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ABSTRACT

This project, present an application of 3D non-contact sensor Skeleton trackingby
Kinect in detecting skeleton tracking such as knee joinls and ankle joints, to analyze motion
qait of the patient and get all information to be processed an abnormal gaitof the patients
using Microsofl Visual studio 2010 (Visual basic) to the development and connected collect
patient data in database SQL Server. For this project can be,applied expand to physical

therapy and analysis of medical for abnormal gait of patients in hospital.
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|__Joint Motion Range (°)

Shoulder | Flexion 180
Extension 60

Elbow | Flexion 150
Extension 0

Hip Flexion 125
Extension 10

Knee Flexion 130
Extension 0

fn http://apamedcentral.org/search.php?where=aview&id=10.0000%2Famp.2009.43.1.16&code=0012AMP&vmode=AFTR

AUNANINITLAUA




Vertical flexion Vertical extension
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Dynamic/passive: yes
Active: VERY difficult
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150 ®3f1 daumyuve i dnygnBeansaled 0 asen



2.2 wTavinyulndlalines

'%;eb, Plant” o
'\»it‘.ﬂg'mnw_\ T

gﬂﬁ 2.5 Inilefimad (Goniometer)

fan http://www.algeos.com/kilmartin-digital-goniometer.html

d A o as _a & . & 4 a4 A8 o o v &
wieailednyulnilefiines (Goniometer) \DwiaTesflofistayuvdadasliingd

§
&

awmplUSaiumiadauiiuiugn goniometers fazanunsaindisweanisiadoulmsoude
sevesduAiesianty i sld ¢ Sunoudeil

1313 goniometer nigudnansvesdiosia 111 goniometer muUUIARBUTIVDS
Sumeviagaunudnedavesnisaumtiug

2. ATIERUYNTIN9VD4 goniometer Tvuladeglunnunanavideuwnugneda

3. ffiindasagiianaunitagyimsiniade

5 1 1 al as = I3
4. QuATBTUALNNININIATEYIN goniometer

2.3 nguInnes

nnwed (Vectonfio Uuniiiviuunauasfimmadu s , pranss mansedn
, U39 8

2.3.1M5TIUINADS

mIsnnmed vinels nsuanvdeauturesanmesdaud 2 Linined Ul wadws
Algitusinannines Fond nine$ans (Resultant Vector) Ssfinnsaunld dail

1. msvannnmeslaitninideusuinldlasdeunnnesfiluisaniuemis
vanmeiTidunauinvienanne sdedurhvesnmesimmilasdsuligndesiinuauay
e nawesansmldlasnisinszezni nwnnnesusnludwfnnadaaving



Q a Rl /_ 4
:_'/:_El_h__ __5,...’ = .-%’./;_gl__

d ¢ —_ - —_—
3Un 2.6 nnwes R=P+Q
fan http:/Awww.rsuac.th/science /physics/kan/general_phy/vector/vector.htm

2. msunnnweNngldisn1sveadinaans

2 ) a = ) ° € o v o &
W vnwesP v u g AMuamnnnesansls dail

ol X
— U5 o BB
F ; I

< /. / 8 ”\ o~ Qs €
ey e\ £\ 7 0
P P Qcosd

= ca €
JUN 2.7 Linmesaws R
an : http://www.rsu.ac.th/science /physics/kan/general_phy/vector/vector.htm

waveInnmaIansAualannnguedlale

R = VP2+Q%+PQ COS (1)
Penavasrnmasansmlean

Qsin ©
a=tan (——) 2)
P+Qcos e

u

= v ¢ u &
vsamlannnguadle fail

P Q R
sn  sinQ  sinf@(180-0)

(3)



Ve

fadana 3naunsh (1) wuh
1. s q = 0°FeP warQ egfluiimmafisadiuoelduuinvedk = P+ Q lnefimnswesk
fifemfefuP uaeQ
2. e q=180°
2.1 §1P>Qazl¢R = P - QuarRilfimfeaivP
2.2 §1P<Q 9¢ldR= Q - PuazRiliemieniv0
3, i§le q = 90 ° wld

P
2um R VP2 +Q%uay a = tan 1(5)

3. NTAUNINLADS

MsaUnN®es aansaynnmasansisunentunmsuinnneeiuslinduiemwes
s s g
VNwasaay satl

b 4

a1 8:K—§=R+(-§)
5 B
. i =
Fd *\ /

I}

sUl 2.8 nsaunnied
i : http:/Awww.rsuac.th/science /physics/kan/general_phy/vector/vector.htm
=4 | i
2.3.2 LINwasvianiiag (Unit Vector)

¢ ot ] =3 sala =4 ! = I o
nnmaiuilanize wnets Lnmeilvwanlonieluiamalaggu nneiA
= v o o T | e aia u
ansadeulimevinavespmiuinmneimvilviive, SadiievmafeaivAfe

T

A=Ae, (4)
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i ¢ o 1 P ntl i = =l v oo
e e Aovnwaimvismsiiflivuanianheuasfimferfuiua

Tuszuuunuymain wnmeiniamheuuun x, y uae z unusedydneall, | wask
R AR ]

cal R =l o
Axﬂanm.ma T VA SfrmnamuuuLny x
= e

—_

calal
Ayﬂanmma Vlu‘tlu'lﬂm‘lﬂUAtuiﬂVI’NWmLL‘L!’JLLﬂ‘u y
A, AonnimesaitivunnwinfuA Sfimmemsuauny z

o € . aa
JUN 2.9 nnwes 3 I
fan http:/Awww.rsu.ac.th/science /physics/kan/general_phy/vector/vector.htm

2.3.31NM599AUsenaU (Component Vector)
1. panUsEnauvaRINWasiu 2 1A

mAeglusEu x , y TasAvigy q fuwnu x
BIAUTENBUIBIAMULNY X FiBA TABA = Acosq
29AUsENEUYRAMLUNL v ABA TnBA = Asing
v & e a o ¢ vo X
Aauu nwesAlsukenluasrUsenaulamadl
A= A-x'l'\-I-— Ay]\ WI0A= Acosg T+ Asing T (5)
A =N
Taef 3unvesA

A= | A +A (6)
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2. papUsenauvesnnweasiu 3 05

o v_‘ ] & ] o a 3
AmualiAeguuszuiu x, y ,z Insnmes 4 vhauivwnu x, y, z Wuaw g, q,
q Mudwiu uneesAarsasenidussdussnountuun x , y , z I defl

= aa
JUN 2.10 asAUsznavvasyuInmes 3 If
i : http://wmanrsu.ac.th/science /physics/kan/general_phy/vectar/vectar.htm

o r i
YUINYBY A UNUMIE A, = Acosq ANl cosq = N
YUINYBI A Unusie A, = Acosq ,laefl cos qy = -

o p .
WUINYRY A, UNUME A, = Acosq nefl cos q , = =
MU A = A+A +A,

A = AcosByi + Acos-gy]\- + AcosB4k @)
YUNARAD
A= (A +/+ B, (8)

=y ea a0 w &
rmveannnesAReyuAhiuLNL x, v, z Mlaan

B = cos(

X

» |2

) B,= cos'l(ﬁ), B8,- cos'l(%)

Y A
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2.3.4. INABTHUVIUY (Position Vector)
o 1 ﬂJ o ] o/ Lx d’ 1
nnmasHIMIY el DnwesTivendumiesingiieuiugalagamiasenda

ND1989
z
'y
Qlx,y,.z)
'\: T —— — P (\-‘I v ¥, 31.-\'
L +
i |
3 \\-\ rl
.
P \‘U >
."/ff'
X ‘(

d o 1 e
E‘IJ'H 211 L’JﬂLC‘lE]’i‘U@ﬂG‘HLL’WH\‘]LLUU 3 Um
- http://www.rsu.ac.th/science /physics/kan/general_phy/vector/vector.htm

e — g 3 ° ' o as
n3Y 2.110nmesr waznidunninesusnduniavesyn P uag Q Wieuduga O Tu
LUUNnm lag
b -> ) n ~
ry = OP = x;i+ yij+ z1k

- —3 A A A
ry = 0Q = X;i+ yoj+ 25k

aela
——— —_—
PQ =r,-1, (9)

Ea=(x2 e xl)'i\+ (y2 = yl)'j\ # g = zl)ﬁ (10)
TAEUUIABIPO D

— 2 — 4 —— 2

PQ = \/(xz x4y, =y, P+ (z, — z)) (11)

HrvavasPOmldann

1, &oxy) 1, Wy P
8= cos' (—), 6,= cos' (L) , B,= cos! ()
PQ PQ PQ

Y
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2.4 [ UaTRT293UN5AaaUlWILUL 3 4R %S Kinect

