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

Throughout this guide, the term Viz refers to the complete software suite installed, and as a genera
reference for the following modes:

® VizArtist
® VizEngine
® Viz Configuration

The available features and modes of the software depend on the license on the connected license hardware
dongle. The different modes and the hardware dongle are detailed in this User Guide.

See Also

® Viz Engine Administrator Guide: Contains information on how to install and configure Viz Artist
and Engine, and supported hardware.

® Viz Configuration: Seethe Viz Engine Administrator Guide for detailed information on how to
configure Viz Artist and Engine.

® Viz Engineplug-in SDK reference: Located in the plugin subdirectory of the Viz installation
directory, this reference documentation contains information for devel opers of customized plug-ins
for Viz.

® Viz Artist Script reference: Located in the Viz installation directory, this reference documentation
contains information for Viz Artist scene script developers.
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1 Introduction

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

Throughout this guide, the term Viz refers to the complete software suite installed, and as a genera
reference for the following modes:

® Viz Artist

® Viz Engine (seethe Viz Engine Administrator Guide)

® Viz Configuration (see Viz Configuration in the Viz Engine Administrator’ s Guide)
The available features and modes of the software depend on the license on the connected license
hardware dongle. The different modes and the hardware dongle are detailed in this User Guide.

This section contains information on the following topics:

® Related Documents
® Customer Feedback and Suggestions
® Customer Support Request

1.1 Related Documents

® Viz Engine Administrator Guide: Contains information on how to install and configure Viz Artist
and Engine, and supported hardware.

® Viz Configuration: Seethe Viz Engine Administrator Guide for detailed information on how to
configure Viz Artist and Engine.

® Viz Engine plug-in SDK reference: Located in the plugin subdirectory of the Viz installation
directory, this reference documentation contains information for developers of customized plug-ins
for Viz.

® Viz Artist Script reference: Located in the Viz installation directory, this reference documentation
containsinformation for Viz Artist scene script devel opers.

1.2 Customer Feedback and Suggestions

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

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

3. TheVizrt office which is nearest to your location will be shown (2), or select from the list of Vizrt
offices.
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4. Click on ‘Contact’.

Four nearest sales nifice Vizit Corporate Office
r B VITET GLORN. HEADULAETIRS
+ \' t " ~
S - -
- ’ 2
i o L]
. L I
o = ¥ * & W & Cama
Flltes by reglan:
&1 SENLEA RERER AR AmeiLEs

TR AR ENTING

A e i f.!_ | A iow offes
=
i . | B wiar
[ Q= | 1 1 - 1
TR SINGAPCRT VIZET SN WEET LISAWES T O0AST
T—
_ = VN DRCE 3 # Visw aitce N ViR DT

Note: If the messageisfor Customer Support and there is a Support Contract in place, 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

® Customer Support Request

1.3 Customer Support Request

Support Requests are supported by Vizrt for customers who have a valid Service Agreement in operation.
Customers without avalid Service Agreement who would like to enter into one, 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 Reguest.

This section contains information on the following topics:

Submitting a Support Request
® Content of a Support Request
® To Submit a Support Request
® Attach Log Filesto a Customer Request
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1.3.1 Submitting a Support Request

Before submitting a Support Request, make sure to read and check:

The relevant User Guide or Guides.

The release notes.

That the system is configured correctly.

That the specified hardware, tested and recommended versions are in use.
Always refer to your Vizrt Service Level Agreement document.

When completing a Support Request, add as much information as possible.

1.3.2 Content of a Support Request

The report should contain information about these topics:

Problem Description: Include a good description of the problem and how to reproduce it.

Screen Shotsand Illustrations: Use to simplify the message.

System L og Files: Send the system log files (see Attach Log Files to a Customer Request).

Dump Files: Send any dump files generated from a crash. These are located in the <viz data folder>

Viz Configuration File: Send the system configuration file, located in the <viz data folder>.
Softwar e Configuration: Add exact version of the software in use. If the software build number is
available, include this.

Hardware Configuration: Add exact versions of hardware in use.

System Setup: Describe differencesin the installation, if any, from the recommended setup.
System Network: Add adescription of how the network, bandwidth, routers, and switches are
configured.

Always refer to your Vizrt Service Level Agreement document.

1.3.3 To Submit a Support Request

1. Go to www.vizrt.com.
2. Click Support (2).
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3. Click Report acase (2).
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4. Click LOG IN (3), and provide the login credentials to access the Customer and Partner portal.
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6. Inthe online form, complete the required minimum information (indicated by ared asterisk):
® Contact: Your name
® Account: Your account
® Product: The product the support request refers to.
® Case Type: Thetype of support request required
7. Click SAVE.
8. Inthe saved Support Case that opens, complete the various text boxes and upload any required
documents, files, etc. (see Content of a Support Request).

Log on to the Customer and Partner portal to track the status of open support tickets, or to add
information and communicate about the case directly with the support team.

1.3.4 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 writes various log files that can be valuable when solving issues.
For more information about the log files available, see the Viz Artist/Engine Log Filesin the Viz
Configuration section of 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. Alwaystry to include log files for:

® The software/hardware configuration in use, as detailed as possible.
® Thereevant Viz Artist/Enginelog files.
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2 Getting Started

This section describes the location of the installation files, how to start Viz Artist and logging on to a
Graphic Hub, and how to close Viz Artist.

This section contains information on the following topics:

® Viz Artist/Engine Folders
® 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.

See Also

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

2.1.1 Installation Folders

The default installation folders for Viz Artist and Engine are:

Windows System Viz Artist/Engine Platform Installation Folder

Windows 32-bit 32 bit C:\Program Files\vizrt\Viz3
64 bit N/A

Windows 64-bit 32 bit C:\Program Files (x86)\vizrt\Viz3
64 bit C:\Program Files\izrt\Viz3\C:

\Program Files (x86)\vizrt\Viz3Gui

On 64-hit platforms, the user interface isinstalled in a 32-bit folder, asit is a 32-bit application. In this
User Guide, any reference to the Viz Artist and Engine installation folder is replaced with the text <viz
install folder>.

Note: Viz configuration files that already exist from a previous installation are automatically copied
oninstall timeif the installation folder did not change. If Viz Engine/Artist isinstalled in a different
installation folder then Viz configuration files must be manually copied from the old installation
folder to <viz data folder>.

2.1.2 Data Folders

Files which are created or modified by Viz Artist and Engine are located in %°r ogr anDat a%
\vi zrt\vi z3. By default, thisisC: \ Pr ogr anDat a\ vi zrt\ vi z3. Thisfolder is referenced as
<viz data folder> throughout this User Guide. The folder contents include:

® Viz configuration files,
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® Script plug-ins,

® Crash dump files.
Temporary filesarelocated in 9%arMP% vi zr t\ vi z3, which usually resolvesto C.
\ User s\ <user name>\ AppDat a\ Local \ Tenp\ vi zrt\ Vi z3. Thisfolder is referenced as
<viz temp folder> throughout this User Guide.

Script plug-insarelocated inthe<vi z data f ol der >\ Scri pt Pl ugi ns subdirectory.

‘Note: Script plug-in filesthat already exist from a previousinstallation are automatically copiedon
install timeif the installation folder did not change. If Viz Engine/Artist isinstalled in a different
installation folder, then Script plug-in files must be manually copied from the old installation folder to
<vi z data fol der>\ScriptPlugins

2.2 Viz Artist Startup and Close

To start and run Viz Artist, a Graphic Hub must also be available. Viz Artist can also be started with
certain options enabled or disabled, by passing selected Viz Command Line Options on start.

This section contains information on the following topics:

® To Start Viz Artist

® ToAddaVizArtist Startup Option

® TologonaNew User after Viz Artist has Started
® | ogon History

® Viz Artist 64-Bit or 32-Bit Version

® Viz Configuration

2.2.1To Start Viz Artist

1. Start Viz Artist



2. Inthe Graphic Hub log on window, enter the required details:
° . Select aHost from the drop-down list

Note: In some circumstances, for instance if the server islocated on a different subnet,
the host will not be in the list. The host name must then be entered manually.

* : Select a Graphic Hub from the drop-down list
° . Select a User from the drop-down list
® & : Enter the password for the selected user

}{- Viz Artist

|27 604
= VIZLIDSE T

Suest

Log me on automatically

Log Gn | Cancel

® | og meon automatically: If automatic log on is enabled in Viz Configuration, checking
this check box will activate it. When active, Viz Artist will log on to the selected Graphic
Hub using the provided credentials on start.

3. Click:
® | ogon: Logon to the selected Graphic Hub and start Viz Artist.

® Cancd: Cancd log on and close the application.
After logging on to a Graphic Hub, Viz Artist starts and opens the main screen (see Overview

for an overview of the Viz Artist main screen).

The log on credentials are saved in the Database section of the Viz Configuration ( Viz Engine
Administrator Guide) where it can be modified as required.
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2.2.2ToAdd aViz Artist Startup Option

1. Openthe Viz Artist Properties panel:
wig
® Right click the desktop icon and select Propertiesin the context menu ol , Or
® Right click the Viz Artist shortcut under the Windows Start menu and select Propertiesin

the context menu.
2. Inthe Properties window, apply acommand in the Target field (see Viz Command Line Options

Compatibility I Security | Details | Previous \Versions I
" General Shortcut | Options I Font I Layout I Colors I

wy,

IEF- Viz Adist 3.7.0 G4bit

Target type: Windows Command Script

Target location: 3.7.0 64bit

Target: "C:M\Program Files izt \Miz343. 7. 0hwiz.cmd” n

3. Click OK.
4., Start Viz Artist.
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2.2.3ToLog onaNew User after Viz Artist has Started

Copy Ctrl-c
Paste-Link Ctrl-v
Paste-Dup. Ctrl-V

[ ] Show Froperties Ctrl-p
Ctrl-y

Create Ctrl-a
Expaort... Ctrl-e
Export as XML...

Chechk Out Files... Ctrl-o

Chechk In Files... Ctrl-i

Reconnect
€ Change User...

E = I~ =

[ m

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

User David_C

Password

4. Inthe Change User window, select a User from the drop down menu and enter the password in
the Password field.
5. Click:
® L ogin to change User, or
® Cancel to cancel the procedure.
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2.2.4 Log on History

Viz Artist creates aread only Graphic Hub log on history for each user who logs on to the current Viz
Artist session.

When Viz Artist starts, the startup User islogged. If anew User logs on, thisis recorded and the Graphic
Hub History icon will change from gray to orange. This shows that another User, other than the startup
User, haslogged on to the current Viz Artist session.

When the startup User logs on again, the Graphic Hub log on history icon color will turn back to gray.

View thelog-on history by clicking the information icon. This opens the GH History Login Information
window.

Built Ins Caonbrol
SErver - Seenss

=. Il ] s o [ e T A T 1 [ F [ A ; WV | SB All|Auks | Dawid_Cs View

GH History Login Information |E< &

2.2.5Viz Artist 64-Bit or 32-Bit Version

To check if the current installation isin 64 bit or 32 hit, click the Show License I nfor mation button:

L2 M G CEN L Bl 2

In the upper left corner of the License Information window, Platform displays the current installation as
either Win32 or X64. The Viz Version field displays the version and build number, followed by the
platform in parenthesis.
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2.2.6 Viz Configuration

Vizismainly configured by the Viz Configuration panel (see the Viz Engine Administrator Guide).

All configuration settings are stored in a configuration file, found in the <viz data folder>. The name of
the Viz configuration file includes the machine host name, to uniquely identify which machine Viz Artist
/Engineisinstalled on.

Any changes to the host name will affect the Viz Artist/Engine configuration. If the host name is changed,

anew Viz configuration fileis created with default configuration values. The old configuration fileis not

deleted, but left unused. If required, start Viz using the command line option - g <confi gur ati on

fil e>toreassign theold Viz configuration 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.

® VizArtist Startup and Close v3.9.1
® 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. These command line parameters
should be passed to the Viz batch file, vi z. cnd, and not to the executable vi z. exe file. The table
below details the most common Viz Command Line Options. To view all available commandsrun vi z.
cmd - h from the command line.

39


http://documentation.vizrt.com/viz-engine-guide/3.8/configuring_viz.html
http://documentation.vizrt.com/broadcast.html
http://documentation.vizrt.com/viz-engine-guide/3.8/configuring_viz.html
http://documentation.vizrt.com/broadcast.html

Command

Description

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

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

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

-C Start without a console

-db user:password@server
/naming-server:port

Specify which Graphic Hub to connect to on Viz Engine startup.
passwor d can be omitted from the argument, but user , ser ver,
nami ng- server and port must always be provided.

Example: vi z. cnd -db Guest: @/ zDbSer ver
/1 ocal host: 19396

In the example above, Viz Engine will connect to a Graphic Hub server
called Vi zDbSer ver onthe naming-server | ocal host at port 19396
, asthe user Guest with no password.

-g <configuration file>

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

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

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

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: - 0 SCENE* <pat h>)

-0 <layer> <scene>

Start in Viz Engine mode with an optional auto load Scene and loads it
into aspecific layer: 0 ... Back Layer 1... Main Layer 2 ... Front Layer
(example: - 0 2 SCENE* <pat h>)

T

Keep the Viz Engine Console always on top

-ul, -u2, -u3(up to amaximum

For systems with two or more graphic cards (i.e. Trio One Box / Dual

of 24) Channel). Specify GPU1 (-ul), GPU2 (-u2), etc., to run Viz Artist on.

-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 V oodoo cards)

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

/Engine Folders)
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2.3.1 Systems with Two or More GPUs

It is possible to specify which GPU Viz Engine should run on, by providing the flags- ul and - u2 for
GPU1 and GPU2, respectively. A maximum of 24 GPUs are supported. This allows the system to run the
Engine on one GPU while running Viz Configuration on another, for example:

<viz install folder>\viz.cnd -c -u2

<viz install folder>\viz.cnmd -n -ul

More than one Viz Engine can run on one GPU (multiple Viz Engines can not run on the GPU with
the same port number), use the formula m%n to cal culate which Viz Engine instance to use (Viz
Engine defined by -u<m>). Note, however, that Viz Artist can only run on Viz Engine instance 1 (-
ul). Only the control GPU should have a display connected and will be used for Artist/Preview.

Formula: m%n
® m=-ul/-u2/etc.
® n=number of GPUs
For example, two Viz Engines:

System with 2 GPUs. Engines run on GPU2: Engine 1 (-u2) / Engine 2 (-u4)
System with 3 GPUs. Engines run on GPU2: Engine 1 (-u2) / Engine 2 (-u5)

Viz Engine 1(-u2)

GPU1 GPU

S 2] BRI (3)
g (o) R (us) REEMEN (6

Viz Engine 2 (-u5)

When either Trio One Box or Dual Channel Viz Artist versions are installed, GPUs are selected by
defaullt.
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3 Artist Interface Overview

This section gives an overview of the Viz Artist user interface and its main panels.

This section contains information on the following topics:

® Main Window
¢ Dua Monitor Configuration
® Main Menu

3.1 Main Window

When you start Viz Artist, the main window opens after you have logged on.

s
-
e
=
-
L]
-
w
| ]
|

At the top of the main window is the Main menu bar. Below the Main menu bar isthe display area. The

content of the display area changes according to selections made in the Main menu.
You can aso run Viz Artist in a Dua Monitor Configuration, and resize the panel areas to accommodate
your workflow.

At system start, the areais divided into four panels:

Fig Item Panel Description

1 Server Panel From the Server panel, it is possible
to control items such as Materials,
Images, and Fontstyles, which are
located in the Graphic Hub.

2 Properties
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Fig Item Panel Description

Properties for Containers, Cameras,
Lights and Video Clip Playback
Considerations are controlled from
the Property panel, where size,
position and other settings can be
modified as required.

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

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

which isthelogical visualization of
a Scene. The Scene Treeis built up
of Containers, which can hold items
such as Materials or plug-ins.

3.2 Dual Monitor Configuration

Viz Artist can be configured to work on two monitors, in the User I nterface section of Viz Configuration.
The Viz Artist user interface screen options are:

® Dual Screen

In both Horizontal and Vertical view, the monitor which displays the Scene Editor panel can be set to
display either screen size or output aspect, by clicking the O or R buttons (3).
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3.2.1 Dual Screen

The Scene Editor panel opensin a new window, and the items cannot be dragged to the Scene Editor

3.2.2 Mosaic Horizontal or Mosaic Vertica

Mosaic Horizontal (1): The Server, Properties and Scene Tree panels are displayed on the left monitor,
and the Scene Editor is displayed on the right monitor.

Mosaic Vertical (2): The Server, Properties and Scene Tree panels are displayed on the top monitor, and
the Scene Editor panel is displayed on the bottom monitor.



3.3 Main Menu

Use the buttons in the Main menu to select what is displayed in the display area.

o e

Tree Stage Server/Stage +Tree/Stage

D

Buillt Ing | Control | | Stage Server/Stage |+Tres/Stage |
Server - Scenes

SB |All | Auto |Guests View

—_—
Madification Date

The menu's left hand side contains the following:

® Server Button

® Built InsButton

® Control Button

® ViewsButton

® TreeButton

® Stage Button

® Server/Stage Button
® +Tree/Stage Button

3.4.1 Server Button

Use the Server Panel to control database items, such as scenes, materials and images. The items are
common for all users connected to the database, and can be added to the scene. Server is the default view
when Viz Artist starts.

Shows the following panels:

® Server (top left)

Scene Tree (bottom left)

® Property (top right)

® Scene Editor (bottom right).



3.4.2 Built Ins Button

From the plug-ins areg, it is possible to control the built-in plug-ins, such as Geometries, Container,
Shader, Texture and Scene plug-ins. The features vary according to the licensed and installed plug-in
packages.

Shows the following panels:

® plug-ins (top left)

® Scene Tree (bottom left)

® Property (top right)

® Scene Editor (bottom right).

3.4.3 Control Button

Use the Control areato view, modify, or create parameters exposed in a Scene for maodification in an
External Control Application. The Control Objects panel shows the exposed parameters when a Control
plug-inis used. In the Control Channels panel, parameters can be dragged from the Properties panel, and
saved as exposed parameters.

Shows the following panels:

® Controls (top left)

® Scene Tree (bottom left)
® Property (top right)

® Scene Editor (bottom right)

3.4.4 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 different angles
simultaneously.

Shows the following panels:

® Views (left)
® Property (top right)
® Scene Editor (bottom right)

3.4.5 Tree Button

The Tree view is similar to the Server Panel, excluding the database view. This option is practical to use
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. Thiswill shrink the
size of all the containers, allowing for even more containers.

Shows the following panels:

® Scene Tree (l€ft)
® Property (top right)
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® Scene Editor (bottom right)

3.4.6 Stage Button
The Stage is used to control the animations in the scene. The Stage shows the time-line from animation

start (Ieft side) to stop (right side).

Shows the following panels:

® Stage (top)
® Scene Tree (bottom left)
® Scene Editor (bottom right)

3.4.7 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:

® Stage (top)
® Server (bottom |eft)
® Scene Editor (bottom right)

3.4.8 +Tree/Stage Button

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

Shows the following panels:

® Stage (top)

® Server (bottom left)

® Scene Tree (bottom center)
® Scene Editor (bottom right)

3.5 Main Menu Right

3.5.1 Main Menu Right

The menu's right hand side contains the following:

® Main Menu Right
® Import
® Archive
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® Deploy

® Config

® Post

® OnAir

® Button Bar

3.5.2 Import

Click to open the Import panels. Use these panels to transfer archives and various files into the database.
For more information, see the Import and Archive chapter.

3.5.3 Archive

Click to open the Archive panels. Use these panels to create an archive of multiple database itemsinto a
singlefile, which is saved to the hard drive.

3.5.4 Deploy

If Deploy is enabled in the Database section of Viz Configuration, click to open the Deploy panels. Use
these panels to copy items, with all their necessary data, from one database server to another (see Deploy
items).

3.5.5 Config

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. Aninstallation 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.

Viz Configuration can also be opened as a separate application from the desktop or Start menu.

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

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

3.5.7 On Air

Opensthe On Air panel. This panel switches the application mode from a 3D modeling tool to aplain
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.
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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.

3.5.8 Button Bar

On Air e o =] o |

e (2 pocumentation: Opensthe Viz Artist Users Guide.

e =M essage Box: Opens the Message window. This window shows server warnings, and allows for
chat messages to be sent and received to and from other users connected to the same database (3). To
send amessage, click on arecipient (1), type amessage and click on Send (2) or press Enter.

Mes=zage - logged in as Dawvid_C
Admin David_C 01:52 PM o
Christian_kK David_C 152 PM est message 2

Christian_5 *
Florian_Br
Gabi_O ©

Lucas_ P

Markus_T
Patrik_E
Robert_M

Show Commands: Opens the Viz Engine Console window. Thiswindow 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.

e [ License Information: Opensthe License Information and About window. This window shows the
status of the current license, with details such as license expiration date, platform type (Standard PC
or Video), licensed plug-in packages, Viz version number, and so on. Thisis aso 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 al legal notices.

e &£ Minimize: Minimizes the Viz Artist window.

[ Close: Opens the Quit or Restart menu.
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4 Manage Items and Built Ins

To start Viz Artist, the user must log on to a Graphic Hub. The Graphic Hub is the database solution
where all Viz Artist items are stored. Items can be either:

® Scenes

® Geometries

® |mages

® Materials

® Materials Advanced
® Fontstyles

® Audio Clips

® Video Clips

® Substances

The Graphic Hub database can be installed on the local machine for a single-user environment. It can also
be installed on a centralized server for amulti-user environment, which provides shared access to multiple
users simultaneoudly.

Individual items are stored in the Graphic Hub database as file objects, and are managed in terms of
properties and Universally Unique Identifiers, commonly referred to as UUIDs.

Clients can work with and organize items through Viz Artist, in alogical folder structure provided by the
Graphic Hub. Although each item can be listed and linked in more than one folder, it will bein the
Graphic Hub only once.

4.1 Server Panel

The Server panel shows an overview of all available items in the Graphic Hub database.

The Server panel isdivided into two sections:

® Server Tree (1): Showsthelogical tree of foldersin the Graphic Hub database.
® |tem Panel (2): Shows the items contained in the folder selected in the Server Tree.
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Tip: Toresize thetwo areas, drag the vertical separator.

The Server panel is enabled when Server, Server/Stage or +Tree/Stage is selected from the Main
Menu.

® Server Tree
® |tem Panel

4.2 Server Tree

The Server Panel tree shows a structured storage of items.

B David_Cooling

™9 2D-Ribbon
™ 2D _Ribbon
Ll 3 8 Course
™ 4D Man 2 tex
- 40 Man_tex
- add_to_container

Right-click on any folder in the Server Tree to open the Server Tree Context Menu.
This section contains the following topics:

® Folders
® Folder Position in the Server Tree
® Highlighted Folders

® Server Tree Menu Bar

® Server Tree Context Menu

® Bookmarked Folders

4.2.1 Folders
The Server Tree can contain two types of folders:

® Regular folders
® Project folders

The difference between aregular folder and a project folder is that by defining aworking 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.
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Folder Position in the Server Tree

Drag and drop folders using the Add New <Folder/Pr oject> button to add new folders. The folder will be
created at the location it is dropped in the Server Tree. Folders can be moved in the same way, by
dragging an existing folder and dropping it in the desired location.

® Drop the Add New <Folder/Project> button (1) on the left side of an existing folder to create a new
folder at the same level asthe selected folder (2).

® Drop the Add New <Folder/Project> button on the right side of an existing folder to create a sub-
folder of the selected folder (3).

Highlighted Folders

The Folder Tree can be configured to highlight only the foldersin the tree that contain a selected item type
(see Folder Type Highlighting in the User Interface section of the Viz Engine Administrator Guide).
When Folder Type Highlighting is enabled, folders and sub-folders which does not contain any of the
selected item type are dimmed.

4.2.2 Server Tree Menu Bar

The Server Tree menu bar consists of various buttons to create folders and modify the appearance of the
Server Tree. It islocated at the top |eft side of the Server Panel.

B ™ Christian_Seid|

=Gl David Cooling
™ 3D-Ribbon
2D_Ribban

The Server Tree bar contains the following buttons:
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ﬂ Bookmarks: Show only bookmarked folders (see Bookmarked Folders).

Expand/Collapse: Expand or collapse the currently selected branch and all its sub-branches.

e
EEJ Add New Project/Folder: Add anew project ( TIIJ) or folder (TIII ) to the Server Tree.

" Restrict to Current Project Folder: Restricts the Server Tree view to the selected project
folder and sub-folders. This option isonly available if a project is selected in the Server Tree.

@ Show All Project Folders: If the scene tree is restricted to one project folder, this expands the
tree to show al folders.

€]
=] Refresh: Refreshes the Server Tree and adds updates.

4.2.3 Server Tree Context Menu

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

Rename: Change the name of the selected folder.

Delete: Delete the selected folder.

Create Sub Project...: Create a sub-project folder under the currently selected project folder. Only
Project folders can contain Sub-Project folders.

Create Sub Folder...: Create a sub-folder under the currently selected folder. Sub-folders can be
added to both regular folders and project folders.

Add as Bookmark.../Delete from Bookmarks...: Add or delete the selected folder as a bookmark
(see Bookmarked Folders).

Switch Folder Type Highlighting <On/Off>: Enable or disable folder highlighting. When Folder
Type Highlighting is enabled, folders and sub-folders which does not contain any of the selected
item type are dimmed.

Bookmark(s): If any bookmarks have been created, the bottom part of the menu contains alist of
shortcutsto all currently bookmarked folders.

4.2.4 Bookmarked Folders

Folders can be bookmarked to speed up navigation to the most used folders. Bookmarked folders are
added to the Server Tree context menu (1). Click a bookmark in the context menu list (1) to go to that
folder in the .Server Treev3.9.0.
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All Bookmarked folders can also be viewed together in a Bookmark View (see To View Bookmarked
Folders):

Built Ins Cantrol

™ auDIo

Drefault

Matrox

This section contains the following topics and procedures:

® Bookmark View
® To View Bookmarked Folders

Bookmark View

Bookmark View displays only the bookmarked folders.
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To view the contents of a bookmarked folder, click on the folder. The path (1) and the contents of the
folder are shown in the Item Panel. Right-clicking afolder or file in the item panel opens the Item Context
Menu. In the Item Panel, double-click afolder to open and view any sub-folders and its content:

® |f asub-folder is bookmarked, it will be selected in the Bookmark View.

® |f asub-folder is not bookmarked, only the parent folder will be selected in the Bookmark View.
Use the Content Switcher to view the required items.

Clicking alink in the folder path (1) opensthat folder. If the folder is bookmarked, it will be selected in
the bookmark view. If not, the view will switch to Server View, and the folder will be selected.

v | sB [All|Aute

Vizrt_Research_Developement,/David_Cooling/sdd_to_container/20-Ribben /GLOBALS  [MAGE /
vizrt,/plugins /geometry_plugins /Default,

MName =| Diate Cwng

® Blue: Project folders
¢ Yelow: Normal Folders

To View Bookmarked Folders

® Click I to toggle between the Server Tree view (1) and the Bookmark view (2).
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If no bookmarks have been created, you will get a natification.

4.3 Item Pandl
The Item Panel shows the items that are available in the folder selected in the Server Tree.

=+ I+ I+ ]

noaa

This section contains information on the following topics:

® |temList
® |temViews
® |tem Properties
® To Show the Properties Panel
® |tem Context Menu
Content Switcher
® Server Menu
® Properties Panel
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4.3.1ItemList
Theitem list displays all itemsin the selected folder.

This section contains information on the following topics and procedures:

Item Views

By default, items are displayed with athumbnail and their name, aphabetically sorted. Right-click an item
in the Item List to open the Item Context Menu. The tool-tip for thumbnails contains the complete item
name.

Itemsin the list can also be viewed with information about their owner and creation date. Click Detail in
the Server Menu or press the keyboard shortcut Ctrl+Y while hovering the pointer over the server panel to
enter Detail View.

When in Detail view, click the | in theitemslist header to switch between thumbnail and list view. When
no icon is selected, the item name is displayed.
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Item Properties

The Properties Panel displays detailed information about file, links, keywords, history and rights for the
selected item.

uulID:
Path/Mame:

To Show the Properties Panel

® Select Show Properties from the Server Menu, or
® Hold the pointer over the Server Panel and press the keyboard shortcut <Ctrl+P>, or
® Right-click an itemin the Item List. In the menu that opens, select Show Properties...

Theitem list can be sorted by Name, Date, or Owner, by clicking the corresponding column. An arrow
will indicate if the selected sorting is ascending or descending. By default, items are sorted al phabetically
by name.

4.3.2 Item Context Menu

Right-click an item in the Item List to open its context menu, which contains the following options:
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with all References
Duplicate
erify/Restore

Show Properties
v Folder Links

= t
Export as XML...

Deploy with Prefix to test-gh-3@test-gh-3
Deploy to test-gh-4@test-gh-4
Dreploy with Prefix to test_hub@F420-DC0O

® Add to Container(s): Add the selected item to the selected Container(s).

® Open <Scene name>: Opens the selected Scene.

® Rename: Change the name of the selected item.

¢ Delete: Delete the selected item.

* Deletewith all references. Deletes the selected item and al its referenced items. Referenced items
are not deleted if they are referenced by other items.

® Duplicate: Creates an independent copy of the selected item. The copy will be placed in the same
folder asthe original item.

* Verify/Restore: Locates, verifies and attempts to correct a corrupted item.

® Switch to Small/Large I cons. Toggles between small or largeitem iconsin the Item List.

® Create New item: Create anew Scene or Material.

® Add asFavorite.... Adds the selected item to the Favorites Bar in the Scene Tree area. Scenes and
Audio items cannot be added to favorites.

® Deletefrom Favorites: Deletes the selected item from the Favorites Bar.
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® Check Out: Checks out the selected item, so that only the user that checks out the file can modify it.
Other users can see the name of the user that has checked out the file from the Properties Panel.

® Check In: Check in apreviously checked out item, so that al users can modify it.

® Check for Background Loading: Click to check if the selected item is suitable for Background
Loading. A message box opens and showsiif the item is suitable or not. If not suitable, the message
gives reasons why.

Fila awdb_harrer 1= CROrow mpabible, bec
Could not determine: compatibilityg w nading ba geometry ob

® Show Properties.... Shows the Properties Panel at the bottom of the item panel, with the File Info
tab selected.

® Show Folder Links...: Showsthe Properties Panel at the bottom of the item panel, with the Links
tab selected.

® Show Keywords...: Showsthe Properties Panel at the bottom of the item panel, with the Keywor ds
tab selected.

® Show History...: Shows the Properties Panel at the bottom of the item panel, with the History tab
selected.

® Close Properties: Closes the Properties Panel.

® Search Reference...: Opens the Sear ch window and searches the database for other items with
references to the selected item.

Note: It is not possible to perform areference search for materials, as materials are not
referenced. Material information is held inside the Scene.

® Export...: Selected Image and Audio clip items can be exported. Applies only to Audio and Image
items

® Export asXML...: Export an XML representation of a scene and other objectsinto an XML file.
XML files can be used to compare two versions of a Scene using afile comparison utility.

® Deploy...: Deploy anitem with al its necessary data from one server to another. For example, when
ascene isdeployed, all items referenced by the scene, such asimages, geometries, etc., will also be
deployed.
‘Note: Available when Deploy isenabled and avalid Deploy server isentered in Deploy

Properties (see Database in Viz Configuration section of the Viz Engine Administrator Guide).

4.3.3 Content Switcher

Folders can contain various types of items.

To view only a selected type of item, contained in afolder, click an item type tab from the Content
Switcher (1). If the All tab is selected all itemsin the selected folder, regardiess of type, will be shown.
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® S Scenes

® G: Geometries

* M: Materials

* MA: Materials Advanced

® |:Images

* F: Fontstyles

® A:AudioClips

® V:Video Clips

® SB: Substances

® All: All item types

® Auto: Show theitem type with the most instances in the selected folder. For example, if there are
five materialsin afolder, but only one instance of each of the other item types, the materials will be
shown in the Item List.

® <Username> View: Personalized view to enter and save free text searches for later use (see Free
Text Search).

This section contains information on the following topics:

® Content Switcher Menu

Item Type History

To show the item type history list

To Show the item type Last Used Folder

Content Switcher Menu

Right-click one of the tabs in the Content Switcher to open the Content Switcher menu. Hot folders for the
selected item typeislisted at the bottom of the menu. Hot folders are item specific favorite folders
frequently used by the logged on user. Selecting a hot folder in the list will open the corresponding folder
and switch to the selected item type. Each item type has a separate list of Hot Folders.

The Content switcher menu contains the following options:

ials Advanced

nonane
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® Mark asHot Folder...: Addsthe currently selected folder to the list of favorites.
¢ Unmark asHot Folder...: Removes the currently selected folder from the list of favorites.

Item Type History

The item type history shows an overview of previously used folders and is saved independently of the

item type. Each item type has a separate history list, which can contain up to 20 hits.

‘Note: A folder is added to the History list when an item has been added to the folder, regardiessof
whether the item was actually used in a scene.

Mizrt_Research_Developement/David_Cooling
Mizrt_Exhibitigns/2012/1BC/02_GFXY, \VizZWorld

MVizrt_Research_Developement/Francesca_kKreuz

1. Hold the pointer over one of the tabsin the Content Switcher.
2. Pressand hold <Ctrl>, and right-click.
3. Move through the list and click to show the selected folder.

To Show theitem type Last Used Folder
1. Hold the pointer over one of the tabsin the Content Switcher.

2. Pressand hold <Ctrl>, and left-click.
3. The content of the last used folder for this item type will be shown.

4.3.4 Server Menu
At the top of the Server Pandl isthe Server menu.
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Paste-Link
Paste-Dup.

Export...
Export as XML...

Chechk Out Files...
Check: In Files...

Reconnect

Change User...

® Search: Opens the Search window (see Item Search).

® Cut: Cutsthe currently selected item, so that you can paste it in another folder.

® Copy: Copiesthe currently selected item, so that you can paste it in another folder.

® Paste-Link: Pastes acopied item as alinked file. Since the new item is linked, the item thumbnail
will contain aLink icon in the lower left corner (see linked items).

® Paste-Dup: Pastes a copied item as an independent file.

® Show Properties. Shows the Properties Panel at the bottom of the item Panel, with the File Info tab
selected.

® Detail: By default, items are presented in the item list with thumbnail and name. By selecting the
Detail option, additional information about owner and creation date is displayed.

® Create: Create anew scene or material item (see Working with Items).

® Export: Export an image or audio item.

® Export as XML: Export an XML representation of a Scene and other objectsinto afile. XML files
can be used to compare two versions of a Scene using a file comparison utility.

® Check Out Files: Checks out the selected items, so that only the User who checked out the files can
modify them.

® Check In Files: Checksin the selected items, so that all Users can modify them. This option isonly
available for items that have already been checked out.

® Reconnect: Re-establishes the connection to To start Viz Artist, the user must log on to a Graphic
Hub. The Graphic Hub is the database solution where al Viz Artist items are stored.
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® Change User...: Change the current User.

4.3.5 Properties Panel

The Properties panel shows detailed information about the selected item in the Item List. It is shown
below theitem list.

This section contains the following topics and procedures:

® Filelnfo Tab

® LinksTab

® Keywords Tab

® History Tab

® RightsTab

® To Show the Properties Panel

® To Show the Properties Panel with a Selected Tab Open
® To Close the Properties Panel

FileInfo Tab

The File Info tab shows various information about the selected item:

UuID:

Path/Mame:

on Date/Time:

Expiration Date/Time:

® UUID: Showsthe universaly unique item identifier.

® Path/Name: Shows the path to where the item is located and the name of the item.

®* Type: Showstheitem type, for example, Fontstyle, Image, or Material.

® Creation Date/Time: Shows the date and time when the item was created.

® Owner: Shows the name of the user that owns the item.

® Modification Date/Time: Shows the date and time when the item was last modified.

® Checksum: Showsthefile's checksum in case you need to check its validity.

® Filesize: Showsthe size of the item file.

® Checked Out By: If the item has been checked out, it shows the name of the User who did the
checkout operation.

® | ocked By: If theitem has been locked, it shows the name of the user that has performed the lock
operation.

Links Tab
The Links tab shows the links that are assigned to the selected item:



Mame: 10fire, Linkname: 10fire

CLIENTS_WIR/RAL/GLOBALS/IMAGE reflectio
ow_gold/10fire

GLOBALS/IMAGE/reflections/10fire

® Path: Shows the path to where the linked items are | ocated.
® Link Name: Shows the names of the linked items.

Tip: Click one of the links to select the folder where the linked file is placed, and to show the
item in the Item List.

Keywords Tab

The Keywords tab shows the keywords that are assigned to the selected item. Keywords can be assigned,
for example, when an item isimported to Viz Artist (see Assign Keywordsto Items).

 Info | Links | Kekurdsu isto r",.r" H.ights..

Note: If multiple items have been selected, and some keywords are grayed out, the gray keywords are
assigned to at least one of the selected items, but not all.

History Tab
The History tab shows the history of the selected item:
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 Info | Links | KE'_fu‘-.-‘-:-r-:Is.. History .H.ights.. ’E
Filename: chrome_02

Date Changes SysID Module

Imported

Created

® Date: Showsthe date and time when the item was created or modified.

® User: Shows the name of the user that created or modified the item.

® Changes: Shows the operation that was performed on the item, for example, if the document was
created.

¢ SyslD: Showsthe Viz Artist license number on the machine that performed the operation.

® Module: Shows the name of the application that changed the data.

® Source: Showsthe 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.

Rights Tab
The rights tab shows the rights of the selected file.
| Info | Links | Keywords | History | Rights
Selected File: chrome_02
Uzer rights:

Group rights:

World rights:

The rights can only be changed with the Grahic Hub Manager, here you can only see the apllied right of
your file,

To Show the Properties Panel

® Select Show Propertiesfrom the Server Menu, or
® Hold the pointer over the Server Panel and press the keyboard shortcut <Ctrl+P>, or
® Right-click an itemin the Item List. In the menu that opens, select Show Properties...

To Show the Properties Panel with a Selected Tab Open

® Right-click anitemin the Item List. In the menu that opens, select either:
® Show Properties...
¢ Show Folder Links...
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¢ Show Keywords...
¢ Show History...
¢ Show Rights...

Note: The Show Folder Links... option is only available for items that are linked (see
linked items).

To Close the Properties Panel

Do either of the following:

® Right-click inthe Item List and select Close Properties, or
® Click the Closeicon in the upper right corner of the Properties Panel, or
® Clear the Show Properties check box in the Server Menu.

4.4 \What are items

Items are properties that are used to build up a Scene. Items can also be complete Scenes.
The Server Panel displaysitems available in the selected folder of the Server Tree.

This section contains information on the following topics:

® Scenes

® Scenes for Context-enabled Shows
® Geometries

®* Materids

® Materials Advanced

® Images

® Fontstyles

® Audio Clips

® Video Clips

® Substances

4.4.1 Scenes

Scenes are root items that hold other items. Scenes are stored in the Graphic Hub database and are
available through the Server Panel.
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If a Sceneis opened, the Scene Tree area shows the logical visualization of al the objects within the
Scene. The Scene Tree consists of Containers that hold items and properties, organized in a hierarchy and
grouped in logical divisions. The items and properties can be Geometries, Images, Materials, Fonts,
transparency functions, key functions, and many more (see Item Panel and Built Ins).

Note: Viz supports the import of scenes from numerous third party file formats (see Advanced Issues
with Video Codecs)

4.4.2 Scenes for Context-enabled Shows

A context-enabled show isa Viz Trio specific feature that allows the Trio operator to switch between
concepts and variants within a show. For example, a News concept could be switched to a Sports concept,
depending on the content being taken to air.

When designing context-enabled showsin Viz Artist, each scene must follow a set of naming conventions.
All variants of a Scene within a specific concept will appear as one template in the Viz Trio Template List
. Please refer to the Viz Trio User Guide for further information on Trio templates.

- =
=& My Channel
=& concept=News
=& 43 Headlines
L platform=MPS N33 | fgﬂur“ﬂm‘“ﬂ Statsréd Lhembkul in Harbour
™ platform=5D Wit il A
=& 16x9
Ll platform=HD
™ platform=mps_wes | |F]
=& concept=Sport
=& ax3
™ platform=MP5_Ng3
Ll platform=5D
=& 16x9
M platform=HD %
™ platform_MPS_WEB
™ NEW_SCENES

=
Signage
= -

Headlines
Statsrad Lhambul in Harbour

L Hi: 22°C Lo: 15°C
N ews

e

For a show to successfully use context-enabled Scenesin Viz Trio, the folders and Scene names must
follow a naming convention that gives them properties and values for Viz Trio to recognize and use:

Type Property Name Example

Concept concept = <concept nanesconcept=

<C oncept nane:>
(folder)

concept=News
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Type Property Name Example

concept=Sport

Context <context> = <cont ext nane>cont ext >=
<cont ext nane:
(folder)
platform=HD
User-defined
platform=SD
Variant _variant = <vari ant name><scene>
_Vvariant=
(file) <vari ant nane:

chart_variant=Stoc
headlines variant=
headlines_variant=

weather_variant=3

In addition, to successfully create context-enabled show-designs, make sure that each scene variant is
using the same containers, container names and plug-ins.

IMPORTANT! For the variantsit isimportant to add an underscore”_" to separate the Scene name
from the variant keyword.

4.4.3 Geometries

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

Geometries can be created in Viz Artist or imported from an external modeling program (see Advanced
Issues with Video Codecs).

Viz Artist also has a set of Geometriesthat are built-in Geometry plug-ins. These geometries are common
plug-ins that can be used in Scenes.
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A Geometry can be added to a Scene as a standalone Container or as a Geometry property of a Container.
Drag the object from the Item List (or Favorites Bar) to the Scene Tree, Scene Editor or add to a Container
in the Scene Tree.

4.4.4 Materials
Materials hold colors, customized colors and light effects which can be applied to objectsin a Scene.
The Materiasicon (1) in the item panel shows the current state of the Material. The color for alit 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.

rbient POWFGEE"] Specular [Emission

Shininess 7.813 % I-r
100.0 % =

When a Material has been added to a Scene, the Scene-specific Materia 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 and Material

4.45 Materia's Advanced

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

The Materials Advanced item is stored in the Graphic Hub database and are available in the Server Panel
Item List.
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To add aMaterial Advanced as a Container item, drag the Material Advanced from the Item List (or
Favorites Bar) to a Container in the Scene Tree.

4.4.6 Images

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

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

4.4.7 Fontstyles

Fonts are complete character sets within a unique style. The Fonts are stored in the Graphic Hub database
and are available through the Server Panel.
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A Fontstyle can be added to a Scene as a standalone Container or as a Container item. Drag a Fontstyle
from the Item List (or Favorites Bar) to the Scene Tree, Scene Editor or add to a Container in the Scene
Tree.

4.4.8 Audio Clips

Viz Artist supports audio clipsin formats WAVE, MP3, and Vorbis (Ogg), which are stored in the GH
database and are available through the Server Panel.

Audio File
34 mMB

The audio clips can be added to Scenes and, or to the animation of a Scene.

4.4.9 Video Clips

Video Clip items are video clips which are stored in the Graphic Hub and are available through the Server
Panel.
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Video Clip items are used with Clip Channel Media Assets, as the video sourcefile.

4.4.10 Substances

Substances contain information and parameters for use with a Substance Shader.

