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Abstract

After launching the new home-use game console-“XBOX 360 with Kinect”
in 2010, Microsoft really proposed a whole new concept into this market. It’s the
first time that we try to introduce the gesture technology into consumer
electronics purpose. By means of collecting and calculating the depth data from
the object, gesture technology could help people interact with the machine
without any further equipment. In such long time, we always expect a much more
humanized interface to control those electronic devices around us. The occurrence
of Kinect really proposed an innovative solution in using gesture technology.

Besides, more and more new applications of gesture technology came out
rapidly in a short time. That’s the reason that more and more manufacturers
placed emphasis on the development of this technology. However, “what is the
key point of the gesture technology™ and “what 1s the feature of its supply chain”
is still an unsolved question.

In this research, we will discuss the development of the gesture technology
and find out the coopetition among those makers. The conclusion will not only
provide for the government to establishing the policy, but also provide some new

ideas for the manufacturers to shape suitable business strategies.
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