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Throughout its history, the gaming industry has continuously sought to cap-

tivate players through innovation. One of the key factors in engaging consumers
Is the visual aspect, particularly the level of detail and realism. However, despite
the constant advancement of hardware capabilities, they remain inherently lim-
ited. To address this challenge, the technique of baking procedural maps has
been developed, enabling an optimal balance between performance optimization
and the quality of 3D graphics. This article will explore this topic in detail.

B npoueci crBopenHs irpoBux 3D moneneit ogHUM 3 €TamiB € CTBOPEHHS
npouenypHux kapt. IlpouenypHi kaptu noTpiOHI 11 MACKYBaHHSI CIIPaBKHbOTO
BUTJISIAY MOJIENI, OCKUIBKM B IrpaX BUKOPUCTOBYIOTHCS MOZEINI 3 MIHIMAJIbHOIO
KUTBKICTIO TTOJIITOHIB 3 METOIO OINTHUMI3aIlii HaBaHTaXEHHS Ha IPUCTPOi KOPHC-
TyBadiB. Cro4yaTKy CTBOPIOETHCS JI€Talli30BaHa OaraToIOJIroHajgbHA MOJIETb,
MOTIM CTBOPIOETHCS 11 HU3BKOMOJIITOHAIbHA KOIIis, sIKa MICTUTh MEHIIIE JeTaneu
1 Mae Outbl TPyOy popmy. 3acobamu maketiB mist 3D MojenoBaHHS HA HU3b-
KOIIOJITOHAJIBHY MOJEIb HaKIagaeThcs (GimbTp BimoOpaxenns Smooth Shade,
SKAW MacKye Pi3Kl MEpPeXoad MiX MOJIrOHaMH, 10 Hajae OUIbII TJIagKhil BH-
I, HIOM MOoJelIb Ma€e OlIbIIe NMoairoHiB. €aune, mo Smooth Shade He Moxke
MIPUXOBATH, — 1€ 30BHIIIHI TPyOl KOHTYpU MOJEN1, OCKIJIBKH BIH JIMIIE IMITY€E
TJIAJIKICTh, @ HE 3MiHIOE TeoMmeTpito. Ane omgHoro Smooth Shade HemoctaTHbO
JUIsl TOro, 00 HU3BKOMOJIITOHAJIBHA KOsl HaOysa BUTIIALY, MAaKCUMAaJIbHO Ha-
OJ>KeHoro 70 cBoro opuriHaidy. Came B e MOMEHT 1 CTalOTh MOTPIOHUMU
MPOLIETYPHI KapTH.

[IpouenypHi KapTH SIBISIOTH COOOI0 TEKCTYpH, SIK1, HAKJIAIal0UUCh HA MO-
JieNb, TOJAI0Th OUIbINe AeTaleld Ha HU3bKOMOJITOHAIBHY MOJIENh 0e3 ToaaBaH-
HSl peajbHOI TeoMEeTpii, 10 3HAYHO MOKpallye ii 30BHIMHINA BUrisa. s Toro
00 OTpUMATH MPOLETYPHI KapTH, HEOOX1THO CKOopucTaThCh 3acobamu 3D ma-
keTiB. He BC1 mporpamMu MarOTh OJTHAKOBHUM (PYHKITIOHAT 1 PE3yIbTaTH 3aIliKaH-
HsI, TOMY Kpaie KOPUCTYBaTUCh caM€ TUMHU 3ac00aMH, K1 MPOMOHYIOTh OMTH-
MaJbHUN pe3yNbTaT Ta OUThIN THYYKHH (yHKIIoOHAN. OIHIEI0 3 HaWKparmx
nporpaMm € Marmoset. {151 Toro mo0 po3noyaTy 3amnikaHHs, TOTPiOHO CIIOYaTKy
HaJallITyBaTyu NapamMeTpu KapT, skl OyayTh oTpumadi B npoieci. Ha pucynky 1
300paxkeHa CTaHJapTHA MaHeNb, Ky MOXHa HaJalllTOBYBaTH BIJIMOBIIHO 10 Oa-
»)kaHoro pesynbrary. [lapamerp Samples BU3Hauae KUIBKICTh OOYHUCIIEHb: YHUM
Olsbllle 3HAYEHHS, TUM OLIbIIEe BaplaHTIB IporpaMa ONnpanboBYeE MiJ yac 3ami-
KaHHs, BUOUparoun Hailkpanuii. [[jist TecToBOro 3amikaHHsi peKOMEHI0BAaHO Mi-
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HiMaJbHE 3HAYCHHS — 4, OCKUIBKY I1€ 3MEHIITYE Yac CTBOPEHHS KapT, a Ha (iHa-
JHLHOMY €TaIli BapTO BUKOPHCTOBYBATH MaKCUMalIbHE 3HaYeHHS — 64. [Tapametp
Format BiamoBizae 3a sIKICTh TPAJIEHTY: YUM BHIIE 3HAYCHHS, TUM IUIABHIIINN
nepexiJi, aje 3a3BUYail I MPOIEAYPHUX KapT, AKi BUKOPUCTOBYIOTHCS B irpax,
3aCTOCOBYIOTH 8-bit, iHKOMHM 16-bit, OCKIIBKY 31 301IBIICHHASIM OITHOCTI 3pOCTAE 1
po3mip (ainy, 1Mo MOXKe HEraTUBHO BIUIMHYTH Ha omnTuMizailiro. Ilapamerp
Resolution BiamoBizae 3a po3aiibHY 34aTHICTh MPOIEAYPHOI KapTH: YUM BaXK-
JUBIIIMM Ta OUIBIIUM 32 PO3MIPOM € 00’€KT Yy CIIeH1, TUM BHIIa TOBUHHA OyTH
HOT0 po3/UIbHA 3/1aTHICTh. Y CI 1HII TapaMeTpu € CUTYaTUBHUMU Ta HE CTOCY-
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Pucynok 1 — I[1anens HamamTyBaHHs apamMeTpiB NPOLEAYPHUX KapT

