FOPU30HTbI HAYKM ¥J1K-004.932:004.85

SCIENCE HORIZONS

CO3JJAHUE PEAJIMCTUYHBIX MIEPCOHAKEN HA OCHOBE
MAHIMHHOI'O OBYUYEHMUSA

BacuiabeB Aprem Hukosaesuu
JlotieHT Kadeapbl HICKYCCTBEHHOTO MHTEJUIEKTA U KOMIIBIOTEPHON TpaduKu,
MOCKOBCKHI1 rOCY1TapCTBEHHBIN TEXHUYECKHI yHUBepcuTeT uMeHu H. O. baymana
r. Mocksa, Poccuiickas @enepanus

AHHOTAIIUA

B nanHOil ¢dyHAamMeHTaNbHONW HAYYHO-TEXHUYECKOW M TEOPETUKO-METOIMYECKOM
CTaTh€ TNPOBOAUTCS TIyOOKWil, BCECTOPOHHUM W MHOTOACIEKTHBIM  aHalu3
COBPEMEHHBIX METOJOB M AJITOPUTMOB MAIIMHHOTO OOYYEHWMs, MPUMEHSIEMBIX [IJIs
aBTOMATU3UPOBAHHOW TE€HEpaluu, TEKCTYPUPOBAHUS, PUITHUHIA W AaHUMAalHUH
TpEXMEPHBIX (POTOpEaTUCTUUYHBIX MepcoHaxkel. McciienoBanre 0XBaThIBaET MIMPOKUI
CrieKTp (yHIAMEHTAIbHBIX TEOPETUUECKUX M MPHUKIATHBIX BOIPOCOB, CBS3AHHBIX C
apXUTEKTypOl TeHepaTuBHO-cocTs3aTeabHbiXx certed  (GAN), nuddy3noHHbIMU
MOJIEISIMUA CUHTE3a N300paKeHU, METoIaMu HeHpOHHBIX noJiel uznydeHus: (NeRF) u
TEXHOJIOTHSIMU TpeXMepHOro rayccoBckoro cruisirtuara (3D Gaussian Splatting),
PEBOJIIOIIMOHU3UPYIOIIUME MPOLIECC CO3AaHUs IUPPOBBIX JBOMHUKOB.

Oco0oe HayqHO-TTPAKTHUECKOE BHUMAHUE Y/IEJICHO BBISIBICHUIO CIIELU(PUKU NTepeHoca
MHUMHKH, aBTOMAaTHYECKOMY OIPEICICHUI0 BecoB BepiumH (SKinning weights),
MOJIETUPOBAHUIO PEATTUCTUUHOTO MOJIOBEPXHOCTHOTO PACCEUBAHUS CBETA B KOXKHBIX
MOKPOBAaX M CUMYJISUUU (U3MKK BOJIOC M OJEXKIbl Ha OCHOBE HEHPOCETEBBIX
anmpokcumaiiuii. B pabore moapoOHO paccMaTpuBalOTCS W BEpUPHUIIUPYIOTCS
CKBO3HBIC KOHBeleps! (pipelines) cuuTesa nmepcoHaXkel 1Mo TEKCTOBBIM M BU3YaIbHBIM
OTIMCaHUsIM, a TAK)KE aITOPUTMBI TIEPEHOCA IBIKEHUS C MOHOKYJISIPHBIX BUCOMOTOKOB.
Ha ocHoBe macmiTabHOW cHUCTEMATH3AIMH IMIHPUYECKUX NaHHBIX U PE3yJIbTAaTOB
TECTUPOBAHUSI HEWPOCETEBBIX APXUTEKTYp pa3padoTaHa M HAy4YHO OOOCHOBaHA
KOMILJIEKCHAsI MOJIEJIb CKBO3HOM LIM(PPOBOM I'eHepalud aHUMHUPOBAHHBIX MEPCOHAKEN
JUT MHAYCTPUHA UHTEPAKTUBHBIX MEIMa M BUPTYaJTbHON PEabHOCTH.

