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PEAJIM3AIIAA BECKOHTAKTHOI'O B3AUMOJIENCTBUA
C IPOTOTHUIIOM KOMITIBIOTEPHOI'O HHTEP®EMCA B UNITY 3D
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B cratbe paccMOTpeH Ipoliecc peaau3alyy MPOTOTUIIA OECKOHTAKTHOIO B3aMMOJCHCTBUS
MOJIb30BATENsl C CUCTEMOM ¢ MOMOIIBI0 UrpoBoro aBmwkka Unity 3D. Onucano co3nanue 00bEKTOB
CHUCTEMBI. IIATH pa60q1/1x 9KpaHOB, BI)II[BI/IFaIOIIIef/'ICSI Ma”"eJIM MCHIO, IMAHCJIU IMpOorpamMm, IpHUBCT-
CTBEHHOI'O JKpaHa M OKHa Iporpamm. [y ymnpaBiieHHs IPOTOTUIIOM C IOMOIIBK YCTPOMCTBA
Kinect mpousBeeHO NOAKIIOUYCHUE Psiia CKPUIITOB, pa3paboTaHHbIX kommanueit Microsoft, koro-
pble TO3BOJISIIOT MPOTPAMMHO BOCIIPUHUMATH JIOOBIE KecThl. Takke OmMcaH KOMIUIEKT KIIAcCOB,
MO3BOJISIIONINX 00Pa0OTYNKY MIECHTU(HUIMPOBATh KOHKPETHBIC JKECTHI MOJIB30BATENsl U IPOU3BO-
IMTh COOTBETCTBYIOIIME JAeicTBUS. [IpuBeneHbl mapameTpbl aHUMalUU OOBEKTOB IS IEepexoia
MEXKIY Pa3IMYHBIMH COCTOSIHUSIMH, KOTOPbIE MOTYT M3MEHSATHCS IOCPEACTBOM CKpHIITOB. Best pas-
paboTaHHasi cuCTeMa METO/IOB U KJIacCOB OblIa aKKyMYJHpPOBaHA B OJJHOM CKPHIITE JUIsi yI0OCTBa
yIpaBJeHUs U BbI30Ba (QYHKIMH npoBepku. st 3amycka uHTepdeiica yCTaHOBJIEH MMapoiib B BUC
OIPEETICHHOTO YHUKAILHOTO JABHKECHUS, YCTAHOBJICHHOTO TIOJIb30BaTeneM. JJaHHbIN IPOTOTHI pe-
arupyeT Ha IIECTh KECTOB: aKTUBHOE MaXxaHUE PyKOH, €IMHOBPEMEHHBII B3Max PYKH BJIEBO, BIIpa-
BO, BBEpPX, BHMU3 M yJep)KaHUE PYKH Ha MecTe. B kauecTBe albTepHATMBHOIO CPEACTBA YIPABICHUS
npororturioM B Unity 3D mpeaycMOTpeHbI COOTBETCTBYIOLIME TPACKTOPHH MBIIIH, KOTOPbIE OyayT
BOCIIPMHMMATHCS TaK XK€, KaK U JKECThI I10JIb30BaTellsl.

Kniouegvie cnosa: uenoBeko-MalIMHHOE B3aUMOJIEHCTBUE, IPOrPpaMMHOE MPUIIOKEHHE, Oec-
KOHTAKTHBIM MHTep(delic, MPOTOTUI, 3aXBAT JBMKEHUS, TEXHOJIOTUH OECKOHTAKTHOTO B3aUMOJIEH-
CTBHSI, IOJIL30BATENN C OrPAaHUYEHHBIMH BO3MOKHOCTSIMH 3/10POBBSI.

IMPLEMENTATION OF CONTACTLESS INTERACTION
WITH COMPUTER INTERFACE PROTOTYPE USING UNITY 3D
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Omsk State Technical University,
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The article presents the prototype implementation process of contactless user-machine inter-
action using the Unity 3D game engine. It describes the creation of system objects: five desktops,
a drop-down menu bar, a taskbar, a welcome screen and a program window. To control the proto-
type using the Kinect, a number of scripts, which were originally developed by Microsoft Corpora-
tion, are used. These scripts allow recognizing and identifying all possible gestures in software. A
set of classes that allow identifying pre-set user gesture and performing relevant action are also de-
scribed. Objects animation parameters for a transition between different states, which can be
changed by scripts, are described. The entire system of methods and classes is assembled into one
piece to make control and verification functionality easier to manage. A password gesture is set as a
certain unigue movement by the user to start the user session. This prototype responds to six human
gestures: active hand waving, one-time hand wave to the left, to the right, up, down and holding a
hand still. Mouse’s motions that can be recognized as alternative user gestures are provided.

