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OIITUMI3AIIIA 3D MOJAEJIEN JIJISI BAKOPUCTAHHSA B AR CEPEJTOBMIIII

Y cmammi 30iticneno xomnaexcHuil meopemuuHuil AHANI3 CYyNACHUX NIOX00i68 00 ONMUMIZAYIT] MPUBUMIPHUX MOOeT el
07151 BUKOPUCMAHHSA 8 cepedosuyi 00nogueroi peanvrnocmi Augmented Reality. AkmyanvHicms 00CiONHCeHHA 3yMO8IeHd
cmpimkum pozsumxom AR-mexnonozii y cpepax ocgimu, npomuciogocmi, MeOUyuHu, el1eKmporHoi komepyii ma yugppo-
68020 MAPKEMUHZY, W0 CYNPOBOONCYEMBCS 3POCIAHHAM BUMO2 00 NPOOYKMUBHOCIE MOOLIbHUX | 8eb-naam@popm. OOHicio
3 KI0408UX npodnem enposadiicents AR-piuens € 3abe3nevens cmadinbHoi Yacmomu Kaopia i WeUOKo20 3a8aHmMAadHCeH-
Hs MPUBUMIPHO20 KOHMEHNTY 30 YMO8 0OMeNCEeHUX 00UUCTIOBATIHUX PECypCie MODINbHUX NPUCIPOIs.

Memoro docriosicenns € cucmemamu3ayisi ma y3a2aibHenHs ICHYIOUUX mMemodie onmumizayii 3D-modenet, cnpamo-
BAHUX HA 3MEHULEHHS NONI2ZOHATIbHOCTNI, CKOPOYEHHA 00CA2Y MEKCMYPHUX OAHUX, NiOBUWEHHS e)eKMUBHOCII PEHOEPUHZY
ma 3abe3neuents cymicHocmi 3 cyyachumu AR-nnamgpopmamu. Y pobomi npoananizosaro ancopummu oeyumayii cimxu,
pemononoeii, 3acmocysanns pienie demanizayii (Level of Detail, LOD), memoou 3anikanus mexcmyp i HopMaietl, UKo-
PpUCMants MeKCmypHux amiacie, CMUCHeHHs epa@iunux Oanux ma mexunonoeii giocikanms nesuoumux 06 ’exkmis. Oxpemy
yeazy npuoileHo IHCMPYMEHMAIbHUM 3aco0am onmumizayii, 30kpema npoepamuum cepeoosuuiam Blender, MeshLab,
Simplygon ma pywism Unity i WebAR.

YV pesynomami oocnioscenna ecmanosneno, wo eghexmusna onmumizayis 3D-moo0eneti nepedbauae KomniekcHe noeo-
HAHHZ 2€0MEMPUYHUX, MEKCMYPHUX MA ANOPUMMIYHUX MemOo0is, w0 00360JA€ ICIOMHO 3MEHWUMU PO3MIp Mooenell
be3 cymmesoi empamu 6i3yanvhoi axocmi. Jlogedeno, wo 3acmocy8anus 6azamopieHeoi cmpykmypu npeocmasients
00°€kmi6 [ a0anmMueHUx MExaHizmie penoepunzy 3abesneuye niosuuyeHHs npodykmusnocmi AR-0ooamxie, ckopouenns
yacy saganmaicents ma cmadinizayiro yacmomu kaopis. Ompumani pe3ynmamu MoX*Cyms Oymu 6UKOPUCMAHI npu po3-
pobenti 8ucokonpodykmugHux AR-cucmem y medcax cy4acHux iHpopmayitiHux mexHono2iu.

Knrouoei cnosa: oonoguena peanvricmo, AR, onmumizayis 3D-mooenetl, nonieonanvuicms, pieni demanizayii, LOD,
MeKCmypHa onmumizayis, oeyumayis Cimku, peHoepure, npoOyKmugHicms pagiki.
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OPTIMIZATION OF 3D MODELS FOR USE IN AR ENVIRONMENTS

The article presents a comprehensive theoretical analysis of modern approaches to optimizing three-dimensional models
for use in Augmented Reality (AR) environments. The relevance of the study is determined by the rapid development of AR
technologies in education, industry, medicine, e-commerce, and digital marketing, which is accompanied by increasing
performance requirements for mobile and web-based platforms. One of the key challenges in implementing AR solutions
is ensuring stable frame rates and fast loading of 3D content under limited computational resources of mobile devices.

