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

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

Viz Artist
Viz Engine (see the Viz Engine Administrator Guide)
Viz Configuration (see the Configuring Viz section of the Viz Engine Administrator Guide)

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

See Also
Viz Engine plug-in SDK Reference: Located in the plugin subdirectory of the Viz installation
directory, this reference documentation contains information for developers of customized
plug-ins for Viz.
Viz Artist Script Reference: Located in the Viz installation directory, this reference
documentation contains information for Viz Artist scene script developers.
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1 Introduction

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

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

- Viz Artist

- Viz Engine (see the Viz Engine Administrator Guide)

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

1.1 Related Documents

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

- Viz Configuration (see the Configuring Viz section of the Viz Engine Administrator Guide):
Contains detailed information on how to configure Viz Artist and Engine.
Viz Engine Plug-in SDK Reference: Located in the plug-in subdirectory of the Viz installation
directory, this reference documentation contains information for developers of customized
plug-ins for Viz.
Viz Artist Script Reference: Located in the Viz installation directory, this reference
documentation contains information for Viz Artist scene script developers.

1.2 Feedback And Suggestions

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

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

This section contains information on the following topics:

- Viz Artist/Engine Folders
- Viz Artist Startup and Close
- Viz Command Line Options

2.1 Viz Artist/Engine Folders

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

2.1.1 Installation Folders

The default installation folders for Viz Artist and Engine are:

Windows System Viz Artist/Engine Platform Installation Folder

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

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

C:\Program Files (x86)\vizrt\Viz3Gui\

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

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

2.1.2 Data Folders

Files which are created or modified by Viz Artist and Engine are located in %ProgramData%
\vizrt\viz3. By default, this is C:\Programbata\vizrt\viz3. This folder is referenced as <viz data
folder> throughout this User Guide. The folder contents include:

- Viz configuration files,
- Script plug-ins,
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Crash dump files.

Temporary files are located in %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 subdirectory.

a

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

See Also

User Account Control (UAC) page in the Software Configuration section of the Viz Engine
Administrator Guide.

2.2 Viz Artist Startup And Close

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

This section contains information on the following topics:

- To Start Viz Artist
- To Add a Viz Artist Startup Option
- To Log on a New User after Viz Artist has Started

Log on History
Viz Artist 32-bit or 64-bit Version

- Viz Configuration

2.2.1 To Start Viz Artist

1.
2.

Start Viz Artist
In the Graphic Hub log on window, enter the required details:

: Select a Host from the drop-down list
& Note: In some circumstances, for instance if the server is located on a different

subnet, the host is not in the list. The host name must then be entered
manually.

= : Select a Graphic Hub from the drop-down list
: Select a User from the drop-down list
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® : Enter the password for the selected user

){- Viz Artist

|127.0.0.1
| vizDbServer
| Admin

Log me on automatically

Log On Cancel

ELUT9 WiIZn Lid. All nighnts reseryed

Log me on automatically: If automatic log on is enabled in Viz Configuration, checking
this check box activates it. When active, Viz Artist logs on to the selected Graphic Hub
using the provided credentials on start.

Log on: Log on to the selected Graphic Hub and start Viz Artist.

- Cancel: Cancel log on and close the application.

After logging on to a Graphic Hub, Viz Artist starts and opens the main screen (see
Overview for an overview of the Viz Artist main screen).

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

2.2.2 To Add a Viz Artist Startup Option

1. Open the Viz Artist Properties panel:

wiy
Right click the desktop icon and select Properties in the context menu al; , or
Right click the Viz Artist shortcut under the Windows Start menu and select Properties
in the context menu.

2. In the Properties window, apply a command in the Target field (see Viz Command Line
Options ).
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A Example: “<viz install folder> viz.cmd” -n

#% Viz Artist 3.11.0 %36 Properties >
Security Datails Pravious Versions
General Shoreut Compatibility

i Viz Artist 3.11.0 x86
,*'r

Target type: Application
Target location:  Vizd

Targat: "C\Program Files (xB6)\Wizrmi\Wiz3dwiz.exa” -n

Start in: "C:\Program Files (x86)\WizrtiWiz3"

Shortcut key:  Mone

Run: Mormal window =
Commeant:
Open File Location Change lcon... Advanced...
OK Cancel Apply
3. Click OK.

4. Start Viz Artist.
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2.2.3 To Log on a New User after Viz Artist has Started

Ctrl-c
Paste-Link Ctrl-w
Paste-Dup. Ctrl-Wv

Show Properties Ctrl-p
Dretail Ctrl-y

Ctrl-a

trl-e

Export as XML...

Check Out Files... Ctrl-o

Check In Files... Ctrl-i

Reconnect
| @ Change User...

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

User David_C

Pazsword

4. In the Change User window, select a User from the drop down menu and enter the password
in the Password field.
5. Click:
Login to change User, or

Cancel to cancel the procedure.
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2.2.4 Log on History

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

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

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

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

Built Ins Contral | : Sarver/Stage | + Tree/Stage

= Il TTElo (™ [ma[1[F[a[v|se [alauks | David_Cs View - Sele

GH History Login Information |E< " Owmer

2.2.5 Viz Artist 32-bit or 64-bit Version
To check if the current installation is 32-bit or 64-bit, click the Show License Information button:

L2 M E=d CE L Bl

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

Platform X654

tion Da
tion Date

o4 {)‘:54)

2.2.6 Viz Configuration

Viz is mainly configured by the Viz Configuration panel (see the Configuring Viz section of the Viz
Engine Administrator Guide).

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

& Example: viz-<host name>-0-0.cfg.

Any changes to the host name affect the Viz Artist/Engine configuration. If the host name is
changed, a new Viz configuration file is created with default configuration values. The old
configuration file is not deleted, but left unused. If required, start Viz using the command line
option -g <configuration file> to reassign the old Viz configuration file.

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

See Also

Viz Command Line Options
Configuring Viz section of the Viz Engine Administrator Guide.

2.3 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 -? from the command line.
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Command Description

-B <path> Specify the path where Viz Engine stores its temporary
data (see the Viz Artist/Engine Folders page in the
Software Configuration section of the Viz Engine
Administrator Guide).

-C Start in Viz Configuration mode (see also -ul, -u2, -u3).
-C Start without a console.

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

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

In the example above, Viz Engine connects to a Graphic
Hub server called vizDbServer (/! case sensitive) on the
name-server localhost at port 19396, as the user Guest

with no password.

-g <config file> Start with a predefined Viz Config file. This allows a User
to have more than one 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>).

-n Start in Viz Engine mode (see also -ul, -u2, -u3).
-0 <scene>

There is also an optional argument may give a scene
-0 <layer> <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.

-P Disable automatic mouse capture.
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Command Description

-t 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.

-T Keep the Viz Engine Console always on top.

-ul, -u2, -u3 (up to a maximum of For systems with two or more graphic cards (i.e. Trio

24) One Box / Dual Channel). Specify GPU1 (-ul), GPU2 (-u2),
etc., to run Viz Artist on. See Systems with Two or More
GPUs below.

-v [argument] 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: Produces verbose output to console.

2: Adds a timestamp.

4: Logs OpenGL.

16: Logs 2D-texture messages.

32: Logs Graphic Hub releated debug messages.
64: Logs medium and high GL warnings.

-w Start in Engine mode and show render windows
(videowall mode).

-W Disable restart on crash.
-X Start without any GUI.
-X Write extended dump file (full memory dump) in case of

a program crash.

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

-Y <path> Specify the path where Viz Engine stores its program
data (see the Viz Artist/Engine Folders page in the
Software Configuration section of the Viz Engine
Administrator Guide).

2.3.1 Systems with Two or More GPUs

It is possible to specify which GPU Viz Engine should run on, by providing the flags -u1 and -u2 for
GPUT 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:
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<viz install folder>\viz.exe -c -u2
<viz install 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 is 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)

Wiz Engine 1 {-u2)

D | Q
PU2 GPU3

- )
S (us) S N -6)

Wiz Engine 2 {-u5)

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

GPU1

(]

e
=
[

=
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3 Artist Interface Overview

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

This section contains information on the following topics:

Main Window
Dual Monitor Configuration
Main Menu

3.1 Main Window

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

P Y TR

=
=
-
"
-
=
-
=
i

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

You can also run Viz Artist in a Dual Monitor Configuration, and resize the panel areas to
accommodate your workflow.

At system start, the area is divided into four panels:

Fig ltem  Panel Description

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

2 Properties Properties for Containers, Cameras, Lights and Video Clip Playback

Considerations are controlled from the Property panel, where size,
position and other settings can be modified as required.

3 Scene Editor A visualization of the Scene is shown in the Scene Editor panel.
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Fig Item Panel Description

4 Scene Tree Items in the Graphic Hub database can be added to the Scene Tree,
which is the logical visualization of a Scene. The Scene Tree is built
up of Containers, which can hold items such as Materials or plug-
ins.

3.2 Dual Monitor Configuration

Viz Artist can be configured to work on two monitors. More information can be found in the User
Interface page in the Configuring Viz section of the Viz Engine Administrator Guide. The Viz Artist
user interface screen options are:

Normal

Mosaic Horizontal
Mosaic Vertical
Dual Screen

3.2.1 Normal

The Server, Properties, Scene Tree and Scene Editor panels are all displayed on the left monitor.
This is the default view.

3.2.2 Mosaic Horizontal

The Server, Properties and Scene Tree panels are displayed on the left monitor, and the Scene
Editor is displayed on the right monitor.

The monitor which displays the Scene Editor panel can be set to display either screen size or
output aspect, by clicking the O or R buttons (3).

3.2.3 Mosaic Vertical

The Server, Properties and Scene Tree panels are displayed on the top monitor, and the Scene
Editor panel is displayed on the bottom monitor.
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The monitor which displays the Scene Editor panel can be set to display either screen size or
output aspect, by clicking the O or R buttons (3).

3.2.4 Dual Screen

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

3.3 Main Menu

Use the buttons in the Main menu to select what is displayed in the display area.
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Stage Serverf/Stage +TreefStage

3.4 Main Menu Left

Built Ine | Contrel

- SeErver - SCeEnes

MEI ==
] - — | = I | F|Aa |V |SB Al lAuuto | Guests View
1 2 = - A A utd | Ll |

Name : Madification Date
|

Stage Server/Stage | +Treae/Stage

The menu's left hand side contains the following:

Server Button

Built Ins Button
Control Button
Views Button

Tree Button

Stage Button
Server/Stage Button
+Tree/Stage Button

3.4.1 Server Button

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

Shows the following panels:

Server (top left)

Scene Tree (bottom left)
Property (top right)

Scene Editor (bottom right).

3.4.2 Built Ins Button

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

Shows the following panels:
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Plug-ins (top left)

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

- Scene Editor (bottom right).

3.4.3 Control Button

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

Shows the following panels:

- Controls (top left)

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

- Scene Editor (bottom right)

3.4.4 Views Button

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

Shows the following panels:

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

3.4.5 Tree Button

The Tree view is similar to the Server Panel, excluding the database view. This option is practical to
use when the scene tree is complex and holds many containers. If the scene tree is still not big
enough in the regular Tree view, it is possible to click the Zoom Out button above the scene tree.
This shrinks the size of all the containers, allowing for even more containers to show.

Shows the following panels:

- Scene Tree (left)
Property (top right)
- Scene Editor (bottom right)

3.4.6 Stage Button

The Stage is used to control the animations in the scene. The Stage shows the time-line from
animation start (left side) to stop (right side).

Shows the following panels:
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- Stage (top)
- Scene Tree (bottom left)
- Scene Editor (bottom right)

3.4.7 Server/Stage Button

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

Shows the following panels:

- Stage (top)
- Server (bottom left)
- Scene Editor (bottom right)

3.4.8 +Tree/Stage Button

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

Shows the following panels:

- Stage (top)

- Server (bottom left)

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

3.5 Main Menu Right

The menu's right hand side contains the following:

Import

- Archive
Deploy

- Config

- Post

- On Air
Button Bar

3.5.1 Import

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

Click to open the Archive panels. Use these panels to create an archive of multiple database items
into a single file, which is saved to the hard drive.

3.5.3 Deploy

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

3.5.4 Config

Click to open the Viz Configuration panel. Use this panel to change system options and
functionality (see the Configuring Viz section of the Viz Engine Administrator Guide).

The content of the Viz Configuration panel changes with different platform types. An installation
on a machine that contains a video board runs the software in Video mode, a machine with no
video board runs the software in Standard PC mode. To find the platform type select the License
Information button.

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

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

3.5.5 Post

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

3.5.6 On Air

Opens the On Air panel. This panel switches the application mode from a 3D modeling tool to a
plain rendering engine. The application waits for control commands through its communication
port, or it can be controlled manually from the control buttons when Viz is set in On Air Mode.

By default, the port number is set to 6160. The port number and other communication settings can
be modified in the Communication section of Viz Configuration (see the Configuring Viz section of
the Viz Engine Administrator Guide).

3.5.7 Button Bar

CIEECNL
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Documentation: Opens the Viz Artist User Guide.
k=] Message Box: Opens the Message window. This window shows server warnings, and
allows for chat messages to be sent and received to and from other users connected to the
same database (3). To send a message, click on a recipient (1), type a message and click on
Send (2) or press Enter.

Mes=zage - logged in as David_C

Admin David_C 01:52 PM o

Christian_K
Christian_5 k

Flarian_Br

Gabi_0O

Gregor_B

Lucas_P

Markus_T

Patrik_E

Robert_MN

|Test message |

Show Commands: Opens the Viz Engine Console window. This window shows the
commands that are used for the communication between the user interface and the
rendering Viz Engine. The console window is mainly used for debugging purposes.

& Tip: The Viz Engine Console window can be opened by pressing the keyboard
shortcut Alt+C.

& License Information: Opens the License Information and About window. This window
shows the status of the current license, with details such as license expiration date, platform
type (Standard PC or Video), licensed plug-in packages, Viz version number, and so on. This
is also where the license can be renewed. For details on how to renew the license, see the
Viz Engine Administrator Guide. Click the About... button to view the About statement and
see all legal notices.

B2 Minimize: Minimizes the Viz Artist window.

3 Close: Opens the Quit or Restart menu.

Copyright © 2019 Vizrt Page 49



Viz Artist User Guide - 3.12

4 Manage Items And Built Ins

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

Server Panel
Server Tree
Iltem Panel
- What are items
- Working with Items
Container and Scene Properties
- Assign Keywords to ltems
Image Editor
Fontstyle Editor
Material Editor
Item Search
Free Text Search
Background Loading
Built Ins
Substance Editor

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

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

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

4.1 Server Panel

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

The Server panel is divided into two sections:

Server Tree (1): Shows the logical tree of folders in the Graphic Hub database.
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Item Panel (2): Shows the items contained in the folder selected in the Server Tree.
& Tip: To resize the two areas, drag the vertical separator.

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

4.2 Server Tree

The Server Panel tree shows a structured storage of items.
Built Ins Control
- Server - Scenes |
S _——

G

B David_C

¥ 2D-Ribbon
™ 2D _Ribbon

™ 4D Man_ 2
- 40_Man_te
™ add_to_container

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

This section contains the following topics:

Folders
Folder Position in the Server Tree
Highlighted Folders

Server Tree Menu Bar

Server Tree Context Menu

Bookmarked Folders

4.2.1 Folders

The Server Tree can contain two types of folders:

Regular folders
Project folders
The difference between a regular folder and a project folder is that by defining a working project,

the tree can be collapsed so that only the currently selected project and its sub-folders and sub-
projects' folders are shown.

Both types of folders can be dragged around after being added to the Server Tree. Only Project
folders can contain Sub-Project folders; however, sub-folders can be added to both regular folders
and project folders.
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Folder Position in the Server Tree

Drag and drop folders using the Add New <Folder/Project> button (1) to add new folders. The
folder is created at the location it is dropped in the Server Tree. Folders can be moved in the same
way, by dragging an existing folder and dropping it in the desired location.

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

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

Highlighted Folders

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

4.2.2 Server Tree Menu Bar

The Server Tree menu bar consists of various buttons to create folders and modify the appearance
of the Server Tree. It is located at the top left side of the Server Panel.

™9 2D-Ribbon
™ 2D _Ribbon

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

Expand/Collapse: Expands or collapses the currently selected branch and all its sub-

branches.
S
EE 1 Add New Project/Folder: Adds a new project (fill) or folder (E) to the Server

Tree.

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

W Show All Project Folders: Expands the tree to show all folders if the scene tree is
restricted to one project folder.

[&]
=| Refresh: Refreshes the Server Tree and adds updates.

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

Rename: Changes the name of the selected folder.
Delete: Deletes the selected folder.

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

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

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

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

Bookmark(s): Displays a list of shortcuts to all currently bookmarked folders in the bottom
of the menu if any bookmarks have been created.

4.2.4 Bookmarked Folders

Folders can be bookmarked to speed up navigation to the most used folders. Bookmarked folders
are added to the Server Tree context menu. Click a bookmark in the context menu list (1) to go to
that folder in the Server Tree.
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-

"

|

Switch Folder Type Highlighting

]

JGLOBALSfAUDIO h
[fDefault

]

rt_Research_Dewvelopement/David_Cooling/20_Ribban

All Bookmarked folders can also be viewed together in a Bookmark View (see To View Bookmarked
Folders):

ALDIO
Default

Matrox
™ NormalMaps

This section contains the following topics and procedures:

Bookmark View
To View Bookmarked Folders

Bookmark View

Bookmark View displays only the bookmarked folders.
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0= | [= [|M|MA (I |F|A|V]|SB '.AII. Auto | David_Cs View

Wizrt_Research_ Dmilapimin:"ﬂiwd Cooling / S

20 Hibbon - TEIT
il add to container

™ aupio .
Default ; ; AB( ‘
Matrox L J J 123' 123'

¥ MormalMaps E E

VizOpus
Vizrt

To view the contents of a bookmarked folder, C|ICk on the folder. The path (1) and the contents of
the folder are shown in the Item Panel. Right-clicking a folder or file in the item panel opens

the Item Context Menu. In the Item Panel, double-click a folder to open and view any sub-folders
and its content:

If a sub-folder is bookmarked, it is selected in the Bookmark View.
If a sub-folder is not bookmarked, only the parent folder is selected in the Bookmark View.
Use the Content Switcher to view the required items.

Clicking a link in the folder path (1) opens that folder. If the folder is bookmarked, it is selected in
the bookmark view. If not, the view switches to Server View, and the folder is selected.

v | 5B |all| Auto
Vizrt_Research_Developement/David_Cooling,/add_to_container,20-Ribbon /GLOBALS / [MAGE
vizrt,/plugins /geometry_plugins /Default,

Mame nl Date Crwng

Blue: Project folders
- Yellow: Normal Folders
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To View Bookmarked Folders

Click I to toggle between the Server Tree view (1) and the Bookmark view (2).

Togale Bookmark View
™ libero == 2011
™" peh_test 2014

= E ROOT-CLEANUP ad |:|_t|:|_|3|:|I'ItEiI'IEr

-1 & 2010 .Ji'-.rial
libero

BT Ex-Employees
@l ROOT-CLEANUP

Antonio_Bleile
I
& ™ Root_Entries3
Unknown

If no bookmarks have been created, you get a notification.

4.3 Item Panel

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

This section contains information on the following topics:

Item List

Item Views

Item Properties

To Show the Properties Panel
Item Context Menu
Content Switcher
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Server Menu
Properties Panel

4.3.1 Item List

The item list displays all items in the selected folder.

This section contains information on the following topics and procedures:

Item Views

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

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

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

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

.Mﬂ e E

r- —h!mr. ’i ‘:\

Wl =] o

uuID:
Path/Name:

To Show the Properties Panel

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

The item list can be sorted by Name, Date, or Owner, by clicking the corresponding column. An
arrow indicates if the selected sorting is ascending or descending. By default, items are sorted
alphabetically by name.

4.3.2 Item Context Menu

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

how Properties
5 F - Links

rt as XML...

Deploy with Prefix to test-gh-3
Deploy to test-gh-4@test-gh-4
Deploy with Prefix to test_hub@7420-DCO

Add to Container(s): Add the selected item to the selected Container(s).
& Note: Not available for Scene or Audio items.

Open <Scene name>: Opens the selected Scene.

Rename: Changes the name of the selected item.

Delete: Deletes the selected item.

Delete with all references: Deletes the selected item and all its referenced items. Referenced
items are not deleted if they are referenced by other items.

Duplicate: Creates an independent copy of the selected item. The copy is placed in the same
folder as the original item.

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

Switch to Small/Large Icons: Toggles between small or large item icons in the Item List.
Create New item: Creates a new Scene or Material.

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

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

Check In: Checks in a previously checked out item, so that all users can modify it.

Check for Background Loading: Checks if the selected item is suitable for Background
Loading. A message box opens and shows if the item is suitable or not. If not suitable, the
message gives reasons why.

File awBh_harrer 1g possibly nal backgrowd npalible, e
Could net determing compatibility with background loading bs geometry ab

3

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

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

& Note: The folder links option is only available for items that are linked.

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

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

Show Rights...: Shows file attributes at the bottom of the item panel, with the Rights tab
selected.

Close Properties: Closes the Properties Panel.

& Note: Close Properties shows Close Folder Links, Close Keywords, Close History or
Close Rights if those are selected and shown in the Properties Panel.

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

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

Export...: Exports selected Image and Audio clip items. Applies only to Audio and Image
items

Export XML...: Exports an XML representation of a scene and other objects into an XML file.
XML files can be used to compare two versions of a Scene using a file comparison utility.
Deploy...: Deploys an item with all its necessary data from one server to another. For

example, when a scene is deployed, all items referenced by the scene, such as images,
geometries, etc., are also deployed.

& Note: Available when Deploy is enabled and a valid Deploy server is entered in

Deploy Properties (see the Database page in the Viz Configuration section of the Viz
Engine Administrator Guide).
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4.3.3 Content Switcher

Folders can contain various types of items.

To view only a selected type of item, contained in a folder, click an item type tab from the Content
Switcher (1). If the All tab is selected all items in the selected folder, regardless of type, are shown.

Built Ins
Server - Geametries

0
s G
I

— 1=l .
| e =0 [
| el L=

DO_MNAB2014_QA
CLIENTS_WIP

S: Scenes
G: Geometries
M: Materials
MA: Materials Advanced
I: Images
- F: Fontstyles
- A: Audio Clips
- V: Video Clips
SB: Substances
- All: All item types
- Auto: Shows the item type with the most instances in the selected folder. For example, if
there are five materials in a folder, but only one instance of each of the other item types, the
materials are shown in the Item List.
<Username> View: Personalized view to enter and save free text searches for later use (see
Free Text Search).

This section contains information on the following topics:

Content Switcher Menu

Item Type History

To Show the Item Type History List

To Show the Item Type Last Used Folder

Content Switcher Menu

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

The Content switcher menu contains the following options:
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1als Advanced

noname

Mark as Hot Folder...: Adds the currently selected folder to the list of favorites.
Unmark as Hot Folder...: Removes the currently selected folder from the list of favorites.

Item Type History

The item type history shows an overview of previously used folders and is saved independently of
the item type. Each item type has a separate history list, which can contain up to 20 hits.

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

To Show the Item Type History List

fVizrt_Research_Developement/David_Cooling
Mizrt_Exhibitigns/2012/1BC/02_GPX/VizZWorld
[Vizrt_Researcn_Developement/Francesca_Kreuz

1. Hold the pointer over one of the tabs in the Content Switcher.
2. Press and hold Ctrl, and right-click.
3. Move through the list and click to show the selected folder.

& Note: Empty folders do not show item type history. The item list is shown in last
used order.

To Show the Item Type Last Used Folder

1. Hold the pointer over one of the tabs in the Content Switcher.
2. Press and hold Ctrl, and left-click.
3. The content of the last used folder for this item type is shown.
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4.3.4 Server Menu

At the top of the Server Panel is the Server menu.

Paste-Link
Paste-Dup.

Export...
Export as XML...

Check Out Files... Ctrl-o

Check In Files... Ctrl-i

Reconnect

Change User...

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

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

Copy: Copies the currently selected item, so that you can paste it in another folder.
Paste-Link: Pastes a copied item as a linked file. Since the new item is linked, the item
thumbnail contains a Link icon in the lower left corner (see linked items).

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

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

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

Create: Creates a new scene or material item (see Working with Items).

Export: Exports an image or audio item.

Export XML: Exports an XML representation of a Scene and other objects into a file. XML files
can be used to compare two versions of a Scene using a file comparison utility.

Check Out Files: Checks out the selected items, so that only the User who checked out the
files can modify them.
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& Note: Other users can see the name of the user that has checked out the files from
the Properties Panel.

Check In Files: Checks in the selected items, so that all Users can modify them. This option
is only available for items that have already been checked out.

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

Change User...: Changes the current User.

4.3.5 Properties Panel

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

This section contains the following topics and procedures:

File Info Tab

Links Tab

Keywords Tab

History Tab

Rights Tab

To Show the Properties Panel

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

File Info Tab

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

UUIG:
Path/Mame:
Type:

Creation Date/Time:

Expiration Date/Time:

Crhwner:
cation Diate/Time:

UUID: Shows the universally unique item identifier.

Path/Name: Shows the path to where the item is located and the name of the item.
Type: Shows the item type, for example, Fontstyle, Image, or Material.

Creation Date/Time: Shows the date and time when the item was created.
Expiration Date/Time: Shows the date and time when the item expires, if applicable.
Owner: Shows the name of the user that owns the item.

Modification Date/Time: Shows the date and time when the item was last modified.
Checksum: Shows the file’s checksum in case you need to check its validity.

Copyright © 2019 Vizrt Page 64



Viz Artist User Guide - 3.12

File size: Shows the size of the item file.

Checked Out By: Shows the name of the User who did the checkout operation if the item has
been checked out.

Locked By: Shows the name of the user that has performed the lock operation if the item has
been locked.

Links Tab
The Links tab shows the links that are assigned to the selected item:
[Info | Links | Keyword = | Histo r"g.r“ H.ights..

Mame: 10fire, Linkname: 10fire

CLIENTS WIP/RAI/GLOBALS/IMAGE reflections, 1 Ofire
CLIENTS_ W _Onair/GLOBALS/IMAGE/Reflections/yellow_gold/10fire

GLOBALS/IMAGE reflections/ 10fire

Path: Shows the path to where the linked items are located.
Link Name: Shows the names of the linked items.

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

Keywords Tab

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

 Info | Links | Kekurdsu Histo r"g.r" H.ights.-

& Note: If multiple items have been selected, and some keywords are grayed out, the gray
keywords are assigned to at least one of the selected items, but not all.
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History Tab
The History tab shows the history of the selected item:

Info | Links | Keyword s History .R.ights.. IK

Filename: chrome_02

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

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

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

SysID: Shows the Viz Artist license number on the machine that performed the operation.
Module: Shows the name of the application that changed the data.

Source: Shows the source of the data. For example, the archive name for an imported object
or the name of the Graphic Hub from where it was copied.

Rights Tab
The rights tab shows the rights of the selected file.

 Info | Links | Ke ywords | Histo r',.r. Rights

Selected File: chrome_02
User rights:
Group rights:

World rights:

Rights can only be changed with the Graphic Hub Manager, here you can only see the applied
rights of your file.

To Show the Properties Panel

Select Show Properties from the Server Menu, or
Hold the pointer over the Server Panel and press the keyboard shortcut Ctrl+P, or
Right-click an item in the Item List. In the menu that opens, select Show Properties...
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To Show the Properties Panel with a Selected Tab Open

Right-click an item in the Item List. In the menu that opens, select either:
- Show Properties...
- Show Folder Links...
- Show Keywords...

- Show History...
- Show Rights...

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

To Close the Properties Panel
Do either of the following:

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

4.4 What Are Items

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

This section contains information on the following topics:

Scenes
Scenes for Context-enabled Shows
Geometries
Materials
Materials Advanced
Images
- Fontstyles
- Audio Clips
- Video Clips
Substances

4.4.1 Scenes

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

Copyright © 2019 Vizrt Page 67



Viz Artist User Guide - 3.12

If a Scene is opened, the Scene Tree area shows the logical visualization of all the objects within

the Scene. The Scene Tree consists of Containers that hold items and properties, organized in a

hierarchy and grouped in logical divisions. The items and properties can be Geometries, Images,
Materials, Fonts, transparency functions, key functions, and many more (see Item Panel and Built
Ins).

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

4.4.2 Scenes for Context-enabled Shows

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

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

] =
Fr ) ] | =
WNILITIT O
=& My Channel
= concept=News
= ax3 Headlines
L platform=MP5 MNS3 |(mm EEE"”‘*"“"H‘ Statsrad Lhambul in Harbour
™ platform=5D Wi dt e
=& 16x0
. platform=HD
™ platform=mps_wes | |1
=& concept=Sport
=& ax3
™ platform=MP5_N33
. platform=5D
=& 16x0
. platform=HD
™ platform_MPS_WEB
BT NEW_SCENES

Headlines
Statsrad Lhembkul in Harbour

Signage

p=——

- e

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

Type Property Name Example
Concept concept = <conceptname concept=<conceptname>
(folder) > concept=News

concept=Sport

Context <context> = <contextname <context>=<contextname>
(folder) > platform=HD

. latform=SD
User-defined P 5
Variant _variant = <variantname <scene>_variant=<variantname>
(file) > chart_variant=Stock

headlines_variant=rotation
headlines_variant=simple
weather_variant=3Days

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

& IMPORTANT! For the variants it is important to add an underscore "_" to separate the Scene
name from the variant keyword.

4.4.3 Geometries

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

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

Viz Artist also has a set of Geometries that are built-in Geometry Plug-ins. These geometries are
common plug-ins that can be used in Scenes.

A Geometry can be added to a Scene as a standalone Container or as a Geometry property of a
Container. Drag the object from the Item List (or Favorites Bar) to the Scene Tree, Scene Editor or
add to a Container in the Scene Tree.
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4.4.4 Materials

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

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

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

4.4.5 Materials Advanced

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

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

4.4.6 Images

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

& Note: The maximum size of an image that can be imported and used as a texture in Viz
Artist, is 16k.

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

4.4.7 Fontstyles

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

4.4.8 Audio Clips

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

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

4.4.9 Video Clips

Video Clip items are video clips which are stored in the Graphic Hub and are available through the
Server Panel.

Video Clip items are used with Clip Channel Media Assets, as the video source file.

Copyright © 2019 Vizrt Page 72



Viz Artist User Guide - 3.12

4.4.10 Substances

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

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

& Note: To import and use a Substance a license is required, issued by Vizrt.

4.5 Working With Items

This section contains information on the following topics:

Common ltem Procedures
Active Items

Linked Items

Referenced Items

4.5.1 Common Item Procedures

These are procedures which are common to all item types.
This section contains information on the following topics:

To View items in a Folder

To Rename an Item

To Delete an Item

To Delete an Item with All References

To Create an Item Copy in a New Folder
To Create an Item Copy in the Same Folder
To Move an Item to a New Folder

To Create a Linked Item
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To View items in a Folder

1. Open the item panel from the Content Switcher:

Item Tab
Scenes S
Geometries G
Materials M
Materials Advanced MA
Images |
Fonts F
Audio Clips A
Video Clips \
Substances SB
All items All
Shows the most common item type (mode) Auto
User-constrained free text search (searches can be saved for <user>'s View
later use)

2. Select a folder in the Server Tree.

& Note: Select All in the Content Switcher to view all item types in the folder selected.

To Rename an ltem

1. Select the item to be renamed.

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

3. In the text field that appears, type a new descriptive name.

4. Press Enter.

& Note: Special characters, such as space, are not allowed in item names.
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& Note: If renaming a linked item, only the name of the selected item changes, not the
linked one (see Linked Items).

To Delete an Item

1. Select the item to be deleted.
2. Delete the item:

Drag the item to the trash can, or

Right-click the item and select Delete from the context menu, or
Press Delete.
3. Click on Yes to confirm.

A Tip: To delete multiple items, select the items to be deleted and drag to the Trash
Can.

& Note: If deleting a linked item, only the link to the folder is removed. The item itself
remains in the database (see Linked Items).

& Note: Referenced Items cannot be deleted. Referenced items are used by other
items.

To Delete an Item with All References

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

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

f—

. Locate the item to be deleted.

2. Right-click the item and select Delete with all references from the context menu.
3. Click on Yes to confirm.

To Create an Item Copy in a New Folder
Use this procedure to create an independent copy of an item(s) in a new folder:

& Note: To select more than one item press and hold Ctrl and click on each required item or
press and hold Shift to select a range or items.

1. Select the item(s) to be copied.

2. Press Ctrl and drag the item(s) to the target folder.
or

p—

. Select the item(s) to be copied.
2. Select Copy from the Server Menu or Ctrl+C.
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3. Open the folder where the target item(s) are to go.
4. Select Paste-Dup from the Server Menu or Ctrl+Shift+V.

To Create an Item Copy in the Same Folder

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

Right-click the source item.

In the context menu that shows, select Duplicate.