Kinect flo quUnsaliaiuvesiaiaiduiny Xoox360 910 Microsoft Tnganunsnansy
\du (Facial Recognition) uaglviduniuguinudrmumenisiadeulmitamevesdidu
Inem3e (3D Motion Recognition) Tngludludasdl joystick ansialy wazanunsaanddes
vosffiauldl (Voice Recognition) wazuenanldilsddunaniidunududassaldkinect
AIVANMIAMIY Haiwag
Kinect \un1siamnsansewing Rare (U3¥ngnues Microsoft Game Studios) uag
Prime Sense (U§¥dy# Israel) Tng Rare Wugianneenduaf dau Prime Sense iy
AWRILNIZUU Range Camera (ndasiiflanunsaniuuandquessyognanasinganadlunin
2 i) F952UU Range Camera HuaunsolinseioriUAsouansvimswesdld (Gestures
Detection) uazgminnldilussuumuruitlideddiiedudos (Hands-free Control) szuu
Gestures Detection iutsgnaudae dunisalusianmes ndos uay lalasduilanunsa
Aamumsedoulmuuuandiives inguaetunioutartuldlunadienty
Microsofl 3¥121 Kinect & m¥u Xbox 360 ﬁ”’ua'm'mn‘ﬁ‘lc-m'ms-n'mmﬁaulmlﬁqqqm
6 A Taeididulindontu 2 au uarannsonsaatunsiedoulmeudaquasiieaniegicu
Ifiavmn 20 90 My Prime Sense HuszyirnnuauRiszuuansanTasu Al
$1n winzgndinlasiuiivindosensnsodunmld
2.4.1 dausznauves Kinect tulsznaudae
1. yeweiannsandoulmtuas
2. @4 RGB (RGB Camera)
3. 1wweiinszey (Depth Sensor)
4. lalasTvly 4 @ (Multi-array Microphone)
2.4.2 S3UUANNYT Kinect 5995U
1. asvdumsiadoulm 3 fuuuifiush (Full-body 3D Motion Capture)
2. 9g7lunt (Facial Recognition)
3. a9 des (Voice Recognition)

~
(2) RGB camen ~

-~ \2/ - (4) Muts sy microphons
‘,',‘ Infrared ophcs

U 2.126ut5enausineg 489 Kinect

- http://mcub6.learninginventions.org/?page_id=244
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ANTIN 2203 ARTREIBYATRY Kinect

Property

Spec

Diagonal)

Field of View (Horizontal, Vertical,

58° H, 45°V, 70° D

Depth image size

VGA (640x480)

Spatial x/y resolution (@ 2m

. 3mm
distance from sensor)
Depth z resolution (@ 2m
lcm
distance from sensor)
Maximum image throughput
60fps
frame rate)
Operation range 0.8m - 3.5m
Color image size UXGA (1600x1200)

Audio: built-in microphones

Two microphones

Audio: digital inputs Four inputs
Data interface USB 2.0
Power supply USB 2.0
Power consumption 2.25W

Property

Spec

Dimensions (Width x Height x
Depth)

1dcm x 3.5cm x 5cm

Operation environment (every
lighting condition)

Indoor

Operating temperature

0°C - 40°C

- https://msdn.microsoft.com/en-us/library/jj131033.aspx
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2.4.3 RANNITVINIUVDITZUUNTIVINTZEY

a
. g’ + guesgEaadldnm
=dt1 ” funaflThon 1mass
1 umayiaf ioutse X ’ r 2
= . i srgaims seftrare
uanfudzomalanisan d > pro o e
aRaurd i uSnum ~

} Image procesimg software
-
i indszuianaingly

"Daepes Liag”

2 Andwraf Mo
msilunisa e Tao
Janefinas

L by wew wired Com gadpeta® 1010 1] tonights relsase-thon el t-how-dosiHwak

o o W
E‘U‘H 2.13 LAUANWLEMRINITUINIUYDITEUUATITIATELE.

luns¥aszeeviemmuidnuesingrineqiuordunisvinuresgunicifuimesinseos
(Depth Sensor) %ﬂﬂﬁznauaﬂﬂiﬂ 2 4iiafe Infrared Laser Projector wa¥ Monochrome
CMOS Sensor Tmea Infrared Laser Projector vawasBursnsnlunsenuivingiegly
wwadndl Weuasdunsusansemuiuingfazasviounduanfidaiu Monochrome CMOS
Sensor Mntumer$farAnmsEsE BN IIRuE LA

e Kinect fsedunnududnuérffazansnsowsndigusenananimwindeunely
Yoel# uonaniu Microsoft Kinect Sensor Seilizuu Skeletal Tracking Til#AamulaT
nsvgnuasldan Seannsofanuléinnitan 2 Ay udaseaituianun 6 au Feamiluang
wifunmuedlasanszgnuyudiunusedede 20 gaddyaIienie
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HAND RIGHT HEAD SHOULDER CENTER  MAND LEFT
-' \ &
RO mGKT X ® usow wrr
SHOULDER RIGHT [~ Y () SHOUDER LEFT
soine -
MIP CINTIR
o.um. .l._l.lﬂ
i! 1
KNEE RIGHT () O wnex LesT

..um RIGHT A-mm..
FOOT RIGHT FOOT LUFT

(v)
U 2.14 (Mn13dugn Skeletal Tacking
(¥) 9 Skeletal Tacking

an : https://kinectasia.wordpress.com/tag/kinect/

dudrdyues Kinect Hufio NUL APL Fudludiuideusiosening Kinect Sensors
(VGA Camera, Monochrome Camera, IR Camera, and 4 Microphones) fumauimes
uenvnimhiddndnednamiisfionistihdeyariey wu unw arwiudnuesgy luldse
Tnetoyamaildlegnussinaraudansoluldnuluguuuy Skeletal Tracking

lasiiefdmsu Kinect fiwmdou NUI APl @1311583895UN15%1971u04 Kinect
Sensors 1NN 1 1309 BesruaweSas Kinect tuansaalalngldfaiduiiundu NUI AP
wananitannsasmunioliuday Kinect  udladniiosifiilisoefunisiaau
11n77 1 weuslunanieniy
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Tunshdeyasagitlsiann Kinect Wldauiudesiinisimundeuinaglinistoys
sl mnlsitwmuadaustiSuduaylsiaunsahdeyasnlélilusewinnsvhe
Usziamvasteyafiannsaianldlide

-4 (Colon) ueumdAnduanunsaihdveaguitldann Kinect uldey

- AN (Depth) desamuiudnvasnman Kinect segnirluldluseundindy
- ArudnuayvIneLauiay (Depth and Player index) dwsuney=itanansalda
wnnnd 1 Aty

- Skeleton LHudeyasiuvseguesiame

2.4.4 Kinect #1%5U Windows

NIUTEN Microsoft laudesyasiiaaay (Software Development Kit ,SDK) 113y
Windows 7 Wletufl 16 fiquieu 2550 dwta SOK Heedllasliesreqes Kinect dmu
noufiumesidTmegse dalusunsuftanansaianldiamiueunaindu Kinect léun C++
C# uae Visual Basic druiliaedanaqiignsanlilu SoK e léun

1. Raw Sensor Streams dwfumaideyafuitldnnduieesinegllfam

2. Skeletal Tracking dwiuiinnulasesnevesuysd Fsanusadamlsgean 2 ay

3. wheuiu mwilaniuvesiiaesifie aunsailuimunduneundindunugu

mevine (Gestures Control)

4. Advanced Audio Capabilities ldlun1sdruwunideseineg dsanansafdnides

FUNIUANEY (Nouse Suppression and Echo Cancellation) waghenidesveunay

yarald Fefliaesiananludluimundunsmuguiiedss (Voice Recognition)

5.lAnlUsunsudegN uway ena1suizney

System Requirements

1. sguuUssananaluy 32 wie 64 On

2. sruuszananatiusin Dual-core 2.66 GHz

3. 984 USB 2.0 (aildaifugunaniau)

4. mhom o 2 GB

5. 5¥UUUURN1T Windows 7

navmuweundiedutumunsal#lat Kinect Finfuirdos Xbox 360 viparld
Kinect dw¥u Windows Tne31A e Kinext dw3u Xoox fuariisnagnnimmin minld
Kinect w¥au Xbox fuiltiiu Xoox 360 (slim + Kinect) %38 Xbox 360 (slim) #asld
gunIaliaiuAe Kinect Power Cable ws1zilaifunuanlyl wadnlu Xbox 360 Juiiifiagun
wieuane USB way ane Power dansauldalsviud

dumuuAnisEnIveInadiudmiu Xoox fu Windows Ae Kinect dwiu
Windows siuansnsayirlusmuilegsdald wae swuu Near Mode tuaeldldurlusuiliy
Windows Wiy ins1z5u Windows aansolfanildsveslndanfie 40 wufiung uiju 360
1814lndan?l 80 wufums duanfauafdumiuuaneiudndes
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v

= = 14 5
JUM 2.15 seeiienansnldinees Kinect

i : https://msdn.microsoft.com/en-us/library/nh973074.aspx

2.5 TUsunsu Microsoft Visual Studio 2010

Microsoft Visual Studio #® Integrated Development Environment ﬁ’wu’l%ﬂﬂs
lulaseeni duduniosdlofitretnifmungenduasvaulusunsunsufinnes web site,
web application ez Web service syuuiisesiuntsvientiull Microsoft Windows
Pocket Pc, Smartphone uag Web browser lutlaqiu Visual Studio sfugnnsaldniw
Tsunsaidiu Nethulusunsudentu wu VBINET C+ C# J# 1Hudu
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O Visual Studio 2010 Utimate

= : g .
JUM 2.161U5unsu Microsoft Visual Studio 2010
an http://dakdown.net/img_src/util. 120814135621 .kHHpk.png

Jumpun1slisulusunsume Visual Basic NET
1. sanwuuntnveveslusunsu Taethaaulvsanieg 970 toolbox H1INUUNETY
a o 1 A 4
WAUFUVILIALAZAUIIMUARBINTS
2. fimun Property 984Wosukazoauldndnnge vunesu lngldiulad Properties
3. MmagulfnmuaunsiiuradlLngy
ar Ed 1 o A (]
4. Sulvsunsueviagauiilusunsuyiaulamuiinssnmielil
v v a v a_ ¥ a s o v ol v
5. AumdiaRawatn Swnlusunsuiadefianaiaviavihanlulsnuidesnis

