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END-USER LICENSE AGREEMENT FOR METABYTE (WICKED3D)
STEREOSCOPIC EYEWEAR DRIVER

IMPORTANT - PLEASE READ CAREFULLY BEFORE INSTALLING AND USING THE SOFTWARE. YOU 
ACKNOWLEDGE THAT YOU HAVE READ THIS AGREEMENT, UNDERSTAND IT AND AGREE TO BE BOUND 
BY ITS TERMS AND CONDITIONS:

This Metabyte End-User License Agreement ("EULA") is a legal agreement between you (either an individual or a single entity) and Metabyte 
Incorporated for the Metabyte software product identified above, which includes computer software and may include associated media, printed 
materials, and "online" or electronic documentation ("SOFTWARE PRODUCT"). By installing, copying, or otherwise using the SOFTWARE PRODUCT,
you agree to be bound by the terms of this EULA. If you do not agree to the terms of this EULA, do not install or use the SOFTWARE PRODUCT; you 
may, however, return it to your place of purchase for a full refund.

SOFTWARE PRODUCT LICENSE

The SOFTWARE PRODUCT is protected by copyright laws and international copyright treaties, as well as other intellectual property laws and treaties. 
The SOFTWARE PRODUCT is licensed, not sold.

1. GRANT OF LICENSE. This EULA grants you the following rights:

· Applications Software. You may install and use one copy of the SOFTWARE PRODUCT, or any prior version for the same operating system, on a 
single computer. You may either make (1) backup copy of the software for archival purposes, or (2) transfer the software to a single hard disk provided 
you keep the original solely for backup or archival purposes License Pak. If you have acquired this EULA in a Metabyte License Pak, you may make 
the number of additional copies of the computer software portion of the SOFTWARE PRODUCT authorized on the printed copy of this EULA, and you 
may use each copy in the manner specified above. 

2. DESCRIPTION OF OTHER RIGHTS AND LIMITATIONS. 

· Not for Resale Software. If the SOFTWARE PRODUCT is labeled "Not for Resale" or "NFR," then, notwithstanding other sections of this EULA, you 
may not resell, or otherwise transfer for value, the SOFTWARE PRODUCT.

· Limitations on Reverse Engineering, Decompilation, and Disassembly. You may not reverse engineer, decompile, or disassemble the SOFTWARE 
PRODUCT, except and only to the extent that such activity is expressly permitted by applicable law notwithstanding this limitation.

· Separation of Components. The SOFTWARE PRODUCT is licensed as a single product. Its component parts may not be separated for use on more 
than one computer.

· Rental. You may not rent, lease, or lend the SOFTWARE PRODUCT. 

· Support Services. Metabyte may provide you with support services related to the SOFTWARE PRODUCT ("Support Services"). Use of Support 
Services is governed by the Metabyte policies and programs described in the user manual, in "online" documentation, and/or in other Metabyte-
provided materials. Any supplemental software code provided to you as part of the Support Services shall be considered part of the SOFTWARE 
PRODUCT and subject to the terms and conditions of this EULA. With respect to technical information you provide to Metabyte as part of the Support 
Services, Metabyte may use such information for its business purposes, including for product support and development. Metabyte will not utilize such 
technical information in a form that personally identifies you.

· Software Transfer. You may permanently transfer all of your rights under this EULA, provided you retain no copies, you transfer all of the SOFTWARE
PRODUCT (including all component parts, the media and printed materials, any upgrades, this EULA, and, if applicable, the Certificate of Authenticity),
and the recipient agrees to the terms of this EULA. If the SOFTWARE PRODUCT is an upgrade, any transfer must include all prior versions of the 
SOFTWARE PRODUCT.

· Termination. Without prejudice to any other rights, Metabyte may terminate this EULA if you fail to comply with the terms and conditions of this EULA. 
In such event, you must destroy all copies of the SOFTWARE PRODUCT and all of its component parts.

3. UPGRADES. If the SOFTWARE PRODUCT is labeled as an upgrade, you must be properly licensed to use a product identified by Metabyte as 
being eligible for the upgrade in order to use the SOFTWARE PRODUCT. A SOFTWARE PRODUCT labeled as an upgrade replaces and/or 
supplements the product that formed the basis for your eligibility for the upgrade. You may use the resulting upgraded product only in accordance with 
the terms of this EULA. If the SOFTWARE PRODUCT is an upgrade of a component of a package of software programs that you licensed as a single 
product, the SOFTWARE PRODUCT may be used and transferred only as part of that single product package and may not be separated for use on 
more than one computer.

4. COPYRIGHT. All title and copyrights in and to the SOFTWARE PRODUCT (including but not limited to any images, photographs, animations, video, 
audio, music, text, and "applets" incorporated into the SOFTWARE PRODUCT), the accompanying printed materials, and any copies of the 
SOFTWARE PRODUCT are owned by Metabyte or its suppliers. The SOFTWARE PRODUCT is protected by copyright laws and international treaty 
provisions. Therefore, you must treat the SOFTWARE PRODUCT like any other copyrighted material except that you may install the SOFTWARE 
PRODUCT on a single computer provided you keep the original solely for backup or archival purposes. You may not copy the printed materials 
accompanying the SOFTWARE PRODUCT.

5. DUAL-MEDIA SOFTWARE. You may receive the SOFTWARE PRODUCT
in more than one medium. Regardless of the type or size of medium you receive, you may use only one medium that is appropriate for your single 
computer. You may not use or install the other medium on another computer. You may not loan, rent, lease, or otherwise transfer the other medium to 
another user, except as part of the permanent transfer (as provided above) of the SOFTWARE PRODUCT.
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6. U.S. GOVERNMENT RESTRICTED RIGHTS. The SOFTWARE PRODUCT
and documentation are provided with RESTRICTED RIGHTS. Use, duplication, or disclosure by the Government is subject to restrictions as set forth in
subparagraph (c)(1)(ii) of the Rights in Technical Data and Computer Software clause at DFARS 252.227-7013 or subparagraphs (c)(1) and (2) of the 
Commercial Computer Software-Restricted Rights at 48 CFR 52.227-19, as applicable. Manufacturer is Metabyte Incorporated, 39350 Civic Center 
Drive, Suite 200, Fremont, CA 94538.

