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Over the past decades, the computing power of computers has grown rapid-
ly. Thanks to this, the modern gaming industry has the opportunity to create
graphics that are close to reality, and in recent years projects have appeared
whose graphics can hardly be distinguished from realism. However, even with
current capabilities, optimization of 3D models should be observed when creat-
ing them, since without it it will be impossible to fit many objects into one
game, as well as perform high-quality animation. This work will describe ways
to optimize 3D models for successful export to game engines.

Ha choromuimniHii 1eHb ICHY€ BEJIMKA KIJIBKICTh KOMIT FOTOPHUX 1rOp Pi3HOI
AKOCT1 Tpadiku. 3 KOKHUM POKOM MapameTpu rapHoi rpadiky 3MiHIOBAIHUCS pa-
30M 3 PO3BUTKOM TE€XHOJOT1H,. [I[pOTATrOM pO3BUTKY TEXHOJIOTIH Y PO3POOHUKIB
3aBXIM CTOSJIA IIIb CTBOPUTH BiAMIHHY Tpadiky s irop, sika Oyna 6 31aTHa
BUKJIMKATU TO3UTHUBHI BPa)XEHHS y T'PABIliB, a TAKOXK Morja OyTH peajizoBaHa
3aBASKA CYYaCHUM MOJKJIMBOCTSIM TeXHIKH. SIK pa3 /it peamizamii Takux 3ay-
MOK pO3pOOHHMKHM BHKOBYBaIH omTuMizamiro 3D Mojenei ajis CTBOPEHHS irop,
K1 TOBUHHI OyJIM MaTu TEXHIYHO BIpHHUM MiJX1J Ta Bpakarody Bi3yalbHY CTO-
pOHYy.

Jlist ontumizanii Mojiesi, He0OX1IHO 3HaTH HACTYITHI MapaMeTpH:

[To mepie, HAMBaXJIMBIIIMM MYHKTOM € KUIBKICTh MOJIITOHIB MOJIEN, YUM
OUIBIIIE TOJITOHIB TUM OUIBII BOHA € JIETATbHOIO, ajie MPHU IbOMY BiJMOBIIHO
BUTpaYa€e MOTYXKHICTh TeXHIKKM. CaM mo coOl MOJIroH CKJIAIae€ThCs 3 TOUOK (Be-
pIINH), 3’€THAHUMU MK co0o0t0 pedpamu. Y 3D rpadinmi icHye 3 Buau mosiro-
HiB: TpucH (3 BepIIMHU), KBaAH (4 BEpIIMHK) Ta N-TOHU (5 Ta OUIBIIK BEPIIUH).
CrangapToM B MpoIleci MOJACIIOBAHHS € KBaJid, TaK K YOTHUPUKYTHA GopMma €
3pY4YHOIO IS POOOTH Ta JO3BOJISIE JOCITTH KOPEKTHOI reometpii moxemi. Jlis
KOXHOI BEpPIMHU TOJIITOHY HEOOXITHO 30epiraTé 1i KOOpAWHATH Yy TPUBUMIP-
HOMY TIpOCTOPi (X, Y, Z), 110 3a3BUYAil CTAHOBHUTH 3 YHCJIA 3 TIABAIOYOI0 TOYKOIO
(3a3Buuaii 32 OITHM Ha KOKHE YUCIO). TakuM YMHOM, Ha KOKHY BEpIIMHY IOJi-
roHy notpioHo 3*32 = 96 61T abo 12 Gaiit. BpaxoBytouu, 110 y Bac 4 BepIIMHH,
3arajdbHUM OOCAT NaHMX AJiA 30epiraHHs KOOpJAMHAT BEPIIMH CTaHOBUTH 4*12
OaifitT = 48 Oailr.

ITo mpyre, onTumizaiiisi MOJEl 3aJICKUTh Bl PO3JUIBHOI 3/IaTHOCTI TEKC-
Typ, HAKJIQJIEHUX Ha MoJeib. TyT BCce MO TOMY K MPUHLMITY SIK 3 TOJIITOHAMH,
guM OUIbIIIEe PO3AUIbHA 3AaTHICTh TEKCTYPH, THUM SKICHIIIE Oy BUTJISIATH MO-
JIeNb, aJie TIPH IbOMY OyJie OlIbIlle BUKOPHUCTOBYBATUCH OOUHCIIIOBAIbHA TOTY-
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YKHICTh TEXHIKH.

