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Viz Artist User’s Guide

1 Introduction

This User Guide gives the information required to understand the Viz Artist User
interface, and how to do certain tasks.

The term Viz is used for the programs installed and run on the computer. This is used
as a general reference for all modes of the program:

e Viz Artist
¢ Viz Engine (see the Viz Engine Administrator Guide)

¢ Viz Configuration (see Viz Configuration)

What mode of program that can run is determined from the hardware dongle that is
attached to the actual machine (the different modes and the hardware dongle are
detailed in this User Guide).

This section contains information on the following topics:

¢ Document Structure

¢ Related Documents

e Customer Feedback and Suggestions

¢ Customer Support Request

1.1 Document Structure

This section describes the structure and content of this User Guide.

Title Content

Introduction This section gives details on related documentation and
how to contact Vizrt for Customer support. Details are
also given for Customers to provide feedback on their
Vizrt product.

Getting Started This section describes the location of the installation
files, how to log in to a Graphic hub and start Viz Artist,
and how to close Viz Artist.

Workbench Description This section introduces Viz Artist and its basic concepts.
It gives an overview of the Main Window and Main Menu
in Viz Artist, and also a description of the Scene Editor
and the Scene Editor Views that show a Scene from
different camera angles.

Scene Tree Knowledge and |This section describes the Viz Scene Tree, and shows the
Skills kwledge and Skills needed to be familiar with the Scene
Tree and how it operates.

Manage Work and Graphic |This section describes briefly the Graphic Hub, and how
Hub to manage Elements and the workflow of Elements.

Global Tasks This section describes how to do Global tasks, such as
how to work with the Scene Settings, Video Playback,
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Title Content
Import Files and Archives, Archiving and Deploy
Elements of graphics to video clips and/or still images.
Lights This section describes how to work with Lights.
Cameras This section describes how to work with Cameras in

scenes used in 2D and 3D (stereoscopy) broadcast
production.

Animation Stage
Create Animations

These sections describe how to work with the Animation
Stage and Create Animations.

Geometry Plugins
Container Plugins
Shader Plugins

Scene Plugins
Media Assets

These sections describe all the built-ins. Most of
the plugin sections also have small procedures with
illustrations that help to get started with a Scene design.

On Air Mode

This section describes the on air mode, that is used to
test and analyze the performance of Viz scenes.

Transition Logic

The section describes the core aspects of transition logic
Scene design with a small tutorial at the end, to give
guidance with transition logic designs.

Scripting
Scripting Data Types and
Procedures

These sections describe the Viz scripting language, how
to use it and the available data types and procedures.

Shared Memory (SHM)

This section describes how to work with Shared
Memory. Some use cases are described to give a better
understanding of Shared Memory and its functionality.

Integration with 3rd Party
Applications and Files

This section describes the 3rd party applications and
files, which can be intigrated into and used with Viz
Artist.

Keyboard and Mouse
Shortcuts

This section give details on the keyboard and mouse
shortcuts for each part of the Viz Artist GUI.

Glossary The section gives an extensive description of keywords
and acronyms referenced throughout the document, with
simple and to the point explanations.

See Also

e Related Documents

1.2

Page 28

Related Documents

¢ Viz Engine Administrator Guide : Contains information on how to install the Viz

Engine software, supported hardware and how to configure Viz Artist/Engine.
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* Viz Configuration: See the Viz Engine Administrator Guide for detailed information
on how to configure Viz Artist/Engine, with the Viz Artist GUI and the system Config
file

* Viz Engine Plugin SDK reference: Contains information on how to create a
customized Viz plugin.

¢ Viz Artist Script reference: Contains information on how to create scripts for a
scene.

See Also

¢ Document Structure

1.3 Customer Feedback and Suggestions

We encourage suggestions and feedback about our products and documentation. To
give feedback and, or suggestions, please identify your local Vizrt customer support
team at www.vizrt.com.

Go to www.vizrt.com.
2. Click on Contact (1).

3. The Vizrt office which is nearest to your location will be shown (2), or select from
the list of Vizrt offices.

4. Click on ‘Contact’.

| . vewonce | avewenee — e e

5. Complete the required details in the window that opens.

Note: If this message is for Customer Support, and their is a Support Contract in
place, then click on the ‘For support requests, please visit our support portal’ link
in the message window.

6. Click on CONTACT ME.
A Vizrt representative will contact you as soon as possible.

See Also
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e Customer Support Request

1.4

1.4.1

Page 30

Customer Support Request

Support Requests are supported by Vizrt if Customers have a valid Service Agreement
in operation. Customers who do not have a Service Agreement and would like to set up
a Service Agreement should contact their regional sales representative (see Customer
Feedback and Suggestions).

When submitting a Support Request relevant and correct information should be given
to Vizrt Support, to make sure that Vizrt Support can give the quickest and best
solution to your Support Request.

This section contains information on the following topics:

e Submitting a Support Request

e Attach Log Files to a Customer Request

Submitting a Support Request
Before a Support Request is submitted make sure that you:
Read:

¢ The relevant User Guide or Guides
¢ The release notes

and Check:

¢ That the system is configured correctly

¢ That you have the specified hardware, tested and recommended versions
Always refer to your Vizrt Service Level Agreement document.

When completing a Support Request, add as much information as possible.
This section contains information on the following topics and procedures:

e Content of a Support Request

¢ To Submit a Support Request

e Attach Log Files to a Customer Request

Content of a Support Request

The report should contain information about these topics:

¢ Problem Description: Include a good description of what the problem is and how
to reproduce it. Remember to use simple English.

¢ Screen Shots and lllustrations: Use to simplify the message.

« System Log Files: Send the system log files (see Attach Log Files to a Customer
Request).
« Dump Files: Send any dump files generated from a crash (<viz data folder>).

« System Viz Config File: Send the system config file (<viz data folder>).
* Software Configuration: Add exact versions of software (-build) used.
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« Hardware Configuration: Add exact versions of hardware used.

* System Setup: Describe differences in the installation, if any, from the
recommended setup.

 System Network: Add a description of how the network, bandwidth, routers, and
switches are configured.

Always refer to your Vizrt Service Level Agreement document.

To Submit a Support Request

Go to www.vizrt.com.
Click on Support (1).

Click on Report a case (2).

Support

Suppet e | Prodect ipdatos | Rapontacim | Dooemesston

Support offerings Product updates

Search documentation Ask the community

4. Click on LOG IN (3).
5. Log-in to the Customer and Partner portal.

Support
Sepport offar  Product spdasss Documan atien FORUM

Vizrt support offer

Customer & partnes portal

6. Click on Report a Case (4).

Discover The Portal

10 VIZIT's SUPPON Fesources

Tz zuppor zystem thal powers e pertl is activly us< by iz suppot and devclopmert teams.
T cartr bules Lo an efftisrl saoporl coze handing, We ave comenced thal you wil bensil a lut fum usiog Gis putel.

Report, irack and communicate support issues
Teas purtsl carmes T sssstin commin caling sagpoil matias o Wiz, you can lg s Lack your cases 8 Gommricas win Vil disclly ge ape sauss
Suppert News

VTt s Bs gt b coenenonieatn usshil nivmatie raled b Wizd Pradicls sehi PEs SUPRNT ARNNUSCATANS, SpAisl A mlRted phmatice snd oilar
techrical ks,

Four feedbeck is greaty apprecimed. Feel Fee to contact us wik any quesion, suggestion or eguirement either by mail or drectly threugh the pontal. Plesze relate
Ihe case v "Vierl Custome & Partrer Porte™ um the products Tl

Your Vizrt Support
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7. In the online form complete the required minimum information (shown by a red
asterisk):

* Contact: Your name
* Account: Your account
* Product: The product the support request refers to.
* Case Type: The type of support request required
8. Click SAVE.

In the saved Support Case that opens, complete the various text boxes and upload
any required documents, files, etc. (see Content of a Support Request).

To track the status of open support tickets, log in to the Customer and Partner portal.
Add information or communicate about the cases directly with the support team.

1.4.2 Attach Log Files to a Customer Request

Log files provide important information when dealing with an error situation or when
diagnosing performance issues. Viz Artist/Engine can write various log files that can
be valuable when solving issues. For more information about the log files available
see the Viz Artist/Engine Log Files in the Viz Configuration (see the Viz Engine
Administration Guide.

Consult your customer representative when deciding which logs files to attach. As a
general rule: the more log files the better. Always try to include log files for:

* The actual software/hardware configuration in use, as detailed as possible.
* The relevant Viz Artist/Engine log files.
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2 Getting Started

This section describes the location of the installation files, how to log in to a Graphic
hub and start Viz Artist, and how to close Viz Artist.

This section contains information on the following topics:

e Viz Artist/Engine Folders
e Viz Artist Startup and Close
¢ Viz Command Line Options

2.1 Viz Artist/Engine Folders

This section details the location of the Viz Artist/Engine default installation and data
folders.

This section contains details on the following topics:

¢ |nstallation Folders

e Data Folders

See Also

e User Account Control (UAC) in the Viz Engine Administrator Guide

Installation Folders

The default installations folders are:

Windows System |Viz Artist/Engine  Installation Folder
Platform
Windows 7 32-bit 32 bit C:\Program Files\vizrt\Viz3\
64 bit N/A
Windows 7 64-bit 32 bit C:\Program Files (x86)\vizrt\Viz3\
64 bit C:\Program Files\vizrt\Viz3\
C:\Program Files (x86)\vizrt\Viz3Gui

In this User Guide any reference to the Viz Artist/Engine installation folder, e.g. C:
\Program Files\vizrt\Viz3\, is replaced with the text <viz install folder>.

IMPORTANT! In a Viz Artist/Engine 64-bit installation, the GUI is installed in a 32-
bit folder (because the GUI is a 32-bit application).

Note: Viz Config files that already exist from a previous installation are
automatically copied on install time if the installation folder did not change. If Viz
Engine/Artist is installed in a different installation folder then Viz Config files must
be manually copied from the old installation folder to <viz data folder>.
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Data Folders

Files which are created or modified by Viz Artist/Engine are located at
%ProgramData%\vizrt\viz3, which usually resolves to C:\ProgramDatal\vizrt\viz3. This
folder is referenced as <viz data folder> throughout this User Guide, and contains, for
example:

¢ Viz Config files

e Script plugins

* Crash dump files

Temporary files are located at: %TMP%\vizrt\viz3, which usually resolves to C:\Users
\<user name>\AppData\Local\Temp\vizrt\Viz3. This folder is referenced as <viz temp
folder> throughout this User Guide.

Script Plugins are located in the <viz data folder>\ScriptPlugins subfolder.

Note: Script Plugin files that already exist from a previous installation are
automatically copied on install time if the installation folder did not change. If

Viz Engine/Artist is installed in a different installation folder then Script Plugin
files must be manually copied from the old installation folder to <viz data folder>
\ScriptPlugins

2.2
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Viz Artist Startup and Close

Viz Artist is started from various desktop options. To start and run Viz Artist a Graphic
Hub must also be available.

Viz Artist can also be started with various options included (see Viz Command Line
Options ). To start Viz Artist with an option or options, the command for that option
must be added before Viz Artist startup.

This section contains information on the following topics procedures:

* To Start Viz Artist

e To Add a Viz Artist Startup Option

* To login a New User after Viz Artist has Started
e Log in History

e To View the Log in History

e To Close (Quit) or Restart Viz Artist

* Viz Artist 64-Bit or 32-Bit Version

¢ Viz Configuration

See Also

e Database (in Viz Configuration ( Viz Engine Administrator Guide))
e Graphic Hub User Guide

To Start Viz Artist

1. Start Viz Artist:

<double-click> the desktop icon ** , or
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* <right-click> the desktop icon and select Open from the context menu, or

* Use the Windows Start menu (example: Start menu -> All Programs -> Vizrt ->
Viz 3.x 64bit-> Viz Artist 3.x 64bit)

2. In the Graphic Hub login window select the required details:

: Select a Host from the drop-down list

Note: In some circumstances (e.g., server located in different sub-net) the
host will not show in the list. The host name must then be typed in.

: Select a Graphic Hub from the drop-down list
: Select a User from the drop-down list

: Type the correct password for the selected User

){- Viz Artist

WGEH-BIG-MANMA
WGH-BIG-MANMA

David_C

Log me in awtomaticalty

Log in | Cancel

* Log me in automatically: If auto log in is available, click to activate auto log
in

Note: When auto log in is active Viz Artist will automatically log in into a
Graphic Hub and startup.

3. Click on:
* Log in: Log in to the selected Graphic Hub and startup Viz Artist

* Cancel: Exit login.

After a correct log in to a Graphic Hub, Viz Artist starts and opens the main screen. See
Workbench Description for an overview of the Viz Artist main screen.

The log in credentials are saved in the Database section of the Viz Configuration ( Viz
Engine Administrator Guide) where it can be modified as required.

To Add a Viz Artist Startup Option

1. Open the Viz Artist Properties panel:

* <Right-click> the desktop icon and select Properties in the context menu * ,
or
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¢ Use the Windows Start menu (example: Start menu -> All Programs -> Vizrt ->
Viz 3.x 64bit-> Viz Artist 3.x 64bit), <right-click> the Viz Artist link and select
Properties in the context menu
2. In the Properties window, apply a command in the Target field (see Viz Command
Line Options ).

Example: "<viz install folder> viz.cmd" -n

Compatibility | Security I Details I Previous Versions I
" Generl Shorteut | Options I Fort I Layout I Colors I

E"‘p Viz Artist 3.7.0 64bit

Target type: Windows Command Script
Target location: 3.7.0 G4bit

Target: I"C:\F‘mgmm Files Wizt Wiz343.7 0'wiz.cmd" n

3. Click OK.
4, Start Viz Artist (see To Start Viz Artist).

To Log in a New User after Viz Artist has Started

Click on Server.
Click on the Server area drop-down menu (1).
Click on Change User... (2).

User

Password

In the Change User window select a User from the drop down menu.
5. Enter a valid password for the selected User.
Click on:
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¢ Login to change User, or
¢ Cancel to abort the procedure.

Log in History

Viz Artist creates a Graphic Hub log in history (view only) for each User who logs in to
the current Viz Artist session.

When Viz Artist starts up the startup User is logged. If a new User logs in, this is
recorded and the Graphic Hub History icon will change from grey to orange. This shows
that another User, other than the startup User, has logged in to the current Viz Artist
session.

When the startup User logs in again the Graphic Hub log in history icon will show grey
again.

To View the Log in History

¢ Click on the Graphic Hub History icon, at any time, to open the log in history
window.

Built Ins

To Close (Quit) or Restart Viz Artist

1. Start the Quit or Restart, either:
¢ Click on the Quit button (top right Button Bar)

or

* Press double <Esc>, or

¢ Press <Alt+Q>, or

¢ Press <Alt+F4>
2. Inthe Do you want to quit or restart? panel:

¢ Click OK to Quit (Quit (close) is the default option), or

¢ Click on the drop down arrow to open the Quit or Restart menu
3. In the Quit or Restart menu, select from the available options.
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4. Click OK or Cancel.

Do you want to quit or restart?

See Also

e Viz Configuration

¢ Viz Command Line Options

¢ Installing the Viz Engine ( Viz Engine Administrator Guide)

¢ Viz Configuration ( Viz Engine Administrator Guide)

2.2.1 Viz Artist 64-Bit or 32-Bit Version

To check if Viz Artist is a 64-Bit or 32-Bit installation, click on the Show Licence
Information button:

Archive | HElIGES

In the Licence Information window the Platform and Viz Version number show as:

¢ Platform Win32 or X64
¢ Viz Version 3.7 . XX. XXX (Win32) or (X64)

Platform

Viz Version: 3.7.99.37684 (X64)

2.2.2 Viz Configuration

Viz is mainly configured by the Viz Configuration panel (see the Viz Engine
Administrator Guide).
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All configuration settings are stored in a Viz Config file, found in the <viz data folder>.
The Viz Config file uses the machine hostname to uniquely identify which machine Viz

Artist/Engine is installed on, for example, Viz-<hostname>-0-0.cfg.

Any changes to the hostname will affect the Viz Artist/Engine configuration. If a
hostname is changed, a new Viz Config file is created with a default setup. The old Viz
Config file is not deleted, but left unused. If required, use the command -g <config
file> to reassign the old Viz Config file.

IMPORTANT! Folder, File and Path Naming Convention: Do not use the Hash tag
(#) in any folder, file or path name. If used in Folder, File and Path Names, text
after a Hash tag will be ignored.

See Also

e Viz Artist Startup and Close

¢ Viz Command Line Options

¢ Viz Configuration (see the Viz Engine Administrator Guide)

2.3

Viz Command Line Options

Viz Artist and Viz Engine can be started with various options included (see To Add a Viz
Artist Startup Option). The table below details the available option commands.

Command Description

-3D To playback 3D Stereo Clips. This sets Viz Artist in a special
mode where a side by side clip will be split and played out on
channel A and B on the Matrox board.
Note: This is for clips only

-B <path> Specify the path where Viz Engine stores its temporary data
(see Viz Artist/Engine Folders)

-C Start in Viz Configuration mode (see also -ul, -u2, -u3)

-C Start without a console

-g <config file>

Start with a predefined Viz Config file. This allows a User to
have more than one startup option

Enable pre-initialization of textures. Textures are generated on
the graphics card immediately after loading an image

Specify a console title to distinguish Viz Engines in a Dual
Channel setup (example: -1 <title>)

-Nn

Start in Viz Engine mode (see also -ul, -u2, -u3)

-0 <scene>

Start in Viz Engine mode with an optional auto load scene in
the Main Layer (example: -o SCENE*<path>)

-0 <layer> <scene>

Copyright © 2015 Vizrt
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Command Description

1 ... Main Layer
2 ... Front Layer
(example: -o 2 SCENE*<path>)

T Keep the Viz Engine Console always on top

-ul, -u2, -u3 For systems with two or more graphic cards (i.e. Trio One
(up to a maximum of |Channel/Dual Channel):

24) Specify GPUL (-ul), GPU2 (-u2), etc., to run the program on

(see -c and -n), for example:

"<viz install folder> viz.cmd" -c -u2

"<viz install folder> viz.cmd" -n -ul

When either Trio One Channel or Dual Channel Viz Artist
versions are installed, GPU’s are selected by default.

Note: Viz Artist will run on one GPU only. Only the control GPU
should have a display connected and will be used for Artist/
Preview.

-V Enable verbose mode. This enables all possible information to
be shown in the Viz Engine Console

-V Show the last rendered frame on video output (only Digital
Voodoo cards)

<Y <path> Specify the path where Viz Engine stores its program data (see
Viz Artist/Engine Folders)

See Also

e To Add a Viz Artist Startup Option
e Viz Artist Startup and Close
e Viz Configuration
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3 Workbench Description

This Section gives a Workbench Description (overview) of Viz Artist and its main panels.
This section contains information on the following topics:

* Main Window

e Main Menu

* Scene Editor

* Working with the Scene Editor
* Scene Editor Views

3.1 Main Window

After a successful start up and log in (see Viz Artist Startup and Close), the Main
window shows:

At the top of the Main window is the Main Menu bar. Below the Main menu bar is the
display area. The content of the display area changes according to selections made in
the Main menu.

The Viz Artist GUI can also be configured to work on two monitors (see Dual Monitor
Configuration)

At system startup the area is divided into four panels:

Fig Item |Panel Description

1 Server Area From the Server area it is possible to control Elements,
such as Materials, Images, and Fonts which are located
in the Graphic Hub.

2 Properties Properties for Containers (Container contents), Cameras,
Lights and Scene Settings are controlled from the
Property panel, where size, position and other settings
are modified, if required.
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Fig Item |Panel Description

3 Scene Editor A visualization of the Scene is shown in the Scene Editor
panel.

4 Scene Tree Elements, in the Graphic Hub database, can be added

to the Scene Tree, which is the logical visualization of a
Scene. The Scene Tree is built up of Containers, which
can hold items such as Materials or Plugins.

Note: The panel areas can be resized.

3.1.1 Dual Monitor Configuration

Viz Artist can be configured to work on two monitors (see User Interface in Viz
Configuration in the Viz Engine Administrator Guide). The Viz Artist GUI screen options
are:

¢ Mosaic Horizontal or Mosaic Vertical

e Dual Screen

Mosaic Horizontal or Mosaic Vertical

Mosiac Horizontal (1): The Server, Properties and Scene Tree panels show on the left
monitor and the Scene Editor shows on the right monitor.

Mosiac Vertical (2): The Server, Properties and Scene Tree panels show on the top
monitor and the Scene Editor panel shows on the bottom monitor.

In both Horizontal and Vertical view the monitor which shows the Scene Editor panel
can be set to show either, (O) Reset size to screen size or (R) Set size to output aspect
(3).
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Dual Screen

The Scene Editor panel opens in a new window, and the elements cannot be dragged
to the Scene Editor panel.

3.2

3.2.1

Main Menu

The buttons in the Main menu make it possible to change the view of the display area.

Import | Archive | Deploy | Config | a0 ==

This section contains information on the following topics:

e Main Menu Left (1)
¢ Main Menu Right (2)

Main Menu Left

Stage Server/Stage +Tree/Stage

This section contains information on the following topics:

* Server Button

e Built Ins Button
* Control Button
* Views Button

* Tree Button

e Stage Button
e Server/Stage Button

e +Tree/Stage Button

Server Button
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From the Server area it is possible to control the database elements, such as Scenes,
Materials, and Images. The elements in the database, which is common for all users
connected to the database, can be added to the scene. Server is the default view that
shows at system startup.

Shows the following panels:

e Server (top left)

¢ Scene Tree (bottom left)

* Property (top right)

¢ Scene Editor (bottom right).

See Also

¢ Manage Work and Graphic Hub

e Server Menu

e Server Tree Menu

Built Ins Button

From the Plugins area it is possible to control the built in plugins such as Geometries,
Container, Shader, Texture and Scene plugins. The features vary according to which
plugin packages that are licensed and installed on each machine.

Shows the following panels:

* Plugins (top left)

e Scene Tree (bottom left)

* Property (top right)

¢ Scene Editor (bottom right).

See Also

e Built Ins

* Scene Editor
* Image Editor
* Plugin

Control Button

In the Control area, parameters, which are exposed in a Scene (for modification in an
external control), can be viewed, modified or created. The Control Objects panel shows
the exposed parameters when a Control plugin is used, while in the Control Channels
panel, parameters from the Properties panel can be dragged and saved as exposed
parameters.

Shows the following panels:

e Controls (top left)

¢ Scene Tree (bottom left)

e Property (top right)

* Scene Editor (bottom right)
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Views Button

The Views area shows three configurable camera views, in addition to the one in the
Scene Editor area. The additional camera views make it possible to monitor the scene
from up to four various angles simultaneously.

Shows the following panels:

e Views (left)
¢ Property (top right)
e Scene Editor (bottom right)

See Also

e Scene Editor Views

Tree Button

The Tree view is similar to the Server view, but without the database appearance. This
option is practical when the scene tree is complex and holds many containers. If the
scene tree is still not big enough in the regular Tree view, it is possible to click the
Zoom Out button above the scene tree. This will shrink the size of all the containers, so
that even more containers fit in.

Shows the following panels:

* Scene Tree (left)
¢ Property (top right)
* Scene Editor (bottom right)

See Also

¢ Scene Tree Knowledge and Skills

Stage Button

From the Stage it is possible to control the animations in the scene. The Stage shows
the timeline from animation start (left side) to stop (right side).

Shows the following panels:

e Stage (top)
¢ Scene Tree (bottom left)
* Scene Editor (bottom right)

See Also

¢ Animation Stage

¢ Create Animations

Server/Stage Button

The Server/Stage view is similar to the regular Stage view, but here the scene tree has
been replaced with the database content.

Shows the following panels:
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¢ Stage (top)
e Server (bottom left)
e Scene Editor (bottom right)

+Tree/Stage Button

The +Tree/Stage view is only available on machines with a screen resolution of
1600x1200 or higher, and shows both the database content and the scene tree.

Shows the following panels:

e Stage (top)

e Server (bottom left)

¢ Scene Tree (bottom center)
e Scene Editor (bottom right)

Main Menu Right

This section contains information on the following topics:

e Import Button
e Archive Button
¢ Deploy Button

e Config Button
¢ Post Button

e On Air Button
e Button Bar

Import Button

Click to open the Import panels. Use these panels to transfer archives and various files
into the database. For more information see the Import Files and Archives section.

Archive Button

Click to open the Archive panels. Use these panels to create an archive of multiple
database elements into a single file, which is then located on the hard drive (see

Archiving).
Deploy Button

Click to open the Deploy panels (available when Deploy is enabled in Database
(see Viz Configuration in the Viz Engine Administrator Guide). Use these panels to
copy Elements, with all their necessary data, from one server to another (see Deploy
Elements).

Config Button
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Click to open the Viz Configuration panel. Use this panel to change system options and
functionality (see Viz Configuration in the Viz Engine Administrator Guide).

The content of the Viz Configuration panel changes with different platform types. An
installation on a machine that contains a video board will run the software in Video

mode, a machine with no video board will run the software in Standard PC mode. To
find the platform type select the License Information button (see Main Menu Right).

Viz Configuration can also be opened, as a separate application, from Start -> All
Programs -> Vizrt -> Viz 3 -> Config.

Note: After any modifications in the Viz Configuration settings, the system must
be restarted for the changes to take effect.

Post Button

Opens the Post Rendering panel. From this panel it is possible to export image chains or
Scene clips (see Post Rendering).

On Air Button

Opens the On Air panel. This panel switches the application from the modelling tool

to a plain rendering engine. The application waits for control commands through its
communication port, or it can be controlled manually from the control buttons when Viz
is set in On Air Mode.

By default, the port number is set to 6100. The port number and other communication
settings can be modified in the Communication section in the Viz Configuration.

Button Bar

CEEN

Documentation: Opens the Viz Artist Users Guide.

k=d Message Box: Opens the Message window. This window shows server warnings,
and chat messages can be sent/received to/from other users connected to the
database (3). To send a message, click on a recipient (1), type a message and click
on Send (2) (or press <Enter>).

Message - logged in as Dawvid_C

David_ 01:52 PM o
David_C 01:52 PM est message 2
i Gregor 3]

|Test message 4

Show Commands: Opens the Viz Engine Console window. This window shows the
commands that are used for the communication between the user interface and the
rendering Viz Engine. The console window is mainly used for debugging purposes.
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Ll License Information: Opens the License Information and About window. This
window shows the status of the current license such as license expiration date,
platform type (Standard PC or Video), licensed plugin packages, Viz version number,
etc. This is also where the license can be renewed. For details on how to renew the
license see the Viz Engine Administrator Guide.

Click the About... button to view the About statement and see all legal notices.
B Minimize: Minimizes the Viz Artist window.

L Close: Opens the Quit or Restart menu. In the Quit or Restart menu click on the
drop down arrow to open the shut down menu (see To Close (Quit) or Restart Viz
Artist).

3.3 Scene Editor

The Scene Editor has a set of useful functions that lets the designer see how the
graphics will look when keyed, seen from a different angle in Viz Virtual Studio (virtual
sets), positioned on-screen, performance of the scene and more.

On the left side of the Scene Editor are the Scene Editor Buttons. These buttons make
it possible to show additional information in the Scene Editor, as well as providing more
options while working.

