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(57) Abstract: Methods and systems for enabling creation of augmented reality content on a user device including a digital imaging

o part, a display, a user input part and an augmented reality client, wherein said augmented reality client is configured to provide an
augmented reality view on the display of the user device using an live image data stream from the digital imaging part are disclosed.

o User input is received from the user input part to augment a target object that is at least partially seen on the display while in the aug
mented reality view. A graphical user interface is rendered to the display part of the user device, said graphical user interface en -
abling a user to author augmented reality content for the two-dimensional image.
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Methods and Systems for Enabling Creation of Augmented Reality

Content

RELATED APPLICATIONS

This application is related to co-pending to an

International (Patent Cooperation Treaty) Patent Application

No. XXXXXXXXXXXXX, filed on August 18, 2011, entitled

"Computer-vision based augmented reality system" which

application is incorporated herein by reference and made a

part hereof in its entirety.

FIELD OF INVENTION

The disclosure generally relates to methods and

systems that enable the authoring and management of augmented

reality content. In particular, though not necessarily, the

disclosure relates to methods and systems for enabling a user

to author augmented reality content onto real world objects.

BACKGROUND

Due to the increasing capabilities of multimedia

equipment, mobile augmented reality (AR) applications are

rapidly expanding. These AR applications allow enrichment of

a real scene with additional content (also referred to as

"augmentation" or "augmented reality content") , which may be

displayed to a user in the form of a graphical layer

overlaying the real-world scenery.

Example augmented reality content may include two-

dimensional graphics, three-dimensional objects that aims to

augment a real world object with virtual content. Augmented

reality content may exist in a three-dimensional (virtual)

space. In particular, at least one of placement /position,

shape, size, movement and any other spatial attributes of the

augmented reality content correspond to a virtual three-

dimensional space. For example, a rectangular billboard
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poster as augmented reality content has at least properties

related to: position, orientation, size and shape that exists

in a three-dimensional augmented reality space.

While an experienced user may program and create

three-dimensional objects easily using sophisticated three-

dimensional graphics software running on a computer, a person

without experience in creating virtual three-dimensional

objects would find it difficult to create augmented reality

content using devices such as a handheld tablet or mobile

phone. The limited user interface offered by user devices

hinders the authoring of three-dimensional objects because the

user input methods and user interfaces does not easily allow

the manipulation of objects in a three-dimensional space.

Hence, it is desirable to provide methods and systems

that facilitate the creation of augmented reality content that

at least alleviate the problems disclosed herein.

Furthermore, it is desirable to provide a platform that

manages a collection of augmented reality content created by

users .

SUMMARY

Augmented reality systems enable the visual

presentation of augmented reality content over real objects in

the real-world. Within the system, augmented reality content

may be represented as objects occupying a three-dimensional

virtual space of the real world. The .augmented reality

content may have a particular spatial relationship with the

objects in the real world. For instance, a virtual billboard

poster used as augmented reality content may be positioned on

the North side of an office building, with the front of the

poster facing outward from the office building. Accordingly,

the poster has a position, size, shape, and/or orientation

properties in relation to the virtual three-dimensional

augmented reality space. In the context of this disclosure,

the augmented reality space may include a virtual

representation of the three-dimensional environment that

represents the real world. Augmented reality content exists

in the augmented reality space.
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An augmented reality system or an augmented reality

device may include a display part (e.g., LED screen) that

shows the augmented reality space (referred to as "augmented

reality view") by combining image frames from an live image

data stream from a digital imaging part (e.g., camera) with

the augmented reality content. Furthermore, the augmented

reality system includes a user input part where a user may

provide user input. For example, the user input part may

include a touch screen. Typically, the touch screen or the

user input part is limited to receiving user input in a two-

dimensional space (e.g., receiving user input events

associated with x , y coordinates) . This poses a problem for

users wanting to create three-dimensional objects in the

virtual augmented reality space, because the two-dimensional

user input does not correspond directly to the three-

dimensional virtual space as seen by the user through the

display part of the augmented reality device. If the user

input is mapped to the three-dimensional space that is

unnatural for the user (e.g., a user clicks on one of two

buttons, the intended button does not become activated but the

other button becomes activated due to a poor transformation of

the user input event into three-dimensional space) , user

experience is degraded.

