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AHOTAIISA

bakanaBpcbka kBaidikaliina po6oTa ckiagaerbes 3 91 cropinku hopmary A4,
Ha SIKUX € 53 PUCYHKA, CIIUCOK BUKOPUCTAHUX JKEPEN MICTUTh 29 HalilMeHyBaHb.

B po6oTi po3pobiiero inpopmalliiiHy TEXHOJOTII0 cTBopeHHs 3D moxpenen s
IrPOBHX PYIIIiB.

B poboti HaBemeHo po3pobiieHHS i1HGOPMAIIMHOI TEXHOJOTII palioHaIbHOI
ontuMizamii 3D-Monernei, BKIIOYAIOYM aJalTHBHE MOJICITIOBaHHS, OINTHMi30BaHE
TEKCTYPYBaHHS Ta MPUCKOPEHUH ITUKI po3poOKHu. PO3p0o0IeHO IPOEKTHY apXITEKTYPy
(UML-giarpamu) Ta 3acTOCOBAaHO KOMILICKC TPOTPAMHUX IHCTPYMEHTIB st
cTBOpeHHs Ta iHTerpaiii 3D-moxaem. Po3poGieHa MeTomoJoris Jae MOXKIUBICTH
3HAYHOTO TIPUCKOPEHHS TIPOIECY CTBOPEHHS BHUCOKOSKICHMX Ta MPOTyKTHBHHX
ITPOBUX aCETIB.

KirodoBi cioBa: iH(opmariiiina TexHonorisa, 3D-MojeaoBaHHs, ONTUMI3allis,

irpoBi pymrii, irposi acetu, Unity, Blender 3D, Adobe Substance 3D Painter.



ABSTRACT

The bachelor's thesis consists of 91 pages of A4 format, including 53 figures.
The list of references contains 29 sources.

An information technology for creating 3D models for game engines was
developed.

The work presents the development of an information technology for the rational
optimization of 3D models, including adaptive modelling, optimized texturing, and an
accelerated development cycle. A project architecture (UML diagrams) has been
developed, and a set of software tools has been applied for the creation and integration
of 3D models. The developed methodology allows for a significant acceleration of the
process of creating high-quality and performant game assets.

Keywords: information technology, 3D modelling, optimization, game engines,

game assets, Unity, Blender 3D, Adobe Substance 3D Painter.



3MICT
|2 O 174 B T TP OP P UPRPTOUPPRPPRRPRRPPRS 3
1 AHAJII3 TIPEJMETHOIL OBJIACTT .......oviieccceceeece e, 5
1.1 TTpencTaBACHHS 3D =00 EKTIB ....cciuvieiiiieiieeiiie st e sieeesiteessbeesbeessbeeesseeessaeesnbeessee e 5
1.2 T'padiunuii koraBeep (Graphics PIpeling) ........oovevvriiiiiec e 6
1.3 Postb BIICOKAPTH (GPU) ..uuiiiiiiiii ittt 8
1.4 MarteMaTHYHI OCHOBHU T OIITHMIBALII. «evvuuneerernnnseeeessnssesesssnnssssessnnseesesssnssessssnnns 12
T 217 (6 5 (0) 34 Z SFUU PP PPPRPRP 14
2 BHUBIP TEXHOJIOI'II CTBOPEHHS 3D-MOJEJEW TA IT-
THOPACTPKYTYPHU ... 15
2.1 Bubip irpoBux pymIiiB Ta iXHi BUMOTH J0 3D MOJETIEH ...oevvvvveeiiiie i 15
2.2 Bubip nporpamMHoro 3a0e3neueHHs A1 CTBOPEHHS 3D MOJEHEH .....covvveeeennnnee. 20
2.3 OcHOBHI €Tany CTBOPEHHS 3D MOMEIIEH .....c.vveiieiiiieeesiiie s 23
2.4 Bu6ip onTuManbHOT IT-THOPACTPYKTYPH ...vvveeviriieiiiiiesciiie et 38
PR 53 % (035 10) 34 7 AF PR 41
3 TIPOEKTYBAHHA TA UPEAHIBAL[I}I IH®OPMAHII>THOT TEXHOJIOTII
CTBOPEHHAA 3D-MOJIEJIEU JIJIS ITPOBUX PYIHIIB .....ooovviiiieecie e 43
3.1 IIpoexTyBaHHS 1THOOPMAITTIHHOT TEXHOIIOTTT 1vveivvveeeiurriessiriressirneessineesssneesssneessssnes 43
3.2 Po3po0nenHs Ta ontumisailis iHpOpMaliifHOi TeXHOJIOT1i cTBopeHHs 3D-Moxenei
..................................................................................................................................... 48
3.3 OrmiHOBaHHA MPOAYKTHBHOCTI Ta €(PEKTHBHOCTI onTuMizoBaHoi 3D-momeni B
11y 010): 01 0115 SRR 64
3.4 BHICHOBKM ....ceiiiiiiieitiitesitee ettt et e ettt e ettt e e sttt e e st e e e ssb e e e s bt e e e ensb e e e anbe e e e nnbeaeenneas 65
|27 (0] 5 (0123 1 Z BTSSR 67
CITMCOK BUKOPUCTAHUX JIKEPEJL......cccoviiiiiiieeeeee e 69
JonaTok A (000B’SI3KOBHUI). TEXHITHE 3ABHAHHS . ....vvveeeisveeeeisreresssreeessseessnssneesnneeans 12
Honarok b (060B’s13k0Bwif). [IpoTOKOa MepeBipky KBaTi(iKaiHHOI pOOOTH ........... 74
Honatok B (moBiiHUKOBUI). KOJ PAKTY MOJEII ..evivvvvieiiiiieiiiiiie sttt 74

Jonatok I' (000B’SI3KOBHIT). [INFOCTPATUBHA UACTHHA ......veeieveeenieeeieeesieeesieee e 82



BCTYII

AKTyaJbHicTb TeMH. CTpIMKHI PO3BUTOK 1HIYCTpIi Bijeoirop y 21 cromiTri
3YMOBUB 3HAYHE 3pPOCTAHHS MOMUTY Ha BHUCOKOsKiCHMM 3D koHTeHT. TpuBHMIipHI
MOJIENI1 € HEB1JI'€MHOIO YaCTHHOIO CYYaCHHUX 1rop, GOpMyIOUH Bi3yajdbHE CIIPUHHATTS
IrpoOBOTO CBITY Ta 3a0e3meuyioun riIuOuHy 3aHypeHHs rpaBiisi. Bin peamicTuuHOCTI Ta
ONTUMI3AIli [IUX MOJIENICH 3aJIe)KUTh HE JIMIIE Bi3yallbHa MPUBAOIUBICT I'PH, ajie i ii
IPOAYKTHBHICTh Ha PI3HUX alapaTHUX MIaThopMax.

CyuacHi irposi pymmii, Taki sk Unity Ta Unreal Engine, HagaioTs po3pobHuKam
MOTY>KHI THCTPYMEHTHU ISl CTBOPEHHS CKJIAJHUX Ta 3aXOIUTIOIOYMX ITPOBUX CBITIB.
[Ipore, ix 3acTOCyBaHHS HE OOMEKYETHCS JUIIE ITPOBOIO 1HAYCTpi€ro. [rpoBi pymii
3HaXOJATh Bce OLIbIIE 3aCTOCYBaHb y Takux cdepax, K JONOBHEHA Ta BIpTyallbHa
peanbHicTh (AR/VR), iHTEpaKTUBHE HAaBYaHHS, apXITEKTypHa Bi3yalli3allis, MEAUYHI
CUMYJIALII, KiHemaTorpad Ta iHII, A€ MOTpiIOHE CTBOPEHHS Ta MaHiMyJtoBaHHS 3D
00'eKTamMH B pealibHOMY Yaci.

EdexkTuBHE BUKOPHCTAHHS ITPOBHX pPYIIIiB BUMAara€ riadOOKOr0 PO3yMIHHS
TEXHOJOT1 cTBopeHHs 3D Monenell, BKIOYaOYM MOJEIIOBAHHSA, TEKCTYPYBaHHS,
ONITUMI3allil0 Ta IHTETPAIlil0 B IHTEPAKTHUBHE CEPEIOBUIIIE.

AKTYanbHICTb II€] JUIIOMHOI pOOOTH MOJISITa€ B HEOOX1THOCTI TOCHIIKEHHS Ta
CUCTEMATHU3allll Cy4yaCHUX METOJIB cTBOpeHHs 3D mojerneil mis irpoBHX pYIIIiB.
Po3yMmiHHS onTUManbHUX T1IX0/IIB JO MOJIEIIOBAHHS, TEKCTYPYyBaHHS Ta ONTUMI3allii
€ KPUTUYHO BAXKJIMBUM JJisi pO3pOOHMKIB, OCKIJIBKU 1€ O€3MocepeiHbO BIUIMBAE HA
SKICTh, TPOJYKTUBHICTh Ta BAPTICTh PO3POOKHU KIHIIEBOTO MPOIYKTY B PI3HUX chepax
3aCTOCYBaHHSI.

Mera pocaimxeHHss i 3agaui  gocaigzkeHHsi. MeTOlo JOCHIIKEHHS €
MiJBUIICHHSI €()EeKTUBHOCTI CTBOpeHHS 3D-monenei sl irpoBUX PYHIIiB HIJISIXOM
pO3pO0JIEHHST ONTUMI30BaHOI 1H(GOPMALIIMHOI TEXHOJIOrIl, IO TIPYHTYETbCS Ha
MPUHITUTIIAX PalllOHATBHOI ONMTHUMI3allli Ta THYYKOTO BUPOOHUYOTO TMAWIIIANHY s
MPUCKOPEHHSI LIUKITY PO3POOKH IrPOBUX ACETIB.

JIns HOCSITHEHHS TTOCTaBIICHOI METH HEOOX1THO PO3B’A3aBTH TaKl 3a/1a4i.

- IIpoananizyBaTu cydacHi irpoBi py1Iii Ta ixHi BUMOrH 10 3D moaenei.



- PosrnsiHyTH OCHOBHI eTamnu npoiiecy cTBopeHHst 3D Mozenei.
- Jocaiautu metoau ontuMizamii 3D mMojeneil s BAKOPUCTaHHS B ITPOBUX
pYILIIsX.
- Po3poOutH npakTu4yHMIA TPUKIIA] CTBOPEHHS Ta ontuMizauii 3D mozeni asis
KOHKPETHOTO IrPOBOTO PYIIIis.
- OuiHMATH BIUIMB ONTUMI3allli Ha MPOIYKTUBHICTh I'POBOTO CEPEIOBUIIIA.
O0'exkTOM [0CTiIAKEHHS € Tpolec po3pobieHHs iHpopaMiiHOI TEXHOJOTIT
onTUMI3aIlli Ta MPUCKOPEHHS UKy po3poOku 3D mMojenei s iIrpoBUX pyuIiiB.
IIpenmeTroM [JociaizkeHHsI € METOAM U TporpamMHi 3acoO0M CTBOPEHHS
iHbOpMaIlifHOT TEXHOJONTIT ONTHUMI3aIlii Ta MPUCKOPEHHS IHUKIYy po3podku 3D
MoJIeJIel /ISl IrPOBUX PYIIIiB.
ITyoaikanii: 3a pe3yiabTaTaMu BUKOHAHHS JTaHOT poOOTH OMyOJiKOBaHO
Te3n jomnoBigedl Ha Ttemy: «llopiBHsiIbHMI aHanmiz MeroaiB 3D-MmopentoBaHHS:
nomiroHanbHe Ta CAD» Ha BceykpaiHChKiM HayKOBO-TEXHIUHIM KOH(EpeHIii

(dakynpTeTy IHTENEKTyalbHUX IHQOpPMALIMHUX TEXHOJOIrId Ta aBTOMaTU3auli

(Binauns, 2025 p.) [1].



1 AHAJII3 IPEJIMETHOI OBJIACTI

1.1 ITpencraBnenns 3D-00’ekTiB

[Tepun HiXk 3arIUOIFOBATHCS B MOMKIMBOCTI Cy4acHUX ITPOBUX PYIIIiB, BAXKJIMBO
3po3yMiTH 0a30Bl MPUHIUIHN, HAa SKUX TPYHTYyeThcs BiATBOpeHHs 3D-rpadiku Ha
exkpaHi komm'torepa. Lleit po3ain HamacTh Orjisj KIIOUOBUX €TaliB Ta KOHIETIIIMH,
BKJIIOYAO4YM mpeacTaBieHHss 3D-00'exTiB, OOYMCIEHHS iX KOOpJAMHAT Ta MpPOILIEC
nepeTBopeHHs 3D-cuenn y 2D-300pakeHHs.

VY xomm'torepHiii rpadimi 3D-00'exT mpencTaBieHl y BUIISAI CITKH, IO
CKJIQJAEThCsl 3 0AraTOKyTHHUKIB, 0a)kaHO — TPUKYTHUKIB Ta YOTUPUKYTHUKIB. Llei
METOJI  Ha3UBAETHCA  MOJITOHAIBHUM  MOJETOBaHHSIM. KoOXEeH  TpUKYTHUK
BU3HAYAETHCS TpbOMa BEpIIMHAMH, KOXXHA 3 SIKHX MAa€ CBOI KOOpDJIUHATH Y
tpuBuMipHOMY TipocTopi (X,Y,Z) [2].

MOXIMBUM BUTJISA CITKA Ta HAOYHUM MPUKIAA BEPUIMHU 3 11 KOOpAUHATAMHU

300pakeHO Ha pUCYHKY 1.1:

Pucynox 1.1 — Citka 3D-00’€kTy B CIieH1 Ta KOOPJUHATH BEPIIUHA

Kpim koopauHaT, BEpIImHu MOXKYTh MICTUTH JIOJIATKOBY 1H(OpMaIlito, TaKky sK:

- Hopmans: Bekrop, mepneHIUKYyJISIpHUN 10 TOBEPXHI TPUKYTHUKA, IO
BUKOPHCTOBYETHCS JIJISI PO3PAXyHKY OCBITIICHHSI.

- Komip: Konip Bepmmam, sskuit Moxxe OyTH 1HTEPIIOIHOBAHUH JIJIT OTPUMAHHS

MJIaBHUX KOJIbOPOBUX MEPEXO/IIB M0 MOBEPXHI TPUKYTHHUKA.



6

Texkctypni koopaunatu (UV-koopaunatv): BuszHavaroTh, sika YacTUHA

TCKCTYPHU HAKJIAAAETHCA Ha IaHY BCPIUINHY.

1.2 I'padiunmii konseep (Graphics Pipeline)

ITpornec neperBopenns 3D-Moaemni y 2D-300pakeHHs Ha eKpaHi BiIOYyBAETHCS Y

KUTbKA €TariB, Kl yTBOPIOIOTHh Tak 3BaHUM rpadiunuil kouseep. CydacHi rpadiuHi

npouecopu (GPU) crenianizyroThCsl Ha MBUAKOMY BUKOHAHHI X orepaiiid. OCHOBHI

eTanu rpaiuHOro KOHBE€Epa:

Bepumnnuit meiinep (Vertex Shader). BigOyBaeTbcs o0OpoOka KOXKHOT
BEpIIMHU Mojielll. BUKOHYIOThCS Taki omepaiiii: TpancopMmallisi KOOpIUHAT
(oOepTanHs, mepeMillleHHs, MaclITa0yBaHHs); PO3PaxyHOK OCBITJIEHHS Ha
P1BHI BEpIIIMH; NIepe/iaua JaHUX Ha HACTYITHUH eTar KOHBeepa.

Tecemsmisi (Tessellation). Po30uBae ckinagHi TOBepXHI Ha ApiOHIMI
TPUKYTHUKH ISl IABUIICHHS JAeTali3ali.

['eomerpuunuii meiaep (Geometry Shader). CtBoproe abo Bupaise
TE€OMETPII0, JJIsl TeHepallli YaCTUHOK a00 3MiHU (POpMHU 00’ €KTIB.
Pacrepuzamiss  (Rasterization). IlepeTBoptoe BEKTOpHE HpPEICTABICHHS
TPUKYTHUKIB y mikceni (dbparmeHTH) Ha ekpani. JIJisi KOKHOTO TKCes
BHU3HAYAETHCS, YU TIOTPAILISE BiH BCEPEIUHY JAHOTO TPUKYTHHUKA.
Oparmenthuii meiaep (Fragment Shader). OO6poOinisie KoxeH TiKcenb
(bparmenT), BU3HAYarOYMW MOro octatrouHuit koisip. Ha mpomy erami
BiI0OyBalOTbCSI  3aCTOCYBaHHSI TEKCTYp, PO3PaxyHOK OCBITIICHHS 3
ypaxyBaHHSM MaTepialiB Ta JKEpes CBITJIA, a TaKOXK BUKOHAHHS 1HIITUX
BI3yaJIbHUX €(eKTIB (HampUKIIal, TyMaH, MocT-00poOKa).

3nutta (Blending). KoMOinye Komp0opu TKCEINiB 3 Pi3HUX 00'€KTIB y CIIEHI,
BpPaxoBYIOUH iX TMOuny (Z-0ydep) Ta mpo30opicTh.

Busizg 300paxkenns Ha ekpan: Ocraroune 2D-300paxeHHs, OTpUMAaHe MiCIs
MPOXO/KEHHS TpadiuHOTO KOHBeepa, 30epiraeThes y ¢peiimoOydepl -
crieliayibHI oOnacTi maM'saTi Bigeokaptu. Jlami, BMICT (peiimOydepa

HIepeIaeThCsl Ha MOHITOP ISl BimoOpakeHHst [3].
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Ile He Bci MyHKTU TpadiuHOTO KOHBEEPY, BOHH MOXYTh JIOMOBHIOBATHCH B

3aJIe)KHOCTI BiJ MOCTABJICHO]T 33/1a4l Ta MPOEKTY.
(CxeMa OCHOBHUX IMYHKTIB IpadiqyHOr0 KOHBEEPY ITPOBUX MOJEIel 300paeHo

Ha pucyHKy 1.2 [4].

Vertex Shading

Geometry Shading

Tesselator

Rasterization Mesh Generating

Clipping Mesh Shading
Backface Culling

i g Fragment Shading

Render to Texture

Pucynox 1.2 — OcHOBHI TyHKTH TpadiuHOrO KOHBEEPY

['padiunmii maiinnaitn 300pakeHo Ha pucyHky 1.3, 1.4 ta 1.5.

Vertex 3

Pucynok 1.3 — I'padiunuii naitmaiix (a)

Coordinate Coordinate oordinate
of Object in 4+  of Vertexin f Vertex in
World Space Model Space orld Space

Pucynok 1.4 - I'padiunnii naitnnaiia (0)



Pucynok 1.5 — I'padiunuit naiinnaiia (B)

1.3 Pons Bimeokaptu (GPU)

Bineokapra (Graphics Processing Unit) - 1e cnemianaizoBaHuil MpoIEecop,
NPU3HAYEHUHN ISl MPUCKOPEHHS Omepalliii, MoB'si3aHUX 3 OOpPOOKOI Ta BUBOJOM
rpa¢iku. CydacHi GPU e ckiagHUMM €1eKTPOHHUMH IPUCTPOSMH, 10 CKIaJat0ThCs
3 MUIBSIP/IIB TPAH3UCTOPIB, OPraHI30BAHUX Y BEJIMKY KIJIbKICTh OOYMCIIOBAILHUX SIED.
[Is macuBHa mnapanenbHa apxitekrypa poouts GPU ineanbHO NpuaaTHUMHU s
BUKOHAHHS YHCIICHHHX OJHOYACHUX OOYHMCIICHb, HEOOXIIHHMX I peHaepuHry 3D-
rpadiku. Ha Bigminy Big uentpanbHux mnpouecopiB (CPU), ski npusHaveHi aiis
00pOoOKHM IMPOKOTO CHEKTPy 3aBaaHp mociaigoBHo, GPU cnemianizyroTbes Ha
napajienbHid oOpoOll AAaHMX, IO JO03BOJSE iM 3HAYHO MPUCKOPIOBATH TpadiuHi
omepaiiii.

Cyuacni GPU marTh cOTHI a00 HaBiTh TUCSAYl OOYMCIIOBAIBHUX SAEp, IO
JT03BOJISIE TM TapasiesibHO BUKOHYBATH 0€3:114 onepailiil rpagiyHOro KOHBEEpPa, 3Ha4HO
MIBUIIYIOYN  TPOMYKTUBHICTH  peHaepunry. Kpim Toro, GPU ocnameni
CHEIaTi30BaHOI0 MaM'SITTIO 3 BHUCOKOIO IMPOMYCKHOIO 3JaTHICTIO, IO 3a0e3rneuye
MIBUAKUI JOCTYT J0 TaHWX, HEOOX1MHUX Ui peHaepuHry. Lle 0coO6mBo BaxKIMBO IJist
00OpoOKM BEIMKHX TEKCTyp Ta OydepiB KampiB, siKi BUKOPUCTOBYIOTHCS B Cy9aCHHUX
irpax Ta rpagiyHUX 3aCTOCYHKaX.

3 po3ButkoMm TexHoJorii GPU cranu HEBil'€éMHOIO YacCTHHOIO HE TUIBKU
KOMITIOTEpHHUX 1rop, aje ¥ OaraThoX IHIMMX O00JacTeil, BKIIIOYAIOYM HAYKOBI

JOCIIKEHHS, IITYYHU 1HTEJIEKT, MalllMHHE HaBYaHHs1, 00poOKy 300pakeHb Ta B1JI€0,
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a TaKO>K KPUITOBATIOTH. [X 3/1aTHICTh e(EeKTUBHO OOPOOIATH BEIMKi 00CATH JAHUX
napasnenbHO POOUTH X HE3aMIHHUMH JJIsl OyJb-SKUX OOYHMCIIOBAIILHUX 3aBIaHb, /1€
NoTpiOHA BUCOKA MPOIYKTUBHICTh Ta MIBUAKICTH OOPOOKH.

OpHi€ro 3 KIIOYOBUX TEXHOJIOTIH, 0 BUKOPUCTOBYEThCS B cydacHnx GPU, €
CUDA (Compute Unified Device Architecture) - me mapanenpHa 004YHCITIOBAJIbHA
miatdopMa Ta MOJENb MporpamyBaHHsA, po3pobiena komnaniero NVIDIA. CUDA
no3BoJsiE  po3poOHMKamM  BukopuctoByBaTH GPU st mmMpoKoro  CrekTpy
00YHCITIOBAJIBHUX 3aBJaHb, BKIIOYaOUU peHaepuHT 3D-rpadiku, HaAyKOB1 CUMYJISILIT
Ta mMTydHui 1HTENeKT. B koHTekcTi 3D-pennepunry, CUDA mo3Bosie po3poOHUKaM
BukopuctoByBatd CUDA-sapa (oOuncmoBanbsHl sigpa GPU) nns npuckopeHHs
PI3HOMAHITHHUX OIepalliid, BKIIOYaI0YM BEPUIMHHI Ta (PparMeHTHI MIeHIepH, a TAKOK
TpacyBaHHS IPOMEHIB.

Ha pucynky 1.6 300pakena cxematuyHa cTpykrypa Bigeokapt RTX 3090 (uun

GA 102) [5].

