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Make game-ready 3D models:
low poly, voxel and LODs
Make light game models: Tripo P2 and Meshy Smart Topology at a 3,000 face target, Smart Low

Poly, Tripo Retopology v3, voxels with Tripo Stylization and Voxel Crafter, and an LOD chain with

Claude Opus 5.5 3D.

GUIDE Step 1 · Learn

IN SHORT

You need A character image, or a heavy model to lighten

A triangle budget for your game

This lesson makes 3D models light enough for a game, with low poly, voxels and LODs.

A game draws many characters at once, so every triangle counts; always check the count after

you generate.

For a new game model, use Tripo P2 or Meshy Smart Topology; to lighten a model you have, use

Tripo Retopology.

Voxel models are made of cubes, and LODs are lighter copies the engine swaps in at a distance.

Why the triangle count mattersWhy the triangle count matters

https://ufgc0c9mhl4ueq76.public.blob.vercel-storage.com/academy/746593257e2af397f67bcd09583cdd0106960c83830e7cf10ef03b0dafc8851c.webp
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A generated model can be very heavy. Tripo 3.1, at its default settings, gave almost one and a half

million triangles. That looks great in a render, but a game draws many characters at once, so every

triangle counts.

For game models, start with the models made for games: Tripo P2 and Meshy T2.5 Smart Topology. With

the same character image and a target of 3,000 faces:

Tripo P2 landed at about 3,200 triangles, and Meshy at 3,100, with clean, even topology.

Tripo 3.1 and YVO3D have a Smart Low Poly setting. YVO3D landed at 3,200, and Tripo 3.1 went over,

at 5,500, so always check the count.

Already have a heavy model? Tripo Retopology v3 rebuilt the 1.5 million triangle model at about 2,800,

with the texture baked onto the new mesh: 500 times lighter.

Low poly modelsLow poly models

https://ufgc0c9mhl4ueq76.public.blob.vercel-storage.com/academy/bb75266c9265007daefbe25aff162e5f8bd995e753dcb73c761a7937e03822c6.webp
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Voxel is a game style made of cubes.

Tripo Stylization turns a model you already have into voxels: upload it and pick the voxel style. The

character came back at 1,500 triangles.

Voxel Crafter builds voxel models from a prompt or reference images. Set the grid size in width, height

and depth, from 16 to 256 blocks.

VoxelVoxel

https://ufgc0c9mhl4ueq76.public.blob.vercel-storage.com/academy/b9b32396e57eee02e1765270187c33b41505f2d5d2b52d557dbb062bb7da5c4c.webp
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LODs, or levels of detail, are lighter copies of the same model. The engine swaps in a lighter copy as the

character moves away from the camera.

Claude Opus 5.5 3D builds the chain from a prompt. With copies at 50, 25 and 10 percent, LOD0 is the

original at about 9,200 triangles, then 4,600, 2,300 and 916, each named with the LOD suffix that game

engines look for.

LODsLODs

https://ufgc0c9mhl4ueq76.public.blob.vercel-storage.com/academy/64df95e8354a77dc3b6b9fa4bc5810cb1413f7da119ce1e9e52342813c87efd3.webp
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A new game model from an image: Tripo P2 or Meshy T2.5 Smart Topology.

Lighten a model you already have: Tripo Retopology.

A blocky look: voxels.

LODs: ask Claude Opus 5.5 3D, or run Retopology once for each level.

Related

Process your 3D model

Bring your 3D model into Blender, Unity and Unreal

Rig and animate your 3D model
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Which one to useWhich one to use

https://learn.scenario.com/3d/process-3d-models
https://learn.scenario.com/3d/export-3d-to-engines-and-dcc
https://learn.scenario.com/3d/rig-and-animate-3d
https://ufgc0c9mhl4ueq76.public.blob.vercel-storage.com/academy/423f6aa26105f154526283aad2edff131d6855013d7fb05f73b2cf111bee064e.webp
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