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Gesture Control Research Based on Leap Motion
HUANG Jun, JING Hong
(School of Information Science and Technology, Southwest Jiaotong University, Chengdu 610031, China)

Abstract: The latest somatosxensory device Leap Motion detects dynamic gesture to provide users a new experience,
such as the somafosénsory games, virtual playing, volley painting and other non-contact human-computer interaction.
Firstly, this paper focuses on the technology characteristics of Leap Motion and compares with another similar device,
then introduces some applications based on Leap Motion and prospects for development. This paper analyzes the theory
and technology of Leap Motion, and defines the gesture control technology based on Leap Motion. Finally, this paper
gives a specific example of gesture control virtual objects in the scene movement based on Unity 3D, which makes a
detail introduction about the implementation of gesture control techniques using Leap Motion.
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public static Vector3 ToUnityTrans (this Vector 1v)

{return Offset(Scaled(FlippedZ( 1v )));}

private static Vector3 FlippedZ( Vector v )

Rotation Axis
Rotation Angle
Rotation Matrix
Scale Factor

Translation

{ return new Vector3( v.x, v.y, —v.z ); }

private static Vector3 Scaled( Vector3 v )

{ return new Vector3( v.x * Input%.cai'e.x,

vy * InputSc%le.y, v.z * InputScale.z ); }

private static Vector3 Offset( Vector3 v )

{-_return v + InputOffset; }
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@ KRBTt
public float GetHandGuesture(string user_gesture){

float leapMotionData = GetLeapData(user gesture);
return leapMotionData;}

@ FREUME b £
Private float GetLeapData(string user gesture){

if(_hand !=null){
Vector3 PalmDirection = new Vector3(0,0,0);

PalmDirection = _hand.PalmPosition. ToUnity();

if(user_gesture ==

"Swipe')leapMotionData=PalmDirection.z;
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void Update () {
if(leapIsEnabled){
float distance =
LDCLeapControl.getHandInput("Swipe");
if(IsSwipe(_distance)) {
rigidbody.AddForce(0,0,100);
leapIsEnabled=false;}
}
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