The purpose of this research is to systematize and generalize existing methods of 3D model optimization aimed at
reducing polygon count, minimizing texture data volume, improving rendering efficiency, and ensuring compatibility with
modern AR platforms. The paper analyzes mesh decimation algorithms, retopology techniques, Level of Detail (LOD)
approaches, texture and normal map baking methods, texture atlases, graphical data compression, and visibility culling
technologies. Special attention is given to optimization tools and software environments such as Blender, MeshLab,
Simplygon, as well as AR engines including Unity and WebAR frameworks.

The study demonstrates that effective optimization of 3D models requires a comprehensive combination of geometric,
textural, and algorithmic techniques that significantly reduce model size without substantial loss of visual quality. It is
proven that the use of multi-level object representation and adaptive rendering mechanisms enhances AR application
performance, reduces loading time, and stabilizes frame rates. The obtained results can be applied in the development of
high-performance AR systems within the framework of modern information technologies.

Key words: augmented reality, AR, 3D model optimization, polygon count, level of detail, LOD, texture optimization,
mesh decimation, rendering, graphics performance.
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IHocTanoBka nmpobaemn

CTpiMKHM pO3BUTOK TEXHOJIOTIH ormoBHEHOT peanbHOCTI (Augmented Reality, AR) B ocTanHi pokn 3yMOBUB SIKICHY
TpaHcQopMalilo IMIXOAiB 0 Bizyamizalii nuppoBoro KoHTEHTY. AR-cucTeMH IHTErpyroTh BipTyajbHI TPHUBHMIpHI
00’exTH y (hi3nUHE ceperoBHIIEe KOPHCTYBa4Ya B PEXKUMI peaslbHOTO 4acy, o NoTpedye 0OJHOYacCHOTO BUKOHAHHS CKJIa/I-
HUX OOYMCIIOBAJIBHUX OIEpAIliii: KOMII IOTEPHOTO 30pY, TPEKIHTY MOJOKECHHS KaMepH, ITOOYyI0BH KapTH IIPOCTOpPY, PEH-
JIEpUHTY Tpadiky Ta CHHXPOHI3aLil 13 CCHCOPHUMH JTaHUMH IIPUCTPOI0. Y pe3ynbrari popMyeThest 0araToKOMIIOHEHTHE
HaBaHTaXEHHS Ha neHTpanbHuil npounecop (CPU), rpadiunmii npouecop (GPU), onepariBHy mam’siTh Ta IiicUCTEMY
30epiraHHs JaHUX.

Ha Bigminy Big Tpagumiitaux 3D-monarkis, 1e 00YHCITIOBABEHI PeCypCH CIPAMOBaHI IIEPEBayKHO HA PEHACPHHT CIICHH,
AR-nofaTku QyHKIIOHYIOTh y PEKUMI IIOCTIHHOTO aHaNi3y BiIEONIOTOKY Ta MPOCTOpoBoi Jokamizaii. Lle o3Havae, mo
YacTHHA PECYPCiB CHCTEMH Bxke 3aiHsATa anroputMamu SLAM (Simultaneous Localization and Mapping), 06poOkoro
CCHCOPHHX JaHUX Ta KOPEKIIEI0 NMPOCTOpOBOi reoMeTpii cueHu. B Takmx ymoBax HammipHa Aeramizamis 3D-moxeneit
a00 BUKOPHCTaHHS TEKCTYP BUCOKOI PO3IUILHOI 3aTHOCTI IPU3BOIUTH JI0 TIEPEBAHTAXKEHHS rpadiqHOi MiCUCTEMH, 3HU-
xeHHst actotu kaapis (FPS), 36inpmenns 3arpumok (latency) Ta moripiieHHs KOPUCTYBAIbKOTO JIOCBITY.

