YK 004.9:004.8:004.93
DOI: https://doi.org/10.17721/3041-2323.2025.40-54

Baaaucaas BJOBUYEHKO, acnm.

ORCID ID: 0009-0005-0231-2299
e-mail: vlad182ava@gmail.com
KuiBcbKuil HanlioHa/IbHUM YHiBepCUTET
imeHi Tapaca llleBueHka, KuiB, Ykpaina

TPAHC®OPMALIA CYUACHUX ITAPA/IUI'M 3D-
MOJEJIOBAHHA 3A 1OITIOMOI'OIO METO/IB 3D-
T'AYCCOBOTO CIVIETTUHI'Y

Y po6omi docaidxceno 3D Gaussian Splatting (3D GS) — Hosull i
eucokoeghekmugHuili nioxio 0o pekoHcmpykyii ma eizyasizayii
mpusuMipHUX cyeH y pexcumi peaavHo20 uacy. 3D GS 3anpoeadicye sigHe
ma dudbepenyiiiosHe nodaHHs cyeHU, WO CKAAJAEMbCA 3 MiAblOHIG
HA64a/1bHUX MPUBUMIPHUX 2ayco8UX ejiemMeHmis. OnucaHo npoyec po6omu
3D GS - gid iniyianizayii Ha ocHosi Structure-from-Motion do imepamugHoi
onmumizayii ma pendepunzy. Takoxc euceimieHo nomeHyian
3acmocyeaHnHs 3D GS y pi3Hux domeHax, 30kpema 8 MOHOKY/AsApHOMY SLAM,
RGB-D-kapmyeaHHi, cemaHmuyHiii pekoHcmpykyii ma MmodealoeaHHi
duHamiyHux cyeH. IlopieHaabHUll aHaniz demoHcmpye, wo 3D GS
3a6e3neyye nepekOHAUBUILl KOMnpomic Midc 8i3ya/bHOI0 sAKicmio, 4acom
HasyaHHsA ma weudkicmio iHghepeHCy - nepesepulylovu SK KAACUYHI
¢omozpammempuyni memodu, mak i nonepedHi mexHiku HeililpoHHO20
peHdepuHay 8 HU3Yyi 6eHumapkie. OmpumaHi pesysemamu aKyeHmyoms,
wo 3D Gaussian Splatting € mpanchopmayiiinum iHcmpymeHmom 0as
cy4acHux 3ae8daHb 3D-M00e108aHHS, 0c061UB0 8 cYeHapisix, de nompi6Hi
weudkodis, pedazosaHicms i Mmacuwima6o8aHicme.

Knw4dyoBi caoBa: pekoucmpykyia 3D-cyeH, peHdepuHz y
peaavHoMmy vaci, HelipoHHUll peHdepuHe, 3D Gaussian Splatting.

Beryn

CyTte MognemoBanHsa 3D-cuieHn mosnsirae B MepeTBOPEHHI HAOOPy
300paxeHp a0o Bijfeo, mo (IKCYIOTh IO CIeHy, Ha IudpoBy 3D-
MOJIeTb, SIKy MOXKHa OOpOONSATH Ta aHamidyBard. BupimeHHs 1iei
¢yHaaMeHTanbHOT 3a7ayli MOXKe JOMOMOTTH MallMHaM Kparie
PO3YMITH CKJIaJHICTh pEabHOTO CBITY, 110 MOXE OyTH BUKOPHUCTAHO B
a”imali, HaBiramii poOOTIB, 30epekeHHI ICTOPUYHUX TaM SITOK
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(Scianna & La Guardia, 2019), momoBHeHOi Ta BipTyaJabHOI
peanmsHoCTi (Drofova et al., 2023) Tomro.

