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Abstract 

An anaglyph image allows the perception of depth 

when observed through colored glasses such as the 

familiar red/blue glasses. This paper entails real-time 

anaglyph image generation using Kinect for 

Windows. Anaglyphs have long been used to 

represent 3D features using 2D images. These have 

come in and out of popularity over the years and 

recently have been applied to movies as extra 

features on Blu-ray DVDs. The project aims at 

testing the features of a 3D endoscope using kinect. 

 

 

INTRODUCTION) 

 

Anaglyph 3D is the name given to the stereoscopic 

3D effect achieved by means of encoding each eye's 

image using filters of different (usually chromatically 

opposite) colors, typically red and cyan. Anaglyph 3D 

images contain two differently filtered colored images, 

one for each eye. When viewed through the "color-

coded" "anaglyph glasses", each of the two images 

reaches one eye, revealing an integrated stereoscopic 

image. The visual cortex of the brain fuses this into 

perception of a three dimensional scene or composition 

Video games, theatrical films, and DVDs can be shown 

in the anaglyph 3D process. Practical images, for science 

or design, where depth perception is useful, include the 

presentation of full scale and microscopic stereographic 

images. Examples from NASA include Mars Rover 

imaging, and the solar investigation, called STEREO, 

which uses two orbital vehicles to obtain the 3D images 

of the sun. Other applications include geological 

illustrations by the United States Geological Survey, and 

various online museum objects. A recent application is 

for stereo imaging of the heart using 3D ultra-sound with 

plastic red/cyan glasses.  

Anaglyph images are much easier to view than either 

parallel (diverging) or crossed-view pairs stereograms. 

However, these side-by-side types offer bright and 

accurate color rendering, not easily achieved with 

anaglyphs. Recently, cross-view prismatic glasses with 

adjustable masking have appeared, that offer a wider 

image on the new HD video and computer monitors. 

 

 

BLOCK DIAGRAM  

  



ALGORITHM FORMULATED 

 

What does the brain want to estimate an object’s 

distance?! Difference. How can we give this difference to 

the brain? By making two images from two angles. And 

what is the difference of two images from a different 

angle?! Place of objects of-course. In this code, we try to 

move objects depending on how much they are near or 

far to us. This operation is called displacement in Image 

Processing and we do it dynamically based on the depth 

map, and you can call it Dynamic Image Displacement. 

And at end, if we have “Smoothing” enabled, we will try 

to fill the remaining spaces by pixels created from both 

edges of the row. 

 

3.1 Displacement in Image Processing 

Displacement mapping adds high frequency geometric 

detail (mesostructure) to otherwise smooth geometry 

(macrostructure) by applying a tangent-space height field 

(usually referred to as a displacement 

map).Displacement mapping deforms an object’s 

geometric shape by offsetting points in a direction 

normal to the surface at varying magnitudes specified by 

the displacement map. This way, complex high-

resolution optionally self-shadowing geometry can be 

added to formerly smooth surfaces, achieving 

photorealistic rendering of rough or ”bumpy” objects 

like small gravel, textured wood, and brick walls. 

 

3.2 Smoothing 

In statistics and image processing, to smooth a data set 

to create an approximating function that attempts to 

capture important patterns in the data, while leaving 

out noise or other fine-scale structures/rapid phenomena. 

In smoothing, the data points of a signal are modified so 

individual points (presumably because of noise) are 

reduced, and points that are lower than the adjacent 

points are increased leading to a smoother signal. 

 

Smoothing algorithm used is the "rectangular" or 

"unweighted sliding-average smooth". This method 

replaces each point in the signal with the average of "m" 

adjacent points, where "m" is a positive integer called the 

"smooth width". Usually m is an odd number. 

 

 

IV Related Work 

we have used the depth and the RGB data from the 

Kinect and have written the code to generate an 

anaglyph. The screenshot below shows the work we have 

done. The box on the top left shows the depth image 

generated. The one to its right is the usual RGB image 

captured by the Kinect. And the larger image is the 

anaglyph generated by clicking the button Generate 

Anaglyph. 

 

 
 

For that we had to pass each frames directly, without 

saving it anywhere, it requires multi threading concepts. 

 

Image zooming 

 

Performing image resizing by using the generic 

demosaicing algorithm of Hor´e et al. The experimental 

results show that our approach is reliable and the 

performances in image resizing are better than some 

joint demosaicing and 

Zooming algorithms as well as some popular resizing 

algorithms such as the bilinear algorithm. 

 
 

We made a code in which, one larger picture box shows 

an image, while the other zooms a portion of the same 

image, depending on the position of the cursor. 



 

This method first calculates the size of the portion of the 

image we want to capture, depending on the current 

zoom factor. It then creates a temporary bitmap, and 

copies the portion of the image to it. 

The SizeMode property of the smaller PictureBox is set 

to SizeMode.StretchImage to simulate zooming. The 

larger the zoom factor, the smaller the portion copied, 

and therefore, the more zoomed in a stretched image will 

look 

 

V Implementation 

 

 
 

 

VI Results and Conclusion 

This paper aimed at proving the power of anaglyphs 

in real time video generation. This was intended to prove 

the results on a small scale for a big project on 3-D 

endoscopy. It uses the same concept and gives a 3-D 

video of the internal organs. Due to the hardware 

limitations, we tested our code on Kinect, and got 

satisfactory results 

. 
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