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NEPIAHWYH

AuTr] n TITUXIOKA TTAPOUOCIAdeEl TNV UAOTTOINON MIOG €QAPUOYNG, N oTroia
Kataypda@el Kal ammobnkevel KIVAOEIS Tou Xpnotn. MNa tnv kataypa@r Twv
KIVACEWV  xpnoigoTtroigital  pia  kauepa  Kinect. KdaBe  deutepOAETTTO
atroBnkevovTal KAtrola frames Tng Kivnong TTou €KTEAEI O XPHOTNG o€ Hia
Baon. OuolaoTikad atroBnkevovTal Ta joints Tou kABe frame, Ta oTroia €xouv
3-A ouvrtetayuéveg oto Xwpo (X, Y, Z). ZuvoAikd atrd 1o Kinect oTtéAvel 20
joints.

O xpnoTtng Ba ptTopei va TrpayuartoTrolei pia atrAn kivnon (BAua, TpéCiuo, ...) A
KATtrola Kivnon a1rd €va OUYKEKPIPMEVO €iDOG Xopou N akOPa Kal VA €I0AYEI
KATrola dIKr) Tou Kivnon 0 id10g (akOua Kail véo Xopo).

Mapouoidlovtal Ta XapakTnpEIoTIKA Tou Kinect, KaBwWG €TTiONG KAl OXETIKN
epyacia 1 Tou idlIou BEPATOC. AvagépovTal Ol TEXVOAOYIEG Kal Ta gpyaAcia
TTOU XpnoIdoTTroInenkav yia TV avamrtu¢n Tng €@apuoynsg kalr g Bdaong
OeQONEVWY TTOU QUTH XPNOIUOTTOIEl. AVOAUOVTOI TA MEIOVEKTAMATA KOl TA
TIAEOVEKTAMATA, OTTWG KAl Ol TTPOBANPATIOUOI TTOU TTPOEKUWAV KATA TNV
onuioupyia TNG. TEAOG yiveTal ava@opd OTA CUMTTEPACHATA, MEAAOVTIKA
gepyaoia — avoixta Béuara.

OEMATIKH MNEPIOXH: Movement Database

AEZEIZ KAEIAIA: Avayvwpion kivnong, Kinect, ektraideuon uttoAoyioTr),
Baon dedouévwyv, XOPEUTIKEG KIVAOEIG.



ABSTRACT

This thesis presents the implementation of an application, which records and
stores human movements. A Kinect sensor is used in order to record these
movements. Several frames of the human movement are stored in a
database. Basically the joints of every frame, which have 3d coordinates, are
stored. Kinect sensor sends 20 joints.

Every user can make a simple movement (step, run) or a movement which
belongs to a specific type of dance even adds his own (even new dance).

Here are presented the features of Kinect, as well as related work on the
same issue. Technologies and tools that used to develop the application are
indicated and also the database which is being used. The advantages and
disadvantages are analyzed, as well as the concerns raised during the
creation. Finally reference is made to the conclusions, future work - open
issues.

SUBJECT AREA: Movement Database

KEYWORDS: Movement recognition, Kinect, computer training, database,
dance movements
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NMPOAOIOZ

H T1apouoca epyacia ekmovBnke o1o  TuAua TAnpo@opIkng  Kai
TnAemkoivwviwv Tou EBvikou KatrodioTpiakou [Navetmiotnuiou ABnvwy oTta
mAaioia Tng Mruxiokng Epyaciag. H didpkeia TS dieCaywyng NG MEXPI Kal TNV
OAOKAApwWOT TNG ATAV £vag XPOVOG.



Kinect : Arobrikeuon Kivigewv

1. EIZArQrH

1.1 Oépa gpyaciag

To B€éua TnG TTapoUoag epyaaiag ival n UAOTTOINGN YIOG EQAPUOYNAG, TTOU EXEI
oav OTOXO TNV OTToBNKeUuan aTTAWV (BAMA, TPEEIPO) 1 XOPEUTIKWY KIVIOEWV
OUYKEKPIMEVWY XOpwV HE T XpAon piag kauepag Kinect [1]. O xpnotng
MTTOPEl va OIaAfyel KATTOIA ATTO TIG KIVAOEIG (ATTAEG 1] XOPEUTIKEG) TTOU
TTPOTEIVEI N €QAPUOYN KAl va TNV TTpayuatoTroiei. AKOAOUBwWG n Kivnon auth
Ba ammobnkeveTal otn Baon dedopévwy Tou uttoAoyioTh. O xprotng Ogv ival
TTEPIOPIOPEVOG VA KAVEI JOVO TIG KIVAOEIG TTOU TOU TTpoTEivel N BAon. Av To
EMMOUEI YTTOPET Va €10AYEl Jia DIKM TOU Kivnaon ] akOua va €1I0Ayel Kal OIKO TOU
€id0¢g X0poU (ME TIG AVTIOTOIXEG TOU KIVAOEIG).

1.2 ZKoTmoG epyaciag

O o1O6X0G TNG €pyaoiag gival N AvATITUEN MIAG EQAPUOYNG TTOU Ba aTToBNKEUEI
QaTTAEG ] KOl XOPEUTIKEG KIVIOEIG TTOU TTPAYMATOTIOIEI O XProTng o€ pia Bdon
oedopévwy n otoia Ba xpnolyotroinBei yia TrEIpaPaTioyd o oTroiog Ba
€&nynOei TTapakdaTw.

Kivnon eival éva ouvoAo BEcewv Tou avpwTrivou okeAeToU. Me Tov 6po aTTAn
Kivnon €vvoouUuE TNV Kivnon TToU €KTEAEI O NECOG AVOPWTTG OTNV KABNUEPIVA
ToUu CwN (TT.X. TTEPTTATNMA, TPECIMO, GANA, XAIPETIOPNOG). Me TOV OPO XOPEUTIKN
Kivnon evvoouUpE ATTOKAEIOTIKA KIVAOEIG TTOU aQOopOUV XOpoUg.

‘EXOVTOG KOTAOKEUAOEl pIa BAorn Oedouévwy TTOU TTEPIEXEl KIVAOEIG, Eival
EQIKTO VO CUPTTEPAVOUNE TO KATA TTOOO PEAMOTIKA UTTOPEI O UTTOAOYIOTAG va
QVOTTaPACTACEl MIA QUOIKA Kivnon ME Tov €¢AC TpOTTo: @a @mdaloupe éva
TTPOYPOUMA TO OTTOI0 Ba KaTaypd@el KIVAOEIG Tou XproTn (Me Tn BorBeia Tng
Kauepag Kinect) kar petd Ba eAéyxel av UTTAPXEl QvTIOTOIXiO ME TWV
aTrodnKeupévwy KIVAoEwv oTn Bdon.

1.3 AidpOpwon epyaciag

H d1apBpwaon Twv KeQaAaiwv £xEl WG EENG:

KepdaAaio 2: e autd 1O KEQPAAQIO ava@EPOVTAl N KUKAo@opia OTTwG Kal Ta
TEXVIKA XapaktnploTiIkd TG kKdauepag Kinect. Avagépovtal  €1miong ol
apBpwWOEIC TOU avOPWTTIVOU OKEAETOU TTOU avayvwpilel Kal n xenoINoTnTa Tou

Kinect.

KepdaAaio 3: e autd 1o KEQAAAIO TTEPIYPAPOVTAI EPYATIES TTAPATTARCIEG OTNV
EQAPMOYNA TTOU avaTITUXONKE oTa TTAQiCIA TNG TITUXIAKAG £pYa0iag auThgG.

KepdAaio 4: Ze autd 10 KePAAaio yiveTal ava@opd oTtn AsiToupyia Tou KABE
QpXEIOU TNG €QAPUOYNG KAl OTN VYEVIKOTEPN A€ITOUpPYia TNG EQPAPHOYNAG.

Xpnotog N. Aiapgavtéyiavvng 11



Kinect : Arobrikeuon Kivigewv

MeprypdgovTal o1 TEXVOAOYIEG KAl TO EPYOAEIQ TTOU XPNOIPOTTOINBNKav yia TV
QVATITUEN TNG £QAPUOYNG KaBWG £TTioNG Kal To oXNKa TnG Bdong.

KepdAaio 5: & autd 10 KEPAAQIO YIVETAI TTEQIYPAPH TWV OUOKOAIWV TTOU
TIPOEKUWAV KATA TNV UAOTTOINON TNG £QAPUOYAG, TwV TTPORANUATIONWY TTOU
onuioupyAbnkav. ETTiong avagépovral  Ta  TTAEOVEKTAMOTA KAl T
MEIOVEKTAMATA TNG EQAPHOYNG.

KepdAhaio 6: g autd T1O KEQAAQIO YivETAI QVAOKOTTNON TNG £Pyaoiag,
KATaypA@OVTal TO CUUTTEPACUATA TTOU TTPOEKUYWAV KOTA Tnv UAoTToinon Tng
EQPAPMOYNAG Kal YiveTal avapopd o€ JEANOVTIKN Epyacdia — avolxTd BEpara.

