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JaHHas cTaThsl NOCBAIICHA Pa3pabOTKe MIPOBOTO IPHIIOKEHHUS, HCIOJB3yoIIero cencop Leap Motion. IIporpamma
NO3BOJISIET IPOBOMUTH OOyYeHHE IeTel MiaJIero Bo3pacTa BHIOOpY IIBETa, pa3Mepa OOBEKTOB M OLCHKE (OpMEI.
OOyueHHE CTPOHUTCS Ha OCHOBE OLIGHKH 3MOLIMOHAJIBHOTO MOBeCHHs pebeHKa U 3P (EKTUBHO alanTHPYyETCs MO ero
cocrosiHue. B crarbe paccMarpuBaroTCs NepBbIe MIary pa3paboTKU MPUIIOKEHNUS, BBITOJIHEHHBIC 33/1a4K U PE3YJIbTaThI.
KmwoueBbie ciaoBa: Leap Motion; Unity3D; pacrmo3naBanue IBIKCHHI PyK YelOBeKa;, pa3paboTKa HIPOBBIX
MPUIOKEHHUH; SMOLMOHAIIBHOE COCTOSTHHUE.

BBenenne 1 Bsi0op KOHTpoJLIepa Ji i) 6
OOBbIYHAS MBIIIKA HA CETOHSIIHUMA JEHb OCTACTCS OTCICKNBAHUSA IBHKCHUH

CaMbIM MNOMYJIAPHBIM CPEACTBOM BBOJA I/IH(i)OpMaI_II/II/I, Leap Motion — CEHCOp, MpEenCTaBiIsIET co0Ooit

OJHAKO BCe OOMbLICH MONYISAPHOCTBIO IOJIB3YIOTCS HEeOOJBIIOE YCTPOWCTBO, IO pa3MepaM HE CHIIBHO

CCHCOPHBIC 1 JKCCTOBBIC  CPCACTBA  YIIPABJICHHS. ommyaomuecss  oT  craHgaptHoro  USB-durem-

MHorue crenuanicTsl NPOAOIDKAIOT PaspabOTKU Al Hakonurens. Ero rabaputer Bcero 79 x 30 x 11 mMm, 910

BHEAPCHUA AJIBTCPHATUBHBIX CPCACTB BSaI/IMOL[EI‘/'ICTBI/ISI TIO3BOJISIET y}:[o6H0 €r0 NO3UIUOHUPOBATE.

YeJIOBEKa ¢ KOMIBIOTEPHOW TeXHUKOH. TakiM 00pazom,
Ha CETOHAUIHUM JeHb HanboJee akTyaldbHa mpolieMa
YCOBEPIIEHCTBOBAHUSI ~ AITOPUIMOB. M METOJOB
YEII0OBEKO-KOMIBIOTEPHOTO B3aUMOACHCTBHS, a TaK XKe
MOWCKAa OONacTH TPHWIOKEHUS HAHHOH TEXHOJIOTHH

Leap Motion MoxeT OOHApYXHUTb U OTCJIEAMTDH
JABMKCHUA PYK, NAJIBLUEB U PA3JIMYHBIX WHCTPYMECHTOB
(HampuMep, KapaHOall, pydKy, HAXOMAIIUXCA B pyKax).
Pabouas 3oma mpubopa mpeAcTaBiIseT  coOOU

[BobkoB 1 ap., 2011]. epeBEPHYTYIO UpaMumy, uBepH_II/IHa KOTOpOI:I

pacrionaraeTcst B LEHTpe YCTpoiicTBa. D QPEKTHBHEIN

OOwel wuneeil  npoekra sBIAETCS  CO3JaHHE Uana3oH paboTel ceHcopa Komebiercs ot 25 mo 600
HpI/IHO)KeHI/Iﬁ CIIOCOOHBIX JAUCTAaHIIHOHHO OTCJIC)KHMBATh MUJIJIMMETPOB HaJl YCTPOﬁCTBOM.

