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A study of improve gesture recognition accuracy using machine learning

YOSHIMURA TAKUYAt and HASHIMOTO TSUYOSHI!

In recent years, the game which recognizes a motion of the body is increasing. The game
using Kinect which is a device for Xbox of Wii of Nintendo or Microsoft is it. Many games are
already developed by the company and the individual. For example, there is a game called
?Kinect-kamehameha”. Anyone will be able to shoot Kamehameha. however, the gesture
recognition accuracy is low in some games. In this research, machine learning is applied and
improvement in recognition accuracy aimed.
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