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ABSTRACT

Nowadays, advertisement is a very important factor in business. Because of that we
have developed Dance Vending Machine. The aim is to promote the product to be
known among the common people. The products advertised on this machine will be easy
to remember and notably.

Dance Vending Machine that developed from vending machine for attract the
attention. This machine has a big screen and can interact with people by Kinect, which is
an additional material for Xbox 360, to create an popular event and everyone can join.
The best choice is dancing. We combine the vending machine and dancing game
together. This project is developed on Windows OS with C#. These can check at each
time that user moves on the mark positions or not. The positions are recorded on Excel
file and will read to compare with user’s movements. The machine system structure and
microcontroller’s motor control design is including for this project. This machine not only

make a fun but also can create market opportunities for promote the products to public.

Keywords : Vending Machine, Kinect, Dancing, Advertisement, Interaction
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4. anansatinnssunussendldlinanUssleviniegsiala

5. anansniAdesUsEduiusauAldannsialuneluiosmanals

6. anunsnneleissUsEnduiusaudlddmiugshafidosnsandurulunisisauile
WUsyduRuS

7. annsanaUseavsnnvesgunsal Kinect inuszendldliinusylenigean

8. lduunAnnshluseseniduiniesssnduiusauiiiannsaiuieyanisada il

T8 Jumumslunisinaskunisaaisseld
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wuIRAkaENgEfitNeIYaq

2.1 Kinect
nde4 Kinect 1ugUnsaliasunisldauniouauiny Xbox 360 aunsalsuseiy
ABLTILADIHNIUN1INESH USB iieditayanmnuazidoiilasuinainndesundseuianansls lag

fipaAusznauLavAuaN Yl Al

MOTORIZED TILT

MULTI-ARRAY MIC

AA 2.1 99AUTENaUVDY Kinect

® RGB Camera : NAabaunInailanuazideail 1280 x 960
® 3D Depth Sensors : UszNoUMEiEaduNTIIALaLULLDS

® Multi-Array Microphone : Usenausiglulasiiunian 4 fuiiesudeyaidoiasanunse

UaNAALUavaswasnodesle

® Motorized Tilt : USussAvainaadlviaiunsanunsawele

A13199 2.1 AUSNYLYDINABY Kinect

AENEME R EGHGET
UULDIVDINGDY TuluIweU 57 94ALATULIRT 43.5 Bar
nsusuylaglduawas Uuyundesbinunioweiluyu 27 agen

a U I a I
ANUALLBUAYRINTITTUAMN 30 wisusiaTum

a o o Y ] a = as
ANUALLBUAYRINTTTULAES 8n5INTdUANND 16 Nlaldsn




2.2 Stepping Motor

Tunsrununavyusnuiiieineaudveaiesievesdnluifiudanududuiides
Wasus sl wazasit 3dlddenldamutiaednelunisunusnoves

awUdanomes(Stepping Motor) ﬁamama%ﬁ%’uLﬂ?{auéhaﬁaéé’fﬂwmzmimummaa
vaulfseunnu 360 ssmildnuaigliseiles uilidnvaziduadiy lnouwiazaduazdundouls 1,
1.5, 1.8 30 2 sermpudnwarvedlasiadiwewomed lunmsiwewmesadedluldiuayldm
NuAiFeenIsANRLLET WY szuuTudauiinfuiluies osfius (Printer) szuudulAdou
wouluedessuduiinmdn Sudu

s

2.2.1 lassassvesamulanelnos

o 1 I

TAsaasavasamUleuenes Jawdsenauidinn 2 @ Ae

]

! A o < 1 [ A A
1. @unIN151YU (Rotor) atUULULaNa1I5nI 08U 9

2. dwiiegiiu (Stator) Wuveaeiiulisiwaumany 9

STATOR

STATOR

i 2.2 1assas1aesawuteuemes

[

awnvlwawosannsouimuriavedassaield fail
2.2.1.1 WUULIWEND1IT (Permanent Magnet)
awldwemesyiiniariiawmnes (Stator) fivuwnaanlinane 9 Tna nedls
wos (Rotor) WusUnssnszueniluides uazlsimesviieusimanans iedoulniiinszuanse
Tfurnanaimnes asvhliiAnusasindnliiwdndelsneslruemesuuy Tnsuewmesulini
wiinussandalilanesngaogfuiiudaslilddounseualnindnluiunain dnvuziduves

Y

- v a 1 & a a1 a I A
HOLABIVUAUAD GL‘VILLi\TU@EjQ LLAHNATINULIILAS IS 3'1/]']@1'14ﬂ']5l,ﬂaau1/]13~|agLaﬂ@L‘Vﬂ‘Vlﬂ']ﬁ



2.2.1.2 wuusUsAsanuaud (Variable Reluctance)
awdlawawmosvinilanesannsonuyulderdassusililédounsualmil
Tl5mes Inelsimesinainarswimdnindeseu ddnvanduiiufesgunssnszuen dail
auduiuslaasaiuiulnavessamsluaaines ieltdmiuimunssezvesuiiazmuly

luwiazassvenisimdeuiileteounseualiilviuunainluamnes viliiauwsedaenyuls

IS o =< o

a5 AaauN U TuLdUN 19098 1ML AN LA ANLA UTENdan Favinliuawmesvinilll

q

mﬂm%aqqu,aw‘hLLmiasuaaﬂ’mﬂ?{auﬁﬁﬂ'smLL@Jue‘J’wqq wiilussOndosninamUtwetmasein
Wl nAnan3s
2.2.1.3 wuumau (Hybrid)
anUtwowmesslniidunissulaseadime s anutwomessdauimngn
05 way awdlsowmesuiaulsasdnuaud Ingldlassadamnessaine fadauUsa3an
g uazlilassadrweddsmesmurdauiivanans uszneudndeiu silnanduuemesi

IS a | :’I ] o 4 = O‘AQI -dl v v
fusedngs MsvyuusazaTsiug wagliuswndalsmestsianldladeunssualih

2.2.2 vanmseupuanllawenes
nsnagybiawmulawesuyulvlufianisideanistduaiunsavilalag n1sineg
nszualnillifuraainvesuawes ieliinsunaudmanegradudduigniewazduiusiu
= a g o v aal [ ‘;j s
Funadanldlunisauaniuaiuisavitlanagds lnenisauaunisvinnuves amddauenes

AU UIRNULASIASI9UDIUNRIN LS FIT

2.2.2.1 awlemesuin 2 42 (Bipolar Stepping Motor)

BIFOLAR &
|
,
-HO
\-\-
R
|
B

2NN 2.3 adwUUauaLmnassin 2 97



dmsuawosuiindagusenoudiunaindiuiu 2 YA A9 YA A-B ag C-D
Jeausadunadnuasosiurosanutmomosviaild lnegainsuaumelivesunainiie
ponuNAEUeN eagiifies 4 14U Aeldu A B C uag D lay A waz B aziluvaaaifeadiu d C
uaz D Wurnmaiieatu Tnsnsviliuewmesvdninyudoninmstounseualuilad A8 / C-D
/ B-A / D-C mudndiu indeamsliuainasmundudiulsilounszualifindusudsd 0-C / 8-

/ C-D / A-B snua@eu

FiTuMLaned Rotor :

nNATAILANTAATA A-B nrzualua A= B | nrzualua A = B ifinszudlua nezualua B =2 A
narAILANEAAIA C-D hifinezunlua nrzuslua A = B | nrzualua A =2 B | nezualua A = B
ArunLizyad Rotor :

nrrAmuANEAAIn A-B | nrzualuaB D A | nrzuslua B A hifinszualua nszunlua A = B
n1rALANEAAIA C-D hifinszualua nezualua D= € | nrzualua D= C | nszusluaD =2 €

