BBegeHve B pa3paboTky
noa Kinect




WTF?!




Bepcun

Kinect for Windows

- Kommepyeckas niMueH3us

- ONTMMN3NpPoBaH NS UCMOSb30BAHUSA C KOMMNbIOTEPAMK Mo4
ynpasneHuem Windows

- ONTUMM3npoBaH Ans padoTbl Ha ONU3KUX ANCTAHLMAX

Kinect for Xbox 360

- MoXeT ncnonb3oBaTbCs TONLKO A9 AeBeroNepCcKnx Leren
- ONTUMM3npPoOBaH AN ucnonb3oBaHma B Xbox 360




YctpouctBo Kinect

- RGB kamepa

- 3D kamepa rmybuHbI
(+ onpeneneHne Nosib3oBaTtersis)
- MaccumB 13 4x MmkpodoHoB

- MoTop n3amMeHeHUsa HaknoHa aeBanca

UK Uanyyartens RGB-Kamepa

WK CeHcop rmybuHbl  Motop nameHeHus
yrna HaknoHa

Maccue MUKpod)oHOB



D
Kinect SDKs

- OpenKinect SDK (Community)
- OpenNI Kinect SDK (PrimeSense)
- Kinect For Windows SDK (Microsoft)



MHnunannsauna gesanca

- [loCcTyn K YCTPOUCTBY OCYLLECTBNAETCA Yepes3 KONSEeKLUUIo
KinectSensor.KinectSensors. [pumep nonyvyeHus
OocTyna K nepBoMy YCTPOWUCTBY:
var kinect = KinectSensor.KinectSensors[0];

- 3anyck ycTpouncTBaa:
kinect.Start (),



L
RGB-kamepa

RGB kamepa NK-ceHcop NK-npoekTop




RGB-kamepa

- MoppepxuBaemMble paspeLleHuns
- RGB 640x480 (30 FPS)
- RGB 1280x960 (12 FPS)
- YUV 640x480 (15 FPS)

- [1aHHbIE C KamMepbl NOCTyNnarwT B BUAe OQHOMEPHOIo

6anToBOro MaccuBa, cogepxallero rno 4 afieMeHTa Ha
KaXXObIN MUKCErb

- [laHHble B MaccuBe xpaHAaTca B popmate BGRA



L
RGB-kamepa

[lemoHcTpauyus



Kamepa rnyounHbl




Kamepa rnyounHbl

- AlaT4ymk rmy6buHbl COCTOUT N3 MHJIPaKpPaCHOro NPOEKTopa,
obbeagmHeHHoro ¢ MoHoxpoMHon KMOTI-matpuuen (CMOS APS
Matrix), yto nossonget gatyunky Kinect nonyyartb TpEXmMepHoe
n3obpakeHme npu nNobom ecTeCTBEHHOM OCBELLIEHUN.

- MNopaepxuBaemMble paspeLleHns
. 640x480 (30 FPS)
- 320x240 (30 FPS)
. 80x60 (30 FPS)

- NoppepxnBaemble guctaHUnm
- 80cm — 4m (DepthRange.Default - Kinect for xBox 360)
- 40cm — 3m (DepthRange.Near - Kinect for PC, Kinect SDK v1.5)

- [1aHHbIE C Kamepbl rMyOuHbI NOCTYNaKT B BUAE OQHOMEPHOIO
MaccuBa Tuna short[]



[lnctaHuun

Meters 0.4 0.8 3 4 8

Default
Mode

Near
Mode

- HeuseecTHO

[:l CnuwwKom 6rnako

B Crvwkom ganeko
- HopmanbHbIi AnanasoH






YepHble TEHN — YTO 3TO?

[MpenaTtcTteue 2

TeHb Bbl3BaHa npenaTcTenem 1
Takmm 06pasom, YTO HET NPOEKLUU
Ha 3Ty YacTb NPenATCTBUSA 2

[MpenaTtcTene 1

MK CeHcop MK npoekTop



VIHOeKc nrpoka

- MaccumB gaHHbIX MyOuHbI coaepXXuT nHopmMaLmo Kak no
yOaneHHOCTU KaXXaoW TOYKWN, TaK U MHOEKC Urpoka

° I'Ionyquvle NHOEKCa UTPOKa.
var player = depthMatrix[i] & DepthImageFrame.PlayerIndexBitmask;//7

- Mony4eHne rnyouHBbI:

var realDepth = depthMatrix[i] >> DepthImageFrame.PlayerIndexBitmaskWidth;
//3
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Kamepa rnyounHbl

[lemoHcTpauyus



MaccuB MUKpodooHOB




Maccrns MUKpPOdOOHOB

- MnKpOoOHHasA pelueTKa No3BOSISET NPOU3BOAUTL
nokanusaumuio UICTOYHMKA 3BYyKa U NogasBreHne LyMoB,
YTO JaeT BO3MOXHOCTb roBOpuUTb 6€3 HayLLHMKOB U
MUKPOJOOHa.

