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Perceived mixed reality world
- As accurately as possible
(in all modalities, visual, aural, haptic)
- In real time (temporal)
- First person view (perceptual)
- Interact by moving the marker/object
(interaction)

a9 2k 71ze) Al A3E BRRNS dehin o)
oh BE Aol 4es) olfe] A3, Ao FAsI,
-

a8Beg 22l 23] A=(Degree of association)”}
TFAA ARGl T 24UE F5T 5 Y dE
=0, g3 ¥ Z74dA A AHl(Desktop augmented
reality system)ollA] = 27t AFo] EUA= A
ofsl A7l agle] Hla, wlaa o SHEA AlAH
QIAEe s et 5RY 5 %
o] o] WS Ak [2] SR Al el
2 31250 S8 HUDZ AMSHAL et A4S
o, ololzUdsE 149 Hgow 3
4 A7 WA Aotk Aokl 5/E 71719 AN
7HAQL B8-S AN, fi2e AR AMYS e
st71= Rtk ol T vlAa § S AlAEREY &
A7E okt & o AgsiA HAA7IaA e He E3
A A2 ZA ok

o
o

5

Ho .

> o
e

A el PRl BeAE ATEE A

WAolA A BT TS TR Ase AR

P12 wesglet. e S-ehis o] =Rolq 1ok the
o] v

e At gt 7]
ol shbo] A e A BETA gk, St
e e oz Bejs £ je #4e ad=
SA3ke Aol it £ Fajole] Haston WA 2
ke G, SRR Sleld 1 % B s
£8 gtk B0 UL AR H3iGeld olold
oliz AHgte] QUKo 2 Flo] & AisAe] ok 1%
7) el £ B2k Aolo] Aghola HlgHel Qo] o

SAolet

o
rE
o

m
=
10
o
o,
flo
clo

rErh
i
Kl

r
M

o

2

oo

12! 3. Loosely Coupled Mixed Reality, AF2Xt= T 719 22t
Moz HalH A2 FAGHH AN JUS SFAIZICL

2. Loosely Coupled Mixed Reality
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User “walk” ,  \Virtual counter part
toward door Rough moves toward goal

tracking

(Navigation)

“kicking” Gesture virtual space Manipulation|
Recognition Commands
(or Button)

\_] J
+ High Precision Tracking not needed
» Motion gesture preferred

» Continuous calibration possible
(Remapping betveen Virtual/Real spaces)
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73



219] clAlellAl AAETL 7HEE7Ee] Ajto] ofn
7] eliM=, A EFAAHAAY o]l w7
(Motion based)o]olof st} HAZIEE QlEFo|AE o]F,
/HEH _‘la]"r ZZ E_g] Ao 229 A}8-A}9] :zl-;r_]_ \:].g]%
].Q.‘(S’H /\]xﬂ 01]0:1 e ﬂo]—___ 740& A1—§7\]- O /K]Zﬂ_'g’_zl-
T 7HEETE 2ROl ol FRITh (3] 9FA At S7A e
A EE de RS S ZAIEE Q™A da o]
tjal] opiz}, oju] AREAN}: 7He] S WS AJH
2 7S o, AR &5 9] Slsl 7MY EdlE W
FEH AFAY E ZAR olFslofok Bk, FAlo] HE
o) 242 ol /14 FTHRE U oA T,
olof ol % /1A EAE ZUS FATE AL A8H
o7l e % Aoltt, 1%7] ue] Sels WA 2l
B shpehe Mk 2AN QHaNS HeETe
2 AL BE 97 S wedl 2ol e AR
Ae) £ A= o|Sapl sh ek, olsh 2o] BAIM
e et RS 9ol AR S

fr
[T

ot o

>l
_ﬂl

(

Fe 4 Oﬂ gk JHE]EFO' = "—.3P7ﬂ 2 =38 d(Loosely
Coupled Mixed Reality)"o|gtal F-E2t},

I

2.2 LMRQ| MH

2.2.1 AMAIEOI DAtet 88t

LMROAS] AT 7]29] 33FaAl 2|3k vzt of
2o, A Aol ofsl| shte] Fto] A== Aol of
Yk Agto] o]Fojxl & ofj= 04x401 = e B gzt
S AA ARG wElGoA o] B& SR SRR EN
AR Ot 7] B2 Sl BeS s Heh
%, LMRS §3f ARSALA A2 St ARgA]
ofgl] AT & 4 Uk (4]

olet 2ol AHgAtel A YA SUE BAS
azur 7% shh $9E B0l Aol gronl 4
st glo] B Sfekt Alolch. wok gstel
o] WA B BoIT AN FES o By
Stk ARG ] ARZoln Sae B
SYSILY B L At §ue
Aolth, 137 iRl 3 B s we
Foh AR wsigeln 30 S $8
2 A=o| goldl FHalt) olF Sof AA| B+
AR, R F% H7 2 BPAIE
Aol 2 2ehtl e AAISH BYAIE
BE Gt Q4L B dduct YA
U FAL 2T gole) SR B AaR s £
gare

e g A Boke U Aol

Em&"rﬂ%_@sﬂ%%m
o s R oo 2
éigimloérd r_}l_,l_,
Jg _>t —

l..

