dnekmpoHHble 6ubauomeku. 2016. T. 19. Ne 6

YK 004.35, 004.946

NCNOJIbBOBAHUE KOHTPOJIZIEPA MICROSOFT KINECT B PASPABOTKE
PEABUTUTALUUOHHDbIX UTP

A.P. Bakupos', B.B. Kyrypakosa’, H.P. MaHaxos?, H.3. Cene3nésa’

Bbicwasa wKona UHGOPMAUUOHHbIX MexXHOM02Ull U UHGHOPMAYUOHHbIX CUCMEM
KazaHckoeo (lpusonickoeo) hedepanbHo2o yHUBepcumema

goglmogl@hotmail.com, *vlada.kugurakova@gmail.com,
3nadirmanakhov@gmail.com, 4nataIiseIeznewa306@gmaiI.com

AHHOMayusa

MN3noskeHbl noaxoabl K pa3paboTke (C Mcnonb3oBaHNEM HECKOHTAKTHOMO CeH-
COpHOTro urposoro KoHTpoanepa Microsoft Kinect) peabunmtayMoHHbIX Urp AN NoA-
HOro0 MAWM YaCTUYHOIO BOCCTAHOB/IEHUA ABUraTeNbHbIX QYHKUMNIA NOCTUHCY/IbTHBIX Ma-
yMeHToB. OnncaHbl Npobaemsbl, KOTopbie OblM NPeoAoNeHbl NPU PaboTe C KOMMNAEK-
TOM CPeAcTB pa3paboTKM NPUNOXKEHUI ANa UTPOBOro KoHTponnepa Microsoft Kinect,
N 3N1eMEHTbl UTPOBON MEXAHUKKN A1A AOCTUMNKEHUA BOBAEYEHHOCTM NaLMEHTOB B pea-
OUNUTALMOHHO-UIPOBOM NpoLLecc.

Knarouessbie cnoea: uepesl, unity, kinect, peabunumauyus, 0suzamesbHble yHK-
yuu

BBEAEHUE

LlepebpanbHbih MHCYAbT ABASIETCA OAHOW M3 OCHOBHbIX MPUYUH MHBANUAM3A-
umu [1, 2]. CywecTtBytowme meToabl BOCCTAHOBEHUA [3] HeAO0CTaTOYHO 3PPEKTUBHDI,
YTO AenaeT aKTyalibHbIMW AanbHenwune MoucKM nyTeh onTMMM3auMu BOCCTAaHOBM-
TenbHou Tepanuu [4]. Ncxogamm MHCYNbTa NOMUMMO ABUraTeibHOro aedununta ABNA-
IOTCS KOTHUTMBHbIE HapyleHUA. NMpumeHeHne AONONHEHHOW UK BUPTYanbHOM pe-
aZIbHOCTM MaJi0 U3Y4EHO, HO NEePBUYHbIE UCCAEL0BAHMA NOKAa3aau, YTO UX NPUMEHe-
HME MOXKET 3HaAYUTEe/NIbHO NMOMOoYb NauueHTam [5, 6]. Ho BCé 3aBMCUT OT nNaumeHTa.
BBegeHne UrpoBbiX U COPEBHOBATE/IbHbIX 3/IEMEHTOB MOXKET TaKXKe caenatb peabu-

ANTaUnto VIHTGpECHOﬁ n HECKy‘-IHOl\/'I, 4YTO AO/IXKHO AOMNOJIHNTENIBHO MOTUBUPOBATDL MNMa-
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LMEHTOB BbIMNONHATb 334a4M, NOCTaB/NEHHble nepes HUMU. lNpumeHeHMe He TONbKO B
o6pa3oBaTeNibHbIX, HO U B MEAMUMHCKUX chepax TaKMx HOBbIX YCTPOMCTB BBO-
Aa/BblBOAA, KaK LWAemMbl BUPTyasibHOW peanbHOocTK, Hanpumep Oculus Rift nan HTC
Vive, ycTponcte 6ecKOHTAKTHOM Hasurauum Leap Motion wuanm ceHcopos-
AanbHomepos Microsoft Kinect, y»e He BbI3biBaeT yamsneHua [7]. Noutu cpasy nocne
CBOEro Bbixoga nepsas Bepcma Microsoft Kinect Hawna npumeHeHune B meauunHe [8].
Hosaa Bepcua Kinect One ewé 6onble pacwmpaeT AManasoH MeaAULMHCKUX OYHK-
UMW, npegnaras BO3MOXKHOCTM ANA onpeaesieHUA HanpAXEeHHOCTU MbIWLl, Tena,
HACTPOEHUA YeI0BEKa NO BbIPaXKeHUIo MLa, U3MepAA ero nynbe.

