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AUTOMATION OF DIGITAL TEXTURE GENERATION USING GENERATIVE ARTIFICIAL INTELLIGENCE MODELS
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AHoTanisa

Memot docaidxceHHs: € 06rpyHmMyeaHHs nioxody do aesmomamusayii eeHepayii yugposux mekcmyp i3 BUKOPUCMAHHAM
2eHepamusHux modeell Wwmy4yHo20 iHmesiekmy ma 8u3Ha4eHHs nocaidoeHocmi onepayitl, He0O6XIOHUX 0151 OMPUMAHHS NPU-
damHux 00 8UKOPUCMAHHS Mamepiaaie y cucmemax mpusuMipHo20 MOOeA08AHHS. Y pobomi cucmemamu308aHo Cy4acHi
nioxodu do cuHmesy mekcmyp Ha ocHosi dugy3iliHux modeiell, Modeiell, OpiEHMOBAHUX HA 2eHepayito Mamepiasis, a Maxkoic
Memodis eeHepayii mekcmyp 6e3nocepedHbo 8 npocmopi mpuguMipHoi nogepxHi. [IposedeHo kpumuyuHuli aHai3 docaidxiceHb
Point-UV Diffusion, MatFuse, DiffMat, DreamMat, Single Mesh Diffusion Models ma TEXGen, wo daso 3mozy suokpemumu
nepesaau U 06MedxceHHs pi3HUX hidxodie. 3anpoONOHOBAHO A/120pUMM A8MOMAMU308AHO20 POPMYBAHHS MeKCcmypu, sIKUll
BK/H0OYAE BUHAYEHHS 8UMO2 00 Mamepiay, POpMy8aHHs MeKCmMo8ozo abo 8i3yaibHO20 3anumy, 2eHepayito 0eKiabKOX KaH-
dudamis, oyiHro8aHHs 8idnosidHocmi, nid2omoeKy kapm mamepia.y, nocmobpo6bky ma ekcnopm y cepedosuuwje mpusumip-
Ho20 Modent8aHHs. OKpeMo po3a/issHymo npakmuyvHy anpobayio Ha deox munax mamepiaaie: cmapitl ye2AsiHill nogepxHi
ma mMamogoMmy mMemanegomy mamepiani. [as kKoxHo20 npukaady 8u3Ha4eHo 8uxioHi sumoau, npukaad 3anumy, kpumepii
OYiHI0B8AHHS Ma nocaidosHicmb nideomosku mamepiaay 00 BUKOPUCMAHHS Yy MPUBUMIpHIl cyeni. 06rpyHmosaHo, wo ee-
HepamugHull wmy4Hull iHmesexkm 0oyinbHO po3aasidamu He Ik NO8HY 3aMiHy ¢axisys, a ik IHcmpymeHm asmomamusayii
nosmopiosaHux onepayiil i weudkoz2o opmysaHHs eapianmis. [[pakmuuHa YyiHHICMb po6omu noasi2ae y opmysaHHi 8io-
meopo8aHo20 po6oy4o2o0 npoyecy, AKUll Modice 6ymu 8UKOPUCMAHUIL Y pO3p06.AeHHI KomMn tomepHuUX i2op, Yyugdposomy dusatiHi,
apximekmypHilil gizyanizayii ma nidzomosyi gpaxisyie 3 iHgpopmayitinux mexHoa02iil.

Katouoei cnoea: cenepamusHull wmyyvHuli inmeaekm, 2eHepayisi mekcmyp, dughysitini modei, yugposi mamepiau,
mpusumipHe M00eA08aHHS, Komn tomepHa epagika, PBR, asmomamusayis, MawuHHe HA84AHHSL.

Abstract

The study aims to substantiate an approach to automating digital texture generation with generative artificial intelligence
models and to define a reproducible sequence of operations for producing materials suitable for three-dimensional modeling
systems. The paper systematizes recent approaches based on diffusion models, material-oriented generative methods, and
methods that synthesize textures directly in the surface or UV space of three-dimensional objects. A critical review of Point-UV
Diffusion, MatFuse, DiffMat, DreamMat, Single Mesh Diffusion Models, and TEXGen is provided to identify their main advantages
and limitations. An automated texture generation workflow is proposed. It includes defining material requirements, constructing
a text or visual prompt, generating candidate results, evaluating their compliance with the requirements, preparing material
maps, post-processing, and exporting the result to a three-dimensional environment. Two practical cases are described: an
aged brick surface and a matte metal material. For each case, the input requirements, an example prompt, evaluation criteria,
and the sequence of preparing the material for a 3D scene are specified. The study argues that generative artificial intelligence
should be treated not as a complete replacement for a specialist, but as a tool for automating repetitive operations and rapidly
producing design alternatives. The practical value of the study lies in a reproducible workflow that can be applied to game
development, digital design, architectural visualization, and the training of information technology specialists.

Key words: generative artificial intelligence, texture generation, diffusion models, digital materials, three-dimensional
modeling, computer graphics, physically based rendering, automation, machine learning.