Pucynok 1.6 - Cxemarnuna crpykrypa Bigeokapta RTX 3090

Ray tracing (TpacyBaHHs IPOMEHIB) - 11€ METOJ PEHACPUHTY, SIKUWA MOJIEITIOE
IUIAX CBITJA Y CUEHI JJI1 CTBOPEHHS pealliCTUYHUX 300pakeHb. Ha BinMiHy BiJ
TpaauIIMHOI pacTepusallii, sika MBUAKO OOYMCIIOE KOJIp TIKCEIIB Ha OCHOBI

MOJIOKEHHST O0'€KTIB Ta JDKEpPEeN CBITIA, ray tracing MPOCTEXKY€E MUIAX KOXKHOTO
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MPOMEHsI CBITJIa BiJl KaMepu 10 JKepesa CBITIa, BPaXOBYIOUM HOTO B3a€EMOJIIO 3

o0'exktamu Ha nUIXy. Lle 703Bosi€ ORI TOYHO BIATBOPIOBATH TaKi €EKTH, SK:

BigoutTs: Ray tracing 103BOJIss€ TOUHO MOJCIIOBATH BIAOMUTTS CBITJIA Bif
I3epKaTbHUX TOBEPXOHb, BpPaxoByrud (popmy Ta MmaTepiaanl O0'€KTiB y
CIICHI.

3anmomnenHs: Ray tracing Moxke 1MITyBaTH 3aJOMJICHHS CBITJIA TpHU
MPOXO/KEHHI Yepe3 Mpo30pi 00'eKTH, Taki SIK CKJIO abo BOJa, CTBOPIOIOYHU
peasicTUBl ONTUYHI e(hEeKTH.

Tini: Ray tracing 3abe3nedye M'AKi Ta peayicCTUYHI TiHI 3 ypaxyBaHHIM
TLJTOIII JIKepesia CBITIa Ta BIJICTaH1 10 00'€KTa.

I'moGanpHe ocBiTHeHHS: Ray tracing Moke MOJENIOBaTH HENpsiMe
OCBITJIEHHSI, KOJIU CBITJIO BIAOMBAETHCS B1J MOBEPXOHb Ta OCBITIIOE 1HIII

00'€KTH y CIIEH1, CTBOPIOIOYH OUJIBII peaslicTUuHy aTMochepy.

J1J1st MpUCKOPEHHS 00UUCIIEHb ray tracing B peaJIbHOMY 4acl BUKOPUCTOBYIOThCS

pI3HI MiIX0U, BKJIOYar04M anapatHe npuckopenHs. Komnanis NVIDIA po3poouna

texHoJsorito RTX, sika BkItouae B cebe Crieliaii3oBaHi arnapaTHi KOMIOHEHTH, IO

HazuBaoTbes RT-sapamu. RT-sapa - ne oOuucnioBaigbHI OJIOKH, MPU3HAYEHI JIsS

BUKOHAHHS Oneparliii ray tracing, Takux sk IEPETUH IPOMEHSI Ta TPUKYTHHKA, & TAKOXK

MPUCKOPEHHS O0OYUCIICHB 32 JOTIOMOT'OI0 ONTHUMI3aIlli MPOIIECY TPaCyBaHHS MPOMEHIB

[UISIXOM BUKOPUCTAHHS CHELIAJIbHUX aJITOPUTMIB Ta CTPYKTYP HaHUX (HAMPUKIIA,

BVH - Bounding VVolume Hierarchy) [7].

Haouno texnosorito RTX 6e3nocepennno B rpi 300pakeHo Ha pucyHky 1.7 [8].
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Pucynok 1.7 — Texnomoris RTX

Bukopucranass CUDA Tta RT-sgep m03Boisie  3HAYHO — ITIJIBUILUTH
MPOJYKTUBHICTh PEHACPUHTY, 3a0€3MEeUyI0OUd MOKJIMBICTH BIATBOPEHHS CKJIaJHUX
3D-crieH B peanbHOMY 4Yaci 3 BUCOKOIO SIKICTIO 300pakeHHs. BaxkmuBo 3a3Ha4ynTH, 110
Unreal Engine miarpumye pi3Hi MIIXOAU 1O TPAacyBaHHsS MPOMEHIB, BKIIIOUAIOYH 5K
anapatHe npuckopeHHs dyepe3 RT-sapa na Bimeokaprax NVIDIA RTX, Tak i
porpamMHi METOJIM, IO JO3BOJISIIOTH BUKOPHUCTOBYBATH TpPAaCyBaHHS MPOMEHIB Ha
HIUPIIOMY CIIEKTP1 00JIaIHaHHS, X04a ¥ 3 MEHIIIOI0 TIPOYKTUBHICTIO.

JIJ1st BAKOPUCTAHHS anapaTHOTO MPUCKOPEHHs ray tracing noTpiOHe cneniaibHe
anapartse 3a0e3neuenns. Ha ganuit Mmoment, rpadiuni kaptu NVIDIA GeForce RTX
€ OCHOBHHMMH, 110 MIATPUMYIOTh anapaTHe MPUCKOPEHHs ray tracing.

Ha pucynky 1.8 300paxkeno Burisia Bigeokaptu RTX 3090 (6e3 cuctemwu

OXOJIOJIKEHHS ), /I ICTAJIbHO MOKHA PO3TJISIHYTH YUII, TPAH3UCTOPHU Ta OJIOKU TaM’sITi

[9].
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Pucynox 1.7 — Bigeokapta RTX 3090

1.4 MaremMaTryH1 OCHOBHU Ta OIITHUMI3AIlIs.

Jlns pobotu 3 3D-rpadikoro He0OXiAH1 3HAHHS 3 JIIHIAHOI alnreOpu Ta reoOMeTpii.
OCHOBHI MaTeMaTW4yHI KOHIICMIIl, IO BHKOPUCTOBYIOThCS B 3D-peHaepuHry:
BEKTOPH, SIKI BAKOPUCTOBYIOTHCS JIsI TPEACTABICHHS HAIIPSIMKIB, TTOJI0KEHB Ta 1HIITNX
T€OMETPUYHUX BEIIMYMH; MATPUIIl, IKI BUKOPUCTOBYIOTHCS Il BUKOHAHHS JIHIHHUX
MEePETBOPEHb, TAaKUX $K OOepTaHHs, MacITaOyBaHHS Ta TEpeMIlIeHHs O00'€KTiB;
TpaHcdopmariiii, TO6TO MaTeMaTU4H1 OTiepallii, 110 3MIHIOIOTh MTOJIOKEHHS, OPIEHTAIII0
ab0 po3mip 00'€KTIB y TPOCTOPI; 1, HAPEIITI, MPOEKIIii - mepeTBopeHHs: 3D-koopauHat
y 2D-koopauHaté Ui BioOpaXK€HHsI Ha IIJIOCKOMY €KpaHi (TIepCreKTHUBHA Ta
optorpadiuna npoexkiiii) [10].

Kpim Toro, BaxxnuBuM acnektoM 3D-penaepunry € ontumizaiiis. CTBOpEHHS
3D-cuen wacto mepembadae BUKOPUCTAHHS BEJUKOI KITBKOCTI JaHUX, BKIIOUYAIOUN
CKJIQJIHI TEOMETPUYHI MOJENI Ta TEKCTypHU BHCOKOI PO3AUILHOI 3maTHOCTI. OjHaK,
BiITBOPEHHS TAKUX CIICH MOXKe OYTH O0YHCITIOBAIbHO BUTPATHUM, 1110 PU3BOAUTH J0
HU3bKOI MPOJYKTUBHOCTI Ta TOTAHOTO JOCBiAYy KOpHCTyBada. Tomy pO3pOOHHKH
MOBHHHI 3HAXOJAUTH OAJTaHC MK B13yaJIbHOIO SIKICTIO Ta MPOTyKTUBHICTIO.

Ochb fesiKi KIIFOYOBI MOMEHTH, SIKI CIiJ] BpaxOByBaTH Npu omntumizauii 3D-
rpadiku:

- VYHukaiiTe  HaAMIpHO  JETali30BaHMX  Mojaened:  Buxopucranus

BHUCOKOITOJIITOHAJILHUX MOJEJIEN MOYKE 3HAYHO 30UIBIIUTH HaBaHTAXEHHS Ha
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GPU. Po3poOHMKM MOBHHHI BUKOPHCTOBYBATH MOJENI 3 ONTUMAJIbHOIO

KUIBKICTIO TIOJITOHIB, TOCTaTHBOIO JJIS JTOCSATHEHHS OakaHOi Bi3yasbHOI
SIKOCTI, ajie He HaJMIPHOIO.

- OnTumizyiite TekcTypHu: TeKcTypu BHCOKOI PO3JLTIBLHOI 3JaTHOCTI MOXKYTh
CIOKMBaTU ©OaraTo BigeomaMm'sTi Ta 3HWXKYBaTH MPOIYyKTHUBHICTb.
Po3poOHMKY MOBUHHI BUKOPUCTOBYBATH TEKCTYPH 3 PO3ALIBHOIO 3/IATHICTIO,
JIOCTaTHBOIO JIJIs1 3a0€3MEeUCeHHS YITKOCTI Ta JAeTai3allli, aje He HaIMipHOIO.

- YHuKaiiTe HaIMipHOTO BUKOPUCTaHHS TpacyBaHHs rpomeHiB (Ray Tracing):
TpacyBaHHSI IPOMEHIB € MOTYXHHUM METOJIOM PEHIEPHUHTY, aje BIH MOXKE
Oyt Jyke  OOYMCIIOBIBHO  BHUTPaTHUM. PO3pOOHMKM  TOBUHHI
BUKOPUCTOBYBATH TPACyBaHHS MPOMEHIB JIMIIIE JIs1 TUX YaCTHUH CIICHHU, JIE 1€
IIACHO HEOOX1AHO, 1 BHUKOPUCTOBYBAaTH OINTHUMI30BaHl aJITOPUTMH s
MiHIMI3a1]l HaBaHTaxeHHs Ha GPU.

- BukopuctoByiite piBHi geramizaiii (Level of Detail - LOD): LOD - e
TEXHIKa, sKa nependayae BUKOPUCTAHHS PI3HUX BEpCld MOJENl 3 PI3HOIO
KUIBKICTIO TIOJITOHIB, 3aJie’KHO BiJ BifcTaHi 10 Kamepu. lle mo3Bossie
3MEHIIUTH HaBaHTaxxeHHs! Ha GPU npu BiioOpakeHH1 BiAaneHuX 00'€KTIB.

OcCHOBHUM €ITOCOOOM BHUMIPIOBaHHSI MPOAYKTUBHOCTI 3D-rpadiku € KUTbKICTh

kanpiB B cexkyHay (FPS - Frames Per Second). FPS mokasye, ckinbku 300pakeHb
(xagpiB) BimoOpakae nuciiel 3a oy cekyHay. Yum Buie FPS, Tum Okl 1aBHOIO
Ta TPUEMHOIO € Tpa abo 1HIIMK TpadiuHMil 3aCTOCYHOK. 3a3BUYal, s KoM(DOpPTHOT
rpu notpioHOo He MeHie 30 FPS, a nns naiikpamioro gocsigy - 60 FPS a6o Ginbie.

Onnak, nocsirHeHHs Bucokoro FPS mosxe OyTH cki1alHUM 3aBIaHHSIM, 0COOJIMBO

y BHUMOTJMBUX IrpaXx 3 BHCOKOW rpadiuyHO0 sKicTio. [l  miaBUIIEHHS
POYKTUBHOCTI BUKOPUCTOBYIOTHCA P13HI TEXHOJIOT1, TaKl SIK:

- Cynepcemrutinr (Supersampling): Ile meTton, mpu skoMmy 300paskeHHS
PEHACPUTHCST Y BHUIIIA PO3AUIHHIN 37aTHOCTI, a TMOTIM 3MEHIIYETHCS O
BuxiHOi. [le 103BoJIsI€ OTpUMAaTH ORI YITKE Ta JIeTalli30BaHE 300payKeHHS,

ane 3umxkye FPS.
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- 3rnamkyBanHs (Anti-Aliasing): Ile meTon 3MeHIeHHs edekTy "cXOauHOK"

Ha Kpasix 00'eKTiB. [CHYIOTh pi3HI AITOPUTMH 3TIIaJKYBaHHSA, Taki sk MSAA,
FXAA, TAA, KOXEH 3 IKHX Ma€ CBIi BIUIMB HA MPOAYKTHUBHICTb.
- Macmrabysanns 3 Bukopuctanasm LI (DLSS, FSR, XeSS): Ile Texnoorti,
Kl BUKOPUCTOBYIOTh IITYYHHH IHTENEKT HAJs 30UIBLIECHHS PO3IUTHHOT
31aTHOCTI 300pakeHHs 3 Hmk4oi jo Bumoi. Hampukman, DLSS (Deep
Learning Super Sampling) Big NVIDIA BUKOpHCTOBY€E HEHPOHHI MEpexXi s
PEKOHCTPYKIIi 300pake€HHS 3 MEHIIOI KUJIBKOCTI MIKCENiB, IO J03BOJISE
3HayHO miaBuIUTH FPS mpu wmiHimManbHiid BTpatTi sKOCTi. AHAJIOTIYHI
texHouorii, Taki gk FSR (FidelityFX Super Resolution) Bigx AMD Tta XeSS
(Xe Super Sampling) Bing Intel, Takox MOpomoHyOTh MacmITabyBaHHS 3
HiABUILIEHHSIM TPOAyKTUBHOCTI [11].
Po3yMmiHHA 1MX KOHUEMI Ta METOJMIB ONTUMIZAIll € BaXXJIUBUM IS
po3pooHuKiB 3D-rpadiku, OCKUIBKK IIe JO3BOJISE M CTBOPIOBATH €(EKTHBHI Ta
NPOAYKTUBHI 3aCTOCYHKH, fAKI 3a0€3Me4yl0Th BHCOKY SKICTh 300pa)X€HHS Ta

KOM(OPTHUM T0CBi KOPUCTYBaya.

1.5 BucHoBKH

[TincymoBytoumn, 3D-peHIepuHr € CKJIaJHUM, ajie HaJI3BUYalHO Ba)KJIUBHUM
MPOILIECOM Y Cy4YacHiI KOMM'tOTepHid rpadimi. BiH 0XOrioe HIUPOKUil CHEKTp
KOHLIETILIN Ta eTariB, BiJ npeAcTaBieHHs 3D-00'eKTIB y BUTIIAI NOJITOHAIBHUX CITOK
10 BUKopucTanHs MoxiuBocted GPU nns mpuckopeHHs 00YMCIeHb Ta TPacyBaHHA
npoMeHiB. PO3pOOHMKM MOBHHHI MaTH TIMOOKE PO3YMIHHS MaTEMaTUYHUX OCHOB,
MPUHIUIIB poOOTH TpadiyHOrO KOHBEEpa Ta METOJIB ONTHUMI3allii sl CTBOPEHHS
Bi3yaJIbHO MPUBAOJIMBUX Ta NPOAYKTUBHUX 3D-3acTOCYHKIB. 31 MIBUAKUM PO3BUTKOM
TEXHOJIOT'1H, TAKKX K TPaCyBaHHS IPOMEHIB y pealbHOMY 4aci Ta MacuITaOyBaHHS Ha
ocuoBi IIII, wmaitbytHe 3D-pennepunry oOinsge 1€ OUIbILY pealiCTUYHICTD,

IHTEPaKTUBHICTh Ta €(PEKTUBHICTD.
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2 BUBIP TEXHOJIOT'II CTBOPEHHSI 3D-MOJIEJIEM TA IT-

IHO®OPACTPKYTYPHU

2.1 Bubip irpoBux pyuriiB Ta ixui Bumoru a0 3D mozenei

IrpoBuii py1iif - 11e MporpaMHui Kapkac, Ipu3HauYeHUM 1151 pO3pOOKH B1ICOITOP
Ta 1HIIUX 1HTEPAKTUBHHUX 3aCTOCYHKIB. BiH Hagae po3poOHuKaM Habip IHCTPYMEHTIB
Ta KOMIIOHEHTIB JIJIsl CIIPOIICHHS MPOIIECY CTBOPEHHS I'pU, BKIIOYAIOUU PEHIICPUHT
rpadiku, ynpaBiiHHS (13UKOI0, 0OpOOKY 3BYKY, aHIMAIlil0, IITYYHHUI 1HTEJIEKT Ta
Oarato 1HIIOrO.

CyuacHa 1HyCTpis BiACOIrop 3HAYHOIO MIPOIO BUSHAYAETHCS MOKIIUBOCTSIMU Ta
(yHKILIOHAJIBHICTIO iIrpoBUX pywIiiB. L1 mporpaMHi KOMIUJIEKCH HATal0Th PO3POOHUKaM
HIUPOKUM CIIEKTP IHCTPYMEHTIB JIsl CTBOPEHHSI IHTEpaKTUBHUX 3D-CBITIB, yIpaBIiHHS
1FPOBOIO JIOTIKOIO Ta peHaepuHry rpadiku. Cepes po3MaiTTs irpoBux pymiii, Unity Ta
Unreal Engine 3aliMaroTh OpOBIAHI MO3UIli, BU3HAYAIOYU CTAHAAPTU PO3POOKH Ta
MPOTOHYIOYH MOTYKHI1 PIIIEHHS JIsl PI3HUX JKaHPIB Ta MIaTHOPM.

Unity - e xpoc-miatopMoOBHiA IrpoBUH PYIIii, PO3pOOJECHUI KOMITaHIEO
Unity Technologies. Bin 0yB Bnepiie Bumnymenuit y 2005 pomi ta 3100yB IIUPOKY
MOMYJISIPHICTh 3aBJSKH CBOi YHIBEPCAJIBHOCTI Ta AocTymHocTi. Unity 0coOimBO
NOMYJIIPHUN Ccepeli HE3aJIeKHUX PO3POOHUKIB Ta HEBEIMKUX CTYJId, ajle TaKOX
BUKOPUCTOBYETHCS 1 y BEIMKUX MpoekTax. Ha mpomy pytrito Oyiau CTBOpPEHHI Taki
BizoMmi nipoekTu: Genshin Impact, Pokemon GO, Call of Duty: Mobile, Hollow Knight,
Among Us. TNonoBHoro mepeBaroro Unity e kpoc-maaropMeHicTh Ta MiATPUMKA
HamucaHHs ckpunTiB Ha C# [12].

Ha pucynky 2.1 Moxemo po3riisiHnyTu iHTepdeiic Unity 6.



Pucynok 2.1 - Intepdeiic Unity 6

Unreal Engine - 1ie moty>xHu#i irpoBuil pyliiid, po3podaeHuii koMmmnaniero Epic
Games. Bin 0yB Brnepie npeacrasieHuil y 1998 poiii Ta BiIoMUil CBO€EO MEPETOBOIO
rpagikoro, NOTY>KHUMHU IHCTPYMEHTaMH Ta LIUPOKUM CIIEKTpOM MoskinBocTeil. Unreal
Engine 4yacTo BUKOPUCTOBYETHCS A1 CTBOPEHHSI AAA-Irop 3 BHCOKOIO I'padiyHOIO
AKICTIO, aJleé TaKOXK MIAXOOUTh AJisi PO3poOKHU 1rop 1HmMX *kaHpiB, AR/VR-nonatkis,
KiHO(UIBMIB Ta apXITEKTypHHUX Bizyasizaiiil. Ha mpomy pytriro Oy CTBOpEHHI Taki
BimoMi mpoektu: Fortnite, Batman: Arkham Series, BioShock, Borderlands, Gears of
War. Tonouoro mepeBaroro Unreal ENngine € MOXIMBICTh  Bi3yaJIbHOTO
nporpamyBants (Blueprint), cucrema Nanite (aBro LOD) Ta rHyuki HajJaIiTyBaHHS
ONITUMI3aIlil, IO € AKTYAJILHUM JUTsI BETMKUX Tpo€ekTiB [13].

Iarepdeiic Unreal Engine 5 300paxeno Ha pucyHky 2.2.
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Pucynoxk 2.2 - Intepdeiic Unreal Engine 5

Xoua irpoBi py1ii TEXHIYHO 37aTHI 00poOsATH mupokuil cnexktp 3D monaenei,
ICHYIOTh MIE€BHI CTaHJAPTH 1HAYCTPil Ta BUMOTH OKPEMHUX MPOEKTIB, SIKI BU3HAYAIOTh
ONTUMAJIbHI XapakTepUCTHUKU 3D KOHTEHTY JUisi BUKOPHCTaHHS B mpoekTax. Lli
CTaHJApPTU CHPSMOBaHI Ha JIOCSATHEHHs OalaHCy MDK BI3yaJIbHOKO SKICTIO Ta
IIPOYKTUBHICTIO, 3a0€31e4yI04uH MJIaBHUH 1MPOBUIA MPOLEC HA IUIBOBUX MIaT(hopmax.

CrangapTi irpoBoi iHAYCTPii Ta BAMOTHU MTPOEKTIB:

Kinbkicte momironiB: Kinbkicte momniro"iBa 'y 3D wmoneni 6e3mocepenHbo
BILJIMBA€ HA HaBaHTaxxeHHs Ha rpadiunuii mponecop (GPU). 3ananTo Bennka KijbKICTh
MOJIITOHIB MOXE€ TMPU3BECTH JI0 3HUKEHHS YacTOTH KaJpiB Ta TMOTIPIICHHS
MPOJYKTUBHOCTI, OCOOJMBO y CKIAJHUX CLEHAaX 3 BEJIMKOK KUIBKICTIO OO0'€KTIB.
Cranmapti 1HAYCTpIi BapilOIOTHCS 3aJIEKHO Bij THUIy 00'€KTa, HOTO BaXKIIMBOCTI B
CIleHl Ta IUIboBOI matdopmu. Hampukiaa, Momeni mepcoHaxiB 3a3BUYail MarOTh
O1JIbIIY KIJIBKICTh MOJITOHIB, HIXK (POHOBI 00'€KTH.

Sxicte TekcTyp: TeKCTypu BH3HAYAIOTh Bi3yasibHI JETalli Ta MarepiaiabHi
BrnactuBocTi 3D Mogeni. BUCOKOSIKICHI TEKCTypH MOXYTh 3HAYHO MOKpPAIIUTH
PEATICTUUHICTb, aJIe TAKOXK 30UIbIIYIOTh BUKOPUCTAHHS MMaM'sITI Ta HABAHTAXKEHHS Ha
GPU. Crangaptu nependadaroTh BUKOPUCTAHHS TEKCTYp ONTUMAIBLHOT PO3AUIHHOI
3JIaTHOCTI, €(EKTUBHE CTUCHEHHS Ta CTBOPEHHS aTjaciB TEKCTyp AJiA MIHIMi3allii

KUIBKOCT1 3BEPHEHB JI0 TaM'sTi.
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KinbkicTe Ta pi3HoBU KapT: Pi3HI TUIIM KapT BUKOPUCTOBYIOTHCSA 7S TIepeaadi

pizHoi iH(opmamii mpo moBepxHi0O Moxaeni. Kpim ocHoBHOi kapTu komiwsopy (diffuse
map), 4acTo BUKOPUCTOBYIOThCS KapTH HopMaliel (normal maps), kapTu OJHCKY
(specular maps), kaptu 3atineHHs (ambient occlusion maps) Ta iHmI. Bukopucranus
MPAaBHJIbHOT KUIBKOCTI Ta TUITy KapT MOKE 3HAYHO MiJBUIINTU Bi3yalbHY SIKICTb, aie
TaKOX BILJIUBAE HA MIPOYKTUBHICTD.