Mapdptnua: Edw yivetal ava@opd Twv €AAXIOTWV QATTAITAOEWY  TOU
OUCTHPATOG VIO VO TPEEEI N EQAPUOYT.

Xpnotog N. Aiapgavtéyiavvng 12
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2. KINECT
2.1 KukAo@opia Kal TEXVIKA XOUPAKTNPIOTIKA

To Kinect (Eikéva 1) cival pia ouokeuny avayvwpiong kivnong (gesture
recognition) [2], TTou kukAo@dpnoe atmd Tnv etaipgia Microsoft To NoéuBpio
Tou 2010, Kal xpnolpoTrolsital TOoo oTa Traixvidia Tou Xbox 360 kaBuwg eTriong
Kal o€ UTTOAOYIOTEG PE AsiToupyikd ocuoTnua Windows.

Eikéva 1: Kinect

To Kinect Baciletal oe TEXVOAOyia AOYIOUIKOU n oTroia €€l avaTiTuxBei atrd
TNV Rare, Buyatpiky TnG Microsoft. H texvoloyia g Kauepag avamTuxOnke
atd TNV 1IopanAivi eTaipia PrimeSense , n otroia avémTuée £&va ogUOTNUO TTOU
MTTOPEl va e€pUNVEUCEl OUYKEKPIUEVEG XEIPOVouieg(gestures), KaBioTwvTag
OUVATOV TOV €AEYXO NAEKTPOVIKWY OUOKEUWYV XWPIG KATTOIO AAAN OuoKeun
€10000U, OANG povo xelpovopie¢ ocwpatog. lMNa va yivel autd duvatov
XPNOIUOTTOIEITE Wi UTTEPUOPN KAPEPQ, €vag TTPOROAEQG UTTEPUBPWY Kal éva
€I0IKO MIKPOTOITT (OTTWG QaivovTal Kal TNV €IKOVA OTNV €TTOUEVN O€AiIdQ) yia va
TTaPAKOAOUBEI TNV Kivnon Twv AVTIKEIJEVWY Kal Ta AToua 0€ TPEIG OIOOTACEI
(3D). Autd 1o ouoTtnua 3D scanner TTou ovopddetal Light Coding xpnoipoTrolei
Mia TTapaAAayn eikovag (Xaptng BdBoug) n otroia ptropei va avatrapacTadei
oe Tplodidotato xwpo. O aioBnmpag Kinect éxer oxedlaoTei yia va
TOTTOBETEITAI KATA PNAKOG TTAVW A KATW atrd TNV 006vn. H cuokeur d1aB£Tel pia
"RGB" kduepa, aiobnmpa Bdaboug kal multi-array pIKpOQWVO Kal gival IKavo
va TTapEXEl TTANPN CwHATIKR atreikdvion 3D, kataypaen Kivnong, avayvwpion
TTPOOWTIOU Kal duvaTtdtnTEG avayvwpliong ¢wvns. O aiobnmpag Bdaboug
amroteAeiTal amd €va uttéEpubpo TTpoPoAéa Aéilep o€ ouvduaoud pE éva
pMovoxpwun ailodBntipa CMOS, o otroiog kataypd@el dedouéva Bivieo o 3D

XpnoTog N. Aiapavtdyiavvng 13
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IREmitter  color Sensor
IR Depth Sensor

Tilt Motor

_—

Micmphc;ne Array

Eikéva 2: Mépn Tou Kinect

KAtw atmd oTroIe0dATTOTE CUVOAKES QWTIOPOU. H TexvoAoyia Tou AoyIouIKOU
EMTPETTEI TNV TTPONYMEVN QvAyvWPION XElpovoulwy (gesture recognition),
avayvwplion tpoowTtrou(facial recognition) kal avayvwpion @wvng (speech
recognition) [12]. ZOpg@wva pE TIC TTANPOQOPIEC TTOU TTAPEXOVTAlI OTOUG
EMTTOPOUG AIaVIKAG TTWANONG, To Kinect cival o€ Béon va evToTrifel TaAUTOXpova
€wg £€1 aTopa (aAAG va kavel tracking povo 2). O xdptng Baboug (depth map)
TTOU dnUIoUPYEITE atTd TOV alocOnTrpa BAaBoug, cival oTnV oucia pia €ikdva, n
OTTOIa XPNOIMOTTOIWVTAG DIAPOPETIKEG ATTOXPUWOEIC XPWHATOG OTTO AEUKO £WG
MTTAE avAAoya pe TNV atméoTaon Tov avTikeihévwy TTou "BAEmel”. To Kinect
pTTopEl va del amd 0.8 €éwg 4.0 pétpa PaBog [3]. Avayvwpilel péxpr kar 20
onueia Tou avBpwTTivou owuaTtog (joints) [4], Ta oTToia gival Ta €¢AG:

1.Base of the spine 11.Right wrist
2.Middle of the spine 12.Right hand
3.Neck 13.Left hip
4.Head 14.Left knee
5.Left shoulder 15.Left ankle
6.Left elbow 16.Left foot
7.Left wrist 17.Right hip
8.Left hand 18.Right knee
9.Right shoulder 19.Right ankle
10.Right elbow 20.Right foot

XpnoTog N. Aiapavtdyiavvng 14
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Ta onueia Tou avBpwITTIiVOU CWHPATOG TTOU avayvwpifovtal @aivovTal Kal oTnv
EIKOVA TTAPOKATW:

HAND, 'I-'[P RIGHT HTD

THUNE _nﬁ "HAND_RIGHT r"" >
WRIST_F RIGHT "=
/' |ELBOW_RIGHT " “\‘5:.; HEC}O

/

/ < “SHDULDEH meurb e = \

T SPINE g-:uuu::m E— \
[ (P SPINE_MID
HIP_RIGHT | ] \HIP_LEFT |
| OO O |
|II t I.
/ SPINE. mmse\“H |
\ !/ \ /l
\ A\
1"\.
\“, KMEE_RIGH ,
Y
\ \
|l|
. : ANKLE_LEFT|)
FOOT_RIGHT ./ J I/ " FOOT_LEFT

Eikéva 3: Ta joints mrou avayvwpidel To Kinect.

To Kinect €xel 2 tracking modes [5]: yia AsiToupyia yia evTOTTIONO KOBIOTWYV Kal
Mia yia evTotriopd 6pBiwv avBpwttwy. H TpwTn Asitoupyia €xel oxXedIOOTEI yIa
va evToTTiCEl TTOU Eival KaBIoPEVOI O€ KaPEKAQ 1) KAVOTTE KaBWG €TTIONG Kal yia
TOV EVTOTTIONO QVOPWTTWY TTOU TO XOUNAOGTEPO MEPOG TOU CWHATOG TOUG yia
Katmrolov Adyo Oev cival opatd amd Tnv kapepa. H deutepn Asimoupyia
avTIOETWG avayvwpidel Kal evTOTTiCEl avOpwTTOUG TTOU OTEKOVTAI Kal Eival
aTTOAUTA OPATOI ATTO TNV KAUEPQA.

2.2 Xpion Kinect

To Kinect xpnoIdoTIOIEiTAI EUPEWG VIO TNV AvAyVWEIoN Kivnong, Kal AGyo Tou
XOUNAOU TOu KOOTOUG Kal AOYO TNG O€ TTPAYMATIKO XPOVO €KTiNONG Twv 3-A
OUVTETAYUEVWY TWV BE0EWV TWV QVTIKEIMEVWY i KOl TwV avBpwTwyv OTO
XWpPO.

"evik@ xpnoiyoTrolgiTal o€ TTOAOUG TOUEIG:

1.gait recognition [6]

Gait recognition eivalr pia TEXVOAOYiQ, n OTOIa XPNOIMOTIOIEITAI yIa TNV
avayvwplion avlpwTtwy atd TNV avaAucn Tou TPOTTOU TTOU TTEPTTATAVE.

XpnoTog N. Aiapavtdyiavvng 15
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2.vonuarik yA\wooa (sign language) [7]

H vonuaTik YAWooa XpNOIKOTIOIEITAI VIO TNV ETTIKOIVWVIA PJE avOPWTTOUG TTOU
dev €xouv Tn duvatoTnTa va akouve. O1 TepiocdTePol AvBpwTTol (ATTG AUTOUG
TTOU akouve), dev kataAaBaivouv Tn vonuatiky yhAwooa. Mg Tn xprion Tou
Kinect pytmopouv va avatmtuxbouv epapuoyég TTou BonBolv oTnv UETAPPAO
TNG VONUATIKAG 0TNV KaBoulAouuévn yAwoaoa.

3.kaBodrion robot [8]

Me Tn xprion g kdapepag Kinect eival duvath n kabodnon evog poutror. O
XPNoTng Ba BpiokeTal UTTPOOTA ATTO TNV KAPEPA Kal Ba €xel Tn duvaTdTNTa VA
TO KATEUBOUVEI avAAoya WE TIG KIVAOEIG TTOU Ba eKTEAEI.

