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This study explores methodologies for achieving photorealistic 3D game
visuals through a comprehensive analysis of existing indie projects. It evaluates
not only the quality of models and textures, but also the overall scene
composition, rendering efficiency, and the application of cutting-edge
technologies like ray tracing and global illumination. Special attention is given
to how indie developers, often with limited resources, achieve impressive
results. Their approaches to modeling, texturing, and optimization are examined,
as well as how they leverage available tools and technologies to create game
worlds. The findings delve into the effective use of advanced technologies,
workflow optimization, and creative problem-solving that enable the realization
of high-quality visuals in indie games.

VYV cyuacHomy cBiTi iHAaycTpiss 3D irop ayxe CTpIMKO pPO3BHBAETHCS,
3 SBJISIIOTBCS. HOBI JKaHPU 1 IHCTPYMEHTH MJisl iX CTBOpEHHs. IcHye Oarato
mporpam, o Aal0Th MOKIIUBICTh PO3POOUTH TOTOBUM MPOAYKT, a TAKOK Oe3/14
OCBITHIX peCypcCiB, IO JOMOMararTh Oa)KalouuM Ji3HATHUCh BCl TCOPETHUUHI
aCIeKTH CTBOpPEHHS rpadikd, poOOTH 3 ITPOBUMH PYIISIMH YU TECTYyBaHHSIM.
Came depes 1€ 3’ SIBISIIOTHCS 1HA1-PO3POOHUKH, MO AUISITHCS CBOIMH IrpaMu Ha
cnermianpbHuX Tutarpopmax, 1 JedKi 3 TaKuX Irop CTalTh MOMYJISIPHUMH i
MOMUpPEeHUMHU cepen reimepiB. OmHUMU 3 Takux Iiatrgopm € cair itch.io, a
TaKOK Steam, 10 03BOJSIOTH PO3POOHHWKAM IyOJIIKyBaTH CBO1 IrpH i
oTpuMyBaTH (ig0EK BiJl IHITUX KOPUCTYBAUIB.

Opmaum 3 Takux npukiaiB € rpa «No Pressure». Lle cTyneHTCbKUI TPOCKT,
3po0JIeHNH HEBEIMKOI TPYMOI PO3POOHHUKIB, SKI BIATBOPWIM BYJHIN MiCTa
Monpeans B Kanazi, B gKOMy mNepcoOHa)X MOXE 3alMaTHUCh MapPKypOM,
ctpubatoun mo OyxiBnsx (puc. 1). Ctune rpu QoropeanicTUIHUI, 1 MOKHA
no0ayuTH, MO0 XYJAOKHUKAM BJAJIOCh MEpeJaTH apXiTeKTypHI OCOOJIMBOCTI
MicTa. Jlo HEDOMIKIB MOXXHA BIIHECTH HEJOCTATHIO IIUIBHICTH CITKH B THX
MOJIETISIX, AKI TpaBeIb MOXE IOCTaTHhO a00pe posrieditTu. [Ipu cTBOpeHHi
irpoBoi Tpadiku Ba)XJIMBO MPABUIBHO PO3MOIUISATH KUIBKICTh TOJITOHIB IS
pizHuX 00’ekTiB. lle o3Hawae, mo Mopem, SAKi 3HAXOAAThCS Ha (POHI, HE
JTOCTYMHI JUISI CHJIBHOTO TIPUONFDKCHHS KaMepd, MOXYTh OYTH MEHII
JeTaai30BaHUMU, ajieé Ti MPEIMETH, 3 SKUMH IEPCOHAX B3aEMOJIE, TMOBHHHI
Oyt OinbIl TIJJAaBHUMH, MaTH OuIbIle TMojdironiB. [[ns peamicTHaHOCTI
cepeZIoBHIIa B I'pl BUKOPUCTOBYIOThCS PBR-TekcTypu um kapTtu moBepxHi, sKi
IPOIMOHYIOTh J0JaTKOBY 1H(opMamiro Ta nerami. Cepeq HUX MOXYTh OyTH:
KapTH HOpMased, MEeTaJidHOCTi, IIOPCTKOCTi, BUCOTH, MPO30pOCTi Tomio [1].
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Taka TexHoNOris JAyXe€ 4YacTo 3YCTpPIYAaeTbcsl B OUIBIIOCTI  Cy4YacHUX
TPUBHUMIPHUX ITOP 1 JO3BOJISIE€ BIATBOPUTH €EKT pelibedy HE BIUIMBAIOUM HA Yac
3aBaHTA)KCHHS KOHTEHTY.

Pucynok 1 — IrpoBe cepenosuie «No Pressure»

