BUCLUE YUYUTTNLWE KOJIEX MO TEJIEKOMYHUKAUWA U TTOLLA

HoBeko-MaLumHHK NMHTEepdoemci (HMIA)
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BbBeAeHue

MHTEpPdoEeMCHT 30 B3AMMOAENCTBUE YOBEK-
KOMIMIOTHP AEPUMHUNPA HAYMHA, MO KOMTO XOPATA U
KOMMIOTPUTE CU B3AMMOAEMNCTBAT.
KOMYHUKALUMATA HOBEK-KOMIMIOTHP €
MHTEPANCUMMNAMHAPHA 30A04A, MPW KOATO KbM
NOCTMXEHMATA HO MHAODOPMALMOHHUTE
TEXHOAOTMM CE MPUAATAT TEOPMM U MPUHLUMIMM OT
NCUXOAOTHATA, COLUMOAOTUITA, AHTPOMOAOTUATA U

APYTH.




EAHOMOAOQAHU MU

»B113yOAHO-OA3MPAHATA YOBEKO-MALLIMHHAO
KOMYHUKALMS:

* AHOAM3 N PA3MNO3HABAOHE HA YOBELLIKM
eEMOLUN.

* [[DOCAEAIBAHE HO ABMXKEHUETO HA TAAOTO U
PA3MO3HABAHE HA XXECTOBE.

* [TooCAEAIBAHE HA MOTAEAQ (ABMXKEHMETO HA
oumTe).




EAHOMOAOQAHU MU

» AYAMO-O0A3MPAHO YOBEKO-MALLUMHHG
KOMYHUKALLMS:

e PO3M0O3HOBAHE HA rOBOP - PA3MO3HABAHE HO
rOBOPELLMS.

* EMOUMOHAOAEH AHAAM3 HO TOBOP - OTKPUBAHE HA
4YOBELLIKO PEeAKLMS (MbLUKAHE, Bb3AULLIKA, CMIX,
NAQY, U AP.).




EAHOMOAOQAHU MU

®» CeH30pPHO-0A3MPAHA YOBEKO-MALLIMHHO
KOMYHMKALLUS:

*  MMULLKQ, KAOBMATYPO, AXKOMCTUK;
* MMCAAKOBM CEH30PM — 30 PA3MO3HABAHE HA PLKOMMUC MAM XKECT;

e TOAKEPU 30 ABMXKEHUE/AUTUTAAMIATOPU — MOA FOOPMATA HO APEXA
MAM CEH30P HA CTABMTE;

e CEH30PM 30 OCE3AHME M HAOTUCK — CbC CMELIMAAHO MPUAOXKEHME B
POOOTUKATA U BUPTYOAHATA PEAAHOCT;

e CEH30pPMU 3d BKYC M MUPUC — MHOTO MO-MOAKO PA3MNPOCTOAHEHM B
CPOBHEHME C MPEAHMUTE.
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MHoromoAaAHn HMU

» MHOTOMOAOAHUTE MHTEPADENCH
M3MOA3BAT HIKOAKO BXOAHM
KOMYHMKAUMOHHM KOHOAM U
CbAEMCTBAT 30 NOAODPABAHETO HO
YOBEKO-MALLUMHHATA KOMYHUKALIMA. Te
BKAIOYBAT PA3ANYHM KOMOMHALLMKM OT
FOBOP, XXECTOBE, AULLEBA
AMHOMUKA/EMOLMM 1N APYTH
HEKOHBEHLUMOHAOAHM BXOAHM CMOCOOMU.




XApaKTepUCTMKM HA Kinect

®» Kinect e nepmndpepHoO YCTPOMCTBO M COOTYEP 3A UTPOBATA KOH30AA XBOX
360 HO MAMKPOCOdOT, KOETO OCUIYPSIBA ECTECTBEH MOTPEDUTEACKMU
MHTEPdOEMC, OA3MPAH HAO XXECTOBE M TAOCOBU KOMOHAM.




XApaKTepUCTMKM HA Kinect

®»CEH30PEH KOMMOHEHT (ABAOOYMHEH
CEH30pP), KOMTO HODAIOAQBAO CLLEHATO
(moTpebuteAmTe M OOKPBXABALLLATA M
CpeAq);

» | BeTHA (RGB) Kamepa n MUKPOJOOHEH
MOCMUB;

B NO3BOAABA MNMPUXBALLAHETO HA ABMXKXEHUATO
HA UAAOTO TAAO, PA3MNMNO3IHABAHE HA XECTOBE,
AMUE N TAQC.