1. Beryn. CyyacHi iHopMauiitHi TexHo10Tii XapaKTepHU3yThCS IBUAKUM IEPEXOJOM BiJ| aropuTMiy-
HoOI aBTOMaTH3aLii /10 CUCTeM, 3ZJaTHUX CUHTE3yBaTH HOBUM LUPPOoBUN KOHTEHT. OHUM i3 Hal6inbII TOMIT-
HUX HaIpsIMiB € reHepaTUBHUH IITYYHUH iHTeNEeKT, SKUM BUKOPUCTOBYETBCS [JIJIsl CTBOPEHHS 300pakeHb,
Mo/iesiel, MaTepiasiB, TeKCcTyp Ta iHIKX rpadivyHux pecypcis. [ koM’ toTepHoi rpadiku 111 TeHAEHLis Ma€e
0C006JIMBe 3HAaUYeHHsI, OCKIJIbKY MiIr0TOBKA SIKICHOI'O Bi3yaJIbHOTO KOHTEHTY TPaAUL[iHHO MOTpe6ye 3HAYHUX
4acoBHUX BUTPAT i yyacTi ¢paxiBiiB Ha 6araTbox eTamnax.

lludpoBa TekcTypa € OfHUM i3 6a30BHX KOMIIOHEHTIB TpUBUMipHOro Marepiasy. BoHa mMoxe MicTu-
TH iHpopMaliifo nMpo KoJip MoBepxHi, HOpMaJi, MOPCTKICTb, MeTaJeBiCTb, BUCOTY Ta iHLII XapaKTepUCTHU-
KH, sIKi BUKOPHUCTOBYIOTbCA Mif 4yac $i3sMYHO KOPEKTHOro BiJATBOpPEHHs B3a€EMOZIl CBiT/JIa 3 MOBEPXHEIO.
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Y BUpOOGHUYOMY IpOIieCi TEKCTYpa MOBMHHA GYTH He JIMIIE Bi3yaJlbHO NPUBAGJINBOIO, a U Y3TO/KEHOIO 3 T'e0-
MeTpieto 06’ekTa, UV-po3ropTkoro, BUMoramMmu rpadiyHoro pyiuist Ta 06MeeHHSIMU NPOJYKTHBHOCTI.

TpaguuiiiHuii nmporec nepesb6ayae Nouyk abo CTBOpeHHs pedepeHciB, pyuHe pejaryBaHHs, opMyBaHHS
6e31I0BHOr0 MaTepHy, NiZirOTOBKY HAbOpy KapT MaTepiasy, mepeBipKy WIBiB i MOBTOPIB, ONTHMi3amniio pos-
JAIbHOI 31aTHOCTI Ta ekcnopT. KokeH i3 mux eTamniB MoXke 6yTH aBTOMaTU30BaHUN YaCTKOBO a60 MOBHICTIO,
SKIL0 reHepaTUBHA MO/ieJb IPAaBUJIbHO iHTErpoBaHa B po604Yni mporiec.

MeTow po60TH € Po3p0o6JeHHS TAa OOIPYHTYBAaHHS BiITBOPIOBAHOTO aJrOPUTMY aBTOMAaTH30BaHOI re-
Hepanil [uPpPOBUX TEKCTYP i3 BUKOPUCTAHHSIM €HEPATUBHUX MOJZEJEN IITYYHOTO {HTENEKTY, a TAKOX Je-
MOHCTpaLllig HOro 3aCTOCYBaHHS Ha /JBOX MPAaKTUYHHUX ClieHapidax. [ JOCATHEeHHS MeTH MOCTaBJIeHO TaKi
3aBJlaHHA: MpOAHaJi3yBaTH Cy4YacHi JOCJAiPKeHHS; BU3HAYWUTH BUMOTH [0 aBTOMaTM30BaHOI reHepauii;
chopMyBaTH aJrOPUTM; ONMKCATH KPUTeEPIl OI[iHIOBaHHS; MPOBECTH MPAKTHUYHY anpobaliito Ha TUIOBUX Ma-
Tepiasiax; BU3HAYMTH NepeBary Ta 06MeXeHHs 3alIPONIOHOBAHOTO MiJIX0AY.

HaykoBa HOBU3HA POGOTH MOJIATAE HE y CTBOPEHHI HOBOI reHepaTUBHOI Mo/ieJIi, a B cucTeMaTu3anii Ta pop-
MaJtizanii npouecy ii BUKOpUCTaHHA [ OTpUMaHHs LudpoBux TekcTyp. Ha BifMiHy Bif 3araibHOro orisgy
reHepaTUBHOTO LITYYHOTO iHTEJIEKTY, yBary 30cepe/XKEH0 Ha MOCJIiJOBHOCTI onepanii Bij popMysroBaHHS BHU-
MOT /10 MiZATOTOBKY pe3ynbTaTy Ajs 3D-cepejoBuIa Ta HAa MPaKTUYHIN nepeBipii 3anponoHoBaHoro workflow.

Ormsap cydacHMX gociaimxenb. JlocaimpkenHs Goodfellow Ta cmiBaBTOpiB 3amovaTKyBaJio HampsiM re-
HepaTUBHO-3MarajJbHUX Mepex, y AKOMy reHepaTop i JUCKpPUMIHAaTOp HaB4YalOTbcA y B3aeMogii. GAN cra-
JIM BaXKJIMBOIO OCHOBOIO JIJIs1 TeHepalii Bi3yaJbHOTO KOHTEHTY, ajle HeCTabiJibHICTh HaBUYaHHS Ta MpobJieMa
mode collapse 06MexuIU iX YHiBepCcaJbHICTh /11 BUCOKOZETai30BaHOI reHepariil.

