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iZ3D Stereo Driver  

Description (DirectX Realization) 
 
 

1. Main Functionality 
 
iZ3D Driver (“Driver”) is a firmware to set up 3D rendering pipelines to generate two views - 
left and right - and present them in different 3D output forms using the power of modern 
graphics cards.  
 
Following outputs are currently supported: 

- iZ3D back and front (default) 
- Anaglyph (common, optimized, black/white) 
- Dual Projection or HMD (left and right separately) 

 
2. System Requirements 

 
Various games and applications as well as different 3D output forms may require different 
setups. The following system requirements are absolutely necessary for Driver to work: 
 

1. OS: Windows XP or Vista (32 bit or 64 bit) [Windows 2000 / NT is not supported] 
2. Powerful graphics card 1 
3. Powerful CPU 2 [Dual / Quad core CPUs are supported] 
4. DirectX 9 latest runtime update 

 
Games / Applications supported: 
 DirectX 8 and DirectX 9 games [DirectX 7 is not supported]. 

Application with OpenGL Quad Buffer support 
 List of supported games is on the web site (www.iz3d.com/games) 
 

3. Installation 
 
To install the Driver, run iZ3DDriverSetupXX.YY.ZZZZ.exe. (XX.YY.ZZZZ is release 
number where XX is the architecture type, YY is version number and ZZZZ is internal build 
number). If a previous Driver version is currently installed, then user should exit all 3D 
applications before installing the new driver version. The new driver version will 
automatically remove the previous Driver program. 
 
Driver will request the list of components for installation from user during installation. Only 
iZ3D and anaglyph output will be installed without charge by default. Additional components 
(HMD, OpenGL QB etc) will be installed based on user request and need to be activated with 
a key. Licensing policy and keys for commercial and trial versions can be purchased on 
www.iz3d.com . 
                                                 
1 Game performance may drop in 3D because of the lack of total computer performance (memory, CPU, GPU, 
GPU’s memory). We recommend that the minimum memory size of the graphics card is equal to double the size 
recommended for each specific game. Game loading process may be longer as well because Driver needs 
additional time to analyze shaders in the game. 
2 Same recommendation as for graphic card above 
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If DirectX runtime is not updated on the user’s PC, Driver will ask to update. If user accepts 
the update, Driver will connect to the Microsoft update center to download and install the 
latest DirectX runtime. 
 
 

 
 
“iZ3D Output” is the Driver default output mode during installation. The Driver will 
recognize the iZ3D monitor model automatically and set resolution to 1680 * 1050 and color 
depth to 32 bits.  PC reboot is not necessary. The Driver will set up the primary and 
secondary screens automatically. User can use an additional LCD or CRT monitor with the, 
as well. 
 
After installation the Driver mode is set to “Enabled by Hotkey” and the iZ3D Control Center 
appears if the “Show settings dialog” checkbox is checked. After installation, the Driver icon 
will appear in the tray area (right bottom corner) which will show Driver status. Driver can be 
enabled / disabled through this icon. 
 

 
 
If any of the iZ3D monitor panels are disconnected a warning balloon will appear from the 
Driver icon: 
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Driver creates three files with key parameters during installation: 
Config.xml – initial settings for Driver 
BaseProfiles.xml – profile for iZ3D internal settings in follow directories: 
 XP: "\Documents and Settings\All users\iZ3D Driver\" 
 Vista: "\ProgramData\iZ3D Driver\" 
and UserProfile.xml - profile for user settings in: 
 XP:  “\Documents and Settings\<username>\Application Data\iZ3D Driver\” 
 Vista:  “\Users\<username>\AppData\Roaming\iZ3D Driver\” 
List of keys is shown in Appendix. 
 
The Driver has a Profile Converter process embedded into the installation procedure. If user 
updates from 1.05 (with textual profile) to version 1.07 or higher, then the Profile Converter 
converts user’s old data into a new xml format after an acceptance prompt. 
 
For users who want to access the latest changes in the Driver Change Log, a file is placed in 
the Driver directory with the file name of ChangeLog.rtf  
 
Note! User needs to have Administrator rights to install and uninstall the Driver. Without Administrator 
rights, a warning message will appear and the installation will be cancelled. 
 
Note! To keep the Control Center icon in the tray - minimize, but don’t exit the Driver Control Center. 
 

4. Driver Features 
 

a. iZ3D Control Center 
 
Control Center demands .NET Framework 2.0. to be installed on user’s computer. To launch 
the Control Center, use the shortcut placed in your start menu by the Driver installer. There 
are seven sections in the iZ3D Control Center3. (Direct3D, OpenGL, Input, Profiles, Update, 
Help, About) 

Direct3D section allows you to manage the iZ3D driver injection and output type by selecting 
the corresponding radio button state and clicking Apply. You can also select the default 
stereo separation value by selecting the desired value with the sliding control.  

