REAM)—LZRTTHEERRBIAT A

G2 - %ﬁ/XTA&miax

FIA - Bl R Yo A 2017

DA% &

BE - HhoBHTOTRES
- FLILHVRAORLEEELT -

F—U— N ERSE E5B5E (MR)
1. IEDESELEM
WHETIE, A ¥ —Fy h&aNh Lz, EFA—NVEZE

LB A (B2 5501 - RAe2H5H]) THaIa=
= a U IMAT, 7a— RV RBRESZ 77 Ray
Eao—7 4 U THEIMOBRBIZHED 7T LERHE L AT L%
ZEbmREEIR (572 245507 - 7 U] ComRaE#
RKaAIa=lr—TalryPHRINDE LS Ro7=. Lol
EHOBINMERLT I 2= — 3 VERMNERMIZNT,
FEf, =22 b, COg HEH &k Ltkbf% [EREES
S TAT O MR (R U5 - R UK o=, %
fEEnTna., BUROERFAME I 2=/ —v 3 Vid,
ﬁ%ﬁ%@ﬂ::wﬁ%VE/;it@b&w:&ﬂﬁ
HOVEDTHAD. TLEREV AT L& LT2ER
SHETHE, BmEZELTEELZ LTV E NI RN E D
LTHi&Y, FERBROSHEE N CEMEIED.
OEERRT HWSBIOHIE LT, L7 LER
MEFT NSV, ZiuE, BERHO X 23— & Z O TRt
L TWDHD XD i a et 2 Bt fa .
MRS TR - M2 258121, BfREDOX
BEAOLFITNZ T, BEYAMTHTOFE R Satct4
D3RI ET VOHEFEEVELE T ILEERH L. 20
kw 3wﬁﬁw%?w%4y&~*yk%mf97wa
AMIFTHVRAT LR EERPED DN TE T
VkA%@%fyh% EZDFA LT, 3ﬁmﬁW”%%)
TNEA KMHEF LR LEGRERLOET FlaEe T
¥ v MLV ERSHEZITOWRE 2, 51T, HmONE
WIS UC, 8RR ZERICHI WA v F 2 ) T4
LILETEDVAT LAORENRRENTND I,
2T, WHETD 3 WulABET VT, 3 kot CAD
(Computer-aided Design) /BIM (Building Information
Modeling) ¥ 7 bU =7 TE SN/ b D721 T, E
BT HEECAT V=7 el Ay v a b L
LEEINTWS Y. —F T, Rl UZBEEFRIE, =K
SRR O TE 3 WILIRIBET LV CEXRT L ATLH
FK (VR: Virtual Reality) TEBL T\ 5. &L - &
STEIZEBIT D VR OffE & LT, @dﬁ%®ﬂLhFﬁ7
T/ MEOIERIZHE D THIHOMENR H 5. £72, VR
3&%@@%7?:7bKi@ﬁ%ﬁﬁ@;bKﬁW#é

s HO7

TLTLEA

OffM  Z5L*' ZHU Yuehan™?

EHEA R —A UTLHEA N

T EMFRETH D0, BN L 130) V BfE S AL 7o AR R
TRTHEINTEY, BUEMR LM SN0 0 ZH#E
FEL 72 WA LTV 9,

BEHFE (MR: Mixed Reality) 13, EEHRICHEAR
F T2l VYAV RAICEETDH I EICE DR
REZ VLR D4E5EBIZE (AR Augmented Reality) &, 1K
A FUCEBEG O AR LR REZ DAL Z &
CE VYR E SO D IEREIIE (AV: Augmented
Virtuality) Z#&bHE72&TH 5 0. MR (%, VR OFfH
Thotz, MIBREAT7 Vs NEERTIRDYIC, B
FER (OMB) ZFENERKEE LCRIAT 5 2 L3 FRRIC
725, BIEMREOORNY) R TEXAZLIEIEIET
H7au.

