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Introducing Depth Camera for Spatial Interaction in Augmented Reality
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Abstract Many interaction methods for augmented reality has attempted to re-
duce difficulties in tracking of interaction subjects by either allowing a limited set
of three dimensional input or relying on auxiliary devices such as data gloves and
paddles with fiducial markers. We propose Spatial Interaction (SPINT), a non-
contact passive method that observes an occupancy state of the spaces around
target virtual objects for interpreting user input. A depth-sensing camera is intro-
duced for constructing the virtual space sensors, and then manipulating the aug-
mented space for interaction. The proposed method does not require any wearable
device for tracking user input, and allow versatile interaction types. The depth
perception anomaly caused by an incorrect occlusion between real and virtual ob-
jects is also minimized for more precise interaction. The exhibits of dynamic con-
tents such as Miniature AR System (MINARS) could benefit from this fluid 3D

user interface.
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