JKECThl 4eJI0BEeKa, HHTEPIPETUPOBATh MX, OTCIIEKUBATH
OMOLMOHAIILHOE COCTOSIHUE M aJalTHPOBAThCS IO
Hero [PozasmeB m np., 2013; PoszanueB u np., 2014].
IlepBbiM = 3TaromM  cTajlo  CO3JaHHE  HMIPOBOTO
MPUIIOKEHHE JIJISL AeTel MIIaJIIero Bo3pacra, B KOTOPOM
peOeHKy mpeanmaraeTcst O0OyduTCS BEIOOpY IIBETa,
pasmepa Hu (OpMBI HEKOTOPBIX 00BEKTOB. Takum
0o0pa3oM, LENbI0 TEKYIIero 3Tama padoThl SBISAIACH
pa3paboTka HMIpOBOTO TIPHIOKEHUS C BO3MOXHOCTBIO
YIPaBJIEHUsI JKECTaMH, ONpPENENSIEMbIMH C IOMOIIBIO
cencopa Leap Motion.

Janublii ceHcop wHcmonb3yeT JlekapToBy NpaByro
cucreMy KoopauHaT «PrucyHok 1».

Pucynok 1 — Cucrema koopauHar cercopa Leap Motion

- 561 -



OrciexuBacMble aHHBIE, Leap Motion
MpeIoCTaBIsIeT B BUAe Habopa kanapoB. Kaxaerid kaap
CONIEP)KUT CITUCKH OCHOBHBIX IaHHBIX PYK, MAJbBIIEB,
WHCTPYMEHTOB, a TaKXe OIO3HAHHBIX JKECTOB U
HHpOpPMAIUK O  JBKEHUM 1O  cieHe. llpum
OOHApYXCHUHU, KaKUX JHOO OJJICMECHTOB pYKH, €My
MPUCBAUBACTCS YHUKATbHBIN UICHTH(DUKATOP, KOTOPHIMA
OyZeT cyliecTBOBaTh MOKa pPyKa HAXOMUTCS B TIOJE
3pEHUs CEHCOopa.

Mogens pyku IpEACTaBISIETCS] CEHCOPOM B BHUIE €&
KOOpIMHAT B IPOCTPAHCTBE, XapakTEPUCTHKaX U
IOBIDKCHHH, @ TakKe CIOHCKAMH  HalbleB U
WHCTPYMEHTOB CBSI3aHHBIX C HEH.

Ha ocHoBe 0030pa aHaJOroB KOHTPOJUIEPOB ObLIa
cocraBneHa Tabmmma 1 ¢ kpurepmsaMH  HX
BO3MOXKHOCTeH (1-AC€TEeKTHpOBaHHE KOHEYHOCTEH, 2-
BBIJICJICHUE KHCTH, 3-OIIEHKA PAacCTOSHUS MO OOBEKTa,
4-neTeKTHPOBaHNE yIvla HAKJIOHA MaJbIIeB).

Tabnuia 1 — CpaBHEHHE aHAJIOTOB KOHTPOJLIEPOB

1 2 3 4
Leap + + + +
Motion
Kinect + + + -
Mycestro - - + -
WAVI - + + -
Xtion
MYO - + - -
Wii + + + -
Remote
Creative - + + -
Senz3D

B pe3yabTare aHaJin3a PaCCMOTPECHHBIX

KOHTPOJIJIEPOB OBbLI BBIABJICH MX OOIIUI HEIOCTATOK, a
UMCHHO, HEBO3MOXXHOCTh  JCTCKTHPOBaHHS  yIva
HakJoHa nansieB. CeHcop Leap Motion eauHcTBeHHBIN
00JaaeT TEXHUYECKOH BO3MOXKHOCTBIO  OTPEACIICHUS
yIla HakjioHa manbleB. [I09TOMYy HMEHHO €ro Mel
BBIOPAJIH JUIs pa3pabOTKU UTPOBOTO MPUIIOKESHUSL.