6. aulng Project TUdulWalUsunsuAisuls Executable File

2.6 7w Visual Basic
2.6.1 UsziRenuluanvaanien Visual Basic

a1 BASIC gnaslud a.e. 1963 Tag Hohn Keneny uag Thomas Kurtz fAnende
Dartmouth Tuidassumniniigasimnglunaimunnim Basic Tu ilelélunisaouuunly
mMe@eulusunsy Taswhuiizuuuude o weazaanlunislden Tull 1970 Microsoftléidy
wAAFIWUsAWN Basic L Rom T 1@ Chip Radio Sheek TRS-80 1Husiu dewnldfmuniy
GWBasic 34 18 Interpreter A illdiiu MS-Dos warlull 1982 Microsoft QuickBasic
1 5unswautulaefiuaiuaiuisalunisyulusunsuldidu Executed  Program
sl Basiclirnudiy "Structured Programming” 1nntu Tnsn1sd@ Line Number #ia
TiteavdonarimindunwneufinnesfiilassadrcludnuueSpaghetti Code wld
sULUUYBY Subprogram Wag User Defined souansld Structured Data Type wagn1s
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a [ v a vl o v al = O a [ v
#waunsldaudunsfinlvinsldanuluseduiigalu sauiadinsldidesUsenaula
< ar o v ' o, [
WillauduA wIAURIMBTOU 9 18U Turbo  C  uaz Turbo  Pascal  tUudu

" " a ) rsJ vas =Y -] 2/ s
Visual Basiciluniwmaufinnesnlasuanuiioulunisirunldnunmunluswnsuvussuy
- o o P ¢ ol w =l a
Windows vi9991n tlun1virauRatnesnldinaluladludnuwuy
- 2 o e a = v oo A el v P v o v
Visualizetuffaarazainlunisuduiaiacliiinaailaflusunsuladansoulilndmsu
ponuuumivewazdeng q dmiulunsifeulusunsuliiSsusesssannadenaunaiay
2aNLUUVTNIeATIRsR s ulBuSource Codelitdunn
" - d A nhL o & qwv .Ja‘L v § v v o v
Visual Basiciuwnasiianldluntswannlusensuduldau Aldlanaunseauiu i ld
1 | J ¢ ) &l o 1% IV v
a5alusunsudne 4 vy Windows waslusunsuiuesszauna Muzisunldfadusig qlaogns
a - a n{ LY at
fusganian aasnsulusunsuiwedsedviionndn Neeimurlusunsulusedvge
Imun15lY Object Linking and Embedding (OLE) wax Application Programming Interface
(API) 98958UU windows 1Usgnaunsliouluswnsy
2.6.2 Visual Basic
Wwededlenldairalusunsumngg wu
al w a wa . | o
- TsunsunsuuussuuUfuints windows wiu TUsunIuFwIaLaY
- Tusunsugudoya Wy Microsoft access , Microsoft SQL server
- paulwLIUANI9AU Active X
dﬂ} -y &
- TUsunsunsuuuduwmasiin

2.6.3 #udsznauval Visual Basic
Taeshly 159914 Project Standard. EXE adlunis@eulusunsuiifuuu
JulmdProject Ap nguwas File Ms1avunsmiuiteaiielusunsy
SIEUBIATDIAIUUTENBUAR®) VBINUNTD
- Menu bar
- Tool bar
- Tool box
- Project explorer
- Properties window
- Form
2.6.4 winlums@ienlusunsulu Visual Basic Iéutseanith 2 duneundn e
nseenuuuntitaeveslusunsududiuilddndesugld Sondn user
interface nMsBsulusunsudunmsimusruantfiveseraulvsa vuedulivangay
waeieumdinauaussdiiud
2.6.5 nMsaanuuuntaguadlusunsudlsnaulnsa
- ovlnsa (Control)  iuedesfleflldlunsesnuuurevinsafiduiugu
- windend text box l5uteyaangly
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- iaua (Label) THuansdoyaunsaeaungld
' o e Ve v o ¢ 4 o v a € o
- Yuda (Command button) gldadnundierilineuinmeivineu
UNaYN
Qs . = [ | a o §
- AuaNUR (Properties) fig dnwAY vesnsulvsafigninueuunasy
a ° v 'Y a
amsaivualdidy demnuiunnguuneulnsa, uwuureud
Y o A
- winTend text box finauaut® text ldivuateruiiazuans
= wa . v o Y o
- 1awa (Label) flauautd Caption Aldimusdannudfiszuans
- YuAds (Command button) fiageawd@ caption e muatoriu
pu
UUAR
2.6.6 WPF Application
WPF &8311970 Windows Presentation Foundation Li‘.luumﬁmmiﬁ’mm Ul (User
& o = & | al " " ala | o 8 v
Interface) wwivisdslinubangugaunn finszuiunis Data Binding NEANEUgS Yinlvinm
d L) U L7
aunsadisy Ul idudeulaazain 1ne Programmer aansasenuuuluyuneaiiouindy
. N v v ad ) . i
\Uu Projection ¥84 Data et Toffiiaue vesiuffe AENIalisy View Model Object
| P & a | o, P v o o
Wamuaunisivalisuves Data ASuded Taedl Ul axilumiloumitninasey Tneifuay
a‘ v ] nju i ar i A ] ]
wWaguluuwuulnunld asuwindidu Bind ffu View Model Object agregndias vinls
4 » at 1] - - 1
au130N9L Unit Test @7 Ul lalagsi1u View Model Object aanwuuailuaged
L4 as ) o P 5 0
uenINtl WPF Seasatiuayu Ul Na319a33A I Animation Framework uazaygyn
2 o i . X | = | =
TimuYiIununegeil Graphic Designer aanuuuanle tngn XAML eazain deauinds
= al ° a v a = ] N i o a o
winfigalunisnagyililsunsuinieifa Sgniau Animation fefinuevsviasiuly
Mac OSX naelusunsuatielmiiguuu Microsoft Surface AmamNTaASNATIAGUMAINULA
WU WPF
a‘gﬂ%’aﬁ‘ﬂad WPF Application
- anseasulusunsulieneaulameStyle(any CSS v81 web)
- =
- AnsidAnaeany
- @573 Animation Tulusunsuladiese Storyboard
1 v o o | . v )
- ANNTORUINTNTINITYINIUTENIN Designer wag Programmer ldiogadmLau
- ivuaControl(Tool) Yaaseadlame User Control
- laisoaRun Code 1n 19 interface dnsaulvg
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unil 3

#ANNIINIULAZANTDBALUU

<& ! =3 o/ o o + . )
unilaznanafia ndnnsynauilaiduskeleton tacking ve Kinect 113gyn1sven
Anaduntveusazgn NshukazueunImNIIIuYessTuTKUUlutuRey uag
ANYUEIINNINIVAGRULNYEIYI 3 90 Ae Wlvd fen wagiien

3.1 wanms skeleton tacking

d o = (n:f at 1 o/ v 3
Waynn15ilaendu skeleton tacking YUTHEMI9INAINGDY Kinect Ussuu 3.5

LRI L‘iut‘ﬁ'ﬂ%ﬁwﬂ'lﬂqi'ilﬂiﬁﬂﬁ@@wﬂG‘]LLEIEGi@]f‘l’]‘ilﬂ’\‘iLﬂaE]‘lﬂﬁTUE]\‘IQWF%ﬂE]U Taefianduay

Wuwwu 3 1R Faagdmandedensegnuessianievianun 20 9 Riasudusees (0,0,0)

% A a ” [~1 a o [=1 at
NN NTEANTINTIU(HIP center) Wuganas ANauazuNuaziluegU

Skeleton Data

HAND RISHT SHOULDER CINTER  HAND LIFT
Y &
4 w1 men @ \V “")Iruu ey
Iuw [ ’.'-» ® cuwow ot
) SHOWLDIR LLTT
® b CENTER
@

P ReNT L P LT

wniE ety 0 wvenn_vesy

E(}Aun.lmm A (D
FOOT SGHT FOOT LIFT

Ul 3.1 9n Skeleton Tacking

u

n : http://i.imgur.com/OdxJm.png

lulasseuilagsinisduge skeleton tacking Vemun 11 9 Ae saluddne
(Shoulder left) Waluaw11 (Shoulder Right) an#ie (Elbow lift) Aanwa1 (Elbow Right)
n3ggnilansiu(Hip center) aglwnde (Hip left) azlwnwan (Hip right) 1We (Knee left)
111 (Knee right) winde (Foot left) wag Wiva(Foot right) Tneagldagaluuuiuny Y
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Imports System

Imports System.|O.Ports
Imports System.Threading

Imports System. Text

Imports Microsoft.Kinect
Imports CodingdFun.Kinect.Wpf
Imports System.lO

Imports System.Data.SqlClient

Namespace SkeletalTracking

PartialPublicClassMainWindow
InheritsWindow

Dim Sglcon AsSglConnection

Dim ds AsDataSet

Dim da AsSqglDataAdapter

Dim constr AsString = "server=USER-
PC\SQLEXPRESS;Database=test

data;Trusted connection=True;"

PublicShared ScreenMaxX Asinteger = 320
PublicShared ScreenMaxY Asinteger = 480
PrivateWithEvents sensor AsKinectSensor
PublicSubNew()

InitializeComponent()

EndSub

PrivateSub Window_Loaded(ByVal sender
AsObject, ByVal e AsRoutedEventArgs)

