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CUCTEMA NEPEHOCA JIEKLIUA B BUPTYAJIbHbIA
MUP vAcademia C UCNMOJIb3OBAHUEM
BO3MO)XXHOCTEM Microsoft Kinect U MOTOKOBbIX
NMPOLLECCOPOB

Annomayusn: B 0annol cmamve npeonazaromcs Memoobwl U apXumekmypa cucmemvl nepeHoca
«AHCUBLIXY TIeKYULl 6 upmyanvHulil mup vAcademia. Cucmema 3anucwvléaem 2010c 1eKmopa u
ucnonvzyem Microsoft Kinect 0na 3axeama scecmog npenooasameis, npeoopasys smu OaHHble
6 anumayuto asamapa nekmopa. Ha ocnoee ucnonvszoeanus 603modcHocmel nomoKo8bix
npoyeccopos cooepiucumoe IKPana npoexmopd, Komopwli UCHOLb3Yem npenooasamelby,
nepeHocumcs HenocpeoCmeeHHO 8 GUPMYANbHbIUL MUP U 0Modpaicaemcs 8 co8MecmHoM
epaghuveckom pabouem npocmpancmee, d MaxKiHce NPOUCXoOUm OONOTHUMENbHBIN AHATU3
uzobpasicenus ¢ euoeokamepol Kinect ons bonee mounozo onpeoeneHusi NOAONHCEHUs. mena
npenooasamens. VMcnonv3osanue nomoxkogvlx npoyeccopos no3801Un0 3@Phekmusno
peanuzoeams nepeoavy co0eprHcUMo20 3KpaHad Npoekmopa Ha coemecmoe paboyee
NPOCMPAHCMBO 8 GUPMYANLHOM MUpe, d MAaKi#ce OCyujecmsisims pacno3Haéanue Y8emHulx
Mapkepoe Ha mene npenoodasamens Npakmuiecku Oez nomepu npous8o0UmMenbHOCHU.
Ilpumenenue Kinect ons 3axeama nekyuii (COBMeCMHO ¢ NOAYUEHUEM U300pAdCEHUs C
npoeKmopa unu UHMepaKmueHol 00CKU U OMoOpadXceHuem e2o Ha GUPMYalbHOl 00CKe) MO0
ObL NO360IUMb YYUMENAM UCNONBL308AMb BUPITYANbHBLE MUPLL KAK MOWHOE CPEOCMEB0 00)YeHUs,
HAXo005Cb 8 NPUBLIYHOU 01 cebsl cpede 00yueHus. Dmo u A6nAemcs Yenvlo OaHHOU padbomul.
Knwueeswvie cnosa: vAcademia, Microsoft Kinect, nomokogvie npoyeccopwvl, aHaiu3
U300padicenUs, BUPMYANbHBILL MUP, 3AX6aM JIeKYull, Npe3eHmayus, ciaioogsle 1eKyul, 3axeam
08UdCEHUS, OUCKDEeMmHble eliBlem-npeoopas08aHUs.
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1. BBeaenue

BuptryanbHble MUpPBI MPUMEHSIOTCS Ui OOyYeHHs] B COTHSIX YHUBEPCHUTETOB IO BCEMY
mupy'. VX 1aBHBIM HEIOCTATKOM ISl YYUTEINIEH SBISCTCS CIOKHOCTh TIepexo/ia OT Mperoia-
BaHUS B PCAJIbHOM ayJIUTOPUU K OpPraHU3alMU 3aHITHI B BUPTYAJIbHOM MUpE’.

Microsoft Kinect — Heoporoe ycTpoucTBO JUIsl 3aXBaTa JBHKCHUHN YelloOBEeKa’. YCTPOHCTBO
BKJIIOYAET B ce0s BuAeoKaMepy, kamepy riyounsl u [IK-kamepy. s ynpaBieHus ycTpoiicTBOM
Y TIOJIy4eHUs TaHHBIX ¢ Hero Microsoft 6ecrmatHo npenocrasiser Kinect SDK.

