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The article discusses the optimization of 3D models for computer games

and interactive environments. The main optimization methods including
reducing the number of polygons, retopology, and texture optimization are
described. Modern approaches that improve performance in game engines and
interactive applications are described. The advantages and challenges of
optimizing 3D assets for real-time graphics are also discussed. The results show
that effective optimization methods allow developers to achieve a balance
between high visual quality and stable system performance in interactive digital
environments.

VY cBiTi koMIT't0TepHOI rpadiku 3D-Mo1eT0BaHHS BIAITpae KIHOYOBY POIb
y CTBOPEHHI BIPTyaJIbHUX CEPEIOBHII, MEPCOHAXKIB 1 00’ €KTiB. OCOOIMBO BaXK-
JIMBUM 11€ CTa€ y cdepl KOMI IOTEPHUX Irop Ta iHTEpakTUBHUX miatdopm. Tyt
SKICTh Ta ONTHUMI3allisl MOJIeJIEH HampsMy BIUIMBAIOTh HA MPOJAYKTHBHICTH CHC-
TeM 1 KOM(OPT KOPUCTYBAUiB. 3aB/SIKM IIBUJIKOMY PO3BUTKY ITPOBUX PYUIIiB Ta
rpadiyHIX TEXHOJIOTIH BUMOTH 0 JeTaji3aiii IpOoJOBXKYIOTh 3pOCTaTH, TPOTE
HaJMipHA CKJIAJIHICTh TE€OMETpii MOKE HETaTUBHO MO3HAYUTHUCS Ha IIBUAKOII
IPOrpaMHOTO 3a0e3MeUueHHs, MO0 POoOuTh onTuMizaiiro 3D-Mozenei KIFo40BUM
€TaroM CTBOPEHHS IIU(PPOBOTO KOHTEHTY.

[Tporec ontumizariii 3D-Mozenelt monsArae y 3MEHIIEHH1 KUTBKOCTI MOJIro-
HiB, TEKCTYpPHHX PECypCiB Ta IHIIUX rpadiyHUX AaHHX, IPU LBOMY 30epirarouu
BUCOKHI PiBeHb Bi3yalbHOI sSKOCTI 00°ekTa. Moro Mera — 3abesnedeHHs cTabi-
JBHOI poOOTH TMpOTrpaMH, MiATPUMAHHSA BUCOKOI yacToTu kaapiB (FPS) i 3uu-
KCHHS HABaHT)KEHHS Ha rpadidHuil IPOIECOp Ta OTIEPATUBHY ITaM SITh.

KinbkicTh MOJIroHiB y MOJI€NIl — OCHOBHUHM (paKTOp, 110 BIUIMBAE HA 11 MPo-
JTyKTUBHICTH. [lomiroHanbHa CiTKa BU3HAYAa€ T€OMETPUYHY CKJIAJHICTh 00’ €KTa
Ta 6e3MmocepeHLO BIUIMBAE HA 00CAT OOUMCIICHb, SIK1 IOBUHEH BUKOHATH Tpadi-
YHUN MPOIEeCcop il Yac PEHAECPUHTY ClieHn. UM O1iibliie MoJIiroHiB BUKOPUCTO-
BY€ETbCA ISl TOOYIOBU MOJIENI, TUM TOYHIIIE MEPeaatoThes ApiOHI aeTal, BU-
T'MHH TIOBEPXHI Ta 3arajbHa (opma 06’ ekta. OHaK HaaMIpHA KUTBKICTh MOJITO-
HIB MPU3BOANUTH 10 301IbIICHHS HaBaHTaXEHHs Ha rpadiyHUil mpoliecop, ore-
paTUBHY MaM’ATb Ta CUCTEMY OOpOOKHU KaJpiB, 1[0 MOKE CIPUUMHUTU 3HUKCH-
HS 9YaCTOTH KaJpiB 1 MOTIPIICHHS IUIABHOCTI BIATBOPEHHS CIICHH. 3 ITI€l IPUIH-
HU TI17] 9ac pOo3pOOKH MOJENEH NIl KOMIT IOTEPHUX ITOp Ta IHTEPAKTHUBHUX JI0-
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JATKIB IITUPOKO 3aCTOCOBYEThCS MifXia cTBopeHHs low-poly moneneii. Taki Mo-
JIeJIl XapaKTepU3yrThCs MIHIMAJIbHO HEOOX1THOI0 KUIBKICTIO MOJITOHIB, SKa J10-
3BOJIsIE 30€perTu BIi3HaBaHy (HOpPMY Ta OCHOBHI OCOOJIMBOCTI 00’€kTa 0e3 3aii-
BOi FT€OMETPUYHOT JeTai3allii.