To use a Substance on a Container, the Substance Shader must be used. The Substance Shader takes the
substance as an input parameter.

4.5 Working with Items

This section contains information on the following topics:

® Common Item Procedures
® Active ltems

® |inked Items

® Referenced Items

4.5.1 Common ltem Procedures

These are procedures which are common to all item types.

This section contains information on the following topics:

® ToView itemsin aFolder

® ToRenameanitem

® ToDeleteanitem

® To Delete an item with all References

® To Create anitem Copy in a New Folder

® To Create an item Copy in the Same Folder
® To Moveanitemto a New Folder
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® To Create alLinked item
To View itemsin a Folder

1. Open theitem panel from the Content Switcher:

Item Tab Keystroke (hold the pointer
over the Server Panel)
Scenes S <Ctrl+1>
Geometries o <Ctrl+2>
Materias M <Ctrl+3>
Materials Advance MA <Ctrl+4>
Images I <Ctrl+5>
Fonts F <Ctrl+6>
Audio Clips A <Ctrl+7>

2. Select afolder in the Server Tree.

To Rename an item

1. Select theitem to be renamed.

2. Open the rename text field:
® Right-click the item and select Rename from the context menu, or
® Press<F2>.

3. Inthetext field that appears, type a new descriptive name.

4. Press<Enter>.

Note: If renaming alinked item, only the name of the selected item will change, not the linked
one (see Linked Items).

To Delete an item

1. Select theitem to be deleted.

2. Deletetheitem:
® Drag the item to the trash can, or
® Right-click the item and select Delete from the context menu, or
® Press<Delete>.

3. Click on Yesto confirm.
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Tip: To delete multiple items select the items to be deleted and drag to the Trash Can.

Note: If deleting alinked item, only the link to the folder will be removed. The item itself will
remain in the database (see Linked Items).

To Delete an item with all References

Deletes the selected item and all its referenced items. Referenced Items are not deleted if they are
referenced by other items.

Note: Referenced items are deleted if they are referenced to ONLY the selected item. If they are also
referenced to others, then they will not be deleted.

1. Locate theitem to be deleted.
2. Right-click the item and select Delete with all r efer ences from the context menu.
3. Click on Yesto confirm.

To Create an item Copy in a New Folder

Use this procedure to create an independent copy of an item(s) in anew folder:

Note: To select more than one item press and hold <Ctrl> and click on each required item or press and
hold <Shift> to select arange or items.

1. Sdlect theitem(s) to be copied.
2. Press <Ctrl> and drag the item(s) to the target folder.
or

Select the item(s) to be copied.

Select Copy from the Server Menu or <Ctrl+C>.

Open the folder where the target item(s) are to go.

Select Paste-Dup from the Server Menu or <Ctrl+Shift+V>

PwWNPE

To Create an item Copy in the Same Folder

Use this procedure to create an independent copy of an item in the same folder:

Right-click the source item.

In the context menu that shows, select Duplicate.

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

or

WP

1. Select theitem(s) to be copied.
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2. Select Copy from the Server Menu or <Ctrl+C>.

3. Select Paste-Dup. from the Server Menu or <Ctrl+Shift+V>

4. Inthedialog box that opens, type a descriptive name for the new item.
5. Click the Ok button.

To Move an item to a New Folder

® Dragtheitem or items from the Item List onto the target folder in the Server Tree.
or

1. Select the source item(s).

2. Select Cut from the Server Menu, or <Ctrl+X>

3. Open the folder where the target item(s) are to go.

4. Select Paste-Dup. from the Server Menu, or <Ctrl+Shift+V>.

To Create aLinked item

1. Select the sourceitem.
Press <Alt> and drag the item to the target folder.
or

N

Select the source item.

Select Copy from the Server Menu, or <Ctrl+C>

Select the folder where the target item is to go.

Select Paste-L ink from the Server Menu, or <Ctrl+V>,

PwWNPE

45.2 Active Iltems

Items that are currently in work are active items. Active items are locked or checked out.

Items with locked icon

catlos

An active item has a small icon in the lower left corner of the thumbnail in the Item List which changes to
show different states:
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o [£] L ocked: If auser connected to the database opens an item, the item will be locked for all other
users and marked with the keyholeicon. A locked item means that the item can be opened and
viewed by all users, but only modified or saved by the user that has locked it. The item will be
unlocked when the user closes the item or disconnects from the database.

e B checked Out: If auser, connected to the database, checks out an item, the item will be locked
for all other users and marked with the stop icon. A checked out item means that the item 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 item must be checked in.

Note: The item will stay checked out (locked) even if the user closes the item or disconnects
from the database.

e (& | ocked and Checked Out: For alocked and checked out item, the icon represents a combined
keyhole and stop sign.

This section contains information on the following procedures:

® ToLlock anitem

® To Check Out items

® To Check Initems

® To Lock and Check Out items

To Lock anitem

® Anitemisautomatically locked when a user opensthe item. It is not possible to perform this
operation manually.

To Check Out items

1. Select theitem or items.

2. Check out theitems:
® Right-click an item and click on Check Out in the context menu (oneitem only), or
® Hold the pointer over the Server Panel and use the keyboard shortcut <Ctrl+O>, or
® Select Check Out Files... from the Server Menu.

To Check In items

1. Select theitem or items.

2. Check intheitems:
® Right-click theitem and click Check I n from the context menu (one item only), or
® Pressthe keyboard shortcut <Ctrl+I> while holding the pointer over the Server Panel, or
® Select Check In Files... from the Server Menu.

To Lock and Check Out items

® |tems are automatically locked when a user opens the item. Y ou cannot lock items manually.
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45.3 Linked Items

Every item in the database is shown in one or more folders.

A linked item has a small link icon attached to the lower left corner of the thumbnail in the Item List. A
linked item will show, logically, in multiple folders, although only one item is physically saved in the
Graphic Hub database.

To view the UUID of the linked item, open the Properties Panel and select the File Info tab. The UUID of
the one saved item is the same for al linked items, while information such as path, and name may vary.

If modifying theitem in one of the folders, for example cropping an image, all the linked items will reflect
these changes.

To create alinked item see To Create a Linked item.

4.5.4 Referenced Items

A referenced item is an item which is connected to and used by another item, by areference only.

Viz Graphic Hub

Scene File Image File
UUID: xxxxxxl UUID: xxxxnx

Image file reference
UUID s s 2

Image file knows it is
referenced in

UUID: sooooecl
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Some items are, or can be, made up of other items, i.e. Geometries. A Geometry item can be made up of
other items. These other items are not physically part of the Geometry item, but are used by reference.
Because the Geometry item uses another item as part of its output, any changes to the referenced item will
result in changes the Geometry item itself. The item which is referenced cannot be modified without a
warning message. If the referenced item is modified then the item which is referencing that item will be
modified too - it will look and act differently. A referenced item cannot be deleted. The item which holds
the reference has to be deleted before the referenced item can be deleted from the Graphic Hub. Anitem
can reference many other items.

4.5.5 Working with Audio (Clips) Items

This section contains information on the following procedures:

® To Add an Audio Clip to a Scene (Context Menu)
® ToAddan Audio Clip to a Scene

® Tolmport an Audio Clip

® To Export an Audio clip

To Add an Audio Clip to a Scene (Context Menu)

1. Select thetarget Container.

2. Goto Container plug-ins-> Global and find the Audio plug-in.

3. Right click the plug-in and select Add Audio Clip.
The Audio plug-in is added to the selected Container, and the Container will show that an
animation was created.

Add to Contai

Add Audio Clip

Add as Favorite

Crelete from Favaorites

4. Click on the Stage Button.
5. Highlight the Audio Clip in the Stage tree.
6. Click onthe Add key Frameicon (1).
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‘:Ler'urer Built Ins Control Views

Dopesheet/Spline W IF'J"' |

CRREEE M

Default

AudiDCIi

Audio
digi_hp

7. Inthe Key Frame panel add an Audio Clip. There are two ways to add an Audio Clip:
a Click DB Clip (1).
b. Click on Server/Stage in the Main Menu.
C. Select and drag an Audio Clip from the Server Tree panel to the Clip drop box (2).
or
d. Click File (1).
e. Inthe CIip line (3), click the - icon to select an Audio clip to use.

Mame

TimE

Stop || Play |

Clip In Time

Clip Out Time -
Duration 00:00:03:
To Add an Audio Clip to a Scene
1. Add the Audio plug-in (Container plug-ins-> Global) to a Container (see Built Ins).

2. Inthe Main Menu, click on Stage.
3. Drag the Container to the Stage Tree Area.
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AudioClip

4. Inthe Stage Tree right-click the Container Actor (1)
5. Click Audio > Clip (2) (the Container will show that an animation was created).

server | Built Tns

Default

open).

Server | Bapilt Tns

Default

audio
AudioClip

7. Inthe Key Frame panel add an Audio Clip. There are two waysto add an Audio Clip:

a Click DB Clip (4).
b. Click on Server/Stage in the Main Menu.
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C. Select and drag an Audio Clip from the Server Tree panel to the Clip drop box (5).
or

d. Click File (4).

e. IntheClip line (6), click the --:/ icon to select an Audio clip to use.
on Air ) e

Stop Flay

Clip In Time

Clip Out Time
Duration 00:00:

To Import an Audio Clip

® 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 and Archive.

To Export an Audio clip

1. Open the Select Export Directory panel:

® Click onan 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...
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Select ExporkDirectory

Cubes

Documentation
FileSelectionDialogHiste
guimain

HotFolder

library

plugin

ScriptDoc
ServerTypeHistory
Tools

Path-Aliases

® |nthe Select Export Directory panel, select the folder where the Audio clips should be
exported to.
2. Click the Ok button. The audio clip will be exported to the selected folder, with its original name.

4.5.6 Working with Fontstyle Items

This section contains information on the following procedures:

® To Import a Font

® To Edit aFontstyle

To Create a Fontstyle

To Show/Hide Blur or Outline Fontstyles

To Import a Font

® For information about how to import afont from ahard disk or network share to the database see
Import of Filesand Archives.
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To Edit aFontstyle

1. Double-click the Fontstyle to open the Fontstyle Editor.
2. If the Fontstyle is referenced in more than one Scene, you must confirm that you want to change
it.

This Font is referenced in 8§ Scenes!
Use the Database Reference Search for more details.

Are you sure you want to change it ?

3. Inthe Fontstyle Editor define the new settings.
4. Click the Save button.

To Create a Fontstyle
New Fontstyles are based on afont which already exists.

1. Double-click the Fontstyle to open the Fontstyle Editor.
2. If the Fontstyle is referenced in more than one Scene, you must confirm if you want to changeit.

This Font is referenced in 8 Scenes!
Use the Database Reference Search for more details.

Are you sure you want to change it ?

3. Inthe Fontstyle Editor, define the new settings.

4. Click the Save As button.

5. Inthe 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 aFontstyle and select either:
® Show/Hide" Blur" Fonts, or
® Show/Hide" Outline" Fonts

4.5.7 Working with Geometry Items

Y ou can add geometries to a Scene as a standalone Container or as the Geometry property of a Container.

4.5.8 Working with image items

The maximum resolution of an image that can be imported and used as atexture in Viz Artist, is 16k.



This section contains information on the following procedures:

® To Add an Image to the Graphic Hub Database
® To Edit an Image
® To Export Images

To Add an Image to the Graphic Hub Database

® |mport Images: Images can be imported from a hard disk or a network share to the GH database
(see Advanced Issues with Video Codecs).

® Createa Snapshot: Images can be created through taking a snapshot of the Scene Editor.

® |mage Editor: Inthe 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. Inthe Image Editor that opens, define the new settings.
3. Click the Save button.

To Export Images
Y ou can export one or multiple images. Exporting RGB images with apha creates RGBA image files.

1. Select theimage(s) to be exported.
2. Open the Select Export Directory panel and select the folder where the image should be exported
to
® Select Export... from the Server Menu, or (when only one image is selected)
® Right-click theimage to be exported. In the menu that opens, select Export...
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Select Export Directory |

# Program Files (
izrt

nfiguration Profiles

‘ube=z
Documentation
FileSelectionDialogHiste
guirmain
HotFolder
library
plugin
ScriptDoc
ServerTypeHistory
Tools

Path-Aliases

tf | bmp | =ai jpg
psd | tga | xpm hdrpng

Ok |Cancel

3. Select an image format for export.

Built Ins Control Views Tree

Server - Materials Advanced |

|7 MA

™ 00_NABZO14 QA
B ™ CLIENTS_WIP

" clipimages
il Default
™ Demo_Austria
Floritz
" material
Practice_Austria
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This section contains information on the following:

® Working with Materia Items
® ToEdit aMaterial Advanced

Working with Material Items

When a Material has been added to a Container, the Container specific Material can be modifiedin a
Material Editor that opensin 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 anew Material in the Graphic Hub database, see Material Editor.

To Create aMaterial Advanced

1. Fromthe Item 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.
4. Click Mergeto Material Advanced.
The Material, Shader, and Image icons in the Container will then be merged into one combined
Material Advanced icon.
5. Select the project or folder where the Material Advanced should be placed (1).
Bultlns | Control | Views | Tree |

Server - Materials Advanced

SB | All | Auto | David_Cs Y

=& work
0= = Elements
Adv Mat
MATERIAL ADVANCED

6. Drag the Material Advanced icon from the Container in the Scene Tree to the Item List (2).
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Flease Enter Material Advanced Name: Mew Ma Namd

ok [Cancel

7. Inthediaog box that opens, type a descriptive name for the Material Advanced.

8. Click the Ok button.
To Edit aMaterial Advanced

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.

5. Apply new items or modify the Material, Shader, or Image settings.

6. Right-click the Container in the Scene Tree.

7. Inthe context menu click Mergeto Material Advanced. The Material, Shader, and Image icons
in the Container will merged into one combined Material Advanced icon.

8. Select the project or folder where the Material Advanced should be placed (1).

PwWDNPE

SB | All | Auto | David_Cs Y

=& work
0= ™ Elements
Adv Mat
MATERIAL_ADVANCED

Basic | Sort | Search

group

9. Dragthe Material Advanced icon from the Container in the Scene Tree to the Item List (2).
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Fleasze Enter Material Advanced Mame:

ok [Cancel

11. Click the Ok button.

4.5.10 To Create aNew Scene

Thiswill create an empty new Scene. Add containers as required in the scene tree.

1. Open the Scenetab (see To View itemsin a Folder).
2. Select the folder where the new Scene should go.
3. Open the Create New Scene pandl:
® Right-click in the Item List. and select Create new Scene, or
® Open the Server Menu and select Create..., or
® Hold the pointer over the Server Panel and press <Ctrl+A>.
4. Inthe Create New Scene panel enter atext string for the new Scene.
5. Click on OK.

: Built Ins Control Views Tree Stage

Bernhard_Winkler
Christian_Huber
Christian_Seid|

Daniel_wWinkler
4l David Cooling
. add_to_conta

=
CinemadD

[+ + 8+ +]

dynamic
™ Fonts

™ Import_From_src
-

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 and Archive.

To Save a Scene

® (Click the Save button in the lower |eft corner of the window, or
® Hold the pointer over the Scene Tree area and press the keyboard shortcut <Ctrl+S>.
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To Save a Scene with aNew Name

1. Click the Save As button in the lower left corner of the window.

2. Inthe Scene Save As... dialog box that opens, type a descriptive name in the Scene Name text
box.

3. Click the Ok button to confirm.

Scene Save as... panel Context Menu

L+ -+

ub Project...
ub Folder...

-
N N N

-+

PH'“

WorkTest

/Elements

'Matenals

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 anew sub Project folder in the selected Project folder

® Create Sub Folder: Create anew sub folder in the selected folder

¢ AddtoBookmark: Add selected folder to Bookmarks

® Deletefrom Bookmark: Delete selected folder from Bookmarks

¢ Switch Folder Highlighting OFF/ON: Set highlighting of foldersto 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 I nterface of the Viz Configuration.

® <Bookmark(s)>: Click on abookmarked 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
® Hold the pointer over the Scene Tree panel and press the keyboard shortcut <Ctrl+2Z/Y>.
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Tip: Holding the pointer over the Undo/Redo buttons will show atext 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, thisis not possible after the scene has been closed

4.5.11 Working with Substances

This section details how to work with Substances. The import and use of Substancesin Viz requires a
separate license. Y ou obtain this license from your local Vizrt representative.

Substances use two different file extensions, . sbs and . sbsar:

® . sbs filesare editable substance "source files'. Use Substance Designer with thesefiles.

® _ shsar filesare performance optimized, published substances. Y ou can import these filesto Viz
Artist. You cannot edit thesefiles. To createa. sbsar filg, first create a Shader with Substance
Designer, and then publish this shader.

After importing a substance to Viz Artist, you add it to the Substance Shader. To view and adjust the
parameters of a selected shader, click Adjust Propertiesin the Substance Shader Properties panel. The
parametersin the Properties panel are different for each selected substance.

Tip: If the Adjust Properties panel opensin the background, press <Al t - Tab> to bring it to the
foreground.
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Soutputsize

Srandomseed D 0 =
Luminosity B 0.50000 %
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Hue Shift D 0.00000 (=
Saturation D 0.50000 =
Mormal Intensity D 0.50000 (=
Mormal Format [Direct}: -
AQ Spreading B 0.50000 |+
Height Range B 0.50000 1=
Height Position D 0.50000 (=
LELLT - 0.701%6 5| 0.54231 (3] 0.38264 |5
Lines 0N

Details [ | 1.00000 2

4.5.12 Working with Video Items

This section details how to work with Video Clip items.

Available video clipsin the Graphic Hub are imported through the Adobe After Effects integration with
Viz Artist, and are used with Clip Channel Media Assets, as the video sourcefile.

4.6 Container and Scene Properties

This section details how to add |tems and Built I nsto a Container, multiple Containers and Scenes.
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Most properties can be dragged to atarget 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.

This section containers the following procedures:

® To Add Properties to an Empty Scene Tree
® To Add Properties to a Container

® To Multi Drop Properties as Sub Containers
® To Multi Drop Properties on Containers

® To Add Multiple Properties to Containers

® To Add Propertiesto Multiple Containers

® To Add a Scene plug-in to a Scene

4.6.1 To Add Properties to an Empty Scene Tree

These properties can be added to an empty Scene Tree:

Items Built In
Geometries ® Geometries
Images ® MediaAssets

® Fontstyles

1. Drag aproperty to either:
® The Scene Tree (creates a new Container)
® The Scene Editor (creates a new Container in the Scene Treeg)
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Tree, aContainer for each selected item is created.

4.6.2 To Add Properties to a Container

These properties can be added to a Container:

Items Built In
®  Geometries ®  Geometry plug-ins
® Materials ® Container plug-ins
® Material Advanced ®  Shaders
® Images ® MediaAssets
® Fontstyles

Only one Geometry plug-in, one Shader or one Media Asset can be applied to asingle Container. If anew
Geometry plug-in, Shader or Media Asset is added the first one will be removed from the Container.

Tip: If aShader, Media Asset or afew Container plug-ins are dragged to an object in the Scene
Editor, they will be added to the Container which contains the Object. The M edia Asset will be added
asaTexture. If aContainer plug-in can be added this way, the object becomes active when the
Container plug-in is moved over the object.

1. Select aContainer.
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.

Material items only:

1. Right-click a Container
2. Click on Add Material...

4.6.3 To Multi Drop Properties as Sub Containers

These properties can be multi dropped and create Sub Containers:
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Items Built In

® Geometries ®  Geometry plug-ins
® |mages ® MediaAssets
® Fontstyles

1. Drag aselected property to the Scene Tree (aligned with a Container).

2. Hold the left-click and right-click to add the property to a new Sub-Container of the highlighted
Container.

3. Keep theleft-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 aligned the target Container. If the right-click is released when over or aigned
with another Container, another (not required) Container or Sub-Container, and Property will
be added.

===
e grou -
i 2DPatch i

‘ o[ ., |
[ 5 | group

[ 5 | group

%Em 2DPatch
oIt - | arouo

4.6.4 To Multi Drop Properties on Containers

These properties can be multi dropped on Containers:

Items Built In
® Materias ® Geometries
® Material Advanced ® Container plug-ins
® |mage ® Shaders
® Fontstyles ® MediaAssets
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1. Drag aproperty 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 plug-ins and Shaders.

2. Hold the left-click, and right-click to add the property to the highlighted Container.
3. Keep theleft-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.

4.6.5 To Add Multiple Properties to Containers

These properties can be Multi Added to a Container:

ltems Built In

None
®  Geometries
® |mages

1. Multi select the required properties.
2. Drag the selected properties to the Scene Tree or a Container:
® |nthe Scene Tree (1(aligned with a Container)): All selected properties are placed in the
Scene Tree as sub-containers of the highlighted Container, or
® QOver aContainer (2). Thefirst selected property is added to the highlighted Container and
the other selected properties create new Containers, at the same level
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4.6.6 To Add Properties to Multiple Containers

These properties can be added to Multiple Containers:

Items Built In
®  Geometries ®  Geometries
® Materias ® Container plug-ins
® Material Advanced ® Shaders
® Image
® Fontstyles

1. Multi select the required Containers.
2. Add aproperty:
® Right-click aproperty and select Add to Container(s),
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or
® Drag aproperty to one of the multi selected Containers.

4.6.7 To Add a Scene plug-in to a Scene

1. Open the plug-intabin Video Clip Playback Considerations:
® Click on Scene Settings -> plug-in, or
® Click on the Scene plug-inicon (1)

2. Drag a Scene plug-inicon to the Scene drop area.
or

1. Right-click the Scene plug-inicon to open the plug-in Context Menu.
2. Click on Add to Scene...

If a Scene plug-in has been applied to a Scene, the Scene plug-in icon will show orange ﬁ .

4.7 Assign Keywordsto Items

Keywords are used to tag items 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 item,
up to 20 keywords may be assigned to one item.

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 items

® To Assign Keywords from the Search Panel

® To Assign Keywords from the Keyword Panel
® To Assign aKeyword While Importing

® To Assign Keywords from the Property Editor
® To Remove aKeyword from an item

® To Delete aKeyword
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4.7.1 To Create Keywords for items

1. Select Import from the Main Menu.

Note: The Keywords panel shows when either Fonts, Images, Geometries, Scenes or Audio is

selected to import in the Import Menu.

4.7.2 To Assign Keywords from the Search Panel

1. Select Server from the Main Menu.
2. Open the Search panel:
® |nthe Server menu, click Search, or
® Hold the pointer over the Server Panel and press the keyboard shortcut <Ctrl+F>.
3. Inthe Search panel that opens, click Keywords (2).
4. Search for aKeyword or Keywords (1):
® To search for al Keywordstype* (an asterisk) in the text box, and press <Enter >, or
® To search for aspecific Keyword type the name of the Keyword in the text box, and press
<Enter>.
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IMPORTANT! Drag one or more Keywords from the Search panel to an item or
selected itemsin the Item List.

Note: To view assigned Keywords on an item, right-click an item and click on Show
Keywords... from the context menu.

Tip: Keywords can be assigned to multiple items at once. To do so, first select the itemsin the
Item List, and then select the keywords in the Search window. Next, drag the keywords onto
the items. In the dialog box that opens, confirm the assign operation.

1. Select Import from the Main Menu.
2. Inthe Keywords panel search for a Keyword or Keywords (1):
® To search for al 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>.
Select aKeyword(s) (2).
Drag the selected keywords to the item or selected items in the Server Panel.
5. Click Yesto confirm.

> w
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Lighter

Tip: If thelist of Keywords, in the left panel, islong, 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 theitem.

4.7.4 To Assign aKeyword While Importing

1. Select Import from the Main Menu.
2. Inthe Import panel, select the file or files to be imported.
3. Search for aKeyword or Keywords (1):
® To search for al 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 aKeyword or Keywords (2):
® Clickinthe[] (totheleft 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 itemsto their location in the Server Panel.

Keavywords

Furniture

| Light

[kra

Lighter

Furnure ‘

Note: To view assigned Keywords on an item, right-click an item, in the Server Panel, and
click on Show Keywords... from the context menu.

101



1. Inthe Server Panel, right-click the source item.
2. Select Show Keywords...

SB | All | Auto | Davic

Lename
relet

Delete with all References
Cuplicate

Verify/Restore

Show
Show

Export as XML...

Deploy...

IMPORTANT! In the Keywords tab click the required Keywords, and drag to the required
item in the Server Panedl.
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Note: When more than one source item is selected, and they all have a common keyword,
only that common keyword will show in the Keywords panel.

Assign Keyword(s) blue to the Image world 7

4.7.6 To Remove aKeyword from an item

1. Inthe Server Pand, right-click the item with the Keyword to be deleted.
2. Click Show Keywords...
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SB | All | Auto | Dawit

with all References
Duplicate

Verify/Restore

how Prope

5
5
5

Export as XML...

Creploy...

3. Dragto the Trash Can, and click Yesto confirm.
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4.7.7 To Delete aKeyword

1. Select Import from the Main Menu.

Note: The Keywords panel is not availableif Archivesto Import is selected in the Import
file drop-down menu.

2. Inthe Keywords panel search for a Keyword(s) (1):
® To search for al 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 aKeyword(s) (2), and drag to the Trash Can.
4. Click Yesto confirm.

Furniture
Tk
Light

Lightar
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Note: Keywords can only be removed from the Graphic Hub if they are not assigned to any
files.

4.8 Image Editor

The Image Editor makes it possible to modify Image items 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)

® FEffect Preview (3)

® MainImage Area(4)

® FEffects(5)

Double-click the image in the Server Panel to open the image in the Image editor. If theimageis
referenced in a Scene, a dialog box will show to confirm the action or not.

This section contains information on the following topics:

® Genera Image Information
® |mage Effects
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® Apply and Preview Effects
® To Apply an Effect to an Image

4.8.1 General Image Information

The upper left corner of the Image editor shows general information about the image:

Mame waorld

Size 1024 by 512 Pixel
Format RGEB

Tree”|

®* Name: Shows theimage name.
® Size: Showstheimage sizein pixels.
® Format: Showstheimage 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 alphaformat. An imported image that has a pha can be
viewed as either RGB or apha. Modifications to an image are automatically applied to the RGB or
alphainformation.

4.8.2 Image Effects

The following effects can be applied to an image. To view the effect properties and see changes made, see
Apply and Preview Effects:
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Alpha
Blur

Charcoal

Color Gamma
Contrast/Hue
Convert Format
Crop and Add
Edge

Emboss

Flip

Gaussian Blur
Gamma

Invert

Postarize
Quantize Colors
Rotate

Scale

Solarize

Spread pix
Stretch
Swirl

EVE=

® Alpha: Makes the image transparent.

® Blur: Creates ablurred 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: Adjuststhe color tones of the image.
® Contrast/Hue: Adjusts the brightness, saturation, and hue settings for the image.
® Convert Format: Changesthe format of the image to one of the following:

RGB

RGBA

Alpha
Luminance
Luminance Alpha
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Crop and Add

PAL analog |
PAL digital

| NTSC analog |

NTSC digital

=l
21gl
=0
2R

® Crop and Add: Theimage can be cropped according to the valuesin the input boxes. The values
can be entered manually, or the standard TV format buttons can be used.
® | eft: 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: Cropsthe 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: Cropsthe image to aresolution of 768x576 pixels.
® PAL Digital: Crops or adds the image to aresolution 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 resultsin black, high-contrasted image with thin edges. A high value
resultsin thick edges with low contrast and many colorsin 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: Definesthe direction of the embossment.
® Value: Defines amount of effect.
® Flip:
® Flip Vertical: Flips theimage upside down. To flip it back to its origina settings, click the
button again.
® Flip Horizontal: Flips the image horizontally asif seen in reverse/through amirror. 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 atranslucent screen. It adds low frequency detail and can produce a hazy
effect to the image.
® Range: Affectsthe blur spread (not much visible since same effect may be achieved by
configuring ‘value' parameter).
® Sigma: Amount of blur.
® Gamma: Gamma measures the brightness of mid tone values produced by a device (often a
monitor). A higher gammavalue yields an overall darker image.
® |nvert: Invertsthe colors of an image. When inverting an image, the brightness value of each pixel
in the channelsis converted to the inverse value on the 256-step color values scale.

Example: A pixel in apositive image with avalue of 255 is changed to O, and a pixel with a
value of 5 to 250.
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® Postarize: Affects saturation of the image.
* Level (%): Effect intensity. At high values, image becomes completely black and white.
® Quantize Colors: Reduces the number of colorsin theimage.
® Rotate: Rotates the image according to the specified number of degrees.
® Scale: Scalesthe image based on either size (percent) or width/height (pixels).
® Solarize: Blends a negative and positive image, similar to exposing a photographic print briefly to
light during production.
® Spread Pix: Creates adissolving effect for the image pixels.
® Stretch: Stretches the image based on either width/height in pixels or percent.
® Swirl: Swirlsthe image more sharply in the center than at the edges. Specifying the degree produces
aswirl 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.

4.8.3 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.

To Apply an Effect to an Image

1. Sdlect an effect from the Image Effects list.

2. Make modificationsto the effect as required in the Effect Modification area. In most cases use the
Preview areato view the effect on the image.

3. Add other effects as required.

4. Click Saveor Saveas...

4.9 Fontstyle Editor

The Fontstyle Editor makes it possible to modify Fontstyle items in the Graphic Hub database. Individual
editors are aso available for Materials (Material Editor) and Images (Image Editor).

Viz Artist uses Fontstyles to show text in Scenes. When a Font isimported into the Graphic Hub database,
Viz Artist imports the base font and creates up to eight different Fontstyles:
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® One Fontstyle which looks like the base font (1)

¢ Upto four Fontstylesin different blur levels (2)

® Up to three Fontstyles using only the outline of the base font (3)
The number of blur levels and outlines for each Fontstyle can be defined in the Font/Text Options
section of the Viz Configuration (see the Viz Engine Administrator Guide). The Outline and Blurred
Fontstyles can be hidden or shown in the Server Panel. Fontstyles can be modified through the use of

Modifiersin the Fontstyle Editor. A Fontstyle can be modified to reflect a corporate identity, for
example.

AsViz Artist uses an open interface for the plug-ins used as modifiers, amost any modifications can be

applied to a Fontstyle. New Fontstyles can be created based on existing Fontstyles through the Save As...
operation.

T TR T T
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Bell-M1-Italic- Blur-4

Creomtelry

mimam®

The Fontstyle Editor consists of:

® Available Modifiers (1)

® Properties of previewed text (2)

® Fontstyle Viewer: Preview of the modifications (3)
® Modifier parameters (4) (see Work with Modifiers)

111


http://documentation.vizrt.com/viz-engine-guide/3.8/configuring_viz.html
http://documentation.vizrt.com/broadcast.html

Nate:. The properties help.ta.illustrate.how.the modifications.will laok 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 from thisrule. If the kerning between two fixed
characters are modified, thisis saved with the Fontstyle. To create a kerning between two fixed
characters, use the keyboard shortcuts <Alt+Left Arrow>/<Alt+Right Arrow>.

Double-click the Fontstyle in the Server Panel 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.

This section contains information on the following topics:

Modifiers

Working with Modifiers
® Preview Menu

® Fontstyle Viewer

4.9.1 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 provides an open connection, so that
additional modifiers can be obtained or created and added as plug-ins.

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.

Available Modifiers

- Madifier Pool o |

[m] Font
[m] Material

Image
[m] Modifier

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 Materialsin the database.

® |mage: Not available

®* Maodifier: Show al available modifiers that can be applied to the Fontstyle.
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Modifier Parameters

Maodifier

[m] Mo difier
[m] Global Settings

Madifier
Blur Plugin (1.0.0)
Level 100.0

White Level 50.0

®* Modifier: Shows the properties for the modifier that is selected.

Global settings in Fontstyle Editor

Global Settings

Font Default Style Geometry ﬂ

Shadow Default Style Geometry ﬂ
Texture Quality Low w

® 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: Definesthe quality of the texture. Options are Low, Normal, or High.

4.9.2 Working with Modifiers

This section contains information on the following procedures and topics:

® ToAdd aModifier to a Fontstyle

® ToEdit aModifier

® To Enable/Disable aModifier

® To Remove aModifier from a Fontstyle
® Blur

® Color Per Vertex

¢ Contour Bold
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® Extrude
® |talic
® Qutline

To Add aModifier to a Fontstyle

1. Select Modifier from the Available Modifiers.

2. Drag the modifier from the list of available modifiers (top |eft) to the Modifier bar (bottom left,
above the Trash Can).

3. Click the Save button.

To Edit aModifier

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.
[ pter ]

Aasc ||

To Remove a Modifier from a Fontstyle

1. Dragthe 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.

Maodifier

Blur Plugin (1.0.0)

Level 40.0

White Level 50.0

® | eve: Setstheblur level
® White Level: Setsthe whitelevel 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 circlesin the Color Per Vertex modifier represent the four corners of the Fontstyle text:

Click acircleto edit its color values

Click on aline that connects two circlesto select both circles
® Hold <Ctrl> and click to select multiple circles

® Colors can also be dragged from one circle to another

Maodifier

Color Level 10.0 ;r

®
Color Box Local g

Use alpha U=se Alpha
Debug Crebug

Alpha 100.0 % Pr

® Color Level: Defines how much color should be applied
® Color Box:
® | ocal: Appliesthe color to the vertices of every single character
® Max BB: Appliesthe color to the vertices of the bounding box
® Z Active: If the Extrude modifier isused 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 colorsin the front can be edited
® UseAlpha: Show where the color should include. For example if Alphais enabled and the bottom
right aphais set to O the characters will fade out the bottom right
¢ Debug: Drawsthe 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.

Madifier

ContourBaold Plugin (1.0.0 :]I_

Bold Level EX ||:|_

¢ Bold Level: Definesthe 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 ssimply as sweeping the 2D Fontstyle through space along its Z-axis. The
sweeping path the outline of the Fontstyle follows during this processis used to create a surface.

Madifier

I 1 — f | Extrusion Depth

Bevel Size

’7’7PT| Shading Angle

The nine icons marked with different bevel types are used to set the type of bevel on the Fontstyle.
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® Extrusion Depth: Defines the depth of the extrusion along the Z-axis.

® Beve 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 tilingsit is constructed from

® Backface: Enables or disables visualization of the back face
® Active/lnactive: If colors are set to Active, the front, back, and side colors of the Fontstyle can be

applied

Modifier

Italic Plugin ({1.0.0)

=
=

® | evel: Definesthe cursive level of a Fontstyle. The higher the value, the moretilted is the text

Outline

Use the Outline modifier to create an outline of a Fontstyle.

Madifier

Italic PFlugin (1.0.0)

2T
Drebug lﬁ
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® Outline Level: Defines the width of the outline level. The higher the value, the bolder the outline of
a Fontstyle.
¢ Debug: Drawsthe actual color points to see and understand how color changes effect the characters.

4.9.3 Preview Menu

The Preview menu is positioned at the top right of the Fontstyle Editor.

Text Properties

[mi] Text
[m] Text Material

[mi] Scene Background

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 ook like when being used.

® Text Properties: To preview how the Fontstyle will ook like with different settings, for example
kerning, orientation, and content, select Text Properties from the Preview menu and modify the
properties.

® 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 acolor.

Tip: TouseaMaterid already from the database, select Material from the Available Modifiers
in the Pool menu, select a Material and drag to the color icon 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, especialy for drop shadows.
4.9.4 Fontstyle Viewer

To visualize how the Fontstyle will look like when being used in Scenes, the Fontstyle Viewer shows a
preview of the Fontstyle.
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Geometry

Additionally to the customizable text in the Fontstyle viewer, the words Texture, Geometry and Path will
be shown. These words show the modifications performed to Texture, Geometry and/or Path, applied by
the modifiers, without reflecting the changes in the properties. For example, if kerning is applied to the
customizable text, thiswill not be reflected in the Texture, Geometry or Path texts.

The customizable text reflects either the Texture, Geometry or Path text type, which is selected in the
Global Settings, available from the Modifier Parameters.

Fontstyle Viewer Menu

Right-click the Fontstyle Viewer to open amenu, 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 isthe Fontstyle Viewer bar. The bar contains the following icons:

: Resets the position, rotation, and scaling for the three items in the Fontstyle viewer.
: Show/hide text with geometry style.

: Show/hide text with texture style.

: Enable/disable additional light.

: Switch on/off wire frame mode.

: Switch on/off the bounding box visualization.

HEEEAD

4.10 Material Editor

The Materia editor is used to create and modify materials with customized colors and Lights effects.

Theicon in the upper right corner of the Materials Editor (1) shows the current state of the Material. The
color for alit 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 amaterial, see Light Editor.
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IR Sociiar | Emission
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100.0 % |—|_

When a Materia has been added to a Container, the Container-specific Material can be modified in the
Material Editor that opensin 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 and
Material Advanced Items).

This section contains information on the following topics:

® To Create aNew Material
® Material Color Properties and Schemes

4.10.1 To Create aNew Materia

Click Server.

Click theM (Materias) tab.

Right-click and select Create new material.
Enter a name for the new Material

F0 A~ wWNPE

with all References
Duplicate
erify/Restore

Add as Favaorite...

lelete

6. Inthe Server Panel double-click the new Material to open the Material Editor.
7. Adjust the material Color properties and Schemes as necessary.
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Save |Save As| Close

8. Save any changes:
® Save: Savesthe materia in the Graphic Hub.
® Save As: Creates anew Material in the Graphic Hub. In the Save As dialog box that opens,
type aname for the Material and select a destination folder.
® Close: Closesthe Material editor without saving the changes.

4.10.2 Material Color Properties and Schemes
This section contains information on the following topics:
® Materia Color Properties
® Material Base Color

® Material Enabled and Disabled
® To Change a Materia Color

Material Color Properties

Save |[Save As| Close

¢ Shininess: The shininess defines how spread out the highlighted areais. The lower the value, the
more spread out the shine; the higher the value, the more focused the shine on a single point.
However, if Specular isblack (all values 0) then shininess does not have any visible effect.

® Alpha: The alphavalue can be set directly on amaterial to adjust the level of transparency.
Viz Artist uses schemes to describe the colors of a material.
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®* Ambient: The areawhich 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 directiona light source. It spreads evenly over the object. Light
normally has some level of diffusion.

® Specular: Showsthe color that shows when light comes from a particular direction and bounces
back from the surface in amirrored direction. The specular color isin fact the direct reflection of a
directiona light source. Thisisthetypical 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 isthe light
source illuminating the color. The emissive color is unaffected by any other light sources and does
not produce any light for other objectsin 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
isacolor without any shading and it is not influenced by light, which meansthat it isvisible even if there
are no active light sources. Itsinitial 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

Ipha 100.0 %

Shininess | 7.813 % |3

1. Inthe color selection area (1) select RGB or HSV.
2. Inthecolor selection area, click acolor 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.

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 anumeric input box and enter a color numeric value.
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Tip:.Click.and hold.in.the input.box and.drag Jft. or. right. 10.adjust. the ValUE. ....cceee e

Tip: Click inthe input box and use the up and down arrow keys to adjust the value by afactor 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.

Creation Date

From  [(Mone)
To [MNone)

Modification Dat=

From [Mone)

Cravrver [Mone)

Lisar {Mone)

. Result Menu |
Nams T Modification Drabe

12

Items 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
¢ Keyword Search
® Directory Search

Tip: Up to three search criteria can be combined in one search request. The search will be
performed using alogical AND of the selected criteria.

® Combination Search
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For information on keywords, see Assign Keywords to Items.

This section contains information on the following topics:

® Search Pandl

® Search Parameters Area
® Search Menu

® Property Search

® Reference Search

® Keyword Search

® Directory Search

® Combination Search

® Search Result Panel

4.11.1 Search Panel

To open the Search panel, switch Server view and select Sear ch from main menu, or click Ct r | +F while
hovering the mouse over the Server Panel. The search panel will stay in the foreground until it is closed.

Creation Date

Fram  [Mone)

To [Monz)

Modification Date

Fram [Manz)

To [Mane)

Result Menu |

12

Mams T Modification Dab=

The Search window is divided in two areas:

® Search Parameters Area (1)
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® Search Result Panel (2)

4.11.2 Search Parameters Area
The Search parameters area is positioned at the top of the Search panel.

Mame

Creation Dt

From {Mone)

® Search (1): Click to start a search.
® Close All Editors (2): Close al search editors.
® New Search (3): Clear al settings to start anew search.

4.11.3 Search Menu

The Search menu is positioned at the top of the Search parameters area. Select an item type from the menu
to narrow the item search.

[m] Scene

[m] © bject

[mi] Material

[m] Material Advanced

[m] Image
[m] Font
[m] Audio
[m] All

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 item types.

‘All" is selected by defavllt.
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4.11.4 Property Search

This editor searches the database for items based on the property values entered.

Creation Date

Fram (Mone)

To (Mone)

Maodification Date

From (Mone)

To (Mone)

Owner [(Mone)

User (Mone)

° ﬁ Properties Reset: Clear the settings in the Properties editor to start a new search.

. Close Property Sear ch: Close the Properties editor.
®* Name: Search for items 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 itemsthat were created in a specified time period.
®* Modification Date: Search for items 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 items that were created by a specified user.
® User: Search for items 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'*item’
® ?. Match any single character. For example’ EI?me?t’
® []: Matcharangeor alist of characters:

® 'Elem[b-g]nt’, or

® 'Elem[shje]nt’.
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4.11.5 Reference Search

Any item can reference to any other item in the Graphic Hub. To find out where any given Graphic Hub
item is used, use search by Reference.

Search by reference can be used to search for:

® Which objects use the selected object(s)
® Which objects are used in the selected object(s)

This section contains information on the following topics and procedures:

® Reference Search Menu

® To Search for Referenced items on one or more items
® To Search al References on one item (Context Menu)
® To Delete an item from a Search by Reference

Reference Search Menu

- Result Menu

Mame :: Modification Date
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Searches for items which reference to the selected items, for example, Images, Geometries,
Fonts, etc.

-0
° . Searches for items which are referenced by the selected items, for example, Images,
Geometries, Fonts, etc.

° @ Performs alogical AND search of the items that are added. The result must bein all searched
items.

W Performs alogical OR search of the itemsthat are added. The result must be at least one of the
searched items.

° @ Clears the settings in the References editor, so that a new search can be performed.

== Closes the References editor.
To Search for Referenced items on one or more items

1. Open the Search panel:
® Click on Search... in the Server Panel drop down menu, or
® With the mouse pointer over the Server Panel, press <Ctrl+F>
2. Click on References.
Drag one or more items from the Server Panel to the search area.
4. Specify the search criteria:

w

® Search only for references common to all items@

® Search for referencesin all items@
5. Select to search by:

-El\
-0
® Which objects use the selected object(s)

3]
® Which objects are used in the selected object(s) .
6. Click onthe Search button (3).
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To Search all References on one item (Context Menu)

with all References

Duplicate

Werify/Restare

as Favorite..

te from Fawr

1. Click onanitem.

2. Right-click the item to open its context menu.

3. Click Search Reference...

4. The Search Panel opens and shows any items which reference the selected item.

To Delete an item from a Search by Reference

1. Inthe Search Panel right-click the item to be removed.
2. Select Delete from Reference Search.
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4.11.6 Keyword Search
This editor searches the database for items based on keywords.

-l

: Do alogical AND search of the keywords that are added. The result must bein all searched

items.

i : Do alogical OR search of the keywords that are added. The result must bein at |east one of
the searched items.

