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Abstract

We introduce a parallax barrier type autostereoscopic display in order to overcome the limited viewing angle of the
conventional parallax barrier type displays. The proposed method adopts a special structure of double pairs of ITO that have
a common TN-LC at the core of the conventional parallax barrier. Compared with the conventional parallax barrier type
displays, the proposed display uses moving parallax barriers and eye tracking system to make stereoscopic view images adapted
to the movement of viewer. We implemented a prototype of the proposed dual layer parallax barrier system, and verified that
the proposed autostereoscopic display maintains seamless 3D views even when a viewer's head is moving.

Keywords : parallax barrier, autostereoscopic display, 3D
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Fig. 1. Structure and principle of the SLPB.
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