                                                 
3 Control Center will not show components and outputs which are not installed (OpenGL QB, HMD, etc) 
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User can turn on / off OpenGL Quad Buffer mode of Driver in OpenGL section4,5. User 
needs to turn desktop to clone mode before running apps / game with OpenGL QB mode 
 

 
 
User can redefine the hotkeys for in-game stereo setup in Input section. To restore hotkey 
settings click “Restore Default” button. “Mouse Lock” function prevents the cursor from 
going to the front screen. Presets are three fixed levels of convergence and separation to 
quickly jump between settings in games. When pointing to a function box, the function will 
be described in the “Description Bar”.  

                                                 
4 OpenGL QB mode requires a paid license 
5 Convergence and separation can not be controlled from Control Center in OpenGL QB mode. 3D Application 
or game will need to do this internally 
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Note! Button re-definition has some limitations. The “Window” button cannot be used in combination 
with other buttons. 
Note! For some games, the default buttons may be assigned to other game functions. Sample: “NumPad*” 
button to toggle stereo on will speed up life in S.T.A.L.K.E.R. So, you may die earlier if adjusting stereo 
3D ��� � . 
Note! Separation / convergence scales have very high limits – please be careful when increasing 
separation to prevent 3D errors. 
 
Each game has its own part in profile to define convergence and separation levels, specific 
shaders processing, keys values etc. To make profile operation simple6 ,Driver has Profile 
section. 
 

 
                                                 
6 Profile is in XML format and to edit it correctly, XML knowledge is necessary 
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User can create new profiles for each game or edit old ones – all data will be automatically 
stored in UserProfile. User can select the way to toggle stereo, Convergence and Separation, 
and presets. Each profile has its own name and is associated with game .exe file. 
 

 
 
iZ3D Control Center has an embedded Updater. If new updates are available, it will 
download a new version or patch. Because iZ3D Service runs constantly, patches will be 
downloaded for the iZ3D Driver. Computer will need a re-boot to activate this patch . 
Updater will deliver news and press releases as well. 
 

 
 
To help user operate the Driver, the “Help” section is provided. There are 4 sections: "Static 
test", "Dynamic test", "Setup screens", and "Diagnostic". 
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If computer was disconnected from the iZ3D monitor and connected again, the primary and 
secondary screens may be reversed. To restore settings, click on the “Setup screen” button in 
the “Help” section. "Setup Screens" launches the setup screens procedure, similar to that of 
the installation setup.  
 
The “Stereo Test” image generates a specially designed stereo image (see below) to check 
user’s ability to see correct 3D and test the iZ3D monitor panels’ performance. Test images 
are for iZ3D mode only. 
 
Front screen image:     Back screen image: 

    
 
The “Dynamic Test” shows a Direct3D 9 application with the iZ3D Logo. The main purpose 
of this test is to confirm that the Driver service and injection work fine and the convergence 
and separation controls act properly. 
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The "Diagnostic" button makes a file called "report.txt" which contains the user’s system 
information. This file may be requested from the user by the iZ3D Tech support group. When 
diagnostics are complete, the Driver will run the default e-mail client and prepare a message 
to support@iz3d.com with subject “Diagnostic file for iZ3D support” and place the 
diagnostic file as an attachment. 
 

 
 
Information about Driver version and Release Date is in the “About” section of the iZ3D 
Control Center. 
 

b. iZ3D Service 
 
The iZ3D Service maintains the injection of the Driver and the connection between Control 
Center and Driver functions. iZ3D Service becomes part of the start-up functions on the 
operating system after installation. 
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c. Profile Structure 

 
The main Profile file is stored in the Driver directory and is named BaseProfile.xml. The 
BaseProfile contains the iZ3D predefined settings. The UserProfile maintains specific user 
settings. Both profile files can be updated separately from the Driver itself. The file structure 
for the profile is shown in the Appendix. 
 
Profile file provides: 

initial parameters correction, if necessary 
per game / application parameters correction, if necessary 

 
Profile has multi-level setup for convergence and separation for each specific game. User can 
define three or more specific convergence and separation parameters associated with a button 
and change them quickly while playing. The default Preset choices are: NumPad+7, 
NumPad+8 and NumPad+9. Corresponding keys in config.xml are: SetPreset1, SetPreset2 
and SetPreset3. The default convergence and separation comes from Preset 1. 
 
