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A Study on Exercise Intervention for Improving Physical Activity for the
Disabled: From the Perspective of Convergence Device

Sunyoung Kang*

ABSTRACT

The purpose of this study is to analyze the trend of exercise intervention applying various devices to increase the phys
ical activity of the disabled, and to suggest the exercise intervention using converged devices that meet the needs of the ti
mes due to the increase of elderly people with disabilities. Exercise intervention using converged devices applicable to the
disabled is divided into two types: first, exercise intervention using virtual reality-based gamification, and second, exercise
intervention based on wearable devices of wearable or body-attached such as bands and watches. For exercise interventio
n using converged devices that can be enjoyed by the elderly with disability, minimize of environmental limitations, and ea
sy to personalize, there is a need for configuration requirements such as easy operation and simple rules of operation, easy
device installation and wearing, a trainer who can complement immature device utilization. In order to maintain and impro
ve the daily living performance of the elderly with disabilities who experience a significant decrease in their cognitive and
physical functions, it is necessary to use a physical activity game that can be experienced and can be interested in everyd

ay life or a variety of devices to increase the amount of physical activity.
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