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ABSTRACT

The popularity of Pokemon games has raised the interest in outdoor augmented reality
games. This paper introduces a handgun type motion controller for an outdoor
augmented reality shooting game and augmented reality game contents linked to it. The
existing augmented reality game controller can only operate the game with the trigger
interaction, but the proposed device can also operate the game with motion interaction. A
motion—based game controller allows you to immerse yourself in Outdoor AR FPS game.
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[Fig. 1] Partial modules of outdoor AR game service
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