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Abstract: Realistic interactions with real objects (e.g., animals, toys, robots) in an augmented reality
(AR) environment enhances the user experience. The common AR apps on the market achieve
realistic interactions by superimposing pre-modeled virtual proxies on the real objects in the AR
environment. This way user perceives the interaction with virtual proxies as interaction with real
objects. However, catering to environment change, shape deformation, and view update is not a
trivial task. Our proposed method uses the dynamic silhouette of a real object to enable realistic
interactions. Our approach is practical, lightweight, and requires no additional hardware besides
the device camera. For a case study, we designed a mobile AR application to interact with real
animal dolls. Our scenario included a virtual human performing four types of realistic interactions.
Results demonstrated our method’s stability that does not require pre-modeled virtual proxies in
case of shape deformation and view update. We also conducted a pilot study using our approach and
reported significant improvements in user perception of spatial awareness and presence for realistic
interactions with a virtual human.

Keywords: augmented reality; mobile AR; deep learning; segmentation; realistic interaction; virtual
human; perceptual issue; occlusion, multi-modal system; user experience

1. Introduction

Unlike virtual reality (VR) which immerses users into a virtual environment, aug-
mented reality (AR) allows users to see a mixed environment where virtual objects are
superimposed on the real views [1]. Users wear AR glasses or use handheld devices
such as a smartphone or tablet to see the mixed environment and interact with virtual
objects in real-time. Since users can see the real environment (see Figure 1a), AR systems
often require an accurate registration of virtual objects to provide seamless interactions in
various situations [2,3]. Incorrect registration of a virtual object in the real space can cause
unrealistic occlusions [4,5] or physically implausible situations [6,7], leading to perceptual
quality degradation and breaks in presence [8].

The interaction between virtual humans and real objects such as animals, toys, and
robots can improve user experience in information dissemination [9]. Since people, espe-
cially kids, expect virtual humans to behave as real humans [10], it is necessary to provide
realistic interaction with real objects. Commercial apps in the entertainment industry
usually use a pre-modeled real object as a virtual proxy [11–13]. The apps then exploit a
virtual proxy to provide an illusion that the virtual object seems to interact with a physical
object (a.k.a physical–virtual interaction [7]). However, modeling real objects in advance
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and importing them into the system are labor-intensive and not trivial tasks. We discuss in
detail the benefits of interaction with real objects in cognitive terms and the difficulty of
supporting interactions with pre-modeled objects in Section 2.

Figure 1. Overview of the proposed system. (a) Segmenting the multiple deformable real objects on the smartphone.
(b) Generating the virtual proxy that replaces a zebra doll in the augmented reality (AR) space to enable virtual human
interacts with real objects. We call this type of virtual proxy a Silhouette Mesh. (c) Using the silhouette meshes, a virtual
human walks among the dolls in the walkable areas and interacts with a jaguar doll.

In this paper, we present a practical method that enables augmented virtual humans
to interact with physical objects in real space without the need for pre-modeled virtual
proxies on mobile devices. We use the real object’s silhouettes instead of using pre-modeled
proxies to support interactions. To extract the silhouette from the real objects, we trained
the segmentation module on content-related objects (animal dolls, in our case). We then
pass the camera feed to the segmentation module, which recognizes the interactable objects
and creates a segmentation mask (see Figure 1a). This mask is passed to the mesh creation
module. The creation module builds a silhouette mesh (i.e., virtual proxy) and places it in
the augmented space corresponding to the real object’s location (see Figure 1b).

For the case study, we applied our proposed method to the multimodal-based mobile
AR system. Our system has a scenario in which a virtual human interacts with real animal
dolls. This system aims to allow users to experience interactive AR when playing with
dolls. Our virtual human acts as a playmate who answers children’s inquiries or interacts
with animal dolls in response to commands. For example, the virtual human provides users
with realistic interactions by leveraging the silhouette mesh (see Figure 1c walking among
dolls, pushing a doll). We demonstrate the stability of our silhouette meshes that support
realistic/seamless interactions with real objects that are even deformable in mobile AR.
We also conducted a pilot study to evaluate the impacts of our method on user perception
of AR interactions. Our participants reported significantly improved perception with a
virtual human (e.g., naturalness, physical ability) and spatial sense of AR environment
(e.g., awareness, presence) when they experienced interaction using silhouette mesh. In
the rest of the paper, we discuss the benefits of our proposed method in detail.

