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Omnidirectional Stereoscopic Image Generation

Using Multiple Omnidirectional Image Sequences
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Abstract This paper proposes a novel way of making omnidirectional stereoscopic images for binocular vision
and realization of arbitrary view. The stereoscopic images can be generated from omnidirectional image sequences
by image-based rendering. In order to generate the novel stereoscopic view accurately by image-based rendering,
much ray information is required because the novel view is composed of parts of several rays captured at different
points. In our research, much ray information is acquired at many points by capturing omnidirectional image
sequences in arbitrary multiple paths and appropriate ray information is used for generation of omnidirectional
stereoscopic images. In experiments, omnidirectional stereoscopic images in outdoor environments were generated
and displayed.

Key words telepresence, binocular vision, stereoscopic image generation, image-based rendering
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