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

or

A WN—

Select the item(s) to be copied.

Select Copy from the Server Menu or Ctrl+C.

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

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

uiThWN —

To Move an Item to a New Folder

& Note: To select more than one item press and hold Ctrl and click on each required item.

Drag the item or items from the Item List onto the target folder in the Server Tree.
or

Select the source item(s).

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

Open the folder where the target item(s) are to go.
Select Paste-Dup. from the Server Menu, or Ctrl+Shift+V.

A WN —

To Create a Linked Item

1. Select the source item.
2. Press Alt and drag the item to the target folder.
or

Select the source item.

Select Copy from the Server Menu, or Ctrl+C.
Select the folder where the target item is to go.
Select Paste-Link from the Server Menu, or Ctrl+V.

A WN—

4.5.2 Active ltems

Items that are currently in work are active items. Active items are locked or checked out.
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Items with a Locked Icon

catlos
An active item has a small icon in the lower left corner of the thumbnail in the ltem List which
changes to show different states:

. ELocked: If a user connected to the database opens an item, the item is locked for all other
users and marked with the keyhole icon. A locked item means that the item can be opened
and viewed by all users, but only modified or saved by the user that has locked it. The item
is unlocked when the user closes the item or disconnects from the database.

EChecked Out: If a user connected to the database checks out an item, the item is locked
for all other users and marked with the stop icon. A checked out item means that the item
can be opened and viewed by all users, but only modified and saved by the user that has
checked it out. To cancel the check out, the item must be checked in.

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

@Locked and Checked Out: For a locked and checked out item, the icon represents a
combined keyhole and stop sign.

This section contains information on the following procedures:

To Lock an Item

To Check Out Items

To Check In Items

To Lock and Check Out Items

To Lock an Item

An item is automatically locked when a user opens the item. It is not possible to perform
this operation manually.

To Check Out Items

1. Select the item or items.
2. Check out the items:
Right-click an item and click on Check Out in the context menu (one item only), or

Hold the pointer over the Server Panel and use the keyboard shortcut Ctrl+O, or
Select Check Out Files... from the Server Menu.
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To Check In Items

1. Select the item or items.
2. Check in the items:

Right-click the item and click Check In from the context menu (one item only), or
Press the keyboard shortcut Ctrl+l while holding the pointer over the Server Panel, or
- Select Check In Files... from the Server Menu.

To Lock and Check Out Items

Items are automatically locked when a user opens the item. You cannot lock items manually.

4.5.3 Linked Items

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

o

A linked item has a small link icon attached to the lower left corner of the thumbnail in the Item
List. A linked item shows, logically, in multiple folders, although only one item is physically saved
in the Graphic Hub database. To view the UUID of the linked item, open the Properties Panel and
select the File Info tab. The UUID of the one saved item is the same for all linked items, while
information such as path and name may vary. If modifying the item in one of the folders, for
example cropping an image, all the linked items reflect these changes. To create a linked item see
To Create a Linked item.

4.5.4 Referenced Items

A referenced item is an item which is connected to and used by another item, by a reference only.
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Viz Graphic Hub

Scene File Image File
UUID: sxxxxxl UUID: xxxxxx?

Image file reference
UUID: so00002

Image file knows it is
referenced in
LUID: sooooml

Some items are, or can be, made up of other items, i.e. Geometries. A Geometry item can be made
up of other items. These other items are not physically part of the Geometry item, but are used by
reference. Because the Geometry item uses another item as part of its output, any changes to the
referenced item results in changes the Geometry item itself. The item which is referenced cannot
be modified without a warning message. If the referenced item is modified then the item which is
referencing that item is also modified: It looks and acts differently. A referenced item cannot be
deleted. The item which holds the reference has to be deleted before the referenced item can be
deleted from the Graphic Hub. An item can reference many other items.

4.5.5 Working with Audio (Clips) Items

This section contains information on the following procedures:
- To Add an Audio Clip to a Scene (Context Menu)
- To Add an Audio Clip to a Scene

- To Import an Audio Clip
- To Export an Audio clip

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

1. Select the target Container.
2. Go to Container plug-ins > Global and find the Audio plug-in.
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3. Right click the plug-in and select Add Audio Clip. The Audio plug-in is added to the selected
Container, and the Container shows that an animation was created.

Geom Plugins | Container Plugins | Shader | Scene Plugi

Add to Container(s)
Add Audio Chp

Add as Favorite

4. Click on the Stage Button.
5. Highlight the Audio Clip in the Stage tree.
6. Click on the Add key Frame icon (1).

qerver Built Ins Cantrol | Views

Copesheet/Spling -'|n=u'u |

CRREEL. A

Default

Audincli

Audio

7. In the Key Frame panel add an Audio Clip. There are two ways to add an Audio Clip:
a. Click DB Clip (1).

b. Click on Server/Stage in the Main Menu.

¢. Select and drag an Audio Clip from the Server Tree panel to the Clip drop box (2).
or

d. Click File (1).
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In the Clip line (3), click the ...l icon to select an Audio clip to use.

Clip In Tims
Clip Out Time
Duration

To Add an Audio Clip to a Scene

1. Add the Audio plug-in (Container plug-ins > Global) to a Container (see Built Ins).
2. In the Main Menu, click on Stage.

3. Drag the Container to the Stage Tree Area.
Audoclip TEEE] |1 SE e S R TR LTS
4. In the Stage Tree right-click the Container Actor (1)
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Sensar | Bailt Tres

E_
O

Default

6. Click on the Audio Clip Channel (3) in the Stage Editor, to open the Key Frame panel (if not
open).
. Sarver | Built Ins

L
- Dop=sh=et/Spl

S YY) [= |

Default

Audio
AudioClip

7. In the Key Frame panel add an Audio Clip. There are two ways to add an Audio Clip:
a. Click DB Clip (4).
b. Click on Server/Stage in the Main Menu.
¢. Select and drag an Audio Clip from the Server Tree panel to the Clip drop box (5).
or
d. Click File (4).
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e. In the Clip line (6), click the | icon to select an Audio clip to use.
Post i ) e

Mame

a"’i'n:

Clip In Time
Clip Out Time
Duration 0a:

To Import an Audio Clip

For information about how to import an audio clip (or an archive) from a hard disk or a network
share to the database see Import and Archive.

To Export an Audio clip

1. Open the Select Export Directory panel:
- Click on an Audio clip or Audio clips and select Export... from the Server Menu, or
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Right-click the Audio clip to be exported. In the menu that opens, select Export...

Select ExporkDirectory

= Desktop
* My Computer

" C:

= Program Files

& vizrt

Configuration Profiles
Cubes
Documentation
FileSelectionDialogHiste
guimain
HotFolder
library
plugin
ScriptDoc
ServerTypeHistory
Tools

Path-Aliases

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

4.5.6 Working with Fontstyle Items

This section contains information on the following procedures:

To Import a Font

To Edit a Fontstyle

To Create a Fontstyle

To Show/Hide Blur or Outline Fontstyles

To Import a Font

For information about how to import a font from a hard disk or network share to the
database see Import of Files and Archives.
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To Edit a Fontstyle

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

This Font is referenced in 8 Scenes!
Use the Database Reference Search for more details.
Are you sure vou want to c

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

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

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

This Font is referenced in 8 Scenes!
Use the Database Reference Search for more details.
Are you sure you want to change it ?

In the Fontstyle Editor, define the new settings.
Click the Save As button.

In the Save As... panel, type a descriptive name for the new Fontstyle in the text box.
Click the Ok button.

oA W

To Show/Hide Blur or Outline Fontstyles

Right-click a Fontstyle and select either:
Show/Hide "Blur" Fonts, or
Show/Hide "Outline" Fonts

4.5.7 Working with Geometry ltems

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

Copyright © 2019 Vizrt Page 85



Viz Artist User Guide - 3.12

4.5.8 Working with Image Items

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

This section contains information on the following procedures:

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

To Add an Image to the Graphic Hub Database

Import Images: Images can be imported from a hard disk or a network share to the GH
database (see Advanced Issues with Video Codecs).
Create a Snapshot: Images can be created by taking a Snapshot of the Scene Editor.

Image Editor: In the Server Tree, open an Image in the Image Editor (double-click the Image),
modify (if required) and select Save as...

To Edit an Image

1. Double-click the image to open the Image Editor.
2. In the Image Editor that opens, define the new settings.
3. Click the Save button.

To Export Images

You can export one or multiple images. Exporting RGB images with alpha creates RGBA image
files.

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

Select Export Directory IF

onfiguration Profiles
‘ubes
M Documentation
™ FileselectionDialogHistc
™ guimain
™ HotFolder
™ library
™ plugin
™ scriptDoc
o ServerTypeHistory
[ Tools

Path-Aliases

tif [bmp [ sai | jpg
psd | tga |xpm | hdr | png

Ok Carbcel

3. Select an image format for export.

& Note: The exported image retains its original name.
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4.5.9 Working with Material and Material Advanced Items

00_NA
CLIENTS _WIP
cliplmages

il Default

™ Demo_Austria

Floritz

= -

material

o E
. .

Practice_Austria

This section contains information on the following:

- Working with Material Items
- To Edit a Material Advanced

Working with Material Items

When a Material has been added to a Container, the Container specific Material can be modified in
a Material Editor that opens in the Properties Panel. Only the Container specific Material is
modified, the original Material in the Graphic Hub database is not affected.

To create a new Material in the Graphic Hub database, see Material Editor.

To Create a Material Advanced
1. From the Item List, drag a Material and/or an Image to a Container in the Scene Tree.
2. From the Built Ins drag a Shader to the same Container in the Scene Tree (if required).

& Note: A combination of at least two items (Material, Shader or Image) must be
applied to create a Material Advanced.

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

4. Click Merge to Material Advanced. The Material, Shader, and Image icons in the Container
are then merged into one combined Material Advanced icon.

Copyright © 2019 Vizrt Page 88



Viz Artist User Guide - 3.12

5. Select the project or folder where the Material Advanced should be placed (1).
W Control Views Tree Stage
- - Materials Advanced |

5B |All | Auto | David_Cs \

T work
™ Elaments
Adv Mat
0 MATERIAL_ADVAMNCED

Basic | Sort | Search

ESESEr ey

6. Drag the Material Advanced icon from the Container in the Scene Tree to the Item List (2).

Flease Enter Material Advanced Name: | New MA_Namd

ok [Cancel

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

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

8. Click the Ok button.

To Edit a Material Advanced

1. Select the project or folder where the existing Material Advanced is placed.

2. Drag the Material Advanced to a Container in the Scene Tree.

3. Right-click the Material Advanced icon on the Container.

4. In the context menu click Split Material Advanced. The Material Advanced icon on the
Container is then replaced by separate icons for any Material, Shader or Image that the
Material Advanced consists of.

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

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

7. In the context menu, click Merge to Material Advanced. The Material, Shader and Image

icons in the Container are merged into one combined Material Advanced icon.
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8. Select the project or folder where the Material Advanced should be placed (1).

W Control Views Tree Stage
- - Materials Advanced |

5B |All | Auto | David_Cs \

T work
™ Elaments
Adv Mat
0 MATERIAL_ADVAMNCED

Basic | Sort | Search

i [ == [ 5

9. Drag the Material Advanced icon from the Container in the Scene Tree to the Item List (2).

Flease Enter Material Advanced Name: | New MA_Namd

ok [Cancel

10. In the dialog box that opens, type a descriptive name for the Material Advanced.

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

11. Click the Ok button.

4.5.10 Working with Scene Items

To Create a New Scene
This creates an empty new Scene. Add containers as required in the scene tree.

1. Open the Scene tab (see To View items in a Folder).

2. Select the folder where the new Scene should go.

3. Open the Create New Scene panel:
Right-click in the Item List. and select Create new Scene, or
Open the Server Menu and select Create..., or
Hold the pointer over the Server Panel and press Ctrl+A.

4. In the Create New Scene panel enter a text string for the new Scene.
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5. Click on OK.
Stage

Bernhard_Winkler
Christian_Huber
Christian_Seidl

Daniel_Winkler
=4l David Cooling
[ add_to_conta

[
Cinema4D

dynamic
™ Fonts

™% Import_From_sic
=

To Import a Scene

For information about how to import a Scene (or an Archive) from a hard disk or network share to
the database see Import and Archive.

To Save a Scene

Click the Save button in the lower left corner of the window, or
Hold the pointer over the Scene Tree area and press the keyboard shortcut Ctrl+S.

To Save a Scene with a New Name

f—

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

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

3. Click the Ok button to confirm.
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Scene Save as... Panel Context Menu

-

-+

Worlk
WorkTest

=

Right-click in the Scene Save as panel to open its context menu. Select from:

Rename: Renames the selected folder.
Delete: Deletes the selected folder.
Create Sub Project: Creates a new sub Project folder in the selected Project folder.
Create Sub Folder: Creates a new sub folder in the selected folder.
- Add to Bookmark: Adds selected folder to Bookmarks.
Delete from Bookmark: Deletes selected folder from Bookmarks.
Switch Folder Highlighting OFF/ON: Sets highlighting of folders to on or 0ff. For example, if
a folder (and sub-folders) contain a Scene it is highlighted when the Scene tab is selected.
This feature can also be set in User Interface of the Viz Configuration (see the Configuring
Viz section of the Viz Engine Administrator Guide).
<Bookmark(s)>: Selects a bookmarked folder.

To Undo/Redo Operations in a Scene

Click the Undo/Redo button in the lower right corner of the Scene Tree panel, or
Hold the pointer over the Scene Tree panel and press the keyboard shortcut Ctrl+Y/Ctrl+Z.

& Tip: Holding the pointer over the Undo/Redo buttons shows a text in the status bar
describing the action that is about to be performed. Also, operations can be
undone/redone although the scene has been saved. However, this is not possible
after the scene has been closed and reopened.
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4.5.11 Working with Substances

Substances

This section details how to work with the Substance Shader.

Substances are usually created in Substance Designer and imported to be used within Viz Engine.

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

.sbs files are editable substance "source files". Use Substance Designer with these files.
.sbsar files are performance optimized, published substances. You can import these files to
Viz Artist. You cannot edit these files. To create a .sbsar file, first create a Shader with
Substance Designer, and then publish this shader.

After importing a substance to Viz Artist, they can be used within the Substance Shader. Drag and
drop the substance shader (Built Ins/Shader/Texture) onto a geometry. Then locate your imported
substance assets in Viz Graphic Hub and drag it onto the Substance Field.

For details about the various options, please refer to the Plugin Description.

& Tip: The import and use of Substances in Viz requires a separate license. You obtain this
license from your local Vizrt representative.

4.5.12 Working with Video Items

There are several types of Media Assets that allow input sources to scenes as video clips, live
video, video stream, graphics channels, image channels or super channels to be added.

Channel

Channel Folder Media Assets represent the rendered background and foreground graphics on the
DVE Compositor. There are two channels, Background and Foreground, that can be used
simultaneously.

Clip Channel

Clip Channels are used for displaying video clips. There are 16 Clip Channels available that can be
used simultaneously.

GFX Channel

Graphics (GFX) Channels allow a designer to compose several independent scenes into a new
scene. There are 16 Graphic Channels available that can be used simultaneously.
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Image Channel

Image Channels are mainly used in conjunction with Viz Multiplay for creating video wall layouts,
but can also be used to add images to a 2D environment in DVE mode. There are 16 Image
Channels available that can be used simultaneously.

Live

Live Channels are used to display Live Video feeds. There are eight Live Channels available that can
be used simultaneously.

Stream

Stream Channels are for IP-based live Video streams. There are 16 Stream Channels available that
can be used simultaneously.

Super Channel

Super Channels provide a generic tool to create and group transitions between various types of
assets in Viz Artist. There are eight Super Channels available that can be used simultaneously.

See Also

Media Assets

4.6 Container And Scene Properties

This section details how to add Items and Built Ins to a Container, multiple Containers and Scenes.

Most properties can be dragged to a target Container, or Containers, in the Scene Tree (1), the
Properties Panel (2) or the Scene Editor (3). Each property also has a context menu where a
property can also be added to a Container, multiple Containers and Scenes.
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This section containers the following procedures:

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

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

- To Add Multiple Properties to Containers

- To Add Properties to Multiple Containers

- To Add a Scene Plug-in to a Scene

4.6.1 To Add Properties to an Empty Scene Tree

These properties can be added to an empty Scene Tree:

Items Built In

- Geometries - Geometries
Images - Media Assets
Fontstyles

1. Drag a property to either:
- The Scene Tree (creates a new Container)
- The Scene Editor (creates a new Container in the Scene Tree)

& Tip: If multiple Geometry or Image items are dragged from the Item List to the
Scene Tree, a Container for each selected item is created.
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4.6.2 To Add Properties to a Container

These properties can be added to a Container:

Items Built In

- Geometries - Geometry plug-ins

- Materials - Container plug-ins
Material Advanced - Shaders
Images - Media Assets
Fontstyles

Only one Geometry plug-in, one Shader or one Media Asset can be applied to a single Container. If

a new Geometry plug-in, Shader or Media Asset is added the first one is removed from the
Container.

& Tip: If a Shader, Media Asset or a few Container plug-ins are dragged to an object in the
Scene Editor, they are added to the Container which contains the Object. The Media Asset
is added as a Texture. If a Container plug-in can be added this way, the object becomes
active when the Container plug-in is moved over the object.

1. Select a Container.

2. Right-click a property and select Add to Container(s). Media Assets give the option to Add
<Media Asset> as DVE or as Texture.

& Note: If no Container is selected the property is added to the top container in the
Scene Tree.

or

Drag the property to a Container

& Note: Media Assets are added as Texture to the Container.

Material items only:

f—

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

4.6.3 To Multi Drop Properties as Sub Containers

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

- Geometries - Geometry plug-ins
Images - Media Assets
Fontstyles

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

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

3. Keep the left-click and repeat as required.

& Tip: Also works if multiple Geometries are selected.

& Note: When the last property to be added has been dropped, release the right-click
while the cursor is still aligned the target Container. If the right-click is released
when over or aligned with another Container, another (not required) Container or
Sub-Container, and Property is added.

& Note: A Media Asset is added as a Texture.

group

& | group

%im 2DPatch
oI} ;| aroun

4.6.4 To Multi Drop Properties on Containers

These properties can be multi dropped on Containers:

Items Built In
Materials - Geometries
Material Advanced - Container plug-ins
Image - Shaders
Fontstyles - Media Assets

1. Drag a property over a Container.
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& Tip: These properties can be dragged to the Scene Tree and aligned with a Container
to add them: Materials, Materials Advanced, Container plug-ins and Shaders.

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

& Note: When the last property to be added has been dropped, release the right-click
while the cursor is still over the target Container. If the right-click is released when
over or aligned with another Container, another (not required) Container or Sub-
Container, and Property is added.

4.6.5 To Add Multiple Properties to Containers

These properties can be Multi Added to a Container:

Items Built In

- Geometries None
Images

1. Multi select the required properties.
2. Drag the selected properties to the Scene Tree or a Container:

In the Scene Tree (1(aligned with a Container)): All selected properties are placed in
the Scene Tree as sub-containers of the highlighted Container, or
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Over a Container (2). The first selected property is added to the highlighted Container
and the other selected properties create new Containers, at the same level
E«a [
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4.6.6 To Add Properties to Multiple Containers

These properties can be added to Multiple Containers:

Items Built In
Geometries - Geometries
Materials - Container plug-ins
Material Advanced - Shaders
Image
Fontstyles
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1. Multi select the required Containers.
2. Add a property:
- Right-click a property and select Add to Container(s),

Add to Container(s)

Add as Favorite

Crelete from Fawvorites

avSb_harri

or
Drag a property to one of the multi selected Containers.

4.6.7 To Add a Scene Plug-in to a Scene

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

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

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

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

4.7 Assign Keywords To Items

Keywords are used to tag items in the Graphic Hub database. New keywords can be added in the
Import Window, and when files are imported to the Graphic Hub database. Keywords can be
assigned to an item, up to 20 keywords may be assigned to one item. There are four ways to
assign keywords. Each method starts from a different workflow point.

This section contains the following procedures:

- To Create Keywords for Items

- To Assign Keywords from the Search Panel

- To Assign Keywords from the Keyword Panel
- To Assign a Keyword While Importing

- To Assign Keywords from the Property Editor
- To Remove a Keyword from an Item
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- To Delete a Keyword

4.7.1 To Create Keywords for Items

1. Select Import from the Main Menu.

& Note: The Keywords panel shows when either Fonts, Images, Geometries, Scenes or
Audio is selected to import in the Import Menu.

& IMPORTANT! In the Keywords panel, type a descriptive keyword in the text box (1).
2. Click the Add button (2).

& Note: The new keyword is saved and shows in the Keyword list.

4.7.2 To Assign Keywords from the Search Panel

1. Select Server from the Main Menu.
2. Open the Search panel:
In the Server menu, click Search, or
Hold the pointer over the Server Panel and press the keyboard shortcut Ctrl+F.
3. In the Search panel that opens, click Keywords (2).
4. Search for a Keyword or Keywords (1):
- To search for all Keywords type * (an asterisk) in the text box, and press Enter, or
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- To search for a specific Keyword type the name of the Keyword in the text box, and
press Enter.

EE

Circle

Dark Properties

DemolataPool

DemoScenseTransitions References

DremaScripting

Furniture

o Ikea

& IMPORTANT! Drag one or more Keywords from the Search panel to an item or
selected items in the Item List.

5. Click Yes to confirm.

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

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

4.7.3 To Assign Keywords from the Keyword Panel

& Note: This procedure assumes that there is at least one item in the Server Panel.

p—

. Select Import from the Main Menu.
2. In the Keywords panel search for a Keyword or Keywords (1):
- To search for all Keywords, type * (asterisk) in the text box, and press Enter, or
- To search for a specific Keyword, type the name of the Keyword in the text box, and
press Enter.
3. Select a Keyword(s) (2).
4. Drag the selected keywords to the item or selected items in the Server Panel.
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5. Click Yes to confirm.

A Tip: If the list of Keywords, in the left panel, is long, scroll and tick the required
Keywords so that they show in the right panel. From the generated Keyword list in
the right panel, highlight them all and drag to the item.

4.7.4 To Assign a Keyword While Importing

. Select Import from the Main Menu.
. In the Import panel, select the file or files to be imported.
. Search for a Keyword or Keywords (1):

- To search for all Keywords, type * (asterisk) in the text box, and press Enter, or
- To search for a specific Keyword, type the name of the Keyword in the text box, and
press Enter.
. Select a Keyword or Keywords (2):
- Click in the [] (to the left of each Keyword) to select a Keyword (the selected Keywords
show in the right side panel), or
- Click on one or more keywords and drag to the right side panel.
5. Drag the selected items to their location in the Server Panel.

w N ==

N

= Fumiture
Light

[¥1 Light

Lighter

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

& Note: The source and destination item must be in the same folder.

1. In the Server Panel, right-click the source item.

Delete with all References
Duplicate
Werify/Restare

how Properties...

£
£

& IMPORTANT! In the Keywords tab click the required Keywords, and drag to the
required item in the Server Panel.
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F|In=' Info |Links hekurd., letur"-.r

& Note: When more than one source item is selected, and they all have a common
keyword, only that common keyword shows in the Keywords panel.

A IMPORTANT! Click Yes to confirm.

As=sign Keyword(s) blue to the Image warld 7

4.7.6 To Remove a Keyword from an ltem

1. In the Server Panel, right-click the item with the Keyword to be deleted.

Copyright © 2019 Vizrt Page 105



Viz Artist User Guide - 3.12

SB |All | Auto | Dawit

with all References

Duplicate

Verify/Restore

Search Reference...

Export...
Export as XML...

Deploy...

& IMPORTANT! Click the Keyword(s) to be deleted.
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4.7.7 To Delete a Keyword

1. Select Import from the Main Menu.

& Note: The Keywords panel is not available if Archives to Import is selected in the
Import file drop-down menu.

2. In the Keywords panel search for a Keyword(s) (1):
- To search for all Keywords, type * (an asterisk) in the text box, and press Enter, or
- To search for a specific Keyword, type the name of the Keyword in the text box, and
press Enter.
3. Select a Keyword(s) (2), and drag to the Trash Can.
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4. Click Yes to confirm.

Furnitura

kom

Light

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

4.8 Image Editor

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

The modifications that can be done in the Image editor are similar to the ones in other image
editing software.

The Image Editor consists of:

Image General Information (1)
Effect Modifications (2)
Effect Preview (3)
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Main Image Area (4)
Effects (5)

Double-click the image in the Server Panel to open the image in the Image editor. If the image is
referenced in a Scene, a dialog box shows to confirm the action.

& Note: Items that are opened in an editor, are locked in the database.
This section contains information on the following topics:

- General Image Information
Image Effects
- Apply and Preview Effects
- To Apply an Effect to an Image

4.8.1 General Image Information

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

Mame world

Size 1024 by 512 Pixel

Format RGEB

Name: Shows the image name.

- Size: Shows the image size in pixels.
Format: Shows the image format (RGBA, RGB, or Alpha). Click the format buttons to view the
image various formats, if available.

& Note: All images are treated as RGB or alpha format. An imported image that has alpha can
be viewed as either RGB or alpha. Modifications to an image are automatically applied to
the RGB or alpha information.

4.8.2 Image Effects

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

Charcoal
Color Gamma

Contrast/Hue

Convert Format
Crop and Add
Edge

Emboss

Flip

Gaussian Blur
Gamma

Invert

Postarize
Quantize Colors
Rotate

Scale

Solarize

Spread pix
Stretch

wirl

Wave

Alpha: Makes the image transparent.
& Note: This option only applies for alpha format images.

Blur: Creates a blurred image.
Charcoal: Creates a posterized, smudged effect by redrawing the image. Major edges are
boldly drawn, while mid tones are sketched using a diagonal stroke.

Radius: The smaller the radius the more details that can be seen.

Sigma: Affects the sharpness of the image.
Color Gamma: Adjusts the color tones of the image.
Contrast/Hue: Adjusts the brightness, saturation, and hue settings for the image.
Convert Format: Changes the format of the image to one of the following:

RGB

RGBA

Alpha

Luminance

Luminance Alpha

& Note: The current format is grayed out.
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Crop and Add

Left
Right
Top

[PALanalog |
[ PAL digital
| NTSC analog |
| NTSC digital

™
—
—
—
—
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Bottom

- Crop and Add: The image can be cropped according to the values in the input boxes. The
values can be entered manually, or the standard TV format buttons can be used.
Left: Crops the image the specified number of pixels from the left side of the image
border.
Right: Crops the image the specified number of pixels from the right side of the image
border.
- Top: Crops the image the specified number of pixels from the top of the image
border.
Bottom: Crops the image the specified number of pixels from the bottom of the image
border.
PAL Analog: Crops the image to a resolution of 768x576 pixels.
PAL Digital: Crops or adds the image to a resolution of 720x576 pixels.
NTSC Analog: Crops or adds the image to a resolution of 640x486 pixels.
- NTSC Digital: Crops or adds the image to a resolution of 720x486 pixels.
Edge: The Edge filter searches for borders between different colors and detects contours of
objects:
Radius: A low value results in black, high-contrasted image with thin edges. A high
value results in thick edges with low contrast and many colors in dark areas.
Emboss: Makes the color at a given location of the filtered image correspond to the rate of
color change at that location in the original image.
- Angle: Defines the direction of the embossment.
- Value: Defines amount of effect.
Flip:
- Flip Vertical: Flips the image upside down. To flip it back to its original settings, click
the button again.
Flip Horizontal: Flips the image horizontally as if seen in reverse/through a mirror. To
flip it back to its original settings, click the button again.
- Gaussian Blur: The visual effect of this blurring technique is a smooth blur resembling that
of viewing the image through a translucent screen. It adds low frequency detail and can
produce a hazy effect to the image.
Range: Affects the blur spread (not much visible since same effect may be achieved by
configuring ‘value’ parameter).
- Sigma: Amount of blur.

- Gamma: Gamma measures the brightness of mid-tone values produced by a device (often a

monitor). A higher gamma value yields an overall darker image.
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Invert: Inverts the colors of an image. When inverting an image, the brightness value of each
pixel in the channels is converted to the inverse value on the 256-step color values scale.

& Example: A pixel in a positive image with a value of 255 is changed to 0, and a pixel
with a value of 5 to 250.

Postarize: Affects saturation of the image.
Level (%): Affects intensity. At high values, image becomes completely black and white.

- Quantize Colors: Reduces the number of colors in the image.

Rotate: Rotates the image according to the specified number of degrees.

- Scale: Scales the image based on either size (percent) or width/height (pixels).
- Solarize: Blends a negative and positive image, similar to exposing a photographic print

briefly to light during production.

- Spread Pix: Creates a dissolving effect for the image pixels.
- Stretch: Stretches the image based on either width/height in pixels or percent.
- Swirl: Swirls the image more sharply in the center than at the edges. Specifying the degree

produces a swirl pattern.

- Wave: Creates an undulating pattern on the image, like ripples on the surface of a pond.

- Amplitude: Defines the height of the waves.
- Wavelength: Defines the width of the waves, the distance from one wave crest to the
next.

4.8.3 Apply and Preview Effects

Various effects can be selected from the Image Effects. The selected effect can then be modified in
the Effect Modification area (1) and the result viewed in the main image area, or previewed (2).

A
The Effect Modification area has two common buttons, which apply to most effect settings:

Preview: Shows a preview of the changes in the image preview area (2).

- Apply: Applies the changes to the image.

& Note: Some effect modifications apply directly to the image in the main image area.

To Apply an Effect to an Image

1.
2.

3.

Select an effect from the Image Effects list.

Make modifications to the effect as required in the Effect Modification area. In most cases,
use the Preview area to view the effect on the image.

Add other effects as required.

Click Save or Save as...
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4.9 Fontstyle Editor

The Fontstyle Editor makes it possible to modify Fontstyle items in the Graphic Hub database.
Individual editors are also available for Materials (Material Editor) and Images (Image Editor). Viz
Artist uses Fontstyles to show text in Scenes. When a Font is imported into the Graphic Hub
database, Viz Artist imports the base font and creates up to eight different Fontstyles:

- One Fontstyle which looks like the base font (1).
Up to four Fontstyles in different blur levels (2).
Up to three Fontstyles using only the outline of the base font (3). The number of blur levels
and outlines for each Fontstyle can be defined in the Font/Text Options section of Viz
Configuration (see the Viz Engine Administrator Guide). The Outline and Blurred Fontstyles
can be hidden or shown in the Server Panel. Fontstyles can be modified through the use of
Modifiers in the Fontstyle Editor. A Fontstyle can be modified to reflect a corporate identity,
for example.

As Viz Artist uses an open interface for the plug-ins used as modifiers, almost any modifications
can be applied to a Fontstyle. New Fontstyles can be created based on existing Fontstyles through
the Save As... operation.

] |
[ _frmmid i | o ]

Bell-MT-Italic- Blur-4.

Creomelry

EEmEEE

The Fontstyle Editor consists of:
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- Available Modifiers (1)
Properties of previewed text (2)
Fontstyle Viewer: Preview of the modifications (3)
Modifier parameters (4) (see Working with Modifiers)

& Note: The properties help to illustrate how the modifications look in a scene.
Changes made on the right side of the editor, for example kerning and material, is
not saved with the Fontstyle. However, there is one exception from this rule. If the
kerning between two fixed characters are modified, this is saved with the Fontstyle.
To create a kerning between two fixed characters, use the keyboard shortcuts
Alt+Left Arrow/Alt+Right Arrow.

Double-click the Fontstyle in the Server Panel to open it in the Fontstyle Editor. If a Fontstyle is
referenced in a Scene, a dialog box shows to confirm the action.

& Note: An item that is opened in an editor, is locked in the database.
This section contains information on the following topics:

Modifiers

- Working with Modifiers
Preview Menu
Fontstyle Viewer

4.9.1 Modifiers

Modifiers are used to change either the texture or the geometry of a Fontstyle, or both. A fixed set
of modifiers come with a standard Viz Artist installation, but the system provides an open
connection, so that additional modifiers can be obtained or created and added as plug-ins.

A modifier that is applied to a Fontstyle is automatically enabled. An enabled modifier implies that
modifications are reflected in the preview area. When adding multiple modifiers, the overview in
the preview area can get confusing, and it may be necessary to disable one or more modifiers.

Available Modifiers

- Madifier Paol o= |

[mi] Font
[m] Material

i Image

[mi] Modifier

The available modifiers selected in from the Pool menu, which is positioned at the top left of the
Fontstyle Editor.

Font: Shows all the Fontstyles in the database.
Material: Shows all the Materials in the database.
Image: Not available.
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Modifier: Shows all available modifiers that can be applied to the Fontstyle.

