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BBegeHue

CoBpeMEHHbIN MMP HEBO3MOXKHO NMpeacTaBuUTh Oes nrposom
NHOYCTPUn

[MpunoxeHus, ncnonb3yrLine Ans B3anMoeincTBuUs
YCTHYIO pe4b Ha ECTECTBEHHOM SA3bIKE,

MUMUKY

N XEeCThl,

NO3BONAKT NONb30BaTENAM NPOYYBCTBOBATb 3PAEKT
NPUCYTCTBUA U MOrPY>XEeHUS.

MIMeHHO Takne agpdekTbl BOCTPpeOOBaHbI B
UrPOBLIX MPUNOXEHUSIX.



BBegeHue

anIJ'IO)KeHI/IFI C JaJieMeHTaMmn ecTteCTBEeHHO-NHTYUTUBHOIO
B3aMMOOENCTBUS MOIYyT AOaTb [0OJib30OBaTeEndmM OLWYyLlleHNe
NMPUCYTCTBUA U NMOTPYyKEHUA.

[106aBUTH B NPpUNoOXeHne 3N1IEMEHTbI Takoro
B3aMMOOENCTBUA MO3BOSIAET KOMMMEKT pa3paboTkn Intel
Perceptual Computing SDK n kamepa Creative* Senz3D

HoBas paspaboTka Intel® RealSense™
SDK, paboTtatowmm ¢ kKamepoun Intel®
RealSense™ 3D Camera.




[MpumMepbl UTPOBLIX MPUNOXEHUN

Millions of Minions Perceptual Computing Demo
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[MpumMepbl UTPOBLIX MPUNOXEHUN

PuppeTree(lntel Perceptual Computing challenge)




Bo3mMoxHocTH Perceptual Computing B
urpax
oen ecTeCTBEHHO-UHTYUTUBHOIO

B3aUMOOENCTBUS MOXHO YyCMNELIHO NPUMEHATb
Npwn co3gaHun Urp-rorioBonomMok. Hanpumep,
ObINo Obl eCTECTBEHHBLIM UCMOMb30BaTh XXECTh!
Onst COOPKN KapTUHKN U3 OTAENbHbIX YacTEN B
nasnax unu ansg ynpasneHus nagatLwmmm
dourypkamu B TETPUCE.

B3aUMOOENCTBUA ABNSAETCA OyayLmnm
MHOYCTPUN KOMMNbIOTEPHbIX UTP.




UrpoBble hpenMBOPKU, OCHOBHbIE
BO3MOXHOCTHU

dpenmMBOpPK — Kapkac ansi pa3paboTkm NPpURNoXXeHnn,
obreryarowmnim paspaboTky n oobegnHEHNE Pa3sHbIX
KOMMOHEHTOB 60MbLLOIo NPOrpamMmMHOro NpoekTa.

B otnnume ot bmbnnoTtek, KoTopblie 00beANHSIOT Habop
nognporpamMmm 6nm3kon dyHKUNOHAaNbHOCTU, PPENMBOPK
coaepxuT B cebe bonbLIoe KONMYecTBO Pa3HbIX Mo
Ha3Ha4YeHnto OUBNNOTEK.

[TpMmepbl penMBOPKOB AN pa3padboTKu urp:
openFrameworks

Processing.



Processing

ObbeanHsAET B cebe A3bIK NporpaMmmMmnUpoBaHuns.c
OTKPbITbIM MCXOOHbIM KOAOM N MHTENPUPOBAHHYIO cpeay
pa3padboTKm.

[TpecnenyeTt uenb 00y4yeHnst NporpaMmmMmmnpoBaHnio B
rpadou4eckomn cpene u CnyXmTt oCHOBOW AOns
9JIEKTPOHHOro anbboma pnUCyHKOB.

A3bIK, nCNnonb3yemMbln B Processing, MOCTPOEH
Ha OCHOBE fA3blka NporpamMmmMnpoBaHns Java,
HO MCMNOJb3YEeT YNPOLLUEHHbIN CUHTAKCUC U

padpnyeckyo Mmogernb NporpaMmmMmnpoBaHUS.




