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HPOLEAYPHA TrEHEPALIISA Y HOTUPUBUMIPHOMY IPOCTOPI:
BIJI 4D TPAJIEHTHOI'O LIYMY JIO BI3YAJII3AIIl KBATEPHIOHHUX ®PAKTAJIIB

Y cmammi 3anpononosano xomnnexcruii 02130 memoodie npoyedyproi eenepayii konmenmy (PCG) y uomupusumipromy
(4D) npocmopi, wjo € akmyanbHUM HANPAMOM Y CYUACHitl Komn tomepriil epaghiyi. Posensanymo meopemuuni ma npaxmuyHi acnexmu
BUKOPUCIAHHS HeMBEPMO20 GUMIPY AK IHCIPYMEHNTy Osl CMBOPEHHs CKAAOHUX anivmayii ma 6e3uoHux mexcmyp. Popmansho
susHaueHo eexnidosull 4D-npocmip ma tioeo mamemamuyni ochosu. Ha eiominy 6i0 3D, de obepmanns 6i00ysacmvbcs HABKONO
oci, y 4D-npocmopi 6010 6i00Y8AEMbCsL HABKONO NIOWUHY, WO OOMYCKAE YHIKAIbHE A6uuje noosiiux obepmanvd. JJocnioicero
MAKOJIC 2e0Mempiio 4-nonimonis, Maxux K mecepaxm, Mevxuci ako2o ckaaoaiomocs 3 3D-mnocoepannuxie. /lemanvho npoanani-
308aHO ANOPUMMU 2PAOIEHMHO20 ULYMY, 30KpeMa HPOBeOeHO NOPIBHAHHA KaacuyHo2o utymy Ileprina 3 6inbuw npooyKmusHuM ma
axichum cumnaexc-wymom. Iloxasano, wjo 2inepxybiuna cimxa wiymy Ilepnina npuzgooums 00 Hebax}CAHUX i3yanbHUX apmepax-
mie ma mac 6ucoky obuuciosanviy ckaaonicme On), mooi sx cumniexc-uym (O(n?)) suxopucmosye Oinblul I30MpPONHY CUMNILI-
yitiny cimky. J{ocriosceno memoou eenepayii 4D-ghpaxmanvhux cmpykmyp, maxkux six muoxcuru Mandenv6poma ma JKynia, 3a
donomozolo aneebpu keameprionis. Knouosor enacmusicmio aneedpu K8amepHIOHI8 € HEKOMYMAMUGHICHb MHONCEHHS, WO 003-
BOJISIE 2eHEPYBAMU CKIAAOHI ma dcumempuyi 4D-cmpyKkmypu, HeMOCIUBE Y HUNICUUX BUMIpAX. Anecopumm cenepayii bazyemocs na
imepayiuniti hopmyni, Oe keamepHionna mrodxcuna Manoervopoma eusnavaemvca axk Muoocuna konemanm C, 014 AKUX imepayis
Z ., =7 f +C 3anumaemuca oomedxncenor. Ockinvku npame cnputinamms 4D-06'exmis Hemodicauge, y pobomi cucmemamu308axo
K10406i mexuiku eizyanizayii: 3D-napisky (3pisu), opmoepaghiuni ma nepcnekmugHi npoeKyii, a makodic 00'emuuli penoepune 3a
00noM02010 npomenesoeo mapuuney. Ilepcnexmuena npoexyis, cmeopioe sidomutl epexm "kyba 6 kybi" 0ns mecepaxma, oarouu
giduymms enubunu 63006d¢ yemeepmoi oci. O6'emnuii pendepune 3a 0ONOMO20I0 HPOMEHEB020 MAPUUHEY BUABUBCA 0COOTUBO
eekmueHUM 071 HEABHO 3A0aHUX NOBEPXOHD, OCKLIbKU 6iH GuKOpucmosye (yrkyii snaxosux éiocmaneti (SDF) ons gpomopea-
Jicmuynol 8izyanizayii. Y eUcHo8Kax niocymo8aHo NOMOUHULL CHAH 2ay3i Ma OKPeCieHO NEPCIeKMUBHT HANpAMU OCTIONCEHD,
nog'azami 3 anapamuum npuckopenuam va GPU ma 3acmocysannsam cenepamusnux modeneti Ha ocHosi LI,

KimouoBi cnoa: 4D-ceomempis, npoyedypra 2enepayis, epadieHmuuil WyM, CUMIIEKC-UyM, K8AMepHIOHHi gpakmany,
sizyanizayis, komn'iomepHa 2pagixa.

