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Realtime Pointing Gesture Recognition Using Volume Intersection
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We constructed a pointing gesture recognition system using multi cameras. This system
reconstructs the human body from the multi camera images using volume intersection.
It finds the human head and hand from the human body voxel data, and estimates the
pointing gesture direction.This system doesn’t depend on the user’s position and the pointing
direction. We also constructed a poster explanation system by applying the pointing gesture
recognition system.In this system when the user points across at a poster, the explanation

of the poster is played.
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Fig. 1: Process of Pointing Gesture Recognition
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Fig. 2: Silhouette Volume Intersection
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Fig. 3: Background Subtraction(Backgroundd InputO
Result)
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Fig. 4: Reconstructed Human Body
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Fig. 5: Estimation of Pointing Direction
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Fig. 6: Estimated Pointing Direction
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Fig. 7: Pointing Gesture Recognition System
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Fig. 8: Experimental System
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ooo 7 8 9 10 11 12
oog | 70% | 100% | 100% | 100% | 100% | 80%

Table. 1: Result of Recognition
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Fig. 9: Poster Explanation System
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Fig. 10: Displayed Image
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