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ONTUMISALIA 3D-NMEPCOHAXIB BIANMNOBIAHO O TEXHONON4YHUX BUMOI
KOMITIOTEPHUX ITOP

OntuMmizanis 3D-mepcoHaxiB BIAMOBITHO 10
TEXHOJIOTIYHUX BHUMOI'  KOMIT'IOTEPHUX irop €
HEBI1JI’€MHOIO YaCTHHOIO ITPOIIECY CTBOPEHHS IrpOBOTO
KOHTEHTY, 10  Oe3locepeHh0  BIUIMBAaE  Ha
MPOXYKTUBHICTh PYLIiB Ta SKICTh Bi3yamizamii B
peambHOMY 4Yaci. OCHOBHOIO METOHO ONTHMI3AIll €
3MEHILICHHS HABaHTAKEHHS Ha  OOYMCIIIOBaIbHI
pecypcu, 30kpeMa TpadidHHIl Mpomecop, IIIIXOM
3MEHIIEHHS  KUIBKOCTI  IIOJITOHIB,  OITHMIi3alli
TOMOJIOTii  CiTKM Ta  eQeKTHUBHOI  OpraHizamii
TEeKCTYpHOI iH(opMmarii, 30epiraloun TpH NTHOMY
MPUHHATHY Bi3yanbHy skicTh [1]. Takuit 6amanc Mix
Bi3yaJlbHUM  BUIVIZIOM Ta TNPOAYKTUBHICTIO €
KPUTUYHHUM, OCOOJMBO IS TPOEKTIB, OPI€EHTOBAaHHX
Ha HU3BKOINOTYXXHI IMPUCTPOi abo CKJIaJHI CIEHU 3
BEJINKOIO KIIBKICTIO aKTHBIB.

OnHum i3 OCHOBOIIOJIOXKHHUX METO/IiB
ONTHMI3alil € pEeTONOoJIOTisi — CTBOPEHHS HOBOI'O
MOJIrOHAJIBHOTO  KapKacy TIOBEPX CKYyJbNTy abo
BHCOKO TIOJIITOHAIBHOI MOJIENi 3 METOI0 OTPHUMAaHHS
ITPOBOT CITKH 13 KEPOBAHOKO KIIBKICTIO TPUKYTHHKIB i
MIPAaBMJILHOIO CTPYKTYPOIO JUIsl MOAAIBIIOT aHiMamii ta
BukopuctanHs 3D wmopmeni. Peromomnoris mo3Boisie
3MEHIIIUTH 3arajbHy KUIBKICTh IOJITOHIB MOJeNeH 3
MIJIBHOHIB 10 KiJIBKOX JECATKIB THUCSY, 320€3MeUyI0Un
IpU 1IbOMY YHUCTy 1 NependadyBaHy TOIOJIOTiO, IO
crpusie KOPeKTHOMY JeOpMyBaHHIO TpH aHimarii
MEPCOHAXa Ta 3HIKYE OOUMCITIOBAJIbHI BUTpPATH MiJ
yac peHjepuHry [2, 3]. B irpoBux pymisix BHCOKO
JeTallizoBaHa  reoMeTpis, fKka  He  Ipoiuuia
pETOIONIOTii0, YacTo NPHU3BOJAUTH IO CYTTEBOTO
3HIDKCHHS 9aCTOTH KaJpiB Uepe3 HaaMipHY KiTBKiCTh
BUKJIMKIB peHJiepa Ta nepeBantaxeHns GPU.

