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Abstract

In this thesis, we design and realize a fruit-cutting game about motion sensing with the help of
the Unity, a cross-platform game development engine, and Kinect, an equipment which can
access available human body skeleton data. In interface design part, with the aid of Unity3D
platform, we plan the main framework of the game and realize the main module’s function. As
for motion sensing technology, we use the camera of Kinect to obtain the real scene as a gaming
background. We also use the Kinect device to obtain the player bone data. Through the pro-
gram’s analysis of the bone data, we finally realize the human-computer interaction for motion
sensing.
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ASCH A Unity3D Jidk 51 8641 Kinect A%, BEHIFSEEL T — SR BERIN VDK R R . H5E, 1
Unity3D MA8rEAT DA ol 5 ONERE IR S, BRI R SOF BT B AT A 15 70 I 4R R 3 5 R L
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2. Unity3D 5k 5 | &

Unity {Eo8—3k3E T8 7 G eI & 51 %, UG8, SSRGS+, R, Heatks
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SRE A, A N, HIREE/DN, &52) RIKE K.
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X = (X, +1)*Screen.width/2
Y =(y, —1)*(-1)*Screen.height/2

Formula 1. Coordinate Position Transformation
w1 AR AL A S
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Figure 1. The interface of generating game elements
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Figure 2. Schematic diagram of ray collision detection
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Figure 3. The flow chart of the whole game
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Figure 4. The figure of the game effect
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