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Abstract Visualizing occluded objects is one of the useful applications of Mixed Reality(MR). We call it
see-through vision. It is important for see-through vision to display occluded objects in a manner that a user
can intuitively recognize them. As we apply new handheld MR device for outdoor see-through vision, we intro-
duced appropriate methods for displaying occluded objects and discussed their suitability. We conducted subjective
experiments and showed the best combination of the methods.
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Fig.1 Handheld MR device.
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Fig.2 Comparison of visualization.
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Fig.3 Input image.
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Fig.5 Elimination of occluding object.
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Fig.7 Wireframe of occluding object.
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Fig.6 Gound grid.
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Fig.8 Wireframe+surface of occluding object.
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Fig. 11 Evaluation of visibility of occluded area.
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Fig. 12 Evaluation of spatial relationship.
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