DiscoverKinectSensor()
EndSub

PrivateSub
sensor_SkeletonFrameReady(ByVal sender
AsObject, ByVal e As
Microsoft.Kinect.SkeletonFrameReadyEventA
rgs) Handles sensor.SkeletonFrameReady
Dim skFrame AsSkeletonFrame

Dim skeletonSlot Asinteger = 0

Dim playerSkeleton AsSkeleton

skFrame = e.OpenSkeletonFrame

IfNot skFrame IsNothingThen
DimskeletonData(skFrame.SkeletonArraylLen
gth - 1) AsSkeleton
skFrame.CopySkeletonDataTo(skeletonData)
playerSkeleton = (From s In skeletonData
Where s.TrackingState =
SkeletonTrackingState. Tracked Select
s).FirstOrDefault()

EndlIf

IfNot playerSkeleton IsNothingThen

Dim FootRKinectX =
(playerSkeleton.Joints(JointType.FootRight).P
osition.X)

Dim FootRKinectY =
(playerSkeleton.Joints(JointType.FootRight).P

osition.Y)



Dim FootRKinectZ =
(playerSkeleton.Joints(JointType.FootRight).P
osition.Z)

Dim aFootRKinectZ =
(playerSkeleton.Joints(JointType.FootRight).P
osition.Z)

Dim aFootRKinectX =
(playerSkeleton.Joints(JointType.FootRight).P
osition.X)

Dim aFootRKinectY =
(playerSkeleton.Joints(JointType.FootRight).P
osition.Y)

Dim spineKinectX =
(playerSkeleton.Joints(JointType.Spine).Positi
on.X)

Dim spineKinectY =
(playerSkeleton.Joints(JointType.Spine).Positi
on.Y)

Dim spineKinectZ =
(playerSkeleton.Joints(JointType.Spine).Positi
on.Z)

Dim FootlLKinectX =
(playerSkeleton.Joints(JointType.FootLeft).P
osition.X)

Dim FootLKinectY =
(playerSkeleton.Joints(JointType.FootLeft).P
osition.Y)

Dim FootlLKinectZ =
(playerSkeleton.Joints(JointType.FootLeft).P

osition.Z)

Dim aFootlKinectZ =
(playerSkeleton.Joints(JointType.FootlLeft).P
osition.Z)

Dim aFootLKinectX =
(playerSkeleton.Joints(JointType.FootlLeft).P
osition.X)

Dim aFcotLKinectY =
(playerSkeleton.Joints(JointType.FootlLeft).P

osition.Y)

Dim KneelLKinectX =
(playerSkeleton.Joints(JointType.Kneel eft).P
osition.X)

Dim KneelLKinectY =
(playerSkeleton.Joints(JointType.KneeLeft).P
osition.Y)

Dim KneelKinectZ =
(playerSkeleton.Joints(JointType.KneeL eft).P
osition.Z)

Dim aKneelLKinectX =
(playerSkeleton.Joints(JointType.Kneel eft).P
osition.X)

Dim aKneelLKinectY =
(playerSkeleton.Joints(JointType.KneeLeft).P
osition.Y)

Dim aKneelKinectZ =
(playerSkeleton.Joints(JointType.KneeLeft).P

osition.Z)

Dim KneeRKinectX =
(playerSkeleton.Joints(JointType.KneeRight).
Position.X)

Dim KneeRKinectY =
(playerSkeleton.Joints(JointType.KneeRight).
Position.Y)



Dim KneeRKinectZ =
(playerSkeleton.Joints(JointType.KneeRight).
Position.Z)

Dim aKneeRKinectX =
(playerSkeleton.Joints(JointType.KneeRight).
Position.X)

Dim akneeRKinectY =
(playerSkeleton.Joints(JointType.KneeRight).
Position.Y)

Dim aKneeRKinectZ =
(playerSkeleton.Joints(JointType.KneeRight).
Position.Z)

Dim HipleftKinectX =
(playerSkeleton.Joints(JointType.HipLeft).Pos
ition.X)

Dim HipleftKinectY =
(playerSkeleton.Joints(JointType.HipLeft).Pos
ition.Y)

Dim HipleftKinectZ =
(playerSkeleton.Joints(JointType.HipLeft).Pos
ition.Z)

HipL.Text =
(playerSkeleton.Joints(JointType.HipLeft).Pos
ition.Y)

Dim HipRightKinectX =
(playerSkeleton.Joints(JointType.HipRight).Po
sition.X)

Dim HipRightKinectY =
(playerSkeleton.Joints(JointType.HipRight).Po
sition.Y)
Dim HipRightKinectZ =
(playerSkeleton.Joints(Joint Type.HipRight).Po
sition.Z)

HipR.Text =
(playerSkeleton.Joints(JointType.HipRight).Po

sition.Y)

Dim HipCenterKinectX =
(playerSkeleton.Joints(JointType.HipCenter).
Position.X)

Dim HipCenterKinectY =
(playerSkeleton.Joints(Joint Type.HipCenter).
Position.Y)

Dim HipCenterKinectZ =
(playerSkeleton.Joints(JointType.HipCenter).

Position.Z)

Dim AnklerightKinectX =
(playerSkeleton.Joints(JointType.AnkleRight).
Position.X)

Dim AnklerightKinectY =
(playerSkeleton.Joints(JointType.AnkleRight).
Position.Y)

Dim AnklerightKinectZ =
(playerSkeleton.Joints(JointType.AnkleRight).
Position.Z)

Dim footrightKinectX =
(playerSkeleton.Joints(JointType.FootRight).P

osition.X)



Dim footrightKinectY =
(playerSkeleton.Joints(JointType.FootRight).P
osition.Y)

Dim footrightKinectZ =
(playerSkeleton.Joints(JointType.FootRight).P
osition.Z)

Dim AnkleleftKinectX =
(playerSkeleton.Joints(JointType.AnkleLeft).P
osition.X)

Dim AnkleleftKinectY =
(playerSkeleton.Joints(JointType.AnkleLeft).P
osition.Y)

Dim AnkleleftKinectZ =
(playerSkeleton.Joints(JointType.AnkleLeft).P
osition.Z)

Dim footleftKinectX =
(playerSkeleton.Joints(JointType.FootLeft).P
osition.X)

Dim footleftKinectY =
(playerSkeleton.Joints(JointType. FootLeft).P
osition.Y)

Dim footleftKinectZ =
(playerSkeleton.Joints(JointType.FootLeft).P

osition.Z)

Dim HandleftKinectX =
(playerSkeleton.Joints(JointType.HandLeft).P
osition.X)

Dim HandleftKinectY =
(playerSkeleton.Joints(JointType.HandLeft).P
osition.Y)

Dim HandleftKinectZ =
(playerSkeleton.Joints(JointType.HandLeft).P

osition.Z)

Dim HandrightKinectX =
(playerSkeleton.Joints(JointType.HandRight).
Position.X)

Dim HandrightKinectY =
(playerSkeleton.Joints(JointType.HandRight).
Position.Y)

Dim HandrightKinectZ =
(playerSkeleton.Joints(JointType.HandRight).

Position.Z)

Dim WristleftKinectX =
(playerSkeleton.Joints(JointType. WristLeft).P
osition.X)

Dim WristleftKinectY =
(playerSkeleton.Joints(JointType. WristLeft).P
osition.Y)

Dim WristleftKinectZ =
(playerSkeleton.Joints(JointType. WristLeft).P

osition.Z)

Dim WristrightKinectX =
(playerSkeleton.Joints(JointType.WristRight).
Position.X)

Dim WristrightKinectY =

(playerSkeleton. Joints(JointType WristRight).
Position.Y)

Dim WristrightKinectZ =
(playerSkeleton.Joints(JointType. WristRight).
Position.Z)



Dim ElbowleftKinectX =
(playerSkeleton.Joints(JointType.ElbowLeft).
Position.X)

Dim ElbowleftKinectY =
(playerSkeleton.Joints(Joint Type.ElbowlL eft).
Position.Y)

Dim ElbowleftKinectZ =
(playerSkeleton.Joints(JointType.ElbowLeft).
Position.Z)

Dim ElbowrightKinectX =
(playerSkeleton.Joints(JointType.ElbowRight)
Position.X)

Dim ElbowrightKinectY =
(playerSkeleton.Joints(JointType.ElbowRight)
Position.Y)

Dim ElbowrightKinectZ =
(playerSkeleton.Joints(JointType.ElbowRight)
Position.Z)

Dim ShoulderleftKinectX =
(playerSkeleton.Joints(JointType.ShoulderLe
ft).Position.X)

Dim ShoulderleftKinectY =
(playerSkeleton.Joints(JointType.ShoulderLe
ft).Position.Y)

Dim ShoulderleftKinectZ =
(playerSkeleton.Joints(JointType.ShoulderLe
ft).Position.Z)

Dim ShoulderrightKinectX =
(playerSkeleton.Joints(JointType.ShoulderRig
ht).Position.X)

Dim ShoulderrightKinectY =
(playerSkeleton.Joints(Joint Type.ShoulderRig
ht).Position.Y)

Dim ShoulderrightKinectZ =
(playerSkeleton.Joints(JointType.ShoulderRig
ht).Position.Z)

Dim ShoulderCenterKinectX =
(playerSkeleton.Joints(UJointType.ShoulderCe
nter).Position.X)

Dim ShoulderCenterKinectY =
(playerSkeleton.Joints(JointType.ShoulderCe
nter).Position.Y)

Dim ShoulderCenterKinectZ =
(playerSkeleton.Joints(JointType.ShoulderCe

nter).Position.7)

