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This work is devoted to the study of modeling game-ready props in modern
game design. The process of creating optimized 3D models for real-time
rendering is analyzed with a focus on techniques such as topology optimization,
efficient UV mapping, and PBR-based texturing. Special attention is given to
the application of normal mapping and Level of Detail (LOD) systems, which
are essential for preserving visual fidelity while ensuring optimal performance in
game engines. The work examines both manual and automated methods for
asset optimization, and practical experiments conducted using popular software
tools—such as Blender, 3ds Max, and ZBrush—demonstrate that a balanced
integration of technical optimization and artistic creativity significantly
enhances overall game performance and visual appeal.

B cyuacHiif irpoBiif 1HIyCTpii KPUTUIHO BAXKIUBO 3a0€3MEYUTH BUCOKY Bi-
3yaJbHY SIKICTh MpU 30€peKEHHI MaKCHUMAJIbHOI ONTHMI3allii, 1[0 J03BOJISE 1T-
pam MpalfoBaTi CTabUTbHO Ha MPUCTPOSIX 3 OOMEKEHUMHU pecypcamu. Mojenro-
BaHHS game-ready MpOICIB — 1€ KOMIUIEKCHUHN mpoltiec cTBopeHHs 3D moxene,
SKUH MOETHYE €CTETUIHUI acTeKT 13 TEXHIYHUMHU BUMOTaMU PEHJIEPUHTY B pea-
JpHOMY 4aci. Hikue po3rissHyTO OCHOBHI METONH, IO BUKOPHUCTOBYIOTHCS B
IbOMY TPOIIECI.

OmHuM 13 epIIMX eTamiB € ONTUMI3allisl TOMOJIOTIT Mojieni. J{Jist 3HUKEeHHS
KUJIBKOCTI TMOJITOHIB 0€3 BTpaTH KIIIOUOBHUX BI3yaJbHUX €JIEMEHTIB 3aCTOCOBY-
I0ThCSI METOJM PETOMNOJIOTTi. ABTOMATU30BaH1 IUIariHu ab0 pyyHE KOPUTYBaHHS
JOTIOMaraloTh BU3HAUYUTH KPUTHYHI JTIJISHKH, 1€ MOXJIMBO 3MCHIIHUTH KIIbKICTh
BepIlvH. PeTenbHe muianyBaHHS po3TalllyBaHHS IMOJITOHIB JO3BOJIsIE 3a0e3meun-
TH ONTUMAJbHE CIIBBITHOIICHHS MDK J€TaTi3alli€l0 Ta MPOMYKTUBHICTIO, IO
0COOJIMBO BaXKJIMBO JIJISI MOJIEJIEH, 0 MOBHHHI BUKOPHUCTOBYBATUCS B ITPOBHX
CepeOBHILAX Y peaIbHOMY Yaci.

BaxxnuBoro ckianoBoro € npaBuwibHe BukoHanHs UV-posroptku. Edexru-
BHE PO3MOMAIUICHHSI TEKCTYPHUX KOOPIAMHAT Ja€ 3MOTY JOCATTH BHCOKOI JeTalli-
3allii Npyu MIHIMAJIBHOMY BUKOPHCTaHHI TEKCTypHOI mam’sTi. CydacHi METOAH
BKJIIOYAIOTh ABTOMATH30BaH1 aJIrOPUTMH, SIKI CTBOPIOIOTH onTuManbHi UV-
KapTH, a TAKOXK pydYHE HAJIAINTYBaHHA JJIs BUPIMIEHHS crienn(iuHUX 3aBAaHb —
BiJl YCYHEHHs WIBIB J0 MiHIMI3alli po3TaryBaHb Tekctyp. IIpaBunbna UV-
PO3ropTKa € OCHOBOIO JIJISl OAANBIIOTO TEKCTYPYBAaHHS MOJIEI.
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[Tpomiec TekcTypyBaHHsS caM MO co01 HaOyBa€ HOBOTO PIBHS 3aBASKU BIIPO-
BajpkeHHI0 TexHonorii PBR — (Physically Based Rendering) ¢i3udno kopekrt-
Huil penaepunr. CtBopenns 0a3oBux kapt — diffuse, roughness, metalness Ta
IHITUX — JIO3BOJISIE TOYHO BiJOOpa3UTH BIACTUBOCTI MOBepxHi. [Ipu mbomy oco-
ONMMBY yBary mpuIIsSIOTh BUKOPUCTAHHIO normal maps, 1o J03BOJISIIOTE CUMY-
JIOBAaTH MIKpopesibed moBepxHi 0e3 HeoOX1THOCTI CTBOPEHHS J0JIaTKOBOI Ieo-
metpii. Lleit niaxin 3a0e3neuye peaniCTUUHUNA BUTIISA AeTalled HaBITh P 3HU-
YKEH1M KUIBKOCTI MOJITOHIB.