[ = |

o L& : Clear the settings in the Keywords editor, to start a new search.

i : Close the Keywords editor.

“Tip: Keywords can be assigned to items from the Search window. To do so, select the keywords
by highlighting them, and then drag them onto an item in the Server Panel. For more

information, see Working with Items.
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To Search for aKeyword

1. Typethekeyword in the input box and press <Enter>.

2. Add the required Keyword to the bottom panel:
® Click and drag the required keyword to the bottom panel, or
® Click inside the brackets ([ ]), to the left of the required keyword.
3. Click the Search button. The keyword search is based on the keywords that have been moved into
the bottom panel.

4.11.7 Directory Search

The directory search editor narrows down a search to a selected folder.
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R I
Page 1 of 1 - Total items: 155

B3 Expands the currently selected branch and all its sub-branches.
[E= Collapses the currently selected branch and all its sub-branches.

. Refreshes the tree.

. . Searches for items in the selected folder, and recursively in al sub-folders. When disabled,
the search is performed in the selected folder only.

(==
® . : Closes the Directories editor.
To Search for itemsin Directories

1. Click Directories.
2. Select afolder from the tree.
3. Click Search.

Note: If no other search criteria has been entered, when the Search button is clicked the search
will show all itemsin the selected folder (including sub-folders).
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4.11.8 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:

® Property Search
® Reference Search
® Keyword Search
® Directory Search
Click on each required search parameter in the Search Panel.

el [
=

lighkesr

Name

Crestion Date

From  {Mone)

Ta {Mone

Mudification Date

From {Mone)

In the example above, the search will be for files that contain the word Text whichisin the Vizrt project
folder and sub-folders, and also has a keywords image and lighter assigned.

4.11.9 Search Result Panel
The Search Result panel shows all search results.

- Result Manu
12

Mam= | Modification Drak=

Fage 1 of 2 - Total iterns: 501

This section contains the following topics and procedures:
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® Search Results

® Search Results Navigation
® Order Search Results

® To Use Searched items

® To Copy items

® To CreateaFolder Link

® Search Result Menu

Search Results

The amount of search resultsto show is set in the Database -> Global section of Viz configuration. The
default valueis 500, and it can be changed to a specific number or set to All. Note that setting to All can
produce a large number of search results, which may affect performance. The Search Results panel
displays up to 500 search results per page.

If aset amount of resultsis configured to show (but not All), this message will show:

Items found: 761 Please refine yvour search settings - 500 items are displayed (except hidden files).

In this example, only 500 items are displayed in the results panel (500 per page). If there is alarge amount
of search results, the search results panel will show atext list of results. The number of Items Found can
differ from the shown number of files. Thisis because hidden files, such as base fonts, are also counted in
the number of results. However, hidden files are not shown.

Search Results Navigation

When a search result is more than 500, pages are created for each set of 500 results. Use the navigation
buttons to go backward and forward through the pages as required:

11 12 13 14 15 16 17 18 19 20 EE

|T Modification Date

° : Click on anumber to go to that page

o B B Goback or forward one page
= B= : Go back or forward 10 pages (maximum 10 pages shown at any time)
B B2 : Goto thefirst or last page

Order Search Results

Use the column header bars to order the search contents as required. Click on each column header bar to
order its results ascending or descending. The small arrow shows which way the search results are
ordered.
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The middle column can be set to show the M odification Date or the Creation Date (see Global in
Database of Viz Configuration ( Viz Engine Administrator Guide))

- Result Menu | :-
| MName |T| Medification Date s u Crwnar

To Use Searched items

Click on an item(s) in the Results panel and drag directly to various areas where the item can be used, i.e.:

® The Scene Treg, or

® The FavoritesBar , or
® The Scene Editor, or
® The Container Editor

IMPORTANT! Be careful when moving alinked item, as the item will be moved from the first
folder found to the new destination.

To Copy items

1. Click on anitem(s) in the Results panel
2. Press <Ctrl> and drag the item(s) from the Result areato the target folder in the Server Pandl.

To Create a Folder Link

1. Select anitem inthe Results panel.
2. Press <Alt> and drag the item(s) from the Result areato the target folder in the Server Pandl.

Search Result Menu

The Result area menu is positioned at the top of the Result area and it defines the appearance of the search
results.
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Re=sult Menu

[ ] Detail

[ ] Show F"r'ljpEr'tiEE
[ ] Keep Result

Clear Result List

® Detail: By default, items are presented in the Result list with thumbnail and item name. A vertica
list shows, with the additional information of date of creation and user name of item owner.

Rezult Menu

Hame n_ Modification Date

Search is finished | 38 Elements were found !

¢ 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 anew search is done. The results
from the new search will be added to the list.

® Clear Result List: Clearsthe Result list.

® Search Results

® Search Results Navigation
® Order Search Results

® To Use Searched items

® To Copy items

® To CreateaFolder Link

® Search Result Menu

4.12 Free Text Search

Free Text Search allows for searching for any objectsin the Graphic Hub using an arbitrary Search String.

® Search Pane
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® Result Pane

Entries Pane

® Advanced Free Text Search
Wildcard text description

The result isa set of database objects, called Files, that match the search string. The search string is
matched against most properties of a database object. These properties are:

® Filenames

® Folder and project names

®* Fileowners

® FileUUID (if enabled in the Graphic Hub)

* Filetype (Geometry, Fontstyle, Images, etc.)
® Assigned keywords

If, for example, the Search String matches the owner of a scene, then that scene will be part of the search
result.

The Free Text Search consist of three panes:

Built Ins Control Server/Stage| +Tree/Stage

Server -

Entries (2} Tmmalr[F] sB [all[Auto [Guest's View

B8 vizrt_OTS BFree Text  Vizrt |_ =

=| Maodification Date | 9

Page 1 of 1 - Total items: 1

1. Search view to specify the search.
2. Result view to display the search results.
3. Entriesview to store searches and results for later reuse.

4.12.1 Search Pane

Enter a search string into the Free Text field and press the Go button to start the search. The Expand
button shows or hides the type selection buttons.

Madification Date

These buttons allow for filtering the result for specific File types.
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Options Options (continued)

® S Scenes ® [ Fonts

® G: Geometries ® A:Audio

® M: Materids ® V:Video Clips

® MA: MaterialsAdvanced ® SB: Substances

® |:Images ® SM: Shared Memory Map
[ ]

Prj/Fol: Projects and Folders

The Type Selection buttons can aso be quick selected. Click on a button with:

® <Ctrl+Click>: Select all.
® <Shift+Click>: Deselect all.
® <Alt+Click>: Only select the clicked button.

To view previous searches, click the arrow to the right of the Free Text field to view al free text searches
since Viz Artist was launched.

Searching for UUIDs and searching with wildcards is described in Advanced Free Text Search and
Wildcard text description, respectively.

4.12.2 Result Pane

The Result view lists the Files found by the search.

® Files 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 display the filein its home directory.

Use the column header bars to order the search contents as required. Click on each column header bar to
order its results ascending or descending. The small arrow shows which way the search results are
ordered.

The middle column can be set to show the M odification Date or the Creation Date (see Global in
Database of Viz Configuration in the Viz Engine Administrator Guide).

4.12.3 Entries Pane

In the Entries view Search Strings can be saved for reuse and Search results can be saved in 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 foldersin a File Set does not move them from their
location in the Graphic Hub, it just makes them all accessible from the Free Text tab.

Y ou can save a Free Text search string by draging the Free Text icon into the Entries pane. To reuse a
saved Free Text search string, click on the saved search in the Entries pane.
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Y ou can also store search results as anew File Set, by selecting the required Files from the search result
and dragging them into the Entries pane. To add Filesto an existing File Set, select all required Files from
asearch result, and drag them into the target File Set in the Entries pane.

Right click in the Entries pane to bring up a context menu, from where you can rename, delete, or add
new, empty File Sets.

4.12.4 Advanced Free Text Search

Additional search options can be specified in the Free Text search string for advanced search. The free
text search string syntax is very similar to the that of web search engines.

Example 1:

zebra scene -project -folder

In example 1, the search is conducted on any file names, file owners, UUIDs, file types, and keywords that
include the string zebr a and scene. This search excludes pr oj ect s and f ol der s, plus any other
files that include the words project and folder.

In example 2, the search is conducted on any file names, file owners, UUIDs, file types and keywords that
includethe string gi r af f e. This search excludesi mages and geonet ri es, plus any other files that
include the words image and geometry.

Note: When connected to a Graphic Hub of version 3 or higher, any File Typein the search string is
ignored. Instead, the File Type is determined by the Type Selection buttons.

4.12.5 Wildcard text description

If the full Name is not known then text Wildcards can be used to make a search:

® *: Match any characters. For example: El enent
® ?: Match any single character. For example: El ?nme?t
® [ ]:Matcharangeor alist of characters. For example:
® El enfb-g]nt
® Elen{shje]nt
® < >or{ }:Matchaspecific project, folder or file:
® Searching for a specific UUID, for example <6 E6D3467- 0A37- 4D35-
B80683B3A929772D> or { 6E6D3467- 0A37- 4D35- B80683B3A929772D}, will return
the specific UUID.
® Searching for a partial UUID, for example <6E6D, will also include the underlying UUID.
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4.13 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.

When background loading Geometries, Use Display Listsin Render Options of the Viz Configuration
(see the Viz Engine Administrator Guide) must be set to VBO.

This section contains the following topics:

® Automatic Background Loading
® Manua Background Loading
® Background Loading Limitations

4.13.1 Automatic Background Loading

When set to perform automatic background loading, Viz Engine automatically uses background loading
whenever an image, and/or an object, isloaded. There are some limitations to this behavior, which are

detailed in Background Loading Limitations.

Automatic Background Loading Configuration
In the Viz Config file, the option Background_L oading_L evel is available to set up automatic
background loading.

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_IMAGHables automatic background loading for images, geometries and
materials

4.13.2 Manual Background Loading

Manual background loading can be done on an on demand basis. To do this commands are available to use
Container objects:

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 asthe existing MATERIAL SET command.
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Manual Background Loading Configuration

To use manual background loading, the Background_L oading_L evel configuration flag in the
configuration file must be set to BGL_INACTIVE.

4.13.3 Background Loading Limitations

This section details the limitations of background loading.

® Scenes

® Compressed and Un-compressed |mages

® Objects

® Function Plug-ins

® |mage Combining

® Black/Transparent Flashing Image Textures

® Textures Not Visible on SDI Output with Background Loading Enabled

Scenes

Background loading of whole Viz Artist Scenesis 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 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 plug-in may
fail to load in the background. Containers hosting Function plug-inswill 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 ageometry, which is to be loaded in the background, contains one or more Function Plug-ins, the
console will show awarning and the geometry will not be loaded in the background but in the foreground
instead, this can interrupt the renderer.

Image Combining

If ageometry uses the second image (image2) in atexture, this might have an impact on the performance
of the renderer. Mostly if one of the images are too large and/or un-compressed.
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Black/Transparent Flashing |mage Textures

When setting an image with background loading, for technical reasons the renderer will get the handleto a
black (or transparent) texture until the first mipmap level of the image isloaded. This can result in a short
flash of black (or transparent) texture while background loading textures on a visible object.

Textures Not Visible on SDI Output with Background Loading Enabled

When Viz Trio prepares and takes a scene, it momentarily stops the Viz Engine renderer. If background
loading is enabled, this can result in unexpected behavior, such as textures becoming visible only in the
preview and not the video output. To avoid this issue when background loading and controlling the engine
with UPDATE commands, such as sent by Trio, Viz Engine by default ignores the command RENDERER
*UPDATE SET 0. This can be changed by locating the following configuration option in the Viz
Configuration file, in the section RENDERER _ OPTI ONS, and changing the value from O to 1:

Render er Updat esFor Backgr oundl oading = 1

Thisfixes potential background loading texture issues on the second channel of dual channel setups as
well.

4.14 Built Ins

In Built Insthere are a standard set of Viz Artist installation plug-ins.

A __Alpha | [ Clipper |

Jall &) N

Lol Arrange

™ Defaule
™ Feed

T

Most plug-ins can be added to Containers, except, for example, Scene plug-ins. Because Viz Artist uses
an open interface for the plug-ins, new geometries can either be obtained or created and then installed
with Viz Artist. Also, most plug-ins have a properties editor. When aplug-in is applied to a Container in
the Scene Tree, a plug-in icon will be added to the target Container.

The Built Ins button on the Main Menu gives access to the various plug-ins:

® Geometry plug-ins
® Container plug-ins
® Shader plug-ins

® Scene plug-ins

® Media Assets
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This section contains information on the following procedures:

Content Tabs

® Plug-in Context Menu

View and Search for plug-ins
® Add Plug-insto Containers

4.14.1 Content Tabs

The Built Ins are contained under various tabs and in folders.

Views

- Container Plugins I

Folders "Geom Pluging Container Plugine Shader | Scene Pluging | Media Assets

oA

[ = -
Arrange

[
Container
ContainerFx

Contro

® Geometry plug-ins (GP)
® Container plug-ins (CP)
® Shader plug-ins (SH)

® Scene plug-ins (SP)

® MediaAssets (MA)

Click on aBuilt 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 plug-ins (GP): Default
® Container plug-ins (CP): Global
¢ Shader plug-ins (SH): Default

® Scene plug-ins (SP): Default

® Media Assets (MA): Channel

4.14.2 Plug-in Context Menu
A right-click on a plug-in icon to open the plug-in context menu.

This section contains information on the following procedures:

® Geometry, Container and Shader Menu
® Scene Menu
® MediaAsset Menu
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Geometry, Container and Shader Menu

® Add to Container(s): Add the selected plug-in to a Container(s).
® Add asFavorite: Add the selected Texture to the Favorites Bar.
® Delete from Favorites: Delete the selected Texture from the Favorites Bar.

® Add to Scene: Add the selected plug-in to a Scene.
® Remove from Scene: Remove the selected plug-in from a Scene.
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Media Asset Menu

Add CLIP1 as Texture
Add CLIP1 as DVE k

Show settings of CLIP1

Delete from Favorites

N[ W) el Wil

bg‘ﬂ.;‘Lg‘ ans

® Add <Media Asset> as Texture: Add the selected Media Asset to a Scene (automatically adds a
new Container).

® Add <Media Asset> as DVE: Add the selected source as DVE.

® Show settings of <Media Asset>: Show the settings of the Media Asset, if it has been added to the
scene and the Scene Treeisin Texture or DVE view.

® Add asFavorite Add the selected source to the Favorites Bar.

® Deletefrom Favorites. Delete the selected source from the Favorites Bar.

For the Background and Foreground media assets, the context menu shows the Favorite options only.

4.14.3 View and Search for plug-ins

All plug-ins can be dragged straight into the Scene Tree (except Scene plug-ins). Double-click afolder tab
to go to the Default folder for that plug-in category.

This section contains information on the following procedures:

® ToView plug-ins
® To Search for aplug-in

To View plug-ins

1. Select Built Ins.
2. Select the appropriate plug-in category, either:
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® From the drop-down menu that shows above the plug-ins view, or
® Click on of thetabs, or

® <Ctrl+1>: Geometry plug-ins

® <Ctrl+2>: Container plug-ins

® <Ctrl+3>: Shaders

® <Ctrl+4>: Scene plug-ins

® <Ctrl+5>: Media Assets

The All folder in the left panel, offers an uncategorized view of all plug-ins. Pressing aletter on the
keyboard to jump to a plug-in which starts with that letter.

To Search for aplug-in

Y ou can drag plug-ins from the search results to the desired destination.

1. Select Built Ins.

2. Open the plug-in search panel, by opening the Built I ns drop-down menu and selecting Sear ch...,
or pressing <Ctrl+F>.

3. Enter asearch string and click on Go (4), or press <Enter>.

Server || BU > Control Views | Tree Stage Server/Stage| +T
- Container Flugins |

[ Foldars ! Geom Flugins | Container Flugins Shader | Scene Flugins Media Assets

™ALL
™ Arrange
™ container S—
Containerfs .
_ Contsinere - . [ather Line o
Control - Q E | Mark Text |
™ Default & DS, side the nee
™ Fead
= Global

- Text o= Text
Lineup ABL rext ff T E AT
™ Presenter Text | PARANETERS

Tex

™ RealFx

tPlugins & Plugin(s) found

® ToView plug-ins
® To Searchfor aplug-in

4.14.4 Add Plug-ins to Containers
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Most plug-ins can be dragged to a target Container(s) in the scene tree (1), the Properties Panel (2) or the
Scene Editor (3). Each plug-in aso has a context menu where a plug-in can also be added to a Scene.
This section contains information on the following procedures:

® To Add a Geometry plug-in

® To Add aContainer plug-in

® To Add a Shader

® To Add a Scene plug-in

® To Add aPlug-into Multiple Containers
® To Add aPlug-in to Favorites

® To Open aPlug-in Properties Editor

To Add a Geometry plug-in

A Container can only contain one Geometry plug-in at atime. If anew Geometry plug-in is added the fist
one will be removed from the Container.

1. Dragthe Geometry plug-in icon to either:

A Container or multi selected Containers

The scene tree area (creates its own container)
The Scene Editor area

The Container Editor area

or

1. Highlight the target Container(s)
2. Right-click the plug-inicon and select Add to Container (s) from the plug-in context menu
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To Add a Container plug-in

1. Drag the Container plug-inicon to either:
® A Container or multi selected Containers
® An object in the Scene Editor (only some container plug-inswill do this, when they will the
object becomes active when the icon is moved over the object.
® The Container Editor area
or

1. Highlight the target Container(s)
2. Right-click the plug-in icon and select Add to Container (s) from the plug-in context menu

To Add a Shader

A Container can only contain one Shader at atime. If anew Shader is added the fist one will be removed
from the Container.

1. Dragtheicon to either:
® A Container or multi selected Containers
® An object in the Scene Editor
® The Container Editor area
or

1. Highlight the target Container(s)
2. Right-click the plug-inicon and select Add to Container (s) from the plug-in context menu

To Add a Scene plug-in

1. Open the Scene plug-in tab:
® Click on Scene Settings -> Plug-in
® Click on the Scene plug-inicon (1). When a scene plug-in has been applied to the scene, this

icon will turn to orange E .

2. Drag the Scene plug-inicon to the Scene drop area.
or

1. Right-click the Scene plug-in icon to open the plug-in context menu.
2. Click on Add to Scene...
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To Add a Plug-in to Multiple Containers

1. Highlight the required Containers.

Drag aplug-in icon to a highlighted Container
Release the plug-inicon.

or

w N

Drag aplug-in icon.

Hold the plug-in icon over a Container.

Continue to hold the left-click and do aright-click to drop the plug-in icon on the Container.
Continue to hold the left-click and repeat for each required Container

pwbd PR

To Add aPlug-in to Favorites

1. Right-click theicon to open the plug-in context menu.
2. Click Add asfavorite...

Y ou can aso add plug-ins as favorites from the search panel.

To Open aPlug-in Properties Editor
Click on the Media Asset icon, in the Container or the in the Properties Editor.

4.15 Substance Editor

4.15.1 Working with Substances

This section details how to work with Substances.
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The import and use of Substancesin Viz requires a separate license. Y ou obtain thislicense, as well as
alicense for the Allegorithmic Substance Designer and the Substance PBR database, from your local
Vizrt representative.

Substances use two different file extensions, . sbs and . sbsar :

® . sbs filesare editable substance source files. Use Substance Designer with these files.
® . sbsar filesare performance optimized, published substances.

You canimport . sbsar filesinto Viz Artist. They must be Physically Based Rendering (PBR) materials
to work correctly in Viz. Make sure you create the correct material type when creating Substance shaders
in Substance Designer.

Tocreatea. sbsar file, first create a Shader with Substance Designer, and then publish this shader for
import to Viz Artist. To view and adjust the parameters of a shader, switch to the Substance Settings
panel. The parametersin the settings panel are different for each loaded substance, depending on the type
of shader. The only supported type of shader in Viz Artist is PBR Metallic/Roughness.

Tip: If you get the error message "Thisis not avalid Substance” when you apply the shader in Viz
Artist, you need to make sure you have a PBR Metallic/Roughness material created in Substance

4.15.2 Substance Basic

Here you can adjust the basic settings of your Substance shader.
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Basic | Substance Settings

Substance

Environment Map

Anisotropic Filtering
Relief Amount
Tiling

Emissive Intensity
Ambient Intensity
sRGB Base Color
Texture Rotation
Texture Scaling X
Texture Scaling ¥
Texture Position X

Texture Position

Substance: Drag the desired Substance shader from the Viz database section to this drop-field.

Environment Map: Drag any RGB or HDR environment map that should be reflected on the surface to
this drop-field. The strength is controlled by the Ambient | ntensity and by the metallic setting exposed
individually in a Substance shader.

Anisotropic Filtering: Higher settings increase the load on the GPU during shader calculation. Thisis
usually set between 0- 4.

Relief Amount: You only need to adjust this setting for relief shaders.
Tiling: Letsyou specify the number of tiles.
Emissive Intensity: Change this setting for a higher emission rate of your shader.

Ambient Intensity: Use this option to control the blending when you have an Environment texture
applied to your Substance shader.

SRGB Base Color: Enable to use the SRGB color space model.

Texture Rotation: Usethis setting to rotate the texture applied to your geometry. This rotation has a
limitation in the rotation degree of freedom, If the limit is reached, you need to change the rotation in your
Substance shader.
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Texture Scaling X: Use this setting to scale the applied texture/shader on the X axis.
Texture Scaling Y: Usethis setting to scale the applied texture/shader on the Y axis.
Texture Position X: Use this setting to change the X position of the applied texture/shader on the x axis.

Texture Position Y: Use this setting to change the Y position of the applied texture/shader on the y axis.

4.15.3 Substance Settings

The settings of each Substance shader are different, depending on the material itself. All Substance
shaders have in common that they need to generate a texture from the procedural shader description
created in Substance Designer. If you are creating texture based shaders, you need to make sure that your
base texture has enough resolution. All other settings and sliders in the Substance shaders vary with each
different shader, depending on which features are exposed in each individual shader. Some settings are
exposed for almost any existing shader from the Substance PBR library. These include Hue Shift,
Saturation, Luminosity, Contrast, Normal Format, Output Size and $randomseed. If you create your
own shaders in Substance Designer, you must expose the modifiers manually from Substance Designer if
they are to be editablein Viz Artist.
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Substance Settings

$outputsize

$randomseed
Diffuse

Base Color

Roughness
Metallic

Ambient Occlusion
Height

Hue Shift
Saturation
Luminosity
Contrast

MNormal Format Directx
Normal Intensity
Roughness
Roughness Range
Height Range

Height Position

Global Grunge
Opacity

Material 1 Amount
Material 2 Amount

Material 3 Amount

Global Position
Global Contrast
Blur Mask
Opacity
Position
Contrast
Invert

Opacity
Pasition
Contrast
Invert

Opacity

Level

Convex Edges Width

Convex Softness
Convex Intensity

Concave Softness

Concave Edges Width

Paosition

Contrast

Invert

Opacity

Occlude or Gather
Pasition

Contrast

Occlude

4.15.4 How to create Substance shaders with Substance Designer

This section gives you a brief introduction on how to create a PBR Metallic/Roughness material in
Substance Designer. Substance Designer alows you to create procedural materials as well as texture/scan
based materials. Please see the Allegorithmic website and their Y outube channel for more detailed
information on how to work with Substance Designer: https://www.allegorithmic.com/.
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When you create a new Substance in Substance Designer, you need to select the Physically Based
(Metallic/Roughness) Graph Template. Otherwise, this shader will not work properly in Viz Artist,
causing the error message "Thisis not avalid Substance'. When saving a Substance shader/material, it
will be saved asan . sbs file. These files cannot be imported into Viz Artist. To import Substance shaders
in Viz, you need to publish the material to an . sbsar file.

[ New Substance Graph ? x

Graph Name: Mew Graph
- Physically Based [Metallic/Roughness) Size Mode:

y Bas yecular/ ness) Width:

Height:

Format: Relative to parent

normal
roughness Roughness roughness

metallic Metallic metallic

height Height height

The shader graph of each material looks different. Here are afew examples for different shader graphs
with PBR Metallic/Roughness materials, reaching from simple texture shader graphs to complex
procedural shader graphs.

4.15.5 Simple texture shader
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> Channels
v Global
Depth Balance

v Diffuse

Sharpen

In the shader graph, you see the 5 Output channels for the PBR material: Base color, Normal, Roughness
, Metallic, and Height. All outputs are generated automatically from a simple input texture.

4.15.6 Basic procedural shader

In the shader graph, you see the 4 Output channels for the PBR material: Base color, Normal, Roughness
, and Metallic. All outputs are generated and mapped manually.
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4.15.7 Complex procedural shader

Here you see avery complex procedural shader graph, constructed with different modifiers and functions,
generating the necessary output for Base Color, Normal, Roughness, M etallic and Height.

4.15.8 Publishing shaders

When you want to import the Substance shadersin Viz Artist, you need to publish them from Substance
Designer instead of saving them. The diffference between publishing and saving is that the shader is
performance optimized when published. Published shaders cannot be opened by Substance Designer, so it
isimportant to keep your .sbsfiles and .shsar files together, in case you need to make changes to your
shader later on.

To publish the shader, right click the shader/package and select Publish .shsar file.
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concrete_(011.sbs

w* concrete 011

& Publish .sbsar file...

Export to Substance Share...

Export with dependencies...

Clozse Ctrl+F4

Compute Cutputs

Dependency Manager

Open dependencies

Tip: You can find documentation and training with Substance Designer on https://www.allegorithmic.
com/ aswell as on the Allegorithmic Y outube channel.

4.15.9 Substances Performance

Substance shaders are computed on your GPU. Vizrt recommends an Nvidia M-series graphics card or
higher to work efficiently with Substances. Since Substances run exclusively on the GPU, you should
check the Nvidia GPU meter when working with Substancesinside Viz to have full overview of the
rendering performance. There should be a section called Manage GPU Utilization in your Nvidia
Control Panel. Check the performance of the Substance shaders here.
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B nvIDIA Control Panel
File Edit Desktop Workstation Help

Qu -Q| G

Selecta Task...

[=]- 3D Settings

.-Adjust image settings with preview
..Manage 30 settings

..5et PhysX Configuration

[=)- Display

..Change resolution

...Adjust desktop color settings
.-Rotate display

-Wiew HDCP status

..5et up digital audio

..Adjust desktop size and position
..5et up multiple displays

ideo

Adjust video color settings
Adjust video image settings

GPL LIl

This page allows you to manage pefformance related GPU settings with Maximus corfiguration  any.

GPU Utilization Graph

Quadro P&O00

Usage Mode:
() Dedicate to graphics tasks
(®) Use for Graphics and compute needs

[]Enable Error Correction Code

16%

i System Information

k.!) To manage CUDA settings for a spedfic program , go to the Manage 30 settings page
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5 Scene Tree

The Scene Treeisthelogical visualization of al the propertiesin 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. Scenes are root items that hold other items. Created Scenes are
stored in the Graphic Hub and are available through the Server Panel. For general information about
Scenes and procedures on how to create, import, rename, and del ete Scenes, see Working with Scene Items
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Save

This section contains information on the following topics:

® Scene Tree Menu

® Favorites Bar

® Containers

¢ Modify Container Properties
® Externa Control

To build a Scene, you add properties, such asimage items or geometries (Built Ins), to the Scene Tree.
The containersin 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. The Scene Tree is available when
these buttons in the Main Menu are clicked on:

® Server Button
® Built InsButton
® Control Button
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® TreeButton
® Stage Button
® +Tree/Stage Button

5.1 Scene Tree Menu

At the top of the Scene Tree areaiis the control menu:

‘v'l‘-fl:i F\_-nhlurh

® Tree
® Tree: Showsan overview of all the Containersin the Scene (see Tree Button).
® Sort: Sortstheitemsin the Scene Tree based upon criteria that are set in the Display area (see
Sort Button).
® Search: Search itemsin the Scene Tree (see Search Button).
® Media Assets Manager: In the Media Asset Manager, add Media Assets to a Scene as.
* DVE
® Texture

° n Scene Log: Showsif an error occurs. Opens the Log window, which gives information about
the loading process of the Scene, such as errors, for exampleif aplug-inis not found. Click oniit to
open the Scene Log.

® |f thelog 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 theicon at any time to open the Media Asset Panel
Editor panel of the Scene Settings.

° E Scene plug-in: Click on the icon at any time to open the Plug-in panel panel of the Scene
Settings. In the plug-in panel, Scene plug-ins can be added to the current Scene. Thisicon turns
orange when a Scene contains a Scene plug-in. Click on the icon to view the Scene plug-in properties
panel.

° m Scene | nfo: 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
® SceneTreeView
® Sort Button
® Scene Tree Sort View
® Search Button
® Search Options
® Show Search Results
® To Do an Extended Search
® To Do aScript Search
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5.1.1 Tree Button

If the Tree button is clicked, all Containers are shown in the hierarchical Scene Tree View.

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

[2]
[i]

L ock/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 al Containers.

E Expand/Collapse: Expand or collapse the Scene Tree.
% Start/Stop: Start (compiles) or stop all Container scripts.

W 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.

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

# Merge/Split: Merge the selected Containers to one compound object, or split an
existing compound object.

E Create Group: Create a new empty group at the top of the Scene Tree. Drag the icon to place
anew group at a specific place in the Scene Tree.

E Color: Apply acolor to selected Containers. Y ou can define text labels for the colorsin the
Global Settings Panel to make them more descriptive.

E 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
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5.1.2 Sort Button

Click the Sort button to enable the Scene Tree Sort View, where the items in the Scene Tree can be sorted
based on various criteria. A sorted Scene Tree makes it possible to analyze the Scene and optimize the
performance.

P
L I Show/Hide Favorites: Show or hide the Favorites Bar .

o . 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.
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° n Render 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.

° E Sort by Colors: Filter Containers by color. Click on the icon, and click on each required color
tofilter.

° . Texture Size: Sort the Scene Tree by the size of the Container texture. The Container with the
largest texture size is shown on top.

° @ Unique: Show unique group objects with the same Texture only once. This option isonly
availableif the Containers are sorted by Texture size (click the Texture Size button).

rl.
. Refresh: Refresh the Scene Tree.

]
The input box defines the number of search results displayed. Click <R> to set to default
number of search results (20).
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Scene Tree Sort View
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5.1.3 Search Button

Click Search button to access the search controls. Here you can search for items in the scene tree, and
inside containers scripts and scene scripts.

Media Assets

DVE Texture

R

Parameter Value Plugin

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

displayed.

Example: If aplug-in (for example Extrude) is dragged to Properties, clicking the Show all button
will highlight all occurrences of that plug-in within the Scene Tree.
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Search Options

Media Assets

Parameter Value Plugin

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

Tip: By default, the text wildcard character, *, is added to 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 player-name or secondplayer name.

Click on the drop arrow (2) to show extended search parameters. Options are to search for Parameter,
Values and plug-in names within the Scene. When the extended parameters option is active, al other
search options than Name are inactive.

° Sear ch for Containers: Click this button to search in the tree for container properties.

o EE searchin Script: Click this button to search all scriptsin your scene, container scripts and
scene scripts.

° E Show in Script: Click this button to show the search results inside the script editor.

° m Drop areafor Properties. Drag an item from the Server Panel, from a Container in the Scene
Tree or from the Favorites Bar to search for its occurrence within the Scene.

o [=s] Hidden: Search for al hidden Containers.
o [ 2 1| ocked: Search for al locked Containers.

ﬁ I nactive Properties. Search for Containers that contain properties that are set to inactive.

E Color: Searchesfor all Containerswith the assigned color tile.

Show Search Results

ﬁ Show Next: Show the next result.

E Show Previous: Show the previous result.

ﬁ Show Fir st: Show the first result.

E Show L ast: Show the last result.

E Show All: Show all results.

m=|| 0 found
= Sear ch Results: Shows how many results were found.
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Tip: If aspecific plug-in isno longer to be used in a Scene, make a search for the plug-in and
select Show All to highlight all the results. Drag one of the highlighted plug-ins to the trash can,
and all the highlighted plug-ins will be deleted from the Scene.

Tip: If Show all search resultsis selected, the transformation properties can be changed for al
highlighted Containers.

Tip: If Show all search resultsis selected, a plug-in or an item (except a Scene) can be added to
all the highlighted Containers (drag a plug-in or an item to one of the highlighted Containers).

Media Assets

[ Texture !
EEEER:-

Parameter Value Plugin

1. Go to the Scene Tree and click Search.
2. Click drop arrow to show the extended search options (1).
3. Enter asearch criteria. The search criteria can be a combination of Parameter, Value and plug-in
name. Below are some examples:
® Parameter:t essel ati on, width, *show*
® Value20, *10.0*
® Plugin:*rect*
4. Press<Enter>.
5. Usethe Show Search Results buttons to navigate the Scene Tree.

Tip: Usethelabel namesin the plug-in editors as a search criteria. If thereis no hit, use the
asterisk (*) symbol.
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To Do a Script Search

CEelis = Jldufololwlalsl)= el 5 [ s
7
-
o

. Load a scene that contains scripts, either scene scripts, container scripts, or both script types.

. Go to the Scene Tree and click Sear ch to open the search fields.

. Enter your search term, then click the Search Script icon.

. The search result contains all container scripts and scene scripts that contain the search term
within the script code.

. Clicking the Show in Script button to open the selected script and highlight the search result

inside the script window:

A WDNPRE

[

o= sl e

wox

[Compile & fun | Cancel </
A Jllulolololalsl) —ee) g ]

6. You can aso click Scene Script to open the scene Script Editor, highlighting the search result
inside the script window:
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Tip: You can also do an advanced search inside the script editor, to search not just a single script but
in all scripts used in the scene.

5.2 Favorites Bar

For quicker access to items that are used often, you can add items to the Favorites bar. To open or close
the Favorites bar, click on the Star icon (1) at the top of the Scene Tree area.

T res riMedia Assers |

L BT T o —Teme—

TR ¥ |®|®

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

Click on the buttons bel ow the Favorites bar (2) to show or not show favorite items from the categories
detailed here:

® G: Geometries

® M: Materias

* MA: Materials Advanced
® |:Images

®* F:Fonts

® GP: Geometry plug-ins
CP: Container plug-ins
SH: Shader plug-ins
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Items can a so be quick selected. Click on an item button with:

® <Ctrl+Click>: Selects all
® <Shift+Click>: Deselects dl
® <Alt+Click>: Only show the clicked type

5.2.1 To add an item as a Favorite

1.
2.

Right-click theitem in the Server or Built Ins area.
Select Add as Favorite...,
or

Click on the Star icon to open the Favorites bar.
Drag an item from the Server or Built Ins area to the Favorites bar.

Items can also be added as favorites from the search results window.

5.2.2 To Remove an item as a Favorite

Right-click the item in the Server or Built Ins area.
Select Delete from Favorites...,
or

Click on the Star icon to open the Favorites bar.
Drag an item from the Favorites bar to the trash can.

5.2.3 To Add a Favorite item to a Container

N

1
2.

Select the target Container(s).

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

or

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

If more than one Container is selected, the item will populate all selected Containers

5.3 Container Editor

When a Container is highlighted in the Scene Tree alist of al properties and plug-ins 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.
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5.3.1 Container Editor Properties

Position

@ -140.442
-293.0

Rotation

® Sdlection: When multiple Containers are selected choose which Container properties to view:
Either use click the Container name (1) to show a context menu or use the up and down arrows (2),

to select a Container.
Selection—
i's
bullet_1 |—

-Selection—
26

F ullet_tex ,':

® Container Menu (1): Showsalist of all properties and plug-ins 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)

° ﬁ 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.

° % L ock/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.
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5.4 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.

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

® Geometry or Fontstyle items will create a new Container using the item as geometry
® Materials and Audio clips can only be applied to existing Containers
® |mages can be added as a geometry of a Container, or applied on an existing Container as a Texture
® Geometry plug-ins can also be added to the Scene
See Container and Scene Properties for details on how to add properties to Containers.

This section contains information on the following topics:

® Multiple Selection Container Properties
® Edit Propertiesin the Scene Editor

® Plug-in Editor

® Material Editor

5.4.1 Multiple Selection Container Properties

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

This section contains the following topics and procedures:

® Multiple Selection Container Properties
® To Add Properties to Multiple Containers
® To Change Specific Properties on Multiple Containers
® To Select aContainer in a Selection
® Edit Propertiesin the Scene Editor
® Plug-in Editor
® Material Editor
® To Modify a Scene Specific Materia
® To Savethe Container Material

To Add Properties to Multiple Containers

1. Multi select the required Containers.
2. Add anitem or plug-in:
a Right-click on an item or plug-in the Server Panel.
b. Select Add to Container(s) (if available).
or
® Drag anitem or plug-in to one of the selected Containers
Example:
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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).
Ea 5|

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

=

To Change Specific Properties on Multiple Containers

1. Multi select the required Containers.

Note: If several, or al, 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.
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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 adifferent Container in the selection without loosing the multi selection.

® |nthe Selection panel select another Container. Either:
® Usethe up and down arrows, or
® Click onthe Container, as shown in the image below

- Container | C

Selection—
2/4

object_1
object 2
objedt 3

object_4

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

5.4.2 Edit Propertiesin the Scene Editor

Some transformation parameters can be changed directly in the Scene Editor through the manipulation of
handles.
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5.4.3 Plug-in Editor

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

. Container | Camera | Light Scene Settings

rSelection TFxSlide= -'-'|u|:||r {]_.I:I.I:I:!

11
m =
W Random || Static Wave Center

| 2 Center |
Interpolate | Linear ﬂ

Effect Range 1.0 ;r
N
L
fon __
| Forzontal | Vartcal

100.0

how Direction

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

® Geometry plug-ins
® Container plug-ins
® Shader plug-ins

5.4.4 Materia Editor

-l':‘.n:mtainer Camera | Light | Scene Settings

Selection— . _—
j..ll Ambient W Emission

| Y PR e
group = | [Shininess 20.0 %

Alpha 100.0 %
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When aMateria has been added to a Container, the Container-specific Material can be modified in the
Material Editor that opensin 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 and

Material Advanced ltems.

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 color properties and schemes as necessary.

To Save the Container Material

1. Move the modified Material to the Server Panel:
® Drag the material icon from the Container to the Server Panel, or
® Drag the materia icon from the Properties area to the Server Panel, or
® Click inthe Materia properties panel and drag the material icon to the Server Panel
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2. Enter aname for the material.

Flease Enter Material Name: |New Material_Namd

ok | cancel

3. Click OK.

5.4.5 Manipulate Container Properties

Container properties are items and plug-ins which have been applied to a Container. There are afew
operations that apply to al Container properties.

This section contains information on the following procedures:

® To Replace a Property Applied to a Container
® To Remove a Property from a Container

® To Save Propertiesin the Database

® To Enable/Disable Properties on a Container

To Replace a Property Applied to a Container
® Drag the new item or plug-in 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
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® 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 Propertiesin 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 Panel.

To Enable/Disable Properties on a Container

Thisisapractical 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

5.5 Text Editor

Use the Text editor to add or modify text in a scene.
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At the top of the Text editor is an input box. The charactersin thisinput box are shown in the Scene Editor

. By default, the text equals the font name.
The Text editor contains five tabs. More advanced modifications can be done in the Fontstyle Editor. The
modifications in the Fontstyle Editor appliesto all instances of the font, not just the one used in this Scene.

This section contains information on the following procedures and topics:
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® Text Editor/Scene Editor
® BasicTab
¢ Shadow Tab
® Clock Tab
® Clock Format Examples:
® Characters Tab
® Specia Tab
® Special Fonts
® To Create aLinked Fontstyle
® To Maodify Text in the Text Editor

5.5.1 Text Editor/Scene Editor

Use the scene editor to type text changes directly in your output window. When you double click on the
text, you enter text edit mode, and the bounding box color of the text turns brown.

2| ABCabc12

EEEEE

*Jalnlololulolol] sl i [l 3

By double clicking on the text in the scene editor, you can edit the text directly in the output window. In
this mode, you can select individual characters or sections of the text, and drag different fonts to the
selection to change the font. This also works with color. By single clicking outside of the text element, the
text editing function is disabled, and the bounding box turns back to green.
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Y ou can also set the shadow of the font for individual characters. To do this, drag the font into the text slot
where the shadow is defined. Y ou can do this with individual characters, or with the whole text object.
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5.5.2 Basic Tab
|— Ancﬂbcl 2 -Futura-Bold

SN B I UX X | Lighted | [ Colored
Underline—— Alpha 100

Include Space

U-Pos DO
U-width 0 2R

. Click the arrow to open alist of all available fonts created from the same base font. To use
another font, select it from thelist. To use atotally different font in the scene, drag the new font from
the Server Panel onto the visualization of the text.

E.- Set the text justification to left, center, or right.
L 3 r!|

=il Set the text, when in a Text Box (see Special Tab), to justified or scaled justified.

Note: Justified and Scaled Justified are only available when using a Text Box. If either of these
settings are in use when a Text Box is turned off, the text will be set to Left orientation (the
default).

° - Define acharacter. Typically adecimal 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.

===
° ﬁ Set the vertical justification on the top of the whole text block, below the

first ling, 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: Create the font as atexture 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 get
an increased demand, so to render afont astexture is a trade-off between polygon and texture
performance. For half height mode rendering, texture fonts are normally the better choice.
When selected, the anisotropic valueis set to 4X by default.

® Path: Create the font as a vector graphic. To use the Path type, the font must have been
imported with Viz Artist version 3.8.0 or higher.

® Quality: Setsthe quality of the font to either Normal or High. The quality of atexture font can be
changed in the Fontstyle Editor.
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® Detail: Setsthe 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. Oneisthe highest level of detail, six isthe lowest. I
setting afixed 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.

® | eading: Modifies the distance between the text lines.
® Word Spacing: Changes the size of the blanks between the words in the text.
® Sharpen: Makesit possible to sharpen the font.

® Anisotropic: Improves the texture sampling for anisotropic (in this case non-square) pixel filter
areas in mipmapping mode, for example arotated text texture. Choose either to use the standard
mipmap level selection, or select the anisotropic filter rate from a number of available settings.
Higher values give better image quality at the expense of some performance. The default value for
anisotropic filtering is 4X

S s [ulx [x

¢ Effect Bold: Set individual characters or the whole text object to bold.

® Effect Italic: Setindividual characters or the whole text object to italic.

® Underline: Underlineindividual characters or the whole text object. In addition, you can choose the
position (U-Pos) and the width (U-Width) of theline.

® X2 Useindividual characters or the whole text object as superscript text.

¢ X, Useindividua characters or the whole text object as subscript text.

Lighted/Colored:
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| Lighted Colored

Al p ha 100.0 %

* |ighted: Appliesthe selected color to the text, adjusted for the scene lighting. Transforming the
object will thus create the visual impression of changes to the color. When inactive, the selected
color is applied to the text asa solid color.

® Colored: Activatesthe selected color for the text as a solid color, overriding the color of any
material on the text container in the scene tree.

5.5.3 Shadow Tab

Sharpen

Anisotropic

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

. Click the arrow to open alist of all available fonts created from the same base font as sel ected.
To use another font, select it from thelist. To use atotally different font in the scene, drag a new font
from the Server Panel onto the visualization of the text.

¢ Lighted: Lightsthe font with the current light settings (see Light Editor).

¢ Alpha: Changes the aphavalue of the shadow.

