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Abstract

We apply augmented reality as a new media in business activities in order to publicize enterprise
culture and active scene atmosphere. Based on the technology of human body part recognition, we
construct an augmented reality system and elaborate the key technology about the recognition of
human body part based on color and depth images. At the same time, we explain the technical
scheme about the construction of virtual reality interactive display system based on human body
part recognition, validate the advantages and disadvantages of using the two technologies to iden-
tify the human body and the effect of interactive augmented reality systems in business applica-
tions.
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Figure 1. The recognition distance of close range mode
L ERENIRFIREE

DOI: 10.12677/csa.2017.711124 1103 THENUR 5 N H


https://doi.org/10.12677/csa.2017.711124

feiig 5%

1:.. D == Ei , \/ \jj |_] EE ES
kinectig#& LT Bt E
! L . IR (RS 5

YNIBRIRIEES - 0.8m-4m StrEETE

IAREHSEE (BIT4migEss ) MARE LA
WHRL, ESBBNAINEDNTE
AEBNBNMZEENARE, BILER
R LAgEakA

RAEEE: 1.2m-3.5m

Figure 2. The recognition distance of prospect mode
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Figure 3. Modules of system function
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Figure 4. System flowchart
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Figure 5. The effect of following animation
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