MICROSOFT KINECT

Microsoft Kinect — aTo ycTpoiicTBO AnA 3axBaTa ABUXKEHWM, KOoTopoe 6blfo
BbinyweHo B 2010 roay ana urposom kKoHconun Xbox 360 [9]. B 2012 roay TakKe bbina
BbIMYLLEHA BEpPCMA AN5 NepCcoHanbHOro Komnbtotepa. B 2014 roay smecte ¢ Xbox One
BbILL/1A HOBAA BEPCUA YCTPOMCTBA, Ha3BaHHaA cooTeBeTcTBeHHO Kinect One mnam Kinect
2.0 (puc. 1). basoBoe npeaHasHayeHwe, AnA KoToporo 6binO paspaboTaHO 3TO
YCTPONCTBO, — ynpaBaeHne KOMMNbOTEPOM UM UTPOBOM KOHCO/IbIO C MOMOLLBIO XKe-

CTOB N rOJZ1I0COBbLIX KOMaHA.

XBOX 360

Puc. 1. Kinect 360 (cneBa) u Kinect One (cnpaBsa)

B Kinect BcTpoeHbl Kamepa, MHPPaAKPACHbIN AaTYMK U MACCUB MUKPOGDOHOB.
Mpu nomowm MHPpPaKPaCcHOro AaTymKa OH nosay4daeT (puc. 2) rnybuHHY0 KapTy BUAK-
MOTO KYCKa OKpY»KeHMuAa (Ha n30bparkeHnn 4em oO6BbEKT HaxoauTca Aasblie, TEM OH
TemHee).
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Puc. 2. laHHble ¢ MHOpPaAKPACHOro AaTYMKa

FnybuHHaA KapTa u n3obpaxeHne ¢ Kamepbl 06pabaTbiBAOTCA NPM NOMOLLMU
Microsoft Kinect SDK, KoTopbii onpeaenaeT NosoXKeHue YenoBeKa U ero KOHe4YyHo-
cter. MNMockonbKy Kinect One Ha AaHHbIM MOMEHT ABAAETCA NOC/NeAHEN Bepcuen
YCTPOWMCTBA, TO OYEBUAHO, YTO B HEM OblIN yCTpaHeHbl HEKOTOpPble Npobaembl paH-
Her Bepcumn. OTMETUM pPas3NnymAa.

1. PaspeweHue sudeoKkamepsi. B Bepcumn Kinect One KayecTBO BMAEOMNOTOKA
(puc. 4) crano 1920x1080 — 310 HamHoro nyywe, Yyem 640x480 B cTapoi Bepcum
(puc. 3). Yron ob3opa TakxKe yBenmumaca Ha 60%.

Puc. 3. BuaeonoTtok Kinect360
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Puc. 4. Bugeonotok Kinect One

2. Pa3speweHue uHppakpacHo2o damyuka. Kinect 360 nmeet paspelieHne gatiu-
Ka 640x480 nukcenen (320x240 gna oTcnexMBaHUA CKeneTa YenoBeKa U3-3a OrpaHu-
yeHUM KoHconn Xbox360). Hosas Bepcus mmeet paspelseHne 512x424 nukcens.
MoHo 6b110 6bl caenaTb BbIBOA, YTO B CTAPOM BEPCUM AaTUMK Nlyylle, YEM B HOBOM,
HO 3TO 6b110 6bl NOBEPXHOCTHO. OCHOBHOE pPa3/inyme 3aK/IOYaAETCA B TEXHONOMMM 3a-
XBaTa M306parkeHnsa € 3TUX MHPPAKPACHbIX AATYMKOB. MepBbii A4aTYMK OCHOBAH Ha
CTPYKTYPUPOBAHHbIX CBETOBbIX PE3Y/NbTAaTOB, 3aTEM MHTEPNONNPYEMbIX B FNYOUHHYIO
KapTy, B TO BPpEMSA KaK BTOPOM AaTYMK OCHOBAH Ha TexHonoruu time-of-flight, Kotopas
BbIAAET TOYHbIE 3HAYEHUA rNYOUHHOM KapTbl, @ He NPUBAUIKEHHbIE.

