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(54) GUI providing method, and display apparatus and 3D image providing system using the same

(57) A graphical user interface (GUI) providing meth-
od, a display apparatus and a three-dimensional (3D)
image providing system using the same are provided.
The GUI providing method includes: generating a first

GUI for changing settings for a 3D image and a second
GUI for changing an environment; and outputting the first
GUI and the second GUI. Thus, the settings for the 3D
image can be changed more easily and conveniently.
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Description

CROSS-REFERENCE TO RELATED APPLICATIONS

[0001] This application claims priority from Korean
Patent Application Nos. 2009-113238, filed on November
23, 2009, 2009-113234, filed on November 23, 2009,
2009-114596, filed on November 25, 2009, and
2009-119891, filed on December 4, 2009, in the Korean
Intellectual Property Office, the entire disclosures of
which are incorporated herein by reference.

BACKGROUND

1. Field

[0002] Apparatuses and methods consistent with ex-
emplary embodiments generally relate to a Graphical Us-
er Interface (GUI) providing method, and a display ap-
paratus and a three-dimensional (3D) image providing
system using the same. More specifically, apparatuses
and methods consistent with exemplary embodiments
relate to a GUI providing method for changing settings
for a 3D image, and a display apparatus and a 3D image
providing system using the same.

2. Description of the Related Art

[0003] Three-dimensional (3D) stereoscopy is adopt-
ed in various fields such as information communication,
broadcasting, medical care, educational training, mili-
tary, gaming, animation, virtual space, computer aided
drafting (CAD), and industrial technology. Furthermore,
3D stereoscopy is regarded as a core technology of next-
generation 3D stereoscopic multimedia information com-
munication, which is commonly used in various fields.
[0004] In general, humans perceive relative depths us-
ing thickness variations of lenses based on a location of
an object being perceived, an angle difference between
both eyes and the object, location and shape differences
of the object perceived by two eyes, a time difference
according to movement of the object, psychology, and
effect from memories.
[0005] Among them, binocular disparity resulting from
a horizontal separation of about 6 -7 cm between two
eyes is an important factor in the stereoscopic sense. A
person perceives the object with the angle difference be-
cause of the binocular disparity such that the two retinal
images are different images, and these two images are
input to the brain through the retinas. The brain can create
the original 3D stereoscopic vision by accurately com-
bining the two images.
[0006] Stereoscopic image display apparatuses are
categorized into a glass type using special glasses and
a non-glass type that does not use special glasses. The
glass type includes a color filter scheme which separates
and selects the image using complementary color filters,
a polarized filter scheme which separates left-eye and

right-eye images by restricting light using a combination
of orthogonal polarizing elements, and a shutter glass
scheme which creates an illusion of a 3D image by alter-
nately blocking the left eye and the right eye in corre-
spondence with a synchronization signal projecting the
left-eye image signal and the right-eye image signal on
the screen.
[0007] The shutter glass scheme, which displays the
image using the disparity of two eyes, perceives the rel-
ative depths of the image perceived at the different angles
in the brain by synchronizing the image presentation of
the display apparatus and the on/off state of the left-eye
and right-eye lenses of the glasses.
[0008] Meanwhile, a user can change various settings
for the stereoscopic image to smoothly view the stereo-
scopic image. However, related art settings for the ster-
eoscopic image are very limited and.

SUMMARY

[0009] Exemplary embodiments are provided to ad-
dress the above-mentioned and other problems and dis-
advantages occurring in the related art arrangement, and
an aspect of an exemplary embodiments provides a
graphical user interface (GUI) providing method for al-
lowing a user to change settings for a stereoscopic image
more easily, and a display apparatus and a three-dimen-
sional (3D) image providing method using the same.
[0010] According to an aspect of an exemplary em-
bodiment, there is provided a GUI providing method in-
cluding: when a setting command for a 3D image is input,
generating a first GUI for changing settings for the 3D
image and a second GUI for changing an environment
to set the 3D image; and outputting the first GUI and the
second GUI.
[0011] The environment to set the 3D image may be
an environment in which the 3D image is played, or an
environment in which the 3D image is paused.
[0012] The settings for the 3D image may include at
least one of a setting relating to a format of the 3D image,
a setting relating to conversion between an output of the
3D image and an output of a 2D image, and a setting
relating to at least one of a depth control and a focus
control of the 3D image.
[0013] When the setting command is input in the en-
vironment in which the 3D image is played, the outputting
may output the first GUI and the second GUI while main-
taining the playback of the 3D image, and when the set-
ting command is input in the environment in which the
3D image is paused, the outputting may output the first
GUI and the second GUI while maintaining the pause of
the 3D image.
[0014] According to an aspect of another exemplary
embodiment, there is provided a display apparatus in-
cluding: a GUI generator which, when a setting command
for a 3D image is input, generates a first GUI for changing
settings for the 3D image and a second GUI for changing
an environment to set the 3D image; and a controller
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which controls to output the first GUI and the second GUI.
[0015] The environment to set the 3D image may be
an environment in which the 3D image is played, or an
environment in which the 3D image is paused.
[0016] The settings for the 3D image may include at
least one of a setting relating to a format of the 3D image,
a setting relating to conversion between an output of the
3D image and an output of a 2D image, and a setting
relating to at least one of a depth control or a focus control
of the 3D image.
[0017] When the setting command is input in the en-
vironment in which the 3D image is played, the controller
may control to output the first GUI and the second GUI
while maintaining the playback of the 3D image, and
when the setting command is input in the environment in
which the 3D image is paused, the controller may control
to output the first GUI and the second GUI while main-
taining the pause of the 3D image.
[0018] According to an aspect of another exemplary
embodiment, there is provided a 3D image providing sys-
tem including: a display apparatus which outputs a 3D
image and, when a setting command for a 3D image is
input, which outputs a first GUI for changing settings for
the 3D image and a second GUI for changing an envi-
ronment to set the 3D image; and shutter glasses which
alternately open and close a left-eye glass and a right-
eye glass based on a sync signal output from the display
apparatus to alternately input a left-eye image and a right-
eye image of the 3D image.
[0019] According to an aspect of another exemplary
embodiment, there is provided a GUI providing method
for a 3D image, the method including: when a command
for at least one of a focus control and a depth control of
the 3D image is input, displaying one GUI for the focus
control and the depth control with the 3D image; and
changing a left-eye image and a right-eye image of the
3D image according to a manipulation command through
the GUI.
[0020] The one GUI may be a GUI which overlaps a
first control bar for adjusting the focus as moving in a first
direction, and a second control bar for adjusting the depth
as moving in a second direction.
[0021] The manipulation command may be received
by using up, down, left and right direction keys of a remote
controller, by touching a screen displaying the GUI, or
by pointing a screen displaying the GUI from a pointing
device.
[0022] The up, down, left and right direction keys may
respectively correspond to a focus up manipulation com-
mand, a focus down manipulation command, a depth up
manipulation command, and a depth down manipulation
command respectively.
[0023] According to an aspect of another exemplary
embodiment, there is provided a display apparatus for
displaying a 3D image, the display apparatus including:
a GUI generator which, when a command for at least one
of a focus control and a depth control of the 3D image is
input, generates one GUI for the focus control and the

depth control; a display which displays the 3D image to-
gether with the GUI; and a controller which controls to
change a left-eye image and a right-eye image of the 3D
image according to a manipulation command through the
GUI.
[0024] The one GUI may be a GUI which overlaps a
first control bar for adjusting the focus as moving in a first
direction, and a second control bar for adjusting the depth
as moving in a second direction.
[0025] The display apparatus may further include a us-
er command receiver which receives the manipulation
command.
[0026] The manipulation command may be received
by using up, down, left and right direction keys of a remote
controller, by touching a screen displaying the GUI, or
by pointing a screen displaying the GUI from a pointing
device.
[0027] The up, down, left and right direction keys may
respectively correspond to a focus up manipulation com-
mand, a focus down manipulation command, a depth up
manipulation command, and a depth down manipulation
command respectively.
[0028] According to an aspect of another exemplary
embodiment, there is provided a 3D image providing sys-
tem including: a display apparatus which, when a com-
mand for at least one of a focus control and a depth con-
trol of the 3D image is input, displays one GUI for the
focus control and the depth control, and which modifies
and outputs a left-eye image and a right-eye image of
the 3D image according to a manipulation command
through the GUI; and shutter glasses which alternately
open and close a left-eye glass and a right-eye glass
based on a sync signal output from the display apparatus
to alternately input the modified left-eye image and the
modified right-eye image.
[0029] According to an aspect of another exemplary
embodiment, there is provided a GUI providing method
including: displaying a GUI for setting a third element
which combines a first element and a second element to
adjust a stereoscopic effect of a 3D image; and modifying
a left-eye image and a right-eye image of the 3D image
to adjust the stereoscopic effect of the 3D image accord-
ing to the third element set through the GUI.
[0030] The first element for adjusting the stereoscopic
effect may be a depth of the 3D image, and the second
element for adjusting the stereoscopic effect may be a
focus of the 3D image.
[0031] The third element may be settable between at
least three stages.
[0032] The GUI providing method may further include
providing a preview of the 3D image with the adjusted
stereoscopic effect according to the third element set
through the GUI.
[0033] According to an aspect of another exemplary
embodiment, there is provided a display apparatus in-
cluding: a GUI generator which generates a GUI to set
a third element combining a first element and a second
element to adjust a stereoscopic effect of a 3D image;
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and a controller which controls to modify a left-eye image
and a right-eye image of the 3D image to adjust the ster-
eoscopic effect of the 3D image according to the third
element set through the GUI.
[0034] The first element for adjusting the stereoscopic
effect may be a depth of the 3D image, and the second
element for adjusting the stereoscopic effect may be a
focus of the 3D image.
[0035] The GUI may be settable between at least three
stages.
[0036] The controller may control to provide a preview
of the 3D image with the adjusted stereoscopic effect
according to the third element set through the GUI.
[0037] According to an aspect of another exemplary
embodiment, there is provided a display apparatus in-
cluding: a manipulator which receives a manipulation of
a user; an image input part which inputs a 3D image; a
3D image creator which generates a left-eye image and
a right-eye image corresponding to the input 3D image;
an image output part which alternately outputs the left-
eye image and the right-eye image; and a controller
which, when a generation command of a 3D GUI to dis-
play over the 3D image is input through the manipulator,
controls to output only one of the left-eye image and the
right-eye image and to output the GUI.
[0038] The display apparatus may further include a
GUI generator which generates the 3D GUI.
[0039] The 3D image creator may generate a left-eye
GUI and a right-eye GUI corresponding to the generated
3D GUI, and the controller may control to alternately out-
put the left-eye GUI and the right-eye GUI together with
one of the left-eye image and the right-eye image.
[0040] When the generation command of the 3D GUI
to display over the 3D image is input through the manip-
ulator, the 3D image creator may generate only one of
the left-eye image and the right-eye image, and the con-
troller may control to output the only one of the generated
left-eye image and the generated right-eye image.
[0041] When an end command of the 3D GUI is input
through the manipulator, the controller may control to
stop outputting the 3D GUI and to alternately output the
left-eye image and the right-eye image corresponding to
the input 3D image.
[0042] According to an aspect of another exemplary
embodiment, there is provided a GUI providing method
including: receiving a manipulation of a user; inputting a
3D image; generating a left-eye image and a right-eye
image corresponding to the input 3D image; alternately
outputting the left-eye image and the right-eye image;
and when a generation command of a 3D GUI to display
over the 3D image is input through the received manip-
ulation, outputting the GUI together with one of the left-
eye image and the right-eye image.
[0043] The GUI providing method may further include:
generating the 3D GUI; generating a left-eye GUI and a
right-eye GUI corresponding to the generated 3D GUI;
and alternately outputting the left-eye GUI and the right-
eye GUI together with one of the left-eye image and the

right-eye image.
[0044] The generating of the left-eye image and the
right-eye image corresponding to the input 3D image may
generate only one of the left-eye image and the right-eye
image when the generation command of the 3D GUI to
display over the 3D image is input through the received
manipulation, and the outputting of the only one of the
left-eye image and the right-eye image may output one
of the generated left-eye image and the generated right-
eye image.
[0045] The GUI providing method may further include:
receiving an end command of the 3D GUI through the
manipulator; and stopping an output of the 3D GUI and
alternately outputting the left-eye image and the right-
eye image corresponding to the input 3D image.

