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AL UTHRATIREOBFE CIL 2 A LTz, e Tk
DY AT AEROPEIE, B 1 OFEEIZRT X I,
Kinect for Windows sensor T& 5. JEATAFFECRRZ L C& 72
AT L (LT, HY AT A) Tk, 2012 FITHEEBI N

Kinect for Windows vl & 2014 4FEIZ¥ 58 &7z Kinect for
Windows v2 Dt o —Z i L Tx7-.

Kinect for Windows v1 Kinect for Windows v2
(Kinect v1) (Kinect v2)

K1 SEfrarge (B 25 L5) THWE= 2FfE0 KINECT

KINECT 1%, FREEHZ — 28 [Xbox 360] O A&
—TFNRA AL LTHFEEINT, K 11277 &L 912 Windows
PC IZ#5%:4 % NUI (Natural User Interface) fAA 1 o H—
FRA 2T 5. Kinect for Windows & o H— SDK 234
ENTWIo®, FEITHFIETIEL, CPR T AT LD
NUI 77U &r—3 9 VBARE L C& 72, CPR DI LEE
OEHERRIE, HESEOATRMD 2 —Y— 1
— 72— ARPUERAARTHY, F—=KR— FOv T RITL
HANNT AL R KDV AT DR O IR T B 257
LTCWRdo72Z &35, KINECT Z{#iH L T CPR Flf#s
DRz &2 BEAT 5 NUL T Y r— g VB L CE .
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Kinect for Windows
(Kinect v1)

- Kinect for Windows
;," 2 (Kinect v2)
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B2 fiR~® CPR I 27 L% W=k T
(EB% : Kinectvl « TE¥ : Kinect v2)

2.1 ZEH T /34 R Azure Kinect DK D4

FREF 7 — L B LEI L 7= Azure Kinect DK (BLF,
Kinect v4) 1%, 3R T L ST, kD Kinect (Kinect
v2: SMESTIE 249 X 66 X 67 mm) (T FelE LT, AMEIRRIZ S
YAV (AMEFE103x39x 126 mm) SR TR,
CPR iy AT ADE v MIBWTRIFREMIC T,
Kinect v4 %, /MUY - RIHEE S OAARIC 2> TEY, i
R & L OMARIRICERZ VTN 50, RIKER
1% 4409 T, Kinectv2 (970g) LV HKRIRICEE(LENTE
Y, Kinectvl (599g) LV, EHLITERETHD.

Kinect v4 1X 2 FFEDO N A T PAIAENTND. RE

(FF A ; Depth) B ATIL, =470y 7 MEREFHL
721 AHE 7LD ToF (Time-of-Flight) 5T, HfT&

(BERE) oY —%fHx 5. f#lziE Depth T— RO
BrfE, WFOV (JAfREFREE— R)THREA 120 o v
ANERE L, WHHETEICARERZFIIL T L—Aa%
ROBATE ZEH0 L TR A TH 5.

RGB (1 7—) 51 A7, OV12A10 12MP CMOS & > ¥
— o=l I vy =P —RNBEINTEY, &
A TIRBEEIT AK £ THRIG LTV D, 7 A b 16:9/4:3,
MIPEG 7 4 —~ v b Ofh, 6 FFHDAHEEIZTHE LTV D,

N

i

3 Kinectv4 (FHi) & Kinect for Windows vl & v2 (#)
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2.2 Kinect v4 ) SDK |2 & 2 FRIRIE & &5k PC

