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BBenenue. AromaTuueckasi ckesetusanus 3D-meleit siBisieTCs TPYAOEMKOW pPy4HOMR
3a/1a4ei I MacITaOMpOBaHUS IPOM3BOJICTBA AaHUMAIIMOHHOTO ¥l UITPOBOTO KOHTeHTa [ 1—4]. [lns
pelIeHUs 3TUX 3a/1ad MOSBUJIMCh HEHpPOCETEBbIE METOJbl ABTOMATMYECKOIO PUITUHIA, KOTOpbIE
ydatcs Ha Oompliux HaGopax gaHHbIX [2—S5]. Tem He MeHee, aBTOMAaTH3allvs CKeJeTU3AINU
CJIOKHBIX COCTaBHBIX MoOJeJiell OCTaéTcsi HepeméHHoW 3amaueit [3—5]. B manHO#l padote
rpejJiaraeTcsl aHaIm3 U MOJU(UKaIMs CYyIIeCTBYIONIMX MOJEel, HaMpaBIeHHbI Ha YTydIleHe

KayecTBa aBTOMATUYECKOU CKeJleTU3alluu.

OcHoBHas yacThb. B 1aHHOM ucclieJOBaHUM BHUMaHUE COCPEAOTOUEHO UCKITIOUUTENLHO Ha
3ajaue ckenetusauuu 3D-monem. HecMoTpst Ha TO, UTO MOJTHBIHA MTpoLiecC NOATOTOBKY MEPCOHaKA
K aHMMAaI1M BKJIIOYAET STAIbl PUTTUHT A M CKUHHHHT A, B pa00Te pacCMaTpPUBAETCS TOJILKO reHepalys
CKeJeTa.

B paGote meToabl ckeleTU3aluu KJIACCU(UIUMPOBAHbBI Ha r€OMETpUYECKUe, JIOKaJIbHbIe
rpacdoBble U rodanbHble rpagoseie. K reomerpuueckum otHocutcs Medial Axis Transform [6;
7], bopmupyIomuii oceByIo CTPYKTypy 0OBEKTa Ha OCHOBE aHAJIM3a €ro FTeOMETPUH M OTPAKAIOIIHIA
neHTpasbHoe Harpasienue ¢opmbl. K okansubiM rpadoBbiM MeTonam otHecenbl GraphSAGE
[8] u GAT [9], ucnonp3yoilye MEXaHU3Mbl arperaiyy COCEJHUX BEPIIMH U Pa3IuYaionIuecs
crocoboM ydera ux Bkjaaga. K riobaipHBIM MeTogam OTHOCSTCS TpadoBble TpaHChOpMeEpHI
[4; 10], Mopmenupylolue AaibHUE 3aBUCUMOCTH Mexay y3iamu rpada. [TomoOHas apxuTekTypa
ucrionb3yeTcs:i B RigAnything [5], omHako B paboTe wuccieqoBaHa BO3MOXKHOCTH TIEPEHOCA
TpaHc(OpPMEPHOro MexaHu3ma B apxurekTypy RigNet [2] mis noBblieHMsI CONIACOBAaHHOCTH
reHepaluu CKeJieTa.

CpaBHUTEIbHAS OLIEHKA METO/0B ITPOBOIMIIACH 10 METPUKAM Ka4eCTBa FTEOMETPUUECKOTO U
CTPYKTYPHOTI'O COOTBETCTBUSI, @ TAK)KE BBIUUCIUTEIbHON 3(pPeKTUBHOCTU. [1J1s1 OLIEHKU TOYHOCTHU
TMOJIOKEHUS CYCTaBOB U KOCTel ucrosib3oBasiack MeTpuka Chamfer Distance [2; 11], joint-to-joint
(J2)) — paccrosiHUE MeXIy MpeACKAa3aHHbIMU M 3TAJOHHBIMU CycTaBaMu; joint-to-bone (j2b)
— paccTosiHM€ OT IPeACKa3aHHbIX CYCTaBOB JO COOTBETCTBYIOIIMX CErMEHTOB 3TaJIOHHOTO
ckeJieta; bone-to-bone (b2b) — paccTosiHue MeX]1y COOTBETCTBYIOIIUMU KOCTHBIMU CETMEHTAMM.
CrpyKTypHas COITIaCOBaHHOCTb CKeJleTa OleHMBalach ¢ ucnonb3oBaHueMm loU [S5] nua onenku
crenenu nepekpeitusa U Tree Edit Distance [2], oTpaxaiomeil TONMOJOTHYECKOe pa3jinuhe Mexay
MpeICKa3aHHbIM U 3TAJIOHHBIM CKEJIETHBIM J€PEBOM. J{OMOTHUTEILHO aHATTM3UPOBAIMCH BHIYMCIIH-
TeJIbHBIE XapaKTePUCTUKU MeTOOB [4; 5]: cpenHee BpeMsl pabOTHl (runtime), aCUMITOTUYECKAsT
BBIYMCIIUTEJIbHAS CJIOKHOCTh OTHOCHTEJIPHO YHCJIa BEpIIMH Mella, a TakkKe MacHITabupyeMOCTh

IIPY YBEJIMYEHUHU TUVIOTHOCTH CETKH [2].



BeiBoapl. [IpemyiokeH KOMOMHUPOBAHHBII MEXaHM3M ABTOMATUYECKOW CKeJIeTH3alluH,

O0O0BbEMHSIONINI TeOMETPUYECKUIT MeTo U TpadoBOE MOJEIMPOBAHUE AJIsSI TEHEPALMN CKeJeTa.

HNror — MexaHmsm JJIA 0oJiee TOYHOM U COTTIAaCOBAHHOM re’Hepanunu CKeJIeTa CJIOXKHBIX COCTABHBIX

MOJIENIEN.
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