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The conversion between low-poly and high-poly models is one of the key
tasks in 3D modelling, as it determines the balance between image quality and
performance. In modern industries such as video games, animation, and visuali-
sation, high-poly models provide high detail but require significant computing
resources. Low-poly models, on the other hand, optimise performance without
significant loss of image quality by using techniques such as normal map burn-
ing, Ambient Occlusion and other detail maps. However, a fast and high-quality
conversion between these two formats is a complex process, accompanied by
problems with shading, topology, and correct map computation. This article dis-
cusses the main difficulties associated with converting low-poly and high-poly
models, as well as methods to achieve the best results.

AKTyaJbHICTh npodJjemu: Y cyuacHiit 3D-rpadimi texnonorii LOw- Ta
High-poly MonenroBaHHs BimirparoTh BaXKJIUBY POJIb Y CTBOPCHHI Bi3yalbHUX
eeKTiB, Biieoirop, aHiMaIitHux (ibMIiB Ta BipTyajabHOI peanbHOCTi. LOW-poly
BUKOPUCTOBYETHCS JJISI ONTHUMI3allli MPOAYKTUBHOCTI 32 PaxyHOK 3MEHIICHHS
HaBaHTAXXCHHS HA 00YMCITIOBAIIBHI pecypcH, a High-poly — anist nocsrHeHHs BH-
COKoOl jeramizamii Mojeni. BaxkiuBuM acnekToM € cTBOpeHHs kapt (normal
maps, ambient occlusion, curvature ta iHImMX), Ki BAKOPUCTOBYIOTHCS JJIS TIC-
peHecenns jaeraneit 3 High-poly monmeni B Low-poly, 1o 1o3Bossie BizyanabHO
30epiratu CKJagHy reoMeTpito 0e3 30UIbIIEeHHS KUTBbKOCTI NoJiiroHis. [Ipo6iema
KOHBEpTallli MOJISTae B TOMY, 11100 30a1aHCyBaTH SIKICTh Bi3yaii3allii Ta IpOAYK-
TUBHICTb, @ TAKOX MPABUJIBHO PO3paxyBaTH KapTH, 100 YHUKHYTH apTe(]aKTiB i
CIIOTBOpPEHb. TOMYy Ba)XJIMBO 3HAWTH €(PEKTUBHI METOAM TEPETBOPEHHS MIXK
IIMMU JIBOMA T1AX0aMHu.

Meta po6otu: Jlocniautu OCHOBHI aCIIEKTH MEPETBOPEHHS HU3BKOIIOITO-
HaJIBHUX MOJEJICH y BUCOKOTOJITOHAIBHI 1 BUCOKOMOJITOHAIIBHUX MOJENEH Y
HU3BKOTIOJITOHANIbHI, BU3HAYUTH OCHOBHI MPOOJIEMH Ta MOXJIMBI PIIICHHS IS
ONTHUMI3allii MPoIecy.

Bukiaa ocHoBHoro marepiany: High-poly — 1ie Mozaenb 3 BETUKOIO Kijlb-
KiCTIO TIOJIITOHIB 3 BUCOKHMM piBHEM JeTaiizaiii, a Low-poly — criporiiena Bepcis
Ti€l ) MOJEl 3 MEHIIOK KIJBKICTIO TOJIITOHIB, ONTHMIi30BaHa s irop abo
penaepunry B peasibHoMy 4aci. High-poly BukopucToByeTbCsl i CTBOPEHHS
peamicTiyHoi aetamzarii, a Low-poly — mias migBUINEHHS MPOIYKTHBHOCTI.
[IIo6 36epertu geraii, HopMaibHi kapTH, Ambient Occlusion Ta iHII TEKCTYpHU
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samucytoThes 3 High-poly, siki moTiM Haknmagatoteest Ha Low-poly, cTBoproroun
BUTJISI CKJIQIHOT TeoMeTpii Oe3 3aiiBoro HaBaHTaxxeHHs. Ha pucynky 1 mokHa
nobauntu 3D-mozens ae 3miBa Low-poly Bapiaris moaeni, a cipasa High-poly

