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° =H BRI B 50,000 RN
RIS 100-500 [ ; ERFIEHIZE 5,000 FLAK

{$F8 Decimate / ProOptimizer J&E
Blender: Decimate modifier , 3ds Max: ProOptimizer , B1Z{R & 70% P F17 &R

° EEYHBA Instance (BHBI)
MHERELL. Hhig, BEAFS/ER |, ¥F linked duplicate / instance

o [ HIEMIERS B
BEIfEER 12-16 B |, BRASER 1624 B , BRUMFATEAK

o (| TERIERESRPEL T
RHERNEARREIR, HAR RIS RTHI

° EBHEIME K Mesh #14F

2> Draw Call , RFHEZAE (R —EREEERN , (B2 VR AL

AtEEW 6m

° TERBALEESHIE 1024x1024 LA
TRiEHE. MARSEIEERH R A 512x512

° 1% PNG BEB %74 JPEG (fnE 85-90)
AHEPERALE—EM JPEG , BEIRAT4E/)N 60-80%

° &1 ORM HEEZIR—3REK RGB channel

R=A0, G=Roughness, B=Metallic , =3RALEEE—ik

o ) MRS UV b

RRB U0 (EZE W) , U1 RIEFRE Lightmap IR

° KR Normal map RSFAN#RIE 2048
REZBREIGIZ = 1024 ¥ Normal map B2 ,E %4

° {EARLEIRSE (Texture Atlas) &% 1A/ \MEE
2B NIEROREEBE SR KE | IR E e

EEHERE 5=

° BHRX Draco Compression (24{a[ER47E)
Blender JRAESIR , AR/ (TREFR 40-80% ; FEL HIHRA1E Draco



° FEH 57EFATA Modifier (Apply Modifiers)
& Apply £t modifier ZEX-LAEN T & BRI A4 ST

° AFEBERF , BPUBEY Animation

FRRERIZANE Armature / Animation &X}

° FESR Y-up EhE IERE (+Y up)
GLB =% Y-up , Blender F8:% Z-up , FEH B iR R RIN A E S}

° {2EE ] B¢ (Selected Objects)
SR RRES . 2EMESRBENIERSM

REERME 2w

B gltf-transform i KTX2 / WebP A [&E B4

npx @gltf-transform/cli optimize in.glb out.glb --texture-compress webp

FB gltf-transform B FERIBE
npx @gltf-transform/cli inspect in.glb — FERMME & i K

° FH gITF Validator E&FE+ER &M
MR VR FABNB RS TR

o [ SEATUSRBLE GLB HEBMA
I8 10MB KIHREEYIRIMARE / 'R A / &R B BN