HactymHuM BakIMBHM eTanoM € pearizamis
cucreM piBHIB jgeramizanii (LOD), mo mno3Bosse
CTBOPHUTH KiJIbKa BapiaHTiB OAHIE] MOJEINi 3 Pi3HOIO
KUTBKICTIO TOJNITOHIB (pHC. 1), AKi aBTOMAaTHIHO
3aMIHIOIOTh OJWH OJHOIO 3aJE€XHO BiJ BIiACTAaHI 10
kamepu. Takuil miaxia M03BOJISIE CYTTEBO 3MEHIIUTH
HaBaHTAXCHHSA Ha TpadiyHUNA MPOIECOp Y BEIMKHUX
ciieHax 0e3 MOMITHOT BTPATH SKOCTi, OCKIIbKA JeTali
MOJIe, M0 3HAXOAMTHCA JajeKo Bix TpaBu,
BiTOOpaKarOThCSA MEHIIOK KiJIBKICTIO MONIrOHIB [4].
Cucremu LOD Takok 3MEHIIYIOTH KUIBKICTh
HEeoOXiTHUX BHUKIHKIB peHnepa (draw calls) ta oOcsar
00pO0ITIOBAaHOT TeOMETPIT, [0 OCOOIMBO BAXKIUBO MPH
OJTHOYACHIW MPUCYTHOCTI BEJIMKOI KiJBKOCTI 00’€KTIB
Ha eKpaHi, OCKIJIbKH KOXEH 3 HHUX MOTEHIIHHO MOXKE
Oyt mxepenoM HaBaHTakeHHs Ha GPU Tta CPU.
[IpaBunpHO peamizoBani LOD-cucremMun MOXyTh
3HAYHO MOKPAIINTH MPOJYKTUBHICTD rpH,
3a0e3nedyroun cTabilbHI 9acTOTH KaapiB HABITh Y
HAaCHYEHHMX CIEHaX, 1 JO3BOJAIOTH E(PEKTUBHO

posmominATH  pecypcu  00poOku,  (oKycyroun
JICTATI3aI[0 JIMIIe Ha O00’€KTaX, MI0 KPUTUYHI IS

IIOTOYHOI'O Bi)lTBOpeHHH CLICHMU.
Low Poly = 458 Mid Poly = 1824

High Poly = 7296

Puc. 1. Pi3Hi piBHi TOmoJorii irpoBoi Mojemi

Kpim TOro, onrumisaiiisi TSKCTYPHUX PECYpCIiB €
BaXXJTUBOIO CKJIAJIOBOIO omTuMi3zaiiii 3D-nepconaxis, a
came, edextnBHa UV-po3ropTka, BHUKOPUCTAHHSI
texture atlas Ta 3amikaHHS KapT HOpMAaeu
JTO3BOJSIFOTh ~ BIATBOPIOBATH  CKJIQJHI ITOBEPXHEBI
nmetani 0e3 YCKIagHEHHS TeoMeTpii 1 3MeHIIyBaTd
KUTBKICTh ~ BUKJIIMKIB ~ peHIEpa Ta  CIOXXHBaHHS
Bijieomam’sTi [5].

TakuM YHUHOM, CY4acCHHH MiIXiJ JO CTBOPEHHS
iIrpOBUX  IIEPCOHaXIB  mependadae  KOMIUIEKCHE
3actocyBanHsi peromojorii, LOD 1 TekcrypHoi
ONTUMI3AIi]l B €MHOMY TE€XHOJOTIYHOMY MPOIIEC, 110
3a0e3neuye BHCOKY IPOIYKTUBHICTH y peaibHOMY
gaci Ta 30epexeHHs XyHI0XKHBOI skocTi. Ile poduth
MOJIeNi TIPUJATHAMHU 1O BHKOPHCTaHHA B IrPOBHX
pymIisx sk y AAA-TIpoeKTax, Tak i B iHAi-po3poOri.

Cnucok nitepatypu

1.3D Asset Optimization Techniques for Faster Game
Development. Alpha3D. [Online]. Auvailable:
https://www.alpha3d.io/kb/game-development/optimize-3d-
assets-performance/.

2. Pirhonen, L. (2024). Creating an Optimized 3D-mesh for
a Stylized Low-poly Video Game Character. Bachelor’s
Thesis. Tampere University of Applied Sciences.

3. Uebotaprosa, L.b., & Tpoxin, K.O. (2024).
[IpoekTyBaHHS TPUBHUMIPHHX MOJENEH A KOMIT FOTEPHOT
rpu AAA-npoexry. [Tonirpadiuni, MmynsTuMeniiiHi Ta web-
texnosorii. T. 2. (c. 226-230).

4. Advanced Techniques for Optimizing 3D Models in
Game Engines.  AnimaticsAssetStore.com.  [Online].
Available:
https://www.animaticsassetstore.com/2024/09/16/advanced-
techniques-for-optimizing-3d-models-in-game-engines/.

5. Urkude, A. (2025). Optimizing 3D Character Creation for
Game Performance: A Study on Low-Poly Modeling and
Texturing Techniques. International Journal of Science,

Engineering and Technology, 13(3).
https://www.ijset.in/wp-
content/uploads/IJSET_V13_issue3_266.pdf.
HayxoBwuii kepiBHUK: K.T.H., foueHT Bosk O.B.

163



