Cexyus 5. Anzopummbl U npo2pammHoe obecneqeHue 0719 AR / VR u cucmem sudyanuszayuu 233

YK 004.946.2 + 004.932.72 + 004.272

CpaBHUTEeNbHOE UCCNef0BaHUE UHCTPYMEHTOB AeTEKL MU NO3
Ha MOOUNbHBIX N1aTdopmax

® yarkoeg@gmail.com

SPIN-kof: 7619-5077

flpko Erop Nropesuy

UTUC K®Y, Ka3zaHb, Poccus

Annomauyusn. Onpeoenenue nosvl uenosexa (Human Pose Estimation, HPE) sensemcs oo-
HOU U3 KIIYEBbIX 3a0ay 8 001ACU KOMNLIOMEPHO20 3PeHUs, Haxo0sauell Wwupokoe npume-
HeHue 6 6U0eOHAONIOeHUU, MeOuyuHe U anamuze cnopmusHo axmusnocmu. C Hauana
2000-x 20006 unmepec xk smoii meme 3HAYUMENLHO 803POC, UMO NPUBENO K NOSAGIEHUIO
OONBLUWO2O KOMUUECMBA CReYUATUIUPOBAHHBIX bubauomex. OcobeHHO 3aMemHbll NPocpecc
nabmoodaemcs ¢ 2017 200a — ¢ pazeumuem ckeremmo-opueHMUPOBAHHBIX ANCOPUMMOS,
Peanu308aHHbIX 8 YOOOHBIX NPOCPAMMHBIX PeUeHUAX OJIsl UCCIe008aAMENbCKUX U NPUKLAO-
Hulx yeneu. Ilpogeden cpasHumenvuvlll AHAIU3 Yemblpex COBPEMEHHbIX OubIuomex 0/
HPE, cnocobnvix sppexmueno ¢Gynkyuonuposamo na MOOUIbHBIX YCMPOUCMEAX:
Lightweight OpenPose, PoseNet, MoveNet u BlazePose. Paccmompenet ux npeumywecmea
U HeOOCMAamKU ¢ MOYKU 3PEeHUsi MOYHOCMU, NPOU3BOOUMETbHOCIU U YO0OCmea unmezpa-
Yuu 8 peaibHble NPUIONHCEHUS.

Knrwueswie cnosa: nosa uenosexa, Human Pose Estimation, HPE, oemexmuposanue noswi,
KOMNbIOMepHoe 3penue, MoOuiblble yempoucmea, donoanennas pearvrocms, Lightweight
OpenPose, PoseNet, MoveNet, BlazePose, ckeremnas mooens
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Abstract. Human Pose Estimation (HPE) stands as one of the key challenges in the field of
computer vision, finding broad application in surveillance, medicine, and sports activity
analysis. Since the early 2000s, interest in this area has grown significantly, leading to the
emergence of numerous specialized libraries. Particularly notable progress has been ob-
served since 2017, marked by the development of skeleton-based algorithms implemented in
user-friendly software solutions for both research and practical purposes. This study pre-
sents a comparative analysis of four modern HPE libraries optimized for efficient perfor-
mance on mobile devices: Lightweight OpenPose, PoseNet, MoveNet, and BlazePose. Their
strengths and weaknesses are examined in terms of accuracy, performance, and ease of
integration into real-world applications.
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Beenenne. Ouenka nossl yenoBeka (Human Pose Estimation, HPE) — onna u3
KJTFOYEBBIX 3a/1a4 KOMITBIOTEPHOTO 3PEHHMs, HAMpPaBJeHHAss Ha OMpeIesieHre KOop-
JMHAT CyCTaBOB M JPYTUX KJIIOYEBBIX TOYEK yeloBedeckoro tena. OHa BocTpedo-
BaHa B Pa3HOOOPA3HBIX MPHUKIAJAHBIX 00JACTAX: OT peadMIMTAlM U MOHUTOPHHTA
(bu3nNUECKOW AKTUBHOCTH 0 BHUICOHAOIOJICHUSA U JIOMOJHCHHON pealbHOCTH.
B yci0BHsSX OrpaHUYEHHBIX PECYPCOB MOOHIIBHBIX YCTPOWCTB 3a/1aua CTAHOBUTCS
O0COOEHHO CIIOXHOM — HE00X0AUMO 00ecneunTh OataHc MEXIY TOUYHOCTBIO, CKO-
POCTBIO U BBIYHCIUTEIBHON 3(P(PEKTUBHOCTBIO. B IMoOCeIHEe IOl IMOSBUIOCH
mHokecTBo HPE-OuOnnoTek, opueHTUPOBAHHBIX Ha MOOWIBHBIC M BCTPAUBACMBbIC
wiatdopmel. [{enb maHHON pabOThl — CPAaBHHUTENBHO MMPOAHAIN3UPOBATEH YETHIPE
nonyiaspusie  Ombimorekm:  PoseNet, MoveNet, Lightweight OpenPose
u BlazePose, BeissBHB ux cuiibHBIE M C1a0ble CTOPOHBI B MOOHIIEHOM KOHTEKCTE.,

