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A Study on the stereoscopic method for 3 dimensional expression in VR
application for ship design
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ABSTRACT: In this paper, theoretical basis of stereoscopic display is investigated and programmed to show the application which could bc
used in the Virtual Reality (VR), especially for ship design. Stereoscopic is based on the seperated view point of left and right eyes on the
screen and making 3 dimensional image. There different stereoscopic rmethods such are red-blue, interlacing, side-by-side and above-below are
imvestigated and implemente to show the simple ship model and inside of ship. To show the 3 dimensional view, OpenGL is used to make
program by implementing the logic of stereoscopic. Simple models and ship design are implemented to survey the applicability of stereoscopic for
ship design. The best way is to use two projectors to emit interlaced shape. It is expected to imply this technique in the VR application for
ship design.
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Fig. 1 Concept of stereoscopic view
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Fig. 2 General 2 dimensional display
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Hg. 3 Top view of stereoscopic display (right eye)
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Red-blue stereoscopic display
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Fig. 4 Concept of red-blue method

L L s Sk S e
—— S <y R Yo 5

Fig. 5 3 Dimensi

onal display of red-blue object

Interlace stereoscopic display
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Fig. 6 Concept of interface
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Fig. 7 3 Dimensional display of red-blue object
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Fig. 8 The behavior of polarized light
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Fig. 9 Projector setting

Fig. 10 3 dimensional view of ship on the silver screen
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Fig. 11 Side by side view

Fig. 12 Above below view
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