4. mapoxn Bonbelag oe avBpwTToug Pe eYKEQAAIKA [9]

Me tn xprion Tou Kinect utropei va yivel o euxdpiotn n atroBepaTreia autwy
TwV avlpwTwyv. MTTopouv péoa atrd dIadPaCTIKA TTaIXVidla VA €KTEAOUV TIG
KIVACEIC TIOU TOUG avaBETOuvV Ol YIOTPOI yIa TNV  QVTIUETWTTION TWV
TTPOBANUATWY TOUG.

Xpnotog N. Aiapgavtéyiavvng 16



Kinect : Arobrikeuon Kivigewv

3. ZXETIKH EPTAZIA

2€ AUTA TNV EVOTNTA ava@EépovTal OUO OXETIKEG EPYATIES, TTOU XPNOIUOTTOIOUV
Mia Baon dedopévwy TToU TTEPIEXEI KIVAOEIG. H TTpwTn avagépel Tov TpOTTO
onuioupyiag piag Bdong dedopévwyv KIvAoEwv (KATI TO OTTOIO0 TTPAYUATEUETAI
Kal n mTapouca TITUXIOKA) evw n OeUTEPN TTEPIYPAPEI TO XPON MIAG TETOIOG
Baong ota TAaiola evog peyaAlTeEpou project.

2XETIKA hE auTo Aoittov ol Alena Kopanicakova kal Maria Vircikova ékavav éva
project [10], To otoio avagépetal o évav DTW Gesture Recognizer [16].
‘Exouv dnuioupynoel Eva TTpoypaupa To otrolo dnuioupyei pia Bdon KiviioEwv
Kal YETA avayvwpifouv KIVACEIS XPNOIUOTTOIWVTAG TIG TTANPOQOpPIEG atrd Tn
Bdaon. ZTn OUYKEKPIPEVN EPAPPOYN ETTIKEVTPWVOVTAI OTNV AvOPWITOKEVTPIKA
POUTTOTIKA, dNAadr oTn diIddpacn avlpwTrou - punxavng(pouToT). MaoTtelouv
OTI HETAQEPOVTAG TNV AVOPWTTIVA ETTIKOIVWVIA (OTTWG TIG KIVAOEIG) OTA POUTTOT,
avoiyel To dpdpo yia 1N diadpacn avlpwtrou - PouToT. To TTpoOypaupa
EMTPETTEI OTO XPAOTN VA KATAYPAWEI TIG OIKEG TOU KIVAOEIG. AV 0 XprOTNG €ivai
EUXAPIOTAPEVOG ATTO TNV Kivnon TTOU €KTEAECE, UTTOPEI va TNV AtToBnKeUOEL.
AIQQOPETIKA PTTOPEI va TNV eTTavaAdBel PéExpl va IkavotroinBei. 'Etal Aoimmév
olyd-oiya xri¢er T OIKA Tou BIBAIOONKN KivAcewv. O Xprotng WTTopEi va
onuioupyAoel Toug OIKOUG TOu TUTTOUG KIVACEwvV. O1 KIVACEIG TTOU €XEI
EKTEAEOEl OTO TTAPEABOV, uTTOpOUV €UKOAa va va @optwBolv Kal va
XpPnoigotroinBouv ¢avd. MeTd auTég ol KIVIOEIG EAEYXOVTAI VIO TO AV TalpIdlouv
ME AAAEG KIVAOEIG TTOU UTTApXOouUV OTn Baon. MNa va yivel autd xpnoigoTrolEiTal
o DTW aAyopiBuog [10], o otroiog dev divel onuacia otn XPovikr didpKela A
oTnVv TaxUTNTA JE TNV OTTOIA TTPAYHATOTIOINBNKE N Kivnon.

‘Eva GA\o oxeTikO project [11] eivar Twv Lu Xia, Chia-Chih Chen ka1 K.
Aggarval. [MpootraBouv va KAvouv avayvwpion Kivnong MeE TN XPnRon
IOTOYPOUMATWY 3-A onueiwv Tou avBpwTTivou OKEAETOU, TTOU avayvwpilel TO
Kinect. O1 Bdon toug atroteAcital ammd 200 3-A akoAouBieg 10 KIVACEWV TTOU
¢xouv Trpayuatotroin®ei amdé 10 avBpwTtous. H uéBodSOS Toug cival o€
TTPAYMATIKO XPOVO Kal €XEl APKETA KAAA atToTEAEOUATA Yia BAON dEdOUEVWV
pe 3-A oToixeia. To avBpwTTIvo cwua cUCTAPA OTTO TURUATA TToU ouvdEovTal
amdé apBpwoelg Kal avlpwTrivh Kivnon €ival T0 oUVOAO TNG aAAayYNG TwV
BE0EWV TV TUNPATWY QUTWV 0€ KATTOIO OedONEVO XPOVIKO didoTnua. Edw
XPNOIJOTIOIoUV TIG B€0€IC TwV apBpwoewyv yia va OnuIoUpyroouv dia
OuMTTayR TTapoudiacn KATTolag oTdong Tou avlpwITivou ocwuatog. Eg¢dyouv
T 3-A Béoeig Twv apBpwoewv atd pia eikova Pdaboug (depth image).
EkTiyouv TIg 3-A B£0€IC TOUG OTO XWPO XPENOIMOTTOIWVTAG Mia TTPOCEYYIoN,
TTou Bacifetal otn yéon TP ME Ta BApn Tou Gauusian TTupriva. To peydAo kai
TTOIKIAO EKTTAIOEUTIKO OUVOAO TTOU €XOUV ETTITPETTEI OTOV TAEIVOUNTA VA EKTIUG
Ta avBpwTiva pépn aveCapTATWG OTAONG, OXNUA CWUATOG, VTUCiPaTOG. Ev
ouveXeia  xpnoidoTtroloUv  TIGC apBpwoeliS autéG yia va  @TIAEouv  Tnv
TTapoucsiaon Twv oTdoewv. MeTagu Twv apBpwoewv hand - wrist kai foot -
ankle ol atrooTdoeIg €ival TTOAU PIKPEG Kal yI auTd &€ XPNOIUOTTOIOUVTAl OTNV
TEPIYypaPy Twv oTacewv. Emiong 1ta onueia spine, neck, shoulder dgv
XpnoigotrolouvTal Katé KUplo AOyo Ot €OWTEPIKEG OPaOTNPIOTNTES. Apa
0oUOI100TIKG utToAoyiCouv To I0TOYpapua Baci{ouevol ota 12 amd ta 20 onueia.
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Mpémel va éxouhe oTa utmown OTI ol B€oelg TNG KABe ApBpwong Trou
emoTpéQel To Kinect gival avdAoyn NG 6€ong avBpwTTou - KAPEPAG.

O1 Johannes Preis, Moritz Kessel, Martin Werner kai Claudia Linnhoff-Popien
[20] xpnoipotroinocav Tnv kapepa Kinect kal yia Badon dedopévwy atrod KIVIOEIG
yla gait recognition. Xpnoigotroiwvtag Tta 20 onueia Tou avBpwItTivou
OKeAETOU TTOU avayvwpicel To Kinect, opiouv 13 BIOPETPIKA XAPAKTNPIOTIKA
yla TNV avayvwpion €vog atéuou TTou Eival Ta €€RQG: UYWOG, PRKOG TTodiwy, Ta
duo 1édIa, o1 dUO PNPoI, Ta dUO XEPIA, O BUO TTHXEIG, TO MNAKOG TOU Briuatog
Kal n Taxutnta. Emiong xpnoigotroinoav tpeig Tagivountés (1R, éva C4.5
OévIpo aTTOQOONG Kal Tov TagivounTr) Bayes) yia va Treipaparniotouv he 9
avOpWTTOUG KAl VO OTTOQOCIOOUV TIOI0G TALIVOUNTAG Eival TTEPIOCOOTEPO
a1Tod0TIKOG YIa gait recognition. AuToi oI TPEIG TAGIVOUNTEG EKTTAIOEUTNKAV ATTO
Mia Bdon Ocdopévwyv TTOU TTEPIEXEI KIVAOEIS TOU QvOPWTTIVOU OKEAETOU 9
avepwTTwV.

O 1R Tmapdyel €vav kavova Tagivopunong Paoci{opevog O €va POVO
XOPAKTNPOTIKO TWV Oedopévwy ektTaideuong. Metd Tagivopei Ta dedopéva Pe
Baon TNV TINM TOU CUYKEKPIPEVOU XAPAKTNPITIKOU.

O C4.5 aAyopiBuog mTapdayel Eva dEvipo atd@acng TOU OTTOIOU Ol E0WTEPIKOI
KOuPoI atroTeAOUV oucIaoTIKA dUABIKOUG EAEYXOUG EVOG XAPAKTNPIOTIKOU TWV
d0edopévwy, vy Ta QUAAG atTtoTeAOUV oucIacTIKA TIG KAGooelg. H tagivounon
€VOG VEOU OTIYMIOTUTTOU YiVETOI OKOAOUBWVTAG KATTOIO POVOTTATI TOU OEVTPOU
eAEyxovTag o€ KABe KOUPBO Tou SEVTPOU TNV Tin TOU XAPOAKTNPICTIKOU TTOU HOG
EVOIOQPEPEL.