Pucynoxk 1 — 3D monens tBapunu y Low-poly Ta High-poly

[lepeTBOpEHHSI HU3BKOIOIITOHAIBHOI MOJIEIl Ha BUCOKOIOJIITOHAJIbHY BHU-
Marae JOAaBaHHS JeTalled, M0 JOCATAETbCS MPOLEAYPHUM 3T KyBaHHIM
(Subdivision Surface, TurboSmooth) a6o cxymentunry y ZBrush, Blender a6o
Mudbox. OnHak HaBiTh aBTOMAaTH30BaHI aJITOPUTMH YacTO CTBOPIOIOTH Heba-
aH1 apTeakTH, Kl HOTPEOYIOTh PyYHOI KOPEKIIIi.

AptedakTu — e HeOakaHl Bi3yalbHI IOMUIIKH, SIKI BUHHKAIOTh Yepe3 He-
TOYHE OCBITJICHHS, TOIOJIOTII0 00 PO3paxXyHKU TEKCTyp. BoHM MOXKYTH TpoOsiB-
JISITUCS Y BUTJISIII HETIPABUJILHUX TIHEH, JIAMaHUX HOpMaJIeH, IIBIB Y TEKCTypax
a00 1myMmy Ha TOBEpXH1 00'€KTa.

Benuka KiIbKIiCTh MOJITOHIB 30UTBIITYE BUMOTH 10 OOYUCITIOBAIBLHOT MOTY-
JKHOCTI, 1[0 MOE MPHU3BECTH 10 3HUKEHHS MPOAYKTUBHOCTI. 11l00 yHUKHYTH
HAJMIPHOTO 3pOCTaHHS TMOJITOHIB, I IMITaIlli JIeTajaeil BUKOPUCTOBYIOTh Kap-
TH HopMajeil. OHak Mpolec CTBOPEHHS HOPMAIbHUX KapT € CKJIAIHHUM,
OCKIJIbKM BUMAara€ TOYHOTO BHUPIBHIOBAHHS TE€OMETPIi 3 BEIUKOI Ta MaJlOko
KUIbKICTIO TIoJiroHiB. Henpasunbue ctBopenHs UV-po3ropTku abo HEMpaBUlb-
Ha TOIIOJIOTISI MOXKYTh CIIPUIMHUTH BUIUMI TTIOMIIIKH.

HemnpaBuiabHa TOTOOTISI — 1€ CTPYKTYpa MEITy, sika MICTUTh HEMTPaBUILHO
po3TanioBaHi MOJITOHU, TPUKYTHUKHU, N-gons a00 HEpIBHOMIPHO pO3TalllOBaHi
pebpa, 1o yckiaaHwe aedopmalliro MoAei, TEKCTYpyBaHHS Ta CTBOPIOE apTe-
dakTH i1 yac peHIepPUHTY.

Kaptu BucoT, mepemiiieHb 1 HOpMaJield JOMOMAararTh JETali3yBaTH MO-
JIeNIb Oe3 301IbIIEHHs KIJBKOCTI ITOJIITOHIB, ajleé aBTOMaTHU30BaHl METOIH BHMa-
raroth py4Hoi moaudikamii. He icHye mBUAKOTO CrOCOOy MEpEeTBOPUTH HU3B-
KOIOJIITOHAJIbHY MOJIEJb Yy BHUCOKOIONITOHAJNbHY 0€3 BTpaTH KOHTPOIIO 1
HaBMaku — 3MeHmieHHs mnodiroHiB (Decimation Master y ZBrush, Quad
Remesher y Blender) wacTto mcye Tomosoriro, IO YCKJIAJAHIOE PEHICPHUHT.
HaBiTh miciasi aBTOMAaTUYHOIO BiJHOBJICHHS Tomojorii (ZRemesher, Instant
Meshes) noTpiOHe pyudHe noompalioBaHHS, OCOOJIMBO AJiA aHiMalli abo irop.
3amikanHa kapt Normal i Ambient Occlusion 30epirae aetanmizaiiito, aje He
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ycyBae apTedakT, sKi JOBOJUTHCS BHUIPABIATH BPyuyHY. ABTOMAaTUYHE CIIPO-
IICHHS BUCOKOIOJITOHAJIBHOI MOJICNII HE TapaHTye SKICHOTO pe3yJbTaTy,
OCKUIBKH aITOPUTMHU MOXKYTh HEMPABHIIBHO MIEPEIaTH KPUBU3HY 1 HOpMaJb, 110
CHPUYUHHUTD MPOOJIEMHU 3 OCBITJIICHHSM 1 MOTpeOyBaTUME AOAATKOBOI KOPEKIIii.

