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HocnidxeHo mexHiYHi 0OMeEXeHHs ma 8UKITUKU pO3pOobKU MOBINbHUX i2op i3
3D epagikoro, 30cepedxyruucb Ha 6anaHci Mk epaghidHO  sKicmio ma
eHepaoehekmusHicmio 0b4ucIr8anbHUX pecypcie MObInbHUX Mpucmpois. AKueHm
3p0brieHO Ha eaxueocmi cmunizauii ma eukopucmaHHi mMemodie Heghomo
peanicmu4Hozo peHdepuHey (NPR), makux sik Hand Painted Textures ma Half-
Lambert oceimneHHsi, Onsi cmMEOPeHHS 8i3yanbHO rfpueabnugux i2op, sKi
3anuwamsCcs  akmyanbHUMU 3  PO38UMKOM  mexHonoeit. Pe3dynbmamu
docnidxeHHs1 MIOKpPEeCnomb 3HaYeHHsT IHHOBaUIUHUX MEXHIYHUX piweHb Ons
onmumi3ay,ii npodykmugHocmi ma 8i3yasnbHoi npusabrueocmi MobinbHUX i2op.

Knro4yoei cnoea: pospobka MmobInNbHUX 20p, cmunisauis 8 iepax,
CMBOpPeHHS i2posoi epaghiku, peHdepuHe, 3D epadgbika.

BCTYN

Po3pobka MoGinbHMX irop i3 BukopuctaHHam 3D rpadiku Mae psig TEXHIYHUX
obmexeHb, 3YMOBMEHWX XapakTtepuctukamu MobinbHUX npucTpoiB. MobGinbHi
NPUCTPOI MalTb 3HAYHO MeHLWY obuncnoBanbHy MOTYXXHICTb MNOPIBHAHO 3
HacTiINbHMMK KOMM'IOTEPaMKU YK iIrpoBMMM KOHconamuW. Lle BnnmBae Ha cknagHicTb
CLEH, KinbKiCTb OAHOYacHO oOpobnoBaHMx 00'ekTiB, AeTani3auito TeKCTyp Ta
cknagHictb wengepie [1]. 3D rpacdhika BMMarae 3HauHMX OBYMCHIOBANbHUX
pecypciB, WO MOXe NpU3BOAUTU [0 LUBMAKOIO po3psaxaHHa 6aTapei Ta neperpisy
NPUCTPOID, L0, B CBOK YeEpry, MOXe CMNpPUYUHUTU HeraTUBHWIA [OCBig Ans
kopucTyBadya. Po3pobHMkM MalTb 3HanTM BGanaHc Mix rpadiyHolo sKicTio Ta
eHeproeeKkTNBHICTIO, Wo6 3abe3neunTn 3a40BiNbHMI Yac poboTu npucTpoto Ges
neperpisy.

NMOCTAHOBKA 3ABOAHHA

OcHOBHMM 3aBAaHHAM poboTn Byna po3pobka BidyanbHOro CTUIO Ta NOLUYK
MeTOOMK CTBOPEHHS MobinbHOi rpu Ta 3D rpacbikm go Hei, wo Bignosigana 6
HacCTyNHUM BMMOTaM:

1. KinbkicTb gitounx nepcoHaxis Ha cLeHi - go 20.

2. MakcumarnbHa WinbHiCTb irpoBux 06'ekTiB Ha cLeHi - 1 06'ekT Ha 1 m?

3. Po3mip piBHst - 15x30 M (450 m?).
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4. MakcumanbHa KinbKicTb MONIroHiB Ha cueHy, 6epyyn 4o yBarn oGMeXeHHst
Mob6inbHMX npuctpois - 200000 [1], BignoBigHO 3 ypaxyBaHHAM noTpeb
nesen au3aviHy oTpumaHo obmexeHHs 5000 noniroHiB B cepegHbOMY Ha
irpoBoro nepcoHaxa Ta 250 MoniroHiB B cepeAHbOMY Ha BTOPWHHI irpoBi
06'eKTN OTOYEHHSA (Mporch).

5. pa 3 BMAOM 3Bepxy, TOOTO AitoYi NepcoHaxi Ta irpoBi 06'€KTN MOBUHHI
OyTu Bni3HaBaHi 3 gUCTaHLUii i He 3aHaATO AeTani3oBaHi.