Pieui pgeramizamii (LOD): LOD - me BaxkimBa TexHIKa ONTHUMI3aIlli, sKa
nepeadoayae BUKOPUCTAHHS PI3HUX BEPCid MOJEi 3 Pi3HOIO KIJIBKICTIO MOJIITOHIB Ta
SKICTIO TEKCTYp, 3aJIe)KHO BiJ BiJICTaHl 10 Kamepu. [nkonu ocranHiM piBHem LOD €
MPOCTO KapTHHKA MEBHOTO 00’ €KTY, YaCTO TaKy METOJAUKY BUKOPUCTBOIOTH JIJIS IEPEB,
KyuiB Ta Benukux Tip. lle no3Boisise 3meHmuTH HaBaHTaxeHHsa Ha GPU mnpu
BiIOOpakeHH1 BiAJlaieHUuX O0'€KTIB, 30€pirarou BHUCOKY BI3yalIbHY SIKICTb ISt
00'€KTIB, 1110 3HAXOIATHCS OJU3BKO JI0 KaMEpH.

BaxxnuBo 3a3HaunTH, 10 ICHYIOTH NIEBHI BIIMIHHOCTI MIXK I'POBUMU PYIIISIMU Y
BuMorax 10 3D mojeneit, 0co0auBo 110710 00poOKku kapT HopMmasei. Kaptu Hopmaieit
BUKOPHUCTOBYIOTBCS I IMITarii JApIOHUX JeTaliel IOoBepxHI 0e3 301IbIIeHHS
KUJIBKOCTI MOJIITOHIB.

Unity 3a3Bu4aii BUKOPUCTOBYE KapTH HOpMaJiel, 3akojoBaHi i1t OpenGL.

Unreal Engine BUKopucTOBY€ KapTu HopMaJeH, 3akooBani 1y DirectX.

[{s BIAMIHHICTH O3Ha4yae€, MO0 KapTH HOpPMAaJIei, CTBOPEH1 ISl OJHOIO PyUIis,
OynyTh BimoOpa)kaTHCS HEMPaBUJILHO B 1HIIOMY. PO3poOHMKaM 4acTo JAOBOJIUTHCSA
KOHBEPTYBaTH KAapTH HOpMaJIed MpHU IMIOPTI MOJEIEH MK PI3SHUMHU PYLIISIMH.
OcHOBHa BIAMIHHICTb MMOJISITA€ B BITYKJIOCTI Ta BUMTYKJIOCT1, HAOUOHO 11€ 300paKeHOo Ha

pUCHKY 2.3.
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DirectX

Pucynok 2.3 — BimMminHICTh KapT HopMmasieii OpenGL Ta DirectX

Taxox nmst 3D mMozeneii € pizHi popmaTu (HaiiiB i A7 KOKHOT MOJIENI TOTPIOHO
3HaTH B KoMy (opmaTti ix koHBepTyBaTu. KokeH (opmaT mMae cBOi mepeBaru Ta
HEJOMIKK, 1 BUOIp KOHKpETHOro (opMary YacToO 3aleKHUTh BiJ] BUMOT MPOEKTY,
BUKOPHCTOBYBAHOT'O MPOTPAMHOTI0 3a0€3ME€UYEeHHS Ta I[IbOBOT MIIaTHOPMHU.

Ocb ormsia TpbOX HaMMomUpeHIMuX HopmaTiB:

FBX (Filmbox) po3po0Onennii kommaniero Kaydara, a 3apa3 HaleXuTh
Autodesk. BiH mHMpOKO BUKOPUCTOBYETHCA B I1HAYCTpii pO3pOOKH Irop Ta KiHO.
[linTpyMy€e MUPOKUIA CHIEKTP JAHUX, BKIIOYAIOYU F€OMETPII0, TEKCTypH, MaTepiaiu,
aHiManii Ta aedopmariii. 3abe3neuye XOpoIry CyMICHICTh MK PI3HUM MPOTPaAMHUM
3abe3nedyeHHsM i 3D-MoaentoBaHHs Ta irpoBuMu pymrisiMu. [Ipote, BiH Moxke OyTH
JIOCUTb BEJIMKUM 3a po3MipoM (haitiry, 0coOIMBO MpH 30epiraHHi CKIagHOI aHIMaIIii.

OBJ (Object) 6yB pospoOnenuit kommnanietro Wavefront Technologies. Lle
MPOCTHUH Ta MUPOKO MIATPUMYBaHUM hopMaT, 0COOIMBO JIsl CTATUYHUX Mojieliel. Bin
30epirae Tibku reometpito, UV-koopaunatu Ta HopMaii. He miaTpumye aHiMalio
abo ckianHi Matepianu. YacTo BUKOPUCTOBYETHCS sIK (hopMaT OOMIHY MK PI3HUMHU
nporpamMamu 1jisi 3D-MOIeTIOBaHHS.

GITF (GL Transmission Format) - BimHOCHO HOBHII (popmar, po3poOiIeHHI

Khronos Group crnenianbHo anst epekTuBHOI nepenadi 3D-KOHTEHTY B pealbHOMY
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yaci. BiH migTpuMmye TeOMeTpit0, TEKCTypH, Marepiaid, aHiMmalii Ta CICHH.

OnTuMi3oBaHUi ISl TIBHUAKOTO 3aBaHTAKEHHS Ta peHaepuHry. Crtae Bce OLTBII
MOMYJSIPHAM Y BeO-J07aTKaX Ta MOOITBHHX Irpax, a TaKOX € PO3MIMPIOBAHUM,

HiATPUMYE JOJATKOBI POIIUPEHHS.

2.2 Bubip nporpamHoro 3abde3neueHHs s ctBopeHHs 3D mopaeneit

13 g crBopenHs 3D-moxenedl — 1€ chemiaii3oBaHe MporpamHe
3a0e3MeyeHH s, MPU3HAYCHE I PO3POOKH, pearyBaHHs Ta MiATOTOBKH TPUBUMIPHHUX
00'ekTiB (MO/IeJIEN ) IUISIXOM HA/IaHHS IHCTPYMEHTIB JUIsl MAHIITYJIFOBAHHS TEOMETPIELO,
HAHECEHHs TEeKCTyp Ta maTepiaiiB, cTBopeHHs UV-po3ropTok, a Takox 0a30Boi abo
PO3IIMPEHO1 aHIMallli Ta PEeHJECPUHTY, 3 METOIO CTBOPEHHS BI3yaJbHHUX aCETIB IS
MOJAJIBIIOTO BUKOPUCTAHHS B PI3HUX cepax, BKIOYAIOUU ITPOBY PO3POOKY, KIiHO,
U3aiH Ta 1HII.

OcHOBHa BIIMIHHICTh MK IPOTPaMHUM 3a0€3MEeUEHHSIM ISl CTBOpeHHs 3D-
MoJieJIel Ta ITPOBUMH PYLIISIMU MOJSATa€ B iXHbOMY NEPBUHHOMY IMPU3HAYEHHI Ta
HaOopi ¢yukuii. Ilporpamu g 3D-MopentoBaHHS 30CEpEIKEHI Ha TMpoleci
CTBOPEHHS, peJaryBaHHS Ta MIATOTOBKM TPUBUMIpHUX 00'ekTiB. BoHM HagaroTh
IHCTPYMEHTH JUIsl MOJIEIIIOBAHHS T'€OMETpii, TEeKCTypyBaHHS IOBEPXOHb, CTBOPEHHS
UV-posroprok, 6a30BOi abo MNpOCyHYTOi aHIMalli Ta PEHACPUHTY CTATUYHUX
300pakenb. OcHOBHA MeTa Takoro [13 — cTBOpeHHS aceTiB, SKi MOTIM MOXKYTb OyTH
BUKOPUCTaHI B PI3HUX Tally3slX, BKJIIOYAIOUU ITPOBY PO3POOKY, KIHOIHAYCTPIIO,
apXITEKTYpHY Bi3yanii3alilo Ta MpoMHcIOBUN au3aiiH. [lpukmagamu takoro 113 €
Blender, Autodesk Maya, 3ds Max ta ZBrush. Ha npoTtuBary 1isomy, irpoBi pymrii €
KOMILJIEKCHUMH CEepeIOBUIIAMH JJI1 PO3POOKH BiIEOIrOp Ta IHIIUX 1HTEPAKTHUBHUX
3aCTOCYHKIB 3 Bi3yalli3alli€l0 B peaJibHOMY 4aci. BoHM BKIIIO4YarOTh B cebe CUCTEMHU
peHIepHUHTY, (DI3UKH, 3BYKY, IITYYHOTO 1HTENEKTY, YIPABIiHHS IrPOBOIO JIOTIKOIO Ta
aHIMalli€l0, 1HCTPYMEHTU JUIsl CTBOPEHHS pIBHIB, YMNPAaBIIHHSI KOPHUCTYBALIbKUM
iHTepdeiicoM Ta MOXKIMBOCTI MeEpekeBOoi B3aemojii. ['onoBHa iXHS QYHKIA —
3a0€3MeUnTH THTEPAKTUBHICTh Ta pealbHUI yac Bizyai3allii, BAKOPUCTOBYIOYH F'OTOBI

3D-moneni, ctBopeHi B cnenianizoBanoMy I13. IIpuknagamu irpoBux pymriiB € Unity,
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Unreal Engine ta Godot. Takum unnom, 113 ans 3D-moentoBaHHS € IHCTPYMEHTOM

JUIS CTBOPEHHSI OKPEMUX TPUBUMIPHHX €JIEMEHTIB, TOAl SIK IrpOBHM pywIi €
maThopMoro, sika 00'€qHYE Il €JIEMEHTH, JI0Ja€ IHTEPAKTUBHICTh Ta JI03BOJISE
CTBOPUTH KIHIEBUH IrPOBHI MPOIYKT a00 IHTEPAKTUBHUN JOJATOK.

Blender 3D - me Oe3komToBHE Ta BiIKPUTE MPOTpaMHE 3a0e3MEUCHHS, SKE
NPOTNOHY€ TMOBHUU HaOip IHCTPYMEHTIB uia 3D-MozentoBaHHS, CKYJBITYBaHHS,
a”imarlii, peHJepuHry, KOMIO3UTUHTY Ta penaryBaHHs Bineo. Lleil yHiBepcambHUi
IHCTPYMEHT MiJXOAUTh ISl IIUPOKOTO CHEKTPY 3aBjAaHb, BiJ CTBOPEHHs irop Ta
Bi3yamizalii 7o aHimManiitHux ¢ineMmiB. Blender mae akTHBHY CHUIBHOTY KOPHCTYBadiB
Ta PO3pOOHUKIB, IO 3abe3mnedye JOCTYyH JO BEJIMKOI KUIBKOCTI HaBYaJIbHUX
MartepiaiiB, IUIAriHiB Ta MIATPUMKHU. 3aBASKA CBOid OE3KOIITOBHIM MpUPOJl Ta
MIMPOKUM MOXKIMBOCTSM, Blender 3D ctaB momynsspHIM BUOOPOM cepel] He3aIeKHIX
PO3pOOHUKIB, CTYACHTIB Ta mpodecionanis [14].

Iarepdeiic Blender 3D 300paxkeHuii Ha pUCYHKY 2.4.

Pucynok 2.4 - Intepdetic Blender 3D

Maya - ue mnpodeciitne mporpamHe 3a0e3mnedeHHs s 3D-MojeatoBaHHSA,
aHiMarlii Ta peHaepunry, po3poosiene Autodesk. BoHo mmpoko BUKOPUCTOBYETHCS Y
KIHOIHAYCTpii, TenebaueHHI Ta pPO3poOlll BiACOIrOp [Jii CTBOPEHHS CKJIQJHUX

NEPCOHAXIB, BI3yallbHUX €(EeKTIB Ta aHiMallii. Maya MporoHye NOTYyKH1 IHCTPyMEHTH
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JUI. MOJICJTFOBaHHS, aHIMaIlli MepCOHaX1B, CUMYJIAILI, Taki SIK CUMYJIALIS OJSTy Ta

BOJIOCCS, Ta Bi3yaJbHUX €(EKTiB, BKIIOYAIOUN TUHAMIKY PIAMH Ta YaCTUHOK. Xoua
Maya € nmoTyHUM IHCTPYMEHTOM, BiH MO)Xe OyTH CKJIQJHUM y BHUBUEHHI Ta Mae
BHUCOKY BapTICTh, IO POOWTH KWOTO OB TPUAATHUM IS BEIMKUX CTYAINd Ta
nocBiqueHux npodecionanmis [15].

InTepdeiic Maya 300paxkeHuit Ha pucyHky 2.5.

Pucynok 2.5 - Intepdeiic Maya

3Ds Max - me mpodeciitHe nporpamHe 3ade3nedeHHs s 3D-moaenoBaHHs,
aHiMalii Ta peHAEpUHTY, TaKoX po3poosene Autodesk. Bono mnomymnspHe y
apxITeKTYpHIN Bi3yaiizailii, JU3aiiHi MPOIYKTIB Ta BUPOOHUIITBI Bijmeoirop. 3ds Max
Ma€ MUPOKUI HAOIp 1HCTPYMEHTIB AJI MOJIEIIOBAHHS, BKJIIOYAIOYM MOJITOHAJIBHE
MOJICTIOBaHHS Ta MO/JICJIIOBAHHSI HA OCHOBI CILJIalHIB, aHIMAIlll, CUMYJISIIIT, TaKOl SIK
CUMYJISILIIE TWHAMIKA TBEPAOro TiJla, Ta PEHIAEPHUHTY, BKJIIOYAIOUM IHTErpauiio 3
MOTY>)KHUMHU peHjiepepaMu, TakuMmu sk Arnold. Slk 1 Maya, 3Ds Max moxe OyTu
CKJIaIHUM y BUBYEHHI Ta Ma€ BUCOKY BapTicTh [16].

IaTepdeiic 3Ds Max 300pakeHo Ha PUCYHKY 2.6.
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w S S ARAY 2R

Pucynox 2.6 - [nrepdeiic 3Ds Max

Yci Tpu mporpaMu € TOTY>KHUMHU 1HCTpyMeHTamu s 3D-mopentoBaHHs Ta
aHiMallii, BOHU MPOMOHYIOTh IIUPOKHUM CIEKTp 1HCTPYMEHTIB Jyisi cTBOpeHHs 3D-
KOHTEHTY JIJIS Pi3HUX rary3eil. Y KOXKHOTO € CBOi IepeBaru Ta HeJ[oJliku, xoua Blender
3D € yHiBepcabHUM OE3KOIITOBHUM MPOAYKTOM, Maya € CTaHAapTOM 1HIYCTpii AJist
aHiMallli MepcoHaXiB Ta Bi3yalbHHX edekTiB, Toal sk 3ds Max momynspHuit y
apXiTeKTypHIN Bizyawmizamii Ta nu3aitai npoaykrie. Blender 3D mae menmy kpuBy
HaBuaHHsA, HiX Maya ta 3Ds Max, ane moxke OyTH MEHII TMOTY>KHHUM Yy TI€BHHX

o0JacTix.

2.3 OcHoBHi etanu ctBopeHHs 3D monenei

[Iporiecu cTBOpeHHS TPUBUMIPHUX MOJIETIEH € CKIaIHUMH Ta OaraTorpaHHUMH,
a 1X MOCHIAOBHICTh 1 KUIBKICTh MOXXYTh BapIIOBATUCS 3aJIEKHO BIJ crenudiku
npoekTiB. OHaK, Mpu po3poOlll TPUBHUMIPHUX aCCETIB MOKHA BUOKPEMUTH HACTYITHI
KJIt0uOoBI etanu. EhekTuBHE ynpaBiiHHSA 4aCOM, YHUKHEHHS HAJIMIPHOI KOHLIEHTpaIlii
Ha OKpEMHX acleKTaxX Ta BMIHHS ONIEPATUBHO 3HAXOJUTH HEOOXITHY 1H(OpMAIIIO €
BU3HAYAIbHUMH (haKTOpPaMH yCHINTHOTO BUKOHAHHS PI3HOMAHITHUX MPOEKTIB, KOKEH

3 IKUX MO)KE BUMAraT yHIKaJIbHUX 3HaHb 1 miaxomais [17].
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2.3.1 Iomyxk Ta 30ip pedepeHciB

Ha mouatrkoBomy eTami BiATBOpEHHS Oy/b-SKOro 00’€KTa MocTae morpeda y
roro Bizyamizartii. [[yst 11b0T0 3MIMCHIOETRCS MOMTYK Ta 301p peleBaHTHUX 300paKeHb
o0’ekTa 3 pi3HMX mepcrnekTuB. OTpuMaHi Bi3yalbHI MaTepiadd CIPHUSIIOTh
(GhopMyBaHHIO ITICHOTO YSIBIEHHS IIPo (opMy, MPOIOPIIii Ta XapaKTepH1 0COOIUBOCTI
00’ekTa MojemoBaHHs. 3i0paHi pedepeHcH MOXKYTh OyTH PO3MIIIEHI HA OKPEMHX
nucIiesx abo IMIOPTOBaHI Oe3mocepeHbO B poOodYe CEpeOBHIINE IMPOTPAMHOIO
3a0e3MeyeHHs 1151 TPUBUMIPHOTO MOJIETTIOBAHHS.

PureRef € cnemianizoBanum mporpaMHUM 3a0€3MEUEHHSIM, PO3POOJIECHUM IS
edeKTUBHOI opraHizaiii Ta 3pyYyHOTO BHKOPUCTAHHS pPEePEPeHCHUX 300paKe€Hb Y
IpOLIECl CTBOPEHHS BI3yaJIbHOIO KOHTEHTY, 30KpeMa TPUBUMIPHUX MOJIEIIEH.

Ha pucynky 2.7 300pakeHo npukiiaa Bukopuctanus PureRef.

Pucynoxk 2.7 - [Ipuknan Bukopucranus PureRef

Ha pucynky 2.8 300pakeHO TpuKIa[ BHUKOPUCTaHHSA CTaHAApPTHOTO

inctpymenTapito Blender 3D ms Bisyamizaniii pedepency.
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Pucynok 2.8 - Crannaptauii incTpymentapiii Blender 3D nns Bizyamizanii

pedepency

2.3.2 MopaenroBaHHA

[Tpomec MoaeMOBaHHS TPUBUMIPHOI MOJIENII € KIIFOUOBHUM €TallOM y CTBOPEHHI
3D koHTeHTy, MiJ 4Yac sAKOro (opmyeThCcsi TeoMeTpis 00'€ekTa y BIpTyadbHOMY
npoctopi. Llei mporec BkiItouae B ceOe psj MOCHIIOBHHX i, CHPSIMOBAHUX Ha
NIEpPETBOPEHHA KOHIIENIIiT a0 pedepeHciB y mudpoBy TpUBUMIPHY GOpMY.

bnokiar (Blocking out). Biiokinr — 11 moyaTKOBHI €Tam MOJCIIOBAaHHS, Ha
SKOMY 3aKJIaJar0ThCsl OCHOBHI (hopMHU Ta mpomnopiiii MaitdyTHroi Mozeni. Ha mpomy
eTari He MOTPIOHO MparHyTH J0 BUCOKOI JeTaji3allii; roJoBHAa MeTa — CTBOPUTH
rpyOuii, ane BHi3HaBaHUM cUiyeT 00'ekTa. BIIOKIHT 4acTO MOYMHAETHCA 3 J10JJaBaHHS
0a30BUX T€OMETPUYHHUX MPUMITHBIB (KyOIiB, cep, LMIIHIPIB, KOHYCIB TOLIO), SIKI
NPUOJM3HO BIANOBIJAIOTh OCHOBHMM dYacThHaM o0'ekta. I[li mpuMITHBH MOTIM
MacITabylOThCs, TEPEMINIYIOThCSI Ta O0epTaroThes, 100 chopmyBaTH 3arajabHY
KOMIO3UIIi10 Ta rabapuT Mojieni. Ha etami OJ10KiHTY BaXJIMBO MPABUILHO BUSHAUYUTH
CIIBBIJHOIIIEHHS PO3MIPIB PI3HUX YacTHH 00'€éKkTa Ta iXHIO 3aranbHy (opmy. Lle
3aKJiajla€ OCHOBY JUIsl TOAAJIBINIOI JeTraiizanii. BiokiHr mMae OyTH IIBUIKUM Ta
iTepaTUBHUM TiporiecoM. He OiliTecss ekcriepuMeHTyBaTH 3 Pi3HUMHU (opMaMH Ta
KOMIO3UIIISIMU, TEPII HIXK 3yIMUHUTUCS HA HAMOLIbII BJATIOMY BapiaHTI.

Ha pucynky 2.9 300paxeHo npukian omokinry [18].



26

W Tl

Pucynox 2.9 — biokiHr B MOieTI0BaHH1

Xait momi (High Poly). Xait moni — 11e eTan CTBOPEHHS BUCOKOETaTi30BaHOT
Bepcii mozeni. Ils mMonmenb MICTUTh BEJIUKY KUIBKICTH MOJITOHIB, IO JIO3BOJISE
BiJI0OpaXkaTu ApiOHI JeTai, CKJIaIHI TOBEPXHI Ta MJIaBHI MEPEXOIH.

Ha erani xall monl aKTUBHO BHKOPUCTOBYIOTBCS MOAM(IKATOPU IS
MIPUCKOPEHHSI Ta ONTHUMI3aIlli POIIECY MOJICTFOBAHHSI:

- Mirror (/I3epkano): Jlo3Boisie MOJENIOBATH JIMILE OJHY CHUMETPUUYHY
MOJOBUHY 00'€KTa, a Jpyra aBTOMaTU4YHO BijgoOpaxkaerbcs. lle 3HauHO
€KOHOMUTBH Yac MPU CTBOPEHHI CUMETPUYHUX MOJIETICH.

- Subdivision Surface (3rnamkyBaHHS TMOBEPXHIi): 30LIbLIYE KIIBKICTh
MOJIIFOHIB 1 3TJI3JPKY€E MOBEPXHIO MOJIEII, CTBOPIOIOUM O1IbII OpPraHiuHI Ta
miaBHl  Qopmu. KinbKicTh pIBHIB  MIAPO3AUTY KOHTPOJIOE CTYIiHB
neranizailii. BaxiuBo po3ymiTH, 10 HiAPO3ALT T€HEPYE HOBY Te€OMETPIlO,
TOMY HOTO CJIiJT 3aCTOCOBYBaTH 00 TyMaHO.

- Boolean (bynesi onepartii): JI03BOJISIIOTh BUKOHYBATH orieparlii 00'e 1THaHHS,
BIIHIMaHHS Ta NMEPETHHY OJIHUX OO0'€KTIB 3 IHIIMMH, CTBOPIOIOYM CKIIAJIHI
dopmu Ta otBopu. OpHak, OyneBi omepalii YacTo CTBOPIOIOTH
HEONTUMAaJIbHY TOIOJIOT1I0, TOMY MICHs iX BUKOPUCTAHHS MOKE 3HAJOOUTHCS
pPYYHE BHITPABIICHHS CITKH.

- Bevel (®acka): CtBoproe ckomieHi kpai Ha TOCTpUX KyTaxX, IO POOUTH
MOJIEb OUIBII PEaNICTUYHOI Ta 3amodirae mosiBi pi3kux TiHeH. dacku
TaKOXX JOJal0Th JOJATKOBI pedpa, AKI MOXKYTb OyTH BaXJIMBI IS

B1I0OpakeHHS B1JOJIMCKIB.