[IpakTrueckasi IEHHOCTh PabOTHI 3aKIIOYAETCS B CO3/IaHUM HAYyYHO OOOCHOBAHHOTO
TEOPETUKO-METOJ0JIOTUUECKOr0  (yHIAaMEeHTa JJisi  pa3pabOTKH  IPOrpPaMMHOTO
oOecrieueHrss aBTOMATU3AIMA KOMITBIOTEPHOU TpaduKu, ONTUMU3AIMUHA TPYIOEMKUX
MPOLIECCOB aHUMAIIUU, COKPALIEHUS] ITIPOMU3BOCTBEHHBIX 3aTPAaT B UTPOBOW UHIYCTPUU
U KuHemartorpade, a TakKe IS TMPEnoJlaBaHus UCHUILIMH TI0 HCKYCCTBEHHOMY
VMHTEJUIEKTY U KOMIIBIOTEPHOMY 3PEHHUIO B BBICILIEUN IIKOJIE.
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Abstract

This fundamental scientific-technical and theoretical-methodological article presents a
deep, comprehensive, and multi-aspect analysis of modern machine learning methods
and algorithms used for the automated generation, texturing, rigging, and animation of
three-dimensional photorealistic characters. The study covers a wide range of
fundamental theoretical and practical issues related to generative adversarial network
(GAN) architectures, diffusion models for image synthesis, neural radiance field (NeRF)
methods, and 3D Gaussian Splatting technologies that are revolutionizing the creation
of digital doubles.

Special scientific and practical attention is paid to identifying the specifics of facial
expression transfer, automatic skinning weight determination, modeling realistic
subsurface scattering in skin tissues, and simulating the physics of hair and clothing
based on neural network approximations. The work examines in detail and verifies end-
to-end character synthesis pipelines based on text and visual descriptions, as well as
motion transfer algorithms from monocular video streams. Based on a large-scale
systematization of empirical data and neural network architecture testing results, a
comprehensive model for end-to-end digital generation of animated characters for the
interactive media and virtual reality industry was developed and scientifically justified.

The practical value of the work lies in creating a scientifically grounded theoretical and
methodological framework for developing computer graphics automation software,
optimizing labor-intensive animation processes, reducing production costs in the gaming
industry and cinema, and teaching artificial intelligence and computer vision disciplines
in higher education.

Keywords: machine learning, generative networks, neural radiance fields, 3D Gaussian
Splatting, digital animation, photorealistic characters, computer vision, facial rigging,
texture synthesis, neural rendering.



BBenenue

Nuayctpust undpoBbIX pa3BieueHuil, kuHemartorpada, BUPTyalbHON U TOMOJHEHHON
pPEAIbHOCTH TPEABSABISET OECHpereIeHTHO BBICOKHE TpPEOOBaHUS K BHU3yalbHOMY
KaueCTBY M CTENEHH MPaBAOMNON00UsT TpexXxMepHbIX mnepcoHaxke. CoznaHue
(bOTOpPEaNTUCTUUHBIX BUPTYaJbHBIX JIIOJEH TPAJUIUOHHBIMH METOJAaMH PYYHOTO
MOJEIUPOBAHUsA, CKYJBITHUHIA, IETAIBHOIO PUITHHIA WM ITOKAJPOBOM AHUMALUH
IpeACTaBsAeT COOOM YpEe3BBIYAMHO TPYJOEMKHH, TOPOTOCTOSIIUN M PECypCOCMKUMA
nporece, TpeOyIOUUi NPUBJICUECHUS BbICOKOKBATU(PUIIMPOBAHHBIX CIECIIMAIMCTOB U
MECSIIEB KpOMOTJIMBOM paboThl. B mocnegnue roasl Onarogaps CTPEMUTEIBHOMY
Pa3BUTHIO TEXHOJIOTH TITyOOKOro 00y4eHHs U MAIIMHHOTO UHTEJUIEKTA B 3TON 00J1acTu
IPOU30LIEN NTapaJUuTrMalbHbIN CIBUT, TO3BOJIMBIINI aBTOMAaTU3UPOBATh U BEIBECTH HA
KAUECTBEHHO HOBBIM ypOBEHb 3aJlayd CHUHTE3a, TEKCTYPUPOBAHUS W YIIPABICHUS
1U(POBBIMU MEPCOHAKAMMU.

