
On November 4th, S t e re o G r ap h i c s

announced that over 750 software,

h a rd w a re and content developers have

joined the company ’s Simu l E ye s™ d eve l-

opment program since its inception

one year ago. With over 20 compatible

titles available by December and many

m o re expected by Q1 1997, the deve l-

opment community has demonstrated

overwhelming support for the compa-

ny ’s Simu l E yes 3D-vision glasses.

“Our questions about being able to

e a s i ly support Simu l E yes in S h a t t e re d

S t e e l we re answe red  when we discov-

e red how fast we could do it and the

amazing quality of the re s u l t ,” said Gre g

Z e s c h u k , P roducer of Shattered Steel

for BioWa re. “ We feel that it incre a s e s

the level of realism in Shattered Steel

to a new level and we ’re definitely

going to be supporting Simu l E yes in

f u t u re BioWa re pro d u c t s .”

Welcome to the first issue of 3Dview —

S t e re o G r ap h i c s® D eveloper Pro g r a m

n ew s l e t t e r. Our ongoing effo rts to bring

our developers the latest and gre a t e s t

n ews and happenings takes a giant step

with the advent of this long-needed

n ew s l e t t e r. Included in this issue and

issues to come are topics we feel will help

bring you closer to Stere o G r aphics and

the stereo 3D software deve l o p m e n t

c o m mu n i t y : I n d u s t ry tre n d s , SDK and

website updates, c u rrent press re l e a s e s

and more.

The Developer Program is not just

S t e re o G r aphics working with you alone, i t

is a 750-company re p o s i t o ry of know l-

e d g e. S h a re that knowledge and take an 

a c t i ve ro l e. L e t

us know what

you need in terms

of product sup-

p o rt , m a r ke t i n g

c o m mu n i c a t i o n , web page updates,

and newsletter add i t i o n s .

Please take a moment to email me and let

me know what exciting programs you are

working on, suggest ideas for the

D eveloper Pro g r a m , or just introduce yo u r-

self – it would be great to hear from yo u .

To by D’Elia
D eveloper Relations Coord i n a t o r
t o by @ c ry s t a l eye. c o m

D e veloper Pro g ra m
Reaches 750

D e velopers In First

MOVING FORWA R D
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S P OT L I G H T:
Students Go for the Gold 
Using CrystalEyes

The name Operation Orange seems more
s y n o nymous with a cove rt military opera-
tion than with an aw a rd winning team of
s t u d e n t s . But last year this group of 24
f rom Wa l nut Hills High School in
C i n c i n n a t i , O H , placed 3rd in the National
Robotics Championship and also re c e i ve d
the coveted 1st place Chairman’s Aw a rd
honors in the 1996 For Inspiration and
Recognition of Science and Te c h n o l o gy
(FIRST) competition.

Founded by Dean Kamen, a New
H a m p s h i re-based inventor and scientist,
FIRST draws teams from all over the
c o u n t ry to its national championships.
The teams are comprised of professional
engineers and midd l e - s c h o o l , or high-
school kids who, by rule, h ave only six
weeks to design and construct a compe-
tition robot.

One addition to the 1996 contest  – the
Autodesk Judges Award for Excellence in
Engineering Creativity and Commu n i c a -
tion – was also given to the team from
C i n c i n n a t i . This new aw a rd is confe rre d
on the team that most clearly and cre-
atively presents its solution to the com-
petition design problem through its com-
puter model and animation sequence.

This ye a r ’s group from Wa l nut Hills is
looking to garner 1st place honors in the
National Robotics Championship catego-
ry and the Autodesk Judges Aw a rd 
at FIRST’s competition in 1997. What 
will give them a competitive advantage 
at this year’s animation sub-competition?

“I feel CrystalEyes will give us the edge
we need to “wow” the judges in the ani-
mation catego ry of the competition,”

s ays team advisor and member of last
years winning team Matthew Rece, now
a freshman at the Univers ity of
Cincinnati. By using CrystalEyes supplied
by Stere o G r aphics and 3D Studio Max
p rovided by A u t o d e s k , I n c. , the team
intends to provide both a video scre e n
and monitor version of their ro b o t i c -
s i mulation entry – both which wil l
include stereo 3D.

