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Research on the Real-virtual Occlusion in an Optical See-through AR System

WANG Hong, ZHOU Ya, MA Jin-Tao, LIU Xian-Peng
( Department of Photo-electronic Engineering , Beijing Institute of Technology, Beijing 100081 )

Abstract In an augmented reality (AR) system, whether there is a correct real-virtual occlusion is a crucial problem,

and it will influence whether the compositing of real and virtual worlds is vivid. A new method for real-virtual occlusion

according to a new design of optical see-through HMD is presented. A gridding plane using the OpenGL are drawn to block

the virtual object and when the virtual object is overlapped with the real object it will appear that the real object occlude the

virtual one. It is easier for us to design programme and is more feasible for a real time system using this method. The

experiment results indicate that this method is correct and viable.
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Fig.1 Sketch map of the occlusion
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Fig.2 The relationship between stereo vision and depth
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Fig.3 Sketch map of the occlusion project
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Fig.4 Flow chart of the occlusion project
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Fig.5 Simple graphics application
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Fig.6 Complex graphics application
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