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ABSTRACT

With the increase in interest in health in the society, a variety of fusion studies have
been conducted by ICT to sports. This study develops a smart bicycle that is run only
when a rider maintains balance, and proposes an interface of studio space where the
smart bicycle can be experienced. The studio consists of interactive smart bike, a
geodesic dome for immersion of content for a single person, and virtual reality content
that is implemented to enjoy various sceneries in real space. This study contributes to
attempts of design and production of studio that is optimized to interactive space of
smart bike for single person. This studio has a scalable interface, which can be
applicable to various other interactive contents for sportainmnet.

Keywords Smart Bike(2WFE Hlo]=), Geodesic Dome Screen(A2H|4] & 2~=3d)
Design of Studio(2Ft] L AA)), Virtual Sports(Z7Fg ~¥X=)

Received: Sep. 11. 2017 Revised: Oct. 18. 2017
Accepted: Oct. 20. 2017

Corresponding Author: llju Ko(Soongsil University)
E-mail: andy@ssu.ac.kr

ISSN: 1598-4540 / elSSN: 2287-8211

© The Korea Game Society. Al rights reserved. This is an
open-access article distributed under the terms of the Creative
Commons Attribution Non—-Commercial License
(http://creativecommons.otg/licenses/oy-nc/3.0), which permits
unrestricted non—-commercial use, distribution, and reproduction in
any medium, provided the original work is properly cited.

Journal of Korea Game Society JKGS | 89



g

[e]

A =&

1

ko]
pal

=
(e}

o 7}

J
et

Kk
L=

q

Z

|4 AFg 200475 2013

o], ICT7]

ol

> o]

=

AT

pol i

3|

o)

5

=
=

o E
=

=
=

g1gk 4= ArH4,5].
[Fig. 1]

2 pHRbe] 2

}_

ol

o]

|2 w3}

3

AL
3 R

F7e Fejrt 1907k Fejz wst

Zolswn] Ago]

el W] we} 71

.M

v

G2

By

Al AElel 2ol

FH9 AR A4

‘IL
A

- TP NN T R PR TN g Ay
B RO £ PR EF A E 0y A aTC ]
“.vmﬂ_‘ﬁl_& o ._OOA_I‘HAII‘IOM\LI‘I‘Wiiﬂ OvuﬁOATﬂN
- ol = oo ™ o o5 o A i et
o N iy Vs, I T o o o - T Bo X B o ) - K
M B ok & S T N2 g W~ v X
w @ a W o B o o i ﬂ;eg]
B %, T o W gy s O C A G
s A= Jn % 5 X o R < o il do T X iy
wrw% BV . = ﬂ%%i%%ﬂﬂ&rﬂrﬂ N T ok B
ﬂ P % S WL oW T W, o T o R
o :@ g A < TR o 2 0 o N
M e 8 L .= 9w Mo o | E B R OH
m oo N s = gL o ) o N = o W T g
T " 0 o
o s o & Q o 3 %V H 1o ;Mrm En o hmu < B um
Yo _ mp % < LR D EX Foopm 2R L opw
g = 2 = W g xR CEMMsTE e T h oMb
EE ¢} BrafiiTuatioiltas
A 2 % O R ERE By g F Mmoo
©uom e 8§ NGB Rg  FuwgprialIszzd
~ Moo =2 E MR PWeT b w I T X,
a M e N B S Az of _ o © uﬂ a < mﬁ w MoK
° = < N & " X
Xom BGEEEREEERC 2Py s i hwrud Tow
< x O T T W o W % ol B
T AR A = oF Al A AR T o R KT o X T
B REHRNTMNNREBE T MT T PR oo od T W BT X
ﬁur«faﬂoh@mﬂmEmmod_aﬁmgﬂwowb_ﬂ% Ty 2R RE
o0 = . [ [ = =
i@ﬁuoame17?&?#%ﬂgﬂnﬂ_/%m% R T
Emﬂgwﬂ14L__%LE§LE%%HW1§%%m B B e TR
L = S I - Esﬁzi7wgﬁ1@ﬂ BT om oMo B g A
T LT gy dpp T CRD I
AT I T AR B H N TPy o s n  Bhe BT O
]J|_ g5 ! s ! == o — —_ o J‘_l]
TR ENE e R e o IR T PRI TR p XN
) ol TR g 2T P E oo O o =90 F°
SR R B R S S B I I TG T
j— 0 - ol T — :
¥ g i ATl LA ATRAIET R S%s D
= K =7 2z K T my W w | by ok
) 2 A 1_,___H XM H,M of X = ° X MO JEJNA G £ 4 ™ = R g
D~ W N 9 o~ R T M TR WP o X R T = o o il <= NOAF
= Ao X A TH R E T RN - HoDN B A =y oy~ T Mo ) mr H = 8
% ,WAUHOL X Nk - - LN = o — o
o W 7 o2 ey - F oW o= B X\ Jooo Sl
— 11“ 1o o 15 IS A= " S T o = o7 N = y o Lo My o R o
= ~ %ﬂﬂo#wa%waﬂo Mo = X BB ﬂ%m_wfliiﬂ%%ﬂﬁaﬂ
T = T = o N e IS~ B¢ T ] e o s R~ _ —
o) o= X = X X — X oIy o o E — o X vl o N =
"o X E TR B F R 2Ly ¥ REg zx™hbemPg =0
R s = W %o ST = = A o ) 3 mh H 2 T M~ M w W ) m B ol
[ 7| — = [ —_ — =0 T
_ﬂE,%ﬂAXﬁW be27_.oiﬂaﬂ%o|@bf ﬂmmlmuae , o W R W
o sd ToYw T T TR LW B e IS N I R
FEREAFTTTNFEADTT RN PR AT TN m do M- R0 o o T W

