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OpenGL PBR

Abstract. The paper considers the process of developing acets for computer games on professional pipeline, stages of 
modeling and texturing, focuses on OpenGL and PBR technologies. The paper proposes the optimal combination of 
technologies and software to create a quality project for further use as unique game objects. Particular attention is paid to the 
optimization of models at the stage of working with the grid, poured a number of automatic tools and made comparisons in 
efficiency with manual methods. In order to speed up the work and save digital resources, a number of technical tasks are 
performed: performing repopology, scanning models, baking normal maps. High-quality real-time rendering technologies are 
demonstrated to create the final demonstration of ready-made assets.

: AAA- - HighPoly, LowPoly
PBR, real-time render.

Key words: AAA pipeline, gamedew, 3D modeling, draft, blocking, HighPoly, LowPoly, topology, texturing, PBR 
technology, real-time render.
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- A lot of time
- A lot of resources
- A lot of money
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Blender –
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Houdini, Cinema 4
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Photoshop. 
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