MopemoBanHsiM 3D-cueH 3alimManuch IIe 3a0BrO 10 TOSBH
mmbokoro HaByaHHs (deep learning). [leprni MeTonu mMonmentoBaHHS
Oy BuOarmuBi o cuieHn Ta yMoB ocBimieHHs (Gortler et al., 1996).
[TosiBa MeToxiB Ha ocHOBI Structure-from-Motion (SfM) (Snavely et
al., n.d.) ra Multi-View Stereo (MVS), 1110 BUKOPHCTOBYIOThCSI 1 10CI,
(Goesele et al., 2010) 3abesmeunnm HanmiiHWUN (yHIAMEHT A
MonmemoBaHHs 3D-ciieH Ha TpuBanmii dac. AJle Taki METOIH
00MEKyBaJll MOKJIMBOCTI CTBOPEHHS HOBHX PaKypciB i JOMyCKaIH
BTpPaTy TEKCTYp Y IEBHUX AUISTHKAX.

3amporonoBanuit 'y 2020 pomi mocmigaukamu 3 UC Berkeley,
Google Research Ta UC San Diego meton Neural Radiance Fields
(NeRF) 3ampornonyBaB HOBHiI crnoci0 BiarBopeHHss 3D-ciieH Ha
OCHOBI HaBUeHOi HeWpoHHOI Mepexi. llei amroputm moxpemioe 3D-
CIIeHy 3a JOTIOMOTOI0 TIOBHO3B’SI3HOT (HEKOHBOIOMIWHOT) TITHOOKOT
HEHpOHHOI Mepexi, ska TpuilMae Ha BXiJg HemepepBHy SD-
KOOpMHATY. Y TEeBHIN TOYI[I MPOCTOPOBOTO MONOKEHHS (X,Y,Z) Ta
BpaxoByloun Hanpsm omuiny (6,¢) — TOBepTaeThCsl 3HAYCHHS
IIITBHOCTI 00’ €My Ta BUIPOMIHIOBAHHS, 110 3aJIC)KUTh BiJl KyTa 30py
(Mildenhall et al., 2020).

5D Input Output Volume Rendering
Position + Direction Color + Density Rendering Loss
GBa)
Rarh _\ e g Ray 1, /-\ 2
5 AL
>0 Ray 2 /—"\‘ t "‘

g.t.

Ray Distance

(b) () (d)

Puc. 1. YV3acanvuenui npunyun pobomu ancopummy NeRF

Ha Bigminy Big TpamuiiiHux meroniB, NeRF He BHKOpHCTOBYE
SIBHI TE€OMETPHWYHI TIPEACTABIICHHSI, a BHBYAaE Oe3nepepBHE
MIPEJICTABIICHHS CIIEHH 13 300paKeHb, 10 OTPUMAaHi 3 PI3HUX PaKypCiB.
3aBIsKH BUCOKIH SIKOCTI PEKOHCTPYKINi 3 MIHIMaJIbHUM BXiJTHHM
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Habopom naHux NeRF mBHako cTaB MOMMpPEeHHM Yy CHUTBHOTI
KoM 1oTepHoi rpadiku Ta 3D-momenroBanus (Tancik et al., 2023).

Onnak Meroau Ha ocHOBI NeRF Many neBHI HEONIKHA:

—  HeoOXimHICTP MaTH 3HAYHI OOYHMCIIOBANBHI pecypcH mis
HaBYaHH Ta BiATBOPEHHS MoJiesiell, 0COONMBO IS TAaHHX, IO MAIOTh
BHCOKY PO3JIIIbHY 3aTHICTB;

- Tojaibllie peAaryBaHHS TaKUX MOJETeH € CKIaJHUM
3aBJIaHHSM, OCKITBKY HATAITYBAaHHS Baru HeHpoHHOI Mepexi (neural
network’s weight) iHTYiTUBHO He TOB’s3aHi 31 3MiHAMH
TEOMETPUYHHX Ta Bi3yaJlbHUX BIACTHBOCTEH CIICHHU.

