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AHoTaNisa

VY crarTi aHaNi3yIOThCS MPOTrpaMHi 3aco0M IS TEKCTYPYBaHHS TPUBHUMIPHHX MOJENEH, IX MOXIJIMBOCTI Ta
3aCTOCYBaHHS B PI3HHX Traxy3sax KOMITIOTEPHOI Tpadiky.
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Abstract

The article analyzes software tools for texturing three-dimensional models, their capabilities and applications in various
areas of computer graphics.
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TexcTypyBaHHS € OHUM i3 KJIFOYOBUX €TaIliB MPOIECY CTBOPEHHSI PEATiICTUIHAX KOMIT IOTEPHUX 300payKEHb,
o 3a0e3neyye AeTalizaliio Ta BizyaabHy TTTHOMHY TPUBUMIPHUX MoJelneil. Y cydacHild KoMIT 10TepHii rpadimi
TEKCTYPU BUKOPUCTOBYIOTHLCS JUISI IMITAIliT CKJIAJHUX TIOBEPXHEBUX BJIACTHBOCTEH, TAKWX SIK BiIOMBHA 3/IaTHICTh,
penbedHICTB, MPO30PICTh Ta iHII (i3WYHI XapaKTePUCTUKHA MaTepianiB. 3aBAsKH TEKCTyPyBaHHIO MO)KHA 3HAYHO
3MEHIIUTH O0YHCIIOBATbHI BUTPATH Ha TEOMETPUYHE YCKIIAJHEHHS MOJENel, BUKOPUCTOBYIOUN KapTorpadidHi
METOAHM JJIsl Tiepeadi BizyalbHOI CKIaAHOCTI. 31 3pOCTaHHSIM BUMOT 0 SIKOCTI Tpadiki B pisHUX cdepax — Bil
Bijleoirop Ta KiHemMaTorpady 0 apxiTeKTypHOI Bi3yaii3allii Ta BIipTyalbHOI peajlbHOCTI — MpOrpaMHe
3a0e3MeueHHs IS TEKCTYPYBAHHS CTAJIO HEBIJ]'€MHOIO YaCTHHOIO POOOYOTro Mporecy.

CyuacHi mporpamHi MakeTH MPONOHYIOTh HIMPOKUHN CIIEKTP MOXKJIMBOCTEH, BKIIIOYAIOUYM POOOTY 3 KapTaMu
HOpMAJICH, MPOICypHE TEKCTYpYBaHHS, 1HTErpallil0 3 PeHJepaMyd Ha OCHOBI (PI3UYHUX MOJEJCH OCBITICHHS
(Physically Based Rendering, PBR) Ta miaTpiMKy BHCOKOIIONIrOHATFHIX 00’ €KTIB.

Merta pocaimKeHHs: aHanmi3 TporpamMHOro 3a0e3nedeHHs Uil TEKCTypyBaHHs, BU3HAueHHS HOTo
(YHKIIOHATBHAX MOXKIUBOCTEH, OCOONMBOCTEH 3aCTOCYBaHHS Ta TMOPIBHSHHA HAWOUIBII TOMYJISIPHHX
IHCTPYMEHTIB Y Iiif Tay3i.

TekcrypyBanust — [1] € oguuM i3 hyHIaMEHTATIBHUAX TMPOIIECIB Y KOMIT FOTEPHi# Tpadilli, 0 103BOJISE T01aTH
JieTai3aiito 10 TPUBUMIPHUX MOJIEIIeH, IMITyI0UH BIACTHBOCTI pealbHUX MaTepiaiiB. BOHO BUKOPHCTOBYETHCS
JUISL 3MEHILICHHS! TIOTPEOM y BHCOKOIIOJITOHAIILHOMY MOJISNIIOBAHHI, IO CYTTEBO ONTHUMI3Y€E IMPOIYKTUBHICTDH
rpadiyHUX OAaTKiB, 30€piraroun Mpy MOMY BUCOKY SIKICTh Bi3yaJbHOTrO CipuiHSTTA. [Ipormec TekcTypyBaHHS
MOJISITAE Y 3aCTOCYBaHHI JBOBUMIPHOTO 300paskeHHs (TEKCTypH) O TIOBEPXHI TPUBHMIPHOTO 00’€KTa 3
BUKOPUCTAaHHAM KoopanHat UV-mariHry, siki BH3HAYal0Th BIIMOBIIHICTE MK TEKCTYpPOIO Ta TEOMETPIELO.