90 | Journal of Korea Game Society 2017 Oct; 17(5): 89-102




— Design of Smart Bike Studio for Sportainment —

THE fFAoF F3o] 7Hed AntE blolas s 24T ¢ =S St &A4E, HES
Agetar, olE AYel AH&AFomA AREATE (20149 ATelAE A AlEHCIHE T A
FeAgshe @A B2 AY #4e Agstud 74 33E AdS AT FAES 24¢e 2xEd
Sttt 2ol A sie]e] AvtE wlola JpEebd HER A AdAS Wdstddiz]. 71+ uA
At g AuiAFE Aol tia AeEa, 3ol A 2 AbelgdAMe =2 F gle A7 8dE
v APE &vtE wola ARHeE 9 Avte S wEe] Ad, AW ==, EX WE o
npolael EQEA AleS AT AedA 5 23 22 F e AFUL @H4s 7SI AA
g e AASE Fdzd die) AWt 4 A7 =2E Fdsi 2P s VNt
FollMe 7HE AvfE whola AFYL ] AFA AlEdelH| AY FHI=E st AR #F
B9 AR 548 deofste] AdAle] AHAdS o A F ARE stk AT el g %
whetara g L A e Aow Frh 1 vl ¥} A
el =919 A4S A% Aeh =RFY AF
ol tigh gl olFolAar glo] UG el
2. mET o) AL 98 BHRow tos A7yt Ay
Aes A F AATHIZ 4L =l AE 2
Agaa FAsse wdew AFE 4 ge A B ATES A Taz 2qe ua
2z et gk EA, gEd Age A AT JiIstE FE HelHE BT s T
Xz 7olel ~3d ZxE AFow thyd Al HOE ATVF o]FoA Svke AL g9 & #
o] o] Fo|AYTHT]. 23y ~Eze] gt wy AL
o] oldo] wel AAZ e ZuxZ AT Oe ool Me] e A5 2 John Bolton,
o3l w3l 37 A Aol mrl AAI A} Mike Lambert, Denis Lirette, Ben
T2 et Aus Adet=dy =S s 9l Unsworth(2014)& Oculus LiftE o] &3 =47
tH8010]. 2 =Roi= wAA wi H 1A oplol= AN #d ATE FHSAHISL]
AAAZ o] &3 T ATESS E& Aud Oculus LiftE %3 3D Zel=E AFsle] gtold
1 o] B4 ez ALy 58 golry, 5 AE= AFsha JHMEE F ARSAE] AAE
Ao e Age pEEA AlelE An|as AAste] shdsdel opubetel 84 4 Q=
o] AHgAl ol g ZHolA ARHS AwpwE i SR AAEE FINA =99 S ERlsta
At 2 stttk Mio  Suzuki, Kei Miyanoue,

Ao, wE2011)2] Aol s 1A ulol Tsuyoshi Takagawa, Tetsuo Yai(2013)& 2 A

Rl o RIS Fisty] =2 wEAo] Wi AW Mgy s
% 5Hon ey EALE A OJs}MEHn] #d A7E FASATHI6L A =R f
Ak wEHH ALLS el T1E Ax Afol2 AR ANAARE Wob ERFYS Awdhs A8
Azstel A& AY AEEE ALt 711%1% dele® HMDE s =g Aewls A-nd
B FERAE FuA vk =@ pd e Ol 28 Al ARt Y Auss
Ne Ba AHgAe] APe Axzter grsies THE F s g Avse] gl glof,
slo] AlRAEE LX) AuE 24T 5 QLR EHHORE AT AHAE o] &5tHA AES
sttt Aolels B2 o= &) saE7le] o] &3t WFHES AL, HAES We A T
goly EI fASH Az Eddee g = HefEte] AwHs ZHzd wdd g RS

Journal of Korea Game Society JKGS |91



Ei=s

gk R EIL gl THEAA Ao
2 A5 g AFES S8 AA AHE
A A ojw FEE AARZ AFHL JeAE
g & ok dFEAA HFEA vela AFA
AAZE(Zwift)e} WF(VirZoom)S A¥ H 1z}
gt WA, AZEE AAAY st=dolE g
Fe7} ofd, 2ZEAES HAAZ 79)sA st
o] AgAZE A e AAAE o]&d 5 3
TE AR Alzdo|tH17]. sHAIRE A H o]
Zhstdete AdA Y] Hret 99 F&

_
=

2

J[Nv fo r”v

&

].

