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BusyasibHOe npeacTaBaeHune
MaTEMATUYECKUX OOBEKTOB

Blender. lMpoaonxeHue.
[naBa Ne5
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[1Ba OCHOBHbIX TUMNA MOoAEeNeMn:

Lowpoly mogenn — ynpouweHHas u
ONTUMU3NPOBAHHAA MOAEeNb ANA UTPbI C
MWHUMAJIbHbIM KOJIM4ECTBOM MNOJINTOHOB.

Highpoly moaenn — makcmmanbHO
NeTanm3npoBaHHaa moaenb (Ana nonyvyeHus
PEaNNCTUYHOro Kagpa nam gnAa nepeHoca
netanun3lauum Ha LowPoly yepe3 Normal Map)

| cs.petrsu.ru




Low-poly moaensb

* 30 06bEKT, KOTOPbIN BbIAAUT PEATUCTUYHO U
NeTain3npoBaHoO, HO NPU 3TOM UMEET
NOJINTOHA/IbHYIO CETKY C HU3KUM pa3peLleHnem

— T.€. NO/INToOHOB U BEPLUNH Y TAKOTO obbeKkTa mano.

* Yaule Bcero npumeHaeTca npu Co3aaHnm nrp u
real-time cuctem

— OCBeLlleHMe, NONNTOHbI, TEKCTYPbI MPOCYUTLIBALOTCA HE
3apaHee, a npouecce Yero-To (HaNnpUMep Urpbl- Kyaa
NoMAeT UTPOK, KaK U Kyaa oTbpocuTca TeHb). '
Heobxoanmo coKpallaTb KONMYECTBO PACYETOB. k

| cs.petrsu.ru




High-poly moaenb

* 31 00bEKT, KOTOPbIN BbIMNAANT CBEPX-PANTUCTUYHO U
CBepX-A4eTasM3mMpoBaHoO, U MPU 3TOM UMeeT
NOJINTOHANbHYIO CETKY C BbICOKMM pa3peLleHUnEM.

* Yaule BCero npuMeHseTca npm co3gaHnm
PEANIUCTUYHDBIX N CBEPX-PEaIUCTUYHbIX apT-PEHAEPOB,
aHUMauun, dnabmoB U Bcex apyrux prebaked cucrem.

— lMpea3anonHeHHbIN T.e. Kagapbl MOTYT ObITb NO/IYYEHDI
3apaHee.

— Hanpumep TpaccupoBKa yyeit CBeTa B perkmme
peasibHOro BpemMeHu He A0TArMBaeT A0 KavyecTBa. Bpems
CO34aHUA KayecTBa OAHOIO Kagpa MOXKET 3aHUMaTb 1-2

AHA, B UTPaX Takoe He BO3MOXHO — T.K. Haao mmnHnmym 30 K
KaapoB B MUHYTY.

cs.petrsu.ru




* [lepexopn ot highpoly K lowpoly nHoraa
AOCTaTOYHO C/I0XHbIU npouecc.

* [1pn Nnope3Kn NOANroHa/IbHOW CETKM Mbl
Tepaem getann, NO3TOMY 3T AeTaan HAJ0
NEePEHOCUTb Ha TEKCTYpPbI (HOpManewu, BbicoT,
OKK/1t031 1 T.4..)

| cs.petrsu.ru




Low-poly moaenu. Mpunmepol

e CeTKa He o4YeHb
NaOTHaA.

* BWHTbI, Bbipe3bl
AOCTUraroTCA 3a
CUYeT TEeKCTyp.



Low-poly moaenu. Mpunmepol

e OyeHb Mmano NOANTOHOB.

* [locne npumeHeHUA
TEeKCTYp K moaenm




Low-poly moaenu. Mpunmepol

cameral

* [lonnroHos o4eHb mano, meHee 1000

* [Mpun HANOXKEHUU KapT MOoAeNb BbIMAANT OYEHb
peannctmyHo. O4eHb CNOXKHbIN NpoL,ecc.




High-poly moaenun. Npumepsl
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* Bce geTtanu caenaHbl 3a CHET NOJIUTOHOB.




High-poly moaenun. Npumepsl

« CBepx-peanncTmyHas ) N O
MOAENb. = |



[lpyroe

* Midpoly moaenn — komnpommcc mexkay
6ecKoHeYyHOo AeTa/IM3UPOBAHHbIMW XalNoAU U
ONTUMM3NPOBAHHbIMU JIOYMOJIN.
Mcnonb3yeTcs B OCHOBHOM A8 KNHO.

* Sculpt — cBepx-aeTannsnpoBaHHble MOAENN,
KaK NpaBuUIO BblJIEN/IMBAIOTCA B PYHYHOM
pexunme

| cs.petrsu.ru







1. LowPoly

* LowPoly ana snaeo nrpbl HeobxoaMMO
cAenaTb MaKCMMaJIbHO IETKUM, C HEDONbLLUM

4YUCNOM TPEYro/IbHUKOB.

* Bce na0CKUe AeTanun PUCYIOT B TEKCTYPaxX AN
Ha HOpManun, a reomeTpuen oTbmMBatoT TONbKO

O6'b€KTbI, BANAKOLWLNE HA CUNYIT.

* B UrpoOBOM ABUMKKe TaKaa ceTKa Bceraa
TPUaHIYINPOBaHa. \_

| cs.petrsu.ru |




KapTbl HOpMmaneu

LowPoly HighPoly 3aneyka Ha Normal

j
ﬂ

LowPoly Normal Map

Mopgenb B urpe




na npumepa:

Tu |




Jloynonwn ans pasHbiX UTP OTIMYAKOTCS.

Ha mobunbHbIX Urpax 10YNoan OYeHb Nnerkas, 2K
— 10K TpeyronbHMKOB.

Ha HeKoTopbix AAA npoeKTax ntobAT BLUMBATL
BCIO reOMETPUIO B OFPOMHbIEe LiesibHble GOpPMbl, a
Ha APYrnxX Kaxayto Aetanb oTOMBAOT OTAE/IbHOMU
reomeTpuen.