This paper is organized as follows: Section 2 briefs conventional methods in support-
ing interactions with real objects in AR. We detail our proposed method, silhouette mesh,
in Section 3. Then we provide the performance evaluation of our method on mobile devices
in Section 4. Section 5 demonstrates silhouette mesh-based realistic interactions between
a virtual human and real animal dolls in a multimodal AR system, and also reports our
pilot study’s details and results. Finally, we discuss limitations and possible solutions in
Section 6 and conclude the paper in Section 7.



Appl. Sci. 2021, 11, 2763 3 of 18

2. Background

This section describes previous works on interactions with the real object in AR and
segmentation methods that extract silhouettes from real objects to create virtual proxies.

2.1. Interacting with Real Objects in AR

AR systems need to focus on providing realistic interactions with real objects such as
toys, dolls, and robots for providing a successful user experience [14–18]. To enable virtual
objects to interact with real objects, AR systems often use a virtual proxy corresponding
to the real object. Since virtual proxies should have similar characteristics to real objects
(e.g., appearance, location in the real world), commercial apps usually model real objects in
advance [11–13,18–20]. Then, to accurately place the virtual proxy in the 3D space, AR apps
place a marker for reference [17,18]. These markers help the AR Apps deploying proxies
and coordinate (i.e., overlay) them with real objects [21]. After deployment, these proxies
are rendered transparently in AR views to prevent users from being aware of proxies. Thus,
virtual humans interact with these invisible virtual proxies, but users perceive that the
virtual human is interacting with real objects [6].

Such an illusion by physical-virtual interactions can affect users positively [6,7], but
modeling real objects and importing them on the system are not trivial tasks [16,18]. This
is because commercial systems often add new objects or new interactions to keep users
interested. The addition of new real objects requires their modeling, but each time it is
costly and labor-intensive. Furthermore, if a real object is deformed: shape and/or size
(e.g., a moving animal, fallen doll, user’s hand) at runtime, the system may either lost track
or provide an incorrect interaction [22–24]. Incorrect interactions may reflect poorly on the
user experience [5,25,26]. In the case of research on virtual human, Kim et al. [6] reported
that the incorrect interactions negatively affects the social/co-presence with an augmented
virtual human in the shared space.

To solve these limitations, several AR studies [27–30] reconstruct real objects and space
at runtime by using advanced depth cameras with other spatial sensors. However, these
systems are still bulky and these tasks should be completed using only a single device.
Single-camera-based approaches can be widely used in our daily lives because they can
ensure the usability of the system. Nevertheless, these approaches often require multi-view
scanning [27] or user interventions (e.g., look around, select) for the segmentation of target
objects from an image [31,32], making it challenging to support interactions in real-time.
Therefore, creating the virtual proxies at runtime is still challenging for usability in the AR
system. Our proposed method does not need any spatial sensors, multi-view scanning, or
user intervention while creating a virtual proxy.

2.2. Deep Learning-Based Segmentation

To create virtual proxies that replace real objects, we exploit the silhouettes of real
objects. We plan to use deep learning-based methods to extract the segmentation mask,
which is considered as the silhouette of real objects. Multiple research has been focused on
semantic and instance segmentation. Mask R-CNN [33], DeepLabv3 [34], and PSPNet [35]
are state of the art on this task. The performances of these models are compared on
datasets [36,37]. These models give astonishing results but need lots of computing power
and are not running in real-time. PSPNet [35] is running at 1 FPS on a laptop equipped
with a GPU. Other researchers have focused on real-time segmentation. ESPNet [38] and
ENet [39] are targeting the inference speed and the size of the network to run inference
in real-time and reduce memory consumption. All these improvements are targeting the
architecture of deep networks to make them more efficient, run in real-time and conserve
the highest accuracy possible. However, the above research used a high-performance
platform, and it is still not possible to achieve fast segmentation on commercial smartphones
or tablets. Thus, we developed a practical and lightweight network that can segment real
objects from commercial smartphones. The following sections describe our methods.
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3. The Proposed Method

We present a practical method to create a silhouette mesh as a virtual proxy to provide
realistic interactions. To extract the real object’s silhouette, we developed the segmentation
network that works on the mobile device equipped with a single RGB camera. When we
pass a single camera feed through the network, our system can build a silhouette mesh
corresponding to the real object and place it on the 3D space with the projection method.
Our system then uses the silhouette mesh for the physical–virtual interactions instead of
pre-modeled virtual proxies. To demonstrate our interactions, we applied our proposed
method to the scenario in which a virtual human interacts with deformable animal dolls.
The following subsections describe each step in detail.

3.1. Extract the Silhouettes from Interactable Real Objects

Our target AR platform is mobile devices equipped with a single RGB camera. To
have seamless interactions, an AR system needs to understand the surrounding space (e.g.,
to recognize objects and their positions). Thus, we implemented a fast object segmentation
network that uses images from the camera of mobile devices. Our network can recognize
and segment multiple real objects at high speed with only the smartphone computational
resources. Below we describe the dataset we created to train our network and detailed
network configurations to improve the performances.

