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RIDING THE JOYSTICK SYSTEM TO 
HEALTH AND FITNESS 

BACKGROUND 

[0001] 1. Field 
[0002] This application relates to an exercise system, par 
ticularly to one Which enables a user to perform exercise 
routines While performing another activity. 
[0003] 2. PriorArt 
[0004] In this era of health consciousness there is an ever 
groWing aWareness of the bene?t of exercise as a key com 
ponent of being and staying healthy. Within the same realm, 
there are Weight-conscious individuals Who are either trying 
to lose Weight or stay trim. Some just Want to be able to ?aunt 
their Well-built beautiful bodies at a beach, pool, etc. 
[0005] Then there are those Who, by some misfortune, are 
in need of rehabilitation. In spite of a dire need to recoup What 
has been lost physically, or even emotionally, the drudgery of 
exercise routines may delay or even forestall a full recovery. 
[0006] Exercise Excuses 
[0007] Many factors can play against the regiment required 
to achieve a real bene?t in exercising. There is the boredom 
often associated With lifting Weights, Walking a treadmill, or 
riding an exercise bike. It may be the cost and inconvenience 
of traveling back and forth to a health club or being unable to 
maintain the needed schedule. Exercising at home may 
include using an exercise bike or a treadmill, but boredom 
may set in and dissuade one from staying With it. 
[0008] Boredom Relief Options 
[0009] Today, there are a number of alternatives that pro 
vide the needed relief from the boredom of intentional exer 
cise (see Market). The computer game box industry is boom 
ing and in some cases demand even exceeds production 
capability. Almost every day articles and TV clips are pub 
lished about neW hardWare and softWare. People from the 
very young to the very old are playing games on computers. 
But virtually no computer games provide any exercise to any 
part of the body except the mind and the hands. As a result, 
most computer gamers suffer from lack of the vigorous aero 
bic and strength-training exercise that the body needs to stay 
healthy. 
[0010] Exercise 
[0011] The value of exercise can hardly be overstated. Star 
LaWrence, in an article Tuesday, Jan. 18, 2005 for WebMD 
entitled “Exercise, Lose Weight With ‘Exergaming” stated, 
“Over half of Americans don’t get enough exercise (noW 
pegged at 30 minutes to an hour a day), and a quarter of us are 
total taters.” http://WWW.foxneWs.com/story/0,2933, 144761, 
00.html, Jan. 18, 2005. Exergaming is a term frequently used 
for video games that also provide exercise. 
[0012] Workout at the O?ice 
[0013] The quest to stay healthy is not just an “at-home” 
thing. For example, Dr. James Levine of the Mayo Clinic 
came up With the idea of a “Treadmill Desk”. He proposes 
sloWly Walk on a treadmill While Working at a desk built 
around the treadmill. Research revealed that subjects burned 
100 extra calories every hour While Walking sloWly at 1 mile 
per hour When compared to sitting in a chair . . . that’s more 

than 50 pounds of Weight loss a year, all else being equal. 
http://WWW.treadmill-desk.com, Oct. 10, 2008 and http:// 
WWW.usatoday.com/tech/neWs/2005-06-07-of?ce-?t_x.htm, 
Jun. 7, 2005 
[0014] A post on AARP.org titled, “EnergiZeYour Workday 
With Of?ce Exercise”, recommends storing soup cans, Water 
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bottles, a resistance band, or small hand Weights in one’s desk 
or o?ice and doing a feW sets betWeen meetings or telephone 
calls. The post also recommends doing some quick cardio, 
squeeZing in a feW rounds of jump rope or 10 quick push-ups 
or sit-ups. Readers can climb stairs during the Workday and 
take brisk Walks in or outside the building during lunch. 
http ://WWW.aarp .org/health/?tnes s/get_motivated/a2003 -08 - 
20-of?ceexercise.html 

