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Basic Terminology of Glasses-free 3D Display
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IR 3D BREARIE

1 JEH

AARUERLE T HRHIR 3D BoRIEAARE, MBI, LB S5 E., HAEE.
WESKR. ARG 5 0% )5HARE L HE L.

AARUETE F T HRHR 3D BOR MR R . BEit. 3 KoAR S AT 6 52
2 LT A S

3 BARE
3.1.1
ME (Disparity)
= YEY AR A R R B R A B S
3.1.2
JKFHLZE (Horizontal disparity)
IKFJ7 6] AL 22
3.1.3
FEHME (Vertical disparity)
HE LT ] L2
3.14
IEMZE (Positive disparity)
FEMREURAE M A IR R A M AL 22, 7 AR M1 27 B R SEAR s U8R
3.1.5
FMME (Negative disparity)
FEMREURAEAM . AR R LM A 22, 7 AR B B R SLAR s U8R
3.1.6
FWZE (Zero disparity)
FIREGSHIREGESN R ZE, AT B b B SZAR B R ECR .
3.1.7
2% (Vergence)
YRR — N A, HR3K [ P 32 2 458 9 R B L ' A ol T A0t U 52 4k DA SR 7575 WA P 3L
H A I 2
3.1.8
HERXIK (Monocular view)
RS T E B
3.1.9
#LX (Viewing zone)
B JE A R HEF FoRE B FRE X 5
3.1.10
LA (Viewpoint)
BAUE .
3.1.11
PHE (View)
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BN TS LR P
3.1.12

AR (Stereo vision)

HA SEAR AL B IR o
3.1.13

MAEEE (Stereo image)

B RS BRI & I8 B SLAR BT M
3.1.14

MAREGXT (Stereo image pair)

HAT W22 I RS S AR L RN B — XS AL ]
3.1.15

MR AE (Visual discomfort)

NHRACHS T FHHR, B Al Bom 855 B AL AR IR, AnHR . FLIBOH . IR
M. R WmH. BRESEER.
3.1.16

XX EHMZE (Binocular parallax)

T A RS R — kI, A A T e MR AR P JE = P o 8 2 5
3.1.17

EfLEEES (Papillary distance)

N HR FEE L oo i B il 22 T R B
3.1.18

4= 5 3D (Holographic stereoscopic display)

ARAEAT S S5 B A IR a6 P06 3D o, R U IR S IR BA A F 1 3D Rtk
3.1.19

&4 3D (Lenticular-lens based stereoscopic display)

FFDC 73t s 220 HRSZAR GRS 73 BN 22 AT IR T A5 219 3D B .
3.1.20

H 3D (True 3D/True stereoscopic display)

AEFFILELSE 3D 5t 3D R
3.1.21

A& (Pseudo 3D/Pseudo stereoscopic display )

A A NIRAE SSLAR BN RCR, 2 B E . MIRIRZ R .
3.1.22

#RHR 3D 7R (Auto-stereoscopic display)

AE B BB, A8/ MR AR s e e _E 20 )7 S W e B 4022 AL T T T B 3D 5%
141 3D &R,
3.1.23

WAL S ER (Bi-view display)

fEFH PN HEIET ) 3D 2o
3.1.24

ZWAER (Multi-view display)

R Z ALK 3D S, EEREEE A>T 34
3.1.25

FEEMAER (Dense-view display)



R Z P 3D B, WAL EIEE A DT 28 4.
3.1.26

EZM A ER (Continuous-view display )

FILHSE 3D 5 3D o, JEE B H AT 200 4.
3.1.27

R IREZE /R (Eye-tracking guide stereoscopic display)

T NRWE M E RS UX 3D B,

4 S
4.1.1
¥4t (Parallax barrier)
FH 325 06 2% AN 6 2% A ST HE B 2H B 6l
4.1.2
M E /R3S (Parallax barrier 3D display)
IR BREE M HEAT S 7R FIARIR 3D R4S,
4.1.3
HE e (Lenticular-lens)
FH 58 A [ R AT 32 45 B TG FAT HEZ1 T A i) D' i o
4.1.4
BB B 7~ 28 (Lenticular-lens 3D display)
MR BCH HEAT I 5 7 R AR IR 3D B .
4.1.5
/NFLEEZ (Pinhole array)
YRR NFLRES
4.1.6
HHRiESE (Fly-eye lens)
CYEIE BRSO AR
41.7
AT ¥/ 26 (2D/3D switchable barrier)
/b A4 2D 1 3D PIFCIRAS G .
4.1.8
BEH&REE (Slit width)
BLE M 2% I B FE
41.9
k4 % & (Barrier width)
BEE ML 2 K TE
4.1.10
Ft£R % (Lines per inch/LPI)

AL TERE A GEHR RS POBHIER TN Bk FGH e

4.1.11
YetHEiR} f a (Tilt angle a)
S5 T B 5 AR YA

4.1.12
JeH i EE (Pitch)
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S B G PR AR T T
41.13
WX R (View offset)
SRR EAG R SR RO R T A NS B ES, FS NR R A IR .
4.1.14
T EEE (Subpixel width)
BAR. Gy B TEEMEE.
41.15
#EXZE (Light transmittance)
Fe 5 e 5 N S s LA
4.1.16
4y %# (Splitting ratio)
S EL T HR O 6T B (A AR AR 21 E el o 15U R HE SR I A
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K2 HEEsh R

