A 3R ISSN 1000-9825, CODEN RUXUEW E-mail: jos@iscas.ac.cn
Journal of Software, [doi: 10.13328/j.cnki.jos.006217] http://www.jos.org.cn
O [EI B2 Bt B A1t 5 BT OB A Tel: +86-10-62562563

j]lb\%ﬁiiﬁq:'ﬁXE—a—
x &Y, KB B BY m4F"Y TR, Iig!

(P ERE R AT AN BAE R E SR =, JERT 100190)
YR ERHER KRS FEALER, dEaT 101408)
JEWAER: B/, T % %, E-mail: xiaoming@iscas.ac.cn, hongan@iscas.ac.cn

i B UFRFHPENARANBECEANT L, EMIEFHRFE T 260,542 T RH e Kt

AR A S AN ARG B IAR T EMBEREEA R FEF ST GPU AT F5)89 ik R R, F H 3 i An

REF EBAFT RO AR, 5 KT A 509 3. A L4 ﬁTﬁfJ*%’g‘ijﬂﬁ% SR BN RTEREERA G R G R
RF R X BLNBSHEIH T ST HIRANEENEE REHATHSTF YR LEANT LT R ENRE R, H

EETFHRBEARMTT —F REAYH.

ERIE FEREHEIFREMANRE

FEESES: TP311

sl R TR AR R RN, N E R, A TR EME R E R MR 2021
http://www.jos.org.cn/1000-9825/6217 .htm

5| %3 Zhang W, Lin ZY, Cheng J, Ke MY, Deng XM, Wang HA. Survey of dynamic hand gesture understanding and
interaction. Ruan Jian Xue Bao/Journal of Software, 2021 (in Chinese). http://www.jos.org.cn/1000-9825/6217.htm

Survey of Dynamic Hand Gesture Understanding and Interaction
ZHANG Wei'?, LIN Ze-Yi"?, CHENG Jian'?, KE Ming-Yu'?, DENG Xiao-Ming' , WANG Hong-An'
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Abstract: In recent years, hand gesture has been widely used in human-computer interaction, virtual reality and other fields as an input
channel. Especially with the emergence of advanced technology of human- computer interaction and the rapid development of computer
technology (especially deep learning, GPU and parallel computation technology), gesture understanding and interaction methods have
made breakthroughs. This paper reviews the research progress of dynamic gesture understanding and and typical interaction applications.
Firstly, the core concepts of gesture interactions are elaborated; secondly, the progress of dynamic gesture recognition and detection is
introduced; thirdly, the representative applications of dynamic gesture interaction are elaborated; finally, the future development trend of
gesture interaction is discussed.
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Fig. 1 Classification by gesture dynamics
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Fig. 2 Flow chart of dynamic hand gesture recognition
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RER AN T AT A HEE, Arici 22 NFHEH T —Foink DTW J532%,1% 7 v 38 i 4 4k 34 3 Eexd 56 4
HEAT AL, DA S0k = 4 TR T AR R T 06 - 45 R T 5 R (75 5t T Reyes 28 NP HEH T —Fii/E DTW HEZE
{5 FHRFAEAS L PR T 0 -5 R T R0 7 iR R R T IR -45 K DTW B O 1 3 im oA - B B v H 3 ) 30 38 42
H T RHE IR V.

PR A B A — e 5L T BE AL AR R S 3F [ B AL T 38 5 )7 72 Dong 28 NWHRE T — R 86T T30 iR B R 1)
FE XTI E R RF SRR EEUEMEMER SR8 11 BABRA S ZHEME R T ETEREE M E
{19 2 1 75 190, B8 i 43 5% 4 10 5 AV N R AE S N 31 RF AR gk 47 F 340 51 Song 26 N0 RGB W AR A — i o 1) 15
BB — AR AR SR AR 5 R HOG $2 U AR R AE H i N B SVML R iE 4T 452,

5 LA =) J7 0T U SR E0HE AN v 50 BESRER AN K v B R RS P 18 8 W B TR B S B T vk v B R R
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R HA B AN T 3G RN T B BR B8 o 3 AR S 28 2 ) TR I T © A B RRD (R T BB R S BR 1 3
5T A% G0 0T 35 DR 0 R R W 5 v AT BT S 3 B B A .

2)HE TR FE 2 ST T FAAR AT T Sl 77 %

BT RSN THARMNITE L E S REET LSTM 7 EET CNN K 7.

