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Abstract

This work deals with the development of an application for the interaction between Microsoft’s
natural user interaction sensor, Kinect and Unity’s game engine web player.

At the same time there is a reference to the most commonly used natural user interaction
sensors that are currently available on the market as well as the most commonly used game
engines.

We will also see the already existing ways available on the internet regarding the interaction
of the Kinect sensor with Unity game engine and of course our own approach.
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>0voYmn

H epyoaoia auth) acyolelton pe tn dnuovpyio uiog egapuoyic yio TNy ahAAnAeTidpaor Tou acunTrpeo
puoxhc aAnienidpaone yenotn e Microsoft, Kinect ue tov Web Player tng unyovig mouy ooy
Unity.

HapdhAnio yiveton Uior ovopopd GTOUG O BLABEBOUEVOLS UCUNTARES PUOLXNG IANNAETOPAOTG
YENOTN TOL UTHEYOLY QUTH TN GTLYUR OTNV oYopd OTWS ENLONE X0 GTIC TLO OLUOESOUEVES UMY OVES
TOOLY VLOLV.

O dolye entong toug NN Bladéoiuoug TEOTOUE TOL LTEEYOUY GTO BldiXTUO OGOV APOEd TN
oLVdeot| Tou Kinect ye to Unity xan @uoxd tn 0ixr| wag TeoceyyLon.
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Eicaywyn

O unohoyloTég uTdEyoLY YOPW UAC YIA TEPLOCOTERO ANO ULOO UMV, XL OUWS O TEOTOS TOU Ol
TeplocoTeEpoL dvipwnol oA NAeTdpolY pall Toug Bev €yel oAAdEel xatd mohd. To mAnxtpordyLo
TIOU Ol TEPLGOOTEROL YENOWOTOOUUE €youy eCehy el amd T ypapounyaveg, pio TEYvoloyla Tou
yeovohoyeiton oyeddv 150 ypdvia.

o’ 6k autd oTig pépeg pog dev ypetdleton Vo XOITAEOUUE TOAD Uoxeid yior vor avTiAngdolue
oTL 1 ey vohoylo YiveETal XdTL OAO Xou MO QUOIXO Xou BlonoUNTG. e Wiar TUTIXY| Nuépa, TOAAOL
avipwTol YenoWoTololy Ty agf 1) TNV opAlar yiol vor GAANAETOPO0Y UE TEYVOROYIXEC GUOXEUEC,
To vNTd Toug TNAégwva, tor ATM, axdua xou tor autoxivtd Toug. Ot utoloyiotég €youv TAEOV
yivelr mpoottol oe 6Aoug xon To €dYENCTOL YdEY OE TLO PUOLXOUE TEOTOUS YL VAl AAANAETLORAGOUY
oL avlpwnol e autolc.

1.1 AAAnAernidpaocrn Avipwnou-Y roloyioty

H adAnienidpoom oavlp®dnov-unoloyloTr anoTtelel €vay amd Toug To onuavTixo)g TOUElC TNg TANpo-
(POpIXNAC XAl TN AVATTUENG TANPOPORLAXWY UG TNUATWY.

Elvou 0 Topgac tng mAnpo@opixic Tou ooy OAEITAL UE TIG dPYES TTOU DIETOLY TNV ETUXOLVKVIX TOU
avlp®nou xaL Tou UToAoYtoTh xat xadopilouv Tig dpyéc OYEBIAOUOU, avaTTUENS Xat aELOAOY oG
TV oLoTNUdTLY dlenagrc we Toug yeRotes (user interfaces). To cOotnua Sienogphc yenotdv eivon
EVOL OO TOL CNUAVTIXOTERO TUAUATO TWV OUYYPOVLY CUGTNUATKOY hoylouxol eite autd Beloxovton
OE UEUOVOUEVOUS UTOAOYLGTES 1) ivnTd TNAEQmva, elte ot dixTua 1} oTo dladixtuo. Koatd cuvénela
€val UeYGAO Pépog NG TEOoTAIELNG avVATTUENG AOYLIOUIXOU APIERMVETAL OTNV avamTUET E0YENOTWY
CUGTNUITWY OLETAPIC YPNOTOV.

H odekenidpaon avipdnov-unoloyioty Eexivnoe pe tny yenorn tou mhnxtpoloyiou yia v €l
0000 BEBOUEVHV Xl TIPOYWENCE Vol BU0 TORUTERA UE TNV EPEVEEDT) TOU UTOAOYIC TIXOV TOVTIXIOU
ota péoa tng dexaetiog Tou '60. To utohoyloTixd movtixt Yo unopodooue va TOLUE OTL amoTEAEL TNV
oY) TNS AMOTUTWOTNE TNS PUOIXAC XIVNOTE TOL aVIE®TOU OTA TEYVOAOYIXA péca, ool axohoudel
TNV %xlvnon Tou YEPLOU X TNV ATOTUTOVEL TNV 0UOVY PE TNV Yeron evog xépcopa. H ewcaywy
OEBOUEVMV EUELVE YLl TOMAGL YEOVIAL OTACLUY XUl ETXEVTIPWUEVY) OTNY YENOT TOU TOVTLXIOU X0l TOU
TAnxteoloyiov, éneita e€ehiyUnxe pe Tig 0VOVES aphc TOL TROGEPEPY, TEQIL AMO €V EXOVIXO TTANX-
TEOAOYLO XOU TNV OVTIXATIC TUOY) TOU TOVTLUOU UE Ta B8y TUAA 1) TNV YEAPIOA, oViYVEUDT) XIVACEWY
ToL yepol (Yo mopdderyua yior TNV yeron g eotioong X tou scroll bar), xadde xou cwotnTriees
Tou avTihoBdvovtay T xAion Tou €YoLV oL XVNTEC CUOKEVES WS TEog To €0apoc. O ovdveg agrig
enégepay xou a€looUelwTeg adhayéc oTov Topéa Tng eneepyaoiaug eovag.

H guowr odinlenidpaon yerotn (Natural User Interaction — NUI) eivar n amdAuty xawvotoyio
NS TEYVOAOYIOC TOU €QYETAL OTIC UEPES UaC Vo avoBorduloel TNy eUTELplal TOU YEHOTN 60OV APopd.
NV ahAnAenidpaon Tou ue xdmota cuoxeut|. Eivon uio umodetypatinr adhoryr) TOU UaG EMLTEETEL Vol
e €vor Biuo Topamépa amd TNV AAT YELROXIVNTY ELoaYwYT| OEGOUEVWY oL UE TNV YeNoT TG oTolag
1) ETXOLVOVIN UE TIG TEYVOAOYIXEC GUOXEVES YiveTon TAEOV UE AmOAUTA PUGLXS TEOTO.



1.2 Aopn Epyaciog

Yy epyaoto auth Yo WANCOUUE apyixd yia T1 QuUOLXY| CAANAETBEAOT YEHOTN Xl TOUC TLO OLode-
dopévoug acUNTARES YUOLXHC IMANAETBPAOTS YPHO TN oL UTdEYouY oty ayopd. ITio cuyxexpiuéva
Yo avagpepdolue oto Kinect tng Microsoft, to onolo anotehel xou avtixelyevo autic tng epyastag,
t0 Leap Motion tng ouwvuung etouplag xar to Myo Armband tng ThalmicLabs.

YuveylCovtac Yo avageptolye otig unyavée mouyvidloy xou edwotepa otn Unity, 1 omolo
aroteAel enlong avtixelpevo tng epyaciag avthg, v Unreal Engine xau tnv CryEngine, ol onoleg
elvon amd TIC o BNUOPLAELS UNYVES oY VIBLWY TOU UTEEYOUY UTH T OTUYUT.

Hpoyweomvtag Yo pAficouue Alyo yio Ty apyttextoviny| AoyLomxo xat Yo 000Ue TapdAANAa TNV
apyttextovixr| Tou Kinect for Windows SDK o onolo xou amotéece Paowd epyareto tng epyaciog
aUTAC.

To emduevo xePdAoto Elval APLEPWUEVO GTOUC 10T UTEEY OV TPOTIOUE TTIOL UTHEYOLY GTO BLABIXTUO
OYETXA pe TNY oLVdeoT tou Kinect ye to Unity.

Avtol elvar To KinectWrapper Package for Unity3D, to Kinect with MS-SDK By RF Solutions
xou to Zigfu ZDK.

Télog Yo 6o0uE TNV Our wag LhoTolnoT X T oTddL Tar ool axo oLV |CaUe xaTd Tr) DldpExeLd
TN¢ vAomoinong xomg ETONG X0t Ta OTOL CUUTERIOUOTA ATOXOULCOUE amd AuTH.



State Of The Art

2.1 Natural User Interaction (NUI)

O 6pog guoxy adAnAenidpoot yenotn dev oyetiletow pe TO TANUTEOAOYIO 1) TO UTOAOYLOTIXG
TOVTIXL, OAAGL EPYETOL VO AVTIXATACTHOEL QUTEG TIC CUOXEVES (G EVOIIUECES, UE TIC QUOIXESC AEL-
Toupyieg Tou avipnnou. ‘Otav avapepdUacTE OTIC PUOLXES AetTovpyieg Tou avipmdnou evvooluE
™y agn, Ty xivnon, TV outhla, axdpa xar v oxédn. H NUI xdvel tic guoixéc Aettovpyieg vo
OAANAETOPOUY GUECO UE TIC NAEXTEOVIXEC GUOKEVES, XATL TOU EMTUYYGVETAUL PE TNV YENON TV
XATAAANAGDY CUOAELVGY X AcUNTHEWY, XM XAl TNV YEHOT XATIAANAGY CUVAPTACEWY TOU EPUT-
VEDOLV TIC PUOKES AELTOURYIEC WOTE VA TIC OMOTUTIMGOLY GTO ELXOVIXO TEQLBAANOY.

H guowun] ahAnienidpaon yenoTrn EMTUYYAVETUL UECK EVOC 0ORATOU X0t GUVAUKS TOAUTAOXOU
Tep3dANoVTOg Blemapric, UE TO OTOlo 0 YENOTNG EEOIXELWMVETAUL YRTYORO Xo MG AUTO AVTITROCKOTEVEL
TIC VUPOTLVES IXAVOTNTES, UE GAAaL AOYLaL OAOL OL YpNoTeS Efvor EUTELROL Yol TOV ATA0VCTATO AOYO OTL
elvor dvipwnotl. H ahinhenidpaon tou yerotn ue to TepBdAhoy DlETapnc Elval GUVEYMS ETLTUYNUEVT
XL oYEBOV amohharypévn amd unvouata Addous, Tedypo TOU XAVEL TNV EUTELRLA TLO EUYBQLOTT KoL
EexolpaoT.

H yeron tne epopuoletar ouyvd oe mouy vidia 1} o€ Tep BdAhovTa exudinone Ue yenor Towy VIOLDY
(ywele 1 epappoyh e va meptoplleton poévVo oe oUTd), AMOTUTOVOVTAS TNV QUOLXT AELTOUEYId TNG
avipwrivng xivnong xou Sivovtag Tny utoxeyevixy alodnon Tne nopousias Tou ¥eNoTn GTO YRupLXo
repBdriov. Katd cuvémelor whdye yior par ey vixn mou avaBarduiler tny Quyorywyiny| Spaotnetdotnto
Ywplc Vo xoLpdleL TOV YENOTN UE TNV EXUAUNCT, TOU TEQIBAAAOVTOC XaL PEQVEL UEYIAES AVAUTROTES
GTOV TOPEN TOU GYEDLACHOL Tou Tep3dANOVTOS TOL YENoTH.

[ot va ptdcoupe oto onueio vo €youue QUOLXES BIETOPES YpNoTN TOANOL UEAETNTES €YOLY OVORD-
ol TIg avUpWTIVES AEITOURYIEC O BUABIXT) XWOXOTOINOT UE GTOYO Vo avLy VEDETOL 1) ToUTNTA TNG
xivnong, 1 80voun, 1 évtaorn xou dAhot mopdyovieg mou Bondody oty xoADTERT XATAVONOT TV
AELTOLEYIXOY IXAVOTHTWY antd T U€oa TEYVOROYiag.

H guou ahknhenidpoon yenotey anotehovoe mdvta éva dpaua g e€EAENS Tng ey voroyiog.
Mo oelpd TapayovIwy ouws xaductépnoe 1600 Tohd TNy epgdvion tne. Kdmotol and toug moapd-
yovteg awtolg fray 1 averapxic utohoyioTixn oyl (ot awointhpec NUI éyouv yeydheg anautroeic
utoloylo g Loyvoc), To UM x6cToc xou 1 éEMhewpn oe mAatpdpues xou Biodxes mou va
uToo TNEILOLY TOV TEOYEUUUATIONS TOUC.

ONoéva xaL TEQIEGHTEROL PEAETNTES AMAOYONOVVTOL TAEOV UE TO OVTIXELUEVO TNG QUOIXAC OAAT-
Aemidpaone yenotn. To aviixelyevo autd etvon avaugioBhtnTa To YéAhov g Te)voroYiag XL To
TeheuTalar ypovia tpoomadel vor aoyornldel, Tépa and TV amotiTwWoT NS outhlog, TG xivnong xou
™G OXEPNG, XL UE TNV ATEXOVLON TV cuvalcnudtony. Eivor o xAd8o¢ mou evivel TIg EMLOTAUES
¢ [Iinpogopuic, e HAiextpovinrc, tng Puowrc adid xou tng Tatpwhc xou tne Wuyohoyiog
xadopLo TIxd.



2.2 Natural User Interaction Sensors

Or aroinTtiipeg Quoxic aAANAETIOEAONG YEHOTN AVLYVEVOLY TNV CUUTERLPORA TWV YENOTWY, TNV
outhlor 1§ oxouo xou TOug (Bloug TOUg YEHOTES XL TOUG BIVOLY TNV BUVATOTNTA Vol AAANAETLOEOVY
HE TOUG UTOAOYLOTES 1) TIC XOVOOAES oY VIOV, YWEIS VoL YPNOWOTOW|COUY TO TANXTEOAOYLO, TO
movtha 1N dhha yewploThpla.  X3pLS OE QUTEC TIC CUOXEVES OL YPNOTEC UTopolY Vo EAEYEOUV TIG
UTOAOYLOTIXEG GUOXEVES Ywelg va ypetaoTel va Tig ayyilouv ¥ va €youv dueon emopy| ue o yépLo
TOUg, Yio auTo amoxaholvTon xor «touchlessy.

Ou awodntrpec autol EMTUYYAVOUY TNV AViYVEUCT YELLOVOULKY, TNV AVAYVORLOY YEHoTN, TNV
aviyveuon Yatiol 1} TEOCKOTOL, TNV AVoYVOELOY OULAOG XaL dAAX, UE OTOYO TNV XUTAVONCT TGV
CUUTERLPOPMY MOTE VO BWOOLY GTOUSC YPNOTES TNV Euxatpla VoL OAANAETOPACOUY UE TIC UTOAOYLO-
TIXEC CUOXEVEG TILO QUOLXY X0 OTOTEAECUATIXG. XENOWOTOWUY WXeOQmVA, XJUEPES, UTEpLIpEC,
laser xou pixpoTolm Yot TNV Aviy VEUGT| GUUTEQLPORPMY X0 XLVACEMY Xl TI XAYOUV XATAVONTES TEOG
Tor unyavipata ewodyovtag Soxprtés Twée (0 xon 1) A aviyvebovtog ueyédn émwe n SOvoun xou 1
Tory Ot H wivnon umopel var aviyveudel and tov fyo ue aontripeg fyou, and tnv oablopdvela Ue
ontxol¢ xou Lépulpoug o ¥NThpeS xat ENelepYaoTES EXOVS Xou BIVTED, and TOV YEOUXYVNTIOUO
HE payvTixolg aloUNTARES Ko LY VINTOUETEX, OO TNV AVTOVAXAACT] TNG UETUPEQOUEVNS EVEQYELOG
e vépudpa laser pavtdp, aoINTARES LTERT YWY Xl UCUNTARES PAVTEL UXEOXUHATMDY, XAl oATO TNV
NAEXTEOUOY VNTIXY) ETAYWYT| XAl TOUS XEABAGUOS.

Movaduxd yapaxTnelo Tixd Tou €y0ouy oL acUNTAHRES ToL TEooEilovTon Yiot TNV YUOLXT AAANAET-
dpaon yenotn ebvar T e€ng:

TdnAod ebpog Lovne: Alndétouv xdUepES TOU UTopoLY Vo HETAOWo0oUY ToAAd gigabits ovo
deutepdiento(mdve and 3Gb/s)

IoMamhol awodnthpes: Alodétouy TOMATAES AAUEPES, TOANATAGL UXEOPWVA, YUPOCXOTILO,
ETUTOYUVOLOUETEO, HayVNTOUETEO, Vepuoueteo, GPS xau dAloug anointripes.

Xopnhr havidvovoa xatdotacrn: O oTtdyog elvor Vo ELoAYOLY Tol BEBOUEVIL TWV oVIPOTLVKDVY
ALVACEWY XL AELTOURYLOV OE TEAYUATIXO YEOVO.

Yuveyfc Koxdog: Ov awodntrpec NUI npénet va efvon evepyol 6An tnv wpo.

2.2.1 Microsoft Kinect

To Kinect elvon éva mepipepetond avayvopiong xivnong oyeodiaopévo and tnv Microsoft yio tng
%x0voOheg mouy oty Xbox 360 xow Xbox One xou Yo TOCWTXOUC UTOAOYIOTEG UE AELTOURYLXO
oVotnuo. Windows 7 4 8. Emtpénel otoug ypnoteg va eAEYYOUV xaL Vo OAANAETIOPOUY UE TiG
XOVOOAEC TOUC 1) TOV UTOAOYLOTH| TOUC Yweig TNV YoM XAToLou YElploTnelou, YEow TNS QPUOXTG
OLETUPNS YENOTN UE TNV YPNOT YELLOVOULDY X0l TROPORLXMY EVIOAMY.



Ewéva 2.1: Kinect sensor

Kuxhogopnoe yio mpwtn @opd tov NocufBpio tou 2010 yio tic xoveoheg Xbox, ye otéyo vo
BleVPLVEL TO X0LWVO Toug, eve To 2012 ewohydn otnv ayopd to Kinect yia Windows. Tov IoUvio
Tou 2011 xuxdogopnoe to Kinect SDK, mou emitpénel otoug developers va yedgouv Kinecting
EQUPUOYECS, EQOPUOYEC oL omtoleg Ypnowonololy to Kinect dniady, oe C++, C#, 1| Visual Basic.

