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Introduction

Augmented reality / mixed reality Is an emerging
technology that may revolutionize mobile gaming. The
idea of this project is to mix elements of the real world
and the user's movements and actions in the real world,
along with elements of a virtual world to produce an
Immersive gaming environment. We implemented an AR
game where virtual monsters walk out of a visual marker
In a real location. A virtual gun can be displayed, moved
and triggered by a user's hand. To do this well will require
a reasonably powerful device with cameras, sensors, and
displays, along with cloudlets to do the heavy
computational steps. We finally settled down with a
lightwelight setup using only Leap Motion sensor, Google
Cardboard.
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