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This Administrator Guide gives details on the configuration and installation of Viz Engine. It will
also explain settings available through its configuration user interface.

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

Viz Artist (see the Viz Artist User Guide)
Viz Engine
Viz Configuration

What mode the program can run is determined from the hardware dongle attached to the machine.
The different modes and the hardware dongle are detailed in this User Guide.
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1 New In Viz Engine 3.11

This section contains information on the following topics:

Implementation of SMPTE 2110 for Matrox X.mio3 IP Extension
- Support for Matrox X.mio3 12G
- SAM SDC protocols with Matrox

Bones and Skinning support

Libero AR integration
- Superchannels support for texture media assets

Razor fonts

Matrox HDR support

1.1 Implementation Of SMPTE 2110 For Matrox X.mio3 IP
Extension

Viz Engine 3.11 contains all the latest changes implemented by Matrox regarding SMPTE 2110.
Changes (Hardware):
= Matrox X.mio3 is respecting SMPTE ST 2022-7 now. The configuration for the SFPs is
4in4out on SFP A and 0inOout on SFP B. SFP B is used as the redundancy connection.
= SMPTE ST 2059 is now stable on both SFPs, BMCA is activated.
= IGMP v3 is now supported.

Changes (Software):

= For better accessibility and overview, all IP related settings were moved to a separate
configuration file. The file ipconfig.xml is located in the same Program Data directory where
the Viz Engine configuration file is placed.

1.2 Support For Matrox X.mio3 12G

In an UHD environment, Matrox X.mio3 12G can be used. The capabilities match those of a
standard X.mio3/X2 (one UHD in, one Fill/Key UHD out). For the card to work, two additional SFP
modules (Embrionix) are required: One input and one output module. Each of the SFPs is equipped
with two HD-SDI connectors.

Newtek TriCaster NDI Input used in Matrox X.mio3
Environment

This allows NDI input streams to be used in an SDI environment. To use NDI input streams in an
SDI environment, the stream_in_type needs to be set to 1, the desired number of Streamlin
channels need to be enabled and the NDISource needs to be set in those channels. All available
NDI sources are discovered during start up, as well as during run-time.
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/\ Note: The number of configurable StreamlIn channels has been increased to 16.

/\ Note: The number of NDI channels that can be used at the same time depends almost
exclusively on the available bandwidth and utilization of the network card. On a physical
system with a 1GbE NIC, you can typically play up to four 1080i50 streams before that limit
is reached. However, this is also influenced by all other traffic on the same NIC. On virtual
machines, the number of usable streams may be lower.

1.3 SAM SDC Protocols With Matrox

The Viz Engine supports SDC-01, SDC-02, and SDC-03 protocols by SAM to obtain telemetry data
when an X.mio3IP card is running in 2022-6 mode. The information in those protocols also cover
ST-2059 status in addition to the IP flows.

1.4 Bones And Skinning Support

Vertex Skinning allows designers to build mesh animations now. Bones can be used to deform
geometry meshes and allow complex character animations which were not possible before.
Animations can now be built in third party design applications like Maya or Cinema4D and
imported as FBX into VizArtist/VizEngine. Additionally, the VizEngine supports, together with
VizTrackingHub, live motion capturing and animation of tracked characters.

1.5 Libero AR Integration

The Viz Engine integration with Viz Libero AR combines the analysis power of Viz Libero with
augmented reality (AR) graphics, creating a new way for sports presenters to tell the story of the
action on the field and engage sports fans.

1.6 Superchannels Support For Texture Media Assets

Previously, Superchannels could only be used with DVE media assets, in this version texture-based
media assets are also available for use. This opens new possibilities to (e.g. use Live or Clip assets)
within Superchannels on video walls or other DVI applications.

1.7 Razor Fonts

This VizEngine version introduces a completely new way to render text, with text rendering being
performed on the GPU. The anti-aliasing calculation of characters is performed by the VizEngine to
render sharp and resolution-independent text with higher quality than the standard anti-aliasing
that the graphics driver could deliver.
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1.8 Matrox HDR Support

In this first implementation of the HDR support, DVE for SDI inputs, clips, and graphics output are
covered. There is currently no support for texture input, for either SDI or clips.
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2 Introduction

This Administrator Guide gives details on the configuration and installation of Viz Engine. It will
also explain settings available through its configuration user interface.

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

- Viz Artist (see the Viz Artist User Guide)

- Viz Engine

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

This Section contains information on the following topics:

Related Documents

Customer Feedback and Suggestions
Customer Support Request

New WIBU based Licensing System

2.1 Related Documents

- Viz Artist User’s Guide: Contains information on how to install Viz Engine and create
graphics scenes in Viz Artist.

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

- Viz Engine Plug-in SDK reference: Contains information on how to create a customized Viz

plug-in.

2.2 Customer Feedback And Suggestions

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

f—

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

3. The Vizrt office which is nearest to your location will be shown (2), or select from the list of
Vizrt offices.
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/\ Note: If this message is for Customer Support, and their is a Support Contract in
place, then click on the ‘For support requests, please visit our support portal’ link in

the message window.

6. Click on CONTACT ME.

A Vizrt representative will contact you as soon as possible.

2.3 Customer Support Request

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

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

Request.

This section contains information on the following topics:

Submitting a Support Request
Content of a Support Request
To Submit a Support Request
Attach Log Files to a Customer Request

2.3.1 Submitting a Support Request

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

- The relevant User Guide or Guides
- The release notes

and Check:

- That the system is configured correctly
- That you have the specified hardware, tested and recommended versions
Always refer to your Vizrt Service Level Agreement document.

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

2.3.2 Content of a Support Request
The report should contain information about these topics:

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

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

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

- System Viz Config File: Send the system Config file (<viz data folder>).

- Software Configuration: Add exact versions of software (-build) used.
Hardware Configuration: Add exact versions of hardware used.

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

- System Network: Add a description of how the network, bandwidth, routers, and switches
are configured.
Always refer to your Vizrt Service Level Agreement document.

2.3.3 To Submit a Support Request

1. Go to www.vizrt.com.
2. Click on Support (1).
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3. Click on Report a case (2).
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4. Click on LOG IN (3).
5. Log-in to the Customer and Partner portal.
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port a Case (4).
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7. In the online form complete the required minimum information (shown by a red asterisk):
Contact: Your name
Account: Your account
Product: The product the support request refers to.
Case Type: The type of support request required

Click SAVE.
In the saved Support Case that opens, complete the various text boxes and upload any

required documents, files, etc (see Content of a Support Request).

0 »

/\ Note: The entered text or uploaded documents / files are automatically added.

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

2.3.4 Attach Log Files to a Customer Request

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

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

The actual software/hardware configuration in use, as detailed as possible.

The relevant Viz Artist/Engine log files.
The Viz Engine configuration file, or if using a dual-engine setup: the Viz Engine

configuration files.
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/\ Note: The Viz Engine configuration file is a plain text file located in %Programbata%
\Vizrt\viz3. The filename includes the host name, and numbers indicating which
Engine is used: VIZ-<hostname>-<0.0>.cfg. For example: C:
\ProgramData\vizrt\viz3\VIZ-MyHost-0-0.cfg

2.4 New WIBU Based Licensing System

This chapter describes management and usage of the new licensing system based on CodeMeter
from WIBU Systems available in Viz Engine 3.10 and later. It replaces the previous VALID/Sentinel/
Hardlock Dongle licensing system and allows Viz Engine to be used without a physical dongle on
each machine, by allocating licenses from a license server on the network. The old VALID/Sentinel/
Hardlock Dongle licensing still works, as is.

On this page, you find the following information:

Important Pre-installation Information
Key Features and Workflow of the new Licensing System
Limitations and Known Issues
Basic Set-up
- Configuration Settings
- Why do we need to configure the licenses?
- Configuring the license system in the Viz Engine Configuration Ul
Monitor the license system in the Viz Engine Configuration Ul
- Configuration entries in the Viz Engine configuration file
- WIBU License System
Introduction
- WIBU license share status
- WIBU core license summary
- WIBU Licenses and their effect
Notes
- Starting Viz Engine with WIBU license system
- Starting Viz Engine with DVI OUT
- Starting Viz Engine with MezzIP OUT and/or 1xMezzIP IN
- Starting Viz Engine with NDI OUT and/or NDI IN
- Starting Viz Engine with Frameserver functionality (MUX ports)
- Starting Viz Engine with SDI/IP OUT or SDI/IP IN
- Starting Viz Engine with Artist
- Starting Viz Engine with Transition License - WIBU license bound to VALID/Sentinel
dongle ID

2.4.1 Important Pre-installation Information

The WIBU licensing system requires the installation of the CodeMeter Runtime Software 6.60a
(included in the Bundle installer).
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When the license should be retrieved from a dedicated license server, it must configured in
the Vizrt Licensing Service (see Client Configuration page in the License Server Setup and
Administration section of the Vizrt Licensing Administrator Guide) or the CodeMeter WebAdmin.

®

- There is an auto discovery if no license server is configured in the server search list
of CodeMeter.
On network disconnect and reconnect, it may happen that a license is checked out
twice. In this case, it must be released manually on the CodeMeter service on the
license server or the license server can be restarted.

2.4.2 Key Features and Workflow of the new Licensing System

- VALID/Sentinel/Hardlock Dongle is still working without any changes. The license system to

run on can be configured.

Dongle-less operation on clients with monitoring and logging capabilities.

Grace periods for allocated licenses to avoid immediate expiration on short network
interruptions.

Configurable WIBU license container location (local, network).

Configurable licenses to consume.

- Artist/Engine startup was changed and no startup helpers needed anymore. (cmd files,

started executables).

2.4.3 Limitations and Known Issues

Only one license system can be used (VALID/Sentinel/Hardlock or WIBU/CodeMeter).

- The binary yes/no VM license introduced in 3.9.1 will not work anymore.
- The new WIBU licensing is not enabled in OEM. OEM still require a VALID/Sentinel/Hardlock

dongle.

- All additional licenses consumable to a core license must come from the same container as

the core license.

I, Matrox DSX.Core license requests cause a crash if hostnames are used in the server
search. As a workaround, please use only IP addresses and add them manually using the
registry editor.search list.

- Add servers in registry or with the command line utility with IP-Addresses.

I Matrox DSX.Core installer corrupts an existing CodeMeter Runtime installation and
causes a crash on Engine startup.

Uninstall any CodeMeter Runtime prior to installing Matrox DSX.Core. Install DSX.Core
and afterwards install the Engine and the newer CodeMeter Runtime.
For a preview in TRIO and Pilot as Engine Core, a DVI OUT. license is needed.

- The configuration Ul only works with a valid license, which depends on the configuration. If

no proper license is available then a manual edit of the corresponding configuration entries
is required. See Configuration entries in the Viz Engine configuration file.
By default the WIBU licensing system with Engine Core license (ENG_ENG_CORE) is
used when no configuration exists.
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The icons of the Viz Artist and Viz Engine processes depend on the icon that was used to
start the processes. When Viz Artist is started then the Viz Engine and Viz Artist process will
have the same icon.

Extension of a VALID/Sentinel/Hardlock license requires to start the Engine in configuration
mode with the configuration Ul.

2.4.4 Basic Set-up
To set up Viz Engine/Artist licening with WIBU or VALID/Sentinel/hardlock:

p—

Install Viz Engine/Artist with the bundle installer (see Viz Artist and Engine Installation).

2. Configure CodeMeter with the Vizrt Licensing Service or the CodeMeter WebAdmin (can be
opened from the CodeMeter Control Center).

3. Configure the license system in Viz Engine

# Viz Configuration ~ <

SDI/1P Video Input Enablement (max)
NDI IN Upgrade (max)
MezzIP IN Upgrade (max)
SDI/IP OUT Channel
NDI OUT Channel
MezzIP OUT Upgrade (max)

cl
Vizrt Multi-touch Plugin Package

Dolby E Decoder Licanse

Additional Licenses Dolby E Encoder License
iz Engine DNxHD Codec Support
RTT Shaders FX
tion Substance FX Authoring
]
Viz One B
ezShaders
‘ezMesh
‘ezDeform
‘ezComposer
ezlogic
ezlink
ezTubular

ez)avascript (Pro)

DornaMT APP
DormaMT Plugin

Any modification requires a restart to take effect!

a. When using a VALID/Sentinel/Hardlock license system:

i. Attach the VALID/Sentinel/Hardlock dongle to a USB port

ii. Configure to use legacy licensing. In the configuration Ul under "Viz License
Configuration” set "New License Mode" to "No" or in the Viz Engine configuration
file set Legacy_Licensing=1.

b. When using a WIBU license server:

i. Open the CodeMeter WebAdmin and add the license server to the server search
list.

ii. Configure Viz Engine to use the WIBU license system. In the configuration Ul
under "Viz License Configuration" set "New License Mode" to "Yes", restart
config and "License Location" to "Network license" or in the Viz Engine
configuration file set Legacy_Licensing=0 and License_Location= VL_L_NETWORK.

iii. Configure the core license and any additional licenses. In the configuration Ul
under "Viz License Configuration" configure "Core License", "Additional
Licenses" and "Combination Feature" or in the Viz Engine configuration file
configure License_Core and Additional_Licenses.

¢. When using a WIBU dongle:
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i. Attach the WIBU dongle to any USB port of the machine.

ii. Configure Viz Engine to use the WIBU license system. In the configuration Ul
under "Viz License Configuration" set "New License Mode" to "Yes", restart
config and "License Location" to "Local license" or in the Viz Engine
configuration file set Legacy_Licensing=0 and License_Location=VL_L_LOCAL.

iii. Configure the core license and any additional licenses. In the configuration Ul
under "Viz License Configuration" configure "Core License", "Additional
Licenses" and "Combination Feature" or in the Viz Engine configuration file

configure License_Core and Additional_Licenses.
4. Start Viz Engine.

2.4.5 Configuration Settings

Why do we need to configure the licenses?

- Avoid license stealing by instances on other nodes or instances on the same node.
Licenses are in one container and have a count.

Several licenses may enable the same feature. No 1:1 mapping of application feature to a
single license possible.

For example, with multiple instances on one node (TRIO one box), it is important which

instance consumes which license for proper operation (1st needs SDI OUT, SDI IN and 2nd
DVI OUT from the combination feature).

- A license may enable multiple internal application features.

Configuring the license system in the Viz Engine Configuration Ul

See Viz License Configuration.

/\ The Configuration Ul only works with a valid license, which depends on the configuration. If
no proper license is available then a manual edit of the corresponding configuration entries
is required. See Configuration entries in the Viz Engine configuration file.

By default the WIBU licensing system with Engine Core license (ENG_ENG_CORE) is used
when no configuration exists. When no such license is available, or you want to use the old
licensing system, the configuration file must be edited.

/\ Extension of a VALID/Sentinel/Hardlock license requires to start the Engine in configuration
mode with the configuration Ul.

Monitor the license system in the Viz Engine Configuration Ul

See Viz License Information.
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Configuration entries in the Viz Engine configuration file
Legacy_Licensing: Determines which license system should be used.

- Set this to 1 to use the VALID/Sentinel/Hardlock license system and O to use the WIBU
license system.
Default: When configuration exists on startup: 1, and when not 0.

License_Location: WIBU license source. Determines where WIBU should search for license
containers.

- Can be set to one of the following values:
- VL_L_LOCAL - Local license. Searches exclusively for licenses located on the same PC or
allocated to the same VM (e.g. dongle, file).
- VL_L_NETWORK - Network license. License is to be sought in the network (LAN, WAN),
i.e.CodeMeter License Server activated as network server or CmWAN.
- Only used when license system is WIBU.
Default: VL_L_NETWORK

License_Core: WIBU core license, which determines also the available additional licenses.
For WIBuU license details see WIBU Licenses and their effect.
- Can be set to one of the following values:
ENG_ENG_CORE - Engine Core
ENG_PRV_CORE - Preview Core
- ART_ARTIST_FREE - Artist Free

- Additional_Licenses: WIBU additional licenses that are additionally consumed and
determined by the core license.
For WIBu license details see WIBU Licenses and their effect.
NOTE: When a license is configured it is consumed, even when it has no effect.
- NOTE: If licenses are configured that are not allowed an error occurs on startup.
- WIBU additional licenses for core license ENG_ENG_CORE:
- Combination Feature (only one can be configured at a time):

ENG_CF(APP_DVI) - Combination Feature DVI
ENG_CF(APP_NDI) - Combination Feature NDI
ENG_CF(APP_MEZZ_IP) - Combination Feature MEZZ_IP
ENG_CF(APP_MUX_PORTS) - Combination Feature Frameserver

ENG_ARTIST - Artist

ENG_ING_SDIIP_MAX - SDI/IP Video Input Enablement (max)

ENG_IN_NDI_MAX - NDI IN Upgrade (max)

ENG_IN_MEZZIP_MAX - MezzIP IN Upgrade (max)

ENG_OUT_SDIIP - SDI/IP OUT Channel

ENG_OUT_NDI - NDI OUT Channel

ENG_OUT_MEZZIP_MAX - MezzIP OUT Upgrade (max)

ENG_ING_4KVIDEO - 4K Video Enablement

ENG_OUT_DVI_MAX - DVI OUT Max Resolution

ENG_OUT_FS_MAX - Multiple Frameservers (max)

ENG_PLUG_CHROMAFX - Chroma FX

ENG_PLUG_GI - Global lllumination FX

ENG_PLUG_MULTITOUCH - Vizrt Multi-touch Plugin Package
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ENG_PLUG_MOCAPREAD - Bone&Skin Live Motion Capture
ENG_PLROY_CINEMAA4D - Cinema 4D Import
ENG_PLROY_DOLBYDEC - Dolby E Decoder License
ENG_PLROY_DOLBYENC - Dolby E Encoder License
ENG_PLROY_DNXHD - Viz Engine DNxHD Codec Support
ENG_PLROY_RTTFX - RTT Shaders FX
ENG_PLROY_SUBSAUTH - Substance FX Authoring
ENG_PLROY_EZGALLERY - ezGallery
ENG_PLROY_EZPOSTFX - ezPostFx
ENG_PLROY_EZSHADERS - ezShaders
ENG_PLROY_EZMESH - ezMesh

ENG_PLROY_EZDEFORM - ezDeform
ENG_PLROY_EZCOMPOSER - ezComposer
ENG_PLROY_EZLOGIC - ezlogic

ENG_PLROY_EZLINK - ezLink

ENG_PLROY_EZTUBULAR - ezTubular
ENG_PLROY_EZJSPRO - ezJavascript (Pro)
ENG_PLROY_DORNA_MTAP - DornaMT APP
ENG_PLROY_DORNA_MTPL - DornaMT Plugin

- WIBU additional licenses for core license ENG_PRV_CORE:

ENG_PRV_ARTIST - Artist Preview
ENG_PLROY_CINEMA4D - Cinema 4D Import
ENG_PLROY_DOLBYDEC - Dolby E Decoder License
ENG_PLROY_DOLBYENC - Dolby E Encoder License
ENG_PLROY_DNXHD - Viz Engine DNxHD Codec Support
ENG_PLROY_RTTFX - RTT Shaders FX
ENG_PLROY_SUBSAUTH - Substance FX Authoring
ENG_PLROY_EZGALLERY - ezGallery
ENG_PLROY_EZPOSTFX - ezPostFx
ENG_PLROY_EZSHADERS - ezShaders
ENG_PLROY_EZMESH - ezMesh
ENG_PLROY_EZDEFORM - ezDeform
ENG_PLROY_EZCOMPOSER - ezComposer
ENG_PLROY_EZLOGIC - ezlogic
ENG_PLROY_EZLINK - ezLink
ENG_PLROY_EZTUBULAR - ezTubular
ENG_PLROY_EZJSPRO - ezjJavascript (Pro)
ENG_PLROY_DORNA_MTAP - DornaMT APP
ENG_PLROY_DORNA_MTPL - DornaMT Plugin

- WIBU additional licenses for core license ART_ARTIST_FREE: NONE
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2.4.6 WIBU License System

Introduction

Summary of key concepts in the new licensing system

- Core- and additional licenses exist.
- OUT based channel counting for NDI/SDI/IP
IN and OUT channels are resolution independent up to 3G HD
<=2K size of render output

Preview channels (preview/clean feed OUT) are co-enabled with every OUT channel license.
MezzIP applies to all compressed streams:

Included: RTP/UDP/WebRTC
Excluded (requires SDI/IP licenses): SMTPE ST2022-06, ST2022-07, ST2110; ASPEN

Mutiple licenses may enable the same application feature!
Licenses are consumed by multiple processes and license share mode influences possible
consumption (see WIBU license share status).

