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INTRO

This paper will explain how the Delta Strike laser tag system can be configured and
extended to create a state of the art, interactive themed experience.

Creating a consistent, themed experience, using the Delta
Strike platform is possible by configuring the syst em in the
following areas:

1) Phaser & Vest:
Sounds, characters, abilities, game rules.

2) Interactive Effects Unit
SFX Lighting, arena interaction, smoke &
mechanical control.

3) PC Software -
Game sequence story board, audio/video = =

serving, real time scoreboard.

This document will give designers enough detail to begin creative design, with a
knowledge of what features are available, and how they can be woven into the overall
customer experience.
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1) PHASER & VEST

The behavior of the Delta Strike phaser can be modified to fit f%
in with your theme. Phasers can also be told to change there 7’\*‘
behavior during and before a game directly from the game " ¥

control software. This could be in response to a player

achieving a goal or simply as a random event generated by
software

Team Example: “Alien Vrs Predator”

In this example we could designate a race to each team color.

Team Race Weapon Ability ‘
Red Predator Laser Blast More fire power, less defense

Green | Alien Acid Less fire power, better defense

Blue Human Machine Gun Even level of firepower and defense

When a player’s team is changed, there abilities also change. There gun would make
different sounds, do more or less damage to opponents, and be more/less resistant to
shots from other players.

Note that although the guns behave changes, the way that players use there gun
remains the same, so there is no extra learning required.

Other useful features of the phaser

Virtual Shield

This feature above all improves game fun. Our Virtual Shield, also unique to Delta
Strike, provides Halo style game play. Players must be hit multiple times before points
are awarded and the players phaser disabled for 10sec.

Arena design can be more open and visually impressive, because players are able to
move about more freely, without the fear of instant death from a hidden opponent.
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Modular Design
The modules that comprise the vest can be easily re-arranged onto different styles of
suit or costume, not to mention the ease of our solder free maintenance.

Duel Emitter Beams

Only Delta Strike equipment features both a long distance beam, and a short distance
beam. These are used to create variation and strategy for players, ie. shotgun verses
rifle. Players can change between these during play... or disable for more simple
games.
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2) Interactive Effects Unit

The interactive effects unit is used to animate the arena with sounds, lighting and player
interaction. This unit would typically be installed into the arena features, allowing players
to interact with the prop.

Relay Output s I

2 relays for general control
output

Power/trigger electrical
devices such as:

-Smoke machines

-Third party lighting, laser
machines.

-Mechanical systems like
animatronics, doors.

Examples:

A smoke machine is fired in
response to a scheduled PC
command, or a target being
shot by a player.

An animatronics device such
as a moving prop is activated
in response to player shots or
scheduled commands from the
PC.

Lighting Output

Up to 24 RGB spotlights controlled via 4 separate
channels

Lighting effects such as:

-Fade, cycle, pulse, strobe, red green blue white
-Change lighting output in response to being hit
by a player.

-Change lighting in response to scheduled
command from PC.

Crystal lighting modules

Examples:

A “reactor core’ prop begins to pulse red when
shot at by a player.

At 40sec into a game, the entire arena lighting
changes to a green/blue pulse, this could be
timed with messages played through the sound
system, eg. “alien life forms detected”

Scene lit with DS spotlight lighting
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CONTINUED...

Targets

Up to 8 targets can connect
to each Control Station.

Interact with players by:
-Giving players points for
shooting a target
-Changing lighting when a
target is shot

-Giving players power ups
when a target is shot, ie.

rapid fire, extra shield
O OI strength, etc.
Examples:
A player is awarded ‘rapid
fire’ for 40sec when the
“alien’ prop is shot. This also
triggers the lights to flash red,

and a sound to be made by
the prop.

Sound Amplifier

Play sound from unit in response
to:

-Players shooting a target

-Pre scheduled command from PC

Example:

An ‘alien’ prop makes a roar sound
in response to being shot by a
player. Make a roar sound every
30sec automatically
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3) GAME CONTROL SOFTWARE

The Game Control Software co-ordinates
the entire game flow. Based around a
Microsoft SQL server, the system is highly
modular, and extendable.

