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A Fitness Game for Home Training with MediaPipe Technology

o = = S (=)
U H BMBl 5| Ehes, A Roes

Woo-Jeong Yang*, Seon-Min Moon**, Ji-Hyang Heo**, Seong-Yong Ohm***

X
=
[>

>

2
N > 2 oo

AGkee, of At Helo] sfolx 114 PR

A azen B84 AAADE PA AR § 9
o)

o

o

ol

o

X

T oo Iy
o pfl 10 B

Lo o

o

By
N
X

Abstract This paper proposes a fitness service designed to effectively meet the increased demand for home
training due to the COVID-19 pandemic. The service is a fitness game developed using MediaPipe technology
and the Unity engine, featuring the integration of physical motion recognition to enable simultaneous exercise
and gameplay (battles) in real time. Users can receive real-time feedback on their movements while playing the
game, and after the game, they can review detailed records of their exercise sessions or check their workout
history in a calendar format. Notably, by allowing users to collect various monsters as game rewards, the
service encourages a more proactive approach to exercising different body parts, thereby enhancing both the
effectiveness and sustainability of their workouts.
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A Fitness Game supported by Home Training using MediaPipe Technology

North America Home Fitness Equipment Market Size, 2018-2030 (USD Billion)
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Figure 6. Exercise recording system
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