Differences compared to the old VALID/Sentinel/Hardlock licensing:

- Only a small set of “features” can be directly mapped to the new license system (12 of 61).
- Several simplifications and included features, but some new restrictions (e.g. OUT+IN
resolution limitations 2K, 4K).
HW level is obsolete
- OUTs are licensed.
INs are licensed (AJA, DVS).
No restrictions anymore on Clips/Clip Player in ENG_ENG_CORE and plugins included in
ENG_ENG_CORE.
No restrictions anymore on Video Preview OUT.
No multi GPU restrictions anymore.

WIBU license share status
Refers to a WIBU license and how its usage is counted when it is allocated/consumed.

Exclusive: Allocation can only be performed once on a node (=machine).
User Limit: Each allocation is counted, independent of instance and node.
- Shared: Each allocation is counted once per node. Multiple allocations on the same node
allocate only a single license.
No User Limit: Only checked for existence, no counting is performed.

License count reduction when consumed on a node in an instance
License share status Node 1 Node 2

Instance 1 Instance 2 Instance 3 |Instance 1 Instance 2 Instance 3
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Exclusive
User Limit
Shared

No User Limit

-1 fails fails -1
1 1 1 1
1 0 0 1
0 0 0 0

WIBU core license summary

fails
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fails

The following table represents which features are included in one of the Core features and what
additional feature might need to be configured.

License

Artist
Clips / Clip Player

Engine Core
plugins

SDI/IP Input

SDI/IP OQutput

NDI Input

NDI Output

Mezzanine IP in

Engine Core Preview Core
@ ENG_ARTIST @ ENG_PRV_ARTIST
o o
o o
o o
ENG_ING_SDIIP_M

AX
@ ENG_OUT_SDIIP & (Watermark)

ENG_CF(APP_NDI)
or
ENG_IN_NDI_MAX

(] © (Watermark)
ENG_CF(APP_NDI)

or

ENG_OUT_NDI

@ @
ENG_CF(APP_MEZZ

_IP)

or

ENG_IN_MEZZIP_M

AX
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Mezzanine IP out

Frameserver

DVI Out (<=2K)

Unlimited DVI Out
(Videowall)

4K Enablement

Unlimited
Frameserver

Chroma Keyer

Global lllumination

Multitouch Plugins

Bone&Skin Live
Motion Capture

Cinema 4D Import

o
ENG_CF(APP_MEZZ

_IP)

or
ENG_OUT_MEZZIP
-MAX

o
ENG_CF(APP_MUX

_PORTS)
or
ENG_OUT_FS_MAX

=
ENG_CF(APP_DVI)

or
ENG_OUT_DVI_MA
X

=
ENG_OUT_DVI_MA
X

=
ENG_ING_4KVIDE

0)

=
ENG_OUT_FS_MAX

=
ENG_PLUG_CHRO
MAFX

@ ENG_PLUG_GI

e
ENG_PLUG_MULTI
TOUCH

o
ENG_PLUG_MOCA

PREAD

o
ENG_PLROY_CINE
MA4D

© (Watermark)

© (Watermark on
Resolution >=PAL)

© (Watermark)

© (Watermark on
Resolution >=PAL)

ENG_PLROY_CINEMA4

D
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ENG_CF(APP_M

EZZ_IP)
or

ENG_OUT_MEZ

ZIP_MAX

ENG_ING_4KVI

DEO
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RTT Shaders (] @ ENG_PLROY_RTTFX E3 [ x
ENG_PLROY_RTTF
X

Substance Shader @ (] x| B
ENG_PLROY_SUBS ENG_PLROY_SUBSAUT
AUTH H

Dolby E Encoding @ (] [x ) B
ENG_PLROY_DOLB ENG_PLROY_DOLBYEN
YENC C

Dolby E Decondig @ (] x| %)
ENG_PLROY_DOLB ENG_PLROY_DOLBYDE
YDEC C

DNxHD Codec (] (] x| %)
ENG_PLROY_DNXH ENG_PLROY_DNXHD
D

Erizos Plugins (] (] % x|
ENG_PLROY_EZxx ENG_PLROY_EZxxxx
XX

Dorna Plugins (] (] x| B
ENG_PLROY_DOR ENG_PLROY_DORNA_x
NA_XXXX XXX

WIBU Licenses and their effect

A WIBU license is a dedicated license (application ID) in the WIBU license system.
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License WIBU
short Share
hame Status
License

long name

Core
Licenses

ENG_ENG_C Shared
ORE

Engine

Core

Viz Engine - 3.11

Description

Core licenses are used as prerequisite for other licenses and
define the basic feature set.

Basic core license to be able to start Viz Engine.
Included functionality:
GFX
only boundary is the channel resolution/size (2K).
Clips / Clip Player

No limits on Clip Player (incl. broadcast format clip playback - of
course proper Matrox Codecs required)

Plugins

Image FX
Real FX
- Spline FX
- Text FX
Pixel FX
- Graffiti FX
- Weather FX
SocialTV FX (NOTE: was never restricted)
Engine 3D Stereo Upgrade (=3D Stereo)
EVS Control Plugin
Geo FX

Engine functionality:

- Audio FX
- Video FX
- After Effects Import

Postrender 2K

- With ENG_ING_4KVIDEO up to 4K

- With ENG_OUT_DVI_MAX unlimited
Postrender on screen preview has a watermark, except when
postrendering is actually performed

Comes in combination with the following licenses:
ENG_CF
ENG_SVCHOST_COR
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ENG_ARTIST
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ENG_PRV_C User

ORE
Preview
Core

Limit

Viz Engine - 3.11

Usage 1: Trio / other client applications requiring local preview

Usage 2: Standalone preview machine for DVI, Mezzanine, NDI or SDI
output always with watermark

Disabled:
ENG_CF
Frameserver (Network) OUT
ENG_OUT_FS_MAX
Frameserver (Network) OUT

Enabled (if licensed):
- Artist (together with ENG_PRV_ARTIST)
3DP plugins if license is available

Included functionality:
- All resolutions

ENG_ING_4KVIDEO
ENG_OUT_DVI_MAX

- All plugins from ENG_ENG_CORE enabled
- All internal plugins

ENG_PLUG_CHROMAFX
ENG_PLUG_GI
ENG_PLUG_MULTITOUCH

- All INs enabled

ENG_ING_SDIIP_MAX
ENG_IN_NDI_MAX
ENG_IN_MEZZIP_MAX

1xOUT enabled (no extra licenses required)

ENG_OUT_SDIIP
ENG_OUT_NDI
ENG_OUT_MEZZIP_MAX

Watermark on all OUTs at any time and all resolutions
DVI OUT

NOTE: No watermark on DVI OUT (local preview) and renderer
snapshots when the resolution is <= 720x576 pixels (PAL, SD).
Output system must be set to PAL/SD.

- SDI OUT
MezzIP OUT

- RTP/UDP OUT
- WebRTC OUT (SHM OUT)

Copyright © 2018 Vizrt Page 38



Viz Engine - 3.11

NDI OUT
- Postrender
- Clip Out Channel
- SHM

ART_ARTIS Exclusi Free Viz Artist version core license.

T_FREE ve Equal to an ENG_ENG_CORE with 1 x DVI OUT (limited to 2K) and

Artist Free L . . .
everything is watermarked, except scene editor (small window in bottom
right).

Enabled:

- Artist
- GFX
- Clips / Clip Player
Plugins of ENG_ENG_CORE

Restricted:

- Watermark on all OUTs including Postrender, Clip Out
Not combinable with any other license

Means no SDI/IP, NDI, RTP/UDP IN/OUT, WebRTC OUT

ENG_SVCH  Shared Shipped with ENG_ENG_CORE.

Soesr-i-/?cCeOR Basic core license to be able to start ServiceHost with WebRTC.
Host Core Basic license to be able to consume the ENG_CF, ENG_ING_4KVIDEO and

ENG_OUT_MEZZIP_MAX.
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Core
Addons

ENG_CF(AP
P_DVI)
ENG_CF(AP
P_NDI)
ENG_CF(AP
P_MEZZ_IP)
ENG_CF(AP
P_MUX_POR
TS)

Combinatio
n Feature

ENG_ARTIS
T
Artist

ENG_PRV_A
RTIST
Artist
Preview

Input
licenses

ENG_ING_S
DIIP_MAX
SDI/IP
Video Input
Enablement
(max)

ENG_IN_ND
I_MAX

NDI IN
Upgrade
(max)

Exclusi

ve

No
User
Limit

User
Limit

Shared

Shared

Viz Engine - 3.11

Shipped with and requires ENG_ENG_CORE.
Requires ENG_ENG_CORE or ENG_SVCHOST_COR.
Allows you to mutually exclusive pick (configure) one of the following:

- APP_DVI: 1x DVI Out (2K) - meant to operate Artist, or feed an HD
Monitor.
- APP_MEZZ_IP: 1x MezzIP IN (2K), 1x MezzIP OUT (2K)

1x WebRTC OUT(2K) - allows to stream Viz Engine output to a
browser.

NOTE: Consumed by ServiceHost.
1x RTP/UDP IN (2K), 1x RTP/UDP OUT (2K)

- APP_NDI: 1x NDI IN (2K), 1x NDI OUT (2K)
- APP_MUX_PORTS: 1x Frameserver OUT (2K)

Enable/Disable Vizrt Frame Server and NLE plugins with this license.
No NLE plugin should work anymore.

Note: The ENG_CF is not mandatory to be consumed if the additionally
consumed license (example: DVI Max. Resolution == video wall setup) is
sufficient for the customer to make the node operational.

Shipped with and requires ENG_ENG_CORE.

Basic license to be able to start the Viz Artist.

Shipped with and requires ENG_PRV_CORE.

Basic license to be able to start the Viz Artist with Preview Core.

Requires ENG_ENG_CORE or ING_ING_CORE.
SDI/IP Video Input (unlimited channels)

Requires ENG_ENG_CORE.

Additional NDI streams require unlimited version of respective stream
type
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ENG_IN_ME
ZZIP_MAX
MezzIP IN
Upgrade
(max)

Output
licenses

ENG_OUT_S
DIIPSDI/IP
ouT
Channel

ENG_OUT_
NDINDI
ouT
Channel

ENG_OUT_
MEZZIP_MA
X

MezzIP
ouT
Upgrade
(max)

Other
Licenses

ENG_ING_4
KVIDEO

4K Video
Enablement

ENG_OUT_
DVI_MAX
DVI OUT
Max
Resolution

ENG_OUT_F
S_MAX
Multiple
Frameserve
rs (max)

Shared

User
Limit

User
Limit

Shared

Shared

Shared

Shared

Viz Engine - 3.11

Requires ENG_ENG_CORE.

Additional RTP/UDP streams require unlimited version of respective
stream type

Requires ENG_ENG_CORE.

Referring to: SMPTE ST2022-06, ST2022-07, ST2110; ASPENFill+Key is
considered to be one channel only (even though requiring two physical
outs).Preview channels (preview/clean feed OUT) are co-enabled with
every SDI/IP OUT channel license item being purchased.

Requires ENG_ENG_CORE.
Additional NDI streams.

Requires ENG_ENG_CORE or ENG_SVCHOST_COR.
Additional RTP/UDP streams.

Requires ENG_ENG_CORE or ENG_SVCHOST_COR.

4K IN and OUT: SDI/IP, NDI, MezzIP (RTP/UDP, WebRTC), postrender.
Does not apply to DVI OUT (requires ENG_OUT_DVI_MAX).

NOTE: Allows IN and OUT of <=4K in both dimensions.

Requires ENG_ENG_CORE.

Required to unlock 2K DVI OUT limit (e.g. for Video walls) and
postrender resolution.

NOTE: No DVI OUT size restriction anymore.

Requires ENG_ENG_CORE.

Multiple Frame Server instances per Node.
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Plugin
Licenses

ENG_PLUG_
CHROMAFX
Chroma FX

ENG_PLUG_
Gl

Global
Illuminatio
n FX

ENG_PLUG_
MULTITOU
CH

Vizrt Multi-
touch
Plugin
Package

ENG_PLUG_
MOCAPREA
D
Bone&Skin
Live Motion
Capture

3rd Party
Plugin
Licenses

ENG_PLROY
_CINEMA4D
Cinema 4D
Import

ENG_PLROY
_DOLBYDEC
Dolby E
Decoder
License

ENG_PLROY
_DOLBYENC
Dolby E
Encoder
License

Shared

Shared

Shared

User
Limit

Shared

Shared

Shared

Requires ENG_ENG_CORE.

Requires ENG_ENG_CORE.

Requires ENG_ENG_CORE.

Requires ENG_ENG_CORE.

Requires ENG_ENG_CORE or ENG_PRV_CORE.

Requires ENG_ENG_CORE or ENG_PRV_CORE.

Requires ENG_ENG_CORE or ENG_PRV_CORE.
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ENG_PLROY
_DNXHD
Viz Engine
DNxHD
Codec
Support

ENG_PLROY
_RTTFX
RTT
Shaders FX

ENG_PLROY
_SUBSAUTH
Substance
FX
Authoring

ENG_PLROY
_EZGALLER
Y

ezGallery

ENG_PLROY
_EZPOSTFX
ezPostFx

ENG_PLROY
_EZSHADER
S
ezShaders

ENG_PLROY
_EZMESH
ezMesh

ENG_PLROY
_EZDEFORM
ezDeform

ENG_PLROY
_EZCOMPO
SER
ezCompose
r

ENG_PLROY
_EZLOGIC
ezlogic

ENG_PLROY
_EZLINK
ezLink

Shared

Shared

Shared

Shared

Shared

Shared

Shared

Shared

Shared

Shared

Shared

Requires ENG_ENG_CORE or ENG_PRV_CORE.

Requires ENG_ENG_CORE or ENG_PRV_CORE.

Requires ENG_ENG_CORE or ENG_PRV_CORE.

Requires ENG_ENG_CORE or ENG_PRV_CORE.

Erizos licenses.
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ENG_PLROY Shared
_EZTUBULA
ezTubular

ENG_PLROY Shared
_EZJSPRO

ezJavascrip

t (Pro)

ENG_PLROY Exclusi Requires ENG_ENG_CORE or ENG_PRV_CORE.
_DORNA_M ve
TAP

DornaMT

APP

Dorna licenses.

ENG_PLROY Exclusi
_DORNA_M ve

TPL

DornaMT

Plugin

2.4.7 Notes

Starting Viz Engine with WIBU license system

User configured in Viz Engine configuration which license(s) should be used/consumed.
- A core license is required to start Viz Engine.
- To enable higher resolutions postrendering (>2K) then use:
ENG_ING_4KVIDEO for up to <=4K width/height.
ENG_OUT_DVI_MAX for unlimited resolution.

Starting Viz Engine with DVI OUT

User configured DVI OUT in Engine configuration file: No Videoout, onair_vga_preview=1 or
VGA version, startup in Engine or Artist mode.

- The following licenses need to be available in WIBU license system:

ENG_CF(APP_DVI) (resolution limited to <=2K width/height).
- OR ENG_OUT_DVI_MAX (no resolution restriction).

- When configuration is changed at runtime and violates the license restriction then resolution
is limited to the allowed resolution (e.g. 2K width/height).
DVI OUT is required for local preview in external applications (e.g. TRIO, Pilot Template
Wizard, Pilot Director).

- When resolution is higher than 2K the startup fails for ENG_ENG_CORE without a proper
ENG_ING_4KVIDEO or ENG_OUT_DVI_MAX license.
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Starting Viz Engine with MezzIP OUT and/or 1xMezzIP IN

- Without the ENG_ING_4KVIDEO license the input/putput is limited to <=2K width/height.
- When running Engine with RTP/UDP IN/OUT or ServiceHost with WebRTC OUT the

following licenses need to be available in the WIBU license system:

- OUT: ENG_CF(APP_MEZZ_IP) OR ENG_OUT_MEZZIP_MAX
IN: ENG_IN_MEZZIP_MAX
- To enable resolutions >2K and <= 4K then ENG_ING_4KVIDEO is required.
ENG_CF is limited when ServiceHost WebRTC is used. This happens because the license is
consumed by the ServiceHost and cannot be consumed anymore by the Viz Engine, because
of the exclusive license share status. The ENG_CF is consumed together with
ENG_SVCHOST_COR .

In short:

Viz Engine - 3.11

- When RTP/UDP IN/OUT (2K) is used then the ENG_CF on the Engine is sufficient.

- When WebRTC OUT (2K) is enabled through the ENG_CF on the ServiceHost then
ENG_IN_MEZZIP_MAX is required on the Engine for MezzIP IN (2K).

