
for the pipeline to fill. One reason is that the 3-D
Blu-ray standard has only just been announced.
The good news is that, due to the advanced
design of the Dimension server, it appears
that only a firmware upgrade will be neces-
sary to enable 3-D Blu-ray playback.  
• Legacy 3-D movies can also be found
for purchase on the Internet.   Granted,
many won’t be in the newest high-definition
formats, but they will still be entertaining
and in many cases, demonstrate very com-
pelling 3-D imagery. This wealth of legacy
3-D content can be accessed and accu-
rately played back via the Dimension server.

3-D Gaming
Gaming currently represents the broadest

range of available 3-D content. The prolific
availability of 3-D gaming assures today’s
technology revolution in 3D will become broadly
adopted by a diversity of consumers. The
stereoscopic effect greatly enhances the
gaming experience as participants become
both emotionally and visually immersed in the
virtual world of the game. There are already
hundreds of 3-D PC games available that the
Dimension server can play, and more games
are being released almost daily. Additionally,
3-D gaming consoles are expected in 2010,
and the Dimension server will be able to
accommodate those platforms as well.

Conversion of Existing Movie Libraries
Converting standard 2-D DVDs into a 3-

D viewing experience can be done using
the Dimension server’s advanced 2D to 3D
conversion software. Conversion happens
in real time as you play the movie, so you
can experience your favorite movies with
enhanced 3-D effects without having to
wait. Conversion of 2-D Blu-ray will soon be
possible as well. More on 2D to 3D conver-
sion is discussed later in the article.

Conversion of Existing 2-D
Digital Photographs

The 2D to 3D conversion capability also
allows a customer’s existing 2-D digital pho-
tographs to have enhanced 3-D effects.

3-D TV Broadcasts
3-D TV channels such as ESPN, Discovery

Channel, DirecTV, and many more are
expected to appear in 2010 The Dimension
server will incorporate a tuner that will allow
customers to enjoy this approaching, widely
available content. Viewing sporting events
in 3D is one of the most highly anticipated
features associated with 3-D technology.

Create YOUR OWN 3-D Content
An avalanche of new 3-D creation tools,

such as digital cameras and software, can
confidently be predicted to emerge in the
consumer market. Fuji has already intro-
duced a 3-D digital still/video camera, avail-
able as of December 2009. More informa-
tion can be found by visiting
http://www.fujifilm.com/products/3d/camera/
finepix_real3dw1/. 3-D cameras will enable
consumers to create and play back their own
home movies and vacation videos, in 3D, in
the comfort of their own theatre. The possi-
bilities are unlimited, as customers simply
upload their creations to the server for stor-
age and playback, using included software.

A Wealth of Online 3-D Content
3-D photos, 3-D slide shows, movies/ani-

mations, and feature movies are all currently
available on the Web. Furthermore, online
content will surely continue to grow as 3D
becomes more popular among amateur pho-
tographers, filmmakers, and graphic design-
ers/animators. Links to numerous 3-D content
sites are provided with the Dimension server.

In closing, there is an extraordinary
amount of 3-D content for immediate and
future viewing.

A second pervasive question from con-
sumers is: “I’ve heard about converting 2D
movies to 3D. What can I expect?” As with
any new technological process, it is always
best to see examples in person. With that in
mind, a description of the process can help
set expectations. Essentially, the 2D to 3D
converter that is included within the Dimension
server looks at several frames of the movie
simultaneously; both the one presently being
displayed as well as several frames before

and after that frame. The software analyzes
color, position, and motion of objects in the
frames, then uses that information to esti-
mate and render the stereoscopic view.
Animated movies, like Madagascar and
Coraline, convert quite well since charac-
ters are richly colored and well defined.

Sports movies such as Friday Night Lights
(football) showed good 3D in huddles and
most of the play action. Fast-moving action
sequences do affect the converter's ability
to assess the scene for depth cues, but a
tangible difference in depth is noticeable.
Results vary in films with concentrated fast-
action scenes, such as recent James Bond
films and the new Star Trek film’s battle
sequences.  Scenes that are only a few
frames long don’t give the converter much
to work with to generate depth before it
detects a different scene. In conclusion,
very fast scenes may not reveal much
depth effect and may appear more like 2D.
It is important to note, this same observa-
tion can be made for movies mastered in
3D as well. As soon as the action slows, as
when Bond gets his new toys from Q, the 3-
D effect becomes far more intense.

