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Experimental setup
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1. Networking Performance in the Pool
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1. Networking Performance in the Pool

Network performance
by water depth
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1. Networking Performance in the Pool
The depth of 20cm...?

Available
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Periodic emergence from water
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1. Networking Performance in the Pool

Network reconnection time
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1. Networking Performance in the Pool

Network performance

n SW|mm|ng sty
LTE (LG)
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1. Networking Performance in the Pool

contexts
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2. Swimming
Stroke
Recognition

»Swimming style
classification
»Stroke timing detection




Swimming Styles
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2. Swimming Stroke Recognition

Intrinsic swimming activities

Stroke Timing

Stroke Timing.wmv



2. Swimming Stroke Recognition

StrokeSense
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2. Swimming Stroke Recognition

Swimming styles classification
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2. Swimming Stroke Recognition

Stroke timing detection
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2. Swimming Stroke Recognition

SKILL BAROMETRIC
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3. Game Design
“User Study

»Mapping swimming activities into the game
» Multi-player collaboration with social awareness
cues

»Loss- and Latency-tolerant design




Mapping
SWimming activities
into the game
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3. Game Design and User Study
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3. Game Design and User Study

LOSS- and Latency- tolerant design
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3. Game Design and User Study

User study
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Future Work
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