Miscnapoona Haykoso-mexuiuna Kongpepenyis
DyHIaMeHTAJbHI Ta NPUKJIAAHI IP00JeMH Cy4aCHUX TEXHOJIOTil

IJIaHyBaHHI, aHami31 PU3UKIB ab0 po3poOIl MOJITHK, A€ MOTPIOHO TOPIBHIOBATH CIIEHApii Ta
npuiiMaTH ONTHMAaJbHE pIIICHHS Ha OCHOBI OararoBapiaHTHOro aHanizy [3]. Hampuknazm, y
¢dinancoBoMy mianyBanHi ToT g03BoJisie BpaXxOBYBaTH Kijlbka €KOHOMIUYHUX (hAaKTOPIB Ta PU3HKIB,
10 CTBOPIOE OiJbIII MOBHY KapTUHY MaWOyTHIX HacmigkiB. TakoX L METOJUKA NpUAaTHA IS
KOMaH/1 3 IHHOBaIlIHOTO PO3BUTKY, SIK1 OI[IHIOIOTH JICKIJIbKAa KOHIICTIIIM MPOAYKTY 4u Oi3HEC-MOei
oJHOYacHO [4].

VY wmipy TOro, sK BEJIMKI MOBHI MOJENI 3HAXOIATh 3aCTOCYBaHHS B PI3HUX MiAPO3JLIAX
KOMIIaHi|, 3pOcTae MoTpeda B IHCTPYMEHTAX, IO CIPOLIYIOTh CKJIAHI METOJUKH KOHCTPYIOBAHHS
migka3zok. CydacHi mnatdopmu renepatuBHoro I memani vacrime iHTerpyroTh iHTEepdeicH, sKi
NPUXOBYIOTh TEXHIUHY CKJaaHicTh mixg 3pyunumu UX-mabmonamu [5]. i iHCTpymMeHTH
aBTOMATUYHO TIEPETBOPIOIOTH Oi3HEC-HAMIp KOPHUCTyBaya Ha CTPYKTYpPOBaHYy IIiJIKa3Ky, 3AaTHY
aKTHUBYBAaTH Taki MeToau, sk chain-of-thought a6o tree-of-thought, 6e3 moTpebu BpyuHy
MPOMKMCYBATH BIAMOBIMHI 1HCTPYKINIi. Hampukiaza, MoMIYHUK 13 NPUHAHATTA PIIICHh MOXE HAJIaTH
KOpUCTyBauy (GopMmy IJIsl BBEIEHHS MapaMeTpiB — a CHUCTeMa aBTOMATUYHO c(opMye CKIagHy
0aratocTyneHeBy MiAKa3Ky Mg MojeNi. AHAJIOTIYHO, 4aT-00TH 3 TMOMEPEIHhO HAIAMITOBAHUMH
CIICHAPIsIMH JJO3BOJISIIOTh HETEXHIYHUM KOPUCTYBadyaM IIBHJKO OTPUMYBATH MiJCYMKH, aHATITUKY
a0o iMiTarii pimeHs 0e3 MpPsSMOoi B3a€MOJIIi 3 TEKCTOM 3amuTy. Takuil piBeHb aOCTpaKIlii BiIKpHUBa€E
noctyn ao LI mns ¢axiBuie 3 HR, mapkerunry, ropucnpyaeHuii Ta omepaiiid, CHpUsiOUYH
OesneuyHomy Ta e(heKTUBHOMY BIPOBaKeHHIO TeHepatuBHOro I1I1 B 6i3Hec-iporiecH.
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[1pu BupimeHHi 3a1a4 aHai3y Bigeo3anuciB pyrOOTBHIX MaTUiB KaliOpyBaHHA BileOKaMepu
(4acTo 3BaHE TAKOXK PEECTPALIEI0 CIIOPTHBHOTO TI0JIS1) MAa€ BUPILIaIbHE 3HAYECHHS IS Y3TOKSHHS
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BIJICONIOTOKY 3 BIJIOMOIO MOJIEIUTIO TOJisA. To4yHe KaniOpyBaHHsS JO3BOJISIE MPABUIIBHO HaKJIagaTH
BipTyasibHy Tpadiky Ta aHoTauii Ha mosie (Hampukiai, JdiHii odcaiiay abo Mapkepu BijicTaHi) Ta €
OCHOBOIO JIJI aBTOMAaTUYHOTO BiJICTE)KEHHS I'PABIIIB 1 aHANITUYHUX 1HCTpYMEHTiB. OTHAK MBUAKE U
Ha/lilfiHe BUKOHAHHS KajiOpyBaHHS KaMepu € CKJIaJHUM 3aBJaHHAM. J[0 TOro >k mpu CTBOpEHHI
(GyTOOIBHUX TPAHCIALIHN 3a3BUYall BUKOPHUCTOBYIOTh PyXOMi KaMepH 3 QYHKIIIEI0 3yMy (zoom), sKi
JIOCUTh YacTO BIJCHIJKOBYIOTh JIMIIE YAaCTUHY PO3MITKHM moiisi. J{oJaTKoBI yCKIaJHEHHS BHOCSATH
THUMYACOBl OKIIIO311 (HAmpHWKJIaa, KOJM TPaBlll NEPEKPUBAIOTH JIiHII PO3MITKH), 3HA4YHI 3MIHU
OCBITJICHHS, & TaKOX MEPEXOJU MK PI3HUMHU KaMepaMu, 1[0 MalOTh Pi3HI BHYTPILIHI MapaMeTpH.
Tomy cydacHi MiIXoau 10 BUPIMICHHS AaHOI 3ajadvi jJeaalii 4acTille TMOKIaJaroThCs Ha TIIHMOOKI
HEHpOHHI Mepexi Ta 0araToBUJOBY IeOMETpilo, 100 3a0e3nedynTu CTiHKy OLiHKY romorpadii B
peasbHOMY Yaci HaBiTh 32 YMOB HU3BKOT'O KOHTPACTY Ta BUCOKOT JMHAMIKH CIICHH.