XApaKTepUCTMKM HA Kinect

XBOX 360

4

@ Infrared optics @ RGB camera @ Motorized tilt @ Multi-array microphone




XApaKTepUCTMKM HA Kinect



http://2.bp.blogspot.com/-D9nGOCGU5Nk/To6xecxEhnI/AAAAAAAAAIw/kPNG587In3U/s1600/inside-the-microsoft-kinect_2.jpg

Apxutektypa Ha Kinect 3a Windows
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[loToun OT JaHHW

= ColorimageStream-nocAeAOBATEAHOCT
OT UBETHU M30DBpaKeHMs (640x480px 30

fps); e

= DepthimageStream — NOCA€AOBATEAHOCT
OT AbADOYMHHUM M300PpaKeHMS (640x4800px
30 fps):

*  AbABOYMHA — PA3CTOFHUETO MexXAY Kinect
YCTPOMCTBOTO M CLEHATA.

= SkeletonStream — BCekM KOABP CbABPXA
OpPOon CKEAETHM ODEKTU, T.€. YOBELLIKM
doUrypm, HOMMPALLLM CE B OOXBATA HA
CEH30pPA.

depth image == bodyparts =% 3D joint proposals




Pa3no3HaBaHe Ha »XecToBe

= Bceku ckeaeT (Skeleton) UMA  waist rieHT &
ELBOW RIGHT W

kKoAekums oT 20 Joint o6ekTq,
T.€. CTABU, NPEACTOBALLM
OTAEAHUTE YACTM OT YOBELLIKATA |

domrypa. |

®» BCekM XKEeCT Ce 30A0BA YPE3 |
30BUCUMOCTH, YCAOBUA U
PA3CTOAHMI MEXAY ACAEHM
CTOBM.

»
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ABQO OKTUBHM ODOeKTO



http://1.bp.blogspot.com/-ZPgrEU9Ords/To8261-mxbI/AAAAAAAAAJE/nxbWqztea6Q/s1600/skeletons.png

OCHOBHM XXecToBe

= Pyush — MPUABMXKXBOHE HO AAQHTA HAMPEA CMPAMO TIAOTO;
» Swipe —-NpemeCcTBAHE HO PbKATA MPEA TIAOTO;

= Hover — MOCTABIHE HA AAQHTA HOA onpeaeAeH GUl eaeMmeHT.




yKecToBU KOMaHau

= []pK PA3MNO3HAT XXECT CE€ M3BMKBA CbOTBETHATA MY CUCTEMHA OYHKLLMA:
* 30 HAOTUCKAHE HA KAaBMLL: System. Windows.Forms.SendKeys.SendWait("{LEFT}");

* 30 ynpasaeHue Ha muLukata: NativeMethods.LeftClick().

X

Send position to
05 {Userd?)

Capture the hand position




MeXAHU3BM 30 PA3NO3HABAHE HA pey

-
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[ Speech Recognition Engine ]




Cob3A0BOHE HO CUCTEeMQ,
PA3MO3HABALLLA 3BYKOBU KOMOHAM




Kinect SDKv1.5.0

» [Jpe3 oktompH, 2012 Microsoft Ao6aBg HOBM OMLLMM
KbM NMocAeaHaTa Bepcumd 1.5.0 Ha Kinect SDK:

seated skeleton tracking — PA3MO3HABA CEAALLLO
doUrypa 1 NPOCAEAIBA CAMO ropHute 10 CTaBu;

extended depth data — npocaeadBa obekTmuTe
HQA PA3CTOIHME NOBEYE OT 4 M 1 NOAODPEHO
KAYECTBO HO M30DPOXKEHMETO;

Kinect Studio — 3a 3anmc HO AHAOAM3MPAHUTE
ABMKEHUSI M OAECHEHO TECTBAHE;

speech recognition - yseAmnyasaHe 0pos HO
PA3MO3HABAHMTE €3ULIM 30 TAOCOB KOHTPOA;

Bb3MOXXHOCT 30 AM3AMH HO NO —MHOBATMBHM
MPUAOXKEHUA, AODAMXKABALLLM CE AO
MHTEPdobemMca Ha ObvaeLLLeTo — Natural User
Interface (NUI).




