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ABSTRACT

This paper describes a 3D modeling system in Augmented Reality environment, named
3DARModeler. It can be considered a simple version of 3D Studio Max with necessary
functions for a modeling system such as creating objects, applying texture, adding
animation, estimating real light sources and casting shadows. The 3DARModeler
introduces convenient, and effective human-computer interaction to build 3D models. The
3DARModeler targets nontechnical users. As such, they do not need much knowledge of
computer graphics and modeling techniques. All they have to do is select basic objects,
customize their attributes, and put them together to build a 3D model in a simple and
intuitive way as if they were doing in the real world.
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