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ABSTRACT

The purpose of this paper is to demonstrate how three-dimensional gesture recognition
technology, in children’s traffic safety programs, can be an effective solution for
instructing children in the safest ways to interact with traffic. In terms of traffic
accidents, walking unaccompanied is the most dangerous traffic related activity for
children. By using a three-dimensional serous game training program that implements
gesture recognition, more accurate real life scenarios can be implemented in existing
children’s traffic training programs. The implementation of this technology will increase
the possibility of changing the habits and attitudes of children, which in turn will lower
the amount of walking related traffic accidents in children.

. Traffic safety education, 3D gesture recognition technology, Kinect
sensor, Physical experience
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