MISCELLANEOUS

If you acquired this product in the United States, this EULA is governed by the laws of the State of California without application of choice of law 
principles. If any provision of this Agreement is held to be unenforceable, that provision will be enforced to the maximum extent permissible and the 
remaining provisions will remain in full force and effect. This Agreement is the complete and exclusive statement of the agreement between the parties 
with respect to the subject matter hereof, and supersedes any proposal or prior agreement, oral or written, and any other communications between us 
in relation to the subject matter of this Agreement. Should you have any questions concerning this EULA, or if you desire to contact Metabyte for any 
reason, please write: Metabyte Technology Licensing / 39350 Civic Center Drive, Suite 200, Fremont, CA 94538.

LIMITED WARRANTY

LIMITED WARRANTY. Metabyte warrants that (a) the SOFTWARE PRODUCT will perform substantially in accordance with the accompanying written 
materials for a period of ninety (90) days from the date of receipt, and (b) any Support Services provided by Metabyte shall be substantially as 
described in applicable written materials provided to you by Metabyte, and Metabyte support engineers will make commercially reasonable efforts to 
solve any problem issues. Some states and jurisdictions do not allow limitations on duration of an implied warranty, so the above limitation may not 
apply to you. To the extent allowed by applicable law, implied warranties on the SOFTWARE PRODUCT, if any, are limited to ninety (90) days.

CUSTOMER REMEDIES. Metabyte's and its suppliers' entire liability and your exclusive remedy shall be, at Metabyte's option, either (a) return of the 
price paid, if any, or (b) repair or replacement of the SOFTWARE PRODUCT that does not meet Metabyte's Limited Warranty and which is returned to 
Metabyte with a copy of your receipt. This Limited Warranty is void if failure of the SOFTWARE PRODUCT has resulted from accident, abuse, or 
misapplication. Any replacement SOFTWARE  PRODUCT will be warranted for the remainder of the original warranty period or thirty (30) days, 
whichever is longer. Outside the United States, neither these remedies nor any product support services offered by Metabyte are available without 
proof of purchase from an authorized international source.

NO OTHER WARRANTIES. TO THE MAXIMUM EXTENT PERMITTED BY APPLICABLE LAW, METABYTE AND ITS SUPPLIERS DISCLAIM ALL 
OTHER WARRANTIES AND CONDITIONS, EITHER EXPRESS OR IMPLIED, INCLUDING, BUT NOT LIMITED TO, IMPLIED WARRANTIES OF 
MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE, TITLE, AND NON-INFRINGEMENT, WITH REGARD TO THE SOFTWARE 
PRODUCT, AND THE PROVISION OF OR FAILURE TO PROVIDE SUPPORT SERVICES.  THIS LIMITED WARRANTY GIVES YOU SPECIFIC 
LEGAL RIGHTS. YOU MAY HAVE OTHERS, WHICH VARY FROM STATE/JURISDICTION TO STATE/JURISDICTION.

LIMITATION OF LIABILITY. TO THE MAXIMUM EXTENT PERMITTED BY APPLICABLE LAW, IN NO EVENT SHALL METABYTE OR ITS 
SUPPLIERS BE LIABLE FOR ANY SPECIAL, INCIDENTAL, INDIRECT, OR CONSEQUENTIAL DAMAGES WHATSOEVER (INCLUDING, WITHOUT
LIMITATION, DAMAGES FOR LOSS OF BUSINESS PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION, OR ANY 
OTHER PECUNIARY LOSS) ARISING OUT OF THE USE OF OR INABILITY TO USE THE SOFTWARE PRODUCT OR THE PROVISION OF OR 
FAILURE TO PROVIDE SUPPORT SERVICES, EVEN IF METABYTE HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. IN ANY 
CASE, METABYTE'S ENTIRE LIABILITY UNDER ANY PROVISION OF THIS EULA SHALL BE LIMITED TO THE GREATER OF THE AMOUNT 
ACTUALLY PAID BY YOU FOR THE SINGLE SOFTWARE PRODUCT OR US$5.00; PROVIDED, HOWEVER, IF YOU HAVE ENTERED INTO A 
METABYTE SUPPORT SERVICES AGREEMENT, METABYTE'S ENTIRE LIABILITY REGARDING SUPPORT SERVICES SHALL BE GOVERNED 
BY THE TERMS OF THAT AGREEMENT BECAUSE SOME STATES AND JURISDICTIONS DO NOT ALLOW THE EXCLUSION OR LIMITATION 
OF LIABILITY, THE ABOVE LIMITATION MAY NOT APPLY TO YOU.
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Eye3D Stereoscopic System Users Manual

We all know that you purchased this Eye3D Stereoscopic System to enhance your 3D gaming experience. Although 
the Eye3D Stereoscopic System has many unique features and offers a completely customizable 3D experience, 
learning to use the system can be simple and fun. Please follow the 5 easy sections to properly install, configure, and
operate your Eye3D Stereoscopic System. If you do, you’ll quickly learn to make the most of your Eye3D 
Stereoscopic System and your games will never look better.

Sections:

Section 1: Installing Eye3D software...........................................................................................................4

Section 2: Understanding the Eye3D Stereoscopic System..................................................................9

Section 3: Eye3D Display Properties Sheet..........................................................................................10
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Section 4: Moving on to the Real Thing….............................................................................................23

Configuring Eye3D Software for Direct3D/OpenGL games...............................................................23

Configuring Eye3D Software for Glide games...................................................................................23

Technical Support................................................................................................................................... 25

3



Section 1: Installing Eye3D software
Upon successfully installing the Eye3D hardware, use the following installation procedures to install the Eye3D 
Stereoscopic software in Windows 95 or Windows 98.

