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Recognition-Based Gesture Spotting for Video Game Interface

Keechul Jung*, Eunjung Han”,

ABSTRACT

Hyun Kangm

In vision-based interfaces for video games, gestures are used as commands of the games instead of
pressing down a keyboard or a mouse. In these interfaces, unintentional movements and continuous
gestures have to be permitted to give a user more natural interface. For this problem, this paper proposes
a novel gesture spotting method that combines spotting with recognition. It recognizes the meaningful

movements concurrently while separating unintentional movements from a given image sequence. We
applied our method to the recognition of the upper—-body gestures for interfacing between a video game
(Quake II) and its user. Experimental results show that the proposed method is on average 93.36% in
spotting gestures from continuous gestures, confirming its potential for a gesture-based interface for

computer games.
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System Setting (S)
Unfold your arms within
3 seconds, then fold them
within 3 seconds to set
the interface.

Body Right Move
(BR)

Keep your hands to—
gether, and move your
upper body to the
right so that the vir-
tual character steps
right.

Walk (W)

Shake your left hand in
a forward direction for
the virtual character to
walk forward.

Body Left Move
(BL)

Keep yvour hands to-
gether and move your
upper body to the left
so that the virtual
character steps left.

Run (R)

Shake your hands for
the virtual character to
run forward.

Duck (D)

Raise your left hand
so that the character
ducks at his position.

Gun Left Move (GL)
Keep your hands together
and move your hands to
the left so that the
virtual character turns
his direction to the left.

Move Stop (MS)
Put your hands on the
desk so that the vir-
tual character holds a
movement,

Gun Right Move (GR)
Keep both hands together
and move your hands to
the right so that the
virtual character turns
his direction to the right.

Stop System (Q)
Cross your arms to
stop the interface.

Shot/Weapon Change

Wireless mouse left/right click so that the virtual character fire his weapon.
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