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Abstract. The progress of handheld devices has encouraged many researchers 
to make efforts to use handheld devices as an augmented reality platform. How-
ever, one of the important problems is a lack of immersion and reality due to 
small display. To overcome this problem, we introduce dynamic environment 
which consists of some movable structures and their controller that enable 
changes of virtual world to affect the real world. It has an effect on expanding 
the user’s view limited by the small display of the handheld device. We have 
also developed the game content, ‘Ghost Hunter’, which is suitable for this plat-
form. 

Keywords: handheld augmented reality, dynamic environment, entertainment 
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1   Introduction 

The technologies related to handheld devices have been developed rapidly in recent 
years, such as mobile phones, PDAs, portable game consoles and so on. These pro-
gresses have encouraged many researchers to make efforts to use handheld devices as 
an augmented reality platform [1], [2], [3], [4], [5]. It is called handheld augmented 
reality. Most handheld devices have a display and a camera. Those are convenient for 
carrying, and don’t bother people like HMD so they are suitable for augmented real-
ity. However, one of the important problems with it is a lack of immersion and reality 
compared with other augmented reality system due to small display of handheld  
devices. 

To overcome this problem, we introduce dynamic environment which consists of 
some movable structures, and their controller that enable changes of virtual world to 
affect the real world. For example, the warning light could be turned on or the minia-
turized building with a motor could move for representing  the movements of the vir-
tual world. It would expand the user’s view limited by small display of devices into 
the real world beyond small display. We have also developed the game content, 
‘Ghost Hunter’, which is suitable for a handheld augmented reality game system with  
dynamic environment. 
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2   A Handheld Augmented Reality Game System with Dynamic 
Environment 

2.1   Dynamic Environment 

As stated above, dynamic environment is the operating structures which allow the 
virtual world to have an effect on the real world. A user can easily see the outside 
of the display because most handheld devices just have small displays. For a user 
who plays a normal computer game, seeing outside of the display will break the 
immersed mood because the outside contains nothing related to the game. How-
ever, if there are some events related to the game in the outside of the display, the 
real world can become a part of the game (Fig 1). 

 

Fig. 1. Introduction of dynamic environment 

Dynamic environment leads to a new experience beyond the limitation of small 
display of handheld devices. Such a new interaction immerse people in the game 
and increase the reality of the game. 

2.2   Interactions in Dynamic Environment 

In this research, we called the real world of traditional augmented systems as 
‘Static Environment’. Interaction between real world and virtual world in static 
environment just occurred by events in real world such as moving control mark-
ers. In this type of interaction, events in the real world affect some movement of 
virtual world, but the reverse process is impossible. That is a one-way interaction. 

Compared with it, dynamic environment supports the interaction in static envi-
ronment and above that, it is possible that events in virtual world can affect some 
movements of the real world. That is a two-way interaction. Dynamic environ-
ment enables a player to understand the state of virtual world more directly be-
cause it is able to represent virtual information by some movements in the real 
world such as turning on the warning light or operating the miniaturized building 
according to the movements of the virtual world. 
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3   Ghost Hunter 

3.1   Scenario 

One of the main characteristics of augmented reality is that while something is invisi-
ble through the naked eye, it is visible through a display device for augmented reality. 
So a handheld device plays a role such as ‘Magic Lens’, and that point became a mo-
tive of ‘Ghost Hunter’, the handheld augmented reality game that a player eliminates 
invisible ghosts which can be seen through AR Gun (Fig. 2. (left)). 

We designed a miniaturized town like the Fig. 2 (right). Ghosts come out through 
tombs of the town. A game player can know that ghosts might exist in the town as 
seeing the opened tomb, but can’t see ghosts through the naked eye. The player can 
take aim at and eliminate the detected ghost by AR Gun. If there exists a ghost which 
have intention of attack the player, the warning light which is closest to the ghost 
would be turned on, so the player becomes aware of the existence of the dangerous 
ghost. In Ghost Hunter, the tombs with the moving lid and the warning lights are dy-
namic environments which reflect changes in virtual world. Fig. 3 shows a user enjoy-
ing the ghost hunter game and the screen of AR Gun. 

 

Fig. 2. (left) AR Gun and (right) Miniaturized Town 

 

Fig. 3. Ghost Hunter 
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3.2   System Configuration 

The fig. 4 represents the system configuration of Ghost Hunter. There are several mi-
niaturized buildings, 3 tombs, and 8 warning lights on the game board (160cm x 
120cm) with markers. The player enjoying Ghost Hunter wears the wearable com-
puter connected to the AR Gun. The dynamic environment controller attached to the 
game board communicates with the wearable computer by blue-tooth wireless net-
working and controls dynamic environments such as the tombs and the warning 
lights. 

 

Fig. 4. System Configuration, (a)AR Gun, (b)Wearable Computer, (c)Game Board, (d)D.E. 
Controller, (e)Miniaturized Buildings, (f) Warning Lights, (g) Tomb 

3.2.1   AR Gun 
This research originally aimed at the development of an augmented reality game sys-
tem suitable for handheld devices. It is difficult, however, to use pure handheld de-
vices such as mobile phones and PDAs due to the performance limit. Therefore, we 
use the platform which consists of the AR Gun and the wearable computer like the 
fig. 5 instead of the mobile phone with a camera. Our platform has something in 
common with the latest mobile camera phone: a small display device, a camera, some 
buttons, the blue-tooth communication system, and the portability. 

 

Fig. 5. (left)AR Gun and (right)Wearable Computer 
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3.2.2   Game Board and Map Editing Process 
The game board is a background of the game like worlds of other computer games. 
The miniaturized buildings and tombs lay on the game board, and Ghosts move 
avoiding them. The markers are arranged at intervals of 20cm on the game board to 
calculate the pose with 6 degrees of freedom (3 for translation and 3 for rotation) of 
AR Gun. 

