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Abstract Recently, interest in metaverse, which creates new value in the real world, has increased. In
order to make it easy to experience such a metaverse, we have developed an experiential metaverse AR
game in which users take the lead in exploring the environment and enjoying content based on
landmarks. Important features of the metaverse include connectivity with the real world, interactivity,
and digital currency. The game seeks to extend daily life through AR and satisfies interaction through
real-time chat and team competition. Finally, digital currency is built through a store system. It is
implemented as a mobile game and can be accessed at any time if there is a smartphone, increasing

accessibility.
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Fig. 2. GPS-based main screen
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