Profile file has priority over the keys in Config.xml. Any key from Config.xml can be used in 
Profile for specific applications. Driver checks parameters from keys in Config.xml and 
checks the same in profiles, and corrects them in case of difference. Individual applications 
can be excluded from Driver action individually using Profile. This system is very important 
if users need to change convergence / separation setting in a game drastically many times. 
 
Note! Users can exchange their best settings by giving each other the “UserProfile” file or part of it. 
Note! Be careful with editing the Profile – XML structure is very sensitive to typos. User can edit only the 
UserProfile, not BaseProfile 
 

d. Additional Features 
 
Driver has auto-convergence feature. Auto-convergence controls user’s point of view (central 
part of the screen) and adjusts convergence / separation correspondingly when objects in the 
central part of the screen change distance from user. This feature provides additional comfort 
to user by preventing constant change of convergence / separation depending on changes in 
the in-game environment.  
 
Driver can generate JPS (Stereo JPG) screenshots for user needs. The “PrintScreen” key on 
the keyboard will put a JPS file with the name “ProfileName #NNNN.jps” or if profile name 
is no set “ExenameNNNN.jps” (where “exename” is the game exe file name, “NNNN” is just 
the next number in the sequence.) to the following directory:  
XP: “\Document and Settings\Users\<USERS NAME>\Pictures\iZ3D Driver Screenshots\” 
Vista: “\Users\<USERS NAME>\Pictures\iZ3D Driver Screenshots\” 
 
Note! “PrintScreen” button still acts in the conventional way by saving a copy of the screens to the 
Clipboard (For example: you can Paste it to Paint.exe). 
 
Frame rate in 3D and 2D mode may be measured using the Driver. FPS level will appear on 
the top left corner of the screen while the game is running when ShowFPS key is set to 1 in 
Config.xml 
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Every time a user changes convergence or separation their value will appear on the 
top left corner of the screen for 3 seconds. To turn off this feature set “ShowOSD key” to 0 in 
Config.xml 
 
Driver supports anti-aliasing for nVidia graphic cards. Anti-aliasing is turned off for 
AMD/ATI graphic cards because it leads to a significant fps drop (will be fixed later). 
 
 
 
For better aiming in 3D a crosshair control is implemented in the Driver. The user can choose 
a crosshair camera position – left, both or right – for each game. Key SeparationMode key in 
profile, controls this. 
 

5. Special Points 
 
Driver can generate anaglyph mode (common, black and white, optimized). Use NSMode 
key in Profile. With Anaglyph, your friends, whod o not have an iZ3D Monitor, can still use 
Driver on their computer for an initial 3D experience.  
 
Note! The Monitor front panel gamma level is 2.2. The Driver algorithm generates correct 3d only for 
gamma equal to 2.2 Don’t change gamma for the front panel. Driver compensates gamma changes in 
game settings.  
 
Driver does not support DirectX 7 applications. 
 
Driver interacts with DirectX which may be considered an “unwilling activity” on your 
computer. If you receive messages about this, please contact Technical Support. Below is the 
list of programs which may block driver: 

- Outpost – firewall 
- AVG - antivirus 

Some anti-cheating software like Punk Buster or nGuard may consider the Driver as a cheat. 
We are aware of this. A possible kick off and/or ban from servers may occur. 
 
For games with RouterType = 0 (default) in profile (like BF2), to run XFire instant 
messaging program while game is playing, set RouterType = 1 in Profile.  
 
If a visual application is not compatible with the Driver try to cure this problem using an 
exclusion through the profile. For example, MS Windows Media Player is corrected in 
current version of profile. 
 
User should have system administrator rights to install and uninstall Driver. If user does not 
have rights, a warning message is displayed during the installation and installation will be 
stopped. Driver will not be installed without administrative rights. 
 
Driver can serve only one iZ3D monitor configuration. Adding more monitors (iZ3D plus 
one LCD for example) may lead to wrong desktop coordinate definition and consequent 
problems with 3D. Similar situation may appear if you connect iZ3D through laptop – 
Windows may consider laptop screen as an additional panel. User can correct this situation 
manually by adjusting iZ3D panels to be screen 1 and 2. 
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6.  Future Development 

 
We are planning to make: 

- Auto-convergence function improvements 
- Shadows full processing 
- Command buffer realization 
- Remove number of screen limitations 
- DirectX 10 support (version 2.00) 
- Full OpenGL support  
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Appendix 
 
Config file structure 
 
������  – Describe vendor name by id.  
Sample: � ������ � ���� ������� ����� ���		
����  
 
For majority flags default value equal 0. 
 
