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Abstract: Driven by the background of continuous commercialization of 5G, virtual reality (VR)
technology will have a broad prospect in many scenes of life, and there are already many
applications based on VR technology. However, the input of user commands and real-time
feedback from the system are particularly important if a near-real experience is needed in virtual
scenes. At present, the mainstream command input in VR scenes is usually achieved by the VR
headset with the handle and other hardware, which reduces the immersive experience of the user
in VR scenes because the user needs to operate the handle manually to achieve the relevant action.
In order to make the VR scene suitable for more autonomous and realistic needs, this paper
develops a Leap Motion-based gesture control system with the support of a live streaming
platform, and the experimental results show that the designed gesture control system meets the
basic needs in the live streaming scene.
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