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ABSTRACT

Glassless 3D display requires multiple images taken from different viewpoints to show a scene. The simplest
way to get multi-view image is using multiple camera that as number of views are requires. To do that,
synchronize between cameras or compute and transmit lots of data comes critical problem. Thus, generating
such a large number of viewpoint images effectively is emerging as a key technique in 3D video technology.
Image-based view synthesis is an algorithm for generating various virtual viewpoint images using a limited
number of views and depth maps. In this paper, because the virtual view image can be express as a transformed
image from real view with some depth condition, we propose an algorithm to compute multi-view synthesis from
two reference view images and their own depth-map by stepwise duplex forward mapping. And also, because the
geometrical relationship between real view and virtual view is repetitively, we apply our algorithm into OpenGL
Shading Language which is a programmable Graphic Process Unit that allow parallel processing to improve
computation time. We demonstrate the effectiveness of our algorithm for fast view synthesis through a variety of
experiments with real data.
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