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Implementation of 360 VR Tiled Video Player with
Eye Tacking based Foveated Rendering

Hyun Wook KimT, Sung Hyun Yang”

ABSTRACT

In these days, various technologies to provide a service of high quality of 360 VR media contents
is being studied and developed. However, rendering high—quality of media images is very difficult with
the limited resources of HMD (Head Mount Display). In this paper, we designed and implemented a 360
VR Player for high quality 360 tiled video image render to HMD. Furthermore, we developed
multi-resolution-based Foveated Rendering technology. By conducting several experiments, We have
confirmed that it improved the performance of video rendering far more than existing tiled video rendering

technology.
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