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This paper examines the role of UV mapping in the process of creating a
3D character head model. UV-mapping is a fundamental stage in 3D design that
precedes the texturing of a 3D model. Well-structured UV mapping is essential
to prevent unrealistic texture deformation during animation and maintaining the
visual quality of the model. The paper describes the main stages of creating a
UV layout for a character head model in Blender. Special attention is given to
the use of seams, the analysis of texture stretching, and optimization of the UV
layout for further texturing. Proper UV mapping significantly improves the
quality of textures and simplifies the workflow in modern game development
pipelines.

UV-posroptka — 11¢ BaJIMBHI €Tan CTBOPEHHSI MOJIENl MepCoHa)ka IS
irop Ta iHIMX MyJIbTHMENIHHUX MPOEKTIB. Maydn Imicis CTBOPEHHS reoMeTpii
Ta NepeJl TEKCTYPYyBaHHSAM, PO3rOPTKA € CKJIaJHUM €TaroM, Ha SKOMY 4acTO BU-
HUKAIOTh TPYIHOLLI.

CyTb LIBOTO MpOLIECY B PO3TAIlyBaHHI JBOBUMIPHOIO 300pakK€HHS TEKCTY-
pU Ha TpUBUMIpPHIK Mojem. Jai 6ys0 po3rissHyTO MPOIEC CTBOPEHHS MIPUIHS-
THOT JUTsl IOAJTBITIOl pOOOTH PO3TOPTKH CKIAAHOI opraHiqHOi Mojei. OCKUTbKU
e ue hard surface, ne, B GiibIocTi BUNAIKiB, MOJIEb MAa€ TMPSAMi KyTH, CTBOPH-
TH i7ieasibHy PO3TOPTKY T'OJIOBH MPAKTHYHO HEMOXKIMBO. SIK 1 TOMOJOTIS i€l
moneni, UV-posroptka Oyae MaTH HEJOJIKH, 1110 B MAaHOYTHROMY MOXE MO3Ha-
YUTHCS Ha SKOCTI BI3yaJIbHOTO BUTJISY MOJETI.

Pucynok 1 — IIpuaumun UV-po3roptku
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Posroptka cxoxa Ha posroptanHs 3D-mojeni Ta nepeTBopeHHs ii Ha 2D-
dbopmy (pucyHok 1). Ha mit qoBuMipHii Pirypi MOKHA pO3MICTUTU OyAb-sKe
300pakeHHs1, sike Oyjie cupoekToBaHe Ha camy 3D-mozens [1].
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Pucynok 2 — ITouarok mpouecy

CrniouaTky OyJio CTBOPEHO HOBHII Matepiai, B pexxumi Shading nogano 1o
HBOTO By30i1 Image Texture. B oMy By3i1i MOXHa A0JaTh Oyab-sike 300pa-
*KeHHs1, a00 cTBopuTH HOBe. Y BKiaai Generated Type 6ymno o6pano omiiro UV
Grid. ITicas goro odpano Bkiaaky UV, po3TaiioBaHy y BepXHili 4aCTHHI 1HTEp-
deiicy, Ta obpano Bapiant — Smart UV Project [2]. Takosx, 1is Bi3yamisariil ge-
(opmartii, Oymna BriroueHa omiist UV Stretch (pucynox 2).

Takum 9MHOM MOXHA MOOAYUTH CTAaH PO3TOPTKH, ii Aedopmaiiiro Ta odpa-
T! nogaunbii Aii. CuHIN KOip JOPIBHIOE BIACYTHOCTI Aedopmariii, a Ti KOJIbOPH,
10 OJMXKYE 10 YEPBOHOTO — JIEMOHCTPYIOTh PO3TATHEHHS, SIKI IPU HaKJIaJlaHH1
TEKCTypH TMOTIpIIYIOTh Bizyamizamito. Ciifl yHUKaTH 3HAYHUX PO3TATHEHb, a
3pOOUTH 1€ MOYKHA 3a JOTIOMOI01O IIBIB.
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Pucynok 3 — Pe3ynbpTar nepuioi po3ropTku
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Haxnaganus mBiB — 11e mpoiiec, sSskuii motpedye po3yMiHHS TOTo, SIK Oyje
BUTJISIJIATA MOJICNIb B CII€HI 3 PI3HUX pakypciB. UuM MeHIe MIBiB, TUM Kpalle
Oyne pe3ynbTaT. Takok YHUKHEHHSI CUJIBHUX PO3TATHEHb € BEJTMKUM TIpiOpUTe-
ToM. Sk MokHa moOaunTh Ha expani UV editor (pucyHok 3), crocrepiraerbcs
noMiTHa Aedopmallisi po3ropTku B o0jacTi Hoca nmepcoHaxka. Ile mpobiema He
Jy’Ke BIAJIOI TeOMETPil 00Myds, 0 HE € KPUTHUYHOIO I JaHoi Moeni. Ocki-
JbKA YaCTUHA TOJIOBH MEpCOHaka Oyjie 3aKpUBATHUCHh PI3HUMH €IIEMEHTAMH JIU-
3aifHy — CJIiJ1 3pOOUTH PO3TOPTKY BIJIMOBITHO /10 I[HOTO.

Puc. 4 — Pe3ynpTaT piHaNBHOT pO3rOPTKU TOJIOBU

BinpuricTs mBiB OyJI0 PO3MIIIEHO Y MICISIX, HETIOMITHUX JJIsi KOPUCTyBaya
(pucyHok 4). BiqnoBiiHO 0 TOTO, Kl TEKCTYPH IJIAHYETHCSI BUKOPUCTOBYBATH,
MO>KJIMBO 3HAIOOMTHCST KOPEKITis Biil.

[TlincymoBytoun, y poOoTi Oyno po3risiHyTO mporec cTBopeHHs UV-
PO3TOPTKH TOJIOBU TMEPCOHa)Ka MOJENI JJisi BUKOPUCTAHHS y Bijeo-irpax. Pe-
3yJbTaT 1i€i pOOOTH MOXKHA BUKOpHcTaTh it low-poly irop, abo mis mojaanb-
IIOTO HAKJIaAaHHs Normal-map nns HajgaHHS J0JaTKOBOT IeTallizallii Ta BUTIISTY
high-poly.

Xoua UV-mapping moxxe OyTH J0BOJII KOMITKUM IPOIECOM, aJie BiH € AyXKe
BOKJIMBUAM I TOAABINOI poOOTH 3 TeKcTypamu. [IpoGiemu 3 po3ropTKOrO
MOKYTh CTaTH MPUYMHOIO 10 0araTOKpaTHOTO Mepe3aBaHTaKEHHS MOJIEN y ce-
penoBuie s TeKCTypyBaHHs, Hanpukian y Adobe Substance 3D Painter. B
ctepi 3D-Bigeoirop npoiiec UV-po3ropTku ay’ke BaKIUBUN, IPABUIbLHE BUKO-
HaHHS UV-po3ropTKu 3HaYHO MOJIETLIY€E IPOLEC CTBOPEHHS IEPCOHAXKA.
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