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This article explores the concept of texel density in 3D graphics and its im-

portance in game development. It covers the fundamentals of texel density, how
it affects texture quality, and the role of UV mapping in achieving consistent
detail across 3D models. The paper discusses methods for adjusting UV islands
to maintain uniform texel distribution and explains how different platforms,
from mobile games to VR, require varying texel densities. Additionally, it exam-
ines the impact of texel density on performance optimization and visual con-
sistency.

Texel density, ckopouenns Bix «texture element density», e Tepmin, skuii
BUKOPUCTOBYETHCS Y KOMI'FOTEPHIN Tpadilli sl ONMUCY KUIBKOCTI JIeTajaeil TeK-
cTypu Ha oguuuIo o 3D nmoBepxHi. [Ipocrimie kaxxy4u, 11€ KUIbKICTb TIK-
CelliB TEKCTYpPH, siKa MOKpuBae neBHy mioury 3D monemni. Lle nousaTTs € Haa3BU-
YailHO BaXJIUBUM Yy pO3pOOIIi irop, OCKIJILKA BOHO 3a0e3reuye piBHOMIPHUM BU-
TJI]T TEKCTYP 1 IXHIO JIeTajizalliio Ha pi3HUX 00'€KTax y CBITI TPH.

Komnu Bu 3actocoByete TekcTypy 10 3D Mozeni, moBepXHs MOJIeIi po3rop-
Taethes y 2D nmnomuny, mo HazuBaeThest UV posroptka. Lleit mpouec, 3Banuit
UV mapping, BukiIamae MOBEpXHIO MOJEII y TUIOCKIH Ta OpraHi3oBaHiil MaHepi,
JI03BOJISIIOUM MPABUIIBHO 3aCTOCOBYBATH TEKCTYpH. MeTa mossirae B JOCSITHEHH1
L1JIbOBOI HIUIBHOCTI MIKCENIB 3 BUKOPUCTAHHSIM HAaWMEHILIOTO PO3MIPY TEKCTY-
pu. KuUTbKICTh MIKCENIB HAa OJIMHMITIO TUJIONII € 3a3/1aJIeTi/Ib BU3HAUEHOIO 1 3a0e3-
nevye Bi3yaJbHY Y3rOJKEHICTh 3T1JJTHO MOXJIMBOCTSM LUIbOBOI miatdopmu. Ha
pucyHky 1 300paxkena po3roptka kyda y UV 3 BUKOpUCTaHHSIM IIaXOBOi TEKC-
TYpU JUI HarJIAAHOCTI
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Pucynox 1 — Posroptka xyba
PenaryBanus UV posroptku Bkirouae macmtadyBanus UV ocTpoBiB, sKi €
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okpemuMu cekuigsmu UV, 1o npeacTaBisioTh pizHi yactuau 3D moneni. Mac-
mTa0yBaHHS [UX OCTPOBIB POOUTHCS 100 3a0€3MeUUTH PIBHOMIPHY MOTPIOHY
KUTBKICTh TEKCTYPHHX IIKCENIIB Ha OAUHUITIO TUIomti. [eit mporec € BaXIuBuM,
OCKIJIbKH BiH MIATPUMYE OJHAKOBY ACTaTi3allilo MO BCili Mopeni, 3amobiraroun
CUTYaIIisIM, KOJIU JIeSKl YaCTUHU MOJIEJI BUTJISAAIOTh POSMUTHMH, a 1HIIN HAJTO
YITKAMHU.

[ToHATTS TEeKceno BaxkMBe 3 KUIbKOX npuyuH. [lo-mepiie, BOHO miaATpu-
My€ Bi3yaJbHY OJHOPIAHICTH, 3a0e3Medyrodyd OJHAKOBUN pIBEHBb JeTaii3allii
BCiX TeKcTyp. Llg y3rokeHIicTh 3amobirae mopynieHHSIM 3aHYpEeHHS Y TPy, K1
MOXYTh BHUHUKHYTH, KOJH JEsAKI 00'€KTH BUTJISAIAIOTH JE€TalbHO, a 1HIII ITIK-
cenboBaHUMH. [lo-Apyre, mpaBUiIbHO MigAiOpaHa MIUIBHICTD J0MIOMAarae OnTHMi-
3yBaTH HAaBAHTAKEHHS Ha KOMII IOTEp, 3amo0iraroud HagMIpHOMY OOCATY TEK-
CTyp, IO MOXK€ BWTpayaTH HaM'ATh 1 pecypcu Tmporecopa. lliaTpumyroun
BIJIIOBIJIHY IIUIBHICTb, PO3POOHHKH MOXXYTh 3a0€3ME€UUTH IUIABHICTh I'pu 0€3
BTpaTH SIKOCTI Bizyany. Ha pucyHky 2 300pak€HO pI3HMIIO IOTAHO 1 FapHO Ha-
JAIITOBAHOTO TEKCETIIO.
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Pucynox 2 — 3pa3ok moraHo i rapHO HaJaIllITOBAHOTO TEKCEIIO

