Great architectural videos
are not only about beautiful images.
Camera direction shapes

scale, mood, rhythm and spatial clarity.

This guide shows 12 essential
camera movements you can use in
Al video tools, motion workflows
and architectural cinematics.

by OTERO VISUAL 2026



CAMERA MOVEMENTS FOR Al
ARCHITECTURAL CINEMATICS

A practical guide to directing camera
movement in Al-generated architectural
films.

1. PAN / ROTATIONAL
MOVEMENTS

The camera rotates from a fixed position
without physically travelling through
space.

1.1 PAN LEFT / PAN RIGHT

NAME

Pan Left / Pan Right / Horizontal Pan
WHAT IT DOES

The camera rotates horizontally from left
to right or right to left while remaining in
the same position.

BEST USE

|deal for revealing a fagade, showing
spatial continuity, following architectural
lines or progressively introducing a wider
scene.

Al PROMPT EXAMPLE
Slow cinematic pan right across a
contemporary architectural facade,

stable motion, controlled speed, clean
composition, soft natural light.

1.2 TILT UP/ TILT DOWN
NAME

Tilt Up / Tilt Down
WHAT IT DOES

The camera rotates vertically upwards or
downwards from a fixed position.

BEST USE

Excellent for emphasizing height,
revealing tall fagcades, atriums, double-
height spaces, towers or vertical
architectural elements.

Al PROMPT EXAMPLE

Slow tilt up from the stone pavement
towards the full height of the building
facade, elegant cinematic motion, stable
framing, architectural film aesthetic.

1.3 WHIP PAN

NAME

Whip Pan/ Swish Pan
WHAT IT DOES

An extremely fast horizontal rotation that
creates strong motion blur.

It is often used as a transition between
two different compositions, spaces or
even completely different scenes.

BEST USE

Perfect for energetic transitions
between exterior and interior scenes,
between different rooms, or between
two completely different architectural
locations.

Al PROMPT EXAMPLE

Fast whip pan transition from the
exterior fagade to the interior lobby,
strong directional motion blur, energetic
cinematic movement, seamless transition
between scenes.



1.4 CAMERA ROLL
NAME

Camera Roll / Roll
WHAT IT DOES

The camera rotates around the optical axis
of the lens, causing the horizon to tilt.

BEST USE

Useful for experimental, conceptual or
highly stylized architectural films. Usually
better when applied subtly.

Al PROMPT EXAMPLE

Slow subtle camera roll while framing a
sculptural atrium, controlled movement,
cinematic mood, editorial architectural
film style.

2. DOLLY MOVEMENTS

The entire camera physically travels
forward or backward through space.

Unlike a zoom, perspective changes
naturally as the camera moves.

2.1DOLLY IN

NAME

Dolly In / Push In / Forward Push
WHAT IT DOES

The camera physically moves closer to the
subject.

BEST USE

Excellent for entrances, lobbies,
courtyards, focal architectural elements
and moments where you want to build
anticipation or immersion.

Al PROMPT EXAMPLE

Slow cinematic dolly in towards the
entrance of a minimalist concrete house,
subtle parallax, stable motion, elegant
architectural atmosphere.

2.2 DOLLY OUT

NAME

Dolly Out / Pull Back / Pull Out
WHAT IT DOES

The camera physically moves away from
the subject.

BEST USE

Ideal for gradually revealing architectural
context, showing the relationship
between interior and exterior, or finishing
a sequence with a contemplative feeling.

Al PROMPT EXAMPLE
Slow dolly out from the living room
towards the terrace, smooth cinematic

movement, soft morning light, spacious
architectural composition.

3. LATERAL CAMERA MOVEMENTS
The camera physically travels sideways.
These movements are particularly
effective in architectural cinematography
because they naturally generate parallax
and spatial depth.

3.1 TRUCK LEFT / TRUCK RIGHT

NAME

Truck Left / Truck Right / Lateral Tracking
WHAT IT DOES

The camera travels horizontally to the left
or right while generally maintaining its
viewing direction.

BEST USE

Perfect for fagades, colonnades, screens,

repetitive structural elements, vegetation
and layered architectural compositions.



Al PROMPT EXAMPLE

Slow truck right along a shaded
architectural corridor, strong foreground
parallax, smooth movement, clean
cinematic framing.

3.2 TRACKING SHOT

NAME

Tracking Shot / Follow Shot

WHAT IT DOES

The camera travels through the scene
while following a subject or a predefined

path.

The movement can be lateral, frontal or
from behind.

BEST USE

Excellent for walkthroughs, following
people through architecture and showing
how a space is experienced rather than
simply observed.

Al PROMPT EXAMPLE
Smooth tracking shot following a person
walking through a contemporary hotel

lobby, stable movement, cinematic
architectural visualization aesthetic.

