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This paper proposes a hybrid approach to 3D content generation by
integrating formal procedural rules with deep learning techniques.
The methodology employs shape grammars and production systems to ensure
structural integrity, while neural frameworks such as PyTorch and the Blender
APl enhance visual realism and detail. The optimization process uses
a synergistic approach in which evolutionary algorithms perform global
parameter searches, while reinforcement learning provides fine-tuning for
specific environmental constraints. The proposed method significantly reduces
time and resource costs in the production of digital assets. Practical applications
include generating synthetic datasets for robotics, optimizing industrial design
cycles, creating adaptive virtual environments for VR/AR systems.

CyuacHuill erarn po3BUTKY 1H(POpPMALIMHUX TEXHOJIOTH XapaKTepu3yeThes
CTPIMKOIO IHTETPAIli€l0 TPUBUMIPHOTO KOHTEHTY B HaWpi3HOMaHITHIII cdepu
JIOJCBKOI  AisUIbHOCTI.  TpamumiiiHi  METOIM  MPOUEAYpPHOI  reHeparlii
3a0€3MeuyIoTh YITKY CTPYKTYPY, ajle CTpaxaaroTh Bij mabioHHocTi. HaToMicTh
rIMOOKI HEWPOHHI MEpPEekKl JO3BOJISIIOTH JOCSITTA BHMCOKOI JeTanizallii, mporte
BOHM BaXKO IMIIJAIOTECA KOHTPOJIIO Ha PIBHI apXITEKTOHIKHM OO €KTIB.
[Nopuamzaniss UUX MOIAXOMIB € KIOYOBUM HAMPSIMKOM IS CTBOPEHHS
KEpOBaHUX Ta (oTOpeaicTUUHUX UPPOBUX cepeaoBui [1].

Tpanuuiiino cTtBopeHHs 3D-00’ekTiB 0a3yBajocs Ha BUKOPUCTaHHI
KOPCTKMX MAaTeMaTHYHUX TpaBui abo apxitektypHoi rpamatuku (CGA), 1o €
YHIBEpPCATbHUM MaTEeMAaTHYHUM anapaTtoM, KU MO)KHA BUKOPHCTOBYBATH IS
Oyap-SKMX OO’€KTIB, 1[0 MAalTh YITKY BHYTPILIHIO JIOTIKY abo iepapxiro.
CyuacHi po3poOKH MepexoAsTh 10 BUKOPUCTAHHS HEMPOHHHUX MEpPEXk, 30KpeMa
mudy3iianx ~ monenedt  (Hampukian, DreamFusion) Ta  IMIDTIIIUTHUX
MPE/ICTaBIICHb, IO 3JaTHI TEHEpPyBaTH TPUBUMIPHI OO0 €KTH 3a TEKCTOBUM
ornvcoM. HaiOinbll MEpCHeKTUBHUM HANpsSMKOM € TO€JHAHHS MAIlUHHOTO
HABYaHHS 3 MPOIIETYPHUMH METOJaMHU. 30KpeMa, MOIIYK ONTUMAJIbHUX PIIICHb
BCEPEIIMHI «YySIBW» HEHUpOMEpEeKi 3a JIONMOMOTOK EBOJIOIIMHUX aJITOPUTMIB
J03BOJISIE  aBTOMATMYHO CUHTE3yBaTW  YHIKalbHI  CKJIAJHOCTPYKTYPOBaHi
uudpoBl cepeqoBullla Ta (PYHKI[IOHAJIbHI CUMYJALINAHI [POCTOPH, WIO
aJanTyOThCs MiJ KOHKPETHI ClieHapii BUKOPUCTAHHS.