e omarM BakimBuM MeTo1oM € BiipoBapkeHHs LOD — (Level Of Detail)
cuctemu piBHIB neraiizaii (puc. 1). 3a momomorow LOD-Moneneli Bu3Haya-
€ThCA, SIKa Bepcis 00'€KTa MOBHHHA BIIOOpaKaTHCS B 3aJICKHOCTI BiJ BIJCTaHI
1o kamepu. Lle 103Bossie aBTOMATHYHO BUKOPUCTOBYBATH OUTBIII CIIPOIIEHI MO-
JieNi Ha BETUKUX BIJICTAHSX, 3HMKYIOUM HAaBaHTAXEHHS Ha amapaTHe 3a0esrie-
YeHHsI, IPU IIbOMY 30epiraloyr BHCOKOSKICHUI Bi3yalbHUN €PEKT y 30HI, e
neTanl JUCHO ITOMITHI.
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Pucynok 1 — LOD monemni

KpiM cranmapTHUX MiOXOAIB, € Cy4YacHI 1HCTPYMEHTH, SK1 JO03BOJSIOTH
CKaHyBaTH peayibHI 00’ekTH — MetoA (oTtorpammerpii. Texnonorii 3D ckany-
BaHHS JI03BOJISIIOTH OTPUMATH HAJ3BUYANHO JeTali3oBaHi 0a30Bi Mojemi, sKi
MOTIM MIIJAI0THCS peTomnoorii Ta ontumizaiii. [leit meton, xoua i morpedye
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3HAYHOT'O MOYaTKOBOI'O pecypcy AJii OOpOOKHM NTaHUX, JO3BOJSE JOCSIITH MaK-
CUMaJIbHOI PETICTUYHOCTI, 10 € BAKIUBUM (aKTOPOM JIsi CTBOPECHHS game-
ready mporcis.

[IpakTiyHa YacTHMHA MOJICIIOBAHHS BKIIIOYAa€ BHKOPUCTAHHS Cy4YaCHUX
nporpamaux 3aco6iB: Blender, Autodesk 3ds Max, ZBrush nns monenroBaHHS
Ta CKYJBNTHHTY, a TakoX Substance Painter 1jsi TeKCTypyBaHHS 1 CTBOPEHHS
PBR-kapt. KoxkeH 3 1ux 1HCTPYMEHTIB Ma€ CBOi CHJIbHI CTOPOHHU: HAIPHUKIIA/,
ZBrush no3Bossie CTBOPIOBATH BUCOKOJETANI30BaH1 MOJIENI 32 JOTOMOIOI0 IH-
(GbpOBOTO CKYJIBITUHTY, MICIS YOTO MOJIEN eKCIOpTYIoThesa B Blender st mona-
JIBIIOT ONTUMI3AIlT Ta PETOIOJIOT].

[HTerpanisa roroBux Mozenei B irpoBi pymii, Taki sk Unreal Engine uu
Unity, BUMarae n1oA4aTKOBHUX €TamiB onTtumizaiii. HeoOXiaHO BpaxyBaTu Creiu-
¢G1Ky IMOOPTY, HaJalITYBaHHS MaTepiaiiB 1 BIAMNOBIIHICTh CTaHAapTaMm (opma-
TIB, 1110 BUKOPUCTOBYIOThCS y IUX pyuIisax. HamamryBanHs MarepiaiiB, cTBope-
HUX 3a Jonomoroo PBR-TexHosOr1#, MOBUHHO BIIMOBIAATH BUMOTaM PEHIEPU-
HT'Y B peaJbHOMY 4acl, a caMe — 3a0e3neqyBaT 0ajaHC MIXK BI3yallbHOIO SIKICTIO
Ta IPOYKTUBHICTIO.

Po3risiHyTI METOIM ONTHUMI3alliil, PETOIOJIOri, TEKCTYpYBaHHs Ta 1HTErpa-
111 YTBOPIOIOTh KOMIUIEKCHUM MIAX1J] 10 CTBOpeHHS game-ready mporncis. Pete-
JHHUW aHaNi3 KOXHOTO 3 €TamiB J03BOJISIE OTPUMATH MOJIEb, 10 BiJMOBIAAE
BHUCOKHM CTaHJIapTaM Cy4YacHOTo revmMiuzaitny. Lledt miaxin He Juiine 3HUXKYE
BUMOTH JI0 arlapaTHUX PECYPCIB, ajie i CIpUsiE MBUIAKOMY ITUKITY PO3POOKH, 1O
€ KPUTHYHO BAXJIMBUM Yy MIBUJKOIIMHHUX YMOBAX 1HAYCTPIi.

Takum yuHOM, TTMOOKE 3aHYpPEHHS Y METOAM onTuMizarlii Tomnosorii, UV-
pPO3rOpPTKHU, TEKCTYpyBaHHs 3 BUkopuctanHsiMm PBR, cuctem LOD 1 aBTomaTu3zo-
BaHMUX AJITOPUTMIB ONTHUMI3allli YTBOPIOE OCHOBY CY4acHOTO MiAXOAY A0 MO/e-
moBaHHs game-ready mpornciB. Takuii KOMIUIEKCHUN MiAX1J T03BOJISIE JOCITTH
HEOOX1THOTO OalaHCy MK BUCOKOIO BI3yaJIbHOIO AKICTIO Ta ONTHUMI3ALIEL0, 11O €
KJIFDYOBUM YHHHUKOM YCHIITHOT 1HTErparlii Mojiejiell y cy4acHi irpoBi MMPOEKTH.
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