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ABSTRACT

With the development of game technology, the realistic game graphics, interface
technology, and various content services with immersion are being required in the content
area. NUI has been developed through CLI and GUIL Unlike the conventional methods, it is
an interface that could be the intuitive and realistic interface for human as a natural action
realized. we propose a boxing simulation game using leap motion of it. Providing a realistic
3D experimental environment through VR headsets game, we also propose a method that
can be calculated the scores if the user—controlled interface (fist) could be to punch the
target (sandbag) of the internal in accordance with changes of the angle of target impact
with the physical characteristics.
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[Table 1] Questionnaire

Question
Contents of the question
No.
1 Is it easy to play the game?
5 Do you think that Leapmotion
controller is recognized well?
3 Does VR headset give you
fun in playing game?
4 Does VR headset give you
immersion in playing game?
5 Is the score character
interesting?
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