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PED®EPAT

[TosicuroBanbHa 3amucka a0 arectariitHoi pobotu: 90 ctopiHok, 83 pucyHku, 2
Tabnwui, 3 hopmynu, 23 mKepena.
UNREAL ENGINE, BLENDER, SUBSTANCE PAINTER, 3D, MOAEJIFOBAHHI,
PO3I'OPTKA, TEKCTYPYBAHHS, OIITUMI3ALILSL.

OO6'ext mocmipkeHHs — ontuMizanis 31 moxem jis irpoBoro pymris. Unreal
Engine 5.
[IpenMer nociikeHHST — po3po0Ka ONTUMAIBHOTO pOOOYOro MPOIECy CTBO-

penHs rpadiyroro 3D KOHTEHTY Ta IrpoOBOTO PIBHS JIJIsl IFPOBOI 1HIYCTPII.

Merta poO0OTH — IpoaHai3yBaTH Ta peaji3yBaTH Halle()eKTUBHIII TEXHIKU CTBO-
pensst 3D KOHTEHTY J1s1 BUKOPUCTAHHS B ITPOBOMY PYIIIii, CTBOPUTH ONTHMi30BaHy 3D
MO/IEJTb 32 JIOTIOMOTOI0 pealli3oBaHMX TEXHIK, CTBOPUTH irpoBuii piBeHs B Unreal Engine
5.

B arecrariiiniii po60TI TPOBEICHO TEOPETUUHUN aHAII3 MATEMATUUYHUX MOJIEJIEH
BUKOPHUCTAHUX Y TIPOIECI MOJEITIOBAHHSI.

VY mepuiomy po3aiii MPOBEACHO TEOPETUUHUI aHAII3 MPOrPAMHHUX MPOAYKTIB IT-
POBUX PYIIIiB Ta MATEMAaTUYHUX MOJIEJEH, SIKI BUKOPUCTOBYIOTHCS Y TIPOIIECT CTBOPEHHS
IrPOBUX PIBHIB.

VY apyromy posaii po3po0JIeHO Ta peaaizoBaHO e(eKTUBHI TEXHIKA CTBOPEHHS Ta
ornrtumizaiito 3D KOHTEHTY 71l BAKOPUCTaHHS B irpoBux pymiisix. CtBoperss 3D moneni
OyJI0 BUKOHAHO BUKOPHCTOBYIOUH ITporpaMHue 3ade3neuenns Blender. Po3roprtka i maky-
BaHHS OyJI0 BUKOHAHO BUKOPHUCTOBYIOUHM mporpaMue 3ade3neueHds RizomUV. Tekcry-
pyBaHHs OyJIO BAKOHAHO BUKOPUCTOBYIOUH MIpOTrpaMHe 3abe3mneueHHs Substance Painer.

VY TpeTboMy poO3/iJii BUKOHAHO CTBOPEHHS 1IPOBOT0 piBHS B IrpoBoMy pymii Un-
real Engine 5. Bysio BUKOHAHO MOPIBHSHHS MPOYKTUBHOCTI PiBHS HA JBOX KOMIT IOTEp-

HUX CHCTEMax 3 PI3HUM PIBHEM TEXHIUHUX XAPAKTEPUCTHUK.



ABSTRACT

Explanatory note to the attestation work: 90 pages, 83 images, 2 tables, 3 formulas,
23 sources.

BLENDER, SUBSTANCE PAINTER, 3D, MODELING, UNWRAPPING,
TEXTURING, RENDERING, POLYGON.

The object of research is optimization of a 3D model for a game engine. Unreal
Engine 5.

The subject of research is the development of an optimal workflow for creating
graphic 3D content and a game level for the game industry.

The purpose of research is to analyze and implement the most effective techniques
for creating 3D content for use in a game engine, to create an optimized 3D model using
the implemented techniques, to create a game level in Unreal Engine 5.

In the certification work, a theoretical analysis of the mathematical models used in
the modeling process was carried out.

In the first chapter, a theoretical analysis of software products of game engines and
mathematical models, which are used in the process of creating game levels, is carried
out.

In the second chapter, effective techniques for creating and optimizing 3D content
for use in game engines are developed and implemented. The 3D model was created using
Blender software. Unwrapping and packing was performed using RizomUV software.
Texturing was done using Substance Painer software.

In the third chapter, the game level was created in the Unreal Engine 5 game engine.
The performance of the level was compared on two computer systems with different

levels of technical characteristics.
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[TEPEJIIK YMOBHUX IIO3HAYEHb, CUMBOJIIB, OAMHNIb, CKOPOYEHD I
TEPMIHIB

2D (anra. two-dimensional) — qBoBuMipHUIA.

3D (aurm. three-dimensional) — TpuBuMipHHIA.

AAA (anrn. Triple-A) — e HeodiniiiHa knacudikaris, ska BAKOPHCTOBYEThCS
JUIs Kitacudikalili Biieoirop, siki BUpoOJISIOTHCS Ta PO3MOBCIOKYIOTHCS CEpeaHIM a00
BEJIMKUM BHUABIIEM, KU 3a3BHUYail Ma€ BUIII OFOJKETH HA PO3POOKY Ta MApKECTHHT,
HIX 1HII1 PIBHI irop.

HP (anrn. HighPoly) — BucokomosiroHanbHuUi.

LP (anrn. LowPoly) — Hu3bKOIOIiroHaIbHUM.

NPC (auri. Non-Player Character) — neirpoBwuii mepcoHnax.

ORM — kom6inoBana kapta Occlusion Roughness Metallic.

RGB (anrn. Red, Green, Blue) — agutuBHa KoJlipHA MOJIEITb, Y SIKil YEPBOHUH,
3€JICHUH 1 CHHIM OCHOBHI KOJILOPH CBITJIA JOJAFOTHCS PI3HUMH CIIOCOOAMM IS BiJITBO-
PEHHSI IIUPOKOTO CHEKTPY KOIBbOPIB.

SSAA (anra. SuperSampling Anti-Aliasing) — meToa mpocTopoBOTro 3riamKy-
BaHHSI, SKUW BUKOPUCTOBYETHCS JIJISl BUJAJICHHS aliaciHTy (3yO04acTux 1 MKCEeTbHUX
KpaiB) 13 300paxeHb, BIATBOPEHUX Yy KOMIT IOTEPHHUX 1rpax.

UE4 — Unreal Engine 4

UE5 — Unreal Engine 5

VR (anrn. Virtual Reality) — BipTyanbHa peaibHICTh, CUMYJIBOBAHUI JTOCBI/,
KU BUKOPUCTOBYE BiACTEeKeHHs Mo3u Ta 3D-nucmuiei 6:m3bKo 10 oveit, mob natu Ko-

pUCTyBayeBl BIIUYTTS 3aHYPEHHS Y BIPTYaJbHUN CBIT.



BCTVII

3a ocTaHHI pOKH, ITpOBa 1HAYCTPIsS cTaja HAMMPUOYTKOBIIIOI Taidy33io B cdepi
po3Bar orfineHot B $192 mipa, oOirHaBIM KHUTH i KiHeMaTorpad 3 pe3yibTaraMu B
$120 mupz i $99 mapna BignosigHo. Yepes Takuii CTPIMKUIA 3picT, KOXKHOTO JHS 3’ SIBIIS-
I0THCSI HOBI ITPOBI CTY/I1i 1 CTBOPIOIOTHCS HOBI ITpHU. AJie Taka MOMYJISIPHICTD 1 IEpEeHACH-
YEHHSI pUHKY BUKJIMKAJIM OJHY BEJIUKY IPOOJIEMY — 3HHKEHHS SKOCTI (PiHAIBHOTO MpPO-
TYKTY.

Takwuit 3aHenaa MOKe MPOSIBIIATUCS B IOTAHOMY T'eiMILIET, yacTux 0arax 1 moMui-
Kax, XWKalbKUX MMPaKTUKaX MOHETU3allil, TO[0. AJle HAHIOLIMPEHIIIO MTPOOIEMOIO €
ONTHUMI3allis, & TOYHILIE — 11 BIACYTHICTb.

[IpaBunbHO ontuMizoBana 3D mofens — BupiliagbHa YacTHHA TO3UTUBHOTO iTpo-
BOT'O JIOCBIIY JIJIsl KOPUCTYBaya 00 B1J] HET 3aJIEKUTh HE TUIBKHU KIJIBKICTh KaJIPIB 32 CEKY-
HY, a 1 KOPEKTHICTh POOOTH (PI3UUHUX CUMYJISLINA, BIHOOpaXEHHs TEKCTYp Ta reiMILIeH
B ILIIJIOMY.

Jns 3D Xy[0KHHKIB, ONITUMI3AIliS € HEBIIKIAAHOK YACTUHOK PoOOYOro Mair-
JaiiHy, ajge He KOKeH XYJ0KHUK MOK€ OTPUMATH BUIBHMM JOCTYH 10 YPOKIB 1 TEXHIK
npaBUJIbHOI onTuMizarlii. Jly>ke yacto came Taki BUPIIIAIbHI 3HAHHS 3HAXOATHCS 3a pe-
T'YJSIPHAMU TAMACKaMH, TOPOTUMHU KypCaMu Ta IIATHUMH BiI€0ypOKaMH.

[Maitnnaita (anra. Pipeline) — moetamuuit poGoumii mpoIiec i BAKOHAHHS CIICIIU-
¢biuHOT 3a7a4i.

Came uepe3 Taky TEHJICHIIII0 MOHETH3allli MPOCYHYTUX TEXHIK ONTUMI3allli Ta Ye-
pe3 CTpIMKE 3pOCTaHHS MOIMYJIIPHOCTI ITPOBOT IHIYCTPIi B CBITI, € aKTyaJIbHUM CTBOPUTH
edeKTUBHUM MalIIaiiH CTBOpEHHs 1 onTuMizaiii 3D Mozeni A BUKOPUCTaHHS B 1rpo-

BOMY pYIIIi AJis1 MOJAJBIIOT0 CTBOPEHHS SIKICHUX BIJEOITOp.
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1 OBIPYHTYBAHHS BUBOPY ITPOBOI'O PYIIIIA

1.1 ITopiBHSHHS MOMYJISIPHUX ITPOBUX PYIIIiB B IrpOBIN 1HIYCTPIi

Komnu moBa #ife mpo po3poOKy irop, BUOip MpaBUIBHOTO ITPOBOTO PYIIisl € OHUM
13 HaWBKIIUBIIIKX pilieHb. OCKUIbKY Ha PUHKY MPEJICTABIICHO JIOCUThH PI3HOMAaHITHI Ba-
piaHTH, MOXe 3Hago0UTHUCS Oarato yacy, ujo0 3HaTH TOM, KU HallKpaile BiAMOBIIA€E
BaIllUM TIOTpeOaM.
IcHye GaraTo irpoBuX pylIIiiB, sIKi MOKHa BUKOPUCTOBYBATH JJII PO3POOKH 1rop
115t 1K, koHconpHUX 1 MOOLTBHUX 1rop. Taki sik:
— Unreal Engine;
— Unity;
— Godot;
— IrpoBi pymii Amazon,

— CryEngine.

1.1.1 Unreal Engine

Unreal Engine nie irpoBwuii pymriii, po3po0ienuit Epic Games 3 1998 poky.

Unreal Engine — 1ie 1o0pe 3a10KyMEHTOBaHUI 1 MPOCTUH Y BUKOPUCTAHHI 1Ipo-
BUii py1riii. PO3poOHUKN MOKYTh BUKOPUCTOBYBATH HOTO ISl PO3POOKU OYAb-SKHX TH-
B IrOp — BiJ KOHCOJBHUX 10 MOOUIbHUX (BKiItoyatoun Android Ta 10S). BiH HaBiTh
BUKOPHUCTOBYETHCS B TATY35X 33 MEXaMH PO3POOKH irop, BKIOYAIOYH aBTOMOOITBHY.

[{e poOuTh oro HaWKpaIIUM ITPOBUM PYIIIEM SIK JIsl HOBAUKIB, TaK 1 JIJIsl €KCIIep-
TiB. OCch UOMY BCl, B1J] pO3p0OHUKIB irop AAA 10 1Ha1-cTyAil, BUKOprcToBYI0Th Unreal

Engine, six nmokaszano Ha (puc.1.1).
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Pucynox 1.1 — INpuknax rpu va pymnii Unreal Engine 5 [1]

CuJbHI CTOPOHHU:

— IHTYiTHBHO 3pO3yMia cuCcTeMa IJIaH1B JJIsl HEMPOTPaMICTiB;

— YyaoBo OiAXOIUTH JJIsl BUCOKOSIKICHOT Tpadiku;

— TliaBunieHa NpoOAYKTUBHICTh MOPIBHSHO 3 THIIMMH ITPOBUMH PYIUISIMH;

— Haiikpammii Bu6ip mist VR;

— Unreal Engine Marketplace, sikuit MiCTUTh O€3KOIIITOBHI PECYpPCH.
CnalKi CTOpOHHU:

— Kpame ms 3D-irop, Hix s 2D 1 MoOITEHUX iTOD;

— Bucoki cucteMHi BUMOTH 1Sl OLTbII pO3IIMPEHUX (PYHKITIH;

— Bumuit nopir Bxomy.

1.1.2 Unity

Unity e TomoBwmii irpoBuii pymriii, po3poosienuii Unity Technologies 3 2005
poky.Unity poOuTh po3poOKy irop IOCTYHHIIIOW 3aBASKH MOMITHIA MIATPUMII HpPO-

rpaMM 3YMATYBaHHS 3 e€KkpaHa. Po3poOHUMKM MOXyTh BuUKOpucTOBYBaTH Unity s
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pO3po0KH irop Ha pi3HUX MIaThopmMax, K nmokazano Ha (puc.l.2). Cnouarky BiH OyB 3a-
nymenuit s MacOS, ane 3apa3 miarpumye nonan 25 miardopm. Sk 1 Unreal Engine,
Unity 3apa3 BUKOPUCTOBY€ETHCA B IHILUX Taly3siX, 0 OKPIM pO3POOKH 1rop, BKIIOYAIOUU

apXIiTEKTypYy.

Pucynok 1.2 — Ilpuknan rpu Ha pyurii Unity [2]

[le poOuTH HOro HAWKpAITM ITPOBUM PYIIIEM JJIsT KPOCTUIAT(HOPMHUX KOMaH] 3
yIOpOM B MOOLIBHY 1HAYCTPiIO TOMY IIIO BiH Ma€ TapHy PEemyTalliio y po3pooili MoOLTb-
Hux irop Ha Android. Takox Unity BukopuctoByetbes ais 11K, konconel, BeO Ta irop

AR/VR.

CWJIbH1 CTOPOHU
— be3komToBHO A1 MOYATKIBIIIB,
— T'Hyukuii 1 po3mMproBaHUM IFPOBUH PYIIIHA 13 TOTOBUMHU KOMIIOHEHTaMHU;
— IneanwsHo miaxoauTh sk A1t 2D, tak 1 a1 3D irop;
— TlotyxHa niaTpuMKa po3poOKH MOOUTEHUX 1TOP;

— JlocTymHi KOMIUTIEKTH pO3poOKu mporpamuoro 3adesneuents (SDK) st VR 1 AR;
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— [upoxi kpocrmaaTPopMHi MOKIUBOCTI;

— Unity Asset Store 13 0€3KOIITOBHUMHU aKTUBAMHU.

CnabKi CTOpOHHU:
— TIpodeciiini mineH3ii 1opori;
— HeoOxiaHICTh BUBYUTH HOBY MOBY IIPOTpaMyBaHHS;
— Hewmae noctymny A0 BUXIJTHOTO KOAY JUIsl HEBEJIMKUX KOMaH/ pO3POOHUKIB;
— Bucoki cucteMH1 BUMOTH AJ1s1 OUTBII PO3MIUPEHUX (PYHKIIIH;
— barato 3miH B iHTEpdEiici;
— HeMae miarpuMky 1ocusaHb Ha 30BHIIIHI 010J110TEKH,

— I'pomi3akuii 1 MOBUTHHUM.

1.1.3 Godot

CrtBopenuit B 2014 poi, Godot 11e kpocmiarGopmMuuii, 6€3KOMTOBHUN 1TPOBUIA

py1LIiH 13 BIIKPUTUM KOJIOM, BUITyIIeHUH 3a jinensiero MIT.

Pucynox 1.3 — Ilpuknan rpu Ha pymrii Godot [3]
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Godot BUKOPHCTOBY€E YHIKAJbHUH MiAXiJ A0 apXiTEKTYpPH BY3MIB 1 CLEH, 1100
NPEICTaBUTH MIEBHI IrPOBI (PYHKIIIT, SKi I€AKl KOPUCTYBaul BBAXKAIOTh O1IbII MPOCTUMU
Ta IHTYITUBHO 3pO3YMUIMMH Y BUKOPHUCTAHHI, HIXK JACSAKI 1HIII ITPOB1 PYIIIi, SIK TOKa3aHO
Ha (puc.1.3). Kpim Toro, Godot BUKOPUCTOBY€E BiIacHYy MOBY Jutsl crieHapiiB GDScript,

cxoxy Ha Python.

CuibHI CTOPOHHU:
— IloBHicTIO 6€3KOIITOBHUH ITPOBHIL Py 13 BIIKPUTHM KOJIOM,
— IneanbHo miaxoauTs sk g 2D, Tak 1 ansg 3D irop;
— KpocmnatdhopmHi MOKIUBOCTI;
— VYHiKaJgbHa apXITEKTypa I PO3pOOKHU irop.
CnalKi CTOpOHHU:
— MeHnie pecypciB 1 MarepiajiB, HIXK 1HII1 IFPOBI PyILIIi.