3arem OBUT TMPOW3BEACH aHANMHM3 OMUIIHATBEHBIX
CYIIECTBYIONIUX IpuiiokeHui i Leap Motion. Beiio
YCTAQHOBJIEHO, YTO TMOYTH BCE MPUIOKEHUS, HUMEIT

onuH OoOmuMil - HEHOCTAaTOK: OBICTPOE HAKOIUICHHE
YCTaJIOCTH PYK npu CPaBHHUTEIHHO
HENPOAOJDKUTEITFHOM BpeMeHH  paboThI K

COXKaJICHUIO, 3TOT HEJOCTAaTOK II0OKa HE MPEOJOJICH B
Hamiel pabore.

2 Beioop Unity3D
00bEMHBIX MOJIeJIel

u  pa3padorka

Beu1 mpousBenéH aHaMM3 WIPOBBIX JBIKKOB IS
co3nanusa npunoxenuil. Konrpomiep Leap Motion nHe
pacrionaraeT COOCTBEHHOW IIaT(HOPMON U CO3JaHMS

3D  npumoxennit. OpHak0O B IPOTPaMMHOM
00ecCTedeHnN CeHCopa MPHUCYTCTBYET IOMOIHHUTENbHAS
6ubimoreka ISt HCTIOTb30BaHUS JAHHBIX

OTCIIC)KMBaHUSI ceHcopa ¢ wuHcTpyMmeHToM Unity3D.
JlaHHBII KpuTepHi OKazajcsi KIIOYEBBIM IPH BBIOOpE
IaT(hOopMBI pa3padOTKH.
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Croutr OTMETHUT, Unity3D 3TO
MYIBTUILIATGOPMEHHBI WHCTPYMEHT JUisi pa3paboTKu
IIByX- M TPEXMEPHBIX MpuiIokeHUi u urp. Obmamaer
OOIIMPHBIMM BO3MOXKHOCTSIMM B CO3JaHUU WIP U
NOCTOSIHHO pasBuBaetcs. [Blackman, 2011] Hecmotps
Ha 3aKPBITYIO CTPYKTYpY, UMEET Maccy NPEeHMYIIECTB, B
CPaBHEHHUH C JPYTHMMH CPEACTBAMH pa3pabOTKH HUTp.

B urpe Ham ObUTH HEOOXOAUMBI OOBEMHBIC MOJICITH.
st co3manust 0OBEKTOB M TPeOyeMbIX sl HUX (opM
Oputa mcmoip3oBaHa cucteMa Autodesk 3ds Max
MOTHO(GYHKIINOHATBHAS npogeccrHoHaIbHas
MporpaMMHast cucreMa JUIst CO3IaHuUs u
peoaKTUpOBaHHs TPEXMEPHOH TpaduKu W aHUMAIMU
[Mapmok, 2009]. CozmanHele MoOnenn OOBEKTOB
IKCIIOPTUPOBATUCH B TutatGopmy Unity3D.

3 Pa3pabGorka MaTeMaTH4eCcKoro "
MporpaMMHoOro odecreyeHus
Ha cnenyromem 1mare  Obuin  pa3paboTaHbl

anroputMsl Ut pabotsr Leap Motion B cpene Unity3D,
a HIMEHHO.

1) anropuT™ pacro3HaBaHus BPAICHUS PYKH;

2) anropuTM pacro3HaBaHHs MEPEMEICHUS PYKH;

3) amroput™M pacno3HaBaHUS 3axBaTa O00bEKTa
pyKoif;

4) anropuT™M pacro3HaBaHWs BpalleHHs OObeKTa
HPY HOMOIIH 2-X PYK;

5) anroputM nepemenienus 006ekToB 1o 3D crieHe.