The Eye3D Stereoscopic System is compatible with a range of 3d accelerator products. Supported products include 
accelerators based on the following chipsets: 

3Dfx Voodoo2, 3Dfx Voodoo Banshee, 3Dfx Voodoo3, 
ATI Rage 128, ATI Rage 128GL, 
Intel i740, Intel i752, 
Matrox G200, Matrox G400, 
nVidia Riva TNT, Riva TNT2, Riva TNT2 M64, Riva TNT2 Ultra, Vanta, 
S3 Savage3D, S3 Savage4 

Eye3D features and functionality will differ slightly depending on which 3D accelerator(s) you have installed on your 
system. Eye3D software can be installed on multiple compatible 3D accelerators on a single system.

1. Turn on your system and start Windows 95/98. 

2. Place your Eye3D CD in your CD ROM drive.  

3. The Windows 95/98 Auto-run feature will start and the installation process will begin. You will be informed that 
the Eye3D software installation is beginning. Click Yes to continue.

3a.  If the menu does not automatically show up: From the Start menu, choose Run…, then Browse.  Double-
click on your CD-ROM drive and select Eye3D.exe.  Once you return to the Run dialog box, click on OK.  

4. InstallShield will extract setup files to your hard drive.  After doing so, you will receive the "Software License 
Agreement" dialogue box.  Read the Software License Agreement.  Click the Yes button to accept the terms and 
continue the installation procedure.

Note: Clicking the No button will terminate the setup program.

5. You will then receive a "Medical Warning" dialogue box.  Carefully read the Medical Warning. Click the Yes 
button to accept the terms and continue the installation procedure.

Note: Clicking the No button will terminate the setup program.

6. You will proceed to the "Eye3D Setup/Update" dialogue box.  Use the checkboxes to select the graphics 
accelerator(s) that you want to install the Eye3D software for. If you have more than one of the available 
accelerators, you can install the Eye3D stereoscopic software on one or more of the accelerators. Click Install to 
proceed with the installation. 
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6a. If your VGA card is non-3dfx based products, please choose your VGA card from drop-down menu. For non-
3dfx based products, the Eye3D software will not affect the existing drivers.

6b. If you have a Voodoo3 card, please select Voodoo3 from the drop-down menu and check install/update 
support for Glide game box.
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6c. If you use Voodoo2, please check 3Dfx Voodoo2 button. Note:  If you are installing the Eye3D 
Stereoscopic drivers on a 3dfx Voodoo2, the drivers will replace your existing drivers.

6d. If you use Voodoo Banshee, you can choose either to replace or not to replace the drivers. The DirectX 5 
Banshee selection during installation replaces your existing drivers while the DirectX 6 Banshee 
installation keeps your current drivers intact.
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7. If there is not DirectX 7in your system, installShield will lead you to install it. Note: For full Eye3D driver 
functionality, DirectX 6.0 or higher must be installed. If DirectX 6.0 or higher is not installed, install 
DirectX 7 from the DirectX directory on the Eye3D CD.

8. After the necessary files are installed, you will receive a "Setup Complete" dialogue box. You may choose to 
review the README file for the latest information on the software release.  Click the Finish button. 

9. We recommend you install Eye3D Activator 2.0 to help you toggle back and forth normal and stereo mode easily 
and capture the JPS files while you are in stereo games.

10. Reboot your computer to complete driver installation.
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11. Congratulations!  You are now ready to experience the ultimate in 3D gaming! Open the Eye3D Display 
Properties by right-clicking on your desktop, selecting “Properties” from the drop-down menu, and 
clicking on the Eye3D tab. You should see the following screen: Note: Depending on the type of 3d 
graphics accelerator(s) hardware you have installed in your system, the Eye3D tab may look slightly 
different from the illustration. If you install DriectX 5 Banshee (ver. 1.70), you will find Eye3D tab at 
[Display Properties] [Settings]  [Advanced..].

Note: You can download the update from our web site (http://www.iart3d.com). In order to use the update, it is 
required the original Eye3D CD is present in the CD-ROM driver. If you do not put your Eye3D CD in your CD-ROM 
driver, you will get the following message. 
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Section 2: Understanding the Eye3D Stereoscopic System 
Eye3D software enables stereoscopic support for a variety of 3D games. Eye3D allows users to run these games in 
true stereo 3D by simultaneously generating and displaying game images from the left and right eye viewpoints. 
When these images are viewed with compatible 3D stereo hardware, the user experiences a perception of depth. 
Different VGA cards will support different games. 

Direct3D
(e.g. Tom Rider II)

OpenGL
(e.g. Quake II)

Glide
(e.g. Need for Speed III)

ATI Rage 128,
ATI Rage 128GL, 
Intel i740, Intel i752,
Matrox G200, 
Matrox G400, 
nVidia Riva TNT, 
nVidia Riva TNT2,
nVidia Riva TNT2 M64, 
nVidia Riva TNT2 Ultra,
nVidia Vanta,
S3 Savage3D, 
S3 Savage4 

V V X

Voodoo2
Banshee
Voodoo3

V V V

In order to quickly learn to use and enjoy the Eye3D stereoscopic eyewear system, it is important to 
understand some basic concepts:
Direct3D and OpenGL vs. Glide Games – All current Eye3D driver compatible 3D accelerator cards support both 
Direct3D and OpenGL games. In addition, 3dfx products support Glide games. Information on how to configure Glide 
games is only important for Eye3D users with 3dfx accelerator products. 