N

ol

AL ATHE A AAA Edol, LAl
A, B, BUE 239 5 ANGAE 98
ANEL WAk ol gl FFs it [Fig, 21% 2

ol Ax & ¢ glon, Al x23dS dAst

el %
= 252 AT AFS dEsA A 4
qom Ho] A= AA 7|77t 24EHE G
o

Al @] teld FE

P

=
v
by
[>
N
=
i)
=

5 Agstad s Fo A
Fo) St A AAY Aol o] §AES
AGEIA WA eolgE @

7hs sl ellEthe

A

|:1
tlo

HES AUAE o83 selgel £%ol A

2bE hola 2RYe HA —

tjo

Hobe AE 3] g HAe] o Asith 53]
Samsung Gear VR, Google Daydream,
PlayStaion VR, HTC Vive, Oculus Rift 59| t
&g VR =4 71715 Adstes AdE 2= AL
o] Zolt}H18]. AZES AMu|z¢ v HE A
| 2AA AHAE Fulsfor o]&e] Thssithe
74013‘r [Fig. 312 W& o83t Ads 3ste
Folth HEolA Azste AYS st7l fAsA
= w4 AAE e FaT Ao ol
£ Abgo] FFsdtth Aol '
=4 F)715e] A BAR 71 EAE

Q18] ATre] Apgol ojH e

[Fig. 3] VirZoom

selel AdASH ICT7es o83 IHl=
F= Aulze] sl ARkt FebsirAbE,
HHddTES T AHRE A FH=2E2 A
W RUE Es HMDE B3 ZHxE Algste
Fej7b FE olEvhe AL AJAY F Al =
@ ZR=S Awstax & u A4H HRE o
| g or Aleaopd AA W Rl A
Ao ARgsh= AdAE Atz AREE AJAA
g Aulg vk AYA g uwle] x3tHo
ofF vt AdE ATk & =M olek &
= AR 2Fde AS A% aeAREs 4
AstAl AvtE wholaE 9% ¥tew FAEAL
i<h

92| Journal of Korea Game Society 2017 Oct; 17(5): 89-102



— Design of Smart Bike Studio for Sportainment —

L)

ofgl AFere FEU QlEH o]zl Xfolt
Aol A olgo] TFsd 1A Aol A
= AR o] 8o] ARFE A
o] efsofof shzul, olg A
2 sleslof A9l 5
T Ue ol EFHE

2ulE dlo]a ARFTQ

Aejgol = A 1k

°
2 4 o-
-

et Hoox
oL
'3
ok

o @ b ot A
N
Ll
o

-

=
=)
I
g
=2,
>
k1
~
>
N
e

m

R
2
]
2
ot
o
ol
Kl
Y
ol
o

Ir

£ oo

2
o
oftt
, o
o,

2
o

o2
w
3 T
e
Lo
Lg%l o

0 A0 ox 32 o
do o
ol N
<0,
B
fo >
= g9
> m
oft T
ot 2
N
[
T oo
L oo
o iy
O T
o
o

>
il ol
Tl
fu
s
5 P
o MmN
PO
yo,
o o
£
g
®
~
il N
S o o
=

ot
>
=)
m
=
o
W
>.
4
vy
to
o
BN
N
N
t
i
fo
]

[Fig. 4] Smart Bike Studio
ooid 7 P4 asdE Aga APl
H JAEH ol 2~E fd MdE WEES

Eias

3.1 AOIE HiO|3 W=

g Azt sbsslor Bk 18] uEo

3t
=
o] §AIZHER} AEHQ] TE FEol THed =24
|

9l B7o] ZFolA ojof @k A7 B 2
ol 5

A& e Fej= ARl A
]

okl g Aol = ol g7hel Aokl @
A goh olge] golsithz Aol = uhwo

S
vl Aol 7] witell ARgARe] kel A7 B
FEH R AFZEHRIVME FH=S Al
FeiM= 71EH o ARgARe] qhdo] HAgwEofok