Cy4acHi cTaHAapTH BapiOIOTHCS 3aJI€KHO Bij MIIaTGOpMu Ta piBHS AeTali-
3amii. Hampukian, MOOUIbHI ITPH 4acTO BUKOPUCTOBYIOTh HUKYY IIUIBHICTB,
Omu3pko 256 px/m, yepes anapatHi ooMmexeHHs. Koncombhi Ta I1K irpu, HaBmna-
KH, MOXKYTb JIO3BOJIUTH COO1 BHIIY IIIIBHICTB, Bi 512 px/m o 1024 px/m, mo6
JOCSITTH Kpamioro Bizyany. Bipryansai peansrocti (VR) 1 tonoBHEH1 peaibHOC-
Ti (AR) MOXyTh BUMaraTHl 1€ BHUIOI HIUTHHOCTI, 1HOJI mepeBuitytoun 1024
px/m, yepe3 OGIU3BKICTh €KpaHy JO O4Yel KOPUCTYBaua, 1[0 BHMAara€ BUCOKOTO
piBHs jaetamizarii. [{[uM jxe MpUHIIMIIOM KOPUCTYIOTHCS I BUOOPY TEKCEI0 Ha
KOXKEH THI 00’€KTy, HampuKiIaa sk e 30pos y FPP myrepi (Bix mepioro
00IMYYsl), TO YacTO Ha HEi BUAUIAIOTH OLIbIINK 00’€M TeKcTyp. | HaBmaku Juist
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JaNbHIX 00’€KTIB, HAPUKJIAA TOPH HAa TOPU3OHTI, TO HIUIbHICTH TEKCTYp 3MEH-
HIyI0Th 3apaau ontumizanii. Ha puc 3 14 300paxeHo pi3HUIO CIIPUAHSTTS O
HOTO 1 TOTO CaMOT0 TEKCEJI0 MPU BUKOPUCTAHHI Ha PI3HUX TUIaTGopMax.

PC or Console

Pucynox 3 — [Ipukinaj copuifHSTTS MUIBHOCTI PU BUKOPUCTAHHI
Ha KOMIT 10Tepi a00 KOHCOoT

Pucynox 4 — [lpuknaa cnpuidHATTS MIJTBHOCTI NpU BUKOpUCTaHHl y VR

XyAOKHUKM BUKOPHUCTOBYIOTH PI3HI 1HCTPYMEHTH Ta MPOTPaMHI 3aco0u
Uist poboTH 3 TekceneM. binbmiicTs nporpam ang 3D monentoBaHHs, TaKuX K
Blender, Maya Ta 3ds Max, npomnoHyt0oTs BOY/10BaHi IHCTPYMEHTH I HOTO BU-
MIpIOBaHHS Ta HaynamTyBaHHSA. L1 1HCTpyMEHTH AONOMAararoTh XyAOXKHUKAM
BI3yaJli3yBaTH CITKY Ha CBOiX MOJEJSIX Ta 3a0e3nedyBaTd ii piBHOMIPHICTH MO
pi3HUX dYacTuHax. Jledki mporpaMu MOXYTb aBTOMATUYHO HAaJAIITOBYBAaTH
UVpo3ropTky njsi JOCSTHEHHsI OakKaHOi MIITBHOCTI, IO POOUTH MPOIEC OB
¢(heKTUBHUM.

OTtxe, texel density e ¢hyHmaMeHTaILHOO KOHIICIIIIED y PO3pOOII irop,
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sika 3a0e3meuye piBHOMIpHE Ta €(peKTUBHE 3aCTOCYBaHHS TekcTyp Ha 3D mome-
nsx. [ligTpumyroun 306a1aHCOBaHUA TEKCEIb, PO3POOHUKN CTBOPIOIOTH Bi3yaslhb-
HO I[UTICHI Ta 3aXOIUIMBI ITPOBI CBITH, ONITUMI3YIOUU MPOAYKTUBHICTH Ta MiABH-
IIYIOYH TPABEIbKUI TOCBI/I.
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