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OBI'PYHTYBAHHSA BUBOPY IHCTPYMEHTIB PO3III3BHABAHHA
KECTIB VIS KEPYBAHHA KOMIPIOTEPHUMMU IT'PAMU

BinHuLbKUM HAITIOHATBHUN TEXHIYHUN YHIBEPCUTET

Anomauin

Ob6rpynmosano akmyanbHicms npobOnemu po3nizHasauHsa dcecmig. 30iliCHEHO 02150 OesAKUX ICHYIOUUX cucmem
PO3NI3HABAHHS PYXi6 0N Kepy8aHHA 6 KOMN lomepHux icpax. Bxasani ocnoeni nepesacu ma HeOONKU YUX CUCHEM.
30iticneno nopigHAHHA ma eubip IHCMpPYMeHmia 0ia CMBOPEHHs CUCMeMU PO3NIZHABAHHA HCEeCMis.

Kuro4oBi ciioBa: sxecToBe KepyBaHHS, pO3Mi3HABAHHA PyXiB, HEHPOHHA MepeKa.

Abstract

The relevance of the gesture recognition problem is proved. An overview of some of the existing motion recognition
systems for controlling computer games has been reviewed. The main advantages and disadvantages of these systems
are indicated. Comparison and selection of tools for creating a gesture recognition system are made.
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Beryn

BaraTo unmM cydacHi kKOMII'IOTepH 3aBISYYIOTh PO3BUTKY iHAyCTpii KoM toTepHHX irop. I'padiuni ta
3BYKOBi KapTH, nporecopu, CD, DVD ta ¢uemni-Hocii, a Takok TPUBOAH JJISl 3YUTYBAHHS Ta OMPAI[IOBAHHS
JIaHMX Ha [UX HOCISAX — yce 1ie OyJIo, B IEpIIy Yepry, HoTpeOor po3pOoOHHUKIB irop.

Komm’toTepHi irpu MoxXyTh OyTH SIK aIbTEPHATHBHUM CIIOCOOOM BIAMOYUHKY, TaK 1 CIIOPTUBHHMH
JMCIMILUTIHAMHU a TaKOK 3aco0amu po3BUTKY Ta ocBit [1 — 3]. JIroau mo6asaTh irpH, a KOMIIaHii BKIaIal0Th
BEJIMYE3HI KOIITH IJIs1 TOTO, 00 3pOOUTH irpoBHil Mpollec MiKaBilINM i Ypi3HOMaHITHUTH Horo. B momrykax
crnoco0iB JaTH TPaBIEBi HOBUH irpOBHI JOCBiA BUHUKIIH 1/1e1 PO 3aiIyueHHS 1O KepyBaHHs HE JIMILIE MHIII,
KJIaBiaTypH 4M TeiMIiaza, a it camoro rpasis. Yum Oinbie ydacTi B mporieci 6epe rpaBelb — TUM IiKaBille
oMy rpatH.

Mertoro poOHTH € po3poOKa HOBUX CIIOCOOIB 3alydeHHS KOpPHCTyBaya J0 KEPyBaHHS TPOIO ILIIXOM
MO€EHAHHS Ta TIOKPAIIeHHS ICHYIOUHMX PillIeHb.

OcHoBHa YacTHHA

Komm’totepHa rpa — mporpaMa, mpu3Ha4deHa Ui OpraHizaiii irpoBOro MpoIecy, 3B’S3Ky 3 irpOBUM
CEepeIOBUIIEM 1 HOro CKIaZOBUMU. [IOHATTS «KOMIT'IOTEpHA I'Ppay CTOCYEThCS OyIb-SKUX OOYHCITIOBATEHHX
MamuH (KOMIT IOTEpiB), HE BapTO IUIyTaTH Horo 3 MOHATTSIM «PC-rpa». Amke ocTaHHE O3Hayae, IO rpa
MpU3HAUYeHa came JIsi NMEepCOHAIBHUX KOMII'IOTEpiB, y TOW Yac SIK KOMITIOTEpHI irpyd BHITYCKAIOTh s
MOOUTFHUX TPUCTPOIB, ITPOBHUX MPUCTABOK, IPATHHUX aBTOMATIB, a JesAKi YMIIbII HaBiTh 3aIlyCKAIOTh irpH
Ha KaJIbKYyJISTOpax, TepMiHaJIaX 9¥ OaHKOMATaX, 3araJioM Ha Oy/Ib-KUX OOYHCITIOBAIEHHUX MTPUCTPOSIX.

PosrnsiHeMo neski HallyCHiIIHII CHCTEMH 3 pO3Mi3HABaHHS PYXIB JIIOJWHU JUIS KEPYBaHHS B irpax.

