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Higher immersion feeling by an interactive system with the viewpoint-driven image

Osa, Atsushi
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In this study, | developed a system with a personal computer and an eye tracking
device in order to bring higher reality on images in a small display device. The system displayed
different perspective images according to a viewer’ s gaze point. On the other hand, investigating the
location of apparent vanishing points which observers perceived in a real scene, | proposed a model to
represent apparent vanishing point. Then, 1 investigated about rules for displaying images in the
developed system. Results showed that representing apparent size and apparent vanishing point in an image
brings higher reality on the image.
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