Meton 3D Gaussian Splatting (3D GS) cnprYrHHB PEBOIIOLIIO Y
cBiti 3D MonenmtoBanHs ciieH. Lleli MeTos CyTTEBO BiAPI3HIETHCS BiJl
MOTICPEIHIX MiAXOMIB HA OCHOBI HEHPOHHUX MPEJICTABIICHb, 30KpeMa
NeRF, 3aBasiku nepexony Bifg HesIBHUX (PYHKIIH 10 €KCILTIIUTHOTO,
TQepeHLiHOBHOTO TPEACTaBICHHS CHEHH Yy BHUIVISAAI  Habopy
TPUBUMIPHUX TayCOBUX elieMeHTiB. KokeH 3 HHX Mae mapameTpu
MIOJIOXKEHHSI, Opi€HTamii, aHi30TpomHoro MacmTaly, KOoJbopY,
MIPO30POCTi Ta HILTBHOCTI — 1 MOYKe AMHAMIYHO HAaBYaTHCS Ha OCHOBI
300paxenb ciieHu (Bernhard Kerbl et al., 2023).

Puc. 2. BizyanvHe npedcmasients mpbox 2ayCo8ux elemeHmis

Cepell OCHOBHUX TIepeBar IbOro MiIX0y — BUCOKA €()EKTUBHICTb,
MOXIIMBICTh peNaryBaHHs CIEH, [0 MOJEIIOIOThCA, & TaKOX
NpUpOIHA 3IAaTHICTh A0 IOU(EpPEeHLIIOBAaHHS, SKa POOUTH METOA
NPUIATHUM JUIS IHTerpaiii B OUIBII CKJIAIHI ONTUMI3aIidHI 4K
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HaB4anbHI cuctemu. Kpim Toro, 3D GS migTpuMye iHKpeMeHTaIbHE
HaBYaHHS, TOOTO MOMKJIUBICTH TIOCTYIIOBOTO JO/aBaHHS HOBUX JaHHX
0e3 HeoOX1THOCTI MoBHOTO NepeHaBuanHs moxedni (Fei et al., 2024).

OcHoOBHA YacTHHA i pe3yJbTaTH

3D Gaussian Splatting pyHKITIOHYE B peskuMi peastbHOTO dacy. s
TIPEJICTABIICHHS CIIEHN BUKOPHUCTOBYIOTh KJIACHYHHI Mi/IX1] HA OCHOBI
xMapu Touok (point cloud) (puc. 3). Ileti MmeTon BioOpaXKeHHS CIICHH
Oyio 3ampornioHoBaHo 1ie B 1998 poui (Desboeufs, n.d.). Ane Bunukae
3aj1a4a 3aIIOBHUTH ITPOCTIP MiXK TOYKaMU. SIK paBHIIO, 3aIIOBHIOETHCS
FEOMETPUYHUMHU IPUMITHBAMH O1JIBIIOTO PO3MIpY (puc. 4).

Puc. 3. Penoepune cyenu, 0e 7 MaH 2ayco8ux elemMenmis

3D GS nporoHy€ BiJIMaab0ByBaTH TaKi TOYKH Y BUIVISIII CIUIETY —
¢irypu y BUIVISLII KpyDIoro abo elinTHYHOTO JHUCKY, efirncoiny abo
cepdenem. Sk 3a3HadeHO BuIlE, TaKy (irypy Ha3HBaIOTh rayCOBUM
enemenToM. KokeH raycoBuii €JI€MEHT B Takili MoJeli Mae YOTHPH
mapametpu (EBERT, 2023):

—  TPH KOOPJMHATHU TOJIOKEHHS B TipocTopi (X, Y, Z);
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- gang 0araTOBHUMIPHOTO  HOPMANbHOTO  (TayCiBCHKOTO)
PO3MOIiICHHsT Heo0X1/THA KOBapialiliHa MaTpuIlsd po3MipoM 3x3, ska
Bi/100pa3uTh, HACKIJIBKU BUTATHYTUM a00 CIDTIOCHYTHM € €JIeMEHT;

- anbda KaHaJ, IO BiJMOBIIA€ 32 MPO30PICTH;

- koxip, y RGB npencrasienHi.

