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Compression method is one one of the most priorities in the development
of computer games. For a long amount of time the quality of the textures were
changing with the productivity of computers. The studies are based on the study
of various compression methods of the early 90-th to modern methods. Despites
of solving the main problems, such as bad quality, there are still a few
unsolvable problems. By this time, the main problem is not the quality but the
selection of a suitable computer.

V¥ Ham yac npogeciiiHO-TEXHIYHE Ta COLIAIbHO-KYJIBTYPHE CEPEIOBHILE
Cy4yacHO{ JIIOJJMHU CTa€ BCE OUIBII €JIEKTPOHHUM, a KOMIT FOT€p CTa€ HE TIIbKU
3aco00M BHpIIICHHS TIpoOsieM, a 1 crae 00 €KTOM IrPOBOr0O IPOIECCY.
['onmoBHOIO TPOOIEMOIO BOTO MPOIECCY € BENUKUU 00°eM iHGopmalii Ta
MPOBUX JTAHHUX, SIKUI CTBOPIOETHCS Ta 30€pIiraeThes.

Ha mouatky 90-x pokiB ckjajgacs IlikaBa TEHACHINS Y CBITI
KOMIT'IOTEPHUX  1rop: OOYHMCITIOBAIILHOI TMOTYXKHICTI KOMITIOTEPIB  OYJIo
HEJOCTaTHBO I PO3PAaXYHKY XOU SIKOICh peadicTUUHOI rpadiku, a B TOM ke yac
KOMMAKT-AUCKH HAJaBaJld MOXJIMBICTh 3allMCATH BETUKUN JJIsl TUX YaciB 00’ €M
iHpopmanii. Ha ¢doni mux 3miH Oylio HEMOTaHO MOKPAIIUTH SKICTh ITPOBOI
KapTHUHKY 32 PaXyHOK BiJICOKOHTEHTA.

Tak nouanacs enoxa FMV-irop (Full Motion Video games). Ha Toii yac
[I€ BUIJISIIATIO JOCUTHh PEaiCTUYHO, X04Ya 1 B OCHOBI CTHUCHEHHsI Bifeo (ailiiB
BUKOPHUCTOBYBAJIUCS JTUIIE 3 METOMIH.

BFI (Brute Force&Ignorance).

OCHOBOIO IIOTO METOAY OYyJIO MPOIMYCKAHHS ACSKUX KaJIpiB y AMHAMIYHIN
CIleHI abo JyXe CHUJIbHE 3aHWKEHHS SKOCTI y JiBa a00 HaBITb TPH pasu
300pakeHHsI Ka/piB, K1 HE OyJIM OCHOBOIO CIOKeTy. Bizneo B irpax tumy Lost
Eden Oynu 3ako/i0BaHi caMe Tak.

Bekropne kBanTyBanus (VQ).

Ines mporo meromy MAyXe WpOCTa : SAKIIO B3SATH, HANPUKIAd, 8
MOCIIOBHUX KaJpiB Ta «HApi3aTH» iX Ha OJOKU 1O 4X2 MIKCENs, IPU YMOBH IO
300paxenHs Oyne 320x156 mikceniB, e nae 50 Tucsu 24-x MIpHHX BEKTOPIB.
Kanmpu, mo #iayTh MOCHIIOBHO MarTh AyXe 0arato CHUIBHOTO, TOMY Cepen
BEKTOPIB IIUX 300pa’keHb 3HAWIEThCS Ayxke OaraTto OMM3BKUX Mik coboro. B
NOJabIIOMY IIi BEKTOpPH HOAULIIOTHCS Ha 4096 rpyn Ta JUis KOXKHOI TpyIu
BUPaXOBY€ETHCS LIEHTPOI]] Ta 3aUCYEThCS y (ailyl y BUIIISIAL JIAaHIIOKKA 13 12-TH
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OITHUX MOCUJIAHb.

JlekogyBaHHS LIMM METOAOM JAYyXK€ IIBHJIKE Ta JelIeBe Ta SKICHO
3aKO/yBaTH 300paKeHHS IIUM METOJIOM MalkKe HEMOKIIUBO.

