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Methods that use neural networks to create 3D models from raw data such
as photos or videos are gaining importance. These methods include 3D
Convolutional Neural Networks (3D CNNs), Generative Adversarial Networks
(GANSs), Variational Autoencoders (VAEs) and Neural Radiance Fields (NeRF).
Combining these approaches helps overcome existing limitations, enhancing the
accuracy and realism of generated models. Innovations like MIT’s Light Field
Networks (LFNs) and NVIDIA’s GANverse3D exemplify progress in this field.
Combines the advantages of GAN and NeRF can be offered like own method,
which shows good results.

VY cyuacHoMy cBiti 3D MojentoBaHHS 3HAXOAUTh LIIMPOKE 3aCTOCYBaHHS B
IrpoBid 1HAYCTpii, KiHeMarorpadii, apxiTeKTypi, MEIULKHI Ta 0araTbOX IHIINX
rajry3sx. 3aBISKM HEMPOHHHM MepexkaM Ipolec CTBOpeHHs 3D monenen moxe
CTaTH WIBHJIUIMM, TOYHIIIMM 1 MEHUI 3aTpaTHUM. ToMy po3poOka epeKTHUBHUX
MeToiB reHepauii 3D Mozenell 3 BUKOPUCTAHHSAM HEHPOHHUX MEPEX, 3JaTHUX
aJanTyBaTUCA 10 PI3HOMAaHITHUX YMOB Ta BUMOT, a TAKOXK 3a0€3MeUeHHs] BUCOKOT
pPeaiCTUYHOCTI Ta JeTalli3allii CTBOPEHUX MOJIENIEH € yKe aKTyaIbHOIO.

3anada ctBopeHHs 3D Mozenel 3 BUKOPUCTAHHIM HEUPOHHUX MEPEXK MO-
xe OyTH copMyJIbOBaHA SIK Mpouec Mo0y10BU (PYyHKIII, 110 IEPETBOPIOE BX1/IHI
naH1 (300pa>keHHs, B1/1€0, CKaHU) y TPUBUMIPHY MoJeb. Lle BkiItoyae po3ni3Ha-
BaHHS (OPM, TEKCTYp, OCBITJICHHS Ta 1HIINX aCMEKTIB CLIEHU.

MoskHa 3acTOCOBYBaTH sl LIX LIJEH Pi3HI apXITeKTypu mepex. 3D Kon-
BotoIiMiH1 HelpoHHI Mepexi (3D CNN) [1] BuKopucToByrOThCS A1 aHanizy 3D
JAaHUX TpeacTaBieHux y ¢opmari BokceniB adbo 3D 3o00paxkens. Bonu 31atHi
BJIOBJIIOBATH MIPOCTOPOBI 3aI€KHOCTI Mk 00’ ektamu B 3D npocrtopi. ['eneparu-
BHO-3MaranbHl Mepexi (GAN) [2] m03BoJIsIIOTH CTBOpIOBATH peanictuuni 3D
MOJIelll 3 BUCOKMM pPiBHEM JieTanizalii. ['eHeparop cTBOproe Mozeni, a IUCKpU-
MIHATOP OIIIHIOE iX pealicTU4YHICTh. BapiamiitHi aBTokoayBanbHukH (VAE) [ 3]
3aCTOCOBYIOThCS AJig TeHepallii HoBux 3D Mojenei nuisxoM HaBUYaHHS PO3MOJ1-
Jy AAHUX Yy HU3bKOBUMIPDHOMY IMPOCTOpi NpeicTaBieHb. HelpoHHI mosis BuU-
npomiHioBaHHA (NeRF) [3] BUKOpUCTOBYIOTHCSL Ji1 CTBOPEHHSI BHCOKOJETAI-
3oBanux 3D cuen 3 Habopy 2D 300pakeHb, MOJICJIIOI0UYM BUITPOMIHIOBAHHS CB1-
TJIa 4Yepe3 CLECHY.