BRIEF DESCRIPTION OF THE DRAWING FIGURES

[0046] These and/or other aspects and advantages
will become apparent and more readily appreciated from
the following description of exemplary embodiments, tak-
en in conjunction with the accompanying drawings of
which:
[0047] FIG. 1 is a diagram of a 3D image providing
system according to an exemplary embodiment;
[0048] FIGs. 2A through 2F are diagrams of 3D image
formats;
[0049] FIG. 3 is a block diagram of a television (TV)
according to an exemplary embodiment;
[0050] FIG. 4 is a block diagram of shutter glasses ac-
cording to an exemplary embodiment;
[0051] FIGs. 5A, 5B and 5C are diagrams of a process-
ing method based on a 3D image format according to
exemplary embodiments;
[0052] FIGs. 6A through 6D are diagrams of screens
for changing settings according to exemplary embodi-
ments;
[0053] FIGs. 7A, 7B and 7C are diagrams of a method
for adding a graphical user interface (GUI) according to
an exemplary embodiment;
[0054] FIG. 8 is a flowchart of a GUI providing method
for changing settings of a 3D image according to an ex-
emplary embodiment;
[0055] FIG. 9 is a diagram of a screen configuration
according to an exemplary embodiment;
[0056] FIG. 10 is a diagram of a detailed screen change
process when a depth is adjusted according to an exem-
plary embodiment;
[0057] FIG. 11 is a diagram of an image processing
when a depth is adjusted according to an exemplary em-
bodiment;
[0058] FIG. 12 is a diagram of a detailed screen change
process when a focus is adjusted according to an exem-
plary embodiment;
[0059] FIG. 13 is a diagram of an image processing
when a focus is adjusted according to an exemplary em-
bodiment;
[0060] FIG. 14 is a diagram of an environment for a
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focus/depth setting according to an exemplary embodi-
ment;
[0061] FIG. 15 is a flowchart of a GUI providing method
according to an exemplary embodiment;
[0062] FIG. 16 is a detailed block diagram of a 3D TV
according to an exemplary embodiment;
[0063] FIG. 17 is a diagram of a GUI including an ele-
ment for adjusting a stereoscopic effect according to an
exemplary embodiment;
[0064] FIG. 18A is a diagram of an image processing
when a depth is adjusted according to an exemplary em-
bodiment;
[0065] FIG. 18B is a diagram of an image processing
when a focus is adjusted according to an exemplary em-
bodiment;
[0066] FIG. 19 is a flowchart of a GUI providing method
according to an exemplary embodiment;
[0067] FIG. 20 is a detailed block diagram of a 3D TV
according to an exemplary embodiment;
[0068] FIG. 21 is a flowchart of a 3D GUI providing
method according to an exemplary embodiment;
[0069] FIG. 22 is a flowchart of a 3D GUI finishing
method according to an exemplary embodiment; and
[0070] FIG. 23 is a diagram of a 3D GUI generation
according to an exemplary embodiment.

DETAILED DESCRIPTION OF EXEMPLARY EMBOD-
IMENTS

[0071] Exemplary embodiments are described below
with reference to the figures. Expressions such as "at
least one of," when preceding a list of elements, modify
the entire list of elements and do not modify the individual
elements of the list. With reference to FIGs. 1 through 4,
an operation principle and a structure of a three-dimen-
sional (3D) image providing system according to one or
more exemplary embodiments are illustrated. With ref-
erence to FIGs. 5A, 5B and 5C, a 3D image processing
according to one or more exemplary embodiments is de-
scribed. A graphical user interface (GUI) providing meth-
od for changing settings of a 3D image according to one
or more exemplary embodiments is described with ref-
erence to FIGs. 6A through 8. A GUI providing method
for adjusting depth and focus of a 3D image according
to one or more exemplary embodiments is described with
reference to FIGs. 9 through 15. A GUI providing method
for adjusting a stereoscopic effect of a 3D image accord-
ing to one or more exemplary embodiments is explained
with reference to FIGs. 16 through 19. A 3D GUI providing
method according to one or more exemplary embodi-
ments is explained with reference to FIGs. 20 through 23.

< Operation principle and structure of a 3D image pro-
viding

[0072] FIG. 1 depicts a 3D image providing system ac-
cording to an exemplary embodiment. The 3D image pro-
viding system of FIG. 1 includes a camera 100 which

generates a 3D image, a TV 200 which displays the 3D
image on a screen, and shutter glasses 300 for viewing
the 3D image.
[0073] The camera 100, which is a kind of a photo-
graphing device that generates the 3D image, generates
a left-eye image captured to be represented to a left eye
of a user and a right-eye image captured to be represent-
ed to a right eye of the user. That is, the 3D image includes
the left-eye image and the right-eye image. As the left-
eye image and the right-eye image are alternately pro-
vided to the left eye and the right eye of the user, a ster-
eoscopic effect results due to a binocular disparity.
[0074] In particular, the camera 100 includes a left-eye
camera or lens which generates the left-eye image and
a right-eye camera or lens which generates the right-eye
image. An interval between the left-eye camera and the
right-eye camera is determined based on a distance be-
tween two eyes of the human.
[0075] The camera 100 sends the generated left-eye
image and the generated right-eye image to the TV 200.
The left-eye image and the right-eye image transferred
from the camera 100 to the TV 200 are in a format in-
cluding only one of the left-eye image and the right-eye
image in one frame, or in a format including both the left-
eye image and the right-eye image in one frame.
[0076] Hereafter, the format of the 3D image output to
the TV 200 is described in detail with reference to FIGs.
2A through 2F.
[0077] FIGs. 2A through 2F are diagrams of 3D image
formats. In FIGs. 2A through 2F, the left-eye image part
is colored white and the right-eye image part is colored
black to ease an understanding thereof.
[0078] FIG. 2A depicts a 3D image format according
to a frame sequence scheme. According to the frame
sequence scheme, the 3D image format inserts one left-
eye image or one right-eye image into one frame.
[0079] In this format, a 3D image of a 1920*1080 res-
olution may be constructed, for example, in a sequence
of: "a frame including the left-eye image L1 filmed by the
left-eye camera -> a frame including the right-eye image
R1 filmed by the right-eye camera -> a frame including
the left-eye image L2 filmed by the left-eye camera -> a
frame including the right-eye image R2 filmed by the right-
eye camera -> ...".
[0080] FIG. 2B depicts a 3D image format according
to a top-bottom scheme. The top-bottom scheme is also
called a vertical division scheme. The 3D image format
of this scheme includes both of the left-eye image and
the right-eye image in one frame. In the 3D image format
based on the top-bottom scheme, the left-eye image and
the right-eye image are divided vertically, the left-eye im-
age lies in an upper side, and the right-eye image lies in
a lower side.
[0081] For example, the left-eye image and the right-
eye image captured by the camera 100 are downscaled
vertically and respectively converted into a 1920*540 res-
olution. Next, the downscaled right-eye and left-eye im-
ages are vertically united as a single frame in the
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1920*1080 resolution and then transferred to the TV 200.
[0082] In this format, the 3D image of the 1920*1080
resolution may be constructed, for example, in a se-
quence of "a frame including the left-eye image L1 (up-
per) filmed by the left-eye camera and the right-eye image
R1 (lower) filmed by the right-eye camera -> a frame
including the left-eye image L2 (upper) filmed by the left-
eye camera and the right-eye image R2 (lower) filmed
by the right-eye camera -> ...".
[0083] FIG. 2C depicts a 3D image format according
to a side-by-side scheme. Based on the side-by-side
scheme, the 3D image format includes both of the left-
eye image and the right-eye image in one frame. In the
3D image format of the side-by-side scheme, the left-eye
image and the right-eye image are divided horizontally,
the left-eye image lies in a left side, and the right-eye
image lies in a right side.
[0084] For example, the left-eye image and the right-
eye image captured by the camera 100 are downscaled
horizontally and respectively converted to a 960*1080
resolution. Next, the downscaled left-eye and right-eye
images are horizontally united as a single frame of the
1920*1080 resolution and then transmitted to the TV 200.
[0085] In this format, the 3D image of the 1920*1080
resolution may be constructed, for example, in a se-
quence of "a frame including the left-eye image L1 (left)
filmed by the left-eye camera and the right-eye image R1
(right) filmed by the right-eye camera -> a frame including
the left-eye image L2 (left) filmed by the left-eye camera
and the right-eye image R2 (right) filmed by the right-eye
camera -> ...".
[0086] FIG. 2D depicts a 3D image format according
to a horizontal interleave scheme. According to the hor-
izontal interleave scheme, the 3D image format includes
both of the left-eye image and the right-eye image in one
frame. In the 3D image format of the horizontal interleave
scheme, the left-eye image and the right-eye image are
alternated on a row basis.
[0087] For example, the left-eye image and the right-
eye image captured by the camera 100 can be included
in one frame according to a first method by downscaling
in the vertical direction, respectively converting to a
1920*540 resolution, and alternating the converted left-
eye image and the converted right-eye image in the odd
rows or in the even rows on the row basis, or according
to a second method by extracting only odd-row images
from the left-eye image, extracting only even-row images
from the right-eye image, and uniting the odd-row images
and the even-row images.
[0088] For example, the 3D image of the format ac-
cording to the first method is included in one frame in a
sequence of "the first row of the left-eye image (L1) filmed
by the left-eye camera, the first row of the right-eye image
(R1) filmed by the right-eye camera, the second row of
the left-eye image (L1) filmed by the left-eye camera, the
second row of the right-eye image (R1) filmed by the
right-eye camera, ...".
[0089] The next frame has, for example, a sequence

of "the first row of the left-eye image (L2) filmed by the
left-eye camera, the first row of the right-eye image (R2)
filmed by the right-eye camera, the second row of the
left-eye image (L2) filmed by the left-eye camera, the
second row of the right-eye image (R2) filmed by the
right-eye camera, ...".
[0090] FIG. 2E depicts a 3D image format according
to a vertical interleave scheme. According to the vertical
interleave scheme, the 3D image format includes both
of the left-eye image and the right-eye image in one
frame. In the 3D image format of the vertical interleave
scheme, the left-eye image and the right-eye image are
alternated on a column basis.
[0091] For example, the left-eye image and the right-
eye image captured by the camera 100 can be included
in one frame according to a first method by downscaling
in the horizontal direction, respectively converting to a
960*1080 resolution, and alternating the converted right-
eye image and the converted right-eye image in the odd
columns or in the even columns on the column basis, or
according to a second method by extracting only odd-
column images from the left-eye image, extracting only
even-column images from the right-eye image, and unit-
ing the odd-column images and the even-column images.
[0092] For example, the 3D image of the format ac-
cording to the first method is included in one frame in a
sequence of "the first column of the left-eye image (L1)
filmed by the left-eye camera, the first column of the right-
eye image (R1) filmed by the right-eye camera, the sec-
ond column of the left-eye image (L1) filmed by the left-
eye camera, the second column of the right-eye image
(R1) filmed by the right-eye camera, ...".
[0093] The next frame has, for example, with a se-
quence of "the first column of the left-eye image (L2)
filmed by the left-eye camera, the first column of the right-
eye image (R2) filmed by the right-eye camera, the sec-
ond column of the left-eye image (L2) filmed by the left-
eye camera, the second column of the right-eye image
(R2) filmed by the right-eye camera, ...".
[0094] FIG. 2F depicts a 3D image format according
to a checkerboard scheme. According to the checker-
board scheme, the 3D image format includes both of the
left-eye image and the right-eye image in one frame. The
3D image format based on the checkerboard scheme
alternates the left-eye image and the right-eye image on
a pixel basis or on a pixel group basis.
[0095] For example, the left-eye image and the right-
eye image captured by the camera 100 are extracted on
the pixel basis or on the pixel group basis and alternated
in pixels or pixel groups of the frame.
[0096] For example, the 3D image format based on
the checkerboard scheme is included in one frame in a
sequence of "the first row and the first column of the left-
eye image (L1) filmed by the left-eye camera, the first
row and the second column of the right-eye image (R1)
filmed by the right-eye camera, the first row and the third
column of the left-eye image (L1) filmed by the left-eye
camera, the first row and the fourth column of the right-
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eye image (R1) filmed by the right-eye camera, ...".
[0097] The next frame has, for example, a sequence
of "the first row and the first column of the left-eye image
(L2) filmed by the left-eye camera, the first row and the
second column of the right-eye image (R2) filmed by the
right-eye camera, the first row and the third column of
the left-eye image (L2) filmed by the left-eye camera, the
first row and the fourth column of the right-eye image
(R2) filmed by the right-eye camera, ...".
[0098] Referring back to FIG. 1, the camera 100 oper-
ates according to a 3D image format (for example, one
of the above-described formats), generates the 3D image
in the 3D image format, and sends the generated 3D
image to the TV 200.
[0099] The TV 200, which is a display apparatus, re-
ceives the 3D image from a photographing device (such
the camera 100 or the 3D image which is filmed by the
camera 100, edited and processed at a broadcasting sta-
tion, and transmitted from the broadcasting station), proc-
esses the received 3D image, and displays the proc-
essed 3D image on a screen. The TV 200 processes the
left-eye image and the right-eye image according to the
3D image format, and time-divides and alternately dis-
plays the processed left-eye image and right-eye image.
[0100] Furthermore, the TV 200 generates a sync sig-
nal synchronized with the timing of time-dividing and the
displaying of the left-eye image and the right-eye image,
and sends the sync signal to the shutter glasses 300. It
is understood that according to another exemplary em-
bodiment, a processing device other than the TV 200
may perform at least one of receiving the 3D image,
processing the 3D image, displaying the 3D image, and
generating and sending a sync signal to the shutter. For
example, the processing device other than the TV 200
may be a general-purpose computer, a special-purpose
computer, a set-top box, a standalone device, a laptop
computer, a mobile device, etc.
[0101] A detailed structure of the TV 200 is described
with reference to FIG. 3. FIG. 3 is a block diagram of a
TV 200 according to an exemplary embodiment.
[0102] The TV 200 includes an image receiver 210, an
image processor 220, an image output part 230, a con-
troller 240, a GUI generator 250, a storage 260, a user
command receiver 270, and an infrared (IR) transmitter
280.
[0103] The image receiver 210 receives and demod-
ulates a broadcast from a broadcasting station or a sat-
ellite by cable or by radio. The image receiver 210 is
connected to an external device such as camera 100 to
receive the 3D image from the external device. The ex-
ternal device can be connected wirelessly or by wire
through an interface such as S-Video, Component, Com-
posite, D-Sub, DVI, and HDMI.
[0104] As stated above, the 3D image includes at least
one frame, and one image frame includes both of the left-
eye image and the right-eye image or each individual
frame includes the left-eye image or the right-eye image.
For example, the 3D image is generated according to