3. Konuyecmeo pacno3Hasaemeblix cycmaesos (puc. 5). Kinect 360 onpeaenset 20
CYyCTaBOB M O4HOBPEMEHHO TONIbKO ABa YesoBeKa B Kagpe. Kinect One onpepenset 24
CyCTaBa M 40 WeCTU YeNOBEK B Kajpe O4HOBPEMEHHO.

[na paboTbl ¢ ceHcopom-ganbHomepom B cpege Unity [10] BbinyweH cneymans-
Hbi nnarmH Kinect wrapper package for Unity3d, no3sonsatowmin 6ecnpenatcTBeHHO
pa6oTatb ¢ Kinect SDK> Bepcuu 1.7 B npoekTe [11]. ITOT naarMH cogepsuT B cebe

? SDK — software development kit, KOMNAEKT cpeacTB pa3paboTKM, KOTOPbIN MO3BONAET CNELMaAUCTaM No
nporpammHomy obecneyeHunto co3aaBaTb NPUIOKEHMUA ANA ONpeLeIEHHOro NakeTa NPOrpamm, NPorpamm-
Horo obecrneyeHuns 6a3oBbIX CPeAcTB pPa3paboTku, annapaTHoOW NAaTGOPMbI, KOMNBIOTEPHOM CUCTEMBI, UTPO-
BbIX KOHCO/1EM, ONEPALMOHHBIX CUCTEM M MPOYNX NAATHOPM.
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AEMOHCTPALMOHHYI0 cueHY (puc. 6), B KOTOPOM HAXOAUTCA YCOBHbIN CKeNneT Yyesnose-
Ka ¢ 20 unun 24 cyctaBamm COOTBETCTBEHHO A4 pa3HbIx Bepcuit Kinect.

Figure 2. Skeleton models in NUI on Xbox 360 (left) and Durango (right).
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Puc. 5. CneBa — pacno3HaBaemblit ckenet Kinect 360, cnpasa — ckeneTt Kinect One

Puc. 6. CneBa — TpexmepHasa MoAenb, ynpaBasemasn UrpoOKOM, CNpaBa — AaHHbIe
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C MHpPaKPaCHOro AaT4nKa U BUAEOKaMepbl
UrPOBAA MEXAHUKA

Y106bl CO34aTb KOHKPETHble peannsaunmn peabuantaumMoHHbIX Urp ANa Non-
HOrO WAM YaCTUYHOrO BOCCTAHOB/EHWUA ABUraTesibHbIX PYHKUMIA NauMeHToB, 6biN0
BbIOPAaHO HECKONIbKO KOHLENLMN, C LLeJIEBON UTPOBON MEXaHUKOW:

® /191 MOTOPHOM N KOTHUTUBHOW peabuantaumm;

® /1A NOBTOPEHMA OTAE/bHbIX YNPAXKHEHUN;

® /1A BOCCTAaHOBNEHMA ONOPHO-ABUraTENbHbIX QYHKLMUN;

® /15 OTPAbOTKM KOMBUHALWNI TOYHbBIX ABUMKEHUA.

KocmoHaBT — urpa 4n1a MOTOPHOM M KOTHUTUBHOWM peabunutaummn (puc. 7).
MauneHT NpeacTaBNAETCA aBaTapoOM, YbA LeNb — 3aZ€Tb KaK MOXKHO 6onblle nagato-
wmx ceepxy ¢uryp. J1oBUTb GUrypbl MOXKHO TONIbKO NasnbLAMM, KUCTAMM, 04bIXKKAMU
N CTYNHAMM.

