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While 3D vision has existed for many years, the use of 3D cameras and
video-based modeling by the film industry has induced an explosion of
interest for 3D acquisition technology, 3D content and 3D displays. As
such, 3D video has become one of the new technology trends of this
century.The chapters in this book cover a large spectrum of areas
connected to 3D video, which are presented both theoretically and
technologically, while taking into account both physiological and
perceptual aspects. Stepping away from traditional 3D vision, the
authors, all currently involved in these areas, prov


