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ABSTRACT

In this paper, we found the many effective ways and apply for improve the 3D quality of Autostereoscopic
3D display products. Autostereoscopic products compared to traditional 3D glasses, the disadvantage is the
poor depth of 3D picture quality and it only can see the fixed distance and position. So, for the compensate
this disadvantage, we use the Head tracking technology and video placement algorithms and several
techniques.

In this paper, the will report on how to improve the Parallax Barrier Autostereoscopic 3D quality through
the Head tracking of the user identification, video replacement algorithms and crosstalk improving method.
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