27
- Array (MacuB): Jlo3BoJise CTBOpIOBAaTM MHOXHHHI KoOIii 00'€KTa,

po3TamoBaHi 3a TMEBHUM 1ma0ioHOoM. KopuCHO i CTBOpPEHHS
MOBTOPIOBAHUX €JIEMEHTIB, TAKUX K O0JITH, 3yOIll TOIIIO.
- Solidify (IToroBmenns): Jlomae TOBIIMHY IUIOCKHM TOBEPXHIM, IO
HEOOXITHO JIJIsi CTBOPEHHS PEaliCTUIHUX 00'€KTIB 3 BHYTPIIMITHIM 00'€MOM.
Takox Ha 1bOMY €Tamil BPYYHY JOJArOThCs JIPiOHI JeTaji, Taki sIK BHCTYIIH,
3almaiiHA, TOCTPl Kpai TOIO, BHKOPHUCTOBYIOUM I1HCTPYMEHTH €KCTPYyBaHHS,
BcTaBKHU pedep. [1o 3aBepeleH o bOro eTany MH OTPUMYEMO JIeTali30BaHy MOJICITb
00’ €KTY 3 BEJIMKOIO KUTbKICTIO TIOJIITOHIB, 11€ O3HAYAE 110 1151 MOACIb HE MiIXOINUTh JJIS
peHJiepy B peajibHOMY Yaci.

High Poly mozaens 300paxkena Ha pucynky 2.10.

Pucynok 2.10 - High Poly

Ckynbnruar (Sculpting). CkyasnTHHr — 1€é METOJ MOJCIIOBAHHS, KU
JI03BOJISIE CTBOPIOBATH OpPraHiuHI Ta BHUCOKOJETai30BaHi (opmu, HIOW JIIUISUU 3
BipTyasibHOI riuHU. [Iporpamu nist 3D monentoBanns (Bkitovaroun Blender) Hagarots
HaOlp TMEH3MB 3 pi3HUMU (QYHKIIIMU (BUTATYBAHHS, 3TUIAKyBaHHS, OJaBaHHS
00'emy, BupizaHHs ToII0). CKYJIBNTHUHT 3a3BUYail BUMAarae aye BUCOKOI IIUILHOCTI
MOJIITOHAJIBHOI CITKHU JIJIS BiJOOpa)X€HHsI IPIOHUX JAeTayiei. [neanbHo miaXxoauTh Jis
CTBOPEHHSI TIEPCOHAXKIB, CKYJBITYp, MPUPOIHUX OO'€KTIB Ta Oynb-sKux (opMm 3i

CKIIaJHUMHU OpFaHi‘lHI/IMI/I IMOBCPXHAMM.
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Ha pucynky 2.11 300paxkeno BikHO ckyabnTuHry B Blender 3D, ne 3miBa

3HaXOJATHCS BCI CTaHIAPTHI men3i [19].

Pucynok 2.11 — CKkynbOTHHT

Jloy mom (Low Poly). Jloy mom — 11¢ HU3BKOIOMIrOHaJIbHA BEpCis MOJIEI,
ONTHMI30BaHa JUIsI PEHICPIHTY B pealbHOMYy Haci. B irpoBiii iHZycTpii KOXKHA
JI0JIaTKOBa rpaHb 00'€KTa 301IbIIIy€E HABAaHTAXXEHHS HAa MPOIECOp Ta BiIEOKAPTY, IO
MOK€ MPU3BECTH 10 3HMKEHHs mnponayktuBHocTi (FPS). Jloy mom moaent maroTh
MIHIMAQJIbHY KUIBKICTh TOJIITOHIB, HEOOXIMHY Jisi 30€peeHHsl BMi3HaBaHOi GopMmu
00'ekTa, 10 3a0e31euye MmIaBHy poOoTy TPH.

3po6uTH 0y IOl MOAEIh MOKHA Pi3HUMHU CIIOCOO0AMH, KOXKHUHN 3 SIKUX Mae
nepeBaru Ta Heaoiku. MoykHa J00aBUTH Ha Xail mout memr mogudikarop Decimate,
SIKUM aBTOMATHYHO 3HU3UTH KUIBKICTH IMOJITOHIB JI0 BKa3aHOI BEJIMYWHH, ajie JJIsd
TaKOIo Croco0y Xai Mo MoJiebka Ma€e OyTH TaKOK BiJIMOBIAHOIO.

Haiikpamum crnocobom € pydHa petomnosioris. Peromosoris - 1e mpoiec
CTBOPEHHSI HOBOi, ONTUMI30BaHOI MOJITOHAJIBHOI CITKH MOBEPX ICHYIOYOi, 3a3BHYA
OUTBII MUTEHOT Ta HeonTUMAaNIbHOI, 3D Mozeni. Jloy momi Mojenb CIy>KUTh OCHOBOIO
I BioOpakeHHsT B rpi. JleTami, CTBOpEeHI Ha BHCOKOIOJITOHAIBHIA MOJENI,

"3amikaroThcs" (bake) Ha TEKCTYpH HU3BKOMOIITOHAIBHOT MO/1€J11, CTBOPIOIOYH 1LTFO3110
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BHUCOKOT JIeTajiizallli mpy 3Ha4HO MEHIIINA KUIBKOCTI MoJiroHiB. Lle mo3Bossie gocsartu

Bi3yaJbHO MPUBAOIMBUX PE3YJIbTATIB O€3 HAAMIPHOTO HABAHTAKCHHS HAa CUCTEMY.

BiaMiHHICTB CITKM JIOY MOJI1 Ta Xai moJjii Mojeni 300pakeHa Ha PUCYHKY 2.12

[20].

Low poly - High Poly

PucyHnok 2.12 - BigMIHHICTb CITKH JIOY IOJII Ta Xai MOJI1 MOJAEII

2.3.3 PosropTka, OEMKIHT Ta TEKCTYpyBaHHS

Haknamanus mBiB Tta posroptka (UV Unwrapping). UV-po3roptka — e

IPOLIEC PO3TOPTAHHS TPUBUMIPHOI MOBEPXHI MOJENI HA JIBOBUMIPHY IUIOMIMHY JJIs

MOAJILIIOTO HaHeCceHHs TeKcTyp. LlIBu Bu3HauaioTh, e Oyae pospizana 3D Mozensb,

1100 1i MOXkHa OYyJIO TUIOCKO PO3TOPHYTH.

[IpuHUMIIM TPaBUIIBHOTO HAKJIAAAHHS 1IBIB:

[Tpupoaui po3puBu: Hamaraiitecss po3milyBaTy IMBH B MICIISIX TPUPOJTHHUX
PO3pUBIB reoMeTpii 200 Tam, e BOHU Oy Iy Th HAWMEHII MTOMITHI (HallpUKJIa/,
Ha BHYTPIIIHIX CTOPOHAX, MiJl CKJIQJKaMH, Ha CTUKAX PI3HUX YACTHH).
Minimizanisi cnotBopeHb: [IpaBWIBHO pO3MillleHI IIBH JONOMararoTh
MIHIMI3yBaTH PO3TATYBAHHS a00 CTUCKAHHS TEKCTYp Ha MOBEPXHI MOJEIII.
Huniagpuani 06'extu: YacTo po3ropTaroThCsl OJJHAM MO30BKHIM IITBOM.
Cdepuuni 00'ekti: MOKYThb pO3ropTaTUCs KUIBKOMa MEPUIIOHATBHIUMH Ta
€KBaTOpiaJbHUMU IIBAMHU.

Ky6iuni o0'ektr: KoxkHa rpanb Moke OyTH pO3ropHyTa OKPEMO.

Cxknamni opraniuti ¢opmu: MoxXyTh BUMaraTu OUIBII CKJIQIHOI CITKH IIBIB,

H_IO6 YHUKHYTH 3HAYHHUX CIIOTBOPCHb.
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[TpaBuiibHA PO3ropTKa, Ha MpUKIaAl KyOy, 300paxkeHa Ha pucyHky 2.13 [21].

Pucynok 2.13 — Po3roptka xy0y

He meHII BaXJIMBUM € ONTHUMI30BaHE BUKOPUCTAHHS MOJIOTHA po3roptku.UV-
OCTpPOBH (pO3rOpHYTI YaCTUHH MO/I€JI1) TOBUHHI OyTH pO3MIILIEHI HA TEKCTYPHIM KapTi
SAKOMOTa IIUIbHINIE, 00 MAaKCUMaJIbHO €(PEKTUBHO BUKOPUCTOBYBATH JTOCTYITHHA
OpOCTIp TEKCTypH. BOHM He NOBHMHHI NEpPEKPUBATHUCS, 1HAKIIE TEKCTYpU OYyIyTb
HaKJIaJJaTUCS OJIHA Ha OJIHY, aJie 3a MOTPEOH 1I€ JOMYCKAETHCS.

baxxano, mo6 UV-ocTpoBu Mmamu mnpuOIW3HO OJHAKOBHM MacmiTad, o0
HIUTBHICTH MIKCENIB TEKCTYpH OyJia OJIHAKOBOIO Ha PI3HUX YacTHHAaX Mojenl. binbiie
Micist Ha UV-kapTi ciniji BIABOAUTH JIJIsl BXKJIMBUX J€Taneil MOJiel, 100 3a0e3neunTH
BUIITY SIKICTh TEKCTYP Yy IIUX o0nacTsx. CTaHAapTOM JUIsl PO3TOPTKH € MOKpUBaHHS 85%
IO TTOJIOTHA, a 11eanbHuM 95% 1 Oinbiie [22].

Ha pucynky 2.14 300paxkenii mpuKiaa ONTHMI30BaHOTO BUKOPUCTAHHS TIOJIOTHA

posroptku [23].

Pucynok 2.14 - OntumizoBaHe BUKOPUCTAHHS MTOJIOTHA PO3TOPTKU
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3amikanas (Baking). bBeiikiir — e mpoiec MepeHECeHHsS JeTaied 3

BHCOKOTIOJIITOHAJILHOT (Xai 1moJii) Mojiel Ha TEKCTYPHI KapTH HU3BKOIOIITOHAJIBHOI

(JToy 1MOJI1) MOJETI.

[Tin wac OelikiHry mporpamHe 3a0e3nedeHHs "BUITyCKae MpPOMEHi" 3 KOXKHOT

TOYKHU TIOBEPXHI HU3BKOMOJIroHaIbHOT Mojeni. Lli mpoMeHi mykarTh HanOImKay

BIJMOBIIHY TOYKY Ha BHCOKOMOJITOHAJbHIM Mozemi. I[Hpopmamis mpo Hopmai,

OCBITJICHHSI, KpUBHU3HY Ta 1HIII JAeTail 3 1€l TOYKH Xai 1ol "3amKaeTbes” y BUTIISIAL

TEKCTYPHOI KapTH JJIs1 JIOY MO MOJAEII.

Tunu xapT, 10 3aMIKalThCA:

Normal Map (Kapra nHopmarneit): Mictuth 1H(OpMaIlil0 PO OPIEHTAIIIIO
MOBEPXOHB Xal Mol MOJIEII, 110 JO3BOJISIE JIOY MOJ1 MOJIEI BUTJISIATH TaK,
HI0M BOHA Ma€ 3HAYHO OUIBIIE JAeTAJICH, HI’XK HACITPaB/Il.

Ambient Occlusion (AO) Map (Kapra 3atinenns): BinoOpakae 3aTiHeHHS B
3arauOJIEHHAX Ta HAa CTHKaX IOBEPXOHb, JOJAIOYM  PEaTICTUYHOCTI
OCBITJICHHIO.

Curvature Map (Kaprta kpuBu3Hu): BuzHauae BUTHYTI Ta rOCTpl JiJISHKU
MOBEPXHI, IO KOPUCHO AJI1 CTBOPEHHS €(EeKTIB 3HOCY Ta BUIUICHHS KpaiB
IPU TEKCTYpPyBaHHI.

Thickness Map (Kaprta ToBuimamn): BigoOpakae ToBIIMHY 00'€KTa B PI3HHX
MICIISIX.

ID Map (Kapra inentudikaropiB): BukopHCTOBYye pi3HI KOJbOpU IS
BUJUICHHS OKPEMHX YaCTHH MOJENI, IO TMOJIETIIy€E iX MAacKyBaHHSA Ta

penaryBaHHsI IPU TEKCTYPYBAaHHI.

HaouHo npuHImn po6oTH OeiKiHTy 30p0axeHo Ha pucyHKy 2.15 [24].
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Pucynox 2.15 — beiikinar

TexcTtypyBaHHs — 1€ TpolleC HAHECEHHsS KOJbOpY, MaTeplalbHUX
BJIacTUBOCTeH Ta neraneid Ha UV-po3ropHyTy Ta 3amedeHy HHU3bKOIOJITOHATIbHY
Mozienb. TekcTypyBaHHs 3a3BUYail BUKOHY€ETHCS B CIEL1aJII30BAHUX ITPOrpaMax, TaKMX
sk Substance Painter abo Adobe Substance 3D Designer, ski HamamTh MOTYXHI
IHCTpYMEHTH AJI CTBOPEHHS Ta pearyBaHHs TEKCTyp. Ha mboMy eTami BU3HauatoThCs
BJIACTUBOCTI MOBEPXHI 00'ekTa, Taki sik koJip (Base Color), mopctkicts (Roughness),
meraneBicTb (Metallic), Bucora (Height) Ta HOpMamni (3a MOMOMOTOMO 3ame4eHol
Normal Map). XynoXHUKHA MOXKYTh O€3MI0CepeIHhO MalltoBaTH JaeTani Ha 3D mozeni
a6o Ha 2D po3ropTii.

[IpouienypHi TEKCTYpH TEHEPYIOTHCS MaTEeMaTHYHO 1 MOXYTh CTBOPIOBATU
CKJIaJHI Ta IMOBTOPIOBAaHI Bi3epyHKH. Substance Painter Ta iHmI mnporpamu
MPOTIOHYIOTh 010J110TEKU TOTOBUX MaTepialliB Ta MACOK, SIKi MOKHA HaJAIITOBYBAaTH Ta
KOMOIHYBaTH JJIs IIBUJIKOTO CTBOPEHHS PEaiCTUYHUX MOBEPXOHB [25].

TekcrypyBaHHs 300paXkeHO Ha pUCYHKY 2.16 [26].
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Pucynok 2.16 — TekctypyBaHHs

2.3.4 Purigr ta agiMalis

VY Bumnajgkax, KOJU CTBOPIOIOTHCS 00'€KTH, SIK1 MOBUHHI PyXaTHUCs (HAPUKIIA/,
NEPCOHAX1, TBAPUHU, TPAHCIOPTHI 3aCO0M 3 PYXOMHMH YaCTHHAMHM), MICIS €Tarmy
MOJICTIIOBAHHS Ta TEKCTypyBaHHS BUKOHYIOTBCS MIPOIIECH CTBOPEHHS CKeJeTa (PUTIiHT)
Ta aHiMaIii.

Puriar (Rigging) - e mporec cTBopeHHs IUPPOBOrO cKeneTa BcepeanHi 3D
mozeni. CkeneT CKIagaeThesi 3 Habopy 3'enHaHuX MK coboro "kicTok" (bones), siki
MOXYThb oOepTaTucs Ta mnepemMimaruca. KokHa KICTKa acOLIIOETbCS 3 MEBHOIO
YACTUHOIO MOJITOHAIBHOI CITKK MOjiei (TIPOIIeC, 1[0 HAa3UBAETHCS CKIHIHTOM a00 BEUT
neiHTiHrom). Lle n103BosIsIE KOHTPOMIOBATH AeOPMAILIiIF0 MOJIEIl TIPH PYCl KICTOK.

KicTkn oprani3oBYIOTECSI B 1€papXiuHy CTPYKTYpY, IO BiAOOpa)kae peanbHy
OynoBy ckenera abo MexaHi3My. Bu3HadaeThcsi CTymiHb BIUIMBY KOXKHOT KICTKH Ha
MIPWJICTIII IJITHKY MOTITOHAIBHOT ciTkH. L{eil mpoiiec HaIamToByEThCS 3a JOTTOMOTOIO
iHcTpyMeHTIB "(dapOyBanns Bar" (weight painting), e pi3H1 KOJIBOPH B1I0OpaKaroTh
CWJIy BIUIMBY KICTKM Ha BepTekcd. [IpaBUibHO HamamToBaHi Bard 3a0e3meuyloTh
IJIaBHI Ta peaslicTU4HI aedopmarlii i1 yac pyxy.

Purinr 300paxkeHo Ha pucyHky 2.17 [27].
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Pucynok 2.17 — Purinr

AHIMaIlis - MpoIeC CTBOPEHHS IMOCIHIIOBHOCTI PyXiB MOJEII B 4acl HUIIXOM
3MIHM TIOJIOKEHHS, OOEpTaHHS Ta MacluTa0yBaHHS KICTOK CKeyeTra. AHIMaTopu
BH3HAYAIOTh KIIFOYOBI TOJOKEHHS MOJIEIl B IMEBHI MOMEHTH Yacy (KJIOYOB1 KaJipH).
[IpoMi>XKKOBI Kagpy MDK KIIOUYOBUMHU KaJpaMd AaBTOMATHYHO OOYMCIIOIOTHCS
MPOTrpaMHUM 3a0€3MEYEHHAM (MPOIEC IHTEPIIOISALIIT).

JIyist OUTBII TOHKOTO KOHTPOJIIFO HaJl aHIMAIllEl0 BHUKOPUCTOBYIOTHCS Tpadiku
KPUBHX, SIKI BIAOOpa)KkarOTh 3MIHY HapaMmeTpiB aHiMmallli (MOJOKEHHs, 0OepTaHHs,
MacmTab) 3 yacom. PemaryBaHHS LHMX KPUBUX JIO3BOJIAE JOCSTTH CKIATHUX Ta
peanmicTUuHuX pyxiB. JIJisi TOBTOpIOBaHUX PYXiB (HAIpHKIaA, XOAnOH, OIry)
CTBOPIOIOTHCS LIMKJIM aHIMallli, ki 0e3MepepBHO BIATBOPIOIOTHCS.

st opraniuHux 00'€KkTiB, fAKi OyIyTh aHIMyBaTuci Ta JedopmyBaTucs,
MpaBWibHA TOMOJOTIA (TOMIroH (Jioy) € KpUTHUYHO BaXKIIMBOKO JIJIsi 3a0€3MeUYeHHS
MJIaBHOI Ta peanicTuyHoi Aedopmartiii 0e3 apTedakTiB (CKIaJ0K, pO3TIATYBaHb).

HaiikpamuyM BapiaHTOM JJisi pyXJIMBUX OpPraHIYHUX OO'€KTIB € TOMOJIOTIA, IO
CKJIQJAEThCS IEPEBAXKHO 3 YHOTUPUKYTHHUX NONIToHIB (kBaaiB). KBaau nedopmyrorses
OutbIl TIepen0adyBaHO, HDK TPUKYTHUKW (Tpucu) a00 OaraTOKYTHUKH (H-TOHH).
[Tomiron (¢hoy MOBUHEH CiyBaTH OCHOBHUM M'SI30BUM T'pyIlaM Ta HapsIMKaM PyXy
o0'ekta. Hampukiazn, Ha pykax Ta HOrax neTii pedep MOBUHHI OTMHATH M'SI3H, IO
3a0e3MeunTh NMPaBWILHY JAeQOopMalliio MpU 3TUHAHHI. Y 00J1acTAX, 5Kl OyAyTh CUIBHO

nedopmMyBatucs (Cyriodu, Miclisg 3ruHy), 0a)kKaHO MaTH OUTBIIY IIUIBHICTb MOJITOHIB,
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o6 3a0e3nmeyuTH IUIaBHICTh JedopMaliii Ta YHMKHYTH PO3TATYBaHHS TEKCTYP.

TpukyTHUKHA Ta 0araTOKYTHUKH MOXXYTh CTBOPIOBATH TpoOsiemu mipu nedopmariii,
NPU3BOJSYM 70 HEPIBHOMIPHOTO PO3TATYBAHHSA Ta Bi3yalbHHX apTedakTiB. IX ciij
YHHUKATH, 0COOJIMBO B 00JIACTSX, 1[0 aKTUBHO aHIMYIOThCS. SIKIIIO BOHM HEMHHYYI, 1X
CJIIJT pO3MINITyBaTH B MEHII IOMITHHX 200 CTATUYHUX 00IaCTSIX.

Hagkomo cyrno6iB (J1ikTi, KOJiHa, IJIeYl TOI0) PEKOMEHIYEThCS CTBOPIOBATH
KpyroBi netii pedep. Lle nomomarae 3abe3neunTy miaBHEe 3rHHAHHA Ta 00epTaHHs 6e3
YTBOPEHHS CKJIAJIOK. 3arajibHUH MOJIroH (hJioy HOBHHEH OYTH SIKOMOTA MPOCTIITUM Ta
nepeadadyyBaHuM, O€3 pI3KUX 3MiH Yy MIUIBHOCTI TMOJITOHIB a00 XaOTHYHOTO
po3TamryBaHHs pedep [28].

Ha pucynky 2.18 300pa’keH0 OCHOBHI €TaInu aHiMarlii.

Pucynok 2.18 - OcHOBHI eTanu aHiMarii

2.3.5 Excniopt Ta peHjaep

Excriopt — 1e 3akiOYHUI eTam, Ha SIKOMY TOTOBa MOJENbh 3 TEKCTypaMu
nepenaeTbes B irpoBuit pymrii (Hanpukian, Unreal Engine, Unity). Moaens 3a3Buuaii
EKCIOPTYEThCA Y hopMarTi, SKUM MATPUMYETHCA LITLOBUM pylieM (Hanpukian, FBX,
OBJ).

[Ipu ekcopTi HEOOX1THO BpaxOBYBaTH HaJAIITyBaHHS, TaKl sIK 3aCTOCYBaHHS
Tpancopmariiii, excriopt UV-koopauHaT, HOpMaJiei, TaHTE€HCIB TOIIO. Y pyIIii
MOJIeNIb IMIOPTYETHCS, 1 10 HEl MIAKIIOYAIOTHECA CTBOPEHI TEKCTYpH B BIATOBIIHHUX

ciotax matepiany (Base Color, Normal, Roughness, Metallic Tomro). MoxyTs Oyt
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JIOAATKOBO HAJIAIIITOBAaHI TapaMeTpu MaTepiany, OecrmocepeaHbO B Py, mis

JOCSITHEHHS 02)KaHOTO Bi3yaJIbHOTO BUTJISIY.

Pennepunr — 1ie mpotiec reHepailii JBOBUMIPHOTO 300pa’KeHHS 3 TPUBUMIPHOL

cuenu. Ha npomy etarmi BpaxoBYIOTHCSI TEOMETPis MOJIEN1, HANAIITYBaHHS MaTEPiaiB,

OCBITJICHHS, KamMepu Ta IHII TMapaMeTpu CIEeHH JJig CTBOPEHHS (iHATBHOTO

Bi3yaJ'II)HOFO MMpCaACTaBJICHHA.

[Tepen peraeprHroM HEOOX1THO TPABUIILHO HAAIITYBATH BCl €IEMEHTH CIICHHU:

Posmimennst mozeni: Mojienb moBUHHA OyTH po3MillieHa y OakaH1i MO3HIIIT
B TPUBUMIPHOMY MIPOCTOPI.

HanamryBanns matepianis: Beci MaTepianu Mojiesi MOBUHHI Oy TH IPABUIIBHO
HaJAIITOBaHI 3 BUKOPUCTAHHAM TEKCTYp Ta MIEHIEPIB, 100 BU3HAYATH, SIK
CBITJIO B3a€MOJII€ 3 TOBEpXHEI0 00'ekTa (KOJIp, BIAOUTTS, 3aJIOMJICHHS,
IPO30PICTH TOIIIO).

