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PesyabTaTn gociixxeHHs

B po6oTi po3pobiieHO Mojenb TeHepallli CHHTeTHYHUX JaHuX I 3a1ad
OL[IHKA TO3WI[IIOBaHb Ta AaHali3y TMOBEAIHKA OO0 €KTIB, W0 TMOETHYE
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JITOPUTMaMHU KOMIT FOTEPHOTO 30Dy .

BucHoBok

3anporoHOBaHO KOMIUIEKCHUM MIAX1A 10 MOJEIIOBAaHHS TeHepallii JaHuX
OpO OIIIHKY MO3MUI[II0OBaHb Ta TMOBEIIHKY O0O0’€KTIB, LI0 MOEAHYE METOIH

KOMIT FOTEPHOTO 30PY, CUMYJIAIINHI TEXHOJOTIi Ta Cy4acH1 aJrOPUTMHU JETEKITIi.

KOMIT'IOTEPHUM 3IP, CUHTETUYHI JAHI, OIL[IHKA IIO3M,
TEHEPAIISA JAHUX, CUMYJSIHIAHE CEPEJOBHUIIE, OPENPOSE,
YOLO, AHAJII3 NMOBEAIHKM OB’€KTIB, MOJAEJII TI'/IMBUHHOI'O
HABYAHH/AI.



ABSTRACT

Master Thesis: 79 pp., 25 fig., 4 tab., 34 sources.

Topic: Data generation models for estimating object positioning and
analyzing their behavior

Object of research: data generation process for computer vision systems.

Purpose of work: development and research of a synthetic data generation
model for tasks of estimating object positioning and analyzing their behavior using
computer vision methods and simulation environments

Subject of research: models and methods of generating synthetic data for
estimating object positioning and analyzing their behavior.

Research results

The work develops a synthetic data generation model for tasks of estimating
object positioning and analyzing object behavior, which combines multi-format
visualizations, and proposes a system architecture that provides modularity,
scalability, and integration with modern computer vision algorithms.

Conclusion

A comprehensive approach to modeling the generation of data for estimating
object positioning and behavior, which combines computer vision methods,

simulation technologies, and modern detection algorithms, is proposed.

COMPUTER VISION, SYNTHETIC DATA, POSE ESTIMATION,
DATA GENERATION, SIMULATION ENVIRONMENT, OPENPOSE,
YOLO, OBJECT BEHAVIOR ANALYSIS, DEEP LEARNING MODELS.
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HEPEJIIK YMOBHHUX CKOPOYEHD

K3 - komn'torepauii 3ip

CV - computer vision

HPE - Human Pose Estimation

YOLO - You Only Look Once

VRAM - Video Random-Access Memory — Bigcomam'sTb 3 JOBUIbHUM
IOCTYIIOM

COCO - Common Objects in Context — 3aranbHi 00'€KTH B KOHTEKCTI

CVPR — Computer Vision and Pattern Recognition — Komm'totepae 0aucHHs Ta
po3ni3HaBaHHsS 00pa3iB

ICML - International Conference on Machine Learning — MixHapoaHa
KOH(EpeHIIisl 3 MAaIIMHHOTO HAaBUYaHHS

NIPS — Neural Information Processing Systems — Cuctemu 00poOKH HEHPOHHOT
iHpopMarrii

ECCV - European Conference on Computer Vision - €Bporelicbka

KOH(EpeHIlisl 3 KOMI'IOTEPHOTO 30PY
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BCTYII

AKTYaJIBHICTh TEMH.

CyuacHi iHpopMalliifHI TEXHOJIOT1l Aenani OUIbLIE IHTErpYIOThCA y Pi3HI
cdepH JI0ICHKOI JISIIBHOCTI, @ CACTEMH KOMII FOTEPHOIO 30PY BiIrparoTh y LIbOMY
Mpoiieci MPOBIAHY POJb. 3aBASKA 3AaTHOCTI JO aBTOMATHU30BAHOI 1HTEpIIpeTalii
BI3yaJibHOT 1HQOpMaNii, BOHM IIMPOKO 3aCTOCOBYIOThCA Yy pOOOTOTEXHIII],
aBTOHOMHOMY TpPaHCIOPTi, MEIUILIUHI, OE3MEeKOBUX CHUCTEMax, CIOPTUBHII
aHAIITHUI Ta IHTEPAKTUBHUX BIPTyaJbHUX cepenoBuinax. ONHIEI0 3 KIOYOBUX
3a/lad KOMII'FOTEPHOTO 30PY € OIlIHKAa MO3M Ta BUSBICHHS 00’ €KTIB, 110 MOTpeOye
BUKOPUCTAHHSI BEJIMKUX OOCSTIB SKICHMX JTaHUX JJIsi HaBYAHHS Ta TECTYBAaHHS
MOJETIEN.

Tpanuiiiini HA0OPHU JAHUX MAIOTh CYTTEBI OOMEXKEHHS : CKIAHICTh 300py Ta
MapKyBaHHS, BUCOKY BapTICTh CTBOPEHHsI, HEJOCTATHE PI3HOMAHITTS CLIEHAPIiB Ta
OOMEXEHICTh y BIJOOpaXeHH1 pealbHUX YMOB. Y I[bOMY KOHTEKCTI CHHTETHYHI
JIaHl1, 1110 TEHEPYIOThCA CUMYISILIIHHUMU CEPEeIOBULIAMH, CTAIOTh MEPCIEKTUBHOIO
aNbTepHATUBOIO. BOHM J03BOJSIOTH CTBOpIOBATH OararoBapiaHTHI YMOBH,
aBTOMATH3yBaTH aHOTALIIIO Ta 3a0€3MeYyBaTH MAaCIITaA0OBAHICTh.

Po3pobOka mopeneit renepariii JaHUX JJId OIIHKUA TO3UIIIIOBaHb 00’ €KTIB
BIIKpMBA€E HOBI MOXJIMBOCTI ISl JOCHIDKEHHS 1X TIOBEMIHKH, MIABUIICHHS
TOYHOCTI POOOTH aJTrOPUTMIB KOMIT IOTEPHOTO 30py Ta ajanTallli CUCTeM 0
JUHAMIYHUX yMOB. Came UM 3yMOBJIEHAa HAayKoBa Ta IPUKIAJHA 3HAUYYIIICTb
JlaHOi poOOTH.

AKTYalbHICTh ~ JOCHIKEHHS 3YMOBJIEHA 3POCTAIOYOI0 MOTPeOo Yy
BUCOKOTOYHHUX, MAacIITA00OBaHUX Ta THYYKHX MOJENAX AJIA aHaNI3y Bi3yallbHOI
iHpopmanii. CywacHi NIAXOAUW 10 300py pealbHUX JaHUX € JOPOTUMHU,
0oOMEXXEeHUMU Yy BapiaTUBHOCTI Ta YacTO HE BIANOBIIAIOTH BUMOTaM JI0
KOMILIEKCHOTO B1IOOpaKeHHSI MOBEIHKU 00’ €KTIB y PI3HUX cepeoBUIIax. Y TOH
K€ Yac CHHTETHMYHI HAOOpH JaHUX, CTBOPEHI1 3a JIONOMOIOK CUMYJISILIHHUX

miatdhopM, HAJAIOTh MOKIIMBICT MOJCIIOBATH MPAKTUYHO HEOOMEXKEH1 CIeHapii,
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3MIHIOBaTH YMOBHU CEpEOBHUINA Ta OTPUMYBATU TOYHI aHOTalli Oe3 3HAaYHHUX
BUTpAT PECYPCIB.

Oco06s1MBO1 akTyaabHOCT1 HA0YBa€ CTBOPEHHSI CUCTEMHU, 3aTHOI TOETHYBATH
MEXaHI3MH T'eHepallii pi3HUX THUIIB Bi3yaJdbHHX JaHUX (KOJbOPOBUX 300paKeHb,
KapT TJIMOMHH, HOpMaJIel, CeTMEHTAIIMHNUX KapT) 3 aJIrOPUTMaMH OI[IHKU TO3H Ta
aHanizy mnoBeldiHkW. lle M03BONMUTH HE JHINE MIABUIIUTA TOYHICTH ICHYHOUHX
MOJeNiel, a 1 CTBOPUTU YMOBH JUIsl MMOJAIBIIOTO PO3BUTKY aBTOHOMHHUX CUCTEM,
110 PYHKIIOHYIOTh Y CKJIQJIHUX PEaJTbHUX CEPEOBUIIAX.

MeTtoro Marictepcbkoi podoTH € po3poOKa Ta JOCHIKEHHS MOJeIl
reHepallii CHHTeTUYHUX JaHUX JUIS 3a7a4 OI[IHKM MO3UIIIIOBaHb 00’ €KTIB 1 aHATI3Y
iX MOBEJIHKU 3 BUKOPUCTAHHSIM METOJIIB KOMIT FOTEPHOTO 30PYy Ta CUMYJISIIHHUX
Cepe0BUIII.

3aBAaHHA JOCTIIKEHHS

- Bukonatu ananiz npeaMeTHoi oOJacTi Ta BHU3HAUUTH MepeBaru M
OOMEXKEeHHS TpaAUIIMHUX Ta CHHTETUYHUX HAOOPIB JaHUX.

- Hocniautu cydacHi Mojeni OIIHKM MO3U Ta aJIrOPUTMU BUSIBIICHHS
06’extiB (OpenPose, YOLO).

- [IpoananizyBaru icHyroui cumyisiniiai cepenosuma (CARLA, UnrealCV)
Ta BUSHAYUTH 1X MOXKJIUBOCTI JJIsl TeHepallii JaHuX.

- Po3poOutu apXiTekTypy CHUCTEMH TeHepallii CHUHTETUYHUX JaHUX IS
OI[IHKH 103U Ta MOBEIHKU 00’ €KTIB.

- PeanizyBatu MexaHi3mMu noOyA0BHU CILIEHAPIiB, Bi3yadi3allii Ta aHOTYBaHHS
TaHUX.

- [IpoBecTn ekcrepuMeHTaNbHI TOCTIKCHHS POOOTH CHUCTEMU Ta OIIHUTH
e(EeKTUBHICTH HABYAHHS MOJICIICH.

O0’ekT pgociim:KeHHss - TMpollec TeHepalii JaHuX ISl  CUCTEM
KOMII IOTEPHOTO 30pY.

IIpeaMeT mocaigeHHs: - MOJIEeJIl Ta METOJIM F'eHepallii CHHTETUUHUX TaHUX

ISl OIIIHKH TO3UIIIIOBaHb 00’ €KTIB Ta aHAI3y 1X MOBEIIHKH.
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MeTtoam 10C/IiIKeHHA

- METOJIM KOMIT IOTEPHOr0 30py Ta IMIMOMHHOTO HaBYAHHS IS BUSBJICHHS i
OLIIHKH IT03HU 00’ €KTIB;

- CUMYJUSILIMHI METOAM il CTBOPEHHS BIPTYaJbHUX CEPENOBHIL Ta
CIIeHapiiB MOBEAIHKH,

- METOAM (POPMYBaHHS Ta aHOTYBAaHHS CUHTETUYHUX HA0OPIB JAHUX;

- EeKCIEepUMEHTaJIbHI METOJIM TECTyBaHHA MOJIeJeil Ha pI3HUX Habopax
JAHUX;

HaykoBa HOBHU3HA

Po3po6iieHo Monens reHepailii CUHTETUYHHMX JaHWX MJIS 3ajad OIIHKHU
NO3ULIIOBaHb Ta aHalli3y IOBEIIHKM OO0’€KTIB, IO MOENHYE MYJIbTU(OPMATHI
Bisyamizamii (KOJbOpOBI 300pakKCHHS, KapTH TJIUOWHH, KapTH HOpMaJeH,
CerMEHTAIliiHI KapTh). 3alpolOHOBAHO apXITEKTypy CHCTEMH, sKa 3a0e3reuye
MOJYJIbHICTh, MAacCHITAa0OBaHICTh Ta IHTErPaIlil0 3 CYYaCHHUMH aJIrOpUTMaMu
KOMIT IOTEPHOTO 30pY.

IIpakTH4He 3aCTOCYBaHHHA

Po3pobiiena cuctema Moxe OyTH BUKOpUCTaHA JJisl HABYAHHS Ta TECTYBaHHS
QITOPUTMIB  KOMIT'IOTEPHOTO 30py y cdepl aBTOHOMHOTO TpaHCIOPTY,
JOCJIIDKEHHST Ta BIAMpAIOBaHHS CIEHApliB y POOOTOTEXHIIl Ta CTBOPEHHS
pEICTUYHUX HABYAIbHUX JAHUX JUISI MEIUYHUX CHUCTEM J1arHOCTHKU Ta
MOHITOPHUHTY.

Crpykrypa Marictepcbkoi podoru. Pobora ckiamaerbest 31 BCTymy, TPhOX
pPO3IUTIB Ta BUCHOBKIB. 3arajlbHUM OO0CAT pOOOTH CTAHOBUTH /9 CTOPIHOK, i
MICTUTh 25 puCYHKIB, 4 TaOnuill, COUCOK BUKOPUCTAHUX Jpkepen 13 34

HaliMEHYBaHb.
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PO3JILI 1. AHAJII3 TA JOCJIIIKEHHS IPEJIMETHOI OBJIACTI
BUKOPUCTAHHS TEXHIK KOMII'FOTEPHOT O 30PY JJISI 3AJTAY
TEHEPAIUI JAHUX

1.1. OcobamnBOCTI pO3pO0KHM reHepaToOpa CHHTETUYHUX JAHUX JJISl 3aBJaHb

KOMII'FOTEPHOI 0 30pPy

Komn'torepuuii 3ip — 1e n00pe ycrajgeHa Ta MHUPOKO TOCHIIKEeHa raay3b
HITYYHOI'O 1HTEJIEKTY, SIKa 30CEPEKY€EThCS Ha PO3pOOLI IHTEIEKTyaIbHUX CUCTEM,
3JaTHUX BUTATYBAaTU 3HAa4yylly 1H(QOPMALIIO 3 BI3yaJlbHUX JAaHUX Ta MNpUHAMaTH
oOIpyHTOBaHI1 pilieHHs1 800 BUKOHYBATH BIJMOBIIHI J1ii HA OCHOBI Li€i iH(popMarii
[1]. TTo cyti, K3 Hamae komm'torepam i poOOTaM 3aTHICTh Bi3yaJIbHO CIIPUAMATH
Ta po3yMiTh HaBkomuiiHe cepenopume [1]. Tlommpeni 3acrocyBanns K3
BKJIIOYAIOTh BHSBICHHS Ta BIJCTEKEHHS O0'€KTIB, CEMaHTHYHY CErMEHTALIo,
OLIIHKY TI03H, CTPYKTYPY 3 PyXy Ta iHmii [2].

[TpotsaroMm ocTaHHBOro JecATHIITTS Komm'torepuuii 3ip (K3) craB
HE3aMIHHUM KOMIIOHEHTOM Y YHMCJIICHHUX 3aCTOCYBAaHHSX BIJ€OCIOCTEPEKECHHS Ta
IHTEJIEKTYaIbHUX aBTOHOMHHUX CUCTEM. 3aBJSIKH HOBITHIM JOCSTHEHHSIM Yy raiy3i
HITY4YHOrO iHTeNeKkTy, edge computing Ta IarepHery peueii (10T), criocTepiraeTbest
CTpIMKE 3pPOCTaHHSI KUIBKOCTI IHTEJIEKTYallbHUX Kamep, a TaKoXX MPOMUCIOBHUX 1
CIOXKMBYUX pOOOTIB, 5Kl BUKOPUCTOBYIOTh K3 sl pi3HOMaHITHHX 3aBJaHb,
MOYMHAIOUM BiJl BIJICTEKCHHS Ta aHaNi3y JroAel 1 kiacudikaiii o0'ekTiB, 1 10
BI3yaJIbHOI'O KOHTPOJIO Ta BHSIBICHHS aHoOMaiid. J[is OLIBIIOCTI CTaHAAPTHUX
3acTocyBaHb po3pobOka cucteM K3 € qocTymHUM 3aBIaHHSIM 3aBISKH 3HAYHIN
KUIBKOCTI 3arajibHOJIOCTYITHUX HaOOpiB JaHMX 1 HayKoBHX myOmikarii. OmHak
ctBopeHHs1 cucteM K3 mnsa cnenudiunnx 3acTocyBaHb 31 CKIaJHUMU CIIEHAPIsIMU
BUKOPUCTaHHS MOX€ OyTH HaA3BHYallHO TPYJIOMICTKHM, 30KpeMa 4epe3 3HauHi
BUTpPAaTH Yacy Ta pPECypCiB Ha CTBOPEHHS CIHEIlali30BaHUX HAOOpIiB JaHUX. Y

ccpcaoBmiax, 1o HCpCI[6a‘—IaIOTB B33€MOILiIO 3 JIOAbMH, HI0 YaCTO PCTYIIIOETHCA

14



HOpMaMu O€3MeKu Ta BIAMOBIAHOCTI, 301p JaHUX MOXE CTAaHOBUTH JI0JaTKOBI
CYTT€EB1 BUKJIUKH.

Y mift po0OTI MPOMOHYETHCA CHUCTEMa [Jisi TeHepallii pealicCTUHYHHX
CUHTETUYHUX 300pakK€Hb 3 aBTOMATHYHHM MapKyBaHHSIM Ta aHOTAII€I0 JAHUX.
JlaHe pilIeHHsS BHKOPUCTOBYE MOXIUBOCTI 3D-peHmepunry Ta animarii Unreal
Engine 5 (UES), mo pgo3Boisie [OCIHIZHHKAM CTBOPIOBATH BHCOKOSKICHI
CUMYJIbOBAHI CEPE/IOBUINA 3 MIHIMAIIBHUMU 3yCHIUISIMU. MU MpOAEeMOHCTPYBaIH,
[0 Taka cucTemMa MoxKe €(EeKTUBHO T'€HEepyBaTH JOCTATHIO KUIbKICTh 300pa)KeHb
JUIsl HABYAHHS MoJieJiel MIMOOKOro HaBYaHHsI, 0 BUPINIYIOTh CKJIA/IH1 3aB/IaHHS.
Kpim Toro, Habopu NaHux, 3reHepOBaHl CUCTEMOI0, MOXKYTh OyTH MOJU(]IKOBaHI,
PO3IIMPEH] Ta MEepereHepoBaHi B OyAb-IKMH MOMEHT, IIO0 HAaJa€ 3HAYHO OUIBIITY

THYYKICTh ITOPIBHIHO 3 TPAAUIIMHUMU I1AX0IaMHU.

1.1.2. Habopu oanux y xomn'tomepromy 30pi

HaGip 300paxeHb € KPUTUYHO BaXJIUMBUM KOMIIOHEHTOM Y MpoOIleci
HaB4YaHHA Oyab-skoro mpoekTy K3, mo 0a3yeTbcss Ha TIMOOKOMY HaBYaHHI,
0COOJIMBO IS 3aBJaHb, MOB'I3aHUX 13 BUSABICHHSM O0'€KTIB Ta OLIIHKOIO 103U [1,
3]. V OunbIIoCTi BUNIAAKIB HAA3BHYAHHO CKIIAHO PO3POOUTH MOJIENb, sIKa HaIIHHO
(YHKITIIOHYE B peajJbHHUX CIIEHAPISIX Ta 3a0e3meuye TOYH1 MPOrHO3H 0€3 J0CTaTHBOI
KUIBKOCTI ~ HaBYaJbHUX  JIaHUX. 3  I€l [PUYUHU BHUIYCK  0araTtbox
BEJIMKOMACIITAOHUX  HA0OpIB  JaHUX 300paKE€Hb MPOTITOM  OCTaHHLOT'O
JNECATWIITT 3HAYHO CIPHUSAB PO3BUTKY Oaratbox cywacHux wmozeneit K3.
[onynsapuumu npukiagamu € PASCAL VOC [4], CIFAR-100 [5], ImageNet [6]
ta COCO MS [7].

ImageNet - BenukomacmTabua 06a3a JaHUX 300pa)keHb, MpU3HAYEHA IS
JOCITIJDKEHB y Taly3i po3mizHaBaHHA 00'ekTiB [6]. 3amouaTkoBanuii y 2006 pori,
MPOEKT MaB Ha METI CTBOPUTH BCEOIYHUN pecypc s HaBYaHHA Mojiene
rIIMOOKOr0 HAaBYaHHS.

OcnoBHa Mmeta ImageNet — nHagatu ctangapTU3OBaHMi HAOIp HaHUX s

TECTYBaHHS Ta IMOPIBHSHHS alNrOpPUTMIB po3Mi3HaBaHHs 00'ekTiB. baza nanmx
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MICTUTh MUIBHOHU 300pa)xKeHb, PO3AUICHUX Ha THUCAYl KIACIB, IO POOUTH ii
17IcaIbHOIO JIJI TIMOMHHOrO HaBuaHHSA Habip ganux mictuth moHan 14 MiabHOHIB
300pakeHb, KOKHE 3 SKUX aHOTOBAHO MITKaMH, 10 BiamoBigaroTh monan 20 000
KaTeropisiM, opraHizoBanum 3rijgHo 3 iepapxiero WordNet [6].

- MS COCO: mpencrasnenuii uepe3 BiciMm pokiB micist ImageNet, neit HaGip
JAHUX HaJa€ MIUPIIY MIATPUMKY A pI3HOMaHITHIUX 3aBAaHb K3, Hagatouu
aHOTaIllMHI J1aHl, TpUAaTHI JUIsi CEerMEHTallll EeK3eMIUIApPIB Ta IiMUCyBaHHs
300paxkenb [7/]. COCO wmictuth monany 330 000 300pakeHb 3 JCTalIbHUMH
aHOTAIlIsIMM JJIsl TIOHAJ 2,5 MUIbHOHA MOo3HaYeHUX ek3eMIuisipiB y 80 kareropisix
o0'ekTiB. BiH Harosomrye Ha 3ioMill 00'€KTIB y iX MPUPOJHOMY CEpPEAOBHUIIl Ta
HaJla€ CErMEHTAIllI0 Ha PiBHI €K3EMIUISAPIB, 110 3a0e3nedye TOYHY JIOKasi3allito

00'exTiB [7].

