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This study presents an intelligent system for automated gymnastics
routine difficulty assessment using computer vision. The pipeline employs
MediaPipe for skeletal pose extraction, a finite-state machine for temporal
segmentation, and a bidirectional GRU network for element classification
(77% accuracy). Recognized elements are mapped to predefined difficulty
coefficients and group requirements to compute the D-score. The approach
enables consistent, repeatable evaluation and supports sports officiating
and performance analysis.

CydacHuif  crmopT BHMIIMX JOCATHEHb HOTpedye 00’ €KTUBHOCTI
B OLIIHIOBaHHI, OJHAK JIIOJCHKUI (DaKTOp y CyIIIBCTBI FNIMHACTUKH 3aIUIIAETHCS
OpeIMETOM  JUCKYClId.  IHTenekTyalbHMIl  BiJ€oaHami3  Ja€  3MOTY
aBTOMATHU3yBaTU PO3IMI3HABAHHSA €JIEMEHTIB 1 PO3PaXyHOK CKJIaHOCTI [1].

OOG’exT HOCHIIKEHHS — BiJIeOAaHAI3 TIMHACTUYHUX BrpaB. [Ipeamer —
QITOPUTMH E€KCTPaKIli CKEJIIETHUX MOJENIe Ta PEeKypeHTHa Kiacugikaiis
JUHAMIKH PyXIB.

VY poboti peanizoBaHo MOBHUN mporpamHuid pipeline, mo 3abe3nedye
nepexiJl BiJl «CUPOTO» BIIEOMOTOKY 70 (DIHAIBHOTO MMOKa3HUKA CKIIQTHOCTI
(D-score). Cuctema 0a3yeTbest Ha KOHIICMIIIT MOy IbHOTO pipeline-aHamisy, 1o
BKJIIOYA€ YOTHPHU KPUTHUHI (a3u 00poOku ganux (puc. 1).
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Pucynok 1 — ETanu iHTeneKTyaabHOTO aHali3y MIMHACTUYHOT KOMOIHaLi
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1. Excrpakuis ckenernoi moxeni. MediaPipe Pose moBeprae 33 kito4oBi
TOUKH TiJla Y TPUBHMIPHOMY TpocTopi (X, y, Z) Ta MOKA3HUK BUAUMOCTI JJIs
KokHOI 3 HuX [2]. Ha BHXOmi OTpUMyeMO TOKaApOBUNA MAaCHUB TOYOK —
KoopauHatH 33 KIIOYOBHX TOYOK Yy KOXKHOMY Kaapi pa3oM 13 iXHBOIO
BUJIUMICTIO. SIKIIO METEKIis BiACYTHS, BIAMOBITHUN Kaap 3alOBHIOETHCS
HYJIbOBUMHU 3HAYEHHSIMH, a HeHA/IIMH1 TOYKH BiJCIKAIOTHCSI TOPOT'OM BUIUMOCTI.
Taka penpe3eHTalliss € KOMITAKTHOI, YHI(IKOBAaHOIO Ta TMPUJIATHOIWO IS
MoAaNIBIIOT CeTMEHTAIlli 1 HelpoMepekeBoi Kiacudikarrii.

2. AunropuTMmiyHa CerMEHTalllsi Ha OCHOBI CTaHiB. J[J1s TOYHOrO
MIJIPaXyHKY CKJIATHOCTI BITOKPEMIIIOIOTHCS MIATOTOBYl Ta mepexiaHi (a3u Bia
«pobounx» eneMeHTiB. Buainsiorscst Tpu ctanu: Handstand, Angle i Feet-stand
(puc. 2), sAKi BIANOBIIAIOTH OMOPHUM IIOJOKEHHSM Yy BHKOHAHHI BIIPaBH.
[Tepexoau MK HUMH (OPMYIOTh CETMEHTH, 110 TOJIAI0THCS B HEUPOMEPEXKY IS
posmizHaBaHHa ~ eneMmeHTiB. Illym  BijcikaeTbcsi YacOBUMHU  IOPOTaMHU
CTabUIbHOCTI, MiHIMalbHOIO TpuBaiicTio 0.5 cek. (He meHme 35 kaapiB) Ta
0OMEKEHHSIM IIBHIKOCTI KITIOYOBHUX TOYOK.

Pucynok 2 — [Mpuknaau 6a3oBux craniB: Handstand, Angle ta Feet-stand.

3. HeiipomepexeBa iHTepripeTamis. OCKUIBKA €JIEMEHT € JAUHAMIYHUM
MIPOIIECOM, JIe TIOTIEPEIH1 MOJ0KEHHS Tijla BU3HAYAIOTh HACTYIHI, BUKOPHUCTAHO
nBoHanpsmHi pexkypeHTHi O010ku GRU [3]. Mogens aHamizye mOCHIAOBHICTD
CKEJIETHUX KaJpiB Y MPAMOMY Ta 3BOPOTHOMY 4aci, IO JTO3BOJISIE BPaXOBYBaTH
KOHTEKCT BXOJy B €JE€MEHT 1 BUXOJYy 3 Hboro. HaBuaHHs TpoBOAUTHCS Ha
KaCTOMHOMY JaTtaceTi 3 (PyHKIIIEl0 BTpaT cross-entropy Ta ONTHMI3aTOPOM
Adam. TIlepen momader0o 10 MoOJENl KOOPAWHATA KJIIOYOBHUX  TOUYOK
HOPMAJII3YIOThCS, JOAA€ThCs  1H(QOpMalis 0Opo BUAUMICT, a YacoBi
MTOCJTIIOBHOCTI TIPUBOISTHCS JO OJHAKOBOI JTOBXXKWHHU, TOMY KOXKEH CETMEHT
MO/IA€THCS Y BUTIISIL YHI(DIKOBAHOTO BEKTOPY O3HAK.