Puc. 4. Ta cama cyena 3a ymosu, wo 6ci 2aycosi enemenmu € Henpo3oPUMU

Anzopumm mooenioeants

1. CtBOpIO€ETHCS TPUBUMIPHA XMapa To4oK (point cloud) 3 Habopy
¢dororpadiii abo kaapiB 3 Bigeo. Jliug cTBOpeHHS XMapu
BUKOPHCTOBYEThCS KiacuuHMi Metof] Structure-from-Motion (SfM)
(puc. 5).

2. 3nilCHIOIOTH KOHBEPTALIII0 KOKHOI TOYKH B TayCOBHUIl €IEMEHT.
JI71st IepeTBOPEHHST BEKTOPHOTO 300pa)Ke€HHS B PacTPOBE I[bOTO BXKE
JOCTaTHBO. AJle faHi, SKi yTBOPIOIOTHCS BHACHiJOK pobotu SfM
MaloTh JMie iHpoOpMalilo MNpo TNONOoXKeHHs Ta Komip. s
3a0€e3MeUYeHHsT KOPEKTHOIO IIPEJACTABJICHHS HEOOXiTHO BUKOHATH
HaBYaHHS.
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Puc. 5. Xmapa mouok 0ns euwges2adanoi cyenu

3. OnTuMmizarlii  BHUKOHYETHCS ~ METOAOM  CTOXaCTHYHOTO
TPaJieHTHOTO CITycKy. BimOyBaeTbcsi peHAEpHHT 300pakKeHHS Ha
OCHOBI TayCOBUX €JICMEHTIB, L0 TMOPIBHIOETHCS 3 MOYATKOBHUMHU
maHnMu. BinOyBaeThcst KOpekIlisi, yIIUIbHEHHsS Ta oOpizka. Llei
MPOIIEC TIOBTOPIOETHCS TUCYI Pa3iB

3.1 Y xoni BUNpaBiIeHHsS] IOMUJIOK TayCOBUI €IEMEHT MOXe OyTH
KIIOHOBAHO (SIKIIIO BiH BIITHOCHO MaJIHiA 32 pO3MipoM) abo po30UTO Ha
IBa (K10 HOTO po3Mip € BiTHOCHO BeuknuM). HoBi raycoBi enemeHTH
3’SIBJISIOTHCS B MICIISIX, Jie iHImMX Maito (under-reconstruction), Takox
1 B MICIISIX, 1110 TIOKPUBAKOTHCS OJJHUM BEITUKUM TayCOBHM €JIEMEHTOM
(over-reconstruction) (puc. 6).

3.2 S0 3HaueHHs ayib(a-KaHaTy BUHIILIO 3aHAJTO HU3BKUM, TO
TaKuH TayCOBU eJIeMeHT Oy/ie BHIaJICHO.

Jus omTuMmizamii mporecy, HaBYaHHS MOJEN MPOBOAWTHCA HA
300paKeHHSX, 1[0 MEHIIII 3a MOYaTKOBiI B YOTHPH pa3u Mo KOXHIH 3i
cropiH. [Ticns 250 iTeparttiif momaeThest 300paXeHHsI B /TBa pa3y MEHIIIE
3a opuriHai. [licia 500 iTepauiit — opuriHai.
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Under-
Reconstruction

e soe
Clone Optimization
Continues
Split Optrm.rzatlon
Continues

Puc. 6. Bubip midic K10HY8aHHAM | po36UmMmMsam

Over-
Reconstruction

IlepeBaru Ta NOKaA3HUKHU

Metonu TpamuiiiiHoi ororpammerpii (Structure-from-Motion i
Multi-View Stereo) ¢opmytots 3D-momens CHeHHM y BHIVISAI
MOJITOHANBHOT CITKM Ha OCHOBI T'yCTOI XMapu TOYOK, OTPHUMAHOI 3
nepekputux Gotorpadiii. CHILHUMH CTOPOHAMHU TaKOTO MIIXOLY €
BHCOKa METPUYHA TOYHICTH BIJIHOBJIEHOI IeOMETpii Ta TEKCTyp, a
TaKOX BUX1/y (hopMari CiTKH, IO JIETKO IHTETPy€ETHCS B HAasBHI poOoUi
nporecu (irposi pyurii, CAITP Tomro).

