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Implementation of 'Eye View' Application for book information
providing service using Marker technology and AR
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[Abstract]

Recently, a variety of books have been published in various fields, and the range of selection for both online and offline
bookstores have been widened. However, there is a vinyl packaging phenomenon to prevent damage being made to the books in
bookstores. This makes it difficult to have a look through on the contents of the book, affecting consumers' purchasing decisions.
These factors causes the annual average reading volume to decrease. Therefore, in this paper, we would like to propose a
"bookmark" application to provide consumers with book information service using AR and Marker technology, tackling the

decrease in sales caused by the problem.
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Reading volume(Y) Book Purchase Impact(Y)

Before use 7.5% 22.5%
After use 22.5% 55.0%
Trends 37.5% 87.5%
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Fig. 25. Average amount of reading and impact of buy
book Before and after using application
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