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The kayaking game is to be played on a computer interfaced with Microsoft Kinect using arm ges-
tures. We prototyped the game using Unity, Maya, C Sharp and Javascript.

The Avatar and the scene are 
displayedPrototype during user evaluation The kayak moves forward in the river. Finish line is reached with time and 

points.

We chose kayaking as the exercise 
game as most of the elderly are familiar 
with kayaking experience.

Some of the elderly are in wheelchair. 
We chose a game that can be played 
staying seated. 

Only a few easy-to-remember gestures 
are required to control the game. 
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Establish good rapport with the community

Wizard of Oz technique worked better if 
users are novel to the technology

 Indication of user’s location via a map

 Reduce the duration of the game

 Increase/decrease rowing speed

 Obstacles along the course

 Better movement synchronization

 Add weights to the oar

 Connect the game to Kinect

 Difficulty levels

 Customization 

 Feedback on completing proper gestures

Accessibility of the game can be improved

Interviews are better than survey to collect 
data from senior users
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“Kinect Kayaking” is an exercise-game designed 
to help senior citizens to stay active. The player 
controls a virtual kayak through arm gestures.  
The main goal is to motivate senior citizens by in-
troducing the fun of video game to physical exer-
cise for people with all levels of mobility. 

Adults aged 65 and up
Limited mobility
Impaired hearing and vision
Not tech-savvy
Moderate level of activeness
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