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ABSTRACT Myoelectric control has been used predominantly in the field of prosthetics, but is an
increasingly promising hands-free input modality for emerging consumer markets such as mixed reality.
Developing robust machine learning-enabled EMG control systems, however, has historically required
substantial domain expertise. This has presented a significant barrier to entry for researchers, impeded
progress in EMG-based interaction design, and contributed to the perception that such systems lack the
robustness and intuitiveness required for real-world use. To overcome these challenges, we present LibEMG,
an open-source Python library for performing offline EMG analyses and developing online EMG-based
interactions. By abstracting the challenges and nuances surrounding myoelectric control, including hardware
interfacing, data acquisition, feature extraction/selection, classification, post-processing, and evaluation,
we eliminatemany of the significant barriers limiting the exploration of this technology. Combining expertise
from the prosthetics and human-computer interaction communities into a shared library, extensive examples,
and documentation, we provide researchers with an accessible tool to accelerate research and improve
reproducibility in myoelectric control. In doing so, we aim to facilitate the exploration of this technology,
particularly outside prosthesis control, to unlock its potential as a widely applicable hands-free input
modality. Documentation: https://libemg.github.io/libemg/.

INDEX TERMS EMG, electromyography, toolkit, library, myoelectric control, gesture recognition.

I. INTRODUCTION
Myoelectric control – the control of a device using the
electrical signals generated during muscular contractions –
has had a long and successful history in prosthetics for the
control of powered prostheses. By placing surface electrodes
directly on the skin (i.e., surface electromyography (EMG)),
the electrical signals produced during muscular contractions
can be recorded, processed, and passed to machine learn-
ing algorithms [1]. These algorithms can then differentiate
between contractions, effectively turning the human body
into a readily-available controller, where muscle inputs are
associated with interactive device commands.

The associate editor coordinating the review of this manuscript and

approving it for publication was Gang Mei .

Although the first myoelectric control systems were devel-
oped in the 1960s for prosthesis control [2], the technology
did not garner interest for ‘general-purpose applications’ until
the early 2000s [3], [4], [5]. Notably, in 2014, the land-
scape of myoelectric control was drastically altered through
the release of the Myo Armband, the first widely available
and affordable surface EMG wearable band [6]. This com-
mercially available device, which had pre-built software for
enabling gesture recognition, paved the way for an influx of
EMG research in human-computer interaction (HCI), pro-
pelling myoelectric control to new bounds. This can be
attributed to the fact that this device lowered the entry barrier
and enabled non-domain experts (such as HCI researchers)
to explore this technology for various interactive systems.
However, with the discontinuation of the Myo Armband,
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no ‘killer’ application on the horizon, and relatively immature
gesture recognition capabilities, the progression and interest
in consumer applications of myoelectric control dwindled,
at least until recently.

Driven by the growing need to compute in rich environ-
ments such as mixed reality, myoelectric control has regained
interest as a general-purpose input modality [7]. Its potential
convenience, intuitiveness, and subtlety make it a partic-
ularly attractive solution for readily-available input within
ubiquitous computing environments. However, while this
technology is potentially more applicable than ever, signifi-
cant barriers exist to its adoption and exploration, particularly
outside prosthetics. For the continued development, progres-
sion, and maturation of myoelectric control for general-
purpose use, it needs to once again be made accessible to
a broader research audience. Correspondingly, we present
LibEMG, an open-source toolkit for exploring myoelectric
control.

LibEMG is an open-source Python library that aims to
facilitate the development of myoelectric control systems,
particularly for non-domain experts. To alleviate the barri-
ers hindering the exploration of this technology, LibEMG
abstracts many challenges associated with developing myo-
electric control systems, including data processing, hardware
interfacing, feature extraction/selection, classification, post-
processing, and evaluation. Through its creation, LibEMG
makes this space accessible to a broader range of researchers
and practitioners, regardless of their expertise with EMG, sig-
nal processing, and machine learning. Moreover, LibEMG’s
documentation describes the API and provides explanations,
background, and pointers that additionally support expertise
acquisition. We also developed LibEMG based on the cur-
rent state-of-the-art practices from the myoelectric prosthesis
literature and enable extended functionality and control for
more expert users. Through this flexibility, we hope that
LibEMG will serve as a powerful tool that can be adopted by
developers, students, and researchers whose experience with
EMG ranges from novice to expert.

II. BACKGROUND
A. ELECTROMYOGRAPHY
Electromyography (EMG) is a measurable representation of
the electrical activity resulting from the contraction of a
muscle. While multiple methods exist to measure these phys-
iological signals, such as through skin-implanted needles and
wires [8], surface EMG is the most common due to its conve-
nience and non-invasiveness [1]. By measuring, processing,
and passing the signals to machine learning algorithms, ges-
tural intent can be converted to interactive commands for
hands-free myoelectric control.

Initial myoelectric control schemes (i.e., conventional con-
trol) took a one-muscle one-function approach for device
control [1]. By placing electrodes on antagonistic muscle
pairs (e.g., the flexor and extensor forearm muscles) and
activating a controlled device when the amplitude of the

signal passed a predefined threshold, amputees could control
one function of a prosthesis (e.g., opening or closing a hand).
While these initial systems were simple and reasonably
effective, they required complicated mode-switching (i.e.,
the co-contraction of both antagonistic muscles) to increase
the input space (e.g., to switch a prosthesis between wrist
rotation and hand-open/close modes). In turn, learning to use
conventional control systems effectively was challenging and
required extensive training [9]. To increase the intuitiveness
and effectiveness of these control schemes, researchers turned
to approaches based on ‘‘pattern recognition’’ (i.e., machine
learning) [10], [11], [12], [13].

By using multiple electrodes to measure EMG across
several muscle sites [8], pattern recognition leverages the
synergistic behaviour of muscles when they are contracted.
Machine learning algorithms can categorize repeatable and
separable muscular inputs into classes (i.e., unique con-
tractions), which can act as input commands to a device.
For prosthesis control, these classes have traditionally cor-
responded to physiologically appropriate inputs (i.e., where
the recognized contraction corresponds to a similar device
control). For example, the hand open and close classes would
correspondingly open and close the prosthetic device. Con-
tinuously classifying these contractions based on predefined
window size and increment (i.e., update rate) to control a
prosthesis in real-time, as proposed by Englehart and Hud-
gins [10], is the foundation of today’s commercially available
pattern recognition-based myoelectric control (e.g., Coapt1

and Ottobock2).
Modern day continuous myoelectric control schemes can

be summarized in four stages, as highlighted by Scheme
and Englehart [1]: data preprocessing, windowing, feature
extraction, and classification. First, EMG enters the sys-
tem, and unwanted noise (i.e., signal contaminants), such
as powerline interference and motion artifact, is filtered.
Next, due to the stochastic and random nature of EMG,
it is split into windows (i.e., a predefined amount of data
samples) with specified increments (i.e., the time that elapses
before capturing the next window). For prosthesis control,
the window size and increment are short [14] (in the order
of milliseconds) to enable continuous and constant control
over a device, enabling amputees to micro-adjust their pros-
thesis. In the third step, features are computed from each
window to increase the information density of the under-
lying signal before being passed into a machine learning
algorithm that differentiates between them and outputs a class
label corresponding to one of the N classes used to train
the system. Finally, these outputs are converted into device
commands and combined with proportional velocity-based
control approaches [15] – where contraction intensity dic-
tates the device speed – enabling amputees to control their
prostheses.

