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Reaching Out

Oleg  has prepared an article, “Addressing Window
Violations”, beginning on Page Two. If you have a topic

you’d like to present, please feel free to contact the Editor.

March Stereo Division Meeting

Our judge for March’s double competition was Joan Field.
Her unique interpretations were illuminating as always. We
also welcomed first-time guest Dave Brinds.

A Group #1

1
st
- Viewing Saltos de Petrohue, Oleg Vorobyoff

2
nd

- A Horse Of Course, Jack Muzatko
HM- Lily In the Rain, John Ballou

HM- Kids’ Tennis Lesson, Oleg Vorobyoff

B Group #1

1
st
- Balcony View, Mat Bergman

2
nd

- Archaic Projector, Stephanie Ann Blythe
HM- Yummy Treats, Stephanie Ann Blythe
HM- Magenta Blaze, Stephanie Ann Blythe

A Group #2

1
st
- Golden Gate Panorama, Oleg Vorobyoff

2
nd

- Roadside Fence, Oleg Vorobyoff
HM- Don Nelson’s Restaurant, Oleg Vorobyoff
HM- Shaman Standoff, Jack Muzatko

(continued)



B Group #2
1

st
- Moon Palace, Melinda Green

2
nd

- Yerba Buena View, Mat Bergman
HM- Magic Forest, Stephanie Ann Blythe

HM- Valley Fog In El Sobrante, Mat Bergman

Cards #1
1

st
- Time Portal, Stephanie Ann Blythe

2
nd

- Five Snowy Spheres, Barrie Bieler
HM- Spreading Oak, John Ballou

HM- Setting Up, Stephanie Ann Blythe

Cards #2

1
st
- Ruby Earrings, Stephanie Ann Blythe
2

nd
- Fixed Gaze, Stephanie Ann Blythe

HM- Bridge Under Construction, John Ballou
HM- Foggy Gate, Stephanie Ann Blythe

IN DEFENSE OF THE STEREO WINDOW
By Oleg Vorobyoff

Sometimes I get the feeling that the world has gone stereo
illiterate.  If you look at the stereo cards of the 1800’s you
will see that most of them are presented as stage sets or
tableaux.  The stereo space is presented as a cube lying
behind the plane of the card with the cube’s “fourth wall”
even with the plane of the stereo card and open to the
person viewing the card.  Almost never do you see
anything breaking forward of the fourth wall.  In the time

before movies it is not surprising that theater would be a
primary influence on other arts.  3D thus followed
theatrical conventions.  I imagine that playwrights and their
public worked synergistically to develop stagecraft into a
fine art.  The audience had to accept the action as
nominally real (suspend disbelief).  Playwrights, for their
part, obeyed conventions that kept this well prepared
audience engaged.  I believe that the Punch and Judy

shows of those days constituted a training ground for
children in theatrical conventions.

Now fast forward to the twenty first century.  The last
staged dramas had disappeared from television in the
1960’s, replaced by shows with fast scene cuts and close-
ups characteristic of the cinema.  Now we have movies
with computer generated special effects and interactive
video games presenting worlds that demand relatively little

imagination from their audiences.  The 3D movies I have
seen recently, as well as many still 3D photos, tend to
concentrate on gross spatial effects, ignoring more
discriminating aspects of our spatial senses.  It takes
some restraint to probe those delicate areas of our
consciousness.  I vote for art that delights rather than
impresses.  With 3D a good start would be to revive
respect for the theatrical fourth wall, that is, the stereo

window.  As for movies, I recommend that the current 3D
directors study Yasujiro Ozu’s 1959 film “Floating Weeds”.
Ozu kept his camera motionless through long scenes and
allowed the actors to make use of the space framed by the
camera like they would on a theatrical stage.  His
technique would make more sense in 3D than the
dizzying, spatially disorienting camera movement of recent
3D movies.

Having defended the fourth wall, I must admit that I love to
break through it.  However, there are good ways to violate
the stereo window and, broadly speaking, two bad ways.

Firstly, I believe that it is not acceptable for an artist to
inflict physical pain on an audience.  While it is true that
some people enjoy or are positively stimulated by pain, it
is not true for the majority.  A major reason that the first
wave of 3D movies in the 1950’s and 1960’s collapsed is
that many people found watching them painful.  It should
be recognized that an artistic experience is a kind of
waking dream.  Pain during an actual dream is likely to

result, if not in the dream’s termination, then in its
conversion into something else - a nightmare, for example.
But in a waking dream avoiding pain is not enough – the
delicate spell woven by an effective work of art can be
broken even if the audience experiences simple
discomfort.  I said earlier that there are two categories of
bad window violations.  The second type, while perfectly
comfortable to view, tends to undermine the compositional

integrity of image.  It is usually an effect so bizarre that it is
impossible for the audience to appreciate any other aspect
of the image.  Most “in your face” stereo effects fall into
that category.

