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Unlike Virtual Reality, Augmented Reality 
applications involves overlaying the real 
environment and the virtual environment 

which leads to scenarios in which an object in 
the real world needs to occlude a virtual object 

to ensure a coherent and seamless AR 
experience for the user. Incorrect / inaccurate 

occlusion handling can lead to a skewed 
perception of depth which can negatively 

impact user experience. Simply using a depth 
sensor is also inadequate given the extreme 

noise in the depth data.
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Use color information to improve the initial 
foreground-background segmentation that was 

computed with raw depth data, leading to 
better classification of a pixel as foreground or 

background.

Collect color and 
depth info from 
the sensor.
Create an image 
which represents 
the depth in the 
scene by 
comparing the 
visual depth and 
the real depth 
detected by the 
RGB-D sensor.

Classify each pixel in the 
color image into foreground 
and background.
Compute a color histogram 
separately for foreground and 
background and use it to 
compute pixel probabilities 
for the pixels in the 
overlapping region.
Generate per-pixel costs 
using a cost function using 
color/depth.

Threshold the cost image 
to produce a binary 
image. 
Filter the noise out of the 
binary image. 
Generate a trimap to sort 
out the pixels on the 
edge of the foreground 
and the background and 
use alpha matting to 
stitch the regions.


