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Integration of omni-directional projection display using ultra-wide angle
projection technique and screen physical and optical transparency control

Sato, Toshiki
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o i _In this research, we focused on integrating two different viewing methods in
projection mapping displays of three-dimensional shapes into a single system using a special screen
technology with ultra-wide angle projection and variable transparency, as well as physical aperture

properties.
In the process, we focused on a screen using a PDLC panel with controllable transparency and

opacity, which enables ambient video presentation.
We also focused on a method of changing transparency by freezing a soap bubble membrane, and
presented the possibility of a new multi-layered projection screen using a frozen soap bubble

membrane through the development of a prototype.
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Omnidirectional display that presents information to the ambient environment with optical transparency
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