30ipHUK TIpalb y9acHUKIB BceykpaiHChkoi HayKOBO-TIPaKTHIHOI KOH(EpeHTIIii
«Indopmaniiini TexHo10Tii Ta MOJETIOBAHHS CHCTEM)

Hopoux P. O., crynent
XKutomupcekuii nep:kaBHUH yHiBepcuTeT iMeHi [Bana @panka
HayxkoBuii kepiBHUK — K. IIel. H., 1o1ieHT Mocitok O. O

OCHOBHII ETAIIX CTBOPEHHS 3D-MOJEJIEH JIJIs1 KOMII'IOTEPHOI I'PA
PIBHS AAA

VY cyuacHomy iHPOpMaIIHTHOMY CYCIUIbCTBI HaI3BUYAHO TUHAMIYHO PO3BHBAIOTHCS Taly3i,
SIK1 TIOB’513aH1 13 CTBOPEHHS TPUBUMIPHUX MOJIeNeil, 30KkpeMa po3po0Ka MoJIiroHAIbHUX TPOCTOPOBUX
00’€KTiB Ui KOMIT I0TepHUX irop panry AAA [6]. o HEUX BapTO BiTHECTH BIACOITPH, SKi MAIOTh
BEJIMKHI 0 I0/DKET Ta BUCOKI CTAaHAAPTHU PO3POOKH, a OTXKe 1 TPUBUMIpPHI HU(PPOBI MOjEI MalOTh
BIIMOBIAATH HeoOXiAHMM mnapamerpaMm. Cepell OCHOBHOTO IMPOTPAMHOIO 3a0€3MEUYEHHS] MOXKYTh
BUKOPUCTOBYBATHCS Taki mporpamui komriekcw sik: Blender [2], Cinema 4D [3], 3DS Max [1], Maya
[5], ZBrush [7] Toro.

s Toro o0 3abe3meunT cTaHAapTH BUCOKOI sikocTi 3D mopeneli y ctBoproBaHux AAA
IIPOEKTaX, BAYKJIMBUM € JOTPUMAaHHS IOCIIJOBHOCTI BUKOHAHHS 3a/1a4. Y TaKOMY BUIIAJKY 3aBIAHHS
pO30MBaEThCA Ha KiJIbKa YaCTHH, IIO CIPOUIYE MPOLEC CTBOPEHHS MoAeni. 3a3zaBUyYail po3podOka

38



30ipHHUK Mpalls y9acHHUKIB BeeykpalHChKoi HAyKOBO-TIPAKTHYHOT KOH(pepeHIii
«IndopmauniiiHi TeXHOJIOTIi Ta MOJIEJIIOBAHHS CHCTEM»

MOJIEJTi CKJIAJAEThCA 3 I’ ITH OCHOBHHUX €TaIiB: ApadT, CTBOPEHHS BUCOKO- T4 HU3HKOIOJIITOHAIBHOL
Mojieni, BukoHaHHS UV-po3ropTky, «3amikaHHsIy KapTh HOpMaiiei, TekcTypyBanHs [4]. Po3kpuemo
iX meranpHiIIE HAa MPUKIIAAl BUTBHOIPIIMPIOBAHOTO KOMILIEKCY TpuBUMipHOI rpadiku Blender 3D.

HpadT — e crnpomena ¢popma CTBOPIOBaHOI MOJIEINI, KA, 3a3BUYal, POPMYETHCS 3 THIIOBUX
npoctopoBux ¢iryp. Bin ckinamaeTscs 3 OJOKIHTY Ta JAeTaiizamii. bIOKiHT € TeBHUM MPOCTOPOBUM
€CKi30M, OCHOBOIO ISl SIKOTO € 0a30Bi mpumiTHBHU (KyO, cepa, mumHAp TOIIO). 3aBISIKH IIBOMY
KPOKY 3aJ[al0Th OCHOBHI mponopuii Mmozeni. Ha 1ipoMy eramni BUKOPUCTOBYIOTh BEJIHKI Ta CepeaHi
dbopmu 00’exta. Ha erami meramizariii mpoayMyrOTh MEXaHIKy Ta JOJAOTh JAPiOHI €IEMEHTH, IO
POOUTE MOJIENb OLIBIIT PEaTiCTUIHOIO.

