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Kinect-based Long-distance Avatar Interaction to Support Distanced
Elderly Care

P-J. Liu, C. Pei? T-L. Sun®”
Abstract

This study augmented Microsoft’s Avatar KinectTM technology to develop a long-distance
elderly-care platform. The platform allowed a person at a remote location to motivate an elderly person to
do exercises through avatar interaction. This paper first introduced the development of a long-distance
avatar interaction platform using the depth camera Kinect and a game-authoring tool called Unity3D. We
discussed Kinect, the integration of Kinect with Unity3D to manipulate a 3D avatar in the game scene,
and the connection and synchronization of two Unity 3D scenes at geographically remote sites. A
preliminary user experience evaluation experiment was conducted by introducing the developed platform
to an elderly day care center in central Taiwan. Volunteer students from nearby universities used Skype
and the Kinect avatar interaction platform to motivate the elderly to exercise. The experiment results
showed that when only Skype-based long-distance voice and video communication is used, the elderly
tended to talk to the students and did not want to exercise. But when Skype is used together with our
Kinect-based avatar interaction platform, the elderly will shift their focus to the student’s avatar to follow
the avatar’s movement. As such, the student volunteer can easily motivate the elderly to exercise. This
effect is more pronounced for male elderly.
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