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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 CNNSs), Generative Adversarial Networks
(GANSs), Variational Autoencoders (VAESs) 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 cydacHomy cBiTi 3D MojenoBaHHSI 3HAXOAUTh IIMPOKE 3aCTOCYBAHHS B
IrpoBilt 1HAYCTpii, KiHemMarorpadii, apXiTeKTypi, MEIUIIMHI Ta 0aratboX I1HIIAX
rajxy3six. 3aBISIKH HEMPOHHUM MepekaM Ipoliec CTBOpeHHs 3D mopeneit Moxe
CTaTW IIBUIIIAM, TOYHIIINM 1 MEHII 3aTpaTHUM. Tomy po3poOka epeKTHBHUX
MeTo/iB reHepaiii 3D mojenei 3 BUKOPUCTAaHHSAM HEHPOHHUX MEPEXK, 3aTHUX
aJIanTyBaTUCS 0 PI3HOMAHITHUX YMOB Ta BUMOT, a TaKOX 3a0€3MeYeHHS] BUCOKOI
PEaNICTUYHOCTI Ta JIeTali3allii CTBOPEHUX MOJIENIEH € Iy Ke aKTyaJIbHOIO.

3agada ctBopeHHs 3D Mozene 3 BUKOPUCTAHHAM HEMPOHHUX MEPEXK MO-
xe 0yTu chopMylibOBaHA SIK Mpoliec Mo0y10BU (PYHKIII1, IO MEPETBOPIOE BX1AHI
naHi (300pa’keHHs, B0, CKaHW) Y TPUBUMIPHY MoJieib. Lle Bkitouae po3rmi3Ha-
BaHHS (POPM, TEKCTYp, OCBITICHHS Ta 1HIIMX aCMEKTIB CIIEHU.

MoskHa 3aCTOCOBYBATH IS IIX IIUICH Pi3HI apXiTEKTypu mMepex. 3D koH-
BoumroIifiHI HelipoHH1 Mepexki (3D CNN) [1] BukopucToByIOThCS 1715 aHami3y 3D
JAHUX TpejcTaBiIeHuX y ¢opmari BokceniB adbo 3D 300paxenn. Bonu 3mathi
BJIOBJTFOBATH MPOCTOPOBI 3aJIeKHOCTI Mik 00’ ektamu B 3D mpoctopi. ['eneparu-
BHO-3MaranbHI Mepexi (GAN) [2] mo3BOJSIOTH CTBOpIOBaTH peanictuddai 3D
MOJIEJIi 3 BUCOKUM piBHEM JeTami3ailii. ['eHepaTtop cTBOpIOE€ MOjeNi, a JUCKPH-
MIHATOpP OILIHIOE iX peanicTHuHicTh. Bapiamiiiai aBrokoayBamsauku (VAE) [ 3]
3aCTOCOBYIOThHCS /I TeHepallii HoBux 3D mojenel nuisixoM HaBYaHHS pO3MOi-
Jy JAaHUX Y HU3bKOBUMIPHOMY MpPOCTOpI MpencraBieHb. HeillpoHH! mons Bu-
npomiHtoBaHHs (NeRF) [3] BUKOpPUCTOBYIOTBCS JIsl CTBOPEHHSI BUCOKOJETANTI-
3oBanux 3D crien 3 Habopy 2D 300pakeHb, MOJEITIOYN BUIIPOMIHIOBAHHS CBi-
TJ1a Yepes3 CLEHY.

[ToemHanHs PI3HUX MITXOIB T APXITEKTYP HEHPOHHUX MEPEK MOXKE MO0~
JIaTH ICHYIO41 OOMEKEHHS Ta IMiJIBUIIUTH TOYHICTh Ta peasli3M I'eHEePOBaHUX MO-
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nenei. /IBi BUgaTHI METOJMKH B 11 00JIaCTi BKIKOYAIOTh PO3POOKY MEPEX CBIT-
noBux moumiB (Light Field Networks, LFNs) [4] Ta momens GANverse3D [4],
npencrasieny NVIDIA. TexHika Mepex CBITJIOBUX IOJIB KOAYE CBITJIOBE IOJIE B
HEHPOHHY MEpEexXy, 1110 JO3BOJISE MBUIIIE Bi3yanidyBaTu 06a3oBy 3D cueny 3 30-
OpaxeHHs. Mepexi CBITJIOBUX TIOJIIB MOXYTh PEKOHCTPYIOBAaTH CBITJIOBE IIOJIC
MICJIS JIMIIE OJIHOTO CIIOCTEPEKEHHS 300pakeHHS Ta 3/1aTHI BizyamizyBatu 3D
CIIEHU B peallbHOMY 4Yaci. 3 iHmoro 6oky, mojaenb GANverse3D Big NVIDIA Bu-
KOPHUCTOBY€E reHepaTuBHy 3maraibHy Mepexy (GAN) mist renepartii 3D moneneit
3 omHOTO 2D 300paxkenus. L{s momens Moxke 0OpoOUTH 300paKeHHS] aBTOMOOLIS
Ta CTBOPUTHU TOBHICTIO aHiMOBaHy 3D Bepciio y BIpTyaJIbHOMY CEpEIOBHIII.
GANverse3D BukopuctoBye apxitektypy StyleGAN. Lls oco6nuBicTh, mo€IHaHA
3 pI3HUMH (DYHKUISIMH BTPAT, JO3BOJIIE KOHTPOJIOBATA (POPMY, TOUKHU 30pY, TEK-
cTypy Ta pon renepoBanux 3D monenei.

AHaJ3y0un Tiaxoau s cTBopeHHs 3D Momeneli MOXHa 3anpOIIOHyBaTH
Mmeton, o noennye nepesaru GAN ta NeRF 1151 cTBOpeHHS peasiicTUYHUX MO-
nesne 3 0JHOTO a00 JAEKUIbKOX 300pakeHb. Takuid MiaxXiJli MOXKe BUKOPUCTOBY-
Batn GAN s renepanii nepBuaHuX 3D moneneit, a NeRF — mist momaBaHHs
PEANTICTUYHMX JIeTajell 1 TEKCTYp MUISXOM MOJICTIOBAHHS CBITJIOBUX BJIACTHUBOC-
Tel CIIEHU.

P03BUTOK TEXHOJIOT1 HEHPOHHUX MEPEK BIIKPUBAE HOBI MOMJIHBOCTI IS
ctBopeHHs 3D Mojene, mpornoHyYH 3Ha4HI IEPeBark y MIBUIKOCTI Ta SKOCTI
nporiecy MozentoBanHsa. [loganbin AOCTIHKEHAS MalOTh 30CEPEAUTHCS HA OTI-
TUMI3aIlii 00UYHCITIOBATHFHUX TPOIIECIB, TTOKPAIIEHHI MacTa0yBaHHS Ta ajamnTa-
uii qo cnenudiunux 3anad. et anami3z AeMOHCTPY€E MOTEHIIA HEUPOHHUX Me-
pex y cdepi 3D mozentoBaHHs Ta BKa3zye Ha NMUISIXM MOJATBIINX JOCIIKEHD 1
pPO3p00OOK Yy 1111 00JaCTI.
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