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(54) Augmented reality system incorporating transforming avatars

(57) An improved playground system is disclosed. A
physical activity device (302, 304, 306) incorporates a
wireless transceiver (506) and a motion sensor (504).
Based on the level of activity monitored by the motion
sensor (504), the wireless transceiver (506) transmits a
message to smart devices, such as smart phones or

wearable computers that causes an augmented reality
avatar (402, 404, 406) for the physical activity device
(302, 304, 306) to transform (502a, 502b, 502c). When
additional activity is noted, additional messages causing
additional avatar transformations can be sent.
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Description

[0001] A portion of the disclosure of this patent docu-
ment contains material that is subject to copyright pro-
tection. The copyright owner has no objection to the re-
production of the patent document or the patent disclo-
sure as it appears in the files or records of the Patent and
Trademark Office, but otherwise reserves all copyright
rights whatsoever. The following notice applies to the
software and data as described below and in the draw-
ings that form a part of this document: Copyright Play-
ground Energy Ltd. All Rights Reserved.

FIELD OF THE DISCLOSURE

[0002] The present disclosure generally relates to aug-
mented reality systems. More particularly, the present
disclosure relates to the use of avatars corresponding to
various objects within an augmented reality system, in-
cluding non-living objects, and more particularly still, re-
lates to the transformation of avatars assigned to objects,
including non-living objects, within an augmented reality
system based on certain criteria. Most particularly, the
present disclosure relates to the transformation of ava-
tars assigned to various pieces of playground equipment
based on children’s interaction with the playground
equipment.

BACKGROUND

[0003] Playgrounds are well known in the art. Gener-
ally, playgrounds are recognized as areas where chil-
dren, and sometimes adults, can gather to meet others
and play various games. Most playgrounds include a
playset with a number of pieces of playground equip-
ment.
[0004] Some common types of playground equipment
include:

1) Swings;
2) Slides;
3) Rotating Carousels;
4) See Saws;
5) Rockers;
6) Climbing Walls;
7) Climbing Nets;
8) Climbing Platforms;
9) Poles;
10) Sand boxes;
11) Benches; and
12) Indoor or outdoor fitness equipment, such as,
but without limitation to any one or more of the group
comprising: an exercise bike; a treadmill; a cross-
trainer; a pull-up bar; a pull-down bar; a leg press; a
bench press; a rowing machine; and an elliptical
trainer.

[0005] While minor changes have been made to the

design and implementation of the major types of play-
ground equipment, there has been little change in the
operation of playground equipment in many years. There
in an ever-increasing need for outdoor, and other phys-
ical, activities to compete with more sedentary leisure
pursuits as children, in particular, are becoming more
and more attracted to, and engaged with, computer
games and online entertainment. As such, many chil-
dren’s interest in playgrounds is decreasing in recent
years with a corresponding decrease in physical activity.
A need therefore exists to re-engage children with phys-
ical activity in general, and with playground-based play
in particular, and to make playgrounds more attractive
and to bring them up-to-date with modern technology.
[0006] In one aspect, this invention aims to address
shortcomings in existing playgrounds, and in particular,
to address the fact that there has been little effort to com-
bine classic playground equipment with modern technol-
ogy, such as the Internet. Accordingly, a need exists for
more technologically advanced playground equipment
that incorporates modern technology.
[0007] Augmented reality technology has existed since
the 1990s. Generally, an augmented reality system com-
prises a smart device, such as a smartphone or tablet
computer, which incorporates a camera, display, GPS
receiver, and Internet connection. An application running
on the smart device operates the device’s camera to cap-
ture an image in real time, which is displayed on the dis-
play. The application also operates the GPS receiver to
determine the device’s location, and in some implemen-
tations, also determines the orientation or direction of
facing of the device, which may require using a gyroscope
in the device. The application uses this information to
access augmented reality information through the Inter-
net connection, which is displayed over the camera im-
age on the display, i.e. as a visual overlay and/or sound
effect.
[0008] Typical uses of augmented reality include the
display of advertisements on the display, such as special
deals that augmented reality users can see while shop-
ping, as well as other types of information, such as the
history of a statue in a city. The use of avatars in aug-
mented reality applications to represent players of a
game, for example, has been used in the prior art. How-
ever, the use of avatars in specific and augmented reality
in general, has been used primarily to display static in-
formation.
[0009] Accordingly, there exists a need to utilize more
dynamic augmented reality systems.

