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Gestabase: Automatic 3D Body Gesture Data Collection System using
Game
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This paper proposes Gestabase, a gesture data collection system using a game, in order to build a robust gesture corpus at low cost.
Gestabase consists of a gesture-based rhythm game deployed in a public space and a server. The system can collect a large amount

of gesture data at low cost while allowing various users to engage in the game.
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