S3pikoM  paspabGotku  Obi1  BeIOpan C# [Api
Overview, 2015]. C# — upe3BbIYAHO MOIIHBIN SI3BIK,
copepalmMidi  cpencrBa  co3maHus  A(PPEKTUBHBIX
NpOrpaMM  INPAKTHYECKH JIOOOro Ha3HaueHUs, OT
HH3KOYPOBHEBBIX YTHWJIUT W JApailBEpOB 1O CIOXHBIX
NPOrPaMMHBIX ~ KOMIUIEKCOB ~ CaMOI0  PassIMYHOIO
HazHadeHWs . Leap Motion mmeeT OHONHOTEKY JUIS
paboTBI ¢ HUM, HCIIOJIB3Ys JaHHBIN A3BIK, KAK H B CBOIO
ouepens C# sBigeTcss OOHMM M3 IOJAEPKHUBAEMBIX
S3BIKOB TporpamMmupoBanus Ha rmiatgopme Unity3D
[J1amor, 2006].

Jlanee Oblma CHPOEKTHpPOBaHA M peaM30BaHa
MHOTOKOMIIOHEHTHas mporpamMma [3adorneeBa-30ToBa U
np., 2013], ucmons3yromias Leap Motion u Unity3D.
ApXHUTEKTypa NpUJIOKEHUs puBeieHa Ha Pucynke 2.

[IpencraBum ONHCaHue Monynei

MPOTPaMMBI:

KpaTkoe

1) Kontpomrep Leap Motion. Bxox: nBmxeHus: pyk
yeJioBeKa. Brrxoza: HaOOpbI KaapoB.

SIrsieTcsl TNIAaBHBIM HCTOYHUKOM BXOJHBIX JAHHBIX.
IIpyHyuMaeT Ha BXOJ, Pa3JIMYHBIC IBUKECHMUSL, )KECThI PYK
MoJb30BaTeNss U nepenaér ux B BHIEC Habopa KaapoB
JUTSI MOZTYJIst 00pabOTKH HH(OPMAIIHH.

2) Monyne 00paboTkM HaHHBIX. Bxom: HaboOpbI
Ka/IpOB M HavaJlbHbIE ITapaMeTphl MPUIIOKEHHs. BhIxou:
JaHHbIE 0 Ka)XKIOM Kazpe.

[TpuarMaeT HaOOPHI KAAPOB OT CEHCOPA U TOIYYaeT
n3 HUX TpeOyeMylo HHGpOpMaIMIioO A 0OpabOTKH.
Takke IPMHUMAaET HavdaJbHBIE TAPaMETPHI IPOTrPAMMBI



OT II0JIB30BaTENA. DTO HEOOXOAMMO JIsl Hadasia aHaan3a
JIBUKEHUH PYK.

NPOTPAMMA
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PucyHok 2 — ApXHUTeKTypa HTPOBOTO IPHIOKEHUS

3) Ionb3oBarenbckuii uHTEpdeiic. Bxoa: 3amanue
HavaJbHBIX MapaMeTpOB NPHIIOKEHUS. BeIxon: Havaio
UCIIOJHEHUS CLEeHapusi ¥ 00paboTKM MH(POPMalKU OT
CeHcopa.

C TTOMOTIBI0 uHTEepdeiica TOJIb30BATEIh
HACTpaWBaeT HayaJbHbIE ITapaMeTPhl IIPHIOKCHUS
(MHIUBHAYyaNbHBIE HACTPOWKH pa3pelieHus, BBIOOD
pexnma paboThl NMPWIOKEHUS M TJ.) M 3aIycKaeT
IpOrpaMMy Ha UCHOJIHEHHE CLICHApHSL.

4) Monyns 00paboTKH [BIKEHHH pyK. Bxom:
JaHHBIE O KaJapax OT CeHcopa. Beixoq: mnepenaua
HH(POPMAIUH CIICHE C 0OBCKTaMH.

JlaHHBIe O KaJgpax CeHcopa WHCIONb3YITCS ISt
NpPE/ICTaBICHUsT PYyK TII0Jb30BaTeNs Ha CIEHE U
B3aUMOJICHCTBHS C OOBEKTAMH CIICHBI.

5) Monynb urpoBoro cueHapus. Bxox: uapopmanus
00 W3MEHEeHWSIX B Iporpecce cleHapus. BpIxXon:
pe3ybTaT BBITOIHEHUS CLICHApHS.