[Tpumenenne Kinect i 3axBara JeKIUH (COBMECTHO C TIOTYYEHUEM M300pakeHuUs
€KTOpa WJIM UHTEPAKTHBHOM TOCKH M OTOOPaXCHHWEM €ro Ha BHPTYaJbHOW JOCKE) MOTIIO OBl
MIO3BOJIUTh YUUTEISIM MCII0JIb30BAaTh BUPTYaIbHbIE MUPBI KAK MOIIIHOE CPEICTBO 00yUEHUs, Ha-

XOJISICHh B IIPUBBIYHOM 15 ce0s1 cpere 00ydeHus. DTO U ABISIETCS LENbI0 JAaHHOW PaOOTHI.

2. O030p cnoco00B 3anKMCcH JeKIUii

Haubonee npocToii crocod 3amucy JeKIHid — 3TO 3anuch JeKIuid B opme Buaeo. B atom
citydae TpedyeTcsl yuacTHe BUAECOO0NEpaTopa, a Ipu IpOCMOTpe TepsieTcs 3PPEKT MPUCYTCTBUS.

JIpyroii momyssipHBIA CIIOCOO 3amucH JIEKIUH — 3T0 BeOuHapbl. OH He TpedyeT ydacTus
accUCTeHTa JuIsl BBeAeHMs 3anucu. OJHAKO ¢ OAHOM CTOPOHBI BEOMHApHI HE SIBISIFOTCS IPU-
BBIUHOH cpeoil 00ydeHusl AJisl TUIIMYHOTO MpenojaBareis U yYeHHKa, a C ApPyroll CTOPOHBI B
3aHATUU B BEOMHApE TaKKE OTCYTCTBYET APPEKT NPUCYTCTBHUSL.

Bupryanbnas akagemus (vAcademia) - eTMHCTBEHHAs B MUPE 00pa30BaTeIbHAS TPEXMEP-
Hasl BUPTYyajbHas Cpella C peam30BaHHONW BO3MOXKHOCTBIO 3D-3anucu 3aHATHI, HE OTIIMYalo-
LIMXCS OT opUruHaia. 3D-3anuch Mo3BOJISET 3aXBaTUTh BCE, YTO B AAHHBII MOMEHT HAaXOJIUTCS
B BUPTYaJIbHOM MHUpE, B TOM YMCJI€ MOJIOKEHNE 00OBEKTOB, BHELIHUI BUJ U JABM)KECHUS aBara-
POB, COEPKUMOE UHTEPAKTHBHOM TOCKH, TEKCT U COOOIICHHUS TOJI0COBOTO Yara.

3D-3anuch KOHUENTYyalbHO OTJIMYAETCS OT 3alMCH BUJEO WIM 3axBara 3kpaHa. 3D-3anuch
conepxut Bcto 3D-crieny co Bcemu 3D-o0bexkTamu 1 aBatapamu. Bee aeiicTBus aBaTapoB Tak-
ke coxpassitores B 3D-3anucu. OTu aeicTBust moBTopsATcs, koraa 3D-3amuck OynaeT Bocmpo-
u3BesieHa. E€ MoxeT moceTuTs rpymnmna CTyAeHTOB, KOTOPble MOI'YT B3aUMOJIEHCTBOBATh APYT
C JIpyI'OM U C 3allMCaHHBIMH OObeKTaMu. X0Ts 3D-3amuch JaeT MpernoiaBaTelio YHUKaIbHbIE

BO3MOXKHOCTH, a y4eHUKaM 3 (HeKT MPUCYTCTBUS, UCTONb30oBaHue VAcademia 3aTpyaHsIeTcs

1 Cmopkainos, A.10. Peannsars o6pasoBaTe/IbHbIX MHCTPYMEHTOB B BUPTYa/lIbHBIX 3D-cpejax ¢ MCIONb30BaHNEM
HOTOKOBbIX mporieccopos / A.FO. Cmopkaios // O6pasoBaTenbHble TeXHONOIUM 1 ob1iecTBo. - T. 14. Ne 3, 2011. - C. 409-425.
2 Mikhail Morozov, Alexey Gerasimov, Mikhail Fominykh, Andrey Smorkalov. Asynchronous Immersive Classes in a
3D Virtual World: Extended Description of vAcademia // Trans. on Comput. Sci. XVIII, LNCS 7848, p. 81-100.

