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PO3POBKA ITPOT'PAMHOI'O MOAYJIA
PO3IHI3HABAHHA KECTIB U1 KEPYBAHHA
KOMII'IOTEPHUMMU ITPAMU

BiHHMIBKWI HAIlIOHATBHINA TEXHIYHIH YHIBEPCUTET

Anomauin

Hoseoeno axmyanvricmo npobaemu po3nisHAGAHHA JHcecmie Ons KepysauHsa Komn tomeprumu iepamu. IIposedeno
02110 ICHYIOUUX Cucmem pO3NI3HABAHHA PYXI6, GKIIOUAIOYU AMHANI3 iX OCHOBHUX nepesaz ma HeOdoNiKig. Bukonano
NOPIGHAHHA PI3HUX MemOo0i6 ma IHCIMpYMenmie 01 peanizayii cucmem po3nizHABAHHS HCecmis, o 00360JIA€ GUSHAYUNU
ONMUMANBLHI NIOX00U 07151 PO3POOKU BUCOKOEDEKMUBHO20 NPOSPAMHO20 3a0e3NneyeHHs.

Kuro4oBi ci10Ba: jxecToBe KepyBaHHSA, PO3ITi3HABAaHHS PyXiB, HEHPOHHA MEperka, KOMIT IoTepHe OadueHH:, yIpaBIiHHS
irpamm.

Abstract

The relevance of the problem of gesture recognition for controlling computer games was proved. An overview of the
existing motion recognition systems was presented, including an analysis of their main advantages and disadvantages. A
comparison of various methods and tools for implementing gesture recognition systems was carried out, allowing the
determination of optimal approaches for developing high-efficiency software.
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Beryn

Po3BuTOK iHIYCTpii KOMI'IOTEPHUX irOp 3HAYHO BIUIMHYB Ha MPOTPEC y Taly3i KOMI'FOTEPHUX TEXHOJIOTIH.
Bararo inHoBai y rpadimi, 3ByKOBHX TEXHOJIOT1X, 8 TAKOK 00poO1Ii JaHUX OyJIU CIPOBOKOBaHI HOTpeObaMu
PO3POOHHUKIB irop.

CyudacHi npornecopu, rpadidHi Ta 3BYKOBI KapTH, a TakoX Hocii maHmx, Taki sk CD, DVD Ta dunem-
HAKOMUYyBayi, CIIOYaTKy po3poOisuTics sl 3aJ0BOJIEHHS mOTped irpoBoi iHaycTpii. OAHMUM 13 HOBITHIX
HaMpSMKiB € IHTepaKTUBHE YIPABIiHHS 32 JOMOMOTOIO JKECTIB, SIKE T03BOJISIE 3pOOUTH iIrpOBHUH ITpoLiec OiIbII
IHTYITUBHUM Ta 3amydarounM. Yum Oiblie yyacTi B mporieci Oepe rpaBels — TUM IiKaBillie HoMy Trpaty.

Metoro poOHTH € po3poOKa HOBUX CIIOCOOIB 3alyueHHS KOPHCTyBaya J0 KEPYyBaHHS TPOI0 HUITXOM
MO€AHAHHS Ta MOKPAIIeHHS ICHYIOUHMX PillIeHb.

Pe3yabTaTu g0CaiTKeHHSA

Komm’rotepHa rpa — mporpaMa, Nmpu3Ha4deHa JUIs OpraHizaiii irpoBOro MpoIecy, 3B’s3Ky 3 IrpoBUM
CepeIOBHILEM i HOro CKIIaI0BUMHU.

PosrissHeMo HalycIinmHiII CUCTEMH 3 PO3Ii3HABAHHS PYXiB JIFOJUHY JUISI KEPYBAaHHS B irpax.

IcHyroui cucTeMu po3Mi3HABAHHS JKECTIB MOXHA TMOIUIMTA Ha KUIbKAa KATETOPid 3aJeXHO BiJ
BUKOPUCTOBYBAaHUX TEXHOJIOTIH:

1. Cucremn Ha OCHOBI Kamep. BoHM BHKOPHCTOBYIOTH BiJ€ONOTIK Ui aHAII3y PyXiB KOpPHCTYyBaya.
[IpuknamoM € TEXHOJIOTII, sIKi 3aCTOCOBYIOTH KOMIT'FOTEpHE OaueHHs Ta aJlrOpUTMH OOpPOOKU 300pakeHb.
[Momynspaum npukiIagoM Takoi cucremu € PlayStation Move — 94yTiauBHi 10 pyXy KOHTPOJIEp JJIs irpOBHX
npuctaBok cepii PlayStation ¢gipmu Sony. Cructema npairoe HaCTyIIHUM YMHOM: B MPUMILEHHI KPIIHUTHCS
kamepa PlayStation Eye, sika BijicTexxye pyxu KOHTpoJIepa B TPUBUMiIPHOMY IPOCTOPI 3a CBITIHHIM KYJIbKU Ha
KiHIII KOHTpoJiepa 1 po3ItizHae oOpasH.

