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The research of survey on user experience of

3D stereoscopic game
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Abstract

Stereoscopic game has been produced because stereoscopic image was able to deliver the sense of space
effectively by using a binocular parallax. The stereoscopic images were used as a factor to attract the
user’s interest in the initial stage of stereoscopic game. The development of stereoscopic devices provide
good quality stereoscopic images and made it possible to apply various attempts to the game. Since the
stereoscopic image exerts different effects to the user in the game, various methods were created for
measuring user’s experience. In this paper, various methods of survey were studied for the researchers on
user experiences about stereoscopic game.
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[22l 1] (a) Famicom 3D A|AE (1987), (b) HEIZ 3DS (2011)
[Fig. 1] (a) Famicom 3D system (1987), (b) Nintendo 3DS (2011)
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