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Abstract

This paper proposes a camera-shaped haptic controller and a spatial mapping-based mixed reality horror game
designed to maximize immersion. The user interacts with the game in real-time using the controller’s built-in sensors
and vibration motors. To overcome the limitations of repetitive and static map configurations in conventional virtual
reality horror games, the developed game dynamically analyzes the user's real space via an Apple Vision Pro,
augmenting it with a horror theme to generate a map automatically without prior creation. Multimodal interactions —
such as ghost-specific vibration patterns, flashlight synchronization, and health-based feedback—provide a more
immersive gaming experience. Future work will involve quantitative user studies to validate the proposed system’s
effectiveness in improving user immersion and to investigate its applicability to diverse immersive content domains.
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