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Stereoscopic Films are special. They tickle parts of our brain that are “rarely” stimulated
in this way. Making 3D films requires special equipment, tools, knowledge and a
different set of film techniques from traditional cinema. At ETH in Zurich Switzerland,
students are required to build the equipment they use. Consumer camcorders are
modified, software is written, post-production tools are created. Our research explores
issues related to binocular visual fatigue to create better 3D systems and content.

Following the talk a free screening of ETHZ student 3D films will take place at the
School of Film and Animation. There is no charge for screening tickets, but they
are required. Screening tickets are available at SOFA office, 7B-2115 (475-6175).



Abstract

Stereoscopic Films are special. They tickle parts of our brain “rarely” stimulated in this
way. The film biz has fallen in love with 3D films ~ again. Hollywood has converted more
than 1,000 screens to be 3D capable with 5,000 to follow within 2 years. 50 years ago
the studios produced ~75 3D films. Film patrons staggered from theaters with splitting
headaches, suppressing the urge to vomit. Some assert the reasons behind the utter
failure of 3D at that time included: blessed ignorance of how to create 3D content; poorly
equipped movie theaters; and mis-aligned images by projectionists.

RealD’s 3D technology is promoted on the premise of eliminating film piracy, and they
claim that the Real 3D experience cannot be attained in a home cinema setting. Ignored
is the question of viewer fatigue. Viewers begin to experience fatigue within 10 minutes;
an hour of continuous viewing can be excruciating. The causes of fatigue are not well
understood, but fall into two categories: physiological (vergence/ accommodation) and
psychological (conflicting visual depth cues).

Our research at ETH focuses on perception as an inspiration for better computer
systems. We teach courses on binocular vision that require students to build 3D capture
systems that are then used to create 3D films. Our research explores issues related to
binocular visual fatigue to create better 3D systems and content.

This presentation will survey the technical and visual aspects of 3D content creation. A
selection of films will be shown to demonstrate related concepts.
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