ECTb NpoOeKTbl, rae Ha rMaBHOMo NepCcoHax<a
BbIXoAUT 50-60K TpeyronbHMKOB, a bbIBatoT

npoeKTbl N0 250K TpeyroNbHUKOB Ha NepCcoHaxXa. \

cs.petrsu.ru




AAA - Knacc BbICOKODOIOKETHbIX KOMMbIOTEPHDbIX,
Ha4yan ncnonb3oBaTbCA B KOoHUe 1990-x roaos.

e oaHa n3 nepsbix Urp - Final Fantasy VIl ot
Squaresoft (1997r)

* NMPOM3BOACTBEHHbIN M MAapPKETUHIOBbIN DroaXeT
oKono 80-100 mnH. gonnapos

— b6toaxkeT Grand Theft Auto V — 265 maH.gonn. ( 2013-
2022rr)

* BbIXO/ CONPOBOXKAAETCA aKTUBHOWN PEKNAMON Ha
PA3/IMYHbIX NAOWaAKaX \

| cs.petrsu.ru |




55,4K TpeyronbHMKoOB
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https

officiaI-2fbcd4add2484d3fbe4a7b472d41a4e4\



https://sketchfab.com/3d-models/pubg-zima-official-2fbcd4add2484d3fbe4a7b472d41a4e4

3,2K TpeyronbHMKOB, BApPUaHT ANA
Nerkom mobmnbHOM UTpbl

sketchfab.com/3d-models ainted-helicopter-

263934997b654081aecd22fc24af11e7



https://sketchfab.com/3d-models/hand-painted-helicopter-a63934997b654081aecd22fc24af11e7

13,2K Tpeyro/sbHMKOB, YaCTb AeTaan3aumnmn
peann3oBaHa KapToM NPO3PaA4YHOCTU



https://sketchfab.com/3d-models/supersushi-lowpoly-stylized-food-cart-9a1da5e235914ab8892360fec1df02af

258,8K TpeyronbHUKOB




Lowpoly

B coBpemeHHOM Urpe moaesib Ha nepeaHem naaHe

MOXeT bbITb bonee AeTaNN3NPOBAHHOU, YEM B KMHO HA

cpegHem U 3aHeM naaHe.

KMHO BbIrNAQUT peannuctuvHee ns-3a bonee
NPOABUHYTOrO CBETa M ropasao bonbLINX TEKCTYP.

Kagp dmnabma moXKeT cUMTaTbCA Ha cynep KomnbtoTepe
HECKO/IbKO 4acoB, a BUAEO Urpa A0N*KHa BblAaBaTb
uenbiX 60 KagpoBs B CEKyHAY.

[MosaTomy Aaxke 6onee getann3npoBaHHbIE MOAENN B

by

UrpPax CMOTpATCA HE TaK COYHO, KaK MO EJ/IbKU B KNHO.

Jcs.pet
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Lowpoly

ﬂoynonm CUJ1IbHO 3aBUCUT OT TEXHOJZIOTUMN.

Ha mobunbHOM Urpe Ha BarKHOM 0bbeKkTe 5-7K
NOJINFTOHOB.

B cTapbix nrpax Ba*kHbie 06beKTbl 6bian B 10-15-20K
NOJINFTOHOB.

Cenyac urpbl nerko TaHyT moaenum no 50-150k
NO/INFTOHOB.

bbiBatoT v Bbiwe, No 200-300K MOAMIoHOB Ha
OrPOMHbIE MoAenun, Hanpumep, Kopabaum/TaHku/goma.

Ha noynonu 6biBatoT pa3Hble npaBuna. y

O4QHU moaenu aenatoTca LUeNbHbIMKU KyCKamm K
reomeTpun, gpyrme pa3bunBaroTca Ha AETa/IbKKU,  tLpetsurm




Lowpoly c HanoXeHHbIM BUTManom -
NpoLLe KapTbl HOpManeun.

1 —~

| cs.petrsu.ru




OTKyOa 6epéTcsa AMMUT Ha 1oynonn?

e [lonycTnm, TEXHUYECKMUN ANPEKTOP BbICHUTAN
orpaHnyeHune Ha noKauuto 8 10 maIH NOIMTOHOB U
200 maTepunanos.

OTcroaa BbICHUTbIBAETCA.
* Mo 150-200 moaenewn.
* BcpeaHem ot 10 go 100Kk nonmnroHos.

JTO orpaHnyeHme B34,10Cb M3 NpomnM3soauUTENIbHOCTHU
ABUXKa U XKee3a, No4 KOTOPOoeE AeNaEeTCA UTrpa.

— (1) 6e3 onbITHOro TeXHWMYECKOro ANPEKTOPaA TaKkne K
NVMUTbI HE BbICYUMTATD. Lespetrsu.ru

by




[MTpnumep peHaep Tanmnanc -
OTPMCOBKA OAHOro Kaapa

Battlefield - https://youtu.be/QVag9DM2sRU

Rise of the Tomb Rider:
https://youtu.be/PiMyGHLIoXA

Witcher 3: https://youtu.be/u8044-91CRQ

GTA 5: https://youtu.be/sKAOKZGSIDM

Jcs.pet

rsu



https://youtu.be/QVag9DM2sRU
https://youtu.be/PiMyGHLIoXA
https://youtu.be/u8o44-91CRQ
https://youtu.be/sKA0KZGSJDM

Kak caenatb ioynonu?

Ha noynonu Ba*kHbl TO/IbKO NOJINTOHbI, KOTOPbIE BANAKOT HA CUAYIT
N CTPOAT POPMbI.

D/1eMeHTbl, KOTOpble HE BUAULWLDb — HAA0 YA4d/1ATb

BCE€, 4TO CAULLIKOM YI/10BaTO Ha cUNyaTe — cKpyran. NHoraa ansa
3TOro Hago Ao6aBUTb HOBYIO FEOMETPMUIO.

Bce nnockue aeTtanu, He BAMAIOLWME HA CUNYIT, PUCYIOTCA Yepes
TEKCTYPbl UM HA HOPMaASW.

Yoanam 3agHne CTEHKM Y 0O bEKTOB.