Modifier Parameters

Modifier

[-] Madifier
[mi] Global Settings

Blur Plugin (1.0.0)

Lewvel 100.0

White Lewvel &

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

Global Settings in Fontstyle Editor

Global Settings

Font Default Style | Geometry @

Shadow Default Style | Geometry @
Texture Quality | Low w

Global Settings: Shows various properties for the Fontstyle.
Font Default Style: Defines the font default style. Options are Geometry or Texture.
Shadow Default Style: Defines the shadow default style. Options are Geometry or

Texture.
- Texture Quality: Defines the quality of the texture. Options are Low, Normal, or High.

& Note: The texture quality cannot be changed in a Text Editor.

4.9.2 Working with Modifiers

This section contains information on the following procedures and topics:

- To Add a Modifier to a Fontstyle
- To Edit a Modifier
- To Enable/Disable a Modifier
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- To Remove a Modifier from a Fontstyle
Blur

- Color Per Vertex

- Contour Bold
Extrude
Italic

- Outline

To Add a Modifier to a Fontstyle

1. Select Modifier from the Available Modifiers.

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

3. Click the Save button.

To Edit a Modifier

1. Select the modifier in the Modifier bar (bottom left, above the Trash Can).
2. Define the values for the modifier.
3. Click the Save button.

To Enable/Disable a Modifier

Click the property switch next to the modifier icon in the Modifier bar.

To Remove a Modifier from a Fontstyle

1. Drag the modifier from the Modifier bar to the Trash Can.
2. Click the Save button.

Blur

Use the Blur modifier to blur a Fontstyle in texture mode.

- Modifier |

Blur Plugin (1.0.0)

White Level
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Level: Sets the blur level.
- White Level: Sets the white level in the blur effect.

Color Per Vertex

Use the Color Per Vertex modifier to change the color of Fontstyles by applying it to the vertices.
The circles in the Color Per Vertex modifier represent the four corners of the Fontstyle text:
Click a circle to edit its color values.
Click on a line that connects two circles to select both circles.
Hold Ctrl and click to select multiple circles.
Colors can also be dragged from one circle to another.

Madifier

Color Level 10.0 ; |_

o
Color Box Local g

. Use Alpha U=e Alpha

Drebug Debug

Alpha 100.0 %

Color Level: Defines how much color should be applied.
Color Box:

Local: Applies the color to the vertices of every single character.

Max BB: Applies the color to the vertices of the bounding box.
Z Active: If the Extrude modifier is used in addition to Color Per Vertex, the colors can be
changed both in the front and back. If no such modifier is applied, only the colors in the
front can be edited.
Use Alpha: Shows where the color should include. For example if Alpha is enabled and the
bottom right alpha is set to o, the characters fade out the bottom right.
Debug: Draws the actual color points to see and understand how color changes effect the
characters.
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Contour Bold

Use the Contour Bold modifier to change the bold level of Fontstyles, which makes it show thicker
or thinner.

Modifier
ContourBaold Plugin lZZl.III.III:]I_

Bold Lewvel 30 ;r

Bold Level: Defines the bold level of a Fontstyle. The higher the value, the bolder the
Fontstyle

Extrude

Use the Extrude modifier to extrude a 2D Fontstyle in the Z-axis, resulting in a 3D Fontstyle with
front, back, and sides.

An extrusion can be explained simply as sweeping the 2D Fontstyle through space along its Z-axis.
The sweeping path the outline of the Fontstyle follows during this process is used to create a
surface.

Modifier

I 1 f ‘| Extrusion Depth

Bevel Size

—
—— | Shading Angle

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

Bevel Size: Defines the size of the bevel.

Shading Angle: Defines the angle of the shading function. To remove unevenness, increase
the shading angle.

Bevel Detail: Defines the degree of bevel detail. The lower the value, the more detailed the
bevel is constructed and the smaller tilings it is constructed from.

& Note: The Bevel Detail option is only available for certain bevel types.

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

Maodifier

Italic Plugin (1.0.0)

=
LOJ

Level: Defines the cursive level of a Fontstyle. The higher the value, the more the text is
tilted.

Outline

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

Maodifier

Italic Plugin (1.0.0)

o
Debug lﬁ

Outline Level: Defines the width of the outline level. The higher the value, the bolder the
outline of a Fontstyle.
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Debug: Draws the actual color points to see and understand how color changes effect the
characters.

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

Text Properties

[m] Text
[mi] Teat Material

[m] Scene Background

& Note: Only the applied modifiers are saved with the Fontstyle, not the settings described
here. These settings are only used to give an overview of how the Fontstyle looks when
being used.

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

- Text Material: To preview how a Material would look if used on the Fontstyle, select Text
Material from the Preview menu. In the Material Editor that opens, select a color.

& Tip: To use a Material already from the database, select Material from the Available
Modifiers in the Pool menu, select a Material and drag to the color icon in the
Material Editor of the Fontstyle.

Scene Background: To preview how a background color would look like if used together with
the Fontstyle, select Scene Background from the Preview menu, and then select a color. The
scene background feature provides a better contrast, especially for drop shadows.

4.9.4 Fontstyle Viewer

To visualize how the Fontstyle looks when being used in scenes, the Fontstyle Viewer shows a
preview of the Fontstyle.
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Bell-MT-Italic- Blur-4

Path

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

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

Fontstyle Viewer Menu

Right-click the Fontstyle Viewer to open a menu, similar to the menu in the Scene Editor (see
Working with the Scene Editor).

Fontstyle Viewer Bar

At the left side of the Fontstyle Viewer is the Fontstyle Viewer bar. The bar contains the following
icons:

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

: Shows/hides text with texture style.

: Enables/disables additional light.

: Switches on/off wire frame mode.

HEGEEEB

: Switches on/off the bounding box visualization.

4.10 Material Editor

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

The icon in the upper right corner of the Material Editor (1) shows the current state of the Material.
The color for a lit object is shown on the sphere within the icon, while the three parts around the
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sphere show the plain color for an object that is not lit. For information about the various effects
and types of lights that can be applied to a material, see Light Editor.

Ambient | Emission

Shininess

Alpha 100.0 %

When a Material has been added to a Container, the Container-specific Material can be modified in
the Material Editor that opens in the Properties panel. Only the Container-specific Material is
modified, the original Material in the Graphic Hub database is not affected (see Working with
Material and Material Advanced Items).

This section contains information on the following topics:

To Create a New Material
Material Color Properties and Schemes

4.10.1 To Create a New Material

1. Click Server.

2. Click the M (Material) tab.

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

5

Crelete with all References
Duplicate
Verify/Restore

w Material

Add as Favorite...

Jelete from Favorites

6. In the Server panel, double-click the new Material to open the Material Editor.
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7. Adjust the material Color properties and Schemes as necessary.

Ambient | Emission

7.8

Shininess

Save |Save As| Close

8. Save any changes:
- Save: Saves the material in the Graphic Hub.
- Save As: Creates a new Material in the Graphic Hub. In the Save As dialog box that
opens, type a name for the Material and select a destination folder.
- Close: Closes the Material editor without saving the changes.

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

Material Color Properties

Material Base Color

Material Enabled and Disabled
- To Change a Material Color

Material Color Properties

Ambient | Emission

Save |Save As| Close

- Shininess: The shininess defines how spread out the highlighted area is. The lower the value,
the more spread out the shine; the higher the value, the more focused the shine on a single
point. However, if Specular is black (all values 0) then shininess does not have any visible
effect.
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Alpha: The alpha value can be set directly on a material to adjust the level of transparency.
Viz Artist uses schemes to describe the colors of a material.

Ambient: The area which is not directly lit by any light source. Ambient light surrounds the
object and the color looks the same on every side. Since the light does not come from any
direction, but instead from “all” directions, the color/light spreads evenly over the object.
Diffuse: The object’s “core color” observed under “normal” lighting conditions. Shows the
color of an object when illuminated by a directional light source. It spreads evenly over the
object. Light normally has some level of diffusion.

Specular: Shows the color that shows when light comes from a particular direction and
bounces back from the surface in a mirrored direction. The specular color is in fact the
direct reflection of a directional light source. This is the typical effect of shiny metal and
plastic. Specular color can be understood as a kind of shininess color.

Emission: Emissive color is produced by an object’s natural glow. The object itself is the
light source illuminating the color. The emissive color is unaffected by any other light
sources and does not produce any light for other objects in the scene.

Material Base Color

If the Material icon in the Property area (1) is disabled it causes the object’s base color to be
shown. This is a color without any shading and it is not influenced by light, which means that it is
visible even if there are no active light sources. Its initial color is created through a conversion of
the material RGB components, but the values can be modified afterwards.
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Material Enabled and Disabled

To Change a Material Color

Shininess 7.813 %

Ipha 100.0 %

N —

=i
=

. In the color selection area (1) select RGB or HSV.
In the color selection area, click a color bar, or the color circle, and drag to change the color.

& Tip: For RGB only: Right-click on the color sliders and drag to lock all three sliders,
so that all values can be changed at once.

or

. Click on the eye dropper icon in the color field.

Move the cursor to pick a color from anywhere on the screen.
Click to accept the new color.
or

Click a numeric input box and enter a color numeric value.
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& Tip: Click and hold in the input box and drag left or right to adjust the value.

& Tip: Click in the input box and use the up and down arrow keys to adjust the value
by a factor of one. Press and hold the Alt key and use the up and down arrow keys to
adjust the value by a factor of ten.

4.11 Item Search

Creation Date

Fram  [Mone)

To [Monz)

Modification Date

Fram [Manz)

To [Mane)

Crrver [Mane)

Liser {Mong)

- Result Menu |
Mams T Modification Dab=

12

Page 1 of 2 - Total #ems: 501
Items can be searched based on various criteria. Four Search editors are located in the upper part
of the Search window. Searches can be based on four different criteria:
Property Search
Reference Search

Keyword Search
Directory Search

& Tip: Up to three search criteria can be combined in one search request. The search is
performed using a logical AND of the selected criteria.

Searches can also be combined using multiple criteria:
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Combination Search
For information on keywords, see Assign Keywords to Items.

This section contains information on the following topics:

Search Panel

Search Parameters Area
Search Menu

Property Search
Reference Search
Keyword Search
Directory Search
Combination Search
Search Result Panel

4.11.1 Search Panel

To open the Search panel, switch Server view and select Search from main menu, or click Ctrl+F
while hovering the mouse over the Server Panel. The search panel stays in the foreground until it is
closed.

Creation Date

From  [Mone)

To [Mone)

Modification Dat=

From [Mone)

Ta [Mone)

Crmrer  [Mone)

Lisar {Mone)

. Aesult Menu |
M ams T Modification Dabe

12

otal st=ms: 501

The Search window is divided in two areas:
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- Search Parameters Area (1)
- Search Result Panel (2)

4.11.2 Search Parameters Area

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

Mame INSErt

Creation Date

- Search (1): Starts a search.
- Close All Editors (2): Closes all search editors.
New Search (3): Clears all settings to start a new search.

4.11.3 Search Menu

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

[mi] Cbject
[mi] Material
[m] Material Advanced

[m] Image
[m] Font
[m] Audio
[m] Al

If, for example, ‘Image’ is selected, only search hits that are Images are listed. Clicking All on the
menu does not narrow down the search, but shows hits from all item types. All is selected by
default.
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4.11.4 Property Search

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

Creation Date

From {Mone)

(Mone)

Maodification Date

From (MNone)

(None)

Owner [(Mong)

User (MNone)

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

L |

Close Property Search: Closes the Properties editor.

Name: Searches for items with a specified name. Click the asterisk to search with an asterisk
wildcard at the start and end of the text string. With the asterisk disabled, only the exact
search string is used.

Creation Date: Searches for items that were created in a specified time period.

Modification Date: Searches for items that were created in a specified time period.

& Note: The creation and modification dates can be set to; Today, one day, one week,
two weeks, one month, or Older.

Owner: Searches for items that were created by a specified user.
User: Searches for items that were last modified by a specified user.

Wildcard Text Description

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

***: Match any characters. For example "*item’
?: Match any single character. For example "EI?me?t’
[ 1: Match a range or a list of characters:
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’Elem[b-g]nt’, or
’Elem[shje]nt’.

4.11.5 Reference Search

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

Search by reference can be used to search for:

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

This section contains information on the following topics and procedures:

Reference Search Menu
- To Search for Referenced Items on One or More Items
- To Search All References on One Item (Context Menu)
- To Delete an Item from a Search by Reference

Reference Search Menu

Page 1 of 1 - Tokal items: 21
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& Note: Multiple items can be added to the References editor.

-0
: Searches for items which reference to the selected items, for example, Images,
Geometries, Fonts, etc.

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

@: Performs a logical AND search of the items that are added. The result must be in all
searched items.

@: Performs a logical OR search of the items that are added. The result must be at least
one of the searched items.

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

=1 Closes the References editor.

To Search for Referenced Items on One or More Items

1.

w N

Open the Search panel:
Click on Search... in the Server Panel drop down menu, or

With the mouse pointer over the Server Panel, press Ctrl+F.
Click on References.
Drag one or more items from the Server Panel to the search area.
Specify the search criteria:

Search only for references common to all items @

Search for references in all items

. Select to search by:

-,
-0
Which objects use the selected object(s)

Which objects are used in the selected object(s)
Click on the Search button (3).
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To Search All References on One Item (Context Menu)

with all References

Duplicate
wWerify/Restore

. Click on an item.
Right-click the item to open its context menu.

1

2.

3. Click Search Reference...

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

To Delete an Item from a Search by Reference

1. In the Search Panel right-click the item to be removed.
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2. Select Delete from Reference Search.

4.11.6 Keyword Search

This editor searches the database for items based on keywords.

: Does a logical AND search of the keywords that are added. The result must be in all
searched items.

i: Does a logical OR search of the keywords that are added. The result must be in at
east one of the searched items.

=

: Clears the settings in the Keywords editor, to starts a new search.

=T

: Closes the Keywords editor.
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& Tip: Keywords can be assigned to items from the Search window. To do so, select
the keywords by highlighting them, and then drag them onto an item in the Server
Panel. For more information, see Working with Items.

To Search for a Keyword
1. Type the keyword in the input box and press Enter.

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

4.11.7 Directory Search

The directory search editor narrows down a search to a selected folder.
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PR

HE - -+

Result Menu

Mams Maodification Dab=

e g '1! c '!E DA

R I
Page 1 of 1 - Total ilems: 155

== Expands the currently selected branch and all its sub-branches.
=1. Collapses the currently selected branch and all its sub-branches.

: Refreshes the tree.

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

: Closes the Directories editor.

To Search for Items in Directories

1. Click Directories.
2. Select a folder from the tree.
3. Click Search.

& Note: If no other search criteria has been entered, when the Search button is clicked
the search shows all items in the selected folder (including sub-folders).
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4.11.8 Combination Search

With a Combination search, searches can be further refined. A combination search uses up to three
search parameters to search the Graphic Hub database. Select from:

Property Search

Reference Search

Keyword Search

Directory Search

Click on each required search parameter in the Search Panel.

EElE

lighter

Creation Date

From  {MNooe)

Ta (Mone)

Mudification Date

From  {Mone)

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

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

- Result Manu
12

Mame | Modification Drabs

Page 1 of 2 - Total fems: 501

& Note: A double-click an item in the Result area also selects the item in the Server Panel.

This section contains the following topics and procedures:

Search Results
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Search Results Navigation
Order Search Results

To Use Searched Items
To Copy Items

To Create a Folder Link
Search Result Menu

Search Results

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

If a set amount of results is configured to show (but not All), this message shows:

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

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

Search Results Navigation

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

11 12 13 14 15 16 17 18 19 20

|T Maodification Date

SRR - Moves to selected page number.
B B: Moves back or forward one page.
E= BE: Moves back or forward ten pages (maximum ten pages shown at any time).
IE= E=1: Moves to the first or last page.

Order Search Results

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

The middle column can be set to show the Modification Date or the Creation
Date (see Global in Database of Viz Configuration (see the Viz Engine Administrator Guide)).
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- Result Manu | _:-
Name |T| Medification Data .: Crwner

To Use Searched Items

& Note: To select more than one item press and hold Ctrl and click on each required item.

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

- The Scene Tree, or

- The Favorites Bar, or
- The Scene Editor, or
- The Container Editor

& IMPORTANT! Be careful when moving a linked item, as the item moves from the first
folder found to the new destination.

To Copy Items

1. Click on an item(s) in the Results panel
2. Press Ctrl and drag the item(s) from the Result area to the target folder in the Server Panel.

To Create a Folder Link

1. Select an item in the Results panel.
2. Press Alt and drag the item(s) from the Result area to the target folder in the Server Panel.

Search Result Menu

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

[ ] Detail

[ ] Show Properties
[ ] Keep Result

Clear Result List

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

a Note: Click on to enable or disable thumbnails.

fezult Menu

Mama =_ Modification Dabe

Search is finished ! 38 Elements were found !
Show Properties: Shows the Properties Panel at the right side of the Result area, with the File
Info tab selected.
Keep Result: Keeps the current results in the Result list, while a new search is done. The
results from the new search are added to the list.
Clear Result List: Clears the Result list.

Search Results

Search Results Navigation
Order Search Results

To Use Searched Items
To Copy Items

To Create a Folder Link
Search Result Menu
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4.12 Free Text Search

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

Search Pane

Result Pane

Entries Pane

Advanced Free Text Search
Wildcard Text Description

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

File names

Folder and project names

File owners

File UUID (if enabled in the Graphic Hub)
File type (Geometry, Fontstyle, Images, etc.)
Assigned keywords

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

The Free Text Search consist of three panes:

Server/Stage|| +Tree/Stage

Entries 0 Auto | Guest's View

88 vizrt_OTS EiFree Text Wizt |— ’?

Madification Date | a

Page 1 of 1 - Total items: 1

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

4.12.1 Search Pane

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

Madification Date

These buttons allow for filtering the result for specific File types.
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Options Options (continued)
- S : Scenes - F: Fonts
- G: Geometries - A : Audio
M: Materials - V: Video Clips
MA: Materials Advanced - SB: Substances
I : Images - SM: Shared Memory Map

Prj/Fol: Projects and Folders

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

- Ctrl+Click: Selects all.
- Shift+Click: Deselects all.
- Alt+Click: Selects the clicked button only.

To view previous searches, click the arrow to the right of the Free Text field to view all free text
searches since Viz Artist was launched. Searching for UUIDs and searching with wildcards is
described in Advanced Free Text Search and Wildcard text description, respectively.

4.12.2 Result Pane

The Result view lists the Files found by the search.

Files can be dragged directly to where they are needed.
Double-click on folders to view sub-folders and contents.
Right-click an object and select Jump to Server View to display the file in its home directory.

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

4.12.3 Entries Pane

In the Entries view Search Strings can be saved for reuse and Search results can be saved in File
Sets. File Sets are a collection of objects saved under an assigned name. File Sets are unique to
each user, on each instance of the Graphic Hub. Placing objects and folders in a File Set does not
move them from their location in the Graphic Hub, it just makes them all accessible from the Free
Text tab.

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

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

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

® Example 1:

zebra scene -project -folder

® Example 2:

giraffe -image -geometry

In example 1, the search is conducted on any file names, file owners, UUIDs, file types, and
keywords that include the string zebra and scene. This search excludes projects and folders, plus
any other files that include the words project and folder.

In example 2, the search is conducted on any file names, file owners, UUIDs, file types and
keywords that include the string giraffe. This search excludes images and geometries, plus any
other files that include the words image and geometry.

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

4.12.5 Wildcard Text Description

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

*: Matches any characters. For example: Element
?: Matches any single character. For example: El?me?t
[ 1: Matches a range or a list of characters. For example:
Elem[b-g]nt
Elem[shje]lnt
< > or { }: Matches a specific project, folder or file:
- Searching for a specific UUID, for example <6E6D3467-0A37-4D35-B80683B3A929772D>
or { 6E6D3467-0A37-4D35-B80683B3A929772D 1}, returns the specific UUID.
- Searching for a partial UUID, for example <6E6D, also includes the underlying UUID.

4.13 Background Loading

The background loading of Geometries, Materials and Images is supported in Viz Artist (with
limitations). Background Loading can either be an automatic or a manual operation. When
background loading Geometries, the render method (See the Render Options page in the
Configuring Viz section of the Viz Engine Administrator Guide ) must be set to VBO .

This section contains the following topics:

- Automatic Background Loading
- Automatic Background Loading Configuration
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Manual Background Loading
Manual Background Loading Configuration
Background Loading Limitations
- Scenes
- Compressed and Un-compressed Images
- Objects
Function Plug-ins
Image Combining
Black/Transparent Flashing Image Textures
- Textures Not Visible on SDI Output with Background Loading Enabled

4.13.1 Automatic Background Loading

When set to perform automatic background loading, Viz Engine automatically uses background
loading whenever an image, and/or an object, is loaded. There are some limitations to this
behavior, which are detailed in Background Loading Limitations.

Automatic Background Loading Configuration

In the Viz Config file, the option Background_Loading_Level is available to set up automatic
background loading.

Available values for Background_Loading_Level are:

Value Description

BGL_INACTIVE Disables automatic background loading
BGL_IMAGES Enables automatic background loading for images
BGL_OBJECTS_AND_IMAGES Enables automatic background loading for images,

geometries and materials

4.13.2 Manual Background Loading

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

Command Description

GEOM SETBGL Load (and set) a geometry in the background. The usage of
the command is exactly the same as the existing GEOM SET
command.
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Command Description

IMAGE SETBGL Load (and set) an image in the background. The usage of the
command is exactly the same as the existing IMAGE SET
command.

MATERIAL SETBGL Load (and set) a material in the background. The usage of the
command is exactly the same as the existing MATERIAL SET
command.

Manual Background Loading Configuration

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

4.13.3 Background Loading Limitations

This section details the limitations of background loading.

Scenes

Background loading of whole Viz Artist Scenes is not supported.

Compressed and Un-compressed Images

Only compressed images (DXT) are supported for background loading. Their mipmap-levels have
been pre-generated and stored in the Graphic Hub, which is required for background loading to
work properly. The generation of mipmap levels on-demand (as required for un-compressed
images) can interrupt the renderer. This primarily depends on the size of the un-compressed
images. The larger the image, the more impact on the renderer during background loading.

Objects

Only native geometry and imported third-party geometry objects containing vertex-data, materials
and textures are supported targets for background loading. Containers hosting any sort of other
plug-in may fail to load in the background. Containers hosting Function plug-ins are NOT loaded in
the background, but rather fall back to a normal foreground loading. Containers hosting RTT
shaders interrupts the renderer if the particular RTT shader is used for the first time (shader is
being compiled), but no longer interrupts the renderer when loading the same shader in the
background again.

Function Plug-ins

If a geometry, which is to be loaded in the background, contains one or more Function Plug-ins,
the console shows a warning and the geometry is not loaded in the background but in the
foreground instead, this can interrupt the renderer.
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Image Combining

If a geometry uses the second image (image2) in a texture, this might have an impact on the
performance of the renderer. Mostly if one of the images are too large and/or un-compressed.

Black/Transparent Flashing Image Textures

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

Textures Not Visible on SDI Output with Background Loading Enabled

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

RendererUpdatesForBackgroundloading = 1

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

4.14 Built Ins

In Built Ins, there are a standard set of Viz Artist installation plug-ins.

__Alpha B Audio B Clipper

Jall & N

™ Contral
™ Default
™ Feed

Most plug-ins can be added to Containers, except, for example, Scene plug-ins. Because Viz Artist
uses an open interface for the plug-ins, new geometries can either be obtained or created and then

installed with Viz Artist. Also, most plug-ins have a properties editor. When a plug-in is applied to
a Container in the Scene Tree, a plug-in icon is added to the target Container.

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

- Container Plug-ins

- Shader Plug-ins

- Scene Plug-ins
Media Assets

This section contains information on the following procedures:
- Content Tabs
Plug-in Context Menu

- View and Search for Plug-ins
- Add Plug-ins to Containers

4.14.1 Content Tabs

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

=l : Views
- Container Plugins I

Folders | Geom Fluginz Container Pluging Shader | Scene Plugins | Media &

[ ] ALL
Arranges

——
Contamner

Click on a Built In tab to open its panel and folder list. Double-click a Built In tab to open its panel
and go to the default folder in the folder list. Default folders are:

- Geometry plug-ins (GP): Default

- Container plug-ins (CP): Global

- Shader plug-ins (SH): Default

- Scene plug-ins (SP): Default
Media Assets (MA): Channel

4.14.2 Plug-in Context Menu

A right-click on a plug-in icon to open the plug-in context menu.
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Geometry, Container and Shader Menu

Add a=s Favorite

te from Fawr

Add to Container(s): Adds the selected plug-in to a Container(s).
Add as Favorite: Adds the selected Texture to the Favorites Bar.
Delete from Favorites: Deletes the selected Texture from the Favorites Bar.

Scene Menu

Add to Scene: Adds the selected plug-in to a Scene.
Remove from Scene: Removes the selected plug-in from a Scene.

Copyright © 2019 Vizrt Page 147



Viz Artist User Guide - 3.12

Media Asset Menu

Add CLIP1 as Texture
Add CLIP1 as DVE h

Show settings of CLIP1

Crelete from Fawvorites

LIS )8 128 148 158 I6Y

sl 182

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

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

- Show settings of <Media Asset>: Shows the settings of the Media Asset, if it has been added
to the scene and the Scene Tree is in Texture or DVE view.

- Add as Favorite: Adds the selected source to the Favorites Bar.
Delete from Favorites: Deletes the selected source from the Favorites Bar.

Ei_lg‘_ﬂ.;‘Lg‘ ans

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

4.14.3 View and Search for Plug-ins

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

To View Plug-ins

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

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

To Search for a Plug-in

You can drag plug-ins from the search results to the desired destination.
1. Select Built Ins.

. Open the plug-in search panel, by opening the Built Ins drop-down menu and
selecting Search..., or pressing Ctrl+F.
Enter a search string and click on Go (4), or press Enter.
Sarver W Views Tree Stage Server/Stage/| +T
_- Container Plugins I
Folders I

™ALL

-Geom Plugins | Container Plugins  Shader | Scene Plugins Media Assets

s
Arrange

Container

ontainerfx | ILAS S8 ,
? : sther Line ol
™ contral H— #" ?‘

P || Mark Text |
M Default ahc a _{ Wde the nee

Feed

=l Global s

. Texk
Lineup ABQ et 7 E AT
Tree=rEn Text  pARAMETERS

Text

RealFx
ScriptPlugins & Plugin(s) found
SplineFX
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4.14.4 Add Plug-ins to Containers

ol PN o 3 &
FseY L ST T E

ANTOD®
A S e R X

Most plug-ins can be dragged to a target Container(s) in the scene tree (1), the Properties Panel (2)
or the Scene Editor (3). Each plug-in also has a context menu where a plug-in can also be added to
a Scene.

To Add a Geometry Plug-in

A Container can only contain one Geometry plug-in at a time. If a new Geometry plug-in is added,
the fist one is removed from the Container.

1. Drag the Geometry plug-in icon to either:
- A Container or multi selected Containers.
- The scene tree area (creates its own container).
- The Scene Editor area.
- The Container Editor area.
or

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

To Add a Container Plug-in

1. Drag the Container plug-in icon to either:
- A Container or multi selected Containers.
- An object in the Scene Editor (only some container plug-ins do this, when they do, the
object becomes active when the icon is moved over the object).
- The Container Editor area.
or
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1. Highlight the target Container(s).
2. Right-click the plug-in icon and select Add to Container(s) from the plug-in context menu.

To Add a Shader Plug-in

A Container can only contain one Shader at a time. If a new Shader is added, the fist one is
removed from the Container.

1. Drag the icon to either:
- A Container or multi selected Containers.
- An object in the Scene Editor.
- The Container Editor area.
or

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

To Add a Scene plug-in

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

scene, this icon turns to orange ﬁ

2. Drag the Scene plug-in icon to the Scene drop area.
or

1. Right-click the Scene plug-in icon to open the plug-in context menu.
2. Click on Add to Scene...

To Add a Plug-in to Multiple Containers

1. Highlight the required Containers.
2. Drag a plug-in icon to a highlighted Container.
3. Release the plug-in icon.

or

Drag a plug-in icon.

Hold the plug-in icon over a Container.

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

A WN—

To Add a Plug-in to Favorites

1. Right-click the icon to open the plug-in context menu.
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2. Click Add as favorite...

You can also add plug-ins as favorites from the search panel .

To Open a Plug-in Properties Editor

Click on the Media Asset icon, in the Container or the in the Properties Editor.

4.15 Substance Editor

4.15.1 Working with Substances

This section details how to work with Substances.

(® The import and use of Substances in Viz requires a separate license. You obtain this
license, as well as a license for the Allegorithmic Substance Designer and the Substance
PBR database, from your local Vizrt representative.

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

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

You can import .sbsar files into Viz Artist. They must be Physically Based Rendering (PBR)
materials to work correctly in Viz. Make sure you create the correct material type when creating
Substance shaders in Substance Designer.
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To create a .sbsar file, first create a Shader with Substance Designer, and then publish this shader
for import to Viz Artist. To view and adjust the parameters of a shader, switch to the Substance
Settings panel. The parameters in the settings panel are different for each loaded substance,
depending on the type of shader. The only supported type of shader in Viz Artist is PBR Metallic/
Roughness.

& Tip: If you get the error message "This is not a valid Substance" when you apply the shader
in Viz Artist, you need to make sure you have a PBR Metallic/Roughness material created in
Substance Designer.

4.15.2 Substance Basic

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

| Basic | Substant

Substance

Environment Map

abandoned_sanatc
Anisotropic Filtering ax |_
Relief Amount
Tiling
Emissive Intensity
Ambient Intensity
=R GEB Base Color
Texture Rotation
Texture Scaling X
Texture Scaling ¥
Texture Position

Texture Position Y

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

Environment Map: Drag any RGB or HDR environment map that should be reflected on the
surface to this drop-field. The strength is controlled by the Ambient Intensity and by the
metallic setting exposed individually in a Substance shader.
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- Anisotropic Filtering: Higher settings increase the load on the GPU during shader calculation.

This is usually set between 0-4.
Relief Amount: You only need to adjust this setting for relief shaders.

- Tiling: Lets you specify the number of tiles.

Emissive Intensity: Change this setting for a higher emission rate of your shader.

- Ambient Intensity: Use this option to control the blending when you have an Environment
texture applied to your Substance shader.
sRGB Base Color: Enable to use the sRGB color space model.

- Texture Rotation: Use this setting to rotate the texture applied to your geometry. This
rotation has a limitation in the rotation degree of freedom, If the limit is reached, you need
to change the rotation in your Substance shader.

- Texture Scaling X: Use this setting to scale the applied texture/shader on the x axis.

- Texture Scaling Y: Use this setting to scale the applied texture/shader on the v axis.

- Texture Position X: Use this setting to change the x position of the applied texture/shader
on the x axis.

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

4.15.3 Substance Settings

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

$outputsize Global Position 0.91000 B

$randomseed 0 B clobal c
Diffuse Blur
Cpacity

Pasition

Invert
Roughness Opacity
Metallic Paosition
Ambient Occlusion Contrast
Height Invert
Hue Shift 0.00 Opacity L%_{
Saturation
Luminasity

¢« Edges Width

Normal Format
Normal Intensity
Roughness
Roughness Range
Height Range

Height Position

Lichen Splat Invert

Sandy Surface Opacity

eak Position

Rust

Global Grunge 0 Invert

Opacity 0 | Opacity L
Material 1 Amount Occlude or Gather Ccclude

Material 2 Amount Pasition

Material 3 Amount = 1.00000 Contrast

& Tip: Check the Nvidia GPU meter to see performance used by the shaders.

4.15.4 How to Create Substance Shaders with Substance Designer

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

[} MNew Substance Graph ? x

Height: 1024 px

Format: Relative to parent

basecolor Base Color baset
normal MNormal normal
roughness : roughness

metallic Vetallic metallic

height Height height

ng based on

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

£ Substance Designer 2017.2.2 - X

Contrast

v Relief

» Function No...

¥ Generators

Pinch Intensity

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

£ Substance Designer 2017.2.2 - X

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

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

& Tip: Only PBR Metallic/Roughness materials from Substance Designer are supported in Viz.

4.15.8 Publishing Shaders

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

To publish the shader, right click the shader/package and select Publish .sbsar file.
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[ Substance Designer 2017.2.2

Im port
Link

o concrete 011

Publish sb=ar file... Ctrl+P
Export to Substance Share...

Export with dependencies...

Close Ctrl+F4

Compute Outputs

y Manager

Open dependencies

& Tip: You can find documentation and training with Substance Designer on https://
www.allegorithmic.com/ as well as on the Allegorithmic Youtube channel.

4.15.9 Substances Performance

Substance shaders are computed on your GPU. Vizrt recommends an Nvidia M-series graphics card
or higher to work efficiently with Substances. Since Substances run exclusively on the GPU, you
should check the Nvidia GPU meter when working with Substances inside Viz to have full overview
of the rendering performance. There should be a section called Manage GPU Utilization in your
Nvidia Control Panel. Check the performance of the Substance shaders here.
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Q= - |0

Select a Task...