Judysilini Mozesi 3anponoHyBa/IM iHIIWN MeXaHi3M CHHTEe3y: MOJeJib HABYAETHCS BiIHOBJIOBATU JAaHi
MicJIs MOCTYIIOBOTO A0JaBaHHs myMy. [lofanbini po60TH MoKasaJsy, o JaTeHTHI Audy3ilHi Mogeni 3gaTHi
3abe3nevyyBaTH BHUCOKY SIKICTb 306pakeHb IPH NepeHeceHHi mpouecy Audysii y KOMOAaKTHUH JIaTEHTHUH
npocTip. Lle# miaxig ctaB 0CHOBOIO 3HAYHOI KiJIBKOCTI Cy4acHHUX cUCcTeM text-to-image i text-to-material.

Yu Ta cniBaBTOpU 3anpononyBaau Point-UV Diffusion asis reneparii Tekctyp Ha 3D-ciTkax. MeTon noea-
Hye audysioo B npoctopi Todok i UV-mpocTopi, 1110 03B0JIsI€E OTPUMYBATH T€OMETPHUYHO Y3rO/KEHI TEKCTY-
pHy. BaXXJIMBUM pe3ysbTaTOM € AE€MOHCTpaLid TOro, 110 reHepallisd TeKCTypPU NOBUHHA BPaXOBYBaTH He JIMIIe
JIOKaJIbHY Bi3yaJsIbHY AKIiCTb, @ ¥ IPOCTOPOBY Y3rOJKEHICTh TOBEPXHI.

Vecchio Ta cniBaBTOpH y MatFuse po3misiHy/in KOHTPOJIbOBAHY reHepaliilo MaTepiasiiB Ha OCHOBI TEKCTY,
306pakeHb, €CKi3iB i KOJIbOPOBHUX MaIITP. ABTOPH TaKOX A0CJHIPKYBa/IM peJlaryBaHHsI OKPEMHUX KapT MaTe-
piasly Ta OLjiHI0OBa/IM AAKICTh pe3yJbTaTiB KiJIbKICHUMHU H KOPUCTYyBallbKUMHU MeToZaMH. lle nokasye nepcnek-
TUBHICTh 6araToKaHaJbHOT0 KEPYBAHHS reHepalji€lo.

Zhang Ta cniBaBTopu y DreamMat 3ocepeanivcs Ha reHepauii PBR-martepianiB 3 ypaxyBaHHsM reomeTpii Ta
oCBiT/IeHHS. Taku MiAXiA BaXKJIMBUN AJ151 MPAKTUYHOI'O BUKOPUCTAHHS, OCKIJIbKY TEKCTYPA, 10 BUIVISI/IAE Iepe-
KOHJIMBO Ha IJIOCKOMY 306pakeHHi, He 060B’I3K0BO 6y/ie KOPEKTHO MOBOAUTHCS HA TPUBUMIPHOMY 06 €KTI.

DiffMat posrisisae reneparito MaTepianiB i3 306pakeHb y Pi3HUX YMOBaxX OCBiT/IEHHs. ABTOPHU MO€ELHY-
10Tk CLIP-enkonep i qudysiiiny apxitektypy Ta popmMyroTb MaTepianu y ¢opmari, cyMmicHOMY 3i cTaHAapT-
HUM (i3MYHO KOpEeKTHUM peHJiepuHroM. lle migTBep/pKye TeHJeHNi0 nepexoAy BiJ reHepauii okpemMoro
300pakeHHS [0 reHepalii CTPyKTypOBaHOTO MaTepiasty.

Mitchel, Esteves Ta Makadia 3anpononyBanu mogeni audysii, ki npaiomoTb 6e3n0cepeHbO 3 MOBEPX-
Helo 3D-ciTkM depe3 cneliasibHe JlaTeHTHe NpefcTaBleHHd. [lepeBaror € MOXJIUBICTb reHepyBaTH Bapialil
TEKCTYPH 3 ypaxyBaHHSAM CTPYKTYPU KOHKPETHOTO 00’€KTa Ta MATPHMYyBaTH 33/ia4i peflaryBaHHs.

Y TEXGen 3ampoIioHOBaHO reHepaTUBHY AuYy3iiiHY MOJesib, [0 HABYAETbCS Oe3Mocepe[HbO B MPOCTOPi
TEKCTYPHOI KapTH. ABTOpH MiJIKPECII0I0Th MP0o6JIeMy NOpYyLIeHHs I106aabHOoi 3D-y3romkeHocTi mpu HaiBHOMY
BUKOpHUCTaHHI 2D-reHepaTopiB i IPONOHYIOTh apXiTEKTYPy, OPIEHTOBAHY HAa BUCOKOPO3/A1/IbHI TEKCTYPH CITOK.

