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PED®EPAT

[TosicHIOBaJIbHA 3amUCKa J0 aTecTalliifHOi poOOTH: /5 CTOpIHOK, 68 pucyHKIB, 3

Tabnwui, 15 mkepen.

HIGH POLY, LOW POLY, 3D, MOJIEJIb, PO3I'OPTKA, TEKCTYPYBAHH/I,
OINTUMI3ALLA, 3D MOJAEJIIOBAHHS, I'POBI PYIIII, TPUAHTYJISLILSA

OO0’eKT mociipKeHHs — onTuMizarist 3D-momerni st irpooro pymis Unity 3D.

MeTta poOOTH — 3aCBOITH OCHOBHI MpaBuiia CTBOpEeHHs 3D-moeni, onTuMizariiio,
THUIIM [TPOTpaM JUIsl MOJICIIHTY, iMropTyBaTi 3D-Moenb B irpoBuit pyrrii Unity 3D.

B arecramiiiHiii poGoTi Oyno BHKOHaHO MojeitoBaHHS 3D-moptupu Ta il
ONTHUMI3alllo 32 JOIOMOT00 IporpaMHoro 3ade3neueHns Blender 3D.
Hemoutiku B opiBHsHHI 3 Unity 3D.

VY napyromy po3jii onrcaHO OCHOBHI €Tamlu Ta MpaBHIIa, SIKI BHKOPHUCTOBYIOThCS
i gac 3D MomenmtoBaHHs, TEKCTypyBaHHs Ta ontuMizarii 3D momeni.

VY TpeThoMy po3iii onrcaHo nporec immopty 3D mozeni B irpoBuii pymii Unity
3D Ta moka3aHO €TajOHI TECTH ONTHMI30BaHOI Ta HEONTHMI30BaHOI MOJIEJl B PI3HHUX

YMOBAaxX BUKOPUCTAHHA.



ABSTRACT

Explanatory note to the certification work: 75 pages, 68 figures, 3 tables, 15

sources.

HIGH POLY, LOW POLY, 3D, MODEL, SNAP, TEXTURE, OPTIMIZATION, 3D
MODELING, GAME ENGINES, TRIANGULATION

The object of research is optimization of the 3D model for the Unity 3D game
engine.

The purpose of the work is to learn the basic rules of creating a 3D model,
optimization, types of modeling programs, to import a 3D model into the Unity 3D game
engine.

In the certification work, a 3D mortar was modeled and optimized using the
Blender 3D software.

The first section describes the main free game engines, their advantages and
disadvantages compared to Unity 3D.

The second chapter describes the main steps and rules used during 3D modeling,
texturing and optimization of a 3D model.

The third section describes the process of importing a 3D model into the Unity 3D
game engine and shows benchmark tests of an optimized and non-optimized model under

different conditions of use.
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[TEPEJIIK YMOBHUX ITO3HAYEHb I CKOPOUYEHb

Low-poly — Mozesns 3 HU3bKOIOJIITOHAIBHOO CITKOIO;

High-poly — Moiens 3 BUCOKOIOIrOHAIEHOIO CITKY;

Triangulate — [lepeTBOpeHHSI MONIrOHIB B TPUKYTHUKH Ta ONTHUMI3allis MMOJITOHAIBHOT
CITKH,

SP — Substance Painter — mporpamae 3a0e3neueHHs! Ui TEKCTYPYBaHHS,
UV-mapping — UV-po3roptka,;

FPS — Frame Per Second;

HDRP — High Definition Render Pipeline;

LOD — Level of detail;

AWS — Amazon Web Service;

SSAO - Screen Space Ambient Occlusion;

SSGI - Screen Space Global Illumination;

URP — Universal Render Pipeline



BCTVII

VY cydyacHOMy CBITI Bijieoirop, Ji¢ peaii3M 1 3aHypeHHS CTal0Th KIIIOUOBUMH
dakTopamMu, e(QEeKTUBHE BHUKOPUCTAHHS pECypCiB 1 ONTUMI3AIis € BaXXJIMBUMU
3aBaHHAMU JUIsl po3poOHUKIB. s poboTa cnpsiMoBaHa Ha JOCTIIKEHHS Ta PO3POOKY
MeToiB ontumizaiii 3D-moxeneit 3 MeToro 3abe3reueHHs] BUCOKOI MPOJAYKTUBHOCTI
IrpOBHX PYIIIiB Ta 30€peKEHHS Bi3yallbHOI AKOCTI TpadikH.

[HaycTpist BiJleoirop B OCTaHHI POKU CTPIMKO PO3BUBAETHCS, @ Pa3oM 3 HEIO
3pOCTalOTh 1 BUMOTH JO ONTUMI3aIli rpadgiyHux pecypciB. B ymoBax oOMmexeHOro
OOYHMCITIOBAJILHOTO TMOTEHI1aTy KOHCOJIEH 1 NEPCOHAIbHUX KOMIT'IOTEPIB PO3POOHUKHU
MMOBUHHI IIYKATH HOBI IMIIXOJM Ta IHHOBAIIMHI METOJIM ONTUMI3aIllii, 11100 3abe3rneunTu
IpaBISIM MaKCUMAaJIbHO IIJIaBHUM 1 BpaXKarouuil irpoBUi IIPOLIEC.

OnTuMizalis He TUIbKY HOKPAIYe TPOIYKTUBHICTb, ajl€ i T03BOJISIE PO3POOHUKAM
MaKCUMaJIbHO BHUKOPUCTOBYBAaTH MOMJIMBOCTI TpadiyHUX JABUKKIB JJISI JTOCSTHEHHS
BpaXkalouuXx Bi3yalbHUX €(EKTIB.

OCKUIBbKY IrpoBa IHIYCTPIS Pa30M 3 TEXHIYHUM MPOTPECOM CTPIMKO PO3BUBAETHCA,
aKTyaJIbHUM THTAHHSIM 3QJIMIIAETHCA SK CTBOPEHHS HOBUX TPUBHUMIPHHUX TrpadidyHUX
MOJIesIeH, TakK 1 MOJabIIe YIOCKOHAJICHHS SIKOCT1 ICHYIOUUX TPUMIPHUX MOJIENEH.

B arecrariifHiii po60OTI OXOIUTIOETHCS CydacHi etanu ontumizaiii 3D-moneneit 3
NOJAJBIIMM IMIOPTOM B ITPOBHM pyWIA Ta MPOBEACHHSIM TrpadiyHUX TECTIB Ha
MPOTyKTUBHICTb.

Came TOMy CTBOPEHHS 1 ONITUMI3allisl TPUBUMIPHUX MOJIeIel /it irpoBoi cdepu €

AKTyaJIbHOIO TCMOIO CbOTOJCHHA.
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1 TIOPIBHAHHS ITPOBUX PYIIIB JJI1 CTBOPEHHS BIJEOITOP.

O3HAVMOMIJIEHHS 3 MOXJIMBOCTSAMMU I'POBOT'O PYIIIA UNITY 3D

1.1 TlopiBHSAHHS ITPOBUX PYIUIIiB AJIsI CTBOPEHHS BIJICOIrOp

JIns CTBOpPEHHsI BiJIOIrOp BHUKOPUCTOBYIOTHCS ITpOB1 pyIii, B HUX MPOXOIUTH
OCHOBHA YacCTHHA POOOTH HAJl IrPOBUM MpPOEKTOM. IcHye OaraTto irpoBHUX pymIiiB, AEsKi
KOMITaHii 00MParOTh BXKE€ CTBOPEHI PyIIIii, a IEsIKI CTBOPIOIOTh HOBUH PYIIIM JJIsl CBOTO
npoekTy. HalimonynspHiini irpoBi py1ii:

— Unity;

- Unreal Engine;

— CryEngine;

- Godot Engine;

— Lumberyard,;

— Source Engine

1.1.1 Unity 3D

Unity 3D — GararomiardopMoBuii iHCTpyMeHT, 3acHoBaHui y 2005 porr, as
pO3pOOJICHHST BiACOIrOp 1 3aCTOCYHKIB, Ha SKOMY BOHM TpaioioTh. CTBOpeHi 3a
nornomororo Unity mporpamMu Mpaiio0Th Ha HACTUIBHUX KOMITIOTEPHUX CHCTEMax,
MOOUIBHUX MPHUCTPOSIX Ta TPaTbHUX KOHCOJISIX Y JIBO- Ta TPUBUMIpHIN rpadiii, Ta Ha
OPUCTPOSIX BIPTyaldbHOI YW JIOMOBHEHOI peajdbHOCTI. 3aCTOCYHKHM, CTBOpPEHI 3a
nonomoroto Unity, miarpumytots DirectX ta OpenGL.

CunbHi croponu Unity:

— KpocnnardgopmeHicTb:

Unity no3BoJisie po3po0iisaTy irpu s pizHux miatdopm, takux sk [1K, konconi,

MoOitbHI mpuctpoi (i10S, Android), Be6 1 6araTo iHIIMX, sk MoKa3aHo Ha (puc. 1.1). Ile



11

poOUTH HOTo 1JIeaJIbHUM BHOOPOM JUJISI PO3POOHUKIB, SKI XOUYyTh OXOIHUTH ITHUPOKY

ayauTopiio. [1]

Pucynok 1.1 — Ilpukian rpu Ha pymrii Unity [1]

— Benuka crinpHOTa Ta pecypcu:

Unity mMae akTUBHY CHIJIBHOTY PO3POOHHKIB, IO POOUTH JIETIE 3HAXOIKEHHS
BI/IMOBIZICH HA MUTAHHS, 0OMIH JJOCBIJIOM Ta BUBYEHHS HOBUX TeXHIK. OHIaltH-pecypcH,
taki sk Unity Asset Store ta Unity Learn, HamawoTh goctynm g0 Oe3midi aKkTHBIB,
pO3IIUPEHb Ta HABYAIBHUX MaTepialiB.

— [IBUaKICTH PO3POOKHU:

Unity mae iHTYiTUBHUN 1HTepdeic Ta 3pydHU peaakTop, MO CHpUsiE MIBUIAKINA
PO3pOOIIi TPOTOTHUITIB Ta EKCTIEPUMEHTAM.

— Mosa niporpamyBaHHs:

Unity BukopucToBye MOBY miporpamyBaHHs C#, sika € e(peKTUBHOIO Ta JIETKOIO IS
BUBUYEHHS. Lle poOuTh Horo mpuBaObIMBUM /JIs CTYICHTIB Ta HOBAUKIB.

— Unity Asset Store:
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Maraszun aktuBiB Unity Hajae BENMKY KUJIbKICTh TOTOBHUX PECYpCiB, MOJIEIIEH,
TEKCTyp Ta IHIIMX MaTepiaiiB, SKI PO3POOHUKH MOXYTh BHKOPUCTOBYBATH IS

IMOJCTTICHHA p060TI/I Ta 3CKOHOMJICHHA Hacy.

Cnabxi croponu Unity:

- ['padigni MOKITMBOCTI:

[TopiBHsiHO 3 1HIIKMMHU pymnisiMu, TakuMu sk Unreal Engine, Unity moxke martu
MEHIII Bpa)karodi rpadidHi MOXKIMBOCTI JJIsI CTBOPEHHS (POTOpEaTiCTUYHUX 1T0pP.

— Bucoxki BUMOTH# J10 pecypcis:

Hesiki cknagai 3D-mpoekt B Unity MOXYTh BUMaraTH 3HAYHUX PECYPCIB,
0COOJIMBO 110/10 O0CATY MaM'sITi Ta MOTY>KHOCTI rpadiyHOi KapTH.

- Cucrema (izuku:

Hesiki po3poOHUKHN BKa3yrOTh Ha Te, 1m0 cucteMa ¢izuku B Unity HE € Takoro

MOTYXHOIO, SIK Y ICSIKUX KOHKYPEHTIB.