[TpunoxeHuns

» KinEmote:

* MO3BOASBA ABMIXKEHME HO MMULLIKATA YPE3 AICHATA PbKA HO MOTPEBUTEAS;

* MMHNTNPA HOTMCKAHETO HA 6YTOHVIT€ HA MUNLLKATA;,

» KinectMouseController.dll:

o C# NpoeKT, PEAAM3IMNPAH KATO AMHOMMYHO BMOAMOTEKA — MNO3BOASBA
BKAIOYBAHETO HA PA3PABOTEHATA PYHKLMOHAAHOCT B APYrH Kinect
MNPUAOXKEHMUS;

* MO3MLMATA HO ASCHOATA PbKA OMPEAEAT KOOPAMHATUTE HA KYPCOPQ;

* BBb3IMOXHO € HOTUCKAHETO CAMO HA AEBUA 6YTOH HA MULLIKATA.




[TpunoxeHuns

» SlideShow - WPF/C# npmmepeH NpoeKkT ot
Developer Toolkit Browser Ha Kinect SDK
1.5.0:

* 30 ynpasaeHme Ha PowerPoint npe3eHtaumm
4PE3 XXECTOB MHTEPTPEMC.

=== Slide Show

KINECT

Slide Show

Swipe your right arm to the left to move to next slide, swi

e your left arm to the right for previous.




[TpunoxeHuns

®» FASKTPOHHA Tbprosmg: 4ypes Kinect yCTpomcTBOTO
NOTPEDUTEAIT MOXKE OT AOMA CU BUPTYOAAHO AC
“N3NpPoOBA" PA3ZAUYHU APEXM U AOPU ODYBKM.




[TpunoxeHuns

@ Nissan Pathfinder Kinect Experience

®» Kinect AOBO Bb3MOXXHOCT 30 MOAPOOHO PA3rAeAdHE HA
BCEKM KOMIMOHEHT HO ABTOMOOUAQ, BE3 TOM PEAAHO AC
e B showroom-a. baaroaapeHme Ha 3D MHTEPAKTUBHA
npe3eHTaums, YNpaBAIBAHAO YPE3 XXECTOBETE HO CAMMS
NOTPEDOUTEA: OTBAPSIHE HA BPATUTE M OATAXKHMKA,
PA3IAEXAOHE HO MHTEPUMOPA U T.H.




[TpunoxeHuns

» Microsoft Kinect koonepmpa n ¢ MHOBATMBHATA ONEPALMOHHA
CMCTEMA 30 YyrpaBAaeHne Ha Aoma Castle OS.

Ype3s BrpaaeHmTe 4 MUKPODDOHA Kinect o6xBALLLO U pearmpa HA
AQCOBUTE KOMOHAM OT BCEKM bIbA HO BALLIMG AOM: 30 BKAIOYBAHE/

M3KAIKOYBOHE HO OCBETAEHMETO, YNPABAEHME HO KAMMATMUIALMATA,
TaOMMEPA HO OYPHATA U T.H.

"COMPUIER,
LIGHTS!"

With CastleOS and the Microsofi
Kinect, you can speak to your home



[TpunoxeHuns

< ESD

» Face Tracking 3D — WPF/C# npumepeH npoekT ot Developer Toolkit
Browser Ha Kinect SDK 1.5.0

[TOUAOXKEHNETO HE PA3MNO3HABA PA3ZAMYHUTE MOTPEOUTEAM, HO YACBS
BCAKO MMMMKQ, KOSITO C€ MNPEAdBA KATO OM3MOHOMMS HO CNELMAAHO
p03p060TeH QBATAP — MO AHAAOMS C KOMMIOTLPHUTE MrPY.

rm.m.u. cl‘.——h PUTTeS wﬂr- o




[TpunoxeHuns

= 3D Printing with Kinect - npoekTt, KOMTO KOMOMHMPA Bb3MOXHOCTTA HA

Kinect Aa ckaHmpa 3D 3a00ukaAaLLms HM1 ceat (DepthimageStream) ¢ 3D
NPUHTED.

®» Screenshot oT NPUAOXKEHMETO 3a M3rotedHe HA 3D m3obpaxxeHms KinectToStl

Control Panel




[TpunoxeHuns

®[JopTaAbT KinectHacks.net CAy>xu 34
AMCKYCUMOHEH CDOPYM 30 HOBU MAEMN
M HOBMHM OKOAO MOCAEAHUTE
PEAAMIMPAHU MPUAOXKEHMSA 30 KINneCT.




