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[Abstract]

In this study, we propose a Windows user interface system enabling users to input data and control the computer through
self-defined hand gestures. The system is based on a gesture classification model that is trained using Google's Mediapipe Hand
Landmark model and a recurrent neural network. The proposed system consists of gesture recognition and Window control
modules. The gesture signals inferred by the gesture recognition module are transmitted to the Window control module to perform
predefined keyboard or mouse inputs. The gesture classification model is evaluated can correctly classify the learned gestures. The
proposed system is applied to the Windows operating system, and it is confirmed that users can input data and control the
computer using the self-defined gestures.
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Table 1. Average recognition rate according to the length
of input data sequence

Length of sequence Average recognition rate
20 0.9719
25 0.9753
30 0.9614
35 0.9701
E 2. ool S& =gl e B 2AAE (Y ARA

o7t 25 E)
Table 2. Average recognition rate according to the
combination of data features (when the length of
input sequence is 25)

Combination Data size per frame Averater;etzogmtlon
1,2,3 80 0.9586
1,2 77 0.9357
2,3 14 0.9783
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