
three-day course with theory 
and practice combined. The 
theory side was quite heavy 
if you were totally new to 30, 
and I felt that the suggested 
homework of reading the 
'Mastering 30' article in 'Zerb' 
magazine was very worthwhile. 

On day one Paul Cameron 
(Senior Development Trainer 
at Sony) covered the theory 
side. He began with the 
basic concept of visual 
cues, and took us from the 
history of 30 right through to 
distribution - covering i ssues 
such as different types of 30 
projection systems and 30 
glasses. It was useful in that it 
gave us the whole overview of 

the 30 environment, and not 
just the production or camera 
side, which is directly relevant 
to us as camera people. He 
turned fairly complicated 
topics into simple and bite size 
chunks, and explained them 
clearly and concisely. Having 
heard various talks on 30 over 
the months, I felt Paul really 
knew his stuff and was a real 
expert. In my opinion there 
is nobody better than Paul to 
learn 30 theory from. 

On day two we covered the 
practical side of things and 
the different roles in the 30 
department. Graham, our 
tutor, gave us his insightful 
knowledge from a perspective 
of someone who has been 
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working as an operator and 
convergence puller from 
the outset of the current 3D 
environment. He interspersed 
this with numerous interesting 
stories of real life situations. 

The next step was to practice 
with the actual 3D rig, learning 
about each parameter: 
the IA(lnter-Axial) and the 
convergence point, what 
a stereographer and a 
convergence puller actually do, 
how to read the depth gauge, 
what to watch out for when 
working in 3D, and what to 
aim for in order to produce 
'good' 3D. 

On day three, we progressed 
to shooting some scenes. The 
set ups we covered were a 
sideways tracking shot with 

subject-camera distance 
changes, a tracking in and 
out shot, and the contra-
zoom. We experimented with 
different factors changing 
just one parameter at a time, 
keeping everything else the 
same to see what effect it 
made, then changing more 
than one parameter at a time 
in order to get better effect. 
By recording everything we 
shot we were able to watch 
the results; our studies in the 
classroom suddenly started 
to make sense. We began 
to understand what affects 
'3Dness' and what makes a 
good 3D shot, observing the 
specific problems created when 
you are composing for 3D. 

During the practical session, 
Paul provided extra technical 

information relating to the type 
of sensor used in the camera 
and how it affects 3D. I thought 
that this level of detail was 
ingenious, inserting extra bits 
of theory just at the right time 
instead of bombarding us with 
facts on day one. 

Throughout the course we 
touched on different software 
systems and equipment 
options currently available 
for 3D; we came away with 
plenty of reading for those 
who would like to get more 
serious about it. In terms of 
physical effort, the course was 
much less demanding than a 
normal working day, and yet 
my eyes were exhausted and 
made me feel more tired than 
I expected. This is something 
to bear in mind when working 

on 3D. Graham mentioned 
that he tried a cricket match 
once but he would never do it 
again. Convergence pulling for 
an extended period of time, 
especially at night, and then 
driving home was too much on 
the eyes, he explained. 

My one criticism would be of 
the 3D rig we used. It wasn't 
aligned perfectly making it 
impossible to convergence 
pull accurately during the 
exercises. It was prepared by 
the technicians at Sony, but 
Graham had to spend more 
time than he would have liked 
getting it ready for us. I noticed 
in one of the exercises that 
something was wrong when I 
tried to convergence and IA 
pull at the same time. It turned 
out that the alignment was not 
set properly. As a focus puller, 
I felt that convergence pulling 
on a not correctly aligned 3D 
rig is like focus pulling with the 
back focus out. 

Graham mentioned that, 
despite of spending hundreds 
of thousands of pounds on 
the equipment, Sky 3D rigs 
are not covered when not in 
use; taking the cover off the 
rig would risk knocking the 
alignment. (Apparently for 
those who would like to get 
more technical, Sony also does 
'Rig Alignment Course'.) 

I really appreciate the 
opportunity that the GTC gave 
me to attend this course. I feel 
much more comfortable about 
taking a 3D job now. 
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