Kpurnunoto xapakrepucTikoro AR-cucteM € HeOOXiJHICTh MiATPUMaHHSA cTaOlIbHOI YacTOTH KaJApiB Ha PiBHI HE
umwkae 30-60 FPS, ockinbkn HaBiTH HE3HAUHI MPOCIAAHHS MTPOLYKTHBHOCTI MOXKYTh CIIPHYMHSATH Bi3yasibHi apTeakTH,
BTpaTy TPEeKiHTY abo Je30pieHTalliio KopuctyBada. OcoOIMBO 1€ aKTyanbHO JUT MOOLTEHUX MPUCTPOIB, SIKI MAtOTh 0OMe-
KeHl 00UYHCITIOBaJIbHI PECypcH Ta €HeprocrnoxkuBaHHs. Ha BinMiHy Bif cralioHapHHX poOOdYMX CTaHILil, cMapTdoHn
1 TJTAHIIETH XapaKTepU3yIOThCsl OOMEKEHUM 00CSTOM OTEPaTHBHOI aM’sITi, MEHIIIOIO MTPOITYCKHOIO 3[aTHICTIO Tpadid-
HOI aM’SITi Ta TETUTOBUMH OOMEKEHHSIMH, 1110 3yMOBJIIOIOTH aBTOMAaTHYHE 3HI)KEHHS TAKTOBOI YaCTOTH IIpoIiecopa Mpu
TieperpiBaHHi.

JlonaTkoBy CKJIaJHICTh CTAHOBUTH 3pOCTaHHS BUMOT 10 (hoTopeanicTHIHOCTI AR-KOHTEHTY. Y CydacHHX 3aCTOCYBaH-
HSIX — BiJ] €JIEKTPOHHOI KOMEPIIil JO MPOMHUCIIOBOTO MOJICITIOBAHHS — KOPHCTYBau OYiKye€ BHUCOKOI JeTanizamii 00’ €KTiB,
KOPEKTHOI Irepesadi Marepianis, TiHe# 1 BigOnTTiB. OmHaK 301IbIIEHHS KiJBKOCTI TOJITOHIB, BUKOPUCTAHHS CKJIQJHUX
mieiiepiB Ta OaraTonapoBUX TEKCTYp MPSIMO MPOIOPIIHHO MiIBUIY€E OOUMCITIOBaIbHI BUTpATH. TakuM YMHOM BHHUKA€E
(dyHIaMeHTaIbHA CYNIEPEYHICTh MK Bi3yaJIbHOIO SIKICTIO TPUBHMIPHOTO KOHTCHTY Ta allapaTHUMH MOXITMBOCTSMH ITPH-
CTPOIB, Ha SIKMX [} KOHTEHT BiATBOPIOETHCS.

OKpeMHM acTIeKTOM IpoOJIEeMH € MepeKeBUH KOMIOHEHT AR-3acTocyHKiB. Y BHIaJIKy BeO-OpIEHTOBAHUX DillleHb
(WebAR) TpuBnMipHi Mozei iepeialoThes 4epes3 MepesKy [HTepHeT, 110 BUCyBae BUMOTH 0 MiHiMizalii o0cary daiinis.
Benuki 3a po3mipom 3D-Mozeni 30UTBIIYIOTh Yac 3aBaHTA)KEHHS, [0 HETaTHBHO BIUIMBA€ Ha B3a€MOJII0 KOPHCTyBada
3 JIOIATKOM Ta MOXKE€ TPU3BOJUTH JIO BiZIMOBH BiJI BUKOPHCTAaHHS cepBicy. OTke, ONTHMI3allisi Mae BpaXxoByBaTH He JIHIIIE
JIOKAJTbHI 00YHCITIOBATbHI 0OMEKEHHS, a ¥ mapaMeTpu MEepeKeBOi IHPPACTPYKTYPH.