This section contains information on the following topics:

e Scene Editor Buttons

e Layer Manager

* Snapshot
¢ Performance Bar

e Grid Toolbar

See Also

¢ Working with the Scene Editor
e Scene Editor Shortcuts

e Camera Controls and Shortcuts

¢ Orthogonal View Controls and Shortcuts
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3.3.1

Animation Controls and Shortcuts

Scene Editor Buttons

Click the Scene Editor buttons once to enable the features, click them again to disable.

Reset: Set the Viz Artist layout to default size

I8l camera Selection: See Camera Selection

HO Layer Manager: Show or hide the Layer Manager (see Layer Manager)

Snap Snap: Takes a snapshot of the current content in the Scene Editor (see
Snapshot )

= Key Preview: Activates the preview of the key signal

I8 Normal Vertices: Shows the normal vertices. For example, it is practical to
use this feature when the lighting is not reflected in the required manner. Enabling
this feature shows the vertices as purple handles. These handles makes it easier to
predict how the light will be reflected

I Events: Enables the handling of interactive script/plugin events. Interactive
scripts and plugins are those related to mouse or keyboard actions

L Title Area: Shows the title area as the outline of a light blue rectangle in the
Scene Editor

Tip: The size of the title area can be defined under the Rendering scene settings.

2l safe Area: Shows the safe area as the outline of a green rectangle in the
Scene Editor

Tip: The size of the safe area can be defined under the Rendering scene settings.

= Key: Shows what the key output will look like
I wire Frame Mode: Renders the scene in wire frame mode

B8] Bounding Box: Enables the bounding box visualization for the selected
Container
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L2 performance Bar: Shows the Performance Bar

* Grid: Opens the Grid Toolbar
This section also contains information on the following topics:

* Snapshot
¢ Performance Bar

e Grid Toolbar

Layer Manager

All scenes are, by default, designed to run in the Main layer (2), but can be played
out in the Front (1) and Back (3) layer as well. The Layer Manager can be used to test
combinations of Scenes in the three layers.

A Scene set in the Main Layer can be edited in the Scene Tree and the Scene Editor
panel. Scenes set in the Front or Back Layer can be edited by a double-click on the
relevant Scene.

Il
O %

E

—

S|
lower_third [ 1ls)
= SA

Picking in the Scene Editor is done on the loaded layer. The Grid Toolbar also works for
the current layer.

This section contains the following topics and procedure:

e Self Layers
¢ Layer Manager Context Menu

e To Add Scenes to the Front or Back Layer

e To Edit a Scene Used as a Front or Back Layer

Self Layers

The same Scene can be set to the Front and Back layer, which creates what is known
as self layer(s).
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This allows the Scenes to be linked, and the adjustment of the camera settings for the
Front layer. When saving a Scene, any self layer settings are preserved.

The three small indicators (4) show which layer is active in the Scene Tree, and are
referred to as traffic lights.

Headline

-

Set Inactive
Reset Layer

Database Search

* Open <scene>: Open the Scene for editing.
* Set Inactive/Active: Show or hide the layer

* Reset layer: Remove the Scene from the layer (the same as drag and drop into the
bin).

 Database Search: Open the location of the Scene in the Server View.

To Add Scenes to the Front or Back Layer

* Drag and drop Scenes onto the layer placeholder.

To Edit a Scene Used as a Front or Back Layer

Double-click the Scene to be edited.

2. If another Scene in one of the three layers was modified, select an option from the
message which opens:

* Save: Save the changes made in the last selected Scene

* Don’t Save: Any changes made in the previously selected Scene will stay, but
not saved

* Discard: Remove any changes made in the previously selected Scene.
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e Cancel: Cancel the operation

See Also

e Scene Editor Buttons

¢ Working with the Scene Editor

¢ Timeline Editor

3.3.3 Snapshot

A snapshot can be taken of the current content in the Scene Editor.

When clicking the Snap button, the Server view will automatically be selected from the
main menu, and the database content will show. The image will be placed in the folder/
project that was last visited.

Width 20
Height 1080 ,’:|— !

Format RGBA

Ok |Cancel

This section also contains information on the following procedure:

¢ To Take a Snapshot

To Take a Snapshot

1. Snapshot RGB or RGBA:
* RGB: Click the Snap button
¢ RGBA: Press Shift and click the Snap button.

2. In the Snapshot dialog box that shows, enter the name, size, and format for the
image.

3. Click Ok to save the image to the database.

Note: An RGBA image will use the key information as alpha.

Note: To save the image in another folder/project, select the destination, and then
click the Snap button again.

See Also

¢ Scene Editor Buttons

e Performance Bar
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e Grid Toolbar

3.34 Performance Bar

A Performance Bar can be shown at the bottom of the Scene Editor. The Performance
Bar gives an indication of the performance (frames per second) the Scene is rendering
in.

Note: A Performance Bar can also be shown in On Air Mode (see Viz Artist
Performance).

This section also contains information on the following topics and procedures:

¢ To View the Performance Bar

e To View all Performance Bar Indicators

¢ Performance Bar Properties

To View the Performance Bar

* Click 2 in the Scene Editor.

Note: This shows the Current (CUR) and Maximum (MAX) parameters (see
Performance Bar Properties).

To View all Performance Bar Indicators

* Middle-click 2

Performance Bar Properties

* VER (Vertices): Shows the number of vectors in the scene.
 TET (AllocTexSize): Shows the total allocated size of Texture memory.

* TEC (TexSize): Shows the size of the current in use Texture memory.

Note: The actual drawing of Textures has an impact on the performance, more
visible textures cause more render time. If texture memory is low it is possible
that Textures are not visible in the Scene. The Texture memory usage is an
indication for this.
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ANI (Animation): Shows how many microseconds all active directors and
animation channels take. This indicator is linked to the yellow bar.

MAT (Matrix): Transforms each container in the scene into world coordinate space.
This indicator is linked to the cyan bar.

Z&C (Z-Sort): Refers to Z-sort and Culling, and sorts all containers for correct
transparency drawing and determines if containers are visible in the current camera
view. This indicator is linked to the pink bar.

VID (Video): Shows how many microseconds video input (live video Media Asset)
and video output take. De-interlaced video inputs take longer time than progressive
and interlaced. The only way to improve this value is to use a faster system. This
indicator is linked to the red bar.

REN (Rendering): Shows how many microseconds it takes to render all objects on
the screen. A faster graphics card will improve this value. This indicator is linked to
the blue bar.

PLU (Plugin): Indicates how much time in microseconds all active plugins spend in
each render cycle. This indicator is linked to the orange bar.

SCR (Script): Shows the consumed time in microseconds from all active scripts.
This indicator is linked to the dark green bar.

CUR (Current): Shows how many frames per second the scene will render at in On
Air mode. The number should be above 50 (PAL) or 60 (NTSC), according to the rate
that has been specified in the Output Format section.

MAX (Maximum): Shows how many frames per second the scene can render

at without waiting for vertical retrace. The higher the maximum value, the more
performance is left. If the maximum value is reduced to below 50 or 60, the scene is
not rendering in real-time.

Blue bar: Shows the number of frames used

Green bar: Shows the number of frames available

The Performance Bar refresh rate can be modified in User Interface (see Viz
Configuration in the Viz Engine Administrator Guide)

See Also

Scene Editor Buttons

Snapshot
Grid Toolbar

Viz Artist Performance

Grid Toolbar

The Grid toolbar can be shown in the lower part of the Scene Editor. Grids are used to
align containers.

[@
! Plane Type: Shows which plane the grid should lie in:

« Align X/Y: Aligns the grid to the X/Y-plane.
e Align X/Z: Aligns the grid to the X/Z-plane.
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¢ Align Y/Z: Aligns the grid to the Y/Z-plane.
* Free Grid: Makes it possible to use a free grid (for example aligned to a object).
e Off: Shows that the grid is set to OFF.

Select Grid: Sets a predefined grid. 9 grids can be selected and manually
configured as presets for the scene.

= Show/Hide Grid: Shows or hides the grid in the Scene Editor.
[&l Home: Sets the grid back to its default position.

[8] snap to Grid: If this button is enabled, and the position of a container is
modified by dragging it around in the Scene Editor, the position of the object will
snap to the grid (i.e. the center of the X and Y axis).

&l Align Object on Plane: To align the axes of a container to the corresponding
axes of the grid, first enable this option and next left-click the container you want
to align and drag it around. As long as this option is switched on, the container will
move only along the plane if you drag it around in the Scene Editor.

[2] Move Object to Plane: If you select a container and next click this icon, the
container will be moved so its center is on the plane.

i Size: Defines the raster size of the grid.

¥ Change Color of Grid: Changes the color of the grid.

The three buttons, detailed below, are only available if the grid type is set to Free Grid:

&l Picking On/Off: Aligns the grid to the object. Enable picking and click the object
to align the grid. The grid will be aligned to the vertex you click on.

Move Grid to Object: Moves the grid so the center of the selected container
will be on it.

I Free Plane Value Editor: Switches the free plane value editor on and off. In
this editor you can adjust the grid’s plane as illustrated in the image of the Free
Plane Editor options below:

Position

Rotation -

Adjusting the Position or Rotation in the Free Plane Editor will change the grid’s own
Position (x,y,z) or Rotation (x,y). Changing the Offset will adjust the grid’s location
along the normal vector of the grid XY plane (Z position).

To Enable the Grid Toolbar

Click the Scene Editor’'s Grid button.

See Also

Scene Editor Buttons

Snapshot
Performance Bar
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* Layer Manager
¢ Working with the Scene Editor

e Timeline Editor

3.4

3.4.1

Page 56

Working with the Scene Editor

Some transformation parameters of a Container or Containers in a Scene can be edited
in the Scene Editor. Furthermore you can switch some properties of a container ON and
OFF.

-
-
"
"
™
-
-
»
.

This section contains information of the following topics:

e Scene Editor Functions

¢ Scene Editor Context Menu

See Also

e Scene Editor Shortcuts

¢ Camera Controls and Shortcuts

¢ Orthogonal View Controls and Shortcuts

¢ Animation Controls and Shortcuts

Scene Editor Functions

This section contains information of the following topics:

e To Select/Deselect an Object

¢ To Copy an Object

e To Move an Object

* To Move an Object on its Z Axis

» To Select Multiple Objects

* To Deselect Multiple Objects

* To Add Properties to Multi Selected Objects

* To Move Multi Selected Objects

* To Move Multi Selected Objects on Their Z Axis
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To Select/Deselect an Object

1. Left-click on an object, to select that object.

* A bounding box shows which object has been selected (if the Bounding Box
option is enabled, see Scene Editor Buttons).

* The selected object’s Container is highlighted in the Scene Tree

* Click on the Transformation editor in the Properties panel to show to the
transformation properties.

2. Press Space or click in an empty space to deselect an object.

To Copy an Object

1. Hold <Ctrl> down and click and hold the left mouse button
2. Drag and drop the object to the new location.

To Move an Object

1. Left-click on an object, to select that object.
2. Keep the left button pressed and move the object within the Scene Editor.
3. Release the left button

To Move an Object on its Z Axis

1. Left-click on an object, to select that object.
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2. Keep the left button pressed and press the right button. Hold both buttons down.
3. Move the mouse to the left or right to move selected object in its Z axis.

Multiple Objects Selected

When multiple objects are selected in the Scene Editor, the Transformation editor, in
the Properties Panel, will show the editable properties for all selected objects.

All selected objects will be included in one bounding box (if the Bounding Box option
is enabled, see Scene Editor Buttons). The selected object’s Containers are also
highlighted in the Scene Tree.

Note: When more than one object is selected the Group coordinate system will
show and a bounding box will cover all selected objects. When Local and World is
selected a bounding box for each selected object will show.

To Select Multiple Objects

1. Hold the <Ctrl> key and click on each object to select, as required, or

2. Click in an empty space in the Scene Editor and drag around the required objects
to select.

To Deselect Multiple Objects

1. Press the SPACE bar, or

2. Click in an empty space on the Scene Editor.

Note: Toggle the SPACE bar to select or deselect multiple objects

To Add Properties to Multi Selected Objects

P A e P i

Multi select the required objects.
From the Server Area select the required Element.
Drag the Element to one of the selected objects.

A w N

All selected objects will take on the property.

To Move Multi Selected Objects
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Select the required objects (see how To Select Multiple Objects)

2. Left-click one of the objects to be moved and move the multi selected objects
within the Scene Editor.

3. Release the left button.

To Move Multi Selected Objects on Their Z Axis

Select the required objects (see how To Select Multiple Objects)

Left-click on one of the multi selected objects.
Keep the left button pressed and press the right button. Hold both buttons down.

P w N

Move the mouse to the left or right to move selected objects in its Z axis.

3.4.2 Scene Editor Context Menu

In the Scene Editor right-click and hold to open a context menu:

Note: The context menu selection is available on a single Container or multiple
Containers.

* Position: Switches into the position mode.

* Rotation: Switches into the rotation mode.

* Scale: Switches into scale mode.

¢ Center: Switches into center editing mode.

e Space: Switches between coordinate systems:

¢ Parent/Group: Refers to changes that can be made to the Container or
Containers in its Parent or Group coordinate system.

¢ Local: Refers to changes that can be made to the container in its local
coordinate system.

¢ World: Refers to changes that can be made to containers in their world
coordinate system.
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Note: Multi selected objects: When more than one object is selected Group will
show and a bounding box will cover all selected objects. When Local and World is
selected a bounding box for each selected object will show.

¢ Properties (only applicable if a Container is selected):
 Hide/Show: Hide or show the Container in the Scene Editor.

¢ Lock/Unlock: Lock and unlock the container. When locked the Container cannot
be modified in the Scene Editor.

¢ Transformation: Opens the transformation editor for the Container.

* Normal vectors: Toggle the display of the normal vectors at the bottom of the
properties you will find a list of all properties applied to the container with the
possibility to switch them on and off.

* Material: Select enlighted or colored.
¢ Any other properties of the container can set to on and off (except materials).

* Animation: Shows the animation path of when Position Key Frame Editor Properties
(only applicable if a container is selected and it has an animation defined).

This section contains information of the following topics:

¢ To Select an Option from the Context Menu

¢ To Change an Object’s Position
¢ To Rotate an Object
¢ To Scale an Object

e To Move the Axis Center of an Object

To Select an Option from the Context Menu

1. Right-click and hold.
2. Move the cursor to the required option.

3. Release to select.

To Change an Object’s Position
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Select an object.
Right-click the object and select position from the context menu.
Grab and drag a handle.

The container will follow the movement along the axes shown in the selected
camera view. During this operation a status window is shown, giving you
information about the position.

To Rotate an Object

1. Right-click to open the context menu.
2. Select rotation.
3. Drag the handles side ways to rotate on all the axes.

To Scale an Object

Right-click to open the context menu

Select scale.
Drag the handles to scale the object.
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To Move the Axis Center of an Object

Right-click to open the context menu
2. Select center.
This will show the axis of the selected container with handles on their ends.

3. Grab one of the handles and change the center position by dragging them around
the Scene Editor.

See Also

e Layer Manager
¢ Timeline Editor

3.5

Page 62

Scene Editor Views

To get a better overview of an object, or objects, in a Scene, and to visualize their
position in relation to lights and cameras, open the Scene Editor Views function.

To open the views panes click on the Views Button in the Main Menu.

S Tai ol b lalal e, ol i TT e

i_,__v 121 t\

Each of the three views, in principle, has the same functionality as the Scene Editor
and let you do the same operations on objects as is possible in the Scene Editor.
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As well as the Scene Editor, the three side views can be set to view through one of
the 16 editable cameras or through one of the six predefined orthogonal views (see
Camera Selection). When set to one of the predefined orthogonal views this allows the
position and direction of lights and cameras, to be modified.

If the Scene Editor is set to show one of the predefined orthogonal side views, there are
some special shortcuts that may be used to pan and zoom:
* Pan: Left-click, hold and drag in the background (not the objects).

e Zoom: Hold down Z (zoom in) or X (zoom out) and draw a rectangle with the
left button pressed, or position the cursor over a panel and press the Z or X keys
multiple times to zoom in or out in a stationary position.

In the six predefined orthogonal views, the currently selected camera, and in addition
all cameras that have been given the status Vis or inf, will show as symbols.

Click on a camera in the side views and that cameras focus is set in the Scene Editor,
and handles to edit the position and direction will show (drag the handles to change
position and direction).

The same functionality is available for lights (see Lights). The light currently selected

and those lights which have their Vis status set to On, will be visible, as symbols. Their
position and direction can be edited with the cursor.

See Also

e Light Editor
¢ Cameras
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4 Scene Tree Knowledge and Skills

Scenes are root Elements that hold other Elements. Created Scenes are stored in

the Graphic Hub database and are available through the Server area. For general
information about Scenes and procedures on how to create, import, rename, and delete
Scenes, see Working with Scene Elements.

This section contains information on the following topics:

* Open a Scene
e Scene Tree

e Scene Tree Menu

e Favorites Bar
¢ Containers

¢ Modify Container Properties

4.1 Open a Scene

To Open a Scene in the Database

Select Server from the Main Menu Left.

In the Server Tree, select the folder or project where the Scene is.
Open the Scene:

* Double-click the Scene to openit, or

* Drag the Scene to the Scene Tree area, or

* Drag the Scene to the renderer window.

The content of the Scene will be shown as Containers in the Scene Tree, and visualized
in the renderer window.

Tip: If the folder or project’s path is unknown, search for the Scene in the
SmartView Search function under the <Username=>s View tab in the Server area
(see Content Switcher).

Tip: The Status bar in the lower left part of the Main Window (between the Close
and Undo buttons) shows the name and path of the current Scene. Click on the
path to select the Scene in the Server area.

Copyright © 2015 Vizrt Page 65



Viz Artist User’s Guide

4.2

Page 66

Scene Tree

The Scene Tree is the logical visualization of all the properties in a Scene. The Scene
Tree consists of Containers that hold properties. The properties can be Geometries,
Images, Materials, Texts, Transparency functions, Key functions, and many more.

f—
Texture

Save |[Save As | Close MV

To build a Scene add properties, like Image Elements or Geometries (Built-Ins), to the
Scene Tree (see Add Properties to Containers and Scenes).

The Containers in the Scene Tree are organized in a hierarchy and grouped in logical
divisions. Containers and Groups are explained in more detail in the following
paragraphs.

This section contains information on the following topics and procedures:

¢ To View the Scene Tree

To View the Scene Tree

The Scene Tree is available when these buttons in the Main Menu are clicked on:

* Server Button
* Built Ins Button
e Control Button
* Tree Button

* Stage Button
e +Tree/Stage Button

See Also

e Scene Tree Menu

e Favorites Bar
¢ Containers
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Group Containers

Scene Tree Shortcuts

Basic View Controls and Shortcuts

Sort View Shortcuts

4.3

Scene Tree Menu

At the top of the Scene Tree area is the control menu:

Tree
e Tree: Shows an overview of all the Containers in the Scene (see Tree Button ).

¢ Sort: Sorts the Elements in the Scene Tree based upon criteria that are set in the
Display area (see Sort Button ).

¢« Search: Search Elements in the Scene Tree (see Search Button).

Media Assets [Manager]: In the Media Assets [Manager], add Media Assets to a
Scene as:

e DVE

e Texture

H scene Log: Shows if an error occurs. Opens the Log window, which gives
information about the loading process of the Scene, such as errors, for example if a
plugin is not found. Click on it to open the Scene Log.

* If the log window is closed, but not cleared, the exclamation mark icon will show
in gray. It will show red again if another fault occurs.

Media Asset Properties Editor: Click on the icon at any time to open the
Media Asset Properties Editor panel of the Scene Settings.

& Scene Plugin: Click on the icon at any time to open the Plugin panel of the
Scene Settings. In the Plugin panel Scene plugins can be added to the current Scene
(see To Add a Scene Plugin). This icon shows orange when a Scene contains a Scene
Plugin. Click on the icon to view the Scene plugin properties panel.

[l scene Info: Opens the Scene Information window, which gives information about
the Scene entered by the designer. Shows orange if information is available.

This section contains information on the following topics:

Tree Button

Sort Button

Search Button

Media Assets [Manager]
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Tree Button

If the Tree button is clicked, all Containers are shown in the tree hierarchy (see Scene
Tree View).

! Show/Hide Favorites: Show or hide the Favorites Bar

B Lock/Unlock: Lock or unlock the ability to modify the transformation of selected
Containers in the Scene Editor. Middle mouse click to lock or unlock all Containers

= Show/Hide: Show or hide selected Containers in the Scene Editor, and
eventually in the final rendered output. Middle mouse click to show or hide all
Containers

= Expand/Collapse: Expand or collapse the Scene Tree
=] Start/Stop: Start (compiles) or stop all Container scripts

BIE zoom In/Zoom Out: Zoom in (larger Containers) or Zoom out (smaller
Containers) on the Container tree. Zoom out applies smaller icons to the Containers.
This gives a better overview, especially in complex Scenes

EHE Group/Ungroup: Create a new group (see Group Containers), and places
the selected Containers as Sub-Containers. The Ungroup button moves the Sub-
Containers up one level

B Merge/Split: Merge the selected Containers to one compound object, or split
an existing compound object. For more information, see Merge Containers

H create Group: Create a new empty group at the top of the Scene Tree. Drag the
icon to place a new group at a specific place in the Scene Tree (see To Add Root or
Sub-Containers)

B color: Apply a color to selected Containers. Text can be added to the colors to
make them more descriptive. Text for scene specific colors can be modified in the
Scene Settings editor (see Global Settings). Text for global colors can be modified in
Colors (see User Interface in Viz Configuration (see the Viz Engine Administrator
Guide)

El Refresh: Refresh the Scene Tree. Use this button if scripts have been deployed
to change the Scene Tree
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Scene Tree View

Save |[Save As | Close MV

4.3.2 Sort Button

If the Sort button is clicked, the Elements in the Scene Tree can be sorted based on
various criteria (see Scene Tree Sort View). A sorted Scene Tree makes it possible to
analyze the Scene and optimize the performance.

Show/Hide Favorites: Show or hide the Favorites Bar .

B vector: Sort the Scene Tree by the number of vectors the Containers (which
have Geometries) have. The Container with most vectors is shown on top.

B rRender Time: Sort the Scene Tree by the time it takes to render the Containers.
Each Container is shown with the percentage of total time the Scene takes to be
rendered. The Container with the highest percentage is shown on top.

Bl sort by Colors: Filter Containers by color. Click on the icon, and click on each
required color to filter.

B Texture Size: Sort the Scene Tree by the size of the Container texture. The
Container with the largest texture size is shown on top.
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Unique: Show unique group objects with the same Texture only once. This option
is only available if the Containers are sorted by Texture size (click the Texture Size
button).

* [El Refresh: Refresh the Scene Tree.

The input box, on the right, defines the number of search results shown. Click
<R> to set to default number of search results (20).

Scene Tree Sort View

| Save | Save As| Close Mizre_Resen

Search Button

If the Search button is clicked, the Elements in the Scene Tree can be searched, based
on various search criteria.

| 0 found

Plugin

The different buttons are used to search for specific properties of the Scene (see
Search Options) or highlight the search results (see Show Search Results). Search
results are highlighted in the Scene Tree, and the number of search results are shown
(see Show Search Results).

Example: If a plugin (for example Extrude) is dragged to the Dragsite for
Properties, a click on the Show all button will highlight all occurrences of that
plugin in the Scene Tree.
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Search Options

M ’;r;'n

Parameter Wal Plugin F

* Name: Search for Containers with a specified name. Type the search string in the
Name field (1). Wildcards (for example *, ? and [ 1) may be used in the search, see
Wildcard Text Description for details

Note: By default, text wildcard expansion "*" are enabled at the start and at
the end of the search string. This means that searching for "player" will find
any node named "player" in the scene tree and also nodes named for instance
playername or secondplayername.

Click on the drop arrow (2) to show extended search parameters. Options are to
search for Parameter, Values and Plugin names within the Scene (see To Do an
Extended Search)

Note: When the extended parameters option is active, all other search
options, apart from Name, are inactive.

m Dragsite for Properties: Drag an Element from the Server area, from a
Container in the Scene Tree or from the Favorites Bar to search for its occurrence
within the Scene

* [==l Hidden: Search for all hidden Containers
* [x] Locked: Search for all locked Containers

i Inactive Properties: Search for Containers that contain properties that are set to
inactive

Color: Searches for all Containers with the assigned color tile (see Container
Context Menu )

Show Search Results

* Show Next: Show the next result

* [E show Previous: Show the previous result
* B show First: Show the first result

=l Show Last: Show the last result

° =l

Show All: Show all results

Search Results: Shows how many results were found

Tip: To show all results is especially practical to do a scene cleanup.

Tip: If a specific plugin is no longer to be used in a Scene, make a search for the
plugin and select Show All to highlight all the results. Drag one of the highlighted
plugins to the trash can (all the highlighted plugins will be deleted from the
Scene).
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Tip: If Show all search results is selected, the transformation properties can be
changed for all highlighted Containers.

Tip: If Show all search results is selected, a plugin or an element (except a
Scene) can be added to all the highlighted Containers (drag a plugin or an
element to one of the highlighted Containers).

Tip: Click the show next or previous buttons to change individual Container
properties (see Container Editor).

To Do an Extended Search

Mediz Assets

e

I | ¥ k] - - - 1
W e EEEEEERE

Parameter A 2 Plugin

Go to the Scene Tree and click Search.
Click drop arrow to show the extended search options (1).

Enter a search criteria. The search criteria can be a combination of Parameter,
Value and Plugin name. Below are some examples:

* Parameter: tesselation, width, *show*
* Value: 20, *10.0*

* Plugin: *rect*

Press <Enter>.

5. Use the Show Search Results buttons to navigate the Scene Tree.

Tip: Use the label names in the plugin editors as a search criteria. If there is no
hit, use the asterisk (*) symbol.
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Scene Tree Search View

Plugin

Save |/Save As!| Close

4.3.4 Media Assets [Manager]

In the Media Assets Manager panel Media Assets can be added to a Scene as DVE or
Texture.

| Stage Server/Stage +Tre

~Media Assets

This section contains the following topics:

¢ Media Assets Added as DVE
¢ Media Assets Added as Texture

Media Assets Added as DVE
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For detailed information see Media Assets as DVE in Media Asset Workflow.

{GROUND

GFX1

LIVEL

CLIF1

FOREGROUND

Right-click the Media Asset to open its context menu:

Tip: Media Assets can also be multi selected and set to Texture or made Active /
Inactive.

* Set to Texture: Set the Media Asset to Texture
* Toggle Active/lnactive: Set the Media Asset to Active or Inactive

X

ctive/Inactive

Media Assets Added as Texture

For detailed information see Media Assets as Texture in Media Asset Workflow.

Right-click the Media Asset to open its context menu:

Tip: Media Assets can also be multi selected and set to DVE or made Active /
Inactive.

* Set to DVE: Set the Media Asset to DVE
* Toggle Active/lnactive: Set the Media Asset to Active or Inactive
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¢ Jump to Container: Jump (go) to the Container that holds the Media Asset in the
Scene Tree (if a Container was created for the Media Asset (see To Add a Media
Asset as Texture).