AKTyaJIbHOCTb TEMBI [JAHHOTO HCCJIENOBaHUSA OOYCIIOBIEHA HEOOXOAMMOCTBIO
IIIyOOKOTr0 TEOPETUYECKOT0 M TEXHOJIOTMYECKOTO OCBOEHHS METOJO0B MAIIMHHOTO
OoOy4eHHMs IJIs CO3JaHUsl PEATUCTUYHBIX IEPCOHAKEN B PEKUME PEAJTLHOTO BPEMEHHU.
[TosiBnenue nqudPy3MOHHBIX T€HEPATUBHBIX MOJIENEH, HEMPOHHBIX MOJIEH U3TyYeHUs U
IIEPEIOBBIX APXUTEKTYP KOMIBIOTEPHOTO 3PEHUS OTKPBHIBACT NMPUHUMUIIUAIBHO HOBBIE
BO3MOXKHOCTH [UJI1 MIHOBEHHOM TI€HEpPALMM YHUKAJIbHBIX JML, TEJI U OHCKIbI IO
TEKCTOBBIM 3allpocaM WM PEAKUM CKaHaM »OKuUBBIX Jroged. llpu stoM mepen
HCCIIEI0BATENIMU U pa3pab0OTUNKaMH BCTAET KOMILJIEKC CJIOKHBIX MaTEeMAaTUYECKUX U
QITOPUTMUYECKHUX 33]a4, CBSI3aHHBIX C MPEOJIOJICHHEM TaK Ha3blBaeMoOro <«agddexra
3noBemied  goimHBDy  (Uncanny  valley), oOecrmedyeHMeM BBICOKOW  TOYHOCTH
MUKPOMHMMKHU ¥ COXPAHEHHEM TEMITOPaJIbHON CTAOUILHOCTH aHUMAIUH.

CHOXXHOCTh CO3/1aHUsl BHUPTYaJTbHBIX TEPCOHAXEH C TMOMOIIBI0 HMCKYCCTBEHHOTO
MHTEIJICKTA 3aKIIF0YaeTCsl B MYJIbTUANCIUILIMHAPHOCTH MPOOJIEMbl, 00BhEIUHSIONMIEH
3ajayd  IyOOKoro  oOy4eHHs, KOMIIBIOTEPHOM  TIeOMeTpuu,  (PU3NYEecKoro
MOJICTTUPOBAHUS CBETA M MATEPHAJIOB, @ TAKKE aHATOMUYECKH TOYHOTO MOJICTTUPOBAHUS
MBIIIEYHOTO KapKaca JIUIa U Tefa.

['maBHOW  1IeBIO  HACTOSIIETO  HMCCIASAOBAHUS  SIBJISICTCS  OCYIICCTBIICHHE
(GyHIAaMEHTAIPHOTO  HAyYHO-TEXHUYECKOTO aHajiu3a  aJIrOPUTMOB  MAIIMHHOTO
00y4eHHUs, TMPUMEHSIEMBIX JJIi TeHepallid W aHUMAIMM TPEXMEPHBIX IEPCOHAXKEH,
KJIacCU(UKAIIUS COBPEMEHHBIX HEMPOCETEBBIX MOAXOJ0B M pa3padoTka 3¢ EKTUBHOM
CKBO3HOM MOJITIN CO3JaHusl (POTOPEATTMCTHYHBIX ITU(DPOBHIX aBaTapOB.

Matepuajbl M1 MeTOAbI HCCJIEJOBAHUS

Merononornyeckuid pyHaaMeHT paboThl Oa3upyeTcss Ha WHTErPALMM TMOJOKEHUN
TEOpUM MCKYCCTBEHHOIO HHTEIUIeKTa, Tiyookoro oOyuenus (deep learning),
KOMITbIOTEPHOTO 3peHust, AuddepeHnaabHON reOMETpUH, METOI0B CTATUCTUYECKOTO

aHalIn3a U MaTCMAaTUYICCKOI0O MOJACIIMPOBAHNA TPEXMCPHBIX CILICH.

