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Y pobomi nposedeHo aHasi3 cmeopeHHs1 homopeanicmuyHUX mpusuMIpHUX
ob’ekmie  memodom  omoepammempii. BusHavyeHi emanu, ymosu ma
iHecmpymeHmu onmumidauyii mpusumipHoi modesi 0nsi nodanbwoezo i ekcriopmy y
ieposi pyuwii. [ocnidxeHo onmumarnbHi HanawmyeaHHsi Low-poly-modeni Ons
¢omopeanicmu4Hozo 8idobpaxeHHs1 06’ekmis i MiHiManbHo20 0bcsey OaHUX CUEHU
i2gposoeo npocmopy.

Knroyoei cnoea: yugposi mexHonoeii, gpomoespammempis, apximekmypa
Komn'tomepa, Komr'tomepHa 2padgpika, OusaliH iepogoeo cepedosuuya, onepauitiHi
cucmemu.

BCTYN

MoTpebu y cTBOpeHHi oTopeanicTuyHux 3D-mopenen 06GymMoBREHi ix
BMKOPUCTaHHAM [ANs BWUFOTOBMIEHHS TPWMBUMIPHUX AeTanen wnsxom 3D-gpyky,
dpesepyBaHHs Ha CNC-Bepctatax, nuTTS, CTBOpPEHHA OO’ekTiB ANnS irpoBoi
iHOYCTpIii, CUMYNATOPIB BipTyarnbHOI peanbHOCTi Ta TPMBUMIPHUX KapT NS reogesii.
TexHiYHO Le CTano MOXIUBUM, 3BaXKalun Ha CTPIMKUIA PO3BMTOK OGYMCIIOBaNbHOI
notyxxHocti GPU Ta wmogenew LWTYy4HUX HENWPOHHMX Mepex. [Onsa  daxisuis
LMGPOBUX TEXHONOrM Ta Au3alHepiB Lie CTBOPHE PpPAL BUKAWKIB: BMKOHAHHS
Benukoro obcsiry pyTuHHOi po6oTu. 3 uiei npuyMHM gu3anH, ocBiTa Ta Hayka
notpebyoTe AocnigKeHb LWBWAOKMX METOAIB  OTpUMaHHst  choTopeanicTUyYHUX
TpUBUMIpHMX 00’ekTiB. Ana cTBOopeHHs 3D-Mogenen BUKOPUCTOBYHOTLCHA: KMaCUYHI
METOAMN MOAENOBAHHA CKYMbNTUHIY, CKaHyBaHHSA (Di3nYHMX OB’EKTIB Ta anroputMmu
WTY4HOro iHTenekty. OgHMM i3 CyyacHUMX METOAIB ONA CTBOPEHHA CTaTUYHUX
TPUBUMIPHMX OB’€EKTIB, TakMx SK KaMiHHS, npeameTu iHTep’epy, Oyaisni Ta iHwWwe, €
doTorpammeTpisa [1]. BukopuctoBytoun metoa doTtorpammeTpii, MOXHa oTpumaTtu
MakcumanbHO  peaniCTUyHy  TPUBMMIPHY Mopenb, ane BOHa  Matume
BMCOKOMOMIrOHanbHy CTPYKTYypy i notpebyBaTvme noganblioi onTuMisauii ans
BUKOPWUCTAHHSA B irpOBUX pyLUisIX.

Po3pobHukamu Ta gocnigHMkamn TeXHONOo i BU3HAaYeHHs1 rMMOWHN cLeHun 3a
uncppoBumn  3HiMkamu 3 kamep € H. CHeneni, P.Xaptni, E. Siccepman.
HocnigpxeHHa OoTorpaMMeTpU4HOro MeTOAY CTBOPEHHS TPUBUMIPHUX MoAenewn
apxiTekTypHux  cnopya,  3gincHioBanu  B. binoyc, C. bogHap., J1. Bakyniok,
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B. BonowwH, IN. Oe6beBek, A. [lyHaeBcbka, €. lyHaescbkun, M. Enbnam, M. lNleson,
O.Noy, B., A. Teptnunnn, B.MenbHuk T1a O.Pyauk. BnposagxeHHs
doTorpammeTpii i gocnigxeHHA npobnem 3gincHioloTb M. baraesa, P. bepgpara,
C. BaxapueHko, J1. KouepuriH, A. TapHoBCcbkui, M. TapHoBcbkui, |. TabakoBa,
O. PyciHoB.

