Answering the reviewers’ comments for paper ID 109

Reviewer A

· The major contribution of this work is to propose a method for Hand and
tracker tracking  (Section 4.2). However, that it was written too briefly
makes readers hard to understand the detail techniquies and algorithms
related
Answer: Section 4.2 was revised more carefully and clearly.

· The abstract should be rewrite in order to easier follow with smoother English expressions.
Answer: The abstract was rewrite more carefully
· Figure 4 and 5 must be listed as tables.

Answer: Fig 4 and 5 were changed into the form of table
· Algorithm 3 must be presented in 1 column format.

Answer: Algorithm 3 was presented in well-format

· Acknowledgement must not be empty if presented.

Answer: Acknowledgement was added
Reviewer B

· In my opinion, the hand gesture such as wrist rotation is not characterized for your VR game and weakly supported by Kinect. Please point out the reason of usage of those gestures defined (Ex: Why not use large movement for rotation instead of wrist rotation? What are advantages? Which existed/real game is suitable for those gestures?)
Answer: Character navigation is one of the most important function in many kinds of game (ex. FPS, RPG, etc.). 
This paper proposed a navigation mechanism which supports movement and rotation. 
The proposal can replace the navigation system in almost games which have movement or rotation in control mechanism such as 2D, 2.5D RPG, FPS, simulation game etc. However, currently, we can only satisfy the game which do not require high accuracy or fast reaction from navigation system. In the future, we can define more gestures to control not only the navigation but also game actions (ex. jumping, shooting, interacting, etc.) by using hand finger. Moreover, by using kinect, the action in game can be defined by body action; this makes the games more interactive and interest.

· The accuracy of rotation depends on marker detection. Please try other detection algorithms to improve the detection acuracy and then over all results.
Answer: In the near future, we are going to try more detection algorithms to improve accuracy and runtime detection.
· Figure 4 and 5 shoud be change to Table 4 and 5. And they can be unified into one table. 
Answer: Fig 4 and 5 were changed into the form of table
· In the evaluation section, athors should add real experiment images including person, device and game. The number of testers and there characteristics should be clarified.
Number of testing each route in Fig. 4 should be presented. Please clarify how to calculate the accuracy in Fig 5.
Answer: Each test is defined by a sequence of movements and rotations. An error is defined as follow: "when user sends control a signal, the responding is not corrected or the responding time is over a time threshold, then an error is occurred." In order to calculate the accuracy, we experimented each test several (around 20) times. The experimenters do the sequence of actions as definition of the test in order to reach the final destination.  For each sending signal, if the responding ovement/rotation is incorrect or the responding time is too long (the time threshold is 1 second), then it is counted as an error.
The accuracy is calculated by the percentage of the number of corrected actions overall the number of all actions, where number of corrected actions equals to the subtraction between the number of actions and the number of errors.
Fig 4 showing a real experiment images was added.
· The time comparison between your approach and mouse/keyboard does not show proposal strong points and in fact they are incomparable. If possible, authors should choose a general game, play with built-in Kinect supports and with your own proposed method. From that experiments, you can point out your method’s strengths.
Answer: Though, our proposal’s runtime has not reached those of using keyboard/mouse. In small
games such as Maze, Haunted House including mainly character’s movement, our runtime is acceptable. In future, we are going to improve our approach to increase accuracy and reduce the runtime. We will deploy our approach in many more games.