Charrel
I h CLIP1
12

See Also

e Media Assets

¢ Video Playback
e To Add a Plugin to Multiple Containers

4.4 Favorites Bar

For quicker access to Elements that are used often, add Elements to the Favorites bar
(see To add an Element as a Favorite). To open or close the Favorites bar click on the

Star icon (1) at the top of the Scene Tree area.

All Elements, except Scenes and Audio files, can be added as favorites. Geometry,
Container and Shader plug-ins can also be added to the favorites. Favorites are saved
as part of the user settings to the database.

Tip: To view more favorites, use the scroll bar or resize the favorites panel, as
required.

Click on the buttons below the Favorites bar (2) to show or not show favorite Elements
from the categories detailed here:

* G: Geometries

* M: Materials

¢ MA: Materials Advanced

* I: Images

* F: Fonts

¢ GP: Geometry plugins

¢ CP: Container plug-ins

¢ SH: Shader plug-ins

Elements can also be fast selected. Click on an Element button with:

¢ <Ctrl+Click>: Selects all
e <Shift+Click>: Deselects all
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¢ <AIlt+Click>: Only show the clicked type

This section also contains information on the following procedures:

e To add an Element as a Favorite

¢« To Remove an Element as a Favorite

¢ To Remove an Element as a Favorite

To add an Element as a Favorite

1. Right-click the Element in the Server or Built Ins area.

2. Select Add as Favorite...,

or

1. Click on the Star icon to open the Favorites bar (see Favorites Bar).
2. Drag an Element from the Server or Built Ins area to the Favorites bar.

Note: Elements can also be added as favorites from the search results window,
after a Graphic Hub database search (see Import Files and Archives).

To Remove an Element as a Favorite

1. Right-click the Element in the Server or Built Ins area.

2. Select Delete from Favorites...,

or

1. Click on the Star icon to open the Favorites bar (see Favorites Bar).
2. Drag an Element from the Favorites bar to the trash can.

To Add a Favorite Element to a Container

Select the target Container(s).
Right-click the required Element in the Favorites bar.
Select Add to Container(s).

or

Select the target Container(s).
2. Drag the required Element from the Favorites bar to the target Container

Note: If more than one Container is selected the Element will populate all
selected Containers.

4.5
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Containers

A Container combines a set of properties to one block used in the Scene (a Scene can
contain many Containers). Containers can also be multi selected to modify or move
many Containers at once.

This section contains information on these topics:
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4.5.1

Container Icons
Container Context Menu

Container Editor

Add Containers to a Scene

Select Multiple Containers

Copy Containers

Move Containers

Rename Containers

Edit Container Properties

Delete Containers

Merge Containers

Group Containers

See Also

Modify Container Properties

Multiple Selection Container Properties

Multiple Select Transformation

Add Properties to Containers and Scenes

Container Icons

Every Container is shown with a name and three basic icons:

= Show/Hide: Shows if the Container and all its Sub-Containers are visible/invisible

in the Scene Editor. Click the icon to change the state (see also Tree Button)

| Locked/Unlocked: Shows if the Container is locked so that properties cannot be
manipulated in the Scene Editor, or unlocked so that properties can be manipulated.

Click the icon to change the state (see also Tree Button)

Example: An unlocked element can be resized and repositioned in the Scene

Editor.

& Transformation Editor: Opens the Transformation Editor in the Container view.

A Container that has Sub-Containers is marked with a black arrow to the left of the
Container.

| Collapse/Expand: If the arrow points to the right, the Container is collapsed

and the Sub-Containers are not shown in the Scene Tree. If the arrow points

downwards, the Container is expanded and the Sub-Containers are shown in the

Scene Tree. Click the icon to change the state.
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The following icons are only available if the respective elements are applied to the
Container:

Note: Materials and geometries can be dragged from a Container to the Database
area. This will create new independent instances of these elements in the
database. Dragging an image from a Container to the Database area will only
create a linked element.

« Geometry Elements: Shows the geometry held by the Container (e.g. a merged or
imported geometry). The thumbnail icon reflects the geometry.

r—3

\

¢ Material Elements: Shows that a material has been applied to the Container. The
color of the icon reflects the color of the material and its properties. If there is no
material icon, a standard white base color is used for the Container. Click the icon to
open the material editor (see Working with Material Elements and Material Editor).

vizrt

* Image Elements: Shows that an image has been applied to the Container. The
thumbnail on the icon reflects the image. There are two ways to apply an image to
a Container. If the Container holds geometry, the image is used for texturing the
geometry. Click the icon to open the Image Editor.

Text

pBC

* Font Elements: Shows that a font has been applied to the Container. Click the icon
to open the Text Editor.

The following icons are only available if the respective plug-ins are applied to the
Container:

Cone

* Geometry Built Ins: Shows the geometry held by the Container. The icon reflects
the built-in Geometry Plugins, in this example a cone.

o~
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4.5.2

¢ Container Built Ins: Shows that the Container holds a Container function. The icon
reflects the Container Plugins, in this example an alpha.

¢ Media Asset Built Ins: Shows that the Container holds a Media Asset. The icon
reflects the Media Assets, in this example a Clip Channel.

@
1
a
« Animation: Shows that the Container contains animated elements (see Create

Animations).

Container Context Menu

A right-click on a Container in the Scene Tree opens a Container context menu.
This section contains information on these topics:

¢ Right-click on a Container Name

¢ Right-click on a Container Property

¢ Right-click on a Container Media Asset Property

Right-click on a Container Name

EuES

=1l . |
3 |l

FirstGre

HEIAS

Merge
Merge
Merge =1l st ! 0 bdirector

Change Color

Do a right-click on the Container name, to show these context menu options
(dependent on the Container contents):

¢ Add Info Text: Makes it possible to add text-based information on a Container. Also
available as a plugin by clicking Built-ins and then double-clicking the Container
Plugins tab.

¢ Add Material: Adds a Material to the selected Container. See also Working with
Material Elements.

* Rename: Makes it possible to change the name of the selected Container.
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¢ Delete Container [name]: Deletes the selected Container.

¢« Show/Hide Container [namel: Indicates if the selected Container and all its Sub-
Containers are visible/invisible in the Scene Editor.

* Lock/Unlock Container [name]: Disables or enables the ability to modify the
transformation of the selected Container in the Scene Editor.

¢ Create Sub Container: Creates a new empty Sub-Container for the selected
Container.

* Merge Container [name]: Merges the selected Container and all its Sub-
Containers into one compound object, or extracts an already merged object (see
Merge Containers).

* Merge Container [name] to Sub Container: Merges the selected Container(s)
and all the respective Sub-Containers into one compound object and creates a new
sub director for the merged animation.

* Merge Container [name] w/ Actions & Events to Sub Director: Merges the
selected Container(s) and all the respective Sub-Containers into one compound
object, including actions and events and creates a new sub director for the merged
animation.

* Merge Container [name] w/ Actions & Events to Sub Container: Merges the
selected Container(s) and all the respective Sub-Containers into one compound
object, including actions and events.

*« Merge to Material Advanced: Merges multiple objects to one, creating advanced
material(s) (see Working with Material Advanced Elements).

¢ Change Color: Apply a color to the selected Container. Colorized Containers make
the Scene Tree more organized. For example, all font Containers can be colored red,
while all Containers that hold images can be colored blue. Four active colors are
configured by default.

Tip: To modify the color of multiple containers, multi select the required
Containers and click on Bl in the Tree Button.

See Also

¢ How to configure Colors (see User Interface in Viz Configuration (see the Viz
Engine Administrator Guide)

Right-click on a Container Property

Do a right-click on a Container property to show these additional menu options:

Delete 'grid_twirl_orange'
Tree Search for 'grid_twirl_orange'

Database Search for 'grid_twirl_orange’

Reference Search for 'grid_twirl_orange'

* Delete [property]: Deletes the property from the Container.

* Tree Search for [property]: Selects the Search Button, and searches the Scene
Tree for instances of this property.

 Database Search for [propertyl: Searches for the property in the database, and
shows the result in the Server area.

Note: This menu option is only available for images.
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+« Reference Search for [property]: Searches for the property in the Graphic Hub
database, and shows the result in the Search window (see Reference Search).

Note: This menu option is only available for images.

Right-click on a Container Media Asset Property

Do a right-click on a Container Media Asset property, to show these additional menu
options:

e Delete <Media Asset>: Deletes the Media Asset from the Container.

* Tree Search for <Media Asset>: Selects the Search Button, and searches the
Scene Tree for instances of this property.
* Show settings of <Media Asset>: Opens the Texture View (Media Asset

Manager) and the Media Assets tab of the Scene Settings in the Property panel (see
Media Asset Workflow).

453 Container Editor

When a Container is highlighted in the Scene Tree a list of all properties and plugins
added to that Container, shows in the Container Editor (Container Menu (1)). Click on
each icon to view its editor menu.

If more than one Container is selected, select which Container to view from the
Selection panel.

This section contains the following topics:

e Container Editor Properties

Container Editor Properties

¢ Selection: When multiple Containers are selected choose which Container
properties to view (see Multiple Select Transformation and Multiple Selection
Container Properties):
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Either use click the Container name (1) to show a context menu or use the up and
down arrows (2), to select a Container.

¢ Container Menu (1): Shows a list of all properties and plugins added to the
Container selected in the Scene Tree, or the Container selected in Selection. Click
on an icon to open an editor (see Modify Container Properties)

B3 show/Hide: Show or hide a Container in the Scene Editor, and eventually in
the final rendered output. Click to show or hide the Container.

= Lock/Unlock: Enable or disable the ability to modify the transformation of a
Container in the Scene Editor. Click to lock or unlock the Container.

Some editors like the Transformation Editor enable properties for one or multiple
selected Containers to be set. Other editors have the option to enable or disable
certain properties (see Manipulate Container Properties).

4.5.4 Add Containers to a Scene

Containers can be added to the Scene by dragging an element onto the Scene Tree,
Scene Editor or Property Editor.

By dragging an element to the Scene Editor, the Container will be added at the top of
the Scene Tree.

Tip: Elements can be added to a Scene by dragging them from the result window
after a database search.

By selecting multiple elements from the Server area and dragging them onto the Scene
Tree, all of them will be added.

This section contains the following topics:

¢ To Add Root or Sub-Containers
e To Add Empty Containers

e To Add an Empty Container

¢ To Add a Container at a Specific Location in the Scene Tree

To Add Root or Sub-Containers

Elements that are dragged onto the Scene Tree can be positioned in various ways, and
create either root or Sub-Containers.

o Sub-Container: Dropping an element at the right side of a Container in the
Scene Tree will create a Sub-Container.
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- Root Container Below/Above Dropping the element at the left side of a
Container in the Scene Tree will create a root Container at the same hierarchy level,
either below or above the selected Container.

To Add Empty Containers

Clicking the Create Group button (<Ctrl+Insert>) will add an empty Container above
the selected Container. If a Container is not selected it will add the new Container to
the root level. The Create Group button is only available if Basic is selected from the
Scene Tree menu.

To Add an Empty Container

* Click the Create Group button from the Display area.

To Add a Container at a Specific Location in the Scene Tree

¢ Drag the Create Group icon and place it as a above or below of an existing
Container, or as a Sub-Container.

4.5.5 Select Multiple Containers

More than one Container can be selected in the Scene Tree.

When multiple Containers are selected in the Scene tree, properties can be applied to
all the selected Elements (see Multiple Selection Container Properties). This multiple
selection feature is global.

This section contains the following topics and procedures:

e To Select Multiple Containers

¢ To Select all Containers

e To Select a Range of Containers

See Also

e Multiple Selection Container Properties

e Multiple Select Transformation

e Containers

To Select Multiple Containers

¢ Press <Ctrl> and click on each Container

To Select all Containers

e With the cursor over the Scene Tree, press <Ctrl+A>
To Select a Range of Containers

1. Click on a Container.
2. Press <Shift> and click the last required Container.
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All Containers in between are selected.

4.5.6 Copy Containers

To Copy a Container Within a Scene

¢ Hold <Ctrl> and drag the Container to its new position, or
¢ Use <Ctrl+C> and <Ctrl+V> to copy and paste the Container.

¢ Copied Containers will be placed as Sub-Container of the selected Container.

Note: When copying a Container with Sub-Containers, all Sub-Containers are
copied as part of the same operation.

To Copy Multiple Containers at Once
* Hold <Ctrl> and the left mouse button and drag the Containers to their new

position, and then click the right mouse button to release.

4.5.7 Move Containers

To Move a Container Within a Scene

e Drag it to the new position, or

¢ Use <Ctrl+X> and <Ctrl+V> to cut and paste the Container(s) to the new position.

To Retain Transformation Properties While Moving a Container Within a Scene

Pressing the <Alt> button while moving a Container (or group of Containers) within
the Scene will retain the transformation properties. This lets a Container, which is part
of a Group, to be moved to another group while the absolute transformation of the
Container will not change, although the parent Containers (Groups) have different
transformations.

For example:

Cylinder

1. Group 1: The Group position is X 100.0 and Y 100.0. The Container position is X
0.0 and Y 0.0.

2. Group 2: The Group position is X 0.0 and Y 0.0.

When a Container is moved from Group 1 to Group 2, while pressing the <Alt> button,
the moved Container will inherit its former Group’s position values (i.e. X 100.0 and Y
100.0), so its absolute transformation stays the same.

Moving it back, while holding the <Alt> button, its transformation properties will be
readjusted. Meaning, if you adjust the moved Container’s position X to 200.0, before
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moving it back to its original Group, its position X will be 100.0 and position Y 0.0 after
the move.

Add two group Containers to the Scene Tree

Rename the groups to Group 1 and Group 2

Open Group 1’'s transformation editor and set Position X and Y to 100.0

Add a geometry (e.g. Cylinder) as a Sub-Container of Group 1

Add material to the Cylinder

Press and hold the <Alt> button and place the Cylinder as a Sub-Container of
Group 2

o Uk WwWwNR

¢ When the Container is moved a letter R will show in the drag and drop window.
Release the <Alt> button
Open the Cylinder Container’s transformation editor and set Position X to 200.0

9. Press and hold the <Alt> button and place the Cylinder as a Sub-Container of
Group 1 and check that the transformation properties are:

e Group 1: Position X 100.0 and Y 100.0
e Cylinder: Position X 100.0 and Y 0.0

4.5.8 Rename Containers

To Rename a Container

¢ Double-click the Container name, or
¢ Right-click a Container. Click on Rename in the Container context menu.

To Rename Multiple Containers

Multi select the required containers (see Select Multiple Containers).

Rename one of the selected containers and add # to the end of the text:
e Example 1: Container#

e Example 2: group#

3. Press <Enter>.
All selected Containers will be renamed.
* Example 1: Containerl, Container2, Container3, etc.
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* Example 2: groupl, group2, group3, etc.

Containerl

Container2

Container3

Containerd

See Also

¢ The Corena plugin

4.5.9 Edit Container Properties

To Edit the Properties of a Container

¢ Select the Container in the Scene Tree, or in the Scene Editor. Its editor will then
show in the Properties Panel (see Modify Container Properties).

To Copy a Property from one Container to Another

* Drag the property from the source Container to the target Container, or use the
context menu.

4.5.10 Delete Containers

To Delete a Container from a Scene

Drag a Container to the trash can, or

Right-click the Container, and in the context menu select Delete Container
[Namel], or

3. Use the shortcut keys <Ctrl+Delete>.
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4511

Note: If deleting a parent Container, all Sub-Containers will be deleted too.

Merge Containers

Containers can be merged into compound objects and saved as reusable components
to the Graphic Hub database. Any animations will also be merged and added to the
new compound object’s Container.

A saved compound object can be used in other Scenes and will per default have an
active reference between the stored object and all Scenes where it has been used.
Through use of stored objects with active references, changes can be applied to many
Scenes at once, which will typically be a meaningful way to work when designing a set
of Scenes that share many design elements.

Note: The geometry of a compound object cannot be edited. A compound object
must be split for the geometry to be edited again.

Note: Splitting a referenced compound object disables the reference.

Sometimes, when opening a Scene with merged objects, a message “Old merge
style, convert to new merge style” shows. This is a well-known Autofollow plugin in
combination with merged objects issue.

In merged objects the ordering of Containers is reversed which leads to broken
autofollow functionality (for first and next reference modes); hence, this merge-style
conversion corrects the ordering. Designers that worked around this problem in their
Scenes do not need to convert; hence, the conversion is not automated.

This behavior is not backward compatible because older versions assume reversed sort
order. Ungrouping and grouping with older Viz versions on new Scenes will not solve
this issue.

To overcome this issue it is recommended to update all Viz Artist/Engine versions to
the official 3.2.2 release and later by opening the Scene and converting it to the new
merge style.

This section contains the following procedures:

¢ To Merge Containers into a Compound Object

¢ To Split a Merged Compound Object

e To Save a Compound Object to a Graphic Hub

To Merge Containers into a Compound Object

ower_third

o front_ob;

l{ jects
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1. Select a Container which contains Sub-Containers.
2. Merge the Container with all its Sub-Containers:

¢ Click the Merge button, or

¢ Press <Ctrl+M>,

* orright-click the Container and select Merge Container [Name] from the
context menu.

Note: The Merge button is only available if Tree is selected from the Scene Tree
menu.

To Split a Merged Compound Object

1. Select a merged Container.

2. Split the Container:
¢ Click the Split button, or
* Press <Ctrl+Shift+M>, or

¢ Right-click the merged Container and select Split Container [Name] from the
context menu,

Note: The Split button is only available if Basic is selected from the Scene Tree
menu.

To Save a Compound Object to a Graphic Hub

Right-click a Container (with or without Sub-Containers),
In the context menu select Merge Container [namel.

Drag the compound object’s icon from the property editor or Scene Tree and drop
it onto a folder/project in the Server Area.

Type a descriptive name for the object in the dialog box
Click Ok.

The object will now be visible in under the Server Objects tab.
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4.5.12

See Also

¢ Group Containers

¢ User Interface section (see Viz Configuration in the Viz Engine Administrator
Guide) for setting default merge and split behaviors

Group Containers

Containers in the Scene Tree can be organized in a hierarchy and grouped in logical
divisions. The hierarchy depth is practically unlimited. Grouping Containers can be
compared to creating a parent/child hierarchy. Such a hierarchy provides a better
overview, especially in complex Scenes, and is very practical since changing the
properties of the group (for example adding a new material) also applies the changes
to all the Sub-Containers.

Note: Changing the properties of one of the Sub-Containers (for example adding a
material) will override the settings for this particular Sub-Container.

Moving one group is also much easier than moving a lot of single Containers.

A parent Container, that has Sub-Containers, is marked with a black arrow to the left of
the Container. If the arrow points to the right ( P ), the Container is collapsed and the

Sub-Containers are not shown in the Scene Tree. If the arrow points downwards ( v
the Container is expanded and the next level of Sub-Containers are shown.

Any Container can basically be used as parent, although group Containers (that hold
transformation only) are best suited.

This section also contains information on the following procedures:

¢ To Group Existing Containers

¢ To Ungroup Containers

e To Detach a Single Container From a Group

To Group Existing Containers

=

1. Select the Containers to be grouped.
2. Click the Group (<Ctrl+G>) button from the Display area.
This adds an empty group Container one level higher than the original Containers.

Note: The Group button is only available if Basic is selected from the Scene Tree
menu.
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To Ungroup Containers

=

1. Select the parent Container
2. Click the Ungroup (<Ctrl+Shift+G>) button from the Display area.

Note: The Ungroup button is only available if Basic is selected from the Scene
Tree menu. Also, tree structure further down in the hierarchy will remain.

To Detach a Single Container From a Group

¢ Drag it from the group and place it somewhere in the Scene Tree.

See Also

e To Add Empty Containers

4.6

4.6.1

Page 90

Modify Container Properties

When a Container is selected in the Scene Tree, the selected Container property, for
example the transformation properties, can be modified in the Properties panel.

Elements stored in the Graphic Hub database can be added to Scenes:

¢ Geometry or Fontstyle Elements will create a new Container using the element as
geometry

¢ Materials and Audio clips can only be applied to existing Containers

* Images can be added as a geometry of a Container, or applied on an existing
Container as a Texture

e Geometry plugins can also be added to the Scene

See Add Properties to Containers and Scenes for details on how to add properties to
Containers.

This section contains information on the following topics:

¢ Manipulate Container Properties

e Multiple Selection Container Properties

* Transformation Editor
* Copy Properties

* Geometry Editor

* Text Editor

¢ Texture Editor

e Plugin Editor
e Material Editor

Manipulate Container Properties

There are a few operations that apply to all Container properties.
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Note: Container properties are Elements and Plugins which have been applied to
a Container (see What are Elements and Built Ins)

This section contains information on the following procedures:

e To Replace a Property Applied to a Container

 To Remove a Property from a Container

e To Save Properties in the Database

e To Enable/Disable Properties on a Container

See Also

e Multiple Select Transformation

e Multiple Selection Container Properties

To Replace a Property Applied to a Container
e Drag the new Element or Plugin to the Container.
To Remove a Property from a Container

¢ Drag the property from the Container to the trash can, or

¢ Drag the property from the Container Editor to the trash can, or

* Right-click the property on the Container in the Scene Tree, and select Delete
<Name of the Property>.

Note: Every Container must contain transformation properties, so the
transformation property cannot be removed.

To Save Properties in the Database

If a scene specific property has been created, and it is likely that the property should
be reused in another scene, it is possible to save the property in the database.

¢ Drag the property from the Container to the required folder/project in the Server
area.

To Enable/Disable Properties on a Container

p8c Baach

This is a practical tool when multiple items are applied to a Container.

¢ Click the switch next to the icon which represents the item in the Container Editor.

See Also

¢ Containers
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4.6.2 Multiple Selection Container Properties

When multiple Containers are selected in the Scene tree, properties can be applied to
all the selected Elements. This multiple selection feature is global. Select the required
Containers then apply the appropriate property.

This section contains the following topics and procedures:

e To Add Properties to Multiple Containers

¢ To Change Specific Properties on Multiple Containers

e To Select a Container in a Selection

See Also

¢ Select Multiple Containers

e Multiple Select Transformation

To Add Properties to Multiple Containers

Multi select the required Containers (see Select Multiple Containers).

Add an Element or Plugin:
1. Right-click on an Element or Plugin in the Server View.
2. Select Add to Container(s) (if available).

or

* Drag an Element or Plugin to one of the selected Containers

Example:

1. Create four Containers, named object_1 to object_4.

2. Multi select two Containers.

3. Right-click on the Cone Geometry, and select Add to Container(s).
4. Multi select two Containers.

5. Right-click on the Circle Geometry, and select Add to Container(s).

M=

[ cone ]
E=af
5 _‘& object_1

[ cone ]
E=af
5 _‘& object_2

6. Multi select all four containers.
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7. Right-click on a Material, and select Add to Container(s).

Add to Container(s) %En cpect
e EEASOEE

e B
%E:n object_a

To Change Specific Properties on Multiple Containers

1. Multi select the required Containers (see Select Multiple Containers).

Note: If several, or all, of the Containers in a Scene are selected and contain
the property to be modified, then all selected Container properties of this
type will be changed.

S oo
e JES v
eSOk
Fane Ok

2. Change a parameter of the Circle Geometry.

The modified parameter will apply to both selected Containers, which contain the Circle
Geometry (object_3 and object _4)

If, in the example above, the Material property is modified, the change will show on all
selected Containers in the Scene.

To Select a Container in a Selection
Select a different Container in the selection without loosing the multi selection.

¢ In the Selection panel select another Container. Either:
¢ Use the up and down arrows, or
¢ Click on the Container, as shown in the image below

- Container | Cj
Cl i
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Tip: Visit www.vizrt.com to see a short video illustrating the Viz Artist 3.7 Multi-
selection feature.

Editing Properties in the Scene Editor

Some transformation parameters can be changed directly in the Scene Editor through
the manipulation of handles (see Scene Editor Context Menu).

Transformation Editor

Every Container in a Scene contains transformation properties. The transformation
editor holds information about the most basic properties of a Container, such as
position and rotation.

The transformation editor is also able To Stick Transformation Properties to the
Container View. This feature allows Position, Rotation, Scaling and Axis Center
parameters to stick to the Container view while opening other editors. This enables
designers to adjust transformation properties while working on other objects (e.g. text,
geometry).

This section contains information on the following topics and procedures:

e Transformation Editor Properties

¢ To Open the Transformation Editor

e To Stick Transformation Properties to the Container View

¢ Transformation Principles

e Multiple Select Transformation

See Also

e Container Editor

Transformation Editor Properties

Position

0.0
0.0
Rotation
0.0
0.0

 Parent / Local / World: See Transformation Principles

* Absolute / Relative: See Transformation Principles
* Position: Sets the position of the object along the X, Y, and Z axis

¢ CC (Center Camera): Centers the Container to the camera
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* Rotation: Rotates the object according to the X, Y, and Z axes. With the bounding
box option enabled, the rotation axes will be visible as three lines; X is red, Y is
green, and Z is blue. To rotate in steps of 45 degrees, use the buttons labeled 45
and +45

* Order: Set the order of rotation, in which the three angles (X,Y,Z) are applied to
the Container (not available when multiple Containers are selected)

* FC (Face Camera): Changes the rotation in such a way that the object faces the
camera

* Scaling: Before changing the scale values of the Container, make sure to set the
preferred kind of scaling:

¢ S (Single): Scales each axis by itself
¢ L (Locked): Scales all axes at once, so that X, Y, and Z have the same value
¢ P (Proportional): Scales all axes at once, so that the values remain proportional

* Screen Position: Sets the screen position along the X and Y axis for images and
some objects by specifying pixels instead of the regular positioning that does not
use pixels as input values. The Screen Position option is only available if the image/
object faces the camera. To achieve this, click the Face Camera button. When
changing the Screen Position values, the values for the regular positioning will be
changed too. The screen position can be set to left, center, or right by clicking L,

C, or R, or bottom, center, or top by clicking B, C, or T. The screen positioning is
performed based on the current Z value for the Container and camera view. If you
for instance enter the screen position values X=0 and Y=0, that will place the object
in the upper left corner. Thereafter the Z position will be changed, and the object
will not align the viewport corner anymore. Then the pixel values must be set to
zero again to reposition the image/object.

* Align to Px (Pixel): When using the normal positioning editor to position an
image/object that is facing the camera head on, it can occur that the image/
object is off by fractions of a pixel. This can happen because of rounding errors
in the screen size and face camera functions. This can produce visual artifacts in
some cases on some graphics cards. When the image/object is not aligned to the
screen pixels, Align to Px button turns red. Clicking the button adjusts the image/
object to be moved to the nearest matching whole pixel.

¢ Axis Center: Sets the axis origin of the object. The rotation axis of the object will
be visible in the Scene Editor if the Bounding Box option is enabled.

¢ The origin can be set to left, center, or right on the object’s X axis by clicking L,

C, orR.

¢ The origin can be set to bottom, center, or top on the object’s Y axis by clicking
B,C,orT.

¢ The origin can be set to back, center, or front on the object’s Z axis by clicking B,
C,orF

* When a group is selected but certain Containers in it are not visible, clicking
C with the mouse’s middle button will define the axis center only for those
Containers in the group which are visible.

* Screen Size: Makes it possible to scale an object/image based on pixels. The
Screen Size option is only available if the object/image faces the camera. To achieve
this, click the Face Camera button.

