Bibliography  

1. Robert Leggat, 2000, STEREOSCOPIC photography at 

    http://www.kbnet.co.uk/rleggat/photo/history/brewster.htm

2. Research Group 3D Display,1999, Applications of stereoscopic 3D at 

    http://www.inf.tu-dresden.de/D4D/en/apps/apps.htm

3. David Drascic, June 1993, Stereoscopic Video and Augmented Reality at

    http://gypsy.rose.utoronto.ca/people/David.html

4. Jim Blanchard and Reiko Tsuneto, 2000, Stereoscopic viewing at 

    http://www.hitl.washington.edu/scivw/EVE/III.A.1.b.StereoscopicViewing.html

5. David Dunn and Woody Vasulka, 2000, Digital Space: A Summary 

6. Verlag Lars Muller, 1992, Stereo, Switzerland, Waser Druck AG, Buchs/ZH, 

7. Marshal McLuhan, 2000, Philosophy of Macluhan at

    “www.macluhan.com”

8. Ohzawa, G.C. DeAngelis, & R.D. Freeman, 1997, Neural Coding of Stereoscopic      

   Depth, Report presented by Group in Vision Science, School of Optometry,   

   University of California, Berkeley, California

9. Kirk Watson, Bharti Temkin, Wm. LeRoy Heinrichs, Thomas M. Krummel, Paul J.    

    Gorman, 1998, Development of Stereoscopic-Haptic Virtual Environments, 

    Proceedings of the 12th IEEE Symposium on Computer-Based Medical Systems.

Glossary  

Anaglyph- A two-color 3D method, requiring you to wear glasses- usually red and cyan (light blue). This method is limited by the obvious color renderings of the

pictures. 

Baseline- The distance you move between the left and right pictures when taking them. 

Cross-eyed free-vision fusion- A method of viewing 3D pictures where the left eye's image is on the right, and vice versa. You cross your eyes so that the left eye

looks at the image on the right and the right eye looks at the image on the left. You must force your focus back out to the pictures. This works for larger images than

the wall-eye (or parallel) method will allow. 

Field of View- Usually measured in degrees, this is the angle that a lens can accept light.  For instance, the human eye's horizontal field of view is about 175°. 

Free-Vision Fusion- The ability to view 3D images without the use of optical aids. This can be achieved with either the cross-eyed method or the wall-eyed

method. 

Hyperstereo- Using a baseline that is greater than the distance between the left and right eyes when taking the pictures. This exagerates the stereo effect, making

the objects look smaller, like a train set or an architects model. This is the method by which I take most of my stereo pictures. It is, in my opinion, the best method

for outdoor stereo photography. 

Hypostereo- Using a baseline that is less than the distance between the left and right eyes when taking the pictures. This exagerates the size of the objects, making

them look larger than life. A good use for this would be 3D photographs of small objects- one could make a train set look life size. 

LCD- Liquid Crystal Display.  An electrically-activated material that is composed of a crystal with a polarizing material on each surface.  When an electrical charge

is applied to it, the crystal twists 90°, thus blocking light transmission, just like two camera polarizers would do when at right angles to each other. 

Lenticular screen- A projection screen that has embossed vertical lines for it's finish rather than the "emory board" finish most common. They tend to cost more.

The silvered version is critical to 3D projection, as any white screen will not preserve the polarization of the image reflected off it. 

Parallel free-vision fusion- A method of viewing 3D pictures where the left eye's image is on the left, and the right eye's image is on the right. It works with small

images, but I think it is somewhat limiting on a computer screen. 

Pixel- Abbreviation for Picture Element.  The basic unit of an image on a computer or in a CCD. 

Plug-in- A term for a computer program that operates from within the confines of your application- in this case your Netscape or Internet Explorer browser

window.  They serve to extend the functionality of the brower- in this case, allowing the browser to seamlessly display images of a different type than standard.  Only

a few of the more popular plug-ins are included in your browser installation, and the one you need for this site is probably not there, but can be downloaded and

installed easily by the user. 

Shutter Glasses- A device worn on your head, with two lenses generally covered in a liquid crystal material (LCD) and controlled by your computer.  When

viewing a 3D image using these glasses, your computer displays the left image first, while instructing your glasses to open the left eye's "shutter" (making the liquid

crystal transparent) and to close the right eye's "shutter" (making the liquid crystal opaque).  Then in a short interval- 1/30 or 1/60 of a second, the right image is

displayed, and the glasses are instructed to reverse the shutters.  This keeps up for as long as you view the image.  Since the time interval is so short, your brain can't

tell the difference in time, and views them simulateously. 

Stereogram- Also called a Random Dot Stereogram. This is a method in which a pattern is repeated at about the distance between your eyes (2.5-2.75 inches).

Minor variations in the patterns from column to column will combine to give you depth information when your eyes have diverged from their focus point (relaxed

focus- walleyed). This method has limitations due to the fact that only graphics-type images can be shown- not a true-color image. 

Twain- Image acquisition device driver standard.  Most imaging devices provide a Twain interface that allows most image editing software to directly acquire images

from that device.  More than one imaging device can be connected to your computer.  Twain is not an acronym, it is just a name.  For more information, go to the

official Twain web site. 

Wall-eyed free-vision fusion- See Parallel free-vision fusion.

Questionaire for Design Dissertation one.

Age :

Occuption :

Gender :

Instruction : Circle the answer of your choice

1. Do you know what is stereoscopic 3D?                                      YES          NO
2. If yes, how do know about it?

3. Do you enjoy watching these stereoscopic images?                   YES          NO
4. Would you buy a product which uses this technology?              YES          NO
5. Do you have a better perception of depth by seeing stereoscopic images compared   

    than normal rendered 3D images?                                               YES          NO
6. Do you find it a burden or an irritation to wear the specs to view the stereoscopic 

    images?                                                                                        YES          NO
7. Would you buy a product which gives along the specs for free? YES          NO
8. How would you rate these stereoscopic images?
     A. fantastic       B. Excellent       C. Enjoyable           D. Good          E. Awful

9. If an option given between stereoscopic images and normal rendered 3D images,

    which one will you choose?
                                                   Stereoscopic 3D             Rendered 3D

10. If an option given between Virtual Reality (VR) and rendered 3D, which one will 

      you choose?




   Virtual Reality (VR)       Rendered 3D

11. How would you rate it if interactivity is add along with these stereoscopic 

      technology?
     A. fantastic       B. Excellent       C. Enjoyable           D. Good          E. Awful

12. Do you find it difficult to get these 3D specs and these stereoscopic technology in 

      Malaysia ?                                                                                YES          NO
13. Do you have any suggestion or comment concerning Stereoscopic 3D ?
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