Kinectvd ® SDK (Y 7 b7 = 7B x v b)) ZMHT 5
FFIZRBWTIE, PC (BIFARZ b PC) DI AT KB
EDHN TS, 0S/N—T 3 v & PCOF/IN—RuZT
EHIIRO LI ED N THE Y, OS iE Windows 10
(Version 1803, OS Build 17134) release (x64)LARET, A b
PC %, Seventh Gen (25 7 L) Intel® CoreTM i3 Processor
(Dual Core 2.4 GHz with HD620 GPU or faster), 4 GB Memory,
Dedicated USB3 port, Graphics driver support for OpenGL 4.4
or DirectX 11O EH TE Y, LI EOFEME /20 A R
~ PC Tl Kinectvd @ SDKIZ X A% n~A 270y 7 Mt
O A MIFEH STz, RUFFEOBFE TIE, Kinect v4
DA OHHGEAR A b PCIZ Dell % G3 15 3590 (&5 9 fAX,
CoreTM Core i7 Processor, 16 GB Memory , 6 Core 4.5GHz) %
i L7=. %72, Kinect v4 ® SDK @ Body tracking ®/~—
K= 7 %o GPU (Graphics Processing Unit) %,
NVIDIA GEFORCE GTX 1070 LA E L EDH S TE Y, Dell
#1 G315 3590 ® GPU IZ NVIDIA GeForce GTX 1650 TH 5.

Kinect v4 @ SDK i fil L 72BA%& Cid, Azure Kinect SDK
(K4A) & LT, Depth camera access, RGB camera access and
control <> Motion sensor 72 £23& £ 5 SDK % GitHub @
NuGet %+ R TRy T —V %A VA M—LTDUERDD.
ABAFEIZIBNT NuGet 1 hvb & T rm— R LRy
—VON—=T 3 VEUTICRT E,

+ Microsoft.Azure.Kinect.Sensor(v1.4.0)

+ Microsoft.Azure.Kinect.BodyTracking(v1.0.1)

+ OpenGL.Net(v0.8.4)

+ OpenGL.Net.Core.Ul(v0.8.4)

+ System.Drawing.Common(v4.7.0)

Ths.

Kinect v4 ® SDK % {#f L 7=B%& TiX, Visual Studio 2019
N—=a - 165 %A L. BFKOEERFE LTEL A=
2—NOHER~Y R -V ¥ —T 64 Y hDT Ty M T —
2 (Any CPU T x64 HrHifERLZ #4R) ITEE L7z

Kinect v4 & 78 &2 b PC OEERIZCHOWTIL, AV AT A7
— TV OIEMES ZETE T 5 7291 Kinect va £ D 2 KD -
— 7V (ERITERME 7 — 7/1/ 5 — % % USB Type-C
to Type-A 7—7 V) ZFEHETIZ, 1ROy T r—7
b (USB3.1 gen 1 Type-C) IZEEMR L. ~A 271y 7 MME
OHAMETIE, HK59W, L5 ALE, EX 15mz=HR
— b AT N THESRAREE WO KL Th o2, T—
ZAREDNF LS REEICRDBGDRAE L. FR kS
Im/Ry &7 —7 TR L, et MBI S 7.

4 BHEeERREIC 72 - 7= Type-C to Type-C 77— 7 /v

23 CPREMEZHRAT H1=DD 2FENDH * 45
2.1 T~z Kinect v4 (ZFLAIAENTWD 2D AT T
HDHRGBH AT EREN AT P X T EEE X 5 IR T.

BREH A Z (NFOV Unbinned%3#4R ; 0.5 ~3.86 mic

5  Azure Kinect DK "G CPR Bj{fz4 40 bf_ 2 @@ﬁ AT

Kinect v4 @ 2 FED I A T ORED B b 22851, Color

(RGB) & Depth (REE) OfRFIAEETH 5. Color BT
%, 77— WAL &R 5 A 7 T, Depth JAFLTIE, [

FHAICHRE (BATEHERD 2950 27T, mm ¥
N7 #& ﬁifw%*ﬁﬁﬁﬁmaﬁ%b,ﬁwzhpccst

Visualization Z/RBA[RETH 5.
Kinect v4 @ SDK (2 X A4 A b PC T @ Azure Kinect

Viewer BEEEDFRETIE, LUTD 2 2DOKBINFRETH 5.
% 1 7% & @ Depth Configuration Ci%, Depth mode @ 5 F&

¥ (NFOV Binned,
WFOV Unbinned, Passsive IR) ®E—
TTHET, [X 5 OEEEEE— FiZ NFOV Unbinned, ##{4EE 640
X 576, ®GDT7 4—/ K75 x65 EfEHPH 0.5~3.86 m
T CPREMEMRADOIREZH ST L TN D

