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We constructed a Dataflow Engine (DFE) based renderer with ultra low latency
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Future Work

The Effects of Low Latency on Pres- | Light Field Rendering
ence in Virtual Reality .

A real-time ray casting renderer is already implemented

. We will extend our ray caster to render from light fields

. Light fields take a long time to synthesise

. It can render a 3D virtual environment within a head . But sampling is a straightforward, highly localised operation

mounted display without approximations. . This will enable the ultimate combination of low latency and

high fidelity

We aim to re-create the pit-room experi-
. Hardware light field renderers have been built before*

ment performed at SIGGRAPH 2002°:

'S
3 - .
. Users will be put in a stressful virtual en- I - But were limited by memory technology NN
vironment while physiological cues are E v
| _q_____F'=ﬂT,I,IF,1'J=||'(.i',.|'”ir:g,lf. A
measured We aim for a system capable of displaying a large, highly N
. The stronger the reaction, the more be- detailed virtual environment. o)
i I i Images: (Left) The current state of our environment, rendered with our real- =
Ilevable the environment is time ray caster. (Right) The VE from the original 2002 experiment?®. ¥ ” .Cj,—%dﬂm camerds

Images: (Top) Image of Regan et al’s hardware light field renderer in use. It had a latency of micro-

Our real-time ray caster can be seen on Demo Night, Wednesday 2nd seconds". (Bottom) Diagram of one possible light field parameterisation. This shows a view plane, camerasuice Jocal surface F

each point containing a set of views of the destination point for all view directions®.
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