3D Gaussian Splatting resepye po3mnojiiieHy 3a o0csraMu MoJIelib
— XMapy rayCoBUX CJICMEHTIB, fKa MPSIMO BUKOPHCTOBYETHCS JIJIsS
pernepunry. 3D GS He morpelye eramy HoOyZOBH IMOJITOHAIBHOI
MOBEPXHI: MOBEPXHS IMIUTIIUTHO (QOPMYEThCS  HaKIAJaHHIM
MIJBHOHIB JpiOHUX eNINCOifabHUX eJIeMEHTIB. 3aBasiku oMy 3D
GS Hamae MOXIMBICTH TPEACTABISATH CLEHH, JA€ KIacH4HIN
(dotorpammeTpii Opakye qaHUX — HAIPUKJIAI, OMHOPIAHI a00 MPo30pi
JUTSTHKH HE MICTSTh YiTKUX OCOOJUBOCTEH JUIsl CTEPEO-BiIHOBICHHS,
TOX (hoTOrpaMMeTpiss TaMm Jae TpoOLTH, TOAI SK METOJ Ha OCHOBI
inTencuBHOCTI mikceniB (GS abo NeRF) moxe BiATBOpHTH 11i 00s1acTi
13 BpaxyBaHHAM IIIJILHOCTI/TIPO30pocTi (puc. 7).
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Puc. 7. Mooenw, 32eneposana 3D GS

Ockinbku 3D GS HanexuTh 10 KJ1acy HEHPOHHOTO PEHIEPUHTY, TO
LIJIKOM JIOIIIBHO TOPIBHIOBATH MOTO 3 IHIIMMU METOAAMH B IIbOMY
knaci. Neural radiance fields (NeRF) BuxopucroBye mmboxe
HaBUYaHHS JUIsI TIEPETBOPEHHS IBOBHUMIPHHX 300pakeHb 00’ €KTiB abo
cueH y 3D-mpencranenns (Mildenhall et al., 2020). Monens
nependavyae IHTEHCHBHICTH CBITJIA Ta KOJMBOPY B Oyab-SKIA TOYII
JTBOBUMIPHUX MIPEACTABIEHh TPHBUMIPHOTO TIPOCTOPY, OO CTBOPUTH
HOBI PaKypcH CIICHH.

3 Ooky skocti 300paxkenHs, kmacnyauid NeRF mo3Bose
MOJICJIIOBAaTH CKJIa[HI SBUIA — IIOIIMHAHHS Ta BUIIPOMIHIOBaHHS
CBITJIa B37I0BXK MPOMEHSI, BIJOJIMCKH, TiHI, — OCKIJIbKH MEpeka MOXKE
HABYUTHCS JOBUTBHINA (QYHKIIT 3aJI€KHOCTI KOIBOPY BijJl HANpPSMKY
(view-dependent effects). ¥ mouarkoBiii peanizanii 3D Gaussian
Splatting Takox nependadeHo BpaxyBaHHS HANPSAMKY OIsimy (depes
chepuuHi TapMOHIKH JUJIS KOJIBOPY), IO JTO3BOJWIO JAOCATTH SIKOCTI
300paxxeHHs Ha piBHI kpamux NeRF-moneneii Toro yacy (Kerbl et al.,
2023).

TonosHa nepepara 3D GS — 1e mBuaKomis peHaepunry. Hapith
ontumizoBani BapiaHTH NeRF (Instant-NGP, TensoRF) nocsranu
IHTEpaKTHUBHUX YAaCTOT KaJpiB JIMIIE TPH 3HIKEHHI PpO3AUIbHOI
3MATHOCTI a00 BHUKOPHCTAHHI  CIIEI[iali30BaHOIO  araparHoro
3abe3nedyenHs. 3D Gaussian Splatting IPUHIUITIOBO MIBHIINI: TiCIs
HaBYaHHS CLICHH PEHACPUHT HOBUX PaKypCiB MOKJIMBUI B peabHOMY
yaci i HaBiTh mBuame (100+ FPS na cywacmomy GPU mus cren
1080p) (Kerbl et al., 2023). desiki AOCTIIKSHHS TOBIIOMIISIOTH PO
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nocsitieHHss ~900 FPS y momanpmiii omtumizanii GS-penmepepa
(Niemeyer et al., 2024), mo BimKpWBa€ NUISIX [0 BUKOPUCTAHHS
TexHoNorii y VR/AR 3 NOBHOIO TMHAMIKOIO PYXY.