A BCe nepeceKarouwmecs o6bEKTbI HEMHOIO yTananBau Apyr B
Apyra. He ctouT TONUTb UX CUIbHEE — TOrAa Tbl BNYCTYIO
NOTPaTULLb MECTO Ha Pa3BEPTKE, U HE CTOUT UX CTaBUTb BMPUTbIK
APYr K ApYyry — M3-3a 0COBEHHOCTN TEXHONOTUN MOXKET NOABUTLCA

3a30p, Yepe3 KoTopbiK WOoB byaeT ypoannso 61MKOBATH.

Bce He N10CKME YEeTbIPEXYTONbHUKN U MHOTOYTONbHUKK
¥KenaTeNbHO NPEBPATUTb B TPEYTO/IbHUKM BPYYHYIO.

Jcs.pet

rsu.ru




OonTnMmmnsauus

80 TpeyrosbHNKOB

B 060mnX Npnmepax ogMHaKoOBOE KOJIMYECTBO TPEYIro/IbHUKOB, HO
npaBou popme bonblle ce4eHUN Ha BHELLIHEN TPAHU, N MO3TOMY
reomMeTpuA BbIrAAUT KPyrnee IEBOMN.




JKOHOMb BCHOAY

Polygon count = 2592 Tris Polygon count = 1336 Tris

~_ Simplified
(Optimized)

cs.petrsu.ru
y6paHa NOoYTN NOZTIO0OBUHA NOJIUTOHOB 3a CHeT yaa/J1eEHUA IULWHEro ‘|\ T
MYyCOpa KOTOPbIMN HE CKa3biBaeTca Ha cuayaTe n dopme moaenm.




O umnuHAapax

ceyeHus NPonopLUoOHaNnbHbI AUaMeTpy

N KpaTHbI YeTbipeM (4, 8, 12, 16, 20, 24, 28, 32...)

BepxHuii psg, BbIrAAMUT rAPMOHMUYHO C OANHAKOBOMW NAOTHOCTbIO
CETKU, @ Ha HMXKHEM MaJieHbKME UMAUHAPbLI CIUWKOM NJIOTHbIE, a
6onblUMe HeAOCTAaTOYHO AeTalbHble.




Intersection

TonuTte
UyTh-4yTh




2. High Poly

e Xannonu — 3To AeTaAn3mpoBaHHas Moaenb

bes3 orpaHN4eHumAa no NOJINTOHaM.

* Ha Takon mogenu moryt 6bITb cAenaHbl BCe,

AdxXe CaMble MaJIeHbKUE AeTa 1.

 Takme moaenn 4YacTo AenatoT KOHUEeNTepbl, a B

BUAEOMUTPAX TaKaa reOMeTpusa Hy*KHa ansa

3aneyku (bake) Hopmana.

| cs.petrsu.ru




High Poly

Ha xannosn MmoXXHO BCE.
Xannonum He orpaHNYeHO KOAMYEeCTBOM NOJUTOHOB.

[naBHOE orpaHmnyeHmne — 4ytobbl pani OTKPLINCA Ha
BalLlem KOMMbloTepe.

Xannonun genatot 6e3 ocobbix OrpaHUYEHU NO CETKE, B
HEN NpeanoyYmnTatoT KBaapaTbl (MMKU Npolle CTPOUTb
LoopCut-bl), a OT yrnoBaTtocTten n3baBnaoTcA Ha
CrNa*KNBAHUMN.

B MrpoBo ABUMKOK TaKylo CETKY He 3acyHellb, 3aTO OHa,
MOMKET ObITb CKONIbKO YroAgHO AeTa/IM3npPoBaHHOMN U k
' ap,KOﬁ | cs.petrsu.ru




Korga Hy*KHO AenaTb Xannonwu

* B BUAeourpax Xxaunonm Hy*KHa AnAa 3aneyku
HopMmana. TonbKo AnAa Hero.

e 1nA CNOXHbIX OpraHMYeckmnx Gopm NepBbImM
AenatoT Xaunonu, a NOTOM «PeTonAaT» B
NIoynonu.

| cs.petrsu.ru
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3 cnocoba caenatb Xaumnonu:

1. Cabaus (subD) — 31O co34aHMe xannonu yepes
noaaep»KKu.
— [enaa ¢opmbl, HaKNaAbiBaellb NOAAEPHKKU, OHU

NPaBUIbHO CKPYINAKTCA, NO/ZIYyHaeTCA MaKCMMAJIbHAA
TOYHOCTb.

— 37O CTapasa M 4acTo UCNONb3yemas TEXHO/IOTUS,
3a4a4a KOTOPOW AenaTb Kpyrnble Gacku U rnagkme
dopmbil.

— BONbLIMHCTBO TPEXMEPLLMUKOB HAUYMHAIOT U3y4aTb 34
MMEHHO c cabausa.

— Camoe BarkHoOe Ha cabamBe — MOHATb, KaK CTPOUTB K
NyNbl U KOAbLLA NOJIMTOHOB, YTOObI OHM NOoAYEePKUBANN

TBOIO hopmy. \
|




* [lpn HyneBom AmMBanae moaenb HeceTe B cebe
OCTpble pebpa, KOTopble 3aKpenaeHbl
cannopT-aynamu no nepumeTpy.

e [1nA crna*XnUBaHUA NPUMEHAETCA CMYS3.

e CywecTByeT nonyaapHoe npaBuio: MOAE/b
NOI*KHA A0CTUYb HYXKHOWM rMagKoCTM nocne

npUMeHeHnA AByX cabamnBos.

| cs.petrsu.ru




* Ha nesou Mmoaenanm no1IMroHaJibHble KOJibLad

Hanpas/aeHbl 6e3 yyeta popMbl, a HA NPaABOU
OHW aKKypaTHO 06BOAAT Yro. k

| cs.petrsu.ru
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JlocCTOMHCTBA meToAa

BbICOKMIM KOHTPO/1Ib Haa $OpPMOMN.

— npaKTVI‘-IECKM HNKAKUX r|p06neM C BHECEHUNEM MPaABOK. npOCTO
y6MpaeTe nnMuHee, nogynlaeTte, nepectpanBaeTe TOMNOAOINNKO.

BO3MOXKHOCTb ObICTPO UCMPABUTL FEOMETPUIO.