one of the formats described above with reference to
FIGs. 2A to 2F.
[0105] Accordingly, the 3D image received at the im-
age receiver 210 can vary. In particular, the format can
conform to one of the general frame sequence scheme,
the top-bottom scheme, the side-by-side scheme, the
horizontal interleave scheme, the vertical interleave
scheme, and the checkerboard scheme.
[0106] The image receiver 210 forwards the received
3D image to the image processor 220.
[0107] The image processor 220 applies signal
processing such as video decoding, format analyzing,
and video scaling, and adds the GUI to the 3D image
received from the image receiver 210.
[0108] The image processor 220 generates a left-eye
image and a right-eye image corresponding to a screen
size (for example, 1920*1080) using the format of the 3D
image input from the image receiver 210.
[0109] When the 3D image format conforms to the top-
bottom scheme, the side-by-side scheme, the horizontal
interleave scheme, the vertical interleave scheme, or the
checkerboard scheme, the image processor 220 extracts
the left-eye image part and the right-eye image part from
each image frame, upscales or interpolates the extracted
left-eye image and right-eye image, and generates the
left-eye image and the right-eye image accordingly to
display to a user.
[0110] When the 3D image format conforms to the gen-
eral frame sequence scheme, the image processor 220
extracts the left-eye image or the right-eye image from
each frame and prepares the respective images to be
displayed to the user.
[0111] Meanwhile, information relating to the format of
the input 3D image may or may not be included in the
3D image signal.
[0112] For example, when the format information of
the input 3D image is included in the 3D image signal,
the image processor 220 extracts the format information
by analyzing the 3D image and processes the received
3D image according to the extracted information. Con-
versely, when the format information of the input 3D im-
age is not included in the 3D image signal, the image
processor 220 processes the received 3D image accord-
ing to the format input from the user or according to a
preset format.
[0113] The image processor 220 adds the GUI output
from the GUI generator 250, to be described below, to
at least one of the left-eye image and the right-eye image.
[0114] The image processor 220 time-divides the ex-
tracted left-eye image and right-eye image and alternate-
ly sends the time-divided images to the image output part
230. For example, the image processor 220 outputs the
left-eye image and the right-eye image to the image out-
put part 230 in a temporal order of "the left-eye image
(L1) -> the right-eye image (R1) -> the left-eye image
(L2) -> the right-eye image (R2) -> ...".
[0115] The image output part 230 alternately displays
the left-eye image and the right-eye image output from
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the image processor 220, to the user.
[0116] The GUI generator 250 generates the GUI to
display on a display. The GUI generated by the GUI gen-
erator 250 is applied to the image processor 220 and
added to at least one of the left-eye image and the right-
eye image to be displayed by the display.
[0117] The storage 260 is a storing medium for storing
various programs used to operate the TV 200. The stor-
age 260 may be external or internal, and may be a volatile
memory (such as RAM) or a non-volatile memory (such
as ROM, flash memory, or a hard disk drive).
[0118] The user command receiver 270 forwards a us-
er command received from an input device or method
such as remote controller, to the controller 240.
[0119] The IR transmitter 280 generates the sync sig-
nal synchronized with the alternately output left-eye im-
age and right-eye image, and sends the generated sync
signal to the shutter glasses 300 as an IR signal. Based
on the synchronization between the TV 200 and the shut-
ter glasses 300, as the shutter glasses 300 are opened
and closed alternately, the left-eye image is displayed in
the image output part 230 at the left-eye open timing of
the shutter glasses 300 and the right-eye image is dis-
played in the image output part 230 at the right-eye open
timing of the shutter glasses 300.
[0120] The controller 240 controls the operations of
the TV 200 according to the user command fed from the
user command receiver 270.
[0121] The controller 240 controls the image receiver
210 and the image processor 220 to receive the 3D im-
age, to split the received 3D image into the left-eye image
and the right-eye image, and to scale or interpolate the
divided left-eye image and right-eye image in size to be
respectively displayed on a full screen.
[0122] The controller 240 controls the GUI generator
250 to generate the GUI corresponding to the user com-
mand fed from the user command receiver 270, and con-
trols the IR transmitter 280 to generate and send the sync
signal synchronized with the output timings of the left-
eye image and the right-eye image.
[0123] The shutter glasses 300 alternately open and
close the left-eye glass and the right-eye glass according
to the sync signal received from the TV 200 so that the
user can view the left-eye image and the right-eye image
through the left eye and the right eye, respectively. Here-
after, a structure of the shutter glasses 300 is provided
in detail with reference to FIG. 4.
[0124] FIG. 4 is a block diagram of shutter glasses 300
according to an exemplary embodiment. The shutter
glasses 300 include an IR receiver 310, a controller 320,
a glass driver 330, and a glass part 340.
[0125] The IR receiver 310 receives the sync signal
for the 3D image from the IR transmitter 280 of the TV
200 connected by wire or wirelessly. The IR transmitter
280 emits the sync signal using a straight infrared ray,
and the IR receiver 310 receives the sync signal from the
emitted infrared ray.
[0126] For example, the sync signal emitted by the IR

transmitter 280 to the IR receiver 310 can be a signal
which alternates a high level and a low level at preset
time intervals where the left-eye image is transmitted at
the high level, and the right-eye image is transmitted at
the low level.
[0127] The IR receiver 310 forwards the sync signal
received from the IR transmitter 280 to the controller 320.
[0128] The controller 320 controls the operations of
the shutter glasses 300. The controller 320 generates a
control signal based on the sync signal received at the
IR receiver 310 and sends the generated control signal
to the glass driver 330 to control the glass driver 330.
Based on the sync signal, the controller 320 controls the
glass driver 330 to generate a driving signal for driving
the glass part 340.
[0129] The glass driver 330 generates the driving sig-
nal based on the control signal received from the con-
troller 320. Since the glass part 340 includes a left-eye
glass 350 and a right-eye glass 360, to be described be-
low, the glass driver 330 generates the left-eye driving
signal for driving the left-eye glass 350 and the right-eye
driving signal for driving the right-eye glass 360, sends
the generated left-eye driving signal to the left-eye glass
350, and sends the generated right-eye driving signal to
the right-eye glass 360.
[0130] The glass part 340 includes the left-eye glass
350 and the right-eye glass 360 as stated above, and
opens and closes the glasses according to the driving
signal received from the glass driver 330.

< Processing and screen configuration for the 3D

[0131] Hereafter, a 3D image processing according to
one or more exemplary embodiments is explained with
reference to FIGs. 5A, 5B and 5C. FIGs. 5A, 5B and 5C
are diagrams of processing methods according to one or
more exemplary embodiments based on a 3D image for-
mat.
[0132] FIG. 5A depicts a method for displaying the 3D
image received according to the general frame sequence
scheme.
[0133] As shown in FIG. 5A, the 3D image format ac-
cording to the frame sequence scheme inserts one left-
eye image or one right-eye image into one frame. Hence,
the 3D image may be, for example, input in a sequence
of "the frame including the left-eye image L1 filmed by
the left-eye camera -> the frame including the right-eye
image R1 filmed by the right-eye camera -> the frame
including the left-eye image L2 filmed by the left-eye cam-
era -> the frame including the right-eye image R2 filmed
by the right-eye camera -> ...". Furthermore, the images
may be displayed on the screen in the input order.
[0134] FIG. 5B depicts a method for displaying the 3D
image received in the side-by-side scheme.
[0135] The 3D image format according to the side-by-
side scheme includes both of the left-eye image and the
right-eye image in one frame. In the 3D image format of
the side-by-side scheme, the left-eye image and the right-
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eye image are divided horizontally, the left-eye image
lies in the left side, and the right-eye image lies in the
right side.
[0136] According to this format, the TV 200 divides to
the left-eye image part and the right-eye image part by
horizontally bisecting each frame of the received 3D im-
age, horizontally upscales the divided left-eye image and
right-eye image parts two times, generates the left-eye
image and the right-eye image to display on a screen,
and alternately displays the generated left-eye and right-
eye images on the screen.
[0137] For example, the 3D image is displayed on the
screen in a sequence of "the twice enlarged left-eye im-
age of the left part (L1) of the image in the first frame ->
the twice enlarged right-eye image of the right part (R1)
of the image in the first frame -> the twice enlarged left-
eye image of the left part (L2) of the image in the second
frame -> the twice enlarged right-eye image of the right
part (R2) of the image in the second frame -> ...".
[0138] While the method for processing the 3D image
format according to the side-by-side scheme has been
described, the processing of the 3D image format ac-
cording to the top-bottom scheme may be inferred there-
from. In detail, as for the 3D image format of the top-
bottom scheme, the TV 200 divides to the left-eye image
part and the right-eye image part by vertically bisecting
each frame of the received 3D image, generates the left-
eye image and the right-eye image to display in the
screen by vertically upscaling the divided left-eye and
right-eye image parts two times, and alternately displays
the generated left-eye image and right-eye image in the
screen.
[0139] FIG. 5C depicts a method for displaying the 3D
image received according to the horizontal interleave
scheme, on the screen.
[0140] The 3D image format of the horizontal inter-
leave scheme includes both of the left-eye image and
the right-eye image in one frame. In the 3D image format
of the horizontal interleave scheme, the left-eye image
and the right-eye image are alternated on a row basis.
[0141] In this format, the TV 200 splits to the left-eye
image part and the right-eye image part by dividing each
frame of the received 3D image based on odd rows and
even rows, generates the left-eye image and the right-
eye image by vertically upscaling the split left-eye image
and right-eye image parts two times, and alternately dis-
plays the generated left-eye image and right-eye image
on the screen.
[0142] For example, the 3D image is displayed on a
screen in a sequence of "the twice enlarged left-eye im-
age of the odd-row parts (L1-1 and L1-2) of the image in
the first frame -> the twice enlarged right-eye image of
the right parts (R1-1 and R1-2) of the image in the first
frame -> the twice enlarged left-eye image of the left parts
(L2-1 and L2-2) of the image in the second frame -> the
twice enlarged right-eye image of the right parts (R2-1
and R2-2) of the image in the second frame -> ...".
[0143] As for the 3D image format according to the

horizontal interleave scheme, the left-eye image may be
generated by interpolating the even rows using the odd
rows of the image in one frame and the left-eye image
may be generated by interpolating the odd rows using
the even rows, without upscaling.
[0144] Without upscaling or interpolating, the left-eye
image can be generated by outputting the image only for
the odd rows and the right-eye image can be generated
by outputting the image for the even rows.
[0145] Thile the processing on the 3D image format of
the horizontal interleave scheme has been described,
the processing on the 3D image format of the vertical
interleave scheme or the checkerboard scheme may be
inferred therefrom.
[0146] That is, in the 3D image format of the vertical
interleave scheme, the left-eye image and the right-eye
image can be generated by applying column based scal-
ing or interpolating, rather than the row based scaling or
interpolating, to thus display the 3D image to the user.
[0147] The 3D image format of the checkerboard
scheme can implement the scaling or the interpolating
based on a pixel, or the scaling or the interpolating based
on a pixel group.

