Yek-nuct game-ready Al 3D-acceTa

Mposepka nepen uMmnopToMm B production build

Geometry
O Polycount cooTBeTcTBYET ponu u target platform.
[0 HeT abip, camonepece4yeHuin n NnLLHen BHyTpeHHen geometry.

[0 Topology noaxoaunt ana deformation, ecnm asset aHuMmnpyeTcs.

UV 1 maTepuanbl
O UV npoeepeHbl Ha npobnieMHble overlap n seams.
[0 PBR maps KoppeKkTHO noaksto4atoTca B target shader.

[0 Texture resolution cooTBeTCcTBYET memory budget.

Rigging n animation
] Skeleton 1 naming MMNOPTUPYIOTCHA KOPPEKTHO.
[0 Skin weights npoBepeHbl Ha 3KCTpeMasibHbIX NO3axX.

0 Animation clips n retargeting paboTatoT B target engine.

Engine QA
[0 Scale n pivot KOppeKTHbI.
[0 Collision 1 LOD HacTpoeHbl Npy HEO6XOAMMOCTMU.

[0 Asset npoTecTnpoBaH B peasibHOW CLIeHe Mo NPOoV3BOANTENILHOCTN.



