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Abstract  With recent rapid development of computer capabilities, various technologies that can
facilitate the interaction between humans and computers are being studied. The paradigm tends to
change to NUI using the body such as 3D motion, haptics, and multi—touch with GUI using traditional
input devices. Various studies have been conducted on transferring human movements to computers
using sensors. In addition to the development of optical sensors that can acquire 3D objects, the range
of applications in the industrial, medical, and user interface fields has been expanded. In this paper,
I provide a model that can execute other programs through gestures instead of the mouse, which is
the default input device, and control Windows based on the lip motion. To propose a model which
converges with an Android application and can be controlled by various media and voice instruction
functions using voice recognition and buttons through connection with a main client. It is expected
that Internet media such as video and music can be controlled not only by a client computer but also
by an application at a long distance and that convenient media viewing can be performed through the

proposal model.
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Fig. 2. System Configuration
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Table 1. Function Configuration

Division Function Contents
Wallpaper, Scrolling, Window
. Windows Control Min/Max, Original Position,
Function Screen Transition, Power Off
Settings .
Media Control S:top&Play, Rewind, Forward,
Volume Control
DB Data Load Stored Value Load
Gesture G Val
Settings . sesture Value
Settings Settings
Stop&Play, Rewind, Forward,
o Touch Control Volume Control, Media Exit,
Application Web Exit, System Exit
Connection - —
Speech Movie&&Music List
Recognition Control |Add/Remove

3.3 phg-2= Ao]
=9 Fig. 47 g4EA9] &3S 53 vhe-2 g3t

=2 F2 dugFolth & X9 Hutold whe 9]

A & g5sha Skl 23 AY v

$s =l ghe Wl Aste] =1k A

d

float pitch=hand_direction_pitch
if (pitch > measures)
(
wheel=drag_speed;
}
if (pitch < measures)
(
wheel=-drag_speed;
}

mourse_cursor_move(x, y, flag, wheel);

Fig. 4. Mouse Drag Algorithm
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Table 2. Database Structure HistorySeconds  [5  Jmyys | | HisonfSeconds o1
MinDi MinD
Table Attribute_Name Description notance B Joms moitance [ Jows
Radius Minimum Radius
e Arc Minimum Arc -
Sui Length Minimum Length Fig. 6. Leap Motion Gesture Settings
e Velocity Minimum Velocity

Down_Velocity Minimum Down Velocity

I;:i: History_Seconds Action Run Time
Distance Minimum Run Distance
Forward_Velocity Minimum Forward Velocity
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Minium Run Distance
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Fig. 7. Client Gesture Settings
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Fig. 8. Android Client Main Screen
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Table 3. Survey Results

Classification 4User4 efficiency effectiveness
satisfaction
Very good 24 22 25
Good 3 2 3
Moderate 2 3 1
Dissatisfied 1 2 1
Very
Dissatisfied 0 0 0
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