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A Horror Game that Fear Effect Changes by Physical Information

Abstract - Fear emotions are generally unpleasant emotions, and in nature it is not a
favorable situation for people.However, as entertainment content such as haunted
attraction, test of courage, horror game etc, people can enjoy thefear feeling. In this
research, we acquire the user's pulse rate by using pulse rate meter, change the fear
effectaccording to this, and make suitable fear effect for each user. By measuring the
user's pulse rate in real time andcomparing it with the average value measured before
playing the game, the fear expression in the game changes.The user wears
head-mounted display and headphones to play. The user inputs a controller together
with awristwatch type pulse rate meter. A wrist watch type pulse display terminal is
displayed at the position of the armestimated from this controller in the virtual space.
In addition, this system controls the power of the blower andvibration speaker, and
expresses fear to the body. As a result of performing the test play, it was possible to
give acertain sense of fear to those who do not feel horror. It is thought that it is
possible to suppress fear by clarifyingstimulus conditions that people feel fear.
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