














factor nailed. We watched a variety of clips for a solid half-hour, and while very slight eye
strain was present at times, it certainly wasn't anything out of the ordinary. We also men-
tioned to Chris our desire for 3D glasses that swallowed more of our face (we know, we
know...) in order to prevent us from seeing the rims of the spectacles in our periphery, and he
acknowledged that the company was looking into various designs that could utilize larger
lenses for those bothered by the frames. We took the opportunity to walk all around the
display, and even standing a foot away from the screen, the effect was still present. Viewing
angles were as good as we'd seen on a panel, with the 3D effect following us (sans blur and
artifacts, mind you) as we walked from one extreme edge to the other. Of course, not every-
thing was perfect; minor ghosting and blurring was present on certain clips, but overall, the
images popping off the screen were striking. We can't help but think back to the first time we
witnessed Mitsubishi's LaserVue HDTV -- to this day, that remains the most visually stunning
2D television that we've seen, so it's pretty safe to say that we're fans of this whole laser
thing.
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Gaming on HDI's 3D solution

As enjoyable as watching 3D content was, it simply didn't hold a candle to the experience of
playing Avatar: The Game in 3D, at 1080p, with all details cranked. Naturally, you'd need a
Core i7 machine with a fairly potent GPU in order to pull something similar off, but if you're
springing for a $15,000 television, you've probably got an Alienware or two that you're using
to prop your feet up at night. The amount of depth and the accuracy at which the game was
rendered was nothing short of stunning. Cruising around beneath rock formations and watch-
ing armies of enemies congregate in the background provided a whole new feel to the game,
and if executed well on the developer's end, we could totally see this taking off far quicker
than mainstream 3D television viewing.



46-inch 3D experience vs. 97-inch 3D experience

If you're curious about how the 46-inch set compared to the 97-inch prototype, here's the
honest truth: it's dramatically less immersive, and is more of a nice addition than a com-
pletely new experience. The big boy also has the advantage of shooting 1080p to each eye,
whereas the 46-inch LCD uses a modified polarization technique that cuts down on the
perceived resolution. From afar, the 46-inch set was delightful in its own right, but again,
that's only if you're actually okay with donning 3D glasses to enjoy your programming. If
you're no fan of strapping something on your face in order to see things differently on your
set, this solution -- nor any other, really -- will change your mind.

Technicalities and software plans

We'll close by explaining how exactly the 97-inch prototype was setup, and how that'll differ
from the completely enclosed 103-inch version that's set to ship to the earliest of adopters in
prototype form later this summer. Put simply, the screen you see hanging on the wall here
has a massive cutout behind it leading into the next room; within that room was a box of
lasers that were being channeled via fiber optic cabling to a projection box. The projection
was beamed out onto a substantially large mirror, which then hit the rear of the screen and
produced the image that we witnessed in the demo room. Essentially, this is an exploded,
full-scale version of the miniaturized and optimized process that'll occur within a 10-inch
chassis on the final build. And as for those GUI shots below? That's HDI's first attempt at craft-
ing a media portal that would enable buyers to easily find (and even upload or sell) 3D mate-
rial, and we were duly impressed with just how slick it looked. Even the XBMC-based beta was
web-connected, with Chris noting that it could easily be shaped to pull down web content
feeds or RSS information. Plans about including this at launch are still in the works, but giving
people an avenue for procuring tough-to-find 3D content from the get-go sure sounds like a
bright idea from our perspective.
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