% 2 D Color Configuration Tl%, 4 FliiH (BGRA,
MIPG, NV12, YUY2) D7 3 —~< v FINBIRAIRET, 5
DREIX, HT— 7i—7/FiWRAE7tWﬁT%L
WLTHY, i MIPG ( MIPEG : Motion-JPEG ® X 9 7¢
WO EAE AT JPEG ZIGH LBl T — & 24k 95
JEAE « g ) R NVI12 (F—HXOREBEEHIET 2729
DOJEREIT) ORI ATEETH 5. Color Configuration TE H
N Resolution Ti, R4 16:9 T 45E%E (720p, 1080p,
1440p, 2160p) , 4:3 T 2 fifH (1536p , 3072p) AR AJ
ETHY, M5DHEIL16:9T720pDHHITHS. £1-,
Color Controls @ Framerate Cl%, HNLIFMH 72 0 LB X
H57L—o (B % 3 fkE BW%,EH&
5FPS) 7L —LAL— M D@EINTHZ ENAEET, K50
ﬂ*uwWST&é

ffiiz &, Disable streaming LED, Enable IMU, Enable
Microphone <> View Mode T 2D X° 3D & DFEIRNDFTRE
v, ERALRTNEERAZICTAZ LT, mA K PC
DRI DA ff DEEIHDHAF S 41D

NFOV Unbinned, WFOV Binned,
RZ@IRTHZ &N

24 B EBRFOZBHERMOEE

BAWJOBA%E TlE, Visual Studio ¢ C#2019 & Open.GL &
Body Tracking ZLBH 2 3245 L 7=,

Body Tracking I%, MiE EilReo S ABIELBHFLC, %
NENDOHEKOENLOEN ZFFET DI ALV T —Vay
THY, EAED ID PRDLINTEY, 24 FHiT (E/FECT
25 &) OEKIERE 3R TTEAE TR - BE L TWD.
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K 61277 L HIZ, RPMORBRETIE, 24 EGFoEHK
RO T, 8EITOEEELEHH L X 5 LA T,

2.2 ®iTiR~7= & 912 Sensor SDK DR TIiX, m—1L
NP = TR RT I EADHRTHIIE, FmA K PC
D AT LB L Core i3 7000 UL E, Dual Core 2.4
GHz/HD620 GPU VA E, 4GB A€V ,USB3THYV, KAk
PC DA~y 7 MES THEAMAAEETHS. LarL, 3D
THKZ B % Body Tracking SDK OB TIE, A5
LBEERE L /> THY, Corei5 UL, NVIDIA GPU-
GTX 1070 LA_E, CUDA10.1, cuDNN v7.5 ® X572k A K
PCOARy 7 INEREND.

6 Body Tracking o> CPR EBADIEEE H A Z o BAfH

X 71289 X512 8 EATOBKOEA ID (& 24 t4HT)
120, EEEBBEESIERNIfFEINR TS, ZnEh, L
ToX okl (RIGHT) &Z (LEFT) %71

ID_8 ID_4
K4ABT_JOINT_CLAVICLE_RIGHT (&%) K4ABT_JOINT_CLAVICLE_LEFT (&%)
K4ABT_JOINT_SPINE_CHEST (3Ed#h) K4ABT_JOINT_SPINE_CHEST (3Ed#h)
ID_9 ID_5
K4ABT_JOINT_SHOULDER_RIGHT (%) K4ABT_JOINT_SHOULDER_LEFT (%)
K4ABT_JOINT_CLAVICLE_RIGHT (33E3H) * ,-*KAABTJOINT,CLAV\CLE,LEFT (32B980)
ID_6
/ K4ABT_JOINT_ELBOW_LEFT (F#)
K4ABT_JOINT_SHOULDER_LEFT (i2EIA)
=2ID_7
K4ABT_JOINT_WRIST_LEFT (%)

ID_10
KA4ABT_JOINT_SHOULDER_LEFT (3£E9#)

K4ABT_JOINT_ELBOW_RIGHT (%)
K4ABT_JOINT_SHOULDER_RIGHT (32B3%0)
ID_11

K4ABT_JOINT_WRIST_RIGHT (E#)
K4ABT_JOINT_ELBOW_RIGHT (38B9%5)

