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See-through Augmented Reality Interface based on User's Point of View
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Augmented reality (AR) expands the real-world environment by adding virtual information to enhance user’s perception in
the real world. Some studies have proposed AR systems that display virtual objects by video see-through methods. However
it requires users to wear special instruments such as a head mount display. In this research, in order to enable more realistic
and natural AR interaction in a large room, we propose an AR displaying method based on the user’s location. The user’s
location and poses are detected by Kinect’s user-tracking information. Virtual objects are integrally displayed to a large
transparent screen according to the user’s location and vertical intervals of the environment. We implement two prototype
systems in which a virtual object is displayed on the screen, moving between two real world objects, and the virtual object’s
movement changes according to the user’s pose and the position of the real objects.
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1 Kinect : http://www.microsoft.com/en-us/kinectforwindows/

2 OpenNI : http://www.openni.org/
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3 OpenGL : http://www.opengl.org/
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