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VR Simulator that Presents Physical Sense of Bouldering
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Abstract: We developed a virtual reality simulator using a head-mounted display and its controllers to present a physical sense
of bouldering. This system allows users to control both of the virtual character’s hands with Oculus Touch. The viewpoint is
changed by placing hands on arranged protrusions called holds in a virtual world and moving them by pushing a button. This
allows the wall to be climbed virtually just using upper body motions. We implemented such functions as reflecting the length of
the user’s arms to the virtual character and randomly arranging holds. From the questionnaire results of 31 users, we obtained

high evaluations about increasing interest in bouldering.
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Figure 1 System overview
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Figure 3 Results of five level evaluation
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