OrZ4] A x| ClASI0IE it GPUYIE HICIE 7™

A GPU based Rendering Method for Multiple—view Autostereoscopic Display
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Abstract 3D stereo display systems gain more interests recently, Multiple—view autostereoscopic
display system enables observers to watch stereo image from multiple viewpoints not wearing
specific devices such as shutter glasses or HMD, Therefore, the Multiple-view autostereoscopic
display is being spotlighted in the field of virtual reality, mobile, 3D TV and so on, However,
one of the critical disadvantages of the system is that observer can enjoy the system only in a
small designated area where the system is designed to work properly,

This research provides an effective way of GPU based rendering technique to present seamless
3D stereo experiences from an arbitrary observer s view position,

¥ 2]of: Autostereoscopic Display System, Parallax Barrier System, GPU based Rendering Method,
Multiple—view Autostereoscopic Display System
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#extension EXT_gpu_shaderd : enable
uniform isampler2D pixelFormat;
uniform sampler2DArray view;

wvoid main()
{

ivecd texID = texturelD(pizelFormat, gl_TeaCoord[0].st);
wvecd col[9];

for [ int i =07 1 € 97 i++ )
{

col[i] = textureZDArray(view, wvec3(gl_TexCoord[0].st, i}));
1
gl_FragColor = vecd(col[texID.r].r,

col[texID.g].qg, col[texID.b].b, 1.0);
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