3.1.1. Animal DOLLS Dataset

We aim to implement an AR scenario where a user plays with toys. A virtual human
will appear in the AR space and interact with the real toys as a playmate. For convenience’s
sake, here we used a small set of animal dolls as interactable real objects. However, we
believe the method described here can be applied to other types of objects, such as exhibits
in a museum for an interactable AR curation.

Dataset creation: We prepared seven animal dolls with different appearances. The
animals we chose were a jaguar, zebra, giraffe, wallaby, panda, deer, and a fox (see Figure 2).
From this set of dolls, we shoot an average of 25 videos lasting 45 seconds per animal.
For each video, we varied the position of the doll, the background selection, the lighting
condition, and the appearance of the animal in the video by walking around, dynamically
zooming in/out, and rotating the camera. These choices improve the diversity in terms of
positions and angles within the dataset and ensure the seamless interaction with deformable
real objects. For annotation and labeling, we used the Interactive Video Object Segmentation
model from [40] to extract the ground truth masks. Then, we extracted the frames to train
the segmentation network. We sampled images at a rate of 5 frames per second to avoid
duplicated images of the same position or appearance. Our dataset contains 37,990 images
and each category of animals has 4856–6109 images. Our dataset is openly available at
https://github.com/khseob0715/DollDataset (accessed on 18 March 2021).

Figure 2. Photo illustration of our dataset with seven animal dolls.

Data augmentation: We applied data augmentation techniques to our dataset before
training our segmentation network. We added 104 synthesized images into the dataset
by (1) replacing the background using the Describable Textures Dataset [41]; (2) rotating
images in the range of 360 degrees, to improve the predictability when the mobile device
rotates; (3) randomly changing the ratio of the doll area in the image, to mimic different
zoom in/out conditions; (4) randomly flipping images on the horizontal and vertical axis.
As thus, our network started training with the dataset that was robust for variation.

https://github.com/khseob0715/DollDataset
https://github.com/khseob0715/DollDataset
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3.1.2. Recognition and Segmentation Network

In consideration of the RAM and CPU available on commercial mobile devices, we
developed a deep neural network compressed from U-net [42]. We first reduced the
number of filters per channel from 64 to 16 filters. In addition, we considered the input size
of the network which directly influences the computation cost of the network. To find an
optimal input size, we compared the performances of the network for various input sizes
(see Table 1). We calculated pixel accuracy (PA) and mean intersection over union (mIOU)
score as the model accuracy measures in addition to the inference speed. As shown in
Table 1, the larger the input size, the higher the accuracy the network achieved. However,
we chose the input size of 192 pixels which achieved a comparable level of accuracy to the
original U-net while keeping the inference time below 500 ms. As a result, the number of
parameters was reduced to 2.4 million from 7.76 million (cf. [42]). Finally, we trained the
network for 5 epochs using Adam [43] optimizer with a learning rate started from 10−4,
and was divided by 10 after every two epochs. Figure 3 shows the recognition accuracy
of our dataset. We trained the model with TensorFlow considering portability to mobile
platforms.

Table 1. Performance of our network implanted on Note 9 with different input sizes.

Input Size Inference Time IOU PA

128 pixels 250 ms 0.935 0.973
192 pixels 465 ms 0.971 0.988
224 pixels 820 ms 0.973 0.990
256 pixels 1310 ms 0.977 0.991
384 pixels 2840 ms 0.980 0.994

Figure 3. Recognition accuracy with seven animal dolls.



Appl. Sci. 2021, 11, 2763 6 of 18

3.2. Generating the Silhouette Mesh

We describe how we create a virtual proxy to replace a recognized real object and
how to register the virtual proxies into the 3D space for realistic interactions. Our deep
learning network generates a segmentation mask that is considered as the real object’s
silhouette. We build a polygonal surface from the segmentation mask and deploy it in real
space. This polygonal surface—we call this type of mesh the silhouette mesh—plays a role
as an interactable virtual proxy. We place the silhouette mesh in real space in a way that the
mesh overlaps its associated object from the user’s perspective. Instead of reconstructing
volume, we use the slope of the device to tilt the silhouette mesh when placing the mesh
in the 3D space so that the silhouette mesh takes the corresponding area on the floor (see
Figure 1c). Our generation process is in the following order:

Step 1–2D segmentation: Our process starts with the 2D projection of the segmentation
results on the screen plane (see Figure 4 Segmentation) On the segmentation result, we
retrieve the connected components of pixels, then each component is associated with an
object instance. If the number of pixels for an instance is over 500, we create a bounding
box around the instance (see Figure 4 Recognition). Concurrently, we also create the virtual
surface mesh from the detected floor plane using ARCore [44].