NrpoBble NnapameTpbl, 3arpy*Kaemble Npu 3anycKe: Bpems Ceccum, BpeMeHHOM
NPOMEXKYTOK MeXay ¢urypamu, WmpuHa nageHuna ¢puryp, CKOpocTb NageHusA, Bpemsa
CMeHbl YPOBHA, rPaHMYHble 3HAYEHWUS NMapamMeTpPoB, MPUPOCT K 3HAYEHUIO NapameT-
POB B C/1ly4ae NOHWMMKEHWUA AN NOBbILEHWUA YPOBHA.

Mpu paspabotke 6bln1 MoAMPUUUPOBAH CKPUNT M3 CTAaHAAPTHOrO NJarvMHa
Microsoft, a umeHHo, 6bI10 AobaBneHO NepemelteHMe 6a30BOM KOCTU MEPCOHAKa,
YTO NO3BONAET UFPOKY ABUraTb NEPCOHaXKa B/IEBO M BNPaBo. B ABUXKEHMA NepcoHaa
AobasneHa Heboblaa MHTepnoaaumsa, 4Tobbl Npnaate MM naasHocTu. C uenbto on-
TUMM3aALUUM npoueccoB bbin pa3paboTtaH 06beKTHbIM Nya Ans GuUryp, KOTopbIA UC-
NoNb3YyeT yXKe ynaslwme GuUrypbl, MHa4e ANnA co3gaHnA HOBbIX 06 BEKTOB TPATUNOCH Dbl
N3/INLLIHEE KOJIMYECTBO PECypCoB.

BaxHO oTmeTuTb npobaemy, KoTopaa BO3HMKANA npu paboTe ¢ Kinect B npo-
Lecce peannsaunm 3Toro NPUIOKEHUA, — HETOYHOCTb ONpeaesieHNs NONOMXKEHNA KO-
CTEM UrpoKa. dTa nNpobniema bbina cunbHo 3ameTHa B Kinect One — moaenb UrpoKa
CUNbHO ApOrKana, YTo BAMANO HA BM3yasnbHOe BOCMPUATME Urpbl. MONbITKM Npume-
HUTb PUAbTP KanmaHa unm GpuabTp HU3KMX YacTOT NPUBOAUN K CUbHOM 3aTOPMO-

KEHHOCTU ,CI,BVI)KEHMVI, n3-3a 3Toro 6b1s10 peweHOo OCTaBUTb NMPOCTYHO UHTEPMNONALUULIO.
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Score: 115

Puc. 7. FTevmnnen urpbl «<KocmoHaBT»

TpeHep — urpa-npuNoXKeHWe ANA NOBTOPEHUA OTAENbHbLIX YNPAXKHEHWUMN.
34ecb He MCnoab3yeTca aBaTap, HO NAUMEHT AO/IKEH BUAETb cebA Ha aKkpaHe. MNosepx
nauueHTa AoJ/IKeH oTobpaxkaTbesa ero ynpouwéHHbin ckenet (Kinect 360 — 20 KocTel,
Kinect One — 25 KocTten). MpunorkeHne nmeeT ABa pexmma — TPeHep U NauMeHT.

HanoxeHune ckeneta 66110 peanm3oBaHO NYTEM €ro yCTaHOBKM KaK A04YepHero
06beKTa NNOCKOCTM, oTobparkatowenn BMAEONOTOK. 3aTeM pa3mepbl ckeneta 6biau
nogobpaHbl TaK, YTobObl BU3yaNIbHO BUAEOMOTOK U CKeNeT Obli HANOXKEHHbIMU ApYr
Ha apyra (puc. 8).

Puc. 8. leMOHCTpauua HanoXeHUA ckeneTta
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Ho Bo3HMKNA Npobsiema C HaNoXeHUeM Ha ApYrux YyCTPOMCTBAX: CKeNeT 3a4a-
CTYIO OKa3blBa/ICA CMELLEHHbIM OTHOCUTE/IbHO BMAEONOTOKa (puc. 9).