® Direction: Setsthe direction of the shadow from 0 to 360°.

® Distance: Setsthe distance between text and shadow.

® Z-Offset: Setsthe displacement of the shadow on the Z axis.

® Color: Setsthe color of the shadow.

®* Type
* Geometry: Geometry type fonts are rendered as polygons.
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® Texture: Texture createsthe font as atexture 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 atrade off between
polygon and texture performance. For half height mode rendering, texture fonts are normally
the better choice.

® Path: Create the shadow font as avector graphic. To use the Path type, the font must have
been imported with Viz Artist version 3.8.0 or higher.

® Quality: Setsthe quality of the font to either Normal or High. The quality of atexture font can be
changed in the Fontstyle Editor.

® Anisotropic: Setsthe quality of textures applied to the surfaces of 3D objects when drawn at a sharp
angle (see Basic Tab).

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

In the Clock panel, the display of aclock 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 cursor
position.

Basic | Shadow | Clock | Characers | =||_'||':|'||'||

J Clock 0 e

® Clock: Set the ID of the clock. Up to ten different clock 1Ds (0-9) can be used in a Scene. Clocks
with the same ID are linked together, which means they are synchronized and all start when one
clock is started. This can be used to show different time zones, for example

® Update Text: When enabled, any running clock in the scene will be updated in real timein the
Scene Editor and On Air outputs. If disabled, the output to the Scene Editor and On Air outputs will
not be updated, even if the clock is running. An external control application, such asfor instance Viz
Trio, could be used to enable or disable Update Text when running in On Air mode, as required.
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®* Time: Definethestart timein seconds. For example, if the clock should start to count at 2
minutes, set Timeto 120.

® |imit: Definethe count limit in seconds. For example, if the clock should stop counting after 2
minutes, set Limit to 120.

Note: If counting down to O, the Limit must be set to 0 seconds, or the clock will continue to
count below O. 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: Specify if the clock should count up or count down.
® Start, Stop and Continue: Start, stop and continue the main clock.
® Select aFormat: Set the format of the clock display.
® H:Hours
¢ M: Minutes
® S: Seconds
® D: Digitsof asecond. Thefirst digit shows atenth of a second, the second digit shows a
hundredth of a second, the third digit shows amillisecond, and so on.
® User Defined: Click on User Defined and type a hon-standardized clock format in the box
below. Make sure to add correct separation characters.
Viz Engine distinguishes between upper- and lowercase clock formats, allowing the designer
even more customization options. When defining the clock format by lowercase letters, for
instance hh: nm the digit will be shown even if the valueis 0. However, if the clock format is
defined by uppercase letters, Viz Engine will not display the valueif it is zero. Thisalowsthe
designer to omit unused digits while still planning for their use when designing the scene.

Clock Format Examples:

Clock format: Displayed result
HH: nm ss 03: 05

Hh: nm ss 0: 03: 05

HH: Mm ss 3: 05

HH: Mm s 3:5

hh: nm ss 00: 03: 05

hh: M ss 00: 3: 05

Tip: Upto 20 clock formats can be defined in Clock Formats (see Viz Configuration in the Viz
Engine Administrator Guide).

® Fixed: Setsafixed width 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.

Note: The problem with changeable kerning can be avoided by using a proportional font
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Mormal Count Dff=et Sys. Time g

® Normal: Shows the normal main clock view

MNormal w Sys. Time | Local Time

105 bown

® Count: Create a counter, which counts a defined time lap in relation to one of the running
clocks. For example, if a clock isrunning, another Container with the same clock can be
created. The state of the second clock should be set to Count, and atime range defined. When
clicking the Start button under the Count section, the count clock will start counting for the defined
time. It isrelated to the main clock, so if stopping the main clock, the count clock will aso stop. A
typical use for thisfunction isfor counting penalty timesin sport graphics. In a sport game running
on efficient time, a penalty count down should stop when the main game time stops
® No Sync: When enabled, the count clock will not synchronize secondsto 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. Thiswill in many cases not create the
desired output, but may be useful if an offset output is desired
® Sync Sec: The count clock synchronizes with the main clock
® | oop: Loop the count clock within the defined count range
® Min/Max: Set the count clock minimum and maximum parameters
¢ Up and Down: Specify if the clock should count upwards or perform a countdown
® Start, Stop and Continue: Make the clock start, stop and continue counting
® Init: Resetsthe clock’ s counter

Mormal Count W Local Time

<)

® Offset: Click the Offset button to access an input box where an offset value in seconds can be
entered. For example, if the valueis set to 20, the clock will start running after 20 seconds
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® Sys. Time: Click this button to set the clock to the system time
® | ocal Time: Click this button to set the clock to the local time. Thisis useful if running on a system
which automatically adjusts to daylight savingstime

5.5.5 Characters Tab

Special

! Y&
: K1=P 7| @A
JVWXYZ
olplairisitu

>1d e |=»| B (R

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

5.5.6 Speciad Tab

dow | Clock | Characters = Special

h

Ln
o

Basic

Complex Script W Cn=able

bod k(] L]
° i ABC: Switches the text orientation from left to right, right to left,

downwards, and upwards

® Text Box: When enabled, the text will be contained within a Text Box. The text box shows as an
orange outline in the Scene Editor (if Bounding Box is enabled in the Scene Editor).
With the Text Box, text can be divided into multiple lines, and the text on each line automatically
gets the selected justification (see Basic Tab). Without the text box, the text is shown on one line.

® Space: Each line of text contains whole words

® Any: Each line of text contains all possible |etters. Words are split at the Text Box right border
® Scaling: Set to On to scale the size of the Text Box as scale of the text is changed

® Width/Height: Set the width and height of the Text Box
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Specia Fonts
Specia 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 character objects (not text!). Splitting of
text makes it possible to edit the properties of single character objects.

Geometry v W

Face Orientation Flip

Shading Flat E Edge Angle &0.0 |—|_ Rebuild
Inactive

Re-establish Update

Note: Be awarethat it is aone 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

® Fontstyle Editor

5.5.7 To Create a Linked Fontstyle

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

EiEI..-II_.

Ra 1 (2[5 456
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5.5.8 To Modify Text in the Text Editor

1. Click the text icon, A= | either on the Container, or in the Container Editor. You can also drag a
font to the scene. This will automatically create a new container containing the font as a geometry,
and open the Text Editor opens automatically.

2. Enter text in the text input box. The text is shown in the Scene Editor panel. Right click in the text
editor to change the font size.

3. Usethefive panelsto modify the text as you require.

5.6 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.

Geometry - Logol

Face Orientation Flip

T e SmEs

Inactive
Re-establish Update

This section contains information on the following topic and procedure:

® Geometry Editor Properties
® To Open the Geometry Editor

5.6.1 Geometry Editor Properties

Geometry - Logol

Face Orientation Flip
i Flat E Edge Angle &60.0 Pl_ | Rebuild

Inactive

Re-establish Update

® Geometry: Shows athumbnail of the Geometry, and also its name. Click the thumbnail to select the
Geometry in the database.
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.Note:. Thiscan.only.be donewhen.the referenceto.the database is.actiVe.......cceeeeceveee e,

® 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 vertex of
the polygonal mesh representing the surface of the object. Thisis 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 cal culated. Once the shade
at the vertices of the polygona 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 |ook “smooth
shaded” even though based on a representation of planar facets. The interpolation of shade valuesis
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 meansthat 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 changesin 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 referenceis 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 item
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.
® 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.

5.6.2 To Open the Geometry Editor

® Click theicon representing the geometry either on the Container or in the Properties editor.
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5.7 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:

® Transformation Editor Properties

® To Open the Transformation Editor

® To Stick Transformation Properties to the Container View
® Transformation Principles
® Multiple Select Transformation
® Copy Transformation Properties to Another Container

® To Copy Transformation Properties to Another Container
® Quick Editor
® How to use the Quick Editor

5.7.1 Transformation Editor Properties

Screen Position
Bounding Box Center
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® Parent/Local / World: See Transformation Principles.
® Absolute/ Relative: See Transformation Principles.
® Position: Setsthe position of the object along the X, Y, and Z axis
® CC (Center Camera): Clicking this button 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 asthree lines; X isred, Y isgreen, and Z isblue. To rotate
in steps of 45 degrees, use the buttons labeled 45 and +45
® FC (Face Camera): Clicking this button changes the rotation in such away that the object
faces the camera
® Order: Clicking the order buttons sets the order of rotation the three angles X, Y, and Z, are
applied to the Container. If multiple Containers are selected, the order buttons are disabled
¢ 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
® | (Locked): Scalesall axes at once, so that X, Y, and Z have the same value
® P (Proportional): Scalesal 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 pixelsinstead of the regular positioning which do not use pixels asinput values. The
Screen Position option is only available if the image or 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 also change. Set the screen position to left, center, or right by clicking L, C, or R; or
bottom, center, or top by clickingB, C, or T.
InViz Artist, position calculations are always from the upper left corner and based on the current Z
value for the Container and camera views. For design purposes, it may sometimes be desirable to
position an objects center. Therefore, screen positioning of objects can be defined by either:
® Bounding Box: Define the position of the object upper left corner, or
® Center: Define the position of the object center

Both are calculated from the upper left corner of the current view.

"Example: Setting an objects screen position Bounding Box valuesto X=0and Y=0will
place the object in the upper left corner. Note however, that if the Z position changes the
object will no longer align to the viewpoint corner. The pixel values must be set to zero
again to reposition the image or object.

® Align to Px (Pixel): When using the normal positioning editor to position an image/object that
isfacing the camera head on, it can occur that the image/object is off by fractions of a pixel.

This can happen because of rounding errorsin the screen size and face camerafunctions. This

can produce visua 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.
® AxisCenter: Setsthe axis origin of the object. The rotation axis of the object will be visiblein 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, or R.
® The origin can be set to bottom, center, or top on the object’sY axis by clicking B, C, or T.
® The origin can be set to back, center, or front on the object’s Z axis by clicking B, C, or F.
® When agroup is selected but certain Containersin it are not visible, clicking C with the middle
mouse 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 optionis
only available if the object/image faces the camera. To achieve this, click the Face Camera button.
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® Screen: Scales the object/image to the size of the output format.
® |mage: Scalestheimage to the original pixel value.
® Additional Information on the Selected Container
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: Showsthe 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 verticesin al Sub-Containers.
® Primitives: Shows the number of primitives in the Container including the primitivesin all Sub-
Containers.

To Open the Transformation Editor

1. Click the Transformation icon on the Container, or
2. Select the Container from the Scene Tree, and then click theicon 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.

- Container | Cam

Selection—
171
object_ F Shininess

5.7.2 Transformation Principles

Containers can be manipulated in several contexts:

® Parent/Group: Refersto changes that can be made to the Container or Containersin its Parent or
Group coordinate system.
‘Note: Multi selected objects: When more than one object is selected Group will show anda
bounding box will cover al selected objects.
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® | ocal: Refersto changes that can be made to the Container in itslocal coordinate system.
World: Refersto changesthat can be made to Containersin their world coordinate system.
Absolute: Refersto changes that can be made to Containers in absolute values.

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

5.7.3 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 isselected and M (multi) will show with the mouse pointer when inside the Transformation
editor.

Selection—
i/6
bullet_1 P

-Selection—
3/e

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.

194



5.7.4 Copy Transformation Properties to Another Container

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.

All transformation properties can be copied to another Container, either the whole property (for example,
Screen Size), or just one axis of a property (for example, X of Screen Position).

To Copy Transformation Properties to Another Container

1. Open the Transformation Editor of the sour ce Container (4).
2. Drag the required property to the target Container (3):

® Drag the whole property (1), or

® Drag asub-property (2 (X, Y, or Z))

group

“m

3

Tip: Transformation properties can also be dropped on multiple Containers. Drag a
selected property to the Scene Tree (aligned with atarget Container). Hold the left-click
and right-click to add the property to the target Container. Keep the | eft-click and repeat
asrequired.

5.7.5 Quick Editor

The Quick Edit menu lets you edit the transformation and material settings of a container within the scene
tree, instead of in the Transformation Editor. Click the middle mouse button on the container's
transformation or material icon to open the Quick Editor. When using the Quick Editor, you can still have
the Transformation Editor open and an active object selected. The Quick Editor activates for the object
you click on in the scene tree. When you select an object's transformation icon with the middle mouse
button, the Quick Editor opens and overlays half your object, to indicate which object is selected.
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5.7.6 How to use the Quick Editor

1. Create or open a Viz scene with some objects where you can transform the material color and it's
transformation values.

2. Click with your middle mouse button onto the geometry icon or the material icon. The Quick
Editor pops up, overlaying half of the clicked object. In this example, the Quick Editor isfor the

Save [SaveAs| Close |
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3. By clicking the middle mouse button on the transformation icon of another container, the selected
container is still highlighted as active. The Quick Editor updates the transformation values of the
container you clicked on, as seen with OnAirL ogo in this example. Y ou can a so use Page Up and
Page Down on your keyboard, or the small arrows on the left bottom of the Quick Editor, to
switch between containersin the tree.

4. You can switch between the different transformation properties by clicking the small squareson
the bottom of the Quick Editor, or by pressing CTRL+TAB.
T'EE Sort Search = :EU Texture Ve ’FFF

5.8 External Control

Parameters in a Scene can be exposed for use with external controls, meaning these exposed parameters
can be modified by an external control application, such as Viz Libero, Viz Trio or Viz Pilot.
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Caontrol Channels | Control Objects

B Eli]
t::h:-mnel-_-'. Type SM|Description

Scene
Fullscreen_TRAMNSFORMATION_SCALING
Fullscreen_TRANSFORMATION_POSITIOMN

scaling

= |

n

(1]

position

The Viz Artist GUI provides two options to expose parameters and controls:

® Control Channels: Provides a convenient way to expose parameters from the Properties panel in a
Scene
® Control Objects: Shows exposed parameters when a Control plug-in isused (for use with Viz Trio

only)

This section contains information on the following topics:

® Control Channels
® Control Objects

5.8.1 Control Channels

Parameters in a Scene can be exposed for use with external controls, meaning these exposed parameters
can be modified by an external control application, such as Viz Libero, Viz Trio or Viz Pilot. To expose
parameters, the parameters can be dragged to the Control Channel panel and configured.

Although parameters can be set through a Command Interface, the Control Channels offers three
advantages.

® Only parameters, which should or can be modified, are exposed in certain external control
applications (which use control channels)

® |nstead of along command string (as used in a Command Interface), a control channel name points
to the parameter location, where“ @” in the command location is the indicator for a control channel
name

® Multiple Control Channels can have the same name, allowing them al to be updated in asingle
operation
Control Channels can aso be added from the Stage. To make this possible, the Control Panel can be
floated. This enables the Control Panel to be viewed in al views of Viz Artist.

Most parameters can be added to the Control Channels. Properties that can be added to the Controls
Channels are:

® Properties Panel: Container, Camera, Light and Scene Settings tabs
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® Server Tree: Containers, Geometries, Materials

® Server Panedl: Geometries, Materials

® Stage: Editors and parts of Editors, i.e., Director parameters, Channel Editor, Key Frame Editor,
Stops and Tags, Action Key Frames.
Navigating scenes with extensive use of Control Channels is made easy, as Viz Artist automatically
selects all Control Channels belonging to a container when the container is selected.
Correspondingly, selecting asingle Control Channel will also select the container it belongs to.

Control Channels | Control Objects

SM |Description
Rectangle_TRANSFORMATION_POSITION_X Float Ol
Rectangle_TRANSFORMATION_POSITION_Y Float (mi |
Rectangle_TRANSFORMATION_SCALING_X Float (i |
Sphe re_TFl. ANSFORMATION __F-'CI SITION __"-u" I

Camaral_PRPAMN
Cameral_POSITION_Z
Description

Location =1192*TRANSFORMATION*POSITION®Y (=1194, POSXYZ)

Traa Madia Assets |E'T

E Sart Search DVE Texturs

Et: . Noggi

E-: m - Sphere

Control Channels can aso be grouped. This provides a convenient way to group a series of parameters
which can be controlled from an external source.

Example: Click on the Container tab -> Transformation editor. Drag the parameter Position X of an
Object to the Control Channels panel. Thiswill expose Position X of that object.

Example: In the Properties panel, click on the Camera tab and drag a camera’ s Position Y
parameter to the Control Channels panel. Thiswill expose Position Y of that camera.

the Control Channels panel. This gives accessto all parameters contained in the Key Frame editor.
Note, to add control channels from the Stage, Control Channels need to be floated.

This section contains the following procedures:

® Control Channels Properties
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® Control Channels Procedures

Control Channels Properties

Control Channels | Control Objects

Bl ElE]

Scene

Fullscreen_TRANSFORMATIOMN_SCALING
Fullscreen_TRANSFORMATION_POSITION

Description

- : Click to add a new group

.. : Click to open or collapse the Control Channelstree

. : Click to float the Control Channels panel

E : Click to dock the Control Channels panel

® Channels, Type, SM, Description: Exposed parameter details.
If required, click in the SM box to synchronize the Channel values with the corresponding key-value
pair in the Scene Shared Memory Map.

Note: The Shared Memory key syntax for grouped control channels is <groupname>.
<channelname>, for example, MyGroup.Rectangle TRANSFORMATION_POSITION_X

® Description: Add a description for the exposed parameter
® | ocation: Command location of the command

Control Channels Procedures

This section contains the following procedures:

® To Dock and Float the Control Panel
® To Create a Control Channel

® To Remove Exposed Parameters

® To Create a Group

To Dock and Float the Control Pandl

To access parameters in the Stage, the Control Panel can be floated and used as a floating panel, available
inal Viz Artist panels:

scription
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1. Click . to float the Control Panel.
2. Click the E to dock the Control Panel.

To Createa Control Channel

1. Click Control.
2. Select a parameter to expose, from:
® Properties Panel: Container, Camera, Light and Scene Settings tabs
® Server Tree: Containers, Geometries, Materials
® Server Panel: Geometries, Materials
® Stage: Editors and parts of Editors, i.e., Director parameters, Channel Editor, Key Frame
Editor, Stops and Tags, Action Key Frames.
3. Drag the selected parameter to the Control Channel panel.

ServarfStage +Tree/Stage

- Container Camera

[(7 -Salection—
r 11
SM|Description

Rectangle TRANSFORMATION_POSTTION

4. Type aname for the exposed parameter (or use the name provided).

Please Enter Channel Name: [esclysl=mlatay =gz
Ok Cancel

5. Click on the exposed parameter.
6. TypeaDescription (1) for the exposed parameter, if required.
7. Click inthe SM box to synchronize the Channel values with Shared Memory if required.

group_TRANSFORMATION_POSITION SXNE

group_TRANSFORMATION_ROTATION ROTATION ]

group_TRANSFORMATION_CEMNTER CEMTER

Description Rotation_3]

Location =127 0FTRANSFORMATION*ROTATION (#1273, ROTATION)

8. To add a second, third, fourth, or more exposed parameters, repeat from step 1.

Note: When a new parameter is dragged to the Control Channels panel an icon will show

where the new parameter will be dropped in the list [E [E .
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To Remove Exposed Parameters

® Drag an exposed parameter, or multi selected exposed parameters, to the Trash Can.

To Createa Group

Control Channels | Control Objects

B Sl

Channels
Scene
Fullscreen_TRANSFORMATION_SCALING
Fullscreen_TRANSFORMATION_POSITION

Drescriptio

1. Create anew group:
® Click on- , or

® Dragthe - icon to the main Control Channels panel
2. Type adescriptive group name.

Please Enter Channel Group Mame:

Ok Cancel

3. Type adescription for the new group.
Channels SM|Description
Rectangle_ TRANSFORMATION_POSITION MOSXY E transform_rect_one
Rectangle TRANSFORMATION_SCREEN_POSITION  Float:Float M|

Rectangle_TRANSFORMATION_CENTER CEMTER J

Rectangle TRANSFORMATION_SCREEN_SIZE Float;Float M

new_group_name

4. Drag an exposed parameter, or multi selected exposed parameters, to the group:
® Drag from the Controls Channels panel, or
® Drag directly from the Properties panel or Stage

5. Drop the exposed parameter in the group when 1:| shows.
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Channels

Rectangle_ TRANSFORMATION_POSITION

Rectangle TRANSFORMATION_SCREEM_POSITIOMN  Float;Float
Rectangle TRANSFORMATION_CEMNTER CEMNTER
Rectangle TRAMNSFORM

Rectangle_TRANSFORMATION_CENTER
new_group_name

6. When a group contains an exposed parameter an arrow will show to itsleft. Click on the arrow to
show the groups contents.
Channels
Rectangle TRANSFORMATION_POSITIOMN
Rectangle TRANSFORMATION_SCREEMN_POSITION Float;Float
Rectangle TRANSFORMATION_CENTER CEMTER

Rectangle_ TRANSFORMATION_SCREEM_SIZE Float;Flaat

new_group_name Group

Rectangle_ TRANSFORMATION_CENTER CENTER

® To Dock and Float the Control Panel
® To Create a Control Channel

® To Remove Exposed Parameters

® To Create a Group

See Also

® Control Objects
® External Control

5.8.2 Control Objects

The Control Objects panel is used to show the control parameters for use Viz TRIO Scenes only.
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Main Unique

ControlObjects | Fields |Descriptio Value Typa

mage

nichbendt

(o=l | " _
] l\_ { Fullscre=n

=2 [

| by grows
| =g
== L | FF % OTS_Anim
==
| ' F

Text Elamants

|
‘Eﬁﬁﬂmﬂmm&mML
Lz T 3 ™ ﬂ.lm *:‘ Bady_Toxt

Control Object Parameters

® Main: Set to ON to view only the main control fields of the Control Object. Set OFF to view all
fields

® Unique: Click to enable view of only the origina field if there is more than one field with the same
identifier. Click again to disable view al fields, including field duplicates with the same name. This
allows the designer to easily select the respective containers in the scene. By default, Viz Artist
displays all fields in the scene.Contr ol Objects: The Container which contains the control Object.

® Description: Enter adescription in the plug-in Properties panel.

¢ Value Theeditable plug-in value

® Type: Thetype of Control Object

See Also

® Control Channels
® External Control
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6 Scene Management

This section details the management of Scenes, which includes the parameters of Scene Settings and the
Scene Editor.

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

This section contains information on the following topics:

® Open aScene

® Scene Settings

® Scene Editor

® Working with the Scene Editor
® Scene Editor Views

6.1 To Open a Scene in the Database

1. Select Server from the Main Menu Léft.
2. Inthe Server Tree, select the folder or project where the Sceneis.
3. Open the Scene:
¢ Double-click the Scene to open it, 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 thefolder or project’s path is unknown, search for the Scene in the Free Text Search function
under the <Username>s View tab in the Server Panel.

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

6.2 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.

205



Global Settings | Media Asset | Rendering | Plugen | Script | Clipper | Hde |Virtual Studio

| virual Studie | FullSeresn  |[TUUGURRBRTTY|  Auta Key

 — i S—
I Libero | Arena | ArenafLibero

T Cewf  USHGEEEET| Couble Foss

There are various types of scene settings. Click the tabs at the top of the Scene Settings editor to open the
respective panels:

® Globa Settings Panel

® MediaAsset Panel

® Rendering Panel

® Plug-in Panel

® Script Panel

® Clipper Panel

¢ HDR (High Dynamic Range) Panel

® Virtual Studio Panel

® VizLibero and Viz Arena Render Sequences

6.2.1 Clipper Panel

In the Clipper panel, settings for scenes that have the Clipper plug-in attached can be modified.
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The Clipper plug-in is an aternative to the mask function; the clipper worksin 3D and the mask in 2D.
Objects using the clipper plug-in, when placed behind the clipper plane, will be masked/clipped. If an
object isonly partially behind a clipper plane, only the part of the object that is behind the plane will be
clipped out since the clipping is done in true 3D space. The plug-in uses the OpenGL clipping planes that
supports up to six planes.

This section contains the following topics:

® Clipper Properties

Clipper Properties

® Number: Shows the clipper plane number, from 1 to 6

® State: Set the selected clipper plane On or Off

® Pgsition: Modify the position of the clipper plane along the X, Y, and Z axis

® Rotation: Modify the rotation along the X and Y axis

® Reverse: Set to Off, everything in front of the clipper plane is shown. Set to On, everything behind
the clipper plane is shown. Tracking Objects with Clipper Plane

® Tracking Object: A clipper plane can be set up to track containers regarding position and rotation.
Tracking position means that the position of the clipper plane will bein the center of the container,
and tracking rotation means that the clipper plane will rotate if the object rotates. Thisis especially
useful when animating a scene
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See Also

® Create Animations
® Clipper

6.2.2 Global Settings Panel
This section contains information on the following topics and procedures:

® Globa Settings Properties
® Images as Background or Foreground

Global Settings Properties

Global Sethings Media Asset | Rend g | Flug Clipper |[Hdr W o

| virusi studie | FuliSecresn  ([TUUOWART|  Aute Key
I Libero | Arens | ArenafLibero

Double Pass

i alical il icl

In the Global Settings panel, the basic parameters for a Scene can be modified:
®* Render Sequence: Define how the aphakey signal should be generated (default is Overlay):

Eender Virtual Studio | Full Screen Auto Key !
Seqguence Libero Arena ArenafLibero

° Virtual Studio: Thisoption isrelevant only in combination with Viz Virtual Studio. This mode
switches from Overlay to Full Screen when the control mode of the current camera switches
from Remoteto Editor (see Camera Editor). InaVirtua Studio set, to do acameraflight with
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the virtual camera, when the real camerais 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
the camerais switched from Remote to Editor (to do the flight) the keyed graphics
automatically switches from Overlay to Full Scree.

Full Screen: When Render Sequence is set to Full Screen, downstream compositing is enabled
and will generate afull screen key that outputs a non-transparent key signal. This means
everything without a Key plug-in will be treated as background graphics and appear behind
DVEs on the output. Everything with a Key plug-in will be rendered in front of DVEs. For
setups using a Matrox X.mio video board, the key preview isall black, instead of all white,
while show key is enable in the scene editor. This alows the designer to work with containers
with Key plug-ins during scene design.

Overlay: Set askey signa 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. Use
this mode to correctly blend graphics and DVEs.

Auto Key: Thisisthe preferred mode for overlay graphics. The key signal is automatically
generated from the Containers in the Scene Treg, it does not require the application of Key
functions to the Container. This function provides aworry-free overlay.

Background Image: This option isonly applicable if a background image with an aphalayer
is added. The alpha values of the background image are used as akey signal and Containers
with a Key function applied will be rendered on top.

Libero: The render sequence for aViz Engine used in with Viz Libero (see Viz Libero and Viz
Arena Render Sequences).

Arena: The render sequence for a Viz Arena/multi-zone keying setup (see Viz Libero and Viz
Arena Render Sequences).

Arenal/Libero: The render sequence if the tracked camerais aViz Arenaimage tracker (see
Viz Libero and Viz Arena Render Sequences).

¢ Key Render Mode:

Config: Render the key according to the settings in the Viz Configuration.

Single Pass. Use one rendering step. Use thisfor al new scenes and for scenes imported from
version 2.8, asit is much faster.

Double Pass: Use two rendering steps. Use for backward compatibility in scenes created in Viz
Artist versions 3.0 to 3.3.

® Background Color: Set the color of the background.

Sterso Mode

Foreground [7

Steren Mode  [INNERETrE=
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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 afixed layout to the Scene. This visualizes how the total preview (camera
picture and/or graphicMedia Asset) will look like. To set the image as global default, click the
Set Default button.

Tip: It ispossible 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 Modeis 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 Camerain 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 L eft or Side by Side Right: Two images are stored, side by side, |eft or right eye
first. The image width will be halved, providing half resolution.

Background

Stareo Mode ?

Mask:

adows

Tree Color Text

Mone

Config

Owver Under Left Top
Ower Under Right Top
Side by Side Left
Side by Side Right

Invert

® Mask Invert: Makesit possible to set one or more of the mask layersin a Scene to be inverted. With
no mask inverted (1), the mask cuts out a hole where it covers the mask target object. With mask
invert enabled (2), the mask target is only visible where the mask coversit:
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® 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 (only very complex mask configurations need more than six layers).
The Stencil shadow typeisthe least resource-demanding way to render shadows in scenes. For more
advanced and better-looking shadows, cascaded shadow maps can be enabled. For more in-depth
information on shadowsin Viz Artist, please refer to Shadow Maps and Shadow Caster and Shadow
Receiver.

Shadows - Type | Shadow Mz J

Note: The Shadows On/Off button is only available when shadow type is set to Stencil, as
Shadow Mapping is not affected by this setting.

® Magnifier: The magnifier acts on the last rendered surface. It can be either arectangle or acircle.
The position and size is defined in normalized view-port coordinates.
® Active/lnactive: Set the magnifier to active or inactive.
® Type: Select aRectangle or a Circle for the magnification area.
® Tesselation: Set the tessellation, if Circleis selected.
® Transformation: Set the parameters for the Position, Size, Scale and Ellipsis of the magnified
area.
® Color: Set the alphaand the color of the magnified area.
® Container: Select a Container to control the position and, or, the scale of the magnifier. Type
the name of the Container in the box. Select On or Off for Use Position and Use Scaling.
Tesselation 14 Ef‘i

Transformation——— ————— | ~Container
Position X . —F Mame |

Y - Use Position m

Size Use Scaling M
Scale

Ellipsis
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“ﬂl‘liﬁﬂ wgnifier acts on the last rendered surface. |
cle. The position and size is defined in norn
rectangle

- ﬂr fpy active: Set the magnifier to active or inactive
< Type” Select a Rectangle or a Circle for the magnification
- Tesselation Set the tesselation, i Circle is selected

« Transformation: Set the parameters for the Position, Size,
of the magnified area.

« Color: Set the alpha and the color of the magnified area.

® Stage Show Mode: Defines how the STAGE* SHOAMODE Viz Engine command should be handled
for the scene. The command takes a named stop point or tag as a parameter, and the show-mode
defines how the scene will be executed.

Stage Show e EEE
Mode

® Selected: Setsthetime-line of al selected directors to the first found tag location. Thisisthe
default setting.
® First: Setsthetime-line of the first found director, containing the searched tag, to the tag's
position.
® Separate: Positions the time-line for each director, containing the searched tag, to the tag's
location.
® TreeColor Text: Define custom text labels for the scene tree colorsin the current scene. To define
global labels or custom colors, go to Viz Configuration -> User Interface -> Colors (seethe Viz
Engine Administrator Guide).

Images as Background or Foreground

This section details procedures with images use as background, foreground and preview:

® ToAddanImage

® To Remove an Image

® To View an Image Source Project or Folder
® To Show/Hide an Image in the Scene Editor
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To Add an Image

1. Click Server.

Click the | tab for Images (1).

3. 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.

N

To Remove an Image

® Drag the image from the drop zone onto the trash can.

To View an Image Source Project or Folder

® Click theimage on the drop zone.
The project or folder itis placed inisvisible. If theimage is linked, the first project or folder will be
selected.

To Show/Hide an Image in the Scene Editor

® Click the Active/lnactive 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.

6.2.3 HDR (High Dynamic Range) Panel

Enables High Dynamic Range Rendering/Imaging for the selected container. Thisimproves the contrast of
the generated scene in a much more realistic way.

This section contains the following topics:

® HDR Properties
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HDR Properties

Diffuse Map

Rotation——— —— rBackaround
0.0

0.0
0.0

Crraw

® High Dynamic Range (Active/l nactive): Enables HDR lighting instead of the default OpenGL
lighting on Containers tagged for HDR lighting. To tag Containers for HDR lighting the HDR plug-
in must be placed in a Container to enable HDR lighting on the respective container and its sub-tree.

® Diffuse Map: ThisisaHDR Cube map (must be a vertical cross and should have been imported
from an EXR file). It defines the diffuse light map.

® Reflection Map: Same as Diffuse map but for the reflection part of the lighting.

® Rotation: Rotate the environment map with the set parameters.

® Exposition: Controls the brightness of the maps (similar to the exposure time of an ordinary
camera).
® Background (Active/l nactive): Draws the Reflection map as background.

See Also

¢® HDR

6.2.4 Media Asset Pandl

This panel contains parameters and settings for Media Assets. There are different types of Media assets
available like Clip Channels, GFX Channels, Image Channels, Live Input Channels, |P Stream Channels
and Super Channels. In the image below you can see section 1 which is shared along al Media Assets,
section 2 from below isindividual depending on the used Media Asset. Y ou can find the details for the
individual Media Asset settings from section 2 in the user manuals individual chapters where the different
types of Media Assets are described in detail.
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S — Rendering | Flugin | Script | Clipper | Hdr | Global IIIumin;':ti-:-n S.IZFEEI'I Space AQ

| Settings

ource Live 1 —

Frame Delay Mixer |Off

DVE Channels E
Clipchannel on set Reset ﬂ
GFX Video Output Inactive =

cLIp1 Absolute [ "Relative |

Clip

In Time 0

Out Time 0

Clip Control 0 |—|—|—|—|—|— |—

Autorun lﬁ Loop Mode ! Rewverse Field ﬁ Upscale Lumz Iﬁ

Repeat Mode MNone —

This section contains information on the following topics:

® Common Media Asset Properties
® Global Settings (section 1)
® H-/V- Phase Valuesfor Zero Frame Delay Mixer
® MediaAsset Clip Settings
® Clip Time Code Type values
® MediaAsset Keying Settings
® LiveProperties
® Stream Properties
® GFX Properties
® ToView MediaAsset (DVE or Texture) Properties
® ToView Media Asset (Texture) Properties
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Active Clip
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Common Media Asset Properties

F—teT—"
Zero Frame Delay Mixer ’ﬁ
Show DVE Channels !
GFX Video Output Inactive —

CLIP1 Absolute |[TREltvE |

Position C Forward Tran

Active Clip

Pending Clip @

In Time
Out Time

Control ; 0: |—|—|—|—|—|— |—

Autorun o ! Reverse Field [Off] Upscale Lumz |Off

Repeat Mode

Speed

Audio Volume 100.0 % F |_ Alpha

Keying Mode E Chroma |

Item Description

1 Global Settings

2 Clip Channel Properties/ Live Channel Properties/ IP Stream Channel
Properties/ GFX Channels Properties, Image Channels Properties

3 Keying Mode

Global Settings (section 1)
These are the common Media Asset properties.
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Z rame Delay Mixer ’E
how DVE Channels !

( annel on set ’WE

GFX Video Output Inactive =

® VBI Source: Select which channel to use for output. Types of data sent include closed captions,
teletext, time codes and other digital data. The configuration setting Clip Timecode Type enables
Viz Engine to provide additional time code datain the VBI-signal, if required. The setting can be
changed by editing the Viz Configuration file and setting the variablecl i p_ti necode_t ype =
<VALUE>. Please refer to the table Clip Time Code Type values below for valid values. It can also
be set on the fly using the Send application to issue the following command:
CONFI GURATI ON* CLI P_TI MECODE_TYPE SET <VALUE>

Note: If you are using more than one specific Media channel in your scene, just click on the the
text of "CLIP1" (in section 1) and you can switch to the other clip channels used in the same

® ZeroFrameDelay Mixer: Set to On to give the shortest input to output delay, with graphics on top.
For thisto work correctly, specific values for H-/V- phase must be set. For the input/output
configuration, input A isbound to output A, and Input B is bound to Output B. Please observe that
the resolution of the input is required to be the same as for the output. If running a Dual Channel
setup, make sure that input A and input B are 100 % in sync, and using the same resol ution.
Refer to H-/V- Phase Values for Zero Frame Delay Mixer for further information
® Show DVE Channels: Enable or disable DV E placeholder box drawing
® Clip Channel on set:
® Play on: By default, aclip channel continues to play the clip even if the Scene does not contain
that specific channel. When setting a Scene with this channel active, the clip will be shown
from its current position onwards, when no clip or the sameclip is set in the Scene.
® Reset: Playout will start from the beginning of the clip when it has the same clip name, or show
black when no clip is set in the channel at all.
Please observe that the commands and values are case sensitive. Any on-the-fly changes will be
saved to the Viz Configuration file upon proper shutdown of Viz Engine.

Caution: Manua changesto the Viz Configuration file should never be made while Viz Engineis
running. Close the engine, commit any changes, and start the engine. Make sure to always create a
backup copy of the Viz Configuration File before making any manual changes.
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® Basic: Thissetting is used to transform the whole used Media Channel.

® Content: This setting is used to transform the content inside the used Media Channel.

® Position: The position controls are used to set the X and Y coordinates for the Media Asset. The
coordinates are relative to the configured output format (see Configuring Viz in the Viz Engine
Administrator’ s Guide).

® Size: Setthe X and Y valuesto define the size of the Media Asset. The sizeis based on the channel
resolution as defined in the Video I nput section of Configuring Viz (seethe Viz Engine
Administrator’ s Guide), which may be different than the configured output resolution.

® Center: Usethe Center X and Y valuesto define the center position of the Media Asset. Asfor the
Size control, the Center position is relative to the configured channel resolution.

* Absolute/ Relative Position Controls. Controlsto adjust the Position, Size, Center position, and
Crop. The values can be provided either as Absolute pixel values, or as Relative percentage values.
The corresponding value will be displayed next to the input value field. If provided with values that
exceed the logical limit, the last value will be adjusted automatically to the maximum value. For
example, if setting the L eft crop value to 51 %, and then the Right crop value to 75 %, the Right
crop value will be set to 49 %. Appliesto DVE only.

Note: By default, the center position for DVE transformations is defined as the top left corner of
the DVE placeholder. Setting the DVE Center X and Y positionsto 50 %will define the center
for the transformations as in the middle of the DV E placeholder. This behavior deviates from
that of transforming Containers, as they have their transformation center in the middle.

® Crop: Allowsthe designer to crop the Media Asset as required. The crop values arerelative to the
size as defined using this editor.

® Forward Transformation: The transformations will be forwarded to the container which was
dragged & dropped to this parameter. The transformation is mapped to the XY plane of the
container. This allows avideo wall control application like Viz MultiPlay to control virtual (3D)
Video Walls aswell. This applies only to Media Assets added as Texture, and the Forward
Transformation controls will only be visible for selected Texture Media Assets.

Forward Transformation

® |dentifier: The name of the target container.
® Active: Forwarding is active.
® Reset: Resets forwarding to the specified container.

H-/V- Phase Valuesfor Zero Frame Delay Mixer
For Matrox X.mio2, DSX.LE2 and DSX.LE3 video boards:

® PAL: Leavethevalues at the default

® NTSC: Leavethe values at the default

® 720p50: Valid H-Phase range from -900 to -1300

® 720p59.94: Valid H-Phase range from -600 to -1000
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® 1080i25: Valid H-Phase range from -1600 to -2000
® 1080i29.97: Vdid H-Phase range from -1100 to -1600

Media Asset Clip Settings
In addition to the common Media Asset properties, Video Clip aso has these properties

9 Active Clip

Cli : -
) Pending Clip |

“ gl fulol] 2]

Loop Mode ! Reverse Field [Off| Upscale Lumz |Off|

® Clip: Select the video clip to be shown:

® IntheClip line, cIick! ,or
® DragaVideo Clip item from the Server Panel, or

* Click lensie ] | and select avideo clip to import.

Note: See Transfer Clips From Viz One. To transfer and download videos from Viz One,
Viz One must be integrated and configured with Viz Artist/Engine.

Note: With the Clip Channel Media Asset it is possible to play images as DVE or Texture
with the Matrox clip player. Supported image containers are jpg and png. The images have
to be available on a physical disk for this feature to work.

® Active Clip/Pending Clip: The status of active and pending clips:
® Green light shows that the clip has loaded successfully.
® Grey light shows that no clip has been loaded.
® Red light shows that there was an error during the clip loading process.
® In Time: Setthevideo clip‘intime’.
® Qut Time: Set thevideo ‘out time'.
® Clip control: Player controls for the selected clip.
¢ Autorun:
® Off: Assoon asthevideo clip isloaded, the first frame is presented.
® On: Assoon asthe video clip isloaded, it beginsto play.
® |Loop Mode:
¢ Off Thevideo clip will play only once.
® On Thevideo clip will play in aloop.
®* ReverseField: Asinterlaced video contains two fields of avideo frame, reverse playback of
interlaced video can result in flickering unless the fields are also played back in reverse. On the
Video version of Viz Artist and Engine with Matrox video hardware, Reverse Field is automatically
enabled when playback speed is given a negative value.
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® Off: During reverse playback, the fields in interlaced mode are played out ‘asis'.

® On: During reverse playback, the fields in interlaced signals are swapped to reduce flicker.
Upscale Luma:

® Off: Thekey will beused ‘asis'.

® On: Thekey information will be upscaled from 16-235 to 0-255.
Repeat M ode:

® None: The playback of black frames when the clip isin an erroneous state.

® Field: Thefirst field of the last frame will be played out when the clip is paused.

® Frame: Thelast frame will be played out when the clip is paused.
Speed: Controls playback speed. 1.0 is the normal speed. Values between 0 and 1.0 are forward
playback in slow motion. Values above 1.0 are forward playback in fast motion. Likewise, values
between 0 and -1.0 are reverse playback in slow motion. Values less than -1.0 are reverse playback
in fast motion.
Audio: Set the Audio volume
Alpha: For each layer adjust the level of opacity. A value of 100 %isfully opaqueand O %isfully
transparent.

Clip Time Code Type values

Value Description

DEFAULT Mimics the behavior of earlier versions, and will provide atime code if
available. If not, no time code information is provided in the VBI-signa

TI MECODE Will provide atime codeif available. If an explicit time code is not
embedded in the clip, no time code information will be provided in the
VBI-signal

ZEROBASED The embedded time code will be ‘0’ at the clip start and count up to the
last frame, based on the number of framesin the clip

COUNTDOVWN The embedded time code will be the duration of the clip at the beginning
and countdown to ‘0’ based on the number of frames in the clip.

Media Asset Keying Settings

In addition to the common Media Asset properties, Keying has these properties.

Keying Mode

Keying M ode (Texture only: see Keying Mode):
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Linear: No chromakeying

Chroma: Usestheinternal chromakeyer
M-Zone: Uses the multi-zone keyer

Libero: Usesthe Viz Libero keyer

Invert: Only works with Chroma and Libero

¢ Talent Reflection: Click to set Talent Reflection On or Off (use with Viz Virtua Studio):

Offset: Set the offset of the talents lowest body part from where the reflection starts (pixels
(Default: 0, Minimum: 0, Maximum: 1000))

Extend: Set the extend of the total reflection (pixels). The reflection eases out with distances
(Default: 300, Minimum: 0, Maximum: 1000)

Person Scale: Set aglobal scale which appliesto the talent (Default: 1, Minimum: 0.2,
Maximum: 10)

Damping: Set how many previous fields are to be used to calculate the current Y position. The
larger the number the higher the damping, but the Y coordinate will be less responsive to quick
movements. The setting is a compromise between a stable and a non-responsive Y coordinate
for the reflection (Default: 2, Minimum: 2 Maximum: 100)

Key Scale: Set the scale applied to the alpha of the reflection, on top of the parameters set in
Offset (Default: 0.5, Minimum: 0.1, Maximum: 10)

Distortion X /Y Parameter X defines by how much x axisis affected by the sinus distortion
which goes vertically down the screen (Default: 1, Minimum: 1, Maximum: 10). Parameter Y
defines how much the sinus waveform is stretched vertically down the reflection (Default: 0O,
Minimum: 0.001, Maximum: 1)

Brightness: Set the brightness for video going through the chroma keyer (Default: O,
Minimum: 0, Maximum: 10)

Live Properties

The Live video properties are listed in the common Media Asset properties.