3 Microsoft, Kinect. Web: http://www.microsoft.com/en-us/kinectforwindows.
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HEOOXOIMMOCTBIO MCIIOIb30BAHUS HETIPUBBIYHOM [T yuuTeneit cpenbl. PaspaboTka cuctemsl,
MO3BOJISIONIEH MomydaTh 3D-3anucu npu 00ydeHuH MperoiaBareieM B IPUBBIYHOM cperie 00-

YucCHUA, SABJIACTCA LICJIBIO HaHHOﬁ pa6OTI:I.

3. IlepBblii IpOTOTHII

Wntepdeiic pexnMa BUPTyamU3alMM «KUBBIX» JIGKIIUH PEaTU30BaH C HCIOJIb30BAHUEM
ckpuntoB VAcademia. CKpUIITBH HHUIIMMPYIOT HA4aJ0 M KOHEI[ 3TOT0 PeKMUMa, OCYIIECTBIISIOT
oroOpakeHre nH(popMaIuy, BKIoJaroIei ckenet B 2D u cratyc pacrio3HaBaHHs KaX10H da-
CTH TeJa, BKIIOYAIOT U BBIKIIIOYAIOT PEXKUM MepeJadl TMHAMUYECKOTO U300pakeHUs C SKpaHa
IPOEKTOpa Ha BUPTYyaJIbHYIO 10CKY. [lepenaua yka3aHHOTO JUHAMUYECKOTO H300paKEeHHUS OCY-
IIECTBIISIETCS HA OCHOBE MCIIOJB30BAHUS JJISI CHKATHsI JTAHHBIX JUCKPETHOTO BEHBIET Mpeod-
pa30BaHusl, PEaIM30BAHHOTO C UCIIOJIB30BAHUEM BBIUMCIUTEIBHBIX BOBMOXHOCTEH MOTOKOBBIX
poIIeCCOpOB?.

CKpunThl B3aMMOJEHCTBYIOT C OMOIMOTEKOM MOAJEPKKH aHUMHUPOBAHHBIX OOBEKTOB
(Animation library) rpaguueckoro apmkka yepe3 Script Executing Library. Animation library
B3aMMOJICHCTBYET ¢ IIaruHoM nojaepkku Kinect, momyyast o Hero HabOp KIIIOYEBBIX TOUEK
CKeJleTa 3aXBaThIBAEMOI0 YEJIOBEKAa M OPUEHTHPYS Ha OCHOBE ATHUX JAHHBIX CKeJleT aBarapa
npenoaasarens (puc. 1). B vAcademia st peanu3anuy CKeJleTHONH aHUMAIMM aBaTapoB UC-
nonb3yercst oudnuoreka Cal3D°. OHa mo3BOJISIET YIPaBIsATh CKEJIETOM aBarapa, aBTOMaTH4e-
CKH MEPECUYHUTHIBAs €T0 MOJUTOHATIBHYI0 3D-Mo/enb nojx HoBoe cocTosiHue ckenera. [lomnep-
KHUBACTCS PEXKUM «IPENOoAaBaTellb CUIUT», B KOTOPOM MO JaHHBIM Kinect opHeHTHpPYIOTCS

TOJIBKO PYKH U T'OJIOBA.

Kinect plugin = — Cal3D

"_[ Animation }

library

t——l

Script Executing
Library

vAcademia
graphic engine I

s Y

Scripts
vAcademia

Puc. 1. ApxurtexkTypa nojcucTeMsbl 3aXxBaTa JIBH>KCHUH JIEKTOpa

4 Cmopkainos, A.J0. MatemaTuueckas U IporpaMMHasi MO/ TeHepaLii TeKCTYP Ha rpapuuecKiX HOTOKOBBIX
nporeccopax / A.I0. Cmopkanos // IIporpaMmmHbIe CHCTEMBI U BBIYMCIUTENbHBIE MeTOAIBI. - N 1, 2013. - C. 116-128.

