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Development of User Interface for Motion-based Screen Sports Game
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ABSTRACT

The screen sports game is a motion—-based game developed by combining the PC game
and the sensor so that the user can directly participate in the game. Following screen golf,
which was very popular in the 2000s, screen baseball has been on the rise since 2016.
Most of the games released today employ the interface of traditional PC games. However,
there is a need for a method that allows the user to manipulate the screen baseball in a
more intuitive manner. In this study, we utilize a Kiosk independent of the game, which
enables users to intervene naturally without disturbing the flow of the game. Such a
Kiosk-based interface results in increased immersion in the game
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[Table 1] Specification / Screen Baseball
Brand Item Spec. & Description
Pitching(;machin 9 Wheel
R Sensor Infrared sensor
Interface Monitor(Semi-Kiosk)
Network None
Pitching-machine 3 Wheel
Sensor Vision sensor
g CPU Monitor(Semi-Kiosk)
Network None
Pitching-machine 2 Wheel
Sensor Vision sensor
° Interface Monitor(Semi-Kiosk)
Network None
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