O T1agivounTtig Bayes cival évag mmoOavoTikOG Tagivountig Paci{OUEVOS OTOV
Kavova Tou Bayes [21].
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4. YAOMNOIHZH KAI TEXNOAOTIEZ
4.1 MNeprypapn ulotroinong
2€ autl TNV uTmroevoTnTa Ba TrepIypa@ei n uAotroinon TNG €QAPUOYNG.
MapakdTw TTapaBETOVTAI T APXEIA, N AEITOUPYIKOTNTA TOU KABEVOGS, KOBWG Kal

EIKOVEG TWV TTAPaBUPWYV TNG EQAPHOYAG.

a) MainWindow.xaml

C Kinect_DB_App > =

| Help | | About us |

Using this applicaticn you can store your movemnents in a
database. You will need a Kinect cam.

Enter your username and passwerd in order to access the
application and connect with vour database:

sername

Workbench username

Workbench password

Using the application for first time? | Register

Eikéva 4: NMapdBbupo Log in.

2€ aQuTO QaiveTal TO TTPWTO TTAPABUPO TNG eQapuoyns. O xpPrRoTng KaAeiTal va
€1I0AYEl TO username Tou Kal Tov KwdIkd Tou oto workbench yia va kavel log in
Kal va ouvoeBei N epapuoyn Ye tn Baon.

Emiong €xoupe T1a kouupmd Help, About us kai Register, Ta oT0ICQ
TEPIYPAPOVTAI TTAPAKATW.
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B) Register.xaml

C Kinect DB App  —- O

| Help || About us |

Enter the username in order to
access the application:

Eikéva 5: NMapdBupo Register.

Av gival n TTpWTN €TTA@r TOU XPNOTN ME TNV €Qapuoyn TOTE TTPETTEI va KAVEI
Register. OuolaoTIKG auTtd yiveTal yia va €xel o KABe xpAoTNG TIG BIKEG TOU
Kivijoelg (KAt trou egnyeital otnv utroevotnta 4.3.a). O xpriotng AoItrov
€iodyel T0 Ovoua TTou BEAEl. Ze TTEQITITWON TTOU TO username TTou B€Ael
UTTapxel NN, TOTE ep@aviCeTal avaAOyo URVUPQA TTOU TTPOTPETTEI TO XPAOTN VA
OOKIJAOEI KATTOI0 AAAO.
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y) Help.xaml

C Kinect_DB_App - =

Genetic Movements: Pick one of the
suggested movements and make it in front of
Kinect. When the message Show your
movemnent appears say Begin . When you
finish the movement say Owver.

Dance movements: Pick one of the
suggested dances and then one of the
suggested movements, Act as above, If you
want another dance just pick other and add
your dance,

My movement: Add your own movernent if it
belongs in Generic Movements or add your

dance and maovement if it belongs in Dance
movements,

Eik6va6: NMNapdbupo yia Bonbeia.

Mapéxel TTANPOPOPIES YIa TN AEITOUPYIKOTNTA TWV KOUUTTIWV.

8) About_us.xaml

" Kinect_DB_App - O

This application was as part of the thesis by
the student Diamantogianis Chris produced in
the Department of Informatics and
Telecommunications of Univesity of Athens .

Using this application you can store
movermnents in & database. You will need a
Kinect cam.

Eikéva7: MNapdBupo yia TTAnpogopieg Tou dnuioupyou.

2TO QPXEIO auTd UTTAPXOUV TTANPOPOPIES yia TO dnuIoupyou TNG £QAPPOYNG.
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€) Gestures_Database.xaml

. Kinect_DB_App - oI IEH
" Kinect_DB_App S

| Help |Ahout us|| Log out |

| Help I About u5| | Log out |

Pick one of the 2 categories of movements:
Pick one of the 2 categories of movements:

Generic Movements

L~

Generic Movements
Mowvements

other

Dance Movements w Dance Movements

greek_folk

ballet

other

Eikéva 8: NMapdBupo 61rou o XpRoTng emiAéyel av BéAel va kdvel Generic | Dance
Movement.

2€ auTtd 1O TTAPABUPO O XProTNG DIOAEYEl av BEAEI va TTPAYUOTOTTOINCEI YIO
generic r dance movement.

2TNV TIPWTN Katnyopia TrpoTeivovtal oTroladATToTE AdN KIVAOEWV (EKTOG
XOPEUTIKWV). O xpnotng €xel Tn duvatétnTa va OIaAEEeEl KATToOIO aTTO TIG
TTPOTEIVOUEVEG KIVAOEIG I} OKOUA KOl VO TTPAYHOATOTTOINCEl OTTOIadNTTOTE OIKK
TOU Kivnaon €TmOUEI.

21N eUTEPN KATNYOPIa O XPAOTNG £XEl TN dUVATOTNTA VA ETTIAECEI KATTOIOV ATTO
TOUG TTPOTEIVOUEVOUG XOPOUG KAl KATTOIA ATTO TIG TTPOTEIVOUEVEG KIVIOEIG YIa
Tov KGBe xopd. Emiong ptropei va €iodyel katroia O8Ikl Tou Kivnon yia
OUYKEKPIPNEVO XOpO. AKOPO MPTTOPE va €l0dyel Kal VEO XOpO HE OIKEG TOU
KIVAOEIG.

Emiong mépa ammd ta kouptda Help kair About us €xoupe kal To Log out. Autd
TO KOUMTTi XPNOIYOTIOIEITAI OTNV TIEPITITWON TTOU KATTOIOG AAAOG XprRoTng
BeAqoel va TTpayuatoTtroinoel Kivnon. OtoéTe ratdel Log out kai kével Log in pe
10 OIKO TOU USername.
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oT) Generic_Movements.xaml|

" Kinect_DB_App - O

Back Help Log out
| | |

Pick a movement:

greet
jump
run
ECiSEOT

sit_down

wiAlke 1

Eikéva 9: NMapdBupo 61rou o XprioTng diaAéyel Trola Generic Movement B8a eKTEAETEL.
Av oTO TTponyoupevo TTapdBupo o0 XProTng €mAEEElI va KAVEI Kivnon n oTroia

BpiokeTal OGN oTn Paon T0TE euPavifeTal autd 1o TTapdBupo. ESdw o xprotng
EMMAEYEI TTOIA ATTO TIG TIPOTEIVOUEVEG KIVAOEIG B TTPAYANTOTTIOINOEL.

¢) New_Dance_and_Gesture.xaml

1 KnectDBApp - O
| Help || Log out |

Mame your dance (use "_" to cover spaces
between words, for example contempaorary_dance):

Mame your movement:

Eikéva 10: NapdBupo 61Tou 0 XpAOTNG EI0AYEI VEO XOPO KaI TV AVTIoTOIXN VEA Kivhon
TTou BéAel va eKTEAEDEL
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Av 0 xprotng emmA£Cel va Kdavel KATTOIO Kalvouplo xopd TOTE Ba avoitel 1o
TTapatmdvw TTapdBupo Kal 0 XPRoTNG Twpa KaAgiTal va €iodyel To OIKO Tou
X0PO KOBWG Kal KATTOI avTioTOIXN XOPEUTIKA Kivnon.

n) New_Dance_Movement.xaml

i New _Dance_Movement — 5
0 Kinect_DB_App — =

[ delp || Logout [ help ][ Logout ]

Pick a movement or make a new one:
MName your movement:

ballet

arabesque
assemble
attitude
pircuette

furn_out

Eikova 11: MapdBupo 61rou o XpRoTng SiaAéyel av Ba eKTEAETEI pia TTPOTEIVOHEVN
Kivnon i av 8a kdvel pia dIkA Tou.

Av 0 XpAoTNG €TTIAECEl va TTPAYUATOTIOINCEl Kivnan yia KATTolov Xopd TTou
uttdpxel ndn otn Bdon, T01E Ba EPPAVIOTE TO TTAPATTAVW TTAPABUPO TO OTTOIO
TIPOTPETTEI TO XPNOTN VO EKTEAECEl KATTOIO TTPOTEIVOMEVN Kivnon yia TO
OUYKEKPIMEVO XOPO N va €10Ayel TN BIKr TOU XOPEUTIKN Kivnon.

0) My_Gesture.xaml

11 KnectDBApp - U

Back Help Log out
| | |

Mare your movement:

Eikéva 12: NMapdBupo 610U 0 XprioTng ovoparidel Tn véa Generic Kivnon 1rou B€Ael va
EKTEAEOEL.

XpnoTog N. Aiapavtdyiavvng 24



Kinect : Arobrikeuon Kivigewv

Av 0 xproTng oto TapaBupo Gesture Database.xaml eTTIAECEl oTNV KaTRyopia
Generic_Movements 10 other TOTE gu@aviCeTal TO TTAPATTAVW TTAPABUPO TTOU
TIPOTPETTEI TO XPOTN va €I0AYEl hia KA Tou Kivnon.