1.1.2. Buxauku, nog'azani 3 mpaouyitiHumu Habopamu 0anux

Po3pob6ka BennkomacmtabHux HabopiB nanux, takux sk MS COCO, yacto
CYNpPOBOJUKYETHCS. 3HAYHMUMHU BUKIMKAaMH, OCOOJMBO KOJIM BOHU IOBHUHHI
MIATPUMYBATH CKJIAJHI aHOTAallil, IK-OT CEMaHTUYHA CETMEHTAIlisl Ta OIIHKA IMO3U
[7]. Ha Bigminy Big TpaauiiiHUX HAOOPIB JaHUX, SIKI MPU3HAYAIOTH MPOCTI MITKH
KJIaciB, OUTBII MPOCYHYTI aHOTallli BUMAararTh BiJi aHOTATOPIB MaJIFOBATH TOYHI
MeXK1 00'€KTIB Ta 1IEHTU(PIKYBATH KOHKPETHI KIIFOYOB1 TOUKH — OOUBA MPOLECH €
Ha3BUYaiHO TpynomicTkumu [7, 8]. KpiM TOro, CTBOPEHHS TaKHWX JETaJIbHHUX
aHOTAaI[li BUMAarae BUCOKOTO PiBHS €KCIIEPTHUX 3HAHD JJIs 3a0€3MeUEHHS] TOYHOCTI
Ta MOCJ]iI0BHOCTI. He3Baxkatoun Ha peTenibH1 3yCUILIs, JIIOAChKI MOMUIIKU YacTo €
HEMHHYYUMH B OyJb-KMX HaOOpax JlaHWX, 1110 BUMAraroTh PyYHOIO aHOTYBaHHS.
Hampukman, ©Habip ganux MS COCO 3a3HaB KiUIBKOX TEPETiIsIiB - IS
BUIIPaBJICHHS IIOMHIIOK aHOTAIlill Ta HEBiAmOBiAHOCTEH [8].

Xoua BenukoMacuITaOH1 myOaiyHI HAOOPU JaHUX HA/NAIOTh MIIIHY OCHOBY,
BOHM YacTO HE BiANOBigatTh crenudiuauM 3actocyBanusm [9, 10]. Jlns ToHkOTO
HaJlallITYBaHHS MOJENed IS  CIemiadi3oBaHUX 3aBAaHb dYacTO IMOTPIOHI1

crielianai3oBaHi Ha0OpHM JAHWX, OCKUIbKM 3arajbHi HAa0OpH JAaHUX MOXYTh HE
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BIIOOpakaT yHIKaJdbHI HaJalITyBaHHA [E€BHUX CEPEJOBUIL PO3rOPTAHHS.
Hamnpuknan, 300paxkeHHst, 3p00JieHI Ha3eMHUMHU MOOUTBHUMU POOOTaMH, 3HAYHO
BIIPI3HSIOTHCA BIJ] THUX, IO 3HIMAIOTHCS KaMepaMH CHOCTEpekeHHs 3Bepxy. Lle
MPU3BOJIUTH 10 3HUKEHHS MPOJYKTUBHOCTI MOJEJel, HAaBYEHUX BUKIIOYHO Ha
3araibHuX Habopax nmanux [9]. CnemianizoBaHi HAaO0OpPH JaHUX JOMOMArarOTh
MOJOJIATH 1M pO3pUB, BKIIOYAIOUM BIAMOBIIHI KyTH KaMepH, YMOBHU OCBITJICHHS
Ta ()aKTOPU HABKOJMILHBOI'O CEPEJOBHILA, 10 3a0e3leuye HaBYaHHS MOJEJeH Ha

JaHHX, SIKI MAaKCUMAJIBHO HAOJIMDKEHI 10 pealibHUX clieHapiiB po3roptanns [10].

1.1.3. Cunmemuuni nabopu OaHUX SIK ANbMEPHAMUBA

OcTaHHIMM pOKaMU CHHTETHMYHI HaO0OpW JaHUX HaOyIu 3HAYHOI
MOMYJISIPHOCTI  SIK €KOHOMIYHO e(deKTuBHA Ta e(QeKTUBHA allbTepHATUBA
TpaIuIiiHUM HaOopaMm maHux peanbHoro cBity [13]. 30ip Ta aHOTyBaHHS
peajbHUX JAaHUX € PECYpCOMICTKMM TMPOILIECOM, [0 BHUMAarae JOpOroro
oOJlalHaHHS Ta 3HAYHOI KuTbKocTi pyduHoi mpari [9]. HaBnaku, cuHTeTHYHI maH1
MOXYTh T€HEepyBaTHUCs Habarato MIBUIIIE 1 YaCTO 3 HIKYMMHU BUTpaTaMu, IO
pOOUTH 1X OUIBII JOCTYITHUMH.

CumyndiiiiHi cepeoBUIlla HAAAIOTh MOBHUW KOHTPOJb Haa pPI3HUMU
napaMmeTpaMu, TaKUMH SIK YMOBHM OCBITJICHHSI, KyTH KaMmepH, pO3TallyBaHHS
00'eKTiB 1 HaBITh CKJIAgHI CleHapii, Taki sk 3Minu moroau [14]. Lleét piBeHb
HaJalTyBaHHS J03BOJIS€ CTBOPIOBATH JaHi, CIELIaJbHO aJanToBaHl 0 MOTPed
nocuinuukiB. 1lle oJiHI€EIO 3HAYHOIO MEpPEeBarold € MOMJIMBICTb ABTOMATUYHO
reHepyBaTH aHOTallll. Y CUMYJSALINHUX CEepeOBUIIAX BIACTUBOCTI 00'€KTIB, TaKl
SK TIO3MI[IT, MEX1 Ta MITKH, BIIOMI1 3a 3aMOBYYBaHHSM, IO J03BOJISIE CTBOPIOBATH
TOYHI Ta BceOiuHi aHoTarii O0e3 BTpy4anHs moguau [13, 15]. ABromarm3ariis
aHOTYBAaHHSI HE TIIBKHU JOIOMAarae 3MEHIIUTH PY4YHY Mpalio, ajne il 3abe3meuye
MOCJIIIOBHICTh 1 TOUHICTh Y BChOMY HA0Op1 JaHUX, 110 € KPUTUYHO BAKIUBUM JIsI
HaBYaHHS HaAIHUX Mozenei [13].

Jlo HenaBHBOTO Yacy CHHTETHYHI HaOOpU [aHUX BHUKOPHUCTOBYBAIUCS

MepeBaXHO B JIOCTIDKCHHSX aBTOHOMHOI'O BOJIHHS, OCKITbKH BOHHM HAJalOTh
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KOHTPOJIbOBaHE Ta Oe3MedyHe CepeloBUIE /IS TECTyBaHHS TEXHOJIOTIN
camocrtiiinoro BomiaHsa [10, 18, 19]. HaTtomicTh, BHKOPUCTaHHS CHUHTCTHYHHUX
Ha0OpIB JaHUX ISl aHATI3y TMO3M JIIOJAWHU 3aJIMIIAETHCS MEPCHEKTUBHOIO, alie
HEJ0CTAaTHbO JOCIIKEHOI 00J1acTIO. [CHyI0Ul CHHTETHYH1 HA0OpH AaHMX, TaKl AK
SURREAL [23] ta Human 3.6M [24], sxi Oynau iHHOBAI[ifHMMH Ha dYac iX
CTBOPEHHSI, HE BUKOPUCTOBYIOTh OCTaHH1 JOCSTHEHHS B TEXHOJIOT1SIX PEHJIEPUHTY 1
MOKJIAAalOThCsl Ha cHcTeMu 3axormieHHs pyxy (MoCap), mo oOmexye ix
MOJIMBOCT1 HaJIallITyBaHHS.

VY miit poOOTI MM TIPEACTABISEMO F€HEPATOP CUHTETUYHUX HAOOPIB JAHMX,
CHeliaJbHO PO3POOJIEHUN JUIsl OLIHKM MO3M Ta aHali3y MOBEMIHKU. ['eHeparop
HaJla€ HaJIHE CUMYIIAIINHE CepeOBHIINE Ta poOOUl MPOIECH Il CTBOPEHHS Ta
3aMuCy CHeliaJbHUX CIEHApIiB, 0 BKIIOYAIOTH JIIOACH 31 CKIaJHUMU PyXaMH Ta
B3aeMoAisiMu. BiH 3a0e3nedye aBTOMAaTHU30BaHE AaHOTYBAaHHS «3 KOPOOKH» 3
aHOTAIlI€I0 1MO3W, 110 BiAmoBigae cranmapty OpenPose [25]. BukopuctoByroun
MOKJIMBOCTI PEeHIEpHHTY ocTaHHbOi Bepcii Unreal Engine, mana cucrema moxe
TEHEepYBaTH  BHCOKOpEANICTUYHI  300pak€HHS  pa3oM 3 JOJATKOBUMH
aHOTAIlIMHUMM JaHUMHU, TAKUMHU SIK T[0J€ TJIMOWHU, KapTa HoOpMayiel Ta
CeEMaHTU4YHa CerMeHTallls.

Ha BigmiHy Bij ICHYIOUMX CHHTETUYHHMX HAOOpIB JaHUX, sIK1 MOKIaAal0ThCS
Ha CUCTEMH 3aXOIUICHHS PyXy, CUCTEMa yCyBa€ HEOOXIHICTh Y 3aXOIUICHHI PyXY,
BUKOPHUCTOBYIOYM HasiBHI peCypCH aHIMAIlli JIIOJUHU, T0ocTynHI B [HTepHeTi. Kpim
reHepairii HabopiB JaHUX JJIsI HaBYAHHS MOJIEJICH OINIHKH IO3HM, CHUCTEeMa TaKOX
HIATPUMY€E OIIIHKY BHUBOJY, BIJKPUBAIOUM MOTIK KaME€pU 3CEPEIUHH CUMYISTOPA,
JI0 SIKOTO MOXYTh OTPUMYBATH JOCTYIl 30BHIIIHI MPOrpaMyu Ha XOCT-KOMI'FOTEPi.
Hame npocnimxeHHS IEMOHCTpYe, LIO0 TeHEpalis CHHTETUYHUX HAOOPIB JaHUX
INPOMOHYE THYYKY Ta EKOHOMIYHO €(EeKTUBHY aJIbTEPHATUBY TPaJULIIMHUM
Habopam naHux. L{s poOoTa mpencrapisie 3HaYHUN MPOPUB Y Tally3i CHHTETHUHUX
HaOopiB nanux mna K3, mpeacrtaBnsiiour OAWH 3 MEPIIMX IeHEepaTopiB HAOOPIB
JAHUX, CHEIIa]bHO PO3POOJICHUX JUIsi CUMYJISIIIL CLIEHApiiB, OPIEHTOBAHUX Ha

JTIOJIMHY, 3 aBTOMAaTUYHUMU aHOTAIIISIMH, IO BiAIOBIIal0Th cTaHaapTy OpenPose.
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1.2. CuaTeT4Hi HA00OPH JAHMX Y KOMII'IOTEPHOMY 30pi

CuHTeTnyH1 Habopu NaHUX 300paKeHb € MEPEKOHJIMBOI AIbTEPHATHUBOIO
TpaJAULIIHUM Ha0opaM JIaHUX, 110 BUMAaralTh IHTEHCUBHOI py4HOi npaui. Tepmin
«CUHTETUYHUN HaOlp JaHUX» I[I03HAYa€ KOJIEKII0 JaHUX, sIKa TEeHEPYEThCS
BUOIPKOBO KOMI'TOTEPOM, Ha BiMiHY BiJ 300py JaHUX 3 peaibHuX cieHapiiB [15].
[e#t migxii € MOTMBOBAaHMM HEOOXIJHICTIO BUPIIICHHS YHUCIEHHUX BUKIMUKIB Ta
0OMEXeHb, 3 AIKUMHU CTUKAIOTHCS MPU CTBOPEHH1 HAOOPIB JAHUX PEATIBHOTO CBITY.

Jlnst Garathox cnenudiYHUX MPOEKTIB KOMM'IOTEPHOTO 30py pO3poOKa
cemiaJibHUX  HaOOpiB  JaHUX  YacTO  XapaKTepU3YeTbCi  3HAYHUMU
peCypCOBUTpPaTaMU Ta CXHJIBHICTIO 1O JOAChKMX mommiok [9]. Kpim Toro,
OUTBIIICTh LIUX CHEIIaJTbHUX HAOOPIB JAHUX € MPOIPIETAPHUMHU Ta CTeU(DIUHUMEI
Ul TEBHOI MpeAMETHOi o0jacTi, Mo OOMEeXye iX 3arajibHy KOPHCHICTh 1
PO3IIMPIOBAHICTh. Y 3B'A3KY 3 IIUM BHUKOPUCTAHHS CHUHTETUYHHUX JAHUX IS
HaBYaHHS MojeJell TIMOOKOro HaBYaHHs MPUBEPHYJIO 3HAYHY YBary JIOCIHIIHUKIB
3aBJSIKM iIXHPOMY MOTEHIIANY JJIsI TOM'SIKIIEHHS TPYAHOLIB, MOB'SA3aHUX 3 PYYHUM
300pOM JaHUX Ta iX AHOTYBaHHSIM.

BukopucTOBYIOUM TreHepaTop CHUHTETHYHHX JaHUX, TEOPETHYHO MOKHA
reHepyBaTH HEOOMEXKEHY KUIbKICTh HABYAIBHUX JIAHUX, Y SIKUX PI13HI BJIACTHUBOCTI
Ta Baplalili MOXyThb OYTH MOBHICTIO HajalmToBaHI Ta po3ummupeHi. [llo me
BAKJIMBILIE, BAPTICTh AHOTYBaHHS [AaHUX € Maike HYyJIbOBOIO, IO 3HAYHO
NIABULIYE iX MacIITA0OBAHICTb.

[Ipore, oIHUM 3 OCHOBHUX BHMKJIMKIB, MOB'SI3aHUX 3 UM HIAXOAOM, € TaK
3BaHUU «PO3PUB JIOMEHY», SIKMM BIAPI3HAE€ CUHTETUYHI JaH1 BiJl JaHUX PEaJTbHOIO
city [9]. Jleski moaem riMOOKOro HaBYaHHS, sKi OyJiM HaBYCHI BHKJIFOYHO Ha
CUHTETUYHUX JlaHUX, JAEMOHCTPYBAJIM 3HMKEHY NPOAYKTHBHICTh y pEaJbHHUX
yMOBax, 0COOJIMBO MpHU poOOTI 13 300paKEHHSIMU, Kl YACTO MIiAJIAIOTHCS PI3HUM
npoOJjieMaM peasibHOTO CBITY, TAKUM SIK CKJIaJHI YMOBU OCBITJIEHHS a00 OKJIIO31i.

B ocTtanH1 poku 3pocia KUTBKICTh aKaJeMIdYHUX JOCTIIKEHb, CIPIMOBAHUX

Ha MMOKpAaIIeHHs HAIIMHOCTI CHHTETUYHUX JAHUX Ta BUBUYEHHS PI3HUX TEXHIK JJIS
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¢(pESKTUBHOTO BUKOPUCTAHHS SIK JAHUX PEAJTBLHOTO CBITY, TaK 1 CHHTETHUHHUX JAHUX
y TpollecaX HaBYaHHA Mojeneid komm'torepHoro 3opy [9]. Ll mochimkeHHs
CIIPSIMOBaHI Ha MOJOJAHHSA PO3PUBY MIK JOMEHAMH Ta 3a0e3MedeHHsl TOro, 1ob
MOJIe)Ti, HAaBYCHI HA CHHTETUYHUX JaHHWX, MOTJIH YCIIIIITHO y3arajibHIOBATH 3HAHHS

Ha peasbHI CLeHapii.

1.2.1. Ananiz nabopy oanux SURREAL

Synthetic Humans for Real Tasks (SURREAL) € 3HauHuMm
BEJIMKOMACIITAOHUM CHUHTETUYHUM HaOOpPOM [JaHUX, MPU3HAYECHHUM JUIsl OI[IHKHU
3D-no3u JronuHU Ta aHanizy noseninku [23]. Iledi HaOip maHMX BHKOPUCTOBYE
JaHi 3aXOIUICHHS pyXy, OTpHMaHi 3 Habopy nanmx Human3.6M [24], nmns
reHepailii pI3HOMaHITHUX T103 JIFOJCHKHUX MOJIEIeH Ta aBTOMAaTHIHOTO aHOTYBaHHS
nanux. /{ns 3a0e3nedyeHHst BapiaTUBHOCTI (POHOBUX 300pakeHb Oyl BUKOPUCTaH1
3HIMKH 3 HaOopy nanmux Large-scale Scene Understanding (LSU) [26], mo MicTuTh
nonay 400 000 300pakeHb pi3HUX iHTEp'epiB (CHalibHi, BaHHI KIMHATH, BiTaJIbHI,
KyXHi).

ABTOpU MPOEKTY HABMHCHO 3aCTOCOBYBAJIM PI3HI TEKCTYpU OJIATY st
NIJBUILEHHS peanicTuuHocTi Mojeneil. Kpim Ttoro, nHabGip manux SURREAL
BpaxoBye€ Bapiallii OCBITJICHHS 3a JOIOMOTrO0 Mojeni chepuaHux rapmoHik [23].
Iei minxig Biapi3Hse Horo Bia momepennrka, ockinbkn SURREAL € ogHum i3
MepHIMX CUHTETUYHMX HAOOpIB JAHUX JJIs aHANI3y MO3U JIIOAUHU, SIKUM HaJae
onHovyacHo 3D-anoTartii mo3u, pe3yabTaTi CEMAaHTUYHOI CErMEHTaIlii Ta MeTaaHi
TOYKHU orysAy kKamepu. Ll ocoOnuBicTh poOUTH HOro OCOOJIMBO MPHUAATHUM IS
0araro3aga4yHoro HaBYaHHS.

HesBaxaroun Ha inHoBamiiiHicTh, SURREAL, npencrasienuit y 2016 porri,
He HaOyB IIMPOKOrO BHU3HAHHS cepell JOCHIIHUKIB 4Yepe3 HU3BbKY SKICTh
peHnepuHry rpadiku Ta Opak aBTEHTHYHOCTI TIOPIBHSAHO 3 pPEAIbHUMH
300paxenHsamu. [Ipukinanu 300paxkeHs 3 HAOOPy AaHUX TpeAcTaBieHi Ha puc. 1.1,

a OCHOBHI CTaTUCTHUYHI1 JaH1 HaBeaeH1 B Taomumi 1.1.
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Puc. 1.1. [Ipuxnanu 306paxens 3 Habopy nannx SURREAL

Taomus 1.1.

KirowoBi cratuctruni nani Habopy gannx SURREAL

ATpudyT

Heraui

Buxigui gani

[lani 3axo1uieHHs pyxy 3 Habopy nanunx Human3.6M

KinbkicTh cy0'ekTiB

145 (115 nns vaBuanus, 30 A TeCTyBaHHS)

Kinbkicts
IIOCJIIIOBHOCTEN

2607 zaranpaux nociigoBHocted (1964 mis naByanns, 703 s
TECTyBaHHS)

KinbkicTs Kninis

67 528 kniniB (55 001 mist HaBuanHs, 12 528 nnst TecTyBaHH:)

KinpkicTb KampiB

6 536 752 3aranbuux kazapis (5 342 090 myis HaBuanus, 1 194 662 nns
TECTyBaHHS)

douu

[Tonax 400 000 horoBuX 300paxkeHs 3 Habopy nanux LSU

AyrMeHTalis JaHuX

Bunaznkosa 3aMiHa (oHy Ta Bapiaiis OCBITICHHS 3a JOIIOMOT0I0
Cdepuunux ["'apmoHik

Tumu manux

Hanae 3D-anoTariii mo3u, ceMaHTHYHY CETMEHTAIIII0 Ta METaaH1

TOYKHU OIJIAAy KaMCpHr

1.2.2. Ananiz nabopy oanux Human 3.6M

Hab6ip manmx Human3.6M, sumymennii y 2014 poui, € me ogHUM

3HAUYIIUM CHUHTETUYHUM HAO0OpOM JaHUX s omiHkd 3D-mo3u moauHu Ta

aHauizy 11 moBeaiHku [24]. Bin OyB po3po0iieHHl 3 METOIO TMOJ0JIaHHS OOMEKEHb

nonepeaHIX HaOOpIB JaHUX LI0JI0 MacITady Ta pi3HOMAHITHOCTI, MPEACTABISIOYN

OJIHY 3 HaOUIBIINX KOJIEKI[1H 300paKeHb JI0JICHKOT 03U HA TOU Yac.
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Habip manux ckmamgaetbes 3 mpuOam3Ho 3,6 MiuTbiioHa TouyHMX 3D-mo3,
3axorvieHuX Bix 11 npodeciitHux akTopiB (6 4OMOBIKIB 1 5 )KIHOK), SIKi BUKOHYBaJIU
17 pi3HUX MOBCSKIEHHHUX 1M, TaKUX SIK JHUCKYCIi, KypiHHS, (oTorpadyBaHHs Ta
po3MoBu 1o Tenedony. I[lporec 300py maHuUX TPOBOJUBCS B KOHTPOJIHOBAHOMY
BHYTPIIIHBOMY CEPEIOBHINI 3 BUKOPUCTAHHSIM BHCOKOIIBUAKICHOI CHCTEMU
3axomieHHs pyxy (MoCap), mo Brmrouana 10 kamep. Lle HanmamryBaHHS
3a0e3neuynso ToyHe BijcTexkeHHs: 3D-mo3uiiii Ta kyTiB cyrio6is. Kpim toro, mis
OTPUMAaHHS CUHXPOHI30BaHMX  BIJCOJAaHMX 3  JIGKUIBKOX  pakypciB
BUKOPHUCTOBYBAJIKMCS YOTUPU BHCOKOPO3JUIbHI BiJicOKaMepu 3 MPOTrPEeCUBHUM
CKaHyBaHHsM, 110 mpamtoBaau Ha yactoTi S50 ['m. Taka xoHdirypaiiis 103BoJIsI€
CUHXPOHI3yBaTH KaMepu MiJ Yac 3aXOIUICHHSI MOCIIIOBHOCTEH pyXy, poOiasyu
Ha01p KOpUCHUM Jj1sl aHali3y 3D-1m03 Ha OCHOBI TaHUX 3 KUJIBKOX Kamep.

Jns miaBUINEHHS Y3arajJbHIOBAJIBHOI 3/1aTHOCTI MoOjeNiel, HAaBUYEHUX Ha
IbOMY Ha0Opi1 JIaHUX, 3aCTOCOBYBAJIMCA TEXHIKUA ayrMeHTailii. OpuriHaibHi GOHU
300pakeHb OyJIM BIJOKPEMIICHI, a 3aMICTh HUX 3aCTOCOBYBAIMCS BUITAJAKOBI (POHM.
Ile momae BapiaTUBHOCTI 10 OPUTIHAIBLHOTO HAOOPY JAHUX Ta JO3BOJILE MOJECISAM
Kpallle MpalloBaTH B PI3HOMAHITHUX pealibHUX cleHapisax. KpiM 300pakeHs,
Human3.6M rtakox Bxiatodae gani yacy moswoTy (time-of-flight) ta pesynsrarn
3D-ckanyBaHHSI Ja3epoM AaKTOpiB, HAJAIOYM MYJIBTUMOJAIBHUN HaOIp MaHUX,
AKAA MOKe OyTH BHUKOPUCTAHUW Yy I[IUPOKOMY CIEKTPi JOCIIIHHUIIBKHX

3aCTOCYBaHb.

Human 3.6M

7‘*

o,
g

Puc. 1.2. [Ipuxmnanu 300pakens 3 Habopy ganux Human3.6M
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Ha puc. 1.2 npeacraBieHo 3pa3ku 300pakeHb 3 HA0Opy JAaHUX, a KIFOYOBI

CTaTUCTHYHI JIaHl mijicyMoBaHo B Tabnuui 2.2. Kpim Toro, Ha puc. 1.3 HaBeaeHo

NPUKIAIU TPOIECY 3axXOIUICHHS PYyXy, BHUKOPUCTAHOTO TPH PO3POOIl ILHOTO

Ha0opy AaHUX.