Puc. 9. leMmoHCTpaymsa HeNpPaBU/IbHOTO CKeneTa Ha APYrom YCTPOMCTBE

bonee noapobHbIN pa3bop A[OKYMEHTAUMM YKa3an Ha HaauMyMe Kaacca
CoordinateMapper B Kinect SDK. 3toT Knacc nomor B cayyae ¢ Kinect One. lNepeBog,
M3 MPOCTPAHCTBEHHbIX KOOPAMHAT KOCTEM B KOOPAMHATbI Ha M300paKeHuu ocy-

WeCTBAANCA TaK:

Body body = GetTrackedBody();
if (body != null)
{
for (JointType jt = JointType.SpineBase; jt <= JointType.ThumbRight; jt++)
{
Vector3 pos = Frame.CameraSpacePointToVector3(body.Joints[jt].Position);
_BoneMapljt].transform.localPosition =
Vector3.Lerp(_BoneMapljt].transform.localPosition, pos, lerpSpeed * Time.deltaTime);
}
}

3710 peweHne He noaxoamno pna Kinect 360 BBMAy OTCYTCTBMA Knacca
CoordinateMapper B ctapoit Bepcun SDK. Mpn nomowm ytunutel DLL Export View
(puc. 10) B daine kinect10.dll 6bi1n HanaeHbl peanmnsaunm Heobxoa4MMbIX METOA0B:
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e NuilmageGetColorPixelCoordinatesFromDepthPixel;

e NuilmageGetColorPixelCoordinatesFromDepthPixelAtResolution.

L A NuilmageGetColorPixelCoordinatesFromDepthPixel

@ NuilmageStreamGetimageFrameFlags
@ MNuilmageStreamGetNextFrame

@ NuilmageStreamOpen

@ NuilmageStreamReleaseFrame

@ NuilmageStreamSetimageFrameFlags
@ Nuilnitialize

@ NuiSetDeviceStatusCallback

Puc. 10. MeToabl B kinect10.dll, nokasbiBaemble ytunutoit DLL export viewer

Heobxoanmble GyHKUMM Bbinn HangeHbl. Ho nx peanMsaumna oTcyTcTBOBana B
odumumanobHom naarmHe ans Unity3D, noatomy 6b110 pewieHo UCNpPaBuTb 3Ty OLWMOKY.
B ntore maccus 13 KagpoB cepmannlyetca B buHapHbi pann. B cnyyae Heobxogmmo-
CTW OH TaK)Ke JIerko AecepmnanmnsyeTca B UCXOLHbIN MaCCHUB.

Eweé oaHa HeABHAsA, HO 3HaYUTeNbHaA Npobaema 3aKK4YaNaCb B NONOKEHUMU
n HaknoHe Kinect One. B Kinect 360 Takoi npob6aembl HET, NOTOMY YTO B HEM HaKJ/IOH
KOHTPONMpPYETCA CEPBONPUBOLOM B HOXKKeE YCTPOMCTBA, b1arogapa 4Yemy OH YyCMNeLHO
noAcTpamBanca nog Hosoe pacnosoxeHue. B Kinect One, HanNnpoTKB, 3TO NPMBOAUNO
K CMELLEHMIO 3anMCcaHHOro ckeneta no ocaAam Y u Z. PeweHnem cTanun onpeaeneHune
yrna u MNOBOPOT BEKTOPOB MOJIOMKEHMA KOCTEM Ha HaWAeHHbIM yron. B ckpunt
BodySourceManager 6bin gobasneH metog, CalculateTilt, KoTopblit Bbi3biBaeTCSA B Me-

Toae Update B TeyeHMe KaXKaoro kaapa:

L I NuilmageGetColorPixelCoordinatesFromDepthPixel AtResolution

0x10029...
0x10029...

0x10029...
(x10029...
(x10029...
0x10029...
0x10029...
(x10029...
0x10029...

0x0...
0x0...
0x0...
0x0...
0x0...
0x0...
0x0...

. Kinec...
. Kinec...
. Kinec...
. Kinec...
. Kinec...
. Kinec...
. Kinec...

