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1 Introduction

This guide will help you to understand the Viz Artist user interface, and how to perform
certain tasks.

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

e Viz Artist
e Viz Engine
¢ Viz Config

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

This chapter contains information on the following topics:

¢ Document Structure

¢ Related Documents

e Customer Feedback and Suggestions

¢ Customer Support Request

1.1 Document Structure

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

e Section 1 Introduction

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

e Section 2 Workbench Description

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

¢ Section 3 Scene Tree Knowledge and Skills

This chapter describes the Viz scene tree, and shows the Scene Tree Knowledge and
Skills needed to be familiar with the scene tree and how it operates.

e Section 4 Manage Work and Viz Graphics Hub

This chapter describes briefly the Viz Graphic Hub, and how to manage Elements
and the work flow of Elements.

e Section 5 Global Tasks

This chapter describes how to perform Global tasks, such as working with the Scene
Settings, Implementing Video, Importing, Archiving and Deploy of graphics to video
clips and/or still images.

* Section 6 Lights
This chapter describes how to work with Lights.
¢ Section 7 Animation Stage
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Section 8 Creating Animations

These chapters describe how to work with the Animation Stage when Creating
Animations.

Section 9 Cameras

This chapter describes how to work with Cameras in scenes used in 2D and 3D
(stereoscopy) broadcast production.

Section 10 Configuring Viz

This chapter describes all the configuration properties and parameters, and how to
use them when Configuring Viz Artist and Viz Engine.

Section 11 Geometry Plugins

Section 12 Container Plugins

Section 13 Shader Plugins
Section 14 Scene Plugins

Section 15 Texture Sources

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

Section 16 On Air Mode

This chapter describes the On Air Mode that is used to test and analyze the
performance of Viz scenes.

Section 17 Transition Logic

The chapter describes the core aspects of Transition Logic scene design with a
small tutorial at the end to help you get started with your amazing transition logic
designs.

Section 18 Scripting
Section 19 Scripting Data Types and Procedures

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

Section 20 Shared Memory (SHM)

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

Section 21 Working with FBX Files

This chapter describes how to work with other 3D design software and how to
import and work with FBX files in Viz Artist.

Section 22 Glossary

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

1.2
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Related Documents

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

Viz Engine Administrator’s Guide: Contains information on how to install the Viz
Engine software and supported hardware.

Viz Engine Plugin SDK reference: Contains information on how to create a
customized Viz plugin.
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1.3 Customer Feedback and Suggestions
We encourage suggestions and feedback about our products and documentation. To
give feedback and, or suggestions, please identify your local Vizrt customer support
team at www.vizrt.com.
Go to www.vizrt.com.
Click on Contact (1).
3. The Vizrt office which is nearest to your location will be shown (2), or select from
the list of Vizrt offices.
4. Click on ‘Contact’.
‘Your nearest sales office Vizrt Corporate Office
Wizrt Austia Wizrt Global Headguaiters
5. Complete the required details in the window that opens.
Note: If this message is for Customer Support, and their is a Support Contract in
place, then click on the ‘For support requests, please visit our support portal’ link
in the message window.
6. Click on CONTACT ME.
A Vizrt representative will contact you as soon as possible.
14 Customer Support Request

Support Requests are supported by Vizrt if Customers have a valid Service Agreement
in operation. Customers who do not have a Service Agreement and would like to set up
a Service Agreement should contact their regional sales representative (see Customer
Feedback and Suggestions).
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When submitting a Support Request relevant and correct information should be given
to Vizrt Support, to make sure that Vizrt Support can give the quickest and best
solution to your Support Request.

This section contains information on the following topics:

e Before Submitting a Support Request

e Submitting a Support Request
e Viz Log Files

Before Submitting a Support Request

Before a Support Request is submitted make sure that you:

Read:

¢ The relevant User Guide or Guides
¢ The release notes

and Check:

¢ That the system is configured correctly

¢ That you have the specified hardware, tested and recommended versions

Always refer to your Vizrt Service Level Agreement document.

Submitting a Support Request

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

¢ Content of a Support Request

e To Submit a Support Request

Content of a Support Request

The report should contain information about these topics:

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

¢ Screen shots and illustrations: Use to simplify the message.

* System log files: Send the system log files (see Viz Log Files).

« System dump files: Send the system dump files from the crash (e.g. Viz Artist
program folder <Viz install directory>).

Note: Check: If the operating system is Windows 7 and up, dump files can be
stored at: <userdir>\AppData\Local\VirtualStore\<Viz install directory> (check
user rights).

System Config file: Send the system config file (e.g. Viz Artist program folder <Viz
install directory>).
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Note: If the operating system is Windows 7 and up, the config file can be stored
at: <userdir>\AppData\Local\VirtualStore\<install_directory> (check user rights).

* Software configuration: Add exact versions of software (-build) used.
« Hardware configuration: Add exact versions of hardware used.

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

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

Always refer to your Vizrt Service Level Agreement document.

To Submit a Support Request

1. Go to Vizrt.com.
2. Click on Support (1).

3. Click on Report a case (2).

Search documentation Ask the community

®

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

Support
Sepport oo Productepdsss  Reperta cies  Docemam utisn FORLM

Customer & partnes portal
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6. Click on Report a Case (4).

nagement | My Profils

Discover The Portal

10 VIZIT's SUPPON Fesources

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

Report, irack and communicate support issues
Tei partal e T aesad in communcaling gpa mats b0 o can g s e our e and commriate i Vet drsclly te ope saues
Suppert News

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

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

Your Vizrt Support

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

* Contact: Your name

¢ Account: Your account

* Product: The product the support request refers to.
* Case Type: The type of support request required
Click SAVE.

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

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

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

1.4.3 Viz Log Files
The location of Viz log files is shown in the Viz Configuration, Local Settings.

Log Directory

R Verbosity

Plugin Temp. Folder ciftemp

1. Check the Log Directory path (1) for the Viz Log files location.

2. If the path is empty the log files will be located in the Viz Artist program folder
<viz install directory>.

Note: Check: If the operating system is Windows 7 and up, log files can be stored
at: <userdir>\AppData\Local\VirtualStore\<install_directory> (Check user rights).

Viz Render Log

* Name: VizRender_<timestamp>.log
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¢ Purpose: Information on current status of the engine

Viz Trace Log

* Name: VizTrace_<timestamp>.vlog

¢ Purpose: Command trace that facilitates playback for error reproduction, contains
at most the last 500 commands

Viz Gui Log

¢ Name: VizGui _<version>.log

* Purpose: Information on Viz Gui errors

Viz Shaders Log

« Name: VizShaders.log

¢ Purpose: Information on shader compilation

Viz Console Log

« Name: Viz_<timestamp>.log

¢ Purpose: Log console output to a file when the engine is started without console (-
C option)

Viz Gui Connection Log

This Log is created if ‘Write GH Connection Log’ is active (see Local Settings).

* Name: VizGuiConnection<timestamp>.log

¢ Purpose: Information on the Viz Graphic Hub database connection
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2 Workbench Description

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

* Main Window

e Main Menu

* Scene Editor

* Working with the Scene Editor
* Scene Editor Views

¢ Keyboard and Mouse Shortcuts

2.1 Main Window

After a successful login, the Main window shows.

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

At system startup the area is divided into four panels:

Fig Item |Panel Description

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

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

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 Elements, in the Viz Graphic Hub database, can

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

Note: The panel areas can be resized.

Dual Monitor Configuration

Viz Artist can be configured to work on two monitors (see User Interface). The screen
options are:

¢ Mosaic Horizontal or Mosaic Vertical

e Dual Screen

Mosaic Horizontal or Mosaic Vertical

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

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

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

(1).

Note: Mosaic Horizontal and Mosaic Vertical are only available with NIVIDA
graphics cards, under Windows 7 and up.

Mosaic Horizontal
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Mosaic Vertical

Dual Screen

Dual Screen

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

2.2 Main Menu

The buttons in the Main menu make it possible to change the view of the Display area.
This section contains information on the following topics:

e Main Menu Left
¢ Main Menu Right

2.2.1 Main Menu Left

This section contains information on the following topics:

e VizBoldServer Button
¢ VizBoldBuilt Ins Button
¢ VizBoldControl Button
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¢ VizBoldViews Button

* VizBoldTree Button

* VizBoldStage Button

» VizBoldServer/Stage Button
* VizBold+Tree/Stage Button

Server Button

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

For more information see the Manage Work and Viz Graphics Hub, Server Menu, and
Server Tree Menu sections.

Shows the following panels:

e Server (top left)

¢ Scene Tree (bottom left)

* Property (top right)

¢ Scene Editor (bottom right).

Built Ins Button

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

For more information see Built Ins, Scene Editor, Image Editor, and Plugin sections.

Shows the following panels:

¢ Plugins (top left)

¢ Scene Tree (bottom left)

* Property (top right)

¢ Scene Editor (bottom right).