[0015] Obesity 
[0016] Childhood obesity is epidemic. With the advent of 
the lntemet, social netWorking sites, video games, and text 
messaging, children have more reason than ever to stay inside 
and be sedentary. 
[0017] Children, tWeens, and teens are more at risk than 
ever to develop life threatening diseases and conditions as a 
result of hoW they eat and What they do or, more accurately, no 
longer do. 
[0018] According to tWo National Health and Nutrition 
Examination Surveys, the prevalence of overWeight and obe 
sity among adults aged 20 to 74 years has gone from 15% to 
almost 33% from 1976 to 2004. During the same period, the 
Weight problems for children and teens aged from 2 to 19 
years have more than tripled. http://WWW.cdc.gov/nccdphp/ 
dnpa/obesity/trend/index.htm, April 2006 
[0019] In another article “Video Games as Motivation for 
Exercise”, Yolanda Rankin et al. states, “ . . . stationary hours 

of game-play contribute to a groWing obesity epidemic in 
America. . . . 30.4% of teenagers are overWeight and 16% are 

obese . . . numbers indicate an urgent need to investigate 

alternatives that promote regular participation in physical 
activities”. Workshopchi.pbWiki.com/f/2008CHl_yrankin. 
pdf, Apr. 10, 2008 
[0020] Market 
[0021] According to the Sporting Goods Manufacturers 
Association article, “U.S. Fitness Industry: Treadmills Are #1 
Attraction”, 34% of Americans exercise on a ‘frequent’ basis 
(100+ days a year); 10% exercise on a ‘regular’ basis (50-99 
days a year); and 15% of the adult population is opposed to 
the concept of regular exercise. That means roughly 40% of 
the US. population is a target of opportunity for the ?tness 
industry. 
[0022] Companies have offered exercise equipment With 
virtual reality capability for years. With a feW exceptions, 
such equipment failed to catch on because of its high cost and 
rudimentary imagery. Today, hoWever, manufacturers are 
more con?dent. lmproved computer graphics and the increas 
ing demand for exercise alternatives are paving the Way for a 
greater number of sales. http://WWW.sgma.com/press/73/U. 
S .-Fitness-lndustry%3A-Treadmills-Are-%23 1 -Attraction 
Aug. 15, 2008. 
[0023] An article entitled “Nintendo set to launch Wii ?t 
exercise game” (ReutersiMay 16, 2008) states “ . . . Within 

the fastest groWing part of the exergaming market [a combi 
nation of exercise and gaming], the Nintendo Wii Fit and Wii 
Sport products have proven to be the runaWay hits of the 
video-game industry, thanks to [their] easy-to-leam motion 
sensing controller, simple games, and loW price. US consum 
ers bought 714,000 Wiis in April of 2008, nearly double the 
sales of Microsoft Corp’s Xbox 360 and Sony Corp’s Play 
Station 3 combined. Wii Fit has sold more than tWo-million 
units in Japan since its launch late last year, and Nintendo says 
interest is ‘strong’ in Europe, Where it Went on sale last 
month.” 
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[0024] In its fourth ?scal quarter ended in March, Nintendo 
saW its pro?t jump 60 percent from a year earlier. The com 
pany is counting on Wii Fit to help drive growth this quarter. 
Nintendo is banking that the United States, a country Whose 
increasingly overweight population never met an exercise 
craZe it didn’t like, Will be prime territory for Wii Fit. http:// 
WWW.reuters.com/article/neWsOne/ 
idUSN1641507620080517 
[0025] As of Nov. 21, 2008 WorldWide sales of the Nin 
tendo Wii Sport Were 33,601,739 Within 105 Weeks from 
introduction and Wii Fit sold 10,753,730 copies Within 52 
Weeks. http ://WWW.vgchartZ .com/Weekly.php 
[0026] Pearl Research presented data on Mar. 19, 2008 that 
indicated that the online games market in China Was up 60% 
in 2007. Pearl Research had also forecast that China’s games 
market Will exceed $1.3 billion in 2008. This games market 
Will include online, packaged PC and video games. http:// 
WWW.pearlresearch.com/chinareports.html 
[0027] Push-Up and Leg Squat Exercise 
[0028] An article in the NY Times, entitled “An Enduring 
Measure of Fitness: The Simple Push-Up”, by Tara Parker 
Pope (Mar. 11, 2008), states, “As a symbol of health and 
Wellness, nothing surpasses the simple push-up. The push-up 
is the ultimate barometer of ?tness. It tests the Whole body, 
engaging muscle groups in arms, chest, abdomen, hips and 
legs. It requires the body to be taut like a plank With toes and 
palms on the ?oor. The act of lifting and loWering one’s entire 
Weight is taxing even for the very ?t.” 
[0029] Within the article, Steven G. Estes, a physical edu 
cation professor and dean of the college of professional stud 
ies at Missouri Western State University states, “You are just 
using your oWn body and your body’s Weight . . . if you’re 
going to demonstrate any kind of physical strength and 
poWer, that’s the easiest, simplest, fastest Way to do it.” http:// 
WWW.nytimes.com/2008/03/1 1/health/nutrition/1 1Well.html 
[0030] In a WikiHoW article, “HoW to do a Push-up” the 
introduction states, “You don’t need to join the Marines or the 
Navy to enjoy the many bene?ts of doing a proper push-up 
(sometimes referred to as a press-up). A basic push-up does 
not require any equipment other than your oWn body Weight 
and your arms. It can be done anyWhere there is a ?rm surface. 
And it Works the chest, the shoulders, abs, and the triceps. So, 
it is an excellent exercise for general upper-body strength. It 
can also be varied to meet many needs.” http://WWW.WikihoW. 
com/Do-a-Push-Up, Nov. 3, 2008 
[0031] The A2Z of Health Beauty and Fitness site, under 
the heading “Chest Exercise: Push-up”, states, “Whether or 
not you have access to a gym facility, Weight and exercise 
equipment, the traditional push-up is still one of the best 
chest-building exercises there is. The best part about them is 
that they can be performed just about anyWhere, anytime With 
no equipment at all.” http://health.learninginfo.org/?tness/ 
chest-exercise.htm 
[0032] Another article, “Push-ups!” from the October 2008 
issue of Your Body, states, “The push-up is a tough and 
unforgiving exercise and, like any great classic, never really 
goes out of style. Push-ups . . . use the body’s oWn Weight to 
build a sound ?tness foundation. They promote strength, bal 
ance and stability . . . ” http://umanitoba.?tdv.com/neW/ar 