OBJECTS OF THE DISCLOSED SYSTEM, METHOD, 
AND APPARATUS

[0010] Accordingly, it is an object of this disclosure to
provide improved playground equipment.
[0011] Another object of this disclosure is to provide
improved playground equipment incorporating an aug-
mented reality avatar;
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[0012] Another object of this disclosure is to provide
improved playground equipment incorporating trans-
forming augmented reality avatars;
[0013] Another object of this disclosure is to provide
an augmented reality system incorporating transforming
augmented reality avatars.
[0014] Other advantages of this disclosure will be clear
to a person of ordinary skill in the art. It should be under-
stood, however, that a system or method could practice
the disclosure while not achieving all of the enumerated
advantages, and that the protected disclosure is defined
by the claims.

SUMMARY OF THE DISCLOSURE

[0015] According to the invention, there is provided a
physical activity device, such as a playground toy or ex-
ercise machine or smart device as set forth in the ap-
pendent claims.
[0016] An improved playground playset is disclosed.
The disclosed playset comprises one or more physical
activity devices, e.g. playground toys, each including, or
sharing a common, one or more motion sensors, proc-
essors, wireless transceivers, and power sources. The
processor is adapted to monitor the or each respective
motion sensor and transmit a message using the respec-
tive wireless transceiver with the amount of detected mo-
tion to a nearby smart device or devices. The nearby
smart device(s), each of which can be running an aug-
mented reality application, receive the motion indication
message or messages, and based on this or these mes-
sages, modify the state of an avatar that is associated
with a physical activity device, e.g. playground toy. The
state of the avatar can include a particular image or col-
lection of images, as well as a particular sound or collec-
tion of sounds.

BRIEF DESCRIPTION OF THE DRAWINGS

[0017] Although the characteristic features of this dis-
closure will be particularly pointed out in the claims, the
invention itself, and the manner in which it may be made
and used, may be better understood by referring to the
following description taken in connection with the accom-
panying drawings forming a part hereof, wherein like ref-
erence numerals refer to like parts throughout the several
views and in which:

Figure 1 is an overhead view of an augmented reality
system incorporating one or more transforming aug-
mented reality images and constructed in accord-
ance with this disclosure;
Figure 2 is a system diagram of an interaction circuit
for use with an augmented reality system construct-
ed in accordance with this disclosure;
Figure 3 is a perspective view of a playground playset
constructed in accordance with this disclosure;
Figure 4 is a perspective of the playground playset

of Figure 3 viewed through an augmented reality
viewer constructed in accordance with this disclo-
sure;
Figure 5 is a simplified schematic diagram of an in-
teraction circuit for use with a playground toy and
constructed in accordance with this disclosure;
Figure 6 is a flowchart of a process for use by an
interaction circuit to communicate with nearby smart
devices;
Figures 7a-c are views of a display from a viewing
device for use with the improved playground system
of this disclosure;
Figure 8 is a flowchart of a process for use by a smart
device to communicate with nearby interaction cir-
cuits;
Figure 9 is a simplified schematic diagram of a smart
device for use with a system constructed in accord-
ance with this disclosure;
Figure 10 is an alternative system diagram of an in-
teraction circuit for use with an augmented reality
system constructed in accordance with this disclo-
sure.