VY cyuacHili KOMI'tOTepHil Tpadiui iCHye IMPOKUH CIIEKTP NPOTPaMHHUX PIllleHb Ui TEKCTypyBaHHS, SIKi
JIO3BOJISIIOTH CTBOPIOBATH SIK PEANICTHYHI, TaK 1 CTHIII30BaHi TekcTypH aisi 3D-00’ekriB. Bubip KoHKpeTHOTO
MPOrpaMHOro 3a0e3MeUYeHHs 3aJIeKUTh BijJ MOTPed KOpHUCTyBada, OCOOJIMBOCTEH POOOYOro IpoIecy Ta PiBHS
iHTerpauii 3 iHIWKUMH TpaiuHUMK IHCTpYMEHTaMd. Y LBOMY PO3AUII PO3MIISHYTO HAMIOMyJSPHINI HaKeTH
NPUKIAJIHUX OporpaM il TEKCTYpyBaHHS, IO BHUKOPUCTOBYIOTHCSL B irpoBiil iHmycTpii, kinematorpadi,
apXiTeKTypHIi# Bizyauizalii Ta iHmmMx cdepax.

Substance Painter — [2] oxHa 3 HAHMOTYKHIMIUX IPOTPaM JJIsl TEKCTYPYBaHHS, SKa IIMPOKO BUKOPHCTOBYETHCS
B iHAYCTpii Bimeoirop, KiHO Ta aHiMaiii. OCHOBHOIO NEpEBaror LbOro iIHCTPYMEHTY € MOXJIUBICTh CTBOPEHHS
TEKCTYp Y pealbHOMY 4aci 3aBJSKU TPOIEAYPHUM MarepianaM i posmmpeHid cuctemi mapis. [Iporpama



ninrpumye PBR-penzmepunr, mo m03Boisf€ XyIOXKHMKAM NpamioBaTH 3 (i3WYHO KOPEKTHHMH Marepiajamu,
3a0e3MedyouH peatiCTUIHe BiJ0OpaXeHHs TEKCTYp Ha MOJIETISX.

Jlo romoBHoro QgyHkmionamy Substance Painter BxomsaTe iHTeNleKTyaldbHI mMaTepiaau (smart materials), sii
aBTOMATUYHO aJaNlTyIOThCS A0 TOBEPXHI 00'€KTa, BPaxOBYIOUM HOro reoMeTpito Ta ocBiTieHHS. Kpim Toro,
nporpama mMae miarpuMky UV-po3ropTok Ta cUCTEMy IIPOLIEIYPHOTO TEKCTYPYBaHHS, 110 Ja€ 3MOTy Fe€HepyBaTu
CKJIaIHI TeKCTypHu 0e3 HeoOXimHocTi MmamoBaHHS BpyuHy. [lo mepeBar Substance Painter moxHa BimHecTH
THYYKICTBh Y POOOTI 3 TEKCTYpHHUMH KapTaMH, MiATPUMKY BEKTOPHUX MacOK Ta MOXIIUBICTb €KCTIOPTY Y pOpMaTH,
cymicHi 3 nomyispaumu pymismu (Unreal Engine, Unity, V-Ray). Henomikom € BucOka BapTicTh JineH3ii Ta
JOCUTH 3HAYHI CUCTEMHI BUMOTH, III0 YCKJIATHIOE Or0 BUKOPUCTaHHS Ha CIIA0KWX amapaTHUX KOHITypamisx.

