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[Abstract]

Virtual reality(VR) is known as immersive multimedia or computer-simulated reality, is a computer technology that replicates
an environment, real or imagined, and simulates a user's physical presence and environment to allow for user interaction. Virtual
realities artificially create sensory experience including sight, touch, hearing, and smell. Owing to the use of a single device in
most VR contents, user have difficulty in manipulating user interface and game object. And also immersion of the game goes
down because they can't see the mouse and keyboard in virtual space. In this paper, we design and implement the chess game

to easily and accurately control user interface to improve the immersion in game.
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Table 1. Function Analysis

Virtual Motion Modeling Real-time
. Recog- . Commu- Al
Reality e Action .
nition nication

Window « « « » o
chess
3d magic « « o o o
chess
Battle « « o o o
chess
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Table 2. Function Requirement

Menu Input Output
Main Chess game play Room creation,
Menu Connection
Game Game start , Player A player Choice,
Start choice Rule selection.
Victory/D Game play : Set victory or Defeat
efeat A player about
B player A player or B player
Game Game over Display Winning rate
Over and set the main menu
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2) Leap Motion

A1 3 (@)l A FIXERJIES} T1j)F o]o] & Hhof
7 AL BAE)ES B 540 TESAAS 83}
3L (b)oll Al E(EA) LB AEL 71 7h7ke] gl LB AE
2 gato] mjgel Yol Wil HHLES Ea5) Soi7l 9 H A
E i wkEshe, v ko A= A gE SX] oA 2
BAE ¥248 W gkl M9E e e s
HHovAES A F e FAor g Age
Z7]8}gtt}

(a) ZAAA({

param name & closet = null;
param name %= closet[] = S H =] (AX|EINE,
Z13ie|ole);
(b) For(Wf g oll So17t =& 9){
A ZAANA 77k Fefolt Y] 2AAE W
HeHeE T
If (RFeF Alket W igke] 7P 7k Aelret 2}

TAES 4 ol QMAE Qe o] of Y

39

return closet;

AT A BT FE 7)E A2 D e 1902 A
Astel obelel @ell A x,y %< Gyl 23 Wl gho.z v
B3] A2 AT 149 Dol A 2249 WA
2R, BAAZ 22 F ohal 23 W el
A 1A A T F g A A ARk e

BERFCEREERE]

(2) 12H) ¥ B3 S(int x, int y){
return y*8+x;}

(b) 22+ vl W 3 S (int position) {
param name % E] 73131,
result.x = position % 8;
result.y = position / 8;

return result; }

oty
X
o
L
i
T[N
rlo
=
3
>
i)
i
o,
o
[>
'z
folr
o
=
e
'z

il

.
wo} ol RS o] §3je] AASIK S QB A= xo}y
2 ol Ao Weks e AEe] 5Azhe ek o
gzoleh. BalEe] i melA ofERlEelH W

S
M R

= 7

ul

VRZ|8t =& 2142 o| 28t A7 =k M 7|

o) olg3le] 2% ToH= Aol ghel 4S9l
Toke Sk MBS s Eo 2 old] Aol £
= Wetolo] g A4,

k)

4

(a LBAE 3] d duglFIH = HE, g D)
Param name %] %] = new Vector3(x,y,z);
Param name TN = A 2 B A E o] 9]

(b) Param name ¥ & 7} = Math Atan2(3 4] A 2=,
x, relative.y) * Mathf.Radd2Dgef;

(©) (N 2HE && WEH T = Fol &0 Q& 79
return WA & 7} = ¥ 3 7
Else(E =S && HIE A3 1= ol Eo] 9l &
749)

return pass;

AF7HA S GAE Gare]FS g e, A gge] g
551 Z9o]o] 9} A7} OnRready A Bl 7} =8 A7} A~ 1
T ARE Yeth ARE 92 F el WA 9
o]0} 9} Al Vector3.Lerp() <5 7HA 3L 4 o)Al H 3L &
g o)) = Leap A & o] -8-3te] Apalo] 7har A2 91X ¢
2 = 3 AHS 7HA AL TS SR el H3E GEOE msTHe
2 Hojle] F-=g A o] 538/ Hrk 18 §Hg T8}
T 7 A= Ao s ZYelo) 7t A9l &4 g vt
A3 glo} Al AAIZte 2 AAarso] AR S 73algit)
2R E o G A do] 32 wnbct Al &) A Lol
A7} A ot A=A Al Al = A wolth,

A 2B E= 12 o] 3L A 2o] 3= 234 W]
7] well 7]l 1A vl A ] ghS 7FA AL L ghS U 2
A A 2= (XY)FE 3 ol 1L A 227 o] gk 3ol th
Al 22k W d o) (XA FE @S 139 ez A |
ok Ela wpA ke HEH o ® T gk An s A8
SHAl Hla 2 A E A AR E JHE Al Alo] 24 9
e A wo] gleA gleA skel R Fols
oo & ¥ A& AA7E kS Sk

Al= AR2lo] 392 4 5 e
FA| = 31 ArrayListe} A ~2H =90] R
}akS A4l Al ArrayList. Add(
7EA 71 gAS Al 2beket, )

% ANAYE SAZ S
o] AR7FNull & 7% A
ko] galS TR
a1, 71 FE A o] ik
&3t AAA 9] QLB AE)
e el 7 W3lslE QB AE | 347}
= ¢ F WS T3 Object= Ao ko g2 3
E8, A o] WEko 27} A8 DestroyAl 71 1L

(

N

o)

o
n-lo‘(
R

tlo
o
1=

> HUope o
N R
N

ol
o M g
of
o
)

N
-

oot
0
PO N

o,
L
o
v o H

e
E'
7
ﬂg-" it

t

il
4

-

o O ¢ oot Ry ol i 2 A i oz

i

IR
o
©
o,
2 o o
o
ol

2=

oy

I
=
Mo

ot o
I

204 e T

>
M oo
by

o

2 off o

O:
o |m

Lo

~
2
N
N

o
N o g

W
°

it

o

¥
T
I

~

)

o M
o
N
leoxu

toby
[

|

4
o
2
g
<
=

http://www.dcs.or.kr



C|X| & 28l = 5t3| =2 X|(J. DCS) Vol. 18, No. 1, pp. 1-7, Feb. 2017

S AL A T 9] ghoZ HE 5 AR AR
2] XNFE S 13- vl E 2 ofA] A5 ko] A am
Zo ARE FAY Y ARE AV AAS R T
Al F5&taL, npA e o 8|S TR gtk

o =R HEAS 8 A21YE TR,
2 PEES Ags ANE B

J8 8. HE/X=Z
Fig. 8. Sever Connection

=2l 2k

8 9. 2MeIA ez Jgsk=s 3tH
Fig. 9. Play Game with Leap Motion

T8 10. g olmE
Fig. 10. Game Effect

http://dx.doi.org/10.9728/dcs.2017.18.1.1

J8 11, Al 23t 34
Fig. 11. Game over
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