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According to an attitude survey of the sea, some people who don't go to the sea want to take their children
there, but they think they can't. The reasons given for this include the anxiety about the accident in the sea
and little interest in the sea. Therefore we aimed to promote interest in the sea to children. And, in this
project, we developed the games allows parents and children experience the sea without going to the sea
using actual underwater images and fish images. We also held trial session for parents and children.
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In order to develop the games, we divided into photographing group and system group in first half, and Unity group and modeling group in latter half.
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We used Blender to make twenty models and
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We developed a VR game by using Unity. And we also

In the game, we use actual underwater images in
the sea of Hakodate. At the sandy beach and fishing
port in Hakodate city, we took the underwater

animations of fish. We got pictures of fish from
executive committee of ocean classroom in Hakodate
to make their models.

developed PC operating version for the people who
can't wear VR goggles.

movies with celestial all sphere camera.
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We held a trial session in the morning market in Hakodate to
play the game we developed. X
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A trial session will be held again at Hakodate Miraikan.
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In recent years, many parents do not want to go with their children to the sea. The o R o0

reasons given for this include the anxiety about the accident in the sea and they o mune q‘i
have little interest in the sea. However, in the survey on the sea, many people think = BT i iaeies
that going to the sea has a good impact on their children. Therefore, in this project, A - IS - OISO
we aim to consider a method that parents and their children can experience the sea ° .f:;:&t EASH L 0% s2CBTRELLL
without going to the sea, also we aim to promote interest in the sea.
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To prompt more interest to the sea, we develop a VR game in which a player can pseudo KERE |CEILE % 2| D

experience the sea from a fish viewpoint

Using various scenes such as rocky places and sandy
beaches, to attract players
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Fishes player encountered in the game are added to the
pictorial book, so you can look up the habitat and

5%%}] W %Q“ACtIV]t characteristics of the fish
~mR i~ ~Y AT LY~

Growth simulation
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In the VR game, we usej;ctual underwater |ma£)es in the sea of Hakodate Unlty;_b‘ EETVYTF-LDZD “'ﬁb\n—( ’EEJ
HEFTAHNTERKERAASTZEWT, BHIEEZ% £ Activity divide into two teams : Unity team and Modeling team

In the Hakodate city, we took the underwater movies with celestial all sphere camera
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* Creating a fish viewpoint VR game which a fish grows by eating other fishes
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*. Editing video using dedicated software

* Making fish models for use in the game using Blender

fish, object
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Actual panoramic image

+ Outputting panorama images from movies

player

+ Learning how to process the images by using

Photoshop and python
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