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What is Mental Disorder? 



It is a condition involving changes in thinking, 
emotion or behavior due to distress



Aim

• Mental disorders not only affects the person’s communication but 
also the way he interacts with peers or crowd.

• Till now there is no procedure to treat these disorders.

• So we have come up with an application of HCI which supplies the 
user with virtual reality experience where we could also use 
ultrasonic gesture recognition for detecting and recognizing gestures 
using Google’s Day Dream software. 



Introduction

• People suffer from mental disorders. Even children might suffer from 
the same problem.

• As we also know that the children might not possess the ability to 
express their concern acting as a a barrier between adult and child.

• Due to these mental disorders, the person often experiences mood 
swings, behavioral swings and poor concentration



Introduction

• HCI plays a key role in providing support for examining a person’s 
emotion in the form of tools. 

• This can be used to examine a person’s mood. 

• Though there are different mental disorders, HCI provides a common 
path to tackle these mental disorders.



Project Model

• Our proposed system is based on an application of HCI which supplies 
the user with virtual reality environment which has beautiful scenery 
like nature park, forest which has greenery in abundance.

• The user can also interact with various objects that are provided with 
the virtual reality environment through the gestures. 

• We have come up with an idea to use ultrasonic gesture recognition 
that is having a size of chip scale and also low power consumption



Existing Model 1

• The existing system is developed based on Kinect Framework v1.5 and 
XNA Game Framework 4.0. 

• Based on the input from the Kinect sensor, the HCI application 
displays the outcome of user interaction via a projector and a speaker.

• This existing system gives the therapist more control and flexibility 
over different treatments for specific individuals. But this system 
consumes lot of power. 



Existing model 2
• Another existing system was developed to aid autism that 

manipulates raw sensory information that the child would perceive by 
increasing saliency of social stimuli.

• The goal is to put this pressure at socially stimulating locations that 
autistic children do not normally find attractive. 

• This system was developed to aid bipolar disorder that uses image 
processing and pattern recognition techniques to recognize child's 
emotional state



Proposed System

• We have come with an idea to use ultrasonic sensor connected to VR 
headset.

• We are developing the application using daydreams, a software 
provided by google. 

• The US sensor uses sound as a source for gesture recognition and 
detection.



Proposed System

• This application would be more interactive with the user, as the 
ultimate aim of this application is to improve communication and 
interaction of the children suffering from autism or bipolar disorder. 

• We are also concentrating on game based learning that can aid the 
child to improve his intelligence as most of the people suffering from 
mental disorders have low intelligence.

• The proposed setup consumes less power and is size of a chip scale. 



Components of our block diagram:-

Virtual Reality headset :-

• The user must wear the virtual reality headset connected to 
ultrasonic sensor. 

• This will indeed improve the way user interacts and communicates in 
outside world as well.



Ultrasonic sensor:-

• These sensors utilize sound instead of light for ranging.

• These sensors are very accurate to detect obstacles.

• Most of the sensors especially ultrasonic sensor act as both sensors 
and transmitter because they can both sense and transmit.



Block Diagram



Challenges

• We ought to develop our proposed project in such a way that it could help 
to users suffering from any mental disorder as our proposed application 
helps in aiding only bipolar disorder and autism. 

• We should also take into account of  people who are physically disabled 
and include haptic displays in proposed setup. 

• We could include Support Vector Machines or Artificial Neural Network in 
the proposed system to get continuous feedback, but embedding either of 
them in to our system is difficult. 



Challenges

• We could also ask the user for feedback while the user uses the 
application. 

• Even though we have embedded every environment with music, we 
should consult a music specialist and take his valuable suggestions for 
continuous improvement of the application.

• By improving our application step by step, the proposed system 
would become robust. 



Conclusion

• We have provided a solution for aiding children with mental disorders 
using HCI application. 

• The proposed system intends to develop a method and model that 
aids children suffering from autism and bipolar disorder. 

• The proposed system is cost-effective and it works effectively

• The US sensor uses sound as a source for gesture recognition and 
detection.
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