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ABSTRACT

Virtual reality can user experience the virtual world of computer and stimulate user
eyesight and emotions. HMD can acquire and stimulate user behavior and sensory

information. In this paper, we propose a virtual reality game using robot control.
Controlling the robots using various interfaces and synchronizing them with the virtual
reality game. In this paper, we use OID mat for robot movement detection based optical

code recognition and Kalman filter.

Virtual reality(7}’4&4), Smart Toy(Z£wFEES]) Kalman filter(ZR-2E),
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3. Design of game
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4. Detection of Location
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4.1 Kalman filter for Smart

Robot Location Detection
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6. Conclusions
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