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Abstract

In recent years, the relationship between human
and information is closer with the progress of
technology. Take operation interfaces of information
devices for an example, major operation interfaces
have been developed from keyboard and mouse to
touching and motion sensing progressively, such as
the Kinect developed by Microsoft. We can operate
computers directly using our hands or bodies by
Kinect. In terms of display mode, 3D (Three-

Dimension) techniques have been the mainstream. To
make us feel realer, this study combines the Kinect
and 3D techniques. We implement a real-time 3D
operation system with pair-physical interaction. The
interaction mechanism of this system is based on the
Kinect. We construct 3D virtual scenes using the
Unity3D software. Then, the OpenNI is used to build
the way to data communication between the Kinect
and Unity3D. The system structure we build does not
only be applied to game design, but also provide a
novel solution of interaction in digital life.
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