coznanus nanamadra

float land(vec2 uv) {
uv +=10.1;
float frequency = 6.0;
float amplitude = 0.58;
float value = 0.52;

O b wpN -
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6 int octaves = 5;

7 float v = fom(uv * 1.0, frequency, amplitude, value, octaves);
8 vec2 df = vec2(1.0, 1.0);

9 vec2 uvdx = (uv + vec2(df.x, 0.0));

10 vec2 uvdy = (uv + vec2(0.0, df.y));

11 vec2 uvdxdy = (uv + df);

12

13 float vdx = 0.0;

14 float vdy = 0.0;

15 float vdxdy = 0.0;

16 for (inti=0;i1<4;i++) {

17 uvdx = (uv + vec2(df.x, 0.0));

18 uvdy = (uv + vec2(0.0, df.y));

19 uvdxdy = (uv + df);

20 vdx = fom(uvdx, frequency, amplitude, value, octaves);
21 vdy = fom(uvdy, frequency, amplitude, value, octaves);
22 vdxdy = fom(uvdxdy, frequency, amplitude, value, octaves);
23 v = (v + vdx + vdy + vdxdy) / 4.0;

24 }

25 return v;

26 |}

B ctpoke 2 (muctunr 2.3) koopauHaThl uv cABUHYTHI Ha 10.1 oboux oceil.
B ctpoke 3 — 6, 3HaueHus st aprymenTa Qyukus fBM.

B ctpoke 7 ctpoum nanamadr.

B ctpoke 8 — 15 onpezensiem nepeMeHHYI0 MPOU3BOIHBIE H300paKEHUSI.
B ctpoke 16 — 24 BruucisieM nIpou3BOIHASE N300paKEHUSI.

B ctpoxe 25 Bo3BpaiiaeM pe3ynbTaT, MOJIyYeHHbIN 13 Janamadra.

Jluctunr 4.4. BepmmHHBIN 1Ieiaep, MoIeTUpOBaHKe JIaHamadTa.

1 |void vertex() {

2 float v = land(UV);

3 float h = 80.0;

4 VERTEX.y=v*h-h;

5 vec2 e = vec2(0.95, 0.0);

6 vec3 normal = normalize(

7 vec3(

8 fom(VERTEX.xz - e, 1.0, 0.5, 0.0, 5) - fom(VERTEX.xz +
e, 1.0,05,0.0,5),

9 2.0 * e.x,

10 fom(VERTEX.xz - e.yx, 1.0, 0.5, 0.0, 5) - fom(VERTEX.xz

11 |+ e.yx, 1.0,0.5,0.0,5)

12 )

13 );
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14
15

NORMAL = normal;

B ctpoke 2 (muctunr 2.4) moiayyaeMm nepemMMeny JaHamadgr.

B ctpoke 3 Bricora nanamadra.

B crtpoke 4 Jlepopmanus BepHIMH TOBEPXHOCTh B YMHOXKEHHYIO Ha
JaHAmadT Ha BHICOTY U BHIYMTAETCS BHICOTA.

B cTpoke 5 3amaem netanu oois 1715 3aTEMHEHHS.

B ctpoke 7 — 13 co3maem nmanamadT A1 HapaBiIeHUs CBeTa (HOpMAJb).

B ctpoke 14 nuzmensem HopMaib MOTYYSHHBIN pe3yibTat JaHmagT.

Jluctunr 4.5. GparmMeHTHBINA meHaep, pucoBaHus Janamadra

~NoO o1k~ WwWN

oo

10

11
12
13
14
15
16

void fragment() {

float v = land(UV);

vec3 col = vec3(0.0);

floatn=v/2.0;

vec3 col_sand = vec3(1.0, 0.684, 0.162);

vec3 col _land =vec3(0.15, 0.9, 0.0);

col land = col _land * smoothstep(-0.4, 0.9, noise(vec2(sin(UV.x),

cos(UV.y)) * 40. + noise(UV * 40.)));

float sand_h = 500.0;
float sand_noise = fom(UV * sand_h, 8.0, 0.5, -0.5, 5) + fom(UV +

vec2(1.0, 0.0) * sand_h, 8.0, 0.5, -0.5, 5) + fom(UV + vec2(0.0, 1.0) * sand_h,
8.0, 0.5, -0.5, 5);

