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Emotion Door : A VR System and Content Design which Progress
Every Time when User Opens and Closes the Door

Tsubasa Terauchi

In this study, we develop a VR system that uses both a small box device that has a door with some sensors and VR goggles. We
also create some VR contents that can be experienced using the device, while opening and closing the door. When the user opens
and closes the door of the box, the opening/closing speed and the amount of pressure on the door knob are sequentially detected.
Using the sensor data, in the virtual space the user can feel like he/she is opening a real door and window and seeing the world
outside the door, even if the device is small and does not have a real door/window. We examined the content design how we can
make people want to open and close the door repeatedly.
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Figure 2 Direction of sensor
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Figure 3  Image type of window type device
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Figure 6  Example of "intense movement"
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and psychological states of the user
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