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Abstract - In recent years, the succession of local historical culture in Japan has
become a new issue due to urbanization, depopulation, declining birth rate and aging
population. This research is to develop a historical landscape simulation system in
the local area. In previous studies, we have been developing a landscape simulation
of a post station town in the late Edo period using a game engine, but this time we
are developing a large scale update of the system based on requests from residents
and more old documents. It was created by referring to the old record and
reproducing detailed buildings and arrangement of facilities. As a dynamic space
component, we created a person model representing people's lives at the time, and
placed them in the virtual town. In addition, the weather, time, and season were
expressed as the change of landscape by time series. By finding the position of the
sun from latitude and longitude, we accurately changed the image of the townscape
by the time series. The system developed in this research is permanently displayed at
city facilities, and it is open to the public widely.
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Abstract - In this study, tsunami evacuation behavior simulation at the time of the
occurrence of the tsunami was developed using open data and a game engine. When
examining the disaster prevention plan for the tsunami in each local government, it is
necessary to form consensus by collaboration between local governments and
residents, such as evacuation sites and routes. This research is to develop a tsunami
evacuation behavior simulation system as a tool assumed to be used by local
governments and residents at the time of disaster prevention plan preparation for the
tsunami. In this system, a three-dimensional model of topographical data, building
data, and road data is incorporated into the game engine, and by acting a massive
agents autonomously searching for evacuation routes and tsunami evacuation
buildings it clarifies the problem. In the previous studies, there was a problem in the
calculation speed of the evacuation destination search of the evacuation agents, but
in this paper we improved the evacuation destination search algorithm of the
evacuation agents and enabled a simulation with a larger agent. In addition, we have
created a large geographic model for Fujisawa city facing Sagami Bay and
implemented it on the system. As a result of the simulation, it became clear that there
are paths where disaster victims are concentrated even in the inland area.
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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 3 :‘/ AT LD

favorable situation for people.However, as entertainment content such as haunted AT T vi av r b BT 2k 7 ¥ > :l~47“ DR
attraction, test of courage, horror game etc, people can enjoy thefear feeling. In this B S < - LI 7 va
research, we acquire the user's pulse rate by using pulse rate meter, change the fear /7 % )f&’hmﬁ Hi7

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

displayed at the position of the armestimated from this controller in the virtual s X

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 2:RF=ITHLY

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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Abstract - In recent years, the succession of local historical culture in Japan has
become a new issue due to urbanization, depopulation, declining birth rate and aging
population. This research is to develop a historical landscape simulation system in
the local area. In previous studies, we have been developing a landscape simulation
of a post station town in the late Edo period using a game engine, but this time we
are developing a large scale update of the system based on requests from residents
and more old documents. It was created by referring to the old record and
reproducing detailed buildings and arrangement of facilities. As a dynamic space
component, we created a person model representing people's lives at the time, and
placed them in the virtual town. In addition, the weather, time, and season were
expressed as the change of landscape by time series. By finding the position of the
sun from latitude and longitude, we accurately changed the image of the townscape
by the time series. The system developed in this research is permanently displayed at
city facilities, and it is open to the public widely.
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