AOMALLHO OBTOMATM3IALMS

hitp://blogs.msdn.com/b/rucoding4fun/archive/2012/05/3
1/home-automation-kinect-netduino-and-a-squirt-gun-on-

mMy.aspx «?

- ns7
- WCF

‘ Netduino ""

Circuit

Microsoft Kinect



http://www.codeproject.com/Articles/314774/Home-Automation-with-Netduino-and-Kinect

Coding4Fun Kinect Toolkit — AONMOAHUTEAHM
MHCTPYMEHTM 3 paboTta c Kinect
_h’r’r‘ //c4ikinect.codeplex.com/



http://download.codeplex.com/Download?ProjectName=c4fkinect&DownloadId=336798

Kinect Paint — pmcyBaHe C pbLLE
hitp://paint.codeplex.com/



http://download.codeplex.com/download?ProjectName=paint&DownloadId=250086
http://download.codeplex.com/download?ProjectName=paint&DownloadId=250090

Project Jellybean — npoekT 3a ynpasaeHme

HA EAEKTPOKPECAO C NOMOLLTA HA XXEeCTOBE
hitp://channel?.msdn.com/coding4fun/articles/Jellybean-
the-Kinect-Drivable-Lounge-Chair




UHTepdenuc 4oBeK-KOMMNIOTBP 4Ype3 AHAAU3 HO
AKTUBHOCTTA HA MO3bKa (Brain-Computer
Interaction Interface - BCII)




BbBEAEHUE

® | IHTEPJDENCHT HOBEK-KOMIMIOTHP YPE3 AHAAM3 HAO
OKTMBHOCTTA HA MO3bKa (Brain-Computer
Interaction Interface - BCIl) e cb3a0AeH npes
MNOCAEAHUTE TOAMHUN. CTOBA AYMA 30 YHMKAAHOTO
B3AMMOAEMNCTBME MEXKAY HOBEK M KOMIMIOTH,
KOETO CE€ OCbHLLLECTBABA CAEA PETUCTPUPAHE U
O00PABOTKA HO CUTHOAM C MPOM3XOA OT YOBELLIKMAS
MO3bK (HOM-4€CTO TOBA CAO
eAeKTpoeHUuedoaAorpadockmTe CUTHOAM - EET).




BbBEAEHUE

®» AACDQ - PUTBM - C HECTOTA OT 8 A0 13 KOAEDOHMA B cekyHAQ (8-13 Hz). AAdoa-
PUTBbMBT € C TOAIMA AMIMAUTYAQ U € HOM-AODPE M3PA3EH B OTBEXAAHMATA OT
TMAHATA ODAQCT, NPU PETMCTPALMEA, KOTATO MALUMEHTBLT € CbC 3ATBOPEHM O4MU.
HeCTo MbTK PErMCTPALMATA NMOKA3BA BPETEHOOOPA3HO YBEAMYOBAHE U
HOMOASBAHE HO AMIMAUTYAQTA.

®» LeTa- pUTbM - C HeCTOTA HAA 13 Hz (0BmKHOBEHO OKOAO 30 Hz) 1 HMCKa
AMMOAUTYAQ. HEAHO PETMCTPUPAH BETA-PUTBM CE DAOKMPA MPU M3BLPLLIBAHE
HQO ABMXKEHMS.

®» TeTa - PUTBM - NMOPEAMLLA OT TOAEMMU, PETYAIPHU BbAHM C YECTOTA OT 4 A0 8 Hz.
CpeLLar ce HOPMOAAHO B AETCKA Bb3PACT, A MPM Bb3PACTHUTE B HIKOM OT
doa3mTE HA CbH4. [MTOIBATA MM € CBBP3AHA C MATOAOIMYHMU MPOLLECK B MO3bKA.

®» AEATA - PUTBM - MOA 4 KOAEDOAHMS B CEKYHAQ (< 4 Hz). Cpellar ce HOPMAAHO B
AETCKA Bb3PACT, A MPU Bb3PACTHUTE BbB dOA3UTE HO AbOAOK CbH.




