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Annomayusa. PaccmarpuBaercs mponece co3nanus 3D-moneneil aisi UTpOBBIX MPOEKTOB C
aKIIEHTOM Ha CHCTEMHBIH MOJX0JI, 00ECIECUNBAIONINI BHICOKOE Ka4eCTBO BU3YaJbHOIO KOHTEHTA H
YCTOMYMBOCTh TPOW3BOACTBEHHOrO maimuiaitHa. Co3manme 3D-acceToB mpexacraBisieT co0oi
MHOTO3TAlHBI  Tporecc, TPeOYOmMi TOYHOH KOOPAMHALMH MEXAy HWHCTPYMEHTaMH |
COONIO/IEHUST CTPYKTYPHBIX TpaBWi. B cTarke moOIIaroBo pasoOpaHbl JTambl  pPabOTHI:
MmojenupoBanue low-poly cetku B Blender ¢ mpogymanHo# nepapxueil 1 HAaMMEHOBaHUEM JETaJICH,
neranmu3anus high-poly Bepcun B ZBrush ¢ mpumenennem marnaa GoZ, pydHas ¥ aBTOMaTHIeCKas
UV-pasBepTka, skcniopt mozeneid B popmarax FBX u mocnenyromiee 3amnexkanue kapT HOpMaieH,
ambient occlusion u thickness B Substance Painter. Takyxe BHUMaHMe ynieneHo HacTpoiikam baking-
ceccuu, 00ECTICYMBAIOIIUM TOYHOE COOTBETCTBHE MEXKIY O0OBEKTAMU M MCKIIIOYAIOIINM IOSIBICHUE
apredaxToB. PaccMarpuBaroTcst THITMYHBIE TIPOOIEMbI, BO3HUKAIOIINE MTPY HAPYIICHUH MaiTUIaiiHa:
HEKOPpPEKTHAsi HWepapXus, HECOOTBETCTBHE HAa3BaHWH, HAIOKEHHE TI'C€OMETPHU, OUIMOKH IIpH
HKCHOPTE. AaKIEHTUPYeTCs BHUMAaHME Ha BaXHOCTH €AMHBIX CTAaHIApTOB Ha BCEX JTarax
MIPOU3BOJICTBA, YTO OCOOCHHO KPUTHYHO JUIsI KOMAaHTHOW pabOTHl M MacHIITAOMPOBAHMS TPOEKTA.
BakHBIM acHeKTOM SIBJISIETCS BHIOOP BH3YaJIbHOTO CTHJIS: MPOBEICHO cpaBHeHue stylized-rpaduku
n peanuctuyHoro PBR-moaxona. Stylized-rekctypupoBanue mnpeamnojaraeT pyyHyr MOKpPacky,
BbIpa3uTeNbHbIe (POPMBI M YIIPOIIEHHBIE MaTepUalbl, B TO BpeMs Kak pealu3M TpedyeT (pU3nuecKu
KOPPEKTHBIX MapaMeTpOB, CIOXKHBIX MAacoOK W MpOLEAYpHbIX KapT. OmmcaH BbIOOp MOJIX0/Aa B
3aBHCHUMOCTH OT IIeJIeH MPOeKTa U MpeanodYTeHnii aynuropun. [IpemioskeHHass METOI0IOTHS MOYKET
OBITh aIaITHPOBAHA IOJT PA3IMYHBIE MacIITa0bl pa3pabOTKH U CTAHET MOJIE3HBIM OPUEHTHPOM JUIS
CTY/IEHTOB, HWHIM-KOMaHJ, (QpUIaHCEpOB W HauMHAKOMMX 3D-XyH0XXHUKOB, CTpeMsIuXcs
HaJIaAUTh 3(GGEKTUBHBIN U MpeJICKa3yeMblil polecc co3AaHus rpaduKi B paMKaXx COBPEMEHHOI'O
remmena.

