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Problem 
 
Since the invention of the personal computer, the interface between humans and computers has 
remained relatively unchanged. The keyboard and mouse layout has proven highly effective for 
the majority of use cases, but its mostly-discrete nature greatly restricts the possible ways 
humans can interact with computer applications. 
 
Much of the way we interact with the world requires expressive, free-flowing modes of 
interaction. Activities like playing an instrument, martial arts, dancing, or sculpting often can’t 
simply be described by a series of inputs in the correct order at the correct time. They take place 
in continuous, 3D space—yet, the most complex expression we typically get with a computer is 
the 2D plane that mouse movement provides. 
 
Some solutions exist to address this need, the most notable of these being VR headsets. 
However, these headsets tend to be expensive, large, and lead to feelings of fatigue and nausea 
for many users. As it currently stands, there is no low-cost, low-fatigue, desk-friendly input 
device that allows continuous spatial interaction on PC. Such a device would open new 
possibilities for how users interface with programs while also improving accessibility for those 
lacking in fine motor skills, i.e. limited finger dexterity. 

Solution 
 
We propose a wearable gesture-detecting glove that allows users to interface with computer applications 
through hand and finger motions. This glove will have a wired USB connection (though wireless would 
be ideal, we are omitting it for the sake of scope) with two interfaces. The first interface is an HID 
compliant mouse, allowing the glove to be generally used for regular applications, while the second 
interface streams live 3D movement data to be interpreted by specialized applications. This dual-interface 
approach allows the glove to stand on its own as a general-purpose tool while also granting the 
extensibility to be leveraged to its full potential by specialized applications. 
 
The sensor layout will consist of a 9-DOF IMU placed on the back of the hand for broad movements, 
three flex sensors in the index, middle finger, and thumb, and three force-sensitive resistors (FSRs) on the 
fingertips to detect touch. 
 
Finally, the device will feature on-board DSP on the MCU. It will process raw sensor data and interpret a 
predefined set of gestures, then send those interpreted actions as discrete inputs to the target USB device. 
 



Visual Aid 

 
 

Figure 1: A broad visual overview of the UGI’s functionality 

Criterion for success 
1.​ The system outputs cursor and orientation updates to the host computer with an end-to-end 

latency of ≤ 20 ms for 95% of samples during continuous motion. 
2.​ The system correctly classifies a predefined set of hand gestures with a minimum accuracy of 

90%, measured over at least N = 50 trials per gesture, with a false-positive rate ≤ 5%. 
3.​ A user can complete a predefined navigation task in the testbed application with a success rate of 

at least 80% and a completion time no more than 1.5× that of a standard mouse-and-keyboard 
baseline. 



Block Diagram 

 
Figure 2: Block diagram layout of the overall system 

Solution Components 
 

IMU Unit 
 
Overview: 
 

This IMU will be a 9-axis accelerometer and will be used for detecting broad-phase translational 
and rotational movements of the hand. It will be mounted to the back of the palm, and raw sensor 
data will be sent over SPI to the MCU for processing. The goal is to get an accurate idea of how 
the glove is positioned in space with minimal drifting, if possible. 
 

Subsystem Requirements: 
 
Components: ICM-20948 
 



This subsystem contributes to the overall design by providing information on the glove’s 
translational and rotational positioning. In order for the glove to be useful as a Human Interface 
Device (HID), such as a mouse, this information is essential for providing tracking behavior and 
would be one of the main methods the user would be able to command translational movements 
of whatever software they are controlling. The unit can communicate with SPI and will be 
connected to the microprocessor. 
 
Requirements: 

-​ Must provide high frequency data reporting at 7MHz through SPI 
-​ Must operate with an acceptable level of drift. Must not drift further than 1 inch per 5 

minutes of active usage. Recalibration techniques can remedy minor drift. 

Flex sensors 
 
Overview: 

 
We will mount three flex sensors to the thumb, index finger, and middle finger. They will be 
connected each to an ADC port by voltage divider with a 50kOhm resistor. 0.1uF capacitors will 
be used for noise reduction. Input from these flex sensors will be used for detecting specific hand 
positions. 

 
Subsystem Requirements: 
 
​ Components: Adafruit Industries Short Flex/Bend Sensor 
 

The flex sensors must show detectable change in resistivity for the entire human range of 
extension. This need not be a specific value, but must be enough that the firmware can reasonably 
detect it with the right mapping of ADC input to flex amount. After hardware de-noising, 
fluctuations from noise must be less than 5% of the total detection range. 

 

Touch sensors 
 
Overview: 
 

Three force-sensitive resistors will be attached to the tips of the thumb, index finger, and middle 
finger. Similar to the flex sensors, they will be wired to ADCs with voltage dividers (22kOhm) to 
be read by the MCU. Used for detecting pinching, tapping, and pressing. 
 

