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ABSTRACT

With the development of wireless Internet technology and the expansion of the game market, various forms of game
s are being developed that are mounted on various platforms, including mobile platforms. In this environment, ensuring
the immersion of the game user's perspective will secure the game's competitiveness, so it is necessary to increase the
immersion by satisfying each area presented by the Human Computer Interaction (HCI) theory. To this end, this high s
chool implemented downhill games and experimented with kiosks by applying an interface that recognizes the human b
ody's movements as a way to secure freedom and immersion of game users.

=

Body Tracking SDK, Flight Game, HCI, Microsoft Azure Kinect, Motion Detection Game

.M 2 = A%sty Aot o|A" PCet zutd 3D/
A2 AA BAS EHE SASIES st VRE=
FA QJIEY Z]mo] skl PCAIYR AUEE o] AQlo] mMof| H|a) TiA £ZAQ HEjS g
=AY Aol gl ot ot SR F 0 1 lu, AR ofyuo] e EAMA7]7] 93t v
Bio] Aol 7ieE L ok 2E2 AY ol 4 E =9 9x QEmolAS We2 sth AY U
B Addo] =7l SsfA L e A8AE ol myg Al HF QlElmolAst B U]
Selok shetl, o5 37171 #sl HCL ol 2ol um gro] gjxlstal Aol 2ge Asfste @
A AAShE 2F s FFA7I= Aol ARoIA 4=z zrgsich, VR A29 AYL st g 9A
welstAl AHERETH(1]. QIEjmlo]AE F|A2ITo e PCYF WHIY AU
PCo} 2utd 3D AYe] Fe 7IREL HAl 5 wjsiM & o Aol AA 2UY 5 A=S 1F
oz dHs ot ofu] AFH oiyuold &2 & 4 9l
AAYste FEIR AG W Zedolo] e wAd J2u, VR A29o #AQ Au|= Lslr|rt o)
1, Argsto] VR AldE &71+ =50l= AlE A
* corresponding author steF =% T2y 3D Hojet e AlFAQ FA|

320



ot
1
o
HI
@
Tor
N
o
N
=
[im

sl st 2L Al
xgsjop sP] meo] FAT ALe 57170
wAgsith nety VRE AYS ARstie
WAlste BEete gadrln Al =2U7e
wo]7] 9laf QMo SAre QAlste] AUl §A
QAEmo| A7 ALste Were Aekstart.

. 2 =

2.1 AY 7fa

= 15 st A & Al mROfE 7]
230 gRste] AlE @=L 7] Tol[3], o]
£ 24 Adol AE&TomN AR QB olA
AME AYE A5

71 A3 = BAA, AN A diwo B2 &
ofoflAl Ea] AFRE Qu, FAiE o E2|Aold
o QIEHo]AE AMEY T HAIUA o] FA
 me I3 ARESh= 47 dutAo|ti4]. 1
Ay 2 =wollA AASE & A HEAA
Ax9l {FA QAEHo|AE AEsH] ofF¥o. met
A QA A QIAo] JhsEh nfo]a A I EALS]
Azure Kinect DK depth cameraS £35F QIE|m|o]A

£ X[83I= WiAlo] AR mg JElo g

Vision 7§t QIAEAF Q1A 755
220 depth cameraS AMR3SH=0],
oML QA EX A Jlse] Keg 9l ool
F2ATEA] Azure Kinect DK depth camera®}
Body Tracking SDKE ARE-sto] Al HUjE+=
71230 "Ajsto] 2 AAYZ FHsHIT AY
o] Vet ¥ P E1 ZO5]

o
e
IR

FFE ik
16 %
I'ﬂ-l -
|d

o

x 1

Development environment and driving
environment of downhill game

Field Requirements
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J8 1. A schematic diagram of the movement
and flow of the implemented downhill game
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I 2. Body joint types available in Azure Kinect

No | Name No | Name

1 | PELVIS 17 | HANDTIP_RIGHT
2 | SPINE NAVAL 18 | THUMB RIGHT
3 | SPINE CHEST 19 | HIP_LEFT

4 | NECK 20 | KNEE LEFT

5 | CLAVICLE LEFT 21 | ANKLE LEFT
6 | SHOULDER LEFT 22 | FOOT LEFT

7 | ELBOW_LEFT 23 | HIP RIGHT

8 | WRIST LEFT 24 | KNEE RIGHT

9 | HAND LEFT 25 | ANKLE RIGHT
10 | HANDTIP LEFT 26 | FOOT RIGHT
11 | THUMB LEFT 27 | HEAD

12 | CLAVICLE RIGHT | 28 | NOSE

13 | SHOULDER RIGHT | 29 | EYE LEFT

14 | ELBOW RIGHT 30 | EAR LEFT

15 | WRIST RIGHT 31 | EYE RIGHT

16 | HAND RIGHT 32 | EAR RIGHT
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