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AHOTAIIIA

V po6oTi po3MIIHYTO CydacHi MiAXOMH [0 3aCTOCYBAHHS HEHPOHHHMX MEPEX y MPOLECi CTBOPEHHS TeHEPaTHBHOIO KOHTEHTY UL
Bizneoirop. IIpoanaizoBaHo KJIIOYOBI MapaJurMy BUKOPUCTaHHS LITYYHOrO IHTEIEKTY Y reiiMau3aiiHi, 30kpeMa IreHepaliio TeKCTyp,
MoJIeNiell TepCOHaxiB, CIOKETHHUX JiHIH Ta mianoriB. OcoONMBY yBary MpPUAUICHO apXiTEKTYPHHM OCOOIMBOCTSIM ITPOMHCIOBOT
cucteMn Muse Bin Microsoft six mpukmamy iaTerpamii TpanchopmepHO-IH(]y3IHHUX MoOAenei y BigeoirpoBe BHUPOOHHITBO.
OkpeciieHo nepeBart, 0OMeKEHHS Ta IEPCIICKTHBU BIPOBA/KCHHs TeHEPATUBHUX MOJENICH Y pO3pOOKY iHTEPAKTHBHHUX CEPEIOBHILI.

Kniouosi crnosa: netiponni mepesici, cenepamugnutl Konmenm, gioeoiepu, Muse, mpancgopmepu, ougysiiini mooeri.

1. BCTVII

HIBuaxuii nporpec y codepi mryuynoro inrenexry (ILI)
CTBOpHB 0e3J1iu HOBUX IEPCIEKTUB IS iHAYCTPil Bineoirop, y
SKid TeHepaTMBHI MOZAENI Jedaii uvacTille BimirparoTh
BU3HAYalbHy pOJIb Yy IIpoOIecax TBOPYOrO BHPOOHHULITBA.
BuxopucTaHHs HEHPOHHUX MEPEK YMOXKIIMBIIOE aBTOMAaTHYHE
CTBOPEHHSI IrPOBUX TEKCTYD, TPUBUMIPHHUX MOJEIIECH, CFOKETHUX
JMiHIH Ta piaNoriB, IMO 3HAYHO 3MEHIIyE BUTPATH dYacy W
pecypciB Ha po3poOky. OxkpiM onrtumizamii BHPOOHHYKMX
mporiecis, interpaiis 11 po3mirproe noTeHIian nepcoHanisamii
iIrpOBOr0 JOCBiZly Ta aJAaNTHBHOCTI BipTyajJbHHUX CEPEIOBHIIL.
Ilpore ImmMpOKE BIPOBAIKEHHS TI'€HEPATHBHUX aJITOPUTMIB
CYNPOBOMKY€ETHCS HU3KOK BHKIHKIB, CEPEsl SKHX — KOHTPOJIb
SIKOCTI KOHTEHTY, JOTPHUMaHHs aBTOPCHKHX MPaB 1 3a0e3meueH s
CTHITICTUYHOI y3TOMKEHOCTI PE3yIIbTAaTIB.

2. META

MeTo10 TOCIIKEHHS € aHaJli3 MOKINBOCTEH 3aCTOCYBaHHS
HEWPOHHUX MEpeX Ul FeHepaTHBHOTO CTBOPEHHS KOHTEHTY Y
BiIeOirpoBiii po3pobui Ta po3muiy apxitektypun Muse, sk
NPHKIaTy POMHUCIIOBOT peati3allii reHepaTHBHUX MOJIEIICH.