OpenFrameworks

Habop MHCTPYMEHTaNbHbIX CPEACTB C OTKPbITLIM KOAOM,
pa3paboTaHHbIW ANs1 «TBOPYECKOro KOAMPOBAHUSA», HAnMcaH
Ha C++ 1 MoxeT paboTartb nog Windows, MacOS X, Linux, iOS n
Android.

OpenFrameworks KOHLIEHTPUPYETCS Ha « TBOPYECTBE» U
NCNonb3yeT U300paxeHusl, NPeaoCTaBnsAeT NPOCTON
NHTEpPMENC K MOLLHBbIM Bnbnunotekam.

MHorme nonb3oBaTENN OTMEYAIOT CXOACTBO

openFrameworks

Processing



UrpoBble ABUXXKWN, OCHOBHbIE
BO3MOXHOCTM

rpoBow npoueccop (OBMXKOK) BKIMOYAET B cebs
MHCTPYMEHTbI, CO34aHHble a1 YNPOLLEHNSA N YCKOPEHUS
npouecca pa3paboTkm urp, B otnin4yme ot openmMBopKa,
KOTOPbIN NPOCTO NpeaocTaBnsaeT HAbop NOME3HbIX U
yaOOHbIX OMBNMOTEK, NpoLieccop (ABWXOK) onpeaenser

JTOTUKY UTPBbI.

[Tpnmepbl
Unity
"n
Havok Vision




Unity (M Unity3D)

KpoccnnatgopMeHHbLIN NTPOBON NMPOLECCOP, KOTOPLIN UMEET
BCTPOEHHY MHTErPMPOBaHHYIO cpeay pa3paboTku, co3aaH
Unity Technologies. CBbllLe MUNNMoHa pa3paboTymKoB
ncnonb3yroT Unity Npyn co3gaHum BUAEO Urp AN pasnmuyHbIX
nnatdgopm.

[ padpmyecknin npoLeccop NCMosb3yeT
Direct3D (Windows, XBOX 360),

OpenGL (Mac, Windows, Linux),

OpenGL ES (Android, iOS) u
cobcTBEHHbIE API (Wii).




Unity (M Unity3D)

BO3MO>XHOCTMW:
e pernbedHble NpeobpazoBaHUs;
* 3epKarbHble OTpaXXeHUs;

* rnpeobpasoBaHUs CMELLEHUS;

e anroputm SSAO, paboTaroLnin B peXUMe
peanbHOro BpeMeHU U UMUTUPYHOLLMIA
paccesaHHOe HeNnpsIMoe OCBELLIEHNE U
COOTBETCTBYIOLLEE 3aTEHEHMNE B TPEXMEPHOM
BUPTYanbHOM NPOCTPAHCTBE;




Unity (M Unity3D)

Unity nogoepXxmBaet dopmartbl pauvnoB .M 3D moaenwm,
co3paHHble B 3Ds Max, Maya, Softimage, Blender, modo,
/Brush, Cinema 4D, Chetah 3D, Adobe Photoshop, Adobe
Fireworks u Allegorithmic Substance.

Co3gaHHble C nomowbio nwboro U3
NepPeYnCneHHbIX  nNpunoxeHmnm 3D
00ObeKTbl MOryT ObiTb OobaBrieHbl B
UIPOBOWN MNPOEKT U YyNpaBnATbCA U3
rpadpmnyeckoro Nofb30BaTENbLCKOro
MHTepdeunca Unity.




Havok Vision

KpoccnnaTtdopMeHHbIN UTPOBOW NMpoLieccop (OBUXKOK),
KOTOPbIN NPeaoCTaBNAET MOLLHYIO U TMOKYIO MYTbTU-
nnaTOpPMEHHYIO TEXHOMOINIO, MaeanbHO NOAXOANALLYIO
ans paspaboTky urp nodoro Buaa n cnocobHyro
0bcUNTBLIBaTb U n30bpakaTb O4YEHb CINOXHbIE CLIEHBI,
obecrevnBas nnaBHYK CMEHY KaapoB.