Perononorigs — oauH 13 HalOUIBII JTI€EBUX METOJIB ONTHUMI3AIl, IKUHM IIe-
penbauae nmepedy10BY MOJTITOHATBHOT CITKU JIJII OTPUMAHHS TIPOCTIMIOi Ta ede-
KTUBHIIIOI CTpyKTypH. [1i yac crBopenHss 3D-00’€KTIB XyHOKHUKH TPAIIOIOThH
13 BUcOKozeTanizoBanuMu MozensiMu (high-poly), siki MOXyTh MICTUTH COTHI
TUCAY a00 HaBITh MUIBMOHU MOJITOHIB. Taki MOAEIN JO3BOJISIOTh MAKCUMAJILHO
TOYHO BIATBOPUTH (OpMY 00’€KTa, MPOTE BUKOPUCTAHHS MOMIOHUX MOJAENEH y
CEPEIOBUINAX PEATLHOTO Yacy € MPaKTUYHO HEMOXKIIMBUM 4Yepe3 HaaMIpHE Ha-
BaHTAKEHHA Ha rpadiuHy cuctemy. Came TOMY 3aCTOCOBYETHCS IMPOLIEC PETO-
MOJIOT11, Y XOJIl SIKOTO CTBOPIOETHCSI HOBA MOJIITOHAJIbHA CITKa MOBEPX BXKE ic-
HYIOUO01 BUCOKOTIOTITOHAIBHOT MOJIEJTI.

OCHOBHUM 3aBJaHHSM € MOOyA0Ba OLIbII ONTUMANBHOI CTPYKTYPH MOJIi-
TOHIB, SIKa 30epirae 3arajJbHU CUIIYET 1 Mponopuii 00’€KTa, aje MICTUTh 3HAYHO
MEHIIY KUIBbKICTh eneMeHTIB. [Ipu 1ipomMy ocobnrBa yBara npuaulIseTbCsl IpaBu-
JpHOMY po3TamryBaHHio pebep (edge flow) ta momironansHux mnerenb (edge
loops), 110 3a0e3neuyoTh NPUPOIHY AeopMalliro MOJIEII i1 Yac aHiMallii.

Peronosorito BUKOHYIOTh SIK BPY4YHY, TakK 1 3a JIOIIOMOTOIO CIEIliani3oBa-
HUX aBTOMAaTUYHUX IHCTPYMEHTIB y MporpamHoMmy 3a0e3neudenHi st 3D-
MojieNItoBaHHs. PyyHa peromnosiorist J03BOJIsIE TOUHIIIE KOHTPOIIOBATU CTPYKTY-
py MOJITOHAJIBHOI CITKM Ta ONTUMAJIBHO PO3MIIIYBATU TMOJITOHU Y BaXKIUBUX
JUISTHKAX MOJIEN1, HAMPUKIaA Y MICISX 3TMHIB 200 pyXOMHUX YacTHHAX MEPCO-
Haxa (puc.l). ABTOMAaTH4yHI aJrOPpUTMH, Y CBOIO YEpry, 3HAYHO MPUCKOPIOIOTH
IPOIIeC CTBOPEHHS 0a30BOi ONMTUMI30BAHOI CITKH, MICIIS YOTO BOHA MOXKE J0JaT-
KOBO pefaryBaTHCs BPyUHY.
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Pucynok 1 — [Ipuknaa py4Hoi peTornosorii
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Peamizanis pisuiB peramzanii (Level of Detail, LOD) — ne meron, sikuii
crpusie epeKTUBHOCTI poboTu cucteMu. CyTh IOTO MIIXO0Y MOJATa€E y BUKO-
PUCTaHHI KIJTbKOX BapiaHTIB OAHIET M Ti€l )k 3D-Mozemi, 1110 BiAPI3HAIOTHCS PiB-
HEM T€OMETPUYHOI JIeTali3allli Ta KUIbKICTIO TOMIToHIB. s KOKHOTo 00’ €KTa
CTBOPIOETHCS JEKIJIbKA Bepciit Mojeni (puc.2).
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Pucynox 2: a— LODO, b — LOD2, ¢ — LOD3

