.y now, there can t be many people who

haven t seen the pictures and posters for

sale consisting of seemingly random
coloured dots (autostereograms), which when
viewed in a particular way produce startling 3D
images. The short program listed here enables
you to produce your own multicoloured
autostereograms for viewing either on the
camputer screen Or as a printout.

Uhlike our previcus article an the subject, Dots
before your eyes (RISC User 7:4) you don t
need a special art package to meke this work.
You can easily create a simple picture for
translation using either Paint or Draw, and then
pass it through 3dConvert, listed here, to
generate the final imege.

CREATING YOUR OWN STEREOGRAMS

To produce your own autostereograms with
3Dconvert you must first create a suitable Mode
12 sprite containing your original design. The
conversion progrem will eventually use this to
create a 3D imege. When it does so, it will place
all dbjects of the same colour at the same
depth. If you are using the Desktop palette (as
you would be if you were using Paint or Draw in
Mode 12), all parts of your picture in white will
end up furthest from the eye in the 3D
representation. By amtrast, those in light blue
will end up nearest to you, while colours in
between will appear at intemmediate distances
which depend on their relative position in the
palette (as seen for exanmple on the palette icn
m the iom kar) .

The most dovious approach is to work directly
in Paint, or any other art package that lets you
create mode 12 sprites. In each case you must
remember to be in mode 12 when producing
the sprite, and do not use other than the default
Desktop palette. Create a new sprite window of
640 by 256 pixels. The largest horizontal size
allowed by 3Dconvert is 1000 pixels. Click on
the toggle-size icon to open up the window to
its fullest extent. Fram the Paint meu click o
Show colours and Show tools. Use a
background colour of white, and produce a few

AutoStereograms

Convert simple screen pictures into
stunning 3D images with this clever

HOW IT WORKS

Here is a brief description of the
theory behind autostereograms.
Figure 1 represents a viewer
locking at two points on Qojects A
and B. The projection of these
points as seen from each eye is
seen on the paper. The two
points produced on the

paper as projections of the
furthest Ooject A are more
widely separated than two points projected
fran the nearer (bject B.

The paper is filled with randomly coloured
dots, but an algorithm is used to ensure that
the two dots representing each eye s
perceived position of A are separated by a
fixed distance and are the same colour, and
similarly for B except that the separation
distance will be proportionally smaller.
Provided the viewer can focus behind the
paper, then slightly different images will be
presented to each eye. The brain then fuses
these images to give the three-dimensional
impression.

Note that practice is required to see these
images. If you have a daminant eye or suffer
fran astigmatism you may not be successful. If
you are near-sighted, remove your glasses;

bald shapes in different coloars using the filled
shapes fram the toolbox. Try different colours
and shades of grey, but don t use the strip
about ninety pixels fram the right-hand edge of
the window. Finally, save your picture to disc.

Figure 1
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An alternative approach is to use Draw to
create the starting image. Proceed as with
Paint, drawing fairly chirky dojects in a variety
of colours. When you have finished, you will
nead to take a snapshot of your drawing on the

i

@
5
=E]
o
D
o

These fish
were assenbled in
Draw from

clip art

Desktop in order to cowert it to a sprite file
(since Draw s save option would generate a
Draw file, which 3DConvert camnot handle). But
taking a snapshot is easy: just use Paint s
screen grab facility by selecting Snapshot fram
its iom bar mem.

As a third altemative you might like to use a clip
art sorite, but most clip art Sprites which gopear
suitable for conversion have not been produced
in Mode 12, or if they have, the palette has
been altered. To check an this, double-click an
the gorite file to leed it into Paint. Dodle-click
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o the sprite and use the Edit suovenu of the
sprite window memu to ensure that neither the
Palette nor Mask options are ticked. Now
choose Show colours fram the Paint submenu.
If the palette that appears does not have

eactly 16 colars, then the file is not suitable
for cowversion. Otherwise, save the file and you
are ready to begin.

CONVERSION

Once you have a sprite file ready to convert,
you can use either the listing given in this article
or the program on the megazine disc to do the
transformation. If you do not have the disc, type
in and nn the listing. You will be prawpted for
full pathnames for the source sprite and the 3D
sprite to be created. The program will then
cawert your sprite and save it autamtically.

Otherwise, load the 3Dconvert program from
the magazine disc and drag the file onto its ion
on the ion bar. A save window will
appear, allawing you to save the file R
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This dotscape, and
the ane on the
previous page, can
be used to
demonstrate the
principle. You
should be able to
see the shapes
without too much
diffiailty (see

RISC User 7:4)




