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Abstract : This project has developed a simultaneous 2D/3D hybrid theater using a real-time
shader to hide images which is called “2x3D Real-Time Shader”. In this project, concealment
processing is performed using a pixel shader to support the hiding of dynamic images in real time.
In this way, multiplex-hidden images are possible with multiple videos in real-time and stereoscopic
3D can be achieved. It is no longer necessary to screen 2D and 3D movies separately, reducing the
number of required screens in the same cinema.
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