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Consistent Presentation of Interactive Virtual Objects

in Real Space with 3D Markers.*

Yu Ishikawa

Abstract

Using mixed reality (MR) techniques, presentation of virtual objects in a real space is
very effective to simulate an overview of the scenery. For interior design, for instance,
it is important to check the coordinates of the arrangements and the colors of the items
in the real space while various trials. This paper proposes a new framework to achieve
interactive handling and rendering of the virtual objects by means of manipulating physical
3D markers, which consists of 2D markers and a spherical mirror for acquiring both the
geometrical and the lighting condition on the spot for the each item. Experimental results
show the effective real-time rendering of the virtual object with real scene as background,
according to the actual positions and the light conditions of the 3D marker in the real

roonnl.

Keywords:
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