3. KOHUIEITYAJIbHI HAITPSIMHA 3ACTOCYBAHHSI
I ¥ BIAEOIT POBII PO3POBIII

BuxopucranHs ~ HEHpOHHMX  MepeX Yy  Bifgeoirpax
HaifuacTilie peaizyeTbcs Y BHIVIAII MTOCITITOBHOTO MalIUIaiiHy
TeHepaTHBHOTO KOHTEHTY. BiH OXOIUTIOE MIiATOTOBKY HaHHUX,
TpenyBanus Mmozeneit (GAN, VAE, mudysiitni wMozmeni,
TpaHchopmepu), excriepTHy nepeBipky (human-in-the-loop) Ta
iHTerpariro pesyasrariB y pywii rpu [1-3]. Iloni6ui migxomu
OMuCaHi K y HAyKOBHX OIVIs/IaX MporexypHoi renepaii [1;2],
TaK 1 B HIPaKTHYHMX aHATITUYHUX 3BiTax [3]. CTpyKTypy LIBOTO
Mpoliecy HaBeJCHO Ha pHc. 1.

OxpeMy yBary 3aciyroBylOTh aHAIITHYHI  ODVIAIH
YKpaiHCBKOIO MOBOIO, SIKi aKIIEHTYIOTh Ha peaJbHUX MPUKIALaX
BrumBy Il nma irpoBy immycrpito [6]. ¥ marepianax AI360
TiIKPECITIOETCS, [0 TeHEePAaTHBHI MOJIEN BKE 3aCTOCOBYIOTHCS
Ul CTBOPEHHS TEKCTyp, CayHI-IU3ailHy Ta HapaTUBHUX
CJIEMEHTIB, a TaKOXK pO3MISAAIOTBCS PH3UKH, MOB’s3aHi 3
aBTOPCHKMM IIPaBOM 1 Mojepamiero KOHTeHTy. Lle mosmossie
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y3araJbHUTH CBITOBI TEHJIEHLII 3 ypaxyBaHHSIM JIOKaJbHOTO
KOHTEKCTY PO3BUTKY IHIYCTpil.

T—— TizroTosia fasme
(maracers, apr, zoru, cxpurry) || (A8OTE $imTpanis
Ropanizani)

THarwarms Monensi
(GAN/VAE/ Diffusion / LLM)

Human-in-the-loop
(mepeBipKa, IpaBKH)

Iuterpanix & pymif
(real-time / pregen)

TectyBarns / Bamiganis

Pucynok 1. [NaiiruiaifH reHepaTHBHOTO KOHTEHTY B I'pi

[Tonanbuuii pO3BUTOK NaiIIaiiHy T€HEPaTUBHOIO KOHTEHTY
HEMOXJIMBUI 0e3 ypaxyBaHHS OCOONHMBOCTEH apXiTEKTyp, LIO
nexarh B Horo ocHoBi. HaifuacTime y BimeoirpoBiil po3poOri
3aCTOCOBYIOTBCSI TeHepaTUBHO-3MaraibHi Mepexi (GAN),
Bapiamiiini  aBrokomepu (VAE), nmudysiiini wmomemi Ta
TpaHcopmepu. KoxeH i3 IMX miaXo[iB Mae cBOI mepeBar i
oomexenHs: GAN nobpe BinTBOpIOIOTH  (hOTOpeaicCTHYHI
TEKCTypH, ajic HecTabinbHiI y HaB4yaHHi; VAE 3a0e3mneuyrorh
JIATEHTHE TIPEACTABIEHHS JaHUX, TPOTE€ CTBOPIOIOTH MEHII
JeTanizoBaHi 300paxeHHs; audy3iiHI MOJeni JaroTh HaHBUILY
SIKICTB pe3ynbTaria, OITHAK BHMararoTb 3HAUYHHUX
OOUMCITIOBAIEHUX peCypciB; TpaHChOpMepr eQEeKTUBHI st
TeHepalii CIOKETIB 1 JialoriB, Xo4a IMOTPeOyIOTh JOJaTKOBOL
Mozepaii [1-3].

[opiBHAMBHY XapaKTEepUCTHKY IMX apXiTeKTyp, IXHIX
CHJIBHUX 1 CIa0KMX CTOpiH Ta TNPHKIAIiB 3aCTOCYBaHHS Y
Bi/IeoirpoBiii inaycTpii HaBeneHo y Tabm. 1.

