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A Wearable Computer for Hand Skill Training
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We have investigated a wristwatch-like wearable computer consisting of a highly-stable 3-axis gyroscope to analyze throwing
motion in bowling. A time-integration calculation while the sign of angular velocity remains unchanged showed a possibility of a

real-time diagnosis of throwing with a low-power microprocessor on the wearable device.
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Figure 1 Wearable motion sensor for throwing analysis
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Figure 2 Waveforms of 3-axis angular velocity while throwing
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Figure 3 Time-integrated waveforms of angular velocity
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