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Interactive game “Fu-rin—ka—zan” with control system of motional speed

Nobuto FUJII and Haruhiro KATAYOSE

In this paper, we propose an interactive game “Fu-rin-ka-zan” in which players are projected like a
secret agents in augmented reality. This game, as controllers, adopts motional speed and direction
obtained from differences between video-frames. The player can attack on enemy if she/he could
approach enemies within a slow speed that enemy could not notice. If the enemies notice player’s
motion, the enemies start to chase the player. “Fu-rin-ka-zan”, the design of which is based on a
simple concept, provides the players higher tension due to presence that the players can move around
in the real field. In this paper, we describe the design concept, a prototypical system, and discuss

the problems for the next implementation of “Fu-rin-ka-zan”.