Hwuxde Ha pucyHky MoxHa mobaunTu Bkiajnky Maps. [lana Bkiajika mic-
TUTH CIIUCOK MPOIEAYPHUX KapT, AKi MOKHA oTpuMaTH. [IpencraBienuii Criucok
HE € TOBHUM: MporpamMa MpPOMOHY€E 3HAYHO OUIbIlIe BapiaHTIB KapT, aje cepej
HABEJICHWX — Ti, IO HAW4YacCTIllle BUKOPUCTOBYIOTHCS. 30KpeMa, 1€ KapTH
Normals Ta Ambient Occlusion, OCKUILKH caMe€ BOHU HaMO1IbIIIe BIUIMBAIOTh Ha
30BHIIHINA BUTIIAI Mojeni. Kapra Normal ckinagaeTbes 3 TpajiieHTIB TPhOX KO-
JBOPIB: YEPBOHOTO, 3€JICHOTO Ta CUHBOIO, KOXKEH 3 SIKUX BIAMOBIJIAE 3a MEBHY
KOOpAMHATY TPUBUMIPHOTO MPOCTOPY. 3alIeKHO Bif TOTO, SIK CBITJIO Majae Ha
00’€KT, KapTa KOPUTYE BIIOOPAKEHHS TEKCTYPHUX €JIEMEHTIB, CTBOPIOIOYH 1JT0-
3110 pealbHOTO T€OMETPUYHOIO pesibey 3aBAsSKU 1MiTalli BIIOUTTS CBITIA Ta
Tinel. Kapta Ambient Occlusion, y cBorwo uepry, aomae edekT TiHi, sKa
3’ABJISETHCA Y HAWTEMHIMMX JUISHKAX, M0 MIJACUIIIOE BITYYTTSI 00 €MHOCTI.
[Tpuknan poboTu KapT MOKHA MOOAYUTH HA PUCYHKY 2, ne Normal-map 3ria-
JDKye TpyOl Kpai mojeni Ta Jaonae BHIMKY 0e3 3MiHM reomeTpii, a Ambient
Occlusion cTBOpIOE 3aTeMHEH] TUISTHKHU, MOCUIIOI0YH €PEeKT rIruOrHU.
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Pucynoxk 2 — 3miHa BUTIISITY MOJIEITI 32 paXyHOK MPOIIEAYPHUX KapT

Ha pucynky 3 moka3aHo /1Bl OJJHAKOBI JIeTaji: IpaBOpyd — OpUTIHAIBHA JIE-
Tajb 3 PEATBHOI0 TEOMETPIEI0, JTIBOPYY — CIPOIIECHA MOECHb 13 3aCTOCOBAaHUMH
IPOIEAYPHIUMH KapTaMHu.

Pucynox 3 — Jledopmaiiis gerani mpu 3amnikaHHi

Ko MpUAUBHATHCS, MOXHA MOOAYUTH, IO BHUIMKA Ha JETall 3/TiBa Mae
HE3HAYHI BUKPUBJICHHS. Take TpaIrIseThCs 9acTo, KOJU TEOMETPII0 3 PeIbePoM
3alliKaloTh Ha PIBHY MOBepxHI0. JIyis BUMpaBleHHs Ili€l CUTyallii B mporpami
Marmoset icuye iHcTpyMeHT Paint Skew, sikuii moTpiOHO BUKOPUCTOBYBAaTH Ha
nedopMoBaHuX minsHKaX. el iHCTpyMeHT kopurye rpamieHT kaptu Normal,
3aBJSIKM YOMY B1AOOpaKE€HHS TaKUX JIIJISTHOK CTa€ KOPEKTHUM, 1110 MOKHa 1o0a-
YUTH Ha PUCYHKY 4.

PucyHok 4 — PesynbTar BUKOpHCTaHHs iHCTpyMeHTY Paint Skew

[Ipouec 3amikaHHs BiAirpae KJIOYOBY poJib B ONTHMI3allli irpOBUX MOJe-
JIEH, IO3BOJISIOUM JJOCATTH BHCOKOI JeTamizaliii 0e3 301IbIIIeHHS KIIBKOCTI IT0JIi-
roHiB. BukopucranHs mnpoueaypHux kapT, Takux sk Normal Tta Ambient
Occlusion, He nuIlle MOKpaIlye 30BHIIIHIA BUIIISLA 00’€KTIB, a W 3a0e3neuye
e(eKTHBHE BUKOPUCTAHHS PECYPCIB, 0 € KPUTUYHO BAXKIMBUM JIJISI IPOTYKTH-
BHOCTI Ipu. CydyacHi 1HCTpyMEHTH, Taki sk Marmoset, J03BOJISIIOTh TOYHO Ha-
JAIITOBYBATU MapaMeTPH 3alliKaHHS Ta BUIPABISITH MOMUIMBI apTedaxTu, 110
3a0e3neuye CTBOPEHHS ONTUMI30BaHUX MOJIeiel 0e3 BTpaTH SKOCTI.
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