5 F5aHE
5.1.1

MEfLTH (Disparity estimation)

Y5 5] — 3 5 AN TR DR A Al A0 22 1 I
5.1.2

FERIL (Depth extraction)

Y5 5] — 3 5 A AN [RI AR DR g BGR E F) aed
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5.1.3
BERMAE (Virtual view)
AR 225 A0 I A AR I
5.14
PLEES: (View rendering)
R 22 W0 PS8 FH AL 22 B0 BB A JE A st PR P A
5.1.5
Z A E#H (Multi-view conversion)
WU B 4y 22 AL
5.1.6
FEM A (Dense-view conversion)
MU e 4 g 3 A
5.1.7
FEE R FE# (Continuous-view conversion)
XU e 4 g T 2R A
5.1.8
YL A AL (View synthesis)
FEA TR P 42 RO G B 2 o AT S R I 7%
5.1.9
HIEMAL A A (Adaptive view synthesis)
TRIE VLG 264 A R B 12 O i G B 2 Ak AT S 0 B N A 2 I 7
5.1.10
FIRAT (Depth of field adjustment)
3D Yy R B S .
5.1.11
PLZEHTT (Parallax adjustment)
3D R GREE T -
5.1.12
3D AHIARZH (Human-computer 3D interaction)
/A IRER B ANAZ B,
5.1.13
ANIRERER (Eye tracking)
For il B R NHR, - DB E N BRALE

6 MEREVEUT
6.1.1
3D =& (3D brightness)
FIr A BRI B
6.1.2
3D XFLLE (3D contrast)
I A AR R AR T 20 B
6.1.3
EIRBE5r#2 (Display resolution)
27 B BT S B IR 23 He 4 T BB 2= 2



6.1.4
et 4% (Lens resolution)
[F G 22
6.1.5
3D YA #HE2R (3D perception resolution)
3D B R AR B 40 B A
6.1.6
3D IRE 2 #2E (3D depth resolution)
3D EUREREETT M 1) 5 H
6.1.7
3D IREVEE (3D depth range)
3D BRI B NGRS H BRI YE
6.1.8
ZE—3E (Brightness uniformity)
PP T 1 o o — Bk
6.1.9
Xt b B — B 1% (Contrast uniformity)
LB V) PR %oF B B — Sk
6.1.10
& E—2 1 (Chroma uniformity)
P V) g — B
6.1.11
LA B (Crosstalk)
&) — L RO AN [F) A0 I 5
6.1.12
3D FJ#LIX (3D comfortable viewing zone)
e E 2 3D BGAR B AR /T — 5 BERWE XI5,
6.1.13
3D §X (3D uncomfortable viewing zone)

AEEIME 2] 3D EGRCR M ZE K & AT — & BERWE X

6.1.14

3D AI¥LfH (3D viewing angle)

3D R REE UG B R UF AR R MOWLE M BTG
6.1.15

3D 473&E (3D comfort degree)

3D EoRBTFF A N IRAL R PE I FE
6.1.16

EE/REL (Morie)

3D SR 7 [E) R AR R ) JE] A o B B () AN 35 S AR A
6.1.17

BIEWEFEE (Best view distance)

3D WoRI A& 55 A i .

7 WASKK
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7.1.1
PLE% (View number)
ENGEAS T8
7.1.2
PLE 4> #E# (View resolution)
BB R
7.1.3
HLZE (Disparity map)
FLEIDR Z TR AR AL RS ]
7.1.4
HEE (Depth map)
FIL DR L R 2R I
7.1.5
XALE 3D #%3 (Bi-view 3D format)
PRSI ) 3D A% .
7.1.6
Z L 3D #%30 (Multi-view 3D format)

AT 3 AR 3D #%3, w4 MK 3D, 9 ML 3D,

7.1.7
V+D 3D #3 (View+Depth 3D format)
1AL 1 AR EZ ) 3D # .
7.1.8
2D ¥ 3D (2D/3D conversion)
W2 M 2D ¥4y 3D i .
fff: A 2D SRIRF AN 3D RIR.
7.1.9
S RHPEREL (Concentrated stereopsis model)
SEARAHDLAE R — M2 EHER, AHBL GRSy —
7.1.10
SPATHDUERL (Paralleled stereopsis model)
SEARFNLE A — B EPAT RS, ABLDG A 4T .
7.1.11
FLRFEBS LA EE (Baseline distance)
FHABSLARFELA G R
7.1.12
B (Perspective projection)
B 107 AR B 4R R .
7.1.13
IERZ# (Rectangular projection)
KB Rl IEAZ B T AR 2, B AR K s
7.1.14
MERBIEE (Disparity tolerance)
RO AN 2 31 fie KA 22 2 1] (R
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8 RG5EN

8.1.1
BN R R4 (Internet publishing system)
SCREE THREIMARIR 3D 2 AR R AT R4

8.1.2
EEHEE & (Image mixed character display)
BEII. BRI S 71 Bon 5 K







	前   言