- [logpepxuBaetcs 16-6UTHbIN 3BYK C HacTOTOM
anckpetnsaumm 16 kHz

- Sound Source Angle — yrosn u cteneHb YBepPeHHOCTU TOrO,
rae HaxoguTca UCTOYMHUK 3BYKa

- Beam Angle — yron, ncnonb3yoLinmca npu 3anncu ayamo,
MOXHO TpaKTOBaTb KakK HanpaBfeHHbIN MUKPOJOOH

- MakcumanbHbIW yron onpeneneHnsa 3syka 50

-5 O



MaccrB MUKPOJQOOHOB

[lemoHcTpauyus



MoTop n3ameHeHunsa yrna HaknoHa
Kinect




MoTop n3ameHeHunsa yrna HaknoHa

Kinect

- CnyXuT onga nsmeHeHusa rpagyca HaknoHa yCcTpomncTea

- MMHUMarbHLIN Yron HaknoHa -27 rpaaycos;
MaKCcuUMarnbHbIN +27

- He cyuwiecTByeT NpAMOro goctyna K MOTopy Yepes
MeTOoAbl. Yron HakfioHa MOXHO U3MEHUTbL TOMNbKO Yepes
ceBouncTBo kinect.ElevationAngle Tuna int



MoTop n3ameHeHunsa yrna HaknoHa
Kinect

[lemoHcTpauyus



SkeletonFrame — cobepun meHs
MONMHOCTbIO




Ckenet yenoseka n Kinect

- CKerneT CoCTOUT Ua3:
- 20 cyctaBosB (Joint) ona obbI4HOro pexuva
- 10 cyctaBoB ons cnaayero pexuma

- Bo3amoykHa nopgep)kka OAHOBPEMEHHO 2X aKTUBHbIX
UIPOKOB

- MoxeT cnegnTb O AHOBPEMEHHO 3a 6 UrPOKaMU

- [laHHblE, nony4veHHble n3 SkeletonFrame
ABNATCA MaccmBoM Tmna Skeleton(],
KaXkObIN 3r1IeMEHT KOTOPOro COOAEPKNUT
Konnekuuo cyctasoB Joints ¢
3D-koopagmHaTamm CBOENO MOSIOKEHUSA
B NPOCT-BE

Sensor Direction



[lapameTpbl crna*xuBaHUA cKeneTa

-Smoothing(crnaxxmsaHue) — default 0.5
-Correction(koppekuuns) — default 0.5
-Prediction(nporHosmnposanune) — default 0.5
-JitterRadius(paaunyc gpoxanus) — default 0.05

-MaxDeviationRadius(makcumanbHbIN pagnyc
oTKNnoHeHua) — default 0.05



[lo3nymoHmpoBaHme

- Knacc DepthlmageFrame cogepxur:

- DepthImagePoint MapFromSkeletonPoint(SkeletonPoint skeletonPoint) —
MNO3BOJIAET NOJTYHYUTb KOOPAWNHATbI NMNKCENA FJ'Iy6I/IHbI N3
CyCTaBa CKeJleTa

- ColorImagePoint MapToColorImagePoint(int depthX, int depthy,
ColorImageFormat colorImageFormat) — MO3BOJIAET MOJTYHUTb
KOoOpAunHaTthbl NMMKcen4d uBeta U3 KOopaunHaTt NMUKcen4d
rnyOuHbI

- SkeletonPoint MapToSkeletonPoint (int depthX, int depthy) —
MNO3BOJIAET NOJTYHYUTb KOOPANHATbLI CyCTaBa CKeJlieTa N3
KOopAuMHAaT NMUKCcesn4d FJ'Iy6I/IHbI

- AKTyarnbHO ans npeobpasoBaHUin KOOpAUHAT MeXay
pa3HbIMU CUCTEMAMMN KOOPAMHAT.



SkeletonFrame

[lemoHcTpauyus



L
Face Tracking API

- B ocHOBe anroputma pacno3HaBaHUA NMEXUT anroputm
Active appearance model (AAM — akTuBHaga mogersnb
BHELUHOCTW/akTMBHasA BMaoBsas Moaesnb)

- [1pn pabote ¢ Face Tracking API, paspaboTtynk nocoinaet
CTPYKTYPY AaHHbLIX, coaepxaluyto nHdpopmaumto ¢ RGBA-
n3obpaxxeHnem n MmaccuB AaHHbIX rMyOuH. B peayrneraTe
00paboTKM 3TUX AaHHbIX, pa3pabdboTynK Nony4vyaeT Ha
BbIxoae Konnekymio 2D-koopanHaT TOYEK ANTEMEHTOB nnua

- [1pn conoctaBneHnUn nruua n pacrno3HaHHbIX
To4ek nuua, ucnonbadyetcda Candide-3 macka




L
Face Tracking API

[lemoHcTpauyus



LleHa Bonpoca

Kinect for Xbox 360 — $150 (~6 TbIC. p.)
Kinect for PC — $250 (undefined Thbic. p.)

KOMMMNeKT NoCTaBKU:
-1eBaunc

-Kabernb NUTaHus
*PYKOBOACTBO MOrb30BaTens
-urpa (Kinect Adventures)



NCTOUYHUNKN

- http://kinectforwindows.org — noptan ans Kinect-
pa3paboTyYMKoB

- http://channel9.msdn.com/coding4fun/kinect — kaHan,
nocesaweHHbIN Kinect

- http://channel9.msdn.com/Series/KinectQuickstart —
KpaTKoe BUOEO PYKOBOACTBO

- http://blogs.msdn.com/b/kinectforwindows/ — 6rior
pa3paboTtymkoB Kinect

- http://msdn.microsoft.com/en-us/library/hh855348 —
Kinect for Windows Programming Guide
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