Novokhatko 1. O., Fedotova N. A. Procedural generation in four-dimensional space: from 4D gradient noise to
visualization of quaternion fractals

The article offers a comprehensive review of procedural content generation (PCG) methods in four-dimensional (4D)
space, which is a relevant direction in modern computer graphics. The theoretical and practical aspects of using the fourth
dimension as a tool for creating complex animations and seamless textures are considered. The Euclidean 4D space and its
mathematical foundations are formally defined. Unlike 3D, where rotation occurs around an axis, in 4D space it occurs around a
plane, which allows for the unique phenomenon of double rotations4. The geometry of 4-polytopes, such as the tesseract, whose
boundaries consist of 3D polyhedra, is also studied. Gradient noise algorithms are analyzed in detail, in particular, a compari-
son of classical Perlin noise with more productive and high-quality simplex noise is carried out. It is shown that the hypercubic
Perlin noise mesh leads to undesirable visual artifacts and has a high computational complexity of O(n*), while the simplex noise
(O(n?)) uses a more isotropic simplicial mesh. Methods for generating 4D fractal structures, such as the Mandelbrot and Julia
sets, using quaternion algebra are investigated. A key property of quaternion algebra is the noncommutativity of multiplication,
which allows the generation of complex and asymmetric 4D structures that are not possible in lower dimensions. The generation
algorithm is based on an iteration formula, where the Mandelbrot quaternion set is defined as the set of constants C for which the
iteration Z, =7 +C remains bounded. Since direct perception of 4D objects is impossible, the paper systematizes key visual-
ization techniques: 3D slicing (slices), orthographic and perspective projections, and volumetric rendering using ray marching.
Perspective projection creates the well-known "cube-in-cube" effect for the tesseract, giving a sense of depth along the fourth
axis. Volumetric rendering using ray marching has been shown to be particularly effective for implicitly specified surfaces, as it
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uses sign distance functions (SDFs) for photorealistic visualization. The conclusions summarize the current state of the art and
outline promising research directions related to hardware acceleration on GPUs and the use of generative models based on Al

Key words: 4D geometry, procedural generation, gradient noise, simplex noise, quaternion fractals, visualization, com-
puter graphics.

IMocTanoBka mpodiaemu. [IporenypHa rerepartist koateHTY (PCG) € Hapi>kHUM KaMeHeM Cy9acHOT KOMIT 10~
TepHOT rpadiky Ta O3Ha4Ya€ CTBOPEHHS JIaHMX 3a JIOIIOMOTOI0 aJlTOPUTMIB, a He BpyuHy [1]. L{s mapaaurma npo-
MIOHY€ 3HAYHI MepeBark, 30KpeMa 3JaTHICTh TeHEepyBaTH BEJIMUE3Hi Ta CKIAIHI CBITH, TEKCTYPH Ta MOJEII 3 KOM-
MAKTHUX aNTOPUTMIYHHX ONHKCIB, TUM CaMHM 3MCHITYIOUH po3MipH (aifiiiB Ta HaKJIaIHI BUTPATH Ha po3poOKy [2].
Xoua PCG HaifgacTiIe 3aCTOCOBY€EThCSI y IBOX Ta TPHOX BUMipax, PO3LIMPEHHS X METO/IB Ha YOTUPUBUMIpHHUN
(4D) mpocrip BigKpuBa€ HOBi TOPU30HTU MOXKJIUBOCTEH.

