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Stereo

E——
 Disparity — differences (in image
distance) between similar features
Images (varies with depth)
« Stereo methods
— Cross eye & wall eye
— Anaglyph (colored glasses)
— Polarized glasses

— Field sequential using alternately
blinking Icd’s in the glasses

— Autostereograms (barrier strip or
lenticular)
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Rotation v. Shear
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Rotation v. Shear




Sheared Perspective

o Shear first, then perspective

« Shear should preserve plane
distance f from eyepoint dl

« Shear should move eyepoint
d units perp to view direction ) f

 Translate +f in z direction
(remember view In -z dir)

e Shear the point (0,0,f ) to the
point (-d,0,f ) (opposite shear)

e Translate back, by (0,0,-f)
* Apply perspective . Yf
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