Stream Properties

In addition to the common Media Asset properties, Video Stream a so has these properties:

el

Repeat Mode [ NGRE =

¢ URL: Enter the URL of the Stream to be shown (Video Stream only):

L oad: Click to load the video Stream
Clear: Click to remove the video Stream.

® Repeat Mode:

None: The playback of black frames when the stream isin an erroneous state
Field: Thefirst field of the last frame will be played out when the stream is paused
Frame: The last frame will be played out when the stream is paused

GFX Properties

By default, a GFX Channel automatically inherits the camera settings of the Scene it isapplied to. In
addition to the common Media Asset properties, GFX Channels also have the following properties:
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® Scene: Drag a scene, which should be rendered in the GFX channel

® Play Controls: Control the animation of the set scene

® Controlled: If activated the GFX Channel animation can be controlled by the main or parent Scene
animation controls, for example, if the animation in the main Scene starts, it triggers the start of the
GFX Channel Scene

® ForceKey: If aGFX channel isrendered as Texture, it will bein RGBA. Therefore, the Scene needs
to have keying information for an alpha channel (the key scene setting is set to auto key or akey
plug-inisused in the Scene Tree). If the Scene does not have any keying information, enable For ce
K ey to render the whole Scene keyed

® Keep Aspect: If On the GFX Sceneis rendered with its own aspect ratio (undistorted). If Keep
Aspect is Off then the Scene will be scaled to fit the GFX channel size.

® Camera: Select the cameraview of the GFX Channel Scene.

® Resolution: The GFX Channelswill default to the resolution configured for the current Output
Format in the Viz Engine configuration. To change the current resolution, click the Default
Resolution button to make the Resolution X and Y fields available for input, and enter the desired
resolution setting. Clicking the Default resolution again will reset the resolution for the GFX
Channel, aswell as disable the Resolution X and Y input fields. If the Default Resolution button is
in a pressed state, and the Resolution X and Y fields are dimmed, the default resolution isin use.

To View Media Asset (DVE or Texture) Properties

1. Add aMediaAsset as DVE or Textureto a Scene.
2. Inthe Media Asset Manager select DVE or Texture (to view the added Media A sset)
3. Click onthe required Media Asset.

Note: DVE or Texture view: If aMedia Asset has been added to a Scene, its properties can also be
selected by a <right-click> on the Media Asset icon in the Media Asset list (Built Ins), and select
Show settings of <clip channel>.

To View Media Asset (Texture) Properties

® Right-click on the Media Asset icon in a container and select Show settings of 'media asset type'.
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Add Info Text...
Add Material...

Lock Container 'CLIP1'

Create Subcontainer

or:

1. Click on the Media Asset icon in the Container.
2. Inthe Texture Editor click on the Media Asset imageicon.

In the properties panel the Media Assets tab is automatically selected, and the Media Asset
Manager (Scene Tree panel) opens.

Texture Editor

To apply atexture to a Container drag atexture (e.g. an image) from the Server Panel to a Container. In
the Container an icon (athumbnail of the texture) will show. If atexture 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 asitisin the

Scene. Open the Texture Editor by clicking the icon representing the texture, either on the Container or in
the Properties editor.
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Tip: Modifications to the texture in the Texture editor only apply to the texture in the selected
Container.

Image Properties
Shows the added texture:

-

light-red1
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Two image textures can be used in one Container, however, Media Asset textures are limited to one.
Click on aMedia Asset image to open the editor for the Media Asset.

® Default Texture (1): Shows athumbnail 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 textureis
used the other functions in the Image panel are inactive.

® Alpha Texture (2): Shows the thumbnail of a secondary (alpha) texture, if any. Thistextureis used
as an apha channel for the Default texture. When two textures are used the Image panel Alphaand
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 alphaimage. Click the lower button to view the two
images blended, use the slider to blend as required.

° ﬂ 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 Panel.

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

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 supportsit, it is possible to have up to 4 available texture units which can be
used in parallel to do multi-texturing.

® [nheritable: Units can beinherited 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:
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Mapping

Mapping . ¢  Mapping

Position Rotation

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

® Linear: Isa‘straight forward’ mapping where the image so to say islaid 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, thiswill cause arepetition of the pixels on the
surfaces in the Z axis. If for example adding a picture to a cube, the front and back side will look
good, but the remaining sides will be arepetition of the pixels laying on the edge of the front and the
back side.

® Reflection: Mapsthe texture asiif it were areflection of a surrounding object. The reflection
simulates that the texture image is an all-embracing object that casts its reflection on the object. The
object actsin away like amirror.

® 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. A second image cannot be used with
Cube Mapping (see Image Properties). When using Cube mapping method for textures, it is not
possible to use the same texture on another object with a different mapping method.

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

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

Quality Properties
The quality parameters specify atrade between rendering speed and texture quality:

Quality ﬁ Blur F:.r Anisutrn:rin: Filter
Sharpen ;r

® Pixel: Showsthetexture ‘asitis 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.
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® Linear: Performs alinear 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. Asthe object then gets smaller and smaller, the shrinking and interpolation of
the texture creates alot 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 alinear 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 atexture constantly scalesto try to fit onto a
shrinking/magnifying, the mipmap quality creates a set of prefiltered images in a decreasing scale
down to amost on pixel. These are used as the object scales up and down and a more static ook of
the texture is thereby achieved. Mipmap quality absorbs more memory performance than the two
other qualities.

® Blur: Makestheimage 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: Thisoption 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 BlendFactor | 0.0 % Source Unit

® Environment: Select from:
¢ Blend: Blends the RGBA parameters of texture and object.
® Decal: Usesonly the RGBA information of the texture and disregards the RGBA of the object.
® Modulate: Usesthe 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.
® 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: Definesin 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.
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Wrap Properties
Wraps the abject 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):

Wrap | Repeat

® Repeat: Meansthat the whole textureis 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:

Compress. ﬁi

® None: No compression

® DXT1: Compressesto an RGB image. Thisformat has a 6:1 compression ratio (DXT1 does not store
alpha)

® DXT3: Compressesto an RGBA image with a4:1 compression ratio

® DXT5: Compressesto an aternative RGBA image that treats the alpha channel different than DXT3
(alphalooks smoother). DXT5 has the same compression ratio as DXT3

Component and Constant Color Properties

(1)
Component W Constant Color - 100.0 ;r

® Component: Select from:
® Color: Only the RGB color of the texture will be used. Set the alphato 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 initem 1
® Color Alpha: Both the apha and the RGB color of the texture will be used (default setting)
® Constant Color: Set the constant RGB color of the texture when Alphais selected

L g
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Position Properties

Position

Rotation Y

® 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: Shiftsthe center of the image.
® Scaling: Scalesthe image that is used as texture. Before changing the scale values of the image,
make sure to set the preferred kind of scaling:
® Single: Scaleseach axis by itself.
® Locked: Scalesall axesat 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:

tereo Mode

Mone

® 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.

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

6.2.5 Plug-in Panel

Scene plug-ins can be applied to a Scene in the plug-in panel. Scene plug-ins are 'global’ functions that
have influence on the whole Scene. They are mainly used when external programs are interfaced with Viz
Artist. Viz Artist uses an open interface for plug-ins. New plug-ins can either be obtained, or written, and
theninstalled into Viz Artist.

Installed Scene plug-ins can be found under Built Insin the Main Menu. To view the Scene plug-ins, click

on the Built I ns button and select Scene plug-ins, or click H in the Item Panel.

For adetailed list and description of Scene plug-ins, see Scene plug-ins.

229


http://documentation.vizrt.com/viz-engine-guide/3.8/configuring_viz.html

I—B

WCF Plugin {1.0.0)

J Tracking Object (POS) T_Podq

Tracking Object (ROT) T_ROT

Graffit

The Scene plug-in panel is divided in two sections:

® Scene plug-ins applied to a Scene, asicons (1)
® Scene plug-in editor (2 (opens when the Scene plug-in is highlighted)).

This section contains information on the following topics and procedures:

® To Add a Scene plug-in

® To Edit a Scene plug-in Properties
® To Show Scene plug-in Information
® To Enable/Disable a Scene plug-in
® To Remove a Scene plug-in

1. Click Built Ins.
2. Select Scene plug-ins (SP). Browse for the Scene plug-in to apply to a Scene.
3. Drag the Scene plug-in to the Scene plug-in panel:

® Drag the selected Scene plug-in to the drop zone, or

® Right-click on the Scene plug-in icon and select Add to Scene....

Media Assets—————

DWVE Texture
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To Edit a Scene plug-in Properties
1. Inthe Scene Settings plug-in area, select the plug-in.
2. Edit the plug-ins properties in the editor to theright.
To Show Scene plug-in Information

1. Inthe Scene Settings plug-in area, select the plug-in.
2. Inthe plug-in editor, click theinfo icon.

To Enable/Disable a Scene plug-in

® |nthe Scene Settings plug-in area, click on the enable/disable switch in the icon.

For greater convenience Viz Artist allows you to enable or disable the plug-ins already applied to a
Scene. This gives overview when adjusting the plug-in properties to the values you need.

To Remove a Scene plug-in

® Dragthe plug-in to the trash can, or
® |n the Scene Plug-in tab, right-click the plug-in and select Remove from Scene.

6.2.6 Rendering Panel

In the Rendering panel, basic rendering parameters can be modified.

This section contains information on the following topics and procedures:

® Rendering Properties
® To Design Graphics with a User Defined Aspect Ratio
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Rendering Properties

Auto Key Plane

Depth of Field Inactive
Use Lens Distortion | i =veitable)
Flicker Filter off Level 1 _W

Camera Clipping Plane Mear 50.0 Fr Far  20000.0 Pl—
Keep Ortho Frustum ’W
Depth Function T_

» Sty i

Output Region License Info: Full Edition

#El Eeiian Bottorn Left | Bottomn Right | Bottom Top

T

o Left ap
A zriEr EEE Middle Left | Middle Right | Middie Top |Middle Battom

® Culling: With Culling Active for a Scene it saves performance. Objects whose bounding box is
outside the camera view are not rendered. Thisis of great importance to performance in large scenes
and virtual studio. Normally Culling should be Active.
® Screen Area:
® SafeX/Y: Setthesize of the Safearea X and Y valuesin percent of the screen resolution.
Single click the R button on the X or Y to reset to its default value. Double-click the R button
to reset both valuesto default values.
® Title X/Y: Setthesize of the Titlearea X and Y valuesin percent of the screen resolution.
Single click the R button on the X or Y to reset to its default value. Double-click the R button
to reset both values to default values.
® | ayout: The Video Wall Distributor defines alayout of the Viz Engine on air to be part of a cluster
of Viz Engines:
¢ Default Layout Active: Click to use the video wall layout, as set in the Video Wall Distributer.
® UseLayout: Click to make the Video Wall layout inactive

® AutoKey Plane: Makesit possible to define the X, Y and Z Position, that serves as a threshold
between objects with and without key. The position can be set according to atracking device carried
by a person on the set, or it can be controlled by an operator.
The auto key position decides which objects or parts of objects in the Scene that are to be part of the
key signal. Only objects positioned between the auto key position and the camera will be rendered
with the key signal.
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A typical setup for a Virtual Studio would be that the scene background is put into a separate channel
of the external keyer.
The objects of the background do not have a key function attached. The objects that are meant to be
in front of the person on the set are placed in another channel/layer of the external keyer and have a
key function attached.
If the person on the set moves against the camera, the auto key function disables the key function of
those objects that now are placed behind the person, thereby moving them into the background layer
of the external keyer.
To learn more about this, see the separate Viz Virtual Studio documentation.

® Depth of Field: Emulates the behavior of areal camerawhere objects further away from the focal
plane show blurred and objects close to the focal plane show sharp. The respective parameters can be
set in the camera settings under the Focus settings (see Camera Editor).

® UselLensDistortion: Lensdistortion can be applied to a Scene when a Lens Distortion file has been
added to Viz Engine, and Render Scaleissetto 1.2

Note: When Lens Distortion is active, the Glow plug-in and Cube Mapped images will not work
correctly. The shadow mapping technique can be used together with lens-distortion, see also
Shadow Maps.

® Flicker filter: Makesit possible to change the level of the flicker filter from Off and up to Level 3.
Theflicker filter is used to remove/reduce flickering from a scene. If aflicker filter is applied and the
scene still flickers, try using the next level.

® Camera Clipping Plane: Setsthe range of the virtual camera. Near sets the close range while Far
defines the far range. Only containers within this range will be rendered.

Note: The camerarange is where the Zbuffer iswithin. So if Zbuffer problems arise, they may
be solved by editing the camera clipping plane settings.

® Camera Aspect: Setsthe camera aspect.
® Config: makes the camera aspect equal to the settings in the Output For mat panel of the Viz
Configuration (see the Viz Engine Administrator Guide).
® 4:3,16:9 Horizontal and 16:9 Vertical makes the camera aspect independent of the aspect for
therest of the scene.
® User: Enablesthe user to set a user defined camera aspect ratio. When building a Scene with a
customized aspect ratio for a Video Wall, set the user-defined camera aspect to the same value
as the Aspect shown in the Viz Configuration (Output Format -> User Defined -> Aspect
(which is set dynamically based on the other values). When building a Scene with a customized
aspect ratio for other, e.g. hand-held/mobile devices or online publishing, set the K eep Editing
Aspect (Render Optionsin Viz Configuration) parameter to Editor asthiswill not have an
affect on the On-Air or Viz Engine output (see aso To Design Graphics with a User Defined
Aspect Ratio).
® Keep Orthog. Frustum: When active, takes the original frustum stored and does not allow its re-
computation after changes have been made to the camera parameters in the orthogonal mode.
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® Depth Function: OpenGL-specific. Specifies the function used to compare each incoming pixel
depth value with the depth value present in the depth buffer. Equal: passesif the incoming depth
valueis equal to the stored depth value. Less or Equal: passesif the incoming depth valueisless than
or equal to the stored depth value.
® Text Bounding Box Style:
® Tight: The bounding box is drawn tight around all text used in this Scene. This meansjust the
height of the actual text used
® Full Height: The bounding box is higher. The bounding box is calculated for characters that
need some space underneath, for example the letter ‘g’, and for characters that need more space
above, such as a parenthesis, even if these characters are not used within the text in the scene.
The Full Height setting does not work for special characters like such as'A', which is even
higher in some fonts (please refer to Font/Text Optionsin Viz Configuration (see the Viz
Engine Administrator Guide)).
® Max. Size: For Scenesimported from version 2.8 so that the various plug-ins which depend on
font bounding boxes are compatible in version 3.5 and on, such as Max Size and Autofollow; it
also includes asmall trailing space between the letter and the bounding box.
® | egacy: Produces the exact same bounding box as version 2.8.
® Ringing Filter: Reduces the ringing artifacts on the SDI output and applies only to SD formats. The
ringing filter can be set to Off (see Render Options (set Force Ringing Filter Off to Active) under
Viz Configuration in the Viz Engine Administrator Guide). The default Ringing Filter islocated in
Scene Default Values ( Viz Configuration).
® Qutput Region: Becomesinactive if you design aHalf or Quarter Edition scene. To revert to afull
screen scene, click Full.
® Half Edition: If you have afull Viz Artist license, but want to design a scene for another license that
has only a Half Edition, select which portion of the scene you want to design your scene in. Options
are:
® Left
®* Right
®* Top
® Bottom
¢ Bottom Left
® Bottom Right
® Bottom Top
® Quarter Edition: If you have afull Viz Artist license, but want to design a scene for another license
that has only a Quarter Edition, select which portion of the scene you want to design your scenein.
Options are:
® Left
®* Right
® Top
® Bottom
* Middle Left
* Middle Right
® MiddleTop
¢ Middle Bottom

234


http://documentation.vizrt.com/viz-engine-guide/3.8/configuring_viz.html
http://documentation.vizrt.com/broadcast.html
http://documentation.vizrt.com/broadcast.html
http://documentation.vizrt.com/viz-engine-guide/3.8/configuring_viz.html
http://documentation.vizrt.com/broadcast.html
http://documentation.vizrt.com/viz-engine-guide/3.8/configuring_viz.html

To Design Graphics with a User Defined Aspect Ratio

1. Start Viz Artist.

Click Config (or press <F11>).

3. If you plan to render graphicsin many different aspects (e.g. still images for online publishing)

you should select the Render Options section and set K eep Editing Aspect to Editor.
® Thiswill make sure your graphics are rendered according to the scene’ s configured camera
aspect (and not be affected by the Output Format aspect)
4. Inthe Output Format section set the format that best fits the screen resolution and aspect (e.g. 16:
9).
® Viz Artist isresolution independent and its workspace is optimized for designing in 16:9 and
4:3 aspects.
® When designing graphics with a user defined aspect, only set the Output Format to size the

aspect of your Scene Editor and adjust the camera aspect further to define it according to
your scene’ s required and final aspect.

Close Viz Artist.

Start Viz Artist.

Click the Server button.

From the Properties Panel click the Scene Settings tab.

Under the Rendering Panel tab set Camera Aspect to User.

10. Enter your aspect ratio in the field beside the User field.

® To caculate your aspect ratio simply divide width with height (e.g. 1600:900=1.778)

N

© o NG

6.2.7 Script Panel
In the Script panel add and edit scripts which are part of a Scene (see Script Editor).

Global E‘-ettingsul""'ledia ﬁ»ssetul'\"endering. . . irtual Studio

6.2.8 Real Time Global Illumination

Glaobal Illumination (Gl), or indirect illumination, is a general name for a group of algorithms used in 3D
computer graphics, that are meant to add more realistic lighting to 3D scenes. Such algorithms take into
account not only the light that comes directly from alight source, direct illumination , but also subsequent
cases in which light rays from the same source are reflected by other surfacesin the scene ( indirect
illumination) , whether reflective or not.

If you do not have alicense for the Real Time Global Illumination, contact your local Vizrt Support or
send an e-mail to license@vizrt.com to obtain atime-limited demo license or afull license.
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This section contains the following information:

® Introduction to the Global Illumination function of Viz Artist 3.9
® Working with Global I1lumination
® Global Illumination settings
® Globa Illumination
® Render Mode
® Render Mode Examples for Global I1lumination
® Debug modes for Global Illumination
® Show Probes
® Mesh Classification
® System Generation
® Precompute
¢ Ambient Occlusion (AO)
® Creating a Scene with Global Illumination
® Limitations

Introduction to the Global Illumination function of Viz Artist 3.9

Introduced in Viz Artist 3.9, Real Time Global Illumination alows you to create Lightmaps and Ambient
Occlusion maps that are modifiable in real time. This technique is based on the lightmap functionality
widely used in leading game engines. When activating Gl, you need to specify the computation settings,
and precompute the Global I1lumination and Ambient Occlusion maps. In Viz Artist, you find this feature
section Scene Settings -> Global Illumination. The details of the settings are described below.

Working with Global I1lumination

In general, Global Illumination requires 2 UV sets on any geometry that should be computed with GI: one
UV set used for texture mapping, and one UV set used to create Lightmaps. There are two waysto create
the Ligtmap UVsto get Gl working properly. Y ou can either import an . f bx-file with two UV sets that
you have created by yourself. The first UV set must be used for texture mapping, and the second UV set is
only used for Lightmaps. Or, you can use thefirst UV set (UV for texturing), and let the GI system
calculate the according UVsfor Ligthmaps.
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Glaobal Illumination has an advanced algorithm that can extract the UV coordinates of your first UV set,
and automatically create UVsfor the Lightmaps. The better the layout of your unwrapped UV s for texture
mapping are, the better the Gl system can generate the Lightmaps based on this information. The most
efficient way isto create your own UVsfor Lightmaps. Here, it isimportant to have your UV layout in the
range from O to 1. Also, al UVsfor Lightmaps must be unique and non-overlapping, otherwise Gl cannot
compute al Lightmaps. In general, the layout of the UVsfor Lightmaps look different than the layout of
UVsfor texture mapping. There are several tutorials available online concerning how to create UVsfor
Lightmaps.

The following is an example of correct UV Layout for Lightmaps. In the image below, you see the UV
layout of the second UV channel, which is used for lightmaps only.

Precomputed Lightmaps do not use any memory on your GPU, so the texture memory of Viz is not
reduced when having Lightmaps computed. The Lightmaps are not visible on your objects/geometriesin
the scene tree, as they are applied to the rendering pipeline in the render window.
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Global Illumination settings

.Scene E—ettmgs-.

Global 1llumination
Render Mode

Shaw probes

Strength

Mesh Classification 5 Ligh p Threshold

Contributing Probe Mesh Size

System Generation Grid Cell Size 100.0 gr

Lightmap Pixelsize 500 [ erobe volume Resolution

[ Precompute

| Map Size [POUHORENEEN  Factor 111.0

Ambient Occlusion
Quality 9 ;F Trace Distance 100.0

Global Illumination
Available settings: Acti ve /Il nacti ve.

This function enables or disables Global Illumination for your scene. For the final result, Lightmaps must
be precomputed. If no Lightmaps are precomputed, it will enable ageneral pixel shading for your scene.

Lightmaps are stored inside the Viz Graphics Hub. When saving as a new scene (Save as), the Lightmaps
is precomputed again as theyare stored and linked to the UUID of your scene. If you have already
calculated the Lightmaps, switching between Act i ve and | nact i ve loads or unloads them. Thetime
required to load and unload lightmaps depends on the size of your scene and Lightmaps. While loading
the scene, the lightmaps are copied from the Graphic Hub to alocal folder, for faster loading times. When
the scene is open, the lightmaps files can be found in the Windows temporary folder:

The folder name the Lightmaps are stored in corresponds to the UUID of the scene they belong to.

Render Mode

Avai |l abl e settings: Normal Mdde/lIndirect light /Direct Light/CQutput
Pi xel size/WV |ightmap debug/AO debug/UV AO debug/Charts debug

These are different visual modes for debugging the different render passes. the Ambient Occlusion render
pass, the Indirect Light render pass, and the Direct Light render pass. Y ou can also debug the Pixel Size,
which controls the quality of the Lightmaps, or view the UVsfor the Lightmaps, Ambient Occlusion, or
the UV Charts. Nor mal Mbde presents all maps together as afina result.
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Render Mode Examplesfor Global Illumination

Render Mode Visual Example

Global Illumination Normal
mode

This view represents the final
output,

with direct light, indirect light
and ambient occlusion.

Global Illumination I ndirect
Light

Thisview is represents the
direct light (Global
[llumination) only.

Global Illumination Ambient
Occlusion

Thisview is represents baked
Ambient Occlusion map only.

Global Illumination Direct
Light
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Render Mode Visual Example

Thisview is represents direct
light only.

Debug modesfor Global Illumination

Debug Mode Visual Example

Global Illumination Pixel
Size

This view shows the output of
the Lightmapsin pixel size.

Global Illumination UV
Lightmap debug mode

This view shows the lightmap

UV'sonly. ; |

L/ JF I 1 1 01 % % % %
—

im I

L
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Global Illumination UV AO
debug

This view shows the ambient
occlusion UV's only.

wd

Global Illumination Charts
debug

This view shows the individual
UV charts.

Show Probes
Enable or disable debug view for the light probesinside your set. The light probes provides you with a
visual representation of how light is distributed within your scene. The Size parameter adjusts the size of
the light probesin the viewport, but does not influence computation of the Lightmaps or light probes
themselves.

Be aware that not every object can be lit by lightmaps, due to the complexity of the UV's. This applies
especially to organic shapes, for example, a statue. Objects that cannot be lit by lightmaps will be probe-
lit.
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Mesh Classification

Thisis the most important setting of Global IIlumination. Mesh classification automatically classifies
meshes for Lightmaps and light probes, and creates the necessary UVs for them. If Mesh Classification is
turned O f , only the UV s from the second UV channel is used to generate the Lightmaps. If you set it to
Aut o, Mesh Classification generates the UV s for the lightmaps from your first UV set of your geometries
/meshes. The computation of Global Illumination is faster when asecond UV set isavailable, as analysis
of the geometries and generation of additional UVsis not required.

Mesh Classification can be adjusted with the following parameters:

® Auto UV Strength: This controls how aggressively the Auto UV process flattens the meshes onto
planes. Lower values lead to better UV s with less overlap. Thus, more meshes are classified as
lightmap-lit, at the expense of larger UV space requirement. Higher values result in worse UV's, with
more meshes classified as probe lit, and lower UV space usage.

® Lightmap Threshold: This controls the threshold where Auto UV s are considered bad enough that a
mesh should be probe-lit instead of lightmap-lit. Lower valuesincrease the number of meshes probe-
lit, and higher values increase the number of meshes that are lightmap-lit.

® Contributing Probe Mesh Size: This controls how big a probe-lit mesh and it's surroundings have
to be, before it comes a Contributing Probe.

System Generation
Grid Cell Size: The sceneis split up into systems of cubical cells of this dimension in World units.

Precompute

Lightmap Pixel Size: This defines the Output pixel size for lightmaps. If the pixel sizeis set too low,
depending on your scene complexity, you will not be able to generate all Lightmaps. Thisis because there
isonly acertain amount of memory available for al Lightmaps.

Using asmaller pixel size value will increase quality, and will cause an error message when the maximum
amount of pixelsis exceeded. When adjusting the pixel size, make sure you are working with real world
coordinates and transformations/scaling on your meshes/scene.

For agood start with low computation time, set the pixel sizeto 50 onal x 1 meter cube (two pixels
in one cube).

The following two examples shows the difference when using alightmap pixel size of 50, and apixel size
of 10. Lower pixel sizesincrease quality, but also increases computation time.

Example 1:

In this example thereis visible noise in Normal Mode, and also in the I ndirect Light render pass.
The pixel size used in this sceneis 50.
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Example 2:

In this example there is no visible noise. The pixel size used in this sceneis 10.
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Probe Volume Resolution: This defines the number of probe samplesin the scenein x-, y- and z axis.
When activating the Show Praobes feature you can see the amount of probesin your scene. When chanhing
the amount of probes you need to recompute the Lightmaps again to see the changes.

Precompute: Pressing the Precompute button to generate all lightmaps. An overlay window appears,
showing you detailed debug info. The first overlay window displays the scene analysis procedure. When
thistask is done, a second overlay window appears, displaying the baking procedures.

Asindividual objects cannot be computed on their own, precompute always recal cul ates the whole scene.
If you have wrong UV's, or any other issues, for example with the pixel size, awindow with error
messages will appear. Y ou can read the detailed error messages and computation information in the log-
file. The error messages are available in the scene info menu, which turnsred in the case of any
computation issues.

Precompute Computation Examples
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1: The Geo Precompute
Monitor during scene analysis
and UV preparation.
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Detuggngl |[]

Parsing per-instance material overrides
Validating Geomstry Files
Validating file: C:

353 ¢  Autoliy
53, ec05 330454418 703836200 126745 Autoli.geom with directory C:\Users\naf\AppDta\Local\Temp\vizrt
Avtaly

Validating file: C.

Aol
\_52_4026b70c#dc6ds4109036820e5637903 Autoli.gaom ith directory C:\Users\naf\AppData\Local\Temp\vizrt
5 Avtoly

Validating file: C.

3 Aol
\_51_07ce113944d479393¢h526048038b00_Autol.geom Lith directory C:\Usens\haf\AppData\Local\Temphviznt
51  Autolly

Validating file: C.

X ) Autolv
\_50_ce301700032041£cB3597c0bF26e¢300_Autoli.geon ulth directory C:\Usens\haf\AppData\Local\TempAviznt
50 _Autolly

Validating file:

x  Autolv
\_£9_39990322055041936450270421140_Autoli.geon wlth directory C:\Users\haf\AppData\Local\Temp\vizrt
45 _Autolly

Valldating file:

46 S Autolv
\_£8_7987b9c294747758306862541766_Autoli.geon with directory C:\Users\haf\AppData\Local\Temp\vizrt
4.7 _Autolly

Validating file:
37

S Autolv

4: The log-file with computation information and error messages.
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2: The Geo Precompute
Monitor during the lightmap
baking process.
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5. The sceneinfo error log. A red icon indicates that errors occurred
during computation.
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3: A pop-up window when
errors occurred during
computation.

6. Error messages in the scene info error log.
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This example shows some geometries with non-conforming UVs
preventing a successful AO bake.

Ambient Occlusion (AO)

Bake AO: When active, every bake process (precomputation) also recal culates the AO maps. When Bake
AOQ isoff, only the indirect light maps are calculated when you press the Precompute button. Enable
Bake AO only to recalculate the AO maps only. Thisis useful when you only to play with the AO without
adjusting your Global |llumination parameters, as it reduces the computation time by only calculating the
AO maps. For best results, always run afull computation process, as the GI and AO maps will not work
properly together if computed with differences. This can happen if you change or delete objectsin the
scene.

Map Size: Specify the size of your AO maps for the scene, ranging from 512 pixelsup to 16K. The
default settingis 512 pixels.

Quality: Here, you can increase or decrease the quality of your AO maps. Increasing quality will also
increase calculation time. The quality setting has arange from 4 to 17. The default setting is 8.

Factor: Change the factor to influence the strength/blending of the ambient occlusion. Y ou can change
the factor at any time without recomputing the meshes/scene.

Trace Distance: This parameter sets the distance where a point shall be considered occluded. When you
change this value, you cannot see the resultsin real time, as you must recompute the AO maps for the
changes to take effect. Usually, the double value of the Lightmaps pixel sizeis used here; if your lightmap
pixel sizeis set to 50, you should have avalue of 100 in the Ambient Occlusion Trace Distance field.
Since this comes down to the individual designer's style, use any value you like here. The following
images show some examples:
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Trace Distance: 100 Tracedistance: 50 Trace Distance: 10

Finally, you can now play with the Radiosity setting in the Light Editor:

The input controls for Global [llumination are only visible in scenes where Global [Ilumination is set to
Active.

Creating a Scene with Global Illumination

First, you need to import a geometry or scene with proper UVs and normals. This can be either just one
UV set with unwrapped UV coordinates to be able to do a proper texture mapping and extract the
lightmaps from this UV set. You can also import an . f bx-file containing the second UV set, with a
layout for lightmaps created in your preferred 3D application. On your imported geometries make sure the
normal orientation is facing outwards, flipping the normals with the Expert plugin will lead to wrong
computation results. Do not forget to turn Auto Mesh Classification on or off, depending on your
existing UV sets.
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Next, if your sceneis not already modeled or imported with the proper size, you need to set up the red
world size of your scene before you do the baking. Then place some lights in your scene. After this, adjust
all the parameters described above and run atest bake, to see if you get any error messages concerning
UVsor baking. If your render passes |ook good from the debug views, no error messages appeared, or at
least no visual errors are visible, you can start working on the detailed light setup.

All the light setups, color, type, transformation, can be done at any time now, without a need to recompute
the whole scene. Thisis the benefit of working with lightmaps. It is very important to increase the
radiosity setting of the lights that light up the whole scenery, using the Light Editor. Be aware that
Lightmaps are static maps that react in real time to the Gl parameters. They are not dynamically calculated
with animations. When you have an object, like the Cornell box example above, and animate the rotation
of one of the cubes inside the Cornell box, you will see wrong colors reflected during the rotation. Thisis
because the lightmaps are statically projected onto geometries. When rotating the middle cube of the
Cornell Box example, which is receiving a green color from the green wall next to it, it will not turn red
when rotating to the other side, because lightmaps are static. The same applies to Ambient Occlusion
maps. Whenever you want to animate an object, you should not compute the lightmaps or Ambient
Occlusion maps for it, as otherwise the result will not look correct. If an object is hiden in the Scene Tree
it will not be calculated with GlI.

After setting up al the parameters and running a successful precomputation process, switch to the
Indirect Light debug view from the Global Illumination pane, to see how the radiosity intensity of the
light affect your scene. Experiment with different lights and radiosity settings to get your desired result.
During this process, you should switch between the debug view for Indirect Light and Normal Mode, to
see how much Gl affectsin your scene. Now, you can start refining your scene with adding Substance
Shadersto your scene to increase realism. Compared to using regular plain textures, substance's light
reflection is aiming a physical correct behaviour depending on the shader properties. Thisis something a
regular texture will not do.

If you want to work with plain textures only, thisis possible. Be aware that no other material and effect
shaders than Substance Shaders are supported in combination with Global [Ilumination.

To get your light color correctly spread into your scene, you need to apply amaterial to every geometry
and use the eye dropper tool of the material editor to get the correct color from the texture or shader used
on the selected geometry. Otherwise, radiosity cannot blend the surface color into the set, sinceit is not
possible to extract the color directly from textures or shaders. Applying a material with color will not
influence your Substance Shader, as this material color will only be used for the color bleeding of the
radiosity.

Limitations
Glaobal lllumination is built to work in conjunction with Physically Based Rendering (PBR) materials, to
get the most realistic results. In general, it is common to use Global Illumination in conjunction with
Substance shaders. Substance shaders are the only available PBR shaders for Viz Artist. Therefore, any
other material shader, such as RTT and others, will not work with Global IIlumination. When using a
feature which is not supported by Global Illumination, you will get an error message in the scene info.
Error messages in the scene info are indicated by ared info icon.
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Thefollowing list are examples of features and/or plug-ins that are not supported in combination with
Global IHlumination:

RTT Shaders, Softmask-, Framemask-, ImageMask-, Fluid Effect-, Water Shader Plugin, Drop Shadow-,
Emboss Plugin, Anisotropic Light Plugin, Cartoon Shader, Gooch Shader, Lighting Shader, Normal Map
Plugin

Filter Blend-, Filter Blur-, Filter Color Balnce-, Filter Radial Blur-, Filter Sepia-, Filter Sharpening
Plugin, HDT Plugin, €tc....

6.2.9 Screen Space Ambient Occlusion

Screen space ambient occlusion ( SSAQ ) is a computer graphics technique for efficiently approximating

the ambient occlusion effect in real time. S SAO ismainly used for virtual sets, and for augmented reality
objects and scenes. In regular broadcast graphics, for example alower third, SSAO is hard to notice. This
is because the details in these types of graphics are too small for the effect to be visible.

To activate SSAO for your scene, or adjust the settings, open Scene Settings and select the Screen Space
AOQ tab. SSAO is applied to the final rendering image. This means that when SSAQ is active, al objectsin
your scene are rendered with SSAO.

Adjusting the settings may impact performance, depending on the parameters changed: Increasing the
Samples and Sample Range values will increase the load on the system GPU for SSAO computation,
while improving the result. Changesto the Limit, Factor, Tolerance and Range settings affect the visual
look of the SSAO, without impact on performance. Limit, Factor, Tolerance and Range influence the
SSAO grayscale.

Container | Camera | Light | Scene Settings

100.0
Factor i
Taolerance 0.0

Range 0.0

To see the result in your Render view, press the PP button to activate the Post Processing effects. If you

are loading scenesinto Viz Engine via an external control application, the SSAO will be visible both on

the final output and the VGA preview.

Tip: To get the best result with SSAO, decrease the Far value for Camera Clipping Planevalueto
the maximum depth of your scene. By default, Camera Clipping Plane far is set to 20000. O .
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The following examples show the difference between scenes rendered with and without SSAO. SSAO
gives the object amore redistic look. By changing the parameters of the settings, you can control the
quality, detail and render performance of the SSAO. The objects in the examples provided below have the
same light setting, and cast no shadows. The only difference is the Screen Space Ambient Occlusion .

Without SSAO With SSAO Active

= A
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Untextured Virtual Set Untextured Virtual Set with SSAO Active
without SSAO

CEEEEL H

6.2.10 Virtual Studio Panel
The Virtual Set panel isonly availableif the Virtual Set option isinstalled. This panel makesit possible to
set up and save configurations for virtual sets.

For information about the parameters, see the Viz Virtual Studio User Guide.

Studio to Virtual

Mame

Scenel

Lol H:
ENE N

LR I L |

Scene3

Scened
Rotation ¥

g3 Q33303

1

Scenes

[ T S

Sceneb

Hold-out Matte

Draw cycfco-cyc ﬂ co-cyc Both
Display mode Key Onlhy key + RGE Filled
Send Sample Geometry

Center Shift C ru"

Head Up Display w Chroma Keyer

® Studioto Virtual: Set the cameraview offset in the selected Scene
® Virtual Blue Screen: Check and view settings:
* Hold-out Matte: If set to On chromakeying and color correction only happensin the cyc area,
assetinViz Virtua Studio. The trash matteis not applied
® Draw cyc/co-cyc: Select the Trash Matte
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® Display Mode: Set the Trash Matte visibility
® Send Sample Geometry: Send sample cyc/co-cyc geometry to the Viz Engine
® Center Shift Cross: Show or hide the Center Shift Cross in the Scene Editor
® Head Up Display: Set to Off (no head up display), or show either the Camera parameters or the
Chroma Keyer head up display, in the Scene Editor

6.2.11 Viz Libero and Viz Arena Render Sequences

This section details the render sequences for the Viz Libero and Viz Arena (see Global Settings Panel).

|'Glnbal Sel'l:'rngs' Media Azset | Rendering | Plugin | Seript | Clipper | Hdr | virtual Studio

Render
Sequence

.KE';-' Render
Mode

This section contains the following topics:

® Viz Libero Render Sequence (When integrated with Viz Engine)
® Viz ArenaRender Sequence (Mechanical Based Tracking)
Viz Libero/Viz Arena Render Sequence (Image Based Tracking)
® Rendering Support for Dirty Video Feeds with Viz Arena

® To Add Image Masksfor Dirty Feedsfor Viz Arena

Viz Libero Render Sequence (When integrated with Viz Engine)

1. Back Layer: Not rendered, even if a Sceneis present.
2. Main Layer:

a Background image (live video) is rendered.

b. Containerswith the Key plug-in, with Combine with BG chroma key set to On and
Render Mode set to Add, are keyed with the background video. The final key of these
items results from the key information of the background video, provided by Viz Libero,
and the key information of the Container.

C. Containerswith standard keying are rendered with optiona lens distortion and linearly
keyed over.

3. Front Layer: Only containers with alinear key are rendered on top, without lens distortion.

Viz Arena Render Sequence (Mechanical Based Tracking)

1. Back Layer: The keying information for Containersin the Main Scene is created. Typically
objects with the Key plug-in on them are used for this:
a. Background image without apha and without lens distortion.
b. Containers which contain standard key information either as linear key or generated
through chroma keying.
2. Main Layer:
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a. Containers with the Key plug-in, with Depth information only set to On, are rendered.
Only the depth information is rendered and used to cutout "real" objects from chroma
keyed virtual objects.

b. Containerswith the Key plug-in, with Combine with BG chroma key set to On, are
rendered. Depth and chroma keying information are used to superimpose these
Containers.

c. Containerswith the Key plug-in, with Depth infor mation only set to On, are rendered.
The depth information is used for Containers which should be keyed linearly.

d. Containerswith alinear key are rendered with lens distortion and linearly keyed over.

3. Front Layer:

a. Background image isrendered. This only makes sense if the last visible layer for SDI
output is set to Main Layer. If thisis so, adifferent video source can be shown on the Viz
Engine preview to prepare the next item(s), which will go on air.

b. Containerswith alinear key are rendered with lens distortion and keyed over.

Viz Libero/Viz Arena Render Sequence (Image Based Tracking)

1. Back Layer: Nothing is rendered from the Back Layer Scene.
2. Main Layer:

a. Background images are rendered.

b. If aforeground image (Stencil Mask) is present, but not active, only the alphainformation
will be used to mask out parts of the containers in the Main Scene. Alphawill be rendered
without lens distortion.

c. Containerswith the Key plug-in, with Combine with BG chroma key set to On and
Render Mode set to Add, are keyed with the background video. Chroma keying
information is used to superimpose these Containers.

d. Containerswith alinear key are rendered with lens distortion and linearly keyed over.

3. Front Layer:
a Containerswith alinear key are rendered.

Rendering Support for Dirty Video Feedswith Viz Arena

A "dirty" video input signal is avideo containing graphical items such as logos, banners, clocks, etc., that
are overlaid on top of the video signal before being sent to the Viz Engine. To avoid disturbancesin the
viewing experience, Viz Engine has to render its graphical items "below" the preexisting overlays. If
supplied with a"dirty" video input signal, Viz Engine can suppress rendering of graphical items within
certain image regions. To do this, alphaimage masks need to be sent to Viz Engine, defining in which
regions of the image graphical items must be rendered, and in which rendering shall be suppressed.

In other words, areas with existing graphics from the broadcast need to be excluded to avoid rendering
new graphics on top of them. To achieve this, an alphaimage needs to be loaded as a foreground image in
the scene. The area with alpha information will then be excluded from rendering, working as an inverse
mask. Viz Engine then incorporates the currently activated image mask(s) for rendering of graphical
items. In image regions where the value of the image mask is below 255, the alpha of al rendered
graphicsis adjusted accordingly. Applying the image mask also works when the render scale is different
than 1. Independent of the currently selected render scale, the size of the image mask always refersto the
original video resolution.
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JMPORTANT. The foreground.image.needs 10 . be.set ta.inactive 1o. ensure.only. the key.is.applied. ..........

To Add Image Masksfor Dirty Feedsfor Viz Arena

1. Analphaimage must be created, with the exact width and height of the currently used resol ution.
For example, for 1080 resolutions, the size is 1920x1080 pixels. Asimages with alower
resolution will be stretched, possibly giving unexpected or unwanted results, make sure to always
create the alphaimage with the required resolution.

2. Load theimage with the al phainformation as a Foreground image in the scene. The areawith
alphainformation will be excluded from rendering.

3. Select Ar ena/ Li ber o asRender Sequencein the Global Settings Panel.

4. During scene design, the Foreground Image can be set to Act i ve, however, when the sceneis
completed and ready to be taken on air, the Foreground image must be setto | nact i ve to alow
only the key information to be applied.

This procedure works with both Fast Texture Mode and Normal Texture Mode, and requires
Arenal/Libero to be set as Render Sequence in the Global Settings Panel. Viz Arena can be used
to deactivate a currently activate image mask, transfer new image masks, or activate one of the
previously transferred image mask using the corresponding mask ID.

6.3 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 | eft 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:
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® Scene Editor Buttons
® | ayer Manager

® Snapshot

® Performance Bar

® Grid Tool-bar

6.3.1 Grid Tool-bar

The Grid tool-bar can be shown in the lower part of the Scene Editor. Grids are used to align containers. If
the Grid Editor is closed while agrid is still active, the Grid button will turn orange. Thisis especially
useful when the grid is active, but hidden in the Scene Editor using Show/Hide Grid. All grid settings are
saved with the scene; thus any such settings will be reloaded the next time the scene isloaded. The
different grid settings available are:

Plane Type: Shows which plane the grid should liein:

® Align X/Y: Alignsthe grid to the X/Y -plane.

® Align X/Z: Alignsthe grid to the X/Z-plane.

® Align Y/Z: Alignsthe grid to the Y/Z-plane.

®* FreeGrid: Makesit possible to use afree grid, aligned for example to an object.
® Off: Showsthat the grid is set to OFF.

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

-0
° Show/Hide Grid: Shows or hides the grid in the Scene Editor.
° @ Home: Setsthe grid back to its default position.

° @ 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 based on the Axis Center
defined for the object’ s container.

° E 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. Aslong
asthis option is switched on, the container will move only along the plane if you drag it around in
the Scene Editor.
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E Move Object to Plane: If you select a container and next click thisicon, the container will be
moved so its center is on the plane.

