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1. Penalty Throw
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3. Game Engine (Unity, Unreal Engine)
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4. HMD Device Configuration Method
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Interaction Device Operating System
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Fig. 1. Interaction method used in the HMD controller

lll, The Proposed Scheme

1. Implementation Procedure

Muhtiplayer
connection

Fig. 2. VR-based disabled handball penalty throw game with
multiplayer function

2. Multiplayer connection Setting
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Fig. 3. Network Manager Code
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Fig. 4. Photon Server Setting and Photon View

3. Game Setting
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Fig. 5. Development concept and Login input page
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Fig. 6. Penalty throw intro and game page
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IV. Conclusions

2 5o Al XRE 83
Aeke F2a) FdololselA Aze BdT 713lE g
ol £ ollel P=B AR5 ot ofrhiu
& 2 bl sl a5e) 2 e o Ue 3]
2 9l Fole) Tl o] Al Tk glem
Sae) Al A= 7)ol F2 ao] 7joft
o,

A ArlE 2T

ACKNOWLEDGEMENT

= AP 20034 ek w8} SRR
TEATA LA AJes ot Y AF-)(NRF-2023S1A5
A2A03089545)

This work was supported by the Ministry of Education of the
Republic of Korea and the National Research Foundation of
Korea(NRF-2023S1A5A2A03089545)

REFERENCES

[1] C. B. Santiago, L. P. Reis, R. Rossetti and A. Sousa,
"Foundations for creating a Handball Sport Simulator," 6th
Iberian Conference on Information Systems and

Technologies (CISTI 2011), Chaves, Portugal, 2011, pp.

1-6.

B. N. C. H. Sia et al., "CRYPTOCOINOPOLY: A Real

Time Online Multiplayer Board Game," 2021 14th

International Conference on Advanced Computer Theory

and Engineering (ICACTE), Hangzhou, China, 2021, pp.

27-31, doi: 10.1109/ICACTE53799.2021.00012.

[3] D. Polancec and 1. Mekterovi¢, "Developing MOBA games
using the Unity game engine," 2017 40th International

(2]

and Communication
Technology, Electronics and Microelectronics (MIPRO),
Opatija, Croatia, 2017, pp. 1510-1515, doi: 10.23919/
MIPRO.2017.7973661.

[4] V. T. Nguyen and T. Dang, "Setting up Virtual Reality
and Augmented Reality Learning Environment in Unity,"

Convention on Information

2017 IEEE International Symposium on Mixed and
Augmented Reality (ISMAR-Adjunct), Nantes, France,
2017, pp. 315-320, doi: 10.1109/ISMAR-Adjunct.2017.97.

365