<GUI providing method for changing settings of the 3D

[0148] Referring to FIGS. 6A through 6D, a screen con-
figuration when a 3D image setting change command is
input while a user is watching a processed 3D image
according to one or more exemplary embodiments will
now be described.
[0149] in the one or more exemplary embodiments il-
lustrated in FIGs. 6A through 6D, the left-eye image and
the right-eye image of the 3D image may be time-divided
and alternately output as described above. For the graph-
ical representation of the 3D image, a 3D object 610 over-
laps a circular left-eye image and a circular right-eye im-
age in FIGs. 6A through 6D.
[0150] FIG. 6A shows a screen configuration when set-
tings for a 3D image mode are changed according to an
exemplary embodiment. When a command instructing
to change the mode setting is input from the user while
the 3D image is displayed on the screen as shown in the
left of FIG. 6A, the screen is changed to a screen for
changing the mode setting as shown in the upper right
side or the lower right side of FIG. 6A.
[0151] The mode setting indicates an ON/OFF setting
for the 3D image.
[0152] When the ON state of the 3D image is set, the
format of the input image is analyzed, the left-eye image
and the right-eye image are divided based on the ana-
lyzed format, and the divided left-eye image and the right-
eye image are time-divided and alternately displayed.
[0153] For example, when the 3D image is formatted
in the side-by-side scheme and the ON state of the 3D
image is set, the TV 200 extracts the left-eye image part
and the right-eye image part from one frame, horizontally
upscales the extracted left-eye and right-eye image
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parts, and alternately displays the upscaled left-eye im-
age and right-eye image.
[0154] By contrast, when the OFF state is set for the
3D image, the TV 200 displays the image as is according
to the format of the input image.
[0155] For example, when the 3D image is formatted
in the side-by-side scheme and the OFF state of the 3D
image is set, the TV 200 displays the 3D image by rep-
resenting the left-eye image in the left and the right-eye
image in the right according to the format of the 3D image
of the side-by-side scheme.
[0156] Meanwhile, the upper right screen illustrated in
FIG. 6A is to change the mode during a playback of the
3D image, as indicated by a "F Play" icon 620. The lower
right screen illustrated in FIG. 6A is to change the mode
during pause of the 3D image, as indicated by a " ||
Pause" icon 650.
[0157] When the user inputs a command instructing to
change the mode, the screen for changing the mode set-
ting during the playback or during the pause is displayed
according to a preset scheme.
[0158] In the screen for changing the mode setting, a
GUI 630 for the mode setting change and a GUI 640 for
changing the playback to the pause or a GUI 660 for
changing the pause to the playback are displayed togeth-
er. In other words, during the playback, the GUI 630 for
the mode setting change and the GUI 640 for changing
the playback to the pause are displayed together. During
the pause, the GUI 630 for the mode setting change and
the GUI 660 for changing the pause to the playback are
displayed together.
[0159] Hence, the user can change the mode setting
from the 3D ON to the 3D OFF or from the 3D OFF to
the 3D ON by manipulating the GUI 630 for the mode
setting change. Furthermore, the user can change an
environment for the mode setting change from the play-
back to the pause or from the pause to the playback by
manipulating the environment related GUIs 640 and 660.
[0160] Due to the characteristics of the 3D image, the
playback or the pause can be further facilitated depend-
ing on the setting type of the 3D image. Thus, by providing
the GUI 640 or 660 for changing the environment for the
mode setting change when the mode setting change
command is input, the user can change the mode setting
more easily.
[0161] Next, FIG. 6B shows a screen configuration
when a setting for a 3D image format is changed. When
the user inputs a command for changing the format set-
ting while the 3D image is displayed in the screen as
shown in the left side of FIG. 6B, the screen is changed
to a screen for changing the format setting as shown in
the upper right side or the lower right side of FIG. 6B.
[0162] The format setting designates the format ac-
cording to, for example, the frame sequence scheme,
the top-bottom scheme, the side-by-side scheme, the
horizontal interleave scheme, the vertical interleave
scheme, or the checkerboard scheme, as described
above.

[0163] When the user selects one of those formats for
the 3D image, the received 3D image is divided into the
left-eye image and the right-eye image in the input image
frame according to the format selected by the user, re-
gardless of the actual format of the input image, and the
divided left-eye image and right-image are time-divided
and alternately displayed. In another exemplary embod-
iment, the format may be automatically detected by the
TV 200 or set by default.
[0164] For example, when the input 3D image is for-
matted in the side-by-side scheme and the user inputs
the command instructing to change to the format of the
top-bottom scheme, the TV 200 divides the image of one
image frame into the upper image and the lower image,
vertically upscales the divided images two times, and
then outputs the left-eye image and the right-eye image
respectively.
[0165] As a result, the left-eye image output on the
screen includes the upper part of the left-eye image and
the upper part of the right-eye image captured by the
camera 100, and the right-eye image output on the
screen includes the lower part of the left-eye image and
the lower part of the right-eye image captured by the cam-
era 100.
[0166] In a case where the 3D image is output in an
inappropriate format because of a mechanical malfunc-
tion, an unnatural or imperceptible image is provided to
the user. Thus, such a format setting allows the user to
select the format manually so as to watch a natural 3D
image.
[0167] Meanwhile, the upper right screen illustrated in
FIG. 6B is to change the format during a playback of the
3D image, as indicated by the "F Play" icon 620. The
lower right screen illustrated in FIG. 6B is to change the
format during a pause of the 3D image, as indicated by
the "|| Pause" icon 650.
[0168] When the user inputs the command instructing
to change the format setting, the screen for changing the
format setting during the playback or during the pause is
displayed according to a preset scheme.
[0169] In the screen for changing the format setting, a
GUI 670 for the format setting change and the GUI 640
for changing the playback to the pause or the GUI 660
for changing the pause to the playback are displayed
together. In other words, during the playback, the GUI
670 for the format setting change and the GUI 640 for
changing the playback to the pause are displayed togeth-
er. During the pause, the GUI 670 for the format setting
change and the GUI 660 for changing the pause to the
playback are displayed together.
[0170] The GUI 670 relating to the format setting rep-
resents, from the left, the format based on the frame se-
quence scheme, the format based on the top-bottom
scheme, the format based on the side-by-side scheme,
the format based on the horizontal interleave scheme,
the format based on the vertical interleave scheme, and
the format based on the checkerboard scheme, though
it is understood that this arrangement is merely exem-
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plary, and another exemplary embodiment is not limited
thereto.
[0171] Hence, the user can change the format by ma-
nipulating the GUI 670 relating to the format setting
change. Furthermore, the user can change the environ-
ment for the format setting change from the playback to
the pause or from the pause to the playback by manip-
ulating the environment related GUIs 640 and 660.
[0172] FIG. 6C shows a screen configuration when set-
tings for a focus/depth of a 3D image are changed ac-
cording to an exemplary embodiment. When the user
inputs a command for changing the focus/depth setting
while the 3D image is displayed on the screen as shown
in the left side of FIG. 6C, the screen is changed to a
screen for changing the focus/depth setting as shown in
the upper right side or in the lower right side of FIG. 6C.
[0173] The focus setting is to increase or decrease the
vividness of 3D objects displayed on the screen, and the
depth setting is to increase or decrease the stereoscopic
effect of the 3D objects displayed on the screen.
[0174] In a case where the 3D image is output with the
inappropriate focus/depth because of a mechanical mal-
function, an unnatural or imperceptible image is provided
to the user. Thus, such focus/depth setting allows the
user to select the focus/depth manually so as to watch a
natural 3D image.
[0175] Meanwhile, the upper right screen illustrated in
FIG. 6C is to change the focus/depth during a playback
of the 3D image, as indicated by the "F Play" icon 620.
The lower right screen illustrated in FIG. 6C is to change
the focus/depth setting during a pause of the 3D image,
as indicated by the "|| Pause" icon 650.
[0176] When the user inputs a command instructing to
change the focus/depth setting, the screen for changing
the focus/depth setting during the playback or during the
pause is displayed according to a preset scheme.
[0177] The screen for changing the focus/depth setting
displays a GUI 680 relating to the focus/depth setting
change and the GUI 640 for changing the playback to
the pause or the GUI 660 for changing the pause to the
playback together. In other words, during the playback,
the GUI 680 for the focus/depth setting change and the
GUI 640 for changing the playback to the pause are dis-
played together. During the pause, the GUI 680 for the
focus/depth setting change and the GUI 660 for changing
the pause to the playback are displayed together.
[0178] Hence, the user can change the focus/depth by
manipulating the GUI 680 relating to the focus/depth set-
ting change. Furthermore, the user change the environ-
ment for the focus/depth setting change from the play-
back to the pause or from the pause to the playback by
manipulating the environment related GUIs 640 and 660.
[0179] FIG. 6D shows a screen configuration when a
setting for an output order of a 3D image is changed
according to an exemplary embodiment. When the user
inputs a command for changing the output order setting
while the 3D image is displayed on the screen as shown
in the left side of FIG. 6D, the screen is changed to a