1https://coaptengineering.com
2https://www.ottobock.com/
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B. EMG IN HCI
The success of leveraging EMG for prosthesis control ulti-
mately led to its exploration by HCI researchers in the early
2000s [3], [4], [5], [16], [17], [18]. Before this, surface EMG
devices were cost-prohibitive, tethered, and primarily used
for medical purposes. Additionally, the release of commer-
cially available wearable devices, such as the Myo Armband
in 2014 [6], made the exploration of this technology for novel
hands-free interactions possible for the broader research
community. Since then, myoelectric control has been lever-
aged for various general-purpose applications such as piano
augmentation [19], drone control [20], gaming [9], hands-
full input [21], and mixed reality interactions [22]. Simul-
taneously, the HCI community has also contributed novel
work and applied their expertise to inform prosthetics-related
research through training tools [9], [23], [24], alleviating
phantom limb pain [25], and improved prosthesis design [26].
However, regardless of the uptake and interest in this technol-
ogy, both commercially [27] and academically, the adoption
of myoelectric control for general-purpose use is still lim-
ited [7].
From understanding the physiology underlying the

stochastic EMG signal, the processing techniques required
for its interpretation and the machine learning needed for
classifying user intent, myoelectric control is inherently com-
plex. In turn, developing control systems with real-world
viability is challenging. This presents a significant barrier,
especially for researchers and system developers unfamiliar
with this technology, and may even dissuade some from pur-
suing it completely. Recent work by Eddy et al. [7] supports
the notion that a considerable challenge to the adoption of
EMG is that its robust exploration is challenging, and design-
ing control systems requires considerable EMG-specific
domain knowledge. In turn, they emphasize that to facili-
tate the eventual adoption of EMG for general-purpose use,
its principled and well-informed exploration must be made
accessible to the broader research community, including HCI
researchers. In particular, they highlight the need for toolkits
that enable non-domain experts to explore this technology.
This would enable research practices around interactive
general-purpose EMG applications to mature, and it would
allow researchers outside prosthetics to contribute and apply
their expertise to advance prosthetics-focused research in new
directions.

C. TOOLKITS
One solution to improve accessibility for complex areas of
research is through the development of toolkits. Ledo et al.
defines toolkits as ‘‘generative platforms designed to create
new interactive artifacts, provide easy access to complex
algorithms, enable fast prototyping of software and hard-
ware interfaces, and/or enable creative exploration of design
spaces’’ [28]. Many toolkit examples exist for facilitating
research, such as for exploring electrical muscle stimula-
tion [29], haptics [30], mixed reality development [31],

autonomous driving [32], and outlier detection [33]. More
specifically, several toolkits have been developed for ges-
ture [34], [35], [36] and activity [37] recognition using IMU
sensors and cameras. However, to the best of our knowledge,
no toolkits (other than EMBody [38] and BioPatRec [39])
exist for facilitating the development of myoelectric control
systems.

Although an excellent starting point, EMBody’s contri-
bution stands primarily in its open-access hardware design
and goal of enabling HCI researchers to explore EMG as an
input modality. However, EMBody’s limitation is that it was
created with a predefined and rigid myoelectric control sys-
tem. For example, by default EMBody only supports a single
classifier (SVM) and feature (root mean square). We believe
that a library for designing and developing myoelectric con-
trol schemes should include robust signal processing, feature
selection and extraction techniques, algorithmic implemen-
tations, and effective evaluation opportunities. Moreover,
it should be usable and facilitate the thorough exploration
of myoelectric control through shared datasets and hardware
integration.

BioPatRec, an EMG toolkit released in 2013, was an early
attempt within the prosthetics community to create a shared
platform for myoelectric prosthesis control research. Cor-
respondingly, the release of this toolkit and its associated
dataset led to many contributions within the prosthetics field,
highlighting the impact these tools can have on a research
community. However, while this toolkit supports offline and
online analysis, various classifiers, and features, its rigid UI-
based structure, lack of support for commercial hardware,
focus on prosthesis control, and requirement for Matlab
licensing mean its adoption outside of prosthesis control
research (such as in HCI venues) never occurred.

In this work, we lean on EMBody and BioPatRec as con-
ceptual starting points and extend their use in new directions
guided by experts from both the prosthetics and HCI fields.
We strive to expand upon the foundational work of both
tools and provide a new tool for enabling robust EMG-based
interactions through a feature-rich library grounded in the
latest research in prosthetics and inspired by widely used
libraries such as scikit-learn [40] and LIBSVM [41].

III. LibEMG DESIGN
We designed LibEMG with the primary goal of enabling
researchers outside prosthetics to explore myoelectric control
as a robust and reliable hands-free input modality for general-
purpose applications. We also hope that it serves as a new
scalable platform upon which ongoing advancements in myo-
electric control can be built. By combining the expertise of a
prosthetics lab and an HCI lab into a shared library, we have
created a common resource for exploring and evaluating
EMG-based interactions. After outlining the pipeline archi-
tecture, each module was designed, developed, and tested
independently. For several modules, including the Feature
Extraction, Feature Selection, and Filtering modules, source
code used as part of previously published work from our
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FIGURE 1. The six main steps (modules) of the pipeline for developing EMG-based interactions using LibEMG. The dashed borders indicate that the
module is an optional step in the pipeline.

labs was leveraged as a starting point. Additionally, through
the design and development of ongoing studies, the set of
examples (see Section V), and feedback from others within
and outside the lab, the library incrementally evolved until
we felt it had the reliability, flexibility, and usability required
for deployment. We hope that through the release of this
library,myoelectric control can continue tomature to the level
required for its widespread adoption within the consumer
market.

A. DESIGN GOALS
In this section, we highlight and explore the four design goals
that guided the development process of LibEMG: usability,
accessibility, reliability, and reproducibility.

1) USABILITY
Several factors, from signal processing to machine learning,
make the design and development of EMG-based interac-
tions challenging. LibEMG strives to abstract these compli-
cations and reduce the domain knowledge required for the
robust exploration of this technology. Moreover, it simul-
taneously enables the development of more complicated
interactions for expert users that may have more familiarity
with myoelectric control. With this in mind, the goal was to
develop a highly usable library to support a wide spectrum
of potential end users (from novices to experts). Correspond-
ingly, a significant usability requirement of LibEMG was a
robustly documented API3 with several working demo sys-
tems. We modeled this documentation after scikit-learn [40],
a popular Python library for machine learning, and examples
from previous works published in IEEE and ACM venues.
Moving forward, this documentation (including the user
guide, API, and examples) will act as a living extension of this
paper. Additionally, we promote usability by having default
integration with common EMG devices (initially we support
four: the Myo Armband, Delsys Trigno/Avanti, SIFI Bioarm-
band, and gForcePro+ EMG Armband), and inclusion of an
initial collection of pre-recorded datasets. Ultimately, this
reduces the overhead typically required for exploring this
technology and enables the community to focus on design-
ing interactive systems rather than on the control schemes
themselves.