MWA 2.4 NMsnyuvesanUUaelmasyiln 2 99

2.2.2.2 awlUemosuiavaistn (Unipolar Stepping Motor)

UNI POLAR &
v
|
|
l———._
D—o=t——-t
——
b -

+ ]

B
o X & a &
NINA 2.5 @LeUUIUBLARIBUAAEU
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(4
§ a o« IS

dmiunewmesviailaziivnainUsznovagameiu 4 va Ao ¥AaIn ABC
ez D Snvarneusnvewawesiaiarilaslniidessnunneusnnateidu lnswiad
aneluin 5 duasiluanelniinveswnain 4 1du wagiuaersuueu (Common) vosunaingn 1
G Tnensnsvinlviuewesviadnyuasliisdeunssualnillfunainmudifu A/ B/ C/ D
SesrailectuluBes Feiamstaridenneduitnsilidudou mandouiivememedstuiey
diiaue wiliussdntos TneTemstuindeunamesuuuiiienin emlad (Half Drive) wSouuy
yaaifiu 1 e maduindeuneinesdieiBnig aaiu (Full Step) Tnstazldisdounseualmih
Tunanveomesadeay 2 wlandeusu fie AC / CB / BD / DA qusnudwiusiaiiiosluides 9
Bstuindouuvuiagliussaun Bnnsantine sadiu (Half Step) Fan1sdazldnisten
nszualuirlaivanalnuesusimes 1 wa aduiu 2 wa fie A/ AC/C/BC/B/BD/D/DA

Tnsnismuauwuuiivinliksedandsanawivivlarnuasideniindy 2 i

aild | wladl | wlaiz | wladiz | olmdd adgld | wadl | vz | Wads | oledd
1 1 0 1] 0 1 1 1 o 0
2 D i ] 0 2 0 1 1
3 D 0 1 0 3 0 i] 1 1
4 0 1] 1] 1 4 1 i 1] 1

Al 2.6 Brnstuiedounewmesuuuaaiiu 1 wla uaz 2 uld

adud | ol | wlad2 | wladz | olavid
1 1 0 0 0
2 1 1 o 0
3 0 1 0 0
4 0 1 1 0
] 0 0 1 0
6 o ] 1 1
7 0 ] O 1
8 1 ] 1] 1

ANN 2.7 FnsTuLedaunaimeshuuaaLiy

aa a Yy v & & ax a X ¢ 1 &
'Jﬁﬂ'ﬁ‘V]ﬂa']'nJ']m'N@]uuuL‘Uu’lﬁﬂ'ﬁﬂ']‘U@N‘Vlﬂ‘Vl']ﬂ‘U@ﬂaLW‘U‘UQN@L@@ﬁLW']uu

[

dmsunisauguanuirlunisiedsunianuisavilalaenismivauaiusivesdyyrunad

p%uagiu

s

(Pulse) NaglddmsumruaunIsyinaunsazany Fepanudvesdyyiuiadi

b4

ANUANIaTeeLmesNlFuINTidasaey (Step Rate) iWuwinla mins idyayuaiuaund

AMUDLAUANUAINNITOVRINBMBSRA1U15aS UL aznaldiinAulanatnluni1svine iy 1y

s a Y] 1 = s (% 1 1 3 4
UBLMBIDIUBDINTTAUY mmaﬂmgu N30 ll'f]Lm@i@ﬂ‘{IWHUﬂaUIUNWIQJLL‘U‘N?J‘L! vunu
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2.3 GR-Sakura Full Controller Board

GR-SAKURA FULL

MinilUSB
Connector,

..........

QO =Rt
: ¢ Micro SD
. {Card Socket

mwﬁ 2.8 GR - Sakura Full Controller Board

GR-Sakura Lunilsluvesaflegludise Gadget Renesas yaMuuU MCU 336 RX63N 32

Tn Fadugusionnves MCU RX62N fuihpanudiulasiuy on-chip IflilsAdunisdeasdelasy

msUsulselml sadeBimesidaroulnsanesuaslead/fleidu USB 2.0 wasuuy on-chip v83

RX63N @nunsansiusunsulstiunialvungunseidaiiudeyavunlveves USB

A131991 2.2 LARIANENYIEUDY GR-Sakura Controller Board

MCU

Operating frequency
Flash Memory
RAM

Interface

I/O

Option

RX63N (R5F563NBDDFP)
built-in FPU

Q6MHz
1MB
125KB

Ethernet-enabled
USB function / Host
*Bee™ support
ITAG-compatible

55: Digital I/ O pin
16 pin analog input
LAN (RJ45) connectar,

SVDC jack and a micro SD card socket
already soldered on board.

R¥63N (RSF563NBDDFP)
built-in FPU

96MHz
1MBE
125KB

Ethernet-enabled
USB function / Host
®Bee™ support
ITAG-compatible
55: Digital I/ O pin
16 pin analog input
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sosuaamasIMniulatuansawstotnuresandould Feaunsadousoway

WanweUnaindusingg mevesagunsalsievidlugaaivnssulauning

L99 1/O 989 RX63N

gonFwIs i Tudreulmassidliusniswiuniaiuled Renesas
flandulaasn USB (Andriod-ADB/ADK) wWSauw1d115u LAN, microSD wag Xbee
FoNALITENTUNIWAU LD UNAATUELNSVINY Android

anlvangaNdwIsanszezlnaazilguriuniu LAN (Ja1ewazlsans)

Port MAP

ONORONONOROQRONC)

ORI

o)

=

s indicated by white are 5V torelant

;\i BFOWFIE SV FLS + TS,
AW 2.9 GR - Sakura Full Port Map
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2.4 Renesas Web Compiler
Auasulniaes Renesas aguu Cloud 13511185984 Renesas W1un19s3uled
http://tool-cloud.renesas.com &usaunsaingszuy dnlvan wagaaulnalusunsy ntuds

anlvanlndaspauiamesdiuyaraiunsivusigesinglidesldany

J;’ int
a ¢ dint
| ! int
int
int ayT - 20 |

void et

void !
while(digitalRead(0

AT 2.10 Renesas Web Compiler

W|nsgszuy

o nslduun@ : adn?l Login : tieagldnululuuanisldauund tsdes
AU My Renesas

e yaandldenu: Aan? Guest Login : 1519zanunsaldiivaenlniaesialaelsl
o [ 14 =] 1 ¢ & A o A v |
Jdudesameilou My Renesas  wi blavianuafivinluvaeNidngssuuwuy
nAaadldagNAUTUANG1RIN08NAINTEUY IemmInidiageaniatnszuulngly
o v q' Y Y I
Uy My Renesas wangneunazidigssuulugiusvaassly tiupeulnaesas

N19L01g 58 UULUU My Renesaslilas

YoAvDINISITUTINAY GR Reference Board

GR (Gadget Renesas) series boardsanansasinauiuiivmeulniaesilalaelidde
1 7 = A 1 4 [ Y] a 4 =3 @ A 4 14 [
AlF918 INEILATBURDUDSAINAUABLRILABS WIULAR 130 du1snivu Alua1s USB Nay

anunsaanilnanlidngneeulnduwiveeulnaes wazsulusunsuuuuesala
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SRRRREE
® Julusnwesiuuzil : Firefox, Chrome, wazduqiiegnialinisussiiiu
* @1u150141laAu IE 193U 9 Auld Aeslnn1svineiuves Compatible display

mode

o %iavasnaulntass : GNU GCC (01faan1sidaaulniass Renesaswuusiy 1LY

vuszuURRNIAesdLYAAR)