ticles/article.php?artid:355 
[0033] In a paper, “Bodybuilding ExercisesiAre Leg 
Squats the Most Versatile of Bodybuilding Exercises?” . . . 

Martin HaWorth Writes about leg squats being one of the 
easiest and quickest bodybuilding exercises. No equipment is 
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needed to effectively maintain muscle tone and build de?ni 
tion in leg muscles. In addition, one can alWays ?t leg squats 
into a daily schedule. http://eZinearticles.com/?Bodybuild 
ing-Exercises-Are Leg-Squats-The-Most-Versatile-Of 
Bodybuilding-Exercises?&id:647302, Jul. 16, 2007 
[0034] Although there are many accolades about push-up 
exercise, and some about squats, insofar as I am aWare, there 
is no adaptation of these regiments to the World of exergam 
mg. 
[0035] PatentsiPush-Up Equipment 
[0036] As already discussed, executing push-ups is a Well 
knoWn healthful exercise for developing and maintaining a 
strong upper body and general cardiovascular ?tness. A user 
faces doWn in a prone position and is self-supported on the 
knees and palms, or the toes and palms. The spacing betWeen 
the hands focuses the exercise on particular muscle groups. 
Placing the hands close together develops the triceps region 
While placing the hands apart develops the shoulder region. 
[0037] There have been many patents issued that relate to 
push-up exercises. More precisely, rotating hand grips are 
shoWn in the folloWing patents: US. Pat. No. 4,768,778 to 
Thomas, Sep. 6, 1988 and published patent applications 
2007/0184951 to James, Aug. 9, 2007 and 2008/0200318 to 
Hauser, et al., Aug. 21 , 2008. Each device provides the means 
to grip a hand support rotatably connected to a base so that 
push-ups can be conducted and hand positions dynamically 
rotated during exercise, thus varying the muscle groups being 
strengthened. 
[0038] Small and inexpensive, a pair of handgrip assem 
blies joined by elastic cording enhances resistance during the 
performance of push-ups, as shoWn in US. Pat. No. 6,244, 
998 to Hinds, Jun. 12, 2001 . This device seems to make doing 
push-ups harder to do. 
[0039] A push-up device With a pair of Wood doWels that a 
user positions to establish hand-hold Widths is shoWn in US. 
Pat. No. 6,050,926 to Purdie, Apr. 18, 2000. A device for 
push-ups With adjustable members is shoWn in US. Pat. No. 
7,156,788 to Jackson, et al., Jan. 2, 2007 and a body-support 
platform to assist or resist in performing push-ups is shoWn in 
US. Pat. No. 7,060,014 to Bergman, et al., Jun. 13, 2006. All 
of these devices are quite bulky. It seems that similar results 
could be achieved simply by differing hand placement posi 
tions on the ?oor. 