[=)- 3D Settings

..Adjust image settings with preview

...Manage 3D settings

..5et PhysX Configuration

= Display

..Change resolution

...Adjust desktop color settings

..Rotate display

--View HDCP status

.-Set up digital audio

.-Adjust desktop size and position

...5et up multiple displays

[=]- Video
i...Adjust video color settings

djust video image settings

[=1- Workstation

ew system topology

This page allows you to manage performance related GP L settings with Maximus corfiguration if any.

GPU Utilization Graph

Quadro P&000

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

[ Enable Error Correction Code

16%

System Information

k.!) To manage CUDA settings for a specific program , go to the Manage 3D settings page
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5 Scene Tree

The Scene Tree is the logical visualization of all the properties in a Scene. The Scene Tree consists
of Containers that hold properties. The properties can be Geometries, Images, Materials, Texts,
Transparency functions, Key functions, and many more. Scenes are root items that hold other
items. Created Scenes are stored in the Graphic Hub and are available through the Server Panel.
For general information about Scenes and procedures on how to create, import, rename, and
delete Scenes, see Working with Scene ltems.

Tres

Sorc OVE Taxmure

E;—ﬁ:,':f L EEEEE

F_-'r- { object

A lower_third
AE"

o1y . |
Tl

|-=:=_

= front_objects
™ -

Save |Save As | Close

This section contains information on the following topics:

Scene Tree Menu

Favorites Bar

Containers

Modify Container Properties
Text Editor

Geometry Editor
Transformation Editor
External Control

To build a Scene, you add properties, such as image items or geometries (Built Ins), to the Scene
Tree. The containers in the Scene Tree are organized in a hierarchy and grouped in logical
divisions. Containers and Groups are explained in more detail in the following paragraphs. The
Scene Tree is available when these buttons in the Main Menu are clicked on:

Server Button
Built Ins Button
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Control Button

- Tree Button
Stage Button
+Tree/Stage Button

5.1 Scene Tree Menu

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

rhiedia Azsary

e D [

- Tree: Shows an overview of all the Containers in the Scene (see Tree Button).
Sort: Sorts the items in the Scene Tree based upon criteria that are set in the Display
area (see Sort Button).
Search: Searches items in the Scene Tree (see Search Button).
Media Assets Manager: In the Media Asset Manager, add Media Assets to a Scene as:
DVE
- Texture

nScene Log: Shows if an error occurs. Opens the Log window, which gives information
about the loading process of the Scene, such as errors, for example if a plug-in is not found.
Click on it to open the Scene Log. If the log window is closed, but not cleared, the
exclamation mark icon shows in gray. It shows red again if another fault occurs.

. Media Asset Properties Editor: Opens the Media Asset Panel Editor panel of the Scene
Settings.

ﬁ Scene plug-in: Opens the Plug-in panel panel of the Scene Settings. In the plug-in panel,
Scene plug-ins can be added to the current Scene. This icon turns orange when a Scene

contains a Scene plug-in. Click on the icon to view the Scene plug-in properties panel.

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

This section contains information on the following topics:

- Tree Button
Scene Tree View
Sort Button
Scene Tree Sort View
Search Button
Search Options
Show Search Results
- To Do an Extended Search
- To Do a Script Search
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5.1.1 Tree Button

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

H Show/Hide Favorites: Shows or hides the Favorites Bar.

(2]
[2]

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

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

Expand/Collapse: Expands or collapses the Scene Tree.

Start/Stop: Starts (compiles) or stops all Container scripts.

E

Zoom In/Zoom Out: Zooms in (larger Containers) or Zooms out (smaller
Containers) on the Container tree. Zoom out applies smaller icons to the Containers. This

gives a better overview, especially in complex Scenes.

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

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

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

E Color: Applies a color to selected Containers. You can define text labels for the colors
in the Global Settings Panel to make them more descriptive.

E Refresh: Refreshes the Scene Tree. Use this button if scripts have been deployed to
change the Scene Tree.
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Click the Sort button to enable the Scene Tree Sort View, where the items in the Scene Tree can be
sorted based on various criteria. A sorted Scene Tree makes it possible to analyze the Scene and

optimize the performance.

Media Asset:

.
I Show/Hide Favorites: Shows or hides the Favorites Bar .

Vector: Sorts the Scene Tree by the number of vectors the Containers (which have

Geometries) have. The Container with most vectors is shown on top.
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n Render Time: Sorts the Scene Tree by the time it takes to render the Containers. Each
Container is shown with the percentage of total time the Scene takes to be rendered. The
Container with the highest percentage is shown on top.

E Sort by Colors: Filters Containers by color. Click on the icon, and click on each
required color to filter.

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

W Unique: Shows unique group objects with the same Texture only once. This option is
only available if the Containers are sorted by Texture size (click the Texture Size button).

rl.
. Refresh: Refreshes the Scene Tree.

Y
The input box defines the number of search results displayed. Click R to set to
default number of search results (20).
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Scene Tree Sort View

AR

Save As Close Mz Ressarch_Develgpamest'Dav

5.1.3 Search Button

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

Media .

CVE Texture

R

Value Plugin

Use the different buttons to search for specific properties of the Scene (see Search Options) or
highlight the search results. Search results are highlighted in the Scene Tree, and the number of
search results are displayed.
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& Example: If a plug-in (for example Extrude) is dragged to Properties, clicking the Show all
button highlights all occurrences of that plug-in within the Scene Tree.

Search Options

Media Assets

T ove [ rews

0 found

Plugin

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

A Tip: By default, the text wildcard character, *, is added to the start and at the end of
the search string. This means that searching for player finds any node named player

in the scene tree, and also nodes named for instance player-name or
secondplayername.

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

== search for Containers: Searches in the tree for container properties.

E==S searchin Script: Searches all scripts in your scene, container scripts and scene
scripts.

E Show in Script: Shows the search results inside the script editor.

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

==l Hidden: Searches for all hidden Containers.
[2 ] Locked: Searches for all locked Containers.

ﬁ Inactive Properties: Searches for Containers that contain properties that are set to
inactive.

. E Color: Searches for all Containers with the assigned color tile.

Show Search Results

. ﬁ Show Next: Shows the next result.
. E Show Previous: Shows the previous result.

. ﬁ Show First: Shows the first result.
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. E Show Last: Shows the last result.

. E Show All: Shows all results.

[
m=(| 0 found
= Search Results: Shows how many results were found.

& Tip: If a specific plug-in is no longer to be used in a Scene, make a search for the
plug-in and select Show All to highlight all the results. Drag one of the highlighted
plug-ins to the trash can, and all the highlighted plug-ins are deleted from the Scene.

& Tip: If Show all search results is selected, the transformation properties can be
changed for all highlighted Containers.

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

To Do an Extended Search

Flugin

1. Go to the Scene Tree and click Search.
2. Click drop arrow to show the extended search options (1).
3. Enter a search criteria. The search criteria can be a combination of Parameter, Value and
plug-in name. Below are some examples:
- Parameter: tesselation, width, *showx
- Value: 20, *10.0%
Plugin: xrectx

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

& Tip: Use the label names in the plug-in editors as a search criteria. If there is no hit,
use the asterisk (*) symbol.
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To Do a Script Search

P Jalk Joo ol sl s ds] 5 Lt

| EEFECEEER] E

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

2. Go to the Scene Tree and click Search to open the search fields.

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

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

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

inside the script window:
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6. You can also click Scene Script to open the scene Script Editor, highlighting the search result
inside the script window:

& Tip: You can also perform an advanced search inside the script editor, to search not just
within a single script but in all scripts used in the scene.

5.2 Favorites Bar

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

rThee rMedia Assers |

S TR T [~ Temn

it s R L

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

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

G: Geometries

M: Materials

MA: Materials Advanced
I: Images

F: Fonts

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

- Ctrl+Click: Selects all
- Shift+Click: Deselects all
- Alt+Click: Only shows the clicked type

5.2.1 To add an Item as a Favorite

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

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

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

5.2.2 To Remove an Item as a Favorite

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

f—

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

5.2.3 To Add a Favorite Item to a Container

f—

. Select the target Container(s).

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

or

N

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

If more than one Container is selected, the item populates all selected Containers.

5.3 Containers

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

This section contains information on these topics:

Container Names
Container Icons
Container Context Menu

- Add Containers to a Scene
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- Select Multiple Containers
- Copy Containers
Move Containers
Rename Containers
Edit Container Properties
Delete Containers
Merge Containers
- Group Containers

5.3.1 Container Names

You can rename containers to ease identification of their role(s) in your scene design. Container
names can be any combination of uppercase and lowercase letters, or numbers. However, they
cannot contain any of the following special characters:

$ (dollar sign)

/ (slash mark)

\ (backslash)
- @ (at sign)

* (asterisk)

? (question mark)
- % (percent)

" (quotation mark)
- {} (curly brackets)

5.3.2 Container Icons

—
* y u

iz |
f group
- ik

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

% Show/Hide: Shows if the Container and all its Sub-Containers are visible/invisible in
the Scene Editor. Click the icon to change the state.

[2]

[1] Locked/Unlocked: Shows if the Container is locked so that properties cannot be
manipulated in the Scene Editor, or unlocked so that properties can be manipulated. Click
the icon to change the state.

& Example: An unlocked item can be resized and repositioned in the Scene Editor.
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1
¥z

k== Transformation Editor: Opens the Transformation Editor in the Container view.
A Container that has Sub-Containers is marked with a black arrow to the left of the
Container.

P ¥ Collapse/Expand: If the arrow points to the right, the Container is collapsed and the
Sub-Containers are not shown in the Scene Tree. If the arrow points downwards, the
Container is expanded and the Sub-Containers are shown in the Scene Tree. Click the icon to
change the state.

The following icons are only available if the respective items are applied to the Container:

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

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

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

& Note: A Sub-Container can inherit color from a parent Container.

vizrt

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

open the Image Editor.
Text

Font items: Shows that a font has been applied to the Container. Click the icon to open the
Text Editor.
The following icons are only available if the respective plug-ins are applied to the Container:
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Cone

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

"

Container Built Ins: Shows that the Container holds a Container function. The icon reflects

the Container Plug-ins, in this example an alpha.
Clip Channel

Media Assets: Shows that the Container holds a Media Asset. The icon reflects the Media

Assets, in this example a Clip Channel.
Anim .
\,
b, N _,-)ll':

- Animation: Shows that the Container contains animated items (see Create Animations).

5.3.3 Container Context Menu

A right-click on a Container in the Scene Tree opens a Container context menu.
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Right—click on a Container Name

Add Info Text...
Add Matenal...

Rename

Delete Container 'FirstGroup’

Change Color

Right-click on the Container name to show these context menu options (dependent on the
Container contents):

Add Info Text: Makes it possible to add text-based information on a Container. Also
available as a plug-in by clicking Built Ins and then double-clicking the Container plug-

ins tab.

Add Material: Adds a Material to the selected Container. See also Working with Material and
Material Advanced Items.

Rename: Makes it possible to change the name of the selected Container.

Delete Container: Deletes the selected Container.

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

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

Create Sub Container: Creates a new empty Sub-Container for the selected Container.
Merge Container: Merges the selected Container and all its Sub-Containers into one
compound object, or extracts an already merged object.

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

Merge Container w/ Actions & Events to Sub Container: Merges the selected Container(s) and
all the respective Sub-Containers into one compound object, including actions and events.
Merge to Material Advanced: Merges multiple objects to one, creating advanced material(s).
See Working with Material and Material Advanced Items.

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

& Tip: To modify the color of multiple containers, multi select the required Containers

and click on E in the tree .

Right-click on a Container Property

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

Delete ‘grid_twirl_orange’
Tree Search for 'grid_twirl_orange’

Database Search for 'grid_twirl_orange'

Reference Search for 'grid_twirl_orange’

Delete property: Deletes the property from the Container.
Tree Search for property: Selects the Search Button, and searches the Scene Tree for

instances of this property.
Database Search for property: Searches for the property in the database, and shows the
result in the Server Panel.

& Note: This menu option is only available for images.

Reference Search for property: Searches for the property in the Graphic Hub database, and
shows the result in the Search window.

& Note: This menu option is only available for images.

Right-click on a Container Media Asset Property

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

Delete '"CLIP1G'
Tree Search for 'CLIP16'

Show settings of 'CLIP1&'

Delete <Media Asset>: Deletes the Media Asset from the Container.
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- Tree Search for <Media Asset>: Selects the Search button, and searches the Scene Tree for
instances of this property.

- Show settings of <Media Asset>: Opens the Texture View (Media Asset Manager) and the
Media Assets tab of the Scene Settings in the Property panel (see Media Asset Workflow).

5.3.4 Add Containers to a Scene

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

By dragging an item to the Scene Editor, the Container is added at the top of the Scene Tree.

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

By selecting multiple items from the Server Panel and dragging them onto the Scene Tree, all of
them are added.

To Add Root or Sub-Containers

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

. 1:| Sub-Container: Dropping an item at the right side of a Container in the Scene Tree
creates a Sub-Container.

. [E E Root Container Below/Above: Dropping the item at the left side of a Container in
the Scene Tree creates a root Container at the same hierarchy level, either below or above
the selected Container.

To Add Empty Containers

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

To Add an Empty Container

- Click the Create Group button from the Display area.

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

Drag the Create Group icon and place it as a above or below of an existing Container, or as a
Sub-Container.
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5.3.5 Select Multiple Containers
More than one Container can be selected in the Scene Tree.

When multiple Containers are selected in the Scene tree, properties can be applied to all the
selected items. This multiple selection feature is global.

To Select Multiple Containers

Press Ctrl and click on each Container.

To Select All Containers

- With the cursor over the Scene Tree, press Ctrl+A.

To Select a Range of Containers

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

5.3.6 Copy Containers

To Copy a Container within a Scene

Hold Ctrl and drag the Container to its new position, or
Use Ctrl+C and Ctrl+V to copy and paste the Container. Copied Containers are placed as
Sub-Containers of the selected Container.

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

To Copy Multiple Containers at Once

Hold Ctrl and the left mouse button and drag the Containers to their new position, and then
click the right mouse button to release.
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5.3.7 Move Containers

To Move a Container within a Scene

Drag it to the new position, or
Use Ctrl+X and Ctrl+V to cut and paste the Container(s) to the new position.

To Retain Transformation Properties While Moving a Container within a Scene

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

For example:

R [:¥|inder

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

2. Group 2: The Group position is X 0.0 and Y 0.0.
When a Container is moved from Group 1 to Group 2, while pressing the Alt button, the
moved Container inherits its former Group’s position values (i.e. X 100.0 and Y 100.0), so its
absolute transformation stays the same.

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

1. Add two group Containers to the Scene Tree.
. Rename the groups to Group 1 and Group 2.
Open Group 1’s transformation editor and set Position X and Y to 100.0.
Add a geometry (e.g. Cylinder) as a Sub-Container of Group 1.
Add material to the Cylinder.
Press and hold the Alt button and place the Cylinder as a Sub-Container of Group 2. When
the Container is moved a letter R shows in the drag and drop window.
Release the Alt button.
Open the Cylinder Container’s transformation editor and set Position X to 200.0.
. Press and hold the Alt button and place the Cylinder as a Sub-Container of Group 1 and
check that the transformation properties are:
- Group 1: Position X 100.0 and Y 100.0.

ouswN
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- Cylinder: Position X 160.0 and Y 0.0.

5.3.8 Rename Containers

To Rename a Container

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

To Rename Multiple Containers

1. Multi select the required containers.
2. Rename one of the selected containers and add # to the end of the text:

Example 1: Container#
Example 2: group#

1
Sort Search

EEEFLL | EEEE

o=

3. Press Enter.
4. All selected Containers are renamed.
Example 1: Container1, Container2, Container3, etc.
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- Example 2: groupl, group?2, group3, etc.

Container3

E=
& | group3

Containerd

5.3.9 Edit Container Properties

To Edit the Properties of a Container

- Select the Container in the Scene Tree, or in the Scene Editor. Its editor shows in the
Properties Panel (see Modify Container Properties).
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To Copy a Property from One Container to Another

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

'MASK_TARGET'
earch for 'MASK_TARGET'

Copy 'MASK_TARGET'
Paste 'MATERIAL'

5.3.10 Delete Containers

To Delete a Container from a Scene

1. Drag a Container to the trash can, or
2. Right-click the Container, and in the context menu select Delete Container [Name], or
3. Use the shortcut keys Ctrl+Delete.

& Note: If deleting a parent Container, all Sub-Containers are deleted too.

5.3.11 Merge Containers

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

A saved compound object can be used in other Scenes have an active reference between the stored
object and all Scenes where it has been used by default. Through use of stored objects with active
references, changes can be applied to many Scenes at once, which is typically a meaningful way to
work when designing a set of Scenes that share many design items.
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& Note: The geometry of a compound object cannot be edited. A compound object must be
split for the geometry to be edited again. Splitting a referenced compound object disables
the reference.

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

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

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

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

To Merge Containers into a Compound Object

re Media Assets

TPPFT Wﬂ = ff =

E=
e ﬂ lower_third
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_[T front_objects

bullet 1

1. Select a Container which contains Sub-Containers.
2. Merge the Container with all its Sub-Containers:
Click the Merge button, or
Press Ctrl+M,
or right-click the Container and select Merge Container from the context menu.

Tree Media Assets

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

To Split a Merged Compound Object

1. Select a merged Container.
2. Split the Container:
- Click the Split button, or
Press Ctrl+Shift+M, or
Right-click the merged Container and select Split Container from the context menu,

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

To Save a Compound Object to a Graphic Hub

1. Right-click a Container (with or without Sub-Containers),

2. In the context menu select Merge Container.

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

4. Type a descriptive name for the object in the dialog box

5. Click Ok. The object is now visible in under the Server Objects tab.

& Tip: Any animations or scripts used within the object are kept when saving.

& Note: Make sure to drag only the object icon, not the whole Container.

5.3.12 Group Containers

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

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

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

A parent Container, that has Sub-Containers, is marked with a black arrow to the left of the
Container. If the arrow points to the right ( I ), the Container is collapsed and the Sub-Containers
are not shown in the Scene Tree. If the arrow points downwards ( ¥ ), the Container is expanded
and the next level of Sub-Containers are shown.

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

To Group Existing Containers

=

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

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

To Ungroup Containers

=

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

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

To Detach a Single Container From a Group
Drag it from the group and place it somewhere in the Scene Tree.
See Also

For more information about setting default merge and split behaviors, see the User
Interface page in the Configuring Viz section of the Viz Engine Administrator Guide.

For more information about how to configure colors, see the Colors page in the Configuring
Viz section of the Viz Engine Administrator Guide.
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5.3.13 Container Editor

When a Container is highlighted in the Scene Tree a list of all properties and plug-ins added to that
Container, shows in the Container Editor (Container Menu (1)). Click on each icon to view its editor
menu. If more than one Container is selected, select which Container to view from

the Selection panel.

Container Editor Properties

-l':‘.n:mtainer Camera | Light | Sc

Selection—
26
ullet_temP
[ ]

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

arrows (2), to select a Container.
Selection—
i/6
buller_1 |

-Selection—
36

ul Iet_temF

Container Menu (1): Shows a list of all properties and plug-ins added to the Container
selected in the Scene Tree, or the Container selected in Selection. Click on an icon to open
an editor (see Modify Container Properties)
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=
[=r] Show/Hide: Shows or hides a Container in the Scene Editor, and eventually in
the final rendered output. Click to show or hide the Container.

(1]
[2] Lock/Unlock: Enables or disables the ability to modify the transformation of a
Container in the Scene Editor. Click to lock or unlock the Container.

Some editors like the Transformation Editor enable properties for one or multiple
selected Containers to be set. Other editors have the option to enable or disable

certain properties.

5.4 Modify Container Properties

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

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

- Geometry or Fontstyle items create a new Container using the item as geometry.
Materials and Audio clips can only be applied to existing Containers.
Images can be added as a geometry of a Container, or applied on an existing Container as a
Texture.

- Geometry plug-ins can also be added to the Scene.

See Container and Scene Properties for details on how to add properties to Containers.

This section contains information on the following topics:

Multiple Selection Container Properties
- To Add Properties to Multiple Containers
- To Change Specific Properties on Multiple Containers
- To Select a Container in a Selection
Edit Properties in the Scene Editor
Plug-in Editor
Material Editor
- To Modify a Scene Specific Material
- To Save the Container Material
Quick Edit a Material in the Scene Editor

5.4.1 Multiple Selection Container Properties

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

the appropriate property.

To Add Properties to Multiple Containers

1. Multi select the required Containers.
2. Add an item or plug-in:
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a. Right-click on an item or plug-in the Server panel.

b. Select Add to Container(s) (if available).
or
Drag an item or plug-in to one of the selected Containers
Example:

Create four Containers, named object_1 to object_4.

Multi select two Containers.

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

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

uThWN —

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

To Change Specific Properties on Multiple Containers

1. Multi select the required Containers.

& Note: If several or all, of the Containers in a Scene are selected and contain the

property to be modified, then all selected Container properties of this type are
changed.
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2. Change a parameter of the Circle Geometry. The modified parameter applies to both
selected Containers, which contain the Circle Geometry (object_3 and object_4)

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

To Select a Container in a Selection

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

In the Selection panel select another Container. Either:

Use the up and down arrows, or
Click on the Container, as shown in the image below

- Container | C

Selection—
2/4
ohje
object_1

object 2
obj E:k_‘_'_ 3

object_4
Corners
Show Botto
Center

Smooth

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

5.4.2 Edit Properties in the Scene Editor

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

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

. Container | Camera |Light | Scene Settings

tian TFxSlide Flugin (1.0.0)
m =
["figFmal| Opposite | Random | Static Wave Centar

|2 Center

Interpolate | Unear FUsgRT

Effect Range 1.0 ,':|_
e = . o
Random Seed ,—r

Ignore Space

Z Distance

Show Direction

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

Geometry Plug-ins
Container Plug-ins
Shader Plug-ins

5.4.4 Material Editor

Container | Camera | Light | Scene Settings

W Emission

20 Yo

100.0 %%

When a Material has been added to a Container, the Container-specific Material can be modified in
the Material Editor that opens in the Properties panel. Only the Container-specific Material is
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modified, the original Material in the Graphic Hub database is not affected. See Working with
Material and Material Advanced Items.

To Modify a Scene Specific Material

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

auk fre ROL Tree Shags  SarcariGeage +Tn ol

2. Adjust the color properties and schemes as necessary.

To Save the Container Material

1. Move the modified Material to the Server panel:
Drag the material icon from the Container to the Server panel, or
Drag the material icon from the Properties area to the Server panel, or
Click in the Material propertles panel and drag the material icon to the Server panel.
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. Enter a name for the material.

Pleaze Enter Material Name: Mew_ Material_Namd

3. Click OK.

5.4.5 Quick Edit a Material in the Scene Editor

ns. = = rver/Stage| tage.

Ciigliln F . Jldulololilolsl] eadal g JT s
u
=
-

ON AIR

To quick edit a material in the scene tree, click with the middle mouse button over the container
material. This opens a quick editor for colors directly inside the scene tree, enabling immediate
color changes.

Pressing the TAB button switches between the R, G and B values.
Pressing CTRL+TAB switches between the Ambient, Diffuse, Specular and Emission colors.

5.4.6 Manipulate Container Properties

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

This section contains information on the following procedures:

To Replace a Property Applied to a Container
To Remove a Property from a Container
To Save Properties in the Database
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- To Enable/Disable Properties on a Container

To Replace a Property Applied to a Container

Drag the new item or plug-in to the Container.

To Remove a Property from a Container

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

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

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

To Save Properties in the Database

If a scene specific property has been created, and it is likely that the property should be reused in
another scene, it is possible to save the property in the database. Drag the property from the
Container to the required folder/project in the Server Panel.

To Enable/Disable Properties on a Container

& Note: item properties are automatically enabled when added to a Container.

This is a practical tool when multiple items are applied to a Container. Click the switch next to the
icon which represents the item in the Container Editor.

See Also

Containers

5.5 Text Editor

Use the Text Editor to add or modify text in a scene.
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At the top of the Text Editor is an input box. Characters in this input box appear in the Scene
Editor. By default, the text equals the font name. The Text Editor contains five tabs. More
advanced modifications can be done in the Fontstyle Editor. Modifications made with the Fontstyle
Editor apply to all instances of the font, not just the one used in this Scene.

This section contains information on the following procedures and topics:

- Text Editor/Scene Editor
Colorizing Individual Characters
Basic Tab
Effects
Colored/Lighted
Shadow Tab
Clock Tab
Clock Format Examples
Characters Tab
Special Tab
Special Fonts
- To Create a Linked Fontstyle
- To Modify Text in the Text Editor

5.5.1 Text Editor/Scene Editor

Use the Scene Editor to type text changes directly in your output window. When you double click
on the text you enter text edit mode, and the bounding box color of the text turns brown.
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-Container Camera | Light | Scene Settings
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By double clicking on the text in the Scene Editor, you can edit the text directly in the output
window. In this mode, you can select individual characters or sections of the text, and drag
different fonts to the selection to change the font. This also works with color. By single clicking
outside of the text element, the text editing function is disabled, and the bounding box turns back
to green.
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-Container Camera | Light | Scene Settings
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You can also set the shadow of the font for individual characters. To do this, drag the font into the
text slot where the shadow is defined. You can do this with individual characters, or with the whole
text object.

-Contamer Camera | Light | Scene Settings

320.0 3
Direction [320.0 I'_'r
Distance  [10.0 51

204
Sharpen

Anisotropic
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Colorizing Individual Characters
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By double clicking on the text, you enter text edit mode, and the bounding box color of the text
turns brown. Now you can select individual characters and colorize them by switching the setting
Colored/Lighted in the basic section of the font. When using the Lighted/Colored setting you can
colorize each character individual and choose if it should be filled by a solid color (Colored) or by a
color reacting to the activated lights (Lighted) like a material.

5.5.2 Basic Tab

r" ABC&DC'] V4 Browallia-New-Regular
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r !TT' Leading oo =R i el
Word Spacing 0.0 r pos 0.0 Fr
U-Width S 2R

[ REEH

H : Lists all available fonts created from the same base font. To use another font, select
it from the list. To use a totally different font in the scene, drag the new font from the Server
panel onto the visualization of the text.
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: Sets the text justification to left, center or right.

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

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

: Defines a character. Typically a decimal separator like comma, and justify the text
aligned after this character. Enter the justification character in the small input box to the
right of the button.

EE=EEE
— : Sets the vertical justification on the top of the whole text block,

below the first line, center of the middle line in the text block and at the bottom of the text
block.
- Type: Sets the rendering method for the text.

- Geometry: Renders geometry type fonts as polygons.

- Texture: Renders the font as texture instead of polygons. This can, to some degree,
create a poorer look, but it reduces the number of polygons in the Scene. The texture
resources get an increased demand, so to render a font as texture is a trade-off
between polygon and texture performance. For half height mode rendering, texture
fonts are normally the better choice. When selected, the anisotropic value is set to 4x
by default.

Path: Renders the font as vector graphics.

& Note: To use the Path type, the machine must be equipped with NVIDIA GPU
and have a driver version 275.33 or higher installed.

Razor: Renders the font as texture using graphics shader. This method of rendering
produce higher quality of anti-aliasing. To use the Razor type, the font must have
been imported with Viz Artist version 3.11.0 or higher.

& Note: A Razor type text may produce distorted result when rendering glyphs

with high-complexity. Artifacts may appear when two glyphs overlap each
other. Lighting is currently not support when using this type.

& Note: Some effects, like Extrusion, are not supported by Texture, Path, and
Razor rendering.

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

& Note: The Quality option is only applicable if the font type is set to Geometry.
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Detail: Sets the level of detail, or tessellation of the font, to either automatic level or one out
of six fixed settings. The fonts are rendered as polygons, so by switching to wireframe
mode, the difference becomes obvious as the detail level changes. One is the highest level
of detail, six is the lowest. If setting a fixed level of detail, the automatic level is overwritten
and rendered with the same level of detail independent of the font size.

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

Pos. Spacing: Local kerning of the font style. Clicking the left button decreases the position
spacing between characters. Clicking the right button increases the position spacing
between characters. Fonts can be permanently modified using the Fontstyle Editor.
Tracking: Changes the tracking between all characters by the same amount. Clicking the
Fixed button changes the text from true type to one where each character uses the same
space.

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

Leading: Modifies the distance between the text lines.
Word Spacing: Changes the size of the blanks between the words in the text.
Sharpen: Makes it possible to sharpen the font.

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

& Note: Anisotropic is only available if font type is set to Texture.

Effects

e CIMIIFYE

Underline

0.0

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

Effect Italic: Sets individual characters or the whole text object to italic.

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

X2: Uses individual characters or the whole text object as superscript text.
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- X3: Uses individual characters or the whole text object as subscript text.

Colored/Lighted

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

Lighted: Applies the selected color to the text, adjusted for the scene lighting. Transforming
the object creates the visual impression of changes to the color. When inactive, the selected
color is applied to the text as a solid color.

5.5.3 Shadow Tab

J |— Bcabc1 P, Browallia-New-Regular

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

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

. Click the arrow to open a list of all available fonts created from the same base font as
selected. To use another font, select it from the list. To use a different font in the scene,
drag a new font from the Server Panel onto the visualization of the text.
Lighted: Lights the font with the current light settings (see Light Editor).
- Alpha: Changes the alpha value of the shadow.
Direction: Sets the direction of the shadow from 0 to 360°".
Distance: Sets the distance between text and shadow.
Z-Offset: Sets the displacement of the shadow on the Z axis.
Color: Sets the color of the shadow.
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& Note: The Color option is only applicable if the color modifier has not been applied
to the font.

- Type: Sets the rendering method for the shadow (see Basic Tab).

Quality: Sets the quality of the font to either Normal or High (see Basic Tab).
- Sharpen: Makes it possible to sharpen the shadow font (see Basic Tab).
- Anisotropic: Sets the quality of shadow textures (see Basic Tab).

5.5.4 Clock Tab

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

Basic | Shadow | Clock | Characters  Special

J Clock D : r

Uasr dafined

Clock: Sets the ID of the clock. Up to ten different clock IDs (0-9) can be used in a Scene.
Clocks with the same ID are linked together, which means they are synchronized and all
start when one clock is started. This can be used to show different time zones, for example
Update Text: When enabled, any running clock in the scene is updated in real time in
the Scene Editor and On Air outputs. If disabled, the output to the Scene Editor and On Air
outputs are not updated, even if the clock is running. An external control application, such
as for instance Viz Trio, could be used to enable or disable Update Text when running in On
Air mode, as required.

- Time: Defines the start time in seconds. For example, if the clock should start to count at
two minutes, set Time to 120.
Limit: Defines the count limit in seconds. For example, if the clock should stop counting
after two minutes, set Limit to 120.

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

Up and Down: Specifies if the clock should count up or count down.
Start, Stop and Continue: Starts, stops and continues the main clock.
Select a Format: Set the format of the clock display.

H: Hours.

M: Minutes.
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S: Seconds.

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

User Defined: Click on User Defined and type a non-standardized clock format in the
box below. Make sure to add correct separation characters.

Viz Engine distinguishes between upper- and lowercase clock formats, allowing the
designer even more customization options. When defining the clock format by
lowercase letters, for instance hh:mm, the digit is shown even if the value is 0. However,
if the clock format is defined by uppercase letters, Viz Engine does not display the
value if it is zero. This allows the designer to omit unused digits while still planning
for their use when designing the scene.

Clock Format Examples

Clock format: Displayed result

HH:mm:ss

Hh:mm:ss

HH:Mm:ss

HH:Mm:s

hh:mm:ss

hh:M:ss

03:05
0:03:05
3:05

3:5
00:03:05
00:3:05

& Tip: Up to 20 clock formats can be defined in Clock Formats (see the Configuring Viz
section of the Viz Engine Administrator Guide).

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

& Note: The problem with changeable kerning can be avoided by using a proportional
font
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Normal: Shows the normal main clock view.

Mormal w Svys. Time | Local Time

’Sﬁmgﬂe;: Min ||:

Loop Max

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

No Sync: Does not synchronize the count clock to the main clock when enabled. It is

almost impossible to start the count clock exactly at a whole second, so the count

clock most likely runs unevenly compared to the main clock. In many cases, this does

not create the desired output, but may be useful if an offset output is desired.

Sync Sec: Synchronizes the count clock with the main clock.

Loop: Loops the count clock within the defined count range.

Min/Max: Sets the count clock minimum and maximum parameters.

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

Start, Stop and Continue: Makes the clock start, stop and continue counting.

Init: Resets the clock’s counter.

Mormal Count W Local Time

<)

Offset: Click the Offset button to access an input box where an offset value in seconds can
be entered. For example, if the value is set to 20, the clock starts running after 20 seconds.
Sys. Time: Sets the clock to the system time.