[NopiBHsnpHMIA aHaNi3 AKOCTI Ta €PEKTUBHOCTI TPHOX PI3HUX
metoxaiB 3D-pexonctpykiii (Instant-NGP, MipNeRF360), a takox
nBox BapiaHTiB peamizamii 3D GS (Ours7K ta Ours30K, BiamosimHO
7000 i 30 000 iTepauiii Ha MOZAENb) Ha OCHOBI Pi3HOI KiNBKOCTI
KaZIpiB, TOKa3aHO Ha pHC. 8.

48
MipNeRF360

167.9
LA

SSIM PSNR FPS Train

Puc. 8. Iokasnuxu SSIM (Structure Similarity, inoexc cmpykmypHoi
nooionocmi), PSNR (Peak Signal-to-Noise ratio, nikoge cniggioHouiens
cuenany 0o wymy), FPS (kinvxicms xkaopie 3a cexynoy) ma uacy,
BUMPAYEHO20 HA MPEHYBAHHSL

SSIM (Structural Similarity Index) — wmerpuka, moO OIHIOE
CXOXICTh MIX JIBOMa 300paXK€HHSMH 3 ypaxXyBaHHSM OCBITICHHS,
KOHTpPAcCTy Ta CTpyKTypH. Buma orinka SSIM cBiguuTh nmpo Kparry
Bi3yallbHY SIKiCTh peKoHCTpykmii. HaitBumyy skicts (0.83) mokasye
Ours30K, Toxi six HatiHmkay — Instant-NGP (0.72).

PSNR (Peak Signal-to-Noise Ratio) — BuMipioe cTymiHb
CTIIOTBOPEHHSI MK 3reéHEpOBaHIM Ta €TaJIOHHUM 300pakeHHsIM. Butiia
OLIIHKA O3Ha4Ya€ MEHIYy BTpaTy sAKkocTi. HaliBUIIMI MOKa3HUK 3HOBY XX
y MipNeRF360 (27.11), 3 neBenukum BiacraBanHsM y Ours30K
(26.91).

FPS (Frames Per Second) — KpUTHYHO Ba)XIIMBUI ITOKa3HHK
MPONYKTUBHOCTI, IIO BiJoOpakae MIBUIKICT PEHACPUHTY. TyT
Halikpamuii pesynbrar nemoHcTpye Ours7K (167.9 kanpis/c), Toxi 1k
MipNeRF360 Bunae nmume 0.07 kaapis/c, 1110 CBIAYUTH PO CYTTEBE
rajJbMyBaHHSI.
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Yac TpeHyBaHHS — ONMH i3 BH3HAYaJbHUX IApaMeTpiB Ui
MIPUKJIaTHOTO BHUKOpHcTaHHSA. Mogeni Ours moTpeOyroTh YChOTO
Kibka XBWIMH TpeHyBanHs (6.1 Ta 38.3 xB BiAmoBimHO), Ha
npotuBary MipNeRF360, o notpebye 48 rox.

3arajom, TpeAcTaBieHa JiarpamMa uIIOCTpye KOMIPOMIC Mix
BI3yaJIbHOIO SIKICTIO, IIBUAKICTIO PEHACPUHTY Ta OOUYHCIIOBATLHIMH
Burparamu. Xoya Taki meromu sk MipNeRF360 nemMoHCTpyrOTH
HaWBHUIy SKICTh, iX NpaKTUYHE BUKOPHCTaHHSA OOMEXKEeHEe dYepes
HaJMIpHUH Yac HaBYAHHS W MOBIIBHY reHepariito kaapiB. Haromicts
ontumizoBani Bepcii (Ours7K/30K) 3abe3neuyrorh OangaHc Mik
IIBUJIKICTIO, SIKICTIO Ta pecypcamu.