— ByKBaNbHO 328 MUHYTY MOKHO MOIHOCTbIO YOMpPaTb OAHY AeTanb U
nepectpouTb Apyryto. Cam meTos NOCTPOEHMA TONONOTUM NO3BONAET
NNerKo 3TOo cAenaTb.

High poly chyxunt ocHoBoun ana low poly.

— Cabaus no3BonAeT B3ATb HYJ1IEBOW AMBANA, C OCTPbIMU FTPaHAMM,
AybanpoBaTb MeLl, NOYUCTUTb BCE CAannopTbl, YAANUTb ANLLHUE
TPEYroNbHUKU U TOYKMK, N MONYYUTb roToBbin low poly. Huuero He
HYXHO nepecTtpanBaTb 3aHoBO. High poly n low poly ns oanoro mewa.

[MlonynApHOCTb MCNONb30BaHUA CabamB-moaenmHra B nannaamHax

CTyaAnn. K
— Cabams MCnosb3yeTcs He TO/bKO B reiMAeBe, HO M B KUHOMPOAAKIWHE . it
pekname, 3D-nevatn u Ta. Knaccuuecknin cabams-mogennep —
YHUBEpPCanbHbI 6oeL, Ha pbiHKe.




HenoOCTaTKU meToAaa

CKOPOCTb CO3aHNA OOBEKTOB.

— PaboTa metoaom cabanBa — AOBONBLHO ANUTENbHbIN npouecc. B
KOMMEPYECKOM NMpoJaKLlHe 3TO He Bceraa No3BOJINTE/bHO.

TpyaHO co3paBaTb CNOXKHbIE GOPMbI.

— He Kaxkapbli XyA0KHUK-MOAennep CMOXeT Co034aBaTb C/I0XKHble
bopMbl 3TUM METOAOM. A Y TeX, KTO MOXKEeT, 3TO 3aHUMaeT
MHOTIO BpeMeHMU.

YuctKa high poly noa low poly 3aHMmaeT oueHb MHOrO
BpeMeHMN.

— YucTka cabamBa MOXKET 3aHATb CTOJIbKO e BPEMEHM CKOIbKO U
co3aaHue high poly. B nugeane Ha low poly gonxHo yxoantb B

TPW pPa3a MeHblUe BPEMEHMW.
Cabauns TpebyeTr 04EeHb MHOIO BPEMEHMU AJ11 U3YYEHMUS.

rsu.ru

— YT06bl CTaTb KPYTbIM CabAMB-MOAENNEPOM, HYXKHO MUHUMYRE
ABa-Tpu roga.




Subdiv Modeling Blender

e https://youtu.be/E7lgyJh-pVc



https://youtu.be/E7lqyJh-pVc

2. CKynbnt — Heobxoammo, ecnm y TBOEU MOAE/U
MArKne Gopmbl, OpraHuKa.
— HeToyHble, HepoBHblIe POPMbI.

— CKknagku, rpnbol, markne ¢opmbl — CMeNo Ne3b B
CKY/bIT.

— ITO KaK N1aCTUNUH, TONIbKO B 3.

— CKyAnbNT AENAEeT CETKY HACTO/bKO NJIOTHOMN, YTO
MHeLb ee KaK NNacTUINH B CNeLMaibHbIX
nporpammax (zBrush, mudbox, 3d coat).

— [naBHana 0cob6EHHOCTb CKYbNTa — MOXHO paboTaTb k
C AeCATKaMMN U COTHAMU MUITMOHOB NOJNTOHOB! & petrsuru




e https://sketchfab.com/3d-models/hybrid-runner-posed- ‘
material-rough-previs- .
3559a51bceec49c988b37dc16f8c6515


https://sketchfab.com/3d-models/hybrid-runner-posed-material-rough-previs-3559a51bceec49c988b37dc16f8c6515
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3. CAD reomeTpma.

— OT1 06bI4yHOrO MoaennposaHma CAD otnnyaeTcs
TeM, YTO KaXKaasa NOBEPXHOCTb B HEM 3a[aeTcA
dbopmya1on, MO3ITOMY OHA MOXKET DObITb CKOJb
YroAHO rNaaKon 1 NA1aBHOWU, U ee Nerko
pefakTMpPoBaTb Ha Ntobom 3Tane.

— Ho B BMAeourpax Takme moaenu He NCNoib3ytoT,
TaK 4yTo Yawe scero CAD moaenun Tbl MOXKellb

YBUAETb B KNIEBOM KOHLLENT apTe NoJ OTPUCOBKY. K

| cs.petrsu.ru




* Mopenb co3znaetca ns3 NURBS noBepxHocTewn.

* MeToa no3BoAAET IETKO A0OUTHCA HYXKHOM
N1aBHOCTU OKPYXKHOCTEN 3a cHeT
MCNO/Ib30BaHMNA KPUBLIX TPETbEro, NATOrO
nopsAakKa.

* B KMHO npoun3soacTee 3D-apTUCTam He
pa3pewatoT ucnonbsosatb CAD, HO B urpax —

5TO OYeHb PaCMNPOCTPaHEHHbIN MeTos,. \_

| cs.petrsu.ru




J10CTOMHCTBO meToAa

* [1pocTOTa M CKOPOCTb B CO3AQHMNMN CNOXHbIX
dopm.

— BbinoAHUTb ByneBble onepaumnm U coeanHUTbL ABa

UMANHAPA MOXKHO, caenaB bykBanbHO ABa
NBUMEHUNA N Ha)KaB Ha OAHY KHOMKY.

— B pe3ynbrate mexay UMAnHApamm NoayymnTca
nnaBHaA ¢acka.

— [1na Toro 4YToObI CAENATL TO e Camoe B
NOJINTOHAX, NOTpebyeTca NPUNOKNTDL B HeCKO!'Ibb(Qt
pa3 6onblue yCcuaunm.

| cs.petrsu.ru




HenoOCTaTKU meToAaa

* CnoXXHocTb pedaKTnpoBaHUA Nocsie nepesoga B NOJIUMITOHLI.

— Moaenn, coctoawme n3 NURBS noBepxHocTen, He BOCNPUHUMALIOTCA
ABUXKaMKU 1 cOPTOM ANA NONMUTOHA/IbHONO MOAENNPOBAHUA.

