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The development of 3D assets is a cornerstone of modern digital technolo-
gies, encompassing the creation of virtual objects for video games, animation,
architectural visualization, and beyond. This process integrates technical exper-
tise, artistic vision, and proficiency with specialized software. The paper ex-
plores key stages of 3D asset creation, including conceptualization, modeling,
texturing, optimization, and integration into target environments. It highlights
the importance of balancing visual quality with technical efficiency, adapting to
industry demands, and leveraging emerging technologies like physically based
rendering and automation. The growing relevance of 3D assets in virtual reality
and metaverse applications underscores their evolving role in digital innovation.

Po3pobka 3D acceTiB € KIIOYOBUM €JIEMEHTOM CyYaCHHMX HHU(PPOBHUX TEX-
HOJIOT'1#, 110 OXOIUIIOIOTH CTBOPEHHS BIPTYalbHUX OO €KTIB JIJIi BUKOPUCTAHHS
B irpax, a”imarlii, apXiTeKTypHii Bizyasizailii, KiHO Ta iHmux chepax. Lleit npo-
[IEC BUMAarae MOoeAHaHHS TEXHIYHUX HABUYOK, XYIAOKHbOrO OaueHHS Ta Ppo-
3yMIHHS CTIEU(IKH MPOTPAMHOTO 3a0e3MeueHHs. Y KOHTEKCTI MIBHIKOTO PO-
3BUTKY IHAYCTpIi, JIe TONUT Ha SKICHUN KOHTEHT 3pocTae, crBopeHHs 3D acceTiB
CTa€ HE JIMIIC TBOPYHMM 3aBJIaHHSM, a ¥ TEXHOJOTIYHOK IHUCIMIUIIHOIO, IO
NOCTIITHO BAockoHamoeThes. [lepmoueproBum eranom crBopeHHst 3D acceTiB €
KOHIIENTyalli3allisi, KOJIM pOo3pOoOHUK BH3HAyae ieto 00’e€kTa, oro ¢yHKIO-
HaJbHE MPU3HAYEHHS Ta Bi3yalbHI XapakTepucTuku. Ha 1mpomy erami akTHUBHO
3aCTOCOBYIOThCS €CKi3H, pedepeHcH Ta aHaii3 notped mpoekTy. BaxkiuBo Bpa-
XOBYBaTH, 10 MalOYyTHIN acceT Mae€ BIAMOBIAATH TEXHIYHUM OOMEKEHHSIM
m1aTopMH, AJIs SIKOi BIH CTBOPIOETHCS, OyIb TO MOO1JIbHA Ipa YU BUCOKOOIOA-
KETHUM KiHematorpadiuHuil mpoekT. Take IJIaHyBaHHS JO3BOJISIE YHUKHYTH
HAJIUIIKOBOI AeTamizarii ad0, HaBOAaKKW, HEJOCTATHHOI SKOCTI, [0 MOYKE BILIH-
HYTH Ha MPOAYKTUBHICTH 00 CIIPUHHATTS IPOTYKTY.

[Ticnst 3aBepiiieHHs MIATOTOBYOTO €Tamy HacTae ¢aza MOJCIIOBAHHS, SKa
nepeadayae CTBOPEHHS TpHUBUMIPHOI ¢dopMmu 00’€KkTa 3a  JOTOMOTOIO
creriaaizoBaHux mporpam, Takux sk Blender, Autodesk Maya yu 3ds Max. Mo-
JIETTIOBAHHS MOXeE 31MCHIOBATHUCS PI3HUMH METOJIaMHU, 3aJIEKHO BiJ CKIaJHOCTI
o0’exTa Ta oro nmpuszHayeHHsa. Hanpukmnaza, ayist opraHiyHux QopM, Takux siK
MEPCOHAXKI YW TBAPUHHU, YaCTO BUKOPHUCTOBYETHCS TEXHIKA CKYJBIITHHTY, IO
JI03BOJISIE JIETATBHO TIPOIIPAIOBATH IMOBEPXHIO. Y TOM e Yac, I apXiTeKTyp-
HUX €JIEMEHTIB YM MEXaH13MiB MepeBa)xae Miaxig TBEPAOTUIBHOTO MOJICIFOBAH-
Hs, SIKUM 3a0e3Meuye 4iTK1 JIiHIi Ta reOMeTpUYHy TOYHICTh. OOUIBa METOAMN BH-
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MararoTh BiJl pO3pOOHMKA BMIHHS MPAIFOBATH 3 TOTOJIOTiE0, 00 3abe3neunTh
ONTUMAaJbHY KUIBKICT MOJIITOHIB 1 3pY4HICTh MOAAJIBINIOT aHIMAIII].