3.3 CRAB/LATERAL SLIDE

NAME

Crab Move / Lateral Slide / Side Slide
WHAT IT DOES

A clean and controlled sideways
translation of the camera.

BEST USE

Particularly effective for premium
architectural films, furniture, material
details, facades and carefully composed
interiors.

Al PROMPT EXAMPLE

Clean lateral slide across the facade
with landscaping passing through the
foreground, smooth controlled motion,
premium architectural cinematic style.

4. VERTICAL CAMERA
MOVEMENTS

The entire camera physically moves
vertically while maintaining approximately
the same orientation.

4.1 PEDESTAL UP

NAME

Pedestal Up / Vertical Rise
WHAT IT DOES

The camera physically rises vertically
without tilting upwards.

BEST USE

Excellent for revealing upper levels,
looking over furniture or walls, or gradually
exposing the full height of an architectural
space.

Al PROMPT EXAMPLE

Slow pedestal up revealing the full height
of the atrium, smooth vertical movement,
stable framing, elegant architectural
lighting.

4.2 PEDESTAL DOWN

NAME

Pedestal Down / Vertical Drop

WHAT IT DOES

The camera physically descends vertically
while maintaining its viewing direction.

BEST USE
Useful for moving from a roof or elevated

viewpoint towards an entrance, courtyard
or architectural detail.



Al PROMPT EXAMPLE

Slow pedestal down from the upper
terrace towards the entrance level,
stable cinematic movement, refined
architectural atmosphere.

5.CRANE/JIB/ BOOM
MOVEMENTS

Large-scale camera movements produced
by moving the camera through both
vertical and horizontal space.

5.1 CRANE UP

NAME

Crane Up / Rising Crane
WHAT IT DOES

The camera gradually rises through space,
often combining vertical and horizontal
movement.

BEST USE

Excellent for revealing an entire building,
gradually exposing landscape context
or transitioning from human scale to an
overall architectural view.

Al PROMPT EXAMPLE

Slow crane up revealing the full
architectural complex within the
surrounding landscape, cinematic motion,
smooth elevation, premium architectural
film style.

5.2 CRANE DOWN

NAME

Crane Down / Descending Crane
WHAT IT DOES

The camera descends from an elevated

position towards the architectural
subject.

BEST USE

Very effective for approaching courtyards,
plazas, entrances, pools or public spaces
from above.

Al PROMPT EXAMPLE

Slow crane down towards the main
courtyard, elegant cinematic descent,
stable movement, soft atmospheric light.

5.3 JIB REVEAL

NAME

Jib Reveal / Crane Reveal
WHAT IT DOES

The camera rises, lowers or arcs around
a foreground element to progressively
reveal the architecture behind it.

BEST USE

Excellent for revealing courtyards, pools,
terraces, interiors or buildings partially
hidden by walls, vegetation or other
foreground elements.

Al PROMPT EXAMPLE
Smooth jib reveal rising above a
foreground concrete wall to uncover the

interior courtyard, cinematic architectural
storytelling, controlled slow speed.

5.4 BOOM UP/BOOM DOWN
NAME

Boom Up / Boom Down
WHAT IT DOES

The camera travels vertically or through a
subtle arc using a camera arm.

BEST USE
Useful when you want a more organic

vertical movement than a strict pedestal
shot.



Al PROMPT EXAMPLE
Slow boom up revealing the rooftop
terrace and distant skyline, smooth

cinematic arc, refined architectural
visualization aesthetic.

6. ARC / ORBIT MOVEMENTS

The camera travels around the
architectural subject while maintaining it
as the visual focus.

6.1 ARC SHOT

NAME

Arc Shot / Arc Move

WHAT IT DOES

The camera travels along part of a circular
path around the subject.

BEST USE

Excellent for corners, sculptural
architecture, pavilions, furniture pieces
and central architectural features.

Al PROMPT EXAMPLE

Slow arc shot around the corner of a
sculptural concrete pavilion, subtle

parallax, elegant movement, premium
architectural cinematic look.

6.2 ORBIT 180°

NAME

180° Orbit / Half Orbit
WHAT IT DOES

The camera travels approximately halfway
around the architectural subject.

BEST USE
Very effective for showing two sides of

a building or revealing the relationship
between facade, landscape and entrance.

Al PROMPT EXAMPLE
Slow 180-degree orbit around a
contemporary house, stable movement,

balanced composition, soft evening light,
cinematic architectural aesthetic.

6.3 ORBIT 360°
NAME

360° Orbit / Full Orbit
WHAT IT DOES

The camera completely circles the
subject.

BEST USE
Works especially well with isolated
architectural objects, pavilions and

sculptural buildings.

Use carefully: excessive speed can quickly
make the shot feel artificial.

