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Experimental Results

PROPOSED approach: The method described above.

NAIVE approach: A stereo setup with interaxial distance 0.064
m and convergence distance equal to 1.7m (distance to
screen). Proposed method was favored in 16/20 trials.

Related Work

The proposed method also yield larger interaxial
separation when compared against those obtained
With an implementation of [1] on the same scenes (see
“Related Work” section).

Oskam et. al proposed a stereoscopic controller for real time gaming.
The nearest and farthest scene depths are determined, and the
complete range is mapped into the comfort zone [1].

This approach aims to assist with stereopsis during interactive
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e A potential drawback: In scenes with large depth ranges (eg. near=1.5m,
far=1000m) the stereo adjustment resolves to a very small interaxial distance.
e This impacts depth perception.
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