2) ACCESSIBILITY
To ensure an accessible library for all interested researchers,
LibEMG is implemented in Python, is fully open source,

3https://libemg.github.io/LibEMG/

requires no licenses, is publicly documented, and is operating
system agnostic. We chose Python as it is free, easy to use,
popular, and has become a common environment for machine
learning – a fundamental component of deciphering user
intent from EMG. Not only is all the code4 open-source, but
the library itself is available for download via PyPI (i.e., pip
install libemg). Additionally, due to themodular nature of this
library, we have made each pipeline component accessible to
developers. Therefore, the entire pipeline pictured in Figure 1
or any of the individual blocks can be leveraged based on the
developer’s needs.

3) RELIABILITY
One major limitation of previous work is that control systems
have often lacked the perceived robustness and intuitiveness
required for consumer-level use. Due to the challenges of
processing and handling EMG, developing reliable control
systems is inherently challenging. Therefore a goal for this
library was to facilitate the design of myoelectric control
systems beyond the standards set of other EMG toolkits, like
EMBody and BioPatRec. To achieve this goal, LibEMG was
designed and developed by HCI researchers experienced with
numerous interactive technologies, system evaluation, and
toolkit research. Additionally, it was co-developed by domain
experts with years of experience implementing myoelectric
control systems for powered prostheses. By providing a reli-
able tool for designing and developing myoelectric control
systems, shared across both HCI and prosthetics, we hope
this technology can finally mature to a level where it can
complement or even compete with other hands-free input
modalities such as computer vision or IMU-based inputs.

4) REPRODUCIBILITY
While reproducibility has recently garnered increased atten-
tion from the research community [42], [43], it is inherently
challenging for EMG-focused research for several reasons.
Different hardware, datasets, algorithmic implementations,
and signal-processing techniques make the validation, cor-
roboration, and extension of work difficult. This is especially
true when the data and code are unavailable, making the
reproduction of results challenging or sometimes impossible.
Inevitably, this makes building off of previous work difficult
and limits the uptake and maturation of this technology.
LibEMG strives to bridge this gap and promotes repro-
ducible research in several ways. First, we include several
datasets (see Section III-C2) to facilitate the comparison of

4https://github.com/libemg/libemg
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techniques on a standardized baseline. Secondly, the develop-
ment pipeline acts as a form of documentation for understand-
ing the implementation details of a particular control system.
Thirdly, by providing developers with a shared tool for
recording data, we can improve consistency among datasets,
improving the reproducibility of results.We hope that through
the development of a shared library, LibEMG can indirectly
promote the advancement toward more reproducible research
around myoelectric control.

B. CORE MODULES
As depicted in Figure 1, LibEMG consists of six core
modules: Data Handling, Filtering, Feature Extraction, Fea-
ture Selection, Classification, and Evaluation. These steps
are consistent with those proposed by Eddy et al. in [7] for
developing myoelectric control systems for general-purpose
applications. In this section, we explore the functionality and
purpose of each of these modules. Note that this section is
simply an overview of each module, highlighting a subset
of their functionality. A more thorough overview of each
module, including additional functionality, can be found in
LibEMG’s API documentation.

1) DATA HANDLER
When developing myoelectric control systems, EMG data are
required to train models, make real-time predictions, and run
analyses. The job of the DataHandler module is to deal with
and process all of this data, which is either stored in offline
datasets (through the OfflineDataHandler) or streamed in
real-time (through the OnlineDataHandler).
When performing offline analyses, a significant up-front

time investment is writing the code to parse through a dataset,
accumulate the contents of each data file, and store them in
memory correctly. This is especially true for publicly avail-
able EMG datasets, as they often adopt completely different
file and folder structures and naming conventions. We have
greatly reduced the challenges associated with this process
through theOfflineDataHandler. Using regular expressions,
we simplified the process of accumulating data files and
extracting metadata when it is contained in the file path.
For example, in dataset/participant_1/training/R_1/C_1.csv,
we can accumulate all files and then split the data into differ-
ent participants, training/testing sets, reps, and classes, since
all of this metadata exists in the file path. Also built into the
OfflineDataHandler is the ability to split data into windows of
a specified length and increment, as is typical for myoelectric
control. Although this tool is not fully compatible with all
data formats, we analyzed and took motivation from several
pre-existing datasets. Data in other formats, such as .mat
files, can be converted to compatible datasets by converting
the files to a compatible (.csv or .txt) format. We took this
approach to interface the Nina Pro datasets (i.e., we convert
the .mat files to .csv files). Conveniently, when creating
datasets with LibEMG, data are saved in a consistent format
by default, standardizing the overall data storage process.

FIGURE 2. Hardware agnostic architecture implemented to abstract the
collection of real-time EMG data.

The OnlineDataHandler is responsible for collecting,
processing, and storing all EMG data streamed from a device
in real-time. As depicted in Figure 2, the architecture consists
of twomain components, a UDP streamer, and aUDP listener.
Since these two components are mutually independent and
run in different processes (i.e., threads), this architecture is
hardware agnostic and acts as a middle layer between the
library and the hardware device. Therefore, for any device not
integrated into the library already (e.g., a custom hardware
setup), a simple UDP streamer (see Section III-C1) can be
created to connect a device and leverage the toolkit’s func-
tionality. The job of the UDP streamer is to continuously
listen to an EMG device for new data. Often this data is
streamed over BLE-enabled devices such as the Myo Arm-
band. For every new sample of data (a single reading across
a set of channels/electrodes), the UDP streamer writes it to
a pre-specified UDP port, and the UDP listener continuously
listens on this port and updates an internal buffer with the
new data. Ultimately, these data are used for several purposes,
such as creating datasets, making predictions, or depicting
real-time visualizations. Furthermore, to reduce the burden on
developers using this library, we have implemented the UDP
streamers for some common hardware (see Section III-C1).

2) FILTERING
The Filtering module of LibEMG is crucial for designing
systems with consistent performance across various situ-
ations (e.g., during electrode shift or in the presence of
powerline interference). As the EMG signal is stochastic,
we want to minimize external sources of noise common in
real-world use that can overshadow the gesture-specific infor-
mation required to decipher user intent. For example, EMG
measurements are often inundated by powerline interference
(50/60 Hz noise) due to proximity to wired electronic devices
and the human body acting as an antenna. Further, during
movement of the limb and, correspondingly, measurement
equipment, the contact characteristics between the electrodes
and the skin change, resulting in low frequency (<20 Hz)
motion artifacts to the signal. The Filtering module was
designed to remove this frequency-localized noise from the
signal and improve the downstream classification.

