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" ON THE BALL " GAMES PLAYER

Ms. Raksina Samasiri 55011025
Mr. Woradej ~ Kanokwannarat 55011074
Dr. Thanunchai Threepak Advisor

Academic Year 2015

ABSTRACT

From the times changed. Thai children's activities also changed to play video games in
computer or digital devices. They use only their fingers doing the same motion over and over in
the same manner to play video games. Though playing video games develops child's brain, but it
can cause adverse effects on their health and their growth, such as blurred vision, headache and it
decreases the frequency, time of their exercise.

Then, we thought it’s appropriate to create a better video game player, “ On the ball ”
games player, improving both physical and brain development in children since this game, played
by throwing the ball to the screen, makes player to work their abs while playing it, “ On the ball »
games player is the new way to improve the child development so parents don’t have to Worry

about child physical development problem anymore.
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redp = red — min(red, green, blue) 2.1)
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bluey = blue — min(red, green, blue) (2.3)
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value = max(red, green, blue) (2.6)
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2.5 Edge Detection
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2.5.4.2 MIAIUIUAT Gradient
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2.5.4.3 Non-Maxima Suppression
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