VkpalHchKi JoCTiKkeHHsT y cdepi reHepaTHBHHX Mofesei
MiATBEPIKYIOTh aKTyalbHiCTh BhpoBamkeHHS GAN, VAE ta
IuQy3ifHUX TAXOOIB Yy MNpHKIamgHuX 3amadax [5]. VY
HaBYANBHUX 1 METOOWYHHX Marepianax JKurommpcskoi
MOJNITEXHIKH PO3IISIHYTO MaTeMaTHYHI OCHOBH Ta OCOOIMBOCTI
peamizamii IMX apxiTeKTyp, IO JO3BOJAE CHOPMyBaTH
TEOPeTHYHE MiATPYHTS VI IX HOJNAJIBIIOr0 3aCTOCYBaHHS Y
reiiman3zaitni. Takum yrHOM, Tpans [S] 3abe3nedye BaIMBUIA
3B’S130K  MDK  (QyHAaMEHTAJbHUMH  JOCITI[DKCHHSIMH  Ta
MPaKTUYHIMU 3aBIaHHSAMH BiJ€OIrpOBOi PO3pOOKH.

4. PEAJIIBALII TEHEPATUBHUX MOJIEJIEHN ¥
BIAEOIT'POBOMY BUPOBHUIITBI

OnHuM i3 HaMOUIBII TTOKA30BHUX INPHKIANIB IIPOMHUCIOBOTO
3aCTOCYBaHHS T'€HEepaTHBHHUX MOJIeNiel y BiZeoirpoBiit po3pooui
e cucrema Muse, mpexacraBieHa Microsoft Research y 2025
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poui. Apxitektypa Muse MoeaHy€e MOXIUBOCTI TpaHchopMepiB
i audy3iiiHnX Momeneid AT CTBOPSHHS MYJIBTUMOIAJIBHOTO
KOHTEHTY, IO OXOIUTIOE Bi3yaJibHI MaTepialii, MOBEIIHKOBI

CKPHIITH Ta HapaTHBHI eneMeHTH [ 1, 2].

Tabmuns 1: IopiBasHHs apxitektyp GAN, VAE,
diffusion-mozeneii Ta Tpanchopmepis [1-4]

Meton | CunbHi cTOpOHH OOMeKeHHs [puknaau
3aCTOCYBaHb
GAN | Peanicruuni HecrabinbHicTs; Tekctypu Ta
300pakeHHS; KOJIAIC MOJH imocTpanii
MIBUIKICTE
VAE Jlarentne Husbka sKicTb Mopeni,
MIPE/ICTABICHHS Bisyaunizariii; 06e3 a”iMaii
JTAHUX Jrerasizarii
Diffusi | Bucoka sxicts TToBinbHe Konnenru
on Ta JeTajizaris; TeHepyBaHHS;
models | crumizaris norpedba GPU
KOHTPOJIbOBAaHA
reHepaltis
LLM/ | Tekcrwy, «TanronuHaIin» Iiasnoru,
Transfo | amanraiis LI; monepauis cueHapii Ta
rmers KBECTH
RL/PC | Hdunamiuxa Bucoxa BanancyBanu
G CKIIaHICTh; 00YKCITIOBAIbHA s piBHIB,
ajianTarist CKJIQTHICTB; TeHepallis
KapT i
cIieHapiiB

Cucrema BKIIIOYA€E KiJTbKa KITFOYOBHX KOMIIOHEHTIB: MOIY.I
nonepeaHboi 00poOku maHux (preprocessing/encoders), sapo
mozeni (core model), nareHTHe cXOBHILE Ui 30epeKCHHS
CTHJIIO Ta KOHTEKCTy irpoBoi cecii (latent store), a Takox
BHXinHI TonoBHu (output heads), mo BiAMIOBiZarOTE 32 TEHEPALIIIO
TEKCTyp, IiajioriB 1 TOBEMIHKM TIEPCOHaXIB. Baximporo
CKIaoBOK0 € Onok human-in-the-loop, skwii 3a0e3medye
KOHTPOJIb 1 MOJIEPALII0 PE3yIIBTaTiB Mepe]] IHTEerparicio y pymii
rpu. CTpyKTypy B3aeMOJil IIMX KOMIIOHEHTIB BiZOOpakeHO Ha
puc. 2.