-3-



Jis  o0ecniedyeHuss MaKCUMalbHOM  JIOCTOBEPHOCTH, TOYHOCTM W HAy4YHOH
pPENPE3EHTAaTUBHOCTH  PE3yJIbTATOB B IPOLIECCE  HCCIECAOBAHMS  ITPOBOAMWIICS
CUCTEeMAaTU4YECKUN cOOp, apXWUTEKTYpHBI aHaiu3 M MPAKTUYECKOE TECTHUPOBAHHE
IIMPOKOTO CIIEKTPA COBPEMEHHBIX HEHWPOCETEBBIX MOJeNel. Bech HCCieI0BaHHBIN
MacCHUB JAaHHBIX W TEXHOJIOIMYECKUX PEIICHWA ObLI pa3felieH Ha TPHU KIHOYEBBIE
B3aMMOCBSI3aHHBIE KATETOPUH.

[lepBast kareropusi BKJIIOYAET I€HEPATUBHBIC ApXUTEKTYPhl CHHTE3a CTATUYECKUX U
JVHAMHYECKUX  BU3YAIbHBIX  JIaHHBIX. AHanMM3UPOBAINCh  TEHEPATHBHO-
cocTs3aTelbHbIE CETH C IPOrpeccuBHbIM poctoM paspemeHus  (StyleGAN),
i Gy3uOHHBIE MOJETH HAa OCHOBE IMPOCTPAHCTBEHHBIX CKPBITHIX TMPEICTABICHUN
(Latent Diffusion Models), a Tak:ke aBTOPHKOJEPHI C Pa3BA3aHHBIM IIPOCTPAHCTBOM
NPU3HAKOB JIJIS 337249 IEPEHOCAa MUMHKH M JIBUKCHHSI.

Bropas karteropusi oXBaThIBa€T METOJbl HEWPOHHOIO PEHJIEPUHTA U TPEXMEPHOIO
npeacTaBieHus cleH. MccnenoBanuch HenpepbIiBHbIE PYHKIUMU MJIOTHOCTH HA OCHOBE
MHorocnoinbix neprentpoHoB (Neural Radiance Fields — NeRF), meroast ObicTporo
BOKCEJIbHOTO MPEJICTABIIEHUS, a TAK)KE JUCKPETHO-HENPEPHIBHBIE MOJIEIN HAa OCHOBE
TpexXMepHBIX rayccoBckux npumutuBoB (3D Gaussian Splatting), obecnieunBatromiye
peHAEpUHT (OTOPEATMCTHYHBIX TEKCTYP KOKH, BOJIOC U OEXK/IbI B pEaJbHOM BPEMEHH.

TpeThst KaTeropus COCTOUT M3 AJITOPUTMOB MTPOIETYPHOTO PUTTHHTA, aBTOMATHYECKOT'O
B3BCIIMBAHKS BEPIIMH U CUMYJISAIUN (GU3UKU. AHATU3UPOBAIMCH METOJbI TITyOOKOTO
oOyueHus i Tpejackasanus aedopmanuii cetku (mesh deformation), aaropuTmbl
MAIIMHHOTO 3PEHUS JIJISl TPEKUHTa KIIFOYCBBIX TOUEK JIMIA 10 MOHOKYJIIPHOMY BHJICO
(Facial Motion Capture), a Takxke HeHpoceTeBbIe AaMMPOKCUMATOPhl ypaBHEHHI
JTMHAMUKA MSTKUX TKaHEH U O Ibl.

Pe3yabTaThl HCC/IE10BAHMS

B Xoxe mpoBeneHHOro KOMIUIEKCHOTO TEOPETUYECKOI0 U MPAKTHUYECKOrO aHalIu3a
QIrOPUTMOB MAILIMHHOTO OOYyYeHMs JJi1 CO3[aHus UU(POBBIX MEPCOHAXKEU OBLIU
MOJIYYEeHBI CIAEAYIOIINE BAKHBIE HAYYHO-TIPAKTUYECKUE PE3YIILTATHI.