For 3dfx users: In order to configure the Eye3D software correctly, it is important to know whether each game you 
want to play is written in Direct3D, OpenGL or Glide. This information can usually be found printed on the box of the 
game as well as on a “video settings” setup screen within the game. Note that some games have both Direct3D and 
Glide versions. In this case, we usually recommended that you run the Glide version. The exception here is for Glide3
version games in which we recommend using Direct3D. This is also true with OpenGL titles. All current Eye3D-
compatible OpenGL titles can be run as Glide games. You can also check the Eye3D Game Ratings List at 
http://www.wicked3d.com for information on whether a particular game is Direct3D or Glide. For Glide games, you 
must explicitly choose to use the Glide Wrapper in the Eye3D Glide Control Panel.  The option to "Use original glide" 
is available for Glide titles that do not support Eye3D. (See the Glide Section for more details) Note that there is also 
an OpenGL stereo wrapper. However, currently in all cases, it is preferable to use the Glide stereo wrapper for 
OpenGL titles.

Wrappers - The individual components of the Eye3D Stereoscopic software that enable Eye3D functionality (Stereo 
and Resolution Override along with Re2Flex for 3dfx products) in games are referred to as "Wrappers". These 
wrappers must be active to use these features. The wrappers are activated and controlled using the Eye3D control 
panel. The wrappers can be disabled for games which are not compatible with the Eye3D Stereoscopic System.

Resolution Override – Resolution Override is an exclusive feature of the Eye3D software that allows you to specify 
the resolution you want a game to run at, even if the game doesn’t natively offer or support that resolution. There are 
two major benefits of Resolution Override: First, Resolution Override allows you to play any compatible game at the 
highest resolution your 3D hardware supports. Second, in stereo mode, Resolution Override maximizes the legibility 
of in-game text by allowing you to set an actual displayed resolution that is higher than the in-game resolution. For 
example, you can set the game resolution at 640x480, making text larger and easily readable while overriding the 
overall displayed resolution to 1024x768 for higher quality, more detailed stereo gameplay. Note that Resolution 
Override works independently of stereo. You can activate one without activating the other. Resolution Override is 
controlled using the Eye3D control panel.

Keyboard Hotkeys - Keyboard hotkey controls provide you with keyboard key combinations that you can define to 
dynamically adjust your Eye3D software powered-Eye3D Stereoscopic System functionality during gameplay. For 
example, you can toggle stereo or Resolution Override on and off and change the stereo separation to a setting that 
is most comfortable for you. These hotkeys have been pre-defined with convenient key combinations when the 
Eye3D software was installed. However, you may choose to re-define the hotkeys to suit your preference. Here is the
list of predefined keys (Note that not all keys are available for all cards):
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Default Eye3D Hotkeys:
Toggle Stereo <Ctl + T> Less Stereo Separation <Ctl + O>

Toggle Resolution Override <Ctl + F> More Stereo Separation <Ctl + P>

Toggle Stereo and Resolution Override <Alt + G> Less Vertical Separation <Ctl + U>

Reset Stereo <Ctl + R> More Vertical Separation <Ctl + I>

Toggle Stereo Separation <Ctl + S> Stereo Crosshair Toggle <Alt + C>

 
Re2flex – Re2flex allows you to create and use custom resolutions and refresh rates in order to take full advantage 
of your 3D graphics hardware. This is especially helpful during stereo gameplay because modes that have increased 
vertical resolution produce a far superior image. Note that not all 3D graphics accelerators support Re2Flex. 
Currently, 3dfx Voodoo2 and Voodoo Banshee (DirectX 5 version) support Re2Flex.

Section 3: Eye3D Display Properties Sheet
You are now ready to familiarize yourself with the Eye3D Display Properties Sheet (DPS). Use the controls on the 
Eye3D DPS to control and customize all product functionality. Eye3D Stereoscopic software includes a stereo test 
screen that you can use to verify that your hardware and software are set up properly. Open the Eye3D Display 
Properties by right-clicking on your desktop, selecting “Properties” from the drop-down menu, and clicking on the 
Eye3D tab. You should see the following screen: 

Note: Depending on the type of 3d graphics accelerator(s) hardware you have installed in your system, the 
Eye3D tab may look slightly different from the illustration. For systems with multiple Eye3D-compatible 3D 
graphics accelerators, the Eye3D display properties sheet will have a drop-down tab (as shown below) that 
will allow you to independently configure stereoscopic support for each accelerator.

Eye3D Display Properties Sheet 
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The main functionality of the Eye3D Stereoscopic System (Stereo support, Resolution Override, and Re2Flex on 
cards that support it) can be adjusted using the controls on the main Eye3D DPS. Additional advanced controls are 
available through sub display property sheets accessible from the buttons on the main Eye3D DPS. We will now 
describe each of the sections of the Eye3D DPS:

Video Adapter 

This section displays the 3D graphics accelerator that the Eye3D software is currently controlling. If you have a single
Eye3D-compatible graphics accelerator, you will see it listed. If you have multiple Eye3D-compatible graphics 
accelerators installed on your system, you will see a drop-down menu (as shown above) allowing you to 
configure/test the Eye3D software for each supported accelerator. All of the Eye3D controls and settings only affect 
the currently selected accelerator.

Resolution and Refresh Rate

The Resolution Slider Bar has several purposes. First, it allows you to set a refresh rate for a particular resolution, 
both for stereo and non-stereo gameplay. Select a resolution using the resolution slider bar and use the refresh rate 
slider bar to select a refresh rate for that resolution. Click “Apply” to set the refresh rate for the selected resolution. 
You can choose a different refresh rate for stereo and non-stereo gameplay using the radio buttons in the Refresh 
Rate section. You can also use the resolution slider bar to select the resolution that you want to run a game in using 
Resolution Override. To do this, use the Resolution slider bar to select the resolution that you want to run your game 
in and turn on Resolution Override using by selecting the “On” button in the Resolution Override section. When you 
run your supported games, the resolution will automatically be set at the value chosen using the Resolution slider bar,
regardless of the resolution chosen in the game.