¢ Screen: Scales the object/image to the size of the output format.
* Image: Scales the image to the original pixel value.
¢ Additional Information on the Selected Container
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¢ Click the Expand button to show this information to the right of the
transformation editor. This information includes parent Containers plus all visible
child Containers.

* Width, Height, and Depth: Shows the real size of the object in units (not
pixels).

¢ Containers: Shows the number of Containers that are selected. If the selected
Container holds Sub-Containers, all Sub-Containers are counted in addition to the
main Container. A Container that holds geometry is counted as two.

¢ Vertices: Shows the number of vertices that are rendered within the selected
Container, including the vertices in all Sub-Containers.

¢ Primitives: Shows the number of primitives in the Container including the
primitives in all Sub-Containers.

Docking: Clicking the docking button keeps a compact version of the
transformation editor always open while you work with additional editors.

To Open the Transformation Editor

1.
2.

Click the Transformation icon on the Container, or

Select the Container from the Scene Tree, and then click the icon located on the
left side of the Property panel.

To Stick Transformation Properties to the Container View

Click the button (1) next to the transformation editor button in the Container view.

Transformation Principles

Containers can be manipulated in several contexts:

Parent/Group: Refers to changes that can be made to the Container or Containers
in its Parent or Group coordinate system.

Note: Multi selected objects: When more than one object is selected Group will
show and a bounding box will cover all selected objects (see Multiple Select
Transformation).

Local: Refers to changes that can be made to the Container in its local coordinate
system.

World: Refers to changes that can be made to Containers in their world coordinate
system.

Absolute: Refers to changes that can be made to Containers in absolute values.
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4.6.5

¢ Relative: Refers to changes that can be made to Containers relative to current
values.

Multiple Select Transformation

With multiple select transformation, a group of Containers can be moved to a new
position, which is determined by parameters of one selected Container in the selection.
All Containers keep their relative position to the selected Container.

All changes made in the Transformation Editor will be on each selected Container:

¢ Group is selected and M (multi) will show with the mouse pointer when inside the
Transformation editor.

The selected Container and its position in the group is shown in the Selection panel (i.e.
1/6, 3/6).

In the Container Editor use the up and down arrows (2) to scroll through the selected
Containers, or click on the Container name (1) to show a context menu. Change the
parameters, as required, for the selected Container.

See Also

e Multiple Selection Container Properties

Copy Properties

If a Container has certain settings, for example position or rotation, and another
Container in the Scene should have identical settings, it is possible to drag
transformation properties from one Container to the other.

The distribution of transformation properties can be done with position, rotation,
scaling, and axis center.

To Copy Properties from One Container to Another

1. Open the Transformation Editor of the source Container.

2. Select the Container in the Scene Tree that should be given new properties.
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3. Drag the property that should be distributed onto the target Container, by
either transferring the whole property (drag the property name label) or just a sub
property (drag the X, Y, or Z label).

Note: If copying properties is done correctly, an icon with the property name will
be shown while dragging it.

Geometry Editor

When adding an Geometry to a Scene, a new Container is created. Geometries that
have been created with external 3D programs and imported into Viz Artist can be
modified in the Geometry editor.

Face Orientation rp
i Flat 5 Edge Angle 60.0 ;r Rebuild

Note: Face Orientation and Shading are only applicable if the reference is
deactivated.

This section contains information on the following topic and procedure:

e Geometry Editor Properties

¢ To Open the Geometry Editor

Geometry Editor Properties

Face Orientation rp
i Flat 5 Edge Angle 60.0 ;r Rebuild

* Geometry: Shows a thumbnail of the Geometry, and also its name. Click the
thumbnail to select the Geometry in the database.

Note: This can only be done when the reference to the database is active.

¢ Face Orientation: After importing Geometries that have been created by external
3D programs, it might happen that the polygons face orientation is wrong. By
clicking the Flip button, the polygons are set correctly.

¢ Shading: Imported polygon Geometries normally use shading for creating a
smooth surface on the object, which is set together by a planar polygon mesh. The
shading value in the Geometry editor sets a threshold between which edges are
to be smoothed by shading and which are to be kept as sharp edges. All edges
with an angle smaller than the defined value are smoothed by shading. Shading
in Viz Artist is performed in the following way: A shade value is produced at each
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vertex of the polygonal mesh representing the surface of the object. This is done
by creating a surface normal on each polygonal facet. The surface normal at each
vertex is created by averaging the surface normals for the surrounding facets. The
shade at each vertex can then be calculated. Once the shade at the vertices of the
polygonal mesh are known, the shade at points interior to the polygonal facets are
interpolated from the values at the vertices. This technique makes curved surfaces
look “smooth shaded” even though based on a representation of planar facets.
The interpolation of shade values is incorporated into the polygon scan conversion
routine. Hence an increase in realism is obtained at far less performance cost than
carrying out a pixel-by-pixel shading calculation over the whole original surface.
Shading may be set to Flat, which means that all shading is disabled, or Smooth,
which enables the Edge Angle option. After adjusting the Edge Angle, make sure to
click the Rebuild button for the changes to take effect.

* Reference: If using an imported or compound object in a Scene, there is a
reference between the object in the Scene and the object in the database. If
changes are applied to the object in the Scene, the object in the database including
any Scenes where this object is used with an established reference, will reflect those
changes, as it is the same object.

* Deactivate: To create a unique copy of the object for the Scene, the reference
link must be deactivated. Changes that are applied to a deactivated object do
not lead to changes in the original object in the database.

* Re-establish: Reactivates the reference and overwrites the object in the Scene
with the object in the database. An active reference is practical when creating
a set of Scenes with the same object. If for instance all the Scenes should have
the same background and the background element is created as an object with
active references, changes can easily be applied to all the Scenes that use that
object.

¢ Update: Reactivates the reference and overwrites the object in the database
with the object in the Scene.

e Status: Shows the current status of the reference.

Note: The reference is automatically deactivated if splitting the object. If the
object is split, it must first be merged before the Re-establish and Update
operations can be performed.

To Open the Geometry Editor

¢ Click the icon representing the geometry either on the Container or in the Properties
editor.

See Also

e Add Containers to a Scene

e Working with Geometry Elements
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4.6.7 Text Editor

In the Text editor, text can be added to a Scene and the visualization of the Scene
specific text can be modified.

At the top of the Text editor is an input box. The characters in this input box are shown
in the Scene Editor. By default, the text equals the font name.

The Text editor contains five tabs:

* Basic Tab

* Shadow Tab

* Clock Tab

e Characters Tab

* Special Tab

More advanced modifications can be done in the Fontstyle Editor . The modifications

in the Fontstyle Editor applies to all instances of the font, not just the one used in this
Scene.

This section contains information on the following procedures and topics:

e To Create a Linked Fontstyle

e To Modify Text in the Text Editor
* Basic Tab

* Shadow Tab

* Clock Tab

» Characters Tab

* Special Tab

* Special Fonts

To Create a Linked Fontstyle

See Linked Elements.

1. Click on the Basic tab.
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2. Click on and drag the Fontstyle (1) to the target folder in the Server Area.

|— futura-bold
===

EEEE
Quality w
bersi B S

To Modify Text in the Text Editor

1. Click the text icon either on the Container or in the Container Editor .

Note: When a font is dragged to the Scene, the Text Editor opens automatically,
and a new Container will be created with the Font as a Geometry.

2. In the Text Editor type text in the text input box. The text is shown in the Scene
Editor panel.

3. Use the five tabbed panels to modify the text as required:
e Basic Tab
* Shadow Tab
e Clock Tab
* Characters Tab

e Special Tab
Basic Tab

Click the Basic tab in the Text Editor to open the Basic panel.

Basic = Shado

B Click the arrow to open a list of all available fonts created from the same base
font. To use another font, select it from the list. To use a totally different font in the
scene, drag the new font from the Server area onto the visualization of the text.

EEE Horizontal Justification: Sets the text justification to left, center, or right.
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ER character Orientation: Makes it possible to define a character, typically a
decimal separator like comma, and justify the text aligned after this character. Enter
the justification character in the small input box to the right of the button.

° Vertical Justification: Sets the vertical justification on the top of the
whole text block, below the first line, center of the middle line in the text block and
at the bottom of the text block.

* Type
* Geometry: Geometry type fonts are rendered as polygons.

¢ Texture: Texture creates the font as a texture instead of a polygon. This can
to some degree create a poorer look, but it reduces the number of polygons
in the scene. The texture resources will of course get an increased demand,
so to render the fonts as texture is a trade off between polygon and texture
performance. For half height mode rendering, texture fonts are normally the
better choice.

¢ Quality: Sets the quality of the font to either Normal or High. The quality of a
texture font can be changed in the Fontstyle Editor .

¢ Sharpen: Makes it possible to sharpen the text.

« Detail Sets the level of detail, or tessellation of the font, to either automatic level
or one out of six fixed settings. The fonts are rendered as polygons, so by switching
to wireframe mode, the difference becomes obvious as the detail level changes.
One is the highest level of detail, six is the lowest. If setting a fixed level of detail,
the automatic level will be overwritten and rendered with the same level of detail
independent of the font size.

¢ Pos. Spacing: Local kerning of the font style. Clicking the left button will decrease
the position spacing between characters. Clicking the right button will increase the
position spacing between characters. Fonts can be permanently modified using the
Fontstyle Editor.

¢ Tracking: Changes the tracking between all characters by the same amount.
Clicking the Fixed button changes the text from true type to one where each
character uses the same space.

Note: To change the kerning between two individual characters only, place the
cursor between those characters, and then use ARROW UP/DOWN while holding
<Alt> to increase/decrease the kerning. Press <Alt> and <Shift> to increase the
size of the steps.

¢ Leading: Modifies the distance between the text lines.
* Word Spacing: Changes the size of the blanks between the words in the text.

¢ Anisotropic: Sets the quality of textures applied to the surfaces of 3D objects
when drawn at a sharp angle. Choose either to let the application determine the
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anisotropic filtering settings (Off), or select from a number of available settings.
Higher values gives better image quality at the expense of some performance.

Shadow Tab

Click the Shadow tab in the Text editor to open the Shadow panel.

Shadow | Clock | C

J F—m futura-bold

Alpha T A o]

From the Shadow panel, shadow can be added to the text. Click the small switch left of
the font visualization to enable text shadowing.

Note: All the modifiers that are applied to the text in the Fontstyle Editor are
applied to the shadow too.

B Click the arrow to open a list of all available fonts created from the same base
font as selected. To use another font, select it from the list. To use a totally different
font in the scene, drag a new font from the Server area onto the visualization of the
text.

* Lighted: Lights the font with the current light settings (see Light Editor).
¢ Alpha: Changes the alpha value of the shadow.

* Direction: Sets the direction of the shadow from 0 to 360°.

* Distance: Sets the distance between text and shadow.

+ Z-Offset: Sets the displacement of the shadow on the Z axis.

* Color: Sets the color of the shadow.

Note: The Color option is only applicable if the color modifier has not been
applied to the font.

¢ Type: Sets the shadow type to either geometry or texture.
* Quality: Sets the quality of the font to either Normal or High.

Note: The Quality option is only applicable if the font type is set to Geometry.

¢ Sharpen: Makes it possible to sharpen the shadow.

Note: The Sharpen option is only applicable if the font type is set to Texture.
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Anisotropic: Sets the quality of textures applied to the surfaces of 3D objects when
drawn at a sharp angle (see Basic Tab ).

Clock Tab

Click the Clock tab in the Text editor to open the Clock panel.

In the Clock panel, the display of a clock can be inserted and edited. Click the small
switch in the upper left corner of the panel to enable the clock. The clock will be added
to the text string, if any, at the place where the cursor is.

Clock: Sets the ID of the clock. Up to ten different clock IDs can be used in a scene.
Clocks with the same ID are linked together, which means they are synchronized
and all start when starting one of them. This makes it possible to, for example, show
different time zones.

Time: Defines the starting time in seconds. If the clock for example should start to
count at 2 minutes, the Time should be set to 120.

Limit: Click the Limit button to enable the Limit option, which makes it possible to
set a maximum count limit in seconds. If the clock for example should stop to count
at 2 minutes, the Limit should be set to 120.

Note: If counting down to 0, the Limit must be set to 0 seconds, or the clock will
continue to count below 0. If counting upwards starting at 0, make sure that the
Limit is not 0, as the clock will not count at all.

Up and Down: Specifies if the clock should count upwards or countdown.
Start, Stop and Continue: Makes the clock start, stop and continue to count.

Format: Sets the format of the clock display.

Note: More formats (20) can be defined in Clock Formats (see Viz
Configuration in the Viz Engine Administrator Guide).

¢ H: Hours
¢ M: Minutes
e S: Seconds

« D: Digits of a second. One digit shows a tenth of a second, the second digit
shows a hundredth of a second, the third digit shows a millisecond, and so on.

* User Defined: Select User Defined from the list to enable the User Defined text
box. In this box, type a non-standardized clock format. Make sure to add correct
separation characters

Fixed: Set a fixed text box for each letter. The kerning of non-proportional fonts
vary for the various letters. For example, 1 has less kerning than 6. To avoid the
letters from “jumping” around while counting, the Fixed option can be enabled. The
Fixed value refers to the size of the text box around each letter.
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Note: The problem with changeable kerning can be avoided by using a
proportional font

* Normal: Shows a normal main clock view

¢ Count: Allows the creation of a “time count” version of a standard clock, which
counts a defined time lap in relation to one of the running clocks. For example, if a
clock is running, another Container with the same clock can be created. The state
of the second clock should be set to Count, and a time range defined. When clicking
the Start button under the Count section, the count clock will start counting the time
defined. It is related to the main clock, so if stopping the main clock, the count clock
will also stop. A typical use for this function is for counting penalty times in sport
graphics. In a sport game running on efficient time, a penalty count down should
stop when the main game time stops

* No Sync: With this option enabled, the count clock will run with no second
synchronization to the main clock. It is almost impossible to start the count
clock exactly at a whole second, so the count clock will most likely run unevenly
compared to the main clock. This will in many cases not create the required view

¢ Sync Sec: The count clock synchronizes its view with the main clock
¢ Loop: Loops the count clock within the defined count range

* Up and Down: Specifies if the clock should count upwards or perform a
countdown

¢ Start, Stop and Continue: Makes the clock start, stop and continue counting.
¢ Init: Resets the clock’s counter

* Offset: Enables an input box where the offset value in seconds can be entered. For
example, if the value is set to 20, after clicking the Start button, 20 seconds will
elapse before the clock starts running

¢ Sys. Time: Uses the system time to set the time
* Local Time: Uses the local time

Characters Tab

Click the Characters tab in the Text Editor to open the Characters panel.

The Characters panel shows the character table in the fonts library. As an alternative
to using the keyboard, the symbols from the table can be dragged onto the input box
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at the top of the Text editor. This is a helpful tool when using special characters that do
not exist on the keyboard, or is hard to find/use.

Special Tab

Click the Special tab in the Text editor to open the Special panel.

° ABC: Switches the text orientation from left to right, right to left,
downwards, and upwards.

* Text Box: Click the Text Box button to enable the Text Box option. The text box
defines the total size of the text, and shows as an orange outline in the Scene Editor
if enabling the Bounding Box option in the Scene Editor.

Note: The Text Box option is only available if the Text Orientation is set from
left to right. Without the text box, the text is shown on one line. With the text
box, the text can be divided into multiple lines, and the text on each line
automatically gets the selected justification.

Note: There is no hyphenation function. Only the text that fits within the text
box definition is shown in the Scene Editor.

¢ Width: Defines the width of the text box.
* Height: Defines the height of the text box.

¢ Underline: Click the Underline button to enable the Underline option, which makes
it possible to underline the text.

¢ Pos: Defines the position of the underline, from-20 to 20.
¢ Width: Defines the width of the underline, from 1 to 10.

Special Fonts
Special options apply for multibyte and geometry fonts:

*« Geometry: If adding a geometry font, the text will be treated like a compound
object created from characters. The text can be split to become a group of single
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character objects (not text!). Splitting of text makes it possible to edit the properties
of single character objects.

Face Orientation Flip
Shading Flat E Edge Angle 60.0 ;r Rebuild

Re-establish Update

Note: Be aware that it is a one way operation. It is not possible to merge
characters into text again, so by performing the splitting operation, the text
cannot be edited anymore.

See Also

e Add Containers to a Scene

¢ Working with Fontstyle Elements

¢ Fontstyle Editor

4.6.8 Texture Editor

To apply a texture to a Container drag a texture (e.g. an image) from the Server area to
a Container. In the Container an icon (a thumbnail of the texture) will show. If a texture
is dragged to the Scene Tree area it will create its own Container, Geometries can be
added later on, or the texture can be left as it is in the Scene.
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Tip: Modifications to the texture in the Texture editor only apply to the texture in
the selected Container.

This section contains information on the following topic and procedure:

e Texture Editor Properties
¢ To Open the Texture Editor

Texture Editor Properties

This section contains the following topics:

Image Properties Wrap Properties

Unit Properties Compress. Properties

Mapping Properties Component and Constant Color Properties
Quality Properties Position Properties

Environment Properties Stereo Mode Properties

Image Properties

Shows the added texture:

« Default Texture (1): Shows a thumbnail of the primary texture (the same
thumbnail that is shown on the Container). To change the texture drag another
texture to the drop zone. If only one texture is used the other functions in the Image

panel are inactive.
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Alpha Texture (2): Shows the thumbnail of a secondary (alpha) texture, if any. This
texture is used as an alpha channel for the Default texture. When two textures are
used the Image panel Alpha and Combine functions are active.

Alpha Buttons: When a second image is added the Alpha buttons are active. The
top button is the default button, the two images are shown as an alpha image.
Click the lower button to view the two images blended, use the slider to blend as
required.

A

B4 combine: When a second image is added, click this button to create a new
single image from the two images. The new image will be created in the currently
open folder in the Server area.

Tip: To save the new image in another folder, move to a different folder in the
Server area before the Combine button is clicked.

Information: Shows the original width, height, and file size of the primary texture.

Tip: To merge the two textures, click the little button between the textures. In the
dialog box that opens, select a name for the new texture, and then click the Ok
button. This will save the new texture to the database.

Unit Properties

Texture units take a texture and map them to a piece of geometry:

1-4: If the graphics card supports it, it is possible to have up to 4 available texture
units which can be used in parallel to do multi-texturing.

Inheritable: Units can be inherited onto the textures of child Containers. Multiple
inherit is possible, but be sure to use different texture units for each texture that
should be inherited to not overwrite a unit.

Mapping Properties

The mapping option adjusts the way texture mapping is done:

Mapping

Vertex: Means that the texture mapping is done using the object texture, or UV,
coordinates. These coordinates index a texture image, and are interpolated across
the object to determine, at each of the object pixels, a texture image value. In most
cases on 3D objects, this will give the best looking result. The built-in geometry
plugins in Viz Artist have defined their texture coordinates. Imported objects can
have texture coordinates if they have been generated by an external 3D modelling
program. If for example adding a picture to a cube, all sides will look the same, and
the whole image will be shown on each side.

Linear: Is a ‘straight forward’ mapping where the image so to say is laid over the
object directly on the frontal plane. The object is then moved through the image and
every pixel on the object inherits the pixel it “touches” on the image. On 3D objects,
this will cause a repetition of the pixels on the surfaces in the Z axis. If for example
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adding a picture to a cube, the front and back side will look good, but the remaining
sides will be a repetition of the pixels laying on the edge of the front and the back
side.

* Reflection: Maps the texture as if it where a reflection from a surrounding object.
The reflection simulates that the texture image is an all-embracing object that casts
its reflection on the object. The object acts in a way like a mirror.

* Spherical: Spherically texture projection onto a geometry. The mapping position
and rotation can be adjusted with the corresponding parameters.

¢ Cylindrical: Cylindrical texture projection onto a geometry.

¢ Cube: Cube texture projection onto a geometry. This option needs a vertical cross
cubemap which specifies how each of the 6 side projections should look like.

Note: To use the Cube mapping method for texture it is not possible to use the
same texture on another object with a different mapping method than Cube.

¢ Mapping Position: Sets the texture projection origin for Spherical and Cylindrical
mapping.

* Mapping Rotation: Sets the texture projection rotation for Spherical and
Cylindrical mapping.

Note: Mapping position and rotation are only available for Spherical and
Cylindrical mapping types.

Quality Properties

The quality parameters specify a trade between rendering speed and texture quality:

Quality ﬁ Blur FF Anisotropic Filter
= o —
rl

Sharpen

* Pixel: Shows the texture ‘as it is’ with no smoothing and anti aliasing. It takes little
resources to render, but it can often create a poor visualization. This can be visible
as ‘toothed’ lines and transitions, especially when close to the texture. A motion of
either object or camera, especially in the Z axis, will create a ‘blurring motion’ on
the texture, as the texture scales to fit the object.

¢ Linear: Performs a linear interpolation to smooth the texture when being magnified
or shrunk. The texture looks good, but some distortions can be visible when the
textured object is animated further away on the Z axis. As the object then gets
smaller and smaller, the shrinking and interpolation of the texture creates a lot of
“noise” on the texture. As a consequence, the linear quality is appropriate when the
objects that have the texture do not change their size much.

¢« Mipmap: Performs a linear interpolation to smooth the texture. In addition, it
offers a solution to the problem that shows on the two other qualities when the
object is being moved away along the Z axis or shrunk. To avoid the “noise” that
we see when a texture constantly scales to try to fit onto a shrinking/magnifying,
the mipmap quality creates a set of prefiltered images in a decreasing scale down
to almost on pixel. These are used as the object scales up and down and a more
static look of the texture is thereby achieved. Mipmap quality absorbs more memory
performance than the two other qualities.
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¢ Blur: Makes the image blurry. The blur filter can be set to either Smooth, which
blurs the image smoothly, or Mosaic, which makes the blur look like tiles.

* Sharpen: This option is useful when the rendering window is scaled to half height
mode.

¢ Anisotropic Filter: The Anisotropic Filter can be set to either Off or 2-16x.
Anisotropic filtering is used, when textured objects need to be rendered in z-
direction, where textures usually get blurred.

Environment Properties

The environment parameters specify the way the texture RGBA information is
combined with the object RGBA information:

Environment odulate BlendFactor | 0.0 urce Unit

¢ Environment: Select from:

* Blend: Blends the RGBA parameters of texture and object.

* Decal: Uses only the RGBA information of the texture and disregards the RGBA
of the object.

¢ Modulate: Uses the RGBA information of the texture and enables in addition use
of lighting on the textured object.

¢ Add: Adds source unit 1 and source unit 2 together.

e Add Signed: Adds source unit 1 and source unit 2 then subtracts 0.5.

¢ Interpol.: Linear interpolation between source unit 1 and source unit 2.

* Blend Factor: Defines in interpolation mode how much of source unit 1 and unit 2
is used (0.0%: shows current unit, 100%: shows source unit).

* Source Unit: Sets the second source unit for interpolation mode (can be all other
units together or just a specific unit).

Note: Blend Factor and Source Unit environment options are only available for the
Interpolated environment.

Wrap Properties

Wraps the object by repeating or clamping (no repeat - the texture’s edge color is used
to fill the rest of the object) the texture onto the object’s surface. This setting comes
into operation if the texture mapping cannot fill the whole object (e.g. the texture was
scaled below 0.0):

« Repeat: Means that the whole texture is repeated over again to fill out the object

¢ Clamp: Means that the pixels on the end of the image are repeated to fill out the
object

Compress. Properties

Texture compression can be used to save texture memory on the graphics card:
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*« None: No compression

¢ DXT1: Compresses to an RGB image. This format has a 6:1 compression ratio (DXT1
does not store alpha)

¢« DXT3: Compresses to an RGBA image with a 4:1 compression ratio

« DXT5: Compresses to an alternative RGBA image that treats the alpha channel
different than DXT3 (alpha looks smoother). DXT5 has the same compression ratio
as DXT3

Component and Constant Color Properties

(1)
Constant Color - 100.0 ;r

¢ Component: Select from:

¢ Color: Only the RGB color of the texture will be used. Set the alpha to a constant
value in item 1

* Alpha: Only the alpha of the texture will be used. Set the RGB color of the
texture to a constant color specified in item 1

e Color Alpha: Both the alpha and the RGB color of the texture will be used
(default setting)

* Constant Color: Set the constant RGB color of the texture when Alpha is selected

=
io0.0 [

¢ Position: Defines the position of the texture relative to the one stored in the
picture.

¢ Rotation: Defines the rotation of the texture relative to the one stored in the
picture.

¢ Center: Shifts the center of the image.

* Scaling: Scales the image that is used as texture. Before changing the scale values
of the image, make sure to set the preferred kind of scaling:

* Single: Scales each axis by itself.
¢ Locked: Scales all axes at once, so that X, Y, and Z have the same value.

¢ Proportional: Scales all axes at once, so that the values remain proportional.

Stereo Mode Properties

Select the correct stereo mode for the inserted image:

Stereo Mode

?
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4.6.9

¢ None: No Stereo mode.
¢ Config: Images are drawn as set in the Viz Configuration

* Over Under Left Top or Over Under Right Top: Two images are stored, one over
(top) and the other under (bottom), left or right eye (top) first. The image height
will be halved, providing half resolution.

+ Side by Side Left or Side by Side Right: Two images are stored, side by side, left
or right eye first. The image width will be halved, providing half resolution.

To Open the Texture Editor

¢ Click the icon representing the texture either on the Container or in the Properties
editor.

See Also

¢ Add Containers to a Scene

e Working with Image Elements
¢ Image Editor

Plugin Editor

When a Geometry, Container or Shader Plugin is added to a Container its properties will
be available in the Properties Panel. Each Plugin may or may not have properties that
can be modified.

.Contnincr Camera |Light Scene

L Plugin (1.0.0)
m =R
[PiiGFENY Opposite | Random || Static || wave || Center
2 Center
[ Grear ™ pSEE
= N =y
=g
iy
[
[
e T R - |
Gl

Click on the information icon ( Hll ) to show details about the selected plugin, if
available. Additional information may also be available in the plugin section of this User
Guide, see these Plugin sections for more information:

¢ Geometry Plugins

e Container Plugins
¢ Shader Plugins
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4.6.10 Material Editor
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When a Material has been added to a Container, the Container-specific Material can be
modified in the Material Editor that opens in the Properties panel. Only the Container-
specific Material will be modified, the original Material in the Graphic Hub database will
not be affected (see Working with Material Elements).

This section contains information on the following procedures:

¢ To Modify a Scene Specific Material

¢ To Save the Container Material

To Modify a Scene Specific Material

1. Click the Material icon in the Container (1) or Properties panel (2). The Properties
panel Material Editor (3) is shown.

2. Adjust the Material Color Properties and Schemes as necessary.

To Save the Container Material

1. Move the modified Material to the Server Area:
¢ Drag the material icon from the Container to the Server area, or
* Drag the material icon from the Properties area to the Server area, or
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¢ Click in the Material properties panel and drag the material icon to the Server
area

2. Enter a name for the material.

Please Enter Material Name: |New_Material_Namd
Ok | Cancel
3. Click OK.
See Also

e Material Editor

e Light Editor
¢ Common Element Procedures
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5 Manage Work and Graphic Hub

This section details how to work with Elements, add, edit and search for, and how to
add Built ins to a Scene.