Orusap cyvacHux migxoniB go text-guided 3D editing Takoxx mokasye, 10 reHepanisi TEKCTYp MOCTYIOBO
MepPEeXo/INTh Bifl MPOCTOro NMPOEKTYBAHHS 306paXKeHHS HA MO/IeJIb JI0 iITEPAaTUBHOTO NPOLIECY, ¥ IKOMY CUCTe-
Ma BpaxOBYE reoMeTpilo, onepe/iHi pe3ysbTaTy Ta pi3Hi yMOBU oriay. TaKUM YUHOM, Cy9aCHUH CTaH JOCTi-
JPKEHb CBIJYUTD MIPO PyX 0 KePOBAHUX, FeOMETPUYHO y3roxkeHux i PBR-cyMmicHux martepianis.

KpuTnuHuil aHani3 [pKepes Aa€e NiACcTaBu CTBEPPKYBATH, 1[0 B JIiTepaTypi JOCTaTHBO A06pe JoCTiKeHi
okpeMi Mozesi reneparii, asne npaktudyHui workflow ns daxiBig, iKUK He CTBOPIOE HOBY HEHPOMEPEXKY,
a BUKOPHCTOBYE I'OTOBi reHepaTHUBHI 3aC06H [iJisT OTPUMaHHS TEKCTYP, YacTO ONMHUCYEThbCS PpparMeHTapHO.
HepmocTaTHbO yBaru NpuAiIsSEThCA MOCTIZOBHOCTI MOCTAaHOBKH 3a/adi, Bil6opy pe3ysbTaty, nepesipiii 6e3-
moBHOCTI, niaroroByi PBR-kapT i nepenecenHio martepiany B KoHKpeTHe 3D-cepepoBuige. Came 110 npu-
KJIQIHY IPOTaJIMHY PO3T/ISHYTO B IIill pO6OTI.

2. Marepiasim Ta MeTOAM. MaTepiasaMu AOCJIPKEHHSI € Cy4acHiI reHepaTHUBHI MoJesi Ta iHCTpyMeH-
TH JJI CTBOpPEHHS UQPOBUX MaTepiasiB, a TAKOXK TUIOBI 3aZadi MiATOTOBKK TEKCTYP AJI TPUBUMIPHUX
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00’eKTiB. Y po6OTi HE CTAaBUTBCS 3aB/IaHHS HABYMUTH BJIAaCHY HEHPOMEPEXY; AOCiPKYETbCSI OpraHil3allis mpo-
LleCy BUKOPUCTAaHHSA rOTOBOI reHepaTUBHOI MO/ei.

MeTof0/10TiUHY OCHOBY CTAHOBJIATH aHaJli3 HAyKOBUX JKepeJs, NMOPIiBHAHHA NiAXOAIB, MOJeJIOBaH-
Hs po60Y0Tro MpolLiecy, eKCeprMeHTalbHa anpobaliis Ha ABOX TUIAX MaTepiasiB i sikicHe olLjiHIOBaHHSA pe-
3y/abTaTiB. 11 mpakTUYHOI nepeBipkyu cpopMoOBaHO /JiBa CLeHapil: reHepanis cTapoi neryisHol moBepxHi Ta
reHeparisg MatoBoro Metasny. O6UABa ClleHapii € TUITOBUMH /IS KOMIT I0OTEPHOI rpadiku Ta AalOTh 3MOTY Ie-
peBipUTH pi3HI BUMOI'HY O CTPYKTYPU MaTepiany.

BxiZlHUMU nmapaMeTpaMu € NpU3HAYEHHS MaTepiasy, TUI MOBEPXHi, 6a¥KaHUN CTUJIb, PiBEHb 3HOLIEHHS,
KOJTipHA XapaKTepUCTHKa, BUMOTa 6e3I0BHOCTI, OPiEHTOBHA po3/iJibHA 3/]JaTHICTH i misboBe 3D-cepesoBU-
me. [eHepaTHUBHIN cucTeMi nepejaeTbCsl TEKCTOBUM ab0 BidyasbHUM 3anuT. [licjis oTpuMaHHS KiJIbKOX KaH-
JAn/aTiB BUKOHYETBhCS BifibGip 3a KpUTepisgMu BidyasbHOI BifmoBiHOCTI, BifcyTHOCTI apTedakTiB, mMOBTOpPIO-
BaHOCTI, y3ro/PKEHOCTI 3 reOMeTpi€l0 Ta NPUJATHOCTI [0 nojasbiioi niarorosku PBR-martepiany.

Jl1s1 oLliHIOBaHHS 3aITPONIOHOBAHO I'SITh KpuTepiiB: C1 - BignoBiAHicTh 3aaH0My onucy; C2 — 6e3110BHICTb i Bia-
CyTHICTh OMITHUX CTHKIB; C3 - cTpyKTypHa AeTanisauis; C4 - BigcyTHiCTh He6axkaHUX apTedaxTiB; C5 - mpuzart-
HicTb /10 BUKopucTaHHs ¥ 3D-cueHi. KoxkeH KpuTepiit Moxke OIiHIOBATHCS 3a ITATHGaIBbHOIO LiKasoro. [lizcymkoBa
OLIiHKa KaH/AW/jaTa BU3HAYAETHCA SIK cepeHe apudMeTHUHe 6asliB 3a I'siTbMa KpuTepisaMu. Taka cxeMa He € yHiBep-
CaJIbHMM CTaH/]apTOM, aJie 3a06e3MeUye BiITBOPIOBAHUH CIIOCi6 NEPBUHHOTO NMOPiBHSAHHS Pe3yJIbTATIB.

