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Gedan BaraiAge Uke
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 Karate Kata is composed of moves.

 Moves must be done in a certain way.

 Common mistakes:

 Joints Angle.

 West Rotation.

 Hand Position.

 Leg Position.
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 Kinect support the tracking of up to 6 people.

 Kinect supports the tracking of up to 25 joints.

 Each joint is identified by its name.

 Each joint has its coordinates (X, Y, Z).

 The skeleton has 2 tracking states (Tracked - Not Tracked).



PROBLEM STATEMENTS
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Enhancing the Classification Accuracy of karate kata, 

providing Real-Time Feedback and taking into consideration 

the Different Speed And Body Proportions.



SYSTEM OVERVIEW DIAGRAM
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SEQUENCE DIAGRAM
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CLASS DIAGRAM
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DECORATIVE DESIGN PATTERN
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 Intention:

 Attach additional behavior or state to entire 

class.

 Usage:

 Creating dynamic report system for better 

customizations.



OBSERVER DESIGN PATTERN
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 Intention:

 Define a one-to-many relation between objects so when an object changes its state, all other dependents are 

updated automatically.

 Usage:

 To automatically notify users with any comment on their moves.



DATABASE DIAGRAM
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DESIGN RATIONAL
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 Algorithms:

 KNN (Unused): Can be used to solve both classification and regression problems but 

becomes significantly slows as the size of that data grows.

 FDTW (Used):Able  to  find  an  accurate  approximation between  two  time series.



PRE-PROCESSING

 Get Xbox Kinect(s) Readings.

 Data Filtering.

 Data Interpolation.

 Data Normalization.

 Feature Selection.

 Data Segmentation.
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PROCESSING
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 Fast Dynamic Time Warping:

 Is an algorithm for measuring similarities between two signals.

 Signals may vary in speed.

 Ecludian equation was used to compute the distance.



EXPERIMENTS
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 The system has been tested with a Karate player 

from Al Ahly Sporting Club.

 The system has been tested on the following 

moves:

1) Age-Uke.

2) Mae-Geri.

3) Gedan-Barai.

4) Soto-Uke.

 The player made each move and its common 

mistakes 10 times.



RESULTS
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 The average accuracy is 90%.

 We noticed that accuracy decrease with 

leg moves.



GUI (GRAPHICAL USER INTERFACE)
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PAPER SUBMISSION & ACCEPTANCE
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DELL PHASE ONE ACCEPTANCE
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DELL FEEDBACK
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DEMO
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