Step 2–2D vertices connection: If there are associated instances for creating silhouette
meshes, we used a perspective camera to cast a ray from the bounding box’s bottom-
midpoint to the virtual surface. If the ray collides with the virtual surface, we generate the
2D vertices along the borderline of the instance using the contour tracing algorithm [45]
as well as the sequence of connections between the vertices using Delaunay’s triangular
algorithm [46] (see Figure 4 Vertex connection). We then created a 2D polygon mesh on
the image plane using the 2D vertices and connection sequence. We also calculated the
distance from the camera to the collision point, which we will use in the next step as a
collision distance.

Step 3–Convert 2D vertices to 3D: From the previous steps, we have the 2D polygon
mesh of the recognized object on the image plane. We also have the camera position and
the virtual surface in the 3D coordinate system. To convert vertices on the 2D silhouette to
3D vertices in the 3D coordinate system, we cast rays to each vertex on the 2D silhouette
mesh. Then using the distance between the camera to the collision point, calculated in the
previous step, we determine the positions of each 3D vertice. As a result of this step, we
have a set of 3D vertices that have an equal distance from the camera position in the 3D
coordinate system (see Figure 4 Convert vertex to 3D).

Figure 4. Overview of our silhouette mesh creation process. First, we detect the floor from the phone camera and place
the virtual surface on it. At the same time, images from the camera are fed into our network to segment and recognize the
interactable object. Based on the segmented region, bounding boxes are generated. For each object, we create vertices along
the boundary of the segmented area on the image plane. Then we cast a ray from the camera toward the midpoint of the
bottom line of the bounding box and we calculate the distance between the camera and the collision position on the virtual
surface. Similarly, we cast rays toward all vertices on the image plane and set the 3D vertices that have equal distance with
regard to the camera. Finally, the silhouette mesh is formed (see Section 3.2).
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Step 4–Creation and placement: We create the silhouette mesh object using the 3D
vertices along with the order of connection obtained in the previous steps. Since the 3D
vertices have an equal distance from the camera, the created silhouette mesh and the device
that embeds the camera have the same inclination angles. This incline ensures the volume
that the real object occupies in the real space, and is used to define the walkable areas
for the virtual human. Lastly, the collision point on the virtual surface detected in step 2
approximates the real object’s position in the 3D space. Thus we place the silhouette mesh
accordingly with the parameters (see Figure 4 Placement).

We underline that during each procedure the user was not required to intervene (e.g.,
look around, select real objects [31,32]). All procedures take around 25 ms in a mobile
device, more results in evaluation Section 4.

3.3. Updating the Silhouette Mesh

For continuous and seamless interactions with a recognized real object, e.g., following
a moving zebra doll (see Figure 1b), our AR system needs to distinguish the interactable
objects from others and track the target object’s location in real-time. In this part, we
describe how our system handles it.

Figure 5 shows the detailed process of object updating in our system. Our system
takes images of real scenes from the camera on the device and recognizes real objects
through the segmentation network. As described in Step 2 of the previous section, we then
check whether to create the silhouette mesh for each recognized object. Once the system
proceeds to the silhouette mesh creation, we first search for the existing silhouette meshes
with the animal class of the newly recognized object. If there exists a silhouette mesh with
the same animal class, we further examine the distance between the existing mesh to the
new one. If the distance is small, we consider the user is looking at the same real object,
and update the parameters of the previously created silhouette mesh. On the other hand, if
the user sees another object, we simply place the newly created silhouette mesh in the 3D
space. Finally, the current pipeline ends, and the same pipeline is executed repeatedly. The
proposed pipeline ran on under 500 ms for all mobiles devices we tested (see Table 2). It
should also be noted that the pipeline runs independently from the rendering process, thus
it does not decrease rendering speed, keeping the frame rate at around 30 fps.

Figure 5. Overview of our system’s main pipeline and detailed silhouette mesh update process.
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Table 2. Processing time comparison on different mobile device performed with median average on
100 trials.

Device Name Image Processing Segmentation Silhouette Mesh

Galaxy Note 10 35 ms 347 ms 21 ms
Galaxy Tab s5e 39 ms 352 ms 23 ms
Galaxy Note 9 42 ms 465 ms 21 ms

Galaxy S 10 44 ms 572 ms 26 ms

4. Performance Evaluation on Mobile Devices

We present the performance evaluation of the silhouette mesh creation process con-
ducted on various mobile devices. The devices used in the evaluation were Galaxy Note
10, Galaxy Tab s5e, Galaxy Note 9, and Galaxy S10. Our method was implemented using
Unity 2017.04.10f1 and ARCore SDK for Unity 1.5.0.

