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CTBOPEHHS TPUBUMIPHHIX ITPOBUX PIBHIB HA OCHOBI
PEKOHCTPVYKIIII AEPO®OTO3HIMKIB
I'nasyHosa I1.A.! [ORCID], Omiiinuk 10.0.2 [ORCID]
"HauionanvHuti mexHiuHuti yHisepcumem YkpaiHu«KuiecoKuti nosimexHiuHutl
iHcmumym imeni Izops Cikopcbko20», cmydeHmka, Yxkpaiua
“HayioHanvHuti mexHiuHutl yHisepcumem YxpaiHu«KuiécoKutl noiimexHiuHuil

iHcmumym imeHi Izopsa Cikopcbkoz20», K.m.H., doueHm, YKkpaina

AHomauis. Poboma npucssueHa asmomamu308aHili zeHepauii mpusuMipHux izposux
piHi8 Ha OCHOB8I PEKOHCMpPYKUil O00UHOYHO20 aepo(omo3HiMKa ma po3pooui
8i0n08idH020 Memody ma npozpamHozo 3abe3neueHHs. Memod NOEOHYE MOHOKYISIPHY
OUIHKY 21ubuHu 3a donomozow Depth Anything V2, cemanmuuHy cezmeHmauyir 06'ekmis
3a donomozorw Segment Anything Model 3 ma cneuianizo8aHi anzopummu ekcCmpaxkuyii
2eomempii womupweox Knacie 06'ekmie — 6ydigenn, dopie, depes i 80o0dolim. Takox 6
oaHoMy memooi BUKOPUCMOBYEMbCS CUCmeMa KOOPOUHAMHUX NnepemeopeHs, Ujo
3abe3neuye yHiikosaHuti nepexio 8i0 0808UMIPHOI cucmemu KOopouHam ()omo3HimMKa 8
mpusumipHy cucmemy KoopduHam izpo8oz20o pieHs. B ocHosi npozpamHoi peanizauii
Jlexcums MikpocepgicHa apximekmypa 3 n'smeoma KoHmeliHepuzosaHumu Docker-
cepgicamu, wlo 3abe3neuye JoziuHe pO30iNeHHsT KOMNOHEHmMie i macuimabosaHicme
cucmemu. [Ins po3pobku obpaHo mosu npozpamysaHHms Python i C#, a e skocmi
KiHYyeso20 izposozo pyuwis - Unity. 3anponoHosaHuii nidxid 3abe3neuye nNoeHY
asmomamusayilo npoyecy — 6i0 3a8aAHMAXMEHHS 3HIMKA 00 OMPUMAHHSL 20106020
12p08020 pigHSL.

Kntouoei cnoea: po3pobka izop, aepogomo3Himok, mpusumipHuti izposuti piseHs, Unity,
2eHepauyis i2poeux pieHie.

BcTyn

CTBOpeHHSI peaniCTUYHUX TPUBUMIPHMX ITPOBUX CepeloBUIl, € OOHI€ 3
HaMOiIbII PecypcoMiCTKMX 3ajad y CydacHiii po3pobii Bimeoirop. IIpu mpomy, 3
KOKHMM POKOM BUMMOT'M [0 SIKOCTi i MacCIITaOHOCTi irpoBUX CBiTiB 3pOCTAIOTh.

B ymoBax 6oitoBuX pAiii Ha TepuTopii YKpaiHM TakoX 3pocTae IMoTpebda B
OINepaTMBHOMY BiJTBOpPEHHi KOHKpPETHMX peaJibHMX JIOKAIliii Yy BiliCbKOBUX
CUMYJISITOpaxX [JIsI TPeHYBaHHSI BiliCbKOBOCTYKOOBIIIB i IUIAaHYBAaHHS OIepariii.

TpaauiiiiHMii miaxia — BiATBOPEHHS iCHYHOUMX JIOKAli/i y BULSAI TPUBUMIPHUX
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cepeoBUIN, BPYUHY — ITOTpebye 3HAUHMX PecypciB i yacy, Tomi SK iCHyIOUi Imiaxonu
II0 aBTOMAaTM3allii — MpoleaypHa reHepaiiist Ta GoTorpaMMeTpuUHa PEKOHCTPYKITLis
— He 3aJ0BOJIbHSIIOTh OJHOYAaCHO BMMOTAaM [0 aBTOMaTM3allil, peajiCTUYHOCTI Ta
ONTUMI3allil Ajisl irpoBux pyuriis [1-4].

