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Augmented Reality and Taiwanese Monster Culture by Digital Game-Based Learning Design
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Abstract: There are many monsters in Taiwanese local culture, but seldom people know about that and makes the culture
forgotten over time. We want to combine the Taiwanese monster culture and augmented reality and trough the way
visualization and dynamic to create a new symbol of the Taiwanese monster. As said above, we want to create a guiding
AR game to make people know about the culture around them and even proactive to learn all of these in interested.
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