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2.1 St 2%t (Gesture Spotting)
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2.2 =Xt 2IAl (Gesture Recognition)
Head
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o @

Neck

Right_Shoulder
®

Left_Elbow @ @Right_Elbow
@ Torso
Left Hand®  Left_ Hip@ @Right_Hip @Right_Hand
Left_KneeI Right_Knee
Left_Foot IRight_Foot
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