- When MezzIP IN (2K) is enabled through the ENG_CF on the Engine then
ENG_OUT_MEZZIP_MAX is required on the ServiceHost for MezzIP OUT (2K) with
WebRTC.

MezzIP
Possible
OUTs

1 RTP/UDP IN
(2K),

1 RTP/UDP
OUT (2K)

1 WebRTC
OUT (2K)
MezzIP IN not
possible

with
ENG_CFonly

1+ RTP/UDP
IN (2K),

1 WebRTC
OUT (2K)

Engine effect

Instance 1:

1x RTP/UDP IN
(2K),

1x RTP/UDP
OUT (2K)

not possible
since ENG_CF
is consumed by
ServiceHost

1+ RTP/UDP IN
(2K)

(one or multiple
instances)

Engine licenses
consumed

1 ENG_ENG_CORE,
ENG_CF

1 ENG_ENG_CORE

1(+)
ENG_ENG_CORE,
ENG_IN_MEZZIP_M
AX
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ServiceHost

effect

1x WebRTC
OUT (2K)

1x WebRTC
OUT (2K)

ServiceHost licenses
consumed

ENG_SVCHOST_COR,
ENG_CF

ENG_SVCHOST_COR,
ENG_CF
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MezzIP Engine effect Engine licenses ServiceHost  ServiceHost licenses
Possible consumed effect consumed

OUTs

1 RTP/UDP IN 1 RTP/UDP IN ENG_ENG_CORE, 1+ WebRTC ENG_SVCHOST_COR,
(2K), (2K) ENG_CF, OUT (2K) ENG_OUT_MEZZIP_MA
1+ WebRTC ENG_OUT_MEZZIP_ X

OUT (2K), MAX

1+ RTP/UDP

OUT (2K)

1+ RTP/UDP 1+ RTP/UDP IN ENG_ENG_CORE, 1+ WebRTC ENG_SVCHOST_COR,

IN (2K), (2K) ENG_IN_MEZZIP_M  OUT (2K) ENG_OUT_MEZZIP_MA
1+ WebRTC 1+ RTP/UDP AX, X
OUT (2K), OUT (2K) ENG_OUT_MEZZIP_
1+ RTP/UDP MAX
OUT (2K)
4K IN/OUT 4K resolution on ENG_ING_4KVIDEO 4K resolution ENG_ING_4KVIDEO
any IN/JOUT on WebRTC
ouT

Starting Viz Engine with NDI OUT and/or NDI IN

- When running Engine with NDI IN and/or NDI OUT the following licenses need to be available
in the WIBU license system:
- OUT: ENG_CF(APP_NDI) OR ENG_OUT_NDI
IN: ENG_IN_NDI_MAX
- To enable resolutions >2K and <= 4K then ENG_ING_4KVIDEO is required.

Starting Viz Engine with Frameserver functionality (MUX ports)

- When running Engine with NDI IN and/or NDI OUT the following licenses need to be available
in the WIBU license system:
ENG_CF(APP_MUX_PORTYS) to start one frameserver instance per node
- OR ENG_OUT_FS_MAX to start multiple frameserver instances per node
- To enable higher resolutions frameserver snapshots (>2K) then use:
ENG_ING_4KVIDEO for framesever snapshots of up to <=4K width/height.
ENG_OUT_DVI_MAX for unlimited resolution frameserver snapshots.

() The Multiplexer Ports will only be opened, if a default renderer is active.

Therefore, please make sure create_default_renderer = 1 is set in the config
file.
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Starting Viz Engine with SDI/IP OUT or SDI/IP IN

- When running Engine with SDI/IP IN and/or SDI/IP OUT the following licenses need to be
available in the WIBU license system:
- OUT: ENG_OUT_SDIIP per output one license is consumed
IN: ENG_ING_SDIIP_MAX
- To enable higher resolutions frameserver snapshots (>2K) then use:
ENG_ING_4KVIDEO for up to <=4K width/height.

Starting Viz Engine with Artist

- When running Engine with Artist the following licenses need to be available in the WIBU
license system:
ENG_ENG_CORE and ENG_ARTIST
- OR ENG_PRV_CORE and ENG_PRV_ARTIST
- OR ART_ARTIST_FREE

Starting Viz Engine with Transition License - WIBU license bound to VALID/
Sentinel dongle ID

- Transition license has a special flag in the core license and is bound to the old VALID/
Sentinel dongle ID.

- This license is node bound. It should not be added to an license server, else it cannot be
distinguished from other licenses and may be allocated at the wrong node or instance.

- The dongle ID in the WIBU license must match to the dongle ID of the VALID/Sentinel dongle
to enable the WIBU license and to start Viz Engine.

- Only WIBU licenses are used. Features on the old VALID/Sentinel dongle are completely
ignored.

- When VALID/Sentinel dongle is unplugged or expires then WIBU license expires too.
Plugins that query the VALID/Sentinel ID will get a Zero-ID, since WIBU is used.

See Also

- Vizrt Licensing Administrator Guide
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3 Software Configuration

This section details the prerequisites and supported options for the Viz Engine/ Artist installation,
and procedures on how and where to install Viz Artist/Engine.

This section contains information on the following topics:

Prerequisites

- Viz Artist/Engine Folders
- Supported Software

Ports and Connections
User Account Control (UAC)

- Viz Artist and Engine Installation
- Viz Artist/Engine Platforms

Install the legacy Hardlock based Viz License
EVS Video Server Control
Dual Channel Mode

- Trio Box CG Mode

Integration with Viz One

- Viz Engine REST interface

Dolby E Support

3.1

Prerequisites

- Supported Operating Systems
- Virtual Environments:

Environmental settings

Hardware and BIOS settings

Power management settings

User rights

Running Viz Engine and Viz Artist without administrator rights

- Anti-Virus software

3.1.1 Supported Operating Systems

Viz Artist and Engine runs on the following platforms:

Viz Artist/Engine version Operating System

3.11

- Windows Server 2008 R2/SP1 (64bit)
- Windows Server 2016

- Windows Server 2012 R2

- Windows 7 (64bit)

- Windows 10 (xxx Update) (64bit)

- Windows 10 loT Edition
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Viz Artist/Engine version Operating System

3.10 - Windows Server 2008 R2/SP1 (64bit)
- Windows Server 2016
- Windows Server 2012 R2
- Windows 7 (64bit)
- Windows 10 (Fall Creators Update) (64bit)
- Windows 10 loT Edition

3.9.0 - Windows Server 2008 R2/SP1 (64bit)
- Windows Server 2016
- Windows Server 2012 R2
- Windows 7 (64bit)
- Windows 10 (Creators Update) (64bit)

3.8.3, 3.8.2 - Windows Server 2012 R2
- Windows 7 (64-bit only)

3.8.1, 3.8.0, 3.7.2 - Windows Server 2008 R2/SP1 (64bit)
- Windows 7 (64-bit only)

3.7.1,3.7.0 - Windows Server 2008 R2/SP1 (64bit)
- Windows 7 (64-bit and 32-bit)

3.6.4 - Windows Server 2008 R2/SP1 (64bit)
- Windows 7 (64bit).Windows XP SP3 (32bit)

For optimal performance, use the pre-installed Windows image from Vizrt. You can obtain the
Windows image files from your local support office.

() Only english Operating System(s) are supported.

3.1.2 Virtual Environments:
The following Virtual Environments have been tested and certified to host Viz Engines:

- Amazon AWS cloud
- VMWare ESxi
- fra.me
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3.1.3 Environmental settings

The following prerequisites apply on all platforms. Applying the changes may require local
administrator access rights, new or changing group policy entries, or modifying services. Contact
your local IT manager for further instructions.

Perform all Windows Updates, except hardware driver updates. This is especially important for
drivers related to NVIDIA and Matrox hardware, and the Sentinel Hardlock dongle drivers. In
addition to this;

In Windows, the Aero theme must be disabled

- Turn off balloon tips

- Turn off windows sounds

- Turn off AutoPlay

- Turn off Windows Media Player Network Sharing Service
Disable Windows Defender

- Set Visual Effects to Adjust for best performance. This is set in the Performance Options
window; right click the Start button and select System, then select Advanced system
settings and click the Settings button in the Performance section.

3.1.4 Hardware and BIOS settings
The following considerations must be made regarding hardware:

- There must only be one active network card
Hardware must be installed, and BIOS configured, as suggested for the machine model in
the Video, Audio, Server and Graphics Card Installation chapter.

3.1.5 Power management settings

Power management and hibernation mode must set to Off. Execute powercfg -h off from the
command line to remove hiberfil.sys from the hard disk. In addition to this, set the following
under Power Options:

Never turn off display
Never turn off hard disks
Disable USB selective suspend setting
- Set Power button action to Do nothing. This prevents accidental shutdown in case someone
presses the power button by mistake

3.1.6 User rights

The user must have special rights to run Viz Artist and Viz Engine. This can be achieved by
assigning local administrator rights to the user, or by explicitly granting the required privileges.
See Running Viz Engine and Viz Artist without administrator rights below for further details.

Any hardware solution provided by Vizrt is certified for use with Viz Engine. These come with a
predefined default User that has administrator rights on the machine. The default administrator
account is as follows:
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User name Password Account Type

Admin vizrt Computer Administrator

/\ IMPORTANT! Make sure that you change this password after initial installation!

To learn more about the different user account types, refer to the Windows operating system
documentation, or visit www.microsoft.com.

3.1.7 Running Viz Engine and Viz Artist without administrator rights

There might be restrictions on user rights in some production environments. Although execution
of Viz Engine and Viz Artist normally requires local administrator rights, it is possible to manually
adjust the rights of the executing user by granting the following four privileges:

SeIncreaseBasePriorityPrivilege
SeCreateGlobalPrivilege

SeCreatePagefilePrivilege
SeIncreaseWorkingSetPrivilege

/\ IMPORTANT! Please contact the local IT manager for further information on how this
is handled within the organization.

3.1.8 Anti-Virus software

Anti-Virus software, including end-point protection, can cause various problems such as time-out
and performance issues on the Graphic Hub database and other Vizrt machines, as every file is
checked. To avoid these problems, make sure to exclude the VizDb.exe process and the
underlying Graphic Hub data directory (default D or E drive and folder "VizGHData") in the scan/
real-time settings of the Anti-Virus software.

If any Anti-Virus software is used without the above settings, Vizrt cannot guarantee optimal
performance, or the long term stability of Vizrt products.

There are hundreds of Anti-Virus software packages on the market. Vizrt does not recommend the
use of any specific Anti-Virus software package or version, or give any recommendations on how
to setup any Anti-Virus software suites in relation to Vizrt software and machines.

See Also

- Viz Artist/Engine Folders
Supported Software

3.2 Viz Artist/Engine Folders

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

The default installation folders are:

Windows System Viz Artist/Engine Platform Installation Folder

Windows 64-bit 32-bit C:\Program Files (x86)\vizrt\Viz3
64-bit C:\Program Files\vizrt\Viz3\
C:\Program Files\vizrt\Viz3\artist (user
Interface)

In this Administrator’s Guide, any reference to the Viz Artist and Engine installation folder, for
example C:\Program Files\vizrt\Viz3, is replaced with the text <viz install folder>.

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

3.2.2 Data Folders

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

- Viz Config files

- Script plug-ins

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

Script Plug-ins are located in the <viz data folder>\ScriptPlugins subfolder.

/\ Note: Script Plug-in files that already exist from a previous installation are automatically
copied on install time if the installation folder did not change. If Viz Engine/Artist is
installed in a different installation folder then Script Plug-in files must be manually copied
from the old installation folder to <viz data folder>\ScriptPlugins
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3.3 Supported Software

3.3.1 Viz Engine Software

To run Viz Engine as a program or preview (optional) machine, the following software and
configuration is needed:

Viz Engine specifications

Category Requirement
Software - Installation of latest Viz Engine/Artist package
- Optional: (Additional plugin packages like Datapool or Viz World Client)
- Optional: When used for local preview of video clips from Viz One, Viz Engine

must be installed with an MPEG-4 codec and Matroska splitter

Codemeter runtime for WiBu based licensing

Hardware License dongle for legacy hardlock licensing.
Supported GPU and videoboard

Executabl viz.exe

e(s)

Ports and - 6100 (preview and playout)

Connectio . 14300 (Viz Multiplexer)

ns . 50007-50010 (multiplexing)

Network - Mapped drive to VOS still store folder

access - Local preview: Mapped drive to Viz Engine data root

3.3.2 Preview Server

The Preview Server option is used in situations where Viz Engine is used to provide frames for
snapshot or thumbnail generation. A typical use case would be to connect multiple Newsroom
Components to a preview server.

The Preview Server must be installed on a separate Viz Engine machine with its own license.
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Category Requirement

Software - Latest Preview Server package
Microsoft .NET Framework 4
Latest Viz Artist/Engine package
Codemeter runtime for WiBu based licensing

Hardware License dongle for legacy hardlock licensing.
Supported GPU and videoboard

Executable(s) PreviewServer.exe
Ports and Connections 54000: Used to connect over http with the REST interface.

Network access Uses the ZeroConf protocol to announce available services.

3.3.3 Viz Artist Software

The Viz Artist design machine should preferably have the same specifications as the Viz Engine
playout renderer, especially if the designers need to test performance issues on demanding
scenes.

If designers are creating templates for Viz Pilot, it is recommended that Viz Pilot is installed on a
separate machine for more accurate playout emulation on Viz Engine.

3.4 Ports And Connections

This section contains information on the following topics:

Port Numbers
Multiplexing Ports

3.4.1 Port Numbers

The table below lists all default server and listening port numbers that are used. It is, if possible,
recommended to run the system on a network without a firewall.

Listener Po Descriptions and comments
rt(
s)

Mediaftp 21 Used for video transfers from Viz One to Viz Engine.
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Listener Po Descriptions and comments
rt(
s)

VizOne 22 TCP and UDP for logging in to the Viz One operating system (service: SSH).

Viz 10 102 (TCP) is a Viz World Server listener port for Viz World Client connections

World 2 when Server Allocator is not in use or only has one Viz World Server running.

Server 10 103 (TCP) is a Viz World Server listener port for configuration tool connections
3 to the first Viz World Server instance (as configurations are controlled by the

first server instance).See also Vizrt Maps.

VizOne 13 Used for SMB file sharing (service: Netbios)

Viz One, 80 Web interface and client software. SOAP port for communication with Viz

Microsof One.For download of Microsoft Bing and Imagery on Demand images.(service:
; 80
t Bing HTTP)
80
and
Imagery
on
Demand

Viz One 44 (service: HTTPS)TCP & UDP used for SMB file sharing (service: Microsoft-DS).

Viz One 55 Real-time Streaming Protocol (service: TCP).

Delivery 4

Oracle 15 For clients that connect to the Viz Pilot Database.
databas 21

e

Sentinel 19 The Sentinel HASP Run-time Environment uses port 1947 to communicate with

HASP 47 local and remote components. This relates to Hardlock dongles used with Viz
Run- Curious Maps.

time

Environ

ment

VizOne 30 Low resolution video and index files (service: lighttpd).
80
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Graphics
Plugin
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Graphics
Plugin
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52
50

61
00

67
00

68
00

55
00
1-

55
01
6

56
00
0-
56
00
7

62
00

62
10

62
20

62
30

62
40
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Descriptions and comments

MVCP and Xlator control port for video servers. Note: this port is only necessary
in combination with the video server extension (service: AVCP).

Communication ports used by Control Applications (like Media Sequencer) to
connect to a Viz Engine program and/or preview channel.Viz Engine’s default
program and preview port is 6100.In a single channel configuration where both
program and preview output is on the same machine, the default preview port is
set to 6800 in order to separate the program and preview channels.

In a dual channel configuration, the default program ports are 6100 and 6800
for channel 1 and channel 2, respectively.In a dual channel configuration, when
used for stereo production, the default program ports are 6700 and 6800 for
channel 1 (left eye) and channel 2 (right eye), respectively.

For controlling Graphics Channels and/or Superchannels, ports 55000-550016
and 56000-56007 are used. (can be changed in the config)

6200 is used for controlling the Viz Trio client over a socket connection.6210 is
used by the Graphics Plug-in to establish a connection to Viz Trio.

Used by the Graphics Plug-in to establish a connection to Viz Pilot’s Newsroom
client.

Used by the Graphics Plug-in to establish a connection to the Graphics Plug-in
Editor (on Mac).

Used by the Graphics Plug-in to establish a connection to the Graphics Plug-in
Configuration tool (on Mac).
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10
54
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Descriptions and comments

Ticker handler in the Media Sequencer connects to port 6300 for feedback from
Ticker Service.Ticker handler in the Media Sequencer connect to port 6301 when
controlling the ticker via a socket connection.

Socket connection used for controlling Viz Pilot using macro commands.

Message bus port for communication with Viz One (service: Message bus).

For the Newsroom Component using an unlicensed Viz Engine for local preview
with a connection to the Preview License server (is not the same as the Preview
Server).

Used to connect over http with the REST interface.

For clients connecting to the Media Sequencer. 8580 is specifically used to
connect over http with the REST interface.

Used for sending key frames (service: ardok).

For DB notification events.For Gateway controller clients.For MOS object
updates.For MOS playlist updates.
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Descriptions and comments

10100 (TCP) is a Server Allocator listener port for Viz World Client connections,
and is only used in order for clients to get connection details about Viz World
Server(s). The first client connection will always be diverted to port 102. In case
of multiple server instances port numbers are assigned according to a
predefined schema (i.e. 10101, 10102 for server instance 2 and 3 and so on). In
case there is no Server Allocator, Viz World Server will itself switch to port
102.10100 (UDP) is a Viz World Server listener port for Server Allocator
communication.10200 (UDP) is a Server Allocator listener port for Viz World
Server communication.Both UDP ports are internal ports used between the
servers.For more information, please see the Viz World Client and Server 11.1
User’s Guide and later. See also Vizrt Maps.

Used by Gateway to establish a connection to Viz Pilot in order to send and
receive updates on MOS messages (e.g. items and playlists).

Alternative port used to avoid conflicts with port 6100 (e.g. when using Viz
Multiplexer). Port 6100 is normally used by renderers that are on air, hence, it is
(e.g. when running Viz Pilot version 4 or Graphics Plugin towards Viz Artist/
Engine 2.x) recommended to use another port.Port 14300 is an optional port.
The default 6100 may also be used if the renderer is not used on air.

Ports in use when connecting to different Graphic Hub components.

