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This paper describes the topology in 3D graphics, focusing on the structure
and organization of vertices, edges, and faces within a 3D model. The study
highlights the importance of baking normal maps to transfer details from high-
poly to low-poly models, optimizing performance without compromising visual
quality. Topology principles vary depending on the intended use, making mod-
els for gaming, 3D printing, and visual rendering distinct and non-
interchangeable. Understanding these principles is important for achieving high-
quality, real-time visualizations efficiency.

Jocnipxyroun chepy TPpUBUMIPHOT rpadiku, CKIAIHO HE 3ralaTh OJIHY 3
byHIaMEHTATBHUX TeM. TOIOJIoris — 11e po3TallyBaHHs BEPIIMH, pedep Ta rpa-
Heit 3D-mozeni B mpocTopi, sk 300pakeHo Ha pucyHky 1.Bepmmna (vertex) —
HAHHIDKYUH 32 iepapXiero 00’ eKT y ciTmi Mmojeni, Touka.Pedpo (edge) — minis, me
NCPETUHAIOTBCS 1Bl IpaHi. J[Bi BeplIMHM CTBOPIOIOTH pedpo. I'pann (face) —
IUIOIIMHA, TaKOX BiJoMa sK MOJIroH. OCHOBHUN KOMIIOHEHT CiTKU. Tpu
3’€JTHaH1 BEPIIIMHU CTBOPIOIOTH IrpaHsb [1].

pebpo

rpaHb

BEpLIMHA @
Pucynox 1 — [Ipuknaz Tomonorii

[Iporiec MOJIrOHAIBLHOTO MOJCIIOBAHHS — 1€ TPOBEACHHS MAaHIMYJISIN
BIJIHOCHO KOXXHOTO 3 BHILEMIEPEPAXOBAHUX €JIEMEHTIB JJis MOOYA0BH TPUBUMIP-
Hux Mojenei. CtBopeHHs1 3D-Mo/eni BuMarae nmoegHaHHs Mik cO00r0 OaraThoX
pebep Ta rpaHe, iX HanpsiM 1 KpuBU3Ha POpMYIOTh MOTOK pedep. IloHarTs npa-
BUJIbHOT TOMOJOrIT He icHye. KoxkHa Mojiesib Ma€e BJIacHy CITKY, BUPOOJIEHY Mijl
okpemy cepy Bukopuctants. Takum unHoM 3D-mozeni asns irop, Apyky, GoTo
Ta BIJIEO MOXYTh KapIMHAIBHO BIJIPI3HATHCS OJIHA BiJl OJJHOI i HE OyTH B3aEMO-
3aMiHHMMH. ba30BHMMH TNpHUHIMIAMH TOIOJOTiI, BIJIHOCHO IrpOBOIO BHPOO-
HUIITBA €:

- CTBOPCHHS TIOJIITOHAJIBHOI CITKHM MOJEN TaKuM YHHOM, MO0 KIJIbKICThH
TPUKYTHHUKIB Ta 6ararorpaHHUKIB Oyjia MiHIMAJIbHOIO;

- YHUKHEHHSI apTe(akTiB, SIKe Jomomarae 3amoOirTH CIOTBOPEHHSIM IPHU
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3rJ1a/KyBaHHI MTOJTITOHIB;

- IOTPUMAaHHS 3aMKHEHOTO MOTOKY pedep, 10 00JIETIIHTh POOOTY 3 CITKOIO
00’eKTa;

- pPIBHOMIpHUN PO3MOI MONITOHIB MO BCI MOJEI, 1110 3a0e3Me4nuTh Kpa-
11€ PO3Mi3HABaHHS i CHIIyeTY.

[{i mpuHOMIK pO3pOOJICH] I CIPOIICHHS peAaryBaHHsS 4d Moaudikarii
MOJIe/I1 Ha OJAJIBIIINX eTarnax 0OpoOKH Ta IMITIOPTYBaHHS B irpoBuid pyiii [1].

[Ipouiec ctBopeHHs 3D-Mopeneil ajst irop MOYMHAETHCS 3 MOJIETIOBAHHS
Bucokomnoironansaoi (High-poly) mozeni. High-poly — nie BucokoaeraiizoBa-
Ha 3D-Moneib 13 BEJIMKOI KUIBKICTIO MOJITOHIB, KA 3aliMae 3HAYHHH 00CST
naMm’sITi Ta HE BiJIOBiJae BUMOram Bi3yaii3arllii B peaibHOMYy 4aci. Low-poly —
e 3D-MoAeap 3 MEHIIIOIO KiNbKICTIO MOMIroHiB. 1100 3MeHIIMTH HaBaHTaKSHHS
Ha KOMIT FOTEpP, 3aCTOCOBYIOTh PETOIOJIOTII0 — MPOLEC CTBOPEHHS HOBOI MOJIT0-
HaJBHOI CITKH, sIKa 30epirae CHIIyeT MOJIEN], ajie MICTUTh MEHILE TPaHEeH.

Ha pucyHKy 2 npeactaBieHO NMPUKIAJ ABOX TpUBUMIpHUX Mozenei. [lep-
mra Mojaenb, Low-poly, orpumana B pe3ynbTaTi mpoliecy peromosorii. Jpyra

LOW- High-poly
Pucynok 2 — IMpuknaau Low-poly Ta High-poly moneneii

Yepes oOMeKEeHHsI Cy4yaCHOTO amapaTHOro 3a0e3NeyeHHs] KOMIT I0TepU He
MOXXYTh OJIHOYaCHO OOpOOJIATH BEIUKY KIIBKICTh JAHUX 3 BUCOKOJAETAJI30Ba-
HUX 00’€eKTiB. PilleHHsIM L€l mpoOiemMu € 3amikaHHS TEKCTYp HOpMasel, mpu
skomy netam 3 High-poly monem nmepenocsatees Ha Low-poly. 3aBasku 1ipomy
METOJy BCl HEOOXiJHI JaHl 30epiraroTbCsi Ha HU3BKOMOJITOHAJIBHIN MO,
3HAQYHO 3MEHIIYIOYM HABAaHTAXEHHS HAa KOMIT'IOTEp 0€3 MOMITHMX 30BHILIHIX
3MiH 00’€KTa.

TakuM 4MHOM, TOMOJIOTIS € KIIFOUOBUM aCEeKTOM TPUBHUMIPHOTO MOJEINIO-
BaHHS, 1[0 BHM3HAYa€ CTPYKTYpy Ta OpraHizauiio MOJIroHaidbHOI CiTku 3D-
00'ekTiB. Y cdepi irpoBoro BUPOOHUIITBA PO3YMIHHS TOIOJIOTIT Ta METOMIB ii
CIPOIICHHS € HEOOXITHUM ISl CTBOPECHHS SKICHUX MOJICIICH, SIKi BIJIITOBITAIOThH
TE€XHIYHUM BUMOTaM Cy4acHOTO arapaTHOTo 3a0e3MeUeHHS.
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