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Kotodama Bowling : Interactive Quiz Game
with Speech Recognition and Accelerometer

MITSURU HAKUTAL'®)  KUNITAKA TAKEUCHI! AKIRA BABA KIYOHARU AIZAWAL

Abstract: We propose a novel video game with the interaction by using speech recognition and accelerom-
eter. By using speech recognition at where users input the answer of the quiz game, we made a system that
eliminate complicated operations and can answer smoothly than by pressing buttons that are traditional
input methods or touch screen control. In addition, by making the shape of the control device into a ball
shape of bowling, behaviors that do not feel strange to the ball that also matches the contents of the game
are performed, and it is thought that it will bring a natural and realistic experience. This work was exhibited
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at the three places and we considered through the opinion of participants.
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Fig. 1 Game screen
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Fig. 2 Answer input
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Fig. 3 Bowling expression
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Fig. 5 Ball type device
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Fig. 6 Accelerometer circuit
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Fig. 7 Bluetooth microphone
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