Mechdyne’s extensive experience with 3-D
technology has bred expertise with multiple
technologies. The Digital Projection TITAN
Reference 1080p 3D is the best 3-D projec-
tor Mechdyne has encountered: bright, rich
colors, exceptional 3-D reproduction, and
robust performance in a compact and high-
ly efficient design. A high-contrast version
of the TITAN 3D projector that won a
Manufacturers’ Excellence Award for Best
New Product at the 2009 CEDIA Expo, the
TITAN Reference 1080p 3D relies on key
technological innovations such as:
• FastFrame™—technology that vastly
reduces the artifacts and image blur typi-
cally associated with rapidly moving display
content. Especially important when viewing
sporting events or any other fast-moving
entertainment content.
• Dual-Flash Processing™––enables signal
distribution of 3-D content via 60 Hz formats by
frame-doubling the signal within the projector.
• Xenon Color Mode––produces the rich

Total 3D Experience System 
Delivers Dynamic 3D Solutions For The Home

Jeff Brum

“3D is here.”
“3D is here to stay.”
“3D is a fad.”
“It’s the savior of the movie theatres.”
“It’s a new creative medium.”
There are many opinions about 3D right

now, especially given the product launches
announced at the recent CES show. It
seems that 3D has suddenly exploded onto
the scene. Interestingly enough, 3-D solu-
tions have been available for years, but the
technologies that can offer an enjoyable,
immersive 3-D experience have only recent-
ly converged into viable solutions for com-
mercial venues and home theatres alike.

The 3D used for movies back in the 1950s,
namely red and blue anaglyph glasses,
returned in the 2000s as a means of deliver-
ing 3D to the home. Similar color-based
technologies were tested late last year for
delivery of 3D via broadcast. Though posi-
tive signs of technological progress, they
didn’t deliver the ultimate immersive experi-
ence—especially in regards to discriminat-
ing buyers of luxury home cinema systems.

Recently, there have also been a flurry of
announcements from major electronics com-
panies introducing 3-D Blu-ray™ and 3-D tel-
evisions. These utilize 3-D technology that
promises a sharp, colorful image. However,
these technologies are targeting the mass
home theatre consumer with flat panel options.
3-D technology suitable for projector-driven
home theatres is not mass marketed, as it
represents a smaller and more discriminat-
ing selection of A/V  consumers.

That discerning group of home cinema afi-
cionados now has access to a powerful 3-D
solution for their personal screening rooms.
Years of cooperation between two respected
industry leaders has produced a precise and
powerful solution for home venue-oriented,
precision 3D.  Mechdyne, in conjunction with
Digital Projection International, developed
the Total 3D Experience System: an expert
pairing of Mechdyne’s new Dimension 3D
media server and Digital Projection’s TITAN
series of projectors. Both are engineered to
provide the best stereoscopic 3-D imagery,
specifically for high-end home theatres.

Mechdyne specializes in complex 3D
and high-resolution display environments for

commercial applications; research, automotive,
aerospace, oil exploration, life sciences,
and more. As a company, Mechdyne’s 3-D
experience dates back to 1996, while several
Mechdyne employees have worked with 3-D
imaging since the mid-80s.  Look up “CAVE
virtual reality” on Google, and you will find

Mechdyne as the world’s leading developer of
the “holodeck-style” walk-in virtual reality room,
among other highly integrated products. The
Dimension server is Mechdyne’s first high-
end consumer-oriented product offering.  

Digital Projection, the only Emmy award-
winning projector manufacturer, approached
Mechdyne for help and guidance regarding
the development of what is now known as
the Total 3D Experience system. The Total 3D
Experience system consists of the Dimension
media server and professional 3-D glasses
paired with Digital Projection’s Reference
series 3D projectors. This dynamic system
is the world’s first turnkey 3-D solution for
projector-based home venues.

Given that this is the first solution of its
kind, what distinct benefits can consumers

expect from the system? The answers lie in
the two most frequently asked questions,
with respect to 3D.

The first set of questions concern content
availability. “Where is 3-D content going to
come from?” “There are so few 3-D movies in
the theatre, is 3D just a fad?” “What will the

server actually display now and
in the long term?” The following
summarizes the Total 3D
Experience system’s abilities in
content management:

Movies
A standard has been announced for 3-D

Blu-ray Disc players, which should allow new
3-D movies compatible with shutter glasses
to be available in 2010. Even then, only 12
movies were mastered in 3D in 2009, and so
far 14 3-D feature movies have been
announced for release in 2010. However, due
to the rampant success of James Cameron’s
3-D epic, Avatar, the number of 3-D films in
production is sure to exponentially increase.
Even with all the interest, it will still take time
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Look, I hate to beat a dead horse...well, maybe occasionally
I...okay, okay., I love to milk a topic that deserves it, and this horse
ain’t runnin’ off into the sunset anytime soon. Yup, I’m talking about
the NEW stallion on the block, 3D. While most periodicals are still
gushing “2010 is the year of 3D,” I'm more convinced than ever that
it won’t be. Clearly, the hype will be excruciatingly loud and con-
stant for the remainder of the year, but the substance will remain 
elusive.

