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YUYEBHBIN TPEHAXKEP HA IIJIAT®OPME UNITY C CV-MACKOM
3AXBATA HEJIU U ABTOMATHYECKHUM PEAI'MPOBAHUEM

AHHOmMayuA: onucvLIBAlOMcs apXumekmypa u npocpammHas peaiusayus yyeo-
Ho2o mpenadicépa Ha niamgopme Unity, 8 Komopom MoOyib KOMNbIOMEPHO20 3PEHUs.
Gopmupyem macky 3axeama OUHAMUYHOU Yelu, a NOOCUCEMA peasupo8anus oopa-
bamvieaem cgopmuposannvie cooblmus Oe3 yyacmus noavzoeamens. Pewenue no-
CMPOEHO Ha ces3Ke 6CmpoenHo2o dsudicka Unity u komnonenma un@epenca Hevpoce-
mesblx Mooenel: ceemeHmayusi 00beKma 8bINOIHAEMCs 8 pealbHOM 8peMeHU, a CYeHa-
puu peaxyuti 3anyckaiomcs aemomamuyecku. llpusoosimes cxemuvl apxumeKmypol
mpeHaxcépa, Nauniain 2eHepayuu Macku u gpazmenmol K00a Ki04esblX KOMNOHEH-
mos. Tpenadxxcép npeonasnauen 0Jisk Ma2UCMepCcKux Kypcoe NpuKiaoHou paspabomxu u

KOMNbIOMeEPHO2O 3PEHUAL.

Knioueevie cnosa: yueonwiii mpenasicép, Unity, komnviomepHoe 3penue, cecmeH-
mayus u300padiceHull, Macka 3axeama yenu, OUHAMUYHAS Yellb, aBMoMamuieckoe pe-

azuposanue, uHpepenc Hetipocemeswbix Mooeel.

Beeoenue.
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H3narenbcxnii 1om «Cpena»

VYy4eOHble TpeHAXEPHI — pacpocTpaHEHHbIN (opMaT HU(POBBIX 00pa30BaATENb-
HBIX PECYPCOB B IPUKJIAHOM MOATOTOBKE UHKEHEPOB. CpeicTBa KOMIIBIOTEPHOTO 3pe-
HUS ¥ UHCTPYMEHTHI HH(EepeHca HeUPOCETEBBIX MOJIEJIeH, BCTpauBaeMble HEMOCPE/-
CTBEHHO B Cpe/ly pa3palbOTKH, CYIIECTBEHHO PACIIMPWINA KPYT 3a/1a4, peaiu3yeMbIX B
stoii opme. IlosBunach BO3MOKHOCTh CTPOUTHh TPEHAXKEPHI, B KOTOPBIX oOpaTHas
CBsI3b OOyyaromiemMycsi GopMUpPYETCs TTO pe3ybTaTaM pealbHON cerMeHTalnu u300pa-
KEHUS, a HE TI0 3apaHee pa3MEUYCHHOM ClIeHe; yueOHas 3aja4a Mpy 3TOM OKa3bIBAeTCs
ONMKe K IPOU3BOACTBEHHOM [1; 2].

Hwuxe omuceiBaeTcst peanuzanus yueOHoro TpeHaxképa Ha miardopme Unity, B
KOTOPOM MOJ1yJb KOMIIBIOTEPHOTO 3peHHUsl (OpMHUPYET MACKy 3axBara JUHAMHYHOM
LIEJIH, a ITOJICUCTEMA PearupoBaHuUsl CAaMOCTOATENIbHO 00padaThIBa€T COOBITHS, CBSI3aH-
HbIE C NOSIBJICHHEM LIEIU B Kajape. ApXUTEKTypa OpPUEHTHPOBAHA HA MAaruCTEPCKUE
KypChI IPUKIIAIHON pa3padOTKH.

Apxumexmypa mpenadicépa.