— Jlerka xprBa HaBYaHHSI.

1.1.4 Amazon Lumberyard

Amazon Lumberyard 1ie 6€3k01ITOBHUN KpOCTIIATPOPMHUI ITpOBUIA PYLIH 3 BiJI-
KPUTHM KOZIOM., po3po0cHui Amazon, sik mokasano Ha (puc.l.4). 3acHoBanuii y 2016
polli, BUXITHUHM KO/ OYB CIIOYATKY JilleH30BaHui 1 nepepobnenuit 3 CryEngine (auB. HU-
Ke).

Open3D € ocraHHBOIO PO3p0OKOIO Bi Amazon. BiH OyayeThcss Ha OCHOBI
Lumberyard i cTBOpro€ O611bI1I MOAYJABHUMN MIAX11 70 po3po0ku irop. Lle nerkuii irpoBuii
pYIIiN JIJIs IOYATKy, SKUA POOUTH MOTO MOCTYITHUM JJisi CTapTamiB ado 1HAI-CTYiH, a

TaKOX JJIS CTyAiN po3poOku irop AAA.
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RY OBJECTIVE

ur comp: tonavigate

Pucynok 1.4 — Ilpuknan rpu Ha pyirii Amazon Lumberyard [4]

CuibpHI CTOpOHHU:
— bBe3komToBHO IJ11 OMMHOYHUX ir0p;
— Posmmpena marpumka VR;
— Iurerpamis 3 AWS mnia 6araTokopucTyBaibkux (GyHKIIN OHJIAMH;
— BOynoBana inTerpaiis 3 Twitch;
— KpocmnatdhopmHi MOKIUBOCTI;
— Haniiine BIATBOpPEHHS JJIs1 30BHIIITHBOTO CEPEOBUIIA.
CnalKi CTOpOHHU:
— He miaxoauTs 111 MGHIITUX MPOEKTIB;

— MeHie pecypciB 1 MaTepiajiB, HIX 1HIII IrPOB1 PyLIii;

1.1.5 CryEngine

CryEngine — irpoBuii pymiiit, po3poOienuii kommnaniero CryTek y 2002 porii,
octanHiM pyriem € CryEngine V, sk nmoka3zaHo Ha (puc.1.5).
CryEngine € xpocrinatgopMHUM IBUTYHOM. PO3pOOHMKHN MOXKYTh BUKOPUCTOBY-

BaTHM MOro i CTBOPEHHS (HOTOpEATICTUYHUX Irop Bija Mepiioi ocoOu, 0coOJMBO
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mytepiB. CryEngine BUkopuctoByeThes y Beix irpax Bij CryTek, a Takox JessKuxX 1HIINX
CTYIIH.
CryEngine BukopuctoByeThcsi B Hunt: Showdown, Crysis, Far Cry, a takox

Kingdom Come: Deliverance.

Pucynox 1.5 — Ilpuknan rpu Ha pymii Cryengine [5]

CHUJTbHI CTOPOHU:
— ®yHK1i1 32 3aMOBUYBaHHSAM BEJIHKI;
— Moxn1B1 BUCOKOSIKICHI 300pa’KE€HHS;
— IIBmakwuii mporiec iTeparii,
— Tlotyxuwuit pegakrop irop Sandbox;
— IlinTpumka VR,
— Jlerko HaBuarucs.
CnalKi CTOpOHHU:
— Kpyra kprBa HaB4aHHS JJIs TOYATKIBIIIB,

— Mewne pecypciB 1 MaTepiaiiB, HIXK 1HIII ITPOBI PyIIIii.
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OTxe, OTVISIHYBIITYM HAUMOMYJISpHIINI PyIIii B 1HAYCTPii, € OAUH ITPOBUN PYIIiH,
KU BUIUTSIETBCS CEPEe]l IHIINX CBOEIO TOCTYIHICTIO, PI3HOOIUHICTIO, THYUKICTIO 1 SIKi-
cTIO (hiHAIBHOIO IPOAYKTY, 1 e — Unreal Engine.

Unreal Engine — moTyxHu 1 yHIBepCcaIbHUIA ITPOBHIA PyIIiid, po3podiienuii Epic
Games. BiH mupoko BHKOPUCTOBYETHCS AL PO3POOKH IrOp HA PI3HUX IIaTdopmax,
Biumrovaroun [1K, Mob6isbHI ipucTpoi Ta kKoHcoui. JlaBaiite qocniagumo nepeBarun Unreal

Engine nyist po3po6xu irop.

1.2 VuikanbHi ocobnuBocTi Ta nepearu Unreal Engine 5

Unreal Engine 4 — 1e irpoBuii ABWKOK, BunymieHuid y 2014 porii. Po3poOHuku
irop MoxxyTh BukopuctoByBaTd UE4 117151 CTBOpEHHS IrOp Ta 1HIIKUX BIPTYaJbHUX PECYp-
CIB.

[TopiBusino 3 Unreal Engine 4, Unreal Engine 5 no3Bosisie po3poOHUKaM Jieriie
cTBOproBaTy 3D-KOHTEHT 1 IrpoBHUii ITpocTip y peanbHoMy 4Yaci. Kpim toro, UES MicTuth

oHoBlneHHs peaakTopa Unreal Editor 1 po3mupeni iHCTpyMEHTH aHiMaIlii Ta po3poOKH.

1.2.1 Oco6mmBocti Unreal Engine 5

Unreal Engine € 0CHOBHUM KOMIIOHEHTOM PO3pPOOKH 1rop 1 BIpTyaJIbHOTO BUPOO-
nunrea. 3 UES koMaHau MarOTh 3MOTY CTBOPIOBATH BEIUKI MPOEKTH. Y PI3HUX Taly3sX
TBOPII MOXKYTh CHIBIIPAIIOBATH B PEKUMI PEATBHOTO Yacy, 00 CTBOPIOBATH BUHATKOBI
BI3yaJIbHI €(PEeKTH I KIHIEBUX KOPUCTYBayiB.

Onniero 3 HaiOLIbII 3HauyUX nepeBar Unreal Engine € #ioro 31aTHICTh CTBOPIO-
BaTU BUCOKOSIKICHY Ipadiky. JIBUTYH Ma€ MOTYXKHUHM pylIii Bizyanizanii (a0o peHaepu-
HT'Y), SIKHU MO>K€ BIITBOPIOBATH CKJIAJIHI CLIEHU 3 BUCOKOIO TOUHICTIO. BiH nmpomnonye po-
3mMpeHi PYHKINT OCBITJIICHHS Ta TiHI, 3aB/ISIKA YOMY Ballla rpa BUTJISAAE OUIBIIT peatic-
TUYHOIO Ta 3axormnoouoro. Kpim Toro, Unreal Engine miaTpumye po3mupeHi epextu
MOCTOOPOOKH, TaKi SIK PO3MUBAHHS, BIIOJUCKU HA JIIH3aX 1 PO3MUTTS, 110 MOXeE TIIe Oi-

JIbIIIE MOKPAIUTH Bi3yaJbHY SIKICTh BAllIOi IPH.
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Unreal Engine 5 (UE5) — ocranns Bepcist Unreal Engine, oHOro 3 HalmoTy»XHi-

MIMX 1 HAMMOMYISPHIMKX 1IrpoBHUX ABMKKIB. Unreal MiCTUTD Taki PyHKIIIT:

Nanite
Hanesno, naiiBunatHimoro pucoro UES € Nanite — peBoioniiiHa TEXHOJIOT1s, sIKa
MPOTNOHY€E BUHATKOBY Bi3yalbHY SIKICTh 1 MACIITA0OBAHICTh 3aB/IIKM BUKOPHUCTAHHIO Bi-

PTyasri30BaHOI reoMeTpii, sIK oka3aHo Ha (puc.1.6).

Pucynok 1.6 — Bukopucranus Nanite B Unreal Engine 5 [6]

Crnouatky, BiH po30MBa€e KOXKHY CITKY Ha KJIacTepH 3 PI3HUM PIBHEM JeTalli3allii.
BpaxoByroun BijcTaHb 1 po3AuTbHY 37aTHICTH ekpaHa, Nanite reHepye LOD (Levels Of
Detail) nist K0KHOTO KjIacTepa, a MOTIM 1HTEJEeKTYalIbHO TIepeae TeOMETPUYHI J1aHl Ha
OCHOBI TOT0, III0 OaUnTh KamMepa B OyIb-IKHI MOMEHT.

Nanite Tak0 BUKOPUCTOBY€E €(PEKTUBHY TEXHIKY BUIIYUEHHS EKPAHHOTO IPOCTOPY
JUISL e OUIBINOI ONMTHMI3aIli MPOAYKTUBHOCTI PEHACPUHTY. AHAI3yIOYU BUIJIA] Ka-
MepH, BiH BU3HAYAE, K1 KJIACTEpU € BUJUMUMH Ta MalOTh OYTH BIJIpEHIEPEH], 3MEHIIIY-
toun HaBaHTakeHHS Ha GPU. lle mo3Bossie cTBOprOBaTH HEWMOBIPHO CKJIAJHI CIICHH 3

MUIbMOHAMU MOJIITOHIB JIJIsl MIATPUMKH ONITUMAIBLHOT YaCTOTH KaJPiB 1 MPOAYKTUBHOCTI.
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[Tomniron (anra. Polygon) — 6araTokyTHHK, a00 3aMKHEHA JlaMaHa, 1110 BigoOpakae

IUIOMMHY MK 3 1 OUIbIIIe TEOMETPUYHUMHU TOUYKAMHU.

Lumen

CTBOpEHHSI peajiCTUYHOTO BIPTYaJIbHOTO CBITY 3BOJUTHCSA JI0 OCBITIIEHHSA. B
Unreal Engine 5 icHye rioGanbpHe pillieHHs JUIsl OCBITJICHHS 1] Ha3Bol0 Lumen, sik 1mo-
Ka3aHo Ha (puc.1.7). BoHO TOYHO i1 peasricTHYHO IMITy€ TIOBEIHKY CBITJIa B CIICHI.

3aBIsSKHA MOBHICTIO JTUHAMIYHOMY TJ100ajJbHOMY OCBITIIEHHIO Ta BiJI0OPa’KEHHIO
Lumen 103BoJIsi€ CTBOPIOBATH HETIPSIME OCBITJICHHS, SIKE pearye Ha MpsiMe OCBITJICHHS Ta
TEOMETPIFO.

Yacu TpaauuiiHUX METO/I1B BUMIKAHHS CBITJIa HA MOJIEIsIX MUHYIU. Lumen anar-
TYETHCS JI0 3MiH HAaBKOJHUIITHLOTO CEPEIOBUIIA B PEATBHOMY Yaci, 3a0e3Meuyr0qn O1TbIIT
peanicTUYHe Ta AUHAMIYHE OCBITJICHHS, IO MOTpedye MEHIIIe pydHOi poOOTH Bija Xy0-

JKHUKIB.

Pucynok 1.7 — Bukopucranus Lumen B Unreal Engine 5 [7]

Hampuxnan, ocBITJIIEHHS MOXHa HaJlaIITYBAaTH BIAMOBITHO 0 Yacy 100U, HOBOTO

JKepena CBiT/a (HampuKiajd, JIIXTapyK), paliTOBOTO MPOMIHHS, 110 MOTpaIuise B Kajip,
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Tomo. Lumen peryintoe OCBITJIICHHS BiJl BIAKPUTUX JTUHAMIYHUX CIIEH 0 HAHUAPIOHIIIMX

neTane.

Virtual Shadow Maps

BipryanbHi kapTu TiHEH — 116 HOBHI METO]T BiIOOpaXKEeHHS TiHEH, KU TPOMOHYE
UES, 3a6e3neuyroun y3ro/pKeHe 3aTIHEHHS 3 BUCOKOIO PO3/IBHOIO 3/1aTHICTIO. Lleit 1H-
CTpYMEHT OyB po3po0sieHnl 1715 301IbIIEHHS PO3AUIBHOT 31aTHOCTI TiH1 BIMOBIAHO 10
HOBOT BUCOKO/IETaJII30BaHOi reomMeTpii, 3anpornoHoBanoi UES.

UES Takox npononye mpaBaomnoaioHi M’sK1 TiHI Ta 3a0e3Medye MpocTe Ta 3p03y-
MiJie PIlICHHSI I CTBOPEHHS TiHEH, yce 3 KOHTPOJIbOBAHUMH BUTPATaMH Ha TIPOyKTH-
BHICTb. [71eaIbHO MiAXOAUTH JJIs1 CTBOPEHHS PealliCTUYHUX CIICH 1 3aXOIUTIOIYHMX ITPOBUX

IIPOCTOPIB, SIK MOKa3aHo Ha (puc.1.8).

Percentage-Closer Filtering blurs uniformly, Shadow Map Ray Tracing produces plausible
removing important detail z i soft shadows with contact hardening

Pucynok 1.8 — Bukopucranns Virtual Shadow Maps B Unreal Engine 5 [8]

Chaos Physics
UES Tako HaJlae HOB1 MOKJIMBOCTI JIJIsl KEpYBaHHS (P13UKOIO Ta 31TKHEHHSIMH. Oc-
HOBHOIO CHCTEMOIO, BiMOBIIAIBHOIO 3a 11e, € Chaos Physics. Bukopuctoyroun LOD 1

IHTEJIeKTyalnbHe BUsBICHHS 3iTKHEeHb, Chaos Physics no3Bosse mpoBoauTu OiIbI



21

peaticTHYHi Ta iHTepaKTUBHI CUMYJIALil Ha OCHOBI disuku B rpi. Moro dyukiis Chaos
Destruction m03BoJise po3pOOHUKAM CTBOPIOBATH JTMHAMIYHI Ta PYWHIBHI CEpPEIOBUIIA,
sIK1 pearyioTh Ha MOii B TPl Ta ii IpaBIIiB, K MoKa3aHo Ha (puc.1.9).

Chaos Physics Tako mpomoHye aBTOMaTUYHE KOPUTYBAHHS CKIaTHOCTI TS (i3u-
yHUX 00’ €KTIB HA OCHOBI iX BiJICTaHI BiJ] KaMepH, 3a0€3MeUyI0YH BUCOKY ITPOTYKTUBHICTh
y (pi3MKO-HABaHTAXXEHUX ClIeHaX. BiH JIerKo IHTErpyeThCA 3 THITUMH CUCTEMaMU, TAKUMH
sk Niagara, Animation Blueprints 1 Control Rig, ans auHamiuHoi B3aeMo/1ii TepcoHaxiB

13 cepenoBuiiem 1 VFX.

Pucynok 1.9 — Bukopucranus Chaos Physics B Unreal Engine 5 [9]

World Partition

Unreal Engine 4 Bxe BiIOMHUIA TUM, 10 JO3BOJISIE CTBOPIOBATH BIIKPUTI CBITH. AJie
UES BHUBOIUTH i€ HA HACTYNMHUI PiBEHb, MPUCKOPIOIOYM CTBOPEHHS BEIMKOMACIITA0-
HOTO CBITY Ta CIIPOIIYIOYH B3a€EMO/II B HHOMY.

Kosnu moBa #ijie mpo peHiepuHr cepenoBuill Biakputoro cBity, UES BuKopuctoBye
BCl JIOCTYIIHI IHCTPYMEHTH Jisi MOTOKoBOi mepenadi. Oxpim Nanite, Lumen 1 LODs,
World Partition Bimirpae BupitraabHy poiib. Bin 3a0e3neuye eheKTHBHE BUKOPHCTAHHS
nam’siTi, 3aBaHTAXKyIOUM T4 BABAHTAXKYIOUH CEKIIii IrPOBOTO CBITY 3aJI€5KHO BiJ MICIISI PO-

3TalryBaHHs rpaBlid, sK oka3aHo Ha (puc.1.10).
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Pucynok 1.10 — Bukopucrtanus World Partition B Unreal Engine 5 [10]

Cucrema World Partition BUKOpUCTOBY€E CITKY JUIsl B1IOOpa)K€HHS MIAPIBHIB LIi-
JIoro BcecBiTy. Bu MoXkeTe KepyBaTH CKIaJHUMU PIBHSMH, K1 3aBaHTAXKYIOThCS Ta PO3-
BAaHTAXYIOThCA, KOJM rpaBelpb iae no manamadrty. Kpim toro, cucrema One File Per
Actor monomarae KoMaHaAaM MpaIoBaTH napanenbHo. Lle 3MeHiye KinbKicTh (ailiiB B
MPOEKTI, 30epirarouu JaHi K 30BHINIHI (aiiyiu 71 KOXKHOTO YYacHHUKA.

Pymiii Tako BUKOPUCTOBYE alrOPUTMH BIJICIYEHHS OKJIIO31i, SIKI 11€HTU(PIKYIOTh
BUIMMI 00’ €KTHU JJIs1 Bi3yasizailii, 3a0e3nedyoun BiqoOpakeHHs JTUIlle He0OOX1THUX acce-
TiB. [HI11 PyHKIIIT, Taki SIK CTUCHEHHS aCCETIB 1 MOTOKOBA Tepeaaya, e Oiablie mokpa-
IIYIOTh BUKOPHCTAHHS IMaM’sTi Ta MPOAYKTUBHICTh. AcceT (aHr1. ASset) — cTBOpeHHUH i
TOTOBUIA JIJIS BUKOPUCTAHHS KOHTEHT. MoXke OyTH K TPUBUMIPHOIO MOJICIUTIO, TaK 1 Ha-

OOpOM IrpoBUX MPaBUJL.