To Kinect Baoctleton oe te)voroyieg Aoylopxol mou avanticoovto and Ty Yuyateiy etoupeia
¢ Microsoft, Rare xat tnv teyvohoyio tng toponiviic PrimeSense ndvew oTic xduepe xan Tig
ouoxevég Mdne Bivteo. H PrimeSense avéntule pia teyvoloyia mou unopel vo avtikngiel yeipovopieg
xot xohoTd SUVATO TOV EAEYYO TNG CUOXELNC HE TNV Yehon wag urépulpng xduepac, 800 Qaxy
%o EVOS €000 XEOTOIT Yiot TNV ToeaxoholincT TS XIvNong TV aVTIXEWEVKDY XL TWV ATOUWY
o€ TEELC Lo TACELC.

O awontipac Kinect eivon pior optlovtia undpa mou cuvdéetar e plor Bdom pe unyavoxiviTto
GEova TepIoTEOPC Xou TomoVeTELTOL XoTd WAX0g TNg 0VdVNE TEoBoAYC 0TO TAVW 1) 6TO X4Tw UEPOC.
H ovoxeuy| dradéter wa xdpepor RGB, évay awointhpa Béddouc(tou eivar cuvduaouds 00 @axmy),
YOl Lot CLUGTOLY (Ol UIXEOPWVKY YIoL TNV ovaYVOeLon ovig. Autd oe cuvbuaoud Ye To hOYIoUIXO
mou mepthapPdver To Microsoft Kinect SDK, mAfjen xataypapr tne xivnone Tou coUatog o€ TeELG
OLUO TAOELS, AVAYVOPLOT) TROCMTOU X0l BLVATOTNTES AvayVOELomg @wvrc. H cuctouylo uixpopmvey
tou Kinect divelr v duvatdtnta oto Xbox 360 va evtoniCel v axous T Ty xou XAveL QT
Vv xataoTohr) Yoplfou tou mepiBdihovtoc. O awcintipac Bddouc aroteheite and évay unépuipo
mpofBoléa laser o cuvduaoud ye évav arcintiea CMOS, o onolog xatoypdpet dedouévo TELGOLAo-
Tortou Bivieo xdtw and omolecdrinote cuvirixeg pwtiopol. H andotaon aviyveuong tou acintrpo
Bddoug etvor pudwlouevn xou to Aoylouxé tou Kinect eivon oe Oéon va Baduovourioer autduota
Tov awoIntrpa Ye Bdomn to Quoxd TeEpYBdAoV Tou yeroTr, aveldeTnTo and TNV TUEOUGId GAAWY
AVTLXEWEVODY GTOV Y WEO.

4 4 7 Z e 7 4 7
H cuoxeur| unogel vo avayvewpeiosl éwg 6 dtouo mou Beloxovion 6to mepBdilov Tautdypova
HETAEY TwV omolwy 500 evepyolc TaixTeg TwV onolwy avaAlel TNV xivnon ue duvatoTnTa avTiAndng
20 »avioewy avd taixtr. Ot XWVACELS TwV UTOAOLTWY T TGV eV eMNEeedlouy To GUGTNUA xivnong
OXOUOL YO OV XLVOUVTOL GTNY Ywvia aviyveuong.



2.2.2 Leap Motion

H Leap Motion eivor pior oepiedvixn etoupeior mouv xotaoxeudlet tov Leap Motion controller. O
Leap Motion controller eivor yior cuoxeur| axointripo Quoixic ahknhenidoaong yenotn, avahoyn Ue
70 unohoyloTxd movtixt, mou unootneilel TNV elcodo BeBoPEVWY GTOV LTOAOYIGTY Ywelc dyyLypa
1) enopr}, Onhadr amereudepdver Ta yépla Tou YEHOTH.

H teyvohoyio Leap Motion ovormtiydnxe yio meodtn gopd to 2008, and tov David Holz, o
omnolog (Bpuoe Ty etanpelar o€ cuvepyasia Ue Tov Toudd Tou @iho Micheal Buckward, ydpeic oe
o woyuen enévouon. To 2010 yia medTtn @opd 1 etanpelor EByahe avaxolvwon Yo To TE®TO TNg
TeoloV Tou apyxd ovoualdtay «The Leap». Yto mialoto Tng avdmTtudng eQapuoy®y yio To Teotdy,
xuxhogoenoe mepimou 12.000 cUoKEVES Yior TOUG TEOYEAUUUATIO TEG TTOL EVOLAPEROVTAY VoL BNULOURY Y-
COUV EQUPUOYEC YIX TO TEOLOY. LUVTOUN Ol TWANCELS EXTOZEVTNXOY Xal 1) ETAUEEL XUXAOPOENCE TNV
delTEEN €XBOOT hoylouxol Yo mpoypoupatiotéc to 2014, H etaupeia ouvepydletan pe tnv ASUS
xan Ty HP yio var evowpatdoel tny teyvoloyia g ot Uid véa YEVIA UTOAOYIGTOV, OXOUL XL OE
TANXTEOAOYLL.

Ewova 2.2: Leap Motion controller

O Leap Motion controller eivou plo nepipepelant) cuoxeuy) USB wxer| o€ uéyedog mou €yet oyedi-
actel yio vo TotodeTelte oe pLa QUOIXT| ETLPAVELD EQYACTNG, OTEAUUUEVT TEOS TA Tdvw. XENOoLWOTOLEl
0o povoypwuatxés IR xduepec xou tpewc unépuipec LED. H meployr mou xolimtel 1 aviyveuvon
NG oLOXELY|C Elvor NLoponExy| xan @Tdvel To éva Yetpo. To LED dnuoupyolv éva 3D potiBo and
xouxuideg Pwtog IR xan ou xdpepeg nopdyouy oyeddv 300 xope ava BEUTEPOAETTO, Tal OTOlOL ATOG TEA-
hovtaw U€ow evog xohwdlou USB otov unoloyloty mou eivon cuvdedepévn 1 cuoxevy|. Exel avolbov-
Ton and To Aoylouxd tou eheyxth Leap Motion ye yprion moAbmhoxwv yodnuotixomy pedédny, ol
omoieg Bev €youv anoxahugiel and TNV eTonpela.



To uwpdtepo péyedog tne ovoxeuric Leap Motion xou 1 peyahbtepn avdluon elvon autd mou
Vv dagopornototy ané to Microsoft Kinect. To Kinect Yewpeiton xohitepo yio mapoxohovdnon
OAOXANPOU TOU OWUATOG GE UEYUADTEQO YWpo eV To Leap Motion controller etvon mohd amote-
AECUATIXG OTNV TUEAXOAOVUNGT| TV XIVAGEWY TWV YERLWY, 0xOUa xou Twv doyTOAwy. H aviyveuon
xvroewy yiveton pe axplfBeta exatootol Tou yihootol. H cuoxeur etvon oupfBaty| ye to Aettoupynd
ovothuato Windows xou OS X.

H cuoxeur] auty| 0ev €yel XATAPEREL AXOUA VO AVTIXATACTACEL TO TOVTIXL 1 TO TANXTEOAOYLO,
aAAG yenotponoteitan cuvbuooTxd ue autéc. H teyvoloyio tou dmwe toyvpllovton Ta oTeAéyn TG
eToupelag Pmopel mépa amd TNV Plounyovias ToL gaming Vo QUPUOCTEL Xou OE dANOUC Topelg, OTwg
OTNV YEROURYIXT, TNV UEYLTEXTOVIXT|, TNV UNYAVIXT] X0 TOV OYEBACUO.

Or yprioteg Tng cUOGKELHC UTOEOLY VoL TEouNnIeUTOLY EQapUoYES and TNy oeAida tne Leap Motion
https://apps.leapmotion.com/ mou auth v otyur anaptduel 219 eqopuoyéc ex Twv omolwy ot 93
TOEEYOVTOL BWEEAY.

Aoonuelwteg elvan o aflohoynoeic yioo To Leap Motion ou omoieg eve emPpofebouv tnv
TEYVOAOYIA TOU, EVOL GUYXPATNUEVES, XM 1) CUCGKELY| OEV avTiXoTd TO TOVTIXL XU TO TANX-
TEOMOYLO o TEPLOPILETOL UXOUA OTNV YPNOT CUYXEXPUEVKY EQapuoYdy. Enouévee 1 yenouotntd
TOU ELVOIL OXOUOL AULPLAEY OUEVT).

2.2.3 ThalmicLabs Myo Armband

H ThalmicLabs elvor uio veoolUotatn etoupela ye €6pa To Batephd. [6p00nxe to 2012 and tpeig
anogoltoug Tne Mnyavotpovinrc Tou Iavemotnuiouv tou Batephd, Tov Stephen Lake, tov Matthew
Bailey xou tov Aaron Grant. H etaupela éyer avantuydel oe wa mayxdoulor opddo tng omolag
NYoUVTOL ETLOTALOVES, UNyovixol xaL OYeBLIOTES Xl GTOYOC TN Efvol Vo GAAAGEEL TOV TEOTIO UE TOV
omolo 0 gVvlpwnog AAANAETIORY UE TIC NAEXTEOVIEC cuoxeués. Me ta mpoldvta tng mpoonodel vo
GUVOEGCEL TOV TP YUTiXG PE ToV dnpaxd xdopo. To mpoidv 6to onolo Baciletan 1 Bpuom g elvon
10 Myo Armband.



4 Myo

Ewéva 2.3: Myo Armband

To Myo elvon éva xouvoTtouo TeplfBpayldovio eAEYY0U YELOVOULLY, Tou yenoulonolel To Bluetooth
4.0 yior TNV EMXOLVWVIA TOU UE TIg GUOXEVES ToL efvor cLVBESEUEVD. AlVEL GTOUE YENOTES TOV EAEY YO
TV TUPOUCIACE®Y, TwV BIVIED, TOU TEQIEYOUEVOU, TWV TOLYVIOLOY X0l TOAGDY GAAGY yweic auTol
va yeetootel va ayyi&ouv oddvee, Thnxteoldyia 1) tovtixia, aneheuvdepwvovtag Ta yépta. To slogan
Tou mpotdvtog elvon: «Ou uleg cog wadve, To Myo Armband axolew».

O awointiipeg mou yenowonoiet eivan onointipes Luoy avoleldwtou ydhuBa EMG eyxexpiuévol
totpLxd xan évag onountheag xivnong, mou etvon wla uPniig evoncinociog abpaviaxy| Lovada UEtenong
9 aZovwy mou mepthopfdvel TELEOVIXG YUROOXOTLO, TELIEOVIXO EMLTAUYUVOLOUETPO Xl TEIHEOVIXO
poryvnTopeTeo. O aoUNTrAeeS aviyVELOUV UXEEC XUVACELS TWV UMY, TEQLCTROPES TOU TN %ol
oxua xou ped{ouata 6K ot YELPoVOULES. O aviy VEUOELS UETAPEQOVTOL GTNY UTONOYLGTIXY TNYT| 3G
dedoyéva eta6douL Yécw Bluetooth xan yetapedlovton 6Ty YAMOCH TOU UTOAOYLOTH UE TO AOYLIOULXO
e etanplog. Eivow eviumwotaxd 1o yeyovog 6,7l umopel vor aviyveUoEL XWVACELS TTElV TPOAPEL 0
YENOTNG VoL XAVEL TNV %(VNoT), AOYw TOL OTL AVTIAUBAVETOL TS XUVACELS UEGK TWV HUGDV.

Awdéter évay enegepyoot Arm Cordex 4, enovagoptlouevee umatopieg Oviwy Adlou mou
xpaTdve Yo Ular uépa HETA amd TAYen @opTion. Emdpd otov yerotn ue SoVACELS WS, UECULAC XAl
HEYGANC Budpxetag. T Ty olvdeon ue tnv nhextpoviny| cuoxevy| yenowonoteite évoc Bluetooth
Adapter mou cuvdéeton péow USB.

To cuufatd Aettoupyixd cuotiuata e To Myo Armband elvou:

e Windows 7
e Windows 8



e OS X 10.8 (Mountain Lion)
e iOS éxdoon 7.0 xou méve

e Android 4.3 (Jelly Bean) xou mdvo.

Boow mpoiinddeon Twy cuoxeudy e Tic onoleg cuvdéetar To Myo elvon va Srardétouv Bluetooth
4.0.

H etouplor etowwdlel éva nhextpovind xotdotnuo and omou ol yeroteg Yo npoundebovial eqop-
uoyég yua o Myo.

2.3 Game Engines

Miow pmyovi mouy vidledv etvan €var oOoTNUN AOYLIOUIXOU CGYEBLAGUEVO Yol TNV ONULOVEYIa XL TNV ovAT-
TuEn Prvteomouyvidloy. Ol TEOYEOUUATIO TES YENOWOTOLOUY TIE UNYAVES TOLY VISV YLl VoL BNULOURY Y-
6oLV PBvteomony vidlaL Yol XOVGOAES ToY VIBLOY, XVNTE TNAEPMVA 1) UTOAOYLOTES. Oo UTopoVCoUE Vo
0plOOUUE TNV UNYAVY| TOYVIBLWY OC TNY 0PYAVWOT, TOU XOOIXA TOU EMITEETEL TMV OLAYWEIOUO TGV
YEVIXWY AEITOLRYLOV €VOg Touyvidlod amd Tig mo e&edxeupéveg Aettovpyieg. Eivow oyediaouéveg
Yo Vor AELTOURYOUY G AElToupyxd cuoThpata Oonws T Windows, to Linux xa to OS X. H Aet-
TOLEYIXOTNTA TOU TUPYVOL TOU TOREYETOL TUTLXGL OItO ULl TTaky VLOOUN YoV TEQLAoBAVEL Ut Wy oV
POTOATOBOCN YLl BLOOIACTATA 1 TELOOLIC TUTAL YRUPIXY, TOU OTo oy YAxd amoxaleiton “renderer”,
uloe puotxr unyovh ¥ eVIomoUol cLYXEOVoEWY (UE aviyVeuon CUYXPOUGEMY XL ATOXELOY) CUY-
%xpoUoE®Y), )0, scripting, xwvolueva ypapxd oyédia, TeyvnTh vonuooivn, dixtimor, streaming,
otayelpion pvrung, threading, unootieidn localization, xaw évay ypdpo oxnvrc. Mio pnyovi mowyvi-
0100 umopel var yenotponoinel yior vor dnutoveynioly ToAAG BlapopeTind oLy Vil 1| Vor BIEUXOADVEL
€var Touy VIOL vor utooTnplyUel amd SLapopeTIXES TAATPOQUES.
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Ewoéva 2.4: Unity editor

O fyog ebvan €va avamdOTAGTO XOUUATL TWVY UNYAVOY Touy Vidlmy. Ot unyavég oy VISLdY Teoo-
(PEQOLV MYNTIXA EPE, AUEOUELOELS TNG EVTUONE TOU HYOU XUl OVTAYNOY, YEYOVOS TOU XAVEL Tol
Touy vidtar T pEALOTIXG Xou €TOL 0 Hx0g TV Touyvidiwy dev Baciletar uovo otic puduicec twv
nyelowv. Xdplc otny dixtiwon unopoly va dnuovpyndoly online mouyvidla ue ToAlamhols ypnoTeg
xan ylvetan e@uxTr) 1 emxovevio and SLlapopeTixolg servers xot LToloyilotég. Me Tov dpo guolxt
UMY OVT|, VOPEROUOCTE GE EVOLY UMY OVIOUO TIOU XAVEL Tal Tay VBt var potdlouy peoloTixd. Kdmoteg
unyavée Quotxig Tou cuvepydlovTal Ue Tig oUYYEoVeS Tatyvidounyavés etvon i Havok, n Box2d xou
1 PhysX xa yewptlovton mohdmhoxa pordnuatind yior TNV eahlo TiXT| TROCOUOIGT) TOU TEAYUATIXOU
%x60uou. Mia GAAY ONUAVTIX TUEOY T TWV UNYOVOY TouyVIBLOY eivon Tor oevdpla mou Btardétouy xau



GUVOEOVTOL UE TOL AVTIXEUEVO OTOV XOGHUO TOU oY VLOLOU, €TOL EAEYYOVTOL OL GUUTEQLPORES TWV AV-
TIXEWEVRY ATOANICCOVTAS TOV TROYPUUUATIOTH and auth v dtadacta. H yeron tng teyvntric
VONUOGUVNG amOTEAEL €val UEYAAO TAEOVEXTNUO OTNV YPNoN CEVURIWY Xou XAVEL TNV BOUAELS TOU

TEOYPUUUATIO T TOAD TiLo YeNyop).

‘Eva omd tar yeyohdTepat TAEOVEXTAUATO TNG YNNG UNYOVOY oY VIBLOVY €lval OTL TpOCPEROVTAL
epYaAela €TOL OOTE 0 YENOTNS VoL Uny yeeldleton vor EEXtVOEL amd To younAoTepo einedo dnutovpylag
YEAUPLXWY YLOL TNV LAOTIONGT TWV EQoppoY®y Tou. 'Etol emtuyydvetar pelwon tng tohumioxdtnrag,
TOU YPOVOUL Xl TOU XO0TOUG XUTAoXEUTS. O pnyavég Tapéyouy cLVATWS TEYVIXES VLol VAL UTOPOVY
T oy vidtar var TeEEouy xou oe dhhec Thatpdpues (xovoOheS, UTOAOYLOTES ) xvNTd) Ue AlYES oxdua
YEUUUES xOa av Oyt xadoiou. Elvar emexTICUIES XaL AVTIXATACTACWIES APO) EMUTEETOLY TNV
EMEXTACT) XL TNV AVTIXATAOTACT, TWV CUCTNUATWY TOUC UE TLO EZEWOIXEVMEVA OIS TIC UMYOVES
gpuoxfic mou mpoavapépaue, To FMOD yia tov fyo, ¥ to Scaleform yio to UI xou to Bivteo.

ITépor amd TNV AATACHEUT] TOUY VIOV OL UNYAVES AUTES YEMOULOTOLOOVTOL XAl VLol TOROYWYT Ao-
YIOUXOV GAAGDY EBOV UE YRUPIXES ATAUTAOELS, OTwS elvon ol emdellelc marketing, ol apyttexTovixég
OTTIXOTIOLACELS, Ol EXTIAUBEUTIXEC ECOUOLOTELS X0l T TERLBAANOVTA LOVTEAOTIOMOTG.

