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Calculating stereoscopic parallax 
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Simplifying case, consider camera (eye) and object in question on the 
midheight of the projection plane (window). Full analysis requires 3D 
intersection of eye position and object with the screen plane.
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From similar triangles p = e d1 / (d1 + d2)

Cameras (eyes)

Notes 
• d1 = 0 then p = 0 
• d1 = d2 then p = e/2 
• as d1 -> ∞ then p -> e 
• d1 -> -d2 then p -> ∞ 
• d1 = -d2/2 then p = -e/2


