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Abstract

Against the backdrop of the rapid development of modern society, emotional management has be-
come a key factor for people in pursuing physical and mental health. This study focuses on the ap-
plication of Kinect motion-sensing interaction technology in the field of emotional management,
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aiming to develop a device for emotional visualization and movement intervention. The research is
based on relevant theories and technical foundations, as well as the design of the emotional visual-
ization and movement intervention device, clarifying the purpose and value of this study. It aims to
develop and utilize Kinect’s depth-sensing and human motion tracking capabilities, combined with
the Touch Designer visual programming platform, to achieve real-time capture and visual display
of users’ movements. By designing specific motion patterns, such as jumping and stretching, users
can interact with the device, effectively assisting in regulating negative emotions. By incorporating
rich visual and audio effects, the device enhances users’ sense ofimmersion and experience, provid-
ing technical support for emotional regulation.
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Figure 1. 25 Skeleton nodes (Image source: Internet)
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