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System for Generating Interactive Animation for Children’s Dental to Relax
Tensions
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Abstract Recentrly, early dental care for children is becoming more important, and the number of children patients” dental services is
on the rise. So, a variety of seduction therapies are needed to alleviate the tension in children who are anxious about dental care. This
paper describes the development process and contents of system that can display the animation of different stories according to the
treatment stage by grasping the use state of the treatment device in real time. In the animation, the hreo character and the villain, the
cavity character, appear and the hero defeat the villain at each treatment stage. Animation is played when treatment starts and ends after
treatment. Current existing one-side played animation of dental clinics is not enough to attract children’s attention. If the flow of
animation changes depending on the treatment process, it will give children a different enjoyment and consequently ease the tension

over the treatment.
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Table 1. Resin treatment sequence and process

Explanation

Decayed
tooth

Have a cavity in one’s
/teeth.

Remove the cavity with

Tooth decay | a highSpeed.

Decayed teeth.

Acid treatment of the
surface of the teeth
through etching, making
the surface rough.

Etching

Cleaning Cleaning the etchings

and drying with a 3 Way Syringe.

Increase  adhesion  for
Bonding / resin charging with
|dentin adhesive.

Light
irradiation

Harden the adhesive
with a Light curing.

Resin Fill up the cavity with a

Charging v resin.

Light Harden resin with a
irradiation Light curing.

Trim  teeth with a

Grinding A 1LowSpeed.
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Fig. 1. Hello Carbot Medical VR
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Fig. 2. System conceptual Diagram
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Table 2. Functional Requirements

Requirement o Order of
Description o

name priority

Set the number of enemy

characters to appear in| Middle

animation.

Set the number
of characters

Choose the gender of the
main character that will] Middle
appear in the animation.

Set the gender
of the character

Recognize the ON, OFF

treatment status of the treatment High
equipment with the switch 9

equipment status |values entered.

Recognize

According on the treatment
equipment being used, the
attack effect of the
equipment in Use |characters will vary.

Recognize

treatment High

|dentify the step of resin
treatment with the treatment| High
equipment in use.

Understanding
treatment steps

Depending on the step of
L treatment, the number of .
An animation run ) High

enemy characters is

reduced.
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Fig. 5. Animation Scenario

Table 3. Hero character attack Effects
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switch (arduino_connect.Action)
{
case 3
var effectAsset=
GameObject;
effect = Instantiate(effectAsset);break;
case b:
effectAsset =
GameObject;
effect = Instantiate(effectAsset): break:
case 4:case 6.case 8:
Destroy(effect); break:

Resources.Load("wave') as

Resources.Load("tornado")  as

Fig. 6. Attack Effects Asset Control Source code
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if (Action==0)
step = 0;
else if(Action>0) {
// step 1: R|& A|AF A
if(step==0 && Action==1)
{
step = 1
print("A]& AR SAYYCE"):
}

// step 2: FA| AA| ©A
if((step>=1 && step<3) && Action==7)
{
step = 2
print("FA] A SEAJY"):
1
Hi

00] =
i step gk 00] HH A7 AF A @AE
Action W= 2 oo 2 7t
£ =3tk

=

Fig. 7. Treatment phase decision Source code
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// W HEE ©A
if (arduino_connect.step == 2.8f)
{
destroy_count = (int)((batCount * 2) * 0.2);
for(int count=0; count<destroy_count: count++)
Destroy(enemies|count]);

}
Fig. 8. Enemy Character Destroy Source code
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Fig. 9. Animation Setting screen
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Fig. 10. HighSpeed attack effect
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Table 4. Effect for concentration of child

Effective contents Related works
audiovisual contents [6-8]
. . o This
interactive animation @
system
interactive game [10]
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