Connection to the Connection Broker configuration interface (e.g. http://
localhost:21098/)

Ports 50007 - 50009 are all Multiplexing Ports that enable Viz Engine to work
on other scenes in sessions that are used for preview purposes:

MUX Isolated port: All connections to this port get its own session.

MUX Shared port: All connections from one single host shares one session.
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Descriptions and comments

MUX Fixed port: Same as shared port except that allocated resources are never
cleared from memory.

Still Preview port: Enables a user to request a preview of the next scene to be
put on air while another scene is on air.

Used to connect over http with the REST interface.

To configure the Codemeter runtime via Weblnterface

3.4.2 Multiplexing Ports

Ports

All other ports

Still Preview Port

MUX Isolated PortMUX Shared PortMUX Fixed Port

Viz Engine

Jmain session”
{localhosty

Jpreview session’

i ontrol applicaton
sessions

|

The multiplexer functionality is an integral part of Viz Engine. When using Viz Engine a session
management takes place internally, with one default session for the GUI and internal/external
commands, and additional sessions created on-demand for the multiplexing ports or the preview

port.

With multiplex ports, other than the MUX Still Preview port, the Viz Engine state is only switched
when a command is received, which means a new session is created; hence, ten consecutive
commands from a client will only result in one state switch on the first command.

With the MUX Still Preview port the state is switched when a command is received and immediately
switched back to the main session such that on air rendering will not be hindered in any way.
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The MUX Fixed port is traditionally used by Viz Pilot Newsroom Client, and is the same as the MUX
Shared Port, except that allocated resources are never cleared from memory. To avoid memory
overload, it is recommended to clean up the Viz Engine regularly when this port is used.

The MUX Shared Port is a shared port where all connections from one single host shares one
session. It is most often used by Viz Trio and the Newsroom Client to show preview frames.

The MUX Isolated Port is an isolated port where all connections get their own session. It is used,
for example in an NLE configuration, to deliver frames to the host NLE-system when rendering or
scrubbing video clips with graphics. Using this port will also suppress bounding box commands.

/\ Note: The MUX Isolated Port cannot be used by the Newsroom Component.

All multiplexing ports are supported by all Viz Engine versions but require a license.

3.5 User Account Control (UAC)

Since version 3.7.1, Viz Engine/Artist is UAC aware. This means Viz Artist/Engine can run when
UAC is enabled on the computer.

/\ IMPORTANT! UAC configuration is the responsibility of the individual company’s own IT
policy.

When UAC is enabled, an additional confirmation prompt will show when these items are installed
or removed:

- Viz Artist/Engine

- Viz One Services (Mediaftp or fsmon)

- The web service for the Viz Engine REST interface
When UAC settings are modified, a reboot is required.

Viz Artist/Engine and all plug-ins shipped with the Viz Artist installer are UAC aware. However, if
other plug-ins are used, a warning message may be displayed during Viz Engine startup:

WARNING: The plugin <plugin-name.vip> may not be UAC aware. Contact your plugin vendor for
an updated version.

This warning means that the plug-in may not work correctly if UAC is enabled. For example, the
plug-in might attempt to write into the installation folder, which is not allowed anymore.

Contact the plug-in vendor for information on the UAC awareness of the plug-in.

/\ IMPORTANT! Even though the warning shows, the plug-in is still loaded on startup.

Most changes result from the UAC requirement that an application must not write into the
installation folder.
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3.6 Viz Artist And Engine Installation

Use the Viz Artist Bundle Installer to install both Viz Artist and Viz Engine. The bundle installer
contains Viz Artist, Viz Engine, the license dongle drivers (Codemeter and legacy Hardlock), and all
required dependencies.

This section covers the following topics:

Installing Viz Artist and Engine
Upgrading from a previous installation

- To change or reinstall an existing installation
Silent installation of Viz Artist and Engine

- To identify installed architecture and version

The software package is available in 32-bit and 64-bit versions. Most modern PCs should run the
64-bit version. Install the 32-bit version only if required, e.g. for missing codecs.

The file name of the bundle installer indicates the architecture and software version in the
following pattern:

Name-Architecture-Major.Minor.Maintenance.Build

Where architecture can be either x64 or x86. By common convention, x64 signifies the 64-bit
version, and x86 signifies the 32-bit version.

/\ Example: The file vizArtistBundle-x64-3.9.0.99999.exe is the bundle installer for Viz
Artist and Engine version 3.9, for 64-bit architecture platforms.

3.6.1 Installing Viz Artist and Engine

Installation of Viz Artist and Engine requires elevated permissions on the destination computer.
Make sure to log on to the computer with either an administrator account or a user account with
elevated rights, before installing the software. See Running Viz Engine and Viz Artist without
administrator rights for further details. If you install Viz Artist on a non-supported operating
system platform, you will get a warning.

Before installing the software, make sure to:

Check that your computer meets the Prerequisites for hardware and system configuration.
Decide which of the Viz Artist/Engine Platforms is suitable for your installation.

If upgrading, familiarize yourself with the information in the Upgrading from a previous
installation section.

/\ Tip: Download the Viz Artist and Engine installer from Vizrt’s FTP server.

1. Run the installer. The bundle installer provides an overview of all required dependencies that
will be installed in addition to the main application. Already installed dependencies are listed
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as Installed. You can collapse the selection list by clicking Settings.

/\ Note: The bundle installer selects most features by default. Check the feature list and
add or remove features as required.

2. Scroll further down to select a custom installation location, if required.

3. Click install to complete the installation wizard. The various dependencies are installed as
required.

4. Click Finish. If something interrupts the installation, click Show log to view the installation
log files.

3.6.2 Upgrading from a previous installation

When you upgrade an existing installation to a new version of Viz Artist and Engine, observe the
following:

If upgrading an existing installation with the vizartist.msi installation file, you will be
presented with this message:

“Viz Artist 32bit is already installed.

Remove the existing installation first, then restart the installer.”
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Open Uninstall a program from the Control Panel, select Viz Artist and remove the existing
installation. Then run the MSI file to install Viz Artist/Engine.

Installing Viz Artist/Engine using the bundle installer will upgrade older installations. Any
older version is removed, except versions prior to Viz Artist and Engine 3.6. This is true even
if you opt to install Viz Artist/Engine in a different directory.

- You can only install one version of Viz Artist/Engine per architecture. This means:

- You cannot install Viz Artist and Engine in parallel with older versions.

- You can install a 32-bit version and a 64-bit version of Viz Artist/Engine in parallel.
Installing the 64-bit version will not upgrade any existing 32-bit version, and vice
versa.

- The installer suggests installing to the previous installation folder. You may change it. The
recommended installation directories are C:\Program Files (x86)\vizrt\Viz3 for the 32-bit
application and C:\Program Files\vizrt\Viz3 for the 64-bit application.

- The installer pre-selects all previously installed features. You may change them.

- The installer does not support downgrading. Remove the currently installed version to install
an earlier version of Viz Artist and Engine.

Upgrading will not change any modified or newly added files of the old installation. For
example, files like Configuration files, Log files or additional files like customer plug-ins,
remain unchanged in their original folder.
Since Viz version 3.7.1, viz.exe no longer checks the %Program Files% folder for
Configuration files (.cfg) or Lens files (. 1cb). These files must be located in %ProgramData%
\vizrt\viz3.
If the previous Viz Engine/Artist was installed in the default folder, the Configuration
and Lens files are automatically copied during upgrade from the default installation
folder to %Programbata%\vizrt\viz3.
If the previous Viz Engine/Artist was installed in a custom folder, the Configuration
and Lens files needs to be copied manually from the old installation folder to

%ProgramData%\vizrt\viz3.

3.6.3 To change or reinstall an existing installation

Use the Viz Artist bundle installer to change or reinstall an existing installation. The installer will
pre-select any already installed features. Check the boxes for the components that you want to add
or remove, then click INSTALL. This will reinstall the complete software suite, repairing any
damaged or accidentally deleted files.

3.6.4 Silent installation of Viz Artist and Engine

The bundle installer does not support silent installation, which requires that you install each
package separately. Extract all packages from the bundle by adding the /dump command line
option.
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BEX Command Prompt — O >

This will create a sub-folder containing all packages contained in the bundle installer. Use the
vizArtist.msi file located in this sub-folder for unattended installations. This is useful in large-
scale enterprise deployment.

/\ IMPORTANT! The VizArtist.msi installation file does not support upgrades, and will

terminate without installing. Enable logging and specify a log file to keep track of any
issues during silent installation.

1. Run the following from a command line prompt, or save it to a batch file for execution:

@rem silent installation
@rem platformtype: standardpc, video, trioboxcg, dualchannel

msiexec.exe /i <msi\_package> /quiet PLATFORMTYPE=<platformtype>

2. Enter msiexec on the command line and press enter to see other options. Common options
are:

/i: Installs or configures a product. Package: Specifies the name of the Windows
Installer package file. ProductCode: Specifies the globally unique identifier (GUID) of
the Windows Installer package.

/x: Removes a product. Package: Name of the Windows Installer package file.

ProductCode: Globally unique identifier (GUID) of the Windows Installer package.
/1, /log: Enable logging. Make sure to specify the log file name.

& Example: msiexec /i VizArtist.3.9.0.99999_32bit.msi /norestart /passive
PLATFORMTYPE=standardpc -1lv installation.log

3.6.5 To identify installed architecture and version

To check if Viz Artist is a 64-bit or 32-bit installation, click on the Show License
Information button:
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| — & | ]
Import Archive Config Post On Air

In the License Information window, the platform and Viz version number show as:

Platform: Win32 (32-bit) or X64 (64-bit).
- Viz Version: 3.7 .XX.XXX (Win32) or (X64).
Platforrn X64

Viz Version: 3.7.99.37684 (X64)

3.7 Viz Artist/Engine Platforms
Viz Artist/Engine can be installed and configured to use five different platforms. When Viz Artist/
Engine is installed select which platform is required.

When Viz Trio One Box or Dual Channel versions are installed (with two GPUs), the Control GPU
and Output GPU are selected by default. If required Viz Artist/Engine will run on one GPU only. The
Control GPU must have a display connected and will be used for Artist/Preview.

The supported platform version options are:

- VGA

- Video

- Trio Box CG
Dual Channel
Dual Channel VGA

3.7.1 VGA

VGA is Viz Engine with VGA/DVI preview capabilities. This option has no support for any video
hardware and has no live input or output options.
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This configuration can, for example, be used for a Video Wall solution, Viz Frame Servers (for Viz
NLE and Viz Pilot preview/still rendering systems).

3.7.2 Video

The Video option supports live input and output on SDI and/or IP, and typically provides one
program output (fill and key on one channel). Preview without live video is available through VGA/
DVI.

3.7.3 Trio Box CG

Trio Box CG (Character Generator) is a Video version with, typically, one program and one preview
output (fill and key on two channels). To support program and preview output this option supports
two graphics cards (see Trio Box CG Mode).

3.7.4 Dual Channel

Dual Channel is a Video version with, typically, two program outputs (fill and key on two channels).
To support two program outputs this option supports two graphics cards (see Dual Channel
Mode).

3.7.5 Dual Channel VGA

Dual Channel VGA is a Dual Channel version with additional VGA/DVI preview capabilities.

3.8 Install The Legacy Hardlock Based Viz License

Viz Artist/Engine must have a license to operate. A license is normally acquired when the product
is purchased. To get additional or updated licenses, contact your local Vizrt representative.

To configure a Viz Engine running on the new WiBu Licensing, please refer to Viz License
Configuration.

/\ Note: Some of the installed plug-ins are licensed separately.

3.8.1 To Apply a Viz License in the GUI

Use this procedure to apply a first time license, apply a new license after a license expiry, or apply
a new license before a license expires.

1. Make sure that the date and time on the computer is correct. The license is only valid for a
certain time frame.

2. Insert the License dongle.

3. Start Viz Engine or Viz Artist.

4. Open the License window:
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If this is a first time license application or the license has expired, the License window
will open.

If this is a new license application before a license expiry date, click on the License
Information button.

5. Check that the Dongle ID, in the License Information text file, is the same as the System ID
in the License window.
LICENSE INFORMATION

Dongle-TD: 25 10 bd 45 b7 ef 42 da
License: FD 49 TB 6SOSESET 8101 2528 COOSOESTFF I FOT9C1 C3 6B BS S0 CEFF 198385852528 15

6. Check these details:
Check that the license string has 32 pairs of characters and that they are divided by a
single space.
Check the characters and for spaces at the end.
7. Copy the license string from the License Information text file.
8. Paste the license string in the License field of the License window.
Check that the license key has not been entered twice.
Check that the whole string is pasted.

9. Click Apply New License.
10. Restart for the changes to take effect.

arm

323 40 Fa FF AF 3F FF CC 06 41 4
lern) g
Expiration Date 1: 2 Hay 281%
Expiration Date - Hay 2@1%
Platform: HOTU ‘0 Fxt 50T, Matrox), SDTU (Quadrno Fx 50T, Hatrox, Uoodoo)

Apply New Licenzss Clos

= raquires a reslart 1o ensure that all new fear

About...

3.8.2 To Apply a Viz License in Viz Configuration
Use this procedure to apply new license before a license expires.

1. Make sure that the date and time on the computer is correct. The license is only valid for a
certain time frame.

2. Insert the License dongle.

3. Open Viz Configuration.
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4. Click on Viz License Information.
5. Check that the Dongle ID, in the License Information text file, is the same as the System ID
in the Viz License Information panel.
LICENSE INFORMATION

Dongle-ID: 15 10 bd 45 b7 ef 42 da
License: FD 49 TB 6505 ESET 3101 2528 COOSOESTFF I FOT9CI C36BBS S0 CEFF 1988585 252B 18

6. Check these License details:

- Check that the license string has 32 pairs of characters and that they are divided by a
single space.

- Check the characters and for spaces at the end.

Copy the license string from the License Information text file.

Paste the license string in the License field of the Viz License Information panel.
- Check that the license key has not been entered twice.
- Check that the whole string is pasted.

9. Press <ENTER>.
10. Click Save.
11. Restart for the changes to take effect.

®© N

You need to press <Enter> after inseroing a new |
Licenze 35 AC 27 F1 63 A3 B3 63 4D 63 4B F4 FF AE 3F FF CC 86 41 42 1B 2F DE F 1F 2D DE 39 67 AF 1D

3.8.3 To Apply a Viz License with the Viz Console

Use this procedure to apply new license before a license expires.

1. Make sure that the date and time on the computer is correct. The license is only valid for a
certain time frame.

2. Insert the License dongle.

3. Start Viz Engine, Viz Artist or Viz Config.

4. In the Viz Console enter the text send KEY SET [full license string].

/\ Tip: In Viz Artist or Viz Engine, click on to view the Viz console.

5. Press <Enter>.
6. Restart Viz Artist/Engine for the changes to take effect.

3.9 EVS Video Server Control

An EVS Control Plug-in lets the Viz Engine control an EVS video server (like a tape deck over
RS422). This gives Viz Engine the ability to load and control playback of EVS video server clips.

This section contains information on the following topics:

- Setup Requirements
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RS422 and XtenDD35 Configuration

RS422 pin-out for the connector cable

RS422 Controller Set Up Examples

Bluestorm LP PCI card configuration

ExSys EX-1303 USB to RS422 connector configuration

3.9.1 Setup Requirements

- The computer which runs the Viz Engine must be equipped with an RS422 controller that

maps the controller ports to the Windows COM ports.

- The RS422 port must be connected to an RS422 remote controller port of the EVS video

server.

- The EVS player, controlled by the RS422 port, must be set up to use the protocol XtenDD35

(No other protocol is currently supported).

3.9.2 RS422 and XtenDD35 Configuration

1.
2.

You need a RS422 controller that installs the RS422 port as a new COM port in Windows.
Set up the XtenDD35 protocol on the used remote port of the EVS video server.

/\ IMPORTANT! This must be done before an attempt to connect.

Manually set the Windows COM port settings to:
- 38400 baud
8 bytes
one stop bit
odd parity

& IMPORTANT! This must be set before Viz Artist is started.

Usually, a special RS422 cable is required to connect the controller to the EVS video server. It
is recommended to use a connector cable to connect the RS422/DB9 connector to a
standard RS422 cable. The RS422 cable should work with a normal EVS video server
controller.

. Every RS422 controller has a different pin-out setting and requires a different connector

cable. The table below shows which signal of the RS422 controller must be connected to
which pin on the EVS side:

3.9.3 RS422 pin-out for the connector cable

Signal type of RS422 controller Cable pin on EVS side

RxD B+ (in) 7
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Signal type of RS422 controller Cable pin on EVS side

TxD B+ (out) 3
TxD A- (out) 8
RxD A- (in) 2
Sig Ref / Gnd 1

3.9.4 RS422 Controller Set Up Examples

The connection of a RS422 controller to the EVS is always different for each controller. Here are
just two examples:

3.9.5 Bluestorm LP PCI card configuration

Viz Engine side (Bluestorm LP card) EVS side

Signal type Pin Pin Signal type
TxD+ 2 3 RxD+
TxD- 3 8  RxD-

RxD- 4 2 TxD-

RxD+ 1 7 TxD+

Sig Ref 5 1 Sig Ref

3.9.6 ExSys EX-1303 USB to RS422 connector configuration

Viz Engine side (ExSys EX-1303) EVS side

Signal type Pin Pin Signal type
TxD+ 2 3 RxD+
TxD- 1 8 RxD-
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Viz Engine side (ExSys EX-1303) EVS side

RxD- 4 2 TxD-
RxD+ 3 7 TxD+
Sig Ref 5 1 Sig Ref

3.10 Dual Channel Mode

This section details how to configure the Dual Channel platform of Viz Artist/Engine (see Viz
Artist/Engine Platforms).

Dual Channel is a video version with, typically, two program outputs (fill and key on two channels).
To support two program outputs this option requires two graphics cards.

Once installed and configured, open the two Viz Engine consoles and add commands as required,
or use an external application (for example Viz Trio or Viz Pilot) to control the Viz Engine.

3.10.1 To Configure Dual Channel

1. Install Viz Artist and select Dual Channel mode.
Dual Channel installs and adds these icons to the desktop:

o> B - B WY
= B B A

Viz Config  VizConfig  VizEngine  Viz Engine Viz Artist
Channel 1 Channel... Channel... Channel... Channel...
Bdbit
Open the Viz Config Channel 1 application.
In Database, set Auto log in to Yes (active).
4. Click Load...

w N

5. Select <viz 1install folder>/Configuration Profiles/dualchannel-0.cfg and click OK.

6. Configure Viz Artist/Engine as required, by setting the Output Format, etc. Then click Save
and exit Viz Config.

7. Open the Viz Config Channel 2 application and repeat the above steps to configure the
second channel, using the dualchannel-1.cfg configuration file.