Filtering can be applied as a stand-alone component on
data external to the pipeline, can be used directly on datasets
through the OfflineDataHandler, or can be passed to an
OnlineDataHandler to perform filtering on a live stream of
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FIGURE 3. A built-in visualization of the effect of a fourth-order notch filter for powerline interference removal on the time series and frequency
spectrum of a single EMG channel.

data. The filter component requires first installing the desired
filters and provides an easy way of designing the filters
through passing in dictionaries with interpretable keys like
name (e.g., notch, lowpass, highpass, bandpass, or bandstop),
cutoff (i.e., the boundary of where the filter operates), and
order (i.e., the rate at which energy is removed from the
frequency band). Although LibEMG supports the exploration
of a variety of filters, it also includes a method to install a
set of filters recommended in prosthetics research to combat
common noise sources, such as the aforementioned powerline
interference and motion artifact. Figure 3 shows the effects
of the filtering module on removing 60 Hz powerline inter-
ference in the time domain (i.e., the evolution of the EMG
signal over time) and frequency domain (i.e., the energy of
the signal across frequencies).

Another form of signal conditioning supplied through the
filter component is channel-wise standardization. For stan-
dardization, the mean and standard deviation of each channel
is computed from an OfflineDataHandler and stored for later
transformations. The standardization can be helpful for deep
learning applications where the ideal range of input values is
near -1 to 1; however, establishing a uniform range for inputs
will also make the default parameters of feature extraction
arguments more viable (see Section IV-C).

3) FEATURE EXTRACTION
After collecting, filtering, and segmenting the data, fea-
tures can be extracted from each window using the Feature
Extraction module to increase the information density of
the underlying EMG signal. Numerous studies have ana-
lyzed features, and their combination (i.e., feature sets), for
optimal performance [44], [45], [46], [47]. Understanding
the optimal features/groups to use can often be challenging
and even daunting. Moreover, after deciding on the feature
set, implementation poses a significant programming burden.
To alleviate these challenges, we provide developers with
a list of 50 features (see Table 1) and 11 feature sets (i.e.,
combinations of individual features that have been identified
as beneficial combinations in previous work; see Table 2).
All features included are from the frequency domain, time
domain, or time-frequency domain and have been suggested
for myoelectric control in prior work. Additionally, each
feature’s implementation has been thoroughly validated and
tested. Since this module stands independently from the rest

of the pipeline, it can be leveraged to extract features from
any time series, EMG or non-EMG related. Finally, as part
of this module, LibEMG includes a function for visualizing a
variety of projections (e.g., PCA) of the feature space (see
Section IV-A). This tool is useful for reducing the dimen-
sionality of a dataset down to two dimensions to facilitate
visualization.

4) FEATURE SELECTION
The Feature Selection module provides an optional assess-
ment after data collection to provide developers with a means
to search for an information-dense subset of features (not
unlike the aforementioned feature groups) from the features
provided in the library. Six metrics for feature group opti-
mization, based on sequential forward selection, are incor-
porated by default within the library: accuracy, active error,
repeatability index, separability index, mean semi-principal
axis length, and feature efficiency [68]. The output of this
component provides a feature ranking and the associated
metric values, which can be used to decide the set of features
for classification. Essentially, this module can select a feature
group that optimizes one of the aforementioned metrics for
a given problem. Although optional, this module is ideal for
more complex analyses that require custom-tuned feature sets
or feature comparisons.

5) CLASSIFICATION
To enable the classification of a diverse set of muscle-based
inputs, researchers have turned to machine learning tech-
niques. Using the features extracted from the Feature Extrac-
tion module, algorithms can discriminate between muscle
patterns. To facilitate this process, LibEMG’s Classification
module wraps the popular Python library for machine learn-
ing, scikit-learn [40]. This provides access to robust algo-
rithmic implementations for expert users, as they can pass in
all the same parameters accessible through scikit-learn, while
simultaneously alleviating the challenges for those with less
experience by incorporating default parameters. An exam-
ple of these parameters includes the optimal k-value for a
KNN classifier. We also acknowledge that many researchers
will have custom algorithm implementations, including deep
learning models, that they wish to use within LibEMG’s
pipeline. To accommodate this, we designed the EMGClas-
sifier module to accept any classifier as long as it follows
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TABLE 1. List of features available to be extracted and used as input to the classification module.

TABLE 2. Feature Sets: Predefined groups of features that have been identified in previous work as being useful for classification purposes.

the scikit-learn standard and has a .fit(), .predict(), and
.predict_proba() function. Therefore, with minimal effort,
custom classifiers can be passed to the pipeline to leverage
its functionality.

This module can be split into the EMGClassifier and the
OnlineEMGClassifier. The main difference is that the Onli-
neEMGClassifier leverages the OnlineDataHandler to read
live data and output real-time predictions over a pre-specified
UDP or TCP port. Additionally, it handles the buffering of
windows, feature extraction, and prediction streaming. This
socket-based design enables any application, includingmixed
reality devices such as the HoloLens, to leverage the output
from the library through a UDP or TCP protocol. In contrast,
while the EMGClassifier is for running offline analyses and
is partially a wrapper for scikit-learn, its true advantage is that
it has post-processing built in. The goal of post-processing is
to improve the classifier’s decision after a prediction by lever-
aging additional contexts such as confidence (i.e., rejection)

or previous predictions (i.e., majority voting). Currently,
LibEMG supports rejection (i.e., rejecting decisions with low
confidence) [69], majority voting (i.e., applying a majority
vote to the past N decisions) [70], and proportional control
(i.e., outputs a speed between 0-1 corresponding to the con-
traction intensity) [15].

6) EVALUATION
Evaluating myoelectric control systems is challenging, and
although there is a tendency to favour offline evaluation (i.e.,
recording contractions and evaluating classification accuracy
using previously collected data), recent work suggests that
these offline analyses are not necessarily representative of
online usability [68], [71], [72]. For myoelectric control sys-
tem evaluation, this is especially true outside of lab-based
settings where several factors, including varying limb posi-
tion [73], fatigue [74], and electrode shift [67], ultimately lead
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FIGURE 4. The supported hardware (at time of submission). From left to right, the (1) Myo Armband, (2) SIFI Labs Bioarmband, (3) Delsys
Trigno and Avanti, and (4) gForcePro+ EMG Armband.

to varied EMG signals and system degradation. Regardless,
offline analysis is commonplace in prosthetics research due to
ease and accessibility, the expense of prosthesis fittings, chal-
lenging hardware setups, and difficulties recruiting amputee
participants. This has influenced the evaluation of general-
purpose applications, since running online studies adds addi-
tional complexities to studies. As a result, there is currently
an over-reliance on offline metrics, such as classification
accuracy, for evaluating these systems. With this in mind,
the Evaluation module provides developers with a common
set of offline evaluation metrics for running offline analyses.
While these metrics may not fully predict the real-world via-
bility of a control system, they are valuable for control system
tuning (i.e., testing different parameters such as the window
size/increment, classifier, or rejection) before deploying the
system. This enables developers to optimize their control
systems using offline data before running online usability
studies.