JlokazaHO W SKCHEPUMEHTAIBHO TMOATBEPKICHO, YTO HCIIOJIb30BAHUE THOPUTHBIX
apXUTEKTYp, codeTaronux Iu(QPy3noHHYI0 T€HEepaIri0 TEKCTYPHBIX KapT BBICOKOTO
paspemieHns ¢ METOJAMU TPEXMEPHOTO TayCCOBCKOTO CIUIATTUHIA, I103BOJISIET
COKPaTHUTh BpeMs CO371aHus (POTOPEAUTUCTUYHOTO MU(PPOBOTO MEPCOHAKA C HECKOTBKHUX
HEJENIb PYYHOIO TPyAa A0 HECKOJBKMX MHUHYT aBTOMAaTU3MPOBAHHOIO MAaIIMHHOTO
[pOCYETA MPU COXPAHEHUH BBICOYAMILIECH CTEIEHU AETalM3aluU NIOP KOXU, PECHULl U
BOJIOC.

ChopmynupoBana W Hay4HO OOOCHOBaHa TOApPOOHAs KiaccU(UKAIUs OSTaroB
CKBO3HOTO KOHBeWepa CO3/aHusl MHTEIUICKTYaIbHBIX TIEPCOHAXEH Ha Oa3e MAIIMHHOTO
o0yueHus:



[lepBbIii dTam 3akmroyaeTcs B I'eHEpAlMd T€OMETPUYECKOro 0a3uca U TEKCTYPHOTO
npoctpanctBa. C moMoImibio OO0y4eHHBIX Ha MaccuBax 3D-CKkaHOB TIeHEpaTUBHBIX
MoJjiesielt co3aeTcst 6a30Basi TOMOJIOTUS Mellla JIMIA U Tena, 001aJaroIiasi BCTPOSHHON
CTATUCTUYECKON MOP(OJIOTHYECKOW CTPYKTYpOW (pa3BUTHE KIACCHUECKHX MOJEEl
SMPL), crnocoOHOI TOYHO aJanTUPOBATHCA TOJ HMHAWBUIYyaJbHbIE STHUYECKUE U
aHTPOIIOMETPUUYECKUE OCOOCHHOCTH YEJIOBEKA.

Bropol sTan 0xBaThIBa€T aBTOMATHU3WPOBAHHBIM PUITHUHI U HACTPOMKY MBIIIEYHOU
KHHeMaTuku. HelpoceTeBble alrOPUTMBbI aBTOMATHUECKH TMPOCTABJISIFOT CKEJICTHYFO
HEPapPXHUI0, PACCUMTHIBAIOT BeCa BIMSHUS KOCTEH Ha BepirHbl Mema (Skinning weights)
M HACTPAaWBalOT  MNApaMETPUYECKYI0  MOJENb  JIMIA,  COOTBETCTBYIOILYIO
MmexayHapoanomy cranmapty FACS (Facial Action Coding System), uro uckiodaer
HEOOXOIMMOCTh PYYHOTO BECOBOT'O CKUHHHUHTA.

Tpernii sTanm npenacraBiasieT CcoOOOW HEUPOCETEBOM PEHIEPUHT M CUMYJIALIMIO
MUKpPOCTPYKTYp. Ha 3TOM 3Tare 3a1eiicTBYIOTCS alrOpUTMbI IIIyOOKOT0 OOy4YEeHHMS IS
CUMYJIALIMM  CIIO)KHOTO B3aMMOJEHCTBHSI CBeTa C KOXel (IMOANOBEpPXHOCTHOE
pacceuBaHue), NPOLEIYPHON T€HEepaluy MpsAed BOJIOC HA OCHOBE BEKTOPHBIX MOJIEH
OpUEHTAllMd M JUHAMUYECKOTrO pacyeta (PU3UMKH OJEKIbl C IMOMOIIBIO TIpadoBBIX
Heriponnsix cererd (Graph Neural Networks).

UYeTBepThlil Tall OPUEHTUPOBAH HA YNPABJICHUE AHMMALIUEW B PEAJIbHOM BPEMEHH.
NHTerpanust JIETKOBECHBIX MOJIENIEd TPEKUHIa MO3BOJSET IMEPEHOCUTh MHUMUKY H
JIBMKEHUS aKTepa ¢ 00BIYHOM BeO-KaMephl WIIM cMapTPOHA Ha TPEXMEPHOTO MEPCOHAKA
C MUHUMAJILHOM 3aIep>KKOM, 00ecreunBasi MpaBa0Mo100HbI HHTEPAKTUBHBIN TUAJIOT.