Metow poboTu € po3poOka TiOpUIHOTO METOAY, L0 MOEAHYE IMpaBUia
dbopmanbHOi reHeparlii 3 rTMO0KUM HaBYaHHSIM.
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Jnst  petamizarii  METOJOJIOTIYHOTO TIAXOAY BAXJIHBO PO3PI3HATH
etan (POPMYBAHHS CTPYKTYpPH Ta HaKJIaJaHHS Bi3yalbHUX XapaKTEPUCTUK
HAa Mojenb. TeopeTHuHEe MOJCNIIOBaHHS B MEXax JaHOTO JIOCIHIIKCHHS
0a3yeTbCsl Ha CyBOpii (opmamizaiii MpoLeAypHUX MPaBUI Yepe3 MeXaHi3M
OPOAYKIIMHUX CHUCTEM Ta rpaMaTuk (GopM, L0 T03BOJSE BHU3HAUUTU JIOTIUHY
Ta iepapxiuHy nmooynoBy 3D-o00’ekriB. Lle 3a0e3neuye HEOOXITHY CTPYKTYpPHY
IIJTIICHICTB, SIKOT 4acTO OpaKye CyTO HEMPOMEPEKEBHUM IT1IX0J1aM.

ApXITEKTypHE pIIICHHS TIPOEKTY PpeaT3yeThCA MIISAXOM I1HTErparii
MOTY)KHUX  HelpomepexxkeBux  ¢peiimBopkiB  (PyTorch, TensorFlow) 3i
CIHeliai30BaHUMHU  THCTpYMEHTaMH  OOpOOKHM  TPUBHUMIPHOI  reomerpii
(PyTorch3D, Blender API). Cunepris nmx eTamiB J03BOJIIE MaHIMYJIOBATH
XMapaM# TOYOK a00 BOKCEIHHUMH PEIPE3CHTAIlisIMU 0e3MocepeHhO B TIPoIeci
HaBYaHHS Mepexi. [nmboke HaBYaHHS Ha LBOMY €Tami BIANOBIAAE 3a
JOCSITHEHHSI BUCOKOTO PIBHS peali3My Ta JeTaji3aiii TeKCTyp, IO HIBEIIOE
npobsieMy mabIOHHOCTI, MPUTaMaHHy KJIACUYHUM MPOIEAYPHIM METOIaM.

[Iponrec onTuMmizamii Ta aganTaiii 3TEeHEPOBAHOTO KOHTEHTY JI0
KOHKPETHUX YMOB CEpeOBUIIA MOKIAJA€ThCd Ha TIOpUIHY CXeMy, e
€BOJIIOLIMHI ~ AIrOPUTMH BHKOPUCTOBYIOTBCS JUIsl IJI00AIBHOTO  MOUIYKY
ONTUMAJIbHUX [apaMeTpiB MPOIEAYPHUX TNPaBWI, a AITOPUTMH HaBYAHHS
3 MAKPIIJICHHSM — JJii TOHKOTO HajalTyBaHHS 00’€kTiB. Bukopuctanhs
MOAIOHUX TIOPUIHUX CXEM J03BOJISIE€ JOCATTH OajaHCy MK aBTOMAaTH3AIll€l0
IPOLECY Ta MOYJIMBICTIO THYYKOI'O KOHTPOJIIO HAJl KIHIIEBUM PE3YJIbTAaTOM.

[lonmepeani pocmimkeHHs [2] ©IOJ0 CTOXaCTUYHOTO  3allOBHEHHS
JUCKPETHUX PELITOK 3B’A3aHUMHM OOJACTSAMHU CIYTyIOThb (DyHAAMEHTOM s
3a0€3IeUeHHsI CTPYKTYPHOI LUTICHOCTI CKJIAJHUX OaraTOBUMIPHUX MOJENCH.

[IpakThyHa I[IHHICTh OTPUMAHMX PE3YJIbTATIB MOJSATAE Yy CYTTEBOMY
3HIDKEHHI YacOBUX Ta PECYpPCHHUX BHUTpAaT HA CTBOPEHHS KEPOBAHOTO
3D-koHTeHTY. 3anmponoHOBaHUN TIOPUAHMIA TMIIX1 BiIKPUBAE MOXKIMBOCTI IJIs
aBTOMATHM30BaHOI TeHepallii BHUCOKOTOYHHX TPEHYBAJIbHUX JaTaceTiB IS
CUCTEM pPOOOTOTEXHIKH, ONTUMI3allli BUPOOHMYMX LMKIIB y TeHM-1HIYCTpii,
a TakoXX (OpMyBaHHS aJanTUBHUX BIpTyaldbHUX cepeaoBuil y VR/AR
CUCTEMaX, 10 37aTHI TMHAMIYHO TiJIallITOBYBATUCS TI1]] TOTPEON KOpUCTyBaya.
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