— [ns akcnopTa MoAeNu, ee HyXXHO NeperHaTtb B NOJIMIOHbI — BHYTPU
noboro KagoscKkoro copta ectb Heobxoanmblii GyHKUMOHAN. B
npouecce moaensb byaeT pasaeneHa Ha 60blIoe KOIMYEeCTBO
abCcoNOTHO PaHAOMHbIX TPEYrONbHMKOB.

— 370 ycnoxKHAET paboTy C CeTKOM M AnLaeT rMOKOCTU peaakTUPOBaHMS
dopmbl. YTOObI YTO-TO UCNpaBUTb NpuaeTca BepHyTbcs B CAD, BHecTH
M3MEHEHUA U ONATb SKCNOPTUPOBATD.

— W3 3TOro BbinabiBaeT CI'IG;I,YI-OLLI,VIVI MWHYC.
* Hu3KMK KOHTPOANb Hag low poly.
— Mpwu akcnopTte moaenn us CAD, Henb3Aa 3a4aTb Heobxoamnmoe

KOIMYECTBO TPUCOB U FPaHEN.

— Henb3a 3apgaBaTb NapameTpbl 414 OTAENbHbIX YacTel moaenu — gce K
byaet paHAOMHO. | cs.petrsu.ru

— [locne CAD Bcerga npuaeTca YTo-TO YNCTUTb PYKaMM.




3. Mid Poly

* Muanonm — KoMmnpommc mexay 6eckoHe4yHo
NeTaN3nPOBaHHbIMU XaNMoON U
ONTUMM3NPOBAHHbIMU SIOYMO/N.

* C3TOMN CeTKOM AenatoT cynep AeTasbHble U
MHTEPECHble MOAEeNIN, KOTOPble OT/IMYHO
CMOTPATCA B Kagpe, XOpoLlo WenasaT, HO B TO
e Bpema OHU A0CTaTOYHO
ONTUMM3NPOBAHHbIE N NEerkKue, Ana yoobcTsa

TEKCTYPUPOBAHUA N PaboTbl C HUMM. K

| cs.petrsu.ru




KapTVIHKa yxKe AOCTaTO4YHO AeTad/ibHaA, U peHAEPUTCA ¢

TakK, a bonbluen aetanmsaumm em Aenatb He HYXKHO.

rsu.ru




Opa¢T

- 3TO HAbpPOCOK Moaenun, ero ynpoLlEHHas Bepcus,
KOTopaAa nepenaér cyTb obbeKTa.

e KntouyeBas owMOKa HaYMHAOLWMX — OHU Cpasy
Ha4YMHaAOT MOAENUTb, HE NOArOTOBUBLLUCH, HE U3Y4YMB
MO/Je/lb U HE MOHAB 0 KOHL,a, Kak OHa YCTpOeHa.

* |/ 3a4acTyto moaenaT ¢ MeNKux AeTanen n co CI0KHOU
CeTKOMW.

* CryceHuU Ha TaHKe Uau ¢ pap Ha MaLLUHe.

* TaKol NoAxoz 3a4acTyto BeAET K MpoBany BCel k
N\O.ﬂlen[/]_ | cs.petrsu.ru




HauynmHam moaenuHr ¢ KpynHbix popm, NOTOMm
cpeaHux, a notom gobasb aetanun. He HaobopoT!

[TpaBUAbHO cAENaHHbIU ApadT NOYTU He
OT/INYaeTCcA OT FTOTOBOMN MOAEeNW.

B apadTe NpocTo HeT noBpeXaeHnn, PaKkTyp 1
MeNIKUX aAeTanen.

Ho B pMHaNnbHOU moaenun Bce KpynHbie u
cpegHune GopmMbl, caeNnaHHbIe Ha 3TOM 3Tane,
OCTAOTCA HEM3MEHHbIMMU.

Echv apadT BbIrAAUT HEBbIPA3UTE/bHO, K
nepenesibiBan cemyac, NokKa He no3gHo! Lcs.petrsu.ra




[TpaBuAbHbBIM NOAX0A K ApadTam

* CHa4ana nonmu To, YTO Mmoaenuub. [Ana aToro cobepwu
pedepeHcbl — poTorpadumn, BUAEO U PUCYHKN 3TOTO
0b6beKTa, KOTOPbIE Tbl CMOXELLb HAUTU B UHTEPHETE.

 He HauuHau cpa3y moaenuntb!

— [lMocne pedepeHcoB yaenm Bpemsa Ha To, YTobbl
NpoaHann3npoBaTb CO6paHHbIM maTepuan.

— Mormun Komnosmumo Gopm, MEXaHMUKY SINEMEHTOB U KaK OHMU

CBA3aHbl mexay cobow.

— [MoBepb, NepeaensbiBaTb Ha 3Tane CeTKM (Uau ewe ganblue)
byaet ropa3go CnoxHee.

[MoTom nepexoamn K BAOKUHIY N AeTann3aumu.

— BNoKWHr — Koraa Tbl Agenaelb KpynHble dopmbl 6e3 getan

— [eTtannsaumna — gobasnsellb Bce cpeaHue n manbie Gopm
(6e3 paKTyp, MUKPOMENOYEN N NOBPEKAEHUN)

e

bl

Jcs.pet

rsu.ru




[1naH aencTsmun ana cosgaHma nroobon

3D mopenn:

Cobepu pedepeHchl.
[TpoaHann3npym To, YTO yBUAEN.
Caenan 6NOKUHT (KpynHble ¢popmbl).
[1o6aBsb cpeaHmne popmbl.

Echu npenaewwb moaensb Ana Urpbl — nepexoam

K cnepytowemy atany: cetke (lowpoly,

highpoly).

— Ecnun He penaewb ana nrpbl, To A406aBAAN BCE,|

Xo4yellb(npo 3To pacnuwem Aasnblue).

EATEA:

A

\J

su.ru




LLlar 1: PaboTa ¢ pedpepeHcamu

KayectBo paboThbl =
CKUAN * pedepeHcsl.

* Echn pedepenHco 0 — xopoluen paboTbl He

caenaTb.
* Ba)XHO opraHn3oBaTb cOOp, XpaHeHue,

rpynnmMpoBKy pedepeHCoBs.