[IpoGnema ycKiIaaHIOETHCS TAKOXK BIICYTHICTIO YHIBEPCAIBHOTO MiX0My 1o ontuMizarii 3D-moneneit aims AR. Pizni
mtardopmu (Android, 10S, WebAR), pisni rpadiuni pymii (Unity, Unreal Engine, Bnacui WebGL-pimenns) ta pisHi
THUIN KOHTEHTY (IHTEPaKTUBHI 00 €KTH, aHIMOBaHI IIEPCOHAXI, TEXHIYHI MozeNi) MOTpeOyroTh crenniuHuX cTpaTerii
3HI)KEHHS HaBaHTa)XeHHs. MeToan, e()eKTHBHI JUIs iIrpOBHUX 3aCTOCYHKIB, HE 3aBXK/IN € ONTUMAIBLHUMHU JJIsI OCBITHIX 200
mpoMucioBux AR-pimeHs.

Takum yMHOM, Ha Cy9acHOMY €Talli pO3BUTKY iHPOpMaLifHUX TEXHOJIOTIH MOCTaE KOMIUIEKCHA HAYKOBO-TIPHKJIaHA
mpobieMa: po3poOIiCHHS Ta CHCTeMaTH3alis e(peKTHBHIX METOIB onTuMizanii 3D-Mozenei, siki 3a0e3meuyoTs OaxaHc
MIDX Bi3yaJbHOIO SIKICTIO, PO3MIPOM JIaHMX 1 MPOAYKTHBHICTIO AR-cucTeM. Bupimenns 1iei mpobieMu Mae pUHIMITOBE
3HaYeHHs A MaciiTaOyBaHHS AR-TeXHOJNOTIH, MiJBUIIEHHS iX JOCTYHNHOCTI Ta iHTerpamii y pi3Hi ramysi nugpoBoi
€KOHOMIKH.

AHaJi3 ocTaHHIX A0c/iTxKeHb i myOsikanii

CydvacHi nocIipKeHHS TOKa3yIoTh, o a1t AR / VR-cepenoBui KOpUCHUME € METOAM OaraTopiBHEBHX IpEJICTaB-
JIeHb Ta AuHaMiyHoi ontuMizanii. Tak, Boutsi et al. 3anpononyBaiu MynbTHpiBHEBHH MiaXia 10 BeO-AR, mo 3abe3nedye
IIBHJIKE CTPIMIHTOBE 3aBaHTaKCHHS BEJIMKHUX MOJIENEH; iX MPOTOTHIT AEMOHCTPY€E NPUCKOPEHHS peHzepy 1o 46% nopis-
HsiHO 3 onTuMizoBaHuM gITF 1 mo3Bonsie BinoOpa3uTn 34-MigpHOHHY MOJIENb MEHII HiX 3a 4 CeKyH/IM 0e3 BTpar SIKOCTI.
Lei minxix moxasye, Mo po30WTTS MoOAENI Ha PiBHI JeTani3amii Ta HOCTYIOBa Iepeaada reoMeTpii MOXKYTh CYTTEBO
TTOKPAIUTH MTPOTYKTUBHICTH BeO-AR.

[nma BaxxmBa pobota Grande et al., neranpHO ommcye mpomnec onTuMizarii mozpeneil y Blender: 3a momomororo
MoaudikaropiB «Decimate» Ta «Shrinkwrap» BOHH CITPOILIYIOTH CITKY, @ OTIM 3aIiKalOTh HOPMAJIbHI KapTH H TEKCTYpH
3 BHCOKOIIOJIrOHAJIbHOT MOJIENTi Ha CITPOIIEeHy. Y pe3yibTaTi KUTbKICTh (aiiiliB MOZIET 3MEHIITY€ThCS JI0 IBOX: HOPMaJIbHOT
KapTH Ta OJHI€] TEKCTYPH, TIPH LbOMY 30epiraeThcst OUIBIIICTD Bi3yallbHUX JeTanell. EkcriepuMeHTanbsHO BCTaHOBIICHO,
0 TaKWH MIJXiJ 3HWXKYE KUTBKICTH MONIrOHIB Maibke Ha 99% 0e3 MOMITHOTO MOTIpPIICHHS SKOCTI BTPAaTH B METPHIL
NR-3DQA — 1o 15%, MM-PCQA — no 25%.

