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MR-Cyborg Soldiers 2: An Audience-Player Cooperative Game
using Mixed Reality
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TOSHIKAZU OHSHIMA

Abstract: This paper describes possibility of fun of virtual transformation experience using Mixed Reality by MR entertainment
system, "MR-Cyborg Soldiers 2." The authors are developing a new Mixed Reality entertainment of Hero Transformation. This
study uses a video see-through HMD to bring a highly-tuned immersive experience in MR space, and whole-body gesture
interface to improve a sense of role-play. In "MR-Cyborg Soldiers 2", players can transform into a combat cyborg. It brings
transforming experience to players because player’s body is overlaid equipment of cyborg’s body graphics. Audience can also
easily participate in the MR space by using easy interaction without any device in their hand. Player and audience can
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cooperatively enjoy the MR entertainment.
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Figure 1 Participating into MR Space
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Figure 3 Vision of Experience
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Figure 4 State Transition Diagram for Player
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Figure 5 State Transition Diagram for Audience
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Figure 7 First-Person View
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