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gCubik: A Cubic Autostereoscopic Display for Multiuser Environments
— A 6-face Cube Prototyping and Interaction Considerations

SHUNSUKE YOSHIDA,tt ROBERTO LOPEZ-GULLIVER,
SUMIO YANO*it and NAOMI INOUETft

“gCubik” is a graspable cubic autostereoscopic display for multiuser environments. We have
proposed its design concept and investigated many requirements for achieving the display. In
this paper, we build a prototype of the “gCubik” in a 6-face cube configuration which is able
to be observed from arbitrary directions. We firstly describe our implementation approach of
the 3D display, and then we also denote other built functions for detecting user’s interactive
manipulations and providing simple audio stimuli. Finally, we discuss some aspects of the

“gCubik” as a communication tool.
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Fig.1 A scenery with the “gCubik”
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02 6000000 “gCubik” OO0
Fig.2 Overview of the 6-face “gCubik”
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Fig.3 System configuration
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Fig.4 A cubic autostereoscopic display
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Fig.5 A touch panel
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Fig.6 A speaker and a 3-axis compass module
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Fig.8 Rays in the real world and sampled rays
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Fig.9 Rendering algorithm
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Fig. 10 An example of real time interactions
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