B naniif po6oTi po3risgaroTbCs OCTaHHI HAyKOBI POOOTH, SIKI MiJKPECIIOIOTH MOTpedy B
MPUCKOPEHHI TIporiecy KamOpyBaHHA KamepH. TaKoX MOSCHIOETHCSA, YOMY IIBHIII Ta JIErI
pillIeHHs MalOTh BUpILIATbHE 3HAUYEHHS JUIs IPAKTUYHOTO BUKOPUCTAHHS.

Pe3ynaprati oOcCTaHHIX JAOCHIIKEHb TIOKa3ylOTh JOCSTHEHHS 3HAYHOTO TMporpecy y
BUKOPUCTAHHI KOMII'IOTEPHOTO 30pYy Ta TIMOOKOr0 HaBYaHHS JJIsI aBTOMAaTHYHOTO BHU3HAYCHHS
MOJIOKEHHSI KaMepU 3a PO3MITKOIO IO YW KJIIOYOBUMHU Toukamu [1, 2] mpote, cydacHi MeTOAu
JEMOHCTPYIOTh BHCOKY TOYHICTh KaJiOpyBaHHS YacTO 3a PAaxXyHOK 3HAYHUX OOYHMCIIOBAIBHUX
BUTpAT.

Jist cyqacHMX JAOCIHIKEHb 3 KaniOpyBaHHS BiIeOKaMep XapaKTEepPHUM € PO3PUB Mi>K BUCOKOIO
TOYHICTIO Ta MPAKTHYHOIO MIBUIKOIIEI0, IO MiIKPECTIOE TOTPeOy B OMTUMI3AIll TPOAYKTHBHOCTI.
Hanpuxknan, 6aecisebkuii miaxin BHITK, 3anpornonoBanwuii Claasen i de Villiers, nemoHCTpye TouHe
MMOKaIPOBE BUPIBHIOBAHHS, OJTHAK y MOPIBHUIBHUX €KCIIEpUMEHTax ixHs 6azoBa moaenb KpSFR (=73
MJIH TapameTpiB) 3abe3neuye numie ~1,5 FPS na mnati RTX 3090, Toxi sk BHITK — xo4 1 TouHimmii,
aJie 3aJIMIIAETHCS MPUB’A3aHUM JI0 TOTO camoro kiacy «Baxkux» GPU [1]. IIpocrimra cuctema Nie
et al. (Oins 42 muiH mapametpiB) pocsirae 3HaueHHs ~50 FPS [3]. BtiM, Taka MBHAKICT yce 1IE €
TPAHUYHOIO JIJISl CUCTEM PEAIbHOTO Yacy, 0co0JMBO HAa MOOUTbHUX M edge-matdopmax.

[TokazoBuMU € pe3ynbTaTd MOCHiTXKEeHHS [4]. 3ampormoHOBaHAa aBTOpaAMU MYJIbTHU3aJadHa
HEHpOHHA Mepeka, sIKka OJHOYACHO BUKOHYE 3a/aul 3HAXOJKEHHS PIBHOMIPHOI I'PaTKU KIFOYOBHX
TOYOK Ta perpecii HIUIBHUX KapT BiACTaHEW O PO3MITKH, (QYHKIIOHYE B PEXHUMI pealbHOIO 4acy
(mpubmuzno 30 kaapiB 3a cexkyHay mis HD-300paxens Ha Bineokapti GTX 1080 Ti) 1 3a6e3neuye y
cepeHbOMY Ha ~25 % TouHilly ouiHKy roMmorpadii Ha Habopi SportsFields mopiBHsIHO 3 MeTOIOM
KpSFR.

