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ABSTRACT

In this paper, we propose a motion recognition system for identification and interaction with simulator used in the
realistic biathlon simulator. The proposed system tried to improve the motions data which is obstructed by the obstacles
or overlapping joints and the motion due to the fast motion in the process of recognizing the various motion patterns
in the biathlon. In this paper, we constructed a multi-camera motion recognition system based on IoT devices, and then
we applied a skeletal area interpolation method for normal motion identification. We designed a system that can
increase the recognition rate of motion from the biathlon. The proposed system can be applied to the analysis of snow
sports motion and it will be used to develop realistic biathlon simulator system.
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