BT LSTM RefR 4F Hu X T35 i 745 2 HEAT B BORIR 51,25 T LSTM [T 34 R T 8 i ok 1 0 75 v AR T
BT RGB BE M4 HE R 80K, B RGB B R IE R N B LSTM W 48 3 AWl 47, — MRF F CNN P 25 3% it
B Fr B bR AR S R 5 E, 28 I K AW A B A AR AE 7 B % N LSTM.Molchanov %5 A M H — /it 5]
i 1) T SR 24, 1 S R CIDMOBRAR B A WA B R AIE, SR 5 4 IX S FE RN B RN AP 4R U 5 4
fiE, 5 J5 s BE A RNN $i tH 1R E 4L IS softmax /2 A8 # J5 4t A\ £ Connectionist temporal classification(CTC)/Z H M
TSR BUEE A F 358 BER AR B . 45 A0 B A F 342K Camgoz 25 AR HY 7 — SR 48K, X )2 Al AT
FIF CNN SRR B — i A B 296 BRI A A2 XU LSTM 4844.Cui 5 AU 4 F 7 SA0L i 48 40 9 ELAE
T4y BEAR Ak T i AR EUSE In AR ) 4 S R 45 SR Cao S5 AR T — AN — AFRALA T 10 F 35 U0 3
P& EgoGesture 3 H#2H T —~ Recurrent 3D Convolutional Neural Networks %24 1% 444 B o A0 0 A —
Le AT R B, AR S K A A A B A 3DCNN $2 BUREAE , & S5 B 4 i %\ ] — A Spatiotemporal
Transformer(STT)RE Y 1, STT #EHL [ B 112 A 1 # A [t v 1) T 58 AL 2 3] [6] — LA T, AT G2 A 55— A PR
F T BE Sk AR AR 45 1) 5 B S5 R B LSTM SR BUCREAN WEATUR B 2 8] AT I P43 60 F R 42K

F T CNN 73R F A2 U0 AN PR A5 AR 0 42 I 2 45 1) 0 RGB MR A6 i S4B 43 AAE 9 CNIN I 2 f) 7
TN TE RS E J2 Rl B P AN 838 (R R RE S N 1) 43 S8 8% P AT F 543 98 Narayana 2 APOGHE T 1x— 7
%% 545 RGB B % N\ 8BS 46 BRI E 72 4 BUR I =AM 5N AR R % B0 0 v = 3015 BN 42 &
R S BF Bambach 2 A PMe AN 25 D037 05 VR R BUED 25 T 2 R BR 9053k X 35 (action proposal), 2R J5 F1)
CNN WA T35 7 BHRBURHIE I 2 28, 5 5 R B4 v BLI 20 548 00 1 8 e 5 A3 B0 B AW AT TR AR B 4
(] EgoHands %4 /22 1 B0IE 73X 4N J7 vk Rogez S5 NPPHEH T — AN BB BE HIUHR 1R 51 R 455 — B BB TR B A
RGB & B AT HASK A 53, 58 B B FH I 28 SR EURRAE AR 5 T SVML HEAT IR 3 /E 432K Joshi %5 A P3I7E
CVPR2017 H3R 4y J2 DU R 28 04T B0 8 T3R5 Hu 5 AP I T — 4 3D I B M MG T sh & F
FUUN,3D 4 B ERE — A 3D B — > 3D Depth-wise BRI —4 3D Point-wise %R, M 1T B AR A5 52 11
BRI
3.1.2 ETFIHEEMFRRNE FHEMEE

BT F LS T AR 0 077 2 R T80 1) G B S i E B R AT TR A L T 5T RGB EBUHR 540
IF BRI T E, FHEENZE G BRI, E E TR TFRNMNESEEE, 2 —MAEFRK
KIBTE SN TR 2T P ES TR RN ETE N =AND B e, B T 5 S M 5 V3R BT A 5
ROES% 2.3 7)) R, AL GERHIE SR BT VR BUR B2 5 )RR SE U7 R T B0 LS I RRE . 55 4R
HIRFAE SN B 53 2K 38 TP AT F 38 00 B A T F LB T R R0 5B 05 N2 TAE G HLAR 2 2 JiE f TR
FE2E ST T