[0040] A device to assist exercisers that folds into a com 
pact briefcase siZe is shoWn in US. Pat. No. 5,421,800 to 
Mullen, Jun. 6, 1995 and an inclined push-up platform With 
foot pads and hand grips is shoWn in published patent appli 
cation 2008/0045390 to Harms, Feb. 21, 2008. These devices 
seem too mechanically complex to simply replace doing 
push-ups With one’s knees on the ?oor. 
[0041] PatentsiInverted Joystick 
[0042] Before discussing an inverted joystick, it may be 
appropriate to establish hoW experts describe a regular joy 
stick. A joystick is an input device consisting of a stick that 
pivots on a base and reports its angle or direction to the device 
it is controlling. Joysticks are often used to control video 
games and usually have one or more push-buttons Who se state 
can also be read by the computer. 
[0043] A popular variation of the joystick used on modern 
video game consoles is the analog stick, Which has continu 
ous states, i.e., it outputs an angular measurement of the 
movement in any direction in the plane or the space. Poten 
tiometers are usually used to adjust the level of the analog 
signal as in a volume control of a radio. A joystick has been 
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de?ned as, “A manual device With a moveable control lever 
that can be tilted in various directions to control computer, 
Wheelchair or other target system.” WWW.cs.Wright.edu/bie/ 
rehabengr/AAC/glossary.htm, and, “An input device With a 
vertical lever moved to control pointing devices or on-screen 
objects.” WWW.jqjacobs.net/edu/cis105/concepts/CIS105_ 
conceptsi4.html 
[0044] The joystick has been the principal ?ight control in 
the cockpit of many aircraft, particularly military fast jets, 
Where centre stick or side-stick location may be employed. 
Joysticks are also used for controlling machines such as 
cranes, trucks, underWater unmanned vehicles and Zero tum 
ing radius laWn moWers. Miniature ?nger-operated joysticks 
have been adopted as input devices for smaller electronic 
equipment such as mobile phones. http://en.Wikipedia.org/ 
Wiki/Joystick, Nov. 18, 2008 
[0045] Additional de?nitions include, “A manual device 
With a moveable control lever that can be tilted in various 
directions to control computer, Wheelchair or other target 
system.” WWW.cs .Wright.edu/ bie/ rehabengr/ AAC/ glossary. 
htm, and, “An input device With a vertical lever moved to 
control pointing devices or on-screen objects.” WWW.jqja 
cobs.net/edu/cis105/concepts/CIS105_conceptsi4.html 
[0046] Given these de?nitions, an inverted joystick is one 
Wherein the pivot base is at the top of the embodiment and the 
stick is oriented in a doWnWard direction, essentially upside 
doWn When compared With a traditional joystick arrange 
ment. 

[0047] Us. Pat. No. 5,252,068 to Gryder, Oct. 12, 1993 
describes a large inverted joystick Where the Weight-shift 
movements of a person, suspended from a plurality of long 
leg members, are transformed into electrical signals. A simi 
lar device that supports the player in a tall tripod arrangement 
is shoWn in published patent application 2005/0282632 to 
Herbert, Dec. 22, 2005 and a device shoWing the player seated 
Within a legged tripod is shoWn in patent U.S. Pat. No. 7,347, 
779 to Herbert, Mar. 25, 2008. 
[0048] Although having roles as hang-glider trainers, or 
interesting game-playing mechanisms, the devices of these 
three patents seem to be much too large for general use and do 
not offer robust exercise as their main purpose. 
[0049] PatentsiSeated Embodiments 
[0050] In What is described as a “recreation apparatus” U.S. 
Pat. No. 4,630,817 to Buckley, Dec. 23, 1986 shoWs a player 
seated on a device that becomes “ . . . a large joystick . . . used 

to operate a video game only through strenuous physical 
exertion.” This device offers exercise to the upper body region 
by being engaged in repositioning a vertical member With a 
spring, or other means of resistance. 

