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Resolution for practical mobile AR experiment
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Abstract: The underlying development and realization of the traditional mobile AR experiment are complex,
which is not conducive to the popularization of AR technology. At the same time, it is difficult to obtain the data of
mobile sensors in the development process. Aiming at the above problems, a more intuitive and convenient mobile
AR experiment solution is proposed, which utilizes Android Studio and Unity3D communication mechanism for
sensor data transmission, and integrates Android Studio, Unity3D and EasyAR SDK to realize the mobile AR
experiment. The solution is used to realize a mobile AR experiment having consistency of virtual and real
illumination, and the experimental results show that the scheme has achieved better effect of consistency virtual

and real illumination, higher real-time performance and better system fluency, and providing a more effective

experimental teaching method for mobile AR experimental teaching.
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