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Human SUGOROKU :
Life-size Board Game for Children to Learn Vegetation Succession
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In this study, we developed a simulation game called “Human SUGOROKU?” that consists of a full-body interaction system to
enable elementary school students to enjoy and learn vegetation succession. The students’ sense of immersion is improved by
enabling them to play this game using their body movements. This paper describes the structure of this system and the interview
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results.
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Figure 1 Full-body Interaction System “Human SUGOROKU”
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Figure 2 Structure of Human SUGOROKU
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Figure 3 Screenshot of Digital Game
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Figure 4. System Configuration of Human Detector Interface
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