DETAILED DESCRIPTION

[0018] Turning to the Figures and to Figure 1 in partic-
ular, an overhead view of an augmented reality system
constructed in accordance with the disclosed invention.
In particular, the depicted system is an overhead view of
an urban area incorporating an aspect of the disclosed
augmented reality system. The overhead view consists
of a building 102 and an interaction device 106.
[0019] Turning to Figure 2, a user 202 can view a target
212 using a viewing application (not shown) operating
on the user’s 202 smart device 204. As depicted, the
smart device 204 is shown as a smart phone. However,
other types of smart devices can be used, such as, for
example, wearable technology including smart watches
and smart glasses. The smart device 204 accesses aug-
mented reality information through a network 222 such
as the Internet from an augmented reality service 232.
The augmented reality service 232 can be implemented
as a server, or as a cloud based service.
[0020] Returning to Figure 1, the depicted system im-
plements an augmented reality treasure hunt. In one im-
plementation, the user 202 would only need to approach
within an activation distance of particular point, such as
106. On coming within the activation distance, an avatar,
such as a character in a story can be displayed. The
displayed avatar can then pose a riddle, puzzle or task
for the user 202 to solve. After the user 202 completes
the avatar’s request, the avatar can be changed to indi-
cate that the user has completed that part of the treasure
hunt.
[0021] In a second implementation, the user 202 would
need to interact with interaction device 106. The interac-
tion may require approaching within an activation dis-
tance, such as within range of a wireless device disposed
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within the interaction device 106. On coming within the
activation distance, an avatar, such as a character in a
story can be displayed. As before, the displayed avatar
can then pose a riddle, puzzle or task for the user 202 to
solve. However, in this implementation, the solution to
the riddle, puzzle, or task would require that the user 202
interact with the interaction device 106. For example, the
user 202 may need to press a button on the interaction
device 106. After the user 202 completes the avatar’s
request, the avatar can be changed.
[0022] Turning to Figure 3, a perspective view of a play-
ground playset constructed in accordance with this dis-
closure is depicted. The playset comprises a number of
playground toys, including a swing set 302, a slide 304,
and a rocker 306. Each of the playground toys also in-
cludes an interaction circuit; i.e., the swing set 302 in-
cludes interaction circuit 352; the slide 304 includes in-
teraction circuit 354; and the rocker 306 includes inter-
action circuit 356. The interaction circuit resident in each
operates to communicate with an application resident on
a user’s smart device (not shown). The interaction circuit
associated with each playground toy causes the appli-
cation on the user’s smart device to display an avatar.
For example, the avatar displayed on the user’s smart
device associated with the swing set 302 may be a simple
line face 402, while the avatar associated with the slide
may be a robot face 404, and the avatar associated with
the rocker may be an alien face 406, as can be seen in
Figure 4 of the drawings.
[0023] As further explained herein, the avatar associ-
ated with each playground toy changes based on the
interaction of users with the playground toy. For example,
an avatar that is not being played with may appear sad,
and may generate sad noises, such as whimpering, etc.
If a child begins to play with the toy, such as, for example,
by swinging on the swings, the avatar changes from a
sad face to a contented face, and then a happy face.
Similarly, the sounds made by the avatar will also change
from sad to contented to happy (e.g., laughter, etc.).
[0024] Turning to Figure 5, a simple schematic diagram
of an interaction circuit is set forth. Each interaction circuit
comprises a processor 502, which is coupled to a motion
sensor 504 and a wireless transceiver 506. The motion
sensor can comprise a physical transducer adapted to
directly sense the motion state of an object, or the relative
movement of two objects, e.g. a gyroscope, encoder, ac-
celerometer etc. In other embodiments, the motion sen-
sor is indirect, for example, comprising a video camera
adapted to capture a scene and a machine vision system
adapted to analyse the captured video footage and to
determine a motion state of an object in the scene by,
for example, comparing colour levels, contrast, bright-
ness etc. in different regions of successive frames of foot-
age. In yet further embodiments of the invention, the mo-
tion sensor comprises, for example, a Passive Infra-Red
(PIR) device aimed at an object under consideration,
such as a playground toy, whereby a moving heat sig-
nature from a person on the playground toy can be de-