HacTynmHuM Ba)KJIMBUM KPOKOM € TEKCTypyBaHHS, SIKE HaJlae 00’€KTy pe-
aJIICTUYHOCTI Yepe3 HAaHECEHHs KOJbOPIB, BI3EPYHKIB 1 JeTanel moBepxHi. Llei
npoiiec BKIo4Yae cTBOpeHHs: UV-po3ropTok, 1o J03BOJISIOTH TOUHO PO3MICTUTH
JIBOBUMIpPHI TEKCTYpH Ha TpUBUMIpHIA mojneni. CydacHi TEXHOJOTIi, Taki SK
PBR (Physically Based Rendering), 3HauHO MiABUIIYIOThH SIKICTh TEKCTypyBaH-
Hs, BpaxoByrOUH (hi3W4HI BJIACTUBOCTI MaTepialiB, HAIPUKJIIA/, BITOUTTS CBITJIA
YU MIOPCTKICTh MOBEPXHi. PO3pOOHMKH TaK0X Y4acTO CTBOPIOIOTH KiJIbKa IIapiB
TEeKCTyp — Audy3H1, HOPMaJIbHI, CIIEKYJIAPHI, — 00 JOCATTH MaKCUMAaJIbHOI Jie-
Taji3alli Ta BIAMOBITHOCTI pealbHUM YMOBAM OCBITJICHHS.

Ontumizamiss 3D acceTiB Bifirpae HE MEHII BaXXJIUBY POJb, OCOOJMBO B
NPOEKTaX 13 BHCOKMMH BHMOTaMH 10 NTPOAYKTHBHOCTI. BoHa mnepembauae
3MEHILEHHS KIJIBKOCTI MOJITOHIB (MPUKJIaJ MOKHO NMOOAYUTH Ha PHUCYHKY 1),
CIPOILICHHS! TEKCTYp 1 BUJAJECHHS HEMOTPIOHUX €JIEMEHTIB 0€3 3HAa4HOI BTpaTu
skocti. L{ell eran € BUpIMIaTbHUM 7151 3a0€3ME€UEHHS TUIaBHOI POOOTH aCCETIB y
peanbHOMYy 4Yaci. PO3pOOHUKN TOBHMHHI 3HAUTH OallaHC MK BI3yaJIbHOIO TPH-
BaOJIMBICTIO Ta TEXHIYHOIO €(DEKTUBHICTIO, 10 YaCTO BUMAarae iTepaTuBHOIO Te-
CTYBaHHS 1 KOPUTYBaHHS.

Pucynok 1 — [Ipuknag ontuMizanii accety

3aBepianbHUM eTarnoM CTBOpeHHs 3D acceTiB € iHTerparlis B IUJILOBE Ce-
penoBuine, ¢ 00’€KT aAanTyeThCS 0 KOHKPETHOTO JBUTYHA YH TUIAT(HOpMHU.
TyT MOXyTh 3HAAOOUTHUCS MOJATKOBI HAJAIITYBAaHHS, TaKi SK PUTIHT IS
aHIMaIlli YM HaJalTyBaHHS MaTepiamiB MiJ KOHKpeTHUd penaepunr. lleit mpo-
[1eC BUMarae TICHOI B3a€MOJIIi 3 IHIMUMHU YWiICHAMH KOMaHIU — MPOrpamicTaMu,
aHIMaTOpaMH, TU3alHepH, — 100 3a0€3MeYNTH TapMOHIiTHE BKITIOUEHHS acceTa B
3arajbHy CTPYKTYpPY IPOEKTY.

Po3pob6ka 3D acceTiB € 6aratrorpaHHUM IPOIIECOM, IO MOETHYE TBOPUICTh
1 TexHoJorii. BoHa BuMarae Bij (paxiBIliB HE JIMIIIE BOJIOJIHHS IHCTPYMEHTaAMH, a
1 3MaTHOCTI aJanTyBaTUCS IO 3MiH y BEMOTax 1HAYCTpii. 3poCTaHHS MOMYJIsp-
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HOCTI BIpTYyaJbHOI peasbHOCTI, JOMOBHEHOI PealbHOCTI Ta METABCECBITIB JIUIIIE
HiJKPECIIoe 3HAYCHHA i€l cepu, BIAKPUBAIOYM HOBI MOXKIMBOCTI I ii po-
3BUTKY. Y MailOyTHbOMY aBTOMAaTH3allisl IEBHUX €TaliB, HANPUKIALI, 3a JIOMO-
MOTOIO0 IITYYHOTO 1HTEJEKTY, MOXKE CIIPOCTUTH CTBOPEHHS aCCETIB, aJie JIIOJICh-
KUl (pakTOp 3aJMUIIUTHCSA HE3aMIHHUM y (OpMyBaHHI YHIKaJIbHOTO CTHIIIO Ta
SIKOCTI.
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