Jcs.pet

rsu




[pynnnpoBKa pedepeHCOoB:

1. KoHuenT — pUCYHOK O TOM, KaK BbIrNAAUT MOAENb.

— 370 ee 0OWMIM BNA, KOTOPbIN YTBEPAU apT ANPEKTOP U
reMm amsamHep (perkmuccep B KUHO).

— Ha Ka*Kaow KapTUHKe Tbl A0/1IXKEH BUAETb CUAYIT byayLien
MOJeNn U KpynHble GOopMbl, N3 KOTOPbIX OHA COCTOMUT.

— Ob6bIYHO Ha NPOEKTax ecTb KOHUENT AM3anHepPbl, KOTopble
NPUAYMbIBAIOT, Kak byayT BbIrnsaaeTb 06beKTbl B
urpe/KnHo.

— Ecnuv Ha npoeKTe HeT KOHUEeNT Au3anHepa — OH MOXKEeT
BM3Yya/IbHO pa3Ba/sinBaTbcA (Bce moaenun byayT B pasHOM

cTune). K

— Ecnv Tbl nonan Ha NpoeKT 6e3 KoHuenTepa — KOHLENTii petrsu.ru
Ha[0 NPUAYMbIBaTb/MUCKAaTb CaMOMYy.







2. ®oTorpadpumum — 4TtobbI NyYLlEe NOHATb CUNYIT
N COCTaBAAIOLLME MOAENN.

— PaboTa xygoXHMKa — 3TO BCeraa noaparKaHue
peasibHOMY MUPY, NOSTOMY B NMEPBYIO o4vepesab
CTOUT UCKaATb pedepeHcChbl B peanbHOCTN NN Ha
doTorpadpusax, NnoTomy 4to 1t060N PUCYHOK — 3TO
no onpeaeneHnto He 06 beKTUBHbLIN pedepeHrc.

| cs.petrsu.ru




Bonneville, Kait Kybar

Impressive Build: 1970 Volkswagen Vintage car and supercar famous VW Bug set for offroading.
Baja Bug photos Bonneville GoKart Buggy UniqueCar >
Baja Bug For Sale Trophy Truck Vw Cars
- ATIREN e > it Kvbar on ArtStation 2
BajaBugForSale  VwDuneBuggy Du Cool Cars  SuperCars  Musde  Vw Be Bonneville , Kait Kybar on ArtStation at... Igor Dyatlov
Learn more about Impressive Build: 1370 Igor Dyatlov | ; oagge
: IO 2 - buqgi
Volkswagen Baja Bug on Bring a Trailer,... Hoge os Dyatiow
buggie
Igor Dyatlov
buggie

formula 1 suspension - Google Search

Newer beetle baja bug - Cut-Weld-
Drive Forums

Kart Cross Tube Chassis Karting Go

Igor Dyatlov

Vw Dune Buggy Volkswagen New Beetle ouggie

Igor Dyatlov
SIS buggie
Post-Apocalyptic Vehicle Rat Rod Car |
‘Nux would be proud’ - submitted b...
Igor Dyatlov

ouggie
99




3. PaboTbl gpyrmx XyaoKHUKOB — CKOpEee BCEro
Tbl HE MepBbIN, KTO MOAENUT 3TY Bellb.

— A eé He ToNIbKO moaennnun oo Tebs, Ho u
pucosanu 8 2D n cHUMann B KUHO.

— BO3MOXHO, Kakme-T1o GopMbl OHU YNPOLLLAAN,
KaKne-To Aenanu BblpasuUTesibHee.

— OnbIT A4ECATKOB APYIrnX XYJOXHMKOB 3aCNyXKuUBaeT

OTAE/IbHOW KaTeropuun pedpepeHcos. Y

| cs.petrsu.ru







4. Netann — 4yToObI Ny4LLEe NOHMMATb KaK
GYHKUMOHUPYET OOBEKT U KaK AeTanu
KpenAaTca Apyr Apyry, Hy>KHO UCKaTb
pedepeHcbl geTannsaumnm.

— YacTo 310 pedepeHchbl ¢ cambiX pa3HbIX 0ObEKTOB.

| cs.petrsu.ru
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5. MaTtepunanbl, TEKCTYPbl — Ba*XHO HaUTU
xopolwiune potorpadpmum U apTbl C KNEBbIMMU
TEKCTYpaMU U daKTypamm.

13 ronosbl XOpoLWKMn MmaTepman He caenaTtb, NO3TOMY OYEHb
BaXXHO 3anacaTbca pedammn TEKCTYPOK.

6. lloBpexaeHna, NOTEPTOCTU N NpoYee — Y
PA3HbIX OO BEKTOB OHU CUILHO OT/IMYALOTCA.

N3 MHO»KeCTBa OTTEHKOB PrKaBYMHbI, KOTOPbIE MOXKHO HAaUTKU Ha
YANLUaxX Hallen CTpaHbl, ANA NpoeKTa Tebe Hy»KHO BblbpaTh 2-3,
KOTOpble Tbl byaellb NCMONb30BaThb.

OueHb 4acTo AaXKe ONbITHbIE XYAOKHUKU CYMUTALOT, YTO OHU
CMOTYT BblAYMaTb NOBPEXAEHUA U3 F0N0BbI. HO 3TO He TaK!

by

[NloBpexaeHUsa — 3TO CNOXHble POPMbI, 338 KOTOPOU BUAHI K
BHYTPAHKA M YCTPOMCTBO 0O6beKTa, n b6e3 pedepeHCcoB XxopaLprérstru
noBpeXaeHnA caenaTb HEBO3MOXKHO.




Art dump of the work | do on he- r LITFITEEE l" AR Plaster - Substance Designer,
roes of the storm... Kurt Kupser on...

i

ArtStation Multi Material Blend - Substance
Designer., Pierre...

ArtStation - Brick Texture , Van
Franklin

UNCHARTED

R ArtStation - Uncharted 4: City A
maya, zbrush, quixel, marmoset, Chase Materials... Texture Practice #1, Leonid

quixel suite, epic... Kuzyakin on ArtStation...