termined and inferred as motion.
[0025] A power source 508, such as a battery or gen-
erator, supplies power to all of the other components.
The wireless transceiver can be of various different types,
including, for example, Bluetooth and 802.11 (Wi-Fi). The
interaction circuit interacts with applications executing on
smart devices that are within range of the wireless trans-
ceiver 506.
[0026] Figure 6 illustrates a process by which an inter-
action circuit can interact with nearby smart devices. In
step 602 the interaction circuit receives a query from a
nearby smart device. In step 604, a determination is
made as to whether the interaction circuit was in sleep
mode. If the device was in sleep mode, it wakes up in
step 606. Execution then transitions to step 608, which
is where execution transitions to if the interaction circuit
was not in sleep mode.
[0027] In step 608, a readout from the motion sensor
is sent to the nearby smart device. Execution then tran-
sitions to step 610 where a check is made as to whether
the motion indication exceeds a predetermined level. If
not, execution transitions to step 612, where sleep mode
is entered, and the process exits in step 614. Similarly,
if the motion indication exceeds a predetermined level,
the process exits in step 614.
[0028] Figures 7a - 7c are views of an augmented re-
ality application displaying a swing set 302 and its avatar
502 in various states. In Figure 6a, the avatar 502 is in
a sad state 502a as no one is playing with the swing set
302. In Figure 6b, the avatar 502 is in a contended state
502b as a child has started playing with the swing set
302 as detected by a motion detector in the interaction
circuit disposed in the swing set 302. Finally, in Figure
6c, the avatar 502 is in a happy state 502c as a pair of
children are vigorously playing with the swing set 302 as
detected by the motion detector disposed in the swing
set 302.
[0029] The disclosed application is meant to run on a
variety of smart devices, including smart phones, tablets,
and wearable devices, such as smart glasses and smart
watches. Certain devices, such as smart phones, are
likely to have multiple embedded cameras; i.e., one on
the back and one on the front. When implemented on a
smart phone, a preferred embodiment of the disclosed
application would utilize the front facing camera. This
would allow a user, such as a mother, to show her child
an image of the child playing with and interacting with
the avatar assigned to each playground toy.
[0030] Figure 8 depicts a process by which smart de-
vices can communicate with nearby interaction circuits.
In step 802, a smart device can initiate communication
with nearby interaction circuits. In step 804, the smart
device receives any motion indication readings from the
nearby interaction circuits, and in step 806, the smart
device adjusts the state of any avatars that the device is
tracking. For example, in step 806, the smart device can
adjust the appearance of an avatar and the sound effects
produced by an avatar.
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[0031] It should be noted that there are other ways that
a similar function can be accomplished other than the
specific processes and methods outlined herein. In par-
ticular, the motion of a playground toy can be sensed
using the facilities of the smart device; i.e.; the camera
and processor. An algorithm operating on the smart de-
vice can sense the precise level of motion of the play-
ground toy, and adjust the state of avatars associated
with the playground toy.
[0032] Figure 9 depicts a simplified view of the opera-
tive circuit of a smart device for use with disclosed aug-
mented reality system. Various smart devices can be
used, such as, for example, smart phones, tablets, and
smart glasses. However, all will generally comprise a
processor 902, a display 904, a wireless transceiver 906,
a memory 908, a battery 910, and a camera 912. In cer-
tain embodiments, the smart device can also include a
speaker 914. The smart device is adapted to run an aug-
mented reality application as described herein.
[0033] It should be noted that an embodiment has been
described that makes use of mobile devices. Other em-
bodiments can also be made and still practice the dis-
closed system. For example, turning to Figure 10, at least
one fixed camera 1004 could be disposed so as to view
a playground toy 1002. The fixed camera 1002 records
live video of the playground toy 1002 and anyone who
interacted with it. The live video is transmitted via the
Internet 1006 to a remote server 1008, which applies an
augmented reality algorithm as discussed herein. In par-
ticular, an avatar with varying states would be superim-
posed on the live video and associated with the play-
ground toy 1002. Such a system could be used, for ex-
ample, to display to lines of waiting patrons at theme
parks. Similarly, the system could be used to display
scenes of children playing at mall playgrounds on public
screens disposed within the mall (such as at a mall food
court).
[0034] The foregoing description of the disclosure has
been presented for purposes of illustration and descrip-
tion, and is not intended to be exhaustive or to limit the
disclosure to the precise form disclosed. In particular, the
foregoing description relates to the invention used in con-
junction with playground toys, although it will be appre-
ciated that the invention is equally applicable to virtually
any type of physical activity device, such as exercise ma-
chines. The description was selected to best explain the
principles of the present teachings and practical applica-
tion of these principles to enable others skilled in the art
to best utilize the disclosure in various embodiments and
various modifications as are suited to the particular use
contemplated. It is intended that the scope of the disclo-
sure not be limited by the specification, but be defined
by the claims set forth below. In addition, although narrow
claims may be presented below, it should be recognized
that the scope of this invention is much broader than pre-
sented by the claim(s). It is intended that broader claims
will be submitted in one or more applications that claim
the benefit of priority from this application. Insofar as the