[0051] Us. Pat. No. 4,711,447 to Mans?eld, Dec. 8, 1987 
has a player seated in a similar Way that seems to be even 
larger and more complex than U.S. Pat. No. 4,630,817 but 
offers a peddling feature and resistance variability. In a simi 
lar fashion, an embodiment is shoWn in Us. Pat. No. 5,054, 
771 also to Mans?eld Oct. 8, 1991 that uses a sWing-support 
member With selectively provided resistance to challenge the 
player. 
[0052] In What could be vieWed as a chair positioned on top 
of a large joystick mechanism, U.S. Pat. No. 5,195,746 to 
Boyd et al., Mar. 23, 1993 enables a player to manipulate the 
position of the chair by exerting directional forces onto tWo 
hand grips on vertical members. In another “chair-like”ar 
rangement U.S. Pat. No. 5,437,453 to Hineman, Aug. 1, 1995 
enables a user to position a tWo-armed joystick apparatus, 
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With trigger elements for output, to send output signals for 
playing electronic games. There is no apparent facility 
included for exercise beyond the tortional pressure applied to 
reposition the seat. 
[0053] All of the seated embodiments, With the exception 
of Hineman’s, are large, possibly quite costly, and seemingly 
complex mechanically. Since all provide support of a per 
son’s body Weight by means of a seat, the experience of 
exercise is a result of the devices’ internal mechanisms and 
not from a person having to manipulate his or her body Weight 
as in push-up and squat exercises. 
[0054] PatentsiBikes, Etc. 
[0055] Popular ?tness-machine activities in the Us. 
include treadmills, resistance machines, stationary cycling, 
home gyms, and elliptical motion trainers. All of these 
devices are noW being interfaced With computers. 
[0056] More than a decade ago, U.S. Pat. No. 5,362,069 to 
Tipping, Nov. 8, 1994 shoWed a person on an exercise bicycle 
With joystick hand controls and resistance sensing (e.g., using 
heartbeat sensors) playing video games. An apparatus that 
measures hand-eye coordination combined With the rate of 
exercise is indicated for a bike rider participating in a video 
game is shoWn in Us. Pat. No. 5,645,513 to Haydocy, Jul. 8, 
1 997. 
[0057] Published patent application (Pub PA) 2003/ 
0171190 to Rice, Sep. 11, 2003 shoWs an exercise apparatus 
controller used in combination With exercise equipment. This 
device has no controls responsive to the movement of handle 
bars to provide output signals to a microprocessor. Another 
exercise game machine, shoWn as a treadmill, tracks user’s 
attainment of goals and displays these results on a computer 
screen as shoWn in Us. Pat. No. 5,667,459, to Su, Sep. 16, 
1 997. 
[0058] Finally, an elaborate method and apparatus is shoWn 
in Pub PA 2007/0123390 to Mathis, May 31, 2007. Mathis’s 
device has a plurality of belts and pulleys. These have sensors 
to measure vibration, steering, tilt force, sound, heat, smell, 
and more. These are to be used as the means for interactive 

game inputs. 
[0059] The patents mentioned under “Bikes, Etc.” above 
are similar to one another in the sense that they all 1) discuss 
being hooked up to computers and the like, 2) include internal 
means to provide resistance, and 3) measure exercise activi 
ties performed against those internal mechanisms. As repre 
sented, they are not portable and rely on knoWn exercise 
mediums (bikes, treadmills, etc.) 
[0060] Patents4Other 
[0061] Us. Pat. No. 4,448,017 to Lee, Dec. 11, 1984 has a 
bathroom scale-like embodiment that is a foot-operated unit 
using the directional tipping of one’s body to communicate 
With video games. This device seems similar to the Wii Fit 
device currently in great demand (mentioned in “Market” 
section). Although small and possibly manufactured at a loW 
cost, this device has neither a triggering capability nor a 
means to effectively exercise. 
[0062] An exercise apparatus is shoWn in Us. Pat. No. 
4,489,938 to DarZinskis, Dec. 25, 1984. This device is essen 
tially an elastic member With a handle trigger mechanism. 
One embodiment is used by one sitting doWn. Discussed as a 
joystick alternative, it uses the stretching of a member as the 
means of exercising. 
[0063] A reactive control apparatus is shoWn in Us. Pat. 
No. 4,660,828 to SchWab, et al. Apr. 28, 1987. A person 
struggles to move a long member held ?rmly in a vertical 



US 2010/0137105 A1 

position by a compressed coil spring. The amount of de?ec 
tion from vertical is measured and the results are used to 
direct a video game. Although a person’s Weight may be a 
contributing factor in the amount of de?ection achieved, it is 
the resistance of the spring that produces the exertion. 