Tpenax€p mocTpoeH mo coObITUIHON cxeme. Ero KOMIOHEHTHI CrpyNnUpOBaHbI
B TpH OJIOKA — 3aXBaT KaJipa, KOMIBIOTEPHOE 3pEHHUE U pPEarupoOBaHUE, — a KOOPIUHA-
LU0 MEX1Yy HUMH OCYILECTBISET OTACIbHBIN YIPaBISIOUUN 00bEKT, CHHXPOHU3UPY-

IOIIMN TaKTHpOBaHue Kaapa. OOmas apXuTeKkTypa rnmokasasa Ha puc. 1.

Hctounux TargetMaskGenerator ResponseTrigger
Kajipa (aHdepenc cerMenTanum) [ %  (comocTapieHHe NpaBuI)
v v v
RenderTexture MaskBuilder ScoreBoard
(Oy¢ep xaapa) (6unapuzamus, ROI) (oLeHKa JeHCTBHA yUallerocs)

l

TrainerController
(TaKTHPOBAHHUE CIICHEI)

UI: macka + XMHTBI

v

Puc. 1. Apxutektypa yueOHOro TpeHaxépa
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Hcrounuk xaapa npenocrarisieT BuacoganHsie B RenderTexture — ctrangapTHBIN
st Unity Oydep, 1OCTyNHbIN Kak rpaguueckoMy KOHBEHEPY, TaK 1 KOMIIOHEHTaM KOM-
mBIOTepHOTO 3penus. Mcnons3oBanue RenderTexture B kauecTBe MpOMEKYTOUHOTO OY-
depa no3BossieT paboTaTh Kak ¢ peajbHOM KaMepoid, Tak U C 3apaHee MOATOTOBJICH-
HBIMH BUCO(PparMeHTaMu, HE U3MEHSSI OCTAJIbHYIO YaCTh apXUTEKTYpHI [3].

Mooy 3axeama macku.

Monynb 3axBaTa Macku peann3oBaH kKak komnoHeHT TargetMaskGenerator, BbI-
MTOJTHSFOITNHN H(EPEHC CETMEHTAIIMOHHON MOJIETTH Ha TeKyIeM Kajape. B kauecTe 03-
KeHJa uHdepenca ucrnonb3yercs Unity Sentis — KOMIIOHEHT, BXOJAIIMNA B COCTaB IJIaT-
dbopmMbI B 0OecTICUNBAIOIINK BHITIOIHEHUE HelpoceTeBbiX Monenel Ha GPU [4]. Tlaii-

raiiH 00pabOoTKM Kajpa NpUBEIAEH Ha puUC. 2.

Kanmp IIpenporneccrar Hudepenc brHapuzanmsa Macka
(RGB) (640x640) YOLO-seg 0 TIOPOry + coObITHE

Puc. 2. Taitruiaiin reHepaly Macku IEJIeBOr0 00beKTa

Kanp npuBomutcs k puxcupoBaHHoMy pazMepy Bxoaa monenu (640x640) u me-
penaércs Ha uHGEPEHC, MOCIe Yero TEH30p CErMEHTAIMOHHBIX MacOK OMHApU3yeTCs
10 33JIaHHOMY TIOPOTY YBEpEHHOCTU. PesynbpTupytoias OuHapHas Macka o0opadynBa-
eTcs B clIy)keOHy10 cTpyKTypy MaskFrame, conepskaiiryto MacCuB MacKku, OIICHKY yBe-
PEHHOCTH ¥ BPEMEHHYIO METKY Kajpa.

Peamm3zanust komnonenta TargetMaskGenerator mpuBeneHa Ha puc. 3.
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H3narenbcxnii 1om «Cpena»

1 | using System;
2 | using Unity.Sentis;
using UnityEngine;

namespace Trainer.Vision

aied class TargetMaskGenerator : MonoBehaviour

11 i{:hhn':'

12

13 SerializeField] private ModelAsset segmentationModel;
14 SerializeField] private RenderTexture cameraFeed;

15 SerializeField] private int inputSize = 648;

16 SerializeField, Range(@f, 1f)] private float confidence = 8.55f;
17

18 private IWorker worker;

19 private TensorFloat inputTensor;

