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Abstract The mobile game environment is rapidly expanding with AR (augmented reality) technology
along with artificial intelligence. In particular, AR (Augmented Reality) technology is a field of VR
(Virtual Reality), which is a technology that shows a mixture of virtual information and images in a real
environment. Recently, research on mobile UI design based on the interaction based on the augmented
reality technology has become important at the point when various utilization methods are suggested
based on understanding of contents. There are still some issues in terms of whether the consumer can
utilize it in various ways, unlike the developed supply system. In this paper, we present an example
of mobile Ul design based on interaction based on smart media augmented reality through previous
study and literature study of smart augmented reality to solve problem UI issues based on background

theory.
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Fig. 1. Mobile AR Game '3D Summoner' Mobile AR
Game 'CATCH MON’

Source:https://cafe.naver.com/mcatchmon

Fig. 2. IKEA Mobile Augmented Reality Technology
Source :
https://play.google.com/store/apps/details ?id=com.ikea.kompis&hl=ko
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Fig. 3. Milgram and Kishino's "reality—virtual continuum"
Source: Milgram P. & Kishino. F, “A Taxonomy of mixed Reality
Visual —displays”, p.3, 1994
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Fig. 4. One UI of Samsung Galaxy S10

Source: https://www.samsung.com/sec/apps/one—ui/

Fig. 5. IPhone Ul design sample
Source:
https://www.pixeden.com/mobile —apps/fixto—iphone—app —ui—kit—psd

Fig. 6. Apple ARKkit and Google AR—Core

Source:
https://news.naver.com/main/read.nhn?0id=079&aid=0003006599
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Table 1. Details of the game.

This game is based on a functional application.
1 (Information is provided at all times by making an illustration|
of the actual images and descriptions of the various fruits and

plants on the tracking course.)

This game supports map service so that you can get a rough
idea of your location during tracking.

2 (Using the QR code and Dokdo method that exist in the

tracking course, the user can give a rough indication of his /

her position.)

The game supports functional games that can be fun and
information.

3 (It provides a functional game element that can acquire
information by matching QR code existing in the tracking
course with the character of the fruit / plant and matching the
quiz with the character.)

The game supports elements that can interact with events.

(This game displays the tracking path experienced by the

4 application, acquired knowledge and collected character

information visually, and provides the ability to interact with

the event by adding the function to initialize the remaining
elements except the book.)
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Fig. 7. Game plan blueprint
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Fig. 9. Course scan screen.
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Fig. 10. Character and quiz screen.
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