Size: Defines the raster size of the grid.

° ﬂ Change Color of Grid: Changes the color of the grid.
The three buttons, detailed below, are only availableif the grid type is set to Free Grid:
(]

° Picking On/Off: Alignsthe grid to the object. Enable picking and click the object to aign the
grid. The grid will be aligned to the vertex you click on.

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

w

- =
° Free Plane Value Editor: Switches the free plane value editor on and off. In this editor you
can adjust the grid’' s plane asiillustrated in the image of the Free Plane Editor options below:

X 0.0

Position Y

_ X
Rotation >

Adjusting the Position or Rotation in the Free Plane Editor will change the grid's own Position (x,
Yy, 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

® Layer Manager

® Working with the Scene Editor
® Time-line Editor

6.3.2 Layer Manager

All scenes are designed to run in the Main layer (2) by default, but can be played out in the Front (1) and
Back (3) layer aswell. The Layer Manager can be used to test combinations of Scenesin 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.
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Picking in the Scene Editor is done on the loaded layer. The Grid Tool-bar also works for the current
layer.

This section contains the following topics and procedure:

* Sef Layers

® Layer Manager Context Menu

® To Add Scenesto the Front or Back Layer

® 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).

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 astraffic
lights.
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-

Layer Manager Context Menu

Open stand_alone_scene

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 Panel.

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

1. Double-click the Scene to be edited.
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2. If another Scene in one of the three layers was modified, select an option from the message which
opens:

® Save: Save any changes made in the last selected Scene

® Keep Changes: Any changes made in the previously selected Scene will be kept, but not
saved

® Discard: Discard any changes made in the previously selected Scene and rel oad the Scene
when switching layers.

® Cancel: Cancel the operation

Scene
has changed and is not =saved.

See Also

® Scene Editor Buttons
® Working with the Scene Editor
® Time-line Editor

6.3.3 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 Sceneis rendering in.

This section a so contains information on the following topics and procedures:

® Performance Bar Properties
® To View the Performance Bar
® ToView al Performance Bar Indicators

Performance Bar Properties

® VER (Vertices): Showsthe number of vectorsin the scene.
® TET (AllocTexSize): Shows the total allocated size of Texture memory.
® TEC (TexSize): Showsthe size of the current in use Texture memory.
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Note: The actual drawing of Textures has an impact on the performance, more visible textures
cause more render time. If texture memory islow it is possible that Textures are not visible in the
Scene. The Texture memory usage is an indication for this.

® ANI (Animation): Shows how many microseconds all active directors and animation channels take.
Thisindicator islinked to the yellow bar.

® MAT (Matrix): Transforms each container in the scene into world coordinate space. Thisindicator
islinked to the cyan bar.

® Z&C (Z-Sort): Refersto Z-sort and Culling, and sorts all containers for correct transparency
drawing and determinesif containers are visible in the current cameraview. Thisindicator islinked
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 valueis to use afaster system. Thisindicator islinked to the red bar.

¢ REN (Rendering): Shows how many microsecondsit takes to render all objects on the screen. A
faster graphics card will improve thisvalue. Thisindicator is linked to the blue bar.

® PLU (plug-in): Indicates how much time in microseconds all active plug-ins spend in each render
cycle. Thisindicator is linked to the orange bar.

® SCR (Script): Shows the consumed time in microseconds from all active scripts. Thisindicator 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 isleft. If the maximum value
is reduced to below 50 or 60, the sceneis not rendering in real-time.

® Bluebar: Shows the number of frames used

® Green bar: Showsthe number of frames available
The Performance Bar refresh rate can be modified in User Interface (see Viz Configuration in the
Viz Engine Administrator Guide)

To View the Performance Bar

® Click _l in the Scene Editor.

To View al Performance Bar Indicators

e Middle-dlick L]
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See Also

® Scene Editor Buttons

® Snapshot

Grid Tool-bar

® Viz Artist Performance

6.3.4

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

Reset: Set the Viz Artist layout to default size
i d Camer a Selection: See Camera Selection

° ﬂ; Layer Manager: Show or hide the Layer Manager (see Layer Manager)
° E-HJ Snap: Takes a snapshat of the current content in the Scene Editor (see Snapshot )

° lﬂ Post-Processing: Enables rendering of advanced post-processing effects, such as Depth of
Field or Lens Distortion, in the scene editor window. Under normal operation, these effects are only
rendered in On Air Mode
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° lﬂj Key Preview: Activates the preview of the key signal

° lii 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

° li Events. Enables the handling of interactive script/plug-in events. Interactive scripts and plug-
ins are those related to mouse or keyboard actions

o L Title Area: Showsthetitle area as the outline of alight blue rectangle in the Scene Editor

o Ll Kkey: Showswhat the key output will look like

° u Wire Frame M ode: Renders the scene in wire frame mode

o [0 Bounding Box: Enables the bounding box visualization for the selected Container
° ld Performance Bar: Shows the Performance Bar

° lﬁrﬂ‘ Grid: Opensthe Grid Tool-bar

See Also

® Layer Manager
® Snapshot
Performance Bar
Grid Tool-bar

6.3.5 Snapshot

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

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

|

920 —
Height 1080 ;r !
Format m
[ ok |cancel

This section aso contains information on the following procedure:
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® To Take a Snapshot
To Take a Snapshot

1. Snapshot RGB or RGBA:

® RGB: Click the Snap button

® RGBA: Press Shift (or Alt) and click the Snap button.
2. Inthe Snapshot dialog box that shows, enter the name, size, and for mat for the image.
3. Click Ok to save the image to the database.

Note: To save theimage in another folder/project: first select the destination you want to use, then
click the Snap button again.

Taking snapshot from arunning video is allowed.

The procedure above is interactive. If required, you can alternatively instruct Viz to take a snapshot using
the commands below. The examples below, calling renderer directly, assumes the Engineisin On-Air
mode:

RENDERER* VI DEC* SNAPSHOT CREATE file:///c:/imges/ snapshot. png
RENDERER* VI DEC* SNAPSHOT CREATE vi zgh: /// ny/ i mages/ snapshot
RENDERER* VI DEO* SNAPSHOT CREATE vi zgh:///{159FC7E7- B724- 4CC3-
B474B7EE46CDA043} / snapshot

¢ Example 1 writesa PNG image to disk. The PNG file format is particularly useful when working
with RGBA images or 4-channel datain general.

® Example 2 saves the snapshot to the graphics-hub (GH) using a path.

® Example 3 saves the snapshot to the GH using a GH Id (unique identifier).

See Also

® Scene Editor Buttons
® Performance Bar
® Grid Tool-bar

6.4 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.
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This section contains information of the following topics:

® Scene Editor Functions
® Scene Editor Context Menu

6.4.1 Scene Editor Functions

This section contains information of the following topics:

® To Select/Deselect an Object

® To Copy an Object

® To Movean Object

® To Movean Object onitsZ Axis

® Multiple Objects Selected

® To Select Multiple Objects

® To Deselect Multiple Objects

® To Add Propertiesto Multi Selected Objects

® To Move Multi Selected Objects

® To Move Multi Selected Objectson Their Z Axis

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).
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® 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

SRS ) TS =0 W Y P pson Y

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.
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3. Release the left button
To Move an Object onits Z Axis

1. Left-click on an object, to select that object.
2. Keep the left button pressed and press the right button. Hold both buttons down.
3. Movethe 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 al selected objects. When Loca 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, asrequired, or
2. Click in an empty space in the Scene Editor and drag around the required objects to select.

To Deselect Multiple Objects

1. Pressthe SPACE bar, or
2. Click in an empty space on the Scene Editor.
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To Add Properties to Multi Selected Objects

T N T P i E T O

1. Multi select the required objects.

2. From the Server Panel select the required item.
3. Drag the item to one of the selected objects.

4. All selected objects will take on the property.

To Move Multi Selected Objects

1. Select the required objects.

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

3. Releasetheleft button.
To Move Multi Selected Objects on Their Z Axis

1. Select therequired objects.
2. Left-click on one of the multi selected objects.
3. Keep theleft button pressed and press the right button. Hold both buttons down.
4. Move the mouse to the l€eft or right to move selected objectsin its Z axis.
6.4.2 Scene Editor Context Menu

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

properties  animation

hide

® Position: Switchesinto the position mode.
® Rotation: Switchesinto the rotation mode.
® Scale: Switchesinto scale mode.
® Center: Switchesinto center editing mode.
® Space: Switches between coordinate systems:
® Parent/Group: Refersto changesthat can be made to the Container or Containersin its Parent
or Group coordinate system.
® | ocal: Refersto changes that can be made to the container in itslocal coordinate system.
® World: Refersto changes that can be made to containersin their world 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. When Local and World is selected a bounding
box for each selected object will show.

® Properties (only applicableif a Container is selected):
® Hide/Show: Hide or show the Container in the Scene Editor.
® | ock/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.
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® Normal vectors: Toggle the display of the normal vectors at the bottom of the properties you
will find alist of al 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.

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 Scalean Object

® To Movethe 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. Releaseto select.

To Change an Object’s Position

1. Select an object.
2. Right-click the object and select position from the context menu.
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3. Grab and drag ahandle.
The container will follow the movement aong the axes shown in the selected cameraview.
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.
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To Scale an Object

1. Right-click to open the context menu
2. Select scale.
3. Drag the handles to scale the object.
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To Move the Axis Center of an Object

1. Right-click to open the context menu

2. Select center.
Thiswill 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

¢ Layer Manager
®* Time-line Editor

6.5 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.
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In principle, each of the three views has the same functionality, and lets you do the same operations on
objects asis possible in the Scene Editor.
Aswell 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).

® Zoom: Hold down Z (zoom in) or X (zoom out) and draw a rectangle with the |eft button pressed, or
position the cursor over apanel and pressthe Z or X keys multiple timesto zoomin or out in a
stationary position.
In the six predefined orthogonal views, the currently selected camera, and in addition al cameras
that have been given the status Vis or inf, will show as symbols.

Click on acamerain 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

® Light Editor
® Cameras
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7 Media Assets

Use Media Assets to add input sources to scenes as video clips, live video, video stream, graphics
channels, image channels or as super channels.

This section describes the workflow and each type of Media Asset, and details Media Asset requirements
and considerations for video playback, which includes video clips, live video feeds and live feeds through
video streaming.

Also detailed are the required and supported video codecs.

Server !7‘]' Views Tree Stage Server/Stage | +Tree/Stage
<

Medi

ugins | Container Plugins | Shader | Scene Plugins | Media Assets

T
e

W Super Channel

Y (0o a8 198 13 149 159 168 w78

-

a

ISY OF LB 141 12 163

The Media Assets are located in the Built Ins panel (see Main Menu), and are organized in folders
corresponding to the 2017-08-31_14-49-03_.Media Asset Channel Types vpwi. Y ou can view all

available media assets by selecting the ALL folder.
This section contains the following topics:

® Media Asset Manager

® Media Asset Workflow

® MediaAsset Channel Types

® Playback of Media Assets

® Video Clips

® Keying Mode

® Seamless Input Channel Switcher

® Supported Codecs

® Advanced Issues with Video Codecs
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7.1 Media Asset Manager

The Media Asset Manager is used to add and manipulate Media Assets. Media Assets can easily be added
to ascene as either DVE or Texture (1) asset types, depending on the scene’ s requirements. The asset type
can a'so be changed through the Manager interface, from DVE to Texture or vice versa. The Media Assets
panel also provides an overview of the different media assets in the scene. The media assets can be
renamed within the scene according to your preferred naming convention, ideal for consistent
identification.

The Media Manager lets you set the rendering priority of Media Assets, by the way they are ordered. To
change an asset's priority, drag it to a higher or lower position. The asset with the highest Order valueis
rendered on top, with declining Order values below it.

Server/Stage | +Tree/Stage
Folders

7 Channel

" super Channel

] @ _ &rdnD & a

e e al
28 |S¥ 148 5% (6% w78 i8Y

Il

IOF 1O 161 162 1k

Save |Save As| Close [NewScene

Tip: Hover the mouse pointer over any Clip, Live or Stream channel asset in the Media Asset
Manager to display atool-tip with the resolution for that asset. If the channel issettoi nacti ve in
the configuration, the tool-top displays INACTIVE.

This section contains the following topics:

® MediaAsset Overview

® MediaAssets Added asDVE

® MediaAssets Added as Texture

® To Create aName for aMedia Asset
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7.1.1 Media Asset Overview

Use the Media Asset Overview to manage and access al the different types of media assets in use within
your current scene. The Media Asset Overview shows if amediaasset isin use in other scenes. When
multiple scenes use the same media asset, the Media Asset Overview provides access to these scenes from
within your current scene. Thisway, you can change properties of a media asset or scene that you load
within the scene you are working on, without closing the current scene. The Media Asset Overview is not
for container or hierarchy manipulation, it presents the media assets in your scene, and lets you to load
these scenes. Switch back to the scene tree/hierarchy view by clicking the Tr ee button.
‘Tip: The Media Asset Overview window does not highlight containerswhen they are selected.
Double click on achild node to load the respective scene.
In the following example, a main scene containing a lower third uses multiple media assets. Within this
main scene, we use media assets to load two other scenes: One with alooping clip, the other with a
looping logo.

1. Click Overview to open the Media Asset Overview. Notice how the scene tree display changes,
and provides an overview of which scenes are loaded. Here, the scene is using one clip channel
and two GFX Channels. The child nodes of the GFX Channels shows the scene loaded in the

respective GFX Channel:
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2. Double click the child node of one of the GFX Channels to open the scenein the GFX Channel. A
dialog lets you save the changes or close the scene without saving. The Overview button turns
orange to indicate that you have loaded a different scene for manipulation.

3. Thisupdatesthe Tree view of the scene, which now shows the scene tree of the scene inside the
GFX Channel. However, the preview window still contains the main scene. This providesa
convenient way to edit the content of different media assets, without closing the main scene.
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4. Going back to the Media Assets Overview, notice that the child node of the GFX Channel is
orange. Thisindicates that thisisthe scenein your Tree view. Now, you can edit the contents of

this scene through the Tree view, without closing the main
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5. Return to the main scene again by double clicking the root container (here:

Lower_third_MA_Channels) at the top of the Media Assets Overview. This opens the main
sceneinthe Treeview.
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7.1.2 Media Assets Added as DVE
For detailed information see Media Asset Workflow.

Media Assets

Background

Clip1l

Foreground

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

® Rename: When a Scene contains multiple Media Assets, create a name for each Media Asset to
make it easier to identify Media Assets.

® Setto Texture: Set the Media Asset to Texture.

® Toggle Active/l nactive: Set the Media Asset to Active or I nactive:

Azcet Mame

J EROUND BACKGROUND Background

I = FOREGROUMND

7.1.3 Media Assets Added as Texture
For detailed information see Media Asset Workflow.
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Media Assets

Order

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

® Rename: When a Scene contains multiple Media Assets, create a name for each Media Asset to
make it easier to identify Media Assets.

® Setto DVE: Set the Media Asset to DVE.

® Toggle Active/l nactive: Set the Media Asset to Active or Inactive.

® Jump to Container: If the Media Asset has been added to a container, this switchesto Tree View
and selects the container holding the asset.

Set to DVE
Toggle Active/Inactive

Jump to Container

7.1.4 To Create aName for a Media Asset

1. Inthe Media Asset Manager, either select the Media Asset and press F2, or right-click the asset
and select Rename.

Set to DVE

Toggle Active/Inactive

Jump to Container
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2. Enter the desired name for the Media Asset, and press Ent er or click away from the asset to
store the new name.

7.2 Media Asset Workflow
Media Assets can be added to a Scene as DVE or Texture through the M edia Assets manager.

Media Assets

MACKGROUND Background 1

CLIP1 Clip1

FOREGROUND Foreground

This section contains the following topics:

® MediaAssetsasDVE
® Media Assets as Texture
® Media Assets as a Background or Foreground

7.2.1 MediaAssetsas DVE

Important: Hardware surfacesin Viz Engine, such asa Live Video Media Asset or Clip Channel
Media Asset, are rendered with the video hardware. Software based DVEs, such as Image Channels
and GFX Channels, are rendered with the Graphics card, and then composited on the video hardware
as one surface. The software renderer ensures the correct ordering within this surface, but asthereis
only one final surface, multiple hardware-based surfaces and software-based surfaces cannot be
blended interchangeably.

As DVEs are composited on the video hardware, the graphics can be placed either in the front or in the
back of the DVE layer. The main layer in Viz Artist defines this behavior. If the same sceneis set into the
background layer, this means the DVE effect is aways drawn in the back of graphics.
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To add aMedia Asset as DVE it must be placed into the Media Asset Manager in the Scene Tree panel.

Tip: If aSceneisdragged to the Media Asset Manager, a GFX Channel Media Asset is automatically
added as DVE.

This section contains the following topics:

® ToAddaMediaAsset asDVE
® To Set aDVE Media Asset to Texture
® Order DVE Media Assets

To Add aMediaAsset asDVE

® Right click onaMedia Asset, and select Add <M edia Asset> asDVE.
® The DVE button in the Media Asset manager is automatically selected
® The selected Media Asset is added to the DVE view

Add CLIP1 as Texture
Add CLIP1 as DVE

Delete from Fawvorites

Or:

® With DVE view selected, drag the Media Asset to the DVE panel
® The selected Media Asset is added to the DVE view

Tip: A Media Asset can be set to active or inactive. Toggle the active/inactive button (1) or
use the Media Asset context menu. If Media Assets are multi selected use the context menu
to set active or inactive (2).

I CLIP1 I .
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To Set aDVE Media Asset to Texture

At any time, right click on the Media Asset to set it to Texture. The selected Media Asset will then be set
as atexture and will show the in the Media Asset Manager Texture panel.

Aszet Mame

BACKGROUND Background

FOREGROUND

Togale ActivefInactive

Order DVE Media Assets
Each Media Asset, added as DVE, can be sorted in arender order, as required.

Note: If the Video Input Layer Targetsand Priority settings are made Activein Scene Default
Values, each active Media Asset will be added to either the DVE or Texture section of the Media
Asset Manager. They will be set in order of priority as set in Scene Default Values (see Viz
Configuration in the Viz Engine Administrator Guide).

The Background and Foreground Media Assets are, by default, added as DVE layers. The Background
Media Asset is always the first Media Asset to be rendered. The Foreground Media Asset can be ordered

the same as other Media Assets.

To sort arender order, drag a Media Asset to a new position.
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MName

Rarkground
e |

Name

BACKGROUND Background

CLIP1 Clip1

CLIP2 Clip3

CLIPZ Clip2

FOREGROUND

The order of each DVE Media Asset determine the order each Media Asset isrendered. Thefirst Media
Asset in thelist isrendered first, the second is rendered next, and so on. See the image below:
Example 1: the Clip order is 1, 2 and 3. So Clip 1isrendered first and Clip 3 isrendered last

Example 2: the Clip order is 3, 2 and 1. So Clip 3 isrendered first and Clip 1 is rendered last.

7.2.2 Media Assets as Texture

To add aMedia Asset as a Texture it must be placed into the Media Asset Manager in the Scene Tree.

283



-Ttp:-1f & Scenets dragged to- the-Media Asset Manager a GFX- Channel-M edia A sset is acttornati calty: -+
added as a Texture.

Media Assets

This section contains the following topics:

® ToAdd aMediaAsset as Texture

® To Set aTexture Mediato DVE

To View the Media Asset Container
® Order Texture Media Assets

To Add aMedia Asset as Texture

® Right click on aMedia Asset, and select Add <M edia Asset> as Texture:
® The Texture button in the Media Asset manager is automatically selected
®* The selected Media Asset is added to the Scene Tree and anew Container is created (click Tree

Add CLIP1 as Texture
Add CLIP1 as DVE k

Show settings of CLIP1

Add as Favorite
Crelete from Fawvorites

Or:

® Dragthe Media Asset to a Container or the Scene Tree:
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® |f aMediaAsset isdragged to a Container in the Scene Tree, or it is dragged to the Scene Tree
(which creates a Container), then the Media Asset is automatically created as a Media Asset
Texture
Or:

® Dragthe Media Asset to the Media Asset Manager:
® With Texture selected in the Media Asset Manager, drag the Media Asset to the Texture panel
® |f aMediaAsset isdragged directly to the Media Asset Manager, a Container is not created
automatically. To use the Media Asset in a Scene make sure that the same Media Asset is added
to a Container in the Scene Tree
Or:

¢ Drag aMedia Asset to the Background or Foreground drop zone in Global Settings.
® |f aMediaAsset isdragged to the Background or Foreground drop zonesit is applied in the
Scene as afull screen texture

Tip: A Media Asset can be set to active or inactive. Toggle the active/inactive button (1) or
use the Media Asset context menu. If Media Assets are multi selected, use the context
menu to set active or inactive (2).

BACKGROUND

I TWIED
Set to Texture
Toggle Active/Inactive

To Set aTexture Mediato DVE

At any time, right click on the Media Asset to set it to DVE. The selected Media Asset will then be set to
DVE and will show the Media Asset Manager DVE panel.
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To View the Media Asset Container

At any time, right click on the Media Asset and select Jump to Container to view thefirst Container in
the Scene Tree, which holds the selected Media Asset (if a Container was created for the Media Asset).

Toggle Active/Inactive

Jump to Container

Order Texture Media Assets
Each Media Asset, added as Texture, will be ordered only by its addition to a Container in the Scene Tree.

If the Video Input Layer Targetsand Priority settings are made active in the Scene Default Values,
each active Media Asset will be added either the DVE or Texture view of the Scene Tree. Set in order of
priority as set in Scene Default Values (see Viz Configuration in the Viz Engine Administrator Guide).

A Texture added to the Texture view is not added to a Container. To use a Media Asset as a Texture it
must be also added to a container as well.

See Also

® Video Clips
® Media Asset Manager

7.2.3 Media Assets as a Background or Foreground

This section details how to add a Media Asset as a background or foreground in a Scene. A Scene can be
shown through a Foreground Media Assets with alpha.

To Add aMedia Asset as a Background or Foreground

1. Click Scene Settings -> Global Settings.
2. Drag aMedia Asset to the Background or Foreground drop zone.
® TheMediaAsset is added to the Media Asset Manager as a Texture
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3. Click onthe Media Asset in the Media Asset Manager.

4. Inthe Media Asset properties panel configure the Media Asset as required.

7.3 Media Asset Channel Types
The following media asset channel types are available:
® Channel Folder Media Assets
® Clip Channel Media Asset
® Container Folder Media Assets
® GFX Channels
® |mage Channels
® |iveVideo Media Asset

® Stream Media Asset
® Super Channels

7.3.1 Channel Folder Media Assets
The following Media Assets are located in the Channel folder of the Built Ins panel:

¢ Background and Foreground Media Assets

Background and Foreground Media Assets

i

The Background and Foreground Media Assets represent the rendered background and foreground
graphics on the DVE Compositor.

Note: By default a Background and Foreground Media Asset is applied to each new Scene.
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The Foreground Media Asset can be ordered as required, but the Background Media Asset is always the
first in the render order.

Both the Background and Foreground Media Assets can be deleted. If they have been deleted, drag the

Background and, or the Foreground Media Asset icon, from the Server Panel, to the Media Asset

manager, if required.

"Note: Only one Background and one Foreground Media Asset can be used in the DVE MediaAsset
Manager at atime.

Clip Channels represent clip players. The clip players are either hardware bound native players (Matrox)
or aDirectShow based software player. Clips can be used either as DVE or Texture effect.
With the Clip Channel Media Asset it is possible to play images as DVE or Textur e with the Matrox clip
player. Supported image containers are jpg and png. The images have to be available on a physical disk
for this feature to work. One advantage of an image played as aclip, is that the same features available for
avideo clip can be used on the image.

7.3.3 Container Folder Media Assets

The following Media Assets are located in the Container folder of the Built Ins panel:

Folders

™ oaLL

=
Channel

® Dynamic Scene Media Asset
® Dynamic Texture Media Asset
® Viewport Tile Media Asset
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Dynamic Scene Media Asset

The Dynamic SceneisaMedia Asset that is able to render a different scene, local scene or parts of alocal
scene into a texture and show the texture in the current scene being rendered.

Showing a different scene as‘awindow’ in the current scene can be used in avirtual studio scene where
you would like to ‘open awindow’ (as atexture) and render a different scene (e.g. aweather forecast).

You can also use it to show parts of alocal sceneif you want to animate the camera and at the same time
show static items in the scene. The animating camera can be a different camera (two) and be used to show
dynamic images in cameraone’' s view. Thisway you can show more than one camera at the same time.

For visual effects, the whole scene or parts of it can be grabbed into an image, and have shaders applied to
the whole scene or parts of it.

To transition from one scene (A) to another (B) both scenes are rendered into dynamic images and a third
sceneis used to hold both dynamic images to create a transition between them (see Create Transition
Effects).

This section contains information on the following topics:

® Dynamic Scene Texture Properties
® Dynamic Scene Dynamic Properties

Dynamic Scene Texture Properties

Width
Haight

Memory us=d

Cuality | Lnear =~ @ =

Enwvironment: [SMadalste™T

Wrap | Repeat ™

x
Position
T

1.0
Rataton ¥ —
1.0
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® Scene: Placeholder for the rendered scene. If it is empty, the current scene will be rendered.

Dynamic Scene Dynamic Properties

Height

® Format: Setsthe format to be used for the dynamic image. If the format has alpha key it must be
used on the render scenes or it will show as black.
® Width / Height: Setsthe width and height of the image. The Video option will take the current
output size. When selecting Custom you may set any size; however, it is always better (when
possible) to use power of 2 images.
® Update Mode: Setswhen the scene in the dynamic image will be rendered.
® Change: When anything changes in the scenes it will be rendered.
® Always: It will be render each frame regardiess if there was any change.
¢ Command: When the render command will be sent the scene will be rendered.
® Grab: Renders the scene on command and can then be copied to another image.
®* View Type: Setsthe view port to Cameraor Light. If Camerais selected and Camera D is set to
zero (0), it will take the current camera. If Light is selected it will use the light according to the Light
ID.
® Draw Self: Creates an endless mirror effect.
® Crop: Enables different crop modes.
® Off: Theentire view port will be rendered.
¢ Manual: Enables you to set the size and position of the rendered scenes.
® Auto: The size and position of the rendered scene will be set by the bounding box holding the
dynamic scene (acts as a mask).
® Size/ Position: Setsthe size and position of the dynamic image.
® Resize Texture: Should the image be resized automatically to reflect the size of the scene being
rendered.
® Back/Play/Stop/Forward: Controls the playback of the scene.

Dynamic Texture Media Asset
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Dynamic Texture is a feature that generates dynamic textures on-the-fly. It can be used as an aternative
to importing textures to save texture memory usage. Another advantage of using a dynamic texture is that
you will have atexture that is not pixelated as you zoom in or out of it.

IMPORTANT! This Media Asset is considered legacy. Please use GFX Channel Media Assets when
designing new scenesin Viz Artist.

The Viewport Tile renders a Scene into a part of the current viewport with the need for atexture, like a
GFX Channel Media Asset.

® Advantage: The rendering can be dightly faster in specific use-cases
® Disadvantages:

® Viewport tile does not support post processing effects such as lens distortion and defocus.
®* The Viewport Tileis aways orthogonal to the camera.
Viewport tiles can a so be interactive and make use of the regular mouse and multi-touch
events. However, Viewport tiles can not be nested. A Scene with aViewport tile, which
contains a Scene, can not be used as a Scene in another Viewport tile.

This section contains information on the following topics:

® Viewport Tile Properties
® ToRender aSceneinaViewport Tile
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Viewport Tile Properties
-. Container | Camera Light

Width: 154
Height: 132

® Scene: Placeholder for the rendered scene.
® SceneType:
® Local: Rendersthe current scene.
® Other: Renders the Scene put in the Scene drop zone (drag and drop a scene).
® Main Layer: Renders the scene of the main layer.
® CameralD: Select acamerafor the Viewport Tile scene.
® Crop:
® Off: No cropping.
¢ Manual: Define the new viewport Size and Position with the parameters X and Y.
® Play controls: Used to play, stop, etc. the animations of the Viewport Tile scene.

To Render a Scenein aViewport Tile

1. Addthe Viewport Tileto the Scene Tree.
2. Openthe Viewport Tile editor and add a Scene to the Scene placeholder.

292



3. Openthe Transformation Editor

4. Set the Screen Size (width and height) of the Viewport Tile.
5. Open the Viewport Tile editor

6. Click the Play button.

7.3.4 GFX Channels

i

Graphics (GFX) Channels allow a designer to compose several independent scenes into a new scene.
Utilizing a GFX Channel, a previously created scene can be added to the current sceneasa DVE or
Texture.
GFX Channel Media Assets can be nested. This means a scene with a GFX Channel Media Asset
containing a scene, can be used as a scene placed within another GFX Channel Media Asset. However,
nested scenes cannot use the same GFX Channels as the scene they are nested into. For example, if Scene 1
uses GFX channel 1, it cannot be nested within GFX Channel 1 of Scene 2. It can however be nested
within GFX channel 2.

GFX channels do not support the use of Transition Logic or Remote Cameras. Also note that cropping
GFX channels have an impact on the render performance.

7.3.5 Image Channels

This section details how to create, assign and work with Image Channel media assets.

Image Channels are mainly used in conjunction with VViz Multiplay for creating video wall layouts.
However, you can aso use Image Channels to add images to a 2D environment in DVE mode. Y ou can
still add additional 3D objectsto your scene tree, but the Image Channel will always residein the
background of your scene unless you change the layer order viathe DVE menu.

293



.

AhiAaiaiainaiaiaiai

SEel ] i lololilalstl slal i J i

Image Channel Global Settings

The Image Channel media asset global settings are available in the Media Asset Panel. Here, you can
manipul ate transformation of the currently selected channel. By clicking on the label
IMAGECHANNEL 1 inthe Global Settings panel, you can switch between all used Image Channelsin
the scene. This appliesto all Global Settings for the different types of Media Assets.

0.0 %
0.0 %
0.0 %
0.0 %

Note: If you use more than one image channel in your scene, you can switch between the image
channelsin the scene by clicking the IMAGECHANNEL 1 |abel.
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Image Channel Specific Settings

The following settings lets you to manipul ate the content inside the Image Channel:

Zoom Mode Border Color

L]
Alpha 100.0 % o[

® Image: Drag or load the image here.

® Zoom Mode: Select the zoom mode for the image. The options are Original, Scaleto fill, Scale to
fit minimum and Scale to fit maximum.

® Border Color: Define aborder color, and define the color and a pha value of the border.

7.3.6 Live Video Media Asset

i

Live Media Assets integrate live video sources either as DVE or Texture Effect.

Live Video Feeds

To be ableto use aLiveinput channel, a Clip channel or a Stream channel, they first have to be set to
activein Video I nput (see Viz Configuration in the Viz Engine Administrator Guide). A live video feed
can be can be applied through either DVE or Texture. If alphaisrequired for the external video, open
Config and enable alphain Video I nput (see Viz Configuration in the Viz Engine Administrator Guide).

® Specifically for Matrox cards: Enable w/Alpha when you require external video with alpha. The
Matrox board combines two of the video inputsin pairs, to serve both fill and key. Inputs A and B,
and input C and D are combined, respectively.

® Usethe Stream media asset to capture input using the Matrox X.mio 3 | P card.

Tip: When hovering the mouse pointer over aLive Video Feed asset, the tool-tip will display the
resolution configured for that Live Video Feed.

This section details the following procedures:

® ToFeed Live Video as Texture
® ToFeedLiveVideo asDVE

ToFeed LiveVideo as Texture
1. Click on Built Ins.

2. Click on Media Assets (MA).
3. <Right-click> on the required Live Channel, and select Add Live<1> as Texture (1).
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® The Texture button in the Scene Tree panel (Media Asset Manager) is automatically
selected (2)

® The selected Live Channel is added to the Scene Tree and a new Container is created (click
Treeto view)

Folders Global Se

™ oA

i Channel . E Gl

= -
Container

VEBI 3
Add LIVEL as
Add LIVEL as
Show settings of LIVE1L
fidd as Favorite

Tree

D
Tree Saort Search

T

Aszat

Tip: The Live<1> Channel can aso be dragged to the Scene Tree, whereit isadded asa
Texturein anew Container.

Tip: The Live<1> Channel can be made active or inactive. Toggle the active/ inactive
button (3).
4. Click on Live<1> Channel, in the Scene Tree panel (Media Asset Manager) Texture view, to
open its properties panel.
“Tip: Also <right-click> the Clip<1> icon in its Container. Select Show settingsof Live<1>
to show its properties at any time.
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6. Click Tree.
7. Add a Geometry to the Container.

ToFeed LiveVideo asDVE

1. Click onBuilt Ins.

2. Click on Media Assets (MA).

3. <Right-click> on the required Live Channel.

4. Select Add Live<1> asDVE.

® The DVE button in the Media Asset Manager (Scene Tree panel) is automatically selected

Media Assets

Background

Livel

FOREGROUND Foreground

Tip: The Live<1> Channel can be made active or inactive. Toggle the active/ inactive
button (1).

5. Click on Live<1> Channel, in the Media Asset Manager (Scene Tree panel) DVE view, to open
its properties panel.

6. Adjust the parametersin the DVE control panel, as required.
7. The Scene Editor shows a blue rectangle, which shows that the live input channel is correctly
configured for live video.
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7.3.7 Stream Media A sset

i

Video Streams represent | P-based live Video streams (IP Engine). They can be used either as DVE or

Texture Effect.
Stream Media Assets visualize a video being streamed into the engine.

Live Feed from aVideo Stream

Video from avideo stream can be applied through either DVE or Texture.

To play aVideo Stream, make sure that a Stream channel is active (see Video Input in Viz Configuration
in the Viz Engine Administrator Guide).

This section details the following procedures:

® To Feed aVideo Stream as Texture
® To Feed aVideo Stream asDVE
® To RemoveaVideo Stream

To Feed aVideo Stream as Texture

1. Click on Built Ins.
2. Click on Media Assets (MA).
3. <Right-click> on a Stream Channel, and select Add Stream<1> as Texture (1).
® A new container is created in the Scene Tree and the Stream Channel isadded to it asa

property
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® The Texture button in the Media Asset Manager (Scene Tree panel) is automatically
selected (2)

Control

Texture Sources

Lo

™ Container

Add STREAM1 as Texture S
Add STREAM1 as DVE

Show settings of STREAM1L

Add as Favorite

- Tree Media Assets

! Tres Sort Search DVE @

Asset Name Order

[ oo e

Tip: The Stream<1> Channel can aso be dragged to the Scene Tree, whereit is added
asaTexturein anew Container.

Tip: The Stream<1> Channel can be made active or inactive. Toggle the active/ inactive
button (3).

4. Click on Stream<1> Channel, in the Media Asset Manager (Scene Tree panel) Texture view, to
open its properties panel.

Tip: Also <right-click> the Stream<1> iconin its Container. Select Show settings of
Stream<1> to show its properties at any time.

5. Select the required Keying Mode.
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Keying Mode

6. Enter the stream URL.
7. Click on Load.

Url

Repeat Mode Field =

Note: To load anew Video Stream, enter the new URL in the URL box. Thiswill
automatically clear the old Video Stream.

To Feed aVideo Stream as DVE

1. Click onBuilt Ins.

2. Click on Media Assets (MA).

3. Right click on the required Stream Channel.

4. Select Add Stream<1> as DVE.

® The DVE button in the Media Asset Manager (Scene Tree panel) is automatically selected.

Media Assets

P e

EEEEIl e Rl

Name

BACKGROUND Background

STREAM1 Stream1l

FOREGROUND Fareground

Tip: The Stream<1> Channel can be made active or inactive. Toggle the active/ inactive
button (1).

The Scene Editor shows a blue rectangle, which shows that the live input channel is correctly
configured for live video.

300



E Tk ln Ll sl o analal i J | sl

Ll
i
bl
H

5. Click on Stream<1> Channel, in the Media Asset Manager (Scene Tree panel) DVE view, to
open its properties panel.

6. Adjust the parametersin the DVE control panel, as required.
7. Enter the stream URL.

8. Click on Load.

To Remove aVideo Stream

® Click onthe Clear button (1).
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bhal Settings

'BI Source Live 1 =

Zero Frame Delay Mixer |[Off

Show DVE Channels !
Clipchannel on et W

Audio Valume
Url

Repeat Mode Maone

Keying Mode w M-Zone Libero

7.3.8 Super Channels

Super Channels provide a generic tool to create and group transitions between various types of assetsin
Viz Artist. They are an abstraction mechanism to represent, access, and apply transitions between the
various types of media assets. Within the Super Channel, you assign two media assets, A and B, to
provide event based transitions between them. Internally, the Super Channel then utilizes the channel type
required of the corresponding media asset to represent the underlying content. Images use Image Channels
, scenes use GFX Channels, clips use Clip Channels, streams use the Stream Channels, and live feeds use
Live Channels. There are 8 Super Channels available that can be used simultaneously.

Global Settings
| SUPERCHANNEL1

Start Mode Manually —

Here, you find information on the following:

® Super Channel Settings
® Super Channel Context menu
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® Super Channel Transformation
® Sub Channels
® Sub Channel Settings

Super Channel Settings

A
Ll I sub Channel (A, B): Drag scenes, images or clipsto the Sub Channel icon. Click Viz One

to load a clip from your configured Viz One system, or load alocal clip by clicking the Browse for a clip
button.

EI Transition: Set the direction of the transition, from sub channel A to B, or

from B to A. Disable Aut 0 to select an existing Director to run the transition with, or None to disable the
transition.

Manually
Assignment
Assignment / Cleared

[E-ELE]

Loaded / Cleared
Director finished
Sync Object

Euenl Start Mode: Select what will trigger the Super Channel transition:

® Manually: User manually switches from sub channel A to B, or vice versa, by selecting the sub
channel in Viz Artist or through external commands.

® Assignment: Transition triggers when you assign a new asset to inactive sub channel.

Assignment / Cleared: Transition triggers asset assignment, or when you clear the sub channel.

® | oaded: Transition triggers when an asset is loaded. Thisis useful for Super Channels that display

images when image background loading is active in the Viz Engine configuration.

Loaded / Cleared: Transition triggers when an asset is loaded, or when you clear the sub channel.

® Director finished: Transition triggers once a given director has finished execution.

® Sync Object: Drag a Super Channel to the Sync objects area. Sync objects provide away to

synchronize execution of Super Channel transitions between multiple Super Channels. Sync objects

monitor all linked Super Channels until all their inactive sub channels have been loaded. The sync

object then callsonAl | Channel sAr med to trigger the transition for al Super Channels managed

by the sync object. Y ou can add as many Super Channels to a sync object as are required.

Event: Allows you specify the Scene, the sender (Animation from Stage or from Super Channel) and

the Event (on Started, on Stopped, onDirectorStarted, onDirectorStopped).

Sync Object Example:
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Add two Super Channels to the scene. Then set Start M ode of Super Channel 1 to Sync Object and
drag Super Channel 2 into the list of linked channels. Notice how this links Super Channel 1 and
Super Channel 2 to each other. The transition from the active to the inactive Sub Channel starts as
soon as both inactive Sub Channels have fired onAssigned and onL oaded. Assign an image to sub
channel B of both Super Channels to achieve this. Y ou can do this manually in Viz Artigt, or via
external commands:

MAI N_SCENE* Super Channel *<CHANNEL_| D>*<A| B> SET | MAGE <UUI D>

In case a sync object is active, but you do not want to change the assets on allsyncedSuper Channels,
you still have to call the assign command on al Sub Channels. Otherwise, the sync object will not

fire, and thus the transition will not trigger. However, re-assigning the already assigned Media Asset is
completely freein terms of performance, as no internal reloading takes place. As such, this represents
aviable option to trigger ther equi r edonAssi gnedevent .

Super Channel Context menu

The channel context menu provides quick access to the properties of the scene, as well asto quick-select it
in the database.

SUPERCHANNEL1

Show in Server View

Switch to properties of &

® Show in Server View: Selects and highlights the scene in the server menu and highlighted.
® Switch to properties of A/B: Provides direct access to the transformation of the selected Sub
Channel.

Super Channel Transformation

This section is used to animate the whole Super Channel, including both sub channels. Super Channel
animations are independent of the sub channel animations. This means that you can have a transition
animation between multiple Super Channels, which is often required for content on Videowalls.

Y ou can animate certain Super Channel properties, such as Position, Size, or Alpha, to define custom
transitions between one or more Super Channels. A detailed description of the parameters can be found in
the Media Asset Panel.
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-Note:-Super Channel s deal with rendering content assigned- to-the two- sub channets; A--and-B, irr the: -+
current main scene. Thus, they represent an intuitive and easy to use mechanism for transitioning
between the sub-channels A and B.

Sub Channels

A Super Channel is composed of two Sub Channels, A and B. Here, you can see the sub channels A and B
of Super Channel 1:

(Global Settings | Media Asset | Rendering | Flugin | Script | Clipper | Hdr | Global Illumination | Screen Space AO |Virtual Studio

SUPERCHANNEL1 B

Position

Y ou can animate certain Sub Channel properties, such as Position, Size, or Alpha, to define custom
transitions between the two Sub Channels. A detailed description of the parameters can be found in the
Media Asset Panel. Click the text label, for example, Sub Channel 1A, in the Sub Channels upper right
corner to switch between all Super Channels and Sub Channelsin your scene.

'Note: To utilize background Ioading in combination with Super Channels, enableiit globally inViz
Engine. The dedicated SETBGL commands used with containers, <Obj ect | D>* TEXTURE* | MAGE

SETBG. <UUI D>, do not work with Super Channels.

Start Mode Transition End —

Here you can select how to trigger the Sub Channel animation. The Start Mode options are:

¢ Manually: The user manually switches from subchannel A to B or vice versa by clicking the
corresponding subchannel in Artist or through external commands.

® Transition Start: Will trigger on transition start.

® Transition End: Will trigger on transition end.
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® | oaded: Transition triggers once a newly assigned asset has been loaded. Thisis of special interest
for Super Channels displaying images, with image background loading activated in the Viz Engine
configuration.

® Event: Allows you specify the Scene, the sender (Animation from Stage or from Super Channel) and
the Event (on Started, on Stopped, onDirectorStarted, onDirectorStopped). An event is fully defined
by its event name, the identifier/name of the sender, and its arguments. A new internal event system
was introduced in Viz Engine 3.9. This allows certain objects to fire and listen to interna events.
Amongst those objects are:

® Super Channelsor their sub channels

® Stage

® Scripts

s Scene/Gfx .Image.-i:lip:.

® ForceKey: Allowsyou to force afull-screen key of your loaded scene, even thereis no key function
applied to it.

Border Color
Alpha 100.0 % '"r

Event Example: An event isfully defined by its Eventname, the identifier/name of the Sender
and its Arguments.

Eventname:

Sender:

Arguments:

onDi r ect or Fi ni shed

#1004* STACGE

directorl

Query available/registered events using the following commands:
EVENT_POOL* REG STERED OBJECTS GET
EVENT_POOL* REG STERED EVENTS CGET <$obj ect name>
Example

EVENT_POOL* REG STERED EVENTS GET #427* STAGE
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Note: To obtain detailed information about status changes on the various Super Channels and
subchannel s enter command:

EVENT_POOL* DEBUGA NG SET 1

Y ou will then find additional status information related to the Super Channels and their Sub Channels
in the Viz Engine' s console output.