Tabmuusa 1.2.

KitouoBi ctaTucThuH1 JaH1 Habopy nanux Human3.6M

ATpuOyT

Heramni

Kinbkicts mo3

3,6 mibiiona 3D-mo3 mroxeit

Cy0'extn 11 akropiB (6 40y0BIKIB, 5 KIHOK)
17 BuniB misIbHOCTI (HANPUKIIA/, TUCKYCIs, KypiHHS,
Cuenapii
¢dororpadyBaHHs)
Kamepu 4 cUHXpOHI30BaHi BUCOKOPO3UTbHI Bineokamepu (50 I'm)

Cucrema 3axoIUICHHSI

PYyxy

10-xamepHe HaNAMTYBaHHS U1 TOYHOTO BificTexeHHS 3D-cyrinoo6is

JlomaTkoBi J1aHi

[lani yacy monboTy Ta 3D-ckanyBaHHS J1a3epom

AyTMEeHTAaIlis JaHUX

Bumnaznkosa 3aMiHa (GoHy 1715 MOKpaIeHHs y3aralbHEeHHs

Puc. 1.3. [Ipouec 3axormienHs pyxy B Habopi ganux Human3.6M
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1.2.3. Ananiz nabopy oanux CMU Panoptic

CMU Panoptic e Habopom ganux, BumymeHuM y 2017 pori 1uist mpocyBaHHs
JOCITIKeHB Y Taiy3i oiinkd 3D-1mo3u moauHu Ta aHamizy ii moBeminku [27]. s
HOro CTBOPEHHS JIOCHIIHUKM CKOHCTPYIOBAJIM  CKJIAJHY KYIOJIONOAIOHY
CTpYKTypy, ocHameny moHanq 500 Bucokosikichumu kamepamu Ta 10
cunxpoHizoBanumMu RGB-D cencopamu. lle cTBOpmiio oAaHy 3 HailcydacHINIHUX
CUCTEM 3aXOIUICHHSI PyXy Ha TOH uac, 1o 3abe3neuyBaia 360-rpagycHuil orisija
3aXOIUICHOT JISJIBHOCTI JIIOJUHU Ta TapaHTyBajda BHCOKOTOYHUM 301p JaHUX 3
OaraThox pakypciB [27].

Ha BigMiHy Bijg 0araThboxX ICHYIOUMX HAOOpIB AaHUX, OOMEXKEHHX 010
nemorpadii cy0'exTiB 1 THIIB pyXy, HaOip JaHuX Panoptic BKiIroYae MIMpoke KOJo
YYaCHUKIB, BIA JdiTed A0 JwoAed moxwioro Biky. lle He numme migBuimye
pENpEe3eHTATUBHICTh HAOOPY, aje W J03BOJISE BUBYATHU PyX JIOJAUHU B PI3HUX
BikoBUXx rpynax [27]. Kpim TOro, mocimigoBHOCTI pyXy GIKCYIOTbCS B
PI3HOMAHITHUX CILIEHApIsAX, BKJIIOYAIOUM TMOBCAKIASHHI dii, CKJagHl B3aeMOJii Ta
coliayibHl 310paHHs, 10 poOOUTH HaOIp MNPUIATHUM [JIi LIUPOKOTO CIEKTpa

JOCJTITHUAIIBKKUX 3aCTOCYBaHb [27].

Tabmuis 1.3.

KittouoBi cratuctruHi gani Habopy ganux CMU Panoptic L

ATpudyTt H Heraui
Pik Bumycky 2017
Ycranosa VYuisepcurer Kapueri-Memiona
HanamryBanHns 480 VGA (640%480, 25 fps), 31 HD (1920x1080, 30 fps), 10 Kinect v2
KaMmepu (RGB + Depth, 30 fps)
3aranbHi 1aHi 65 nocnimoBHOCTEH, 5,5 TOoANH 3anHCy
3D-ckenern 1,5 minsiiona, 19 KIIFOYOBHUX TOYOK HA CKEJIET
JisIbHICTD BrpaBu pyxy, Topr, rpa B Madito, TaHIli, My3UKa, B3a€MOIisl MATIOKIB
AHoOTAaIIi 3D/2D xi040Bi TOUKH, CErMEHTaLlisl, 00MEKYBaJIbHI MPSIMOKYTHHKH
KaniOpyBanus [ToBHi naHi KaniOpyBaHHS KaMepH
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Puc. 1.4. Ilpuxiaau 300paxkeHs 3 Habopy ganux Panoptic

HaGip mamumx Panoptic wmicture 19 KIIOYOBHX TOYOK I KOXHOTO
JIOJICBKOTO CKeJIeTa, 10 MPEACTaBIISIIOTh OCHOBHI CYrJI00M Ta OPIEHTUPH, TaKl AK
roJioBa, WIus, HiC, IJIeYl, JIIKTi, 3al'CTsd, CTETrHAa, KOJIHA, IUKOJOTKH Ta TYlyoO.
Koxxna kirodoBa Touyka Hamaerbes y 3D-mpocrtopi 3 koopamnHatamu (X,Y,Z) y
MeTpax, BUPIBHSIHUX 3 II100aTbHOI0 CUCTEMOIO KOOPAUHAT. J|0/1aTKOBO HAaJAI0ThCA
2D-npoexiiii MUX KIIOYOBUX TOUOK Ui KOXKHOTO BHIY KaMepH, BUPaKEHI 5K
KOOpAMHATH MikceniB (X,Y) Ha TIomuHi 300paxkeHHs. 11i qaHi po3paxoBYHOThHCS 3a
JIOTIOMOTOK0  IETAJIbHUX JAHUX KajJlOpyBaHHS KaMepHu, SKI BKIIOYAIOTh SK
BHYTpilHI mapameTpu ((pokKycHa BIiJCTaHb, TOJOBHA TOYKa, Koe(DillieHTH
CIIOTBOPEHHS), TaK 1 30BHINIHI mnapameTpu (MaTpuilds oOepTaHHS, BEKTOP
MEpeMIIeHHsT) I BCiX kamep. lle 103Bojsie 3MIHCHIOBATH TOYHY OaraTOBHJIOBY

peKoHCTpYKIIito [27].

BucHoBku 10 po3aiiny

VY pe3ynbTari aHanizy mpeAMETHOT 001acTi BCTAHOBJIEHO, 1110 BUKOPUCTAHHS
TpaAUIIMHUX HAOOPIB JAHUX Y KOMII IOTEPHOMY 30pl Ma€ HU3KY OOMEKEHb:
BHCOKa BapTIiCTh 300py, TPYAOMICTKE AHOTYBaHHS Ta OOMEXKEHE PI3SHOMAHITTA

cuenapiiB. Posrimsaa nadopis SURREAL, Human3.6M ta CMU Panoptic mokaszas,
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10, NOMNPHU iXHIO NOMYJSPHICTh, BOHM HE 3a0€3MEUyI0Th YHIBEPCAaJbHOCTI Ta
MOBHOI'O OXOIUICHHS 3aB/IaHb OLIHKHU M03U. CHHTETHYHI HA0OpU JaHUX BUSBHINCS
e(pEeKTUBHOIO aJbTEPHATUBOIO, OCKUIBKHU JIO3BOJIAIOTH BIITBOPIOBATU PI3HI YMOBHU
3MOMKH, BaplaTUBHICTb CEPEOBUII] 1 CIIEHApPIiB, @ TAKOX aBTOMATHU3yBaTH IPOIIEC
aHOTyBaHHsA. TakuM 4YMHOM, OyJ0 OOIPpYHTOBAHO JOLLUIBHICTE CTBOPEHHS
reHepaTopa CUHTETUYHMX JAHMX I 3a4ad KOMII IOTEPHOrO 30py 3 METOK0

MIJBUILIEHHS TOYHOCTI Ta y3arajJbHIOBAHOCT1 MOJIETIEH .
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PO31J1 2. MOIEJII TA AJITOPUTMU OLUIHKHU MTO3UIIIFOBAHHSA TA
BUSABJIEHHSA OB’EKTIB

2.1. MopeJii OlliHKM O3 SIK METOAN KOMII'IOTEPHOT0 30pYy

Ominka no3u moauau (Human Pose Estimation, HPE) BigHocuThecs 110
METO/IIB KOMIT'IOTEPHOI'O 30pY, MPU3HAYEHUX JJI BUSBICHHSA Ta OLIHKH MO3ULIH
CyrJo0IB JIIOJMHU Ta IHIIMX MONEPEIHbO BH3HAYEHHMX OPIEHTHUPIB HAa OCHOBI
BI3yaJIbHUX JIaHUX, TakuX SK 300paxkeHHd Ta Bigeo. InsgxoM BuIydeHHS
JeTanbHO1 reoMeTpuuHoi 1H(opMaiii npo no3u mdoaunu, HPE crana kmodoBum
KOMIIOHEHTOM Yy 0aratbOX 3aCTOCYBAaHHSX IITYYHOTO 1HTEIEKTY, OPIEHTOBAHUX Ha
JTIOJIUHY, BKJIIOYAIOUM aHalli3 TOBEIHKH, MOHITOPUHT HATOBIY Ta B3a€EMO/IIIO
JIOJIMHU 3 POOOTOM.

JIroaceke TUIO € HaJA3BUYAWHO CKJIAJHOIO CHUCTEMOIO 3 B3a€MOIOB'SI3AHUX
cyrio0iB 1 KIHI[IBOK, [0 KEPYIOTHCS MHUPOKUM CIEKTPOM KiHEMATHUYHHUX BITHOCUH
[29]. BigmoBigHo, MoaeatOBaHHS JIIOACHKOIO TiJla € Ba)KIUBOIO ckiamoBoro HPE,
METOIO SIKOi € TOYHE MPEACTAaBICHHSI aHATOMIYHUX OpieHTUpiB. Hapasi icHye Tpu
OCHOBHI THUMHU MOJEJEH, 10 BUKOPUCTOBYIOTHCS ISl 1€l METHU: KIHEMaTH4YHI,
IUTOIIMHHI Ta 00'eMH1 Mojei [29].

KinemaTtnuna mojienb, 110 MPENCTABISIE JIOJCHKE TUIO K cucremy 3 N
JKOPCTKUX  CYrjao0iB, 3aJMINAETHCS  HAWMOLIMPEHINIOW  3aBISKH  CBOIH
oOuucmoBanbHIA mpocToTi Ta edektuBHOCTL. Ll Momens ¢dikcye mo3uiii ta
opleHTaLli CyrJI00iB s €(PEKTUBHOTO OMKUCY CTPYKTYPH JIOAChKOro Tina. OaHak,
HE3BaXKal0OUM Ha CBOIO THYYKICTh, KIHEMAaTUYHUHN MiJX11 Ma€ MOMITHI OOMEXEHHS,
30KpeMa B KOJIyBaHHI APiOHINIMX JeTajei, Takux sk Gopma Tina ta TekcTypa [28].

OriHKa MO3W JIOJAWHM 3arajioM Kiacu(]ikyeTbcs Ha JBI OCHOBHI KaTeropii:
orinka 2D-mo3u Ta oiinka 3D-mo3u, 110 BIAPI3HSIIOTHCS HASBHICTIO J0JATKOBOT
npocTopoBoi iH(opmarii y apyromy Bunaaky [29]. Oninka 2D-no3u Bu3Hauae
po3TallyBaHHsS CYyrjio0iB Ha JBOBUMIPHIM IUIONIMHI, BUKOPUCTOBYIOUYHU JIUIIIE

koopauHatu X Ta Y. Haromicts, ominka 3D-mo3u BkiItoudae iHGOpMAIi0 Mpo
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rIMOUHY ISl CTBOPEHHSI MMPOCTOPOBO TOYHIIIOTO MPEACTABICHHS MO3U JIIOAUHU B
TppoX BuMipax [29]. V neskux mnepemoBux apxitekrypax 2D-orinka Moxke
CIIyI'yBaTH MPOMDKHHUM e€TanoMm i noOymoBu Outbll ckiaagHux 3D-omiHok. Y
bOMY PO3JUII MM 30CEpEeIUMOCS Ha MOJENsAX OuiHKu 2D-mo3u, OCKUIbKU Iei

MIIX 17 3aJTHIIAEThCS HAUTIOMUPEHIIITUM Y IPAKTHYHUX 3aCTOCYBaHHAX [25].

2.1.1. Mooenv OpenPose

OpenPose € oxanie0 3 HAWBIUIMBOBIMIMX Mojened mus ouiHkd 2D-mo3wm
JIOJIMHM, BIJIOMa CBO€IO MPOAYKTHUBHICTIO B peajbHOMY Yacl Ta 3JaTHICTIO
BUSBJISITH TI03M KUTBKOX JIFOjIeH ogHOYacHO [25]. Ha BigMiHY BiJl METOJIB «3BEpPXY-
BHU3» (top-down), siki crioyaTKy iIeHTH(IKYIOTh OOMEKYBATBHHNA TPIMOKYTHUK
JUTsl KOKHOT JTrouHu, OpenPose BUKOPUCTOBYE OUIbIl €PEKTUBHUN MIIX1]] «3HU3Y-
Bropy» (bottom-up). Lis crpaTeris crmodaTtky BHSBIS€ BCI KJIIOYOBI TOYKH Ha
BCHOMY 300paK€HHI, a IOTIM Ipymye iX y okpemi nmo3u mwogeid [25]. Lleit migxiz
poouts OpenPose ocobnnBo eDEeKTUBHUM Yy TEPEINOBHEHHMX CIIeHax 3 OaraTbma

ocobamu.

b) Part Confidence Maps

{4y

(c) Part Affinity Fields

(a) Input Imagc (d) Bipartite Matching (e) Parsing Results

Puc. 2.1. Knrouosi xapakrepuctuxku OpenPose

OcHoBHOIO 1HHOBaIier0o OpenPose € BUKOpPUCTAHHS TMOJIIB CHOPIIHEHOCT1
gactun (Part Affinity Fields, PAFs). PAFs — nie cepis 2D-BeKkTOpHUX IOJIIB, SKi
KOJYyIOTb MPOCTOPOBI BIJIHOCUHM Ta OpI€HTAIlil0 KiHIIBOK Tuta. KoxkHe mone
(bikcye HampsMOK BiJl OAHIET YACTUHU Tija JO IHINOI, IO JAO03BOJISE MOJEN TOYHO

BCTAHOBJIFOBATH 3B'SI3KM MK KJIFOUOBMMH TOYKaMH, HaBITb B YMOBaX OKJIt031i a0o
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nepekputts Til. g 3maTHICTS 30epiraTu MPOCTOPOBY Y3TOMKEHICTh € KPUTUYHO
BaXIMBOIO T (DOPMYBaHHS TOYHMX 1 HAIIMHUX CTPYKTYP JIFOACHKOTO Tija [25].

Apxitektypa OpenPose 6a3yethcs Ha OaratoeTamHii 3ropTKOBiH HEHPOHHIM
mepexi (CNN), sxa BukopuctoBye VGG-19 niis BuitydeHHs 03Hak. Mepeska moTiM
pO3raiy>Kye Il O3HAKM Ha JBa MapajeiibHl KOMIIOHEHTH: OAWH AJI OI[IHKU KapT
BIIEBHEHOCTI TSI KOXKHOI KJIFOYOBO1 TOUKHM, a 1HIKMNU — s obuncienus PAFs.
Kaptu BmeBHEHOCTI BKa3ylOTh Ha HMOBIPHICTh HASBHOCTI KJIIOYOBUX TOYOK Y
MeBHUX Miciax, Toal sk PAFS BusHauarore 3B’a3kum MK Humu. [l 1Ba
KOMIIOHEHTH MpPAaIlOI0Th 1ITEPATUBHO YE€pe3 CEpPil0 eTamliB YTOYHEHHS, /1€ KOXEH
eTan BUKOPHUCTOBYE SIK TOMEPEH]1 MPOTHO3M, TaK 1 O3HAKU 300pa)KeHHS s
MOCTYIIOBOTO MOKpPAIIEHHS TOYHOCTI MOJIEN B JIOKaJIi3aIlii Ta acoriallii KIF0UY0BUX
TOYOK.

Ilicns ctBopennst kapt BmneBHeHocTi Ta PAFS OpenPose 3actocoBye
aJITOPUTM JIBOJIOJIBHOTO Y3TOJIKEHHS JUIsl CKJIaJaHHsl BUSBJICHUX KIFOYOBUX TOUYOK
y y3rojxkeni no3u moxaeit. Lleil nmpouec € BUCOKOCPEKTUBHUM Yy MEPETOBHEHUX
cepenoBuInax, mo poouts OpenPose imeanbHUM I 3aCTOCYBaHb B aHAIII31 BIJCO

Ta CIIOCTEPEKEHHI, JIe HEOOX1THUI BUBIJ Yy peaIbHOMY Yaci.

2.2.2. YOLO mooens (You Only Look Once)

YOLO e cimetictBom omnoetamHux CNN-Mozeneid, BiqoMHX CBO€IO
3MaTHICTIO 3a0e3meyyBaTh HU3bKY 3aTPUMKY Ta TOYHE BHUSBJICHHS OO'€KTIB Y
peanbHOMy uaci. Ha BigMiHy BiJi ABOETalHUX JIE€TEKTOPIB, SIKI PO3AUISIOTH
nporo3uiiro o0'ekta Ta kiacudikamiro, YOLO BukopuctoBye yHi(pIKOBaHHIMA
MIAXIT, SKUH pO3TisAgae BHUSABICHHS OO'€KTIB sSK e€AuHy 3amauy perpecii. Lle
JI03BOJISIE MOJIENII MPOTHO3YBAaTH OOMEXYBaJIbHI MPSMOKYTHUKH Ta HMOBIPHOCTI
KJIaCiB 3a OJIMH MPOXIiJ Yepe3 MEPExKYy, 10 POOUTH 11 17IeaTbHOIO0 JJIsl 3aCTOCYBaHb Y
peaIbHOMY Yaci.

Apxitektypa YOLO 3HaunHo eBomtomionyBana. CrodaTKy MOJENi i
BX1JIHE 300paKeHHS Ha CITKY, Jie KOXKHAa KOMIpKa BIJAMOBIJajda 3a MPOTHO3yBaHHS

00'exTiB. OCHOBHA Meperka JJIsl BIUTy4eHHsI 03HaK mepeinuia Big mpoctux CNN mo
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OuTbII TMPOCYHYTHX apxiTekTyp, Takux sk CSPDarknet Ta EfficientNet. [Ins
00poOKK 00'€KTiB PI3HUX PO3MIPIB Mi3HIIII Bepcii BKIOYWIM OaraTomMaciiTaOH1

KapTH O3HAK, 10 MOKPAIIWIO BUSABICHHS 00'€KTIB PI3HUX MaCIITa01B.

[ CBS | CBS J ear3 | [ CBS | [ Cmé | [ CBS |, C6 | [ CBS |, O3 e
(1283.2) (1283,2) (128) (256,3,2) (256) gsizazy | (s12) L oman | G0z | °
Input
Concat -~ Upsample = fs::; Concat - Upsample
Output ¥ ¥
i () (CESS) SR Gciran  ((GCESS) RN (G Moo
s Uy Gl L Gz | sy el | (1024)
SPPF
CBS Conv BN SiLu CBS —~ Maxpool2d — Maxpool2d — Maxpool2d — Concat — CBS

Puc. 2.2. Apxitekrypa mepexi YOLOVS

KitouoBoro iHHOBarliero B mojensix YOLO € BUKOpUCTaHHS aHKEPHUX
OJIOKIB, SIKl1 HAJAIOTh MONEPEIHHO BU3HAUCHI (POPMU Ta PO3MIpU OOMEKYBaJTbHUX
npssMokyTHHKIB [32]. YOLO TakoX BUKOPHUCTOBYE HEMaKCHMaJbHE HMPHUTHIYCHHS
(Non-Maximum Suppression, NMS) nis BuganeHHs HaIIMIIKOBHX BHSBJICHB. 3
PO3BUTKOM MOJIeJ1 Oyiu J1oAaH1 HOBI (DYHKI /ISl MOKpaIIeHHs! TPOAYKTUBHOCTI,
taki sk Cross-Stage Partial Networks (CSPNet) y YOLOv4, Ta mapu Spatial
Pyramid Pooling (SPP) mns mnokpamenHs peunentuBHoro mois. OcraHHI
nocsirHeHHs 3 YOLOVS, Taki sk BUsIBJIEHHS 0€3 aHKEpiB Ta PO3JUICHI TOJIOBU
BUSIBJICHHS, CIIPOCTUJIU apXITEKTypPy Ta MiJIBUIIWIA TOYHICTD.

Xoua cnoyatky YOLO Oyno po3po06ieHo 1jisd BUSBISCHHS 00'€KTiB, HOBIIII
Bepcii, mounnaroun 3 YOLOVS, tenep niarpumyroth ominky 2D-mo3um [30]. Lle
posmpenHs no3Boisie YOLO BusBIATH Ta JOKali3yBaTH KIFOYOBI TOYKH
JIOAUHU, POOJISYM HOTO CHJIBHOKI albTEPHATUBOIO CIEIiadi30BaHUM MOJICIISM,
takuM sk OpenPose. Opniero 3 kimouoBux nepeBar YOLO e ii yHidikoBaHa
apXiTEeKTypa, sKa J03BOJISE OJHOYACHO BUKOHYBATH BHUABIICHHS 00'€KTIB Ta OIIIHKY

1034, €PEKTUBHO BUPIIIYIOYN KUJIbKA 3aBJAaHb KOMI'FOTEPHOTO 30pY OJTHOYACHO .
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OcnoBue mnpuszHaueHHs YOLO wmoneni monsirae y BHSIBIGHHI Ta
kiaacudikailii 00'eKTiB pi3HUX KJIaciB (HAPHKIIAM, JOAH, aBTOMOOLTI, TBAPUHHU) Ta
BU3HA4YCHHS iXHIX oOMexyBaipbHHX pamok (bounding boxes) ma 300paxenni. Ha
BIJIMIHY BIJ] CTapuX METOAIB, Kl CKaHYIOTh 300paxkeHHs Kigbka pas3iB, YOLO
"MUBUTHCS" HA 300pakKeHHs JIMIE OJUH pa3. BoHO po3auise 300paxkeHHs Ha CITKY,
1 KO’)KHA KJIITMHKA CITKU BIJMOBIAE 3a nepeadaueHHs 00'€KTIB, IO 3HAXOISATHCS B
Hiit. e 1o3BoJIsIE MOAETI BUSABIATH BC1 00'€KTH OJTHOYACHO.

Mogens moBepTae CHHUCOK OO'€KTIB, KOXKEH 3 SKUX MICTUTh KJac
(manpukian, "mroauHa", "aBTOMOOLIE"), HMOBIPHICTH IILOTO KJAacy Ta KOOPAUHATH

00MeXyBaJIbHOT paMKH HABKOJIO 00'€KTA.

