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Abstract: 1t is known that learning through experiences is effective in education. However, there is a problem that it is necessary
to have a large land to make a place to experience, and it costs a lot of money. As a method to solve these problems, learning has
been conducted through simulated experiences with immersive content using sensors. When multiple immersive contents are
simultaneously performed by multiple players, it is sometimes impossible to distinguish players because players pass each other.
Therefore, the authors considered how to identify players even under such circumstances. In this paper, we describe the method of
player identification and the results of the experiment.
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Figure 1 Skeleton acquisition site of the player
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Figure 2 Experimental Setup

VINEFEF—H L L THAWE. FEICT A T4
BTV A Y —TL12300 % 7T OREG LT,

32 PEHR
BEET—HICTRY U T AT CERE S, Rafrik
FERZ HWTEE 3900 2 FLDTF A RNTF—F DS LA
Y —i B B T 572 3900 > T ADI BT LA ¥ —REL
SHBNESNIZT A NT—ZOEELT A NT — 25 TH -
T2b DA INRE ER L2 L 25, ABFFEOR L
L 99.0% & 7572, 2.2 THRALET VA ¥ —DBHEFHERO
BINEITOTI, RTCOFBREREZACCTREKCT LAY
—FBZATVY, BB REZ RO L 2 A, 983%E o7z
Z DRERD HIEYERZE D /N ZVENLD T % 7 LA Y —ilB]
WHEHT D2 & TROIBENGEDL Z EBbhoTe. Th
L0 ERERE AT LA ik B O ATREME 2RI &
ni-.
4. BhHYIC

ARESLTH, WA T oIz mT 727 LA v —ilk bl
FHEELT, A v—0EEEREMVZbOEREL
o, LAY —OFRERE 2T LA Y —ilkBI 5k T
i¥, Kinectv2 2% HAWTERIEREZBG L, Kbk
FEEHNTT LA Y —iB %217~ 7.

FEF =B 2RV TEREIToZE S, BAKDERN
99.0% L 72 ofc. ZHIZXVEKEHRER 2T LA v —
B DA VEN R X T

S
AWFZ21% ISPS B JP16HO1814 DB A2 I1T7=. 7
LCHEZTRT.



TR 2R
IPSJ SIG Technical Report

PG

(1]

(2
(31
(4]

(5]

P, SRR DR E Y 2 RIET 5 PR AR ED
JEBH: M A BRI IRER, BRIEE L LT Fns e E O R E
LT, #E FERRAFTL, 2012, p. 93-98.

Zx BRI SRBENO R Mg 0bv . &RK
LR, 2018, vol. 39, p.67-79.

“Kinect for Windows”. https://developer.microsoft.com/ja-
jp/windows/kinect, (2 2018-12-24)

Sako, Natsuki, et al. ‘Throw and Run’Early-Human Virtual
Hunting Experience: An Interactive Archaeology-Learning Support
System. EdMedia+ Innovate Learning. Association for the
Advancement of Computing in Education AACE, 2018, p.1216-
1221.

FIE—RS, LRED), BTHEIEE, AT, b ooz
— Rk, A — A, 1998.

(© 2019 Information Processing Society of Japan

Vol.2019-GN-106 No.13
Vol.2019-CDS-24 No.13
Vol.2019-DCC-21 No.13

2019/1/24