Dim HipRAngleXZ = ((-1 * 180 *
Math.Atan(playerSkeleton.Joints(JointType.Hi
pRight).Position.X /
playerSkeleton.Joints(JointType.HipRight).Po
sition.Z)) / 3.14159)

Dim HipRAngleYZ = ((-1 * 180 *
Math.Atan(playerSkeleton.Joints(JointType.Hi
pRight).Position.Y /
playerSkeleton.Joints(JointType.HipRight).Po
sition.Z)) / 3.14159)

Dim HipRANngleXY = ((-1 * 180 *
Math.Atan(playerSkeleton.Joints(JointType.Hi
pRight).Position.X /
playerSkeleton.Joints(JointType.HipRight).Po
sition.Y)) / 3.14159)



Dim HipLAngleYZ = ((-1 * 180 *
Math.Atan(playerSkeleton.Joints(JointType.Hi
pLeft).Position.Y /

player Skeleton.JointsUointType.l lipLeft).Posi
tion.Z)) / 3.14159)

Dim HipLAngleXZ = ((-1 * 180 *
Math.Atan(playerSkeleton.Joints(JointType.Hi
pLeft).Position.X /
playerSkeleton.Joints(JointType.HipLeft).Posi
lion.2)) / 3.14159)

Dim HipLAngleXY = ((-1 * 180 *
Math.Atan(playerSkeleton.Joints(JointType.Hi
pLeft).Position.X /
playerSkeleton.JointsUointType.HipLeft).Posi
tion.Y)) / 3.14159)

Dim HipCAngleXY = ((-1 * 180 *
Math.Atan(playerSkeleton.JointsUointType.Hi
pCenter).Position.X /
playerSkeleton.Joints(JointType.HipCenter).P
osition.Y)) / 3.14159)

Dim HipCAngleXZ = ((-1 * 180 *
Math.Atan(playerSkeleton.Joints(UointType.Hi
pCenter).Position.X /
playerSkeleton.Joints(JointType.HipCenter).P
osition.Z)) / 3.14159)

Dim HipCAngleYZ = ((-1 * 180 *
Math.Atan(playerSkeleton.Joints(JointType.Hi
pCenter).Position.Y /
playerSkeleton.Joints(JointType.HipCenter).P
osition.Z)) / 3.14159)

Dim ABVecterX = ((HipleftKinectX -
KneelKinectX) * (FootLKinectX -
KneelKinectX)) + ((HipleftKinectY -
KneelKinectY) * (FootLKinectY -

KneeLKinectY)) + (HipleftKinectZ -
KneelKinectZ) * (FootLKineétZ -
KneelKinectZ))

Dim ABVecter = (HipleftKinectX -
KneelKinectX) A 2) + ((HipleftKinectY -
KneelLKinectY) A 2) + ((HipleftKinectZ -
KneelLKinectZ) A 2)) A 0.5) * (((FootLKinectX
- KneelKinectX) A 2) + ((FootLKinectY -
KneeLKinectY) A 2) + ((FootLKinectZ -
KneeLKinectZ) A 2)) A 0.5))
Dim s1 = CInt((175 - (180 *
Math.Acos((ABVecterX) / (ABVecter))) /
3.14159))
Dim s2 = CInt((175 - (180 *
Math.Acos((ABVecterX) / (ABVecter))) /
3.14159))
Dirn 3= CIrt({175 (180 *
Math.Acos((ABVecterX) / (ABVecter))) /
3.14159))
Dim s4 = CInt((175 - (180 *
Math.Acos((ABVecterX) / (ABVecter))) /
3.14159))
Dim s5 = CInt((175 - (180 *
Math.Acos((ABVecterX) / (ABVecter))) /
3.14159))

TextBox101.Text = (((s1) + (s2) +
(s3) + (s4) + (s5)) / 5)

Dim ABVecterR = ((HipRightKinectX -
KneeRKinectX) * (FootRKinectX -
KneeRKinectX)) + ((HipRightKinectY -
KneeRKinectY) * (FootRKinectY -
KneeRKinectY)) + ((HipRightKinectZ -



KneeRKinectZ) * (FootRKinectZ -
KneeRKinectZ))

Dim AB2Vecter = (((((HipRightKinectX -
KneeRKinectX) A 2) + ((HipRightKinectY -
KneeRKinectY) A 2) + ((HipRightKinectZ -
KneeRKinectZ) A 2)) A 0.5) * (((FootRKinectX
- KneeRKinectX) A 2) + ((FootRKinectY -
KneeRKinectY) A 2) + ((FootRKinectZ -
KneeRKinectZ) A 2)) A 0.5))

Dim s6 = CInt((175 - (180 *
Math.Acos((ABVecterR) / (AB2Vecter))) /
3.14159))

Dim s7 = CInt((175 - (180 *
Math.Acos((ABVecterR) / (AB2Vecter))) /
3.14159))

Dim s8 = CInt((175 - (180 *
Math.Acos((ABVecterR) / (AB2Vecter))) /
3.14159))

Dim s9 = CInt((175 - (180 *
Math.Acos((ABVecterR) / (AB2Vecter))) /
3.14159))

Dim s10 = CInt((175 - (180 *
Math.Acos((ABVecterR) / (AB2Vecter))) /
3.14159))

TextBox102.Text = (((s6) + (s7) +
(s8) + (s9) + (s10)) / 5)

Dim HipleftVecter = ((HipCenterKinectX -
HipleftKinectX) * (HipRightKinectX -
HipleftKinectX)) + ((HipCenterKinectY -
HipleftKinectY) * (HipRightKinectY -

)
HipleftKinectY)) + ((HipCenterKinectZ -

HipleftKinectZ) * (HipRightKinectZ -
HipleftKinectZ))

Dim scaleHipleft = (((HipCenterKinectX -
HipleftKinectX) A 2) + ((HipCenterKinectY -
HipleftKinectY) A 2) + ((HipCenterKinectZ -
HipleftKinectZ) A 2)) A 0.5) *
((((HipRightKinectX - HipleftKinectX) A 2) +
((HipRightKinectY - HipleftKinectY) A 2) +
((HipRightKinectZ - HipleftKinectz) A 2)) A

0.5))

)
)
)

TextBox103.Text = CInt((180 *
Math.Acos((HipleftVecter) / (scaleHipleft))) /
3.14159)

Dim HiprightVecter = ((HipCenterKinectX -
HipRightKinectX) * (HipleftKinectX -
HipRightKinectX)) + ((HipCenterKinectY -
HipRightKinectY) * (HipleftKinectY -
HipRightKinectY)) + ((HipCenterKinectZ -
HipRightKinectZ) * (HipleftKinectZ -
HipRightKinectZ))

Dim scaleHipright = (((HipCenterKinectX -
HipRightKinectX) A 2) + ((HipCenterKinectY -
HipRightKinectY) A 2) + ((HipCenterKinectZ -
HipRightKinectz) A 2)) A 0.5) *
((HipleftKinectX - HipRightKinectX) A 2) +
((HipleftKinectY - HipRightKinectY) A 2) +
((HipleftKinectZ - HipRightKinectZ) A 2)) A
0.5))



TextBox104.Text = CInt((180 *
Math.Acos((HiprightVecter) / (scaleHipright)))
/ 3.14159)

Dim HipCenterVecter = ((HipleftKinectX -
HipCenterKinectX) * (HipCenterKinectX -
HipRightKinectX)) + ((HipleftKinectY -
HipCenterKinectY) * (HipCenterKinectY -
HipRightKinectY)) + (HipleftKinectZ -
HipCenterKinectZ) * (HipCenterKinectZ -
HipRightKinectZ))

Dim scaleHipCenter = (HipleftKinectX -
HipCenterKinectX) /A 2) + ((HipleftKinectY -
HipCenterKinectY) A 2) + ((HipleftKinectZ -
HipCenterKinectz) A 2)) A 0.5) *
(((HipRightKinectX - HipCenterKinectX) A 2)
+ ((HipRightKinectY - HipCenterKinectY) A 2)
+ ((HipRightKinectZ - HipCenterKinectZ) A 2))
A 0.5))

Dim s11 = CInt(90 - ((180 *
Math.Acos((HipCenterVecter) /
(scaleHipCenter))) / 3.14159))
Dim 512 = CInt(90 - ((180 *
Math.Acos((HipCenterVecter) /
(scaleHipCenter))) / 3.14159))
Dim s13 = CInt(90 - ((180 *
Math.Acos((HipCenterVecter) /
(scaleHipCenter))) / 3.14159))
Dim s14 = CInt(90 - ((180 *
Math.Acos((HipCenterVecter) /
(scaleHipCenter))) / 3.14159))

Dim 515 = CInt(90 - ((180 *
Math.Acos((HipCenterVecter) /
(scaleHipCenter))) / 3.14159))

TextBox105.Text = (((s11) + (s12)
+ (s13) + (s14) + (s15)) / 5)

Dim AnklerightVecter = ((KneeRKinectX -
AnklerightKinectX) * (AnklerightKinectX -
footrightKinectX)) + ((KneeRKinectY -
AnklerightKinectY) * (AnklerightKinectY -
footrightKinectY)) + ((KneeRKinectZ -
AnklerightKinectZ) * (AnklerightKinectZ -
footrightKinectZ))

(
(

—

((((KneeRKinectX -
+ ((KneeRKinectY -

Dim scaleAnkleright =
AnklerightKinectX) A 2
AnklerightKinectY) A 2) + ((KneeRKinectZ -
AnklerightKinectz) A 2)) A 0.5) *
((((footrightKinectX - AnklerightKinectX) A 2)
+ ((footrightKinectY - AnklerightKinectY) A 2)
+ ((footrightKinectZ - AnklerightKinectZ) A
2)) 7 0.5))

