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Nage-Go: Study of the VR-game with Skill and Thought

YosHIHISA HIRATAT!:?)

Abstract:

MINORU TERADATL:P)

There are curling, botcha, etc. as sports with strong strategy, and they are required balance between skill
and thought. In this research, we focused on games requiring a balance between technology and thinking,
which are implemented with VR devices. Specifically, it is a game called Nage-Go (Throwing Go) which
made a new interaction of Go (the abstract strategy game) using VR equipment. This game is constructed
with a physical approach of throwing and a thinking approach of Go. For implementation, we used Unity, a
game engine, and Leap Motion, a VR device that tracks hands.
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Fig. 1 Image of Nage-Go.
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Fig. 2 Leap Motion.
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Fig. 3 Screenshot of starting game.
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Fig. 4 Stone-grabbing artificially in the game.
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Fig. 5 Screenshot of wall and ceiling is displayed.
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