1. BU3Ha4YeHHA BUMOr 2. DopMyBaHHA 3. FeHepauin
[o maTepiany TEKCTOBOrO/BI3YaNbHOT 0 3anuTy KaHpwaaTie

6. EkcnopT y 5. PBR-kapTu Ta 4. OUiHIOBaAHHA
3D-cepepoBuLLe noctobpobka AKOCTI

LUWMKA yTOYHEHHA 3anWTy NOBTOPKETLCA A0 AOCATHEHHA NPUAHATHOI AKOCTI
Puc. 1. AITOpUTM aBTOMATHU30BaHOI reHepanii Ta niAroroBku Bu¢poBoi TeKCTypHU

IIceBAOKOA A/ ITOPUTMY

Algorithm GenerateTexture

Input: material_requirements, prompt, target_environment

1. Define material requirements.

2. Construct a detailed text or image-guided prompt.

3. Generate N candidate textures.

4. For each candidate:

evaluate C1-C5;
check tiling/seams and visual artifacts;
select the best candidate.

5. Generate or derive required material maps.

6. Normalize resolution, color space and map formats.

7. Test material on the target 3D mesh.

8. If quality is insufficient, refine prompt or post-process maps and return to step 3.

9. Export the final material to the target environment.

Output: validated digital material.

3. Pe3ynbraTH Ta 06roBopeHHs. 3anponoHoBaHuid workflow 6ys0 anpo6oBaHO Ha JBOX MPAKTUYHHUX
NpUKJIaJax. Baxiuso, 1[0 npakTUYHA anpobaris po3risJaeTbCsl He SIK MOPIBHAJbHUM G€HUYMapK KOHKpeT-
HUX MoJiesiel], a K nepeBipka BiITBOpIoOBaHOCTI npoliecy GopMyBaHHS MaTepiasly: Bif BUMOTrH /10 TOBEPXHI
Jl0 MATOTOBKHU pe3ynbTaTy A 3D-cuenu.
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Y nmepumoMy npuk/aji o6paHo MaTepias cTapoi 4epBOHOI I[erId. BiH € MOKa30BUM, OCKIJIbKU Ma€ MOBTO-
PIOBaHY CTPYKTYpY, HEpPEeryaspHi AedeKTH, IIBU MiXK eJleMeHTaMH Ta Bapianil Kosbopy. [l HbOro KpUTHY-
HUMH € 6e31I0BHICTh, MPUPO/HICTh MOBTOPEHHS Ta BiZACYTHICTh LITYYHO NOBTOPIOBAHUX €JIEMEHTIB.

IIpakTnyHuii npukaaz 1. Ctapa nemissHa NoBepxHA. BuxifHa BUMora: oTpuMaTu 6€31I0BHY TEKCTYPY
cTapoi 4epBOHOI Lier/IM AJis BUKOpUCTaHHA Ha cTiHi B 3D-cueni. [loBepxHsa Mae micThTH Bapiauii BiATIHKIB,
HepiBHOMIpHI LIBY, CJiAY 3HOLIEHHSA Ta He IOBUHHA MAaTHU 0Y€BUJHOI0 IOBTOPKBAHOI0 [IATEPHY.

[puksnag TekcroBoro 3anuty: “Old weathered red brick wall, seamless tileable PBR material, irregular
bricks, aged mortar, subtle dirt and surface variation, realistic physically based material, no objects, no text”.

[licsisa reHepanii AekibKOX KaHAWAATIB BUKOHYEThCA Bif6ip. Ha mepmomy ertamni BificiroroTbes pesysib-
TaTH, ¥ AKUX MPUCYTHI HANKCH, CTOPOHHI 06'€KTH a60 BeJIMKi MOBTOpIOBaHi eseMeHTH. Ha fpyromy etami
nepeBipseTbCcs 6e31M0BHICTh. Ha TpeThoMy — BiZIMOBiAHICTH KOJIbOPY Ta MacUITaby LETJH IiJbOBIH CleHi.
Hadikpauuii KaHau1aT BUKOPUCTOBYETHCS K OCHOBA JJisl MoJasibiioro ¢gopmyBaHHsa kapT Albedo, Normal,
Roughness Ta Height.

MpakTuyHMi NpuKknap 1 — crapa uernsHa NOBEepPXHA

AemoHcTpauifina sisyanizauin pesynetaty workflow; kapTu nigroTosnexo Ana imocTpauil MeToauKM.

