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MainWindow() InitializeComponent()

RoutineOnClick() dtClockTime_Tick()

SkeletonPointToScreen()

getLineCount()

PartnerBtnClick() dtClockTime_TickPartner()

WindowLoaded()

KinectSensorsStatusChanged()

SensorSkeletonFrameReady()

RenderClippedEdges()

DrawBonesAndJoints()

drawBone()

InitializeMoveMaking()

WritingJointsToFile()

LockedInPlace()
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Folder With 
Dance Move

RoutineOnClick() dtClockTime_Tick()

Each folder 
contains 13 txt files 
(1 for each joint)

Reads data for a dance 
move into a 2D array

Draws the data from the 
2D array to the screen

NOTE: The data follows the same path for 
PartnerBtnClick() to dtClockTime_TickPartner()

WindowLoaded() SensorSkeletonFrameReady() DrawBonesAndJoints()

drawBone()
InitializeMoveMaking()

LockedInPlace()

WritingJointsToFile()

Sets up event handler 
that fires every time a 
skeleton is detected

Event handler that 
fires whenever a 
skeleton is detected

If the detected skeleton’s 
TrackingState=Tracked, 
the skeleton is drawn to 
the screen

If the game is in 
Freestyle or Bust A 
Move, it will draw the 
bones to the screen

If in Bust A Move, then that 
data is sent to here as well 
and is stored in a 
List<SkeletonPoint>[]Uses joint position to 

see if located in circles

Writes the list array to 
a series of 13 txt files 
in a folder