IToAAég mouywvidounyavég Topeyouy uovo xavotnteg rendering 3D mpaypatinol ypdvou, autég
ovoudlovton unyoves yeopixwy, unyavéc rendering ¥ unyavég 3D. To rendering etvan 1 Sradixaoio
onuovpyiag amd €va BLedIACTATO 1| TELOOLAGTUTO HOVTEND UE TNV BofUELd TROYPUUUATOY NAEXTEOV-
XY UTOAOYLO TV.

Suvidwe oL unyové matyvidlwy xataoxeudlovtal Téve oc éva APT ypoapxdv, 6nne ta Direct3d
1 OpenGL. Xpnowonototv Bihodixec youniol eminédou onwe DirectX, SDL xouw OpenAL wote vo
ToEéyEToL TPOcBact aveEdeTNnTyn omd TO UAXO GE GAAO LAIXO UTOANOYLOTH, OIS CUOXEVES ELGODOU,
XAPTES OLXTUOL XAl XUPTES 1Y OU.

O 6pog pnyoavi| mouyvidwwy Hede otny empdveia oo péoa Tng dexactiog Tou 90, e1dud yiow oy vi-
ot FPS (First-person Shooters. To mawyvidie Doom xon Quake eiyov téom peydhn dnpotixdtnta
ToL dAAOL dnuLouEYol, avTi Vo EEXIVACOUY TNV XATAOXEUT] oLy VISLOY amtd To undév, thpay ddeta yLo
TNV XPNON TWV XEVIPIXDY XOUUATIOV TOU AOYLOUIXOU TOug, xal oyedlacay Ta Oixd ToUg Yeopixd,
YOEAUXTHPES Xl OTAL YOl TO TEPLEYOUEVOU TV TALY VLOLWY TOUG.

O olyypoves pnyavéc mowyviddy Yewmpolvton (xar Oyt ddxa) and T TOAUTAOXOTERES EQolp-
Hoveég Yo To yeddiuo xodouxa. Xopoxtnellovion »¢ TEAELOTONUEVO GUCTHUOTA TTOU EYYUOUVTOL [Lol
ox3Y) xou eheyyouevn eunelplor yenotn. ITAéov plar Tumixy) opddo avETTUENG EQPUPUOYWY TTaLY VIBLDY
ATOTEAELTOL OO TEPLOCOTEPOUS OYEBLUC TEC TUPA TROYPUUHUATIO TEC.

Or meprocdTepES GOYYEOVES UNYAVES TOLY VLOLWY XATUOXEVALOVTAL OE YAWOOES TEOYPUUUTIOHOU
vdnrol emnédou 6mwe N java, n C# .NET xo n Python.

2.3.1 Unity

To Unity eivar plo and Tic mo yvwoTtée pnyavéc mouyvidiay, oveloptiTtou TAUT@Oppoc (Cross-
platform), dnuovpynuévn and tnv etouplor Unity Technologies. H Unity Technologies 1©dp00nxe
t0 2004 and tov David Helgason, tov Nicholas Francis xat tov Joachim Ante otnv Komeyydyn
e Aaviag. O TpELC TOU avary VORLoOY TNV ONUAVTIXOTNTA TNE UTOEENS ToLY VIBOUNYOVMDY Kol ATOPd-
OO0V VOl XOTUOXEVACOLY [iot oy Vidounyavy) mou va mapéyeton o€ mpoolty| Twh. To 2008 ue tnv
&vodo tou iPhone to Unity ¥tav 1 medtn egoguoyy) tou unoc thpile TNy SnuLoupyio EQapUOY®Y Yo
v mhatpoppa €€ ohoxhfpou. TIhéov tepiocdtepa and 10 50% TV mouy VSOV Yior XvnTd TAEQOVOL
Android xau iPhone elvon xoataoxcvoouéva pe to Unity.
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Qunity

Ewéva 2.5: Unity logo

To Unity yenowonotelton yia Tnv onuLovpyia BvTEomony vidldy yia Lo TOTOTOUS, NAEXTEOVIX0VS
UTIOAOYLOTEC, XOVOOAEC TALYWIOLWV ot yior xvntd Tnhégwva.  Kuxhogdenoe apyixd yio to Act-
ToupYxd cucthuata Mac OS xau éneita enextdinxe oe mdvew amd 15 mhatpopucs. Ilpoopépel tnv
BUYVATOTNTA OTOUG BNULOLEYOUE TOUYVLBLOY Var eTAEE0UY oy To Tay vibL Toug Yo dnuoocteutel oe xiv-
NTEC CUOXEVES, TEOYQEOUUATO TEQLAYNONS OTO BladiXTUO, NAEXTEOVIXOUS UTONOYIOTES 1) XOVOOAES
TEOLLY VLOLEOV.

O 6poc cross-platform (aveEaptitou mhatpdpuac) dNAMVeEL GTL Tor Towy VBl TOU ToEdyoVTaL UE
v Unity ymopolv va xuxhogopricouv oe torkéc mhatpdpues. Kdnoleg and autég ol e€ng:

e BlackBerry 10

e Windows Phone 8

e Windows

e Linux (xupicwe to Ubuntu)
e Android

e iOS

e iOS X

e Iototonoug xou Facebook pe tnv eyxatdotaon tou Unity Web Player
e Adobe Flash

e PlayStation 3

e PlayStation 4

e PlayStation Vita

e Xbox 360

e Xbox One

e Wii U

o Kon Wii

To Unity mepthoufBdver évay Stoxouloth, xou Ty unyovr uowhc tne Nvidia PhysX. T'o tny
%AAOTERT UTOOTARLEN TWV YRaUPW)Y oTa Ttony vidta Tng yeewdleton ta axdrovdo APIs: Direct3D yia
10 Aettoupyixd cUotnue Windows xaw Xbox, tnv OpenGL yia Mac, Windows xou Linux, OpenGL
ES vy Android xou i0OS xou dhhor 1dt6xtntor APIs yior Tig X0veOReg BLyTEOTOnY VIBLOY.
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‘Eva and to duvatd mheovextigota tou Unity elvan 6TL mopéyel duvatdTnta cuurieong xon ah-
ALYHC TNS AVAAUONC TWV APYEIDV EXOVAC XOL YRUPIXWV YEVIXOTERX, AVIAOYO UE TIC AMOUTHCELS TNG
xade mhatpoppag. o tov npoypapuationd pe Unity uropolv va yenowonomdolyv ot yAwooeg CH#,
JavaScript xou Boo 1 onola potdlel pe v yAdooa mpoypapuatiopol Python. Iapéyel utoothpén
vt ump mapping, reflection mapping, parallax mapping, screen space ambient occlusion (SSAO),
dynamic shadows ye shadow maps, render-to-texture xou full-screen postprocessing effects. Y-
oo tnpilel otouyeio xou poppés apyelwy and 3ds Max, Maya, Softimage, Blender, Modo, ZBrush,
Cinema 4D, Cheetah3D, Adobe Photoshop xou Adobe Fireworks.

Ac onperdooupe 6tL to Unity eivon 1o mpoemheypévo SDK (Software Development Kit) yua tn
xovoora Wii U tng Nintendo. To Unity mapéyetan eite dwpeedy, cite ye uixpd avtitiwo otny Unity
Pro éxdoon Tou.

2.3.2 Unreal Engine 4

H Unreal Engine eivou plor mowyvisounyovr tou avantdydnxe and tnv Epic Games xou napoucidotnxe
Yo Te@T) Yopd to 1998 oto mpwto FPS (first-person shooter) mouyvidt Unreal. H Epic Games
elvan auepxdvixn etonplor avamTuéng Bryteomouy vidioy mou Wedinxe to 1991 and tov Tim Sweeney
oto Rockville tn¢ molteiog Maryland, ye to 6vopa Epic MegaGames. H tpéyouca éxdoon trg
Unreal Engine (Unreal Engine 4) eivor oyediaopévn yio to Microsoft DirectX (yioe Windows, Xbox
One xou Windows RT), vyt OpenGL (v Linux, OS X, PlayStation 4, i0S, Android xou Windows
XP) xou yio Javascript/WebGL (yie HTML5 web browsers).

Ewéva 2.6: Unreal Engine 4 logo

Tov Adyoucto tou 2005 o avunpoedpoc tne Epic Games anoxdhule 6ti 1 Unreal Engine 4
avortuccotay and to 2003. Méyel to uéoo tou 2008 1 avdmTuEn TnE TAATPOPUOS EYLVE ATOXAELCTIXG.
an6 Tov Tim Sweeney, mou extdg and WELTAS NG etonplag elvon xou TEYVIXOS dtevduvThc. H pnyovy
OTOYEVEL OTNV OVATTUEYN TOLYVIOLOV Yol XOVOOAES BLVTEOTALY VOOV OYBONG YEVIAS, UTOAOYLIOTEG
xat ovoxevéc Android dmwe avaxowvaidnxe tov Iavoudeio tou 2014. O Mark Rein cine 611 o
dvipwnot Yo cuyxhoviotoLy dtay douv v Unreal Engine 4. H 4n éxdoorn tne mouwyvidounyovhig
TOEOVGLAGTNXE Yo TEWTT POEA GE TEPLOPLOUEVO %0LVO, 6T0 GUVEDELo pe Titho “Game Developers
Conference” tou 2012.

‘Eva and ta xOpta yapaxtneiotixd tng Unreal Engine 4 eivou to real-time global illumination
(GI). Eivar n vhomoinon g mapadoyic 6Tt 10 puc avtovaxidtor and enpdvels o empdvete. Kdde
empdvelo Tou QwTileTon Agttovpyel cov YN PwTog. Ol amouthoELS Yol TNV VAOTOAoT, auTy| elvon
TEQUOTIEG o PEYPL ONUERA OL oY VLOOUNYavES Yenotdomotovoay static global illumination. Ou
TEOYQPOUUATIOTES EMPETE VoL TREEOUV VEOUS UTOAOYLGUOUS xdde popd mou dAhale éva Pépog TNg
niotac. To real-time Global Illumination elvar amodhoypévo and to pre-computed lightmaps mou
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UTAEY Y OTIE TORUBOCLAXES oY VIBOUTYOVES Ol WPEREL X0l TOUC TAXTES X0l TOUG TROYPUUHUATIOTES.
Toug Tp®TOUE ETELDT| TEOGPEREL TOLOTIXO PWTIOUO YWEIC OXOTEWVE onueia xaL ToUC BEUTEPOUC ETELDY
TOUC AnoAAGLEL amd ToV YopéVo YpoVo oTo pre-computation, emouévng TEOGHEREL Xou YUUNAOTERO
*OOTOC.

‘Ao yopaxtneoTixd e UE4 ebvan 1 udgmiod emmédou unyoav| guowxrc PhysX, to Extreme
tessellation, to epyoleio scripting kismet 2 mou xodopllel Tic oyéoeg avdusoa oTar avTIXelUeva
GTOV %00U0 Tou Ty o To Subsurface Scattering. H UE4 nepulaufdver enfong véa mpo-
YEUUOTIO TIXG. YORAUXTNEIC TIXG YIoL VoL UEWOOEL TOV YPOVO ETAVAANYNG %ol EMLTEENEL TNV EVNUERKOT
Tou xOoa C++ eved 1 unyave etvon e Aettoupyio. To Blueprint Visual Scripting emtpénel otov
XodEVOL VoL SNULOVRYTOEL YRTYORO RO TOTUTIOL TIEPLEYOUEVAL Ywelc Vo Yedpel ypouur| Xdotxa.

Trv Unreal Engine 4 unopel va tnv yenowonolicet o xodévog xotaBdAlovtog unvialo cuvdpouy
19 dohapiwv ouv 5% and ta €0odo ToU TEOXVTTOUY and TUYOV EUTOPIXS TEOLOVTA UE TNV Yerion
e av autd €youv Lenepdoet Ta 3000 dordplo. Tov Xentéufelo tou 2014, n Epic xuxhogdence tnv
UE4 dwpedy oe oyoheio xou movemotiuie. O uredduvol tne Epic Games Yewpolv 6TL pe auth tny
xivnom divetow 1 BUVATOTNTA OTOUG PAINTES VoL XAVOLY YENoT) TV EEENYUEVOY EQYUAEIWY TTOU TOUG
otver 1 Unreal Engine 4 xou vo yvwploouv €tol tnv t€yvr tou game development otnv mo oy vy

TOU UOPPH.

2.3.3 CryENGINE

H CryEngine etvan pio mawyvidounyav mou xataoxeudotnxe and tnyv yepuavotoupxxt etawpta Cry-
tek. H Crytek 8p0dnxe to 1999, and toug adeppoic Cevat, Avni xou Faruk Yerli pe €dpo tnv
Poavrpolptn g Iepuaviog. H etonplo eivon mepiocdtepo yvwot yio to mawyviol Far Cry o omnolo
TeofdAAel xan TNy mouyvidounyovh CryEngine.

(*)

CRY=NGIN=

Ewéva 2.7: CryEngine logo

H CryEngine eivon pla oxdua cross-platform ynyavr mou vnootneilel v avdmtuln mowyvidudy
vie Windows, Linux, Xbox 360, Xbox One, PlayStation 3, PlayStation 4, Wii U, iOS xo An-
droid, avdhoya ye i exdooelg tng. ‘Eva and to olyypova yopoxtneto Tixd tne unyavig ivon to
Live Create, mou emitpénet otouc developers vo Soulebouv oe pio TAatpopua ohhd vor BAénouy
To amoTEAECUUTA Yot OAEC TIC TAaT@opues. Emlone mapéyet mohd duvatd epyoaheio yia dnutovpyio
AVTIXEWEVOY, OTIOS OEOUOL, TOTAULOL, OEVTEO KoL OY AUATO XAVOVTAS TNV OVATTUET ToLy VIOWWDY TLO YT
yoen. Trootneilel omwe xou n Unreal Engine 4 udmiric motdtntoag ypapd ydelc otnyv Te)voroyio
real-time global illumination xou mepthapPBdver pio avoBorduiopévn unyoavr guoixic multi-threaded
TOU UTOpPEL VoL EQUPUOCTEL GYEDOY GE OTIOLOONTOTE AVTIXELUEVO XL VO DWOEL PEAALG TIXT] HOPYY| OE
PUOLXA PavOUEVaL, EXPNEELC, oLYXpoVaELC xou GAha. Tloapéyel enione otoug mpoyEUUUATIOTES €p-
yohelor avdhuong anddoorg.

H npotn éxdoon tne unyavrigc mouyvidiov CryEngine, ovantdydnxe yia va avadel&et Tig Suvatdtnteg
¢ Nvidia pyéow tou Far Cry. ‘Otav xuxhog@opncav ol xdpteg yeopav yio 3.0 pixel xau ver-
tex shaders, n etapla xuxhogdenoe v €xdoon 1.2 mou yenowonolel Uepnés BUVATOTNTES YLd
xahOTEpa Ypupxd. TNy nopelo oTtny €xdoo 1.3 npdodece Ty unocthieiEn HDR gwtiopo. ‘Encita
onuovpyinxe 1 CryEngine 2 vy to mouyvidl Crysis, ye v onola xotaoxeudotnxay xot dA
Touy Vil 6mwe to Blue Mars, to The Day xau to Entropia Universe. Ot exddoeic 1 xon 2 urn-
oothplav v avdmtugn mouy vty yio ta Windows. H CryEngine 3 napouoidotnxe yio meodtn
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popd to 2009 xou Yl TEMTN POopd LTOCTARIEE TNV AvAmTUEY TOoLYVIBLOY XOL YL XOVOOAES, TLO
ouyxexpéva v to Xbox 360, to PlayStation 3, to Wii U. Xtnv mo npdogatn €xdoon tne 7
CryEngine 4th generation (2013) nepthoufdver otic mhatpdpues mou unootneilet to PlayStation
4, 7o Xbox One, 1o Wii U xou to Linux, eved to 2014 xataoxeudotnxe pe autrv to The Collectable
vt Android xou iOS.

Ot mpoypoppatiotég unopodv va yenoiponotioouy to CryEngine SDK mou apyixd ovoualdtoy
Sandbox Editor, to onolo mapé€yeton dwpeedv yio un eunopixt| yeHom oL Toug divel TNV BUVITOTNTA
Vo TELpopaToToOY o autd. ‘Eva peydho mheovéxtnua tng mouyvidounyavic eivon 6t 1 Crytek
Tpoc@épel €va enionuo forum 6mou oL TEOYEUUUATIOTEG UTOoROUY VoL €YOUV EEEWBIXEUUEVT TEYVIXT
UTOOTARIEY), Vol TROBAAAOLY TIC ONULIOVEYIEC TOUC 1) VoL BOUV X0l VO YPNOLLOTOLCoUY OnuiovpYieg
ANV

2.4 Software Architecture

Apyrtextovin) Aoyiouxol amoxohelton o uPnrod eminédou oyedlaouog hoyiouxol. Elva to tpwto
Brua vl To oyedlacUd UETE TNV avdAuoT OAWY TV ANAUTACEWY Tou Aoyiopxou. Ilepiypdpel 1
YEVIXT| OTATXY BOUY| TOU CUOTAUATOS, To oTolyelo and Ta omolo amoTeAeiTon, TIG AAANAETLOPAOELS
HETAED TOUg XS Xol ToL TEPOTUTIOL X0l TOUS TEPLOPLOROUS Tou xadodnyoly TNy cUVIEST) QUTHOY TV
oTolyelwy. Aev ennpedlel HOVO TIC AELTOURYIXES AMAULTACELS GAAG X0 TIG U1 AELTOVEYIXEC OTWE Elvol
1) EMEXTACWUOTNTA, 1) PORNTOTATA XAk 1) BUVATOTNTA CLVTHENOTG.

X10)0¢ TNG apYITEXTOVIXHC hoYlouixo elvon va Bonifioel oTny xaAOTERT XATAVONCT TOU UG TH-
HOTOC, Vou YEVEL XATOVONTY 1) 0EYLTEXTOVIXT] TOU al Vo opyavwiel To épyo. 'Etol avaloufdver Tov
OLOLY WELOUO KO TNV XUTATUNCT TNS EQUPUOYHC OTA LG TUTLX dopxd oToLyelor amd T omola amotehel-
ToL To GLOTNUA xou xodopllel TOV OXEAETO TNg eopuoyhc. Me autdy Tov TedTo 1 avdmTudn TV
BOUXOY LOVABWY pmopel var yivel aveldptnta g évay Bordud amd uior ouddo Unyovixmy AoYIoUxoU.
H opyitextoviny| npodlaypdepet enlong onuavTixég IOTNTES TOU GUCTAUATOS, OTWS elvol 1) amddooT),
1 AopIAELaL, 1) ELpWoTio xou 1) euxoAio avaBdiuionc.