Although this module focuses on the offline evaluation
of control systems, researchers should use it with its lim-
itations in mind. Moving forward, there needs to be more
of a focus on evaluating the online usability (i.e., how a
system performs when the user gets to interact with it) of
a designed control system. As this technology continues to
progress toward its use for general-purpose applications, sys-
tem evaluations will inevitably become application specific.
For example, a control system designed to navigate a menu
should be evaluated for that particular use case. Generally,
the best method to evaluate control schemes is to deploy the
system and evaluate its use with user-in-the-loop feedback
(i.e., where the user gets feedback and makes decisions based
on the control system’s output). LibEMG provides all of
the functionality to do this through the OnlineEMGClassi-
fier. Additionally, we provide a full testing environment in
a version of the ISO 9241-9 (pointing device assessment
– Fitts’ Law test) [75] (see Section V-D), which has been
adopted in prosthetics research for evaluating the online
performance ofmyoelectric control systems (bymapping par-
ticular muscle contractions to the movement of an onscreen
cursor).

C. SUB MODULES
To provide developers with access to convenient functionality
that is not part of the core pipeline, we present a group

of sub-modules: streamers, datasets, and data collection.
We explore the functionality of each of these sub-modules
below.

1) STREAMERS
With the current state of myoelectric control for general-
purpose use and the commercial discontinuation of the
Myo Armband, a range of different sensors are used across
research labs. Some have custom hardware setups, oth-
ers use expensive biomedical-grade equipment, a few have
access to un-released commercial devices, and many con-
tinue to use the discontinued Myo Armband. Developing
an interface for all these different technologies would be
unfeasible, so instead, we designed LibEMG to be hardware
agnostic. However, to facilitate the development process and
improve usability, LibEMG includes a streamers sub-module
(see Figure 4), to interface with commonly used hardware
including the Myo armband, SIFI Labs Bioarmband,5 the
gForcePro+ EMG Armband,6 and the Delsys7 Trigno and
Avanti. Therefore, anyone interested in using these devices
can interface with them directly through the library’s API
with a single function call. These streamers are simply pre-
defined code for streaming data over UDP, adhering to the
architecture defined in Section III-B1. As new EMG devices
are released to the public and become widely adopted, the
library will be updated to support them.

2) DATASETS
While EMG dataset repositories currently exist, such as Kag-
gle,8 Physionet,9 and IEEE Dataport,10 no previous work
has integrated them directly into a library that automatically
downloads, extracts, and loads them into a pipeline for even-
tual classification. Ultimately, this alleviates many of the
challenges associated with interfacing datasets, including the
significant up-front time investment. LibEMG provides four
datasets by default, with plans to incorporate more in future
releases. This dataset integration was a crucial design consid-
eration, as the overhead required for parsing and downloading

5https://sifilabs.com/bioarmband/
6http://www.oymotion.com/en/product32/149
7https://delsys.com/
8https://www.kaggle.com/
9https://physionet.org/
10https://ieee-dataport.org/
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FIGURE 5. The three main components of the data collection module. From left to right: (1) the gesture library consisting of 35 distinct HCI gestures, (2)
the main menu of the data collection screen, (3) the data collection screen.

data from different locations is a significant burden. Including
a shared repository of datasets for all researchers to use serves
two purposes: (1) it makes accessible the exploration of this
technology for researchers that do not have the time or means
required to acquire or interface datasets, and (2) it serves as a
common set of data (or baseline) for researchers to compare
their results, improving transparency and reproducibility in
this field. The datasets currently supported in LibEMG are
summarized in the API documentation. To comply with data
usage permissions, the Nina Pro datasets must be downloaded
manually from their website.

3) DATA COLLECTION
Data Collection is used to acquire data (i.e., datasets) for
future offline analysis or to train a model for real-time inter-
actions. Usually, this occurs through screen-guided training,
where users are prompted with a particular image represent-
ing a contraction that they elicit for a predefined amount
of time. Typically these prompts last between two to five
seconds and are repeated for several repetitions. In general,
more repetitions lead to more variability and, in turn, better
models, but they come at the cost of tedious training. LibEMG
enables this data collection through a simple user interface
pictured in Figure 5. In this data collection UI, developers can
customize the number of reps, time per rep, and time between
contractions. Once these values are selected, this module will
record the live data from the OnlineDataHandler and save
them in csv files for future processing.

Additionally, with the release of LibEMG, we provide a
standardized gesture repository,11 consisting of 35 gestures,
including both static (i.e., photos) and dynamic (i.e., videos)
gesture representations. For example, the wrist-flexion class
is represented in its static form as wrist flexion through an
image and its dynamic form (i.e., a wrist flick) through a
video. This ensures consistency among studies reliant on
data collection and reduces the requirement for manually
acquiring these images or videos. These gestures can be

11https://github.com/libemg/LibEMGGestures

downloaded directly from the GitHub repository or through
the API by specifying a set of indices (where each gesture
is associated with a unique index). Additionally, LibEMG
supports the use of custom images for added flexibility and
convenience. In turn, this provides developers with all the
tools required for simple screen-guided training to acquire
EMG data.

IV. OFFLINE DEMONSTRATIONS
While LibEMG strives to facilitate the development of online
interactive systems, offline analysis is nevertheless crucial.
Inevitably, the creation of robust interactive systems starts
at the algorithmic level before funneling down to the online
control system. This process of testing different algorithms,
features, and filtering strategies on offline data before deploy-
ment is referred to as control system tuning. In this section,
we present four offline demonstrations: (1) a simple intro-
duction to offline analysis, (2) a more thorough review of
LibEMG’s features and feature sets on a Nina Pro database,
(3) a method for extracting optimal feature parameters, and
(4) a deep learning example. These demonstrations serve as
a starting point to highlight some of LibEMG’s functionality
for running robust offline analyses and system optimization.
A more thorough walkthrough of each example, including
step-by-step design and code, can be found in the API docu-
mentation:

(A) LibEMG_OneSubject_Showcase
(B) LibEMG_Feature_Showcase
(C) LibEMG_FeatureOptimization_Showcase
(D) LibEMG_DeepLearning_Showcase

A. SIMPLE OFFLINE ANALYSIS
One goal of LibEMG is to enable the initial exploration of
myoelectric control systems with minimal setup time. In this
example, we demonstrate the core functionality of LibEMG
through a straightforward offline analysis of a single partici-
pant by leveraging the OneSubjectMyoDataset. We compare
the classification accuracy, active error, and instability of five
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FIGURE 6. Offline accuracy of the individual features and feature sets included in LibEMG computed for a single subject in the NinaPro
DB8 dataset. Blue bars represent individual features and red bars represent feature sets.

classifiers (LDA, SVM, KNN, RF, and QDA) on a five-class
problem: hand open/close, wrist flexion/extension, and rest.
Six reps (i.e., three trials) are used for training and six reps for
testing. The classification accuracies achieved using the HTD
feature set were 98.5%, 97.6%, 97.7%, 98.0%, and 98.9%
respectively for the LDA, SVM, KNN, RF, and QDA classi-
fiers. Additionally, we demonstrate some of the visualization
functionality of the library by plotting the PCA feature space,
exemplified in Figure 7. This is a common approach used
in machine learning research to visualize a dataset’s feature
space by reducing its dimensionality to 2D (i.e., two principal
components).