See Also

- The Viz Trio User Guide
- The Viz Pilot User Guide
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3.11 Trio Box CG Mode

This section details how to configure the Trio Box CG (Character Generator) platform of Viz Artist/
Engine (see Viz Artist/Engine Platforms).

Trio Box CG mode is a video version with, typically, one program and one preview output (fill and
key on two channels). To support program and preview output this option requires two graphics
cards.

Once installed and configured, use Viz Trio to control the Viz Engines.

3.11.1 To Configure Trio Box CG

. Install Viz Artist and select Trio Box CG mode.

f—

Trio Box CG installs and adds these icons to the desktop:

e B e B WY
= = B A R

Viz Config  VizConfig  VizEngine  VizEngine Viz Artist
Control 64bit  Progra..  Control 84bit  Program... Control 64bit

2. Open the Viz Config Control application.
3. In Database, set Auto log in to Yes (active).
4. Click Load...

Select <viz install folder>/Configuration Profiles/trioonebox-0.cfg and click OK.

6. Configure Viz Artist/Engine as required, by setting the Qutput Format, etc. Then click Save
and exit Viz Config.

7. Open the Viz Config Program application and repeat the above steps to configure the second

channel, using the trioonebox-1.cfg configuration file.

3.12 Integration With Viz One

Viz Engine can be integrated with Viz One so that video clips can be transferred, and monitored, to
and from Viz One.

The following sections describe how to install the Transfer and Monitor services to the Viz Engine
and how to enable clip playout.

A Viz One system, which is configured to communicate with the Viz Engine, must be running
during the installation and configuration of the two services.

Administrator rights are required to complete the install (see Prerequisites).

This section contains information on the following topics:

Configure Viz Engine
- To Configure the Viz Engine
Install Transfer and Monitor Services on Viz Engine
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- To Install the Transfer and Monitor Services
- To Remove the Transfer and Monitor Services
Configure Local Preview of Video Files

3.12.1 Configure Viz Engine

Viz Engine must be configured for the transfer and playing-out of video clips from Viz One.

To Configure the Viz Engine

Open Viz Configuration.

Click on Output Format.

Select the correct output format as used in Viz One.
Click on Video Board.

Set the Viz Link option to On.

Click on Video Input.

Make sure that at least one Clip Channel is active.
Click Save.

Restart Viz Engine.

CoNOUNRAWN =

3.12.2 Install Transfer and Monitor Services on Viz Engine

The Mediaftp (file transfer) and the Fsmon (file system monitor) Services are required for Viz One a
Viz Engine to exchange data.

Both services are part of the Viz Artist installation, but must be installed (activated) or removed
(deactivated) through the Viz Configuration.

Note: If these Services are not required, make them unavailable when Viz Artist is installed.
The Mediaftp Service will print some feedback to the Viz Engine Console. The Fsmon
Service will not.

The files for Mediaftp and the Fsmon are installed into the folders:

<viz 1dnstall folder>\Fsmon
<viz dinstall folder>\Mediaftp
Log-files are written to the folders:

<viz data folder>\Fsmon
<viz data folder>\Mediaftp

To Install the Transfer and Monitor Services

/\ IMPORTANT! Make sure that the Clip Data Directory is set correctly before the services are
installed (see Video Board).
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f—

. Open Viz Config.
Click on Viz One.
3. In the Days to keep log files field, set the number of days log files are to be kept (default is

N

| Lag-hles are writted ints tha ‘PregramData’ falda

4. Fsmon Service Only:
a. Enter the host name of the local host.
b. Enter the host name of the Viz One Message Queue Server.

/\ IMPORTANT! The local host name must be exactly the same string that was
entered in the Viz One as host name for the Viz Engine (it must be the exact
same string as seen beside Host on the Servers page).

Fsmaon (File System Monitor)

Viz Engine Host Name
Viz One (MessageQueue Server)

Currently Installed Service(s)

Install

Mote: Fsmon's root=parameter is se

5. MediaFTP Service Only: Set the transfer band width (Kbits per second), as required.
Mediaftp (File Transfer)
Band Width

Currently Installed Service(s)

Install

Mote: Mediaftp's root-parameter is 54

/\ Note: Mediaftp is installed with the -a flag. This assumes that the default Viz One
user/password combination is: vtrsync/vtrsync. Mediaftp will install, but not work, if
the user/password combination is different (see Adding a Viz Engine in the Viz One
Administrators Guide).

6. Click on Install for each required Service.

/\ Note: Any currently installed Services must be removed before a new Service can be
installed.
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To Remove the Transfer and Monitor Services

Note: When a Service is removed, the Service is made inactive. The Service is still available,
and if required again, click Install to make active.

1. Open Viz Config.
2. Click on Viz One.
3. Click on Uninstall for each required Service.

3.12.3 Configure Local Preview of Video Files

If a Viz Engine is used for local preview (for example, Viz Engine installed on a control client
machine) the FFDShow codec package and a Matroska splitter, must be installed.

& Note: The procedures, detailed below, are only relevant for low resolution versions of video
clips to be previewed on Viz One. In most cases this happens when control applications,
such as Viz Trio, are used to, for example, preview a full screen clip. High resolution video
clip versions do not need this codec installation.

The following procedures will guide you through the necessary installation steps:

- To Install Codecs for Local Preview

- To Set a Preferred Decoder

- To Register the Matroska Splitter

- To Unregister the Matroska Splitter

- To Configure Preview of Clips Stored on Viz One

To Install Codecs for Local Preview
After the FFDShow codec package has been installed:

Make sure that Viz Engine or generally no applications are excluded (there is an inclusion
and exclusion list in FFDShow)

Make sure that there are no other codec packages installed on the machine that will interfere
with FFDShow or the Matroska splitter.

/\ Note: A license is required for clip playback as FFDShow does not come with a
decoding license.

1. Start the browser.
2. Search for and download:
- The FFDShow M PEG-4 Video Decoder
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& IMPORTANT! Make sure a license is available to use the codec and that the 32-

bit version of the codec is downloaded

- The Matroska Splitter
- The Windows 7 DirectShow Filter Tweaker
3. Remove older 64-bit versions of the MPEG-4 codec
4. Extract:
- The Matroska Splitter, and
- The Windows 7 DirectShow Filter Tweaker.
Install the MPEG-4 codec.
Set your MPEG-4 32bit decoder to FFDShow.
Register the Matroska Splitter.

Now

To Set a Preferred Decoder

p—

. Run the Windows 7 DirectShow Filter Tweaker

2. 1In the appearing dialog box click Preferred decoders )
Preferred DirectShow decoding filters in Windows 7 Lé]
32-bit decoders: +  B54-bit decoders: -
H.264 H.264
(7 Microsaft @ Microsoft
@ ffdshow I USE MERIT
") USE MERIT E XVID |
3. Set your MPEG-4/H.264 32-bit decoder to FFDShow.
4. Click Apply & Close.
5. Click Exit.

To Register the Matroska Splitter

1. Extract the Matroska Splitter
2. Copy the ax file to your C:\Windows\System32 folder

& Note: There are two files available, one in the root folder that is used for 32-bit

systems, and one in the x64 folder used for 64-bit systems.
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3. Click on Start > Run

= Run &J\

=== Typethe name of a program, folder, document, or Internet
rescurce, and Windows will cpen it for you,

Opem: regsvi32 MatroskaSplitter.ax] -

H  This task will be created with administrative privileges.

[ oK H P— H F——

4. Enter regsvr32 MatroskaSplitter.ax.
5. Click OK. A message box appears confirming your registration.
6. Click OK.

To Unregister the Matroska Splitter

1. Click on Start > Run
2. Enter regsvr32 -u MatroskaSplitter.ax.
3. Click OK. A message box appears confirming that it is unregistered

To Configure Preview of Clips Stored on Viz One
If the VGA version is installed, do these steps:

Open Windows Explorer

Open the Viz Config file

Locate SECTION VIDEO

Set vizlink_mode = 1

Save the file

If the Video version is installed, do these steps:

. Start Viz Config
2. Select the Video Board section and enable (On) the Viz Link option
3. Click Save.

See Also

uThWN —

p—

Prerequisites
- Viz One Administrator Guide

3.13 Viz Engine REST Interface

REST (short for Representational State Transfer) is an architectural paradigm for distributed
systems, such as web services. Broadly spoken, REST relates to HTTP in the sense XML relates to
HTML; a paradigm of the general concepts behind HTTP with some added restrictions. One such
constraint is the statelessness of the communication; which HTTP violates via cookies.
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The most widely known application of REST, are web pages accessed via HTTP. Each web page is a
unique resource, accessed via it’s URL (Uniform Resource Locator) which can be operated on (for
example GET /books/dune.html). This combination of operation and URL is called a message. In
REST, a message has to be self-descriptive, meaning that all the information needed to process the
message is required to be contained within the message.

The Viz Engine REST interface can be activated by enabling Webservice in the Communication
section of Configuring Viz.

If User Account Control (UAC) is active, press Install after setting the Port. The default port for the
Viz Engine web service is 61000. After restarting VIZ, the REST interface can be accessed by
navigating a web browser to http://localhost:61000. The landing page will display the status of
the Engine, with information on which mode it is running in and its version number.

€ | localhosts1000/# /statis c + # =

Viz Status Information

Mode

O Air
Version

3.8.2 55378

Once the REST interface has been activated, the complete documentation for the Viz Engine REST
interface can be accessed by navigating to http://localhost:61000/#/documentation, or by
clicking the Documentation link from the landing page.
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3.14 Dolby E Support

Viz Engine is certified by Dolby for decoding Dolby E streams from the inputs into the Viz Engine,
and encoding the first eight audio channels back to Dolby E on the output.

This section contains the following topics:

Dolby E Features
Dolby E License
Dolby E Configuration

3.14.1 Dolby E Features
The Dolby E feature set in Viz Artist/ Engine is defined as follows:

Dolby E is supported on Matrox Video I/O hardware only

Dolby E is supported both as AES or embedded audio on the input and output side
Decoding of one Dolby E stream (minimum eight/maximum 16 Dolby E channels) on all
inputs.

/\ Note: The Dolby E stream (encoded in a stereo pair) must be on the first two AES or
embedded audio channels

Encoding of one Dolby E stream (minimum eight/maximum 16 Dolby E channels) on the fill
output.

/\ Note: The Dolby E signal is encoded on the first two AES or embedded audio
channels on the output.

- All audio channels from the Viz timeline can be mixed, as usual, with the decoded Dolby E
signal from the inputs, and will be output together with the input audio as Dolby E
Dolby E encoding and decoding can be configured independently, i.e. it is possible to input
PCM audio and output Dolby E or vice versa

- You can also have PCM audio on one or more inputs and Dolby E audio on different input
and mix them together
Dolby E decoding from clip channels is not supported

Dolby E License
Each Dolby E stream processed in the system requires a license

For example if there are two input signals with Dolby E and the output is to deliver Dolby E as well,
two decoder and one encoder licenses are required.

The Dolby E licenses are software licenses which reside on a software dongle and can hold
multiple licenses for one system.
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3.14.2 Dolby E Configuration

This section details the set up required in the Viz Config file and GUI.
This section contains the following procedures:

- To Enable Dolby E Functionality
- To Set Audio in Channels as Dolby E Inputs
- To Enable Dolby E Encoding

To Enable Dolby E Functionality

The Dolby E signal can be present in the embedded audio of the video signals, or on the AES
inputs of the Matrox card.

1. Open the Viz Config file.
2. Set DolbyEEnabled to 1

To Set Audio in Channels as Dolby E Inputs
The Dolby E stream must be present in the sub-channel 0 and sub-channel 1 of the input.

1. Open the Viz Config file.

2. Configure these settings as shown:
- ChannelDolbyEEnabled__0 =1
- ChannelDolbyEEnabled__1 =0
- ChannelDolbyEEnabled__2 = 0
- ChannelDolbyEEnabled__3 =0
- ChannelDolbyEEnabled__4 =0
- ChannelDolbyEEnabled__5 =0
- ChannelDolbyEEnabled__6 = 0
- ChannelDolbyEEnabled__7 = 0

To Enable Dolby E Encoding

This enables the encoding of the first eight internal audio channel to a Dolby E stream which will
be sent to the output.

- Set DolbyEOutput to 1

/\ Note: Only live video inputs are supported.

- To Enable Dolby E Functionality
- To Set Audio in Channels as Dolby E Inputs
- To Enable Dolby E Encoding

Copyright © 2018 Vizrt Page 80



Viz Engine - 3.11

4 Starting Viz Engine
To start and run Viz Engine, you need to connect to an available Graphic Hub.

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

4.1 To Start Viz Engine

1. Start Viz Engine
2. In the Graphic Hub login window, provide the required details:

: Select a Host from the drop-down list. You can also type the host name, if the
host does not appear in the list. This may happen if the server is on a different sub-
net.

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

: Select a User from the drop-down list.

: Type the correct password for the selected User.

Log me in automatically: If auto log in is available, click to enable automatic log on.
This makes Viz Engine automatically connect and log on to a pre-defined Graphic Hub
on start-up.

3. Click Log in.

4.2 To Add A Viz Engine Startup Option

1. Right click the Viz Engine icon and select Properties.
2. In the Shortcut pane, apply a command in the Target field (see Viz Command Line Options).

& Example: "<viz dinstall folder>\3.xx.x\viz.exe" -n

3. Click OK.
4. Start Viz Engine.

4.2.1 Viz Configuration

Viz Artist/Engine is mainly configured by the Configuring Viz application. All configuration
settings are stored in the Viz Config file, found in the <viz data folder>. The Viz Config file uses
the machine host name to uniquely identify which machine Viz Artist/Engine is installed on, as for
example, viz-<hostname>-6-0.cfg.

Any changes to the host name will affect the Viz Artist/Engine. If a host name is changed, a new
Viz Config file is created with a default setup. The old Viz Config file is not deleted, but left
unused. If required, use the command -g <configuration file> (see Viz Command Line Options) to
reassign the old Viz Config file.
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/\ IMPORTANT! Do not use the Hash tag (#) in any folder, file or path name, as Viz Engine
ignores text following a Hash tag.

4.3 Viz Console

The Viz Console window is mainly used for debugging purposes, to display information about the
running Engine or connected Graphic Hub, and for manually sending commands directly to the
Engine. The Viz Console shows the commands that are used in communication between the Viz
Engine renderer and other components, such as Viz Artist, External Control Applications, plug-ins,
and scripts.

For an overview of the available commands, open the console window and type ? or help, then
press enter. This will output a list of the available console commands. The complete
documentation for the command interface is included with the Viz installation, and can be found
under

<Viz Install Folder>\Documentation\CommandInterface.

& IMPORTANT! The Viz Console is case sensitive.

4.3.1 Issuing External Commands to Viz Engine via Console

External Control Applications, such as Viz Trio and Viz Pilot, communicate with Viz Engine through
External Control commands. Viz Engine supports a wide range of such commands. Any installation
of Viz Engine and Artist also come with the application Viz Send, which mimics the behavior of
External Control Applications.
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vizdend TCP/IP to viz 3.8.2.55990 on localhost (PEAK-EV p.. — O >

Command

[VERSION v|[ Send |

Pratocal Caonnect

Clgar protocol

» WERSION
< YWersion: 3.8.2.55990 Script

[ he reply

[ ] write logfile
gend UTFS
[] show HEX

Cloze

External Commands can also be sent manually to Viz Engine through the console window, using
the send command. External commands range from loading a scene and taking the scene on air, to
shutting down Viz Engine. To issue a command to the Engine, open the console window and type
send [COMMAND], then press enter. For example, the command VERSION can be used to display the
current Viz version and build number:

send VERSIONCONSOLE: answer <Version: 3.8.2.55990>

Most commands also have a subset of commands. All commands in the Engine follow a specific
syntax, and can be passed either properties or further commands. The general syntax structure is:

[Leading flag] [Location] [Command] [Value]

Locations and commands may also have sub-locations or subsets of commands, respectively, in
which case an asterisk serves as the divider between each part. Please see the examples below for
a better understanding of how to address these.

Leading Flag: Define if Viz Engine should send a reply to the command being issued. A
leading -1 indicates that no reply is required. Positive integers, including o, serve as a
command ID. This allows an external control application to match the reply to the
corresponding command request, if several commands are sent simultaneously.
Location: The location can be the main object, configuration, an object ID, one of the object
pools, a container or geometry, a key-frame, a shared memory (SHM) location, a layer, and
so on. In addition, the location can be any command or property of such. In essence,
anything in Viz could serve as the location for a command.
As an example, a scene can be loaded into any one of the three layers in Viz; Back layer,
Main layer and Front layer. The layers can be addressed by name:

RENDERER*MAIN_LAYER
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RENDERER*FRONT_LAYER
RENDERER*BACK_LAYER
In addition, the scene can be accessed directly by referring to the scene via its
database path, UUID, REST URL or temporary object ID:
SCENE*ScenelLocation
Command: The Command part of the syntax can consist of either a property or another
command.

Value: The value for the command, which can be for example a numeric value, a location or
a State.

/\ Tip:COMMAND_INFO is a very useful command, used to display help on any other
command or subset. For example, passing the command send RENDERER
COMMAND_INFO will display a list of all available properties and commands for the
RENDERER command, while RENDERER*BACKGROUND will display properties and
commands for the BACKGROUND sub-command of the RENDERER command.

Viz Engine can address locations in three ways, by either UUID, Path or REST:

UUID: Universally Unique ldentifiers are always provided angle brackets, for example
<1A85AC97-00AE-E74B-A236EDA262D69908>.

Path: The full path to the item, as seen in Viz Artist.

REST: In addition to the built-in Viz Engine REST interface, Viz Engine also interprets Graphic
Hub REST URLs as part of commands. Even though the commands themselves are case
sensitive, the host names and UUIDs in REST URLs are not. The URLs may also contain
special characters, like a forward slash.

These are all valid as locations when passing commands to Viz Engine, although they
change the appearance of the command itself. Here is an example command setting an
image as background image for the loaded scene, for each location method: UUID:
RENDERER*BACKGROUND*IMAGE*IMAGE SET IMAGEx<1A85AC97-00AE-E74B-A236EDA262D69908>

Path: RENDERER*BACKGROUND*IMAGE*IMAGE SET IMAGE*01_DOC_EXAMPLES/Images/Bear

REST: RENDERER*BACKGROUND*IMAGE*IMAGE SET IMAGE*http://GH\-SERVER:19398/image/
1A85AC97\-00AE\-E74B\-A236EDA262D69908/Bear

/\ Tip:Object IDs are temporary shortcuts created on the fly when an item is loaded into
memory, and removed when unloading the item or restarting Viz. To get an objects Object
ID, pass the GET command to the OBJECT_ID location of the object. For example:
MAIN_SCENE*OBJECT_ID GET.