description above and the accompanying drawings dis-
close additional subject matter that is not within the scope
of the claim or claims below, the additional inventions are
not dedicated to the public and the right to file one or
more applications to claim such additional inventions is
reserved.
[0035] The following statements are not the claims, but
relate to various aspects and/or embodiments of the in-
vention:

Statement 1. A playground toy comprising: a motion
sensor; a processor coupled to the motion sensor;
a wireless transceiver coupled to the processor;
wherein the processor is adapted to monitor the mo-
tion sensor for a predetermined level of activity and
transmit a message using the wireless transceiver
when the predetermined level of activity is detected.
Statement 2. The playground toy of statement 1
wherein the processor is further adapted to transmit
a second message using the wireless transceiver
when a second predetermined level of activity is de-
tected.
Statement 3. A smart device comprising: a proces-
sor; a memory coupled to the processor; a display
coupled to the processor; a wireless transceiver cou-
pled to the processor; a camera coupled to the proc-
essor; wherein the processor is adapted to run an
augmented reality application stored in the memory,
the augmented reality application being adapted to
operate the camera to capture a scene including a
playground toy in real time and to display the scene
on the display, the augmented reality application be-
ing further adapted to display an avatar having mul-
tiple states associated with the playground toy and
to receive a motion indication via the wireless trans-
ceiver from an interaction circuit associated with the
playground toy, the augmented reality application
being further adapted to change the state of the av-
atar from a first state to a second state based on the
received motion indication.
Statement 4. The smart device of statement 3 where-
in the smart device comprises a smart phone.
Statement 5. The smart device of statement 3 where-
in the smart device comprises smart glasses.
Statement 6. The smart device of statement 3 where-
in the smart device further comprises a speaker, and
wherein the augmented reality application is adapted
to generate a sound corresponding to the state of
the avatar through the speaker.
Statement 7. The smart device of statement 3 where-
in the avatar is displayed on the display with a first
image in the first state and a second image in the
second state.
Statement 8. The smart device of statement 6 where-
in a first sound is played through the speaker corre-
sponding to the avatar in the first state and a second
sound is played through the speaker corresponding
to the avatar in the second state.
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Claims

1. A physical activity device (302, 304, 306) comprising:

i) a motion sensor (504);
ii) a processor (502) coupled to the motion sen-
sor (504);
iii) a wireless transceiver (506) coupled to the
processor (502);
iv) wherein the processor (502) is adapted to
monitor the motion sensor (504) for a predeter-
mined level of activity and transmit a message
(608) using the wireless transceiver (506) when
the predetermined level of activity is detected.

2. The physical activity device (302, 304, 306) of claim
1 wherein the processor (502) is further adapted to
transmit a second message (610) using the wireless
transceiver (506) when a second predetermined lev-
el of activity is detected.

3. The physical activity device (302, 304, 306) of claim
1 or claim 2, wherein the motion sensor (504) com-
prises any one or more of the group comprising: a
transducer adapted to directly sense the motion state
of an object; a transducer adapted to sense the rel-
ative movement of two or more parts of the physical
activity device; gyroscope; an encoder; an acceler-
ometer; a video camera adapted to capture a scene
and a machine vision system adapted to analyse the
captured video footage and to determine a motion
state of an object in the scene by changes in suc-
cessive frames of captured video footage; and a Pas-
sive Infra-Red (PIR) device aimed at the physical
activity device.