6. Npa noBuHHa 6yTu BidyanbHO NpnBabnMeoLo.

7. OnsaiH rpy He NOBWHEH CTapiTM 3 YaCOM Ta PO3BUTKOM TEXHOIOTIN.

PE3YNIbTATU OOCNIMKEHHA TA IX OBFOBOPEHHSA

BignoBigHO 0O nMocTaBneHoro 3aBAaHHSA KIHOYOBOK OCOOMMBICTIO PO3pOOKU
MOGINbHOro MPOAYKTY € Moro po3pobka B ymoBax OOMeEXeHUX OO0YMCrnoBanbHUX
pecypciB i CTBOpPeHHS1 an3aiiHy. 3 nogibHow npobnemMol NpubnmnsHo OecATUNiTTA
TOMY CTMKanacb iHOyCTpis KOMN'IOTEPHUX irop, NepcoHarnbHi KOMN'tOTEPU TOro Yacy
Manu npubnuaHo Taki X TEeXHiYHi XapaKTepUCTUKM $SK MOOINbHI  gesaicu
CbOorofieHHsl. TomMy po3pobHMKM Ta AM3alHepy BUKOPWUCTOBYBaNM UiKaBi TEXHiYHi
pilleHHA Ta ChpoLWeHHs Bidyanidauii LWwnsaxom cTunisauii irpoBux Mogenen,
Habnwmxarun BUrNs4 NepcoHaxy B cepeauHi rpu 4o nepLuonoyaTkoBOro KOHUENTY.
YygoBum npuknagoM € Taki ycniwHi tantnm sk “Team Fortress 2” [2] 3 i
HeMnoBTOPHUM cTunem, “Dota”, “Borderlands” Ta iH.

PosrnsHyto wmetoam ctumisauii 3D rpadhikm  Ta  OCBITNEHHA,  sKi
BMKOPWUCTOBYBaNuCh y BULLe3asHadeHnx TanTtnax. Bci ui metogum MoxHa BigHecTu
no «kareropii HedpoTopeanictuyHoro peHaepuHry (NPR). Cepes HUX MOXHa
BUAINUTY HAWOINbLL 3HaYYyLLi | eDEKTUBHI:

Hand Painted Textures. BukopuctaHHa Hand Painted Textures (BpyuyHy
po3manboBaHUX TEKCTYP) MOXe HagaTw rpi BMPAsHUWA i HEMOBTOPHUIN XyOOXHiN
CTUNb, BMMaral4m MeHLle pecypciB AN BiATBOPEHHS, WO pobutb iX ineansHnMu
ONS BUKOpPUCTaHHA B MOOINbHMX irpax abo Ha nnatdopmax 3 0OMeExXeHO
064MCrIOBanbHOK NOTYXXHICTIO.

Half-Lambert. TexHika HaniB-JlTamGepTOBOro OCBITNEHHS € MoaudikaLieto
TpaguuiriHoro JlambepToBoro ocBiTrneHHs. CTBopeHa koMnaHieto “Valve” ans rpu
“Team Fortress 2” [2]. Ha BigMiHy Big ctanHgapTHoro JlambepToBOro OCBITNEHHS,
3abe3neyye Mm'akile i GinbL piBHOMIpHE po3nofineHHs ceiTna 6e3 HagMipHO TEMHUX
TiHen.

Outlining. Le TexHika, ska nondra€e y [JodaBaHHi KOHTYpIB HaBKOMO
nepcoHaxiB, 00'ekTiB abo iHWWX eneMeHTiB cueHu pAna X BuaineHHs abo
NiAKPECNeHHs1 CTUNICTUYHMX OCOBNMBOCTEWN.

Cell-Shading.  KoHTypHe  TOHyBaHHs €  TexHikow  Bidyanisaduii,
BMKOPUCTOBYBAHOK B KOMM'IOTEPHUX irpax Ta aHiMauji, wob Hagatn 306paxeHHaM
CTUNI30BaHUN, MyNbTAWHUA BUrMsg. [Jo3Bonse o6'ektam BUrnsigatu, HiGUM BOHU
HamanboBaHi Bpy4Hy abo B3sITi 3 KOMIKCIB, 3 SICKpABO BUPaXEHUMU KpasMu Ta
pi3kuMn nepexogamm mMixx ToHamu. LLIMpOKO BUKOPUCTOBYETLCS B aHiMe.

