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This study examines the synchronization of Microsoft Kinect for assessing
human movement quality. The research explores motion capture techniques,
neural system analysis, and virtual reality integration for balance assessment.
The findings demonstrate that Kinect-based systems can distinguish healthy in-
dividuals from those with neurological disorders. The results suggest the poten-
tial for medical rehabilitation and sports applications. Future work aims to de-
velop Al-based automation for movement analysis.

Anortamia. JlocmmkeHo wmeron cunxporizamii Microsoft Kinect s
OLIIHKU SKOCTI pyXiB JtoauHu. [IpoaHanizoBaHO ICHYIOYl METOIM BiJ€03aXBaTy
Ta iXHIA BIUIMB Ha OajaHC 1 KOOpAUHALIO pyXiB. OLIHEHO €PEKTUBHICTh CUCTE-
MU y BHSBJICHHI BIIMIHHOCTEH MiX 3J0pPOBHUMH JIOJbMH Ta TaIllEHTaMHU 3
HEBPOJIOTTYHUMH TOPYIICHHSIMU. Pe3ynpTaTu 1eMOHCTPYIOTh MEPCTIIEKTUBHICTD
TEXHOJIOT1i y cepi MeAUIIMHY, CIIOPTY Ta peabimiTalii. [lepcrnekTuBu moaas-
IIUX JIOCTIPKEHb BKJIIOYAIOTh aBTOMATH3AIlil0 aHAII3y PYXIB 3a JOMOMOTOIO
MITYYHOTO 1HTEJIEKTY.

AKTyaabHICTh MPo6JemMu. O1iHKa SKOCTI PyXiB € BAXJIMBUM HAIIPSIMOM y
MEJUIMHI Ta CIOPTi, OCKUIBKM KOHTPOJIb KOOPAMHALII Ta PIBHOBAark MOXe J10-
MOMOTTH Y A1arHOCTHULII HEBPOJIOTTYHHUX 3aXBOPIOBaHb 1 po3poOili peadimiTariiii-
HUX nporpaM. Po3BUTOK TexHOJIOTIH Bifeo3axBaTy, Takux sk Microsoft Kinect,
JI0O3BOJISIE TIPOBOJIUTH aHAJI3 PyXiB 0€3 MapKepiB, L0 CIPOIIY€E MPOLEC Ta po-
OWUTH HOTO TOCTYITHUM JIJISl IIMPOKOTO 3aCTOCYBAHHS.

Meta po6otu. CunxponizyBatu cucremy Microsoft Kinect st omiHku
SAKOCT1 PyXIB, AOCTIAUTH ii TOUHICTh y BU3HAUEHHI PIBHOBArM Ta KOOPJMHALIIL
JIFOJTMHY Ta OLIIHUTH MOJIMBICTh 3aCTOCYBAaHHS B MEIUIIMHI Ta CIIOPTI.

Buksaa ocHOBHOro Marepiaiy. Y mporieci JoCHiKeHHs 0yJIo peanri3oBa-
HO KIJIbKa KJTFOYOBHX €TaIllB:

1. Anani3 iICHYyIOUHMX CHUCTEM BiJI€03aXBaTy — BUBYEHO TEXHOJIOTIT Oe3map-
KEpHOTO 3aXBaTy PyXiB, iX mepeBaru Ta oomexxeHHs. Kinect BUKOpUCTOBYE 1H-
dbpadepBoHE BUMPOMIHIOBAHHS JIJIsl MOOYOBU KapTHU TJIMOWHH Ta BiJICTEKEHHS
MOJIOKEHHS CKeJieTa JIIOJIMHU Yy mpocTopl. Ha BiaMiHY BiJ MapKEepHUX CHUCTEM,
Takux sk Vicon, Kinect He moTpedye ckiagHoro objiaHaHHs Ta CHEIIAIbHOTO
OCBITJICHHSI, 1110 POOUTH MOTO TOCTYIHIIIKUM ISl HPAKTUYHOTO 3aCTOCYBAaHHS.

2. Po3poOka MeToAMKHU OI[IHKU pyXiB — BUKopucTaHHs Kinect y moeaHa-
HHI 31 ctabinoMmeTpuuHow miargopmoro «Crabunan 01» myus TecTyBaHHS
piBHOBaru. [lnaTdopma BUMIpIOE MIKPOKOJIMBaHHS IIEHTPY Mac JIFOJMHHU Mij 4ac
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BUKOHAHHS TECTIB Ha CTiiiKicTh. BOoHA 103BOJIsIE BU3HAYATH CTYTMIHb BiIXWJICHD
pIBHOBAru Ta peakiiio OpraHi3mMy Ha 3MiHU MOJOXKEHHS Y IPOCTOPI.