1.1.2 Unreal Engine

Unreal Engine - me noryxHuil irpoBuil pyuriid, po3podieHuii KomiaHiew Epic
Games. BiH BHKOpHUCTOBYETBHCS [JIi CTBOPEHHS BHCOKOSIKICHMX 1rop, BIPTYyajbHOI
peanbHOCTI, apXITEKTYpPHHUX Bi3yami3aliil Ta 1HIIMX 1HTepakTMBHMX noaatkiB. Unreal
Engine BimomMuii CBOE€IO  TOTYXKHOIO Tpadikol0 Ta  MUPOKUM  CIHEKTPOM
GyHKII1I0HATTEHOCTEH.

CunbHi croponu Unreal Engine:

- [ToTyxHa rpadika:

Unreal Engine ciaBUTBhCS CBO€IO IMIIPECUBHOIO Tpadikomw Ta BPAKAIOUUMHU
BI3yaJIbHUMH e(exTamu, sik mokazaHo Ha (puc 1.2). Bin Hajgae po3poOHUKAM IIUPOKUI
GbyHKIIOHAT 1711 CTBOPEHHS (POTOPEATICTUYHUX ITPOBUX CBITIB.

- Blueprints Ta C++:
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Unreal Engine nponoHye aBa miAXOAW [0 MNPOrpaMyBaHHS - BUKOPHUCTAHHS
Blueprints (BizyanpHOTO mporpamyBaHHs) Ta MOBU mporpamyBanHs C++. lle nanmae

PO3pOOHUKAM THYUKICTh Y BUOOpPi crioco0y mporpamyBaHHsi. [3]

= N ———_— N

Pucynok 1.2 — INpuknan rpu Ha pyurii Unreal Engine [2]

- Benukuit o0car ToToOBUX pecypciB:

Unreal Engine Takox Mae CBiit BiacHui Marasut pecypcis - Unreal Marketplace,
Jie pO3pOOHUKN MOXXYTh 3HAXOJWTH TOTOBI aKTHBH, TEKCTYpH Ta IHIII MaTepiaJid JJis
BUKOPHUCTAHHS y CBOIX MPOEKTaX.

- BoynoBani incTpymenTu 11st VR:

Unreal Engine aKkTHBHO BHKOPHUCTOBYETHCS Jisi CTBOPEHHS BipTyalbHOI
peanbHocTi (VR) 1 Mae BOyaoOBaHI 1HCTPYMEHTH, SIKI MOJIETIIYIOTH po3poOky VR-
IPOEKTIB.

- MosxauBoCTI U1 MacITaOyBaHHS:

Pymiiii moxke OyTH BUKOPUCTAHUN JJI1 pO3POOKH K HEBEIMKHUX 1HAI-1MOp, TaK i
BenukuXx AAA-npoekTiB. Bin n1o0pe macmtaOyerbes Ajig HOoTped pi3HUX PO3MIPIB Ta
THUITIB TTPOCKTIB.

Cna0ki croponu Unreal Engine:
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- BuBueHHs KpUBOI:

B nopiBHsiHHI 3 iHIIUMH pyurisiMu, BuBYeHHs1 Unreal Engine Moxke BHMaratu
OinpIe yacy, oco0auBo Juisi HOBaukiB. [Iporiec BUBUEHHS MOXe OyTH CKIAJHUM Yepes
oOmmpHYy (PYHKIIOHATBHICTD Ta TITMOOKHN PiBEHB JeTaiei. [2]

- Bucoxki BuMoru f0 anapatHoro 3abe3neueHHs:

CtBOpeHHs Tpadiki BUCOKOI SIKOCTI MOYKE€ BUMAaraTv 3HAYHUX OOYMCITIOBAIBHHIX
pecypciB Ta cydacHOi rpadiqHOi KapTH.

— ObMerxeHa KpocIiaTGopMeHICTb:

Xoua Unreal Engine miarpumye pi3Hi miatr@opMu, npouec KpocmiaThopMeHHOI

PO3POOKH MOXKE BUSIBUTUCS] MEHII MPOCTUM MOPiBHSHO 3 Unity. [4]

1.1.3 CryEngine

CryEngine - e BUCOKONIPOYKTUBHUIN ITPOBHUI PYIIil, pO3po0JIeHHUI KOMIIaHi€0
Crytek. BiH BUKOpUCTOBY€TbHCS AJI1 CTBOPEHHS IPpa1yHO NPOABUHYTUX Ta PEATICTUHYHUX
1Top, a TaKOX JUIsl BIPTYaJIbHOT peabHOCTI Ta 1HIINUX 1THTEPAKTUBHUX Bi3yalli3alliil.

CunbHi ctoponu CryEngine:

- ['padiuni MOKIMBOCTI:

Opnieto 3 ocHoBHux mepear CryEngine € ioro moTyxHicth y Tpadimi. Bin
BOJIOJIIE€ BpaXKAIOUMMH Bi3yalbHUMHU e(deKTaMd Ta MOXJIHMBOCTSMHU JJii CTBOPEHHS

pealliCTHYHHX CBITIB, SIK MoKa3aHo Ha (puc 1.3).
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Pucynok 1.3 — IIpuknax rpu Ha pyrnii CryEngine [2]

- Cucrema OCBITIICHHS Ta PEATICTUYHICTD:

CryEngine BigomMuii CBO€I0 peaIiCTUYHOIO CHCTEMOIO OCBITJCHHS, TUHAMIYHUMU
edexkTamu Ta POTOPEATICTUYHUM PEHICPHUHTOM.

- CBoboja po3poOKwu:

Pymiiit Hanae po3poOHMKaM BEJIMKY CBOOOY Ta THYYKICTh Y CTBOPEHHI BIACHUX
1TOp Ta BEJIMKUX reorpadiuHo po3raay’KEHUX CBITIB.

- BipryanbsHa peanbHICTh:

CryEngine miaTpuMye BIpTyaJbHY peajbHICTh, IO POOUTH WOTr0 MPUBAOIMBUM
BUOOPOM 11t po3poOKH VR-TIPOEKTIB.

— [HCTpYMEHTH /U1 apXITEKTYPHOI Bi3yasi3altii:

Pymiii TakoX MIMPOKO BUKOPUCTOBYETHCA I CTBOPEHHS Bizyai3aliid
apXITEKTYpPHUX MPOEKTIB, TO3BOJISIOYN CTBOPIOBATH JACTANII30BaH] Ta Bpa)Kar0di MOJIEITI.

Cna6ki croponu CryEngine:

- Bucoxki BuMoTH 710 anapatHOTo 3a0e3MeueHHs:

CrtBopeHHs1 peamicTuuHUX irop 3a jgomomororo CryEngine moke Bumaratu
MOTYKHOTO 00JIaJHAHHS Ta rpadiuHUX KapT.

- Crnenudiuna KpuBa BUBUCHHS:
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Hapuanus Bukopucrantio CryEngine Moxke OyTH O1IbIII BUTPATHUM 3 TOUKH 30PY

4acy MOPIBHSHO 3 1HIIMMH PYIIISIMU, OCOOIUBO ISl HOBAUKIB.

- CrinpHOTa Ta TOKYMEHTAITIS:

CroinpHOTa pO3pPOOHHKIB Ta JOCTYIHA JOKYMEHTAIllsi MOXYTb OyTH MEHII
OOIIMPHUMH, TIOPIBHSHO 3 1HIIMMH TMONYJIIPHUMH ITPOBUMH PYIIISIMHU.

- He Taka nonynspha, sik Unity abo Unreal Engine:

Xoua CryEngine € moTy>KHUM pYIIi€M, BiH HE TaK IIMPOKO BUKOPUCTOBYETHCS B

irpoBiit iIHAYCTpIi, siK, Hanpukiia, Unity abo Unreal Engine. [6]
1.1.4 Godot Engine

Godot Engine - me BiAKpUTHI IrpoBUil pymIiii, SIKHii BUKOPHCTOBYETHCS IS
po3poOku sik 2D, Tak 1 3D irop, a Takox 1HIIKUX IHTEPAKTUBHUX NonAaTKiB. [Ipukman rpu
MO>KHA 1T06aunTH Ha (prc. 1.4). Floro oco6IUBiCT TONATae B TOMY, IO BiH € BiIbHHM
MpOrpaMHUM 3a0€3MEYEHHSIM 3 BIAKPUTUM KOJIOM, IIO POOUTH KMOro JOCTYIMHUM Ta

peaaroBaHuM rpyIoo po3pOOHUKIB.

Pucynok 1.4 — Ilpuknan rpu Ha pyirii Godot Engine [4]
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CuibHi ctoponu Godot Engine:

- Biakputnii ko1 Ta 6€3KOMTOBHICTS:

Godot Engine € MOBHICTIO BIZKpUTUM Ta O0E€3KOIITOBHUM 3 BHUXIJTHUM KOJOM, IO
pOOUTH HOTO JOCTYITHUM ISl BCiX PO3poOHUKIB. Lle cipusie po3mupeHHio Ta aganTarii
3a JOMOMOT'010 CIUIBHOTH.

- KpocmnardopMeHicTs:

Pymiiii miaTpumye po3poOKy A pizHUX miaTdopM, Takux sk Windows, macOS,
Linux, Android, 10S Ta iH1111, 1110 A03BOJISIE CTBOPIOBATH ITPH JIJIsl IUPOKOI ayAUTOPIi.

- [upoxuii HaG1p PYHKITIN:

He3Baxatoun Ha cBoro Oe3komToBHICTh, Godot Engine Mae Bpaxkarouuii HaOip
byHKIIIH, SKUH BKItOUa€e B cebe cUCTeMH (PI3UKHU, CUCTEMY YaCTUHOK, CUCTEMY aHIMaIlii,
CUCTEMY ay/i0, BOYJIOBaH1 IHCTPYMEHTH JjIsl CTBOPEHHS I'PU B peaIbHOMY 4Yacl Ta 1HIII.

- GDScript:

Godot Engine BukopucTOBYe CBOIO MOBY mporpamyBaHHsa - GDScript, sxa €
JIETKOIO JIJIsl BABYEHHS Ta BUKOPUCTAHHS, 0COOJIMBO /1JIs1 HOBauKiB. BiH Takox miaTpuMye
1HIIII MOBU TIpOTpaMyBaHHsI, Taki sik C#.

— CrninbHOTa Ta HaBYaJIbHI PECYPCH:

Icnye aktuBHa croiibHOTa po3poOHMKIB (Godot, sika Hagae MIATPUMKY, OOMIH
JIOCBIJIOM Ta HaBYaJbHI MaTepiaiu, TaKl sIK B1IEOYPOKH Ta OJIOTH.

Cna6xki croponn Godot Engine:

- MeHmmii ekocucTeMa pecypciB:

Oco0MBO TMOPIBHSAHO 3 IHIIUMHU MOMNYJsipHUMHU pyuisimu, Godot moxke matu
MEHIIIE TOTOBUX PECYPCIB Ta aKTUBIB, TOCTYITHUX B OHJIAWH-Mara3uHax.

- MeH11a nomyasipHICTh B 1IHAYCTPIi:

VY nopiBasHHI 3 Unity abo Unreal Engine, Godot mMeHIlIe BUKOPUCTOBYETHCS B
ITpOBIH 1HIYCTPii, 0COOIUBO AJ BENMUKUX A AA-TIPOEKTIB.

— Memrie npoaBuHYTI rpadivyHi MOKIUBOCTI:

B mnopiBusuni 3 Unreal Engine um CryEngine, Godot Moxe MaTu MeHII

NPOABHHYTI IpadidHi MOKIMBOCTI ISl CTBOPEHHSI Bpa)katouuXx BizyasibHUX e(ekTiB. [7]
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1.1.5 Amazon Lumberyard

Amazon Lumberyard - me irpoBuii pymriid, po3poOJiieHHd KOMITaHi€l0 Amazon.
Lumberyard npononye inTerpaiiito 3 o0aikoBuM 3amcoM Amazon Web Services (AWS)
Ta 1HIIUMU cepBicaMu Amazon. Ileit pymild cropsMoBaHUN Ha CTBOPEHHS
0araToKOpHUCTYBAIBKUX ITOP, K MMOKa3aHo Ha (puc 1.5), a TaKOK BUKOPHUCTAHHS XMAPHUX

TEXHOJIOT1H JIJIs1 TOIMIIECHHS PO3IIUPIOBAHOCTI Ta €(PEKTUBHOCTI PO3POOKH.