Albedo Normal Roughness AO
el T e B |

Prompt:
Old weathered red brick wall, seamless tileable PER material, irregular bricks, aged mortar,
subtle dirt and surface variation

JacTocyBanHa Ha 3D-ob6exTl
MPAMITKS: J0BRBMEHHA € CTROPEHDI0 ANA PYKDNHEY ASMOKCTRALINHOIO INOCTRaLIEK,

8 HE CHPIMWOTOM BUMIPIOBANKA KOHKPOTHOrD KOMBPUINMOrD FreHBPATHEMOTD COpBICY

Puc. 2. lemoHcTpaniitHa anpo6arnisa workflow ajiss MmaTepiany «crapa neria»

IIpakTyHUi Npukaaj 2. MatoBuit Metas. [|pyrum creHapieM o6paHo MaToBUi MeTas. Ha BigmiHy Biz
LEIH, JJIS TAKOTO MaTepiay KpUTUYHUMU € OAHOPIAHICTD MOBepxHi, HanpsaM Mikpopenbedy, piBeHb MeTa-
JIEBOCTI Ta IOPCTKiCcTh. BifgnoBiziHO, reHepalis jiniie KOJbOPOBOT0 306paXKeHHsI HEOCTATHS: Pe3y/IbTaT He-
00Xi/1HO IEPETBOPUTH Ha Y3ro/pKeHUH Habip KapT MaTepiay.
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[puksag TekcroBoro 3anuty: “Brushed matte aluminum metal, seamless tileable PBR material, fine
horizontal micro-scratches, subtle roughness variation, neutral gray, realistic surface, no objects, no text”.

Jia kauauAaTa, o BianoBizae BuMoraM, GopMyeThcst 6a30Ba KapTa KOJIbOPY, MiC/Is YOTO BU3HAYAIOTHCS
nmapaMeTpu MeTaseBoCTi Ta mopctkocTi. Kapta Normal BUKOPUCTOBYEThCS )14 Tepefadi Mikpopeabedy 6e3
306inbIIeHHS TeoMeTpHUYHOI ckJafHOCTi Mozeni. [licis imnopty matepiany B 3D-cepefoBuile nepeBipsieTbcs
[OBeJiHKa NOBEePXHi il pi3SHUMHU HAllpAMAMH OCBIT/IEHHS.

MpakTU4YHUA NpuKnap 2 — MaTOBUWA MeTan

JDemoHcTpauifHa sizyanizauin pesynetaty workflow: KapTu nigroTosnedo 4na incTpauii MeToauKy.

Albedo Normal

Prompt:

Brushed matte aluminum metal, seamless tileable PBR material, fine horizontal micro-scratches,

subtle reughness variation, neutral gray

Roughness AO

MNpumiTea: 306paXEHHA € CTBOPEHOK ANR PYKONWUCY BEMOHCTRAUIRHOK inecTRaLew,
B He CHPIHWOTOM BUMIDIOBAHHA KOHKPETHOrS KOMEPLINHOMD FEHEPATHEHOrS cepBicy.

3acTocysaHHua Ha 3D-ob'exTi

Puc. 3. lemoHcTpaniiiHa anpo6anis workflow ais maTepiany «maToBuii MeTaI»

Tao6aung 1

[lopiBHAHHA eTamNiB TpaJULiiiHOTO Ta aBTOMaTH30BaHOTro workflow

Eran

TpaauniiiHuil migxiz,

3anponoHoBanuii workflow

[locTaHoBka 3ajaui

PedepeHcu Ta pyyHuii onuc

CTpyKTypOBaHUU prompt + BUMOTH

[Tomyk BapiaHTiB

Py4HHUI NOIIYK/CTBOPEHHS

ABTOMaTHYHa reHepalisi KibKox
KaH/U/1aTiB

Bubip ExcnepTHuit Bifi6ip C1-C5 + ekcriepTHUH BiA6ip
PBR-miagroroBka Py4He cTBOpeHHd KapT lenepanisi/noxigHi KapTu +
nocTo6po6Ka
[lepeBipka B 3D IMnopT i pyyHa Kopekis ITepaTuBHa nepeBipka Ta yTOUHEHHA
prompt
Excropt Py4Ha nmigroroska ¢opmaris CTaHAapTU30BaHUM eTal eKCIOPTY
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06roBopeHHs pe3y/bTaTiB. [IpakTHyHa anpobalis Mokasasa, 110 KJI04Y0BUM GaKTOPOM SIKOCTI € He JIMIIIE
caMa reHepaTHBHA Mo/ieJib, a M popMartizaliisi BUMOT 10 pe3y/nbTaTy. HeBU3HaYeHUH 3aUT MOXKe TPUBECTH [0
Bi3yaJIbHO MPUBABJIMBOro 306paXKEHHS, IKE HEMPUJATHE sIK TEKCTypa: Ha HbOMY MOXKYTb OYTH MepCHeKTHBHI
CTIOTBOPEHHS, OCBIT/IEHHS, TiHi Bi/l yIBHUX 00'€EKTIB, HamK1cK abo eJIEeMEHTH, 1110 He MOBTOPIOIOTHCS KOPEKTHO.

[TopiBHAHHS 3 Cy4YaCHMMM HAayKOBHMMH MiZX0JJaMH MOKa3sye, 10 3anpornoHoBaHuil workflow Bigmosizae
3araJibHiM TeHZeHLii PO3BUTKY reHepaTUBHUX TEXHOJIOTIN: Bix reneparnii 2D-306paxkeHHsI L0 KEPOBAHOIO
CTBOpEHHsI MaTepiasy 3 ypaxyBaHHsAM reometpil, ocBiT/IeHHs Ta cTpyKTypHu 3D-o06’ekta. Point-UV Diffusion
i TEXGen geMoHCTpyOTh Baxk/iuBicTb po6otn B UV abo 6Ge3nocepesHbo B texture space, Toai sk MatFuse
i DreamMat aknieHTy0Th KepoBaHicTb i PBR-cyMicHICTB.