MetaHuman Character Creator

[TocTiitHO 3pocTaroya peaniCTUYHICTh MePCOHAXKIB B Irpax - 1€ peTeabHui OanaHc,
mo0 yHUKHYTH edekTy ‘“uncanny valley”. 3a A0moMororo HOBOTO I1HCTPYMEHTY
MetaHuman 1 3arajqbHUM YJJOCKOHAJICHHSIM CUCTEM aHIMallii, IepcoHaxi, ki HaCeJs0Th

ITPOBI CBITH, TAKOX MOXYTh 3pOOUTH CTPHOOK y MOKOJIIHHS BIEpE], K MOKa3aHO Ha
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(puc.1.11). Ili mepcoHa)i MOXYTb CIIYI'YBaTH 4yJ0BOIO OCHOBOIO JJIsI POOOTH XYI0MKHH-

KiB TI0 ITepCOHaXKax abo JomoMaraty 3armoBHOBaTH Macy NPC y BeTMKHX CIleHaX.

HOTKEY REFERENCE

Pucynok 1.11 — Bukopucrtanus MetaHuman B Unreal Engine 5 [11]

Hoga texnomnoris Unreal Engine 5 103BoJisi€ Iy>Ke JIETKO CTBOPIOBATH pealiCTHY-
HUX TIEPCOHAXIB 1 MICTUThH 0€3J114 HOBUX IHCTPYMEHTIB 1 OHOBJIEHb, SKUMU PO3POOHUKH
MOKYTh KOPUCTYBATHUCS HE3aJICKHO BIJ TUILY T'PH, SIKYy BOHU CTBOpIOIOTh. MetaHuman
TaKOX J0TIoMarae ONTUMI3yBaTH €Tarl aHIMaIlli CTBOPEHHS NePCOHaXka, 1110 O3HAYa€E Mpo-

CTIIIMH 1 MIBUAIINNA KOHBEEP JJIS BCIX PO3POOHUKIB.

AnHiMarsg

€ Gararo moxxnuBocTel aHimartii, Haganux UE4, ski Oynu nepereceri abo mokpa-
mieHi B UES: Animation Blueprints, Morph Targets, Retargeting, Root Motion Ta 6arato
irmroro. Aie UES Takox mpomnonye HOBI iHCTpyMeHTH, Taki sk Control Rig, Full-Body
IK Solver i 6araTto KoprcHUX BY3IIiB, SIK IMOKa3aHo Ha (puc.1.12).

Unreal Engine 5 po3iupuB cBiii HaOlp IHCTPYMEHTIB JJ1s1 aHIMAaIli TAKUMHU THCTPY-
meHTamH, sik Control Rig, sikuii 1a€ 3Mory CTBOPIOBATH Ta AUTUTHUCS piraMu MiX Iepco-
Haxxamu. 106 cTBOpUTH O1IBII MPUPOJHI PYXH, BU MOXKETE 30€perTu Ta 3aCTOCYBaTH

1o3u 3a jgonomororo mporpamu Full-Body IK.
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Control Rig — e yHiBepcalibHa cUCTEMa PITTIHTY, SIKA Ja€ 3MOT'Y XYAOKHUKAM 1
pO3poOHUKAM €(EKTUBHO CTBOPIOBATH PO3IIMPEH] PIrd MEPCOHAXKIB 1 00 €KTIB 7S TIPO-
IelypHOi aHiMallii Ta a”iMarllii Ha ocHoBi gaHux y pymiii. Full-Body IK Solver moxe 06-
pOOIISITH CKIIaJHY B3a€MO/IIF0 MK YACTHHAMH Tij1a IEPCOHAXA, TIOJIETIIYIOUN CTBOPEHHS

a”iMaIlii, aKi alanTyrThCs 10 PI3HOMAHITHUX CEPEIOBHII 1 CUTYAIli}.

n

=

Ry
1

[ didodt B obId | =

C) I\C Master

Pucynok 1.12 — Bukopucranus Sequencer B Unreal Engine 5 [12]

[H1I080 BaxkIMBOIO (DYHKIIIEO € Sequencer, IKUH J1a€ MOKJIIMBICTb CTBOPIOBATH He-
JHIAHY aHIMaIliio Ta Kinemartorpadiuni 300paxkenHs. Xoua ocHoBHi ¢pyukiii UE4 1 UES
3aJIMIIAI0THCS MOAIOHUMU, MOKPALLEHHS B3a€EMO/IIi 3 KOPUCTYBAayeM, IPOYKTUBHOCTI Ta
1HTerpatii poossts Bepcito UES O11b1i HaIIHHUM 1 CIIPOILIEHUM 1HCTPYMEHTOM ISl CTBO-
peHHs aHIMailii Ta kiHemarorpadii.

Takox BapTo 3rajatu OaraTomapoBy aHiMalito B Layered Animation. Lg ¢pyHkis
Mae okpemi Aopixkku B Animation Blueprint, skumMu MOXKHA 1HAMBIAYadbHO KEPYBaTH Ta
3MIIIYBaTH iX Mk co0oro. KoxkeH map mae neBHy aHiMallito abo JIOTiKy, sika JI03BOJISIE
30CEpPEANTHCS Ha PI3HUX YaCTHMHAX PyXy MEPCOHaXKa, HAMPUKIIAJ, HA BEPXHIN 1 HUKHIN

4acTHHI TijA.
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Kpim toro, 3a mornomMoror Takux iHCTpyMeHTIB, sik Skeletal Editor 1 Panel Cloth
Editor, animaTopu MOXyTh MaJIFOBATH Baru JJis CKiHIHTY Ta JA0JIaBaTH TKaHWHI OUTBIITOT

TNIMOWHM, CTBOPIOIOYM OLIIBII PEaTiCTUYHUX TIEPCOHAXKIB Ta CIICHHU.

MeTtaSounds

[lo cTocyeThest 3BykoBoro odopmienns, UES npencrasuiia HOBy ayaiocUCTEMY
MetaSounds. BoHa BUKOpPHCTOBY€ MPOIEAYPHUN MMiIX11 HA OCHOBI HOIB, IO JI03BOJISIE
CTBOPIOBATH CKJIQJIHI IMHAMIYH1 3BYKH, K1 pearyrTh Ha MO/Ii B Tpl.

Kpim Toro, MetaSounds Takok MOXe CHHTE3yBaTH ayaio B peaIbHOMY Yaci, 110
O3Haya€ MEHITY 3aJICKHICTh B1J] MOMEPEHBO 3aMMCAHUX CEMILIIB 1 O1IbIIIE MOXKIMBOCTEN
JUTSL TIPOLIEIYPHOTO Ta aJanTUBHOTO ayjio, Ak mokazaHo Ha (puc.1.13). Kpim toro, UES
Mae nmokpanieHi PyHKIlii IpoCTOPOBOTO ay/110 Ta aKyCTUUHOT'O MOJICJIFOBAHHS, III0 POOUTH
IrpOBUI ay10-I0CBI 1€ OUIBII 3aXOIUTIOIOYUM 1 PEaTiCTHYHUM.

Takox, miuarin Audio Synesthesia Hamae HaOlp IHCTPYMEHTIB aHaI3y JJis BUITY-
YyeHHs 1H(opMalli 3 ayJI0CUTHAJIB, K1 IOTIM MOKHA BUKOPHUCTOBYBATH ISl KEPYBAHHS

ITPOBUM TIPOIIECOM, Bi3yaIbHUMH €()eKTaMH YW 1HITUMHU aCIIEKTaMH MPOEKTY.

Pucynok 1.13 — Bukopuctanus MetaSounds B Unreal Engine 5 [13]
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1.2.2. IlepeBaru Unreal Engine 5 Haj iHIIUMH pyHTisSIMH

Texnonorig Unreal Engine 5 mae BupimanbHe 3HaY€HHS JUIsl KOHCOJIEH HACTyI-
Horo nokoJiHHsA. UES Takok cTaB KpUTHYHO BaXKIMBHUM y CTBOPEHHI MPOCTUX, TOTYX-
HUX 1 MacCIITa0OBAaHUX TPUBUMIPHHUX CBITIB JIJIs1 PI3HOMAHITHHUX raily3ei, BKIIOYAI0YH ap-
XITEKTYpPY, TPAHCIIAIIII0, MTOI1T B MpsiMOMY edipl, aBBTOMOOLIEHY IMTPOMHUCIIOBICTh 1 TPAHC-

MOpT, KIHO Ta TeJIeOadeHHS.

UES no3Boisie daiinu 611b1110r0 po3Mipy

Unreal Engine 5 no3Boisie 3011b1IyBaTH po3MipH (paililiB — 1 BUKOPUCTOBYBATH
tekctypu 4K, 8K 1 12K. Ckaximo, rpaBellb TUBUTHCS Ha Medepy Ta 0a4yuTh CTaJarMiT.
Bin BiarBoproetses B 4K. Asie koM rpaBells 301IbIIye 300pa)KeHHs, pO3AUIbHA 3/1aT-
HICTh IMHAMIYHO 3MiHIO€ThCS. | rpaBenb 0aunth ctanarmitT y 12K.

s pynxkuig HeitmoBipHa a1 revimaeBy 1 UES poOUTh 11e MOXIHMBUM, 00pO0IISI0UH
O1b1I1 po3MipH (paititiB. OCKUTBKM KOMaHIU MPALIOI0Th HaJl CTBOPEHHSIM 1rOp NIl KOH-
coJiell HaCTyIMHOTO TOKOJIiHHS, TakuX sk PlayStation 5 1 Xbox Series S, iM 3Ha100UTHCS
MO>KJIUBICTh OOPOOIATH BENHKI (Daidiu.

o6 peamizyBatu Bci nepearn Unreal Engine 5, po3poOHMKaM 1 TBOPLSAM 1rop
JIOBEJICTHCS MPAIIOBATH 3 CHCTEMOIO KOHTPOJIIO BEPCi, sIKa CTBOPIOE Bepcii 1 Oyab-

SAKUX BEJMKUX (PaillliB 1 HECKIHUEHHO MacCIITa0yEThCS.

UES niaxoauTs aist BupoOHUITBa GijabMIB 1 aHIMaIlii

Texnonoriynuit nporpec Unreal Engine 5 Tako CyTTEBO BIUIMHYB Ha 1HAYCTPIIO
KIHO Ta pO3Bar, 3pOOHBIITN BHECOK y MOHA 550 0CHOBHUX KIHO(M1JIBMIB 1 TeJecepiaiB.

Jluuie KigbKa poKiB TOMY BipTyalbHUH MPOJAKIIH BUKOPUCTOBYBAIU JIUIIIE JIOC-
BI/IYCHI pEeKUCEPU. 3aBISIKU TEXHOJOTII Ta MoxMBOCTsAIM Unreal Engine 5 BipTyanbHuii
MIPOJIAKIIH CTaB JOCTYITHUM JIJIsE OUTBINOT 1HYCTPIi Ta BUKJIMKAB XBHJIIO B aHIMAIIHHUAX
¢binpMax, TenedaueHHi B CTPIMIHTY, MY3UYHHX 3aX0/axX TOILO.

Unreal Engine 5 Hajae TBOpIISIM BEMKHI HAOIp IHCTPYMEHTIB JIJIsl BIPTYaJIbHOTO

MPOJIAKIIEHY, IHCTPYMEHTH KiHeMaTorpadiqHOro penaryBaHHs Ta aHiMallli IiJi Ha3BOIO
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Sequencer, a Tak0 MOXJIMBICTh CTBOPIOBATH (PiHATBHUI BUX1THUNA KOHTEHT JJIsi CBOTO

IPOIYKTY.

Kpocmmardopmua po3pobka

e ogniero nepeBaroto Bukopuctanus Unreal Engine € ioro miarpuMka Kpocria-
TopMHOI po3poOKU. JIBUTYH J03BOJIIE PO3POOJSATH irpu i OaraThoxX IIaTdopm,
Brurrogaroun Windows, Mac, Linux, Android, i0S 1 koncomi. [{e Moxke 3aomaantu po3-
poOHUKaM OaraTo 4acy Ta 3yCHilb, OCKUIBKH iM TOTPiOHO JIMIIIE OJUH pa3 HAIIUCATH KOJ
1 pO3ropHyTH Horo Ha Kibkox miaatdopmax. Kpim toro, Unreal Engine npononye BOy-
JOBaHy MATPUMKY PI3HUX MPUCTPOIB BBEJICHHS, TAKUX K T€HMMaIM, KIaBiaTypH Ta ce-

HCOPHI €KpaHH, 10 MOJIETIIy€E PO3POOKY 1rop JJif PI3HUX MPUCTPOIB.

3pyunuil iHTEpPEiic

Unreal Engine mMae 3pyunuii intepdeic, ssikuii moJierirye po3poOHIKaM CTBOPEHHSI
Ta 3MIHY BMICTY TpH. [[BUTYH MTOCTaBISETHCS 3 Bi3yalIbHOIO CUCTEMOIO CIIEHApIIB M1 Ha-
3Bo10 Blueprint, sika 103BoJisie pO3pOOHUKAM CTBOPIOBATU JIOTIKY Tpu 0€3 HamHMCaHHS
koxy. Kpim Toro, Unreal Engine npornoHye noTykKHUI pelakTop PiBHIB, SIKUW T03BOJISIE
PO3pOOHMKAM MIBUIKO i €(PEKTUBHO CTBOPIOBATH Ta 3MIHIOBATH PiBHI I'pu. PenakTop no-
CTa4a€ThCsl 3 HA0OPOM IHCTPYMEHTIB 1 QYHKITIN, TAKUX SIK CKYJIBIITYPYBaHHs JJaH ATy,
MaJTFOBAHHS JIUCTS Ta pEAaryBaHHsI CITKH, K1 TOTIOMOKYTh BaM JIETKO CTBOPIOBATH CKJIa-

JIHI I'POBI CEPEIOBUIIIA.

Bizyanbnuii cuenapiii Blueprint

Cucrema Blueprint Visual Scripting 8 Unreal Engine Hanae po3poOHukam irop 3Ha-
4HY IIepeBary, 103BOJISIOUN iM CTBOPIOBATH JIOTIKY IpH 6e3 HamucaHHs Koxy. HMoro iHTe-
pdeiic nepeTaryBaHHs 1a€ 3MOTY IIBUJKO CTBOPIOBATH CKJIAJHY I'POBY MEXaHIKY, 1 BIH
MOBHICTIO 1HTETPOBAHUH 13 PYIIIEM, TO3BOJISIOYN CTBOPIOBATH BCE, Bl MPOCTUX PYXiB
rpaBiis 10 ckJIaaHoi moBeaiHky LI,

Cucrema 0asyethcs Ha iHTepdeiici Ha ocHOBl HOAIB y Unreal Editor 1 € moBHOIO

CHCTEMOIO CIIEHApiiB IrpoOBOIo IMpolLecy, sK moka3aHo Ha (puc.l.14). Bin ¢yHkiionye
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MoA10HO /10 3BUYAHUX MOB CIIEHapiiB y BUBHAYEHH1 00’ €KTHO-OpPIEHTOBAHUX KJaciB abo
00’exTiB y MexaHi3mi. Ll cuctema € Haa3BHUaliHO THYYKOIO Ta MOTY>KHOIO, HAIAal0uu
TU3aifHepaM MOJKJIIUBICTh BUKOPHUCTOBYBATH Maike TIOBHHUH CIIEKTp KOHIIEHIIINA Ta iH-

CTPYMEHTIB, Kl 3a3BHYail JOCTYIIHI JIUIIIE POTPaMicTaMm.

Pucynok 1.14 — Bukopucranns Blueprints B Unreal Engine 5 [14]

Kpim Toro, peamizamisi Unreal Engine na C++ BkiIrodae creriaibHy pPO3MITKY
Blueprint, no 103BoJIsIE MporpamicTaM CTBOPIOBATH 0a30B1 CUCTEMH, K MOXKYTh OyTH
PO3IIUPEHI TU3alHEepaMH.

[TincymoByroun, cuctema BizyanbHUX ciieHapiiB Blueprint y Unreal Engine € nan-
3BUYANHO YHIBEPCAIBHHUM 1 MOTYKHUM 1HCTPYMEHTOM, SIKMU MPOMOHYE PO3pOOHUKAM
1TOp MIBUIIHM 1 TPOCTIMIUHN CMOCIO CTBOPIOBATH CKJIAHY ITPOBY MEXaHIKy, HE BUMara-

04N BiI[ HUX HAIITMCAHHA KOY.

Unreal Engine Marketplace
Unreal Engine mae mara3zun (a00 puHOK), IKUH HaJlae po3poOHUKaM Irop JAOCTYyM
JI0 IIUPOKOTO CIIEKTPY aCCETIB, IHCTPYMEHTIB 1 IUIATiHIB, K MMoKa3aHo Ha (puc.1.15). [e#

PUHOK TIPOTIOHYE PI3HOMAHITHI acceTd, BKiIodardu 3D-mogmerni, TeKCTypH, 3BYKOBI
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e(eKTH Ta aHIMaIlilo, sIK1 JOTIOMAaratoTh pO3pOOHUKAM IIBUAKO CTBOPUTH BUCOKOSIKICHY
rpy. KpiM TOro, puHOK MpomoHye psiji iIHCTPYMEHTIB 1 IJIariHiB, TAKUX K aHANITHKA 1T,
OaraTokopucTyBalbki (PpeMMBOPKU Ta IHCTPYMEHTH ONTHMI3aIlli MPOIYKTUBHOCTI, SK1

MOXXYTb JOTIOMOTTH PO3pOOHHUKAM CTBOPUTH Kpallly Ta yCHIITHINTY TPY.

Dark Tower Int.: All products 50% off
MARKE-I-PLACE Home Browsev Industriesv Freev OnSale SubmitContent Help Search Products..