Konu 06’ekT 3HaXOauThCs OJNM3BKO 10 KaMepu, BUKOPUCTOBYETHCS MO-
JIeTb 3 HaWO1IBIIO0 KUIBKICTIO TIOJIITOHIB, 1 B MIPY BiJajieHHs 00’ €KTa BiJ] Ka-
MEpHU ITpOBHM PYIIii MEPEeMHUKAEThCS Ha CIpoIIeHl Bepcii moxaeni. OCKiIbKU
B/IJIaJIeH1 00’ €KTH 3aiMarOTh MEHIIIE MICLS Ha €KpaHi, KOPUCTYBau MPAKTUYHO
HE TOMIYa€e 3MEHIICHHS PiBHA JeTajizallli. 3 TakKuM MiJX0J0M MOXXHa 3HAYHO
3HU3UTH HABaHTA)XEHHS Ha arapaTHI pecypcu KOMIT'IoTepa abo MOOUIBHOTO
MIPUCTPOIO.

TexcTypH1 KapTu JO3BOJISAIIOTH MepeaaBaTH ApiOH1 AeTalll MOBEpxHi 6e3 Jo-
JTaBaHHSI HOBUX TOJIroHiB. Hampukian, 3amMicTh MOJIETIOBaHHS OKPEMUX KaMiH-
I11B, 1X MOKHA JIOJaTH SIK 300pa’KeHHsI Ha IJIOMIKHI (puc. 3), 3aBISKU YoMy 30e-
pITa€eThCsl BUTIISI JETai3allli Py 3HaYHO MEHIINM reOMEeTPUYHIM CKJIaTHOCTI.
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Pucynok 3 — Hpa TEKCTYPHOI KapTH
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Takox 3HauHy POJIb BIJIIrpa€e palioHabHE BUKOPUCTaHHS TEKCTyp. Tekc-
TYpH BEJIMKOI PO3A1IbHOT 3/JaTHOCTI 3aiiMaloTh 0arato mam’siTi Ta MOXKYTh YIIO-
BUIBHUTU 3aBaHTAXEHHS CUEHU. JlJI1 YHUKHEHHS I[bOTO 3aCTOCOBYIOTHCS METO-
JIA 3MEHIIICHHS PO3/1IbHOT 3/TAaTHOCTI YU KOMIIPECIi TEKCTYyp, a TAaKOX CTBOPEH-
HA equHOro daiiny, mo 00'eqHye Kijibka TeKcTyp (puc.4). Lle no3Bossie ckopo-
TUTHU KUIbKICTh BUKJIUKIB TPa(IUHOTO PYIIisl 1 MOKPAITUTH TPOTYKTUBHICTD.
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Pucynok 4 — OG’eqHaHa TEKCTypHaA KapTa

Takum unHOM, onTuMizallis 3D-Mozeneit € HeBil’€MHOIO YaCTHHOIO IIPO-
1IeCy CTBOPEHHS KOMITHOTEPHHX ITOp Ta 1IHTEPAKTHBHUX CEPEIOBUII. 3aCTOCY-
BaHHS [MOKa3aHUX TEXHIK, 1a€ 3MOTY JIOCSITTU ONTHUMAJILHOTO OallaHCy MIXK SIKiC-
TIO Tpaiku Ta CTaOUTHPHOIO MPOJAYKTUBHICTIO CUCTEMHU. Y TIEPCIIEKTUBI T10/1aJTh-
M PO3BUTOK TpadiuHUX TEXHOJOTIA Ta MPOTrpaMHUX 1HCTPYMEHTIB BIAKPHE
IUISIX 0 HOBUX MIJXO/IB B ONTUMI3allii, 1110 IO3BOJIUTH CTBOPIOBATH 1€ OLIBII
JIeTali30BaHl1 Ta peasliCTUYH1 BIpTyalibHi CBITH 0€3 BTpaT B €()eKTUBHOCTI.
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