BosiHO4Yac npakTH4YHe BUKOPUCTAHHS I'OTOBHUX reHEPATUBHUX CEPBiciB Mae o6MexxeHHs. [lo-nepiue, pe3yabTaT
3aJIeXKUTD Bifi GOPMY/IIOBaHHS 3aNUTY Ta KOHKpeTHOI Mozedi. [lo-apyre, aBTOMaTUYHO OTpHMMaHe 306pakeHHs
He rapaHTye ¢isnyHOi KopeKTHOCTI Martepiasy. [lo-TpeTe, A irpoBuX pyIiiB BaXIMBI po3AiJbHA 34AaTHICTS,
¢dopmar kapt, nam’siTe GPU, KinbKicTh MaTepiabHUX BapiaHTIB i NPOJYKTUBHICTb peHiepuHTy. [lo-ueTBepTe, He-
06XiZIHO BpaxoByBaTH JIil|eH3ilHi Ta aBTOPChKO-ITPAaBOBi YMOBY BUKOPHUCTAHHS r'eHEPATUBHOTO CEPBICY.

OTxe, aBTOMATHU3AL{I0 JOLI/IbHO TPAKTYBAaTH fIK HalliBaBTOMAaTUYHHUM mpolec human-in-the-loop. 'ene-
paTHUBHA MOJieJib BUKOHY€E CUHTE3 i MPOIOHYE aJbTePHATUBY, TOAi K daxiBenb 3a/7a€ BUMOTH, OL[iHIOE pe-
3yJIbTAT, KOHTPOJIIOE BiANOBIJHICTb MaTepiajy CLieHi Ta IpUHAMa€E OCTaTOYHe PillleHHS.

Jis KiTbKicHOI OL[iHKM e(eKTHUBHOCTI B MOJAIBIINX €KCIepUMeHTaxX JOLiJbHO piKCyBaTH IOHAWMeEH-
1le YOTUPH MOKa3HUKU: 4ac 10 NepIIoro NpUMNHATHOIO pe3yJbTaTy, KiJIbKICTh iTepalii reHeparii, cepeHo
oninky C1-C5 Ta yac miaroroBku mMarepiasny o imnopty B 3D-cepenoBuiie. lle 103BOIUTD NeperTH Bif siKic-
HOT'0 ONKCY NepeBar Jj0 CTaTUCTUYHO 0GI'PYHTOBAHOTO MOPIBHAHHS.

IlepeBaru Ta o6MexeHHs. /lo OCHOBHUX IlepeBar 3alpornoHOBaHOTO MiZX0Ay HaseXaThb MBUAKE GOPMY-
BaHHS JIeKiJIbKOX BapiaHTiB, 3MeHILIEHHS 06CATY PyTUHHOTO PyYHOT'0 peJlaryBaHHs, MOXJINBICTb BUKOPHCTO-
BYBaTH TEKCTOBi Ta Bi3yasbHi pedepeHcH, iTepaTUBHE YTOYHEHHSI PE3y/bTATy Ta iHTerpanis 3 cy4yacHUM
npoiecoM 3D-po3po6ieHHs.

OCHOBHHUMH OOMEXEHHSIMHU € 3aJIEXKHICTh Bii KOHKpeTHOI reHepaTUBHOI MoJeJsi, MOX/INBI apTedakTy,
He/I0CTaTHsI reOMEeTPUYHA Y3T0o/KEHICTh, CKJIAJHICTh OTPMMaHHS CTabiJbHO 6e310BHUX MaTepiasiB, He06-
XiIHICTh MOCTOOGPOGKHU Ta MUTAHHSA NPaB iHTeNeKTyaJbHOI BiacHOCTi. ToMy oBHa aBTOMaTH3alisl 6e3 eKc-
MEePTHOT0 KOHTPOJIIO /s Tpo¢deciiHOro BUKOPHUCTAHHS € HEJOLI/IbHOIO.

4. BUCHOBKH. Y po60Ti mpoaHasi30BaHO Cy4acHi migxo/u Ao reHepanii [udpoBUX TEKCTYP i3 BAKOPUCTAHHSM
reHepaTUBHOIO IITYYHOr'O iHTEJIEKTY Ta BU3HAYEHO IXHIO IPUAATHICTD A/ aBTOMaTHU3aLil i roTOBKY MaTepia-
JiB y 3D-cepenoBuiiax. KpuTHUHMI aHauli3 CydacHUX AOCIIpKEHb [TI0Ka3aB Nepexij Bifi 3arajJbHOi reHepalii 30-
OpakeHb /10 METO/IB, 1110 BpaxoByoTh UV-nipocTip, reomeTpito, ocBiTiieHHs Ta cTpyKTypy PBR-MaTepiany.

