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ABSTRACT

The augmented reality is a technology which expresses the information hardly obtained in the
real world by synthesizing virtual objects in the real world. This study uses IR LED marker to
obtain the coordination of real world for registration of virtual objects. Since the IR LED marker
is inserted in target object thus it has properties of invisible markers. To realize the augmented
reality, the existence of marker can be observed in camera input image. Therefore, this paper
provides a method to give the properties of perfect invisible marker by using inpainting
technology when realizing IR LED marker.
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