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TAYCCOBE PO3MUTTS. 3ACTOCYBAHHS ®YHKIII TAYCCA B
I'PA®IYHUX PEJAKTOPAX

Anomauia. Ilpoananizosano mamemamuyti OCHO8U Ma AN2OPUMMIYHI
acnexmu I'ayccosozo pozmumms. Poszensinymo tio2o meopemuyute 00TpyHMYBAHHS,
BKIIOUAIOUU NOHAMMSA 320pmKuU ma enacmusocmi I ayccosoco siopa. J{ocnioxceno
npoyec ouckpemu3zayii ma uobip napamempis 051 npakmuuHoi peanizayii. Ilokazano
poab I 'ayccosoeo pozmumms 8 06poodyi 300padicets.

Abstract. The mathematical foundations and algorithmic aspects of Gaussian
blur are analyzed. The theoretical justification is considered, including the concept of
convolution and the properties of the Gaussian kernel. The discretization process and
parameter selection for practical implementation are investigated. The role of
Gaussian blur in image processing is shown.

Knwuoegi cnosa: @ynxyis I'aycca, pozmumms, epagika, epagiuni pedaxmopu,
sa0po laycca.
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l'ayccoBe po3mMuBaHHST — 1€ MeTOA pPO3(POKyCyBaHHS 300pakeHHS 3a
JOTIOMOTOK0  CTIEIAJIbHOTO (DUIbTpa, SIKUA BHUKOPUCTOBYE MATEMATHYHY (YHKIIIO
l'aycca. 1Is TexHIKa BUKOPUCTOBYETbCS y OUIBIIOCTI TrpapiyHUX PEAAKTOPIB
(Photoshop, Canva, Figma Tomio), OCKIIbKM HanpsiMy BIUIMBA€ Ha BI3yalbHY SIKICTh
300pakeHHsI, 3SMEHIITYIOUH 36PHUCTICTH 300paKEHHS Ta 3TIIAJKYIOYH KOHTPACTH.

OcHoBHa 171e5 Oy1b-IKOTO (DUTBTPA PO3MUTTS MOJISTAE B 3MINTYBaHHI KOJIBOPY
TMIKCEJIS 3 KOJIbOPaMU TKCEITiB MOPYY 3a JOTIOMOTO0 3BaXKEHOT CyMH.

I'ayccoBe po3MUTTS BUKOPUCTOBYE nBOBUMIpHY (yHkuiro I'aycca (1) mms
3Ba)KyBaHHS HAMOIMKYMX MIKCEIB:
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Curma-kBagpar (6%) B 3HAMEHHHUKY CTEHEHS € JUCIIEPCi€lo, SKa BH3HAYAE

HACKUIBKU ICTOTHO CYCI/IHI MIKCEeJ HEHTPATBbHOIO MIKCENs BIUIMBAIOTh HA PE3yJbTar
oOuucnenb. Dynkiias [aycca € wakcumanpHoro mpu (0,0), 1o BigmOBigaE
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pO3TalllyBaHHIO TIKCENs, SKUM PpPO3MHUBAETHCS, 11 3HAYEHHS 3MEHINYEThCA 31
301IBIICHHSIM X a00 Y [2].

Anpo 'aycca mobynoBaHe TAKMM YMHOM, 110 HOTO IIEHTPAIBHUN €JIEMEHT Ma€e
HaWOlIbIIe 3HAYEHHS, a MNpU BIAJAJEHH] Bl LEHTPY 3HAYEHHS IIOCTYIIOBO
3MEHIIYIOThCS BIAMOBIAHO 10 BiAcTadi [3] (puc. 1).

Gaussian Kernel (2D)

Gaussian Kernel (3D)
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Puc. 1 TproxBumipHa Ta JBOBHMIipHA Bizyauizaiis ¢pyHkiii ['aycca

Posmutrtss 3a T'ayccom 3acTocoByeThCS 10 300pakeHHS 3a JOMOMOTOIO
HACTYIHOI MOCIIOBHOCTI omeparliii: 1) Bu3HavaeTbes aapo (HikCOBaHOTO pO3Mipy, sIK
IPaBWIO, € HEMMAPHUMH MaTpHULSIMH po3MipaMu 3%3, 5%5 Tomio; 2) KOXEH MIKCelb
300pakeHHsI OOpOOJIAETHCA HUIAXOM PO3MIIIEHHS s/pa HaJl HUM Ta BUKOHAHHS
MOEJIEMEHTHOIO MHOKE€HHSI MK 3HAQUEHHSMHM $pa Ta BIANOBIIHUMHU 3HAYCHHSIMHU
MPWIETIINX MKCETiB; 3) MIJCYyMOBYBaHHS OTPUMAHUX JOOYTKIB 1 YTBOPEHHS HOBOTO
3HAYEHHS IHTEHCUBHOCTI MIKCEJIs, 110 € 3BaXKEHOI0 CYMOIO MOTro CYCIJIHIX MIKCEMB; 4)
MOBTOPEHHSI ONHMCAaHUX oOmepamid ans koxHoro mikcens [3]. Hukue HaBeneHo
3aCTOCYBaHHA aNropuTmy (puc. 2).

3o06paxeHHs fAopo

Pesynbrat: 500/16= 31.25

Puc.2 BigoOpaxxeHHs alirOpuTMy PO3MUTTS TIKCEJISI



3a JAOMOMOIOI0 I[HOTO MPOIECY MOXHa C(HOKYyCyBaTH yBary CIOXKHBada Ha
BOKJIMBUX JCTAIAX y IMTUGPOBOMY a00 IPYKOBAHOMY MPOAYKTi. PO3MUTTS 32 METOIOM
layca no3BoJisie 3MEHIIMTH XpOMAaTWU4HI abepailii Ta KOJbOPOBI CMYyTrM Ha
BHCOKOKOHTPACTHUX 300pa’KEHHAX, a TaK0X 3HIKY€E KUIBKICTb SICKpaBHX MIKCENB
HaBKOJIO 00°ekTiB [3], ycyBatoun HeOaXkaH1 KOJLOPOBI IJIsiMU (puc. 3).

306paxeHHs 3 WymMoM Posmute 306paxeHHs

Puc. 3 300paxkeHHs 3 LIyMOM Ta 3 pO3MUTTSM

3MeHIIyI0YH HasBHI IIyMH 300pakeHHs 3a JOMOMOrol po3MuTTa ['aycca,
JOCATAETHCSI KOHIIGHTPAIIiSl yBard Ha BHUSIBICHHI 3HAUYIIMX CTPYKTYP 1 0COOIUBOCTEN
y 300pakeHH1, € BaXJIMBOIO CKIJIAJOBOIO OOpOOKHM 1H(OpMAIlii, MOKa3ye BaXKIUBICThH
(GyHIaMeHTalbHUX 3HAHb.

Otrxe, po3mutts [aycca MoxkHa Oe3mocepelHbO BHUKOPHUCTOBYBATU B
anropuTMax oO0poOKu ITUPPOBUX 300pakeHb, 3aCTOCOBYIOUN MaTeMaTH4YHYy (DYHKIIiO
115t GOKYCyBaHHS yBaru Crioctepiraya Ha KJIFOUOBHUX €JIEMEHTaX.
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