o MW

J

o
i
Ea‘,

(o

ol Ir L W
T
o
o
g
r

Simple VE + Simple PE

Complicated VE + Complicated PE

2272 7Ho|§_|.£| 74%4
AgAe] QAo T £ R AMS A uht 279
He o 4 gtk o4 ATt aene R

3t ABS 2 AL AV|ue] EEG AHAM

A % g

tlo o

”

NS Ao}, o]= “Dance Dance Revolution

oleh AR o AU S 51 of AYS| el

Wg w2l SR SeE AREE ol lgUA
Sl AAlwke] A e 4 9l F B A

12! 6. Dance Dance Revolution, =HE AIXt= 7|
QIEZHM 2lofl XtAITEe| JHEES LiEfd £ QU=
g Jidsted E2ZICk[5]

=
=
=
£&

74



OE

223 X7 o

AEA SHoA ofsHA Add EFAM(LMR)O] F
B2t F FAtAbelo] 7] W (Initial mapping)d} H]
22A(Sealing) 3ol Basi oE Bl ARAY

w9 27 el TOP = s, ARAY suEE
Hand-held &8} 7]7] &dAke] 5gMa A olsh= 114 o]
Basich oA ERRA B0 WAl o3 ABH
£ 9, AH8A] <o) A4 Eo] A S ek

224 & 49| Szt M2l QlE{2M

Hand-held &gjo] =Hld 7]7]& o] &3 BA7|r <l
AL FA Yol Loz 7171910l shde] HAIsh] whiE
off &2k Algte] WA Hoh ARADE F& FEE 5t
E2) ARgA}e] Aol mutel 7]7]9] shHo| Hojoks)y| u
oo}, 28Ut LMRo|AE ARA7E & 79 27he mE
&of fAsh7] wizell F F3XF AlE olEshd e A
o oAk &, T AlRte] /A "ok ARAPE 2 5

22 sho] A4l AloolAl Bl ARRPHERA ARGARE A4

i)

AT VI E AL S B, oA shHol
uol] Hul ZMSAT A4 B34S A5 $3ste] Qg
G S B Foltk, oA 1Y Ta 2 RS TFsdt

stk o)A} o] A 7_4 27 E3} 7}u¢7}
B/t WRE BURLS 2 Gk AL 2L

[‘IFJQ%

&<t Hand—held E-H]'?:_] 7]7101] 1 == Eﬂ }’I\i'ﬂﬂ 32
B g7islel 32 WAL QEUAS ¥ 45

38 7, ABRK= AH BZ0IM MHIIES Sl Hand-held 2
HIY J7IE GRS SNS oiR HalsozE B2 ZrjZ
SAlCkn WAt OXe NSt JiaEm “urizze
=35| Hal4oR M| 88| W2l Jhsaic

2.2.5 HE| &5

AF7IA B ERoN AWE IMRE YEgaE
W 94 AAHoR 3 8 4 ot 19 sols &
o AgA7E QA Aol mAElo] Ik F AMEAE
Ao] AR F2+E 2 %Otﬁ shte] MBS B4t
A AWEa 217} 32 Aolofe 4 A

At e wAow J%‘J“&“ o] Agslolgleh. o AMgAH

re
i)

X N of it

JQ

rot

=P8k -Tq‘ “EEJE’! %

= = = AR

WESH o A A A T e W R
EET S sk T ARAR shte] TRl A
IE A & & Q= F7to| Agent7t Hasit),

Network,
Agent

a8 8, YEYI2 HZE HE| KK LMR, £ ALK} siLiel
THSE2H0IM QIE{HM 5t7| el SHoll Agent7t HLSICL,

3. 2Z A

2= LMRY| A4S AR A= ZAH o
3 opEiA LMRe o83 Ihdet I AdS Al

B

3.1 A|A” Y

Accelompter
Cam

Loosaly Coupled
t Mixed Reality
Pragram

Sound / Input Tracking ittt Accelometer
(DirectX SDK) System Module 72,;3”;‘9 Sensor Madule

121 9, AJARI LM Ultra Mobile PCOIN SZxisl= 2o
3A Exiz ZEnf AY 2EE LHHXIH 2M 7]dt ol
ME s 72t FIE=MATL ALSEICE