Local Time: Sets the clock to the local time. This is useful if running on a system which
automatically adjusts to daylight savings time.
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5.5.5 Characters Tab

ic | shadow | Clock | Characters | Special |

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

5.5.6 SpeC|aI Tab

| characters Special

Scaling

Direction nEe| [ | Width
Height

- Complex Script: Chooses whether to enable or disable complex script processing in this text
object, or use the global configuration. Complex Script is required in many conditions.
- Languages: Renders complex language scripts such as Arabic and Thai more
correctly.

s|pvJ| u)u.m.S - sl.o.” O il
AU - ‘L!']ﬂll

- Handwriting: Generates a different and better result in some fonts.

- Dq'w\ki'n% walen

- DW\/LA/\.% waten
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Symbols: Renders symbol characters in Unicode Private Use Area (PUA) only in
complex script such as ["ﬁl ﬁf‘b‘ﬂ@ﬂ] from Segoe Ul Symbol.

-1
- [BREHIY]

Direction: Switches the text direction from left to right, right to left,
downwards, and upwards.

& Note: When complex script is disabled, all characters are rendered directly to glyphs
according to the Direction option. For example, the text "ABC" is rendered as "CBA"
when the direction is right to left.

On the other hand, when complex script is enabled, ligature and bi-directional text
algorithms are also performed, and the Direction option dictates the primary writing

direction. Thus, the rendered glyphs are ordered in the direction of its native writing
system.

- Text Box: When enabled, the text is contained within a Text Box. The text box shows as an
orange outline in the Scene Editor (if Bounding Box is enabled in the Scene Editor).
With the Text Box, text can be divided into multiple lines, and the text on each line

automatically gets the selected justification (see Basic Tab). Without the text box, the text is
shown on one line.

& Note: Only the text within the Text Box boundaries is shown.

Space: Each line of text contains whole words.

- Any: Each line of text contains all possible letters. Words are split at the Text Box right
border.

Scaling: Sets the scale the size of the Text Box as scale of the text is changed when
enabled.

- Width/Height: Sets the width and height of the Text Box.

Special Fonts

Special options apply for multibyte and geometry fonts:

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

Seometry v W

Face Orientation Flip
5 i Flat E Edge Anglel 60.0 ||:|_ Rebuild

Inactive

| Re-establish Update

& Note: Be aware that it is a one way operation. It is not possible to merge characters

into text again, so by performing the splitting operation, the text cannot be edited
anymore.

5.5.7 To Create a Linked Fontstyle

. Click on the Basic tab.
2 CI|ck on and drag the Fontstyle (1) to the targ

et folder in the Server Panel.

R 1 23 456

1. Click the text icon, , either on the Container, or in the Container Editor. You can also
drag a font to the scene. This automatically creates a new container containing the font as a
geometry, and open the Text Editor opens automatically.

2. Enter text in the text input box. The text is shown in the Scene Editor panel. Right click in
the text editor to change the font size.

3. Use the five panels to modify the text as you require.
See Also
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Fontstyle Editor

5.6 Geometry Editor

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

Geometry - Logol

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

Inactive

| Re-establish Update

& Note: Face Orientation and Shading are only applicable if the reference is deactivated.
This section contains information on the following topic and procedure:

Geometry Editor Properties
- To Open the Geometry Editor

5.6.1 Geometry Editor Properties

Seometry - Logol

Face Orientation Flip
Shading Flat E Edge Anglel 60.0 ||:|_ Rebuild

Inactive

| Re-establish Update

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

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

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

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

Deactivate: To create a unique copy of the object for the Scene, the reference link

must be deactivated. Changes that are applied to a deactivated object do not lead to

changes in the original object in the database.

Re-establish: Reactivates the reference and overwrites the object in the Scene with the

object in the database. An active reference is practical when creating a set of Scenes

with the same object. If for instance all the Scenes should have the same background

and the background item is created as an object with active references, changes can

easily be applied to all the Scenes that use that object.

Update: Reactivates the reference and overwrites the object in the database with the

object in the Scene.

Status: Shows the current status of the reference.

& Note: The reference is automatically deactivated if splitting the object. If the

object is split, it must first be merged before the Re-establish and Update
operations can be performed.

5.6.2 To Open the Geometry Editor

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

5.7 Transformation Editor

Every Container in a Scene contains transformation properties. The transformation editor holds
information about the most basic properties of a Container, such as position and rotation. The
transformation editor is also able to stick transformation properties to the container view. This
feature allows Position, Rotation, Scaling and Axis Center parameters to stick to the Container view
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while opening other editors. This enables designers to adjust transformation properties while
working on other objects (e.g. text, geometry).

This section contains information on the following topics and procedures:

- Transformation Editor Properties
- To Open the Transformation Editor
- To Stick Transformation Properties to the Container View
- Transformation Principles
Multiple Select Transformation
Copy Transformation Properties to Another Container
- To Copy Transformation Properties to Another Container
Quick Editor
How to Use the Quick Editor

5.7.1 Transformation Editor Properties
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Parent / Local / World: See Transformation Principles.
- Absolute / Relative: See Transformation Principles.
Position: Sets the position of the object along the X, Y, and Z axis.

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

FC (Face Camera): Clicking this button changes the rotation in such a way that the

object faces the camera.
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Order: Clicking the order buttons sets the order of rotation the three angles X, Y,

and Z, are applied to the Container. If multiple Containers are selected, the order

buttons are disabled.
Scaling: Before changing the scale values of the Container, make sure to set the preferred
kind of scaling:

S (Single): Scales each axis by itself.

L (Locked): Scales all axes at once, so that X, Y, and Z have the same value.

P (Proportional): Scales all axes at once, so that the values remain proportional.
Screen Position: Sets the screen position along the X and Y axis for images and some objects
by specifying pixels instead of the regular positioning which do not use pixels as input
values. The Screen Position option is only available if the image or object faces the camera.
To achieve this, click the Face Camera button. When changing the Screen Position values, the
values for the regular positioning also changes. Set the screen position to left, center, or
right by clicking L, C, or R; or bottom, center, or top by clicking B, C, or T. In Viz Artist,
position calculations are always from the upper left corner and based on the current Z value
for the Container and camera views. For design purposes, it may sometimes be desirable to
position an objects center. Therefore, screen positioning of objects can be defined by either:

Bounding Box: Defines the position of the object upper left corner, or

Center: Defines the position of the object center
Both are calculated from the upper left corner of the current view.

& Example: Setting an objects screen position Bounding Box values to X=0 and
Y=0 places the object in the upper left corner. Note however, that if the Z
position changes the object no longer aligns to the viewpoint corner. The pixel
values must be set to zero again to reposition the image or object.

Align to Px (Pixel): When using the normal positioning editor to position an image/
object that is facing the camera head on, it can occur that the image/object is off by
fractions of a pixel. This can happen because of rounding errors in the screen size and
face camera functions. This can produce visual artifacts in some cases on some
graphics cards. When the image/object is not aligned to the screen pixels, Align to Px
button turns red. Clicking the button adjusts the image/object to be moved to the
nearest matching whole pixel.
Axis Center: Sets the axis origin of the object. The rotation axis of the object is visible in the
Scene Editor if the Bounding Box option is enabled.
The origin can be set to left, center, or right on the object’s X axis by clicking L, C, or

R.

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

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

When a group is selected but certain Containers in it are not visible, clicking C with
the middle mouse button defines the axis center only for those Containers in the
group which are visible.
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Screen Size: Makes it possible to scale an object/image based on pixels. The Screen Size
option is only available if the object/image faces the camera. To achieve this, click the Face
Camera button.

Screen: Scales the object/image to the size of the output format.

Image: Scales the image to the original pixel value.

- Additional Information on the Selected Container

Click the Expand button to show this information to the right of the transformation editor.
This information includes parent Containers plus all visible child Containers.

- Width, Height, and Depth: Shows the real size of the object in units (not pixels).
Containers: Shows the number of Containers that are selected. If the selected
Container holds Sub-Containers, all Sub-Containers are counted in addition to the
main Container. A Container that holds geometry is counted as two.

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

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

To Open the Transformation Editor

1. Click the Transformation icon on the Container, or
2. Select the Container from the Scene Tree, and then click the icon located on the left side of
the Property panel.

To Stick Transformation Properties to the Container View

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

- Container | Cam

5.7.2 Transformation Principles

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

& Note: Multi selected objects: When more than one object is selected Group shows
and a bounding box covers all selected objects.

Local: Refers to changes that can be made to the Container in its local coordinate system.
World: Refers to changes that can be made to Containers in their world coordinate system.
Absolute: Refers to changes that can be made to Containers in absolute values.

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

5.7.3 Multiple Select Transformation

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

All changes made in the Transformation Editor are also applied on each selected Container:

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

3/6).

Selection—
1/6
bullet_1 P

-Selection—

3/e
uTTet_texiF

5]
%E n bullet_symbaol

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

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

All transformation properties can be copied to another Container, either the whole property (for
example, Screen Size), or just one axis of a property (for example, X of Screen Position).

To Copy Transformation Properties to Another Container

1. Open the Transformation Editor of the source Container (4).
2. Drag the required property to the target Container (3):

Drag the whole property (1), or

Drag a sub-property (2 (X, Y, or Z))

group

e SE M
’E;‘T Position 70

(2]

& Tip: Transformation properties can also be dropped on multiple Containers.
Drag a selected property to the Scene Tree (aligned with a target Container).
Hold the left-click and right-click to add the property to the target Container.
Keep the left-click and repeat as required.

5.7.5 Quick Editor

The Quick Edit menu lets you edit the transformation and material settings of a container within
the scene tree, instead of in the Transformation Editor. Click the middle mouse button on the
container's transformation or material icon to open the Quick Editor. When using the Quick Editor,
you can still have the Transformation Editor open and an active object selected. The Quick Editor
activates for the object you click on in the scene tree. When you select an object's transformation
icon with the middle mouse button, the Quick Editor opens and overlays half your object, to
indicate which object is selected.
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5.7.6 How to Use the Quick Editor

1. Create or open a Viz scene with some objects where you can transform the material color
and its transformation values.

2. Click with your middle mouse button onto the geometry icon or the material icon. The Quick
Editor pops up, overlaying half of the clicked object. In this example, the Quick Editor is for
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3. By clicking the middle mouse button on the transformation icon of another container, the

selected container is still highlighted as active. The Quick Editor updates the transformation
values of the container you clicked on, as seen with OnAirLogo in this example. You can also
use Page Up and Page Down on your keyboard, or the small arrows on the left bottom of the
Quick Editor, to switch between containers in the tree.

== e = 2 [E

Logo]

Save |Save As| Close | /Nev
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4. You can switch between the different transformation properties by clicking the small squares
on the bottom of the Quick Editor, or by pressing Ctrl+Tab.

Save [SaveAs| Close | /ne

5.8 External Control

Parameters in a Scene can be exposed for use with external controls, meaning these exposed
parameters can be modified by an external control application, such as Viz Libero, Viz Trio or Viz

Pilot.

Control Channels | Control Objects

P ElE]

Channels q SM|Description
Scene
Fullscreen_TRANSFORMATION_SCALING SCALIM : scaling
Fullscreen_TRAMNSFORMATION_POSITION MO : position

The Viz Artist GUI provides two options to expose parameters and controls:

Control Channels: Provides a convenient way to expose parameters from the Properties

panel in a Scene.
Control Objects: Shows exposed parameters when a Control plug-in is used (for use with Viz

Trio only).
This section contains information on the following topics:

Control Channels
Control Objects
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5.8.1 Control Channels

Parameters in a Scene can be exposed for use with external controls, meaning these exposed
parameters can be modified by an external control application, such as Viz Libero, Viz Trio or Viz
Pilot. To expose parameters, the parameters can be dragged to the Control Channel panel and
configured.

Although parameters can be set through a Command Interface, the Control Channels offer three
advantages:

Only parameters which should or can be modified, are exposed in certain external control
applications (which use control channels).

Instead of a long command string (as used in a Command Interface), a control channel name
points to the parameter location, where “@” in the command location is the indicator for a
control channel name.

Multiple Control Channels can have the same name, allowing them all to be updated in a
single operation.

Control Channels can also be added from the Stage. To make this possible, the Control Panel can
be floated. This enables the Control Panel to be viewed in all views of Viz Artist.

Most parameters can be added to the Control Channels. Properties that can be added to the
Controls Channels are:

Properties Panel: Container, Camera, Light and Scene Settings tabs

Server Tree: Containers, Geometries, Materials

Server Panel: Geometries, Materials

Stage: Editors and parts of Editors, i.e., Director parameters, Channel Editor, Key Frame
Editor, Stops and Tags, Action Key Frames.

Navigating scenes with extensive use of Control Channels is made easy, as Viz Artist
automatically selects all Control Channels belonging to a container when the container is
selected. Correspondingly, selecting a single Control Channel also selects the container it
belongs to.
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Control Channels Contral Objects

5M Description

Rectangle_TRANSFORMATION_POSITION_X Float (m |
Rectangle TRANSFORMATION_POSITION ¥ Float (|
Rectangle_ TRANSFORMATION_SCALING_X Float (|

Sphere_TRANSFORMATION_POSITION_Y
Camaral_PAN

Cameral_POSITION_Z

Description

Location =1192FTRANSFORMATIONTPOSITIONTY (1194, POSXYZ)

Search

Control Channels can also be grouped. This provides a convenient way to group a series of
parameters which can be controlled from an external source.

& Example: Click on the Container tab > Transformation Editor. Drag the parameter Position
X of an Object to the Control Channels panel. This exposes Position X of that object.

& Example: In the Properties panel, click on the Camera tab and drag a camera’s Position Y
parameter to the Control Channels panel. This exposes Position Y of that camera.

a Example: In the Stage, click on the header of a Key Frame editor (in-line with the E) and
drag it to the Control Channels panel. This gives access to all parameters contained in the
Key Frame editor. To add control channels from the Stage, Control Channels need to be
floated.

This section contains the following procedures:

Control Channels Properties
Control Channels Procedures
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Control Channels Properties

Control Channels | Control Objects

Bl
Channels Type SM|Description
G

Scene roup
Fullscreen_TRANSFORMATION_SCALING =1
Fullscreen_TRANSFORMATION_POSITION

Crescription

.: Click to add a new group
..: Opens or collapses the Control Channels tree
.: Floats the Control Channels panel

E: Docks the Control Channels panel

Channels, Type, SM, Description: Exposed parameter details.

If required, click in the SM box to synchronize the Channel values with the corresponding
key-value pair in the Scene Shared Memory Map.

& Note: The Shared Memory key syntax for grouped control channels is

<groupname>.<channelname>, for example,
MyGroup.Rectangle_TRANSFORMATION_POSITION_X

Description: Adds a description for the exposed parameter.
Location: Shows command location of the command.

Control Channels Procedures
This section contains the following procedures:

To Dock and Float the Control Panel
To Create a Control Channel

To Remove Exposed Parameters

To Create a Group

To Dock and Float the Control Panel

To access parameters in the Stage, the Control Panel can be floated and used as a floating panel,
available in all Viz Artist panels:
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scription

1. Click . to float the Control Panel.
2. Click the E to dock the Control Panel.

To Create a Control Channel

1. Click Control.
2. Select a parameter to expose, from:
Properties Panel: Container, Camera, Light and Scene Settings tabs
Server Tree: Containers, Geometries, Materials
Server Panel: Geometries, Materials
Stage: Editors and parts of Editors, i.e., Director parameters, Channel Editor, Key
Frame Editor, Stops and Tags, Action Key Frames.
3. Drag the selected parameter to the Control Channel panel.
Built Inz 0 i ServarfStage +Treef/Stage
Cantral Chunnz!s_lﬁ'nn‘.r-:-l Objects -Eun'.‘ainzr Camera |
ol |'_" -Selection—

Channel= | 5M|Description

Rectangle_TRANSFORMATION_POSTTION

4. Type a name for the exposed parameter (or use the name provided).

Please Enter Channel Name: [H=st=lgs=miroy =ge i
Ok Cancel

5. Click on the exposed parameter.

6. Type a Description (1) for the exposed parameter, if required.

7. Click in the SM box to synchronize the Channel values with Shared Memory, if required.
Channels Type Im

group_TRANSFORMATION_POSITION POSXYE M| position_1

group_TRANSFORMATION_ROTATION ROTATION ]

group_TRANSFORMATION_CENTER CENTER o

Description Rotation_3

Location #127 0¥ TRANSFORMATION*ROTATION (#1273, ROTATION)
8. To add a second, third, fourth, or more exposed parameters, repeat from step 1.
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& Note: When a new parameter is dragged to the Control Channels panel an icon

shows where the new parameter is dropped in the list [E E .

To Remove Exposed Parameters

Drag an exposed parameter, or multi selected exposed parameters, to the Trash Can.

To Create a Group

Control Channels | Control Objects

Scene
Fullscreen_TRANSFORMATION_SCA
Fullscreen_TRANSFORMATION_POSITION

Crescription

1. Create a new group:
Click on ., or

Drag the . icon to the main Control Channels panel
2. Type a descriptive group name.

Flease Enter Channel Group Mame:

Ok Cancel

3. Type a description for the new group.
Channels q SM| Crescription
Rectangle TRANSFORMATION_POSITIOM OS5 J transform_rect_one
Rectangle TRANSFORMATION SCREEN_POSITION  Float;Float M|

Rectangle_TRANSFORMATION_CENTER CENTER J

Rectangle TRANSFORMATION_SCREEN_SIZE Float;Float M

new_group_name Group group_1

4. Drag an exposed parameter, or multi selected exposed parameters, to the group:
Drag from the Controls Channels panel, or

Drag directly from the Properties panel or Stage
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Drop the exposed parameter in the group when 1:| shows.

Channels Type

Rectangle TRANSFORMATION POSITION

Rectangle TRANSFORMATION_SCREEN_POSITIOMN Hals
Rectangle. TRANSFORMATION_CEMNTER CEMNTER
Rectangle TRANSFORM

Rectangle_TRANSFORMATION_CENTER

new_group_name

6. When a group contains an exposed parameter an arrow shows to its left. Click on the arrow
to show the groups contents.

Channels Y SM| Crescripti

Rectangle_TRANSFORMATION_POSITION
Rectangle_TRANSFORMATION_SCREEN_POSITION  Float:Float
Rectangle_TRANSFORMATION_CENTER CEMNTER
Rectangle_TRANSFORMATION_SCREEM_SIZE Float;Float
new_group_name Group

Rectangle TRANSFORMATION_CEMNTER CEMNTER

To Dock and Float the Control Panel
To Create a Control Channel

To Remove Exposed Parameters

To Create a Group

See Also

Control Objects
External Control

5.8.2 Control Objects

The Control Objects panel is used to show the control parameters for Viz Trio Scenes only.
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[ main Unique
ControlObjects [ Fields |D ptio Type
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Control Object Parameters

Main: Displays the main control fields of the Control Object when set to on. Displays all
fields when set to off.
Unique: Enables view of only the original field if there is more than one field with the same
identifier. Click again to disable view all fields, including field duplicates with the same
name. This allows the designer to easily select the respective containers in the scene. By
default, Viz Artist displays all fields in the scene.Control Objects: The Container which
contains the control Object.
Description: Enter a description in the plug-in Properties panel.

- Value: The editable plug-in value.

- Type: The type of Control Object.

See Also

Control Channels
External Control
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6 Scene Management

This section details the management of Scenes, which includes the parameters of Scene Settings
and the Scene Editor.

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

This section contains information on the following topics:

Open a Scene
Scene Settings
Scene Editor
- Working with the Scene Editor
Scene Editor Views

6.1 Open A Scene

6.1.1 To Open a Scene in the Database

1. Select Server from the Main Menu Left.
. In the Server Tree, select the folder or project where the Scene is.
3. Open the Scene:

Double-click the Scene to open it, or

Drag the Scene to the Scene Tree area, or

Drag the Scene to the renderer window. The content of the Scene is shown as
Containers in the Scene Tree, and visualized in the renderer window.

N

& Note: Image Editor or Scenes are marked with a Keyhole icon [2] .

& Tip: If the folder or project’s path is unknown, search for the Scene in the Free Text Search
function under the <Username>s View tab in the Server Panel.

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

6.2 Scene Settings

To open the Scene Settings editor, select the Scene Settings tab in the Property panel. The Scene
Settings editor makes it possible to modify the global parameters for the scene.
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Global Settimgs | Media Asset | Rendenmng | Plugen par |Hdr | Virtuad Studo

| wirusl Studie | Full Sereen | [TOOURRRETTTY|  Aute Key

I Libero Arena Arenaflibero
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Shadow Map |

There are various types of scene settings. Click the tabs at the top of the Scene Settings editor to
open the respective panels:

Clipper Panel

Global Settings Panel

HDR (High Dynamic Range) Panel
Media Asset Panel

Plug-in Panel

Rendering Panel

Script Panel

Real Time Global lllumination
Screen Space Ambient Occlusion
Virtual Studio Panel

Viz Libero and Viz Arena Render Sequences

6.2.1 Clipper Panel

In the Clipper panel, settings for scenes that have the Clipper plug-in attached can be modified.
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The Clipper plug-in is an alternative to the mask function; the clipper works in 3D and the mask in
2D. Objects using the clipper plug-in, when placed behind the clipper plane, are masked/clipped.
If an object is only partially behind a clipper plane, only the part of the object that is behind the
plane is clipped out since the clipping is done in true 3D space. The plug-in uses the OpenGL
clipping planes that supports up to six planes.

Clipper Properties

Tracking Objec

Number: Shows the clipper plane number, from 1 to 6.
- State: Sets the selected clipper plane on or off.
Position: Modifies the position of the clipper plane along the X, Y, and Z axis.
Rotation: Modifies the rotation along the X and Y axis.
Reverse: Shows everything in front of the clipper plane when set to off. Shows everything
behind the clipper plane when set to on. Tracking Objects with Clipper Plane.

- Tracking Object: A clipper plane can be set up to track containers regarding position and
rotation. Tracking position means that the position of the clipper plane is in the center of
the container, and tracking rotation means that the clipper plane rotates if the object
rotates. This is especially useful when animating a scene.

See Also

Create Animations
Clipper
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6.2.2 Global Settings Panel
This section contains information on the following topics and procedures:
Global Settings Properties

Images as Background or Foreground

Global Settlngs Propertles

| virtual Studio

Virtual Studio Full Screen Overlay
Libera Arena Arena/Libero

Config

Background | Foreground

In the Global Settings panel, the basic parameters for a Scene can be modified:

Render Sequence: Defines how the alpha key signal should be generated (default is Overlay):

Render ‘l.r'lr'l:ual Studio FuII Screen Auto Key
Seguence leerﬂ Arena Arena/Libero
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- Virtual Studio: Switches from Overlay to Full Screen when the control mode of the
current camera switches from Remote to Editor (see Camera Editor). In a Virtual Studio
set, to do a camera flight with the virtual camera, when the real camera is stationary,
the graphics must be set to Full Screen to avoid a situation where the virtual and the
real camera have different position values. When the camera is switched
from Remote to Editor (to do the flight) the keyed graphics automatically switch
from Overlay to Full Screen.

& This option is relevant only in combination with Viz Virtual Studio.

Full Screen: Enables downstream compositing and generates a full screen key that
outputs a non-transparent key signal when Render Sequence is set to Full Screen. This
means everything without a Key plug-in is treated as background graphics and appear
behind DVEs on the output. Everything with a Key plug-in is rendered in front of DVEs.
For setups using a Matrox X.mio video board, the key preview is all black, instead of
all white, while show key is enabled in the Scene Editor. This allows the designer to
work with containers with Key plug-ins during scene design.

Overlay: Sets as key signal only those Containers that have a Key function applied.
Only Containers in the Scene Tree with a Key function applied are rendered into the
key signal. Use this mode to correctly blend graphics and DVEs.

- Auto Key: Generates the key signal automatically from the Containers in the Scene
Tree, it does not require the application of Key functions to the Container. This
function provides a worry-free overlay. This is the preferred mode for overlay
graphics.

Background Image: Uses the alpha values of the background image as a key signal and
Containers with a Key function applied and rendered on top. This option is only
applicable if a background image with an alpha layer is added.

Libero: The render sequence for a Viz Engine used in with Viz Libero (see Viz Libero
and Viz Arena Render Sequences).

- Arena: The render sequence for a Viz Arena/multi-zone keying setup (see Viz Libero
and Viz Arena Render Sequences).

- Arena/Libero: The render sequence if the tracked camera is a Viz Arena image tracker
(see Viz Libero and Viz Arena Render Sequences).

Key Render Mode:
| ——————————

- Config: Renders the key according to the settings in the Viz Configuration (see the
Configuring Viz section of the Viz Engine Administrator Guide).

Single Pass: Uses one rendering step. Use this for all new scenes and for scenes
imported from version 2.8, as it is much faster.

Double Pass: Uses two rendering steps. Use for backward compatibility in scenes
created in Viz Artist versions 3.0 to 3.3.

Background Color: Sets the color of the background.
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Image and Media Asset Placement:

F.':r.':grr.-.lnﬂ ||'.|

Ster=o Mode Hon=

Background: Adds an image or Media Asset as the Scene background.
Foreground: Adds an image or Media Asset as the Scene foreground.

& Note: If the foreground image or Media Asset has alpha, the Scene can be
shown through the image or Media Asset.

Preview: Adds a fixed layout to the Scene. This visualizes how the total preview
(camera picture and/or graphics/Media Asset) looks. To set the image as global
default, click the Set Default button.

A Tip: It is possible to drag results from a database search onto the Background,
Foreground, and Preview drop zones.

Stereo Mode: (license required) Selects the correct stereo mode for the inserted image (not
available if Stereo Mode is set to off in the Viz Configuration (see the Camera page in
the Configuring Viz section of the Viz Engine Administrator Guide):
None: No Stereo mode.
Config: Images are drawn as set in the Viz Configuration (see the Camera page in
the Configuring Viz section of the Viz Engine Administrator Guide).
Over Under Left Top or Over Under Right Top: Two images are stored, one over (top)
and the other under (bottom), left or right eye (top) first. The image height is halved,
providing half resolution.
Side by Side Left or Side by Side Right: Two images are stored, side by side, left or
right eye first. The image width is halved, providing half resolution.

Background

Stereo Mode

Mone

Config

Cwer Under Left Top
Cwer Under Right Top
Side by Side Left
Side by Side Right

Mask Invert

Shadows

Tree Color Tex
Mask Invert: Makes it possible to set one or more of the mask layers in a Scene to be
inverted. With no mask inverted (1), the mask cuts out a hole where it covers the mask
target object. With mask invert enabled (2), the mask target is only visible where the mask
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covers it:

Shadows: Enables or disables the shadow function in a Scene. The shadow function uses two
layers from the mask function. With shadows enabled, there are only six layers available for
the mask function (see Mask Source and Mask Target). In a scene where more than six mask
layers are needed, shadows can be disabled (only very complex mask configurations need
more than six layers). The Stencil shadow type is the least resource-demanding way to
render shadows in scenes. For more advanced and better-looking shadows, cascaded
shadow maps can be enabled. For more in-depth information on shadows in Viz Artist,
please refer to Shadow Maps and Shadow Caster and Shadow Receiver.

Shadows - Type

& Note: The Shadows On/Off button is only available when shadow type is set to
Stencil, as Shadow Mapping is not affected by this setting.

Magnifier: Acts on the last rendered surface. It can be either a rectangle or a circle. The
position and size is defined in normalized view-port coordinates.
Active/Inactive: Sets the magnifier to active or inactive.
Type: Selects a Rectangle or a Circle for the magnification area.
Tesselation: Sets the tessellation, if Circle is selected.
Transformation: Sets the parameters for the Position, Size, Scale and Ellipsis of the
magnified area.
Color: Sets the alpha and the color of the magnified area.
Container: Selects a Container to control the position and, or, the size of the
magnifier. Drag the Container to be tracked in the desired box.

Tesselation 20 gﬁ

Transformation—— -Color———— -Conta

Pasition X ! alpha 100.0 [

=Tl
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“I_iniﬁﬂ!" wgnifier acts on the last rendered surface. |
cle. The position and size is defined in nor
rectangle

- ﬂr By active: Set the magnifier to active or inactive
< Type Salect a Reciangle or a Circle for the magnification
« Tesselation: Set the tesselation, if Circle is selected

- Transformation: Set the parameters for the Position, Size,
of the magnified area.

- Color: Set the alpha and the color of the magnified area.

Stage Show Mode: Defines how the STAGExSHOWMODE Viz Engine command should be handled
for the scene. The command takes a named stop point or tag as a parameter, and the show-
mode defines how the scene is executed.

Stage Show “m

Mode
Selected: Sets the time-line of all selected directors to the first found tag location. This
is the default setting.
First: Sets the time-line of the first found director, containing the searched tag, to the
tag's position.
Separate: Positions the time-line for each director, containing the searched tag, to the
tag's location.

Tree Color Text: Defines custom text labels for the scene tree colors in the current scene. To

define global labels or custom colors, go to Viz Configuration > User Interface > Colors (see
the Viz Engine Administrator Guide).

Tree Color Text

Images as Background or Foreground
This section details procedures with images use as background, foreground and preview:

To Add an Image

To Remove an Image

To View an Image Source Project or Folder
To Show/Hide an Image in the Scene Editor
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To Add an Image

1. Click Server.

2. Click the I tab for Images (1).

3. Drag the required image onto the drop zone (2). A thumbnail of the image is shown in the
drop zone button. Dragging a new image onto the drop zone automatically replaces the old
image.

To Remove an Image

Drag the image from the drop zone to the trash can.

To View an Image Source Project or Folder

Click the image on the drop zone. The project or folder it is placed in is visible. If the image is
linked, the first project or folder is selected.

To Show/Hide an Image in the Scene Editor

Click the Active/Inactive button next to the drop zone (3). If the image has a different aspect ratio
than the screen resolution, the image is stretched to fit.

6.2.3 HDR (High Dynamic Range) Panel

Enables High Dynamic Range Rendering/Imaging for the selected container. This improves the
contrast of the generated scene in a much more realistic way.
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HDR Properties

 Global Satting.s:”rﬂe.n:lia A :E.t“RE.I'IIjE.riI'Ig“

High Crynamic Range Inactive |

Diffuse Map Reflection Map

Rotation—— | ~Exposition—— Background
X 0.0
Y 0.0
z 0.0

1.0 p F’ Ciraw Inactive |

[Pl |<p
o [0 [0 |

High Dynamic Range (Active/Inactive): Enables HDR lighting instead of the default OpenGL
lighting on Containers tagged for HDR lighting. To tag Containers for HDR lighting, the HDR
plug-in must be placed in a Container to enable HDR lighting on the respective container and
its sub-tree.

Diffuse Map: Defines the diffuse light map. This is a HDR Cube map (must be a vertical cross
and should have been imported from an EXR file).

Reflection Map: Defines the diffuse light map for the reflection part of the lighting.

Rotation: Rotates the environment map with the set parameters.

& Note: Diffuse map and reflection map together form the ‘environment map’.

Exposition: Controls the brightness of the maps (similar to the exposure time of an ordinary
camera).
Background (Active/Inactive): Draws the Reflection map as background.

See Also
HDR

6.2.4 Media Asset Panel

This panel contains parameters and settings for Media Assets. There are different types of Media
assets available like Clip Channels, GFX Channels, Image Channels, Live Input Channels, IP Stream
Channels and Super Channels.

- Global Settings
- Transformation Settings
- Transformation Clip Settings
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Transformation Image Settings

Transformation Stream Settings

Media Asset Keying Settings

Talent Reflection

Switching between Different Media Assets

Live Properties

GFX Properties

To View Media Asset (DVE or Texture) Properties
To View Media Asset (Texture) Properties

Global Settings

Glabal Settings

VBI Source

Show DVE Channels -
Clipchannel on set Reset _

GFX Video Qutput Inactive =

These are the common Media Asset properties.

VBI Source: Selects which channel to use for output. Types of data sent include closed
captions, teletext, time codes and other digital data. The setting Clip Timecode Type can
enable Viz Engine to provide additional time code data in the VBI-signal, if required. The
setting can be changed by editing the Viz Configuration file and setting the

variable clip_timecode_type = <VALUE>. Please refer to the table Clip Time Code Type
values below for valid values. It can also be set on the fly using the send application to issue
the following command: CONFIGURATION*CLIP_TIMECODE_TYPE SET <VALUE>

& Note: This setting only applies for installations with Matrox cards.

Show DVE Channels: Enables or disables DVE placeholder box drawing.

Clip Channel on set:
Play on: Continues to play the clip even if the Scene does not contain that specific clip
channel. This is the default behavior. When setting a Scene with this channel active,
the clip is shown from its current position onwards, when no clip or the same clip is
set in the Scene.
Reset: Starts playout from the beginning of the clip when it has the same clip name, or
show black when no clip is set in the channel at all. Please observe that the commands
and values are case sensitive. Any on-the-fly changes are saved to the Viz
Configuration file upon proper shutdown of Viz Engine.
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Transformation Settings

Basic: Transforms the whole used Media Channel.
Content: Transforms the content inside the used Media Channel.
Position: The position controls are used to set the X and Y coordinates for the Media Asset.
The coordinates are relative to the configured output format (see the Configuring Viz section
of the Viz Engine Administrator Guide).
Size: Sets the X and Y values to define the size of the Media Asset. The size is based on the
channel resolution as defined in the Video Input section of Configuring Viz (see the Viz
Engine Administrator Guide), which may be different than the configured output resolution.
Center: Uses the Center X and Y values to define the center position of the Media Asset. As
for the Size control, the Center position is relative to the configured channel resolution.
BB Tracking: Uses a reference container for all transformation operations.

