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Augmented Reality Board Game Framework

Kim jin—guk, Lee jong—weon
Mixed Reality and Interaction Lab., Sejong Univ.

20F
2 =M SEA Juke] AAE HEfA HE The paper presents a framework for developing
A D o] Zg Aol sfdtel] H3He AZE o] Zi|<] real-time multi-user board games and applications in
A8 Aoreit}, = FHE, PDA, UMPC 5 FHY7| augmented reality. Recently, increase the environment to
719] HFE 58 ) 2 FA UEYH Ve ddR playing game in augmented reality with advancement of
734 7ake] Al9le Zdlo|e & gl $o] gt computing ability improvement and wireless networking
a9k ey o] 22 AlY) 34S E8stee AT technique of mobile device. While the trend of utilizing
7} Z7vele FAAEE AY B BAE o]Fo ¥ this kind of games is creasing, the facts that there is a
T v FHx v 253 AAow FHe] A shortage of games whose contents are attractive to
A FH=E gapd oz /st ¢ o= A XY = users. In this paper we propose a framework that
T eAdo] tiFEaL Ut =iellA Aokele Ze enables game content developers to develop new game
d9ae Ve AY Frl= IR 7)E 4 §lo] Al contents base on augmented reality easily and quickly.
&5 FAEA 7k AY = Aldo] FERlEE This framework is an automatic service that can
TE Aok SAEA V)& tigt olsirt RS 2 augment in various methods by using the supported
= 77 Y L2 A2E sd ZYdYa marker recognition service. Therefore game contents
olA AlFshs WA 1A An|AE T3 JPIAAIE v developers do not need to know about either augmented
ot oz 7 3§ s AHsstE TRAAE reality technique or the inner process structure. The
Alggtt), we ReAde 28E 5 s AT 7] framework also supports special functions and various
Y theksl As kg Qe o] A XYt HEAY interaction interfaces for augmented reality board game
SAES A FEE F e FERE ATdoEN g and components of the board game we can implement.
AE =0 =784 REAQ o] 7hssit) These enable developers to accomplish all the necessary
components and structures of the board game more
easily.
1. A & A Ed AR N2 BolwstE A e REAYL 7
27482 7120 et A7} AlZE o]#) theket Kool Al = HFH AL FAES 782 F e S FHxE @
o) 714 SHalEE AT} ololAga, A A Hopolxy ) S A W el wARE AEAE SHAL A~
o] 7]4S dEalE ATy} ke o2olx 3 ol g 7|dko 2 AEA Agetd FE3 S4AA AY Sel=
2 FO1E PDA, UMPC 5 2H[97]7]9] AFE S s FE 58 F J, AL FAENN THEL V&) A=
W g ES)T R)e] Mk glEels 278 Al ~Eo] + AY 7IEEA BT SuE Bded 4tk
A SR AGlo] T ARG, e O R ARl R S s 5 Sl el
sl7719) wio] ol e masslel S Age  ©7 ST OV 98 SAUa e d weivel 9 8st
AU % 9l Bo] 2RI Qs BPoich sy NG ARSE WA BUE T Sl v 2888
Eolx 2 8 AY A B o)z Faka gy, T HAChL SHE YRAER ATY T Alonw &
olu] 213} Bujol Al oo A tlEsh HelA T o] gojo]7} B Aldel SE 71 4 A "k 1E)a AlY
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