Falaleev i Chen mpomnonytooTh 6aratoctafiiiny cxemy, mo gae ~22.7 FPS mist onuHOYHUX
kaapiB abo monaa 300 FPS mpu maketHiit 06po61i 128 300pakens Ha twiati RTX 3090 [2]. Cami
aBTOPH JAHOTO JOCIIJDKEHHS MIAKPECTIOITh, 0 PEeaJbHUN Yac HE € METOI0 iXHbOI POOOTH, TOX
HeoOXxiHa gojaTkoBa ontumizaris. Meroa PnLCalib Bix Gutiérrez-Pérez Ta Agudo, mporectoBanmii
Ha toiati RTX 2080 Ti, B3arani He HaBOAWUTH MokazHWKa FPS, mo Bkazye Ha OpieHTAIlIO0 JaHOTO
JOCJIIJDKEHHS Jinie Ha odiaitH-TouHIcTh [5]. HaBith cremianizoBanuii Tpekep BroadTrack, sxuit
oxHOYacHO BUKopHCTOBYe /1Bl matu RTX 4090, nocsrae nume ~16 FPS npu po3aineHiit 3qaTHOCTI
kimacy HD [6].

Takum YMHOM MO>KHA 3pOOMTH BUCHOBOK IIPO T€, 1110 MPOAYKTUBHICTH y Aiana3oni 1-22 FPS
Ha jgoporux GPU mosxke OyTH HpUMHATHOIO M oduiaifH-aHai3y 4M TPEeMiyM-TpaHCIAIIHN, aje
JUIIAETHCS HETPHJIATHOIO JJIsI CUCTeM OOpOOKM JaHUX B pealibHOMY 4Yaci abo X A 3aaad 3
YKOPCTKMMHU BUMOTaMH /10 3aTpuMKH B 4aci (50—-100 mc. i MeHie).

Tox momanplli TOCHIIKEHHS B JaHOMY HANpsAMKY MAarOTh 30CEpPEIUTHCS Ha CKOPOYEHHI
00YHCITIOBAIBPHOI CKJIATHOCTI, €(peKTUBHOMY BUKOPHCTaHHI amapaTHUX MPUCKOPIOBAYiB 1 po3po0ii
JETUINX MOJENeH HEeHPOHHUX MEPEK, HE )KEPTBYIOUH IPHU IIbOMY TOYHICTIO KaJliOpyBaHHS.

[ToTouH1 BUMOTH /10 amapaTHUX PECypciB PaKTUUYHO OOMEKYIOTh 3aCTOCYBaHHS HAaBEICHHUX
METOIB KaniOpyBaHHS Kamep aHaJIITHKaMH npodeciiHux (GyrOOIbHUX KIyOiB HaMBHUIIOTO PiBHS,
K1 MarOTh B posnopsmkeHHl podoui ctanimii 3 GPU kmacy RTX 3090 / 4090 a6o x posmnomiieHi
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KJIacTepu 111 00poOKHU BiJieo y peanbHOMY 4aci. BapTicTh Takoi iHGPaCTPYKTYpH (IECATKH THUCSY
JI0JIapiB 3 ypaxyBaHHSAM OOCIIYrOBYBAaHHS i €HEPrOCIIOKMBAHHSI) JIETKO BKJIAJAETHCS B OIOJKETH
Ton-ky0iB. HaTomicTe niis manux um HamiBrnpodeciiHux ¢pyTOoJbHUX KTyOiB, PETiIOHATBHUX JIT 1
TUTSYO-FOHAIIPKUX aKaZeMill ToMi0HI BUTpAaTH € HENMOCHJIBHUMH: IXHI CHCTEMH BiJI€OaHATI3y
3a3Buuail ooMexxeHi ogHiero GPU a6o x HaBiTh CPU-edge-mpuctposimu, ne 3arpumka B 50—-100 mc
BXKE € KPUTHYHOIO. B migCyMKy JOpOroBapTiCHI AaHANITUYHI I1HCTPYMEHTH 3aJIMIIAIOTHCS
JIOCTYITHUMH JIUIIE €I THAM OpPTaHi3aIisM, TOI sIK upoka GyTOOoJbHA CITIBHOTA MOTPEOYE JETIINX,
eHeproe(peKTUBHUX Ta 3HAYHO JICIIEBIITNX PIllIEHb JJII MACOBOT'O 3aCTOCYBAHHSI.
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OcHoBHa koHuemmis [HmycTpii 4.0 monsrae B iHTerpamii mepenoBuX iHGOPMAIITHIX
TEXHOJIOTiH, 0COOJIMBO HOBUX TEXHOJOTIH, TakuxX sSK IHTepHeT pedeir, 5G Ta 6G, aHamiTHKa Ta
YOpaBIIHHS JaHUMH, ITYYHUH IHTEJIEKT, XMapHI OOYMCICHHS Ta OJIOKYEHH, ISl TOCSTHEHHS
MOCIIIOBHOI TpaHcdopMallii Ta MoJAepHi3ailii BHPOOHMIITBA, a TAKOX IJs 3MIHH JIAHITIOXKKA
CTBOPCHHS BapTOCTI MPOMHUCIOBOCTI Ta cycmiabcTBa [1]. Sk oauMH 3 HAMOUIBII E€HEPrOEMHHUX
CEKTOpiB, 0OpOoOHA MPOMUCIOBICTh Jenani OuIbllle MparHe CKOPOTUTH CHOXHBAHHA €Heprii 3a
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