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ABSTRACT: Hand recognition plays an important role in human interaction with computers. As we see that there are
so many technological advances happening as biometric confirmations that we can often see on our smart phones,
similarly recognizing hand touch is a modern way of interacting with computers that is, we can control our system by
displaying our hands in front of the web camera and hand recognition Based on this perspective this paper is presented.
This paper provides a detailed description of the algorithms and methods for acquisition and visual mouse.

1.INTRODUCTION

Computer Mouse is an input tool that helps to identify and interact with any identifier. There are many types of mouse
in the current trend, there is a mechanical mouse that combines a single rubber ball that can rotate in any direction and
the movement of the mouse is determined by the movement of that rubber ball. Later the mechanical mouse was
replaced by the Optical Mouse. The Optical Mouse contains a lead sensor to detect movement of the cursor. Years later
a laser mouse was introduced to improve precision and to overcome Optical Mouse obstacles. Later as Technology has
greatly expanded wireless mouse was introduced to enable free mouse movement and improve accuracy.

No matter how much the accuracy of the mouse increases but there will always be mouse limitations as the mouse is a
hardware input device and there may be some problems like mouse click malfunction and so on, as mouse is a
hardware device like any other visual even mouse . As technology grows everything becomes virtualized like speech
recognition. Speech recognition is used for attention and to translate spoken language into text. Thus, Speech
Recognition can change keyboards in the future, Similar to Eye Tracking which is used to control the mouse pointer
with the help of our eye. Eye tracking can replace a mouse in the future.

1.1. Scope:

Eye tracking used to control the mouse pointer with the help of our eye. Eye tracking can replace a mouse in the future.
Touch can be of any kind such as a hand-held image or a pixel image and any given shape that requires a little
computer complexity or the ability to make the necessary tools for visual acuity. Various strategies are proposed by
companies to obtain the information / data needed to recognize hand-held touch models. Some models work with
special devices such as data gloves devices and color caps to develop complex information about the touch provided by
the user / person.

1.2 Objective:

Manual Activity plays an important role in human interaction with computers. As we see that there are so many
technological advances happening as biometric confirmations that we can often see on our smart phones, similarly
recognizing hand touch is a modern way of interacting with computers that is, we can control our system by displaying
our hands in front of the web camera and hand recognition Based on this perspective this paper is presented. This paper
provides a detailed description of the algorithms and methods for color acquisition and visual mouse

1.3 Purpose:

As technology grows everything becomes virtualized like speech recognition. Speech recognition is used for attention
and to translate spoken language into text. Thus, Speech Recognition can change keyboards in the future, Similar to
Eye Tracking which is used to control the mouse pointer with the help of our eye. Eye tracking can replace a mouse in
the future.

Touch can be of any kind such as a hand-held image or a pixel image and any given shape that requires a little
computer complexity or the ability to make the necessary tools for visual acuity. Various strategies are proposed by
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companies to obtain the information / data needed to recognize hand-held touch models. Some models work with
specialized devices such as data gloves devices and color caps to create complex information about the touch provided
by the user / person.

ILLITERATURE SURVEY

Multi-point Interactive Whiteboards are available using Wiimote [4]. Features IR pen, computer with Windows XP
(installed with Microsoft .NET framework, Wiimote Connect system and Wiimote Whiteboard software), wiimote
control, beamer with adjustable 1024 x 786 pixels Here the wiimote controls track the infra-red source on the white
board and send the information to the PC via Bluetooth. The tutorial comprises a Wii-motebased multi-touch
instructional station, a white Wii-mote-based interactive board and a Wii-mote-based input modification tool [5].
According to a literature study, most

people use Wii-mote to configure it as a visual tag.

Many visible tags are available in the market, but can only be used as markers. A high-level processor is used to
process data and is used as a visual marker, but can perform additional functions such as mouse functions. Its power is
not fully utilized in its operating capacity and that is why the product is less crowded and more expensive in terms of
market price compared to labor.

INL.METHODOLOGIES

In this project we will be using the Agile Software Development methodology to build a system. The said method is
one of the most common waterfall models that helps the project team respond non-predictably with increasing and
repetitive work. It promotes flexible planning, evolutionary development, early delivery, continuous development, and
promotes rapid and flexible response to change. The following describes the principles of the Agile Software
Development methodology:

« Satisfy customer satisfaction with the timely and continuous delivery of effective software, Encourage necessary
changes.

* Active software is regularly delivered.

* Ongoing interaction between stakeholders and developers

* The project is developed by willing people.

* Encourage informal meetings.

* Performance software is a key measure of progress.

* Continuous development, capable of maintaining a steady pace.