Showcase

LOW POLY VF“ -

SHOOTER PACK

SHOWCASE
Mixamo Animation Low Poly Shooter Pack
Retargeting 2 81,812.5681,268.79 = ,900. v5.0

o
CLIFFS AND ROCKS‘:’

86,526:1683,263.08

Realistic Looking Cliff Ocean Systemf
fropicakisiands and Rock Pack © 81,087-398956.90 Rendered Cinematics 8724.808579.84

Pucynok 1.15 — Cropinka marazuny Unreal Engine [15]

BucHoBkwu 10 po3ainy: Unreal Engine — e moTyxHwuii irpoBUi pyIIii, SKUA TPO-
MOHY€ PI3HOMAaHITHI IepeBaru AJisi po3poOHUKIB irop. Bin 3a0e3neuye BUCOKOSAKICHY Tpa-
biky, kpocruiatGopMHy po3poOKy, 3pydHHil 1HTEpdeiic, pO3IMHPEHY TOKYMEHTAIIII0 Ta
HNIATPUMKY CIIUIBHOTH, PO3IIMPEHE MOJIETIOBAHHS (P13UKH, IIBUIKE CTBOPEHHS MPOTOTH-
miB, MacmTaboBaHICTh, Bi3yalbHUU crieHapiii Blueprint, puHOK 1 po3poOKy, KepoBaHy
CribHOTOMO[16].

Bwmimatoun B co01 Takui peBOJIOMINHUN 1HCTpyMeHTan (yHKIIH, sk Nanite,
Lumen, Virtual Shadow Maps, Chaos Physics, World Partition, MetaHuman,
MetaSounds ta 1111, Unreal Engine 5 mae 110 3anpornoHyBaTH HE3aJIEKHO BiJl TOTO, YU
BU JIIOOUTENb, HE3AIECKHUIM po3poOHUK a00 Bennka AAA crynis. Lle BiaMiHHuN BUOIp

JUTSL THX, XTO XO4Y€ CTBOPUTH SKICHY Ta YCHIIITHY TPY.
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2 CTBOPEHHS I OIITUMIBALILSA ITPOBOI 3D MOJIEJII

[BuaKi TeMIH PO3BUTKY IpaiyHUX TEXHOJOTIHM Ta MOsiBa MOTYKHUX IrpadiuHuX
pyuriiB, Takux sk Unreal Engine 5, cTBOproloTs HOBI BUMOTH 10 ontuMizaiii 3D mone-
aei. OnTumizaiiis - 11e HeOOX1JHUN eTan y IMpoIieci po3poOKH, OCKIILKM BOHA BU3HAYAE
e(eKTUBHICTH BIATBOPEHHS Tpadiku Ta BIUIMBAE HA 3arajibHy MPOJYKTUBHICTh TPH.

Onrtumizanis 3D moneneit s Unreal Engine 5 € HeBiI'€eMHOIO YaCTHHOIO PO3PO-
OKu 1rop, CIPSIMOBAHOIO Ha IMiIBUIICHHS MPOAYKTHUBHOCTI Ta 3a0€3MeYeHHs] BUCOKOSIKIC-
Horo reimiuieto. Lleit mporec BUMarae peTeiabHOro MiAX0ay Ta BUKOPUCTAHHS pi3HOMA-
HITHUX TEXHIK 3 METOIO JOCSITHEHHS ONTUMAJILHOTO OalaHCy MiXK BUCOKOIO SIKICTIO Tpa-
(1K Ta €PEeKTUBHOIO POOOTOIO I'PU HA PI3HUX MPUCTPOSIX.

OpHi€ro 3 KIIOYOBUX LIJIEH onTUMI3alli € 3a0e31neueHHs cTa0UIbHOI KaJpoBoi Ya-
CTOTH Ta IJIABHOT'O TeUMILICI0. 3MEHIICHHS K1JIbKOCTI MOJITOHIB Ha MOJIEJI1 CIPUSIE IIIBU-
JIIIOMY BIITBOPEHHIO B CII€HI Ta KPaIloMy JIOCBITy TpaBIIs.

OnTuMizarlisi TakoXX J103BOJIsi€ €(PEKTUBHIIIE BUKOPUCTOBYBATH OIEPATUBHY Ta
rpadiuHy mam'siTe, O OCOOJIMBO BAXKIMBO JIJISl TPABLIB 13 MEHII MOTY>KHUMH MPUCTPO-
samMu. ONTUMI30BaH1 MOJIEII JT03BOJISIIOTH TPl MpaloBaTh €PEKTUBHO HA PI3HUX MPUCT-
posix, BKItouatoun koHcodi, [1K ta Mo6iapH1 mnaTdopmu. 3MeHIIIeHHs 00cAry Moaenen

CHpHSIE IIBUIIINM ITEPEX01aM MK CIICHAMH Ta 3aBaHTaKCHHIO I'pH B ijaoMy[17].

2.1 O6rpyHTyBaHHS BUOOPY MPOTPAMHOTO MAKETY ISl CTBOpeHHs 3D Momeri.

VY ramy3si reiiMaeBy BUKOPUCTOBYIOTHCSI PI3SHOMAHITHI TIPOTpaMu JJisi CTBOPEHHSI
3D mogaeneit, cepen skux BaxiauBumu € Autodesk Maya, Blender, Autodesk 3ds Max,
ZBrush Ta Cinema 4D. KoxxHa 3 1uX mporpam Mae CBOi yHIKajdbHI OCOOJIMBOCTI Ta 1H-
CTPYMEHTH JJIsl MOJICJIIOBaHHs, TEKCTYPYBaHHs, aHIMAIll Ta 1HIIKUX acleKTiB poOoTH 3
TPUBUMIPHOIO Tpadikoro.

Autodesk Maya TpaauiliiiHo BU3HaHA CTaHAAPTOM 1HAYCTpii Ta 3abe3mevye mu-

POK1 MOKJIMBOCTI /111 CTBOPEHHS CKJIAJTHUX aHIMOBAHUX O0'€KTIB Ta MEPCOHAXKIB.
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ZBrush BUKOpHUCTOBYETHCS JIJ151 CKYJIBITYPHOI'O MOJICTIOBAHHS Ta AeTai3allii, Toai
sk Cinema 4D Haii01s1b111e BUKOPUCTOBYETHCS B Tally3i Bi3yalbHHUX €(EKTIB Ta aHIMAIIil.

Blender, sixk 6e3ko1TOBHA IMporpaMa 3 BIIKPUTUM KOJOM, CTA€ MOMYJISIPHUM BHOO-
POM 3aBISKH CBOil O€3KOIITOBHOCTI Ta aKTUBHIHN CHITHHOTI.

B cyuyacHiil ingycTpii reliMaeBy, BUOIp MporpaMHOro MakeTy Jjsl CTBOpeHHs 3D-
MoJIeJIel € KITIOYOBUM €TaroM po3po0ku rpu. OHi€I0 3 HAOLIBIIT 3aXOTUTIOI0YUX Ta ede-
KTUBHUX aJIbTEpPHATUB IS 11i€i MeTHu ctae Blender.

Opniero 3 xkimroyoBux mepeBar Blender € fioro 0e3KOMITOBHICTh Ta BIJIKPHUTICTH
koxay. Lle poOuTh MOro AOCTYMHUM Ui HIMPOKOTO KOJIa KOPUCTYBauiB, HE3aJIEXKHO BiJ
ixHporo Oroxety. ['eiimaeBenonepu MoxXyTh BUKOpUcTOoBYBaTH Blender Oe3komToBHO,
110 BaXKJIMBO, OCOOJIMBO ISl HEBEJIMKUX CTY/I1M a00 MOYaTKIBIIB.

Blender Bpakae CBOEIO MOTYXHICTIO Ta THYYKIiCTIO B Taly3i MojemoBaHHs. Koro
1HCTPYMEHTH J03BOJIIIOTh BaM CTBOPIOBATH CKJIaJHI 3D-Mofeni 3 BUCOKOKO JeTani3a-
1iero. Bia moniroHaasHOro MOACITIOBAHHS 10 CKYJBITYpHOTO peskuMy, Blender 3a6e3me-
Yy€e IIUPOKI MOKIIMBOCTI JIJIs1 BTUIEHHS TBOPYHX 1716l Ta KOHIIENIIN TeliM/IeBeIONEPiB.

Blender takox Big3HauaeTbCcs CBOIMH PO3MIUPEHUMH MOXJIHUBOCTSIMH TEKCTYPY-
BaHHS Ta CTBOPEHHs MarepiaiiB. 3 IHCTPYMEHTaMHU, SIK1 J103BOJISIIOTH JIETKO HAKJIaJaTH
TEKCTYpHU Ta CTBOPIOBATH peayicTUYHI Matepianu, Blender crae BaxinBUM 1HCTpYMEH-
TOM JIJIsl CTBOPEHHS 00'€KTIB Ta IEPCOHAXKIB y Tpadilli rpu.

Blender Bosiogie notyxH1UMH 3acobamu AJi aHIMalli 00'€KTIB Ta MEPCOHAXKIB, 110
pOOUTH HOTO 17IeaTbHIM THCTPYMEHTOM 11 pO3POOHUKIB irop. [HTerparltis 3 pi3sHUMH 1T-
poBuMU nBUryHamu, Takumu sik Unity un Unreal Engine, no3BoJisie jierko i epeKTUuBHO
BUKOPUCTOBYBaTH cTBOpeHi B Blender mozeni B irpoBux mpoekTax[18].

Blender mae Benuky Ta akTHBHY CHUJIBHOTY KOPHCTYBauiB, IO CHpUse€ OOMIHY
3HAHHSIMU Ta PO3BUTKY Mporpamu. [1oCTiitHI OHOBIIEHHS Ta BIOCKOHAJIEHHS 3a0e3meuy-
I0Th KOPUCTYBayaM JOCTYM JI0 HOBITHIX TEXHOJIOT1H Ta (PyHKIIIH.

Blender BusiBisieTbes He JIMIIE MOTY>)KHUM THCTPYMEHTOM JIJIsl CTBOpEHHS 3D-Mo-
JieTIelt, aJe it JOCTYITHUM IS IIHPOKOTO KOJIa KOPUCTYBauiB. Ioro 6e3KOMTOBHICTH, PO-
3MIMPEH1 MOKITUBOCTI MOJICTIOBAHHS Ta TEKCTYPYBAaHHS, a TAKOK aKTUBHA CIIJILHOTA PO-

OJIATh WOTr0 MEPCHEKTUBHUM IHCTPYMEHTOM JIJIsl T€HMIEBEIOIMEHTY.
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Uepes perymsipHi OHOBJICHHS 3 IOJaBaHHIM YHIKaJIbHUX (DYHKITIHA, O€37114 O€3KOI1I-
TOBHUX aJIJTOHIB Ta yHIBepcalbHICTh, Blender Bce wacTiie BUKOPUCTOBYIOTh, K MaJie-
HBKI1 1H/I-TIPOCKTH, Tak 1 Beauki AAA ctynii. ToMy MoKHa CMUIMBO CKa3aTH, 1110 TAKUMH
Temnamu came Blender ctaHe mmpoKOBU3HAHUM CTaHAPTOM IHIYCTPIl 1 3aMIHUTD MAKET
Autodesk.

[le#t mporpamMHmMii MaKeT HE TIJIBKU 3370BOJIBHSIE MTOTPEOH JOCBIMUYECHUX PO3POOHH-
KiB, aJie 1 BIAKPHUBAE JIBEP1 JUIsI HOBUX TaJaHTIB, 1[0 POOUTH OT0 HalWKpaIluM BUOOPOM

JUTSL PO3BUTKY Ta CTBOPEHHS YHIKAJIBHUX 1TOP.

2.2 Bu3HavYeHHS TEXHIYHUX PaMOK.

CtBOpeHHs OyAb-sKOi MOJIEN] MOYMHAETHCA 3 171ei Ta KoHuenry. [lepen Tum, sik no-
YaTU MOJENIOBATH, Tpeda 3p03yMITH 110 caMe€ MU OyJeMO MOJEINIOBATH, B IKOMY CTHIII
e Tpeda poOuTH, i€ 11 MoJieb Oy/1e BUKOPUCTOBYBATUCH Ta SIKUX TEXHIYHUX MapaMeT-
piB OTPIOHO JOTpUMYyBaTuCh. B naHoMy Bumaaky Oyjia MOCTaBlieHA 3aJaya CTBOPUTH
ITPOBY MOJI€Nb CEPEIHBOI CKIIATHOCTI Y (hOTOPEaTiCTUIHOMY CTHIII.

VY KOHO1 MOJIeNl € CBOi Oa)kaHl TEXHIUHI MApaMETPH B 3aJI€KHOCTI Bl BUKOPHUC-
TaHHs. [le KUTbKICTh MOJIIroHiB a00 TPUKYTHHKIB (polycount), po3Mip TEKCTYPH, TEKCEIIb

ta Gopmar excriopTy Tekctyp[19].

2.2.1 KUtbKiCTh MOJIITOHIB

KisbKicTh OJIITOHIB 200 TPUKYTHHKIB — MEpILe, Ha 10 3BEPTAEThCS yBara mij yac
aHaizy 1 TecTyBaHHs Mojeni. OnTuManbHa KUIbKICTh TPUKYTHUKIB BU3HAYAETHCS AJIS
KOHOT Mojiei iHauBiayansHo[20]. Hanpuknaz, 11 Moaesi OTOUYEHHS CEPeIHBOro Po3-
Mipy (1-2m B onH1# 3 oceit) onTumanbHUM € aiana3oH B 5000-10000 TpukyTHUKIB B 3a-
JISKHOCTI BiJI CKJIAJTHOCTI 1 IeTaii3arlii, ik mokasano Ha (puc. 2.1).

Jns apiOHUX Mojienel, HalpUKIIaa, CTOJIOBUX PUOOPIB a00 JaMIl, BiABOJAUTHCS
Habaratro MeHIle TPUKYTHUKIB, TPUOJIU3HO B1Jl COTHI /IO TUCSY1 B 3aJIEKHOCTI B1JT pO3MIpY

MOJIei, SIK MoKa3aHo Ha (puc. 2.2).
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Pucynok 2.1 — Ilpukian mozeni B aiana3oHi 5-10Kk TpUKyTHUKIB
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Pucynok 2.2 — Ilpuknan moaeneit B giana3oni A0 1000 TpuKyTHHKIB
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Axio Monens Oyzie B pykax y IpaBlisd, a0o rpaBellb 0y/1e MaTH MOXKJIMBICTh PO3-
JUBUTHUCH 11 3 PETENBHO 1 3 KOKHOTO KyTa, TO TaKy MoJieib Ha3uBatoTh Hero Prop, B Ta-
KOMY BHUMAJKYy MOJIIKAYHT J03BOJISIOTH 30LIBIINTH, TIOKK MOJIETh HE OyJie BIAMOBIIATH
TEXHIYHOMY 3aBJIaHHIO, SIK ITOKa3aHo Ha (puc. 2.3). [Tomkayst (anra. Polycount) — kinb-

KIiCTb TOJIITOHIB HAa MoJieni. B irpoBiif iHaycTpii, yacTiiie — TPUKYTHUKIB Ha MOJIEI.

» Transform

¥ Mesh

v Cast Shadows

v Cull Back Faces
Tangent Space | Mikk

Tangent Calculation 'Per-Pixel v

VRAM: 0.12 MB

¥ Subdivision
Mode | Catmull-Clark »
S htle Subdivision Level & 1
+ Sharpen Corners
Wireframe Lsolines v

Geometry Reduction None

Pucynoxk 2.3 — IIpuknan Hero Prop moaeni B aiana3oni 70 5000 TpUKYTHUKIB

2.2.2 Po3mip TekcTypu

Po3mip TekcTypu Bu3HAUa€ pO3AUIbHY 37aTHICTh (DIHATBHOT KapTH TEKCTypu. Po3-
MIpHU TEKCTYPU MOXKYTb OyTH OyIb-SIKUMH, aji€ HailuacTile BUKOPUCTOBYIOTh KBaJIpaTH1
TEKCTYPH 3 pO31iIbHOIO0 3AaTHICTIO Bia 1024 (a6o 1K) 1 axx mo 8192 mikceneit (abo 8K).
B AAA npoekrax, 8K TekcTypu BUKOPUCTOBYIOTH JJIsl Iy’K€ BEJIUKUX 00’ €KTIB, a00 JJ1s1
nepcoHaxis[21].

JIy1st Mozienieit OTOYEHHS Ta MPOIICIB BUKOPUCTOBYIOTHh TeKeTypH 1K st MmaneHs-
kux mojenel, 2K 1iist cepennix, sk nokasano Ha (puc. 2.4) ta 4K ayist Bemkux Mojenei,
K TTOKa3aHo Ha (puc. 2.5) abo i1 MojeneH, K1 mepcoHax Oy/ie TpPUMaTH B pykax. SIKIIo
Mozenb 3aBennka s 2K, ane 3amana mist 4K TekcTypH, TO MOIIMPEHOIO MPAKTUKOIO €

MIPUCBOEHHSI MOJIeNl IBOX KapT 1o 2K, sk mokazaHo Ha (puc. 2.6).



Pucynox 2.5 — Ilpukian moaeni 3 4K TekcTyporo




Pucynox 2.6 — Ilpuknag moaenen 3 nsoMa 2K tekcrypamu

2.2.3 II{1IBHICTh TEKCEIIO

[ineHicTh TeKcemo abo texel density BU3HaYae KUIBKICTh MIKCEIIB Ha METP Ha

rotoBiit Mojeni. [IinpHICTE TEKCE0 3aJIeKUTh BT PO3AUIHHOI 3IaTHOCTI (pO3Mipy) Te-

KCTYpH Ta IIIIBHOCTI MaKyBaHHs pO3rOPTKH. [[J1s1 KOKHOTO MPOEKTY IIIIBHICTh TEKCEI0
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BU3HAYAETHCS 1HAMBIIYATBHO 1 1S HIIJIBHICTH 30€PIraeThes 1 3aCTOCOBYETHCA sl a0CO-
JFOTHO BCIX MoJIenei B Tpi[22].