4.3.2 Internal Commands

For ease of use, internal commands can be set to be hidden or visible. Under certain
circumstances, some plug-ins may need to send commands on every frame. This can leave the Viz
Console window "flooded" with text, leaving it unreadable. By default, internal commands are
hidden, meaning these messages will not be output to the console window. To see all internal
commands by default, the Viz configuration file must be manually edited, setting
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show_internal_commands to 1. During normal operation, however, it would usually suffice to
temporarily activate the output of internal commands to the console, by clicking the (Show
Commands) icon in the Viz Artist or Viz Engine GUI. This will also make the console window stay
always on top, meaning it will not be hidden behind other full-screen applications, such as Viz
Artist or an Engine in On Air Mode.

4.4 Viz Command Line Options

You can start Viz Artist and Viz Engine with various startup options. These command line
parameters must be passed to the Viz executable file, viz.exe, and not to the batch file, viz.cmd.
The batch file is only there for compatibility reasons. The table below details the most common Viz
Command Line Options. You can get a list of all available startup options, by running viz.cmd -h
or -2 from the command line.

Command Description

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

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

-C Start without a console.

-db Specify which Graphic Hub to connect to on Viz Engine startup. password can be
user:pw@serv  omitted from the argument, but user, server, name-server and port must
er/name- always be provided.

server:port

A Example: viz.exe -db Guest:@VizDbServer/localhost:19396

In the example above, Viz Engine will connect to a Graphic Hub server called
VizDbServer (/1\ case sensitive) on the name-server localhost at port 19396, as
the user Guest with no password.

-g <config Start with a predefined Viz Config file. This allows a User to have more than one
file> startup option
-h, -? Display the available commands.

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

- Specify a console title to distinguish Viz Engines in a Dual Channel setup
(example: -1 <title>)
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24)
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Description

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

There is also an optional argument may give a scene that is loaded upon
startup with the following syntax:

SCENE*scene_id ... load scene_id into the main layer

1 SCENE*scene_id ... load scene_id into the main layer

0 SCENE*scene_id ... load scene_id into the back layer

2 SCENE*scene_id ... load scene_id into the front layer

Disable automatic mouse capture.

Enables non-interactive mode for all occurrences except dongle issues and
sound driver setup. The non interactive mode was introduced for use cases
where there is no user and when there is no GUI one can interact with.

Keep the Viz Engine Console always on top

For systems with two or more graphic cards (i.e. Trio One Box / Dual Channel).
Specify GPU1 (-ul), GPU2 (-u2), etc., to run Viz Artist on. See Systems with Two
or More GPUs below.

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

The optional argument is a number composed by addition of
1: produce verbose output to console

2: add a timestamp

4: log OpenGL

16: log 2d-texture messages

32: log Graphic Hub releated debug messages

64: log medium and high GL warnings

Start in Engine mode and show render windows (videowall mode).
Disable restart on crash.

Start without any GUI

Write extended dump file (full memory dump) in case of a program crash.

Start in Artist mode. Viz Artist is stated by Viz Engine after the Engine has
started.

Specify the path where Viz Engine stores its program data (see Viz Artist/Engine
Folders)
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4.4.1 Systems with Two or More GPUs

It is possible to specify which GPU Viz Engine should run on, by providing the flags -u1 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 Config on another, for example:

<viz 1install folder>\viz.exe -c -u2

<viz 1install folder>\viz.exe -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 calculate 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, where:

m = -ul/-u2/etc.
n = number of GPUs

For example, with two Viz Engines:

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

Viz Engine 1 {-u2)

GPU1 GPUZ

S uo) R 5 o)

Wiz Engine 2 {-u5)

When either Trio One Box or Dual Channel Viz Artist versions are installed, GPUs are selected by
default.
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5 Configuring Viz

Viz Configuration is the configuration interface for Viz Engine and other applications that integrate
with Viz Engine.

[ e e e

The Viz Configuration user interface is divided in two:

Sections: Shows a list of all the sections available for configuration
Configuration Parameters: Shows all available configuration parameters for each section
Various parameters regarding the program functionality can be set in the configuration.

Viz Artist/Engine is mainly configured with the Viz Configuration. All configuration settings are
stored in a Viz Config file (located in the <viz data folder>). The Config file uniquely identifies the
machine that Viz Artist/Engine is installed on by its host name, for example viz-
<hostname>-0-0.cfg.

Any changes to the host name affects the configuration. If a host name is changed, a new Viz
Config file is created with a default setup. The old Viz Config file is not deleted but left unused. If
required, the old Viz Config file can be reassigned with the command -g <configuration file>.

/\ Caution: Make sure that any changes are saved before Viz Configuration is closed. Changes
are not saved and will not take effect until Viz Artist has been closed and started again.

5.1 Working With Viz Configuration

To configure Viz Artist and Engine, click the Config button in Viz Artist or start the Viz
Configuration application from the Start menu.

Viz Artist/Engine also has a selection of Installed Configuration Profiles. When the configuration
profiles are saved, only the settings that differ from the default configuration of a setup (VGA
mode, Video mode, etc.) is saved.

Viz Configuration adjusts its size to the current screen resolution when it opens. When running Viz
Configuration without Viz Artist, it will check the resolution and limit the size to 1436 x 750 pixels.
This is useful for high-resolution configurations, especially during Video Wall Configuration.
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5.1.1 To Start Viz Configuration

- Run Viz Configuration from the desktop shortcut or the Start menu.
- If Viz Artist is running, click Config or press <F11>.

5.2 Modify Viz Configuration

This section details how to Save, Save as..., Reset and Load Viz Configurations.
This section contains the following procedures:
- To Save the Current Configuration

- To Reset the Viz Config File
- To Restart Viz Configuration

5.2.1 To Save the Current Configuration

. Start Viz Configuration.
. Change the configuration as required.
. Click Save.

wN =

IMPORTANT! Changes made to the resolution can affect an in use IP streaming
service. Make sure to check the IP streaming service configuration.

4. Click the Restart button to apply the saved changes. The Viz Config file is updated.

5.2.2 To Reset the Viz Config File

The Reset button sets the configuration to default settings.

1. Start Viz Configuration.
2. Click Reset.
3. Click Restart to apply the changes.

5.2.3 To Restart Viz Configuration

Click the Restart button to save changes.
1. Click Restart
2. Select from:
- Current
- Viz Engine w/GUI
- Viz Engine w/o GUI
- Viz Artist
- Viz Config
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5.3 Installed Configuration Profiles

Viz Artist/Engine is installed with a selection of Configuration Profiles. These profiles are a set of
predetermined basic settings to run Viz Artist/Engine for specific purposes, for example, Dual
Channel Mode, Trio Box CG Mode or a Video Wall Configuration.

Once loaded into the Viz Configuration, these files can be modified to refine the profile to specific
needs, which can then be saved.

Pre-installed Configuration Profiles are located in: <viz install folder>\Configuration Profiles.

5.3.1 To Load a Pre-Installed Configuration Profile

1. Start Viz Configuration.
2. Click Load and select Installed Profile
- The correct folder opens automatically.
3. Open the required Configuration Profile.
4. Click Restart to load the Configuration Profile.

5.3.2 To Save a Custom Profile

A Configuration Profile cannot be saved to the <viz install folder>. A UAC requirement is that an
application must not write to the installation folder (see User Account Control (UAC)). The default
location for custom Configuration Profiles is %Programdata%\Vizrt\Viz3.

Start Viz Configuration.

Change the configuration as required.

Click Save As

Select a location to save the new Configuration Profile. The default location is %Programdata%
\Vvizrt\Viz3.

Type a hame for the new Configuration Profile.

Click OK.

A WN —

(o2 ¥, ]

5.3.3 To Load a Custom Configuration Profile

. Start Viz Configuration.
2. Click Load and select Custom Profile
- The correct folder opens automatically
Locate a saved Configuration Profile (x.cfg).
Open the required Configuration Profile.
. Click Restart to load the saved Configuration Profile.

f—

v W

5.4 Audio Settings

This section provides information about the following:

- Various Tab
- Channels Tab
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Manual Audio Configuration

5.4.1 Various Tab

Various | Channels | Setup

Audio Active
Ring Buffer Delay

Mute On Scene Load

Ciriver Mode

- Audio Active: This acts as a global on/off switch for audio in the Viz Engine.
Ring Buffer Delay: Enable to make the audio system compensate for the ring buffer delay
during clip playout. Ring buffer is ignored when disabled.
Mute On Scene Load: When set to on, audio is muted before any scene load commands are

executed. This is necessary for video cards which do not mute the audio automatically, when
no video refresh happens.

/\ Note: Additional commands to mute audio can be added in the Viz Config file.

Driver Mode: Affects playback of sound on the computer running Viz Engine, for audio
monitoring purposes.
None: Prohibits Viz Engine from playing out sound on the local system.
DirectSound: Use DirectSound drivers (requires DirectX). This is the recommended
driver.
MCI Mode: Use MCI driver mode, for systems where DirectSound is either not available
or performs unsatisfactorily.
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5.4.2 Channels Tab

SIT L EIINE Name Multi-language

Stereo

. Channel Geometry 7.1 —
Multi-language

Used Channels 3 ;r

Add | Delete Rezet Aliases

Out Channel 0 FRONT_LEFT;0;
Out Channel 1  FRONT_RIGHT;1;
Out Channel 2  FrenchlLeft;F

Out Channel 3

Out Channel 4

Out Channel

n

k_RIGHT;5;
SIDE_LEFT:6;
SIDE_RIGHT;7;

Out Channel

=]

Configurations: Shows a list of channel configurations.
Add: Adds a new channel configuration to the Configurations list.
Delete: Deletes the selected channel configuration from the Configurations list.
Name: Set the name of the selected channel configuration.
Channel Geometry: Sets the channel geometry. Options are:

Mono

Stereo

5.1

7.1

- Quad

Used Channels: Set the number of configurable channel alias fields that can be mixed by the
internal channels in Viz Engine (software). On a Matrox system this number must be equal to
the number of configured input channels (hardware). This setting is independent of the
Channel Geometry setting.
Reset Aliases: Set the channel aliases to the default option (the custom entry is not removed)
Out Channel 0-15: The Out Channels represent the internal Viz audio channels, which are
mixed to the output device one by one. Alias names are useful to create multilingual
systems, and also to define the channel geometry for the Default and FX audio clip mix
modes. Aliases are separated by a semicolon. The Audio plug-in only uses the channel
aliases to find the correct speakers for Pan and 3D sound effects in FX mode. With this
functionality any of the 16 internal audio channels can be used to play any audio geometry.
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To Add Multi-language Audio Channels

From the Channels tab, click Add.
Select the new entry from the Configurations list
Enter the new name in the Name field.
Set the Channel Geometry to Stereo.
Click Reset Aliases.
Set the number of Used Channels to 4.
- This will improve the performance.
In the Channel 2 field, add the alias FrenchLeft.
In the Channel 3 field, add the alias FrenchRight.
- Add the same configuration for English (EnglishLeft, EnglishRight) and German
(GermanLeft, GermanRight) on the other machines.
9. Click Save.

Various |'::|'|E|r'|r'|-'-_-|E: | Setugp

oA wN =

®© N

Configurations Name Multi-language

| Stereo
aRr

I | Recet Alisses |

To Add Multiple Audio Channel Configurations

1. Repeat To Add Multi-language Audio Channels to add three more Multi-language Audio
Channels.
Name the configurations the following way:
Multi-languageF
Multi-languageE
Multi-languageG
Add a Multi-languageAll configuration.

N

3. In the Channel 1 field, add the aliases FrenchLeft, EnglishLeft and GermanLeft, then do the

same for Channel 2.

FRONT_LEFT;
Channel_0;FrenchLeft;EnglishLeft;GermanLeft;
FRONT_RIGHT;
Channel_0;FrenchRight;EnglishRight;GermanRight;
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4. Click Save.

various Channels Setup

Nama
Chann=! G=ometry
Used Chann

Multi-languages

Multi-languageall

[ "add T M Delete

Setup Tab

The Setup tab lists all available audio devices available to the Viz Engine audio mixer (see Audio in
Viz).

All devices listed with Device0O are DirectSound compatible devices installed on the system.
DeviceO is always the default playback device, configurable through Sound options in the Windows
system Control Panel.

When a Matrox card is installed, Matrox audio is available.

With Matrox audio, there are different ways to capture audio for use with the Viz Engine audio
mixer, before it is output:

1. Capture audio embedded in the live video input signal from the live input connectors.
2. Capture audio from the AES connectors.
The final output is the same, either embedded as part of the live video output signal, or
separated out to the AES output connectors.

In addition, simply loop audio through the system. This will make the embedded or AES audio
unavailable to the Viz Engine audio mixer.

The Default mode captures audio and directs it to the default onboard audio device with no output
on the Matrox card output connectors.

/\ Note: The Matrox audio-extension board is not configurable through this user interface.

Various | Channels Setup

Devicel Speakers (Realtek High Definition Audio) ==
Devicel Polycom USB Audio Playback (Polycom VWX Phone)

Device2 none ==

Mode Embedded =

Device n: Shows the name of the audio card.
Mode: Refers to the audio mode of the Matrox board. Options are:
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Embedded: Audio is captured from the Live video input connectors and made available
to the Viz Engine audio mixer, to mix it with other audio sources. Then output as
embedded audio on the live video output connectors.

AES: Audio is captured from the AES input connectors and made available to the Viz
Engine audio mixer, to mix it with other audio sources. Then output on the AES output
connectors.

Embedded -> AES: Embedded audio is captured from the live video input connectors
and made available to the Viz Engine audio mixer, to mix it with other audio sources.
Then output on the AES output connectors.

AES -> Embedded: Audio is captured from the AES input connectors and made
available to the Viz Engine audio mixer, to mix it with other audio sources.Then
output as embedded audio on the live video output connectors.

Loop: Audio is looped through. No audio is mixed.

Default: Audio is captured, but no output on the Matrox card.

5.4.3 Manual Audio Configuration

Certain use-cases require manual configuration of audio. Make sure to create a backup of the Viz
configuration file before performing the following procedures:

To Map Audio Output for a Dual Channel Setup

1.
2.

Matrox0.VideoOutl.MapToVizChannel
Matrox0.VideoOut2.MapToVizChannel = -1

In a Dual Channel environment there are two Config files, one for each Viz Engine.
For the first Viz Engine (1) the configuration of the audio output channel mappings should
look like this:

Matrox0@.AudioOutl.MapToVizChannel = 0
Matrox0.AudioOut2.MapToVizChannel = -1

Note that the audio output for the first Viz Engine (1) should be according to the video
output channel:

1"
[}

. For the second Viz Engine (2) the configuration should look like this:

Matrox0.AudioOutl.MapToVizChannel = -1
Matrox0.AudioOut2.MapToVizChannel = 0

/\ Note: In a stereo setup, audio must be set to OFF in the second Viz Engine (2).

5. Mind the difference to the video output settings:
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Matrox0.VideoOutl.MapToVizChannel = -1
Matrox0@.VideoOut2.MapToVizChannel

n
(o]

6. All other audio output channels should be set to off:

Matrox0.AudioOut3.MapToVizChannel
Matrox0.AudioOut4.MapToVizChannel

oo
[
=

To Manually Activate an Audio Device

1. Open the Viz Config file.
Go to SECTION AUDIO_CONFIG and locate the AvailableO setting.
3. Activate the identified audio device (Available0) by adding its name to the AudioDevice0
setting.
For multiple outputs, more than one device can be added as AudioDevicel,
AudioDevice2 and so on.
4. Save the Viz Config file.

N

& Example: AudioDeviced= Realtek HD Audio output

5.5 Authentication

The Authentication panel is for the authentication of one or more Viz One systems on Viz Artist.
Enter the details of each Viz One system to connect to.

To save a new user, all three panelsof the Authentication panel must be completed. If a Realm is
not required, enter <empty> in the Realm panel. If only one or two panels are completed, the
information will not be saved.

Host Info Le User Info

ymese-si I

Host Info

Host Info: The host name of the Viz One server.
Realm: Determines if an entry should be used in an authentication process for a given URI.
User Info: Name and password for each User, for the selected Host and Realm.
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5.5.1 Authentication Properties
This section contains information on the following topics:

Host Info Properties
Realm Properties
User Info Properties

5.5.2 Host Info Properties

The host name of the Viz One server (see also Fsmon (File System Monitor)).

The host info is in the form ‘host:port’, where the colon and port number are optional. An
asterisk value, '+', shows that it will be used against all hosts. The host info can be the Viz One
host name or IP address.

/\ Examples:

Host Info = myhost.mycompany.com:8080
Host Info 10.0.1.2:8080
Host Info = *

A Host cannot be added without at least one Realm (or an empty Realm with <empty>
entered) and one User defined
A Host can have more than one Realm

Host Info

Host Info

- Add: Add a host name.
Change: Change a selected host name.
Remove: Remove a selected host name.
Host Info: Enter the name of the required Viz One host.

A Note: Do not enter a URL as the Host Info name. The Host Info name format must be
host[:port], for example: vizone.mycompany.com:8080.
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Authentication data is not well formed.
The usual mistake is to enter an url as Host Info instead of "host[:port] | *."!

Realm Properties

Determines if an entry should be used in an authentication process for a given URL.

A Example: A single value of shows that it should be used against all realms, i.e., Realm = [a-
zA-Z_0-9lor‘*’

A Realm cannot be added to a Host without at least one User defined
A Realm can have more than one User.

Add: Add a Realm.

Change: Change a selected Realm.

Remove: Remove a selected Realm.

Realm: Enter the name of the required Realm.

User Info Properties

Name and password for each user, for the selected Host and Realm. Passwords are not mandatory.

User Info

User

Password

Confirm PW

Add: Add a user.

Change: Change a selected user.
Remove: Remove a selected user.
User: Enter the user name.
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Password: Enter a password for the user, if required.

- Confirm PW: Confirm the user password.

Host Info Properties
Realm Properties
User Info Properties

5.5.3 Authentication Panel Procedures

This section contains information on the following procedures:

- To Add a Viz One Host

- To Add a Realm

- To Add a User

- To Change a Host, Realm or User Name
- To Delete a Host, Realm or User Name

Do not enter a URL as the Host Info name. The Host Info name format must be host[:port]. For
example: www.mycompany.com:8080.