3 omrgay Ha 1e OyJ0 po3poO/ieHO MeToH reHepallii TPUMBUMIPHUX irpoBUX
piBHIB Ha OCHOBi peKOHCTPYKIii aepodoTO3HIMKiB, 110 3abe3ledye IIOBHY
aBTOMATM3allil0 IPOILeCy CTBOPEHHS, ONTUMIi3allil0 CTBOPEHOr0 PiBHS IJISI irpOBUX
pVIIiiB Ta BiATBOPEHHS iCHYIOUMX CepeIOBUIII.

OcHOBHUIT MaTepia

Po3pobieHnit MeTop, KOHIeNTyaabHO 6a3yeTbcs Ha migxomi Sketch2Scene [2],
PO3IIMPEHOMY Ta aallTOBAaHOMY IJ1s1 POOOTH 3 peaibHMMM aepodOTO3HIMKAMM.

Ha Bxim momaetbcst aepodoTo3HiMOK. Ha Buxomi oTpumyeThcs 36ipka (.exe
(daiis1) roTOBOrO irpoBOro PiBHSI.

CrnouyaTKy BMKOHYETBHCS HelipoMepeskeBa 00poOKa BXigHOro aepodoTo3HiMKa:
OIIiIHIOETbCS TIAMOMHA 300pakeHHS Ta BMKOHYETHCS CE€MaHTMYHA CEerMeHTallist
00'ekTiB. [IJI1 CTBOPEHHS KapTy INIMOMHM BUKOPUCTOBYETHCS Depth Anything V2 -
Mozesb, IO CKIagaeTbcss 3 Komepa Vision Transformer (ViT) i mekomepa Dense
Prediction Transformer (DPT) [5]. CemaHTMuHa cermeHTalisi o6'ekTiB (OymiBi,
Iloporu, [AepeBa, BOMOMM) BUKOHYETbCS 3a nAornomMororww SAM3 - mopeni 3
apxiTeKTypow MOABiifHOro TpaHcdopmepa TUIY Kolep-aeKozep [6]. PesynbTaTom
cerMeHTallii € Habip 6iHapHMX MacoK 00’eKkTiB. [IJisS yCyHeHHSI QyO/ai0BaHb MacOK
BMKOpMCcTaHO aaroputMm Non-Maximum Suppression 3 MeTpukor Intersection over
Union. HacTymHMM KpPOKOM KapTa INIMOVHM MEepPeTBOPIOETHCS HA KapTy BUCOT, IO
Bigmosigae Bumoram Unity.

Hani reHepyeTbcs splatmap, 1[0 Kepye MPOCTOPOBMM pO3IOMIIOM i
3MiIlTyBaHHSIM TeKCTYpHMX IIapiB penbedy. BiHapHi Macky cerMeHTOBaHMX KJaciB
KomyioTbcs B KaHam RGBA nBox PNG-300paskeHb 3 IUIaBHUMMU IEpPeXoJaMy Mix
TEKCTypaMU Yepes3 rayCoBe pO3MUTTS KpaiB.

HacTtynHuit etan mepenbavae eKCTpakililo TPUBUMIPHUX 00'€KTiB, OCHOBaHMIA
Ha o00po6ii Macok. [l OymiBesnb Ta BOJOWM BMKOHYETHCS MOPMOJIOTiuHe

3aMMKaHHS Ta CIIPOIeHHSI KOHTYpiB anroputmom [yrinaca-Ilekepa. Bucora criopyn,
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OOUYMCITIOETHCS TTOPIBHSIHHAM MeAiaHHOI IJIMOMHM Oaxy Ta IPUJIEINIOi IOBepXHi.
IopoxkHST Mepexka OyIyeThCs K IUIaHApHMI Tpad yepes cKeeTOHi3allilo MeToa0M
MeniasibHOl oci. [l BMOKpEMJIEHHSI [epeB Yy MacuBax 3aCTOCOBYETHCS
kinacrepusailis DBSCAN. KoskeH KjiacTep BU3HA4Ya€ IO3UILiI0 CTOBOypa (LIeHTPOin),
paniyc KpOHM Ta BUCOTY OKPEMOro JepeBa.

Ha Bcix eramax BMKOPUCTOBYETbCS VHi(pikoBaHa cucTeMa IMepeTBOPEHHS
KoopauHat. Taka cuctema 3abe3ledye Iepexin Bif MiKceJbHUX KoopauHaT 2D-
300pakeHHsI OO0 METPUYHMUX KoopAuHAT 3D-cieHu. ['Opu30HTaIbHI KOOPAMHATH
MacIITabyIOThCS 3a OCSIMMU, a BUCOTA 0OUYMCIIIOETHCS Yepe3 iHBepCilo HOpMasli3oBaHOi
IIMOMHM: MaKCUMMaJlbHA IVIMOMHA BifMOBiZae HYJIbOBOMY PiBHIO 3eMJi. AJITOPUTM
TaKOX peasi3ye MeTpMuHe IepeTBOPEHHSI IUIONI Ta MeJiaHHY QinbTpaliilo s
MTiABUILEHHS CTiMIKOCTi OL[IHKY BMCOT 00’€KTiB.

