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FwatHome:
Platform for Making Plush Toys into Game Controllers

Gota Kakenr ™! Yura Suciura, Makr Sucivorof!
and MASAHIKO INAMIT!

In this paper, we propose a platform called “FwatHome” for making plush
toys into controllers and we developed a module for “FwatHome”. On “FwatH-
ome” user can make his favorite plush toys into controllers easily. We held a
short-time demonstration and allowed people to control a video game using a
plush-toy-controller. The result showed the possibility that using plush toys as
a controller is emotional and motivate people to use it.
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Fig.1 The system chart of FwatHome

vihu—S2ARTAMES LB ko), aviiu—J 22 FHER T Lo
RSB 5. Thbb, HERIGICRITIAALZ Ay P u—S 08 EHTE L LEZ 2.

KIZTFEICOWTIHERS, DI BRICAD Dhn A ZEICRH LSBTV LW
IRBRIHEL b H B2 ). TS DIREEZNI LU 220D DEEEZS
NT»3?D, NERETH YEMIIHETLH 2 DW. 74 =3y M3 ZOHEREBITHR
(Transitional Phenomena) &MY, ZDHDICHW LN 0V S AZBITHER (Tran-
sitional Object) E#AFF7Y, Thbb, BV 2RBREORBEDTH S, lbh
BALTHRWEZAPLIZ vy arvhEDPHbo»WVLHDEfi-> T R5DiE, Birxf
RTHHIND L) ITABNRRRTH S EEZ 6N, B EAERGE T E Tl T
Tl 2avru—IREHETELRTTHE, BESDH B Y TRHBW B A%
YER—SICTAILET, BEERRITA VY 72— ADEBROWREEZRL T3,

3. FwatHome Y AT L

3.1 EYVa1—-ILOER

Fex DIRET 2" FwatHome” 3R\ 5A2 30 b0 =577y 874 —LThH
3, BW3AIPR—FICTHDIFLAEY -0 (B2) ZH0v3, EYa—
WERERT 28—V R 7 4 1Y 7L 2% (ROHM £k, RPR-220) X 5, 3 Hlils
v #EY 2 —) (Sparkfun, SEN-09269) , ¥4 2 F—F (Arduino Fio) , #EHLEE
€Y 22— (Digi tk, XBee Serires 1)), VF 7 A4 F v HRY 2 —&ith (900mAh, 3.7V)
TH 5.

KHR 7 2 2 ) 7L 7 7 I3RNHFE L ERNFRFV BRIk -Gz LTB D, NHET
WKABNDORDOENZ L VY DEE L CTHANS 2 EMNTES, ZoWEZFAL, 2—¥

Vol.2010-EC-17 No.3
2010/8/23

B3 vryyRy 7 A0ME
Fig.3 The figure of SensorBox
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Fig.2 The figure of the module for FwatHome
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Fig.4 the process of making plush toys into controllers
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Fig.5 Pushing plush toy from top and side
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Fig.6 The visualized data from photoreflectors
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Fig.7 Controlling game application using plush toy in the demonstration
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