Abstract. The article explores the process of creating 3D models for game projects, with a
focus on a systematic approach that ensures high-quality visual content and a stable production
pipeline. The creation of 3D assets is a multi-stage process that requires precise coordination
between tools and adherence to structural conventions. The article outlines each step in detail:
modeling a low-poly mesh in Blender with a well-organized hierarchy and naming conventions,
detailing a high-poly version in ZBrush using the GoZ plugin, manual and automatic UV
unwrapping, exporting models in FBX format, and baking normal, ambient occlusion, and thickness
maps in Substance Painter. Special attention is paid to baking settings that ensure accurate matching
between objects and prevent the appearance of artifacts. The article also discusses common

M Tun nuyenzuu CC: Attribution 4.0 International (CC BY 4.0) 128



bBronnemens nayku u npaxmuxu | Bulletin of Science and Practice T. 11. Ne7 2025
https://www.bulletennauki.ru https://doi.org/10.33619/2414-2948/116

problems that arise from breaking the pipeline, such as incorrect hierarchy, mismatched names,
overlapping geometry, and export errors. Emphasis is placed on the importance of consistent
standards at every stage of production, which is especially critical for teamwork and project
scalability. A key aspect of the process is the choice of visual style: the article compares stylized
graphics and a realistic PBR-based approach. Stylized texturing involves hand-painting, expressive
shapes, and simplified materials, whereas realism requires physically accurate parameters, complex
masks, and procedural maps. The choice of approach depends on project goals and audience
preferences. The proposed methodology can be adapted to various development scales and serves as
a practical reference for students, indie teams, freelancers, and aspiring 3D artists aiming to
establish an efficient and predictable graphics workflow within modern game development.

Knrwouesvie cnosa: 3D-monmenupoBaHue, wurpoBas rpaduka, NadIuIaiiH —pa3paboTkw,
crunu3anusi, PBR meron.

Keywords: 3D modeling, game art, development pipeline, stylization, PBR method.

Co3nanne 3D-mopeneil sBIsETCS KIIOYEBBIM ATAllOM B MPOM3BOJCTBE MIPOBOTO KOHTEHTA,
MMEHHO BH3YaJIbHBIE acCeThl (POPMHUPYIOT ICTETHUECKYI0O OCHOBY UTPOBOTO MHUPA, 33/1al0T CTUJIb U
ycunauBarOT —norpyxkeHue. OnHako HauuMHAKOIME pPa3pabOTYMKU M JaXKe  HEKOTOphIe
npogeccuoHaIbHbIe KOMaH/bl 4acTO CTAJKUBAIOTCS ¢ MpoOsieMaMu MpH MNOCTPOCHUM NalIiiaiHa
3D-monenupoBaHus: HApyIICHHEM HEpapXuu OOBEKTOB, HECOOTBETCTBHEM HMEHH JACTANCH INpHU
3aleKaHuM, OTCYTCTBHEM EIMHBIX TPAaBWJI HAaUMECHOBAHHS, a TAK)Ke OIIMOKAMH TPH TEPEexXojie
Mexay mnporpammamu (Blender, ZBrush, Substance Painter). [lomoOHbie HecoracOBaHHOCTH
IPUBOAAT K apTedakTaM Ha KapTax HOpMajel, yBeJIMUYMBaIOT BpeMs Ha IPAaBKU U JEIAl0T MPOLECC
HenpeackazyeMbIM. OTCyTCTBHE CUCTEMHOIO MOJIX0/Ia 3aMeUIAeT pa3paboTKy U CHIXKAeT UTOTOBOE
Ka4ecTBO UTPOBBIX acceToB. [lepBrIM marom siBisieTcss MOACTUPOBaHHE JIOYNOIH-ceTKU B Blender.
Mopgenp co3maercss ¢ pacdeToM Ha ONTHUMAJIbHOE KOJIMYECTBO IIOJIMTOHOB, MOAXOJSINEE IS
HCIOJIb30BAaHUS B UTPOBBIX JBMKKax (Hampumep, Unreal Engine) [1].

BaxHo cpa3y MpaBUIBHO CTPYKTYPHUPOBATh MOJEIb: KOKAYIO OTJEIbHYIO JOTHYECKYIO YacThb
o0BbeKTa HEOOXOAMMO MMEHOBATh C OKOH4YaHueM _low (Hampumep, circle low, leg low) (Pucynok

1) [2].

