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Abstract: To get long distance marker recognition in Augmented Reality, three software development
toolkits were used to construct the long distance marker-less registration technology based on depth
sensor, and develop a new augmented reality system based on PC platform. The tracking system was
constructed by Kinect and camera. Defects in the single camera tracking system for long distance
tracking were improved, and human-computer interaction in Augmented Reality was realized. By the
detailed description of the main function modules, such as position calibration module, maker-less
virtual-real registration module, and natural interaction module, the system design concept was
introduced. Experiment results show that the system can provide real-time, stable and effective
performance, and solve the long distance recognition issue.
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Abstract: To get long distance marker recognition in Augmented Reality, three software development
toolkits were used to construct the long distance marker-less registration technology based on depth
sensor, and develop a new augmented reality system based on PC platform. The tracking system was
constructed by Kinect and camera. Defects in the single camera tracking system for long distance
tracking were improved, and human-computer interaction in Augmented Reality was realized. By the
detailed description of the main function modules, such as position calibration module, maker-less
virtual-real registration module, and natural interaction module, the system design concept was introduced.
Experiment results show that the system can provide real-time, stable and effective performance, and solve
the long distance recognition issue.
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