Kpim Toro, y TeXHIUHIH JIiTepaTypi Ta HPaKTHYHUX PEKOMEHIAMIAX MiAKpecToeThest HeoOxiaHicTs LOD piBHIB neTa-
mizamii. 3rigHo 3 Ogutu et al.i kepiBHULITBOM InAirSpace pekoMeHJ0BaHO CTBOPIOBATH KiJIbKa Bepciit 3D-Mozernti 3 pizHOIO
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JeTalli3aIiero i IMHAMIYHO TIEPEeMHKATH iX 3aJe)KHO BiA BifcTaHi 1o kamepu. Hampukmaz, getani mOBEpXOHb CKIIAIKH,
HEPiBHOCTI MOXKHA «3alliKaTiy y HOpMaJIbHI KapTH, a He MOAEIIOBATH J0IAaTKOBUMH NoniroHamu. Takuii mpuiiom 103Bo-
JIsi€ TIPH HEBEITMKOMY TOJITOHAIBHOMY HaBaHTa)KEHHI 30epiratu sKictb TekcTypyBaHHs. GarageFarm.net Haronomrye Ha
BaXXJIMBOCTI MiATPUMKHA OAWHUYHOI IIITFHOCTI TEKCTYpH Ta BUKOPUCTaHHI cTUcHEeHHs 300paxenHs (JPEG, PNG, DDS),
a TaKOX aTIaciB TEKCTYp AJIS 3MEHIICHHS KITBPKOCTI BUKIIHKIB PEHAEPY.

s monermenHs cueHn AR KpUTHYHOIO € TexHiKa BifCiKaHHS HeBUAMMUX 00’ ekTiB. [HCTpyKLii Adobe Aero peko-
MEHAYIOTH BiJICIKaTH BCe, 0 HE BXOIUTH Y IoJIe 30py abo mepedyBae 3a iHMHUMHU 00’ €KTaMH, a TAKOXK BIKOPHUCTOBYBAaTH
3MEHIIIEHHS SAKOCTi Mpy HaBaHTakeHHi. Hampukmaz, InAirSpace Bkazye Ha BaXJIHBICTD (PyCTyM-KYIIiHTY Ta OKITFO31i-
HOTO KYJIHTY: BiIMOBa BiJ peHAEPY HEBHINMUX YaCTHH CIICHH 3HIKYe HaBaHTaxeHHs Ha GPU. OgHodacHO Tpeba yHH-
KaTH 3aiiBOI MPO30POCTi UM peIIeKCiii, IO YCKIAIHIOIOT PEHICPHHT.

Takum 9rHOM, aHAJi3 POOIT MOKa3ye: onTuMizallis AR-KOHTeHTy BKIItO4ae OaratopiBHEBY CTPYKTYPy MOJEINi Ta TeK-
CTyp, 06anmaHc MK JeTali3ali€ro Ta MPOXYKTUBHICTIO, a TAKOXK TPAIHWLiHHI TEXHIKH rpadidHoTo MprcKopeHHA. KokeH
3 IIUX METO/IIB BXKE JIOBIB CBOIO €(peKTHBHICTh ¥ IOCIIaX Ta MPAaKTUIHUX CHCTEMAX.

