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Abstract

Studying Convenient Arm and Leg Movements Using Motion

Capture

Keita Yoshimoto

The lack of exercise of the elderly person leads to a physical obstacle and an omission
of the mind [7]. Exergames is the approach that is effective because an elderly person
lives a more active life. Exergames is a trial to move a body using input devices such
as Kinect (Microsoft) for training. However, current Exergames does not consider the
physical limit of the elderly person enough. Therefore, I think that the elderly person
cannot completely enjoy a game. In addition, in the past study, general guidelines
to design Exergames for elderly people were suggested, but, as for most studies, are
not spoken the body ability of a basic elderly person [8]. Therefore, in this study, I
compared the body ability of the youth with the elderly person when I performed a
gesture using the arms and legs using VMCS (VICON Motion Capture System). In
addition, I investigated it what kind of influence an interval and a direction had on the
performance at time when they performed a gesture in succession. The investigation into
experiment item using the arm was error of the angle, operating time, three items of the
discrimination time when I performed a gesture. From findings, I think that a gesture
of the upper direction is the movement that an elderly person assumes a weak point
most. In addition, I think the gesture of the upper direction to shorten in an operating
time when the time between gestures is short. The investigation into experiment item

using the leg was maximum angle, operating time, three items of the discrimination
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time when I performed a gesture. When I make guidelines suitable for an elderly person
from findings, I think that you should define it to recognize the gesture using the knee
at a small angle. In addition, I think the lateral gesture to shorten in an operating
time when the time between gestures is short. Based upon the foregoing, I think that
the gesture of the upper direction using the knee should examine what I perform at a
small angle with the use of the gesture of the upper direction using the arm near at
hand when I make guidelines on Exergames suitable for an elderly person. However,
future problems include that they should set the concrete angle that was suitable for
an elderly person how or examine it because the experiment using the device which an

input range is limited to concretely beforehand does not reach by this experiment.

key words Exergames; elderly adults; arm movements; leg movements; VICON

motion capture.
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