EfEAXFZZHMBHRI NI U
Keio Associated Repository of Academic resouces

Title

VAZERNBEEMSICE D ERRBZ AV BHIBEEEES AT A

Sub Title

Augmented fear experience system with binaural recorded sound and electronic muscle
stimulation

Author

7, Z& A (Nakanishi, Yasuto)

Publisher

BERBRAKE

Publication year

2019

Jtitle

FERELESHRAREEREE (2018.)

JaLC DOI

Abstract

AHROEWEF, REELTOREBEHREMERER, MERBZEOLS CHAEDENERM
ZBIETIHNZHSHICTRET, FEBAMERERBIZDLOOHMEBEEERUTSH
ETHD, AARTRERE- BE- AEBEROTHh . RXA2E0LRE0rArSsEFr BRI
W, RBATVBEDERBINERASHMSNDBMEKD DY) TR EN, ENDLSICIUAR
TAXRNELTORBHREILRTEZEINICERESH T, TOHEIEDEFOMRERFL I
o FTERICHRE B MEBROTHEEENICAVLEISTUYZEAERL, EDLSICR
HEIRTEDNICERZH TTOHAEDLEFIOMRERN L, TOI—HAXFT1ELT
F20B DHBREERNREL Iz, TORR, DATLONREZZARISEAL M ZEIETZICE
. BEEMSORHMERTIDRAIVY "t HhBREORROERUDLY EETHI DA
oo BROEICHBDEB>TVREND "BA2ER., AFBREZTOTFRBRICEHZRL ©,
FERFMICEBMOXICHDEFT "H "BLEB>TVWEEDSD "RUELTHRNERICERHE
Bl "%, AUHCRHZEBEIDIRBRTEZTOLOICEAREORREFELLLT ", Th
EFESHERXAOORBERTIZED, VRHVEEXShD, £, hBREH "RTVS
FraEFEOQF@MASHBERBPAERBZTARE ", AREOIEL FIC@WEBEBZHE>T
MROICRBMIRTRZEITOEET "€, SREICSLVEHRZTIC, 7V4—JZAIL—HOB
TEBERERFVEATHCLET, EOLSICHAELRHARERBTELAZRILEZVE
Ex%.

The purpose of this study is to establish a new method to provide a new fear experience by
clarifying how visual information and auditory information and tactile stimulation combine to amplify
fear. In this research, we focused deviation of visual, auditory and tactile information in this study.
When people hear sound from another direction than what you see, or feel touch from another
distance from what you see, it would be possible to augment the fear experience as entertainment,
and we examined the effects of the deviation. In particular, we created contents that actively used
the gap between visual, auditory, and tactile information, and focused on how we can extend fear,
and examined the effects of the combination. The user study included 20 participants. As the
result, in order to make the most of the effect of the system and amplify the fear, it was found that
the relationship between the timing of presenting the stimulus of the sound and EMS and the gaze
of the experience person is important. When there is nothing that you think you see, you will feel
fear over nature and its discomfort, and conversely, when something that you think you don't see
suddenly appears, you will feel fear. In order to present a stimulus that amplifies fear effectively, it
would be effective to guide the user's gaze and then present a stimulus of a different distance and
direction.

In addition, if auditory stimulation or tactile stimulation is performed from the direction opposite to
the direction in which the experience person is looking, the stimulus presentation could be
effectively performed aiming at the moment when the experience person's attention is directed in
the opposite direction. In our future work, we will examine how we could provide a new experience
of fear by designing and operating a walk-through type haunted house experience based on these
findings.
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Augmented Fear Experience System with Binaural Recorded Sound and Electronic Muscle Stimulation
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The purpose of this study is to establish a new method to provide a new fear experience by clarifying how visual information and
auditory information and tactile stimulation combine to amplify fear. In this research, we focused deviation of visual, auditory and
tactile information in this study. When people hear sound from another direction than what you see, or feel touch from another
distance from what you see, it would be possible to augment the fear experience as entertainment, and we examined the effects of
the deviation. In particular, we created contents that actively used the gap between visual, auditory, and tactile information, and
focused on how we can extend fear, and examined the effects of the combination. The user study included 20 participants. As the
result, in order to make the most of the effect of the system and amplify the fear, it was found that the relationship between the
timing of presenting the stimulus of the sound and EMS and the gaze of the experience person is important. When there is nothing
that you think you see, you will feel fear over nature and its discomfort, and conversely, when something that you think you don't see
suddenly appears, you will feel fear.In order to present a stimulus that amplifies fear effectively, it would be effective to guide the
user's gaze and then present a stimulus of a different distance and direction.

In addition, if auditory stimulation or tactile stimulation is performed from the direction opposite to the direction in which the
experience person is looking, the stimulus presentation could be effectively performed aiming at the moment when the experience
person’s attention is directed in the opposite direction. In our future work, we will examine how we could provide a new experience of
fear by designing and operating a walk—through type haunted house experience based on these findings.
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