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Abstract
Along with the increasing of computer
processing speed, computer vision interactive
technology has been implemented in family

entertainment and commercial field for recent years.
There are two business implementation directions, one
is low expandability and high licensing fee
entertainment software; another is high equipment
investment experience marketing advertising. After
examined recent domestic and abroad studies,

however, we found potentiality of computer vision
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interactive technology, and attempt to develop and
implement this technology for more use. This research
vision technology to design a
The

uses computer

vision-based user interactive application.
techniques of motion video capture and vision-based
interactive technology are adopted to implement this
application. A novel web-based game application is
implemented to combine vision-based interactive
technology to develop an interactive edutainment

system.

Keywords: Interactive Technology, Computer Vision,

Internet Game, Interactive Edutainment
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® 2. Molecular Bubbles (ZBS, 2002)
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