MerToro ni€i podoTH € crucremMaruzallis 3HaHb PO NPOLEAYPHY reHepailito B 4D, aHalli3 KIIOYOBUX aJITOPUT-
MiB Ta METO/(iB Bi3yamizarii. MoTuBallis 11 BUKopucTanus 4D-reHeparii mossirae B ii 37aTHOCTI BUPINIYBaTH CIie-
nuQivHi, CKIAAHI MPOOIEMH, sIKi BAKKO PO3B'SI3aTH B TPHOX BUMipax. UeTBepTHIl BHUMIp, IO YaCTO MTO3HAYAETHCS
KOOPJUHATOIO 'W', MOXKE CITyTyBaTH NMapaMeTpoM Jis Oe3repepBHOT eBOJIIOLIT, HaluacTime — yacy [4]. Lle mo3Bossie
animyBaTh 3D-e(ekTH 3 11eaTbHO0 YaCOBOK0 KOTEPEHTHICTIO. [HITMM MOTY)KHHUM 3aCTOCYBaHHSIM € TeHepallis 0e3-
MIOBHO 3aMOIIYBaHHUX TEKCTYp MUIIXOM BimoOpakeHHs 2D-mpocTopy Ha 3aMkHYTY 4D-1ioBepxHIO [6].

Buxnax ocHOBHOTo MaTepiay. MareMaTiuHi OCHOBH YOTHPHBHUMIiPHOTO IIPOCTOPY.

st po3po0OKu nporefypHIX adropuTMiB y 4D HeoOXigHe po3yMiHHs 6a30BOi MaTeMaTHIHOI CTPYKTypH. YOTH-
PUBUMIPHHI EBKIII/IIB IIPOCTIP, IO MO3HAYAETHCS K R*, € MpsMUM PO3IIHUPEHHSIM 3BHYHOTO TPUBHMIPHOTO IIPOCTOPY,
aJe 3 TCOMETPHYHUMH BIACTUBOCTSIMH, SIKi 4aCTO € KOHTpiHTyiTHBHIMH [ 15]. Touka B R* BU3HAUAETHCS KOPTEKEM.

Konnenmist o6epranas B 4D npuHIMIOBO BiApi3HAE€ThCS Ha BiaMiHy Bix 3D-mpocTopy, e obepTaHHS Bia-
OyBaeTbest HaBKouIo oci (1D-mixnpocropy), y 4D-npoctopi o0epTanHs BinOyBaeThCsl HABKOIO MIOMUHM (2D-min-
mpoctopy). Lli o0epTaHHs ONHCYIOThCA OIBEKTOpPaMU 1 IOMYCKalOTh YHIKaIbHE SBUILE MOABIMHUX 00epTaHb — JBOX
OJTHOYACHUX 1 HE3aJIEHKHHUX 00epTaHb y B3aEMHO OPTOrOHAJIBHUX IUIOMKHAX [17].

Tak camo, sik 3D-npocTip HaceleHHd MHOTOTPaHHUKaMH, 4D-IpoCTip MICTHTh TXHI aHAJIOTH — HOJIIXOpH 200
4-niomitoru. e 4D-00'exkTH, MEXi SIKMX CKIaHarOThCs 3 3D-MHOTOrpaHHHKIB. ICHY€E IIiCTh MPaBIIBHUX OITYKIIUX
4-noniTomniB, HAHBITOMIIIMM 3 SIKUX € TECEPAKT (TinepKy0), IO CKIanaeThes 3 8 KyOiuHux Komipok [22]. ['eomeTpis
uX (iryp JeKATh B OCHOBI 0araTboX aJlrOPUTMIB TeHEpaIlii.

Aunroputmu TpajieHTHOTO Mmymy B 4D. I'pagienThunii mym € ocHoBOK Oaratbox TexHik PCG, cTBoproroun
IUTaBHi, MpUpoAHi nartepHu. Moro po3mmpeHHs 10 4OTHPHOX BUMIPIB € KOHIIETITYaJIbHO MPOCTUM, aje CTBOPIOE
3HA4HI 00YMCITIOBATIbHI BUKJIMKH.

