Yek-nucTt game-ready 3D-acceTa

MocnenHss npoeepka nepep nobasneHnem Al-monenu B build

Geometry
O CunysT n nponopumum COOTBETCTBYIOT 3a4ave.
[0 Polycount yknapbiBaeTcs B Ol04)KeT.

[0 HeT Ablp, caMmonepeceyeHnii 1 NUHen geometry.

UV u PBR
0 UV He co34aloT 3aMeTHbIX apTedaKToB.
O PBR maps noaknto4eHbl KOPPEKTHO.

[ Texture resolution cooTBETCTBYET PO/ acceTa.

Character
[J Skeleton nmnopTnpyeTCa KOPPEKTHO.
[0 Skin weights npoBepeHbl Ha 3KCTpeMasibHbIX NO3axX.

1 Retargeting n animation clips paboTatoT.

Engine
[0 Scale n pivot KOppeKTHbI.
0 Collision n LOD HacTpoeHHb!.

[J Performance npoBepeH B peasibHOW CLeHeE.



