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Development of the Exercise Support Program using Kinect and Projector
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Abstract: Nowadays by advancement of display technology, any contents can be presented to walls, floors and ceilings. In
the near future, people will be able to display favorite contents inside their private house, using this technology. In this
study, we examine the application of this new display technology for healthcare. Exercise support program was picked as
the experimental application, because of urgent needs to reduce medical cost of our society. To induce motivation for
exercise, Microsoft Kinect was used to detect the player's motion and a short focus projector was used for presenting
virtual space and balls in front of the player. The virtual ball is thrown and the player is asked to catch the ball. Since the
ball doesn't fly towards the player, he must move to left or right, and unconsciously the player do exercise. Heart rate and
EMG were measured and correlation of moved distance was discussed.
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Fig. 2 Example Screen of the Developed Application
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Fig. 3 Configuration in Experiments
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Fig. 4 Heart Rate of Subjects (Side Hop vs. Catch Ball)
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Fig. 5 Ratio of Virtual Catch Ball against Side Hop
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