Fresnel Rim Light. Edekt ®peHensa B KOHTEKCTi koMN'toTepHOi rpadiky i
revimamsaniHy BMKOPWUCTOBYETbCA AnsA iMiTauii pedonekcy Big cepeposuwia abo
CTBOPEHHSA eoeKTy Opeosly HaBKOMO NEPCOHaXiB YM 06'eKTiB, WO pobuTb ix BGinbLu
06'eMHUMHK Ta BUpa3HMMU, 0cobnmnBo Ha TeMHOMY OHi [3].
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lMpouec cTBOpeHHs irpoBux acceTiB

CtBOpeHHs irpoBux acceTtiB (puc. 1) BigGyBanocs HaCTYMHUM YUHOM.
CnovyaTKy CTBOpIOBaBCS Bi3yarbHUA KOHLUENT - XyAOXHWK BpaxoByBaB OCOOMMBOCTI
rpy Ta Npuainsas 3HayHy yBary Bni3HaBaHOCTi cunyeTy, ApibHi geTani irHopysBanumcs.
OcCHOBHI, ApyropsgHi Ta akLEeHTHi Konbopy obupany Takum YMHOM, o6 NepcoHax
6yB Bni3HaBaHNM 3aiMaOYN HE3HAYHY YACTUHY EKpaHy.

i

Puc.1. MNpouec po3pobku nepcoHaxa: a - KoHuenT-apT; b - Mogenb
HW3bKOro MOMIroHaxy; ¢ - piHanbHWUM pe3yneTart [4, 5]

3D mopgeni, cTBOpKOBaNUCb HWU3LKOMNOMIrOHaNbHUMK 3 MnoniroanbHUM
obmexeHHsiM fo 5000 noniroHiB Ha nepcoHaxa Ta 250 Ha nponc 3 BignoBigHICTO
00 KoHuenTy. HacTynHum KpokoMm BigGyBanochb pyqHe dhapbyBaHHA TekcTyp Ans
mogenen. lMicns iMnopTy mMofenen Ta TEKCTYP B irpOBMI PYLLUIA, BUKOPUCTOBYHOUM
MOXITMBOCTI irpOBOro pyLuisi, 3aCTOCOBYBaNUCb HaBeOeHi BULLE METOAM CcTunisauii
3D rpadpikv Ta OCBITNEHHS, WOo6 MakcmarnbHO BigNoBigaT! CTUMO KOHLENTY.

BukopuctaHHa HaniB-JlambepToBOro OCBITNEHHA [o3Bonuno 36epertu
petani y TiHSX, NiaBULLYyrOYM BidyanbHy 4duTabenbHiCTb cueH Ta ob'ekTiB. A B
KOoMGiHaUii 3 pi3KUMK TiHSIMW, CTBOPEHMMU 32 JOMOMOIOK KOHTYPHOrO TOHYBaHHS
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CTBOPIOETbCA [AOAATKOBUIM KOHTpacT i BWAINEHHA JdeTanen, LWo Jonomarae
po3ni3HaBaHHIO Ha BiOCTaHi.

BUCHOBKU

MeToam ctuniszadii 3a JONOMOrow LIEAepiB BigirpaloTb BaXIUBY Posb Y
CTBOPEHHI YHiKanbHUX BidyanbHUX CTUIIB Y KOMM'IOTEPHUX irpax Ta iHLWMX LMdPOBUX
megia. BukopucTaHHS wenaepie [O3BOMNSE po3pobHMKaM i XyQoXHUKaM Jocsratu
Pi3HOMaHITHUX apTUCTUYHNX edeKTIB, Big peaniCTU4YHMX 4O NOBHICTIO CTUNI30BAHUX,
nigcunioloum BidyanbHy npuBabnueiCTe Ta €MOUNHWMIA BMNUB irop i BogHo4vac
3€KOHOMUTW 0BYMCrIoBanbHI pecypcn Ha MOBINBHUX NPUCTPOSIX.
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KHYNEVYCH R., YANCHUK V., MIRONOV V.
UTILIZING NON-PHOTOREALISTIC RENDERING METHODS FOR
STYLIZATION OF A MOBILE GAME APPLICATION

The study examines the challenges and limitations encountered in mobile
game development with a focus on 3D graphics, particularly emphasizing the
equilibrium between graphical fidelity and energy efficiency given the constrained
computing capabilities of mobile devices. It highlights the critical role of stylization
and the application of non-photorealistic rendering (NPR) techniques, such as Hand
Painted Textures and Half-Lambert lighting, in crafting games that are visually
attractive and remain technologically pertinent over time. The findings underscore
the essentiality of inventive technical strategies in enhancing the efficiency and
aesthetic allure of mobile games.

Key words: mobile game development, game stylization, game graphics
design, rendering techniques, 3D graphics.
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