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The article discusses the main methods of optimizing 3D models for com-

puter games, ensuring a balance between image quality and performance. Par-
ticular attention is paid to the techniques of levels of detail (LOD), normal maps
and texture compression methods. The use of these approaches allows to reduce
the load on hardware resources, improving the performance of the game engine.
Also, modern algorithms and tools used in popular game engines, such as Unity
and Unreal Engine, are considered.

P03BUTOK KOMIT'IOTEpHUX 1TOp Ta MIJABUILEHHS SIKOCTI Ipa(iky MPU3BOASTh
JI0 3pOCTaHHsI BUMOT JI0 arapaTtHoro 3abe3neueHHs. J{Jis 3a0e3nedeHHs cTadiib-
HOT poOOTH IrpoBOTO pyIIiss HeoOxigHa epekTuBHa onTuMizallis 3D-moneneit.
Onrtumizaris nepeadadae 3MEHIIEHHs KIJTLKOCTI MOJIITOHIB, MTOKPAaIEHHS po0o-
TH 3 TEKCTypaMH Ta 3aCTOCYBaHHS PI3HUX TEXHOJOT1H 00poOKu 300paxeHs. Cy-
YacHI METOJM JIO3BOJISIOTh 3MEHIIUTH BUKOPUCTAHHS BIJEOMam’siTi Ta MOTYX-
HOCTEH IMpoIiecopa, 3a0e3neuyrdu IpHu 1IbOMY sKiCHE 300pakeHHs. OCHOBHUMH
TeXHIKaMH onTuMizalii € piBHi aetamizamii (LOD), HopMan-manu Ta MeToau
CTUCHEHHS TEKCTYP.

OcHoBHI1 MeToau ontuMizamii 3D-Mmoxnenen

1. PiBHi geranizanii (LOD)

Merton piBHIB AeTanizailii nepeadayae CTBOPEHHS KIJTbKOX BapiaHTIB OJHIET
3D-Mozeni 3 pi3HOIO KUIBKICTIO TOJiroHiB (puc. 1). IrpoBuii pyurniii BuOupae
BIIMOBIHUMN PiBEHb 3aJIEXKHO Bij BiACTaH1 A0 Kamepu. Lle 3HauHO 3MeEHIIIye Ki-
JBLKICTh OOYMCIIEHB ISl 00 €KTIB, 10 3HAXOAATHCS NAJIEKO, TUM CaMUM TOKpa-
IIYIOYd TPOIYKTUBHICTS [1]. Hampukiaz, y cydacHUX irpax BUKOPHUCTOBYETHCS
TEXHOJIOTisI aBTOMAaTHYHOTrO TeHeparopa LOD-mozmeneit, sika crpolye mporiec
orTUMi3alii Jjisi po3poOHHUKIB.

LOD1 LOD2

370 TRIS 210 TRIS 105 TRIS 32TRIS

Pucynok 1 — I[pukian piBHiB geramnizarii LOD
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2. Hopmag-manu

Hopwman-mamu (normal maps) 103BOJISIFOTE 3MEHIIUTH KUTBKICTh TIOJIITOHIB,
30epiraroum JaeTajizaiiio moBepxHi 00’ ekTa. BOHU BUKOPHUCTOBYIOTHCS TS 1Mi-
Talii penbedy, CTBOPIOIOYN UTIO3110 JTOJATKOBOI TeoMeTpii 6e3 30UTbIIeHHS Ki-
JBKOCTI BepIIMH. BUKOpPHUCTaHHS HOpMall-Mall 3HAYHO ITOKPAIIY€E MPOJTYKTHB-
HICTh y BUNAAKY CKJIaAHUX MOJEJIEH, 30KpeMa MpU CTBOPEHHI MEPCOHaXIB abo
00’€exTiB oTOUEeHHS [2].

