


    

    









skip to main content    
        




        
        









    
    
        
        



        
        









    
    
        
        



        
        









    
    
        
        



        
        [image: ACM Digital Library home]

        

    











    
    
        
        



        
        [image: ACM corporate logo]

        

    












    
    
        
        



        
        	



        
        Advanced Search

	



        
        Browse

	



        
        About

	



        
        




    








    
    
        





    












    	
            
                Sign in
            
        
	
            
                
                
                    
                        Register
                    
                
            
        







    






        

    




        

    











    
    
        
        



        
        
	

	Advanced Search
	Journals
	Magazines
	Proceedings
	Books
	SIGs
	Conferences
	People
	

	More

	







        
        Search ACM Digital Library

SearchSearch






        
        Advanced Search








        

    





        
        10.1145/2858036.2858450acmconferencesArticle/Chapter ViewAbstractPublication PageschiConference Proceedingsconference-collectionschi
	Conference
	Proceedings
	Upcoming Events
	Authors
	Affiliations
	Award Winners
	More


























    
    
        
        



        
        



        
        



        
        	Home
	Conferences
	CHI
	Proceedings
	CHI '16
	The Augmented Climbing Wall: High-Exertion Proximity Interaction on a Wall-Sized Interactive Surface






        

    




        
    













    
    
        
        



        
        









    
    
        
        



        
        
research-article Open Access
Honorable Mention
[image: ]



        
        
Share on	
	
	
	
	





The Augmented Climbing Wall: High-Exertion Proximity Interaction on a Wall-Sized Interactive Surface

  	Authors: 
	 [image: Author Picture]Raine Kajastila
 Aalto University, Espoo, Finland
 
  Aalto University, Espoo, Finland
View Profile
 
,
	 [image: Author Picture]Leo Holsti
 Aalto University, Espoo, Finland
 
  Aalto University, Espoo, Finland
View Profile
 
,
	 [image: Author Picture]Perttu Hämäläinen
 Aalto University, Espoo, Finland
 
  Aalto University, Espoo, Finland
View Profile
 
 

Authors Info & Claims 
 
 CHI '16: Proceedings of the 2016 CHI Conference on Human Factors in Computing SystemsMay 2016Pages   758–769https://doi.org/10.1145/2858036.2858450

Published:07 May 2016Publication History[image: Check for updates on crossmark]




        
        
	73citation
	4,053
	Downloads

Metrics
Total Citations73
Total Downloads4,053
Last 12 Months351
Last 6 weeks86



	Get Citation Alerts[bookmark: id-hatemile-navigation-6073290063892647-7]New Citation Alert added!

This alert has been successfully added and will be sent to:
You will be notified whenever a record that you have chosen has been cited.

To manage your alert preferences, click on the button below.
Manage my Alerts

[bookmark: id-hatemile-navigation-6073290063892647-9]New Citation Alert!

Please log in to your account






	
	
	Publisher Site

	
	eReader
	PDF









CHI '16: Proceedings of the 2016 CHI Conference on Human Factors in Computing Systems
The Augmented Climbing Wall: High-Exertion Proximity Interaction on a Wall-Sized Interactive SurfacePages   758–769





        
        PreviousChapterNextChapter




[image: ACM Digital Library]









ABSTRACT


		We present the design and evaluation of the Augmented Climbing Wall (ACW). The system combines computer vision and interactive projected graphics for motivating and instructing indoor wall climbing. We have installed the system in a commercial climbing center, where it has been successfully used by hundreds of climbers, including both children and adults. Our primary contribution is a novel movement-based game system that can inform the design of future games and augmented sports. We evaluate ACW based on three user studies (N=50, N=10, N=10) and further observations and interviews. We highlight three central themes of how digital augmentation can contribute to a sport: increasing diversity of movement and challenges, enabling user-created content in an otherwise risky environment, and enabling procedurally generated content. We further discuss how ACW represents an underexplored class of interactive systems, i.e., proximity interaction on wall-sized interactive surfaces, which presents novel human-computer interaction challenges.
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