Low

V circle low

» V leg low

=
» VY plank low

Pucynok 1. [lpumep nHanmenoBanus yactei low-poly Mmonenn
Ha nmannom »Tame mpomymbiBaetcst oOmias (opma, Ipomopiuu U pasfeieHue MOJAETH Ha

3JIEMEHTHI, YTOOBI 00ecnednTh yIo0HYyI0 paboTy Ha MOCIEAYIOMIMX dTanax. 3aTeM Kakaas 4acTb
Mozenu nyonupyercs. JlyOnukaTsl nepeMMeHOBBIBAIOTCS, UCTIONb3ysd OKOHUYaHue _high, Hampumep
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circle_high, leg high (Pucynok 2). 3Tu gacTu OyayT UCIONB30BATHCS ISl 3allEKaHMs HOpMalei u
IPYTUX KapT JeTaTnu3allnu.

circle_low

leg_low
» WV plank low
v E High
» W circle_high
» V leg_high

» ¥ plank_high

Pucynok 2. [Ipumep HauMeHOBaHMS U MepapXUU YaCTeH MOJIEIH

Jlyis GoJiee BBIpa3UTENBHON AeTanu3aluu ucrnoib3yercs ZBrush. I[Teperoc monenu u3 Blender
B ZBrush ocymectBnsiercs yepe3 miarua GoZ, KOTOPBIH MOICPKUBACT IKCIIOPT C COXPAHCHHEM
HauMeHoBaHuii U uepapxuu (Pucynok 3) [3].

Export ) Import A

—s

Manual &3

- - - — — -

Export selected Objects to ZBrush
LeftMouse: as Subtool
SHIFT/CTRL/ALT + LeftMouse: as Tool.

LGN

Pucynok 3. Menro skcniopta yepe3 GoZ

B ZBrush BeImonHsAeTCS CKYJABNTUHI: HAHOCUTCA MMKpOJETaln3alus, CIeAbl H3HOCa,
nexkopatuBHble 1eMeHThl. [locne 3aBepenus padotsl high-poly Mmonens sxcnopTupyetcst 06paTHO
B Blender. [IpoBepsieTcst cooTBeTCTBHE HepapXuu U HauMeHoBaHUU. Eciin B mpoliecce aeranu3anuu
N0OABIIIOTCS. MEJIKUE AJIEMEHTHI (HampuMep, 3aKJICTNKH, TBO3AH), UX HEOOXOIUMO OOBEAHHUTH C
YacThlO, Ha KOTOPYIO OHM 3amekarorcsi B pamkax high-poly momenu. D10 HyXHO caenatb 10
HKCHOPTA, YTOOBI OHU OBLTM BOCIPHHATHI KaK €l1WHas MOBEPXHOCTh. Takke HE0OXO0AUMO cO31aTh
UV-paszseptky st low-poly Bepcuu. Pa3zsepTka Brinonssiercsa B Blender Bpyunyto uiiu ¢ moMoIpro
ABTOMATHUYECKUX AJITOPUTMOB C TTocienytomiei qopadorkoit (Pucynok 4) [4].

[Tocne 3aBepuienuss UV-pa3BepTku HEOOXOAMMO SKCHOPTHPOBATH 1Ba OTAeNbHbIX FBX-
¢aitna — oxuH g low-poly Bepcum mopnenu, Bropoit mis high-poly. Oto BakHBIN 3Tam, or
KOTOPOTO HANPSIMYIO 3aBUCHUT YCIIEIIHOCTD MOCTIEIYIOMIETO 3aeKaHus KapT.

[TepBriM 3kcniopTupyeTcst low-poly daiisn, BkiIrodaromuili Bce 31eMeHThl ¢ OKOHYaHUEM _low.
OtoT (Qaiin nomkeH coxepkaTh KoppekTHylo UV-pa3BepTKy, a Takke OBITh OYMIIEHHBIM OT
JTUIIHUX MojaupukatopoB (Hanpumep, Mirror, Subdivision u 1.1.). Bee Tpancdopmanuu (scale,
rotation, location) pekomenayercst npeasaputenbHo npuMeHuts (Ctrl+A, Apply All Transforms),
9TOOBI M30eXaTh HEeKeJIaTeNbHBIX UCKaKEHUH B TekcTypax. daiin coxpaHseTcs 1OJ Ha3BaHWEM
model low.fbx u GyneT ucnonb3oBaThcst Kak OCHOBA MpoekTa B Substance Painter.
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3areM aHaJOrMYHO 3KcropTupyercss high-poly daiin, B KOTOpPBI BXOIAT BCE DJIEMEHTHI C
okoH4yaHueM _high. ['maBHOe ycioBHE — TOYHOE COOTBETCTBHE HAa3BaHUIl yacTel HEpapXUN MEXKIY
low- u high-poly Bepcusimu: circle low u circle high, plank low u plank high u T.1. ®aiin
coxpansiercs moa HazBanueM model high.ftbx. On He 3arpyxaercs B crieHy Substance Painter, a
JIMIIB YKa3bIBACTCSA KaK HCTOYHUK TEOMETPUH JUIS 3alleKaHusl.