4. A smart device comprising:

i) a processor (902);
ii) a memory (908) coupled to the processor
(902);
iii) a display (904) coupled to the processor
(902);
iv) a wireless transceiver (906) coupled to the
processor (902);
v) a camera (912) coupled to the processor
(902);
vi) wherein the processor (902) is adapted to run
an augmented reality application stored in the
memory (908), the augmented reality applica-
tion being adapted to operate the camera (912)
to capture a scene including a physical activity
device toy (302, 304, 306) in real time and to
display the scene on the display (904), the aug-
mented reality application being further adapted
to display an avatar (402, 404, 406) having mul-
tiple states (502a, 502b, 502c) associated with
the physical activity device (302, 304, 306) and

to receive a motion indication via the wireless
transceiver (906) from an interaction circuit
(354) associated with the physical activity de-
vice (302, 304, 306), the augmented reality ap-
plication being further adapted to change the
state of the avatar from a first state (502a) to a
second state (202b, 502c) based on the re-
ceived motion indication.

5. The smart device of claim 4 wherein the smart device
comprises a smart phone.

6. The smart device of claim 4 wherein the smart device
comprises smart glasses.

7. The smart device of any of claims 4 to 6, wherein
the smart device further comprises a speaker (914),
and wherein the augmented reality application is
adapted to generate a sound corresponding to the
state of the avatar (502a, 502b, 502c) through the
speaker (914).

8. The smart device of any of claims 3 to 7, wherein
the avatar (402, 404, 406) is displayed on the display
(904) with a first image in the first state (502a) and
a second image in the second state (502b, 502c).

9. The smart device of claim 7 or claim 8, wherein a
first sound is played through the speaker (914) cor-
responding to the avatar in the first state (502a) and
a second sound is played through the speaker (914)
corresponding to the avatar in the second state
(502b, 502c).

10. A system comprising the physical activity device
(302, 304, 306) of any of claims 1 to 3 and the smart
device of any of claims 4 to 9, wherein the wireless
transceiver (506) of the physical activity device (302,
304, 306) is adapted to transmit the message or the
second message to the wireless transceiver (906)
of the smart device, and wherein the wireless trans-
ceiver (906) of the smart device is adapted to receive
the message or the second message from the wire-
less transceiver (506) of the physical activity device
(302, 304, 306) to display the avatar (402, 404, 406)
with the appropriate state (502a, 502b, 502c) in re-
sponse to the reception of the message or second
message.

11. The system of any preceding claim, wherein the wire-
less transceiver (506, 906) comprises any one or
more of the group comprising: a Wi-Fi transceiver;
an 802.11 transceiver; and a Bluetooth transceiver.

12. The system of any of claims 10 or 11, comprising at
least one fixed camera (1004) disposed so as to view
a physical activity device (302, 304, 306, 1002), the
fixed camera (1004) being adapted to record live vid-
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eo of the physical activity device (302, 304, 306,
1002), wherein the system is adapted to transmit the
live video, via the Internet (1006), to a remote server
(1008), the remote server (1008) being adapted to
apply an augmented reality algorithm comprising an
avatar (402, 404, 406) with varying states (502a,
502b, 502c) superimposed on the live video and as-
sociated with the physical activity device (302, 304,
306, 1002).

13. The system of claim 12, further comprising a screen
(1010) operatively connected to the remote server
(1008) and being adapted, in use, to display the live
video footage or the live video footage with the aug-
mented reality overlay.

14. The physical activity device, smart device or system
of any preceding claim, wherein the physical activity
device comprises any one of the group consisting
of: a swing; a slide; a rotating carousel; a see saw;
a rocker; a climbing wall; a climbing net; a climbing
platform; a pole; a sand box; a bench; indoor fitness
equipment; outdoor fitness equipment; an exercise
bike; a treadmill; a cross-trainer; a pull-up bar; a pull-
down bar; a leg press; a bench press; a rowing ma-
chine; and an elliptical trainer.
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