screen for changing the output order setting as shown in
the upper right side or the lower right side of FIG. 6D.
[0180] The output order setting defines whether to
time-divide and alternately output in a sequence of the
left-eye image -> the right-eye image or in a sequence
of the right-eye image -> the left-eye image after extract-
ing the left-eye image part and the right-eye image part
from one frame and upscaling the extracted left-eye im-
age part and right-eye image part.
[0181] In a case where the 3D image is output in an
inappropriate output order because of a mechanical mal-
function, an unnatural or imperceptible image is provided
to the user. Thus, such an output order setting allows the
user to select the output order manually so as to watch
a natural 3D image.
[0182] Meanwhile, the upper right screen illustrated in
FIG. 6D is to change the output order during a playback
of the 3D image, as indicated by the "F Play" icon 620.
The lower right screen illustrated in FIG. 6D is to change
the output order setting during a pause of the 3D image,
as indicated by the "|| Pause" icon 650.
[0183] When the user inputs a command instructing to
change the output order setting, the screen for changing
the output order setting during the playback or during the
pause is displayed according to a preset scheme.
[0184] The screen for changing the output order setting
displays a GUI 690 relating to the output order setting
change together with the GUI 640 for changing the play-
back to the pause or the GUI 660 for changing the pause
to the playback. In other words, during the playback, the
GUI 690 for the output order setting change and the GUI
640 for changing the playback to the pause are displayed
together. During the pause, the GUI 690 for the output
order setting change and the GUI 660 for changing the
pause to the playback are displayed together.
[0185] Hence, the user can change the output order
by manipulating the GUI 690 relating to the output order
setting change. Furthermore, the user can change the
environment for the output order setting change from the
playback to the pause or from the pause to the playback
by manipulating the environment related GUIs 640 and
660.
[0186] Those GUIs can be added to both of the left-
eye image and the right-eye image to thus provide the
stereoscopic GUI to the user, or can be added to one of
the left-eye image and the right-eye image. The method
for adding the GUI to both of the left-eye image and the
right-eye image can be inferred from the method for add-
ing the GUI to either the left-eye image or the right-eye
image. Accordingly, only the method for adding the GUI
to either the left-eye image or the right-eye image ac-
cording to the environment will now described for con-
venience of description.
[0187] FIGs. 7A, 7B and 7C depict a method for adding
a GUI according to one or more exemplary embodiments.
The 3D image is the image of which the left-eye image
and the right-eye image are time-divided and alternately
output. To graphically represent the left-eye image and
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the right-eye image respectively of the 3D image, circular
objects 710 and 720 of the left-eye image and circular
objects 750 and 770 of the right-eye image are illustrated
in FIGs. 7A, 7B and 7C. The reference numerals of the
objects are different from each other because the object
may vary unless the object is in the left-eye image or the
right-eye image of the same frame. That is, the left-eye
image of the same frame uses the same reference nu-
meral, but the left-eye image of a different frame uses a
different reference numeral. This also applies to the right-
eye image.
[0188] First, FIG. 7A shows a method for adding a GUI
to only a left-eye image in the course of a playback ac-
cording to an exemplary embodiment.
[0189] The first left-eye image L1 displays the object
710. When the command for changing a mode setting
during the playback is input, a GUI ("F Play") 720 indic-
ative of a current environment, a GUI ("3D : on/off") 730
relating to the mode setting change, and a GUI ("||
Pause") 740 for changing to another environment are
added to the first left-eye image L1.
[0190] Next, the first right-eye image R1 displays only
the object 750 without a separate GUI added thereto.
[0191] Likewise, the second left-eye image L2 displays
the object 760, the GUI ("F Play") 720 indicative of the
current environment, the GUI ("3D : on/off") 730 relating
to the mode setting change, and the GUI ("|| Pause") 740
for changing to the other environment. The second right-
eye image R2 displays only the object 770 without a sep-
arate GUI added thereto.
[0192] As such, by adding the GUI only to the left-eye
image during the playback, the non-stereoscopic GUI
can be provided to the user. When the GUI is added to
only the right-eye image according to another exemplary
embodiment, the same principle can be applied.
[0193] When the locations of those GUIs are partially
changed and additinally added to the right-eye image, a
stereoscopic GUI is provided.
[0194] FIG. 7B depicts a method for adding a GUI to
only a left-eye image in the course of a pause according
to an exemplary embodiment. When the 3D image is
paused, the left-eye image and the right-eye image dis-
played at an input point of the pause command may be
repeatedly displayed, or only one of the left-eye image
and the right-eye image at the input point of the pause
command may be repeatedly displayed. FIG. 7B illus-
trates the former case. The latter case can be inferred
therefrom and thus shall be omitted herein.
[0195] The first left-eye image L1 displays the object
710. When the command for changing the mode setting
is input during the pause, a GUI ("|| Pause") 780 indicative
of a current environment, a GUI ("3D : on/off") 730 relat-
ing to a mode setting change, and a GUI ("F Play") 790
for changing to another environment are added to the
first left-eye image L1.
[0196] Next, the first right-eye image R1 displays only
the object 750 without a separate GUI added thereto.
[0197] Likewise, as the first left-eye image L1 and the

first right-eye image R1 are repeatedly and alternately
displayed, the pause screen is displayed.
[0198] As above, by adding the GUI only to the left-
eye image during the pause, the non-stereoscopic GUI
can be provided to the user. When the GUI is added to
only the right-eye image, the same principle can be ap-
plied.
[0199] When the locations of those GUIs are partially
changed and also added to the right-eye image, a ster-
eoscopic GUI is provided.
[0200] FIG. 7C depicts a method for adding a GUI to
only a left-eye image in the course of a pause according
to an exemplary embodiment. In FIG. 7C, only one of the
left-eye image and the right-eye image displayed at the
pause command input time is repeatedly displayed.
[0201] The first left-eye image L1 displays the object
710. When a command for changing the mode setting is
input during the pause, a GUI ("|| Pause") 780 indicative
of a current environment, a GUI ("3D : on/off") 730 relat-
ing to a mode setting change, and a GUI ("F Play") 790
for changing to another environment are added to the
first left-eye image L1.
[0202] Next, as the same screen is repeatedly dis-
played in succession, the pause screen is displayed.
[0203] As above, by adding the GUI to only the left-
eye image during the pause, the non-stereoscopic GUI
can be provided to the user. When the GUI is added to
only the right-eye image, the same principle can be ap-
plied.
[0204] While the screen configuration for the mode set-
ting is exemplified in FIGs. 7A, 7B and 7C, the screen
configuration for other settings can be inferred therefrom.
[0205] Now, a GUI providing method for changing set-
tings of a 3D image according to an exemplary embodi-
ment is described with reference to FIG. 8. FIG. 8 is a
flowchart of the GUI providing method for changing the
settings of the 3D image according to an exemplary em-
bodiment.
[0206] When a setting command for the 3D image is
input (S810-Y), the TV 200 generates a first GUI relating
to the setting command (S820). Next, the TV 200 deter-
mines whether there is a preset environment relating to
the input setting command (S830). The user may preset
to provide a particular environment for a particular setting
command.
[0207] When the preset environment exists (S830-Y)
and is a playback environment (S840-Y), the TV 200 gen-
erates a second GUI for changing to a pause environment
(S860). Next, the TV 200 maintains or changes to the
playback environment for the 3D image and adds the first
GUI and the second GUI to the 3D image (S870).
[0208] When the preset environment exists (S830-Y)
and is the pause environment (S840-N), the TV 200 gen-
erates a second GUI for changing to the playback envi-
ronment (S890). Next, the TV 200 maintains or changes
to the pause environment for the 3D image and adds the
first GUI and the second GUI (S900).
[0209] In contrast, when detecting no preset environ-
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ment relating to the input setting command (S830-N), the
TV 200 examines a current environment. When the cur-
rent environment is the playback environment (S850-Y),
the TV 200 performs operation S860. When the current
environment is the pause environment (S850-N), the TV
200 performs operation S890.
[0210] In the playback environment, the TV 200 deter-
mines whether a pause command is input (S880). When
the pause command is input (S880-Y), the TV 200 per-
forms operation S890. In the pause environment, the TV
200 determines whether a playback command is input
(S910). When the playback command is input (S910-Y),
the TV 200 performs operation S860.
[0211] Thus, as described above, the settings for the
3D image can be changed easily.

< GUI providing method for adjusting a depth and a focus 
of a 3D

[0212] In the following description, a GUI providing
method for adjusting a depth and a focus of a 3D image
according to one or more exemplary embodiments is ex-
plained with reference to FIGs. 9 through 15.
[0213] FIG. 9 is a diagram of a screen configuration
according to an exemplary embodiment.
[0214] When the 3D image is input and the user inputs
a command for adjusting the focus, a command for ad-
justing the depth, or a command for adjusting both the
focus and the depth, a 3D object 910 and a GUI 920 for
adjusting both the focus and the depth are displayed in
the screen.
[0215] Even when the command for adjusting only the
focus or the command for adjusting only the depth alone
is input, the GUI 920 for adjusting both the focus and the
depth may be displayed on the screen. By providing the
GUI 920 for adjusting both the focus and the depth, the
focus and the depth can be adjusted at the same time.
[0216] The GUI 920 includes a cross item 930 in which
a control bar for adjusting the focus lies horizontally, a
control bar for adjusting the depth lies vertically, and the
two control bars are crossed, though it is understood that
another exemplary embodiment is not limited to this ar-
rangement. Hence, the user can adjust the focus by ma-
nipulating the horizontal control bar and adjust the depth
by manipulating the vertical control bar.
[0217] The GUI 920 adds information relating to the
setting currently manipulated by the user above the cross
item 930, and information for guiding the horizontal ma-
nipulation, the vertical manipulation, and the return ma-
nipulation of the user below the cross item 930.
[0218] Notably, this detailed structure of the GUI 920
is a mere example to ease the understanding. When a
single GUI for controlling both the focus and the depth is
displayed, it is within the scope and the spirit of exemplary
embodiments.
[0219] Meanwhile, the command for adjusting the fo-
cus, the command for adjusting the depth, or the com-
mand for adjusting both the focus and the depth is input

by pressing a focus control button, a depth control button,
or a button for controlling both the focus and the depth
of a front panel of the TV 200 or a remote controller.
[0220] The 3D object 910 is an object represented due
to a stereoscopic effect of same objects of a left-eye im-
age and a right-eye image when the left-eye image and
the right-eye image are time-divided and alternately dis-
played. To graphically represent the 3D image time-di-
vided and alternately displayed, the 3D object 910 over-
lapping the circular left-eye image and the circular right-
eye image is shown in FIG. 9. The objects in the left-eye
image and the right-eye image are 2D objects.
[0221] FIG. 10 is a diagram of a detailed screen change
process when a depth is adjusted according to an exem-
plary embodiment.
[0222] In the screen with the GUI 920 added to the 3D
object 910, when the user presses up and down buttons
of the front panel of the TV 200 or the remote controller,
the screen of FIG. 10 is changed from the left screen to
the right screen or from the right screen to the left screen.
[0223] The up and down buttons correspond to the ver-
tical part of the cross item 930. Naturally, when the up or
down button is pressed, the GUI 920 is altered to repre-
sent the depth change. As one can see from FIG. 10, a
circular indicator inside the vertical control bar moves
downward or upward.
[0224] When the command for the depth control is in-
put through the manipulation of the up and down buttons,
the TV 200 image-processes to adjust the depth of the
3D image in accordance with the input depth control com-
mand.
[0225] The image processing is further explained with
reference to FIG. 11. FIG. 11 is a diagram of an image
processing when a depth is adjusted according to an ex-
emplary embodiment.
[0226] To represent a location difference between the
same objects of the left-eye image L and the right-eye
image R displayed on the screen, the left-eye image L
and the right-eye image R are depicted together. In the
left screen of FIG. 11, the location difference between
the left-eye image L and the right-eye image R for the
circular object 1110 is a, and the location difference be-
tween the left-eye image L and the right-eye image R for
the triangular object 1120 is b.
[0227] When the user inputs a manipulation command
to lower the depth by pressing the down button, the TV
200 image-processes each object to increase the loca-
tion difference between the same objects in the left-eye
image L and the right-eye image R.
[0228] When the manipulation command for lowering
the depth is input, the TV 200 equally changes the loca-
tion variation between the objects such that the location
difference between the left-eye image L and the right-
eye image R for the circular object 1110 becomes a+c
and the location difference between the left-eye image L
and the right-eye image R for the triangular object 1120
becomes b+c as shown in the right screen of FIG. 11.
[0229] As a result, the depth throughout the screen
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including the circular object 1110 and the triangular ob-
ject 1120 decreases.
[0230] Conversely, when the user inputs a manipula-
tion command to raise the depth by pressing the up but-
ton, the TV 200 image-processes each object to de-
crease the location difference between the same objects
in the left-eye image L and the right-eye image R.
[0231] When the manipulation command for raising
the depth is input in the right screen of FIG. 11, the TV
200 image-processes each object such that the location
difference of the left-eye image L and the right-eye image
R for the circular object 1110 becomes (a+c)-c=a and
the location difference of the left-eye image L and the
right-eye image R for the triangular object 1120 becomes
(b+c)-c=b as shown in the left screen of FIG. 11. That is,
the location variation between the objects becomes alike.
[0232] As a result, the depth throughout the screen
including the circular object 1110 and the triangular ob-
ject 1120 increases.
[0233] The location variation can be changed by mov-
ing only the location of the object in the left-eye image L,
by moving only the location of the object in the right-eye
image R, or by moving the locations of the objects in both
the left-eye image L and the right-eye image R according
to various exemplary embodiments.
[0234] The image processing method for decreasing
the depth and the image processing method for increas-
ing the depth are mere examples to facilitate the under-
standing. Accordingly, the image processing for increas-
ing or decreasing the depth can be accomplished using
other methods without departing from the scope and spirit
of exemplary embodiments.
[0235] FIG. 12 is a diagram of a detailed screen change
process when a focus is adjusted according to an exem-
plary embodiment.
[0236] In the screen with the GUI 920 added to the 3D
object 910, when the user presses left and right buttons
of the front panel of the TV 200 or the remote controller,
the screen of FIG. 12 is changed from the left screen to
the right screen or from the right screen to the left screen.
[0237] The left and right buttons correspond to the hor-
izontal part of the cross item 930. Accordingly, when the
left and right button is pressed, the GUI 920 is altered to
represent the focus change.
[0238] As one can see from FIG. 12, a circular indicator
inside the horizontal control bar moves from the left to
the right or from the right to the left.
[0239] When a command for the focus control is input
through the manipulation of the left and right buttons, the
TV 200 image-processes to adjust the focus of the 3D
image in accordance with the input focus control com-
mand.
[0240] The image processing is further explained with
reference to FIG. 13. FIG. 13 3 is a diagram of the image
processing when the focus is adjusted.
[0241] To represent a location difference between the
same objects of the left-eye image L and the right-eye
image R displayed on the screen, the left-eye image L

