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ABSTRACT: From the popularity of home fitness during the epidemic, and combined with the policy background of in-
telligence, medical treatment, sports, and health, this paper aims to understand the research status and development trend
of intelligent fitness based on somatosensory interaction and related technologies. Taking Cnki database and Web of sci-
ence database as data sources, using scientific metrology methods, CiteSpace and VOSviewer document data visual
analysis software is used to draw the knowledge map of key words timeline, and analyze the research hotspots and simi-
larities and differences in relevant fields at home and abroad. To explore the advantages and limitations of current domes-
tic research and development of somatosensory interaction technology and intelligent fitness. According to the analysis,
there is a wide range of applications of motion sensing interaction technology in Chinaat present, and there is still alot of
room for development combined with the application and research of intelligent fitness. It puts forward three development
directions, including the combination of somatosensory interactive intelligent fitness and the "Internet +" industry, the
promotion of intelligent fitness hardware development, and the combination of intelligent fitness and intelligent medical
health. It is also pointed out that the application of somatosensory interactive technology in China will gradually develop
from somatosensory interactive intelligent fitness to the construction of a higher-level intelligent physical and medical
combination system.
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Fig.1 Timeline of key word cluster analysis in the literature related to somatosensory interaction
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