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/ Motivation

An intuitive Ul is crucial for
Immersive VR experiences

R

Using head gestures (like

nodding yes or shaking you
head no) is a natural way to
interact with your surroundings/

Q
/ Future Work \
Extend the approach to recognize

232

other head gestures than Yes and No
Speed up the classification:

&

(like tilting, head rolls, user-defined
e Find a faster implementation of
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gestures)
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e Experiment with a different
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Oculus Sensor Data
(Acceleration, Angular
Velocity, Rotation
Quaternion)

k-Nearest-Neighbor
Classifier with Dynamic
Time Warping as
Distance Measure

Classification

Interactive Demo

Approach

Data Collection

Collected 747
data points from
15 different
people
267 YESs

237 NOs
243 NULLs

Training Error Analysis Evaluation

Forward
Selection with
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Plot learning

curve, precision Evaluate best
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Learning Curve

Time to classify
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Results
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Forward Selection

Chosen Features:

e Acceleration (X, Y, Z)

e Rotation Quaternion (X, Y)
Best k=5

Qualitative Results

e Short or too slow gestures
are often not recognized
=> there are few examples of
this in the collected training

data!
e [nteractive Demo feels
I smooth!
TS Test Accuracy: 85.04%
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