7.4 Playback of Media Assets

The playback of Media Assets depends on the machine and video board configuration. There are three
Media Asset playback methods:

® Video Clip Playback
® LiveVideo Feeds
® |iveFeedfromaVideo Stream

Media Assets are applied to a Scene either as DVE or as a Texture.

Before video can be played, the Video I nput settings must be configured in the Viz Configuration (see the
Viz Engine Administrator Guide).These settings determine the frame rate (PAL/NTSC) of the whole
video system.

Video clips transfered from Viz One can be played if the clip’s container and codec combination is
supported by the currently installed video card and the corresponding clip player (Matrox clip player for
Matrox video card, DirectShow player for all other boards).

These video cards are supported for video playback:

* DVS

® Bluefish

® NVIDIA Quadro Digital Video Pipeline
® Matrox

The Matrox DSX LE2<n> (see the release notes for supported <n> versions) does not have any input,
codec support or compositor. Furthermore, for DSX LE3, X.mio, X.mio2 and X.mio2 Plus Matrox cards
video inputs and clip channels can be disabled in the M atr ox section of the Viz Configuration (see the Viz
Engine Administrator Guide).

IMPORTANT! The most basic rule for working with the video version of Viz Engine isto always
have avalid genlock attached to the video board, no matter which board isinstalled. Without the
correct genlock setup there is no guarantee that the Engine will function correctly (see Video Output
in Viz Configuration ( Viz Engine Administrator Guide)).

Media Asset parameters are modified in the Media Asset Panel Tab in the Scene Settings.

To control Media Assets from an external control application, see the Viz Command I nterface
Documentation located in the <Viz Installation Folder>.

This section contains the following topics:
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® MediaAsset Application
* DVE
® Texture

7.4.1 Media Asset Application
Media Assets are applied in Viz Artist either as Digital Video Effect (DVE) or as a Texture:

DVE

The playback of external video through DV E does not have any impact on rendering performance, since it
is handled solely on the board.

When DVE is used, the graphics scene and the channel are composited on the video card (Matrox X.mio)
and an SDI monitor is needed to show the video channel. Thereisaso alimited set of 2D control options
availablein the design and animation of the Viz Artist scene (position, size, crop and apha).

Chromakeying is not supported for channels set to DVE. The DVE Alpha setting for GFX Channels
allows Media Assets as DVE to be blended, however, setting alpha for nested DV Es s currently not
supported.

Texture

The playback of external video through Texture will have an impact on rendering performance, since the
live video needs to be transferred to the graphics board.

When avideo is applied as a Texture, the video is part of the graphics.

When more control of avideo is needed, for example, to map the video onto a 3D object in a Scene, then
Texture mode can be used. The video would then have the same control parameters as animagein Viz
Artist. However, the video may now affect rendering performance, since it needs to composite the video
into the render window.

7.5Video Clips

This section details where video clips are stored, the transfer and download from Viz One and video clip
playback.

This section contains the following topics:

® Video Clip Storage
® Playback of Clipswith VBI
® Video Clip Playback

7.5.1 Video Clip Storage

This section details where video clip can be stored and accessed for usein Viz Artist.

This section contains the following topics:

® Hard Drive Video Clips
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Viz One Video Clips

® Videoitems

® Dua Channel and Trio One Box Configuration
Variables used in file-name expansion

Hard Drive Video Clips

All Viz Artist/Engine machines, aswell as Vizrt clients with preview, for example, Viz Trio or Viz

Weather, come with a mapped video drive (D:). Thisdriveis configured for faster access and speeds. This

iswhere al video clips should be stored.

'IMPORTANT! Itis not recommended to store video clipson the C:\ drive, asthisiswherethe
operating system isinstalled.

A second or third video clip directory can be added in L ocal Settings of the Viz Configuration (see the
Viz Engine Administrator Guide), which can be used for:

® A Dua Channel and Trio One Box Configuration, or

® With any Viz Artist/Engine configuration for the selection of a secondary video clip directory if a
directory fails.
If thefile path for avideo clip is set to ‘<clip_root>', and the first directory falls over the same video
file will be searched for and used, from the next directory in the Clip directory list.

If, when multiple Clip directories are selected, the Clip Name box is used to search for avideo, the
search will default to the last used directory.

Viz One Video Clips

Video clips can aso be transferred and downloaded from a Viz One. To do this Viz One must be
integrated with aViz Engine. See Viz Onein Viz Configuration of the Viz Engine Administrators Guide
and the Viz One Deployment Guide.

Video items

Video clips are also stored in the Graphic Hub (see Working with Video Items).

Dual Channel and Trio One Box Configuration

When more than one directory path is selected, for example, D:\AEClIips; D:\DecoClips, etc., in the Clip
Name box change the file path to ‘ <clip_root>'. The file name is then searched for, in the selected

directories (selected in the Viz Configuration), one after the other, for stored video clips with the same
name.

"Example: Search for avideo clip named ‘ next_tuesday.avi’ in D:\AEClipSAFL\Promos. Inthe Clip
Name box change ‘ D:\AECIlips\AFL\Promos' to ‘<clip_root>" The filename shownin Viz Artist
should be <clip_root>\next_tuesday.avi.
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Variables used in file-name expansion

Variable Definition

<base _scene _name> Expands to the scene name

<absolute_scene_name> Expands to the complete path of the loaded scene

<absolute_scene?2 _name> Expands to the complete path of the second loaded scene

<clip_root> Expands to the clip_root

<hosthame> Expands to the hostname

<if0> Expands to the IPV4 network address of the first network interface
<ifl> Expands to the IPV4 network address of the second network interface
<if2> Expands to the IPV4 network address of the third network interface

7.5.2 Playback of Clipswith VBI

VBI (Vertica blanking interval) isthe interval of time between the last line of a given field/frame and the
beginning of the next field/frame, during which the incoming data stream is not shown on a monitor.

Video clips which contain VBI information, can be played back in two ways:

® One: Use avideo clip which contains the embedded VBI information, or
® Two: Use a separate video clip which contains the VBI data. This separate video clip must be named
[clipname]_vbi.avi and conform to the size limitations detailed in the procedure bel ow

To Playback Clipswith VBI in a Separate File

1. Make surethat VBI is set to On for both the Clip Channel (Video Input: Clip Input) and the Video
Output (Matrox).

2. For each clip channel, make sure that the Video Input and Output Format resolutions are the same.
The VBI clip contains only VBI information. The size of the clip must match the maximal total
lines for VBI in this resolution:

® NTSC: 32
® PAL: 34
® 720p: 19
® 1080i: 30
® 1080p: 35

Using VBI embedded in afull size clip is hot supported as separate clip. Thisis only supported when
played as the main clip.
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7.5.3 Video Clip Playback

Video clip playback should be used sparingly. The size and formats of some video clips can affect the Viz
Engine render performance. To build a Scene with video clips (in Viz Artist that supports clip playback)
there are a so three plug-in options that can also be used:

® |ImageClip
® MoViz
® SoftClip

This section contains the following topics:

¢ Video Clip Playback General Guidelines and Considerations
® ToPlay aVideo Clip as Texture

® ToPlay aVideo ClipasDVE

® Video Clip Animation in the Stage

® To Animate aVideo Clip

® To Play aSingle Clip in the Stage with Stage Loop

® To Play Multiple Clipsin One Channel

® To Play Multiple Clipsin One Channel with Stage L oop

® To Play Single and/or Multiple Clipsin Multiple Channels
® Video Clip Queue

¢ Video Clip Queue Commands

¢ Example Clip Queue commands:

Video Clip Playback General Guidelines and Considerations

For video clip playback methods, consider these general guidelines:

Use-case Playback Method

If no 3D effectsor animation To Play aVideo Clip asDVE
control - and only limited 2D

effects- ontheclipsare

needed

For full screen (e.g. To Play aVideo ClipasDVE
background) clips

If video must be mapped onto  Video Clip Animation in the StageVideo Clip Animation in the Stage
atexturein the scene or
requires minor adjustments

For non-standard image format SoftClip or MoViz plug-in.
[resolution/codec

If more than two small clips  SoftClip or MoViz plug-in.
arerequired

For low resolution and short ~ Image Clip plug-in.
animations
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JMPORTANT. Always.test. the performance of. the.different.solutions and work. with the. solution.that
gives the best quality versus performance ratio. A performance test should always take place on a
machine with the same specifications as those used for production playback.

® The selected video clip must have the same frame rate as the clip channel. Y ou can mix different
Output Formats and Video I nput Formats with different resolutions, but you must make sure to
use either progressive or interlaced for Input and Output. Y ou can play, for example, a 720p clip with
an Output format of 1080p, but you can not mix and 720p with a 1080i format:
® Video Input: Clip Channel 1: HD 1080i
® Qutput Format: 1080i
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Each available Clip Channel can be configured for independent resolutions, providing the
designer quick access to arange of options. These settings are configured in the Video Input
section in Viz Config. Please refer to the Video Input section of Viz Configuration in the Viz
Engine Administrator Guide.
“Tip: The Media Asset Manager provides a useful tool-tip when hovering the mouse pointer
over Clip Channel media assets, displaying the resolution configured for the Clip Channel

® Make sure that the correct container and codec is selected (see Supported Codecs).

® Video clip playback can be applied through either DVE or Texture.

® Tobeableto usealiveinput channel, aClip channel or a Stream channel, they first have to be set
to activein Video Input (see Viz Configuration in the Viz Engine Administrator Guide).
If alphais required for avideo clip, click Config and configure the alphain Video I nput (see Viz
Configuration in the Viz Engine Administrator Guide). Enable w/Alpha when aphaisrequiredin
video clips. Either two clips, or one clip that contains both the fill and key, are required. If thereis
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only one clip, that contains the fill (without a key), the key will be created dynamically and be fully
opaque. For the naming convention of two clips, the a phalkey clip must have the same name with an
attached _key before the file extension, this meansif the main/fill clip isnamed exanpl e. nxf,
the alpha/key clip must be named as follows: exanpl e_key. nxf .

® The Matrox Clip Player supports TDIR (Time Delay Instant Replay), which enables Viz Engine to
play back clipswhile they are still being written by Viz One. When aclip is played, with TDIR
support enabled, looping is not enabled for this clip. Viz Engine determines automatically if it needs
to set TDIR support on, or if the clip is already fully loaded.

® BG Graphics are always the lowest in the stack, even below zero, and FG graphics are assigned a
default of 100. Please note that priority can not be assigned to BG Graphics.

See Also

® For Dual Channel and Trio OneBox set up see Dual Channel and Trio One Box Configuration.
® Supported Codecs.

To Play aVideo Clip as Texture

1. Click on Built Ins.
2. Click on Media Assets (MA).
3. <Right-click> on a Clip Channel, and select Add Clip<1> as Texture (1).
® The Texture button in the Scene Tree panel (Media Asset Manager) is automatically
selected (2)
® The selected Clip Channel is added to the Scene Tree and a new Container is created (click
Treeto view)
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10N

™ container
Add CLIP1 as
Add CLIP1 as

Show settings of CLIP1

Tip: The Clip<1> Channel can be made active or inactive. Toggle the active/ inactive
button (3).

Tip: The Clip<1> Channel can also be dragged to the Scene Tree, whereit isadded asa
Texture in anew Container.

4. Click on Clip<1> Channel, in the Scene Tree panel (Media Asset Manager) Texture view, to open
its properties panel.

5. Select therequired Keying M ode (4 (see Keying Modg)).
6. Add avideo clip:

d IntheCIipName(5)|ine,c|icku,or

® DragaVideo Clip item from the Server Panel, or

b Click,andselectavideocliptoimport

Note: To transfer and download videos from Viz One, Viz One must be integrated and
configured with Viz Artist/Engine.
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7. Configure the video clip playback as required.
8. Click - (5 (Play)) to test the video clip.

Note: Matrox Card Only: A green ‘traffic light' shows that the video clip has loaded
successfully. A gray ‘traffic light' shows that no video clip has been loaded. A red ‘traffic
light' shows that there was an error when the video clip was |oaded.

Note: Click the expand button to show addition information. If the clip loaded successfully,
clip details are shown. If the clip did not load successfully, additional errors are shown.

FKaying Mode [T e | HEEERE Linzra

Clip C:fUsers/doo/Videos/Background.avi |-

In Time
Out Time :00

Clip Control || ,;, |_|_|_|T|—|— |—

To Play aVideo Clip asDVE
1. Click on Built Ins.

2. Click on Media Assets (MA).
3. <Right-click> on the required Clip Channel.
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il Channel

™ container Add CLIF1 as Texture
Add CLIF1 as DVE k

Show settings of CLIF1

Drelete from Fawvorites

af'--1-'=|:|i:-| Assets |E|T|_
B Tean

- ==

Mame Order

BACKGROUND Background

CLIP1 Clipl

FOREGROUND Foreground

4. Select Add Clip<1>asDVE (1).
® The DVE button in the Scene Tree panel (Media Asset Manager) is automatically selected
2.

Tip: The Clip<1> Channel can be made active or inactive. Toggle the active/ inactive
button (3).

The Scene Editor shows a blue rectangle, which shows that the live input channel is correctly
configured for live video.
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5. Click on the Clip<1> Channel to open its properties panel.
6. Adjust the parametersin the DVE control panel, as required.
7. Add avideo clip:

® Inthe Clip Name (5) ling, click d , or

® Drag aVideo Clip item from the Server Panel, or

hd ClickM , and select avideo clip to import

Note: To transfer and download videos from Viz One, Viz One must be integrated and
configured with Viz Artist/Engine.

8. Configure the video clip playback as required.
9. Click li (4 (Play)) to test the video clip.

Note: Matrox Card Only: A green ‘traffic light' shows that the video clip has loaded
successfully. A gray ‘traffic light' shows that no video clip has been loaded. A red ‘traffic
light' shows that there was an error when the video clip was loaded.

Note: Click the expand button to show addition information. If the clip loaded successfully,
clip details are shown. If the clip did not load successfully, additional errors are shown.
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Clip

In Time
Out Time
Clip Control

Video Clip Animation in the Stage

Video can aso be played out as part of an animation. Thisis useful when video clips are required to
interact with animation.

To Animate aVideo Clip

1. Beforeavideo clip can be animated, it must first be applied as a Texture or DVE. See:
® ToPlay aVideo Clip as Texture
® ToPlay aVideo ClipasDVE

2. Click Stage.

3. Click the New Director button.

4. Right-click on the Director.

5. Select Clip > Clipl1 > Cli

rt || Archive | Config || Post | OnAir GleiEloss

= . I Y S e

=
5|

6. Inthe Clipl channel, click in the dark blue area (2). The Clip Key Frame Editor opens on the far
right.
7. Add avideo clip (3):
b IntheCIipName(S)Iine,click!,or
® Drag aVideo Clip item from the Server Panel, or
® Click tetsie | | and select avideo clip to import
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® Click to specify a certain time/length for your clip. Thisis useful when
loading clips from an external control application viaViz One. In this case, the lock clip
length will act as a placeholder, but not change the clip length automatically after loading.

Note: To transfer and download videos from Viz One, Viz One must be integrated and
configured with Viz Artist/Engine.

Note: Matrox Card Only: A green ‘traffic light' shows that the video clip has |oaded
successfully. A gray ‘traffic light'” shows that no video clip has been loaded. A red
‘traffic light’ shows that there was an error when the video clip was loaded.

=
ime End 150 I':|_

Duration

Chp

Loop Count 0

Loop In 00:00:00:00
Loop Out 00:00:03:00 |_

Note: This does not necessarily have to be the clip enabled in the previous procedures. It
can be any video clip that Viz Artist can play.

IMPORTANT! If thereis aconflict, the last clip selected, whether in the Stage or the
Scene Settings, will be the one to play, with overriding effect.

8. Configurethe Clip Key Frame Editor as required.

To Play a Single Clip in the Stage with Stage L oop

1. Setaclipinthe stage as described in To Animate a Video Clip.
2. Click Clip, inthe Stage Tree.
3. Set theclip to loop a specific number of times or infinite.
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To Play Multiple Clipsin One Channel

1. Addaclip to the stage as described in To Play a Single Clip in the Stage with Stage L oop.
2. Set thetime indicator to a position after the first clip Key Frame

3. Click . to add aKey Frame.

4. Select aclip for the new Key Frame (see To Animate a Video Clip).
Show black rules for pauses between clips:

Black Rules Frames Shown

Both clips NS Frame 1 of Clip 2 will be shown
Clip1 AE, Clip2NS Frame 1 of Clip 2 will be shown
Clip1 NS, Clip2BS Last frame of Clip 1 will be shown
Clip1AE, Clip2BS Black will be shown

Key:NS: Nothing setBS: Show
black before start setAE: Show
black after end set

If Pending is Active (which is recommended) subsequent clips are loaded into the pending clip player and
are swapped at the correct time. This feature enables the clips to concatenate seamlessly. However, when
pending support is set to Inactive, black frames will be shown until the clip is ready to be played (see
Pending in Viz Configuration ( Viz Administrator Guide).

To Play Multiple Clipsin One Channel with Stage Loop

1. Set multiple clipsin the stage as described in To Play Multiple Clipsin One Channel.

2. Set theclipsto loop. Click the corresponding entry in the Stage Tree.
All Key Frames including the pauses in between and before will be taken into account during play
back, for example, pause - clip 1- pause - clip 2 will loop as such.

To Play Single and/or Multiple Clipsin Multiple Channels

Thisisacombination of the use cases described above, with the clips used on severa channels.
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Video Clip Queue

Video clips can aso be queued, providing automatic playback of a series of clips. If no clip is playing at
the moment of clip queue creation, playback of thefirst clip in the queue will start immediately. All other
clips are played in the sequence they were added to the list. By default, every clip needs to be played out
manually, although it is not required to set their names again. This behavior can be overridden by clicking
the Autorun button, setting it to On.

The current state of the auto-play flag is stored with every queued clip, and can thus be used on demand.

Commands (n isthe clip channdl):

Video Clip Queue Commands

Command Description

[...]*CLIPI N n*NAME Addsclip with nane to the queue, usingi n and out astrimin and out

CUE nane in out points. The parametersi n and out are optional and can be omitted.
[...]*CLI PI N n* QUEUE Listsall theclips currently queued.
LI ST

[...]*CLI PI Nn* QUEUE Insertsclipnameusingi n and out atposi ti on inthe queue.
| NSERT nane in out
posi tion

[...]*CLI PI N n* QUEUE Replacestheclip at posi ti on with the new oneusing nane, i n and
REPLACE nane in out out .
posi tion

[...]*CLI PI N n* QUEUE Deletestheclipat posi ti on inthe queue.
DELETE position

[...]*CLI PI N n* QUEUE Movesthe clip from position sour ce to positiont ar get in the queue.
MOVE source target

[...]*CLI PI N n* QUEUE Removesany and all clipsfrom the play-list.
FLUSH

Example Clip Queue commands:

1. RENDERER* VI DEC* CLI PI N* n* NAME CUE
2. MANI _SCENE* VI DEO* CLI PI N* n* NAME CUE

7.5.4 Video Clip Playback Considerations
There are two methods to playback Video Clips:

® Playback directly in a Clip Channel (see Video Clip Playback)
® Playback asaKey Framein the Stage (see Video Clip Animation in the Stage)

In both methods the Media Assets all share the same available Clip Channels (1 to 16).
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A Clip Channel can only have one video clip applied to it. If Clip Channell is applied to a Container, and
isalso applied to a Director in the Stage, the same video clip will be shown in the Container and Stage,
and the whichever is set last will have priority. When the same Clip Channel is used in both the Scene
Settings and the Stage, the main problem is that, whatever is changed in one placeis reflected in the other.
For example, when the out time of the clip is changed in the Scene Settings (which means the content of
the player itself are changed) these changes affect the clip playback in the Stage as well, because it isthe
same player. In most if not al cases you do not want this to happen. To have Clip Channelsin both the
Scene Tree and the Stage use two different Clip channéls (i.e. Clipl and Clip2), or do not use both
methods in one Scene.

Layers
All Scenes, in all layers, also share the same Clip Channels.

If a Sceneisloaded in the Main Layer with avideo clip on Clip Channel 3, and a Sceneis aso loaded to
the Back Layer with adifferent video clip, but also on Clip3, both Scenes/Layers will play the last loaded
video clip. The one from the Back Layer in this example.

Clip Players
Each Clip Channel holds at least one Clip Player. If pending Clip Player support is enabled for the Clip
Channel, an additional Clip Player is used for play back. Every Clip Player uses up additional system
memory. But seamless transition from one video clip to another Video clip is only possible with pending
Clip Player support enabled.

This section contains the following topics:

® Layers
® ClipPlayers
¢ 3and4-Point Loopsin Clip Player
® Example: 4-Point Loop Use
® Parametersfor 4-Point Loops in the Stage Editor
® General, Mixed and Special Modes
® Video Clip Playback Use Cases
® ClipHandling
® Settings
® Scripting and Plug-in Interface
® |O Matrix

3 and 4-Point Loopsin Clip Player

A 4-Point Loop describes a clip that has at least aloop part and an intro or an outro or both. To define a4-
Point Loop, the loop in and out time code and the number of times the loop part should be repeated,
possibly infinite, are required.
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The 4-Point Loop features are only supported on video version of Viz Artist and require Matrox hardware
towork, i.e. X.mio, X.open or DSX LE.

IMPORTANT! Thetwo clip players need to be configured correctly for the 4-Point L oop to work
correctly (the animation in the Stage must be set to the beginning). Click on the Jump to beginning
of animation button (1) to set the two clip players, to the beginning of the animation.

Example: 4-Point Loop Use

4-Point Loops can useful in awide variety of cases where you need to loop avideo segment. Perhaps you
do not know in advance exactly how many times you will want to loop the video. For example, let us
assume the video clip is a spinning globe animation. Y ou know you have an intro, but how long the globe
should spin, is dependent of the time another scene item is shown, say a video of the anchor speaking.
When the anchor-video is done, you will want the spinning globe to exit the scene.
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Parametersfor 4-Point Loopsin the Stage Editor

Additional fields have been added to the clip setting pane where loop in, loop out and loop count can be
set as shown in the image below. No additional command is needed to start or stop the loop.

Click on the Clip channel (2) to view the 4-Point Loop parameters.

Tre= 3 SarerStage |+

[_ r_ ﬂ@’:r“:“ﬂ

oo D 00 |]

During scene-design the values of the 4-Point Loop are recal culated automatically when the Key Frames
are changed by dragging them in the director tree. Any changes made in the entry fields will be reflected
in the time line pane to show the real-time length of the clip.

When the start or the end frame of the clip is dragged it will snap to the nearest possible time code to have
an integer loop count.

See Also

® The Stage for Animation
¢ Key Frame Editors
® Channel Editor

General, Mixed and Specia Modes

This section contains the following topics:

® Play Clipswith Resolutions Different from Channel
® Frame Accurate Clip Playback

Play Clipswith Resolutions Different from Channel

It is possible to play clips even if the resolution is different from the one set for the channel. However,
there are some restrictions to that:

® Canonly play clips from the same genlock family
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® Theclip'sresolution must be of aregular broadcast format
For detailed information on which combinations are possible check the appendix.

Frame Accurate Clip Playback
If the clip, in the stage, needs to be played frame accurately, these features need to be set to active:

® First, the pending clip playback support has to active. If not the clips will not be ready when needed
(see Video Input: Clip Input in the Viz Configuration (see the Viz Engine Administrator Guide)).
® Additionally the Frame Accurate Viz Commands (FAVC) need to be set to active in Global
Properties (see Communication in Viz Configuration (see the Viz Engine Administrator Guide))
® And the Command Execution Field Dominance should be set to Odd Retrace Counter (see
Communication -> Global Propertiesin Viz Configuration)
When using external control applications it may be necessary to tweak the FAVC Bias.

For a scene containing a clip in the stage to play frame accurately it is necessary to use the SCENE* CUE
command, which preloads thefirst clip Key Frame.

Video Clip Playback Use Cases

With the Clip Channel Media Asset it is possible to play images as DVE or Texture with the Matrox clip
player. Supported image containers are jpg and png. The images have to be available on a physical disk
for this feature to work. One advantage of an image played asaclip, isthat the same features available for
avideo clip can be used on the image.

This section contains information on the following common clip playback use cases:

® Playing Overlay Clips (Not Full Screen)

® Clipwith Audio (Not Full Screen)

® Clipwith Audio (Full Screen)

® Clipwith Audio (Full Screen and 3D Space Transformation)

Playing Overlay Clips (Not Full Screen)
Playing a clip which is not full screen in size, like a spinning logo, an insert snipe or a specia effect
without audio. These are known as overlay clips. To play overlay clipsit is recommended to use the
SoftClip clip player. Even though SoftClip can play clips up to HD 1080, it should be mainly used for
overlay clip playback. For full screen playback thereis a more efficient clip player availablein Viz. The
advantage of the SoftClip clip player isthat it can play clipsin any pixel size, aspect ratio or frame rate.
SoftClip is based on the VFW (Video for Windows) AV clip playback workflow on Windows.

SoftClip isableto play al installed VFW (Video For Windows/AV1) codecs on your computer. There are
dozens of codecs available, each with it's own advantages and drawbacks. There is no general rule which
codec to use (see Supported Codecs), but it is recommended to use the different types of Matrox codecs
(depending on whether the alpha channel is necessary or not), avi uncompressed or the freely available
HuffY uv codec. SoftClip supports RGBA playback if the codec is able to store the alpha channel; avi
uncompressed supports a pha, aso the Matrox Mpg2iFrame& al pha codec and the Huff Y uv codec, just to
mention afew.

A typical use case for the SoftClip player would be:
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® The playback of a spinning looping logo with alpha channel. The size of this clip could be around
350x350 pixels

® The playback of an explosion overlay clip with apha The sizeis around 500x500 pixels

® The playback of asnipe/insert with apha. The size is around 600x150 pixels

Clip with Audio (Not Full Screen)

Playing a clip with audio which is not full screen in size, like a strap of an advertiser, a 3D object
transition or an effect or areveal of anitem only.

To play clips which need audio, but do not need to be played back in full screen mode, use MoViz. MoViz
isvery similar to SoftClip, with the main difference being that it supports audio. MoViz is based on the
DirectX clip playback workflow on Windows, which means it uses a different library and codec filters
than the SoftClip plug-in.

If you install aVFW codec for avi playback like for SoftClip, it is not guaranteed that your clip will also
play in MoViz, since MoViz is DirectX-based. In general it isvery helpful to install the free package of
the main concept codecs, since with this package you get dozens of ffdshow filters for DirectX for free
and this will raise the compatibility with which you will be able to play regular avi filesviaMaoViz.

To use the full potential of MoViz you should encode clips with ffd instead of avi. If you want to render
clipsinto ffd, as an example from Adobe After Effects, there will be a new section showing up in the
render section named ffd, besides QuickTime and Video for Windows, TGA single frames and others. In
the ffd settings you can select the necessary format, like dv, mpg and many others.

A typical use case for the MoViz player would be:

® The playback of ainsert advertiser with audio on the bottom of your screen. The size of thisclip
would be something around 720x150 pixels.
® The playback of a’clip universe': the animated Viz camerais flying through space and passes clips.

Clip with Audio (Full Screen)

Playing a clip with audio in full screen mode, but only using it as a background in my Viz scene. The clip
does not need to be rotated in 3D space.

To play full screen background clipsit is recommended to use the Matrox clip channels. The dimensions
and frame rate of these clips must be either HD 1080, HD 720, PAL or NTSC. Any free pixel size, aspect
ratio or frame rate is not supported on the Matrox channels.

If the clip is 2D, meaning there is no transformation/rotation in 3D space needed, then you should set the
Matrox clip channel to DVE. In DVE mode you get the maximal clip quality achievable.
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When using DV E mode, do not forget to apply akey function to your Viz items or switch the renderer to
autokey, otherwise they will not show in front of the clip (see Keying Mode).

If you want to use an alpha channel on this clip, use the Matrox Mpg_2i Frame& al pha codec and configure
the clip channelsin the Viz Configuration ( Viz Engine Administrator Guide) correctly (activate alpha).
Also hereit isrecommended that you use the Matrox AV codecs, but the Clip channels support many
more formats than just the Matrox codecs (see Supported Codecs).

A typical use case for the DVE setting would be:

® The playback of aclip at it's best quality, with or without any overlaying graphics.

Note: Using the Matrox clip channels for playback is the most efficient clip playback for full
screen clips.

Clip with Audio (Full Screen and 3D Space Transfor mation)

Playing a clip with audio in full screen mode and transforming it in 3D space.

To play full screen clipsit is recommended that you use the Matrox clip channels. The dimensions and
frame rate of these clips must be either HD 1080, HD 720, PAL or NTSC. Any free pixel size, aspect ratio
or framerate is not supported on the Matrox channels.

To be able to transform the clip in 3D space you must set the clip channel to Texture. Compared to DVE
mode, the clip is dlightly more blurred, but thisis essential to avoid noise on the clip texture when moved
or rotated in 3D space.

If you want to use an apha channel on this clip, use the Matrox Mpg_2i Frame& a pha codec and configure
your clip channelsin the Viz Configuration ( Viz Engine Administrator Guide) correctly (activate alpha).
Also hereit is recommended that you use the Matrox AV codecs, but the Clip channels support many
more formats than just the Matrox codecs (see Supported Codecs).

A typical use case for the Texture setting would be:

® The playback of aclipin 3D space with transformations on rotation, scaling and position.
® The playback of aclip on a3D object.

Note: Using the Matrox clip channels for playback is the most efficient clip playback for full
screen clips.

Clip Handling

This section contains the following topics:

¢ Slow Motion Playback
® [ast Forward and Fast Backward
® Flushing Clip Channels
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Slow Motion Playback

A shuttle rate between -1.0 and 1.0 will result in the clip playing slower than normal, where negative
values result in a backwards playback.

The actual frameto play is determined by the internal frame counter which isincreased on every grabbed
frame.

For aframe rate of 0.3 thiswould be:

Internal Counter Actual Frame Internal Counter Actual Frame
Internal O Frame O Internal 0.3 Frame O
Internal 0.6 Frame O Internal 0.9 Frame O
Internal 1.2 Frame 1 Internal 1.5 Frame 1
Internal 1.8 Frame 1 Internal 2.1 Frame 2

Fast Forward and Fast Backward

A shuttle rate <-1.0 or >1.0 resultsin the clip playing faster than normal, where negative values result in a
backwards playback.

The calculation of the next Frame to be delivered is done the same way as described above using the set
shuttle rate.

Flushing Clip Channels

The FLUSH command can be used to clear the active clip player and reset all parameters to their default
value. All valid clip frames till in the pipeline will be cleared as well and black will be sent.

If the pending clip player also needs to be cleared, send FLUSH to the PENDING command channel.

Settings
This section contains the following topics:

® Repeat Mode
® ReverseFields
® | oop Mode

¢ Auto Run

Repeat M ode
Determines how clip playback should behave when paused:

®* None: Black will be played out

® Frame: Thelast frameis shown, which shows both fields

® Field: Only thelast field is shown, copied to first and second field
This setting is only relevant if the clip’s scan mode is interlaced.
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Reverse Fields

This setting is used for smooth playback when playing interlaced clipsin reverse. Enabling reverse fields
swaps the playback of first and second field during reverse playback.

This setting applies only to interlaced clips.

L oop Mode

If on, the clip loops infinitely between clip in and out times.

Auto Run
If on, the clips start immediately after being loaded and delivering the first frame.

Scripting and Plug-in Interface

This section contains the following topics:

® Scripting
® Plug-ins

Scripting
The scripting interface refers to the plug-in interface and has therefore the same limitations as the plug-ins
have.

To use aclip channel in scripting, first retrieve a channel from the system:

od i pChannel as dipChannel = system Getd i pChannel ( i Channel )

This object can now be used to control the clip channel:

oCl i pChannel . Set Cl i pNanme( "clip.avi" )
od i pChannel . LoopMdde = true
oC i pChannel . Pl ay(0)

The scripting interface to clip channel alows for the same use cases as the plug-in interface does.

Plug-ins
The plug-in interface provides aimost all functions available in the Command Interface. The only
limitation hereis, all functions refer to the current scene. The use cases are the same as described in 3 and
4-Point Loopsin Clip Player. Stage use cases cannot be addressed with the plug-in interface.

1O Matrix

This section contains the following topics:

® Source PAL
® Source 720p
® Source 1080i
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Source PAL

Output DVE Video In Output VideolIn
Texture
PAL 720p  1080i PAL 720p  1080i
PAL + - - PAL + -
720p - - - 720p - -
1080i + - - 1080i + -
Output DVE ClipIn Output ClipIn
Texture
PAL 720p  1080i PAL 720p  1080i
PAL + - - PAL + -
720p - + - 720p + +
1080i + + + 1080i + + +
Source 720p
Output DVE VideoIn Output VideolIn
Texture
PAL 720p  1080i PAL 720p  1080i
PAL - - - PAL - +
720p - + - 720p - +
1080i - + - 1080i - +
Output DVE ClipIn Output ClipIn
Texture
PAL 720p  1080i PAL 720p  1080i
PAL + - - PAL + +
720p - + - 720p + + -
1080i + + + 1080i + + +
Sour ce 1080i
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Output DVE Video In Output VideolIn

Texture
PAL 720p 1080 PAL 720p 1080
PAL - - - PAL - - +
720p - - - 720p - - +
1080i - - + 10801 - - +
Output DVE ClipIn Output ClipIn
Texture
PAL 720p 1080 PAL 720p 1080
PAL + - - PAL  + - +
720p - + - 7200 + + +
1080i + + + 10801 + + +

7.5.5 Transfer Clips From Viz One

This section details how to transfer and download video clips from a configured Viz One.

To transfer and download a video clip from Viz One, Viz One must be integrated and configured with Viz
Artist/Engine, see Viz One and Authentication in Viz Configuration of the Viz Engine Administrators
Guide and Viz One Deployment Guide.

To Transfer Viz One Clips

1. Do the procedure To Play aVideo Clip as Texture or To Play aVideo Clip as DVE. When, in the

procedure, avideo clip isto be added click Q .

In the Viz One Uri drop down box, select a Viz One to import from.

Enter a search parameter (Viz One files are not shown until an entry is made).

Locate the required file. A preview of the clip is shown in the browser window.

Click Transfer. The video clip istransferred from Viz One and downloaded to the local video clip
library (see Hard Drive Video Clips).

a ko
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During transfer, the Transfer button (5) in the Viz One Browser will be inactive. To add severa clips
from Viz One simultaneously, add more Clip Channels. When correctly configured, the traffic light icon
to the right of the drop-down menu will be green (2). If the Viz One integration has been incorrectly
configured, the tool-tip for the traffic light icon will display a problem description.

When set to On, the transfer status for each clip channel will show as a progress bar in the Viz One
Transfer Status pane. This pane’s visibility depends on the M ediaftp (File Transfer) and Fsmon (File
System Monitor) services being installed and running, and that the Viz One (M essageQueue Server) is
correctly configured. Please refer to the Viz Engine Administrator’s Guide for detailed information on how
to configure and install these services.
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7.6 Keying Mode

There are four types of keying modes built into Viz Artist, which can be used with Media Assets applied
as Texture:

® Linear Key
® ChromaKey
® M-zoneKey
® |LiberoKey

7.6.1 Linear Key

Linear key isthe standard keying technique, and can be used for most applications. Thisisalogical key
(enabled by the Key plug-in):

® |f avideo or clip channel is applied to an object it istreated the same way as if it would be a static
image.

® |fitisused asabackground imageit isthefirst item to be drawn and all objectsin the scene are
drawn on top of it regardless of the key settingsin the global section of scene settings.

® |fitisset asthe foreground imageit will be the last item to be drawn and all other objects will only
be visible in the parts of the screen where the key/al pha of the video is not 100% (opagque)

7.6.2 ChromaKey
Chromakey is mostly used with avirtual studio.

In chroma keying mode the key/alpha channel for the video source is generated for each field or frame.
When used in avirtual studio, the video source should be dragged into the foreground image. This way
items in the scenes without a key will be drawn first followed by the video source and last items with key
information. This drawing order alows for semi transparent objects to be drawn in front of the talent.

The chroma keyer can also be used to cutout people or objects which were filmed in front of a blue or
green screen for head shots or product placement. For sports applications where only one color needs to be
keyed out the chroma keyer can also be used.

7.6.3 M-zone Key

M-zone key is often used in outdoor sporting events broadcasts.
The multi zone keyer prepares the input video to be keyable by the chroma keyer plug-insin the scene
tree. It istypically used in sports productions where more than one color needs to be keyed out. The video

source needs to be dragged into the background image in global settings. An unlimited number of Chroma
Keyer plug-ins can be created in the scene, each keying out a different color.
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7.6.4 Libero Key

If Viz Libero Clips are to be played, the Keyer must be set to Libero. Thisway the chroma key settings
from the Viz Libero Clip will be used. Make sure that the clip comes with the Camera D (. ci d),
Tracking Data (. t r k) and Chroma Key Settings(. col ) files.

7.6.5 Keying Best Practices

This section contains information on some best practices when Keying.

® Take advantage of the self-configuration
Before you start to play with the different parameters, let the system configure by itself. Select a
section of the image, which containsin best case al color tones, you want to key. If you have no
foreground objects, you can set the whole input video as section for the self-configuration.

* Modify the keying color
Put your real foreground objects into the Scene. Mostly your objects will still have a blue edge after
the self-configuration. To eliminate it, increase the Outer and Inner UV -Radius. When increasing the
Inner UV-Radius have alook at opague foreground objects in the video. It is perfectly configured if
it cuts off also alittle bit of the object. Have alook at tiny things, like hair or transparent objects and
modify the Outer UV-Radius to get a smooth fade out at the edges of these objects.

® Desaturatethe blue/green edges
Up till now you have prabably had tiny edges around people or objects which are close to the
background color. If you enable color correction by setting it to blue or green, the color will be
replaced.

¢ Add highlights and shadows
By modifying the add highlights and add shadows, borders of objects will show, that you have keyed
before by setting the inner and outer radius.

® Play around with it
You can either try to improve the keyer by increasing or decreasing the values, or you just play
around with it.

7.6.6 Keying Mode Configuration

The Keying mode parameters are split into six panels.

This section contains the following topics and procedures:

® UV Lookup

® U-Coalor/V-Color

® Color Correction

® Restore Dark Colors/Shadows
® Restore Bright Colors

® Sample

® To Configure Keying Mode
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UV Lookup

Keving ru1ud.=

UV Lookup . | Mouse Sampling
C‘Fear

® UV Lookup: DragaUV Look up image to the place holder. Click Bl to reset the UV Lookup image
box

® Mouse Sampling: Collect the chromainformation out of avideo signal, at the position of the mouse
pointer.
Hold the left mouse button and move the mouse around to add the colors at the mouse pointer
location to the chroma key table. To remove the colors from the chroma key table, hold down <Alt>
while repeating this procedure.

IMPORTANT! ChromaKey picking is not supported if the same input source is used in
different scenes loaded as layers within a scene, or if GPU Direct is enabled in Viz Config.

® Save: Saveamodified UV LookUp image
® Clear: Remove the current UV LookUp texture from the current scene (no colors are removed from
the image)
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U-Color/V-Color

U-Color 0.5 ;l_ V-Color
Inner LW-Diameter 0.1 ||:|_ Outer UW-Diameter

U

® U-Color and V-Color: Set the background color in the YUV color space. The point set by these two
parametersis the reference for the next parameters, which determine the colors to remove.

® |nner UV-Diameter/ Outer UV-Diameter: All colors between the point defined by the U and V-
Color and the Inner UV-Diameter are removed completely and for all colors between the I nner
UV-Diameter and the Outer UV-Diameter the transparency will be set to a value between 0% and
100%.
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Color Correction

Color Correction is especialy helpful to remove chroma bleed.

- " — "y
Yallow Sam 9.5 |—|H Brightn=ss

® Color Correction: blue or green colors can be removed completely from the image:
® Off: Color Correction isnot in use
® Blue: The parametersfor Cyan and M agentaGain are active
® Green: The parametersfor Cyan and Y ellowGain are active
High Gain values for all these parameters mean that nearly all tones of this color will stay
unchanged. Low Gain values signify that thistone will be removed completely from the image.

® Brightness: Set the gain value of the Chroma Key area as required, in relation to the background.
Useful, for instance, for tuning the video going through the chroma keyer if the light in the studio
changesin avirtua studio setup. Value 1 means keep the origina intensity, below 1 means darker,
above 1 brightens.

Restore Dark Colors/Shadows

Restore Dark Colors/Shadows

Complete Restoration to

Gain

® Restore Dark Colorg/Shadows: When set to Active all pixelswith aluminance lower than complete
restoration to the key/alphawill be make the pixel 100% opague.
A pixel with aluminance between Complete Restor ation to and Zer o Restoration from the key
valueisinterpolated between 0 and 100%. This key is compared with the results of the Chroma Key
and the higher value will be used. The key value of a pixel where the luminanceis higher than Zero
Restoration from will stay unchanged. Gain can be used to darken dark colors even more, if itis set
below 1.0. Gain isonly applied to pixels with luminance between 0 and Zero Restoration To.
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JTipGain.isuseful inavirtual studio, where the sef. design.uses dark .colors.in.a shadow, but.............
when seen through the camera the shadow is lighter, in color, than the floor. A darker shadow
will make the final composition more believable.

Restore Bright Colors

Restore Brnght Colors

Zero Restoration to 0.7 — Complete Restoration from

Gain

® Restore Bright Colors: When set to Active all pixels with aluminance higher than complete

restoration to the key/alphawill be making the pixel 100% opaque.
For a pixel with aluminance between Complete Restoration to and Zero Restoration from, the
key vaueisinterpolated between 0 and 100%. This key is compared with the results of the Chroma
Key and the higher value will be used. The key value of a pixel where the luminanceislower than
Zero Restoration from will stay unchanged. Gain can be used to make bright colors show even
brighter. Gain isonly applied to pixels with aluminance between 1 and Zero Restoration To.

| Luminance: |

Inner Shadows Outer Shadows Cter Highlights Inner Highlights

Sample
The Sample functions define a section in the video input, which can make the Chroma Key results more
accurate.

Press Sample Now to start the self-configuration.

¢ Sample With UV Lookup:
® Set the Sample X/Y coordinates: The x/y position on the screen to select the picking color. Not
used
® Set the Upper Radius/L ower Radius
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¢ Sample Without UV Lookup:
® Set the Sample X/Y coordinates: The x/y position on the screen to select the picking color
® Set the Sample Width/Height.
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To Configure Keying Mode

1
2.
3.
4,
5.

Click Built Ins.

Click the Media Assetstab.

In the Properties panel click the Scene Settings tab

Click the Global Settings tab.

Select aMedia Asset and drag it onto the Backgr ound | mage or Foreground | mage drop-zone.

ServarStage | +TrezfStage

cat | Rarcaring | Flugr | Scrpt | Cloper |dr wirtus! Set

y il & eadbno
e W

4 L —|-.r:-..-

[4 8

6. Click onthe Media Asset in the Media Asset Manager (this opensthe Media Asset tab in the
Scene Settings panel).

7. Inthe Keying Mode row, click the relevant button to enable a keying method. Options are:
® Linear Key
® ChromaKey
® M-zoneKey
® LiberoKey

Note: To use the M-zone key, the Chroma Keyer plug-in must also be used. Drag the
Chroma Keyer plug-in to the container which holds the video texture in the Scene Tree.

