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ABSTRACT

This paper proposes a serious game for rehabilitation training targeting old persons

and patients for rehabilitation. The serious game suggested for rehabilitation training
provides the whole body movement recognition-based interface using the 3D depth
camera. When the user stands before the camera, it distinguishes the user from the
background and then recognizes the user's whole body with 15 joints. By analyzing the
changes of location and direction of each joint, it recognizes gestures needed for the
game. The game contents consist of the games for upper limb training, lower limb
training, whole body training, and balance training, and it was realized in both 2D and
3D games. The system suggested in this article works robustly even with the
environmental changes using the 3D depth camera. Even with no separate device, the
game recognizes the gestures only using the whole body movement, and this enhances
the effect of rehabilitation.
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