2016
IPSJ Interaction 2016

162B18
2016/3/3

B 44T O :
Kinect ZRAW 4P ERBAT H2BEVIFBDIRE

e RN TRk EsEt

BE : Kinect # W= AT AIZED

ol mET

Al AL

BEERZEOTE THEST DG ERET S, EswieT—~v & Lk T8

B &lkz @ LB 2 ERE VT TR 28BS EeA 2T 77 4 77 TERBHIEEORR ] &R
L. KBEDMAZRESE U TEET 29 BIS, IS EEMOREEZRD T LNRTE S, KBREDEKIIMN

LY~ OERRENE A DD Z & E HEYE LTS,

Science + Physical Education :
Proposal of Children’s Plaything Which Children Interact
with the Living Things with the System Which Uses Kinect
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Abstract: We will propose the digital plaything which can be handled its whole screen output by movement of body with the
system which uses Kinect. You will experience interactive "science + physical education" which combines biology themed
science with physical education which have elements of interaction. While you handle the program by movement of your body in
front of the screen, you can see the living things in the screen growing. The purposes are to improve physical fitness and to

increase interest and sensibility for living things.
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Figure 1 The System Image.
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Figure 2  Calculating Differential.
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Figure 3 Sound and Interaction.
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Figure 4  Interaction between Movement and Image.
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