Furthermore, from the augmented reality system's

perspective, there is a technical problem with processing user

input that exists in the two-dimensional space. When the user

input was intended to interact with objects in the three-

dimensional virtual space, the user input received by the

augmented reality system only exists in two-dimensional space,

thereby leaving one degree of freedom where the system is free

to interpret how the two-dimensional point may be projected

into a three dimensional space. A coarse projection could be

performed. But when a user is performing a task where

precision matters, such as drawing or creating objects in

three-dimensional space, user inputs may not be projected

properly onto the real world objects existing in the augmented

reality space. The situation may be worsened when the user

device and the user may be continuously making small or large
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movements, causing further jitter in the accuracy of the

projection .

When creating augmented reality content (e.g.,

drawing, sketching, etc.) on a two-dimensional plane, taking

the user input and projecting the user input in three-

dimensional space, the projection can be workable and drawing

in three-dimensional context is possible in theory if given

sufficient information about the user input in two-dimensional

space and the user and surroundings hold still. If the

projection processes has jitter, this jitter will also be

visually apparent and present in the augmented reality content

(e.g., drawing or sketch) itself. Touching the screen or

providing any user input requiring physical input on a mobile

user device generally also causes slight movement of the user

device, causing even more problems in accuracy.

The user input in two-dimensional space may not

provide sufficient information to accurately translate/project

the two-dimensional user inputs into a three-dimensional

space. For example, a user taps on the screen at position x ,

y . The augmented reality system is lacking information such

as the desired direction of the tap (e.g., is the user

directing the tap upwards or downwards and at what angle?)

such that the x , y coordinates may be more accurately

projected into a three-dimensional space. Accordingly, it is

desirable to have methods and systems that enables users to

create augmented reality content that at least alleviates some

of the problems disclosed herein.

A method for enabling creation of augmented reality

content (also referred to as user-generated content) on a user

device including a digital imaging part, a display output, a

user input part and an augmented reality client is disclosed.

An example user device may be a mobile phone or a mobile

computing tablet having a touch-sensitive or pressure-

sensitive screen. Said augmented reality client is configured

to provide an augmented reality view on the display output

using an live image data stream from the digital imaging part.

An augmented reality client, implemented at least in part as

software running on the user device, preferably includes a

Niantic's Exhibit No. 1035 
Page 005

f 

 

Find authenticated court documents without watermarks at docketalarm.com. 

https://www.docketalarm.com/


Real-Time Litigation Alerts
	� Keep your litigation team up-to-date with real-time  

alerts and advanced team management tools built for  
the enterprise, all while greatly reducing PACER spend.

	� Our comprehensive service means we can handle Federal, 
State, and Administrative courts across the country.

Advanced Docket Research
	� With over 230 million records, Docket Alarm’s cloud-native 

docket research platform finds what other services can’t. 
Coverage includes Federal, State, plus PTAB, TTAB, ITC  
and NLRB decisions, all in one place.

	� Identify arguments that have been successful in the past 
with full text, pinpoint searching. Link to case law cited  
within any court document via Fastcase.

Analytics At Your Fingertips
	� Learn what happened the last time a particular judge,  

opposing counsel or company faced cases similar to yours.

	� Advanced out-of-the-box PTAB and TTAB analytics are  
always at your fingertips.

Docket Alarm provides insights to develop a more  

informed litigation strategy and the peace of mind of 

knowing you’re on top of things.

Explore Litigation 
Insights

®

WHAT WILL YOU BUILD?  |  sales@docketalarm.com  |  1-866-77-FASTCASE

API
Docket Alarm offers a powerful API 
(application programming inter-
face) to developers that want to 
integrate case filings into their apps.

LAW FIRMS
Build custom dashboards for your 
attorneys and clients with live data 
direct from the court.

Automate many repetitive legal  
tasks like conflict checks, document 
management, and marketing.

FINANCIAL INSTITUTIONS
Litigation and bankruptcy checks 
for companies and debtors.

E-DISCOVERY AND  
LEGAL VENDORS
Sync your system to PACER to  
automate legal marketing.


