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AR System supporting interaction between a virtual character and a real object
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Abstract™In this paper, we propose an augmented reality (AR) system which supports
interaction between a virtual character and real objects, In the research field of AR, the
systems using a virtual character were developed as the form of giving users information such
as LEGO assembly guidance and explanation about historical artifacts, In existing systems,
virtual characters can not act realistically with interacting directly with users because they
provide only visual information (e g., text, virtual 3D model, image, etc) and auditory
information with using a speaker, To overcome mentioned limitation and react realistically in
real space, we propose AR system which supports interaction between real objects and a
virtual character, ARMate ,which is a virtual character existing in real space, has 5 behaviors
and behaves according to situation with interacting with toy—cart, Consequently, what a
virtual character can directly manipulate a real object can give users feeling about that
ARMate is alive,
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