3. Cunxponizania Kinect Ta ctabimomeTpudHoi miatgopmMu — iHTErpaiis
JAHUX JJI1 TOO0YI0BH KOMIUIEKCHOT CHCTEMHU aHalli3y pyxiB. byno po3pobieHo
QITOPUTM, IO TOEAHYE KOOPAMHATH PyXy, OTpHMaHi 3a gomomororo Kinect, 3
JAHUMH CTAO1JIOMETPIi, IO JI03BOJISIE OTPUMATH OUIBII JIETAJIbHY KapTUHY CTaHy
pIBHOBAru malli€Hra.

4. TlpoBelneHHsS EKCIIEPUMEHTIB — TECTYBaHHsS 3JI0POBHUX JIIOJEH Ta
MAIIEHTIB 13 HEBPOJIOTTYHUMH TOPYIISHHSIMH, aHaI13 BIAMIHHOCTEH y TXHIX py-
xaX. byno BimiOpaHo ABI rpynu: KOHTPOJbHA rpymna (310pOB1 JOIN) Ta €KCIIe-
pUMEHTaldbHa Tpyna (MAall€eHTH 3 TOPYIICHHSMHU piBHOBaru). s KOXXHOTO
ydacHUKa MpoBoAUIHCS TecTh Pombepra 3 BIIKpUTUMU Ta 3aKPUTHUMH OYUMa, a
TaKOX CEepisi pyXOBHX 3aBJaHb, 10 BKIIOYAIN MOBOPOTH, HAXUJIM Ta X0Ab0Yy Ha
Mmicui. OTpuMaHi pe3ynbTaTH MOPIBHIOBAINCS HA OCHOBI I1HTErpajbHUX
KOe(DILIEHTIB pIBHOBATH.

5. Po3poOka 3D-mozeni J0IMHA Y BIPTYaJIbHOMY CE€PEAOBHILI — BUKOPH-
cranHs Unity i CTBOpEeHHS Bi3yalizallli pyxiB y peajibHOMy 4Yaci. Mojenb
J03BOJISIE B1IOOpaKAaTH TOJIOKEHHS JIIOJIMHU Yy TPOCTOPi, aHANi3yBaTH 3MIHH
KyTa HaXwWiy Ta BUSBISTHA HECTAOUIbHI MOJOKEHHS Tia. Takox Oynu 1HTEerpo-
BaH1 JOJATKOB1 CEHCOPH JUISl BUMIPIOBAHHS PEaKIIMHOT ITBUIKOCTI Ta ajanTarii
JT0 30BHIIIHIX BIUIMBIB.

ExcniepuMeHTanpHl pe3ynbTaTi MOKa3ajid, M0 METOJWKa, 3aCHOBaHA Ha
cunaxpoHnizamii Kinect i3 crabiioMmeTpudHO0 TUIATGOPMOIO, 103BOJISIE TOYHO
BU3HAYATH BIIXWJICHHS BiJl HOPMHU B pyXax MAaIli€HTIB 3 HEBPOJOTIYHUMU TIOPY-
HICHHSAMH. bylio BCTaHOBJIEHO, IO MAIIEHTH 3 MOPYIICHHSIMH JIEMOHCTPYBAJIH
3HAYHO OUIBIIY aMIUNITyAy KOJIMBaHb LEHTPY Mac, a iXHI pyXu OyJu MEHUI KO-
OPAVMHOBAaHUMH, IO MIATBEP/KYE €(DEKTUBHICTh 3alpPONOHOBAHOTO METOMIY
JIIarHOCTHUKH.

BucnoBkn. Cunxponizailiss Microsoft Kinect nns ananizy pyxiB € mep-
CTIEKTUBHOIO METOJIUKOIO, 110 MOXKE 3HAWTH HIMPOKE 3aCTOCYBaHHS Y MEIUIINHI
Ta crnopTi. BukopuctanHs BipTyaabHOI peaJbHOCTI B TOEAHAHHI 3 TEXHOJIOTISIMU
BiJI€03aXBaTy J03BOJIsIE €(hEKTUBHIIIE OI[IHIOBATH (DYHKITIOHAIBHHM CTaH JIIOU-
Hu. lloganpun JochimKeHHS MOXYTh OYyTH 30Cepe/KeHI Ha BHKOPUCTAHHI
HITYYHOT'O 1HTEJIEKTY JJIsi aBTOMaTHU30BaHOIO aHaJI3y PYXiB Ta peabumiTaliiHuX
nporpam.
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