Multiple Game formats are created and
edited from the game software, allowing the
game operator to choose which game
format will be played at the touch of a
button. Game formats may vary slightly from
each other, ie. a different game length or
team arrangement, or vary greatly through
to major differences such as different music,
and game rules.

The Game Control Software co-ordinates the entire game flow. Based around a
Microsoft SQL server, the system is highly modular, and extendable.

Multiple Game formats are created and edited from the game software, allowing the
game operator to choose which game format will be played at the touch of a button.
Game formats may vary slightly from each other, ie. a different game length or team
arrangement, or vary greatly through to major differences such as different music, and
game rules.

Flexible Game Flow

Players can be moved through the experience in different ways. Our ‘Continuous Play’
system allows multiple games to played simultaneously.

For example a group of new players can be added to the arena while players are
already in there. The new group will atomically shut down when their time has expired,
meanwhile more groups may have been added to the arena. This can improve
through put of players, by ‘rolling them through the arena.

ARENA
GROUP D - 8 players GROUP C - 12 players
New Group, getting Been playing 2min
ready for game
GROUP A - 10 players GROUP B - 10 players
Just finished game, Played 5min, almost
taking off phasers finished
I

Copyright© Doug Willems, Delta Strike Interratal Ltd 2008. All rights Reserved page 7



SUCCESS through DELTA STRIKE

Storyboard Game Design

Delta Strike use a game storyboard approach to create a linier style experience for
players, meaning that players experience the game with a sense of beginning, middle
and end.

A game storyboard is simply a series of sequential events that are replayed with every
game cycle. For example, a game storyboard may start as follows.

0:00 Start game music

0:05 Play game message in arena
0:10 Trigger smoke machine

1:.05 Change arena lighting to blue
1:.06 Give all players rapid fire
Etc...

Events that are available for use in the story board include;

Play Sound Files
Audio is played into arena, ie. Theme music, game messages, sound FX.

Give Power Ups to Players
Send new weapons, or abilities to players who are winning/losing, ie. rapid fire

Change Arena Lighting Effects
Coordinate the look and feel of the arena, in time with music.

Activate/Deactivate Targets
Set the behavior of targets connected to the Interactive Effects Units. Options
include give points, give power ups, shoot at players, toggle relays.. etc.

Characters

Virtual characters can be created to add variation between players. For example a
Star Wars theme arena could have a set of characters such as Darth Vader, Han
Solo, Storm Trooper, etc.

When a character is loaded onto a phaser by the PC, the screen of the phaser shows

the character name, the sound the phaser makes when firing may change, and the
player may become more or less powerful.

Copyright© Doug Willems, Delta Strike Interratal Ltd 2008. All rights Reserved page 8



SUCCESS through DELTA STRIKE

EASE OF USE

Ease of use for Qperators

With so many configuration options, the daily running of Delta Strike equipment may
at first appear complex and daunting. This is not the case. Once the software has
been configured by Delta Strike, the system operates on a ‘one click basis’. That is,
the attraction operator starts the desired game format with a single button click, and
the pre-programmed automation system takes care of the rest.

This will be particularly useful when changing operation styles between day time

theme park operation, and evening public laser tag operation. Operators will simply
play a different format of game by pressing a different game number.

Ease of use for Customers

In creating such a functional laser tag system, we still wanted a product that was very
easy to use for all customers.

Something that was able to be used by five year olds, to technically savvy youths
through to seventy year olds.

To use an example, look at the mobile phone - the best selling phones are not those
with the most features it is those which can do the basics intuitively — PLUS they have
the advanced featured for those who wish to use them

So in designing a laser tag product with advanced features, we had to make sure that
the basic game was_blindingly obvious.

Best Regards

David Lowe
Technical Director

Delta Strike International Ltd Delta Strike International LLC
International Ph +64 3 982 9892 United States +1 865 223 5877
International Fax +64 3 982 9894 www.deltastrike.net
www.deltastrike.net info@deltastrike.net

info@deltastrike.net
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