[Ticnsa cTBopeHHs npadTy NpexoasTh 10 poOOTH 3 MOJITOHAIBHOI CITKOI. Y pamkax AAA-
MIPOEKTIB BUPI3HAIOTh HU3bKO- Ta BUCOKOMOIITOHAIBHI MO/EN (Y aHITIHCHKiN TepMiHOJIOTII 11e low
ta high poly moldels Binmosinno). HuzpkonomironansHa 3D Moaens sBisie COO0K0 TPUBUMIPHHUI
BIpTYyaJIbHUI 00’ €KT 3 HEBEITMKOIO KUTBKICTIO MPOCTOPOBUX OAraTOKYTHUKIB (IS PI3HUX MPOEKTIB 1X
KUIbKICTh MOXke BapitoBaTucs Big 500 mo 5000). Came HMX BHUKOPHCTOBYIOTH UIS €KCHOPTY O
IrpOBHX PYIIIB, 1100 3MEHIINTH HAaBaHTAXCHHS HA crcTeMy. [IpuKiia HU3bKOMOIITOHATBHOT MOAETT]
npeCcTaBiIeHo Ha puc. 1.

Puc. 1. Hu3bkonnonizonanvna mooens Kkopnyca Puc. 2. Pozzopmka mooeni kopnyca
agmomooina agmomooinsa

BucokomnomnironanbHa MOeNIb MICTUTh HAJ3BHYAWHO BETUKY KUIBKICTh MOJIITOHIB 1 iX YHCIIO
OOMEXYy€eThCSl JIMIIE alapaTHUMHU pecypcaMM CHCTEMM, Ha fKiii BOHa cTBOprooThes. st Hel
XapakTepHa HaJ[3BHYaiiHa JieTani3alis, o TUIbKU J0J1a€ PEaiCTUYHOCTI. Y 1rpoBii 1HAYCTpIi Ha ii
OCHOBI CTBOPIOIOTh KapTy HOpMalieH, Ky, B IOJAbIIOMY, HAKJIaJal0Th Ha HU3bKOMOJIITOHAIBHUIMI
00’€KT 3 METOI0 onTUMi3alii oduncaoBanbHuX MoxiauBocTe [1K 1 30epexxenHIo peanizmy.

Ha erami cTtBOpeHHs po3ropTku «lowpoly» Mojenb po3ropTairoTh Ha IUIOLUIMHY, 100 Y
MOJTAJTBIIIOMY BUKOHATH KOPEKTHE HAKJIaJaHHs KapT HOpMallel Ta TeKCTyp. BakiamBuM MOMEHTOM
I[BOTO €TaIly € HAHECEHHsI MIHIMaJIbHOI K1IBKOCT1 pO3pi3iB, 1100 MiHIMI3yBaTH BUKPUBJICHHS TEKCTYP
Ha Mmozeni (puc. 2).

Puc. 3. Haknaoanusa mexkcmyp Ha HU3bKONOII2OHATbHY MOOEb.
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ETan «3amikaHHs» KapTH HOpMaJiel T03BOJISIE TIEPEHECTH AETali3allii0 3 BUCOKOMOIITOHAIBHOT
MOJICJII Ha HHU3bKOIOJITOHAJIBHY, a TEKCTypyBaHHs (puc. 3) — me croci0 HamaHHs moBepxHi 3D
00’€KTa IEBHOTO KOJBOPY, aKkTypu, OJIMCKY, MATOBOCTI a00 K IHITNX ONTHYHUX BIAacTUBOCTEH. Ha
ChOTOJIHI ICHYE JIBA OCHOBHHX CIIOCOOM BHKOHAHHS TEKCTYp: CTBOPCHHS TEKCTYP B PEIaKTOpax
pactpoBoi rpadiku (Adobe Photoshop, Gimp, Painter) i3 camoro mouaTky ab0 BHKOPHUCTOBYIOUU
rOTOBI pacTpoBi 300pakeHHs (poTorpadii, MATIOHKH TOINO) Ta TEKCTYPYBaHHS y CIEIialli30BaHUX
nporpamax (Substance Painter, Autodesk Mudbox, 3D Coat, ZBrush) Bimpa3dy Ha mmOBepxHi
TPUBHUMIPHOI MOJICIII.

IlincymoBy0UYH 3ayBa)XMMO, IIO0 BUKOHAHHS MMOETamHOi po3poOku 3D mozeni 103BoIIsiE
VHUKHYTH TTOMHJIOK Ta 3a0e3Me4YuTH BHCOKI CTaHmapTH AAA mpoekrtiB. Takox I HaJae 3MOTH
BUPIIIATH MUTAHHS CTHJIICTUKH CTBOPCHHSI TPUBUMIPHHUX MOJIEJICH, CTBOPCHHS KapT HOpMaJei Ta
€(EeKTUBHO EKCIIOPTYBATH MOJIENb Yy CIIelialli30BaH1 irpoBi pymIii.
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