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monemtoBanHs, PBR-tekctypyBanns, FBX-ekcnopr, 3amikaHHs kapr.

CTBOpEHHS  Cy4acHOTO IrpOBOTO  KOHTEHTY BHMAarae CyBOpOTO
JOTPUMAaHHS TeXHOJOTr1yHOTro KoHBeepa (pipeline). Game-ready mMomens — 1ie
HE JIMIIE BI3yaJbHUN 00pa3, a CTPYKTypOBaHWUW HAOIp JaHUX, ONTHUMI30BAHHIMA
st 00poOku rpadiunum mporecopom (GPU) y peansHOoMy uaci. ['oioBHOMO
npo0JeMor0 € TONIyK OallaHCy MDK BI3yalbHOIO  JI€Tami3alli€lo  Ta
MPOAYKTUBHICTIO. Bucokonomironanbai mojeni (high-poly) He mMoxyTs OyTH
BUKOPHUCTAaHI B pyllii HampsMmy uepe3 HaaMipHe HaBaHTaxeHHs Ha GPU.
AKTyanpHICTh AOCHIDKEHHS TOJSArae y po3poOil Ta OOIPYHTYBaHHI MOBHOIO
LUKITy TpaHcpopMallii JaHUX B AETAI130BAHOTO CKYJIBNOTY 10 ONTHUMI30BAHOTO
IrpOBOTO aceTa.

BupoOHMUMii LUK pPO3TISJAETbCS SK MOAYJIbHA CHUCTEMa OOpOOKHU
JaHUX, J€ pe3ysbTaT MONEePEIHbOrO €TaIy € BXIJHOK YMOBOIO JUIsl HACTYITHOTO.

[Ipoiiec AeKOMIIO30BaHO HA CiM MOCTIIOBHUX CTajii, 110 MPECTaBICHI HA PHC.
1.

1. KoHuenT Ta 2. High-poly ; 3. PeTononoris 4. UV- 5. 3anikaHHs 6. PBR- 7. |H"'erp?j-|iﬂ
GnokayT Mo/ entoBaHHA (retopology) posropTka KapTt TEKCTypyBaHHA B pyuwin
(blockout) CRYNELATHHE (UV unwrapping) (baking) (UES5)

iTepauis BunpasnexHs UV

Pucynok 1 — BupoOuununii nukn game-ready 3D-mozeni

1. Konuent Ta 6sokayT. CTBOpEHHSI YOPHOBOI I'€OMETpli 3 MPUMITHBIB
JUTSl TIEPEBIPKU CHITYETYy Ta MaciTaly.

2. High-poly monemoBanusi. bynyerbest netamizoBaHa ciTka (MUIbHOHU
MOJIITOHIB) 32 TOTIOMOTOI0 CKYJIBIITUHTY a00 MoaudikaTopa SubdivisionSurface.
[le mxepemno iHpopMariii mpo ApiOH1 AeTaIi.

3. Peronosoris. CtBopeHHst ontumizoBaHoi low-poly citku nmoBepx high-
poly. OcHoBHa BuMOra — mnpaBWIbHUI HampsiMok pebep (edgeflow) s
KOPEKTHOTO 3aTiHEHHS Ta 30€epeKeHHs CUJIyeTy NpH  MIHIMaJbHOMY
MOJIITOHAIBHOMY OFOXKETI.

4. UV-posroptka. IleperBopenns 3D-noBepxHi y 2D-miomuHy.
KopekTHa po3ropTka BuMarae piBHOMIpPHOI IIITLHOCTI TEKCEIIB Ta BiJICYTHOCTI
nepetuHiB (overlaps), 1110 € KPUTUYHUM IS HACTYTIHOTO €TaIry.
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5. 3amikanns kapt (Baking). Ilepenecenns neraneit 3 high-poly Ha low-
poly MeToziom TpacyBaHHS MpoMeHiB (raycasting). 'enepytorbesa kaptu Normal,
AmbientOcclusion, Curvature.

