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[Abstract]

With the COVID-19 era, exercise is considered a leisure activity and an activity for health management beyond the scope of
jobs that provide productive benefits, and the category has expanded. As exercise became more popular, the need to improve
exercise performance began to emerge. This study focused on vision among many types of vision among exercise performance,
and tried to develop it as a digital healthcare content by focusing on training ‘Dynamic Visual Acuity’ that can improve eye
muscles as a habit of strengthening eye muscles, unlike ‘Static Visual Acuity’, which is difficult to recover once damaged. By
strengthening digital healthcare contents, game elements, and storytelling elements, it was intended to supplement the previously

proposed vision-related functional games and to train Dynamic Visual Acuity by continuously using the contents.
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Fig. 1. Ministry of Culture, Sports and Tourism(2022).2021
National Sports Survey daily sports participation
rate in the 5 years ( unit : % )[1]
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Table 1. The comparison of dynamic visual activity after 4
weeks (deg/sec)

meanztstandard

deviation

CG: control group

EG: experimental

group

*. p<.05

CG 127.33+£26.78 |135.32+18.98 .09

Baseline After 4 weeks 0

EG 119.22+£16.19 |159.89+£22.47+ | .00
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