ITio cuyxexEUEVa 1) 0EYLTEXTOVIXT) AOYLOUX0) AOYOAELTOL UE TNV OPYAVWOT] TOU GUCTHUITOS WG
obvieon eCopTNUdTeY, T Xodohxég Bouéc EAEYYOU, To TEWTOXOANA EMXOLVOVIOG, GLYYEOVLOUOU
xau Tpodooaone o anoVnxeupéva dedouéva, TNV ELILYEAUULOT] TWV AELTOVEYLWY UE TA GTOLYEX TOU
oyedlouol, tn clvieon Twv otolyeinwy Tou oyediou, TN QuUOLXY LAOTOINCT TOU CUOTAUATOS, TNV
am6d0CT XL TNV AVTATOXELOT OE AUEAVOUEVES AMUTAHCELS, TIC BuVATOTATES EEEAENC XL TNY EMAOYT
HETAED eEVaAAOXTIXOY OYedlwy. Tevixdtepa 1 apylTeEXTOVIX TEPLYRAPEL TO CUCTNUL O GUVORO
UTOAOYLOTIXWY EEUPTNUATWY XAl GUVOECENY UETUED QUTWV.

ot Tov xah0Tepo oY EBLUOUS CUOTNUATOY YPNOLOTOLOUVTAL CUYXEXPUEVD LoT(Bor oL TedTUTA,
oL elvon Boxuoouéva. Autd amoTeAolY xou €val x0vo AEEIXO YLol TOUG UNYavixols Aoyiopxo) Tou
CUUHETEYOLY GTO €pY0 xal YopoxTNellovTal xou »¢ UECO EMXOLVGLVING.

H mowdtnro tne apyitextovixrc xplvetar xon allohoyelton and pepixéc mopauétoous. Mia and
auTég elvan 1 TExuneiwon, N adpyttextovxy meénel va emidewenidel and dlouc Toug etaipoug, xou
TEETEL VO TEQLYPAPETO GOOTA XU UE XATAVONTO TEOTO.

Enlong mpemet va ebvan xohd oplopévar tor Tuuata and tor onolar amoteAelton xan va eivon 660 T0
dLVITOV aveldptnTa PeTag) TOUG XaL Vo utopoly va uhortoindoly mapdhinioa. Emmiéov n apyitex-
TOVXN) TIEETEL Var EYEL EAGYLOTY BuVaTY e€dPTNOT Amd TO UAIXO.

2.4.1 Kinect for Windows Architecture

To Kinect for Windows SDK Aeitoupyel wg wa Sienagn peta€d tou Kinect xan tng eqopuoyic
HoG xon ToEEYEL Lot EXAETTUOUEVY BiBAlodrixn Aoyiomxol xou epyolelor Tar omola Bontolyv Toug
TPOYPUUUATIOTES VL YPNOWOTOWoouY TNy Quowt| elcodo tou Kinect.

To Kinect xou 1 BiBAodrxn hoyiouxol aAAnAemidpoly pe xdmola eEWTEQIXT| EQUPUOYY|, OTWG
(QUUVETAL TOEOXBTE:

14



Sensor Array

Imags Stream .._ L ":1
? ST —- NUI Library | Appiication
- :

Audio Siream o

Ewéva 2.8: Kinect for Windows Hardware and Software Interaction with an Application

Kinect for Windows SDK Architecture

[Tio avoutixd n apyttextovixr Tou SDK €yel wg e&nig

Windows Core Audio | (5)
@ MU AP and Speech APls
DMO codec for mic array @
®_f__._______ ________ 11
Device Device )
| setup acoess Wideo stream control Audio stream control | User Mode
I WinUSE device stack WinUSE camera stack USBAudic audio stack | Kernel Mode
| Kemeal-mode drivars for Kinect for Windows |
e ————————————

I USE Hub I Hardware
@ [ Mator | [

Camaras | | Audia mic array I
Kinect sensor
Kimect for Windows . Lser-created
U Windows SOH O Components camponenis

Ewdva 2.9: Kinect for Windows SDK Architecture

1. Kinect hardware - Ta otouyela Tou VAxo0, cuurepihauBavopévou tou acdntrea Kinect
xat tou Stavopéa USB péow tou omolou o acintripag Kinect efvow cuvdedepyévog pe tov
UTOAOYLOTH).

2. Kinect drivers - Ta npoypdupota odrynone twv Windows yia to Kinect, mou eyxadiotovro
¢ Yépog e dradwactag eyxatdotaons tou SDK. Ta npoypdupota odrynone twv Windows
vt o Kinect urootneiCouv:

e T'n cuotouyio ppogpnvewy Tou Kinect wg cuoxeur| you Aettoupyiog muprva otnyv onola
umopolUEe vo €youde tpdafaot péow tewv Tutixey API fyou twv Windows.

e Acitoupyieg ehéyyou Yyou xou Bivieo ouveyolc pofic yia Ao xou Biveo ( ypdua, Bédog
X0l OXENETOC ).

o Acitoupyiec anapliiunong cUoXELOY TOL ETUTEENOUY GTNY EQUOUOYT| U VO YPTOWOTOLEL
neplocdTER ToL €vog Kinect.

3. Audio and Video Components

e Kinect natural user interface yio v mogoxohotdnon Tou oxeAeTol, TOU fyou, Xou TNV
ATEXOVIOT) TN EXOVIC Xou Tou Bddoug.

4. DirectX Media Object (DMO) yio cuctoryio uixpopndveny beamforming xou evtonioud tng
Ty#c Ay ou.
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5. Windows 7 tumixd API - Ta API #jyou, outhlag xon todupéowy twv Windows 7, 6mwg neprypd-
povto oto Windows 7 SDK xou Microsoft Speech SDK. Autd tar APT eivan eniong Srodéoio
vt desktop eqappoyég ot Windows 8.

‘Onwe BAénouvpue 6T0 oyedidypoupa To data streams YetadldovTion GTOV UTOAOYIOTY| HoG UECW
USB hub.

‘Otav yeetaoTel Vo amoxTRoouUe TeocacT 6ToV o UNTha, 1) EQUOUOYT LA OTERVEL Lot XAT|OT
API otov 0dnyd xou o0 0dnydc eréyyel Ty npdcoct oto dedouéva Tou aucUnTpa.

To NUI API culéyel ta avenelépyaoto dedopéva xou To TUEOUCLALEL 0TI EQUPUOYES WS POEC
dedopévemyv (data streams).

H ovdntugn Kinect-enabled eopuoydv elvan ovclacotid 1 (Blar ue Ty avdntudn omolovérinote
Ay egapuoynv Twv Windows, pe tn Swpopd 61t to Kinect SDK mopéyel uvnoothieln yia to
yopaxtnetotixd tou Kinect, cupnepthoauBovopévmy Twv emovemy yenuoatog xat Bddoug, tny cloodo
YOV, XL TWV OXEAETIXWV DEQOUEVMY.

Hopaxdtey BAETOLUE PEEIXE TUEADELYUATA Y PO TIXOTNTAUS TOU UTOPOLY VoL ATOXTACOLY Ol EQUp-
HOYESC UAC YPNOWOTOIWVTAS TN AELTouRYXOTNTa Tou utootnelletar and To SDK:

o Avayvopion xa mapaxohoinor e petaxivnong ovlp®nwy pécw Tng aviyveuor oxeletol
(skeletal tracking).

o Kadoploude tne amdotaong petadd evog avTIXEWEVOU XAl TNG XAUEROS TOU auoUnThea Yenot-
nomoudvtog T dedopéva Bddouc (depth data).

o YOMdn fyou yenowonowdvtag noise and echo cancellation xou evromouds e Véong g
TINYNS Tou )Y Oou.
o AVAnTUET EQUPUOYOY TIOL EVERYOTIOLOUVTOL UE TN QwvY| (voice-activated) npoypappatilovtog

wlor Yooty yLor Yeron Ue uuor unyavr avaryvoptone odthiag (speech recognition engine).

Iepiocdtepeg mAnpogopies yia to Kinect for Windows SDK unopolue va 600pe otny entonun
totocelida Tou Microsoft Developer Network. https://msdn.microsoft.com/en-us/library/
hh855347 . aspx
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Kinect Vs Unity3D

‘Ocov agopd tn cUvdeot tou Kinect v1 pe to Unity tpeig elvan ot emhoyég mou €youv ot ddeor
TOUG Ol TROYPUUUITIOTES Xal TIG OToleg Vot DOUUE GTNY CUVEYEL TUPAXVT.

3.1 Kinect Wrapper Package for Unity3D - Kinect1.7UnityPackage

To Kinect Wrapper Package for Unity3D umopel xdmolwog va to mpoundeutel dweedy and tny
oehidar ETC Internal Unity3D Wiki xat mo ouyxexpiéva and to link http://wiki.etc.cmu.
edu/unity3d/index.php/Microsoft_Kinect_-_Microsoft_SDK.

Yty emodva 3.1 ymopolpe vo SoUUE Ta TepLEyOUeVa Tou package yio To Unity.

Kinectl.7UnityPackage

M vi& Asset [HEw]
M  ¥E5 Materials
) 0 rainbowMan_texture mat | HE |
M ¥&§ Prefabs { MEM |
%) "y KinectPointMan.prefab {MEW |
7)) [ rainbowMan_v6.mb | HEW |
M ¥&§ shaders {NEW |
") [S| Mormal-Diffuse .shader {MEW |
") TﬁTextures
M || rainbowMan_texture.jpa { HEW |
o v&5 rRecordings
") D playbackn { MEW |
M vE& Scene
")) Q KinectSample . unity | MEW |
M v&3 Seript
M vES Kinect [ e |
") ¥&5 KinectImgControllers
") @ DisplayColor.cs | MEW |
) @ DisplayDepth.cs { MEM |
") ¥&5 KinectModelControllers | MEW |
%] @ KinectModelControllerVz .cs {HEW |
i) E KinectPointCentroller.cs { MEM |
M ¥&a KinectWrapper (HEW |
i) E DepthWrapper.cs
%] @ Device OrEmulator.cs {HEW |
(1 E KinectEmulator.cs
i) @ KinectInterop.cs {HEW |
(1 E KinectRecorder.cs
i) @ KinectSensor.cs {HEW |
i) G| SkeletonWrapper.cs

Ewoéva 3.1: Ta mepieyodueva tou Kinectl.7UnityPackage

To Kinect Wrapper Package ypnowonoel 1o Kinect for Windows SDK xau to Kinect for
Windows Developer Toolkit. Ilepiéyer ta amapaitnta scripts xadog xon o oxnvy| Tou Unity
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v KinectSample otnv onola yivetar avarapdotaot twv skeleton, color xou depth streams xan tnyv
omola UToEoUY VoL YeNOWOTOCOLY OL TEOYPAUUUATIOTES WE TUEADELYUO YLa TIC BIXES TOUC EQUOUOYES.

Yy emdva 3.2 umopovpe vo dolue tnv oxnvi| KinectSample ctov editor tou Unity.

&) Unity - KinectSample.unity - kinectWrapper - PC, Mac & Linux Standalone <DX11> . = |8 R |

File Edit Asscts GemeObject Compenent Window Help

M + B

Be=| O inspector | a.=
[EIEYES o [rainbewMan_vs — | Ostatic v
olorimagePlane 7 rites Assets » Scene Tag [Untagged +] Layer [Defaulc ™
DepthimagePlane O All Materials | & Kinsctsample
Al Modls Model [ Selsec | Rever | Open |
mesh LAl Prefabs v~ Transform [FES
¥ skeleton ©1 All Scripts Position X0 Y -10 z 50
¥ reot_joint Rotation xXo Yo 20
¥ hip_center V& Assets saale A PO | ro— ] —
¥ spine G Asset v & o Animati @ =
 left_collar (& Recordinas P [Teke 061 1o
¥ left_shoulder
¥ left_elbow i Seript - Al
W left_wrist v Kinect Play Automatically [
¥ left_hand i Kinectim Animate Physics [
I e & KinectMo, Culling Type :
= (e v [6) M Kinect Model Controller V2 (Script) [ %
head script [ KinectModelControllerv2| @
¥ right_collar e e
T o Sw [ KinectPrefab (SkelctonW ©
¥ right_elbow Hip_Center hip_center ]
¥ right_wrist Spine spine °
¥ right_hand Shoulder_Center neck o
right_fingers Head head o
¥ left_hip Collar_Left left_collar °
7 left_thigh Shoulder_Left  |left_shoulder [}
I L Elbow_Left Teft_elbow °
v ‘“‘L;"f'“ " Wrist_Left Teft_wrist °
¥ right hin e Hand_Left Teft_hand o
¥ right_thigh Fingers_Left left_fingers °
¥ right_knee Collar_Right right_collar °
¥ right_ankle Shoulder_Right  right_shoulder °
right_foot Elbow_Right right_elbow o
(AT (ST ‘Wrist_Right right_wrist ]
R s T Hand_Right right_hand °
g:’g‘:;j::fe;,.m Fingers_Right  [right_fingers °
e Hip_Override hip_center °
03_Head Hip_Left Teft_hip ©
10_Shoulder_Left Knee_Left Teft_knee °
11_Elbow_Left Ankle_Left Teft_ankle °
21_Elbow_Right Foot_Left left_foot [}
12_wrist Left Hip_Right right_hip o
22_Wrist Right Knee_Right right_knee °
;::::::::;tht Ankle_Right right_ankle ®
20_Shoulder_Right Foot_Right right_foot @
30_Hip_Left Player o ]
40_Hip_Right Mask All :
31_Knee_Left Animated |
41_Knee_Right Blend Weight 1 |
32_Ankle_Left
33_Foot_Left
43_Foot_Right
KinectPrefab
—

Ewoéva 3.2: H oxnvn KinectSample 6nwe gaiveton otov editor tou Unity

Piyvovtog wa mo mpooextin patid otny epapyta uéoo otn oxnv KinectSample mopatnpolue
dLo cuyxexpwéva game objects to rainbowMan_ v6 xau KinectPointMan.

Ye autd Tor game objects eivar cuvdedeuEva Tar Lo scripts Tor omola elvon uedYuva OGTE va
XATOYEAPOLY Xall Vo ol vTal TLC xwvhoelc Tou yerotn, ta KinectPointController xow KinectMod-
elControllerV2. Kou ta 800 awtd scripts ypeidlovton pio avopopd (reference) otov skeleton wrapper
Y10 VOl AELTOUEYICOLV.

To KinectPrefab xatoypdgpel ta dedopéva xivnone oe mporylotind yedvo xon GTEAVEL TIC TANRO-
goplec ota controller scripts. To controller scripts avtiotowylovv autd to dedouéva oe game
objects xau yipolvton TN oyetx) Tontovétnom toug oe éva 3D mepBdihov.

Yy ewdvo 3.3 unopolue va 6olue To anotéheoua tng oxnvic KinectSample.
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Ewéva 3.3: H oxnv| KinectSample

H »0pta Sapopd petald towv KinectPointController xan KinectModelControllerV2 etvar to meg
avagepovtan o€ xdlde cuyxexpévo pépog tou cwuatos. To KinectPointController yenowomnotel
uepovouéva game objects. Xtn oxnvn KinectSample ypnowonotodvton ogaipeg yior Tnv avomapdo-
TOOT) TWV ONUEIWY TOU OXEAETON. LNy TR auTd Tor avTixeipeva Yo Umopoloe var avTixatao Tadody
UE €Val amAO HOVTERO, TO YEpL 1) Vo AVTIXEUEVO BEXTN TTOU O YEHOTNG UTOPEL VoL EAEYYEL Xou VoL AT
hemdpd Ye o To.

3.2 Kinect with MS-SDK By RF Solutions

Mio 6e0tepn Aoon n omola eivon Slodéoun oo dradixtuo eivor To Kinect with MS-SDK tou Rumen
Filkov (RF Solutions) to onoio unogel va npoundeutel dmotog evilapépeton enione dwpedy amd To
Asset Store Tou Unity xou to €€r¢ link https://www.assetstore.unity3d.com/en/#!/content/
TT4T xou Tou OTOlOL TO MEPIEYOUEVAL UTOPOVUE VoL BOVUE oTNy exdva 3.4.

O Rumen é€yel exdmoel xou éva cuumhnpwuatixd package to KinectExtras with MsSDK to
omoto eivan Sladéotuo entong péow Tou Asset Store and to mopaxdtek Avx https://www.assetstore.
unity3d.com/en/#!/content/10492 xou To onolo eivor pio eméxtoaot tou Kinect with MS-SDK
package. Awtidetan pe 1o avtitigo twv $10 xou tapéyer emmiéov napadelypata xon demos ye Béomn
to Kinect SDK nou 8ev oyetilovton dueoa ye tn yetagpopd tne avipenmivng xivnong oe ¢mgloxoig
YOPAUXTHPEC.

To package anoteleiton and to Kinect Interaction demo to omolo mapovaidlel to hand cursor
control xadm¢ xar Ti¢ grip xou release yeipovouleg, ToEAdELYUA ovory VELOTG OUAi0G, ToEddeELyUoL
face-tracking xou demo agaipeong gpovtou. Eivow 8uvatov vo evowpatew oy O Ta Y opox TneLoTxd.
oe évo project, dSnhadr| o KinectExtras xou KinectManager (ané to Kinect with MS-SDK package)
AeLlToLEY0UV TapdhANAAL.

To package eivon cuyBotéd pe to Kinect vl pévo, unootnpiler 32-bit xan 64-bit exdooeig xan
unopel va hettovpyroel ot Pro xou Free éxdoon tou Unity.

Hoapéyetan Sweedy o€ oyohela, TAVETIOTAULYL, QPOLTNTES Xl EXTAULOEUTIXOVE ETELTA A6 ETUXOLVWVXL
ue Tov Rumen oto e-mail Tou.
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Ewoéva 3.4: Ta nepeyoduevo tou package Kinect with MS-SDK
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: O recr
X @ KinectAvatarsDemo o,
Open |

ol120] # | @) | Edscss ||| izmas -] (A

i
&5 Playmakerkinectaction

Ewoéva 3.5: H oxnv KinectAvatarsDemo nou nepthapBdveton oto Package

SwipeLeft, SwipeRight, Jump or Squat.