6. PBR-tekctypyBanHs. CTBOpeHHsT MaTepiajiiB Ha OCHOBI (hi3MUHUX
BJIACTMBOCTEH TOBEpPXHI (IIOPCTKICTh, METANIYHICTh). BHKOPUCTOBYETHCS
mozenb PhysicallyBasedRendering.

7. Inaterpamis B pymiid. Excnopr y d¢opmari FBX, HamamTyBaHHS
meiinepiB B UnrealEngine 5 (UES), renepaiisi koii3ii Ta piBHIB JeTajizaiii
(LOD).

s 3abe3neuenns ctabimpHOi pobotn B UES Momens mae mpoxoautu
TeXHIUHYy TepeBipky. KirouoBi kputepii BKIIIOYAIOTh: BIACYTHICTh N-KyTHHKIB
(mpuMycoBa TpIaHTYJSIIS Tepes eKCIOPTOM il YHUKHEHHS apTe(akTiB
3aTiHeHHs); 3aMkHeHy reomeTpiro (Manifold) mo mependadae BimCyTHICTH
BHYTPIIIHIX TpaHEeH Ta AIPOK y CITII; KOPEKTHICTh HOpMAaJIEH KOJIU yCi BEKTOpHU
HOpMaJlel MaroTh OyTH CIpsiMOBaH1 Ha30BH1 (BpaxoByrouu backfaceculling y
PYIIIsX).

Jis  3a0e3nedeHHsT KOPEKTHOI 1HTerpamii Ta Y3TOJKEHHS CHUCTEM
koopauHat Mmix Blender (ne Bich Z cnpsmoBana Bropy) ta UnrealEngine 5,
koH(pirypamis FBX-exkcioprepa mae 0a3yBarucs Ha psiii HACTYITHUX KPUTHUYHUX
napameTpis.

OO0oB's13k0BUM € 3acTocyBaHHs Tpancpopmauiid (ApplyTransform), mo
no3Bosisie  3adikcyBatu  MacmTabd  o0'ekTa Ta  YHUKHYTH  TTOMHJIOK
MacimTabyBaHHs Oe3locepelHbO B IrpoBoMy pyimii. Takox, uis mnepemadi
iHdopmalli mpo TBepAl Ta M'ski peOpa HEOOXIIHO BCTAHOBUTH MapameTp
3raapkyBanHs (Smoothing) 1110 rapaHTye KOpEeKTHE B1I0OpaKEHHH.

BaxxnuBuM  acnmekToM €  HallAalITyBaHHS — OpIEHTAIll  ocel: s
MPaBWJIBHOTO MO3UIIIOBaHHS Mojeni B mnpoctopi UES BcTaHOBIOIOTHCS
napametpu -YForward ta ZUp. Kpim Toro, ajist 3abe3neueHHs] 1I€HTUYHOCTI
reoMeTpli B 000X CepeloBMINAX Ta 3amo0iraHHs MOsBl apTedakTiB TpH
aBTOMATUYHIN 1HTEpHpeTalii MOJITOHIB PYIIIEM, 3aCTOCOBYETHCS MPUMYCOBA
tpianrymsmis (Triangulate) mig yac excropry.

[IpoexTyBaHHs BUPOOHUUYOTO IUKIY JO3BOJHIO CHOPMYBATH 1HXXEHEPHY
0a3y JUIsi CTBOpPEHHS SIKICHOTO IrpoBoro KOoHTeHTy. Bukopucrtanus Blender sk
€IMHOTO CEpeAOBUINA PO3pOOKH 3abe3nedye BIICYTHICTH BTpaT IaHUX MpPH
KOHBepTallii, a inrerpauis B UES migTBepaKye CyMICHICTh po3p00JIeHOT MoAei
3 CYYaCHMMH Taly3eBUMH CTaHJapTaMu. 3alpollOHOBaHAa TPHUPIBHEBA
apxitektypa (Source — Processing — Engine) € yHiBepcaibHOIO Ta MOXKe OyTH
3aCTOCOBaHa JIsl pO3POOKH aceTiB OyIb-IKO1 CKJIQTHOCTI.
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