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A Design and Implementation of Natural User Interface System

Using Kinect
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Abstract

As the use of computer has been popularized these days, an active research is in progress to
make much more convenient and natural interface compared to the existing user interfaces such as
keyboard or mouse. For this reason, there is an increasing interest toward Microsoft’'s motion
sensing module called Kinect, which can perform hand motions and speech recognition system in
order to realize communication between people. Kinect uses its built-in sensor to recognize the main
joint movements and depth of the body. It can also provide a simple speech recognition through the
built-in microphone.

In this paper, the goal is to use Kinect's depth value data, skeleton tracking and labeling
algorithm to recognize information about the extraction and movement of hand, and replace the role

of existing peripherals using a virtual mouse, a virtual keyboard, and a speech recognition.
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(a) Hand b) Draw Circle (c) Image Processing
(Figure 6) Draw circle with the center point
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