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Development of Character Goods Content Utilizing Marker-based
Augmented Reality
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Abstract Recently, there has been growing interest in the Fourth Industrial Revolution, with a particular focus
on the advancement of augmented reality (AR) devices. However, there is a shortage of AR content. Augmented
reality operates through marker-based and markerless methods. The marker-based approach involves using a
camera to capture images that serve as markers, enhancing them through AR principles. To address the scarcity
of AR content and improve the quality of character goods, this study proposes integrating AR technology into
character goods. The character industry is expanding each year, leading to a diverse range of character goods.
Character acrylic stands, among these goods, leverage game, webtoon, and animation character IPs for sales. To
enhance the design process, we utilized the character image as a marker, allowing for the creation of content
that aligns with the characteristics of the character IP. We selected a webtoon character and developed AR
content, incorporating features such as voice, speech bubbles, and an introduction to the webtoon, tailored to the
webtoon's characteristics. This study demonstrates the potential of AR to present visual and auditory information,
paving the way for a variety of products, including diverse content. We anticipate that utilizing this research
will lead to the emergence of products encompassing various contents.
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