FIGURE 7. The PCA feature space of the OneSubjectMyoDataset
representing the training (.) and testing data (+).

B. FEATURE AND FEATURE SET EVALUATION
A major benefit of LibEMG is the robust library of validated
features and feature sets. When designing a control system,
choosing the best subset of features for a given problem is
challenging because of the large number and combination of
options. Only a small subset of features should be used at
run-time to minimize computational complexity and redun-
dancy. While this subset can be determined automatically
using the feature selection module (section III-B4), designers
can also manually assess which of the individual features
and feature sets are beneficial as a first step during the con-
trol system tuning stage. For an example of such a process,
a popular finger movement dataset (NinaPro DB8) was used
to demonstrate a simple offline analysis of the accuracy of
individual features and feature sets. Although classifying the
different motions within this dataset is challenging due to the
many classes required to represent both flexion and extension
of the digits, Figure 6 shows the accuracies obtained using
rather naive models based on single features and the included
feature sets. Although this initial offline performance would
not necessarily be viable for a real-world control system,
it could be improved by filtering, constructing a more robust
feature set, optimizing the parameters of the feature extrac-
tion module, or implementing more advanced classification
models. Note that this example can be easily extended to
different datasets, as highlighted by the analysis of Nina Pro
DB2 in the same repository.

C. DETERMINING OPTIMAL FEATURE PARAMETERS
Although myoelectric potentials typically range from the
micro to milli-volt range, different devices amplify raw
potentials to different ranges. Inevitably, this impacts the
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feature extraction module as it relies on predefined param-
eters (such as the threshold for slope sign changes). Since
the feature extraction module was optimized for the Delsys
Trigno and Myo Armband systems, some features reliant on
these thresholds may not be optimal on different hardware.
We recommend tuning these default arguments used by the
feature extraction methods to get the best performance possi-
ble. In this example, we leverage the 3DCDataset to demon-
strate the feature parameter tuning process. The Willison’s
amplitude (WAMP) feature is commonly used in myoelectric
control and corresponds to the total number of times the
magnitude of the derivative exceeds some specified threshold
within a window. Selecting an appropriate threshold for this
feature can drastically influence a system’s performance. So,
in this example, we provide the foundational process for
optimizing feature parameters, a useful strategy in general for
feature parameter selection. To do this, we iteratively test a
range of thresholds, and through a visual inspection, we can
make an informed selection of the ideal value. From Figure 8,
the optimal WAMP threshold of 92 resulted in an accuracy
of 89% on the validation set and 84% on the test set which
was drastically higher than other valid (non-error returning)
potential threshold values.

FIGURE 8. The accuracy of different WAMP threshold values.

D. CUSTOM CLASSIFIERS: DEEP LEARNING
In the past offline examples, the library relied on classifiers
from the scikit-learn package to perform gesture recognition;
however, a custom classifier can also be integrated into the
pipeline if it has a fit, predict, and predict_proba method.
As an example of integrating a custom classifier, a PyTorch
convolutional neural network (CNN) that operates directly
on the raw windowed signals, as opposed to hand-crafted
features, was used within the EMGClassifier object. The first
four trials of the OneSubjectMyoDataset were used to train
the model weights, and the fifth trial was used as a validation
set. The performance on the held-out sixth trial was 95%
accuracy, 5% active error, and 2% instability. While this

was a custom classifier, it could still use the post-processing
techniques provided by the EMGClassifier object, such as
obtaining a proportional control output or improving perfor-
mance metrics using rejection and majority vote. By adding
a rejection threshold of 90% confidence and a majority vote
window of three samples, the performance was improved
to 97% accuracy, 3% active error, and 0% instability while
rejecting 14% of the inputs.

This simple deep learning example can be extended to
more challenging problems, like cross-user gesture recog-
nition which tries to maintain the accuracy achieved by
within-subject models while not requiring the end-user to
provide their own data. Prominent strategies like adap-
tive domain adversarial neural networks [76], [77], subject-
specific normalization [78], and few-shot supervised domain
adaptation [79] have shown early success in this area. More-
over, with the flexibility to update model weights online,
related research areas like adaptive supervised strategies [80]
or reinforcement learning [81] can be explored.

V. ONLINE DEMONSTRATIONS
In this section, we present five online (i.e., real-world)
demonstrations of LibEMG: (1) a simple continuous control
scheme to play Snake, (2) cross-platform use for a myo-
electric training game in Unity, (3) proportional control to
interface a mouse and play an online game, (4) an ISO Fitts’
evaluation tool for assessing the online performance of dif-
ferent classifiers, and (5) controlling a menu in mixed reality.
The goal of these demonstrations is to highlight LibEMG’s
functionality and provide a starting point for future work.
An in-depth walk-through of each example, including code
and design decisions, can be found in the API documentation:

(A) LibEMG_Snake_Showcase
(B) LibEMG_Unity_Showcase
(C) LibEMG_Cursor_Showcase
(D) LibEMG_Isofitts_Showcase
(E) LibEMG_MixedReality_Showcase

A. SIMPLE CONTINUOUS CONTROL: SNAKE
Continuous control [10], where decisions are generated based
on a predefined parameter such as a time increment, is the
current commercial standard approach to prosthesis control.
These decisions are governed by the window size (i.e., the
number of samples) and the increment size (i.e., the number
of samples advanced before extracting a new window). For
prosthesis control, a classifier makes a prediction for each
window of data, typically on the order of 150-200 millisec-
onds, to provide amputees the responsiveness required to
micro-adjust their prostheses. In this example, we leverage
this type of control for a common HCI application – gaming.
To do this, we created an adapted version of the traditional
snake game using Pygame, a game development library for
Python. The player can move the snake up, down, left,
and right using hand open/close and wrist flexion/extension
muscular inputs. The goal of the game is to navigate the

87390 VOLUME 11, 2023

https://github.com/libemg/LibEMG_Snake_Showcase
https://github.com/libemg/LibEMG_Unity_Showcase
https://github.com/libemg/LibEMG_Cursor_Showcase
https://github.com/libemg/LibEMG_Isofitts_Showcase
https://github.com/libemg/LibEMG_MixedReality_Showcase


E. Eddy et al.: LibEMG: An Open Source Library to Facilitate the Exploration of Myoelectric Control

environment without the snake bumping into thewall or itself,
growing the snake as large as possible by eating food.

FIGURE 9. Leveraging continuous control to play a simple Pygame
rendition of Snake.

B. CROSS PLATFORM USE: UNITY
It may be desirable to use technology platforms other than
Python to develop applications that leverage myoelectric
control. For example, applications might be developed in
another programming language, such as C#, or on a com-
pletely different device, such as a mixed-reality headset or a
microcontroller. In this example, we interface LibEMG with
Unity, a 3D game development environment that is widely
used for VR/AR applications. To accomplish this, the Onli-
neEMGClassifier communicates over UDP or TCP, meaning
any environment or programming language that can open a
standard socket interface can communicate with LibEMG.
This example shows how to leverage the library in a simple
Unity game (The Falling of Momo [9] – borrowed from the
work done by Tabor et al. ) to create a myoelectric training
game for amputees. In this fall-down style game, players can
move the character left or right using wrist flexion/extension
and jump over barriers by making a fist.