5 L. Jingtang, Z. Gang, T. Dunming, and X. Junjie "Research of skeletal-based virtual human animation using Cal3D,"
in 3rd International Conference on System Science, Engineering Design and Manufacturing Informatization (ICSEM) Cheng-
du, China, 2012, p. 269-273.
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Kinect Bo3Bpalaer cratyc KaxJoi TOUKM CKelleTa (HE paclio3HaHa; pacro3HaHa Mpesro-
JIOKUTENIBHO; Paclio3HaHa TOYHO) U MH(OPMAIIHIO O TOM, He 00pe3aH JIu CKEJIET M0 OTHOMY U3
YeThIpeX HarpaBlIeHUH 00JACThIO BUJUMOCTH KaMepbl. BbUIO BBIIEICHO 5 OCHOBHBIX YacTei
CKelleTa: pyKH, HOTH, royioBa. KauecTBo 3axBara Kakaoi u3 dacteil uepe3 Kinect onenusa-
eTcsl OTHENbHO. Eciii 4acTh cKejleTa mepecTaeT aJeKBaTHO PACIIO3HABAThCS, OHA IIEPECTAET
yIpaBIIATHCS Ha OCHOBE aHHBIX Kinect u ocTaeTcst Cio3MIMOHUPOBAHHON IO TIOCIIETHUM I10-
JTY4YEHHBIM KOPPEKTHBIM ToukaM. Ecin depe3 HeKOTOpbI HEOOJBIION MPOMEKYTOK BPEMEHH
4acTh TEJIa HE HAYMHAET PaCllO3HABATHCS BHOBB, YaCTh TEjla BO3BPALIACTCS B IIOJIOKEHUE I10
YMOIIYaHUIO.

[lepBble Bepcuu MPOTOTUIIA OBUIM CITUIIKOM HEYCTOHYMBBI JJISi HOPMAJIBLHOTO MTPUMEHEHHS
B yueOHOM IPOLECCE, U UCTIONB30BAINCH YUCTO B KauecTBe 3KcrepuMenTa. [1o urtoram tectu-
POBaHUS MPOTOTHIIA ObUT BBISBIICH PSJI HEJOCTATKOB U ObUTH CPOPMUPOBAHBI MIPEITIOKEHUS 10

€ro yJIy4lICHUIO.

4. lIpumeHeHne Mexanu3Ma 3axsBara aBu:keHusi Kinect B vAcademia

4.1. lIpoGaembl

[lepBoHavanpHas peann3anus BbISBUIA JBa IIaBHBIX HenocTarka Kinect:

1. Hepocrarounast TouHocTh 3axBata nBmwkeHuil. Kinect SDK He Bo3Bpamiaer TOYKU uje-
aJIbHO JIBUIKYILETOCS CKEJIETa YEJI0OBEKA, BMECTO 3TOI0 IIPEJOCTABIISAETCS BO3MOXKHOCTD yIPaB-
JSATh KO3(PPUIIMEHTaMU YCPEAHEHUS KOOPAMHAT, PEICKA3aHUs ABMKCHHS, IT0JTyYaTh JaHHbIE O
KOPPEKTHOCTH TOUKH CKenleTa U T.4. HecMoTps Ha nCIonb30BaHUE BCEH pacCMOTPEHHON paHee
nHpOpMaLIMH, HE YIAIOCh MOCTPOUTH HAIECKHYIO MOJIENb aBaTapa, KOTOPbIH OyleT JBUTaThCs
0e3 HeeCTeCTBEHHBIX 1103. MeX Iy TeM, IpH Nepeade IBHKCHUHN MPeroiaBaTesst UCKKEHUS U
HEECTBECTBEHHBIE 1103bI HEJJOITYCTHUMBI.

2. Kinect He pacro3HaeT MOBOPOTHI aBaTapa, JieBasi pyKa BCEIjia pacrojaraeTcs ciena, npa-
Bas - crpasa. Eciu 3axBaTbIBa€Mblii 4EJIOBEK OTBOpAUMBAETCs OT ycTpoiicTBa Ha 180 rpaaycos,
Kinect myTaet npaByio U JeBYyIO IOJOBHHY Tela, BO3BpAIasi COBEPIICHHO HEECTBECTBEHHYIO

o3y.