Ewoéva 3.6: H oxnvn KinectAvatarsDemo nou nepthapBdveton oto Package

3.3 Zigtu ZDK for Unity3D

H tpitn xon tedeutala Aborn mou Yo tapovoidcouue évar to Zigku ZDK to onolo unopel vo npourn-
Yeutel omolog evdlapépeTon amd TNV WoTooehida Tng eToupetag http://zigfu. com

To ZigFu 8lvel 6TOUC TEOYPUUUATIO TEC T1) SUVATOTNTA VoL AVITTUEOLY EQUPUOYES PUOIXNS DIETUPHC
o€ UEPXE WOVO Aemtd cUppwvo ue Tov Amir Hirsch cuv-1dputy| tne etoupetag. Ilopéyel to amopoitnto
epyoheio yia T obvoeon tou Kinect pe to Unity3D oSivovtag mapdhhnio 6TOUC TEOYROUUUATIO TES
AEXETES EQOPUOYES TaAdElyUaTa OOTE Vo BACLOTOUY Xt Vo EEXWVACOLY T1) BT TOUC GOUAELG.

Xpeidleton mepinou €va AenTo yiar vor UeTatpéel xdmotog €vay Thonyo yio o AMoto otolyeinv
o€ EQAPUOYY| EAEYYOUEVT UE xivnon olugwva pe Tov Hirsch. T mopddetypa, unopolue vo peto-
Teédouue éva xatdhoyo meptiynong 1 wa topoucioor dlapaveldy o Alyo uévo Aemtd.

To ZigFu yenowornotel to OpenNI framework yio Ty guoiny| adAnienidpaoy, To onolo mapéyel
éva agnenuévo framework yio T yerion xou Togoxohotdnon Tou oxeletold Tou YEELOU.
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Ewéva 3.7: Ta nepieyodueva g trial éxdoong tou ZDK yia to Unity3D
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To OpenNI npoonadel ovolootind va BeBarwiel 6T To hardware mou elvon eotiacuévo otny
Topoxolovinon yewpovouldv ohhd xan to middleware xat 10 Aoyiopxo, 6Ao auTd Yo AELTOUEYOLY
pe ta (o tpdTunar xan Yo Aettoupyoly xokd poli. To framework avoiytod x@dixa mpocpépel oTo
OpenNI éva API yio ) Quoh) ahAnAenidpaon YE TO UAIXO X0L TO AOYLOUXO.

Ext6¢ and 1o OpenNI 7o ZigFu yenowornotel eniong xaw to PrimeSense NITE, éva middleware
TOU ETUTEENEL GTOUC UTOAOYLOTES VoL avTIANPU00Y €val TELOBLIOTATO XOCUO o Uil TEYVOAOYid TTOU
éyel yenotwomoiniel extevag oe Kinect hacking epapuoyéc.

Puowd to Zigku unootnpilel xan to Kinect for Windows SDK.

Xepnowonowvtog to Zigku obugpwva xou mdh pe tov Hirsch ypeidlovton mepinou 600 Aemtd
click-and-drag dovleldc wote éva eheyyouevo Ue xivnorn avatar vo opyavewiel xat vor AELTOURYNoEL.
H Souvleld mou ypeetdletor var yiver glvon amhog 1 oOVOEST TOV OUWY, TWV AYXOVLY, TWYV YOVATWY
xat TV woylnv Tou 3D yopaxthpa pe Ty €£060 Twv dedouévwy and to module napaxololinong
Tou oxehetol. To yeyYovog Tou v €youde Wiar uny vy mouyvidloy onwe to Unity oe cuvduaoud pe
Tov €AeyY0 Tou avatar pag 6lvel duvaTéTNTEC oL enExTElVOVTAL XUTd TOAY amd exel xou mépa.

[0t TOUC PEPOVWUEVOUC TROYRUUUITIOTES 1) UiXPEC OUADES avamTUENG AOYLIOUIXOU TO XOGTOG
e ddetog ebvar $200 avd mpoypoppotiotr. [o yeyahltepes ouddeg dnwe etanpeieg ye xdtw amd
10 epyaldpevouc to xbotog eivar $1,500 eved yio etanpeiec pe xdtw and 25 epyaldpevous $3.000
OoAdptaL.

Trdpyer drardéowun xou 7 trial éxdoorn n onola Sratidetar SwEedy xou TUTWVEL Vel ONOY RO
OTNY ®ATL APLOTERT YWV TNG OXNVAC.

YT¢ eoveS oL axohovdoly UmopoVUE Vo GOUUE TIG OXNVES TOPAdElyUota oL ontoleg efvan Olo-
Yéoweg ue to Zigku.

Ewéva 3.9: O oxnvéc nopadelypota tou ZDK yio to Unity3D (B)
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Ewxéva 3.10: Ou oxnvée napoadeiypota tou ZDK yia to Unity3D ()
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Kinect & Unity, n o7 pocg
TEPOCEYYLOT)

4.1 Avdivon IpoBAruatocg

[Topdro mou to Unity é€yer extetopévn vroothieln yia ta plugins, to onola eivon BiBAodrixeg
eyyev) xoowa yeoupévou oe C, C++, Objective-C i, yia Aéyoug acgulelog 1 yprion plug-
ins dev emtpéneton otov webplayer. Ou neplopiopol acpoleiog Loybouv uovo Yo Tov webplayer, xou
Tpog Tov editor étav active build target eivar o WebPlayer.

To plugins emtpénouy 6Tov xMddxo evog Touyvidlol (yeoupévo oe Javascript, C# # Boo) va
xahel functions amd autéc Tic PBMOUAXES. AUTO TO YaEAXTNELOTIXG EMLTEENEL OTIC TIC BiBAtodrixeg
evdiduecou 1 undpyovtog C/CH+ x@dixa Tou oy vidlol va evenuatdvovtar 6to Unity.

To Kinect Wrapper Package for Unity3D xou to Kinect with MS-SDK tnc RF Solutions, 600
amd T hooelg mou eldaue Tponyouuéves, Bacilovton yia Vo AettoupyNoouy oe XAHOELS ToU TUTOU
[DllImport ("PluginName")| énwe n nopoxdte

[DllImportAttribute (@"Kinect10.d1l1l", EntryPoint = "NuiSkeletonTrackingEnable")]

XL qUTOC Elval Xt 0 AOYOoC Yl Tov omoto dev Aettoupyolv otov Web Player. Ilepioodtepa yio to
LY XEXELEVO (AT UTOROUKE Vo SLBECOUUE GTNY TapaxdTe oeAda and To eyyelpidio Tou Unity.
http://docs.unity3d.com/Manual/Plugins.html To ZigFu anevavtiog yenowwomolel uior AT
TEOGEYYLON 1) OTolol TOL EMITEETEL Vo uTtopel vor Aettovpyel atov WebPlayer ywplc mpdBinuo.

Bootletar otnv eyxatdotacn evog mpoéoietou plugin yia tov browser to omoio xan ovoloy-
Bdver v emxowvovio ye Ty HTML cehida mou mepiéyel to nepieyduevo tou Unity Web Player
anogelyovTag €Tol TNV xAYon plugin pyéoo and to Unity.

4.1.1 Anoutrioecig JUOTHULATOS

Ov anoutrioelg mou oploTnxay yia To GOOTNU HoC Xt TNV epyaota auTh Tay ot e€ng.

Kinect & Unity Interaction

Apyd péow tou cUGTNUUTOC Pag Yo Enpene po umopolUE Vo €youpe Tpdcouct and tov Web player
tou Unity oto dedoyéva mou mopdyel To Kinect.

Gesture recognition

ITio cuyxexpéva pag EVOLEQERE 1) HETABOCT TWV OEDOPEVWY TOU OXEAETOU TOU YPNOTH, XJTL TO
omolo pag BIVeL T SuVATOTNTA TEEX ONO TO VO UTORECOUUE VAL XEVOUUE AVATUEAYWYT| TOU OXEAETOU
uéoa oto 3D mepf3dhhov tou Unity Player, va unopolue eniong vo xdvoupe xon oavory viplom Baoixy
YELLOVOULOV.

Mo yewpovopio etvon pior avipdmvn xivnomn Tou oOPATog 1) EVEPYELN TOU AVTITPOCKTEVEL €Vl
MAVUMAL YLOL TNV EQUQUOYT oG,
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Enione 9éhape va yvopiloupe av €xet yivel xdmola grip 1 release yewovoula and tov yehotn ov
T0 Y€pL ONhadN Tou YEHoTN PeloxeTon UE XAELOTY 1} AVOLY TH TNV TOAGUY).
Speech recognition

Mio and Tig Pacwég TTuyég Tne Quonc aANAeTdpaong yeNoTn lvon 1 avoryvoplor outklog. H
VoY VPELOT) OULALNG ETLTEETEL GTOUG YPNOTES VAL TTOLUV XATOLYL EVTIOAY| UTEOGTE Omd TO UXEOPMVO,
X0 OO TNV GAAT) TAEUPA O UTOANOYLOTAG VoL EXTEAECEL L0l CUYXEXPUIEVT] EVEQYEL, OVIAOYO UE TNV
OVOLY VWPRLOUEVT] EVTOAT).

To cbotnua pag Yo Empene TopdAANAa Vor UTOREL VoL ovory VORIGEL X0l XATOLES PWVNTIXES EVTOAES.

4.2 Xyedlooudg Y LUOTAUATOS

[N 0 oyedlaom xou uhomoinon Tou CUCTHUATOC og Yenotdonotjunxe éva client server povtého ue
xehon TCP/IP sockets.

KINECT | | SkeletonStream > @um‘tv
’_ | DepthStream > .
Kinect NUI Kinect Unity
Sensor Library Server Client
| Interaction 5tream >
| AudioStream > ﬁ ﬁ

Ewoéva 4.1: H apyttextoviny) Tou CUCTALATOS oS

‘Onwe BAénoupe o KinectServer avoloufdver apyxd v enelepyacion Twv dedouévwy mou O
ofdlovue an6é to Kinect xou émeirtar otélvel Tar dedouéva autd otov UnityClient éneita and to
xatdhAnlo serialization ce xml.

Kinect
Server
KINECT —
XML 4’\ Data
Data serialization M Server Data XML l/
Kinect
Related
Code
Policy
Server Po\ichI‘.ﬂL>

£

Ewéva 4.2: Kinect Server

4.3 YAoroinom
Zexwvevtag TNV vlomoinor apyixd dnuoveyinxe o Windows Desktop egapuoyt yio tnv €&-

owxelwon pag pe to Kinect for Windows SDK xou to Kinect for Windows Toolkit, ta epyoieio
ONAadT Tou €youpe ot dlddeon pag 660V apopd TNV emxovemvia wog ue To Kinect.
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H éxdoon tou SDK mou yenowono{dnxe €wvor 1 v1.8 xadmg ATay 1 o eVNUERWUEVT €XB00T
exelvn TV meplodo xou ouctaoTxd efvon xou 1 teheutaia Exdoon tou SDK 1 onola unootneileton
an6 to Kinect v1 to onolo xou elyaue otnyv dideor yag.

Ye auto To oTddlo eldaue TN Poaoixr Aettoupyixotnta tou Kinect dnwe tnv evepyornolnon tou
woINTALA XU TV POWY OEOOPEVWY TOU VEAOUUE XL WS UTOPOUME EMELTA VO THQOUUE AUTH T
OEBOUEVOL X0 VAL TOL YETOWLOTIOLICOUUE OE XATOLaL DX UAC EQUQUOYT.

Ou drivers tou Kinect for Windows unoctneilouv 11 yerjon noAhaniodv aodnthowy oe évay
uroroytoth). To API mepilopfdver Aertoupyiec mou amoprdpoly toug atoUnThpes, €ToL WOTE Vo
umopolue va tpocdtopicouue tooa Kinect elvor cuvOedEUEVA GTOV UTOAOYLGTH, VO TEEOUUE TO OVOUL
EVOC CUYXEXEWEVOU oUoUNTHEN, XOL VoL ORIGOUNE T YoRUXTNELOTIXG POTE Yo xdie cuodntrpa. Metd
NV €0peoT €VOC GUVBESEUEVOL aua¥nThpa, Vo TEETEL VoL EVERYOTIOLCOUUE XAToLdL 1) OAOL T pEUUOTOL
dedopévmv (ypoua, Bdbog, xou oxeletdc) xou 0T cLVEYEL Vo ZEXVACOUNE TOV oLoUNTAHEA MOTE VoL
apyloel 1 avanapoywyy| (streaming) twv Sedouévemy.

Yy exova 4.3 uropolue vo So0UE uiol amd TG EQUpROYES ToU avamTUydnxay yia Ty e€oxelwor
uog pe tov arointhea xan to SDK.

7 Kinect Test Application [ |

//Skeleton/ Depth

Joint Distance: Not Tracked

Kinect Status:  Connected Camera Angle: 0 Skeleton:  Enabled Depth:  Enabled

Ewéva 4.3: H 6| pac Kinect for Windows Application

Ye auté To Priua enlong vhomoUnxe xou €vag socket server o omolog avéhafe va GTEAVEL UEEIX
amd to dedopévar mou mapdyel To Kinect o wioa client eqopuoyy| enlong oc Windows Desktop
TepBdAlOV Yo Boxur Tne emixotvewvios Yéow sockets avdueoa oty xdpta eapuoyn tou yetplleton
Tov auoUnThpa xou pLog BeuTepELoVGUS oL amAd Yo AauPBdvel dedouéva Tou oucdnThpa.

Mo meptocdTepeg TANPOPOpRieg oyeTnd Ue TNV evepyonoinon Tou Kinect xou tov podyv dedouévey
xan TN Onwoupyio evog Asynchronous Socket Server xou Client umopolye va avagepdolue otny
enionun totooehida Tou Microsoft Developer Network.

e https://msdn.microsoft.com/en-us/library/hh855348.aspx
e https://msdn.microsoft.com/en-us/library/fx6588te’28v=vs.110%29.aspx

e https://msdn.microsoft.com/en-us/library/bew39x2a%28v=vs.110%29.aspx
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W N =

To enoduevo Brua mepterdufave v eyxadidpuon tng obvodeong péow sockets Tou Unity web
player ye yio Windows Desktop egapuoyy.

Adyo Tov meploplopddy Tou undpyouv 6T Yeror Twv sockets otov webplayer tou Unity, (o
webplayer egapuélet évo tpdTUTO AGPIAELIS TOND TOEOUOLO UE QUTO TIOU YENOLUOTOLE(TOL amd ToV
Adobe Flash player), yia vo unopécoupe va tetdyouue tn oOVOeEST 0 server poc xatd tny eyxadi-
dpuorn e yeewdleton va oepPipel otov client éva apyelo mou va mepiéyel To socket policy oe poppn
xml.

Yy ewdva 4.1 ymopolue vo dolpe €va mopddetypa Tou xml To onolo mepwével o client dote
VoL YIVEL QT 1) GUVOEDT).

@"<?xml version=’1.0°7>
<cross-domain-policy>
<allow-access-from domain=""*"" to-ports=""x"" />
</cross-domain-policy>";

Mmiox Kodwa 4.1: Policy xml

O Unity webplayer nepiuévet to xml autd e€’oplopot otny mépta 843 unopel duwe vor PUAOEEV-
noel xou o€ xdmola GAAN THETA.

1o Hopdptnuo B urnopolue va Sodue tov Policy Server mou yenowwomnolinxe vy’ autd 1o oxomnod
xan oTig exoveg 4.4 xou 4.5 umopolue v dovue tov Server xar tov Client mou uvlomoufdnxay yio
NV doxiun Tne obvdeang.

Ieptocdtepec MANEOQOpleC oYETIXG UE TO TPOTUTO acpaleiog Tou web player tou Unity unopolue
vor 6o0ue oty entonun oeilda Tou eyyelpidou tou Unity. http://docs.unity3d.com/Manual/
SecuritySandbox.html

== Saryer = i:h

Waiting for client...

Ewéva 4.4: Test Server
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ReConnect

Ewéva 4.5: Test Client

To xouudtt g avaryvoplone olthiog SoXUACTNXE X0t aUTO dpyIxd OE EEYWELOTY| EQPUOUOYT
xdvovtog yenon tou Microsoft.Speech APT 1o omolo elvon amopoitnto yio va uropécouye vo xdvouue
avoryveplon outhlog péow tou Kinect.

H outhio elvon éva amoTteheopatinds %L QUOLXOS TEOTOG Yiol TOUS ovUPMTOUE Vol GAANAETLOEOVY
UE TIC EQUPUOYES XOU UTOREL VAL GUUTANEWOEL 1| AXOUY) XAk VO AVTIXATACTACEL TN Y101 TOU TOVTXLOU,
Tou TANXTEOAOY{OL, TWV controllers xaL TWV YELLOVOULOY.

Xenowornowvrag ta API tne mhatgdpuag Speech SDK 11, umopolye v dnuiovpyfocouue Tig
OXEC HOC YRAUMUATIXES avary VEPLoNS OWUALNC TIC OTOlEC ETELTOL UTOPOUUE VO YENOULOTOLAGOUUE OTIC
EQUPUOYES UOG.

To cbotnua yog vAomoinxe HOoTe va unopel vo avay vepilel Ti¢ mopaxdte eVIohEéC:

® £VTOAEC TOU r\')nou’ [move| + [direction| + [number of steps| ‘éno)g Yot nadestypa’ [movel|[down]|[two] ‘
(OTE VoL UTopoLY Ol EVIOAES aUTES Vol yYenolonoindoly o elcodog Yo TNV xivnorn xdmolou
yopeaxthea oto Unity.

e |[choose] | yia v évBelln xdmotog emhoyhc uéoa oto Unity.

° yio TV €voelln xdmolog amoemAoyhc péoa oto Unity.

. ’ [change focus] ‘ YioL TNV EVOARAYT) EVEQYOU YoEaX TR

° Yior TO oTOPdTNH TNG XEvnong evog yopoxTrpa.

° ’ [close the server] ‘ 1 onola Tepuatilel TNV eQapuOYT).