FIGURE 10. Interfacing a myoelectric training game (The Falling of Momo)
in Unity.

C. PROPORTIONAL CONTROL: MOUSE INTERFACE
Combined with continuous control, proportional velocity-
based control systems control the speed of an action based
on the contraction intensity. For example, an amputee using
this type of system can open their prosthetic hand very slowly
by performing a soft hand-open contraction. When it comes
to continuous movements, such as prosthesis control, or in
this example, cursor control, proportional control can dras-
tically improve throughput through speed modulation [15].
In this example, we use a proportional control system to
create a cursor interface for a desktop computer. Ultimately,
users can control the direction of the cursor through a
set of contractions (flexion/extension - left/right and hand
open/close - up/down) and its speed through contraction
intensity (a number between 0-1). Leveraging Pyautogui to
create mouse inputs, we are able to replace cursor movement
with muscle contractions and demonstrate its use by play-
ing snake.io, a third-party12 online game that is not unlike
our snake game. This example could be extended to any
cursor-based application and with minor modifications, could
recognize discrete inputs (e.g., finger taps) for left and right
mouse clicks.

FIGURE 11. Using proportional control to control a mouse and play an
online game.

D. ISO 9241-9 FITTS’ LAW EVALUATION ENVIRONMENT
Highlighted by previous work [68], [71], [72], offline evalua-
tion metrics, such as classification accuracy, are not necessar-
ily representative of the online usability of a control system
for various reasons such as fatigue [82], electrode shift [83],
varying contraction intensities [51], and closed-loop user
behaviours. As a result, online evaluation must become a
core part of interaction design studies to properly assess the
viability of a myoelectric control system, especially in HCI.
In this example, we introduce an ISO 9241-9 inspired Fitts’
test environment to evaluate the online performance of amyo-
electric control systemwith two degrees of freedom (up/down
and left/right). Fitts’ law evaluations are common for eval-
uating myoelectric control systems in prosthetics research,
as it provides an indication of real-world system viability
without the requirement of expensive prosthetics hardware.
In this example, we designed a mini experiment to compare

12https://snake.io/
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FIGURE 12. An online ISO 9241-9 inspired Fitts’ Law assessment tool for
myoelectric control.

the online performance of four classifiers (LDA, SVM, RF,
and KNN) using the metrics of Throughput, Efficiency, and
Overshoots proposed in [15]. Although not a formal eval-
uation, this demonstration is a potential starting point for
usability studies, in both HCI and prosthetics to build on
moving forward.

E. MIXED REALITY: MENU NAVIGATION
One of the main reasons for the renewed interest in EMG
as a general-purpose input modality stems from its applica-
bility to ubiquitous computing and mixed reality. With the
continued advancement of mixed reality technology, myo-
electric control may become desirable for several reasons.
First, EMG can be built directly into wearable devices such
as watches and bracelets making it a form of always-available
input. Second, myoelectric control can be used in situations
where computer vision might not be available, such as in
poor lighting conditions or when the hands are outside of the
view of cameras (e.g., in gloves). Finally, EMG can enable
more subtle gestures compared to movement-based input
modalities such as inertial measurement units or camera-
based approaches. This could make its use ideal in situations
where dynamic gestures are less socially acceptable (e.g.,
quickly dismissing a phone call in public). Regardless of its
promise, however, there has been little research on its use
in mixed-reality environments outside of private industry-
related work. This example demonstrates how LibEMG can
be leveraged to navigate a menu on the HoloLens 2. To com-
municate with the headset, we connect over TCP and enable
users to open/close the menu (hand open), scroll up and
down (flexion/extension), and make selections (finger tap).
Although simple, future work could extend this example
to enable readily-available hands-free input for any mixed
reality application (e.g., controlling a music application or
responding to messages).

VI. DISCUSSION
In this work, we have presented LibEMG, a library for
facilitating the development of robust myoelectric control
systems for ‘‘general-purpose applications’’ (i.e., the use of
EMG as input to interactive systems outside of prosthesis

FIGURE 13. Mixed reality input on the HoloLens 2.

control). We hope that with the release of this library,
we can move toward more collaborative and reproducible
research, inevitably improving the robustness and reliability
of EMG technology as is required for its widespread adop-
tion. With the growing popularity of ubiquitous computing
and the inherent need for readily available inputs, particularly
within mixed-reality environments, an exciting opportunity
has arisen for this technology to be widely applied to many
new applications. In turn, we believe that this work and library
has come at an opportune time to enable researchers, par-
ticularly outside the traditional field of prosthetics, to apply
their expertise to help mature this technology to a level that is
competitive with or complementary to other input modalities
such as computer vision or IMU-based input. Regardless,
there is still a long way to go, both in this field and with this
library, and so in this section, we critique our own work to
better position its contributions.

A. EVALUATION BY DEMONSTRATION AND
CONTINUED LOCAL USE
Library (or toolkit) evaluation, as captured by Ledo et al. in
[28], is crucial for all toolkit-related research. Correspond-
ingly, one of LibEMG’s main contributions is its evaluation
by demonstration, where we showcase its use through four
offline and five online examples. The contribution of these
demonstrations is not the examples themselves, but that they
act as mini-projects for future work to build upon. Addition-
ally, the fidelity of the library was evaluated and validated by
analyzing its performance compared to previously published
work and code wherever possible. For example, the bench-
marks set in Section IV-B for Nina Pro DB8 and DB2 were
validated against those achieved on the same dataset in [84].
LibEMG is the culmination of our experiences in con-

ducting EMG research in the prosthetics field over many
years. While LibEMG may be new, we have been using its
constituent tools (e.g., scikit-learn) and the included datasets
daily as core parts of our daily research for some time. Now
that we have completed the first full version of LibEMG,
our lab (typically over a dozen researchers at any one time)
and other collaborating labs have begun to adopt the library.
Correspondingly, we expect to receive continued feedback
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and feature requests, leading to the continued maturation of
this library. Most importantly, however, we believe that the
true evaluation of LibEMG will occur after its public release
through continued feedback and constant iteration from an
even larger community.