- Alpha: Controls the Alpha information of the Media Asset or uses a reference container for
all alpha settings.

- Absolute / Relative Position Controls: Controls to adjust the Position, Size, Center position,
and Crop. The values can be provided either as Absolute pixel values, or
as Relative percentage values. The corresponding value is displayed next to the input value
field. If provided with values that exceed the logical limit, the last value is adjusted
automatically to the maximum value. For example, if setting the Left crop value to 51 %, and
then the Right crop value to 75 %, the Right crop value is set to 49 %. Applies to DVE only.

& Note: By default, the center position for DVE transformations is defined as the top
left corner of the DVE placeholder. Setting the DVE Center x and Y positions to 50 %
defines the center for the transformations as in the middle of the DVE placeholder.
This behavior deviates from that of transforming Containers, as they have their
transformation center in the middle.

Crop: Allows the designer to crop the Media Asset as required. The crop values are relative
to the size as defined using this editor.

Forward Transformation: Forwards transformations to the container which was dragged and
dropped to this parameter. The transformation is mapped to the XY plane of the container.
This allows a video wall control application like Viz MultiPlay to control virtual (3D) Video
Walls as well. This applies only to Media Assets added as Texture, and the Forward
Transformation controls are only visible for selected Texture Media Assets.
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Forward Transformation

group

PRetve| Reset

Identifier: The name of the target container.
- Active: Forwarding is active.
Reset: Resets forwarding to the specified container.

Transformation Clip Settings

In addition to the common Media Asset properties, Video Clip also has these properties:

Active Clip B

Viz One ...
R

Pending Clip ®

] I ST
00 ode - Reverse Field ’ﬁ Upscale Lumz ’ﬁ

=

1.0

Speed T

- Clip: Selects the video clip to be shown:

In the Clip line, click !, or
Drag a Video Clip item from the Server Panel, or

- Click , and select a video clip to import.

& Note: See Transfer Clips From Viz One. To transfer and download videos from
Viz One, Viz One must first be integrated and configured with Viz Artist/
Engine.

& Note: With the Clip Channel Media Asset it is possible to play images as DVE or
Texture with the Matrox clip player. Supported image containers are .jpg
and .png. The images have to be available on a physical disk.

- Active Clip/Pending Clip: Displays the status of active and pending clips:
- Green light shows that the clip has loaded successfully.
- Grey light shows that no clip has been loaded.
Red light shows that there was an error during the clip loading process.
In Time: Sets the video clip ‘in time’.
- Out Time: Sets the video ‘out time’.
- Clip control: Shows player controls for the selected clip.
- Autorun:
- Off: Presents the first frame as soon as the video clip is loaded.
- On: Begins playback as soon as the video clip is loaded.
Loop Mode:
- Off: Plays the video clip once.
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On: Plays the video clip in a loop.
Reverse Field: As interlaced video contains two fields of a video frame, reverse playback of
interlaced video can result in flickering unless the fields are also played back in reverse. On
the Video version of Viz Artist and Engine with Matrox video hardware, Reverse Field is
automatically enabled when playback speed is given a negative value.

Off: During reverse playback, the fields in interlaced mode are played out as is.

On: During reverse playback, the fields in interlaced signals are swapped to reduce

flicker.
Upscale Luma:

Off: Uses the key as is.

On: Upscales the key information from 16-235 to 6-255.
Repeat Mode:

None: Plays back black frames when the clip is in an erroneous state.

Field: Plays out the first field of the last frame when the clip is paused.

Frame: Plays out the last frame when the clip is paused.
Speed: Controls playback speed. 1.0 is the normal speed. Values between 0 and 1.0 are
forward playback in slow motion. Values above 1.0 are forward playback in fast motion.
Likewise, values between 0 and -1.0 are reverse playback in slow motion. Values less than
-1.0 are reverse playback in fast motion.

Transformation Image Settings

In addition to the common Media Asset properties, Images Channels also has these properties:

Zoom Mode———— ~Border Color
Alpha 100.0 % [

Image: Determines the image to use.
Zoom Modes
Original: Displays the image in a 1:1 ratio (without any scaling transformation).
Scale to fill: Stretches the image to the image channel dimensions.
Scale to fit max: Stretches the image to fit the dimensions of the image channel
keeping the maximum aspect ratio.
Scale to fit min: Stretches the image to fit the dimensions of the image channel
keeping the minimum aspect ratio.
Border Color: Fills any other pixel not taken by the image with a given color and
transparency.

Transformation Stream Settings

In addition to the common Media Asset properties, Video Stream also has these properties:
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Url

Repeat Mode

URL: Displays the URL of the stream to be shown (video stream only):
Load: Loads the URL of the video stream.
- Clear: Removes the URL of the video stream.
Repeat Mode:
None: Plays back black frames when the stream is in an erroneous state.
Field: Plays out the first field of the last frame when the stream is paused.
Frame: Plays out the last frame when the stream is paused.

Media Asset Keying Settings
In addition to the common Media Asset properties, Keying has these properties.

] Keying Mode m M-Zone Libero Difference

F
i
|_7_I

Keylng Mode (Texture only: see Keying Mode):
Linear: No chroma keying.
- Chroma: Uses the internal chroma keyer.
M-Zone: Uses the multi-zone keyer.
Libero: Uses the Viz Libero keyer.
Difference: Switches to the built-in color difference keyer
Invert: Only works with Chroma and Libero.
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Talent Reflection

Offset 0 Key Scale

Extend 300 Distortion X
Person Scale 1.0 Distortion Y

Damping 20 Brightness

- Talent Reflection: Sets Talent Reflection on or off (use with Viz Virtual Studio):
Offset: Sets the offset of the talents lowest body part from where the reflection starts
(pixels (Default: 6, Minimum: 0, Maximum: 1000)).
Extend: Sets the extend of the total reflection (pixels). The reflection eases out with
distances (Default: 300, Minimum: 0, Maximum: 1600).
Person Scale: Sets a global scale which applies to the talent (Default: 1, Minimum: 0.2,
Maximum: 10).
Damping: Sets how many previous fields are to be used to calculate the
current Y position. The larger the number the higher the damping, but
the Y coordinate is less responsive to quick movements. The setting is a compromise
between a stable and a non-responsive Y coordinate for the reflection (Default: 2,
Minimum: 2, Maximum: 100).
Key Scale: Sets the scale applied to the alpha of the reflection, on top of the
parameters set in Offset (Default: 0.5, Minimum: 0.1, Maximum: 10).
Distortion X / Y: Parameter X defines by how much x axis is affected by the sinus
distortion which goes vertically down the screen (Default: 1, Minimum: 1, Maximum:
10). Parameter Y defines how much the sinus waveform is stretched vertically down
the reflection (Default: 9, Minimum: 0.001, Maximum: 1).
Brightness: Sets the brightness for video going through the chroma keyer (Default: o,
Minimum: 0, Maximum: 10).

Switching between Different Media Assets

You can quickly switch between the different media assets used in your scene by clicking the name
of the Media Asset selection box instead of individually selecting them in the Scene Tree Media
Asset View.
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[virtual Studio |

o

Id to switch directly to other used media assets

npenanne on set

GFX Video Output

By clicking on the upper-left corner in the Media Asset settings, you can see the list of all used
Media Assets in your scene. Here you can easily switch between the different Media Assets.

Live Properties

The Live video properties are listed in the common Media Asset properties.

GFX Properties

By default, a GFX Channel automatically inherits the camera settings of the Scene it is applied to. In
addition to the common Media Asset properties, GFX Channels also have the following properties:

‘Controlled
Fraron Wiy Camera

Scene: Drag a scene, which should be rendered in the GFX channel.

Play Controls: Controls the animation of the set scene.

Controlled: If activated, the GFX Channel animation can be controlled by the main or parent
Scene animation controls, for example, if the animation in the main Scene starts, it triggers
the start of the GFX Channel Scene.

Force Key: If a GFX channel is rendered as Texture, it is in RGBA. Therefore, the Scene needs
to have keying information for an alpha channel (the key scene setting is set to auto key or a
key plug-in is used in the Scene Tree). If the Scene does not have any keying information,
enable Force Key to render the whole Scene keyed.

Keep Aspect: Renders the GFX Scene with its own aspect ratio (undistorted) when set to on.
Scales to fit the GFX channel size if set to off.

Camera: Selects the camera view of the GFX Channel Scene.

Resolution: The GFX Channels default to the resolution configured for the current Output
Format in the Viz Engine configuration. To change the current resolution, click the Default
Resolution button to make the Resolution X and Y fields available for input, and enter the
desired resolution setting. Clicking the Default resolution again resets the resolution for the
GFX Channel, as well as disable the Resolution X and Y input fields. If the Default Resolution

button is in a pressed state, and the Resolution X and Y fields are dimmed, the default
resolution is in use.
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& Note: The resolution setting only applies to GFX Channels in Texture mode.

To View Media Asset (DVE or Texture) Properties

f—

. Add a Media Asset as DVE or Texture to a Scene.
2. In the Media Asset Manager select DVE or Texture (to view the added Media Asset)
3. Click on the required Media Asset.

& Note: DVE or Texture view: If a Media Asset has been added to a Scene, its properties can
also be selected by a Right-click on the Media Asset icon in the Media Asset list (Built Ins),
and select Show settings of <clip channel>.

To View Media Asset (Texture) Properties

Right-click on the Media Asset icon in a container and select Show settings of [media asset
type] .

Hide Container 'CLIF1'
Lock Container 'CLIP1'

Tree Search for 'CLIP1'
Show settings of 'CLIP1'

or:

1. Click on the Media Asset icon in the Container.
2. In the Texture Editor click on the Media Asset image icon. In the properties panel the Media
Assets tab is automatically selected, and the Media Asset Manager (Scene Tree panel) opens.
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Texture Editor

To apply a texture to a Container drag a texture (e.g. an image) from the Server Panel to a
Container. In the Container, an icon (a thumbnail of the texture) shows. If a texture is dragged to
the Scene Tree area it creates its own Container, Geometries can be added later on, or the texture
can be left as it is in the Scene. Open the Texture Editor by clicking the icon representing the
texture, either on the Container or in the Properties editor.

Width
Haight

[mage Memory us=d 4.5 1

Lk

Mapping

Quality

Ernsronment
. 100,00 FH
= e
EEEEN .
= Steres Mods
K3l
=r B

Scaling -

& Tip: Modifications to the texture in the Texture editor only apply to the texture in the
selected Container.
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Image Properties

Shows the added texture:

o

light-redi

Two image textures can be used in one Container, however, Media Asset textures are limited to
one. Click on a Media Asset image to open the editor for the Media Asset.

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

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

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

Combine: When a second image is added, click this button to create a new single
image from the two images. The new image is created in the currently open folder in the
Server Panel.

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

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

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

Unit Properties

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

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

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

Mapping

Mapping | o Mapping

Position Rotation

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

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

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

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

Cylindrical: Cylindrical texture projection onto a geometry.

Cube: Cube texture projection onto a geometry. This option needs a vertical cross cubemap
which specifies how each of the six side projections should look like. A second image cannot
be used with Cube Mapping (see Image Properties). When using Cube mapping method for
textures, it is not possible to use the same texture on another object with a different
mapping method.

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

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

Quality Properties

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

Quality } 0.0 % r'——-r Anisotropic Filter
00% S *
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Pixel: Shows the texture ‘as it is’ with no smoothing and anti aliasing. It takes little
resources to render, but it can often create a poor visualization. This can be visible as
‘toothed’ lines and transitions, especially when close to the texture. A motion of either
object or camera, especially in the Z axis, creates a ‘blurring motion’ on the texture, as the
texture scales to fit the object.

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

Mipmap: Performs a linear interpolation to smooth the texture. In addition, it offers a
solution to the problem that shows on the two other qualities when the object is being
moved away along the Z axis or shrunk. To avoid the “noise” that we see when a texture
constantly scales to try to fit onto a shrinking/magnifying, the mipmap quality creates a set
of prefiltered images in a decreasing scale down to almost on pixel. These are used as the

object scales up and down and a more static look of the texture is thereby achieved. Mipmap
quality absorbs more memory performance than the two other qualities.

& Note: The following quality options are only available for the Mipmap quality.

Blur: Makes the image blurry. The blur filter can be set to either Smooth, which blurs the
image smoothly, or Mosaic, which makes the blur look like tiles.

Sharpen: This option is useful when the rendering window is scaled to half height mode.
Anisotropic Filter: The Anisotropic Filter can be set to either off or 2-16x. Anisotropic
filtering is used, when textured objects need to be rendered in z-direction, where textures
usually get blurred.

Environment Properties

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

Environment BlendFactor | 0.0 5 Source Unit

Environment: Select from:
Blend: Blends the RGBA parameters of texture and object.
Decal: Uses only the RGBA information of the texture and disregards the RGBA of the
object.
Modulate: Uses the RGBA information of the texture and enables in addition use of
lighting on the textured object.
Add: Adds source unit one and source unit two together.
Add Signed: Adds source unit one and source unit two then subtracts 0.5.
Interpol.: Linear interpolation between source unit one and source unit two.
Blend Factor: Defines in interpolation mode how much of source unit one and unit two is
used (0.0%: shows current unit, 100%: shows source unit).
Source Unit: Sets the second source unit for interpolation mode (can be all other units
together or just a specific unit).
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& Note: Blend Factor and Source Unit environment options are only available for the
Interpolated environment.

Wrap Properties

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

Wrap | Repeat

Repeat: Repeats the whole texture over again to fill out the object.
Clamp: Repeats the pixels on the end of the image to fill out the object.

Compress. Properties

Texture compression can be used to save texture memory on the graphics card:

Compress, ﬁi

None: No compression.

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

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

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

Component and Constant Color Properties

(1)
Component W Constant L‘l‘.n:nln:nr- 100.0 ;r

Component: Select from:
Color: Uses only the RGB color of the texture. Set the alpha to a constant value in item
one.
- Alpha: Uses only the alpha of the texture. Set the RGB color of the texture to a
constant color specified in item one.
- Color Alpha: Uses both the alpha and the RGB color of the texture (default setting).
Constant Color: Set the constant RGB color of the texture when Alpha is selected.

e
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Position Properties

o M
Position

Rotation ¥

Position: Defines the position of the texture relative to the one stored in the picture.
Rotation: Defines the rotation of the texture relative to the one stored in the picture.
Center: Shifts the center of the image.
Scaling: Scales the image that is used as texture. Before changing the scale values of the
image, make sure to set the preferred kind of scaling:
Single: Scales each axis by itself.
Locked: Scales all axes at once, so that X, Y, and Z have the same value.
Proportional: Scales all axes at once, so that the values remain proportional.

Stereo Mode Properties

Select the correct stereo mode for the inserted image:

None: No Stereo mode.

Config: Images are drawn as set in the Viz Configuration (see the Configuring Viz section of
the Viz Engine Administrator Guide).

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

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

6.2.5 Plug-in Panel

Scene plug-ins can be applied to a Scene in the plug-in panel. Scene plug-ins are ’global’ functions
that have influence on the whole Scene. They are mainly used when external programs are
interfaced with Viz Artist. Viz Artist uses an open interface for plug-ins. New plug-ins can either be
obtained or written, and then installed into Viz Artist.

Installed Scene plug-ins can be found under Built Ins in the Main Menu. To view the Scene plug-ins,
click on the Built Ins button and select Scene plug-ins, or click ﬂ in the Item Panel.

For a detailed list and description of Scene plug-ins, see Scene Plug-ins.
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Graffit

The Scene plug-in panel is divided in two sections:

Scene plug-ins applied to a Scene, as icons (1)
Scene plug-in editor (2 (opens when the Scene plug-in is highlighted)).

This section contains information on the following topics and procedures:

To Add a Scene Plug-in

To Edit a Scene Plug-in Properties

To Show Scene Plug-in Information
To Enable/Disable a Scene Plug-in
To Remove a Scene Plug-in

To Add a Scene Plug-in

1. Click Built Ins.
2. Select Scene plug-ins (SP). Browse for the Scene plug-in to apply to a Scene.
3. Drag the Scene plug-in to the Scene plug-in panel:

Drag the selected Scene plug-in to the drop zone, or

Right-click on the Scene plug-in icon and select Add to Scene....

@ Tip:Ifa Scene plug-in has been applied to a Scene, the Scene plug-in icon is orange:

[ove [ e

"M-—dla Assets————

To Edit a Scene Plug-in Properties

1. In the Scene Settings plug-in area, select the plug-in.
2. Edit the plug-ins properties in the editor to the right.
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To Show Scene Plug-in Information

1. In the Scene Settings plug-in area, select the plug-in.
2. In the plug-in editor, click the info icon.

To Enable/Disable a Scene Plug-in

In the Scene Settings plug-in area, click on the enable/disable switch in the icon.

=\
-h Active
== i
y N i
EVSC

I

For greater convenience, Viz Artist allows you to enable or disable the plug-ins already applied to a
Scene. This gives overview when adjusting the plug-in properties to the values you need.

& Note: After you add a plug-in to the scene, it is automatically enabled.

To Remove a Scene Plug-in

Drag the plug-in to the trash can, or
In the Scene Plug-in tab, right-click the plug-in and select Remove from Scene.

6.2.6 Rendering Panel

In the Rendering panel, basic rendering parameters can be modified.

This section contains information on the following topics and procedures:

Rendering Properties
- To Design Graphics with a User Defined Aspect Ratio
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Rendering Properties

Title X

Layout

Auto Key Flane

Depth of Field Inactive
Use Lens Distortion I if oailable)

Camera Clipping Plane MNear 50.0 Pr Far  20000.0 Pr

Camera Aspect -Tlmmm
Keep Ortho Frustum Im

Depth Function —

Ringing Filter

Cutput Region License Info: Full Edition

Half Edition Bottom Left | Bottom Right | Bottom Top

T

o Left op
Quarter Edition Middle Left | Middle Right | Middle Top |Middle Bottorn

Culling: Saves performance for a scene when set to Active. Objects whose bounding box is
outside the camera view are not rendered. This is of great importance to performance in
large scenes and virtual studio. Normally Culling should be Active.
Screen Area:
Safe X/Y: Sets the size of the Safe area X and Y values in percent of the screen
resolution. Single click the R button on the X or Y to reset to its default value. Double-
click the R button to reset both values to default values.
Title X/Y: Sets the size of the Title area X and Y values in percent of the screen
resolution. Single click the R button on the X or Y to reset to its default value. Double-
click the R button to reset both values to default values.
Layout: The Video Wall Distributor defines a layout of the Viz Engine On Air to be part of a
cluster of Viz Engines:
Default Layout Active: Uses the video wall layout, as set in the Video Wall Distributor.
Use Layout: Makes the Video Wall layout inactive

& Note: Both these parameters are set in the Video Wall Distributor.
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- Auto Key Plane: Makes it possible to define the X, Y and Z Position, that serves as a
threshold between objects with and without key. The position can be set according to a
tracking device carried by a person on the set, or it can be controlled by an operator. The
auto key position decides which objects or parts of objects in the Scene that are to be part
of the key signal. Only objects positioned between the auto key position and the camera are
rendered with the key signal. A typical setup for a Virtual Studio would be that the scene
background is put into a separate channel of the external keyer. The objects of the
background do not have a key function attached. The objects that are meant to be in front
of the person on the set are placed in another channel/layer of the external keyer and have a
key function attached. If the person on the set moves against the camera, the auto key
function disables the key function of those objects that now are placed behind the person,
thereby moving them into the background layer of the external keyer. To learn more about
this, see the separate Viz Virtual Studio documentation.

Depth of Field: Emulates the behavior of a real camera where objects further away from the
focal plane show blurred and objects close to the focal plane show sharp. The respective
parameters can be set in the camera settings under the Focus settings (see Camera Editor).
Use Lens Distortion: Enables the lens distortion for this scene, see Advanced Lens Distortion.
Flicker filter: Makes it possible to change the level of the flicker filter from off and up to
Level 3. The flicker filter is used to remove/reduce flickering from a scene. If a flicker filter
is applied and the scene still flickers, try using the next level.

Camera Clipping Plane: Sets the range of the virtual camera. Near sets the close range
while Far defines the far range. Only containers within this range are rendered.

& Note: The camera range is where the Zbuffer is within. So if Zbuffer problems arise,
they may be solved by editing the camera clipping plane settings.

Camera Aspect: Sets the camera aspect.

- Config: Makes the camera aspect equal to the settings in the Output Format panel of
the Viz Configuration (see the Configuring Viz section of the Viz Engine Administrator
Guide).

4:3, 16:9 Horizontal and 16:9 Vertical: Makes the camera aspect independent of the
aspect for the rest of the scene.
User: Enables the user to set a user defined camera aspect ratio. When building a
Scene with a customized aspect ratio for a Video Wall, set the user-defined camera
aspect to the same value as the Aspect shown in the Viz Configuration (OQutput
Format > User Defined > Aspect (which is set dynamically based on the other values).
When building a Scene with a customized aspect ratio for other, e.g. hand-held/mobile
devices or online publishing, set the Keep Editing Aspect (Render Options in Viz
Configuration) parameter to Editor as this does not affect on the On Air or Viz Engine
output (see also Rendering Panel).
Keep Orthog. Frustum: Takes the original frustum stored and does not allow its re-
computation after changes have been made to the camera parameters in the orthogonal
mode when active.
Depth Function: Specifies the function used to compare each incoming pixel depth value
with the depth value present in the depth buffer. Equal: passes if the incoming depth value
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is equal to the stored depth value. Less or Equal: passes if the incoming depth value is less
than or equal to the stored depth value. This is OpenGL-specific.
- Text Bounding Box Style:
- Tight: The bounding box is drawn tight around all text used in this Scene. This means
just the height of the actual text used.
Full Height: The bounding box is higher. The bounding box is calculated for
characters that need some space underneath, for example the letter ‘g’, and for
characters that need more space above, such as a parenthesis, even if these
characters are not used within the text in the scene. The Full Height setting does not
work for special characters like such as 'A', which is even higher in some fonts (please
refer to Font/Text Options in Viz Configuration (see the Configuring Viz section of
the Viz Engine Administrator Guide)).
Max. Size: For Scenes imported from version 2.8 so that the various plug-ins which
depend on font bounding boxes are compatible in version 3.5 and on, such as Max
Size and Autofollow; it also includes a small trailing space between the letter and the
bounding box.
- Legacy: Produces the exact same bounding box as version 2.8.
Ringing Filter: Reduces the ringing artifacts on the SDI output and applies only to SD
formats. The ringing filter can be set to Off (see Render Options (set Force Ringing Filter
Off to Active) under Viz Configuration in the Viz Engine Administrator Guide). The default
Ringing Filter is located in Scene Default Values in Viz Configuration).
Output Region: Becomes inactive if you design a Half or Quarter Edition scene. To revert to a
full screen scene, click Full.
Half Edition: If you have a full Viz Artist license, but want to design a scene for another
license that has only a Half Edition, select which portion of the scene you want to design
your scene in. Options are:
Left
Right
- Top
Bottom
Bottom Left
Bottom Right
Bottom Top
Quarter Edition: If you have a full Viz Artist license, but want to design a scene for another
license that has only a Quarter Edition, select which portion of the scene you want to design
your scene in. Options are:
Left
Right
- Top
Bottom
Middle Left
Middle Right
Middle Top
Middle Bottom
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To Design Graphics with a User Defined Aspect Ratio

1.
2.
3.

CLrNOW

Start Viz Artist.

Click Config (or press F11).

If you plan to render graphics in many different aspects (e.g. still images for online
publishing) you should select the Render Options section and set Keep Editing

Aspect to Editor. This makes sure your graphics are rendered according to the scene’s
configured camera aspect (and not be affected by the Output Format aspect).

In the Output Format section, set the format that best fits the screen resolution and aspect
(e.g. 16:9).

- Viz Artist is resolution independent and its workspace is optimized for designing in
16:9 and 4:3 aspects.

- When designing graphics with a user defined aspect, only set the Output Format to
size the aspect of your Scene Editor and adjust the camera aspect further to define it
according to your scene’s required and final aspect.

Close Viz Artist.

Start Viz Artist.

Click the Server button.

From the Properties Panel click the Rendering Panel tab.

Under the Rendering Panel tab set Camera Aspect to User.

Enter your aspect ratio in the field beside the User field. To calculate your aspect ratio
simply divide width with height (e.g. 1600:900=1.778).

6.2.7 Script Panel

In the Script panel, you can add and edit scripts which are part of a Scene (see Script Editor).

6.2.8 Real Time Global lllumination

Global lllumination (Gl), or indirect illumination, is a general name for a group of algorithms used
in 3D computer graphics, that are meant to add more realistic lighting to 3D scenes. Such
algorithms take into account not only the light that comes directly from a light source, direct
illumination , but also subsequent cases in which light rays from the same source are reflected by
other surfaces in the scene ( indirect illumination), whether reflective or not.
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@ If you do not have a license for the Real Time Global Illumination, contact your local Vizrt
Support or send an e-mail to license@vizrt.com to obtain a time-limited demo license or a
full license.

This section contains the following information:

Introduction to the Global lllumination Function of Viz Artist
Working with Global lllumination
Global lllumination Settings
Global lllumination
Render Mode
Render Mode Examples for Global lllumination
Debug Modes for Global lllumination
Show Probes
Mesh Classification
System Generation
Precompute
Precompute Computation Examples
Ambient Occlusion (AO)
Creating a Scene with Global lllumination
Limitations

Introduction to the Global lllumination Function of Viz Artist

Introduced in Viz Artist 3.9, Real Time Global lllumination allows you to create Lightmaps and
Ambient Occlusion maps that are modifiable in real time. This technique is based on the lightmap
functionality widely used in leading game engines. When activating Gl, you need to specify the
computation settings, and precompute the Global lllumination and Ambient Occlusion maps. In Viz
Artist, you find this feature section Scene Settings > Global lllumination. The details of the settings
are described below.
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Working with Global lllumination

In general, Global lllumination requires two UV sets on any geometry that should be computed
with Gl: one UV set used for texture mapping, and one UV set used to create Lightmaps. There are
two ways to create the Ligtmap UVs to get Gl working properly. You can either import an . fbx-file
with two UV sets that you have created by yourself. The first UV set must be used for texture
mapping, and the second UV set is only used for Lightmaps. Or, you can use the first UV set (UV
for texturing), and let the Gl system calculate the according UVs for Lightmaps.

Global lllumination has an advanced algorithm that can extract the UV coordinates of your first UV
set, and automatically create UVs for the Lightmaps. The better the layout of your unwrapped UVs
for texture mapping are, the better the Gl system can generate the Lightmaps based on this
information. The most efficient way is to create your own UVs for Lightmaps. Here, it is important
to have your UV layout in the range from o to 1. Also, all UVs for Lightmaps must be unique and
non-overlapping, otherwise Gl cannot compute all Lightmaps. In general, the layout of the UVs for
Lightmaps look different than the layout of UVs for texture mapping. There are several tutorials
available online concerning how to create UVs for Lightmaps.

The following is an example of correct UV Layout for Lightmaps. In the image below, you see the
UV layout of the second UV channel, which is used for lightmaps only.
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Precomputed Lightmaps do not use any memory on your GPU, so the texture memory of Viz is not
reduced when having Lightmaps computed. The Lightmaps are not visible on your objects/
geometries in the scene tree, as they are applied to the rendering pipeline in the render window.

Global lllumination Settings

(Global Settings | Media Ass

Global Illumination
Render Mode

Show probes

Auto UV Strength

Mesh Classification E Lightmap Threshold

Contributing Probe Mesh Size
System Generation Grid Cell Size 100.0 gr

Lightmap Pixelsize ?r_ Probe WVolume Resolution
Precompute

“Precompute |

Map Size ctor 111:0
Ambient Occlusion |

Quality E I"F_K""r: Trace Distance 100.0

Global Illumination
Available settings: Active / Inactive.

This function enables or disables Global lllumination for your scene. For the final result, Lightmaps
must be precomputed. If no Lightmaps are precomputed, it enables a general pixel shading for
your scene.

Lightmaps are stored inside the Viz Graphics Hub. When saving as a new scene (Save as), the
Lightmaps is precomputed again as theyare stored and linked to the UUID of your scene. If you
have already calculated the Lightmaps, switching between Active and Inactive loads or unloads
them. The time required to load and unload lightmaps depends on the size of your scene and
Lightmaps. While loading the scene, the lightmaps are copied from the Graphic Hub to a local
folder, for faster loading times. When the scene is open, the lightmaps files can be found in the
Windows temporary folder:

@ Example
Example: C:\Users\[user name]\AppData\Local\Temp\vizrt\Viz3\

The folder name the Lightmaps are stored in corresponds to the UUID of the scene they belong to.

Render Mode

Available settings: Normal Mode / Indirect light / Direct Light / Output Pixel size / UV
lightmap debug / A0 debug / UV AO debug / Charts debug

These are different visual modes for debugging the different render passes: the Ambient Occlusion
render pass, the Indirect Light render pass, and the Direct Light render pass. You can also debug
the Pixel Size, which controls the quality of the Lightmaps, or view the UVs for the Lightmaps,
Ambient Occlusion, or the UV Charts. Normal Mode presents all maps together as a final result.
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Render Mode Examples For Global lllumination

Render Mode Visual Example

Global lllumination Normal mode
This view represents the final output,

with direct light, indirect light and ambient
occlusion.

Global Illumination Indirect Light

This view represents the indirect light
(Global lllumination) only.

Global lllumination Ambient Occlusion

This view represents baked Ambient
Occlusion map only.
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Render Mode Visual Example

Global Illlumination Direct Light

This view represents direct light only.

Debug Modes For Global lllumination

Debug Mode Visual Example

Global lllumination Pixel Size

This view shows the output of the Lightmaps in pixel
size.

Global lllumination UV Lightmap debug mode

This view shows the lightmap UVs only.

1] .!--;--;;-T
= B N
| C -

Global lllumination UV AO debug

This view shows the ambient occlusion UVs only.

-

an—
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Debug Mode Visual Example

Global lllumination Charts debug

This view shows the individual UV charts.

Show Probes

Enable or disable debug view for the light probes inside your set. The light probes provides you
with a visual representation of how light is distributed within your scene. The Size parameter
adjusts the size of the light probes in the viewport, but does not influence computation of the
Lightmaps or light probes themselves.

Be aware that not every object can be lit by lightmaps, due to the complexity of the UVs. This
applies especially to organic shapes, for example, a statue. Objects that cannot be lit by lightmaps
are probe-lit.

Mesh Classification

This is the most important setting of Global Illumination. Mesh classification automatically
classifies meshes for Lightmaps and light probes, and creates the necessary UVs for them. If Mesh
Classification is turned off, only the UVs from the second UV channel is used to generate the
Lightmaps. If you set it to Auto, Mesh Classification generates the UVs for the lightmaps from your
first UV set of your geometries/meshes. The computation of Global Illumination is faster when a
second UV set is available, as analysis of the geometries and generation of additional UVs is not
required.

Mesh Classification can be adjusted with the following parameters:

- Auto UV Strength: Controls how aggressively the Auto UV process flattens the meshes onto
planes. Lower values lead to better UVs with less overlap. Thus, more meshes are classified
as lightmap-lit, at the expense of larger UV space requirement. Higher values result in worse
UVs, with more meshes classified as probe lit, and lower UV space usage.

Lightmap Threshold: Controls the threshold where Auto UVs are considered bad enough that
a mesh should be probe-lit instead of lightmap-Ilit. Lower values increase the number of
meshes probe-lit, and higher values increase the number of meshes that are lightmap-lit.

- Contributing Probe Mesh Size: Controls how big a probe-lit mesh and its surroundings have
to be before it becomes a Contributing Probe.

System Generation

Grid Cell Size: Splits up the scene into systems of cubical cells of this dimension in World units.
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Precompute

Lightmap Pixel Size: Defines the Output pixel size for lightmaps. If the pixel size is set too low,
depending on your scene complexity, you are not able to generate all Lightmaps. This is because
there is only a certain amount of memory available for all Lightmaps.

Using a smaller pixel size value increases quality, and causes an error message when the
maximum amount of pixels is exceeded. When adjusting the pixel size, make sure you are working
with real world coordinates and transformations/scaling on your meshes/scene.

@ For a good start with low computation time, set the pixel size to 50 on a 1 x 1 meter cube
(two pixels in one cube).

