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BBenenne. 3avyactyio mpu OOy4YEHUH CIIOKHOW MOJENU C OONBLIMM YHUCIOM CTEHeHen
cBOOONBI (MMPUMEPOM MOXKET CIYKUTh aHTPONOMOP(HBIA pOOOT WM JApyras CIOXKHas
POOOTOTEXHMUECKAsI CUCTEMA) MOXKET BO3HUKHYTh Pa3HOOOPA3HBIN PsJl CIOKHBIX (hOPM MOBEIEHHS,
YTO JOBOJIbHO 4YacTO MPUBOIUT K pa3HbIM BblOpocaM u apredakram. g momydenust Oonee
CTaOMJIBHOM M KaueCTBEHHOM pabOThl MOJENU pa3padaThIBalOT pa3iIM4HbIE MOAXOAbI, OJHUM U3
KOTOPBIX SIBIIIETCS MMMTAaLMOHHOE oOyueHue. Bo mHorux paborax [l, 2] Ha sTame oOyueHUs
MOJIENT! UCHOJIB3YIOT STAJIOHHbIE ABMXKEHHS JJIS yMEHbIICHHUS apTe(dakToB B HoBeAeHUU. OJHUM U3
CaMBbIX MOMYJIIPHBIX CIIOCOOOB CO3/IaHUSI ATAJOHHOTO JBHKEHUS sBIseTCs motion capture (3axBar
nkeHust) [5]. CylecTByeT 1Ba OCHOBHBIX BHJAa CHUCTEM 3axBara JBIKCHUS: MapKepHas U
6e3mapkepHast. OJHAKO U B TOM M JPYI'OM CiIyd4ae - 9TO AOCTaTOYHO CIJIOXHBIM U JOPOrOCTOSIIUI
Mmeton. [Ipu 3Tom cOop 1 XpaHEHHE BUIEO C pa3MEUEHHBIMHU JaHHBIMH MOXET OBITh 3aTPyJHEH WIN
MOAXOSIIET0 3TAJIOHHOTO ACMCTBUS IJIsi KOHKPETHOM MOJeNId MOXKET HEe HalThch B 0a3e JaHHBIX.
Bonee Toro, naHHbI cHoco® CIOKHO NMPUMEHUTH B HMH(pepeHce, Tak Kak Bo Bpems real-time
BBIIIOJTHEHUSI KpaliHe OrpaHMYeHbl BpEMEHHbBIE PECYPChl Ha IPUHATHE PELICHHUS.

OcHoBHas yacTh. [l penieHus JaHHOW MPOoOJIeMBbI MpeiiaraeTcss MoJielb, TeHEPUPYIOIIast
motion capture Ha OCHOBE TEKCTOBOTO ONMCAHMUS MJIM MOCIEI0BATEIIbHOCTH TEKCTOBBIX ONMUCAHUH.
Jlyig co3aHusi COrIacOBaHHBIX BO BPEMEHHU KaJpOB 3aXBaTa JIBUKEHMsI Oblia pazpaboTaHa MOENb,
o011asi CTpyKTypa KOTOPO#l BKJIFOUAET JIBa OCHOBHBIX OJIOKA!

1) ABTOKOJMPOBILHK, COCTOSIIIMNA U3 KOJEepa U JEKOJAEPAa U OTBEYAIOIIMHI 3a CXKATOE JAaTEeHTHOE
MIPE/ICTABICHUE BUJICOPsAIa KIFOUEBBIX TOUEK 3aXBara MBUKECHHs. MOIylbh U3BIEKAET BHYyTPEHHEE
BEKTOPHOE TMPE/ICTABICHUE IOTOKAa HEOOpaOOTaHHBIX KaapoB M Tpeoldpa3yeT HX C IMOMOIIBIO
MIPOCTPAHCTBEHHOTO U MPUYNHHO-CIIEICTBEHHOT'O aBTOPETPECCUBHOTO TpaHChopMepa.

2) [IpenoOyuennas s3bIKOBass MOACHb [6], wucmonb3yemas JJig TOJMY4YEHHUST BEKTOPHBIX
MIpEJICTAaBICHU CJIOB U3 TEKCTA.

Jlia oOyueHus: mpeaCcTaBICHHOM BBILIE apXUTEKTYypbl ObLI COOpaH M pa3MedyeH KOPIyC JaHHBIX C
motion capture Ha ocHOBe 6a3bl JanHbpIx CMU [7].

BoiBoabl.  PaccMoTpeHbl  OCHOBHBIE  MOAXOABI  MPU  MOACTUPOBAHUU  KOMIUIEKCHBIX
poboToTexHU4YeCcKuX cucteMm. lIpoBemeH aHamuM3 METONOB co3daHus motion capture. brina
CIPOEKTUPOBaHA W pa3paboTaHa apXUTEKTypa A TEeHepaluu KJIUMOB 3axBaTa JBIDKEHHUS Ha
OCHOBE TEKCTOBOI'O OITUCAHUSI.
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