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Go through the Wall

- Entertainment game combining whole-body motion and haptic feedback -
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Abstract: We developed the entertainment game that combines whole-body motion and haptic feedback.
In this game, a wall with a hole approaches the player from three directions, and the player make the corre-
sponding posture in order to go through the wall. We realized the whole-body interaction by adopting not
only the whole-body motion such as body posture and balance, but also haptic feedback such as the collisions

with the wall and the wind pressure of the approaching wall.
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