The following two examples shows the difference when using a lightmap pixel size of 50, and a
pixel size of 10. Lower pixel sizes increase quality, but also increases computation time.
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@ Example

Example 1:

In this example there is visible noise in Normal Mode, and also in the Indirect Light render
pass. The pixel size n this scene is 50.
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@ Example
Example 2:

In this example there is no visible n

oo | pot | onar
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e. The pixel size used in this scene is 10.
I T 1 Contig | ot | o]

Probe Volume Resolution: Defines the number of probe samples in the scene in x-, y- and z axis.
When activating the Show Probes feature you can see the amount of probes in your scene. When
changing the amount of probes you need to recompute the Lightmaps again to see the changes.

Precompute: Pressing the Precompute button to generate all lightmaps. An overlay window
appears, showing you detailed debug info. The first overlay window displays the scene analysis
procedure. When this task is done, a second overlay window appears, displaying the baking
procedures.

& Note: You must precompute all maps again each time you add additional objects to your
scene.

As individual objects cannot be computed on their own, precompute always recalculates the whole
scene. If you have wrong UVs, or any other issues, for example with the pixel size, a window with
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error messages appears. You can read the detailed error messages and computation information
in the log-file. The error messages are available in the scene info menu, which turns red in the

case of any computation issues.

Precompute Computation Examples

1: The Geo Precompute Monitor during scene
analysis and UV preparation.

3: A pop-up window when errors occurred
during computation.

5. The scene info error log. A red icon
indicates that errors occurred during
computation.

2: The Geo Precompute Monitor during the
lightmap baking process.

4: The log-file with computation information
and error messages.

This example shows some geometries with
non-conforming UVs preventing a successful
AO bake.
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Ambient Occlusion (AO)

Bake AO: Recalculates the AO maps for every bake process (precomputation) when set

to active. When Bake AO is set to off, only the indirect light maps are calculated when you press
the Precompute button. Enable Bake AO only to recalculate the AO maps only. This is useful when
you only to play with the AO without adjusting your Global lllumination parameters, as it reduces
the computation time by only calculating the AO maps. For best results, always run a full
computation process, as the Gl and AO maps do not work properly together if computed with
differences. This can happen if you change or delete objects in the scene.

Map Size: Specifies the size of your AO maps for the scene, ranging from 512 pixels up to 16K. The
default setting is 512 pixels.

Quality: Increases or decreases the quality of your AO maps. Increasing quality also increases
calculation time. The quality setting has a range from 4 to 17. The default setting is 8.

Factor: Changes the factor to influence the strength/blending of the ambient occlusion. You can
change the factor at any time without recomputing the meshes/scene.

Trace Distance: Sets the distance where a point shall be considered occluded. When you change
this value, you cannot see the results in real time, as you must recompute the AO maps for the
changes to take effect. Usually, the double value of the Lightmaps pixel size is used here; if your
lightmap pixel size is set to 50, you should have a value of 100 in the Ambient Occlusion Trace
Distance field. Since this comes down to the individual designer's style, use any value you like
here. The following images show some examples:

Trace Distance: 100 Trace distance: 50 Trace Distance: 10

Finally, you can now play with the Radiosity setting in the Light Editor:
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The input controls for Global lllumination are only visible in scenes where Global lllumination is set
to Active.

Creating a Scene with Global lllumination

First, you need to import a geometry or scene with proper UVs and normals. This can be either just
one UV set with unwrapped UV coordinates to be able to do a proper texture mapping and extract
the lightmaps from this UV set. You can also import an . fbx-file containing the second UV set, with
a layout for lightmaps created in your preferred 3D application. On your imported geometries
make sure the normal orientation is facing outwards, flipping the normals with the Expert plug-in
leads to wrong computation results. Do not forget to turn Auto Mesh Classification on or off,
depending on your existing UV sets.

Next, if your scene is not already modeled or imported with the proper size, you need to set up
the real world size of your scene before you do the baking. Then place some lights in your scene.
After this, adjust all the parameters described above and run a test bake, to see if you get any
error messages concerning UVs or baking. If your render passes look good from the debug views,
no error messages appeared, or at least no visual errors are visible, you can start working on the
detailed light setup.

All the light setups, color, type, transformation, can be done at any time now, without a need to
recompute the whole scene. This is the benefit of working with lightmaps. It is very important to
increase the radiosity setting of the lights that light up the whole scenery, using the Light Editor.
Be aware that Lightmaps are static maps that react in real time to the Gl parameters. They are not
dynamically calculated with animations. When you have an object, like the Cornell box example
above, and animate the rotation of one of the cubes inside the Cornell box, you see the wrong
colors reflected during the rotation. This is because the lightmaps are statically projected onto
geometries. When rotating the middle cube of the Cornell Box example, which is receiving a green
color from the green wall next to it, it does not turn red when rotating to the other side, because
lightmaps are static. The same applies to Ambient Occlusion maps. Whenever you want to animate
an object, you should not compute the lightmaps or Ambient Occlusion maps for it, as otherwise
the result does not look correct. If an object is hidden in the Scene Tree, it is not calculated with
Gl

After setting up all the parameters and running a successful precomputation process, switch to the
Indirect Light debug view from the Global lllumination pane, to see how the radiosity intensity of
the light affect your scene. Experiment with different lights and radiosity settings to get your
desired result. During this process, you should switch between the debug view for Indirect Light
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and Normal Mode, to see how much Gl affects in your scene. Now, you can start refining your
scene with adding Substance Shaders to your scene to increase realism. Compared to using regular
plain textures, substance's light reflection is aiming a physical correct behavior depending on the
shader properties. This is something a regular texture does not do.

If you want to work with plain textures only, this is possible. Be aware that no other material and
effect shaders than Substance Shaders are supported in combination with Global lllumination.

To get your light color correctly spread into your scene, you need to apply a material to every
geometry and use the eye dropper tool of the material editor to get the correct color from the
texture or shader used on the selected geometry. Otherwise, radiosity cannot blend the surface
color into the set, since it is not possible to extract the color directly from textures or shaders.
Applying a material with color does not influence the Substance Shader, as this material color is
only used for the color bleeding of the radiosity.

Limitations

Global lllumination is built to work in conjunction with Physically Based Rendering (PBR) materials,
to get the most realistic results. In general, it is common to use Global lllumination in conjunction
with Substance shaders. Substance shaders are the only available PBR shaders for Viz Artist.
Therefore, any other material shader, such as RTT and others, does not work with Global
lllumination. When using a feature which is not supported by Global Illlumination, you get an error
message in the scene info. Error messages in the scene info are indicated by a red info icon.

The following list are examples of features and/or plug-ins that are not supported in combination
with Global lllumination:

RTT Shaders, Softmask-, Framemask-, ImageMask-, Fluid Effect-, Water Shader plug-in, Drop
Shadow-, Emboss plug-in, Anisotropic Light plug-in, Cartoon Shader, Gooch Shader, Lighting
Shader, Normal Map plug-in

Filter Blend-, Filter Blur-, Filter Color Balnce-, Filter Radial Blur-, Filter Sepia-, Filter Sharpening
plug-in, HDT plug-in, etc....

6.2.9 Screen Space Ambient Occlusion

Screen space ambient occlusion (SSAO) is a computer graphics technique for efficiently
approximating the ambient occlusion effect in real time. SSAO is mainly used for virtual sets, and
for augmented reality objects and scenes. In regular broadcast graphics, for example a lower third,
SSAOQ is hard to notice. This is because the details in these types of graphics are too small for the
effect to be visible.

To activate SSAO for your scene, or adjust the settings, open Scene Settings and select the Screen
Space AO tab. SSAO is applied to the final rendering image. This means that when SSAO is active,
all objects in your scene are rendered with SSAO.

Adjusting the settings may impact performance, depending on the parameters changed: Increasing
the Samples and Sample Range values increases the load on the system GPU for SSAO
computation, while improving the result. Changes to the Limit, Factor, Tolerance and Range
settings affect the visual look of the SSAO, without impact on performance. Limit, Factor,
Tolerance and Range influence the SSAO grayscale.
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Container | Camera | Light | Scene Settings
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To see the result in your Render view, press the PP button to activate the Post Processing effects. If
you are loading scenes into Viz Engine via an external control application, the SSAO is visible both
on the final output and the VGA preview.

& Tip: To get the best result with SSAO, decrease the Far value for Camera Clipping
Plane value to the maximum depth of your scene. By default, Camera Clipping Plane far is
set to 20000. 0.

Title X

Inactive
SRR (if aveilable)

The following examples show the difference between scenes rendered with and without SSAO.
SSAOQ gives the object a more realistic look. By changing the parameters of the settings, you can
control the quality, detail and render performance of the SSAO. The objects in the examples
provided below have the same light setting, and cast no shadows. The only difference is the Screen
Space Ambient Occlusion.
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Without SSAO With SSAO Active

6.2.10 Virtual Studio Panel

The Virtual Set panel is only available if the Virtual Set option is installed. This panel makes it
possible to set up and save configurations for virtual sets.

For information about the parameters, see the Viz Virtual Studio User Guide.
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Studio to Virtual
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Hold-out Matte

Draw cycfco-cyc m co-CyC Both
Display mode Key Onlhy Key + RGE Filled
Send Sample Geometry

Center Shift C rn"

Head Up Display w Chroma Keyer

Studio to Virtual: Sets the camera view offset in the selected Scene.
- Virtual Blue Screen: Check and view settings:
Hold-out Matte: Allows chroma keying and color correction only in the cyc area (as set
in Viz Virtual Studio) if set to on. The trash matte is not applied.
Draw cyc/co-cyc: Selects the Trash Matte.
Display Mode: Sets the Trash Matte visibility.
Send Sample Geometry: Sends sample cyc/co-cyc geometry to the Viz Engine.
Center Shift Cross: Shows or hides the Center Shift Cross in the Scene Editor.
Head Up Display: Shows either the Camera parameters or the Chroma Keyer head up display
in the Scene Editor when set to on. Removes the Head Up Display when set to off.

6.2.11 Viz Libero and Viz Arena Render Sequences

This section details the render sequences for the Viz Libero and Viz Arena (see Global Settings
Panel).

|Glubal Settings | Media Asset | Rendering | Plugin | Script | Clipper | Hdr | Virtual Studio

TTae Virtual Studic [ FUlScreen 1 overlav | Auto Key

Sequence [T Libero || Arena | Arena/Uibero |
Key Render | NCERHEI ISHEEEEEEI W GCUsIEIEzEE

This section contains the following topics:

- Viz Libero Render Sequence (When Integrated with Viz Engine)
- Viz Arena Render Sequence (Mechanical Based Tracking)
- Viz Libero/Viz Arena Render Sequence (Image Based Tracking)
Rendering Support for Dirty Video Feeds with Viz Arena
- To Add Image Masks for Dirty Feeds for Viz Arena
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Viz Libero Render Sequence (When Integrated with Viz Engine)

1. Back Layer: Not rendered, even if a Scene is present.
2. Main Layer:
a. Background image (live video) is rendered.
b. Containers with the Key plug-in, with Combine with BG chroma key set
to on and Render Mode set to Add, are keyed with the background video. The final key
of these items results from the key information of the background video, provided by
Viz Libero, and the key information of the Container.
c. Containers with standard keying are rendered with optional lens distortion and linearly
keyed over.
3. Front Layer: Only containers with a linear key are rendered on top, without lens distortion.

Viz Arena Render Sequence (Mechanical Based Tracking)

1. Back Layer: The keying information for Containers in the Main Scene is created. Typically
objects with the Key plug-in on them are used for this:

a. Background image without alpha and without lens distortion.

b. Containers which contain standard key information either as linear key or generated
through chroma keying.

2. Main Layer:

a. Containers with the Key plug-in, with Depth information only set to on, are rendered.
Only the depth information is rendered and used to cutout "real" objects from chroma
keyed virtual objects.

b. Containers with the Key plug-in, with Combine with BG chroma key set to on , are
rendered. Depth and chroma keying information are used to superimpose these
Containers.

¢. Containers with the Key plug-in, with Depth information only set to on, are rendered.
The depth information is used for Containers which should be keyed linearly.

d. Containers with a linear key are rendered with lens distortion and linearly keyed over.

3. Front Layer:

a. Background image is rendered. This only makes sense if the last visible layer for SDI
output is set to Main Layer. If this is so, a different video source can be shown on the
Viz Engine preview to prepare the next item(s), which goes On Air.

b. Containers with a linear key are rendered with lens distortion and keyed over.

Viz Libero/Viz Arena Render Sequence (Image Based Tracking)

1. Back Layer: Nothing is rendered from the Back Layer Scene.
2. Main Layer:

a. Background images are rendered.

b. If a foreground image (Stencil Mask) is present, but not active, only the alpha
information is used to mask out parts of the containers in the Main Scene. Alpha
is rendered without lens distortion.

¢. Containers with the Key plug-in, with Combine with BG chroma key set
to on and Render Mode set to Add, are keyed with the background video. Chroma
keying information is used to superimpose these Containers.

d. Containers with a linear key are rendered with lens distortion and linearly keyed over.

3. Front Layer:
a. Containers with a linear key are rendered.
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Rendering Support for Dirty Video Feeds with Viz Arena

A "dirty" video input signal is a video containing graphical items such as logos, banners, clocks,
etc., that are overlaid on top of the video signal before being sent to the Viz Engine. To avoid
disturbances in the viewing experience, Viz Engine has to render its graphical items "below" the
preexisting overlays. If supplied with a "dirty" video input signal, Viz Engine can suppress
rendering of graphical items within certain image regions. To do this, alpha image masks need to
be sent to Viz Engine, defining in which regions of the image graphical items must be rendered,
and in which rendering shall be suppressed.

In other words, areas with existing graphics from the broadcast need to be excluded to avoid
rendering new graphics on top of them. To achieve this, an alpha image needs to be loaded as a
foreground image in the scene. The area with alpha information is then excluded from rendering,
working as an inverse mask. Viz Engine then incorporates the currently activated image mask(s)
for rendering of graphical items. In image regions where the value of the image mask is below
255, the alpha of all rendered graphics is adjusted accordingly. Applying the image mask also
works when the render scale is different than 1. Independent of the currently selected render
scale, the size of the image mask always refers to the original video resolution.

& IMPORTANT! The foreground image needs to be set to inactive to ensure only the key is
applied.

To Add Image Masks for Dirty Feeds for Viz Arena

1. An alpha image must be created, with the exact width and height of the currently used
resolution. For example, for 1080 resolutions, the size is 1920x1080 pixels. As images with
a lower resolution are stretched, possibly giving unexpected or unwanted results, make sure
to always create the alpha image with the required resolution.

2. Load the image with the alpha information as a Foreground image in the scene. The area
with alpha information is excluded from rendering.

3. Select Arena/Libero as Render Sequence in the Global Settings Panel.

4. During scene design, the Foreground Image can be set to Active, however, when the scene
is completed and ready to be taken On Air, the Foreground image must be set to Inactive to
allow only the key information to be applied. This procedure works with both Fast Texture
Mode and Normal Texture Mode, and requires Arena/Libero to be set as Render Sequence in
the Global Settings Panel. Viz Arena can be used to deactivate a currently activate image
mask, transfer new image masks, or activate one of the previously transferred image mask
using the corresponding mask ID.

6.3 Scene Editor

The Scene Editor has a set of useful functions that lets the designer see how the graphics look
when keyed, seen from a different angle in Viz Virtual Studio (virtual sets), positioned on-screen,
performance of the scene and more.
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On the left side of the Scene Editor are the Scene Editor Buttons. These buttons make it possible to
show additional information in the Scene Editor, as well as providing more options while working.

This section contains information on the following topics:

Scene Editor Buttons
Layer Manager
Snapshot
Performance Bar
Grid Tool-bar

6.3.1 Grid Tool-bar

The Grid tool-bar can be shown in the lower part of the Scene Editor. Grids are used to align
containers. If the Grid Editor is closed while a grid is still active, the Grid button turns orange. This
is especially useful when the grid is active, but hidden in the Scene Editor using Show/Hide Grid.
All grid settings are saved with the scene; thus any such settings are reloaded the next time the
scene is loaded. The different grid settings available are:

Plane Type: Shows which plane the grid should lie in:
- Align X/Y: Aligns the grid to the X/Y-plane.
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- Align X/Z: Aligns the grid to the X/Z-plane.
- Align Y/Z: Aligns the grid to the Y/Z-plane.
Free Grid: Makes it possible to use a free grid, aligned for example to an object.

- Off: Shows that the grid is set to OFF.
T

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

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

E Snap to Grid: If this button is enabled and the position of a container is modified by
dragging it around in the Scene Editor, the position of the object snaps to the grid based on

the Axis Center defined for the object’s container.

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

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

Size: Defines the raster size of the grid.

ﬂ Change Color of Grid: Changes the color of the grid. The three buttons detailed below
are only available if the grid type is set to Free Grid:

ﬁ Picking On/Off: Aligns the grid to the object. Enable picking and click the object
to align the grid. The grid is aligned to the vertex you click on.

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

e

- =

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

Editor options below:

Position

Rotation :

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

To Enable the Grid Toolbar
Click the Scene Editor’s Grid button.
See Also

Scene Editor Buttons
Snapshot
Performance Bar
Layer Manager
- Working with the Scene Editor
- Time-line Editor

6.3.2 Layer Manager

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

three layers.

A Scene set in the Main Layer can be edited in the Scene Tree and the Scene Editor panel. Scenes
set in the Front or Back Layer can be edited by a double-click on the relevant Scene.
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Picking in the Layer Manager is done on the loaded layer. The Grid Tool-bar also works for the
current layer.

This section contains the following topics and procedures:

Self Layers
Layer Manager Context Menu
- To Add Scenes to the Front or Back Layer
- To Edit a Scene Used as a Front or Back Layer

Self Layers

The same Scene can be set to the Front and Back layer, which creates what is known as self
layer(s).

This allows the Scenes to be linked, and the adjustment of the camera settings for the Front layer.
When saving a Scene, any self layer settings are preserved.

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

Copyright © 2019 Vizrt Page 276



Viz Artist User Guide - 3.12

Headline

-

Layer Manager Context Menu

Open stand_alone_scene

Set Inactive
Reset Layer

Database Search

Open <scene>: Opens the Scene for editing.

Set Inactive/Active: Shows or hides the layer

Reset layer: Removes the Scene from the layer (the same as drag and drop into the bin).
Database Search: Opens the location of the Scene in the Server Panel.

To Add Scenes to the Front or Back Layer

Drag and drop Scenes onto the layer placeholder.
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To Edit a Scene Used as a Front or Back Layer

1. Double-click the Scene to be edited.
2. If another Scene in one of the three layers was modified, select an option from the message
which opens:
Save: Saves any changes made in the last selected Scene.
Keep Changes: Keeps any changes made in the previously selected Scene, but does
not save the changes.
Discard: Discards any changes made in the previously selected Scene and reloads the
Scene when switching layers.
Cancel: Cancels the operation.

i= not saved.

See Also

Scene Editor Buttons
- Working with the Scene Editor
- Time-line Editor

6.3.3 Performance Bar

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

& Note: A Performance Bar can also be shown in On Air Mode (see Viz Artist Performance).
This section also contains information on the following topics and procedures:

Performance Bar Properties
- To View the Performance Bar
- To View All Performance Bar Indicators

Performance Bar Properties

- VER (Vertices): Shows the number of vectors in the scene.
- TET (AllocTexSize): Shows the total allocated size of Texture memory.
- TEC (TexSize): Shows the size of the current in use Texture memory.

Copyright © 2019 Vizrt Page 278



Viz Artist User Guide - 3.12

& Note: The actual drawing of Textures has an impact on the performance, more
visible textures cause more render time. If texture memory is low it is possible that
Textures are not visible in the Scene. The Texture memory usage is an indication for
this.

- ANI (Animation): Shows how many microseconds all active directors and animation channels
take. This indicator is linked to the yellow bar.

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

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

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

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

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

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

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

MAX (Maximum): Shows how many frames per second the scene can render at without
waiting for vertical retrace. The higher the maximum value, the more performance is left. If
the maximum value is reduced to below 50 or 60, the scene is not rendering in real-time.
Blue bar: Shows the number of frames used.

Green bar: Shows the number of frames available. The Performance Bar refresh rate can be
modified in User Interface (see the Configuring Viz section of the Viz Engine Administrator
Guide).

To View the Performance Bar
Click [] in the Scene Editor.

& Note: This shows the Current (CUR) and Maximum (MAX) parameters.

To View All Performance Bar Indicators

Middle-click | .
e

See Also
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- Scene Editor Buttons
- Snapshot
Grid Tool-bar
- Viz Artist Performance

6.3.4 Scene Editor Buttons

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

Reset: Sets the Viz Artist layout to default size.
d Camera Selection: See Camera Selection.

Layer Manager: Shows or hides the Layer Manager (see Layer Manager).
HHJ Snap: Takes a snapshot of the current content in the Scene Editor (see Snapshot).

Post-Processing: Enables rendering of advanced post-processing effects, such as Depth
of Field or Lens Distortion, in the scene editor window. Under normal operation, these
effects are only rendered in On Air Mode.

HJ Key Preview: Activates the preview of the key signal.

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

-i Events: Enables the handling of interactive script/plug-in events. Interactive scripts and
plug-ins are those related to mouse or keyboard actions.
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—-J Title Area: Shows the title area as the outline of a light blue rectangle in the Scene
Editor.

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

—J Safe Area: Shows the safe area as the outline of a green rectangle in the Scene Editor

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

_J Key: Shows what the key output looks like.
Wire Frame Mode: Renders the scene in wire frame mode.
Bounding Box: Enables the bounding box visualization for the selected Container.
Performance Bar: Shows the Performance Bar.
Grid: Opens the Grid Tool-bar.

See Also

Layer Manager
Snapshot
Performance Bar
Grid Tool-bar

6.3.5 Snapshot

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

When clicking the Snap button, the Server Panel is automatically selected from the main menu, and
the database content shows. The image is placed in the folder/project that was last visited.

-

This section also contains information on the following procedure:

- To Take a Snapshot

To Take a Snapshot

1.

N

Snapshot RGB or RGBA:
RGB: Click the Snap button.
RGBA: Press Shift (or Alt) and click the Snap button.

In the Snapshot dialog box that shows, enter the name, size, and format for the image.
Click Ok to save the image to the database.

Note: An RGBA image uses the key information as alpha.

Note: To save the image in another folder/project: first select the destination you want to
use, then click the Snap button again.
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Taking snapshot from a running video is allowed. The procedure above is interactive. If required,
you can alternatively instruct Viz to take a snapshot using the commands below. The examples
below, calling renderer directly, assumes the Engine is in On Air mode:

RENDERER*VIDEO*SNAPSHOT CREATE file:///c:/images/snapshot.png
RENDERER*VIDEO*SNAPSHOT CREATE vizgh:///my/images/snapshot
RENDERER*VIDEO*SNAPSHOT CREATE vizgh:///{159FC7E7-B724-4CC3-B474BTEE46CDA043}/
snapshot

Example 1 writes a PNG image to disk. The PNG file format is particularly useful when
working with RGBA images or 4-channel data in general.

Example 2 saves the snapshot to the graphics-hub (GH) using a path.

Example 3 saves the snapshot to the GH using a GH Id (unique identifier).

See Also

Scene Editor Buttons
Performance Bar
Grid Tool-bar

6.4 Working With The Scene Editor

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

E lalplalpipia sl apial_t [isy

S

This section contains information of the following topics:

Scene Editor Functions
Scene Editor Context Menu
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6.4.1 Scene Editor Functions

To Select/Deselect an Object

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

& Note: This is done on a per pixel basis.

- A bounding box shows which object has been selected (if the Bounding Box option is
enabled, see Scene Editor Buttons).
- The selected object’s Container is highlighted in the Scene Tree

- Click on the Transformation editor in the Properties panel to show to the
transformation properties.
2. Press Space or click in an empty space to deselect an object.
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To Copy an Object

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

To Move an Object

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

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

Multiple Objects Selected

When multiple objects are selected in the Scene Editor, the Transformation editor (in the Properties
Panel) shows the editable properties for all selected objects.

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

& Note: When more than one object is selected, the Group coordinate system shows and a
bounding box covers all selected objects. When Local and World is selected a bounding
box for each selected object shows.

To Select Multiple Objects

1. Hold the Ctrl key and click on each object to select, as required, or
2. Click in an empty space in the Scene Editor and drag around the required objects to select.

To Deselect Multiple Objects

1. Press the Space bar, or
2. Click in an empty space on the Scene Editor.

& Note: Toggle the Space bar to select or deselect multiple objects.
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To Add Properties to Multi Selected Objects
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Multi select the required objects.

From the Server Panel select the required item.
Drag the item to one of the selected objects.
All selected objects take on the property.

A WN—

To Move Multi Selected Objects

1. Select the required objects.

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

3. Release the left button.

To Move Multi Selected Objects on Their Z Axis

Select the required objects.

Left-click on one of the multi selected objects.

Keep the left button pressed and press the right button. Hold both buttons down.
Move the mouse to the left or right to move selected objects in its Z axis.

A WN —

6.4.2 Scene Editor Context Menu

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

properti animation

hide

B lock

™ transformation
M normal vectars
EE:) geometry

= material

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

Position: Switches into the position mode.

Rotation: Switches into the rotation mode.

Scale: Switches into scale mode.

Center: Switches into center editing mode.

Space: Switches between coordinate systems:
Parent/Group: Refers to changes that can be made to the Container or Containers in
its Parent or Group coordinate system.
Local: Refers to changes that can be made to the container in its local coordinate
system.

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

& Note: Multi selected objects: When more than one object is selected, Group
shows and a bounding box covers all selected objects. When Local and World
is selected a bounding box for each selected object shows.

Properties (only applicable if a Container is selected):
Hide/Show: Hides or shows the Container in the Scene Editor.
Lock/Unlock: Locks or unlocks the container. When locked the Container cannot be
modified in the Scene Editor.
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- Transformation: Opens the transformation editor for the Container.
Normal vectors: Toggles the display of the normal vectors at the bottom of the

properties you find a list of all properties applied to the container with the possibility
to switch them on and off.

Material: Toggles diffuse color on (enlighted) or off (colored).

Any other properties of the container can set to on and off (except materials).
Animation: Shows the animation path.

To Select an Option from the Context Menu

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

To Change the Position of an Object

1. Select an object.
2. Right-click the object and select position from the context menu.
3. Grab and drag a handle. The container follows the movement along the axes shown in the

selected camera view. During this operation a status window is shown, giving you
information about the position.
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To Rotate an Object

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

1. Right-click to open the context menu
2. Select scale.
3. Drag the handles to scale the object.
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To Move the Axis Center of an Object

1. Right-click to open the context menu

2. Select Center. This shows the axis of the selected container with handles on their ends.

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

See Also

Layer Manager
Time-line Editor

6.5 Scene Editor Views

To get a better overview of an object, or objects, in a Scene, and to visualize their position in
relation to lights and cameras, open the Scene Editor Views function. To open the views panes,
click on the Views button in the main menu.
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In principle, each of the three views has the same functionality, and lets you do the same
operations on objects as is possible in the Scene Editor.

As well as the Scene Editor, the three side views can be set to view through one of the 16 editable
cameras or through one of the six predefined orthogonal views (see Camera Selection). When set
to one of the predefined orthogonal views this allows the position and direction of lights and
cameras, to be modified.

If the Scene Editor is set to show one of the predefined orthogonal side views, there are some
special shortcuts that may be used to pan and zoom:

Pan: Left-click, hold and drag in the background (not the objects).

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

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

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

The same functionality is available for lights (see Lights). The light currently selected and those
lights which have their Vis status set to on, are visible, as symbols. Their position and direction can
be edited with the cursor.

See Also

Light Editor
Cameras
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7 Media Assets

Use Media Assets to add input sources to scenes as video clips, live video, video stream, graphics
channels, image channels or super channels.

This section describes the workflow and each type of Media Asset, and details Media Asset
requirements and considerations for video playback, which includes video clips, live video feeds
and live feeds through video streaming.

Also detailed are the required and supported video codecs.

Server/Stage | +Tree/Stage

[T
SIS

W Super Channel

<4 65 a8 D8 128 149 158 168 w78

-l

1 ]

IS 98 1B 161 12 12 U

The Media Assets are located in the Built Ins panel (see Main Menu), and are organized in folders
corresponding to the Media Asset Channel Types. You can view all available media assets by
selecting the ALL folder.

This section contains the following topics:

Media Asset Manager
Media Asset Workflow
Media Asset Channel Types
Playback of Media Assets
- Video Clips
Keying Mode
Seamless Input Channel Switcher
Supported Codecs
- Advanced Issues with Video Codecs

7.1 Media Asset Manager

The Media Asset Manager is used to add and manipulate Media Assets. Media Assets can easily be
added to a scene as either DVE or Texture (1) asset types, depending on the scene’s requirements.
The asset type can also be changed through the Manager interface, from DVE to Texture or vice
versa. The Media Assets panel also provides an overview of the different media assets in the scene.
The media assets can be renamed within the scene according to your preferred naming
convention, ideal for consistent identification.
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The Media Manager lets you set the rendering priority of Media Assets, by the way they are
ordered. To change an asset's priority, drag it to a higher or lower position. The asset with the
highest Order value is rendered on top, with declining Order values below it.

Control Server/Stage  +Tree/Stage
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& Tip: Hover the mouse pointer over any Clip, Live or Stream channel asset in the Media
Asset Manager to display a tool-tip with the resolution for that asset. If the channel is set
to inactive in the configuration, the tool-top displays INACTIVE.

This section contains the following topics:

Media Asset Overview

Media Assets Added as DVE

Media Assets Added as Texture

To Create a Name for a Media Asset

7.1.1 Media Asset Overview

Use the Media Asset Overview to manage and access all the different types of media assets in use
within your current scene. The Media Asset Overview shows if a media asset is in use in other
scenes. When multiple scenes use the same media asset, the Media Asset Overview provides
access to these scenes from within your current scene. This way, you can change properties of a
media asset or scene that you load within the scene you are working on, without closing the
current scene. The Media Asset Overview is not for container or hierarchy manipulation, it presents
the media assets in your scene, and lets you to load these scenes. Switch back to the scene tree/
hierarchy view by clicking the Tree button.
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& Tip: The Media Asset Overview window does not highlight containers when they are

selected. Double click on a child node to load the respective scene.

In the following example, a main scene containing a lower third uses multiple media assets. Within
this main scene, we use media assets to load two other scenes: One with a looping clip, the other
with a looping logo.

1.

Click Overview to open the Media Asset Overview. Notice how the scene tree display
changes, and provides an overview of which scenes are loaded. Here, the scene is using one
clip channel and two GFX Channels. The child nodes of the GFX Channels shows the scene
loaded in the respective GFX Channel:
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Double click the child node of one of the GFX Channels to open the scene in the GFX
Channel. A dialog lets you save the changes or close the scene without saving. The

Overview button turns orange to indicate that you have loaded a different scene for
manipulation.

This updates the Tree view of the scene, which now shows the scene tree of the scene inside
the GFX Channel. However, the preview window still contains the main scene. This provides a
convenient way to edit the content of different media assets, without closing the main

scene.
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4. Going bck t the Media Assets Overview, notice that the child node of the GFX Channel is

orange. This indicates that this is the scene in your Tree view. Now, you can edit the
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5. Return to the main scene again
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by double clicking the root container (here:

Lower_third_MA_Channels) at the top of the Media Assets Overview. This opens the main
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7.1.2 Media Assets Added as DVE

For detailed information see Media Asset Workflow.
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Right-click the Media Asset to open its context menu:

Rename: Creates a name for each Media Asset to make it easier to identify Media Assets
when a Scene contains multiple Media Assets.
Set to Texture: Sets the Media Asset to Texture.
Toggle Active/Inactive: Sets the Media Asset to Active or Inactive.
Mame

Background

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

7.1.3 Media Assets Added as Texture

For detailed information see Media Asset Workflow.
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Media Assets

Right-click the Media Asset to open its context menu:
Rename: Creates a name for each Media Asset to make it easier to identify Media Assets

when a Scene contains multiple Media Assets.
Set to DVE: Sets the Media Asset to DVE.

- Toggle Active/Inactive: Sets the Media Asset to Active or Inactive.
- Jump to Container: Switches to Tree View and selects the container holding the asset if the

Media Asset has been added to a container.

Set to DV
Toggle A SInactive

Jump to Container

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

7.1.4 To Create a Name for a Media Asset

1. In the Media Asset Manager, either select the Media Asset and press F2, or right-click the
asset and select Rename.

Set to DVE

Toggle Active/Inactive

Jump to Container
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2. Enter the desired name for the Media Asset, and press Enter or click away from the asset to
store the new name.

7.2 Media Asset Workflow

Media Assets can be added to a Scene as DVE or Texture through the Media Assets manager.

@ Note: Live Inputs can be used in Hybrid mode, which means, both Texture and DVE are
available at the same time in versions 3.12 and later.

