





Preston Wireless 3D

Preston MDR
Motor Driver Receiver Unit

Focus and iris settings of both lenses in a 3D rig can be simul-
taneously controlled with one hand-unit. Also, your Stereog-
rapher is probably wirelessly controlling the convergence and
interaxial distances of the 3D rig with a second hand-unit.

Here are some tips on using a Preston wireless hand unit to
control focus on both lenses, and how to use another wireless
hand unit to control the 3D Rig. For complete and detailed
instructions, get the FI+Z/HU3 Manual in the downloads
section at: www.prestoncinema.com

On the Preston Hand Unit 3, go
to Custom mode. Here, you can
assign the three MDR (Motor
Driver) lens motor channels
(focus, iris, and zoom) to user
designated Hand Unit controls.
For example, the focus knob of a single hand unit can control
the focus rings of up to three separate lenses.

The focus function of a 3D camera rig using prime lenses can
be controlled using the Custom mode. The Custom mode is
configured by pressing Set-Up.
The letters F, I, Z in the left
column represent the three
outputs for lens motor cables on
the MDR (Focus, Iris, Zoom) and
the column on the right shows the
hand unit controls.
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This example shows that the Iris slider of the Hand Unit will
simultaneously control both the Focus and Iris outputs on the
Motor Drive Unit. So, to control the irises of both lenses in your
3D rig, plug one iris motor into the Focus receptacle and the
other iris motor into the Iris receptacle of the MDR. Note that
the zoom motor is still controlled by the zoom control.

The 3D mode is used in conjunction with 3D rigs that have
motorized control of both the camera convergence angle and
interaxial camera separation. After the user sets the convergence
distance, the interaxial distance can be changed “on the fly” and
the convergence angle will automatically change to maintain the
correct convergence distance.

cmotion 3D software

cmotion
camin

Motor Driver
Receiver Unit

There’s new software from cmotion for their wireless lens and
camera control systems: C3D. The new 3D software comes with
all new units, and is available to update all existing models. One
camera assistant can use a single coperate hand unit to control
the focus, iris and zoom of two lenses together with Start/Stop
function for both cameras simultaneously.

Here’s how to control multiple lenses with one control unit
(knob/slider/zoom):
1. Make sure the coperate is turned off.

2. Press and hold the “LENS” button on either the focus knob,
slider or zoom - depending on which component you want to
use for control.

3. While pressing the lens button, press the ON button.

4. Hold both buttons for at least 3 seconds. This process will
activate the 3D software within the camin. The coperate’s RDY
LED will now turn green. The LENS LED for each controller not
in use will turn red.

Note: If the CAL-LED starts blinking, lens calibration is re-
quired. Push the CAL-Button. This will calibrate all connected
motors. You can also switch between the control unit (knob or
slider) during 3D mode.

With one camin, 2 motors (e.g. Focus) can be run simultane-
ously, and with two camins up to 6 motors can be run. The
second camin is connected to the first using a CBUS 3D cable.
All communication signals received by the first camin are then
replicated by the second camin, including Start/Stop control.
Should the need arise; cmotion 3D software also makes it pos-
sible to connect an additional camin for control of 3+ cameras
and 9+ motors. Detailed instructions available in the download
section of www.cmotion.eu
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Editing in the 3rd Dimension

by Michael Phillips — Solutions Manager, AVID Post Market Segment

Stereoscopic editing, or Stereo 3D for short, is an old but new-
again challenge for filmmakers.

Digital technologies have solved many of the issues associated
with the format in the 50s and 60s. Things like film weave and
anaglyph glasses have given way to high-resolution, rock-steady
images viewed with higher-quality technology that does not
affect the color values of the image. Such technology improve-
ments have renewed the interest in stereo 3D storytelling—not
only for theatrical, but for television broadcast as well.

Media Composer v3.5

Avid’s first offering in stereo 3D editing is with Media Composer
v3.5. This release implements a hybrid environment that brings
together the existing 2D editing world with 3D viewing.

Editing can be done in 2D within the main editing interface
while the client monitor will play back in stereo 3D when viewed
with glasses. It would be quite fatiguing for the editor to sit

in front of a system for 8-10 hours a day editing with glasses
on—where the eyes are struggling to focus on stereo 3D content
inside a 2D graphical user interface.

In addition to solving the comfort factor of the editors them-
selves, it also removes costs. Having to conform left and right
eyes for screening adds unnecessary time and expense to the
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process when all you really need to do is check a sequence for
pace and rhythm. By creating a hybrid workflow within the edi-
tor, Media Composer solves both issues.

How Does it Work?

The first version of Avid’s stereo 3D editing supports what is
referred to as an over/under format. This is a single master clip
and media file that encompasses both the left eye view and the
right eye view together. The left is the upper half and the right
eye is the lower half.

So for a 1920 x 1080 frame size, each eye is a 1920 x 540 proxy.
It’s the full picture, but it appears “stretched” and sort of looks
like an anamorphic image on the edit monitor (graphic 1, above)
until you select either right or left eye.

Because Media Composer handles metadata better than any
other system, tracking left and right eye sources can be done
very easily. This is done with separate metadata columns.

For video-based productions, the timecode will be the same, but
depending on shooting format there may be two tape sources. In
file-based workflows, the filenames themselves will be different
and can be tracked as such. All of this metadata can be exported
as EDLs via Avid EDL Manager and XML via Avid FilmScribe.
The XML XSD files can be found at www.avid.com/filmscribe.



For file-based formats, the left and right eye sources can be
prepared for editorial using Avid MetaFuze. This free applica-
tion available from www.avid.com/metafuze will take directories
of left and right eye files and create over/under files in the Avid
DNxHD format of choice as the stereo 3D proxy of choice.
(graphic 2, right)

Once the media is in Avid Media Composer, editors then
choose which eye they want to be the dominant eye during edi-
torial for the 2D view. This is done via the “Composer” settings.
The choices are:

. OFF (over/under)
. LEFT (top half only as full 1920 x 1080)
. RIGHT (bottom half as full 1920 x 1080)

Graphic 3 is an example of OFF (None) and shows the media
as it comes into the system while Graphic 4 (below) shows the
result of selecting LEFT.

The next setting affects the full screen playback which is the
signal that goes to the client monitor. This is done via the DVI
output of the graphics card. The user can select “checkerboard”
which creates the stereo 3D signal used by consumer type moni-
tors by manufactures such as Mitsubishi and Samsung.
(Graphic 5)

These monitors are rear projection DLP that use the “3D Ready”
tag as the indication that they support the checkerboard format.
Active shutter glasses can then be used with the monitor for
stereo 3D viewing. When the production team is ready to view
an edit in 3D, it is a simple matter of putting on the glasses and
watching the playback in 3D. The Checkerboard setting can be
turned off and either a LEFT or RIGHT eye view can be selected
to output a full screen 2D version. This setting gives the flexibil-
ity to output as needed for the desired viewing environment and
monitoring available.

The Future

Avid is working closely with stereo 3D content creators to
enhance the stereo 3D post production process. Additional
formats such as interlace and side-by-side as well as some basic
depth grading tools via AVX are being investigated. This will al-
low for even greater control in the storytelling process, resulting
in even greater efficiencies to ensure the continued success of
stereo 3D storytelling.
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