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Improved Displaying System for HMD with Focusing on Gazing Point
Using Photographed Panorama Light Field
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Abstract—We improve a displaying system for HMD which
displays a photographed image focused on user’s gazing
point. By showing an image focused on user’s gazing point,
we’ve displayed image which is more similar to the human
view. The refocused image is generated from a rendered
and trimmed panorama light field image. Our system is
realized by displaying a refocus image according to the depth
information of the gazing point obtained from the HMD
having the gaze tracking. By combining our system with the
depth estimation method, we generated a consistent depth
map between multiple light fields. This makes our system
possible to display a more correct image matching the gazing
point. We also experimented on whether we can augment
the depth perception of the user by displaying images which
focused on gazing point, and show that we can extend the
depth perception of the user like ordinary displays with gaze
detection.
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