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ABSTRACT

developments in smart media, the desire for interaction between humans

and computers has increased. In order to satisfy these needs, gesture recognition fields

have been activ

ely studied using image processing. In this paper, we propose a method

to recognize Chinese hand numeric representation using image processing. The method

binarizes an inp

ut image based on skin color to extract region of interest and check the

number using the angular information of stretched fingers. Our proposed method has

95.83% of recog
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nition rate.

. Gesture Recognition, Chinese Finger Number, Image Processing, Angular
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[Fig. 2] Binary image of hand area
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[Fig. 5] Flow chart of classification method No.2,6

124 | Journal of Korea Game Society 2012 Dec; 12(6): 121-130




— Recognition Method of Chinese Finger Number 2, 6, 8 Using Angle Information —

3.2.1 #H2 olF AlRES 0183 27l

= met

g5 & 99 olxlst FAteld BA &t
AGFE Fetatr] 98l Eute 498 Ave 4S
a#of st 1 o] W& RS [Fig. 619 (a)F
ol & 49s HAar9 Arw st AHES
ol-g3ste] FatH, HA o3 AXAHE T3] 9
o] & 49 F A WNE [Table 119} 22 7+
o2 ARIT

[Table 1] The extraction criteria of coordinate to
circumscribed rectangle

extraction criteria
i) The minimum ycoordinate of hand area
Dy The minimum =xcoordinate of hand area

p; | The maximum ycoordinate of hand area
py, | The maximum zcoordinate of hand area

RN

(a) The minimum circumscribe rectangle

(b) diagram of (a)

[Fig. 6] The minimum circumscribe rectangle and
it's diagram

I 5 AR e S e EE AR 24
= 4><3 [e) H X o 1 = =]
°o] =, 4@27267]1—4 ALY Zdol& FstaL
A2 vaste] 7hd 0 ARe Fo2 et Tt
H Fo=2 42 diEe F HXHE p, polEt S
i, po=(z,y)p = (298 3 W, Fo= 42

Awe] 7187 ke
Yy — Y
k= (eq. 3)
Ty = Iy

ol %ol 7127 Ko

o
N
to
N
l
)
R
kd
(b
of
12
1o
—d
X
ofy
>,
28

U= AA p, p 5 T

d, o, if d, >d,

R:{dQXa,ifd1>d2 (eq. 4)

a5 FAFER (ay)ZHE p pel A
E 2 d,dy 2 3 (eq. Dok ol 1 F #AS A
= 94 AsE Fote] A EFS TR

& GgolA MAES rRE ZtE 95 o] &3t
SHte J9E AR F Fe d9S doled
Ao w WsE wixl ¥ HF gtol wet [Table
21¢F Zol A st ol uAl €k o
o, &5 g9l G el A Hezw E7)
gt gool =¥ A | = A 109 A del
B8 g2 &5 B @ 4 Ex8A Hel 1]
ol

Journal of Korea Game Society JKGS | 125



[Table 2] The number classification rule according
labeling value

labeling value | 1 2 3 4 5
number 10| 19 2,6,8 3 4
labeling value | 6 7 8 9 10
number 5 | error | error | error | error
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