The player can customize the positions of the buildings and the tombs through the 
map editing process that helps to avoid the monotonousness coming from the fixed ar-
rangement of the miniaturized buildings and tombs. The pads with the same shapes of 
the bottom shapes of the buildings are used in the map editing process. The pads have 
their own marker to calculate the pose with 3 degrees of freedom (2 for translation 
and 1 for rotation) on the game board. After the map editing process, 3D CAD models 
of the buildings and the tombs are aligned with the real ones, and   ghosts can hide 
themselves behind and avoid collisions with the buildings (Fig. 6). 

 

Fig. 6. Map Editing Process 

3.2.3   Dynamic Environment Component and Controller 
Dynamic environment components and their controller receive the events which are 
occurred by the changes in the virtual world, and represent it in the real world. Dy-
namic environment components may consist of various output devices such as mo-
tors, lamps, speakers, robots, and so forth. In Ghost Hunter, two types of dynamic en-
vironment component are used: RC-servo motors and LEDs. RC-servo motors are 
used in the tombs, and LEDs are used in the warning lights. The controller which con-
trols dynamic environment components consists of a micro-controller and a blue-
tooth module (Fig. 7). 

 

Fig. 7. (left)Tomb, (center)Warning lights, (right)Controller 
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4   Conclusion 

A handheld augmented reality system has less immersion and reality compared to 
other augmented reality systems due to its small display. To overcome this problem, 
we introduced dynamic environment, which has effects on real world from the 
changes in the virtual world. We expect a player to interact with the changing real 
world over the boundary of the small display of handheld device and feel more feel 
more immersion and reality. 

Through the research, we have developed ‘Ghost Hunter’, the game content suit-
able for a handheld augmented reality game system with dynamic environment such 
as the tombs with the moving lid and the warning lights. In Ghost Hunter, the posi-
tions of the miniaturized buildings are customized through map editing process to re-
duce monotonousness, and game characters are able to interact with the miniaturized 
buildings aligned with 3D CAD models. 

As a result of a user study, we found out that the introduction of dynamic environ-
ment in a handheld augmented reality helped players feel more reality and enjoyment. 

In the future, the system will be used actively in theme parks or amusement halls. 
The players will hold their own mobile phones or special handheld devices and enjoy 
our system. We think that it has strong potential to contribute for amusement of mod-
ern people who want more realistic and tangible games. 

Acknowledgments. This research was supported by the Ubiquitous Autonomic 
Computing and Network Project of the 21st Century Frontier R&D Program, which is 
sponsored by the Ministry of Information and Communication, and the Advanced 
Information Technology Research Center, which is sponsored by the Ministry of the 
Ministry of Science and Technology(MOST) Korea Science and Engineering 
Foundation(KOSEF). 

References 

1. Azuma, R., Baillot, Y., Behringer, R., Feiner, S., Julier, S., MacIntyre, B.: Recent Advanced 
in Augmented Reality. Computer Graphics and Applications 21, 34–47 (2001) 

2. Wagner, D., Pintaric, T., Ledermann, F., Schmalstieg, D.: Towards Massively Multi-User 
Augmented Reality on Handheld Devices. In: Proceedings of the Third International Con-
ference on Pervasive Computing, Munich, pp. 209–219 (2005) 

3. Henrysson, A., Billinghurst, M., Ollila, M.: Face to Face Collaborative AR on Mobile 
Phones. In: ISMAR2005. Proceedings of the International Symposium on Mixed and Aug-
mented Reality, Vienna, pp. 80–90 (2005) 

4. Wagner, D., Schmalstieg, D.: First Steps Towards Handheld Augmented Reality. In: Fensel, 
D., Sycara, K.P., Mylopoulos, J. (eds.) ISWC 2003. LNCS, vol. 2870, pp. 127–135. 
Springer, Heidelberg (2003) 

5. Moehring, M., Lessig, C., Bimber, O.: Video See-Through AR on Consumer Cell Phones. 
In: ISMAR2004. International Symposium on Augmented and Mixed Reality, pp. 252–253 
(2004) 

6. Kang, W.: Handheld Augmented Reality Game System Using Dynamic Environment. Mas-
ter thesis, KAIST (2007) 

 


	Ghost Hunter:A Handheld Augmented Reality Game System with Dynamic Environment
	Introduction
	A Handheld Augmented Reality Game System with Dynamic Environment
	Dynamic Environment
	Interactions in Dynamic Environment

	Ghost Hunter
	Scenario
	System Configuration

	Conclusion
	References



<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Gray Gamma 2.2)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (ISO Coated)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Error
  /CompatibilityLevel 1.3
  /CompressObjects /Off
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.1000
  /ColorConversionStrategy /sRGB
  /DoThumbnails true
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 524288
  /LockDistillerParams true
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness true
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts false
  /TransferFunctionInfo /Remove
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 150
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 600
  /ColorImageDepth 8
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.01667
  /EncodeColorImages true
  /ColorImageFilter /FlateEncode
  /AutoFilterColorImages false
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /ColorImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 150
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 600
  /GrayImageDepth 8
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.01667
  /EncodeGrayImages true
  /GrayImageFilter /FlateEncode
  /AutoFilterGrayImages false
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /GrayImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 2.00000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (None)
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName (http://www.color.org)
  /PDFXTrapped /False

  /SyntheticBoldness 1.000000
  /Description <<
    /DEU ()
  >>
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [595.000 842.000]
>> setpagedevice