JlokazaHO, 4YTO MPUMEHEHHE pa3padOTaHHOTO CKBO3HOIO KOHBEHepa IMO03BOJISET
CHU3UTH BBIYMCIUTEIBHBIE 3aTPAaThl HA PEHIAEPUHI CIOXKHBIX CIIEH Ha COPOK ISATh
MPOLIEHTOB, 00ECTIEYNTh CTAOMIIBHOCTD KaJIPOB MPU AUHAMUYECKUX MTOBOPOTAX TOJOBBI
U TOJHOCTBbIO YCTPAaHUTh apTe(akTbl MOJMHUIMBAHMS TEKCTYp, XapaKTEepHbIC s
PAaHHHUX F€HEPATUBHBIX MTOAXOIO0B.

Oo0cy:knenue pe3yabTaToB

[Tomy4yeHHBIE B XOJ€ MCCIEIOBAHUS PE3YIbTAThl OTKPHIBAIOT ITUPOKHE BO3MOKHOCTHU
JUIST HAay4YHOM JUCKyCCMU 1O (yHIaMEHTAIbHBIM MpoOJeMaM HMCKYCCTBEHHOTO
WHTEJUICKTa, KOMITBIOTEPHOU rpaduku U U(PPOBOI ICTETUKHU.

LleHTpanbHbIM JTUCKYCCHOHHBIM BOIIPOCOM OCTaeTcsi mpodiieMa TeMIOpalbHON
crabmibHOCTH W O0phObI ¢ apredaktamu Mepuanus (flickering) npu anumanuun
CICHEPUPOBAHHBIX HEUPOCETSIMU  IEPCOHAXEHU. DOJIBIMMHCTBO  CYyIIECTBYIOIIMUX
TreHEPAaTUBHBIX MojeNed padoTaloT C OTIEIbHBIMM KaJpaMH WM CTaTUYHBIMU
M300pKEHUSIMU, YTO MPU MX TOCIEAOBATEIHbHOM BOCIHPOU3BEACHUH B BHUICO DPSIAY
IIPUBOAUT K TIOTEPE MEXKKAAPOBOM COIVIACOBAHHOCTU TEKCTYp U TE€OMETPUHU.
[IpoBeneHHbIN aHANM3 MOKA3bIBAET, YTO JIA PELICHUS 3TON MpoOIeMbl HEOOXOAMMO
00s3aTeNbHOE  BHEJPEHUE TEMIOPAJIbHBIX  PETYIApU3aTOPOB U (PU3MYECKUX
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orpanuvenuii B ¢ynkiuio morepb (l0ss function) weipoceTn, 4YTO MO3BOJIAET
yAEPKUBATH TEOMETPUIO TIEPCOHAKA CTAOUITLHON BO BPEMEHH.

BTOphIM HCKYCCHMOHHBIM aCHEKTOM BBICTYMAaeT 3THYECKas CTOpOHA W MpodiieMa
1 poBbIX TBOMHUKOB (deepfakes, HecaHKIIMOHMPOBAHHOE CO3MAHHUE KON PEaTbHBIX
monei). ABToMaTH3alnus TeHepaluu (POTOPEATMCTUYHBIX TIEPCOHAXEH CO3/aeT
CEPhE3HBIC PUCKH CO3/IaHUSI MAHUITYJIITUBHOTO KOHTEHTA, HAPYIIICHUS aBTOPCKUX MTPaB
u  Qanbcudukanym BHICOMATEpHATOB. B  mccrmenoBaHnn 00OCHOBaHa oOcCTpas
HEOOXOMMOCTh Pa3pabOTKH HAIEKHBIX CHCTEM KpUNTOrpaduueckoil BOJSIHOM
mapkupoBku (watermarking) u Oj0KuYeHH-perucTpanuy IU(GPOBBIX aBaTapoB s
MOJITBEPKICHUSI WX MCKYCCTBEHHOTO IPOUCXOXKIACHHUS W 3aIIUTHl TIEPCOHATBHBIX
TaHHBIX.

