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Research on Human— Computer Interaction Methods in Game

Application Based on Skin Color Recognition
YAN Yu—bao, XIA Lu, HOU Xian—feng
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Abstract: The game human—computer interaction is fulfilled by making use of computer vision technology
to improve the game entertainment. It is a current research hotspot at home and abroad. This paper puts
forward the method that the skin detection technology is applied to game interaction. Skin detection tech-
nology is applied in human— computer interaction in this paper. Skin color is sampled through the camera,
and skin color model is established by making use of statistical methods for analysis of skin color. In order
to reduce the influence of the background color recognition, the RGB model translates into HSV model. It
takes advantage of the background difference threshold segmentation method and Camshaft algorithm for
hand tracking monitoring to get the position of the hand. So as to control the game, the position of handle
as a signal is transmitted to characters. And in VC+ +6. 0, it uses open source library OpenCV and ges-
tures OpenGL to build a common experimental platform game camera vision, with gestures trajectory con-
trolling particle system injection. The experimental result shows that making use of the skin color tracking
and monitoring gesture to control game character movement has very good real—time and interactivity.
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Fig. 1 Methods flow chart
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Fig. 3 Image after background subtraction
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Fig. 5 hand position tracking
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Struct PARTICLE ¢

float x; // x M¥p

float y; // y M45

float z; // = Hkn

byte color; // Biff,

float angle; // &3l J5 Ml
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Fig. 7 Hand control particle movement
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