3 WTARET IV OMERRFIE L LT, AR, EET
LEMOA TV ML AERSINDSREEFIHT D Z
L ERETT . RERE, RIS, 3 IRTTIEHE L K VEIZ D RGB
BEREZINTWD., ZOT—FEHANDZ LT, EET
LHEMRAT Ve NEBROEE (as-is) T3RWILET
LT D EMARETH 5. AR SN AHEZHWT, B
RORAFRPBIZS, BiloTe ) /) _—v 3 Vi~ OISR ]
*&ké AR L2 SBEN S A v ¥ 2 b9 E CAD/BIM

TREFET VL LTOBFMAMETEE 5720, JRITE

Ltzh U 2 U@ b ORFZENED S TS D, SEEOE
RGEE LT, L= —2X xS 2k b HEE Y, SIM
(Structure from Motion) (2 X 2 HENRH D 9. %EIT
HiRRTIENAA TR Y 7 U =T T 3 RILA
BAEERT D ENARETH Y, BEE - T OH TH LA
e 10 L LR s, SHORE L, IREEEHE AW
72 3 R TT AR —E DR ZE L CLE ).

—7J7, RGB A A Z 5729 (LLF, RGB-D # *
7)) FROWEFEE, SRITAMEE ) TAY A KBS
DT ENTED CAF, REEA MY —2) . BEAEWISE 01X
RGB-D % A 7 #AWTHESE LIEEHE KD 3 RLBMET
NEE AR —LE LIZMR VAT LAEHEEL, 2O
DITN—TIZ X DEBREEZTITLTWD. £, BEAEM
78 12 %, A\RFEREERIG L Lo flEA N — 2%
AR L CEBILET D AT AMERSRLTVS. W
b, TLT LB A EBTH7HD MR AT 5L LT
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Kinect for Windows v2

PC
1. PcsMR & R T LFERE

AR DSEIT I % . B - W88 500 ATt
DIERFND.

F ORI, ABEA MY —ARERTTDH MR VAT
LD - F IR AISAFREEEZ RS Z L2 BN
ELl7e. HEELT, 7, REEA N —A&RKTRT 51
572 MR ¥ A7 L %&BIFE LIz, WRIZ, MR 227 2 OF]
MEBEZBUC, IHTREMEZELE L.

2. PesMR: mBR M —LERTAGELG R AT L
PRI D AT LF, 5 - Zilims 2T MERIZ LY
REEA R Y — A% FRRAHEZR MR ¥ AT A (PesMR: Point
Cloud Stream on Mixed Reality) % H#57 (X 1).
BEEA N Y —2A0%, Kinect for Windows v2 (Microsoft
fh. LUF, Kinect) (X0 U T A LGS H, JBF
AN —IZ& Y MR #5875 HoloLens (Microsoft
) ICHRET D FiELE Lz, Kinect 13, % 7= RGB-
D WA T &2 MWT, KEND 0.5~8.0m (AL
OEHIE 0.56~4.5m) OEREEREIARN, K 70°, FEE 60°0
AEFFANT, SHEA N —AZ2AKAETHDL. LI,
21ENEH L@ %, 2.2-24 12V AT A7 0 —%/R7.
2.1 ®E
VAT LAY D REE A TIORT .
PC (Windows10)
HoloLens
Kinect
Jb—% (PC & HoloLens ¢ WiFi #1812 & %.
IEEES02.11ac #x KX 867Mbps; IEEE802.11n £ K
300Mbps)
2.2 RBRAM)—LOER
Kinect @ RGB-D 1 * T & HW\ T, BLIEMRO5RE 2
* =27 L (30fps: frames per second), SAEA N VU —
AEERRT D, ARSNTEREA MY — A%, #Esh
PC IZERfRIE S L5 .
2.3. mERX M) —LOERE
L7 MR ¥ A7 A%, PCEERERT—vav b L
THMHT%. Kinect 2°5 PC ~mfEA R — L2 B8 T 5
7212, Kinect for Windows SDK 2.0 (LT, Kinect SDK)
OB EFEH L (F1).

s HO7

1OUDBase_fT/TX

<>

Router

HoloLens

% 1. PcsMR TfER L71= Kinect SDK MEE%k

SES Fre
GetDefaultKinectSensor(IKinectSensor) %g‘f @ Kinect 7/3A A0
IKinectSensor::open() Kinec TS ADERE

IKinectSensor::

s e 8
get_CoordinateMapper JERR = 23— 5 DS

7 L= LED 3IRTTRIET
— & OWAGF

IKinectSensor::
get_*FrameSource

I*FrameSource:: BIFED Kinect 7 /3A AD
OpenReader(I*FrameReader *) ivess
I*FrameReader:: AL UN—TNTHI=/2T

