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Incorporating motion parallax into virtual reality (VR) can create a
more convincing and comfortable VR experience. Although growing
interest in VR has led to the development of 360-degree media
platforms, including camera rigs and smaller handheld cameras, most
systems fail to incorporate motion parallax rendering.

Systems which do support motion parallax require a complicated
acquisition process or a large amount of data must be stored to
render the scenes.

We implement a framework to capture natural scene images using
the Facebook Surround-360! and render 360-degree stereo images
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