3rinHo 3 odiuiiHuMu Marepianamu Microsoft Research,
Muse MO3ULIOHYETHCS K KOMIUIEKCHE DIllleHHS Ui TeHeparii
irpOBOr0  KOHTEHTY, SIKE IIO€IHY€ MAIIMHHE HaBYaHHS,
TpaHchopMepHi Ta audysiiHi apxitektypu [4]. OcobmuBicTio
IBOTO MIAXOMY € MiATPUMKA MYJIBTHMOAAIBHOI TeHepallii, Koau
3 ofiHI€T cuCTeMM MOXKHA OTPUMATH SIK TpadidHi, Tak i TEKCTOBI
YK TIOBE/IIHKOBI €JeMEHTH. Taka yHiBepcalbHICTh poOUTH Muse
Ba)KIMBUM IIPUKIIaJI0M IHIyCTpiaabHOT arpobarii
reHepaTHBHHUX Mojieneil y cdepi Bigeoirop.

Bxizni xani:
- Aptn / petepeHcn
- TeKCTOBi MiKa3KH
- Jloru refivmiero
- 3D/2D accetn

Preproc / Encoders
(Feature extraction)

Core model:
Transformer / Diffusion
(MyIBETHMOJIATBHHIT KOHTEKCT)

Latent store
(CTIUIB, KOHTEKCT cecii)

Output heads:
- Texctypu /

- CKpHIITH TOBeTiHKI
- Jliamoru / KBecTH

Inrerpanis B pymiit
(APL asset pipeline)

Pucynok 2. ApxitektypHa cxema Muse
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[Ile omHMM BaKJIMBUM acleKToM cucteMd Muse €
MOXUIUBICTh aBTOMAaTHYHOI TeHepalii irpoBux 00’€KTiB Yy
peampHOMY daci. 3aBOSKM TOETHAHHIO TpaHcopMepHHX i
muQy3ifHUX ~ MeXaHi3MIB  MOJeNb  3[JaTHa  CTBOPIOBATH
pi3HOMaHITHI Bi3yanbHi Ta (YHKIIOHAJIBHI E€IEMEHTH — BiJ
TEKCTyp 1 NpeAMETIB iHTep’epy 10 MPOTOTHUIIB IEPCOHAXIB i
nianoroBux cueHapiiB [1;2]. Ile no3Boisie 3HaYHO CKOPOTHTH
BUTpaTH 4acy Ha po3poOKy KOHTEHTY Ta IiJBHIIUTH PiBEHb
BapiaTHBHOCTI irPOBOTO CEPeIOBHUIIA.

Pesynbrat  IeMOHCTpaLiiftHUX eKCIICpUMEHTIB i3
BUKOpDHUCTaHHS Muse y Tpoueci CTBOPEHHS  acceTiB
HIiITBEP/DKYIOTh  NOTEHLial TIeHePaTUBHUX MOJeNned  Juist
aBTOMary3alii PYyTHHHUX 3aBIaHb 1 MIATPUMKH TBOPYOIO

nporecy po3pobHuki [1]. Ilpuknax aBromMaTH4yHOl TeHepaii
00’€KTIB y IeMO-CEepeIOBUIIlI HABEICHO Ha pHUC. 3.

b0’ €KTIB MOIEIIIIO

MOKIIMBOCTI  JIJIst
Ty, [lopiBHAHHS
DPMEpIB CBITYNTD
puksiax Muse Bix

MBenp  peanizanii
reHepaTuBHUX TexHonorid. Ilomanpmni moCHiIKEHHS MaloTh
OyTH CHpSMOBaHI Ha WiABUIIEHHA SKOCTI Ta pO3B’sI3aHHSI
CTUYHHUX 1 IPABOBHX IIUTAHb.
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