— e ws

Dim s16 = CInt((180 *
Math.Acos((AnklerightVecter) /
(scaleAnkleright))) / 3.14159)
Dim s17 = CInt((180 *
Math.Acos((AnklerightVecter) /
(scaleAnkleright))) / 3.14159)
Dim s18 = CInt((180 *
Math.Acos((AnklerightVecter) /
(scaleAnkleright))) / 3.14159)



Dim 519 = CInt((180 *
Math.Acos((AnklerightVecter) /
(scaleAnkleright))) / 3.14159)
Dim 520 = CInt((180 *
Math.Acos((AnklerightVecter) /
(scaleAnkleright))) / 3.14159)

TextBox107.Text = 45 - (((s16) +
(s17) + (s18) + (s19) + (s20)) / 5)

Dim AnkleleftVecter = ((KneeLKinectX -
AnkleleftKinectX) * (AnkleleftKinectX -
footleftKinectX)) + ((KneelLKinectY -
AnkleleftKinectY) * (AnkleleftKinectY -
footleftkinectY)) + ((KneelLKinectZ -
AnkleleftKinectZ) * (AnkleleftKinectZ -
footleftKinectZ))

Dim scaleAnkleleft = ((((KneeLKinectX -
AnkleleftKinectX) A 2) + ((KneelLKinectY -
AnkleleftKinectY) A 2) + ((KneeRKinectZ -
AnkleleftKinectZ) A 2)) A 0.5) *
(((footleftKinectX - AnkleleftKinectX) A 2) +
((footleftKinectY - AnkleleftKinectY) A 2) +
((footleftKinectZ - AnkleleftKinectz) A 2)) A
0.5))

(
)

Dim s21 = CInt((180 *
Math.Acos((AnkleleftVecter) /
(scaleAnkleleft))) / 3.14159)
Dim s22 = CInt((180 *
Math.Acos((AnkleleftVecter) /
(scaleAnkleleft))) / 3.14159)

Dim 523 = CInt((180 *
Math.Acos((AnkleleftVecter) /
(scaleAnkleleft))) / 3.14159)
Dim s24 = CInt((180 *
Math.Acos((AnkleleftVecter) /
(scaleAnkleleft))) / 3.14159)
Dim s25 = CInt((180 *
Math.Acos((AnkleleftVecter) /
(scaleAnkleleft))) / 3.14159)

TextBox106.Text = 45 - (((s21) +
(s22) + (s23) + (s24) + (s25)) / 5)

Dim wristrightVecter = ((HandrightKinectX -
WristrightKinectX) * (WristrightKinectX -
ElbowrightKinectX)) + ((HandrightKinectY -
WristrightKinectY) * (WristrightKinectY -
ElbowrightKinectY)) + ((HandrightKinectZ -
WristrightKinectZ) * (WristrightKinectZ -
ElbowrightKinectZ))

Dim scalewristright = (HandrightKinectX -
WristrightKinectX) A 2) + ((HandrightKinectY -
WristrightKinectY) A 2) + ((HandrightKinectZ -
WristrightKinectZ) A 2)) A 0.5) *
((ElbowrightKinectX - WristrightKinectX) A 2)
+ ((ElbowrightKinectY - WristrightKinectY) A
2) + ((ElbowrightKinectZ - WristrightKinectZ)
A 2)) A Q.5)

Dim s26 = CInt((180 *
Math.Acos((wristrightVecter) /
(scalewristright))) / 3.14159)



Dim s27 = CInt((180 *
Math.Acos((wristrightVecter) /
(scalewristright))) / 3.14159)
Dim s28 = CInt((180 *
Math.Acos((wristrightVecter) /
(scalewristright))) / 3.14159)
Dim s29 = CInt((180 *
Math.Acos((wristrightVecter) /
(scalewristright))) / 3.14159)
Dim s30 = CInt((180 *
Math.Acos((wristrightVecter) /
(scalewristright))) / 3.14159)

TextBox109.Text = (((s26) + (s27)
+ (s28) + (s29) + (s30)) / 5)

Dim wristleftVecter = ((HandleftKinectX -
WristleftKinectX) * (WristleftKinectX -
ElbowleftKinectX)) + ((HandleftKinectY -
WristleftKinectY) * (WristleftKinectY -
ElbowleftKinectY)) + ((HandleftKinectZ -
WristleftKinectZ) * (WristleftKinectZ -
ElbowleftKinectZ))

Dim scalewristleft = ((HandleftKinectX -
WristleftKinectX) A 2) + ((HandleftKinectY -
WristleftKinectY) A 2) + ((HandleftKinectZ -
WristleftKinectZ) A 2)) A 0.5) *
((ElbowleftKinectX - WristleftKinectX) A 2)
+ ((ElbowleftKinectY - WristleftKinectY) A 2)
+ ((ElbowleftKinectZ - WristleftKinectZ) A 2))
A 0.5))

N N

Dim s31 = CInt((180 *
Math.Acos((wristleftVecter) / (scalewristleft)))
/ 3.14159)

Dim s32 = CInt((180 *
Math.Acos((wristleftVecter) / (scalewristleft)))
/ 3.14159)

Dim s33 = CInt((180 *
Math.Acos((wristleftVecter) / (scalewristleft)))
/ 3.14159)

Dim s34 = CInt((180 *
Math.Acos((wristleftVecter) / (scalewristleft)))
/ 3.14159)

Dim s35 = CInt((180 *
Math.Acos((wristleftVecter) / (scalewristleft)))
/ 3.14159)

TextBox108.Text = (((s31) + (s32)
+ (533) + (s34) + (s35)) / 5)

Dim ElbowrightVecter = ((WristrightKinectX -
ElbowrightKinectX) * (ElbowrightKinectX -
ShoulderrightKinectX)) + ((WristrightKinectY -
ElbowrightKinectY) * (ElbowrightKinectY -
ShoulderrightKinectY)) + ((WristrightKinectZ -
ElbowrightKinectZ) * (ElbowrightKinectZ -
ShoulderrightKinectZ))

Dim scaleklbowright = (((WristrightKinectX -
ElbowrightKinectX) A 2) + ((WristrightKinectY
- ElbowrightKinectY) A 2) +
((WristrightKinectZ - ElbowrightKinectZ) A 2))
A 0.5) * ((((ShoulderrightKinectX -
ElbowrightKinectX) A 2) +
((ShoulderrightKinectY - ElbowrightKinectY) A



2) + ((ShoulderrightKinectZ -
ElbowrightKinectZ) A 2)) A 0.5))

Dim s36 = CInt(((180 *
Math.Acos((ElbowrightVecter) /
(scaleElbowright))) / 3.14159))
Dim s37 = CInt(((180 *
Math.Acos((ElbowrightVecter) /
(scaleElbowright))) / 3.14159))
Dim $38 = CInt(((180 *
Math.Acos((ClbowrightVecter) /
(scaleElbowright))) / 3.14159))
Dim 539 = CInt(((180 *
Math.Acos((ElbowrightVecter) /
(scaleElbowright))) / 3.14159))
Dim s40 = CInt(((180 *
Math.Acos((ElbowrightVecter) /
(scaleElbowright))) / 3.14159))

TextBox111.Text = (((s36) + (s37)
+ (538) + (s39) + (s40)) / 5)

Dim ElbowleftVecter = ((WristleftKinectX -
ElbowleftKinectX) * (ElbowleftKinectX -
ShoulderleftKinectX)) + ((WristleftKinectY -
ElbowleftKinectY) * (ElbowleftKinectY -
ShoulderleftKinectY)) + ((WristleftKinectZ -
ElbowleftKinectZ) * (ElbowleftKinectZ -
ShoulderleftKinectZ))

Dim scaleElbowleft = (((WristleftKinectX -
ElbowleftKinectX) A 2) + ((WristleftKinectY -
ElbowleftKinectY) A 2) + ((WristleftKinectZ -
ElbowleftKinectZ) A 2)) A 0.5) *

(((ShoulderleftKinectX - ElbowleftKinectX) A

2) + ((ShoulderleftKinectY -
ElbowleftKinectY) A 2) +
((ShoulderleftKinectZ - ElbowleftKinectZ) A
2)) A 0.5))

Dim s41 = CInt(((180 *
Math.Acos((ElbowleftVecter) /
(scaleElbowleft))) / 3.14159))
Dim s42 = CInt(((180 *

Math. Acos((FlbowleftVecter) /
(scaleElbowleft))) / 3.14159))
Dim 543 = CInt(((180 *
Math.Acos((ElbowleftVecter) /
(scaleElbowleft))) / 3.14159))
Dim s44 = CInt(((180 *
Math.Acos((ElbowleftVecter) /
(scaleElbowleft))) / 3.14159))
Dim s45 = CInt(((180 *
Math.Acos((ElbowleftVecter) /
(scaleElbowleft))) / 3.14159))

TextBox110.Text = (((s41) + (s42)
+ (s43) + (sdd) + (s45)) / 5)

Dim ShoulderrightVecter =
((ElbowrightKinectX - ShoulderrightKinectX) *
(ShoulderrightKinectX - HipRightKinectX)) +
((ElbowrightKinectY - ShoulderrightKinectY) *
(ShoulderrightKinectY - HipRightKinectY)) +
((ElbowrightKinectZ - ShoulderrightKinectZ) *
(ShoulderrightKinectZ - HipRightKinectZ))

