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image processing technique can detect and ‘analyze movement. Moreover, we implement in C#
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image processing can be displayed on the screen and interacted with player by graphic 2D and 3D
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2.1.4.1 msmaunsylaalagnsmunuaniaIanin
A::tg 3 At AT A I~ ) v 9 =< o U X/
JuduIsnaeige wazdlunisdinuasunsy leannd 1y Fesmsdimuaniniu

v =

g Y 4 9 2’; A v T 2 A 1 ] 1 T
mu@gﬂuﬂ‘szﬁumﬁmmm;ﬁﬂmm Tﬂﬂﬂﬁm’ﬂﬂﬂ']mi"HI8ﬂﬂ1ﬂ1ﬂuﬁﬂ%$ﬂﬂ\7uﬂ1@gi$ﬁ’ﬂ\‘iﬂ”l

o T @ a v a 3 1Y
MFALAZAIGIFAYOITZAUANUTUNNDUNT HNIwAIN B nBuynTunmsEAUTIm
1 d' A 9 a0 g‘/ 1 = v A = [ Y o
Aunsy leaniaen laazliniaue 0 81255 mazawsgauTmilszauadw 256 52A1
2.1.4.2 MmsmAunsslaaainainals
<4 an ) 1 A @ o &’ aa A [
uasmsamaaunsyleaaneidemsduiaiugiuneadaluisesueanismin
A U ~ 9 Y 1 Ay ¥ o Y adz?!’ 3 VoA
A9 HIDAURAY (Mean) W11)33gnald aunselean lavinnmsmuindledsi swxiuain

v
MUNZAUTIMTUNINUUY

\LEE;Y,
=— . 235
3 NZ;‘I )

Tasfl x, AD MUBART ANWA

2 &

as ' Y A Yasy Py A '
Fa35msvaunsslaalu Iasenisitladenlsasnisuilage1dea1naie o910
v Y

3 an A @ Y A A v A 91 ' °
WUITNNY LA UIZFUNUNIT IFIUNLN UM AITI HTINNTHIAUNTS LeauuUS I U
i Y 1
AN NBUATTLAINNI 1A 1UE 099D IMNLAaIAIEA s uwe17 1 1535 N
@ 9} 1 1 9/ - dy =
W51z MEUBNNNETNMNUIA] DI 1f (are D1 aana 1R mstuasmnraiionly vaz lia
[ @ c’z’: 9 1 A & d aaa 1 @ P 1
WNNAI5 AU UL IR AU AT MM aND N M za s o Usuasuaunsy

Y [ Y 3‘1 Y
Taa iz aunuan1IzindoN o A9 1A
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A®B={x|[B,NA] S A} (2.8)
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511 2.16 11391 Dilation

Historicaliy, certain computer
programs were weitten using
oniy two digits rather than
four to define theappticable
year. Accordingly, the
company's software may
recegnize a date using “00"
as 1900 rather than the y?}
2000.

Historically, certain computer
programs were written using
only two digits rather than
four to define the applicable
year. Accordingly, the
company's software may
recognize a date using "00"
as 1900 rather than the )gir

el

2000.
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2.1.5.4 M3ila (Closing)
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2.2 XNA Game Studio Express (XNA GSE)

3| 4 o @ 2 a o (4

XNA GSE (wasesiisluniswaniny lagmwiz gnimsndulasusin lu Tnssons

& Y Ao S A A Y o

%9 XNA 2111300 unuNSUY Windows 138 VR399 Xbox 360 18 TaonaluInswed
a { o S

Waldgnauleamnsanini lvaa151aws HDo5Fuda1gaRD XNA Game Studio Express 4 Beta

v A

' o 5 ] ; S v
AT BUADNITIIUDY Windows Phone 7 uatnaisuildlulasinistinie XNA Game
o [ U
Studio Express 3.1 83AU32nNoUHANU8Y XNA 921U52n0UA28 2 @91 A XNA Game Studio
I o i A A T Pa| Y o
Express 111461 IDE (Integrated Development Environment) ttagta3eeiiaa1ee) i e lumswaiun
= 1 P I ~ U P Y] 9
(NN BNAIUNTIIA® XNA Framework (T lausTs lunguues NET dedoeldau cx lums

