A BRES AUSE F2AY 7@ Qo BA 2 AR

zA - AAS - WMER - w@F - Hye

Design and Development of Implementation of augment reality application with

support cross-platform
Jae-ik Jo* - Je-eung Jeon” - Dong-hyeun Bae® - Hyeon-su Yoon' - Byeong-yoon Choi”
“Dong-Eui University

E-mail : kke0949@naver.com

2 dAFodAE A SAFAA AQrtssty F7u &G4 SAELEE 7 4E AAEn
Mgttt 222~ FAE FEE PCo BulUQI=Rolx, 094 F43 FU% A& AE °l 4 <t
/‘1 SAA4Y #E7E He vl 738 RdS AdE 5 JAEE st 4P 7Y A4
S YFuzak 3tk & Unity 3D AT} Z 42~ =734 SDKQ ARToolkito 2 At} Unity
D= Ul nbA, a8l 28 2BAEE FH ARTookltJ/} AsEHol =22 FHAE MES 4
gl dXoEA AgHET B FAAYd 78 H9 A 2 AR BAE AAStL Yo
A A AIE A g

k2

ABSTRACT

In this research, we design and develop an app that can be run on multiple platforms and easily realize
augmented reality. It works on PC and mobile (Android, iOS) in cross platform and users want to lower the
barriers to entry of augmented reality by allowing users to select the marker to be augmented reality
coordinates and the model to be implemented within the app. The app consists of Unity 3D engine and
ARToolkit, an open source augmented reality SDK. Unity 3D integrates Ul, markers and objects, and is used as
the main engine for cross-platform development. This paper presents the design and production method of the
augmented reality application and explains the use examples.
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