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	In this chapter you’ll unbox a new Kinect—or if you have one already, you’ll disconnect it from your Xbox. Then you’ll install some software, plug the Kinect into a computer, and take a look at what all of the fuss is about with this unique device. You’ll learn what the different components of the Kinect are and be able to play with some simple controls to get a feel for how all the parts work together to make the magic happen.


	The Kinect is marketed, packaged, and designed for use with Microsoft’s Xbox gaming console. The Xbox is a remarkable living room entertainment system, and if you haven’t tried Dance Central or Kinect Sports, I recommend that you do—playing those two games at the 24-hour Best Buy in Union Square here in NYC is what got me so excited about the Kinect in the first place. I dragged as many friends as I could down to the store so they could see this amazing technology in action.

	

	That said, this book is the unofficial manual for how to take a Kinect and use it outside the living room—no Xbox required. Now, let’s make sure you have everything you need to unplug your Kinect from the game system—or purchase one by itself, plug it into your computer, and get tinkering.


	Meet the Kinect introduces the exciting world of volumetric computing using the Microsoft Kinect. You'll learn to write scripts and software enabling the use of the Kinect as an input device. Interact directly with your computer through physical motion. The Kinect will read and track body movements, and is the bridge between the physical reality in which you exist and the virtual world created by your software.

	

	Microsoft’s Kinect was released in fall 2010 to become the fastest-selling electronic device ever. For the first time, we have an inexpensive, three-dimensional sensor enabling direct interaction between human and computer, between the physical world and the virtual. The Kinect has been enthusiastically adopted by a growing culture of enthusiasts, who put it to work in creating technology-based art projects, three-dimensional scanners, adaptive devices for sight-impaired individuals, new ways of interacting with PCs, and even profitable business opportunities.

	

	Meet the Kinect is the resource to get you started in mastering the Kinect and the exciting possibilities it brings. You’ll learn about the Kinect hardware and what it can do. You’ll install drivers and learn to download and run the growing amount of Kinect software freely available on the Internet. From there, you’ll move into writing code using some of the more popular frameworks and APIs, including the official Microsoft API and the language known as Processing that is popular in the art and creative world.

	

	Along the way, you’ll learn principles and terminology. Volumetric computing didn’t begin with the Kinect. The field is decades old—if you’ve ever had an MRI, for example, you have benefitted from volumetric computing technology. Meet the Kinect goes beyond just the one device to impart the principles and terminology underlying the exciting field of volumetric computing that is now wide-open and accessible to the average person.


	What you’ll learn

	
		Install drivers to connect your Kinect to your PC, whether running Windows or Mac OSX
	
		Download and run the growing body of software freely available via the Internet
	
		Write scripts in the popular Processing language
	
		Take advantage of Microsoft’s Kinect SDK for Windows
	
		Choose a software development environment that suits your needs
	
		Grasp principles and terminology underlying the Kinect technology



	Who this book is for


	Meet the Kinect is aimed at technology enthusiasts, including programmers, artists, and entrepreneurs who are fascinated by the possibilities arising from the direct, human-computer interaction enabled by the Microsoft Kinect. The book is for anyone who wants to take advantage of the growing body of software for the Kinect, and for those who wish to write their own programs and scripts involving the Kinect as an input device.
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Computer Algebra Recipes: An Advanced Guide to Scientific ModelingSpringer, 2007
A computer algebra system (CAS) not only has the number \crunching" and plotting capability of traditional computing languages such as Fortran and C, but also allows one to perform the symbolic manipulations and derivations required in most mathematically based science and engineering courses. To introduce students in these disciplines to...
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Level Sets and Extrema of Random Processes and FieldsJohn Wiley & Sons, 2009
Level Sets and Extrema of Random Processes and Fields discusses how to understand the properties of the level sets of paths as well as how to compute the probability distribution of its extremal values, which are two general classes of problems that arise in the study of random processes and fields and in related applications. This book...
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Learning PixelmatorPackt Publishing, 2013

	Enhance your photos effectively and unleash the artist inside, with Pixelmator


	Overview

	
		Learn how to use Pixelmator and its primary tools.
	
		Discover how to edit your photos using real world examples.
	
		Use the Effect tools and artistically enhance your images.


...
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Fundamentals of Digital Image ProcessingPrentice Hall, 1988

	Presents a thorough overview of the major topics of digital image processing, beginning with the basic mathematical tools needed for the subject. Includes a comprehensive chapter on stochastic models for digital image processing. Covers aspects of image representation including luminance, color, spatial and temporal properties of vision, and...
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Mission Critical Internet SecuritySyngress Publishing, 2000
The best security for a network segment is isolation, but that's not an option if you want your users to enjoy Internet connectivity. Mission Critical Internet Security explores your options for protecting your network from attack across the Internet, emphasizing firewall solutions from Cisco, Symantec, Microsoft, and Check Point. This...
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The Airplane: How Ideas Gave Us WingsSmithsonian, 2008

	
		The inside story of how people invented and refined the airplane.




	Who were aviation's dreamers and from where did they draw their inspiration? What lessons did inventors learn from birds, insects, marine mammals, and fish that helped us fly? How did the bicycle lead to the airplane, and hot water...
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