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Parallel Programing for Depth Image-based

Rendering
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Abstract
A depth image-based rendering (DIBR) technique takes center stage, but it takes a long time to synthesize
a new image due to many matrix calculations and complex filtering. In this paper, we accelerate DIBR by
parallelizing each process on a graphic processing unit (GPU) and simplifying the filters. We calculate
homography matrices for all depth values, and conduct row-wise 3D warping via threads in the GPU. In
addition, we use a pixel-wise depth filtering and expending in order to improve visual quality of synthesized
images and speed. From the experimental results, we confirm that our method is able to synthesize 12

full-HD images in a second with greater than 32dB visual qulaity.
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