Beta (B) 13-30 Hz WW‘"M“WW
Frontally and

parietally

| I R
Occipitally A AMNA—a M~ WAV,
Theta (®) 4-8 Hz

Children,

sleeping adults

Delta (5) 0.5-4 Hz

Infants,
sleeping adults

Spikes 3 Hz
Epilepsy - 2pp
petitmal ;)
100

D r T T T
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MexayHapoaHa 10-20 cmctema,
CTOHAQPTM3MPAHA OT American
Electroencephalographic Society




MexayHapoaHa 10-20 cuctema,
CTAOHAQPTM3IMPAHO OT AMmerican
Elec’rroencephologrcphm Society
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@ g




Emotiv's Sensor Layout




Emotiv EPOC
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Emotiv EPOC Specifications

SDK HEADSET

Number of channels 14 (plus CMS/DRL references, P3/P4 locations)
Channel names (International 10-20 AF3, F7, F3, FC5, T7, P7, O1, O2, P8, T8, FC6, F4, F8, AF4
locations)

Sampling method Sequential sampling. Single ADC

Sampling rate 128 SPS (2048 Hz internal)

Resolution 16 bits (14 bits effective) 1 LSB = 1.95uV
Bandwidth 0.2 - 45Hz, digital notch filters at 50Hz and 60Hz
Filtering Built in digital 5th order Sinc filter

Dynamic range (input referred) 256mVpp

Coupling mode AC coupled

Connectivity Proprietary wireless, 2.4GHz band

Power LiPoly

Battery life (typical) 12 hours

Impedance Measurement Contact quality using patented system




Headset Setup Panel

Black — Aavinca Ha cUrHaA.
Red — MHOIro AOLL CUIHAA.
Orange — AOLL CUTHAA.
Yellow — AODOBbP CUTHAA.

Green — MHOTo AODBP CUTHAA.

[# Emotiv Control Panel 0.8.0.0

Application Connect Help

Headset Setup

Status: OK...

Headset Setup Guide

Step 1 Before putting on the Emotiv headset, ensure that each of the 16 electrode recesses are

inserting into the headset, or, alternatively, use a medicine dropper to carefully moisten the pads
while already in place.

Step 2 Switch on the Emotiv headset and verify that the built-in battery is charged and is
providing power by looking for the blue LED located near the power switch at the back of the
headset. If the headset battery needs charging then set the power switch to the off position and
plug the headset into the Emotiv battery charger using the mini-USB cable provided with the
headset. Allow the headset battery to charge for at least 15 minutes before trying again.

Step 3 Verify that the Wireless Signal reception is reported as Good by looking at the Engine
Status box in the Emotiv Control Panel. Ifitis not, make sure that the Emotiv Dongle is inserted
into a USB port on your computer and that the single LED on the top half of the dongle is on
continuously or flickering very rapidly. If the LED is blinking slowly or is not illuminated, then
remove the dongle from the computer, reinsert it, and try again. Remove any metallic or dense
physical obstructions located near the dongle or the headset, and move away from any powerful
sources of electromagnetic interference, such as microwave ovens or high-powered radio
transmitters.

Step 4 Put on the Emotiv headset by gently pulling apart the headband and lowering the sensor
arms onto your head from the top down, near the rear of the skull. Next, slide the headset
forward until the sensors dosest to the headset pivot points are located directly above your ears
and as close to vour hairline as possible, Adiust the fit so that the rectanaular compartments at

fitted with a moist felt pad. If the pads are not already moist, wet them with saline solution before [ |

m




Emotiv Testbench

_(-"J Emotiv TestB

Application  Tools  Marker  Help
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EMOTIV SDK

[[DOMA C AOHHM B PEAAHO BpeMe OT Emotiv yCTpOnCTBOTO, BKA. EET,
KA4YE€CTBO HA KOHTAKTA, XXMUPOCKOT, BE3XMYHO MPEACBAHE HA MAKETH
MAPKEPU 3a CbOUTMY, XXMBOT HO DATepmaTA.

& Emotiv TestBench v1.0 |Z||E|FZ|

EEG |FFT | Gyro | Data Packets

Channel Soadina |Double blink|  [Close eyes| |Alphax wave bursts |
Mz Amplitude
— /
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EEGLAB EDF File Converter

) EEGLAB v7.2.9.20b =3
Help ~

From ASCIIFloat file or Matlab array
Fram continuous or seg, Eal  RAW File
From Multiple seq. EGI RAW files
From BCI2000 ASCII file

Load existing dataset From Snapmaster \5MA4 File

From Meuroscan (. CMT file

From Meuroscan (EEG file

From Biosemi .BDF file
Create study From EDF Files

Load existing study From ANT EEPrabe .CMT file

From AMT EEProbe . AYR File
Frarm EDFJBDF file {secondary backup Funct.)