28

21 public event Action<MaskFrame> OnMaskReady;

22

23 private void Awake()

24

25 var model = Modelloader.load(segmentationModel)

worker = WDrkerFactory.CreateWorker(BackendTypefGPUCcmpute, model);

public void ProcessFrame()

inputTensor = TextureConverter.ToTensor(
cameraFeed, inputSize, inputSize, 3};
worker.ExecutetinputTensor);

using var output = worker.PeekOutput(“"masks") as TensorFloat;
var mask = MaskBuilder.FromTensor(output, confidence);
3 OnMaskReady? . Invoke (mask);

private void OnDestroy()

worker?.Diseose();
43 inputTensor?.Dispose();

Puc. 3. Knacc TargetMaskGenerator

KitoueBbIMU 37IeMEHTaMM peau3allii SBISIOTCS XpaHEHHWE COOCTBEHHOIO AK-
semiuisipa [Worker (ucnionautenst undepeHnca), oCBOOOXKIECHUE PECYPCOB B METOJIE
OnDestroy u myonukanus Macku yepe3 coobitue OnMaskReady, Ha koTopoe mosmnu-
CBhIBa€TCs MOACUCTEMA pearnpoBaHus. biaronaps 3ToMmy MOAY/Ib KOMIIBIOTEPHOTO 3pe-
HUSI U30JIMPOBAH OT MPUKJIIATHOTO CJIOS ¥ IOMYyCKAaeT MOBTOPHOE MCIIOIb30BAHHUE.

Iloocucmema aemomamuuecko2o pea2upo8aHusi.

[Toncucrema pearupoBanus peain3oBaHa kak komnoHeHT ResponseTrigger, mon-
MUCHIBAIONTUNCS Ha COOBITHUSI MACKH M COTOCTABJISIONIUN KaXKIyIH0 HOBYHO MAacKy ¢
Habopom mpaBui pearupoBanusi. Kaxnoe npaBuio (ResponseRule) onucreiBaercs ot-
JeIbHON KOH(PUTypalurel U COACP>KUT MPU3HAKU MACKH, MPU KOTOPBIX MPABUIO Cpa-
OaThIBaET, a TAKXKE JICUCTBUE, BBITIOJIHSIEMOE TP cpadaTkiBaHuu |5 ]. Peanu3zanus koM-

MOHEHTA NPUBEAECHA Ha pUC. 4.
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1 | using System.Collections.Generic;
2 | using UnityEngine;

4 | namespace Trainer.Response

10 ﬁﬁﬁlic-;ééiéd class ResponseTrigger : MonoBehaviour
11
12 SerializeField] private TargetMaskGenerator maskSource;
13 SerializeField] private List<ResponseRule> rules;
14
15 private readonly Queue<MaskFrame> buffer = new(capacity: 16);
16
17 private void OnFnable() => maskSource.OnMaskReady += HandleMask;
18 private void OnDisable() => maskSource.OnMaskReady -= HandleMask;
19
20 private void HandleMask(MaskFrame frame)
21

22 buffer.Enqueue(frame);

23 if (buffer.Count > 16) buffer.Dequeue();

24

25 foreach (var rule in rules)

26

27 if (!rule.Matches(frame, buffer)) continue;

28 rule.Invoke(frame);

29 ScoreBoard.Register(rule.Id, frame.Timestamp);

38

31 }

2 }

}

Puc. 4. Kimacc ResponseTrigger

Bydep nocinenHux kaapoB UCIONIB3YETCS JUIS MPABUI, TPEOYIOIIUX BPEMEHHOTO
KOHTEKCTa (HampuMep, yJep KaHue IeH B KaIpe Ha MPOTsHKCHUH HECKOJIBKUX KaJApOB).
IIpu cpabaThiBaHWY MpaBHUIIa BRITIOIHIETCS MIPUBSI3aHHOE K HEMY JICUCTBUE, a PE3YIlb-
TaT PETUCTPUPYETCS B MOJCUCTEME OLICHKH JIeUCTBUI oOyuaromerocs (ScoreBoard).