MeTtou reHepaiiii HopMaia-mMarn BKIOYalOTh BUKOPUCTAHHS BUCOKOIIOITO-
HAJIBHUX MOJICJICH, 3 SIKUX 3aIKaI0ThCS KapTH HOpMAJIeH, 10 T03BOJISIE OTpHUMa-
TH peaJiCTUYHI TiHI Ta penbed 0e3 301TbIICHHS MONTITOHATBHOTO OI0/IKETY Clie-

Low Poly Low Poly + Normal Map

373 414 Polygons 1542 Polygons 1542 Polygons

Pucynok 2 — Pe3ynbraT BUKOpUCTaHHS HOpMaI-MaIu

3. Meroau CTUCHEHHH TEKCTYP

TekcTypu 3aliMalOTh 3HaYHY YACTUHY BIJ€OMaM ATi, TOMY iX CTUCHEHHS €
BAKJIMBUM KpOKOM onTuMizailii. [cHytoTh pi3Hi anroputmu, Taki sk DXT, BC ta
ASTC, sKi 103BOJSIOTh 3MEHIIIUTH PO3MIp (aiiniB 0€3 MOMITHOT BTPATH SIKOCTI.
Hanpuknan, y pymrii Unity icCHye MOKITUBICTh aBTOMAaTUYHOTO CTUCHEHHS TEKC-
Typ 3aJIEKHO Bij miatopmu, Mo J1a€ 3MOTY aJIalTyBaTy Ipy MiJ MOOLIbHI MPH-
ctpoi, [IK ta koHComI.

JlonaTkoBi MeTOaU onTUMI3amil

OxpiM OCHOBHHX TE€XHIK, ICHY€ PSJl JOJATKOBUX METOIIB, Kl JI03BOJISIOThH
3HU3WUTH HABAHTAKEHHS HA arapaTHe 3a0e3MeUeHHs:

- Baking (3amikaHHsI TEKCTYp Ta CBITJIa) JO3BOJISIE€ 3MEHIIIUTUA KUIbKICTh JIH-
HaMIYHUX JKEPEN CBITJIA, 10 3HMXKYE HaBaHTAXKEHHS Ha rpadivyHUA MpoIecop;

- Occlusion Culling (BUMKHEHHSI HEBUAMUMHUX O0’€KTIB) — I1I€ aJTOPUTM,
SAKUU HE PEHAECPUTH 00 €KTH, 110 3HAXOAATHCS 1032 30HOK BHIUMOCTI KaMepH
[1];

- Mipmaps (MyJbTHPIBHEBI TEKCTYypH) — 1€ CTBOPEHHS JAEKUIBKOX Bepcii
TEKCTYPH 3 PI3HUM pIBHEM JeTaii3allii, mo J03BOJISIE BUKOPUCTOBYBATH ONTH-
MaJIbHY BEpPCIiIO B 3aJIEKHOCTI B1JI BIACTaHi 10 00’ €KTa.
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BucHoBku

OnTumizarist 3D-mMoaeneit y KoM’ FOTEPHUX iTpax € HeOOXITHOIO IS Tij-
BUIICHHS MPOAYKTUBHOCTI 0e3 BTpaTu BizyanbHOI sikocTi. Metoau LOD, Hop-
MaJj-Many Ta CTHCHEHHS TEKCTYp € €(heKTUBHUMH ITIXOIaMH, IO JTO3BOJISIOThH
3HM3UTH HABaHTA)KCHHS Ha amapaTHe 3a0e3neueHHs. BUKOpHUCTaHHS UX METO-
JIIB CHpHsSE€ CTBOPEHHIO 1ITOP 3 BUCOKOIO SKICTIO Tpadiku Ta MIABHOI POOOTOIO
Ha pi3HUX npuctposix. Kpim Toro, 3actocyBaHHs! JOJATKOBUX TEXHIK, TAKUX 5K
3amikaHHS TEKCTYp, BUKIIOUCHHS HEBUJIUMHX 00 €KTIB Ta MYJBTHPIBHEBI TEKC-
TypH, JO3BOJISE 111€ OLIbIIIE MOKPAIIUTH TPOIYKTUBHICTD. [loganbiinii po3BUTOK
QITOPUTMIB OINTHUMI3AIl CHPUATAME CTBOPEHHIO III€ OUIBII PEATICTUYHHX Ta
e(heKTUBHUX Bi3yaJbHHUX €(PEKTIB y MalOYTHIX BiJI€OIrpax.

CnMCOK BUKOPUCTAHUX JIKEPEIL:

1. Unreal Engine Documentation. Level of Detail (LOD) in Unreal
Engine. https://docs.unrealengine.com;
2. Unity Documentation, Texture Compression Guide.

https://docs.unity3d.com.

317