[0064] A sur?ng video game is shoWn in US. Pat. No. 
4,817,950 to Goo, Apr. 4, 1989. Goo uses a foot-activated 
surfboard simulator on a fulcrum to measure tilting attitudes 

of a person. The concept of angle measurement is similar to 
that of a joystick but the device has no real exercise function 
ality. A video game controller is shoWn in US. Pat. No. 
4,925,189 to Braeunig, May 15, 1990. Attached like a back 
pack, it measures the tilt of a person’s upper body. Again, this 
offers no component of physical exercise. 

[0065] InU.S. Pat. No. 7,335,134 to LaVelle, Feb. 26, 2008 
an apparatus and method uses body movement imparted by a 
person. Seated atop the unit, the person applies torsional 
forces by tWisting his or her spine. Flexion forces are applied 
by bending side-to-side and forWard and back. Sensors cap 
ture and communicate body movement to video game soft 
Ware. In this design a person is seated and uses resistive 
members to affect upper-body muscle development. 
[0066] All of these patents either provide an internal resis 
tance component or provide no meaningful means to exer 
cise. 

[0067] PatentsiIsometric Joystick 
[0068] A device sold under the trademark “kiloWatt” by 
PoWergrid Fitness, noW InterAction Laboratories of Belts 
ville Md., is shoWn in Pub PA 2005/0130742, Jun. 16, 2005 
US. Pat. No. 7,121,982, Oct. 17, 2006 Pub PA 2006/ 
0260395, Nov. 23, 2006 and US. Pat. No. 7,331,226, Feb. 19, 
2008 all to Feldman et al. This is essentially an isometric 
exercise device and game controller With a four-foot vertical 
post. The user, in a standing position, applies forces forWard 
and back, and side-to-side to the post. 

[0069] Being isometric in nature, the forces imparted to the 
post are measured rather than the movement of the post. The 
sensed force data are sent to a computer game controller for 
directional processing. The intent is to have the static isomet 
ric pressure that is input to the post interpreted as X andY axis 
movements Within the context of game-playing. 

[0070] This device only corresponds to the function of a 
joystick in the sense that information obtained from the pres 
sure exerted to the post is decoded as directional input. All of 
the exercise functionality is the result of a person’s hand and 
arm pres sure applied to the post and not to bodily movements, 
and thus not to post movements. Finally, this device is rather 
large and expensive. 
[0071] A revieW of the literature reveals a relatively great 
intense interest in the development of exercise equipment and 
more speci?cally equipment that is interfaced With computers 
and computer game softWare. As discussed, this has to do 
With redirecting a user’s interest While being engaged in an 
exercise routine. More important, this interest has to do With 
the staggering groWth of the computer games industry as 
touched upon in the above Market section. 

[0072] Generally the embodiments for integrated exercise 
equipment have to do With traditional machines (e. g., exercise 
bikes and treadmills) or totally neW assemblages. Usually 
there is an internal means to produce physical resistance to 
user for the purpose of exercising. In some cases the exercise 
component is either lacking or missing entirely. 
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[0073] Advantages 
[0074] The advantages of riding the joystick system in one 
or more embodiments of the present device are many When 
compared to the overall ?eld of computer-attached exercise 
embodiments. Several advantages of one or more embodi 
ments, relative to health and ?tness, are: 

[0075] 1. It has the familiar, logical, and easy to use 
functionality of a conventional joystick. 

[0076] 2. No training is required to use it. 
[0077] 3. It uses the time-tested regiment of push-ups 
and squats, the movement of one’s body Weight, as the 
means of exercise. 

[0078] 4. It provides a broad range of core-body muscu 
lar development. 

[0079] 5. It uses no Weights, or resistance to accomplish 
exercise. 

[0080] 6. It is simple, light in Weight, and portable. 
[0081] 7. It is inexpensive. 
[0082] 8. It does not require any neW softWare or devel 

opment. 
[0083] Further advantages of one or more embodiments 
Will become apparent from the ensuing description and 
accompanying draWings. 

SUMMARY 

[0084] In accordance With one embodiment, an exerciser 
rides the joystick by using a traditional joystick to play a 
computer game. Instead of using only a hand to manipulate 
the joystick to effect movements of objects or players on the 
screen, they manipulate the joystick by moving it With large 
body parts or multiple body parts. Thus, they effect body 
exercise routines While playing a computer game. 

