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A Proposal of Virtual Painting on 3D Object
for Interactive Projection Mapping

KENJI KUMAGAI™" SHIGER U MUKAIDA™ NAOHIKO HAYATA?
HAJIME SAITO™ MITSUT AKA YASUDA

AR is tec hnologv t hat d isplavs rea I-world a nd other inform ation on digital devices suc h as
computers. tablets and smartphones. On the other hand. if additional information on real-world 3D
objects is displayed, it can be easily and simultaneously shared with other people in the same
location. Proj ection mapping is aw ay of dis playing inform ation on re al-world ob jects. T his
research proposes a real- world virtual 3D p ainting sy stem that uses projection m apping
techniques. We call t his system EIRUN . The EIRU N sy stem can dis play pa inting im ages o n
real-world 3D objects. The exp erience of painting color on to re al-world 3D o bjects d isplayed

using tablet PC projection mapping technology is new and exciting.
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