NMOCTAHOBKA 3ABOAHHA

MeToto poGoTM € [pocnigXeHHs onTuMmisadii MeTody doTorpammeTpii
CTBOPEHHA (hoTOpeanicCTUYHUX TPMBUMIPHUX OB’ EKTIB ANs €KCropTy B irpoBi pyLuii.

PE3YNbTATU OOCNIOAXEHHSA TA IX OBrOBOPEHHS

MeTog doTorpammeTpii peanidyeTbcsa 3a AONOMOrOK NepeTBOpeHHA Habopy
uncposux 2D-306paxeHb, OTpuMaHMX 3a AOrNomMorow oTodikcalii 3 pisHUX
pakypciB, y TPUBUMIPHY XMapy TO4YOK, a MOTiM Yy MOfiroHanbHy CiTKy — MeLl
TPUBUMIPHOI Mofeni, Ha SKy HaknagaeTbes TekcTypa [1; 2]. Y cyyacHii po3pobui
irop Ta uMdpoBOMY AM3aiHi Ler npouec HasnBaeTbca Photogrammetry Pipeline.

MounHaeTbca npouec dotorpammeTpii 3i CTBOpeHHs Habopy LudpoBux
300paxeHb peanbHoro ob’ekta — Data Acquisition. Akicte 3D-mogeni Ha 90%
3anexunTb Bif AKOCTI i KINbKOCTI CBITNNH Ha LboMmy eTani [2].

Lincbposi 300paxeHHs 3aBaHTaxylTbCA B CrelianisoBaHe nporpaMHe
3abesnedeHHa Meshroom, RealityCapture a6o Agisoft Metashape, ne BoHu
aHani3ylTbCA Ta Ha Pi3HWMX CBITIMHAX 3HAXOAATbCS iAeHTUYHI Toukn. lMporpama
RealityCapture, Big komnanii Epic Games, sika € po3pobHukom Unreal Engine,
peanisye aBToMaTM30BaHUW npouec pipeline — oTpuMaHHs oTopeanicCTUYHNX
TPUBUMIPHUX MOZENEen Yy [Ooporvx KOMepLiHWX npoekTax. LUBmakicte o6pobku
AaHux RealityCapture nepesuiuye y Ginblie Hixx 10 pasiB 3a Meshroom. MNporpama
Ma€ HaWkpalli anropyTMU BUPIBHIOBaHHA UMAPOBUX 300paxkeHb y MOPIBHSAHHI 3
Meshroom. RealityCapture mae nnaTHy niueH3sil0 AN KOMEpPLUiIHUX MPOEKTIB 3
aoxogom Ginbwe 1 MinbroHa gonapie, ane Ans CTYAEHTIB | 3aknadiB OCBIiTU MOXe
BMKOpUCTOBYBaTuCs 6esonnaTHo. MNpoTe AaHa nporpama Mae 3akpuTUii NoYaTKoOBUIA
Kod, i TOMy HEMOXNMBO MpoaHanidyBaTu Mpouecu Ans HaBYaHHSA PO3POOHMKIB.
Meshroom BxoauTb 00 nporpamHoro 3abesneyeHHst Open Source NPOEKTY Ta MOXe
BUKOPWUCTOBYBATUCS CTYAEHTaMW AN BMBYEHHA NpuHUMNIB doTorpammeTpii. Y
NpOLECi CTBOPEHHS MELLY MOXHA BPY4YHY 3MiHIOBaTW NapamMeTpu KOXHOro eTtany Ta
BMIMBaTW Ha 3aBepLuanbHui pesynbtat. Obuasi nporpamun CTBOPEHHSA TPUBUMIPHOT
mMogeni 3a undpoBMMU 300paKEHHSAMU BUKOPWUCTOBYIOTb BWKIMIOYHO [AMCKPETHI
BigeokapTn NVIDIA.