@

£ \ gIJ : 1 { g’, 3 = < Y
NWAHHUNMUU c‘f?anauﬁ%m XNA GSE uu%zﬁ'@am%mﬂ?mﬂaummas Qﬁ

eRABINGMELEE
- Microsoft Windows XP Service Pack 2

- Microsoft. Windows. Vista
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- Microsoft Windows 7
o 14

13063

- ﬂ'lgﬂ%i’]ﬁi’ﬁ]\‘ﬁﬂ DirectX 9.0 itag Shader Model 1.1 148 2.0

- 1A399 Xbox 360 11T A NABINITWAMUIVUATDI Xbox 360
yoWALIS

- Microsoft NET Framework 2.0

- Microsoft Visual C# 2005 Express Edition Service Pack 1

- Microsoft DirectX Runtime 9.0c

o

Y o do A o
2.2.1 Iﬂﬁﬁﬁi]ﬁﬂ]i'ﬂ]ﬂ‘lu‘“ﬂﬂ XNA Framework !!ﬁzﬂ@ﬂ‘ﬁu‘ﬂﬁ] &

Tnssardeveslifsunsy (3] dieswaieezilidans Idnfivwana os Fuilu

J ]

<
wwanavesnu C# 11l Ao 14 Program.cs Mitludaad9ee1isaduesaatd Game fiog
TS Game.cs Famsdeuiny Tasld XNA u"lﬂumsﬁummnﬁaﬂ@hm 1NANTY Game g
& 1 o g o J o :
amaiiliznoulidremwseasisg nidude ninnls ieliamsavhenldnudosms da

3 9P
Hlasear aa e ums e Lz IuaeT

{ Vistait \,

\
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Constructor

E;

Initialize()

LoadContent()

- . 4 _.J

Update()

i

Draw() NO

w‘gver?\————*

UnloadContentﬂ

31 2.22 $1AUNI119IUVBI XNA Framework
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¥ v Y
1) Constructor 1UBIFNAUNINUIZTNIIFEoN Constructor NoU Mo luliazyiinisaiia
4 oA A ) A 9 ' 9
9011 3AA U HIBDAMHUAAGUAUVDUNY (FY THUANITUAAINA YVUIAHU19D

Nuuindueaniien s 1a

public Gamel ()

graphics = new GraphicsDeviceManzger (this);
graphics.PreferredBackBufferWidth = 1024;
graphics.PreferredBackBufferHeight = 768;
graphics.2pplyChanges();
Content.RootDirectory = "Content™;

a o < a
"i]']ﬂiﬁlﬂ umsmﬁuﬂﬁumﬂmmﬁﬂmmﬂu 1024 x 768 NNLHD

2) Initialize() HA991A Constructor - §NITHNNNY Tnitialize) YNITINNINUAD LAy
Y ¥ v
Tuaouil xNA Tavhn1sEudmdrgInuansiilnihldansafnuamizuduves

' o 1 <
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Ed ¥ v
3) LoadContent() #uHlazgnionldamuiie liinis@eudiaedteg lums lvaa

Y

F v '
aswlna19e 19y A Eeadszne wieilera e ¥ 1N

protected override ‘vaid LoadCoatent{}
spriteBatch = new ScriteBetch{GrapbicsDevice);
abox ="Content.Load<kode 1> {"Models\\box1").;
Fontl =fontenvtioad<SprasgEont»({"Tahoma™) >

inlaalins Inaadagansdiau 1 3naauls abox taggiluuudnuszun 130 Fontl tive

111140 11

E) ¥
4) Update() taz Draw() aadgauivziinisyhaunuuiuiayliisesqauninezeonain
¥ o & s E, 4 , ' T ¢ A
NUABAITS Exit() HonInHUIU Update() 13190 NITDIUANNNAYUDIANNE 1150
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D)
ABINTI

5) UnloadContent() ﬂzgﬂﬁaﬂﬁﬁqmﬂe'e)ﬂmﬂms’miammmuﬁ"mﬁﬁa Exit() 1da

Taelu UnloadContent() ansnsadousmiauioandoyalunilsanusinlslylumn
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2.2.2 Yenuazdoimaund XNA

