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Design and Implementation of Thangka Image Interaction
Based on Kinect
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Abstract; As the art treasure of Chinese excellent traditional culture, the promotion and inheritance of Tangka culture has always been

concerned. There are many limitations in the traditional way of Thangka culture display. The high production cost, precious raw materials
and regional differences restrict the development of Thangka culture to a certain extent. The combination of modern science and

technology with traditional culture and the dissemination of Thangka culture through the new interactive way of somatosensory interaction
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barbola operation of barbola Thangka is realized by gesture control, and the barbola results are saved in the personal mobile device by
motivate users to recognize and promote Thangka culture.
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can effectively avoid the shortcomings of traditional display methods and promote Thangka culture better. The Kinect somatosensory

device of Microsoft is used to collect the user’s bone information in real time, and the collected data is transmitted to the Unity3D

interactive scene through the intermediate plug—in in this system. The interactive interface controlled by gesture is displayed, and the

scanning the QR code. The new style of somatosensory interaction can not only stimulate users” interest in Thangka culture, but also
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