AcquireLatestFrame(I*Frame *) —ZTL—hDY 7T AR
* U A )L FH— K. Depth, Color, Bodylndex 72 &% 59,

PClZHEE SN/ mBEA b U — 4%, TCP/IP 71 b =v
%\ T, HoloLens (2§55 &4 5. TCP/IP 7' 1 b = /uid,
T = e AN — AERETAEBEEORm N T b3 LT
HY, Y=—NEIZTATL IO IPHFFER— FEZEM
L5,
24 LUFYLY

HoloLens |ZHEE SNTZ A N — A2 2D F FRR
T 5L, RRHMBTHLHAFEA MY — AOFFICARER 5
B (VAR BDEARSINTLEY. TNHORER ) AKX
ZHIBRT 272012, BEAERFTE WS T4 v X —%E
Ll ZoOTAITY RAE, SHEROE 2 OR (R
LT D) IR LT, nflOEERERRLTS. b L, EA
RO R E TOBRBENRIME ¢ 1Y bR THE, £D
WEEERIZAMUD S (VA R) LRRT. nk tDfEIE, &
=G LTI =a T ARET L. ZOFHEICED, v A
T LT A REEF L TREECER TSN, LT, LR
=RV H ) TTBHIENTES.

3. FALEATLRTFLERN-RER
PesMR IZEMIZIS LT ET V2 AN LT, 7 h& A
TUART DR L TEMES Bz, ORI~ T
Kinect, HoloLens %, #1ZFh 1 BT 2\, &~
HERE (v A 7, A=) ITHM LFTRETH o N FHE L
TUNZR.
fEH L7z v—% @ WiFi %1%, IEEE802.11n Th -
7z. v—4 —HoloLens D SEEA N U — A D#@{E &I,
% 4MB/sec Th - 7-.
3T AN EBBORER M) —LIZKS R
SN A LA G SBEA N Y — A UTAERL, BT
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WAV 5 3004 B @ HoloLens (ZHR%ET 5 71 & A
7 (PesMR-1) L L. A LT 227 F v 7 PCIZ,
CPU Intel i5-7500, RAM 16G T» 5. PC & /L—# &k
SiEfE 4 —7 %, 1000Base-TX %/ L7-.

o7 a R E ATV RO 3 IRTTE R A SINE AW
BEL RN OMET L TV DK%, BENTZSFTIZV 2300
% B 7% HoloLens #3H L CHIERT 1745 ELI-D
DTHD. HRIHL EIZENIL T A T2, BINE B Oir
PR HHLEZEE LC, ZOPLEICHEBINEI N TND LD
MBS DE Lz, 2001# B, SNZHMBICEEEDY,
SINE A EHRBIOFET%, SIRICCHRTHZ LN TED
(®2). JEEA N — 2 Z2RET HA0E & A7 — /L OFH
1L, PC LiZA v A b=l —2b= v Unity E
T3EHE L7-. Kinect 23Hf5% L 72 RGB-D {2 & HoloLens
DOEE X ¥ 7 F ¥ 2 X 3I1TRT.
3.2 A\ REER M) —LEBIMIZKS MR

EHE LT N % mfEA N U — A& LCAER L, Bili& BIM
TIERR L7 EH S0 E (RIRKTF RHEF v /78R
M3-411 2. 150 m) @ 3RILET MZHK LT, BEn
ATV A2 B @ HoloLens (C§5%9 57w k4
A 7 (PesMR-2) & L=, i L7/ — k PC 1%, CPU

FBFA hU—A
(BMEAERE)

X 3. PcsMR-1: EIE ¥+ FF+ (E: Kinect NERIGL 1=
RGB-D &% [/ #x4kAE]; T: HololLens JEIE)

s HO7

Intel Corei7-7700HQ, RAM 8G, GPU NVIDIA GeForce
GTX1060 6GB TH 5. PC L —X BfESBESr —7 v
I%, 1000Base-T Zflif L7,

o7 r MNEATE, REZHRE BREIHFRAE - Sk
ARG L LIZFENA 0 b (2017 4 6 A %EH) 1ML
oo ARV MIKRIRRFEF X v o A THESNTEY,
WIRENIET HRAX ¥ /8RR LITR R L1290, BFE=E
DFIRIRIR DI NBINE DS, B ORT % 3 RKoe\—F
YRR CTE L ZLEZBELIELDTHD.

