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[Abstract]

CovidHunter is an augmented reality defense game developed to raise awareness of the prevention of the Coronavirus with the
hope of successfully overcoming these difficult times. The development environment for CovidHunter comprises CoSpaces, an
educational platform for developing virtual reality programs, and Merge Cube, a teaching aid that supports the development of
augmented reality programs. The village, which is the stage of the game, is created as a diorama, and one side of the Merge Cube
is printed out and placed on the village floor to estimate the 3D posture of the village while playing the game. For the virtual
object augmented in the game to interact with the real world, a digital twin of the village was created using the three-dimensionally
scanned models of real objects, which are real-world components. The game begins when the camera looks at the village. In the
game, the player defends the village by fighting off randomly generated viruses and putting on masks on people. Because the stage
of the game is large, the player defends various parts of the village while moving their body. In this process, players can

realistically immerse themselves in the game, experiencing the interactions between real and augmented virtual objects.
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