Blender € 6e3komToBHUM POrpaMHUM 3a0€3MECUCHHSIM 3 BIIKPUTAM BHX1JIHHUM KOJIOM, IIIO IIPONIOHYE MOTYXKHI
MOKITMBOCTI JUIsl TEKCTYPYBaHHS TPHBUMIpHUX Mozeneii [3]. loro ocHOBHOIO mepeBarolo € inTerpoBasicTs y 3D-
nainmiaiiH, o J03BOJISE HE JIUIIE CTBOPIOBATH TEKCTYPH, aJle i 3aCTOCOBYBATH iX 0€3MOCEPEIHBO B CEPEIOBHILI
MOJICTIOBaHHS Ta peHaepunry. Oxnieto 3 kmovoBux ¢yHkuiii Blender € iHcTpyMeHT TEKCTYpHOTO MalllOBaHHS
(Texture Paint Mode), sikuii 1a€ 3MOTy XyI0KHHKAM MaJIOBATH TEKCTYpH Oe3MOCepeTHRO Ha TIOBEPXHI MOIeei
y peanpHOMy 4aci. Ilporpama Takox HiATpUMY€ BY3JIOBY CUCTEMY AJsl HPOLEAYPHOTO TEKCTYPYBaHHSA, II0
JTO3BOJISIE CTBOPIOBATH CKJIAIHI MaTepiaau 0e3 HeoOXiTHOCTI BUKOPHCTAaHHS 30BHINIHIX TEKCTYpHUX (haiiis.
Blender mae mu3ky mepesar, cepej SKHX MOBHA OE3KOIITOBHICTH, IIMPOKE KOM IOHITI Ta MOCTIHHE OHOBIICHHS
¢yskmionany. OmHak BiH TOCTYMA€ThCS KOMEPIIMHMM pIMIEHHSM Y 3pY4YHOCTI iHTEepdeiicy Ta IesKux
MOXJTHBOCTSIX, TAKHX SIK IHTETpaIlisi 3 irpOBHMH pyImisMu Ha piBHi Substance Painter. Takoxx, He3BaKarOuu Ha
HiITPUMKY IPOLIEIyPHOTO TEKCTypyBaHHs, ctBopeHHst PBR-marepiainis y Blender moxe Oyt MeHIII iHTYiITUBHUM
JUIs HOBAYKIB.

Mari [4], po3pobnena kommanieto Foundry, € mpodeciiiHIM iHCTpYMEHTOM Ui TEKCTypyBaHHS, IO
BUKOPHCTOBYETHCS MIEPEBAKHO y KIHOIHAYCTPIi Ta AJIsl CTBOPEHHS BUCOKOAeTaniz0BaHuX 3D-00'ekTiB. OCHOBHOIO
nepeBaroro Mari € miITpuMKa TEKCTYp BEIHYEe3HOT pO3AiIbHOI 3IaTHOCTI, 10 POOUTS 11 i/lealTbHUM BUOOPOM IS
pO3poOKM Momenel, siki OyIyTh BHKOPHCTOBYBAaTHCS y (DOTOpEaNliCTUYHUX peHAepax Ta KiHOMPOMYKIIii.
VYuikanpHuUM (yHKITIOHaTOM Mari € MOXJIHMBICTh po0OTH 3 KinmbkoMa UV-kapTaMu OJZHOYACHO, IO JTO3BOJISE
TEKCTypyBaTH CKJIaJIHI 0araToIoJIirOHaIbHI Mojen 0e3 HeoOXimHocTi 00 eananHs UV-posroprok. [Iporpama
TaKOX MIATPUMYE TPOLENypHE TEKCTYpyBaHHsS, poOOTy 3 32-OiTHMMH KapTaMH Ta IHTETpaiild 3 OCHOBHUMH
penaepamu, Takumiu ik V-Ray, Arnold i Renderman. Jlo mepeBar Mari HaseXXHTh IMiITPUMKA TEKCTYP BEITHIE3HOT
posninbHOi 3aaTHOCTI (10 32K), MOXKIMBICTE pOOOTH 3 BETUKUMH MOAETSAMH Oe3 BTpAaTH MPOJYKTHBHOCTI Ta
PO3IIMPEH] IHCTPYMEHTH JiIs AeTajizaiiii. ['0JIOBHUI HEOJIiK — BUCOKA BapTiCTh JIICH3IT Ta BEJIMUKI CUCTEMHI
BHMOTH, 1110 poOUTH Mari TOCTYITHOIO MTePEeBaKHO JUIA CTY/iH Ta mpodeciitHIX XyI0KHHKIB.