5] DLL Export Viewer - C\Windows\system32\kinect10.dll - B
Eile Edit View Options Help

| %a ) A

Function Name Address  Rel.. Or.. Filena.. Full.. Type

@ NuiCameraElevationGetAngle 0x10029... 0x0.. 7 (. Kinec.. C\W.. Exporte..

@ NuiCameraElevationSetAngle 0x10029... 0x0.. 8(. Kinec.. CA\W.. Exporte..

@ NuiCreateSensorByld 0x10029.. 0x0.. 21.. Kinec. C\W.. Exporte..

@ NuiCreateSensorBylndex 0x10029.. 0x0.. 6(. Kinec. C\W.. Exporte..

@ NuiGetAudioSource 0x10029.. 0x0.. 25.. Kinec.. CA\W.. Exporte..

@ MNuiGetSensorCount 0x10029... 0x0.. 5(. Kinec. CA\W.. Exporte..

CAW...
C\W...
CAW..,
CAW...
CAW...
C\W..,
C\W..,

Exporte...
Exporte...
Exporte...
Exporte...
Exporte...
Exporte...

Exporte...
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void CalculateTilt(BodyFrame f)
{

try

{
Windows.Kinect.Vector4 floorClipPlane;
floorClipPlane = f.FloorClipPlane;
tiltRadians = Mathf.Atan(floorClipPlane.Z / floorClipPlane.Y);
tiltDegrees = tiltRadians * 180 / Mathf.PI;

}

catch (Exception e)

{

}

B 6MHapHbIN daiin 3anncbiBatOTCA KOOPAMHATbI KOCTEN TaK, Kak OHW 6bian Obl
pacnonoxeHbl Npu HaknoHe Kinect 8 0 rpagycos. [JocTuraetca 3To NyTEM NOBOPOTA
BEKTOPa Ha yros, NpOTMBOMOJ/IOXKHbIW YI/ly HAKNOHA YCTPOMNCTBa:

float cos = Mathf.Cos(currentAngle);

float sin = Mathf.Sin(currentAngle);

MyVector pos = Frame.CameraSpacePosintToMyVector(body.Joints[jt].Position);
float newY = pos.y * cos + pos.z * sin;

float newZ = pos.z * cos - pos.y * sin;

pos.y = newy;

p0s.z = newZ;

bones[i] = pos;

Pe3synbtaTtom pa3paboTKU cTano NporpammHoOe MPUNOXKEeHUe ANA 3anucu u
BOCMNPOU3BEAEHUA ABUKEHUN YeNoBeKa, TaKoM Noaxon HarnsAHO NoKasbiBaeT nayum-

eHTaM, Kak Heob6Xo0AMMO BbINONHATL yNparkHeHuaA (puc. 11).
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Puc. 11. Npouecc NoBTOPEHMA 3aNUCaHHbIX YNPAXKHEHUIN B MTPUNONKEHUN «TpeHep»
(nnntocTpauma BbiNOAHEHa Npu paboTe NPUNOMKEHUA C NOAKIOUYEHHbBIM YCTPOWCTBOM

Bepcun Kinect One, 4To OTparkaeTcsa Ha KoIMYecTBe oTobpakaemMblX CyCTaBOB)

Kybuk — TpéxmepHaa urpa gnsa oTpaboTKM KOMOUHALUMMA TOUHBIX OBUKEHWUMN.
3T0 urpa, B KOTOPOMN NAUMEHT yNpaBAseT aBaTapom. ABaTap PaACNONOXKEH BHYTPU Ky-
H61Ka, Ha rpaHAX KOTOPOro PacnooXKeHbl NINTKU. HeobxoAMMO KOCHYTbCA pyKamu u

HOramu CBETALWUNXCA NAUT.