1) Global_Variables.cs

2€ QUTO TO apxeio yivovtal Ta TTAvTa 6Cwv agopd Tn BAon Kal TN AIToupyia
Tou Kinect.

2TIG OUVAPTAOCEIG Create connection kal open_connection dnuioupyoUuuE Kal
avoiyoupe Tn ouvdeon Je To workbench avrioToixa.

MNa 1o Kinect Twpa €xoupe tnv public static KinectSensor initialize_kinect(),
OTNnV OTToia BPICOUNE TNV KAPEPA TTOU £XOUME OUVOEDEI OTOV UTTOAOYIOTH PaG,
evepyotrololye 10  SkeletonStream (N KAPEPQ  ETMIOTPEPEI  AKOUA  TA
ImageStream kai DepthStream) kai dnuioupyoupe évav Speech recognizer.
A@ou yivouv 6Aa auTtd, BéToupe o€ AsiToupyia TNV KAPEPQ.

Mpiv eirape 6T dnuioupyolpe €vav Speech recognizer.Autd yivetal oTn
ouvapTtnon:

public static SpeechRecognitionEngine create_speech_recognizer(). Edw
ONMUIOUPYOUNE TN YPOUMATIKI) TTOU Ba XPNOIMOTTOINCOUME. TN OUYKEKPIMEVN
eQappoyn €xw opioel va €xw 2 ewvntikEG evioAég: BEGIN, OVER (Ba
e€nynBei n xpnon Toug TTapakdTw). ETTiong €dw opifoupe Kal TO YEYOVOG
SSpeechRecognized, 6tTou €Kkei opifeTal n avridpaon TnNG £Pappoyng otav
avayvwpioel Katrola atmo TIG dUo TTpoava@epBévTeg Aégelg. OTav o xprotng
el TN AéEn BEGIN 1OTE n e@apuoyr) TTPOTPETTEI TO XPNOTN VA EEKIVAOEI TNV
Kivnon tou kail To Kinect apxilel va oTtéAvel frames (TNg Kivnong TTou eKTEAE O
xpnotng). Otav o xprioTng TeAsiwoel TNV Kivnor Ttou Tipétrel va el OVER.
ToTe exTeAeiTal N ouvapTnon insert_in_database().

Mpiv pIAfooupe yia Tnv insert_in_database() Ba 1Toupe yia kAtToleg KAAOEIG
TOU TTPOYPANMATOG, OTTWG ETTIONG KAl YIA T ouvAapTnon:

public static void frame_insert_in_list(Skeleton skeleton, int frame_id). '/Exw
opioel pia kKAAGon joint n otroia ouciacTikA €£xel Tpelg float apiBuoug, TTOU
QTTOTEAOUV TIG CUVTETAYUEVEG TOU joint. ANAN pia kKAGon eival n frame, n oTroia
TTEPIEXEI Evav apIBPO (avayvwploTIKO Tou KABe frame) kal évav Trivaka JE Ta
joints Tou (Ta otroia €ival 6oa avayvwpilel N kauepa, dnAadn 20). Etiong £xw
opioel kal yia Aiota atro frames 1 frame_list.

H public static void frame_insert_in_list(Skeleton skeleton, int frame_id) €ivai
n ocuvaptnon oTnv oTroia dnuioupyei Ta frames Tng Kivnong (TTaipvel atrd v
skelton Ti¢ cuvTartayuéveg kai yia Ta 20 joints) kail Ta eicdyel otn frame_list.

H insert_in_database() kéavel Ta €€NG:
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1) Eilcaywyn TnG Kivnong oTn Baon.

2) Eicaywyn Twv user_id kal gesture_id yia va utropei va Taipiddel Tov Kae
XPRoTN ME TIG KIVIOEIG TOU.

3) Eicaywyn Tou k&8¢ frame Tng frame_list.

4) Eicaywyn Twv gesture_id kai frame_id yia va ptropei va taipidlel Tnv Kaoe
Kivhon pe Ta dIka Tng frames.

5) Eicaywyn Tou K&B¢ joint Tou kABe frame.

6) Eilcaywyn tTwv frame_id kai joint_id yia va ptropei va Taipiddel To KAOe
frame pe Ta avrtioTolxa joints.

H static void SensorSkeletonFrameReady(object sender,
SkeletonFrameReadyEventArgs e) ouoiaoTikd kabopilel To TTwg Ba avTidpd
10 TTPoOypaupa otav 1o Kinect otéAvel frames. 'Exoupe Tn boolean petapAnt
start_frame_recognition, n otoia Ba €xel TNV TIPR true Povo oTav o0 XPRoTng
el BEGIN. Otav ocupPei auté 101e KdGBe 10 frames (1o Kinect €xer Tn
duvarotnta va kataypdeel 30 frames/sec, dpa edw kpatdel 3 frames/sec), 10
Tpoypauua Traipvel 1o frame mou oTéAvel To Kinect kal 1o €l0dyel o€ pia
TTpoowpIvl AioTa péxpl va €pBel n wpa TnG €I0aywyng otn Pacn TTou
€ENynonke TTapatravw.

To oxnua ™G Baong Ba €gnynbei otnv uttoevoTnTa 4.3 (TTOIEC OVTOTNTEG
UTTAPXOUV Kal TI TTEPIEXEI N KABE pia) .

levikd n AsitoupyikdOTNTa TOou KABe TTapaBUpou (apxeiou .xaml) kabBopileTal
atrd TO AVTIOTOIXO apxeio .cs. INa TTapddelyua av €XOUPE To apxeio X.xaml n
AEITOUPYIKOTNTA TWV KOUUTTIWYV, Hop@r TTapdBbupou, KTA kaBopiletal amd To
apxeio x.xaml.cs .

4.2 TexvoAoyigg TTou Xpnoipgotroinénkav

Na TNV UAOTTOINON TNG CUYKEKPIPMEVNG EQAPUOYNS XPNOIMOTIOINBNKav Ta £ENG:
a) H kapepa Kinect yia Tnv o1roia MINAOAPE OTNV £vOTNTA 2.

B) To Microsoft Kinect for Windows SDK

To SDK avatrtuxfnke amd tn Microsoft kar KukAo@opnoe yia TTpwTn gopd
otnv ayopd 1o 2011. To SDK TtrepiAapBadvel 6Aa Ta atmmapaitnta epyaAcia TTou
gival atrapaitnTa yia TNV avamTuén epapuoywv ocupBatéc pe 1o Klnect kai
divel Tn duvaTtoTNTA OTOV KABE TTPOYPAPUATIOTA VA AVATITULEl EQAPUOYEG O€
C#, C++, Visual Basic xpnoigotroiwvtag 1o Visual Studio. I auti tnv

epapuoyn xpnoipotroindnke n ékdoon 1.8 yia 10 SDK kai n ékdoon 2013 Tou
Visual Studio.
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To SDK 0Tn OUYKEKPIPEVN €QAPPOYH XPNOIMOTTOINONKE yIia TNV avayvwpeion
Tou avBpwTrivou okeAeToU (skeleton tracking) kai Tn HETETTEITA TTPOCWPIV
QATTOBNKEUOT OTO TTPOYPAUMA, VIO TH JETAPOPA TOUG TN BAon.

Y) TAwooa MNMpoypapuartiopou C#

H C# [13] eival pia avTIKEINEVOOTPAPNG YAWOOA TIPOYPANUATIONOU TTOU
avaTtrTuxbnke ammd tn Microsoft kal Xpnoigotroifbnke yia va avaTiTuxBei 1o
MEYOAAUTEPO PEPOG TOU KWOIKA. OuolaoTika oe C# £yivav OAa Ta KOYPATIO TOU
KWOIKO EKTOG TOU PEPOUG TTOU QOXOAEITaI E TO TTWGS Ba gival Ta TTapdBupa NG

EQUPUIOYIG.
8) XAML

H XAML (Extensive Application Markup Language) [14] €ival pia yAwooa
onpavong (Markup Language) TTou Bacifetal 0TV €UpEws d1adedopévn
yAwooa onpavong XML. H XAML avamtuxdnke ommd 1n  Microsoft.
XpnaolyoTroigital Katd Kuplo Adyo otnv texvoloyia .Net Framework kai €10i1kd
oe epapuoyég Tuttou WPF(Windows Presentation Foundation) kai Silverlight.
H TTapouoa epappoyn gival TUttu WPF. H XAML OTn CUYKEKPIYEVN EQAPUOY
XPNOIMOTTOINBNKE yia Tn Onuioupyia Twv TTapaBupwv TNG €QAPUOYNS, TN
onuioupyia TTAQICiWV KelyEvou (textbox), Tn dnuioupyia KOUMPTTILWV KABWG
€TTiONG KAl Ta yeyovoTa 1Tou Ba cupaivouv Katd To TTATPA Toug (events).