OTxe, mpoiec KOHBEpTalii HU3bKOIMOJIITOHATBHUX MOJENEH Yy BHCOKO-
MOJIITOHAJIbHI HEMOXKJIMBO TIOBHICTIO aBTOMAaTH3yBaTH 0€3 BTpaTH SKOCTI.
He3Bakaroun Ha cydacHi IHCTPYMEHTH, KOKEH KpOK Ipolecy NMoTpedye KOH-
TPOJIIO Ta YTOUHEHHS, 1110 YHEMOKJIMBIIIOE IBUAKE Ta €(hEKTUBHE EPETBOPEHHS
Mojiesneil 6e3 BTpyyaHHS JIIOJIUHU.

Plasticity — ne CAD-opieHTOBaHMI1 1HCTPYMEHT MOJICIIOBAHHS 3 BUKOPH-
cranHsM reometpii NURBS, 110 3a0e3nedye BUCOKY TOUHICTh 1 IPOCTOTY BUKO-
PUCTaHHS [JI1 CTBOPEHHSA TBEPAOTUIBHUX Mojenei. BiH 1ealbHO MiAXOAMTH
JUTSl TPOMHUCIIOBOTO TM3aHY Ta 1H)KEHEPHUX JeTaneu 3 4ITKUMHU (opmMamu, 103-
BOJISIIOYM eKcrnopTyBaTu Mozeni y ¢opmari High-poly ta Low-poly. V Toit xe
yac, Plasticity Mae oOMexeHl MOXJIMBOCTI OPraHIYHOTO MOJEIIIOBAaHHS, TOMY
JUTSL CKJIaIHUX IPUpOAHUX (popM Kpaiie BukopuctoByBatu ZBrush a6o Blender.

Takum unHOM, KOHBepTawis Mix low-poly ta high-poly monensmu memox-
auBa 6e3 pydHOTO JOOMpPAIIOBAHHA. ABTOMATH30BaHI aJTOPHUTMHU CTBOPIOIOTH
apredakTy, MpoOJIEMHU 3 TOIMOJOTIEI0 Ta HOPMAISMHU, IO MOTPeOye KOPEKIIii.
KapTtu HOpManeil 1 qucrieicCMeHT YaCTKOBO BUPILIYIOTh IpoOeMy, aje TaKoxX
BUMararoTh HanamTyBaHb. Plasticity epexkTuBHUN ISl TOYHMX T€OMETPUYHUX
dbopm, ane He MIAXOAUTH JUIsl opraHiku. ONTUMAIbHUN pe3ybTaT AOCATAETHCS
NO€THAHHSIM aBTOMaTHU3allli Ta py4HOT0 KOHTPOJIIO.

BucnoBknu: Konpeprariss MK HU3BKOIIOJIITOHAIIBHUMH Ta BHCOKOIIOJITO-
HAJIBHUMH MOJICTISIMU € BXKJIMBUM acmekToM 3D-MoaentoBaHHs ISl TOCSTHEH-
HSl ONTHUMAJIBHOTO CHIBBIAHOIIEHHS SKOCTI Ta MPOAYKTUBHOCTI. OCHOBHI MpO-
0JieMH BKJIIOYAIOTh HEOOXIJHICTh 30alaHCyBaTH JAETalll, MIHIMI3yBaTH BTpaTy
iH(popMarllli mijg yac KOHBepTalli Ta BUOpAaTHW MpPaBHIIbHI IHCTPYMEHTH. Xoua
ICHYIOTh aBTOMAaTH30BaH1 METO/IU, HE ICHY€E IIBUIKOTO Ta €PEKTUBHOTO CIOCO0Y
BUKOHATH KOHBEPTALIIIO 0€3 pyYHOi KOPEKIIii.
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