3acrocyBaHHs

OnHielo 3 MEpCIEeKTUBHUX ramy3ed 3acrocyBanHs 3D Gaussian
Splatting € SLAM (Simultaneous Localization and Mapping) —
3aJlaua OTHOYACHOTO BU3HAYCHHS ITOJOKEHHS KaMmepu (JToKai3arlii) Ta
moOynoBu kaptu cueHu. llinxomu 3 3D GS mo3BomistioTh 30epiratu
BHCOKOSIKICHE TPEACTaBICHHs CIICHU, MpHIAaTHE IS PEHICPUHTY
HOBUX pakypciB, BOJHOYAC BHKOHYIOUM KapTorpadyBaHHI Ta
OHOBJICHHS KapTU B PEXUMI peanbHOTo Yacy (puc. 9).

Hanpuknaza, meron Gaussian Splatting SLAM mpencrapieHo siK
MiAXia, SKAH BUKOPUCTOBYE JIMILE TAayCOBI €IEMEHTH SIK BHYTPIIIHE
npezacTasieHHs ciuern B monocular SLAM, 06’ eaHy04M TpacyBaHHS
KamepH, MoOyJoBy KapTH W BUCOKOSIKICHHH PEHACPHHT y €IUHOMY
koHBeepi. CricTeMa Mpalioe B peKUMi pealibHoOro vyacy (~3 kaapu/c) i
nonyckae posmupenHs 10 RGB-D SLAM, konu gocTynHi IMUOMHHI
nani (Matsuki et al., 2025).

Puc. 9. Bizyanizayia 3a0aui SLAM
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[omampmii po3poOku AOBOAATH MacmTabHICTh 1 THy4YKicTh GS-
SLAM. Hampuknan, Online Dense Monocular SLAM with 3D
Gaussian Splatting inTerpye minpHe KaptorpadyBanns 3 GS,
OparHy4d JOCATTA BHCOKOi JeTami3alii CIeHH B PeXHMI
HabmmwkeHoMy A0 peanbHoro dacy (Hu et al., 2025). [ammmit npuknan
— Stereo 3D Gaussian Splatting SLAM for Outdoor Urban
(BGS-SLAM), sikuii po3IIMprO€e MifXiJ Ha JBOKAMEPOBI CUCTEMH JIJIst
30BHIIIHIX yYMOB, JI¢ CIIEHAa BEJIMKAa Ta OCBITJICHHS CKJIagHE — IIe
nemoHcTpye, mo 3D GS mimmaerbcs MacmTaOyBaHHIO Ha BENHKI
sokarii (Arxiv.org., 2024).

Kpim nokanizamii ta kxaptu, 3DGS akTUBHO pPO3BHBAETHCA Yy
ceMantuyHoMy SLAM. Hanpuknan, NEDS-SLAM — cucrtema, sgxa
00’ennye 3D Gaussian Splatting 3 ceMaHTHYHUMH O3HAKaMH,
cTBOprorouH ieHY 3D cemanTHuHy Kapty. BoHa BBOAMTH MexaHi3M
(h’I0KH CEeMaHTHYHHX O3HAK 13 00’€KTiB Ta KOMIPECII0 IUX O3HAK B
koMriaktHe (Gaussian-TipefcTaBIeHHs, IO 3MEHIITY€e 00CST ImaM’sITi Ta
miaBuIye npoxykTuBHIicTh (Ji et al., 2024). Ille onun excriepuMeHT —
Hier-SLAM++,  sakuWifi  TPONOHYE  i€papXiyHO  KaTeropiitHe
npefcraBieHHss B GS — mMoeqHaHHS CEMAHTHKH 1 reomeTpil y
Gaussian-CTpyKTypi, 110  JIO3BOJISE  TPOBOIUTH  OJHOYACHE
MO3UIlII0BaHH 1 T100aibHe ceMaHTHYHE Kaprorpadysanns (Li et al.,
2025).

