Setting up Kinect in Touchdesigner

THIS RESOURCE IS A WORK IN PROGRESS

External sensors can help us integrate 3D notions such as depth within our graphics. In this tutorial

we will look into setting up and using Kinect v2 and some of the other sensors available in CTL.
Before we begin, it's important to note that unfortunately these devices are only compatible with
Windows machines, however students can arrange with us to use the PCs available in the lab.

Before we start, download the Software Development Kit (SDK) from here, if using Windows 8 or
later versions. Open the app SDK Browser v2.0 and find the Kinect Configuration Verifier
component, then hit run. A new window will come up; Here allow some time for the software to
upload and update the status of your Kinect. My final settings looked like this (further help setting

up Kinect is also available here.
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Result: Depth stream detected slightly below target frame rate

For more information, visit:

Kinect for Windows v2 System Requirements
Kinect for Windows v2 Forums
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Kinect Studio, in the same list of components available from the SDK Browser, is another useful
feature to develop immersive and interactive projects. Kinect Studio lets you record and loop a
short video to feed Touchdesigner, helping you smoothly program interactions without having to

constantly move in front of the sensor.
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Click run to launch the app and in the top left corner of the interface, click on this button to

connect your sensor. You are now presented with a depth map, from the heading select Record and
hit the record button.


https://learn.microsoft.com/en-us/windows/apps/design/devices/kinect-for-windows
https://www.microsoft.com/en-us/download/details.aspx?id=44561
https://www.youtube.com/watch?v=GehUgGG9Z-U
https://lab.arts.ac.uk/uploads/images/gallery/2024-01/gwIjpQHWWuM2TY3s-screenshot-2024-01-08-131139.png
https://lab.arts.ac.uk/uploads/images/gallery/2024-01/72RenAQULtzjEjGM-screenshot-2024-01-08-131215.png

MONITOR RECORD PLAY LOG

Connected )

Once you've stopped recording move to the Play section of the interface and change the count to
loop your video.
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Your recording is now ready! Launch Touchdesigner and select Kinect TOP to view your recording,
make sure that your hardware's version corresponds to your sensor, in the lab we offer both Kinect
vl and v2.
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