		[image: ]			Home | Amazing | Today | Tags | Publishers | Years | Account | Search 	
		[image: ]



	[image: ]

	[image: ]
		



	Advertisement

	[image: ][image: unlimited object storage image]



	Today's Books

		[image: Kinect for Windows SDK Programming Guide]


[image: Buy]
	[image: ]Kinect for Windows SDK Programming Guide, 9781849692380 (1849692386), Packt Publishing, 2012

	Build motion-sensing applications with Microsoft's Kinect for Windows SDK quickly and easily

	
		Building application using Kinect for Windows SDK.
	
		Covers the Kinect for Windows SDK v1.6.
	
		A practical step-by-step tutorial to make learning easy for a beginner.
	
		A detailed discussion of all the APIs involved and the explanations of their usage in detail.
	
		Procedures for developing motion-sensing applications and also methods used to enable speech recognition.



	In Detail


	Kinect has been a game-changer in the world of motion games and applications since its first release. It has been touted as a controller for Microsoft Xbox but is much more than that. The developer version, Kinect for Windows SDK, provides developers with the tools to develop applications that run on Windows. You can use this to develop applications that make interaction with your computer hands-free.


	This book focuses on developing applications using the developer version of Kinect called Kinect for Windows SDK. It is a complete end to end solution using all the features of Kinect for Windows SDK. You will learn to develop applications in Kinect and give them a 3D effect by using the depth sensor, change angles by using camera sensor. The book will also help you develop motion sensitive and speech recognition enabled applications.


	The book begins with explaining the basic requirements and setting up Kinect for Windows SDK. You will be surprised at how quickly the book takes you through the Kinect APIs classification. You will use NUI to use the Kinect for Natural Inputs like skeleton tracking, sensing, and depth measuring.


	You will capture different types of video, and images, handle video stream event, and capture frame. Kinect device contains a motorized tilt to control camera angles, which you will learn to use. The last part of the book teaches you to develop a music player using Audio API where source is Kinect Device and then use the speech recognition too.


	What will you learn from this book 

	
		Understand the Kinect sensor in terms of a device, different components, and how they work.
	
		Step by step installation guide of SDK, troubleshooting tips and development environment setup.
	
		Reading the Kinect device information, monitoring and notifying the sensor status change.
	
		Automatically adjust the sensor elevation angle
	
		Understand different approaches of capturing data stream from Kinect sensor.
	
		Learn the uses of color, depth and IR data and how to leverage them in your applications.
	
		Use skeleton-tracking for interactive applications and leveraging the applications to gesture-enabled application
	
		Understand usages of Microphone array and build speech-enabled applications with Speech API.
	
		Develop applications using Multiple Kinects
	
		Understand how to design cross device application with Kinect



	Approach


	This book is a practical tutorial that explains different features of Kinect for Windows SDK by creating sample applications throughout the book


	Who this book is written for


	If you are looking to develop motion sensing, speech recognizing applications with Kinect, then this book is for you.


	This book uses C# and WPF in the examples, so you need to know the basics of C# and WPF. You don't have to know anything about Kinect for Windows SDK.
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Emerging Technologies of Augmented Reality: Interfaces and DesignIGI Global, 2006

	Although the field of mixed reality has grown significantly over the last decade, there have been few published books about augmented reality, particularly the interface design aspects. Emerging Technologies of Augmented Reality: Interfaces and Design provides a foundation of the main concepts of augmented reality (AR), with a particular...
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Information Hiding: 9th International Workshop, IH 2007, Saint Malo, France, June 11-13, 2007, Revised Selected Papers (Lecture Notes in Computer Science)Springer, 2008
This book constitutes the thoroughly refereed post-proceedings of the 9th International Workshop on Information Hiding, IH 2007, held in Saint Malo, France, in June 2007.
The 25 revised full papers presented were carefully reviewed and selected from 105 submissions. The papers are organized in topical sections on new steganographic schemes,...
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The Social Media Business EquationCourse Technology PTR, 2011

	My journey down the social media road began years
	ago, and many people have praised me for my foresight
	and brilliance. They are very kind, but the
	truth is, what really took me down this road was desperation.
	A few years ago—perhaps you remember—the economy
	took a heck of a dip. On its way down, it punched me in the...
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Introducing Character Animation with BlenderSybex, 2007
Open your mind to the possibilities    

    

    Let this in-depth professional book be your guide to Blender, the powerful open-source 3D modeling and animation software that will bring your ideas to life. Using clear step-by-step instruction and pages of real-world examples from talented Blender users, expert...
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Micro Java Game DevelopmentAddison Wesley, 2002
Wireless games are always on and always with you, and can reach a more massive audience than any other gaming platform in history. No programming language is as suited for micro games as Java 2 Micro Edition (J2ME).

Micro Java Game Development is your step-by-step guide to creating games for devices that support J2ME/MIDP. The material...
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Sams Teach Yourself Macromedia Flash MX 2004 in 24 HoursSams Publishing, 2003
Since its introduction in 1996, Macromedia Flash has become the standard for delivering high impact, vector-based graphics to the Web.  Flash is deceptively simple at first, yet has great depth and flexibility.Sams Teach Yourself Macromedia Flash 5 in 24 Hours offers a clearly written, well-organized introduction to this powerful product, and gives...
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