Al PROMPT EXAMPLE
Very slow 360-degree orbit around a
freestanding pavilion, smooth controlled

motion, clean background separation,
high-end architectural visualization style.

7. CAMERA MOTION STYLE
These instructions describe how the
camera behaves rather than where it

travels.

They can therefore be combined with
other camera movements.

7.1HANDHELD

NAME

Handheld / Handheld Camera

WHAT IT DOES

Introduces natural, imperfect camera

movement similar to a real camera
operated by hand.



BEST USE

Useful for intimate, documentary-style or
human-centered architectural films.

For architecture, subtle handheld motion
usually works better than excessive
camera shake.

Al PROMPT EXAMPLE

Subtle handheld walkthrough through
a warm residential interior, gentle
natural camera movement, realistic
imperfections, cinematic architectural
mood.

7.2 STEADICAM [ GIMBAL

NAME

Steadicam / Gimbal / Stabilized Camera
WHAT IT DOES

Creates fluid, stabilized movement while
the camera travels through space.

BEST USE

Ideal for walkthroughs, interiors, stairs,
corridors and continuous architectural
sequences.

Al PROMPT EXAMPLE

Smooth gimbal walkthrough through a
contemporary living space, fluid stabilized
movement, soft natural light, refined
architectural film aesthetic.

8. OPTICAL & APPARENT CAMERA
MOVEMENTS

These effects may look like camera
movements but do not necessarily involve
physically moving the camera.

8.1ZO0OMIN/ZOOM OUT
NAME

Zoom In/Zoom Out
WHAT IT DOES

Changes the focal length of the lens while
the camera remains stationary.

BEST USE

Useful for editorial or documentary-style
architectural footage, although usually
less immersive than a physical dolly
movement.

Al PROMPT EXAMPLE

Very slow zoom in towards the fagcade
detail, controlled lens movement, subtie
cinematic emphasis, architectural
editorial style.

8.2 DOLLY ZOOM

NAME

Dolly Zoom / Vertigo Effect
WHAT IT DOES

The camera physically moves while the
lens zooms in the opposite direction.

The subject remains approximately the
same size while the perspective of the
background changes dramatically.

BEST USE

A highly expressive effect better suited to
experimental or conceptual architectural
films than conventional archviz.

Al PROMPT EXAMPLE
Subtle dolly zoom towards the central

atrium, controlled perspective distortion,
cinematic experimental architectural shot.



8.3 RACK FOCUS
NAME

Rack Focus / Focus Pull
WHAT IT DOES

Shifts focus from one depth plane to
another without necessarily moving the
camera.

BEST USE

Perfect for shifting attention from
foreground vegetation, furniture or
material details towards the architecture
in the background.

Al PROMPT EXAMPLE

Slow rack focus from foreground
vegetation to the modern house fagade,
shallow depth of field, elegant cinematic
architectural aesthetic.

8.4 DIGITAL PUSH-IN

NAME

Digital Push-In / Digital Zoom / Crop Push
WHAT IT DOES

Creates an artificial forward movement by
progressively cropping into the image in
post-production.

BEST USE

Useful for adding subtle motion to a static
image or architectural render.

Al PROMPT EXAMPLE

Subtle digital push-in towards the
interior composition, extremely slow
movement, cinematic crop effect, refined
architectural presentation.

9. COMPOUND CAMERA
MOVEMENTS

Professional camera direction rarely needs
to be limited to a single movement.

Combining movements can create much
richer architectural cinematography.

9.1DOLLY IN + PAN
NAME

Push + Pan / Dolly In + Pan
WHAT IT DOES

The camera physically moves forward
while simultaneously rotating horizontally.

BEST USE

Excellent for entering a space while
progressively revealing architecture
located to one side of the composition.

Al PROMPT EXAMPLE

Slow dolly in combined with a gentle
pan right while entering the main lobby,
smooth stabilized motion, elegant
architectural cinematic style.

9.2 CRANE DOWN + PUSH FORWARD
NAME

Crane Down + Push Forward

WHAT IT DOES

The camera simultaneously descends and
travels forward.

BEST USE

Excellent for approaching courtyards,
entrances, pools, plazas or exterior
gathering spaces from a higher viewpoint.

Al PROMPT EXAMPLE

Smooth crane down combined with a
slow push forward towards the courtyard,
cinematic reveal, stable controlled
movement, premium archviz atmosphere.



9.3 LATERAL TRACKING + FOREGROUND
PARALLAX

NAME
Lateral Tracking with Foreground Parallax
WHAT IT DOES

The camera travels sideways while nearby
foreground elements move faster across
the frame than the background.

BEST USE

One of the most effective movements for
architectural visualization.

Use vegetation, columns, screens, doors,
furniture or fagade elements to create
depth.