Ilepiocdtepeg mhnpogopieg oyetd pe to Microsoft Speech Platform SDK urnogeite va delte
otnVv enlonun wotocekida tou Microsoft Developer Network. https://msdn.microsoft.com/
en-us/library/hh378466%28v=office.14%29.aspx

Yy edva 4.6 umopolue var BolUE TNV EQopuoyT) Tou VAoroldnxe Yo Ty doxiur) tou Microsoft
Speech Platform SDK xou tnv vAomoinom g yeouuotixig Hog.
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£
£
3

& KinectSpeech = [ =

[move] [down][two]

Sound Source Angle: -2,63999446629753  Sound Beam Angle: O

L%

Ewéva 4.6: Kinect & Microsoft Speech Platform SDK Aplication

‘Eyovtoc mhéov ata yéplo yog 6Aa Tor Bopxd oTolyela mou yeeldlovial Yol TNV EQURUOYT| UoC
TeoYwENoUUE 0TV LAoToinon Tou tehixol Kinect Server otov onolo evowyatainxay Oheg oL Aet-
ToupYleg xan mapdAAnAa VAomolinxe xon o tehxdg client o omolog Tpa AoufBdver To xml pe To
oedouéva mou Tou cTtéhvel o Kinect Server.

Yug ewdveg 4.6 xou 4.7 unopovue va 6o0ue TNV TeEhxn) oppn) Tou Server xou Tou Client avtio-
ToLY L.

SERVER

@) [movel[down][two]

Client Connected

Ewdva 4.7: O tehxdc Kinect Server

Unity Web Player | Kinect

Joint Data

To Educator Menu

Requires the in order to connect with the Kinect sensor.

« created with

Ewéva 4.8: Unity Kinect Client
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H Aettovpyixdtnta tou cuoTiuatog €xel wg eEng:

Apywd yiveton 1 exxivnor| tou Policy Server o onolog tpé€yel oto background o nepiuével 1
oTLYUr) mou Yo Tou Yivel xdmoto request otny mopTo 843 and tov client Tou Unity wote va ogpPipet
T0 xotdAAnho policy xml apyelo yio v yiver duvaty| 1) ovdeon.

Y1 ouvéyeta yivetow 1 exxivnor tou Kinect xon Twv powv 0eB0UEVHDY TOU HAG EVOLAPEROLY
xado¢ xou 1 exxivnor) Tou Data Server o omoiog mepipével tn obvdeon xdmolou client otn nopTa
9050 xou avohaBdvel TNV amocToAY TV dedousvey Tou Kinect otov client.

Tn otyur, mou o Kinect opyloel va xatoypdgpel xdmotov ypenotr, extvdel TopdAAnio xou To
serialization twv 0edoPEVWY TOU YEHOTN X av elvar GLVBEdEUEVOS Xxou o client toTe yiveton dueoa
X0l 1) AMOCTOAY| TOV OEBOUEVLV QUTMV.

ITio cuyxexpéva xde @opd mou eivon €tolwo xdmoto SkeletonFrame xoleiton enlong n Serial-
izeToXML n omola avohouBdver var xdver serialize to 6edopéva tou exdotote frame.

private void kinect_SkeletonFrameReady (object sender,
SkeletonFrameReadyEventArgs e)

xml = users.SerializeToXML(voiceCommand, cursorX, cursorY, isGripped);

Serialization elvon 1 Sladixacior UETATEOTNAG TNG XATACTACNS EVOS AVTIXEWEVOU GE ULd LOPYY)
mou va pnopel va yiver persisted 7 vo petoagepiel. H cupminpwupatixy diadixactia tou serialization
elvon To deserialization, 1 onola petatpénet €va stream oe éva avtixeipevo. Mall, autég ol uédodol
EMTEETOLY GE Oedopéva VoL amoUnxebovToL EUXONNL X0l VO UETUPECOVTOL.

Yy nepintwon pag 1 Serialize ToXML avohapBdvel Tn dnutovpyia Tou taxéTou Tne TAnpopopiog
mou Yo otohel otov client.

public static string SerializeToXML(this List<Skeleton> skeletons, string vc,
string cursorX, string cursorY, bool isGripped)
{
KinectSkeletonCollection xmlSkeletons = new KinectSkeletonCollection
{ Skeletons = new List<KinectSkeleton>() 1I};

xmlSkeletons.KinectVoiceCommand = vc;
xmlSkeletons.kinectCursorX = cursorX;
xmlSkeletons.kinectCursorY = cursorY;

xmlSkeletons.isHandGripped = isGripped;

foreach (var skeleton in skeletons)
{
KinectSkeleton xmlSkeleton = new KinectSkeleton

{
ID = skeleton.TrackingId.ToString(),
Joints = new List<KinectJoint>()

};

foreach (Joint joint in skeleton.Joints)

{
//Joint scaled = joint.ScaleTo (640, 480);
Joint scaled = joint.ScaleTo (960, 600) ;

xmlSkeleton.Joints.Add (new KinectJoint

{
Name = joint.JointType.ToString(),
X = scaled.Position.X,
Y = scaled.Position.VY,
Z = scaled.Position.Z
DM
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}
xmlSkeletons.Skeletons.Add(xmlSkeleton) ;
}
return SerializeToXML (xmlSkeletons) ;

}

Eneory n XML eivou éva avoryté mpdtumo, oo XML streams ynopolv vo utofindolv oe enel-
gpyocio amd OTOWONTOTE EQUPUOYT|, AVAAOYA UE TG AVAYHES, AVECUPTATMIC TAATPOQUIS.

private static string SerializeToXML (object obj)
{
XmlSerializer serializer = new XmlSerializer (typeof (
KinectSkeletonCollection));

using (MemoryStream ms = new MemoryStream())
{
serializer.Serialize(ms, obj);
return Encoding.Default.GetString(ms.ToArray());

}

Yy neplntwon pag o xml mou dnulovpyelton amoteAelton amd uio AMota and KinectSkeleton
xo0¢ emiong xan amd TNV TEEYOLCU PWVNTIXTH EVIOAT, oV UTHEYEL XATOLW, TIC X,y CUVTETAYUEVES
TOU %€PCOoPA TOL YEELOL Xl av To EVERYO Yépl Peloxeton o xoatdoTaoT grip, dv elvar Onhadh pe
XAELOTH) TOAGUT) GOV VoL XPAUTAEL XATL.

public class KinectSkeletonCollection

{
public List<KinectSkeleton> Skeletons { get; set; }
public string KinectVoiceCommand { get; set; }
public string kinectCursorX { get; set; }
public string kinectCursorY { get; set; }
public bool isHandGripped { get; set; }

}

H KinectSkeleton »Adomn pe tn oepd tng anoteeitar and to ID tou tpéyovtog oxehetol xou
and wa Aloto and KinectJoint

public class KinectSkeleton
{
public string ID { get; set; 1}
public List<KinectJoint> Joints { get; set; }
}

to onolar KinectJoint mepiéyouv ti¢ x,y,z ouvtetayuéveg tne xde dpdpwong mou xdvel track to
Kinect xadd¢ xan to dvoua tng xdde dpvpwong.

public class KinectJoint

{
public string Name { get; set; }
public double X { get; set; 1}
public double Y { get; set; 1}
public double Z { get; set; }

}

YN ouvéyela To xml pe to dedouéva antooTEMAETAL and ToVv server otov client tou Unity.

byte[] message = Encoding.ASCII.GetBytes (xml);

client.BeginSend (message, O, message.Length, SocketFlags.None,
new AsyncCallback(SendData), client);

‘Eva delyyo oAdxhneou tou xml to omolo mopdyeton xou anocTéAeTon 6ToV client yrtopolue vo
doluE oTo TopdETNU A.
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Ytov Unity Client otnv cuvéyeia To deserialization twv dedouévey

1| xmlSkeletons = Deserialize<KinectSkeletonCollection>(stringData);

-

N

private static T Deserialize<T>(string str)

{
XmlDocument xdoc = new XmlDocument () ;
try
{
xdoc.LoadXml (str) ;
XmlNodeReader reader = new XmlNodeReader (xdoc.DocumentElement) ;
XmlSerializer ser = new XmlSerializer (typeof (T));
object obj = ser.Deserialize(reader);
return (T)obj;
}
catch
{
return default(T);
}
¥

xan €meltor yiveTon 1 avTioTolynor oto xatdAinio KinectJoint.

_Head = xmlSkeletons.Skeletons[0].Joints [3];

HeadVector.x = (float)_Head.X * scale;
HeadVector.y = (float)_Head.Y * -scale;
HeadVector.z = (float)_Head.Z * scale;

[ Ty avamapdotaoT Tou apdedoewy Tou OXEAETOV OTN oxNVY| Yenowonotdnxay c@aipeg
GameObject Ta omolo TomodetodvTon 0Ty XatdAANAN Véomn we eErc.

Head.transform.position = camera.ScreenToViewportPoint (HeadVector) ;

‘Onwe BAETOLUE 1) THY) TOV CLVTETAYPEVLY xdE dplpmwong TeplEyeton o€ Uit LeTaBANTH TOTOU
Vector3 to onolo nafpvel cav piopa 1 ScreenToViewportPoint wote va tonovetrioel To avtictolyo
GameObject otnv xatdAAnin ¥éomn otov 3D yweo.

Muor amhr] avary VORLoT| YELROVOILOY Yia Yenion we input yia joystick commands vAomoidnxe wg
e€ne.

‘Eyovtog emhéZet 1o 8e&l yépt we xlpto xou unoloyilovtag TNy andcTtaon Tou and duo otadepd
oNUElo AVAPORAC TOU GWUATOS, TOV UPLOTERO WUO XL TO XEQPIAL OTNV TEQIMTWOT oS, UTOPOVUE Vol
TEOGOLOPICOVUE TNV ATOXALOT) TNG *IVNOTG XAl VoL BOCOUUE TIS AVIAOYES EVTOAES.

ITio cuyxexpéva OTav 1 amdoTacT, ToL BeELOU YEPLOD TEOE TO XEPAAL Uixpaivel E€pouue OTL TO
YEQL ONUWVETAL TEOS TOL TAVG Xatk 6Ty auEdveTtan EEPOUUE OTL TO Yépt xaTEPolveL.

AvtioTolya otav 1 anéctacn tou 8e€lod YepLo) TEOS TOV JPLOTERO WUO UXEALVEL EEPOUUE OTL
T0 Y€pL XWWHIMUE TPOC Tl APLOTERA eV OTaY awEdveton E€poupe OTL To Yépt xuviinxe tpog to Be&Ld.

"Etol mtpocdlopilovTag xa Uio EXovIXT) TERLOY ) AOEAVELIC UTOROVUUE TAEOV VO TUPOUUE TLC XUTUAAT
AeC EVTOAEC TOU Y el OUACTE Yo TNV XIVNoTn EVOS YORoXTHEO UEGHL YELQOVOULOV.

[ Tov utoloyioud e andoTaone PETAUED BV0 apUp®OEMY UTOPOUUE VoL XAVOUUE YEeNoT TOU
[Tudaryopetou Hewpruatog

private double GetJointDistance(KinectJoint firstJoint, KinectJoint secondJoint)

{
double distanceX = firstJoint.X - secondJoint.X;
double distanceY = firstJoint.Y - secondJoint.Y;
double distanceZ = firstJoint.Z - secondJoint.Z;

return (double)Math.Sqrt(Math.Pow(distanceX, 2) + Math.Pow(distanceY
, 2) + Math.Pow(distanceZ, 2));
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Evodhoxtind évag 6e0TEQO xat XoADTEROS TEOTOC Vo TETUYOUUE TNV (Blot ActtoupyixdTnTa €l-
vou var ehéyyoupe Ty Tin Twv InteractionHandPointer. X xou InteractionHandPointer.Y tou Mi-
crosoft.Kinect. Toolkit.Interaction (microsoft.kinect.toolkit.interaction.dll).

Me autév T0 TEOTO UmopoUue edxoha Vo xoTaAdBouue TOTE TO YEpL MVAUNXE o TEOC ToLo
xateLduvoT amhd eEAEYyovTag TNV Ty Twv InteractionHandPointer. X xou InteractionHandPointer. Y.

Unity Web Player | Kinect

Gripped State: Fa
mand:
® Joint Data
me Editor
To Admin Menu

To Educa

Requires the in order fo connect with the Kinect sensor.

« oreated with
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EniAoyoc

5.1 Xvunepdopoto

O topéac e arinienidpaone avdpwrov-unoroyloth tallel orjuepa €vay (oTixnig onuaciog poho
oTNV €EELVA TNE ETOTHUNG TwV UToAoyloT®wy. H xatavonor tou mog vo dnuloupyicOUUE T UALXO
XL TO AOYLOUIXO TOU UTOAOYLOTY| €T0L WOTE VoL BLEUXOAUVUEL 1 YeY|om TOoug amd Toug avipmToug
elvon amAd o VePeAdON TEQLOY T TNG ETMOTAUNG TWY UTOAOYLOTOV. Axdun xou To To Ypryopd, Tio
Loy Led cucTidata Yo elvon dyenota €dv ot dvlpwmol BEV UTOPOUY VoL ToL XATAVOCOLUY ETAUPXMS Ol
VOL TOL YPNOULOTOLGOUY.

H Suvatotnra tou pag dlvetow mAéov va unopolue vor YeElpllOUACTE TEYVONOYIXEC CUOXEVES UE
puoLx6 TeOTOo olyoupa avoiyel véoug opllovteg xou Vo emipépel TepdoTIa AAAAYT) GTOV TEOTO TOU
OAANTEBPOVUE UE AUTEC.

‘Ocov agopd tnv epyacio pog eldope Eexddapa xdnowa and ta epyoheio To omolo Yo €youv ot
TEOYQPOUUATIOTES OTN) OIdIECT) TOUG WOTE VAl BMULOVEYTCOUY EQUPUOYES PUOIXAC ANNAETOPACTG
YENOTN Xt TOEORO TOU OTWE EIMOPE OL TEYVOAOYIEC AUTES ELVAL OXOUT OE TEMLIO OTABLO XETL TOU
onNuUolveL OTL €YOLUE oxOun AlYo YpoVo UEyel Vo PTACOUUE OTNV TEAELOTOINOY TOUS XL TNV eupela
amodoY Y| TOUC Amd TO XOLVO, 1 AELTOLEYIXOTNTA Tou Wog dlveTar 1Oon ot Siddeon wog lva 1T apxeTd
EVOLAPELOUTI XL GUVOPTUGTLXY) X0l AVOUEVETOL QUOLXA VAL YIVEL 0EXETA XAA)OTERT) OTNV GUVEYELA.

5.2 MeAhovtixn Epyacia xow Enextdosig

Oa umopEoUoE VL TEL XATOLOG OTL (oS HTAV YENOULT XAl ULl TLO OAOXANRWUEVT) UAOTIOINGT) UE OXOTO
TNV ELCAYWYT TePLoa6TEPWY oTolyelwy Tou Kinect oto Unity, #on n Microsoft duwe €yel xdvel
To enopEvo Priwa ye Ty v2 €xdoon Ttou Kinect xou tou SDK 1o onolor amoteholv pio ToAD %oy
avo3dduiorn Twv HON LTHEYOVTWY Xou UTOcYovTol éva VEo eminedo otnv ahhnhenidpouon yehoTr
UTOAOYLOTH| TROC(PEPOVTAG UEYUADTERT) GUVORLXT) axEifBELa, aVTUTOXELOT Xal BLLGUNTIXES IXAVOTNTES
OOoTE VoL eTLTAYUVIEL 1 AVETTUEN TWV EQUPUOYMY TOU AVTATOXEIVOVTAL GE XIvnoT), YELROVOULES, Xou

POV,
To SDK 2.0 mapéyet ext6¢ TwV AV xou enionun utoothplln yia to Unity pyéow evog Unity

Package to omolo elvar Stodéouo yioo v Pro €xdoon.

Yy edva 5.1 unopolue va dolue yapaxtnetotixd tov Bodud tne Pertinong oty motoTnTa
ToU €yEl LTOOTEL 0 AoUNTARUC o OTNY EXOVAL 5.2 UTOPOVUE Vo BoUUE Twe elvon eEmTEpXd O
o UnThHEIC.
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Ewéva 5.1: Kinect vl Vs Kinect v2

Iepiocdtepeg TAnpogopieg yio Ty v2 éxdoor Tou Kinect xan tou SDK unopolue va Solue otny
enionun wotooehida tng Microsoft.

http://www.microsoft.com/en-us/kinectforwindows/meetkinect/features.aspx

https://msdn.microsoft.com/en-us/library/dn782041.aspx

Ewéva 5.2: Kinect v2 sensor

36


http://www.microsoft.com/en-us/kinectforwindows/meetkinect/features.aspx
https://msdn.microsoft.com/en-us/library/dn782041.aspx
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e http://docs.unity3d.com/Manual/index.html

4. e Microsoft, Kinect for Windows

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

5. e Zigfu, Kinect Development in HTML, Unity3D and Flash
e http://zigfu.com/

6. e ETC Internal Unity3D Wiki, Microsoft Kinect - Microsoft SDK

e http://wiki.etc.cmu.edu/unity3d/index.php/Microsoft_Kinect_-_Microsoft_SDK

7. e Kinect with MS-SDK by RF Solutions, Unity Asset Store
e http://u3d.as/content/rf-solutions/kinect-with-ms-sdk/4sb

8. e KinectExtras with MsSDK by RF Solutions, Unity Asset Store
e http://u3d.as/content/rf-solutions/kinect-extras-with-ms-sdk/bej

9. e UCSIM, Center for Simulations & Virtual Environments Research
e http://ucsim.uc.edu/blog/

37


http://en.wikipedia.org/wiki/Main_Page
https://msdn.microsoft.com/en-US/
http://docs.unity3d.com/Manual/index.html
http://www.microsoft.com/en-us/kinectforwindows/
http://zigfu.com/
http://wiki.etc.cmu.edu/unity3d/index.php/Microsoft_Kinect_-_Microsoft_SDK
http://u3d.as/content/rf-solutions/kinect-with-ms-sdk/4sb
http://u3d.as/content/rf-solutions/kinect-extras-with-ms-sdk/5ej
http://ucsim.uc.edu/blog/

