BEJIOPYCCKHWI T'OCYJIAPCTBEHHBIA YHUBEPCUTET
DaKyJbTeT NPUKIATHOH MATEMATHKN U HH(POPMATHKHU

Kadeapa MHOronpouneccopHbIX CHCTEM U CeTei

AHHOTaIuUA K TAIUIOMHON paboTe

Pa3pa0oTka cucTeMbl aHUMAIINH KEeCTOB

Hopomesnu Cepreit AnekcaHapoBU4

Hayunsliif pykoBoauTens — 3aB. kKadeapoil MHOrOMPOLIECCOPHBIX CUCTEM U
ceTell kaunuaaT gus.-mat. Hayk, goueHt C.B. Mapkos

Munck 2021



PODEPAT

Jeiruiomuas pabora 65 c., 13 man., 15 xpein., 3 na.

MAPKEP, 3AXOIl PYXAY, SKAP, BOKCEJIb, BLENDER, LEAP
MOTION

Ab'exm oOacnedasannsa— BBHIBYYSHHE TIBITAHHSA BBIKAPBICTAHHS IparpaMmHara
3a0€ecTsTYdHHA 711 3aX0Ny pyXay LTIl TBapy 1 pyK ydajaBeKa JJis aKbIIIYIeHHS
aHiManpl 3D-Mans:l, mTo maka3Bae K3CTHI.

M>ma mnpaubl— nacnenaBailb CpPOJKI paclia3HaHHS 1 aHIMaIbll KAICTay,
pacripaiiaBaiib CiCTIMy aHIMallbll %KA3CTay Ha 1X aCHOBE.

Buinik npaywi— nacnenaBaHbl MardybIMaciii CpoJKay JUIsl pacra3zHaHHs KICTay 1
1X aHIMaIIbll, TIXHIYHBIS CPOJIKI OBLII YXKBITHIS I CTBAPIHHS aHIMAIIbII.

Booénacuv npvimanenna—iHTAIpallbld aHIMallbli, CTBOpaHail 3 JamamMorai
pacripaiiaBaHail CiCTAMBbI, Y M3TaBbIs clIOYHIKI Android-nipeIKiagaHHs Ta Mepaxkiaa3e
raBoOpKi ¥ MOBY K3CTay.



PE®EPAT

Juninomuas pabota 65 c., 13 puc., 15 ucrous., 3 npu.

MAPKEP, 3AXBAT JIBWKEHMII, SKOPb, BOKCEJIb, BLENDER,
LEAPMOTION

Obvekm uccnedosanus — N3y4eHre BOMPOCA UCIOIb30BAHUS TPOTrPAMMHOTO
oOecrieueHus JJig 3axBara JBW)KCHUM MBI JMIlAa W PyK YelloBeKa JUIs
OCYIIECTBJIEHUSI aHuMaluu 3D-Mo1enu, MOKa3bIBAIOIIEH KECTHI.

Ilenv pabomer — wccnefoBaTh M U3YYUTh CPEACTBA pACHO3HABAHUS W
aHUMAlMH KECTOB, pa3padOTaTh CUCTEMY aHUMAIIUU KECTOB Ha UX OCHOBE.

Pezynomam padomsr — u3ydyeHbl BO3MOXKHOCTU CPEJICTB ISl PaClO3HABAHUS
KECTOB M MX aHUMAIlMM, TEXHUYECKHE CpeJACTBAa NPHUMEHEHBI JUIsl CO3IaHMS
aHUMAlIUU.

Oobnacmov npumenenHus— VHTETpalUMs aHUMAIMHM, CO3JAHHOM C MOMOIIBIO
pa3pabOTaHHOW CHUCTEMBI, B lieJeBble cioBapu Android-npusiokeHus Mo MepeBoay
peuH B SI3bIK KECTOB.



ABSTRACT

Diploma thesis 65 p., 13 fig., 15 sources, 3 appendices

MARKER, MOTION CAPTURE, ANCHOR, VOXEL, BLENDER, LEAP
MOTION

Object—study the issue of using software to capture the movements of the
muscles of the face and hands of a person to animate a 3D model showing gestures.

Purpose—research and study the means of recognition and animation of
gestures, to develop a gesture animation system based on them.

Result—possibilities of means for recognizing gestures and their animation
were studied, technical means were used to create animation.

Application area—integration of animation created using the developed system
into the target dictionaries of an Android application for translating speech into sign
language.



