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A VR-based pseudo weight algorithm using machine learning
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[Abstract]

In this paper, we propose a system that can perform dumbbell exercise by recognizing the weight of
dumbbells without wearing and device. With the development of virtual reality technnology, many studies
are being conducted to simulate the pysical feedback of the real world in the virtual world. Accurate
motion recognition is important to the elderly for rehabilitation exercises. They cannot lift heavy dumbbells.
For rehabilitation exercise, correct body movement according to an appropriate weight must be performed.
We use a machine learning algorithm for the accuracy of motion data input in real time. As an experiment,
we was test three types of bicep, double, shoulder exercise and verified accuracy of exercise. In addition,

we made a virtual gym game to actually apply these exercise in virtual reality.

» Key words: Pseudo Weight, Virtual Reality, Machine Learning, rehabilitation exercise, Virtual Gym

PR olud 3AE g g @] TALE AAsel 9l $ES & 5 9
= AARE ARk ARA T1%e] BASHA AN @A A 224 S
Ageeld St A7} Bel ek gtk wqEelA glol AT LFE AdH mA A4l
Fasih E%, w5 FAE GUS 5 b gk B Rl AR $ES s 247
om YEEE F4 dolHE vaede FEstel JAYS WSt PozA BE ¥
SE, GE DB SE oP) WU $F S APsglon], AR $Fol 3 ol FojArt
of sl ARG AP HAAe SEe Fee BEF P LFolgon] g 4 oAE
& et Tz, gl AA AgE) 99 g AST 2axg s

» FA0f: QA A, P R, B B, AMERS, 7 AlsE

e First Author: Sung-Jun Park, Corresponding Author: Sung-Jun Park
*Sung-Jun Park (sjpark.jesus@gmail.com), Company of DataReality
* Received: 2021. 10. 01, Revised: 2021. 10. 15, Accepted: 2021. 10. 18.

Copyright © 2021 The Korea Society of Computer and Information
http://www ksci.re.kr pISSN:1598-849X | eISSN:2383-9945



54  Journal of The Korea Society of Computer and Information

I. Introduction
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II. Related Works

1. Force Feedback System
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Table 1. List of studies related to virtual weight

Institutions Research System

(USA) Louisiana

State Univ. Hand joint control tracking system

(France) CNRS Manual haptic feedback system

(Japan)Tokyo
Univ.

VR weight recognition
psychological system

(USA) Google VR weight interaction system

T3 19 (8= B A PuIS ALgS me
A 2lole}. 013 Folxlof} Cfsle] ATAEL 1Y 13}
2ol P4 2 FL A 2ol @
3t o= xlalsiolch A& @ wjEY Amey
S3 Agalof & TR Hof} rhse Eghy A
Wit 13 19 () YA YUY
Bolo] By AIIALE JNIOR S 45
P A APSIUCH2I)



A VR-based pseudo weight algorithm using machine learning 55

Tracking devices

Fig. 1. (L) Interaction using spring demper

(R) Elastic-based Interaction
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Fig. 2. Psychological study using virtual weight

2. Virtual Weight

Fig. 3. Google’s Virtual Weight
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ITI. Pseudo Weight System

1. System Architecture
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Fig. 4. Pseudo Weight System Architecture
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Fig. 5. Orientation Correction Algorithm
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Fig. 6. Pseudo Weight Process Flowchart
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Fig. 7. Pseudo Weight GUI
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Item Spec

CPU Intel Core i7-7300 CPU / 2.60GHz
Memory Size 16 MB

Video Nvidia GeForce 1080Ti 11MB
Microsoft Kinnect Camera(1280X960), FoV 57,

Software Unity 5.0
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V. Conclusions
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