For the evaluation, we set a room with a zebra doll placed on the floor. A tripod was
used to keep the position of the device during the evaluation. For each device, we mounted
the device on the tripod and executed our AR application for three minutes.

We measured image processing, segmentation, and silhouette mesh creation time
respectively. The Image processing includes image acquisition and the conversion to the
input format of the segmentation network. In detail, our process accesses the CPU of
the device and obtains the raw image data using ARCore API. The raw image data is in
the YUV-420–888 format with 640 × 480 pixels. This raw data is converted to the input
format of the segmentation network model—RGB with 192 × 192 pixels. Up to here is the
pre-processing in our evaluation. Once the converted data is fed into the segmentation
module, the segmentation network runs on the mobile CPU to generate a segmentation
map and classes of the recognized objects in the scene. Next, our system executes the 3D
silhouette mesh creation procedure using the results from the segmentation module.

The results of our performance evaluations are summarized in Table 2. On all tested
devices, our entire process ran below 600 ms (roughly equivalent to about 20 frames). In the
meantime, the positions of the created silhouette meshes are maintained and updated, as
the camera position updated by ARCore. Thus, the camera rendering speed is maintained
on average 30 fps.

Pre-processing and segmentation times are not affected by the number of objects in
the scene and the effect of the increased number of objects in silhouette creation time is
insignificant. Moreover, our segmentation network is robust to the deformation of the
object shape (Figure 6a) and works even with a complex background (Figure 6b). Note that
we only used mobile CPU to achieve the reported performance, which means that GPU is
still available to render a complex virtual environment. Thus, our silhouette mesh-based
method has the potential to be integrated into various AR applications that need realistic
interactions between real and virtual objects.

(a) (b)

Figure 6. Photo illustrations of our silhouette meshes generated from a single camera feed. Our proposed method is robust
even in various orientation and deformable object (a), as well as in the complex background (b).
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5. Case Study: Users Play with Animal Dolls in Mobile AR Application

We demonstrate realistic interactions between a virtual human and real animal dolls
using the silhouette mesh. Our virtual human is equipped with voice chat [3], gesture
animation [47] to provide interactive scenarios (see Figure 7). While playing with the
dolls, the virtual human will point or approach a doll to draw the user’s attention, and
occasionally exhibit the behavior of touching the doll plausibly to make the experience more
appealing. Moreover, when near the dolls, the virtual human should also be realistically
occluded, and avoid collisions as if he is actually in the real space. In the following
subsections, we present how we realized such realistic interactions using our silhouette
mesh and a pilot study to evaluate user perception for realistic interactions.

Figure 7. Overview of our multimodal mobile AR system. (a) Recognizing real objects; (b) displaying the segmentation mask
and placing the silhouette mesh; (c) supporting multi-language; (d) Voice chat between a user and a virtual human based on
knowledge database [3]; (e) Placement of persistent anchor based on spatial mapping [3]; and (f) realistic interactions with
real animal dolls using the silhouette mesh.

5.1. Finding, Pointing, and Approaching

When a user provides information about a specific animal in a set of dolls, the virtual
human points at the target object with his finger for clarity. Or the virtual human needs
to find an animal doll the user is asking for and approach the doll accordingly. For
such interactions, we need to know the position of the target animal doll, the type of
the animal, as well as unique identification if the target doll is in a group of the same
type. Our silhouette mesh includes all of the information required. We first identified the
target doll by the gaze position of the user or speech recognition [3]. We used ray-casting
from the camera, toward the forward-direction of the user’s gaze position, and a custom
speech recognition module. When the ray hit a silhouette mesh, we retrieved the unique
identification, position, and type of animal doll to carry out appropriate actions, e.g.,
pointing and approaching (see Figure 8). In subsequent scenes, we used the identification
of the target doll to retrieve other information. Thus, the virtual human could follow the
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target animal doll. In the case of speech recognition, we used the animal type as keywords
(e.g., name) to search the target doll in the scene.

(a)

(b)

Figure 8. Realistic interactions between a virtual human and real animal dolls by using the silhouette
meshes. (a) Approaching and following interaction: the virtual human follows the moving zebra doll
using the object’s location updated in real-time; (b) pointing, pushing, and riding interaction: the
virtual human uses the gaze point to select the target object and perform interactions.

