SONY
20224E2 220 (k) HFEH

BFTAATLADABIES VKRS D L2022

Eye-sensing Light Field Display¥:fific & 3
TEBRT A ATLA EZFDORHEG

VZ—=JI-THA&t R&DE 49— &Il FA
Koji.Aoyama@sony.com

Sony Group Corporation

Copyright 2022 Sony Group Corporation



P ILZhOZ9Z - AA-IVT &
e Tl BRE JO59Y& oy . =R
FyhI—oY-—E2 V)a—-3y Y)a—-3>

R&Dt ¥ —
https://www.sony.com/ja/Sonylnfo/research/

-

OUI@&%&%WL‘&“—@ T

-

ZENNES T I ‘
3 T

VZ—=JIL—-THkA&tt R&DE >4 —
Tokyo Laboratory 09 W =5 Koji.Aoyama@sony.com
Bl —
Tokyo Laboratory 01 il #hia
A% X®

VI-HASH R—LIVITA AV RNEY DY RTO5 I VEEFRE
TVERS mmakstE—abr] mmb RS AR A
AmEEERFT FTRERIEEE XH 2

SONY

2 ‘ 2022.2.22 Sony Group Corporation R&D Center




Outline
1. EROEREBIE

2. Eye-sensing Light Field Display#fif
2T LB/ ETEROFVZERIFIRO /28 04D D F:ii

3. ZEBRT A ATLAEZDIEAH

4. &/ Q&A

=10 \.'D'¢ 3 2022.2.22 Sony Group Corporation R&D Center



HAREDER

o "EMRLMREEREFLE SN T AT LAADHAR
® 3DCG - 7 — I, B EIE
o EtFDT 1 T4 I - Digital Twin, Digital Double

e Ny Ktw NZXKB"VR/AR"KERDILAK
@ T A —FTAVAYN(T—L /547 / Metaverse, etc.)
o HEF
o X

o BRTUGKZEMARLLIENTEZT A ZATLA'ADER
® JFEET. FAREIDAHXPAY Rty h&EE LTV

=10 \.'D'¢ 4 2022.2.22 Sony Group Corporation R&D Center



7R F O S

® kD "HIEIDT A XA TL A"
e JOTI/VY - LICDEFEZAVEEZHARARNG ERLLRE - AR
o R
o KARIRE
@ JOXKN—TICLKBHKRYT
@ 'FZILHB"LOIREERDXA

® HFEDY—T vk
@ 'HIchEFZ - 22"CHBAHD L ODHBEFEROSVERHIR

=10 \.'D'¢ 5 2022.2.22 Sony Group Corporation R&D Center



Eye-sensing Light Field Display (ELFD)

Copyright Sony Group Corporation
https://www.youtube.com/watch?v=A6TaEOUqpUk
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Eye-sensing Light Field Display
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@Real-time Light-field Rendering

3D Display plane Observer

Space to be displayed
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®Micro Optical Lens: Optical Design for ELFD
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Traditional Design ELFD Design : Optimized for eye-tracking
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Structures B

Structure A
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The viewing experience from arbitrary points of view

A view from the left position A view from the front position A view from the right position

A view from the upper-right position A view from the upper-front position A view from the upper-left position
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https://www.sony.com/ja/Sonylnfo/technology/stories/Volumetric_Capture/
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Creating with the
Sony SDK

Sony’s dedicated SDK makes it easy for 3D
creators to develop content for the Spatial Reality
Display using Unity and Unreal Engine 4.

Learn more
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« Eye-sensing Light Field Display

- TEHHE https://www.youtube.com/watch?v=A6TaEOUqgpUk

« Technology stories
https://www.sony.com/ja/Sonylnfo/technology/stories/LFD/
https://www.sony.com/ja/Sonylnfo/research/technologies/eye-sensing_light_field_display/

« ZEREIRT 4 A TJL A ELF-SR1

- EmlEHR https://www.sony.jp/spatial-reality-display/products/ELF-SR1/index.html

« A& Ea1— https://www.youtube.com/watch?v=QtesBQvPawA
https://www.youtube.com/watch?v=AaDBf3Yasz8

- EHIFEN https://www.sony.jp/spatial-reality-display-biz/casestudy/
https://note.com/sonycorporation/n/necae09ab1eal

- BFEEY A b https://www.sony.net/Products/Developer-Spatial-Reality-display/jp/

« HBITILFTTV
https://www.sony.net/Products/Developer-Spatial-Reality-display/jp/Samples.html
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