FET LGNS S 10 75 1538 5 A Fisher Vector(FV)P18E 2 B 7 B 77 ik M 3 HY T B0 48 25 (R, 2R ) A
Fi GMM 50 CRF %5 J5 4R U I 5 RRAE, 55 1 N 53 28 38 H AT T34 73 28 Smedt 5 APOMEFH =AM 8ok 3%
AT ERIE ) 77 S B e E AT 5 0 R4S B, I B A8 H B 8] 4 7 8% (Temporal Pyramid, TP) 77K K&
ANTEV I 18] RUBE L B 3845 LA T FV AT GMMs 77 75K 4 13X e 45 AL, 555 N B SVM ZEAT I 254173 28 Zhao
S NPT T — Rl B T8 3 M0 A T 350 3 5 15 % 7 VAR BT VO R T 38 R R A A — o 2350 7 1) R, PR
i) 4> 755 (TP)R /R F IR Fisher Vector FITFE 75 MI4HIE, 15 21 e 4 (FRHAIE 1] £, 34 N 26 1% SVM 4 2848 33t
475 Boulahia 25 NPT, 500 F0F i 19 = 4 AL br 2L HIF3D RFAE Ko T3 R 0 w15 2, IR
B ) 4 TR SR A AR I RS R B S E SVM X 45 B RFAEBEAT 43 S8 A0 bE T 3R BE 22 51 7 ik AR G322 21 7
VTR R S SR U B A R AR X B RE AR A AT B A VR FE 2% S B Bh B I R 4, AT 8¢ Ji5 4 28 B0 ROR AN G



B S FUEMELELGE 9

&2 3 (9 75 4

FE TR 2] R DT VR T N TR 5 E B NE] RNN 2(# CNN W45 Bl #2338 1743 38 Devineau 55
NI T — AN B AR b 2 00 2% B T 4005 ROl AT Bh 8 T 95 90 98, M 46 R I IR AT B BUL 3T 50/ 427 4.
FEZTT 5 K T35 7 B4 73 B 66 A 1) &, B A B N — A BT =20 KA CNNLAR S #3AE1 CNN Y
it AR A ) A R R SR R AT 43 95 Chen S5 NIOWR T —FiE T3 4245 B0 T34 IR 5018 B REAE 1 5 038 JF
20 W 2% R BT 32 S R AL 1A T 4818 30, B 4 5 38 B R AR 3R s T B B 1 4R I8 3, 08 R K X T2 B RFIE S5
BT A — R\ — A X 3 T #2245 (RNIN), 1T LUK 55 RNN [R38 B RRAE 48 &1 2 2B 1 Rl A AE R B TV E R )
Bl (attention mechanism)E T+ SEHLAL BRI H SR 5 Ab H AU M &, 1A BF 5038 4 6 A B - 953005 415 Hou
26 NOUBEH T Spatial-Temporal Attention Res-TCN 4% ,1% /4 26 76 Il 2k 2 B 45 BN 4 (O [R5 7 — MR 5
TR 228 308 26 AR N 26 vh 45— 5 O B Y BORR AR 28 H — MU, AT SE B 13 R 0 WL B T B R R LS5 B K
2 AT 2 7 vk e R 255 B N T HRIDURRAIE, T 4 N 190 4% 1047 T #5803 Avola % AL R4 51T s 18] 1 £
JEAEHFE, S8 5 S N DLSTM #E47 T3 11 1.
3.2 BRMSFBHRES

9T RS B TS SR HEAT AT S PR LB B S AT SR S T — e T SR B A AR A ]
A TE R TR T A HAR 3R 1 S 7 FARE S TR DL N B 3R 2 TRAIA 1K S AR, T
TR H . SR RATRE A BB, B BB 2R BRI Bl A 2R 5.

Table 1 Publically available dynamic hand gesture datasets with sources, description in Table 2

R 1 N IFA] I Eh 75 T 95 80l 4 L ORI, W 3 2.

Eike R Hhhik

1 ChaLearn gesture data®, 2011 http://gesture.chalearn.org/data

ChaLearn multi-modal gesture http://sunai.uoc.edu/chalearn/

data’®,2013
3 NATOPS aircraft handling signals http://groups.csail.mit.edu/mug/natops/
database™**,2011
4 Sebastien Marcel hand posture and gesture https://www.idiap.ch/resource/gestures/
datasets®**, 2001
5 NVIDIA Dynamic hand gesture dataset’®,  https:/research.nvidia.com/publication/online-detection-and-classifi
2016 cation-dynamic-hand-gestures-recurrent-3D-convolutional
6 GUN-715%, 2015 http://www.gregrogez.net/research/egovision4health/gun-71/
7 EgoHands™", 2015 http://vision.soic.indiana.edu/projects/egohands/
8 DHG-14/28", 2016 http://www-rech.telecom-lille.fr/DHGdataset/
9 SHREC 2017"", 2017 http://www-rech.telecom-lille.fr/shrec2017-hand/
10 LMDHG"®, 2017 https://www-intuidoc.irisa.fr/english-leap-motion-dynamic-hand-ges
ture-lmdhg-database/

