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FuII-Body and Hand Gesture Recognition Using Wearable Fisheye Images

Pl : Prof. Bing-Yu Chen
Intel-NTU Connected Context Computing Center,
National Taiwan University.
Experience:
https://graphics.csie.ntu.edu.tw/~robin/

Market Needs:
1. For applications of head mounted displays (e.g., Oculus Rift)
2. For applications of full-body and hand gesture recognition with wearable interfaces

Our Technology:

We present a single-piece wearable device that sees its user’s whole body postures through
an ego- centric view of the user that is obtained through a fisheye lens at the center of the
user’s body, allowing it to see only the user’s limbs and interpret body postures effectively.

Strength:

Unlike currently available body gesture input systems that depend on external cameras or
distributed motion sensors across the user’s body, the proposed technology is a single-piece
wearable device that is worn as a pendant or a badge. Owing to the ego-centric view, the
proposed technology can turn posture recognition into a highly controllable computer vision
problem.

Competing Products: HTC Vive (Tracking Tech), Leap Motion, Oculus VR (Tracking Tech)

Intellectual Properties:

Body-mounted cameras for monitoring gestural interactions have been extensively studied.
Previous research has demonstrated that locating cameras at various positions on the body
enables unique interactions. In this work, we are able to enable full-body interactions using
a single-piece wearable device — a fisheye camera positioned at users’ chest.

Contact (do not need to fill out):
Center for Industry-Academia Cooperation, NTU
Tel: 02-3366-9954, E-mail: sierrawang@ntu.edu.tw

This information herein is intended for potential license of NTU technology only. Other usage of all or portion of
this information in whatever form or means is strictly prohibited. Kindly contact us and we will help to achieve
your goal the best we can.
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