HERELREERC T
Korea Computer Graphics Society Vol. 25, No. 3, P. 115~122

concept.psj@gmail.com, moon@sogang.ac.kr

A study of user performed Virtual Space Storybook

Su Jin Park® Moon Ryul Jung*

Sogang university graduate school of media

2 o
2 AFolAs AR FE frEshe MEEt 28 S 718et Fdste] A A stk FEE &
EH2 Ayeles AYsH7] AshA AR AFHo AlvEede] nde s o AluElert el
H= Aotk Mt 2EY Ho Auge s APshs A thet 2ok A WA, zeAder AMEET
< 7k F AR, AuE e stEo] AR AA EAE 7HAS 7Y Fel AA EAE A eth
Al A, AA EAeE e DRl ST npA o R AMgAE S on Aot AA EAE ARF
A Aoz 7FFgzrolA o] FolAE Aveles AP 7AT 2= 399 54 ofdolEolA FA
2HUE Attt Aol Fold ojdole MFT 2EfRS e & oditte Ege Elow A
SAE & 33 Aolde AAe oslse g0l FEHJY. LI ojdels AN THFE EETHA
Fa AA A 7HE oMAE FESE EEe FAT 5+ Y0tk 2HAHow AFFN 2Ee S F
7HEel Fs ol AAl EAE ANV, BAe 7 THEE 2R R Thede Y & Atk

Abstract

We In this study, We tested for artificial intelligence-based virtual space story books were planned. The propo
sed virtual space concept, a story book with the characteristics of Augmented Virtuality, was implemented Sev
eral steps are needed to proceed with the virtual space storybook's story. First, a user brings a real object in
to virtual space and recognizes the real object with an artificial intelligence-based object-recognition software.

Second, when object recognition progresses, the virtual 3D model is augmented in the virtual space, which is
then inserted into the virtual space and rendered. Finally, software projected a virtual space storybook on the
desk in which users can touch and select real-objects. This virtual space storybook was implemented using th
e new story-making technology by applying the virtual space concept. the Augmented Virtuality concept is to

augment real objects based on virtual space. To confirm this we tested a user test using the virtual space sto
rybook. the user seemed as if can the distinction between real objects and virtual images. Also very well and
that understood the process of putting the real objects in virtual space.
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Figure 1: AR storybook App by “Quivervision": Stepl: 2Du}# 7} &) o] ARCEZES Fd37] 4
Markers are put in the page of the book. Step 2: The 3|4, ARAEFHELS NIdts QA= ARAEZ B "
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Figure 2 : The classification of AV, AR spaces.
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Figure 11

: virtual space storybook based on smart
phone.
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Figure 15 : (Left) The user is bringing an apple to the
virtual (Right)
recognized by the camera and the object recognition
software, MobileNet, and its 3D model is inserted into

scene on the desk. The banana is

the virtual space and the whole scene is rendered and
projected onto the desk.
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Figure 16 : the picture shows user experiencing virtual
space storybook.
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