11 EgoGesture Dataset’>*’1, 2018 http://www.nlpr.ia.ac.cn/iva/yfzhang/datasets/egogesture.html
12 Daily hand-object actions dataset’*], 2018 https://guiggh.github.io/publications/first-person-hands/
13 The yale human grasping dataset’), 2015 http://grasp.xief.net/

Table 2 Descriptions of publically available dynamic hand gesture datasets, following the order of Table 1
R 2 M AT B A T 9 P A R (5 3R 1 R AR RD)

No. R W RO HE KT R
1 ChaLearn Gesture Challenge, Kinect RGB+Depth MALAS A 3] 1 40 e 3 3
50,000 samples WFH,FHRUZ A5
e kB 1R
2 20 classes, 27 subjects, 13,858 Kinect RGB+Depth+Audio BRHTFETFH A
samples R ENE
3 24 classes, 20 subjects, 9600 Bumblebee 2 stereo RGB+Depth TRALA T A BEAR B ARG

samples camera +mask+pose BT, 0 & Bk
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4 4 classes, 57 samples unknown RGB AWLAE B FH

5 25 classes, 20 subjects, 1532 DS325 and DUO 3D RGB+Depth +stereo-IR VR ZE 5 B 25 0 B A R 1
samples camera A H R

6 71 classes, 8 subjects, 12,000 Intel’s Senz3D RGB+Depth B— AFRIAEN H &I
frames BEMEAL I TS

FN 778977 16 5 A HER

7 4 classes, 4 subjects, 130,000 Google Glass RGB+mask B AP A3t

frames VY Fof e X I AT R B AR,
NLARE T WFEBRER
2 HEHD (mask)

8  14/28 classes, 20 subjects, 2800 Intel Real Sense Depth+pose LTS S
samples Depth camera Ik

9 14/28 classes, 28 subjects, 2800 Intel Real Sense Depth+pose ZHFH QG IRRLE
samples Depth camera S

10 13 classes, 21 subjects, 608 Leap Motion pose L HFH AEWNFFH
samples

11 83 classes, 50 subjects, 24,161 Intel RealSense RGB+Depth THFH AGEHNEFH
samples SR300

12 45 classes, 6 subjects, 1175 Intel RealSense RGB+Depth BB— AFRIAEN H & sh
samples SR300 +posetobject pose {E A0 T A8 BRI 3D

AR RN 25
13 33 classes, 4 subjects, 18,210 RageCams RGB+pose B — AFRIIE S 1E

samples

4 BEFHXENA
FRZH I G R BLSL . B ah 2o St 5 N AL Rt e = ik B B Am S, F AL EH AR

B2 BN H N 3 Fix).

4.1 3D Eif&

FHAAE T 3D @R, AT LAFE vF SHLAE B R 5 b B SR MG 2 L S5 /E A0 & 2k 3D 15 8Y.3D R R
BT NHG B =@ SURm R B8R R BT L B . R e A
L SEEEARXN T AR RS GIE LA, i, F AL 4G H e BB % &, 1T A Rk AT & Fh g 1% 1t
(R RPLBETH %), ML T2 G0 CAD HAR, i T RGN MR 28 BV B A 50 47 fR0 36 2 iR,
4.2 BUBMIAFSHIEIE

BIMNS G HRIERE AR EEAES NR LM RGBT S 0ER . HESA. TSR F5HA
186125 77 X e 52 H R FH A - 45 F SRS BB R LR G bl (6 A & F A48 5 T 45, i S i i s sk A
P Y [8186]

Table 3 Representative gesture interaction interfaces, systems and applications in recent years

K 3 TERA R MR T3 AL H S R G

EA | KL HEA LHITA 5 s
R D 3D BEHEAR. BB RE  LEEHHIRASL. B EREISE AL TSI S ERLIIA S
K. HLggE>] WFEE. KBERE (105 22 48 T 3k LS B RS A 4k 1
BodyAvatar”") 3D #HEH R Kinect 3D M T H, v N B & kR
ik 3D IR
Kevin P. Pfeil 2170 3D RHFEAR Kinect T MG R G0 & 2 FhR T [l T34
Vinayak 2" 3D B AR Kinect 0L P 2 8L 2
HoloDesk!™! £ BEA 235 LR R A &R H R G FH AL AT F g &

