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Applied Research on Game Reconstruction Framework Based on
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Abstract; To meet the somatosensory game market demand and to reduce the risk of 3D games pre—investment, the article proposes a

(College of EIE, Heyuan Polytechnic, Heyuan

simple transformation of the game development process through the development of middleware module, and realizes the smooth transition of
3D game to somatosensory game. Firstly, the principle and working process of somatosensory technology are introduced, and then a 3D
game to somatosensory game reconstruction framework (3D— MS reconstruction framework) is proposed in combination with Kinect hard-
ware system. Then, the middleware module is designed and implemented; the game specific improvement strategies and methods are pro-

posed. Finally, the game of Dragon is reconstructed and experimentally tested. The experiment shows that the 3D — MS reconstruction

framework is feasible. The middleware technology can be used to realize the game smoothly and quickly from 3D game to somatosensory

game, 2.2 times more efficient than without 3D—MS framework, while improving the game man—machine interaction effect.
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