2.0);

col_sand = mix(col_sand, vec3(0.287, 0.174, 0.076) * 0.0, sand_noise /

col = mix(col_sand, col_land, smoothstep(0.492, 0.50, n));

vec3 col_snow = vec3(0.85, 0.98, 1.0);

col_snow = col_snow * smoothstep(-0.5, 0.6, noise(UV * 20.0));
col = mix(col, col_snow, smoothstep(0.57, 0.591, n));

ALBEDO =col / 1.4;

B ctpoke 2 (muctunr 2.5) nonyyaem JaHamadr.
B cTpoke 3 onpenensieM nepeMeHHYIO LBET.

B cTtpoke 4 onpenensieM nepeMeHHYO JJIsl BBICOTHI CJIo JaHamadTa.
B cTpoke 5 onpenensemM LBET NECOK.

B cTpoke 6 omnpenensieM BET TPaBHI.

B ctpoxke 7 coznaem a3heKT TeHU TpaBHI.

B cTpoke 8 3amaem 3aTemMHeHus TagamadTa.

B ctpoke 9 — 10 3amaem aetanu necka.

B ctpoxke 11 qobaBnsem cioii mecok u TpaBoi.
B ctpoke 12 onpenernsem UBET CHera.

B cTtpoke 13 nob6asisieM TeHH CHera.
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B ctpoke 14 cMemmBaeM cioil CHEr B OCHOBHOM CITOA.
B cTtpoke 15 BbIBOIUM LIBET.

B pesynbTaTte paboThl noy4ymsid Bua puc 2.7.

Pucynok 2.7. JlanamadT B OpTOroHaIbHBIN BU

B o0wekte «Water» (puc 2.7, Genblii IBET TUIOCKOCTh), CO3/Ial MaTepual

no tury «SpatialMaterial» 3aganu cnegyronye CBOMCTBO:

Hazsanus 3HayeHus Bxianka Omnucanus

Cull Mode Disabled Parameters 3amHsAs  OTPHCOBKA
CTOpOHA 00BEKTA

Color #008dff Albedo L{BeT MOBEpXHOCTH

Metallic 1 Metallic Koadpurment
OTpaKeHUe

Specular 1 Metallic Koadpurment
Onecka

Texture NoiseTexture Metallic Tekctypa
OTpaXKEeHUS

Roughness 0 Roughness Koaddumnuent
LIEPOXOBATOCTHU
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Enable 1 Proximity Fade Brmrouaer s dexr
3aTyXaHus
3aBUCUMOCTHU oT
paccTrosiHu.

Mode PixelAlpha Distance Fade

Max Distance 8 Distance Fade Paccrosinue
s dexra 3aTyxanus

B NoiseTexture co3znanu Noise (OpenSimplexNoise) u 3aganu cieayrome
3HAYCHUE:

HazBanus 3HaueHUS Bxianka Onucanus

Seed 58 Noise 3epHo, ISt
CIIy4YalHbIX
3HAYCHUMN

Octaves 5 Noise Jletanuzanus

Period 6.2 Noise [Tepuonsr

B Bxnagke «Spatial» B « Transformy 3amganu 3HadeHne -6 mo ocwio Y.