Tabmuis 2.1.
BiamMiHHOCTI Ta CIiibHE BUKOPUCTAHHS
XapakTepuCTHKA OpenPose YOLO
3aBaaHHs Ominka no3u BusiBienHs 006'ekTiB
Pesynbrar KoopaunaTtu K1ro40BHX TOUOK OOMexyBabHI paMKi
Tumnosi Bepcii OpenPose YOLOvVS, YOLOV10, YOLOv11

2.2. CepenoBuia cuMyJisiiii Ta iHcTpyMeHTapil

Y 1upoMy po3AUli MU PO3TJSIHEMO ICHYIOYl CEpeJOBHINA CHUMYJALIT Ta
IHCTPYMEHTH, $IKI JOMOMararTh JOCIIJHUKAM Yy CTBOPEHHI Ta 300pl JaHHUX
300pakeHb JJIsl pO3pOOKH CreliaJbHUX Ha00PiB JaHuX. Ha BiAMiHY BiJi CTAaTUYHUX
CUHTETHUYHUX HaOopiB naHux, sk-or SURREAL Ta Human3.6M, ui iHCcTpyMeHTH
HAJAl0Th JAWHAMIYHI MJIATPOPMHU Ta YTWIITH, SKI JO3BOJAIOTH JTOCIIAHUKAM
reHepyBaTU CIeliaibHI HA0OpH JaHMX [ CBOIX KOHKPETHHUX BHIIAJIKIB
BUKOpPUCTaHHS. Xoya ISl THYUYKICTh € 3HAYHOIO MEpPEBarol0, BOHA YaCTO BHUMAarae
JI0JIATKOBUX 3yCHIIb JUIsl po3p0oOKu. CTBOpPEHHS! HAAIMHUX CEPEIOBUILl CUMYJISIIIT €
TPYJOMICTKAM IPOLIECOM, OCOOJIMBO THX, IO HA/alOTh KOPUCTyBadam IIUPOKUI

KOHTPOJIb HaJl MapaMeTpaMHu CUMYIISIIII.
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2.2.1. Cumynamop CARLA

CARLA (Car Learning to Act) — me cuMyIaTOp 3 BIAKPHUTHM KOJOM,
po3poOnenmii Ha 6a3i Unreal Engine 4. Ile#t irpoBuil pyirii BiIOMHUI CBOEIO
BHCOKOSIKICHOIO rpadikoro Ta iHTepakTuBHUME cepenoBuinamu [20]. CtBopenuit
JUISL ATPUMKHU JTOCTIKEHb y rany3i aBToHoMHOTO BojiHHsA, CARLA mpononye
HaJIiHy MIatQopMy Jisi HaBYAHHS, MPOTOTUIIYBAHHS Ta OI[IHKM aBTOHOMHHUX
CUCTEM, 30KpeMa B CKJIaJHUX MICBKHUX YMOBaX.

CARLA — 1e BIIKpUTHI CUMYJIATOP, CTBOPEHUMN I pO3pOOKHU, HaBUAHHS
Ta MEPEBIPKU CUCTEM aBTOHOMHOI'O BOJiHHS. BiH 3a0e3neuye peanicTUuHE iIrpoBe
cepenoBuine 3 rpadikor0 BHUCOKOI SKOCTI Ta TOYHUM (I3UYHUM MOJICTIOBAHHSM,
110 JIO3BOJISIE JTOCTIAHUKAM 1 1H)XXEHEpaM TECTyBaTH alrOpPUTMH O€3 PU3UKY s
peanbHOrO cCBiTy. Jl03BOJIsSIE KOpUCTyBauaM JIEFKO 3MIHIOBATH MapameTpH
CUMYJIAIi, JoaaBaTH HOBI 00'€KTH, CTBOpIOBATH BJAcHI cleHapli Ta
KOHTPOJIIOBATH TMOBEMIHKY IHIIUX YYaCHUKIB JopoxHboro pyxy. CARLA
oiATpUMye poOOTy 3 MonyaspHHUMH Oi0ioTekaMu, Takumu sk TensorFlow ta
PyTorch, mo no3Bosisie HaBYaTH HEWPOHHI MEPEXKi JUIsl CIIPUHHATTS, IJIAHYBaHHS
Ta kepyBaHHs aBTomobOineM. CARLA no3Boiisie JocimiiHUKaM CTBOPIOBATH BJIACHI
cueHapii BOAIHHA 0e3 oOMexeHb JileH3yBaHHs. CUMYNISITOp HaJa€ BEIHUKY
010mi0TeKy ITU(PPOBUX AKTHBIB 3 BIAKPUTHUM JIOCTYIIOM, sIKa BKJIIOYA€E JETalli30BaH1
MICBbKI IJIAHH, PI3HOMAHITHI MOJIeNIl TPAHCIOPTHUX 3acO0IB Ta PEATICTHUHY
apxiTexkTypy. Moro cucremMa CEHCOpIB 3 MOMKIMBICTIO HAIAIITYBAHHS BKIIOUAE
RGB-kxamepu, kamepu rmbmau, LIDAR, GPS Ta IMU, a Takox ommii mjs
iHTerpamii inmmx tumiB ceHcopiB [20]. CARLA Takox Hajgae MIMPOKUI KOHTPOJIb
HAJl YMOBaMHM HaBKOJMUIIHHOTO CEPEIOBUINA, BKIIOUHO 31 3MIHAMHU MOTOJH,
BapiallisMH OCBITJICHHS Ta JWHAMIYHUMH MICBKMMHU ejleMeHTaMu. Lle mo3Bossie
TECTyBaTHU aBTOHOMHI CHUCTEMHU B IIMPOKOMY CHEKTp1 CLIEHapiiB, BIJl CKJIAJHUX
MOTOJTHUX YMOB JO TMEPENOBHEHUX MEPEXPECTh, IO € KPUTUYHO BAXKIMBHUM IJIS
OIIIHKH MPOJYKTUBHOCTI Ta HaIHHOCTI B peabHuX ymoBax [20].

Hns 3pyunocti ympaBninHs cumyistopoM, CARLA nHamae 06i0mioTexy

kiienta Python, 1mo mo3Bosise kopucTyBauam Oe3mocepeqHbO KepyBaTH
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TPAHCTIOPTHUMH 3aco0aMu Ta PI3HUMH acleKTaMH CIIEHapiiB 4Yepe3 30BHIIIHI
ckpuntu abo mporpamu. lle cmpoinye amanrtamito CUMyJsATOpa J0 YHIKaIbHUX
BunaakiB Bukopuctanus. Kpim toro, CARLA MICTUTh 1HCTPYMEHTH MJis
OCHUYMAapKIHTY, 110 JAO3BOJISIIOTH OIIHIOBATH MPOAYKTUBHICTH PI3HUX PIIICHb IS
ABTOHOMHOTI'O BOJ[IHHS, HaJlal04M CTaHAAPTU30BaH1 METPUKH JIJIsi TOCIIIOBHOI Ta
BiaTBOpIOBaHOI o1inku [20].

Sk cumynsaTop, cHeliaJbHO MPU3HAYEHUNM [JiE aBTOHOMHOTO BOJIHHS,
CARLA onTtuMmizoBaHuid Juisi 3aJ0BOJICHHST TOTpeO IIi€i ramy3i Ta MEHII
NpUAATHUN IJIs THIIUX 3aCTOCYBaHb, TAKUX SIK OI[IHKA MO3U a00 aHai3 MOBEAIHKU

JIIOIUHU.

Puc. 2.3. Ilpuxnan cepenopuma cumynstopa CARLA

[Ipore CARLA € sckpaBUM TpPHUKIAIOM TOTrO, SK J00pe po3polsieHe,
Creliaai3oBaHe CepeIOBUILE CUMYJIISILT MOK€E 3HAYHO CIIPUSITU NPOrpecy B MEeBHIN
rajxysi, HaJal4d JIOCHIAHUKAM TOTYXKHUM IHCTPYMEHT [UJIi PETEIbHOIo
TeCTyBaHHS Ta PO3poOKHU. Moro mmpoke BIPOBAKEHHS IiIKPECIIOE 3pOCTA0UHI
MONUT Ha CIelialli30BaHl CepeOBUIA CUMYIIALT, 110 JO3BOJSIOTH JOCIIHUKAM
reHepyBaTU BJacHI HAOOpPH MaHUX Ta EKCIEPUMEHTYBATH B KOHTPOJIbOBAHOMY,

PEaNTICTUYHOMY CEpPEJIOBHIIIL.

2.2.2. Incmpymenmapiu UnrealCV
UnrealCV — 1e BimkpuTHil IUiariH, skuii po3mmproe moxumpocti Unreal

Engine mist 360py 300pakeHb 3 METOIO JOCTIIKEHb KOMI'toTepHOro 30py [34].
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BukopucToByroun BHUCOKOsKICHY Trpadiky Ta ¢izumudHe wmoaemroBanHs Unreal
Engine, UnrealCV no3BoJisie oCIiIHUKaM 3aXOIUTIOBAaTH OCHOBHI (hOpMAaTH JaHKX,
taki sk RGB-300paxkenHs, kapTu TITUOMHM Ta MAacKH O0'€KTIB, IO J1a€ 3MOTY
CTBOPIOBAaTHM BHUCOKOSIKICHI CHHTETMYHI Habopu nanux. lleit iHCTpymeHT
3a0e3rneuye IMIMPOKUI KOHTPOJb HAJ MapaMeTpaMH CIEHH, BKJIIOYAIOYH KyTH
KaMepH, OCBITJIEHHS Ta po3TalllyBaHHS OO0'€KTiB, 1m0 poOuTh HoOro
BHUCOKOAJIaIITOBAaHUM JIJIsl TeHepallii HabopiB JaHUX, CHEI1adbHO MPU3HAYCHUX IS
KOHKPETHUX JOCTITHUX TOTPEO.

3apnsku  HamanHioo Python  API, UnrealCV wMoxe 0e3mnepemikogHo
IHTeTpyBaTHCsA 3 TIporiecaMu OOpOOKM JaHMX Ta MAIIMHHOTO HaBYaHHSA,
JIO3BOJISIFOYM  aBTOMATU3YBaTH 3aBJaHHsS, Takl SK MAaHINyIAis CIeHaMu Ta
3axoruieHHs aaHuX. g ¢yHKIisS crpoinye reHepaiiiro HabopiB JaHUX, 3MEHIITYIOUH
notpedy B py4HOMY BTpy4YaHHI Ta miaBuinyrodu edektusHicth. UnrealCV cras
BAXKJIMBUM 1HCTPYMEHTOM ISl JOCIIJHUKIB KOMITHOTEPHOTO 30DPYy, CHPUSIIOUU
CTBOPEHHIO BUCOKOSIKICHUX, CIeIliali30BaHUX HA0OpIB JaHUX, SIK1 OyJI0 O CKIaJHO
a00 10poro OTpUMATH B peaIbHUX YMOBAX.

Ha Bimminy Bim CARLA, sika Hajla€ TOBHOILIIHHE CEPEIOBUIIE CUMYJIAIIIT IS
nociipkeHs aBroHoMHoro Bominus, UnrealCV 3ocepemkyerbcss Ha HagaHHI
IHCTPYMEHTIB JUIsl 3aXOIUICHHS 300paxkeHb y Oyab-skomy npoekti Unreal Engine.
Ile o3nauvae, mo UnrealCV He Mae BOyJIOBaHMX €JIEMEHTIB CHUMYJIAIi, TAKUX SK
TPAHCHOPTHI CHUCTEMH, IMOBEIIHKA IIIOXOAIB ab0 IWHAMIKa HaBKOJHUIIHLOTO
cepenoBuia, ski mpornonye CARLA.

OTxe, TOCIITHUKH, SKI BUKOPHCTOBYIOTH iHcTpyMeHT UnrealCV, moBuHHI
MaTu poOoui 3HaHHs Unreal Engine, mo0 mpoekTyBaTH Ta CTBOPIOBATH BIIACHI
CIICHM, a TaKOXX HaJaIlITOBYBAaTH HEOOX1THI 00'€eKTH Ta aHIMAIli B cepeaoBuiti. 1s
BUMOTa MOXe OyTH O6ap'epoM Uisl THX, XTO HE Ma€ MONEPEAHHOTO I0CBIAY poOOTH
3 Unreal Engine, moTeHmiiHO OOMEXYIOYH JOCTYIHICTh IUTAriHA  JJIS
KOPUCTYBauiB, SIKI IIyKalOTh NPOCTE, TOTOBE JI0 BUKOPHUCTAHHS CEPEIAOBUIIEC

CUMYJISIIII.
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2.2.3. Habip incmpymenmise UnrealCV

UnrealCV — ne 1uiarid i3 BIAKPUTUM BUXIJIHUM KOJOM, SIKHU PO3IIUPIOE
moxximBocti Unreal Engine mist monermieHHs 300py JMaHUX 300pa)KeHb IS
JOCIIIPKEHb Yy Tajy3l KOMIM'IOTEPHOTO 30py. BHKOpPHUCTOBYIOUHM BHUCOKOSIKICHY
rpadiky ta ¢pizmuny cumyssiito Unreal Engine, UnrealCV nossossie nociigHukam
OTPUMYBATH TaKi OCHOBHI ¢opmaTu nanux, ik RGB-300paxeHHs, kKapTu MTUOMHU
Ta MAacKd O0'€KTIB, 10 Ja€ 3MOTYy CTBOPIOBATH BUCOKOSIKICHI CUHTETHUYHI HaOOpH
nanux. llel 1HCTpYMEHT HaJa€ IIUPOKUNA KOHTPOJb HAJl MapaMmeTpamu CLEHH,
BKJIFOYAIOUM PaKypCU KaMepu, OCBITJICHHS Ta poO3TalllyBaHHSI 00'€KTiB, 1110 pOOUTH
HOTo Jye alalTUBHUM JJIsI CTBOPEHHS HA0OpIB JJaHUX, CIEHIaIbHO PO3POOIECHUX
JII KOHKPETHUX JTOCT1THUITBKUX TTOTPEO.

3apusku APl Python, UnrealCV mosxxe OyTu Jierko iHTerpoBaHui y poOoui
npoiiecu 0OpoOKHU JTaHUX Ta MAITUHHOTO HABYAHHS, 11O JO3BOJISIE aBTOMATU3YBATH
Takl 3aBJaHHs, SK MaHINYJSIIS CLUEHOI Ta 3axoImieHHs nanux. g dyHkiisa
ONTHUMI3Y€ TeHepalilo Ha0OpiB JaHUX, 3MEHIIYIOUYM NOoTpedy B pyYHOMY
BTpY4YaHHI Ta mifBuinyoud edektuBHicTh. UnrealCV  craB  uynoBum
THCTPYMEHTOM JUJIsl JOCHIJHUKIB y Tally3l KOMIT'IOTEPHOTO 30PY, OCKUIbKH BiH
CIPOIIYE CTBOPEHHS BUCOKOSIKICHMX, Celu(IUHUX JJis MEBHOI rainy3i HabopiB
JaHuX, sikl 0yso O cKJIaHO a00 I0POro OTPUMATH B PEAIbHUX YMOBAX.

Ha Bigminy Bix CARLA, 1m0 Ha/lae MOBHOIIIHHE CEPEIOBUIIE CUMYJISIIIT IS
JOCTIKeHb aBTOHOMHOTo BoaiHHsA, UnrealCV 3ocepemkyeThes Hacamiepea Ha
IHCTpYMEHTaX JJIs 3aXOIUICHHS JaHUX 300pakeHb y Oyab-skoMy mpoekti Unreal
Engine. Ile o3mauae, mo UnrealCV ne mae BOyIOBaHUX CIEMEHTIB CHMYJISAILI,
TaKuX $K CHUCTEMU JOPOXKHBOTO PyXy, MOBEAIHKA MINIOXOJiB abo AuMHaMiKa
HABKOJIMIIIHBOTO cepeoBuia, ski npononye CARLA. BiamoBimHO, AOCIITHUKH,
ski BukopuctoBytoTh UnrealCV, moBunHi Matu poGoui 3HanHs Unreal Engine,
mo0 MPOEKTyBaTH Ta CTBOPIOBATH BJAacHI CIEHM, a TaKOX HaJallTOBYBATH
HE0OX1/IH1 00'€eKTH Ta aHIMallilo B cepenoBulli. Ll Bumora moxe Oytu Oap'epom

JUIS THX, XTO HE Ma€ IomepeaHnoro aoceimy podorm 3 Unreal Engine, 1o
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MOTEHLIMHO 0OMEXy€e AOCTYMHICTh IUIariHa JUIsi KOPUCTYBadyiB, SIK1 IIYKalOTh

MPOCTE, TOTOBE 10 BUKOPUCTAHHS CEPE/IOBUILE CUMYJIALIII.

2.3. AHaJi3 Ta NOPiBHSAAHHA NPONOHOBAHOI CHCTEMU reHepauii JaHuX

NPO OLIHKY MO3ULiIOBAHb 00'€KTIB 3 ICHYIOUMMH PillIeCHHSIMH

Po3pobka mporpamHoi 1iaTdhopMu  3HAYHOIO MIpol0 0a3yeTbCs Ha
NPHUHIHKIIAX ICHYIOYHX TUIaTGOPM 3 BIAKPUTHM BUXITHUM KojoM, a came UnrealCV
ta cumynsitopa CARLA. TlogibHo A0 LMX IPOEKTIB, CUCTEMa pEali30BaHO SK
IJIaridH, 00 MICTUTh OCHOBHI IHCTPYMEHTH Ta 3pa3Ku BIPTYallbHUX CEPEIOBHIIL,
MPU3HAYEHUX [JI OI[HKM CHUCTEM KOMI'IOTEPHOIO 30py Ta aBTOHOMHOTIO
KepyBaHHSI B HETUIIOBUX ymMoBax. OJHaK, MPONOHOBAaHA CUCTEMAa BUPI3HAETHCS Ha
TJI1 3a3HAYEHUX PILIEHD 5K 32 PIBHEM CKJIAJHOCTI, TaK 13a cBOIM (DyHKIIIOHAIbHUM

IPU3HAYCHHAM.

2.3.1. Ilopisuanus 3 niamgopmoro CARLA

Ha Biaminy Bim CARLA, mo € komiiekcHow matdopmoto ais 300py
JTAHUX 1 TECTYBaHHSI CUCTEM aBTOHOMHOT'O KEpYyBaHHS, OPIEHTOBAHOIO MEPEBAXKHO
HAa CAaMOKEpOBaHI TPAHCHOPTHI 3aco0HM, MPOMOHOBaHA cucTeMa c(PokycoBaHa Ha
aHai3l nmoBeAiHKU JoauHU. Lg mnargopma Hajgae HEOOX1AHI KOMIOHEHTH st
CTBOPEHHS CHEIIaji30BaHUX HAaOOPiB JaHUX, L0 BIANOBIAAIOTH 11 MeTi. Xoya
CARLA miarpumye 0a30Bi aHiMallii MEpPCOHAXKIB, JOCTATHI JJIS MOJICIIOBAHHS
HaBiraiii minIoxXojiB, JaHa CHUCTEMa PO3ILIMPIOE 1[I MOXJIMBOCTI, 3a0e3Meuyroun
HiITPUMKY [IHPOKOTO CHEKTPY ClEeHapiiB (K y MpUMIIIEHHI, TaK 1 Ha BIIKPUTOMY

MOBITPi) Ta pearizallilo CKJIaIHIIINX PyXiB TilIa.

2.3.2. Ilopisusanns 3 nramgopmoro UnrealCV
Ha Bigminy Big UnrealCV, sika 3abe3neuye MiHiMaIbHE HalalITyBaHHS IS
3aXOIUIEHHsS 300pakeHb 3 Kamepu Ta aHoTarii 3D-00'exTiB, maHa cucrema

IHTErpy€e PO3MIUPEH] MOJEINI JIOACHKUX MEPCOHaXIB 3 (DYHKIIOHAJIOM aHOTAaIlli
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MO3U, IO 3HAYHO CHpOIye 301p JAeTani30BaHUX JAHUX MPO Mo3u JoauHu. Kpim
TOT0, IPOIOHOBAaHE pilIcHHSA BIOCKOHamM0e MoxiauBocti UnrealCV, namaroun
HEOJOKyIOUe 3aXOIUICHHS 300pakeHb Ta aHoTallll0 JaHUX 3a JOMOMOTOIO
MexaHi3MiB OaraTonotokoBocTi B UES. e Takox 103BoJIsIE TpAaHCIIOBATH MOTOKH
3 BIPTyaJIbHOT KaMepu CUMYJIATOpa K JKepeno BeOkamepu. KitodoBi pe3ynbTaT,

OTpUMAaHI1 B X0/l po3pO0KH, MPOLTIOCTPOBaHI Ha puc. 2.4,

Automatic Annotation Generation

Simulation Environment

« A simulation environment as a standalone executable with
scenario playback and dataset generation.

« Preprocessed maps, scenarios, and characters ready for
simulation and evaluation.

+ Workflow recommendations for scenario creation using
IClone crowd simulation and motion director.

« Capture Manager and Camera Actors for capturing
synchronized images across multiple cameras and time
frames.

« Flexible, tag-based image segmentation scheme for
customized segmentation outputs.

Utilities for Dataset Post-Processing

« Real-time pose tracking of human characters using
OpenPose keypoints format.

« Annotation Manager and Annotation Component for saving
3D poses and bounding boxes.

Camera Streaming from Simulator

+ Workflow for streaming the simulator’s camera view as a
webcam source via NDI SDK.Code to transform raw
dataset to YOLO-compatible format for pose estimation.

« Python code to test YOLOv10 object detection on the
streamed webcam feed.

o J

« Python scripts to visualize raw depth and segmentation
outputs.

« Code to transform raw dataset to YOLO-compatible
format for pose estimation.

« Code for training and evaluating YOLOv11n-Pose on the
custom dataset.

Ablation Study on Camera Angle for Pose Estimation

« Custom dataset of images from three camera angles.
« Python code for training and evaluating YOLOv11n-Pose

on overhead images.

Puc. 2.4. Knto4oBi eJIeMEHTH IPOIIOHOBAHOTO PILLIEHHS

2.4. Peagizanisi Au3aiiHy Ta apXiTeKTypH MPOEKTY

[IpoekT MICTUTH TPOrpaMHHUA KOJA, HamucaHud MoBow CH++, sxuid
po3muproe HYHKIIOHATBHICTh CTAaHAAPTHUX KoMmroHeHTiB pyiris Unreal Engine 5
(UE5). OcHoBHi MoamdikoBaHi KOMIOHCHTH BKI04aroTh GameMode, Pawn,
SkeletalMeshActor, CameraComponent ta LevelSequenceActor. JleranbHuii omuc
IUX KOMIIOHEHTIB JOCTynHUH y Tabmuui 2.1, 3a3HaueHl KOMIIOHEHTH
3a0€3MeuyroTh BIJITBOPEHHS 1HIUBIAYaIbHUX CIEHAPIiB, KEPYBaHHS BIPTYaJIbHOIO
KaMeporo Ta aHoTallito gaHux. Kpim Toro, HaOip 30BHINIHIX CKpHITiB Ha Python

MpU3HAYCHUN N1 MOCTOOpOOKU Ta TpaHcdopmalii JaHUX 3 METOK CTBOPEHHS
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Ha0OpiB JaHUX, CYMICHMX 13 IIMPOKO BUKOPUCTOBYBAHUMHU  MOJEISIMU

KOMII'FOTEPHOTO 30pYy.