Ocaitnennsa: Po3MilieHHs Ta HajlamTyBaHHS JDKEpeN CBITIA (TOYKOBHX,
CIIPSIMOBAHUX, MJIOCKUX, (POHOBOTO OCBITJICHHS) € KPUTUYHO BAXKITUBUM JJIsI
CTBOPEHHS HACTpOw0, MiJKpecieHHs ¢opMH Ta JeTajeil  Moje.
HanamroByroThCsl IHTEHCUBHICTb, KOJIIP, TIHI Ta 1HIII TapaMEeTPH CBITJIA.
HanamryBanass kamepu: Bmu3HadaeThCs TMONOKEHHS, Opi€HTAIlisA Ta
napaMmeTpu BIpTyasibHOI Kamepu (KyT OrJisALy, TTHOMHA PI3KOCTI), sika Oynie

"(hororpadyBatu" TpUBUMIPHY CLEHY.

Bubip pymist peanepunry (Render Engine): IcHytoTh pi3Hi pyIIii peHAEpUHTY,

KOKEH 3 SIKUX Ma€ CBOI aJITOPUTMHU Ta OCOOJIUBOCTI:

Pymii peanbHoro uacy (Real-time Engines): (Hanpuxnaza, Eevee B Blender,
JIBUTYHH B IrpoBuX pymrisx) ONTUMI30BaHI JJIsl MIBUAKOTO PEHIACPUHTY 3
MEHIIIOI (POTOpeaTiCTUUHICTIO. BUKOPUCTOBYIOTHCS JJIsl TONEPEIHBOTO
Meperyisiay, aHiMarlii Ta IHTePaKTUBHUX 3aCTOCYHKIB.

Pymii TpacyBanns nmpomeniB (Ray Tracing Engines): (Hanpuxman, Cycles B
Blender, V-Ray, Arnold) 3a0e3neuyoTh BUCOKHI piBeHb (oTOpEaizMy 3a
paxyHOK CUMYJISILIT HUIAXY CBITJIOBUX IIPOMEHIB y ClieH1. BuMararoTs 3Ha4HO

O1ybllIe OOYMCITIOBAIBHUX PECYPCIB Ta Yacy Ha PEH/IEPUHT.
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Ha pucynky 2.19 300pakeH0 BIAMIHHICTh MK pyIIisimu penaepunry Cycles ta

Evee.

Eevee 21 seconds Cycles 1 min 41 seconds

Pucynox 2.19 - BigMiHHICT MIXK PYIIISIMA PEHICPUHTY

HanamryBanHs mnapameTpiB peHIEpHUHTY: 3ajeXHO Bl OOpaHOTO pyIIis
HaJAIITOBYIOTHCS PI3HI MapaMeTpH, Takl fK:

- Po3mip 300paxenns (Resolution): BusHayae KiIbKICTh MIKCETIB Y

(biHanbHOMY 300paKeHHI.

- Kinbkicts cemmuniB (Samples): BruinBae Ha sIKICTh 300pa)K€HHSI Ta PIBEHb
myMmy (4uM OiIbIIE€ CEMIUTIB, TUM YHUCTIIIE 300pa’KeHHs, ajie JOBIIMM Yac
PEHIEPUHTY).

- I'mu6una xonwopy (Color Depth): Buznauae kibKiCTh KOJIBOPIB, SIK1 MOXKYTb
OyTH BiJI0OpakeHi.

- ®opmMmar ¢aitny (File Format): OOupaerbcs dopmar mjist 30epeKeHHs
¢dinanpHOTO 300pakenHs (Hanpukian, PNG, JPG, TIFF).

[Ticns HaMamTyBaHHS BCIX MapaMeTPiB 3aIyCKAETHCS MPOIEC PEHIAEPUHTY, M1
4ac SIKOTO MporpaMHe 3a0e3MeueHHs] 00UMCITIOE KOMIp KOKHOTO MIKCeNs (piHaIbHOrO
300pakeHHS Ha OCHOB1 1H(OpMAIli MpO TEOMETPit0, Marepiaiad, OCBITICHHS Ta
kamepy. L{eii mporiec Moke 3aiiMaT BiJl KUIBKOX CEKYH]I 10 0ararbOX rofuH, 3aJEHKHO
BiJl CKJIQJTHOCTI CIICHH Ta MOTY>KHOCTI KOMI'FOTepa.

[Ticns 3aBepiieHHS PEHIAEPUHTY OTPUMaHE 300paKCHHS MOXKe OyTH MiJgaHe
nocToOpoOIIl B crerianizoBaHux mporpamax (Hanpukiaa, Adobe Photoshop, Blender
Compositor) st BHECEHHS (iHATBHUX KOPEKIIH KOJbOPY, KOHTPACTY, T0/JaBaHHS

e(heKTiB TOIIIO.
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Etan pennmepunry € KyipMiHali€ro mnpouecy crtBopeHHs 3D moxeni Ta
Bi3yaJi3allli, MepeTBOPIOOYN HU(POBY TPUBUMIPHY CLIEHY Ha TOTOBE JABOBHMIpPHE
300pakeHHs. SIKICTh PEHACPUHTY 3HAYHOIO MIPOI0 3aJCKHUTh BiJ PETEIHHOCTI
HAJIAIITYBAaHHS BCIX MapaMeTpPiB CLICHU.

Ha pucynky 2.20 cnoctepiraemo (iHaJIbHUN peHep Ta MOCT 0OpoOKy aBTOpa

Dmytro Nechyporenko [29].

RSN GRAPHICS

Pucynox 2.20 - ®inaneHuil peHaep Ta noct 0opoodka

2.4 Bubip ontumansHoi I T-iHppacTpykTypu

EdexruBna Ta 6e3nepebiitHa po3pooka 3D-mopeneit Ta iX nmojaibiina iHTerpamis
B IrpOBi pyIIii € PecypcOMICTKHUM IPOIECOM, SIKMM BHCYBa€ 3Ha4HI BUMOTH IO
IIPOrpaMHOro Ta anapatHoro 3ade3nedeHHs. Bubip ontumansHoi I T-iHGpacTpykTypu
€ KPUTUYHO BAXJIMBHUM €TalloM, OCKIIBKM BIH 0€3MOCEpEeIHhO BIUIMBAE Ha
MPOIYKTUBHICTH POOOYOTO TPOIECy, IBUIKICTh BUKOHAHHS OmeEparliii, sKIiCTh
KIHIIEBOT'O MPOJYKTY Ta 3arajibHUil KoM(POPT po3poOHHUKA.

Henoctatapo motyxHe "3ami30" abo HEBIAMOBIAHE MporpamMHe 3a0e3medeHHs
MOK€ TIPU3BECTH JI0 3HAYHUX 3aTPUMOK (JIariB), 4aCTUX 300iB Mporpam, TPUBAIOTO
qyacy peHJEPUHTY Ta IMIOPTY/EKCIIOPTY (hailiiiB, 1[0 CYTTEBO YIIOBUIBHIOE PO3POOKY Ta
3HWXKYE ii eeKTUBHICTb. 3 1HIIOr0 OOKY, HAJIMIpHE 1HBECTYBAHHS Y KOMIIOHEHTH, K1
HEe OyIyThb BHUKOPHCTaHI Ha T[OBHY MOTYXHICTh, MOX€ OYTH €EKOHOMIYHO

HCBUITPpAaBJIaHHM.



39

JIns yCHINMIHOTO BWKOHAHHS JaHOi OakajdaBPChKOI JTUIIJIOMHOT poOOTH, sKa
BKJIIOYA€E TIUOOKE TEOpPETUYHE BUBYCHHS Ta MPAKTUYHY peati3aliiio CTBOPEHHS
onTuMizoBaHux 3D-monenel s IrpoBUX pyIIiiB, OyJI0 BU3HAYEHO HACTYIIHI
MiHIMaJbHI BUMOTH JI0 POTPAMHOTO Ta armapaTHOro 3a0e3MeueHHS:

- Windows 10 € me-akto cranmapTom st po3podku irop ta 3D-
KOHTEHTY 3aBJISIKM CBOiM ITMPOKIHA CYMICHOCTI 3 OLIBIIICTIO TTPOQECIHHOro
nporpamHoro 3abe3neuents (Blender, Substance Painter, Unreal Engine) Ta
npaiiBepamu 11 rpadiuHMX TmporiecopiB. Bona 3abe3meuye cTaluIbHY
miaThopMy T PECYpPCOMICTKMX 3aCTOCYHKIB Ta Ma€ PO3BUHECHY
€KOCHUCTEMY 1HCTPYMEHTIB JIJISl PO3POOHHKIB.

- GPU € oauuM 3 HaWBaXJIMBIIINX KOMIOOHEHTIB i1 3D-
MOJICIIIOBAHHS, TEKCTypyBaHHS Ta poOOTH 3 IFPOBHUMH pyllisiMu. Bix
BIJIMIOBIJIa€ 3a peHAepuHr rpadiku B peanbHOMYy Haci y 3D-pemakTtopax,
Bi3yaJli3allio CKJIaIHUX CIICH, BAKOHAHHS PECYPCOMICTKUX Orepaliii (Takux
AK CKYJIBIITYBAHHS 3 BEJIIMKOI KIJIBKICTIO MOJITOHIB, OEHKIHI TEKCTYp) Ta
BimoOpaxkenHs irpoBux cBiTiB. GTX 1060 (abo cydacHimuii aHaor,
Hanpukiag, 3 cepli RTX) 3a0e3nedye AOCTaTHIO NPOAYKTUBHICTH IS
KOM(OPTHOI pOOOTH 3 OCHOBHUMH 1HCTPYMEHTAMH, 103BOJIAIOUH 00pOOIATH
MOJIEJI CepeHBOT CKIAAHOCTI, €PEKTUBHO 3aliKaTh TEKCTypU Ta TECTYBaTU
MPOEKTH B ITPOBHX pyIlIisiX Oe3 3HAaYHUX KOMIIPOMICIB y SIKOCTI Ta
MBUAKOCTI. [{71s1 BUKOpHUCTaHHS TpacyBaHHS MPOMEHIB y pPeaIbHOMY 4aci (SIK
y Unreal Engine 5 3 Lumen/Nanite), 6axxano matu GPU 3 migrpumkoro RT
anep (manpukian, cepii NVIDIA RTX a6o AMD Radeon RX 6000+).

- CPU Bigirpae KIOYOBY pOJIb y TaKWX 3aBJAaHHAX, AK 3aIlyCcK
mporpam, KOMIJIALIS meiaepiB, 00poOka (i3uKH, 3aBaHTAXKEHHS CKIIATHUX
CIIeH, 00poOKa JaHUX Ta BUKOHAHHs CKpUMNTiB. bararonorokoBicTs Ryzen 5
1600 3abe3meuye TOCTaTHIO MTPOYKTUBHICTD JIJIs TApaIeIbHOTO BUKOHAHHS
JEKUTbKOX 3aBJaHb (HampukKiaji, MojaenoBaHHs y Blender Ta 3aBaHTa)keHHS
acetiB B Unreal Engine), mpuckoprotoun poGouwmii mporec. CyuacHimri
OararosiiepHi MPOLECOPU 3HAYHO MOKPAIlyIOTh MIBUAKICTH OMEpaliil y

Takux nporpamax, sik Blender (3oxpema, mist penaepunry Ha CPU) ta nipu
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KOMITUTAIIT KOJTy B IFPOBUX PYIIIsX.

- 3D-momemtoBanHs Ta poboTa 3 ITPOBUMH  PYILIISIMH €
nam'stoemHuMu  Tiporiecamu. 16 I'b O3I1  BBakaeThcsi MiHIMAIBHO
KOM(pOPTHUM 0OCSATOM JJIsi OJTHOYACHOTO 3ammycKy 3D-penakropa, mporpamu
JUIA TeKCTypyBaHHS Ta irpoBoro pyiris. Hegocratuiit o6csr RAM npussene
710 TIOCTIMHOTO BUKOPUCTaHHS (pailily MigKauyku Ha dKOPCTKOMY JTHUCKY, IO
3HAYHO YIMOBUTBHUTH PoOOTYy cucteMu. bimpmmuii oocar (32 I'b 1 Ginbie)
PEKOMEHTY€E€ThCS TUTSI poboTu 31 CKJIATHUMU CIICHaMH,
BHCOKOMOJITOHATBHUMU MOJICNISIMU, BEIMKUMU TEKCTYPHHUMH aTjiacaMu Ta
OJIHOYACHHUM 3aITyCKOM KUJIBKOX PECYPCOMICTKHX 3aCTOCYHKIB.

- Blender 3D: OGOGpaHo sKx oOCHOBHHMH 1HCTpyMeHT s 3D-
MOJICITIOBAHHS, CKyNbITyBaHHs, UV-po3ropTku Ta pHTiHry/aHimarii. Moro
BIIKPUTUH BHUXIJIHHM KOJ, MOTY>XHHM (DYHKITIOHAJ Ta aKTHBHA CITUIBHOTA
pOoOIISATH HOTO 1€ IbHUM BUOOPOM JIJIsl OaKaiaBpChbKOi pOOOTH.

- Adobe Substance Painter: HeoOximauit ams  mpodeciitHOTOo
TekctypyBaHHsi, PBR-marepianiB Ta Oeiikinry kapt. lle iHmycTpiaibHMiA
CTaHAApT, SKUM JO3BOJSE CTBOPIOBATHM BHUCOKOSIKICHI Ta peaiCTHYHI
TEKCTYpH.

- Unity: BubpaHo sx 0CHOBHU# IrpOBHIA Py sl IHTErpallii, HATaITyBaHHS
Ta Bizyanisauii 3D-Mozeneit. Moro nepenosi rpadiuni MOKIHBOCTI, cHCTEMA
BI3yaJIbHOTO TporpamyBaHHs (Scripting) Ta THYYKl HaJIallITyBaHHS
onTHUMi3allli T103BOJSIOTh €(EKTUBHO NMPALFOBATH 3 BEIMKUMU MTPOEKTAMU Ta
peani3oByBaTH BHUCOKOSIKICHI Bi3yalbHl1 pilmieHHs. PerensHuil BuOip Ta
HAJAIITYBaHHS IUX KOMIIOHEHTIB 3a0e3MedyloTh Ha/AliHy OCHOBY st
BUKOHAHHS BCIX €TamiB JUIUIOMHOI pOOOTH, BiJl TEOPETUYHOIO aHAII3Y 10
MPaKTUYHOI po3poOKH Ta onTuMizarlii 3D-moneneit.

Ha pucynky 2.21 300pajkeHa KOMIUIEKTAllisl CUCTEMH, Ha SIKIi MPOBOAMIIACH

pobora.
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CBE}],EHMH 0 cMCTEME

Onepauwc:H Haf cuctema
copT Windows 10 Pro, enn 10.0.19045

Hpakisep
Dpaiisep Game Ready

Lin
Intel(R) Core(TM) i5-10400F CP

Obwem O3Y
32.0GB

Xpanunuwe (3)
HD [¢]:]

BuneokapTsl ¥ aucnnen
NVIDIA GeForce RTX 4060 Ti

H

ennyetcA) | 180 Iy | makc. (32 6uT) | MepemeHHan YacT: GHoeneHun | HDCP

Pucynok 2.21 — Komruiekraiiisi CMCTeMH, Ha SIKiil TpOBOIMIach podoTa

2.5 BucHoBku

VY nanomy po3aini 0yyno BceOIUHO PO3TISHYTO TEOPETUYHI aCIIEKTH CTBOPEHHS
TPUBUMIPHUX MOJIEJIEH, OPIEHTOBAHUX Ha BUKOPUCTAHHS B CYYaCHUX ITPOBUX PYLIIsX,
a TakoX MeTonu ix omTumizamii. [IpoaHanizoBaHO KIFOUOBI XapaKTEPUCTUKH Ta
BUMOTM TpOBiAHMX IrpoBux pymiiB, Unity Tta Unreal Engine, no 3D KoHTeHTY,
30KpeMa 00 KIJTLKOCTI MOJITOHIB, IKOCTI TEKCTYP, BUKOPUCTAHHS PI3HUX THUITIB KapT
ta piBHIB aeranizauii (LOD). IlinkpecneHo BaXJIMBICTh BpaxyBaHHs CHELU(PIUYHUX
BUMOT KO>KHOTO PYIIis, TAKKX K KOJAYBAaHHS KapT HOpMasel Ta hopmaTtu daiiiis.

Kpim Ttoro, Oyno 3HiiiCHEHO TPYHTOBHMI OIJISII OCHOBHOTO MPOTPamMHOTO
3abe3rneueHHs s ctBopeHHst 3D mopeneit, Bkiroyatoun Blender, Maya Ta 3ds Max,
BHJIJICHO TXHI 0COOJIMBOCTI, TIEpeBaru Ta HeAoJiku. HaromnomeHno Ha ToMy, 1o BHOIp
KOHKPETHOTO TMPOTPAMHOTO 3a0e3MedeHHs] 3aJeKUTh BiJ IHIWBIIyaIbHUX MOTPEO
pO3po0HKKa, CKIAAHOCTI MPOEKTY Ta HAABHUX pecypciB. OcoOMBY yBary npHILlIEHO
OoOTpyHTYBaHHIO BHOOpPY ontuMaiibHOI [ T-iHPpacTpyKTypH, 110 BKITIOYAE MPOTPAMHE
Ta anapartHe 3a0e3nedeHHs. Buznaueno minimansHi Bumoru 1o GPU, CPU, O3II Ta
OnepauiiHoOi CUCTEMH, sKI 3a0e3NeuyloTb HEOOXIJHY MPOIYKTUBHICTh ISt

KoM(opTHOT po3po0OKH pecypcoMicTKuX 3D-MPOeKTiB.
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JleTanbHO pO3MIISIHYTO OCHOBHI eranu cTBopeHHs 3D mopneneit st irpoBux

pyLIiiB, MOYMHAIOYM 3 TOLIYKY Ta 300py pedepeHciB, yepe3 OJOKIHT, CTBOPEHHS
BHUCOKO- Ta HHU3bKOIIOJITOHAJBbHUX MOJENEH, CKyJbNTyBaHHA (3a motpedu), UV-
PO3rOPTKY, OCHKIHT, TEKCTYpPYBaHHS, PUTIHT Ta aHIMAIIIIO (JUI1 pyXJIUBHX O0'€KTIB), 1
3aBEpIIYIOYN EKCIIOPTOM Ta peHiaepuHToM. JImsi KOKHOTO eTamy Oy OIucaHi
KJIIOYOB1 MPUHIUIM, IHCTPYMEHTH Ta HaWKpalll MPaKTUKH, BKIIOYAIOYN BaKJIMBICTh
OPaBWJIBHOTO TOJITOH (uoy sl aHIMOBaHUX OpraHIYHMX MoJeiel Ta
OINTUMI30BaHOT0 BUKOpucTanHs UV-npocropy.

Ocob6muBy yBary TakoX OyJI0 MPHUAIICHO TIpolecaM, CIPSIMOBAHWM Ha
ontumizauiro 3D moxenel s 3a0e3MEUYEeHHsS] BUCOKOI MPOJYKTHBHOCTI B ITPOBHX
PYLLIISAX, TAKUM SIK CTBOPEHHSI HU3bKOIOJITOHAIBHUX MOJIENICH, BUKOPUCTAHHS PIBHIB
netanizauli Ta e()eKTUBHE TEKCTYPYBaHHS.

Takum  4YMHOM, JaHWKW PO3J  3aKjlaB  MIIHUA  TEOPETHYHHN  Ta
1H(GpacTpyKTYpHUI (pyHIAMEHT AJIs MOJANbLIOrO JOCHIKEHHS MPOIECY CTBOPEHHS
3D Mopenel aiig IrpOBUX pyYIIIiB, BU3HAYMBIIM OCHOBHI €TalH, 1HCTPYMEHTH,

MPUHIIMAITM ONITHMI3aIlii Ta HEOOX1THI TEXHIYHI PECYPCH.
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3 MPOEKTYBAHHS TA PEAJIIBAIIS IHOOPMAIIMHOI TEXHOJIOTII

CTBOPEHHS 3D-MOJIEJIEHA JJIS ITPOBUX PYIIIIB

3.1 [IpoextyBanHs 1HPpOPMAIIHHOT TEXHOJIOTT]

Ha pucynky 3.1 300paxkeHa giarpama JisUIbHOCTI JJIsL 3arajbHOTO MPOLIECY

CTBOpEHHsI Mojieneit (Activity Diagram).

JarancHui npouec)

Y
Mowyk Ta 36ip pedw pexcie

L 4
[MogenosakHs,)
BnokiHr
Puriyr Ta AuimpuinJ
TekcTypyBaHHAJ
. | Hi
CTeopeHHA High Poly moasni '-.DE' e p'.x.nu!ml?__.
Haknagauua weie Ta UV-poaropTea ¢Tnk
l l PUriHr (CTEOREHHA CHENETA)
NaTpiben cryasnTunr? Hi
'LTDH BeRkiHr kapT (Mormal, A0, Curvature Touwo) l Y
CrynsnTHHM l{ | Animauia
¢ TexcTypysaHHA B Substance PainterDesigner '¢
B
PeTononoria (cTeoperHa Low Poly)
|
IuTerpauis Ta Pengep,]
Y

Ekcnopt mogeni (y elanoeigHomy dopmaTi)
Y

| IMnopT Mogeni B irpoBai pyLwia

Y

HanawrysakHa maTepianie & pywil

Y
FeraepuHr CLeHd

Y
Nocrobpobka (B pegasTopi 3obpaseqs)

Y
e
|\.}|

Pucynok 3.1 - [liarpama gisuibHOCTI(Activity Diagram) aJist 3arainbHOTO
MPOLIECY CTBOPEHHS MOJEIEU
Ls miarpama JieTanabHO UTIOCTPYE NOCTIAOBHICTD €TamiB cTBOpeHHs 3D-Mozenni,
MOYMHAIOYM BiJl 3arajbHOrO MPOIECY 1 3aKIHUYIOUM peHaepruHroM. Bona nmoninena
Ha JIeK1JIbKa OCHOBHUX "HopiKOK" abo ¢a3:

3arajapHUM IpoIIec:
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- Tlounnaetscs 3 "lIlomyk Ta 30ip pedepeHCiB" — 1€ € BaKIUBUM

MMOYATKOBUM €TaroM IS Oydb-SIKOTO XYAOXKHBOTO TIPOEKTY, SIKUA
3a0e3neuye Bi3yallbHy OCHOBY Ta CTHIJIICTUYHE CIIPSIMYBaHHS.

MopentoBanHs:

- bnokiar: CrtBopenHst rpy6oi (opmu Mojemi, BU3HAYCHHS OCHOBHHX
ITPOTIOPIIIH.

- CtBopennst High Poly moneni: Jleramizarisi Mozeni 3 BEIMKOIO KUTBKICTIO
MOJIITOHIB.

- Ilotpiben ckymentunar? (decision node): IlepeBipka, yum mOTpiOEH
CKYJIBIITHHT.

A) Tak: Ilepexim mo "CkynenTuHr" — 1gojaBaHHS ApiOHHMX

JieTajneu, opraHiyHuX QopM.

b) Hi: IIpomyckaeThCsi CKyIBITHHT.
- Peromnosnoris (ctBopennst Low Poly): OnTumizariis Mojeni MiisixoM
CTBOPEHHS BEpCii 3 MEHIIOK KIJIbKICTIO TMOJITOHIB, 10 € KPUTUYHO
BOKJIMBUM JUIS ITPOBHX PYIIIIiB JJIs T1ABHUIICHHS ITPOTYKTUBHOCTI.