Keywords: human-machine interaction, software application, contactless interface, program
prototype, motion capture, contactless interaction technologies, users with disabilities.
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CoBpeMeHHbBIE HAay4HbIC PA0OTHI, TOCBSIICHHBIC UCCIICOBAHUIO YEIIOBEKO-MAIIMHHOTO B3a-
MMOJICUCTBYSA, HAINpaBJICHbl B OCHOBHOM Ha pa3paboTKy HHTEp(EHCOB, OPUEHTHUPOBAHHBIX Ha
OMBITHBIX TOJIb30BATENCH, U MOUTH HE 3aTPArvBalOT BOIMPOCHI YEIOBEKO-MAIIMHHOW KOMMYHUKa-
WU JJIs JIUI] C OTPaHUYCHHBIMU BO3MOKHOCTSIMH. Tak, TIIyXOHEMbIE JIFOAX HE MOTYT HCIOJIb30BaTh
pedeBbie HHTEPQEHCHI, a TI0aU ¢ MpoOdIeMaMHu MEJIKOW MOTOPUKU HE CIIOCOOHBI paboTaTh ¢ KIaBHU-
aTypoy WJIM ’KeCTOBBIMU UHTepdeiicamu. Pa3paboTka yHUBEpCcalIbHOr0 OECKOHTAKTHOTO UHTEep(deii-
ca, IPUTOAHOTO JUISI BCEX KaTEropui IMOJb30BaTeNlell, W pealn3anusi 3Toro mHTepdeiica, 1eMoH-
CTPUPYIOILEr0 BO3MOXXHOCTH MHOTOMOJAJIbHON YelIOBEKO-MAIIMHHON KOMMYHHUKAIIMH, MO3BOJISAT
pemmTh Takyro npobnemy. Jlanabiii uHTEpdelc OyAeT BKIIOYATh Pa3IHMYHbIC €CTCCTBCHHBIC IS
YesioBeKa CrocoObl epeaud U BOCHPUATHS UHPOPMAIIMH: PeUb, KECThI, TBUKEHHS T'OJIOBON U Te-
JIOM, YT€HHE TI0 Ty0am, a Tak:Ke KOMOMHAIINY dTUX OCCKOHTAKTHBIX MoaambHOCTeH [1].

Jns pa3paboTku MpOTOTHNA OECKOHTAKTHOTO KOMIBIOTEPHOrO HHTepdeiica Obul BHIOpaH
urpoBoit Bmxkok Unity 3D BBHIy TPOCTOTHI €r0 MCITOJIb30BAHKS, BO3MOYKHOCTH HAITUCAHUS CKPHII-
TOB Ha s3bike C#, a Takxke Oonblioro oovema odydaromieir nHhpopMaluu, JO0CTYIHON Kak Ha odu-
[IUATHHOM CaiiTe, TaK ¥ HA MHOTOYHCIICHHBIX TeMaTH4YecKuXx popymax [2].

CHauvaina ObUTH CO3/1aHBI OOBEKTHI MATH PA0OUUX HKPAHOB MOCPEACTBOM JBYXMEPHOTO MpPH-
muTHBa Plane ¢ tem jxe COOTHOIIEHHEM CTOPOH, YTO W pa3paboTaHHbIe paHee uHTepdericel. [lo-
JNOOHBIM 00pa3oM OBbLIM CO3JaHbl TaKHMe OOBEKTHI CUCTEMbI, KaK BBIJIBUTAIOIIAsICs MaHelb MEHIO,
MaHeJNb IPorpaMM, IPUBETCTBEHHBIHN 3KpaH U OKHO Iporpamm [3].

Janee cnexyeT co3qaTh U Ha3HAUUTH MaTepHalibl 00BEKTaM clLeHbl. J[s 3Toro co3maercs
MyCTOM MaTepuall, Ha KOTOPBIM HAKJIABIBACTCSl TEKCTYpa U PEIAKTUPYIOTCS TaKWE MapaMeTPhl, Kak
OTpakeHHE, CBEYEHME, CriaxuBaHue U Ap. Eciu Matepuan momynpo3payHblid, TO BbIOMpaeTCs
otoOpakeHue He Standart, kak B ciydae ¢ OOBIYHBIMH TEKCTypaMH, a Transperent, Kkyaa moToM Jo-
OaBIsieTCsl TEKCTypa TUMA .pNY, KOTOpas XpaHUT B cebe JaHHBIE O MPo3padyHOCTU. Takum obpazom
CO3/1AI0TCA U TEKCTYPUPYIOTCS Bce 00BEKTHI clieHH! (puc. 1) [4].
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Puc. 1. OTodpa:kenne pa6o4ynx cTos10B B HHTEpdeiice mporpammsl Unity 3D

Jlanee co3naroTcs AJI€MEHThI YIpaBIeHUS] CUCTEMOM — KHONKHU Ha padoueM crone. OHuU co-
3natorcs crannaptHeiM Ul-mpuMutuBom BUtton, KoTophlii MO3BONIIET HACTpawBaTh AHUMAIUIO
KHOIIKM, HE BMELIUBAsCh B MPOTpaMMHBIA KOJ. B maHenu aHMManuu mepekIrovyaroTcsl COCTOSTHUS
KHOTIKM U J00aBISIOTCS HOBBIE MapaMeTpbl M3MEHEHHUH KHOMOK: pa3Mephl, MOBOPOT, LIBET M p.
Taxxke ecTb BO3MOKHOCTB C TIOMOIIBIO IONOJHUTENbHBIX HACTPOeK (DYHKIIMU TpUTTEpa 3a7aTh Jei-
CTBHSI, KOTOpBIE OYyIyT MPOU3BOJUTH HAXKATUE HAa KHOIIKY MJIM HaBeJIeHHE Ha Hee Kypcopa. beut nc-
nojbp3oBaH mapameTp SetActive(), koTopeiii MO3BONIET yOMpaTh W BOCCTAHABIMBATH BHIUMOCTH
00BEKTOB ClLIEHBI. TakuM 00pa3oM HAaCTPOEHO IMOSBJICHUE OKHA MPOTPaMM U MPHIIOKEHHM, a TaKkKe
MOJICKa3KU KaJeHaapsl.
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Jns peanuszauuu B3aUMOIEHCTBUS MOJIB30BATENA M MPOTOTHUIIA IOCPEICTBOM YCTPOMCTBA
Microsoft Kinect TpeGyeTcst moaKiIroueHle psia CKPUITOB, KOTOPbIE MO3BOJISIIOT MTPOrPAaMMHO BOC-
MPUHUMATD KECTHI.