9y A
T00
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- 11 Free Engine
- ANDAIUNNVUATOY Xbox 360 1@
- Flavsinenunse Inaa lueaaudaunldauld Tavasa
- 3995UMINNUADIAG 0418 (Network)
- 1mMIn32980U Collision LUUNAIYA
Y
doide

- Imideluilsamelnelvaarnios dauanndluniisdennamelszmea

5 L B =
- Bounding Box ﬂﬁjﬂﬁﬂﬂqﬂllﬂgﬂﬁlwaﬂu

2.3 misldserounslauss Emeacv lumsidsyanananin
2

EmguCV [9] 19 .Net Wrapper N30 11 d131350i58n 147169909 OpenCV (Open Source
y. 3 : I A o o @
Computer Vision Library) 1& @4 OpencV lulavs i ndudmsvlslumstszanananin
Tavansaionlimdaves OpenCV: NiiMdsmsyhaudimsunissanisdoyagalaiw waz
g v ] \ ~ o d'

M3YU52UIANANINNUFIVOGNINNIY 1HU MIMIANNAVBIA N33 M lunIT AT
vaumn 1A91nA NN TN IINAY NET (93 C#, Visual Basic, Visual Basic C-++,

<] 4 @ ' o a oA
IronPython (1@ HeN 91N EmguCV. - §3d1mnsaney Indiagsitniuuuszuuliians
. Y = a o & o
Linux 1az Mac 05X 18 EmguCy (il lavusiiTomusesa (Open Source) #aeu1snn1dl

Tnaau g lans

2.3.1 aminensiuved EmguCy

@ 1 3
anbaz 1n599319U99 EmguCV Wrapper d13nsautia ldoanilu 2 Layer Ao
9
d o o
1) Layer WUz (Layer 1) Usznavale Wensunisvinau Iaseadieuay
Enumeration N30 164 1aen59n1 OpenCV

2) Layer ¥u# 2 (Layer 2) Uszapuade aaaityse Jormian NET
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B

Emgu.Util.dil ZedGraph
.Net Utilities ~ e
Emgu.Utl namespace | Emgu.CV. ci!{
m sin I
(C#) age Processing lmige
ﬂayer 1 \\ ;
EnaL e 7~ Emgu.CV.ULdIl
|~ Mo Strchue: Presentation
/f‘ Waoped ChenCt’
e imageBax imageViewer
y contral Class
CvEnum namespace
\ / /,.* Wragped OpenCl’
erumersbions e
~ 'f /| Emgu.CVUI namespace
i CYla s /L (c#)
i 4 woped O 7/ \,
A7 A" functior
OpenCV = £ AN (Pmtﬁ?\ o
(CIC+s) *
z Layer 2 \ TS
: O sta Comprassn—a. © By
| B Mandy (Net)
; ?l«g: \Closs /) :‘;'g;%‘.daﬁ:j
/ HasrCagoede
s o Classy L
J';f &
\f i \ {C#) _.c";/‘ /f E‘ - o 5. ¢ l ;
! Y
{ \\ Mac hme Learning
- evextern.dll =
\ Exported OpenCV | \\“w | Support 0&‘:“;‘,"“, 0
Intetfaces 1
L Ceey Y
Emgu.CVAML namespace
(C#)

511 2.23 anilasnssuveslansis EmguCV

2.3.2 713 Wrapping OpenCV U849 EmguCV

2.3.2.1 Function Mapping - Emgu.CV.CvInvoke

i
)

~ ~ J o o
Cvinvoke Class tilunaianldiSonandunisiiannves opencV neluniyn NET

4 @ d o [RR 1
uusea luamaiiFonsenuienduli OpenCV AsI0819

IntPtr image = Cv
CvEnum.IPL DEPTH. _PL_BEPTH_EU, 1):

voke.cvCreatelmage (new System.Drawing.Size (400,

300),

a o a A v W do o 1 2
3Jﬂ’]'ﬁ/n\ﬂu‘V]LT’TNﬂuﬂuﬂﬂﬂ\iﬂ%uﬂﬁﬁﬂqﬂucluﬂ'ﬂiﬂ (&

IplImage* image = cvCreateImage (cvSize (400, 300),

IPL_DEPTH 8U, 1):