Control Button
The Control area shows the Control Objects and Control Channels.
Shows the following panels:

e Controls (top left)

¢ Scene Tree (bottom left)

* Property (top right)

¢ Scene Editor (bottom right)

Views Button

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

Shows the following panels:

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

Tree Button

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

For more information see the Scene Tree Knowledge and Skills chapter.

Shows the following panels:

¢ Scene Tree (left)

e Property (top right)

¢ Scene Editor (bottom right)
Stage Button

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

For more information see the Animation Stage and Creating Animations chapters.

Shows the following panels:

« Stage (top)
¢ Scene Tree (bottom left)
¢ Scene Editor (bottom right)

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:

e Stage (top)
e Server (bottom left)
* Scene Editor (bottom right)

+Tree/Stage Button

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

Shows the following panels:

« Stage (top)
e Server (bottom left)
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¢ Scene Tree (bottom center)
e Scene Editor (bottom right)

Main Menu Right

This section contains information on the following topics:

* VizBoldimport Button
* VizBoldArchive Button
* VizBoldDeploy Button
* VizBoldConfig Button
e VizBoldPost Button

e VizBoldOn Air Button

¢ |Information, Minimize and Close Buttons

Import Button

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

Archive Button

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

Deploy Button

Click to open the Deploy panels (available when Deploy is enabled in the Viz
Configuration, see the Configuring Viz chapter). Use these panels to copy Elements,
with all their necessary data, from one server to another. For more information see the
Deploy section.

Config Button

Click to open the Viz Configuration panel. Use this panel to change system options and
functionality. For more information see the Configuring Viz chapter.

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

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

Alternatively, the Configuration can be launched as a separate application from Start
-> All Programs -> Vizrt -> Viz 3 -> Config. Note that after altering the configuration
settings, the system should be restarted for the changes to take effect.

Post Button

Opens the Post Rendering panel. From this panel it is possible to export image chains or
Scene clips. For more information see the Post Rendering section.
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On Air Button

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

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

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

Information, Minimize and Close Buttons

Documentation Button: Opens the Viz Artist Users Guide.

E=d Message Box Button: Opens the Message window. This window shows server
warnings, and chat messages can be sent/received to/from other users connected to
the database.

Show Commands Button: 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: Use keyboard shortcut <Alt+C> to open the Viz Engine Console window.

L& License Information: Opens the License Information window. This window
shows the status of the current license such as license expiration date, platform
type (Standard PC or Video), licensed plugin packages, Viz version number, etc. This
is also where the license can be renewed. For details on how to renew the license
see the Viz Engine User’s Guide.

B2 Minimize Button: Minimizes the Viz Artist window.

L Close Button: Opens the Quit or Restart menu. In the Quit or Restart menu click
on the drop down arrow to open the shut down menu.

Tip: Use the keyboard shortcut <double-Esc>, or <Alt+F4> to close Viz Artist.
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Scene Editor

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

At the left side of the Scene Editor is a vertical bar. This bar makes it possible to show
additional information in the Scene Editor, as well as providing more options while
working.

This section contains information on the following topics:

e Layer Manager
¢ Scene Editor Buttons

See Also

e Working with the Scene Editor
¢ Scene Editor General Shortcuts

e Scene Editor Camera Controls and Shortcuts
¢ Scene Editor Orthogonal View Controls and Shortcuts
e Scene Editor Animation Controls and Shortcuts
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2.3.1 Layer Manager
iy
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All scenes are, by default, designed to run in the main layer, but can be played out in
the front and back layer as well. The layer manager can be used to test combinations
of scenes in the three layers (front, main and back).

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 in the Scene Tree and
the Scene Editor panel by a double click (opens the scene in the scene tree) on the
relevant Scene (see also Context Menu).

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

Active_ |

You can also set the same scene to the front and back layer, creating what is known as
self layer(s). This will allow you to link the scenes and adjust the camera settings for
the front layer. When saving a scene, any self layer settings will be preserved.

£IT The three small indicators show which layer is active in the scene tree, and are
referred to as traffic lights.

Context Menu

¢ Open <scene>: Opens the scene for editing.
* Set Inactive/Active: Enables you to show the layer or not.
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* 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.

To add scenes to the layer manager

e Simply drag and drop the scenes onto the layer placeholder(s).
See Also

e Scene Editor Buttons
¢ Working with the Scene Editor
e Timeline Editor

2.3.2 Scene Editor Buttons

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

* Snap: Takes a snapshot of the current content in the Scene Editor. For more
information, see the Snapshot section.

¢ KP: Activates the preview of the key signal.

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

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

¢ TA: Shows the title area as the outline of a light blue rectangle in the Scene Editor.

e W: Renders the scene in wire frame mode.

« BB: Enables the bounding box visualization for the selected container.
* P: Shows the Performance bar .

¢ Grid: Opens the Grid Toolbar .

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

* Snapshot
¢ To take a snapshot

e Performance bar
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e To view the performance bar in the Scene Editor

e To view all performance bar indicators
e Grid Toolbar
¢ To enable the Grid toolbar

Snapshot

Snap Shot

Flease Enter Image Name:
Width

=l
-
Lock
Height 576 =R
Format RGB RGBA

Ok | Cancel

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

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

To take a snapshot

Click the Snap button to create an RGB image, or
Press the Shift key and click the Snap button to create an RGBA image.

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

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

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

Performance bar

The Performance Bar can, in addition to being shown in On Air Mode, be shown at the
bottom of the Scene Editor. The performance bar gives an idea of the performance
(frames per second) the Scene is rendering in. Each indicator shows how many
microseconds each rendering step takes:

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

¢ MAX (Maximum): Shows how many frames per second the scene can render
at without waiting for vertical retrace. The higher the maximum value, the more
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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

They are also linked to the bars with different colors.

To view the performance bar in the Scene Editor

Click the Scene Editor’s P button.

To view all performance bar indicators

Middle-click the P button to show all performance indicators:

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 currently used texture memory.

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 texture) and
video output take. De-interlaced video inputs take longer time than progressive
and interlaced. The only way to improve this value is to use a faster system. This
indicator is linked to the red bar.

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

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

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

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

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

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

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

= EHEEEER]

* Plane Type: Shows which plane the grid should lie in:

« Off: Indicates that the grid is switched off.

* Align X/Y: Aligns the grid to the X/Y-plane.

¢ 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 (for example aligned to a object).

= = O

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

* Show/Hide Grid: Shows or hides the grid in the Scene Editor.
« Home: Sets the grid back to its default position.

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

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

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

¢ Size: Defines the raster size of the grid.
* Change Color of Grid: Changes the color of the grid.

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

] a7

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

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

* Free Plane Value Editor: Switches the free plane value editor on and off. In this
editor you can adjust the grid’s plane.

To enable the Grid toolbar
¢ Click the Scene Editor’'s Grid button.
See Also

* Layer Manager
¢ Working with the Scene Editor

e Timeline Editor
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2.4

2.4.1
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Working with the Scene Editor

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

This section contains information of the following topics:

e Scene Editor Functions

e Scene Editor Context Menu

See Also

e Scene Editor General Shortcuts

¢ Scene Editor Camera Controls and Shortcuts

e Scene Editor Orthogonal View Controls and Shortcuts

¢ Scene Editor Animation Controls and Shortcuts

Scene Editor Functions

This section contains information of the following topics:

¢ To select/deselect an object

* To copy an object

¢ To move an object

¢ To move an object on its Z axis

e To select multiple objects

¢ To deselect multiple objects

e To add properties to multi selected objects

¢ To move multi selected objects
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* To move multi selected objects on their Z axis

To select/deselect an object

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

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

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

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

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

To copy an object

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

To move an object

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

2. Keep the left button pressed and move the object within the Scene Editor.
3. Release the left button

To move an object on its Z axis
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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, will show the editable properties for all selected objects.

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

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

To select multiple objects

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

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

To deselect multiple objects

1. Press the SPACE bar, or
2. Click in an empty space on the Scene Editor.
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To add properties to multi selected objects

A wWw N

Multi select the required objects.

From the Server Area select the required Element.
Drag the Element to one of the selected objects.
All selected objects will take on the property.

To move multi selected objects

3.

Select the required objects (see how To select multiple objects)

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

Release the left button.

To move multi selected objects on their Z axis

P w N

Select the required objects (see how To select multiple objects)

Left-click on one of the multi selected objects.
Keep the left button pressed and press the right button. Hold both buttons down.
Move the mouse to the left or right to move selected objects in its Z axis.
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Scene Editor Context Menu

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

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

Position: Switches into the position mode.
Rotation: Switches into the rotation mode.
Scale: Switches into scale mode.

Center: Switches into center editing mode.
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 will
show and a bounding box will cover all selected objects. When Local and World is
selected a bounding box for each selected object will show.

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

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

Transformation: Opens the transformation editor for the Container.

