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Development of a ski skill learning support system based on motor imagery and
brain mechanisms of coordinated movements

Kanosue, Kazuyuki
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i _Motor learning is the basis of physical education and sports, and is also an
important research subject in neuroscience. In this study, we aimed to incorporate neuroscience

viewpoints into sports teaching/learning, and as a research model, we took up skiing, which requires
the acquisition of complex movements not seen in everyday life. First, we established a system to
comprehensively measure various parameters during skiing. Using the data obtained from this, we
developed a method to support learning of skiing techniques, centering on real-time feedback. We
have developed a ski skill acquisition support system for beginners using VR. Then, we

longitudinally tracked the process of intermediate learners learning "short turns" and examined the
importance of the points that learners intentionally focus on.
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