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® NUI (Natural User Interface)

® Panoramica su Kinect
® Kinect SDK
® Demo
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If no command is specified pkgtool starts with the interactive dialog mode.
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Evoluzione UI - Touch




Evoluzione Ul - TouchlLess




Evoluzione UI - Riconoscimento




Panoramica su Kinect




Kinect - Esterno

Sensori di Profondita (3D)

Video Camera RGB

Batteria Microfoni
Inclinazione Motorizzata



http://domusdotnet.org/media/19721/figura2.jpg

Kinect - Interno




Kinect - Architettura
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Kinect — Come Funziona
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Kinect SDK




Kinect SDK

Download (Versione 1.0 1 rebbraio 2012)

SDK comprende:
Drivers, per utilizzo su PC con Windows 7
APIs e Documentazione tecnica
Sorgenti di Esempi (C# e C++)


http://www.microsoft.com/en-us/kinectforwindows/
http://www.microsoft.com/en-us/kinectforwindows/
http://www.microsoft.com/en-us/kinectforwindows/
http://www.microsoft.com/en-us/kinectforwindows/
http://www.microsoft.com/en-us/kinectforwindows/

Kinect SDK - Prerequisiti

® HardWare

® Sensore Kinect for Windows
® Sensore Kinect for Xbox 360 (+ Alimentatore) — SOLO per DEV !!!

® CPU DualCore 2.66 GHz o superiore
® Scheda Grafica con supporto DirectX® 9.0c
® 2-GB RAM (4-GB RAM raccomandata ©)
® Software
® Windows 7 (x86 or x64)

® Visual Studio 2010 Express o superiore
® Microsoft .NET Framework 4.0



Differenze Kinect for WINDOWS vs
Kinect for XBOX360
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Differenze Kinect for WINDOWS vs
Kinect for XBOX360




Kinect SDK — Architettura SW
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Kinect SDK — Architettura SW
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Demo



Kinect SDK — Skeletal Tracking
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Kinect SDK — Skeletal Tracking

« Massimo due ‘giocatori’ in contemporanea

« Per ogni ‘giocatore’ viene gestito un set di punti
(Joint) <x, y, z>

* Ogni punto ha un stato
— Tracked, Not tracked, or Inferred
— Inferred = Nascosto, Tagliato o non sicuro

— Not Tracked — NON Identificato ricordarsi di
gestirlo nel codice



Kinect SDK — Skeletal Trackin

Private Sub SkeletonFrameReadyHandler(sender As Object, e As SkeletonFrameReadyEventArgs)
Dim firstSkeleton = (From s In e.SkeletonFrame.Skeletons
Where s.TrackingState = SkeletonTrackingState.Tracked
Select s).FirstOrDefault()

If firstSkeleton IsMot Nothing Then
Dim handRightJoint = firstSkeleton.Joints(JointID.HandRight)
Dim handRightPosition = handRightJoint.Position

Dim handlLeftJoint = firstSkeleton.Joints(JointID.HandlLeft)
Dim handLeftPosition = handRightJoint.Position

If Calculate2DDistance(handRightPosition, handlLeftPosition) < @.85 Then
' posso considerare le mani vicine
End If
End If
End Sub

Private Function Calculate2DDistance(a As Vector, b As Vector) As Double
Dim dx = Math.Pow(a.X - b.X, 2)
Dim dy = Math.Pow(a.Y - b.Y, 2)
Dim distance = Math.Sgrt(dx + dy)
Return distance

End Function




Kinect for Windows RunTime

4 ) Microsoft Kinect
4 o Drivers
 Audio
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Coding4Fun Kinect Toolkit

Current Coding4Fun Kinect Toolkit:
WPF: WinForm:
Depth Data Extension Methods: Depth Data Extension Method

» ImageFrame ToBits
* int[].ToBitmap()
» returns Bil
nt height, int

e, Color highlightColor)

»

» poin X, in int end

nothing

Skeleton Data Exten

a
idth and height specified

Controls:

» Hover

http://c4fkinect.codeplex.com/
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