? b
L sV o DSVELN L

Pucynok 1.5 — Ilpuknan rpu Ha pymii Lumberyard [2]

CunbHi croponn Lumberyard:

- Iarerparis 3 Amazon Web Services (AWS):

Lumberyard mae riuboky inTerparito 3 AWS, 1o 103B0Jisi€ pO3pOOHHUKAM JIETKO
BUKOPHCTOBYBATH XMAapHI CEPBICH /I TaKUX 3aBllaHb, IK 00pOOKa ay/io, IHTErparlis 3
IITYYHUM 1HTEJIEKTOM Ta 1HII XMapH1 00YMCICHHS.

— baraTtokopucTyBalbKi MOKIJIMBOCTI:

Lumberyard cmemiani3yeTbcsi Ha CTBOPEHHI 0araTOKOPHUCTYBAIBKUX 1TOp, 1 Mae
BOy/nOBaHI (YHKIT aji1 poO3poOKM MaclITaOHUX TpadiyHO BpakarOyux Irop, IIo

HiATPUMYIOTh BEJTUKY KUIbKICTh OJJTHOYACHUX I'paBIliB. [8]
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- be3KomTOBHICTh Ta BIAKPUTICTH KOJY:

Lumberyard € O0e3KOmMTOBHUM Il BUKOPUCTAHHS, 1 MHOro BUXITHUNA KOJI
JTOCTYMHHUM AJi1 pO3pOOHUKIB, 110 POOUTH WOTO MPUBAOIMBUM AJISl THUX, XTO IIyKae
JIOCTYTIHI Ta pelaroBaHi irpoBi PyIIii.

- Po3mmproBaHicTh:

Pymiiii miaTpuMye MOXIIMBICTH PO3LIMPEHHS 32 JOMOMOTOK PI3HOMAaHITHHX
IJIaTiHIB Ta MOMYIIB, IO JO3BOJISIE PO3POOHUKAM J0/1aBaTH HOBI (PYHKITIOHAIBHOCTI Ta
MIJTPUMYBATH BJIaCHI PO3POOKH.

CnaOki croponn Lumberyard:

— OOMekeHii o0car JOKyMEHTaIlli Ta CIIJIbHOTA:

Opniero 3 BUKIMKIB Uit po3poOHUKIB Lumberyard € wMeHIIa KUIbKICTb
JIOKyMEHTalli Ta 0OMeXeHa aKTUBHICTh CIIUIBHOTH MOPIBHSAHO 3 1HIIMMH HOMYISIPHUMHA
ITPOBUMH PYIISIMHU.

- Bucoxki BuMoru J0 anapatHoro 3abe3neueHHs:

CtBOpeHHs1 rpaiyHO MNPOABUHYTHX Irop 3a pgomnomMororo Lumberyard moxe
BHUMAaraTy MoTy»KHOT'O arapaTHOTo 3a0e3MeUYEHHS.

- MeH1a nonyyisipHIiCTb B ITPOBIN 1HIYCTPIi:

Lumberyard MeHIlIe BUKOPUCTOBYETHCS B HOPIBHSIHHI 3 IHIIUMHU PYLIISIMUA, TAKUMU
sk Unity un Unreal Engine, 1110 MOk€e BIUTMHYTH Ha IOCTYIHICTh PECYPCIB Ta aKTUBHICTh
CHJIBHOTH.

— MeHia ekocucTemMa roTOBUX aKTHBIB:

B nopiBHsHHI 3 1HmIMMH pyunisiMa Lumberyard moke mMaTu MeHIE TOTOBHX

aKTHBIB Ta PECYPCIB JJII BAKOPUCTAHHSI.

1.1.6 Source Engine

Source Engine - 1ie irpoBwuii pyimiii, po3podnenuii kommaniero Valve Corporation.
Bin Bnepie 3'sBuBcs B 2004 poiii Ta BAKOPUCTOBYETHCS ISl CTBOPEHHS 0araThox irop,
cepen skux "Half-Life 2", "Portal”, "Left 4 Dead" ta inmmi. [9]

CunbHi croponu Source Engine:
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- D13uuHNI IBUKOK Ta T€MMILIEH:
Source Engine BizoMuii cBoiM q00pe HalaMITOBAaHUM (DI3UYHUM JABHIKKOM, SIKHH
B3a€MOJIi€ 3 00'€eKTaMM B ITPOBOMY CBITI HaTypaJbHUM 4YuHOM (puc 1.6). Bin Takox

HiATPUMYE peanicTu4Hi Pi3udHi epeKTH Ta Bpakarounii TelMILIeH.

Pucynox 1.6 — Ilpuknan rpu Ha pyurii Source Engine [4]

— ['Hy4KICTh Ta JOCTYIHICTb:

Source Engine ny»e rHy4Kuil Ta JIETKO BUKOPUCTOBYETHCS JI1 CTBOPEHHS PI3HUX
YKaHPiB irop. Jlerka Hapiraifisi o peAakTopy Ta MBUIKUA MPOTOTUITYBAHHS POOISATH HOTO
pUBaOJIMBUM TSI pO3POOHUKIB.

- MynbTUIIeEpHA CIPSIMOBAHICTD:

Source Engine yacTo BUKOPHCTOBYETHCS Ui PO3POOKH MYJIBTUILICEPHUX 1rOp,
takux sk "Counter-Strike: Global Offensive" Ta "Team Fortress 2". Bin mae BOynoBaHi
3ac00M /11 CTBOPEHHS PI3HUX MYJIbTUILUICEPHUX redMIuteri-mexanik. [10]

- Moaaidr Ta COUILHOTA:
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Source Engine akTUBHO MiATPUMY€E MOJUIIHT 1 BEJHMKY CHIJIBHOTY PO3POOHUKIB.
['paBili MOXYyTh CTBOPIOBAaTH Ta BCTAaHOBIIOBAaTH Moau(ikarlii, mo po3MHUPIOIOTh
TeHUMILICH Ta BUTIISA iTOp.

- OnTumizartis:

JlBuryn go0pe ONTHMI30BaHMHM s poOOTH Ha PI3HUX KOHDIryparsax

KOMIT'FOTEPIB, IO T03BOJISE 3aIMyCKATH TPy Ha PI3HUX IUIaTdopMax.

Cna6ki croponu Source Engine:

- ['padiuni MOKIMBOCTI:

VY nopiBHSHHI 3 IEIKUMU 1HITUMU Cy4YaCHUMH ITpOBUMHU py1IisimMu, Source Engine
MOJKe MaTH MEHIII BpaXkaroui rpadiuHi MOXKIMBOCTI Ta MEHIIIe eTanizoBaHi edextu. [11]

— Bik:

Source Engine Bunymenui y 2004 porii, 1 Xo4a BiH IPOUIIOB KiJIbKa OHOBJICHD,
BiH Bce Ie 0a3yeThCsa Ha TEXHOJIOTISIX, pO3pO0JIEHUX Y T1 YacH, [0 MOKE BIUIMHYTU Ha
HOro KOHKYPEHTOCIIPOMOKHICTh Y TIOPIBHSIHHI 3 O11bI1 HOBUMH PYILISIMHU.

— OOMexeH1 MOKITUBOCTI AJid po3poOku 3D-rpadiku:

VY mopiBHSHHI 3 JESKMMH Cy4acHUMH pymnisiMu, Source Engine moxe matu

0OMe3K€eHI MOXIIUBOCTI JUIsl po3po0OKH Bpakarounx 3D-rpadiuHux eeKTiB.

1.2 Texuiuni ocobnuBocTi Ta nepeBaru Unity

Unity miarpumye Kibka MOB MpOTpaMyBaHHsS, ajieé OCHOBHA 13 Hux - CH#,
BU3HAYAETHCSI CBOEI0 YHCTOTOIO Ta BHCOKOW MNpOAYyKTHBHICTIO. lle mo3Bomsie
po3poOHMKAM BUOUpATH MOBY, SIKa HaWKpaiie BIAMNOBiAa€ iXHIM ToTpedam Ta
BIo100auHsM. [12]

Pymiit 3a06e3neuye MOXKIMBICTH po3po0JiaATy irpu uis pizHUX maatdopm - I1K,
KOHCOJICH, MOOLITLHUX MIPUCTPOIB, BIPTYalIbHOI pealbHOCTI, a HaBiTh BeO-Opay3epis. Lle
pOOUTH HOTO 11€aTbHUM THCTPYMEHTOM IS pO3POOKH JIOAATKIB HAa PI3HUX MPUCTPOSIX.

HDRP - 1nie mepenoBa TexHosoris 3D-peHAEpiHTY B PEXHMI pEaIbHOTO Hacy,

po3poOieHa s 3a0e3leueHHs BHCOKOAKICHOT Tpadiku Ta Oe3KOMIPOMICHOI
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npoayktuBHocTi GPU. 3aBnsgxu riopuaHomy miaxoxy HDRP go Bizyamizari, skuii
HNIATPUMY€E pacTepu3allilo, TpPaCyBaHHS IMPOMEHIB 1 TpacyBaHHS MLUISXY, BU MOXETE
BUPa3UTH CBOE TBOpUE OAUCHHS HA IIMPOKOMY Jiara3oHi miaaTdopmM, K IoKazaHo Ha (PHUC
1.7). Kpim Toro, HDRP mnpomnoHye posmmpeHi Iieiaepd 3 MiAMOBEPXHEBUM
PO3CIIOBaHHSAM, HAMIBIPO30PICTIO, PANIYKHICTIO, aHI30TPOMIEID Ta MO3aiKO0 B
peanbHOMY 4aci, SKi MOKHa HajamTtyBatu 3a nonomororo Shader Graph. HDRP nae
3MOTY BIJATBOPIOBATH IIUPOKUN CHEKTP PEATICTUUYHUX HEMPO30pUX 1 MPO30pUX
MOBEPXOHb, BiJ] KOMOIHAIT CKJIQAHUX JT1ETEKTPUUHUX 1 METAJIEBUX MOBEPXOHB /10 OLIIbIII
BKKMX OOYHUCITIOBAILHUX MaTepiajiiB, TAKUX K BOJIOCCS, TKAHWHA, 04l Ta 6araToaposi
MaTepiaiu.

IMepcuBHE OCBITICHHS

TBopui Oyab-sIKOTO piBHA MOXKYTh UYyJIOBO OCBITJIIOBATH CBOi CLEHU 3aBISKU
nepenosii cucreMi ocBiTiaeHHs HDR, mo BianmoBigae MpoOMHCIOBOMY CTaHAApTy, 13
(13MYHO NMPAaBUIIBHUM OCJIA0JIEHHSIM CBITJIA, peaJbHUMU OJUHULSIMHU (JIFOKC, TIOMEH, EV)
JUISL BCbOT'O MIOTOKY OCBITJIEHHS Ta €KCIO3HUII{, @ TAKOX PO3LIMPEHUMH TUIIaMU CBITJIA Ta
TIHHIO. TAPaMETPH.