KinectGestures.cs — ckpunt Ha si3bike C#, ONMCHIBAIOIINI JCHCTBUSA, KOTOPhIE HEOOXO0IUMO
pacrno3HaBaTh, pa30UT Ha HECKOJIbKO yacTel. B mepBoii onuchIBatoTCs nepeMeHHbIe Kilacca, U3 Ko-
TOPBIX HamOoJblIee 3HAaYeHHEe MMeeT mepeMmeHHas Gestures tuma enum. OHa uWcmonb3yercs s
OOBSIBIICHUS, TIEPEUUCICHNUS OTICIBHOTO THIIA, COCTOSIIEro M3 Habopa MMEHOBAHHBIX KOHCTAHT,
KOTOpBIM Ha3bIBAETCS CIIUCKOM NEPEUYUCIEHUA. B NaHHOW NMEpEMEHHON MEPEYUCIIEHbl Ha3BaHUs
nerctBuid, koTopsie Kinect qomkeH pacno3HaBarb. UToObl TpOrpaMMHBIN KOJT CYUTBHIBAII ICHCTBHS,
Heo0X0IMMO CHMMAaTh MH(OPMALIMIO O CKeJeTe, nepenaBaeMyto ycrpoiictBoM Kinect, u npeoOpa-
30BBIBaTh €€ B HAOOp MepeMeHHBIX, 3aK/II0UEeHHBIX B iepeMeHHoi GestureData, kotopast onuchiBa-
eT UACHTU(UKATOP TOIH30BATEIS, COBEPIIAEMOE JCHCTBHIE, BpeMs Hayaja JEHCTBHS, CyCTaB CKe-
JeTa U ero nosunuio B 3D-npocTpaHcTBe, U T. A.

Tak xak npototun uHTepderica paspabaThiBaeTCs B KaU€CTBE CHCTEMbI, aIalITHPOBAHHOM MO
JFOJICH ¢ OrPaHUYECHHBIMH BO3MOXHOCTSIMU 3710poBbsi (nasiee — OB3), ObUTO MPUHSTO pElIeHHEe HE
MIPOBOJIUTH UJICHTU(DUKALIMIO TTOJOKEHHUS CyCTAaBOB HUKHEW YacTH Tela, IOTOMY YTO MHOTHE MOJIb-
30BaTe C OrPAaHUYEHUSIMU B MEPEIBUKEHUN HE MOTYT JIOJITO CTOSITh, COBEpILAsi aKTUBHBIE JIBUKE-
HUs pykamu. [loaToMy [1st peanu3anuu yrpasieHus: HHTEp(EHCcOB yCTpOWCTBY He TpeOyeTcst OTcie-
KUBATh MOJIOKEHHUE TOJIOBbI U HOT, @ 3HAYUT, KOJJMYECTBO CYCTAaBOB OTPAHUYEHO CEMBIO AJIEMEHTAMU:
JIEBBIM/TIPABBIM 3aIIICTHEM, JIEBBIM/TIPABBIM JIOKTEM, JIEBBIM/TIPABBIM IIJICUOM, I11eei [5].

[ nonyuenus sHauenuili nOa0NCEHUs CYCMA808 N 3aHECEHUS] UX B COOTBETCTBYIOILIUE Tie-
peMeHHbIe ucrob3yercs meto kinacca KinectWrapper, koTopslii Takke He SBJISIETCS CTaHIapTHO#M
OuOIMOTEKON — ero HeoOXOAMMO MOAKIIIOYATh BpY4HYI0. B aToM Kiacce kaxaomy u3 20 moctym-
HbIX ycTpoicTBy Kinect cycTaBoB npucBauBaeTcsi CBOM HOMEpP U MPOBOAUTCS PAJl ONEpaluii ¢ 1ie-
TBI0 TOJTy4YeHHs] HH(GOPMAIIMU O TMOJIOKEHUH KaXJIOTO CycTaBa, a Takxke monyudeHuss RGB-kapTe
c kameps! Kinect u kapThl r1yOuHBI ¢ HHPpaKpacHOro ceHcopa. Ilocie BbIMONHEHUS BCeX orepa-
it B kiacce KinectWrapper mposomkaercst mpocuet B kinacce KinectGestures.

CrnenyromuyM 1aroM SIBJISIETCS OMCEHCUBAHUE OBUNCEHUs, N TIPU YCIIOBUH, YTO YKECT IMOJIb30-
Barelsi 3aBepiieH, Bbi3biBacTes (ynkiws CheckPoseComplete, B koTopoit mo 3aBepiieHHU Kecta
B riepeMeHHyto gestureData 3amuceiBaeTcsi mHGOpMaIKs O BPEMEHH 3aBEPILECHUS KECTa U MO3UIIUN
OTJIEKHMBAaEMOro cycTaBa B mpocTpaHcTBe. Eciu monb3oBarens Mo Kakoi-mMbo mpudMHE MpepBall
’ecT, To Bei3biBaeTcs pynkims SetGestureCancelled, kotopas oOHysier nepemennyro gestureData.

[Ipu coBepuieHMHM TONb30BaTENEM Kakoro-TMOo JEWCTBUS  BBI3bIBAECTCS  (DYHKIUSA
CheckForGesture, B KoTOpoii orucaHbl YCIOBHS KaXI0T0 jkecTa u3 crnrcka Gestures, o0bsBIeHHO-
ro B Hayase kiacca. [[ns cozmanust mporotuna uHTEpdeica HeoOX0IUMO OTCISKUBAHUE TOJIBKO
getwipex aevictBuii: SwipeLeft, SwipeRight, SwipeDown, SwipUp, Click, Push, Pull, Wave.

