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Abstract:

The Christian Doppler Laboratory for Handheld Augmented Reality at Graz University of Technology was 
founded in 2008. Its mission is research and development of Augmented Reality (AR) technology for 
mobile phones. Today the CDL investigates a wide spectrum of research topics. In the first part of the talk 
I will give an overview about the recent achievements in Social AR, Information Presentation in AR, 
Tracking and Real-time Self Localization, AR based Navigation and AR Graphics. 

The second part of the talk will be about my PHD topic – Visual Coherent Rendering. Visually-coherent 
rendering for augmented reality seamlessly blends the virtual world and the real world together in real-time. 
One challenge is the correct handling of lighting. Real-world light should be applied to virtual objects and 
virtual light sources should affect real world objects. This implies the measurement and estimation of the 
real-world illumination, also known as photometric registration. So far, photometric registration has mainly 
been done through capturing images from mirror balls or planar markers or by using high dynamic range 
cameras with fish-eye lenses. In my research I am investigating real-time methods for photometric 
registration from unknown environments, which are also applicable in AR.
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