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

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

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

This section contains information of the following topics:

e To select an option from the context menu

¢ To change an object’s position

e To rotate an object

e To scale an object

¢ To move the axis center of an object

To select an option from the context menu

1. Right-click and hold.
2. Move the cursor to the option you want to select
3. Release to select.

To change an object’s position

Select an object.
Right-click the object and select position from the context menu.
Grab and drag a handle.
The container will follow the movement along the axes shown in the selected camera

view. During this operation a status window is shown, giving you information about the
position.
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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.

To scale an object

1. Right-click to open the context menu

2. Select scale.
3. Drag the handles to scale the object.

Viz Artist User’s Guide
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To move the axis center of an object

1. Right-click to open the context menu
2. Select center.

This will show the axis of the selected container with handles on their ends.

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

See Also

e Layer Manager
¢ Timeline Editor

2.5 Scene Editor Views

By clicking the Views button in the Main Menu, three extra Scene Editor views open on
the left side of the main Scene Editor.
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These are a good aid for getting an overview of the objects in the scene and visualize
their position in relation to lights and cameras. They have, in principle, the same
functionality as the main Scene Editor and let you do the same operations on objects
as you would in the main Scene Editor. As well as the main Scene Editor, the side views
may be set to view through one of the 16 editable cameras or through one of the six
predefined orthogonal views. Setting them to one of the predefined orthogonal views
allows you to change position and direction of lights and cameras.

If you set the Scene Editor to show one of the predefined orthogonal side views there
are some special shortcuts that may be used to pan and zoom:

* Pan: By clicking the left button in the background (not the objects).

¢ Zoom in (Z) and out (X): Zoom in or out by holding down the Z or X keys and
draw a rectangle with the left button pressed, or press the Z or X keys multiple to
zoom in or out in a stationary position.

In the six predefined orthogonal views, the currently selected camera, and in addition
all cameras that have been given the status Vis or inf, will show as symbols. By
clicking on them in the side views, their focus will be set in the main Scene Editor and
handles for editing position and direction will be visible (drag the handles to change
position and direction).

The same is the case with lights. The light source currently selected and those which
have the Vis status as ON, will be visible as symbols. Their position and direction can
be edited with the cursor.

See Also

e Working with Light
¢ Cameras

2.6 Keyboard and Mouse Shortcuts

When a keyboard shortcut is used, always make sure that the keyboard ‘Caps Lock’ is
set to Off, unless otherwise stated.

This section contains information on the following topics:

¢ Application Controls and Shortcuts

¢ |Integer/Float Controls

e General Server Tree Shortcuts

¢ General Server Element Area Shortcuts

e Server View Shortcuts

e Built-in View Shortcuts

¢ General Scene Tree Shortcuts

e Scene Tree Basic View Controls and Shortcuts

e Scene Tree Sort View Shortcuts

e Scene Editor General Shortcuts

¢ Scene Editor Camera Controls and Shortcuts

e Scene Editor Orthogonal View Controls and Shortcuts

¢ Scene Editor Animation Controls and Shortcuts

¢ General Stage Tree Shortcuts
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2.6.1

2.6.2

e Stage Controls and Shortcuts

¢ Import File Shortcuts

e Import Archive Shortcuts
* On Air Shortcuts

e Import File Shortcuts

» Script Editor Shortcuts

Application Controls and Shortcuts

Function

Key and/or Mouse

Display Context Menu

Right mouse button click

Quit Viz Artist Double-Esc
Alt+Q
Alt+F4

Show/Hide Viz Command Console Alt+C

Show Video Output Configuration Alt+V

Window

Show Performance Analyzer Window

Ctrl+Right mouse click on Quit button

Quit Viz Engine

Double-Esc
Alt+Q
Alt+F4

Integer/Float Controls

Function

Key and/or Mouse

Increase/Decrease very large steps
(100)

Shift+Alt, or
Hold left mouse button and move

Increase/Decrease large steps (10)

Alt, or
Hold left mouse button and move

Increase/Decrease normal steps (1)

Hold left mouse button and move

Increase/Decrease small steps (0.1)

Ctrl, or
Hold left mouse button and move

Increase/Decrease very small steps
(0.01)

Shift+Ctrl
Hold left mouse button and move

Reset whole group

Double click one of the Rs (Reset Button)
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General Server Tree Shortcuts

Function Key and/or Mouse
Jump to top of tree Home

Jump to bottom of tree End

Move a page down in the tree pgdown

Move a page up in the tree pgup

Scroll up the tree Cursor up

Scroll down the tree

Cursor down

Open or close the selected tree

Return, or the numeric keyboard Return

Delete a folder

Delete (after confirmation)

General Server Element Area Shortcuts

Function Key and/or Mouse
Jump to Top Element Home

Jump to Last Element End

Move a page down pgdown

Move a page up pgup

Scroll up the Element list Cursor up

Scroll down the Element list

Cursor down

Scroll left in the Element list

Cursor left

Scroll right in the Element list

Cursor right

Open or close the selected tree

Return, or the numeric keyboard Return

Delete an item

Delete (after confirmation)

Server View Shortcuts

Function Key and/or Mouse
Open Graphics Hub Search Window |Ctrl+F
Switch to Scenes Ctri+1
Switch to Geometries Ctrl+2
Switch to Materials Ctri+3
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Function Key and/or Mouse
Switch to Advanced Materials Ctri+4
Switch to Images Ctrl+5
Switch to Fonts Ctrl+6
Switch to Audio Files Ctrl+7
Switch to All Ctrl+8
Switch to Auto Selection Ctrl+9
Show/Hide Properties of a File Ctrl+P
Toggle Detail View Ctri+Y
Create new Material or new Scene |Ctrl+A

This works only in Material or Scene View.

Copy File(s) Ctri+C
Cut File(s) Ctrl+X
Paste File(s) Ctrl+V

This will create a link. File will not be duplicated.

Paste File(s)

Ctrl+Shift+V
This will duplicate the file(s).

Export Ctrl+E
This works only in Image View.
Rename File F2

Duplicate Selected File(s)

Ctrl+Left mouse button click and drag

Link File(s) to a different Folder/
Project

Alt+Left mouse button click and drag

Multidrop

Hold left mouse button and move; middle mouse
button click

2.6.6 Built-in View Shortcuts

Function

Key and/or Mouse

Jump to plugin which starts with a
given letter

Press the first letter of the plugin name.

Jump to Default folder for a
category of plugins

Double-click the plugin folder tab.

Scroll up the plugin list
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Function

Key and/or Mouse

Scroll down the plugin list

Cursor down

Scroll left in the plugin list

Cursor left

Scroll right in the plugin list

Cursor right

2.6.7 General Scene Tree Shortcuts

Function

Switch to Basic View Ctri+1

Switch to Sort View Ctrl+2

Switch to Search View Ctrl+F

Show Scene Log Window Ctrl+4

Show Scene Information Window Ctrl+5

Refresh Ctrl+A

Use shortcut <Ctrl-Shift-A> to switch autograb focus with the Property Editor

Function Key and/or Mouse

Go to Top Container Home

Go to Last Container End

Go to top of page pgdown

Go to bottom of page pgup

Scroll up the Container list Cursor up

Scroll down the Container list Cursor down

Open or close the Container tree Return, or the numeric keyboard Return
2.6.8 Scene Tree Basic View Controls and Shortcuts

Function

Key and/or Mouse

Insert New Container

Ctrl+Insert

The new Container will be created above the first
selected Container.

Page 60

Delete Selected Container(s) Ctrl+Delete
Open Tree Ctrl+0
Collapse Tree Ctrl+l
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Function Key and/or Mouse
Lock Selected Container(s) Ctrl+L

Unlock Selected Containers(s) Ctrl+Shift+L

Group Selected Container(s) Ctrl+G

Ungroup Selected Container(s) Ctrl+Shift+G

Hide Selected Container(s) Ctrl+H

Show Selected Container(s) Ctrl+Shift+H

Undo Ctrl+z

Redo Ctrl+Y

Save the Scene Ctrl+S

Copy Selected Container(s)

Ctrl+Left mouse click on container name and
drag

Copy Selected Container(s) to Ctrl+C
Clipboard
Paste Containers from Clipboard Ctrl+V

They will be created one hierarchical level
underneath selected container.

