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abstract

Recently, the new and intuitive entertainment with body motion has been createid in Video-game
field, because Improved Computer throughputd and computer device, for example camera, sensor and
so on, brought research of new interface and interactive art to use human motion, for example hand
gesture, lip move and so on. So, I have created game to use body motion for reseaching new amusing
entertainment. This will be help to come roaring back in some waning video-game category that be
for partial player, for example shooting video-game, fighting game and so on. In this research, making
shooting video-game to use hand movement with camera technology, I have study utilization of human
motion and interesting combination of video-game and body motion. In the concrete the video-game
player hands play a role of defender to protect base in this video-game. To protect, player has to
move own hands and change hands figure. It means moving hands and variouse hands figures attacks
directly or consequential ememy to invade players base. For example, direct attack is beating, cutting
or smashing up and consequential attack is shooting bullet or laser of bomb. To create video-game,
I have used mainly DirectX programming with C++ and processing of real time camera image. In
late November, my research laboratory will hold exhibition for many persons experiencing our works,
so creatied video-game will be played and I get infomation that the work implemented to be the
delightful video-game and problems. I will use this result to make up works.
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