DRAWINGS 

[0085] In the DRAWINGS, FIGS. 1A through 2H relate to 
a generic embodiment, FIGS. 3 through 11B relate to a slip 
tube embodiment, FIGS. 12 through 13B relate to a spherical 
embodiment, FIGS. 14 through 21 relate to a spring-actuator 
embodiment, FIGS. 22 through 30 relate to a hinged-arm 
embodiment, FIGS. 31A through 34 relate to a height-mea 
sure embodiment, FIGS. 35A through 36 relate to a single 
ar'm embodiment, FIGS. 37A through 47 relate to a hand 
platform embodiment, and FIGS. 48A through 51 relate to a 
pressure-pad embodiment. 
[0086] FIG. 1A illustrates a generic embodiment With a 
joystick Wirelessly connected to a computer. 
[0087] FIG. 1B illustrates a computer With a universal 
serial bus dongle. 
[0088] FIG. 2A illustrates a user preparing to do a push-up 
While atop the generic embodiment. 
[0089] FIG. 2B illustrates the user in the loWered position 
doing a push-up While atop the generic embodiment. 
[0090] FIG. 2C illustrates the user in a high-squat position 
While straddling the generic embodiment. 
[0091] FIG. 2D illustrates the user in a loW-squat position 
While straddling the generic embodiment. 
[0092] FIG. 2E illustrates the user moving the generic 
embodiment forWard. 
[0093] FIG. 2F illustrates the user moving the generic 
embodiment toWard the rear. 
[0094] FIG. 2G illustrates the user moving the generic 
embodiment to the right. 
[0095] FIG. 2H illustrates the user moving the generic 
embodiment to the left. 



US 2010/0137105 A1 

[0096] FIG. 3 is a representation of a slip-tube embodiment 
in a lowered position. 
[0097] FIG. 4 is a representation of the slip-tube embodi 
ment in a raised position. 
[0098] FIG. 5A is an exploded vieW of the slip-tube 
embodiment. 
[0099] FIG. 5B is an enlarged vieW of a height-setting part 
of the slip-tube embodiment. 
[0100] FIG. 6A shoWs a side vieW of a height-setting part of 
the slip-tube embodiment. 
[0101] FIG. 6B shoWs a diagonal vieW of the height-setting 
part of the slip-tube embodiment. 
[0102] FIG. 7A is a side vieW of a modi?ed joystick “stick” 
of the slip-tube embodiment. 
[0103] FIG. 7B is a sectional vieW of FIG. 7A combined 
With an exploded vieW of a sWitch. 
[0104] FIG. 8A is an isometric see-through vieW of FIG. 
7A. 
[0105] FIG. 8B is a detail vieW of FIG. 8A. 
[0106] FIG. 9A is an exploded vieW ofa loWer section ofthe 
slip-tube embodiment. 
[0107] FIG. 9B is a detail vieW of an actuator of the slip 
tube embodiment. 
[0108] FIG. 10A is an exploded vieW ofa loWer section of 
the slip-tube embodiment With a square structure. 
[0109] FIG. 10B is a detail vieW ofFlG. 10A. 
[0110] FIG. 11A is an exploded vieW ofa loWer section of 
the slip-tube embodiment With a pressure-sensitive element. 
[0111] FIG. 11B is a detail vieW ofa cutout for the pressure 
sensitive element of the slip-tube embodiment. 
[0112] FIG. 12 is an exploded vieW of a spherical embodi 
ment. 

[0113] FIG. 13A is an elevational vieW of a smaller spheri 
cal element of the spherical embodiment. 
[0114] FIG. 13B is a sectional vieW of the embodiment of 
FIG. 13A. 
[0115] FIG. 13C is an elevational vieW of the larger spheri 
cal element for the spherical embodiment. 
[0116] FIG. 14 is an exploded vieW ofa domed pad and an 
actuator of a spring-actuator embodiment. 
[0117] FIG. 15A shoWs a stackable shorter rod of the 
spring-actuator embodiment. 
[0118] FIG. 15B shoWs a sectional vieW of FIG. 15A. 
[0119] FIG. 15C shoWs see-through vieW of a stackable 
longer rod of the spring-actuator embodiment. 
[0120] FIG. 16 is an isometric vieW of an extended spring 
actuator embodiment. 