Block Truncation Coding (BTC).

Merton cknanaeTses 3 TOro oo 30epertu 256-Te KoIbopoBE 300pa’KEHHH.
Po3poOHMKKM BHUKOPUCTOBYBAJ M 1€ METOJ TaKUM YWHOM: 3MEHIITYBAJIH
KUIBKICTh KOJBOPIB IO JBOX Ta OTPUMYBAJIM BOCBMHKpATHE CTHCHEHHS Ta
300pakeHHs KaxJMBOi sSKOCTI. [1[00 mokpamuTy SKIiCTh MITICHOTO Bifeo-daiiry
11eil MeTOJi BUKOPUCTOBYBABCS HE NJISI YChOTO 300paKEeHHsI, a TUIBKU JJIsl OTO
HeBenukux OJokiB. Lleit Meton OyB gyke NOMYJISIPHUM 3a PaXyHOK TOTO, IO
BIH JyXe€ TMPOCTHH y KOAYBaHHI Ta JEKOJyBaHHI Ta HOro mgyXe JIerko
peai3yBaTH.

Komu moTyXHOCTI KOMII FOTEPIB T03BOJUIM BUKOPHUCTOBYBATH KOJICKH Ha
OCHOBI JIUCKPETHOT'O KOCHHYCHOT'O MEPETBOPEHHS, a MOTIM NEPEeHIIn 10 BIJEO
BCTaBOK, ernoxa FMV-irop 3akiHuunmiacs.

VY Ham yac cBIT irop po3BuBaeTbes ayxe mBuako. Ha 3sminy 2D dopmaty
npuioB 3D. OgHuM 13 caMHX I[IKaBUX HOBOBBEJICHb Y CYYaCHOMY CBITI irOp €
TEXHOJIOT1i Komrpecli Tekctyp. llepmioro 1 HalBIAOMIIIOW HPOrpamor0 s
CTUCHEHHA 300pakeHb y cydacHomy 3D cBiTi crama S3 Texture Compression
(S3TC/Direct X).

Cepen nepeBar i€l TEXHOJIOT1:

Po3mip ¢aitniB ictToTHO MeHIIe B mopiBHAHHI 3 PNG.

Hernorana sikicTh, Majio HakJ1a/ieHb (apTedakTu He Jy>Ke MTOMITHI).

Bucoka mBHaKiCTh KOMITpECii / AeKOMITpecii 300paKeHb.

HenonikoMm € sikicTh, sika ctae HuK4ye (HDXK npu BukopuctanHi PNG)
ockinbku popmat S3TC nepenbavae CTUCHEHHS 3 BTpaTaMH.

He auBnsuuch Ha Te, IO Cy4YacHl PO3POOHUKH 1MOp BUKOPUCTOBYIOTH
MOJICpHI30BaH1 aITOPUTMH CTHCHEHHS, 110 TPU3BOIUTH A0 IiIBUICHHS SIKOCTI
300pakeHb, BOHU CTUKAIOTHCS 3 BEJIMKOIO KUTBKICTIO HEOJIKIB.

BucHoBku: TeXHONOTISI CTUCHEHHS TEKCTYp IMOKJIMKAHA JIOMOMOTTH Y
BUPIIIEHH] MUATaHb 3a JOTIOMOTOI0 HAJaHHS MOMJIMBOCTI 30epiraHHs OUTBIIOL
KUTBKOCTI 1 BEJIMKHX 32 00CSITOM TEKCTYp B TiH e 3a 00csIroM 001acTi maM ATi 1,
B TOM K€ Yac, 3HaYHO 3HMXYIOUM BUMOTH J0 IIUPUHU CMYTH IIPOITYCKaHHS.

ITepenik mxepen:

1. KpacunsuukoB M.M. [udpora o6podka 2D 1 3D 3006paxens — CII0.:
BXB-IletepOypr, 2011. — 127 c.

2. Baromum JI. Meroau cxatus nmaHHbX, MockBa-HoBocuOupck-
ExarepunOypr, 2014. — 54 c.

2. Bovik A. Handbook of Image and Video Processing. — Academic Press,
2000. - 974 p.

103



