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The system uses a motion gestural flick input as a
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Figure 1. Overall scheme for the proposed system. Conclusion

Detection of the hand area

The steps taken to identify
the fingertip from the mask
Image In the dominant hand
area in order to recognize the
open or closed state of the
hand are as follows:

This paper proposes a non-touch character input system based on
gestural flick input, using a Kinect sensor.

The proposed model recognizes the position, state (open or closed) and
movements of a hand entering a character and performing other motion
function inputs. A dynamic flick keyboard was developed for Japanese
hiragana, English, and numbers, via which the user can perform character
input quickly and easily.

Hand positions and movements are used to indicate the character of the
flick keyboard for input, and the motion function is used for additional
tasks In the character input system. Users can also adjust the size and
location of the keyboard by hand motions.

The proposed system offers a natural and efficient non-touch interface
technique that is specially designed to provide reliable performance for the
most demanding environments and applications; this can reduce the gap
between humans and computers, machines or robots and can resolve the
underlying problems with an advanced input system, allowing the user to
manage the system in a hygienic and safe way.

Table 1. Motion-Function

Motion function Description of hand gestures

Delete Move the right hand from right to left

Add a space Move the left hand from left to right

Insert a new line Move both hands from top to bottom

Select language Cross both hands
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Fig. 2. Process of detection of the hand

area and the open/closed hand state.

Fig. 3. Process of the gestural flick input system
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