HDRP mnpomnoHye HU3KY METOJIB, TOYMHAIOUU BiJ TPATUIIAHOI pacTepu3ali
(Hanpukian, BIAOOpPaKEHHS Ta IJIAHAPHI 30HIM), 3aMiKaHHSA CBITJa, MapIlyBaHHS
npomeHiB 1 TpacyBaHHs npoMeHiB (SSAO, SSGI, SSR, koHTakT abo TiHi 3 TpaCyBaHHIM
MIPOMEHIB), TTOBHOKAJIPOBE TPACyBaHHS TPAEKTOPIi Ta YUCIEHHI aHTU - TMapaMmeTpu
NICEBJIOHIMIB, $IKI MO’KHA JIETKO TEpeMHKaTh abo 3MilllyBaTh i MacluTaOyBaHHS

MPOYKTUBHOCTI Ta TOYHOCTI Ha PI13HUX IIaThopmax.



Pucynok 1.7 - ImepcuBne ocBitieHns B Unity 3a monomororo HDRP [1]

Bpaxkaroua atmocdepa

CrBoproiite npekpacHe HeOOo Ta Bpaxaroul xMapu. Unity miaTpuMye KijibKa THIIIB
HeOa, B/l MPOCTINIUX CTaTUYHUX rpaaieHTiB 1 Hebec HDRI no0 di3uunux npoueaypHux
HeO, sIKI MOKYTh aBTOMAaTUYHO 1IMITYBaTH PI13HUI Yac 100U B peabHOMY Yaci.

11006 30UTPIINTH CIPUMHATTA TJIMOMHU BaIIOi CLEHU Ta CTBOPUTU OUIBII IILIbHY
aTMoc(epy, BU MOXKETe BHKOPUCTOBYBATH OO ’€MHUN TyMaH 1 JIOKaJIbHUN 00’ €MHMIA
TyMaH, SIK1 pe€ajiCTU4YHO PearyroTh Ha CBITJIO i TiHI.

O0’eMHI XMapu Ta XMapHi IIapd MOXYTb JIONOMOITH BaM 30UIBIIATH
JTUHAMIYHICTh Bamioro Heba, 1mo0 CTBOPUTH MPUTOJOMIIUIMBI TOTOJHI YMOBH, BiJl
Bpa)KalOUMX CXOJIIB COHIA O IITOPMOBOIO TMOJIYAHS, 3 MiHIMaJbHUM BIUIMBOM Ha
MPOTyKTUBHICTb.

Pozmpeni kinematorpadgivai epextu

CtBOpiTh KiHeMaTtorpaiuHUi BUIIISA, SKUM 1IMITYe apTedakTH pealbHUX
00’€eKTHBIB 1 IUTIBOK, 5K Moka3aHo Ha (puc 1.8). Edextu moctoOpoOku, sSK-0T TrMOuHA
PI3KOCTI, BIHbETYBaHHS, PO3MUTTS B PyCl, POBMUTTS Ta 3€PHUCTICTh IUIIBKH, IMITYIOTh
¢b13uuHI mapaMeTpu KaMmepu. Bu Takok MOKETe OTpUMAaTH JTOCTYII 10 MpodeciifHmX, ane
3pYYHHUX IHCTPYMEHTIB Tpajailii KOJbOpiB.

YaockoHasieHa cucTeMa BIJOJKMCKIB Ha OO0’€KTHBI JI03BOJIIE CTBOPHOBATH

MPOLIETypHI BIMOJHMCKK 3 aBTOMAaTUYHOIO OKJIO3i€t0. BiH mocrtaBnsieThes 3 OaraThbma



24

rOTOBUMH 1O BUKOPUCTAHHIA CBITJIOBUMH CHUI'HaJIaMU, K1 AOIMIOMOXKYTh BaM IIBUIKO

posmnouaTu podoTy. [13]

Pucynox 1.7 - CtBopenHs kiHoMarorpadiuaux edekriB B Unity 3a nonomororo HDRP

[1]

Jlns TpaHchsiii Ta BipTyanpHOro BupoOHHMIITBa Graphics Compositor mo3Boiise
KOMOIHYBaTH KUIbKa BXIJHUX JaHUX peHaepuHry. lle o3Hauae, Hampukiam, 1Mo BU
MO>KETe 1HTErpyBaTH BIJIEO PEATIbHOIO aKTOpa Ha 3€JIEHOMY €KpaHi y BIpTyalibHUI (HOH
a00 HaBIaKH.

Hacuuene Ta neranbpHe cepeoBUILE

CTBOpPIOIOTBCS CBITH PEAICTUYHOT POCIMHHOCTI, SIK MOKa3aHo Ha (puc. 1.8), ska
pearye Ha BiTep, 3a JIONMOMOTOI0 JeTaneil JaHAamadTy, IHCTPYMEHTIB ISl MaTlOBaHHS
nepeB Ta iHTerpaiii SpeedTree. JlocATHITE BUCOKOTO PiBHA JeTani3allii 3a J0MOMOTr0I0
MO3aiKi B peajJbHOMY 4acl Ta 1/1eajbHO 3aKPIMiTh CBIT 3a JOMIOMOTOI0 HAMiBIPO30POCTI,
KapT TiHEW, TiHEH 13 TpacyBaHHSAM TPOMEHIB, KOHTAKTHUX TiHEH, MIKPOTIHEMH,
3ale4eHoro OCBITIICHHS, a TAKOXK OKJIFO31i HABKOJIMIITHHOTO CEPEAOBHINA 3 MapiieM ado
TpacyBaHHSM MTPOMEHIB 1 TJI00ATLHOTO OCBITICHHS.

BUKOPUCTOBYIOTBCS HAKJICHKH, CITKH Ta TMPOEKTOPH, OO MIBUAKO HAHECTH Ha

TEOMETPII0 JIeTalll, SIK-OT TPIIMHU, Opya a0 HaMallboBaH1 3HaKU. MICIIeBO 3MIHIOWTE
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MaTtepiajid, PO3MIIIYIOUN KaJIF0XK1, MPOTIKAHHS, Pi3b0JICHHS 00 TOKPUTTS, 100 pO30OUTH

IOBTOPIOBaHI Bi3epyHKH. [2]

Pucynok 1.8 - Cepenosuiiie ctBopere B Unity 3a momomororo HDRP [1]

VYuiBepcansuuit kouseep Bizyamizaiii (URP) — e 310panuit konBeep Bizyanizaiiii,
ctBopernit Unity. URP 3a0e3neuye poOouil mporiecu, 3pydHi Ui XYAOXKHHUKIB, SKi
JO3BOJISIIOTH IIBHUJKO Ta JIETKO CTBOPIOBATH ONTHMMI30BaHy rpadiky, SK MOKa3aHO Ha

(puc. 1.9) Ha pizHux mwiatdopmax, Bij MOOITBHHUX 10 KOHCOJIEH Bucokoro kiacy ta I1K.



Pucynox 1.9 - Cepenosurie ctBopere B Unity 3a mommomororo URP [1]

BOynoBanwuii ¢izuunuii Mexanizm Unity

BOynoBanuit ¢izuunnii mexanizm Unity 6a3zyetbest Ha PhysX 3.4 Bigx NVIDIA,
SKUW € MUPOKO BUKOPHUCTOBYBAHUM 1 HAAIMHUM (PI3MYHUM MPOMIKHHUM IMPOTPaAMHUM
3a0e3neueHHsM. @Dizuuyamii mexaHisM Unity TpOMoHye TPOCTHH Ta I1HTYITUBHO
3po3yMinuit iHTepdeic AJis CTBOPEHHS TBEPAUX T, KOJUTAWIepiB, 3’ €JHAHB 1 TPUTEPIB 1
KepyBaHHA HuUMHU. Bu Takoxx moxkere BukopuctoByBatu API cuenapiie Unity s
JOCTYIy Ta 3MiHU HAJAIITYBaHb (i3ukH Ta moBeAiHKU. Di3munuit mexanizm Unity mo0Ope
IHTErpoOBaHMM 13 cUCTEMaMU aHiMallii, ayJio Ta iHTep¢eicy KOpucTyBaya Ta MiITPUMY€E

sk 2D, tak i 3D ¢i3uky, sk mokaszano Ha (puc. 1.10). [1]
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Pucynok 1.10 - Bukopucranus PhysX B Unity [1]

Unity Analytics Hajjae HacKpi3He pillieHHs JUIsl OOpOOKH TaHUX 1 aHaJi3y, 1100 BU
MOTJIM CTBOPHUTH O1JIBIII 3aXOIUTFOIOUNN 1IrPOBUI MPOIIEC.

AHamniTiKa JO03BOJSIE CTYAISIM 3pO3YyMITH MPOAYKTHBHICTH TPU Ta MOBEIIHKY
rpasitiB. [lIBuako 30upaiiTe CTaTUCTHYHI JIaHI 32 JJOTIOMOTO TOTOBUX 1H(OpMAIIHHUX
naHesneil 1 Bi3yali3allii Ha OCHOBI HaAlMHMX JaHuUX Yy peanbHoMmy uaci. IloTim
BUKOPUCTOBYWTE 11 JaHi, 100 MOKpAIIMTH CBIM TPOEKT 1 3pOOMTH HOro OuIbLI
MPUBAOIMBUM 1 IPUBAOIMBUM JIJIS BAIIOT Ay TUTOPI.

BucHOBKY 110 po3aiiy: oTxke, irpoBwuii pymriit Unity 3D mae nepeBary Ha qesiKUME
IHIIUMH O0€3KOIITOBHUMH PYIIIsIMU 3aBASKH CBOIM OCOOJIMBOCTSM PEHACPY B pEAIbBHOMY
yaci, oOpoO1l Bi3yalbHOI YAaCTHUHH, MOXJIMBICTIO aHa/3y JAaHUX HAa OCHOBI Ipu abo
MoBeIIHII rpaBiiB. HegonikoMm € Te, 100 onmaHyBaTH BC1 MOKJIMBOCTI pyIIisi MOTPiOHO

3HATH MOBH MPOTPaMyBaHHs, JJIsl HAMMMCAHHS CKPUNTIB Ta MIEHIEPIB 10 HHOTO.
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2 CTBOPEHHA TA OIITUMIBALIA 3D-MOJEJ AJIA I'POBOI'O PYIIIA

UNITY 3D

2.1 Orasa kpokiB 1t cTBopeHHst 3D-moeni

Jliis ctBoperns 3D-mozeni Oyi1o BUKOPUCTaHO ITporpaMHue 3ade3mneuenns Blender-
3d, B HbOMY OyJI0 BAKOHAHO OCHOBHI KPOKH, TaKi sIK:

— CrBopenns High-poly moxeni;

— CrtBopenns Low-poly moxeni;

— CtBopenns UV-po3roprtkuy;

— Onrumizaiiis MOJIel Mij iIrpOBUM PyIIi.

Takoxx Oymo BHKOpPHCTAaHO TporpamMHHMid TakeT Substance Painter s

TekcTypyBaHHs 3D-moneni.

2.2 Ilponec ontumizartii 3D-momeni

Ontumizamiss 3D-Mozeneit - 1€ Tpolec YAOCKOHAJICHHS Ta ONTUMI3aLlii
T€OMETPUYHOI Ta TOMOJIOTIYHOI CTPYKTYPH TPUBUMIPHUX 00'€KTIB 3 METOIO MTOKPAIICHHS
iX MPOJIYKTUBHOCTI, €(PEKTUBHOCTI OOPOOKHM, BUKOPUCTAHHS PECYpPCIB 1 BIITBOPEHHS,
3MEHILEHHS 00CsATy mam'siTi Ta ONTHUMI3alli MIBUAKOAIT TpadiuHOrO pPEHIIEPUHTY B
KOHTEKCTI POTPaMHOT0 3a0e3MedeHHs, irop ado Bi3yaabHHX 3aCTOCYHKIB. [16]

Mertoto ontumi3zalii € JOCATHEHHS OLIbII €(EKTUBHOIO BUKOPUCTAHHS PECYPCIB
OOYHMCITIOBAILHOTO OOJaJIHAHHS Ta MOKPAIICHHS Bi3yaJlbHOTO BIATBOPEHHS O0'€KTIB B
TPUBUMIPHOMY TIPOCTOPi, 3MEHIICHHS BUMOT JO0 OOYHCITIOBAIBHUX Ta TpadiaHux

MOTYKHOCTEH, a TaKOk 3a0€3MeUYeHHs ONTUMAJIBHOT MPOAYKTUBHOCTI IIporpam abo irop.
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2.3 Tomyk pedepeHCHUX 300pakeHb I CTBOPCHHS OJIOKIHTY

[Tepmm kpokxom ctBOopeHHs 3D-moneni € miadip pedepeHCHUX 300paxeHb, s
TOTO 1100 PO3YMITH SK TOBUHHA BOHA BUTJIAJIATH Y PEaTbHOMY KUTTI.

