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ABSTRACT
Currently, there are many augmented reality content, but little has been

commercialized that two or more terminals communicate in real time and use at the
same time. In this paper, we are going to study the possibility of network augmented
reality contents using Bluetooth communication. Through this research, network
augmented reality development and contents will be expanded further.
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[Fig. 1]Patent application for augmented reality
g ol

A
IT
uk

=

7N

=4

o

3T

, oE
[e]
B

E
B!
SelA A A

[¢)

3L

=

o|tH2]. AR/VR #

#

| AEo] kit Aol
=
e as

o]

R

o TH1].
7]

h=}

fL

=07 o

AAAA L] el T
71991 &, vlela =

G A KZero

B 604 ol dolw Pz
=
4

Qe
=

H

=]
N
=

o]

dlo]

=5

=
=

R

E3

T

<ol SAtH3l

7oA Az A

=13
=4

N

™

el
-

ol
KR

o]

=

=

%41 Bluetooth Low Energy(EF+%2 4.0)

&

A9l Pokémon GO ©]3 =

o ThAl 3

}32 Marker”]%t7]

3|

!
4

16 | Journal of Korea Game Society 2018 Oct; 18(5): 15-22



— Real-time Network Augmented Reality development utilizing the Bluetooth Networking —

=733 (Augmented Reality) & @2 A A<t 7}
AAAE TS A4S AEAEANA AT T
ZlEEA U8 22 298S ATdAFa[789]
%3 ARE Hod| FU|=E g,

Mixed Reality

N

A
7

Real Environment Augmented Reality Augmented Virtuality Virtual Environment

[Fig. 2] Virtuality Continuum

[Fig. 2]& Paul Milgramiﬂ A3} 7Pfe] oA
yebdl ZloleH10]. S73Ad 7HAIAle] A
o] @At 7}“4174194 AL MA}O ZRE o
L 7P #AE5Q AAAANE AlFete] 950

AR A S A 5

ox
o

~

32

(R
N
>
u

1R
=
N
oz
=
)
T
e
o
ol
K
_a
U
R
)
a4
X
X
49
N
‘S
o2
=

ol
ol
S
E=)
S
=2

S
>
op

p
L
)

2
4
_12£
lo

t

e

Marker®212 ~1 %k H“Oi 0113]%]% Q14 A7)
= o] opd 9] ke ol &sAY dA A A
A T QHAES ZATE=

o] gl

Markerless

2.1.1 Marker

[Fig. 3] Original image and grayscale pattern
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[Fig. 5] Plane Detection[14]
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[Fig. 10] Play Scene
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