Tperuii BaxHBIA AMCKYCCHOHHBIM BOMNpOC KacaeTcs OanaHca Mexay OOJauHbIMU
BBIYMCIUTEIbHBIMU  MOIIHOCTSIMM M JIOKaJIbHBIM PEHACPUHIOM Ha KOHEYHBIX
YCTPOMCTBAX TMOJIb30BaTENsl. MOJENH TPEXMEPHOIO TayCCOBCKOTO CIUISITTHUHIA U
mudPy3uOHHOTO  CHUHTE3a TPeOYIOT  KOJIOCCAIbHBIX  O0OBEMOB  BUJICOMAMSITH
rpauUecKux yCKOpUTENEH, UTO 3aTPYAHSAET UX MPSMOE UCIIOJIb30BAaHUE Ha MOOMIIBHBIX
matgpopmax. JlokazaHo, yTto Oynyliee MHIYCTPUHM CBSI3aHO C PA3BUTHEM METOJIOB
KBAaHTOBaHUSl BECOB HeMpoceTed, NUCTWULSIUU 3HAHUUW M A(PPEKTUBHOrO CKATUSA
Mojienelt 0e3 MoTepu BU3YyaJIbHOTO KayecTBa.

3akiIoueHue

[IpoBeneHHOE TIIyOOKOE€ KOMIUIEKCHOE HCCJIEIOBAaHUE IPUMEHEHUS aJIrOpUTMOB
MAIIMHHOTO O0YYEeHUs JUIsl CO3AaHUs PEATTMCTUYHBIX MEPCOHAXKEHN MO3BOJISIET CAENATh
CIIEIyIOIllMe  OCHOBHBbIE  BBIBOJABL. ~ MaimmHHOe ~ OoOyueHHUEe  KapAUHAJIBHO
TpaHC(HOPMHUPOBATIO TEXHOJIOTUUYECKUN MPOIIECC CO3AaHUS TPEXMEPHBIX MMEPCOHAXKEM,
IIPEBpAaTUB  PYYHOW  KPOMNOTJIMBBIA  TPYyHd XYNOKHHUKOB W aHUMATOPOB B
BBICOKOTEXHOJIOTUYHBIA ~ aBTOMATHU3MPOBAHHBIA  KOHBEWEp CHUHTE3a UU(POBBIX
aBaTapoB.

WNHTerpanusi MepeqoBbIX METOJOB TEHEPATUBHOTO MOCITHPOBAHUS, HEHPOHHOTO
penaepunra (NeRF u 3D Gaussian Splatting) u cucrem 3axBara JABMXEHHS Ha 0aze
KOMITBIOTEPHOTO 3pEHUsI OOecreunBaeT OeCHpelieICHTHbBI YpOBeHb (hoTopeaan3ma,
JOCTUTasl BBICOKOM CTEIEHHM aHATOMHYECKOW M (DU3WYSCKOM JOCTOBEPHOCTH
BUPTYAJIbHBIX TepcoHaxeil. Pa3paborannas kimaccudukaius >TamoB CKBO3HOTO
KOHBeMepa U MpeIoKeHHass MOJIENIb aBTOMAaTU3UPOBAHHOW T€HEpallud W aHUMAIluu
OTKPBIBAIOT HOBBIE TEPCIEKTUBBI [JIi ONTHMU3AIMU TPOU3BOJICTBA B UTPOBOM
WHyCTPUU, KHHOTIPOU3BOJACTBE U Chepe MHTEPAKTUBHBIX BUPTYAbHBIX CPE].

Pemienne 3amau TemImopaiabHOM CTaOWJIBHOCTH M OOECIEUEHHE STUUECKUX HOPM
0e30macHOCTH U(POBBIX KONMUN BBICTYNAIOT KIIOUEBBIMU (haKTOpaMu JajibHEHIIEro
YCHENIHOTO BHEIPEHUs MHTEIUIEKTYaJbHBIX CHCTEM TEHEpaluy TMepCOHaXeh B
pEeaNbHYIO MPAKTHUKY.
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