TekcTypyBaHHS:

- Haxknananns msiB Ta UV-posroptka: [lpouec "posropranng"” 3D-moneni y
2D-nipocTip 1uist MOJANBIIIOTO HAHECEHHS TEKCTYP.

- belikinr kapt (Normal, AO, Curvature Tomio): CTBOpeHHS CIelialbHUX
KapT (HOpMaJiel, OKJII031i, KpUBHU3HU), K1 JO3BOJSIOTH MepeAaTH JaeTal
High Poly moneni na Low Poly 6e3 3011b11eHHS TOJIITOHIB.

- TexcrypyBanusa B Substance Painter/Designer: be3snocepentne HaHEeCEHHS
TEKCTYp Ha MOJIeJb, BHUKOPHUCTOBYIOUH CIICIIAJIiI30BAaHE MPOTpamMHe
3a0€e3MeUeHHs.

Puriar ta Agimars:

- OO'ext pyxmuBuii? (decision node): IlepeBipka, un momens moTpedye
a”iMari.

A) Tak:
» Purinr (ctBopenns ckenera): CTBopeHHs "ckenera" s

MOJIENI, 1110 J03BOJISIE ii 1eopMyBaTH Ta aHIMYBaTH.
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= AniManis: CTBOpEeHHS MOCTIOBHOCTI PYXIB JJISI MOJIEIII.

b) Hi: [IponyckaeTbcs pUriHr Ta aHiMartis.

InTerpartis Ta Penaep:

- Excnopt mozeni (y BignmoBimHomy dopmarti): 30epekeHHS MOJem Y
¢dopmaTi, CyMICHOMY 3 iIrPOBUM PYIIIEM.

- Immopt Mozeni B irpoBuit pymriii: 3aBanTaxkeHHs: Mojieni 1o Unity

- HamamryBanHs MatepianiB B pyIii: 3acTOCyBaHHS Ta HalalITyBaHHS
TEKCTYp Ta MICHIepIB Ha MOJICI BCEPEANH] PYIIIisl.

- Pennepunr cuenn: ®iHaibHE CTBOPEHHS 300paKeHHS a00 BiZICO 3 MOJIEII.

- Tloct-06poOka (B pemaktopi 300paxkeHn): JlogaTkoBi Kopekiii Ta
MOKpAILLEHHSI 300pa)K€HHS MICIs PEHIAEPUHTY (HalpHuKiIaa, KOJbOpoBa
KOpEeKIisl, ePeKTn).

© Gamekngine

-name: string { Unity, Unreal Engine}

-physicsSystem: PhysicsSystem
-animationSystem: AnimationSystem
-importOptions: Map<string, any>

M

+importModel(model: 30_Model)
+optimizeForRuntime(model: 3D_Model)

1
+renderScene()
“npauoe 3» «aukopucToByen
0.*

-

© 3D_Model © RenderEnglne

-polyCount: int -name: string {Cycles, Eevee, V-Ray, Arnold}

-targetPolyCount: int -renderingAlgorithm: string {RayTracing, Rasterization}

-textureQuality: string -sampleCount: int

-fileFarmat: string {FBX 08), g\TF} -outputResolution: Vector2 “Kepyer

-colorDepth: int

+addLOD(level: int, polyCount int, textureRes: int) ~fileFormat: string {PNG, JFG TIFF)

+applyOptimization{method: string) M

+checkPolyBudget(): bool +render(scene: Scene)

— 1
/%mm “enkopcTaByes [emoe MaTus pennepyTLs
-
)//
© mesh o
~vertices: List<Vector3> 09
-edges: List<Edge> © Material (© Skeleton @ cene
-faces: List<Face> = (© LoD _tevel — -objects: List<3D_Model>
-UV_coords: List<Vector2> o s UL, R e -lights: List<Light>
-normals: List<Vector3> e U S S GO Dl HierarchyTres -cameras: List<Camera>
-tangents: List<Vector3> . prop [ f- Y e Tt y: i — -environment: Environment
+triangulate() it +assignTexture(map: TextureMap) -distanceThreshold: float +bindMesh(mesh: Mesh) . «addModelrr::jel 3D_Model)
+subdivide() +adjustProperty(prop: string, value: any) +applySkinning(mesh: Mesh, weights: Map<Vertex, Map<Bone, float>>) +setupLighting() -
+decimate(ratio: float) 1 I
i lesh: Mesh, operation: string)
0.}
0.7
1% © Animation
(© Texturemap
© Bone -name: string

f duration: float
-name: string -keyframes: Map<float, Map<Bone, Transform=>>
-parent: Bone -curves: List<Curve>

-type: string {BaseColor, Normal, Roughness, Metallic, AO, Curvature, Thickness, ID}
~resolution: int {e.g., 512, 1024, 2048, 4096}
—compression: string {e.g., PNG, |PG, DDS}

-filePath: string -position: Vector3 -loopable: bool
n -rotation: Mevon
+loadTexture() EeCeB:\VeCH Tl +addKeyframe(time: float, bone: Bone, transform: Transform)
+applyToMaterial() +createCycle()
+play()

Pucynok 3.2 — [liarpama kiacis (Class Diagram)

Ha pucynky 3.2 300paxeHa giarpama KJiaciB 1110 BiI0Opakae CTPyKTypy JaHUX
3D-Momeni Ta i B3a€EMOJIO 3 IHIIUMU CYTHOCTSIMH Y KOHTEKCTI irpoBUX pytmiiB. Lls

JiarpaMa OXOIUTIOE€ KJIIOYOBI CYTHOCTI, sKi OyJo 3ragaHo BHUIE, Ta iXHI
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B32€MO3B'A3KHU, 1110 € BAXJIMBUM JIJISl PO3YMIHHS apXITEKTYpPHU Ta MOTOKY JIaHUX MPHU

cTBOpeHHI 3D-Moxeneit 1yist irop.

OcCHOBHI KJ1acu Ta iXHI aTpuOyTH/METOIH:

3D_Model:

- Atpubytu: polyCount, textureQuality, filePath, format.

-  Meroau: addLODLevel(), applyOptimization(), checkPolyBudget().

- lle uenTpanpHuil Kiac, Mo npexacrasisie 3D-mMonens 3 11 OCHOBHHMU
BJIACTUBOCTSIMHU.

Mesh:

- Atpubytu: vertices, edges, faces, uvCoords, normals, tangents.

- Metoau: triangulate(), subdivide(), decimate(), applyBooleanOperation().

- Tlpencrammisie reoMeTpuyH1 1aHi Mojienl (BepiliiHU, pedpa, rpaHi). 3B'I30K
0..* 33D Model o3Hauae, 1110 MOJIEIb MOXKE MATH HYJIb 00 O1JIbIIIE MEIIIIB.

Material:

- AtpubOytu: name, shaderType.

- Meroau: assignTextureMap(), adjustProperty().

- IlpencraBnsie Bi3yalibHI BIACTUBOCTI MOBEPXHI (KOMip, OJIUCK, BIAOUTTS).
3B'130k 0..* 3 Mesh Bka3zye, mjo mem MoXe MaTH HyJb ab0 OulblIe
MaTepiaiB.

TextureMap:

- Atpubytu: type (BaseColor, Normal, Roughness, Metallic, AO, Curvature,
Thickness, ID), resolution, format, filePath.

- Metonu: loadTexture(), applyToMaterial().

- IlpencraBnsie okpeMi TEKCTypHI KapTH, SIKI BHUKOPUCTOBYIOTHCS
matepianamu. 3B's30k 0..* 3 Material nmokasye, 1o Marepiain Moxke MaTH
HYJIb 200 O1JIbIIIE TEKCTYPHHUX KapT.

LOD_Level (Level of Detail):

- Atpubytu: level, polyCount, textureResolution, distanceThreshold.

- 38130k 0..* 33D Model o3nauae, 1110 Moens MOXe MaTH HyJIb a00 OiIbIIe
PIBHIB JeTajizalii Jjis onTUMI3allli peHIepUHTY Ha PI3HUX BIJICTaHSX.

Skeleton:
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AT1pulyTu: bones.

Meroau: bindMeshWithMesh().
[Ipeacrasisie KICTKOBY CTPYKTYpPY JUIsl aHIMOBaHUX MoJjenei. 3130k 0..1

3 3D Model o3nauae, 1m0 MOJeIb MOXKE MaTH HyJIb a00 OJMH CKeJleT.

Bone:

ATtpubyTu: name, duration, keyframe, parent, position, rotation, scale.
Meromu: createCycle().
[Ipeacrasisie okpeMy KicTKy B ckeneti. 3B'a30k 1..* 31 Skeleton o3nauae,

10 CKEJIET CKJIAIAE€ThC 3 OMHIe]T a00 O1JIbIIE KICTOK.

Animation:

ATtpubytu: name, duration, keyframe.
Metoau: play().
[Ipencrapisie animartiiini gaxi. 38'sa30k 0..* 31 Skeleton o3Havae, 1110 ckeneT

MOKE MaTH HYJIb 200 OLIbIIe aHIMAITiH.

Scene:

ATtpubytu: objects, lights, cameras, environment.

Mertoau: addModelToModel(), setupLighting().

[IpeacTaBinsie BIipTyallbHUI CBIT, Y IKOMY 3HaxoaaThcs 3D-Mozerni, CBITIO
Ta kamepu. 3B's130Kk 1 3 RenderEngine o3Hauae, 1o penaep-pylii nparroe

3 OJHIEIO CIIEHOIO.

RenderEngine (Unreal Engine):

ATtpubyTt: name, renderingSystem, physicsSystem, animationSystem,
importOptions.

Meroau: importModel(), registerModel(), renderScene().

l'omoBHMIT KJIac, IO MpEACTaBis€ ITPOBUU pyuIid, BIAMOBIIAIBHUM 3a
IMIIOPT MOJEel Ta peHAepUHT clieHu. 3B'si30k 1 3 Scene o3Havae, 1m0

RenderEngine penneputs oqay Scene.

B3aeMo03B's13KH:

"

Arperantis/Komnosuttist:  Ilokazano, sk 3D Model '"mae" (abo

"cknamaetnes 3") Mesh, LOD_Level, Material, Skeleton.
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- Buxopucranns: RenderEngine "ukopucroBye" 3D Model aist imnopry, a

TakoX "peHaepuTs" Scene.
- Acomiamii: YiTko BU3HAYCHO KapAMHAIBHICTh (Hampukiand, 1:1, 1:, 0z, 0:1)
MDK KJIacaMH, IO MOKa3ye, CKUIbKU €K3eMIUIAPIB OAHOTO KJIacy MOXYTh

OyTH TIOB's13aH1 3 EK3EMIUISIPAMH 1HIIIOTO KJIacy.

3.2 Po3pob6nenns Ta ontumizariis iHpopMaliitHoi TeXHOJOTii cTBOpeHHs 3D-
MoOJeJIeH

Ha ocHoBI rO0KOT0 aHai3y akTyalbHUX BUMOT ITPOBHX PYIIIiB Ta Cy4YaCHUX
iHCTpyMeHTIB 3D-MozentoBanHs, y paMKax JaHoi OakalaBpChKOi KBamiQikamiiHoi
pobotu, Oyna po3poOiieHa Ta YCHIITHO 3aCTOCOBaHA METOMOJIOTIS pallioHaIbHOT
ontumizanii 3D-moxaene, MO JO3BOJISIE MOCSATTH BUHSATKOBOI MPOTYKTUBHOCTI Ta
3HAYHO CKOPOTUTH 4Yac po3poOku. Llel miaxi € eBOJIIOIIEI0 CTaHJAPTHUX MPAKTHUK,
aJIanTOBAHOIO JIJIsl 320€3MEUYEeHHS MAKCUMaJIbHO1 €()EKTUBHOCTI Ta THYYKOCTI.

KitouoBi mpuHIMNM Ta TMepeBard po3poO0JIEHOT METOMOJOrii MOJAralTh y
HACTYITHOMY:

- Jludepenmivioanuii miaxig go High Poly: [ns o6'exrtiB, ski
noTpeOyIOTh BHCOKOi BI3yallbHOI JeTaii3aiii Ta BHpa3HOi TeoMeTpii
(Hampuknan, CKIAIHI MEPCOHAX1, YHIKaIbHI 30po0i, KIIOYOBI €JIEMEHTH
oroueHHs1, gk Bloody Helice), ctBopennst High Poly moneni 3anumaerscs
HEOOXIJHUM eTaroM JJIsi mojaibiioro OeikiHry aertainedt Ha Low Poly.
Opnak, SKII0 MOJEh MpU3HA4YeHa Il MOOUIBHMX 1rop, 1HII-TIPOEKTIB 3
HU3BKHM TIOJIITOHAJBLHUM OIOKeTOM, a00 € (OHOBHUM O00'€KTOM, IO HE
BUMAarae MiKpo-AeTajieid reomeTpii (Hanpukiaa, mpocTi OyJiBeNibHI OJIOKH,
€JIeMEHTH 1HTEp'epy, IO HE 3HAXONATHCS Ha TEPEAHBOMY IUIaHI), eTam
ctBoperHst High Poly Bepcii moBHicTioO mnpomnyckaerbes. Lle mo3Boiise
KOJIOCAJILHO €KOHOMMTH 4Yac Ha MOJCIIOBAHHI Ta ONTHMI3allll CITKH,
30CepEIKYIOUNCh 0JIpa3y Ha CTBOPEHHI 4MCTOl, ontuMizoBaHoi Low Poly
TOTMOJIOTII.

"Low Poly First" qyist Hekputuaaux aceTis: {1 61IbIIOCTI iIrpOBUX
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aceTiB, 0COOJIMBO THX, 10 HE MOTPEOYIOTh CKIIAIHUX PelIbe(HUX TOBEPXOHD,

HaII TiAX1] nepeadavae mpsiMe CTBOPEHHsI onTuMizoBanoi Low Poly mozeni.
Ile miHIMI3y€ KIIBKICTH iTepalliif, BUKJIIOUA€E €Tar PETOMNOJIOTii Ta 3HaYHO
npuckoproe nepexia 10 UV-po3ropTku Ta TEKCTypyBaHHS.
Ha pucynky 3.3 - 300paxkenuii pedepeHc puTyaibHOi 30poi siKky MU OyaemMo
MOJICITIOBATH.
Lle HE € OCHOBHOIO 30pO€I0, TOMY €Tall Xaii MoJIi MU OIyCKAaeEMO, JUIsS CyTTEBOTO

MIPUCKOPEHHSI MPOIIECY.

Tl

/L —F- IR QMDY r— L GRS

Pucynoxk 3.3 — Pedepenc

[Ipu wmonenmoBaHHi a00 CTBOpPEHHI OYJb-IKOT0 BI3yaJbHOTO KOHTEHTY,
pebepeHc — 1e 300paxkeHHs, (ororpadis, KpecleHHS a0o IHIIWNA Bi3yaJIbHHMA
Martepian, SKUW BHUKOPUCTOBYETHCS SK JDKepesno iHdopmalii Ta HATXHEHHS IS

TOYHOTO BIJITBOPEHHSI 00’ €KTa, MEPCOHAXKA UM CEPEIOBUIIIA.
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Bin nomomarae 3po3ymita ¢opmy, pomnopiiii, TEKCTypH, JIeTalll Ta 3arajJbHUMI

BUTJISA]T TOTO, 10 CTBOPIOETHCSI.

Crigyroun Halllii TEXHOJIOTIT MPOITyCKaeEMO eTal Xai Mo, Bipa3y MOYMHAEMO
pPOOUTH JIOY TOJII MEII 3 TAPHOIO TOIOJIOTIEI0, BUKOPHUCTOBYIoUH Curves, B porpami
Blender 3D. B mnamamrtyBaHHAX KpuBOi, BHOUpaemMo THI ‘ApximenoBa’ Ta
MIJJIAIITOBYEMO KpHMBY IMija pedepeHc, BiaTBOprowowoun Gopmy KiauHKY. I[lia6ip

napameTpiB 300pakeHo Ha pucHkax 3.4 — 3.5.

& Show in edit mode
World

W) Speaker
333 Force Field

i\ Collection Instance

L[] Mo dq Ppro &3 Curly Curve

o) Knots

Pucynox 3.5— Bubupaemo tun ‘Apximenona’
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3a 1OMOMOTOI0 HaJalTyBaHb KPUBOI, 100aBIsI€MO 11 TOBIIUHY, Ta OPIEHTOBHY
KUTBKICTh TTOJIITOHIB (O1IbIIIE MTOJIITOHIB — Kpalia jaerajizaiis). Bigzepkanumo 06’ ekt
o oci Z mo0 Bi3yalbHO clipuiiMatu nponopiii. HamamryBanHs KpuBoi 300paxeHo

Ha pUCYHKY 3.6.

Pucynok 3.6 — HanamryBanHust KpuBOi

Bpy4Hy KOpEeKTyeMO TOYKM KPHUBOI Jisi OUIBII TOYHOTO Ta Bi3yaJbHO
MPUBAOIMBOTO pe3ynbTaTy. Takok B IEHTp J00aBlII€EMO Jie30, sIKE s 3pOOWB 3
3BUYANHOI MipaMiy, Ta BUTSATHYB 1o ocl Z. J{o 1e3a 100aBisieMO KOHYC Ta 1€ OAHY
nipamiay — 1e pykiB’s Ta rapaa. KoperyBanHs TOUYOK KpHWBOIi, JIe30 PYKiB’s Ta rapnaa

300pakeHO Ha pucyHkax 3.7 — 3.8.
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Pucynox 3.7 — KoperyBaHHsi TOUOK KpUBOi

\
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Pucynox 3.8 — Jle3o, pykiB’s Ta rapaa

CToBprOEMO OOMOTKH st pyKiB’s uepe3 moaudikatop Screw (3akpyueHHS).

Crnigyroun Hammii MeETOMONOrii eKOHOMIi dacy po3poOKH, BHUKOPHCTOBEMO
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Moaudikarop, s aBTomartuzaili mnporecy. llelt momudikatop ngae 3Mmory 3

TPHOXTOYKOBOTO 00 KETY 3pOOUTH KOHYC, SIKUW Oy/1e TOBTOPIOBATH BUTHH LIUX TPHOX
TOYOK Ta MOBTOPIOBATH HOro a0 Oe3kiHeuHocTi. B HamamTyBaHHSX Moaudikartopa
o0OupaeMo NOTPiOHY KiJIBKICTh TOBTOPEHD Ta BEIHMUHUHY CAMOTO 00’ €KTY.

Ha pucynky 3.9 300pakeHo 3acTocyBaHHS MOAU(BIKATOPy SCrew.

Pucynox 3.9 — 3acrocyBanus Moaudikatopy SCrew.

B wentrp posmictumo UV-chepy 24 Ha 16 moiirodis, mi3HilIE Ha eTarmi
TEKCTYpPYBaHHSI CTBOPUMO 1i1 KpHCTaNIYHy TeKCTypy. Ha oMy eTami 3aBepIryeThes
MO/IEJIFOBAHHS JIOY MOJI1 1 MOJEIIOBAHHS B LILIOMY, TOMY LI0 HaM HE MOTPiIOHO poOUTH
BHUCOKOIOJIITOHAIBHY BEPCit0. 3aBISKH I[bOMY METOJTY BJIaJIOCh CKOPOTUTH MPUOIU3HO
MOJIOBUHY Yacy BChOTO €TaIly MOJICITIOBaHHS.

Mem (Mesh) — e Mojiens 06e3 TeKCTyp, PUTIHTY Ta aHiMallii.

Ha pucynky 3.10 Mo>kemMO pO3IJISHYTH TOTOBUI METII.
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Pucynok 3.10 — I'oToBwmii Mern

Excnopryemo mem B ¢popmati GLTF Ta nepexoaumo B mporpamy Substance 3D
Painter, ne Mu Oynemo Tl TEKCTypyBaTu.

TexcrypyBannst B 3D-rpadiiii — 11e mporec HaHEeCEeHHs JeTaTbHUX 300pakeHb
(TeKCTyp) Ta BUBHAYEHHS Bi3yaJIbHUX BJIACTUBOCTEN Ha MOBEpxHIO 3D-Mozeri.

BoHo no3Bossie Mojieni BUTISAATH PEaTiCTUYHO, IMITYIOUH KOJIpP, IOPCTKICTb,
METaJIeBICTh, OJMCK, IPiOHI HEPIBHOCTI Ta 1HIII XapaKTEPUCTHUKU MaTepiany, 0e3
HEOOX1THOCT1 J0JaBaTu 3aiBy reomMerpiro. lle kiatouoBMit eTam s Bi3yallbHOTO
odpopmiienHs 3D-00'ekTiB.

HanamryBanss ekciopty 300paxeHo Ha pucHKY 3.11, HayamTyBaHHs IMIOPTY

Ha pUCYHKY 3.12, BiIMOBIAHO.
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Pucynok 3.11 — HanamryBanHs eKCriopty

Template ASM - PBR Metallic Roughness (starter_assets)

File

Project Settings
Document Resolutiol
Normal Map Format
Compute Tangent

UV Tile Settings (UDIMSs)

[J use UV Tile workflow

Import Settings

> Import Baked Maps

> Physical Size

> Color Management

OpenGL

Per Fragmen

Options

Pucynok 3.12 — HanamryBanHs iMIOPTY.
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B HanamryBaHHSX IMIOPTY OOMpaeMO MOTPIOHMN HAaM aceT TEKCTyp (CTUJIb)

po3mip TekcTyp Ta hopmat kapt HopmMaiei. J{is FOuiti — OpenGl, mist Unreal Engine

— DirectX.

IMnoptyemo, Ta oOupaemMo KapTu AKi HaM NOTPIOHI.
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TekcTypHi KapT — 1€ pacTpoBi 300pak€HHs, SKI HECyTh PI3HOMAaHITHY

iHpopMaIlito nmpo nmoBepxHio 3D-moeni, 103BONSIIOUN i BUTJISAATHA PEAliCTUYHO Oe3
HaaMipHoi aetamizamii reomerpii. Y PBR (Physically Based Rendering) poGounx
mporecax, skl € CTaHJapTOM Yy CYyYacHHX ITpOBUX PYLIiSiX, KAPTH MPAIIOIOTh Pa3oM,
100 1IMITYBaTH, SIK CBITJIO B3a€MOJII€ 3 MaTepiajlaMy y pealbHOMY CBITI.