Dim scaleShoulderright =
(((ElbowrightKinectX -



ShoulderrightKinectX) A 2) +
((ElbowrightKinectY - ShoulderrightKinectY) A
2) + ((ElbowrightKinectZ -
ShoulderrightKinectZ) A 2)) A 0.5) *
((((ShoulderrightKinectX - HipRightKinectX) A
2) + ((ShoulderrightKinectY -
HipRightKinectY) A 2) +
((ShoulderrightKinectZ - HipRightKinectZ) A
2)) A 0.5))

Dim sd46 = CInt((180 *
Math.Acos((ShoulderrightVecter) /
(scaleShoulderright))) / 3.14159)
Dim s47 = CInt((180 *
Math.Acos((ShoulderrightVecter) /
(scaleShoulderright))) / 3.14159)
Dim s48 = CInt((180 *
Math.Acos((ShoulderrightVecter) /
(scaleShoulderright))) / 3.14159)
Dim s49 = CInt((180 *
Math.Acos((ShoulderrightVecter) /
(scaleShoulderright))) / 3.14159)
Dim s50 = CInt((180 *
Math.Acos((ShoulderrightVecter) /
(scaleShoulderright))) / 3.14159)

TextBox113.Text = (190 - (((s46)
+ (s47) + (s48) + (s49) + (s50)) / 5))

Dim ShoulderleftVecter = ((ElbowleftKinectX
- ShoulderleftKinectX) *
(ShoulderleftKinectX - HipleftKinectX)) +
((ElbowleftKinectY - ShoulderleftKinectY) *
(ShoulderleftKinectY - HipleftKinectY)) +

((ElbowleftKinectZ - ShoulderleftKinectZ) *
(ShoulderleftKinectZ - HipleftKinectZ))

Dim scaleShoulderleft =
(((ElbowleftKinectX - ShoulderleftKinectX)

A 2) + ((ElbowleftKinectY -
ShoulderleftKinectY) A 2) +
((ElbowleftKinectZ - ShoulderleftKinectZ) A
2)) A 0.5) * ((((ShoulderleftKinectX -
HipleftKinectX) A 2) + ((ShoulderleftKinectY -
HipleftKinectY) A 2) + ((ShoulderleftKinectZ -
Hipleftkinectz) A 2)) A 0.5))

Dim s51 = CInt((180 *
Math.Acos((ShoulderleftVecter) /
(scaleShoulderleft))) / 3.14159)
Dim s52 = CInt((180 *
Math.Acos((ShoulderleftVecter) /
(scaleShoulderleft))) / 3.14159)
Dim s53 = CInt((180 *
Math.Acos((ShoulderleftVecter) /
(scaleShoulderleft))) / 3.14159)
Dim s54 = CInt((180 *
Math.Acos((ShoulderleftVecter) /
(scaleShoulderleft))) / 3.14159)
Dim s55 = CInt((180 *
Math.Acos((ShoulderleftVecter) /
(scaleShoulderleft))) / 3.14159)

TextBox112.Text = (190 - (((s51)

+ (s52) + (s53) + (s54) + (s55)) / 5))

Dim SpineVecter = ((ShoulderCenterKinectX
- spineKinectX) * (spineKinectX -



HipCenterKinectX) + (ShoulderCenterKinectY
- spineKinectY) * (spineKinectY -
HipCenterKinectY) + (ShoulderCenterKinectZ
- spineKinectZ) * (spineKinectZ -
HipCenterKinectZ))
Dim scaleSpine = ((ShoulderCenterKinectX
- spineKinectX) A 2) +
((ShoulderCenterKinectY - spineKinectY) A 2)
+ ((ShoulderCenterKinectZ - spineKinectZ) A
2)) A 0.5) * ((spineKinectX -
HipCenterKinectX) A 2) + ((spineKinectY -
HipCenterKinectY) A 2) + ((spineKinectZ -
HipCenterKinectZ) A 2)) A 0.5))
TextBox114.Text = CInt(50 - (180
* Math.Acos((SpineVecter) / (scaleSpine))) /
3.14159)

If ((TextBox101.Text) - (0)) <= 0 Then
KneelAngle.Text = 0

Elself (TextBox101.Text) - (0)) >= 180 Then
KneelLAngle.Text = 180

Else

KneelLAngle.Text =
TextBox101.Text
Endif

If (TextBox102.Text) - (0)) <= 0 Then
KneeRAngle. Text = 0

Elself (TextBox102.Text) - (0)) >= 180 Then
KneeRAngle. Text = 180

Else
KneeRAngle. Text =

TextBox102.Text

Endif

If ((TextBox103.Text) - (0)) <= 0 Then
Hipleftangle.Text = 0

Elself (TextBox103.Text) - (0)) >= 180 Then
Hipleftangle.Text = 180

Else

Hipleftangle.Text =
TextBox103.Text
Endlf

If (TextBox104.Text) - (0)) <= 0 Then
HipRightangle.Text = 0

Elself (TextBox104.Text) - (0)) >= 180 Then
HipRightangle.Text = 180

Else

HipRightangle.Text =
TextBox104.Text
Endlf

If ((TextBox105.Text) - (0)) <= 0 Then
HipCenterangle.Text = 0

Elself ((TextBox105.Text) - (0)) >= 180 Then
HipCenterangle. Text = 180

Else

HipCenterangle.Text =
TextBox105.Text
Endlf

If (TextBox106.Text) - (0)) <= 0 Then
Ankleleftangle.Text = 0
Elself ((TextBox106.Text) - (0)) >= 180 Then
Ankleleftangle.Text = 180
Else
Ankleleftangle. Text =
TextBox106.Text



Endlf

If (TextBox107.Text) - (0)) <= 0 Then
Anklerightangle. Text = 0

Elself ((TextBox107.Text) - (0)) >= 180 Then
Anklerightangle. Text = 180

Else

Anklerightangle. Text =
TextBox107.Text
Fndlf

If ((TextBox108.Text) - (0)) <= 0 Then
HandLeftangle.Text = 0

Elself ((TextBox108.Text) - (0)) >= 180 Then
HandLeftangle.Text = 180

Else

HandLeftangle. Text =
TextBox108.Text
Endlif

If ((TextBox109.Text) - (0)) <= 0 Then
HandRightangle.Text = 0

Elself ((TextBox109.Text) - (0)) >= 180 Then
HandRightangle. Text = 180

Else

HandRightangle. Text =
TextBox109.Text
Endlf

If ((TextBox110.Text) - (0)) <= 0 Then
Elbowleftangle.Text = 0
Elself (TextBox110.Text) - (0)) >= 180 Then
Elbowleftangle. Text = 180
Else

ElbowlLeftangle.Text =
TextBox110.Text
Endlf

If ((TextBox111.Text) - (0)) <= 0 Then
ElbowRightangle. Text = 0
Elself ((TextBox111.Text) - (0)) >= 180 Then
ElbowRightangle. Text = 180
Else
FlbowRightangle Text =
TextBox111.Text
Endlf

If ((TextBox112.Text) - (0)) <= 0 Then
Shoulderleftangle.Text = 0

Elself (TextBox112.Text) - (0)) >= 180 Then
Shoulderleftangle. Text = 180

Else

Shoulderleftangle.Text =
TextBox112.Text
Endlif

If ((TextBox113.Text) - (0)) <= 0 Then
ShoulderRightangle. Text = 0

Elself ((TextBox113.Text) - (0)) >= 180 Then
ShoulderRightangle. Text =

180
Else
ShoulderRightangle. Text =
TextBox113.Text
Endlf

If (TextBox114.Text) - (0)) <= 0 Then
ShoulderCenterangle.Text = 0
Elself ((TextBox114.Text) - (0)) >= 180 Then



ShoulderCenterangle. Text =

180
Else
ShoulderCenterangle. Text =
TextBox114.Text
Endlf

Dimi=1,bb=2

Dim strout AsString

If bb = save.Text Then

strout =
DateTime.Now.TimeOfDay.Seconds. ToString

DoUntil i =2

Dim con AsNewSglConnection(constr)

con.Open()
Dim mySQL AsString

mySQL = "insert into
vb(ID,date, Time,ShoulderC,ShoulderL,Shoul
derR,ElbowL,ElbowR,HipL,HipR,kneel kneeR,
AnkleL,AnkleR,HandL,HandR,HipC,PositionHi
pL,PositionHipR)
values(@ID,@da,@Ti,@SC,@SL,@SR,@EL,@ER,
@HL,@HR,@kL,@kR,@AL @AR,@hal,@haR,@H
C,@PHL,@PHR)"
Dim cmd AsNewSglCommand(mySQL, con)

cmd.Parameters.Add("ID",
System.Data.SqlDbType.NVarChar).Value =
TextBox8.Text

cmd.Parameters.Add("da",
System.Data.SqlDbType.NVarChar).Value

DateTime.Now.TolLongDateString. ToString

cmd.Parameters. Add("Ti",
System.Data.SqlDbType.NVarChar).Value

DateTime.Now.TolLongTimeString. ToString

cmd.Parameters.Add("SC",
System.Data.SqlDbType.NVarChar).Value
ShoulderCenterangle. Text
cmd.Parameters. Add("SL",
System.Data.5qlDbType.NVarChar).Value
Shoulderleftangle. Text

