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EXEcuTrivi SUMMARY (FOR INTERNSHIP )

ABSTRACT (FOR PROJECTS)
The Virtual Paint Brush is

an innovatjve program created to allow natural and

interactive painting interactions lhrough the use of live hand gesture detection.

Conventional digital art instruments depend on input tools such as a mouse or stylus,

which

frequently restrict accessibility and creativity. This project overcomes these

restrictions by introducing a hands-free system that utilizes computer vision methods

to recognize hand gestures and interpret them as painting actions.

This application offers real-time recognition of gestures, allows for dynamic color
selection from a virtual palette, provides adjustable brush sizes, and offers gesture-
based controls for advanced interactions such as erasing and resetting the canvas. This
project demonstrates the use of computer vision algorithms in real-world scenarios

with Python and OpenCV, providing precision, user-friendliness, and flexibility.

The findings emphasize the possibility of gesture-driven interfaces in digital artistic
expression. This project has the potential to be expanded to include augmented reality

(AR) and multi-user collaboration, which would make it appropriate for educational

and professional settings.
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