® Work Space : A89n15100MBa15UN199119U 10T My Renesas

GRIGH
o aiulvld (gnuansluluy tree)
o avulnalng (azadialvd)

a v\ Y
* ausaanulvanlidasuupeuiamesvesldla

Y

e fednlusunsunazlausTlulnawesiiuasulmanslauss

®  AUTNAINWAT AT ULUTWATUUUUDSALAEN LAY USB

2.5 MsBausawuUaUNTY (Serial Communication)
= i a 5 o ¢ ) | 1y = !
nswensiesruululasmeuiunesivaunsainteuendiulngazldnisiveusauuy
wuU(parallel transmission) fulkuUBUNIU(serial transmission) §1115UN5ITRUABLUUBUNTY
Heuldiunnn wu nsedeudeiusenintlulasaouiines ¥se gunsaliasus1e 19U mouse

Wudu

2.5.1 Fnsanelowtoya
lunsengleudayanuvaynsuiiu Jeyadzlasunisdweenuinsias 1 Unseninga
Sunaggads auLiuIlimsdsloyauuvaunsuiitsdiniinsdsloyawuuauny widinsldeginge
Y = v : = A A = =P~ Y ¥ o
MNaaN1sdea1IneIn1sYesAgImvselataiiiseginedfeazysendadilddne Tunislddinans
wnnduvreuddnlussegnelnassfinsisisfissuun1sdeansnamsdn aguda 39

ansathanlglunisdsdeyanuuaynsuilla
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aunsalds gunsalsy

H
L]

MW 2.11 MsSudsdayaiuuaunsy

msdsdoyauuveunsy Jeyavzgniudsulimluwuveunsudenoundinseveosds

assay 1 On WWagsu a gasuazdednalnlunisidsudeyaidwinsasdnlmdudyyin

WUUYUIY Beasdined Hupe Undl 1 asndadeyaiduiilned n1siagyinlvinisuuasdygyiuain

wuvaynsu assazdaliasnediiu Sududedinalnimunzaudiedesiunisiianainainnissu
a | < P a Y a o

naln#dtuwue sonitlu 2 wuu Ae wuudalasidalsynchronous) kazhuuosdelasda

(asynchronous)

2.5.2 UnuUYeIMsAnsiodeansILUUaY NI
nsAnsawULaUNITHENATL AU UAN BuE Sdatayale 3 Luufe
1. uvudaman (simplex) Wunsasdoyaldmadensindu visadadends nsds
VMRS

2. wuunagand (full duplex) 719 2 aanflanunsasu wazdsldlunanfeiu

D nshravastaya D
bAIDY U - &3 bA3DN U - &Y

LUU Half - Duplex

. nshravestaya .
LASBY 5U - &9 LASBY 5U - &9
WUy Full - Duplex

WA 2.12 NsdeanskuvEaigmand wavilagunand

NN5U wanaliiAuINIsdaauUllTufuI I uNatslunISARse LNSITUI9ASa

9199 lEENsUen AnuduanssiusEnindygindoyavesihudeiuiesu
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2.5.3 anusilumsdeingloudeyauuueynsy
Anuswesnsaneloudeyauuueynsuiimiseindu Sasedundl vieiSenin O
w0 (bps) wisdaflnedfenldiuuinie Tudsn wie Snsilus (baud rate) Fanuneds N1
Wasuwasesdyanady 1 3undl vareaududladuaussnirmmhedfiea fudhsilud nande
mawAsuulasesdynia 1a5e199zuansds madedeyauuveynsuannd 1 Jn Snsinsds

[y

Foyadudnudndawiniu snsludrmiuimuudelu 1 Tud

2.5.4 nswUaadayawuurunuduiuueynsy

Tunsdeansteyawuveunsuliudeulasdoyainuuuawiuniduluveynsuneu
lngund agldlulasluswagesdidoyaundiiawesudmwlafeyaidunuvaynsunszuiumsly
135 ulasdoya deail

o I3 4 a a fala 5

1. vhmsiiudeyavuin 8 Unluliluandsiawmes

2. laoutayadnAnasdawmesiuiiazinnunisinuasietisial lnednslunae
[~ L)
LWJUAININUA

1 v

Y ° & < N a 3 aa
aﬂwmzmiww’m%Lﬂulﬂmﬁuua@ﬂlﬂasLLﬂ’iﬂ,J I@?JSUWEJaQGUE]NaL@qu@WNGUU']@ 8

Y Y 9

a I3 U a | daa s v § va 41' a
Un 99NUILUJULUUTUIU UNEITNATAALNDT LLa'ﬁVllﬂ'ﬁLaEJUUG]@E]ﬂIU

2.5.5 dpansenazinanal

(%

n135udedoyanuuazdalasiaazAoalin1TuaNALTUAULALYAAUAAYDUNTY
(frame)doyataue lnaunfaglianzledamiiowduinafoU duludwresdnaminasnseiy
fulewia lnevaluresnisdsdeyaszld 1 dndudivenanda wagldasin 0" Uudvendn

L4 ! a < I o @V Y PN a v 1
GL2MR12 ﬁ’JUUﬁ]ﬁG]E)‘U‘\]SEJTJﬂ’NVIﬂTWL!G’IﬂlG’IﬂE]'U‘VH]%LimmuLWiNsL‘VIZJ
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2.6 Kinect for Windows® Software Development Kit (SDK)

KINECT

for Windows

m‘wﬁ 2.13 lalnwes Kinect for Windows SDK

tnimunannsaliusslovianaudnvuzifiui@uan Windows SDK 1¢ uazanunsa
Yrluwmuniodusenndinduiildluidanndudlneldsmsu  Knect wazssuufisuuy
srUuUUuRnis Windows TudulasAueaa Microsoft (www.microsoft.com) 3¢idIUv9 4
Developer Downloads Fifielwiiniaunanunsannilvan Kinect for Windows SDK lglaglsi
Foalddane dnwmutaiunsaldnien Ce+, C# wSe Visual Basic tilefiazadranannaiadud
Aeadestumsansvimiasides luduneuusnazdesninilnan Kinect for Windows SDK 9g
Usznavuludelasiinesildmuauieuignsues Kinect annduliiinisainilvan Kinect for

Windows Developer Toolkit Usgnauluaag Kinect Fusion #4a111350A3UANNISHBUALBIABNT

a v

a ] oA ' ) ' Y A v )
Lﬂa@uVL‘Vi'JQ’]EJS]LLaZG]@Lu@Q WUVUA LUV G]'JE)EJ'NGU@ﬂﬂ"IiIGZNWULLag API WU’JEJIWLJ?%MEJ@L’Jmm‘J

Y

v [~3 ¥
Welu LJURUY

2.6.1 anUnenssunisesnkuy Kinect for Windows SDK

Kinect for Windows SDK Hgaudwistausisuasyniniasiiongreladnimun

anunsafadeyanin Kinect wldvuls FadayaiigniunldinuenudeyanuuSealnyl wuwes

Y

989 Kinect waglausisveswondwisiietteslunisidnouseninwenndinduiuiigldau

v
Y v a

ANUTOLAAIANUAUNUSLA Fadl

Sensor Array .
Image Stream C=l

@ e—e D1 SIEAN — NUI Library z Application
:

Audio Stream
r

| S

i ¢ s s cal a v v ' a o o 9]
ATNN 2.14 GUE]WG]LL'JiLLagg'ﬁ@Llﬂi‘ﬂLﬂﬁJ'JSUaQELuﬂ']iIWWEJ‘U53M37QLL@WW@LﬂGUUﬂUﬁEIGUQ']u
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2.6.2 9sAaUsTNaUTRsanUnanIsuNISORNLUY Kinect for Windows SDK
peAUsENBUYRYEnUnENTINNITRNLUU Kinect for Windows SDK @1115a1ken

asdusznauld Agusalull

Windows Core Audio @
@) NUI AP and Speech APIs
OO codec for mic array @
——————————————— 1l
Device Device )
@ setup access Wideo stream contrel Audio stream control | Usar Mode
WinUSB devica stack WinUSE camera stack UsBaudio audio stack || Kernel Mode

Kemal-mode drivars for Kinect for Windows |

gl

| USEB Hub | Hardware
Maotor | Camearas | | Ao mic array I
Kinect sensor
Kinect for Windows . User-created
0 Windows SO O components components

2WA 2.15 asAUsEneuvasEnUnenssuNIseRnLUY Kinect for Windows SDK

1. Kinect Hardware : @uisznauvaussgniawsludiuvessugos USB hub sl
= sl o = @ a ¢ v
fuguesivinnsfeNsaiunsuinasAeY

2. Kinect Drivers : lasWinesdwsu Kinect slavihnisanssliidudundlsves SDK
Kinect Natural User interface (NUI) : T8lun1snsiadunnd deyaninudn uazides

3. DirectX Media Object (DMO) : @888 Multi-Array Microphone Talunns
AedRyey 10U IUeINA WaZANNNIDTEUM L MUIRIR UL nEela

4. Windows 7 Standard APIs : 181 A uazde APl Uy Windows 7

2.6.3 Natural User Interface for Kinect

Natural User interface (NUI) 18uduiililun1siiensie Kinect for Windows API
diesesiumsUszinananimtuiiugiu lnefimsdanisdiielfnugunsaisne deil

1. madhdamumesues Kinect Mideusesgiunsufinnes Uszneulusmeansiu
Heq @nsun lavansudayanduan

2. gewALsTianTnanduaznTadulase Skeleton Tngmsiirdoyaninudnun
wastayaidulasssedesdalusninieveuyed a13150n5333ulAse Skeleton laasanaadlasdly
LRGP

3. 1a1usuiu Microsoft Speech APIs titeltannsaandidyauazldfdadels

4. T3y Face Tracking SDK ialvianinsansiadulasevthvesywdla
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2.7 Skeleton Tracking

13911 Skeleton Tracking Aon13n333dulAse Skeleton ¥olduausaly

& a

Uszgndfuuenndiadulivainvatesuuuu Inendas Kinect Wuil Natural User Interface (NUI)
fanunsandanisvendulsnlddmiunsiadulase Skeleton fatudsanunsathunyuseynaltiv

NM13M5299UNSLARRULIVIT9N8ILUL Markerless Motion Capture 191

2.7.1 Yoyaviluiieaiulase Skeleton NlPsus1a1NNITNTIATU

AN 2.16 LEAgAU X, Y WAy Z 999n889 Kinect

1A54 Skeleton 7IlAuN19INNITATIITUVRINGDS Kinect ladinslideyadunisves

1 ' v [y [ 1 v < o 1 o a A =
“ZJE]G]E]‘UENN‘Vlﬂﬂﬁ]i?ﬁ]ﬁmwﬂﬂﬂﬁ]’]LL‘VI‘INSUENﬂ’ﬁEN"USLUUWWLLWHﬂQ@ﬂWLH@@WNWLLZ"I@QI‘L!E‘U PYIWNU Z 9%

Y Y

< S

a a v 9 & ] & a0
Juien1aindaensaadu wazlinnduuinawe A1 X asiduduanssseeniaivinaesntuainge
Alanuuiueuiindewsiadu A1 Y azduiuansszeznisiviseanliaingaiidamunuig

NNADINTIVIU

HandRight Head ShoulderCenter HandLeft
£ - N
}’ -

. ~ 2 tlbowileft
1 ShoulderRight Shoulderleft ==
Sping

4

/ / | 1 o5

, ) .
) AnkleRight ( AnkleLeft @i

— / f i
i )y __—

'
a o v

AW 2.17 suviavesteseduiusiudunimesiinieuyud
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o '

funadoreinsadulfarduiusiudmuntavessrsnienyed 20 dunis usas
fuvistosoaziia X, Y way Z Tumhemasuazusagiunistosnoazifian TrackingState Wang
dnuznInsandusundaderetunlnomildasdunidy NotTracked (ldanunsansaaduls),
Inferred (N13as193ulnenIsUsELN) Lag Tracked (@unsansaadule)

[

TuN15M59TUAILNUITDF DUUTIINNE UINHADNATIVIVTURUNTLT1UINE DI

U Y

SEevne 1.2 - 3.5 a3t X, Y uag Z vestedengnesindulivsdialndlAesiun1sinase uag
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2.7.3 JURBUNIINN Skeleton Tracking fne Kinect

Tun1svh Skeleton Tracking Hudlsneazidunlulaaziunaunisinausinelull

r 3

IR Projector

- /

4 N
IR Sensor
|, 3 Projected Light Patten
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Algorithm
Segmentation, L ‘ . .
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AT 2.19 ANFWTURDUNITYIN Skeleton Tracking

2.7.3.1 Stereo Algorithm Tuuszunanalieasns Depth Image
perUsznavlunisUszulanalieaine Depth Image U99nd89 Kinect 1u
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Al 2.20 Basic Stereo Matching Algorithm
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AT 2.21 Structure Light Projection

2.7.3.2 wusnmidudiurie v89319118270 Depth Image

AW 2.22 Extract Body Pixels by Thresholding Depth

Welasu Depth Image u1ldruuad ludunsudaliagRiinisuusnin
[~ 1 [ [l gj 1 14 aa .. = IS o
pontudIun199 999519N8IRLA 31 @1 A2835N13 Random Decision Forests @39xiin1511
1 Y 1 ) aa [ ] ] PN 1 [ 5 o av v
nquisgluyananiivuIauasdnadiuvedsan1eNuane19iy 99n1uuLY Depth Image 71lawN
NNFUMIBE1NIL WWIINTITEUSINeaTe tree dmSUMISHUIUSEIANVRINAUMIBE Y0y A
a ¥ U 1 dy

FIaIBYATDINITATN tree AsdalUl

1. 2y1auuA 3 tree ¥4 depth Yodusiay tree iU 20

2. 19 Training image ¥amam 300,000 AW (FONLUVENIIN 1 SIUNTN)

3. Training image uaagn wiaanly 2,000 AinLga

4. Feature (A1 Depth wasusiagiiniga) Nldlun1siseusdvavun 2,000

kU
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AT 2.23 N1358U3AIEIT Random Forests

a v .. 1 £y 1
i 2.24 19 Training Image 3M1ANGUAIDY NYAAAVAINURAIYVUIN

2.7.3.3 ANSUSEUUFALMUUDITDAD
WevinnIshutkenameentdudiuvessianieleanda JuneuselufAonis
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Intuitive Description

Objective : Find the densest region
Distribution of identical billiard balls
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ANSANRUARLNUITERBLULATY Skeleton U89 Kinect for Windows SDK Huagyin

v a vo ° Y a
N394 WeTRYa AT UL IneN15919lAT9U84 Skeleton Aggninnualidedguiuy Ae
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WA 2.27 drduturestorennuduiusvesieunseanvedlase Skeleton

Inausiazviounszgnazgnszuilu Parent Joint way Child Joint fegauau dau

)

vosazlnndewazazlnnuridu Child Joint ved dwvesnszandansuiiidu Parent Joint

Hip Center (parent jc |

Hip Left {bore)