CrBopenHst 3D Mozeni 3aBXKIU MOYUHAETHCA 3 PeAaryBaHHs Melly (CITKH
MOJeNi), IKUM CKJIaJa€ThCsl 3 CYKYMHOCTI MOMIroHiB. Came TOMy ONTHUMI3AIlii0
CJIiJl TOYMHATH 31 3MEHIIEHHS KIJIbKOCT1 moJiiroHiB. IIporec mepedyaoBu merry
HA3MBAEThCS peronoioris (retopology). OaHuM 3 HalKpalux IHCTPYMEHTIB pe-
tonoJiorii € ZRemesher y nporpammi Zbrush. 3aBasiku HbOMy MOKHa HIBUIKO
3MEHIIIUTHA PO3MIp MOJIEIl HaBiTh HA MIJIBHOHH MOITOHIB. J[01aTKOBO 0 IIHOTO
IHCTpYMEHTY icHye meH3auk «ZRemesherGuidesy, skuii 103BOJIAE€ JOKAIHHO
KOpEryBaTu CITKy. 30KpeMa I1e MOKe OyTH 3py4HO MPHU CTBOPEHHI PETOIMOIOTI]
MOZCI 00MMYYs, TaK SK JUISHKH HaBKOJO O4YeH, HOca Ta pOoTa MOBHHHI MAaTH
OKpyTIy OyZ0BY MOdiroHiB. Llel iHCTpyMEeHT [103BOJIsIE BKa3aTu OakaHy Kilib-
KICTh MOJIITOHIB Ta 3J]aTEH 3a JYy>KE€ KOPOTKHUM yac 3p0OUTH KOPEKTHY CITKY MO-
neni. [leil 1HCTpYMEHT HACTUIBKK TrapHO cebe 3apeKOMEHyBaB, 10 JJISI THIIUX
3d nakeriB, Takux sk Blender, Maya, 3Ds Max Oyi0 CTBOpEHO IJIariHu 3 UM
1HCTPYMEHTOM.

AJle aBTOMAaTHYHO1 pPEeOoTOMNOoJIOri YacTo OyBae HEAOCTATHBO, OCOOJIUBO TO-
My IO JajJeKo He BCl IHCTPYMEHTH BHHIIUIM Ha TOW PiBEHb 100 MOKHA OyJ0
MOBHICTIO TOKJIAaTUCA Ha HUX. TOMy dacTiiie BChOTO PO3POOHUKU pPOOIATH
PETOMOJIOTII0 BPYUHY.

B 3D rpadimi icHytoTh Taki monsatts sk high poly ta low poly. High poly
HA3UBAIOTh MOJIEN] 3 BEJIMKOIO KIJIBKICTIO IOJITOHIB, 4 MOJENI] 3 HEBEJIUKOIO Ki-
abKicTio moirodiB — low poly. High poly mozeni Hikon He BUKOPUCTOBYETHCS
B IFPOBHX PYIIIAX Yepe3 BEIHMKY KITbKICTh MOJiroHiB. HeoOXimHICTh B HUX BH-
HUKAa€E 4epes3 Te, 0 TaKl MOJIEIl MaloTh BEJUMKY JAeTali3allito, sIKy MOTIM MOXHa
Oyne nepenatu Ha low poly Mozeni, ki K pa3 1 MAXOAATH A IMIOPTY B Irpo-
Bl pyIIi.

Pyuna petomnonoris BUKOHYEThCS HACTYNMHUM YHHOM: moBepx high poly
MOJIeJIi TIOUMHAIOTh BHOYOBYBATH HOBUI MEIII, KM ITOBUHEH MICTUTH 3HAYHO
MEHIIIy KUIbKICTh TOJITOHIB, ajJieé TaKoXX IMOBTOPIOBATH (OPMY HACKUIBKU 11€
MO>KJIMBO, TIpWJIsiraouu 10 opuriHamy. Lleit camuii HOBHil memn 1 OyTH Ha3HBa-
tucs low poly. Jlng Toro mo0 HOBui Mern rapHo npuisiraB 70 high poly, ciin
BUKOPUCTOBYBATH IHCTPYMEHTH, SIKi JIO3BOJISIIOTH MPUMArHiuyBaTh HOBHM MEII
nosepx high poly, a moTim Bxke OyyBaTH ONTHMI30BaHy BEpCito Mojemi. 3a3Bu-
Yail PUITHATO CTBOPIOBATH PYUYHY PETOIOJIOTi0 y mporpami Maya 3D, 30kpema
TOMY III0 BOHA € OJHIEIO 3 TPOTpam, sIKi BUKOPUCTOBYIOTh JUIsl CTBOPEHHSI T€M-
JIeB KOHTCHTY.

