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Context-aware Mobile Augmented Reality in Smart Space
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Abstract

In this paper, we present a novel approach of Context—aware Mobile Augmented Reality (CAMAR)
combining context awareness and mobile augmented reality. CAMAR is aware of a user' s context through the
user—centric integration and inference of contextual information in smart space. Based on the user s context, it
filters the content relevant to the user and overlays the fillered content over the associated physical entities, In
addition, the CAMAR generates the community according to the relationship between the entities and enables a
user to share the perscnalized content with other mobile users selectively in 2 customized way. We develope
the software platform that supports developers to make CAMAR—enabled applications on the UMPC, To show
the effectiveness of our work; we implemented CAMAR—enabled zpplications for smart home environments
and observed the users” feedback to the applications through usability tests. Ultimately, we have confirmed the
potentials for the proposed CAMAR as a personalized AR interface in smart space.
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Keyword: Context—aware Mobile AR, Augmented Reality, Context awareness, Personalized AR interface
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