Al PROMPT EXAMPLE

Slow lateral tracking shot with
pronounced foreground parallax through
vegetation and structural columns,
cinematic architectural visualization, clean
elegant movement.

9.4 ORBIT + PUSH IN

NAME

Orbit Push / Orbit + Dolly In
WHAT IT DOES

The camera travels around the subject
while gradually moving closer to it.

BEST USE

Very effective for pavilions, sculptural
buildings, central objects and
architectural focal points.

Al PROMPT EXAMPLE

Slow orbit combined with a subtie push
in around the pavilion, smooth cinematic
movement, controlled speed, premium
architectural film aesthetic.

10. Al TRANSITION MOVEMENTS
10.1 FAST FLY-THROUGH
NAME

Fast Fly-Through / Rapid Push-Through /
Speed Transition

WHAT IT DOES

The camera accelerates rapidly
through space, often travelling through
an opening, doorway, window or
architectural element to connect two
different scenes.

Unlike a whip pan, the camera appears to
physically travel through space rather than
simply rotating very quicKkly.

BEST USE

Excellent for energetic transitions
between exterior and interior scenes,
moving between different rooms or
linking two architectural environments.

Al PROMPT EXAMPLE

Fast cinematic fly-through transition from
the exterior terrace through the glazing
into the interior living room, rapid forward
camera movement, dynamic motion blur,
seamless spatial transition.

EXTRATIP
BUILDING BETTER Al CAMERA PROMPTS

Instead of giving the Al only a camera
movement, combine several pieces of
cinematographic information.

PROMPT STRUCTURE

[CAMERA MOVEMENT] + [SUBJECT
[ SCENE] + [LENS] + [CAMERA TYPE]
+ [SPEED] + [MOTION STYLE] +
[COMPOSITION / ATMOSPHERE]



1. CAMERA MOVEMENT
Examples:

Dolly in

Dolly out

Pan right

Tilt up

Lateral tracking
Orbit

Crane up

Whip pan

Fast fly-through

2.SUBJECT / SCENE

Describe what the camera is filming.
Examples:

contemporary concrete villa

hotel lobby

landscaped courtyard

timber pavilion

double-height living room

3.LENS

The focal length strongly affects the visual
perception of the architecture.

18mm
Very wide and spatially dramatic.

24mm
Wide architectural view with strong
spatial presence.

35mm
Natural cinematic perspective and
excellent for most architectural shots.

50mm
More compressed, intimate and detail-
oriented.

85mm
Strong compression, ideal for details and
layered compositions.

4. CAMERA TYPE
Examples:
Cinematic camera
Gimbal camera
Steadicam
Handheld camera
Drone camera
Crane camera

5. SPEED
Examples:
Extremely slow
Very slow

Slow

Controlled
Moderate

Fast

Rapid

For architectural films, slow and controlled

camera motion usually produces the most
convincing results.

6. MOTION STYLE
Examples:

Smooth

Stabilized

Fluid

Subtle handheld
Organic handheld
Strong motion blur

Perfectly steady



COMPLETE PROMPT EXAMPLES
ARCHITECTURAL EXTERIOR

Slow dolly in towards a contemporary
stone house entrance, 24mm lens,
cinematic camera, very slow speed,
smooth stabilized movement, soft
morning light, elegant architectural
atmosphere.

INTERIOR

Slow lateral tracking shot across a double-
height living room, 35mm lens, gimbal
camera, controlled speed, perfectly
smooth motion, strong foreground
parallax, soft natural daylight.

ORBIT

Very slow 180-degree orbit around a
sculptural concrete pavilion, 35mm lens,
cinematic camera, smooth stabilized
movement, subtle evening atmosphere,
premium architectural film aesthetic.

HANDHELD

Slow walkthrough through a warm
residential interior, 35mm lens, handheld
cinematic camera, subtle organic camera
movement, gentle imperfections, natural
afternoon light.

WHIP TRANSITION

Fast whip pan from the exterior fagcade
to the interior lobby, 24mm lens,
cinematic camera, rapid movement,
strong directional motion blur, seamless
architectural transition.

FAST FLY-THROUGH

Rapid cinematic fly-through from the
exterior terrace through the glass doors
into the living room, 24mm lens, gimbal-
style camera movement, fast acceleration
followed by smooth deceleration, strong
motion blur during the transition.

ARCHITECTURAL CINEMATOGRAPHY TIP

Simple camera movements usually create
stronger architectural films.

For most architectural visualization work,
start with:

Slow Dolly In

Slow Dolly Out

Lateral Tracking

Soft Orbit

Crane / Pedestal Movement

Then combine movements only when they
contribute to the spatial narrative.

The goalis not to make the camera
noticeable.

Thegoalis

to makethe
architecture
feel cinematic.
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