(o B —F A A havta—F 7RI A (EC2013) ] 2013 4510 A
BAKERAWNEA V259 T 4 T VR Y RT LEF DT

KIEZAT TR B ET =Sl Matthieu Tessier’ =gt

KFETHE, BMAEREANTEASA—=F XLV T VT 4 DY AT MIOWTIHRRD., (KEREIIHEAR A LTS L0 )
B8 EZAT 5 7200 T, BN EBRT DGR A AR RIERT 52 LB TE D, Fald, RARHR & BT
R — AL RZOREADEDLEAREORDA 2T v a v FERT L0, ZoPTNRA 2T 2— R
EEFLIZ. 2o AT A ERVIUE, BIEMR CHEA BT BAARD, AR THY AT I v 7 I2icZ T2 &0
IRBRER LT Z LR D. REBREIL, BALETS7 0y s OFICxE Lz Tov7ebio 3 kot CG & AR
ERTDZENARETHD. EBIL, ZOXTITNIRA LV E T 2—AL VT NVNEAL DNIT T T 4 v 7 AERT D
Wiz AV, BUSEHR AR A LD O N T 5 2 M TE L. ZOVAT AZERNAORETRSICHEL
w%%m57y7~b%awvx%A%ﬂﬁbt.%@%%,:m/zTAi%ﬁw¢ﬁE®Aﬂ%Lm,ﬁf%%
HIZHERD 0D Z L a2 Lz,

An interactive VR system using toy blocks and its evaluation
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JUNNOSUKE NAGAI" TSUYOSHI NUMANOf
MATTHIEU TESSIER'

This paper proposes a Virtual Reality application for playing with blocks. Players can create their own decorative castle in a virtual
world, by only stacking simple physical blocks in the system. We designed a tangible interface such that a player can experience
seamless interaction between the real world and a virtual world when playing with toy blocks. The system gives players a
revolutionarily enjoyable experience where blocks are stack in the real world and blocks stacked in the real world are dynamically
transformed into a castle in a virtual world. The system enables players to create a realistic castle that reflects the shape of the
blocks. Moreover, the system smoothly connects the physical world to the virtual world by means of a tangible interface and real-
time computer graphics. The system was exhibited at domestic and international conferences. The evaluation of the system was
done survey by a carried out using questionnaire at the event. The evaluation found that the system was easy to play and most of

the players enjoyed the system.
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Flgure 7 Exhibition at Ishikawa Dream Festival
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Table 2 Answers for “Was it enjoyable ?”
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Table 3 Answers for “Do you want play it again ?”
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Figure 11 Comparison between the system and video game by
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Table 7 Answers for “Did you generate a desired castle ?”
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