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Abstract

Matieation

Mowadays, display technology has becoms mature. i thers s 3
technology helpng us 1o see the beautiful things behind barmers, it will
bix @ wonderdful deearm, With crcult design knowdedge, video signal
processing technology, we can realze the “see-through™ technokgy
and we can make al objscts become "ransparent™

System Oweniew

With video/image sgnals processng echnology, we use cameras o
caphure wvideahimage signals from thee real world. That s, | 8 vieser
stands in front of a monior or & display, the syslem uSes CRMeras o
caphire scenes behind the daplay and then shows the capluned images
with propased Transpangni” reconsiruction prodedundg

Firstly, the system ulikzes af keas! two cameras lor capluring. Then the
system generabes differen! reconsbrucled images according o the
wienwing positions of the viewers. To make viwers fael that the
reconsirucied mages have seamiess connecton o real suroundngs,
wiit thetn derive “Video Seamiless Warping™ 1o handle stitching problems
and iz find the best matches betwesn the captured images and tha real
scenes. Besides, for 3D [ssues, the pgest difference babseen neal
Soenes and two-diménsaonal images & depth informabion; the Systerm
also supports 30 videcsimages by depth estimation,

Faor hardwane archiléciung Ssues, seambess video warping and depth
estimation need high computing power, but CPU solution cannod afford
such reaktime processing. Thus, we dasign ASICFPGA o speed up
the calculation and realize the proposed algonthms in realkbrme, thal s,
at least 30 fps. Tolally speaking, the whole system includes
monioetidsplays, multiple cameras and the parallel hesdware
framework with ASIC and a FPGA platiorn for demansiration






