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'stereoscopic imaging' had a small revival in the mid eighties.  The BBC gave away a pair of blue+red 
lensed cardboard specs on the cover of the 'tv times' and we had to purchase at least one other pair 
so only half the family missed out at any one time.  At the end 1987, magazine Zzzap 64 strapped a 

pair of red+Green lensed cardboard specs to the front of their magazine and published some tips pages which were 
hideous to read.  oddly, the rest of the magazine featured absolutely nothing to do with 3D specs at all. 
 
In that same year we saw the first racing game designed for use with stereoscopic imaging - from Taito.  In the UK it 
was licensed by Electrocoin.  It had a very sturdy pair of goggles hovering in front of the player's face.  It is said to 
have used 'Shutter type' specs which means the lens on each shutter will open and close alternatively and at quite a 
speed.  I remember playing this as a stand-up version and being horrified by the imagery assaulting my retinas. The 
obvious thing to do was move away from the specs and try to play without them....and by the time you'd done so, your 
minute or so was up and it was game over...and back to Sega's red beasts. 

 
Most 1980's game publishers knew that home TV's and current technology just wasn't ready 
for Anaglyph images (as they're called) but Squaresoft thought it knew better.  Still in that 
same year (November 1987), Squaresoft released a very-average Outrun clone on the NES 
called Rad Racer.  It was (possibly) the first racer for the machine (also released in the UK in 
1987) and was good enough to market on it's own merit.  But they opted to bundle with col-
oured specs and the claim of it being a glorious 3D game.  I don't need to point out it's inevi-
table failure to make good on it's claims. Especially using simple coloured specs which make 
blue skies turn black...yurk!. Somewhat amusingly, all you had to do was press the select 
button to slip instantly into 3D mode....doubtless causing numerous epileptic fits around the 
globe as kids just couldn't help but have a go.  I get bog-eyed just seeing a still stereoscopic 
image, I dread to think what these moving images would have been like.   
 
Sega had a go too...with different technology.  In 1989 they released Outrun3D.  It was a po-
lar opposite to Nintendo's efforts:  The game was really bad, but the technology for the 3D 
was the more advanced 'LCD shutter glasses'.  Sadly the world's tv sets weren't ready for 
such technology and the game's already poor frame rate had to half to deal with it, so caus-
ing similar convulsions and seizures amongst it's (probably few) users.   Game and specs 
would have been £75.  The machine alone only 
cost £100. 
 
The late eighties just weren't ready for 3D specs. 
 
Roll onward nearly two decades and yes the tech-
nology has moved on a little however you need a 
PC and a stunning CRT monitor which has a huge 
refresh rate...not cheap.  And of course the prob-
lem with these technologies is that the game is 
designed and finished, then as an afterthought 
someone adds the facility to use a certain pair of 
specs.  What they don't do is design the game 
around the use of such things...which you can't do 

because they don't materially change the actual 

game, only the perception of the game.  It would be 

a clever game designer indeed who can design a 

game which truly takes advantage of such technol-

ogy.  (did you hear that?  That was the sound of a 

gauntlet being thrown down). 

 

 

 

The cheap way doing things is a red+blue lens.  Bizarrely 
Zzap gave a red+green pair away.  The proper way of doing it 
is to use red and cyan.  (Wikipedia Assures me). 

Above:  Sega’s specs.  Below: Outrun 3D—
running without the specs, it creates a flickering 
screen which unwatchable...as simulated below. 