Hip Left (child joint) |
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2.8 Microsoft Visual Studio

g Visual Studio

> Visual Stu g Visual Studio Visual Studio

i 2.31 TalAwes Microsoft Visual Studio 2012

Microsoft Visual Studio {Julusunsu Integrated Development Environment (IDE)
Wawilae Microsoft Miilonsmuirsulsanazesniuy GUI aufunisldeinu Windows Form
WPF) Buleduaziumesia Tnpsesduunanneduaas Microsoft Hanua wA Microsoft
Windows, Windows Mobile, Windows CE, .NET Framework, .NET Compact Framework an
‘1;13\‘1gﬂﬁﬁUﬁHUﬂ’liL%EJ‘L!I‘U’iLLﬂiJJIUﬂ’IHWﬁLLGmGiNﬁlu 135N TAUS AT AR LU C/CH+,
VB.NET, C#, Python, Ruby 1Jusfiu

U297y Microsoft Visual Studio 2012 agukaN#1931NTUABY AB Visual Studio
Express Jufou ¢ 9suen VB C# uaz C++ oanduauazlusunsy wiesTuidy Allin-one
WuULIBITuTdondedunds uwifdis1innisasns Project 1A Windows Form App, WPF App,
Console App, Class Library tag Empty Project 1#ilauliy wadsasnuun Target framework

dounduldlae 2.0 wiloudu
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2.9 NET Framework
NET Technology wag .NET Framework A8 junuun1swauilysunsusuulng 9
Lulasganvilanauieanuiuaisseenils InglyalszasndAyfoaiuisaldauluaniieves

wa

g15ausvToszuuUfuAnns Auandsfulfodslidtgwy (du indesiidiuiniosuuanie
szuuUuinsiuladfudynd) wazarusaimuilusunsulue ladmenweslsilaliaiunse
viausauduld (gu anwn C fu Java Wudy) sadaduaiesdiolunisimunlvsunsuliananse
Feusedulusunsudneg veslulaseanvildlaedne defisauludanisiinuatsluaes
szuvUfuinisiuladieaine diaudamnsaimulusunsuludy llaede wazsinga Lide
YaIine99) agunsHauIlUsLnsUluaiunaudnaaly

NET Framework tJuunanesudmsuimugenduiifisessunwnendnuinnii
40 n1w1 393 Library Wusruauunndmsunisdeulusunsy udauinisnisdniunisves
TUsunsuuy NET Framework 1ng Library Suldsaudaniidndefugld n1adeudegiudeya
nensdnsia Sane3fiu nisideuseinietieneuiunes wavnsiauiuweundindu Tne

NET Framework fduusznau nmelunusesndu 3 dundn loun

VB C++ C# JScript

Common Language Specification

Application Class Libraries & Services

Base Class Library

L3N’ OIpNiS [ENSIA

Common Language Runtime

.ﬂ']Wﬁ 2.32 dusznaungluves NET Framework

. I3 a A v °
1. Programming Language : lUUFULUUY89 791 1 98nkuy wnitelaiunsniinau
luanngmdu NET lalaefinie Microsoft lailladi nwvan qfaglalu nswawn vu NET 9 3

HgCa
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o C# U nwn Tvalfl Microsoft Waun 41910 C++ U JAVA 1Wundn
® VBNET tfu nwn 7 waww 11910 Visual Basic lunedd 6.0

® JScript.net Hunwndu JavaScript Tu 1295%U 989 Microsoft
2. Base Classes Library : Library iueuiaiiou gadsdniagy gosqiiiudiun
Fedwlngjazidu gadds Mdedldeuegdudsed damuiadidAnAu wiossrunennuazain Tu
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3. Common Language Runtime (CLR) : tuilu dsddey wnuasiigauasssuy NET i
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Al ns1g CLR ANdindivinld Tsunsy Aleuluuime n1wn sreqdu nanetlu anw
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¥ Skeleton Tracking lnganunsaasuieseasidunuesnsvinauendes Kinect T8gad
1. Enable Data Streaming : {Wan1sldeuansudoyanin
2. Send Streaming to Computer : dsansutayaainnaes Kinect lUgsnauiiames
3. Create Frame Ready Event : @519 Event LASLOWNALATWINWTUNT DUV 1Y
4. Create Event Handler : a319amuaxlun1sdnnisiu Event
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3.2.2 @UN15ATI9TUBALLUS BUIBUTILAY
BnnsUszulananisUSeuLfisulase Skeleton AlASUNI91NN1597 Skeleton
Tracking vivuandIEsAanssuhmssiviuduilamuualivseli lngazguauisavesdose
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1o

3.2.2.1 NMSTUANATILALIAIURNR X,Y,Z asuulng Excel
VR99NTNG04 Kinect Usvaananinaunsensladoya Skeleton unldeu
FedeyanldlunisiuSeuiiigufe Aiadunisvestonasieg Tuiievaawnu X, Y, Z ludunauusn
) [y} 1 % d' o [~4 1 % ¥ v < I Y =] ) 1
gy sdariiaunazudunidususuundanulilulig Excel megimunlalfansiunus
vastodenaulalsenaume 4 9nfe Tailoudn (WristRight) Taiiade (WristLeft) Uo1%11971

(AnkleRight) Toivindne (AnkleLeft) Inefdumiistasefl Shoulder Center Lugnénsds

AT 3.13 N1SNAABBAUAIIILAUIIUATA X Y,Z vastesenaula

dlovnistufinTufindundadenevewiduiidesnisiasauda aglglng
Excel AneniAivvesudasdosa Ao WR (WristRight) WL (WristLeft) AR (AnkleRight) AL
(AnklelLeft)

testll WR.csv testl? WL.csw testl3 AR.csv test0d AL.csv

A1H 3.14 8 Excel Al9U121nN50UANA LA UST DR DUBIN A UNADINT
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Tunsazlndazlamdunisvasdasnaluidauaswnu X, Y, Z WiounaAIulu

ALRRELALYHANUAIALARDUTIE lauIzaINNsYAzLuLle

I S - C D E F G H 1 K L
151 66.61126 -4.09416 -14.7776 295 465
152 66.62751 -4.15043 -14.7595 295 464
153 66.54624 -4.13959 -15.0279 295 464
154 66.65022 -4.00339 -15.0474 295 464
155 66.69095 -3.98888 -15.0858 295 464
156 66.47489 -4.21917 -15.3601 295 464
157 66.47736 -4.19716 -15.3164 295 464
158 66.4598 -4.17705 -15.3132 295 464
159 66.39312 -4.19466 -15.3391 295 464
160 66.38896 -4.16981 -15.3906 295 465
161 66.42491 -4.07388 -15.5879 295 465
162 66.37298 -4.05823 -15.5862 295 464
163 66.36842 -4.01928 -15.5548 295 464
164 66.53148 -4.06728 -15.7948 295 465
165 66.52765 -4.08911 -15.8254 295 464
166 66.69292 -4.18245 -16.0102 295 464
167 66.58649 -4.22974 -16.0536 294 464
168 66.42114 -4.45047 -16.0034 294 464
169 66.44271 -4.45317 -16.2126 294 464
170 66.42355 -4.35133 -16.2594 294 464
171 66.51198 -4.31099 -16.2352 294 464
172 66.49829 -4.24235 -16.1609 294 464
173 66.42761 -4.23134 -16.0048 295 464
174 66.43496 -4.16187 -15.9249 295 464
175 66.45427 -4.28472 -15.8506 295 464
176 66.44598 -4.25922 -15.8356 295 464
177 66.38488 -4.2408 -16.0428 294 464
178 66.33957 -4.25099 -16.1262 294 464
179 66.13702 -4.39797 -16.168 294 464
180 66.09926 -4.45813 -16.197 295 465
181 66.0897 -4.53141 -16.1343 295 465
182 66.09775 -4.56314 -16.1605 295 465
183 66.30291 -4.63496 -16.1487 295 465

i 465
185endX EndY EndZ  MAXX MINX MAXY MINY MAXZ MINZ End 20X End 28Y
186 44.85354 -32.7708 -13.0882 64.85354 24.85354 -12.7708 -52.7708 6.911787 -33.0882 295.1957 463.
187
188 66.39842 -4.57124 -16.1779 295 465
189 20.62124 -21.2052 -20.7051 271 311
190 20.62124 -21.2052 -20.7051 295 462
191 2211991 -19.6551 -17.6288 295 462
192 2211991 -19.6551 -17.6288 295 462
193 20.81744 -17.8058 -17.3564 295 462
4 4% ¥ test0l HR %3
Ready |

