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Fig. 1 A climbing wall and a problem on the

wall.
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Fig. 2 A schematic overview of the proposed

system.
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Fig. 3 Sensor positions on a subject body.
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Table 1 Sum of squares of hip’s displacement
for each route [m2]

1 0.218 0.328

2 0.102 0.237

3 0.140 0.354

4 0.281 0.554

5 0.499 0.695
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Fig. 4 Attempts by an experienced and a novice climber.
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The Augmented Climbing Wall: High-Exertion
Proximity Interaction on a Wall-Sized Interactive
Surface; Proceedings of the 2016 CHI Conference
on Human Factors in Computing Systems, 758-769
(2016.5)

[2] Florian Daiber, Felix Kosmalla, Antonio Krüger:
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Fig. 5 Hip positions of an experienced and a
novice climber during an attempt.
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Fig. 6 Climbing wall for an experiment.
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