Only entries which consist of Host + Realm + User will be saved to the configuration file. After the
completion of the required procedures, make sure that you restart Viz Artist. Changes are not
saved until Viz Artist has been restarted.

To Add a Viz One Host

To add a Viz One Host, a Realm and a User must also be defined.

1.
2.

w

Now

Enter a Viz One Host name.
Click Add.

Add
L3

Host Info Host ]_I

Enter a Realm name. If no Realm is required, enter <empty>.
Click Add.

Add

Realmi]

Enter the new User name.
Enter and confirm the password, as required.
Click Add.

Copyright © 2018 Vizrt Page 99



Viz Engine - 3.11

8. Click Save or Save as...

To Add a Realm

1. Click on a Viz One Host.
2. Enter a Realm name.
Click Add.

4. Enter a User name.
5. Enter and confirm the password, if required.
6. Click Add.

To Add a User

Select a Viz One Host.

Select a Realm.

Enter a User name.

Enter and confirm a User password, if required.
Click Add.

Click Save or Save as...

oUvewN =

/\ Note: The password of the currently highlighted User will always show in the
Password box.

To Change a Host, Realm or User Name
1. Click in the name field for either the:

Host Info
Realm
User

1. Make a change to the name as required.
2. Click Change.
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3. Click Save or Save as...

To Delete a Host, Realm or User Name

If a Host is removed, any defined Realms or Users for that Host will also be removed. If a Realm is
removed, all Users for that Realm will also be removed. When the last User is deleted then the
related realm is deleted as well.

1. Make sure that the item to be deleted is highlighted (1).
2. Click Remove (2) for either the:

Host Info
Realm
User

1. Click Change.
2. Click Save or Save as...

[ [
Rialm

See Also

Viz One Configuration panel

5.6 Camera

In the Camera section, special camera behavior settings which are used for virtual studio setups,
can be set. Viz 10 is used as the studio configuration and calibration tool for enabling connectivity
and control between all required studio devices such as cameras, routers, VTRs, video servers,
audio mixers and other studio equipment.
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5.6.1 Camera Properties

Virtual Studio

Distortion

- Virtual Studio: When set to Active the tracking process will be started when Viz Engine is
started

- Command: Set the path to the ".bat’ file that will start the tracking process. If a valid path is
given, Viz Engine will start Viz 10 during startup.

- On Air Camera: Activates the selected camera that should be used when setting the scene

in On Air mode. The camera is controlled by an external tracking device.
- Stereo Mode: (license required):

/\ Note: Stereo Mode settings only take effect when the design is taken on air.

- Off: Stereo mode is not available and can not seen in the GUI Camera Editor
- Quad Buffered: When using nVisio glasses together with a monitor with a frequency

>100Hz the image for the left/right eye will be shown alternately and the glasses will
darken the other eye. This configuration provides the full resolution

- Over Under Left Top/Over Under Right Top: Both images will be drawn beneath each.

Either side can be drawn first. The image height will be halved, providing half
resolution

Left Eye/Right Eye: Either the left or the right eye image will be rendered for dual-
channel setups in combination with a Video Wall / Stereo Distributor. Full resolution

- Side By Side Left/Side By Side Right: Both images will be rendered side by side, either

left or right first. The image width will be halved, providing half resolution

Depth of field: Define from where parameters will be taken:

Use editor: parameters for depth of field are taken from the editor
Focal plane from external: only the focal plane is taken from the external camera

- All from external: all parameters are taken from the external camera

Distortion: Here you can set the lens distortion parameters for each camera individually.

- Camera: set the camera number.
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Distortion mode: set the preferred distortion depending on the tracking system which
is used. Available distortion modes are:
- Auto
Internal
Libero
- Xpecto
Radial
Stype
- Trackmen
Parameter mode: set the parameter for the lens distortion, depending on the tracking
system which is used:
- Auto
Lens File
Libero
- Manual
- Tracking Hub

See Also

- Advanced Lens Distortion in the Viz Artist User Guide.

5.7 Communication

In this section, network connections can be set. External control software, for example, Viz Trio,
uses TCP/IP network connections to send commands to the Viz Engine renderer engine (some
external communications are also through UDP). Viz Artist expects the commands at the ports
which are defined here.

The Communication panel has three tabs, Global, Shared Memory and VDCP (Video Disk Control
Protocol).
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5.7.1 Global Properties

| Global | Shared Memo r"_(“ VDCP

General Comm. Port 6100 Pr

[WeReT|  Udo | Udeaiuliast

MUX Fixed Port

Still Preview Port

Command Field Dominance Odd Retrace Counter Even Retrace Counter

Intern. Always /[ Extern. Odd | Intern. Always / Extern. Even

o 2R Install Uninstall
Inactive

General Comm. Port: Set a general communication port for receiving external commands
when in On Air Mode. Make sure to update settings on the client side if you change the
default port. The default is port 6100 (TCP).

Additional Communication: Enables sending of commands to Viz Engine on UDP and
Multicast, or a combination of the two. Video Wall setups use this.

Udp&Multicast Port Number: Set the port number for the computers that share the same
virtual IP address.

Multicast IP Address: Set the shared virtual IP address.

/\ Note: The default maximum number of TCP connections is limited to 255. Within this
number of connections, a user defined limit of maximum connections can be set.

Additional Communication m Udp&Multicast

Udp&Multicast Port Number

Multicast IP Address

Enable GPI: Enables initialization of supported Sealevel GPI/O devices when Viz Engine starts.
MUX Isolated Port: Port number for isolated sessions - no shared data (NLE).

MUX Shared Port: Port number for shared sessions - shared data (NLE).

MUX Fixed Port: Port number for fixed sessions - shared data, no reference counting (NLE).
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Still Preview Port: Port number for still preview.
Multi Touch Input:

- Server UDP: Multi Touch events are retrieved from the Viz Multi Touch Interface (see
protocol documentation, Viz MultiTouchServer). An external server application
connects to the touch device, translates the hardware messages into the Viz Multi
Touch Protocol, and sends it via UDP to Viz Artist or Engine. This triggers the internal
Multi Touch events in scripts utilizing the plug-in API.

Mouse: Enable this to use a standard mouse to test Multi Touch trigger callbacks.
Win7 Touch: Viz Artist and Engine uses Win7 Touch messages to generate Multi Touch
events.

TUIO: (Tangible User Interface Object) Select this if the touch device and/or application
works with TUIO/OSC (Open Sound Control).

Leap: Leap Motion is a hand and finger-tracking device. Activate this to receive multi-
touch events from Leap.

- Win Stylus: Activates stylus pen input.

Multi Touch Port: Port number where Viz Engine listens for the multi touch server. Required
for Server UPD communication.

Multi Touch IP Address: IP address where Viz Engine listens for the multi touch server. Viz
Artist and Engine sends keep-alive messages to the Multi Touch Server. You need to enter
the IP address of this server. Required for Server UPD communication.

TUIO Port: Set the TUIO (Tangible User Interface Object) port number to communicate with a
TUIO enabled multi-touch device. TUIO is a protocol for Table-Top Tangible User Interfaces.
The default port for most TUIO applications is 3333.

Display Diagonal (inches): Used for gesture recognition. Viz Artist and Engine can calculate
transformations with momentum. For this, it needs to know the real, physical, screen-
dimension to calculate the correct animation speeds. The value is in inches.

Display Aspect Ratio: Used for gesture recognition. The real aspect ratio of the screen is
required, as some screens do not have pixel aspect ratios of 1.0.

Hulth Touch Dnput

Multi Touch Port

Mult Touch [P Address

y Daagonal (snches) r.0 :’—‘| '
e
F

Cagplay Adpect Rabio 1.778

Frame Accurate Viz Comm.: Frame accurate commands through TCP (commands delayed by
ring buffer and specified FAVC bias). Enable only for external control that supports special
frame accurate command execution. Used with Frame Accurate Output.

FAVC Bias: Define delay in fields, in addition to ring buffer size, for frame accurate
commands via TCP or GPI. This is the bias in frames for the commands, if Frame Accurate
Viz Comm. is set to on. Allows negative values.

Frame Accurate Viz Comm. M

Command Field Dominance: States when to handle the commands sent to Viz Engine. For
example, when set to 0dd Retrace Counter, Viz Engine handles all commands on odd fields.
Not valid in progressive video output modes. Options are:
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Always.
Odd Retrace Counter: Execute commands at an odd retrace counter.
Even Retrace Counter: Execute commands at an even retrace counter.
Intern. Always/Extern. Odd: Execute commands internally always and externally at an
odd retrace counter.
Intern. Always/Extern. Even: Execute commands internally always and externally at an
even retrace counter.
On air Mouse Events: Set mouse events in On Air Mode to on or Off.

REST Webservice: Enter the port number for communication with the Viz Engine REST
interface. The default is 0, which deactivates the Webservice.

A Note: To view the current documentation for the REST interface, go to http://
localhost:<port number>/#/documentation

Install: Enter a port number and click Install to install the Webservice.
Uninstall: Remove the Webservice.

/\ IMPORTANT! The Webservice does not automatically install when User Account
Control (UAC) is active. Click Install to activate the Webservice.

Enable Logging: Enable Webservice logging to the Viz Console.

Webservice ] ||:|_ Install Uninstall

Enable Logging Inactive

GFX Port: Set the GFX Channel starting port number (GFX2: GFX Port+1, GFX3: GFX Port+2.
For example: 55000, 55001, 55002, etc.

5.7.2 Shared Memory Properties

Global |Shared Memory | VDCP

Multicast IP Address 224,2,2.2

Multicast Port

UDP Port
TCP Port

Debug

Master Engine IP Address

Master Engine Port

Master Poll

Multicast IP Address: Set the address for synchronizing distributed shared memory map
without a Graphic Hub.

Multicast Port: Synchronize shared memory between all Viz Engines listening to the
multicast.
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UDP Port: Set the UDP listening port for the shared memory input.
- TCP Port: Set the TCP listening port for the shared memory input.
Debug: Enable Shared Memory logging for UDP and TCP communication.
Master Engine IP Address: Set the IP address of the master Viz Engine which holds the
complete shared memory map (loaded during startup of Viz Engine).
Master Engine Port: Set the initializing port for the shared memory on startup (the command
port of the master Viz Engine).
Master Poll: Enable to make a Viz Engine load the shared memory map from the master Viz
Engine, through the selected communication protocol. Available options are:
Inactive
- Commands
UDP
- TCP

To Limit the Number of TCP Connections

Since Viz Engine 3.3, the number of TCP connections to Viz Artist can be set in the Viz
configuration. The maximum number of TCP connections is limited to 255. If set to 1, the first
control application connecting to Viz Artist/Engine will get exclusive control over Viz Artist/
Engine.

1. Open the Viz Config file (for example: Viz-<hostname>-0-0.cfg).
2. Under SECTION COMMUNICATION set ‘max_tcp_connections’ to the number of TCP
connections required.

This setting applies to the default port (6100) and the Multiplexing Ports.

5.7.3 VDCP Properties

The VDCP (Video Disk Control Protocol) tab enables the configuration of up to eight external
controllers which can then have basic control over clip-channels and render-layers (Front, Main,
Back).

Frotoool

Camtrellerl
Controller? |
Controlber3
Controllerd |
Controllers |

Controllers

Controller? |

Controllers

Basic control is the ability to set a clip and to start, stop, pause or continue playback of a clip, or
the scene animation in the specific layer.

- Controller <1 to 8>: Configure up to eight external controllers.
Each Controller has these parameters:
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Enable: Make the Controller connection Active or Inactive
Protocol: Select a protocol (TCP/IP or Serial connections) for the external control device
Port: Enter a port number. This port is where an external VDCP client can connect to the
specified VDCP controller of the Viz Engine.
Mode: Select a mode:

Clip Channel: Enable the control of a selected video clip channel

Layer: Enable the control of animation in a layer
ID: Available if Mode is set to Clip Channel. Select a Clip channel (an ID (1 to 16)) to control
Layer: Available if Mode is set to Layer. Select either Back, Main or Front

See Also

Shared Memory (SHM)
VizCommunication.Map (see the Viz Artist User Guide)

5.8 Clock Formats

Format 1 hh:mm:s= Format
Format 2
Format 3
Format 4

Format 5 - Format

Format & s=s,dd Format

Format 7 5555 Format
Format 8 : Format
Format 9 dddd Format 19

Format 10 Format 20

In this section, twenty various digital date and time formats can be set. Viz Engine distinguishes
between uppercase and lowercase clock formats, allowing for even more customization options.
Setting the clock format using lowercase letters forces Viz Engine to display the digit even if the
value is 0. By defining the clock format using uppercase letters, Viz Engine will omit the value if it
is zero. This allows the designer to omit unused digits while still planning for their use when
designing the scene.

Format 1-20: Sets and enables the clock formats that may be selected in Viz Artist during
scene design.

/\ Tip: Add a font GEOM in Viz Artist to see how the clock formats can be used.
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5.9 Database

The Database section has three tabs for setting connections to, e.g. a Graphic Hub, Failover
servers and Deploy servers.

Global Properties
Failover Properties
Deploy Properties

5.9.1 Global Properties

Use this section to configure the Graphic Hub database connection settings.
Host Name

Hub

Port Humber

Liser

Additional Host Names

Failover Timeout (sec)

Import by Name
Popup Servar Messages works om localhast onby!

Date Format
Archive Bit-Mode

Prefix Mode

- I L | T am | " n
Max Search Results ETR ---.r| all It is recommanded t2 use "All" on small databases only

Search Date Mode Creation

Host Name: Enter the name of the Graphic Hub naming service. The naming service will
always be a one to one map to the Host Name of the machine running a Graphic Hub.

Hub: Enter the Graphic Hub server name.

Port Number: Enter the listener port number for a Graphic Hub. The default port number is
19396, and should normally not be changed.

User: Set the default user.

Additional Host Names: Enter the host name or IP address of a Graphic Hub database located
on a different subnet, to make it selectable in the log onscreen database drop-down list.
Multiple entries can be added, and must be separated by a semicolon. Hosts located on
different subnets will be highlighted in turquoise in the drop-down list.

Communication Timeout Settings:
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Failover Timeout (sec): Set the maximum time to wait before a fail over is initiated
from the main to the replication Graphic Hub.
- Global RT Timeout (sec): Set the maximum response time for any request to a Graphic
Hub.
Establishing Timeout (sec): Set the maximum waiting time to establish a connection to
a Graphic Hub.
- Show Auto Log On:
- Yes: Show the Auto log check box in the Graphic Hub log on window.
No: The auto log check box is hidden.
- Auto Log On: Enable or disable automatic log on to a Graphic Hub. This will disable the log
on screen for Viz Artist/Engine.
Import by Name: Set to Yes to check for objects by name rather than by UUID. Set to No to
check by UUID.
Popup Server Messages: Enable or disable popup server messages. Disabled only works on
local host.
Date Format: Set the date format to EU (DD.MM.YYYY 13:54) or US (MM/DD/YY 01:54).

- Archive Bit-Mode: Set the bit-mode in which the archive will be saved.

/\ Note: For compatibility, 32-bit should be enabled if scenes will be imported to Viz
Artist versions prior to build 2310.

- The following prefix settings are needed if an external control application is used that sends
commands containing certain path locations, but where the path of the files is a different
one on the Graphic Hub (e.g. because they were deployed to a specific location).

Prefix Mode: Activate the prefix mode.

Prefix Converting Info: Show the prefixed (final) paths in the console (this behaves like

the Viz Artist 2.x debug mode).

Prefix Path: Contains the prefix path string that is used for incoming commands

containing path parameters.
- Transfer Buffer Size: The entered value is a multiplier for the standard buffer size of 51200
bytes and is only for the transfer buffer size to the Graphic Hub (Graphic Hub 2.4 and above
only).
Max Search Results: Set the maximum amount of search results which should show in the
search result panel (see Item Search and SmartViewSearch in the Viz Artist User Guide).

- All: Show all results. To set a maximum amount deactivate All

/\ IMPORTANT! If All is selected this could produce a large number of search
results, which may affect the performance of Viz Artist. Vizrt recommend that
All should be used on small databases only.

- Search Date Mode: Select the results date order for Item Search and SmartView Search:

Modification: Sort search results by their modification date.
- Creation: Sort search results by their creation date.
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/\ IMPORTANT! Every time the Viz Engine connects to a Graphic Hub, it creates a mapping of
all GH REST connections. This mapping is used to speed up images loading by directly
downloading images from the Graphic Hub instead of using the GH REST.

If the connected GH REST is reconfigured to a different Graphic Hub, then the mapping will
not be updated until the Viz Engine disconnects and reconnects to Graphic Hub.

5.9.2 Failover Properties

) Rar
Ruwrcibeorbul 1605

vl i
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add | Refees

To Add Redundant Servers to the Failover List

1. Enter the Host Name of a Failover server.

2. Enter the Graphic Hub instance for Failover.

3. Enter the Port number of the Graphic Hub for Failover.

4. Click Add.

5. Use the Up and Down buttons in the database Failover list to raise and/or lower a database’s
priority in the event of Failover.

6. Click Save.

5.9.3 Deploy Properties
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- Added Deploy Servers Box: View all available Deploy Servers

- Add: Add Deploy Servers (see To Add Deploy Servers)
Remove: Click to remove a selected Deploy Server
Host Name: Enter the host name of the Graphic Hub machine to deploy files to
Hub: Enter the name of the Graphic Hub instance to deploy files to.
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Port: Enter the Graphic Hub listener port number
Use Prefix Folders: Prefix folders provide a simple server copy functionality that is able to
rebuild the underlying structure from a source folder on the source server to a destination
folder on the destination server. All references outside the source folder are rebuilt
according to the original structure, under /data/. Set to Yes to select a source and
destination folder for the deployment. Set to No to keep the structure the same as on the
source server. See To Add Deploy Servers below for an example setup.
Prefix Folder UUID Source: Enter the source folder UUID on the Graphic Hub to deploy
from.

Prefix Folder UUID Target: Enter the target folder UUID on the Graphic Hub to deploy
to.

To Add Deploy Servers

Pl w e Pefis Saur
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Uz Prefix Folders

/\ Note: To configure deploy servers, the user you are currently logged in with on the source
server must exist on the destination server with the same credentials.

Enter the Host Name of a deploy server.

Enter the name of the deploy Graphic Hub.

Enter the Port number of the deploy Graphic Hub. The default port is 19396.

If specific source and destination folders are required, set Use Prefix Folders to Yes.
a. Enter the UUID of the Prefix Folder UUID Source.
b. Enter the UUID of the Prefix Folder UUID Target.

