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ABSTRACT

Digital humans have human-like forms, allowing for natural interaction with users, and are widely used in fields where
communication such as information guidance, promotional marketing, and education is prevalent. Most digital humans pre-plan
interaction scenarios with users and prepare actions accordingly. However, it is practically impossible to predict all scenarios,
leading to unnatural movements in unexpected interaction situations. This paper describes a method for seamless and
continuous realization of movements in interactions between users and digital humans. The study connects specific actions
based on hand gestures recognized through a webcam with continuous situational awareness to enable digital humans to
maintain a natural flow of movements. It is expected that in fields requiring interaction with humans, digital humans can
become more familiar to people through this approach.
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Table 1. Actions according to FR & CA

Action

Finger

recognition

(FR)

fist hand hurray

thumbs up clap

pointing finger to dance

palm bow

Context
recogniton
(CR)

look around

# of people=0 pace around

come closer

# of people=1 ook

stage greeting
# of people>=3 wave hand
run away
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Finger recognition (FR)

Context recognition (CR)

|
G 5

Rule-based action (RA)
Context-aware action (CA)

Finger recognition
- fist hand recognition

- thumbs up recognition
- pointing finger recognition
palm recognition

B &n 8
i
¥ &

Rule-based action

web cam

- clap - bow

¥ o
i

S R

Context recognition
- number of people

# of peaple = 0 # of people >=3

A i

# of people = 1

- look around - come closer and
- pace around look

/

\\ - hurray - to dance

Context-aware action
- stage greeting
- wave hand
- run away
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Fig. 1 Recognition-based actions of a digital human
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Table 2. Hand recognition rate by various angles

fist hand thumbs up pointing finger palm
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