Root key ����	
  

Key� ���
������	�
� �
������������  – inject D3D driver at service startup. Default value = 1  
���������������  – inject OpenGL QB driver at service startup.  
��������� �– emulate OpenGL QB  
���������� �– automatic lock cursor at Control Center startup 
�������������	�� �– default separation value for new opened applications 
������������ �� �– name of output method dll 
���������� �– mode of output dll 
 

Key  ������!���	�� .  
See profile section below. 

 
 
Profile information structure: 
 
Root key !���	���  

Key !���	��  
"	��  (attributes:  ����  – filename, 
������  – part of cmdline) 
���
��������  – enable stereo at game startup 
������#$��%

   0 – General method 
   1 – Special injection method (for anti-cheating software) 

2 – Disable driver 
 �&	������%

0 – Multihead mode (Fullscreen) 
1 – Dual Windowed mode (Windowed)  
2 – Application selected mode (disabled second window) 
3 – Auto detection at program startup 

���'"!�  – show game FPS 
���'��  – show values of separation and convergence when they changes 
"������$�����  – force disabling VSync 
(	��������#��
��  - Flag minimizes frequency of SetRenderTarget() and 

SetDepthStencilSurface() calls. This dramatically speeds up most of 
games on nVida cards and on ATI cards when antialising on. 

���
����  – enable antialising 
)��(������  (deprecated key) – use D3D9 wrapper 
����������#��
��#�*�����  – create all render target textures in mono 
����������#��
����������  – create all render target surfaces in mono 
���� ���������	�#�*�����  – create all depth/stencil textures in mono (on 

NVidia support depth stencil textures may contain bugs) 
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���� ���������	���������  – create all depth/stencil surfaces in 
mono  

 �������������'����	*% – set if anything render in mono when they 
needn't 

���
������	��	��% – global separation multiplier 
������"�����	+�, ������������
�� – frame size autofocus 
"����-�����	���� ����������	����� %– frame line for autofocus 
 
For fixing HUD and other object that must be in mono: 
�������.�����#/�����% – do all render target textures that have square 

size  
in mono 

�������##�������#�����/�����% – do all render target textures that have 
size less than backbuffer in mono 

����"	*��!	���	��  – do all fixed pipeline in mono 
�����0(!	���	��  – do all RHW pipeline in mono 
������1������	*�������/�����  – do all vertex shaders that doesn’t 

contain projection matrix in mono  
������/��������!��2���	���������/�����  – do all vertex shaders that 

doesn’t correct write vertex position in mono 
������/�����"��/�����	�$�(����	���% – do Draw calls mono when 

used identity view and world matrices  
������"�������������/�����  – render fullscreen quad in mono 
������#��	
��/�����  – for fixing artifacts when game start in mono and 

then switch to stereo  
�������������������#/�����  – create R32F render target textures in 

mono, can fix shadows in some games 
 ����������	
��#�*����/�(	������  – reduce amount of video memory 

needed for WideRenderTarget mode but decrease performance 
�������	������  – this will define game crosshair position 
  0 – camera shifted in both eyes 
  1 – camera shifted only in left eyes 
  2 – camera shifted only in right eyes  
�
�	&	����������	*�����% – special key for Oblivion 
 
Key ����	��	��  - for all object inside set indicated multiplier 

�����*������%%
�	�   - CRC32 of VS 

���  – Size of VS 

����  – z before that object all render in mono 

#�*����%%
�	�   - CRC32 of Texture  

���  – Size of Texture  

����%%
�	�   - CRC32 of mesh  

���  – Size of mesh  

Key ����  – as ����	��	��  �����  =”0.0” 
Key ������  – as ����	��	��  �����  =”1.0”  
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Key 3�$�  
#�

��������  – key that toggle stereo  
4!�/�������  – increase convergence 
4!� �������  – decrease convergence 
����������/�������  – increase separation 
���������� �������  – decrease separation 
���!�����5  – set current preset #1 
���!�����6  – set current preset #2 
���!�����7  – set current preset #3 
�'���$��  – swap left/right eyes 
#�

������"����  – toggle autofocus  

 
For example:  
�� ���!�"#�$�����	����%$���&��'�()*���� ��
� +"$����#�,�"#�$� �� 5 �� �

888%�
� +"$�����-��� �� 0���%�	��%6 �� �

� (��� � -��� �� ��68�*� ���� ��
� .�/�"���$�0$�� � ,���� �� 5 ���� ��
� +"�#��# � 888�� +"�#��# � ��

�� +"$���� � �
�� +"$����# � �

 
 
Useful Tips 
 
Some specific game recommendations may be found on the iZ3D web site. Unfortunately, most of the 
games will not run with insufficient GPU memory and will exit to the desktop without an error message. 
If this happens, try to turning off AA, reduce video settings and shadows processing. 
 


