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Motivation

Our Approaches
RealSense

Bring the real world into VR In real-time
and make It interactable

Real-time scene capture  Real-time hand capture
+ tracking
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Experimental Results

RealSense worked well with short distances: Kinect better for
long distances. Combination of both is ideal.

Integration of KinectFusion with Unity Is currently a roadblock

Future work:
* Full scene Integration
* Point cloud registration
e KinectFusion over Network
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