Rocks, Ste Flack on ArtStation
at...

Dusty Planks - 100% Substance
Designer, Robert...

Texture practice #5, Leonid
Kuzyakin on ArtStation...

Substance Designer Practice,
Chris Molyneaux on...

House Textures, Brian Leleux on
ArtStation at...

Wood Docks - Procedural Materi-
al, Hugo Beyer on...

Abandoned Hotel Marble Floor,

- Vincent Dérozier on...
Substance_Designer - 100% pro-

cedural Worn Stone...




Rubber Gorilla Halloween Masks,
Horror Masks...

Locking Mechanism - 2

by The New No. 2

tumblr_n7sclatfxl1getnl-
c01_r1_500.png (480x583)

ArtStation - Copper Substance
variation, Pierre...

ArtStation - Pendant, Seth
Thompson

ArtStation - Asset_01, Carlos
Vidal

A artstation.com

ArtStation - Personal Work -
Ground 2 - 2012...

ArtStation - Crowbar, Alexander
Cherevichenko ArtStation - Viking Ale Horn, Erik

McKenney

ZBrush Interview: Dragon Age:
Inquisition - Page 2

K K ArtStation - Hamadryas Baboon,
ArtStation - Android Dreams - Nicolas MORLET ArtStation - Stone Ork, Max
Scratch, Sauer... birdfall




The Order: 1886 « Wesley Tack

ArtStation - 20 Zbrush sculpted
wood brushes...

-- Share via Artstation iOS App,
Artstation © 2016 X

What Are You Working On? 2011
Edition! - Page 385...

Low Poly Farm Fence Set - 3DO-
cean Item for Sale

ArtStation - Texture Work, Math- ey ArtStation - Forest Meadows,
ieu Gasperin S 4 ~ Raul Aparicio

ArtStation - Textures - Tree Bark
Seamless 01[...
ArtStation - Circus panel, Antho- -

ny Roux Menaldo ZBrush sketchbook of Zhelong
Xu - Page 2 HoBocTtu

ArtStation - Just a crate , Valerio
de Carolis

ZBrush Interview: Dragon Age:
Inquisition

cs.petrsu.ru




* PedepeHcbl Bcerga AoKHbI 6bITb Nepen
rnasamm.

— O4yeHb BaXXHO NOCTOAHHO BUAETb TO, YTO Tbl
moaenunilb, a NHa4e Tbl HAYHELLDb Ae/1aTb OTCG6FITMHy

Kak paboTatoT ¢ pedpepeHcamm Ha KPYMHbIX
npoeKTax:
— [1na aToro ectb obwme pedpepeHcbl BCEro NPOEKTA.

— Nx cobunpaeT apT-gMpeKTop, a NOTOM U BCA KOMaHAa.
Ha KpynHbIX NpOeKTax 3TO TbicaA4YU doTorpaduin u
PUCYHKOB, pa3butbix No Kateropuam. Yem 6onblue —
TEM NyyLLe.

— BoT npumep pedos KoTopble cobmnpaeT oanH U3

XyA0XKHMKOB Ana urpbl CyberPunk 2077. ObpatuTe
BHMMAHUE, Y HErO COTHM AOCOK Ha BCE CAyYau XKMUj

rsu.ru
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https://www.pinterest.ru/jakuben/

LLlar 2: AHann3 moaenu

PedepeHcbl cobpaHbl, pa3/ioxKeHbl No
NOJIOYKaM.

* [IpOCTO OT X HANNYMA TONKY HET, OCHOBHaA

3a4ad4a — MNOJIY4nUTb U3 HUX LEHHYIO

MHOOPMALMIO N MOHATL TO, YTO HEOHBXOAMMO

MOZE/IUTb.

* ToNbKO Nocne 3Toro MOXHO C034aBaThb
nepsBbie NMNOJIMITOHbLI.

Jcs.pet

rsu.ru




Bonpocbl, Ha KOTOpble y TebH
NoNXeH bbITb OTBET:

* M3 KakKMx NPUMUTUBOB COCTOUT MOAEND?

— Jliobas, gaxe camas C/oXKHaA MOAE/Ib COCTOUT U3 HECKONbKUX
OYeHb NPOCTbIX 06BEKTOB — Mapbl NPAMOYIrO/IbHUKOB, chep Nnu

UMJMHAOPOB.
* Kakaa mexaHnKa moaenu n Kakme Gopmbl?
— 3pecb Tebsa HTepecytoT cpegHue n menkme Gopmel.
— Jlydwunn cnocob nx yTOYHUTb BO BPEMA MOAE/IMHIA — MOHATD,
KaK yCTpOoeHa MOAEeNb.
— W3 Kaknx yacTten oHa cobpaHa, Kak 0O beKTbI KpenAaTca Apyr
Apyry.
e Kakue uBeTa Tbl byaelb NCNONb30BaTH?
— Ha paboTe bbIBaeT CN0KHO onpeaennTbCa C LIBETOBOW ramiy

— Onpegenuco ¢ BbiIbopom LBeTOB, BbiIbepn X0N04HYIO Uau
TENNYIO0 NaNUTPy M onpeaennch ¢ 3-4 6a3oBbIMMK LBeTamu, TP

KoTopble byaellb NCNONb30BaTb B MOAENM.

o
Xc¢
T




CneBa 610KUHT, a cnpaBa geTanusauuna goma. Obpatnte BHUMaH
YTO MoJenb cobpaHa TO/IbKO U3 NPUMUTUBOB.




wposarme  Msofpexerme  Crow  lWpedr  Buaenerme Owerp  Mpocworp  Owno  Crpoexs

)] Pacrymescx 0 nuwc. awzae Crame
NMpeobpazosars am cuapT-Gunspos
Tanepes dunerpoe

ANTHEMBIA L
hA Ormpasurs - G w

Gea wacwn-1 @ 100% (Crod 1, RGE/E).. = B
Koppexumn ancropesm.

Mnacria...

Ormesa

Kpmcranmoaun..
Pasmsitne M,
Pengephnr
Crnansaums Myarmwmcs.
@acer
Dparment

Apyroe Usemrae nonyToma..

