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Abstract

The Augmented Reality of existing for the interaction
which the object and background is smooth used the
data glove or marker, It is inconvenient to a use and it
occurs the result of immersion feeling decrease,
Immersion it will wind from Augmented Reality and the
hazard which it strengthens the removal of the
additional entry device which stands is necessary. It
recognizes the space coordinates which is accurate even
from the condition where the hazard marker which will
reach does not attach in necessity, Immersion feeling
improvement from Augmented Reality wearing the
hazard additional entry device it proposes the space
coordinate  creation  technique of the virtuality
description below for a interaction without from the
present paper, The method which is proposed the image
which it acquires the object of virtuality reflected at 2D
space and the characteristic line about under extracting
the space coordinate which reflects about under
calculating it reflected, The application is possible in

markerless Augmented Reality and the mobile
Augmented Reality,
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