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Human-Computer Interaction Based on Kinect Skeletal Tracking
WU Qin, CHEN Zhi, ZHOU Yu-xuan, LIANG Jiu-zhen
(School of Internet of Things Engineering, Jiangnan University, Wuxi 214122, China)

Abstract: The depth information and skeletal tracking provided by Kinect can be used for hand gesture recogni-
tion. A new human-computer interaction method is proposed by replacing mouse operations with hand gestures.
Firstly, to display the location of the cursor and tracking it accurately on the computer screen, a human-based co-
ordinate system is introduced and hand gestures are mapped to the computer screen by coordinate transformation.
Secondly, the response mode of the computer operating system to mouse events is studied. The fixed modes of
static and dynamic hand gestures are designed. A mapping between a specific set of hand gestures and computer
responds to basic system controls are defined. And a state machine is described to trigger system events based on
hand gestures. Experiments show that the proposed human - computer interaction system based on hand ges-

tures is natural, reasonable and effective.
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Fig. 1 From depth image to skeleton image
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Fig. 3 Skeleton information
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Fig. 6 Coordinate transformation with human body as center
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Fig. 8 Simulate mouse events by hand gestures
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