Please join us in wishing Matthew and his
teammates the best in their stride fo r

first place honors at this years competi-
t i o n . For a QuickTime movie of their
1996 aw a rd winning entry,
Visit Wa l nut Hill ’s homepage at:
h t t p : / / w 3 . o n e. n e t / ~ d fe s s e l / u s f i r s t / i n d e x . h t m l
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Dear Deve l o p e r,

S t e re o G r aphics inhabits a unique position
in the world of computer grap h i c s : O u r
p roducts are judged entire ly by what yo u
d o. We know our hard w a re is go o d ; i t ’s
used by tens of thousands of visualization
p ro fessionals around the world on wo r k-
station platfo r m s , who are looking at
computer generated images of DNA, o r
the wind swirling across an airframe, o r
galaxies colliding. H oweve r, it is the quality
of the software you produce that make s
our hard w a re valuable.

In the world of the Cry s t a l E ye s®, p e o p l e
a re most interested in doing a job. T h ey
use our products not to see a more beau-
tiful image, but because they need to see a
m o re useful image — an image that lets
them interpret the rich complexities that
the computer can present to the human
visual system.

In the world of the Simu l E ye s , people use
the product to have fun. I t ’s exciting to
see deep into a virtual env i ro n m e n t , or to

see things hover out of the scre e n . Fo r
years people have been looking at flat dis-
p l ay screens that attempt to port r ay the
t h ree dimensional wo r l d , but only stere o-
scopic displays providing both the left and
right images can succeed in creating the
ultimate and most convincing illusion of
the visual wo r l d .

H aving made the wo r l d ’s best electro n i c
s t e reo 3D display pro d u c t s , we want 
our users to see the wo r l d ’s best stere o
3D images to compliment our 
a c c o m p l i s h m e n t .

For that re a s o n , we stand ready to assist
your effo rts to create the ve ry best
i m a g e s . Because the creation of these
images is an art , t h ey deserve care and
d e d i c a t i o n . We invite you to collaborate
with us early in your development pro c e s s
so that your stereo 3D implementation is
the ve ry best it can possibly be.

L e n ny Lipton
Fo u n d e r, Chief Technical Officer

Working To g et h e r



On the Road
Trends in Stereoscopic 
Software Development

By Bob Akka
President
Chasm Graphics

I have been doing a lot of traveling recent-
ly. F rom Silicon Va l l ey to Manchester,
E n g l a n d , I have been helping software
d evelopers adapt their programs to look
great in stereo 3D. In my travels,I am see-
ing some revo l u t i o n a ry trends which are
changing all the rules for application and
game development.

The most important trend is that high
p e r formance computing power has
become re l a t i ve ly cheap. Pe n t i u m - c l a s s
processors have become the baseline for
computer purchases, fast CD-ROM drives
are nearly universal, and the cost of RAM
has finally come down.What this means is
that even an entry - l evel home computer
n ow has the power to generate thre e -
dimensional scenes at the kind of re a l -
time speeds that were once only seen on
specialized graphics workstations.

A dd i t i o n a l ly, we are seeing the intro d u c-
tion of 3D accelerator chips driving stan-
dard personal computer graphics boards.
Not only do these 3D accelerator chips
r a d i c a l ly speed up the rendering frame 

rate of 3D scenes (this higher speed also
allows graphics to be rendered at higher
resolutions), but texture quality is greatly
improved as well.

What does this mean for software devel-
opers considering developing stereoscop-
ic applications and games? It means that
we have the power to develop dazzling
real-time grap h i c s . In fact, we are quickly
reaching the point where new home and
office computers have the power to drive
f u l l - s c reen stereoscopic renderings at
moderate resolutions and smooth frame
r a t e s . At last, 3D games and ap p l i c a t i o n s
really can have it all!

S3 ViRGE and Rendition Verité
Support Completed
S3 announced i ts highest perfo r m -
ing 3D multimedia accelerators — 
the V i R G E / D X™ and V i R G E / G X™.
The DRAM-based ViRGE/DX and
SDRAM/SGRAM-based ViRGE/GX are
designed to deliver the next level of
acceleration re q u i red by advanced gam-
ing and emerging business desktop ap p l i-
c a t i o n s . S t e re o G r aphics has adap t e d
Descent II and Whiplash as stere o - a c c e l-
erated titles for S3 ViRGE and Rendition
Verité 3D accelerator chipsets.

SimulEyes Driver Update
D evelopers will want to periodically
check our ftp site for upgraded drive r s :

ftp://ftp.stereographics.com/Developers

Our ftp site enables you to examine
date stamps of ZIP files. If you haven’t
downloaded new drivers recently, here
are some new additions:

■ Our DOS protected mode drive r
SVRDOS32 (simdos32.zip) has some
new alternative API functions for pro-
grammers who wish to manage video
t h e m s e l ve s . These have been deve l-
oped in response to pro g r a m m e r s
who are rendering directly into video
memory and implementing their own
mu l t i - b u f fering schemes. The latest
added API function allows our inter-
rupt handler to callback other soft-
ware drivers, as used with some 3D
accelerator chipsets.

