AY =272

DirectX 7|8t XN A ool ol =& 7[H
21712° ZEA!

S30)sfm YED|CI0f3r

mythsjin@dongguk.edu, chohj@dgu.edu

Depth Scaling Method of DirectX-based Stereoscopic Game Image

Jin-Mo Kim®, Hyung-Je Cho*

Dept. of Multimedia, Dongguk University

2 %

WEH Gt SellAe G4 7iEe W H 3k A G e #E FIA &
oh Wk ofue} 22k @] FAIR QAste] 3xkd ZRlzeA S YA I BH TIE o]
AlZre] A g U s gk ol ©A e Fofdl ZHE Ao] o} on, ul
F T O BoklA FGA AF 5 U=F: AA G 7leol g, dFH Tk dAe
[AF FA 3ol ad Jud ASH AL A mE FJ2g A o oz dF
o2 wstehs A 22 AAZE Alzge A A G Vs HES A o] FolAA &
i Sleh & =EolAE DirectX SDK 289 stolxzeele] 7]8kdts 725 nigez YA
& BEAoR E g a A% mE A AR 4 =4S Tl d2AE dstes 2ol
#o2d e AARAT o2 Fd 4l GF leol HEE AY AFe] 2| o]Fojd
T A= AZE gtE AAS Rz F)

ABSTRACT

The development of image technologies in such area as broadcasting and movies has

recently increased our attention to 3D stereoscopic images. In

addition, the development

of stereoscopic image representation technologies in 3D contents becomes more active

over time due to the representational limitations of 2D images.

Without limitation to the

above-mentioned area, stereoscopic image technologies have been developed and studied
so that they can be widely accessed in diverse areas including medical services and
education. Due to the refined production, however, required to represent a three dimensional
effects and the fatigue caused by the perception of a three dimensional effects, the
stereoscopic image technologies are not combined into real time systems such as games
where environments change unforeseeably. In this study we design a technique to adjust
the depth scaling that will enable efficient management of a three dimensional effects and
to relieve fatigue through automatic view point interval adjustment in accordance with
situations based on the geometrical structure of the DirectX SDK graphic pipeline.

Through this, we would like to suggest a new alternative idea
of games combined with stereoscopic image technologies.

to activate the production
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— Depth Scaling Method of DirectX-based Stereoscopic Game Image —
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