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Vuforia, Meta SDK, and Gaming
Vuforia and Unity provide extensive gaming opportunities.
Each participant will have an opportunity to construct
their own abakographs, and various gameplay possibilities
will be presented. One such example is the CameraGun, a
gun that is a camera. It gives rise to a game based on
sensing sensing itself (i.e. sensing the capacity of sensors
like the camera). A player wins by “shooting” an
opponent with the camera, (i.e. a recognizable picture of
their face is taken), but the shooter loses points if they
are caught taking a picture, i.e. if the opponent detects
that a “shot” has been fired from the camera. Thus the
surveilluminescent light stick serves as a shield to protect
from the camera in this sense, as it will “rat out” an
opponents attempt at “shooting” with a camera. See
Fig. 6.
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