This section contains information on the following topics:

Graphic Hub
Server Area

Folder Tree
What are Elements

Element Area
Working with Elements

Add Properties to Containers and Scenes

Assign Keywords to Elements
Image Editor

Fontstyle Editor
Material Editor

Element Search

SmartView Search

Background Loading

Built Ins

5.1 Graphic Hub

The Graphic Hub is the database solution where all Viz Artist Elements are stored.
Elements can be either:

Scenes
Geometries

Images

Materials

Materials Advanced

Fonts
Audio Clips

To start Viz Artist successfully, the user must log in to a running Graphic Hub.

The database can either be a local instance, where only one user can log in. Such a
database can be installed on the computer where Viz Artist is used. In a multi user
environment, the database is installed and run on a centralized server, providing
shared access to various users at the same time.

The individual items are stored in the Graphic Hub data directory as file objects. The
database itself manages the items in terms of properties and Universally Unique
Identifiers (UUIDs).
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Clients can work with and organize items through the Viz Artist GUI in a logical folder
structure provided by the database. Although each item can be listed and linked in
more than one folder, it will be in the database only once.

See Also

e What are Elements
e Graphic Hub User Guide

5.2

Page 118

Server Area

The Server area shows an overview of all available Elements in the Graphic Hub (GH)
database.

Built Ins

Server - Images

|
IJLJ EI

L] EEDDRn
y

The Server area is divided in two:

* Folder Tree (1): Shows the logical tree of folders in the GH database.
¢ Element Area (2): Shows the Elements in the selected folder.

Tip: To resize the two areas, drag the vertical separator.

To show the Server area

¢ Click Server in the Main menu.
This will show the Server Area together with the scene tree and Scene Editor.

or

* Click Server/Stage in the Main menu.

This will show the Server Area together with the Stage and Scene Editor.
or

* Click +Tree/Stage in the Main menu.
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52.2

This will show the Server Area together with the stage, scene tree, and Scene Editor.

Server Tree Bar

The Server Tree bar consists of various buttons that make it possible to create folders
and modify the appearance of the Server Tree. It is located at the top left side of the
Server area.

™7 D0-WORK
™ 01-GLO 5

The Tree bar contains the following options:

=1 expand: Expands the currently selected branch and all its sub-branches (see
To expand or collapse a folder branch).

= Collapse: Collapses the currently selected branch and all its sub-branches
(see To Collapse a Folder Branch Including all its Sub-Branches).

= Add New Project (folder): Makes it possible to add a new project folder to
the Server Tree (see To Create a New Folder).

=1 Add New Folder (regular): Makes it possible to add a new regular folder to
the Server Tree (see To Create a New Folder).

[E=] Restrict to Current Project Folder: Restricts to working project folder by
narrowing down the server view so that only the selected project folder with its sub-
folders are shown.

Note: This option is only available if a project is selected in the Server Tree.

E=l show All Project Folders: If the tree is narrowed down to only one project
folder, the tree is expanded to show all folders.

Refresh: Refreshes the Server Tree and adds updates.

Server Tree Menu

Right-click a folder in the Server Tree to open the Server Tree context menu.

Rename
Delete

Create Sub Project...
Create Sub Folder...

Add a
Delete from Be

Switch Folder Type Highlighting On

Rename: Change the name of the selected folder (see To Rename a Folder).

Delete: Deletes the selected folder (see To Delete a Folder).

Create Sub Project...: Create a sub-project folder under the currently selected
project folder (see To Create a New Folder).
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Note: It is not possible to add a sub-project folder to a regular folder (see
Folders).

* Create Sub Folder...: Create a sub-folder under the currently selected folder (see
To Create a New Folder)

¢ Add as Bookmark...: Adds the selected folder to the list of bookmarks (see To
Bookmark a Folder). Bookmarks are added to the Server Tree menu at the bottom.
Click a bookmark in the list to open the corresponding folder

e Delete from Bookmarks...: Deletes the selected folder from the list of bookmarks
(see To Delete a Folder Bookmark)

» Switch Folder Type Highlighting <On/Off>: Set highlighting of folders to On or
Off. For example, if a folder (and sub-folders) contain a Scene it will be highlighted
when the Scene tab is selected. The default setting of this feature can be set in
User Interface of the Viz Configuration (see the Viz Engine Administrator Guide)).

« <Bookmark(s)>: Show a list of all current bookmarked folders. Click on a folder
bookmark to go to that folder.

5.3

53.1

Page 120

Folder Tree

The Server area folder tree shows a structured storage of Elements, and is located at
the left side of the Server area.

\ul backaround

™ Flags

Viz Artist can be configured to highlight only the folders in the tree that contain a
selected Element type (see Folder Type Highlighting in User Interface (see the Viz
Engine Administrator Guide)). The labels of folders, and their sub-folders, that contain
none of the selected Element type are grayed out.

Right-click on any folder in the Server Tree to open the Server Tree Menu .

This section contains information on the following topics:

e Folders
¢ What are Elements

e Server Tree Menu

Folders

The Server Tree can contain two types of folders:

¢ Regular folders
¢ Project folders
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The difference between a regular folder and a project folder is that by defining a
working project, the tree can be collapsed so that only the currently selected project
and its sub-folders and sub-projects folders are shown.

Both types of folders can be dragged around after being added to the Server Tree.
This section contains information on the following topics and procedures:

e Folder Position in the Server Tree

¢ To Create a New Folder

¢« To Rename a Folder

« To Move a Folder

e To Delete a Folder

¢ To expand or collapse a folder branch

e To Expand a Folder Branch Including all its Sub-Branches

¢ To Collapse a Folder Branch Including all its Sub-Branches

e To Bookmark a Folder

¢ To Delete a Folder Bookmark

Folder Position in the Server Tree

The position in the Server Tree where a moved or new folder is placed depends on
where in the Server Tree they are dragged and released.

afe VizCuriousMaps
2 Vizrt

¢ Release the Add New <Folder/Project> button (1) on the left side will create a
folder at the same level as the folder highlighted (2).

* Release the Add New <Folder/Project> button on the right side will create a sub-
folder, of the folder highlighted (3).

To Create a New Folder

Use to create new Regular folders or new Project folders (see Folders).

Note: A new project folder cannot be created in a folder.

Note: Special characters, such as space, are not allowed in folder names.

1. In the Server Tree Bar, drag the H (Add New <Folder/Project>) button, to the
Server Tree.
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2. Create a new folder in the required position in the Server Tree (see Folder Position
in the Server Tree):

* Folder level: Drop the Button over a current folder, on the left side of the
Server Tree.

* Folder Sub level: Drop the Button on a current folder, on the right side of
the Server Tree.

3. In the dialog box that opens, type a descriptive name for the folder.
Click the Ok button.

Or:

1. Click a folder in the Server Tree.

2. In the Server Tree Bar, click the Add New <Folder/Project> button.

3. In the dialog box that opens, type a descriptive name for the new folder type.
4. Click the Ok button.

Note: If the selected folder is a regular folder and a new project folder is to be
created, the new project folder will be created at the next available place up in the
Server Tree.

Or:

1. Right-click a folder in the Server Tree.
2. In the Server Tree Menu that opens, select:

e Create Sub Folder..., or
* Create Sub Project...

Note: Create Sub Project will be only available if a project folder can be created in
that position.

3. In the dialog box that opens, type a descriptive name for the new Sub-folder type.
4. Click the Ok button.

To Rename a Folder

Select the folder to be renamed.
2. Open the rename text box:

» Right-click a folder in the Server Tree. In the Server Tree Menu that opens, click
on Rename, or

* Press <F2>.
3. In the text box that opens, type a new descriptive name
Press <Enter>.

To Move a Folder

1. Drag a folder to its new location.

2. Drop the folder, at its new location, to the left or the right of the Sever area Tree
(see Folder Position in the Server Tree).
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Note: If a project or folder cannot be dragged and dropped, check the Allow
Folder Move settings (see Global Properties in Database of Viz Configuration
in the Viz Engine Administrator Guide)

To Delete a Folder

1. Right-click a folder in the Server Tree.
2. In the Server Tree Menu that opens, select Delete.

3. Click Yes to confirm.

Note: If the folder is added as a bookmark, the bookmark will also be deleted (see
To Bookmark a Folder).

Or:

1. Drag a folder to the Trash Can G .
2. Click Yes to confirm.

To expand or collapse a folder branch

Click the = (Expand or Collapse) icon to the left of the folder name, or
¢ Double click a folder.

To Expand a Folder Branch Including all its Sub-Branches

1. Select a folder in the Server Tree.

2. Click the BB (Expand) button in the Server Tree Bar.

To Collapse a Folder Branch Including all its Sub-Branches

1. Select a folder in the Server Tree.

2. cClick the E=H (Collapse) button in the Server Tree Bar.
To Collapse all Folder Branches
* Double-click the =4 (Collapse) button in the Server Tree Bar.

To Bookmark a Folder
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For User convenience folders can be bookmarked to make it easier to find often used
folders. Bookmarked folders are added to the Server Tree menu (1). Click a bookmark
in the list to open the corresponding folder.

Rename
Delete
Create Sub Project...

Create Sub Folder...

Add a
Delete from Bookmarks...

(1) Switch Folder Type Highlighting On

1. Right-click a folder in the Server Tree.
2. In the Server Tree Menu that opens, select Add as Bookmark...

To Delete a Folder Bookmark

1. Right-click a folder in the Server Tree.
2. In the Server Tree Menu that opens, select Delete from Bookmarks...

5.4
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What are Elements

Elements are properties that are used to build up a Scene. Elements can also be
complete Scenes.

The Server Area shows the Elements that are available, for the folder selected, in the
Server Folder Tree.

This section contains information on the following topics:

e Scenes

* Geometries

e Materials

e Materials Advanced

¢ Images
* Fonts

e Audio Clips

See Also

¢ Add Properties to Containers and Scenes
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54.1

5.4.2

Scenes

Scenes are root Elements that hold other Elements. Scenes are stored in the Graphic
Hub database and are available through the Server area.

™ 00_NAB2014_QA
™ 02_GFx

ALL_GLOBALS
CDI
™ CLIENTS_WIP
i clipimages
™7 Default
Demo_Austria
™ Floritz

If a Scene is opened, the Scene Tree area shows the logical visualization of all the
objects within the Scene. The Scene Tree consists of Containers that hold Elements and
properties, organized in a hierarchy and grouped in logical divisions. The Elements and
properties can be Geometries, Images, Materials, Fonts, transparency functions, key
functions, and many more (see What are Elements and Built Ins).

Note: Viz supports the import of scenes from numerous third party file formats
(see Import Files and Archives)

See Also

e Working with Scene Elements

¢ Common Element Procedures

e BuiltIns
¢ Add Properties to Containers and Scenes

Geometries

Geometries are stored in the Graphic Hub database and are available through the
Server Area.

™ Demo_i
™ Flori

Geometries can be created in Viz Artist or imported from an external modeling program
(see Import Files and Archives).

Viz Artist also has a set of Geometries that are built-in Geometry Plugins. These
geometries are common plugins that can be used in Scenes.
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An Geometry can be added to a Scene as a standalone Container or as a Geometry
property of a Container. Drag the object from the Element List (or Favorites Bar) to the
Scene Tree, Scene Editor or add to a Container in the Scene Tree (see Add Containers to
a Scene ).

See Also

¢ Working with Geometry Elements

* Properties panel Geometry Editor

¢ Common Element Procedures

e Built Ins

e Add Properties to Containers and Scenes

Materials

Materials hold colors, customized colors and light effects which can be applied to
objects in a Scene.

The Materials icon (1) in the Element area shows the current state of the Material.
The color for a lit object is shown on the sphere within the icon, while the three parts
around the sphere show the plain color for an object that is not lit.

WS Secuiar |Emission
<1
=
=

100.0 % o

Save |Save As| Close

When a Material has been added to a Scene, the Scene-specific Material can be
modified in the Material editor that opens in the Properties panel. Only the Scene
specific Material will be modified, the original Material in the Graphic Hub database will
not be affected (see Working with Material Elements).

L+

o
-

[+ +]

yemo_Austria

See Also

e Working with Material Elements

e Properties panel Material Editor
* Material Editor
¢ Common Element Procedures

e Lights
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e Add Properties to Containers and Scenes

5.4.4 Materials Advanced

An Material Advanced is an Element that can combine a Shader plugin, an Image and
a Material Element. A combination minimum of two items are required to create the
Materials Advanced.

The Materials Advanced Element is stored in the Graphic Hub database and are
available in the Server area Element List.

To add a Material Advanced as a Container item, drag the Material Advanced from the
Element List (or Favorites Bar) to a Container in the Scene Tree.

See Also

¢ Working with Material Advanced Elements

¢ Common Element Procedures

e BuiltIns
e Add Properties to Containers and Scenes

5.4.5 Images

Viz Artist supports still images in formats TIFF, BMP, SGI, JPG, TGA, PSD, XPM, HDR,
PNG. The Images are stored in the GH database and are available through the Server
area.

An Image can be added to a Scene as a standalone Container, or as a Container item.
Drag the Image from the Element List (or Favorites Bar) to the Scene Tree, Scene Editor
or add to a Container in the Scene Tree (see Add Containers to a Scene ).

See Also

e Working with Image Elements

¢ Common Element Procedures

e Properties panel Texture Editor
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¢ Image Editor
¢ Add Properties to Containers and Scenes

Fonts

Fonts are complete character sets within a unique style. The Fonts are stored in the
Graphic Hub database and are available through the Server area.

™9 Demo_Austria
{ ™ Floritz

A Fontstyle can be added to a Scene as a standalone Container or as a Container item.
Drag a Fontstyle from the Element List (or Favorites Bar) to the Scene Tree, Scene
Editor or add to a Container in the Scene Tree (see Add Containers to a Scene).

See Also

e Working with Fontstyle Elements

¢ Common Element Procedures

* Properties panel Text Editor

¢ Fontstyle Editor
e Add Properties to Containers and Scenes

Audio Clips

Viz Artist supports Audio clips in formats WAVE, MP3, and Vorbis (ogg), which are stored
in the GH database and are available through the Server area.

|G |M[ma |1 |F[A|V AllAuto Guests View

k
I Name : Date Owmer

The Audio clips can be added to Scenes and, or to the animation of a Scene. See:

¢ To Add an Audio Clip to a Scene (Context Menu)

¢ Animate Audio

See Also

¢ Working with Audio (Clips) Elements

e Common Element Procedures
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e Add Properties to Containers and Scenes

5.5 Element Area

The Element area shows the Elements that are available for the folder selected in the
Server Tree.

™9 CLIENTS_WIP
™ B
clipimages
& @l Default
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£ ™ material
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mydata
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This section contains information on the following topics:

¢ Element List
¢ Element Context Menu

e Content Switcher

e Server Menu
e Properties Panel

5.5.1 Element List

The Element list shows all Elements in the selected folder.
This section contains information on the following procedures:

* Default View

* Details View

¢ To Show Elements with Details

e To Show Elements Details With or Without Icons

e To Show the Properties Panel

¢ To Sort Elements
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Default View

s[G[m ma[1[F[av allaute

Elements are, by default, shown with a thumbnail and their name, and sorted
alphabetically. To show additional information about the Elements see To Show
Elements with Details and To Show the Properties Panel . Right-click an item in the
Element List to open the Element Context Menu .

Tip: Holding the pointer over a thumbnail will show the whole Element name as a
tool tip.

Details View

The Elements in the list can be shown with information about their owner and creation
date.

To Show Elements with Details

¢ Click on Detail from the Server Menu, or

¢ Hold the pointer over the Server area and press the keyboard shortcut <Ctrl+Y>.

To Show Elements Details With or Without lcons

e When in Detail view toggle click the I (1) in the Elements list header to view
Elements icons or not. When no icon is selected the Element name shows.

Element Properties
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The Properties Panel will show detailed information about file, links, keywords, and
history for the selected Element in the list.

B =
MName : Date Owner
01_gradient 22.04.2014 14:13 Guest

=

UuID:

Path/MName:

To Show the Properties Panel

¢ Select Show Properties from the Server Menu, or
¢ Hold the pointer over the Server area and press the keyboard shortcut <Ctrl+P>, or

¢ Right-click an Element in the Element List. In the menu that opens, select Show
Properties...

See Also

¢ Properties Panel

To Sort Elements

Elements can be sorted in Default View or Details View. Click on a column heading to:

* Name (1): Sort Elements by name.
« Date (2): Sort Elements by the last date and time when the Element was modified.
* Owner (3): Sort the Elements by name of the Element owner.

To sort the Element list, click on either the Name, Date or Owner columns. Click on the
arrow (shows when a column is clicked on) to sort ascending or descending
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Note: By default Elements are sorted alphabetically by name.

5.5.2 Element Context Menu

Right-click an Element in the Element List to open its context menu, which contains the
following options:

«ground Loading

Add to Container(s): Add the selected Element to a highlighted Container(s).

Note: Not available for Scene or Audio Elements.

« Open <Scene name>: Opens the selected Scene.

Note: Available for Scene Elements only.

« Rename: Change the name of the selected Element (see To Rename an Element).
* Delete: Delete the selected Element (see To Delete an Element).
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¢ Delete with all references: Delete the selected Element and all its referenced
Elements. Referenced Elements are not deleted if they are referenced by other
Elements.

¢ Duplicate: Creates an independent copy of the selected Element. The copy will be
placed in the same folder as the original Element (see To Create an Element Copy in
a New Folder).

* Verify/Restore: Locates, verifies and attempts to correct a corrupted Element.

* Switch to Small/Large Icons: Toggles between small or large Element icons in the
Element List.

¢ Create New [Element]: Create a new Element:
¢ In the dialog box that opens, type a descriptive name.
¢ Click the Ok button.

Note: The ‘Create new’ option is only available for Scenes and Materials.

e Add as Favorite...: Adds the selected Element to the Favorites Bar in the Scene
Tree area.

Note: It is not possible to add Scenes or Audio Elements as favorites.

¢ Delete from Favorites: Deletes the selected Element from the Favorites Bar .

¢ Check Out: Checks out the selected Element, so that only the user that checks out
the file can modify it (see To Check Out Elements ).

Tip: Other users can see the name of the user that has checked out the file from
the Properties Panel .

¢ Check In: Checks in the selected Element, so that all users can modify it (see To
Check In Elements).

Note: The check in option is only available for Elements that have been checked
out.

¢ Check for Background Loading: Click to check if the selected Element is suitable
for Background Loading. A message box opens, and shows if the Element is suitable

or not. If not suitable, the message gives reasons why.

*« Show Properties...: Shows the Properties Panel at the bottom of the Element area,
with the File Info tab selected.

e Show Folder Links...: Shows the Properties Panel at the bottom of the Element
area, with the Links tab selected.

Note: The folder links option is only available for Elements that are linked (see To
Create a Linked Element ).
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*« Show Keywords...: Shows the Properties Panel at the bottom of the Element area,
with the Keywords tab selected.

¢ Show History...: Shows the Properties Panel at the bottom of the Element area,
with the History tab selected.

¢ Close Properties: Closes the Properties Panel .

¢ Search Reference...: Opens the Search window and searches the database for
other Elements which are referenced to the selected Element (see Reference Search

).

Note: It is not possible to perform a reference search for materials, as materials
are not referenced. Material information is held inside the Scene.

e Export...: Selected Image and Audio clip Elements can be exported (see To Export
an Image or Images and To Export an Audio clip).

Note: This option is only available for images and audio.

* Export as XML...: Export an XML representation of a Scene and other objects into
an XML file. XML files can be used to compare two versions of a Scene using a file
comparison utility (aka diff tool).

* Deploy...: Deploy an Element, with all its necessary data, from one server to
another. For example, if a Scene is deployed, all items referenced by the Scene
(Images, Geometries, etc.), will also be deployed (see To Deploy Selected Elements
and To Deploy Single Elements).

Note: Available when Deploy is enabled and a valid Deploy server is entered in
Deploy Properties (see Database in Viz Configuration section of the Viz Engine
Administrator Guide).

Content Switcher

Folders can contain various types of Elements.

To view only a selected type of Element, contained in a folder, click an Element type
tab from the Content Switcher (1). If the All tab is selected all Elements in the selected
folder, regardless of type, will be shown.

O™ CLIENTS_WIP
e e

¢ S: Shows only Scene Elements.

* G: Shows only Geometry Elements

¢ M: Shows only Material Elements

¢ MA: Shows only Material Advanced Elements
¢ I: Shows only Image Elements

¢ F: Shows only Fontstyle Elements

e A: Shows only Audio Elements
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¢ All: Shows all Element types

* Auto: Shows the Element type with the most instances in the selected folder. For
example, if there are five materials in a folder, but only one instance of each of the
other Element types, the materials will be shown in the Element List.

¢ <Username>s View: Personalized view to enter and save free text searches for
later use (see SmartView Search).

This section contains information on the following topics:

e Content Switcher Menu

¢ Element Type History

e To Show the Element Type History List

¢ To Show the Element type Last Used Folder

See Also

¢ Working with Elements

Content Switcher Menu

A right-click on one of the tabs in the Content Switcher opens the Content Switcher
menu. At the bottom of the menu, below the command separator, is a list of hot folders
for the selected Element type. Hot folders are Element specific favorite folders that the
User often uses. Selecting a hot folder in the list will open the corresponding folder and
switch to the selected Element type.

The Content switcher menu contains the following options:

¢« Mark as Hot Folder...: Adds the currently selected folder to the list of favorites.

Note: Each Element type has a separate list of Hot Folders.

* Unmark as Hot Folder...: Removes the currently selected folder from the list of
favorites.

Element Type History

The Element type history shows an overview of previously used folders and is saved
independent of Element type. Each Element type has a separate history list, which can
contain up to 20 hits.

Note: A folder is added to the History list when an Element has been dragged,
regardless if the Element was actually used in a scene.
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To Show the Element Type History List

:_Product_Specialists/Adrian_Fi

_Product_Specialists/Adrian_Fi
esearch_Developement/Fra

[vizri_Research_Developement/Walter_Getz
fvizrt_Product_Specialists/Adrian_Fiedrich/DW

1. Hold the pointer over one of the tabs in the Content Switcher.

2. Press and hold <Ctrl>, and right-click.
3. Move through the list and click to show the selected folder.

Note: The Element list is shown in last used order.

To Show the Element type Last Used Folder

1. Hold the pointer over one of the tabs in the Content Switcher.
2. Press and hold <Ctrl>, and left-click.
3. The content of the last used folder for this Element type will be shown.

554 Server Menu

At the top of the Server area is the Server menu.

Built Ins Control Views

e Search: Opens the Search window (see Element Search).

¢ Cut: Cuts the currently selected Element, so that it can be pasted in another folder
(see To Move an Element to a New Folder).

* Copy: Copies the currently selected Element, so that it can be pasted in another
folder (see To Create an Element Copy in a New Folder).
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¢ Paste-Link: Pastes a copied Element as a linked file. Since the new Element is
linked, the Element thumbnail will contain a Link icon in the lower left corner (see
Linked Elements).

* Paste-Dup: Pastes a copied Element as an independent file (see To Create an
Element Copy in a New Folder).

*« Show Properties: Shows the Properties Panel at the bottom of the Element area,
with the File Info tab selected (see To Show the Properties Panel).

« Detail: By default, Elements are presented in the Element list with thumbnail
and name. By selecting the Detail option, additional information about owner and
creation date is shown (see To Show Elements with Details ).

¢ Create: Makes it possible to add a new Element (see Working with Elements ).

* Export: Makes it possible to export an Element (see To Export an Image or Images
and To Export an Audio clip).

« Export as XML: Export an XML representation of a Scene and other objects
into a file. XML files can be used to compare two versions of a Scene using a file
comparison utility.

* Check Out Files: Checks out the selected Elements, so that only the User who
checked out the files can modify them (see To Check Out Elements ).

Tip: Other users can see the name of the user that has checked out the files from
the Properties Panel .

Check In Files: Checks in the selected Elements, so that all Users can modify them
(see To Check In Elements).

out.

* Reconnect: Re-establishes the connection to Graphic Hub.
¢« Change User...: Change the current User.

See Also

* Lights
e Server Area Shortcuts

5.5.5 Properties Panel

The Properties panel shows detailed information about the selected Element in the
Element List. It is shown below the Element list.

This section contains the following topics and procedures:

¢ File Info Tab
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e Links Tab
¢ Keywords Tab
e History Tab

¢ Keywords Tab
e To Show the Properties Panel

¢ To Show the Properties Panel with a Selected Tab Open

¢ To Close the Properties Panel

File Info Tab

The File Info tab shows various information about the selected Element:

¢ UUID: Shows the universally unique Element identifier.

« Path/Name: Shows the path to where the Element is located and the name of the
Element.

¢ Type: Shows the Element type, for example Fontstyle, Image, or Material.
¢ Creation Date/Time: Shows the date and time when the Element was created.
¢ Owner: Shows the name of the user that owns the Element.

¢ Modification Date/Time: Shows the date and time when the Element was last
modified.

¢ Checksum: Shows the file’s checksum in case you need to check its validity.
* File size: Shows the size of the Element file.

* Checked Out By: If the Element has been checked out, it shows the name of the
User who did the checkout operation (see Active Elements ).

* Locked By: If the Element has been locked, it shows the name of the user that has
performed the lock operation (see Active Elements).

Links Tab

The Links tab shows the links that are assigned to the selected Element:

File Info Links | Keywords [History

Name: aqua_ba _-_A_mellow_key, Linkname: agua_bassin

Path
Vizre/Audie/FX 3
Vizrt/Audio/mp3

¢ Path: Shows the path to where the linked Elements are located.
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¢ Link Name: Shows the names of the linked Elements.

Tip: Click one of the links to select the folder where the linked file is placed, and
to show the Element in the Element List.

Keywords Tab

The Keywords tab shows the keywords that are assigned to the selected Element.
Keywords can be assigned, for example, when an Element is imported to Viz Artist (see
Assign Keywords to Elements ).

[File Info [Links |.Keywords Histur“-,-'.

Note: If multiple Elements have been selected, and some keywords are grayed
out, the gray keywords are assigned to at least one of the selected Elements, but
not all.

History Tab

The History tab shows the history of the selected Element:

Filename: addred

1 rver.10.211.111.19
Created c2 b4 fa 42 b5 4b 05 3d

* Date: Shows the date and time when the Element was created or modified.

¢ User: Shows the name of the user that created or modified the Element.

* Changes: Shows the operation that was performed on the Element, for example if
the document was created.

¢ SysID: Shows the Viz Artist license number on the machine that performed the
operation.

¢ Module: Shows the name of the application that changed the data.

¢ Source: Shows the source of the data. For example, the archive name for an
imported object or the name of the Graphic Hub from where it was copied.

To Show the Properties Panel

¢ Select Show Properties from the Server Menu, or
¢ Hold the pointer over the Server area and press the keyboard shortcut <Ctrl+P>, or
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¢ Right-click an Element in the Element List. In the menu that opens, select Show
Properties...

To Show the Properties Panel with a Selected Tab Open

¢ Right-click an Element in the Element List. In the menu that opens, select either:
* Show Properties...
* Show Folder Links...
* Show Keywords...
* Show History...

Note: The Show Folder Links... option is only available for Elements that are
linked (see Linked Elements ).

To Close the Properties Panel

¢ Right-click in the Element List. In the menu that opens, click on Close
[Properties], or

* Click the Close icon in the upper right corner of the Properties Panel, or
¢ Un-tick Show Properties in the Server Menu.

