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Research on the Improvement of Assembly Processes using Intuitive Expression of Human Motion
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In recent years, it has become easier to use low-cost 3D sensors and open source libraries to manipulate them to
create 3D point cloud data of real objects and expressions never seen before. Especially, using a GPU(Graphic
Processing Unit) on a Graphic Board, high-speed parallel processing can show the work of a factory worker in an
assembly process in realtime. This report describes several ways to develop such programs for accomplishing this.
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Pllh|/il: class AirkinectStarlight extends Sprite {

private var device:linect;

private var reb:Bitmap;

private var |ight:8tarlight;

private var _vector:Weclor3D = new Yeclor3D(320, 240, 0);
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private function setup()ivoid {
rzh = new El(map(new BllmanData(EflEl 480, false, 0xFFO00000));
addChlld(r O
Tight = new StarLizht(new Rectanzle(0, 0, B4D, 480));
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light.start {13
lieht-setuplix: 320, v: 2401);

private function initialize():void {
dewice = Kineci.zetDevice
device. addEven(Llstener(DevlceEvenl STARTED, connected);
dewice.addEventListener (DeviceEwent .5TOPPED, discannected);
device.addEventListensr (CaneralnageEvent . RGE_THAGE UPDATE, rghCanera);
dewice.addEventListener (lserEvent -USERS_ADDED, added);
device.addEven(Listener (UserEvent .USERS RENOWED, removed):
war settings: KlnaclSettlngs = new KinectSettings();
settings.rghbEnabled = tri
setiings.rebResolution = GameraResu\u(lun RESOLUTION_B40_4303
settings.userEnabled = true;
settings.skeletonEnab)ed = lrue
device.start (settings);
addEventL\Slener(Evenl ENTER_FRAME, update, false, 0, true);
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