I3 79]& Hand-held ®H}Y 7|7]2 Ultra Mobile
PCE AMESHY, 7KEE AlA(Accelerometer)?t  ZhH|Et
(Cam)7} F2t=lo] it} 7}w|2h= Hand-held EBIY 7]7]

75



o] 92 EdfAE 9l ARgstaleH, 7= AlAe E4%t
QANEfHHAE flaf ARgsIGIT ARRE &t 7] JEs Sflst
o DirectX SDKE ARSI om, 7Hdel AY &4& 4
o1, QHAES Wy 7] $Jste] Open Scene
Graph(vl.2)E AR}t

Loosely Coupled Mixed 'Reality »
Concept Demo Rrogram

32 10, B2 Aol AR

3.2 QlE{2N

JAEHL A F R et AR BN A
8o gixlo)Eo] A ML AEBAT titS T o)
20f<d 718 A YOI R defeldol gk
A o5& sielE Ba) Solet AR AutEel
o, chorat Wlo] QIAAIRE A Zieksin] de] ARgElo]
A= ARToolKit olg3lo] wutel 7)7]e] 91318 249
o}, 2% 1A T TS TSl Ade e
5 27b vleto] 23 AQS el ek LMRe) AlEA
o Aza) 97 Aol dhzel] 7heks] TAS AMgal]
QEEX %ﬁol Algkele o] AZA, o)) fus
: o uirE AgeH ok ke 7179 9]
bAi= EEH%I 5t Aotk GPS, Visual SLAM, E+ TAALA

5 SO 25 a2 3 4 9l Aotk AY cﬂaauq
Qo) AEE A9 LR F & %S

o4 Xz 9A¢} T Al ppAHo AzbE
A ol galM 19 129k ol AR 7
AT} olFolis AAFZNN) AFgAe] &
Holo] AY % A e 9oFoE UehhA He
AR BOl THR olEeY, B A 4 9 A
17, ABAE Ead VIE AR ATEORA 38
ot P A7) Ame] gt 2o o) Azt

3% 1. 9o 22 £7| B BEoIct A AR
QI%ig M o Chg Eo| UXIE MASCL Aol
ofaf 4FE of £ XHS 0lRst0] FIATTIA KT
748 WPy gt %7 B akdo| ofgixln Ui
ARIEZIoINe| MER X0l FHAEZolNel FH2iE]
gxQlo Ligfct,

J8 12, ABXb= Hand-held 2HIY 7|7|5 SZiME 2T
BE 2 J|d QlEjMS Sl 32 ok oW 2FE=

B0l Qs 39| oIS 72|17t ZHELCL

76



33 13. 32 X1 o §, MEXl= BT 32| X2 0|5
SiTt. oluf ALSXto| M| S22 2Ix| 0|F0] 7HEE
2N FH2IE{S| §IX| OIS22 LIEFIC 2o Al I
2 2lollM ofzfel =MZ FH2IE{2| 0|SS LEHHD Ut

St of LS B3 BYRN it Ao B2
W AT 1AL Z12e) Aol A2% dAA
TRt geteb AEste] duy Qi SR B0E B

= A5
=93 =g weted, dAlE Mt F A9
el FOR [FABIL AREARY Q1A e 1 5
Sesh= ol el o] Wi dais Al
s LMR sfj2{ohels o838t a2 Ade /sl A
sk 1 23 LMRS: 71| ERtddil: the FeE

AgAA ABTE o S UL, LMRO] Bt Fulm
WHES WAT S Y Fe Hand—held 20} 7]7]
of chepsil e 4 gl TReAS 9 4 9ol

LMR 2oke] 5717} wolel Edje] gehe Bl 71
o R Va5 RFHIE LMRINE 2AVE B9l
o} shAe Ede] exE Qs WAtk R 712
ERA 710l 3] AE) @ W B 4 gk ol
EOE B AN ERRALS AR clAEe]
oJxjstet] oleta Azt

o
rok

it

[1] Milgram, P, Takemura, H,, Utsumi, A, and

) )

Kishino, F,, "Augmented Reality: A Class of
Displays on the Reality—Virtuality Continuum,"
SPIE Vol, 2351, Telemanipulator and Telepresence

Technologies, 1994

[2] Jeon, S, and Kim, G., "Mosaicing a Wide Field of
View for Desktop Augmented Reality," To appear
in Proc, of Intl, Symp, On Mixed and Augmented
Reality (Poster), 2007

[3] Hwang, J. and Kim, G., "Hand—held Virtual
Reality: A Feasibility Study," Proc. of ACM Virtual
Reality Software and Technology, 2006

[4] Smith, E. and Kossyln, S., Cognitive Psychology:
Mind and Brain, Prentice Hall, 2006

[5] Webpage: www,konami,com, 2007

77