Cut Selected Container(s)

Ctrl+X

Move Selected Container(s)

Left mouse click on container name and drag

Move Selected Container and retain
transformation properties

Alt+Left mouse click on container name and
drag

Copy Properties of Container

Left mouse click on container Properties and
drag

Merge Group

Ctrl+M

Split Container

Ctrl+Shift+M

Scene Tree Sort View Shortcuts

Function Key and/or Mouse
Sort by Vertices Ctrl+Q
Sort by Render Time Ctrl+W
Sort by Texture Size Ctrl+E
Toggle Unique for Texture Size Ctrl+T
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Scene Editor General Shortcuts

Function

Key and/or Mouse

Multi select Containers

Ctrl+Left-click

Deselect Container or Containers

SPACE, or
Left-click

Deselect one of multiple selected
Containers

Ctrl+Left-click

Delete container

Ctrl+Delete, or
Backspace

Copy container(s)

Ctrl+Left-click and drag

Move Container on the z axis

Toggle bounding box on/off

B

Select next container in tree

Cursor down

Select previous container in tree

Cursor up

Select next container down in tree
hierarchy

Cursor right

Select parent container

Cursor left

Switch additional performance
information on

Middle mouse click on “P”

Create Snapshot in RGBA

Shift
Right mouse click on “Snap

”

Add new Key frame in Stage of Return
selected container
Enable expansive Z-Sort mode s

Scene Editor Camera Controls and Shortcuts

Function

Key and/or Mouse

Switch Camera from 1 to 10

1-0

Switch to Front Camera

Numeric Keypad Home

Switch to Back Camera

Numeric Keypad Ins

Switch to Top Camera

Numeric Keypad 8

Switch to Bottom Camera

Numeric Keypad 2

Switch to Left Camera

Numeric Keypad 4
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Function

Key and/or Mouse

Switch to Right Camera

Numeric Keypad 6

Change Position of Camera in X

P+Left mouse button click and drag (left-right)

Change Position of Camera iny

P+Middle mouse button click and drag (up-
down)

Change Position of Camera in z

P+Right mouse button click and drag (up-down)

Zoom Camera

U+Left mouse button click and drag (left-right)

Pan Camera

I+Left mouse button click and drag (left-right)

Tilt Camera

I+Middle mouse button click and drag (up-down)

Twist Camera

I+Right mouse button click and drag (left-right)

Orbit in X (Rotate Camera around
Selected Object in X)

O+Middle mouse button click and drag (up-
down)

Orbit in y (Rotate Camera around
Selected Object in y)

O+Left mouse button click and drag (left-right)

Orbit in z (Rotate Camera around
Selected Object in z)

O+Middle mouse button click and drag (left-
right)

Orient Camera against Selected T
Container
Reset Camera Transformation R

2.6.12 Scene Editor Orthogonal View Controls and Shortcuts
Function Key and/or Mouse
Pan Left mouse button click and drag on background
Rubberband Zoom In Z+Left mouse button click and drag
Rubberband Zoom Out X+Left mouse button click and drag

2.6.13 Scene Editor Animation Controls and Shortcuts

Function

Key and/or Mouse

Reset handle of selected Key frame
in animation path

D

Manipulate single handle

Ctrl+Left mouse button click handle and drag

Mirror Handles

Shift+Left mouse button click handle and drag

Insert unlocked path point

Ins+Left mouse click on path
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2.6.14 General Stage Tree Shortcuts

Function Key and/or Mouse

Show Obj. Editor Ctrl+1

Dopesheet View Ctrl+2

Spline View Ctrl+F

Dope/Spline View Ctrl+4

Jump to Top Container Home

Jump to Last Container End

Move a page down in the tree pgdown

Move a page up in the tree pgup

Scroll up the tree Cursor up

Scroll down the tree Cursor down

Jump to an item with a given letter |Select the first letter of the name.

Open or close the selected tree Return, or the numeric keyboard Return
2.6.15 Stage Controls and Shortcuts

Function

Key and/or Mouse

Start/Continue Animation Forward

Enter

Start Animation Backwards

Shift+Enter

Set Timeline Marker/Value to Start Ctrl+Home
Set Timeline Marker/Value to End Ctrl+End
Set View to Start Home

Set View to End End

Move Timeline Marker/Value in large
steps (5)

Left/Right Cursor

Move Timeline Marker/Value in small
steps (1)

Ctrl+Left/Right Cursor

Animation View (without Spline
View)

Ctrl+2, or
Shift+PageUp

Spline View (with Animation View)

Ctrl+3, or
Shift+PageDown

Animation/Spline View

Page 64
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Function

Key and/or Mouse

Delete Selected Key frame(s)

Delete

Pan View

Middle mouse click and drag

Zoom Time Axis In

Z, Y+Mouse wheel

Zoom Time Axis Out

X+Mouse wheel

Zoom Time Axis to Selected Channel

Shift+Z, Shift+Y

All Key frames

Zoom Time Axis to whole Animation |[Shift+X
Zoom Spline View In A

Zoom Spline View Out S

Zoom Spline View to whole Spline Shift+A
Zoom Time Axis and Spline View Shift+Q
to view all key frames of selected

Channel

Zoom Time and Value Axis to View Shift+W

Zoom Time Axis In/Out

Z+Middle mouse click and drag

Zoom Value Axis in Spline Editor In/
Out

A+Middle mouse click and drag

Copy Selected Key frame

C+Left mouse click and drag

Bring View to Timeline M
Reverse the Order of Selected Key Ctrl+R
frames

Snap to Grid on/off Ctrl+G
Set Time Axis to Seconds Ctrl+8
Set Time Axis to Frames Ctrl+9
Set Time Axis to Fields Ctrl+0

Move Timeline Marker to nearest Key
frame

J

Scale a Portion of Selected Director

T+Left mouse click on Director Bar

This shows a region where key frames can be
scaled.

Rubberband Selection

S+Left mouse click and drag

Zoom in onto specific region
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Function Key and/or Mouse

Insert a new Stop Point S+Left mouse click on Director Bar
View Spline 1 Ctrl+Z

View Spline 2 (if available) Ctrl+X

View Spline 3 (if available) Ctrl+C

Jump to next Key frame Tab

Jump to previous Key frame Shift+Tab

Escape from moving a Key frame Esc

2.6.16 Import File Shortcuts
Function Key and/or Mouse
Select Fonts for import Ctrl+1
Select Images for import Ctrl+2
Select Objects for import Ctrl+3
Select Scenes for import Ctrl+4
Select Audio for import Ctrl+5
Select Archives for import Ctrl+6
2.6.17 Import Archive Shortcuts

Function Key and/or Mouse
View Scenes for import Ctrl+1
View Objects for import Ctrl+2
View Materials for import Ctrl+3
View for Materials Advanced for Ctrl+4
import

View Image for import Ctrl+5
View fonts for import Ctrl+6
View Video Clips for import Ctrl+7
View All files Ctrl+8
Entry Point View Ctril+7
Folder View Ctrl+8

Page 66
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Function

Key and/or Mouse

Return to Server View

Esc

Hide Render View

Hold Shift+Backspace

See Also

e On Air Mode

Polygon Plugin Editor Shortcuts

Function

Key and/or Mouse

Reset Viewport Offset

Home

Pan

Middle mouse click and drag

Zoom In/Out

Mouse wheel

Rubberband Zoom In

Shift+Left mouse click and drag

Zoom In z
Zoom Out X
Set Zoom 1 Ctrl+Home, or

Ctrl+Z

Set Zoom1to 9

Shift+Ctrl+1 to 9

Sharpen Edge of Selected Point(s) Esc
Delete Selected Point(s) Delete
Show/Hide Bounding Box SPACE
Invert Screen Colors B

Insert New Point on Spline

Insert+Left mouse click on Spline

Show Handles only on Selected
Point On/Off

a

Create New Spline

Insert+Left mouse click

Close/Open Selected Spline

C

Set/Hide Anchor at Cursor Position

Ctrl+A, or
Double click middle mouse button

Enable/Disable Spline Info

Switch between Curve and Straight
Lines
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Function

Key and/or Mouse

Split Spline at Cursor

S, Shift+Mouseover

Switch to Cutting Mode

Shift+S

Merge Left

Double click left mouse button

Move Active Spline

Alt+Left mouse click and drag

Make Spline Active and Move

Shift+Click and drag middle mouse button
Cursor must be inside Bounding Box

Copy Ctrl+C
Cut Ctrl+X
Paste Ctrl+V

Scale Spline

Click and drag left mouse button on Bounding
Box handle

Rotate Spline

Click and drag left mouse button next to vertex
of Bounding Box handle

Script Editor Shortcuts

Function Key and/or Mouse
Copy Ctrl-C

Cut Ctrl-X

Paste Ctrl-V, Shift-Insert
Search for Search String F3

Search for Selected Text F4

Comment F5

Uncomment F6

Increase Indent Tab

Decrease Indent Shift-Tab

Undo Ctrl-z
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3 Scene Tree Knowledge and Skills

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

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

This section contains information on the following topics:

Opening a Scene

Scene Tree
Scene Tree Tabs
Favorites Bar
Containers

Modifying Container Items

3.1 Opening a Scene

To open a Scene in the database

1.
2.
3.

Select Server from the Main Menu Left.
In the Server Tree, select the folder or project where the Scene is.
Open the Scene:

Double-click the Scene to open it, or
Drag the Scene to the Scene Tree area, or
Drag the Scene to the renderer window.

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

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

Tip: The Status bar in the lower left part of the Main Window (between the Close
and Undo buttons) shows the name and path of the current Scene. Click on the
path to select the Scene in the Server area.
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The Scene Tree is the logical visualization of all the Elements in a Scene. The tree
consists of Containers that hold properties. The Elements can be Geometries, Images,
Materials, Texts, Transparency functions, Key functions, and many more.