€) MySQL Workbench

To MySQL Workbench [15] cival éva epyaAeio yia tnv avamruén Paoewv
oedopévwy. ‘Exel xpnoigotmoinBei atrd xIANIAOEG TTPOYPAUMATIOTEG KOl Eival
TTOAU BOAIKO a1rd atrown oxedIaoPoU BACEwWY OEDOPEVWV EAEYXOU KOBWG Kal
debugging. YTrooTtnpilel TIG €¢AC oxeolakég Pdoeig dedopévwy: Oracle
Database, Microsoft SQL Server, SQL Anywhere, Firebird, NexusDB,
InterBase, MySQL and MariaDB. T1a Tn OUYKEKPIY’EVN €QApPUOYN
xpnoigotroinénke n €kdoon 6.3.

To MySQL Workbench xpnoigyotrroiibnke yia 1n onuioupyia tnG Bdong
oedopévwy TTou Ba €xel Ta frames TNG KABe Kivnong (OTToIOUBATTOTE XOpPOoU)
TOU KABE XproTn. ZTNV ETTOPEVN UTTOEVOTNTA aKOAOUBOUV TO oxfua TnS Bdong
KaBwg €TTiONG KAl N €TTEENYNOT TOU.

4.3 ZxAHa Bdong

To oxAua TNG BAONG PAivETAI OTNV EIKOVA TTAPAKATW:
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] user ¥
id INT —| gesture ¥
HeEr H——— —| user_to_gesture ¥ a
W (45) esture_jd INT
name ¥ ARCHAR({45) | % user_id INT g |
> o . b= 4| ¥ name VARCHAR{45)
@ gesture_id INT
time VARCHAR(45)
>
>
+
I joint v -
joint_id INT 7k
name VARCHAR (45) | gesture_to_frame ¥
¥ DOUBLE e e @ gesture_id INT
¥ DOUBLE : & frame_id INT
7 DOUBLE I -
> | s
| l_T
1
T ¥
—| frame_to_joint ¥ ] frame ¥
¥ frame_id INT frame_id INT
—_——#
@joint_id INT num ber INT
> I
Eikova 13: ZxAua Baong.
a) user
:| user ¥
user_jd IMT

name Y ARCHAR(45)
>

Eikéva 14: OvréTnTa user.

KdaBe xpriotng €xel TIg DIKEG Tou KIVAOEIG. Agv PTTOPOUPE ATTAd va €XOUME TIG
KIVAOEIG OKETEG OTN BAon yiati amd dvBpwTtro oe dvBpwTtro diagépouv. lMNa
TTOPAdEIYUA KATTOIOG PTTOPEI Va gival TTIo YnAOG, KATTOI0G TTI0 YUUVAOPEVOG,
OIAQOPETIKA aTTO0TACN A0 TNV  KAPepa (TTpAyua  TTou  €TTNPEACEl TN
ouvTeETayUEVN Z TWV joints) pe atmmoTEAeoua ol apBpwaelS (joints) Tou KaBevog
TToU avayvwpilel To Kinect va pnv €xouv TIG i0IEG OUVTETAYPEVEG (OTOV
WNAOGTEPO XpNoTn N Y ouvTeTayuévn Tou KEQAAIOU Ba €xel TIuA PeEYaAUTEPN
at1Td AUTH Tou KOvTUTEPOU ). OTTOTE 0 KABE XPAOTNG €XEI TIG DIKEG TOU KIVIOEIG.
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B) gesture

m gesture ¥
gesture_jid INT
name VARCHAR(45)
time VARCHAR{45)

>

Eikéva 15: Ovrétnta gesture.

Gesture e€ival n Kivnon TOU TTPAYUATOTIOIEI O €KAOTOTE XPAOTNG KOl
atroTeAEITAl ATTO TO OVOPA TNG KAl TN XPOVIKNA OTIYUA TTOU £YIVE.

y) user_to_gesture

:| user_to gesture ¥
user_jd INT
gesture_id INT

Eikova 16: To Table mrou Taipiddel TOUG USers e TIG AVTIOTOIXEG KIVOEIG TTOU EKTEAEDE
o KaBévag.

To user_to_gesture avTioToIXi(el TOUG XPAOTEG WE TIC KIVAOEIS Tou. OtTwg
AVOQEPANE KAl TTAPATTAVW O KABE XpoTng £XEl TIG DIKEG TOU KIVIOEIG.

o) frame

| frame ¥
‘ frame_id INT

nurm ber INT
»

Eikéva 17: Ovrétnta frame.

KdaBe kivnon atroteAsital atrd mAaiola (frames). To kabe frame €xel Tov apiOuo
Tou. Kd&Be TTAQicIo TTou ETTIOTPEPEI N KAPEPQ £XEI TO BIKO TOU JOVAdIKO apiBuo.
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€) gesture_to_frame

m gesture_to_frame ¥
gesture_id INT
frame_id INT

Eikova 18: To table ou avrioToixidel TIg KIVATEIG PE Ta avTioToiXa frames.

To gesture_to_frame avtioTtoixiCel Ta frames otnv K&Be Kivnon. OuciacTiKa n
eKAoToTE Kivnon £xel Ta dIka TngG frames.

oT) joint

m joint ¥
joint_id INT
name ¥ ARCHAR{45)
% DOLUELE
¥ DOUBLE
Z DOUBLE

Eikéva 19: OvroTnTa joint.

Omrwg avagépape kal atn deutepn evotTnTa To Kinect ytropei va kavel tracking
TOV avBpwTTIVO OKEAETO avayvwpilovtag ouoiaoTikd 20 joints. To kaBe joint
€XElI TO OVOUA TOU KABWG £TTIONG KAl TIG CUVTETAYUEVEG Tou. Na TTapddelyua 10
joint head Ba €£xel T0 dvoud Tou TTOU Ba €ival head Kal TIG CUVTETAYUEVEG TOU
(avaAoya Tov GvBpwTTO).

¢) frame_to_joint

| frame_to_joint ¥
frame_id INT
joint jd INT

Eikova 20: To table mou avrioToixigel Ta frames pe Ta joints Toug.
To frame_to_joint avTioToixiCel Ta avtiotoixa frames ue Ta joints. KaBe frame
ouolaoTIKG Ba €xel 20 joints, Twv OTTOIWV Ol CUVTETAYUEVEG TTEPIYPAPOUV WE

akpiBela T oTdon TToU £XEl 0 AVOPWTTIVOG OKEAETOG TNV KABE XPOVIKN OTIYUA
TTOU TOV BAETTEI N KAUEPQ.
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n) generic_movements

:| generic_movements ¥

| mowvemn ent VARCH AR {45)

Eikéva 21: H ovréTnTa generic movements.

Ta generic_movements TTEPIEXOUV TO OVOUATA TWV KIVIOEWV TTOU OVHKOUV O€
QuTAv TNV KaTtnyopia (eEnynBnke otnv utroevotnTa 4.1). Kabe dvoua kivnong
AVOQEPETE POVO Hid QOpPA Kal XPNOIKOTTOIEITAI yia va OWOoEl TTapaTTavw
ETTIAOYEG OTO XPAOTN KATA TN XPron TNG EQAPUOYNG.

0) dance_movements

m dance_movements ¥
dance V ARCHAR(45)
mowvem ent YARCH AR.{45)

Eikéva 22: H ovréTnTa dance movements.

Ta dance_movements TTEPIEXOUV TA OVOPOTA TWV XOPWV KABWG TTioNG Kal Ta
ovONaTa TWV KIVAOEWYV TTOU aVHKOUV OTOV KABe xopod. MNa mmapdadeiypa dance:
greek folk, ballet, movement: relever. XpnoiyoTrolgital OTTwg Kal n TapaTmmavw
ovtoTnTa, ONAAdN yia va dWwaoel TTAPATTAVW ETTIAOYEG OTOV EKAOTOTE XPNOTN.
AKOAOUBOUV KATTOIEG EVOEIKTIKEG EIKOVEG VIO XOPEUTIKEG KIVIOEIG.
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Greek folk

WYahiddki [19]

Eikova 23: WaAidaki
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Ballet

Arabesque [17]

Eikéva 24: Arabesque

Attitude [18]

Eikéva 25: Attitude
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5. AYZKOAIEZ KATA THN YAONOIHZH

5.1 NpoBAnuatiopoi

Katd tn didpkeia NG avamtuéng TnG EQApUOYNnS UTThpEav KATToIa GnuEia TTou
aTTaiTNoAV 181AITEPN TTPOCOXN KAl OKEWN PEXP! TN AAWN TNG TEAIKAG aTTOPAONG.