KoxHe pacTpoBe 300paxeHHs aHanisyeTbCs, a [Anid KOXHOro mnikcens
BM3HAYaEeTbCsl MUOMHA pO3MIlLlEeHHs Yy NpOCTOpi 3a [OMOMOroH  anroputmy
MaclTabHo-iHBapiaHTHOro nepeTBopeHHst o3Hak (SIFT) [4]. MoTim agaHi onopHi
TOYKW 3'E€QHYIOTLCS Y TPUKYTHWUKU NOMIroHiB 3a anroputmMoM lyaccoHa, yTBoptolyn
BMCOKOMNoMiroHanbHuMn Mew — high-poly Mmogens. Ha ubomy etani o6’ekt Bxe €
oTopeaniCTU4HNM, ane 3aHagTo «BaXKUM» AN irpOBOro pyLlid, TOMY WO MOXe
cknagatnuca 3 5-10 minbioHiB noniroHiB [3]. Meshroom wmoxe aBTOMatuM4HO
3MEHLIMTU iX KINbKICTb OO0 NPUAHATHOrO piBHSA, Hampuknag, 4o 1 MinbioHa,
36epiratoum npu UboMy BidyanbHi getani. Ockinekn High-poly mopens ayxe
pecypcoBuTpaTHa pAns irposoro pyuwis [3], BuUKOHyeTbcA ii MmocTobpobka i
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onTMMI3auia Tornonorii y TpUBMMIpHOMY rpadiyHoMy pefakTtopi. [Ons uporo,
Hanpwviknag, 3a AonoMoroto rpadiyHoro pegaktopa Blender y mogeni Bugansiotbcs
3amBi pgetani Ta HeTOYHOCTi oO’ekta, TOMy WO nig 4Yac oTtorpammeTpii
3axONMIOKTbCA LWIMATKM Mignoru, nigctaBkn abo oToudytodi npeameTw. [loTim
HeobXxigHO 3a gonomorot iHcTpymeHTy Fill 3akpuTu gipku, ki yTBopeHi Yepes bpak
iHbopmaLii Npo ToukM 06’eKTa Ha CBITNIMHAX, HaNpuKNag, y NOBEPXHi B OTBOpax Y
HWXKHIX abo HaBucar4mx YactTuHax ob’ekta. lig 4Yac petononorii MoangikaTopom
Remesh abo nnarinvom RetopoFlow ctBOptoeTbcs Low-poly mogens 3
YOTUPMKYTHUMMW NoniroHamMu nosepx nepeuHHOI High-poly mogeni.

Ona HaknagaHHa TekcTypu Ha 3D-mogenb Tpeba 3pobutn UV-posropTky 3
MiHIManbHOK KiNbKICTIO LIBIB i MakKCMManbHO edEeKTMBHO 3anoBHUTU MNPOCTIp
TEKCTYpOl 3a [OMOMOrold aBTOMaTu3oBaHOro iHCTpymeHTy Blender — Smart UV
Project abo py4yHum Bu3HayeHHsiM pebep iHCTpymeHToM Mark Seam, 3a skvMu
O6yne crtBoptoBaTucs UV-posropTka, Ta HanawTyBaHHSA LwWwBiB. [ani, 3aBadaku
3anikaHH0 TekcTypu Low-poly, mogenb Gyne matu dotopeanicTuyHuin BUrMsA, a
hanin Ans ekcrnopTy y irpoBuiA pyLlin 6yge matv Manuin isndHniA poamip, nopaaky
5 MB. Yepes kapty Hopmanen (Normal Map) npu 3anikaHHi nepeHocAaTbCa aetani
Mikpopenbedy, TpilwmHu Ta 3anaguHn 3 High-poly Ha Low-poly mogenb. Yepes
KapTy wwopcTkocTi noBepxHi (Roughness Map) nepeHocAaTbCA ymOBW BifbuBaHHS
CBiTNa, Hanpvknag, macka 6inoro Konbopy AINSHKM BU3HAYae MaToBy MOBEPXHIO, a
yopHa — rnsaHueBy. KapTta poscisHHsa cBitna (Ambient Occlusion) nepeHocuTb
iHbopmalito npo M’ski TiHi B 3arnnbuHax, gogatoum o6’emy nosepxHi. Konip Low-
poly mogdeni Ans 3anikaHHA NepeHOCUTbCHA 3 BXIOHWX CBITNWH poTorpammeTpii nig
yac aBTOMAaTMYHOrO TeKkCcTypyBaHHA 4u PBR-aBTOpcTBa. [lpoTe, aBTOMaTUYHO
CTBOPEHiI TEKCTYpPU MOXYTb MICTUTU TiHi Ta BigGNUCKM 3 peanbHOro CBiTy. AKLIO
NMOMICTUTW TaKy MoAerb B irpOBY CLEHY 3 iHLUMM OCBITIEHHAM, BOHa BUrnsaaTMuMe
HEenpMpogHOoI, 3 TiIHAMM i CBITMMMW JiNgHKaMuW, SKi He BiANOBIAATUMYTb KyTy
OCBITNEHHS.