and the right-eye image R are depicted together in FIG.
13. In the left screen of FIG. 13, the location difference
of the left-eye image L and the right-eye image R for the
circular object 1110 is a, and the location difference of
the left-eye image L and the right-eye image R for the
triangular object 1120 is b.
[0242] When the user inputs a manipulation command
to increase the focus by pressing the left button, the TV
200 image-processes each object to increase the loca-
tion difference between the same objects in the left-eye
image L and the right-eye image R.
[0243] When the manipulation command to increase
the focus is input, the TV 200 differently changes a loca-
tion variation between the objects such that the location
difference of the left-eye image L and the right-eye image
R for the circular object 1110 becomes k*a and the loca-
tion difference of the left-eye image L and the right-eye
image R for the triangular object 1120 becomes k*b as
shown in the right screen of FIG. 13.
[0244] As a result, the focus throughout the screen in-
cluding the circular object 1110 and the triangular object
1120 increases.
[0245] Conversely, when the user inputs a manipula-
tion command to decrease the focus by pressing the right
button, the TV 200 image-processes each object to de-
crease the location difference between the same objects
in the left-eye image L and the right-eye image R.
[0246] When the manipulation command to decrease
the focus is input in the right screen of FIG. 13, the TV
200 image-processes each object such that the location
difference of the left-eye image L and the right-eye image
R for the circular object 1110 becomes (k*a)/k=a and the
location difference of the left-eye image L and the right-
eye image R for the triangular object 1120 becomes (k*b)
/k=b as shown in the left screen of FIG. 13. That is, while
the location variation between the objects differs, the lo-
cation difference between the objects varies at the same
rate.
[0247] As a result, the focus throughout the screen in-
cluding the circular object 1110 and the triangular object
1120 decreases.
[0248] Such location variation can be changed by mov-
ing only the location of the object in the left-eye image L,
by moving only the location of the object in the right-eye
image R, or by moving the locations of the objects in both
the left-eye image L and the right-eye image R.
[0249] The image processing method for increasing
the focus and the image processing method for decreas-
ing the focus are mere examples to facilitate the under-
standing. Accordingly, exemplary embodiments can im-
plement image processing for increasing or decreasing
the focus using other methods.
[0250] FIG. 14 is a diagram of an environment for set-
ting a focus/depth according to an exemplary embodi-
ment.
[0251] When a 3D image is input and a user inputs a
command for adjusting a focus, a command for adjusting
a depth, or a command for adjusting both the focus and
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the depth, the 3D object 910 is displayed together with
the GUI 920 for adjusting both the focus and the depth
on the screen.
[0252] The GUI 920 includes a cross item 930 in which
a control bar for adjusting the focus lies horizontally, a
control bar for adjusting the depth lies vertically, and the
two control bars are crossed.
[0253] As marked by the "F Play" icon 940 in the left
screen, the focus control and the depth control can be
applied during a playback. In so doing, when the user
inputs the focus control command or the depth control
command, the focus and the depth can be controlled
even during the 3D image playback by image-processing
objects in the left-eye images and the right-eye images
input in real time.
[0254] When the user presses a pause button of a front
panel of a TV 200 or a pause button of a remote controller,
the 3D image is paused as shown in the right screen of
FIG. 14. At this time, the GUI 920 for adjusting the focus
and the depth still remains.
[0255] As marked by the "|| Pause" icon 950 in the right
screen, the focus control and the depth control can be
applied even during the pause. In so doing, when the
user inputs the focus control command or the depth con-
trol command, the focus and the depth can be controlled
even during the paused 3D image by image-processing
objects in the left-eye image and the right-eye image of
the pause command input time.
[0256] When the user presses a playback button of the
front panel of the TV 200 or a playback button of the
remote controller, the 3D image is played as shown in
the left screen of FIG. 14. At this time, the GUI 920 for
adjusting the focus and the depth still remains.
[0257] Thus, the focus setting change and the depth
setting change for the 3D image can be further facilitated
and simplified.
[0258] Hereafter, operations for controlling a focus and
a depth of a 3D image according to an exemplary em-
bodiment are provided with reference to FIG. 15. FIG. 15
is a flowchart of a GUI providing method according to an
exemplary embodiment.
[0259] When a focus control command is input (S1510-
Y) or when a depth control command is input (S1520-Y),
the TV 200 generates a GUI overlapping a control bar
for adjusting the focus and a control bar for adjusting the
depth and displays the generated GUI on a screen
(S1530).
[0260] When a user’s vertical manipulation command
is input through up and down buttons of a front panel of
a TV 200 or up and down buttons of a remote controller
(S1540-Y), the TV 200 changes locations of objects such
that a distance variation of the objects of a left-eye image
and a right-eye image is constant, by image-processing
the left-eye image and the right-eye image (S1550). That
is, when the user’s vertical manipulation is input, the TV
200 changes the depth of the 3D image based on the
input vertical manipulation.
[0261] When the user’s horizontal manipulation com-

mand is input through left and right button of the front
panel of the TV 200 or left and right buttons of the remote
controller (S1560-Y), the TV 200 changes the locations
of the objects such that the distance variation of the ob-
jects of the left-eye image and the right-eye image varies,
by image-processing the left-eye image and the right-eye
image (S1570). That is, when the user’s horizontal ma-
nipulation is input, the TV 200 changes the focus of the
3D image based on the input horizontal manipulation.
[0262] Next, the TV 200 alternately outputs the left-eye
image and the right-eye image including the changed
locations of the objects (S1580).
[0263] As described above, the focus is controlled us-
ing the vertical manipulation and the depth is controlled
using the horizontal manipulation to ease the under-
standing. However, it is understood that other exemplary
embodiments are not limited thereto, and the depth con-
trol using the vertical manipulation and the focus control
using the horizontal manipulation may be provided in an-
other exemplary embodiment.
[0264] While both the focus control and the depth con-
trol are carried out using the cross item by way of exam-
ple, the form of the GUI item(s) or the GUI can vary in
other exemplary embodiments.

<GUI providing method for adjusting a stereoscopic ef-
fect of a 3D

[0265] Referring to FIGs. 16 through 19, a GUI provid-
ing method for adjusting a stereoscopic effect of a 3D
image is explained.
[0266] FIG. 16 is a detailed block diagram of a 3D TV
1600 according to an exemplary embodiment. The 3D
TV 1600 of FIG. 16 includes a broadcast receiver 1610,
an image input part 1620, an audio/video (A/V) processor
1630, an audio output part 1640, an image output part
1650, a controller 1660, a storage 1670, a manipulator
1680, and a glass signal transceiver 1695.
[0267] The broadcast receiver 1610 receives and de-
modulates a broadcast from a broadcasting station or a
satellite by wire or wirelessly. The broadcast receiver
1610 also receives a 3D image signal including 3D image
data.
[0268] The image input part 1620 is connected to an
external device and receives an image. In particular, the
image input part 1620 can receive the 3D image data
from the external device. The image input part 1620 can
interface via, for example, at least one of S-Video, Com-
ponent, Composite, D-Sub, DVI, and HDMI.
[0269] Herein, the 3D image data indicates data in-
cluding 3D image information. The 3D image data in-
cludes left-eye image data and right-eye image data in
one data frame region. Based on a pattern including the
left-eye image data and the right-eye image data, a type
of the 3D image data is classified.
[0270] The A/V processor 1630 performs a signal
processing such as video decoding, video scaling, and
audio decoding and generates the GUI with respect to

27 28 



EP 2 346 263 A1

16

5

10

15

20

25

30

35

40

45

50

55

the image signal and the audio signal fed from at least
one of the broadcast receiver 1610 and the image input
part 1620.
[0271] When the input image and audio signals are
stored in the storage 1670, the A/V processor 1630 com-
presses the input image and audio to store the com-
pressed image and audio.
[0272] The A/V processor 1630 includes an audio
processor 1632, an image processor 1634, a 3D image
creator 1636, and a GUI generator 1638 as shown in
FIG. 16.
[0273] The audio processor 1632 processes (for ex-
ample, decodes) the audio of the input audio signal. The
audio processor 1632 outputs the processed audio signal
to the audio output part 1640.
[0274] The image processor 1634 processes the input
image signal (for example, decodes and scales the vid-
eo). When the 3D image data is input, the image proc-
essor 1634 outputs the input 3D image data to the 3D
image creator 1636.
[0275] The 3D image creator 1636 generates the left-
eye image and the right-eye image interpolated to the
size of the full screen, using the input 3D image data. To
create the 3D stereoscopic image, the 3D image creator
1636 generates the left-eye image and the right-eye im-
age to display on the screen.
[0276] More specifically, the 3D image creator 1636
separates the left-eye image data and the right-eye im-
age data from the input 3D image data. Since one frame
data may include both the left-eye image data and the
right-eye image data, the separated left-eye image data
and right-eye image data each include the image data
corresponding to half of the whole screen size. Accord-
ingly, the 3D image creator 1636 generates the left-eye
image and the right-eye image to be displayed on the full
screen by enlarging twice or interpolating the separated
left-eye image data and right-eye image data. Next, the
3D image creator 1636 outputs the generated left-eye
image and right-eye image to the image output part 1650
to alternately display them.
[0277] The GUI generator 1638 can generate a GUI
for an environment setting of the 3D TV 1600. The GUI
includes an item for setting a stereoscopy control element
combining a depth and a focus of the 3D image to control
a stereoscopic effect of the 3D image.
[0278] Herein, by combining the depth and the focus,
the stereoscopy control element is divided to three stages
as the element for controlling the stereoscopic effect of
the 3D image. Herein, the three stages include Low,
Standard, and High. The Low indicates a lowest stereo-
scopic effect, the High indicates a highest stereoscopic
effect, and the Standard indicates a medium stereoscop-
ic effect between the Low and the High. For example,
the Low can set the depth value to 0 and the focus value
to 140, the High can set the depth value to 80 and the
focus value to 100, and the Standard can set the depth
value to 40 and the focus value to 120. Herein, the setting
values of the three stages are merely exemplary, and the

