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Development of distance learning system of Alpine ski and
its initial consideration for real-time sensory sharing

Abstract: Distance learning has been gaining attention owing to the spread of COVID-19. However, the
distance learning environment for skill learning is still inadequate because it is difficult for instructors to
check the learners’ movements in detail and provide direct guidance. We have developed a training system
for skiing. Implementation of ski training is difficult owing to seasonal and terrain limitations. Problems
such as “limited opportunities for skill acquisition” in ski learning and “reduced opportunities for practi-
cal skills education” in the COVID-19 situation are similar to a certain extent. Therefore, to overcome
these limitations, we have provided a framework for practical distance learning systems. In this study, we
developed a prototype of a distance learning system for alpine skiing using the proposed framework. The
connecting experiment results demonstrated that this system could be applied as a distance learning system
using the proposed framework. The proposed framework and system ultimately aim to realize “real-time
sensory sharing.” Thus, as an initial investigation, we also examined applications to realize sensory sharing
from three perspectives: visual, auditory, and hap-tic.
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