
 

 

 

 

 
 
 
 

 

Buttonman games and the Alpha-0 infrared sniper rifle! 
 

 

What is Buttonman? 
 
As a company, we believe that laser tag style gaming 

deserves a re-boot. By taking the usual infrared 

combat games and expanding the range to 300-500m 

we have developed a laser tag revolution. 

Button man is a massively multiplayer community 

game based around an infrared sniper rifle and 

unobtrusive receiver circuit being used to hunt one 

another over large expanses of land; be it city, farm 

or jungle. 

It is our dream to eventually include an app that will 

feed information to the worldwide players about 

where other snipers may be in your area. Using this 

information, it will be your task to hunt down the 

other player and shoot them before they shoot you. 

The app will contain the players kill, death and 

points of the current game and will produce a sniper 

game that is organized much the same as games such 

as Call Of Duty or Battlefield, but in real life! 

Anywhere! 

So why the name Buttonman? 
 

Button Man is a comic strip from the British comic 

book 2000AD (written by John Wagner and 

illustrated by Arthur Ranson). The first issue was 

published in 1992 and featured a man named Harry 

Exton. 

Harry Exton was a “Button Man” another name for a 

hired killer. As a button man, he had to hunt his 

opponents in a form of underground sport 

orchestrated by an unknown, mysterious, 

wealthy person who gambles on the 

outcome. 

We love the idea of setting up a game with your 

friends or joining a massive community game and 

climbing the score board to become the best sniper 

in the world! 

Who are the Buttonmen? 
 
We began as group of students, studying Robotics 

BSc at Plymouth University and through that course 

have developed enough skills and knowledge to 

create the exciting and thrilling game that we call 

Button man. 

There are a 

series of skills 

that we as a 

team have 

brought 

together to 

create a 

business that is 

efficient, 

effective and 

precise. 

Louis King, 

team leader 

and machining 

expert, has 
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organized the business and kept everything running 

smoothly; his machine know how has been 

invaluable and his seemingly impossible 

resourcefulness has sped up the process of 

developing our product tenfold. Without his 

organizational skills and uncanny knack for time 

control, we could never have had success. 

 

Jaanus Unt, CAD master and PCB designer, has 

planned out every design that we have used with 

such skill that the PCB production is tidy and 

minimal in size. 

David Docherty, physical design and circuitry, built 

the testing rigs and the breadboard circuitry that was 

used to gain useful information about data 

transmission and optics. 

All of our programming skills came together to write 

code that could encode, transmit, decode and react to 

IR data. 

So how does it work? 

By developing our own IR encoding protocol, we 

can transmit specific data such as player name, range 

and position all in the space of a millisecond. This 

data is sent through high power IR diodes and 

through a 50mm focal length lens for increased 

range.  

Through the use of Liquid Crystal Displays, we can 

store lives and ammo data and display it in a way 

that is easy to understand and display. Solenoids in 

the stock give a dynamic movement and much more 

satisfying firing effect as well as noise. 

Our gun, the Alpha-0, has a small sidearm for short 

range attack which clips directly into the barrel and 

stock for increased range. The Alpha-0 comes 

complete with Picatinny rails to use standard scopes 

and accessories buyable from any gun/air rifle store. 

With the sidearm, the maximum range is around 

10m; by far enough to shoot another player across a 

room. With the addition of the lens assembly and 

stock, the range is increased to approximately 55m 

far longer than Nerf guns and most Lasertag games 

in arenas. This range was tested outside in direct 

sunlight; inside with a large enough space, this range 

could be increased more and more and more. 

The design 

The handle is shaped in such a way to be 

comfortable and easy to hold. The complete design 

process can be found at www.buttonman.co.uk  

As the design progressed, we developed a smooth 

grip and aesthetically pleasing bodywork. The 

sliding mechanism of the sidearm is beautifully 

designed and an effective means of creating the right 

atmosphere. 

All the design was done using CAD software which 

allowed complex components to be embedded 

directly into the bodywork itself. 

Using various Liquid Crystal Displays and RGB 

LED’s, we can display a variety of states including: 

dead, reload and ammo levels. The data sent is 

individual to the sender so that the name of the 

player that hit you can also be displayed allowing 

fully interactive, real-time gameplay. 

How do I contact the Button 
men? 

Go to our website at www.buttonman.co.uk for more 

details on the product and gameplay and more detail 

about the designs and our progressions of thought. 

 

Or email us at: dave.docherty@outlook.com 

louischarlesking@me.com or 

acs404@googlemail.com 
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