[TonsTTs «pedeperc» (11e BUKOPUCTOBYIOTh CKOPOUYECHHS «ped») MOXOIUTH Bif
aHTITCHKOTO ciioBa reference, sike mepexiiagaeTbes K 3rajKa, BiICHIKA JI0 JDKEpena,
noBiKoBa iHGopMailis. JloBiAKOBOIO iHPOpMaIIi€l0 3a3BUYall BUCTYIAIOTh KAPTUHKHU 200
Bizeo. Ix 3D cmewiamicTu BUKOPUCTOBYIOTH SIK 3paskd, Ha sKi TpebGa piBHATHCS.
Hanpuxnan: — Mozaenepu mykaroTh GoropedepeHcu Toro o0'ekra, sikuii BOHU OyIyTh
MozenmoBaTu (pororpadii apxiTeKTypH, TBapuUH, KPECJICHHS aBTOMOOUIB 1 T.1.), SK
nokaszaso Ha (puc. 2.1);

Byno BupiiieHo CTBOPIOBATH CEPEIHLOBIYHY MOPTHUPY, YC1 pedepeHcH Oyiu B3ATI

3 IHTEPHETY.

I T AT

Pucynok 2.1 — Pedepencni 300paxkeHHss MopTupH [2]
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2.4 CtBopenns High-poly moxeni

J71st CTBOpEHHST HAATOYHUX MOJIEIIEH 3aCTOCOBYETHCS TAKUI BT MOJICTTIOBAHHS SIK
BHCOKOMOJIiroHanbHi MojaemoBanns (High-poly) — cTBopeHHs TOYHMX Komiii 00'ekTa.
CyuacHhi TexHoorii 3D 103BOJSI0TH CTBOPUTH MPAKTUIHO OY/Ib-SKUN 00'€KT, HE3AJIEHKHO
BiJl PiBHS CKJIATHOCTI.

BucokomnomnironajgbHe MOJIETIOBaHHS — 1€ MPOLEC CTBOPEHHS TPUBUMIPHUX
MoOzeJel 3 BEJIMKOI KUIbKICTIO OaraTokyTHHKIB a0o BepmmH. Lleir miaxin
BUKOPUCTOBYEThCSI B Taly3l KOMITIOTepHOI Tpadiku, Takox Bigomoi sk 3D-
MOJICNIIOBAHHS, JUIsl CTBOPEHHS JIETANi30BaHUX OO0 €KTIB 3 BHCOKHUM CTYINEHEM
pealiCTUYHOCTI Ta JIeTasi3allli.

OcCHOBH1 0COOIMBOCTI BUCOKOTIONITOHAILHOTO MO/ICIIIOBAHHS:

OpHi€10 3 TOJOBHUX MEPEBar BUCOKOIMOITOHATBHOTO MOJIEITFOBAHHS € MOXKJIUBICTh
JI0JaBaTU BEJIMKY KUIBKICTh JI€TAJIEW 1 TEKCTYp, 1100 HajgaTH 00’€KTaM peaiCTUYHUM
BUTJISI, SIK MOKa3aHo Ha (puc. 2.2). lle 0co0IuBO BaXKIUBO AJII CTBOPEHHS ITEPCOHAXIB,

apXITEKTYpPHUX €JIEMEHTIB 1 00’ €KTIB y BIAOMIM 1H(pOpMALii.

N

—
—
—
—
—
—
—
—
—
B—
—
—
—
—
—
—
—
—
—
—_—
—

Pucynok 2.2 — [Ipukiaa BUCOKOMOIIroHAIbHOT Mo [3]
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Jesxki XynoKHUKM BUKOPHUCTOBYIOTh METOJ CKYJBNTHHra JUIsli CTBOPEHHS
BHCOKOIOJITOHANIBHUX Mojelel, sk moka3aHo Ha (puc. 2.3). lle mo3Bossge im
JeTanizyBaTd 00’ €KTH, JAOJAI0YM TEKCTYPHI €JIEMEHTH, CKJIAQIKH Ta CIIOTBOPCHHS IS

CTBOPCHHA ITPUPOAHOT'O BUITIAOY.

Pucynok 2.3 — [Ipukiag Metomy CKyJIbITHHTY [3]

BucokononiroHaabHi MOZENI 4YacTO BUKOPUCTOBYIOTBCA Il CTBOPEHHS
BpaKalOYMX Bi3yallizallid, K mokazaHo Ha (puc. 2.4), OCKUIbBKH BOHU MOXYThb 3aXOIMUTH

KOXKHY J€Tab, 1110 J0Ja€ PealliCTUYHOCTI 300paKEHHIO.



Pucynok 2.4 — [puknaa ctBopeHHs Bizyanmizarii [5]

BucokomnomnironansHi MoOJ€Ni JT03BOJISIOTh PEATICTUYHO IMITYBaTH B3a€EMOJIIIO
00'eKTIB 31 CBITJIOM, AK MOKa3aHo Ha (puc. 2.5). BoHu 3a0e3neuyroTh TOYHINIE
BIITBOPCHHS TiHEH, BIIOJUCKIB CBITJIa Ta B3a€EMOJIII0 MaTepiaiiB, 3aBASKH YOMY CIleHA

BUTJISJIA€ O1IBII TIPUPOTHO.

Pucynoxk 2.5 — Ilpukian poOOTH 31 CBITIIOM 3a JOIOMOTOI BUKOPHUCTAHHS

BHCOKOIOIIrOHAIBHUX Mozelel [5]
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OpmHak JUIsi CTBOPEHHS Ta PEHIEPUHT BHCOKOMOJITOHATBHHUX MOJCIICH MOXKe
noTpeOyBaTH 3HAYHUX OOYMCIIIOBAIBHUX pecypciB. s iX cTBOpEeHHS Ta 00pOOKHU MOXKeE
3HaJOOUTHUCS Oulbllle Yacy, a /s BHUKOPUCTAaHHS MOXE 3HAJAOOUTHCS TOTYKHE
o0uuncIIoBaJIbHE 00J1aTHAHHS.

High-poly moneni BipizastoTees Big LOW-Poly Moaenelt KibKicTIO ITOIrOHIB Ta
MOJIITOHATBHOIO CITKOIO.

High-poly monens Oyna ctBopena B mporpamuomMy maketi Blender3D.

Ha (puc 2.6, 2.7, 2.8) moxHa nobauntn nomiroHasibHy citky High-Poly moneni 3

PI3HUX pPaKypciB.

Pucynok 2.6 — ITomironanena citka High-Poly moneni Ha Bui 300Ky



Pucynok 2.7 — [NomironaneHa citka High-Poly moneni Ha Buai ciepeny

Pucynok 2.8 — [NonironaneHa citka High-Poly mozxeni B i3ometpii
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Pucynok 2.9 — Bun rorosoi High-poly moneni

2.5 CtBopenns Low-poly moxeni

Huspkomnomironansia mojaenb (Low-poly) — e TpuBuMipHU 00°€KT a0, STKHM
MICTUTh HEBEJIUKY KUIbKICTh 0araTOKYTHHUKIB a00 TOYOK Y TUJIONIMHI ORI JE€TaTbHUX
3D-moneneit. ['omoBra ocoOumBicte low-poly — crparteriyna 3miHa TeOMETpPHYHOI
KOMITO3HIIIT JIsl ONTUMI3aIlil MPOAYKTUBHOCTI Ta ePeKTUBHOCTI 00poOku rpadiku. Lleit
NIAX1J1 [IAPOKO BUKOPUCTOBYETHCA B I1HAYCTPIi 1rop, KOMITIOTEpHOI Tpadiku Ta
Bi3yastizailii Ju1s 301IbIIEHHS IBUAKOCTI Bi3yasi3allli, SMEHIIEHHs pecypciB 0OpoOKHU Ta
CTBOPCHHS ONTHMAJIBHHUX BI3yallbHUX €(EKTIB. 300paKeHHS Ha PI3HUX IuIatdopMmax,
BKJTIOUYAIO4YM MOOUIBHI TIPUCTPOI.

Hu3zbkomnonironaabHe MOJENIOBaHHS — II€ METOJA CTBOPEHHS TPUBUMIPHHX
Mojeneld 3 OOMEXKEHOI KUIBKICTIO OaraTokyTHUKIB abo BepmwmH. [ledt miaxin
BUKOPUCTOBYETHCS B raly3l KOMII FOTEPHOI Ipadiky AJis CTBOPEHHS 00’ €KTIB 13 MaJOk0
KUIBKICTIO TIOJITOHIB, IO JO3BOJSE ONTHMI3yBaTH PECypcH Ta TMOKPAUTUTH
NPOIYKTUBHICTh Y peallbHOMYy uaci. KitouoBi 0COOIMBOCTI HHU3BKOIOIITOHAJIBLHOTO

MOJICITFOBAHHSA ;
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HwusbkononironaabHi MOIEN1 BUKOPHUCTOBYIOTh MEHIIIE MOJIITOHIB, SIK MOKA3aHO Ha
(puc. 2.10), mo poOUTH iX iAcaTbHUMHU IS BUKOPUCTAHHS B irpax Ta IHTEPAKTHBHHUX
nporpamMax. 3MEHIICHHS KUJTBKOCTI TMOJIITOHIB JOIIOMAara€e ONTHMI3yBaTH PECYPCH, IO
0COOJIMBO BaXXJIMBO y BUIAJIKy OOMEXEHHX OOUYUCITIOBAILHUX MOKJIMBOCTEH, TaKUX K

MOOLITBHI IPUCTPOT 200 3acTapisii KOMI IOTEPH.

Pucynox 2.10 — Ipukian noiairoHaabHOI CITKM HU3BKOIOMITOHAIEHOT MoJieni [5]

HusbkomomironansHi  MOJENI 4YacTO BUKOPUCTOBYIOTHCS JJIE  CTBOPEHHS
CTUJII30BaHUX 1 aOCTpakTHUX O0’€KTiB, sk TMoka3zaHo Ha (puc 2.11). Ile nmosBossie
XyJIO)KHUKaM BHPa3HO BHUKOPHCTOBYBATH TE€OMETPHYHI (POPMU Ta KOJIBOPU ISt

CTBOPEHHS YHIKAJIIBHOTO Bi3yaJlbHOTO €(eKTy.
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Pucynox 2.11 — [Ipukia CTBOpEHHS CTHITI30BAHOI CIICHU 3 HU3bKOIOIITOHATBHIX

00’ekTiB [6]

OCKIJTbKM HU3BKOTOJITOHAIBHI MOJIENIl MalOTh MEHIEe OaraTOKyTHHKIB, JJIS 1X
peHaepuHTy TOTP10HO MeHTIIe yacy. [{e 0co6IMBO BaXKIIMBO B IHTEPAKTUBHUX ITPOrpaMax,
Jie BEJIMKa KUIbKICTh KaJIpiB 3a CEKYH/1y BaXJIMBa AJI [JIABHOTO BIITBOPEHHS.

CTBOpeHHS HU3BKOMOJITOHAIIBHUX MOJIENIEH MOKe€ OyTH MEHII TPYJIOMICTKUM
MPOIIECOM TOPIBHAHO 3 BUCOKOIOMITOHAIBHUM MOJAENIOBaHHSAM. OCOOIMBO TIXOIUTh
JUIs PO3POOHUKIB TaKUX MPOEKTIB, 1€ HEOOX1THO MIBUIKO CTBOPIOBATH 1 TEKCTypyBaTH
Pi3H1 00'€KTH.