7] wie] AXLHINE FU=E AT 4%

ve—

gt ~utE wlo]laE Al Astalzt skl
[Fig. 5] A AnlE nlo]ld ARFr]Qd
A¥ ZutE vpolAR ARG A& O R
FA 71 3 b el AHAAE Ee
T 24S oliA ¥3E FEE T 237t

gl Txolth

Ir
>~
=

o

Journal of Korea Game Society JKGS | 93



— ~¥HAYES @ 2uE vlo]a 2FT e A7) —

Qo] snlE vela Aldte] BAolTh #RE  MAW BARES Ads] fAd AW wuzo]
FAsEE BLW EAh g Txel] WEd  AFF Fuz 1ok Aotk A wo} Wz
AgAE ASHon AGe down FAFNS  Eelbl Hu 549K P38 B 440
H
=

WIS WS ASRT F AEA B 4 o AR W el L wse) gheR A4
A7} BHARA AAadA R ] WAH]

= sjop @) Y
242 g8 B2 g o] ohel, T
% | 9@ maolm [Fig. 613} o

de ZHlxE HAEE 9 unAold 7Es Al sl Apo] ol 7] A

=

4l

ofN o E

3.2 X204 & 238l

i

B Al

o
I
o

4
=

.
1% 93 Ak A Frel

of
ol
=

o
Ac) s
o3t

S ol?.: flo

N

of w

[
oX,
>
At
s
2
o
fu
~
R
ofo
ol
rir
o
5
N

L2 lo N oE g
X

e ™

02\:1

fu

oM =N o

=
iu)
2
i
= o
4 op
Q‘L

< K2
T, T od
o 1>
o

ot
[ S P T =

RO

[Fig. 6] Handle Interface for Contents Control o]

it
k=)

2

9{_11
4
30
32
i
i
o
i
=
N

e 2phE wlelas J]E Akl el whash

oHd
1)
rlr
P
o
N 4
1
2
o
o
T
Sl
£
N Mg
9,
[>
u

i3
B
&2
By
d
)
o
S
M
rlo
2
N

X
I
k1
N _|an
ol
o
do
%
B
2
Lot
i,
Suj
o
i<
L)
o,

ok © Hu
o 2
N lo
éﬁt
(o
‘&m\m
N
]I,?‘_‘,_'_‘
EIEY
N
o ot
i

BN
Nz
I
B
£
“lfﬁrm
AQ‘F-_'E,OH

o i

dft o K
o,
o\
(L dn s ol

2
2 o
)
o
o
rir
2
o
prh
Kl
_|>~_l,
ol
l
>~
Rl
o
IN
2
=S

e e go o

o
)
~
=)
M
o
IS}
2]
s}
oo

> 9,
2
aY)
)
Lo
o
%
[40

2 o
Hu
BN
)
i3
t
=
o

oft

o

fu

f

o

Y

rlj

2

ra

Mo

o,

oft

Lo,

-

i

) 4o o
= %o ru T o o Ac)
Ay 2 ot B S

N 2 o
N b O
M4
JH
o,
%o
K
t
([t
tlo 1.)51
g
=
2
>
oo
ol

d R
N
Y
tlo
o
2
X
i

o

AR ke Ao} Mol ANE WA A

ZEAA QA A £ % AE R Sol

94| Journal of Korea Game Society 2017 Oct; 17(5): 89-102



— Design of Smart Bike Studio for Sportainment —

2] Q. = °9)

— / 22 71Eo)zl AeelM ZRl=E ®Huh ARzt
[\ @ = A ATL F QLS AEE APy Zdxs
£eord e A3t 1914 & ~aelt) [Fig. 1119 (a) 917
21

Ll

[Fig. 8] Geodesic Dome Design Sy =YL o]

of AW vehRge we

dge 2ads As] e @ A -
Halo] 9L AHo= A} , io. 11]e

olzol saE xromE el §F Bolg A Lol ~ A, g, 10 ©)

o] x~zElel A= 2 o ARl A 2rtE nlo]aE GBS wo] AR&ARe] A
Bje] 2=gde] Alato]l o] wiEell, [Fig. 9]¢k Mol AEH= Zulxz A Zriod BYS )
2ol 2%F9 A38 ZZAES oloji] HlIGE e = v oHT whHEE 9= o4l S
/E\E]La];j = 2 %E}ﬂ fel e o} frALE EEolR PELEE sto] ez ¢
T @ 5 e AW 2R Azena st

766.36

|- -

AR 2FUeE g8 A A4
o]

&)
| Abo] == 2480+2480+29300] T

=

=
= =
T
=+

P ow [y Lo

SwA Sule] fETEAE AWshs gloldh
Fig. 125 ALgAelA AFHE w0 Fold Agol
FATELY Yol oAl She el

(a) Front (b) Side

[Fig. 10] Geodesic Dome Screen

Journal of Korea Game Society JKGS | 95



— ZZHANES AF 2

[Fig. 12] Landscape of Seoul Tower in Game
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