A X2 KT, 2#F Al Kinect ORIICEET 5. @)
TELTH LV, INE A OLKE - BRI REEA Y —a L
LT, MFEEAEET L ORFITHER LTS K 9 IZE K
5. ¥ Bix, HoloLens # 5 M LT, 2%BWN%H
RIZEhZ[E D, 2 AREREL TR 2 @EE, 31
FEHNT, RDIREOEMEEZ T D) T 3 WILKRBL S
NIFsEEZ MR AR TE 2 (K 4). BIME7 /v L gifE
Z B Y=L DRE L 2 — L OHIE, PC LicA 2
f—ENEHF —bx Yy Unity ETEMLE.
HoloLens D[ ¥ ¥ 7' F ¥ X 5 1Z7~7.

SNEB
(MR{AERE)

Z&EB
(MREEERE) §

ST

ZIEA e

e
B L% G —
A 2

B 4. PosMR-2: {KE&IRR

FEFA U N BIMEFIL
(e R 2, - S 0EA)

=5
(AR h=15) (BF=)

5. PcsMR-2: Hololens @&
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SINENEBRT 28T 28T 5 L, 2INE Ax, 30
#H B OERBRIIIS U, ME, TR 2 EOMEERT
STV, BINE BILRRBROMICEICERM Y OSINE
APENE Z2ESTED Z LT, WREDO R 7 — Vi x B
THZE, ZLTC, BMEALDaIa=r—a kil
UTC, LVBBBRERER LA Z ENTEREHRENS.

KFa b2 A4 F el cxsr—r 8 LT, BIM%
3WILET A TIER SN ziE - BIE - RO - #m
X, 2IE BAELEW - W T, BENTSIEETISN S 3M
# A OBME - KBROTE22INE B MMEBEOAE)NHE
SITCBIETELIENEZLND.

3.3 KR LIRE

bR U@y, B Lo RBEA U — A% MR 2Bl
IRSEDZENTE . —J7, FEBREZWE LU CHRALRE
LTI~ 5.

F9, WAN BE~OMIERHET 6D, 2 2OFERIT
LAN B8: CHEJii L7=. #] 21Z, PesMR-2 O 445 1 T,
WAN BREECHEZE L, AFFE=E7 1L BIM 721 CTlidze <,
MEEA N Y — A THERRT 5 Z & 2/F LTz, Kinect D
BFASHIPH 1A D 0.5~8.0m (AHENEIL 0.5~4.5m)
THY, 1 HO Kinect TIIWFRREREKDOSBEA Y — A
EFAKT S Z LI TE R0V, FAEOITERCHLEIZE N
X EER L BIM 50 TIER BN U OISR « 475
BAEIMX T FEMREORT D AFEA M) — ALK
BTEBRLEZENSTHS. LL, WAN BEE TN
AN —ADIEEICKERBIENELC T LESTZTD,
2225113 BIM O A THEZL L 7=,

Wi, AREAEA N —20REO W E (B
512X 424), ApEPHOIER (BLK: Kinect 725 0.5~
8.0m LN, /K 70°, MH 60°LAIN) RNEITF O D, 7=
PCl Bz X i AFREZ: Kinect 1X 1 B TH BT, %5
MO REEA N — AERBET 25121, B
Kinect & PCEFRIMISEAMENHS.

4. #ERESEROFRE
AIFFED RS 2 DL IZik~ 2% .
RBEA R — L% FRK7-T 557 MR [PesMR] %
# L7=. Kinect, PC, . —%, HoloLens THEkZh,
REEA MY — A0 ) A AGREMGELE FEFATHD.
PesMR #WT 2 o070 hE A THRREFE LT, &
2 B ~os AR S LT, EREICW DS
FHELOMELZET 3 kT TAX A LEFEME D KR
SRECaII == arBnEFLNn5.
S%OFELE LT, PesMR @ WAN/A % —x v MR
BE~OMH, SEEA MY — AOBASRLE - #FH O 3%
Fohns.

HE

s HO7

ARRFFED—HBIL, (W) REA AR E SRR B FH D By & 52 1)
2bDThHD. BATEHROEERT .
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