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VR and AR require optimized 3D models for realism and performance.
This study explores geometry optimization, texturing, rendering, and user
interaction. Techniques like LOD, PBR materials, and light baking enhance
quality while reducing GPU load. Accurate scaling and physics improve
immersion. Tools like Blender, Maya, and ZBrush aid creation, while
Simplygon and UVPackmaster optimize performance. Efficient modeling
ensures high-quality VR/AR applications on various devices.

AKTyanbHicTb npodsaemu. Texnonorii VR 1 AR mupoko BUKOpHCTOBY-
I0TBbCSI B OCBITI, MEUIIMHI, apXITEKTypl Ta reiimaesi. AkicHi 3D-moxen 3a6e3-
NEYYIOTh PEAICTUYHICTh Ta €EKTUBHICTh B3a€MO/Ili KOPUCTyBaya 3 BIPTyallb-
HUM cepenoBuiieM. OCHOBHI BUKJIMKUA BKJIIOUAIOTh amapaTHi OOMEXEHHS Ta
HEOOX1THICTh ONTHUMI3allll MOACICH IS JOCATHEHHS OajaHCy MIXK JeTaji3alli€ero
Ta MPOAYKTUBHICTIO.

Meta po6oru. JlocimipkeHHS NPUHLMIIB CTBOpeHHS 3D-mMopeneit mis
VR/AR, 30kpeMa ontumizaliii reoMerpii, TEeKCTypyBaHHs, PCHACPUHTY Ta B3ae-
MOJIi1 KOpHCTyBaua 3 MOJEISIMU. AHAM3YIOThCA €PEKTUBHI TEXHIKH, 1110 JOIO-
MararTh MiHIMI3yBaTH HaBaHTakeHHA Ha GPU, miaBuIyroun SKIiCTh Bi3yamiza-
1.

Bukiaax ocHoBHoro marepiamy. Po3spooka 3D-moxpeneii mis VR/AR €
CKJIQJHUM TIPOIIECOM, IO BUMAara€ BpaxyBaHHS TEXHIYHMX Ta XYIOXKHIX ac-
nekTiB. OnTuMizaiiisl IOJITOHAJIBHOI CITKH € KJIFYOBOKO, OCKIJIBKH JOJATKH
NPALOTh Yy pealbHOMY Yaci. BukopucroByroThest l0w-poly moneni Ta TexHo-
gorii LOD nmns mokpamenas npoaykruBaocTi. ¥ VR-rpi "Half-Life: Alyx"
KITFOUOBI MepcoHaxi MarTh He Ounbine 30 THCSY TOJIrOHIB, 30epiratouu Je-
Taizamiio 3aBagku TekctypyBanHio [1]. "Robo Recall” 3actocoBye aunamiuni
3MiHM y aertanizariii: Ha BifcTadi 0-5 metpiB — 15000 mosmironis, 5-15 mMetpiB —
7000, monan 15 metpis — 3000, mo 3a6e3neuye cradinbhi 90 FPS. PeTononoris
JI03BOJISIE  ONTUMI3YBAaTH BHUCOKOIIOJIITOHAJIBHI MOJENI — CKYJIbOTYpy 3 2
MUIBMOHIB TMOJITOHIB ONTUMI3YBaJId 10 15 TucA4Y Oe3 BTpaTu JAETaIe 3aBASKU
3aIiKaHHIO HopMas-mait [2].

TexcrypyBanns 3 PBR-matepianiamu 3a0e3nedye (Pi3MUHO KOpPEKTHE
ocBiTieHHs. Jlns MerajeBuX moBepXxoHb THIOBI mapamerpu: Base Color: RGB
(180, 180, 190), Metallic: 0.9, Roughness: 0.2, 3 kaptamu HOpMaiteii Ta Ambient
Occlusion. TekcTypHi aTiiacu 3MEHIIYIOTh KiibKicTh draw calls, 1o migsuiye
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OpOAYKTUBHICTh: B AR-monmatky ans iHTep'epy OyAMHKY 00'€THAHHS TEKCTYp
smenmmto draw calls 3 35 no 8, migBummBIM acToTy KaapiB Ha 22%. dopma-
ta ctucHeHHs ASTC, ETC2 a6o BC7 exoHOMJIATh Mmam'siTh — TEKCTypa
2048x2048 y dhopmati RGBA 3aiimae 16 Mb, a B ASTC 4x4 numie 4 Mb.