Koopounayus xomnonenmos.

TaktupoBanue crieHbl odecrnieunBaeT komnoHeHT TrainerController. O oTBeyaeT
3a BbI30B MeToja TargetMaskGenerator.ProcessFrame() ¢ 3aganHoi yactoToii u o0ec-
MEYMBACT HE3aBUCUMOCTH YacCTOThI 0OpaOOTKHM KaJpoB OT YacCTOThI KaJpoB pEHIE-
pUHTa. ITO 0COOCHHO BaXXHO IIPH CPABHUTEIBLHO PECYPCOEMKOM MH(pEpPEHCE CETMEH-
TAIIMOHHON MOJIEIH, KOTIa OOHOBJICHUE MAacKH I1eJIecO00pa3HO BHITIONHATH PEXKE, YeM

O0OHOBIICHHE CIIeHbI. Peann3arus KOMIIOHEHTA ITOKa3aHa Ha puc. 5.
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Mspareascknii nom «Cpena»

using UnityEngine;

namespace Trainer.Core

[Defau

Exec ionOrder(-188) ]

public sealed class TrainerController : MonoBehaviour

SerializeField] private TargetMaskGenerator maskGenerator;
SerializeField] private ResponseTrigger trigger;
SerializeField, Range(5, 68)] private int targetFps = 38;

private float accumulator;

Erivate void Update()

accumulator += Time.unscaledDeltaTime;
float frameStep = 1f / targetFps;
if (accumulator < frameStep) return;

accumulator = 0T;
maskGenerator.ProcessFrame();

Puc. 5. Kiacc TrainerController

Buewnuii 6uo mpenasicépa.

BHemnuii BUI ClieHBI TpEHaXKEpPa B PEKUME HCIOIHEHHUS MOKa3aH Ha puc. 6. B
KaJIpe pacIioyIOKEHbI CTATUYHBIE AJIEMEHTBI OKPYXKEHUS (KOHBEWEp, BCIOMOTaTeIbHbIE
O0OBEKTHI) U LIENEBOM 0OBEKT, MOBEPX KOTOPOro c(popMUPOBaHbI MAacKa 3axBara, orpa-
HUYMBAOLIMN MIPSAMOYTIOJbHUK U 3HAUEHUE YBEPEHHOCTU. B BepXHEM 4acTu sKpaHa
BbIBOZIATCS HHpOpMarmoHHble 01oku: STATUS — Tekyniee cocTosiHue Macku U cpado-
taBiee npaBuiio pearupoBanusi; SCORE — cratuctuka cpaboTaBmIUX U MPOMYIIEH-

HBIX ITPaBHJI 3a CCCCHUIO.

STATUS

Mask active

~onf 0.87
DEFECT_A
autofix

Scene: Workshop_01
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3axnouenue.

[IpencraBieHHbI TpeHAXKEP IMOKA3BIBAET, YTO COOBITUHHO-OPUEHTUPOBAHHBIN
00pa3oBaTeNIbHBIN PECYPC MOKET ONMUPATHCA Ha KOMITBIOTEPHOE 3PEHUE U aBTOMAaTHUyYe-
CKHE CIICHAPUU pearupoBaHUs KaK HA UCTOYHUK OOpaTHOU cBsizu. MoIynab KOMIIbIO-
TEPHOTO 3PEHUS OTJIEIEH OT MPUKIIATHOTO €105, O1arofapst 4emy MOENb CErMEHTAIUH
1 HaOOp TIPaBWIJI pearupOBaHUS MOTYT 3aMEHATHCS HE3aBUCUMO APYT OT JIpyTa.

Tpenaxép mpuMEeHUM B MarucTepCKUX Kypcax MPUKIaAHON pa3paboTKU U KOM-
MBIOTEPHOTO 3PEHMS, a TAK)KE B COCTaBEe CKBO3HOTO yYEOHOTO MPOEKTa, 00BHEIHHSIIO-

miero npaktuku DevOps, GameDev 1 KOMIbIOTEPHOTO 3pEHUS.
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