Anroputm mymy [leprina, posmupenuit 1o 4D, mparroe Ha citii 4D-rinepky0iB (TecepakTiB), iIHTEPIONIO-
104U 3HAUCHHS Ha OCHOBI TPaJIieHTHUX BEKTOPiB y 16 BepIIMHAaX HaBKOMMIIHBOI KoMipku [10]. Ognak meit miaxin
Mac€ 3HaYH1 HEJOIIKU. Horo o6uuncmoBanbna cknaaHicts O(n*) poOUTh HOro 3aHaATO MOBLIEHUM JUIS 3aCTOCYBaHb
y peansHoMy 4aci [5]. KpimM Toro, rinepky06iuHa ciTka IpU3BOJUTSH J0 Bi3yadbHUX apTe(aKTiB, CTBOPIOIOUH IIOMITHY
YIEePEIKEHICTh Y3I0BXK 0Cei KOOPAUHAT, 110 pOOUTH IIyM MEHII MPUPOIHUM Ha BUIIAL [28].

Jns BupimenHs nux mpobiiem OyB po3pooienuii cumiutekc-uryM [31]. Leit anroput™ BUKOPUCTOBYE Teces-
it TIpocTopy cuMIiekcamu (B 4D 11e S-koMipHHUK) 3aMicTh rinepky0iB. Takuii miaxin 3abesmneuye CyTTeBI mepe-
Baru. ITo-mepie, 00YKCITIOBaIbHA CKIaIHICTh 3MeHImyeThes 10 O(n?), ockinbku B 4D moTpi6bHO 0O6poOHTH JIHIie
5 BepUIMH 3aMicTh 16, 10 3HAYHO TIpHUCKoproe obuncieHns [25]. [lo-npyre, cuMIutiniiiHa ciTKa € OLTBII 130TPOII-
HOIO, [0 3MEHIIYE KiJbKICTh apTe(aKTiB HAMPSIMKY Ta CTBOPIOE OLIBIN SKICHUH Ta MPUPOTHUNA pe3ynbrar [28].
TakuM 9uHOM, TS OyIIb-SIKUX CEPHO3HUX 3acTOCyBaHb 4D-11yMmy, 0coOIMBO B peajJbHOMY Yaci, CUMILIEKC-IITYM
€ 3HAYHO KPaIIiM BHOOPOM.

KBarepHrionHi ¢ppakrani: Muoxxuan Manaens0pora ta XKyoia. Inmumm notyxuanM iHcTpymeHToM PCG € dppak-
TaJu, IO TeHEPYIOTh HECKIHUEHHY CKIAHICTh 3 MPOCTHUX iTepauitHux ¢yHKIii. Kinacuuni 2D-¢ppakranun MoxHa
PO3IIMPHUTHU J0 YOTHPHOX BUMIpPiB 3a JOMOMOTOX0 KBAaTEPHIOHIB — CHCTEMU YHUCIIEHHS, 110 Ma€ hopMy a+bi+cj+dk
[12]. KirouoBOIO BIACTHUBICTIO MHOXKEHHSI KBaTEPHIOHIB € 1Or0 HEKOMYTaTHBHICTh ij # ji , 110 JO3BOJISIE€ CTBOPIO-
BaTH CKJIaJIH1, acuMeTpuuHi 4D-ctpykrypu [35].

I'enepanis 4D-dpakraniB BinOyBaeTbcs 3a iTepauiiiHol ¢GopMmylor, aHanoriyHoro no 2D, Hampukiaf,
Z .=Z'+C,0eZ maC — xBarepHionu [12]. AITOpUTM Yacy BHXOJy BM3HAYa€, UM HAJNEKUTh TOYKA MHOXKMHI,
iTepy4n (PYHKINO JOTH, TOKH MOAYJIb TOUYKH HE TICPEBHUIIHUTE IIEBHOTO 3HAaUCHHS [38].

e Kgparepnionni MHoxuHHU JKymia: [l koxHOI (pikcoBaHoi koHCTaHTH C CTBOPIOETHCS YHIKaNbHA 4D-MHO-
xuHa XKymia [35].

e KpareprionHa MHOKMHa ManaensOporta: Lle MEHOKHHA BCix KOHCTAHT C, JJIs SKWX iTepallis 3 MOYaTKoBOi
ToukH Z, = 0 3amiimaerbes ooMexenoro [38].