JlaHHBIA MOIYyNb OTBEYAEeT 3a BCE - HU3MEHEHUS
cueHapus mnpuinoxeHns. OH TpUHUMACT  JIFOOBIE
pe3ynbTarhl  JIEUCTBUH HA CLEHEe, MepeMelieHus
00BEKTOB, KOTOPBIE MOTYT IPHUBECTH K BBIHOJIHEHHUIO
cueHapus. OT jaHHOrO Moxyinsi OyJer 3aBHCETh, Kak
3aBEPLIUTCS CLICHApUil.

6) Moayns mepemereHdst  00beKkTOB.  Bxon:
H3MEHEHHST KOOPAWHAT TOJNIOKEHMS 00BeKTOB. BoIxos:
M3MCHEHHE MOJIOKEHHUS 00BEKTOB.

JaHHBIA MOIYIb MPUHUMAET JAaHHBIE OT ABM)KEHUH
PYK W TeKylee IOJOKEHHE OOBEKTOB Ha cleHe. B
3aBUCUMOCTH OT PE3ylbTaTOB JEHCTBUIM Ha CLEHe
MOTYT U3MEHHUTHCS MTOJIOKEHUS OOBEKTOB.

7) Moayap WrpoBOro mpOCTpaHcTBa.  Bxox:
HHQOpPMAIUST O [ABIKCHUSAX PYK U TEPEMEIICHUS
00BbEKTOB. BBIX0O/: ©BMEHEHHE COCTOSIHUS OOBEKTOB.

Moyib UTPOBOTO MIPOCTPAHCTBA OTBEUAET 3a CIICHY.
Jlrobbie  mepemenieHHs ~ OOBEKTOB  (PUKCHpPYIOTCA
MoxayneM. Takke ogHa M3 €ro moj3aaady — MPOCUET
(hm3KKK 0OOBEKTOB UX CTOJIKHOBCHHUE, B3aMOJICHCTBHE.

Ilonp30Barens SBISETCS HCTOYHHKOM JaHHBIX JJIs
CCHCOpA, KaK U JJI1 CUCTEMBI B 1ICJIOM.
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4 Hacrpoiika cueHbl

Jlanee Oplma TpoBeneHA
BKJIIOYAIOIIas B ceOs:

HacTpoOilka CLEHBI,

1) loGaBnenne 00bEKTOB U (HOPM Ha CICHY.

2) NoGapieHne OKPYKEHHS.

3) lobapnenue Ghusnku 0OHEKTOB.

4) JTo6aBneHue BETOB U pacKpacka 0ObEKTOB.

5) HoGapieHre CKPUNTOB B3auMoOACHCTBHsS Leap
Motion i Unity3D.

OpmanM w3 Hambolee Ba)KHBIX DTAllOB HACTPOUKH
CHCHBI sBIsETCS no0aBieHHE (QHU3UKH OOBEKTaM.
IToce coznanns pabodeli CIIeHB U BCTaBKH (POPMBI IS
00beKTOB TpebyeTrcs co3maHue (GU3UKH 00BeKTOB. s
MPUMUTHBOB, HC WMCIONIUX BOTHYTBIX IMOBEPXHOCTECH
win  penbeda, cozmaHue  QUIUKKA  TPOUCXOIMT
JMoOaBIICHHEM 3JIEMEHTAPHOTO CBOWCTBA OOBEKTY, B
Hactpoiikax Unity3D.

®dopma, B KOTOpPYIO BCTaBIsI€TCS OOBEKT, II0
OIpeJieNIeHNI0, Y)K€ HMeeT BOTHyTocTh. [l 3TOoro
coznaércs Habop, COCTOAMMUM M3 TPYIIBI IPUMHUTHBOB.
Henocpenctsenno, Ha mnpumepe ¢opMbel aus KyOa,
co3maéTcs - cepusl.  NMPSIMOYTOJIHHUKOB, 3aIIOJHSFOLIIX
MPOCTPAHCTBO BOKPYT (hOPMBL.