3D-Coat — [5] e mporpamHe 3a0e3IeYeHHs, [0 MOEAHYE Y CO01 MOMIIMBOCTI TEKCTYPYBaHHS, CKYJIBIITHHTY Ta
UV-po3roptiku. OCHOBHOIO OCOOJMBICTIO 1i€1 pOrpamMH € ii BOKCeIIbHA TEXHOJIOT1s, Ka JO3BOJISIE TPAIFOBATH 3
3D-mozmensiMu 6e3 0OMEXeHb Ha TOJITOHAJIBbHY CITKY. 3aBASKH I[bOMY KOPHCTYBad MOJKE JIETKO 3MIiHIOBATH
reoMeTpiro 00'eKTa miAg 4ac TeKcTypyBaHHs, mo poouts 3D-Coat imeassHUM BHOOPOM Ui XyIOXKHHKIB, SIKi
CTBOPIOIOTH CKJIaHI opraHiuHi ¢popmu. [Iporpama Takox Mae BOymoBaHui iHcTpyMeHTapiid anst UV-po3ropTkw,
SIKWI aBTOMAaTUYHO ONTUMI3Yy€ ManyBaHHs TEKCTYD, 3a0e3Meuyroud MiHiMallbHe CIIOTBOPEHHS 300paskeHHs. Kpim
toro, 3D-Coat miarpumye PBR-TekcTypyBaHHS Ta MiCTUTh BEJTMKHIA HA01p KUCTEH, 1110 103BOJISIIOTH XYy I0KHUKAM
MAaJIIOBaTH TEeKCTypH Oe3mocepennbo Ha 3D-moneni. [Jo mepesar 3D-Coat HaJleXHUTh THYUKICTh y pellaryBaHH1
MoJIeJIel, IOTYKHHUI 1HCTPyMEHTAapil /Uil CTBOPEHHS PO3TOPTOK Ta MiATPUMKA TEKCTYPYBaHHS 3 BAKOPUCTAHHIM
mapiB. [IpoTe OCHOBHUM HEZOMNIKOM € BiTHOCHO CKJIaJHHI iHTepderic, o Moke OyTH He3pyYHHUM JIsl HOBAuKiB,
a TaKOX HEOOXIAHICTh MOTY>KHOTO 00JIaIHAHHS ISl pOOOTH 3 BOKCEIHHOIO TE€OMETPIETO.

ArmorPaint — [6] me Bimkpure mporpaMHe 3abe3redeHHS OIS TEKCTypyBaHHS Yy pealbHOMY dYaci, sKe
TO3HIIIOHYEThCA SIK Ge3KOIITOBHA anbTepHaTHBa Substance Painter. oro ocHOBHOO IepeBaro € BUKOPUCTAHHS
obuncnens Ha GPU, mo 3a0e3nedye BHCOKY NPOAYKTUBHICTH HaBiTh IPH POOOTI 3 BEIMKHMH MOJACISIMU.
[porpama migrpumye PBR-TekcTypyBaHHS, JO3BOJISIIOYHM XYJOKHUKAM TPAIfOBATA 3 KapTaMu IMOPCTKOCTI,
HOpMaJieil, BIIOMTTSA Ta IHIIMMH XapakTepucTukamu MatepiamiB. Kpim toro, ArmorPaint ixrerpyerscs 3
HNONyJIIpHUMH pyurisimu, Takumu sk Unreal Engine ta Unity, mo poOuts #oro 4ynoBumM BUOOpPOM JUisi irpoBoOi
inmyctpii. OcobmuBuM (yHkionamom ArmorPaint € mporeaypHe TEeKCTYpyBaHHsI, 10 J03BOJISIE CTBOPIOBATH
ckiangHi marepianu 0e3 HeoOXiTHOCTI BUKOPUCTAHHS CTaHJapTHUX TeKcTyp. [Iporpama Takox MiATpUMYE



TapaMeTPHUYHI KHCTI, SKi pearyroTh Ha T€OMETPII0 TOBEPXHI, CTBOPIOIOUH OUTHII peanicTudHi edektn. Jlo mepesar