three stages can use other setting values in other exem-
plary embodiments. Furthermore, another exemplary
embodiment may have less than or more than three stag-
es.
[0279] The audio output part 1640 outputs the audio
fed from the A/V processor 1630 to a speaker.
[0280] The image output part 1650 outputs the image
output from the A/V processor 1630 to display the image
on the screen. As for the 3D image, the image output
part 1650 alternately outputs the left-eye image and the
right-eye image onto the screen.
[0281] The storage 1670 stores the image received
from the broadcast receiver 1610 or the image input part
1620. The storage 1670 can be external or internal, and
may be a volatile memory (such as RAM) or a non-volatile
memory (such as ROM, flash memory, or a hard disk
drive).
[0282] The manipulator 1680 receives and forwards a
user’s manipulation to the controller 1660. The manipu-
lator 1680 can be implemented using a remote controller,
a pointing device, a touchpad, a touch screen, etc.
[0283] The glass signal transceiver 1695 sends a clock
signal to alternately open the left-eye glass and the right-
eye glass of the 3D glasses 1690. The 3D glasses 1690
alternately open the left-eye glass and the right-eye glass
according to the received clock signal. The glass signal
transceiver 1695 receives status information from the 3D
glasses 1690.
[0284] The controller 1660 acquires a user command
based on the manipulation of the user fed from the ma-
nipulator 1680, and controls the operations of the 3D TV
1600 according to the acquired user command.
[0285] When one of the three stages of the stereosco-
py control element of the 3D image is set through the
GUI generated by the GUI generator 1638, the controller
1660 controls to modify the left-eye image and the right-
eye image of the 3D image in accordance with the set
stage. That is, when the value of the stereoscopy control
element is set to the High through the manipulation of
the user, the controller 1660 controls to change the depth
value and the focus value of the left-eye image and the
right-eye image of the 3D image to 80 and 100, respec-
tively.
[0286] When the stereoscopy control element of the
3D image is set to one of the three stages, the controller
1660 controls to switch the left-eye images and the right-
eye images input in real time during a playback of the 3D
image, or to change the paused left-eye image and right-
eye image during a pause of the 3D image.
[0287] When the stereoscopy control element of the
3D image is set to one of the three stages, the controller
1660 controls to change a distance between a location
of a particular object of the left-eye image and the location
of a particular object of the right-eye image on the screen
according to the stereoscopy of the set stage.
[0288] According to the stereoscopy control element
defined via the GUI, the controller 1660 can control to
provide a preview of the 3D image with the adjusted ster-
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eoscopic effect in an exemplary embodiment. In more
detail, when the stereoscopy control element is set
through the GUI, the controller 1660 controls to generate
the left-eye image and the right-eye image of the 3D im-
age corresponding to the set stage, and to alternately
output the generated left-eye image and right-eye image.
The generated left-eye image and right-eye image may
be smaller than the full screen size.
[0289] Referring to FIGs. 17, 18A and 18B, a method
for adjusting a stereoscopic effect of a 3D image accord-
ing to one or more exemplary embodiments is described.
[0290] FIG. 17 depicts a GUI including an element for
adjusting a stereoscopic effect according to an exempla-
ry embodiment.
[0291] When the 3D image is input and the user inputs
a command for a stereoscopy control, the GUI is dis-
played on a screen as shown in FIG. 17. In general, to
adjust the stereoscopy of the 3D image, at least one of
a focus and a depth is separately adjusted. By providing
the GUI including the single element for controlling the
stereoscopic effect as shown in FIG. 17, the focus control
and the depth control can be accomplished at the same
time.
[0292] Herein, the depth of the 3D image indicates a
distance of an object on the screen, and the focus indi-
cates whether the stereoscopic object is positioned in
front of the screen or behind the screen. For example,
provided that the depth can be adjusted from 0 to 100,
the depth 0 represents the 3D image like a 2D image and
the depth 100 maximizes the stereoscopic effect. Pro-
vided that the focus can be adjusted from 0 to 255, the
focus 0 makes the image appear farthest from the screen
and the focus 255 makes the image appear closest in
the screen.
[0293] In the following description, a depth control and
a focus control of a 3D image according to one or more
exemplary embodiments are explained with reference to
FIGs. 18A and 18B.
[0294] FIG. 18A depicts an image processing when a
depth is adjusted according to an exemplary embodi-
ment.
[0295] To represent a location difference between
same objects of a left-eye image L and a right-eye image
R displayed on a screen, the left-eye image L and the
right-eye image R are shown together in FIG. 18A. In the
left screen of FIG. 18A, the location difference between
the left-eye image L and the right-eye image R for the
circular object 1810 is a, and the location difference be-
tween the left-eye image L and the right-eye image R for
the triangular object 1820 is b.
[0296] When the depth value increases, the 3D TV
1600 image-processes each object to increase the loca-
tion difference between the same objects of the left-eye
image L and the right-eye image R.
[0297] More specifically, the 3D TV 1600 equally
changes the location variation between the objects such
that the location difference of the left-eye image L and
the right-eye image R for the circular object 1810 be-

comes a+c and the location difference of the left-eye im-
age L and the right-eye image R for the triangular object
1820 becomes b+c as shown in the right screen of FIG.
18A.
[0298] Thus, the depth throughout the screen including
the circular object 1810 and the triangular object 1820
increases.
[0299] Conversely, when the depth value decreases,
the 3D TV 1600 image-processes each object to de-
crease the location difference between the same objects
of the left-eye image L and the right-eye image R.
[0300] More specifically, the 3D TV 1600 image-proc-
esses each object such that the location difference of the
left-eye image L and the right-eye image R for the circular
object 1810 becomes (a+c)-c=a and the location differ-
ence of the left-eye image L and the right-eye image R
for the triangular object 1820 becomes (b+c)-c=b as
shown in the left screen of FIG. 18A. That is, the location
variation between the objects becomes less.
[0301] FIG. 18B is a diagram of an image processing
when a focus is adjusted according to an exemplary em-
bodiment.
[0302] To represent a location difference between
same objects of a left-eye image L and a right-eye image
R displayed on the screen, the left-eye image L and the
right-eye image R are shown together in FIG. 18B. In the
left screen of FIG. 18B, the location difference between
the left-eye image L and the right-eye image R for the
circular object 1810 is a, and the location difference be-
tween the left-eye image L and the right-eye image R for
the triangular object 1820 is b.
[0303] When the focus value increases, the 3D TV
1600 image-processes each object to increase the loca-
tion difference between the same objects of the left-eye
image L and the right-eye image R.
[0304] More specifically, the 3D TV 1600 differently
changes the location variation between the objects such
that the location difference of the left-eye image L and
the right-eye image R for the circular object 1810 be-
comes k*a and the location difference of the left-eye im-
age L and the right-eye image R for the triangular object
1820 becomes k*b as shown in the right screen of FIG.
18B.
[0305] As a result, the focus throughout the screen in-
cluding the circular object 1810 and the triangular object
1820 increases.
[0306] Conversely, when the focus value decreases,
the 3D TV 1600 image-processes each object to de-
crease the location difference between the same objects
in the left-eye image L and the right-eye image R.
[0307] More specifically, the 3D TV 1600 image-proc-
esses each object such that the location difference of the
left-eye image L and the right-eye image R for the circular
object 1810 becomes (k*a)/k=a and the location differ-
ence of the left-eye image L and the right-eye image R
for the triangular object 1820 becomes (k*b)/k=b as
shown in the left screen of FIG. 18B. That is, while the
location variation between the objects differs, the location
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difference between the objects varies at the same rate.
As a result, the focus throughout the screen including the
circular object 1810 and the triangular object 1820 low-
ers.
[0308] Such location variation can be changed by mov-
ing only the location of the object in the left-eye image L,
by moving only the location of the object in the right-eye
image R, or by moving the locations of all of the objects
in the left-eye image L and the right-eye image R accord-
ing to various exemplary embodiments.
[0309] Referring back to FIG. 17, the GUI includes in-
formation 1710 relating to a Move key, information 1720
relating to an Enter key, information 1730 relating to a
Return to the 3D image, and an item 1740 for setting a
stage of a stereoscopy control element. The information
1710 relating to the Move key informs of the vertical but-
ton manipulation of the remote controller for moving the
stage of the 3D image stereoscopy. The information 1720
relating to the Enter indicates a remote controller enter
button for selecting the user’s desired stereoscopy stage.
The information 1730 relating to the Return to the 3D
image indicates a remote controller return button for ex-
ecuting the 3D image based on a selected stereoscopy
stage. The item 1740 for setting the stage of the stere-
oscopy control element includes three stages of the 3D
image stereoscopic effect level, though it is understood
that another exemplary embodiment is not limited there-
to.
[0310] Herein, the three stages include Low, Standard,
and High. The Low indicates a lowest stereoscopic effect,
the High indicates a highest stereoscopic effect, and the
Standard indicates a medium stereoscopic effect be-
tween the Low and the High. For example, the Low can
set the depth value to 0 and the focus value to 140, the
High can set the depth value to 80 and the focus value
to 100, and the Standard can set the depth value to 40
and the focus value to 120. Herein, the setting values of
the three stages are merely exemplary, and the three
stages can use other setting values.
[0311] Operations for adjusting a stereoscopy of a 3D
image according to an exemplary embodiment will now
be described with reference to FIG. 19.
[0312] FIG. 19 is a flowchart of a GUI providing method
according to an exemplary embodiment.
[0313] Referring to FIG. 19, when a GUI generation
command for adjusting a stereoscopy of a 3D image is
input (S1910-Y), the 3D TV 1600 generates the GUI for
adjusting the stereoscopy of the 3D image as described
in FIG. 17 and displays the generated GUI on a screen
(S1920). To adjust the stereoscopic effect of the 3D im-
age, the GUI includes an item for setting a stage of a
stereoscopy control element combining a depth control
and a focus control of the 3D image.
[0314] Herein, by combining the depth control and the
focus control, the stereoscopy control element is divided
to three stages as an element for controlling the stereo-
scopic effect of the 3D image. Herein, the three stages
include a Low, a Standard, and a High. The Low indicates

a lowest stereoscopic effect, the High indicates a highest
stereoscopic effect, and the Standard indicates a medi-
um stereoscopic effect between the Low and the High.
For example, the Low can set the depth value to 0 and
the focus value to 140, the High can set the depth value
to 80 and the focus value to 100, and the Standard can
set the depth value to 40 and the focus value to 120.
Herein, the setting values of the three stages are merely
exemplary, and the three stages can use other setting
values in another exemplary embodiment.
[0315] Next, when the control command of the stere-
oscopic effect of the 3D image is input through the gen-
erated GUI (S1930-Y), the 3D TV 1600 modifies locations
of objects in a left-eye image and a right-eye image by
image-processing the left-eye image and the right-eye
image (S1940). For example, when instructed to set the
Low stage of the stereoscopy control element, the depth
value is set to 0, the focus value is set to 140, and the
3D TV 1600 changes the locations of the objects of the
left-eye image and the right-eye image accordingly. Next,
the 3D TV 1600 alternately outputs the left-eye image
and the right-eye image with the changed locations of
the objects (S1950). At this time, the left-eye image and
the right-eye image, which are output in a size smaller
than a full screen size, can be output as a preview.
[0316] So far, the stages for adjusting the stereoscopy
of the 3D image are three by way of example. However,
it is understood that another exemplary embodiment may
apply a plurality of stages other than the three stages.
[0317] While the stereoscopy control element com-
bines the depth and the focus by way of example, another
exemplary embodiment may apply a stereoscopy control
element which combines elements other than the depth
and the focus.

<3D GUI providing

[0318] A GUI providing method according to one or
more exemplary embodiments will now be described with
reference to FIGs. 20 through 23.
[0319] FIG. 20 is a detailed block diagram of a 3D TV
2000 according to an exemplary embodiment. The 3D
TV 2000 of FIG. 20 includes a broadcast receiver 2010,
an image input part 2020, an audio/video (A/V) processor
2030, an audio output part 2040, an image output part
2050, a controller 2060, a storage 2070, a manipulator
2080, and a glass signal transceiver 2095.
[0320] The broadcast receiver 2010 receives and de-
modulates a broadcast from a broadcasting station or a
satellite by wire or wirelessly. The broadcast receiver
2010 also receives a 3D image signal including 3D image
data.
[0321] The image input part 2020 is connected to an
external device to receive the image. In particular, the
image input part 2020 can receive 3D image data from
the external device. The image input part 2020 can in-
terface with, for example, at least one of S-Video, Com-
ponent, Composite, D-Sub, DVI, and HDMI.
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[0322] Herein, the 3D image data indicates data in-
cluding 3D image information. The 3D image data in-
cludes left-eye image data and right-eye image data in
one data frame region. Based on a pattern including the
left-eye image data and the right-eye image data, a type
of the 3D image data is classified.
[0323] The A/V processor 2030 performs signal
processing such as video decoding, video scaling, and
audio decoding and generates a GUI with respect to the
image signal and the audio signal fed from at least one
of the broadcast receiver 2010 and the image input part
2020.
[0324] When the input image and audio signals are
stored in the storage 2070, the A/V processor 2030 com-
presses the input image and audio to store the com-
pressed image and audio.
[0325] The A/V processor 2030 includes an audio
processor 2032, an image processor 2034, a 3D image
creator 2036, and a GUI generator 2038 as shown in
FIG. 20.
[0326] The audio processor 2032 processes (for ex-
ample, decodes) the audio of the input audio signal. The
audio processor 2032 outputs the processed audio signal
to the audio output part 2040.
[0327] The image processor 2034 processes the input
image signal (for example, decodes and scales the vid-
eo). When the 3D image data is input, the image proc-
essor 2034 outputs the input 3D image data to the 3D
image creator 2036.
[0328] The 3D image creator 2036 generates the left-
eye image and the right-eye image interpolated to a size
of a full screen, using the input 3D image data. To create
the 3D stereoscopic image, the 3D image creator 2036
generates the left-eye image and the right-eye image to
display on the screen.
[0329] More specifically, the 3D image creator 2036
separates the left-eye image data and the right-eye im-
age data from the input 3D image data. Since one frame
data may include both the left-eye image data and the
right-eye image data, the separated left-eye image data
and right-eye image data each include the image data
corresponding to half of the whole screen size. Accord-
ingly, the 3D image creator 2036 generates the left-eye
image and the right-eye image to be displayed in the full
screen by enlarging twice or interpolating the separated
left-eye image data and right-eye image data. Next, the
3D image creator 2036 outputs the generated left-eye
image and right-eye image to the image output part 2050
to alternately display them.
[0330] When the user inputs the GUI generation com-
mand, the 3D image creator 2036 may generate only one
of the left-eye image and the right-eye image of the input
3D image and output the generated image to the image
output part 2050. Next, when the user inputs a GUI end
command or when a certain time passes without using
the GUI, the 3D image creator 2036 generates both the
left-eye image and the right-eye image of the 3D image
which is input again.

