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A Study on Projective Calibration for Arbitrary Display Surface using Digital Moire Method.
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ABSTRACT

Moire topography method is a well-known non-contacting 3-D measurement method. the automatic 3-D measurement
by moire topography has been required since the method was frequently applied to the engineering and medical fields. 3-D
measurement using digital projection moire topography is very attractive because of its high measuring speed and high
sensitivity.

In this study, digital two-wavelength phase shifting moire is applied to the entertainment fields. recently, as promoting
the growth of the VR-Game, display devices which attract public attention such as HMD or Projector are being appeared in
order to deliver effectively the absorption sense. this study realized the Auto-calibrating system for arbitrary display surface
using digital moiré method which satisfied the shape measurement of display surface and the request of FOV(Field of View)
output. also when large screen wasn’t prepared , this auto-calibrating system was applied to enjoy games or movies at home
with a projector and walls
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Fig. 1 Optical Geometry of Digital Moire
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Fig. 3 Basic Concept of Two-Wavelength Moire
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Fig.4 Experimental Setup
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Fig. 10 the display contents before and after calibration in
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