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Abstract

This paper begins with a survey of the arm gestures currently used in games that utilise the Wiimote and Nun-chuck. The advent of the Nintendo Wii represented a major change in user interaction[2] with home computer consoles. There are numerous methods of interacting with the Wii, arm gestures are a natural and intuitive of doing this. The arm gestures are associated with the commands they represent and this can be significant to users. The data recorded includes the use of the Nun-chuck attachment which has a 3-Axis accelerometer. A single arm gesture will consist of the data from one or both of the Wiimote and Nun-chuck accelerometers. Any other data about the arm gesture in the manual is also recorded. Some games require a button to be depressed while performing a gesture for added differentiation between gestures for similar commands. The game manuals are originals or reproductions[1, 3] intended to replace the printed manuals included with games. The simple components of the arm gestures are broken down into idealised linear motions through space, curved motions though space on a plane and complex curved motions though space. The number of these components is significant for describing the complexity of the arm gesture.

The commands are grouped into broad categories. To achieve this the motion of the elicited in-game action is compared with the arm gesture. The categories are also derived solely based on the simple motions. To determine whether the categories are valid a survey of the number of uses of each type will be performed. If a category contains none, or very few, occurrences of gestures then the category will not be deemed a valid broad category. In total 49 game manuals, from many genres and hybrid-genres, listed the arm gestures used in-game. By considering how the gestures correspond to the in-game actions the based on actual motion category was formed. This is where the motion corresponds to the real world action the game is representing. The remaining gestures where split into two further groups based upon the simple components of the arm gestures. The directional category is where the motion is a single linear motion or curve with a single turning point on a plane. The abstract category is where the motion is constructed from a set of more than one unique component and is unrelated to the in-game action. Those that are (i) based on the actual arm motion the command elicits in the game; (ii) simple directional motions (single lines or single curve on a plane in space unrelated to the in-game action); (iii) abstract motions (many lines and/or complex curves in space unrelated to the in-game action).

Examples of arm gestures from each of the categories are shown in Figure 1. The real action based arm gesture figure(a) shows the command to sprint, using the motion arms normally make when running. The directional example gesture figure(b) has been used for different tasks in different games, although commonly for turning right. The abstract gesture figure(c) has been applied to commands with no apparent relation. These categories would be useful for further study into the usability of arm gestures as a user interface in computer games. These categories could be used in the design of tests looking for correlation between arm gestures and in game actions.

	
	
	

	(a) Based on Actual Motion
	(b) Directional
	(c) Abstract


Figure 1. Example arm gestures
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