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Marker Hiding in Augmented Reality Based on Image Inpainting Using Homography
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Abstract : This report proposes a new marker hiding method in Augmented Reality which is based

on image inpainting using homography. Conventionally, the whole input image except a marker

area is searched for a texture pattern similar to the pattern around the target marker area, and

the similar pattern is copied onto the target area for hiding the marker. However, this approach

sometimes generates unnatural textures because it copies view-dependent texture patterns without

considering perspective distortion. In our approach, on the assumption that an area around the

marker is planar, the marker area is filled in by compensating for the appearance of the input image

as if the scene is observed from right above the marker to realize natural marker hiding.
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