Base Color Map (Kapra 6a3oBoro konsopy / Albedo Map) BuzHauae 0CHOBHHMIA
KOJip ToBepxHI 00'ekTa, Oyayun "gucTuMm" KOIBOpOM Matepiany 0e3 Oyab-sKux
CBITJIOBUX a00 TIHbOBHX €(EKTIB, OCKIIbKM BOHH OOpOOSIOThCS pymnieM. Normal
Map (Kapra nHopmarneif) imiTye npiOHI JAeTaii TOBEpPXHi, Taki SK HEPIBHOCTI,
NOJAPSANUHA Ta penbed, O0e3 30UTbIIEHHS KUIBKOCTI TOJITOHIB, 30epiramuu
1H(DOopMaIrito mpo HanpAMOK HopMasiel. BaxxiinBo BpaxoByBaTH, 110 ICHYIOTh (popMaTu
OpenGL (3enenuii kanan Bropy, gk y Blender) ta DirectX (3eneHuii kaHaja BHU3, 5K Y
Unreal Engine), mo wmoxke BuMaratu KouBepramii. Roughness Map (Kapra
IIOPCTKOCTI1) BU3HAUa€, HACKIJIBKU IIOPCTKOIO a00 TJIaIKOI0 € TIOBEPXHS, BIUIMBAIOUU
Ha PO3CIIOBaHHS CBITJIA: YOPHUMN KOJIIp MO3HAYAE TIAAKICTh (A3€pKaNBHICTD), a O1IHiA
— mopcTKicTh (MaToBicTh). Metallic Map (KapTta metaneBocTi) BKa3ye, 4u € MIKCEIhb
MOBEpxHI MeTaneBUM (OUIMil KoJip) abo MICNIEKTPUUHUM (YOPHUHN KOJIP), OCKIIBKU
MeTaJld MOBOJATHCS 31 CBITJIOM 1HaKIIEe, HK HemeTanu. Ambient Occlusion Map (AO
Map / Kapra 3ariHeHHs) iMITye M'AKi TiHI y 3ariauOJIeHHAX Ta IIUIMHAX, JOJAI0UH
peasizMy OCBITJICHHIO Ta IITMOUMHU 00'€KTY.

Kpim nporo, Height Map / Displacement Map (Kapta Bucot / KapTa 3mitieHHs)
MICTUTh 1H(OPMAIIIO PO BUCOTY MOBEPXHI ISl MapajakCc-ManmiHry ado (i3u4Horo
3MimieHHs reometpii. Curvature Map (Kapra kpuBH3HM) BUAUISE OMYKIl Ta YBICHYTI
JUISTHKHA, 0 9acTO BUKOPUCTOBYETHCS SIK Macka st edekTiB 3Hocy abo Opymy.
Thickness Map (Kaprta TOBIIMHM) BHU3HA4a€ TOBUIMHY 00'€KTa, 110 KOPUCHO MAJIA
CUMYJIAIII  TiAmoBepxHEBOro  poscitoBanHsi. Hapemri, ID  Map (Kapra
inentudikatopiB / Color ID Map) po3ainse pi3HI 4acTUHU MOJENI 32 JOMOMOTOIO
YHIKQJIbHUX KOJIOPiB, 3HAUHO MPUCKOPIOIOUM BUAUICHHS Ta HAHECEHHS MaTepialliB y
mporpamax Juisi TeKCTypyBaHHS. EQeKkTHBHE BUKOPUCTAHHS WX KapT y MOETHAHHI 3
rpaMmoTHOIO0 UV-pOo3ropTKoro Ta ONTUMi30BaHUM IOJIITOHAXKEM JT03BOJISIE CTBOPIOBATH

BHUCOKOSIKICHI Ta IPOAYKTUBHI 3D-Mozeni it OyAb-sIKUX ITPOBUX MPOEKTIB.
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Ha pucysnky 3.13 300pakeHa iIMIIopToBaHa MO/JIeb 3 00paHUMHU KapTaMHU.

Pucynox 3.13 - IMnoproBana mojienb 3 0OpaHUMHU KapTaMu

3a3Buuail gaii XyJOKHUK TIPUCTYIA€ JIO CTBOPEHHsS Ta HaJalllTyBaHHS
MmaTepiaiiB, npamroroun 3a npuHimnamu PBR (Physically Based Rendering), e koxen
MaTtepia BU3HauaeThess Habopom kaHaniB: Base Color, Height, Roughness, Metallic,
Normal Ta inmre. Pobounii mporiec B Painter 3acHoBaHuil Ha THY4Ki# cHCTeMI IIapiB,
noioHin 1o Adobe Photoshop, ne xoxxen matepian, epekT abo map hapOu 1omaeThes
K okpemuil map. OCHOBOIO JIJIsi MaTepiaiiB 4yacTo ciayryroTh 3anuBaroui mapu (Fill
Layers); CTBOpIOIOYM TaKui map, MOXHa MpU3HAYUTH oMy 6a3oBi PBR-BnacTuBoCTi
— KOJIIp, METAJIEBICTh, IIOPCTKICTh — a00 BUOpaTu rotoBy TekcTypy. Haazuuaiino
eekTHBHUM iHCTpyMeHTOM € Smart Materials (Po3ymHi MaTepiann): 1ie ONepeIHbO
HaJAIITOBaHI TPYNU IapiB, SKI aBTOMATHUYHO aJaNTyIOThCS O TEOMETpii MOoelni
3aBIISKH 3alledYCHUM KapTam, IO JTO3BOJISIE 3HAYHO MPHUCKOPUTH POOOYHIA mporiec,
HAIMPUKJIaJ], aBTOMATHYHO TOJAI0YM 1pKy B 3amaauHd abo 3HOC Ha Kpasx. Jlms
J0JIaBaHHs YHIKQJIBHUX JieTajel, rpadiTi abo HamMCIB BUKOPUCTOBYIOTHCS MaspHI
mrapu (Paint Layers), ae Xy 10)KHUK 0e3M0CepeIHbO MAJIIOE€ Ha MOJICITi 3a TOTIOMOTOI0
pi3HUX TeH3IiB, anb(da-kaHamiB Ta TpadapetiB. [loTyxHi renepatopu (Generators)
aBTOMAaTHUYHO CTBOPIOIOTh MAaCKH HAa OCHOBI T€OMETPii MoJiell (HANPUKIIaa, MacKy IS
KpaiB, MHITy, PiAKOT ipiKi), MPAIIOI0YN 3 3aleYeHuMHU KapTamu, a ¢inerpu (Filters)

J03BOJISIIOTH 3aCTOCOBYBATH pi3HI eextu 10 mapiB. KimtouoBuM st HEPYHHIBHOTO
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pobouoro mnporecy € BUKOpucTtanHs macok (Masks), siki KOHTPOIIOIOTh BUJIUMICTh

MaTepiaiy 4u e(eKTy Ha mapi 1 MOxKyTh OyTH HadapOoBaHi, a00 10 HUX MOXKYTh OyTH
nonani reHeparopu uu ¢GuasTpu. [licns 3aBepiiieHHsS TEKCTypyBaHHS, XYyAOXKHUK
excrioptye ctBoperi PBR-kapTtu, oOuparoun npeceTr, onTUMI30BaHi 1T KOHKPETHUX
irpoBux pyuiB (Hampukiaa, Unreal Engine a6o Unity), mo rapantye KOpeKTHE
HaJaITyBaHHs KaHaJIIB Ta onTUMalbHHM popmat daiinis. ExcoproBani TeKCTypH
(Normal Map, Base Color, Roughness, Metallic Ta iH1111) rOTOB1 7151 IMIIOPTY B IrpOBUIA
pylIii Ta MIAKIIOYEHHS J0 MarepialiB MoJenl, 3a0e3nedyroun il (iHaIbHUN
Bi3yaJbHUI.

Tak sk Ham 00’€exT € poHOBUM, Ta HE Oepe OecrocepeIHbO1 yUacTl B IrpOBOMY
npoueci, MU MOXXEMO BUKOPUCTAaTH CTaHAApPTHI MaTepiajyi, HAJIAITOBYIOUHU JIHUILIE
JesIKi TapaMeTpH, MPH [IbOMY CHIIBHO CKOPOTHUBIIH Yac PO3POOKH.

CraHapTHi 3aroTOBKH MaTepialiiB 300paxeH1 Ha pucyHKy 3.14.

Pucynox 3.14 - CranmapTHi 3aroTOBKM MaTepiaiiB



59
OG6upaeMo moTpiOHI HamM MaTepiaad, po30MBAEMO iX Ha OKepMlI IIapu Ta

po3hapOboByeEMO Med, TIPH IIbOMY TOTPIOHO JTOTPUMYBATHCH OJHIET KOJIPHOT TaMMH,
Ta HE CHJIBHO 3arJIMOJIFOBATUCH B HAJIAIITYBAaHHS (DI3WYHUX BIACTHBOCTEH MaTepiaiy.

3atekctypoBana 3D-momens 300pakeHa Ha pucHkax 3.15 — 3.17.

Pucynox 3.16 - 3atexcrypoBana 3D-Moxaenb



Pucynoxk 3.17 - 3arekctypoBana 3D-mozaenb

60
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ExcnoptyeMo TekcTypu, BUOMparOuu MOTPIOHUN TEMIUIEUT (3arOTOBKY), IJIS

KOKHOT'O PYIIIis - PI3HUN TEMILICHT.

Oco6umuBicth pymrist Unity monsrae B tomy, mo kaptu Metallic i Roughness
TOEHYIOThCS B OJIHY, sika Mae Ha3By Metallic Smoothness. Ti moskna 3po6urtu Bpyuny,
00’eqnamu kapt B Adobe Photoshop, a6o oOpaBmm BignoBigHUI TEMIUICHT B
HajamrtyBaHHsIX ekcnopTy Adobe Substaince 3D Painter (1110 3Ha4HO IBU/IIIE).

OO6upaemo BIAMOBIAHUNA TEMIUICUT, 3BEPTAEMO yBary Ha KapTh siki OyayTh
eKCIIOPTYBaTHCh, OOMPAEMO TEKY, A€ OyIyTb 30epiraTucCh TEKCTYPH, Ta HATUCKAEMO
‘Excriopt’.

Excropt TekcTyp 300pakeno Ha pucynkax 3.18 — 3.20.

Pucynox 3.19 — Bubip Teku



62

SETTINGS ~ OUTPUT TEMPLATES  LIST OF EXPORTS

CONSOLE

Pucynok 3.20 — Ilepenik ekcnopToBaHUX TEKCTYP

3BepTaEMoO yBary, II0 MH €KCIOPTYBaJlM HE BCl KapTU TEKCTyp, Kl
BUKOPHCTOBYBAJIM Ha €Talll TEKCTypyBaHHS, 11e MOKe HE3HaYHOIO MipOIO BIUIMHYTH Ha
BUIJISAJL MOJIENI B pyIIii, Ta 11€ TOYHO BIUIMHE HA MPOJYKTUBHICTh — B Kpally CTOPOHY.

3a3zBuuail OUTBLIICTh TEKCTYP BHKOPHUCTOBYIOTHCS JHMIIE SIK 1H(GOpMALIHUI
0a3uc 7151 OCHOBHUX TEKCTYP, TOMY iX €KCIIOPT B PyIIIiif HE € 000B’ A3KOBUM, HA BUTJISA]T
MO/IeJIl BOHM HE€ CHJIbHO BIUIMBAIOTh, & OT HAa MPOAYKTHUBHICTh — CUIbHO. OCHOBHUMHU
TEKCTypamu B Hamomy Bunajky € — AlbedoTransparency(OcnoBnuii kouip), Metallic
Smoothness(MeTaniuna mopoxoBaticts), Normal(Kapra Hopmaeii).

IMnopT B pyuIiii npoxoaAuTh B Ba eTand. [lepumii - imnoptyemo men B (popmati
GLTF. Ipyruii — iMnopTy€emMo, Ta MiIKJIF0Ya€MO B BIATMOBIIHI PO3/IIM KapTH (MeIll Ta
TEKCTYPH MOKHA MTPOCTO NEPETITHYTH 3 TEKH HA TUCKY B TEKY B IIPOEKT).

Ta cnepury motpiOHO CTBOPUTH MyCTHH TpOeKT B pymrii Unity, crBoputH B
HBOMY TEKY JUIsl MEIy Ta TEKCTYp, Ta MPABUIIbHO 1€papXyBaTH ii.

Ha pucynkax 3.21 - 3.24 300pakeHuil eTan IMIIOPTY MEILY Ta TEKCTYP B PyLIii.
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6000.0.4011 ire

Universal 30
High Definition 30
TEST_RITUALSWORD|
3D (Built-In Render Pipeline)
D\ltry game
3D Mobile

2D Mobile

Mixed Reality (MR)

AR Mobile

Competitive Action Multipiayer

Pucynok 3.21 — CtBoproemo myctuii mpoekt B Unity

> Animato

Assets > RitualSword
[0 Materials
[0 Textures

Pucynok 3.23 — IMnoptyemMo TeKycTypH Ta Melll, NePEeTATHYBIIH iX 3 IUCKY
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Surface Inputs
” "

Pucynok 3.24 — BcTaBneMo TeKCTypH B BIAIOBIAHI KOMIpKU

3BepraeMo yBary Ha monepemkeHHs mix Ttekcrypyto Normal Map, Ta
HaTuckaemo FIX'. Mu ‘peMOHTYyeEMO’ KapTy, B OJJUH KJIIK, TOMY L0 paHilIe, Ha eTalll

TEKCTYpPYBaHHS HE TTO3HAYIIIN i SIK KapTy HOPMaJTi, 110 HE € 000B’ I3KOBUM.

3.3 OmuiHoBaHHA MPOAYKTUBHOCTI Ta €(pEeKTUBHOCTI onTuMizoBanoi 3D-mozaemni
B IFPOBOMY pyIIIii

JloOaBnisieMo Haily MOJENb Ha CIEHY, Ta poOMMO 3aMmip HPOAYKTUBHOCTI.
Hatuckaemo ‘Play’ Ta BigkpuBaemo BikHO Stats. OCHOBHMM KpUTEpieEM
npoayKTUBHOCTI € FPS — KimpkicTh KazmpiB Ha CeKyHIy, IO MOXke o0poOutu
IPOLIECCOP Ta paCTEPU3yBaTH BlICOKAPTA.

[Ipotec 3amipy MpoayKTUBHOCTI 300pakeHO HA PUCYHKY 3.25
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Pucynox 3.25 — 3amip npoayKTUBHOCTI B pymIii

KinekicTe kampiB/cexkynay B cepeanbomy Bia 350 mo 400 mo € BiAMIHHHM
pe3yIaBTATOM, VIS TTyCTO1 HEOMITUMI30BaHO1 CIICHH.

[ToTpiOHO MaTH HA yBa3i IO KUIBKICTh TPUKYTHUKIB 42,1 THC. HE BiaNOBimae
JTUHACHOCTI, TOMY IO HACIpaBIl Hamia MOJeNb Mae 8,2 THUC. TPUKYTHUKIB. Lle
BIOyBaeTbCAd TOMY, IO PYMIA Mae CBOI aQIrOPUTMH ONTHUMI3alli, 1 SKIIO
MPOyKTUBHOCTI BIOCTAJIb, TO BiH caM J00aBJisi€ IEBHY KUIbKICTh TPUKYTHHKIB.

3acTocoBaHa METOJIOJIOTIS palioHalbHOI ontuMizali 3D-Moxaenei, 1o3Boaua
TOCSITTA BUHSATKOBOI IMPOAYKTUBHOCTI Ta 3HAYHO CKOPOTHUTH Yac po3poOku. Ha moBHMIA
MPOIIeC CTBOPEHHS, a TAKOX Ha IMIIOPT MOJIENI B PYIIii, 3aMip MPOAYKTUBHOCTI OyJI0
BUTpadyeHO 0M3bK0 18 roauH poOodoro yacy, o BCepeaHbOMY B 2 pa3d MIBHIIIIC 32

yHiBepcalibHi, 00 Oynb fK1 1HILII METO/IH, SIKl ICHYIOTh B 1HIyCTpii Ha 1aHUH Yac.

3.4 BucHoBKH

VY TpeThomy po3/iii OYJI0 YCHIIIHO Peati30BaHO MOBHUM MPOIEC MPOEKTYBAHHS

Ta cCTBOpeHHs 3D-Mozenelt 3 akeHTOM Ha iXHIO0 ONTUMI3aIiIo Ul CYYacHHUX IMPOBUX
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pyuriiB. Po3/is 0XonuB sk TEOpETUUHE OOTPYHTYBAaHHS apXITEKTYpPH PO3POOKH depe3
UML-niarpamu, Tak 1 IpakTHYHE 3aCTOCYBAaHHS OOpPaHUX IHCTPYMEHTIB Ta METOTUK.

KirouoBoro 0COONMBICTIO cTaja JEMOHCTparliss pPo3po0JeHOT METOH0JIO0Ti
patfioHajapHOI onTuMi3alii 3D-Mo/eneli Ta MPUCKOPEHHs HUKITY po3poOku. Llew miaxin
BIJIIMIIIOB BiJl TPAIUIIHHAX JOTM, 3alIPOBAIUBIIN THYYKE aallTUBHE MOJICITIOBAHHS,
30Kpema, nponyckaHHs etamy ctBopeHHs High Poly moxpem mis 00'exTiB, K1 He
noTpeOyIoTh HAAMIPHOT reoMeTpruYHOi Aetanizamii. Lle go3Bommio 3ocepeautucs Ha
dbopmyBanHi ontumizoBaHoi Low Poly ciTku 3 umcToro Tomosoriero Ta eheKTUBHO
IMITYBaTH JIeTail 3a JOOMOTol0 TeKcTypyBaHHs Ta PBR-kapT, mo renepyrotscst abo
MaloroThes y Substance Painter.

OnTuMizalliss TOpPKHyJacss W MpOIECy TEKCTYPYBaHHS: BHUKOPUCTAHHS
CTaHJAPTHUX MaTepialiB Ta MIHIMAJIbHE HAJIAIITYBaHHS (PI3UYHUX BIACTUBOCTEH IS
¢boHOBUX O00'€KTIB MPUCKOPWIO poboumuit mporec. byno Takox mokaszaHo, sK
MpaBUIBHUN BHUOIp TEMIUIEUTIB EKCHOPTY TEKCTyp Ta BIAMOBA BiJ EKCIOPTY
HAJUIMILIKOBUX 1H(QOpMALIMHUAX KapT 3HaYHO BILUIMUBAE HA MPOJAYKTUBHICTb.

dinanpHa 1HTErpallisi ONTUMI30BaHOT MOJIeN B irpoBuit pymiii Unity Ta 3amipu
MPOJYKTUBHOCTI MIATBEPAUIN BUHATKOBY €(EKTHUBHICTH MeTon0j0rii. Moaens, 1o
Mae 8.2 THC. TPUKYTHUKIB, 3a0e3neuniia ctaduibH1 350-400 kaapiB/ceKyHIy Y TECTOBIM
CIleHl. 3arajioM, MOBHHMM IMKJI CTBOPEHHS Ta ONTHUMI3allii MOJEINi, BKIIOYAYH ii
iMIopT Ta 3amipu, 3aiiHAB Omu3bko 18 rommH pobGodoro yacy, 1m0, 3a OLIHKaMH, B
CepeaHbOMY Y 2 pa3u MIBUIIIC 3a ICHYIOY1 1HAYCTpiaJibHI MeTou. 1{e noBoauTh, 1110
po3po0JieHa METOA0JIOTIS € ePEKTUBHUM 3aCOOOM ISl CTBOPEHHS BUCOKOSIKICHOTO Ta

IPOIYKTUBHOTO 3D-KOHTEHTY, 3HAYHO PUCKOPIOIOYH IIUKIT pPO3POOKHU MPOEKTIB.
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BUCHOBKHA

VY xon1i BUKOHAaHHS OaKanaBpChKO1 KBaTi(hiKaIiiHOT pOOOTH YCHINIHO TOCATHYTO
MOCTABJICHOI METU — JIOCHIPKEHO TEXHOJOrli cTBOpeHHs 3D-Mopeneit st irpoBux
pYIIiiB Ta po3p00JICHO BJIACHY TEXHOJIOT1IO0 ONTUMI3allli, CIPsIMOBaHY Ha I1IBUIIICHHS
e(EKTUBHOCTI pO3POOKH ITPOBUX ACETIB.

JIist mocsirHeHHs 1€l MeTH OyJI0 BUKOHAHO HU3KY 3ajad. [IpoBeaenuil ananis
Cy4YaCHHX IrpoBHX pyuIiiB, Takux sk Unity Ta Unreal Engine, no3BonuB copmyBatu
rboke po3yMiHHS iXHIX crneuudiunux BUMOT 10 3D-KOHTEHTY, BKIIOYAIOYH
MOJIITOHAJIBHUM OIO/KET, SKICTh TEKCTYp Ta BHKOPUCTAHHS PI3HUX THUIIB KapT.
Po3rnsan ocHOBHOro mporpamMHOro 3abesneueHHs st 3D-MopentoBaHHsS, 30Kpema
Blender, Substance Painter Ta 3raganux pyuriB, IONOMIT BU3HAYUTH ONTUMAJIbHUN
IHCTpyMeHTapiii Ta oOrpyntyBatu BuOip IT-indpacTpykrypu, mo 3abe3neunsia
CTaOUIbHY Ta MPOAYKTHUBHY poOOTy. [leTanmbHe MOCHIIKEHHS TPaJUIINHUX €TaliB
ctBopenHst 3D-mopeneit — Bin 300py pedepenciB Tta Oiokinry 10 UV-po3roprtku,
TEKCTYpYBaHHSI Ta PUTIHTY — 3aKjajo MILHUI TeopeTUYHUil (yHIaAMEHT i
nojanplioi  mpaktuyHoi  poOotu.  Po3pobimeni  UML-piarpamu  edeKkTUBHO
BI3yalli3yBaJIM apXiTEKTypy Ta Tpoliecu cTBopeHHs 3D-mopeneit, 3abe3neuyrodn
CUCTEMHE PO3YMIHHS B3a€MOJI1 €JIEMEHTIB Y KOMI'IOTEpHii rpadiii.

KitouoBuM pe3ynbTaToM JOCHIKEHHS CTajla pPO3po0JieHa Ta  YCHIIIHO
peaizoBaHa METOJIOJNIOTIS palioHadbHOI onTuMizanii 3D-mMoaeneil Ta mpuUCKOpEeHHs
HUKIy po3poOku. Llg Meromosoris BIAPI3HIETHCS BiJ yHIBEpCAIbHUX MIIXOIB
THYYKUM, aJalTUBHUM MOJEIIOBaHHSIM, IO J03BOJSE CYTTEBO CKOPOTHTH YacOBI
BUTpaTU. 30Kpema, A 00'e€KTIB, Kl HE BUMAraloTh MIKPOCKOMIYHOI T€OMETPUYHOI
netanizaiii, 0yia0 eeKTHBHO 3aCTOCOBAHO MPUHITUI MPOMYCKAHHS €Taly CTBOPEHHS
High Poly moneni. Ile no3Bonmio 3ocepenutucss Ha Oe3nocepeaHroMy (hopMyBaHHI
onTtuMizoBaHoi Low Poly ciTku 3 4ucTOIO TOMOJIOTIEIO Ta IMITAIliT APIOHUX JeTajel 3a
JIOTIOMOTOI0  PO3YMHOTO TeKCTypyBaHHs Ta PBR-kapt, mo renepyioTbcs abo
MaitolThes y Substance Painter. Takuii miaxiJ 3Ha4HO MIHIMI3Y€ KUIBKICTh 1T€palini

y po6ouOoMy MPOIIeCi, BUKITIOYAIOUN Yac Ha PETOMOJIOTIIO Ta 3aiBUil OSHKIHT.
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EdextuBHicTh po3po0ieHOT TexHOJIOTIT Oyno MATBEPAKEHO MPAKTUYHUM
npuKIagoM cTBopeHHs 3D-Mozeni putyansHOi 30poi Ta ii iHTerpariii B irpoBuil py1in
Unity. OiliHKka BIUIMBY OMNTHUMI3allli Ha MPOIYKTUBHICTH ITPOBOTO CEPEAOBHINA
mokasaja BUHSTKOBI pe3ylbTaTH. Mojenb 3 ONTHMI30BAHOIO KUNBKICTIO 8.2 THC.
TPUKYTHHKIB, HaBITh Y HEONTHMI30BaHIi TECTOBi clieHi, 3a0e3meumna cTabuIbHI
noka3Huku Bija 350 1o 400 kaapiB/ceKyHy, IO € BIAMIHHUM PE3yJIbTaTOM 1 CBITYUTH
PO 3HAYHMM 3amac MPOAYyKTUBHOCTI. 3arajJbHUN Yac, BUTPAuYCHUN HA TTOBHUM ITHKI
CTBOPEHHsI Ta IHTErpaiii MoJeii, BKIoYaroud ii MojaemtoBaHHs, UV-po3roprky,
TEKCTypyBaHHS, €KCIIOPT, IMIIOPT Ta 3aMipu MPOAYKTHUBHOCTI, CTAHOBUB OJn3bKko 14
roauH podoyoro vacy. Lle, 3a 0OrpyHTOBaHUMU OLIIHKaMH, B CEPEIHBOMY Y 2 pasu
IIBUJIIIE, HIK TPAAUIIHI METOJIH, 110 ICHYIOTh B 1HIYCTPIi.