TabOmuis 2.1.

OCHOBHI KOMIIOHEHTHU MPOTOHOBAHOT CUCTEMHU

Tepmin Busnauenns

Busnauae npaBuia rpy, ii XiJ Ta B3aeMoiro rpaBis y cepeposuii Unreal

GameMode Engine.

AKTOD 31 CKEJIETHOIO CTPYKTYPOIO JJIsl aHIMaIlil, 0 3a3BUYai

SkeletalMeshActor [BukopucToBY€eThCS IS IEPCOHAXKIB.

3axorutoe 2D-300pakeHHs CLIeHH, YaCTO BUKOPUCTOBYETHCS IS €(PEKTiB

SceneCapture2D  |kamepH Ta Biga3epKaJicHb.

Martepian, 1o 3aCTOCOBYETHCS 10 BIAPEHACPEHOT CIIEHU IS CTBOPEHHS

PostProcessMaterial \Takux eexTiB, ik KOPEKIIis KOJBOPY Ta PO3MHUTTSI.

Bysou, 1110 Hagae HOpMajb CBITOBOTO MPOCTOPY ISl KOKHOTO IIKCEIs,

PixelNormalws BUKOPHUCTOBYETHCS B OCBITJICHHI Ta 3aTIHEHHI.

[Ipucsoroe yHikanbHi ineHTHdIKaTOpHU 00’ €KTaM 17151 BUOIPKOBOTO

CustomStencil MacKyBaHHS B IIPOILIEC TOCTOOPOOKH.

LevelSequence Pecypc st ynpaBiiiHHS aHIMAIISIMH, TOISIMHU Ta pyXaMH KaMepH B 4aci.

KoHTelinep i e1eMEeHTIB CLIEHHU, TAKUX K aKTOPH, OCBITJIICHHS Ta

Level reoMeTpisl, 0 BU3HAYAIOTh CePeA0BUINA.

Cuctema rio0aIbHOTO OCBITJICHHS B peaibHOMY uaci B Unreal Engine 5,

Lumen 110 3a0e3neuye TMHaMiYHe OCBITICHHS 0€3 MOMepEeaHbOTO 3aIiKaHHs.

TexHika peHIEpUHTY, IO IMITYE peaiCTHYHE OCBITJIIEHHS, TOKPAIYIOYH

Ray Tracing TiHI Ta BiJI3epKAJICHHS.

3aranbHy apXITEKTypy CHUCTEMH 300pa)K€HO Ha PUCYHKY 2.5, a JIOKJIaJiHi
UML-giarpamMu  kjaciB  KOXKHOTO KOMIIOHEHTa HAaBEAEHO Ha pUCYHKax B
HACTYITHOMY HiAPO3a1Ii.

Pawn - KOMIOHEHT KOHTPOJIOE€ BBEJCHHS KOpPUCTyBaua Ta BIpTyalbHY
KaMepy y BIKHI meperyisgy. 3a gomomoror kommnoHeHTiB muarina NDI SDK,
3okpema NDI Viewport Capture ta NDI Stream Broadcast, cucrtema Mmoxe

TPAHCIIOBaTH 300pa)K€HHS 3 KaMepu sK BipTyaibHy BeOkamepy. lle mo3Bolsie
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IHTErpyBaTH ii 13 30BHIIIHIMU 1HCTPYMEHTAMHU I aHaNI3y B PEKUMI PEabHOTO

yacy Ta Bepudikaiii Mojemnei.

GameMode Pawn
Capture Annotation NDI Viewport Capture
Manager Manager & Broadcast Component
Active Scenario Active Map
[
[
Characters Cameras
ColorCamera DepthCamera
Annotation
Component
NormalCamera SegmentCamera L
Assets
I I I
I I I
Scenarios Maps Characters

Puc. 2.5. 3aranpHa apxiTeKTypa CUCTEMHU

Active Map - KOMIIOHEHT € aKTHBHHM pPECypCOM KapTH, 3aBaHTAKECHUM
cumyisitopoM. KokHa KapTa MICTUTh YHIKalbHI HaJalITyBaHHS, Takl SK
BI3yaJIbHUW KOHTEHT, jJaHAmadT, cratuuHi oO0'ekTu Ta ocBiTieHHs. Kamepu
3'IBIIAIOTBCS Ha KapTl MiJ Yac il 3aBaHTAXKEHHA Ta MICTITh CIeliaai3oBaHi
xomnonentu (Color, Depth, Normal ta Segmentation) mns 3axoruieHHs pi3HHUX
TUIIB JJaHUX, HEOOXITHUX IS aHAJI3y .

Active Scenari0 - KOMIIOHEHT HPEICTaBIIs€ AaKTUBHHMM CILIEHApid, IO
BIITBOPIOETHCSL cumyiaTopoM. ClieHapiil € HabopoM aHIMallil, 1110 BUKOHYIOThCS

ycimMa mepcoHakamu. KoskeH mepcoHak oOiiagHaHuii KommoHeHToM Annotation
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Component, skuii aBTOMAaTMYHO 3axomnoe naHi 3D-mo3u Ta 0oOMEXyBalbHOI
pamku. lle 3HauHO cmpolrye mporec 300py Ta OOpOOKM AaHUX KOMIIOHEHTOM

Annotation Manager.

2.4.1. Ilobyoosa diacpam K1acie KOMNOHEHM CUcmemu

GameMode - 1eii KOMIIOHEHT BIANOBIJAae 3a YIPABIIHHSA MPOIECAMU
3axOIUIeHHs Ta aHoTauii fanux. Bin mictute Capture Manager, sikuil cCHHXpOHI3y€e
3aXOIUICHHSI 300paKeHb 13 KIJIbKOX KaMep, 3a0e3Meuyrouu MOoCcHiJOBHICTh KaapiB,
ta Annotation Manager, mo 30upae aHoTamii mMo3 i oOMexyBajabHUX pamMok. Lli
MIJICUCTEMH aBTOMATH3YIOTh TMPOIEC TeHepaiii 300paxeHb 1 BIAMOBIIHUX

aHOTAI[H.

GameMode

+FString CurrentSavePath

+bool bGeneratingDataset

+double GeneratingDatasetProgress

+int Capturelndex

+FUnrealVisionConfig Config

+FString MapName

+FString ActiveLevelSequenceName
+TArray<FAssetData> LevelSequenceAssets

+FString GetMapName()

+TArray<FString> GetSelectableLevelSequences()
+void SetActiveLevelSequence(int index)

+bool GetLevelSequencePlayerPlaybackState()
+void GenerateDataset()

+void CancelGenerateDataset()

+void ToggleLevelSequencePlayback()

+void JumpToLevelSequenceFrame(int32 Frame)

-FUnrealVisionConfig ReadConfigFromJsonFile(FString JsonFilePath, bool bOutSuccess, FString OutMessage)
-void WriteConfigToJsonFile(FString JsonFilePath, bool bOutSuccess, FString OutMessage)
Inherits Association Association Association

Aggrefation
Config
+FString OutputPath
Unreal Engine Unreal Engine:
«unr gine» +FString DefaultSceneName CaptureManager AnnotationManager «Unr gine»
AGameModeBase +FString DefaultLevelName LevelSequenceActor

+int ImageWidth

+int ImageHeight

+int FOV

+TArray<FTransform> CameraTransforms

Puc. 2.6. [liarpama kacisB GameMode

Assets - pemno3uTopiii MoONEpeHbO BU3HAUEHHX PECYPCIB, BKIOYAIOYU
KapTH, CLEHapii Ta MOJENl MNEPCOHAXIB, AKI MOXYTh OyTH 3aBaHTaXeHI Ta
MoaudikoBani. KapTu Bu3HaA4alOTh HaJAIITyBaHHS CepeIOBHINA, CLEeHapli —

aHiMallii Ta MOBEAIHKY, a MOJEJNl MEPCOHAXIB MPOMOHYIOTh PI3HOMAHITHUN
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30BHIIIHIN BUTIAn (popMma Tina, cTath, Bik). Lli pecypcu yierko MmonuikyBaTu B
Unreal Engine, mo 3a0e3nedye THYYKICTh HAaJaITyBaHHS Ta MIBHIKICTh

PO3rOpTaHHS HOBUX CUMYJISIIIIN.

ACaptureManager

+TArray<AMonoCameraActor*> MonocularCameraActors
+bool bBusy

+ACaptureManager()
+void SaveAllCameraMetadata()
+void AnnotateNonBlocking(F String PathName, FString FilePrefix, uint8 Flag)

Contains Inherits Uses

FCaptureRequest

+TMap<FString, FFusionlmageData> ImageData
+double Timestamp

+FString Captureld

+FString SavePath

+uint8 CaptureFlag

+FRenderCommandFence RenderFence

«Unreal Engine»

AActor AMonoCameraActor

+FCaptureRequest()
+FCaptureRequest(FString Id, FString Path, uint8 Flag)

Contains Contains

FFusionimageData

+TArray<FColor> Color
+TArray<FColor> Segment
+TArray<FColor> Normal
+TArray<FFloat16Color> Depth
+int ImageHeight

+int ImageWidth

«Unreal Engine»
FRenderCommandFence

+FFusionimageData()
+FFusionimageData(int Width, int Height)

Puc. 2.7. Jliarpama kiacis CaptureManager

Po3rnsiHeMo OCHOBH1 KOMIIOHEHTH Ta iXH1 3B'SI3KM Ha pUCYHKY 2.7.

ACaptureManager - 1e TOJOBHUH KJIaC-KOHTPOJIEp, SKUI YCHaJAKOBYE
BiaactuBocTi Big AActor 3 Unreal Engine. Bin BiamoBimae 3a ymnpaBiiHHS
MPOLIECOM 3aXOIICHHS.

Bin BukopuctoBye kimac AMonoCameraActor, sxuil mpeacTaBise
MOHOKYJISIpHY KamMepy B CHUMYJISIIHHOMY cepelnoBuili. BiH MICTUTh MacuB
(TArray) o6'extiB AMonoCameraActor, mo Bka3ye Ha MOXIIHBICTb KEpyBaTH

KUIbKOMa KaMepaMu OJHOYACHO.
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Kmac  mae  Meromu  mnsa 30epekeHHS ~ MeTaJaHuX  KaMepu
(SaveAllCameraMetadata) Ta acunxponnoro anoryBantas (AnnotateNonBlocking).
Horo none bBusy (moriunnii tun bool) Bkasye, um TpUBa€ IMPOLEC 3aXOMICHHS.

FCaptureRequest - kmac mpeacraBise 3alUT Ha 3aXOIUICHHS TaHUX. BiH
MmicTuTh JgaHi 3o00paxkenHs (FfusionlmageData), imeHTH(dIKATOpP 3aXOIICHHS
(Captureld), msax 30epexxenns (SavePath) Ta inmii mapameTpu.

Ileit xmac wmictuth ex3emiuiip kiacy FRenderCommandFence, skwii
BUKOPUCTOBYETHCS JJII CHHXPOHI3aIlii KOMaHJ PEHACPUHTY, 3a0€3MeuyrouH, o
JaH1 Oy 1y Th 30€peKeH] JIUIIIE ITICIIsl 3aBEPILICHHS PEHICPUHTY .

FFusionlmageData: Ileii kiac iHKaNCyJII0€ TaHi, OTPUMaHi 3 KaMEpH, TaKi SK
koy1bopoBi 300pakenHss (Color), cermentamis (Segment), nopmam (Normal) Tta
rimouna (Depth).

Hani 30epiratotbess y Burisiai macuBiB (TArray). Kmac Takox MICTHTB
iH(popMmaliro po po3mipu 300pakenns (ImageHeight Ta ImageWidth).

FRenderCommandFence - meit kmac, € wuactunoro Unreal Engine,
3a0e3neuye CHHXPOHI3aI[10 MIXK IOTOKOM PEHJIEPUHTY T4 OCHOBHUM MOTOKOM T'PH.
3aBasSKM 1IbOMY, JaH1 300paKeHHSI MOXKYTh OyTH 0OpOOJIEH1 JIMIIIE IICIISI TOTO, K
BOHU MOBHICTIO BIAPEHJIEPEH1, 1[0 3amo0irae MOMHJIKAM JIOCTYIy JO HEMOBHHX

JaHUX.

UColorCamera

+UColerCamera(const FObjectinitializer& Objectinitializer) ——Inherits
+void SetupTextureTarget(int Width, int Height)
+void Capture(TArray<FCaolor>& Image)

UDepthCamera
UBaseCamera
+UDepthCamera(const FObjectinitializer& Objectinitializer) \nhcritsﬁ
+void SetupTextureTarget(int Width, int Height) +FTextureRenderTargetResource” GetRenderTargetResource()
+void Capture(TArray<float>& DepthData) +void Capture(TArray<FColor>& ImageData) «Unreal Engine»
+void CaptureToFile(FString &Captureld, FString &SavePath) | Inherits USceneCaptureComponent2D
+void SetupTextureTarget{int Width, int Height)
+void SetPostProcessMaterial(UMaterial* PostProcessMaterial)
UNormalCamera +F String GetProjectionMatrix()
—\nheritsv +void GetCameraView(float DeltaTime, FMinimalViewinfod DesiredView)
+UNormalCamera(const FObjectinitializer& Objectlnitializer) +float GetFOV()

USegmentCamera

—Inherits

+USegmentCamera(const FObjectinitializer& Objectinitializer)

Puc. 2.8. Jliarpama kiacis Camera Components
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AAnnotationManager

+bool bBusy

+TMap<F String, int> MeshSegmentMap
+TArray<UAnnotationComponent*> AnnotationComps
+TSubclassOf<AlActor> BPSkeletalActor_Class
-TArray<FCameraViewInfo> CameraViewlInfos

+AAnnotationManager()

+void BeginPlay()

+void Tick(float DeltaTime)

+void AnnotateNonBlocking(FString PathName, FString FilePrefix, uintd Flag)
-void SetupSegmentAnnotation()

-void LoadLevelAnnotationComponents()

Contains Inherits

UAnnotationComponent

+const FName OpenPoseKeys[N_LANDMARKS]

+const TTuple~int,int,FColor~ OpenPoseDebuglLines[N_LINES]
+FVector OpenPoselLandmarks[N_LANDMARKS]

+FVector BBoxComers[N_BBOX_CORNERS]
-ASkeletalMeshActor* Actor

-USkeletalMeshComponent* SkeletalMeshComp

aUnreal Engine»s
AActor

+UAnnotationComponent()

+void TickComponent(float DeltaTime, ELevelTick TickType, FActorComponentTickFunction® ThisTickFunction)
+void UpdatePoseAnnotation()

+void UpdateBBoxAnnaotation()

-void RenderDebugAnnotation()

-void BeginPlay()

/ \

Inherits Uses Uses
«Unreal Engine» «Unreal Engine» «Unreal Enginex
UActorComponent ASkeletalMeshActor USkeletalMeshComponent

Puc. 2.19. Jliarpama kmacis AnnotationManager

KpiMm 3a3HauyeHMX OCHOBHHMX KOMIIOHEHTIB, CHCT€Ma TaKOX MICTUTh

JOMOMDKHI yTWIITH Uit edextuBHOT poboTth 3 gaHumu. L1 iHCTpymMeHTH

3a0€3MeuyoTh AaCUHXPOHHUM 3anuc ¢aiiB Ta 300pakeHb Ha AKMCK, L0 3HAYHO

MIJBUIIYE 3arajJbHy TPOJYKTUBHICTH MiJ] Yac reHepallii 1aHux.

Kpim Toro, cucrema npomnonye GyHKIIOHAT [l IEPETBOPEHHS 3aXOTUICHUX

300paxkeHp Ta aHoTaulid y macuBu NUMPY. lle mnonermye ixHio MDOJanblly

IHTerpamio B po0odYl MpoIrecu MamMHHOrO HaBuaHHSA. Koj s KoHBepTalii B

NumPy anmantoBano 3 peanizamnii UnrealCV, mo mo3Boiise 30epiraTé MaTpuuHi

nani 3 Unreal Engine y d¢opmarti, 3pyddHomy st moctoOopodku B Python.

[Ipuknanu cuMymsiiitHOro cepeoBuIla HaBeIeHo Ha puc. 2.10.
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Puc. 2.10. INpuknan cumyssiii cepeaoBuIIa

Ha mouatky cuenapiro CaptureManager 3HaxoauTh yci akTOpy Ha Mami Ta
npu3Havae BiAMoBinHe 3Ha4eHHs Tpadapety (Stencil value) ma ocHoBi iXHIX TeriB.
Y pesynbTaTi, BuxinHe 3o00paxkeHHs cermenranii € RGB-300paxenusM, y skomy
3Ha4YeHHs TpadapeTy 3aK0I0BaHO B YEPBOHOMY KaHaII.

bnok-cxema (puc. 2.11) omucye mpolec HaIAIITYBaHHS CEMaHTUYHOI
cermenranii B cepenopumli B Unreal Engine, BukopucroByroun Tak 3Banuii Stencil
Buffer. Mera — inenTudikyBatu Ta npu3HAYUTH yHiKanbHiI 3HadeHHs (ID) mis
Bi3yajizalii pi3HMX OO'€KTIB Ha CLEHI, 110 JO03BOJIAE€ NOTIM I'€HEPYBATU MAaCKH
CerMeHTalll.

ETtanu nponecy

1. Imimianmizamis ta mowmyk aktopiB: Ilpouec moumHaeTbes 3 1HILIami3awLii
mumnbauka StencilValue 3i 3nadennsm 1. [oriMm cucrema miykae BCi 00'ekTh
(akTopwm), siKi MarTh Ter 'segment”.

2. IlepeBipka HasBHOCTI: SIKIIO aKTOpU 3 TAaKUM TETOM HE 3HAI/IEH1, PoIIeC
3aBEPILYETHCS 3 BIANOBIIHUM MOBIAOMIIEHHSM.

3. O6poOka akTopiB: SIKIIO aKTOpW 3HAKACHI, CHCTEMa TIOYUHAE X 00POOKY
1o yep3i. Jljig Ko’)KHOTo akropa:

- BoHa otpumye nmepmmii ter akropa, sSikuid Oyle BHUKOPUCTOBYBATHCS SK
yHikaneHU# ineHTudikatop (ActorTag).
- [Torim BoHa 3HaxoauTh Bci kommoHentu Tuiy UMeshComponent (to6To,

BCI BUIMMI CITKH) BCEPEIHHI I[bOTO aKTOpa.
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Is ActorTag in
MeshSegmentMap?

Nf

No: Add ActorTag with
Stencilvalue, increment
StencilValue

S

Set render custom depth for
mesh component

Start

|

Initialize StencilValue to 1

|

Find actors tagged with
‘segment’

Yes

Are there any segment aclors?

For each segment actor

|

Get actor's first tag as ActorTag

Get components of type
UMeshComponent

J

For each mesh compoenent

s

Log: Found actors with
SEGMENT tag

Log: No actors with SEGMENT
tag found

End

Set custom depth stencil value

/

Puc. 2.11. biok-cxeMa HanamTyBaHHs aHOTAIlli CeTMEHTaIlli

3. IlpuznavenHs inentudikaropa: g KO)KHOTO KOMIIOHEHTA-CITKH .

- Cucrtema nepeBipsie, un € Bxe ActorTag y mami MeshSegmentMap. Ils

Mara, 30epirae BiamoBiaHicTh Mixk ActorTag i Bxe npusnauennmu StencilValue.
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- Skmo tery Hemae: Cuctema nonae ActorTag y mamy, npu3Hayarouu oMy
norouHe 3HayeHHs StencilValue, a morim 36inbirye StencilValue na 1.

- SIkmio ter Bxke €: Iporec nmpogopxyeThes 0e3 3min StencilValue, ockinbku
bOMY 00'€KTY BiK€ MPU3HAYEHO 1IeHTU]IKATOP.

5. HanamryBauus penaepunry: Ilicis susnauenns StencilValue mist citku,
MpOIIeC HANANITOBYE apaMeTpy PEHACPHUHTY JUIsl IbOTO KOMIIOHEHTA .

- Bcranosmioe custom depth (cmemianbHuii  Oydep raAuOMHM) s
KOMITOHEHTA.

- Bceranositoe custom depth stencil value (3nauenns B Oydepi Stencil),
BUKOPHUCTOBYIOUM BU3HaueHUM panime ineHtudikarop. lle 3HauenHs 1 Oyxe
BUKOPUCTOBYBATHUCS JIJII CTBOPSHHS MAaCOK CETMEHTAITI1.

Takum unHOM, OJIOK-CX€Ma JIEMOHCTPYE aBTOMAaTH30BaHHUI mpolec
NpUCBO€HHA YyHiKanbHUX |D Bi3yanbHuM o0'ekTamM Ha OCHOBI ixHiX TeriB. Lle
J03BOJIsIE peHAepuHT-cucTeMu, Hanpukiaa, Unreal Engine, ctBoproBatu macku, 1e
KOXXEH 00'€KT BUAUICHUI CBOIM YHIKaJbHUM KOJHOPOM a0 3HAYCHHSIM, IO €

OCHOBOIO JUII CEMAaHTUYHOI CErMEHTALll].

BucHoBku 10 po3ainy

Y npyromy po3aual JOCHIIKEHO CydacHI IMIAXOAW OO OIIHKH II03M Ta
BUSIBJICHHS 00’ €KTIB, CEpel SKUX 0COOJIMBY yBary npuaiieHo moaensm OpenPose i
YOLO. INokazano, mo OpenPose 3a0e3mneuye BHCOKOTOYHY 0araTOTOYKOBY OIIiHKY
ckenleTHuX Mopeneit moguau, Tonai sk YOLO xapakTepu3yeThbcs IIBHIKICTIO Ta
eheKTUBHICTIO Yy 3aBHaHHAX JneTekmii. Amnami3 inctpymentapiiB CARLA Ta
UnrealCV minTBepauB iXHIO NPHAATHICTH JUIS CHMYJIAIIH, TPOTE BUSBUB 1
OOMEXEeHHSI y THYUYKOCTI CILIeHapiiB Ta macmTaboBaHOCTi. Po3pobiieHa monenb
apXiTEeKTypH CHCTEMH CTBOPIOE OCHOBY JUIsl TOJAJbLIOTO  PO3IIMPEHHS

(YHKITIOHAJIBHOCTI ¥ MABUILCHHS SKOCT1 3r€HEPOBAHUX JaHUX.

46



PO3/ILJI 3. PEAJI3ALIISI MOJEJI TEHEPALIT IAHUX PO OLIHKY
MO3ULIIIOBAHB OB'EKTIB TA AHAJII3Y iX NOBEJIIHKHU

3.1. Peaﬂisauiﬂ OCHOBHHX KOMIIOHCHT CUCTEMH

[IponioHOBaHE cepenoBHIlE CTPYKTYPOBAHO HA OCHOBI TPbhOX KIHOUOBHUX

pecypciB: kaptu (Map), cueHapito (Scenario) Ta mepconaxa (Character).

