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Fig. S1. Full 45-view light field quilt for BicycLE scene from the MipNeRF-360 dataset [Barron et al. 2022]
rendered using G2LF algorithm for Looking Glass Go display (Ny = 512, Ny = 910, Nehynk=512).
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Fig. S2. Captured results of the BicycLE scene from the MipNeRF-360 dataset [Barron et al. 2022] on a Looking
Glass Go display for multiple algorithm variants. Each row corresponds to a different rendering method, and
each column shows a captured viewpoint sampled across the display’s horizontal viewing range. Although
the rendering quality varies across methods, all variants preserve consistent view-dependent appearance and
coherent 3D structure across viewpoints, confirming correct light-field reconstruction on the real display. In
practice, artifacts visible in individual rendered views are less noticeable during actual viewing, as multiple
views perceptually blend within the viewer’s pupil.
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Fig. S3. Evaluation on the rendered COUNTER scene from the MipNeRF-360 dataset [Barron et al. 2022]. (Top)
Visual comparisons between the ground truth, the baseline models, and our proposed methods. (Bottom)
Rendered light field quilt views across horizontal viewpoints for different algorithms. Our methods preserve
consistent multi-view appearance while trading off rendering quality and speed. The numbers appended to
G2LF and V2LF denote the Nhunk.
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Fig. S4. Full 45-view light field quilt for COUNTER scene from the MipNeRF-360 dataset [Barron et al. 2022]
rendered using G2LF algorithm for Looking Glass Go display (Nx = 512, Ny = 910, Nehynk=512).
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Fig. S5. Captured results of the CounTER scene from the MipNeRF-360 dataset [Barron et al. 2022] on a
Looking Glass Go display for multiple algorithm variants. Each row corresponds to a different rendering
method, and each column shows a captured viewpoint sampled across the display’s horizontal viewing range.
Although rendering quality varies across methods, all variants preserve consistent multi-view appearance
and coherent 3D structure across viewpoints. Artifacts visible in individual rendered views are less noticeable
during actual viewing, as multiple views perceptually blend within the viewer’s pupil.
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Fig. S6. Evaluation on the rendered GARDEN scene from the MipNeRF-360 dataset [Barron et al. 2022]. (Top)
Visual comparisons between the ground truth, the baseline models, and our proposed methods. (Bottom)
Rendered light field quilt views across horizontal viewpoints for different algorithms. Our methods preserve
consistent multi-view appearance while trading off rendering quality and speed. The numbers appended to
G2LF and V2LF denote the Nhunk.
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Fig. S7. Full 45-view light field quilt for GARDEN scene from the MipNeRF-360 dataset [Barron et al. 2022]
rendered using G2LF algorithm for Looking Glass Go display (Nx = 512, Ny = 910, Nehynk=512).
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Fig. S8. Captured results of the GARDEN scene from the MipNeRF-360 dataset [Barron et al. 2022] on a
Looking Glass Go display for multiple algorithm variants. Each row corresponds to a different rendering
method, and each column shows a captured viewpoint sampled across the display’s horizontal viewing range.
Although rendering quality varies across methods, all variants preserve consistent multi-view appearance
and coherent 3D structure across viewpoints. Artifacts visible in individual rendered views are less noticeable
during actual viewing, as multiple views perceptually blend within the viewer’s pupil.
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Fig. S9. Evaluation on the rendered KiTcHEN scene from the MipNeRF-360 dataset [Barron et al. 2022]. (Top)
Visual comparisons between the ground truth, the baseline models, and our proposed methods. (Bottom)
Rendered light field quilt views across horizontal viewpoints for different algorithms. Our methods preserve
consistent multi-view appearance while trading off rendering quality and speed. The numbers appended to
G2LF and V2LF denote the N¢punk.
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Fig. S10. Captured results of the KiTcHEN scene from the MipNeRF-360 dataset [Barron et al. 2022] on a
Looking Glass Go display for multiple algorithm variants. Each row corresponds to a different rendering
method, and each column shows a captured viewpoint sampled across the display’s horizontal viewing range.
Although rendering quality varies across methods, all variants preserve consistent multi-view appearance
and coherent 3D structure across viewpoints. Artifacts visible in individual rendered views are less noticeable
during actual viewing, as multiple views perceptually blend within the viewer’s pupil.
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Fig. S11. Evaluation on the rendered STumP scene from the MipNeRF-360 dataset [Barron et al. 2022]. (Top)
Visual comparisons between the ground truth, the baseline models, and our proposed methods. (Bottom)
Rendered light field quilt views across horizontal viewpoints for different algorithms. Our methods preserve
consistent multi-view appearance while trading off rendering quality and speed. The numbers appended to
G2LF and V2LF denote the Npunk.
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Fig. S12. Full 45-view light field quilt for STuMP scene from the MipNeRF-360 dataset [Barron et al. 2022]
rendered using G2LF algorithm for Looking Glass Go display (Nx = 512, Ny = 910, Nehynk=512).
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Fig. S13. Captured results of the STumP scene from the MipNeRF-360 dataset [Barron et al. 2022] on a Looking
Glass Go display for multiple algorithm variants. Each row corresponds to a different rendering method, and
each column shows a captured viewpoint sampled across the display’s horizontal viewing range. Although
rendering quality varies across methods, all variants preserve consistent multi-view appearance and coherent
3D structure across viewpoints. Artifacts visible in individual rendered views are less noticeable during actual
viewing, as multiple views perceptually blend within the viewer’s pupil.
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Fig. S14. Evaluation on the rendered TREEHILL scene from the MipNeRF-360 dataset [Barron et al. 2022]. (Top)
Visual comparisons between the ground truth, the baseline models, and our proposed methods. (Bottom)
Rendered light field quilt views across horizontal viewpoints for different algorithms. Our methods preserve
consistent multi-view appearance while trading off rendering quality and speed. The numbers appended to

G2LF and V2LF denote the Nhunk.
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Fig. S15. Full 45-view light field quilt for TREEHILL scene from the MipNeRF-360 dataset [Barron et al. 2022]
rendered using G2LF algorithm for Looking Glass Go display (Nx = 512, Ny = 910, Nehynk=512).
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Fig. S16. Captured results of the TREEHILL scene from the MipNeRF-360 dataset [Barron et al. 2022] on a
Looking Glass Go display for multiple algorithm variants. Each row corresponds to a different rendering
method, and each column shows a captured viewpoint sampled across the display’s horizontal viewing range.
Although rendering quality varies across methods, all variants preserve consistent multi-view appearance
and coherent 3D structure across viewpoints. Artifacts visible in individual rendered views are less noticeable
during actual viewing, as multiple views perceptually blend within the viewer’s pupil.
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