7 Body Tracking SDK (2331} 2 B # D [E 4 ID
WEAAZ Ty va BT 5 ZRERCIE, 78
B, BOE, BT, THRAREZZEEEERTAHILOICLE.
~A 7 uy7  MEoFEMEHT XX, BED AT TR
— FEND2EEE— FTIE, BEHMIE 850 nm T 15%~
95% D HTER, 2.2 pWiem2/nm, FeRATRAZAEHERZE < 17
mm, AR RHRE <1l mm+ < L F S ZFO RNV E
Bt 0.1% CTEMERIFASN OIRE DRt S LD L tfi s v T
%. CPRAIFEDIAT 2T & (Kinect vl & Kinectv2) i FHS
%, KIRORFRNEE LD, KROBERET A

E L7223, Kinectvd O EBREFCIXRBEMNRAE Lo 72,

25 RERDOFER

MWD BAFE D Body Tracking (%, Kinect v4 @ Azure Kinect
SDK & C#7 v/ 3—T3HEE L= L Z A, Azure Kinect Viewer
KEHRE D Color Controls 3% & L 7= Framerate 30FPS T F /R A
Bonienolz., BBOEERAT, ROLNREIXE
WHDBERNTL—AL—FTHDIN, BATIZL->TAE
RENDT—HZBENRKENEDIC, HDONPUDRELEY

-
-

L—2AL— |k 30FPS |2, 7RA ~ PC DALBENBRETE 2o
T-AREMER S B, BT, BRAREBHXICRZA 7L —AL
— FERAEIL 30FPS & S TE D, CPR FIfHE DAL
DY TIVREWEHER O 7= D121, BeEi~F L B O ginbig
DX HIT 24~30FPS ENHE SN TVWILENRSHD.
Kinect v4 1%, [HY 2T 4D v2 LD b REBEDOH F—F —
X, BREF—FZBALTEY, C#T v/ —DHDFEES
27T NCRIT DRI Uiz, WRIE D A T TRk -
B &N DT — 413, Bodylndex (AREHIIZIBWT A D
WA S & Body (BHE LT vx 7 LTAKRDE
AP TS I2BWT, mm BiEKE~ A7 a7
MEOERETARZENTWS. ZNHDOBRAT—4 %
AA N PCHIOME T 27-DDAMBEAAL, HEMHED
RELIZTZL—AL— MR LT WRERSS. £ T,
AR DAMNEE I B I LTIiE, ARA R PC D&
v 7 % fe EATHEREIC LC, [W U Body Tracking i CPR &
BOFERET0 7T ATERE LR, KD PC
@ CPU & GPU A~y 71, # 10 L CPU #if > MSI
=3I )=+ AF N A (GS66 WinlOPro, i9,
RTX2070Super Max-Q, 15.6FHD 300Hz 16GB 1TB GS66-
10SFS-022)P) THh 5. fiFiL, 7L — AL — ORI
WEINTHE ST, Body Tracking B0 CPR EEA D FIRIE,
R LINRENE TR B R o T

3. Unity # ALV R EFO RS TERMTOERLE

Unity (%, k[E® Unity Technologies 23245 7 — 2
YUUTHRY, SRR TEHR =T N—1 T
BEbEbLINTWAF—LAZ Py Thb. AT
Unity (2, 2.5 SiCilk~_7=7R 2 ;b PC DILERA R OB 7
L—AL— hDOWEICORIT HIERKE RN E L.

