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IHTETPALIIS ITYYHOI'O IHTEJIEKTY Y IPOLHEC
PEHJAEPUHI'Y: HEPCIIEKTHBHU TA BUKJIMKHN

PenpepuHr € OTHUM i3 KITFOYOBHX €TAITIB Y KOMIT FOTePHIiH rpadimi, K
3a0e3medye CTBOPEHHS PEaNiCTHIHMX 300pa)KeHb 1 aHIMAaIliif Ha OCHOBI
TPUBUMIpHUX Mojenei. TpaauiuiiiHO peHIEPHHI BUKOPHCTOBYE (i3HYHO
TOYHI aJrOPUTMH, Taki sK ray tracing, sKi NOTpeOyIOTh 3HAYHUX
OOYHCITIOBAIFHUX pecypciB. Y CyYaCHHX yMOBaX IHTETpamis MITYIHOTO
intenekty (III) y mpouec peHAEpHHTY HO3BOJISE JOCATAaTH OaJaHCy Mik
SIKICTIO, IIBUIKICTIO Ta pecypco3aTpaTHicTio [1].

OmHUM 13 KITIOYOBMX IHCTPYMEHTIB € HEHpOHHI Mepexi, sKi
ONITHMI3YIOTh €Taly PEHAEPUHTY [UITXOM aHalli3y CLCHH Ta Meper0adeHHs
ocBiTnenHs. Hampuknanm, anroputMu Ha OCHOBI convolutional neural
networks (CNNSs) 103BOJISIOTh TOYHO MOJECIIOBATH TJI00aTbHE OCBITICHHS,
3MEHIIIYIOYH HEOOXiTHICTh Y MIOBHOMY TpacyBaHHI mMpoMeHiB. Taki MeTonn
3HAYHO MPUCKOPIOIOTH MPOIEC PEHACPUHTY, OCOOIUBO IS IHTCPAKTHBHUX
JOJAaTKIB, TAKUX SK BIACOITPH Ta BipTyadbHa PEANBHICTS [2].

HonatkoBo, reHepaTHBHO-3MaranbHi Mepexi (GANS) BiIKpHBarOTh HOBI
MOXIIMBOCTI JUIsi CTBOPEHHSI BHCOKOSIKICHMX TEKCTYp 1 OCBITJICHHSI.
Hanpukman, GANs MOXyTh CHHTE3yBaTH CKJaIHI TEKCTYypH 3
HU3BKOPO3AUTPHUX 300paXKeHb, MO0 OCOOIMBO KOPHCHO IUIT MOOUTHHHX
MIPUCTPOIB i3 OOMEXKEHHMH OOYHCIIOBAIBHUMU MOJIMBOCTSIMHU. bijbiie
TOro, Li Mepexi e(peKTHBHO BHKOPUCTOBYIOTBCS JUIS PEKOHCTPYKIIT
peaBHIX CIICH Ha OCHOBI (hoTorpadiii, o 3HAYHO CKOPOUYE Yac MMirOTOBKU
3D-xonTenTy [3].

Il TakoX BHKOPUCTOBYETHCS Uil  aNalTHBHOTO PEHIEPHUHTY.
AJNTOPUTMH MAaIIMHHOTO HABYAHHSA AaHANI3YIOTh CKJIAIHICTh CIEHH 1
ONITHMI3YIOTH PO3IO/IiJI 00UNCIIIOBAILHUX PECYpCiB, 3a0e31euyoun BUCOKY
SKICTh JIUIIE B KIIOYOBHUX JUITHKAX 300pakeHHs. Lle 0cobImMBO akTyanbHO
JUISL TIOTOKOBOTO DEHJEPUHTY B XMapHUX CEpEAOBHIIAX, /€ BaXXIHMBO
MiHIMI3yBaTH 3aTpuMKH [4].

ITygHnii iHTENEKT TAKOXX JOMOMarae ONTHMIi3yBaTH OOYMCIIOBANbHI
BHUTPATH B PEHIIEPHUHTY. 3aBISKH BUKOPHUCTAHHIO METOJIiB KOMIIpECii TaHUX
Ha OCHOBI HEHPOHHUX MEPEX MOXIIMBO 3HAYHO 3MEHIIUTH 0OCSAT TEKCTYD i
Mojenel, sKki TepenaroThCs Ha cepBepu abo rpadiuni mpomecopu. Lle
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JO3BOJIIE €(EKTHBHO BHKOPHCTOBYBAaTH XMapHi OOYHCICHHS HAaBIiTH IS
CKJIaJIHUX TPUBHMIPHUX CLEH.

Opnax inrerpamnis 11 B mpouec peHACPHUHTY CTUKAETHCSA 3 BUKIHKAMU.
Cepen HUX — moTpeda B MacmITabOBaHUX OOUHCITIOBAIBHUX CHCTEMaX IS
HaBYaHHS MOJEJNEH, a TakoX IpoOJIeMH €THYHOTO XapakTepy, 30Kpema
BukopuctanHs LI s cTBOpeHHS HEZOCTOBIPHOTO ab0 MAHIMTyJISITHBHOTO
KoHTeHTy. KpiMm Toro, BakimuBuM € mutaHHs iHTerpamii [II-anroputmiB y
TpagMuiitHi pymrii pengepunry, Taki sk Unreal Engine ta Blender, mo
notpedye ajganranii iCHyFOUMX IHCTPYMEHTIB.

Kpim Toro, cydacHi mocmikeHHS (OKYCYIOTBCSA Ha iHTerpamii
TEXHOJIOTIH HITYYHOTO IHTENIEKTY Ul CTBOPEHHS aJalTUBHHUX CLIEHapiiB
ocBiTienHsa. Ile mo3Bossie 3a0e3MEUMTH JUHAMIYHE OCBITICHHS, SKE
ABTOMATHYHO 3MIHIOETHCS BIAIOBIIHO IO MOJIOKEHHA KaMepu abo 00'€KTiB
crenn. Taxki mizxo1u 0COOIMBO BaXITUBI JJ1s1 IHTCPAKTUBHUX 3aCTOCYHKIB, /1€
HEOOXITHO 3a0€3MEeYUTH BUCOKY PEATICTUYHICTh Y PEaTbHOMY Yaci.

HesBakarounm Ha BUKINKH, IIepcnekTuBH BukopuctanHs Il B
PEHICPHUHTY € HaA3BHYalHO MMMPOKMMH. lle BKIIOYae aBTOMAaTH3ALiIO
NPOLIECIB  OCBITJICHHS, TEKCTYPyBaHHs Ta HaBITb CTBOPEHHS aHiMmauii.
[Momamp KociKeHHS MalOTh 30CePEAUTHICS Ha ITiIBUIICHHI €(peKTHBHOCTI
mogneneit I, 3abe3medeHHi MPO30POCTI ANTOPUTMIB 1 iHTErpamii HOBHX
MiIX0/iB Y KOMepIiiiHi rpadivHi CUCTEMH.

Takum uunaom, Il crae HEBIM €MHOK CKJIaIOBOIO CY4acHOIrO
PEHIEPHHTY, BIIKPHBAIOYX HOBI MOXKIIMBOCTI ISl CTBOPEHHS pealiCTHYHOTO
Ta sIKicHOro 3D-KoHTeHTy. MI0ro BUKOPHCTAHHS 3HAYHO TIPUCKOPIOE POGOUi
npotiecH, 3a0e3Medyoun MpH 1IbOMY BUCOKY SIKICTh 1 €EKOHOMIIO PECYPCIB.
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