Pazmep sueitan
Digimarc

L : :'),“Qz‘ . Haiftn duastpet & Mirepriere...
\ '-“'“',‘T.’
e U= | He penatb cnuwkom 6onbLuon

e : - == pa3mep sa4erku, 4YTob LuseTa
®ororpadun : Gy He 6binu "rpasHbiMu”. 20-30 ok

Dororpadum N




Lar 3: lenaem 6N1OKUHT

* [Mpuwno Bpemsa co3naBaTb NOJINTOHbI!
 Moaenb KpynHblie ¢opmbl, KOTOpble 0b6pa3ytoT

CUNY3T N He 3abbiBan 0 BCeX Bellax, KOTOPbIN Tbl

Y3Ha/1 Ha NMpoLw/iom ware.

— [MomHM Npo nponopummn, macliTab n MexaHUKy
obbekKTa.

— Y»Ke Ha 3ToOM 3Tane A0AXHO bbiTb Ha 100% yTo 3TO
0O beKT.

3d

 Ha 6n0KUHT cpegHen moaenun y Tebs A0NKHO
yxoauTb He 6bonee 40 MUHYT.

| cs.petrsu.ru




* Bngeo c npumepom npo 610KuHr (He blender,
HO byaeT noaes3Ho)

* https://vk.com/video-124560669 456239170

Jcs.pet

rsu



https://vk.com/video-124560669_456239170

Bo BpemA 610KMHIra BayKHO MOMHMUTD:

1. CunyaT - N3 camblxX NPOCTbIX POPM Aenaem
O0OBEKT YMTaEeMbIM.

— Het cmbicna moaenutb AeTanun, ecam cUaysT TBoel
MOJeNun He ynTaeTcs.

2. MacwTtab u nponopumnmn

— HenonapaHue B nponopunmn — YyacTtaa ownbKa
HaYMHAOLLUX.

— Ha atane 6noKkuHra cheau, 4tobbl nponopumnmn bbinm
NpPaBUIbHbIMMW.

— Hanaun o6beKT, OTHOCUTENBHO NPONOPLUMA KOTOPOTO k
.petrsu.
Tbl yBeanLibca B pa3mepax BCero octasibHoro. T~ |




Llar 4: leTanbHblX ApaAdT

Ha atom aTtane:

 (OuyeHb BaXXHO pa30bpaTbCA C MEXaHUKOMN MOAENN,
4yTOObI 3pUTENIb MOT NOBEPUTDL B €€
GYHKLUMOHANBbHOCTD.

e CtouT npopaboTaTb nepexoabl MexKay reoMmeTpuen u
npoaymaTb BaXKHble CMbICN0OBblE AeTanu.

e JTOT 3Tan AenaeT TBOK reOMETPUIO U CUNYIT
NHTEpPECHee.

* Bce elle He 3aMmopayYMBaeMCs 3a CETKY.
 Hapo pacnpeaennTb UBeTa No moaenu, 4tobbl ayyiie |,

NOHMMATb ee PUHANbHbIN BUA. K

— MomoraeT pa3obpatbca € aKLeHTamMn U NpopaboTaTh & petrsuru
NanuTpy 3a400ro A0 TEKCTYPUPOBAHMUA.




apT
& qa‘ieﬁ



CTnam moaenmpoBaHmnA

* Low-poly cTnnb — xapaktepusyetca:

— MNOJIHbIM UM YAaCTUYHbIM OTCYTCTBMEM TEKCTYP Ha
Mmoaenm

— HU3KOMN NJIOTHOCTbO NOJIMFTOHOB

— cnabou getannsaumen camom moaenm

“MynbTAWHOCTL” K

| cs.petrsu.ru




Moaenwn B Low-poly ctune:

4’,




[MTpnmep cueHbl B ctune low-poly

Hun3Kasa
AeTannsauma:

KpOHa gepes.a
BbINOJIHEHAa U3
chep

NPUCYTCTBYET LIBET

HeT TeKCTyp,
LapanuH,
3a3y6puH U T.4,

| cs.petrsu.ru




Ba*XHO OoT/AM4aTh

OTcyTcTBUE AeTanen (Bbipes3os,
KHOMOK, KYPOK) — TO/IbKO
OCHOBHbIE OTINYUMN,

Henb3s gosBoaunTb A0 abeypaa,
MWHUMa/IbHaA AeTanmsaums
NOYKHA NPUCYTCTBOBATb.




Ba)XHO oT/1n4aTh
low-poly ctnnb ot low-poly moaenu

OTcyTcTBUE AeTanen (Bblpesos,

KHOMOK, KYPOK) — TO/IbKO
OCHOBHbIE OTINYUMN,

Henb3s gosBoaunTb A0 abeypaa,
MWHUMa/IbHaA AeTanmsaums
NOYKHA NPUCYTCTBOBATb.










PaboTa c maTepuanamu

B UrpoBbiX ABNHKKAX BaKHa ONTUMAN3AUNA

CHayana naet 3arpy3ka 3D-06beKkToB (BEPLLUH),

a MOTOM MAEeT 3arpy3ka maTepuanos.

Yem 6onblLe maTePUaAnoB ecTb Ha 0ObeKTe — Tem

NONblUE OHW 3arpy»XatoTca B NamaATb, U TEM
bonblue byaeT cTponTca Kagp.

HKenatenbHO 4TObObI MaTepmanos H6bIIO Mano.

— Hanpumep nrpa DOOM — Bcero oaHa TeKcTypa, npaaa

orpomHasn. Kak cheactene — oauMH maTepuan, He

by

NPOUCXOAUTb 3arpy3Kka matepuanos U TeKCTyp. FPJ
bynet 6onbLue.

Jcs.pet

N\
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PaboTta ¢ maTepmnanamu:

A9 Blender
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PaboTa c maTepuanamum:

A2 Blender
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byaem cTpemMuTbCAa K 3TOM.

e [1ns TOro 4To6bI NPU NOMOLLM OAHOTO
MaTepuasa NOKPacuUTb B pa3Hble LBeTa HYXHa
crneumnanbHas TEKCTYpPa C Pa3HbIMU LBETAMU U

rpagmMeHTamu:
e
_—

* Pa3BepTtKa. UV-Editing




PassepTKu. UV Editing
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