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Design of AR Game using Game Engine and Tango

Jueng-Bean Bea®, Ho-lyeol Kim", Jong-Deok Kim", Do-Hyun Kim’, Soo Kyun Kim’, Syungog An"
%Dept. of Game Engineering, Paichai University

e o

wHjel S AP AAZAIIA LBl EIERMAL 2021 1K) 7029 TS RS olEE AL vigste] BE A
T 9k oleiet ZARAe WA o g ZARLL 94 thito
AHasted obA 015 FUnE FURE Jked 59 Aol JELE s

i
=2
>
I
i
<
>,
X,
o
ol
oX,
T

rir
o]N
ol
rﬁg
>
>
o
=2
o 8
o g
_O'L
N
2
=°.‘_~',
X
Lol

e e gl

71YE: 5734 (Augmented reality)
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