3anpomnoHOBaHO aJrOpPUTM, IKUH BK/IIOYAaE GOPMYyBaHHS BUMOT, OOYA0BY 3alUTY, TeHepalilo KaHAua-
TiB, OLiHIOBaHHS 3a II'SITbMa KPUTEPisAMH, MiATOTOBKY MaTepialbHUX KapT, nepeBipky Ha 3D-mozeni Ta ite-
paTuBHe yToyHeHHs. Taka CTPYKTypa poOGUTh MpPOLEC BiATBOPIOBAHUM i J03BOJISIE MOEAHATH MOXJIUBOCTI
reHepaTUBHOI Mogiesi 3 mpodeciiHUM KoHTposieM daxiBus.

[IpakTH4Hi NpUKIaAU CTapoi LeISHOI MOBEPXHI Ta MaTOBOr0 MeTaJly NOKa3aJ/iy, 10 pi3Hi TUMU MaTepiasiB
MOTPEOYIOTh Pi3HUX KPUTEPIIB KOHTPOJIIO. [l e KPUTUYHHUMH € 6€3I0BHICTb, TPUPO/HICTb TOBTOPEHHS Ta
BapiaTHBHICTb €JIEMEHTIB, /IS MeTasly — MiKpopeJbed, IIOPCTKICTb, MeTaIEBICTD i MOBE/iHKA ITi/i OCBIT/IEHHSIM.

[lepcrieKTHBHUM HAIIPSIMOM € IPOBE/IEHHS KUIbKICHOTO eKCIIEpUMEeHTY 3 dikcaljiero yacy, KIbKOCTI iTeparjii, sKo-
CTi pe3yJIbTaTiB i pecypCHUX BUTpPAT JJ1s1 KiJIbKOX FeHepaTUBHUX Mogesell. Take oc/iKeHHs J03BOJIUTb BUSHAYUTHU
OINITUMAJIbHI CLieHapii BUKOPHCTaHHS FfeHePaTUBHOTO IITYYHOTO {HTEJIEKTY B po3po6JieHH] LIMPPOBUX MaTepiastiB.

KoH@iKT iHTepeciB. ABTOPH eK/IapyIOTh, 110 He MAalOTh KOHQJIIKTY iHTEepeciB CTOCOBHO aHOTO J0CJIi-
JDKEHHs, B TOMY YMCJ/Ii GiHAHCOBOTO, 0COOUCTICHOTO XapaKTepy, aBTOPCTBA YH {HIIOT0 XapaKTepy, IO Mir 6u
BIJIMHYTH Ha JJOCJIiIP)KEHHS Ta KOTO pe3y/bTaTH, IpeJCTaBJIeHi B JaHil CTATTi.

dinaHcyBaHHs. JlocaipKeHHs npoBoAuocs 6e3 GpiHaHCOBOI MiATPUMKH.

JoctynHicTb AaHMX. [laHi 6yAyTh HafaHi 32 0GIPYHTOBAaHUM 3aIUTOM.

BuUKOpHUCTaHHA IUTY4YHOro iHTesekTy. Ilif 4Yac mifroTOBKM pPYKOMHUCY aBTOPU BUKOPHUCTOBYBAJIHU
OpenAl ChatGPT (mMogenb GPT-5.6 Luna) /11 OOMOTM ¥ CTPYKTYPHOMY pe/iaryBaHHi TEKCTY, MOBHOMY J10-
ompaupoBaHHI Ta ¢popMyBaHHI okpeMux ¢opmystoBaHb. HaykoBi TBepxeHHs, 6i6siorpadiuyni BigomocTi Ta
OCTaTOYHUM 3MICT PYKONMUCY NepeBipaIncad aBTOPAMU. IHCTPyMEHT IITYYHOTO iHTe/eKTYy He BUKOPUCTOBYBaB-
4 K JDKepeJio HayKOBUX JI0Ka3iB, a Horo pe3y/ibTaTH He BU3HA4YaIM CaMOCTITHO BUCHOBKH JOC/II/PKEHHS.

BHecok aBTopiB. KoBanb A.O.. KOHUenTyaJji3alisi AOCHiJPKeHHS, MOCTAaHOBKAa 3aB/aHb, METO/0JI0-
ris, a”ani3 sniTepatypu, ¢opMyBaHHS aJrOPUTMY, IiJrOTOBKA DPYKOIMCY, pejaryBaHHs Ta Bisyasizaris.
KameHnenpka 10.B.: yyactp y dopMyBaHHI MpakTUYHUX CleHapiiB, aHai3i BUMor g0 nudppoBUX MaTepiasis,
06roBOpEHHI pe3y/IbTaTiB Ta pefaryBaHHi pyKOMuUcy.
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[IpumiTka 1,010 NpakTU4HOI anpobarii

g imocTtparnii npakTH4HOI anpo6ariii BAKOPHUCTAHO AeMOHCTPallilHi 306paXkeHHs], CTBOPEHI CreljiaIbHO
JUIS IbOTO pyKonucy. BoHU Bi3yasisytoTb nocioBHicTh GpopMyBaHHs PBR-MaTepiany Ta fioro 3actocyBaHHs
Ha 3D-06’ekTi i1 He MOAAIOTHCS K Pe3y/NIbTATU KiJIbKiICHOT0 6eHUMapKy KOHKPEeTHOI reHepaTUBHOI Mo/ eJli.
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