Bces kommiekcHast cuctemMa METO0B U KJIacCOB COOMPAGTCS B OTHOM MECTE ISl yIIpaBJIeHHUs
W BbI30Ba pyHKIMH npoBepku. B kimacce KinectManager.cs xpaHsTcs mepeMeHHbIe, OTBEUAIOIIHE 32
BBITIOJTHEHHOE JEHCTBHE, TOJOKEHUE BCEX OTCIEKMBAEMbIX CYCTaBOB BO BPEMEHH, a TaKXKe HH-
dopmanus 06 3THX cycTaBax u moib3oBareasx. C momoinpsio ckpunra KinectManager Bo3mMoxHO
pacrno3HaBaTh JIBa OTAEIbHBIX CKeJeTa, pa3aenus ux no ID nmons3oBaTens, U NPensTCTBOBATH MOTe-
pE OTCIIEKUBAEMOT0 CKEJIETA IIPU MOSIBJIEHUU B KaJpe BTOporo [6].

JIns TIOAKITIOUEHHSI CUCTEMBI paclioO3HaBaHHsI )KECTOB B UTPOBOM ABIKOK UNity Heooxomumo
npocto 100aBuTh Kiiacc KinectManager kak KOMIIOHEHT K akTHBHOM Kamepe.

BaxHbIM 371eMeHTOM pabOThI pacrio3HaBaHUs JKECTOB siBiseTcs ckpunt GestureListener.cs,
KOTOPBIN Takke 100aBiseTcs K aKTUBHOW KaMepe B KauecTBe KOMIIOHEHTa. B camom Hauaze 3Toro
CKpUNTa CO3MAI0TCS NepeMeHHble Thma D00l. DTu mepeMeHHBIE B JajdbHEHIIEM HCIIONIB3YIOTCS
B (DYHKIIMSAX, KOTOPBIE BO3BPAILAIOT CUTHAJ O TOM, YTO AEUCTBHE OBLIO 3aBEPIICHO.

Oynkimun UserDetected u UserLost aktuBupytroT OTCIeKHMBaHUE BHIOPAHHBIX JKECTOB TIPH T10-
SIBJICHUH TI0JIb30BaTeNs mepes kamepoil ycrpoiicta Kinect 1 04MIIaloT KAII MPU UCYE3HOBEHUH T10JIb-
30BaTesIs U3 Kajpa COOTBETCTBEHHO, a ¢yHkimsa GestureCompleted Bo3Bpamaer nrdopmaruio o cie-
JIAHHOM JIBHKEHHH TTOCTIe CEPUH MPOBEPOK, BBITIONHAEMBIX B MeTo1e Gestures kimacca KinectGestures.
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B AaHHOM CKPUIITC CO3AaHbI I‘JIO6EUIBHBI€ MNEpCMCHHBIC, H606XOI[I/IMBIG JJI1 CBA3U 3TOI'0 KO-
Ja 1 00BEKTOB, HAXOAIIUXCS Ha BUPTYAIbHOM CIIEHE MPOTOTUIIA MHTepdelica. Peanuzanus cBs3u
MEXTy TIEpEMEHHBIMHU B KOJIe B 00bEKTaMHU Ha CIICHE MPEICTaBJICHA CIEAYIONUM HaOOpOM CTPOK:

public Texture2D cursorTexture;

public CursorMode cursorMode = CursorMode.Auto;

public Vector2 hotSpot = Vector2.zero;

private bool swipeLeft;

private bool swipeRight;

private bool swipeWave;

private bool isMoving;

public GameObject MenuP;

public GameObiject All_programs;

public GameObiject hello;

private string gestureName;

private MouseSwipe mouseSwipe = new MouseSwipe();

public Transform target;

public float smoothTime = 0.3F;

public Vector3 pos;

private bool t = false;

B nannoMm ¢parmente koma public sBasiercs onpenenurenem pexxuma poctyma (public —
riobanbHas epeMeHHasi, private — mokanpHas nepemernas). GameObject sBisiercst TUIIOM 00BEK-
ta. B mannom ciygae GameObject — urpoBoit 06wekT. CiaoBocoueranuss MenuP, All_programs
" Jp. SABJAIOTCA Ha3BaAHUAMU IICPCMCHHBIX.

VYaxke cyliecTBYIONNI BHEIIHUN K1acc T00aBIsSETCS MOCPEICTBOM II00aNbHON IEPEMEHHOM,
1€ HA MECTEC THUIIA HepeMeHHOfI 3allUChIBACTCS HA3BAHUEC HGO6XO)II/IMOFO KJ1acca:

Private GestureL.istener gestureListener.

Crenyromupe CTpOKM Koja oOpaIlaroTcs K TumaM repeMeHHbx Animator. Hoseie Bepcuu
Unity BKJIFO4atOT B ce0s1 OOHOBJIEHHYIO cuUcTeMy aHuManuu Mecanim (puc. 2). Ee cytb coctout
B TOM, UTO BCA aHUMallUA 00BEKTOB PA3ACIACTCA HAa Pa3IMYHBIC COCTOAHMA, MEPEXO0] MEKAY HUMU
OCYHICCTBJIACTCA COTIJIACHO MMapaMeTpaM, KOTOPLIC MOT'YT U3MCHATLCS MMOCPECACTBOM CKPUIITOB.