5. Click Add, and then Save.

See Also
Graphic Hub User Guide

A WN —
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5.10 Font/Text Options

Japanese Industry Standard Code s

Shifted Japan stry Standard SIS
Extended Unix Code

Unicode

UTF-8

Default Text Orientation ﬂ Right
Default Text V.-Orientation Top m Bottom

Default Text Direction Right To Left Top To Bottom
Font Handling Complex script

Adwvanced import for Asian languages
Blur Import

Outline Import

Preserve newl ces ’W
In this section, the font encoding can be configured.

Font encoding. Available options are:
Default: Sets the font encoding to single character interpretation (limited to 255).
- Japanese Industry Standard Code (JIS): Sets Japanese industry standard code character
encoding.
Shifted Japanese Industry Standard Code (SJIS): Sets the newer Shift JIS character
encoding standard which sets aside certain character codes to signal the start of a
two-character sequence.
Extended Unix Code (EUC): Sets Extended Unix Code (EUC) character encoding that is
a multi byte character encoding system used primarily for Japanese, Korean, and
simplified Chinese.
Unicode: Sets the Unicode character encoding where every two characters are inter-
operated as one (not widely used).
UTF-8: Sets UTF-8 (8-bit UCS/Unicode Transformation Format) character encoding that
is a variable-length character encoding for Unicode.
Default Text Orientation: Sets the default horizontal text orientation. Available options are;
Left, Center and Right.
Default Text V. Orientation: Sets the default vertical text orientation. Available options are;
Top, First Line, Center and Bottom.
Default Text Direction: Sets the default text direction. Available options are; Left to Right,
Right to Left and Top to Bottom.
Font Handling: Sets the font handling. Available options are Font file or Complex script.
Font file: Sets the font kerning to Font file that is mainly used for languages written
from left to right.
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Complex script: Sets the font kerning to Complex script. Complex script is mainly
used for languages written from right to left, or when one character is composed of
one or several Glyphs.

/\ IMPORTANT! With font handling in Complex Script mode, all fonts used must
be installed in Windows to avoid unpredictable text behavior.

- Advanced Import for Asian Languages: Activate this option to import fonts to be used with
special features, including vertical text and EUDC. This feature is useful for some Asian
languages. The fonts must be installed in the operating system.

Font Import: Sets the Font import. Available options are; File (Standard) and Windows
(Advanced).
File (Standard): Imports and stores fonts on the database.
- Windows (Advanced): Stores only the font name on the database. For this to work the
font must be installed on the Windows system where Viz Engine resides.

Blur Import: Enables blur levels for fonts used in Viz 2.x scenes. These options will make
sure that fonts imported to Viz 3.x will be recreated with all blur levels used in Viz 2.x.
Available options are Blur 1-4.
Outline Import: Enables outline levels for fonts used in Viz 2.x scenes. These options will
make sure that fonts imported to Viz 3.x will be recreated with all outline levels used in Viz
2.X. Available options are Outline 1-3.
Calculate Max Bounding Box Size: Enables Viz Artist/Engine 3.x to calculate the bounding
boxes as they were calculated in Viz Artist/Engine 2.x. In Viz Artist/Engine 3.x a text
object’s bounding box height will increase if a capital character is entered (e.g. an umlaut
(double dots)). In Viz Artist/Engine 2.x the bounding box height was always the same and
independent of the characters in the text object. Available options are Active and Inactive.
Default is Inactive (false).
Replace missing Characters with: Replaces a missing font character in a font file with a
default font character. The Unicode value refers to the decimal value of the replacement
character in the Unicode table (valid values are 0-65553). Normal usage would select a (42)
or (95).
Preserve newlines/spaces: When set to Active, spaces and newlines at the end of the text
will not be removed when saving and reloading a scene. This influences bounding boxes.
The default state is Inactive.

5.11 Global Input

The Global Input settings influence the generation and handling of Six Degrees of Freedom (6DoF)
messages that can be distributed to several Viz Engines.

6DoF is used when working in 3D space in combination with special input devices such as a
mouse. A mouse uses two coordinates (xy) which Viz Artist/Engine is able to translate into three
coordinates (xyz) based on a grid.
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Group

Role POWERE Vaster | Save

Synch. Properties _

Group: Define which multicast group the generated or received messages belong to. If more
than one group is to be defined, a unique Group humber must be set for each group
Role: Defines how messages are generated and processed. Alternatives are; None, Master
and Slave

None: Messages are only generated and processed on the local Viz Engine

Master: A Master creates messages for himself and the defined group

Slave: A Slave reads and processes 6DOF messages but is not allowed creating them
Synch. Properties: Make the synchronization of Viz Engine Scene properties Active or Inactive

5.11.1 To Synchronize Multiple Viz Engines

Start Viz Config on all involved render machines.
Set the same Group ID for all Viz Engines
Set Synch. Properties to Active.
Save and close Viz Configuration on all machines.
Open the Control Panel on all render machines
Deactivate all unused network connections.
- Viz Engine always uses the first network connection setup by the Windows operating
system
- Synchronized engines work within the same network segment only because it is using
multicast, hence, it is important to use the right connection
- The first connection can be determined by setting a manual metric in Windows: see
http://support.microsoft.com/kb/299540
Start all Viz Engines again.
Create a simple test scene with a geometry and the Synchronized Properties plug-in (Built Ins
> Container > Global) on the same container.
9. Save the Scene.
10. Open the Scene on all involved Viz Engines.
11. Move the geometry on one Viz Engine.
- All the other Viz Engines will show the same object movement.

oW~

®© N

5.12 Import 3D Options

In this section, parameters which influence the import of 3D objects can be configured. There are
three different formats:

- Wavefront
- AutoCAD
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3D-Studio

Format Unifry Object Size
Face Orientation

AutoCAD
3D-5tudio

Shading Angle

Unify Object Size: If enabled, all vertices are recalculated during import in a way that the
object center is moved to the origin (0,0,0), and the size of the object is 100 cm in its
largest extent. If disabled, all vertices retain their values as defined in the original file. An
object could appear invisible in a Viz Artist scene because the object is translated a lot from
the origin or is scaled up or down a lot. It could be necessary to deactivate the unification to
be able to recombine several separately imported objects that must keep their size and
relative position.

Face Orientation: Polygonal 3D models often do not have a consistent face orientation, but
for performance reasons, the Viz Artist renderer expects that all faces of an object point to
the same direction. If enabling this function, Viz Artist tries to rearrange the orientation of
the object faces during import.

Shading Angle: If the 3D object has no normal vector information, Viz Artist automatically

recalculates the normals from the geometry to make lighting possible. This recalculation is
influenced by the shading angle, which acts as a threshold between sharp and soft edges.

/\ Note: A shading angle value of 60 means that an edge between two faces is
considered to be a soft edge for angles below 60 and a sharp edge above this level.
60 is the default shading angle.

5.13 Image File Name Convert

In this section, nine different replacement configurations can be set for image file names.

Viz Conhiguration

Replace: Define the string to be replaced
With: Define the replacement string
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/\ Example: If an image file name starts with the string Replace this part of the file name can
be replaced by the string wWith.

5.14 Local Settings

Clip Data Directory vy r Add Directory
Verbose Qutput Include Date and Time ‘OpenGL Error Output (AMD) GH Debug Log
< <

]

Startup commands

Drive Linking Disable Linking ves is enabled in the Registry, This setting only applie:

Clip Data Directory: Set the clip directory (default directory is D:\ drive). Multiple directories
can also be selected (see Select Multiple Directories)

A Note: This directory is also used for Viz One installations, as the root parameter for
the Fsmon and Mediaftp services (see Viz One).

Verbosity: Select content of log files, if no selection is made only the default content of the
log file will be created:

Verbose Output: Enables the most information in the Viz Engine Console.

Include Date and Time: Default content of the log file with the addition of date and

time.

OpenGL Error Output (AMD): Default content of the log file with the addition of

OpenGL Error Output (AMD).

- GH Debug Log: Default content of the log file including Write GH Connection Log.

Post Default Path: Set the default location of Render to Disk clips.
Network Drive Linking: Enable to allow Viz Artist access to mapped network drives on certain
systems where UAC is enabled.

Startup commands: Enter and save commands that will be executed on startup, but after the
initial setup configuration and before the main render loop activates. Examples:

FEEDBACK*CLIENT ADD localhost 2001

FEEDBACK*COMMAND ADD localhost 2001 CLIPOUT

RENDERER*MAIN_LAYER SET_OBJECT Vizrt_RD/mra/Reference/TC/TC_DISPLAY
MAIN*DEBUG_CONTROL*RENDERINFO*PERFORMANCE SET 1

/\ Note: Log files will be written to the <viz data folder> directory, normally c:
\ProgramData\Vizrt\viz3. This directory is by default hidden in Windows, so to
navigate to this directory in Windows Explorer specify the explicit path. For more
information see Viz Artist/Engine Log Files.
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5.14.1 Select Multiple Directories

More than one clip directory can be selected.

When more than one directory path is selected in the Clip Name box, change the file path to
<clip_root>. The included directories will be parsed when executing the search, returning video
clips with file names matching the search criteria.

A Example: Search for a video clip named next_tuesday.avi in D:\AEClips\AFL\Promos. In the
Clip Name box, change D:\AEClips\AFL\Promos to <clip_root>. The filename displayed in
Viz Artist should be <clip_root>\next_tuesday.avi.

/\ Note: The directory has to match the directory set when the Mediaftp service for video
transfer from Viz One was installed.

Multiple directories can be used with:

Dual Channel and Trio Box CG configurations, or

With any Viz Artist/Engine configuration for the selection of a secondary video clip directory
if a directory fails.

If the file path for a video clip is set to <clip_root> and the first directory fails, the same
video file will be searched for in the next directory in the Clip directory list.

If the Clip Name box is used to search for a video when multiple Clip directories are
selected, the search will default to the last used directory.

5.14.2 SAM SDCO1, SDC02, and SDCO03 protocols

To enable or disable a supported SAM protocol please change the SAMSDCOx_enable. By default
those protocols are switched off. The listening is changed with SAMSDCOx_address. If one needs to
configure multiple instances those listening addresses need to be unique among the VizEngine
instances.

SAM SDCO1

## enable the SAM SDCO1 protocol. This is disabled by default.
#*x SAMSDCO1_enable: Default=0

SAMSDCO1_enable = 1

## the SAM SDCO1 protocol listening endpoint.

#*x SAMSDCO1_address: Default=0.0.0.0:2055

# SAMSDCO1_address = 0.0.0.0:2055

and
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SAM SDCO02

## enable the SAM SDCO2 protocol. This is disabled by default.
#x SAMSDCO2_enable: Default=0

SAMSDCO2_enable = 1

## the SAM SDCO2 protocol listening endpoint.

#* SAMSDCO2_address: Default=0.0.0.0:2056

# SAMSDCO2_address = 0.0.0.0:2056

and

SAM SDCO03

## enable the SAM SDCO3 protocol. This is disabled by default.
#x SAMSDCO3_enable: Default=0

SAMSDCO3_enable = 1

## the SAM SDCO3 protocol listening endpoint.

#x SAMSDCO3_address: Default=0.0.0.0:2057

# SAMSDCO3_address = 0.0.0.0:2057

See Also

Clip Properties in the Viz Artist User Guide

- '|_'_-||-:|

rd Yersion 12.0 And &

‘ache Diredory

Priority

Atributions
Attribution Font
Italic
| Off | on Right

Map Server: Enables or disables Viz World Server (WoS) connection for Viz World Client
(WoCQ). If there is a problem with the Viz World installation, an error message will be
displayed next to the Active/Inactive button.
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Server: Sets the Viz World Server host.

Project: Sets the default map project that will be opened with the client application.
Available: Lists all available Viz World Server projects.

Map size: Sets the default map size that will be used with the client application.

Cache Directory: Sets the cache directory for cached maps which can be a local drive,
mapped drive or a Universal Naming Convention (UNC) path.

/\ IMPORTANT! Make sure the Cache Directory folder is configured with read and write
access rights.

Memory (Images): Sets the number of images to keep in memory.

On disk (Days): Sets the number of days to save images on disk.

2nd Cache Directory: Enables a second cache (see Cache above). The main purpose of the

second cache is to enable redundancy in those cases where a main cache directory is on a

different computer and for some reason fails. Another use case is to use it as a local cache

to save loading time in more complex operations. To shorten load time, copy large static
files to the correct local cache folder. In the 3D Map Setting plug-in, there is a Sync Local

Cache Folder button which will copy all required files to the local cache. Note that the

second cache directory settings can only be used by Viz World version 12.0 and later.

Priority: Sets the machine’s connection priority to the Viz World Server (Wos). Setting a

number, where 1 is the lowest and 100 is the highest you may override connection priorities

set by other machines. The configuration interface will allow you to prioritize client
connections from Viz Artist and On Air Viz Engine’s used for preview and program output.

Viz Engines must be in On Air mode for them to be prioritized. For Viz World Map Editor you

can set it from its context menu. To enable this behavior on the server side you need to

enable WoS to prioritize its connections/log ins. For more information, see the Viz World

User Guide, Server Launcher Configuration section. If the configuration option is not visible,

add the VizWorld.ini file and set the priority.

Network Monitor: Enables you to monitor relevant network connections (server and cache

folders). If you do not monitor the network and you try to connect over a “disconnected

network”, connecting to a server or a UNC path, it will take time before the system reports
back (e.g. 30 seconds or more). Enabling network monitoring will avoid such connection
issues. Note that the network monitor will only monitor a cache folder that use a UNC path

(not mounted/mapped drives). If the configuration option is not visible you need add the

VizWorld.ini file.

Attributions: Adds an attribution to the map. Alternatives are; Static and Dynamic.
Dynamic: Shows the attribution when a licensed imagery is in view and disappears
when the image is out of view.

Static: Shows the attribution as long as there is a licensed imagery in the scene.

Attribution Font: Sets the font for the attribution.

Bold: Sets the attribution font to bold.

Italic: Sets the attribution font to italic.

On Top: Places the attribution image to the top in the screen. Default is bottom.

On Right: Places the attribution image to the right in the screen. Default is left.
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5.15.1 To Add the VizWorld.ini File

1. Create and save a VizWorld.ini file to the following location:
<viz dinstall folder>\plugin\data\maps
2. Open the file and enter the following:

Monitor=1 Priority=1 Language=[my Language ID]

3. Save the file and start, for example Viz Config, to see the configurable parameters.
Monitor enables network monitoring. For more information see the Network Monitor setting
under the Maps section.

Priority sets Viz connection priority to the Viz World Server. For more information, see the Viz
World User’s Guide.

my Language ID refers to the order of languages in your list of languages (e.g. English = 0, Arabic
=1, Hebrew = 2 and so on). For more information see the Languages setting under the Maps
section.

5.16 Matrox

In the Matrox section, assign Matrox Input and Output channels to Viz Engine Input and Output
channels.

The GUI shows a drop down menu for the configurable parameters. The parameters available is
dependent on the installed hardware.

General Properties
VideoOut Properties
- Map to Viz Channel
Fill Properties
Key Properties
Manager, Repeat and 3G Properties
VBI Properties
IP Properties
- Videoln Properties
Map to Viz Channel
- Allow Properties
Key Properties
Video Properties
- VBI Properties
- Audio Properties

5.16.1 General Properties

The General properties panel shows information about the installed hardware.
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buile ¥
Inactive

Inactive
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Serial No.: Shows the serial number of the installed Matrox board.
Board Info: Shows the model and type of the Matrox board.

DSX Info: Shows the software version and driver version.
Fast Texture Mode: Activate to shorten the ’in out’ delay in Texture Mode to a minimum.

/\ Note: If Fast Texture Mode is set to Active, DVE will not work (see Video Clip Playout
Considerations and Video Playout in the Viz Artist User Guide).

Low Latency Mode: Enables Low Latency Mode required for Viz Opus with the Matrox
X.mio3. Applies only to hardware configurations using the Matrox X.mio3 video board.
Disabled by default.

Note: Low Latency Mode is always enabled for configurations using the Matrox DSX
LE 4 video board, and the setting cannot be changed for this card.

CC Extraction: Enable or disable the closed captioning extraction for Matrox X.mio 3 / DSX
LE 4 and X.mio2+.
Print Clip Info: When activated, this setting enables printing of clip information to the
console. However, such information may cause the render loop to stall. Default mode is
Inactive.
Watchdog: A timer that allows a system to continue video pass-through during an
application crash or system failure (see also Watchdog (Matrox X.mio Series) and Video
Board):
Use Watchdog: When set to Active enables the Matrox X.mio watchdog feature. It
passes the input signal to the output when the Viz Engine is unresponsive. Default
mode is Inactive. When set to Active, video out set to off, will activate the after a given
timeout (see Timeout) (see also ).
Timeout: Set the time, in milliseconds, until the watchdog takes over control. This

value should not be smaller than the time of two fields/frames. Default value is 999
milliseconds.

/\ Note:Use Watchdog and Timeout can also be set and changed in Video Board.
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Genlock:
Use Flywheel: When activated, the Matrox board adopts a tracking mode if the genlock
signal is interrupted or lost that maintains the signal frequency until the source
genlock signal is regained. Default mode is Active.
Max Recovery Time: Represents the time in milliseconds (ms) provided to the flywheel
to attempt to regain the genlock before an abrupt jump to the locked state is
performed. Default value is 15.
Max Unclock Time: Represents the time in milliseconds (ms) provided to the flywheel
to remain in the unlocked state before switching to the free running state. Default
value is 15.

5.16.2 VideoOut Properties

In the VideoOut panel, you select which Viz Artist/Engine Output is mapped to the selected Matrox
output. The VideoOut panel shows the mapped Viz output channel and its editable parameters.
When your video input is set to UHD in the Video Input section of the config menu (see Video
Input), Matrox channels B, C and D are disabled, since only one UHD signal can be processed.

Program =

Inactive
Inactive

T
o
(i cam
P

Inactive
Inactive

3 ||
sSmER
Field —
Inactive

Inactive

Map to Viz Channel

Map to VizChannel: Select which video out channel is mapped to the selected Matrox video
out channel. Select an Output channel from the drop-down menu. Only channels not already
in use are shown. On single channel configurations, VideoOut A is usually mapped to
Program, and VideoOut B to Preview. On dual Channel configurations, the first channel
maps VideoOut A to Program, and the second maps VideoOut B to Program.

Unused: Do not map this Matrox channel for output.

Program: Map the Program output to the selected video output of the Matrox card.

Preview: Map the Preview output to the selected video output of the Matrox card.
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- Clean: Output video without overlay graphics. Clean mo