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Fig.1 Relationships between a stereo camera, video streams
from the camera, and masked hidden view recovery
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Table 1 Binocular mismatching in OB-DR (*The underlined content is the new contribution in this paper from [2])
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Fig.2 An example of stereo images in the experiments
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(a) A complete view of the system
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(b) Close up view of the experimental scene
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Fig. 3 Experimental system

B AT ~DFEREREHATINIEF CH S, ™,
HORFTIIRTA SRT U AOERIIITHLT, BE
BN OELDHIITE CTHRE LAV T 47
I TVl ML o THRIE SN D BREGENIC
IREBLDE LI

32 EBAT—IDERK

B RT—& & LT, MEER TR LEkE
Light Field (# 400 mm, -2.5°<¢p=2.5°, 0°=<0=60°,
200X 20 DB AT T L A) Ths LFp ZHEk L7z,
ZHUL 2 BT AT TR OBH &7 — 214k DB
BEICFE Y% . feu N C LFDp 2> SR ARAF 4 & 5 #¢
I 1 R E MBIV T LFs 2B L7z, #iWVC, BrE
%G A —RICERE L, 200 Hcod AT L A HEi{gS)
SL sk L. &7 L —AZHISE LI A FArEE
BiIe Ry b7 —2nbEE L (210 2% T
AT, =V, REYEKD NT vFo 7] 1Z8%Y).
ZLTC, NEMKREZHE Y RO T 4 TR
v 7 A% 3WTZEMANICEE L (Rl 2&ED IR
TROFRIR L~ A 7 BB OARK]) .

INSOEHRNS, LFs & LFp 2 H LTSI
AT LA MG T R CORY A2 R Lz (210 2
B [ RO L RER~DOGR]). ThE
NOFEFR% DRs1 & DRp1 &3 5.

3.3 =B 1

AREBRTIE, 3.2 HIlRLET—ZITMA, WE
ICHRFAREE Z2RAE ST D0, HFEEE 20
BN & S #ERL L7-. &iZ, LFp & LT
Sle TN THORT L AEBROREE RA4 AL, DR
LEEFE R DRpe 2N ENA572. AT, Sl iZfR
Y EROEHEEME REEZ a 7L FL, EgZIE O
BT D720, v A7 EBITIEN LLHEEZEL T a
~ v TERAER LTz, LB, Z OERALEEE Region
Blending Across the Border (RBAB) ALF & FE5.

© 2016 by the Virtual Reality Society of Japan (VRSJ)

SLAGzbh/-e &, LFpiZ a v~y 7 &iEHT 5
Z LIk Y, DR #% DRoem 24572, %2, HMD
Z AT DR ALBRAS SR A 2R e OB E L 7.

42 DRp2, DRpom ® 10 B LTV 100 7 L — A4
H% 9. DRpe & DRpowm ZLET 5 & [HE5M
AREEGNT KD NARBIT I S D bt G (B
1) DRp2e THROLNDN, ~AZHBOT Y Y
28 RBAB ALFRIZ LY Har7=72< 725 Z L T DRpom
TIXZENPEB SN TN D, 2 b OBIRITFREXS
SEEIC 3D XY T 4 TRy 7 AZHEH LT
% Cosco H[5]%°, Zokai HI[6lDHAICH AT S
HbDOEEZLND.

34 EER2

ARFEERTIE, DR 2P S DRs1 & DRp1 %2 HMD
ICFR LT, BEZITY, ikl R51C10%
J V100 7 L — A HD DRs1 & DRp-1 #7579, DRs+1
D27 L—LEHEETSHE, IBR ZRGIWEZ &I
EDRATOENBEEL TNWDZ ENDND. —F
T, DRp1 TR UBISRIIHER I N o7, LiEX
v, 2Tk MIBR K 5 BT OZEL (R
M 3) | MR L. Mz T, BiE o Window
Violation W65 Z & AR L7 (FE 1).

35 EE& 3

Cosco 5 [BlDFHED X 512 VDTM ZF|H 9 5 B
W21, & D RBRIREE S VT 2 (SR A7 % O A
4 %39 Blending Field (BF) [7] ### 4%, K&
BRCl, @O BF OFREFIEIIMZ, 2 ETRL
7-RRE 3 OFAEZEIT D87 72 BF O R FIEE
WAL, ZAUTEYHE 3 BEBRICER I, Z L
TR LT

FEBROWE & LT, £7°, LFp 706 134 Lo #ig
ZHY L, Agisoft £:® PhotoScan %\ CTZd
=D 3D ET NEESE L. IRWT, £0 3D



MR2016-6

BARN—FvIL)TYT14ER BEREERMEE  Vol.19, No.1, 2016

(a) £»BIEIC, 1038 X0V100 7 L—2A5H (b) ~AZ W%, /7 5IEIZ DRp2, DRpewm
(a) 10th and 100th frame (b) Mask of DRy, DRp .

() &2 BIEZ, DRp2, DRp2m® 10 7 L—AH " (@ £ SIS, DRoe DRoaw® 100 7 L—AH
(c) 10th frame of DRp.,, DRpom (d) 100th frame of DRp.,, DRpom
B4 B 1 OfER
Fig.4 Results of Experiment 1
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Fig.5 Results of Experiment 2. Left to right, 10th and 100th frame of DRg_;, and 10th and 100th frame of DRp;
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fig.6 Binocular mismatching due to IBR. Sparsely covered view-dependent images cause binocular rivalry in the hidden view
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Fig.7 Stereo VDTM (left) and Cyclops VDTM (right) at two view points
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