| Layers || Parameters |’ Base Layer

(Grilame N+
= Normal o
= Highlighted ()
= Pressed o
_ i
= Disabled o

Puc. 2. OkHO cocTOsIHUII AHUMAIIMH KHONKH B cucrteMe Mecanim
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B KaKIAOM COCTOAHHHU 3allMCaHa OMNPCACIICHHAd aHUMaAllUuA, KOTOpas SABJIACTCA OTACIbHBIM
obbexkToM Tuma Animation. Bce anuMalimoHHBIE KIIMIBI CBSI3aHBI IPYT C APYrOM B €AWHBIN TJI0-
oanpHbI Animation Controller (konTtposuiep anumariu). UYToObI H3MEHUTH €0 MapaMeTphbl Yepes
CKPpHIIT, HY>XHO II€PEBECTU KOMIIOHCHTBI aHUMalWH B IMCPEMEHHBIC. ,HJ'I}I A0CTyIla K COCTOAHUAM
aHMMAIIMU He0OXOIMMO CO3/IaHHe IepeMEHHbIX THIia Animator:

private Animator up;

private Animator programs;

Ho camu mo cebe nmepeMeHHbIC HE HECYT HUKAKOW nHpopMary 00 aHuManuu oobekTa. s
MIPUCBOCHUS UM COOTBETCTBYIOIIMX KOHTPOJUIEPOB HEOOXOAUMO 00paTUThes K (hyHkmu Start, BbI-
30B KOTOPOM MPOUCXOIUT MPH MOSBJICHUH UTPOBOTO 00beKTa. B Tene naHHO#M (yHKIIMM 3amuchiBa-
FOTCS CIEAYIOLINE CTPOKHU:

up = MenuP.GetComponent<Animator>();

programs = All_programs.GetComponent<Animator> ();

B JaHHBIX CTPOKaX KOJia IICPECMCHHBLIM THIIA Animator IMPUCBANMBAIOTCA 3HAUYCHUS I10 1ra0JIo-
Hy: Hepoesoi_Obwvexm.Ilonyuume Komnonenm<Animator>(). To ecThb MpOrpaMMHO BBI3BIBAFOTCS
KOMITIOHCHTBI, ITPUCOCIUMHCHHBIC K HI'POBBIM O6LCKTaM, HMCHOIIUM OIPCACIICHHOC UMs, KOTOPOC YyKa-
3bIBACTCs B nepBoﬁ qacTu HIa6JIOHa. Cucrema aHUMalnunu Mecanim IMO3BOJIICT NNEPEXOANUTH U3 OJHOT'O
COCTOSIHUS B APpYroe Npru U3MCHCHUHN OIIPEACICHHBIX ITapaMETPOB, CO3AaBACMBIX IT0JIb30BATCIICM.

Jns 3amycka uHTEpdeiica He0OX0IMMO BBECTH MAPOJIb B BUJIE ONPEICIIEHHOTO YHUKAIHHOTO
ABUXKCHUS, YCTAHOBJICHHOT'O I1OJIB30BATCIICM. I[J'I}I JaHHOT'O IMIPOTOTHUIIA HeO6XOI[I/IMO InomMaxartb py-
KOii, TeM cambIM akTHBHpOBaB ¢yHkimio ISWave(). [Ipu cpabarbiBaniu QyHKIIMN TPUBETCTBCHHOE
OKHO CKPBIBACTCA, IIPCAOCTABJIAS BOSMOKHOCTD z[anLHeﬁmeﬁ pa6OTBI C CHUCTEMOI:

if (gestureName == "Wave" || gestureListener.IsWave()|| Input.GetKeyUp(KeyCode.Alpha6))

{
hello.SetActive(false);
t=true;

}

JlanpHeiiee B3auMOACHCTBHE C MPOTOTUIIOM OCYIIECTBISIETCSI B OCHOBHOM HIECTBIO Ke-
CTaMu: B3MaxOM PYKH BJICBO, BIIPpaBO, BBCPX, BHU3 U KIIMKOM. ITH KECTHl OIMHUCAHLI B CKpPHUIITEC
KinectManager.cs u uis mojyueHus: K HUM JI0CTyNa He0OXOAMMO MOAKIFOUCHUE TOMOTHUTEIBHBIX
CTPOK KOJa, CIIy)KAI[MX TPUTTEPaMH, IO KOTOPbIM 00pPa0OTYHK MOTYYaeT JOCTYI K COOTBETCTBYIO-
muM QyHKIUAM. DTHM HaOOpPOM TPUITEPOB CIYKHT KOMIIOHEHT AaKTUBHOH KaMepbl, HOCSIIMN
HasBanue Gesture Listener (Script).

Ckpunt GestureListener.cs sBisiercst nouepHuM o0bekToM Kiacca KinectGestures u 6eper
CBOM OCHOBHBIe mapameTpsl u3 ¢ynkiuu GestureListenerinterface. Hacnenosanue mapamerpoB
CTaHOBUTCS BO3MOXKHBIM OJlarojiapsi CTpoKe Koja, KOTopas SBISIETCS CTPOKOW OOBSBICHUS TJIO-
OanpHOTO Ki1acca GesturelListener:

public class GestureListener : MonoBehaviour, KinectGestures.GestureListenerInterface

B nanHo#i ctpoke kona mapamerp MonoBehaviour o3navaet, 9To 11 paboThI Kiacca HeoO-
XO/IMM MaTepUHCKHUH 00BbeKT. TO eCTh ONMMCAHHBINA KJIacC HE MOXET paboTaTh, HE Oyay4H MpPUBS-
3aHHBIM K KaKOMY-JTH00 00BbeKTy [7].