From Brain ¥is, Rec, .whdr filz

M d ath Jul
FMAry and oiner ophons From Brain Wis. &nal, Matlab File

From CTF Folder (MEG)

From ERPSS (RAW or JRDF file
Frarm INSkep AT file

From 4D .mad pdf File

Frarm other Formats using FILE-IO

it

From other Formats using BIOSIG

Troubleshooting, other data Formats. .,




CAEAM  3d
E€MOLIMOHOAHOTO CbCTOSHME HA
UrPAELLMA B PEAAHO BPEME.
Taka urpara CTaBA CMOCOBOHA
AQ PEATMPA HA EMOLIMUTE MY.
[epoute MOTQT AQ ce
Npeobpa34BAT B OTFOBOP HA
HEroBmTe 4YyBCTBA. TO3M MNAKET Ce
M3MOA3BA OT paspadboTtinumre 3a
HAOCTPOMKA HMBOTO HA TPYAHOCT
30 BCIKA OTAEAHOA CUTYALMD MU
CbCTOSHME HA UrpaAeLLLMS.

PA34YUTA

N3Mnosi3sa CUrHanuTte,

M3MEPEHN OT YCTPOWMCTBOTO 3a [NaBa, 3a Aa
UHTEPNPETUPA W3PaKEeHUATA Ha /NLETO Ha
urpaewma B peasHo Bpeme. Taka repouTe oT
UrpaTa OXKMUBABAT M KOMUPAT M3ParKeHUATa Ha
urpaewma. Korato nocneaHma ce yCMUXHe, TO
repoAa NOBTapsA W3pa’KeHWeTo, AopuM npeau
camusa YOBeK J.a OCb3HaBa CBOWUTE YyBCTBa.

N

MHTEPMNPETUPA Cb3HATEAHUTE MMCAU U
HOMEPEHUT HA urpaeLmsa. Tom mma

Bb3MOXKHOCT AQ

MOHUMNYAMPA

BUPTYOAHM OOEKTM, U3MOA3BAMKM CAMO

CUAQATA HO MUCHATA!




[ToUAOXKEHNS

/" EmoEngine (EDK.dI)

EmoState and

q EmoEvent query

handling

Emotiv
API (

<L,:J\> input
Loop

( N EEG and Gyro <’L.J Control
Emofiv Epoc /| Post-Processing \/ |/ Logic | P—

|




Neurophone Ul

Tim Tregubov

calling mabile...

L OE 0

e

« End Call




MHTEPAKTMBHO YMNPABAEHUME C
TexHoAormata Leap Motion (LEAP — 3D)




Project Glass

®» O4MAQ 3A T.HAP. "AODABEHA PEAAHOCT"
(augmented reality). PYHKLMOHMPAT KATO

MOBUMAEH KOMMIOTLP. [MTOUAOXKEHMUS:

- AQ CHMMOME C TAOCOBA KOMOHAQ;

- AQ MPABMM 3AMMUC HA TOBA, KOETO BMXXAOME B KOHKPETEH MOMEHT;
- AQ CMOAEAIME C NPUATEAUN KOKBO BMXKAATE B PEAAHO BPEME;

- KATO MbTEBOAMUTEA,;

- TACOBO AQ MM 30AQBAME AQ M3MPALLLAT SMS;

- AQ 30A0BOME BbIMNPOCMH;

- AMEH EKCKYP30BOA,

- AMEH MPEBOAQM.




Project Glass

hitp://www.youtube.com/watchefeature=player_embedded&v=vI1uyQZNg2vE
http://www.youtube.com/watchefeature=player_ embedded&v=2cé6W4CCU9IM4

Y

ﬂ ,.’ ;“r.

E
&

Mashable




Project Glass

®» AUCMAEAT HO EAEKTPOHHUTE OYMAQ Project Glass HEe 3AambABA LIAAOTO
NOAE3PEHNE, A CE BMXKAQ CAMO B KPAd HO AYCHOTO OKO. O4YMAQTA Ce
KOHTPOAMPAT C TAQCOBM KOMOHAM, 3AMo4BamKM C Aymute «OK, Glassy.