Time:576 Score: O

Round Time:16

Puc. 12. Feimnnent urpbl «Kyomnk»

B 3ToM MUrpe npucyTCTBYET Ta e nNpobaema, YTo U B NEPBON Urpe: ABUNKEHUS

NnepcoHaxa BbIrNAAAT AépraHHbIMM U AporkaT. Kinect One nnoxo onpeaenseTt 601b-
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LIMe nanblbl Ha PYKe, 3TO NPMBOAUT K NMOCTOSSHHOMY MOBOPOTY KUCTU TaK, Kak BUAUT
eé Kinect B8 gaHHOM Kagpe. CTOUT OTMETUTb, YTO KOHLLEMNLMA UTPbl HeyAauHa, TaK KakK
HeKoTopble 33A4aHusa (KOMOMHAUMW NINTOK, HAa KOTOPbIE HY)KHO Ha)KaTb OAHOBpeE-
MEHHO) C/IOXKHbl B BbINOAHEHUN (puc. 12). MNMocne obcyKaeHUs € NPaKTUKYHOWMMM
HeBponaTo/sioramu 6bI10 NPeasioKeHO HOBOE pelleHne pasmelleHms paboumnx naum-
TOK — Ha nonycédepe, YTO 3HAYMTENIbHO NOBbLILIAET BOB/MEYEHHOCTb NaLMEHTa B Npo-
LLeCC Urpbl, He CTaBs Nepea HUM 3aBeA0MO HEBbINO/IHMMbIX 3a4au.

JIbKHUK — TpéxmepHaa urpa Ans BOCCTAHOBAEHUS OMOPHO-ABUraTeNbHbIX
dOYHKUMIA yenoBeKka. Urpok TakXKe ynpasBaseT aBaTapoOM, KOTOPbIA PACNO/IOMKEH CMu-
HOM K UTPOKY U Apyrum 3putensam. C ABYX CTOPOH OT UTPOKA PacnoN0KEHO HECKO/IbKO
NIbI)KHEN — IMHMI, NO KOTOPbIM MOXHO nepeaBuratbca, Npuyém csoboaHbl Bcerga
TO/IbKO OZIHA WX ABe NMHUK (B MecTax nepexona), ocTasibHble 3ano/IHEHbI NpenaT-
creuamun (puc. 13).

Time: 586 , . . Score:116
Lives: 5 ' ,

Puc. 13. Fremmnnen urpbl «JIbIXKHUK»
3AK/THOYEHUE

B npouecce pa3paboTkM Komnnekca peabmanTaumMoHHbIX Urp 6binn M3y4yeHsl
TexHonorun Kinect 360 n Kinect One, paccmoTpeHbl AOCTYMNHble UHCTPYMEHTbI 414
urposoro asuxKa Unity. BbiasBneHbl cnabble M CUIbHblE CTOPOHbI AaHHbIX TEXHOJO-
rnii. Mpwn co3gaHum urp 6bian peanr3oBaHbl CKPUNTbI, KOTOPbIE MOXHO MCMO/1Ib30BaTb
B Oyaywmx pa3paboTKax C UICNOb30BaHNMEM AAaHHOM TeXHONOIMMKU. PesynbTaTtom pabo-
Tbl CTa/IN YeTblpe Urpbl ANs pasHblx Bepcnii Kinect.
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3TK Urpbl yXKe BHeAPEHbl B MCNAHCKUX KIMHMKAX AN1A NOCTUHCYAbTHOW peabu-
nMTaummn naumeHTtoB. CeMyac MAET TECTMPOBAHWE 3TOr0 KOMMJEKCA COBMECTHO C
HeBponoramm MeacaH4yacTn KasaHckoro ¢egepanbHOro yHuBepcuTteta ana nonayde-
HMA pPesieBaHTHOM OLEHKU 0340p0BUTENBHOIO 3ddeKTa U pPa3BUTMA 3TUX NOAXOA0B K
PaHHEN AMArHOCTUKM HEBPOOTMYECKNX NPOob6aeM y LWKOSBbHUKOB.
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USING MICROSOFT KINECT IN THE REHABILITATION
GAMES DEVELOPMENT
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Abstract

The approaches to the development (using the contactless touchscreen game
controller Microsoft Kinect) of rehabilitation games for the complete or partial resto-
ration of the motor functions of post-stroke patients using Microsoft Kinect are out-
lined. Problems that have been overcome, when working with the Microsoft Kinect
and elements of game mechanics to achieve the involvement of the patient in the re-
habilitation and gaming process are described.

Keywords: game, unity, kinect, rehabilitation, motor functions
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