Analysis of the Impact of Depth API on Anchor Drift
in ARCore-based Indoor AR Systems

Deok-Hwan Park, Han-Ul Yum, Ho-Yeon Ahnx*
Shunchunhyang Univ., Shunchunhyang Univ., Shunchunhyang Univ.*

Ly
3]
1

the 9ate] WA o3 B4 ol SHo] 495 Ay A7 2

22717 v v

o ok
|
=2 Ayt BEeka el gigo] EAshs AU 37494 Google ARCore?] Depth AP 413} o571 S778 2 <7
24 ool tAE e RAET, ol 919 Unity A7) 19%9] 349 el Aol ag Falsh FAe A5} 2704 Depth
ON/OFF 23S Fafslo] 479 4= REE AALR 7|29} 4 2¥ Har S ZEM e 7 27 7 Zpo|7t 4] goke
' Depth AP 295} Al %2 227 9 el A5 390]4 sk 7] AZES} 2 ol dyol FrHoR 4 B35
on] Ay oAet HAE A oA} 27k ok 67.3%9} 73.0% sk A3e mold
I.AE 9J3) A 27] 52349] HelEE ASSRon, oF egsE A H
AT FHBAAR) A 29l FAE PG ARG AF el g = /IESR 0 T WAL VISR, A7p AR 97 el
S wulel AR AlZhEA )] EAA o)X 24 9 A% 2y 5 QAke] BFHAKStd. Dev), H 2xHMax Drift) S A3k on,
(SLAM) 71%% £ 97(Anchor)® ARsA e 2w wah} aazn 7 AZE @¥e FHHoR v
32 59 97 29102 Q18] A7 H;sk AAE o) Fehe A seix (2) Drift over Time (Mean + SD)
E(Anchor Drift) v} £¢1&44 02 7JAlE = ‘Y7 A ZE(Anchor Shift) —— Depth ON
Aol wste] AN ES AT [3] 35 il
#4] ARCore ZHEE RGB AHTORE 943 24 453 Hol, 30
Depth APIZ 53 731814 An g4 w9 Ao gy e s et B, g
g 4= Qiti1][2]. &3] SLAM?] = Eizi(Loop Closure) 2 A< 4 'E .
s} Ao A A= HEA AAE EAAS 18T ), O et OAR e
E
<

o [3104].
olell £ A= Unity 714t AlF Al 2=8S 8-8-30] Depth API 8443}

=
o
|

o 17} 47 Al MAE dTE v‘i‘-"iﬁ}ﬁiﬁk P ARRE 239 " ]___J /-
B A, e AZE B MRS A gatglon, o8 Fal 217 %0 10 20 30 40
350l frAket 22l A% Depth APIZ7F S35t 74714 (Robustness) Time after stabllizatlon (s)
W B FHAA (1~ [ L ) ERmsh e S et

a7 12 A7 AR mhE A SeEE Folg

off r
o
o
3R
u)

Off
o %

)
=)
ol
-
Ir
>

O % =%
I. & - B
ot 28 1@ AAE 4 23, Depth ONCEA) 21 A
& 7= Google ARCore®] Depth API 244 3HDepth ON) 77k 2 o 2} m2wH(ed Ao)7} 2 GA=]o] kg Aol A
W 7] F4 P TR GHE EA] A0 Unity 71 HOVE w1 Depth OFF(F3H40) 24 oF 2025} 53 Aol 247} AT
T4 FgAeld e TG AP gaA7F Rk v sHo]l  m gzsie opabo] AE YT o] 2y 22 9 A
Ak Al 55 oA P oH, g AR R AU L ol gxA) g = 47 AZE) 7]ds ALeA} AEe
7 xS a Asea A EASHE FUR, £ A Aol o EEAA AL 3

Hlole &4 A SLAM z7]s 5L 9 s i o] = S-S wiAlEk ] 5 2



(b) Final Drift Distribution
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