5.6 Working with Elements

This section contains information on the following topics:

¢ Common Element Procedures

e Active Elements

e Active Elements

¢ Linked Elements

 Referenced Elements

¢ Working with Scene Elements

¢ Working with Geometry Elements

e Working with Material Elements

¢ Working with Material Advanced Elements

e Working with Image Elements

e Working with Fontstyle Elements

e Working with Audio (Clips) Elements

5.6.1 Common Element Procedures

These are procedures which are common to all Element types.
This section contains information on the following topics:

e To View Elements in a Folder

¢ To Rename an Element

e To Delete an Element

¢ To Delete an Element with all References
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¢ To Create an Element Copy in a New Folder

¢ To Create an Element Copy in the Same Folder

e To Move an Element to a New Folder

¢ To Create a Linked Element

To View Elements in a Folder

1. Open the Element panel from the Content Switcher:

Element Tab |Keystroke (hold the pointer over the Server area)
Scenes S <Ctrl+1>
Geometries 0] <Ctrl+2>
Materials M <Ctrl+3>
Materials Advance MA <Ctrl+4>
Images | <Ctrl+5>
Fonts F <Ctrl+6>
Audio Clips A <Ctrl+7>

2. Select a folder in the Server Tree.

Note: Select All in the Content Switcher to view all Element types in the folder
selected.

To Rename an Element

Select the Element to be renamed.
2. Open the rename text field:
* Right-click the Element and select Rename from the context menu, or
* Press <F2>.
3. In the text field that shows, type a new descriptive name.
Press <Enter>.

Note: If renaming a linked Element, only the name of the selected Element will
change, not the linked one (see Linked Elements).

To Delete an Element

1. Select the Element to be deleted.
2. Delete the Element:
* Drag the Element to the trash can, or
* Right-click the Element and select Delete from the context menu, or
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* Press <Delete>.
3. Click on Yes to confirm.

Tip: To delete multiple Elements select the Elements to be deleted and drag to
the Trash Can.

Note: If deleting a linked Element, only the link to the folder will be removed. The
Element itself will remain in the database (see Linked Elements).

Note: Referenced Elements cannot be deleted. Referenced Elements are used by
other Elements.

To Delete an Element with all References

Deletes the selected Element and all its referenced Elements. Referenced Elements are
not deleted if they are referenced by other Elements.

Note: Referenced elements are deleted if they are referenced to ONLY the
selected Element. If they are also referenced to others, then they will not be
deleted.

Locate the Element to be deleted.

2. Right-click the Element and select Delete with all references from the context
menu.

3. Click on Yes to confirm.

To Create an Element Copy in a New Folder

Use this procedure to create an independent copy of an Element(s) in a new folder:

Note: To select more than one Element press and hold <Ctrl> and click on each
required Element or press and hold <Shift> to select a range or Elements.

Select the Element(s) to be copied.
2. Press <Ctrl> and drag the Element(s) to the target folder.

or

1. Select the Element(s) to be copied.

2. Select Copy from the Server Menu or <Ctrl+C>.

3. Open the folder where the target Element(s) are to go.

4. Select Paste-Dup from the Server Menu or <Ctrl+Shift+V>

To Create an Element Copy in the Same Folder

Use this procedure to create an independent copy of an Element in the same folder:

1. Right-click the source Element.

2. In the context menu that shows, select Duplicate.
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In the dialog box that opens, type a descriptive name for the new Element.
Click the Ok button.

or

1. Select the Element(s) to be copied.

2. Select Copy from the Server Menu or <Ctrl+C>.

3. Select Paste-Dup. from the Server Menu or <Ctrl+Shift+V>

4. In the dialog box that opens, type a descriptive name for the new Element.
5. Click the Ok button.

To Move an Element to a New Folder

Note: To select more than one Element press and hold <Ctrl> and click on each
required Element.

¢ Drag the Element or Elements from the Element List onto the target folder in the
Server Tree.

or
1. Select the source Element(s).

2. Select Cut from the Server Menu, or <Ctrl+X>

3. Open the folder where the target Element(s) are to go.

4. Select Paste-Dup. from the Server Menu, or <Ctrl+Shift+V>.

To Create a Linked Element

Select the source Element.
2. Press <Alt> and drag the Element to the target folder.

or
1. Select the source Element.

2. Select Copy from the Server Menu, or <Ctrl+C>

3. Select the folder where the target Element is to go.

4. Select Paste-Link from the Server Menu, or <Ctrl+V>.
See Also

e Working with Elements

e Active Elements

¢ Linked Elements

 Referenced Elements

e |mport Files and Archives

5.6.2 Active Elements

Elements that are in currently work are Active Elements. These Active Elements are
locked or checked out.
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Element with locked icon

catloz

An Active Element has a small icon in the lower left corner of the thumbnail in the
Element List which changes to show different states:

[2] Locked: If a user connected to the database opens an Element, the Element will
be locked for all other users and marked with the keyhole icon. A locked Element
means that the Element can be opened and viewed by all users, but only modified
or saved by the user that has locked it. The Element will be unlocked when the user
closes the Element or disconnects from the database (see To Lock an Element).

E checked Out: If a user, connected to the database, checks out an Element, the
Element will be locked for all other users and marked with the stop icon. A checked
out Element means that the Element can be opened and viewed by all users, but
only modified and saved by the user that has checked it out. To cancel the check
out, the Element must be checked in (see To Check Out Elements and To Check In
Elements).

Note: The Element will stay checked out (locked) even if the user closes the
Element or disconnects from the database.

Locked and Checked Out: For a locked and checked out Element, the icon
represents a combined keyhole, stop sign (see To Lock and Check Out Elements).

This section contains information on the following procedures:

To Lock an Element
To Check Out Elements

To Check In Elements
To Lock and Check Out Elements

To Lock an Element

An Element is automatically locked when a user opens the Element. It is not
possible to perform this operation manually.

To Check Out Elements

1.
2.

Select the Element or Elements.
Check out the Elements:

* Right-click an Element and click on Check Out in the context menu (one
Element only), or

* Hold the pointer over the Server area and use the keyboard shortcut <Ctrl
+0>, or

¢ Select Check Out Files... from the Server Menu.

To Check In Elements
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5.6.3

1. Select the Element or Elements.
2. Check in the Elements:

* Right-click the Element and click Check In from the context menu (one
Element only), or

* Press the keyboard shortcut <Ctrl+1> while holding the pointer over the Server
area, or

e Select Check In Files... from the Server Menu.

To Lock and Check Out Elements

* An Element is automatically locked when a user opens the Element. It is not
possible to do this operation manually (see To Check Out Elements).

See Also

¢ Working with Elements

¢ Common Element Procedures

¢ Linked Elements

¢ Referenced Elements

¢ Import Files and Archives

Linked Elements

Every Element in the database is shown in one or more folders.

A linked Element has a small link icon attached to the lower left corner of the thumbnail
in the Element List. A linked Element will show, logically, in multiple folders, although
only one Element is physically saved in the Graphic Hub database.

To view the UUID of the linked Element, open the Properties Panel and select the File
Info tab. The UUID of the one saved Element is the same for all linked Elements, while
information such as path, and name may vary.

If modifying the Element in one of the folders, for example cropping an image, all the
linked items will reflect these changes.

To create a linked Element see To Create a Linked Element.

See Also

¢ Working with Elements

e Active Elements

e Referenced Elements

¢ Import Files and Archives
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5.6.4 Referenced Elements

A referenced Element is an Element which is connected to and used by another
Element, by a reference only.

Viz Graphic Hub

Scene File Image File
UUID: xxxxxx1 UUID: xxxxxx2

Image file reference
UUID: xoxoo0c 2

Image file knows
referenced in
UUID: xxxxox 1

Some Elements are, or can be, made up of other Elements, i.e. Geometries. An
Geometry Element can be made up of other Elements. These other Elements are not
physically part of the Geometry Element, but are used by reference.

Because the Geometry Element uses another Element as part of its output, any
changes to the referenced Element will result in changes the Geometry Element itself.

The Element which is referenced cannot be modified without a warning message. If the
referenced Element is modified then the Element which is referencing that Element will
be modified too - it will look and act differently.

A referenced Element cannot be deleted. The Element which holds the reference has to
be deleted before the referenced Element can be deleted from the Graphic Hub.

An Element can reference many other Elements.
See Also

¢ Working with Elements

¢ Common Element Procedures

e Active Elements

e Linked Elements

e Reference Search

¢ Import Files and Archives

5.6.5 Working with Scene Elements

This section contains information on the following topics:

¢ To Create a New Scene

e To Import a Scene
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e To Save a Scene

¢ To Save a Scene with a New Name

e Scene Save as... panel Context Menu

¢ To Undo/redo Operations in a Scene

To Create a New Scene

Note: This will create an empty new Scene. Add containers as required, in the
Scene Tree

Open the Scene tab (see To View Elements in a Folder).
Select the folder where the new Scene should go.

Open the Create New Scene panel:

¢ Right-click in the Element List. and select Create new Scene, or

¢ Open the Server Menu and select Create..., or

* Hold the pointer over the Server area and press <Ctrl+A>.

In the Create New Scene panel enter a text string for the new Scene.
5. Click on OK.

To Import a Scene

¢ For information about how to import a Scene (or an Archive) from a hard disk or
network share to the database see Import Files and Archives .

To Save a Scene

¢ Click the Save button in the lower left corner of the window, or

¢ Hold the pointer over the Scene Tree area and press the keyboard shortcut <Ctrl
+S>.

To Save a Scene with a New Name
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Click the Save As button in the lower left corner of the window.

Scene Name:
Ok |Cancel

IMPORTANT! In the Scene Save As... dialog box that opens, type a descriptive
name in the Scene Name text box.

2.

Click the Ok button to confirm.

Scene Save as... panel Context Menu

Scene Save As ...

r'mmmmmmmmml’n
) EEREEREER]
i
|
i

L+

| ok |Cancel

Right-click in the Scene Save as panel to open its context menu. Select from:

Rename: Rename the selected folder

Delete: Delete the selected folder

Create Sub Project: Create a new sub Project folder in the selected Project folder
Create Sub Folder: Create a new sub folder in the selected folder

Add to Bookmark: Add selected folder to Bookmarks

Delete from Bookmark: Delete selected folder from Bookmarks

Switch Folder Highlighting OFF/ON: Set highlighting of folders to ON or OFF. For
example, if a folder (and sub-folders) contain a Scene it will be highlighted when
the Scene tab is selected. This feature can also be set in User Interface of the Viz

Configuration.
<Bookmark(s)>: Click on a bookmarked folder to select that folder

To Undo/redo Operations in a Scene

Click the Undo/Redo button in the lower right corner of the Scene Tree panel, or
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¢ Hold the pointer over the Scene Tree panel and press the keyboard shortcut <Ctrl
+Z/Y>.

Tip: Holding the pointer over the Undo/Redo buttons will show a text in the
status bar describing the action that is about to be performed. Also, operations
can be undone/redone although the scene has been saved. However, this is not
possible after the scene has been closed and reopened.

See Also

e Common Element Procedures

5.6.6 Working with Geometry Elements

A Geometry can be added to a Scene as a standalone Container or as a Geometry
property of a Container.

See Also

¢ What are Geometries

¢ Common Element Procedures

¢ Active Elements

* Properties panel Geometry Editor

¢ Geometry Plugins

e |Import Files and Archives Geometries

5.6.7 Working with Material Elements

When a Material has been added to a Container, the Container specific Material can

be modified in a Material Editor that opens in the Properties Panel. Only the Container
specific Material will be modified, the original Material in the Graphic Hub database will
not be affected.

To create a new Material in the Graphic Hub database, see Material Editor.

See Also

e Active Elements
e Material Editor

e Light Editor
¢ Common Element Procedures
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5.6.8 Working with Material Advanced Elements

Built Ins

Y

This section contains information on the following procedures:

¢ To Create a Material Advanced
¢ To Edit a Material Advanced

See Also

¢ Common Element Procedures

¢ Active Elements

e Materials Advanced

e Materials
e BuiltIns

To Create a Material Advanced
1. From the Element List drag a Material and /or an Image to a Container in the
Scene Tree.

2. From the Built Ins drag a Shader to the same Container in the Scene Tree (if
required).

Note: A combination of at least two items (Material, Shader or Image) must be
applied to create a Material Advanced.

3. Right-click the Container in the Scene Tree.
Click Merge to Material Advanced.

The Material, Shader, and Image icons in the Container will then be merged into
one combined Material Advanced icon.
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7.

Select the project or folder where the Material Advanced should be placed (1).

-—

Elements
il Adv Mat

Drag the Material Advanced icon from the Container in the Scene Tree to the
Element List (2).

Please Enter Material Advanced Name:

Ok | Cancel

In the dialog box that opens, type a descriptive name for the Material Advanced.

Note: Special characters, such as space, are not allowed in Element names.

8.

Click the Ok button.

To Edit a Material Advanced

P w N

o

Select the project or folder where the existing Material Advanced is placed.
Drag the Material Advanced to a Container in the Scene Tree.
Right-click the Material Advanced icon on the Container.

In the context menu click Split Material Advanced. The Material Advanced icon
on the Container will then be replaced by separate icons for any Material, Shader,
or Image that the Material Advanced consists of.

Apply new items or modify the Material, Shader, or Image settings.
Right-click the Container in the Scene Tree.

In the context menu click Merge to Material Advanced. The Material, Shader,
and Image icons in the Container will merged into one combined Material
Advanced icon.
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8. Select the project or folder where the Material Advanced should be placed (1).

MATERIAL_ADVANCED

9. Drag the Material Advanced icon from the Container in the Scene Tree to the
Element List (2).

Please Enter Material Advanced Name:

Ok | Cancel

10. In the dialog box that opens, type a descriptive name for the Material Advanced.

Note: Special characters, such as space, are not allowed in Element names.

1. Click the Ok button.

5.6.9 Working with Image Elements

This section contains information on the following procedures:

¢ To Add an Image to the Graphic Hub Database

e To Edit an Image

e To Export an Image or Images

See Also

¢ Common Element Procedures

e Active Elements

e Properties panel Texture Editor
¢ Image Editor

To Add an Image to the Graphic Hub Database

* Import Images: Images can be imported from a hard disk or a network share to
the GH database (see Import Files and Archives), or

Tip: Multiple images can be imported at once.
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¢ Create a Snapshot: Images can be created through taking a snapshot of the
Scene Editor (see Snapshot), or

* Image Editor: In the Server Tree open an Image in the Image Editor (double-click
the Image), modify (if required) and select Save as...

To Edit an Image

1. Double click the image to open the Image Editor.
2. In the Image Editor that opens, define the new settings.
3. Click the Save button.

To Export an Image or Images
An image or multiple images can be exported.

1. Select the image(s) to be exported.

2. Open the Select Export Directory panel:
* Select Export... from the Server Menu, or (when only one image is selected)
¢ Right-click the image to be exported. In the menu that opens, select Export...

Select Export Directory  [BF

e TS
psd [taa [xpm [ Thdr [png |

Ok |Cancel

3. Select an image format for export.

IMPORTANT! In the Select Export Directory panel, select the folder where the
image should be exported to.

IMPORTANT! Click the Ok button.

Tip: When an RGB image with alpha is exported, an RGBA image will be created.
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Note: The name of the exported image will be equal to the name of the original
image.

5.6.10 Working with Fontstyle Elements
This section contains information on the following procedures:
* To Import a Font

e To Edit a Fontstyle
¢ To Create a Fontstyle

¢ To Show/Hide Blur or Outline Fontstyles

See Also

¢ Common Element Procedures

e Active Elements

¢ Properties panel Text Editor

¢ Fontstyle Editor
¢ Import Files and Archives Fontstyles

To Import a Font

¢ For information about how to import a font from a hard disk or network share to the
database see Import Files and Archives.

To Edit a Fontstyle

Double-click the Fontstyle to open the Fontstyle Editor.

If the Fontstyle is referenced in more than one Scene, a Conformation Panel
will open. Click Yes to confirm. Click No to cancel (see Reference Search and
Referenced Elements).

This Font is referenced in enes!
Use the Database Reference Sear more details.

Are you sure you want to ge it ?

3. In the Fontstyle Editor define the new settings.
Click the Save button.

See Also

¢ Referenced Elements

To Create a Fontstyle

Note: A new Fontstyle will be based on a font which already exists.

1. Double-click the Fontstyle to open the Fontstyle Editor.
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2. If the Fontstyle is referenced in more than one Scene, a Conformation Panel will
open. Click Yes to confirm. Click No to cancel (see Reference Search ).

re details.

In the Fontstyle Editor, define the new settings.
Click the Save As button.

In the Save As... panel, type a descriptive name for the new Fontstyle in the text
box.

6. Click the Ok button.

To Show/Hide Blur or Outline Fontstyles

* Right-click a Fontstyle and select either:
¢ Show/Hide “-Blur-" Fonts, or
¢ Show/Hide “-Outline-” Fonts

5.6.11 Working with Audio (Clips) Elements

This section contains information on the following procedures:

¢ To Add an Audio Clip to a Scene (Context Menu)
¢ To Add an Audio Clip to a Scene (manually)

¢ To Import an Audio Clip

e To Export an Audio clip

See Also

¢ Common Element Procedures

e Active Elements

To Add an Audio Clip to a Scene (Context Menu)

Highlight the target Container(s).

Right-click the Audio plugin (Container Plugins -> Global).
Select Add Audio Clip.

The Audio plugin is added to the highlighted Container (the Container will show
that an animation was created).

Geom Plugins | Container Plugins | Shader | Scene Flugi

Click on the Stage Button.
5. Highlight the Audio Clip in the Stage tree.
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Click on the Add key Frame icon (1).

Server Built Ins Control Views
Dopesheet/Spline View

WA

|
=RREES
Default
AudioCli

Audio

AudioClip

In the Key Frame panel add an Audio Clip. There are two ways to add an Audio
Clip:

1. Click DB Clip (1).

2. Click on Server/Stage in the Main Menu Left.

3. Select and drag an Audio Clip from the Server Tree panel to the Clip drop
box (2).

or
Click File (1).

In the Clip line (3), click the -l icon to select an Audio clip to use.

Stop

Clip In Time

Duration 00:C

To Add an Audio Clip to a Scene

Add the Audio plugin (Container Plugins -> Global) to a Container (see Built Ins).
In the Main Menu Left click on Stage.
Drag the Container to the Stage Tree Area.

In the Stage Tree right-click the Container Actor (1)
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5. Click Audio > Clip (2) (the Container will show that an animation was created).

Default (1]

6. Click on the Audio Clip Channel (3) in the Stage Editor, to open the Key Frame
panel (if not open).

Default

Audic
AudioClip

7. In the Key Frame panel add an Audio Clip. There are two ways to add an Audio

Clip:

1. Click DB Clip (4).

2. Click on Server/Stage in the Main Menu Left.

3. Select and drag an Audio Clip from the Server Tree panel to the Clip drop
box (5).

or
Click File (4).

2. Inthe Clip line (6), click the ==l icon to select an Audio clip to use.

Stop Flay

Clip In Ti I

See Also

¢ Animate Audio

To Import an Audio Clip
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¢ For information about how to import an audio clip (or an archive) from a hard disk or
a network share to the database see Import Files and Archives.

To Export an Audio clip

1. Open the Select Export Directory panel:

* Click on an Audio clip or Audio clips and select Export... from the Server Menu,
or

* Right-click the Audio clip to be exported. In the menu that opens, select
Export...

Select ExporkDirectory  |EF

IMPORTANT! In the Select Export Directory panel, select the folder where
the Audio clips should be exported to.

2. Click the Ok button.

Note: The name of the exported Audio clips will be equal to the name of the
original Audio clips.

5.7 Add Properties to Containers and Scenes

This section details how to add Elements and Built Ins to a Container, multiple
Containers and Scenes.

Most properties can be dragged to a target Container, or Containers, in the Scene Tree
(1), the Properties Panel (2) or the Scene Editor (3). Each property also has a context
menu where a property can also be added to a Container, multiple Containers and
Scenes.

Details how to add Audio Elements to a Scene see Working with Audio (Clips)
Elements.
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Details how to add and create Scene Elements see Working with Scene Elements.

This section containers the following procedures:

e To Add Properties to an Empty Scene Tree

e To Add Properties to a Container

e To Multi Drop Properties as Sub Containers

e To Multi Drop Properties on Containers

¢ To Add Multiple Properties to Containers

e To Add Properties to Multiple Containers

e To Add a Scene Plugin to a Scene

See Also

¢ What are Elements

e BuiltIns

¢ Working with Scene Elements

¢  Working with Audio (Clips) Elements
e Media Asset Workflow

To Add Properties to an Empty Scene Tree

These properties can be added to an empty Scene Tree:

Elements Built In
Geometries Geometries
Images Media Assets
Fontstyles

1. Drag a property to either:

e The Scene Tree (creates a new Container)

¢ The Scene Editor (creates a new Container in the Scene Tree)

Tip: If multiple Geometry or Image Elements are dragged from the Element
List to the Scene Tree, a Container for each selected Element is created.
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To Add Properties to a Container

These properties can be added to a Container:

Elements Built In
Geometries Geometry Plugins
Materials Container Plugins
Material Advanced Shaders

Images Media Assets
Fontstyles

Note: Only one Geometry plugin, one Shader or one Media Asset can be applied
to a single Container. If a new Geometry plugin, Shader or Media Asset is added
the first one will be removed from the Container.

Tip: If a Shader, Media Asset or a few Container Plugins are dragged to an
object in the Scene Editor, they will be added to the Container which contains the
Object. The Media Asset will be added as a Texture. If a Container Plugin can be
added this way, the object becomes active when the Container Plugin is moved
over the object.

Select a Container.

2. Right-click a property and select Add to Container(s). Media Assets give the
option to Add <Media Asset> as DVE or as Texture.

Note: If no Container is selected the property is added to the top container
in the Scene Tree.

or

¢ Drag the property to a Container

Material Elements only:

1. Right-click a Container
2. Click on Add Material...

To Multi Drop Properties as Sub Containers

These properties can be multi dropped and create Sub Containers:

Elements Built In
Geometries Geometry Plugins
Images Media Assets
Fontstyles

1. Drag a selected property to the Scene Tree (aligned with a Container).
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2. Hold the left-click and right-click to add the property to a new Sub-Container of
the highlighted Container.

3. Keep the left-click and repeat as required.

Tip: Also works if multiple Geometries are selected.

Note: When the last property to be added has been dropped, release the
right-click while the cursor is still aligned the target Container. If the right-
click is released when over or aligned with another Container, another (not
required) Container or Sub-Container, and Property will be added.

Note: A Media Asset is added as a Texture.

— _ aroun

To Multi Drop Properties on Containers

These properties can be multi dropped on Containers:

Elements Built In
Materials Geometries
Material Advanced Container Plugins
Image Shaders
Fontstyles Media Assets

1. Drag a property over a Container.

Tip: These properties can be dragged to the Scene Tree and aligned with a
Container to add them: Materials, Materials Advanced, Container Plugins and
Shaders.

2. Hold the left-click, and right-click to add the property to the highlighted Container.

3. Keep the left-click and repeat as required.

Note: When the last property to be added has been dropped, release the
right-click while the cursor is still over the target Container. If the right-click is
released when over or aligned with another Container, another (not required)
Container or Sub-Container, and Property will be added.

To Add Multiple Properties to Containers

These properties can be Multi Added to a Container:
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Elements Built In
Geometries None
Images

1. Multi select the required properties.

2. Drag the selected properties to the Scene Tree or a Container:

¢ In the Scene Tree (1(aligned with a Container)): All selected properties are
placed in the Scene Tree as sub-containers of the highlighted Container, or

e Over a Container (2). The first selected property is added to the highlighted
Container and the other selected properties create new Containers, at the
same level
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To Add Properties to Multiple Containers

These properties can be added to Multiple Containers:

Elements Built In
Geometries Geometries
Materials Container Plugins
Material Advanced Shaders

Image

Fontstyles

1. Multi select the required Containers (see Select Multiple Containers).

2. Add a property:
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* Right-click a property and select Add to Container(s),

-
Ty
[ RS

Rename

Delete

or

» Drag a property to one of the multi selected Containers.

To Add a Scene Plugin to a Scene

1. Open the Plugin tab in Scene Settings:
* Click on Scene Settings -> Plugin, or

* Click on the Scene plugin icon (1)

2. Drag a Scene Plugin icon to the Scene drop area.
or

Right-click the Scene Plugin icon to open the Plugin Context Menu.
Click on Add to Scene...

If a Scene Plugin has been applied to a Scene, the Scene Plugin icon will show orange

5.8 Assign Keywords to Elements

Keywords are used to tag Elements in the Graphic Hub database. New keywords can be
added in the Import Window, and when files are imported to the Graphic Hub database.
Keywords can be assigned to an Element, up to 20 keywords may be assigned to one
Element.

There are four ways to assign keywords. Each method starts from a different workflow
point.

This section contains the following procedures:

¢ To Create Keywords for Elements

e To Assign Keywords from the Search Panel

¢ To Assign Keywords from the Keyword Panel

¢ To Assign a Keyword While Importing

e To Assign Keywords from the Property Editor

¢ To Remove a Keyword from an Element

¢ To Delete a Keyword
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To Create Keywords for Elements

1. Select Import from the Main Menu Right.

Note: The Keywords panel shows when either Fonts, Images, Geometries,
Scenes or Audio is selected to import in the Import Menu.

IMPORTANT! In the Keywords panel, type a descriptive keyword in the text
box (1).

2. Click the Add button (2).

Note: The new keyword is saved and will show in the Keyword list.

To Assign Keywords from the Search Panel

Select Server from the Main Menu Left.
Open the Search panel:
¢ |n the Server menu, click Search, or

¢ Hold the pointer over the Server area and press the keyboard shortcut <Ctrl
+F>.

3. In the Search panel that opens, click Keywords (2).
Search for a Keyword or Keywords (1):

* To search for all Keywords type * (an asterisk) in the text box, and press
<Enter>, or

e To search for a specific Keyword type the name of the Keyword in the text box,
and press <Enter>.

All Types

Properties

Dem eTransitions References

DemoScripting

Furniture

Directories
L3
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IMPORTANT! Drag one or more Keywords from the Search panel to an
Element or selected Elements in the Element List.

5. Click Yes to confirm.

Note: To view assigned Keywords on an Element, right-click an Element and
click on Show Keywords... from the context menu.

Tip: Keywords can be assigned to multiple Elements at once. To do so, first
select the Elements in the Element List, and then select the keywords in the
Search window. Next, drag the keywords onto the Elements. In the dialog box
that opens, confirm the assign operation.

To Assign Keywords from the Keyword Panel

Note: This procedure assumes that there is at least one Element in the Server
area.

Select Import from the Main Menu Right.

In the Keywords panel search for a Keyword or Keywords (1):

* To search for all Keywords, type * (asterisk) in the text box, and press
<Enter>, or

¢ To search for a specific Keyword, type the name of the Keyword in the text box,
and press <Enter>.

3. Select a Keyword(s) (2).

Drag the selected keywords to the Element or selected Elements in the Server
area.

5. Click Yes to confirm.

Tip: If the list of Keywords, in the left panel, is long, scroll and tick the required
Keywords so that they show in the right panel. From the generated Keyword list in
the right panel, highlight them all and drag to the Element.
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To Assign a Keyword While Importing

Select Import from the Main Menu Right.