38



ITapdptnuo A

A.1l Mniox KoHowxea

A.1.1 PolicyServer

class PolicyServer
{
TcpListener _Listener = null;
TcpClient _Client = null;

static ManualResetEvent _TcpClientConnected = new ManualResetEvent (false

const string _PolicyRequestString = "<policy-file-request/>";

int _ReceivedLength = 0;
//byte[] _Policy = null;
byte[] _ReceiveBuffer = null;

byte[] policyBytes;

private void InitializeData ()
{
_ReceiveBuffer = new byte[_PolicyRequestString.Length];

const string AllPolicy =
Q"<?7xml version=’1.0°7>
<cross-domain-policy>
<allow-access-from domain=""x"" to-ports=""x"" />
</cross-domain-policy>";

policyBytes = Encoding.UTF8.GetBytes (AllPolicy);

public void RunPolicyServer ()
{

InitializeData();

try

{
_Listener = new Tcplistener (IPAddress.Any, 843);
_Listener.Start () ;

while (true)
{
_TcpClientConnected.Reset () ;
_Listener.BeginAcceptTcpClient (new AsyncCallback(
OnBeginAccept), null);

_TcpClientConnected.WaitOne(); //Block until client connects

}
}

catch (Exception exc)
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MessageBox.Show(exc.ToString());

private void OnBeginAccept (IAsyncResult ar)
{
_Client = _Listener.EndAcceptTcpClient (ar);
_Client.Client.BeginReceive (_ReceiveBuffer, 0, _PolicyRequestString.
Length, SocketFlags.None,
new AsyncCallback(OnReceiveComplete), null);

}
private void OnReceiveComplete (IAsyncResult ar)
{
try
{
_ReceivedLength += _Client.Client.EndReceive(ar);
//See if there’s more data that we need to grab
if (_ReceivedLength < _PolicyRequestString.Length)
{
//Need to grab more data so receive remaining data
_Client.Client.BeginReceive(_ReceiveBuffer, _ReceivedLength,
_PolicyRequestString.Length - _ReceivedLength,
SocketFlags .None, new AsyncCallback(OnReceiveComplete),
null) ;
return;
3

//Check that <policy-file-request/> was sent from client
string request = System.Text.Encoding.UTF8.GetString(
_ReceiveBuffer, 0, _ReceivedLength);

if (StringComparer.InvariantCulturelgnoreCase.Compare (request,
_PolicyRequestString) != 0)
{
MessageBox.Show("Data received isn’t a valid policy request!
")
//Data received isn’t valid so close
_Client.Client.Close();
return;

//Valid request received....send policy file
_Client.Client.BeginSend (policyBytes, 0, policyBytes.Length,
SocketFlags.None,
new AsyncCallback (OnSendComplete), null);

}

catch (Exception exc)

{
MessageBox.Show(exc.ToString ());
_Client.Client.Close();

}

_ReceivedLength = 0;
_TcpClientConnected.Set(); //Allow waiting thread to proceed

private void OnSendComplete (IAsyncResult ar)
{
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try

103 {
104 _Client.Client.Close();
105 }
106 catch (Exception exc)
107 {
108 MessageBox .Show (exc.ToString());
109 }
110 finally
111 {
112 _Client.Client.Close () ;
113 }
114 }
115
116 public void StopPolicyServer ()
117 {
118 _Listener.Stop();
119 _TcpClientConnected.Close () ;
20 }
121 }
Mmhox Koddxa A.1: Policy Server Code
A.1.2 Data Server
1| private byte[] data = new byte[5120];

private int size = 5120;
private Socket server;

void StartServer ()
{
try
{
server = new Socket (AddressFamily.InterNetwork,
SocketType.Stream, ProtocolType.Tcp);
IPEndPoint iep = new IPEndPoint (IPAddress.Any, 9050);
server .Bind (iep) ;
server .Listen(-1);
server .BeginAccept (new AsyncCallback (AcceptConn), server);

this.Dispatcher.BeginInvoke (DispatcherPriority.Normal, (

ThreadStart)delegate ()

{
Label.Content = "Waiting for cliemnt...";
)
}
catch (Exception ex)
{
MessageBox.Show(ex.ToString());
}
}
void AcceptConn(IAsyncResult iar)
{
Socket oldserver = (Socket)iar.AsyncState;
Socket client = oldserver.EndAccept(iar);
client.NoDelay = true;
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36 this.Dispatcher.BeginInvoke (DispatcherPriority.Normal, (ThreadStart)
delegate ()

37 {

38 Label.Content = "Client Connected";
39 T

10 ) g

11

12 string stringData = "";

14 byte[] messagel = Encoding.ASCII.GetBytes (stringData);
15 client .BeginSend (messagel, O, messagel.Length, SocketFlags.None,
16 new AsyncCallback(SendData), client);

17 }

18

19 void SendData(IAsyncResult iar)

50 {

51 try

52 {

53 Socket client = (Socket)iar.AsyncState;

54 int sent = client.EndSend(iar);

55 client.NoDelay = true;

56

57 client .BeginReceive (data, 0, size, SocketFlags.None,

58 new AsyncCallback (ReceiveData), client);

59 T

60 catch (Exception)

61 {

62 //throw;

63 }

64 }

65

66 void ReceiveData(IAsyncResult iar)

67 {

68 try

69 {

70 Socket client = (Socket)iar.AsyncState;

71 int recv = client.EndReceive(iar);

72 client.NoDelay = true;

73

74 if (recv == 0)

75 {

76 client.Close () ;

78 this.Dispatcher.BeginInvoke (DispatcherPriority.Normal, (
ThreadStart)delegate ()

79 {

80 Label.Content = "Waiting for client...\n";

81 }

82 )

83

84 server .BeginAccept (new AsyncCallback (AcceptConn), server);

85 return;

86 }

87

88 byte[] message2 = Encoding.ASCII.GetBytes (xml);

89

90 client.BeginSend (message2, O, message2.Length, SocketFlags.None,

91 new AsyncCallback(SendData), client);

92

93 //voiceCommand = null;

94 //Thread.Sleep (1000) ;

95 }

96 catch (Exception)
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this.Dispatcher.BeginInvoke(DispatcherPriority.Normal, (
ThreadStart)delegate ()

{
Label.Content = "Waiting for client...\n";
3
)
//throw;

Mmiox Kodwa A.2: Data Server Code

A.1.3 Kinect Code

public KinectSensor kinect = null;
private InteractionStream _interactionStream;
private UserInfo[] _userInfos; //the information about the interactive users
private Skeleton[] skeletonData = new Skeleton[6];
private string xml = string.Empty;
const string RecognizerId = "SR_MS_en-US_Kinect_11.0";
KinectAudioSource source;
bool keepRunning = true;
public String voiceCommand;
public String cursorX;
public String cursorY;
public bool isGripped;
void StartKinectST ()
{

kinect = KinectSensor.KinectSensors.FirstOrDefault(s => s.Status
KinectStatus.Connected); // Get first Kinect Sensor

kinect.SkeletonStream.Enable(); // Enable skeletal tracking

skeletonData = new Skeleton[kinect.SkeletonStream.
FrameSkeletonArrayLength]; // Allocate ST data

_userInfos = new UserInfol[InteractionFrame.UserInfoArrayLength];
kinect.SkeletonFrameReady += new EventHandler<
SkeletonFrameReadyEventArgs >(kinect_SkeletonFrameReady); // Get Ready for

Skeleton Ready Events

kinect.DepthStream.Enable () ;
kinect .DepthFrameReady += kinect_DepthFrameReady;
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59

60

91

_interactionStream = new InteractionStream(kinect, new
DummyInteractionClient ());

_interactionStream.InteractionFrameReady +=
InteractionStreamOnInteractionFrameReady;

kinect.Start(); // Start Kinect sensor

StartKinectRecognizer () ;

private void kinect_SkeletonFrameReady(object sender,
SkeletonFrameReadyEventArgs e)

{

using (SkeletonFrame skeletonFrame = e.0OpenSkeletonFrame()) // Open

the Skeleton frame
{

if (skeletonFrame != null && this.skeletonData != null) // check

that a frame is available

{

skeletonFrame.CopySkeletonDataTo (this.skeletonData); // get

the skeletal information in this frame

var accelerometerReading = kinect.
AccelerometerGetCurrentReading () ;

_interactionStream.ProcessSkeleton(skeletonData,
accelerometerReading, skeletonFrame.Timestamp) ;

#region XML Serialization
var users = skeletonData.Where(s => s.TrackingState
SkeletonTrackingState.Tracked) .ToList () ;

if (users.Count > 0)

{
xml = users.SerializeToXML(voiceCommand, cursorX,
cursorY, isGripped);

this.Dispatcher.BeginInvoke (DispatcherPriority.Normal,
ThreadStart)delegate ()
{
Log.Text = xml;
b
)

//Debug.WriteLine (xml) ;

voiceCommand = null;
}
else
{
//Log.Text = "";
//xml = null;
}

#endregion

private void kinect_DepthFrameReady(object sender,
DepthImageFrameReadyEventArgs depthImageFrameReadyEventArgs)
{
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using (DepthImageFrame depthFrame = depthImageFrameReadyEventArgs.
OpenDepthImageFrame ())

{
if (depthFrame == null)
return;
try
{

_interactionStream.ProcessDepth(depthFrame.GetRawPixelData ()
, depthFrame.Timestamp) ;

3

catch (InvalidOperationException)

{
// DepthFrame functions may throw when the sensor gets
// into a bad state. Ignore the frame in that case.

3

X
X
private Dictionary<int, InteractionHandEventType> _lastLeftHandEvents = new

Dictionary<int, InteractionHandEventType >();

private Dictionary<int, InteractionHandEventType> _lastRightHandEvents = new
Dictionary<int, InteractionHandEventType >();

private void InteractionStreamOnInteractionFrameReady(object sender,
InteractionFrameReadyEventArgs args)

{
using (var iaf = args.OpenlnteractionFrame()) //dispose as soon as
possible
{
if (iaf == null)
return;

iaf.CopyInteractionDataTo (_userInfos);

iaf .Dispose () ;

StringBuilder dump = new StringBuilder () ;
var hasUser = false;

foreach (var userInfo in _userInfos)
{
var userID = userInfo.SkeletonTrackingId;
if (userID == 0)
continue;

hasUser = true;
dump . AppendLine ("User ID = " + userID);
dump . AppendLine (" Hands: ");
var hands = userInfo.HandPointers;
if (hands.Count == 0)
dump . AppendLine (" No hands");
else
{

foreach (var hand in hands)
{
var lastHandEvents = hand.HandType ==
InteractionHandType.None
? _lastLeftHandEvents
_lastRightHandEvents;
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196

199

200

201

if (hand.HandEventType != InteractionHandEventType.None)
lastHandEvents [userID] = hand.HandEventType;

var lastHandEvent = lastHandEvents.ContainsKey(userID)
? lastHandEvents [userID]
InteractionHandEventType.None;

if (lastHandEvent.ToString() == "Grip")
{
//1b.Content = "Grip";

this.Dispatcher.BeginInvoke (DispatcherPriority.
Normal, (ThreadStart)delegate ()
{
JointPositionLabel.Content = string.Format ("X:
{0} v: {1}", hand.X.ToString("N3"), hand.Y.ToString("N3"));
red.0Opacity = 0;
green.(Opacity = 10;

}
)
isGripped = true;

cursorX = hand.X.ToString("N3");
cursorY = hand.Y.ToString("N3");

}

if (lastHandEvent.ToString() == "GripRelease" ||
lastHandEvent .ToString() == "None")

{

//1b.Content = "Release';

this.Dispatcher.BeginInvoke (DispatcherPriority.
Normal, (ThreadStart)delegate ()

{
JointPositionLabel.Content = "";
red.0Opacity = 0.9;
green.0Opacity = O0;

)

isGripped = false;

cursorX = hand.X.ToString("N3");

cursorY = hand.Y.ToString("N3");

}

dump . AppendLine () ;

dump . AppendLine (" HandType: " + hand.HandType);

dump . AppendLine (" HandEventType: " + hand.
HandEventType) ;

dump . AppendLine (" LastHandEventType: " +
lastHandEvent) ;

dump . AppendLine (" IsActive: " + hand.IsActive);

dump . AppendLine (" IsPrimaryForUser: " + hand.
IsPrimaryForUser) ;

dump . AppendLine (" IsInteractive: " + hand.
IsInteractive) ;

dump . AppendLine (" PressExtent: " + hand.PressExtent.
ToString ("N3"));

dump . AppendLine (" IsPressed: " + hand.IsPressed);
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dump . AppendLine (" IsTracked: " + hand.IsTracked);

dump . AppendLine (" X: " + hand.X.ToString("N3"));
dump . AppendLine (" Y: " + hand.Y.ToString("N3"));
dump . AppendLine (" RawX: " + hand.RawX.ToString("N3"))
dump . AppendLine (" RawY: " + hand.RawY.ToString("N3"))
dump . AppendLine (" RawZ: " + hand.RawZ.ToString("N3"))
}
}
}
if (!'hasUser)
{
//tb.Text = "No user detected.";
//Label2.Text = "No user detected.";
//red.0Opacity = 0.8;
//green.0Opacity = 0;
}
//else green.Opacity = 1;
}
private void StartKinectRecognizer ()
{
RecognizerInfo recognizerInfo = SpeechRecognitionEngine.
InstalledRecognizers () .Where(r => r.Id == RecognizerId).FirstOrDefault();
if (recognizerInfo == null)
{

MessageBox.Show("Could not find Kinect speech recognizer");
return;

Thread.Sleep (1000) ;

Thread newThread = new Thread(new ParameterizedThreadStart (
BuildGrammarforRecognizer)) ;

newThread.Start (recognizerInfo) ;

}

private void BuildGrammarforRecognizer (object recognizerInfo)
{

EnableKinectAudioSource () ;

var grammarBuilder = new GrammarBuilder { Culture = (recognizerInfo
as RecognizerInfo).Culture 1};

// first say move
grammarBuilder . Append (new Choices ("move"));

var directions = new Choices();
directions.Add("up");
directions.Add("down") ;
directions.Add("left") ;
directions.Add("right");
directions.Add("stop");

// New Grammar builder for directions
grammarBuilder . Append (directions) ;

// Another Grammar Builder for steps

grammarBuilder.Append(new Choices("one", "two", "three", "four", "
five", "six", "seven", "eight", "nine", "ten"));
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// Create Grammar from GrammarBuilder

var grammar = new Grammar (grammarBuilder);
var actions = new GrammarBuilder () ;
actions.Append (new Choices("choose", "release", "change focus"));

// New Grammar builder for actions
var grammarActions = new Grammar (actions);

// Creating another Grammar and load

var newGrammarBuilder = new GrammarBuilder () ;
newGrammarBuilder . Append("close the server");

var grammarClose = new Grammar (newGrammarBuilder) ;

int SamplesPerSecond = 16000;

int bitsPerSample = 16;

int channels = 1;

int averageBytesPerSecond = 32000;
int blockAlign = 2;

using (var speechRecognizer = new SpeechRecognitionEngine ((
recognizerInfo as RecognizerInfo).Id))
{

speechRecognizer.LoadGrammar (grammar) ;
speechRecognizer.LoadGrammar (grammarClose) ;
speechRecognizer.LoadGrammar (grammarActions) ;

speechRecognizer.SpeechRecognized += SreSpeechRecognized;

speechRecognizer.SpeechHypothesized += SreSpeechHypothesized;

speechRecognizer.SpeechRecognitionRejected +=
SreSpeechRecognitionRejected;

using (Stream s = source.Start())

{

speechRecognizer.SetInputToAudioStream(s, new
SpeechAudioFormatInfo (EncodingFormat.Pcm, SamplesPerSecond, bitsPerSample,
channels, averageBytesPerSecond, blockAlign, null));

//speechRecognizer.SetInputToAudioStream(s, new
SpeechAudioFormatInfo (44100, AudioBitsPerSample.Sixteen, AudioChannel.Mono))

>

while (keepRunning)

{
try
{
RecognitionResult result = speechRecognizer.
Recognize (new TimeSpan(0, 0, 5));
}
catch (Exception)
{
break;
throw;
}
}

speechRecognizer.RecognizeAsyncStop () ;
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319

private void EnableKinectAudioSource ()
{
source = kinect.AudioSource;
//source.BeamAngleChanged += new EventHandler<
BeamAngleChangedEventArgs >(source_BeamAngleChanged) ;
//source.SoundSourceAngleChanged += new EventHandler<
SoundSourceAngleChangedEventArgs >(source_SoundSourceAngleChanged) ;
source . AutomaticGainControlEnabled = false;
source.NoiseSuppression = true;

private void SreSpeechRecognized(object sender,
SpeechRecognizedEventArgs e)

{
float confidenceThreshold = 0.6f;

if (e.Result.Confidence > confidenceThreshold)
{
Dispatcher.BeginInvoke (new Action<SpeechRecognizedEventArgs>(
CommandsParser), e);
X
X

private void CommandsParser (SpeechRecognizedEventArgs e)
{
checkedImg.0Opacity = 100;

var result = e.Result;

System.Collections.ObjectModel .ReadOnlyCollection<RecognizedWordUnit
> words = e.Result.Words;

DisplayWords (result);

if (words [0].Text == "move")
{
string direction = words[1].Text;
switch (direction)
{
case "up": // Do Action
break;
case "down": // Do Action
break;
case "left": // Do Action
break;
case "right": // Do Action
break;
case "stop": // Do Action
break;
default:
return;
}
var steps = words[2].Text;
switch (steps)
{
case "one":// Do Action
break;
case "two":// Do Action
break;

case "three":// Do Action
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break;
case "four":// Do Action

break;
default:
return;

}
}
if (words [0].Text == "choose")
{
}
if (words [0].Text == "release")
{
}
//var actions = words[0].Text;
//switch (actions)
/74
// case "choose":// Do Action
// break;
// case "release":// Do Action
// break;
// case "change focus":// Do Action
// break;
// default:
// return;
//%
if (words[0].Text == "change" && words[1].Text == "focus")
{

// Do Action
}
if (words [0].Text == "close" && words[1].Text == "the" && words[2].