So what are good ways to violate a stereo window?  First,
it must be acknowledged that there is at least as much
easily viewable space lying in front of the conventional
stereo window as there is behind it.  The temptation is

there and I have often given into it.  The trick, I have
found, is to keep enough of the nominal stereo window
active so that its moderating influence on the composition
survives.  A portion of a window becomes inactive when
the imagery adjacent to it is so far forward of it that the
framing appears to shift or toggle front to back, depending
on which portion of the composition the eyes happen to be
fixed on at any moment.  I call this window ambiguity.

While ambiguity can be a powerful, often essential aspect
of a work of art, a vacillating frame can simply be
distracting.  See the following pages for before-and-after
examples of various types of window violations and how I
tried to finesse them.

The examples are presented as anaglyphs because side-
by-side stereo pairs do not accurately fix the window, at

least for my eyes.  As a side note, I highly recommend



setting the stereo window of all images with Stereo Photo
Maker’s anaglyphic “Easy Adjust” utility.  It is best used
with its grid lines activated.  The window’s position may be
accurately determined, either visually through red-cyan

glasses, or without glasses by watching at which points
the red and cyan images merge as the horizontal spacing
of the chips is varied.

Notes regarding the examples follow.

Example “A”
The most direct way to absorb

a window violation is to float an
auxiliary window in front of the
nominal window.  Like any of
these fixes, a floating widow

works only in some cases.  The
exact configuration of the
subject matter determines

which methods work and which
do not.  Because stereo vision
is so unstable, window

violations must be addressed
with a trial and error approach.
It is often a surprise what

works method works best.

Example “B”

Sometimes the foreground is
so strong that the nominal
window is hard to discern.

Here I surrounded the nominal
window with a frame.

Example “C”
Sometimes it is best to let the
window stand as is, with

violations untreated.  Here I
spent hours in Photoshop
shifting my right image to the

right.  I had judged the depth of
the shot to be excessive.  But
here I see that the “before”

image is perfectly viewable.
The reason is that the end of
the patio along the bottom of

the view coincides with the
nominal window, thus naturally
resolving the ambiguity

between foreground and
background.  The only good
thing I did accomplish with all

my Photoshop work was to
eliminate the retinal rivalry at
the base of the volcano in the

background.  The rivalry was
introduced after I darkened the
sky with the help of a smart

selection brush.  Whatever
selection method you use, it is
very difficult to perform an

identical selection of irregular
subject matter in both the left
and the right chip.  That would

be the subject of a whole new
tutorial.

(continued)



Example “D”
The extra wide six inch

base of my twin rig often
results in excessive depth
in the stereo pair.  Folding

the window horizontally
forward buys me some
unviolated real estate in

front of the nominal
window.  This only works
when the ground is

relatively flat.

Example “E”

The apparent bend of the
barbed wire at the right end
of the “before” view is

another result of my six
inch stereo base.  Cropping
out tiny strips along the

bottom and right sides of
the view, leaving the wire
and grass blades intact,

was enough to restore the
plane of the fence line.  In
order for the illusion to

work the ends of the wires
and grass blades must be
cut at homologous points at

the left and right chips of
the stereo pair.

Example “F”
I originally thought this
would a perfect application

for an auxiliary window like
in Example “A”.
Unfortunately, the result

was visually confusing.
Quite by accident I
discovered that extending

the foreground railing just a
bit
beyond the lower window

frame eliminated most of
the window ambiguity.
Note that there is in fact a

window violation along
most of the lower left of the
view.  But I burnt in

(darkened) the image along
the lower left corner.  No
frame, no window
ambiguity!

One final note:  The only one thing worse than a brazen
window violation is excessive “rear wall” deviation, that is,
distant subject matter that forces the eyes to turn outwards

beyond their parallel orientation.  For most viewing
methods this crime against 3D may be avoided by keeping
the separation of the most distant homologous points less
than a thirtieth of the width of a full frame stereo view.

This separation may easily be viewed and measured
directly on an anaglyph of the stereo pair.  It is the
maximum distance between red and cyan imagery (red on

the right).  When red is on the left, that subject matter is
forward of the window.  Our competition judges frequently
let excessive deviation pass without comment.

Club News

Our next regular meeting will be on Monday March 21 at 7:30pm, in the Mosaic Room at the Hacienda de los Flores in
Moraga. The theme for competition is “Mash-Up”, which will be defined as a creative combination of two or more separate
stereo images. Competitors may submit up to four General and four Special images for digital projection, and up to four cards.