In general, the higher the resolution that your hardware (both the graphics accelerator and the monitor) can support, 
the better quality and more detailed the game images will be. The same is true with refresh rates. The higher the 
refresh rate, the more comfortable the gaming experience will be. Both are especially true in stereo mode. When 
stereo mode is enabled, the vertical resolution is halved in order to simultaneously render images for both the left and
right eye viewpoints. Playing games in stereo at low resolutions such as 640x480 may result in an “interlaced” look. It 
is highly recommended that games are run at resolutions of at least 800x600 in stereo. Stereo support requires a 
monitor that can support at least a 100Hz refresh rate at the resolutions that you want to run your games in stereo at. 
This is because, in stereo mode, the refresh rate being sent to the monitor is actually twice the refresh rate selected 
using the refresh rate slider bar. A comfortable stereo refresh rate would be 60Hz per eye, which is actually 120Hz to 
your monitor. Try 60Hz refresh rate as an initial test and, if necessary, move up and down the scale until you find a 
setting that is compatible with your hardware and is comfortable to view.

Stereoscopic Support

The stereoscopic support radio buttons allow you to configure how you want to enable stereo support for your games,
automatically during startup, manually with a hotkey, or not at all. 

On/Auto Mode – Selecting Auto Mode will enable stereo automatically when the game is started. This 
should be the normal setting. However, certain games may have startup and menu screens that may not 
look correct in stereo, even though the actual gameplay screens are fine. In this case, use the Hotkey 
selection. If stereo does not automatically turn on when this setting is selected, use the HotKey to turn on 
stereo during the game.

Off/HotKey – Using the HotKey selection, games will be run normally (with stereo off). You have the option 
to enable stereo during the game by hitting the hotkey assigned to toggle stereo on (which, by default, is 
<cntrl>-T). Note that this selection is only functional with Direct3D games and Glide games on 3dfx graphics 
accelerators. For OpenGL games running using the OpenGL stereo wrapper, stereo can only be either on at
all times during the game or completely off. Stereo cannot be toggled on and off in OpenGL stereo wrapper.

Off – Selecting Off will disable stereo support completely and allow you to run games as they would 
normally. This is useful for troubleshooting purposes and for games that are not compatible with stereo. 

Resolution Override 

The Resolution Override radio buttons allow you to choose whether to use the Resolution Override feature or not. To 
use Resolution Override, select “On” and choose the resolution that you want to run at using the Resolution Slider 
bar. Your compatible games will  run at that resolution regardless of the resolution setting in the games. To use the 
built-in resolution controls in your games, select “Off”. If you have a 3D graphics accelerator that supports Re2Flex, 
you also have the option to toggle Resolution Override on and off during gameplay using the Resolution Override 
HotKey (which is <cntrl>-F by default). Note: Games use different techniques in managing textures which may 
conflict with Resolution Override. If Resolution Override does not work for a particular game, turn Resolution
Override off and select your resolution using the built in resolution controls in the game.
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Test 3D Mode Buttons
The Eye3D DPS has 2 test buttons that will allow you to test your hardware with the currently selected resolution and 
refresh rate. One is used to test standard 3D and the other is used to test stereoscopic 3D. If the test(s) do not work 
with the currently selected video mode, adjust the resolution and/or refresh rate and try the test again.

Test Non-Stereo Mode: The Test Non-Stereo Mode button will activate a 3D test screen, running at the 
resolution and refresh rate currently selected using the slider bars on the Eye3D DPS. (The refresh rate will be 
the “Non-Stereo” refresh rate.) As an initial test, use the default settings as they should be compatible with most
hardware.  You should see the following screen:

Test Non-Stereo Mode Screen

The current mode will be displayed on the lower right corner of the screen. Press <Esc> to exit the Test Mode 
screen. Note: only cards that support Re2Flex will have the additional controls on the screen.

Re2Flex capable cards: You can use the keys displayed on the test screen to adjust the screen size and
position. 

Test Stereo Mode: The Test Stereo Mode button will activate a Stereoscopic 3D test screen, running at the 
resolution and refresh rate currently selected using the slider bars on the Eye3D DPS. (The refresh rate will be 
the “Stereo” refresh rate.) As an initial test, use the default settings as they should be compatible with most 
hardware.  Put on your Eye3D stereoscopic eyewear and you should see the following screen:

Eye3D Stereo Test Screen

12



Take this opportunity to align the vertical separation. This is important for a comfortable 3D gaming experience. For 
3dfx users, the Eye3D stereoscopic driver has automatic vertical alignment; however, slight adjustments may be 
necessary. Remove your stereo eyewear and look at the text on the screen. If necessary, use the U and I keys to 
adjust the display so that the text is vertically aligned. (Note that the Test Screen text will not show the horizontal shift
displayed in the following images. However, the text in many games will.)

Put on your 3D eyewear again and notice the improvement. You can now use the O and P keys to adjust the stereo 
separation to a setting that feels the most comfortable for your eyes. Keep in mind that the wider the separation, the 
better the stereo effect will be. At this point, you should see a single 3D image on the screen. You can also use the 
other on-screen keys to adjust screen location and size. Press <Esc> to return to the Eye3D DPS tab. Try the stereo 
test on various resolutions and refresh rates to explore the capabilities of your monitor. If you see 2 separate screens,
one on top of the other, try pressing R to reset the stereo hardware. If this doesn’t work, press <Esc> and reduce the 
refresh rate and/or resolution in the display properties sheet and try again.

Press <T> to bring up the Depth Perception Test. You should see a row of 5 stars, each progressively “deeper” into 
the monitor from left to right. 

Stereo Depth Perception Test
Press <Shift+T> to see the Eyes Test to verify that you can indeed see stereo images. If you can see a square within 
the middle leftside of the larger square, you can see stereo images correctly. There are various reasons why you 
would not be able to see the square; however, it is best to consult a physician. Press <Shift+T> again to exit the Eyes
Test.