Pucynox 2.8. I'otoBbrit manamadT
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Pucynox 2.9. I'otoBerit manamadT B ApyTroi paKye

3 BeIBOaBI
B pesynbpTaTe paboThl mcmosib3oBanack mporpamMma Godot mist co3maHMs

MOJICNIM W HAIMCAHUs Ha s3bIKE Ielepa mojaydeHus JaHamadTa, UCIOIb30BaHbI
dbynkuus fBM u renepatop mryma s mosiydeHHs JaHamadra, B pe3yibTaTe
nosyursid 3D monens manamadr.
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4. Ilpunoxenust
Jluctunr 4.1. Vicxoansiii kop meinepa «Terrainy

O©OO~NOUIh WN PR

shader_type spatial;

float random(vec2 n) {
return fract(sin(dot(n, vec2(12.9898, 4.1414))) * 43758.5453);

float noise(vec2 uv) {
vec2 uv_index = floor(uv);
vec2 uv_fract = fract(uv);

/l Four corners in 2D of a tile

float a = random(uv_index);

float b = random(uv_index + vec2(1.0, 0.0));
float ¢ = random(uv_index + vec2(0.0, 1.0));
float d = random(uv_index + vec2(1.0, 1.0));

vec2 blur = smoothstep(0.0, 1.0, uv_fract);

return mix(a, b, blur.x) +
(c-a) *blur.y * (1.0 - blur.x) +
(d - b) * blur.x * blur.y;

float fom(vec2 uv, float frequency, float amplitude, float value, int octaves) {
for(inti = 0; i < octaves; i++) {
value += amplitude * noise(frequency * uv);
amplitude *=0.5;
frequency *= 2.0;

return value;

}

float land(vec2 uv) {
uv +=10.1;
float frequency = 6.0;
float amplitude = 0.58;
float value = 0.52;
int octaves = 5;
float v = fom(uv * 1.0, frequency, amplitude, value, octaves);
vec2 df = vec2(1.0, 1.0);
vec2 uvdx = (uv + vec2(df.x, 0.0));
vec2 uvdy = (uv + vec2(0.0, df.y));
vec2 uvdxdy = (uv + df);

float vdx = 0.0;
float vdy = 0.0;
float vdxdy = 0.0;
for(inti=0;i<4;i++){
uvdx = (uv + vec2(df.x, 0.0));
uvdy = (uv + vec2(0.0, df.y));
uvdxdy = (uv + df);
vdx = fbm(uvdx, frequency, amplitude, value, octaves);
vdy = fbm(uvdy, frequency, amplitude, value, octaves);
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}

vdxdy = fom(uvdxdy, frequency, amplitude, value, octaves);
v = (v + vdx + vdy + vdxdy) / 4.0;
}

return v;

void vertex() {

}

float v = land(UV);

float h = 80.0;
VERTEX.y =v*h-h;
vec2 e = vec2(0.95, 0.0);
vec3 normal = normalize(

vec3(
fom(VERTEX.xz - e, 1.0, 0.5, 0.0, 5) - fom(VERTEX.xz + ¢, 1.0, 0.5, 0.0, 5),
2.0 *ex,
fom(VERTEX xz - e.yx, 1.0, 0.5, 0.0, 5) - fom(VERTEX.xz + e.yx, 1.0, 0.5, 0.0, 5)
)

)
NORMAL = normal;

void fragment() {

float v = land(UV);

vec3 col = vec3(0.0);

floatn=v/2.0;

vec3 col_sand = vec3(1.0, 0.684, 0.162);

vec3 col_land = vec3(0.15, 0.9, 0.0);

col_land = col_land * smoothstep(-0.4, 0.9, noise(vec2(sin(UV.x), cos(UV.y)) * 40. + noise(UV * 40.)));

float sand_h = 500.0;

float sand_noise = fom(UV * sand_h, 8.0, 0.5, -0.5, 5) + fom(UV + vec2(1.0, 0.0) * sand_h, 8.0, 0.5, -0.5, 5) + fhm(UV +

vec2(0.0, 1.0) * sand_h, 8.0, 0.5, -0.5, 5);

col_sand = mix(col_sand, vec3(0.287, 0.174, 0.076) * 0.0, sand_noise / 2.0);
col = mix(col_sand, col_land, smoothstep(0.492, 0.50, n));

vec3 col_snow = vec3(0.85, 0.98, 1.0);

col_snow = col_snow * smoothstep(-0.5, 0.6, noise(UV * 20.0));

col = mix(col, col_snow, smoothstep(0.57, 0.591, n));

ALBEDO =col / 1.4;




