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Development of learning system using
noncontact input device

Keiji Sakata' and Takao Takahashi'

In the conventional input devices, such as a keyboard and a mouse, the user
per computer is restricted to one person. Moreover, study is required in order
for users to operate these devices smoothly. "Kinect" which we use by this
research is a noncontact input device. This device can have non-contact
sensors, such as an image and distance, and can identify the posture and
operation of two or more persons. By use of this equipment, intuitive operation
is realizable by compounding a motion of a person with CG, and gesture
recognition. In this research, for the purpose of raising PC operation in a
classroom, and the environment of teaching-materials use, we adopted Kinect
as a new input device, and developed software. We exhibit the software
specification of this system and report use examples.
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