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Image evaluation of multiplex-hidden hybrid 3D display

using linear polarization

Wataru FUJIMURAT, Yukua KOIDE', Genki KUNITOMI', Hiroki TAGUCHI', Hisataka
SUZUKI!, and Akihiko SHIRAT'

1 Kanagawa Institute of Technology, Shimogino1030, Atsugi-shi, Kanagawa, 243-0292 Japan
E-mail: 12x3D@shirai.la

Abstract This article reports about an application technique which can realize 2D /3D hybrid display using mul-
tiplex-hidden imagery. In the experiment, it evaluated better image quality for various user and environments.
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