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While experiencing the pandemic of the spread of the new coronavirus, universities, including our
own, have revived more face-to-face classes and entered a phase of realizing a "with corona"
campus where education is conducted while coexisting with the new coronavirus. In such a
situation, it is important to help students achieve the four goals more efficiently and effectively
within a limited time and context: (1) to know their own physical condition/activity (physical activity
monitoring and control), (2) to know each other (friendship among students), (3) to know the
campus (participation/engagement in the university), and (4) to know the surrounding environment
and community. (4) Knowing the surrounding environment and community is important to help
students achieve these goals.

In this study, we realized a wearable loT wellness support system "SFC GO AROUND" and
developed and verified the basic technology for logging (a sport in which participants go around
checkpoints in time). Specifically, as a result of comparative evaluation of multiple wearable
devices, a smartwatch device based on the Android Wear platform was selected, and software was
developed to upload the user's current movement (acceleration) and location information while
connecting to the campus network via a WiFi network on the device. Software was developed to
upload the user's current movement (acceleration) and location information while connecting to the
campus network. Using this application, users can compete against each other in teams of several
people for scores by "occupying" spots located around the campus, and a game that imitates
logging could be realized.

In March 2023, researchers, developers, and physical education faculty members conducted a
demonstration experiment and confirmed that the game in the above format is actually enjoyable
and contributes to the realization of the four goals of the project. In the future, we plan to verify the
operation and effectiveness of this system in actual classes and in situations where students
participate.
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SFC GO AROUND: Wearable IoT physical education system to facilitate on—campus student life
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While experiencing the pandemic of the spread of the new coronavirus, universities, including our own, have revived more face—to—
face classes and entered a phase of realizing a “with corona” campus where education is conducted while coexisting with the new
coronavirus. In such a situation, it is important to help students achieve the four goals more efficiently and effectively within a limited
time and context: (1) to know their own physical condition/activity (physical activity monitoring and control), (2) to know each other
(friendship among students), (3) to know the campus (participation/engagement in the university), and (4) to know the surrounding
environment and community. (4) Knowing the surrounding environment and community is important to help students achieve these
goals.

In this study, we realized a wearable IoT wellness support system “SFC GO AROUND” and developed and verified the basic
technology for logging (a sport in which participants go around checkpoints in time). Specifically, as a result of comparative evaluation
of multiple wearable devices, a smartwatch device based on the Android Wear platform was selected, and software was developed to
upload the user’s current movement (acceleration) and location information while connecting to the campus network via a WiFi
network on the device. Software was developed to upload the user's current movement (acceleration) and location information while
connecting to the campus network. Using this application, users can compete against each other in teams of several people for
scores by “occupying” spots located around the campus, and a game that imitates logging could be realized.

In March 2023, researchers, developers, and physical education faculty members conducted a demonstration experiment and
confirmed that the game in the above format is actually enjoyable and contributes to the realization of the four goals of the project. In
the future, we plan to verify the operation and effectiveness of this system in actual classes and in situations where students
participate.
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