4. Pozpaxynok D-score. Ilicmst cermenTariii Ta posmi3HAaBaHHS KOXEH
SJIEMEHT Ma€ MITKY 3 JBOMA MapaMeTpaMu: YHCIOBa CKJIAJIHICTh 1 HOMEp TpyIu
1-4. T'pynu BiANOBINAIOTH PI3HUM KaTETOPIsIM E€JIEMEHTIB, TOMY CHCTEMa
crepiry OOYHCTIOE CyMy CKJIAIHOCTEH YCIX pO3Mi3HaHUX eleMeHTiB. Jlaimi
MEPEeBIPSAIOTHCS  CIEIBUMOTH TIO Tpymax: g KOXHOI rpynu Oeperbes
MaKCUMaJibHa CKJIQJIHICTh CEpea €JEMEHTIB Ili€i Tpymnu; sikimo BoHa > 0.3,
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nonaetsest 0.5, iHakme 0.3. HapaxyBaHnHs BiAOyBaeTbcsi OJUH pa3 Ha Ipymy,
TOMY MTOBTOPEHHS €JIEMEHTIB Ti€l X Tpynu He 30uTbIIye pe3yibTat. [lincymkoBa
0a3oBa cyma — 1€ CyMa CKJIQJHOCTEH €JIEeMEHTIB IUII0C HapaxyBaHHS 3a
cneuBumoru [4]. KoHconbHuil mnpukiaa MiApaxyHKY CyYMH CKIQJIHOCTEH
€JIEMEHTIB, CIICIIBUMOTH Ta MijAcyMKoBuii D-score (puc. 3).

3HailneHo cermMeHTiB: 7

1) frames 174-775 | makuts (@0.5) prob=0.536 | difficulty=0.5 group=2
2) frames 1050-1233 | makuts (@.5) prob=0.402 | difficulty=0.5 group=2
3) frames 1286-1371 | turn (0.1) prob=0.941 | difficulty=0.1 group=2

|
4) frames 1714-1884 | felge (0.4) prob=0.466 | difficulty=0.4 group=3
|

5) frames 2180-2340 | stutzkehr (0.3) prob=0.864 | difficulty=0.3 group=2

6) frames 2474-2562 | turn (0.1) prob=0.938 | difficulty=0.1 group=2

7) frames 3102-3788 | double_forward (@.5) prob=0.813 | difficulty=0.5 group=4
ELEMENTS: 2.4 | SPECIAL REQUIREMENTS: 1.5 | TOTAL: 3.9

Pucynok 3 — @parMeHT KOHCOJIBHOTO BUBOJY 3 MiIPaXyHKOM CYMHU

Cucrema peanizoBaHa moBoro Python 13 Bukopucrtanusm PyTorch nns
HelpoMepexeBoi yactuHu Ta OpenCV it npenpouecuHry Bifeo. Po3mmpenns
0a3u eJIeMEHTIB BUKOHYETHCS Yepe3 OHOBJICHHS Bar MOJIEJIi Ta METaTaHHUX.

Jlist HaB4yaHHS Mojeni copMOBaHO BIACHWI HaOlp maHux y (opmari
.Npz, MO0 MICTUTh AHOTOBAHI TMOCIIJIOBHOCTI CKEJIETHUX 103 (KOOPIAWHATH,
BUIUMICTD, fps). CerMeHTallls Ta HaBYaHHS BHKOHYIOTHCS CIICIiaji30BaHUMHU
CKpUNITaMU. 3a pe3yibTaTaMd TECTyBaHHS BCTAaHOBJEHO, IO CHCTEMa
3abe3reuye KOpeKTHY Kinacudikaiiro B 77% BHUNAAKIB HA KOHTPOJIbHIM BHOIpIII.
[le miaTBepaKye mpare3gaTHICT, oOpaHoro migxonay Ha 0a3i MediaPipe Pose
ta Bi-GRU g1 aBTomaru3oBaHOTrO po3paxyHky D-score, BogHOuac
OKpPECIIIOI0YM TOTEHIIA JUIsl TMOJANBIIOr0 JOHABYAHHS MOJENl Ha OUIbII
PO3MIMPEHUX MAaCUBaX JTaHUX.

[lepcnekTBM — Jo0JaBaHHS MOJYJO po3paxyHKy E-score (oriHka
3a TEXHIKY BUKOHAHHS) Y€pe3 MOPIBHSAHHS TPAEKTOPIN 3 €TATIOHHUMHU.
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