Jlyist mporpaMHOi peastisailii 6ys10 06paHO MiKpocepBiCHY apXiTeKTypy (puc. 1).
Cucrema CKIamaeTbCsl 3 M'SITM KOHTeliHepiB. CepBic gateway peasni3oBaHMil 3a
nornomorolo Python Ta FastAPI i € eguHOIO TOYKOW BXOAY: IIpUIIMAE Bif
KOpUCTyBaua aepodOTO3HIMOK Ta KOHGIrypailiro, OpKeCTpye MOCTiIOBHICTb BUKIUKY
iHIIMX CcepBiCiB i MOBepTae€ KOPMUCTyBauy roToBuit pesynbTtat. Cepsic depth BukoHye
OIiHKY IIMOouHM 3a moromoro Depth Anything V2 3 Bukopuctanuam GPU, cepsic
segment - CeMaHTMYHY CerMeHTallilo 00'eKTiB 3a momomMorol SAM3 3
BukopuctanHsMm CPU. Ili gBa cepBicM 3amyCKarmTbCS MapayieibHO, IO TO3BOJISIE
CKOPOTUTM 3arayjibHMii yac 06pobku. Cepsic pipeline renepye kapty Bucor, splatmap
Ta BUKOHYE €KCTPaKIlil0 TpMBUMipHUX 006'ekTiB. CepBic unity 3amyckae Unity Editor
y headless-peskumi Ta BUKOHY€e aBTOMaTMUHYy 36ipky piBHs. [lepemaua maHMX MikK

yciMa cepBicamu 37iiiCHIOETHCS yepes criyibHMiT Docker volume.
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PucyHok 1 — ApxiTekTypa cucTtemu (Iiarpama KoHTeliHepiB) B HoTallii C4

BucHoBKU

B pmawiii [pmomoBifi mpeacTtaBjieHO MeTOd, Ta IIPOTrpaMHi  3acobm  Ojis
aBTOMAaTM30BaHOI TreHepalii TPUBUMIPHMX IrpoBUX PiBHIB 3 OAMHOYHOIO
aepodoTo3HiMKa. MeTon TIO€qHYE HelipoMepexkeBy OILiHKy rnbunmu (Depth
Anything V2), cemMaHTMYHy cerMeHTallil0 00'ekTiB (SAM3) Ta cremniasizoBaHi
aJTOPUTMM eKCTpaKilii reoMeTpii 4oTMpbOX KiaciB 06'ekriB. [IporpamHa cucrema
peajli3oBaHa Yy BUIJIAAI MiKpOCepBiCHOI apXiTeKTypu i 3abe3meuye TMOBHUIA
aBTOMAaTM30BaHMI LIMKI Bif 3aBaHTaskeHHS aepodOTO3HIMKa 10 TOTOBOTO irpOBOTO
piBug vy Unity. 3ampoIioHOBaHMII IIiAXim OJHOYACHO 3abe3reuye IIOBHY
aBTOMAaTM3allilo, ONTUMIi3allil0 pe3yJabTaTy [JiSl irPOBOTO PYIIlisl Ta PEKOHCTPYKIIi0
peaJlibHUX CepeloBMUIl, a TAKOX 3HAYHO CIPOIIY€E i MPUIIBUIIIYE CTBOPEHHS i

BIIPOBAJI)KEHHSI HOBMX TPUBUMIipPHUX irPOBUX PiBHiB.
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CREATING THREE-DIMENSIONAL GAME LEVELS BASED ON THE
RECONSTRUCTION OF AERIAL PHOTOGRAPHS

Polina Hlazunova, Yurii Oliinyk

Abstract. This paper focuses on automated generation of three-dimensional game levels
based on the reconstruction of a single aerial photograph, as well as development of the
corresponding method and software. The method combines monocular depth estimation
using Depth Anything V2, semantic object segmentation using Segment Anything Model
3, and specialized geometry extraction algorithms for objects of four classes — buildings,
roads, trees, and water objects. The proposed method also employs a coordinate
transformation system that ensures a unified transition from the two-dimensional
coordinate system of the image to the three-dimensional coordinate system
of the game level.

The software implementation is based on a microservice architecture with five
containerized Docker services, providing logical separation of components and system
scalability. Python and C# were selected as the programming languages, and Unity was
used as the target game engine. The proposed approach enables full automation of the
process — from image uploading to obtaining a ready-to-use game level.

Keywords: game development, aerial photograph, three-dimensional game level, Unity,
game level generation.
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