Mertonu Bizyamizanii 4D-00'ekTiB

OcCkinpku JIIOAMHA HE MOXKE Oe3locepeHbO CIpHUHMATH YOTHPHU IPOCTOPOBI BUMIpH, Ui Bi3yauizarii
4D-00'exTiB HEOOXiIHI METOAM 3HIKEHHS po3MipHOcTi. He icHye eanHoro "mpaBuibHOro" crocoly mepernsgy
4D-00'exTa; KOMIUIEKCHE PO3YMIHHS BUMArae Io€AHAaHHS KiJbKOX MiAXO/IB.
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1. 3D-napizka (nepepizu): Lle HaiiOinbm iHTYiTHBHMI MeTon, aHanoriunuii MPT-ckanyBanHio. 4D-06'ekT
"HapizaeThcs" Ha MOCHiNOBHICTE 3D-3pi3iB mumsixoMm dikcanii oHiel 3 koopAUHAT (Hamp., w = const). AHIMaIis 3Ha-
YeHHS Li€1 KOOPAUHATH J03BOJIAE IOOAYUTH, SIK 3MIHIOETHCS BHYTPILIHS CTPYKTYpa 00'€KTa B3JOBXK YETBEPTOi OCI.
Leit MmeTo/ € 4yJOBUM 1HCTPYMEHTOM JUISL CTPYKTYPHOTO aHai3y, ajie IoKa3ye JIMIIe OJJHy YaCTHHY 00'eKkTa 3a pas,
BTpavar0uu 1100anbHUi KOHTEKCT [36].

2. Ipoexkris: e Meton "kumae Tine" 4D-00'ekta Ha 3D-npocTip A BiqoOpaXkeHHs HOro 3arajibHOT TOMO-
Jorii. [lepcrieKTHBHA MPOEKITisi CTBOPIOE BiIOMUH edekT "KyOa B KyOi" s TecepakTa, /e Aajbllli YaCTHHH BUIIIS-
JIAI0Th MEHIIIMMH, 0 Ja€ BIAUYTTS NIMOWHU 110 YeTBepTiH oci [21]. Crepeorpadiuaa MpOoeKIIis € OLIbII CKIIaTHOO
TEXHIKOI0, sIKa € KOHPOPMHOIO (30epirae KyTH) i 103BOJISIE "PO3TOPHYTH" 00'€KT JJIS TIEPEISILy BCi€l HOTO CTPYK-
TYpPH, X04a 1 31 3HAYHUMH CIOTBOpEeHHsIMH [50].

3. O0'emuMit peHaepuHr (MpoMeHeBUi MapiuHr): Lle moTyHuiA cydacHUI MeTOl [T Bizyami3allii HessBHO
3aJjaHuX 00'€KTiB, SIK-0T (ppaxramu. Bin BukopucToBye GyHKII{ 3HaKoBUX BiacTaHel (SDF), siki BU3Ha4ar0Th HalKo-
POTIILy BiJICTaHb O IOBEPXHi 00'€KTa, JUIs iTEpaTHUBHOTO MPOCYBAHHS NPOMEHIB y nmpocTtopi. Lle# miaxin go3Bosse
CTBOpIOBaTU (hoTOpeaticTU4Hi 300paXKeHHs 3 BUCOKOSKICHUM 3aTiHEHHSAM Ta OCBITICHHAM, i7lealIbHO MiJXOS4n
JUIA Bi3yallizalii CKJIaJHUX MOBEPXOHb [52].

Oorosopenns Ta MaiidyTni Hanpamku. Cdepa 4D-mporenypHOi reHeparii CTHKAeThCs 3 KITbKOMa BUKIIH-
KaMH Ta BIJIKPHUBAE HOBI MOXKIIUBOCTI JIJIsl NOCIiKeHb. OKpIM pO3DISIHYTHX aJTOPUTMIB, ICHYIOTH 1 1HIII, HAIpH-
knaa, 4D-tmym Bopii, mo cTBOproe KOMIpKOBI CTPYKTypH [62], Ta 4D-KJIITHHHI aBTOMATH, 31aTHI TeHEpyBaTH
CKJIaJTH eBOJIOIIIOHY0YI cUcTeMH [64].