To build a Scene drag Elements, like Images or Geometries (Built-In plugins), to the
Scene Tree (it is also possible to drag them directly to the Scene Editor).

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

This section contains information on the following topics and procedures:

e To view the Scene Tree

To view the Scene Tree

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

* Server

* Built Ins

« Control

o Tree

* Stage

* +Tree/Stage

See Also

e Scene Tree Tabs

e Favorites Bar
e Containers

¢ Grouping Containers

¢ General Scene Tree Shortcuts

¢ Scene Tree Basic View Controls and Shortcuts

¢ Scene Tree Sort View Shortcuts
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3.3

3.3.1

Scene Tree Tabs

Basic .Sort. .Search-

At the top of the Scene Tree area are the Scene Tree tabs. These tabs change the way
the Scene Tree is shown.
e Basic: Shows an overview of all the Containers in the Scene (see Basic Tab ).

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

e Search: Search Elements in the Scene Tree (see Search TabVizCursiv ).

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

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

Hl 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:

e Basic Tab
e SortTab
e Search Tab

Basic Tab
 Basic .Sort. .Search. F.

FEE; f"ﬁ‘@ = N fﬁ\rﬁ =

If the Basic tab is clicked, all Containers are shown in the tree hierarchy (see Basic Tab
Display).

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

B Lock/Unlock: Enable or disable the ability to modify the transformation of a
Container in the Scene Editor. Double click to lock or unlock all Containers.

E4 Show/Hide: Show or hide a Container in the Scene Editor, and eventually in the
final rendered output. Double click to show or hide all Containers.

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

EE zoom In/Zoom Out: Zoom in (larger Containers) or Zoom out (smaller
Containers) on the Container tree. Zoom out applies smaller icons to the Containers.
This gives a better overview, especially in complex Scenes.
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EE Group/Ungroup: Create a new group (see Grouping Containers), and places
the selected Containers as Sub-Containers. The Ungroup button moves the Sub-
Containers up one level.

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

E create Group: Create a new empty group at the top of the Scene Tree. Drag
the icon to place a new group at a specific place in the Scene Tree. For more
information, see Adding Root or Sub-Containers .

Bl colorize: Apply a color to the selected Container or Containers. Text can be
added to the colors to make them more descriptive. Text for scene specific colors
can be modified in the Scene Settings editor (see Global Settings). Text for global
colors can be modified in the Configuration’s User Interface section.

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

Basic Tab Display

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

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

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

B Render Time: Sort the Scene Tree by the time it takes to render the Containers.
Each Container is shown with the percentage of total time the Scene takes to be
rendered. The Container with the highest percentage is shown on top.
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Bl sort by Colors: Facilitate filtering only a few colorized Containers that should be
subject to change.

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

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

El Refresh: Refresh the Scene Tree.

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

Sort Tab Display

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

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

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

Basic | Sort | Search

Group

* Name: Search for Containers with a specified name. Type the search string in the
Name field (1).

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

Tip: Wildcards (for example *, ? and [ 1) may be used (see Wildcard Text
Description).

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

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

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

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

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

Show Search Results

Show Next: Show the next result.
Show Previous: Show the previous result.
Show First: Show the first result.

° =

Show Last: Show the last result.

. Show All: Show all results.

Search Results: Shows how many results were found

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

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

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

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

To do an extended search

Basic | Sort | Search MFE

lﬁ N

(1]
ame RSB EEEEE
Aram Value Plugin |=|

Pz eter

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

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

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

s

Press <Enter>.
5. Use the Show Search ResultsVizBold buttons to navigate the Scene Tree.

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

Search Tab Display
B

3.4

Favorites Bar

For quicker access to Elements that are used often, add Elements to the Favorites bar
(see To add an Element as a favorite). To open the Favorites bar click on the Star icon
(1) at the top of the Scene Tree area.
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All Elements, except Scenes and Audio files, can be added as favorites. Geometry,
Container and Shader plugins can also be added to the favorites. Favorites are saved
as part of the user settings to the database.

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

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

¢ 0O: Geometry Objects

e M: Materials

* MA: Materials Advanced

e I: Images

* F: Fonts

¢ GP: Geometry plugins

e CP: Container plugins

¢ SH: Shader plugins

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

¢ Ctrl+Click: Selects all
e Shift+Click: Deselects all
¢ Alt+Click: Only show the clicked type

This section also contains information on the following procedures:

e To add an Element as a favorite

¢ To remove an Element as a favorite

e To remove an Element as a favorite

To add an Element as a favorite

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

or

1. Click on the Star icon to open the Favorites bar (see Favorites Bar).

2. Drag an Element from the Server or Built Ins area to the Favorites bar.

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

To remove an Element as a favorite

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

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

To add a favorite Element to a Container

1. Select the target Container(s).

2. Drag the required Element from the Favorites bar to the target Container

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

3.5 Containers

A Container combines a set of Elements and properties to one block used in the Scene.
This section contains information on these topics:

e Container Icons

¢ Container Context Menu

e Container Editor

¢ Adding Containers

e Copy Containers

e Move Containers

¢ Renaming Containers

e Editing Container Properties

¢ Deleting Containers

¢ Merging Containers

¢ Grouping Containers

See Also

¢ Modifying Container ltems

3.5.1 Container Icons

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

* === show/Hide: Shows if the Container and all its Sub-Containers are visible/
invisible in the Scene Editor. Click the icon to change the state.

* [ [ 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 element can be resized and repositioned in the Scene
Editor.

Transformation Editor: Opens the Transformation Editor in the Container view.
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A Container that has Sub-Containers is marked with a black arrow to the left of the
Container.

o Collapse/Expand: If the arrow points to the right, the Container is collapsed
and the Sub-Containers are not displayed in the Scene Tree. If the arrow points
downwards, the Container is expanded and the Sub-Containers are displayed in the
Scene Tree. Click the icon to change the state.

The following icons are only available if the respective elements are applied to the
Container.

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

= Object: Shows the geometry held by the Container (e.g. a merged or imported
object). The thumbnail icon reflects the object.

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

Image: 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.

¥ Font: 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 plugins are applied to the
Container:

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

¥ containers: Shows that the Container holds a Container function. The icon
reflects the Container Plugins, in this example an alpha object.

E" Animation: Shows that the Container contains animated elements. For more
information, see Creating Animations .

Container Context Menu

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

e Right-click on a Container name

¢ Right-click on a Container Property

e Right-click on a Container Texture Property
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Right-click on a Container name

ts

vents to Subdirector

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

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

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

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

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

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

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

Merge Container [name]: Merges the selected Container and all its Sub-
Containers into one compound object, or extracts an already merged object. For
more information, see Merging Containers .

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

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

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

Merge to Material Advanced: Merges multiple objects to one, creating advanced
material(s) (see Working with Material Advanced Elements).
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* Change Color: Makes it possible to apply a color to the selected Container.
Colorized Containers make the Scene Tree more organized. For example, all font
Containers can be colored red, while all Containers that hold images can be colored
blue. Four active colors are configured by default. Color can also be applied from
the Favorites Bar. See also how to configure the Colors in the User Interface
configuration section.

Right-click on a Container Property

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

Delete 'grid_twirl_orange'
Tree Search for 'grid_twirl_orange'

Database Search for 'grid_twirl_orange’

Reference Search for 'grid_twirl_orange'

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

* Tree Search for [property]: Selects the Search Tab, 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 area.

Note: This menu option is only available for images.

+« Reference Search for [property]: Searches for the property in the Viz Graphic
Hub database, and shows the result in the Search window (see Reference Search).

Note: This menu option is only available for images.

Right-click on a Container Texture Property

Do a right-click on a Container Texture property (containing video), to show these
additional menu options:

Delete 'CLIP16'

Tree Search for 'CLIP16'
Show settings of 'CLIP16'

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

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

* Show settings of [property]: Opens the Video tab of the Scene Settings in the
Property panel.
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When a Container is highlighted in the Scene Tree a list of all properties and plugins
added to that Container shows alongside the editor area. This list then creates an
editor menu for a Scene’s Container. All properties and plugins are shown as buttons
that open their editors when pressed:

¢ Transformation Editor

e Geometry Editor
e Text Editor
e Texture Editor

¢ Plugin Editor
e Material Editor

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

Adding Containers

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

By dragging an element to the Scene Editor, the Container will be added at the top of
the Scene Tree. Also note that elements can be added to a Scene by dragging them
from the result window after a database search.

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

Adding Root or Sub-Containers

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

* T4 Sub-Container: Dropping an element at the right side of a Container in the
Scene Tree will create a Sub-Container.
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[5 Root Container Below/Above Dropping the element at the left side of a
Container in the Scene Tree will create a root Container at the same hierarchy level,
either below or above the selected Container.