[ToenHaHHS Pi3HUX MIIXOIB Ta apXITEKTYp HEUPOHHUX MEPEX MOXKE MO0~
JaTH 1CHYOUYl OOMEKEHHS Ta MIABUUIUTH TOYHICTh Ta peayi3M I'€HEepOBAaHUX MO-
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nenel. J[B1 BUIaTHI METOJMKH B L1 00J1aCTl BKIIOYAIOTh PO3POOKY MEpPEXk CBIT-
noBux momB (Light Field Networks, LFNs) [4] Ta monens GANverse3D [4],
npencrasieny NVIDIA. TexHika Mepex CBITJIIOBUX I0JIIB KOAY€ CBITIIOBE IOJIE B
HEHPOHHY MEpexy, 110 J03BOJIsIE MIBUILIE Bi3yalizyBatu 0a3oBy 3D cueny 3 30-
OpaxkeHHs. Mepexi CBITJIOBUX IOJIIB MOXKYTh PEKOHCTPYIOBATHU CBITJIOBE IOJIE
MICTs JIUIE OJHOTO CIOCTEPEKEHHsS 300pa)K€HHs Ta 3/aTHi BizyamizyBatu 3D
CIIEHU B peasibHOMY 4aci. 3 iHmmoro 6oky, moaenb GANverse3D Bing NVIDIA Bu-
KOPHUCTOBY€ reHepaTuBHy 3MaranbHy Mepexy (GAN) mns renepauii 3D moneneit
3 ogHoro 2D 300paxenHs. Ls Mmoaens Moxxke 0oOpoOuTH 300pakeHHsI aBTOMOO1IIS
Ta CTBOPUTH IOBHICTIO aHIMOBaHy 3D Bepcilo y BIpTyaJIbHOMY CEpeIOBHUIII.
GANverse3D BuxopuctoBye apxiTekTypy StyleGAN. L{st oco6nuBicTh, MO€IHAHA
3 pi3HUMHU (QYHKUISIMH BTPAT, A03BOJIIE€ KOHTPOJIIOBATU (OPMY, TOUKH 30pYy, TEK-
cTypy Ta (oH renepoBanux 3D moneneit.

AHanizyrouu MiIXoau uisl cTBOpeHHs 3D monenell MoKHA 3alpONOHyBaTH
Metos, o noegnye nepearu GAN ta NeRF nnst ctBopeHHs peanicTHUHUX MO-
aenei 3 ogHoro abo AeKUIbKOX 300pa)keHb. Takuil MigXiJ MOKe BUKOPUCTOBY-
Bat GAN mis renepaiii nepsunaux 3D mopeneit, a NeRF — nns nonaBanus
peaNiCTUYHUX JeTaneil 1 TEKCTyp HUISIXOM MOJIENIIOBAaHHS CBITJIOBUX BJIACTHBOC-
TEU CLICHHU.

P03BUTOK TEXHOJIOr1 HEUPOHHUX MEPEK BIIIKPUBAE HOB1 MOMXJIUBOCTI IS
cTBopeHHs 3D Mozenei, IpoNoOHyIOUM 3HA4HI NepeBaru y MBUJKOCTI Ta SIKOCTI
npoiecy mMojentoBaHHA. [lomanpunl 1ociaiKeHHsT MaloTh 30CEPEAUTHUCS HA OI-
TUMI3aIlli 00YMCIIIOBAIBHUX MPOILIECIB, MOKPAIlEHH] MaciiTaOyBaHHs Ta ajanTa-
uii 1o cnenudiynux 3anad. Lleit ananiz AeMOHCTpPy€e MOTEHIIAI HEUPOHHUX Me-
pex y cdepi 3D mozaenoBaHHS Ta BKa3y€ HA NUIAXU MOJATBIIMX TOCTIIKEHb 1
PO3p00OOK y 111l 00JIaCTI.
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