MatepuaJbl 1 MeTOAbI. AHanu3 orpanndeH 2D-0IeHKO# 03Bl OAHOTO YesI0-
BEKa Ha N300paKEHHUSX WM BHICO O€3 MCIIOIb30BAHUS TJIYOMHHBIX CEHCOPOB. Pac-
CMaTPHUBAJIKCh CIICAYIOIINE MMapaMeTpbl: HEHpPOCETeBas apXMTEKTypa, YHCIO pac-
H03HABAEMBIX KJIFOUEBBIX TOYEK, cTparerus jokamusamuu (top-down mmm bottom-
Up), BBIUKCIUTEIbHAS 3()(PEKTUBHOCTS U MPUMEHUMOCTh Ha MOOMJIBHBIX yCTPO-
cTBaX. B KauecTBe TeCTOBBIX HaOOpOB maHHBIX Hcmojibp3oBamnch COCO u Penn
Action — oxnu u3 Hambosee pacnpoctpaneHHbiXx B HPE-nccnenopanmsax. Kaue-
CTBO pacIio3HaBaHUs OIEHMBaNIOCH ¢ momompio Merpuku PDJ (Percentage of
Detected Joints), Beruucinsiemoii Ha ocHoBe EBKIMIOBA PacCTOSHMS MEXIY aHHO-
TUPOBAHHBIMU M IIPEICKa3aHHLIMK TOYKamu [1].

PesyabTarbl. PoseNet npencrasmser coboii 0Hy M3 MEPBBIX IMOIMBITOK a1all-
tupoBaTh HPE mox Gpaysepubie n moOmnbHble cpeabl. On ucnosib3yer MobileNet
i ResNet u mosBosster orcneskuBath 10 17 KiarodeBbIx ToYeK. IIpocT B MCIOJIb-
30BaHMH, HO 110 TOYHOCTH yCTyIaeT 6ojiee coBpeMeHHbIM pemenusm [2]. MoveNet
— paspabotka Google, mpejcraBiennas B aByx BapuanTax: Lightning (Gsictpas,
menee tounas) u Thunder (6osee Tounas, Ho pecypcoemkas). OH obecneunBaeT
BBICOKYIO CKOPOCTH PabOThI U TOYHOCTH, XOPOILIO MOAXOIS IS MOOMJIBHBIX IIpH-
noxxennit [3]. Lightweight OpenPose amanrupyer kmaccuueckuii OpenPose mox
cmabeie ycrpoiictBa, ucmons3ys MobileNet Bmecro VGG-19. Ona coxpanser
bottom-up momxoxm, HO ycrymaer B meramusanmu [4]. BlazePose — wamGosnee
(GYHKIIHOHAILHOE PEIIeHHUE, BBIAEISONEe 10 33 KIFUEBhIX TOUEK, BKIIOYAs JIUIIO,
KHUCTH M CTONBI. MOJEb UCIONB3YET JABYXOTAIHYI apXMTEKTYpPy M TECHO HMHTE-
rpupoBana ¢ dppeiimBopkom MediaPipe [5]. Ananus GuGaMOTEK IS OLIEHKH TTO3BI
YeJI0BeKa MPEACTaBIICH B TAOIHIIE.