Teno kmacca onmchiBaeT psii (GyHKIMH, BO3BpallalomuX 3HaueHue OyineBoro Tuma. OpaHa
u3 Takux Qynknuit — IsSwipelLeft():

public bool IsSwipeLeft()

{

if(swipeLeft)

{

Debug.Log(«Swipe Left!»);

swipelLeft = false;

return true;
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}

return false;

}

Jannast ¢yHKIus ri100aJbHOrO TUIMA MOXKET BO3BpalllaTh 3HAUEHUS JMOO «UCTHHA», JTHOO0
«10%b». JI1s1 BBIOOpA OJJHOTO M3 STHX 3HAYCHUH MPOMCXOUT MPOBEpKa nepeMenHoi SwipelLeft Oy-
nesoro tuna. IIpu 3HadeHuu true (uctuHa) crepsa mepemaetcs coobmenue «Swipe Left!» B koH-
COJIb OTJIaJKH. 3aTeM nepeMeHHoi SwipelLeft npucBanBaercs 3nauenue false (Jioxxw) u B uTore Bos-
Bpaiaercsi 3Hadenue true (uctuna) ans Bceil pynkuuu. Ecnu npu mHunmanuzanun GyHKIUU 3Ha-
yeHue nepemennoit SwipelLeft 6si10 paBHo false (;10xb), TO cpasy npucBauBaercs 3HaueHue false
(J10XB) 1i1s Bce PyHKITUH.

[Tocne onucanust GpyHKIMA 00pabOTKH KECTOB HEOOXOAUM Psill HYHKIMIA I MOHUTOPUHTA
uHdopMmarmu, nepemaaBaemoit ycrpoiicteom Kinect. I mepBoit sBisiercst Gynkims UserDetected,
KOTOpasi MHULIMAJIU3UPYETCs MpU TMOSABICHUM I0JIb30BaTENs Mepes ycTpoicTBoM. Pabora naHHOM
(GYHKIIUH 3aKII0YAeTCsl B CO3JJaHUM CIUCKA JIBIXKEHUH CIIEIUANBHO ISl PACIIO3HAHHOTO IMOJIb30Ba-
TeNs, KOTOPBIA COXpaHsAeTCs B IEPEMEHHOM Manager, mpuHasiexamiei kmaccy KinectManager.
JlanpHeHIM JeiicTBHEM SIBISIETCS BBIOOP HEOOXOAUMBIX YKECTOB, MOAJEKAIIUX PACTIO3HABAHUIO
ycrpoiictBom Kinect.

[Tocrne 3aBepiieHus kecta HHUAIMATH3UpYeTcs Gynkius GestureCompleted, kortopast omu-
CBIBACT JICHCTBUS, IPUHUMAaEMble 00paOOTYMKOM MPU PACIIO3HABAHUH OJHOTO M3 KECTOB, ONHCAH-
HBIX B IlepeMeHHON manager. Ecnu skecT coBmagaeT ¢ OJHUM U3 ONMHMCAHHBIX, TO COOTBETCTBYIOIIEH
MEepEeMEHHON OyNneBOro TUIa NMPHCBAWBaeTCS 3Ha4YeHHE true (MCTHHA) M yIpaBlICHUE IMepeaaeTcs
00paboTurKaM, OMMCAHHBIM B Hayase Kjiacca.

Jiss mpsMOTo B3aMMOJEWCTBUSI C OCHOBHBIM CKPHIITOM, OIHCHIBAIOIINM TOBEIACHUE TPO-
rpaMMBbI TIpU PacoO3HABaHUH YKECTOB, HEOOXOIMMO 3alHChiBaTh WH(GOpMAIMI0 O cpabaThIBaHUH
TPUTTEPOB B CIEIHAJBbHYIO TIOOANBHYIO TEPEMEHHYI, HOCsIyr Ha3BaHue GestureListener.
[TpucBoeHre TaHHOH NEpEMEHHOM HEOOX0IMMOT0 3HAUSHHSI OCYLIECTBISETCS C IIOMOILIBIO MOJIB30-
BaTeJbcKoro uHTepdeiica mporpammel Unity 5. JIocTaToyHO MpOCTO MEPEHECTH MBIIIBI HEO0XO0-
JUMBIN KJIACC B COOTBETCTBYIOIIMI pasnien okHa Inspector.

[Tocne moakmrOueHMsI BCEX HEOOXOIMMBIX KJIACCOB CTAIO BO3MOXKHBIM IPOCTOE OMHCAHUE
HEOOXOJMMBIX JIBM)KEHUH, 3aKJIr0Yarolleecs B BbI30BE COOTBETCTBYMOLIEH (QyHKIMM 00paboTdMKa
kimacca Gesturelistener.cs, Ho BBHIy TOTO, 4TO B3aWMOJICHCTBHE ¢ MHTEPAKTUBHBIM MPOTOTUIIOM
MOJKET OCYIIECTBISATHCSA HE TOJIBKO JKECTaMH, HO M MBIIIBIO (IIPU OTCYTCTBUU BO3MOXXHOCTH TO/I-
KJIroueHus yerpoiictBa Kinect), Bo3HUKIIa HEOOXOAMMOCTh CO3aHUS OTACIBHOIO KJacca, OMHUCHI-
BAIOLIETO JKECThI, COBEPIIAEMbIE C MIOMOIIbIO MBI, KOTOPBIE COOTBETCTBYIOT XeCTaM, pacro3Ha-
BaeMmbIM B Kiacce KinectManager [8].

Kiacc MouseSwipe.cs cocTout u3 aByx 010KoB. [IepBbIii — onmucanue mepeMeHHBIX, HE00-
XOJIUMBIX JIJIs1 pabOTHI KJ1acca:

Vector? firstPressPos;

Vector2 secondPressPos;

Vector2 currentSwipe;

private enum gestState{None, Up, Down, Left, Right, Click};

private int gestureld;

Bce maTh nepeMeHHBIX — JIOKaJIbHBIC, TaK KaK 3HAYEHUs, 3allMCaHHBIE B HUX, HEOOXOIUMBI
TOJILKO BHYTPH KJjlacca.

