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Augmented 

Wall Climbing



• What is augmented reality?

• Comparing virtual and augmented reality

• Why use an augmented sports system?

• What is an augmented sports system? 

• Dodgeball – game

• Wall climbing – perceptions/experience
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• 16 PARTICIPANTS (14 MALE, 2 FEMALE)

• AGES BETWEEN 20 AND 26 

• NO PREVIOUS EXPERIENCE WITH PLAYING

DODGEBALL WITH AN AUGMENTED SYSTEM
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- Helmet

RFID tags

RFID – RADIO FREQUENCY IDENTIFICATION 
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Positive feeling 

playing Augmented 

Dodgeball
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Success feeling 

playing Augmented 

Dodgeball
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Ambition feeling 

playing Augmented 

Dodgeball
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Enjoyed playing 

Augmented 

Dodgeball more 

than Regular 

Dodgeball
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Beacon –

move the 

direction of 

the bat

Bat

• Time

• Random location

• Game progresses 

more bats appear 

Timer
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Standard deviation – Distance from the 

mean

Mean – The average of all the numbers

With beacons Without beacons

2.7 Mean 4.7 Mean

1.4 Standard Deviation 1.4 Standard Deviation

Likertstyle Scale

1= Very Easy   4= Not Easy or Difficult    7= Very 

Difficult



Electric Line

End Point
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HTTPS://DL-ACM-ORG.EZPROXY.MORRIS.UMN.EDU/CITATION.CFM?ID=3041181

HTTPS://DL-ACM-ORG.EZPROXY.MORRIS.UMN.EDU/CITATION.CFM?ID=2858450

https://dl-acm-org.ezproxy.morris.umn.edu/citation.cfm?id=3041181
https://dl-acm-org.ezproxy.morris.umn.edu/citation.cfm?id=2858450