[CHYIOTB TUJTBKY B BUKJIIOUCHHS KOJIM MOYKHA BUXOJIUTH 32 Y3TOJKEHUN TEKCEIh
B MIPOEKTI: AKIIO AUISHKY MOJIel He Oy/ie BUHO IPaBIio (THO OOYKM YU BHYTPIIIHA Ya-
CTHHA JyJia ITYIIKH), TOA1 MO>KHA 3MEHILIUTH TEKCelb 100 1aTu OLIbIIe Miclid Ha PO3ro-
PTII OUIBII BaXKJIMBUM JIeTaIsIM. AOO HaBITaKH, SKIIO MOJIeNIb Oy/1e BAKOPHUCTOBYBATHCH
rpaBleM OJIM3BKO 10 KaMepH, i OyayTh OpaTu B pyKH 1 pO3TJIsAaTH, TOI TEKCENb MOTpi-

OHoO 301bITyBaTH B 1.5-2.5 pasis.

2.2.4 1inpHICTD TAaKyBaHHS

[inpHICTh MaKyBaHHA — L€ Mipa 3anoBHeHHOCTI UV posroptku UV menamu mMo-
neni. [{ns onTMManbHOro BUKOPUCTAHHS TEKCTYpU MOTPIOHO focsraTh MiHIMyM 75% 3a-

TTOBHEHHOCTI PO3TOPTKH.

2.2.5 ®opmMar eKCopTy TEKCTYp

dopMaT ekcnopTy TEKCTYp BU3HAYa€ (iHATbHUN BUIJISAA 1 KUIBKICTh €KCIIOPTOBA-
HUX (aililiB TEKCTYP.

[1ix yac TeKCTypyBaHHS BUIUISAIOTH TaKl OCHOBHI TEKCTYpH:

Diffuse — TexcTypa, sika BigoOpa)xae OCHOBHHIA KOJIIP MOJIEII.

Metallic — mepenae MetaniuHiCTh 00’€KTY B YOPHO O1JIOMY CIIEKTP.

Roughness — mepenae mopcTKicTh MOJIENI B YOPHO O1IOMY CHEKTpi (HACKIIBKH
rJaJKui a00 MOTepTHil 00 €KT)

Normal — kapta HopMaJieli BAKOPUCTOBYETHCS JUIS 3MOJICTFOBAHHSI JICTAJICH OCBIT-
JICHHSI Ha TTOBEpXH1 00'ekTa. BoHa MicTUTh 1HpOpMAaIlit0 PO HAMPSIMKK HOpMaJiel (BEK-
TOPIB, MEPIICHIUKYIISIPHUX JI0 TIOBEPXHI) Y KOXKHIN TOUIll TTOBEPXHI.

Height — kapTa BHCOT BUKOPUCTOBYETHCS JIJIsl 3MOZCIIOBAHHS BUCOTH TOYOK TIOBE-

pxHi. KoxxeH mikcenb BigoOpakae BUCOTY MOBEPXHI BITHOCHO 0a30BOTO PiBHAI.
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Ambient Occlusion — kapTa OKJI10311 BUKOPHCTOBYETHCSA Pa3oM i3 300paKEHHSIM
JUISE MOJIETIIOBAHHS 3aTIHEHHS Ta MiJBUIICHHS KOHTPACTHOCTI B 00JacTsIX, Jie OBEPXHI
30JKeH1 a00 Jie 3HAXOMAThCs y 3aKkyTKax. Lle momomarae HajmaTty 300pakeHHIO OUIBII
peaNiCTUYHUIA BUTJIA, OCKUTEKA BOHO BpaxoBye Ouble (Pi3UYHIX 0COOIUBOCTEH OCBIT-
JIEHHS Ta TIHEH.,

Opacity — xapra nepeaadi mpo3opocti 00’ekTy. Hampukiaa, BUKOPHCTOBYEThCS
100 3poOuTH MPo30pe CKIIO a00 BUPI3aTH OTBOPH B CITIII UM MapKaHi.

Emissive — BuzHavae 00acTi TEKCTYPH YU MaTepiaiy, siKi BUIIPOMIHIOIOTH CBITJIO
HE3aJIe)KHO BiJl OCBITIEHHS clieHUu. LI kapTa Bu3Hauae, siIKi YaCTUHU 00'€KTa CBITITHCS

cami 1o co0i 1 He 3aJieXaTh BiJl 30BHIITHLOTO OCBITICHH[23].

[1ix yac ekcnopTy, MOKHa OOMpaTH AK1 caMe KapTH 30€perTu Ta sk came ix 30epe-
rTu. [lonynsipHUM METOJOM €KCIOpPTY KapT B reimaesi € metog ORM nakyBaHHS.

[TakyBaHHS IUX TPbOX KapT y oAHY TekcTypy (ORM texture) Mae KijbKa nepesar:

OauH TEKCTypHUI 00'€KT 3aMiCTh TPhOX MOKE 3MEHIIUTH BUKOPUCTAHHS ITaM'sITi,
10 BXKJIMBO JIJIS1 ONITUMI3AIli IPOJYKTUBHOCTI TP, OCOOIMBO HA MOOUTHHUX MTPUCTPOSX
Ta IHIIUX 00OMEXEHUX IIaTGopmax.

V¥ cyuacHux rpadiuyHuxX ABUTYHAX, 30KkpemMa, y TexHiul Deferred Rendering, xib-
KICTh TEKCTYpPHHUX 3pa3KiB MOKe BIUIMBATH Ha MPOAYKTHUBHICTh. [lakyBaHHS KapT y OJIHY
3MEHIIY€E KIJTBKICTh 3pa3KiB.

Bukopucranss ogHoro tekctypHoro o6'ekra s ORM crpoiirye poOoTy Xyq0kK-
HUKIB Ta TU3aiHEPIB, OCKUIBKH M MOTPIOHO KePyBaTH JIMIIIE OJTHIEI0 TEKCTYPOIO JIJIsl BU-
3HA4YCHHS BIACTUBOCTEH MaTepialiB.

ORM-TtekcTypu gonomararoTh 30epiraTa BaXJIuBY iH(opMaItito npo ¢izuyHi Bia-
CTUBOCTI MaTepialliB y OuIblll €()EeKTUBHUN CIOCIO, 3MEHIIYIOUM BIUIMB HA MPOJYKTHUB-
HICTH 1 3a0€3Me4Yyr04Yr BUCOKHUH PiBEHD JieTalli3allli y Bi3yalbHUX e(eKTax.

A SKIIIO Taka TeKCTypa OyJie BUKOPUCTOBYBATHCS B JA€CSITKaxX MaTepialiB - L€ Mo-

JIETIIUTH POOOTY B LIJIOMY 1 3HU3UTh HABAHTAXKEHHSI HA ONEPATUBHY 1AM’ ATb.
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2.2.6 O0OpaH1 TeXHI4YHI paMKH

Jlnst nanoi Mozeni 6ysio oOpaHoO HACTYIHI TEXHIUHI TapaMeTpH:
Kinbkicts TpukyTHHKIB: <8000

Posmip Texctypu: 2048*2048

Tekcenb: >500 px/m

HlinpHICTH MakyBaHHA: >75%

®dopmar excriopty Teketyp: ORM Packed.

2.3 CtBopenns 3D monmeni

Jlis Bu3Ha4YeHHS KOHKPETHOTO KOHIIENTy, Oynmu Bukopuctani caiitu Google,

Pinterest Ta ArtStation.

2.3.1 Bubip koHmenrty

Bbyno oOpano 3po0uTH MOJENb CTApOBUHHOI TapMaTu 3 My3et0 XOTHHCHKOT (op-

TeIll, SIK MOKa3aHo Ha (puc.2.7).

Pucynok 2.7 — OOpaHuii MpUKIa]] rapMaTH 3 peaibHOTo KUTTA [14]
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Leit BUOip 0OTpYHTOBYETHCS JOCTATHBOIO KUIBKICTIO IeTali3allii, IIKaBICTIO
1 pI3HOMaHITHICTIO TEKCTYp Ta MOXJIMBICTIO BUKOPUCTaHHS MOJIET y MaTPIOTHYHIHN 00-

CTAHOBIII TPH PO YKPATHCHKY 1CTOPIO.

2.3.2 CtBopenns mynoopay B PureRef.

HacTyrmHuM eTanoM ImiIroToBKH € CTBOpEHHS Mynoopay. Mynoopa (anri. Mood-
board) — Habip npukiIamiB A poOOTH, OpraHi30BaHUX 3a CIUIBHUMHU aClIEKTaMH LiIbO-
BOT'0 IIPOJYKTY. Mya0op/ i BUKOPHUCTOBYIOTH JJIsI O1IBII TOUHIIIOTO PO3YyMIHHS JI€Tali-
3aI1ii Ta TeKCTypU MOJIEIII.

HaitnonynsipHina mporpama i CTBOpeHHst Mya0opaiB — PureRef, sk mokaszano
Ha (puc.2.8). BoHa € 6€3KOITOBHOIO Ta iIHTYITHBHOIO, TOMY BOHA ITiIXOJIUTH SIK JIJIS JTOC-

BIIYCHHMX XYJIO0KHUKIB, TaK 1 JJIsl TOYATKIBIIB.

Pucynok 2.8 — CtBopenuit myaodopa B PureRef
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3a 101OMOroo0 MOLIYKOBUX PecypciB, OyIio MmiiiopaHo IeKiibKa pedepeHciB Ha KO-
YKEH acTleKT MaOyTHHOT MOJIENi: cama MOPTHUpa, KoJieca Ta IpiOHi AeTall, a TAKOXK TEeKC-
TypH JiepeBa Ta CTalll.

Pedepenc (anrn. Reference) — mpukiag acekTy mijibOBOro NpoaAykTy. Bukopuc-
TOBYETHCS SIK MPUOIM3HUNA OpiEHTHUD, a00 YiTKa I1Ib B poOoTi. Bei 3HaiineH1 pedepencu

Oynu 310pani B ouH Myao6opa B nporpami PureRef.

2.3.3 baoxiar mozxem B Blender

Hactynuuii etan crBopenns moaeni — 6okiHT (blocking). brokinar — e mpubms-
HUW TPUBUMIPHUHN “HAPUCOK™ MalOyTHBHOI MOJIENi. BIOKIHT poOIATh /1711 BUCTABJICHHS 1
y3ro/DKCHHS (POPMH Ta pO3MIpiB MOJICII, K MoKa3aHo Ha (puc.2.9). biokiHr poOUThCs B
3D penakTopi, B sKOMy OyIyTh pOOMTHCH HACTYITHI €Tall MOJICITIOBAHHS, B HAIIOMY BH-

najaky — e Blender.

Pucynok 2.9 — Bukonanuii 6J1I0KIHT MOJeNi
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byno BUKOHAaHO TPUONM3HE BIATBOPEHHS HEONTHMI30BAHOI MOJI€NIb MOPTHUPH.
brokinr He moBHHEH MaTH B co01 BEMKY KUIBKICTD JIeTanel abo ONTUMI30BaHy MOJIro-
HaJbHY CITKY, HOTO OCHOBHA LLJIb — MPUOJIM3HO nepeaaTH GopMy 1 KOHIIENT MailOyTHROT

MOJIEI.
2.3.4 JloymnoJii MoJIeTtOBaHHSI
HactynHum eraroM MoJielOBaHHS € CTBOPEHHS HU3BKOIOJITOHAIBHOT 200 JI0Y-

noxi (LP) moxeni. Ha nboMy etami XyZ0’)KHUK MOBUHEH 13 OJIOKIHTY 3pOOUTH MO/IENb,

TOTOBY JIO IMITOPTY B iTpOBHIA Py, K ToKa3aHo Ha (puc.2.10).

BnokKiHr

Pucynok 2.10 — Pi3auis Mixk eTamamMu OJIOKIHTa 1 JIOYTOJT

To6T0, Ha 1ILOMY €Talll BUMPABJISIFOTHCS TIOMIJIKK OJIOKIHTA Ta J0JIA€ThCSI MAKCH-
MaJlbHa T€OMETpUYHA JeTami3alis GiHaIbHOI MOAeTl (3aKJIeNKU, MOTY3KH, CTPYKTYpPHI
eseMeHTH ). Jlyke BaXKIIMBO MepeiaTh peaTiCTUIHICTh MOJIei. SIKIII0 MoIeTh Ma€ ABl J10-
IIKU TIPUOUTI OJIHA 0 OJHOI, TO Ha Mojeli (a0o xoua OM Ha TEKCTypi) Tpeba mokazatu
SIK CaM€ BOHU TPUMAIOTHCS pa30M, HAMPUKIIAJ, TBI3IKAaMHU a00 TJIaHKaMH 3 3aKJICTIKaMU,

SIK TTOKa3aHo Ha (puc.2.11).
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Pucynok 2.11 — 3BopoTHS 4yacTHHA JIOYTOI1 MOJEN1

2.3.5 CTBOpeHHs XalmoJ Mozei

Highpoly moaens (HP) cTBOproeThest asist TOro, 100 rnepeaaTy AeTali3aliio Ha HU-
3bKOTIOJNIITOHAJIEHY MOJIENb. TOMY, i 9ac CTBOPEHHS XauIoi, Tpeda JOCATTH MaKCuMa-
JILHO JETANII30BaHOTO, BIAMPAIIbOBAHOTO BUTIISIAY (3 M’SIKUMH KyTamH, BCIMa TBI3JIKAMHU
1 Oositamu, BUIMKaMHu, TOIIIO), SIK TIOKa3aHo Ha (puc.2.12).

OTpuMaHy MOJieJIb HE MOKHA BUKOPHUCTOBYBATH B I'POBOMY PYIIIii 11O IBOM IIpH-
yuHaMm. [lo-niepiue, ii mogikayHT 3aBUCOKUH, 110 MOTaHO B1AOOPa3UThCs HAa MPOTYKTHUB-
HoCTI Tpu. [lo-npyre, Taky BUCOKOMOJIIrOHAIBLHY MOJINb OyJle HAI3BUYAHHO CKJIAIHO 1
HenpakThuyHO po3ropratu Ha UV, a notiMm iMnoptyBaTH B Substance Painter.

Tomy 1151 MOAENb OyJ1e BUKOPHUCTOBYBATHUCH JIHIIIE JUTSI IEpeavi CBOET reoMeTpuy-

HO1 1H(opMalIlii Ha KapTy HOpMAaJIEH JOYIOJI MOJIEIII.
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User Perspective
(2) Scene Collection | Cylinder.039

Objects 41
Vertices 566,993
Edges 1,130,160
Faces 563,218
Triangles 1,126,436

Puynok 2.12 — CTBopeHa Xaimoi MOelNb 3 KUTbKICTIO TPUKYTHHKIB O1IbIIIe MUTbHOHA

2.3.6 Onrtumizaltis J0ymosi Moaeml

Ha nipomy erami 6yne ctBopenui Meu Juist iMrnopty B Substance Painter ta 6e3mo-
CepeIHbOr0 BUKOPUCTOBYBAHHSI B IrPOBOMY PYIIIii, TOMY ME€pe] Horo CTBOPEHHAM Tpeda
peTeNbHO MPOAYMATH CLIOCOOU MOT0 ONTHUMI3AIIii.

OnTumizanis Mojeml 3a3BUYail JUIMTHCS Ha JIBa €Taly: ONTHUMI3allis reoMeTpii 1
ONTUMI3allisl PO3TOPTKH.

OnTumizanis reoMeTpii BUKOHYETHCS 32 PaxXyHOK BHJAJCHHs, 3aMiHH a0o 3Be-
JICHHS] HENOTPIOHMX TOITOHIB, SIK1 HE HECYTh BUPIIIAILHOI pOJIi 1 HE BU3HAYAIOTH (OpMY

00’€eKTYy.
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2.3.7 OCHOBHI TEXHIKH ONTHUMI3aIlii TeoMeTpii

3BeJICHHS pajilycCiB

3BeZICHHS Pa/iiyCiB — BUKOHYETHCS Ha MICIISX, JI€ KOJIO BEJTUKOTO pajiycy Bee 10
KOJIa MEHIIIOTO paaiycy. 3aais 30epekeHHs] piIBHOMIPHOTO BUTJISITY Ha pajiycax, 3aiBi
€DK CIIJT 3BOJAMTH Ppa3oM, 00 30€perTd BiJHOCHO OJHAKOBY JTOBXHHY (PIHAJIBLHOTO
eIKa , sk mokasano Ha (puc.2.13). Emk (anrn. Edge) — npsima miHis, 1o 3’€1Hy€e 1Bi TO-
yku. Tpu 1 OuTbIle epka cTBOPIOOTH (eiic. Deiic (anrn. Face)— Ha3Ba npuMiTHBY Oara-
TOKYTHHKA B MporpaMHOMYy 3abe3mneueHHi Blender.

ko e He poOUTH, TO, MO-TIEPIIe, Ha MOACIII 3aJTUIIATHCS 3aiB1 TIOJIITOHM, K1 HE
MOKPAIIYIOTh 3aTJIbHUIN BUTIIA MOJIENI, MO-ApyTe, (piHanbHa MOIeTs Oy/1e MaTh HEPiB-
HOMIpHY HIUTBHICTh T€OMETpii, 1o Oyae mpuBepTaTH OUTBITY yBary /10 MEHII IIITHHUX

obmacreit Mozedi, sk moka3aHo Ha (puc.2.14).