Tpu U3 NATH TIEPEMEHHBIX SABJISIOTCS MTEPEeMEHHBIME THIa VeCtor 2, KoTopeIi XpaHUT B cede
KOOPJIMHATHI MO0 JBYM ocsiM. B crmydae ckpunta MouseSwipe.CS HeoOXOIUMBIMHE SIBIISIFOTCS TIEpe-
MEHHBIE, cojiepKalue B ce0e 3HaueHUE MOJIOKEHUS MBIIIH MPU HaKaTHUH Ha JIEBYIO KHOIKY MBIIIN
(firstPressPos), 3HaueHUe MOIOKEHHSI MBIIIK TPU 3aBEPIICHUH jxkecTa (SeconsPressPos) u Hopma-
JTU30BaHHBINA BekTop (currentSwipe). Hopmaan3oBaHHBIM BEKTOPOM SIBISICTCS MPOCKIHS HAa ocH X
1 Y, MOCTpOEHHAs MKy JBYMsI TOUKAMU TPSIMOM.

57



3ene B. A., bamenvxuna O. B.
Peanuzayus beckonmaxmno2o 63aumooeticmeusi ¢ npomomunom Komnviomeprozo unmepgetica ¢ Unity 3D

HOpMaJII/I?;OBaHHBIﬁ BCKTOP BBIYHUCIACTCA IYTEM BbIYHMTAHUSA HavaJIbHOU MMo3uIu Kypcopa
MBIILIN U3 KOHEYHOM:

currentSwipe = new Vector2(secondPressPos.x-firstPressPos.x, secondPress-Pos.y —
firstPressPos.y);

[Tocne HOpManu3aLUU BEKTOpPA MPOBEPAETCS PsAJl YCIOBUM, ONUCHIBAIOIINX BCE BO3MOYKHBIE
HaIpaBJIeHUsl BEKTOpa, a UMEHHO: BBEpX, BHU3, BJIEBO U BHpaBo. [Ipu coBmaseHuu HampaBieHHS
BEKTOpa C OJHUM M3 YCIOBUI (DyHKIMS BO3BpallaeT 3Ha4eHUs THma String (crpoka), coaepixaiee
B ccOe Ha3BaHHMe kecTa. B nHom cirydae Bo3Bpariiaercs sHauerue NUll (ayms) [9].

Knaccer KinectManager.cs, GestureListener.cs u MouseSwipe.Cs mo3BoJIsifOT onucaTh He00-
XOJIUMBIE YCIIOBHS JJIsl B3AUMOJACHCTBUS C TPOTOTUIIOM.

Ooparmenue npoucxoaut B tene Gynkiuu Update(), koTopas MHUIMATH3UPYET KaXKIbIA
KaJlp Mpu 3aIycke npuiioxkeHus. [IponucanHoe yciaoBHe OTCIIEKUBAHUS B3Maxa MpPaBOW PYKU Ui
JTATbHEHIIETO OMMCAHMs ACUCTBUHN BBITIIAIUT CICAYIOIIUM 00pa3oM:

if(gestureName == «Lefi» || gestureListener.lsSwipeLeft())

{

JlaHHBIE CTPOKHM KOAA OMUCHIBAIOT YCIOBUE: €CIIU KECT MBIIIU SBIISETCS )KECTOM BJIEBO JIHOO
’KeCT, pacro3HaHHbIil ycTpoiictBoM Kinect, sBasieTcss B3MaxoM BJIEBO, — BBIIIOJHSTH CTPOKH KOJIa,
3aKJIIOYEHHBIE B TEJE 3TOr0 YCiaoBUs. ONucaHnue OCTaIbHBIX TPEX JKECTOB PEATU30BAHO MO TOMY XKe
MPUHIIUITY.

JlaHHbIE CTPOKHM MPOMKMCAHBI BHYTPH TE€Ja YCIOBUM, ONMMCHIBAIOIIMX OTCIIEKUBAHUE JKECTOB
B3Maxa pyKOH BJIEBO, BIIPAaBO, BBEPX, BHH3, a TAKXKE >KECTHl yJIepkKaHUS PYKH Ha MecTe (KJIHK),
HampaBlieHUs] KUCTU Ha ce0s1, OT ce0s U mepeMeleHus JIaJOHU B TPUBETCTBEHHOM JKECTe.

[IpoBepka mapamMeTpoB W JOMOJTHHUTEIbHAS HACTPONKA OTCIECKUBAHUS JBMKCHUH HE00XO-
JUMBI 10 TIPUYHHE TOTO, YTO JaHHBIH JKECT JOJKEH OBITh JOCTYIIEH VISl paclio3HABaHUs HE Ha BCEX
pasznenax uHTepdeiica. s ero orpaHu4YeHUs B JAHHOM Clydae JOCTAaTOYHO MEPEYUCITUTH CIICHBI,
B KoTophiX uHUIMamu3anus Gyakuuu iSPush() u IsPull() 6si1a 061 ommbouHOM. B manHOM cityuae
3TO MapaMeTPHhI MOSBJICHUS] HOBBIX JIEMEHTOB CHUCTEMBI — OKHA MaKu U300pakeHH .

[TocnennuM HEOOXOAMMBIM KOMIIOHEHTOM YIIpaBIEHUs MPOTOTUIIOM HHTep(eiica sBiseT-
Csl KOHTPOJIb HaJl KypCOPOM MBIIIUA. BBUAY TOTO, YTO MOJB30BaTENb OyJIeT HaXOIUTHCS Ha pac-
CTOSIHUM 2—3 METPOB OT JKpaHa, y HETo He Oy/eT BO3MOKHOCTH BOCIIOJIB30BATHCSA MBIIIBIO UITU
KkiaBuarypou. IloaToMy ciienyer npuBs3aTh Kypcop MBIIIM K CYCTaBy INPaBOM HIIM JIEBOM PYKH
BUPTYaJbHOT'O CKEJIETA.