5.2. Walking among Animal Dolls

When approaching or following a target animal doll, the virtual human should not
pass through the other dolls (i.e., collision avoidance). We made the virtual human walk
around the other dolls to avoid such an unnatural interaction. As mentioned in Section 3.2,
we define the walkable areas for the virtual human on the virtual surface (made with
the Unity game engine). By projecting the silhouette meshes onto the virtual surface, we
defined the areas that the virtual human should not walk over because it is an area occupied
by real objects. Thus, the walkable area integrates holes, at the positions of dolls on the
virtual surface (see Figure 1c). We set the locomotion position of virtual humans within the
walkable areas near the target doll for interaction. Then the virtual human finds the path
to the target position and walks along the path, avoiding collisions with other dolls.

5.3. Touching Animal Dolls

The silhouette mesh allows us to implement plausible interactions between the virtual
human and the dolls, such as petting, pushing, and riding (see Figure 8b). We grouped
them as touch interaction as a part of the virtual human’s body seemed to contact the target
doll. For petting and pushing, the virtual human approached near the target silhouette
mesh and stood next to it. We chose the standing position of the virtual human slightly
closer toward the camera from the center position of the un-walkable areas defined by the
silhouette mesh. Then, we played pushing and petting animations, respectively. For riding,
the virtual human jumped to the top position of the silhouette mesh. Although this method
is relatively simple, from the user’s perspective, the virtual human seemed to interact with
the real animal doll.
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5.4. Mutual Occlusion

Most AR applications simply overlay the virtual objects on top of the real scene. Such
a method might be useful when overlaying information in a scenario where the visibility
of the information is crucial. However, for the illusion of a virtual object existing in the real
world, mutual occlusion between the real and virtual objects should be provided [48]. In
the case of a virtual human walking among real animal dolls, occlusion should be applied
to the virtual human when behind dolls. Conversely on dolls, when the virtual human is
in front of them. Since we created our silhouette mesh from the real object rendered on
the image plane, the shape of the silhouette is matched with the shape of the real object
on the image plane. We also placed all silhouette meshes at the corresponding positions
of real objects. Therefore, by applying a texture that excludes the virtual object’s layer to
silhouette mesh, we could achieve a realistic mutual occlusion.

Figure 9 shows results of three different occlusion strategies. As seen in the first image,
a simple overlay of the virtual object on the real scene, for example, used in Pokémon Go,
may result in spatially incorrect placement of the virtual object. Figure 9b simulates the
occlusion based on object detection without segmentation. Most object detection algorithms
return such bounding boxes around recognized objects, which might be faster compared
to generating a segmentation map as our method does. However, in this case, the virtual
human can be incorrectly cropped in midair even if the spatial relation between virtual
and real might be kept. On the other hand, since our silhouette mesh has the shape of the
real object, it can provide a delicate mutual occlusion for sophisticated objects.

(a) no occlusion (b) bounding box (c) segmented mask

Figure 9. Different types of strategies for applying occlusion.

5.5. Pilot Study

To evaluate the silhouette mesh’s benefits and realistic interaction offered by our
system, we conducted a video-based pilot study using an online survey due to the COVID
19 situation. We compared silhouette mesh (SM) against two conditions, i.e., No occlusion
(NO) and object bounding box (BB) to explore the user’s perception of the virtual human
(see Figure 9). Each condition was evaluated on five aspects: Spatial Awareness, Spatial
Presence, Perceived Naturalness, Object occlusion, and Physical Ability. Spatial awareness
evaluates the relative size and position of virtual humans and dolls. Spatial presence
evaluates how well the model fits in the real world. Perceived naturalness evaluate the
naturalness of the movement of virtual human between dolls. Object Occlusion evaluates
the usefulness of silhouette mesh as a proxy. Physical ability evaluate the user perception of
virtual human’s awareness of objects. For each condition, we prepared interaction videos
in three situations, i.e., there are a total of nine video clips (see Figure 10). The videos were
captured from a fixed view and the virtual human walked around the dolls to interact
with them.

5.5.1. Participants

We recruited 30 participants from a local community. However, we omitted data
from 6 participants who did not pass our screening criteria; 1 by trick questions and 5
by short survey time. Thus, we had 24 valid participants (7 females, 17 males, age 20–31,
M = 26.04, SD = 3.12) for the analysis. Participants had a low familiarity with AR (M = 2.62,
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SD = 0.87), measured on a five-point Likert scale (1: Not at all, 2: Slightly, 3: Moderately, 4:
Knowledgeable, and 5: Expert). Lastly, 13 of them had a previous experience of participat-
ing in an AR experiment.

