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Abstract² This paper presents a smart walking application 

that helps in quantifying, motivating and persuading the 

physical activities specifically walking. Special considerations 

are made in making the system fun to use, low cost solution, 

easy to use and for ubiquitous applicability such as in homes. 

The application is targeted for elderly population in particular 

but can be used by general population as well. 

I. INTRODUCTION 

Walking is the number exercise prescribed by most of the 
physicians in the world. Specific advantages associated to 
walking include the movement of long range of muscles in 
the body and a very natural, easiest and among the primitive 
learning of a human baby.  

There are various walking patterns and protocols 
designed by researchers for the subjects considering their 
age, gender, environment and the targeted muscles. Among 
them one protocol is walking while standing at the same 
position. The advantages of this protocol can be amplified by 
stimulating the meridian point of the foot by walking on the 
grass surface for better blood circulation. However the 
presence of grass is very much dependent on the weather and 
external environments. Extreme weather conditions 
(especially cold) make not only walking on grass impossible 
but also introduces a lot of problems walking due to clothing, 
slippery walking roads etc. Further the task is rendered 
difficult on the availability of walking tracks in near-by areas 
that the subjects should not feel psychological stress about. 

Low cost, walk promotion system that can be used in 
homes is the proposed solution in this paper. It removes the 
extra-ordinary cost overhead treadmill has to offer. Further 
with the use of digital gaming and media technology it adds 
persuasiveness and hence an attractive solution for the 
promotion of physical activity to the general population and 
elderly population in specific.  

Further motivation to the project, problems related to 
elderly population and their proposed solution are addressed 
in section III. 

Section II details system overview, section IV deals with 
the proposed system: materials and methodologies involved. 
Finally the paper is concluded with future works in section V. 
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II. SYSTEM OVERVIEW 

There are two kind of Hims (Health Improvement & 

Management System) [1] Walking system envisioned: 

A. Hims Walking as a part of HIMS Health and Fitness 

Assessment System 

A fully comprehensive HIMS Walking system is 
envisioned as a part of training and exercise promotion 
system to be deployed in Ubiquitous Health Hub. The general 
details related to HIMS Ubiquitous Health Hub can be 
obtained from section II in [2]. 

B. Independent HIMS Walking System for Home Health 

Care 

The system details written in this paper are for 
independent HIMS Walking system for home health care. 
The system envisioned consists of a computer interface with 
the smart mat. The system requires the internet connectivity 
to the proposed system for enhanced persuasiveness such as 
related to the social factors, storage of records, though it can 
fully behave as independent source for physical health 
promotion. 

III. PERSUASIVE TECHNOLOGY 

Leading researches in the field of smart games for health 
promotion move with the hypothesis that smart games are 
more persuasive because they are more fun [3]. Well true 
that in most of the cases; however our experience indicates 
very serious contradictions when it comes to the definition 
of fun. Children and youth are found to be attracted more in 
the virtual world as compared to the elderly population.  

Our experience indicates that elderly population is more 
prone towards social factors than merely game and is also 
supported by authors in [3]. The health promotion games in 
the market are evidence to the fact that most of the games 
are designed keeping children and youth in focus as 
compared to the elderly. 

There can be number of reasons for that. Primarily being: 

x (OGHUO\� SRSXODWLRQ� GRQ¶W� IHHO� DWWUDFWHG� WRZDUGV�
virtual world 

x Elderly population is not very technology friendly 
so they feel lot of difficulties initializing the 
games. 

x At the moment most of the exercise promotion 
games do not offer competitiveness among the 
elderly population located in remote locations. 
Rather they only focus at the site. E.g. elderly 
population can compete with each other located in 
one area (home, or elderly day care center, or in 
Health Hub as detailed in section II A). 
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