TexHonormns cogepXmMT BO3MOXKHOCTH,
no3BonsaoLme paspadorTymkam UrpoBbIX
NPUNOXEHNN NPEOAONETb TEXHUYECKME
bapbepbl 1 co3gaBaTh JENCTBUTENBHO
NpuBreKaTeribHbIe Urpbl.




UHTerpauus Intel Perceptual Computing SDK €
UrpoBbIMU ABUMXKaMU

Intel® Perceptual Computing SDK nogaep>xmBaet
cnegytoLime nrpoBble ABUXKKU 1 PENMBOPKM:

* Unity PRO 3.5.1f2 (nnin 6onee no3gHumn);

* Havok* Vision* SDK version 2012.2.1 (unu 6osee
NO3OHUN);
* openFrameworks v0071 (unn 6onee No3gHNN);
ing 1.5.1 (unun 6onee no3gHun).




UHTerpauus Intel Perceptual Computing SDK
C UITPOBbLIMU OBNXKaMU

[Tpn paspaboTke NrpoBbIX MPUOXKEHNN C.NMOMOLLbIO
Havok™ Vision* SDK nnun openFrameworks MOXXHO
MCMnonb30BaTh BCe PYHKUNU N YTUNAUTDI

C/C++ bubnmnotek Perceptual Computing SDK B
MCXOOHOM dpopmaTe, JOCTATOYHO
COOTBETCTBYIOLLMM 0Dpa3omM HAaCTPOUTb MPOEKT.




HacTtpouka npoekrta
Havok* Vision* SDK nnu openFrameworks

[1na npnnoXxeHun, NCNonb3yLnX NPy KOMOUNAUnum
onuuo ctaTnyeckoun 3arpysku, Runtime Library
(OMBNMOTEKY BPEMEHM BbIMNOSTHEHUSA)
Multi-Threaded Debug (/MTd) nnm
Multi-threaded(/MT) HeobxoaNMO:

MMMNOPTUPOBATL CTPaHULY CBOUCTB
props/VS2010-12.Integration.MT.props




HacTtpouka npoekrta
Havok* Vision* SDK nnu openFrameworks

[1na npnnoXxeHun, NCNonb3yLnX NPy KOMOUNAUnum
onuuo gMHamMmmnyeckou 3arpysku, Runtime Library
Multi-Threaded Debug DLL(/MTd) nnn Multi-threaded
DLL(/MT) Heobxogmnmo:

MMMNOPTUPOBATL CTPaHULYy CBOUCTB
props/VS2010-12.Integration.MD.props,




HacTpoika nrpoBoro npunoxeHus,
pa3padbaTbiBaeMoro ¢ NOMoLL b0 Unity
Heobxo4nMO BbINOMHUTL cregytoLlme JencTBUS:

* co3aaTb gmpeKkToputo Plugins B nanke Assets NpoeKkTa
Unity;

* W3 MNarnku

S(PCSDK_DIR)/framework/Unity/hellounity/Assets/Plugins
CKONMPOBAaTb B CO34aHHYI0 ANPEKTOPULO Plugins

doannsi:
libpxcupipeline.dl|

pxcm-structures.cs

fo O pxcupipeline.cs



HacTtpownka nrpoBoro npunoXxeHwus,
pa3pabaTtbiBaemMoro ¢ nomoLubro Unity

Heobxognmo nmetsb BBMay, 4to libpxcupipeline.dll
CKOMMUITMPOBAH, KakK 32-OMTHas bmbnmoTteka,

ecrnun paspabartbiBaemMoe Unity NpUnoXXeHne siBnaeTcs
64-OMTHBbIM, HEOBXOAMMO rMepekoMnNUNMPoOBaTh doans
libpxcupipeline.dll, kKak 64-OUTHbIN N €ro CKONMPoBaTb
B AMPEKTOPUIO Plugins pa3pabaTtbiBaeMOro
NPUIOXEHUS.