UnitylZ, IDEZ & b2 o2 —L U ThY, F—
LTV AR CEREICH TENINTEY, C#T v /38—
TOTu 77 IV TRENFARETH D, A, KRR T
FA L7= Unity (Unity3D) 2019 /%, Unity2018 » 5 #Eft &t
T-HERE DILAE & L C C#Job System {2 TR Y, ~/F=
77aty 2 L WA A7 VT o T
THZLENRAHETH D, FER, C#Job System (2L~ T, W
FIHBIZ L AHAECT v ey 7 AR & EREE L7285 &0
THEMEREZ FIH 3 2 N RIS i o 72,

AT VT H T, Unity2019 OF 7 /L R %
ETIE, ETREICL-T7 L —AL— FAHB THRES
N3E2127->TEY, 74V FORED Unity 7 e v
=7 ME, BRHETIITLED EWORMEEHRTEBY, 7
L—AET A AT VAT NRAZADY 7 Ly ¥ a b— hOHl
DL ETH-TH, ARV EHS L XY v Tans.
Unity2019 OF§RETRILIZEIT S 3D 77 AF v b, A€V
ERT == ADEHRIDTZDIZTF A MY T —F DikE
AV a BRI ZAE A A NI D LU H—RA
e TA U THEREST DHEER EED LT S EFHMET S &,
Kinect v4 @ Body Tracking ZLERIZ ATV 25 & #IFE L 7=,

Unity2019 O~ — AL P OBREICE > T, 7L —&4
L— b ExekET <<, Kinectv4 @ Body Tracking 3%
BEHICET LT — X 2 AR S0 TR ST 5 7 L—
L% (framefsec) %/ 72< LC, Unity il T7 L — Affi5E
T 5728 LT, MEA~T L EOBEIMRMWRBED L 9IC 24~
OFPS FREDE RZME I ED Z L2 REOBIEIZ L.
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3.1 Unity # FALV=EBROFER

Kinect v4 @ Azure Kinect Sensor SDK (23517 % C#Wrapper
% Unity2019 THEM L7z, AEl, BIFSFEICHA L7z unity
D/3— 3 1% unity2019.3.15f1 TH 5.

Kinect v4 2MEE L CTWA AMEET /L (& BIEE) 23,
Unity 2387 L TV % Humanoid €7 /L & O BHPER 72Tz
&, Kinect v4 @ Kinect BodyTracking APl @ Joint ID & Unity
@ HumanBodyBones = XG5S E T U T 74 ALT, &V
fE% Unity Oxtiind 2 Bfi4ICE #9252 LT, Kinect v4
DOER L Unity ZMEE L TWAEKROERZ G SE 7.
INBEE DT UnityAPl D FEBITWEROFR, 71—
LV — b OBBITLEME R g S, W, oM E
DEAERD, CPRAFECTHHLTE D LS ITRo 7.

FER, A AT ATHE, W2 ERAL - AL 04 E
DHDT T— hFRTHoTZD, HH AT LTI, CPR
T 1 5y % A ~—HhEZ Unity THEEEL, 153 CPR
BEIZHOWT, AW ] OAEOEERmL, Mg
[EEREORBNERIZT LTS Z &% [EREERA] &
LTHIELTERY, £, £ TH OAEOKRMT,
W& EB RO BBPRHE X S Dh, BEIHO1 %,

[FALBRRE] & L CHET S Z & & mhREIC L.

TEFIE ——oo—o—o— [DEEREFE]
BB L E —oooo— [FERBEALE]

B8 g Tt T OAEOEIOBMOE
32PCOMEBRIELT T r— 3 VERHAEDRAL

Unity DEAIZ X T, WA K PCDRAy 7 &7 )W2E|
EHT 70, HETIBANEETHY, KAy PC
ZARA N PCIZT 2GR, WIRT —7 VO & HELE
T 5. BRI —T7NOEEHOERTIE, EARNLETS
Vr—va VI EmmERIC/RDOT, BEIZERIENSA
L7z, 295 LeBIER AL, B — 7 VO R Cff
RTED. ORI RFEIHTIE, Kinect &2 —THL
BT 77 r—varveEiETse, FAN PCHITYH
HEBNEMAL D LT EBIENREAT LD, AL
PC #EIRICHE BT 50y, EFEROBATHNIE, &
A NPCHIDEBEBEBNE—REFZIZLTHBIRETHD.

T 7V = a AEDOHEEICOWTIE, unity 235 DL E)
TERL, AZ U RT7a—rDO7 SV r—aibET5
BE, 64bit THAIZT 272012 x86-64 12 L THEL LENH
%L (F7 4V FTIEX86 D 32bit ICHRESHLTWNWD) . T
Vr—a AboFE, unity T U —va b Lz
Wi— % B < —File—Build Settings— 4B/ — 2 F =
v EAND (—rBRLEREN TRV E EIT Add

Open Scenes =27 U v ) —Architecture % x86-64 (23 5—
BUild—>fRTFT D 7 4V Z 28R L, JEME L ClIAT 5.

