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Abstract

Experience of human is more impressive when it is combined with physical interaction which
provides multi-dimensional information including touching on body sense systems as well as seeing
and hearing. In the field of games, concentrations and satisfactions obtained from playing games
are more effective when feedbacks come totally on whole body sense systems. In this paper, we
have studied physical interactive systems with analysis on traditional physical interactive systems in
on-line game area which normally were depending on seeing and hearing senses.
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