Adding Empty Containers

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

To add an empty Container

¢ Click the Create Group button from the Display area.

To add a Container at a specific location in the Scene Tree

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

Copy Containers

To copy a Container within a Scene

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

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

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

To copy multiple Containers at once
¢ Hold Ctrl and the left mouse button and drag the Containers to their new position,

and then click the right mouse button to release.

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 will retain the transformation properties. This lets a Container, which is part
of a Group, to be moved to another group while the absolute transformation of the
Container will not change, although the parent Containers (Groups) have different
transformations.
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For example:

R Cylinder

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

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

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

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

Add two group Containers to the Scene Tree

Rename the groups to Group 1 and Group 2

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

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

Add material to the Cylinder

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

o Uk wWwNR

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

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

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

Renaming 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

* Use the Corena plugin.
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Editing Container Properties

To edit the properties of a Container

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

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.

ainer 'target’'

ner 'target’'
ner 'target’'

Copy 'MASK_TARGET'
Pa: AL'

Deleting Containers

To delete a Container from a Scene

Drag it onto the trash can, or

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

3. Use the shortcut keys Ctri+Delete.

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

Merging Containers

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

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

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

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

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

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

To overcome this issue it is recommended to update all Viz Artist and Viz 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

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

¢ Click the Merge button, or
¢ Press <Ctrl+M>,

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

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

To split a merged Compound Object

1. Select a merged Container.
2. Split the Container:
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¢ Click the Split button, or
¢ Press <Ctrl+Shift+M>, or

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

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

To save a compound object to Viz Graphic Hub

1. Select and right-click a Container (with or without Sub-Containers), and from the
appearing context menu select Merge Container [namel.

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

3. Type a descriptive name for the object in the appearing dialog box, and click Ok.
The object will now be visible in under the Server Objects tab.

See Also

¢ Grouping Containers

¢ User Interface section for setting default merge and split behaviors

Grouping Containers

The Containers in the Scene Tree can be organized in a hierarchy and grouped in
logical divisions. The hierarchy depth is practically unlimited. Grouping Containers

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

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

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

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

Sub-Containers are not displayed in the Scene Tree. If the arrow points downwards b ,
the Container is expanded and the next level of Sub-Containers are displayed.

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

This section also contains information on the following procedures:

¢ To group existing Containers
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e To ungroup Containers

e To detach a single Container from a group

To group existing Containers
* [H select the Containers that should be grouped, and click the Group (<Ctrl+G>)
button from the Display area. This will add 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

E select the parent Container, and click the Ungroup (<Ctrl+Shift+G>) button
from the Display area.

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

To detach a single Container from a group

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

See Also

e Adding Empty Containers

3.6 Modifying Container Items

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

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

¢ Object or Fontstyle Elements will create a new Container using the element as
geometry.
* Materials and Audio clips can only be applied to existing Containers.

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

¢ Geometry plugins can also be added to the Scene.

This section contains information on the following topics:

e Manipulating Properties

e Transformation Editor

e Copying Properties

e Geometry Editor
e Text Editor
e Texture Editor
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Plugin Editor
Material Editor

Manipulating Properties

There are a few operations that apply to all Container properties.

Note: Container properties are Elements and Plugins which have been applied to
a Container.

This section contains information on the following procedures:

VizBoldTo Replace a Property applied to a Container

VizBoldTo Remove a Property from a Container

VizBoldTo Save Properties in the Database

VizBoldTo Enable/Disable Properties in a Container

To Replace a Property applied to a Container

Drag the new Element or Plugin to the Container.

To Remove a Property from a Container

Drag the property from the Container to the trash can, or
Drag the property from the Property editor to the trash can, or

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

Note: Every Container must contain transformation properties, so the
transformation property can not 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 desired folder/project in the Server
area.

To Enable/Disable Properties in a Container

p8c Baach

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

Click the switch next to the icon representing the item in the Property editor.

See Also

Containers
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3.6.2 Editing Properties in the Scene Editor

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

3.6.3 Transformation Editor

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

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

This section contains information on the following topic and procedures:

¢ Transformation Principles

¢ Transformation Editor Properties

e To open the transformation editor

¢ To stick transformation properties to the Container view

Transformation Principles
Containers can be manipulated in several contexts:

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

Note: Multi selected objects: When more than one object is selected Group will
show and a bounding box will cover all selected objects.

* 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.
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Transformation Editor Properties

Container | Camera | Light | Scene Settings

[World | RBSSEY Relatve
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Position: Sets the position of the object along the X, Y, and Z axis.
CC (Center Camera): 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 will be visible as three lines; X is red, Y is
green, and Z is blue. To rotate in steps of 45 degrees, use the buttons labeled 45
and +45.

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

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

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

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

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

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

Axis Center: Sets the axis origin of the object. The rotation axis of the object will
be visible in the Scene Editor if the Bounding Box option is enabled.
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¢ The origin can be set to left, center, or right on the object’s X axis by clicking L,
C, orR.

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

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

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

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

Screen: Scales the object/image to the size of the output format.
Image: Scales the image to the original pixel value.
Additional information on the selected Container

Clicking the Expand button displays this information to the right of the
transformation editor. This information includes parent Containers plus all visible
child Containers.

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

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

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

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

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

To open the transformation editor

1.
2.

Click the Transformation icon on the Container, or

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

To stick transformation properties to the Container view

il Click the button next to the transformation editor button in the Container view.

Selection—
1/4

Ll

o=

Selection—
3/4

Multiple Select
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This feature lets you move a group of Containers to a new position, which is
determined by parameters of one selected Container in the group. All Containers keep
their relative position to the selected Container.

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

¢ An ‘M’ (multi) will show with the mouse pointer when inside the Transformation
editor.

¢ The selected Container and its position in the group is shown (1/3, 2/3).

In the Container Editor use the Up / Down arrows to scroll through the selected
Containers, or click on the Container name to show a context menu. Change the
parameters, as required, for the selected Container.

Copying Properties

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

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

To copy properties from one Container to another

Open the Transformation Editor of the source Container.

Select the Container in the Scene Tree that should be given new properties.

Drag the property that should be distributed onto the target Container, by
either transferring the whole property (drag the property name label) or just a sub
property (drag the X, Y, or Z label).

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

Geometry Editor

An object holds information about its geometry. When adding an object to a Scene, a
new Container will be created using the object as geometry. Objects that have been
created with external 3D programs and imported into Viz Artist can be modified in the
Geometry editor.

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

This section contains information on the following topic and procedure:

e Object Properties

e To open the Geometry editor
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Object Properties
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Face Orientation *
Shading L] . Nl

Inactive

[Re-establish | Update

* Object: Shows a thumbnail of the object, and also the object name. By clicking the
thumbnail, the object will be selected in the database. Be aware that this can only
be done when the reference to the database is active.

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

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

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

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

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

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

To open the Geometry editor

* Click the icon representing the object either on the Container or in the Properties
editor.

See Also

¢ Adding Containers

¢ Working with Object Elements

Text Editor

In the Text editor, text can be added to the Scene and the visualization of the Scene
specific text can be modified by altering properties and adding special effects.
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At the top of the Text editor is an input box. The characters in this input box are shown
in the Scene Editor. By default, the text equals the font name.

The Text editor contains five panels. Click the tabs at the top of the Text editor to open
the respective panels.

More advanced modifications can be done in the Fontstyle Editor . The modifications
in the Fontstyle editor applies to all instances of the font, not just the one used in this
scene.

This section contains information on the following procedures and topics:

* To open the Text editor
* Basic Tab

* Shadow Tab

¢ Clock Tab

e Characters Tab

¢ Special Tab
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Special Fonts

To open the Text editor

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

Note: After dragging a font onto the scene, the Text editor will automatically
open, and a new Container will be created using the font as geometry.

Basic Tab

Click the Basic tab in the Text editor to open the Basic panel.
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At the top of the Basic panel is the default preview of the text that is being visualized in
the scene. It also shows the name of the font.

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

EEE Horizontal Justification: Sets the text justification to left, center, or right.

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

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

Type

Geometry: Geometry type fonts are rendered as polygons.

Texture: Texture creates the font as a texture instead of a polygon. This can to
some degree create a poorer look, but it reduces the number of polygons in the
scene. The texture resources will of course get an increased demand, so to render

the fonts as texture is a trade off between polygon and texture performance. For
half height mode rendering, texture fonts are normally the better choice.

Quality: Sets the quality of the font to either Normal or High. The quality of a
texture font can be changed in the Fontstyle Editor .
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¢ Sharpen: Makes it possible to sharpen the text.

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

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

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

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

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

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

5| IME: See Special Fonts.

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

Shadow | CI Characters | Special |

J futura-bold

Lighted Alpha 100.0 % ; |—

From the Shadow panel, shadow can be added to the text. Click the small switch left of
the font visualization to enable text shadowing. Be aware that all the modifiers that are
applied to the text in the Fontstyle editor are applied to the shadow too.

Lighted: Lights the font with the current light settings (see Working with Light).

