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Abstract After the Pokemon game became popular, the popularity of the Augmented Reality game is higher
than ever. Therefore, it is an important choice to use an engine to create an augmented reality game. It
explains how to create an augmented reality game using Unity engine, which is one of the most used game
engines in game development. We describe a method for implementing augmented reality optimized for games
by selecting a MARKERLESS method that does not require a marker among the augmented reality techniques.
In this paper, we propose a technique to create MARKERLESS augmented reality game using KUDAN AR
engine which supports Unity engine and unity through 'Our Hero' project.
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Rendering : - rendering engine,
our rendering engine or a |l o
3rd party such as Unity. P 9 y.
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[Fig. 2] KUDAN download screen
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2.3.1 Markerless SLAM—based tracking

Markerless7]&2 Marker $1°] & Hol&= 94
24 dsta | e Qs EUE 3 JRE
gt} Gl Hrkehks 7lEoltl0l. 1F  SLAM
(Simultaneous Localization and Mapping)< o] <
2] ke mxe] FZkA FAld  Localization¥}
Mapping< 3= 7I%oltH11]. SLAM #ZAME o]
g3te] duE|ES A etk SLAMAI =R S| 742 7F
meks o2 g5 G vlolEl 9k AAHolEE o] &3}
o W& 784S 5 o)A e AAAAE BAGFATHIZ]
ol2]gt SLAMS 5484 #oF T ol §8&51L )
t}. KUDAN <l112] MARKERLESS E#|Z w4 o] 57
AL SLAMZ|«S 7|Rke.® 3fal 9ok

O
=
=
-1

2.3.2 ZH FLHA 7|
Z7EHole 197 0 =
A} AX 8 Ronald Azuma ©f
E(real-world elements)$] o]m*
el Aoz Holxof 9t}
vho] Fofoll Al A El 7]solTtH13,

e

ol
g

M
o 12
)
A RN
>~
>
S
2

[
i

B gy
-
lo,
L
(o2}

S
N
oy
iy

o
=
x
~

ofN
ol
o
=

s_nrlo
o
o
>
5%
2
E oo

4].

ot
i)
%,

a

N
fo
)
4
o
g
rir
X
N,
o
o
O,
ofN
ol
oo

wy 2
)
i)Y
KS)

4 b
K
m
do
2

o N
Hy
it
4
e
i)
2
T

RN

ol
-

o
iuj
[
l
b
s
jin/
‘ i
2,
2
o
=l
o,
1>i

a4 2
[

(&l

[m 7
o,
2
N
>
rlo
o2

%,
2
i)

bat
o
1>
N
>

ol Ar [ ro ox

&
ol iy
ofN
o
o
= o
iy
_rg
o
re
(m
N
iH
ol
o
at
-
M
2 O

5
N
g
>
1o
mﬂ:
[
rlo
[
=
(m
e
lo,
=
il
Job
2
i)

N

Ak, GPS ol 274
2 BEH FUHAo
& Bofe] o} B Aol $HANL
9t 37484 7% Sl AN ZANA 7
& 2|9 vk BAE olgark

2>

=

~
~
N
2
>
oo
i)
2

i)
o X L
2L
3R
)
[
o
=k
Iyl
o
2
It
2
%9
> rlr
2
o
=
R
T
N
jud
=

ol

o e
il

0zl
4
ol
foy
>
1
4

x 0

T

P
X e X

o 10 X opo

il

Markerglo] 214 EAE 212 8}= Markerless7|& 3

wpE A st QITH16].

3. REISUIS|IHZHE

3.1 2ESUHI50{2 7|=le=

SOl AYe ALY T2 v~
Ao AR Aotk A v SR
A2 v Ao 54 viAE ARgste] AL 1
2EZF 4o she Aol BiE-oltth. -elE sl of
20| SAAALE v ARE flo] wiAel AALHA 1
SEZF Yo el s A e] Aol BEE FrojE
o] GPSE &8sl AAES] A5 Al A=E F
spepgiet. 2AIYS vE] ezl Aol AAES 270
et A7 F DAETF A E = Aol 11 A9l S
ok AAEZF Yeal A= HES 94 ARES
¥ 33k Agdelth Aaldl L2ES o ZA HE £A4]
T 2 AGANM AR 5 9l FE SO AES AES
2 et eesdlolzie 54 A9s SHoR v
T AEd AYer O A9 g7l AT 5 9
T TE e BAOE FoEN 1 A9 A Bl
A EiE E e Adelth B A T F

o AY

ke
(o3
M
o)
o,
Ol
ol

3.2 RE|SUIsI0E JHE

3.2.1 KUDAN SDK AX|
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