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HOBE INOKOJITHHA 3D-KOMIT’FOTEPHOI'O 30PY:
BIJI NERF 1O GAUSSIAN SPLATTING
be3poanuii B. B.
XapkiecoKuii HauioHaIbHUL YHIGEpCUmMem padioeneKmponiku, m. Xapkie

CydacHi METOAM TPUBUMIPHOTO KOMII IOTEPHOTO 30PY CTPIMKO PO3BUBAIOTHCH,
1 cepell HUX OCOOJIMBOI YBaru 3aciyrOBYIOTh HEHPOMEPEkKEBI MiIXOIU 10 BIATBOPEHHS
CIIEH 3 OOMEXEHO1 KIJIbKOCT1 300paKeHb.

NeRF [1], npencrapnenuit y 2020 poiii, BHKOPHUCTOBYE ITOBHO3B SI3HY HEUPOHHY
MEpEXYy JJIsi MOJIeTIoBaHHs ciieHu. L{e miaxin 103BoJisie CUHTE3yBaTH HOBI PaKypcu
CKJIQJIHUX CIICH, ONTHUMI3yloud (YHKIIO, 10 BiJoOpakae MIIIBHICTH Ta
BUIPOMIHIOBaHHS B KOXHIU TouIll mpocTopy. Ha BX0/11 MO/I€NIb OTpUMYE IT'STUBUMIPHI
KoopAuHATU (X, y, z, 0, @), 10 BKJIIOYAIOTh MPOCTOPOBE IMOJOKEHHS Ta HAIPSIMOK
NOTJISIy, @ HA BUXOJI MOBEPTA€E IMIUIbHICTh 1 Koip. He3Bakaroun Ha BHCOKY SKICTh
300pakeHb, NeRF mae 0OMexxeHHs 111010 IMBUAKOCTI pEHAEPHUHTY, TOTPEOye 3HAUHUX
OOYHMCITIOBAILHUX PECYPCIB Ta JIOBIOT0 Yacy Ha TPEHYBaHHS.

VY 2023 poui Oyno 3anponoHoBaHo meton 3D Gaussian Splatting [2], sikuit
MPE/ICTABIISAE CLIEHY SIK HA0lp TPUBUMIPHUX Ir'ayClaH, KOXKHA 3 AKUX XapaKTepU3yEThCS
MO3UIIIEI0, OPIEHTAIlIEI0, KOJIHLOPOM Ta MacimTaboMm. KitouoBOIO BIAMIHHICTIO €
eKCIUTINMTHA (QopMa TMOJaHHSA CLEHH Ta BUKOPUCTAaHHSA JU(dEepeHLIOBaHOTO
CIUIATUHTY, IO J03BOJIsI€ O€3MOCEepPEeHbO IMPOEKTYBATU TayClaHW Ha IUIOMIMHY
300paxxeHHs. L{el miixia q03BoJIs€ TOCITTH PEaTiCTUYHOTO PEHIEPUHTY B PEAIbHOMY
yaci 3 MEHIIOK OOYMCIIOBAIBHOIO CKJIQJHICTIO, 3a0€3MeuyloYd BHUCOKY SIKICTh
300pa)K€HHsI MPU 3HAYHOMY CKOpPOUYEHHI 4acy TpeHyBaHHsS. 3aCTOCYBAaHHS JaHOTO
METOJy CTaJI0 MOKJIMBUM HaBITh Ha NMPUCTPOSIX 3 0OMEKEHUMH pPeCypcaMu, 30KpeMa
B IHTEPAKTUBHUX CHCTEMaX Ta ITPOBUX pymIisiX. PO3BUTOK Ii€l TEXHOJOTIi PUBIB 10
nosiu 4D Gaussian Splatting [3], sxuii po3muproe GS 1u1st BITTBOPEHHS AUHAMIYHUX
CIIEH Yy pealibHOMY 4aci. J[Jisi 1[bOro BBOJUTHCS MOHSATTSI 4YaCOBO1 3MIHHOCTI: KOXKEH
raycian JedopMyeTbCS BIAMOBIAHO JO Yacy 3a JIONOMOIOK  CHelialbHOL
nedopmalliiHoi CITKH. ApXITEKTypa BKJIIOYA€ YacOBO-INPOCTOPOBUI EHKOJEp Ta
0araToroJa0BKOBUN JEKOJEp, IO AO03BOJISIE €PEKTUBHO MOJEIIOBATH PyX Ta 3MIHY
dbopmu 00’ €KTIB HA YACOBIH TIKaJI.

3aranom, nepexig Big NeRF no Gaussian Splatting Tta Horo po3mmpeHb
JEMOHCTPY€E 3MiHY TTapaaurMu B 06sacti 3D-koMI’ 10TepHOTO 30Dy .
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