Pucynok 4. [Ipumep UV-pazséptku low-poly mogenu B Blender

CBoaka 1O HKCIOPTY ISl MOCIEAYIOIIEr0 TEKCTypUPOBaHHUS IMpelcTaBieHa B Tabmuie.
BaxxHO coXpaHUThH CTPYKTYpy HauMEHOBaHHUI U HE OOBEAUHATH YACTH MOJEIU B OJUH OOBEKT —
3arneKanue Oy/1eT MPOUCXOAUTh IO COBIAICHUIO HMEH.

5 Tabmnura
OKCIIOPT MOJEJIEU
Haszeanue ¢aiina Cooepoicumoe Hasuauenue
model_low.fbx Bce yactu mogenu ¢ «_low» Nmnopt B Substance Painter, ocHoBa
model_high.fbx Bce yactu mozenu ¢ «_high» WcTOYHUK /TS 3aTIeKaHus KapT

B Substance Painter coznaercst HOBbII npoekT ¢ umnoprom model low.fbx. Ilpu HacTpoiike
Baking Settings ykasbiBaercs model high.fbx kak wuctounuk nns 3anekanust aetanend. s
MOJTy4eHUs] KOPPEKTHBIX KapT MpPU 3aleKaHMM HEeoOXOIUMO 3a/aTh TPHU KIIIOUEBBIX IapaMmerpa,
KOTOpbIE 00€CIeUnBaOT TOYHOE CONOcTaBIeHne reomerpun low-poly u high-poly moneneit.

st kapter HopMmasieit (Normal Map) crenyer yCTaHOBUTH PEXUM COIOCTaBiIeHUs1 kak "By
Mesh Name" (Pucynok 5). Kaxnas gacts low-poly Mogenu Oyner 3amekaThesi TOIbKO ¢ Tou high-
poly 4acTeio, KOTOpasi UMeeT Takoe ke uMs (Harmpumep, circle low OyneT 3amekarbcsi TOJNBKO ¢
circle_high) [5]. DTo mpenoTBpaiaer HajlOXXEHHE TEOMETPHUH C JPYrUX YacTedl Moaenu u
obecrieurBaeT YMCTyrO mpoekiuio. [Ipu 3amekanuu Ambient Occlusion Heo6xoauMo B mapaMeTpe
Self Occlusion BeiOpats 3Hauenue "Only Same Mesh Name", 4ro uckitoyaeT BIUSHHE TEHEH OT
HECBSI3aHHBIX YacTe MoJAeIM M TOo3BOJsIeT H30exarh apTeakToB Ha TpaHHULAX MEXIY
3JIEMEHTaMHU.
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Curvature A
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Match By Mesh Name
_low

9 High poly mesh _high
b Thid
) Ignore backf: _ignorebf
Height

Bent normals
* Mormal baker parameters

Pucynok 5. Hactpoiiku mis 3anexanust Normal Map B Substance Painter

AnanoruuHass HacTpoika mpumensiercss s kaptbl Thickness: mapamerp Self Occlusion
TaKXke JOoDKeH ObITh yctaHoBieH B "Only Same Mesh Name", uToObl ToNmMHA 3amekaiach
KOPPEKTHO, 0e3 yueTa MepeKPhIBAOIINXCS BHEITHUX O0HEKTOB.