Alpha: Changes the alpha value of the shadow.

Direction: Sets the direction of the shadow from 0 to 360°.
Distance: Sets the distance between text and shadow.
Z-Offset: Sets the displacement of the shadow on the Z axis.
Color: Sets the color of the shadow.

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

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

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

Sharpen: Makes it possible to sharpen the shadow.

Note: The Sharpen option is only applicable if the font type is set to Texture.

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

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

OB Bown
Start | Stop | Cont Fixed 50.0
e

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

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

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

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

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

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

Format: Sets the format of the clock display. More formats (20) can be pre-defined
in the configuration section under Clock Formats when Configuring Viz.

H: Stands for hours.
M: Stands for minutes.
S: Stands for seconds.

D: Stands for digits of a second. One digit shows a tenth of a second, the second
digit shows a hundredth of a second, the third digit shows a millisecond, and so on.

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

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

Sys. Time | Local Time

sync sec| Min

Loop Max

0 Sown

n
Start| Stop | Cont | Init

¢ Normal: Shows a normal main clock view.

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

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

¢ Sync Sec: The count clock synchronizes its view with the main clock.

¢ Loop: Loops the count clock within the defined count range.

* Up and Down: Specifies if the clock should count upwards or perform a countdown.
e Start, Stop and Continue: Makes the clock start, stop and continue counting.

¢ Init: Resets the clock’s counter.

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

e Sys. Time: Uses the system time to set the time.

Characters Tab

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

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

Special Tab

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

Height

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

Text Box: Click the Text Box button to enable the Text Box option. The text box
defines the total size of the text, and appears as an orange outline in the Scene
Editor if enabling the Bounding Box option in the Scene Editor. Note that the Text
Box option is only available if the Text Orientation is set from left to right. Without
the text box, the text is displayed on one line. With the text box, the text can be
divided into multiple lines, and the text on each line automatically gets the selected
justification. Note that there is no hyphenation function. Only the text that fits within
the text box definition is shown in the Scene Editor.

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

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

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

Special Fonts

Special options apply for multibyte and geometry fonts:

Multibyte: Click the LS button to open a Script editor at the top of the Text editor.
The Script editor will replace the regular black input box. The Script editor makes it
possible to use complex script fonts.

Note: The IME tab is only available if the current font is of type multibyte (more
than 4 bytes).
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« Geometry: If adding a geometry font, the text will be treated like a compound
object created from characters. The text can be split to become a group of single
character objects (not text!). Splitting of text makes it possible to edit the properties
of single character objects.

Face Orientation Flip
Shadi Flat E Edge Angle 60.0 I’:|— Rebuild

Re-establish Update

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

See Also

¢ Adding Containers

* Working with Fontstyle Elements
¢ Fontstyle Editor

3.6.7 Texture Editor

BR
BT
=
Er

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

This section contains information on the following topic and procedure:

Texture Editor Properties

To open the texture editor

Texture Editor Properties

Image: Two textures can be used in one Container:

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.

B s 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.

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

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

Information: Shows the original width, height, and file size of the primary texture.
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Tip: To merge the two textures, click the little button between the textures. In the
dialog box that opens, select a name for the new texture, and then click the Ok
button. This will save the new texture to the database.

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

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

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

¢ Mapping: The mapping option adjusts the way texture mapping is done:

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

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

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

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

¢ Cylindrical: Cylindrical texture projection onto a geometry.

* 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.

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

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

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

* 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
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either object or camera, especially in the Z axis, will create a “blurring motion” on
the texture, as the texture scales to fit the object.

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

Mipmap: Performs a linear interpolation to smooth the texture. In addition, it

offers a solution to the problem that appears 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.

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

Blend: Blends the RGBA parameters of texture and object.

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

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

Add: Adds source unit 1 and source unit 2 together.
Add Signed: Adds source unit 1 and source unit 2 then subtracts 0.5.
Interpolate: Linear interpolation between source unit 1 and source unit 2.

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

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

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

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

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

Clamp: Means that the pixels on the end of the image are repeated to fill out the
object.
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« Compression: Texture compression can be used to save texture memory on the
graphics card.

*« None: No compression.

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

e 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.

¢ 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: Select the correct stereo mode for the inserted image:

* None: No Stereo mode.

¢ Config: Images are drawn as set in the config file (see Camera, in Configuring Viz).

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

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

To open the texture editor

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

See Also

¢ Adding Containers

e Working with Image Elements
¢ Image Editor
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Plugin Editor

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

-.Contnincr]-::.a'n:ru Light | Scei
TF: Plugin (1.0.0)
m =R
[PNGRRET] Gpposite | Random || Statie || Wave | Certer
|2 Center
[ Gnear ' TSGR
ST
=

3
fon|

————
Vertical

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

¢ Geometry Plugins

e Container Plugins
¢ Shader Plugins

Material Editor
=

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

This section contains information on the following procedures:

¢ To modify a Scene Specific Material

¢ To save the Container Material

To modify a Scene Specific Material

1. Click the Material icon in the Container (1) or Properties panel (2). The Properties
panel Material Editor (3) is shown.
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2. Adjust the Material Color Properties and Schemes as necessary.

To save the Container Material

1. Move the modified Material to the Server Area:
* Drag the material icon from the Container to the Server area, or
¢ Drag the material icon from the Properties area to the Server area, or

e Click in the Material properties panel and drag the material icon to the Server
area

2. Enter a name for the material.

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

e Material Editor
e Working with Light

e Common Element Procedures
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4 Manage Work and Viz Graphics Hub

This section contains information on the following topics:

e Viz Graphic Hub
e Server Area

e Folder Tree
e What are Elements

¢ Element Area
¢ Working with Elements

e Assign Keywords to Elements

* Image Editor

¢ Fontstyle Editor
e Material Editor

e Element Search
¢ SmartView Search

e BuiltIns

4.1 Viz Graphic Hub

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

e Scenes
¢ Objects

¢ Images
e Materials

e Materials Advanced

e Fonts
¢ Audio Clips

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

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

The individual items are stored in the Viz Graphic Hub data directory as file objects.
The database itself manages the items in terms of properties and Universally Unique
Identifiers (UUIDs).

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

See Also
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¢ What are Elements

* Viz Graphics Hub User’s Guide

4.2 Server Area

Built Ins Control

Server - Images

The Server area shows an overview of all available Elements in the Viz Graphics Hub
(GH) database. The Server area is divided in two:

¢ Folder Tree (1): Shows the logical tree of folders in the GH database.
e What are Elements (2): Shows the Elements in the selected folder.

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

To show the Server area

¢ Click Server in the Main menu.

This will show the server area together with the scene tree and Scene Editor.
or

¢ Click Server/Stage in the Main menu.
This will show the server area together with the Stage and Scene Editor.

or

* Click +Tree/Stage in the Main menu.

This will show the server area together with the stage, scene tree, and Scene Editor.
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4.2.1 Server Tree Bar

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

The Tree bar contains the following options:

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

= Collapse: Collapses the currently selected branch and all its sub-branches
(see To collapse a folder branch including all its sub-branches).

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

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

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

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

E=l1 show All Project Folders: If the tree is narrowed down to only one project
folder, the tree is expanded to show all folders.

El Refresh: Refreshes the Server Tree and adds updates.

4.2.2 Server Tree Menu

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

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

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

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

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

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

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

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

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

4.3

4.3.1

Page 112

Folder Tree

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

\ul backaround

™ Flags

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

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

This section contains information on the following topics:

e Folders

¢ What are Elements

e Server Tree Menu

Folders

The Server Tree can contain two types of folders:

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

Both types of folders can be dragged around after being added to the Server Tree.
Folder Position in the Server Tree

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

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

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

This section contains information on the following topics:

e To create a new Folder

¢ To rename a Folder

« To move a Folder

e To delete a Folder

¢ To expand or collapse a folder branch

e To expand a folder branch including all its sub-branches

¢ To collapse a folder branch including all its sub-branches

¢ To Bookmark a folder

e To delete a folder bookmark

To create a new Folder

Use to create new Regular folders or new Project folders.

Note: A new project folder can not be created in a folder.

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

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

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

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

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

or

1. Click a folder in the Server Tree.

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

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

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

or

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

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

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

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

To rename a Folder

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

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

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

To move a Folder

1. Drag a folder to its new location.

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

To delete a Folder

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

3. Click Yes to confirm.

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

or

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

To expand or collapse a folder branch

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

To expand a folder branch including all its sub-branches

1. Select a folder in the Server Tree I .
2. Click the Expand button in the Server Tree Bar.

To collapse a folder branch including all its sub-branches

1. Select a folder in the Server Tree = .
2. Click the Collapse button in the Server Tree Bar.

To collapse all folder branches
* Double-click the Collapse button in the Server Tree Bar =

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

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

To delete a folder bookmark

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

4.4 What are Elements

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

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

This section contains information on the following topics:

e Scenes

* Objects

e Materials

e Materials Advanced

¢ Images
* Fonts
e Audio Clips
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Scenes

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

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

See Also

¢ Working with Scene Elements

e Common Element Procedures

e BuiltIns

Objects

An object Element holds information about geometry. Objects are stored in the Graphic
Hub database and are available through the Server Area.

