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ABSTRACT

To improve the sense of unity between game players and game world avatars, we
propose a method to measure game player’s physical status and manipulate game
character appearances and behavior using the measurements. To measure the status, we
implemented a hardware module that perceive the body temperature. We implemented a
3D horror game whose game space is a common subway space ordinarily encountered in
daily life so that ordinary people can easily get used to the game environment. The
experiments of applying the measurement data from the game player to the game world
avatar shows that the player’s physical status can be effectively utilized to improve the
sense of reality in gameplay.
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[Fig. 1] Arduino circuit with a heart—rate sensor
and a temperature sensor,
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[Table 1] Measured status data after the event

G PB QR PA D(%)

A 65.86 5 85.30 29.72

B 77.83 2 101.91 30.94

C 89.12 9 112.18 25.88

D 62.81 8 93.01 48.08

E 70.57 1 79.66 12.88

Average| 73.24 5 94.41 29.46
Aee 2 WEt AAAE Aekn we Fa
> ZXOJ

3 Ed
Aol mzrete] Aol ojelfgol Utk A
& F 103l PR el sl vk SAskedch
olMlE IdAle] FA dlo]E7} [Table 2o U
TBE Zd@o] A9 A& Hioly TAE Zd o
o A& Folth DE FHES YeEkith

[Table 2] Measured temperature data after the

event
Player TB TA D(%)
1 26.68 26.79 0.41
2 31.31 30.89 -1.36
3 24.22 24.78 2.26
4 22.25 26.79 16.95
5 26.97 30.33 11.08
6 30.12 28.11 -7.15
7 25.11 27.81 9.71
8 27.35 29.45 713
9 28.42 29.98 5.20
10 26.28 31.11 15.53
Average 26.871 28.604 5.98
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