‘Eva TpoAnua Arav o apiBudg Twy frames 1rou Ba atrobnkevovTav ot Baon.
Mpo@avwg 600 1110 TTOAAG, TOOO KAAUTEPQ TTEPIYPAPETAI N Kivnon. Ouwg auto
kooTiCel oe xpovo. Omorte mpétrel va Bpebei o BEATIOTOC apIBUOS yia Tn
OUYKEKPIPEVN TTEPITITWON. 2TNV apXf OKEQPTNKA, TNV KABe Kivhon va Tnv
avTITTPOOWTTEUOUV 3 OUVOAIKA frames(apx — péon — TEAOG). Kai yia PIKPRAS
XPOVIKAG DIAPKEING KIVAOEIG €ival OVTWGS AVTITTIPOCWTTEUTIKOG 0 aplBuog. Opwg
auTd dev atmodelkvuel, OTI Ye Tov idI0 apiBud frames Ba TrepiypagovTal £¢icou
KOAGQ KIVAOEIG UEYAAUTEPNG XPOVIKAG OldpKelag. Aedouévou autou AoITTOV
amopacica Ot1i Ba ATav KaAUuTepo va amoBbnkevovrar 3 frames/sec. To
MEIOVEKTNUO WE QUTA TNV TIPOOCEyyion eival 0TI av yia JeEYAANG XPOVIKNAG
di1dpkelag Kivnon, N atrodrkeuon Twv dedouévwy aTtn Bdon eival xpovoBopa.
To TTAeoVEKTNUA €ival OTI N Kivnon TTEPIYPAPETAl APKETA KAAd, apou divoupe
TTEPICTOTEPES TTANPOPOPIES OTN BAon.

‘Evag GAAoG TTpoBAnuaTiouds ATav o TPOTToG PE TOov OTToio Ba yivotav o
XEIPIOPOG TOU TTPOYPAPMATOG, OTaV O XPAOTNG TTATAYE TO KOUWTT yid va
ekTeAéOEl KATTOIO Kivnon (TTpoTeivouevn | un, generic 1 dance). H mpwTtn
okéyn nTav, étav 0 XPHoTng TTATAYE TO KOUWTTI yId va KAVEl TNV Kivnon, n
epappoyn va divel Eva xpovikd TTepIBwpIo (yia TTapddelypa 3 sec) PEXPI O
XPNoTnNG va TTpoAdpel va oTaBei umrpooTd atmo Tnv Kauepa o€ amoéortaon 1 -
1,5m. Autf) n AUon atTroppi@Onke, dIOTI avaykAlovTag To XPRoTn va TTNyaivel
MTTPOOTA aTTO TNV KAUEPQ 0€3 CUYKEKPIUEVO XPOVIKO OIACTNUA MEIWVETAI N
guxpnoTia Tou TTpoypdupaTos. Mia AAAn okéwn TTavw o€ autd To TTPORANUA
ATav va Uttapxel AAAoOg €vag avBpwTrog, o otroiog Ba BonBouce Tov XpProTn
TToU Ba NBeAe va TTpayuaToTToINoEl KATTola Kivnon. OTTdéTe 0 XproTng TTou Ba
NBeAe va ekTeEAEOEI TIG KIVAOEIG Ba ATav AdN PTTPOCTA ATTO TNV KAPEPA KAl O
GAANog Ba diaxeipifoTav avaloya To TTPOypapua. ATToppipOnKe Kal auTh n
AUon. E@appolovTtag Tnv UTTOXPEWVEIG TO XPHOTN va £XEl OTTWOONATIOTE £vav
“BonB4”, KATI TO OTTOIO MEIWVEI APKETA TNV €UXENOTIO TNG £QAPUOYNG, aPOU
ATTAITEN TRV UTTAPEN VOGS OKONA TTPOCWTTOU.

O mapatrdvw TTPoRANUaATIONOS UTTAPEE yIaTi e KATTOIOV TPOTTO Ba ETTPETTE,
a@OoU 0 XPAOTNG TEAEIWOEI TNV KivnonA TOu, va oTaPATACEl N KAUEPA va divel
frames o010 TPOypappa. KATTwG Aoimrdév Ba ETTPETTE va OTOPATAOOUME TNV
atrooToAR TTEpITTWY frames.

Mia GAAn AUon otov TTapatrdvw TTPORANUATIONO ATAV va OpIoTEl pia Bon
TEPMATIONOU. Tn Ouykekpigévn B€on Ba Tnv €TTalpve 0 XPNOTNG OTAV TEAEIWVE
TNV Kivnor Tou. Opwg Kal auth n AUon atmmoppigOnke KUpiwg yia dUo AdGyoug.
O mpwtog Adyog cival o1, OTav TEAEIWVE TNV EKTEAECN TNG Kivnong O XProTng
Ba xpelafdtav KATTOI0 XPOVIKO dIACTNUA yIa va @TACEI 0T B€0n TEPUATIOUOU.
AuUTO TO XPOVIKO d1aoTnua (€0Tw Kal PIKPO) AUTOPATA ONUAIVEl KATAYPa®n
Tapamdvw frames Ta otoia dpwg dev avhKouv oTnV Kivnon TTou BeAe va
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TIPAYMATOTIOINCEl APXIKA O Xpnotng. Zzav atotéAecpa otn Bdon 6Ba
amroBnkevovtav TePITTA frames. Autd ptropei va emrnpéade PETETTEITO GAAQ
project TTou Ba xpnoiygoTroloucav Tn OUykekpiyEvn Baon. O deutepog Adyog
gival 611 TTOAU a1TAd n Béon 1TToU Ba opilape ocav B€on TEPUATIOPOU UTTOPOUCE
va aTToTeAEl  QUOIOAOYIKA HEPOG KATTOIOG Kivnong, atmmd auTtég Tou Ba
€MBUPOUCE va eKTEAEDEI O XPAOTNG.

TeAIK& QTTOQOCIOTNKE O XEIPIOPOG TNG €QAPUOYAG Vva  YiveTal KaTd
QTTOKAEIOTIKOTNTA aATTO €vav Kal povo xpriotn. Otav o xpAoTng TTaTdel 1O
KOUMTTI yIa va eKTEAETEI Mia OTTOIABATTOTE Kivnon, TOTE £xEl 000 XPOVO BEAEI va
TTAEl PTTPOOTA aTrd TNV KAYEPa. Metd Trpétrel va dwaoel Tnv evioAr) BEGIN pe
QewvnTIKG pAvupa, yia va gekivioel 1o Kinect va oTéAvel frames oT0
TTpoypaupa. Otav oAoKANPWOEl TNV EKTEAECN TNG Kivnong TTPETTEl VO dWOEI
TNV evioAr) OVER pe @uvnTIKO PAVUMA, £T01 WOTE VA OTAUOTACEI N ATTOOTOAN
Twv frames atroé Tnv KAPEPA oTO TTPOYPANHA.

5.2 MeiovekThpaTa

a) Av n kivnon eivar geyaAng xpPovikng OIAPKEIaS, TOTE O XPOVOS yia Tnv
atroBrikeuon otn Bdon dedopévwy gival peydAog (etTepvael Ta 40 sec).

B) Ytmrdpxouv 1TOAAOI xOpoi TToU yivovTal PeETagU Ceuyapiwyv (yia TTapAdElypa
TavykO). H ouykekpiyévn eQappoyr OUwGS KaTaypdgel TIG KIVAOEIG JOVO evOg
xpnomn.

5.3 MAgovekTAUATA

a) Yapxel n duvardtnta, o XPHoTNG va eKTEAECEI €iTE KIVAOEIC TTOU Ba TOU
TTPOTEIVEI N EQAPUOY EITE KIVAOEIG TTOU Ba €10Ayel O id10G.

B) OAol xpnoiyotroiouv Tnyv idia. OTToTE OTaV €vag XPAOTNG EKTEAEI dia Kivnon
OIkiG Tou (TTou dev uttdpxel dnAadn Ndn otn Paon), TOTE AUTA N Kivnon
eloayetal otn Baon. Av apydtepa KATToI0G AAANOG XProTnG XPNOIMOTTIOINOEl TNV
eQappoyn, TOTE OTIC TTPOTEIVOUEVES KIVAOEIG Ba €xel TTPOOTEBEI Kal N Kivnon
TOU TTPONYyoUUEVOU.

y) H evioAn} yia va ¢ekivioel n kapepa va otéAvel frames oto TTpoypapua,
YiVETQI PE QWVNTIKO UAVUMPA, KATI TO OTTOI0 OIEUKOAUVEI TO XPHOTNn TTou O¢
XPEIAZeTaI VO ayXWVETAlI € TTOOO0 XPOVO TTPETTEI va PpeBEi uTpooTd atrd Tnv
KAuepa N va xpelddetal oTTwWoONTIOTE KAl KATTOIOV va To Bondnoel Katd Tn

XPAon TG EQApPUOYAG.
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6. ZYMIMNEPAZMATA KAI MEAAONTIKH EPTAZIA

6.1 AvaokoTtrnon

2TIG TTapattdvw evoTnTeG £ENYABNKE N dladikacia TTou akoAouBrionke yia TV
QVATITUEN TNG £QAPUOYNG. APXIKA TTAPOUCIACTNKAV TO BEPA TNG EpPyACiag Kal
0 OKOTTOG TNG UAOTTOINONG TNG. ZTN CUVEXEIA £YIVE dia TTPWTN YVWPIMIA YE TNV
kKauepa Kinect, o1 duvatotnTéG TNG, TTOU XPNOIMOTIOIEITAI, yia TT0I0 AdyO
xpnolyotroigital. Metd ava@pépBnke OXETIKA €pyacia TTAVwW O€ QuTO Kal
TTEPIYPOAP) TNG OXETIKAG €QApPUOYNG. AKOAOUBWG E£yive TTEPIypa@r TG
UAOTTOINONG TNG €QAPPOYAG TTOU avaTTTUXOnke OTA TTAQICIO TNG TITUXIOKNG,
avagopd OTo OXAMO TNG KAl Hia TTEPIYPA® TwV TEXVOAOYIWV TTOU
XpnoigoTtroinénkav yia tn dIEKTTEPaiwon Tou project. MeTa TRV TTEPIYPOP AUTH
akoAouBnoav ol BUOKOAIEG Kal ol TTPOBANUATIOUOI TTOU dnuioupynBnkav Katd
TNV AQVATITUEN TNG EQAPUOYNG KABWG £TTIONG KAl TA JEIOVEKTAMATA TNG.