Pucynok 2.13 — TexHika 3BeIcHHs pajlycCiB (3/11Ba) 3 MEPEBIPKOIO TOBKUHH €JIK1B

(paBopy4)

3Be/IeHHsI B OJIHY TOUKY Ha IJIacKuX ¢ercax
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3BE/ICHHS B OJIHY TOUKY Ha IJIaCKUX (pericax — BUKOHY€ETHCS Ha JUISTHKAX MOJE 3
TackuMu eiicamu, siki He OyayTh mignaBaTucs nedopmaiiii. Lle momupena npakTuka B
IHOYyCTpli B LJIoMY, a 'y cdepi hard-surface monentoBaHHs! — MpaBUIIO ONTUMI3AIL].

s TexHika qy>ke eheKTUBHO M030yBa€ThCS 3aiiBUX TPUKYTHHKIB, HAa HAIIIOMY TIPH-
KJIaI1, JIWIIE 115 IeTadh Oyjia OMTHMI30BaHa Maike B IBa pa3u — 3MeHIeHHs Big 100 1o

61 TpUKyTHUKA , SIK IMOKa3aHo Ha (puc.2.15).

Pucynox 2.14 — BukoHnaHHs 3BEICHHS B OJIHY TOUYKY Ha TUTackomy (eiici

100 TPUKYTHHKIB

61 TPUKYTHUK

Pucynok 2.15 — IlopiBHsiHHS €()eKTUBHOCTI 3BEJICHHS B OJIHY TOUKY Ha IJIackomy (eiici
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Po30urTs Ha nerani

Po30utTs Ha geTai — 103BOJIsIE€ PO30UTH CKIIAIHY JAETaIb Ha IPOCTIII MaJli IeTaJi.
[le mo3BoJIsIE BUKOPUCTOBYBATH MPOCTIITY TOMOJIOTIIO JIJIsl KOKHOI JIeTall, sIK TOKa3aHo
Ha (puc.2.16), a He HaMaraTUCh 3pOOMTH BCE OJTHUM CYILIILHUM MEIIICM.

I{s TexHIKa — € OCHOBHUM TIPABUJIOM CTBOPEHHS KOMIUIEKCHOT TeoMeTpii Ha MoJie-
JISIX 3 BEJIMKOIO KIJIBKICTIO JIeTalli3allii, ajie MoMpH Iie, ii Jy*e piJKo BUKOPUCTOBYIOThH
XYyTOKHUKH TTOYATKIBIIl, YAM 1 YCKJIQTHIOIOTH COO1 MPOIIEC MOJICTIOBAHHS B IEKIJIbKA pa-

31B.

Pucynox 2.16 — BukonanHst po30UTTsI MOJIEN1 Ha JIeTal

Bunanenns 3annix ¢ericis

Bunanenns 3aaHix ¢eliciB — TexHIKa BUIAJICHHS TIOJIITOHIB, MPUXOBAHUX THITUMU
HOJIITOHAMHU. [HKOJIM Ha MOJENSX 3yCTPIYalOThCs AUISHKH IOJIITOHIB, SIKI TpaBelb HE
Oyzae 6aunTu Ha (iHATBHIN MO, HAIPUKIIAJI, CTOPOHH JOIIOK, Ha CTHKaX 3 1HIIUMU

JOIIIKaMH, SIK TToKa3aHo Ha (puc.2.17, 2.18).
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Pucynok 2.17 — Bunanenns 3anHix ¢eiiciB (4epBOHUM) 1 30epeKeHHS BUIUMUX (PeiiciB

(3eneHuM)

Pucynoxk 2.18 — TunoBuit npukiian geiicy mig BUgaIeHHS
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[Ticist 3acTocyBaHHS BCIX TEXHIK ONTHUMI3allli reomMeTpii, GpiHaapHa MOJACIh Ma€
7994 TpukyTHHKaA, K Toka3aHo Ha (puc.2.19). lle BXOauTh B paMKH TEXHIYHOTO 3a-

BAaHHs, TOMY MOXHA BBAXXAaTH €Tall MOACIIIOBAHHA BUKOHAHHUM YCHiIIIHO.

User Perspective

(2) Mortar_Cannon

Objects 1/1
Vertices 4 /4,486
Edges 48,593
Faces 1/4164
Triangles 7,994

Pucynok 2.19 — ®inanpHa onTUMI30BaHa JOYIOJ MOJENb

2.3.8 OnTumizanisi po3ropTKu

HactymnHaum erarnomM miAroToBKH JIOYIOJ1 MOJiesi 10 iMnopTy B Substance Painter

€ CTBOPEHHS ONTUMI30BaHOI PO3TOPTKHA MOJIETI.
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UV-po3sropTka — 11e npoiiec NpuB'sa3Ku TEKCTYP 10 FTE€OMETPUIHOT MOJIEI1 JIsl TOTO,
100 KOXKEH MIKCeNIb TeKCTYpH BHU3HAYABCS HA MOJENi. Y TPUBUMIPHOMY MOJIEITIOBAHHI
Ta KoMI'toTepHiil rpadini 3D-00'ekTH BU3BHAYAIOTHCS Y TPUBUMIPHOMY MPOCTOPI, a TEK-
CTypH - Y IBOBUMIPHOMY MpOCTOpi. TakuM 4uHOM, MOTPIOHO BCTAHOBUTHU 3B'SI30K MK
IIUMU JIBOMA TIPOCTOPAMHU.

UV-posropTka BkiItouae B cebe¢ BU3HAYEHHS TOTO, SIK KoopauHatu TekcTyp (U Ta
V) BimoOpakaroThcst Ha moBepxHi 3D-moneni. KoxxHilt BepimHi MOIeIi MPHUCBOIOIOTHCS
koopauHatu UV, sKi BKa3yl0Th, SIKH MIKCEJIb TEKCTYPH BIAMOBIIA€ 1iil BepiiuHi. Takum
yrHOM, UV-po3roptka reHepye KapTy, sika BU3HA4a€, Ikl YaCTUHU TEKCTypu OyAyTh Bi-
no0paxkeHi Ha KOHKPETHUX YaCTHHAX MOJIEI.

UV-po3ropTka € BaXJIMBUM €TalioM Y CTBOPEHH1 TeKCTyp it 3D-Mozeneit, ocki-
JHKY BOHA JI03BOJIsIE €PEKTUBHO HAHOCUTH TEKCTYPH Ha MOBEPXH1 00'€KTIB 1 HaJla€ KOH-
TPOJIb HAJ THM, K TEKCTypa BiI0OpaKa€ThCS Ha MOJIECII.

Jst 36epexenHs npoctopy Ha UV po3ropriil, BUKOPUCTOBYIOTh TEXHIKY ITiJ Ha-

3Boto Overlapping, sk moka3zano Ha (puc.2.20).

Pucynoxk 2.20 — Bunaneni gerani nig Overlap
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[{s TexHiKa moJisira€ B BUBHAYCHH1 JeTajeil MOJIeNi 110 MOBTOPIOIOTHCH, SIK1 HE Oy-
IyTh BUAMMI 3 OTHOTO 1 TOTO X pakypcy. ToOTo, SKIIo y MO/EN 3 IBOX CTOPIH OAHAKOBA
CTiHA, TO OJIHY 13 CTIH MOXHA BHUJIAJIUTH 1 MPOAYOJIOBATH Ty, 110 3aJIUIINAIACH. TakuMm
YWHOM, MOHa 36KOHOMUTH BeJIUKY YacTuHy UV po3ropTku.

Takox peKOMEHAYEThCSI BUKOPUCTOBYBATH METOJ 3MEHIICHHS PO3MIpY APYropsi-
nHUX Aetanen. Hanpukmnan, sikuio rpaBeib He Oyjae 6auuTh AHO MiAJIOTH, TO HOMY MOXHA
BigBecTu MeHiie npoctopy Ha UV posroprii. Lle poOuThcs BpydHY, 3MEHIIYIOYH TEK-
cesb Ta po3Mip UV octpoBa 1i€ro getani.

[H111010 Ba>KIIMBOIO TEXHIKOIO ontuMizanii UV mpocTopy € BUIPSIMIIEHHS OCTPOBIB.
k1o Ha MoJeNi € KpUB1 @00 OKPYXH1 OCTPOBH (3a3BMYall Ha LIWIIIHPAX ), TO iX MOTPIOHO
BUIIPSIMUTH B IPSMOKYTHUKH. L{e 103BOJINTH O171b11I KOMIIAKTHO YIIAKyBaTH PO3TOPTKY Ta
3ano0iraTume nosiBi rpadiuHuX apTedakTiB 1]l Yac TEKCTYpyBaHHS.

SIKIO TPUKYTHUK pIXKe MIKCENb M1l KyTOM 1 MPOXOAUTH YEPe3 LEHTP MIKCEIs, K
noka3aHo Ha (puc. 2.21), To Becbh miKcenb 3a(papOOBYETHCSI KOIbOPOM LIbOI'O TPUKYTHHKA,
10 IPU3BOAUTH IO HEPIBHUX 1 MIKCEJIBHUX KPaiB, sIK MOKa3aHo Ha (puc. 2.22).. 11100 3me-
HITUTH BUJAUMICTh IIMX HEPIBHUX KpaiB, rpadiyHi NpoIecopy peali3yloTh TEXHIKY, sSKa

HasuBaeThes Super Sampling Anti-Aliasing.

SSAA SSAA

Pucynok 2.21 — Anroputm podotu SSAA [8]
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3a monomoror SSAA 16 Touok BUOIPKH PO3MOAISIOTECS MO OJTHOMY IIKCEII0, 1
KOJIM TPUKYTHHUK MPOPI3a€ MIKCEIb, 3aJIEKHO BiJl TOTO, CKIJIbKU 3 16 TOUOK BHOIpKH 0XO-
IUTIOE TPUKYTHUK, IO MIKCEJsl 3aCTOCOBYETHCS BIIMOBIIHUNA IPOOOBUN BIATIHOK I[HOTO
KOJIOPY, 110 MPHU3BOAUTH 10 ThMSHUX KpaiB 300pakeHHS Ta 3HAYHO MEHIII TIOMITHOT Ti-

Kcelizarlii, ik moka3aHo Ha (puc. 2.23, 2.24).

Pucynoxk 2.23 — [Ipukiag onTuMi30BaHOT pO3TOPTKH
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~ Texel Density Checker

Half TD Double TD

Pucynok 2.24 — ®iHanbHUN BUTIIST PO3TOPTKU 3 3aMIOBHEHHSAM B 78% 1 BUHECEHUMH

OBepJIariaMu

[Ticns onTumizaitii, Oysno orpumano UV posroptky 3 3anoBHeHHsIM UV mipoctopy
B 78% 1IUIBHOCTI Ta Tekcenem 613 px/m.
[le criBmaiae 3 TEXHIYHUMU paMKaM, TOMY MOYKHA BBa)KATH 1€l eTar poOOTH BU-

KOHAHUM BIPHO 1 SIKICHO.

2.3.9 lletiauHr 1 KACTOM HOpMaT

Hactynmaum etanom miciist po3ropTKH € TiepeBipka Ha apTedakTu MEHIUHTY MO-
neni 1 ctBopeHHs1 kactoM Hopmasied. [lelauur — 11e cnocod po3paxyHKy OCBITJICHHS 1
BI1JIOUTTS cBIT/IA BiJl 00’ ekTa. IcHYI0Th Tpu pexkumu meaunry B Blender: Shade Smooth,
Shade Auto Smooth, Shade Flat.

JList TorO, 11100 pO3paxyBaTH 3aTIHEHHS TPUKYTHHUKA, HAM MOTPIOHO 3HATH AB1 KITIO-
yoBi fetani. [lo-mepiie, HampsIMOK CBITJIA, a MO-APYre, HAMIPSMOK, B IKOMY CIIPSIMOBaHa
MOBEPXHS TPUKYTHUKA. Hanpsamok, 10 sIKOro 3BEpHEHUN OKpEMUN TPUKYTHUK, HA3UBA-
€THCSl HOPMAJIEM MOT0 MOBEPXHI, TOOTO MPOCTO HAMPSAMKOM, IEPIICHIUKYISIPHUM JI0 TIO-

IMMHU TPUKYTHHUKA.
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[1{00 00uKCINTH 3aTIHEHHS TPUKYTHHKA Sh, MU OepeMo KOCHHYC KyTa MiK JBOMa

HalnpsMKaMH, sIK ToKa3aHo Ha (puc. 2.25).

Pucynok 2.25 — BB kyTa 6 Ha 3areMHeHHs MaTepiany [8]

Jlami My MHOKMMO T€Ta KOCMHYCa Ha IHTEHCUBHICTh CBITJIA, a MOTIM Ha KOJIip Ma-
Tepiany, 100 OTpUMATH MPABUIILHO 3aIITPUXOBAHUM KOIIp I[bOT0 TPUKYTHHUKA. Llei mpo-
nec peryitoe 3HaueHHs: RGB TpukyTHHKIB, 1 B pe3yJbTaTl MU OTPUMYEMO JT1arla30H BiT
CBITJIA JI0 TEMPSBH MOBEPXHI 3aJIEKHO BiJl TOTO, AK 11 OKpEMI TPUKYTHUKHU 3BEPHEHI J0
CBITJIA.

Opnak, K10 MOBEPXHS MEPIEHANKYIISIpHA a00 3BEpHEHA B 01K, HAM HE MOTpiOHE
3Ha4YeHHs TeTa kocuHyca 0 abo Bia'eMHe YMCII0, TOMY IO 11€ MPU3BEJIE /10 MOBHICTIO YO-
pHOi oBepxHi. TOMy MU BCTaHOBJIIOEMO MiHIMabHE 3HAa4eHHS 0 1 104a€EMO 1HTEHCHB-
HICTh HABKOJIUIIIHHOTO OCBITJEHHS - A, TOMHOXEHY Ha KOJIip moBepxHi - M, 1 HanmamTo-
BYEMO 1I€ HaBKOJIMIIIHE OCBITJICHHS TaK, 11100 BOHO OyJIO BUIIMM y JEHHUX CIeHax 1 OJu-

xue 10 0 BHoui (1.1).

Shy = MI *cos 6 + MA (1.1
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Konu B creHi € Kijgbka JKepell CBITIa, MU BUKOHYEMO 1€l pO3paxyHOK KiIbKa
pa3iB 3 pi3HUMHU HAIPSIMKaMH Ta IHTEHCHUBHICTIO CBITJIa, a MOTIM J0JAEMO Pa30M JIsI KO-

’KHOTO JpKeperna cBitia (1.2).

Shy = M(I; cos(6,) + I, cos(8,) + 15 cos(63) + A) (1.2)

HasiBHiCTB 011 HIJK K1ITBKOX JKEpE CBITJIAa € 00UKCIIOBAILHO IHTEHCUBHOIO JIJIS
BaIoro rpagiyHoro MpoIecopa, 1, TaKUM YHHOM, CIICHH OOMEXYIOTh KIJIbKICTh OKpEMHX
JUKEpeIl CBITIIA, a 1HOJII 0OMEXKYIOTh Jliana30H BIUTUBY CBITIA, I[0O0 TPUKYTHUKH ITHOPY-
BaJIM JaJIEKE CBITJIO.

OpHa 3 KITI0OYOBUX MPOOJIEM MOJISATaE B TOMY, 1110 TPUKYTHUKH BCepeanHl 00'ekTa
MarOTh JIUIIIEC OAHY HOPMaJlb, 1, TAKMM YHHOM, KO’KCH TPHKYTHHUK MaTUME OJTHAKOBHH KO-
Jip 1O BCii MOBEpXHI TPUKYyTHHUKA. Lle HasuBaeThes miiockuM 3arineHHsM (Shade Flat) i
€ JIOCUTh HEPEATICTUYHUM, SKIIO JUBUTHUCS HAa BUTHYTI MOBEPXHI, TaKl K KOPIYC I€l
napoBoi MammHu. OTXe, 71 TOro, 100 OTPUMATH IIJIaBHE 3aTIHEHHS, 3aMICTh BUKOPHUC-
TaHHS HOpMaJel MOBEpPXHi, MU BUKOPUCTOBYEMO TIO OJIHIM HOpMAaJi Jjisi KOXKHOI Bep-
IIMHU, OOYMCIIEHOI 3 BUKOPUCTAHHSM CEPEIHBOT0 3HAUEHHS HOPMAaJel CyCIJIHIX TPUKY-
THHKIB.

Jlayi My BUKOPUCTOBYEMO METO/I, 3BaHUI OAPUIIEHTPUYHUMH KOOPIUHATAMH, 11100
OTpUMATH IJIABHUW TPa/ilEHT HOpMaJIel MO MOBEPXHI TPUKYTHHUKA. BizyallbHO i€ cX0xke
Ha 3MINTYBaHHS 3 Pi3HUX KOJBOPIB Y TPUKYTHHUKY, aJi€ 3aMICTh IIbOTO MU BUKOPHUCTOBY-
€MO TPU HOPMaJIbH1 HAMIPSIMKH BEPILIVH.

Jlnis 3amanoro ¢pparmeHTa Mu 6€peMo IEHTP KOKHOTO MIiKCEIs i BAKOPUCTOBYEMO
HOpPMaJIl BEPIIUH 1 KOOPAUHATH TOTIEPETHRO PACTEPU30BAHOTO TPUKYTHHUKA, III00 00UH-
CIUTU OapUIIEHTPUUYHY HOPMaJib IIbOTO KOHKPETHOIO TMikcess. Tak camo, K 1 3Milly-
BaHHSI TPbOX KOJIbOPIB Y TPUKYTHHUKY, HOPMAaJIh IILOTO TKCeNst Oyae MponopiiifHOO Cy-

MIIIIIITO TPHOX HOpMaste (No, N1, Nz)BepinuH TpuKyTHUKA (1.3).

