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ABSTRACT

Distance learning systems that teacher and learner(s) are located at remote have been

in progress in a way that directly transfer the video and audio. To get the interest of

learners and effectiveness of education or to overcome the poor network environment,

various methods utilizing computer graphics in the distance learning system have been

attempted. This paper describes a design and implementation of a distance learning
system using 3D animation control technology based on Kinect and network game

technology. Distance learning system designed and implemented in this paper is a good
example of combining education and game technology. And I expect to be used at
various educational contents in the future.
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[Fig. 1] Facial Animation
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[Fig. 3] A configuration diagram of a distance learning system
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[Fig. 5] Learners N—screen support
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[Fig. 6] Representative images of 3D characters
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