Subsystem Requirements: 
 
Components: Geekcreit FSR402 Force Sensitive Resistor 
 



The force sensitive resistors serve the purpose of capturing the data required to sense how the 
user utilizes their fingers to gesture. They must provide an accurate reading that should avoid hitting false 
positives. They are an analog component so will require the use of an Analog-to-Digital converter on our 
Microprocessor. They provide a range of 0.2N-20N which should be sufficient for our use case. 
Ultimately the challenge would be positioning them mechanically in a way that best captures the user’s 
intended motion. If that positioning is not done precisely, it will be hard to guage what the user’s intended 
gesture is regardless of how good the software is. 
 

Microprocessor 
 
Overview 

 
This microprocessor takes as input all of the aforementioned sensor data and sends USB as 
output. The processor itself has been chosen for its DSP capabilities, as processing sensor inputs 
and identifying them as gestures will constitute a considerable portion of this project. Attached to 
the PCB will be a USB port for connecting to a computer, over which identified gestures are sent 
as inputs to the computer. 
 
This is also where most of our design decisions will be integrated. For example, the IMU is prone 
to drift, meaning we’ll have to make UX decisions that mitigate its influence, i.e. only moving the 
mouse when a finger is down on the desk. 

 
Subsystem Requirements: 
 
​ Components: STM32F405 Microprocessor 
 

The microprocessor’s requirements are primarily in terms of its specs. The microprocessor we 
have chosen has sufficient RAM for DSP (> 32kb), appropriate operating speeds (8MHz external 
clock from crystal oscillator) and appropriate peripherals (> 6 ADC ports, SPI port, excess GPIO 
pins). 

USB Connection (Power and Serial) 
 
Overview: 
 
 

The USB connection will be integrated directly into the PCB of the device. It will have a USB-C 
port and all the standard considerations for a USB connection. This includes decoupling 
capacitors, a pull-up on the D+ pin (done in software), and an external 8MHz crystal oscillator. It 
will act as the 5V power supply to the device, and an LDO will be used to convert this into the 
expected 3.3V for the chip. 

 



Subsystem Requirements: 
 

Components: 8MHz crystal oscillator, REG103GA-3.3 voltage regulator 
 
The USB port must reliably supply 5V to the whole device, and the voltage regulator must be 
able to supply 3.3V to the rest of the device. The USB connection must be able to communicate at 
full speed (12 Mbps) within 2 seconds of connection to the host device. It must be recognizable 
by windows/mac/linux without the installation of external drivers. Reports sent to the host device 
must be transmitted at a rate that latency is undetectable by humans, minimum 100Hz.  

 

Physical Frame 
 

Another important aspect of the project will be the physical design itself. In order for our project 
to be even moderately successful, it has to be wearable. This presents the unique challenge of 
designing a glove that is both comfortable and can house the electronic components in a way that 
does not impede movement. 

Associated Software 
 

This is not a part of the actual project, but a testbed to demonstrate its capabilities. We will use 
Unreal Engine 5 to create a very basic flight simulation that allows for controlling the plane with 
orientation of the user’s hand. 
 
For basic testing, we will also have a barebones program that receives gesture inputs and prints 
them to the screen when received over serial. 

Tolerance Analysis 
 

The area of the project we foresee being the greatest risk factor in terms of proper functionality is 
the drift and noise of the IMU. It connects to the very core functionality of the device and 
characteristically tends to have data that is very difficult to work with.  
 
For the sake of testing, we will quantify this through a “drift per gesture” statistic, given by final - 
initial - measured difference. We will aim to minimize this statistic for both translation and 
rotation, and will account for it with periodic re-zeroing and user calibration. 

Ethics, Safety, and Societal Impact 
Section II subsection 7 of the IEEE standard states that engineers must “treat all persons fairly and with 
respect, and to not engage in discrimination based on characteristics such as race, religion, gender, 
disability, age, national origin, sexual orientation, gender identity, or gender expression.” Two 



characteristics that would greatly affect our users’ ability to use this product are hand size and 
handedness. We will need to take care in our design decisions to make sure our product is accessible to as 
many people as possible. Exact solutions to this issue will require iteration through the design process, but 
possible avenues include making multiple hand sizes, making left-handed and right-handed gloves, or 
making the components mount to the hand in a way that accounts for all ranges of hand sizes instead of a 
typical fabric glove. 
 
The safety concerns of this device are a subset of those of a typical virtual reality headset. Any technology 
that requires the user moving around physically in a room poses a risk to themselves, their environment, 
and those around them. This is particularly true when the application involves a high degree of activity or 
fast, sudden motions. Not only could this result in harm from accidentally striking the environment or a 
nearby person, but individuals with cardiovascular issues may also be put at risk of heart complications by 
high activity. These are risks inherent to any physical activity and we cannot completely nullify them 
through our design, but we intend to include appropriate warnings with our product to encourage safe 
usage. It is also worth noting that these risks will be slightly magnified for this first iteration of our design 
due to the wired connection, which increases the risk of damage to surroundings and poses a potential 
strangling hazard. As this design decision has been made out of necessity for the sake of completing the 
project within course deadlines, we will not be addressing it this semester, but the goal for a finished 
product would be to have a wireless connection to improve both usability and safety. 
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