VR Gun System
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The file Video013.avi shows the VR Gun system prototype in action.  The VR system in its basic form is nothing more then a specialized mouse, keyboard, and VGA system.  As far as the system knows it is nothing but those.  This is the beauty of the system.  We can implement a low cost VR system that will outperform most available systems today.  


What makes this system especially appealing to us and a VR Arcade center is the ability to play just about any First Person Shooter game on the market.  As long as the controls can be mapped to keyboard and mouse buttons, then our system is compatible.  


The Gun includes a tracking system which will follow the user’s every move and translate it into the appropriate mouse function.  The Gun provides all input needed for game play.  The picture is fuzzy due to my camera but you can still make out the buttons.  

These buttons are useful for actions such as jump, crouch, forward, etc.  The thumb button above the trigger is best used for forward and similar commands.  All together we have eight inputs on the gun.  This is plenty for a FPS game.  Although when we did some testing of the system on users, the actual buttons used during game play where the trigger and the thumb switch.  Users rarely used the other buttons.  Never the less they are there if they need them. 

[image: image2.jpg]



The Gun is tethered to a control box as shown below.  This control box will be placed under the POD structure along with the PC.  It requires an 110V power jack and a mouse PS2 port.  An additional PS2 keyboard port is required for this system.  
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There are two buttons on the control box.  The red one to the right of the LED and the black one next to it.  The red button is a sync button.  When the unit is first powered up this button has to be pressed.  Hold it in until the LED blinks twice.  After this any button press detected on the gun will activate the system.  


The black button on the right is a channel button.  These systems where wireless in design so if errors are being received or the gun is acting erratically then pressing this button will find a clear channel.  In testing this button was never used.  The system always operated error free.  


There are also two LED’s above the DB-15 connection.  The one to the left is the tracking status LED.  When this LED is blinking then the system is tracking the Gun.  The LED on the right is the Power/Receiving LED.  The LED should be lit when the unit is powered up.  When syncing it will turn off.  


The DB-15 connection on the front of the control box connects to the VR Gun.  It houses all the necessary control signals for proper operation.


On the rear of the control box is a DC Voltage jack.  A 6VDC supply is required.  Any other supply to this jack could result in damage to the gun and or tracking system.  


The PS2 mouse port cable is also on the rear of the control box.  This needs to be plugged into the PC prior to power up.  


The keyboard emulation comes directly from the gun and should be plugged into a PS2 compatible keyboard port.  No drivers are necessary for any of the VR Gun system components.  


Once this system is up and running all that is needed is the proper video game.  We have done most of our testing with QuakeII and recommend this game for the VR Center.  It is simple to interface too and is still new enough to attract customers.  It also has multiplayer death match or co-op functions.  All that is needed to get the system working with QuakeII is adjustment of the mouse sensitivity and mapping of the keyboard/mouse buttons. All these buttons can be mapped before or while the Gun is setup.  The mouse look feature of QuakeII should also be set on.  

The button closest to the front of the gun is the tracking disable button.  It is the closest button to the top of the gun.  Pressing this button will activate the tracking.  Pressing it again will disable the tracking.  Tracking can be enabled and disabled at anytime.  

The slide switch below the tracking button outputs a “G” in the forward position and an “N” in the backwards position.  If no input is needed this should be set to the middle position.

The push button below the slide switch outputs a “.”.  It is a momentary button and should be used for functions such as jump and the like.  

The push button to the rear of the last one outputs the letter “t”.  The one behind it outputs the letter “x”.  The thumb switch outputs the letter “i”, and the trigger is “mouse1”.  

All these can be seen below in the picture.
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Couple this system with any decent HMD like the I-glasses SVGA or Visette Pro and you have a complete immersive VR POD System.  

For a single POD setup you will need the Gun System, a HMD, a PC, mouse, keyboard, and a Monitor.  The computer will require 2 USB ports and 2 PS2 ports (one keyboard & one mouse).  The keyboard and mouse used by the operator (VIRTECH employee) will have to be hooked up to the PC via USB ports along with the VR Gun system PS2 ports.  The operator will control the setup and starting of the game as well as placing the VR gear on the user.  Once the game is started the operator can sit back and watch the user, helping him/her if needed.  This would require one employee per system.  
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If a multiplayer setup is intended then the above system layout needs to be modified slightly.  Each POD would have a VR Gun system, HMD, and PC.  At a master command station would be a Monitor, keyboard, and mouse.  This “master command station” would then run through a USB data switch to all the individual POD’s.  All the system could be setup at this command station.  Once the games are started once during the day the command station would only need to be used for problems and possibly changing game types.  The operator can switch between PC’s through the data switch to make any necessary changes.  The number of POD’s linked together is only limited by the game and or data switch.  
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The only other item to consider in an arcade type environment is the licensing fees for the games.  This will depend on the game manufacturer.  This typically requires purchasing a commercial license for several hundred dollars.  Please refer to the manufacturer for specific details.

The flexibility of a system like this gives us ultimate control over our applications.  We are not limited by dated software, games, or drivers.  We can also customize or upgrade any part of our system at anytime without affecting the rest of the gear.  We can also build these systems quickly and cheaper then most other systems.  The last thing needed is to build the POD’s in Romania to save cost.   Any POD design will work.  Initial systems can be implemented without PODs if necessary.  We will try to attach along with these files our recommended POD design.

Thanks,

Kevin Mellott &

Joseph Flores 

Web: http://www.VRImmersions.com
Email: sales@vrimmersions.com or klmellott@hotmail.com

* All initial testing was done with a VFX1 HMD through a linkbox using QuakeII as the testing bed. 