Here's the thing.
First of all, there is the simple issue of the calendar. By the time

you read this, it will be Q2. Most manufacturers at January's CES
(Consumer Electronics Show) weren’t promising “real” 3D products
until sometime in Q3. Run that through the not-so-secret marketing
decoder and it comes out “late Q4,” at best. Now add another
quarter for early adopters to place their bets (and open their wal-
lets) and yet another quarter to gather the sales data and spin it
into positive press releases and we’re mid-2011 before we know if
this next-new-thing has any real traction at all.

Regardless of the REAL inaugural year, and on the very outside
chance...:-)... you missed last month’s column, here is a brief run-
down of the roots of my skepticism.

1. Consumer Acceptance. Just not sure that 3D can shed its his-
torical “gimmicky” image acquired in the ’50s and beyond (regard-
less of the obvious advances in the current technology), especially
in a down economy and just after discretionary budgets have been
drained by HDTVs and BD players.

2. Different Usage Model. Watching 3D in a commercial theatre
will be one thing, but watching it in your living room will be quite
another. Number of guests versus glasses, kid abuse, hungry dogs,
dead batteries, and synchronization problems will likely conspire
against having a memorable (in a good way) 3-D movie experience
at the Johnsons on Saturday night.

3. Dubious Motivation. It's no secret that the predictable ramp-
up in volume, leading to ramp down in cost, leading to near invisi-
ble margins, have run their course with HDTVs and Blu-ray Disc™

players. “3D hype” is an all too convenient vehicle to attempt to
restore profitability to a huge industry’s hemorrhaging bottom line. If
it catches on of its ––I have a large dog in this fight. Right now, I'm
just suspect.

4. Too Big A Tent––Too Few Indians. Regardless of the truth (or
not) of #1 above, some 50 percent plus of the CE-buying public,
while willing to pop for the $99 BD player or maybe even the $399
LCD screen at Wal-Mart, will NEVER invest in all that is required to
make 3D a reality in their living room. Now subtract another 10 per-
cent who, though they could afford it, will, under NO circumstances
be caught dead in those “goofy glasses.” Now another 5 to 10 per-
cent who, though they might enjoy it, can’t watch 3D for any
extended period of time without running for the Dramamine. Finally,
exclude yet another 5 to 10 percent who (clinically) weren’t born
with stereoscopic (3D) vision. Now you are left with 20 to 30 per-
cent of the “normal” CE market to absorb the huge trainload of
products being readied as we speak.. ur, read.

The noise level on this topic is bound to be so incessant that I
may have to revisit this steed, whip in hand, yet another time!

Jim Morrison was certainly not the first to utter it (I’m guessing
you have, yourself, at least thought it), but he and his band were

the only ones I know who put the phrase on the Billboard charts....but it
comes to mind often as I observe various phenomena within our amus-
ing little CE market sector...

PEOPLE ARE STRANGE ...
Is it just me, or is anyone else stumped as to why someone would

want to spend an hour and a half of their life watching a blockbuster
movie on the 2-1/2-inch screen of their cell phone?

I’m still vexed as to why, in the name of improved video quality, some-
one would fall for a $79 BD player!

I saw an ad this week for a $700 sound bar (you know, the little rec-
tangular box, 3 inches tall that sits under your flat panel TV) and it prom-
ised, “Enveloping five-channel surround sound with 30 Hz bass.” Did
everyone in this generation skip Physics 101?

I continue to see (in other pubs, of course) mid-level products
reviewed with a low-end source device and an even worse display to
evaluate the results. The reviewers were underwhelmed...DUH! These
guys also skipped Metrology 101.

Calibration confusion. I read an article in our regional newspaper (cir-
culation 3+ million) wherein the author alleged, in response to a reader’s
question that “There is no need to calibrate sets smaller than a 50-inch
diagonal.” Really? It’s true, larger screens make video artifacts more
egregious,... but what about geometry, color accuracy, color tempera-
ture, black and white levels, edge enhancement, not to mention general
detoxification of user-menu defaults. Why would a “technical” journalist
embarrass himself in front of millions for lack of just a little bit of
research?