Y
184 66.28912 -4.62644 -16.0644 295 465

185 End X EndY EndZ MAX X MIN X MAXY MIN Y MAX Z MIN Z

187,
188 66.39842 -4.57124 -16.1779
189 20.62124 -21.2052 -20.7051

186 44.85354 -32.7708 -13.0882 64.85354 24.85354 -12.7708 -52.7708 6.911787 -33.0882

End 2DX End 2DY
295.1957 463.2337

295
271

465
311

v =

i 3.15 TayanTuiinasuulng Excel
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dieladeyavinnstuiinvesusagrinauuiug Juneudelufonistiviieiu

v smiudulng Excel vaamamfianas iivelddusmmmvuainduiasasuuuvesiau

A B C D E F G H I ] K L M
1 | Second JointName Real(X) | Real(Y) | Real(Z) | Max(X) | Max(¥) | Max(Z) | Min(X) Min(Y) Min(Z) 2D (X) | 2D (Y)
2 55 WristLeft 23.80226| -7.44678| -5.73636| 33.80226| 2.553217| 4.263636| 13.80226| -17.4468| -15.7364 1085 323
3 63 WristLeft 23.80226| -7.44678| -5.73636| 33.80226| 2.553217| 4.263636| 13.80226] -17.4468| -15.7364 1085 323
4 72 WristLeft 23.80226| -7.44678| -5.73636| 33.80226| 2.553217| 4.263636| 13.80226| -17.4468| -15.7364 1085 323
5 80 WristLeft 23.80226| -7.44678| -5.73636| 33.80226| 2.553217| 4.263636| 13.80226] -17.4468| -15.7364 1085 323
6 88 WristLeft 23.80226| -7.44678| -5.73636| 33.80226| 2.553217) 4.263636| 13.80226) -17.4468| -15.7364 1085 323
7 96 WristLeft 23.80226| -7.44678| -5.73636| 33.80226| 2.553217| 4.263636| 13.80226| -17.4468| -15.7364 1085 323
8 105 WristLeft 23.80226| -7.44678| -5.73636| 33.80226| 2.553217| 4.263636| 13.80226] -17.4468| -15.7364 1085 323
9 113 WristLeft 23.80226| -7.44678| -5.73636| 33.80226| 2.553217| 4.263636| 13.80226| -17.4468| -15.7364 1085 323
10 121 WristLeft 23.80226| -7.44678| -5.73636| 33.80226| 2.553217| 4.263636| 13.80226] -17.4468| -15.7364 1085 323
11 130 WristLeft 23.80226| -7.44678| -5.73636| 33.80226| 2.553217) 4.263636| 13.80226) -17.4468| -15.7364 1085 323
12 139 WristLeft 23.80226| -7.44678| -5.73636| 33.80226| 2.553217| 4.263636| 13.80226| -17.4468| -15.7364 1085 323
13 147 WristLeft 23.80226| -7.44678| -5.73636| 33.80226| 2.553217| 4.263636| 13.80226] -17.4468| -15.7364 1085 323
14 156 WristLeft 23.80226| -7.44678| -5.73636| 33.80226| 2.553217| 4.263636| 13.80226| -17.4468| -15.7364 1085 323
15 164 WristLeft 23.80226| -7.44678| -5.73636| 33.80226| 2.553217| 4.263636| 13.80226] -17.4468| -15.7364 1085 323
16 173 WristRight 25.56274) 12.18926| -18.4504) 35.56274| 22.18926| -8.45044| 15.56274) 2.189256| -28.4504 1075 235
17 192 AnkleRight 38.2863| -115.229| -9.97144| 48.2863| -105.229| 0.028558| 28.2863| -125.229| -19.9714 1203 780
18 200 AnkleLeft -46.382| -111.831] -11.0165| -36.382| -101.831| -1.01649| -56.382| -121.831] -21.0165 760 792
19 209 AnkleRight 38.2863| -115.229| -9.97144| 48.2863| -105.229| 0.028558| 28.2863| -125.229| -19.9714 1203 780
20 217 AnkleLeft -46.382| -111.831| -11.0165| -36.382| -101.831| -1.01649| -56.382| -121.831| -21.0165 760 792
21 226 AnkleRight 38.2863| -115.229| 9.97144| 48.2863| -105.229| 0.028558| 28.2863| -125.229| -19.9714 1203 780
22 235 AnkleLeft -46.382] -111.831| -11.0165| -36.382| -101.831] -1.01649| -56.382] -121.831| -21.0165 760 792
23 242 AnkleRight 38.2863| -115.229| -9.97144| 48.2863| -105.229| 0.028558| 28.2863| -125.229| -19.9714 1203 780
24 251 AnkleLeft -46.382] -111.831] -11.0165| -36.382| -101.831] -1.01649| -56.382] -121.831| -21.0165 760 792
25 260 AnkleRight 38.2863| -115.229| -9.97144| 48.2863| -105.229| 0.028558| 28.2863| -125.229| -19.9714 1203 780
26 269 AnkdeLeft 46.382] -111.831) -11.0165] -36.382) -101.831] -1.01649] -56.382] -121.831) -21.0165 760 792

| Second [JointName

AN 3.16 N8 Excel AlYEmsuAUnILGUYadnaInianas

Tulng Excel Alddmsunudeyarinduvesnamianastiulsznouse

1. Second : VAL TNTIVADUNILAU

2. JointName : 39989U8ABNYIIN1TAIIVEDU

3. Real (X), (Y), (2) : iffa 3D Tilaarnnstuiinyinguass

4. Max wag Min (X), (Y), (2) : tasvesandiida X, v, Z Adululaluvinguiiu

5.2D (X), (Y) : ;2D ﬁiﬁﬁszw‘hLmﬂqmsLLamLaWLWﬂiumu

Real(X)

Real(Y)

Real(Z)

Max(X)

Max(Y)

Max(Z)

Min(X) | Min(Y)

Min(Z)

5 WristLeft

70.0000

0.0000

15.0000

80.0000

20.0000

35.0000

60.0000 | -20.0000

-5.0000
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Show output frem:  Debug

'SkeletonBasics-WPF.vshost.exe'

Time : 1
Time : 2
Time : 3
Time : 4
Time : 5
Position
Position
Position
Position
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AN 3.18 WARNTIINNITNAFDUNITLUTHULNEUAINAANATUUANUATN ﬂVﬁ‘UﬂJ']‘U']ﬂZ\!Lau
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x
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(Managed (v4.8.38319)):

