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Abstract

Recently, the development of the stereo
display technology progresses fast. However,
less three-dimensional software provides
quality stereoscopic render. In using this kind
of software, users sometimes have
discomfort experience =~ when viewing
stereoscopic models. So, producing quality
stereoscopic 3D technology becomes an
important issue. Under improper camera
parameters, users will provoke eye fatigue
and feel uncomfortable. We propose a
stereoscopic camera adjustment algorithm for
improving visual comfort and preference of
stereoscopic images. In this paper, we test
different ~ visual = camera’s  positions,
convergence angles, and parallax
distributions in OpenGL. When users use this
system, the vast majority of the parallax will
be constrained in the safe range. It is helpful
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to improve 3D visual comfort and make 3D
display popular.

Keywords: visual comfort, parallax distribution,
stereoscopic render.
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