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Active Ageing Game Research under the Background of Aging

LI Fang-yu, YIN Xin-yu
(Southwest Jiaotong University, Chengdu 611756, China)

ABSTRACT: The paper aims to review the research progress of active ageing games, analyze their development status
and method application and explore the challenge and development tendency faced by active ageing games. Based on lit-
erature research and field investigation, the characteristics and types of active ageing game for the elderly were compre-
hensively analyzed and their advantages and disadvantages were summarized. The hardware and software development
means of mobile terminal, electronic, interactive and VR active ageing games were analyzed by integrating game tech-
nology categories. At the same time, the assessment was made in combination with the design methods of humanistic
theory, emotionalization theory, familiarity theory, inclusive design and flow theory as well as the evaluation indexes. The
development opportunities of domestic active ageing games and the difficulties they faced were deeply excavated. The
safety of human-computer interaction, interactive fluency, rationality of hardware and software design, technical problems
of active ageing games and their development tendency in the market, technology and application are analyzed, in order to
provide useful reference for the follow-up research of active ageing games.
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Tab.2 Application list of domestic active ageing games

W ‘ T )
ViigaN 2 % b = ' 3 >, 3 N
by UREEL kmEww osehs e SR Wbl Tk
v aa K Yo
k ‘—"—E'r. i T " N—-—— ‘x-
- ‘ N i~
e T URTIREE g b, TEOUN Lpe. s,
JI6E LS. PriBE A7 . B . UNGIPIN e .
Jie R \ W, . A e IR
R CRIEL,  RIER AL pes mEma, o0 e, Ewed
HIARIR . BEsH. " © o RRIA. ’

FE| PN AR i 10 0 LA SR I R R 08 o E Al S 22
E BRI, MRS ST R A, KA A
T IR B A AR AE | e A RTRCAZ |
1B PERG M ZUIE | AT SR | AR TR R B
Bl EAE PR R B BRI R 5 D RE TR AT o R

R AP LK G 1 T S B K B 1) 6 R 2 e
AR Ui X7k R, LA AR TT 12 2 8 05 Ui e
AR, F R RS G R R I AR N1 IRid
12, PN 5 W) 2 18] BB R IRl SR I i B, B
A BT AR NE R . [ AR T 5T H AT Ak



10 (S

T 2019 4F 11 A

TRrHIm B, Tl S EAMEF H AR MBS, IRA
T R NS AE NG A 5 28T, BT AR T O ) AR
s A

2.3 FREHEMIBESH RS

BEE R AL AR RIS | T8 i MR BOR B — A SR i
WAk EL 22 N BE 58 AT A B AE AR 22 20 | TR 25
TSR Ui Xk o 28 AF T 5 10 0 5 L ) TE AR e i 2%
R LM TR PG ERAE L BT BB A AR I U R A
WO e 3R . DL, AR [ P9 Sh SCHR s 4
SCI. WA . TEL HEyAHICSCHR, 13 SR il T Xk
I AR S5, DR AR IR i )y “ SRR A

o=,
———————
>

T “Beahund” . “HITRT. EIRERRHZET . YK
EEHZE” RS MR 2R NS APLREAR
WRSEE VA3 Rl R AT W E ks SN TR T 2 S
JBUNZRE | SFBIZR2E  EEEUIZR (W I . #77
WREE ), SEEREING (g &), _ERIgRt
7K IRIRIPRHLEE . FoARPIEILA 1,

B NARHILBE I 2 5 e X BT L B 52 AR i 26 58 X
e, BFEE TIRRIPRMAE, L T IR R X )
AE. N Guess Tt AR A ik 2 i 4 2815 7 Bl i
REhG, WAL 5 S AR BN 2R A & T A I 25
WA BHERE | i R EAF SR, AR
BORMNSRIRCR, W3k 3.

H
{
{
{
H
{
H
{
eSS /
7l !
H
AR
/ .. /
/ . !
/ N
/ RN
II .. 1

|

\ vl N AWy N
| a2 || smtoingek || FRoNgek || gk || Peiigk || ey | | smemekeig)
| | I I I | |

( mmwmmnx |

K1 RIBUERLAE . HAR 2
Fig.1 Functional and technical classification table of active ageing games

x3 RRHERECSN

Tab.3 Cases analysis of active ageing games
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Fig.2 Flow chart of electronic active ageing game equipment

KinectiR I

|

|

|

|

|

|

:
===
|

|

|

:

| mmEEms
|
|

=S\
A2) blender

B AYIRE

- - - — — — 2

K3 S H ORI R AR K

Fig.3 Flow chart of interactive active ageing game equipment
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