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Abstract

Currently the mobile augmented reality does not require supplemental hardware, such as markers

like specific images or depth cameras, in order to acquire 3D environment information. This allows

for increased accessibility and usability for the general

user, and also broadened scope of

development. The market research enterprise Counterpoint Research predicted that the growth of the

augmented reality market will reach 70 trillion Korean Won by 2021. Application developments are

also progressing. Wargaming, the developer of the global game World of Tanks,

has launched an

application that uses AR core at the GDC 2018. Thus, we must prepare for the impending augmented

reality market and acquire top class augmented reality technology using 3D environment. This paper

outlines the development of a game using AR CORE SDK to acquire 3D environment and Unity 3D

game engine to combine camera images and 3D graphics, which all comes together to construct a

natural augmented reality.
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II. ARCore Design
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1. ARCore Project
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3. Finding Plane
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2. Camera Tracking Class
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Fig. 3. Plane Generation
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4. Lighting
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[I. AR Game Design

1. Movement of Player’s Character
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2. Generation of Enemy Character
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Fig. 7. Enemy Character

3. Animation and Animator
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Fig. 8. Unity Animator

FUE olHEA A fyrole S ARA7IH oy
ofgfell &l ofufmlole] so] AHAAAH o] ohd Az}

A1 AAZE 7hssb7] wiel] Bl A oyl dE vt
T 3tk

Fig. 89 Q8% 9JAd 7]22Ql Zdolole] AHE 72
s EE AGstH sk ofymolde] Be A H#54
A AHOIE mAlE Faf AE s skl shdis
FAE = Aol e Aeofsl T A ofdrleld 25
& drh 2Ea siEAE AHOIE Bl Uiite] A A4
5= e dolg FAFTeRA ofyroleE A,
olFAl Azke ofurlofe}= APl A] kst J}?/}U]Ei‘i -
el A = el st s ofyrolds dAE
T 3tk

4, Combat Scene
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5. Character’s Focus
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6. Al for Combat
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V. Experimental Results
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Fig. 12. Combat Scene

V. Conclusions
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