4. EHYIZ

4 HIT%5E S 7= Azure Kinect DK % iV 7= CPR 3l A
TADOBBEBREFTE WO T —< I AT, Azure Kinect
DK @ CPR Jlfffis A7 ABRFE D78, FIEIZH W 4 FED
HRARPCBEIR 2Oy T r—T 0%, ERICK-
TR 72 FFEO I U7, B4 401X, Azure Kinect DK (12
HY AT LAOBREZBET XX W E WS RE72E 2 T,
FIENET T EHEL TR, BROICK A PC T
DRI, FRBIIRELMRO . FFRIZBNT, A—
J1— (Microsoft #1:) D2~y 7 LI E &5 BEEL, Azure
Kinect DK T & MLEES 25 DM L - T, AA b PC OMFT
PNMETH D, Unity 12 L 5 Body Tracking @ CPR &8 d ]
UL DFEA K PC D CPU A 71X, BHR4¥ID PC D
ETHRNS T L —AL— bR A T UV WEITPREN R
ADBIa Yy I OEIPRIESNSE 10 1 T
Core i9-10980HK ® 8 =7 16 AL > KD~ /LF a7 Fuk
w P — T K 5.3GHz & 4> =1 7 ¥ 4.9GHz (34 9 A% CoreTM
Core i7-9750 Processor bt Chc K 150% OMERER E) T,
GPU Ay 7 (X, ¥Y—Iv 7 /= iZE#HshTn?
NVIDIA GeForce RTX 2070 SUPER Max-Q (NVIDIA GeForce
GTX 1650 kb Tk 145% OPEREN) ) T, WyEji R Cmh
T a—RpEa7HECPUT ay I BR<THETAaT
BRI NTER_ U Fv—r g o7 ety —Th 5.

25 BiDEBRFER OIS FEE LT, HA N PC~DMLEE
A A B9 5 7= ®, Color Configuration X H P @
Resolution TR 16:9 T 4 FENBIRTEX L9k~ T
BY, AR HD #4% 720p 1 LT, 7L —AL— K2
WEBEHEZBRWRHCERLAEDEBELENIEA L.
SensorSDK #fg & LT, A—H— (Microsoft) Dk}
21X, NERICFEZ U CRIER ENATiEE &V, £ LT,
AA N PC RIOFRHGIHE CELEA 7y NREDATHEE &
LINFEETRL TRV, AL TWARWEEE LT, unity 23
BHNALFR A ORES 7 L — LMBIED LN T HE TdHh -
Tolz®, TOEEVAT LAFEELIZRRIC R 72, HIFE
B iEd LT, NEMMICFEEEZ L CEBIERENFETH D
DOTHIVE, B, unity ITRFELARWVEIES .

Sh01%, BBELOFE (Video) HEEZBIFELEL T,
G H ORIV HE L L CTIRET 5. CPR OfiE Tt
HEEREOR S OO AT OWTIE, KimSLDHF 2 FEHOD
A BRI OGRS il 7o F0RE - BB OMAGbEE
9% CPRANFE A7 ADRFE) #SMHNE &0,

STt

ARWFTEIL, BAARZEMRE S OB ZHFFEE B R EEICB W
T 2020 52 BARRFEBL R SN2 T —~ Ry DHgH
OBREZEM S TR A 5B 2 FITTE D CPREH O
RO ; MR 5 20H04291) O REHEAFE T,
ER D7 S FI1L U DRBEREILICEIH V- LET.

S5

[1] Azure Kinect DK @B IZBE3 2 Hiflith#, ~A1 272> 7 b
https://docs.microsoft.com/ja-jp/azure/Kinect-dk/,2020 /-6 A V > 7

[2] Unity Learn Premium, https://unity.com/ja/products/learn-premium,
20204E 6 A Y 7 fifggd.
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