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Design and Implementation of Interactive Augmented Reality
Coloring Book

Kwangmoon Cho', Hadong Kim’, Youngho Lee”

'Dept. of Electronic Commerce, Mokpo National University
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Abstract In this paper, we proposed a design of interactive augmented reality coloring book. The proposed
method improves user’s participation and interest by using real space, augmented reality space, and virtual
reality space all together. According to the proposed method, we implemented the PlayingHouse, an interactive
augmented reality coloring book. In the future, we expect that AR coloring book could be the category of the

library.
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1] User experiences in three spaces:
augmented and virtual spaces
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[Fig. 2] Implemented AR coloring paper book, The
subject is ballet house,
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(b) Ballerina wearing the ballet clothes

[Fig. 3] Furniture and a ballerina in AR space
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[Fig. 4] Furniture and a ballerina in VR space.
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