OO0cy:xkaeHne MOJy4YeHHBbIX pe3yabTaToB. PoseNet Beirogen B oOpa3oBa-
TENBHBIX U Opay3epHBIX MPOEKTaX Oaroaaps JerKOCTH UHTErPallMi U JOKYMCHTA-
[IMH, HO HE TOAXOAMT IS 3a1a4, TpeOyromuXx BhICOKON TouHOocTH [2]. MoveNet
IpearacT Xopoliee COOTHOIIECHHE TOYHOCTh/IPOM3BOIUTEIBHOCTh U IMPOCT B
pa3BepThIBaHMM Oyarojgapst TecHoii cBssu ¢ TensorFlow u momnepxke TF Lite [3].
OIHaKO OH UCIIOJB3YET OrPAaHUYECHHBINH HA0OP KIIFOUEBBIX TOYCK, YETO MOKET OBITH
HEIOCTATOYHO, HAIIPUMED, IS MEIUIMHCKUAX YIIPAXKHEHUH UM CIIOPTUBHOIO aHa-
msa. Lightweight OpenPose oprenTnpoBan Ha KOMIIPOMHCC MEKITY TOYHOCTHIO U
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OBICTPOJICHCTBIEM, HO TPEOYET JOMOIHUTENBHBIX YCHIMH IIPH MHTErPALMA B MO-
ownsHbie npuiokenus [4]. BlazePose ysepenno nuaupyer mo xoiamdecTBy orciie-
’KHBAEMBIX TOYEK M OOINEMY KayeCTBY IpeJCcKa3aHuil. BrICOKas MPOM3BOIUTEINb-
HOCTh JIOCTUTAETCs OJarojapsi ONTUMU3MPOBAHHOW APXUTEKTYpE M HWHTETPAIldH
¢ MediaPipe, uro nemaer ero 0ocoGeHHO aKTyaabHBIM JUIS 3a]a4 TeJepeaOuInTa-

[[MH, CIIOPTUBHOMN aHAJIMTUKU U puTHECa [5].

XapaKTepHCTI/IKH OMOJIMOTEK OLIEHKH MO03bI YeJI0BEKa

T'on L PacnoJioxkenue Meton Heiipocere-
HaszBanmue 4HUCII0
GO BbIILYyC- T KIKY€BbIX TOYECK omnpeaxejae- Basli apXUTECK-
Ka BBIX TOYCK B HacTHX TeJaa HUA Typa
PoseNet 2.0 2022 17 I'nasa, yuy, Bottom- ResNet
TIJICYH, JTOKTH, up
3arsIcThs, Oempa,
KOJICHH, JIOJBIKKHU
MoveNet 2021 17 ['naza, yu, Top-down | MobileNetV2
TJIeYH, JTOKTH,
3arsicThs, Oepa,
KOJICHH, JIOJBIKKHU
Lightweigh 2018 18 Bxurogaer 1ero, Bottom- MobileNet
t OpenPose HOC M JIOTIOJTHHU- up
TEJIbHBIC CYCTaBBI
PYyK
BlazePose 2020 33 [TosHoE TENO Top-down | BlazePose
C magblaMU PYK CNN
Y HOT

3akiarouenne. [IpoBeeHHBIN aHaIN3 MMOKa3all, 4To Kaxxaas Oubnuoreka HPE
umeeT cBou npeumyiiectsa: PoseNet — npoct u gocrynen, MoveNet — crabunen
u Obictp, Lightweight OpenPose — yuuBepcanen, a BlazePose — nanbosnee Touen
U uHPOpMaTUBEH. B KOHTEKCTE MOOWIBHBIX YCTPOWCTB HAWIYUIIUNA PE3YyJbTaT
nokasbiBaeT BlazePose, oGbenuusist neTaabHy 0 JOKATH3aIMIO, BBICOKYIO TOYHOCTh
¥ aJIanTalmio moJ ciadboe odbopynoBanue. B nanpHe#IeM iaHupyeTcs mpoBee-
HHE KCIIEPUMEHTAIBHOTO TECTUPOBAHUS HA MOOWIIBHBIX YCTPOMCTBAX C HCIOJIb-
3oBaHreM PD]J kak 0OCHOBHOW METPHKH KayecTBa.
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