Stereo Eyes Test
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Advanced Properties
Click the “Advanced…” button to access additional controls for customizing the gameplay experience.

Stereo Settings
The Stereo Settings tab has 2 slider bars used to adjust the stereo separation for your hardware and your viewing 
comfort

Monitor Size: Move the slider bar to set the size of your monitor. This setting determines the pixel 
separation between the left and right eye images. (You can use hotkeys to fine-tune the settings during 
actual gameplay.)

Reduced Stereo Separation: Given the selected monitor size, 100% stereo separation will give the most 
accurate, ideal stereo image. However, you may find that 100% separation is too much for your eyes, 
causing you to see double. Use the Reduced Stereo Separation slider bar to reduce the separation to a level
that is comfortable to your eyes. Start with the default 50% and adjust until you reach a value that is 
comfortable for you. Note that as you become used to the stereoscopic experience, you may want to 
increase the stereo separation to get an even more immersive experience.

Stereo Settings Control Panel
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Keyboard Controls

Keyboard hotkey controls provide you with keyboard key combinations that you can define to dynamically adjust 
Eye3D software functionality during gameplay. For example, you can toggle stereo or resolution override on and off 
and change the stereo separation to a setting that is most comfortable for you. The Eye3D hotkeys have been pre-
defined with convenient key combinations when Eye3D software was installed. To redefine the keys, select the 
function for which you want to define a key, and enter the key(s) in the box on the right. Note that you can enter a 
combination of keys using <Alt>, <Ctrl>, and/or <Shift>. Hold down the modifier key(s) and press the key to be 
defined. This gives you the ability to configure key combinations that aren’t used by the game itself.

Toggle Stereo – Use this to toggle stereoscopic support on/off within a game. You can use this function to 
switch back and forth between stereo and non-stereo to view small items which may be illegible in stereo. 
Note that this hotkey only works with Direct3D games (and Glide games for 3dfx users).

Less/More Stereo Separation – Use these functions to adjust the stereo separation within the game. The 
new settings will be saved and reflected in the Stereo Settings tab.

Less/More Vertical Separation – Use these functions to adjust the vertical separation between the left and 
right eye images. The easiest way to correct vertical separation is to align 3D text on the screen so that 
there is no vertical separation. Note: Correctly aligning vertical separation important to reduce the 
chance of eyestrain!

Reset Stereo – Use this function to reset stereo separation if your monitor stops producing a stereo image. 
Try this hotkey if you see two images, one on top of the other, on the screen. 

Toggle Stereo Separation – Set a hotkey to toggle the stereo separation from the current value to zero.

Crosshair Control – Use this hotkey to cycle through the available 3D crosshairs during gameplay. The 
available crosshairs are “None”, “Laser” (red dot), and “cross” (a standard 3D crosshair). These are 
available only on OpenGL and Glide games.

The following are available only for graphics hardware that supports Re2Flex:

Toggle Resolution Override – Sets a hot key to toggle the resolution override in Direct3D (and Glide for 
3dfx users) games. 

Toggle Stereo & Resolution Override – Sets a hotkey to simultaneously toggle both Stereo and 
Resolution Override.

Keyboard Hotkey Control Panel
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Crosshair
The Eye3D drivers include two true stereoscopic 3D crosshairs that you can use instead of the flat 2D crosshairs that 
are available in most games. The Crosshair settings tab allows you to choose and fine tune the look of these 
crosshairs. Note that this feature currently only works in OpenGL and Glide games played in stereo mode. 

Image – Choose Off to use the game’s built-in targeting device or for games where a targeting device is not 
necessary. Select Cross for a stereo-correct crosshair or Laser for a dynamic laser sight targeting device. 
Note that you can use a hotkey to cycle through the available images during gameplay.

Size – Selects the size of the crosshair or laser sight. Values larger than 100 specify a 3D crosshair that 
changes its size depending on the distance to the objects being targeted.

Shift X – Use to horizontally correct aiming for a non-centered gun in first-person shooter type games.

Shift Y – Use to vertically correct aiming for a non-centered gun in first-person shooter type games.

Crosshair Control Panel
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OpenGL

The OpenGL tab allows you to control various settings for games using the OpenGL stereo wrapper. For all cards but
Voodoo2, Voodoo3 and Banshee the OpenGL stereo wrapper is automatically loaded. For these three cards, the 
Metabyte OpenGL stereo wrapper must be manually installed. However, currently in all cases, it is preferable to use 
the glide wrapper for all OpenGL games on these cards. 

The OpenGL wrapper is in one of the following subdirectories under c:\Program Files\Metabyte\eyescream and the 
filename is as shown. 

\Voodoo2 OpenGL32.GLD for Glide OpenGL.D3D for DirectX
\Banshee OpenGL32.GLD for Glide OpenGL.D3D for DirectX
\Global OpenGL32.GLD for Glide(Voodoo3) r_opengl.dll for DirectX(other cards)

To manually install the OpenGL stereo wrapper, copy the appropriate file from the correct subdirectory to the game 
directory you wish to use it with. Rename the file to Opengl32.dll.

Note: For 3dfx users, an OpenGL driver for Quake3 is also included with the Eye3D software. Two identical 
files, opengl32.dll and opengl32.gld are copied into your c:\program files\metabyte\eyeSCREAM\Voodoo2 
and/or c:\program files\metabyte\eyeSCREAM\banshee directories. Copy the opengl32.dll file into your 
Quake3 directory and use the Glide controls in order to play Quake3 in stereo.

The OpenGL settings tab allows you to adjust various properties when using the OpenGL wrapper. 