Text == "server")

{

Close () ;
}

private void SreSpeechRecognitionRejected(object sender,
SpeechRecognitionRejectedEventArgs e)

{
if (e.Result !'= null)
{
}

}

void source_SoundSourceAngleChanged(object sender,
SoundSourceAngleChangedEventArgs e)
{
//this.Dispatcher.BeginInvoke (DispatcherPriority.Normal, (
ThreadStart)delegate ()
/74
// Label4.Content = "Sound Source Angle: " + e.Angle.ToString();
/7%
/7))
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private void SreSpeechHypothesized (object sender,
SpeechHypothesizedEventArgs e)
{

this.Dispatcher.BeginInvoke(DispatcherPriority.Normal,
delegate ()

{
checkedImg.0Opacity = O0;
speechlabel.Content = e.Result.Text;
}
)
voiceCommand = null;
//voiceCommand = e.Result.Text;

private void source_BeamAngleChanged(object sender,
BeamAngleChangedEventArgs e)
{

(ThreadStart)

//this.Dispatcher.BeginInvoke (DispatcherPriority.Normal, (

ThreadStart)delegate ()
/74

// Label3.Content = "Sound Beam Angle: " + e.Angle.ToString();

//}
/)

private void DisplayWords (RecognitionResult result)

{
StringBuilder sb = new StringBuilder ();
foreach (var word in result.Words)
{
sb.Append (string.Format (" [{0}]", word.Text));

//Debug.WriteLine (sb.ToString());

//voiceCommand = sb.ToString();

(ThreadStart)

this.Dispatcher.BeginInvoke (DispatcherPriority.Normal,
delegate ()
{
speechlabel.Content = sb.ToString();
}
)3
switch (sb.ToString())
{
case "[choose]": voiceCommand = "choose";
break;
case "[release]": voiceCommand = "release';
break;
case "[change][focus]": voiceCommand = "changefocus";
break;
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default:
break;

}

//Debug.WriteLine (voiceCommand) ;

//voiceCommand = null;

Debug.WriteLine ("default");

Mmhox Koo A.3: Kinect Code

A.1.4 XML Data

<?7xml version="1.0"7>
<KinectSkeletonCollection xmlns:xsi="http://www.w3
xmlns:xsd="http://www.w3.0rg/2001/XMLSchema" >
<Skeletons>
<KinectSkeleton>
<ID>69</ID>
<Joints>
<KinectJoint>
<Name>HipCenter</Name>
<X>480</X>
<Y>300</Y>
<Z>0</Z>
</KinectJoint>
<KinectJoint>
<Name>Spine</Name>
<X>480</X>
<Y>300</Y>
<Z>0</Z>
</KinectJoint>
<KinectJoint>
<Name>ShoulderCenter</Name>
<X>480</X>
<Y>300</Y>
<Z>0</Z>
</KinectJoint>
<KinectJoint>
<Name>Head</Name >
<X>489.53878784179688</X>
<Y>316.99786376953125</Y>
<Z>0.31318032741546631</Z>
</KinectJoint>
<KinectJoint>
<Name>ShoulderLeft</Name>
<X>480</X>
<Y>300</Y>
<Z>0</Z>
</KinectJoint>
<KinectJoint>
<Name>ElbowLeft</Name>
<X>480</X>
<Y>300</Y>
<Z>0</Z>
</KinectJoint>
<KinectJoint>
<Name>WristLeft</Name>
<X>498.16299438476562</X>
<Y>329.64492797851562</Y>
<Z>0.31219619512557983</Z>
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</KinectJoint>
<KinectJoint>
<Name>HandLeft</Name>
<X>487.78619384765625</X>
<Y>346.44659423828125</Y>
<Z>0.29760891199111938</Z>
</KinectJoint>
<KinectJoint>
<Name>ShoulderRight </Name>
<X>480</X>
<Y>300</Y>
<Z>0</Z>
</KinectJoint>
<KinectJoint>
<Name>ElbowRight </Name>
<X>480</X>
<Y>300</Y>
<Z>0</Z>
</KinectJoint>
<KinectJoint>
<Name>WristRight</Name>
<X>490.73251342773438</X>
<Y>339.24359130859375</Y>
<Z>0.30077379941940308</Z>
</KinectJoint>
<KinectJoint>
<Name>HandRight</Name>
<X>494.31002807617188</X>
<Y>352.32479858398438</Y>
<Z>0.39247590303421021</Z>
</KinectJoint>
<KinectJoint>
<Name>HipLeft</Name>
<X>480</X>
<Y>300</Y>
<Z>0</Z>
</KinectJoint>
<KinectJoint>
<Name>KneelLeft</Name>
<X>480</X>
<Y>300</Y>
<Z>0</Z>
</KinectJoint>
<KinectJoint>
<Name>AnkleLeft</Name>
<X>528.742431640625</X>
<Y>330.83782958984375</Y>
<Z>0.39768362045288086</Z>
</KinectJoint>
<KinectJoint>
<Name>FootLeft</Name>
<X>529.49163818359375</X>
<Y>342.51596069335938</Y>
<Z>0.49435096979141235</Z>
</KinectJoint>
<KinectJoint>
<Name>HipRight </Name>
<X>480</X>
<Y>300</Y>
<Z>0</Z>
</KinectJoint>
<KinectJoint>
<Name>KneeRight</Name>
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<X>480</X>
<Y>300</Y>
<Z>0</Z>
</KinectJoint>
116 <KinectJoint>
<Name>AnkleRight</Name>
<X>500.71566772460938</X>
<Y>333.47280883789062</Y>
<Z>0.40671679377555847</Z>
121 </KinectJoint>
<KinectJoint>
<Name>FootRight</Name>
<X>528.98175048828125</X>
125 <Y>314.6995849609375</Y>
126 <Z>0.34773671627044678</Z>
</KinectJoint>
128 </Joints>
</KinectSkeleton>
</Skeletons>
131 <kinectCursorX>-1,649</kinectCursorX>
<kinectCursorY>1,195</kinectCursorY>
<isHandGripped>false</isHandGripped>
</KinectSkeletonCollection>

Mmhox Kdowa A.4: XML Data

A.1.5 Unity Client

2| public class KinectClient MonoBehaviour
:%{

! private
5 private

string clientLogLabel;
string mouselabel;

7 private KinectSkeletonCollection xmlSkeletons;

9 private
10 private
11 private
12 private
13 private
14 private
15 private
16 private
17 private
18 private
19 private
20 private
21 private
22 private
23 private
24 private
25 private
26 private
27 private
28 private

30 private

32 private

3 private

KinectJoint
KinectJoint
KinectJoint
KinectJoint
KinectJoint
KinectJoint
KinectJoint
KinectJoint
KinectJoint
KinectJoint
KinectJoint
KinectJoint
KinectJoint
KinectJoint
KinectJoint
KinectJoint
KinectJoint
KinectJoint
KinectJoint
KinectJoint

Hip_Center;
Spine;
Shoulder_Center;
Head;
Shoulder_Left;
Elbow_Left;
Wrist_Left;
Hand_Left;
Shoulder_Right;
Elbow_Right;
Wrist_Right;
Hand_Right;
Hip_Left;
Knee_Left;
Ankle_Left;
Foot_Left;
Hip_Right;
Knee_Right;
Ankle_Right;
Foot_Right;

GameObject artifact;

float speed

Vector3 movement =

= 10;

new Vector3(0, 0, 0);
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36 private double distance;
37 private double distance?2;

39 private Vector2 cursor;

11 #region Standard Unity Functions

12 void Start ()

13 {

14 xmlSkeletons = new KinectSkeletonCollection { Skeletons = new List<
KinectSkeleton>() 1I};

15 artifact = GameObject.FindGameObjectWithTag("main_actor");

17 Connect () ;

18 }

19

50 void Update ()

51 {

52 byte[] message = Encoding.ASCII.GetBytes("Send Data");

53 client .BeginSend (message, O, message.Length, SocketFlags.None,
54 new AsyncCallback(SendData), client);

55 }
5

57 void FixedUpdate ()

58 {

59 Ray ray = Camera.main.ScreenPointToRay(new Vector3(Input.mousePosition.x
, Input.mousePosition.y, 0));

61 artifact.transform.position = ray.GetPoint (9);

63 movement .z = Mathf.Clamp(artifact.transform.position.z, -9f, 0f);
64 movement .y = Mathf.Clamp(artifact.transform.position.y, -3.5f, 5.5f);
65 movement .x = Mathf.Clamp(artifact.transform.position.x, -7.5f, 7.4f);

67 artifact.transform.position = movement;

68 }

70 void 0nGUI ()

71 {

72 #region Joint Labels

73 //GUI.Label (new Rect (15, 15, 600, 20), "Head X:" + Head.X + "
Y:" + Head.Y + " Z:" + Head.Z);

7 //GUI.Label (new Rect (15, 35, 600, 20), "Shoulder Center X:" +

Shoulder_Center .X + " Y:" + Shoulder_Center.Y + " Z:" + Shoulder_Center.
Z);

75 //GUI.Label (new Rect (15, 55, 600, 20), "Shoulder Right X:" +
Shoulder_Right .X + " Y:" + Shoulder_Right.Y + " Z:" + Shoulder_Right.Z);

76 //GUI.Label (new Rect (15, 75, 600, 20), "Shoulder Left X:" +
Shoulder_Left.X + " Y:" + Shoulder_Left.Y + " Z:" + Shoulder_Left.Z);

77 //GUI.Label (new Rect (15, 95, 600, 20), "Elbow Right X:" +
Elbow_Right .X + " Y:" + Elbow_Right.Y + " Z:" + Elbow_Right.Z);

78 //GUI.Label (new Rect (15, 115, 600, 20), "Elbow Left X:" + Elbow_Left
X+ 0" Y:" + Elbow_Left.Y + " Z:" + Elbow_Left.Z);

79 //GUI.Label (new Rect (15, 135, 600, 20), "Wrist Right X:" +
Wrist_Right . X + " Y:" + Wrist_Right.Y + " Z:" + Wrist_Right.Z);

80 //GUI.Label (new Rect (15, 155, 600, 20), "Wrist Left X:" + Wrist_Left
X+ " Y:" + Wrist_Left.Y + " Z:" 4+ Wrist_Left.Z);

81 //GUI.Label (new Rect (15, 175, 600, 20), "Hand Right X:" + Hand_Right
X+ " Y:" + Hand_Right.Y + " Z:" + Hand_Right.Z);

82 //GUI.Label (new Rect (15, 195, 600, 20), "Hand Left X:" + Hand_Left.
X + " Y:" + Hand_Left.Y + " Z:" + Hand_Left.Z);

83 //GUI.Label (new Rect (15, 215, 600, 20), "Spine X:" + Spine.X +
" Y:" + Spine.Y + " Z:" + Spine.Z);
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86

88

90

91

private void ReceiveData(IAsyncResult iar)

{
Socket remote =
int recv =

(Socket)iar.AsyncState;
remote . EndReceive (iar) ;

o6

//GUI.Label (new Rect (15, 235, 600, 20), "Hip Center X:" + Hip_Center
XK+ Y:" + Hip_Center.Y + " Z:" + Hip_Center.Z);
//GUI.Label (new Rect (15, 255, 600, 20), "Hip Right X:" + Hip_Right.
X + " Y:" + Hip_Right.Y + " Z:" + Hip_Right.Z);
//GUI.Label (new Rect (15, 275, 600, 20), "Hip Left X:" + Hip_Left.X
+ " Y:" + Hip_Left.Y + " Z:" + Hip_Left.Z);
//GUI.Label (new Rect (15, 295, 600, 20), "Knee Right X:" + Knee_Right
X+ 0" Y:" + Knee_Right.Y + " Z:" + Knee_Right.Z);
//GUI.Label (new Rect (15, 315, 600, 20), "Knee Left X:" + Knee_Left.
X + " Y:" + Knee_Left.Y + " Z:" + Knee_Left.Z);
//GUI.Label (new Rect (15, 335, 600, 20), "Ankle Right X:" +
Ankle_Right .X + " Y:" + Ankle_Right.Y + " Z:" + Ankle_Right.Z);
//GUI.Label (new Rect (15, 355, 600, 20), "Ankle Left X:" + Ankle_Left
X o+ 0" Y:" + Ankle_Left.Y + " Z:" + Ankle_Left.Z);
//GUI.Label (new Rect (15, 375, 600, 20), "Foot Right X:" + Foot_Right
X + " Y:" + Foot_Right.Y + " Z:" + Foot_Right.Z);
//GUI.Label (new Rect (15, 395, 600, 20), "Foot Left X:" + Foot_Left.
X + " Y:" + Foot_Left.Y + " Z:" + Foot_Left.Z);
#endregion
GUI.Label (new Rect (800, 10, 100, 20), mouselLabel);
GUI.Label (new Rect (15, 580, 600, 20), clientLogLabel);
}
#endregion
#region SocketCode
private Socket client;
private byte[] data = new byte[5120];
private int size = 5120;
private void Connect ()
{
Socket newsock = new Socket (AddressFamily.InterNetwork,
SocketType.Stream, ProtocolType.Tcp);
IPEndPoint iep = new IPEndPoint (IPAddress.Parse("127.0.0.1"), 9050);
newsock.BeginConnect (iep, new AsyncCallback(Connected), newsock);
}
private void Connected (IAsyncResult iar)
{
client = (Socket)iar.AsyncState;
try
{
client.EndConnect (iar);
//clientLogLabel = "Connected to: " + client.RemoteEndPoint.ToString
© 3
clientLoglLabel = "Connected to Kinect...";
client.BeginReceive (data, O, size, SocketFlags.None,
new AsyncCallback (ReceiveData), client);
}
catch (SocketException)
{
clientLoglLabel = "Error connecting to Kinect!";
}
}




string stringData = Encoding.ASCII.GetString(data, 0, recv);
xmlSkeletons = Deserialize<KinectSkeletonCollection>(stringData);

Head = xmlSkeletons.Skeletons[0].Joints [3];
Shoulder_Center = xmlSkeletons.Skeletons [0].Joints [2];
Shoulder_Right = xmlSkeletons.Skeletons [0].Joints [8];
Shoulder_Left = xmlSkeletons.Skeletons[0].Joints [4];
Elbow_Right = xmlSkeletons.Skeletons[0].Joints [9];
Elbow_Left = xmlSkeletons.Skeletons[0].Joints [5];
Wrist_Right = xmlSkeletons.Skeletons [0].Joints [10];
Wrist_Left = xmlSkeletons.Skeletons[0].Joints[6];
Hand_Right = xmlSkeletons.Skeletons [0].Joints[11];
Hand_Left = xmlSkeletons.Skeletons[0].Joints[7];
Spine = xmlSkeletons.Skeletons [0]. Joints[1];
Hip_Center = xmlSkeletons.Skeletons [0].Joints[0];
Hip_Right = xmlSkeletons.Skeletons [0].Joints [16];
Hip_Left = xmlSkeletons.Skeletons[0].Joints [12];
Knee_Right = xmlSkeletons.Skeletons [0].Joints [17];
Knee_Left = xmlSkeletons.Skeletons[0].Joints[13];
Ankle_Right = xmlSkeletons.Skeletons[0].Joints[18];
Ankle_Left = xmlSkeletons.Skeletons [0].Joints [14];
Foot_Right = xmlSkeletons.Skeletons [0].Joints [19];
Foot_Left = xmlSkeletons.Skeletons[0].Joints [15];

cursor.x = (float)Hand_Right.X;
(float)Hand_Right.Y;

cursor.y

}
private void SendData(IAsyncResult iar)
{
Socket remote = (Socket)iar.AsyncState;
int sent = remote.EndSend(iar);
remote.BeginReceive (data, 0, size, SocketFlags.None,
new AsyncCallback (ReceiveData), remote);
}
#endregion

#region Helpers
private double GetJointDistance(KinectJoint firstJoint, KinectJoint
secondJoint)

{
double distanceX = firstJoint.X - secondJoint.X;
double distanceY = firstJoint.Y - secondJoint.Y;
double distanceZ = firstJoint.Z - secondJoint.Z;
return (double)Math.Sqrt(Math.Pow(distanceX, 2) + Math.Pow(distanceY,

+ Math.Pow(distanceZ, 2));
}

private static T Deserialize<T>(string str)
{
XmlDocument xdoc = new XmlDocument () ;
try
{
xdoc.LoadXml (str) ;
XmlNodeReader reader = new XmlNodeReader (xdoc.DocumentElement) ;
XmlSerializer ser = new XmlSerializer (typeof (T));
object obj = ser.Deserialize(reader);
return (T)obj;
}
catch
{
return default(T);
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198 }
199 }

200 #endregion

Mmhox Koddixa A.5: Unity Client
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artd NUI Devices otnv [NAatdoppua Unity

2¢evouAnc EppavounA(AM:1065)

TexvohoyIKO EKTTaideuTiko 1opuua Kontne
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State Of The Art

Natural User Interaction (NUI)
» Microsoft Kinect
* |Leap Motion

» Thalmicllabs Myo Armband

Game Engines

» Unity
» Unreal Engine 4

« CryENGINE




To mpoBANua
['la AOyouc aopOAEiac N xpnon plugins oev: eTiTpereTaotov-web player

Tou Unity.

* Ta plugins eivat BIBAIOBNKEC eyyevr) KWOoIlka ypappevou oe G, C++,
Objective-C KA.

Ta plugins ETUTPETIOLV. OTOV. KWOIKA EVOC TIAXVIOIOU (YOAUUEVO OE
Javascript, C# 1 Boo) va KaAet functions ard autec Tic BIBAIOBNKEC.

AUTO TO XAPAKTNPIOTIKO ETUTPETIEL OTIC TIC BIBAIOBNKEG eVOIAUETOUL N
LITAPXOVTOC C/C++ KWOIKA TOL TIAIXVIOIOL va evowpatwyvovTal oto Unity.

QL TIEPIOPIOHOFAOPAUAEIAC TOXUODY HOVO VIO TOV-Webplayer, kal Tipoc Tov
editor 6tav active build-target eivatoWebPlayer.
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Live Demo

Unity Kinect Client

Unity Web Player | Kinect Unity Web Player | Kinect
Head X:478.201324462891 Y:187.564483642578 2:1.106 che
Shoulder Center X:481.121450960038 Y:229.185058862305 Joystick Commang
Shoulder Right X:558.876770019531  Y:26: 8 1 57
Shoulder Left X:399.305969238281 DO
Elbow Right  X:588.3455:
Elbow Left
Wit Right
Wrist Left
Hand Right
Hand Left
o Spine X482
s Hip Center  X:48 80
Hip Right  X:516.499389648438  Y:368.747283035547
Hipleft  X:444.726226806641 Y:369.294708251953
Knee Right X
VoiceCommand: Knee Left  X:3
Ankle Right  X:714.72967
Joint Data Ankle Left

Foot Right 8
F me Edi

N

165731201172 Y:320.025054931641 Z:1.16620731655121

ripped State: False.

To Game Editor
To Admin Menu

To Admin Menu
To Educator Menu

Educator Menu

Requires the in order to connect with the Kinect sensor. Requires the in order to connect with the Kinect sensor.
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oesteavin -

SERVER X

Kinect Server

@ (movel[down][two]

Client Connected
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