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ABSTRACT

The entertainment has been quite affected by the development of scientific technology,
so that the kind of contents and the type of enjoyment entertained to the people has
been versatile and changed. As this trend goes on, the expectation level of the
entertainment becomes gradually increased for the people’s point of view. The proposed
system can be designated as a physically recognizable 3D dancing game in which the
avatar resembling the participant dances as tracking the face of the game participant. By
the result of the survey, it can conclude that the proposed game system would be
expected as a new and fascinating game rather than the currently available games due
to the fact that it will give more interests and self-involvement since augmented
experience in entertainment is provided.

Keyword : Physically Recognizable Karaoke, Entertainment, Concentration
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