[lepeBaru: MOXXyTh 3a0€3MedyBaTH BUCOKY TOUHICTH Ta IPUPOAHICTD B3a€MOJII.
Henoniku: BHMararoTh 3HaUYHUX OOYHMCIIOBAJIBHUX PECYpCiB, 3ajie)kaTh BiJ SKOCTI OCBITJICHHS Ta
TTOJIO’KEHHS KaMepH, MOXYTh MaTH 3aTPUMKH B 00pOOIli JaHUX.



2. CucteMH Ha OCHOBI CEHCOpiB. Taki CHCTEMH BHKOPHCTOBYIOTH JaTYWKH, PO3TAIIOBaHI Ha Tili
KOpHCTyBada abo B KOHTpojepax. Hampukianm, xoHTposiepu pyxy tumy Wii Remote abo cucremu, mo
BUKOPUCTOBYIOTh aKCEJIEPOMETPU Ta TipOCKOMH, 3a0e3NeduyloTh TOYHE BiACTEKEHHS PYyXiB pyK Ta Tija
KopucTyBada. Takox croau BimHocuTbes Kinect — O€3KOHTAaKTHMH CEHCOPHHI IirpOBHH KOHTpoOIEp,
po3po0JIeHUI IS TpaNbHUX NPHCTABOK cepii Xbox, a 3rogoM aJanTOBaHWHA IO BHKOPHUCTAaHHS Ha
MePCOHATBHUX KOMII foTepax. [|03BoJisie KOprCTyBadeBi B3a€MOIISATH 3 IPUCTABKOIO0 00 KOMIT IOTEPOM depe3
MO3H TiJla, BAKOHYBaHi JIOAWHOO (irypH 1 yCHI KOMaHAH.

[lepeBarn: MeHIT BHMOTJHBI 10 OOYHCIIOBaIBHUX pECYPCiB, HE 3aJleXaTh BiJl 30BHIIIHIX YMOB,
3a0e3Medy0Th BUCOKY TOYHICTH BiJICTEKEHHS PYXiB.

Henmoniku: BUMararoTh HOCIHHS OJATKOBUX MPUCTPOiB, MOXYTh OyTH MEHII iHTYITHBHUMH JJIs
KOPHCTYBauiB Ta MEHII 3pYYHUMH JJIs1 TPHBAJIOr0 BUKOPHUCTAHHSI.

g peanizatiii cucteMu po3mi3HaBaHHS JKECTIB OyIIH PO3TIISTHYTI HACTYITHI T AXOIH:

1. AnroputmMu KoMI'IoTepHOro OaueHHS. BOHM BKIIO4alOTH B ceOc METOOU BU3HAUCHHS O0'€KTiB,
BIJICTeXKECHHSI PyXy Ta KiacH(]ikamilo >KecTiB 3a JOMOMOIOK HEHPOHHUX Mepek. 30KpeMa, BUKOPUCTAHHS
METOAIB TNIMOOKOTo HaBuaHH:, Takux sk Convolutional Neural Networks (CNN), 103BosIsi€ TOCATTH BHCOKOT
TOYHOCTI y pO3Mi3HaBaHHI CKJIAIHIX JKECTiB.

2. MamuHHe HaBYaHHS. 3acTOCYBaHHS TJMOOKOTO HABYAaHHS Ta HEMPOHHHUX MEPEX UIS IiABHIICHHS
TOYHOCTI po3Mi3HaBaHHA. Bukopucranus 0i0mioTek, Takux sk TensorFlow ta PyTorch, no3Bossie ctBoproBaTa
e eKTUBHI MOJIENI I PeaTbHOTO Jacy.

3 T'iopuani cucremu. [loemHaHHS Pi3HUX TEXHOJOTIH JJIs JOCATHEHHS KpallluxX pe3ysibraTiB. Hanpukmnan,
MO€ETHAHHSI KaMep Ta CEHCOPIB J03BOJISIE KOMIIEHCYBATH HEIOIIKH KOKHOTO 3 iAX0/1iB, 3a0€311eYyI0YH BUCOKY
TOYHICTh Ta HATIHHICTb.

OTmxe, micnsg aHami3y iCHYIOUMX CHCTEM, MPUHHATO pillIeHHS PO3pOOMTH MOJIYNb, SKOMY HE MOTpPiOHI
OyayTb 1OJATKOBI KOHTPOJIEPH. A OTXKE, KepYBaHHA 3/11HCHIOBATUMETHCS IJISIXOM 3UNTYBaHHS JKECTIB TPaBLsl.

BucHoBku

Y xomi mociimkeHHs OyJIo MPOBEICHO aHali3 OCHOBHHMX ICHYIOYMX CHCTEM PO3Ii3HaBaHHS PYyXiB AJis
KepyBaHHA B irpax, BHU3HA4eHO ix mepeBard 1 Hemodiku. JlocmimkeHHS MiATBepAIo e(heKTUBHICTh
BUKOPHUCTAHHS HEHPOHHUX MEPEX AJIsl BUPIIICHHS 3a1a4i po3Mi3HaBaHHS PYXiB JFOJAWHH.
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