CtBopeHHs PBR-kapT komnbopy koxHoro nikcensi y Adobe Substance 3D
Painter noTpibHe ans Toro, WO6 OG’EKT MpaBUNbHO B3AEMOAIAB 3 AXepenamu
cBiTNa y irpoBoMy pywii. Hanpuknaa, 3a ymMOBM HaknagaHHs TEKCTypu y BUrnsagi
Tinbkn 306paxeHHs (Albedo) cTiHa y irpoBoMy pyLii BUrnsagae sik NocKMi nnakaT
abo HakneeHi wnanepw. [oBepxHs CTiHW He pearyBaTume Ha CBiTNO, He Oyae
06’€MHOI0, a TPILLMHM 30aBaTUMYTbCS NPOCTO HamManboBaHMMU. FKLO BUKOpPUCTaTH
PBR-kapTy, TO 32 paxyHOK KapTu HOpMaren KOXHa uerfnvHa noyvHae BiakvaaTtu
MIKPOTiHi, KapTa LIOPCTKOCTi pobuTb uerny MaToOBOK, a LEeMEHT MiX HUMK — Lie
GinbWw MopucTUM, a KapTa po3CiloBaHHS CBiTNa gogae rNUOOKI TiHi B LWiNUHAaX.
TakMM YMHOM, CTiHa 34a€eTbCcs 06’EMHOI0 | peaniCTMYHO, HaBITb SIKLLO BU ANBUTECSH
Ha Hel nig KyTom y irpoBomy npoctopi. [MpoTe, TexHi4YHO cTiHa Oyae 3anuwaTtucs
nnackMMm MOniroHoM Ta Ha ii NPOpaxyHOK Yy CUeHi BUTpayaTUMETbCS MeHLue
pecypciB Bigeokaptu. Lle BinbyBaeTbcs 4yepe3 Te, WO JOACBKE OKO Crpuimae
peani3am He 4epes KiNbKiCTb KyTiB Y Moeni, a yepe3 Te, 9K CBiTNO B3aemogie 3
noBepxHer. €OuHe, Mi4 4Yac eKcnopTy Mogeni y irpoBui pyuwini, HeobxigHo
BpaxoByBatu Te, Wwo Unreal Engine, Unity Ta Godot iHTepnpeTytoTb AaHi B kaHanax
TekcTyp no-pisHomy. Unreal Engine BukopuctoBye crtaHgapt DirectX, y sakomy
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kaHan Green KkapTu HopMmanew iHBepTOBaHWW, i TOMY 3anagvHW cTaBaTUMYTb
Bunyknoctamu, a Blender Tta Unity BukopuctoByloTe ctaHgapT OpenGL, Tomy
iHBEpTYBaTK Hi4YOro He NOTpibHo. [Ins 3anikaHHs TekcTyp y Blender Tpeba y Bknagui
«Render Properties» Bubpatu gsuryH Cycles, y meHio «Bake» ana Normal Map y
BMnagatodomy cnucky Bake Type o6bupatm Normal. Axkwo wmopens 6yne
BuKopucTtoByBaTucs y Unreal Engine, nicna 3anikaHHa HeobxigHO y Bknagui Image
Editor BubpaTn cTBOpeHy nig 4ac doTtorpammeTpii kapTy HopMarnew, nepenTu y
po3ain «Image», gani y nyHkTi «Invert» o6patn «Green Channel» abo 4yepes Hoay
B «Shader Editor».

BUCHOBKU

OTxe, BUKOPUCTaHHA TexHomnorii  doTorpammMeTpii AN CTBOPEHHS
doTopeaniCTMYHOI Moderni AN CUeHW irpoBOro MpocTopy € BunpasgaHuM, SKLO
30iACHATM  peTonosorilo  Mewy Ta ONTMMI3yBaTU TEKCTypy 3a paxyHoK
HanawTyBaHHA PBR-kapTu, fka 6yae YyTnvBOIO A0 AXepen OCBITMNEHHS irpOBOro

pyLuis.
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DZHEVAHA H., DOLIA A.

OPTIMIZATION OF PHOTOREALISTIC 3D MODELS AFTER
PHOTOGRAMMETRY FOR GAME ENGINES

The paper analyzes the creation of photorealistic three-dimensional objects
using the photogrammetry method. The stages, conditions and tools for optimizing
a three-dimensional model for its subsequent export to game engines are
determined.
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computer graphics, game environment design, operating systems.
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