cmd.Parameters. Add("SR",
System.Data.SglDbType.NVarChar).Value
ShoulderRightangle. Text
cmd.Parameters.Add("EL",
System.Data.SqlDbType.NVarChar).Value
Elbowl eftangle. Text
cmd.Parameters.Add("ER",
System.Data.SglDbType.NVarChar).Value
ElbowRightangle. Text
cmd.Parameters.Add("HL",
System.Data.SqlDbType.NVarChar).Value
Hipleftangle. Text
cmd.Parameters.Add("HR",
System.Data.SqlDbType.NVarChar).Value
HipRightangle.Text
cmd.Parameters.Add("kL",
System.Data.SqlDbType.NVarChar).Value
Kneel Angle. Text

cmd.Parameters. Add("kR",
System.Data.SglDbType.NVarChar).Value
KneeRAngle. Text

1

I



cmd.Parameters. Add("AL",
System.Data.SqlDbType.NVarChar).Value
Ankleleftangle. Text

cmd.Parameters. Add("AR",
System.Data.SqlDbType.NVarChar).Value
Anklerightangle. Text

cmd.Parameters. Add("hal",
System.Data.SqlDbType.NVarChar).Value
HandLeftangle. Text

cmd Parameters. Add("haR",
System.Data.SglDbType.NVarChar).Value
HandRightangle. Text

cmd.Parameters. Add("HC",
System.Data.SqlDbType.NVarChar).Value
HipCenterangle.Text

cmd.Parameters. Add("PHL",
System.Data.SglDbType.NVarChar).Value
HipL.Text

cmd.Parameters. Add("PHR",
System.Data.SqlDbType.NVarChar).Value =
HipR Text

I

i=(+1)
cmd.ExecuteNonQuery()
con.Close()
Loop

EndIf
EndIf

EndSub
PrivateSubSetEllipsePosition(ByVal ellipse

AsFrameworkElement, ByVal kjoint AsJoint,
ByVal JID AsJointType)

Dim scaledJoint =
kjoint.ScaleTo(ScreenMaxX, ScreenMaxY,
0.5F, 0.2F)

Canvas.SetLeft(ellipse,
scaledJoint.Position.X)
Canvas.SetTop(ellipse,
scaledJoint.Position.Y)

EndSub

PrivateSub Window_Closed(ByVal sender
AsObject, ByVal e AsEventArgs)
sensor.Stop()

sensor.Dispose()

EndSub

PrivateSub
DiscoverKinectSensor()
ForEach iterSensor

AsKinectSensorlnKinectSensor.KinectSensors

If iterSensor.Status =
KinectStatus.Connected Then
sensor = iterSensor

Exit For

EndlIf

Next

If sensor IsNothingThen

MsgBox("Could not find any valid Kinect
Connected. Please restart the program”,
vbCritical)



Exit Sub
EndlIf

SelectCase sensor.Status
CaseKinectStatus.Connected

CaseKinectStatus.Disconnected
MsgBox("Kinect is Disconnected",
vbExclamation)

CaseKinectStatus.NotPowered
MsgBox("Kinect is Not Powered. Connect to

Power", vbExclamation)

Case Else

MsgBox("Unkown Kinect Status",
vbExclamation)

EndSelect

If (sensor.Status = KinectStatus.Connected)
Then

InitializeKinect()

EndlIf

EndSub

PrivateSublnitializeKinect()

Dim parameters =
NewTransformSmoothParameterswWith
{.Smoothing = 0.8F, .Correction = 0.3F,
.Prediction = 0.4F, JitterRadius = 1.0F,
.MaxDeviationRadius = 0.5F}
sensor.SkeletonStream.Enable(parameters)

sensor.Start()
EndSub

PrivateFunctionHipCenterELllipse()
AsFrameworkElement

EndFunction

PrivateSub RadioButtonl Checked(ByVal
sender As System.Object, ByVal e As
System.Windows.RoutedEventArgs)

EndSub

PrivateSubTouchFrameEventHandler(ByVal
sender AsObject, ByVal e
AsColorimageFrameReadyEventArgs)
ThrowNewNotimplementedException
EndSub

PrivateSub

Shoulderleftangle TextChanged(ByVal
sender As System.Object, ByVal e As
System.Windows.Controls. TextChangedEven
tArgs) Handles

Shoulderleftangle. TextChanged

EndSub

PrivateSub save_load() HandlesMe.Loaded
Dim strout AsString ="

strout =
DateTime.Now.TimeOfDay.Minutes.ToString
Dimi=1

Dim con AsNewSglConnection(constr)



If strout = 1 Then

con.Open()

Dim mySQL AsString

mySQL = "insert into history(name)
values(@da)"

Dim cmd AsNewSglCommand(mySQL, con)
cmd.Parameters.Add("da",
System.Data.SqlDbType.NVarChar).Value =
DateTime.Now.ToShortTimeString. ToString
cmd.ExecuteNonQuery()

con.Close()
EndlIf

EndSub

PrivateSub Button1 Click 1(ByVal sender As
System.Object, ByVal e As
System.Windows.RoutedEventArgs) Handles
Button1.Click

Dim strout AsString

strout =
DateTime.Now.TimeOfDay.Seconds.ToString

Dim con AsNewSglConnection(constr)
con.Open()
Dim mySQL AsString

mySQL = "insert into
History(ID,name,lastname,Age,sex,Weight,Hei

ght,symptom)
values(@ID,@na,@la,@ag,@se,@we,@he,@sy)"
Dim cmd AsNewSglCommand(mySQL, con)

crmd.Parameters.Add("ID",
System.Data.SglDbType.NChar).Value =
TextBox8.Text
cmd.Parameters.Add("na",
System.Data.SqlDbType.NChar).Value
TextBox1.Text
cmd.Parameters.Add("la",
System.Data.SqlDbType.NChar).Value
TextBox2. Text
cmd.Parameters.Add("ag",
System.Data.SqlDbType.NChar).Value
TextBox3.Text
cmd.Parameters.Add("se",
System.Data.SqlDbType.NChar).Value
TextBox4. Text
cmd.Parameters.Add("we”,
System.Data.SqlDbType.NChar).Value
TextBox5.Text
crmd.Parameters.Add("he",
System.Data.SglDbType.NChar).Value =
TextBox6.Text

cmd.Parameters. Add("sy",
System.Data.SglDbType.NVarChar).Value =
TextBox7.Text

1l

1

cmd.ExecuteNonQuery()
con.Close()



EndSub

Dim frmuse AsWindow?2 = NewWindow?2

PrivateSub Button2_Click(ByVal sender As
System.Object, ByVal e As
System.Windows.RoutedFventArgs) Handles
Button2.Click

frmuse.ShowDialog()

EndSub

PrivateSub Button3 Click(ByVal sender As
System.Object, ByVal e As
System.Windows.RoutedEventArgs) Handles
Button3.Click

save.Text = 2

EndSub

PrivateSub TextBox8_ TextChanged(ByVal
sender As System.Object, ByVal e As
System.Windows.Controls. TextChangedEven
tArgs) Handles TextBox8. TextChanged
EndSub

PrivateSub Buttond Click(ByVal sender As
System.Object, ByVal e As

System.Windows.RoutedEventArgs) Handles
Buttond.Click

save.Text = 1
EndSub

PrivateSub Videolmage ImageFailed(ByVal
sender As System.Object, ByVal e As
System.Windows.ExceptionRoutedEventArgs)
Handles Videolmage.lmageFailed

EndSub

PrivateSub HipL TextChanged(ByVal sender
As System.Object, ByVal e
AsSystem,Windows.Controls. TextChangedEv
entArgs) Handles HipL.TextChanged

EndSub
EndClass

ClassMainWindow

PrivateSub MainWindow_Closed(ByVal
sender AsObject, ByVal e As
System.EventArgs) HandlesMe.Closed
If Sensor IsNotNothingThen

If Sensor.IsRunning Then
Sensor.Stop()

Sensor.Dispose()

Endif

EndlIf

EndSub



PrivateSub MainWindow_Loaded(ByVal
sender AsObject, ByVal e As
System.Windows.RoutedEventArgs)
HandlesMe.l oaded

IfKinectSensor.KinectSensors. Any() Then
Sensor =

KinectSensor.KinectSensors(0)

If Sensor.Status = KinectStatus.Connected

Then

AddHandler Sensor.ColorFrameReady,

AddressOf ColorFrameReadyHandler

Sensor.ColorStream.Enable(ColorimageForm

at.RgbResolution640x480Fps30)

Try

Sensor.Start()

Catch ex AsException

EndTry
Endlf

If Sensor.IsRunning Then
sldElevation.Minimum =

Sensor.MinElevationAngle
sldElevation.Maximum =

Sensor.MaxElevationAngle
sldElevation.Value =

Sensor.ElevationAngle

Endlf

EndIfEndSub

PrivateSubColorFrameReadyHandler(ByVal
sender AsObject, ByVal e
AsColorimageFrameReadyEventArgs)

Using colorimageFrame =
e.OpenColorimageframe()

If colorimageFrame IsNotNothingThen
DimimageArray() =
NewByte(colorimageFrame.PixelDataLength -
1 {
colorimageFrame.CopyPixelDataTo(imageArr
ay)

Dim stride = colorlmageFrame.Width *
colorlmageFrame.BytesPerPixel
Me.Videolmage.Source =
BitmapSource.Create(colorlmageFrame. Widt

h, colorimageFrame. Height,

96, 96,

PixelFormats.Bgr32, Nothing,
imageArray, stride)

EndlIf

EndUsing

EndSub

PrivateSub btnElevation Click(ByVal sender

As System.Object, ByVal e As

System.Windows.RoutedEventArgs)

If Sensor.IsRunning Then

Dim value = sldElevation.Value
Sensor.ElevationAngle =

Cint(value)

Endlf

EndSub

EndClass

EndNamespace
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