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Simulated Experience System of Vegetable Collaborative Harvesting
to Improve Children's Social Skills
--Full-Body Interaction with Multiple People--
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Abstract: 1t is important for children to learn about sociality and collaboration. Children learn sociality and collaboration by
communicating with others. In particular, children are said to learn collaboration through play. In addition, it has been shown that
learning using the body is highly effective, especially in children. However, there is a problem that children in recent years are
less likely to play outside and have fewer opportunities to learn collaboration. Therefore, the authors developed a game system
that can harvest root vegetables by digging alternately with two people. The elementary school students actually experienced the
created system in elementary school, and it was confirmed that the system works without problems and that the child can operate
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the system.
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