Takum 4YuHOM, poO3po0JIeHAa METOAOJIOTIsl 3abe3leuye 3HAYHE 3HUKEHHS
4aCOBHUX BUTPAT Ha pO3pOOKY IrPOBUX ACETIB Ta IMiJIBUIIYE IXHIO IPOIYKTUBHICTb, IO
€ KPUTUYHO BAXUJIMBUM JJIsl CYYaCHHUX ITPOBHUX MPOEKTIB 3 BUCOKUMU BUMOTAMHU JI0
Bi3yamizaiii Ta IIBUIKO/III. Ii nepeBard TMOJAraloTh Yy MIJABUIIEHIA IIBUJKOCTI
pPO3pOOKH, THYYKOCTI ajanTailii IMmja pi3HI IOJIrOHajdbHI OF/KETH Ta 34aTHOCTI
CTBOPIOBATH Bi3yaJIbHO TPUBAOIMBUN KOHTEHT 3 ONTHMAJbHUM BHUKOPHCTAHHIM
pecypciB. OCHOBHMM OOMEXKEHHSIM JaHOI METOJoJorli Moxke OyTdh 11 MeHIa
e(eKTUBHICTh ISl MPOEKTIB, SIKI BUMAraroTh aOCOIOTHOI (hI3MYHOI JTOCTOBIPHOCTI
MIKpOJIeTali3allii reoMeTpii, 0 HEJAOCSHKHA JIUIIE TEKCTYPHUMHU KapTamHu.

[Toganema po3poOka MOKE BKIIOYATH aBTOMATH3AII0 OKPEMHUX eTalliB
onTUMI3aIlli, IHTerpailito 3 po3mupenumu cucremamu LOD Ta aganTariiro METO1010T1i
M7 HOBI, OUIBII MPOrPECUBHI TEXHOJOTI PEHIECPUHTY, IO 3'ABIIAIOTHCA B IrPOBIA
IHAYCTPIi.

3a pe3yJibTaTaMu BUKOHAHHS JIaHOI pOOOTH OIMyOJIIKOBAHO TE3U JOTOBIACH Ha
teMy: «llopiBHsUTbHMIA aHami3 MeTo1B 3D-MoaemtoBanHs: nonironansHe Ta CAD» Ha
BceykpaiHCchkili HayKOBO-TeXHIYHIM KoH(epeHIiN QaKylbTeTy I1HTEIeKTyalbHUX

1H(pOopMaIIiHUX TeXHOoOT1H Ta aBToMaTtu3auii (Binaumgs, 2025 p.).
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1. TlixcraBa aJist mpoBeAeHHS POOIT.

[TincraBoto 1151 BUKOHAHHS poOoTH € Haka3 Ne 1o BHTY Bim «  » 2025p.,
Ta iHAuBiAyanbHe 3aBAaHHsS Ha BKP, 3arBepmikene mpotokonom Ne  3aciigaHHA
kadeapu CAIT Bim «_ » 2025p.

2. JIxepena po3poOKwu:

1) Xapinrron, C. Computer Graphics from Scratch: A Programmer's Introduction to
3D Rendering. No Starch Press, 2021. 504 c;

2) HeMapko, C. UV Mapping: po3ropTka Ta onTUMalbHe BUKOpucTaHHi UV-
npoctopy. Kuis : Bua-Bo "Lludpora rpadika", 2023. 192 c.

3. Mera i npu3HavYeHHS POOOTH.

MeToro AochipKeHHsT € MiABUIIEHHS e(pEeKTUBHOCTI CcTBOpeHHs 3D-moneneit s
ITPOBUX PYIIIIB MIJISXOM PO3pPOOJICHHS ONTHMI30BaHOI 1H(OpMaLiiHOT TEXHOJOrII,
IO ITPYHTY€ETHCS HA IPUHITUTIAX PAIIIOHAIEHOT ONTUMI3AIIi1 Ta THYYKOTO BUPOOHHYOTO
naiIIaiHy sl HPUCKOPEHHS LUKy pO3pOOKH ITPOBUX aCETIB.

4. BuxiaHi JaHi 1J1s MPOBEICHHS pOOiT:

KonnenT-aptu Ta pedepeHcHi Matepiaim i po3podiiroBanoi 3D-momeni.

5. Meroau qOCHIIKEHHS:

JlocnmipkeHHsl ICHYIouUuX 1H(opMamiiHUX TexHoJord, po3poOka UML-npiarpawm,
po3poOka iH(oOpMaliiiHOT TEeXHOJOrii, MOJICIIOBaHHS, PO3rOPTaHHS MOJIEIII,
TEKCTYpPYBaHHS, OLIIHIOBAHHS MPOAYKTUBHOCTI Ta €()EKTUBHOCTI ONTUMI30BaHO1 3D-
MOJIeJIl B IrPOBOMY PyIIIi.

6. Etanu po6oTu 1 TepMiHU X BUKOHAHHS:

a) AHayi3 npeIMeTHOI 00IacTi -

b) Bubip texnouorii crBopenns 3 D-moneneit -

c¢) Bu6ip ontumanshnoi IT-Indpactpykrypu —

d) IIpoektyBaHHs Ta peaizaiis iHOpPMAIIHHOT TEXHOIOTIT cTBOpeHHs 3D-Moeneit
JUTS ITPOBUX PYIIIiB —

¢) Odopmienns matepiamB A0 3axucty bKP —

7. OuikyBaHi pe3yJbTaTH Ta MOPSAIOK peaizarlii

OtpuManHs 1H(pOpMAIIHHOI TEXHOJOTii cTBOpeHHs 3D-mopeneil st 1rpoBUX

PYIIIiB.

8. Bumoru 10 po3po6IieHoi JOKyMeHTaIlil

TekcToBa Ta UIFOCTpPATUBHA YACTUHU POOOTH OPOPMIIEH] Y BIAMOBIIHOCTI O BUMOT
«MeToauyHNX BKa31BOK /10 BUKOHAHHS 0akalaBpChKUX KBali(iKaliMHUX poOIT AJist
CTYJIeHTIB crienianbHocTeil: 124 «Cuctemunii anamizy», 126 «ludopmartiiini cuctemu
Ta TeXHOJor1i» (0cBiTHS porpama «IIpuknagHi iHGOpMAIIiitHI TEXHOIOTII» )».

9. llopsiok npuiitMaHHs pooOTH

[Ty6niyHuit 3axuct «_ » 2025 p.
[Towatok po3poOku «_ » 2025 p.
['pannyni Tepminu BukonanHs bKP «_ » 2025 p.

Po3po6us cryaent rpynu 2ICT-216 Muxona PUBAK
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Jonarok b

(000B’A3KOBMIN)

ITPOTOKOJI TEPEBIPKU KBAJIIPIKAIIIMHOI POBOTH

Hazsa pob6otu: «IHdopmariiiina texHomnoris crBopeHHs 3D-mopeneit mis irpoBux
pYIIiB»

Tun poGoTu: GakanaBpcbka KBamidikaiiiiHa podoTa

[Migposnin: kapeapa CAIT, ®OIITA, rp. 2ICT-216

KoeimienT moaiOHOCTI TEKCTOBUX 3aMI03UYEHb, BUSBICHUX y pOOOTI
cuctemoro StrikePlagiarism 1,12 %

BucHOBOK 1110710 nepeBIpkH KBaji(ikaiiHoi poOOTH (BIIMITUTH OTPiOHE):

B 3ano3uy4eHHs, BUSBIEHI y poOOTI, € 3aKOHHUMH 1 HE MICTATh O3HAK TUIariary,
dabpukarii, panscudikaiii. Po6oTy npuitHITH 10 3aXUCTY

1V po6oTi HE BUSIBJIIEHO O3HAK Iuiariaty, hadpukariii, panbcudikarii, ane
HaJMipHA KIJIbKICTh TEKCTOBUX 3all03UYE€Hb Ta/a00 HASBHICTh TUIIOBHX
PO3paxyHKIB HE JI03BOJISIIOTH MPUUHSITH PIIIICHHS IPO OPUTIHATIBHICTD Ta
CaMOCTIMHICTB ii BUKOHaHHS. POOOTY HanpaBUTH Ha JOONPAIIOBAHHS.

[1 YV poOO0TI BUSIBJIEHO O3HAKH IUIariaTy Ta/ad0o TEKCTOBUX MaHIMYJIALIM sIK cripo0
YKPUTTS Iu1ariary, padpukarii, ¢paascudikaiii, 10 cynepeyuTbs BUMOram
3aKOHO/ABCTBA Ta HOpMaM akaaeMidHoi Jo0pouecHocTi. PoOoTa 10 3axucty He
MIPUAMAETHCSL.

ExcniepTHa xomicis:

Bitamit MOKIH, 3aB. kad. CAIT

(mmiamnuc)

€sreniit KPDKAHOBCBKU, nou. kad. CAIT

(migmuc)

Oco0a, BimoBigadbHa 32 IEPEBIPKY Cepriit KKYKOB

(migmmc)

3 BUCHOBKOM €KCIIEPTHOT KOMICIi 03HallOMIICHUH(-Ha)

KepiBHuk Cepriit XKYKOB, k.T.H., no11. kap. CAIT

(mmimrmc)

3n00yBau Muxkona PUBAK

(miuc)




Honarok B
(TOB1THUKOBHIA)
Kon daitny monemni

RitualSword.mtl (popmat OBJ)

o Blade_low

v 0.000000 1.208930 -0.000000
v 0.000000 7.712543 -0.213526
v 0.149659 8.038081 -0.031037
v 0.149659 8.038081 0.031037
v 0.000000 7.712543 0.213526
v -0.149659 8.038081 0.031037
v -0.149659 8.038081 -0.031037
vn 0.7904 -0.0201 -0.6123

vn 0.9998 -0.0219 -0.0000

vn 0.7904 -0.0201 0.6123

vn -0.7904 -0.0201 0.6123

vn -0.0000 1.0000 -0.0000

vn -0.9998 -0.0219 -0.0000

vn -0.7904 -0.0201 -0.6123

vn -0.0000 0.4890 0.8723

vn -0.0000 0.4890 -0.8723

vt 0.181172 0.004268

vt 0.975165 0.703189

vt 0.987897 0.767300

vt 0.980929 0.774599

vt 0.916295 0.764866

vt 0.756640 0.980902

vt 0.743427 0.984175

vt 0.727642 0.920462

vt 0.740855 0.917188

vt 0.828188 0.929364

vt 0.656094 0.972000

s0

f1/1/12/2/13/3/1
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f1/1/23/3/24/4/2

f1/1/3 4/4/35/5/3
f1/1/45/2/46/3/4
fa/6/53/7/57/8/56/9/5
f1/1/6 6/3/6 7/4/6
f1/1/77/4/7 2/5/7

f5/10/8 4/6/8 6/9/8
f2/11/97/8/93/7/9

o Sphere_low

v 0.231917 8.266838 -0.397541
v 0.120049 8.266838 -0.443400
v 0.000000 8.266838 -0.459041
v -0.120049 8.266838 -0.443400
v-0.231917 8.266838 -0.397541
v-0.327981 8.266838 -0.324591
v 0.448030 8.236088 -0.114760
v 0.401693 8.207434 -0.221700
v 0.327981 8.182828 -0.313531
v 0.231917 8.163947 -0.383995
v 0.120049 8.152078 -0.428291
v 0.000000 8.148029 -0.443400
v-0.120049 8.152078 -0.428291
v-0.231917 8.163947 -0.383995
v-0.327981 8.182828 -0.313531
v -0.401693 8.207434 -0.221700
v -0.448030 8.236088 -0.114760
v 0.448030 8.207434 -0.102891
v 0.401693 8.152078 -0.198771
v 0.327981 8.104543 -0.281104
v 0.231917 8.068068 -0.344281
v 0.120049 8.045138 -0.383995
v 0.000000 8.037317 -0.397541
v -0.120049 8.045138 -0.383995
v-0.231917 8.068068 -0.344281

v -0.327981 8.104543 -0.281104
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v -0.401693 8.152078 -0.198771

v -0.448030 8.207434 -0.102891

v 0.448030 8.182828 -0.084010

v 0.401693 8.104543 -0.162296

v 0.327981 8.037317 -0.229521

v 0.231917 7.985734 -0.281104

v 0.120049 7.953307 -0.313531

v 0.000000 7.942247 -0.324591

v -0.120049 7.953307 -0.313531

v-0.231917 7.985734 -0.281104

v -0.327981 8.037317 -0.229521

v -0.401693 8.104543 -0.162296

v -0.448030 8.182828 -0.084010

v 0.448030 8.163947 -0.059404

v 0.401693 8.068068 -0.114760

v 0.327981 7.985734 -0.162296

v 0.231917 7.922557 -0.198771

v 0.120049 7.882843 -0.221700

v 0.000000 7.869297 -0.229521

v -0.120049 7.882843 -0.221700

v-0.231917 7.922557 -0.198771

v -0.327981 7.985734 -0.162296

v -0.401693 8.068068 -0.114760

v -0.448030 8.163947 -0.059404

v -0.463835 8.266838 0.000000

v 0.448030 8.152078 -0.030750

v 0.401693 8.045138 -0.059404

v 0.327981 7.953307 -0.084010

v 0.231917 7.882843 -0.102891

v 0.120049 7.838547 -0.114760

v 0.000000 7.823439 -0.118809

v -0.120049 7.838547 -0.114760

v-0.231917 7.882843 -0.102891

v -0.327981 7.953307 -0.084010

v -0.401693 8.045138 -0.059404



v -0.448030 8.152078 -0.030750

v 0.448030 8.148029 0.000000

v 0.401693 8.037317 0.000000

v 0.327981 7.942247 -0.000000

v 0.231917 7.869297 0.000000

v 0.120049 7.823438 0.000000

v 0.000000 7.807797 0.000000

v -0.120049 7.823438 0.000000

v -0.231917 7.869297 0.000000

v -0.327981 7.942247 -0.000000

v -0.401693 8.037317 0.000000

v -0.448030 8.148029 0.000000

v 0.448030 8.152078 0.030750

v 0.401693 8.045138 0.059404

v 0.327981 7.953307 0.084010

v 0.231917 7.882843 0.102891

v 0.120049 7.838547 0.114760

v 0.000000 7.823439 0.118809

v -0.120049 7.838547 0.114760

v-0.231917 7.882843 0.102891

v -0.327981 7.953307 0.084010

v -0.401693 8.045138 0.059404

v -0.448030 8.152078 0.030750

v 0.448030 8.163947 0.059404

v 0.401693 8.068068 0.114760

v 0.327981 7.985734 0.162296

v 0.231917 7.922557 0.198771

v 0.120049 7.882843 0.221700

v 0.000000 7.869297 0.229521

v -0.120049 7.882843 0.221700

v-0.231917 7.922557 0.198771

v -0.327981 7.985734 0.162296

v -0.401693 8.068068 0.114760

v -0.448030 8.163947 0.059404

v 0.448030 8.182828 0.084010



v 0.401693 8.104543 0.162296

v 0.327981 8.037317 0.229520

v 0.231917 7.985734 0.281104

v 0.120049 7.953307 0.313531

v 0.000000 7.942247 0.324591

v -0.120049 7.953307 0.313531

v-0.231917 7.985734 0.281104

v -0.327981 8.037317 0.229520

v -0.401693 8.104543 0.162296

v -0.448030 8.182828 0.084010

v 0.448030 8.207434 0.102891

v 0.401693 8.152078 0.198771

v 0.327981 8.104543 0.281104

v 0.231917 8.068068 0.344281

v 0.120049 8.045138 0.383995

v 0.000000 8.037317 0.397541

v -0.120049 8.045138 0.383995

v-0.231917 8.068068 0.344281

v -0.327981 8.104543 0.281104

v -0.401693 8.152078 0.198771

v -0.448030 8.207434 0.102891

v 0.448030 8.236088 0.114760

v 0.401693 8.207434 0.221700

v 0.327981 8.182828 0.313531

v 0.231917 8.163947 0.383995

v 0.120049 8.152078 0.428291

v 0.000000 8.148029 0.443400

v -0.120049 8.152078 0.428291

v -0.231917 8.163947 0.383995

v-0.327981 8.182828 0.313531

v -0.401693 8.207434 0.221700

v -0.448030 8.236088 0.114760

v 0.448030 8.266838 0.118809

v 0.401693 8.266838 0.229520

v 0.327981 8.266838 0.324591
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v 0.231917 8.266838 0.397541

v 0.120049 8.266838 0.443400

v -0.000000 8.266838 0.459041

v -0.120049 8.266838 0.443400

v-0.231917 8.266838 0.397541

v -0.327981 8.266838 0.324591

v -0.401693 8.266838 0.229520

v -0.448030 8.266838 0.118809

v 0.463835 8.266838 0.000000

v 0.448030 8.297588 0.114760

v 0.401693 8.326242 0.221700

v 0.327981 8.350848 0.313531

v 0.231917 8.369729 0.383995

v 0.120049 8.381598 0.428291

v -0.000000 8.385647 0.443400

v -0.120049 8.381598 0.428291

v-0.231917 8.369729 0.383995

v -0.327981 8.350848 0.313531

v -0.401693 8.326242 0.221700

v -0.448030 8.297588 0.114760

v 0.448030 8.326242 0.102891

v 0.401693 8.381598 0.198771

v 0.327981 8.429133 0.281104

v 0.231917 8.465609 0.344281

v 0.120049 8.488538 0.383995

v -0.000000 8.496359 0.397541

v -0.120049 8.488538 0.383995

v-0.231917 8.465609 0.344281

v -0.327981 8.429133 0.281104

v -0.401693 8.381598 0.198771

v -0.448030 8.326242 0.102891

v 0.448030 8.350848 0.084010

v 0.401693 8.429133 0.162295

v 0.327981 8.496359 0.229520

v 0.231917 8.547942 0.281104
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v 0.120049 8.580369 0.313531

v -0.000000 8.591429 0.324591

v -0.120049 8.580369 0.313531

v-0.231917 8.547942 0.281104

v -0.327981 8.496359 0.229520

v -0.401693 8.429133 0.162295

v -0.448030 8.350848 0.084010

v 0.448030 8.369729 0.059404

v 0.401693 8.465609 0.114760

v 0.327981 8.547942 0.162295

v 0.231917 8.611119 0.198771

v 0.120049 8.650833 0.221700

v -0.000000 8.664379 0.229520

v -0.120049 8.650833 0.221700

v-0.231917 8.611119 0.198771

v -0.327981 8.547942 0.162295

v -0.401693 8.465609 0.114760

v -0.448030 8.369729 0.059404

v 0.448030 8.381598 0.030750

v 0.401693 8.488538 0.059404

v 0.327981 8.580369 0.084010

v 0.231917 8.650833 0.102891

v 0.120049 8.695129 0.114760

v -0.000000 8.710238 0.118808

v -0.120049 8.695129 0.114760

v-0.231917 8.650833 0.102891

v -0.327981 8.580369 0.084010

v -0.401693 8.488538 0.059404

v -0.448030 8.381598 0.030750
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Pucynok I'.1 - Jliarpama nisuibHOCTI(Activity Diagram) jjist 3arajibHOTO MPOIECy

CTBOPCHHA MOI[CJ'IGﬁ



© Mesh

-vertices: List<Vector3>
-edges: List<Edge>
-faces: List<Face>
-UV_coords: List<Vector2>
-normals: List<Vector3>
-tangents: List<Vector3>

© Material

-name: string
-shaderType: string {PBR, Unlit}
-properties: Map<string, any>

“npaLoe 3»

© 30_Model

-polyCount: int

-targetPoly Count: int
-textureQuality: string
-fileFormat: string {FBX, OB}, gITF}

OnTuMi

+applyOptimization{method: string)

+checkPolyBudget(): bool

+addLOD(level: int, polyCount: int, textureRes: int) ‘

(© LoD _tevel

-level: int
-polyCount: int

1
«BAKODUCTOBYES [«MOXE MATWe SMOXKE MaTus
0.* 5
0.

-bones: List<Bone>
-rootBone: Bone
-hierarchy: HierarchyTree

84

(© GameEngine
-name: string {Unity, Unreal Engine}

ystem:
-physicsSystem: PhysicsSystem

A
-importOptions: Map<string, any>

+importModel(model: 3D_Model)
+optimizeForRuntime{model: 3D_Model)
+renderScene() 1

-

«BAKOPWCTOBYED

(©) Renderengine

-name: string {Cycles, Eevee, V-Ray, Arnold}
-renderingAlgorithm: string {RayTracing, Rasterization}
-sampleCount: int
-outputResolution: Vector2
-colorDepth: int
-fileFormat: string {PNG, JPG, TIFF}

MeTo,

«KEPYE»

+render(scene: Scene)

-

“PEHABPUTE»

© Scene

-objects: List<3D_Model>
-lights: List<Light>
-cameras: List<Camera>
-environment: Environment

(©) skeleton

OnepaLli
+triangulate()
+subdivide()
+decimate(ratio: float)

: Mesh, operation: string)

Il
+assignTexture(map: TextureMap)
+adjustProperty(prop: string, value: any)

1

«BK/I0HBER

0.4

-t int
-distanceThreshold: float

© TextureMap

-filePath: string

-type: string {BaseColor, Normal, Roughness, Metallic, AQ, Curvature, Thickness, ID}
-resolution: int {e.g., 512, 1024, 2048, 4096}
-compression: string {e.g., PNG, JPG, DDS}

+loadTexture()

+applyToMaterial()

A

+bi h)
+applySkinning(mesh: Mesh, weights: Map<Vertex, Map<Bone, float>>)

A

—MeToA———
+addModel(model: 3D_Model)

+setupLighting()
1
“CKMIANAETLCA 3» MOME MaTK»
0.3
1.% © Animation
© Bone -name: string
-duration: float
-name: string keyf : Map<float, Map<Bone, Tr >
-parent: Bone -curves: List<Curve>
-loopable: bool
MeTo
-scale: Vector3 +addKey time: float, bone: Bone, transform: Transform)
+createCycle()
+play()

Pucynok I'.2 — [liarpama xiacis (Class Diagram)




Pucynok I'.3 — Me i ciTka Mojerni
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Pucynok I'.4 — 3aTexkctypoBana MOJENb
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Pucynok I'.5 — 3aMip npoyKTUBHOCTI B py1ii



Pucynok I'.6 — UV-PosropTka



Pucynok I'.7 — Kapra nHopmanei
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Pucynoxk I'.8 — Meraniyna mopoxoBaTiCTh

VN



Pucynox I'.9 — bazoBuii kodip