8. Inthe Keying Maode row, click the arrow (1) to open up the Keying Mode Configuration.
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9. Configurethe U-Color and V-Color (set the background color in the YUYV color space). The
point set by these two parametersiis the reference for the next parameters, which determine the
colorsto remove.

All colors between the point defined by the U-Color and V-Color and the Inner UV-Diameter
will be removed completely, and all colors between the Inner UV-Diameter and the Outer UV-
Diameter the transparency will be set to a value between 0% and 100%.

10. Configure the Sample X/Y coordinates and the Sample Width/Height (Upper Radius/L ower
Radius with UV Lookup). These parameters define a section of the background in the video-
input. Press Sample Now to start the self-configuration.

11. Configure Color Correction. This can help to completely remove the blue or green colors from
the image.

12. Configure the Luminance Control:

® Restore Dark Colorg/Shadows: All pixels with aluminance lower than complete
restoration to the key/al pha will be make the pixel 100% opague.

® Restore Bright Colors: All pixels with aluminance higher than Complete Restoration to
the key/a phawill be making the pixel 100% opague.

7.7 Seamless Input Channel Switcher

This feature works as a software enabled video and audio crossbar (a coordinated switching system). In
earlier versions of Viz Engine every video channel was bound to one physical video in a channel. The use
of another physical input was only possibleif the setting in the Viz Configuration was changed.

Seamless input channel switching changes this binding seamlessly, even during play out. It is also possible
to use more inputs than the number of licensed channels, for example, if avideo card is equipped with an
X.RIO card. However, only the number of licensed channels can be used simultaneously. At the moment
the switching is only possible with commands.

Theinitial setting is defined by the configuration. In run time change the used video input channel with
the commands listed here:
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® Changethelnput Channel
The command, RENDERER* VI DEC* VI DEQI N* 1* LEASE SET B, sets video channel 1 to use
physical input B asits source. If used during play out, the change happens at the next frame. If you
try to lease an invalid channel or a channel that is currently used by another Viz Engine input, you
will get Invalid as aresullt.

® Check thelnput Channel
The command, RENDERER* VI DEO* VI DEQl N* 2* LEASE GET, checks which physical input is
currently mapped to Viz Engine’s channel 2.

® Releasethelnput Channel
The command, RENDERER* VI DEC* VI DEOI N* 1* LEASE REL EASE, releases the currently
captured physical input channel.

® Get the Free Physical Inputs
The command, RENDERER* VI DEO* VI DEQl N* 3* FREE_DEVI CES GET, lists the free physical
inputs as acomma separated list (e.g. A, C, E, F).

7.8 Supported Codecs
This section detail s the supported Codecs for all supported Video Cards used by Vizrt.

7.8.1 Matrox Codecs

The Matrox X.mio series cards all support a selection of different codecs for both SD and HD. Certain
codecs require certain card classes. Depending on the card class, a license upgrade may be required to
extend the range of codecs supported by the installed video card. The Matrox video cards have a built-in
license dongle used by the Matrox codecs to determine licensing rights.

® For the Matrox X.mio, X.mio2 and X.mio2 Plus video cards, the following classes apply:

® 6000 class: SD codecs only. No D10

® 8000 class: SD, HD, D10 and D12 codecs

® 8500 class: SD, HD, D10 and D12 codecs, and Apple ProRes playback capabilities
® For the Matrox X.mio3 and DSX LE 4 video cards, the following classes apply:

® 100 class: No clip playback

® 500 class: SD and HD clip playback

® 550 class: SD and HD clip playback, including support for Apple ProRes codecs

All codecs are implemented in the software.

7.8.2 QuickTime Codecs for the Viz Artist/Engine 64-bit Platform

Although QuickTime is natively supported by the Matrox clip player, which is available with any Matrox
video card or Matrox X.Open dongle, the QuickTime player cannot be used as fallback device on a 64-bit
Viz Engine. A 64-bit Viz Engine requires Matrox hardware to utilize QuickTime codecs for clip playback
and post-rendering with MatroxFileWriter and ClipOut channel.

The following QuickTime codecs are supported:
® RLE (animation): (Playback only)

* H264
® Apple ProRes
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* HDV

® XDCam

®* DVCPro

® DNxHD - Requires Matrox X.mio2, X.mio2 Plus or X.mio3 Video board

Matrox cards support the following codec types and formats:

® Matrox Codecs
® QuickTime Codecs for the Viz Artist/Engine 64-bit Platform
® PAL Codecs
®* MPEG2 IFrame
* MPEG2 IBP
® MJPEG Lossless
* DVCAM
® DVCPRO
* XDCAM
* H264
® ProRes
® Uncompressed
® NTSC Codecs
®* MPEG2 IFrame
* MPEG2 IBP
® MJPEG Lossless
* DVCAM
® DVCPRO
* XDCAM
* H264
® ProRes
® Uncompressed
® 720p50 and 720p59.94 (60M) Codecs
®* MPEG2 IFrame
* MPEG2 IBP
® DVCPROHD
* HDV
¢ XDCAM HD
® DNxHD
® AVC-Intra
* H264
® ProRes
® Uncompressed
® 1080i25 and 1080i29.97 (30M) Codecs
®* MPEG2 IFrame
* MPEG2IBP
* DVCPROHD
* HDV
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¢ XDCAM HD
® DNxHD
® AVC-Intra
* H264
® ProRes
® Uncompressed
1080p50 and 1080p59.94 (60M) Codecs
® MPEG2 IFrame
® ProRes
® 2160p UHDTV Codecs
® MPEG2 IFrame
®* ProRes
* XAVC
® QuickTime Writer plug-in Codecs
® DVS and Bluefish Codecs

7.8.3 PAL Codecs

MPEG2 |Frame
Container Codec Features Audio
avi MPEG2- Alpha: noBitrate: 10-  No AudioPCM:- 2 ch:
IFramed422720x576 50Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32hit; 48kHz
avi MPEG2- Alpha yesBitrate: 10- No AudioPCM:- 2 ch:
IFrame4224720x576  50Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
MPEG2 IBP
Container Codec Features Audio
avi MPEG2 IBP SD 4:2:0, Alpha: noBitrate: 1- No AudioPCM:- 2 ch:
itemary, Program, 15Bitdepth: 8VBI: N 24in 32bit; 48kHz- 4
Transport720x576 /ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
avi MPEG2 IBP SD 4:2:2, Alpha: noBitrate: 5- No AudioPCM:- 2 ch:

itemary, Program,
Transport720x576

50Bitdepth: 8VBI: N
/ATimecode: N/A

24 in 32bit; 48kHz- 4
ch: 24 in 32bit; 48kHz-




Container Codec Features Audio
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
.mxf MPEG2 IBP SD 4:2:0, Alpha: noBitrate: 1- No AudioPCM:- 2 ch:
itemary, Program, 15Bitdepth: 8VBI: N 24in 32hit; 48kHz- 4
Transport720x576 /ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
.mxf MPEG2 IBP SD 4:2:2, Alpha: noBitrate: 5- No AudioPCM:- 2 ch:
itemary, Program, 50Bitdepth: 8VBI: N 24 in 32hit; 48kHz- 4
Transport720x576 /ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
MJPEG Loss ess
Container Codec Features Audio
avi MJIPEG Alpha: noBitrate: No AudioPCM:- 2 ch:
L ossless720x576 160Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
DVCAM
Container Codec Features Audio
avi DV/DVCAM 4:2: Alpha: noBitrate: No AudioPCM:- 2 ch:
0720x576 25Bitdepth: 8VBI: N 24 in 32hit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
.av DVCAM 4:2:0720x576 Alpha noBitrate: No AudioPCM:- 2 ch:
25Bitdepth: 8VBI: N 16 in 16bit; 48kHz
/ATimecode: N/A
.mov DVCAM 4:2:0720x576 Alpha: noBitrate: No AudioPCM:- 2 ch:

25Bitdepth: 8VBI: N
/ATimecode: N/A

24 in 32bit; 48kHz- 4
ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
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Container

Codec

Features

Audio

.mxf (OP1a)

DVCAM 4:2:0720x576

Alpha: noBitrate:

25Bitdepth: 8VBI:

/ATimecode: N/A

No AudioPCM:- 4 ch:
16 in 16bit; 48kHz

DVCPRO

Container

Codec

Features

Audio

avi

DVCPRO 4:1:
1720x576

Alpha: noBitrate:

25Bitdepth: 8VBI:

/ATimecode: N/A

No AudioPCM:- 2 ch:
24 in 32bit; 48kHz- 4
ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz

DVCPRO 50 4:2:
2720x576

Alpha: noBitrate:

50Bitdepth: 8VBI:

/ATimecode: N/A

No AudioPCM:- 2 ch:
24 in 32bit; 48kHz- 4
ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz

.av

DVCPRO 4:1:
1720x576

Alpha: noBitrate:

25Bitdepth: 8VBI:

/ATimecode: N/A

No AudioPCM:- 2 ch:
16 in 16bit; 48kHz

.dv

DVCPRO 50 4:2:
2720x576

Alpha: noBitrate:

50Bitdepth: 8VBI:

/ATimecode: N/A

No AudioPCM:- 2 ch:
16 in 16bit; 48kHz

.mov

DVCPRO 4:1:
1720x576

Alpha: noBitrate:

25Bitdepth: 8VBI:

/ATimecode: N/A

No AudioPCM:- 2 ch:
24 in 32bit; 48kHz- 4
ch: 24 in 32hit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32hit; 48kHz

.mov

DVCPRO 50 4:2:
2720x576

Alpha: noBitrate:

50Bitdepth: 8VBI:

/ATimecode: N/A

No AudioPCM:- 2 ch:
24 in 32bit; 48kHz- 4
ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz

.mxf (OP1a)

DVCPRO 4:1:
1720x576

Alpha: noBitrate:

25Bitdepth: 8VBI:

/ATimecode: N/A

No AudioPCM:- 2 ch:
24 in 32bit; 48kHz- 4
ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
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Container Codec Features Audio
.mxf (OP1a) DVCPRO 50 4:2: Alpha: noBitrate: No AudioPCM:- 2 ch:
2720x576 50Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf Panasonic P2 (OP-Atom) DVCPRO 4:1: Alpha: noBitrate: No Audio
1720x576 25Bitdepth: 8VBI: N
/ATimecode: N/A
.mxf Panasonic P2 (OP-Atom) DVCPRO 50 4:2: Alpha: noBitrate: No Audio
2720x576 50Bitdepth: 8VBI: N
/{ATimecode: N/A
XDCAM
Container Codec Features Audio
.mxf XDCAM (OP1a) D10 (IMX) 4.2 Alpha: noBitrate: AESS3- 4 ch: 24in
2720x608 50Bitdepth: 10VBI: 32bit; 48kHz- 8 ch: 24
requiredTimecode: in 32bit; 48kHz
required
H264
Container Codec Features Audio
.mov H.264/AVC720x576  Alpha: noBitrate: No AudioPCM:- 2 ch:
VBRBitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
ProRes
Container Codec Features Audio
.mov ProRes 422720x576 Alpha: no Bitrate: No Audio- 2 ch: 24in
42Bitdepth: 8VBI: N 32bit; 48kHz- 4 ch: 24
/ATimecode: N/A in 32hit; 48kHz- 8 ch:
24 in 32hbit; 48kHz- 16
ch: 24 in 32bit; 48kHz
.mov ProRes 422 HQ Alpha noBitrate: No Audio- 2 ch: 24 in
720x576 63Bitdepth: 8VBI: N 32bit; 48kHz- 4 ch: 24

/ATimecode: N/A

in 32bit; 48kHz- 8 ch:
24 in 32bit; 48kHz- 16
ch: 24 in 32bit; 48kHz
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Uncompressed

Container Codec Features Audio
avi Uncompressed YUVU  Alpha: noBitrate: No AudioPCM:- 2 ch:
4:2:2720x576 160Bitdepth: 8VBI: N 24 in 32hit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32hit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
avi Uncompressed Alpha: yesBitrate: No AudioPCM:- 2 ch:
YUAVUA 4:2:2: 240Bitdepth: 8VBI: N 24 in 32hit; 48kHz- 4
4720x576 /ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
7.8.4 NTSC Codecs
MPEG2 |Frame
Container Codec Features Audio
avi MPEG2- Alpha noBitrate: 10-  No AudioPCM:- 2 ch:
IFramed22720x480 50Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz
avi MPEG2- Alpha: yesBitrate: 10- No AudioPCM:- 2 ch:
IFramed224720x480  50Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32hit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
MPEG2 IBP
Container Codec Features Audio
avi MPEG2 IBP SD 4:2:0, Alpha: noBitrate: 1- No AudioPCM:- 2 ch:
itemary, Program, 15Bitdepth: 8VBI: N 24 in 32hit; 48kHz- 4
Transport720x480 /ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
avi

348



Container Codec Features Audio
MPEG2 IBP SD 4:2:2, Alpha: noBitrate: 5- No AudioPCM:- 2 ch:
itemary, Program, 50Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
Transport720x480 /ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf (OP1a) MPEG2 IBP SD 4:2:0, Alpha: noBitrate: 1- No AudioPCM:- 2 ch:
itemary, Program, 15Bitdepth: 8VBI: N 24in 32bit; 48kHz- 4
Transport720x480 /ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf (OP1a) MPEG2 IBP SD 4:2:2, Alpha: noBitrate: 5- No AudioPCM:- 2 ch:
itemary, Program, 50Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
Transport720x4380 /ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
MJPEG Lossless
Container Codec Features Audio
avi MJIPEG Alpha: noBitrate: No AudioPCM:- 2 ch:
L ossless720x480 VBRBitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
DVCAM
Container Codec Features Audio
avi DV/DVCAM 4:1: Alpha: noBitrate: No AudioPCM:- 2 ch:
1720x480 25Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
av DV/DVCAM 4:1: Alpha: noBitrate: No AudioPCM:- 2 ch:
1720x480 25Bitdepth: 8VBI: N 16in 16bit; 48kHz
/ATimecode: N/A
.mov DVCAM 4:1:1720x480 Alpha: noBitrate: No AudioPCM:- 2 ch:

25Bitdepth: 8VBI: N
/ATimecode: N/A

24 in 32bit; 48kHz- 4
ch: 24 in 32bit; 48kHz-
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Container Codec Features Audio
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz

.mxf (OP1a) DVCAM 4:1:1720x480 Alpha: noBitrate: No AudioPCM:- 4 ch:

25Bitdepth: 8VBI:

/ATimecode: N/A

16 in 16bit; 48kHz

.mxf Panasonic P2 (OP-Atom) DV/DVCAM 4:1: Alpha: noBitrate: No Audio
1720x480 25Bitdepth: 8VBI:
/ATimecode: N/A
DVCPRO
Container Codec Features Audio
avi DVCPRO 4:1: Alpha: noBitrate: No AudioPCM:- 2 ch:
1720x480 25Bitdepth: 8VBI: 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
avi DVCPRO 50 4:2:2 Alpha noBitrate: No AudioPCM:- 2 ch:
720x480 50Bitdepth: 8VBI: 24 in 32bit; 48kHz- 4
[ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz
av DVCPRO 4:1: Alpha: noBitrate: No AudioPCM:- 2 ch:
1720x480 25Bitdepth: 8VBI: 16 in 16bit; 48kHz
/ATimecode: N/A
av DVCPRO 50 4:2: Alpha: noBitrate: No AudioPCM:- 2 ch:
2720x480 50Bitdepth: 8VBI: 16 in 16bit; 48kHz
/ATimecode: N/A
.mov DVCPRO 4:1: Alpha: noBitrate: No AudioPCM:- 2 ch:
1720x480 25Bitdepth: 8VBI: 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.mov DVCPRO 50 4:2: Alpha: noBitrate: No AudioPCM:- 2 ch:
2720x480 50Bitdepth: 8VBI: 24 in 32bit; 48kHz- 4

/ATimecode: N/A

ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32hit; 48kHz
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Container Codec Features Audio
.mxf DVCPRO 4:1: Alpha: noBitrate: No AudioPCM:- 2 ch:
1720x480 25Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf DVCPRO 50 4:2: Alpha: noBitrate: No AudioPCM:- 2 ch:
2720x480 50Bitdepth: 8VBI: N 24 in 32hit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf Panasonic P2 (OP-Atom) DVCPRO 4:1: Alpha: noBitrate: No Audio
1720x480 25Bitdepth: 8VBI: N
/ATimecode: N/A
.mxf Panasonic P2 (OP-Atom) DVCPRO 50 4:2: Alpha noBitrate: No Audio
2720x480 50Bitdepth: 8VBI: N
/ATimecode: N/A
XDCAM
Container Codec Features Audio
.mxf XDCAM (OP1a) D10 (IMX) 4.2 Alpha: no Bitrate: 30, AES3-4ch: 24in
2720x512 40, 50Bitdepth: 10VBI: 32bit; 48kHz- 8 ch: 24
requiredTimecode: in 32bit; 48kHz
required
H264
Container Codec Features Audio
.mov H.264/AVC720x480  Alpha noBitdepth: No AudioPCM:- 2 ch:
8VBI: N/ATimecode: N 24 in 32bit; 48kHz- 4
/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz
ProRes
Container Codec Features Audio
.mov ProRes 422720x486 Alpha: noBitrate: 42

Bitdepth: 8 VBI: N/A
Timecode: N/A
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Container Codec Features Audio
No Audio- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24
in 32bit; 48kHz- 8 ch:
24 in 32hit; 48kHz- 16
ch: 24 in 32hit; 48kHz
.mov ProRes 422 Alpha: no Bitrate: 63  No Audio- 2 ch: 24in
HQ720x486 Bitdepth: 8 VBI: N/A  32bit; 48kHz- 4 ch: 24
Timecode: N/A in 32bit; 48kHz- 8 ch:
24 in 32hit; 48kHz- 16
ch: 24 in 32hit; 48kHz
Uncompressed
Container Codec Features Audio
avi Uncompressed YUVU  Alpha: noBitrate: No AudioPCM:- 2 ch:
4:2:2720x480 160Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
avi Uncompressed Alpha: yesBitrate: No AudioPCM:- 2 ch:
YUAVUA 4:2:2: 240Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
4720x480 /ATimecode: N/A ch: 24 in 32bit; 48kHz-

8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in

32bit; 48kHz
7.8.5 720p50 and 720p59.94 (60M) Codecs
MPEG2 |IFrame
Container Codec Features Audio
avi MPEG2- Alpha: noBitrate: 50-  No AudioPCM:- 2 ch:
IFrame4221280x720  300Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz
avi MPEG2- Alpha: yesBitrate: 50- No AudioPCM:- 2 ch:
IFrame42241280x720  300Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4

/ATimecode: N/A

ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
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MPEG2 IBP

Container Codec Features Audio
avi MPEG2 IBPHD 4:2:0, Alpha noBitrate: 50- No AudioPCM:- 2 ch:
itemary, Program, 300Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
Transport1280x720 /ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
avi MPEG2 IBPHD 4:2:2, Alpha noBitrate: 50-  No AudioPCM:- 2 ch:
itemary, Program, 300Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
Transport1280x720 /ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf (OP1a) MPEG2, IBPHD 4:2:0, Alpha: noBitrate: 50- No AudioPCM:- 2 ch:
itemary, Program, 300Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
Transport1280x720 /ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf (OP1a) MPEG2, IBPHD 4:2:2, Alpha: noBitrate: 50-  No AudioPCM:- 2 ch:
itemary, Program, 300Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
Transport1280x720 /ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
DVCPRO HD
Container Codec Features Audio
avi DVCPRO Alpha: noBitrate: No AudioPCM:- 2 ch:
HD1280x720 100Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/{ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
av DVCPRO Alpha: noBitrate: No AudioPCM:- 2 ch:
HD1280x720 100Bitdepth: 8VBI: N 16 in 16bit; 48kHz
/ATimecode: N/A
.mov DVCPRO Alpha noBitrate:
HD1280x720 100Bitdepth: 8V BI: N

/ATimecode: N/A
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Container Codec Features Audio
No AudioPCM:- 2 ch:
24 in 32bit; 48kHz- 4
ch: 24 in 32hit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32hit; 48kHz
.mxf (OP1a) DVCPRO Alpha: noBitrate: No AudioPCM:- 2 ch:
HD1280x720 100Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
.mxf Panasonic P2 (OP-Atom) DVCPRO Alpha: noBitrate: No Audio
HD1280x720 100Bitdepth: 8VBI: N
/ATimecode: N/A
HDV
Container Codec Features Audio
.mov HDV 1280x720 Alpha: noBitrate: No AudioPCM:- 2 ch:
25Bitdepth: 8VBI: N 24 in 32hit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
XDCAM HD
Container Codec Features Audio
.mov XDCam EX1280x720 Alpha: noBitrate: No AudioPCM:- 2 ch:
25CBR, 24 in 32bit; 48kHz- 4
35VBRBitdepth: 8VBI: ch: 24 in 32hit; 48kHz-
N/ATimecode: N/A 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
.mov XDCam HD Alpha noBitrate: 18-  No AudioPCM:- 2 ch:
4221280720 35Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.mp4 XDCam EX1280x720 No AudioPCM:- 2 ch:

24 in 32bit; 48kHz- 4
ch: 24 in 32bit; 48kHz-

354



Container

Codec

Features

Audio

Alpha: noBitrate:
25CBR,

35VBRBitdepth: 8VBI:

N/ATimecode: N/A

8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz

.mxf XDCAM (OP1a)

XDCAM HD, IBPHD
4:2:0,itemary, Program,

Alpha: noBitrate:
25Bitdepth: 8VBI: N

No AudioPCM:- 2 ch:
16 in 16bit; 48kHz- 4

Transport1280x720 /ATimecode: N/A ch: 16 in 16bit; 48kHz
.mxf XDCAM (OP1a) XDCAM HD422, IBP  Alpha: noBitrate: PCM:-8ch: 24in
HD 4:2:2,1280x720  50Bitdepth: 8VBI: N 32hit; 48kHz
/{ATimecode: N/A
DNxHD
Container Codec Features Audio
.mxf (OP-Atom) DNxHD 145, 220, Alpha: noBitrate: No Audio

220x1280x720

100Bitdepth: 8, 10VBI:

N/ATimecode: N/A

.mxf (OP1a) DNxHD 145, 220, Alpha noBitrate: No AudioPCM:- 2 ch:
220x1280x720 100Bitdepth: 8, 10VBI: 24 in 32bit; 48kHz- 4
N/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.mov DNxHD 4:2:21280x720 Alpha: noBitrate: 36,  No AudioPCM:- 2 ch:
145, 220Bitdepth: 8; 24 in 32bit; 48kHz- 4
10VBI: N/ATimecode: ch: 24 in 32bit; 48kHz-
N/A 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
AVC-Intra
Container Codec Features Audio
.mxf (OP1a) AVClntraClass Alpha: noBitrate: No AudioPCM:- 2 ch:
501280x720 50Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32hit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf (OP1a) AVClintraClass Alpha: noBitrate:
1001280x720 100Bitdepth: 8VBI: N

/ATimecode: N/A
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Container

Codec

Features

Audio

No AudioPCM:- 2 ch:
24 in 32bit; 48kHz- 4
ch: 24 in 32hit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in

32bit; 48kHz
.mxf Panasonic P2 (OP-Atom) AVClntraClass Alpha: noBitrate: No Audio
501280x720 50Bitdepth: 8VBI: N
/ATimecode: N/A
.mxf Panasonic P2 (OP-Atom) AVClntraClass Alpha: noBitrate: No Audio
1001280x720 100Bitdepth: 8VBI: N
/{ATimecode: N/A
H264
Container Codec Features Audio
.mov H.264/AVC1280x720 Alpha: noBitrate: No AudioPCM:- 2 ch:
VBRBitdepth: 8; 24 in 32bit; 48kHz- 4
10VBI: N/ATimecode: ch: 24 in 32bit; 48kHz-
N/A 8 ch: 24 in 32bit;
48kHz- 16 ch: 24in
32bit; 48kHz
.mp4 XDCAM EX1280x720 Alpha: noBitrate: No AudioPCM:- 2 ch:
VVBRBitdepth: 8; 24 in 32bit; 48kHz- 4
10VBI: N/ATimecode: ch: 24 in 32bit; 48kHz-
N/A 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
ProRes
Container Codec Features Audio
.mov I-Frame 4:2:21280x720 Alpha: noBitrate: 100 No AudioPCM:- 2 ch:
(LT, 147, 220 (HQ) 24 in 32bit; 48kHz- 4
Bitdepth: 10VBI: N ch: 24 in 32bit; 48kHz-
[ATimecode: N/A 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.mov I-Frame 4:4:4: Alpha: yesBitrate: No AudioPCM:- 2 ch:
41280x720 VBRBitdepth: 8, 24 in 32bit; 48kHz- 4

10V BI: N/ATimecode:

N/A

ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
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Uncompressed

Container Codec Features Audio
avi Uncompressed YUVU  Alpha noBitrate: No AudioPCM:- 2 ch:
4:2:21280x720 700Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
avi Uncompressed Alpha: yesBitrate: No AudioPCM:- 2 ch:
YUAVUA 4:2:2: 1050Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
41280x720 /ATimecode: N/A ch: 24 in 32bit; 48kHz-

8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in

32bit; 48kHz
7.8.6 1080i25 and 1080i29.97 (30M) Codecs
MPEG2 |IFrame
Container Codec Features Audio
avi MPEG2- Alpha: noBitrate: 50-  No AudioPCM:- 2 ch:
IFrame4221920x1080 300Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
avi MPEG2- Alpha yesBitrate: 50- No AudioPCM:- 2 ch:
IFrame42241920x1080 300Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bhit;
48kHz- 16 ch: 24 in
32bit; 48kHz
MPEG2 IBP
Container Codec Features Audio
avi MPEG2 IBPHD 4:2:0, Alpha noBitrate: 50-  No AudioPCM:- 2 ch:
itemary, Program, 300Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
Transport1920x1080  /ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bhit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.avi
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Container Codec Features Audio
MPEG2 IBPHD 4:2:2, Alpha noBitrate: 50- No AudioPCM:- 2 ch:
itemary, Program, 300Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
Transport1920x1080  /ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf (OP1a) MPEG2, IBPHD 4:2:0, Alpha: noBitrate: 50-  No AudioPCM:- 2 ch:
itemary, Program, 300Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
Transport1920x1080  /ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf (OP1a) MPEG2, IBPHD 4:2:2, Alpha: noBitrate: 50- No AudioPCM:- 2 ch:
itemary, Program, 300Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
Transport1920x1080  /ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
DVCPRO HD
Container Codec Features Audio
avi DVCPRO Alpha: noBitrate: No AudioPCM:- 2 ch:
HD1920x1080 100Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
av DVCPRO Alpha: noBitrate: No AudioPCM:- 2 ch:
HD1920x1080 100Bitdepth: 8VBI: N 16 in 16hit; 48kHz
/ATimecode: N/A
.mov DVCPRO Alpha: noBitrate: No AudioPCM:- 2 ch:
HD1440x1080 100Bitdepth: 10VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf (OP-Atom) DVCPRO Alpha: noBitrate: No Audio
HD1440x1080 100Bitdepth: 10VBI: N
/ATimecode: N/A
.mxf (OP1a) DVCPRO Alpha: noBitrate: No AudioPCM:- 2 ch:
HD1440x1080 100Bitdepth: 10VBI: N 24 in 32bit; 48kHz- 4

/ATimecode: N/A

ch: 24 in 32bit; 48kHz-
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Container Codec Features Audio
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
HDV
Container Codec Features Audio
.mov HDV1440x1080 Alpha: noBitrate: No AudioPCM:- 2 ch:
25Bitdepth: 8VBI: N 24 in 32hit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
XDCAM HD
Container Codec Features Audio
.mov XDCam EX1920x1080 Alpha: noBitrate: No AudioPCM:- 2 ch:
25CBR, 24 in 32bit; 48kHz- 4
35VBRBItdepth: 8VBI: ch: 24 in 32bit; 48kHz-
N/ATimecode: N/A 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
.mov XDCam HD1440x1080 Alpha: noBitrate: No AudioPCM:- 2 ch:
35Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
.mov XDCam HD Alpha noBitrate: 18- PCM:-2ch: 24in
4221920x1080 35Bitdepth: 8VBI: N 32bit; 48kHz- 4 ch: 24
/ATimecode: N/A in 32bit; 48kHz- 8 ch:
24 in 32bit; 48kHz- 16
ch: 24 in 32bit; 48kHz
.mp4 XDCam EX 1920x1080 Alpha: no Bitrate: No AudioPCM:- 2 ch:
25CBR, 35VBR 24 in 32hit; 48kHz- 4
Bitdepth: 8 VBI: N/A  ch: 24 in 32bit; 48kHz-
Timecode: N/A 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
.mxf (OP1a) XDCAM HD,IBP HD 4: Alpha: noBitrate: No AudioPCM:- 2 ch:

2:0,itemary,Program,
Transport1920x1080

25Bitdepth: 8VBI: N
/ATimecode: N/A

16 in 16bit; 48kHz- 4
ch: 16 in 16bit; 48kHz
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DNxHD

Container

Codec

Features

Audio

.mxf (OP-Atom)

DNxHD 145, 220, 220x
1920x1080

Alpha: noBitrate:

100Bitdepth: 8, 10V BI:

N/ATimecode: N/A

No Audio

.mxf (OP1a) DNxHD 145, 220, Alpha: noBitrate: No AudioPCM:- 2 ch:
220x1920x1080 100Bitdepth: 8, 10VBI: 24 in 32bit; 48kHz- 4
N/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.mov DNXxHD 4:2: Alpha: noBitrate: 36, No AudioPCM:- 2 ch:
21920x1080 145, 220Bitdepth: 8; 24 in 32hit; 48kHz- 4
10VBI: N/ATimecode: ch: 24 in 32bit; 48kHz-
N/A 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
AVC-Intra
Container Codec Features Audio
.mxf (OP-Atom) AVClntraClass Alpha: noBitrate: No Audio
501440x1080 50Bitdepth: 10VBI: N
/ATimecode: N/A
.mxf (OP-Atom) AV ClntraClass 100 Alpha: noBitrate: No Audio

1920x1080 100Bitdepth: 10VBI: N
/ATimecode: N/A
.mxf (OP1a) AVClntraClass Alpha: noBitrate: No AudioPCM:- 2 ch:
501920x1080 50Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32hbit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
.mxf (OP1a) AVClintraClass Alpha: noBitrate: No AudioPCM:- 2 ch:
1001920x1080 100Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
H264
Container Codec Features Audio
.mov H.264/AV C1920x1080
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Container Codec Features Audio
Alpha: noBitrate: No AudioPCM:- 2 ch:
VBRBitdepth: 8; 24 in 32bit; 48kHz- 4
10VBI: N/ATimecode: ch: 24 in 32bit; 48kHz-
N/A 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
.mp4 XDCAM Alpha: noBitrate: No AudioPCM:- 2 ch:
EX1920x1080 VVBRBitdepth: 8; 24 in 32bit; 48kHz- 4
10VBI: N/ATimecode: ch: 24 in 32bit; 48kHz-
N/A 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
ProRes
Container Codec Features Audio
.mov I-Frame 4:2: Alpha noBitrate: 100 No AudioPCM:- 2 ch:
21920x1080 (LT), 147, 220 (HQ) 24 in 32bit; 48kHz- 4
Bitdepth: 10VBI: N ch: 24 in 32bit; 48kHz-
/ATimecode: N/A 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
.mov I-Frame 4:4:4: Alpha: yesBitrate: No AudioPCM:- 2 ch:
41920x1080 VVBRBitdepth: 8, 24 in 32hit; 48kHz- 4
10VBI: N/ATimecode: ch: 24 in 32bit; 48kHz-
N/A 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
Uncompressed
Container Codec Features Audio
avi Uncompressed YUVU  Alpha: noBitrate: No AudioPCM:- 2 ch:
4:2:21920x1080 800Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
avi Uncompressed Alpha: yesBitrate: No AudioPCM:- 2 ch:
YUAVUA 4:2:2: 1200Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
41920x1080 /ATimecode: N/A ch: 24 in 32bit; 48kHz-

8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz
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7.8.7 1080p50 and 1080p59.94 (60M) Codecs

MPEG2 |Frame
Container Codec Features Audio
avi MPEG2- Alpha: noBitrate: 50-  No AudioPCM:- 2 ch:
IFrame4221920x1080  300Bitdepth: 8VBI: N 24 in 32hit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
avi MPEG2- Alpha yesBitrate: 50- No AudioPCM:- 2 ch:
IFrame42241920x1080 300Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz
ProRes
Container Codec Features Audio
.mov I-Frame 4:2:2 Alpha: noBitrate: 147, No AudioPCM:- 2 ch:
1920x1080 220Bitdepth: 10VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.mov I-Frame 4:4:4:4 Alpha: yesBitrate: No AudioPCM:- 2 ch:
1920x1080 VBRBitdepth: 8, 24 in 32bit; 48kHz- 4
10VBI: N/ATimecode: ch: 24 in 32bit; 48kHz-
N/A 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
7.8.8 2160p UHDTYV Codecs
MPEG2 |Frame
Container Codec Features Audio
avi MPEG2- Alpha: noBitrate: 900- No AudioPCM:- 2 ch:
IFrame4223840x2160  1200Bitdepth: 8VBI: N 24 in 32hit; 48kHz- 4

/ATimecode: N/A

ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz
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Container Codec Features Audio
avi MPEG2- Alpha: yesBitrate: 900- No AudioPCM:- 2 ch:
IFramed42243840x2160 1200Bitdepth: 8VBI: N 24 in 32bit; 48kHz- 4
/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz
ProRes
Container Codec Features Audio
.mov |-Frame 4:2:2 Alpha: noBitrate: No AudioPCM:- 2 ch:
3840x2160 VBRBitdepth: 10VBI: 24 in 32bit; 48kHz- 4
N/ATimecode: N/A ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32hit;
48kHz- 16 ch: 24 in
32bit; 48kHz
.mov I-Frame 4:4:4:4 Alpha yesBitrate: No AudioPCM:- 2 ch:
3840x2160 VVBRBitdepth: 8, 24 in 32bit; 48kHz- 4
10VBI: N/ATimecode: ch: 24 in 32bit; 48kHz-
N/A 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32bit; 48kHz
XAVC
Container Codec Features Audio
.mxf (OP1a) H.264 level 5.2,3840  Alpha noBitrate: No AudioPCM:- 2 ch:

x2160

960Bitdepth: 8, 10,
12VBI: yesTimecode:
yes

24 in 32bit; 48kHz- 4
ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in
32hit; 48kHz

IMPORTANT! Due to its huge amount of required CPU power, it is not recommended to use this
codec. If isto be used, only use the V210 surface format.

7.8.9 QuickTime Writer plug-in Codecs

The QuickTime Writer plug-in supports these QuickTime codecs in the following formats:

Name Options
Animation Alpha: optiona
BMP Alpha: no
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Name Options
Cinepak Alpha: no
Component Video Alpha no

DV - PAL Alpha no
DV/DVCPRO - NTSC Alpha: no
DVCPRO - PAL Alpha: no
Graphics Alpha no
H.264 Alpha: no
JPEG2k Alpha: optiona
Motion JPEG A Alpha: no
Motion JPEG B Alpha no
MPEG-4 Video Alpha: no
Photo - JPEG Alpha: no
Planar RGB Alpha: optional
PNG Alpha: optiona
Sorenson Video Alpha: no
Sorenson Video 3 Alpha: no
TGA Alpha: optiona
TIFF Alpha: optiona
Uncompressed Alpha: optiona
Video Alpha: no

7.8.10 DV S and Bluefish Codecs

The DV S and Bluefish Video cards support only the Microsoft DirectShow Filter Graph framework to
render video clips. This enables play, for example, of MPEG files or streams from a server.

This means that DV S and Bluefish Video cards can play everything that can be played out by the
Windows Media Player, so it depends on what codecs/DirectShow filters are installed on the machine.

For more information on how to use video clips see Video Clip Playback Considerations and Video Clips,
in particular, the SoftClip and MoViz plug-ins.

7.9 Advanced Issues with Video Codecs

Many codecs have specific limitations and will only work on certain types of input. It is not possible to list
all things to be aware of, but here are some:
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24bit uncompressed video is valid but rare. Some programs may have difficulty in reading such files.
Try creating an uncompressed video using RGBA to create a more common 32-bit uncompressed
video.
Not all codecs support both 24bit and 32-bit video. Y ou may need to change between RGB and
RGBA to get a specific codec to work.
Some codecs will work with RGBA but will nevertheless store the video as 24bit.
If you plan to use an RGBA video in a program that can handle alpha, you need to make sure that
you have KEY Functions on containers you want to have visible. Otherwise the a pha channel will be
completely blank, thus making the whole video totally transparent.
Some codecs require a handle to the top level application window. The Viz Artist plug-in interfaceis
unable to supply such ahandle. As aresult the configuration windows of some of the codecs will fail
to show. Also, some codecs will crash unless they get ahandle.
Files created in raw uncompressed mode can display artifacts when played back in Windows Media
Player. Thisis some oddity of the Media Player. The AV video file contains pure RGB data, but the
Media Player dithersit (often using only 16 colors) for some unknown reason. As said, the video file
is correct and you should be able to import it into other video editing applications without any
problems.
The free Matrox Video for Windows (VFW) software codecs | et you render and play back Matrox .
avi files without having Matrox video hardware installed. The current release as of thiswriting (2015
/1 codec version 2.0) supports both Windows 7 and Windows 8.1. Visit the Matrox Support site for
more information and to download the codec installer: http://www.matrox.com/video/en/support
/windows/vfw_software _codecs/. On machines with a Matrox board and driver version 7.5 and
higher, you do not need to install VFW-Codecs since they are included in the driver. On machines
with aMatrox board and drivers before version 7.5, there's always a matching VFW-Codecs pack
available with the driver. However do not install Matrox VFW Codecs or any non-matching VFW-
Codecs pack on amachine with a Matrox board and drivers already installed. The following codecs
areincluded in Matrox’ s free codec pack:

®* Matrox DV/DVCAM

¢ Matrox DVCPRO

® Matrox DVCPROS50

®* Matrox DVCPRO HD

® Matrox MPEG2 |-framein SD and HD resolutions, with or without alpha

® Matrox Uncompressed in SD and HD resolutions, with or without alpha

* Matrox Offline HD (playback only)

¢ Matrox M-JPEG and HDV (playback only)
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8 Lights

Lights are used to illuminate objects in a Scene.

How lights and materials are used in a Scene makes a big difference in the appearance of arendered
Scene. Materials define how light reflects off a surface, while direct light and ambient light levels define
the light that is reflected.

If Materials are used in a Scene then lights are required as well. A Material needs to reflect light to be
visible. Without light just the ambient part of the material is visible, which meansthat the object is
rendered almost black with default settings.

Closely related to lights are shadows. Objects that have a light-source applied on them will cast a shadow
inreal life. Shadow mapping is a process by which shadows are added to 3D scenesin Viz Artist for more
realistic images, see Shadow Maps.

This section contains information on the following topics:

® TypesOf Light

® Light Editor

® Light Visualization

® Light Source Animation
® Shadow Maps

See Also

® Material Editor
®* Materids

8.1 Types Of Light

To understand what effect light has on the surface of rendered 3D objects, three types of light can be
defined:

® [oca Light
® Spot Light
® [nfinite Light

When using lights, it is important to understand the effect each type of light creates on the surface of a
rendered 3D object.

8.1.1 Local Light

Local lights have color and position within a Scene, but no single direction. They give off light equally in
all directions (isotropic light source). A light bulb is a good example of alocal light.
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8.1.2 Spot Light

Spotlights have color, position, and direction in which they emit light. Light emitted from a spot light is
made up of abright inner cone and alarger outer cone, with the light intensity diminishing between the
two.

8.1.3 Infinite Light

Infinite lights have color and direction. They emit parallel light. This means that al light generated by
infinite lights travels through a Scene in the same direction. Imagine adirectional light as alight source at
near infinite distance, such asthe sun.

8.2 Light Editor

The Light editor makes it possible to modify the light settingsin a Scene. A Scene can have up to eight
active, simultaneous, lights.
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Penumbra
Spot
Cone Angle

The Light Editor consists of two panels:

® | eft panel (1): Showsalist of all eight editable lights.
® Right panel (2): Shows the parameters for the currently selected light.

This section contains information on the following topics:

® |ight Editor Left Panel
® Light Editor Right Panel
® Light Editor Procedures

See Also
® TypesOf Light

® Light Visualization
® Light Source Animation
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8.2.1 Light Editor Left Panel
The Light Editor left panel shows alist of al eight editable lights, and their current status.

Type

Local

Spot

Infinite
Infinite
Infinite
Infinite
Infinite

Infinite

Number: The number of each available light, from 1 to 8.

Type: Thetype of light used, which is selected in the Light Editor Right Panel.

State: Set the light On or Off.

Vis: Set the visualization of alight On or Off (see Light Visualization):
® On: Thevisualization of alight can be seen in the Scene Editor (and the Scene Editor Views).
® Off: Thevisuaization of alight cannot be seen in the output window.

Note: The Bounding Box (BB (see Scene Editor Buttons)) must be set to On. If it is set to Off no light
visualizations can be seen in the Scene Editor or Scene Editor Views.

Note: If the Bounding Box is set to On, the visuaization of alight, which Stateisset to On andis
highlighted in the GUI (3), is aways visible in the Scene Editor.

- Contaimer | Camera |Li

Type State  |Vis Typ

1 anfinite [0 I
2 Infinite  [PGTERY R | Cal
3 Infinite | off || off

8.2.2 Light Editor Right Panel
The Light Editor right panel shows the editable parameters for the currently selected light:
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Type

Color

Position g 850.0

1200.0

Penumbra

650.0 i i Orientation Tracking

-1200.0

Cone Angle

® Type Select which Light typeto use:
® | ocal: SeelLocd Light for light type details. The Loca light has properties for Color and
Position.

® Spot: See Spot Light for light type details. The Spot light has properties for Color, Position,
Direction/Rotation, and Spot (Penumbra and Cone Angle).

® Infinite: The Infinite light has properties for Color, Position, and Direction/Rotation. Infinite
is selected by default.

® Color: Set the color of the light.
® Position: Set the position of the light along the X, Y, and Z axis.
® Direction: Define the direction vector for Spot or I nfinite light
® Rotation: Set thevaluesto rotatethe Spot or Infinite light sources
® Tracking: A light can be configured to track the Position, and Direction or Orientation of a
Container (see To Set aLight to Track Containers):
® Position Tracking: The position of the light will be the same as the target Containers position
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® Direction Tracking: The direction of the light will be updated to always point towards the
current position of the target container

® Orientation Tracking: The rotation (orientation in space) of the light will be the same asthe
target Containers rotation (orientation in space)

Note: Direction and Orientation tracking cannot be used at the same time. The results
would contradict each other (both of them result in a potentially different rotation value for
the container).

Position Tracking

Direction Tracking

The following parameters can a so be adjusted for tracking with light:
® Active/l nactive: Drag a Container to the drop zone, to automatically activate light tracking. To
stop tracking, click the Active/lnactive button
® Reset: Disable light tracking
® Spot (available when Spot is selected):
® Penumbra: Setsthe concentration of the light (penumbra) within the light cone of the Spot
light. When set to zero, the whole light cone has the same intensity. If set greater than zero, the
intensity decreases away from the center
® ConeAngle: Adjust the cone angle to adjust the shape of the light

8.2.3 Light Editor Procedures

This section