6.2 Zuptrepdopara

Katd 1n didpkeia TnG uAotroinong TnG €QAPUOYAG €€nxBnoav onuavTika
ouptrepdopata. Eival avaykaia n épeuva yia va emAexbei o kKatdAAnAog
€€OTTANIOUOG yIa TNV avaTTTugn TnG €@apuoyng. Etriong civalr TToAU onuavtikd
va Yivouv KatavonTd Ta TEXVIKA XOPAKTNPIOTIKA Tou €EOTTAICOU KaBWG TTioNg
Kal O TPOTTOG E TOV OTTOI0 AEITOUPYEI, WOTE va gival TTI0 €UKOAN n uAoTroinon
TNG €PAPMOYNG KOl va atmmo@euxBouv TeEXVIKA TuxOv AdBn. Ztnv tmapouca
€Qapuoyn yia TTapddelyua ATav avaykaia n karavonon Tng AEIToupyiag Kai
TWV XOPAKTNPEIOTIKWY Tou Kinect(Trola pevparta oTéAvel, TTOOQ Onueia Tou
avOpWTTIVOU OKEAETOU avayvwpilel, o€ TI Jop®r) OTEAVEI Ta frames, Kal YeVIKA
TTWG UTTOPOUHE VA BIAXEIPIOTOUME TIG TTANPOPOpPieg TTou OTEAVEI TO Kinect oTn
C#).

6.3 MeAAovTIKN epyaoia - avoiXTa Oépara

levikd katmola pdypata icwg uIropouoav va yivouv pe GAAov 1pdTTo Kal
TTPOPAVWG N EQAPUOYK] ETTIOEXETAI BEATILOOEIG.

H 1Tapouca epappoyn €xel Jovo duo €idn KIVAoEwWV (generic, dance Ta oTroia
avagépovtal oto 1.2). Oa pTTopolce va ETTEKTOOEI Kal yia KIVAOEIG TTOU
avikouv o€ AAAouG TopEig (OTTwg yia TTapAdelyya OTOV  TOMEQ  TOU
aOANTIONOU).

Etiong Ba ptropouce va avayvwpilel KIVAOEIS TTou Ba KAvouv Tautoxpova 2
aropa (€101 Ba XxpNOIYOTTOIOUVTAV OTO PEYIOTO O duvaToTNTEG Tou Kinect agou
MTTOPEI va Kavel tracking péxpl Kal duo dToua).

Mia peyaAutepn €TTEKTACN QVTIOTOIXN ME TNV TTapatmdvw 6a ATav n Xpnon
TePIooOTEPWY  Kinect aiobntmipwv yia Tnv KaTaypagr Twv KIVACEWV
TEPICOOTEPWY AVOPWTTWY. Zav aTTOTEAECHA Ba PTTopoUcav va Kataypapouv
XOPOIi TTOU aTTaITOUV TTEPICOOTEPOUS avOPWTTOUG aTtrd dUo.
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2Tnv Trapouca @don o6tav amobnkevoupe €va frame otn BAon, ouclaoTIKA
atroBnkevovTtal Kai Ta 20 joints TTou avayvwpilel To Kinect. Opywg autd KAvel
TTOANEG QOPEG TO TTPOYPAPUa XpovoRdpo(ecapTdrtal BEBaia kal aTrd Tnv Kivnon
Kabwg kai atrd Tn Xpovikn dIdpKeld TNG). Towg 010 nEAAOV va PTTOPEi va Yivel
OIdkpIon METAEU TWV joints TTou XPeEIAdeTal va atroBnkeutouv oTn Bdon
avaloya Pe To Ovopa TNG Kivnong 1Tmou Ba €iodyel 0 XpAoTng.

MNa KIvAoeIg TToU €XOuv XPOVIKN dldpkela TTavw atmd 3-4 sec, 0 XpOvVog
aTToBrKeUONG €ival IKAVOTTOINTIKOG (MEXP!I 5 sec). Opwg yia KIVAoEIG aTro 5 sec
Kal TTavw o Xpoévog atroBrikeuong otn Paon eival peydAog (UTTopEi va
cemrepvael kar Ta 40 sec). Z1o péANov Ba rfiTav avaykaio (av peAeToUvTal
KIVAOEIG ME MEYAAO HECO Opo XPOVIKNG OIAPKEING), va Bpebei TpOTTOC va
MEIWOEI 0 xpdvog atmobrikeuong atn BAon (auTO EKTOG TwV AAAWYV €TTNPEACETAI
Kal ammd Ta XAPOKTNPIOTIKA TOU OUCTAMATOG Kal Tou €EOTTAICUOU TTOU
XPNOIYOTTOIoUVTAI YIO VO AVATITUXBOEI N EQappoyr Kal va TPEEEI O KWOIKAG).

Etriong xpeiadetal repIoooTEPN £pguva TTAVW OTOV apIBPO Twy frames 1Tou Ba
KataypdagovTal yia KaBe kivnon. Eival ikavotroinTikd va éxouue Tov idlo apiBuo
frames yia OAeg TIG¢ Kivioelg; MATTwG €ival KaAUTEpa va €Xoupe Alyotepa
frames ammdé TOV APIBUO TTOU ava@EPOnke TTapamavw(BeAtTiwon xpovou
atroBrikeuong oTn Bdon); Towg Ba utTopouoe 0 XPAOTNG va EICAYEI TN XPOVIKA
OIApPKEIN TTOU ATTAITEI N Kivnon TTou Ba eKTEAEOEI KAl avaAoya va opifoTav Kail O
apIBuéc Twyv frames amméd 1o mpdypauua.

Akoéua icwg Ba ptTopolcav va AVTIKATAOTOOOUV TA KOUUTTIA ME QWVNTIKESG
evIioAéG. Kal emimmAéov OTav o0 Xprotng Ba nBeAe va eicdyel pia dIKr Tou
Kivnon, va Tnv ovoparTidel ue T @wvn Tou Kal va atroBnkevetal otn Baon Pe 1O
ovopa autd. Katl tétolo BERaia atraitei TOUAAGXIOTOV TTOAU PEYAAn guaiodnaoia
MIKPOQWVOU Kal IKaveTnTa eAaXIOTOTTOINONG TOU BopuRou atrd 1o TTepIBAAAOV
OTO OTTOI0 EKTEAEITAI N EQApPMOY, KAOBWG ETTIONG KAl avayvwpion AEGEwV TTou
iowg dev UTTAPXOUV OPICPEVEG OTO OUCTNHA.
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MINAKAZ OPOAOIIAZ

ZevoyAwoooog 6pog

EAANVIK6G 6pog

gesture

XEIpovouia

scanner

OOpPWTAG

gesture recognition

avayvwpIon XEIPOVOUIiag

facial recognition

avayvwpIion TTPOCWTTOU

speech recognition

avayvwplion ouIAiag

tracking IXVNAQTWVTOG
depth map Xaptng BaBoug
joints KAEIBWOEIG

tracking modes

AeiIToupyieg IxvnAaoiag

gait recognition

avayvwpion Badiopartog

sign language

VONUAaTIKA YAwooa

frames

TTAQiola

skeleton tracking

IXVNAQoia OKEAETOU

textbox

KOUTI KEINEVOU

generic

YEVIKOG
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2YNTMHZEIZ — APKTIKOAE=ZA — AKPQNYMIA

RGB Red Blue Green

CMOS Complementary metal—oxide—
semiconductor

XAML Extensible  Application Markup
Language

XML EXtensible Markup Language

SDK Software Development Kit

WPF Windows Presentation Foundation

DTW Dynamic Time Warping
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NMAPAPTHMA

ATTaITAOEIG CUOTANATOG

O xpAoTNG yia va TpELel TNV epappoyr Ba TTpéTTel va dIaBETEl T £ENG:

a) Aeiroupyikd ocuoTtnua: Windows 7, Windows 8 x32/x64
B) EmeepyaoTnh Intel Core i3 CPU 2.40 GHz.

Y) MvAun RAM 4Gb.

0) Eykareotnuévo 1o Microsoft Kinect for Windows SDK.

€) Eykareotnuévo 1o MySQL Workbench.
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