[locne 3amexkanuss HauuMHaeTcs OJran TekcTypuposaHus. HMcnonsdyercs PBR-noaxon,
BKIIIOUaronuii paboty ¢ kapramu Base Color, Roughness, Metallic, Normal, Ambient Occlusion
[6]. BaxxHO y4HMTBIBaTh CTWJIMCTUYECKYIO HAMPABICHHOCTh MPOEKTa IpH BBIOOpE MOAXO0Ja K
TekcTypupoBanuto. s crunm3oBanHoi rpaduku (stylized) xapakTepHbl 0ojiee BBIpa3UTEIbHBIC
1[BETa, CTJIAKCHHBIC IMEPEXOJbl, PYYHAs TOKpacKa JeTajcil, MCIOIh30BaHUE KOHTYPOB, a TaKkKe
akueHT Ha (opMmy U cuinydT oobekta (PucyHok 6). B momoOHBIX MPOEKTax 4acTo MPUMEHSIOTCS
py4YHbIE MAacKd, HaMEpEeHHbIE YIPOIICHHS TEKCTyp, OTKa3 OT pPEaJUCTHUHBIX MaTepHalOB H
000011IeHHOE OCBEIICHUE TSI JOCTHXKEHUS XyJ0KECTBEHHOTO Y PeKTa.

Pucynok 6. Ilpumep TekcTyprpOBaHus B CTUIIM30BaHHON rpaduke

g peanuctuyHoro (PBR-HanpaBieHHOr0) BU3yalbHOTO CTHIISE OCHOBHOM YIOp JAefaeTcs Ha
¢u3nyeckn KOpPpEeKTHOE B3auMoJeiicTBHE MaTepuanoB co cBeToM (PucynHok 7). 31mech BakHBI
TOUYHBIE 3HaYeHMs roughness u metallic, JoCTOBEpHBIE TEKCTYpBlI U3HOCA, TPS3H, LAPAIIUH, a TaKXKe
BBICOKas JIeTalu3alus KapT HopMaiei u ambient occlusion. YacTo npuMeHst0TCA CKaHbl pealbHbIX
MOBEPXHOCTEN, T€HEPATOPhI MPOIETYPHBIX KapT U CIOXKHbIE MAaCKU Ha ocHoBe baked-kapT.
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Pucynok 7. [Ipumep TekcTypHpOBaHHUs B peaICTUIHOM CTHIIE

BeiObop moaxoma omnpenenseT Kak TEXHHKY TEKCTYPUPOBAHHs, TaK M HCIOJIb3yeMbIe
WHCTPYMEHTBl W IIAa0JIOHBI MarepuajioB. He3aBUCHMO OT CTHIIMCTUKH, (UHAIBHBIE TEKCTYPHI
AKCIIOPTUPYIOTCS B (hOpMATax, COOTBETCTBYIOIIMX TPEOOBAHHUSIM UTPOBOTO JIBFKKA.

[Iponece co3manust 3D-moneneit st urp TpedyeT TOUYHOW KOOPAMHAIIMHM MEXIY dTalnaMu U
UHCTpyMeHTaMu. [Ipu OTCYTCTBUM YETKOTO MaiIuiaiiHa BOSHUKAIOT TUITMYHBIC TIPOOIEMBbI: OIIHOKH
B 3aIICKaHUH, HECOOTBETCTBUE JICTAJICH, HAPYIICHNE UepapXUH U N30BITOYHBIE HopaboTku. Bee aTo
CHIDKaeT 3 (EKTUBHOCTh M KA4eCTBO (PHHAILHOTO PE3yJIbTaTa.

PaccMoTpeHHBIH  MOAXOJ — MpelyiaraeT  CHCTEMHOE — pellleHHe: 4€TKas  CTPYKTypa
HAaMMCHOBAHMU, COOTBETCTBHUE JeTanieii Mexay low- u high-poly Bepcusmu, mocienoBaTebHbIN
SKCIIOPT M CTPOTO 3aJaHHBIC IMapaMeTphl Ha JTamne 3arnekaHus. [IpencTaBicHHBIH B CTaThe
MaNTUTaifiH OPUEHTHUPOBAH Ha HAISKHOCTh M BOCIHPOU3BOIUMOCTB. OH TO3BOJSET H30€kKATh
pacrpoCTpaHEHHBIX TPYAHOCTEH TIpUM CO3JAaHMM MOJeNell W co3aarh  (QyHAAMEHT JUis
MacmTaOupoBaHus — Kak MpH padoTe HaJl OJWHOYHBIMU aCCETaMH, TaK M INPH IOCTPOCHUU
MOJIHOIIEHHOTO BU3YAJIbHOTO KOHTEHTA ISl UTPOBBIX TPOEKTOB.
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