4.2. IlpeasoskeHHbIe pelIeHUsI ONMCAHHBIX NPodiemM

1. ns peuieHus npo6ieM HEeCTECTBEHHBIX 103 ObUTO MPUHATO pEIIeHUe OrPaHUYUTh pac-
cTostHue OT ycrpoiicTBa Kinect 10 aBatapa, Ha KOTOpOM paboTaeT pacro3HaBaHHE. DKCIEepH-
MCHTAJIbHBIM IIYTEM OBLIO BBISICHCHO, UTO CKCJICT YCJIOBCKA HAYMHACT PACIIO3HABATHCS 0e3 Cy-

IIECTBEHHBIX UCKaxkeHui HaunHas ¢ 1,8 M (¢ 1,3 M - B cuasiueM pexnme). Kpome Toro, 66010
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pemeHo 3adukcupoBars nojaoxenue Kinect na paccrosaun 0,5 MeTpa oT 1oJ1a ¥ IPOTPAMMHO
MIOBOpPAYMBaTh yCTPOUCTBO B 0 IpaycoB MO BEPTUKAIBHOM OCH, YTOOBI 3aXBaTHIBAEMBbIil Yello-
BEK OKa3bIBAJICS B CTPOTO NEPIEHUKYIISIPHOMN MIIOCKOCTH.

Kpome Toro, Obiia BBeeHa (pUIBTpaIMs HEECTECTBEHHBIX MOJIOKEHHMH yactell Tena. J{is
3TOro OBUIO Peasr30BaHO OTPaAaHMYCHHE JOMYCTUMBIX 3HAUCHHH 3MUIEPOBBIX YIIIOB MEXIY KO-
CTSAMHU U, KPOME TOTO, B OTJENBHYIO YacTh Tejla ObUIM BBIIEICHBI KUCTH, YTOOBI OLIEHUBATh
€CTECTBEHHOCTb UX MOJOKEHUS OTAEIbHO. B ciyuae, ecnu npoBepka Ha €CTECTBEHHOE I10JI0-
YKEHHE NMEET OTPULIATENIbHBIN pPe3yJIbTaT, YacTh TEJIAa CYUTAETCS HE PaCllO3HAHHOM.

2. Kinect He omnpenensieT NpaBUIbHBINA TOBOPOT YeNIOBEKA, HECMOTPS Ha TO, YTO €CTh BO3-
MOKHOCTb IIOJyUYUTh KBaTEPHUOH IIOBOPOTA BCETO TENA — MIOJy4YaeMbIil IOBOPOT AAJIEK OT pe-
alnbHOCTU. MeXy TeM, BO3MOXKHOCTh YaCTUYHOTO NIOBOPOTA OYEHb Ba)KHA IIPU NPOBEIECHUU
Jeximu npenogasareneM. [103ToMy ObLT pean3oBaH CIEAYIOUIHH aIrOPUTM:

+  IloBopot onpexnensieTcs JUHEHHON (YHKUIMEH OT MOJOXKEHUS KpAaHUX TOYEK
taza. OHAKO C y4eToM MpUHIMIIOB paboTsl Kinect, ero 3HayeHne KOPPEKTHO B Ipe-
nenax npumepHo (-110, 110) rpagycoB OTHOCHTEIBHO MOJIOKEHUS «JTUIIOM K Kinect».
[Tpu Gonee cuitbHOM MOBOPOTE, paboTa AIrOpUTMa COMBAETCS, U PACCUUTAHHBIN MTOBO-
POT HE MOXKET OBbITh IPU3HAH KOPPEKTHBIM.

+  bbumn BBeZIeHbI IBETHBIE MapKephl (2 MIT.), KOTOPBIE PacroiaraloTcs Ha TyJIO0BU-
1Ie, crpasa/crepenu u ciesa/cnepean (puc. 2). Ha mpakTuke UCTIONB3YIOTCS MapKephI
KpPacHOTO U 3€JICHOTOo I[BeTOB. BuaeonoTok, momyuaemslii ot ycrpoiictea Kinect, ana-
JU3UPYETCS C UCIOJIB30BAHUEM TOTOKOBBIX IpolieccopoB. Mozeinb, onucaHHas B pa-

Oote’® , ObUIa pacmpeHa MOHITHEM (QYHKIHH-TpadapeTa CrpoeupOBaHHON QUTYPBI:

0, ecrmm Go(x,y)=¢

1L ecmGy(xy)#¢ M

Br(x) ={

C nmomomsio (1) 6bu1a 3a7aHa QYHKIMS KOJTHMUECTBA MUKCEIECH CIIPOSIIMPOBAHHON (DUTYPBI

