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Abstract

In this paper, we propose that we can use our mobile devices as an effective interface for
HMD-based augmented reality(AR) applications. Recently most people have mobile devices, with
which they usually watch movies and connect internet. So, people get accustomed to the mobile
devices. In addition, the mobile devices can show various markers on their displays so that we
can implement various AR applications. So, the mobile devices are quite good interface for AR

applications. In the paper, we show how we can use the mobile devices as interface for AR

applications by implementing some AR experiments.

FIAE(FE) ¢ 7338, A Hol~, mutd A2, HMD
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