* Continued attention to technological efficiency and good design

* Simplicity

* Organized groups
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* Constantly adapting to changing circumstances
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Figure: Agile method

The reason for choosing this method is because Virtual Mouse is still considered in the launch phase, which means it
still needs a lot of research and development before it can enter the market. Therefore, this project requires a complete
yet repetitive planning and collected needs where the life cycle will be constantly reviewed in order to re-evaluate the
project direction and eliminate the ambiguity of the development process, and at the same time accept the change in
needs. , which improves flexibility and flexibility. In addition, due to the fact that the Virtual Mouse app is highly
functional for users, this project requires ongoing customer cooperation, as it is important in gathering relevant
requirements in all aspects. This is why a flexible approach is the best way to improve a project.

The following describes the phases within the agile methodology approach:

Planning

Complete planning will be done at this stage where existing programs / product, in this case, the physical computer
mouse will be reviewed and studied to identify existing problems, comparisons of problems will be made to compare
which problems are most important and need better. The purpose of the framework and scope will be identified in order
to provide an alternative solution to the problem.

Needs Analysis

A section that collects and interprets facts, diagnoses problems and recommends system development. At this stage, the
collected problem statements will be analyzed in detail to find the right solution or at least improve the proposed
system. All proposed solutions will be converted into requirements where they will be documented in terms of
requirements..

Design

The specification of the requirements of the previous section will be considered and prioritized to determine which is
the most important requirement where the most important requirement will be prioritized. After the study, the system
configuration will be adjusted as it helps to define the overall structure of the system and to determine the hardware and
software requirements.
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Structure

The stage where the actual coding occurs. With reference to inputs from system configuration, the system will be
upgraded based on prioritization requirements. However, because we use an agile approach, the advanced system will
be considered a prototype system where it will be integrated and tested by users.

Testing

The stage at which a prototype system passes through a test series. The prototype system will start with integration
when the features of the previous repetition cycle are added to the most recent cycle. After integration, the prototype
system will be carefully evaluated by users to determine if they are satisfied with the latest delivery, project completion
depends on whether they receive it or not. If users require additional features or modifications, a feedback loop will be
created, which will lead to further adjustment of requirements and features which will be recorded and documented in
the requirement analysis section in the next iterations.

IV. CONCLUSION

This model can end up using computer vision topics such as open CV, can create color masks using color-changing
techniques and improve mouse movement through specific 'mouse-like' packages that will be used to move the mouse
using links linked to the detected color. This can provide easy access to many other systems and applications. An open
CV therefore helps users with a variety of accessible models that will make life easier.

Touch recognition provides the best interaction between human and machine. Touch recognition is also
important in developing other forms of communication. It enables one to communicate with the machine in a natural
way. Touch recognition can be used in many applications such as sign language recognition for the deaf and hard of
hearing, robot control etc.

This technology is widely used in the fields of Augmented reality, computer graphics, computer games,

prosthetics, and biomedical instruments. Digital Canvas is an extension of our system that is gaining popularity among
artists, where the artist can create 2D or 3D images using Virtual Mouse technology using a hand as a brush and a
Virtual Reality kit or monitor as a display set. This technology can be used to help patients who have difficulty
controlling their organs. In the case of computer graphics and gaming this technology has been applied to modern
gaming consoles to create interactive games where human movement is tracked and interpreted as commands.
A key feature in modern e-learning is the development of teaching methods using dependent technology smart products
to have better communication too communication between teacher and student. By harvest this, people have proposed a
virtual mark; but proposed the product is more intended than brand and can be used equally like a mouse. Therefore
test HID functions for high end microcontroller also increase its use by increasing its volume operation is performed
and the desired results are available.

V.FUTURE SCOPE

The development of these methods and models is really great. The color detection model can be improved if we want to
identify a particular color in a color image. And the mouse movement can be improved in such a way that it acts like a
real mouse that will help us run the system without touching the system keyboard or mouse. The development could be
in the form that it could be training at CNN that would help a better model.

Models can be developed in a variety of ways using the latest packages such as ‘pyautoGUI” which will help us provide
instructions that will identify the input and perform a specific function in the system. So if any different color is
detected you can do a special task or if an input from the user will open any specific folder easily without performing
any actions, a simple touch can do the job.

REFERENCES

[1] Guoli Wang, (2010). Optical Mouse Sensor-based Laser Spot Tracking for HCI Input, 2015 Chinese Intelligent
Systems Conference Procedures: Volume 2, pp.329-340.

[2] Anna De Liddo, Agnes Sandor, et.al, (2012). Opposed Collective Intelligence: Rationale, Technology, and Personal
Machine Annotation. Computerized Collaborative Work (CSCW) Volume 21, Issues 4-5, pages 417-448.