Cepiero irop, B AKUX CEpPEAOBUIIE BIIIrpae KIOUOBY poiib, € «Euro Truck
Simulator». 3agauero rpaBisg € MaHAPYBATH MO PI3HUX MICTaX Ha BaHTaXHIN
MamuHi. KokHa 3 4YacTMH TpHUCBAYECHA pPI3HUM KpaiHam, caMe TOMY
JOCJII/I)KEHHS IFPOBOTO CEPE/IOBHUILIA I[I€T TPU € HEUMOBIPHO I[IKaBUM. BLIbIIICTD
CUEH BUIIISIAIOTH CXOXUMHU Ha peanbHl Qotorpadii. XyA0KHUKHU, 1O Opaiu
y4acTh B po3po0lii, YaCTO AUIATHCS Pe3yIbTaTaMU HA MUCTELBKUX MaTdhopMax,
IO J1a€ MOJKJIHUBICTH OIIHHUTH SKICTh Mozeieu. CremianicT, o 3alMaBcs
PO3pOOKOI0  PO3IMIMPEHHS TMpPO OadTIMCBhKI Jep)KaBH TOAUIMBCS  CBOIMHU
pe3yibTaTaMu, Ha SIKMX BUIHO BYJIMIIL, sIKI OyyTh MPODKIKATH IpaBll (puc. 2).
Mo>kHa TTOMITHTH, 1110 OYIiBJI1, SIKI OTOYEHI JIepeBaMHM, TapKaHAMH, CMITHUKaMH
Yy JIaBOYKaMHU, a TaKOXX MOJENl, Ha TEKCTypax SKUX OyJI0 BIATBOPEHO iX
«CTapiCThy», BUTIANIAIOTh OUIBIN peanicTUyHO. lle MmoscHIoeThCS TUM, IO B
pealbHOMY JKMTTI Maibke HE MOXKJIMBO MOOAYUTH 1/I€aIbHO YUCTUH MPEIMET Ha
BYJIWIIl, 00 HaBITh HA HEIIOIaBHO 30y10BaH1 Oy/IIBIII Maja€ M, A0 Ta Opy/I.
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Pucynok 2 — IFOBG cepenosuie «Euro Truck Simulator 2»
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B rpi sKicHO BHUCTaBJeHE CBITJIO, MU 0auuMMO TiHI BiJl BCIX 00’€KTIB, 1€
TaKOX Jofa€ peandicTUYHOCTI Tpi. OCBITIEHHS € OJHUM 3 HaWTOJIOBHIIIUX
€JIEMEHTIB Il JOCSITHEHHS (hOTOpPEaiCTUYHOCTI. BUKOpPUCTAaHHA TEXHOJIOTIi
JUHAMIYHOTO TJIOOAJTBHOTO OCBITJICHHS, TPACyBaHHsS MPOMEHIB y pPealbHOMY
4aci Ta OCBITJIEHHS 3a qonomororo kapT HDR ny»ke yacto BUKOPUCTOBYIOTHCS B
Cy4acHMX Irpax IJjis JOCSITHEHHS MOBHOTO 3aHypeHHs B atmocdepy [2]. 3a
JIOTIOMOTOI0 CBITJIa MOKHa 3a/aTH MPaBUJIBHUNW HACTPidl Tpu: M'SKE, PO3CIAHE
OCBITJICHHS CTBOpPIOE aTMOC(epy CIIOKOI Ta 3aTHUIIKY, TOJl K KOHTPACTHE,
pi3Ke CBITJIO MOXX€ BHUKJIMKATH BIIUYTTS Hanpyru Ta HeOesneku. OCBITICHHS
TaKOX JOMOMAarae MiJKPeCIUTH BaXKIUBI 00'€KTH, MPUBEPTAIOUYM yBary rpaBlis
70 €JEMEHTIB IrpoBOro cBiTy. Hampukiaza, sickpaBe CBITJIIO MOXE BHUJIUIATH
BXKJIMBUI mpeaMeT ado0 BKa3aTH Ha HUISIX 10 HacTymHoi Jokaiii. Kpim Toro,
OCBITJIEHHS MOX€ BUKOPHUCTOBYBATHCS JUIsl HAMNpaBJIeHHS TNIEpCOHaXa B
npaBwibHUM Oik. J[JI1sT omTumizalii IIBUAKOCTI 3aBaHTAXEHHS 1rop YacTo
BUKOPHUCTOBYEThCS TEXHOJOTis 3amikaHHg cBimia. llelt mpouec nependaudae
nonepeaHe OOYUCIEHHS OCBITJICHHS CTaTUYHUX OO'€KTIB 1 30epexKeHHs
pe3ysibTaTIB Y BUIJIAAI TEKCTyp. 3ale€ueHe OCBITJIEHHS HE MOJXKHa
BUKOPHCTOBYBATH HAa aKTUBHUX 00'€KTax, TAKUX K rpaBellb, OCKITLKA BOHO HE
pearye Ha ix pyx. OmHaK, BOHO MIAXOAUTH IJIs CTATHYHUX HEIWHAMIYHUX
00'€KTiB, TaKWX SK CTiHM, KOHCTPYKIli Ta HEpyXoMi O00'€KTH, 3HAYHO
3MEHIIYIOYM HaBAaHTAXEHHS Ha MPOIIeCcOp Ta BiJeoKapTy mija yac rpu. [3].

VY cydacHiil irpoBii 1HAYCTpii iCHye O34 TEXHOJOTIA s PO3pOOKH
AKICHOTO  (POTOPEATiICTUYHOTO TMPOAYKTY, IO JIO3BOJISIE PO3POOHHKAM 1
XyJIO)KHUKaM OOWpaTh IHCTPYMEHTH, SKI HallKpaiie BIiAMOBIAAIOTh IXHIM
notpebam. s ctBopennst 3D-moxeneli icHytoTh Oe3komToBHUM Blender a6o
npodeciitna Autodesk Maya. Jlns TekcTyp BUKOpUCTOBYIOTH Photoshop a6o
Substance Painter. Po3mimeHHst Bcix 00'€KTiB B irpoBoMYy pyIIii € KIOYOBUM
etanioMm po3poOku. Unity Ta Unreal Engine mpomoHyIOTh HIUPOKHI CIEKTP
MOXJTMBOCTEH, BKIIFOYAIOUM JOJaBaHHS CHUMYJIAIIA, MOAIA Ta B3a€EMOJIA MiX
MOJIEIIMHA. TaKuM YMHOM, CydYacHi 1HAI-pO3pOOHUKH MalOTh JOCTYI 70 Oe3midi
IHCTPYMEHTIB, K1 JO3BOJSIOTH IM CTBOPIOBATH ITPH, SIKI HE TUIBKU BI3yallbHO
CX0’X1 Ha (P1IEMH, ajie ¥ ONTHUMI30BaH1 JJI1 pOOOTH Ha PI3HUX IIaThopMax.
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