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Real world oriented vision-based gun shooting game controller with
wireless synchronized multiple IR makers
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We propose a technology which expands playing experiences of gun-shooting video game. We developed vision-based impact
detection system with a high-speed camera mounted on the gun-shaped controller device and two different types of wireless
synchronous infrared markers attached to the target. Our system can detect accurate impact position of the screen and detect/identify
real world off-screen real world target. We also developed a demonstration game application that enables the user to shoot real
world balloon in front of the screen.
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