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Research and Implementation of Binocular Stereoscopic Display Based on OGRE
WANG Liang-Yan, ZHANG You-Sheng, GAO Min
(Computer Science and Technology, Anhui Sanlian University, Hefei 230601, China)

Abstract: Binocular stereoscopic display is a cutting-edge technology in computer graphics which plays an important
role in virtual reality. The ithesis analyzes the principle of binocular stereoscopic display and a solution of binocular
stereoscopic display based on OGRE (Object-Oriented Graphics Rendering Engine) and parallel binocular projection
model is proposed. The solution takes full advantage of virtual camera in OGRE and viewport synthesis technology,
leveraging CG script at the lower layer which brings the highest rendering efficiency. The results indicate that the
solution has a good binocular stereoscopic effect with flexibility of easily loading different scene models, which is very
suitable for practical applications.
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offset = d/2;
if(IsLeftEye)
OldCameraPos = Camera->getPosition();

offset = -offset;

OldCameraPos = Camera->getPosition();
Vector3 pos = OldCameraPos +

offset * Camera->getRight();
Camera->setPosition(pos);
OldFrustumOffset = Camera->getFrustumOffset();
Camera->setFrustumOffset(OldFrustumOffset
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float4 LeftPix = tex2D(LeftTex, TextureCoord);

float4 RightPix = tex2D(RightTex, TextureCoord);

return LeftPix * float4(LEFT_FILTER) +

RightPix * float4(RIGHT_FILTER);
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