
I have now completed a 3 days workshop at Sony  Basingstoke on  3D cameras and I now understand how to shoot in 3D.

Shooting in 3D can be really complicated as there are many problems to be aware of when using a 
3D rig.

The cameras need to be perfectly aligned in all ways not just exposure and colour balance, but also in  the X,Y and Z axis. The lenses need to be optically matched as closely as possible.

What is important is the depth 'budget', not the cost, but how much 3D depth you allow. If you have to much depth, things  in your lap, objects flying out of the screen, then the audience will soon become tired and have headaches. This was a common problem with early 3D. It is now realised that a small 3D budget works best with the occasional 'in your lap' effect. When you view a 3D image your brain has to do many calculations to build  the image, if it has to do this a lot you soon become tired and have eye strain.
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      Sony 3D camera rig.
Screen size and viewing distance is also very important. It is important that the 3D depth is correct for the screen size. A 3D programme made for one screen size will be uncomfortable if viewed on a larger screen  or be more 2D if viewed on a smaller screen.

The most important distances in 3D photograph is the interocular distance. This is the distance between the lenses and it gives you the 3D volume.  It seems to be the thought that because the distance between the eyes is 2½ inches then the  distance between the lenses should be the same. However it often works better if this distance is shorter then 2½ inches. Convergence is the distance that places objects either in front or behind the screen. Converging  the cameras will also produce keystone effects which will have to be corrected.

Shooting and editing for 3D is like learning how to shoot in 2D all over again!

Framing and composition is quite different, cutting rate should be much slower, because on every cut your brain has to re-calculate the image.

Framing 2 shots is quite different in 3D. Avoiding edge violations is very important, this is when an object on the edge of frame can only be seen by one eye so the 3D image is lost.

Good 3D is great but bad 3D is awful, so if the programme cannot be made well in 3D it's better to make it in 2D. Set up time for equipment is much longer then for a conventional shoot, the amount of data is twice as much and the care taken for each shot is much more important. Planning is imperative!

So if you are planning a 3D shoot do give me a call, but I do work in 2D as well!

Graham Reed.

07860 676351

www.grahamreedlightingcameraman.com