DopMyTIOBAHHS METH JA0C/i/IZKEHHS

Mertoro CTaTTi € cucTeMaTH3allisl Ta aHalli3 iICHyFouYMX MeToxiB onTuMizamnii 3D-moneneit ams AR-cepenoBui 3 ypa-
XyBaHHSAM 0OMEXeHb MOOUTFHUX MPUCTPOIB. 30KpeMa, TOCIiIKY€ETHCS, SIK MiHIMI3yBaTh KUTBKICTh TONITOHIB Ta po3Mip
TEKCTYp 3 IOTIOMOTOIO aITOPUTMIB JIEIMMAIlii, 3alliKaHHs TeKCTYp, OaraTopiBHEBIX MOJIENeH MeTaizallii Ta IHIIIX IpH-
HOMIB, HE JKEPTBYIOUH 3HAYYIIO Bi3yaslbHOIO iHpOpMaIliero. OdiKyeThCsl BUSBUTH Ti IiIXOIM, SIKi TO3BOJISIOTH 3a0e3-
MIEYUTH BUCOKY IPOAYKTUBHICTE cTabinbHI FPS Ta mpuitHATHY sIKicTh 300paskeHHS BAR-10maTKax mpu cydyacHUX TEXHO-
JIOTisIX BIATBOPEHHSI.

Buk/ageHHs 0CHOBHOTO MaTepiaJly A0CTiaKeHHs

[Ipobnemarnka onrumizarii 3D-moneneii s BukopucTaHHsS B AR-cepenoBuIli akTHBHO JOCIHIIKYETHCS BITUM3-
HSHUMH Ta 3apyODKHIMH HAyKOBIIIMH B KOHTEKCTI PO3BUTKY MOOLTHHHX OOYHCICHb, KOMII I0TepHOI rpadiku Ta BeO-
TEXHOJIOTiHi. AHaJ3 HAayKOBUX MyOJiKaIii CBITUYNUTH PO (OPMYBaHHA KOMIUIEKCHOTO ITiIXOAY IO BHPIMICHHS 3aBJAaHb
3MEHIIEHHS TEOMETPUYHOI CKIIaIHOCTI MOZETIeH Ta ONTHMI3alii TpadidHuX pecypcis.

VY nocnimkenni A. M. Boutsi, C. Ioannidis Ta S. Verykokou [1] po3rsigaersest mpobieMa peHIepHHTY BHCOKOIONITO-
HanbHUX Moznenell y WebAR-cepenosuii. ABTOpH 3a3Ha4Yar0Th, M0 TPAAULIHHI TMIAX0MU 0 Tepenadi HOBHOI reoMeTpii
o0’exta y opmari gITF He 3a0e3medyoTh HAIEKHOI MIBUAKOAII U pOOOTI 3 BEIUKAMHU MOJENSAMH. Y CTaTTi OOIpyH-
TOBYETHCS IOIUIBHICTh 3aCTOCYBaHHS 0araTopiBHEBOI CTPYKTYpH MOIETi, 3a SKOi TeOMETpis IMepenacTbes YaCTHHAMH
3aJIe)KHO BiJ BIACTaHi 10 KaMepH Ta MPIOPUTETHOCTI 00’€KTa y crieHi. 3TigHO 3 pe3yiabTaTaMi eKCIIEPHUMEHTIB, TaKUi
T AX1 103BOJISIE CKOPOTUTH Yac IEPBUHHOTO 3aBaHTAXEHHS MOJIEN Ta MIABHUIIMTH CEPEIHIO YacToTy Kaapis 1o 40—46%
MOpiBHSAHO 3 6a30BUM BapiaHToM [1]. TakuM 9UHOM, DOCITIKEHHS MiATBEPIKY€e €EKTUBHICTh KOHIIEMIII] aJarnTHBHOI
nmeramsamii mist AR-cuen.