[0121] FIG. 17A is a side vieW a stick designed to accept the 
rods of the spring-actuator embodiment. 
[0122] FIG. 17B is a sectional vieW ofFlG. 17A. 
[0123] FIG. 18 is an isometric vieW ofFlG. 16 compressed. 
[0124] FIG. 19 is an isometric vieW of an extended spring 
actuator embodiment With a pressure-sensitive strip. 
[0125] FIG. 20A is a side vieW ofa stick for the pressure 
sensitive strip of the spring-actuator embodiment. 
[0126] FIG. 20B is a sectional vieW of FIG. 20A. 
[0127] FIG. 21 is an isometric vieW ofFlG. 19 compressed. 
[0128] FIG. 22 is a perspective vieW of a hinged-arm 
embodiment. 
[0129] FIG. 23A shoWs an exploded vieW of a stick, sWitch, 
and rod of the hinged-arm embodiment. 
[0130] FIG. 23B shoWs an elevational vieW of the stick of 
the hinged-arm embodiment. 
[0131] FIG. 23C shoWs a sectional vieW of FIG. 23B. 
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[0132] FIG. 24 is an isometric vieW of a loWer bracket of the 
hinged-arm embodiment. 
[0133] FIG. 25 illustrates an arm design of the hinged-arm 
embodiment. 
[0134] FIG. 26 shoWs a spring design of the hinged-arm 
embodiment. 
[0135] FIG. 27 is an isometric vieW of an upper bracket of 
the hinged-arm embodiment. 
[0136] FIG. 28 is an exploded vieW ofa pad and an actuator 
of the hinged-arm embodiment. 
[0137] FIG. 29A is a perspective vieW of FIG. 22 in a 
loWered position. 
[0138] FIG. 29B is a detail vieW of the spring positioned on 
a pair of arms of the hinged-arm embodiment. 
[0139] FIG. 30 is an exploded vieW of FIG. 29A. 
[0140] FIG. 31A is a perspective vieW of a height-measure 
embodiment in an upright position. 
[0141] FIG. 31B is a detail vieW of a top-line eye of the 
height-measure embodiment. 
[0142] FIG. 31C is an elevational vieW of the eye of the 
height-measure embodiment. 
[0143] FIG. 31D is an exploded vieW ofa pad and the eye of 
the height-measure embodiment. 
[0144] FIG. 32 is a perspective vieW of FIG. 31A in a 
loWered position. 
[0145] FIG. 33A is side vieW of a stick of the height-mea 
sure embodiment. 

[0146] FIG. 33B is a sectional vieW of FIG. 33A. 
[0147] FIG. 33C is a front vieW of FIG. 33A. 
[0148] FIG. 33D is sectional vieW FIG. 33A. 
[0149] FIG. 34 is an exploded vieW of the height-measure 
assembly of the height-measure embodiment. 
[0150] FIG. 35A is a perspective vieW of a single-arm 
embodiment. 
[0151] FIG. 35B is a detail vieW of a loWer arm bracket for 
the single-arm embodiment. 
[0152] FIG. 35C is a perspective vieW of the loWer arm 
bracket of the single-arm embodiment. 
[0153] FIG. 36 is an isometric vieW ofan upper arm ofFlG. 
35A. 
[0154] FIG. 37A is a perspective vieW of a right-hand sup 
port of a hand-platform embodiment. 
[0155] FIG. 37B is a detail vieW of the ?nger numbering on 
FIG. 37A. 
[0156] FIG. 38 is an exploded vieW of FIG. 37A. 
[0157] FIG. 39A is a perspective vieW of a left-hand sup 
port of the hand-platform embodiment. 
[0158] FIG. 39B is a detail vieW of the ?nger numbering on 
FIG. 39A. 
[0159] FIG. 40 is a perspective vieW of an upper housing of 
the right-hand support of the hand-platform embodiment. 
[0160] FIG. 41 is a perspective vieW of a front panel for the 
right-hand support of the hand-platform embodiment. 
[0161] FIG. 42A is a perspective vieW ofa base assembly 
for the right-hand support of the hand-platform embodiment. 
[0162] FIG. 42B is a detail vieW of a pivot arrangement of 
the hand-platform embodiment. 
[0163] FIG. 43 is a perspective vieW of a sWitch lever of the 
hand-platform embodiment. 
[0164] FIGS. 44 to 47 are perspective vieWs of features of a 
middle arm and an end arm of the hand-platform embodi 
ment. 

[0165] FIG. 48A is a perspective vieW of a left-hand con 
troller of the pressure-pad embodiment. 




