(a) one small doll (b) two small dolls (c) one large doll

Figure 10. Photo illustrations of interaction scenarios with the silhouette meshes applied. (a) One
doll that is similar in size to a virtual human, (b) two dolls that are similar in size to a virtual human,
and (c) one doll that is larger than a virtual human.

5.5.2. Procedures and Measurements

We prepared an online survey consisting of five pages. The first page was a brief
instruction for our study, followed by a pre-questionnaire (e.g., demographics, AR famil-
iarity). For the next three pages, each page contained three video clips for each condition,
followed by a questionnaire that was only visible after the participant finished watching
the video. The order of conditions was predefined in a counter-balanced manner, and
the order of questions was randomized. The questionnaire comprises 15 questions, three
for each of the five aforementioned aspects, which we extracted and modified from the
previous work [7,49]. The order of the questions was provided randomly, and all questions
were answered on a seven-point Likert scale. On the last page, we asked the participants to
leave a comment. Below is our questionnaire.

• Spatial Awareness

Q1 I was able to imagine the arrangement of virtual agents with regard to the physical space
very well.

Q2 I was able to make a reasonable estimate of the virtual agent’s size regarding the pre-
sented space.

Q3 I was able to estimate how far apart the virtual agent and the doll were from each other.

• Spatial Presence

Q4 I felt like virtual agent was a part of the environment in the presentation.
Q5 I felt like virtual agent was actually there in the environment with the doll.
Q6 I felt like virtual agent was physically present in the environment of the presentation.

• Perceived Naturalness

Q7 I thought virtual agent movement/behavior in real space seemed natural.
Q8 I thought the virtual agent was naturally moving around to avoid a doll.
Q9 I thought virtual agent looked natural when it overlapped with a doll.

• Object Occlusion

Q10 I felt that virtual agent was properly occluded behind the doll.
Q11 I thought part of a virtual human body is occluded the same as the silhouette of a doll.
Q12 I thought virtual agent’s appearance was out of harmony with the background space/things.

• Physical Ability

Q13 I felt that virtual agent could not pass through a doll.
Q14 I felt that virtual agent could touch a doll.
Q15 I felt virtual agents were well aware of the space around the doll’s front and back sides.
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5.5.3. Results

We report statistical analysis results (see Figure 11, Table 3). Considering the ordinal
aspect of our measures, we decided to perform non-parametric Friedman tests on the
measures at the 5% significance level. For the pairwise comparisons, we performed the
Wilcoxon signed-rank tests with Bonferroni adjustment.

Our results show significant differences in all aspects and all conditions (see Figure 11,
Table 3). As in the previous study [50], participants reported the lowest score for the NO
condition in which there is no occlusion by real objects. Although all aspects have been
slightly improved under the BB’s condition, participants reported that they felt awkward
due to the poor occlusion in the following comments:

P11: “BB looks like a person passing behind a square because the doll is cut less, but this
can be seen as an error.”

P17: “BB is unnatural, but it can still help me in deciding whether the virtual human is
behind or in front of the doll.”

Under our proposed SM condition, we supported occlusion in the same shape as real
objects (see Figure 10), so participants felt high satisfaction with occlusion and perceived
that the virtual human’s behavior was natural. In addition, by well-providing depth
perception between a virtual human and dolls [51], the spatial awareness and presence
of the virtual human have significantly increased. The virtual human’s physical ability
increased because they followed physical rules that physical objects cannot pass through
real dolls [7,52]. Thus our findings reveal that the method we propose has positive impacts
on user perception of AR content using the mobile platform.

However, due to video observation procedures, our results are limited, and it remains
to be seen whether such results will still hold in real use cases. Thus we plan to conduct a
face-to-face human subject study involving dynamic views with user control.

(a) Spatial Awareness (b) Spatial Presence (c) Perceived Naturalness (d) Object Occlusion (e) Physical ability

Figure 11. Results of subjective measures on three conditions: No occlusion (NO), Bounding box (BB), and Silhouette mesh
(SM). Statistical significance levels: * p < 0.05, ** p < 0.01, *** p < 0.001, and **** p < 0.0001.

Table 3. Summary of statistical analysis results.