Additional Gamma Correction – Use the slider bar to adjust the overall display brightness 

Note: the following 3 controls only work correctly with selected OpenGL games. (Quake, Quake2, 
Herectic II, Hexen II)

More Gamma Correction – Use this slider bar to change the brightness of objects in a game. (Can be used
to make opponents easier to spot!) Setting this value to 1.00 leaves objects at the same gamma level as the 
rest of the environment. Setting this value to less than 1.00 will make objects darker and values greater than
1.00 will make objects brighter.

Animate Step – Settings this value to anything other than 1.00 will cause objects in a game to flash. The 
slider bar controls the amplitude of the flashing effects.

Animate Frequency – Adjusts the frequency of the animated gamma correction of objects.

OpenGL Control Panel
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Note: The following tabs are available only for users with Voodoo2 and DirectX5 Banshee installations.

Gamma Correction

The gamma correction slider bars allow you to adjust the red, green, and blue gamma settings in Direct3D and Glide 
games.

Gamma Correction Control Panel
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Direct3D

 Advanced Direct3D controls for 3dfx accelerators.

Disable Anti-Aliasing – Anti-aliasing reduces the “jaggies” in certain game polygons, thereby providing 
cleaner visuals. Anti-aliasing is enabled by default. Disable this option if you experience problems with your 
Direct3D games.

Force trilinear texture filtering (Voodoo2 only) – Use this checkbox to force the Eye3D drivers to render 
using trilinear filtering for D3D applications that use mipmapping and bilinear filtering. If supported, you will 
get smoother images. Disable this option if you experience problems with your Direct3D games.

Don’t sync buffer swaps to monitor refresh rate – Use this option to allow games to run at the highest 
framerate possible, ignoring the limit imposed by the monitor’s refresh rate. Note: When the framerate is 
faster than the refresh rate, the application data is being updated faster than the monitor is putting it on the 
screen. In some instances where a lot of data is being processed (i.e. the rendering of lots of polygons and 
textures in a high-speed environment), your image may have the appearance of “tearing”. This is a side 
effect of the application being updated faster than the monitor can refresh the screen.

Direct3D Control Panel
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Glide

Advanced Glide controls for 3dfx accelerators.

Force mipmap dithering – Turns on mipmap dithering for Glide games. Can result in higher visual quality.

Limit texture memory to 2MB – Use this checkbox if you experience problems with certain older Glide 
games.

Force triple color buffering – Enables triple buffering for Glide applications. This can result in a frame rate 
increase, however some games that expect only double buffering can display graphics flashing.

Don’t sync buffer swaps to monitor refresh rate - – Use this option to allow games to run at the highest 
framerate possible, ignoring the limit imposed by the monitor’s refresh rate. Note: When the framerate is 
faster than the refresh rate, the application data is being updated faster than the monitor is putting it on the 
screen. In some instances where a lot of data is being processed (i.e. the rendering of lots of polygons and 
textures in a high-speed environment), your image may have the appearance of “tearing”. This is not a driver
or board issue; it is a side effect of the application being updated faster than the monitor can refresh the 
screen.

Glide Switch – The Glide switch window allows you to activate the Glide wrapper in order to play your Glide
games in stereo and/or using Resolution Override. Also, if you have more than a single 3dfx accelerator 
product in your system, you can use the Glide switch to select whether you want to use your Voodoo2 or 
Banshee to run your 3D games. Choose to use original Glide if your game is not compatible with Stereo or 
Resolution Override. On systems with multiple 3dfx accelerator products, this section also allows you to 
switch between the Voodoo2 and Banshee DOS Glide and Glide3 drivers. Use the checkboxes to switch 
between the two.

Original Glide Path – The original Glide path points to the location of the original glide file. You should not 
have to change this setting under normal circumstances.

Glide Control Panel

20



The following functions are available for cards that support Re2Flex only:

Custom Resolution

The Eye3D software incorporates Re2Flex technology which gives you complete control over your gaming resolution 
and refresh rates in compatible Direct3D, QuakeGL, and Glide games. The Custom Resolution button allows you to 
adjust your gaming environment using Re2Flex.

Eye3D’s Re2Flex technology allows you to customize the resolution of your 3D environment in by defining and using 
non-standard modes. To define custom modes:

1) Click on the Custom Resolution… button.  This will bring you to the Custom Resolution Control Center.
2) There are two ways to add a resolution.

a.  Type in the desired width and height values in the Input Desired Resolution.  You may also increment and 
decrement the values using the arrows on the sides of the input windows.  Note:  The "Powered by Wicked3d" 
bitmap will change in size to reflect the values indicated.
b.  Place your mouse cursor on the lower right corner of the "Powered by Wicked3d" bitmap.  The mouse pointer 
will change to a diagonal resize cursor.  You can resize the bitmap to reflect the desired resolution.  Note:  The 
numbers in the Input Desired Resolution fields will change as you resize this image.

3) When the desired resolution has been reached, select Add.  The new resolution will be added to the list of 
available resolutions. The new resolution will have the word "custom" next to it to indicate it is user specified.

4) Click the OK button to return to the main Eye3D DPS display property sheet.

You may now select the new mode using the Resolution slider bar in the main Eye3D DPS.  Note: You can have a 
total of 14 modes, including the standard modes.

If you would like to remove a custom mode, use the following procedure:

1. Click on the Custom Resolution… button.  This will bring you to the Custom Resolution Control Center.
2. Select the resolution you would like to remove.  (Note:  You may NOT remove the predefined modes.  Only 

modes marked "(custom)" may be removed.)
3. Click on the Delete button.
4. Click the OK button to return to the main Eye3D display property sheet.

Custom Resolutions
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Custom Refresh Rates

Eye3D's Re2Flex technology also allows you to customize the refresh rates used in your 3D environment (both 
Stereo and non-Stereo) in 1 Hz increments by moving the Refresh Rate slider bar in the main Eye3D DPS to the 
desired refresh rate.

