L% T
PACKAGING ENGINEERING

120

$37 % H 4
2016 4F 2 H

4 B BERETSEE AN ERATR

SN, TR, GHIE, HN°
(1. 2T RERF, PEE 7100515 2. PHZE2gilRK2F, P4 710049)

BE: B8 AR ERIE T AL TR ABRE L LS HE R ZARKG P, Tk =BT —F
EALIERGTRASFHRIETN S BEANR L RAG%EH 7k RBEZERFHALLETRALE
Hbk AT TSR oA Rt B EARRE S BB R E ZAA KRS, TR T AT Kinect 89 F 4
BiEGRefe L A i, R T R FHA L L TF S BEANR L EHIEF, &6 T
REI R IR Iy R AR AR 7 R0 R AR 5 T 4917.5%.

XK SEER L HFWHA; 285 APLLR

RESES: TB472 XHEFRIRAS: A XEHE: 1001-3563(2016)04-0120-05

Multimodal Interaction Technology in the Holographic Display and Control
Interfaces

SHI Xiao—long", LI Xiao—ling’, GAO Hong—ni*, HAN Feng'
(1. Air Force Engineering University, Xi’ an 710051, China; 2. Xi’ an Jiaotong University, Xi’ an 710049, China)

ABSTRACT: It aims to solve the problems that traditional cockpit display—control system usually have too much complex
information, which leads to the operators have to take a long time to be familiar with the interface and often cause the low
efficiency.A new method of multimodal interaction system which integrated gesture and speech is proposed under the
holographic display control interface.First, according to characteristics of 3D digital map holographic display and
interaction, the system framework is designed and the task is allocation.Second, an experiment platform is established which
with holographic interface and multimodal interaction, a multimodal interface is designed which can be controlled by gesture
and speech based on Kinect. At last, the 3D digital map can be controlled precisely using multimodal interaction with
holographic display.The experiment shows that the ergonomics of multimodal interaction increases by about 17.5% than
traditional control ways.
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