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The given work is devoted to consideration and studying the actual problem of the image normalization. It is assumed that the image is distorted by affine transformations. To solve this problem it is used method of sections and operations of mathematical morphology.
Computer vision is one of the most popular areas at the present stage of the digital computer technology development. Problems of computer vision are quite extensive and diverse, they are often used to simplify and automate the tasks of human activity. Nowadays there are many methods for solving problems of computer vision. However, some problems are still unresolved and difficult. Therefore, today scientists continue to search for new methods of computer vision and their improvement, update the rich baggage of the useful knowledge in this area.

Image processing is one of the central and practically important problems of computer vision. Normalization is one of the first stages of image processing. The problem of geometric transformations normalization acquired a large interest and distribution. This is because the objects analyzed in the input image or video stream is often distorted by geometric transformations, which makes the subsequent task of image processing more difficult. Therefore, in such cases on the first stage of solving this problem the normalization of images is done, i. e. bringing the input image to some standard form by compensation of the identified geometric transformations. Nowadays methods of geometric transformations compensation for the affine group and its subgroups are well researched. However, it is still more difficult the problem of the projective transformations normalization that have been studied much less.
The set of affine transformations consists of different transformations, e. g. image shift, zooming, image rotation by an angle 
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. Affine transformations are characterized by six parameters of the matrix 
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. Any such transformation can be obtained as the composition of such transformations, as shift, zooming, rotation and some others.
In digital form of images representation binary sections can be constructed as follows. Let B is grayscale image, i. e. the function of brightness distribution takes 
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The concept of morphology in the technical sense is the object shape studying using information about it, usually in a visual form. Fundamental operations of mathematical morphology (set-theoretic operations) are addition, identification, reflection, union, intersection, transfer, add to the set.

Along with the set-theoretic operations Minkowski operations are effective means of binary sets processing. Basic operations are addition and subtraction. One of the key concepts is a structural element, which is a fixed number of points of a certain configuration.

For binary images processing the definition of the skeleton can be written as follows: skeleton – image model based on the totality of some average of the internal lines. It should be presented by means of maximum thin lines, the skeleton connectivity must correspond to the original image connectivity, the result must be maximum centered, and finally, it must be reversible, i. e. it is necessary that the original shape of the object is restored by the result.
There are 2 kinds of spanning trees (also known as skeleton) constructing for images:

1) by R. Shalkof
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2) the principle of maximum ball or Lantuejoul skeleton
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The method of skeleton constructing is iterative. We obtain several points of the skeleton in each iteration, and the final skeleton is constructed by combining all points, which have been found in previous iterations.
We are able to construct sets of triangles according to standard and input images, using points of corresponding skeletons. We can obtain triangles in the following way: two points are taken from the set of boundary points, and one point is taken from the set of internal points. We can match elements from those sets of triangles. Using the invariance of the areas ratio under the geometric transformations of the affine group, the input image can be normalized.
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