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A Proposal of the Educational Game with Input Interface Using
Human Letters
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Abstract: Recently, many applications for a intuitive interface are reported. The interface using a depth camera prompt the
movement to the user, it’s possible to stimulate even kinesthetic well as audiovisual. It’s famous that such experience to stimulate
the sensory organs is effective in learning. We are focusing on the text-inputting interface with a gesture. While some input
methods have been reported, we can expect that intuitive method using whole body is more effective for learning. In this

research, we propose educational game with input interface using human letters.
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Figure 1 users playing the proposed system.
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Figure 2 screen under development
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