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Absolute and Relative Gesture Pointing on Large Wall-sized Displays
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Abstract: Nowadays, physically large displays are being installed in many places thanks to the advance-
ments in display technology and reduced costs. Although traditional interaction devices such as mouse,
joystick, keyboard, etc. are proven to be useful when there is only one display, large wall-sized displays de-
mand a more intuitive way of controlling the cursor. In order to solve this problem we propose a new gesture
pointing interface which allows rapid and accurate two dimensional pointing on large wall-sized displays.
The proposed system combines the absolute and relative positioning methods with the capabilities of gesture
interfaces. In this paper we describe the design and implementation of our system.
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Fig. 1 Large Wall-sized Displays
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Fig. 2 Problems of large display environment. left: Increase of

an amount of cursor movement, right: Lost cursor
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Fig. 3 Elements of a pointing task on our gesture method: (Left) Absolute positioning

by pointing with one finger (AP), (center) relative positioning by moving a hand

on a table (RP), (right) event trigger by putting the another hand on a table
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Fig. 5 System Configuration
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Fig. 4 Cursor movements on each coordinate
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Fig. 6 Calibration for displays

ocooO0o0oO0oooooOoOOo0O0o0ooooOoOOon0oO0Oo A0
oooo

4.3 0O0OO0OO0O0OO0OO0OOO0DOO
UvoobooooooooocOoooooooocoooo
coboboooobooooobooooooboOooobooooo
cooooooood
4.3.1 00000000
gboooooooboooboooboooOooooooao
cooboboooooocoobooOoooooOoooboooo
OCO0OO0O0ODOCO0ODOCODO0OD0OOKIinectOOOOOO
00000000000 O000000000 Kinect SDK
cobobobooooooooboooooooooobooooo
Kinect 00 O00OOOOO0OO0O0O0OOCOOOOOOOO
cobooboooooobocooooooooboboOooobooooo
coooOoooooocoobooOoooooOooooooo
cooooooooocOoOoooooooOoboOoobooooo
OO0 8MOOOO0OKinect OOOODOOODOOOOOOOO
cobooboooooooobooOooooooobooooo
tobOobOooobooobOOobooOooOoOobooooooa
coobOoooooocooobooOoooooOooboOooo
cooooooooocooooooooOoboOoobooooo
cooooooooocooobooooooOoboOoobooooo
coboooooooocoOoboooooooooboOooo

© 2015 Information Processing Society of Japan

N

[N
TR

08 ODOoOoooooooo

Fig. 8 Result of user area extraction
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Fig. 7 Process flow. (a)Rough pointing by a right hand(b)Accurate pointing by moving
a right hand on the table (¢) T,n by putting left hand on the table
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