¥V crarti R. Grande Ta ciBaBTOpiB [3] 31iliCHEHO eKCTIEpUMEHTAIIFHE IO CITIHPKEHHS BIUTUBY ONITUMI3allil CITKH Ha Ipo-
IyKTUBHICTh VR / AR-3aCcTOCYHKIB. ABTOpH aHATI3YIOTh IPOIIeC 3MEHIIICHHS KiUTBKOCTI IOJIITOHIB MIJIIXOM 3aCTOCYBaHHS
anroputMy aenumManii B cepenosumii Blender 3 mogampmmM 3amikaHHAM HOpManei i TeKeTyp. Y poOOTi 3a3Ha4a€eThes,
10 TIEpBUHHI MOJelli, oTpuMaHi 3 3D-ckaHyBaHHSA, MOKYTh MICTHTH HAUIAIIKOBY KiTBbKICTh TPUKYTHHUKIB (IO OEKiTb-
KOX MIUITBHOHIB), IO CYTTEBO YCKIAAHIOE iX IHTETpaLiio B peadbHOMY daci. [licist 3acTocyBaHHS IpONIeaypH IeIiMartii
KIUIBKICTB TOJIITOHIB Oy10 3MeHIIEeHO Oinbir Hixk Ha 90%, IpH IbOMY METPHKH Bi3yaldbHOI SKOCTI 3aJIUIIMINCA B MEKaxX
JOITyCTUMEX 3Ha4deHb [3]. JlocmimkeHHs MiATBEPIKYE, [0 TEOMETPUIHA ONTHMI3allis He 000B’I3KOBO IMPU3BOTUTH 0
CYTTEBOI BTpaTH CTIPHIMAHOI AeTai3alii.

Oxpemuii HanpsAM JOCIIHKEHB ITOB’ A3aHUH 13 TEKCTYPHOIO ONITUMI3aIli€ro. Y myOiikartii, IpucBAYeHil e(eKTUBHOCTI
BHKOPHUCTaHHS TEKCTypHUX aTiIaciB Ta KOMIpecii rpadivHnX JaHuX [2], HATOJIOMIYETHCS, IO KITBKICTh MaTepiaiB i oKpe-
MHX TEKCTYp Y CIIeHi Oe3mocepeqHbo BIUTUBAE Ha KUTbKicTh draw calls mix 9ac peHaepuHry. ABTOPH ITiIKPECIIOIOTh, 10
00’eTHaHHS EKITHKOX TEKCTYp B OIUH aTiiac JO3BOJISE€ 3MEHINTNTH HaBaHTakeHHS Ha GPU Ta onmTuMizyBaTH BUKOPHC-
TaHHS Bifleonam’aTi. ¥ MOCIHIIKEHHI TaKOXK 3a3HA4Y€HO, 1[0 BUKOPHUCTAaHHA HOPMAIBHUX KapT 3aMiCTh pealbHOI reome-
TpUYHOI JeTami3allii 3a0e3neuye 3HagHe 3MEHIIEHHS KiTbKOCTI TONIrOHIB 0€3 BTpaTH IMHOMHA OBEPXHi.

VY wmarepiagax Milvus Labs [4] po3misimaioTsest THIOBI TpobieMu npoxykTuBHOCTI AR-moxaTkiB. 30kpema, BKasy-
€THCS, 10 OCHOBHUMH YHHHUKaMH 3HIDKeHHS FPS € HamMipHA KiNBKICTh MOJITOHIB, BEMKI TEKCTYpU Ta CKIIAIHI IIei-
Jepu OCBITIICHHS. ABTOPH MiAKPECITIOTH, M0 AR-cepemoBuIe CTBOPIOE JOAATKOBE HABAHTAXECHHS depe3 MOCTIHHY
00poOKy BiEOMOTOKY Ta alTOPUTMH MPOCTOPOBOTO MO3UI[IOHYBAaHHS, TOMY ONTHMi3alis TpapiqHOTO KOHTEHTY € KpH-
THYHOIO YMOBOIO CTa01IbHOI poboTH cucTeMu [4].

