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ABSTRACT: 

We see things through our eyes and we sometimes tend get confused because of our eyes. Things like stereoscopic 3D makes us to believe and to perceive that the flat 2D images that we see are actually 3D. 

This technology has been around for many long years but we don’t actually realize or have used it to it’s full potential. We might be able to come up with a new understanding of the way it works if we are able to create it digitally.

This paper will cover on studies on how stereoscopic 3D images can be used to its full potential use in this digital environment. Besides that, it will also include on how it can be used in the interactive part of it. 
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INTRODUCTION

Stereoscopic 3D has existed for a very long time but we have not realized this technology can be used in this new digital era with plenty of new methods found to improvise and to use in this interactive environment. This paper will cover on what how to use these stereoscopic images for this new age of interactive environment. Basically there are 5 chapter. The first chapter will cover on what are these stereoscopic images and how it is created, besides that it will cover on type of stereoscopic images, the materials used and method of creating it and also the usage of this technology. The second chapter will cover all on digital environment and this also the interactive part of it.

The third chapter will cover a survey conducted to see the effectiveness of this technology among the user to see rather it improve the interactivity of the digital medium. The forth chapter will cover on case study on existing websites which uses stereoscopic images to display it’s content, and chapter five will cover on the conclusion from the findings.  
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