IJIRCCE©2022 | AnISO 9001:2008 Certified Journal | 5058


http://www.ijircce.com/

International Journal of Innovative Research in Computer and Communication Engineering

ke )| A ISSN: 2320-9801, p-ISSN: 2320-9798] www.iji Impact Factor: 8.165
SmK | e- : - , p- : - | www.ijircce.com | [Impact Factor: 8.165 |
| Volume 10, Issue 6, June 2022 ||

| DOI: 10.15680/IJIRCCE.2022.1006017 |

[3] Rashmi Adatkar, Ronak Joshi, et.al, (2017). Virtual Mouse, Imperial Journal of Interdisciplinary Research (IJIR),
Vol-3, Issue-4.

[4] Arul. V. H, Dr. Ramalatha Marimuthu, (2014). Research on Speech Recognition Technology, Journal of Computing
Technologies, Volume 3 Issue 7, pp 2278 - 3814.

[5] Aniwat Juhong, T. Treebupachatsakul, et.al, (2018). Smart eye tracking system. 2018 International Workshop on
Advanced Image Technology (IWAIT).

[6] Guojen Wen, Zhiwei Tong, et.al, (2009), Human-machine interaction in machine tool. International workshop on
smart programs and applications. pages 1-4.

[7]1 S.D. Bharkad, et.al. (2017). International conference on computer and communication systems, pages 1151-1155.
[8] Litong Fan, Zhongli Wang, Baigen Cail, et.al (2016). Surveillance algorithm for tracking multiple objects. 2016
IEEE International Conference on Information and Automation (ICIA)

[9] Pritpal Singh, B.B.V.L. Deepak, Tanjot Sethi and Meta Dev Prasad Murthy (2015). Real-Time Object Detection
and Tracking Using Color and Movement Feature. International Conference on Network Communication and Analysis.
[10] G. Saravanan, G. Yamuna, S. Nandhini (2016). Real-time implementation of RGB to HSV / HSI / HSL and its
distorted space models. 2016 International Conference on Symbol Communication and Analysis (ICCSP).

[11] Artificial Intelligence [Online]. Available at: https://en.wikipedia.org/wiki/Artificial_intelligence

[12] Machine learning [Online]. Available: https://en.wikipedia.org/wiki/Machine_learning [13] Open CV [Online].
Available: https://opencv.org/

[14] Convolution Neural Networks [Online]. Available at:
http://www.wikipedia.org/wiki/Convolution_neural_networks

[15] Pyauto GUI [Online]. Available: https://pyautogui.readthedocs.io/en/latest/[16] Hacking Nintendo Wii Remote
Control, www.computer.org/pervasive/ lee2008.pdf

[17] http://procrastineering.blogspot.com/2008/09/working-with-pixartcamera-directly.html

[18] Youth (ARM M4), https://www.pjrc.com/teensy/

[19] Johnny Chung Lee, http://www.wiimoteproject.com/ Johnny Chung Lee- Projects - Wii.pdf

[20] Recently Nyean Cheong, Wen Jiun Yap and Mun Leong Chan, “Costeffective wiimote-based technology has
improved teaching and learning platform ”, Second International Conference on Teaching and Learning (ICTL) INTI
University College, Malaysia, 2009

[21] Nintendo, Consolidated Financial Highlights, www.Nintendo.co.jp/ir/pdf/2008/080124e.pdf, 24 Jan. 2008,

[22] Murgial, R Wolff2, P M Sharkeyl and B Clarkl, “The least expensive optical tracking interactions focused on
CAVE using the Wii Far ", Proc. 7th ICDVRAT with ArtAbilitation, Maia, Portugal, pp104-109, 2008

[23] Andreas Holzinger, Selver Softic, Christian Stickel, Martin Ebner.“Nintendo Wii Remote for Higher Education:
Development and Evaluation of e-Teaching Consultation Kit ”,Graz University of Technology,

IJIRCCE©2022 | AnISO 9001:2008 Certified Journal | 5059


http://www.ijircce.com/
https://pyautogui.readthedocs.io/en/latest/
http://www.computer.org/pervasive/
https://www.pjrc.com/teensy/

‘ INTERNATIONAL
d i STANDARD
gl 4 SERIAL
\% SPACE - sref l NUMBER
SJIF Scientific Journal Impact Factor Ccros L INDIA
Impact Factor: 8.165

NISCAIR

INTERNATIONAL JOURNAL
OF INNOVATIVE RESEARCH

IN COMPUTER & COMMUNICATION ENGINEERING

(%) 9940 572 462 (2) 6381 907 438 £ ijircce@gmail.com

r :.-'.4.' £ H
WWW. “lrcce.cnm Scan to save the contact details



	ABSTRACT: Hand recognition plays an important role in human interaction with computers. As we see that there are so many technological advances happening as biometric confirmations that we can often see on our smart phones, similarly recognizing hand ...