®» []OTPEBUTEAIT MOXE AQ AKTUBMPA 3AMMC HO BUAEO MAM CHUMMKA, AQ
M3NPATU CbOOLLLEHME MAM AQ MNPEBEAE JOPA3A OT EAMH €3MK HO APVYT.
CnopeA NAGHMPAHOTO OT Google, YCTPOMCTBOTO LLIE MOXE AQ MOKA3BA
PA3AUYHA MHADOPMALMA — HOBUTALLMOHHM MHCTRYKLMM MAM CBEAEHMS 30
METEOPOAOTUYHUTE YCAOBMS, KATO CbLLLEBPEMEHHO MO3BOAJBA AQ BMXKAQTE
OKOAHOCTTQ.







Brother AiIRScouter

hitp://www.brother.co.jp/product/hmd/wd
100ga/index.htm

» AjRScouter npeACTABAIBA MOHTMPAH B OYMAQ MOAYMNPO3PAYEH AUCIAEN, HA
KOMTO MOTAT AMCTOHUMOHHO AQ C€E MPOXEKTUPAT M30DPAXKEHUI OT
CMAPTADOH MAM KOMMIOTBP. OCOBEHOTO €, Ye TE3M M30DPAXKEHUT AO
FOAIMA CTEMEH CEe CAMBAT C 3A00MKAAILLATA CPEAQ U CE Bb3MPUEMAT KATO
4E AU CA MPEA MOTPEDBUTEAS, KOETO OMPEAEAS U MPUAOXKEHMNETO HO
YCTPOMCTBOTO. A TOBA NPEAM BCUYKO CA AEMHOCTH, CBbP3AHM
MPOM3BOACTBO, MOHTAXX M MOAAPBXKA, MPU KOMTO ONEPATOPLT TPAOBA AQ
YeTe MHCTPYKLMK MO BpEME HA PAbOoTa.

AlRScouter



http://www.computermagazine.bg/web/files/uploadify/ArticleImage/816/3329.jpg
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OCHOBHMTE NPEeAUMCTBAO

» ANCMAEST CE€ HOCM KATO OYMAQ, KOETO OCBODOXACBA 1 ABETE PbLLE HA
NOTPEDBUTEAS, AOKATO TOM TAEAQ M3MPALLLAHOTO MY M30DPAXKEHME.

®» 1300pOKEHMETO € MNPO3PAYHO U HE 3AKPUBA MOTAEAQ HO MOTPEDUTEAS.
Pasmepure nm Ka4eCTBOTO MY CO EKBMBAAEHTHM HA TOBA HA 16-MHYOB
AMNCIAEN, TAEAQH OT PA3CTogHME 1 m, KOETO NO3BOAABA C AiIRScoute 6es
NPOOAEM AQ CE HYETAT MHCTPYKLUMM M/UAM YIBTBAHMUA.

» AjRScouter 61 MOIrbA AQ CE HOCUM U C KACKQA MAM LLIAMNKA, KOSTO NMO3BOAIBA
M3MOA3BAHETO MY U C MPEANA3ZHO OBAEKAO. KOMBMHMPAOH C KOMEPQ,
MUKPOCOOH, CAYLLIOAKM M KOMYHUKALMOHHO CUCTEMA, TOM O MOTbA AQ CE
M3MOA3BA M 30 AMCTAHLLMOHEH KOHTPOA HA M3BbPLLUBAHUTE OnepaLmm.
Pa3paboteHn ca m CneumaAHm PAMKM 30 XOPATA, KOUTO HOCAT OYMAQ.



TexHUu4eckmnTe XapaKkTepmuCTUKH

® [|O-BO>KHM XAPAKTEPUCTUKM HA AIRScouter:
o Pusmyeckm pasmepu. L75xH35xD40 mm.

o Terno. AMCrnAeaT tTexm 64 g, a UIAOTO YCTPOMCTBO (O4MAQ,
AMNCNAEN, PAMKM 1 KODeAn) — 106 g.

* AMATOHOA: 30eMA OKOAO 22,4° OT 3PUTEAHUSA bIbA, KOETO €
EKBMBAAEHTHO HA 16-MHYOB AMCMNAEN, TAEAQH OT PA3CTOAHME 1 M.

« PasaeanteaHa cnocobHocT: SVGA (800x600 nmukceaaq).
» LlgetoBe: 16 770 000 updra.

« [1po3pa4YHOCT: OKOAO 50%.
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