2 o & & o & a a v
92 ﬂ']ﬁQl‘]Juﬂ'lﬁQﬁ%"Nﬂ'lwmu'lﬂ 400X 300 WNLED YUIA 8 UN ANNITLAUAIN




2.3.2.2 Structure Mapping - Emgu.CV.Structure.Mxxx
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Tnseadadoyavos EmguCv aziin1s¥ouTosdulaseadradoyaves Opency

Tagns uANA1NLATIN T3 903199010U09 EmguCV 928 M (Managed Structure) 8g41911h

M319N 2.1 uarasmaFonToalnssad1evoyasenang EmguCV 1ag OpenCV

EmguCV Structure OpenCV structure
Emgu.CV.Structure.MIplimage Ipllmage
Emgu.CV.Structure. MCvMat CvMat
Emgu.CV.Structure.Mxxxx XXXX

uazl lnssadndeyatnyiafl EmguCV 1agu Inssas1ivoyaniogues NET unldf

unu Tassa$1edoynuns OpenCV 1ad

U U

M1 2.2 uaAen13ren luelnsediedeyasena e NET Liag OpenCV

NET Structure OpenCV structure
System.Drawing:Point CvPoint
System.Drawing.PointF CvPoint2D32f
System.Drawing.Size CvSize
System.Drawing.Rectangle CvRect

2.3.2.3 Enumeration Mapping - Emgu.CV.CvEnum

CvEnum Namespace wionlos laoasany OpenCV Enumerations U

CvEnum.IPL_DEPTH.IPL DEPTH.8U #iauniu IPL.DEPTH 8U 11 OpenCV §ludu
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2.3.3 YoAuazUeiaevas EmguCV
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qililﬁ 2.24 M3 1% Farseer Physics Engine

2.5 msanaenmnade Mercury Particle Engine

R A1

I~ A W X o W 2
Mercury Particle Engine [11]11u lausis aanitengaeldidnwauunuaunsoiy
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) @ 4 g ’ a [ 1
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Jq Y ~ @ 1 a
2) Weather Effects tafltWnan 15 1un5idaana anunadaInmaeinie s flu Ay
A 3 Y
130 Wignyu 1 uauy
o A @ v
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o = [ a
4) Muzzle Flash oWwlnaneanunseetiu
9 v
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2 do d 1 1 o A
6) Magic Spells tevlnATININEINUUAAISY 15U gn Tvyw wasau wienas
a o a3
5280526 (Glitter) (udu
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wanneWnd N 1fy Sseusaad1svies laonale91n 1150405y Editor ¥4
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51/ 2.25 tovlvlnda s ueraauu 11/51051 Bditor Y99 Mercury Particle Engine

2.6 Malaasiznpunun g XACT

3 4 o @ [ < )
XACT Wi estladmSusansaunswernsdosasluny [10] Tagnaluudnin
= Q) ~ =Y P a a o ° o Q) = v o o
PRNUL VT sIZAad o Ta AN e T anaivd et udu@esandivisunulu
J Y { ol 1 J @
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A ‘e [ @ =1 [ A~ Y I ] o g’/
30 Command -Line Tun1ssan1snawensi@esaneniliilunuyaany taznasanniu
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Y
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- XWeTEP]
1 [ 1 o
Fralumssruswveaninennsdeadn il lumny a31995m5 Tnaa waznisauliad
[ o ] 3 & o @ a3 T ¥
@ audamstams d@suvaridag Taena ldipiammnuezdud ldouludmni
. XACTGUL
[~ 4 o [ [ [ =\ ::' o v
WunSeslonvunslWadmsusanswennsdesnezlalu XACT API Tagnliiin
=3 < y U ay
sonuuLidssvzug dauludmnil
- XACT Command Line Tool

v v
NaUAAABAIL Command Line #992gn3nTudunou Build vouny

2.6.1 XACT Features

2.6.1.1 Features §1%5UINo8nuuUIRe
v K = 9 v
- mwsorfuin IWadea ldvaneszinn 194 WAV, AIFF, ADPCM,
XMA, xWMA

- .3995UT U Stereo 1AL Multichannel
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- awnadams IldFeeditoy 14
- awsanadeunazasiudes Wvasfinuiiduhaueg
2.6.1.2 Features M3 UHANALUNN