=

Loaded 'System.Dynamic.DynamicAssembly’

w @ B5.2222137451172-9.5788186918335-2.347412189375
= Great
= Great
Great
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a a P =3 | v N s
INAIMNN 3.19 UUOUVDIANNE) VUDYNNATUTNVOINUIBULA DI LW

TnedsgazidunoiAnIgeg Ase Ul

WAMILIAINATITU : M U@L (1/10 Funi)

LansAzLUUle - wanasfeenidu 3 sedu fadl
- Perfect - AxuuwLiin 10 AZLUY

- Great - AYLULLAY 5 AZLUY

- Bad- %LLuuLﬁm 1 YUY

[

WARILNENITAI TN IR  LUangieandu 3 Seau sail

- Perfect - suvistostoagluyisliiin 10 Maunu x wazwnu y

- Great - funistasisaglurialiifiu £20 Viaunu x wazwnu y

- Bad - Munistesialiiaglutennvuaniunu x wagknu y

o 1 Ao 1% J a = | Ay
LLﬁﬂﬂﬂ’]@’]?jWﬂ@\‘i"U’J\WﬁUl@ : aUABBN 10 LYURALUNT ‘(NLU‘L!WWIVLGW’]H

a ' A & 1%
ASNAARILUUNT 4 8ana1NAIBLAUTIAUL)

WAAIAMNY X, y WA Z VOIHLAY 1 LERAIAIMIWNUITDABYB I LAY

YLUU

J 1 Ao 1% =} a = | Al v
memqqqmaamamﬂm S UINATU 10 LURNLURT ""lNL‘U‘lJﬂ’W]lWQWﬂ

= ! < 1%
ASNARBIUUNT 4 pBNINAIBILAUTILAUL)

LAALAY skeleton index : wansliliuinvarillasssefinsaduegie

1A595199WinLs waziinsasuwlaanse b
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3.2.3 a"sumiLﬁ@ﬂ%ﬂﬁﬂﬁ]’]ﬂ@’l,duﬁL%"ﬁ'wﬁﬁmiimuLLsﬂ

Tulassnuiagaugnlidiauiidnsiufanssuauwsnidnulameswude mniy
Auruegluszezifeanu Kinect azvinisidensuanamefiauiinsufanssuduauusniviiu
LaEINALUSINAINTTUALLINTUUFUDENAINTANNITATIATUVRS Kinect WU szuuaeyinisiiy

LIAWNDOBNINNLNY w%aia%’umeﬁ"]meiﬁéuﬂﬂmh%’wammu

AN 3.21 LalAuAUARNIY 191Y11N15811AN9IN Skeleton MUNELAY 1 LYULAY
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WA 3.22 WelauAuLINLALEENINSANN1INTINTU SpuvRzsumnglauaultun

3.3 grun1sAnrefaasszvinegunsnl
Tuduvesmsfndedoassznintsgunsal madiameenuuulinsdeasseninediu
Uszanana Ao Aoufinmes uarduiniesdneveadnlusif Ao GR-SAKURA Board uay awis
uatne$ l¥n1sdearsuuueynsu Taen1um19USB Port veala3eananfialmes wazmini USB
Connector 484 GR-SAKURA Board W&z GR-SAKURA Board 9gdsdntayalumiuaunisiieu

vosawmUTaualmesiunsasdygaiitounsiuuaines

3.3.1 MalYousiegunsaineufiames U GR-SAKURA Board
Tumsidensioszarivgunsainoufinmes uay GR-SAKURA Board Hu vimihdidsn
foyaurfiuesaiioliuesamuaunisvauvesuenes 3seenuuulinisdoansszninegunsal
AeNfiLABSUAY GR-SAKURA Board fimsdeasiuuuoynsu agldnisdearssiunis USB Port
Y99LAT0IABNAUABS Wagmini USB Connector 484 GR-SAKURA Board H1uz"8 USB to mini
USB T#laemsa iilsaudtir USB Virtual Com Port Driver wasuasauifiasilifineufinned wagl

v A i a
Aoudounogunsailne Ly



3.3.2 M3.3ousia GR-SAKURA Board fiu Stepping Motor

Stepping Motor

Driver Circuit

DC 6V

AN 3.24 1935959019 lunsauauN sy uYesanUlaweines
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o

Tundawmudaamesniiuldiduwuuyingns (Unipolar stepper motor) &4

(%
= =

wawesyinilaziunainusenausgaigiu 4 ua Av ¥AaIA A B C Uay D ANYMEAI8UBNYDY
vewmesaieiasiianglniossnuineuenvatedu Tnsvlaidaelni 6 @uazifuaeludi
veunan 4 1§ waziduanenauyau (Common) veunainsn 2 1y Insnisvilduewmesaing
myuaglisdeunseudlilvianannmuddu A / B/ C / D Fosaidostuludosy deinsiay

a Y aa

fdenmadudsnisnlududou n1sPaouNveINaImessIuSsUaIaNe welikssdntios Inedsnns

A A

Fuindeunaimesuuuiienit mamuauuuue Silasi (Half Drive) uslutisndsfizenied
asoenly wu Llasyl (Wave Drive) 58 one phase-on %38 one-excitation A&
Tunnsi¥ensovas GR-SAKURA Board ﬁ’*uamﬂﬁmama%ﬁﬁawh\lﬁwag 6 Ldu A
T 6 Taad 2 1 wavanedyann 4 @y lulassuwenstiualdamidwewed 1§ Ineseln
W 2 uanunasdglvuuna 6 Taad wazsioanedyy 4 Lé’uﬁmwﬁwama%ﬁgﬂmuammi

91M91ulme GR-SAKURA Board

3.4 daumsanseaiugldau (User Interface)

'
aa o W o

Mgl seeniuvdunsineiuglunladun syl

2.4.1 lalawan

g0 TUNmalulaawsZaanm

A 3.25 Falelawan
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AT 3.26 1IN15M5I33ULRD Skeleton Agilimpiigaisuiiausngiu

tenlglunislavanazviaugiliises g ninliaiunsansiaduiae Skeleton waen
U s s A d" ¥ ¥ ¥ LY
WINAIN0A5I9ULIR Skeleton azUsingresiwasiuie welildmuaiuisaldneuiunis

YIIUVDILDNNALATULS

awi 3.27 gldnurinisnaduiivenausunisdnsiuaanssy



49

3.4.2 AANTTUNTHAU

AN 3.28 AINTTUNTAUNIAR IFAUIUNIUNUTING

a 2 :9{ [ a ¥ ¥ Y} v | a [~ ~
m]ﬂiiumﬁmu%‘ui’mgsuwaw'mm;ﬂ%mul@mmumimiamamimL‘Uu‘w

a % v P % o | v A 4 v ~ & o |
LSYUSDELAT Ima;ﬂmmawmmumumLmumﬂiﬂﬂmuuwuwa azilnnaududyginingeg

Sy o ° v P ' | a & a
A519E@0UNUDMB L 1/1’1ﬂgﬂmmwmwuwamagﬁlumﬂmLﬂu +10 VINLAU X Lazwnu y Azilton
wAYsINgUUNTaed Perfect mnaglugaslaiiin +20 Maunu x uazunu y dnadnsidu Great
wazuanieaIntuazinadnsidu Bad 3ntuniieUssilana e yinnIsuUINAL U UAINAILAL

ANUYNADY

M 3.29 rivlalsingmuanugnasaeiumidedefinsaaey



50

3.4.3 NAANEIINNITUITIWAINTTY
dofanssuninduldiaeduuds sruvasvhmauisuiteuiegiuusdigldo
suiugeninnasidimualindeold fesiuugandiinusiasusngutine Mission Complete
uazdstoyalufueinmumumsmuvemoinesiiieviinisanees uidmnmniinasiazsing