In the Import panel, select the file or files to be imported.
Search for a Keyword or Keywords (1):

* To search for all Keywords, type * (asterisk) in the text box, and press
<Enter>, or

¢ To search for a specific Keyword, type the name of the Keyword in the text box,
and press <Enter>.

4. Select a Keyword or Keywords (2):

e Click in the [ ] (to the left of each Keyword) to select a Keyword (the selected
Keywords show in the right side panel), or

¢ Click on one or more keywords and drag to the right side panel.
5. Drag the selected Elements to their location in the Server area.

Note: To view assigned Keywords on an Element, right-click an Element, in the
Server area, and click on Show Keywords... from the context menu.

To Assign Keywords from the Property Editor

Note: The source and destination Element must be in the same folder.

1. Inthe Server area, right-click the source Element.
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2. Select Show Keywords...

IMPORTANT! In the Keywords tab click the required Keywords, and drag to
the required Element in the Server Area.

Note: When more than one source Element is selected, and they all have
a common keyword, only that common keyword will show in the Keywords
panel.

IMPORTANT! Click Yes to confirm.

To Remove a Keyword from an Element
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In the Server area, right-click the Element with the Keyword to be deleted.

Click Show Keywords...

Deploy...

IMPORTANT! Click the Keyword(s) to be deleted.

3. Drag to the Trash Can.

To Delete a Keyword

Page 168 Copyright © 2015 Vizrt



Viz Artist User’s Guide

1. Select Import from the Main Menu Right.

Note: The Keywords panel is not available if Archives to Import is selected in
the Import file drop-down menu.

2. In the Keywords panel search for a Keyword(s) (1):

* To search for all Keywords, type * (an asterisk) in the text box, and press
<Enter>, or

¢ To search for a specific Keyword, type the name of the Keyword in the text box,
and press <Enter>.

3. Select a Keyword(s) (2), and drag to the Trash Can.

Click Yes to confirm.

Note: Keywords can only be removed from the Graphic Hub if they are not
assigned to any files.

5.9 Image Editor

The Image Editor makes it possible to modify Image Elements in the Graphic Hub
database. Individual editors are also available for Materials (Material Editor) and
Fontstyles (Fontstyle Editor).

The modifications that can be done in the Image editor are similar to the ones in other
image editing software.

The Image Editor consists of:

¢ Image General Information (1)
¢ Effect Modifications (2)
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e Effect Preview (3)
¢ Main Image Area (4)
e Effects (5)

To Open an Image in the Image Editor

¢ Double-click the image in the Server Area to open the image in the Image editor.

If an image is referenced in a Scene, a dialog box will show to confirm the action or
not (see Referenced Elements).

Note: An Element that is opened in an editor, is locked in the database (see
Active Elements).

This section contains information on the following topics:

¢ General Image Information

¢ Image Effects
 Apply and Preview Effects

General Image Information

The upper left corner of the Image editor shows general information about the image:

Name world

Size 1024 by 512 Pixel

Format RGEB

¢« Name: Shows the image name.
¢ Size: Shows the image size in pixels.
* Format: Shows the image format (RGBA, RGB, or Alpha).

Click the format buttons to view the image various formats, if available.

Note: All images are treated as RGB or alpha format. An imported image that
has alpha can be viewed as either RGB or alpha. Modifications to an image are
automatically applied to the RGB or alpha information.

Image Effects
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The following effects can be applied to an image. To view the effect properties and see
changes made, see Apply and Preview Effects:

¢ Alpha: Makes the image transparent.

Note: This option only applies for alpha format images.

¢ Blur: Creates a blurred image.

¢ Charcoal: Creates a posterized, smudged effect by redrawing the image. Major
edges are boldly drawn, while mid tones are sketched using a diagonal stroke.

* Radius: The smaller the radius the more details will be seen.

¢ Sigma: Effects the sharpness of the image.
* Color Gamma: Adjusts the color tones of the image.
* Contrast/Hue: Adjusts the brightness, saturation, and hue settings for the image.
* Convert Format: Changes the format of the image to one of the following:

* RGB

* RGBA

* Alpha

* Luminance

* Luminance Alpha

Note: The current format is grayed out.

Crop and Add

PAL analog |
PAL digital
| nTSC analeg

NTSC digital

=0
=
=0
218l

¢ Crop and Add: The image can be cropped according to the values in the input
boxes. The values can be entered manually, or the standard TV format buttons can
be used.

Copyright © 2015 Vizrt Page 171



Page 172

Viz Artist User’s Guide

¢ Left: Crops the image the specified number of pixels from the left side of the
image border.

« Right: Crops the image the specified number of pixels from the right side of the
image border.

¢ Top: Crops the image the specified number of pixels from the top of the image
border.

* Bottom: Crops the image the specified number of pixels from the bottom of the
image border.

* PAL Analog: Crops the image to a resolution of 768x576 pixels.

* PAL Digital: Crops or adds the image to a resolution of 720x576 pixels.

*« NTSC Analog: Crops or adds the image to a resolution of 640x486 pixels.
* NTSC Digital: Crops or adds the image to a resolution of 720x486 pixels.

Edge: The Edge filter searches for borders between different colors and detects
contours of objects:

* Radius: A low value results in black, high-contrasted image with thin edges. A
high value results in thick edges with low contrast and many colors in dark areas.

Emboss: Makes the color at a given location of the filtered image correspond to the
rate of color change at that location in the original image.

* Angle: Defines the direction of the embossment.
¢ Value: Defines amount of effect.
Flip:

¢ Flip Vertical: Flips the image upside down. To flip it back to its original settings,
click the button again.

* Flip Horizontal: Flips the image horizontally as if seen in reverse/through a
mirror. To flip it back to its original settings, click the button again.

Gaussian Blur: The visual effect of this blurring technique is a smooth blur
resembling that of viewing the image through a translucent screen. It adds low
frequency detail and can produce a hazy effect to the image.

¢ Range: Affects the blur spread (not much visible since same effect may be
achieved by configuring ‘value’ parameter)

¢ Blur Value: Amount of blur

Gamma: Gamma measures the brightness of mid tone values produced by a device
(often a monitor). A higher gamma value yields an overall darker image.

Invert: Inverts the colors of an image. When inverting an image, the brightness
value of each pixel in the channels is converted to the inverse value on the 256-step
color values scale.

Example: A pixel in a positive image with a value of 255 is changed to 0, and a
pixel with a value of 5 to 250.

Postarize: Effects the saturation of the image

¢ Level (%): Amount of the effect, at high values image becomes completely
black and white

Quantize Colors: Reduces the number of colors in the image.
Rotate: Rotates the image according to the specified number of degrees.
Scale: Scales the image based on either size (percent) or width/height (pixels).
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¢ Solarize: Blends a negative and positive image, similar to exposing a photographic
print briefly to light during production.

¢ Spread Pix: Creates a dissolving effect for the image pixels
* Stretch: Stretches the image based on either width/height in pixels or percent.

¢ Swirl: Swirls the image more sharply in the center than at the edges. Specifying the
degree produces a swirl pattern.

*« Wave: Creates an undulating pattern on the image, like ripples on the surface of a
pond.

¢« Amplitude: Defines the height of the waves.

* Wavelength: Defines the width of the waves, the distance from one wave crest
to the next.

5.9.2 Apply and Preview Effects
Various effects can be selected from the Image Effects. The selected effect can then
be modified in the Effect Modification area (1) and the result viewed in the main image
area, or previewed (2).
The Effect Modification area has two common buttons, which apply to most effect
settings:
* Preview: Shows a preview of the changes in the image preview area (2).
* Apply: Applies the changes to the image.
Note: Some effect modifications apply directly to the image in the main image
area.
To Apply an Effect to an Image
Select an effect from the Image Effects list.
2. Make modifications to the effect as required in the Effect Modification area. In
most cases use the Preview area to view the effect on the image.
3. Add other effects as required.
Click Save or Save as...
5.10 Fontstyle Editor

The Fontstyle Editor makes it possible to modify Fontstyle Elements in the Graphic
Hub database. Individual editors are also available for Materials (Material Editor) and

Images (Image Editor).
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Viz Artist uses Fontstyles to show text in Scenes. When a Font is imported into the
Graphic Hub database, Viz Artist imports the base font and creates up to eight different
Fontstyles:

G [M[ma 1|T A Al Auto [ Guests View

A‘Mﬂf ABcalABe |ABea
fﬂlﬂ fz"fn In {Zf!n

* One Fontstyle which looks like the base font (1)
¢ Up to four Fontstyles in different blur levels (2)

* Up to three Fontstyles using only the outline of the base font (3)

Tip: The number of blur levels and outlines for each Fontstyle can be defined
in the Font Options section of the Viz Configuration (see the V iz Engine
Administrator Guide).

Tip: The Outline and Blurred Fontstyles can be hidden or shown in the Server Area
(see To Show/Hide Blur or Outline Fontstyles).

In the Fontstyle Editor, Fontstyles can be modified through the use of Modifiers. For
example, a Fontstyle can be modified to reflect a corporate identity.

As Viz Artist uses an open interface for the plugins used as modifiers, almost any
modifications can be applied to a Fontstyle. New Fontstyles can be created based on
existing Fontstyles through the Save As... operation.

Arial-Regular-Blur-4

Texture Geometry

mEREEE

The Fontstyle Editor consists of:

¢ Available Modifiers (1)
¢ Properties of previewed text (2)
¢ Preview of the modifications (3)

¢ Modifier parameters (4)

Note: The properties help to illustrate how the modifications will look like in a
Scene. Changes made on the right side of the editor, for example kerning and
material, will not be saved with the Fontstyle. However, there is one exception
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from this rule. If the kerning between two fixed characters are modified, this is
saved with the Fontstyle. To create a kerning between two fixed characters, use
the keyboard shortcuts <Alt+Left Arrow>/<Alt+Right Arrow>.

To Open a Fontstyle in the Fontstyle Editor
* Double-click the Fontstyle in the Server Area to open it in the Fontstyle Editor.

If a Fontstyle is referenced in a Scene, a dialog box will show to confirm the action or
not (see Referenced Elements).

Use the D

A

Note: An Element that is opened in an editor, is locked in the database (see
Active Elements).

This section contains information on the following topics:

¢ Available Modifiers

¢ Modifiers
¢ Modifier Parameters

¢ Preview Menu
e Fontstyle Viewer

¢ Fontstyle Viewer Menu

¢ Fontstyle Viewer Bar

e To Open a Fontstyle in the Fontstyle Editor

Available Modifiers

The available modifiers selected in from the Pool menu, which is positioned at the top
left of the Fontstyle Editor.

* Font: Show all the Fontstyles in the database.

* Material: Show all the Materials in the database.

* Image: Not available

* Modifier: Show all available modifiers that can be applied to the Fontstyle.

Modifiers

Modifiers are used to change either the texture or the geometry of a Fontstyle, or both.
A fixed set of modifiers come with a standard Viz Artist installation, but the system
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provides an open connection, so that additional modifiers can be obtained or created
and added as plugins.

A modifier that is applied to a Fontstyle is automatically enabled. An enabled modifier
implies that modifications will be reflected in the preview area. When adding multiple
modifiers, the overview in the preview area can get confusing, and it may be necessary
to disable one or more modifiers.

Modifier Parameters

Madifier

The Modifier parameters menu is positioned in the middle left part of the Fontstyle
Editor.

Maodifier
Blur Plugin (1.0.0)
Level 100.0

White Level 60.0

¢ Modifier: Shows the properties for the modifier that is selected.

Global settings in Fontstyle Editor

Global Settings |

Font Default Style Geometry E

Shadow Default Style Geometry E
recure Quaty (RSN I G

* Global Settings: Shows various properties for the Fontstyle.

* Font Default Style: Defines the font default style. Options are Geometry or
Texture.

« Shadow Default Style: Defines the shadow default style. Options are
Geometry or Texture.

¢ Texture Quality: Defines the quality of the texture. Options are Low, Normal, or
High.

Note: The texture quality cannot be changed in a Text Editor.

Working with Modifiers

This section contains information on the following procedures and topics:

* To Add a Modifier to a Fontstyle

* To Edit a Modifier

* To Enable/Disable a Modifier

* To Remove a Modifier from a Fontstyle
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e Blur

e Color Per Vertex

» Contour Bold

e Extrude

 ltalic

* Outline

* Preview Menu

¢ Fontstyle Viewer

¢ Fontstyle Viewer Menu

e Fontstyle Viewer Bar

To Add a Modifier to a Fontstyle

Select Modifier from the Available Modifiers.

Drag the modifier from the list of available modifiers (top left) to the Modifier bar
(bottom left, above the Trash Can).

3. Click the Save button.

To Edit a Modifier

1. Select the modifier in the Modifier bar (bottom left, above the Trash Can).
2. Define the values for the modifier.
3. Click the Save button.

To Enable/Disable a Modifier

* Click the property switch next to the modifier icon in the Modifier bar.

e}
4BC
Blur

To Remove a Modifier from a Fontstyle

1. Drag the modifier from the Modifier bar to the Trash Can.
2. Click the Save button.

Blur

Use the Blur modifier to blur a Fontstyle in texture mode.

Madifier
Blur Plugin (1.0.0)

Level

White Level 50.0

¢ Level: Sets the blur level.
* White Level: Sets the white level in the blur effect.
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Color Per Vertex

Use the Color Per Vertex modifier to change the color of Fontstyles by applying it to the
vertices.

The circles in the Color Per Vertex modifier represent the four corners of the Fontstyle
text:

* Click a circle to edit its color values.

* Click on a line that connects two circles to select both circles

e Hold <Ctrl> and click to select multiple circles.

e Colors can also be dragged from one circle to another.

Madifier

Color Level 10.0 ,’: |—

@

Use Alpha Usze Alpha
Debug Debug

Alpha

¢ Color Level: Defines how much color should be applied.

* Color Box:
¢ Local: Applies the color to the vertices of every single character.
* Max BB: Applies the color to the vertices of the bounding box.

e Z Active: If the Extrude modifier is used in addition to Color Per Vertex, the colors
can be changed both in the front and back. If no such modifier is applied, only the
colors in the front can be edited.

* Use Alpha: Show where the color should include. For example if Alpha is enabled
and the bottom right alpha is set to 0 the characters will fade out the bottom right.

* Debug: Draws the actual color points to see and understand how color changes
effect the characters.

Contour Bold
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Use the Contour Bold modifier to change the bold level of Fontstyles, which makes it
show thicker or thinner.

¢ Bold Level: Defines the bold level of a Fontstyle. The higher the value, the bolder
the Fontstyle.

Extrude

Use the Extrude modifier to extrude a 2D Fontstyle in the Z-axis, resulting in a 3D
Fontstyle with front, back, and sides.

An extrusion can be explained simply as sweeping the 2D Fontstyle through space
along its Z-axis. The sweeping path the outline of the Fontstyle follows during this
process is used to create a surface.

Extrude editor

Modifier |

[ | [
=] Size

The nine icons marked with different bevel types are used to set the type of bevel on
the Fontstyle.

* Extrusion Depth: Defines the depth of the extrusion along the Z-axis.

* Bevel Size: Defines the size of the bevel.

* Shading Angle: Defines the angle of the shading function. To remove unevenness,
increase the shading angle.

* Bevel Detail: Defines the degree of bevel detail. The lower the value, the more
detailed the bevel is constructed and the smaller tilings it is constructed from.

Note: The Bevel Detail option is only available for certain bevel types.

« Backface: Enables or disables visualization of the backface.

« Active/lnactive: If colors are set to Active, the front, back, and side colors of the
Fontstyle can be applied.
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Italic

Italic
Use the Italic modifier to create a cursive appearance of a Fontstyle.

Madifier

Italic Plugin

Level ;r

* Level: Defines the cursive level of a Fontstyle. The higher the value, the more tilted
is the text

Outline

Qutline

Use the Outline modifier to create an outline of a Fontstyle.

Madifier

Italic Plugin (1.0.0)

Level ;r

Debug m

¢ Outline Level: Defines the width of the outline level. The higher the value, the
bolder the outline of a Fontstyle.

* Debug: Draws the actual color points to see and understand how color changes
effect the characters.

Preview Menu

The Preview menu is positioned at the top right of the Fontstyle Editor.

Text Properties

Note: Only the applied modifiers will be saved with the Fontstyle, not the settings
described here. These settings are only used to give an overview of how the
Fontstyle will look like when being used.

* Text Properties: To preview how the Fontstyle will look like with different settings,
for example kerning, orientation, and content, select Text Properties from the
Preview menu and modify the properties. For more information, see Text Editor .

* Text Material: To preview how a Material would look if used on the Fontstyle, select
Text Material from the Preview menu. In the Material Editor that opens, select a
color (see Working with Material Elements ).
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5.10.4

Tip: To use a Material already from the database, select Material from the
Available Modifiers in the Pool menu, select a Material and drag to the coloricon in
the Material Editor of the Fontstyle.

* Scene Background: To preview how a background color would look like if used
together with the Fontstyle, select Scene Background from the Preview menu,
and then select a color. The scene background feature provides a better contrast,
especially for drop shadows.

Fontstyle Viewer

To visualize how the Fontstyle will look like when being used in scenes, the Fontstyle
viewer in the lower right part of the Fontstyle Editor shows a preview of the Fontstyle.

Arial-Regular-Blur-4

Texture Geometry

Additionally to the customizable text in the Fontstyle viewer, the two words Texture
and Geometry will be shown. These words show the modifications performed to Texture
and/or Geometry applied by the modifiers, without reflecting the changes in the
properties. For example, if kerning is applied to the customizable text, this will not be
reflected in the Texture or Geometry texts.

The customizable text reflects either the Texture or Geometry text type, which is
selected in the Global Settings, available from the Modifier Parameters.

Fontstyle Viewer Menu

Right-clicking the Fontstyle Viewer opens a menu, similar to the menu in the Scene
Editor, see Working with the Scene Editor .

Fontstyle Viewer Bar

At the left side of the Fontstyle Viewer is the Fontstyle Viewer bar. The bar contains the
following icons:

* R: Resets the position, rotation, and scaling for the three Elements in the Fontstyle
viewer.

¢ SG: Shows/hides text with geometry style.

e ST: Shows/hides text with texture style.

e L: Enables/disables additional light.

e W: Switches on/off wire frame mode.

* BB: Switches on/off the bounding box visualization.

Copyright © 2015 Vizrt Page 181



Viz Artist User’s Guide

5.11 Material Editor

The Material editor is used to create and modify materials with customized colors and
Lights effects.

The icon in the upper right corner of the Materials Editor (1) shows the current state
of the Material. The color for a lit object is shown on the sphere within the icon, while
the three parts around the sphere show the plain color for an object that is not lit.
For information about the various effects and types of lights that can be applied to a
material, see Light Editor.

When a Material has been added to a Container, the Container-specific Material can be
modified in the Material Editor that opens in the Properties Panel. Only the Container-
specific Material will be modified, the original Material in the Graphic Hub database will
not be affected (see Working with Material Elements).

This section contains information on the following topics:

¢ Create a Material

e Material Color Properties and Schemes

See Also

e Lights
e Working with Material Elements

5.11.1 Create a Material

To create a new material and save it use the procedure detailed below.

To Create a New Material

Click Server.
Click the M (Materials) tab.

Right-click and select Create new material.

P w N

Enter a name for the new Material
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5. Click OK.

6. In the Server area double-click the new Material to open the Material Editor.
7. Adjust the Material Color Properties and Schemes as necessary.

At [OWGEEY Speculer

Shininess

Save |Save As| Close

8. Save any changes:
¢ Save: Saves the material in the Graphic Hub.

¢ Save As: Creates a new Material in the Graphic Hub. In the Save As dialog box
that opens, type a name for the Material and select a destination folder.

¢ Close: Closes the Material editor without saving the changes.

5.11.2 Material Color Properties and Schemes

This section contains information on the following topics:

e Material Color Properties

e Material Base Color

¢ To Change a Material Color

Material Color Properties

Ambient W Emission
- LA

Shininess

Save |Save As| Close

¢ Shininess The shininess defines how spread out the highlighted area is. The
lower the value, the more spread out the shine; the higher the value, the more
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focused the shine on a single point. However, if Specular is black (all values 0) then
shininess does not have any visible effect.

Alpha The alpha value can be set directly on a material to adjust the level of
transparency.

Viz Artist uses schemes to describe the colors of a material.

Ambient The area which is not directly lit by any light source. Ambient light
surrounds the object and the color looks the same on every side. Since the light
does not come from any direction, but instead from “all” directions, the color/light
spreads evenly over the object.

Diffuse The object’s “core color” observed under “normal” lightening conditions.
Shows the color of an object when illuminated by a directional light source. It
spreads evenly over the object. Light normally has some level of diffusion.

Specular Shows the color that shows when light comes from a particular direction
and bounces back from the surface in a mirrored direction. The specular color is

in fact the direct reflection of a directional light source. This is the typical effect of
shiny metal and plastic. Specular color can be understood as a kind of shininess
color.

Emission Emissive color is produced by an object’s natural glow. The object itself is
the light source illuminating the color. The emissive color is unaffected by any other
light sources and does not produce any light for other objects in the scene.

Material Base Color

If the Material icon in the Property area (1) is disabled it causes the object’s base
color to be shown. This is a color without any shading and it is not influenced by light,
which means that it is visible even if there are no active light sources. Its initial color is
created through a conversion of the material RGB components, but the values can be
modified afterwards.
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Material Enabled and Disabled

To Change a Material Color

1. In the color selection area (1) select RGB or HSV.

2. In the color selection area, click a color bar, or the color circle, and drag to change
the color.

Tip: For RGB only: Right-click on the color sliders and drag to lock all three sliders,
so that all values can be changed at once.

or

1. Click on the eye dropper icon in the color field.
2. Move the cursor to pick a color from anywhere on the screen.
3. Click to accept the new color.

or

¢ Click a numeric input box and enter a color numeric value.

Tip: Click and hold in the input box and drag left or right to adjust the value.

Tip: Click in the input box and use the up and down arrow keys to adjust the value
by a factor of 1. Press and hold the <Alt> key and use the up and down arrow
keys to adjust the value by a factor of 10.
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5.12 Element Search

Elements can be searched based on various criteria. Four Search editors are located in
the upper part of the Search window. Searches can be based on four different criteria:

¢ Property Search

* Reference Search

e Keyword Search

e Directory Search

Tip: Up to three search criteria can be combined in one search request. The
search will be performed using a logical AND of the selected criteria.

e Combination Search

For information on keywords, see Assign Keywords to Elements.

This section contains information on the following topics:

e Search Panel

¢ Search Parameters Area

e Search Menu
e Property Search

e Reference Search

e Keyword Search

e Directory Search

e Combination Search

e Search Result Area

See Also

¢ Working with Elements

e SmartView Search
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5.12.1 Search Panel

The Search window is divided in two areas:

e Search Parameters Area (1)
e Search Result Area (2)

To open the search panel

1. Click Server in the Main Menu Right.
2. Open the Search panel:

¢ |n the Server Menu, click Search, or

¢ Hold the mouse pointer over the Server Area and use <Ctrl+F>.

Built Ins Control

- Server - Scenes

Entries M

See Also

e Search Parameters Area
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e Property Search

¢ Reference Search

e Keyword Search

e Directory Search

e Combination Search

e Search Result Area

Search Parameters Area

Viz Artist User’s Guide

The Search parameters area is positioned at the top of the Search panel.

¢ Search (1): Click to start a search.
¢ Close All Editors (2): Close all search editors.

* New Search (3): Clear all settings to start a new search.

See Also

e Search Panel

e Property Search

e Reference Search

 Keyword Search

e Directory Search

¢ Combination Search

e Search Result Area

Search Menu

All Types

The Search menu is positioned at the top of the Search parameters area. Select an

Element type from the menu to narrow the Element search.
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If, for example, ‘Image’ is selected, only search hits that are Images will be listed.

Clicking ‘All’ on the menu will not narrow down the search, but show hits from all
Element types.

‘All" is selected by default.
See Also

e Search Panel

e Search Parameters Area

e Property Search

e Reference Search

 Keyword Search

e Directory Search

¢ Combination Search

e Search Result Area

5.12.4 Property Search

This editor searches the database for Elements based on the property values entered.

Creation Date

Owner (None)

User (None)

Properties Reset: Clear the settings in the Properties editor to start a new
search.

Close Property Search: Close the Properties editor.

* Name: Search for Elements with a specified name.

¢ Click the asterisk to search with an asterisk wildcard at the start and end of the
text string. With the asterisk disabled, only the exact search string is used.

¢ Creation Date: Search for Elements that were created in a specified time period.
¢ Modification Date: Search for Elements that were created in a specified time period.

Note: The creation and modification dates can be set to; Today, 1 day, 1 week, 2
weeks, 1 month, or Older.

* Owner: Search for Elements that were created by a specified user.
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¢ User: Search for Elements that were last modified by a specified user.

Wildcard Text Description
If the full Name is not known then text Wildcards can be used to make a search:

e *: Match any characters. For example ’Element’
e ?2: Match any single character. For example 'EI?me?t’
¢ [ ]: Match a range or a list of characters:

e ’'Elem[b-gInt’, or

¢ 'Elem[shje]nt’.
See Also

e Search Panel
¢ Search Parameters Area

e Search Menu
e Reference Search

e Keyword Search

e Directory Search

¢ Combination Search

e Search Result Area

5.12.5 Reference Search

Note: All graphic Elements stored in the Graphic Hub have a Universally Unique
ID (UUID). To view an Element’s UUID see the Properties Panel.

Any Element can reference to any other Element in the Graphic Hub (see Referenced
Elements). To find out where any given Graphic Hub Element is used, use search by
Reference.

Search by reference can be used to search for:

¢ Which objects use the selected object(s)
e Which objects are used in the selected object(s)

This section contains information on the following topics and procedures:

¢ Reference Search Menu

e To Search for all Referenced Elements on one Element

¢ To Search for all Referenced Elements on Two or More Elements

e To Delete an Element from a Search by Reference

¢ To Search all References on one Element (Context Menu)
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Reference Search Menu

Note: It is possible to add multiple Elements to the References editor.

Searches for Elements which reference to the selected Elements, for example,
Images, Geometries, Fonts, etc.

Bl searches for Elements which are referenced by the selected Elements, for
example, Images, Geometries, Fonts, etc.

Performs a logical AND search of the Elements that are added. The result must be
in all searched Elements.

H performs a logical OR search of the Elements that are added. The result must be
at least one of the searched Elements.

Clears the settings in the References editor, so that a new search can be
performed.

Closes the References editor.
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To Search for all Referenced Elements on one Element

Server/Stage | <Trea/Stags

| miactanies |

1. Open the Search panel:

¢ Click on Search... in the Server Area drop down menu, or

¢ With the mouse pointer over the Server Area, press <Ctrl+F>
Click on References in the Search Panel (2)

Select an Element in the Server Area (1).

Drag the Element to the search area.

vk wWwN

Select to search by:
*  Which objects use the selected object(s) Bl

Which objects are used in the selected object(s) E
6. Click on the Search button (3).

To Search for all Referenced Elements on Two or More Elements
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A Reference search can also be completed on more than one Element or Element type.