Takox, poOsssuM PEeTONoJIOrito, CIijl ypaxoByBaTh 4u OyJe aHIMyBaTHCh
Mozenb abo BoHA Oyae cratuyHOlo. Peromonoris, sika poOUThbCS Il MOJENei
0 OyAyTh aHIMYBaTUCh, MAa€ MICTUTH NIEBHY OyJI0BYy Melly, sika Oyje J03BOJIS-
TH poOUTU KOPEKTHY aedopmariro. SKII0, HANPUKIAL, CTBOPIOETHCS MOJENb
JIIOJIUHH, TO TOTPIOHO OIpAaIfOBATU MICIIS 3THHAHHS CYTJI001B, TAKUX K KOJIIHA,
JKT1, KACTI pyK, pasanru manpiiB tomo. OcobauBux BUMOT moTpedye oO0any-
Ysi, TaK SIK BOHO € HAHUCKJIAHIIIOK YaCTUHOIO Tijia B TIpoiieci animarlii. IcHye e
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OJIMH MOMEHT, CTOCOBHO omTuMizauii reomerpii. [lepen Tum sik excropTyBatu
MOJIEJTb, 3 HEIO MOTPIOHO MPOBECTH TaKy MPOIEAYPY K TpiaHTysmis. Tpuanry-
JSUis — 1€ Ipouec po30UTTS MONIroHIB Ha TPUKYTHUKU. Lle no3Boiisge podbutu
00poOKy rpadiuHoi iHpopMaIllii Okl ePEeKTUBHO, OCKUIBKH OLIBIIICTD AJITOPH-
TMIB Ta oIepaliii po3po0aeHi s poOOTH 3 TPUKYTHUKAMH. TPHUKYTHHUK € TIPOC-
TOIO0 T€OMETPUYHOIO (PIryporto, 110 MOJIerIye iX 00poOKy Ta Bizyasizarllito.

Jlyist Toro 1mo6 TeKCTypa MOJENl BUTIIsLIaaa Jo0pe 1 TP I[bOMY HE BUKOPH-
CTOBYBaJIa 3aliBy MOTYXHICTh TEXHIKH, PO3POOHUKUA KOPUCTYIOTHCSI TAaKHM II0-
HatTsM gk Texel Density. Texel Density — 11e BenuunHa, siKa € CIiBBIIHOIICH-
HSM pO3MIpy TEKCTypH y Tikcemsix no rabaputie 3D moxeni y cueni. Texel
Density xapakTepusye MIIIbHICTh, TOOTO AKICTh TEKCTypHU. Burisnae B Tex3as-
JaHH1 NpuOIM3HO Tak: 256px/m, 128px/inch. Tobto mob po3paxysatu Texel
Density, He0OX1IHO pO3JIIbHY 3/1aTHICTh TEKCTYPH MOAUIATU Ha PO3MIp reome-
Tpii. Takum unHOM, TeKcenepailisi BU3Ha4ae, sKa IUIolla TeKCTypu Oye BiigaHa
Ha MoJenb Buxonaduu 3 ii po3MmipiB. Bucokuit Texel Density o3nauyae Oiunbury
JETai3allit0 TeKCTYpH, HU3bKUI - MCHIITY, PO3MHTY TEKCTYPY.

Icnye BimHOCHa Tekceneparlis (B Mexax oaHiel mojeni) Ta abcomoTHa (B
MeXax yciel irpoBoi ciieHu.) BimHocHa Tekceneparlis TOBUHHA BITIOBIIATH Ta-
kM BuMoraM: equHuid Texel Density mo Bciit Mojeni (HOMyCcKaeThCs HE3HAYHE
30UTBIIIEHHS TEKCeNto Ha ApiOHux aeransx UV posroptku). 3 mporo mnpaBuia €
PSAl BUHSTKIB: BaXXJIMB1 JeTajl TOBHHHI 3aiiMaTH OLIBINE MICIT Ha PO3TOPTII,
HAMPUKJIaA, 00IuY4s mepcoHaka moBuHHO MaT Outbimidi Texel Density. Ti ge-
Taji, sSIKi He BHJIHO y KaJapi a00 IMOraHo BHAHO ITOBHHHI MaTH MEHIIUN TEKCEIb.
Takoxk, 711 3py9HOCTI POOOTH, MOYKHA BUKOPUCTOBYTH CKPHUIITH, SIKY JIOIIOMO-
xyTh migpaxyBaru Texel Density, Taki sk: Texel Density Checker y Substance
Painter, UV Tools B Blender, Maya Texel Density Tool.

Kopucryrounch uMu mpaBrjaMu Ta METOJaMH, MOKHA CTBOPIOBATH SIKicC-
Hl KOMIT IOTOPHI ITPpH, K1 OyAYyTh 3/1aTHI 3alyCTUTUCS Ha 0araThboX MPUCTPOSX,
IO BXKE€ € BUCOKOIO TIEPEeBaroro, ajpke irpu siki moTpeOyroTh HEOOIrpyHTOBAHO
0araTo MOTYXKHOCTI MarOTh MOTaHy PEMyTallil0 Ta HU3bKI PEUTHHIU K Cepell
KPUTHUKIB, TaK U CEpeJl 3SBUMANHIX T'PABIIiB.
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