Elementary English Game with Motion Detection
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ABSTRACT

This paper proposes a functional game for learning english using motion detection. This method uses motion detection
technique. The advantage of this game is that their face will come on the screen. Moreover, the children of their own
shows on TV such as this comes into effect has to be even more interesting are immersive feel. And for a simple,
interesting game that aims to learn English, not because we are consistent with the trend of development of the game.
Educational content in the current gaming market is entering a lot of games because of this program to learn English so I

can do that dramatically called.
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