HusbkomnosironaabHl MOAENI 4acTO BUKOPUCTOBYIOTHCS JIJII CTBOPEHHSI 00’ €KTIB
y peTpo-CTHII, K1 HAaraayrTh Tpadiky cTapux irop 4yu MyJbT(iIbMiB, SK MMOKa3aHO Ha

(puc. 2.12).
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Pucynoxk 2.12 — IIpukiag cTBOpEHHS PETPO CLIEHH 3 HU3LKOIIOJITOHAILHUX 00 €KTIB [6
y

Low-poly MojesroBaHHS BUKOPUCTOBYETHCS B ITPOBIH 1HIYCTpil, apXiTEKTYpHIiH
Bi3yaurizaiii, a TakoXX B 1HAYCTpii aHiMaIlii, sik moka3ano Ha (puc. 2.13). Bin mo3Bomse

JOCATTH 0akxaHoro Bi3yaJ'II>HOFO e(beKTy 1 npun 0ObOMY 3HHU3UTH HABAHTAKCHHS Ha

00YHCITIOBAJIbHI PECYPCH.

Pucynok 2.13 — Ilpuxnazn ctBopenHs: UV-po3roptku
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JUTS. HU3BKOIIOTIrOHAIbHOT Moei [5]
[Mpouer; ctBopennst Low-poly momeni Oasyerbcs Ha ontumiszarii High-poly
Mojziedi, TOOTO 13 TOTOBOi 0OaraTOIMOJIITOHATBHOI MOJENl 3MEHIIYEMO ii KUIbKICTb

noJiiroHiB. Pe3ynpratu MmokHa nmobdauntu Ha (puc. 2.14, 2.15, 2.16, 2.17).

Pucynok 2.14 — IMonironansHa citka LoOw-Poly mozeni B i3omeTpii

Pucynok 2.15 — IMonironansHa citka Low-Poly moaeni Ha Bui 300Ky



Pucynok 2.16 — I[onironansHa citka Low-Poly moneni Ha Bui 300Ky

Pucynok 2.17 — IonironansHa citka Low-Poly moaen Ha Bui 300Ky
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2.6 CtBopennst UV-posroptku ais Low-Poly moneni

UV-posroptka (a6o UV-po3ropranHs) — I11e poIiec Bizyami3allii TeKCTypH, STKAMA
nepeadayae po3MillIEHHS MOBEPXHI TPUBUMIPHOTO 00’€KTa y ABOBUMIPHOMY IIPOCTOPI,
sk 1mokazano Ha (puc. 2.18). A 3D-moaemoBants Ta posropranus UV HeoOXigHi as

HAJI)KHOTO XOJIOJTHOTO TEKCTYPYBaHHS €JIE€MEHTIB KEpyBaHHS 00’ €KTaMH.

S e -
S| | H |G- [BE2%|H
S i

I 2GI27/EHE % B

!

Pucynok 2.18 — Ipuknan ctBopenns UV-posroptku [5]

Koxna Touka Ha moBepxHi 3D-Mozemni Mae BiIMOBIAHUIM MIIOCKUH MIKCENb Ha KapTi
tekctypu, 1 UV-Explorer Bu3Hauae, sk B3aeMOIiOTh ABa mpoctopu. Tepmin «UVy
MOXOJIUTH B1J] OCEH MPOCTOPOBUX KOOPAUHAT TEKCTYPH, SIKI TO3HAYAIOTh TOPU3OHTAIbHY
(U) 1 BepTukasibHy (V) KOOpAUHATH.

Meta UV-posropTkn — MakcuMmanbHO 30epertu ¢opmy 1 gerani o0’e€kra Ha
TEKCTYpHIN KapTi [ 3a0e3MeueHHs IKICHOTO 1 MPaBUIIBLHOTO BITOOpaKeHHS TEKCTYp Ha
3D-mopeni i yac peHaepuHra, sik mokazano Ha (puc. 2.19). Ycnimnua UV-posroptka

JornomMarae XyJa0KHHuKaM CTBOPHOBATU peaﬂiCTI/I‘-IHi Ta CCTCTUYHO l'[pI/IBa6J'II/IBi TCKCTYpHU
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T BUKOPUCTAHHS B Irpax, aHIMallii, Bi3yamizaiii Ta 1HIIUX Tady3sx, 1€ BaKJIUBUM

Bi3yalibHUM acniekT 3D-MoentoBaHHs.

Pucynok 2.19 — I[puknan ctBopenns UV-posroptku [5]

[Tporiec crBopennss UV-po3ropTku 3alieuTh Bl MPABHUJIBHOTO CTBOpPEHHST LOW-
poly mozemi. [{iist Toro, mo6 posropuyt 3D-Moaens — HEOOXiIHO POCTABUTH PO3Pi3n
(seam) Ha 00’€eKTi, sik moka3zano Ha (puc. 2.20). ITicis Toro sk po3ropHyJId MOAEIb, ii 2D
BUJI, SIK TOKa3aHo Ha (puc. 2.21) MOKHA MEPErISIHYTH 1 3a oTpedu nepepoouTn. s
TOTO 100 ONTUMI3YyBaTH 1 30UIBIIUTH SKICTh TEKCTYpPH HAa 00 €KTi BHKOPHUCTOBYIOTH
overlap abo HaknmamaHHS OJHOI YaCTUHM MOJETI Ha iHITy. TakMM YMHOM MOXKHA Ha
OJTHAKOBI YaCTUHHM HAHECTU OJHY M Ty camy Tekctypy. llpuknax ¢ynkumii overlap

BigoOpaxkeHuit Ha (puc. 2.21).
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Pucynox 2.20 — I[Ipouec crBopenns UV-posroptku

Pucynok 2.21 — Bukopuctanus Overlap ass 301IbIIeHHS IKOCTI TEKCTYPH

2.7 TexcTypyBaHHS Ta 3alliKaHHS KapT

3amikaHHS KapT BUKOHYETbCS JJIi TIEPEHECEHHS JIeIKUX JeTane 13

BHUCOKOIOJIITOHAIBHOI MOJIEINI JI0 11 peTOmoJIori
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Jiis Toro, mo0 3amiktu kaptu High-poly 3 moaeni na Low-poly moaens 0akano
JUIS TIOYaTKy iX PO3AUIMTH Ha YacCTUHHU, 100 HE OyJOo MOMHUJIOK MHpH 3alikaHHI, K

noka3aHo Ha (puc. 2.22, 2.23).

Pucynox 2.22 — Po3nineHHs MozelTi Ha YaCTHUHY IS 3aIliKaHHS KapT
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Pucynox 2.23 — I[Ipomec 3amikaHAs TEKCTYPHUX KapT

[Ipomec omTumizaiii Jyisi TEeKCTypyBaHHs 3D-moneni BKIIIOYae psifi 3aXOiB,
CIPSIMOBaHUX Ha IT1JIBUIIICHHS TPOTyKTUBHOCTI Ta €(DEKTUBHOCTI BAKOPUCTAHHS TEKCTYP
y rpadiuyHux mnporpamax, irpax a6o penaepuHry. OCHOBHI acCIeKTH ONTHMI3aIlli
TEKCTYpH B KOHTEKCTI 3D-MopentoBaHHS BKIIOYAIOTh B ce0€ 3MEHIIEHHS pPO3MIpY
TEKCTYp, HAPUKIAI I MOOUTHHUX TIATHOPM, JIs TOTO 1100 36KOHOMUTH PECYPCH Ta
MIPUCKOPHUTH 3aBaHTAXKCHHS TEKCTYP.

Takox BukoOpucTOBYIOTH MinManu (Mipmaps), sk mokasano Ha (puc. 2.24), 1o
JI03BOJISIE 3a0€3MEUNTH ONTUMAJIbHE BiIOOPaKEHHS TEKCTYp HA PI3HUX BIJACTAHSAX Ta

KyTax OISy, 3MEHIIYIOUYH apTe(aKTH Ta MOKPALTYyIOYH MPOAYKTHUBHICTb.
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Mip 0

(original texture)

Mip 1

ﬁ% Mip 2 o 3

128x128 64 x64 32){32 16x16

Pucynok 2.24 — INpuknan Bukopuctanas mipmap [5]

Jlnist onTuMizaliii BAKOPUCTOBYIOTh TEKCTYPHY atiiacizallito, sk oka3aHo Ha (puc.
2.25), ne mporec 00’e€aHAHHS ACKIIBKOX TEKCTYp B OJHOMY aTJaci, IO I03BOJIIE

3MEHIIATH KUTBKICTh 00pOOIIIOBAHUX TEKCTYP.

Pucynok 2.25 — Ilpukiiaj BUKOPUCTaHHS TEKCTYPHUX atiacis [6]
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Jly’xe 4acTo pOo3pOOHMKH irop I ONTHMIi3alii BUKOPUCTOBYIOTh joau (LOD —
Level of Detail) — e 3actocyBaHHs pi3HUX PiBHIB JieTalti3allii TeKCTyp abo Mojeneii Ha
PI3HUX BIAICTaHsX, SIK MOKa3aHo Ha (puc. 2.26), M0 JOB3BOJISIE M ATPUMYBATH IPUHHATHY

AKICTh TpaiKy P 3MEHIIEHH] HABAaHTAXXEHHS HAa 00YMCITIOBANIbHI PECYPCH.

.

Level of detail Level of detail Level of detail Level of detail

0 1 2 3

Pucynox 2.26 — Ipuknan Bukopuctannas LOD cuctemu [5]

TakoX KOPHUCHHUM CIOCOOOM € OOpi3Ka TEKCTyp, IO JONOMAara€ yHUKTHYTH
BUKOPUCTaHHA HEMOTPIOHUX 00JacTel 1 3MEHILye 00CAT HEOOX1AHOI Biieonam sITl.

OnTumizanis tekctyp y 3D-moneni 103Bosisie 1OCSATTH OanaHCy MiX BHUCOKOIO
AKICTIO rpadiku Ta e(hEeKTUBHICTIO BUKOPUCTAHHS OOUYMCIIIOBAILHUX PECYPCIB.

TekctypyBaHHs 3a3BU4aii NpoBOAATH y porpamuomy naketi Adobe Substance 3D
Painter. Ane mokHa BHKOpHCTOBYBaTH, Hampukiazn, Adobe Photoshop, a Takox €
(YHKIIT TEKCTYPYBAaHHS y IPOTPaMHUX NAKeTax JUIsl MOACIIOBAHHS.

ExcriopTyBaTH TOTOBI TEKCTYpH B JaHOMY BHIaikKy Tpeba B ¢dopmari Unity
Universal Render Pipeline.

PesynbraT cTBOpEeHHS TEKCTYp MOXHa mobdaunTtu Ha (puc 2.27, 2.28, 2.29).
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Pucynok 2.27 — Pe3ynbTat cCTBOpEHHS TEKCTYp A7 ontuMizoBanoi 3D-moxeni (Bua

300KY)

Pucynox 2.28 — Pe3ynbTat CTBOpEHHS TEKCTYp Juist ontuMizoBanoi 3D-mozeni (Bun

criepeny)



Pucynok 2.29 — Pe3synbTar CTBOpEHHS TEKCTYp [ ontuMizoBaHoi 3D-moneni (Bun B

130MeTpii)

2.8 Tpuanrymsuis ta ekcnopt 3D-moneni it noganbiioi poOOTH B ITPOBOMY

pyuii

Tpuanrynsamis 3D Mojeneld € BaXJIMBUM €TalioM IIpH po3poOIli  irop.
Tpuanrynsiis — 1e mporec po30UTTs MOBEPXHI 00'€KTa HA TPUKYTHUKH, K1 € 0a30BUMU
eJeMEeHTaMHu [UJIs Bi3yani3alii B TPUBUMIPHOMY mpoctopi. Takuil miaxia J03BOJISIE
ONTHUMI3yBaTH OOUYUCIICHHS Ta MOJETIUTH 00pOOKY rpadiku y iIrpOBUX PYIIIisX.