VY nociimxeHHi, IpucBsgIeHOMY cTparerisM AR-onruMizattii [6], 3a3Ha4a€THCS, 0 OXHUM i3 KIFOUOBHX MEXaHi3MiB
T IBUIIEHHS TPOAYKTUBHOCTI € BripoBamkeHHs Level of Detail (LOD). ABrop migkpecoe, o TnHaMigHe IepEeMAKAHHS
MDX PI3HUMH PIBHSIMH JeTali3amii JO3BOJISE afanTyBaTH CIEHY 10 MOTOYHHX YMOB BiOOpa)KeHHS, 3MEHIIYIOUH Killb-
KiCTh 004HCIIeHb TIpH 30epeXeHH] Bi3yalbHOI IUTICHOCTI CeHH. TakoX aKIEHTYEThCS yBara Ha BaXKIUBOCTI (QpycTyM-
KYJIHTY Ta OKJIFO31HHOTO KYIIIHTY SIK 3aC00iB MiHIMi3allil peHACPHHTY HEBUIUMHUX 00 €KTIB.
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VY crarTi, IpUCBAYECHIH MEeTOAaM ACUMAaIii CiTKH [5], 3a3Ha4a€ThCs, MO AITOPUTMIYHE CKOPOUYCHHS KiTBKOCTI Bep-
[IMH Ta TpaHel MOBHHHO CYIPOBOIKYBATUCS KOHTPOJIEM TOMOJIOTIYHOI MUIICHOCTI MOAelNi. ABTOPH HATOJIOIIYIOTh, IO
HEKOHTPOJFOBaHA MEIMMAITisl MOXKe TIPU3BECTH 10 JedopMarlii CHiIyeTy 00’ eKTa, Mo € KpUTHIHIM 1151 AR-3aCTOCYHKIB,
JIe TOYHICTh Bi3yaJJbHOTO HaKJIaJaHHA Ma€ MPHHIUIOBE 3HAYCHHS. TaKuM YWHOM, ONITUMI3allisl MOBHHHA OyTH TOETar-
HOIO Ta BPaXxOBYBaTH CIeIM(iKy BUKOPHCTAHHS MOJEITI.

BucnoBku

[IpoBenenuii aHai3 iICHYIOYMX METO/IIB ONTHMI3aMii TPUBUMIPHUX MOZAETEH OKa3aB iXHIO BUCOKY €(heKTUBHICTD IS
AR-3acTocyHkiB. JlennMarist CITKH Ta PETOIIOJNOTIS TO3BOJISIOTH 3MEHIIUTH KiTBKICTh IOJIITOHIB Maibke y COTHI pasiB
ipu 36epexenHi popmu 00’ exriB. Buxopuctanus LOD i HopManbHHEX KapT Ja€ 3MOTY JOAAaTKOBO 3HH3UTH HAaBAaHTAXKCHHS
Ha peHzpepep 0e3 BUAUMOI BTpaTh Aeranizamii. OnTuMizallis TeKCTYp CTHCHEHHS, aTiiacH, OalaHC MIUTBHOCTI 3MEHIIY€
o0cCsT TaHWX, IO MEePEaroThCS, a YCiKaHHA HENOTPiOHMX 00°€KTiB (PPYCTYM Ta OKIIO3is 3HMKYE YUCIIO BiIMATHOBAHUX
eJIeMeHTiB. 3TiAHO 3 MyOMiKaIisIMH, TaKi IPUHOMH pa3oM 3a0€3MeUyIOTh IPUPICT MPOXYKTUBHOCTI HA IECATKH BiJICOTKIB
Ta MATPUMKY CTaOlIbHOI YaCTOTH KaJpiB HaBiTh y cKiIagHuX AR-crieHax.

Omxe, onrumizaris 3D-mozpeneit € KpuTHYHOIO ais BIpoBa/keHHS AR Ha MoOimpHHX Ta web-miardopmax.
[lepcriekTHBE NMOAANBIINX JOCHTIHKEHB OB’ A3aHI 3 aBTOMATH3AI€I0 MPOIECIB ONTHUMI3allil BUKOPUCTAHHS CKPHIITIB,
IITYYHOTO iHTENIEKTY i aJanTUBHIMH aJTOPUTMaMH, SIKi O cami miabupany onTUMaIbHUH piBeHB AeTajel y peaabHOMY
gaci. OgHaK y)Ke HasBHI METOIU JO3BOJIAIOTH 3HAYHO PO3MIMPUTH MOXKIHMBOCTI cydacHHX AR-monatkis, 3abe3nedyrodn
IIBHJIKE 3aBAHTa)KCHHS KOHTEHTY Ta BUCOKOAKICHY B3a€MOJII0 KOPHUCTyBada.
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