3.1.1 Kapmu

Kapra € Bipryansaum cepenosumiem (LevelMap B Tepminonorii UES), mo
BKJIIOYAE JIeKopallii, TuiomuHu, (GpoHoB1 00’exTu Ta ocBimieHHs. Lli cepenoBuia,
ctBopeHi B UEDS, BHKOpPUCTOBYIOTH MEpPEeOBI TEXHOJOIIi PEHIEPHUHTY, TaKl SK
TpacyBaHHs mpoMeHiB (ray tracing) Ta Lumen, mns 3a0e3rneueHHS BHCOKOSIKICHOT
Bisyaumizanii. Hapa3i mpononyeThbcsi qBi okpeMi kaptu: BasicMap (B mpuminieHHi)
ta Downtown (ua Bigkpuromy moBitpi). Lli kaptu, amanrosani 3 Unreal Engine
Marketplace, Oynau onTMMi3oBaHi I 3HUXKCHHS CIOXKHBaHHSA MaM'aTi Ta
NPUCKOPEHHS 3aBaHTaXCHHA. BHUKOpHCTaHHA 000X KapT I03BOJIIE MOJAETIOBATH
MOBEIIHKY JIFOJWHU B pi3HOMaHITHUX ymMoBax. Ha puc. 3.1 mpezacraBieHo TUTIOBE

HaJ1aldTyBaHHA KapTH 3 MMOMNEPCIHbO pOSMiH_[CHI/IMI/I MepCoHa’XxaM1 Ta KaMCpaMu.

Puc. 3.1. HanamtyBanHs KapTH 3 MOMEPEIHBO PO3MIIIEHUMU MEPCOHAKaMU Ta
Kamepamu
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Puc. 3.2. Kapra «Downtown» 3i cki1alHUM MiCBKUM JIaHIIIaQTOM

3.1.2. Cyenapii

CueHapiii € KOJEKLIED aHIMaliid JJIs KUIBKOX TMEepCOHaxiB, IO
BIITBOPIOIOTBCS omHOYacHO. Ilg koHmemnmis BimmoBizae LevelSequence Ta
Subsequence B UES5. KoxHa kapra MOXe MICTUTH HEOOMEXKEHY KiIbKICTh
CIieHapiiB, Xoua JiJisi CTBOPEHHSI HA0OP1B JaHUX OJTHOYACHO MOXE BIATBOPIOBATHUCS

JINIIC OAHH.

Puc. 3.3. [Ipuxmnan cumyJisiii HaTOBITY
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PexBi3UT — 00'eKTH, 3 SAKUMU B3aEMOJMIIOTH MEPCOHAX1 — BBAXKAETHCS
YaCTHHOIO CLEHApIl0 1 3aBaHTaXYeTbCA PAa3oM 3 HUMHU. Jl0 Takoro peKBI3UTY
HajexaTh MOOUIbHI TeNne(OHM, KHWUTHM, YAIKH, PIOK3aKH, MWIHIl Ta IHBaIIAHI
Bi3ku. [li 00'ekTH MOXHA aHOTYBaTH pa3oM 3 TMEPCOHAXKAMH, MIO0 JO3BOJISIE
peanizyBaTH CErMEHTallll0 300pa’keHb Ha OCHOBI KOHTEKCTYy, J€ MEpPCOHaX 1
NOB'SI3aHUM 3 HUM OO0'€KT pO3IISAaOThCA K eauHe 1uie. KopucTtyBaui MOXYTb
IpUXOBYBaTH abo0 BIIOOpakaTM OKpeMi TIpYyNU NEPCOHAXIB, IO TOJETIye
JIOTIOBHEHHS JaHUX Ha piBHI cueHapiio. Ilpukmanu cumyndniii HaTtoBny B

CepeoBHILI HaBEeIEHO Ha pHcC. 3.3.

3.1.3. Ilepconaoici

Ilepconaxx e wmomemmo (SkeletalMeshActor B UES), mnonepennbo
HAJIAMTOBAHOIO JUIs 3axorvieHHs maHux mo3u y ¢opmari COCO OpenPose.
3amicTh crangaptHux Metahuman mopeneit UES, B cuctemMi BUKOPHUCTOBYIOTHCS
moneni 3 ActorCore. Ile 3abe3nmedye pO3IMIUpPEHYy MATPUMKY aHiMamii Ta
ONTHMI30BaHE BUKOPHCTAHHS MaM'sTi, L0 J03BOJISIE CTBOPIOBATU CUMYJIALII 3
BEJIMKOIO KUIBKICTIO NEpCOHaX1B. BHCOKOsSKICHA MOJeidb NEepCcoHa)xka 3aiimae
omu3pro 250 MB, mo B 5-10 pa3iB meniue, Hix y Metahuman. HaGip nepconaxis
Hayiuye 20 pi3HUX MOJIEJICH 3 PI3SHUMH TUIIAMH Tiia (Xy/Ii, CepeiHi, MilHi), CTaTTIO

Ta BIKOBUMH IrpynamMu (IUTHUHA, JOPOCIIHMA, JITHS JIOAHHA).

Puc. 3.4. [lepconaxi 3 pi3HUMHU BiKOBUMH Mpodisimu Ta popmamu Tija
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Il1 aHiMamii 1OAATKOBO aJanTOBaHl 0 IHAMBIAYAJIbHUX XapaKTEPUCTUK
KOXXKHOTO nepcoHaxa. Ha puc. 3.4 mpenctaBieHO 3pa3Ku MEPCOHAXIB 3 PI3HUMHU

BIKOBUMHU NpoduIsiMu Ta (GopMaMH Tiia.

3.2. IIpouec po3podku cueHapiiB

CueHapiii noenHye JeKUIbKa aHIMalld MepCOHaXIB Il (OpPMYyBaHHS
JIETAI130BaHUX 1 JMHAMIYHUX CLEH, II0 OCOOJMBO €(PEKTHBHO M CUMYJIALIT
HatoBmy. lls poGoTa 30cepelKyeThCs Ha TeHepallii JaHuX aHOTalll 3 [UX
aHIMaIlll, a HE Ha caMHUX TEXHIYHMUX acHeKTax aHiMalll, OCKUILKHM aHIMaIls €
dbynnamentanbHuM enemeHToM 3D-monemroBanHs. i onTuMmizamii mporecy
CTBOPEHHS aHIMalil CleHapii CcIo4aTKy po3poOJsioTbcsl B HPOrpPaMHOMY
cepenosuii iClone, a morim excriopryrothess B UES sk pecypcu LevelSequence
s mopanbinoi o0poOku. iIClone e mpodeciiiHuM THCTpYMEHTOM Ui aHIMAIlii,
BIJIOMUM CBOIM IHTYiTMBHO 3pO3yMUIMM IHTEp(eiicoM Ta pPO3MHUPEHUMU
¢byukmisimu, Brioyaroun Motion Director ta Crowd Simulation. 11i moxxauBocTi
CYTTEBO CKOPOUYYIOTh Yac Ta 3yCHJUISA, HEOOXIAH1 JUIsl CTBOPEHHS CKIIAJIHUX CLIEH 3

BEJIMKOIO KUIBKICTIO aKTOPIB.

Puc. 3.5. [Ipuxnan animaii mepconaxa
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Ha puc. 3.5 mpencraBmeHo mpukian aHiMmarlii mepcoHa)ka, CTBOPEHOI 3a
noromoror Motion Director, a Ha puc. 3.6 — BizeomaTepian 3 poob04Oro Mporecy

cumysinii Haromy B iClone.

Puc. 3.6. Cnpomena Bepcis kapTa «DOWNtOWN» aist CUMyJIsIlii HATOBITY Ta 3aMUCy

aHiMarii

3.2.1. ITiocomosexa ma onmumizayis

[Tepen ctBopennsMm crienapiiB B ICIoNe renepyeThes criporieHa Bepcis KapTu
UE5 mwisixom o00’enHaHHA BCiX O00’€KTIB B €IMHY CITKY 3 MOJAJIbLIINM
nepenecennsm o iClone. Ile rapanTye, mo cuenapii, crBopeni B iClone (gacto 3
BUKOPUCTAHHSM CUMYJISIIT HATOBITY), Y3TOJDKYIOTBCS 3 PO3MIIIEHHSIM 00’ €KTIB Ha
BUXIJIHIM KapTi, JO3BOJISIOUM MEPCOHAXKaM YHUKATH MEPENIKOJ MiJ 4ac pyxy Ta
B3aemoii. @ynkuis Motion Director B iClone 3a0e3neuye iHTYiTHBHE yrpaBiIiHHS
rymaHoinHumu Moxeisimu, toxni sk Crowd Simulation mo3Bonsie omHOYAcCHO
aHIMyBaTH BEJUKY KUIBKICTh TMEPCOHAXIB 3 AaBTOMAaTUYHUM YHHUKHEHHSIM
nepemkon. Kpim Toro, mporpamHe 3a0e3nedyeHHs Ja€ 3MOTY pPaHAOMI3yBaTu
aHiMalli BEpXHbOI YACTHMHM TiJa, 30epiraroud HpU LBbOMY IOCHIIOBHI PyXHu

X0AK0M, 10 J0Ja€ PI3SHOMAHITHOCTI A0 Iii mepcoHaxiB. Ha puc. 3.7 HaBemeHo

51



JOJATKOBI TPHWKJIAaU aHiMamid, crtBopeHux B IClone Ta inTerpoBaHux y

CUMYJISII{IHE CePEe/IOBHUIIIE.

———
—
—
————
o E—
| venca m—
—————
——

Puc. 3.7. JlonaTkoBi cueHapii

3.2.2. Knacugixayis animayitl

OcCKUIbKA TPOIMOHOBAHE PIIIEHHS PO3pOOJEHO HacaMIiepel AJisg TeHeparlii
Creliagi3oBaHUX HAOOpIB MAaHUX [JI OI[IHKK 103U, KPUTUYHO BaXJIUBUM €
CTBOPEHHSI PI3HOMAaHITHUX CILIEHAPIiB, M0 MOJEIIOIOTh CKIaJAHYy MOBEIIHKY JIOIEH
y TMOBCSKACHHOMY >KUTTi. JlJs MOCSATHEHHs 1€ MeTH aHiIMallii MepCOHaXIB
KJIaCU(PIKOBAHO HA TPU TPYIIH:

- aBTOHOMHA aHIMalI[is

- B3a€MO/I1s1 JTIOJAUHU 3 JIFOJIMHOIO;

- B3a€EMOJIIS JIIOJUHU 3 00'€EKTOM.

B naniii po0oTi MM mparHeMO pO3pOOUTH ClEHApii, Kl KOMIUIEKCHO

OXOIUTIOIOTH KOXHY 3 IIMX KaTeropii.

3.3. [IpeacrapiieHHsI po00Y0ro NMpoiecy 3aXoNJeHHA 300PaKeHb

Opniero 3 kM0UOBUX (QYHKIIN CHUCTEMHU SIK TeHeparopa HaOOpiB JaHUX €
HOro 3/aTHICTh 3aXOIUTIOBaTH pI3HI TUNM 300pakeHb, 30KpeMa KOJbOPOBI,
rIMOUHM, KapTH HOpMajed Ta 300paxeHHs] cerMeHrailii. Po3minryrounm Kijibka
KaMep y pI3HUX TOYKaX KapTH, MU MOXKEMO OTPUMYBaTH 11 TUIOU AAHUX JIs

OJIHOTO ¥ TOTO K CLIEHAPIIO 3 PI3HUX PAKYPCIB.
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«Unreal Engine»
AActor

Inherits.

«Unreal Engine»
UCameraComponent

AMonoCameraActor Contains—>

+UCameraComponent* PreviewCamera
+UColorCamera* ColorCamera
+USegmentCamera* SegmentCamera
+UDepthCamera* DepthCamera
+UNormalCamera* NormalCamera UColorCamera
+FMatrix ViewMatrix Contains——]

+FMatrix ProjectionMatrix L
+FMatrix ViewProjectionMatrix
+int ImageWidth

+int ImageHeight

+float FOV
-TArray<UBaseCamera*> Sensors

USegmentCamera

—Contains—>|

+AMonoCameraActor(const FObjectlInitializer& Objectinitializer)
+void BeginPlay()

+void SetimageSize(int Width, int Height)

+int GetimageHeight()

+int GetimageWidth() S~ UDepthCamera

+void SetFOV(float fov) Contains—>,
+float GetFOV()

+FMinimalViewInfo GetViewInfo()

+void SetlLocation(FVector Location)

+void SetRotation(FRotator Rotator)

+void GenerateRenderRequests(FFusionlmageData* ImageData, uint8 Flag)
+void ConvertPointsFromWorldToPixel(TArray<FVector>* WorldPoints)

-void UpdateCameraMatrices()

UNormalCamera

Contains—>|

FFusionimageData

Uses™ >

Puc. 3.8. liarpama knacis MonoCameraActor

Jlnst peanizanii miei MOXIMBOCTI Oysio po3pobiieno kiiac MonoCameraActor,
SKAA MICTUTh CIEIiali30BaHl KOMIOHEHTH KaMmepu JJisi KOXHOTO THIY
saxomrenns. ColorCamera, DepthCamera, NormalCamera ta SegmentCamera.
Komnonent MonoCameraActor moxxe OyTu po3TalmioBaHui y Oyab-sKId TOYIII
kaptu. KoxkHa KapTa moctadyaeThcs 3 KaMepaMu 3a 3aMOBUYBAHHSAM, PO3MIIICHUMU
B PEKOMEHJOBAaHMUX TOYKaX, aJie KOPUCTyBauy MOXE 3MIHIOBATH IXHE
po3TalryBaHHs, penaryroun KoH¢irypauiiauii JSON-¢aiin nepen 3amyckom

MIPOrPaAMH.
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Komnonentun kamepu € posmmpeHHsSMH KommoHeHTa SceneCapture2D 3
UES (sixk moka3aHo Ha puc. 3.9). BoHU BIATBOPIOIOTH BUXiJHE 300pakeHHS KaMepu
Ha LUJIbOBY TEKCTYpPY, IO 0a3yeThCsl HA MPUHLMIAX MOJEN1 Kamepu-o0ckypu. Ls
MOJIeNIb € CIIPOLICHUM YSBJICHHSIM TOTO, SK Kamepa npoektye 3D-cueny na 2D-
IUVIOUIMHY. Y 11 MOJesl IPOMEHI CBITJIA BiJ CUEHU MPOXOJATh Yepe3 €UHY TOUKY

(oTBIp) 1 GOPMYIOTH 300pa’keHHS HA MPOTHJICKHIA CTOPOHI.

Puc. 3.9. MonoCameraActor

3.3.1. Hanawmyeanusa kamepu ma ynpaeiinus OaHUMU

Hns crBopenns MonoCameraActor HeoOXiqHO HajaTH TMEBHI MapaMeTpH,
30KpeMa BHCOTY Ta INUPUHY 300paxkeHHs, a Takoxk KyTt orisigy (FOV), sxi
BUKOPUCTOBYIOThCS JUIsl TOOYAOBM BHYTpIimIHBOT Matpumi (intrinsic matrix).
JlonaTkoBO MOTPIOHI NMO3uULlisA Ta 00epTaHHS KaMepu JUIsl BUZHAYEHHS 30BHIIIHBOI
matpuiti (extrinsic matrix).

[1in yac renepaiii Habopy JaHUX CUCTEMa 3aMUCye Ta 30epirae Bci MeTaJaHi
po KaMepu B MOTOYHOMY cleHapii y (aitni cameras.csv. Lli meTtagaHi MICTITh
BAXJIMBI JeTalll KOH(DIrypamii KO>XKHOI KamepH, sIKi MOXYTb OyTH BUKOPHCTaHI1
pa3oM 3 IHIIMMH 3TeHEpPOBaHMMHU aHoTamismu (Hampukian, 3D-mosu ta 3D-

00MeXyBalIbHI paMKH) JUTs IOCTOOPOOKH Ta aHAII3Y.
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SavePath, Flag)

l

‘ CaptureNonBlocking(Captureld, ‘

Are there any
MonocularCameraActors?

No Yes
Log Error: No Camera Actors ‘ ‘ Initialize FCaptureRequest ‘

l

For each Camera Actor

Generate Render Requests

Loop

L 4

Add Camera Image Data to
CaptureRequest

A

Enqueue CaptureRequest

"

‘ Begin Render Fence |

Render Fence is used to add
rendering request to Unreal
Engine's render queue

Unreal Engine fulfill rendering
job and write result back to
CaptureRequest

Puc. 3.10. bnok-cxema omnepartiii CaptureManager

Jlyis yripaBiiiHHS pOTIecOM 3axoIieHHs icHye akTop CaptureManager, sikwmii

CTBOPIOEThCSI TPH 3alycKy cieHapito. BiH BiamoBigae 3a KepyBaHHsA BCiMa
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kamepamu (MonoCameraActor) na xapTi. OCKiUIbKH 300pakeHHS HEOOXIiTHO
3axXOIUTFOBATH 3 KUIBKOX KaMmep 1 B pisHHX (opmarax (Kojip, TIUOMHA, HOpMAII,
CEIMEHTAllis), BaXIMBO 3a0€3MEUMTH IXHIO CHHXpOHI3amiro. [l 1boro
CaptureManager ThM4YacoBO NPU3YIUHSE CIIEHapii, 3aXOMIe BCl HEOOXIHI
300pakeHHs, a MOTIM BIJTHOBJIIOE Moro. 3a3Buyail clieHapiil mpamroe 31 HIBUIKICTIO
60 xanpis/c 1 TpuBae Bi 2 10 5 xBwinH. OAHaK, mpu reHepailii HabopiB JaHUX
CaptureManager 3axoruiroe 300pa)keHHs 31 3HMKECHOIO 4acTOTOI0 (3a3BHuaii Bix 1
no 10 kaxapis/c) IS MiABUIICHHS NTPOAYKTHBHOCTI. YacTroTa 3aXoIICHHS
KOHTpOJTIOEThCs apamerpom frameskip y koudirypariitnomy ¢arini. Ha puc. 3.10

npejacTaBieHa 010k-cxema omnepariiiii CaptureManager.

3.3.2. I'enepayis Ko1b0poB8o2o 300PANCEHH S

['eneparniiss  KOJBbOPOBUX  300pakeHb 3a  JOMOMOIOI0  KOMIIOHEHTA
SceneCapture2D B Unreal Engine — mue mnpoctmii mpoiec, IO BHMarae
MIHIMQJIBHUX HanamrtyBaHb. SceneCapture2D, mo BHUKOHYE poOJib BIpTyalabHOI
KaMepH, 3aXOIUIIOE CIEHY 3 3aJaHOi TOYKHU OTJISAy Ta BIATBOPIOE 1i HA ILIJIBOBY
TEeKCTypy. Y MOpiBHSAHHI 3 mnomnepenHimMu Bepciamu, UES mnpomonye 3HauHO
NOKpalIeHUH KOHBEEP PEHJEPUHTY 3aBASKH BIPOBa/KEHHIO Lumen Ta
BJIOCKOHAJICHUM MOJKJIMBOCTSIM TpacyBaHHs mpomeHiB (ray tracing). Lumen — re
cucTeMa TJI00aJbHOrO OCBITIEHHS B peanbHOMy 4aci B UES, mo 3abesmneuye
JMHAMIUYHE HENpSME OCBITIIEHHS Ta BIAJ3EpKAJICHHS, HAJAl0ud HaJ3BUYANHO
peaiCTUYHE OCBITIIEHHS 0€3 MOTpeOU B MOMepeIHbO 0OUHUCICHUX KapTaxX CBITIA.

Jlist Toro, moO0 3axorUieH! KOJIbOPOBI 300pakeHHS BKIIOYAIHU (DYHKI[IT
rJ100ajdbHOTO OCBITJIEHHS LUmen Ta BiAnoBiganu Bi3yalibHIA SKOCTI BiKHA
NEeperiisiiy  CUMYJSITOpa, MU  CKOPUTYBAJIM  HaJalITyBaHHS  KOMIIOHEHTA
SceneCapture2D. 3a 3aMOBUYyBaHHSM, IIe KOMIIOHCHT MOJKE HE 3aXOIUIIOBATH BCI
edekTu mocToOpOOKHU Ta PO3UIMPEHT MOXKIUBOCTI OCBITIICHHS, sik Lumen. Tomy Mmu
MoaudiKyBaidu Horo KoHQirypariito, mod yBIMKHYTH peHJepuHr Lumen B mexax
3aXOIJIeHHs1 cIeHu. lle BkIOYamo akTHBAIlll0 JUHAMIYHOTO TJ100aTbHOTO

OCBITJICHHS Ta BIJJ3€pKaJeHb, a TaKOoX 3a0e3MeyeHHs BKJIIOYEHHS e(EKTIB
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noctoOpoOku. Taki HamamTyBaHHS TrapaHTYlOTh, IO BHXIJHI KOJbOPOBI
300pakeHHs, 3axoruieHi SceneCapture2D, TOYHO BiITBOPIOIOTH BUCOKOSIKICHI
epexTu OCBiTIEHHS Ta 3aTiHeHHs, Hamani Lumen. Ha puc. 3.11 mnokasani

NpUKIaau pe3ynbTaTiB podoru kommnonenta Color Camera.

Puc. 3.11. [Ipukinan pesynbraTiB podotn kommnonenta Color Camera

3.3.3. Peanizayis nons enubunu kapmu

3o0paxkeHHs TIMOWHU, a00 KapTU TIMOWHU, € BIITIHKAMH CIpOro, Jie
IHTEHCUBHICTh KOXKHOTO TIKCeJid BKa3ye Ha BIJICTaHb BiJ KaMepH 10 OO'€KTIB y
cueHi. L{i 300pakeHHs] € KPUTUYHO BAKIUBUMH B KOMI'IOTEPHOMY 30p1, OCOOIMBO
JUISL CUCTEM CTepe0oOaueHHs, IKi BUKOPUCTOBYIOTh 300pa)KE€HHS 3 KUIBKOX Kamep
Juist o0uncinenHs rimbunu cuenu. B UES 300paxenHs rmuOuHu reHepyroThes 3a
noromoror 0ydepa rimbunu cuenn (Scene Depth buffer), skuii dikcye BincTaHb
BiJl KamMepu 710 KoxkHOTO Mmikcens. Hamr komnonent DepthCamera BukopucToBye 11i
HAJAIITYBaHHS JUISl 3aXOIUIEHHS TOYHUX JaHUX riauOunu. [{ns 30epexeHHs
BHCOKOI TOYHOCTI 3HAa4eHb TIIMOMHM MU 30epiraemMo HeoOpoOieHi maHi Scene
Depth six macuBn NUmMPy 3 muiaBatodoro komoro. KpiM Toro, Mu Haga€eMo CKpUNT
Ha Python ans koHBeprarii MUX MacwBiB y 300pakeHHs Yy BIATIHKAaX CIporo JUis
noJjermenHs Bizyamizamii. Ha puc. 3.12 moka3aHi mpukiagu pe3yiabTaTiB poOoTH

xommoHeHTa Depth Camera miciist eTamy moctoOpoOKu.
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Puc. 3.12. Pesynbrar pobotu komnonenta Depth Camera micns eramy

0CTOOPOOKHU

3.3.4. Peanizayis xapmu Hopmanetl

Kaptu HOpmaneil — 1e 300pakeHHs, K1 KOAYIOTh OpIEHTALi0 HOpMaJel
MOBEPXHI CIEHW 3a JOMOMOTOI 3Ha4YeHb KoJMbopiB RGB, ne kokeH miKcenb
NPEICTaB/IsA€ HANpsAMOK, B SKUI copsiMoBaHa moBepxHA. Llg iHpopmaniga e
BXKJIMBOIO JIJIS TOYHOTO PEHACPUHTY OCBITJICHHS, 3aTIHEHHS Ta JI€Talleld MOBEPXHI
B 3D-monemsx. Ilomi6ono mo cumynstopa CARLA, TyT mpomoHyeThbCs METON
reHepallii KapT HopMaJsiel 3a JOMOMOroro marepiaiiB moctoopooku (Post Process
Materials). Ha puc. 3.13 mokasaHi mpuKIagy pe3ylbTaTiB poOOTH KOMIIOHEHTA

Normal Camera.

