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Abstract :

In this study, the techniques for expressing the three-dimensional virtual space in

the dome display using the layered image is examined. In the dome environment, the user can

experience an immersive environment without wearing the 3-D glasses, because the user’s view is

covered with the frameless image. From the psychological experiment, it has been known that the

user can perceive three-dimensional sensation from the layered image by using the effect of motion

parallax. This paper reports the technique for expressing three-dimensional image by using the

interpolation algorithm for the layered image.
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