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[Abstract]

Recently, with the development of AR, VR, MR technology, a variety of digital contents have been attracting attention. These
technologies are used in various fields such as advertising and performing arts. However, hologram-lip motion manipulation systems for
education are rare, and there is no system that shows natural education. Therefore, in this paper, we propose the interactive nature education
content applying the interaction and hologram technology to the nature education content. To this end, we constructed a content system

using floating holograms and lip motions, and show the changes in natural objects according to user interaction.
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Fig. 1. Reflection Hologram
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Fig. 2. Hologram pyramid
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Fig. 3. Interactive signage system
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Fig. 6. Leap motion hand tracking flowchart
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Table 1. Content changes according to user’s interaction

Contents Interaction Animation
Move from top to Raining,
. bottom The pine cone shrinks.
Pine Cone
Move from bottom Sunlight shines,
to top The pine cone is spread
Dandelion | Shake left and right | Dandelion seeds flying away
Spider Spider web collision Spider move
Egg, caterpillar, chrysalis,
Butterfly | Make and open a fist and butterfly in turn.
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Fig. 9. Pine cone according to the humidity change: (a)
High humidity (b) Low humidity
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Fig. 10. Changes in dandelion according to Hand gesture
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gesture
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