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Microsoft Front Row



Microsoft Front Row

 Size
 Contrast

 Luminance

 Black level

 Aspect ratio

 Resolution

 Image baseline

 Camera position

 Projection configuration 

 Viewer locations and 
angles of view

MS Front Row offers opportunities for 

either step change or incremental 

improvements for each element –

let’s break it down



What can we see here?



Low image luminance (‘brightness’)

Deep black levels

High ambient light - daylight



Matt screen

Non-reflective surface



Size really matters

Room design 101!



Use 3% Element Height as starting 

point

 3%ElementHeight = 6 from old 4 / 6 / 8 rule

 Farthest viewer to be no farther than 6 x Image 
Height (IH)

 e.g. if Image Height = 1m, then farthest viewer should 
be within 6m

 e.g. if Farthest Viewer is 12m from screen, then Image 
Height to be at least 2m high

 BUT…



Apply DISCAS to main content 

window height – not image height

 DISCAS %ElementHeight (%EH) 

default = 3%

 3%EH = 6 : 1

 (Farthest viewer no more than 6 x 

image height)

 If content window = 60% of image 

height

 Then ratio becomes 3.6 : 1

 (0.6 x 6 = 3.6)

Full 

image

height

Content 

window 

e.g. 60% of 

image 

height





2022 – Year of Projection Done Properly



Projection Done Properly

Allows deployment of Digital Canvas concept

 DISCAS standard sets the minimum image size – not the 

maximum

 Moving up to projection done properly removes size 

limitations

 Moving up to the ‘digital canvas’ concept expands 

Teams Rooms possibilities

 Lifesize remote participants become possible

 Moving up to the ‘digital canvas’ concept removes 

barriers



Contrast is key driver

Low contrast even damages perceived resolution.



15:1 contrast ratio

PISCR / ISCR

 In standard installations 15:1 is 

almost always impossible to 

achieve

 Use ALR (ambient light 

rejecting) projection screens

The white squares’ average 
luminance (brightness) must be 

15 x more than the black 

squares.
ONSCREEN – NOT FROM 

PROJECTOR



Projection done properly = select 

screen first, projector last

 Choose the correct ALR (ambient 
light rejecting) projection surface 

for each space

 Do the maths for correct 

projector lumens & contrast



Asthenopia (‘eye strain’)
The significance of black levels

Task Luminance Ratio – essential but overlooked 



Aspect ratios ?
Resolution ?

 32 : 9? (2 x HD)

 3840 x 1080

 21 : 9

 From UHD

 3840 x 1646

 The future is 4K vertical 
pitch 

 It’s 2160 in both 4K & UHD

 Current practical choice 
= 3LCD pixel shifted UHD



Image baseline ?

How high from the floor?

 Impact on camera position



Camera position & deployment

VC 

camera



Projection lens issues:
Standard, wide angle or UST ?



The VDL Digital Canvas
Display systems for Teams/Zoom/hybrid

meeting and teaching spaces

Next-generation display solutions for the best possible hybrid meeting 

experience. The VDL Digital Canvas is the ultimate hybrid meeting 

display designed to deliver an authentic and inclusive user experience 

to bridge the gap between in-person and remote attendees and 

facilitate more effective collaboration.

Find out more visit:

www.visualdisplaysltd.com/meeting-board-room-screens/teams-rooms

https://visualdisplaysltd.com/meeting-board-room-screens/teams-rooms


VDL Digital Canvas –

120”, 140” & bespoke sizes

Find out more visit:
www.visualdisplaysltd.com/meeting-board-room-screens/teams-rooms

https://visualdisplaysltd.com/meeting-board-room-screens/teams-rooms


UST projection unlocks camera position limitations

Eye to eye connection?

Camera behind aperture 

centre screen

Camera in front of ‘dead’ 

space on digital canvas

Small form factor camera in 

free space in front of screen

Camera in offset position used 

with perspective correction 

(like keystone control)

Allows baseline to floor to be 

optimised



Our background in immersive 

brought us here



Real time design tools



Multiple projection
Principles and practice



Curved screen

VDL Digital Canvas

 Reciprocity – remote & in-person 

are more equal

 Organic, human-friendly 

configuration

 UST vs standard lens

 Impact on camera position

 Wide range of aspect ratios and 

resolutions

 IP and tools based on our simulation 

& immersive display modelling tools

 Part of our design consultancy



Microsoft Front Row – REVIEW

 Size

 Contrast

 Luminance

 Black level

 Aspect ratio

 Resolution

 Image baseline

 Camera position

 Projection configuration 

 Viewer locations and angles of view

VDL Digital Canvas



If there’s just one thing to take 

away…

 You can have it all

 Right now



What we can do for you

Use any or all of our services

 Specialist consultancy

 (not AV consultancy!!)

 Design

 Manufacture

 Solutions & technology

 VDL Digital Canvas Displays

 Projection screens of all types

 Immersive displays

 Proof of concept, product 
development, system troubleshooting

 Advanced laser tools

 We work actively with all parts of the 

channel - from end user through to 
reseller

 All hardware and solutions supplied 

through reseller/integrator channel



AV User Group

 https://www.avusergroup.com/

https://www.avusergroup.com/


AVIXA Standards – in 2022?

 https://www.avixa.org/standards

https://www.avixa.org/standards
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