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“The Instant Generation of Live Twin Lens, VR Images”

Department of Game  Takashi IMAGIRE

VR experiences using head-mounted displays (HMD) have
become commonplace. One unfortunate aspect of a VR
experience, however, is a decrease in the sense of presence

felt by those around the VR user compared to the heightened
sense of presence that the VR user feels. The observer, for
example, has no idea what the VR user is looking at or what
they are doing at any given moment. As a countermeasure to
this, alive view image (LV1) is used, which is where the image
seen by the VR user is projected on a separate display. Yet,

this is a ruse because an LVI must create a computer-graphic
image from the perspective of the VR user which takes time.
Awkward movements are the natural enemy of VR experiences,
so we are studying a method for creating an LVI that the VR
user is looking at in real-time. Between the HMD screen and
the LVI, there are various points of difference, such as parallax
and aspect ratios. The subject of this study is bridging these
differences to create a screen that feels similar to what the VR

user is observing.

He assumed his current position in 2016 after gaining programmer experience at TAMSOFT
CORPORATION, NAMCO LIMITED (NAMCO BANDAI Games Inc.), GREE, Inc., and SEGA Co.,
Ltd. (SEGA Games Co., Ltd.). He received a doctor’s degree in science from the University of
Tokyo. Specializes in computer graphics and game engineering. He continues to research for
expanding digital game technologies. His representative book is DirectX 9 shader programming
book, and he supervised to translate the real-time rendering 4th edition in Japanese.
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