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A Study of Human Action Recognition from Video with Depth
Information

TAKUYA KAMIZONO!

SHIGERU TAKANO? KENSUKE BABA?

KAZUAKI MURAKAMI*

Abstract: Lectures such as on-line courses of universities are expected to be improved by an activity recog-
nition of students. As a sensor for observation, this paper focuses on Kinext which can capture the depth
information of an object. This paper is trying to recognize some kinds of actions supposed for students by

3D-data obtained from the depth information.
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