- gm39530590 1WA Wave, Sound 1482 Cue ﬁllﬁ’%umﬂpj’faammm%m
18 Taede

- adUAYUMITNAIULDY In-memory UA Streaming wave banks 9819
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- asam il lmaaun 1414 Tae e 190
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2.7 DirectX

IS

) 7\ ; e\ -
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2.7.1 DirectX Runtime
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2.7.2 DirectX SDK (DirectX Software Development Kit)
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- Direct Graphics
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- Direct Audio
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2.8 STUUNNATINANA

Y
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§ o @ o a o A J kY
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a Y o Y a A A T oAa J d’ o 1 v
neIve9 gy Idinagamasursoninna NiEena1 Polygon t1aziiioil Polygon taaz o

N3 hldinaingauia

311 2.27 a9 NMA9INNITINYA Vertex 11ag Polygon

A

9 : 1
' Ao T v 1 1 [~ 1 o a
AiidaluudazunulinimIntagaIal Ay o semnuauBonigaduia
(Origin) ¥90gas9ANINAINYRI Tanaiuda aaussyuNiaasaue1d 2 wunfe szuy
Wnnilodne (Left-handed Coordinate System) (1A 3¢ UUNAALUIN (Right-handed Coordinate

System) dnsuly XNA a2 lFszuuinaiioua (Right-handed Coordinate System) [3]
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2) Orthographic Projection 1Hunisuaasiationwuniamen Aeliiiag
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31N 2.30 Y Orthographic

2.8.2 MIUFAIHAlRAMNNA

aa A4 Y Y. = Y Y v
MIUAAIHA AT INNAIZUSRIYDINADY (Camera) 1M UNYIYDIAY [5] AMUANUA

3 ' & N W SR 3 &
vo4ndosazgninveglugivetesiiindmming Fendeslu XNA silsznouaageoiidag
e, v A Z 3 a S Y o ] Y a A v o w
N3N 2 8U A View Matrix Aozinudoyadumtsvesndodly World Aaniaindoiias
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RY LLﬁgi'Jilﬂ\'iﬂ"lﬁﬂ']Wuﬂﬁ'lllﬁuﬂﬂl@ﬁﬂﬁ@ﬂﬂﬂﬂ@ﬂl‘ﬂﬂﬂﬁuﬁﬂ@ Projection Matrix VIINUUDUA

]
d' o wa 9 d'g () 2 } T T d' Y L%
'Vlﬂ']ﬂL!ﬂﬂﬂ!ﬁuﬂﬁm@ﬁﬂﬁﬂﬂ‘ﬂﬂluﬂgﬂﬂlgllell'ﬂﬁ View Matrix 215% 3!%11ﬂﬂﬂaﬂﬂﬂgﬂﬂﬁ1u1§ﬂ
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SonldH1msen CreateLookAt Faeglunaid Matrix Y93 XNA agida

Matrix viewMatrix = Matrix.CreateLook®Bt (posicion, target, upVector):

$ a I'd
MI19N 2.3 WIUNDIVUDINTDA Matrix.CreateLookAt

Parameter Type Description
cameraPosition Vector3 NAAUINADY
cameraTarget Vector3 Wnaveganndosmainio
d’td'dy a
cameraUpVector Vector3 DRI NY lunauy
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y ] . { = il : '

58374 Projection Matrix dzAaa3yuueaiu lunisneuiy (Field of view) Tumiia
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113901 Projection Matrix UW 3EMAIUINTOA Matrix.CreatePerspectiveFieldOfView cm'agﬁlu

AA Matrix 15UNY

projectionMatrix= Matrix.CreatePerspectiveFieldOfView(MathHelper. PiQOvers4,
GraphicsDevice.Viewport.AspectRatio, 1, 400):

4 a 4
A5197 2.4 W5 MADTVOY Matrix.CreatePerspectiveFieldOfView

Parameter Type Description
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