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Find Maze Functional Devices using Wireless Communication
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Abstract With the analysis result about previous curativeeffect researchs, It has been reported that game
play therapy is effective for enhancing social intelligence of handicappted children who have ADHD,
ticdisorder, communicationdisorder, or autism. This study was designed to develop a digilog game play
therapy contents that was combined analog and digital. We infer that this contents is effective game play
therapy not only for ordinary people but also for dementia old man, or intellectual disorder man. Also We are
going to develop a new digilog play game system for preventing children’s smartphone addiction.
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e T/ Q R
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Fig. 7 Effect of Kalman Filter in Strait Running
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