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This senior project presents development of Thai Boxing Learning Application which
supports for beginners. The system detects user’s movement by using Kinect device and process in
c# language. Moreover, Unity 3D simulates user’s action and display in 3D model. Our proposed
application can be categorized in 2 parts, first is teaching function which provides user with Thai

boxing introduction and demonstration. The other function allows user to fight against an opponent
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Artificial Intelligent (AT). The result shows the performance of users by ranking
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3.5.1 WHuMNgaIna (Use Case Diagram)
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3.5.2 ﬁmﬁmaﬂﬂgmﬂﬁ (Use Case Description)

M 3.1 ez BeRYEIAT Zigfu
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) R o 4 w =1
Brief Description : $Ud0a11nnd04 Kinect ttazsiiwidousy Tuidaly

= @ A:i ] v
LanwnamTuny 13
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EY o &
Post-Condition : 1an13 l9auiewnainay
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LOWNALIAYY
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o @ 3 1 A o
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2 =1 "
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¥ 1 1
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ATUNINTUBIT 1IN

Alternate/Exceptional
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3.5.3 UHUNTWAINT T (Activity Diagram)
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