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The Photosynth Photography Guide

Creating the best synth starts with the right photos. This guide will help you understand how to take photos that
Photosynth can use to best advantage. Reading it could save you from taking a few hundred pictures only to find out
later that Photosynthwondot put them t oimagindder t he way you

Quick tips

1 Start small . Pick a simple subject first, such & a piece of furniture or a single painting. You should be able
to make a great 10-photo synth in just a few minutes if you follow the tips below. Then move on to
something more ambitious.

1 Remember t he oOERwuwlhe poafr t360.f t he scene yoatleasthreehooti ng sho
separate photos taken from different locations. This rule means that you are going to shoot a lot more
photos for a synth than you would for any other purpose.

i Panorama first, then m ove around . Start by taking a panorama of your scene,then move around and
take more photos from different angles and positions. | f you just do a panorama you W
good 3-D experience.

Have lots of overlap when shooting pan oramas . Try for at least 50% overlapbetween photos.

Limit the angles b etween photos . \When moving around objects, try to get one photo every 25 degrees
or so. Thatwill make the synth work better. Largerangle differencesonasubj ect wondt match wup

1 Shoot scenes with lots of detail ~ and texture . Thevisual texture in the photos is what ties them toget her.
A bl ank wal |Onewdthmldts of ast pripasters will work well.

Dondt cr opltcinmsegRhcsosynth.

Shoot wide shots. Wide angleshots( phot os taken from farther away, or wit
all the way out) reconstruct more reliably than closershots.| t 6 s good #tugpshauweoc!| dosug¢ youdl
to have good coverage of your subject with lots of nice overlapping wide shots.

i Orientation . Make sure your photos are all right-side-up before you start synthing.

Got more time?

- Readtherestofthisguide .Youdl | find detailed advice about how to sh

- Study the masters . Take the time to examine the photos that were used to create any synth that catches
your eye. To see all the photosat once, switch to grid view:

- Learn the keyboard commands . The last section ofthis document explains the keyboard shortcuts,
including the powerful control key.
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Shooting interiors
Start by standing in the center of the room with your camera zoomed wide. Sin around, taking overlapping shots as

you go. Make sure successive photos are overlapped by at least 50%. Depending on howwidey our | ens goes, Vyo
probably need to take 15-30 photos to go all the way around.

To give the room a good 3D model, you should next shoot overlapped shots from each of the corners. For saturation
coverage and the most reliable reconstructions, shoot from the centers of each wall as well.

Finally, walk around the room shooting the interesting details . Make sure that allyourcloseeu ps have oOapproach
shotsdé6 providing intermediate sizes of t heotogrbphiegatwallpfoudr e cl o
paintings, and you want to zoom in on a single painting, you
Photosynth put the whole thing together. See the photos below.

A good rule of thumb is to never move more than half the distance to your subject without taking an additional shot.
Similarly, never increase your focal length by more than a factor of 2 without taking an additional shot.
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Move in on the subjects that i roveenorethan500mithewdyint make sure you
without taking an additional shot. Copyright Christine Gedye 2008. Used with permission of the artist.
So, remember to:
- Start by standing in the center of the room and turning in a circle, creating a panorama with lots of overlap
in each shot.
- Thenshoot from the corners.
- Shoot a mix of wide, medium and closer shotsfi more variety is better.
- Remember t h eeach pat of gouredene 3hduld appear inat least three separate photos.
2D Synths
If you take overlapping shots of a 2D surface at different scales, Photosynthwill create a detailed synth of the result.
Move the camera so that itds always facing the subject head
although it doesndt hurt if you do.

Shooting a two dimensional object



