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Tangible Electronics Dice Game interface Development for Family Leisure
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ABSTRACT

In this paper, the author proposes a tangible electronic dice which can be used for IPTV games for familiy meeting in living room and
prevents game addiction of young children. The tangible electronic dice was designed to be as similar to traditional dices as possible in order
for people to operate the tangible electronic dice with direct and intuitive manipulation. The proposed tangible electronic dice is self-contained
so that no external devices are needed. The experiments show that the dice can be effectively applied to games running in PC and IPTV
environments. The author will verify the practicality of the dice by applying the dice to IPTV games which are currently being developed.
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Table. 1 Participation rate in Internet as a leisure
activity by age
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Fig. 2 Configuration block diagram of the proposed
dice system
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Fig. 4 Configuration block diagram of the modem
system
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Table. 4 Dice number according to tilt sensor data
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