LZHR A FRIEE Journal of Anhui Agri. Sci.2014,42(11) ;3444 — 3446 EERE Fm SERX F2

£ F Kinect BB EANFHRSIH 5

Ch E AR AR BE Al AR BATERT, JE AT 100081)

WE ATERNARFTEGANK L, 325 A PRI, 2K IR 5] 8 — AR 8 12 5P % Kinect 4, #) B Kinect 4% 2 23 BT 3R 384
AR B SRIRIRA & B A AT = YT 18 o 045 B AL AR AR A A AR ARG F R AT IR B, WAk 00 F AR B AR AR AI SR R
Ath R GOF TARAR B A dE 18 A FILE AR R AN, SREAN, ZEFAAAR SO AT, BA — B EEL
KR B BIRIE; F #4750 ; Kinect
hESES S126 XEFRIZES A XEHS 0517 -6611(2014)11 -03444 - 03

The Research of Gesture Recognition Based on Kinect Skeleton Tracking Technology

FAN Jing-chao, ZHOU Guo-min ( Agricultural Information Institute, Chinese Academy of Agricultural Sciences, Beijing 10081 )
Abstract In order to achieve a natural human-computer interaction to facilitate and improve the user experience, this research attempt to in-
troduce a Microsoft’ s peripheral Kinect somatosensory peripheral equipment. Using Kinect sensor acquired identification of the human skeleton
tracking point, by the hands of the position in three dimensional space coordinate conversion for scaling, rotation gesture match. The informa-

tion is converted into a valid gesture recognition result, the system and complete the feedback control command output, controlling interaction

with the system. Experimental results show that the system has higher precision and stability, with a certain significance.
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