S, Ha pacTepU30BaHHOM U300pAKEHUH:

k(S EYY 80y @)

x=1 y=1

N3obpakenne oOpabarbiBaeTcsi GUIBTPOM, KOTOPBINA UCTIONB3YET ¢ KaK I[BET TOUYKH,

€CJIM TOYKA HE COOTBETCTBYET I[BETY MapKepa ¢ 33/IaHHO# morpeiHocThio. Ecii 3HaueHne

6 Cmopxkanos, A.JO. MareMatideckas ¥ IporpaMMHasi MOZIE/ TeHepaluy TeKCTyp Ha rpaduuecKux IOTOKOBBIX
nporeccopax / A.J0. Cmopkanos // IIporpaMmmHbIe CHCTEMBI U BBIYMCIUTENbHBIE MeTOAIBI. - N 1, 2013. - C. 116-128.
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¢byHKmIH (2) 60JBIIIe 3aJaHHOTO 3HAYECHHUS, TO CAIUTACTCS, 9YTO MAPKEPHI paCIiO3HAHBI U aBaTap
HaxOAMUTCS B JOIYCTUMOM JIMAMa30He MOBOPOTA, €CIU HET, TO MPEKPaIIaeTCsl UCIOJIb30BaHUE

naHHbIX Kinect 10 BO300HOBIIEHHUS pacliO3HABAHUS MapKEPOB.

Puc. 2. Tlponecc 3axBara JeKIUU

Kinect Bo3BparaeT /uis KakJ01 TOYKH W300paskeHHsI YUCII0, TOBOPSILEE O TOM, K KAaKOMY M3
pacro3HaHHbIX JIOJEH OH OTHOCHUT 3Ty TOUYKY. JTa HHPOPMAIUI UCIIONB3YeTCs AJIsl TOTO, YTO-

OBl BBITOJIHATH PACIO3HABAHUE MAPKEPOB TOJIBKO HA TEJIE YEIOBEKa, HTHOPUPYS (OH.

5. UHCTPpYMEHTHI MOAEPKKH CJIAMT0BbIX JIeKIUM

5.1. IIpoGaembl

[Tpu npoBeneHny ciailOBBIX JEKIHUii ¢ ycTpoiictBoM Kinect ObUTH BBISIBICHBI TPU CIIEAYIO-
IIMe MPOOIIeMBI:

1. IlepemerieHue 1 NONOKEHNE TPENIOIABATENSI OTHOCUTENIBHO PEaJIbHOU JOCKU U BUPTY-
aJIbHOM JTOJKHBI COBIIAAATh.

2.  EcTb HEOOXOIUMOCTH HCIIONB30BaTh YKa3Ky, HO Kinect He MOXKeT e€ 3aXBaTHTb.

3. EcTb HEOOXOOUMOCTH MEPEIUCTHIBATD CIANIBI, OTHAKO 3TO TpeOyeT B3aUMOACHCTBHS C
KOMIIBIOTEPOM, UTO HapyIIAeT KOHUEIIHUIO NIEPEeIauy 3aHATUS B BUPTYaJIbHOCTD, IJI€ OTU JIEH-

CTBHSI ITpeTiofiaBaresist He OylyT BOCIPUHSTHI aIEKBAaTHO.

5.2. IlpensioxeHus ¥ pelIeHUs

1. Hacrpoiika Kinect qomKkHa TPOU3BOIUTHCS KaKIBIN pa3 Mociie MepeMelieHns SKpaHa
MPOEKTOpa WK caMoro ycrpoictsa Kinect. B pexkxuMe HacTpoiiku mpernonaBaTelib OTMEYaeT
JIEBOM M IIPaBOM PYKOM COOTBETCTBEHHO IPAaBbIM M JIEBBIM Kpas dKpaHa, KOTOPbIEC 3aXBaTbl-

BatoTcs B koopauHatax Kinect. C MOMOIIBIO 3TOTO TOCTUTAETCS COOTBETCTBHE MEXKIY Tepe-
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MEILEHUEM IPENoJaBaTells y dKpaHa IPOEKTOpa U IepeMEIEHUEM aBaTapa IpernojaBaresis y
BUPTyaJIbHOM AOCKH. BupTyanbHas nocka pa3MellaeTcs B BUPTYaJIbHOM MHUDPE C pa3MEpaMu,
COBIAJAIOLIMMHU C pa3MepaMu dKpaHa NpoekTopa. Tak 1ocTUraercs COOTBETCTBUE KaK IO JJIH-

HE JIOCKH, TaK U I10 €€ BBICOTE.
2. VYka3ka o HalpaBJeHUIO pyKd. Ecnu nyd Ha mpOJOIKEHUN PYKH aBaTapa repeceKkaet
MOBEPXHOCTh BUPTYAJIbHON JTOCKH, TO OT MaJIbLIEB PYKH K TOUKE HA JOCKE, HA KOTOPYIO MOKa-

3BIBAET MPEMNoaBareiib, B BAPTYaTbHOM MUPE MOSIBIISICTCS yKa3ka (puc. 3).