1. Open the Search panel:

¢ Click on Search... in the Server Area drop down menu, or

¢ With the mouse pointer over the Server Area, press <Ctrl+F>
Click on References in the Search Panel (2)

Select an Element, or Elements, in the Server Area (1).

Note: Select from all available Element types, except Materials.

Drag the Element(s) to the search area.
5. Specify the search criteria:

[

Search only for references common to all selected Elements Ei
Search for references in all selected Elements

6. Select to search by:
*  Which objects use the selected object(s)

L]

Which objects are used in the selected object(s) =]
7. Click on the Search button (3).
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To Search all References on one Element (Context Menu)

Click on the Element.
Do a right-click on the Element to open its context menu.
Click Search Reference...

P w N E

The Search Panel opens and shows any Elements which reference the selected
Element.

To Delete an Element from a Search by Reference

1. In the Search Panel right-click the element to be removed.
2. Select Delete from Reference Search.

All Types

See Also

¢ Search Panel

¢ Search Parameters Area

e Search Menu
e Property Search

e Keyword Search
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e Directory Search

¢ Combination Search

e Search Result Area

5.12.6 Keyword Search

This editor searches the database for Elements based on keywords.

imagd

image

¢ Do a logical AND search of the keywords that are added. The result must be in all
searched Elements.

* Blpoa logical OR search of the keywords that are added. The result must be in at
least one of the searched Elements.

° Clear the settings in the Keywords editor, to start a new search.

° Close the Keywords editor.

Tip: Keywords can be assigned to Elements from the Search window. To do so,
select the keywords by highlighting them, and then drag them onto an element in
the Server area. For more information, see Working with Elements .

To Search for a Keyword

1. Type the keyword in the input box.
2. Press <Enter>.

imagd

image

3. Put the required Keyword in the bottom panel:
¢ Click and drag the required keyword to the bottom panel, or
¢ Click inside the parentheses ([ 1), to the left of the required keyword.
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4. Click the Search button. The keyword search is based on the keywords that have
been moved into the bottom panel.

See Also

e Search Panel

e Search Parameters Area

¢ Search Menu
e Property Search

e Reference Search

e Directory Search

e Combination Search

e Search Result Area

5.12.7 Directory Search

The directory search editor narrows down a search to a selected folder.

Search is finished | 17 Elements were found

(| Expands the currently selected branch and all its sub-branches.

Note: A branch that can be expanded has a Plus icon to the left of the folder
name.

Tip: A branch can also be expanded by clicking the Plus icon & to the left of the
folder name, but this will not expand the sub-branches.

=1 Collapses the currently selected branch and all its sub-branches.

Note: A branch that can be collapsed has a Minus icon to the left of the folder
name.
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Tip: A branch can also be collapsed by clicking the Minus icon El to the left of the
folder name.

&

¢ Refreshes the tree.

* Searches for Elements in the selected folder, and recursively in all sub-folders.
When disabled, the search is performed in the selected folder only.

[El closes the Directories editor.

To Search for Elements in Directories

1. Click on the Directories button.
2. Select a folder from the tree.
3. Click the Search button.

Note: If no other search criteria has been entered, when the Search button is
clicked the search will show all Elements in the selected folder (including sub-
folders).

See Also

e Search Panel
e Search Parameters Area

e Search Menu
e Property Search

e Reference Search

¢ Keyword Search

¢ Combination Search

e Search Result Area

5.12.8 Combination Search

With a Combination search, searches can be further refined.

A combination search uses up to three search parameters to search the Graphic Hub
database. Select from:

e Property Search

e Reference Search

 Keyword Search

e Directory Search
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Click on each required search parameter in the Search Panel.

In the example above, the search will be for files that contain the word Text which is in
the Vizrt project folder and sub-folders, and also has a keywords image and lighter
assigned.

See Also

¢ Search Panel
e Search Parameters Area

e Search Menu
e Property Search

e Reference Search

e Keyword Search

¢ Search Result Area

Search Result Area

The Result area is positioned at the bottom of the Search window and shows all search
results.

Note: A double-click an Element in the Result area will also select the Element in
the Server area.

To Use Searched Elements

Note: To select more than one Element press and hold <Ctrl> and click on each
required Element.

Note: The search panel will stay in the foreground until it is closed.
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Click on an Element(s) in the Results panel and drag directly to various areas where the
Element can be used, i.e.:

* The Scene Tree, or

* The Favorites Bar, or

* The Scene Editor, or

¢ The Container Editor

IMPORTANT! Be careful when moving a linked element, as the element will be
moved from the first folder found to the new destination.

To Copy Elements

1. Click on an Element(s) in the Results panel

2. Press <Ctrl> and drag the Element(s) from the Result area to the target folder in
the Server area.

To Create a Folder Link

1. Click on an Element(s) in the Results panel.

2. Press <Alt> and drag the Element(s) from the Result area to the target folder in
the Server area.

Result Menu

The Result area menu is positioned at the top of the Result area and it defines the
appearance of the search results.

Result Menu

Properties

[ ] Keep Result

Clear Result List

* Detail: By default, Elements are presented in the Result list with thumbnail and
Element name. A vertical list shows, with the additional information of date of
creation and user name of element owner.

Note: Click on the ‘I’ column to enable or disable thumbnails.

Nama ﬂ_ Dats Dunar |
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* Show Properties: Shows the Properties Panel at the right side of the Result area,
with the File Info tab selected.

+ Keep Result: Keeps the current results in the Result list, while a new search is
done. The results from the new search will be added to the list.

¢ Clear Result List: Clears the Result list.

5.13
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SmartView Search

A more comprehensive search can be done with the SmartView feature.

Note: This feature is only available with Graphic Hub version 2.2 and up.

A SmartView search includes any or all of the following:

* File names

¢ Folder names

* File owners

¢ File UUID (if enabled in the Graphic Hub)

* File type (Geometry, Fontstyle, Images, etc.)
e Assigned keywords

Entries
[% smartview Search

# File Set
® Four Elements

(1]

In the Entries column (1) SmartView Search text strings can be saved to use again,
and the results of a Smart Search can be saved in File Sets which are a collection of
Elements saved under an assigned name:

* % smentview search | Saved SmartView Searches

*  [EaFie set | File Sets

The SmartView search results are shown in the Server area (2). From the Server area:

* Objects can be dragged directly to where they are needed.
¢ Double-click on folders to view sub-folders and contents.

* Right-click an object and select Jump to Server View to change the Entries column
into the Graphic Hub hierarchy. The object is then seen in its home directory.

This section contains information on the following topics:

¢ Search String Syntax

¢ SmartView Searches
e File Sets

See Also
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¢ Element Search

5.13.1 Search String Syntax

SmartView search string syntax is very similar to Google search string syntax.

Example: jessi scene -project -folder

In the above example, the search will be conducted on any file names, file owners,
UUIDs file types, and keywords that include the string jessi and scene. This search
excludes project folders and folders, plus any of the other searched items that include
the words project and folder.

Example: francesca -image -geom

In the above example, the search will be conducted on any file names, file owners,
UUIDs, file types and keywords that include the string francesca. This search excludes
images and geometries, plus any of the other searched items that include the words
image and geom.

Search String Builder Buttons

The SmartView search user interface includes a number of buttons that help build
search strings.

ESFree Text |

Click the Expand button (1), to show the builder search buttons. Click on a button to
show or not show a builder search option:
* Scenes

* Geometries

* Materials

e Mat. Adv. (Materials Advanced)

* Images

* Fonts

e Audio

* Project

* Folder

Builder search buttons can also be fast selected. Click on an builder search button with:

¢ <Ctrl+Click>: Selects all
¢ <Shift+Click>: Deselects all
¢ <AIlt+Click>: Only show the clicked builder search button

The buttons selected will refine the SmartView search for those particular items.
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See Also

e SmartView Searches
¢ File Sets

5.13.2 SmartView Searches

To use the SmartView search use the procedures detailed below:

e To Do a SmartView Search

e To Save a SmartView Search

¢ To Use a Saved SmartView Search String

¢ To View Previous SmartView Searches

To Do a SmartView Search

Click Server.
Click the <Username>s View tab.

In the Free Text field, enter a search string (see Search String Syntax and Search
String Builder Buttons).

4. Click the Go button or press <Enter>.

Entries

ES Marble
EiFree Text Te

Name =
 COWR

FX R,
OL [ R 5

Freetext Search String &3

Drag the Free Text icon into the Entries column to the left of the SmartView area.
When prompted, give the search string a name.
Press <Enter>.

To Use a Saved SmartView Search String

1. Click on a saved search in the Entries column. The saved search is entered in the
Free Text field.

2. Click on Go.

Page 202 Copyright © 2015 Vizrt



Viz Artist User’s Guide

5.13.3

or

¢ Double click a saved search string the Entries column. The saved search is entered
in the Free Text field and search beings automatically.

To View Previous SmartView Searches

[“sever—] e

ext color|

¢ Click the arrow to the right of the Free Text field to view all SmartView searches
since Viz Artist was launched.

See Also

e Search String Syntax
e File Sets

File Sets

File sets are a collection of objects saved under an assigned name. File sets are unique
to each user on each instance of the Graphic Hub. Placing objects and folders in a file
set does not move them from their location in the Graphic Hub hierarchy; rather it just
makes them all accessible from the SmartView tab.

This section contains information on the following topics and procedures:

e To Save a SmartView File Set

e To Add Files to a SmartView File Set

* To Remove Files from a SmartView File Set
e To Add an Empty SmartView File Set

* Entries Column Context Menu

To Save a SmartView File Set

Buit Ins Control

- Server - Elements

1. Select all required objects from a search result and drag them into the Entries
column.

When prompted, enter a name for the file set
Click OK.

To Add Files to a SmartView File Set
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¢ Select all required objects from a search result and drag them into the target file set
in the Entries column.

To Remove Files from a SmartView File Set

In the Entries column, click the relevant SmartView file set.

In the result area, select the required objects

Remove the selected results from the SmartView file set:

¢ Drag the objects to the Trash Can, or

¢ Right-click the objects and select Delete from SmartView list.

To Add an Empty SmartView File Set

Do a right-click in the Entries column.

Select Add...

Enter a name for the new Smart Search file set.
Click OK.

P w N

Entries Column Context Menu

Highlight a Saved search or a file set and right-click to open a context menu.

{4 Four Elements

« Rename: Rename the highlighted Saved search or file set.
+ Delete: Delete the highlighted Saved search or file set.
¢ Add...: Add a new File Set.

See Also

e Search String Syntax

¢ SmartView Searches
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5.14 Background Loading

The background loading of Geometries, Materials and Images is supported in Viz
Artist (with limitations). Background Loading can either be an automatic or a manual
operation.

This section contains the following topics:

e Automatic Background Loading

¢ Manual Background Loading

e Background Loading Limitations

5.14.1 Automatic Background Loading

When automatic background loading is set-up, Viz Engine automatically uses
background loading whenever an image, and/or an object, is loaded (with some
limitations (see Background Loading Limitations).

This section contains the following topics:

e Automatic Background Loading Configuration

Automatic Background Loading Configuration

In the Viz Config file the option Background_Loading_Level is available to set up
automatic background loading.

IMPORTANT! When background loading of Geometries VBO must be enabled
in Render Options of the Viz Configuration (see the Viz Engine Administrator
Guide).

Available values for Background_Loading_Level are:

Value Description
BGL_INACTIVE Disables automatic background loading
BGL_IMAGES Enables automatic background loading for images

BGL_OBJECTS_AND_IMAGES Enables automatic background loading for images,
geometries and materials

5.14.2 Manual Background Loading

Manual background loading can be done on an on demand basis. To do this commands
are available to use Container objects:
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Command Description

GEOM SETBGL Load (and set) a geometry in the background. The usage of
the command is exactly the same as the existing GEOM SET
command.

IMAGE SETBGL Load (and set) an image in the background. The usage of
the command is exactly the same as the existing IMAGE SET
command.

MATERIAL SETBGL Load (and set) a material in the background. The usage of the
command is exactly the same as the existing MATERIAL SET
command.

This section contains the following topics:

¢ Manual Background Loading Configuration

Manual Background Loading Configuration

To use manual background loading, the Background_Loading_Level config option
must be set to BGL_INACTIVE.

IMPORTANT! When background loading of Geometries VBO must be enabled
in Render Options of the Viz Configuration (see the Viz Engine Administrator
Guide).

Background Loading Limitations
This section details the limitations of background loading.
This section contains the following topics:

e Scenes
e Compressed and Un-compressed Images

¢ Objects
¢ Function Plug-ins

¢ |mage combining

¢ Black/Transparent flashing image textures

Scenes

Background loading of whole Viz Artist Scenes is not supported.

Compressed and Un-compressed Images

Only compressed images (DXT) are supported for background loading. Their mipmap-
levels have been pre-generated and stored in the Graphic Hub, which is required for
background loading to work properly. The generation of mipmap levels on-demand (as
required for un-compressed images) can interrupt the renderer. This primarily depends
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on the size of the un-compressed images. The larger the image, the more impact on
the renderer during background loading.

Objects

Only native geometry and imported third-party geometry objects containing vertex-
data, materials and textures are supported targets for background loading. Containers
hosting any sort of other plugin may fail to load in the background. Containers hosting
Function plug-ins will NOT be loaded in the background but rather fall back to a normal
foreground loading. Containers hosting RTT shaders will interrupt the renderer if the
particular RTT shader is used for the first time (shader is being compiled), but will no
longer interrupt the renderer when loading the same shader in the background again.

Function Plug-ins

If a geometry, which is to be loaded in the background, contains one or more Function
Plug-ins, the console will show a warning and the geometry will not be loaded in the
background but in the foreground instead, this can interrupt the renderer.

Image combining

If a geometry uses the second image (image2) in a texture, this might have an impact
on the performance of the renderer. Mostly if one of the images are too large and/or un-
compressed.

Black/Transparent flashing image textures

When setting an image with background loading, for technical reasons the renderer
will get the handle to a black (or transparent) texture until the first mipmap level of the
image is loaded. This can result in a short flash of black (or transparent) texture while
background loading textures on a visible object.

5.15 Built Ins

In Built Ins there are a standard set of Viz Artist installation plugins.

Most plugins can be added to Containers, except, for example, Scene plugins. Because
Viz Artist uses an open interface for the plugins, new geometries can either be
obtained or created and then installed with Viz Artist. Also, most plugins have a
properties editor.

When a plugin is applied to a Container, in the Scene Tree, a plugin icon will show in
the target Container (see Container Icons).

The Built-Ins button on the Main Menu Left gives access to the various plugins:

¢ Geometry Plugins

e Container Plugins
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Shader Plugins
Scene Plugins

Media Assets

This section contains information on the following procedures:

Content Tabs

Plugin Context Menu

View and Search for Plugins

Add Plugins to Containers

Content Tabs

The Built Ins are contained under various tabs and in folders.

Geometry Plugins (GP)

Container Plugins (CP)

Shader Plugins (SH)
Scene Plugins (SP)
Media Assets (MA)

Click on a Built In tab to open its panel and folder list.

Double-click a Built In tab to open its panel and go to the default folder, in the folder
list. Default folders are:

Geometry Plugins (GP): Default
Container Plugins (CP): Global
Shader Plugins (SH): Default
Scene Plugins (SP): Default
Media Assets (MA): Channel

Plugin Context Menu

A right-click on a plugin icon to open the plugin context menu.

This section contains information on the following procedures:

Geometry, Container and Shader Menu

Scene Menu
Media Asset Menu
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Geometry, Container and Shader Menu

¢ Add to Container(s): Add the selected plugin to a Container(s)
 Add as Favorite: Add the selected Texture to the Favorites Bar.
 Delete from Favorites: Delete the selected Texture from the Favorites Bar.

Scene Menu

Add to Scene: Add the selected plugin to a Scene

Remove from Scene: Remove the selected plugin from a Scene

Media Asset Menu

uis 8 138 149 1598 6%

w78 IS8 1OF 1O 161 1.

e Add <Media Asset> as Texture: Add the selected Media Asset to a Scene
(automatically adds a new Container). See Media Assets as Texture

¢ Add <Media Asset> as DVE: Add the selected source as DVE (see Media Assets
as DVE).

* Show settings of <Media Asset>: Show the settings of the Media Asset (see
Media Asset Properties).

Note: Show settings of...: Only available when the selected Media Asset has
been added to a Scene, and the Scene Tree is in Texture or DVE view.
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 Add as Favorite: Add the selected source to the Favorites Bar.
* Delete from Favorites: Delete the selected source from the Favorites Bar.

The Background and Foreground Media Assets Media Assets have a limited context
menu:

¢ Add as Favorite: Add the selected source to the Favorites Bar.
* Delete from Favorites: Delete the selected source from the Favorites Bar.

5.15.3 View and Search for Plugins

This section contains information on the following procedures:

* To View Plugins
e Add Plugins to Containers

¢ Plugin Context Menu

To View Plugins

Click Built Ins.
2. Select the appropriate plugin category, either:
* From the drop-down menu that shows above the plugins view, or
* Click on of the tabs, or
e <Ctrl+1>: Geometry Plugins
* <Ctrl+2>: Container Plugins
e <Ctrl+3>: Shaders
e <Ctrl+4>: Scene Plugins
* <Ctrl+5>: Media Assets

Tip: Click the All folder in left panel shows all plugins, without any categorization.

Tip: Press a letter on the keyboard to jump to a plugin which starts with that
letter.

Tip: All plugins can be dragged straight into the Scene Tree (except Scene
plugins).

To Search for a Plugin

1. Click on Built Ins (1).
2. Open the plugin search panel:
* Click on the Built Ins drop-down menu and click on Search... (2), or
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¢ Press <Ctrl+F>.

Server/Stage/| +Trg]

™ Default

™ Feed

IMPORTANT! In the plugin search panel enter a text search string (3).

3. Click on Go (4), or press <Enter>.

Server Bl 5 Server/Stage||+Ti
- Container P
| Folders
LIS
™ Arrange
Containe

ather Line of
| Mark Text |

PARANETERS

8 Plugin(s) found

Note: The searched plugins have the same Add and Context menu functions as
the plugin icons in the plugin tabs (see Built Ins).

Note: The plugin can be dragged to a Container in the Properties Panel.

Note: Only some Container plugins will drag to the Scene Editor, when they will
the target object becomes active when the icon is moved over the object

Note: When a Media Asset or a Geometry plugin is added to the Scene Editor a
Container is created in the Scene Tree for the Media Asset or the Geometry plugin.
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Add Plugins to Containers

Most plugins can be dragged to a target Container(s) in the Scene Tree (1), the
Properties Panel (2) or the Scene Editor (3). Each plugin also has a context menu where
a plugin can also be added to a Scene.

This section contains information on the following procedures:

e To Add a Geometry plugin

¢ To Add a Container Plugin

e To Add a Shader

e To Add a Scene Plugin

¢ To Add a Media Asset

¢ To Add a Plugin to Multiple Containers

¢ To Add a Plugin to Favorites

¢ To Open a Plugin Properties Editor

To Add a Geometry plugin

1. Drag the Geometry plugin icon to either:

[
.
L]

or

A Container or multi selected Containers

The Scene Tree area (creates its own container)
The Scene Editor area

The Container Editor area

Highlight the target Container(s)

2. Right-click the plugin icon and select Add to Container(s) from the Plugin
Context Menu

Note: A Container can only contain one Geometry plugin at a time. If a new
Geometry plugin is added the fist one will be removed from the Container.

To Add a Container Plugin

1. Drag the Container plugin icon to either:
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e A Container or multi selected Containers

* An object in the Scene Editor (only some container plugins will do this, when
they will the object becomes active when the icon is moved over the object.

¢ The Container Editor area

or

Highlight the target Container(s)

2. Right-click the plugin icon and select Add to Container(s) from the Plugin
Context Menu

To Add a Shader

1. Drag theicon to either:
* A Container or multi selected Containers
* An object in the Scene Editor
» The Container Editor area

or

Highlight the target Container(s)

2. Right-click the plugin icon and select Add to Container(s) from the Plugin
Context Menu

Note: A Container can only contain one Shader at a time. If a new Shader is
added the fist one will be removed from the Container.

To Add a Scene Plugin

1. Open the Plugin tab in Scene Settings:
e Click on Scene Settings -> Plugin
* Click on the Scene plugin icon (1)

2. Drag the Scene Plugin icon to the Scene drop area.

Right-click the Scene Plugin icon to open the Plugin Context Menu.
2. Click on Add to Scene...

Tip: If a Scene Plugin has been applied to a Scene, the Scene Plugin icon will show
orange & .

To Add a Media Asset

See To Add a Media Asset as DVE
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See To Add a Media Asset as Texture

See Video Playback for more information about Media Assets

To Add a Plugin to Multiple Containers

Highlight the required Containers.
Drag a plugin icon to a highlighted Container
Release the Media Asset icon.

or

Drag a plugin icon.
Hold the plugin icon over a Container.

Continue to hold the left-click and do a right-click to drop the plugin icon on the
Container.

4. Continue to hold the left-click and repeat for each required Container

To Add a Plugin to Favorites

1. Right-click the icon to open the Plugin Context Menu.
2. Click Add as favorite...

Note: Plugins can also be added as a Favorite from the search panel (To Search
for a Plugin).

To Open a Plugin Properties Editor

* Click on the Media Asset icon, in the Container or the in the Properties Editor.

See Also

e Built-in View Shortcuts
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6 Global Tasks

This section contains information on the following topics:

e Scene Settings
¢ Video Clip Playback Considerations

* Video Playback
e Supported Codecs

¢ Import Files and Archives
e Archiving
¢ Deploy Elements

e Post Rendering
¢ Integration with 3rd Party Software

6.1 Scene Settings

To open the Scene Settings editor, select the Scene Settings tab in the Property panel.
The Scene Settings editor makes it possible to modify the global parameters for the

scene.

There are various types of scene settings. Click the tabs at the top of the Scene
Settings editor to open the respective panels:

* Global Settings

* Media Asset Properties

* Rendering

* Plugin

* Script

* Clipper

* HDR (High Dynamic Range)
e Virtual Studio

See Also

¢ Video Playback
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Global Settings

This section contains information on the following topics and procedures:

¢ Global Settings Properties

¢ |Images as Background or Foreground

Global Settings Properties

In the Global Settings panel the basic parameters for a Scene can be modified:

* Key: Defines how the alpha key signal should be generated. The default is Overlay.

Virtual Studio: This option is relevant only in combination with the Viz Virtual
Studio solution. This mode switches from Overlay to Full Screen when the control
mode of the current camera switches from Remote to Editor (see Camera Editor).
In a Virtual Studio set, to do a camera flight with the virtual camera when the
real camera is stationary, the graphics must be set to Full Screen to avoid a
situation where the virtual and the real camera have different position values.
When switching the camera from Remote to Editor to do the flight, the keyed
graphics automatically switches from Overlay to Full Screen

Full Screen: Ouputs non-transparent key signal

Overlay: Sets as key signal only those Containers that have a Key function
applied. Only Containers in the Scene Tree with a Key function applied are
rendered into the key signal

Auto Key: This is the preferred mode for overlay graphics. The key signal is
automatically generated from the Containers in the Scene Tree, it does not
require the application of Key functions to the Container. This function provides a
worry-free overlay

Background Image: This option is only applicable if a background image with
an alpha layer is added. The alpha values of the background image are used as a
key signal and Containers with a Key function applied will be rendered on top

« Key Render Mode:

| E— —

Config: Renders the key according to the settings in the Viz Configuration.

Single Pass: Uses one rendering step. Use this for all new scenes and for
scenes imported from version 2.8, as it is much faster.

Double Pass: Uses two rendering steps. Use for backward compatibility in
scenes created in Viz Artist versions 3.0 to 3.3.
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* Background Color: Sets the color of the background. For information about how to
select a color (see Material Color Properties and Schemes).

« I mage and Media Asset Placement (See also Images as Background or
Foreground and Media Asset Workflow):

Background: Add an image or Media Asset as the Scene background

Foreground: Add an image or Media Asset as the Scene foreground

Note: If the foreground image or Media Asset has alpha, the Scene can be
shown through the image or Media Asset.

Preview: Add a fixed layout to the Scene. This visualizes how the total preview
(camera picture and/or graphics/Media Asset) will look like. To set the image as
global default, click the Set Default button.

Tip: It is possible to drag results from a database search onto the Background,
Foreground, and Preview drop zones.

* Stereo Mode: (license required) Select the correct stereo mode for the inserted
image (not available if Stereo Mode is set to Off in the Viz Configuration (see
Camerain Viz Configuration)):

* None: No Stereo mode

¢ Config: Images are drawn as set in the Viz Configuration (see Camera in Viz
Configuration)

¢ Over Under Left Top or Over Under Right Top: Two images are stored, one
over (top) and the other under (bottom), left or right eye (top) first. The
image height will be halved, providing half resolution

« Side by Side Left or Side by Side Right: Two images are stored, side by
side, left or right eye first. The image width will be halved, providing
half resolution

Background

Stereo Mode  [INNGRE =]

None

Owver Under Right Top
Side by Side Left
Side by Side Right

I
Mask Invert Config .
Owver Under Left Top k

Tree Color Text

¢ Mask Invert: Makes it possible to set one or more of the mask layers in a Scene
to be inverted. With no mask inverted (1), the mask cuts out a hole where it covers
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the mask target object. With mask invert enabled (2), the mask target is only visible
where the mask covers it:

Shadows: Enables or disables the shadow function in a Scene. The shadow function
uses two layers from the mask function. With shadows enabled, there are only six
layers available for the mask function (see Mask Source and Mask Target). In a
scene where more than six mask layers are needed, shadows can be disabled

Note: Only very complex mask configurations need more than six layers.

Tree Color Text: Makes it possible to add text to the scene tree colors that are
available in the Favorites area. Add text to the global scene tree Colors in User
Interface of Viz Configuration (see the Viz Engine Administrator Guide). To create
customized colors for the scene tree, see Favorites Bar

Tree Color Text +

"‘nﬂ-

Note: This text is Scene specific.

Images as Background or Foreground

This section details procedures with images use as background, foreground and
preview:

To Add an Image

To Remove an Image

To View an Image Source Project or Folder

To Show/Hide an Image in the Scene Editor

To Add an Image
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Click Server.
Click the I tab for Images (1).
Drag the required image onto the drop zone (2).

A thumbnail of the image will then be shown in the drop zone button. Dragging a
new image onto the drop zone will automatically replace the old image.

To Remove an Image
* Drag the image from the drop zone onto the trash can.

To View an Image Source Project or Folder

¢ Click the image on the drop zone.

The project or folder it is placed in is visible. If the image is linked, the first project
or folder will be selected.

To Show/Hide an Image in the Scene Editor

¢ Click the Active/Inactive button next to the drop zone (3).

If the image has a different aspect ratio than the screen resolution, the image will
be stretched to fit.

6.1.2 Media Asset Properties

Most of the settings for video playback are set in the Properties panel for the selected
Media Asset (Scene Settings -> Media Asset).

This section contains information on the following topics:

¢ To View Media Asset (DVE or Texture) Properties

e To View Media Asset (Texture) Properties

* Common Media Assets Properties
* Clip Properties

* Live Properties

e Stream Properties

e GFX Properties

To View Media Asset (DVE or Texture) Properties
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Add a Media Asset as DVE or Texture to a Scene.

In the Media Asset Manager select DVE or Texture (t