Kinect
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Solit**! CER AN E 71 2 2| KT IR A5 FH 2 oK Al 4 F A5 S, e I U 6
B 21 30 =K 21, BE FEAIG
Mimel™ THE LA E AR Mime {8 % % Mime FIF R H R4
Xof e 2R AN BURR A FE v
Barehanded Musict®”! Hlas 3] Depthsense325 {5y BRI RS, HALH TP H, &4
PEA =
SketchingWithHands!®"? 3D @REE AR Leap Motion. F5% SHETF RS AE T H 3D FHEY
i [ ]
ATK™ a2z Leap Motion AT R H
Jian Cui %5 3D EBLEA Leap Motion ¥ Fl Leap Motion 14 i) i 0L 2 155 %
4,0 7 675 % > B ap A
iR 3D EEBLEA Leap Motion W =Y SUERS A R A, EW
{Ef#E. =Rk
Hui Liang % 3D EBLEA Leap Motion ETFRAMAERFE RS
GazeTap™®) AR BRPRERHIAR . il b B MeVisLab R [ A LT i A
7N
GBISPY FRZLHFEA TAEH FHEFE SR BR R R B . AT AE A
T Py 80 MR AR . LR A fi 4z B fAl B R T A A = 4R R
Ry =4 EEBER AR
Shen £:187] FHRZHEAR Leap Motion a8 BT RE I SE 22 .

4.3 HBIE/SM

AR MR T A LR UL 7 5 SRR/ AR % 28 L HE BRI S (VR)/ R SULI0 S5 (AR) 28 ELU®,
R REFE SAUIEHE . HLES ASE BV LR T 42 T S —4Epr BE BB 1A 7,38 2 5 AR. VR 53D 5[]
A2 HL 3K G ) — AN K R 2, LT A B B0 T 95802 TS R R TR SO, AT A A el T BT
SE IR, B T P ) v DA RE S R A O BB ) T35 B iR s T 45 R B T A L A 1) i AT 55, #S
By BRI hR, 8RS B — MR UK X R AR, K 2 BT T 2 B I, 3K R R T 35 ) 7 PV R A PR, PR e 1
2 87 LT R 1% A F A X

FHAEMATELE AR, VR BRES & 7830 200 R 3 SR A 00 00 7 B2 2 F R0 St
TR 8 0 D0 R BLAE B AR IR, 0 B AR T3 TR T7 A B T FARREMRCE, X AKA FER R
Yyt B A ILSE R G N T RES R AR LA NN &% T 58 BOM R A 55

B, HBTHU T CAE Tolk A7 2. SRR R S GUR T 3 20 12 1B LB IR T30 55 ) 465 4
A LN AR AE — 2 1A R B A T f N T 835 B AR B BIUHUAR T b, R AR A5 F 72 55 S0 it 77 T
4.4 JFIEMAITH

e o 2 R B R S AL 5 T 3 TSN T 1) A2 ) R ) OO0 Wl o L SR B RS L R Ge e
WL NS5 X 88 B R 7 o I T3 5 T 5 A R R R BB 5C B T340 IR A M 1 — L8 iE LI
T3 R J 6 A2 S I TR LA, AR T AE AN TIE T3 2 1) 3L B i R F 95 8 iR i 7 9%
I 2 M T LS N B R ) A T B BRI R o 1 T AR 5 I 3 T R L
T E L

VRZE PP ST 2 e o) A £ T P A0 VF 2 B A R SRR R SRR T T T
) 42 3805 S R G, 30 2 AR A Sk T R SE T AT IR, 58 R A S Y A A R A B B AR A 4 BT 52 Bk
(R DRE, B 25 B de 4

TR E AT DU T4 B R R BR 2 40 F P 5 <A i B IR 85 e BRI B 1 B 1R T SEALENL
SN BEAT 22 BN, A2 B 5 3T DLE I 4 R 0T S0 A T, £ T R 5 v A A A ) T A P A
2, 1 3 A T 3 T S 4 o 35
45 FHTHFWH

EEER. REA RIER NGRS ERE T FRMANEIEEMA L. AEENFERE. &
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HHE R 58 T A8 TR AIE B . G155 8 s A X T34 BRI 5 4 22 75 Bk
R, B 25 B F P AR A B AP OR R A E T — AR T A B A A BRI 2 T 5T A TF AT
SENBREE S EE——H I MTFRNAEERGERIN “F7 MEMT A RE BT REN AP FREIATF
9,28 1t B X — T 35 58 BT B 5

