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METO/] MPOEKIIMHOIO TEKCTYPYBAHHS:
AHAJIOTH TA METOJIH INOKPAIIEHHA

[IpoekiiiiHe TeKCTypyBaHHA € OTHMM 13 0a30BUX METOMIB Yy
KOMIT FOTepHiil rpadiui, sSIKMi T03BOJISE MEPEHOCUTH JIBOBUMIpPHI TEKCTYpH
Ha TOBEPXHIO TPUBUMIPHHUX 00’€KTIB. METO Mae MIMPOKE 3aCTOCYBaHHS y
CTBOPEHHI KOMII'IOTEPHHUX irop, Bi3yalbHUX e(EeKTiB Ta BIpTyaJbHHUX CIICH.
[Momnpu 11e, BiH CTHKA€ThCS i3 HU3KOIO OOMEKEHb, 30KpeMa CIOTBOPEHHSIM
TEKCTYp Ha CKJIAJHHUX T€OMETPisX, CTBOPEHHIM BUINMHUX MIBIB Ta HU3HKOIO
e(eKTUBHICTIO TpU poOOTI 3 Benukumu aaHumu [1].

OCHOBOIO METONy € BHUKOPHCTAHHS KOOPAMHAT TEKCTYpH, SKi
MIPOEKTYIOTHCS 3 ABOBUMIpHOTO mpocTopy Ha 3D-moBepxHro. Tpanmumiiiai
TexHikd, Taki sk UV mapping, planar projection Ta cylindrical mapping,
3abe3neuyroTh 0a30BUH (YHKIIOHAN, ane MaloTh oOMexeHHs. UV mapping,
HAaIpHKJIaJ, OTpeOye peTeIbHOI pYy4HOT MiATOTOBKHY, 1110 YCKIIaTHIOE POOOTY
3 A€Tali30BaHUMH MOJEIISIMU.

Jnst BupilIeHHS IUX Mpo0OJeM BHKOPUCTOBYIOTHCS allbTEPHATHBU:
NpOLIEAyPHE TEKCTYPYBaHHS, BOKCEIbHE TEKCTypyBaHHsS Ta METO/H,
3aCHOBaHI Ha ITYYHOMY iHTeNeKTi. [IporenypHe TeKCTypyBaHHS J103BOJISIE
TeHEepyBaTH TEKCTYPH Ha OCHOBI MaTeMAaTHYHHUX AJITOPUTMIB, 3a0€31eUyI0un
BHUCOKY THYYKICTh 1 3MEHIIEHHS 0OCSTy TeKCTypHHMX AaHUX. BokcenbHe
TEKCTYPYBaHHS MPAITIOE 13 TPHBUMIPHUMH IIKCEISIMHU (BOKCEISIMH), IO Ja€
3MOTY YHHKHYTH IIBIB 1 3a0e3medye piBHOMIpHHH pO3MOIIT TEKCTYp Ha
CKJIAHHX (opMax, ajle € pecypco3aTpaTHuM [2].

I TyyHuii 1HTEICKT BiIKPUBA€ HOBI MOMIIUBOCTI JJISI BJOCKOHAJICHHS
MIPOEKIIIHOTO TEeKCTypyBaHHA. | eHepaTtnBHO-3MarampHi Mepexi (GANs)
JAfOTh 3MOTY CTBOPIOBATH AJANTUBHI TEKCTYPH, SIKi BPaXOBYIOTh T€OMETPil0
00’exTiB, mo 3MeHmrye crotBopeHHS. Tak, Pix2Pix GAN nemoHCTpye
e(peKTUBHICTF Yy TEPEHECeHHI TEeKCTyp 31 3pa3kiB Ha Mozeni. I[Hmum
Ba)XJIMBUM HalpsMKOM € aBTomarm3aliss UV-po3ropTok 3a J0MOMOIOI0
convolutional neural networks (CNNs), mo MiHIMI3y€ MIBH Ta CIIPOIIYE
nporec TeKcTypyBaHHs [3].
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JonatkoBo, BHpoBapkeHHs (i3uuHO KopekTHoro penzaepuHry (PBR)
JO3BOJIIE IHTETPYBATH TEKCTYpH 3 BpaxyBaHHSIM ()i3MYHHUX BIIACTHBOCTEH
MaTepialiB, TaKUX K MIOPCTKICTh UM BiIOWBHA 3MaTHICTH, 3a0e€3MeUyroun
peanicTHYHICTh 300paKeHHA. ANTOPUTMH TIHOOKOTO HABUAHHS TaKOXK
MOXYTh BHKOPHCTOBYBATHUCS AJIS BHUSBICHHS Ta BHIIPABICHHS apTe(akTiB
TEKCTYPYBaHH, IO i IBUIIYE SKICTh KiHIIEBOTO MPOAYKTY [4].

[IpakTyHe 3acTOCYBaHHS LUX METOMIB OXOIUIIOE TakKi Taimysi, sK
po3pobKa Bifeoirop, Bizyamizallisi apXiTEKTypHHUX MPOEKTIB Ta CTBOPEHHS
KOHTEHTY JJIsl BipTyanbHOI peanbHocTi. Hampuknan, irposi pymii Unreal
Engine Ta Unity BXe akTHBHO BHKOPHCTOBYIOTH iHcTpymeHTH LI s
onTHUMi3alil TeKCTypyBaHHs [5].

IMompu BCi OOCSTHEHHS, 3alMIIAIOThCA BHKIMKH, MOB’s3aHi 31
CKJIQIHICTIO MacmTaOyBaHHS, BEIUKUMH OOCSTaMH JaHWX Ta CTUYHUMH
acrieKTaMH, 30KpeMa CTOCOBHO aBTOPCHKMX TMpaB. ToMy momajbmIi
JOCITIDKeHHSI TOBHHHI (DOKYCyBaTHCS Ha MiJBUINCHHI e(QeKTUBHOCTI,
3HIKCHHI O0UNCITIOBAJIHHUX BUTPAT 1 BUPIIICHH] FOPUANIHHUX ITHTAHb.

Meto NpPOEKLIHHOTO TEKCTYpYBaHHS Yy NOEIHAHHI 3 HOBITHIMH
IHCTpYMEHTaMH IITYYHOTO 1HTENEKTY AEMOHCTPYE BEJUKHUHA MOTEHIIaN /s
BJIOCKOHAJICHHSI NPOLIECIB y KOMIT'IOTepHiH rpadili, 1m0 BiJKpUBaEe HOBI
MOYKJTMBOCTI JIJIsl CTBOPEHHS PEaliCTUYHUX Ta sKicHUX 3D-cleH.
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