SR FEIEESS| SAstEUs| == M3 H15 (2023, 1)

o1 LT1=2 |1o
A0, ki, B, S5, SEAEAAAY
FeaTEd ol
FFLEENoF A
e-mail: chrhfoql23@naver.com®, wnsgud6429@naver.com’, vyking9034@gmail.com,
sonhojon@daum.net , tjyun@ikw.ac.kr’

=xt olAlg o231 HAl 7|2l AEx st

Development of Boxing Game Contents Using
Motion Recognition

Sang-min Choi®, Jun-hyeong Park”, Gi-beom Ham’, Ho-jun Son’, Tae-jin Yun(Corresponding Author)”

“Department of Aeronautical Software Engineering, Kyungwoon University,
"Department of Aeronautical Software Engineering, Kyungwoon University

o}
o}

ko

£ =Eops Al A F9E 12 A 4% A183te] St ) Tl B4 Q) Elxg

==

Fharet

gt Google AR mlTjofsto]Z(MediaPipe) QZ425 53l o2 Zgojole] F21& <lalsiH, ]
ofgfolaze] Pose LandmarksS ]—r_i A W] e} vilsgdste] A2E $2R AMofste] BA AlY
o that T}, A, HREEE 58 9G5S ¢ Ju Te=E 27 = ok ARKE F2F ¢4 7k Alde

MediaPipe 714-& olg3te] A41le] Btz 719 ANl Alofsto] o 28 BUrRS = & glar
VR 71715 glo] At 9o ofthE 27 4 g TR EA=E 4 e 37 4 gk

F19E: 53 214 (Motion Recognition), W|t]e]u}o] = (MediaPipe), 2121 N4 (Unreal Engined)

[, Introduction

29 ofF Be 7195e] BIOR VR, AR Ajlo] e8] e Felx l
7Rl glon, F=Fel =g ol 2218 201720213 A e FEQ] QFEAAE ALgSle] AR
AY o1 8E T3k 53] S7RIGICHL2]. 22 VR 717] uils ol 8s) A *171}-% Al oH, 4.27 B

2 Ae) AT el o 4%
i)
A4S A SIrH4L
Ak aslo Fhilo] gl 53, HRE71A 43% ) ] vitlolslol F2o] 337} Aewiag slEew

SHEalo] A1g%
4o] BEwES

o, 7, <

& S 14%, Felx BE 12%, e FE 3%E VRV) 7 T Fe WS Zdlolole] e} niEsle] Silo s o=

P Q= AESe] BA i3], = AhgAte] FRL miciolsolZ <12 %, Al el Flelele
B 3=Rolpl= VR 717 7ol A8l a9ke meled vk VRIS ERRE Alofd 5 ook

gl oz Zalole] F24e eled ARl Aottt i

2 7 AYE 2 F J=F Google Akl wTtiojsfol

(MediaPipe) =42 285 Tl 950 ujs] 2=e) 2wzo] Il Design and Development

2 =AY =R=E A, T EXUNS EAEE T SRR ST 1 P31,

a9 12 J2Ede] Shae AT 2o, 4 o

71101 el

S 45 veRTh (A Al AR A e UMO%JM &
I, Preliminaries 012 sluo|n] Simlo g FoduT Q)= Zgolo]e] S 02

1= T =

B =elphs 7R E1 o I VR =4 B Bl 7ie 5 (O2] A AHEEIel viRgEe] E2ke Aot (B)akd Elorel

o= diAlsle] A4 A T2 2igh 7hhle] 3370 3DwErize  Bhes, A, WS G913 5 glom, SRl

AIRE30% B2t

W7 B ohias Eske ML £549) vitelgol T wE MRS ol sn Aol S5 A9 Alo] 7tasta,

(MediaPipe Pose)o} Tioka}i e E4o] ol Ho] Aglslo]  WARIZ 93w} 25012 A 5 Gles A

271

ARISIE: The=



3| =7 H31F H[1E5 (2023, 1)

7} 2ok wle] Sk webn ofelsh ) volg s
31, R,

Round 1

Fig. 1, Game character control using motion recognition
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Fig. 2. Blue Print of Fire Pattern
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Table 1. Fire Delay

Round Delay
1 2.2s
2 1.5s
3 0.7s

Fig. 4. Playing game with Al character
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