Js Toro, mo6 TpuanryimoBatu 3D-monens, B mporpamuomy naketi Blender 3D,
Oyno BukopuctaHo wmoaudikarop triangulate, 3aBasku sKOMy BCi IOJIIFTOHH

(4OTUPUKYTHHUKM ) OyJIM IEpETBOPEH] HA TPUKYTHHUKH.



Pucynox 2.30 — TpianrynsoBana 3D-monens

Jnst Toro, mo0 eKCnopTyBaTH MOJENb I IMIOPTYBaHHS B ICPOBHM pyIiid
HEOOXITHO BHKOPHCTATH BOYIOBaHMU eKcrmopT B mporpamHomy maketi Blender 3D.

Excniopryemo mozenb B popmari Autodesk Maya FBX.

Operator Presets

‘ ‘ Path Mode
- - S
~ Include
Limit to Selected Objects
Garmata Textures Garmata_HP.fim Garmata_LP.flx o ¢
= = Visible Objects
Active Collection

Object Types

Custom Properties
~ Transform

Scale 1.00
Apply Scalings  All Local
Forward Z Forward

Up  YUp

Garmata_LP.fix

Pucynok 2.31 — BikHo ekcriopty B nporpamuomy naketi Blender 3D
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2.9 BukopucraHHs BEKTOpiB Ta MaTpullh B 3D-MonemtoBaHH1

Bektop — 1me maremaTwdHMA O0'€KT, MO XapaKTEPU3YETHCS BEIWYMHOIO 1
HarnpsiMoM. Hanpukiana, y reoMeTpii Ta y IPUPOJHUYMX HayKaX BEKTOP € CIPSIMOBAHHM
BIJIPI130K NPAMUIN y €BKIJI1IOBOMY IIPOCTOpi (200 Ha TIIOMIHHI).

Bextopyn BUKOPUCTOBYIOTBCS Il NPEACTABICHHS HOpMaied NOBEpXOHb. lLle
BXKJIMBO sl OOYMCIICHHS OCBITJICHHS Ta CTBOPEHHS pPealiCTUYHUX BiI0OpakeHb. Takox
BEKTOPH BUKOPUCTOBYIOTHCS JJISi MPEACTaBICHHS KOOPAMHAT TOYOK Y MPOCTOpP, SK
MOXkHa moOayuTtu Ha (puc. 2.32), KOKHa TOYKa Ma€ CBi BEKTOp HopMaii. Bekxtopu

MOXYTb BKa3yBaTH HAIIPAMOK BiI[ OI[HOi TOYKH JO THIIIO].

Pucynok 2.32 — Bino6paxenns BekTopiB Hopmaineii Ha 3D-momeni

BGKTOpI/I MOXYTb BKa3yBaTW HAIIPAMOK Ta IIOJOXCHHA KaMCpu, JIK MOXHa

nobauutu Ha (puc 2.33).

Pucynox 2.33 — BukopucTaHHS BEKTOPIB IIPH PO3MIIIICHHI KaMepH
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Buxopucrtanas MaTpuilb Ta BEKTOpiB y 3D-MojentoBaHHI J03BOJSE TOYHO Ta
e()eKTUBHO BUKOHYBATH Pi3HI Oomeparlii, o0 Ba)KJIUBO JJIsI CTBOPEHHS PEaTiCTUYHUX Ta
JTUHAMIYHAX TPUBUMIPHUX CIeH. [7]

Martpuili BUKOPUCTOBYIOTHCS ISl TPEACTABICHHS TPAHCHAIIL (3MIIEHHS),
oOepraHHs Ta MaciiTabyBanHs 00'ekTiB y 3D-mipocTopi.

Jl5is TpaHCTALIT MaTPULIA BUTIISIA€ HACTYITHUM YHHOM:

1 0 0 Ax
_10 1 0 Ay
™=l o1 a (21)
0 0 0 1
J1st o6epTanHs HaBKOJIO Oci X:
1 0 0 0
0 cos(®) -—sin(B) O
R, = 2.2
* |0 sin(®) cos(®) O (22)
0 0 0 1
J1st oGepTaHHs HABKOJIO OCl Y
cos(B) O sin(B) O
0 1 0 0
R, = 2.
Y |—sin(®) 0 cos(® 0 (2:3)
0 0 0 1
Jlst oGepTaHHs HABKOJIO OCl Z:
cos(B) —sin(@) 0 O
R, = sin(@) cos(8) 0 O (2.4)
0 0 1 0
0 0 0 1
Jle 0 - kyT oOepTaHHS.
Jlst MmacrTaOyBaHHS MAaTPHUIlS BUTIISAAE€ HACTYITHUM YHMHOM:
sy 0 0 O
s=|Y % 00 (2.5)
0 0 s, O
0 0 0 1

JI€ Sys Sy, Sz — koe(imieHTr MacTadyBaHHS MO BIAMOBITHUX OCSIX
BucHoBku 10 po3auly: oTxke, s Toro, mo6 ontuMmizyBatu 3D-monens s
BUKOPHUCTAHHS B IPOBOMY PYIIIii HEOOX1THO BUKOHATH HACTYITHI €TaIH:

— CTBOPEHHS BHCOKOIIOJITOHAJIBHOI MOJISIII;



CTBOPEHHS HU3bKOTIOIITOHAILHOT MOJIETI 1 ONITUMI3aIlis;
CTBOpEHHs npaBuiibHOT UV-po3ropTky;
CTBOPEHHSI TEKCTYP;

TPIaHTyJIALis Ta eKCIOPT MOJIEII;
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3 CTBOPEHHS CIIEHU TA ITOPIBHSIHHS OIITUMIZOBAHOI MOJIEJII 3

BHUCOKOITOJITOHAJIBHOIO MOJIEJUJTIO B ITPOBOMY PYIIIT UNITY 3D

3.1 CrBopeHHs cuieHu s BuKkopructanHs 3D-mozeni B irpoBomy pymrii Unity 3D

Jns Toro, mo6 3aBantaxut 3D-monens B Unity 3D aiis movatky moTpioHO
CTBOpPUTH a00 3aBaHTaXKUTH TOTOBY ITPOBY clieHy. BoHa 103BOJIUTH MOOAYUTH SIK
HaBaHTaXXYIOThCSL PECYPCU KOMIT FOTEPY.

Cueny n1s 11i€i po6otr 0yi10 3aBaHTaXEHO 3 0(IIIaTBFHOTO CalTy acCeTIB JJIs
Unity 3D. Jlo uei numie moTpiOHO OyJ10 JOJaTH MITYYHE CBITIO — BOHO MOTPeOy€e MEHIIE
peCcypciB KOMII'IOTEpPY Ta 3MEHIIY€ HaBaHTa)KECHHS.

B miit cieni BukopucToBytoThes cuctemu LOD, miis Toro mo0 3MEeHIINTH
HABaHTA)XCHHS Ha KOMII IOTEp, IIJISIXOM 3aCTOCYBAaHHS Pi3HUX PIBHIB AeTalizamii s

TEKCTYp Ha pi3HUX BiacTansx (puc. 3.1).

Pucynok 3.1 - 3aBanTtaxkena criena s Unity 3D
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IMmopTyemMo roToBy onTHMi3oBaHy Mojaenb B ¢opmari Autodesk Maya FBX. Ta

OJAa€EMO 11 O CIICHH.

L1 ciiena B Unity BukopucroBye hopmatr URP (Universal Render Pipeline), Tomy
Martepiall BAKOPUCTOBYEMO CHEIIAIbHO ITiJT Hboro. KojkeH Marepian Mae cBiit meiaep.

Hleitnep B Unity 3D — 1ie nporpamMHuii KO, HAIlMCAaHWW Ha MOBI HICHEpiB
(3a3Buuait HLSL a6o CQ), sxuii BU3HAYa€, K MOBEPXHS UM 00’ €EKT B3aEMOJIIE 31 CBITIIOM
1 TIHAMM, SIK BIH Ma€ BUIJISJAATH Ta sKI CHelialibHI edeKTH BIH Mae BigoOpakaTu.
Hleiinepu B Unity 3D BHKOPUCTOBYIOTBCS IJIsi KEepPyBaHHS TpadiqHUMH acleKTaMH
00’€KTIB y Tpi Ta JO3BOJISIIOTH peali3yBaTH pi3HI Bi3yalibHI e(PEeKTH.

[eiinepu B Unity 3D BHKOPUCTOBYIOTHCS ISl JOCSTHEHHS PI3HOMAHITHUX
BI3yaJIbHUX €()EKTIB, TAKUX SIK B1IOOPaKEHHS TIHEW, TEKCTYP, ONHMCKY, BOJSHUX €(EKTIB
Ta 1HIIMX acnekTiB rpadiku y peanbHomy 4aci. llleinepu m03BoJsIIOTE pO3pOOHUKAM

CTBOPIOBATHU YHIKaJIbHI Ta 3aXOIUIIOI0UI1 Bi3yallbHI Bpa)KE€HHS ISl CBOIX 1rOp Ta JOJATKIB.

UseMNormalhMap

MarmalMap

UseMetallicMap

Pucynok 3.2 — BikHo HanamtyBaHHS eHAepy s MaTepiany
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Pucynok 3.3 — IMmoproBana Mozielb B irpoBomy pyiii Unity 3D

3.2 IlopiBHSHHS BHCOKOTMOJITOHAIHLHOT MOJENI 3 ONTHMI30BAaHOI MOJCIIIIO Ha

KOMIT I0Te€pax 3 pi3HUMHU TEXHIYHUMU XapaKTePUCTUKAMHU

JInst mopiBHSIHHS OyJ0 BUKOPHCTAHO JBa KOMII IOTEpA, K1 BIAPI3HAIOTHCS MIXK
co0or0 oOcsiramMu BieonaM’siTli Ta TPOXU PI3HOK YaCTOTOIO POOOTH ILEHTPATHLHOTO
nporecopa.

CnouvaTky OyJi0 TpOBEICHO MOPIBHSHHS HA OCHOBI OJTHI€T MOJIEIII B CIICHI.

Pe3synbratn MoxxHa nmobaunTH B Tabnuuil 1.
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Tabmmuss 1 - TlopiBHAHHS ONTHUMI30BaHOI 1 BHCOKOIIOJITOHAJIBHOI MOJENI Ha

KOMIT I0TE€pax 3 pi3HUMHU TEXHIYHUMU XapaKTepUCTUKAMHU

Nel: No2:
XapakTepUCTUKHU Ryzen 5 5600X 4 I'T'y Ryzen 5 5600x, 4.4I'T'1y
KOMII I0Tepa GTX 1660 Super 6 I'6 RTX 3080T1 12r6
O3V 3216 DDR4, 3600 0O3Y 32Gb DDR4, 3600
1 Tb SSD 1T SSD
69,9 FPS (14,3 ms) — 129,7 FPS (7,7 ms) —
OnTuMizoBaHa MOJIETh
80,8 FPS (12.4 ms) 180,3 FPS (5.5 ms)
Bucokornoiirosaisaa 49,4 FPS (20,3 ms) — 137,6 FPS (7,3 ms) —
MOJIeTTh 55,5 FPS (18.0 ms) 123,0 FPS (8.1 ms)

Pucynoxk 3.4 — ETanonuii TeCT NpoyKTUBHOCTI ONTUMI30BaHOT MOJIE1

Ha Kom totepi No2



Pucynox 3.5 — Etanonuii Tect npoiyKTUBHOCTI ONITUM130BaHOI MOJIENi

Ha KomI toTepi No2

Audio:
Level
Clipp

Graphics:

Pucynok 3.6 — Etajionuii TeCT NpoyKTUBHOCTI BUCOKOIOJITOHAIBHOT MOJIEI

Ha KoM rorepi No2



Pucynox 3.7 — Etanonuii Tect npoayKTUBHOCTI BUCOKOIIOJIITOHAIBLHOT MOJIE1

Ha KoMI1 totepl Ne2

= o
a Audio

Graphics:
U: main 20.3ms re
1335

Pucynok 3.8 — Etajionuii TeCT NpoyKTUBHOCTI BUCOKOIOJITOHAIBHOT MOJIEI

Ha KoM '1otepi Nel
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Audio:

skinne:
nimati

Aniry

Pucynox 3.8 — Etanonuii Tect npoayKTUBHOCTI BUCOKOIIOIITOHATIBLHOT MOJIE1

Ha KoM 'totepi Nel

Pucynok 3.9 — Etanonuii Tect mpoayKTUBHOCTI ONITUMI30BaHOT MOJIENI

Ha koM rorepi Nel
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Audio!