B. A LIBRARY FOR DEVELOPING EMG-BASED
INTERACTIONS
From the very name of LibEMG, we have intentionally
positioned this work as a library (which we define as being
comprehensive, well-documented, and well-maintained),
as opposed to a toolkit (which does not have such require-
ments), with the hope that it will become adopted by the
greater research community, similar to LIBSVM [41] and
scikit-learn [40]. With this proposition, LibEMG offers a
set of resources outside the scope of toolkits and enables
the development of interactions beyond simple prototypes.
Firstly, it is a more general set of tools that can be applied
to develop a wide range of interactive systems. Secondly,
it includes a publicly documented API with a detailed user
guide that supports learning key EMG concepts and both
offline and online demonstrations. Moving forward, this liv-
ing documentation, which highlights functionality beyond
what was explored in this paper, will continue to serve as
a critical resource for developers interested in developing
myoelectric control systems. Thirdly, it will be available
for download via PyPI, making its integration into Python
environments trivial. Finally, since LibEMG is a tool that has
been adopted as a lab initiative to promote reproducibility and
transparency, we are committed to its maintenance moving
forward. Ultimately, we hope that this library can enable
researchers to begin focusing on the interactive aspects of
myoelectric control without having to worry about the design
and implementation of robust control systems. Ideally, this
will unlock a realm of potential future myoelectric control
research across various research fields.

C. ENABLING CROSS-FERTILIZATION BETWEEN HCI AND
PROSTHETICS
With the commercialization of machine learning-enabled
EMG prosthesis controllers (e.g., Coapt,13 Infinite Biomedi-
cal,14 and Ottobock15), the growing popularity of mixed real-
ity technologies, and a need for readily available hands-free
input, myoelectric control may be more popular and desir-
able than ever before. However, its use for general-purpose
applications is still far away, partly because, until now, the
technology and techniques needed for building robust EMG
control have been largely inaccessible to researchers outside
prosthetics. LibEMG changes this by providing the tools
required to begin asking and answering the questions needed
for maturing this technology. For example, what gesture sets
will work best inmixed-reality environments?Moreover, how

13https://coaptengineering.com
14https://www.i-biomed.com/
15https://www.ottobock.com/

can we design user interfaces to better support users employ-
ing myoelectric control? We also hope this library opens up
research avenues for non-proshthetic researchers (e.g., HCI
researchers) to contribute their expertise to advancing and
maturing prosthetics research. For example, how can embod-
iment be improved between amputees and their prostheses?
Or, how can we create more robust and engaging training
tools for amputees? Ultimately, we hope that LibEMG can
open up previously inaccessible research opportunities to
enable the continued progression of this technology outside
of and within prosthetics.

D. CREATING HCI-SPECIFIC EMG CONTROL
LibEMG’s pipeline (i.e., Data Handling, Filtering, Feature
Extraction, Feature Selection, Classification, and Evaluation)
was directly inspired by the work in [7] for designing myo-
electric control systems for general-purpose HCI systems
(i.e., rather than for prosthesis control). Nevertheless, con-
tinued improvements to this library moving forward will be
crucial for its success. This is especially true as myoelectric
control in HCI continues tomature and consequently diverges
from prosthesis control. For example, LibEMGcurrently only
supports continuous control schemes (i.e., where classifier
events are generated based on a predefined periodic param-
eter, such as a window increment). While discrete inputs,
such as a wrist flick, can be recognized within continuous
control schemes through post-processing state logic, it is
not necessarily optimal [7]. For example, to recognize a
wrist flick gesture, the decision stream would likely output
a sequence of ‘‘rest’’ (or inactive) decisions, followed by
some number of wrist flexion decisions, followed again by
more rest decisions. This decision stream would then have
to be mapped to the discrete event through some sequence
of filtering or state logic. Considering that HCI is full of
these event-based actions, such as flicks, swipes, gestures,
and button clicks, there is a need to incorporate fundamen-
tally different temporally aware classifiers that make sense in
the context of general-purpose use cases. Future work will
explore the implementation, evaluation, and integration of
more robust control schemes for recognizing discrete inputs.

Another area of improvement is that at the time of sub-
mission of this work, only four compatible devices and four
datasets are built into LibEMG by default. We plan to extend
this to a much larger repository of datasets (similar to Nina
Pro) with support for numerous EMG devices. However,
for the continued growth and improvement of this library,
we realize that community-wide adoption and feedback are
required. Additionally, enabling cross-user models may be
crucial to the future success of EMG technology in consumer
applications. Although LibEMG does not currently support
this functionality, it will be included in future releases.

E. OTHER USES OF LibEMG BEYOND MYOELECTRIC
CONTROL
Although LibEMG was designed using principles estab-
lished in EMG-based upper-limb prosthesis research, the
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customization available within the modules (e.g., filtering,
feature extraction, and classification), and the interfaces for
connecting to hardware and broadcasting predictions means
LibEMG could provide benefits to other uses of EMG and
research outside of myoelectric control.

The use of EMG in HCI is not limited to the control
of interactive systems through muscle-based input on the
forearm and wrist. For example, EMG has been studied in the
context of brain-computer interfaces [85]. Further, it has been
used for user identification as a biometric in the context of
security [86]. Other recent examples have shown compelling
examples of EMG used on the legs to control an avatar in
VR [87]. In these examples, much, if not all, of what we have
presented is applicable. Accordingly, LibEMG can facilitate
the principled exploration of exciting new uses of EMG for
system input beyond what we demonstrated in this work.

Additionally, many modern systems leverage human
intent or state-of-being decoded from different modalities
(e.g., inertial measurement units (IMUs), surface electroen-
cephalography (EEG), electrocardiography (ECG), and gal-
vanic skin response (GSR)) using similar modules to those
supplied by LibEMG. IMUs are currently being leveraged in
similar pipelines, such in the Apple Watch’s assistive touch
gestures, and is an ongoing area of research [88], [89]. Addi-
tionally, a large number of resources provided by the library
are used in brain-computer interfaces [90]. For example, the
EEG signal often undergoes the same windowing, feature
extraction, and classification process as EMG [91]. Likewise,
GSR or ECG use similar pipelines for detecting stress [92] or
pain [93] which can be valuable triggers to govern an affect-
aware human-computer interaction. We encourage the com-
munity to explore these broader applications using LibEMG
and improve the library by enriching and extending its use
with best practices from other fields.

F. CONTRIBUTIONS
Contributions to improve and expand LibEMG can come in
a variety of ways. Firstly, as previously highlighted, we are
open to exploring the integration of additional datasets to
build a repository of validated datasets. For example, an ideal
dataset for a future release could have dynamic gestures such
as swipes, flicks, and gestures. Secondly, we are increasingly
interested in exploring new technology and are interested
in supporting more hardware, especially wearable devices.
Finally, we hope to receive continuous feedback from the
community to make LibEMG a tool adopted for all EMG
research (including for prosthetics). In turn, we hope that
LibEMG inspires a more collaborative, transparent, and
reproducible research community for all EMG-related work
moving forward.

VII. CONCLUSION
This paper presents LibEMG, a library to facilitate the devel-
opment and evaluation of EMG-based interactions. With the
increased interest in novel hands-free input modalities for
ubiquitous environments such as mixed reality, myoelectric

control has become increasingly desirable. However, its use
is still limited, partially because developing control systems
from the ground up is inherently challenging, especially
for non-domain experts. Through the release of this library,
we hope to alleviate the barriers surroundingmyoelectric con-
trol so that researchers can continue to mature this technology
to reach the level of robustness and reliability required for its
eventual use as a widely used input modality for a range of
interactions and scenarios.
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