Ocsitnennst y VR/AR BuMmarae ontumizaltii, OCKUTBKH TWHAMIYHI JKepeia
CBITJIa BIUIMBAlOTh Ha MPOAYKTUBHICTh. 3amedeHe ocitienHs (light baking)
3MeHIIye HaBaHTaXeHHs Ha mpouecop [3]. ¥ VR-ekckypceii My3eeM craTtudHi
€JIEMEHTH MaJjii 3all€4eHe OCBITJICHHS, 10 J03BOJIUIO AOCArTH cTabuibHux 90
FPS naBiTh Ha cepennbomy oOnagHaHHI. {1 AuHAMIYHMX O0'€KTIB 3aCTOCOBY-
rotecs Light Probes. ¥ "Job Simulator”" nunamiuni 00'€KTH OTPUMYIOTH pe-
aJliCTUYHE OCBITJCHHS 3aBIsaku Mepeki Light Probes 3 intepsanom 1-2 metpu.
OntumizoBani meligepu B AR-momatky st XipypriB cnokuBatoTb Ha 60%
MmeHIe pecypcis GPU.

B3aemois Moeneit 3 KopucTyBaueM BUMarae MacltadyBaHHsI BiJIIOBIAHO
710 peasibHUX po3MipiB. B apxiTektypHomy VR-monaTky aBepi BUCOTOIO 2 METPHU
MalTh TaKUi caMuil po3Mip y BIpTyallbHOMY mpocTopi. Peamictuuna izuka
3a0e3neuye iMMepcuBHUN JocBig — y VR-cumynaropi aisd iHXkeHepiB KOMIIO-
HEHTU MAaIOTh BIANOBIJHY Bary 4epe3 TaKTHJIbHUA 3BOPOTHHH 3B'SI30K KOHTPO-
nepiB. [IpaBuibHO HaaITOBaH1 KOJi31i 3a0€3MeUyI0oTh peagiCTUYHY B3a€MOIIIO,
K y VR-CUMySTOp1 CIIOPTUBHUX TPEHYBaHb, JI€ M'STY IPABUJILHO BIJOMBAETHCS
BiJI piI3HUX MTOBEPXOHb [4].

VR/AR-101aTKH BHKOPHCTOBYIOTHCSI B OCBITI, MEIMIIMHI, apXiTEKTypi Ta
reiimzaesi. "Virtual Human Body" mo3Bosste MeaukaM AOCTIIKYBaTH aHATOMIIO
B 3D [5]. Cucrema AR st xipyprii Hakimagae 3D-mojeni Ha TijO THalli€HTa.
Foster + Partners BukopuctoBye VR mid neMoHcCTpalli apXiTeKTypHHX
npoekTiB. Y rpi "Beat Saber" mozeni onTuMizoBaHi IS TUTABHOI pOOOTH HaBITh
MIpU IHTEHCUBHOMY PYCI.

Jlis ctBopeHHs Mojenel BukopuctoByroThesi Blender (low-poly moneni,
peromnosiorist), Maya (ckenerna animarisi), ZBrush (meramizoBani momerni),
Substance Painter (PBR-tekctypu), Unity ta Unreal Engine (immopt mozenei,
HamamTyBaHHsg). OnruMizamis 3aidcHioeTbest yepe3 Simplygon (LOD-epcii),
MeshLab (anamiz Tonomoriit), UVPackmaster (posmimenns UV-po3roptok) ta
Texture Atlassing (o0'eHaHHS TEKCTYD).

BucnoBkn. EdextrBaa po3pooka 3D-monenei mis VR/AR Bumarae rmo-
€IHaHHS ONTHMI3allii MOJIrOHAIBLHOI CITKH, TEKCTypyBaHHs, OCBITJICHHS Ta 1H-
TEePaKTUBHOCTI. BUKOpPUCTaHHSI Cy4yaCHUX IHCTPYMEHTIB JIO3BOJISIE CTBOPIOBATH
peamictryHi Ta npoayktuBHi VR/AR-no1aTKH, 1110 MPaIfO0Th HaBITh HA MPHUCT-
POsIX 3 0OMEKEHUMH pecypcamMu.
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