Pucynok 3.10 — ETanonwuii TeCT mpoIyKTUBHOCTI ONTHMI30BaHOI MOJIE1

Ha KoMI1 torepi Nel

3.3 IlopiBHSHHS MIECTH ONTHMI30BAaHUX 1 BHUCOKOIOJITOHAIBHUX MOJCIICH Ha

KOMIT I0Te€pax 3 pI3HUMHU TEXHIYHUMU XapaKTePUCTUKAMHU

Jis Toro, moO Ouibllle HABaHTAKUTU CUCTEMY, OyJI0 JOJAHO MO IIICTh
BHUCOKOIOJIITOHAIBHUX 1 ONTUMI30BaHUX MOJIeNed B CLEeHy. Yepes 11e MOXHa OTpUMaTH
1HII1 pe3ysIbTaTu, 00 clieHa Oyne moTpeOyBaTH OlIbIIe BiieonaM’ iTi KOMIT I0Tepa.

Pe3ynbpTatn MoxkHa moGaynTH B TAOIMULI 2.
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Ta6mnrus 2 - [lopiBHSHHS IIECTH ONTUMI30BaHKX 1 BUCOKOTOJIITOHATBHUX MOJIEIeH

Ha KOMH,IOTCan 3 plSHHMH TEXHIYHUMH XapaKTCPUCTUKAMHA

XapakTepuCTUKH

KOMII 10Tepa

Nel:

Ryzen 5 5600X 4 I'T'
GTX 1660 Super 6 I'6
O3V 3216 DDR4, 3600
1 Tb SSD

Ne2:

Ryzen 5 5600x, 4.41 Ty
RTX 3080T1 12r6
0O3Y 32Gb DDR4, 3600
1Th SSD

OnrumizoBaHa MOJEIb

68,2 FPS (14,7 ms) —
85,7 FPS (11.7 ms)

120,0 FPS (8,3 ms) —
167,2 FPS (6.0 ms)

BucoxononironaabHa

MOJIENIb

12,2 FPS (81,9 ms) —
19,5 FPS (51.3 ms)

63,6 FPS (15,7 ms) —
66,8 FPS (15.0 ms)

Ve oy
- " J

v .\l":"
! ."VA‘ ,.“

“"\“‘“\"" \

Pucynox 3.11 — ETanonuii TecT npoyKTUBHOCTI IIICTHOX ONTUMI30BAHUX MOJIEIEn

Ha KoMmI1 torepi Nel
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Graphics:

CPU: main 11.7ms rer

Pucynok 3.12 — ETanonuii TecT IpOJyKTUBHOCTI IIICTHOX ONTUMI30BAHUX MOJIEIIEN

Ha koMI1 torepl Nel

Pucynok 3.13 — ETanonuii TecT IpoyKTUBHOCTI HIICTHOX BUCOKOIOIITOHATBHUX

Mozeneit Ha komm roTepi Nel
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Plo

eam load

Aniry

Aniry

Pucynok 3.14 — ETanonuii TecT npOJyKTUBHOCTI HIICTHOX BUCOKOIOIITOHATBHUX

Moenei Ha koM rotepl Nel

read
atching:

Pucynok 3.15 — ETanonuii TecT mpoyKTUBHOCTI IIICTHOX BUCOKOIOIITOHATBHUX

Mojeseit Ha koM roTepi Ne2



Audio:

Pucynok 3.16 — ETanonunii TeCT mMpoyKTUBHOCTI IIICTHOX BUCOKOIIOTITOHATBHUX

Mojenelt Ha koM roTepi Ne2

Audio:

Pucynok 3.17 — Etanonuii TeCT NpoAyKTUBHOCTI IIICTHOX ONTUMI30BaHUX MOJIEIICH

Ha KoM 'totepi No2



= Audio:

Pucynok 3.18 — ETanmonwuii TeCT mpoIyKTUBHOCTI IIICTHOX ONTHMI30BAHUX MOJIENEH

Ha KoMI1 totepl Ne2

3.4 TlopiBHSIHHSI ONTHUMI30BaHOI 1 BHCOKOMOJIITOHAIBLHOI MOJI€NIl 3 BUMKHEHOIO

CIIEHOT Ha KOMIIT FOTEpax 3 PI3HUMH TEXHIYHUMHU XapaKTEPUCTUKAMU

Jlyst TOrO, MO0 TTOAMBUTHUCS K ONTHUMI30BaHa MOJIEIb, OyJI0 BAMKHEHO CIIEHY Ha
AKIH BOHA 3HAXOJWIACh, MO0 1HIN YWHHUKKA HE HABaHTAXyBaJIM BiJleONaM’ siTh
KOMIT I0TEpA.

Pe3synbpratn MoxkHa moGaunTH B Tabnul 3.
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Tabnmuss 3 - [lopiBHSHHS ONTHMI30BaHOI 1 BHCOKOIIOJITOHAJIIBHOI MoOjem 3

BHMMKHCHOIO COCHOIO Ha KOMH’I-OTean 3 plSHI/IMI/I TEeXHIYHUMH XApaKTCPHUCTUKaAMHU

Nel: Ne2:
Ryzen 5 5600X 4 I'T' Ryzen 5 5600x, 4.41 Ty
XapaKkTepuCTUKHU GTX 1660 Super 6 I'6 RTX 3080T1 12r6
KOMIT I0Tepa O3V 3216 DDR4, 3600 0O3Y 32Gb DDR4, 3600
1 Tb SSD 1Tb SSD
574,2 FPS (1,7 ms) — 533,4 FPS (1.9) —
OnTumizoBaHa MOJICITb
626,1 FPS (1.6 ms) 600,7 FPS (1,7 ms)
Bucokornoiirosaisaa 137,5 FPS (7,3 ms) — 481,2 FPS (2,1 ms) —
MOJICIIb 137,7 FPS (7.3 ms) 486,8 FPS (2.1 ms)

Pucynok 3.19 — Etanonuii TecT NpoAyKTUBHOCTI ONITUMI30BaHOI MOJIEJ1 3 BUMKHEHOIO

CIIeHOI0 Ha KoM toTepi Nel
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Audio:
L
Clipg

Graphics:

Pucynok 3.20— Etanonuii TecT IpoAyKTUBHOCTI ONTUMI30BaHOI MOJIEIi 3 BAMKHEHOIO

CIIEHOI0 Ha KoMmIT toTepi Nel

Pucynok 3.21 — ETanonuii TeCT NpoIyKTUBHOCTI BUCOKOIOJIITOHATIBHOI MOJIEN 3

BUMKHEHOIO CIIEHOIO Ha KoMil totepi Nel
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Audio:

Pucynok 3.22 — ETanonwuii TeCT MpOAyKTUBHOCTI BUCOKOMOJIITOHATBHOI MOJIET 3

BUMKHEHOIO CIICHOIO Ha KoMIT roTepi Nel

Audio:

Pucynoxk 3.23 — Etanonuii TecT NpoAYKTUBHOCTI ONITUMI30BaHO1 MOJIEJ1 3 BAMKHEHOIO

CIICHOIO Ha KoMII toTepi Ne2



Audio:

Pucynok 3.24 — Etanonuii TeCT MpOyKTUBHOCTI ONTHUMI30BaHOI MO/IENi 3 BUMKHEHOIO

CIIEHOIO Ha KoMIT toTepi Ne2

Audio

Pucynok 3.25 — ETanonuii TeCT Npo1yKTUBHOCTI BUCOKOIOJIITOHATIBHOI MOJIEN 3

BUMKHEHOIO CIIEHOIO Ha KOMIT roTepi Ne2



Audio:

e il

Pucynok 3.26 — ETanonuii TecT NpOJyKTUBHOCTI BUCOKOIOJIITOHAIBHOI MO 3

BUMKHEHOIO CIICHOIO Ha KOMIT roTepi Ne2

BucHOBKM MO po3Aily: OTKE, MOKHA MOOAYUTH, 110 HAHOUIbIIE KaapiB MOKHA
OTPUMATH, SIKIIIO ONITUMI3yBaTH MOJIEJh Ta AKIIO BOHA Oye JuIe ojHa B clieHl. Benuky
pouib Bifirpae o0car BijieonaM’siTl Ha KOMIT I0Tepax, Ae Oyae BIATBOPIOBATUCH Tpa. YuMm
Ounbllle Bigeomam’siTi — TUM OUIbIIYy KUIBKICTH KaJIpiB Ta MEHINY 3aTpUMKy Oyje
OTPUMYBAaTU KOPUCTYBad. TakKo)X MOXXHA MOOA4YUTH, 10 Kpaie onTumizoByBatu 3D-
Mozeni, 00 SKIIO iX KUIbKICTh BEJIMKA, TO Pa3oM BOHU HE TaK CHUJIbHO HAaBAaHTaXYHOTh

CHCTEMY, SIK HEONTHUMI30BaH1 MOJICIII.
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BUCHOBKU

TeMmoro arecrariitnoi po6otu Oyso ontumizaiiis 3D-moaeni 111 iIrpoBOTO PyIIIis.
Unity 3D.

Y poboTi mpoaHaNi30BaHO OCHOBHI IrpoBi pylmii, HaWOUIBII MOMYyJIAPHI
OC3KOITOBHI IMPOB1 pymIii sl CTBOpeHHs irop. s BUKOHaHHS poOOTH oOpaHe
nporpamue 3ade3neueHus Blender 3d ta Unity 3D, ockisibku BOHU € O€3KOIIITOBHUMH Ta
no0pe MmAXOASTh AJI1 BC1X BCTAHOBJICHUX 3a71a4, K1 MOTP10HO OyJI0 BUKOHATH.

JUis mpakTU4YHOTO 3aBJaHHsA, Oyno oOpaHO MOJENb MOPTHpPU. Y X0jA1 pobOTH
BUKOPHCTaHI Pi3HI METOJIM MOJIEIIOBaHHsA, Taki sk, high-poly monemoBanns, low-poly
MOJICNIIOBaHHs, CTBOpeHHSI UV-po3ropTku, TEKCTYpyBaHHS MOJIEIl B MPOrPAMHOMY
naketi Substance 3D painter. ITig wac po6otu Oys0 CTBOPEHO CIIEHY B irpOBOMY pyIIii
Unity 3D, kyau Oylio 3aBaHTaXK€HO ONTUMI30BaHy Mojeib. DiHaIbHUM €TanoM yciel
poboTu OyB MpOBEICHUI TECT HA ONITUMI3AII0 MO/Iel, OyJI0 TOPIBHSIHO HA KOMIT FOTEpax
3 PI3HUMHU TEXHIYHUMH XapaKTEePUCTUKAMU ONITUMI30BaHy 1 HEONTUMI30BaHy MOJIEI, 11O

BJIaJIO peati3ye KOHIICMIIII0 JaHOI aTecTaliiftHol poOoTH.
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