Puc. 3.13. [Ipuknan pesyneraty podotn komnonernra Normal Camera
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Y Unreal Engine wmarepiaim 1OCTOOpPOOKHM € KOPHCTYBallbKHMH
MartepiajaMu, 1110 3aCTOCOBYIOTHCS MICJSl MOYATKOBOTO PEHACPUHTY ClieHH. BoHuU
JIO3BOJISIFOTH J10JaBaTH Bi3yaibHl €(EKTH, TaKl K KOPEKIlis KOJIbOPY, PO3MUTTS Ta
BUKpUBJIEHHs. Jlnsg reHepauii KapTH HOpMaled B CHUCTeM1 pPO3pOOJIEHO
cnemiansHuii Material Blueprint (sx mokazano Ha puc. 3.14), skuii Bugae BEeKTOp

HOpPMaJIi CBITOBOTO MPOCTOPY JJIsl KOXKHOTO TMIKCEIS.

I FPM__Normal

——— @ Emissive Color
1 v
value[1.0] @ .
L e
Feature Level Switch v

SceneTexture:WorldNormal - @ Default o

gMuElplyz.D, E) v k{\ﬁﬁi 05) v =

Uvs Color @ —— A = A [ 3
ES3.1
Size O B[05 B[05
" SM4_REMOVED
Invsize O»
SM5

SM6

Puc. 3.14. Cxema matepiany Jjisl TeHepalli KapTiu HopMasen

Pucynok 3.14 nemonctpye HanamtyBands Material Blueprint mist reneparii
kapT HopMmasieii. By3on SceneTexture orpumye kapty Hopmaneit (X, Y, Z) 3 UES 3i
3HaueHHsAMU BiJ -1 10 1, siki Mmu nepemacitaboByemo 110 0-1 nist BimoOpaxkeHHs B
RGB. Emissive Color rapanTtye, 1mo BuXigHe 300paKCHHS HE 3aJICKUTh BiJ
ocBiTieHHs cueHu.lli BekTOpHI JaHi HaAJalOTh KIOYOBY 1H(OpMaILiI0 Mpo
OpIEHTAIII0 MOBEPXOHb Yy CIIEHI. 3a JOMOMOTOI MEPETBOPEHHS LIMX BEKTOPIB y
KOJIpHY KapTy Ta 3acTOCyBaHHs Matepiany sk Post Process Material mo wamoi
NormalCamera, mMu MoxxeMo e(EKTHBHO 3axOIUTFOBATH Ta 30epiraTd aaHi

HOpMaJiel sik 300pa’KeHHs.
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3.3.5. 3ob6pasicennsn ceemenmauii

CermenTaniss 300pakeHHd — 1€ (yHAaMeHTalbHAa KOHLENLIS B
KOMIT'TOTEPHOMY 30pi, JIe KOKEH MIKCeNlb B 300paXeHH1 MapKy€eEThCS BIAMOBIIHO A0
o0'ekTa, periony abo Kijacy, 0 SIKOTO BiH HaJI€XHUTh. 300pa)K€HHsI CErMeHTallil €
BOKJIMBUMU JUIsI TAaKWX 3aCTOCYBaHb, SK AaBTOHOMHE BOJIHHSA, MeEIWYHA
Bi3yaumizaliss Ta pobotorexHika. Ha puc. 3.15 mokaszaHi mpukiagd pe3yiabTaTiB
pobotu kommnoneHTa SegmentCamera. 3a3HauuMo, 0 TEpMIH 300paKEHHS
CerMeHTalli B M1l CTaTTl CTOCY€TbCS 3r€HEPOBAHOI aHOTAIlll JJISI CEeMaHTUYHOI

cermeHTarii.

Puc. 3.15. Ilpuknan pe3yasTaty poOoTH KomnoneHta SegmentCamera

PobGounii mporec cTBOpeHHs 300paxkenh cermenranii B Unreal Engine e
CKJIQJIHIIIUM, HI)K TeHepallis MoJiB TTMOWHY Ta KapT HOpMaJel, OCKUIbKH BUMarae
BUKopucTaHHs sk Oydepis Custom Depth, tak i cnemiansroro Material Blueprint
Ui Marepiany moctoOopoOku [35]. 3okpema, MM BHKOPHCTOBYBaJM Oydepu
Custom Depth ta Custom Stencil pazom 3 maTepianom mocToOpOOKH.

Crnouatky mu aktuByBaiu Custom Depth-Stencil Pass B namamryBaHHSIX
MPOEKTY, 00 JJO3BOJUTH OO0'€KTaM 3amuCyBaTH 3HAYEHHS KOPHUCTYBAI[LKOTO
tpadapery. g koxxkHoro o6'exkra abo kiacy, MpuU3HAYEHOTO AJISI CETMEHTAIlli, MU
NpU3HAYWIIM YHIKaJIbHE 3HaueHHs Tpadaperty, yBiMkHyBmu Render Custom Depth
Pass Ta BcranouBim Custom Depth Stencil Value B ixHiX BiIacTHBOCTSX
penaepunry. [lotim Mu po3pobuiin MmaTepiai MOCTOOPOOKU, IKUN OTPUMYE TOCTYII

no oydepa Custom Stencil wepes Byzon CustomStencil. Lleit maTepian BigoOpaxae
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3Ha4YeHHS TpadapeTy Ha MEBHI KOJbOPHU, IO BIJANOBIIAIOTH PI3HUM KJacam
CerMeHTalii. 3acTOCOBYIOUM L€ Marepiajd A0 Halloro KOMIOHEHTa Segment
Camera, Mu MOXEMO BIJITBOPIOBATH CLIEHY TaKUM YHHOM, IO KOJIP KOXKHOT'O
MIKceNsl MpeAcTaBiisie Moro cemManTuuHy kinacudikamiro. Ha puc. 3.16 mokazaHo
nHanamtyBanHs Material Blueprint mns renepartii 300paxeHsb cermMenrarii. By3on
CustomStencil Bunae 3HaueHHs Tpadapery, MPUCBOEHE KOKHOMY 00'€KTY, TOJI K
CustomDepth ta SceneDepth BukopucCTOBYIOTBCS AJIs TIEpeBipKH OKJIIO3ii. Macka
CerMeHTallli rapaHTye, 0 3aKPUTI YACTUHU OO'€KTIB BUKJIIOUAIOTHCA 3 KIHIIEBOTO

pe3ynbTaTy, CTBOPIOIOYH MPABUIIBHY MAcKy JIJIsi CETMEHTAIII1.

(oo ~

Constant [ 3 e
- 1.0] ¥|0.0] Z| 0.0 1 EPM_S&gStencl‘
SceneTexture:Custom Stencil Pt 1@ }
Uvs Color @ Dmde(,zﬁ
’_rv
Size O \J“"(“ 3
InvSize O» w i
. m
~ Muhlply o
Multlply v A ®-=——_ & Emissive Color
550 B A B
SceneTexture:CustomDepth
Input Data | Mask (R
uvs Color @ ——— @ [ 2 [ N .
size O Y B
InvSize O» & A=B
ad A==B
| Mask T Rs v
s ° & A<B
v Equals Threshold
10.00001
e ~
SceneTexture:SceneDepth e
[ 41} ~
uvs Color @ e
>
Size O Value
1 ~
InvSize O» -
v Value L 3

Puc. 3.16. Hanamrrysanus Material Blueprint ayis renepartii 300pakeHb

cerMeHTarii

Y Unreal Engine akropam, CTBOpEHMM Ha Malli, MOXXHA MpPU3HAYATH
TEKCTOB1 TEru, IO JAONOMAarae OpraHi3yBaTH Ta Kiacu(ikyBaTH OO'€eKTH aJis
KOHKpETHUX 3aBlaHb. CuctemMa BHUKOPUCTOBYE CHUCTEMY TEryBaHHsS s
CEMaHTHYHOI CerMeHTalii, e Oyab-IKuid 00'€eKT 3 Terom 'segment’ BBa)kaeTbCs

KAaHIUIATOM JJISI CErMEHTAIlll. 3a3Bu4Yai, KOKEH 00'€KT Ha Malll Ma€ IBa TETU. TEr
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'segment’ Ta nOomaTKOBUM Ter, KM BKa3ye Ha Kiac 00'eKTa ISl CEMAHTHYHOI
cermeHranii. Konu cuenapiii 3amyckaeTbesi, CUCTEMA 3alUTY€E BCl 00'€KTH 3 TErOM
'segment’ 1 BUKOPUCTOBYE IXHI KJIACOBI TErW [JIsi CTBOPEHHS XEII-TaOJuIll
icHytounx kiaciB. [ToTiM BiH MpUCBOOE BiAMoOBigHE 3HaueHHs Tpadapety (0-255)
KOKHOMY 00'€ekTy Ha Mami. Y BUXIJHOMY 300paK€HHI MU KOJAYEMO 3HAUYCHHS
Tpadapery 00'ekTa B 4EpBOHOMY KaHaji. blok-cxema, 110 OMUCYE I[I0 OIepallilo,
nokazaHa Ha pucyHky 2.11. Buxinne 300pakeHHST MoOxke OYyTH BUKOpPHUCTaHE
Oe3nocepeIHbO SIK Macka JJisi pI3HUX 3acTocyBaHb. Jlis kpampoi Bizyauizarii
pe3yabTaTy CerMeHTalil MU HajgaeMo CKpuntT Ha Python, skwii reHepye HOBI
300pakeHHs, Jie KOXKHE 3HauyeHHs TpadapeTy acoI[IO€ThCS 3 MEBHUM KOJIIPHUM
kojioM. Lli konbopu Oyiu 3reHepoBaHi HUISAXOM MOALTY KojiipHoro npoctopy RGB

JUTsL OTpUMAaHHS 256 yHIKaJIbHUX KOJIBOPIB.

3.4. IIpouec aHOTYBaHHS JaHUX

Sk 3a3Havanocs padimie, cucteMa Oyna po3poOjieHa 3 OCHOBHHM (POKYCOM
Ha OIlIHIN TO03W JIOAWHU Ta aHadi3l moBeAiHKH. OKpiM BIATBOPEHHS Ta 3amluCy
PI3HOMAaHITHUX CILIEHAPIiB 3 aHIMAIll€I0 MEPCOHAXIB, CUCTEMa MOKE aBTOMAaTHYHO
reHepyBatu aHoTtamii ais 3D oomexyBanbHuX pamok (bounding boxes) ta mo3m.
[I106 3a0e3meunTH CyMICHICTD 13 3arajJbHONPUHHATUMU OC€HUMapKaMH Ta IIUPOKO
BUKOPUCTOBYBAaHUMH IHCTPYMEHTAMH, aHOTAllli TMO3U B CHUCTEMI CYBOpPO
JOTPUMYIOThCS cTaHJapTiB. Lle n103Bossie Oe3MepenkoJHO IHTErPyBATH CUCTEMY 3
HassBHUMHU IHCTPYMEHTAMHU JUIsi OOPOOKH JTaHMX, a TaKOX CTBOPIOBATU crelu(iuH1

HAOOPH JaHMX IS PI3HUX MOZCNIEH KOMII'TOTepHOro 30py, Takux sk YOLO [30] ta

EfficientNet [41].

3.4.1. Mexanizm anomysanms
Jliis peamizanii miei GyHKIioHampHOCTI cucTeMa Moaudikye pecype Skeleton
Asset BCiX TIEpCOHAXIB, TPHUKPIILUIIOIOYN COKeTH (BIpTyalibHI KICTKH) JO

BIAMOBIAHMUX IIO3MINKM HA TUIl JUIT KOXXHOI KJIFOYOBOI TOYKHM, [0 BUMAracThCs
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dopmaTom anorarii OpenPose. ¥V pymii Unreal Engine coketu 3a3Budaii
BUKOPUCTOBYIOThCS JUIsI TpPUEAHAHHS 00'eKkTiB (HANpHKIAA, akcecyapiB) [0
nepcoHaxiB. OHaK, iXHE PO3TAlTyBaHHS TaKOX MOXKEe OyTH JUHAMIYHO OTPUMAHO,
0 poOUTH IX IA€ANbHUMM JUIsl 3alUTy MO3ULIA KIIOYOBUX TOYOK Ha TLII
nepconaxa. Ha puc. 3.17 ta puc. 3.188 nmpencraBneni npukiaau aHotamii as 3D
00OMeXyBaJbHMX PAMOK Ta OI[IHKHA TO3H, 110 € “eramoHHuMu Aanumu’ (ground-

truth).

Puc. 3.17. Ilpuknax etanonnux ganux (ground truth) 3D aHoranii oOMexyBaabHOT

paMKu

Puc. 3.18. Ipuknan eranonnux ganux (ground truth) 3D anorarii mo3u

63



Jlist onTuMizanii npouecy 300py LUX JaHUX MPO KIKOYOBI TOYKH, CHUCTEMA
BKJIIOYa€ KOMIOHEHT aHoTyBanHs (Annotation Component), skuii MoxxHa
npueaHaTd 10 OyIbp-SKOro mepcoHaka Ha Marmi. [leil KOMIOHEHT 3amurye Ta
3aMuCcy€e MO3UIll KIOUYOBUX TOYOK MEPCOHa)Ka B KOXKHOMY Kajpi, IO J03BOJIsIE
TeHepYyBaTH JIeTalbHi AaH1 JIs aHoTailii mo3u. KpiM Toro, KOMIOHEHT aHOTYBaHHS
Takox BijicTexkye 3D oOMexyBalibHy pamMKy NepcoHa)xa B KOXHOMY kazapi. Llei
nporiec € mupoctimmM, ockitbku Unreal Engine 5 namae APl (Hampuxan,
GetActorBounds) mmst 1erkoro oTpuMaHHS OOMEKYBaJIbHOT paMKH, SIKa OXOIUTIOE

HIepCOHAXKA.

3.4.2. 36epicannsn ma ynpasninHa 0aHuUMU

st edekTuBHOrOo 300py Ta YHOpPABIIHHSA JAaHUMM ]l 4ac iX TeHepauii
cUcTeMa MiCTUTh MeHekep anoTamii (Annotation Manager), sikuii Mo)KHa 10AaTH
Ha Mmary. MeHemkep aHOTaIlid BIJICTEXKYE BCl KOMIOHEHTH aHOTYBAaHHS, arperye
JaHl Tpo MO3y Ta OOMEXYyBaldbHI paMKHU BiJ KOXKHOTO MEpCOHa)ka Ta 30epirae
3i0paHi aHoTamii y BuXigHy manky “Annotations" mopa3y, Kojau KOpHCTyBad
pOOUTH 3aIUT HA 3HIMOK.

JleTanpHime, a”ortamii mo3u 30epirarotbes y CSV-daiinax. Koxen psgox
IIPEICTaBIIAE MEepCOHAXKa Ha clieHi, imeHtudikoBanoro 3a «ld» ta «Name», 3 3D
KoopauHaTamu [X, Y, Z] I KIOYOBHX TOYOK, TAKUX SK HIC, IIMs, IUI€Yl, JIKTI,
3an'sicTs, CTETHa, KOJIIHA, IIMKOJOTKH, 04l Ta Byxa. AHoTallli oOMeXyBalbHUX
pamok 30epiratotbcst okpemo B CSV-gaiinax. Ananoriudo no gopmary aHorarii
031, KOKeH 3amuc BKIodae «ld» ta «Name» mis mepconaka. OmHak, 3aMiCTh
KITFOUOBUX TOYOK, BiH 3amucye 3D KoopauHAaTH BOCBMH KyTiB O0OMEKyBadbHOI
pamMKH, Jie TepIri YOTUPH KyTH BU3HAYAIOTh BEPXHIO YACTHHY, a OCTAHHI YOTHPH
— HIKHIO.

Ha puc. 3.19 mokaszaHo, sSK cHCTeMa HPHKPIIUIIOE COKETH JI0 MOJACIICH
MEPCOHAXIB JIJIS 3aMHUTy TMO3W B peanbHOMy dYaci, a Ha puc. 3.20 300paxkeHa

CTPYKTYypa JaHuX JIg aHoTtamii 3D 1mo3H, sIKor Kepye MEHeKep aHOTalliH.
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Puc. 3.19. IIpuknan npukpimIeHHS COKETIB 10 MOJIEIi IEPCOHAXa JJIs 3aUTy

po3TalnIyBaHHs 103U B peaibHoMy 4aci B Unreal Engine

HEAD

Nese: dauble[3] REar: double(3] ‘

LEar: double[3] |

REye: double{3] | l LEye: double[3] |

IDENTITY ARMS
| Id: String | Name: String | RShoulder: double{3] | RElbow: doublef3] RWrist: double(3] | LShoulder: doublef3] | LElbow: double[3) | | LWWirist: double{3)

LEGS

. I RHip: double{3] | [ Rinee: double(3] } | RAnkle: double(3] I | LHip: double(3] l | LKnee: double(3] LAnkde: double[3] |

Puc. 3.20. Bizyanizamist ctpykTypu JaHux 1t anotaunii 3D mo3u

Menemkep aHoTariii BiamoBimae 3a 30ip manux mpo 3D mo3y Bim ycix
MEepPCOHaXIB Ha Mari Ta 30epekeHHs1 pe3ynbTaty y ¢aiin dopmaTty «.CSV» s

KOKHOT'O 3aIIUTy Ha 3HIMOK

3.4.3. Tpancghopmayis xoopounam

VY miii poboTti maHi aHOTaIi 30epiratoThcsi B 3D CBITOBUX KOOpAMHATAX
(world coordinates) Takium YMHOM, 110 BOHH € HE3aJIeKHUMHU Bia kamepH. Lle moxke
OyTU KOPUCHUM IpHU MPOBEACHHI aHANI3y JaHUX Ta PEKOHCTPYKIIi ciieHu. OHaK,

MH YCBIJIOMJIIOEMO, IO TNepeTBOpeHHs X J3D-koopauHat y 2D mikcenbHi
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KOOPJIMHATU € KPUTUYHO BAXJIMBHUM JIJISI CTBOPEHHS HAOOPiB MaHUX, CYMICHUX 3
ICHyFOUMMH ~ MOJCIISIMH  KOMITIOTEpHOTO  30py. /[l  CHOpomieHHs  1mbOoro
nepeTBOpeHHss Hajgae JUupyter-HoytOyk, IO MICTHTh CIyXkO00B1 (QyHKIIi s
tpanchopmanii 3D ganux anotamiii y 2D. Ileit mpoiiec BUKOPUCTOBYE MaTpHIL
MpoeKIii kKamepH, 30epekeHi y ¢aiini cameras.csv, sikuit renepye CaptureManager
7U1s 30epiraHHs BCiX BIAMOBIAHUX MeTadaHuUX kamepu. Hamana maTpuiist mpoexirii
KamMepu Moke OyTu Oe3mocepe/lHbO BUKOPUCTAHA NJisi MEPETBOPEHHS TOUYOK 31
CBITOBMX KOOPAMHAT y KOOPJMWHATH CIEHU 3 MIHIMalbHUMHU 3ycWuisiMu. Kpim
TOr0, METaJIaHi KaMepH BKJIIOYAIOTH po3Mipu 300paxenHs, kyT orisay (field of
View), a TakoXX BEKTOPH IEPEMIIICHHs Ta oOepTaHHs Kamepu (KpeH, TaHTaX Ta
PHMICKaHHSI), 1[0 JT03BOJIIE HAM PEKOHCTpYIOBaTH K BHyTpimHio (Intrinsic), tak i

30BHIIIHIO (EXLINSIC) MaTpuIli KaMepH, SIKIIO 1€ HeOOXiIHO.

3.5. locaixkeHHsl i TeCTYBaHHS CUMYJISIIITHOTO cepeoBUINA

Jns 3a0e3nedyeHHs 3pY4YHOCTI TECTYBaHHS CHCTEMHU OYJIO MPEJICTABICHO
CUMYJISIIIAHE CepefOBUIIE Yy BUIJISAl JABIMKOBOTO BUKOHYBAHOrO Qainy ist
ornepariitaoi cuctemu Windows. Y moTo4HOMY CTaHI CUCTEMa MPOIOHYE JBa Pi3HI
cuMyIIsILiiHl cepenopuma: BasicMap ta Downtown. Tlpu 3amycky mporpamu 3a
3aMOBYYBaHHSM BIJTKpUBAEThCs cepenoBuiie BasicMap. KopucrtyBadi MOXyTbh
NEePEMUKATUCA MK Maramu 3a JOMOMOIOK CHaJHOTO MEHIO Y BEPXHbOMY JIIBOMY
KyTi exkpaHa. Jlnsg koxkHOi Mamu Oylno HaJaHO JiBa 3pa3Ku CIEHapliB, 110
OXOILTIOIOTh OLIBIIICT, TUIMOBUX BHUITAJKIB BHUKOPHUCTAHHS /ISl OI[IHKA HAIIIOTO
pimeHHs. KopuctyBadi MOXKyTh BIATBOPIOBATH Pi3HI CliEHapii, BUKOPUCTOBYIOUHU

CHajJHEe MEHIO B HUYKHbOMY JIIBOMY KYTI.

3.5.1. Ilpoyec eenepayii oanux
[Ipy mnepmiomMy 3amycKy CIHEHapid BIITBOPIOETbCS aBTOMATUYHO, ajie
KOPUCTYBayl MatOTh MOKJIMBICTh MPU3YNUHUTH a00 BIIHOBUTH BiITBOpeHHs. Kpim

TOTO, BOHU MOXYTh 00€pTaTU Ta MEpPeMilllyBaTH KaMepy OrJsiay 3a JOMOMOTOI0
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MUl Ta KhaBiatypu. [l reHepaunii HaOOpy JaHMX KOPHUCTYBadl MOXYTb
HaTHCHYTH KHOTKYy «Generate Dataset», mo npusBene 10 CKUIAHHS CHEHapiio Ta
HOT0 MOBTOPHOTO BiATBOPEHHS, OJHOYACHO 3aXOIUTIOIOUU SIK 300pa)KeHHS, Tak 1

JaHl a”HoTauii. Bineo3amucu cueHapliB Ha JeSKMX Manax MPEeACTaBIIEHI Ha PHC.
3.21-3.22.