Kinect — Ge3KOHTaKTHHII CEHCOPHUIA ITPOBHII KOHTPOJIEP, PO3POOIICHHH Uil TPATBHUX TPHCTABOK Cepii
Xbox, a 3rogoM aganToBaHMi IO BUKOPUCTaHHS Ha MEpCOHaNbHUX KoM toTepax [4]. [Ipencrasise coboro
MO€THAHHS arapaTHOTO 1 MPOTPAMHOTO PIIIEHb y BUTIISAI TOPU3OHTAIBEHOI KOPOOKH po3mipom 23 X7 cM, 1o
PO3MIIIYEThCST BHINEC YHM HIDKYE eKpaHa. Jlo3Boyise KOPHUCTYBaueBi B3aEMOJISTH 3 TPUCTABKOKO abo
KOMIT IOTEpOM 4epe3 MO3H Tijla, BUKOHYBaHIi JII0MHOI0 (irypu Ta ycHi komanau. [lepeBaramu TexHomorii €
cucTeMa CeHCOPIB TIIMOMHY, 11O J03BOJISIE HE BUKOPUCTOBYBATH HIYOTO 3aliBOr0 Yy MPOLECi IPU — JOCTATHBO
quire pyxie moguan. OgHak, € i BeIMKHH HEHONIK — motpeda po3pobsstu rpy cnemiaapao ms Kinect,
TOOTO HEMOXKJIMBICTh aJanTyBaTH Oy Ib-AKi YK€ ICHYI0Ui irpH 10 Li€i CUCTEMH.

PlayStation Move — uyTiuBuMii 10 pyxy KOHTposep ais irpoBux npuctaBok cepii PlayStation ¢ipmu
Sony. Cucrema mpaifoe Tak: y HOpUMIIIeHHI KpinmuTbesi kamepa PlayStation Eye, ska Bimctexye pyxu
KOHTpOJIepa y TPUBUMIPHOMY IPOCTOpI 3a CBITIHHSAM KYyJIBKH Ha KiHIII KOHTpOJiepa, i po3Mi3Hae o0pasu.



Ilepepara, 3a cjaoBaMu iHXKEHEPIB SONY, y TOMY IO 1X TEXHOJIOTIS JI03BOJISE MOCITTH (PEeHOMEHAIbHOL
TOYHOCTI MPH BiTHOCHIH ACIIeBU3HI MaTepialiB i mpoiiecy BUTOTOBIeHHS. Cepel OCHOBHUX HEAOJIKIB BAPTO
3a3HAaYNUTH 3aJCKHICTh BiJl KOHTpOJepa, aJke caMe HOoro pyxH po3mi3Hae Kamepa, a TOMY y BUMAaIKax KOJIU
rpaBelb AajeKo Bif KamMepu a00 KOHTPOJIEp Y HBOTO 3a CIIMHOK — CHCTEMa Mpalioe HEKOPEKTHO abo x
B3arajii He IPaIoe.

OTxe, micis aHANI3Y MOXIMBOCTEH iICHYIOUHX CHCTEM, IX OCHOBHHUX HEJOJIKIB OyJIO MPUIHATO PillleHHS
pPO3pOOHUTH MOAYIb, IKOMY HE MOTPIOHI JOJATKOBI KOHTPOJIEPH. A OTXe, KePyBaHHS 3/iHCHIOBATUMETHCS
IUIIXOM 3YHATYBAHHS JKeCTiB TpaBis. [lpm mpomy Oynme 3amissHO pA MIAXOMIB Ta TEXHOJOTIH IITydHOTO
inrenexty [6 — 10].

Jis po3B’si3aHHs 3a/a4i po3Mi3HABAHHS JKECTIB JJI1 KEPYBaHHS B KOMII'FOTEPHHX irpax Oyno oOpaHO
MOBY mporpamysanns Python ta 6i6miorexy Tensorflow [11]. Python BigmiHHO TiAXOAWTH ISt BUKOHAHHS
CKJIQJIHMX OOYHCITIOBAILHHUX TPOIIECIB, 30KpeMa TPEeHyBaHHS HEHpOHHHX Mepex. Tensorflow — 6iGmioreka
JUIsl MalIMHHOTO HaBuYaHHs, ocHOBHUIT APl mist po6oTu 3 Hero peanizoBanuii came Ha Python. Iarerparis
Tensorflow 3 Python 3abe3neuyerbes quctpudytuBom Anaconda.

BucHoBkn
VY xoai nociiKeHHS 3AIHCHEHO aHalli3 OCHOBHUX ICHYIOUHMX CHCTEM pO3IMi3HABAHHA PYyXiB s
KepyBaHHSI B irpaxX, BU3HAYEHO iX OCHOBHI IepeBard i HEJOJIKW. 3ampOIOHOBAHO 3aCTOCYBATH HEWPOHHI
Mepexi I PO3B’sSA3aHHA 33]]a4i PO3IMi3HABaHHS PyXiB JIOAWHU. Ipy 1IbOMYy TaKOX BHPIIIEHO 3aCTOCYBATH
TPEHYBaHHS KOMIT'IOTEpPHOTO 30py 3acobamu  Oibmioteku  Tensorflow, BukopucToByroum MOBY
nporpamyBanHs Python.
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