Puc. 3. Kaap u3 3D-3anucu nexum, Mojy4eHHoi ¢ nucnons3oBanueM Kinect

Jlnist TOro, 4ToObI MOKa3aTh MPENoJaBaTelIo, Ha Kakyto 00JIacTh JOCKH YKa3bIBA€T €ro pykKa,
Ha JIOCKE Ha KOHIIE YKa3KU MMOKA3bIBACTCS MOIYNPO3PavHbIi )KeNThIi KBajapar (puc. 2). Takum
o0pa3oMm, npenojaBaTesb 3HAET, KyJla HalpaBlieHa BUPTyallbHasl yKa3ka CBOETO aBaTrapa B JIIO-
00if MOMEHT BpemeHu (puc. 3).

3. IlepenuctriBanue cnaiigoB B PowerPoint mpoucxoauT ¢ moMoOIIbIo pacro3HaBaHUs JKe-
ctoB Swipe Left u Swipe Right Ha ocHOBe OTClIeKMBaHNS KOHTPOJIBHBIX TOYEK CKeJleTa aBarapa

Ha KOHIIE 000HX PYK.

6. BeIBOABI

bbuin mpennokeHbl apXUTEKTypa CUCTEMbI NEPEHOCA «OKUBBIX» JIEKIMH B BUPTYaJbHBIH
Mup VAcademia, a Tak)ke METO/bl PEIIEHUS] HECKOIbKUX BaXKHBIX IPOOJIEM, CBA3aHHBIX C 3a-
XBaTOM JIBWKEHUH IpenoaaBaTelis, TAKUX Kak, HalpuMep, mpodieMa HEKOPPEKTHOM nepenaun
MIOJIOXKEHUS CKeJIeTa MPEenoaBaTelis U OTCISKUBaHM TOBOPOTa TeJla. beliy peann3oBaHbl UH-
CTPYMEHTBI IIPOBEJCHUS JIEKIIMM Ha OCHOBE MPE3EHTAIMU ¢ HCIoib30BaHueM Kinect.

HVcrionp30BaHme MOTOKOBBIX MPOIECCOPOB MO3BONIMIO 3()(HEKTHBHO peann3oBaTh Mepeaady
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COZIEP’KUMOTO HKpaHa MPOEKTOpa Ha COBMECTOe pabouee MPOCTPAHCTBO B BUPTYaJIbHOM MHPE,
a TaKk)Ke OCYIIECTBIIATh pacliO3HaBaHHUE [[BETHBIX MAPKEPOB HA TEJI€ MPENoAaBaTes paKTHye-
cku 6e3 morepu npousBonuTensHocTU. [logpo6HOe cpaBHeHHME 3((HEKTUBHOCTH peaTn3alun
JMCKPETHBIX BEUBJIET-NPe0Opa30BaHMii U CKATUS JTUHAMUYECKUX N300paskeHHs Ha MTOTOKO-
BBIX TPOLIECCOPaX M Ha LEHTPAJIBHOM IPOIECCOpe NPUBEICHO B padoTe’. 3aMepbl BIUSHHUS
BKJIIOUEHUS PACIIO3HABAHUS I[BETHBIX MAaPKEPOB HA IMOTOKOBBIX MPOIIECCOPOB Ha OOIILYIO MPO-
M3BOIUTENBHOCTh VAcademia, ycpenHeHHble 10 20 pa3anMyHBIM anmapaTHbIM KOH(QUTyparu-
SIM, MTOKa3aJid, YTO MPOU3BOAUTEIBHOCTh YMeHbIaeTcs Ha 0,8%, 4To sABIsIETCS NMPUEMIMMBIM

pe3yIBTaToOM.
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