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ABSTRACT

The recording and matching method of pose and gesture based on PC-window
platform is introduced in this paper. The method uses the gesture detection camera,
Xtion which is for the Windows PC. To develop the method, the API is first developed
which processes and compares the depth data, RGB image data, and skeleton data
obtained using the camera. The pose matching method which selectively compares only
valid joints is developed. For the gesture matching, the recognition method which can
differentiate the wrong pose between poses is developed. The tool which records and
tests the sample data to extract the specified pose and gesture is developed. 6 different
pose and gesture were captured and tested. Pose was recognized 100% and gesture was
recognized 99%, so the proposed method was validated.
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[Fig. 4] Sampling queue(S) and saved gesture queue(G)
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[Table 2] Test result of Pose and Gesture matching
Pose A |Pose B|Pose C|Average speed|Gesture A|Gesture B|Gesture C|Average speed
userl | model | OOO | OO O below 5ms model 000 000 below 30ms
175Acm user2 | OO0 | OO0 | OO0 | below 5ms 000 000 OXO below 30ms
~ user3 | OO | OOO | OOO below 5ms (o)e)e 000 000 below 30ms
userd | OOO | OOO | OOO below 5ms 000 000 000 below 30ms
userb | OO O | model | OO O below 5ms OO0 X model 000 below 30ms
17(1)30m user6 | OO0 | OO0 | OO0 | below 5ms 000 000 000 below 30ms

~ user7 | OOO | OOO | OOO below 5ms 000 OO0OX 000 below 30ms

user8 | OOO | OOO | OOO below 5ms 000 000 000 below 30ms
user9 | OO O | OO O | model below 5ms 000 000 model below 30ms
165Ccm userl0| OO0 | OO0 | OO0 | below 5ms X OO 000 000 below 30ms

— |userll| OOO | OOO | OOO below 5ms 000 000 OXO below 30ms

userl2| OO0 | OO | OO0 below 5ms 000 000 000 below 30ms
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