Npikcens — ANy + IBnl + yn; (13)
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B pesynbrari, ko Habip TPUKYTHUKIB BUKOPUCTOBYETHCS 111 POpMYBaHHS KpHU-
BOJIIHINHOT MOBEPXHI1, KOKEH IMKCETh Oy/Ie YaCTUHOIO TPaliEHTa HOPMAaJICH, IO TTPU3BO-
JUTH JI0 TPaJll€EHTa KyTiB, 3BEPHEHUX JI0 CBITJIA, 3 MOIMIKCEIbHUM 3a0apBICHHSM 1 IJIaB-
HUM 3aTiHEHHSIM 10 BCiii TOBEPXHI.

Shade Auto Smooth — BukopucroBye inTeprionsmiro Vertex Normals s TiaaKux
1 BUKPHUBJICHUX MOBEPXOHb, a Face Normals — 111 miiockux moBepXxoHsb, sKi MiANaaal0Th
i oOMexeHHs KyToM Haxuiy. Lle o3Hauae, 1110 Bei eiich, KyT HaXuiTy SKUX OUTbIIe HiK
35°, OynyTh 3riajKeH1 3a anroputMoM Shade Smooth, 1 HaBmakw.

Inoni, Shade Auto Smooth Mosxe BuKIMKaTu apTedakT MEHTUHTY , IK TTOKa3aHO
Ha (puc. 2.26). Bonn BUTISASIOTH SIK 3aTEMHEH1 IJITHKA MOJIEN] Ha Kpasx 00’ ekTy. Taki
apredakTy 3a3BUYail 3’ ABJISIOTHCS HA TOCTPUX KyTax MIXK ABOMA IJIACKUMHU (ericamu , IK
nokasaHo Ha (puc. 2.27). Skmio Taki apredakTy HE BUIIPABUTH, TO BOHU OYIyTh HEKOpE-

KTHO BiJIoOpakaTu HaKJIaJeHI TEKCTYpH Ha I1i JiISTHKH.

Pucynok 2.26 — [lpuxnan apredakty meluHry Ha Kpasx KoJjieca
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[I{o6 1e BUMpaBUTH, BUKOPUCTOBYIOTH crioci® ctBopenHs Custom Normals. Ileit
croci® CTBOPIOE HOBI (KaCTOMHI) HOpMaJIi Ha 00’€KTI, SIKi MO>KHA 3MIHIOBATH BPYYHY JI€
e notpioHo. Lle 103BosIE€ BUNPABISITH HEKOPEKTHE B1IOOPaKEHHS HMICHANHTY Ha MPO-

OJIeMHHX OUISTHKAX.

Pucynox 2.27 — 3actocyBannst Shade Auto Smooth na moxeni

J{nst CTBOpEHHSI KACTOMHUX HOpMajield OyB BUKOPHUCTaHUIN O€3KOIITOBHUM aJl/IOH
TexTools. ®ynkmis Smooth by UV Islands 3rmamkye UV octpoBa 1 mpoctaBisie Sharp
€K1 Ha Kpasix OCTpOBa , sIK IoKa3aHo Ha (puc. 2.28). Lle 103Bo1si€ YHUKHYTH apTedaKTiB

3TJIQJKYBAHHS, SIK1 3’ SIBJISIOTHCSI cCaMe Ha TaKUX MICIISX.
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Pucynox 2.28 — 3actocyBanns ¢ynkiiii Smooth by UV Islands

Uepes Te, 1110 11e# c11ocid cTBOpIo€ rocTpi rpani Ha kpasx UV ocTpoBiB, micis HOTro
BUKOPHUCTaHHA TpeOa MOYMCTUTH 3aiiBi TocTpi emki. Hanmpukiian, Ha Micisix po3pisy -

JHAPIB , IK TTOKa3aHo Ha (puc. 2.29).

Pucynox 2.29 — Bunanenns 3aiiBux Sharp emxiB Ha kpasix UV ocTpoBiB
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2.3.10 3amikanas

JIist 3amikaHHs 1 MOAANBIIOTO TEKCTypyBaHHs Oylia oOpaHa mporpama Substance
Painter. Bona € cranmapToM iHIycTpii depe3 cBOI Oarato(yHKI[IOHAIBHICTh Ta 3pyd-
HICTb.

JI1s1 KOpEKTHOTO 3arikaHHs, TOTPIOHO “po3HECTH’ AeTall Mojeli (Ha JIOYMoJIi, SK
nokasaHo Ha (puc. 2.30) 1 xaimnoi, sk mokazano Ha (puc. 2.31)) oxna Bix ogHoi. Ile Mo-
JKHA 3pOOMTH 3a JOIIOMOTOI0 aHiMmaIlli, abo BpyuHy. Lle pobuthscs ajist Toro, 1mood yHUK-

HYTH HEKOpEKTHoro 3amnikanHs kapT Ambient Occlusion Ta Normal.

* Transform

Export FBX

cannon_high.

EP) mortar cannon.fbx

mortar cannon_high.fbx

Pucynok 2.31 — Iapametpu ekcriopty xaiimosi moaeni aist podotu B Substance Painter
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Icnye 1 iHmm# cnocid excriopty — Mesh Naming. Bin nosnsirae B npu3HaueHH1 O/1-
HAKOBOTO IMEHI1 /ISl OAHAKOBHX JIeTajlel Ha xaino:ii 1 joymnouni. [loTiM B HanamTyBaHHIX
3amikanHs Substance Painter Tpeba yBIMKHYTH po3aiuieHHs 3anikanHs By Mesh Name.
ToOTo0 KOXHA 1HAMBIAyaNbHA AeTanb Oyae 3amikatu AO 1 HOpMali Mo BiAHOIICHHIO JI0
camoi cebe.

AJie y 1bOTr0 METO/Ia € OJJMH MIHYC: Uepe3 Te, 1110 JIeTallb 3aliKaeThcs cama Ha ce0e,
TO Ha Hel He BIUIMBAIOTH 1HIII JeTani Mojeni. ToMy Ha Hel He 3amiKaeTbCs 3aTIHEHHS
pert Mojeni Ha kapTi AO.

B mapamerpax 3amikaHHs MeIl Mall, COYaTKy Tpeba IMIOPTYBAaTH Xalmosl Mo-
nenb. [lotiM moTpiOHO BUOpaTH KOPEKTHHM po3Mip KapTu 3amikanas — 2048pX , sk moka-
3aHo Ha (puc. 2.32). Ilicisg uporo, IMBISYUCH HA MOJIENb Y MEHIO MEeperisiay, Tpeda exc-
MEPUMEHTAIbHUM YMHOM oOpatu ontuMaiibHi Max Frontal 1 Max Rear gucranmii. Bix
IIFOTO 3AJICKHUTH KA KUIBKICTh JIETaNEH, 1110 BUMMHPAIOTH 3a JIOYTIONI MEIII, 3aIeYeThCs Ha

HOpMAUIL.

MESH MAP SETTINGS

Cutput Si

Dilz

Apply Diffusion

High poly parameters

Vlortar Cannon/mortar cannon bake_high.fbx

_high

Ignore ba ffix | _ignorebf

Pucynok 2.32 — OcHOBHI IMapaMeTpH 3arikaHHsa Meln Man B Substance Painter
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Hamni Tpeba oOpatu cTymiHb aHTiamaciHry. Lle 103Bosisie 3rmaiuTu TOCTPl Kpasi Ha
UV posroprtiii, aje Ha 11e miiae Ouibie Jacy mpu 3amikanHi. Xoda Hama UV po3roptka
1 BUINPSAMIICHA, CTYIIHb aHTIadiaciHTy B 64X J03BOJMTH 3arjajuTd TOCTPl IIKCEIl Ha
Kpasx HAIIHAPIB 1 HEMPSAMOKYTHHUX OCTpoBiB. [lami TpeOa 3amekTu Mell KapTH , K MoKa-

3aHO Ha (puc. 2.33).

Pucynox 2.33 — 3aneueni kaptu Ambient Occlusion Ta Normals Ha oymosi Moeni

2.3.11 TexkctypyBaHHS

HactynHaum eranom B CTBOPEHHI IrpoBO1 MOJIeNli € TeKCTypyBaHHs. Lle HalikpeaTu-
BHIIIA YAaCTHHA MaWIUIaiiHy 1 pe3yJbTaT BXXE€ HE OOMEXKYEThCS paMKaMU OINTHUMI3allii.
ToMy Ha bOMY eTami JyKe Ba)XJIMBO MAaKCHUMaJbHO TOYHO IMEpeNaTH CTHJIb, CTaH, Ha-

CTpiH 1 3a1yM BCi€l MO,
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J{ns moyaTky, MOTpiOHO BU3HAYMTUCH 3 KUIBKICTIO PI3HUX MaTepiajiB Ha pedepe-
Hel. [licnsa neperisiny npukiafiiB, OyJio BA3HAYEHO I’ SITh OCHOBHHUX MaTepiajiB: AepeBo,
MOTY3Ka, YaBYH, KOBaHE 3aJ1i30 1 I[BAXH.

Bynu cTBOpeHi okpeMi manky MaTepiajiB i 3a IOMOMOTOI0 YOPHOI Macku Oynu 00-

paHi oTpiOH1 AeTaNIl MOJEII JJIsl KOYKHOTO MaTepiaiy , K moka3zaHo Ha (puc. 2.34).

Pucynox 2.34 — MackyBaHHsI OKpeMHX JeTaJIei MOJIEINI IMiJT OKpeMi MaTepiain: MOTy3Ka

(J11BOpyu) 1 AepeBo (TIpaBopyy)

JJ1st CTBOpEHHS MacKH IBSIX1B, OYB CTBOpEHMIA anib(a-nieH3ens y ¢popmi po3Tary-
BaHHs LBSXIB, K Moka3zaHo Ha (puc. 2.35). [Totim Ha UV posropTui B naneni 2D, uum
NeH3JIeM OyJu TMPOCTaBJICHI IBSXU 3TTHO 3 peepeHciB, Sk mokazaHo Ha (puc. 2.36,

2.37).
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Pucynox 2.35 — CtBopeHuii anb(a MeH3IuK /i1 MACKYBaHHS 1IBSX1B

Pucynox 2.36 — MackyBaHHS OKpEMHX JeTaJe MOJIEINI 1M1 OKpeMi MaTepiain: YaByH

(J1iBOpyd) 1 KOBaHe 3aj1i30 (IIpaBopyY)
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Pucynox 2.37 — Pe3ynbraT MackyBaHHS 3a JOIIOMOTOIO alb(da-rneH3nmKa

Jns xoBaHOro 3aiiza OyB 0OpaHMil mMaTepiai CTaporo 3aiiza, KoBaHa TEKCTypa
OyJa cTBOpEeHa MPOIeAYPaTIbHO 32 JOTIOMOTOI TEKCTYpH VOronoi, a Takox OyJm J1ofaH1
€JIEMEHTH CKJIaIeHUX KpaiB Ha mBax UV po3roptku , sik mokaszaHo Ha (puc. 2.38).

Jlnst uBsixiB, OyB CTBOpPEHHUIA 1p>kKaBHil MaTepian 3aiiza. BubipkoBo Oyno “3auu-
IIEHO”” JIesIK1 JTIJISTHKH, 100 TeKCTypa He Oyila TaKol OJHOMAaHITHOIO , SK TOKa3aHO Ha
(puc. 2.39).

YasyHHe ayso rapmatu 0yJio 3po6JieHo 3 KOMOIHAIIT JBOX MaTepialliB 3aji3a s
Bapiailii KoJapopy, OyJa J0/laHa TEKCTypa MOJPSIUH 1 MOTEPTOCTEH, a TAKOXK CIIIJIA Bij

MOPOXY Ha AYJi , IK ToKazaHo Ha (puc. 2.40).



Material

® T_Mortar_Cannon

LAYERS X TEXTURE SET SETTINGS

Base color ZRB 7o E&m

Paint 100
Norm
100
100
Norm
100

Norm
Fill layer 3

100
® / Paint Norm 100
A Norm
I ¥ ronold
100
Norm
100
Norm 50
il
Iron Hammered
100
" Norm

& Iron
100

PROPERTIES - PAINT

® T_Mortar_Cannon

TEXTURE SET SETTINGS

A0 7

@l
® / Paint 100
Norm
100
Ml
100
Norm
100
100
100
Norm
100
Pthr
100
100
Norm
100
100
Norm
48
Norm

PROPERTIES - PAINT a

Pucynox 2.39 — I'otoBuii MaTepian HBSXiB
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X  TEXTURE SET SETTINGS

100

Norm v 100~ %

Norm

PROPERTIES - PAINT g X

Pucynok 2.40 — ['oToBuii Matepian 4aByHHOI rapMaTu

JlepeB’siHuii kapkac OyB 3p00JIeHUH 3 TEKCTYpH JOIIOK HAKJIaIEHUX MTOBEPX MaTe-
piany nepeBa. Takoxx Oyiu JoAaH1 BIITIHKY 3€JICHUX 1 5KOBTUX KOJIbOPIB JIJIsl TIepeaayi
3aHen0aHOCTI, SIK MoKa3aHo Ha (puc. 2.41).

Martepian MoTy3ku OyB 3poOjcHwMid 3 poTockaHy (pe3ynbTaT CKaHyBaHHS peajlb-
HOTO 00’€KTYy KaMEpOIO 3 BEIMKOK PO3AUIHHOIO 3AaTHICTIO. BUKOPHCTOBYIOTHCS IS
CTBOPEHHS TiMeppeaTiCTHYHOTO CTHUJI0) PealbHOI MOTY3KH, TaKOX Ha (OTOCKaH OYJI0

HakstazaeHo map Roughness yepes pynkitiro Anchor, sk nokazano Ha (puc. 2.42).



Material
® T_Mortar_Cannon

LAYERS X TEXTURE SET SETTINGS

Base color AR 7 &€ ml
\la

O ) wood

® |[= 5‘&? Details

Dirty wood ocdlusion

Veins height
wood_plank rotated
wood_plank

Wood Beech Rotated
—

@ .l Levels
. Wood Beech Veined
©m ‘n"‘ Mortar

o | bracket nails

PROPERTIES - PAINT

Pucynox 2.41 — ['otoBuii Matepian nepeBa

LAYERS X TEXTURE SET SETTINGS

Base color v ZB7&E@ml

X Mul
o % Fill layer 7

100

O g 3 Passthrough

o m B8 o

© w1 Rope

E -
—

® ll Levels -Base color

® \J, nnar 131234

i“;k Wood
.h“' Mortar

bracke!
oo

@ lI Levels

® / Paint

PROPERTIES

Pucynok 2.42 — I'oToBu# Matepiajl MOTY3KH




68

3Bepxy KX MIapiB 0yJI0 CTBOPEHO IIApH MOTEPTOCTEN, Opyay 1 Mty AJid niepeaadi
BUKOPHCTAHOTO 1 3aHe10aHOTO CTaHy, SIK Moka3zaHo Ha (puc. 2.43). Bynu Bukopuctasi sk
npolieypaibHi TeHepatopu 6pyay mo AO, Tak i TEXHIKM py4HOro MajgroBaHHs. HacTyn-
HUM [1apoM OyJo cTBopeHO My bTHILTIKATOp AO 11t moruOIIeHHs] KOHTpacTy Ambient
Occlusion. Ile Hagae TexkcTypam OUTBIIT KiHEMAaTOrpadi1vyHOTO 1 I[IKAaBOTO BUTIISY, SIK IO-

Ka3aHo Ha (puc. 2.44).

PROPERTIES

LAVERS X  TEXTURE SET SETTINGS
ARz & E@mT

Pthr

100
Ml

100

Pucynok 2.44 — llap nocunenus AO
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OcraHHill mapoM Ha KOKHOMY €Talli TeKCTypyBaHHS MOBHHEH OyTu IIap “3aTu-
panns mBiB”. e map Passthrough, Ha sikoMy Bpy4uHY IPOXOJSITHCS MO BCIM MOMITHUM
mBaM HopMmaieil i “3aTupatoTh’ iX. TakuM 4YHMHOM MOKHA MO30yTHCS HeOaKaHHUX IIBIB

UV po3ropTku i 3p0OUTH 1UTF03110 HEMPEPUBHOCTI TEKCTYPH, SIK TTOKa3aHo Ha (puc. 2.45).

Pucynox 2.45 — Pe3ynbrat 3aTupanHs miBiB 3a gornomoroio TexHiku Passthrough

ExcriopT TekcTyp poOuthcs 1o kacromHoMy TipeceTy. Lleit mpecet OyB cTBOpeHMit
st ekcnopty Tekctyp ORM. Bin Bkitouae B cebe Tpu Texkerypu: DIF — ocHOBHUI KOIp
tekctypu, ORM — Occlusion, Roughness ta Metallic, tTa NOR — kapTta Hopmaiei, sik
nokasaHo Ha (puc. 2.46).

Bci kapTu ekcnopTyroThes B po3auibHIN 3aaTHOCTI 2K Ta Ha 61TOBIN TJIMOWHI B 8
0it. [HKOMM KapTy HOpMaJsel eKCopTyloTh B 16 OIT, aje B TAKOMY BUIIAAKY Taka KapTa

MO€ BOKUTH B JACCATKH pa3iB OUIbIIE 3 HE3HAUHUM Bi3yaJIbHUM MOKPAIICHHSIM.
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Output maps Create: Gray RGE R+G+B RGE+A R+G+E+A Normal

World space normal

StextureSet DIF

Set_ORM

StextureSet NOR

Converted maps
Metallic

Narmal

Specular
Specular edge colar

Specular ley

Drag and drop maps on output's channels to setup your export.

