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Challenging the International Exhibition! Curling of the Future.

d

curling of the future
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Curling is often referred to as "Chess on Ice" due to its deep strategic complexity and the need for delicate physical finesse. However, it presents a high barrier to entry

because it requires specialized facilities. In this project, developed in collaboration with the High Performance Sport Center (HPSC), we created a system that allows
users to easily experience both the physical and tactical aspects of the sport. In September, we exhibited the project at the Osaka-Kansai Expo, successfully

demonstrating the system's effectiveness.
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We developed a Unity game that integrates a high- We built a program using IMU sensors to track To make specialized research accessible, We
precision simulator and strategic Al from external sweeping and stone movements in real-time. By prioritized visual storytelling using slides and
research. The project transforms complex academic mapping physical actions directly to in-game manga. This approach effectively communicated
data into an intuitive game system designed for the physics, We created a seamless interface between concepts across language barriers and kept visitors
general public. the player and the digital environment. engaged during booth wait times.
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As a showcase of our achievements, we exhibited this system at "Sports Future Lab", an event hosted by the Japan Sports Agency from September 3 to 8, 2025. During
the event, a total of 1,743 people experienced the system, significantly surpassing our initial target of 600. The exhibition was highly praised by participants, who noted
that even within a short session, they could genuinely feel the unique enjoyment, tactical depth, and challenge of curling. This large-scale demonstration confirmed the
system's effectiveness in allowing even beginners to easily yet deeply experience the essential appeal of the sport.
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