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Hintergrund

In recent years, video games have become more and more widespread and are part of everyday life.
With the growing popularity of video games, numerous platforms that use different game controllers
and a variety of game genres have been established. The most used game controllers include the
gamepad, mostly used on consoles, and the mouse for PC. These controllers are mainly used in
shooter games, a genre that is gaining popularity these days. Both game controllers offer advantages
and disadvantages. Although the computer mouse and gamepad are the most used input devices in
shooters, it is not clear which of the two devices is more effective and can offer more precise target
selection and higher player performance.

Previous works mainly investigate the effects of latency with different input devices and its effects
[1,2,3,4]. An example is Claypool's study in which a custom game was created to select moving
targets, while the delay and movement of the targets can be controlled [5]. Over a latency range of
50-300 milliseconds, the distance between the mouse and the target and the time required to select
the target can increase linearly, while player performance also decreases by a factor of 4 [6].

So far, numerous input devices have been compared in terms of latency. However, there has not been
a study yet that examined and compared the mouse with the game controller for efficiency and
player performance in target selection. The research question of this study is important as the choice
of input device can affect player performance and players may experience disadvantages due to their
choice of input device. In addition, Target Selection and accuracy are essential elements in shooters
to achieve the goal of the game.
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Zielsetzung der Arbeit

The aim of the study is to examine and compare the effects on Target Selection and Player
Performance in Shooter games when using a mouse and gamepad. The advantages and
disadvantages of the two devices as well as the potentially more efficient device should be identified.
Possible solutions should be formulated for the less efficient device, considering and examining
existing suggestions like Aim Assist, Dead Reckoning or Boundary Boxes, for example. These
approaches can be improved and, if necessary, new solutions for game development can be
introduced.

Konkrete Aufgaben

Research and preparation of the literature

Definition of the research question

Study design

Select participants

Define functions and criteria for the game to be developed
Development of a shooter game

Implementation and evaluation of the study

Analysis of the results

Erwartete Vorkenntnisse

e Experience with Unity
e Basic programming in C#
e Design, implementation and evaluation of empirical studies
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