■ Our W i n d ows interlaced drive r s
SVR3D (simwin16.zip) and SVR3D32
(simwin32.zip) have added more
chipsets, completing the S3 series.An
a dditional API parameter can inve rt
the Simu l E yes white line code fo r
w i n d owed stereo images positioned
on odd scan lines instead of eve n .
A sample applet SG-Toggle easily
demonstrates this operation.

■ Our DirectX (simwindx.zip) driver is
being adapted to handle page-flipping
for all chipsets supported by
D i re c t D r aw, not just specific chipsets.
This will be accomplished by hav i n g
our driver call Dire c t D r aw ’s Flip()
method through a callback mechanism.

OPENGL Documentation 
for CrystalEyes
Joining the Silicon Graphics GL graphics
library documentation and sample code
is the new Using OpenGL fo r
C ry s t a l E yes Stereo-Vision V i ewing on
SGI Systems document. The document
( s g i _ o p e n g l . t x t ) , located on our we b-
s i t e, explains how to use OpenGL fo r
stereo development on Silicon Graphics
systems with Cry s t a l E ye s . Be on the
lookout for SDKs for NT, HP, IBM, SUN
and DEC platforms coming soon.

N otes from the Deve l o p e r D e n . . .

3



Questions or comments? Please use 
the e-mail aliases below to contact us.

DEVELOPER P ROGRAM

develop@crystaleye.com 

S IMUL E YES S UPPORT

SE-Supt@crystaleye.com 

CRYSTAL E YES S UPPORT

CE-Supt@crystaleye.com 

W EB MASTER

web-mast@crystaleye.com

CRYSTAL E YES S ALES

CE-Sales@crystaleye.com

S IMUL EYES S ALES

SE-Sales@crystaleye.com

VIDEO S ALES

video@crystaleye.com

OEM/B USINESS DEVELOPMENT

OEM@crystaleye.com 

P UBLIC RELATIONS

PR@crystaleye.com 

P RODUCT INFORMATION REQUESTS

Requests@crystaleye.com
Or contact us:

Tel: 415-459-4500
Fax: 415-459-2142
www.stereographics.com 
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Contact StereoGraphics

StereoGraphics Corporation
2171 East Francisco Boulevard
San Rafael, CA 94901
USA

Since Stere o G r aphics set up its web site
one year ago, it has become the primary
vehicle for delivering software drivers and
technical information to deve l o p e r s . We
re c e n t ly updated the site to 
p rovide  easier nav i g a t i o n .F u t u re add i t i o n s
to the site will include:

■ Moderated chat sessions with our in-
house stereo 3D development expert s .

■ Links to other sites of interest that
p rovide technical information and
unique ways to use stere o s c o p i c
images in web sites.

As part of our desire to see more stere o
3D content on the Internet, we ’re begin-
ning an alpha testing program for a new
piece of software. S t e re o G r aphics has
d eveloped a Java applet that works with
your browser to enable stereo view i n g
with Simu l E ye s . To download it go to
w w w. s t e re o g r ap h i c s . c o m / h t m l / s i mu l eye s _
sdks.html or visit our FTP site at ftp. s t e re-
o g r ap h i c s . c o m / d evelopers and dow n l o a d
s i m we b 3 d . z i p. Please let us know about
your experience using the applet by send-
ing email to toby @ c ry s t a l eye. c o m .

Apple has announced support of
S t e re o G r aphics Simu l E yes in version 1.1 of
D ra w S p ro cke t, A p p l e ’s API for video game
g r ap h i c s . Scheduled to ship December 15th,
D r aw S p ro c ket 1.1 provides a device indepen-
dent API for developers to access dev i c e s
that provide stereo vision to Macintosh
u s e r s , including LCD glasses such as
S i mu l E ye s , red/blue (anaglyph) glasses, a n d
head- mounted display s , without know i n g
which device will be used. F u t u re announce-
ments will be made on the mac-games-
d ev mailing list, a forum for Mac game 
d evelopers to discuss game pro g r a m -
ming issues. To join the l ist, visit 
h t t p : / / w w w. s o l u t i o n s . ap p l e. c o m / L i s t A d m i n / .

A p p le Int ro d u ces Ste reo Support S te re o G raphics We b s i te Update d