Measure Tests

Cronbach Friedman Post-Hoc

Spatial Awareness α = 0.75 χ2 = 26.58, p < 0.0001 NO < BB * NO < SM *** BB < SM ***
Spatial Presence α = 0.87 χ2 = 29.30, p < 0.0001 NO < BB * NO < SM *** BB < SM ***
Perceived Naturalness α = 0.73 χ2 = 34.69, p < 0.0001 NO < BB ** NO < SM **** BB < SM ****
Object Occlusion α = 0.73 χ2 = 42.75, p < 0.0001 NO < BB * NO < SM **** BB < SM ****
Physical Ability α = 0.67 χ2 = 30.78, p < 0.0001 NO < BB ** NO < SM *** BB < SM ***

Statistical significance levels: * p < 0.05; ** p < 0.01; *** p < 0.001; **** p < 0.0001.
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6. Discussion

Once Pokémon GO (Niantic, 2016) was introduced and hit, people in the entertainment
industry, especially the game community, expected rapid and remarkable growth of the
AR market. However, due to the lack of AR content that can capture public attention, AR
users significantly decreased. Among factors that possibly caused the public to turn away
from the AR application, we addressed the followings in this paper; namely, incorrect
registration, unnatural interaction with real objects, and distorted spatial sense. Providing
seemingly realistic interactions require labor-intensive 3D modeling [13] as well as special
hardware devices [27], such as depth camera, IR tracker. Such requirements might also be
the reason that hinders AR contents from being widely used in our daily lives [6,7].

The presented AR system consisted of several modules, including recognition, seg-
mentation, silhouette mesh, chatbot, and virtual human/objects, all running on a single
mobile device (see Figure 7). We adopted the modular design so that each part can be
independently improved without affecting the rest of the system. Through the user studies,
we demonstrated the potential entertainment use of our system for both children and
adults. Due to the modular design and the simplicity, we believe that the proposed method
can easily adapt to different scenarios and real objects in the entertainment industry, e.g.,
botanical garden scenario, living room, playground, museum, etc.

Despite such promising results of our system, there are two main issues in this work:
(1) the limitations of the online-based pilot study, (2) the need for a pre-trained segmentation
model. In the following subsections, we discuss each issue in detail, present potential
solutions, and future research directions.

6.1. Limitation 1: Limited Pilot Study

Due to the unprecedented pandemic situation, in-person and lab-based typical human-
subjects experiments were out of option until now. Thus, we collected our data through the
online video-based survey for this study. One might raise the question of the validity of
the online video-based data collection for user studies conducted in this paper. In addition,
compared to the existing researches that collected data via online surveys, the number of
participants in our survey seemed a bit small [53–55].

Thus, we plan to extend our present study to a face-to-face experiment, where partic-
ipants actually experience the AR contents in person instead of observing pre-recorded
video clips. We will compare the results of the online-based survey presented in this paper
with the data collected through the face-to-face experiment to confirm the validity of the
video-based survey and/or to see how user’s perception differs. This further allows us to
objectively measure the engagement levels of participants during the AR experience by, for
example, collecting (1) usage time, (2) number of interactions (voice or touch), (3) number
of errors, and (4) task load, etc.

6.2. Limitation 2: Pre-Trained Segmentation Model

The main limitation of our method stems from the fact that the segmentation model
was trained in advance. The role of the segmentation model was to extract the silhouette of
the real object to prepare a virtual proxy. Thanks to the modular design, the segmentation
model can be easily replaced with a newer one with more objects trained; however, the
system will fail to give an appropriate AR experience if a user tries to interact with untrained
real objects.

In such a case, we can consider a minimum intervention of the user for unsupervised
learning [56]. For example, the system could ask users to mark the rough boundaries of
the untrained objects in the scene from time to time [31]. This additional operation may
negatively affect the user experience; however, it also could prevent the user experience
degradation from the failure to generate appropriate silhouettes of the untrained objects.

Another solution would be the use of an on-demand cloud API for the segmentation
model. This solution requires users to provide pictures of objects they want to interact
with beforehand. It may seem similar to replacing the pre-trained segmentation model;
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however, this direction would not require any programming knowledge so that layman
could perform without any issues.

7. Conclusions

In this paper, we proposed the silhouette mesh, a practical method that allows virtual
objects to perform realistic interactions with real objects without pre-modeled virtual
proxies. Our silhouette mesh creation requires no user intervention, even on deformable
real objects, and it uses only a single mobile device. In our case study, we prepared
the animal dolls dataset to train the segmentation network. We then applied it to the
multimodal-based AR system to demonstrate seamless and realistic interaction between
the virtual human and real-world objects. The result of our pilot study indicated that our
approach, silhouette mesh, significantly improves the user experience and perception with
the virtual human in the physical–virtual interaction in the shared space. Although our
work has limitations and has realized only four types of interactions to pursue the case
study, our approach can be used in touch-driven AR contents to interact with real-world
objects and extend the interaction type depending on the AR scenarios. We envision that
our work has given a promising glimpse into one of the ways to ensure usability and robust
interactions with natural objects in the single-based mobile AR platforms.
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