Al (o0 0 0 A8 O

Pucynox 3 — Co3nanue Gpusuku st GopMsl Kyda

5 CueHapuii MT'POBOT0 NPHJIOKEHHUS

Crnenyronum 1marom ObuT pazpaboTaH ClieHapHuil s

npwioxeHus. OOmias Leib HWIPbl  3aKIIOYaeTCs B
MOCJIEIOBATENIbHOM  NTPOXOXKIEHUH  YPOBHEW  HIPBHI,
UCTIONIBb3YsI PA3IMYHbIE ABHIKEHHS PYK U JKECTBI.

Cuenapuii mnpuioxeHust OyaeT HampaBlIeH B
CTOPOHY pa3BUBAOIIMX Urp Aid Aetedl. Ero MoxxHO
pa3OuTh Ha IBE YacTH: IepBas — paclo3HaBaHHE
0a30BbIX (hOpM OOBEKTOB, BTOpas —  pacHO3HABaHHE
I[BETOB.

B mepBom ciyuae 3amaua pebGEHKa, mMepemeras
pasnuuHble OOBEKTHI, BCTABUTH WX B OCHOBaHHE
CIIeIIHaJIbHbBIX q)OpM C BbIpE€3aMH, MPAKTUICCKH
COBIAJAIOIIMMH C pa3MepamMun OOBEKTOB. YPOBEHb
CUUTAETCS MPOHJCHHBIM, €CIIM 00BEKT 3auKCHpOBaIICS
B IoIxoismIe st Hero opme. Mrpa Oyaer 3aBepiieHa
TOJIBKO B TOM CJIydae, €CJId BCE€ YPOBHHU MPHIIOKEHHUS
OyAyT MPOHIEHBI.



Pucynox 4 — Wmoctparmst hopm 00beKTOB

Pucynok 5 — Mitroctpanys nepBoi 4yacTy CueHapus

Bropas gacte TecHO cBsf3aHa ¢ mepBoi. TpeOyercs
BCTaBUTH OOBEKT B ()OPMY, YUUTHIBAS €TO LIBET.

Pucynoxk 6 — MmrocTparmst BTOpOH 9acTH CLIEHapHs

3akiaouenue

B 3aKJIIOYCHHH, CTOHMT  OTMCTHUTH OCHOBHBIC
PE3ynbTaThl TEKYWICTO 3Tamna pa6OTI>I U BBIBOJBI IIO
IMOJYYCHHBIM pE3yjibTaTaM, a TaKXKE MEPCIICKTUBLI

pasButusi. [IpoM3BefieH aHanM3 KOHTPOJUICPOB U
BeiiesieH cercop Leap Motion mis mpuMeHeHus B
WUrPOBOM  MPHJIOKEeHHH. Pa3paboranbl  0ObeMHBIE

Mozenu (00beKTh B urpe). PazpaboTan clieHapuii Urphbl.
CHnpoeKTHPOBaHO U Pa3padOoTaHO UTPOBOE MPUIIOKECHHE
JUIL . KECTOBOTO B3aMMOJEHCTBHsA C JeThMH. Ha
TEKyImeM »JTalme He MPOUCXOAUT  OTCIC)KUBAHUE
IMOIMOHAIBLHOTO COCTOSIHUS, 41O SIBISIETCSI
MEepPCIIEKTHUBOM PaOOTHI.

PabGora wactmuHo mommepxkaHa  Poccuiickum
¢doHIOM (YyHIAMEHTANBHBIX HCCIEIOBAHUHA (IIPOEKTHI

13-07-00459, 13-07-97042, 15-07-06322).
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This article is devoted to the development of gaming
applications that use sensor Leap Motion. The program
alows you to train young children to color selection,
size of objects and the evaluation form. The training is
based on the evaluation of the emotional behavior of the
child and effectively adapts to his condition. The article
discusses the first steps of the development application,
tasks performed and the results.