3 output maps will be ex

Pucynok 2.46 — HanamryBanns ekcnopty ORM man

2.3.12 TTligroToBKa /10 iIrpOBOTO PYIIIis:

[lepen iMmopToM B irpOBUIA PYIIIiH, MOTPIOHO MPOBECTHU IIE KIIbKA BAXJIMBUX OTIE-
paiit 3 moaesto. Ilepiioro € 06’eqHaHHS yCiX AeTaned B ouH 00 €KT, SKIIO 11 AeTal
HE IUIAaHYIOThCS aHIMYBAaTHCh YU PO3KJIAJAATUCh MO ClieHl. Takox MOTpiOHO MPU3HAYUTH
Origin point mozemni OyB Ha “3eMJ11” y MOJIENI, @ cama MOJIEJNb CTOsIa B “HYJISIX” KOOP/IU-

HAaT, sIK TToKa3aHo Ha (puc. 2.47).
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(<RI CRI <RI <<

<]

(<<

Add Modifier

Pucynok 2.47 — O6’eqHaHHs MOIEIi B OIUH 00’ €KT 1 CTBOPEHHSI KOPEKTHOTO HEUMIHTY

HactynmHum etanom € ctBopeHHs Kodi3ii 11 mojeni. Komisis — e HeBuauma 000-
JIOHKA MOJIENI, sSIKa B3a€MOJIIE 3 1HIMMMH 00’ €KTaMHU Ta NEpcoHaKaMu B crieHi. Komizis
BU3HAYAE “XITOOKC™ MOJIENI, SIK MOJIENIb MOYKHA MEPECTPUOHYTH YA HACTYITUTH MIEPCOHA-

KeM, K MOKa3aHo Ha (puc. 2.48).

[N << NN <<
pobobobBREBREDE

Add Modifier

Pucynok 2.48 — CTBOpeHHS MeIlly KoJIi31i HaBKOJIO MOJIe1
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Koumnizist moBuHHA B 3arajbHUX pucax nepenatu Gopmy ocHOBHOI Moneni. Bona He
MOBUHHA MaT OLIbIIIE Mapy COTEHb TPUKYTHUKIB. Takoxk, MOTpiOHO JaTH KOMi3ii mpe-
¢dikc UCX , mo6 Unreal Engine po3mi3HasB ii ik KOJi3110

[Tig gac ekcopTy, HOTPIOHO BUIUIMTHA MOAEIH 1 KOJI31I0 1 eKCIIOPTYBaTH OOUABA
00’extu B ouH (aiin. BaxnuBo natu iM’s daiiny 3 npedikcom SM st 0003HaUECHHS

Mozeni sk Static Mesh — cratnunuii 00’ €KT, Ik moka3zaHo Ha (puc. 2.49).

Pucynox 2.49 — Exciopt mozeni 1 menry kodisii aj1s Bukopuctanus B Unreal Engine

BucHoBkuY 10 po3auTy: y IIbOMY pO3/iii OyJI0 pO3TISTHYTO OCHOBHI TEXHIKU CTBO-
peHHs 1 ontuMizanii 3D Mozeni, iki BAKOPUCTOBYIOThCS B IFPOBii 1HIyCTpii. Byno Bu-
3HAYEHO 111 ONTUMI3aIlli MOJIeNl 1 IepeBaru KOPEKTHO OMTUMI30BaHOI MOEII ITij1 Yac
PO3pOOKH Bigeoirop.

Byno meranpHO ONMMCcaHO KOKHUN eTarn cTBOpeHHs 3D Mozenm Ta sIKUX TEXHIK OIl-
TUMI3aIli CJIi1 TOTPUMYBAaTHUCh Ha KOKHOMY 3 €TarliB ManTiaiiHy.

Sk pe3yapTaT MPakKTUYHOT YaCTUHHU IPYTOTO PO3/iTY, OYIIO YCIIITHO CTBOPEHO OTI-
THMIi30BaHy MOJIE/Ib CTAPOBUHHOI TapMaTH, TOTOBOT JI0 BUKOPUCTAHHS B IrPOBOMY PYIIIii

Unreal Engine 5.
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3 CTBOPEHHA II'POBOI'O PIBHA I POBOTA 3 OIITUMI3ZOBAHOIO 3D MO-
JEJUTIO B UNREAL ENGINE 5

3.1 CTBOpEHHS IrpOBOTO PiBHSA

Jlig modatky po6otu 3 irpoBuM pyiriem Unreal Engine 5, moTpiOHO BU3HAYUTHCH
3 Bepciero i podbotu. Hamu 6yno obpano Bepceiro 5.2.1 yepe3 O1IbIy KIJTBKICTh CyMic-
HUX 3 HEI0 HaOOpIB acCceTiB B MarasuHi, K Moka3aHo Ha (puc. 3.1).

[Ticnst BU3HAYEHHS 1 3arpy3KH MOTPiOHOI Bepcii pyuIis, HOTPIOHO CTBOPUTH HOBHIA
npoekT. [[ns Hamoi cuenu O0yno BukopucraHo npecet First Person Game, sik moka3zaHo

Ha (puc. 3.2). 111 HaamTyBaHHS MOKHA 3aBXIU 3MIHUTH B CAMOMY PYIIIii.

; Launch
Lib
ibrary Unreal Engine 5.2.1 n

GITHUB SOURCE RELEASE NOTES @ 115.2GiB

ENGINE VERSIONS o

527 521
Cnen |- Cauren ] -

] (]

MY PROJECTS

Pucynok 3.1 — I'onoHa cropinka B The Unreal Engine Marketplace
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Unreal Project

———

RECENT PROJECTS ( @‘ m =
T AN

Blank First Person Third Person To,

N

<« @®

FILM IVID : Vehicle Handheld AR
LIVE EVENTS RAW i

BLUEPRINT

ARCHITECTURE

abioneTE—
PRODUCT DESIGN &
MANUFACTURING

ProjectName = MyProject4

Cancel

Pucynok 3.2 — CtBopenHs HoBoro npoekty B Unreal Engine 5

[Ticns cTBOpeHHS MPOEKTY, MOTPIOHO 3a OakaHHAM JoaaTh Habip acceriB 3 The
Unreal Engine Marketplace. bymno o0pano Hab6ip “Sunset”, TOMy 1110 B HbOMY OyJIH TeMa-

TUYHO CYMICHI MOJIE/1 3 HAIIOK MOJICIIUTI0 CTAPOBUHHOT rapMaTH, sIK MoKa3aHo Ha (puc.

3.3).

Category v

Sunset - Modular Medieval Br

| D

Pucynok 3.3 — Habip acceriB Ha ctopinmi The Unreal Engine Marketplace
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ITicns immopty Habopy acceriB, Oyjo OINISHYTO CTBOPEHUH pO3pOOHUKAMU

Showcase, abo BucTaBKa Moelel, IPUCYTHIX B IIbOMY Ha0OOpi, K MOKa3aHO Ha (pHC.

3.4).

Pucynok 3.4 — Po3kmanenuii HaGip acceTiB

Kepytouuchk Bke 3po0JeHUMHU TMPUKIAAAMHU CIEHH, OYJI0 CTBOPEHO M1IXOSILY
CLIEHY JUIsl PO3MIIIIEHHSI MOJiesi rapmaTu. byno cTBopeHo Miciie 011 GaraTTst mopsij 3

BIMICHKOBMMH Ka3apMaMU 3aMKYy, K TIOKa3aHo Ha (puc. 3.5).

Pucynok 3.5 — CtBopena ciieHa 3 Habopy acceTiB Sunset
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3.2 HanamrryBaHHs irpoBOro piBHS 1 MOJIE1

Jlst iMmopTy MoJiel, oTpioHO 0Opatu a1 NEPETATHYTH y BIKHO py1ris. Takox
Tpeba Bukopuctatu ¢ynkimito Build Nanite Ta HanamryBanss iMmmopty Tekctyp Do Not
Create Material. [{nst ctBOpeHHs MaTepiaiy, MOTPIOHO MPUEAHATH KaPTH TEKCTYp A0 Bi-
JITIOBITHUX BY3JI1B Martepiaiy, K rmokazaHo Ha (puc. 3.6). Ha kapti Hopmaseit moTpioHO

BUMKHYTH sSRGB.

Material

Import All Import Cancel

Pucynok 3.6 — HanamryBanus imnopty mozeni 1 Mmarepiany B Unreal Engine 5

IMnoproBany mMozenb 3 TPU3HAYEHUM MaTeplajoM Tpeda MepeTArHyTH 3 MaHell

Content Browser Ha irpoBuii piBeHb, SIK ITOKa3aHo Ha (puc. 3.7).
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Pucynox 3.7 — ImnoptoBaHa Mo/iejib B irpOBOMY piBHI

[Ilo6 Bukopucratu ¢yHkiito Nanite s Bcix Static Mesh, moTpi6HO iX BHAUIMTH
y BikHI Content Browser Ta BkitounTd HamamrtyBaHHs Nanite. Lle m03BoauTh pylinito
CIPOITYBaTH TUIOTHY TEOMETPII0 MOJIeIeH TTOKPAIIYIOUH MTPOTyKTUBHICTE TPH , SIK TTOKa-

3aHo Ha (puc. 3.8).

Pucynok 3.8 — Bximrouenns ¢gynkiii Nanite s Bcix Static Mesh y crieni

JIist nonaneiioi onTuMizailii, HoTpiOHO MoOyAyBaTH KapTu cBiTia Lightmaps 1 Bij-
outts Reflections. Lle 3ameye cTatiuHe OCBITIACHHS HA BC1 MOJIEI Y CIIEH1 1 3HIME JIeIKe

HABAHTAKEHHA 3 KOMIT IOTEPY I'paBIld, SIK MOKa3aHo Ha (puc. 3.9).
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Pucynok 3.9 — CTBopeHHs KapT cBiTia 1 BiAOUTTA Juist Lumen

3.3 IlepeBipka onTUMi3aIlii MOJIENi 1 IrPOBOTO PiBHS
JIist mepeBipku onmTUMIi3alii MOJENi 1 IrpoBOro piBHS, OyJ0 BHUKOPHUCTAHO JBI
KOMIT 10TepH1 cuctemu: cepennboro (C) 1 Bucokoro (B) Texniunoro piBas. O06uaB1 cuc-

TEMU BUKOPUCTOBYBAJIM MOHITOP 3 po3AUIbHOIO 31aTHIcTIO 1920%1080p.

Tabmuug 1 — Komn’roTepHi cucteMu 171l HOPIBHSIHHS pe3yJIbTaTIB

Cepenmniit (C) Bucoxwuii (B)

[Iponecop | Ryzen 5 5600X, 4 I'T Ryzen 5 5600x, 4.4I'T1y

Bineokapra | GTX 1660 Super 6 I'6 RTX 3080Ti1 12r6

o3y 3210 DDR4, 3600 MI' | 32 I'6 DDR4, 3600 MI'1y

Jluck 1 T6 SSD 1 T6 SSD
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3.3.1 IlepeBipka poOOTH Ha KOMIT FOTEP1 CEPEAHBOTO TEXHIYHOTO piBHS “C”:

[{i1r0 eKCIIEpUMEHTY € JocArTH cTabiibHOro 3HaueHHs FPS > 30, gk nokazaHo Ha
(puc. 3.10). Came Take 3HAYECHHA B IHAYCTPIi € MiHIMAJIbHUM MPOXiTHUM 3HAUCHHSAM JJIs1
JesKuX cucteM. Hampukian, amst irop Ha KOHCOJISIX, JIe yIOp poOUTHCS Ha Bi3yaslbHii

YaCTHHI, a HE Ha IIBUJIKOMY T'€HMILIE].

Pucynok 3.10 — OntuMizoBaHa MoJiefb y pylnii Ha koM totepi “C”

Pe3ynbpTaTi mOpiBHSAHHS PI3HOI KIJILKOCTI ONITUMI30BaHUX 1 HEOIITUMI30BaHUX MO-

nenei 0yio 300paxeno Ha (puc. 3.11-3.19)



Pucynok 3.12 — HeonTtumizoBaHa Mojienb y pyiiii Ha KoM 1oTepi “C” 3 BKIIFOUEHOIO

¢ynkuiero Nanite




" to see WhatgERITG]

Pucynok 3.14 — 5 HeonTuMi30BaHUX MoJieNel y pyuIii Ha koM otepl “C” 3 BKItoue-

Hoto ¢yHKIiero Nanite



1
vhat js unbuilt

Pucynok 3.15 — 5 HeonTuMi30BaHUX MoJienel y pyiii Ha koM totepi “C”

3.3.2 [lepeBipka pobOTH Ha KOMIT I0TE€P1 BUCOKOTO TEXHIYHOTO piBHS “B”:

Pucynok 3.16 — OnTumizoBaHa MOJENb y pylIii Ha KoM otepi “B”
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® Perspective @ Lit |' Show

Run.console command 'DumpUnbuiltLightinteractions’ to see what i5 unbuilt

UCYHOK 3.17 — 5 onTrMI30BaHUX MOJEIIEH 1111 Ha KOMII IOTEPI
Pucy 3.17-5 y py ’ “B”




Pucynok 3.19 — 5 HeonTuMi30BaHUX MoJIeNel y pyuIii Ha koM oTepl “B” 3 Bkitoue-

HOIO (pyHKITI€r0 Nanite




85

Tabnuus 2 — [opiBHAHHS pe3yJbTaTiB CUMYJISAIIT Ha JBOX KOMIT FOTEPHUX CUCTEMAXx 3

PI3HUMU TEXHIYHUMH XapaKTEPUCTHKAMU

Cepenniit (FPS) | Bucokuii (FPS)
1 onTumizoBaHa 33 95
1 HeonTUMI30BaHA 24 72
5 onTUMI30BaHHUX 32 91
5 HEONTUMI30BaHUX 23 66
5 neontumizoBanux 3 Nanite |40 90

BucHOBKM 710 pO3aLTy: B TPETHOMY pO3ALUIL OYJ0 BUKOHAHO MPAKTUYHY YACTUHY
IMIUTEeMeHTallii onTMi3oBaHol Mozeni B irpoBuit pymii Unreal Engine 5. byno nanar-
TOBAHO Marepiai i MOJIEI rapMaTH 3a AOMOMOTOIO MONEPEIHBO CTBOPEHUX TEKCTYP.
Bbyno nobynoBaHo irpoBuil piBeHb 1 CIIEHY JIJIsl IPOBEICHHS CUMYJISIII.

Bysno cTBOpeHo 5 yMOB J1J1s1 eKCIEPUMEHTAIIBHOTO TOPIBHSHHS MPOAYKTHUBHOCTI 1T-
POBOTO PIBHS HAa JBOX PI3HUX KOMIT IOTEPHUX CHCTEMAX 3 CEPEIHIM 1 BUCOKHUM pPIBHEM
TEXHIYHUX XapaKTEPUCTHUK.

TexHIYH1 XapaKTEPUCTUKH MOPIBHIOBAHUX CUCTEM Ta PE3YJIbTaTH CUMYJISIINA Oyn

3anmucani y (popmi IBOX TaOJIUIIb.
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BUCHOBKU

B arecrariitaiit poOoTi OyJ10 pO3TISIHYTO HAWMOMYJISIPHILII iTPOB1 pyIIii B irpoBiif
inaycTpii, Taki sk Unreal Engine, Unity, Godot, Lumberyard ta Cryengine. bynu BucBi-
TJIEHI CJIa0K1 1 CUJIbHI CTOPOHU KOYKHOTO PYIIis 1 0yJI0 3p00IeHO BUCHOBKH IIIOJI0 OITH-
MaJIbHOTO PYIIisl 1711 CTBOPEHHS (POTOPEaTICTUUHUX 1TOP.

byno nmeranpHO posrmisgHyTo Taki ¢yukmii Unreal Engine, sk Nanite, Lumen,
Virtual Shadow Maps, Chaos Physics, World Partition, MetaHuman, MetaSounds Ta
1HII1, 1[0 BUOKPEMITIOIOTH MOT0 3-MIOMIK KOHKYPEHTIB B 1IHIyCTpIi

Byno po3risiHyTo OCHOBHI TEXHIKHM CTBOPEHHS 1 onTuMizaiii 3D mMojeni, ki BUKO-
PUCTOBYIOTBCS B ITPOBIiH 1HAYCTpli. Peanizytouu 11 TEXHIKM CTBOPEHHS 1 ONTHMI3allli, B
MPaKTUYHIN YacTUHI pOOOTH, OYJIO YCIIIIHO CTBOPEHO ONTUMI30BAHY MOJIENb CTAPOBUH-
HOT rapMaTH, TOTOBOI /10 BUKOpPUCTaHHS B irpoBoMy pyiii Unreal Engine 5.

BukopucroByroun BOynoBani ¢pynkmii Unreal Engine ta accern 3 The Unreal En-
gine Marketplace, Oyso cTBOpeHO irpoBHii piBEHb Ta OYJIO CTBOPEHO CIICHY IS TIPOBE-
JI€HHS aHaAJI13y 1 HOPIBHSIHHS MPOAYKTUBHOCTI 3 ONTUMI30BAHOIO MOJEIIIIO.

Byno npoBeneHo excriepuMeHTaIbHEe MOPIBHAHHSA MPOAYKTUBHOCTI 3 ONTUMI30Ba-
HOIO Ta HEONTUMI30BAHOIO MOJIEIIIIO B CTBOPEHIM CIIEHI, a PE3yJIbTaTH €KCIIEPUMEHTY

OyJu 3amucaHi B TaOJIMIII.
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