Y KOHTEKCTi JUHAMIYHHUX clieH (pyxoMi 00’ €KTH, 3MiHH y 4aci), GS
Takok Mae noreHnian. Hanpuxman, EGS-SLAM pozpobienuit i
RGB-D cucremy 3 minrpumkoro momiid (event camera) i
MO/ISTFOBAHHSM PYyXY ITiJ 4aC €KCIO3UIIIT — I1e TTOKpaIIye CTIHKICTh 10
PO3MUTTA Ta MiATpuUMYye pekoHCTpykiiro 3DGS y cepenoBuiax 3
inTeHcuBHEM pyxoMm (Chen et al., 2025).

Jmuckycisi i BUCHOBKH

Y poboTi po3nisHyTO cydacHuil miaxim g0 3D MonenmtoBaHHS —
meton 3D Gaussian Splatting (3D GS). Ha BiamiHy Bijg HesABHUX
mopenei, ssk-or NeRF, miaxing 3D GS 6a3yerbcst Ha eKCIUTIIUTHOMY
MpeACTaBICHHI CIIEHHU K Ha0OpY T'ayCOBHX €JIEMEHTIB, 10 JO3BOJISE
JOCSITaTH  BHCOKOI ~ IIBMJKOAII, JeTaiizamii Ta peasiCTHYHOrO
pEeHIEpUHTy B pekuMi peanbHoroy uacy. HosemeHo, mo 3D GS e
e()eKTUBHUM IHCTPYMEHTOM IS BUPIIICHHS MIMPOKOTO CIIEKTpa
MPUKIIAIHUX 327134, 30KkpeMa B SLAM, ceMaHTUYHOMY MOJICITIOBaHHI,
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pexoHCTpyKIii nuHamiuamX cieH Ta AR/VR  cepemoBumiax.
[TopiBHSAHO 3 KJIACHIHUMHE MeToAaMH (POTOTpaMMETpii Ta HEHPOHHOTO
pernepunry 3D Gaussian Splatting 3a6e3neuye onTumansHuiA OanaHc
MiX TOYHICTIO, IIBHIKICTIO Ta pecypco3aTrpaTHIiCTIOo. 3BaKaloud Ha
BHsIBJICHI mepeBard, meton 3D GS Mae 3HaYHWH TOTEHINAT [0
iHTerparii B MoOUTEHI TuTaTGOpMH, POOOTH30BaHI CHCTEMH, OHJIAH-
KapTorpadyBaHHs, Bi3yaJlbHY HaBIraIfito Ta aBTOMaTU30BaHUI aHAJI3
cepenoBuma. [lomanpmii  AOCHiKEHHS  CIIPSIMOBYIOTBCS — Ha
OTNTHMI3aIlif0 OOYHCITIOBAIBHOI €(PEKTUBHOCTI, IHKpPEMEHTAIbHE
HaBYaHHS MOJIEJICH, 00 €HAaHHSA 3 HEHPOCUMBOJIIYHUMU MiIXOAAMH
JI0 CeMaHTH4YHO1 00poOKu 3D-crieH.
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TRANSFORMING MODERN PARADIGMS OF 3D
MODELING USING 3D GAUSSIAN SPLATTING METHODS

This article examines 3D Gaussian Splatting (3D GS) —a novel and highly
effective approach to real-time 3D scene reconstruction and rendering. 3D GS
introduces an explicit, differentiable scene representation composed of
millions of learnable 3D Gaussian elements. We describe the 3D GS workflow,
from Structure-from-Motion-based initialization to iterative optimization
and rendering. We also discuss its application potential across multiple
domains, including monocular SLAM, RGB-D mapping, semantic
reconstruction, and dynamic scene modeling. Comparative analysis shows
that 3D GS achieves a compelling trade-off among visual quality, training
time, and inference speed—outperforming both classical photogrammetric
methods and prior neural rendering techniques on several benchmarks.
These findings underscore 3D Gaussian Splatting as a transformative tool for
modern 3D modeling tasks, particularly in scenarios requiring speed,
editability, and scalability.
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