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weAtheR: Ambient display of weather information with AR technology
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Abstract: As HMDs (Head Mounted Displays) enabling VR and AR applications are becoming popular, it
will be more likely for many people to keep wearing HMDs for their work and entertainment for many hours
in near future. In this paper, we discuss techniques for displaying additional information without interrupting
their activities in such situations. Specifically, we propose AR-based display of weather information in which
computer graphics visualization of rain, for example, is overlaid on real scenes to notify the user that “It will

rain in 3 hours.”
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