Warning: Different monitors have different mode capabilities. Use the Test Mode buttons to test custom 
modes before using in actual games.  If you get a blank screen, or the image is incorrect, press <Esc> and 
reduce the refresh rate then test again.

For 3dfx Voodoo2 users:

Single Voodoo2 Users: Users with a single Voodoo2 (or users with SLI and one card disabled) have two additional 
Resolution options.

Scanline Doubling – Enabling scanline doubling forces the Voodoo2 to render each horizontal scanline 
twice. This can dramatically improve image quality in stereoscopic mode. 800x600 scanline doubled 
resolution looks very good in stereo. Note that scanline doubling doubles the horizontal frequency input to 
your monitor so please test the modes using the test screens before using them in games. Clicking on the 
Scanline doubling checkbox will only enable Scanline Doubling for the mode that is currently highlighted in 
the list of available modes.

Interlace – Interlace mode is available for users who need to run very low resolution modes. This option is 
not necessary for normal use.

Voodoo2 SLI Users: Users with 2 Voodoo2’s in SLI configuration can choose which of the two cards they want the 
3D output from. Normally, using the Automatic Detection setting, the output will automatically be directed to the 
Voodoo2 that your monitor is connected to. You can also use the checkbox to disable SLI for games that do not 
support it.

For 3dfx Banshee users: If you chose the DirectX5 version of the Banshee installation, the Eye3D software will also 
install a display properties sheet to control the 2D features of the Banshee card. Use this display properties sheet to 
adjust the resolution and refresh rate of your windows desktop and 2D applications.

Banshee 2D Control Panel
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Section 4: Moving on to the Real Thing…
Now you are ready to try stereoscopic support on real games. Steps to configure the Eye3D software for both 
Direct3D/OpenGL and Glide (for 3dfx users) games are given. For 3dfx users, it is important to know whether the
game you want to play using the Eye3D software is written for Direct3D or Glide. 

Before we begin, we’ll make brief mention of one additional concept in the Eye3D software, stereo configuration files. 
Stereo configuration files optimize the stereo settings for specific games. Stereo configuration files are included with 
many of the popular gaming titles. These files are automatically used when the game with a corresponding 
configuration file is launched in stereo mode. In the event that the game you want to play does not have a stereo 
configuration file, a message may be displayed notifying you of this. You can press the key shown on the screen to 
bypass the message and continue to play the game in stereo. Eye3D will provide updates for the latest compatible 
games.

Configuring Eye3D Software for Direct3D/OpenGL games

Simple Steps to get Eye3D software features working in Direct3D/OpenGL games:

1. Open the Eye3D DPS

2. If you have multiple Eye3D software-compatible 3D graphics accelerators, choose the one that you would like to 
run your game with using the drop-down menu.

3. Select Auto-Mode or Hotkey in the stereoscopic support section. For OpenGL games, you must select 
Automode/On in order to use stereo.

4. If you would like to use Resolution Override, select a resolution and select On in the Resolution Override section.

5. Run the Direct3D or OpenGL game.

6. Make sure that your Eye3D software-compatible 3D accelerator card is being used in the game. If necessary, 
choose the Eye3D software-compatible accelerator card in the Video Options or Video Settings screen within the
game.

7. If not using Resolution Override, choose the resolution you want to run from within the game. Note that stereo 
gameplay looks much better at higher resolutions.

8. If Hotkey was selected, when gameplay begins, hit your Toggle Stereo hotkey (which is <Ctl+T> by default) to 
turn on stereo. If On was selected, stereo will begin automatically when the game is in 3D mode.

9. Check to see that the images are vertically aligned. If necessary, use the Hotkeys to vertically align the images.

10. Experience 3D gameplay like never before!

Configuring Eye3D Software for Glide games

Glide games differ from Direct3D games in that they generally can be started in stereo without difficulties in reading 
the game’s startup and options screens. The same is true with Resolution Override in Glide games. In addition, you 
always have the option to Toggle Stereo and Resolution Override during Glide games as is recommended with 
Direct3D games. However, the Glide wrapper must be explicitly activated in order to have stereo and Resolution 
Override functionality in Glide games.  Note that, currently, only glide2x games are supported. If your game is 
glide3x, and you want to use Eye3D functionality, choose to run the Direct3D version of the game instead.

Simple steps to get Eye3D software features working in Glide games:

1. Open the Eye3D DPS

2. If you have multiple Eye3D software-compatible 3dfx graphics accelerators, choose the one that you would like 
to run your glide game with using the drop-down menu.

3. Select Auto-Mode or Hotkey in the stereoscopic support section.

4. If you would like to use Resolution Override, select a resolution and select On in the Resolution Override section.

5. Click on the Advanced… button.

6. Click on the Glide tab.
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7. In the window in the middle section, select to use the Glide wrapper. (Or, if you have multiple 3dfx cards in your 
system, choose to use the Glide wrapper for the particular card that you want to use to run your game.) Note 
that for the Voodoo3 the Wicked3D glide wrapper option will be “Wicked3D Global”.

Glide Advanced Properties

8. If not using Resolution Override, choose the resolution you want to run from within the game. Note that stereo 
gameplay looks much better at higher resolutions.

9. If Hotkey was selected, when gameplay begins, hit your Toggle Stereo hotkey (which is <Ctl+T> by default) to 
turn on stereo. If On was selected, stereo will begin automatically when the game is in 3D mode

10. Check to see that the images are vertically aligned. If necessary, use the Hotkeys to vertically align the images.

11. Experience 3D gameplay like never before!
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Technical Support
If you need technical assistance with your Eye3D software product, please contact the manufacturer of 
your Eye3D software-compatible stereoscopic hardware. For a FAQ and games list, check the information
at www.iart3d.com.

Congratulations!
You should now have a full understanding of the Eye3D Stereoscopic System and how to use it to make your favorite
games come alive.
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