ArmorPaint HanexuTh #oro BUCOKa IIBUIKOIIS, MOKIMBICTE BukoprcTanus GPU mist o6unciieHs Ta BigKpUTHIA

BuximHuid kox. OmHAK cepes HEMONIKIB MOXKHA Bi3HAYUTH OOMEKEHY KIbKICTh (PYHKIIA Yy TOPIBHSHHI 3

KOMEPLIMHUMH MPOTpaMaMH, BiZICYTHICTh PO3BHUHEHOI TOKYMEHTAIIl Ta MEHII 3pY4YHUH iHTepdeiic.
[NopiBHATBHMIT aHANI3 PYHKIIOHATY IPOTrPaMHOTO 3a0e3redeHHs HaBe[eHo y Tabmumi 1.

Tabnuus 1 — IopiBHsIBHUI aHAJi IPOTrPaMHOTO 3a0e3NeUeHHs AJIsl TEKCTYPYBaHHS

ITporpama Tun OcHoBHi 0€00JMBOCTI IlepeBaru Henoaikn
PBR-texcTypyBaHH: Bucoxka meramizaris .
Substance YPYE ’ . A Bucoka BapTicTs,
- Ilnarna Smart Materials, IHTErpaLls 3 IrpOBUMHU .
Painter . ) CHUCTEMHI BUMOTH
marpumka UV-po3roprok pyusaMu
2D-penaryBanss, poborta . . Bincyrnicts 3D-
Adobe penary » Pobe I'Hy4KiCcTB, MiATPUMKA JICYTHICTD -
[InatHa 3 KapTaMu HOpMaJieH, . Bizyaizarii B
Photoshop : IIaridiB .
AT peasbHOMY Haci
TekcTypHe MantoBaHHS, Cxrnagauii
nponenypHe beskomroBHicTh, Benuka | iHTEpdelic, MeHII
Blender beskomroBHa POHCLYD . ’ . .P(b .
TeKcTypyBaHHs, UV- CIUJIBHOTA 1HTyiTUBHUN PBR-
pO3TOpTKa npoliec
Pobota 3 TekcTypamu 10 Bucoxka geramizariis, Bucoxka BapricTs,
Mari [InatnHa 32K, kinmbka UV-kapr, MiTpUMKa BEJIMKi CHCTEMHI
IHTerpalis 3 peHaepamMmu npodeciiHOro KiHO BHUMOTH
BoxkcenbHMIA CKYJIBIITHHT, I'myukicte, poboTa 3 Cxutagauii
3D-Coat [Inatna TEeKCTypHE MaIlFOBaHHS, TEKCTypaMH Y BUCOKIH iHTepdetic, BUCOKI
aproMatuyde UV-mamiar PO3IiTBHIHM 37aTHOCTI CHCTEMHI BUMOTH
GPU-06po6ka, PBR- Bucoka mBuakois, OOmMesxeHi QyHKIII,
ArmorPaint | Be3komtoBHa TEeKCTypyBaHHS, iHTerpallis 3 irpOBUMH MEHIII 3py4YHUi
MIPOLIEAYPHI KHCTI pyuIisMu inTepdetic
. BincyrtHicts
. 3MinryBaHHS TEKCTYP, .
Quixel - BeskomroBHiCTS, PYYHOTO
. BeskomrosHa Quixel Megascans, : )
Mixer . ) peaicTU4HI TeKCTypU MaJIIOBaHHS
MporeTypHi MaTepiaau
TEKCTYP

OTxe, MPOBEICHO aHaJ3 MPOrpaMHOro 3abe3neveHHs Uil TEeKCTYpyBaHHS, BH3HAYEHO iX (QYHKI[IOHAIbHI
MOJKIIMBOCTI, TIepeBaru Ta Hepoumiku. [lopiBHAIBHUI aHATI3 TPOIEMOHCTPYBAB, IO BUOIP KOHKPETHOTO PillICHHS
3aJIe)KUTh Bl BUMOT JI0 SIKOCTI TEKCTYPYBaHHS, BAPTOCTI IPOrPaMHOTO 3a0€3MeUeHHs Ta allapaTHUX PeCypCiB.
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