I'm pretty sure Jim was right.
Finally, I feel compelled to opine on the topic of Internet-based con-

tent. Countless product offerings are encouraging you to download this,
“stream” that, to their mega-storage boxes, as if what comes out the
other end is the original director’s art. It's not.

Just as we have all but lost an entire generation to MP3 audio, I worry
about a similar fate for video. Kids who were reared on iPods may never
experience the pure thrill of high-end, (nearly) uncompressed audio. Had
they been exposed to it and had the means, they surely would have
opted for it, but alas, that exposure may elude them to beyond the “roll-
off” years. Now comes the Internet with a similar “convenience over qual-
ity” argument. Just be aware of this before you sign up.

Video quality is synonymous with absence of artifacts. Anything that
is in an image that isn’t exactly like the original presentation is an artifact.
Our ocular sensors don’t like artifacts! Anything that comes at you from
cyber-space has been bit-starved to one degree or another to save the
Holy Grail of the Internet, bandwidth. There are a variety of video
“codecs” that enable this pixel plundering, some way better than others,
but the game is always the same––”Let’s see how much of this picture
(and sound) we can take away from this guy before he notices.” So the
movie you download from “Cyber-Flix” will almost certainly not render the
Director’s Art. Indeed, compared to the best we’ve got, over-the-air
broadcast, it will likely disappoint. The higher the resolution demanded,
the more bits need to be transmitted, and consequently, the more com-
pression necessary to get it to you in a reasonable time. Caveat emptor.

Many will not care about the decline in video quality. You wouldn’t be
reading this magazine if you didn’t. WSR
_________________________________________

Terry Paullin of Front Row Cinema can be reached at frontrowcn@aol.com.

Terry Paullin

Equine Brutality, The Wisdom Of The Doors…
And Other Matters

One Installer’s Opinion
color gamut and native white point of cinema
projectors, which employ Xenon lamps, but
from the UHP-type lamps that the TITAN
employs. UHP lamps are far more efficient in
terms of lumens per watt, deliver thousands
of hours of operational life, and are far less
expensive than Xenon lamp technology.

Lumen performance of the TITAN Reference
1080p 3D can be customized to optimize
screen brightness and black level for each
specific venue. The projector delivers between
4,000 to 6,000 lumens of the most precise,
immersive 2-D and 3-D imagery imaginable
with an amazingly rich 5000:1 contrast ratio.

Mechdyne has elected to use professional-
grade 3-D shutter glasses for this solution.
These are the same high-quality glasses
Mechdyne has been specifying for world-
leading organizations to design cars, research
atomic structures, explore for oil, and other
commercial applications. The glasses offer
exceptionally high-light blocking capabili-
ties, referred to as “extinction ratio” that
stop any images intended for the left eye
from reaching the right eye, and vice versa.
These glasses match very well with the DP
cinema projector’s color and contrast speci-
fications; two very important factors in home

theatre. Theatre owners won't have to
search for replacement batteries because
the glasses contain rechargeable batteries.
A USB charger is included for the glasses.

Given all of the available 3-D viewing sources
and content, the most important feature of the
Dimension server becomes its user interface.
Users must be able to easily and intuitively
search for and select the content they want
to enjoy while the popcorn is still hot. The
Dimension server uses an iPod Touch as the
“remote” for the Total 3D Experience system.
Mechdyne designed and programmed a kiosk-
style visual interface involving icons and simple
touch and scrolling techniques to enable:
• Image source selection.  
• Specific content selection. Movies,
games and pictures can be selected from
the hard drive using file names and/or cus-
tom-generated icons.
• Projector on/off. 
• Projector lens shutter control (to block
the light from the screen without turning the
projector off).
• Projector input selection––if more than
one source is connected to the projector.
• Operation of the built-in DVD.
• 3D troubleshooting––one of the most 

common visual errors with some newly loaded
3D is the “swapping” of eyes, meaning the
left becomes right, and vice versa. When
this happens, all depth cues are distorted.
Dimension’s touch interface includes a simple
eye-swap capability to correct this issue.

When a source is selected, the server
will configure the necessary playback soft-
ware/device and settings automatically.

Third-party control systems, such as
those offered by Crestron, AMX, and others,
can be easily configured to interface and
control with both the Dimension server and
TITAN 3D projectors, via RS 232.

In addition to 3-D content, the server will
also play back 2-D content, as well as music
files that can be stored on the hard drive.

The Dimension Media Server is available
as the L1, with a 1 Terabyte hard drive, and
the L2, with a 2 Terabyte hard drive. For
more information on the Total 3D
Experience system, including specifications
and an updated FAQ, please visit
http://www.digitalprojection.com/3D. WSR
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