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A Sequence of Digital Contents Development
with Physical Interaction and Cognitive Interaction

Hikari Suzuki™' Chika Yasuda®' Yuri Arai"' Shoko Osada' Rena Tajima™
Rie Sueyoshi'' Subaru Sato™ Yu Moriwaki™ Yasuo Kawai''

Abstract: In recent years, low cost and high quality information environment devices are on the market, and prototyping digital
contents using these have been made. Therefore, we have used a motion sensor and a head-mounted display, we have developed
a series of digital contents with physical interaction and cognitive interaction. Our development is based on project management,
the digital contents was modified by feeding back the evaluation from the user. This is a report on " Digital contents with the
physicality to convey Japanese culture", " Digital Content to Experience the Perspective of Ants", and "Digital Content to
Experience the Sense of Jellyfish" of the sequential three digital contents developments by this method.

H—=TNF =D T Y PERLT 7 v g vEa—
AANTF ¥ —ZCBA S CEZZ LT LT, FE
THET = AR~ H%, YRR ESUE E Bb T2 H
BIZHLThar7 Y OFEREIER L TE 722 E03%T
LNDBDTIHRNEEZLNRD.

I LT BASUEDHRA~DIEEV X [7 =« Dy X
VLEMTA, BITECIXEOBGR E L TH#fEtE S LT S.
LU, SCHRFEE SURT 23R 21 IS8R LT 13038

[XLCHIC

AR TIE, T—va P ERAWZFEITEIOANT)
L HEIEA T A7 LA (Head Mounted Display, LLF
HMD) % fW e ANED & 5 HEE AWIZ R A v ¥
T vavk, FMRLITERLDIEEE SO TR A
YTy varEBasE, SESERT 4V AL
TUVEREL, METHLOTHD. AU TIEE—V

a e LT Kinect %, FHIHHBHET + A7 L A

(Head Mounted Display , LAF HMD) & L T Oculus Rift %
A, ERRERELE LT, AR RETCHL S — 4
T YO Unity ZERH LT,

1. BRAXEEEBEAS-ODEGEEHE ST
42 NaAVTIOY~HUEY

11 ayFoy ThUusyl oS

A, MM B W CHARSUEDS BRI STV 5. R,
INETIHEESNTEZEE X LN TE R BLORIE,
B LEREOEIN UL TH DB, ~A LT v
— TR, T2 H, F—2%Eo0F L HiikH
RESUE, By FHNTF v —~OFlOF SITFE L. %
DERITIX, POTHMCBT 2T INLF ¥ —, BT

1 SCHKRF
Bunkyo University

© 2015 Information Processing Society of Japan

RIS ICBE T A RS TIE, o TOV Yy R=R L%
LRIZ A4 OHSE, BAULICH T2 RBHZBEMIEE
STED, ZOEKIZHTHEVERIZESS LD LIEFE
IR L OMEE L TWD[L].

FIT, BABFEBARLEANAA INVTF X —H Ry T
Fr—b =L WVWIAT 4T HBLTCTZ7 Ty MO Z
EMAFRETIX W EE 2 2.

12 A>Ty Ihstl OBE

ZITE, AARSULEGR DD OHKRMEEES T 4 VX
NarF Y ORBEET . arT YRR, KEL
SSTTZREEE L, Ry Iab—ay, Bl Ia b
—vay, AFEVIaL—varEfAELE (K1).

KBRS 2 2 L—3 3 0%, Kinect 2 W= Rkt % fE-
BB L - T, BARUbEZEBRT 52 L RHEKD DT
HDHR]. 2T, BE -t - ANE - B - ALEO
HoarsryEAE LR, BERRIL, bozRITE)

783



EICE»C, avT v YNTI A28 T2 ERHEKD
HLOTHD. HIRRERINICH 2> T 28EBL, R
FEBST =2 b Lz, REEBRIE, boZU2E{EICX
ST, ATV ITLZ Rk BDOTHD (M2). =
b FEERIS, HIBREEFENIC A 2> TR DA JIREEIC X
STHEL, KAV FEBST—LThD. RIERERRIE, &
RENDTA 2 @YIZHE - W - NFOEHEE T2 21T
Lo7T, A IPIES, HIRFFFANORA » h &2
ST—=LThD (K3). FERERRIE, FEEOR—4% Lo
T, HIRBEENEITICND Z & TRA V FEBES Y — 4
E L7 tLERBRIE, BRHELZBO LT 2HROEY ITK
—RELBHZELT, AV MNEBSS—AE LTHREEIT
o7 (X 4).

£, Y I L—a T, BRI DS
HBIT~#HMT 2 Lo K oEWb S ZEnHks. 22T
I, BT AA REE - 1R - BARO— BRI BURE
B KY CCEBRFPMERE) OEEHiMT5 2 &n
ARETHDIBD L LT

A4—EE

4-I

g o=Em
i
4 vV VVYVVY VYV Y
% glz]a lal=|i
HHHEHBHHABEHEE
ele|z]|2]® AL
A4

X1 Y27 ABRBY

Figure 1 ~System Transition Diagram.
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Figure 3 Wabisabi Experience Simulation(Kendo).
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Figure 2 Wabisabi Experience Simulation(Samurai).
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Figure 4 Wabisabi Experience Simulation(Etiquette of Japan).
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Figure 5 Wabisabi Cosplay Simulation(Maid Costume).
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Table 1  Documents to be used in the Project.
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Figure 6 Earned Value.
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Figure 7 Wabisabi Experience Simulation with Improved
(Ninja).
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Figure 8 Digital Content to Experience the Perspective of
Ants.
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Figure 9 Digital Content to Experience the Perspective of Ants

with Improved.
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Figure 10 Development Environment of Digital Content to

Experience the Sense of Jellyfish.
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