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Abstract We propose “AR replay,” a framework to record a working scene with a tutor’s action, and then replay the tutor’s
action in front of a learner’s view in an AR fashion. This framework uses single RGB-D camera for recording and replaying.
On learning a task in a small workspace, when a tutor cannot be in the workspace, it is useful for a learner to check the action
of the tutor by a video which was taken in advance in the same workspace. If the video can be replayed in an AR fashion, it will
be more useful. Our new “AR replay” method exploits single RGB-D camera. In our “AR replay”, the action of tutor is aligned
to the right place and the learner can check the action from various viewpoints. The action is shown as 3D dynamic shape with
color and it is aligned to the workspace by the static geometric clues in the workspace.
Keyword AR replay, RGB-D camera, Tutor’s action, KinectFusion, 3D video, 3D shape reconstruction
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Figure 2: Block diagram of "AR replay".
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Figure 3: Data flow at recording a working-scene.
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Figure 4: Data flow at AR replay.
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Figure 5: Result of static workspace environment.

(left) initial model, (right) final model (accmulated).
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Figure 6: Result of tutor’s action.
(left) original viewpoint, (right) different viewpoint.
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(left) current view, (right) AR view.
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Figure 8: One of the applications of AR replay.
(left) current view, (right) AR view.
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