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Interaction with Character that Changes Weight

Mori Mami*®  Kupo AkIrRal'?) MocHizukl YUki!*© ADAM DECGENHARDT? ANDO HIDEYUKI!

Kivokawa KiyosHI!

Abstract: Everyone knows that monsters and ghosts don’t exist, but we are able to experience fear by
watching horror movies or playing games. In the past, most horror experiences were based on sight or sound.
Our idea is that we can create a much more realistic experience of an encounter with a monster by providing
a sense of changing weight. In this project, we propose an interaction system to duplicate an encounter with

Konaki-Jiji.
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[3] Occulus Rift (http://www.oculusvr.com/)
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