Ckpunt KinectManager.cs coiep KUt yCiIoBHsl, TO3BOJISIFONINE YIPABIATh KYPCOPOM MBIIIH
0e3 co37aHus JOMOIHUTENBHBIX CKPUNTOB. [[J1s1 akTUBalUK pexxuMa KOHTPOJIS Kypcopa HEOOXOaH-
MO M3MEHHTH 3HaYeHHE Mmapamerpa akTuBHOU kamepsl ControlMouseCursor B okue Inspector. Jlmst
O0TOOpaXeHHsI Kypcopa Ha JKpaHe HEeOOXOJIHMMO CO3/IaTh UTPOBOM OOBEKT, KOTOPBIM Takke MpH-
KPEIUIAETCS K COOTBETCTBYIOIIEMY ITapaMeTpy B OKHE HacTpoek ckpumta KinectManager.cs.

[Tocne akTUBanMM BCeX HEOOXOAMMBIX MApaMETPOB B MPOTOTHUIE MHTep(delica mosBisieTcs
BO3MOKHOCTH YIIPABICHUSI KypCOPOM 0€3 UCTIOIB30BaHMS KOMITBIOTEPHON MBIIIIH.

AXTHBaIUS YETHIPEX KECTOB U BO3MOXKHOCTh KOHTPOJIsI Kypcopa B ckpunte GestureListen-
er.CS IIO3BOIMJIM CO3IaTh BCE HEOOXOINMBIE YCJIOBUS A1 TTOJHOLICHHOTO KOHTPOJISI Hajg I/IHTep(beI?I-
coM. DTOT (haKT MO3BOJISET YTBEPKAATh, YTO OECKOHTAKTHBIN HHTEp(]Elic HACTOIBKO Al TUBEH, YTO
MOJKET MCHOJIB30BaThecsa B KauecTBe ocHoBHOro I10 kak moaemu ¢ OB3, Tak u moiab3oBaTessMu 0€3
OrPaHUYEHUN MOTOPUKH.

PaGoTocrmocoOHOCTh MPOEKTa MOXKHO TPOBEPUTH B XOJZ€ Pa3pabOTKH B CaMOM HUTPOBOM
nskke Unity3D, Tak kak OH MOJIHOCTBIO MHTETPUPOBAH B Cpedy pa3paboTKu. J[jist 3TOro MOKHO
MCIOJIb30BaTh KHOMKKM RUN u Pause, 4To mo3BossieT, BO-NEPBbIX, YBUAETh KPUTHUECKHUE OIIHMOKH,
KOTOpbIE HE JIOMYCKAIOT 3alyCK MPOEKTa, a BO-BTOPBIX, MPOBEPUTH pACIpEACIICHUE MPOU3BOIU-
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TeNbHOCTH Yepe3 BeTpoeHHbli Profiler (mpodaitiep). Kpome Bcero npodero, mpodaiiiep mo3BosiseT
U3MEPATHh BPEMs, 3aTpaueHHOE Ha BBIMOJIHEHUE TOTO WIIM MHOTO MPOIecca, OTACTbHBIX MPOIECTYp,
bynkuwmii, moayneii u 1. 1. (puc. 3) [10].

& Profiler I‘
| Add Profiler

™ Record | Deep Profile | Profile Editor | Active Profiler | Clear Frame:  Current

33ms (30FPS)

16ms (60FPS)

O) Rendering
M Batches
W SetPass Calls
W Triangles
W Vertices

- Memory
B Total Allocated

W Texture Memory
W Mesh Memory
M Material Count
W Object Count

M Total GC Allocated
M GC Allocated

Audio
W Playing Sources

W Audio Voices
W Total Audio CPU
M Total Audio Memory

X

l Hierarchy CPU:2.26ms GPU:0.00ms | Frame DebuggerJ (Q

Overview | Total| self| calls|Gc Allocw self ms|/\| |
Overhead 97.6% 97.6% 1 0B 2.20 2.20 al

Puc. 3. Oxno Profiler

[TporoTun OeckoHTakTHOro MHTep(elica sBISEeTCA MOTHOLEHHBIM MPUIOKEHHEM U, Oa-
rojiapsi peau30BaHHOMY YIIPABJICHUIO C HCIIOJIb30BAaHHEM MBIIIM HapaBHE ¢ ycTpoiicTtBoMm Kinect,
MOJKET OBITh YCTAaHOBJICH M 3aIyIICH KaK MOJb30BaTEISIMH O€3 OTpaHWYEHUH 370pOBbs, TaK U
moaemu ¢ OB3.

Pa3zpaboTaHHBIi TPOAYKT TPUTOAEH JUIS OKCIUTyaTalldM KaK dJEKTPOHHBIA pecypc-
NPUIOKEHHE C pacUIMpeHueM .eXE, KOTOpPBhIH MOXET HMCIOJb30BaThes Kak moasmu ¢ OB3, Tak u
MOJIH30BATEISIMU Oe3 OrpaHnYeHU MOTOpUKH. OH MOKET OBITh 3aIyIlleH B OJHON U3 TPEX Oleparu-
onnbix cucrem: Windows, MacOS wu Linux. Takum oOpa3om, mpoToTun uHTepdeiica ¢ OeCKOH-
TaKTHBIM B3aUMOJICHCTBHEM SIBIISIETCS] KPOCCIUIAT(OPMEHHBIM.
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