McxooHble dpannbl OMbnnoTeku
pacnosaratoTcs:
(PCSDK_DIR)/framework/common/

pxcupipeline.




HacTpoOUKa UrpoOBOIro NpPpUNoXxeHus,
pa3padbaTbiBaeMoro ¢ noOMoLbIo
Processing

* cKonupoBaTb gupekToputo libraries C
bnbnumnoTtekom PXCUPipeline B nanky, Ha KOTOPY1O
yKkasbiBaeT Sketchbook location, n3 katanora:
S(PCSDK_DIR)\framework\Processing\libraries;

*ON19 peann3aumnm BO3MOXHOCTHU
B3anmoaenctBus c Intel Perceptual Computing
DK HeobxoamMmo NogknoyYnTb OMbNnMoTeky
PXCUPipeline:

import intel.pcsdk.*;



UHTerpauums Intel Perceptual Computing SDK c
UrpoBbIMU ABUXKaMH

Ob6Lwme npoueaypbl NPOrpaMmMmnpOBaAHUSA CXOXU
Onsi nogaepXxXuBaemMbiX penmBOpPKOB U
NBWXKOB, MOCKOSIbKY UX Noaaepkka OCHOBaHa
Ha OOHON N TOW XXe Da3oBou DUbBNMoTEKe.




Mpoueaypbl NporpaMMuUpoBaHUus

MHuumanuisauums.

Mcnonb3yeTca pyHKUUA Init(), B KOTOpOU
BbIMNOMNMHAETCA UHMLMaN3auna KOHBeNepa,
OCHOBaHHOro Ha Knacce UtilPipeline.

OTOT KOHBENEP 0ObEANHSAET B cebe
00pabOoTKy LIBETHLIX N30OpakeHun,
onpeneneHne n oTcrexnBaHue
NONOXXEHWUS NnLLa U OCHOBHbIX MAPKEpPOB,
OTCNEXMBAHUE PYK U NanbLEB,
NO3HaBaHME XXeCcToB, pacrno3HaBaHMe

7 O peYn N roryioCcoBbIX KOMaHA.




Mpoueaypbl NporpaMMuUpoBaHUus

OOpaboTKka AaHHbIX.

AcquireFrame() - bnokmnpyet ppenm 0o nonyyYeHus
pe3ynsratoB 06paboTkn OAaHHbIX.

ReleaseFrame() - cHUmaeT bnok ¢ dppenma u
nogrotaBnmBaeT 0bpaboTKy cnegytoLlero
dopenma.

Mexay Bbl3oBaMn 3TUX OBYX
doYHKUMN NPUNOXKEHNE MOXET
BbIMNOJTHUTbL CEPUID BbI3OBOB
doyHKLMIN, KOTOPblEe BO3BpaLLatoT
pe3ynbraThl pacno3HaBaHUA U

O6pa60T|<|/| LIBETHbIX N306pakeHunn,
O MUMWKN, )KECTOB 1N PEYN.




Mpoueaypbl NporpaMMuUpoBaHUus

3aBepLueHune paboTbl.

[TpunoxeHne ncnonb3dyet dpyHKumio Close() ans
3aKpbITNS KOHBENEPA N OCBODOXKOEHWNSA BCEX
PecypcoB.




3aKknyeHue

\oen ecteCcTBEHHO-UHTYUTUBHOTIO
B3aMMOOENCTBUSA N BO3MOXHOCTHU Intel Perceptual
Computing SDK HaxoaaT camoe LWMpoKoe
NPUMEHEHNE B PA3BUTUN UTPOBbLIX MPUTOXKEHUN.

MHoOrme TexHn4eCckun CroXHbie BONMpoChbl MOMOratoT
PELLNTb UTPOBbIE ABMXKN U PPENMBOPKU, HO
4YTOObI 3 PEKTUBHO C HUMU paboTaTh,

RXO0OMMO NOTPATUTL BPEMSA HA UX OCBOEHME.




Ncnonb3oBaHHbLIE UCTOYHUKMU
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