[0331] The GUI generator 2038 generates a GUI for
an environment setting of the 3D image display appara-
tus. The generated GUI may be a 3D type GUI. Herein,
the 3D type GUI can consider two cases. The first case
is a 2D GUI which looks like the 3D image. The second
case generates the 3D GUI by generating the left-eye
3D GUI and the right-eye 3D GUI similar to the 3D image.
[0332] In the first case, the GUI generator 2038 gen-
erates the 2D GUI. The 2D GUI looks likes the stereo-
scopic 3D GUI, rather than the general plain 2D GUI.
However, the user can see the 3D type GUI without using
the 3D glasses 2090.
[0333] In the second case, the GUI generator 2038
generates the GUI including the left-eye 3D GUI and the
right-eye 3D GUI similar to the 3D image. Accordingly,
the 3D GUI data including the generated left-eye 3D GUI
and right-eye 3D GUI is input to the 3D image creator
2036. The 3D image creator 2036 generates the left-eye
3D GUI and the right-eye 3D GUI. The 3D image creator
2036 alternately outputs the generated left-eye 3D GUI
and the generated right-eye 3D GUI to the image output
part 2050.
[0334] The audio output part 2040 outputs the audio
fed from the A/V processor 2030 to a speaker.
[0335] The image output part 2050 outputs the image
fed from the A/V processor 2030 to display the image on
the screen. As for the 3D image, the image output part
2050 alternately outputs the left-eye image and the right-
eye image onto the screen.
[0336] The storage 2070 stores the image received
from the broadcast receiver 2010 or the image input part
2020. The storage 2070 can be external or internal, and
may be a volatile memory (such as RAM) or a non-volatile
memory (such as ROM, flash memory, or a hard disk
drive)..
[0337] The manipulator 2080 receives and forwards a
user’s manipulation to the controller 2060. The manipu-
lator 2080 can be implemented using a remote controller,
a pointing device, a touchpad, a touch screen, etc.
[0338] The glass signal transceiver 2095 sends a clock
signal to alternately open the left-eye glass and the right-
eye glass of the 3D glasses 2090. The 3D glasses 2090
alternately open the left-eye glass and the right-eye glass
according to the received clock signal. The glass signal
transceiver 2095 receives status information from the 3D
glasses 2090.
[0339] The controller 2060 acquires a user command
based on the manipulation of the user fed from the ma-
nipulator 2080, and controls the operations of the TV ac-
cording to the acquired user command.
[0340] When the generation command of the GUI to
be displayed in the 3D image is input through the manip-
ulator 2080, the controller 2060 controls to output only
one of the left-eye image and the right-eye image and to
output the GUI generated by the GUI generator 2038
together with the one image. In so doing, when the 3D
image creator 2036 generates the left-eye 3D GUI and
the right-eye 3D GUI based on the 3D GUI data gener-
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ated by the GUI generator 2038, the controller 2060 con-
trols to alternately output the left-eye GUI and the right-
eye GUI together with any one of the generated left-eye
image and right-eye image.
[0341] When the generation command of the 3D GUI
to be displayed over the 3D image is input through the
user’s manipulation and the 3D image creator 2036 gen-
erates only one of the left-eye image and the right-eye
image of the 3D image, the controller 2060 controls to
output one of the generated left-eye image and the gen-
erated right-eye image. When a 3D GUI end command
is input through the user’s manipulation, the controller
2060 controls to alternately output the left-eye image and
the right-eye image corresponding to the 3D image which
is input again.
[0342] After a certain time period passes by without
using the 3D GUI, the controller 2060 may automatically
end the GUI and control to alternately output the left-eye
image and the right-eye image corresponding to the input
3D image.
[0343] Hereafter, a 3D GUI providing method of a dis-
play apparatus according to one or more exemplary em-
bodiments is elucidated with reference to FIGs. 21, 22
and 23.
[0344] FIG. 21 is a flowchart of a GUI providing method
when a 3D GUI generation command is input through a
user’s manipulation according to an exemplary embodi-
ment.
[0345] Referring to FIG. 21, when the 3D GUI gener-
ation command is input to the 3D TV 2000 by the user’s
manipulation while a 3D image is output (S2110-Y), the
3D TV 2000 converts the output 3D image to the 2D im-
age (S2120).
[0346] In more detail, when the 3D GUI generation
command is input to the 3D TV 200 through the user’s
manipulation, the 3D image creator 2036 generates only
one of a left-eye image and a right-eye image of the input
3D image. The 3D image creator 2036 can output only
one of the generated images to the image output part
2050. Hence, the 3D image is converted to the 2D image.
[0347] Alternatively, according to another exemplary
embodiment, to convert the 3D image to the 2D image,
the 3D image creator 2036 can generate the left-eye im-
age and the right-eye image of the 3D image and output
only one of the generated left-eye image and the gener-
ated right-eye image to the image output part 2050. Thus,
the 3D image can be converted to the 2D image.
[0348] The GUI generator 2038 generates the 3D GUI
data and the 3D image creator 2036 generates the left-
eye 3D GUI and the right-eye 3D GUI based on the 3D
GUI data (S2130). Next, together with one output image
of the 3D image, the 3D TV 2000 generates the 3D GUI
by alternately outputting the generated left-eye 3D GUI
and the generated right-eye 3D GUI (S2140).
[0349] As such, when the 3D GUI generation com-
mand is input and the 3D image is converted to the 2D
image, discomfort due to a superimposition of the 3D GUI
and the 3D image can be reduced.

[0350] FIG. 22 is a flowchart of a GUI finishing method
when a 3D GUI end command is input through a user’s
manipulation according to an exemplary embodiment.
[0351] Referring to FIG. 22, as described above with
reference to FIG. 21, when the 3D GUI is generated, the
3D image is converted to the 2D image. That is, the 3D
TV 2000 outputs the 3D GUI over the 3D image (S2210).
The 3D TV 200 determines whether the end command
is input via the user’s manipulation (S2220). When the
end command is input through the user’s manipulation
(S2220-Y), the 3D GUI is ended (S2230). At this time,
the image output 2050 does not output the 3D GUI any
more.
[0352] The 3D TV 2000 converts the 2D image back
to the 3D image (S2240). The 3D image creator 2036
generates a left-eye image and a right-eye image of the
3D image and alternately outputs the generated left-eye
image and the generated right-eye image of the 3D image
to the image output part 2036. Thus, the 3D TV 2000 can
output the 3D image again (S2250).
[0353] FIG. 23 is a diagram of the 3D GUI generation
according to an exemplary embodiment.
[0354] Referring to FIG. 23, the 3D image data is input
to the 3D TV 2000 and the 3D image is output (2310).
When a 3D GUI generation command is input through
the user’s manipulation, the 3D GUI is generated as de-
scribed above. Furthermore, the 3D image is converted
to the 2D image as shown (2320). The conversion of the
3D image to the 2D image is described above. When the
3D GUI end command is input through the user’s manip-
ulation, the 3D GUI is no longer output through the image
output part 2050. Next, the 2D image is converted to the
3D image as described above (2330).
[0355] While not restricted thereto, exemplary embod-
iments can also be embodied as computer-readable
code on a computer-readable recording medium. The
computer-readable recording medium is any data stor-
age device that can store data that can be thereafter read
by a computer system. Examples of the computer-read-
able recording medium include read-only memory
(ROM), random-access memory (RAM), CD-ROMs,
magnetic tapes, floppy disks, and optical data storage
devices. The computer-readable recording medium can
also be distributed over network-coupled computer sys-
tems so that the computer-readable code is stored and
executed in a distributed fashion. Also, exemplary em-
bodiments may be written as computer programs trans-
mitted over a computer-readable transmission medium,
such as a carrier wave, and received and implemented
in general-use or special-purpose digital computers that
execute the programs. Moreover, while not required in
all aspects, one or more units of the above-described
elements can include a processor or microprocessor ex-
ecuting a computer program stored in a computer-read-
able medium.
[0356] Although the exemplary embodiments have
been shown and described, it will be appreciated by those
skilled in the art that changes may be made in these
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exemplary embodiments without departing from the gen-
eral inventive concept, the scope of which is defined in
the appended claims and their equivalents.

Claims

1. A Graphic User Interface (GUI) providing method
comprising:

when a setting command for a 3-Dimensional
(3D) image is input, generating a first GUI for
changing settings for the 3D image and a second
GUI for changing an environment required to set
the 3D image; and
outputting the first GUI and the second GUI.

2. The GUI providing method of claim 1, wherein the
environment to set the 3D image is an environment
in which the 3D image is played, or an environment
in which the 3D image is paused.

3. The GUI providing method of any preceding claim,
wherein the settings for the 3D image comprise at
least one of a setting relating to a format of the 3D
image, a setting relating to conversion between an
output of the 3D image and an output of a 2D image,
and a setting relating to a depth control or a focus
control of the 3D image.

4. The GUI providing method of any preceding claim,
wherein, when the setting command is input in an
environment in which the 3D image is played, the
outputting outputs the first GUI and the second GUI
while maintaining a playback of the 3D image, and
when the setting command is input in an environment
in which the 3D image is paused, the outputting out-
puts the first GUI and the second GUI while main-
taining a pause of the 3D image.

5. The GUI providing method of claim 3, further com-
prising:

when a command for at least one of a focus con-
trol and a depth control of the 3D image is input,
displaying one GUI allowing both of the focus
control and the depth control together with the
3D image; and
modifying a left-eye image and a right-eye image
of the 3D image according to a manipulation
command through the GUI.

6. The GUI providing method of claim 5, further com-
prising:

displaying a GUI to set a third element combin-
ing the depth and the focus which are set to ad-
just a stereoscopic effect of the 3D image; and

modifying a left-eye image and a right-eye image
of the 3D image to adjust the stereoscopic effect
of the 3D image according to the third element
set through the GUI.

7. The GUI providing method of any preceding claim,
wherein the GUI is a 3D GUI.

8. A display apparatus comprising:

a GUI generator for, when a setting command
for a 3D image is input, generating a first GUI
for changing settings for the 3D image and a
second GUI for changing an environment to set
the 3D image; and
a controller for controlling to output the first GUI
and the second GUI.

9. The display apparatus of claim 8, wherein the envi-
ronment to set the 3D image is an environment in
which the 3D image is played, or an environment in
which the 3D image is paused.

10. The display apparatus of any of claims 8 to 9, wherein
the settings for the 3D image comprise at least one
of a setting relating to a format of the 3D image, a
setting relating to conversion between an output of
the 3D image and an output of a 2D image, and a
setting relating to a depth control or a focus control
of the 3D image.

11. The display apparatus of any of claims 8 to 10,
wherein, when the setting command is input in an
environment in which the 3D image is played, the
controller controls to output the first GUI and the sec-
ond GUI while maintaining a playback of the 3D im-
age, and
when the setting command is input in an environment
in which the 3D image is paused, the controller con-
trols to output the first GUI and the second GUI while
maintaining a pause of the 3D image.

12. The display apparatus of claim 10, further compris-
ing:

a display for displaying the 3D image together
with the GUI, wherein, when a command for at
least one of the focus control and the depth con-
trol of the 3D image is input, the GUI generator
generates one GUI allowing both of the focus
control and the depth control, and
the controller controls to modify a left-eye image
and a right-eye image of the 3D image according
to a manipulation command through the GUI.

13. The display apparatus of claim 12, wherein the GUI
generator generates a GUI to set a third element
combining the focus and the depth which are set to
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adjust the stereoscopic effect of the 3D image, and
the controller controls to modify a left-eye image and
a right-eye image of the 3D image to adjust the ster-
eoscopic effect of the 3D image according to the third
element set through the GUI.

14. The display apparatus of any of claims 8 to 13,
wherein the GUI is a 3D GUI.

15. A 3D image providing system comprising:

a display apparatus for outputting a 3D image,
and outputting a first GUI for changing settings
of the 3D image and a second GUI for changing
an environment to set the 3D image when a set-
ting command for the 3D image is input; and
shutter glasses for alternately opening and clos-
ing a left-eye glass and a right-eye glass based
on a sync signal output from the display appa-
ratus to alternately input a left-eye image and a
right-eye image of the 3D image.
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