OCHOBHOIO MEPENIKOI0I0 3AIHUIIAETHECS BHCOKA OOYHMCITIOBANBHA BapTiCTh. MalOyTHI JOCHIIKSHHS 30Cepe-
JDKCHI Ha TOZIOJIaHHI Hi€el mpobneMu MIJISIXOM NepeHeceHHs npouecy rerepanii Ha GPU Ta BUKOpHCTaHHS HOBUX
Mozeneit nporpamyBanHs, ssk-0T GPU work graphs, 1m0 kpaie nigxonaTs it fuHaMigoi jgoriku PCG [76].

Kpim toro, nepenoBuii kpail JOCTiKEHb 3MILIYETHCS Bijl JKOPCTKO 3aKOJOBAHUX AJITOPUTMIB 10 TCHEPATHB-
HuX Mozeneit Ha ocHoBi L. Heliponni mepexi, nudy3siiiHi Moaeni Ta HesiBHI HelipoHHI npeacTaBieHHsa (NeRFs)
MOXYTb "HaBYaTHCA" MpaBUJIaM CTBOPEHHS CKJIAJHHUX Ta y3ro/ukeHuX 4D-CBIiTiB 3 JaHUX, IO MOTEHLIAHO MOXe
MOJ0JIaTH OHOPIAHICTh KJIIACHYHUX METO/IB 1 3alIPONIOHYBATH HOBHI PiBEHb KEPOBAHOCTI Ta Pi3HOMaHITHOCTI [73].

BucHoBkH. Y po0OTI IpeICTaBICHO CHCTEMATH30BaHHI OIS METOIB MPOIEAYPHOI TeHeparii B YOTHPHBH-
MipHOMY TIpocTopi. Byio mokaszano, 1o 4eTBepTHil BUMIp € MOTYKHAM KOHIIENTYaJIbHUM 1HCTPYMEHTOM JIJIS BHPi-
MICHHS MPAaKTUYHUX 3aBIaHb KOMIT'FOTepHOI rpadiku, 30KpeMa JijIsl CTBOPSHHS KOTepeHTHOT aHiMarlii Ta 6e31OBHUX
TEKCTYP.

AHai3 alTopuTMiB TPATIEHTHOTO IIyMy IIPOIEMOHCTPYBAB, IO IS OyIb-SKUX 3aCTOCYBAaHb Y PEalbHOMY
Yaci CUMIUIEKC-IIIYM Ma€ 3Ha4Hi epeBark Haja nryMoM [lepiina 3 TOUkH 30py MPOTYKTUBHOCTI Ta Bi3yalbHOI SIKO-
cTi. JlocmipkeHHs KBaTepHIOHHUX (ppaKTaliB PO3KPHIIO IXHIM MOTEHIial ISl CTBOPCHHS JETEPMiHOBaHUX CTPYK-
TYp HECKiHUEHHOI CKIaJHOCTI.

CrpaBxHill BUKIUK MOJISTAE y Biyallizalil UX HEBUIUMUX 00'€KTiB, [0 BUMAarae KOMOIHOBAaHOIO MiJXOAY
3 BUKOPUCTAHHAM Hapi3KH Ui CTPYKTYPHOTO aHami3y, MPOEKLIi Al TOMOJIOT1YHOTO PO3YMiHHS Ta MIPOMEHEBOTO
MAapIIMHTY U BECOKOSKICHOTO peHIepUHTY. MaiiOyTHe i€l ramy3i JIeKuTh y nepeneceHHi oouncnens Ha GPU ta
IHTerpaii reHepaTuBHUX Mojenei Ha ocHoBI L1 1 cTBOpeHHS 1iie OaraTinux Ta CKIaHIINX BipTyaabHHUX CBITIB.
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