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Abstract It has been shown that weight perception by augmented reality can assist in handling object. We thought that
the feedback of the work results would be one of the factors that would change the experience by such external stimulation.
Therefore, we implemented a content that makes a pleasant sound when the user succeeds in each task in a series of simple
muscular exercises and verified it through test play. As the results, it suggested that the sound increases the number of times
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the task can be continued.
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