Valve Knuckles FAH, N & T SR M6 A% . D0 AL B8 506 I BE AL R, Se It TR P FHfE S
A RS RS R T AR ORIE A TR 87 A RS T LS B R T A B R AR A B F 10
BFITF-Fa 0 T 0 R 77,6 AT DA AR 20 F (A E A A T s /B X 3K F A TR BT L3 IIUE, I 2 FH 46
WEHEEFE LA RFTEARMMBENENTE —EBRE LW T “BEREE” ZXTFEd
SteamVR2.0 #E4TH &4 T I B E 5 R 75 F, o0 Bl A R AR R B R A S AR SNERIIREE s 4 M)
BAR YT EiEd); Z4EmsRRZETHNNEZEE; K NRRFFEMPILEMRE; 338 R%
TR TG R4 A W B T 3R, o) DU 88 R T LA,

Oculus-Quest T4, EE A& VR BB . & TR F 2 A - L4 RFd i VR RS 1z 20 B 42
FREAE NI PSP 1032 BRI, H VR RS _ErARPL AT DUR I P F 54100005 ILF %A, L
WL, WAL fRm . R SE I R AE Unity P& L0 E R e F AR P66 %A gl DL
TR FAMRZHIZ 5 AR

TE VR, AR 45800380, AL 15 4% 1)t B o] B 68 B ARG P P R AT T 35 28 T 2 ) i As
4.6 ETERE

JiE AP 5 T 2 R IR 2 U R A IR 1R L, = 4 3h S T 308 3 3RO 4 7] o N T i A B s N -
1) T 5 B 0L Ak 2 140 B0 S e R0 A B 43 AT T L A ko M A R 0 51 1 T 3 A 0E B T i IR RS 1Y) R
SR BB R BRI SR AT, DA R T 3 Th R AR G i RE VR T B T AR U S
S ORS00SR 2 2R (0 725 SRR o DS 3o S 11 5 2 H0dE AT A0 Ak DASRAS B4R ) B SR TR T 5 3O Ik, BF T = 45
AT IS SR BRI LA B TR S A .

5 RE5WR

FHA— R N EE CAE AN E . RIS U AT 2 72 B, SR T T 1R A 2
Bt S HE LSS BB B B AR SEHLEOR GRS IR FE 2 21« GPU JRAT T 45K Wl A Je, T 3 B A AN 52
BI7 MU 1 SEWE i R R T 95 IR B A il R, A A T T S T R A D ReiE A T
PRI BATE IR 0 AGIOU L5, 76 TR NP X AT A BRI T3 R R — 2

V)i B T BT 35 58 B ST P 48— T 350 B b A ATHE S8 0 T8 25 1 P i 4 RO 0F 9 3 ST AE 20 5 A oA £
FER e et ) o e S URA NG YA GV SE 0 RN ce BURGIN & S HE b o0 e T e B a0 AL

2) H B ARACLAR 82 o 0 58 T35 AN — s ARABL B R WF ) A £ 51 IR AR 5 AR, A 5 58 7 LS RO K (9 H A%, 1T
A $ S X e TAE 5 B 9 AR T 9502 BRI R ik . 5 AR — Sl MR SR RO HE 2R 5 b
7, DU 17 224 25 R8RS W 37 5% R B R AR A (R, T A 0K — 32 5 T R B0 2 3 2 15 A MU A X R A
(B Aik 1 i 52 A8 — HEZR A S A N $5 32

3) U 73 A R I il ALV 5 5 2 A A AT DA B T 4 A U (R IR B T ER A T AN 1 1) A
FHAHRL” (9% 28 AL S bR AR b (b o0 3 0 B T A AR AR O T BOR K R B 7K F 3 T[R4 P45 515
WS S P R RS B 1A% A5 B AR (R P A 3 A B AR AN A [ T X g B 0 SR e
I3 VAR 1 5 T RS B AR AN AT DL s T 5548 52 T AP 4 A T AR X T 5 A g T FR TR K
(e Eo N

YRS FEA A A S TS TR B R AT T35 4R 5 AL BRI BT — B S IR AR X A S O T, T
HA RAEA K I Ak 2, 45 4% A AR R 4598 Ui 0 AN 5. R B8 FC IR SR AE 3 B N 37 3 2 N
PRI BAT B REIARE L, 2 B4R R L
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