911198 Mission Failed wagliiinnsangvesaanun

@MISSIONICOMPEETE

a v o & v ° Yo ! ca o
AN 3.31 MuwaLLﬁmNaa‘Wﬁ‘VI’]ﬂﬁlﬂmmmﬂsLLUﬂIW’]ﬂ?’]LﬂﬂMMm‘wum
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3.4.4 NSLANININLLBNSINAINTTU
PHIINMNATVIAUAINTIU WAIHATNS LAZLINAUAILATD 2TNITWARININABULT

AldaudisuAanssunisey neunziundulydmihlavandaiy

YOUR DANCING

YOUR DANCING

i ' a v Y a v
ATNN 3.32 ﬂ']Wﬂ']EJ?Jﬁuz‘V]éi‘ljﬂ']ﬂlﬂ]']ﬁjﬂﬂﬂﬂiiuﬂqil@u
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N1INNABDILLEASHANTITINNEBDY

1 1
A

4.1 nIMeaRINIIAUIlasyunanga Tun1sa1endas Kinect (1)

N1INABBINITNIN N ULALLUNATNEALUN15I9NEBY Kinect avin1siUIeuLiigy

9

AULUUINITINNGBITENINUNUIAIUNAYDUATON AD NFUNUIGIRINAY 0.80 LUAT Uag

o 1

FUALSAIUUUTDNATOL A NAUMLSEIINTY 1.60 WUnT Taevinn1sLUINIIAaeeanlu 2 AS

v
v A

U

o misvaansadsd 1 : 1andes Kinect geaniuduszes 0.80 wms uay 1.60 wims
Tnouvsszainaasduviiaainndeadu 1,50, 2.00, 2.50 uag 3.00 L3 uay
USuyavaandasnn 9 ase tasanyuvesndesannsnuiuldfousiym 27 e 27
93fN AT LIININEDd 0.80 LS %U%’Uéﬁguwizgu -27,-18,-9, 0, 9, 18 uay
27 99A7 uagiidunts 1.60 lwns agUiuyunesvendesaneiiuyuiy fe
(?T’at,wizgm 0, -9, -18 Ay -27 8

1%

® N13VAABIATIY 2 : 219NaBY Kinect qqmﬂﬁutﬂuiwz 0.80 tua1T ey 1.60 WS

AINUUYIINTABNTLULNUNAADIT UMD INNABILALTINUUVDINABINANANNN

Y 9 9

N15Meaeedl 1 logthyuidenuninn1suuauvendadmn 3 aeen

4.1.1 eUszasnlun1snnaes
1. e IEUALINIANIANFIMTUNISAARAY Kinect UWLATDS

2. WiemszeananfiausanTnfunsindoulmilagnsies

3. Wevyunangaansansdunsedeulmlagnies

412 esileuavgunsaiildlunsveans
1. Kinect for Xbox 360
. Microsoft Visual Studio 2012

. Kinect for Windows SDK version 1.7

A LW DN

. PRNNIWRTsEUUUHURN1T Windows
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4.1.3 A5n15N9a09

N1SNARDIATIN 1

e dndos Kinect vufiufudoy Tavergeainiiu 0.80 wns
1. WfnmaesBuaglusves 1,50 wes antudiuguveindamn 9 asm lnsusus
WAy -27, -18, -9, 0, 9, 18 wag 27 84
2. vhaludio 1 uiiBsuszernisBudu 2.00, 2,50 wag 3.00 WAs PUER

3. JUNNNaN15M5193UNLEAN Kinect

o
I T

0.8 1A

T
—_—— s ——

AN 4.1 MMIRBINTNARRY LagAsnaes Kinect N15zeyaaInity 0.80 1inT

® {anNdes Kinect UNWNURISYU 528aannity 1.60 LT
1. iEmeassguegluszey 1.50 s 3NUUUTULNY0INaRINN 9 83 TngdSuss
Wei3y 0, -9, -18 uay -27 831
o 3 1% ' a S < ° v
2. vlude 1 usfeuszegnsdulu 2.00, 2.50 uay 3.00 AT AINEGU

3. Jufinwan1sns193uNlnann Kinect

’ 1.6 1IAS

o de
|— FTHEMIIVIAIVUAE —l

AN 4.2 MMMAIRBINTNARDY LAgAInaes Kinect N15zeyaanInity 1.60 Wns

° o v A &

qua‘ﬂqﬂﬂqﬁﬂﬂa@ﬂﬂqﬁmﬁﬂaaﬁ'ﬂigﬂgﬂﬁqﬂaﬂﬂ’]ﬂwu 0.80 tuUmT ez 1.60 tUAT U1
a ¢ | | a o v yaa S o v sl o
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ASIn 2 saly
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N1SNARDIATIN 2

(% (% ¥
U U

® {anaed Kinect UNWNURISEU U528¥ea Ny 0.80 L1AT
1. Wineaasstuegluszueliionunannn1snaaedi 1 wazindisveyuiidens

IINNINARBIATIN 1 INUSULUVBINADIYN 3 B9A7

2. JunNan1snsaunlaain Kinect

(% (% ¥
(Y

® {andes Kinect UNWNURITYU 528Ny 1.60 1UAT
1. Winaasstuegluszueliionunannn1snaaesi 1 wazindisveyuiidens

INNTNARBIATIN 1 UUFULHTRINGDIWN 3 B3

2. TuinNan1sns1aunlaain Kinect

o E v o &
UINAIINAITVNARDINITAINABINTTYTFIINNU 0.80 tUmg Lay 1.60 LUMT U0

WATILVINYNVDITTHEHAELUNAN500TITULARTIAR wazasUunan1svaaes

NANSNAABIATIN 1

#5293 UlAASIVIaUUY

AvualA :m = p5293ulALAue m
8 - vaduldled ]

n5793UlARPSIvIaUaNa

A157991 4.1 NANIINARBINIINIFLMUILAEYHIUN1TINABY Kinect
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M13197 4.2 KAN1INAARINITIALTULazLNlUN1TINGBY Kinect

MAUMU9EINNY 1.60 LUAT

52N (LUAT)
U
! 1.50 2.00 2.50 3.00
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-18° |i |i ' %
D D (@]
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WANIINARDIATIN 2

A15199 4.3 Naﬂ’]iﬁ/]@ﬁ@ﬂﬂ’]’iﬂ']ﬁ?’]LLMﬁQLL@SHNIUﬂ’]i’J’]Qﬂﬁ@Q Kinect

o ' & ! o o
NAAUIFIINWY 0.80 LUAT (LWUIUNLABNYN 3 8IA1)
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f1379% 4.4 Naﬂqiwﬂaa\?ﬂ'ﬁﬂ'ﬁﬂqLLMUQLLﬁ%HNIuﬂ"Iﬁ'J'NﬂaEN Kinect

MUY 1.60 1T (WUaNilidenyn 3 o3en)
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EIEY
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4.1.4 dymuazguassa
1. Ifnsszey nstunazauiidfianveausiagsumisnissandosn uidlsiannsn
asuldRendns Kinect fiduuuniedunanseaados Ssazannsonsraduninadeulmldn
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4.2 ASNNABINITVIAMIUILAzyUNANER Tun15219na89 Kinect (2)
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. Microsoft Visual Studio 2012
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ndas Kinect (1) Inglvignaassgniadu ilansiaasuinniminenileTuwdd naesdsaiuisa
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Advance Digital System Design
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Information Technology

Microprocessor Design and Development
PCB Design

Microprocessor Interfacing
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