Scenario

Resume Generate Dataset

Puc. 3.21. Cuenapiii 1 y cepenosumnii BasicMap

Scenario

Generate Dataset

Puc. 3.22. Cuenapiii 2 y cepenosuii BasicMap
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3.5.2. Ilomik 0anux 3 kamepu

KpiM TOro, OCKUIbKM CHCTEMA TAKOK TPAHCIIOE MOTIK 3 KaMEPH OISy SK
MOTIK 3 BEOKaMepu Ha XOCT-KOMIT'FOTEP1, KOPUCTYBaul MOXYTh BUKOPUCTOBYBATH
Oynb-sKy Menmia-0i0mioreky abo moJaToK, IO TMpairoe 3 BeOKaMmepamu, s
3aXOIUVIEHHS 1Oro MNOTOKYy. Jlnms aemoHcTpaiii 1i€i ¢GyHKIIOHAIBHOCTI Oyio
Ha/JaHO CKpuNT Ha Python mist 3amycky momepeaHbO HaBYCHOI MOJENI JETEKINiT
o0'extiB YOLOV10 Ta BUKOHaHHS BHCHOBKIB Ha mMOTOLi 3 BeOKkamepu. Pezynprar

J€MOHCTpalii moka3zaHo Ha puc. 3.23.

Puc. 3.23. Ilpuknax poGoTu BUsiBIEHHS 00'€KTIB HA TOTOIII 3 BeOKamMepu

3.6 HaBuanus YOLOV11-Pose na 1oBijibHOMY Ha00pi 1aHUX

Jns nemoHcTpatii eeKTUBHOCTI HA0Opy NaHUX, 3T€HEPOBAHOTO CUCTEMOIO,
y HaBYaHHI Ta MOKpPAILIEHHI ICHYIOUOI MOJEJNI OLIHKM MO3H, Oyl10 cpOpMOBAHO
HaOlp JaHUX 13 300pak€Hb, OTPUMAHUX Yy JBOX CIEHApisIX B CEPEeIOBHILI
BasicMap. Lleit HabGip manmx ckiagaerbes 3 3150 300paxeHb, 3HATHX 3 JIBOX
paKkypciB KaMmepu, 1 pO3JUJICHUM Ha TPEHYBAJIbHUN Ta BaiigauiiHuii Habopu y
criBBiHOIIEHH1 4:1.
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3.6.1. Iliocomoska oanux ma mpancgopmysanms

Jlist miaTpuMku poOodoro mpornecy HagaeMo aBa JUpyter-HoytOyku: oJuH
MPU3HAYCHUIN [JIs TOMEpPeIHbOI OOpOOKM 3TeHEpOBAHOTrO HAOOPY HaHUX s
3a0e3MeueHHsT CyMICHOCTI 3 HOBITHIMM wmonensmu YOLO, a iHmmin — s
HaBYaHHS camoi Mmozeni. llepexn 3aHypeHHSIM y MpolleC HABYAHHS BaKIMBO
CIIOYATKY PO3MJISIHYTH €Tamu TpaHcpopMallli JaHuX, HEOOXITHI i ajanTarii
JAHUX TO3U JUIsl BUKOPHUCTaHHS 3 MonepeaHbo HaBueHuMH monensamu YOLO nns
OL[IHKHU TO3MU.

Sk Oyno nokazaHo paHiumie, BHXinHI JaHi aHoTauii 3D mo3u MICTATH
inentudikarop (ID), im's (Name) ta 18 xarouoBux TOYOK (HiC, IIHS, IUICYi, JIKTI,
3aIl'ACTs, CTeTHa, KOJIiHA, IUKOJIOTKH, 04i Ta Byxa) y 3D cBiTOBHUX KOOpJIMHATAaX.
Lleit ¢opmar BiaANOBiAae CTaHAAPTHOMY (QopMaTy 3 OpPUTIHAIBHOI HAYKOBOI
poborn OpenPose. ®opmar omiaku mo3u wmoaeiai YOLO, 3 inmoro 00Ky,
0aszyerbcs Ha (dopmari COCO, skuii nmemo BiapizHsaeTbes Big OpenPose. llei
dopmar nounHaeTbes 3 MiTku kimacy (0 juis srozmeid), 3a  SIKOKO  CIIAYIOTh
HOpPMaJTi30BaHI KOOPJAMHATH OOMEKYBajdbHOI paMku (Xo, Yo, W, h), 1o
NPEACTAaBISAIOTh LIEHTP 1 po3Mipu pamku. Bin Bkiroyae 17 KITIOUOBHUX TOUOK Yy
BUDVIAAI TPikoK (X, Y, BUAMMICTB), A€ ''BUAUMICTH" BKa3ye, 4 3HAXOIUTHCS
KJII0YOBAa TOYKA B Mexax 300paxkeHHs. Ha BiiMiHY BiJ MPONOHOBAHOI CHUCTEMH,
dopmatr YOLO COCO-Pose e BKITIOYAE KIFOYOBY TOUKY ''Tiwsi”, HMOBIPHO, TOMY
10 1i MOKHA 1HTEPIOJIIOBATH 3 KIIFOUOBHX TOUYOK JIIBOTO Ta MpaBoro ruieda. Etanu
TpaHchopMalii JaHuX, HeOOXI1H1 Il MEePETBOPEHHS BUXIHOI aHOTallli y ¢opmar,
cymicamii 3 YOLO, Oynu HaBeAeHI HA MOYATKY TPETHOTO PO3ILTY.

Jiis meperBoperHst 3D anoTartiii cucremu y cymicauii 3 YOLO 2D dopwmar,
koxHa 3D KiIodoBa TOYKAa CMOYATKy TOBHHHA OyTH cHpoekToBaHa Ha 2D
wiomuny. lle Bumarae moOyaoBU MaTpUIll MPOEKI[li KaMepH, Ky MOXHa 3HaWTH
JUISL KOXKHOI Kamepu y ¢aiii Cameras.CSV, po3TalloBaHOMY Yy BUXIIHIN marili
anoTanii. Ilicas mpoekTyBaHHS KOOpAMHATHA HOPMaJi3yIOThCSI HA OCHOBI PO3MIPIB
300paxkeHHs. OOMexyBajibHAa paMKa OOYMCIIOETHCA MIISAXOM 3HAXOJKEHHS

MIHIMQJIBHUX 1 MaKCUMaJIbHUX 3HA4€Hb X 1 Y cepell CIPOCKTOBAHUX KIHOYOBUX
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TOYOK, BHM3HAUalOYM LEHTp 1 po3mip BigmoBimHo a0 Bumor YOLO. IIpamopu
BUJIMMOCT] BCTAaHOBJIIOIOTHCS IUIAXOM MEPEBIPKU, YU JIEKHUTh KOXXKHA KIHOYOBA
TOYKa B MEXaxX 300pa)k€HHs, a KIOYOBa TOYKA 'IIMS BHUKIKOYAETHCS JUIS

3abe3nedeHHs cymicHOCTI 3 popmarom COCO-Pose.

3.6.2. Hasuanus ma pezyiomamu

Jlns nporo excnepuMenty mu oOpanu YOLOVIIN-Pose (Bepcito Nano)
yepe3 Moro BIAMIHHUEN OajlaHC MK 00UYHCITIOBAJIBHOO €(DEKTUBHICTIO Ta TOYHICTIO,
o pobute #Horo mo0pe MNPUCTOCOBAHUM /IS HaBYaHHA Ha amnapaTHOMY
3a0e3reueHHl 3 00MeKeHUMH pecypcamu. BpaxoByrouu, 1110 Mojelib HaByagacs Ha
JOKaJIbHOMY KoMI'toTepi 3 oOMexeHorw Bimeomam'sttio (VRAM), Bapiant Nano
J03BOJIMB HaM JIOCSITTH BHCOKOi MPOJYKTUBHOCTI, HE MEPEBUILYIOYN OOMEKECHHS
nam'sti. Mu HaBuanmu mozaens YOLOV11 Ha mpoMy KacTOMHOMY HaOOpi JaHUX

npotsirom 100 emox. IlincymkoBi pe3yapTatu penctanieHi B Tadnuii 3.1 i Ha puc.

3.2413.25.

Performance metrics of YOLOv11n-Pose model before/after training

Before Training

11 7 mm After 100 Epochs

1.0 A

099 0.99 098 0.99
0.92 0.91
0.90 0.89

0.9 1 086

0.8

0.7 4

0.60

0.6 |

0.5 4

0.4

F1

AP50-95 AP50 Precision Recall

Scores

Metrics
Puc. 3.24. T'icrorpama meTpuk npoayktuBHocTi Moneni YOLOvV11-pose na
BaJliJalliftHOMY Ha0OP1 JaHUX
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Taomunsa 3.1.
Mertpuku npoayktuBHOCTI Mozeni YOLOvV11-pose na BaniganiinoMy

Ha0Op1 JaHUX JIO Ta IMICIIsI HaBYaHHS

Metpuka /1o HaBYaHHSA Iicas 100 emox
AP50-95 0.60111 0.91797
AP50 0.89537 0.98748
Precision 0.91151 0.99048
Recall 0.86018 0.98051
F1 0.88510 0.98547
train/box_loss train/pose_loss metrics/mAP50(P) metrics/mAP50-95(P)

1.75 4 —e— results 0.91
4 - . smooth 0.95 4
1.50 4 0.8 1
0.90 A 0.7 1

0.6 -

?

0.85
o.5-f

0.50 1 0.80
0

0 50 100 0 50 100 0 50 100

1.25-
1.00 2]

0.75 4

50 100

Puc. 3.25. Pezynbratu HaBuanHsa YOLOvV11

Pesynbratn HaBuanHsa Mmozeni YOLOv11n-Pose na kactomHOMYy HaOopi
JaHUX MOKa3yIOTh CYTTEBE MOKpAILIEHHS MPOIyKTUBHOCTI Behoro micas 100 emox.
Crnouarky Mozenp aocsria nokasHuka APsoos 0.6011, npu APso 0.8954, Tounocti
0.9115, nosnori 0.8602 ta F1 0.8851. [{o kiHlsg HaBYaHHS BC1 111 METPUKH 3HAYHO
3pociu:. APsoos 10 0.9180, APso mo 0.9875, Tounicte mo 0.9905, moBHOTA MO
0.9805, a F1 no 0.9855. Kpim Toro, kpuBi BTpaT JUisl paMKH Ta MO3U MOKa3ylOTh
cTaOUIbHE 3HWXXEHHS, TOJI sIK METpUKU MAPso Ta MAPso-95s 1€eMOHCTPYIOTh UITKY
TEHJEHIII0 10 3pocTaHHs. Lle cBIAYMTH Mpo Te, 10 NPOLEC HAaBYAHHS MPALIOE
HaJIeKHUM 9uHOM. i pe3ynbratu migKpecaoTh MOTSHITIAT CHHTETUIHUX JaHUX
BiJI CHUCTEMH JUIsl MIITPUMKHU Ta MOKPAIICHHS MPOAYKTUBHOCTI MOJIENIEH OLIIHKHU
no3u. JlolaTKoB1 MPUKJIIAIU pe3yJIbTaTiB BUCHOBKIB MOJIeN1 TTOKa3aH1 Ha puc. 3.26

Hetani koHdirypaiiii HaB4aHHS JOCTYIHI B Tabnuill 3.2.
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Puc. 3.26. Ilpuknax po6otu YOLOV11 Ha TecToBOMY 300pakeHHI Micisl HaBYaHHS

Tabmums 3.2.
[Tapametpu nmonamamryBanHs s YOLOv11
ITapamerp 3HaueHHs

[IBuakicTs HABUYAHHS 0.01

KinmeBa mBuaKicTs 0.01

Po3mip nmakery 16
KinpkicTb emnox 100

Po3mip 300pakeHHs 640
Onrtumizarop Adam
MowmeHT 0.937
3MEHIIICHHS Baru 0.0005

OTtxe, mponoHOBaHa cucTeMa Oysa po3pobJieHa K reHepaTop CUHTETUUHHUX
Ha0OpIB JTaHMUX, CHELIaIbHO aJanTOBAaHUN JUIs 3aBllaHb OI[IHKH IMO3M JIOJUHH Ta
aHayi3y MOBEAIHKU. 3 aKIEHTOM Ha Ha/JaHHI IHCTPYMEHTIB Ta PoOOYMX IPOIECIB
JUISL CTBOPEHHSI KAaCTOMHUX HAOOpIB JaHMX, CHUCTEMa JO03BOJISE 3aXOILUTIOBATH
CKJIaJ{HI, OpIEHTOBAaHI Ha IJIIOAUHY CLEHapii 3 pEaliCTUYHOI aHIMaIll€l Ta
aBTOMAaTUYHUM aHOTyBaHHAM. JlaHa po0OoTa JEMOHCTPYE MOKIHUBOCTI CHUCTEMH

JUIs TeHepallii HaOOpiB JaHUX, SIKI MIABUIIYIOTh TOYHICTh ICHYIOUUX MOJENEH
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OI[IHKM TMO3U y JIOMEHHO-CIEeIU(IUHUX 3aBJAaHHSX, MPOMOHYIOUH I[IHHY
albTEePHATUBY TPAAUIINHUM, TPYJOMICTKMM METOJaM CTBOPEHHS HAOOPIB JaHUX.
3arajiioM, cuUcTeMa HaJa€ THYYKUM, €KOHOMIYHO €(EeKTUBHUN MiAXiT 10
reHepaiii CHUHTETUYHUX HAOOpIB JIaHUX, M0 PpoOUTh MHOro KOPUCHUM
THCTPYMEHTOM JUIsl JOCHIIHUKIB y cdepl KoMI'toTepHoro 3o0py. lle He Tumbku
PO3ILIUPIOE MOMXKITUBOCTI, 1110 MOXKYTh OYTH JOCSTHYTI 3a JOMOMOT'OI0 CUHTETUYHUX
JaHWX, ajle W  BIAKPUBA€E  HOBI  MNEPCHEKTUBU  JJIi  CTBOPEHHS
BY3bKOCHEILIAII30BaHUX  HA0OpIB  JaHUX, 110 BIANOBIAAIOTH  Tay3€BUM
CTaHJapTaM, CIPUSIOUYM PO3BUTKY JOCIIKEHb Ta 3aCTOCYBaHb OI[IHKH TMO3U B

JIOJIMHOOPIEHTOBAHOMY IITYYHOMY 1HTEIEKTI.

BucHoBKkH 10 po3ainy

Y TpeTthoMy pO3/iIi peanizoBaHO CHCTEMY IeHepallli CHHTETUYHHUX JaHUX,
[0 OXOIUTIOE MpollecH MOOYTOBU KapT CEPE/IOBUILl, PO3POOKHU CLIEHAPIIB pyXy Ta
dbopMyBaHHs 0araTOMOJAJILHUX Bi3yalbHHX JaHUX (KOJLOPOBUX 300pa)KeHb, KapT
TJIMOWHM, HOpMaJiel, CerMeHTalIiHNX KapT). Po3po0iieHnii MeXaHi3M aHOTYBaHHSI
3a0e3nedyye aBTOMATH3AIlll0 Ta TOYHICTh MNpH TpaHcdopmalii KOOpAWHAT, IO
MIHIMI3YE€ JI0JICBKUNA (PaKTOp y CTBOPEHH1 JaTaceTiB. TecTyBaHHS MOTOKIB AaHUX
13 KaMep MIATBEPAWSIO CTAOUIbHICTHL POOOTHM CHUCTEMHU Ta SIKICTh OJIEPKYBaHUX

pe3yJbTaTIB.
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BUCHOBKHA

VY mporieci BUKOHAHHSI MaricTepcbkoi poOOTH OyJio 3[1MCHEHO KOMIUIEKCHE
JOCIIDKEHHsI MpeaMeTHOi 00JjiacTi, 1[I0 OXOIUIIOE 3aCTOCYBaHHS TEXHIK
KOMIT FOTEPHOTO 30pY JUJIs 3a/1a4 reHepallii JaHuX, aHal13y MO3UI[1F0BaHHS 00’ €KTIB
Ta MOJENIOBaHHS iX TOBeAiHKU. [IpoBeneHe AOCHIIKEHHS Jajio 3MOTy
chopMyBaTH HayKOBO OOIPYHTOBaHY METOJOJIOTII0 MOOYAOBU MOJENEH TeHeparlii
CUHTETUYHUX JaHUX, SIK1 3a0€3MeUyl0Th MIABUIIEHHS €()EKTUBHOCTI alrOpUTMIB
OLIIHKY TO3H Ta MOKPAILEHHS Pe3yJIbTaTiB HABYaHHS CUCTEM BUSIBIICHHSA 00’ €KTIB.

VY mepmiomy po3aiii poOOTH BUKOHAHO JETAIBHUIN aHajl3 Cy4yaCHOTO CTaHy
3aCTOCYBAHHSI CUHTETUYHUX JaHUX Yy KOMII IOTEpHOMY 30pi. BU3HaueHO KIIIOYOBI
nepeBard Ta HENOJIKM TpaauliiHUX HAOOpIB JaHMX, Cepell SKUX — BHUCOKA
BapTICTh 300py Ta aHOTyBaHHS, OOMEXEHICTh CIEHapiiB Ta HEIOCTaTHE
pizHomaHiTTs. [lornubnene BuBuenns nabopie SURREAL, Human3.6M ta CMU
Panoptic  no3Boswiio  iAeHTH(IKYBaTH  MOMJIMBOCTI Ta  OOMEXKEHHS  iX
BUKOPUCTAHHS B 3aBJIaHHSIX OI[IHKKM TMO3M JoaAuHu. Ha OCHOBI 1BOTO
OoOTpyHTOBAaHO HEOOXITHICTh CTBOPEHHSI THYUYKUX MOJICJIeH reHepallii CHHTETUYHUX
JAHUX, 3JaTHUX aJaNTyBaTUCS 0 PI3HUX JOCTIIHUIBKUX Ta MPUKIATHUX 3aB/IaHb.

VY npyroMmy pos3nuii AOCHIIKEHO Cy4YacHI MOJENl Ta aJfOPUTMHU OLIHKHU
no3uilitoBanHss 00’ekTiB. Oco0nuBa yBara OyJjia IpualIeHA aHANI3y apXITEKTyp
OpenPose ta YOLO, sxki € pyHaaMmeHTOM JUisl pO3B’sI3aHHS 3a7a4 0araToKJIacoBOi
JIETEKI[ii Ta OI[IHKK TOJOXKEHHS O00’€KTiB y mpocTtopi. PosrisiHyto Ta
NPOTECTOBAaHO cepenoBuina cumyismii, 3okpema CARLA Tta UnrealCV, o
BHUCTYMAIOTh K IHCTpyMEHTapid Jyisi TeHepallii JaHuX Ta CTBOPECHHS
eKCIepUMEHTAIbHUX clieHapiiB. [lopiBHSIbHMI aHami3 3alpONOHOBAHOI CUCTEMHU
reHepamii JaHuX 13 BKa3aHUMHU IUIATPOpMaMU MIATBEPAUB ii (PYHKIIOHATBHY
THYYKICTh, PO3LIMPIOBAHICTh Ta 3JATHICTh IHTETPYBAaTH MEXAHI3MU ISl OLIIHKU
MOBEJIIHKK 00’€KTiB. Takox po3po0JICHO apXITEKTypy CHCTEMH, 110 3abe3nedye
MOJYJIbHICTh Ta MOJIMBICTh MOJANBIIOT ajanTaliii A0 HOBUX JOCIHITHUILIBKUAX

YMOB.
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VY TperboMy pO3LUII peani3oBaHO MOJENb TeHepallli JaHWX, [0 BKIKOYAE
dbopMyBaHHS KapT CEpEIOBHIN, CIEHApIiB pyXy Ta pI3HOMAHITHUX THIIIB
Bisyaizaiii (KoJbOpoBUX 300pakeHb, KapT TIMOMHH, HOPMaJIeH, CerMeHTAI[IHHIX
kapT). Po3poOieHmii MeXaHI3M aHOTYBAaHHS JIaHUX TapaHTye KOPEKTHICTh
TpaHcdopMaliii KOOpJAUHAT 1 MIATPUMKY €(GEKTUBHOIO YIpaBIiHHS HabOpaMu.
[IpoBeaeHo AOCIIIKEHHSI TOTOKIB JAHUX 13 KaMep y CUMYJISLIHHOMY CepeIOBHIII,
10 JO03BOJIMJIO ONTUMI3YBaTH Mpolec 300py Ta aHOTAalll B peaJbHOMY 4Yacl.
HonatkoBo 3xaiiicHeHo HaByaHHs Mozeni YOLOv11-Pose na cdopmoBaHoMy
CUHTETUYHOMY HA0Opi, pe3yJIbTaTH SIKOT0 MIATBEPAUIN NPAKTUYHY AOLUIBHICT Ta
€(EeKTUBHICTh BUKOPUCTAHHS 3aMpPONOHOBAHOT CHUCTEMHU JJIS TOKPAIICHHS
TOYHOCT1 OLIIHKU MO3UI[1F0BAaHHS 00’ €KTIB.

V3aranapHIOIOUM Pe3yJbTaTH JOCIKEHHS, MOXKHA 3pOOMTH TakKi KJIOYOBI
BHCHOBKH:

- CTBOPEHHSI Ta BUKOPUCTAHHSI CUHTETUYHUX HAOOPIB HaHUX € e(DEKTUBHUM
MIJXOA0M JUIS TTO0JIaHHS OOMEXKEHb TPAIUIIHHUX JaTaceTIB;

- po3po0JieHa cucTeMa TreHepallii 3a0e3neuye MUPOKUN CIEKTP CIEHapiiB 1
TUIIB JJaHUX, 1110 MMABUIIYE SKICTh HABUAHHS MOJEJIEH KOMIT FOTEPHOTO 30DY;

- igTerpamigs wmoxaeneit OpenPose ta YOLO y 3B’sa3mi 3  BJIACHUM
CUMYJISILIIHHAM CEPEIOBHUIIEM BIAKPHUBAE HOBI MOXJIMBOCTI JUIS JTOCIIIKCHHS
MOBE/IIHKU 00’ €KTIB y IMHAMIYHUX YMOBAX;

- pe3yJibTaTH EKCHEPUMEHTAIbHOIO HAaBUYaHHS MIATBEPJIUIN 3JaTHICTh
CUHTETUYHUX JAHUX MiJIBUITYBATU TOYHICTh Ta y3arajJbHIOBAHICTh MOJICIICH.

TakuM uYmHOM, y pPOOOTI 3ampONOHOBAHO KOMIUIEKCHHUH TMIAXIT 0
MOJICJIIOBAHHS T€Hepallii JaHUX MPO OILIHKY MO3HUIIIIOBaHb Ta MOBEAIHKY 00’ €KTIB,
[0 MOEJHYE METOJIU KOMIT IOTEPHOTO 30PY, CUMYISIIAHI TEXHOJIOT1i Ta CydacHi

aJITOPUTMHU JETEKIIIi.
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