"M edia Assets

Order

Background

Clip1

Foreground

This section contains the following topics:

Media Assets as DVE
- To Add a Media Asset as DVE
- To Switch a DVE Media Asset to Texture
Order DVE Media Assets
Media Assets as Texture
- To Add a Media Asset as Texture
- To Set a Texture Media to DVE
- To View the Media Asset Container
Order Texture Media Assets
Media Assets as a Background or Foreground
- To Add a Media Asset as a Background or Foreground
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7.2.1 Media Assets as DVE

® Important: Hardware surfaces in Viz Engine, such as a Live Video Media Asset or Clip
Channel Media Asset, are rendered with the video hardware. Software based DVEs, such as
Image Channels and GFX Channels, are rendered with the Graphics card, and then
composited on the video hardware as one surface. The software renderer ensures the
correct ordering within this surface, but as there is only one final surface, multiple
hardware-based surfaces and software-based surfaces cannot be blended interchangeably.

As DVEs are composited on the video hardware, the graphics can be placed either in the front or in
the back of the DVE layer. The main layer in Viz Artist defines this behavior. If the same scene is
set into the background layer, this means the DVE effect is always drawn in the back of graphics.

To add a Media Asset as DVE it must be placed into the Media Asset Manager in the Scene Tree
panel.

& Tip: If a Scene is dragged to the Media Asset Manager, a GFX Channel Media Asset is
automatically added as DVE.

To Add a Media Asset as DVE

Right click on a Media Asset, and select Add <Media Asset> as DVE.
- The DVE button in the Media Asset manager is automatically selected.
- The selected Media Asset is added to the DVE view.

Add CLIP1 as Texture
Add CLIP1 as DVE

Show settings of CLIP1

Add as Favorite
Delete from Fawvorites

- With DVE view selected, drag the Media Asset to the DVE panel.
- The selected Media Asset is added to the DVE view.

& Tip: A Media Asset can be set to active or inactive. Toggle the active/inactive

button (1) or use the Media Asset context menu. If Media Assets are multi
selected, use the context menu to set active or inactive (2).
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CLIP1

= oale Ac
i Toggle Active/Inactive

Jump to Container

& Tip: Click on the Media Asset, to open its properties panel.

a Tip: Click the icon (top right of the Scene Tree panel) to view Media Asset

properties at any time.

To Switch a DVE Media Asset to Texture

At any time, right click on the Media Asset to set it to Texture. The selected Media Asset is then
set as a texture and shows the in the Media Asset Manager Texture panel.

A Tip: Media Assets can also be multi selected and set to Texture.

Aszet MName

BACKGROUND Background

FOREGROUND Set to Texture

Toggle Active/Inactive

Order DVE Media Assets

Each Media Asset, added as DVE, can be sorted in a render order, as required.

& Note: If the Video Input Layer Targets and Priority settings are made Active in Scene
Default Values, each active Media Asset is added to either the DVE or Texture section of
the Media Asset Manager. They are set in order of priority as set in Scene Default Values
(see the Configuring Viz section of the Viz Engine Administrator Guide)

The Background and Foreground Media Assets are, by default, added as DVE layers. The
Background Media Asset is always the first Media Asset to be rendered. The Foreground Media
Asset can be ordered the same as other Media Assets.

To sort a render order, drag a Media Asset to a new position.
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Assel MName

BACKGRMIIMM Rackground

Name

WACKGROUND Background
CLIP1 Clip1
CLIPZ Clip3

CLIPZ Clip2

FOREGROUND Foreground 5

The order of each DVE Media Asset determine the order each Media Asset is rendered. The first
Media Asset in the list is rendered first, the second is rendered next, and so on. See the image
below:

Example 1: The Clip order is 1, 2 and 3. So Clip 1 is rendered first and Clip 3 is rendered last
Example 2: The Clip order is 3, 2 and 1. So Clip 3 is rendered first and Clip 1 is rendered last.

BACKLUHUURL

C_[F2

[l i3}

FORPEGROUND
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7.2.2 Media Assets as Texture

To add a Media Asset as a Texture, it must be placed into the Media Asset Manager in the Scene
Tree.

& Tip: If a Scene is dragged to the Media Asset Manager a GFX Channel Media Asset is
automatically added as a Texture.

"M-Edia Assets

To Add a Media Asset as Texture

Right click on a Media Asset, and select Add <Media Asset> as Texture:
- The Texture button in the Media Asset manager is automatically selected
- The selected Media Asset is added to the Scene Tree and a new Container is created
(click Tree to view)

Add CLIP1 as Texture
Add CLIP1 as DVE k

Show settings of CLIF1

Delete from Favorites

Or:

Drag the Media Asset to a Container or the Scene Tree:
If a Media Asset is dragged to a Container in the Scene Tree, or it is dragged to the
Scene Tree (which creates a Container), then the Media Asset is automatically created
as a Media Asset Texture
Or:
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Drag the Media Asset to the Media Asset Manager:
- With Texture selected in the Media Asset Manager, drag the Media Asset to the
Texture panel
If a Media Asset is dragged directly to the Media Asset Manager, a Container is not
created automatically. To use the Media Asset in a Scene, make sure that the same
Media Asset is added to a Container in the Scene Tree
Or:

Drag a Media Asset to the Background or Foreground drop zone in Global Settings (see the
Configuration Interface section of the Viz Multichannel User Guide).

If a Media Asset is dragged to the Background or Foreground drop zones, it is applied
in the Scene as a full screen texture

& Tip: A Media Asset can be set to active or inactive. Toggle the active/inactive
button (1) or use the Media Asset context menu. If Media Assets are multi
selected, use the context menu to set active or inactive (2).

BACKGROUND

I TV/ED
Set to Texture

Toggle Active/Inactive

& Tip: Click on a Media Asset in the Media Asset Manager to open its properties
panel.

& Tip: <Right-click> the Media Asset icon in a Container. Select Show settings of
<Media Asset>.

a Tip: Click the ﬁ icon (top right in the Scene Tree panel) to view Media Asset

properties at any time.

To Set a Texture Media to DVE
At any time, right click on the Media Asset to set it to DVE. The selected Media Asset is then set to
DVE and shows the Media Asset Manager DVE panel.

& Tip: Media Assets can also be multi selected and set as DVE.
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Jump to Container

To View the Media Asset Container

At any time, right click on the Media Asset and select Jump to Container to view the first Container
in the Scene Tree, which holds the selected Media Asset (if a Container was created for the Media
Asset).

o DVE
le Active/Inactive

Jump to Container

Order Texture Media Assets

Each Media Asset, added as Texture, is ordered only by its addition to a Container in the Scene
Tree. If the Video Input Layer Targets and Priority settings are made active in the Scene Default
Values, each active Media Asset is added either the DVE or Texture view of the Scene Tree. Set in
order of priority as set in Scene Default Values (see the Configuring Viz section of the Viz Engine
Administrator Guide).

A Texture added to the Texture view is not added to a Container. To use a Media Asset as a
Texture, it must be also added to a container as well.

7.2.3 Media Assets as a Background or Foreground

This section details how to add a Media Asset as a background or foreground in a Scene. A Scene
can be shown through a Foreground Media Assets with alpha.

To Add a Media Asset as a Background or Foreground

1. Click Scene Settings > Global Settings.
2. Drag a Media Asset to the Background or Foreground drop zone.
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- The Media Asset is added to the Media Asset Manager as a Texture.
Background i _

Foreground

Mask Invert IT IT I? IT IT l? l_

3. Click on the Media Asset in the Media Asset Manager.

4. In the Media Asset properties panel, configure the Media Asset as required.
See Also

- Video Clips
Media Asset Manager

7.3 Media Asset Channel Types

The following media asset channel types are available:

- Channel Folder Media Assets
- Clip Channel Media Asset
- Container Folder Media Assets
- GFX Channels
Image Channels
Live Video Media Asset
- Stream Media Asset
- Super Channels

7.3.1 Channel Folder Media Assets

Background and Foreground Media Assets are located in the Channel folder of the Built Ins panel.

The Background and Foreground Media Assets represent the rendered background and foreground
graphics on the DVE Compositor.
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& Note: By default, a Background and Foreground Media Asset is applied to each new Scene.

MName

BACKGROUND Background

FOREGROUND Foreground

The Foreground Media Asset can be ordered as required, but the Background Media Asset is
always rendered first.

Both the Background and Foreground Media Assets can be deleted. If they have been deleted, drag
the Background and, or the Foreground Media Asset icon, from the Server Panel, to the Media
Asset manager, if required.

& Note: Only one Background and one Foreground Media Asset can be used in the DVE Media
Asset Manager at a time.

7.3.2 Clip Channel Media Asset

Clip Channels represent clip players. The clip players are either hardware bound native players
(Matrox) or a DirectShow based software player. Clips can be used either as DVE or Texture effect.

With the Clip Channel Media Asset it is possible to play images as DVE or Texture with the Matrox
clip player. Supported image containers are jpg and png. The images have to be available on a
physical disk for this feature to work. One advantage of an image played as a clip, is that the same
features available for a video clip can be used on the image. You can see a detailed description of
the functionality in the Media Asset Panel.

& Note: DVE is not available with DirectShow based software players.

7.3.3 Container Folder Media Assets

Folders

|1

-
Channel
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The following Media Assets are located in the Container folder of the Built Ins panel:

Dynamic Scene Media Asset
Dynamic Scene Texture Properties
Dynamic Scene Dynamic Properties
Dynamic Texture Media Asset
Viewport Tile Media Asset
Viewport Tile Properties
To Render a Scene in a Viewport Tile

Dynamic Scene Media Asset
Dyn.

B ElO]| Ik =H
The Dynamic Scene is a Media Asset that is able to render a different scene, local scene or parts of
a local scene into a texture and show the texture in the current scene being rendered.

Showing a different scene as ‘a window’ in the current scene can be used in a virtual studio scene
where you would like to ‘open a window’ (as a texture) and render a different scene (e.g. a weather
forecast).

You can also use it to show parts of a local scene if you want to animate the camera and at the
same time show static items in the scene. The animating camera can be a different camera (two)
and be used to show dynamic images in camera one’s view. This way you can show more than one
camera at the same time.

For visual effects, the whole scene or parts of it can be grabbed into an image, and have shaders
applied to the whole scene or parts of it.

To transition from one scene (A) to another (B) both scenes are rendered into dynamic images and
a third scene is used to hold both dynamic images to create a transition between them (see Create
Transition Effects).

& Note: This Media Asset is located in: Built Ins -> Media Assets -> Container
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Dynamic Scene Texture Properties

Crynamic

Linit

Mapping

Cuality | Lin=ar
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Position
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g3a330(3333

Scene: Placeholder for the rendered scene. If it is empty, the current scene is rendered.

Dynamic Scene Dynamic Properties
Scene Type
Format

Width Height

Update Mode
Viewer Type
Draw Self

Crop

Size - Position

Format: Sets the format to be used for the dynamic image. If the format has alpha key it
must be used on the render scenes or it shows as black.

Width / Height: Sets the width and height of the image. The Video option takes the current
output size. When selecting Custom you may set any size; however, it is always better (when
possible) to use power of two images.
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Update Mode: Sets when the scene in the dynamic image is rendered.
Change: Renders the scenes when anything changes.
- Always: Renders each frame regardless if there was any change.
Command: Renders the scene when the render command is sent.
Grab: Renders the scene on command and can then be copied to another image.

- View Type: Sets the view port to Camera or Light. If Camera is selected and Camera ID is set
to zero (0), it takes the current camera. If Light is selected, it uses the light according to the
Light ID.

Draw Self: Creates an endless mirror effect.
Crop: Enables different crop modes.
Off: Renders the entire view port.
Manual: Enables you to set the size and position of the rendered scenes.
- Auto: Sets the size and position of the rendered scene by the bounding box holding
the dynamic scene (acts as a mask).
Size / Position: Sets the size and position of the dynamic image.
Resize Texture: Should the image be resized automatically to reflect the size of the scene
being rendered.
Back/Play/Stop/Forward: Controls the playback of the scene.

Dynamic Texture Media Asset

Dynamic Texture is a feature that generates dynamic textures on-the-fly. It can be used as an
alternative to importing textures to save texture memory usage. Another advantage of using a
dynamic texture is that a texture is not pixelated as you zoom in or out of it.

& Note: This Media Asset is located in: Built Ins -> Media Assets -> Container

Viewport Tile Media Asset

& IMPORTANT! This Media Asset is considered legacy. Please use GFX Channel Media Assets
when designhing new scenes in Viz Artist.

The Viewport Tile renders a Scene into a part of the current viewport with the need for a texture,
like a GFX Channel Media Asset.

- Advantage: The rendering can be slightly faster in specific use-cases.
Disadvantages:
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Viewport tile does not support post processing effects such as lens distortion and
defocus.

The Viewport Tile is always orthogonal to the camera. Viewport tiles can also be
interactive and make use of the regular mouse and multi-touch events. However,
Viewport tiles can not be nested. A Scene with a Viewport tile, which contains a Scene,
can not be used as a Scene in another Viewport tile.

& Note: This Media Asset is located in: Built Ins -> Media Assets -> Container

Viewport Tile Properties

Width:
Height:

-L':‘.n:rntainer Camera | Light | Scene Settings
ol
=

Selection—
1/1
group

Scene: Placeholder for the rendered scene.
Scene Type:
Local: Renders the current scene.
Other: Renders the Scene put in the Scene drop zone (drag and drop a scene).
Main Layer: Renders the scene of the main layer.
Camera ID: Select a camera for the Viewport Tile scene.
Crop:
Off: No cropping.
Manual: Define the new viewport Size and Position with the parameters X and Y.
Play controls: Used to play, stop, etc. the animations of the Viewport Tile scene.
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To Render a Scene in a Viewport Tile

Add the Viewport Tile to the Scene Tree.

Open the Viewport Tile editor and add a Scene to the Scene placeholder.
Open the Transformation Editor

Set the Screen Size (width and height) of the Viewport Tile.

Open the Viewport Tile editor

Click the Play button.

oUvewN =

7.3.4 GFX Channels

Graphics (GFX) Channels allow a designer to compose several independent scenes into a new
scene. Utilizing a GFX Channel, a previously created scene can be added to the current scene as a
DVE or Texture.

GFX Channel Media Assets can be nested. This means a scene with a GFX Channel Media Asset
containing a scene, can be used as a scene placed within another GFX Channel Media Asset.
However, nested scenes cannot use the same GFX Channels as the scene they are nested into. For
example, if Scene 1 uses GFX channel 1, it cannot be nested within GFX Channel 1 of Scene 2. It
can however be nested within GFX channel 2.

GFX channels do not support the use of Transition Logic or Remote Cameras. Also note
that cropping GFX channels have an impact on the render performance. You can see a detailed
description of the functionality in the Media Asset Panel.

GFX Properties

By default, a GFX Channel automatically inherits the camera settings of the Scene it is applied to. In
addition to the common Media Asset properties, GFX Channels also have the following properties:

K] [ [] [> Force Key Camera [WRUEGW—N Resolution |
s [ Keep Aspect |

&

- Scene: Drag a scene, which should be rendered in the GFX channel.
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Play Controls: Controls the animation of the set scene.

Controlled: Controls the GFX Channel animation using the main or parent Scene animation
controls if active. For example, if the animation in the main Scene starts, it triggers the start
of the GFX Channel Scene.

Force Key: Renders the entire Scene as keyed if the Scene does not have any keying
information. If a GFX channel is rendered as Texture, it is in RGBA. Therefore, the Scene
needs to have keying information for an alpha channel (the key scene setting is set to auto
key or a key plug-in is used in the Scene Tree).

Keep Aspect: Renders the GFX Scene with its own aspect ratio (undistorted) if set to on. The
Scene is scaled to fit the GFX channel size if set to off.

Camera: Selects the camera view of the GFX Channel Scene. "Auto" means that the current
camera setting of the loaded scene is used (may also change due to animations within the
loaded scene).

Resolution: Defaults the GFX Channels to the resolution configured for the current Output
Format in the Viz Engine configuration. To change the current resolution, click the Default
Resolution button to make the Resolution X and Y fields available for input, and enter the
desired resolution setting. Clicking the Default resolution again resets the resolution for the
GFX Channel, as well as disable the Resolution X and Y input fields. If the Default Resolution
button is in a pressed state, and the Resolution X and Y fields are dimmed, the default
resolution is in use.

& The resolution setting only applies to GFX Channels in Texture mode.

Performance Considerations for GFX Channels

Rendering a GFX channel means typically that a second scene has to be rendered in multiple
render passes. To get the best performance out of this, please consider a few hints:

= GFX channels can be rendered in three internal modes (from fastest to slowest):
= The scene is directly rendered on top of the main scene, using the correct size as
needed.
= The scene is rendered in a temporary texture (using the correct size) and this texture
is blended into the main scene (needed when render sequence of nested scene is
"Overlay", or resulting texture is used with alpha < 1.0 in main scene).
= The scene is rendered in a temporary texture (using full render size) and this texture
is blended and scaled down into the main scene (needed when inner scene contains
Defocus, Glow, or a Magnifier).
= This leads to two main performance tips:
= If your nested scene is a fullscreen scene, make sure that you are using render
sequence Fullscreen instead of using Overlay.
= Consider if you really need postprocessing effects Defocus, Magnifier or Glow in your
nested scene, especially if the GFX channel is scaled down in your main scene.

See Also

Event Pool
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7.3.5 Image Channels

This section details how to create, assign and work with Image Channel media assets.

Image Channels are mainly used in conjunction with Viz Multiplay for creating video wall layouts.

However, you can also use Image Channels to add images to a 2D environment in DVE mode. You
can still add additional 3D objects to your scene tree, but the Image Channel always resides in the
background of your scene unless you change the layer order via the DVE menu.

& Image Channels are designed to work only in DVE mode, not Texture mode.

mmmmm :
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Image Channel Global Settings

The Image Channel media asset global settings are available in the Media Asset Panel. Here, you
can manipulate transformation of the currently selected channel. By clicking on the label
IMAGECHANNELT1 in the Global Settings panel, you can switch between all used Image Channels in
the scene. This applies to all Global Settings for the different types of Media Assets.
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IMAGECHANNEL1

Original

e Scale to fit max

El Scale to fit min

BB Tracking: Applies any change to the bounding box to the dimensions of the image
channel immediately for any container assigned this property. This property is only available
if Basic mode is selected.

- Alpha: Defines the alpha value of the image channel. Optionally, you can drag a reference
container to this property, every change in the alpha value of the reference container is
applied to the image channel.

Switching between Basic and Content is indicated by blue input fields.

IMAGECHANNEL1

P

fa| |Left

a| |Right
Top
Bottom

Original

Scale to fit max

B Scale to fit min

& Note: If you use more than one image channel in your scene, you can switch between the
image channels in the scene by clicking the IMAGECHANNELT1 label.

Image Channel Specific Settings

The following settings lets you to manipulate the content inside the Image Channel:
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Zoom Maode Border Color
Alpha  [100.0 % S

Image: Determines the image to use for the channel. Drag or load the image here.

Zoom Mode: Selects the zoom mode for the image. The options are Original, Scale to fill,
Scale to fit minimum and Scale to fit maximum.

Border Color: Defines a border color, and defines the color and alpha value of the border.

Enforced Background Loading

Similar to generic images in the scene tree, images for image channels can be loaded using
background loading even if background loading is disabled in the config. To enforce background
loading, use the following command when loading an image:

VizEngine commands

$(scene) *IMAGECHANNEL*$ (id) *IMAGE SETBGL $(image_path_or_uuid_or_url)
example:
MAIN_SCENExIMAGECHANNEL*2*IMAGE SETBGL <31E74EAF-E4B1-254C-B50987E7DF19182F>

7.3.6 Live Video Media Asset
Live

Live Media Assets integrate live video sources either as DVE or Texture Effect. You can see a
detailed description of the functionality in the Media Asset Panel.

Live Video Feeds

A live video feed can be can be applied through either DVE, Texture or Hybrid mode. If alpha is
required for the external video, open Config and enable alpha in Video Input (see the Configuring
Viz section of the Viz Engine Administrator Guide).

Specifically for Matrox cards: Enable w/Alpha when you require external video with alpha.
The Matrox board combines two of the video inputs in pairs, to serve both fill and key.
Inputs A and B, and input C and D are combined, respectively.

Use the Stream media asset to capture input using the Matrox X.mio 3 IP card.

& Tip: When hovering the mouse pointer over a Live Video Feed asset, the tool-tip displays
the resolution configured for that Live Video Feed.

This section details the following procedures:
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To Feed Live Video as Texture
To Feed Live Video as DVE
Live Inputs as Hybrid Mode
To Add a Live Input in Hybrid Mode

To Feed Live Video as Texture

1. Click on Built Ins.

2. Click on Media Assets (MA).

3. <Right-click> on the required Live Channel, and select Add Live<1> as Texture (1).
The Texture button in the Scene Tree panel (Media Asset Manager) is automatically
selected (2)

- The selected Live Channel is added to the Scene Tree and a new Container is created
(click Tree to view)

Server Control Views Tree Stage Server/Stage | +Tree/Stag
Media .

|\

—
Channel

Add LIVEL as Texture
Add LIVEL as DVE
Add LIVEL as Hybrid

Add as F: te
Delete from Favorites

& Tip: The Live<1> Channel can also be dragged to the Scene Tree, where it is
added as a Texture in a new Container.

& Tip: The Live<1> Channel can be made active or inactive. Toggle the active/
inactive button (3).

4. Click on Live<1> Channel, in the Scene Tree panel (Media Asset Manager) Texture view, to
open its properties panel.

& Tip: Also <right-click> the Clip<1> icon in its Container. Select Show settings of
Live<1> to show its properties at any time.
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a Tip: Click the icon in the Scene Tree to view Media Asset properties at any time

5. Select the required Keying

Mode (see Keying Mode).

6. Cllck Tree
7. Add a Geometry to the Container.

To Feed Live Video as DVE

& Note: If a DVS board is installed, DVE is simulated through the software.

Click on Built Ins.
Click on Media Assets (MA).
<Right-click> on the required Live Channel.
Select Add Live<1> as DVE.
- The DVE button in the Media Asset Manager (Scene Tree panel) is automatically
selected

A WN—

Media Assets

Background

Livel

FOREGROUND Foreground

& Tip: The Live<1> Channel can be made active or inactive. Toggle the active/
inactive button (1).

5. Click on Live<1> Channel, in the Media Asset Manager (Scene Tree panel) DVE view, to open
its properties panel.

a Tip: Click the icon on the top of the Scene Tree to view Video settings, at any

time.

6. Adjust the parameters in the DVE control panel, as required.
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7. The Scene Editor shows a blue rectangle, which shows that the live input channel is correctly
configured for live video.

Live Inputs as Hybrid Mode

Live Inputs can be used as DVE and Texture at the same time for Viz Engine versions 3.12 and
later.

To Add A Live Input In Hybrid Mode

1. Click Built Ins > Live.
2. Right Click on any of the live inputs.
3. Select "Add LIVEx as Hybrid"

Add LIVES as Texture
Add LIVES as DVE
Add LIVES a= Hybrid

Show settings of LIVES

Add as Favorite
Delete from Favorites

7.3.7 Stream Media Asset
Stream

ik
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Video Streams represent IP-based live video streams (IP Engine). They can be used either as DVE or
Texture Effect.

For an NDI based workflow, Stream Inputs handle the NDI inputs.

Stream Media Assets provide visualization for video being streamed into the engine. A detailed
functionality description is in the Media Asset Panel.

Live Feed from a Video Stream

Video from a video stream can be applied through either DVE or Texture. To play a Video Stream,
make sure that a Stream channel is active (see the Video Input page in the Configuring Viz section
of the Viz Engine Administrator Guide).

This section details the following procedures:

- To Feed a Video Stream as Texture
- To Feed a Video Stream as DVE
- To Remove a Video Stream

To Feed a Video Stream as Texture

1. Click on Built Ins.
2. Click on Media Assets (MA).
3. <Right-click> on a Stream Channel, and select Add Stream<1> as Texture (1).
- A new container is created in the Scene Tree and the Stream Channel is added to it as

a property

Copyright © 2019 Vizrt Page 320


http://documentation.vizrt.com/viz-engine

Viz Artist User Guide - 3.12

The Texture button in the Media Asset Manager (Scene Tree panel) is automatically
selected (2)

Texture Sources

_[- GP | CP
-
Container

Add STREAM1 as DV
Show settings of STREAM1L

Add as Favorite

rTree Media Assets

e [Ser [ search [Tove T e

Name Order

[ oo e

& Tip: The Stream<1> Channel can also be dragged to the Scene Tree, where it is
added as a Texture in a new Container.

& Tip: The Stream<1> Channel can be made active or inactive. Toggle the active/
inactive button (3).

4. Click on Stream<1> Channel, in the Media Asset Manager (Scene Tree panel) Texture view, to
open its properties panel.

& Tip: Also <right-click> the Stream<1> icon in its Container. Select Show settings of
Stream<1> to show its properties at any time.

Tip: Click the icon on the top of the Scene Tree to view Media Asset properties
at any time
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5. Select the required Keying Mode.

6. Enter the stream URL.
7. Click on Load.

Repeat Mode Field —

& Note: To load a new Video Stream, enter the new URL in the URL box. This
automatically clears the old Video Stream.

To Feed a Video Stream as DVE

1. Click on Built Ins.
2. Click on Media Assets (MA).
3. Right click on the required Stream Channel.
4. Select Add Stream<1> as DVE.
- The DVE button in the Media Asset Manager (Scene Tree panel) is automatically

selected

Media Assets

\E

N.:lrnl-'

BACKGROUND Background

Streaml

FOREGROUND Fareground

& Tip: The Stream<1> Channel can be made active or inactive. Toggle the active/
inactive button (1).
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The Scene Editor shows a blue rectangle, which shows that the live input channel is
correctly configured for live video.

TR T e T e =

. Click on Stream<1> Channel, in the Media Asset Manager (Scene Tree panel) DVE view, to

open its properties panel.

a Tip: Click the ﬂ icon on the top of the Scene Tree to view Video settings, at any

time

Adjust the parameters in the DVE control panel, as required.
Enter the stream URL.
Click on Load.

Ul

Repeat Mode [ Rgld
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To Remove a Video Stream
Click on the Clear button (1).

Global Settings

WBI Source Live 1 —

Zero Frame Delay Mixer |Off

Show DWE Channels !

Clipchannel on set

Audio Volume 100.0 =%

Url

Repeat Mode None

Keying Mode w M-Zone Libero

7.3.8 Super Channels

Super Channels provide a generic tool to create and group transitions between various types of
assets in Viz Artist. They are an abstraction mechanism to represent, access and apply transitions
between the various types of media assets. Within the Super Channel, you assign two media
assets, A and B, to provide event based transitions between them. Internally, the Super Channel
then utilizes the channel type required of the corresponding media asset to represent the
underlying content. Images use Image Channels, scenes use GFX Channels, clips use Clip
Channels, streams use the Stream Channels, and live feeds use Live Channels. There are eight
Super Channels available that can be used simultaneously.

& Super Channels are designed to work only in DVE mode, not Texture mode.
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SUPERCHANNEL1

Start Mode Loaded =
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Here, you find information on the following:

Super Channel Settings

Super Channel Context menu

Super Channel Transformation
Sub Channels

Sub Channel Settings

Enforced Background Loading

Super Channel Settings

Sub Channel (A, B): Drag scenes, images or clips to the Sub Channel icon. Click Viz
One to load a clip from your configured Viz One system, or load a local clip by clicking the Browse
for a clip button.

| B
No Director available r

<El
Mo Director available ™
from B to A. Disable Auto to select an existing Director to run the transition with, or None to
disable the transition.

ﬂ Transition: Sets the direction of the transition, from sub channel A to B, or
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Manually

Assignment
Assignment / Cleared
Loaded

Loaded / Cleared
Director finished
Sync Object

Event Start Mode: Selects what triggers the Super Channel transition:

Manually: Sets user manual switching from sub channel A to B, or vice versa, by selecting the
sub channel in Viz Artist or through external commands.

Assignment: Triggers transition when you assign a new asset to inactive sub channel.
Assignment / Cleared: Triggers transition asset assignment, or when you clear the sub
channel.

Loaded: Triggers transition when an asset is loaded. This is useful for Super Channels that
display images when image background loading is active in the Viz Engine configuration.
Loaded / Cleared: Triggers transition when an asset is loaded, or when you clear the sub
channel.

Director finished: Triggers transition once a given director has finished execution.

Sync Object: Drag a Super Channel to the Sync objects area. Sync objects provide a way to
synchronize execution of Super Channel transitions between multiple Super Channels. Sync
objects monitor all linked Super Channels until all their inactive sub channels have been
loaded. The sync object then calls onAl1ChannelsArmed to trigger the transition for all Super
Channels managed by the sync object. You can add as many Super Channels to a sync object
as are required.

Event: Allows you specify the Scene, the sender (Animation from Stage or from Super
Channel) and the Event (on Started, on Stopped, onDirectorStarted, onDirectorStopped).
Mode: Selects the mode for using internal channels. This only affects hardware based
channels, e.g. Livel or Clip1. In DVE mode, the internally used channel for a subchannel is
used in DVE mode, all properties of the subchannel are copied to the DVE layer. In Texture
mode, the internally used channel is used in texture mode and an ImageChannel is used to
show the texture.

Sync Object Example:

Add two Super Channels to the scene. Then set Start Mode of Super Channel 1 to Sync
Object and drag Super Channel 2 into the list of linked channels. Notice how this links
Super Channel 1 and Super Channel 2 to each other. The transition from the active to the
inactive Sub Channel starts as soon as both inactive Sub Channels have fired onAssigned
and onLoaded. Assign an image to sub channel B of both Super Channels to achieve this.

You can do this manually in Viz Artist, or via external commands:
MAIN75CENE*Super Channel*<CHANNEL71D>*<A|B> SET IMAGE <UUID>

In case a sync object is active, but you do not want to change the assets on allsyncedSuper
Channels, you still have to call the assign command on all Sub Channels. Otherwise, the
sync object does not fire, and thus the transition does not trigger. However, re-assigning
the already assigned Media Asset is completely free in terms of performance, as no
internal reloading takes place. As such, this represents a viable option to trigger the
requiredonAssignedevent.
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Super Channel Context menu

The channel context menu provides quick access to the properties of the scene, as well as to
quick-select it in the database.

SUPERCHANNEL1

Switch to properties of A

Show in Server View: Selects and highlights the scene in the server menu and highlighted.
Switch to properties of A/B: Provides direct access to the transformation of the selected Sub
Channel.

Super Channel Transformation

This section is used to animate the whole Super Channel, including both sub channels. Super
Channel animations are independent of the sub channel animations. This means that you can have
a transition animation between multiple Super Channels, which is often required for content on
Videowalls.

You can animate certain Super Channel properties, such as Position, Size, or Alpha, to define
custom transitions between one or more Super Channels. A detailed description of the parameters
can be found in the Media Asset Panel.

& Note: Super Channels deal with rendering content assigned to the two sub channels, A and
B, in the current main scene. Thus, they represent an intuitive and easy to use mechanism
for transitioning between the sub-channels A and B.

Sub Channels

A Super Channel is composed of two Sub Channels, A and B. Here, you can see the sub channels A
and B of Super Channel 1:
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(Global Settings.“Media Asset | [ ' ' ' I al Illumins I 20 |virtual Studio’

SUPERCHANMEL1 A

Right
Top
Bottom

[wirtual Studio

General Setting

You can animate certain Sub Channel properties, such as Position, Size, or Alpha, to define custom
transitions between the two Sub Channels. A detailed description of the parameters can be found
in the Media Asset Panel. Click the text label, for example, Sub Channel 1A, in the Sub Channels
upper right corner to switch between all Super Channels and Sub Channels in your scene.

& Note: To utilize background loading in combination with Super Channels, enable it globally
in Viz Engine. The dedicated SETBGL commands used with containers,
<ObjectID>*TEXTURE*IMAGE SETBGL <UUID>, do not work with Super Channels.

Sub Channel Settings

General Settings | Scene | Image

Start Mode

Here you can select how to trigger the Sub Channel animation. The Start Mode options are:

Manually: Sets user manual switching from subchannel A to B or vice versa by clicking the
corresponding subchannel in Artist or through external commands.

Transition Start: Triggers on transition start.

Transition End: Triggers on transition end.
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Loaded: Triggers transition once a newly assigned asset has been loaded. This is of special
interest for Super Channels displaying images, with image background loading activated in
the Viz Engine configuration.
Event: Allows you specify the Scene, the sender (Animation from Stage or from Super
Channel) and the Event (on Started, on Stopped, onDirectorStarted, onDirectorStopped). An
event is fully defined by its event name, the identifier/name of the sender, and its
arguments. A new internal event system was introduced in Viz Engine 3.9. This allows
certain objects to fire and listen to internal events. Amongst those objects are:

Super Channels or their sub channels

Stage

Scripts

| General Settings Scene|1n1age|ihg

Force Key: Allows you to force a full-screen key of your loaded scene, even there is no key
function applied to it.

-Border Color-

" Original | Alpha  [100.0% F5 1

Image: Allows you to control the Zoom mode and the border colo