Objects can be created in Viz Artist or imported from an external modelling program
(see Importing).
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Viz Artist also has a set of Objects that are built-in Geometry Plugins. These geometries
are common plugins that can be used in Scenes.

An Object can be added to a Scene as a standalone Container or as a Geometry
property of a Container. Drag the object from the Element List (or Favorites Bar) to
the Scene Tree, Scene Editor or add to a Container in the Scene Tree (see Adding
Containers ).

See Also

¢ Working with Object Elements

e Properties panel Geometry Editor

¢ Common Element Procedures

e BuiltIns

4.4.3 Materials

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

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

Save |Save As| Close

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

M| Ma | I|F | A |AllAut

See Also

e Working with Material Elements

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

Materials Advanced

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

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

MA 1 |F | A |All|Auto |Guests View

Date

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

See Also

e Working with Material Advanced Elements

¢ Common Element Procedures

e BuiltIns

Images

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

NlE .
P
“7',"‘ 5 .

- — I

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

See Also
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e Working with Image Elements

¢ Common Element Procedures

e Properties panel Texture Editor
¢ Image Editor

Fonts

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

Built Ins Control

Server - Fonts

2'.3 r231u 141231412

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

See Also

¢ Working with Fontstyle Elements

¢ Common Element Procedures

e Properties panel Text Editor
¢ Fontstyle Editor

Audio Clips

Viz Artist supports Audio clips in formats WAVE, MP3, and Vorbis (ogg), which are stored
in the GH database and are available through the Server area.
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The Audio clips can be added to Scenes and, or to the animation of a Scene. See:

¢ To add an Audio clip to a Scene

¢ Animating Audio

See Also

¢ Working with Audio (Clips) Elements

¢ Common Element Procedures

4.5 Element Area

Built Tns Contral iews | Server/Stage [+Tree/Stagd

Fla \
Date Cwner
___ "

T — T —7 -"'-

- _

The Element area shows the Elements that are available for the folder selected in the
Server Tree.

This section contains information on the following topics:

e Element List
¢ Element Context Menu

¢ Content Switcher

e Server Menu

¢ Properties Panel

451 Element List

The Element list shows all Elements in the selected folder.
This section contains information on the following procedures:

e Default View
¢ Details View

¢ To show Elements with details

e To show Elements details with or without icons

¢ To show the Properties Panel

e To sort Elements
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Default View

(T — — -"'

e -_,II

Elements are, by default, shown with a thumbnail and their name, and sorted
alphabetically. To show additional information about the Elements see To show
Elements with details and To show the Properties Panel . Right-click an item in the
Element List to open the Element Context Menu .

Tip: Holding the pointer over a thumbnail will show the whole Element name as a
tool tip.

Details View

The Elements in the list can be shown with information about their owner and creation
date.

|Server/Stage +Tree/Stege

o [m [ma [T[F[a [al[auts|Gu

Name Em

To show Elements with details

* Click on Detail from the Server Menu, or
¢ Hold the pointer over the Server area and press the keyboard shortcut <Ctrl+Y>.

Built Tns Control ||
Server - Elements

To show Elements details with or without icons

¢ When in Detail view toggle click the 1 (1) in the Elements list header to view
Elements icons or not. When no icon is selected the Element name shows.
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Element properties

The Properties Panel will show detailed information about file, links, keywords, and
history for the selected Element in the list.

Server/Stage | +Tres/Stage

To show the Properties Panel

¢ Select Show Properties from the Server Menu, or
¢ Hold the pointer over the Server area and press the keyboard shortcut <Ctrl+P>, or

* Right-click an Element in the Element List. In the menu that opens, select Show
Properties...

See Also

e Properties Panel

To sort Elements

Elements can be sorted in Default View or Details View. Click on a column heading to:

* Name (1): Sort Elements by name.
* Date (2): Sort Elements by the last date and time when the Element was modified.

¢ Owner (3): Sort the Elements by name of the Element owner.

To sort the Element list, click on either the Name, Date or Owner columns. Click on the
arrow (shows when a column is clicked on) to sort ascending or descending
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Note: By default Elements are sorted alphabetically by name.

M [(ma [0 F & [
Mame ]

Element Context Menu

Right-click an Element in the Element List to its context menu, which contains the
following options:

« Rename: Change the name of the selected Element (see To rename an Element).

¢ Delete: Delete the selected Element (see To delete an Element).

¢ Delete with all references: Delete the selected Element and all its referenced
Elements. Referenced Elements are not deleted if they are referenced by other
Elements.

¢ Duplicate: Creates an independent copy of the selected Element. The copy will be
placed in the same folder as the original Element (see To create an Element copy in
a new folder).

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

* Switch to Small/Large Icons: Toggles between small or large Element icons in the
Element List.

¢ Create New [Element]: Create a new Element:
¢ In the dialog box that opens, type a descriptive name.
¢ Click the Ok button.

Note: The ‘Create new’ option is only available for Scenes and Materials.

¢« Add as Favorite...: Adds the selected Element to the Favorites Bar in the Scene
Tree area.

Note: It is not possible to add Scenes or Audio Elements as favorites.

« Delete from Favorites: Deletes the selected Element from the Favorites Bar .

¢ Check Out: Checks out the selected Element, so that only the user that checks out
the file can modify it (see To check out Elements ).
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Tip: Other users can see the name of the user that has checked out the file from
the Properties Panel .

Check In: Checks in the selected Element, so that all users can modify it (see To
check in Elements).

out.

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

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

Note: The folder links option is only available for Elements that are linked (see To
create a linked Element ).

Show Keywords...: Shows the Properties Panel at the bottom of the Element area,
with the Keywords tab selected.

Show History...: Shows the Properties Panel at the bottom of the Element area,
with the History tab selected.

Close Properties: Closes the Properties Panel .

Search Reference...: Opens the Search window and searches the database for
other Elements which are referenced to the selected Element (see Reference Search

).

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

Export...: Selected Image and Audio clip Elements can be exported (see To export
an Image(s) and To export an Audio clip).

Export as XML...: Export an XML representation of a Scene and other objects into
an XML file. XML files can be used to compare two versions of a Scene using a file
comparison utility (aka diff tool).

Deploy...: Deploy an Element, with all its necessary data, from one server to
another. For example, if a Scene is deployed, all items referenced by the Scene
(Images, Objects, etc.), will also be deployed (see To deploy selected Elements and
To deploy single Elements).

Note: Available when Deploy is enabled and a valid Deploy server is entered in
the Viz Configuration (see Deploy in the Database panel of Configuring Viz ).

Content Switcher

Folders can contain various types of Elements.
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To view only a selected type of Element, contained in a folder, click an Element type
tab from the Content Switcher (1). If the All tab is selected all Elements in the selected
folder, regardless of type, will be shown.

* S: Shows only Scene Elements.

¢ O: Shows only Object Elements

¢ M: Shows only Material Elements

e MA: Shows only Material Advanced Elements
¢ I: Shows only Image Elements

* F: Shows only Fontstyle Elements

¢ A: Shows only Audio Elements

¢ All: Shows all Element types

¢ Auto: Shows the Element type with the most instances in the selected folder. For
example, if there are five materials in a folder, but only one instance of each of the
other Element types, the materials will be shown in the Element List.

¢ <Username>s View: Personalized view to enter and save free text searches for
later use (see SmartView Search).

See Also

e Working with Elements

This section contains information on the following topics:

e Content Switcher Menu

¢ Element Type History

¢ To show the Element Type History list

¢ To show the Element type last used folder

Content Switcher Menu

A right-click on one of the tabs in the Content Switcher opens the Content Switcher
menu. At the bottom of the menu, below the command separator, is a list of hot folders
for the selected Element type. Hot folders are Element specific favorite folders that the
User often uses. Selecting a hot folder in the list will open the corresponding folder and
switch to the selected Element type.

The Content switcher menu contains the following options:

* Mark as Hot Folder...: Adds the currently selected folder to the list of favorites.
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Note: Each Element type has a separate list of Hot Folders.

* Unmark as Hot Folder...: Removes the currently selected folder from the list of
favorites.

Element Type History

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

Note: A folder is added to the History list when an Element has been dragged,
regardless if the Element was actually used in a scene.

To show the Element Type History list

Jvizrt/Imag
[Vizrt/Images/Gradients
[Vizrt/Images/Arrows
[Vizrt/Images/Flags
[Vizrt/Images/Alpha

/Vizrt/Images/Plugins/Container_Plugins/Control

JVizrt/Images/Plugins/Container_Plugins/Tools

/Vizrt/Images/Plugins/Container_Plugins/Texture
SVizrt/Images/Texture/Stone
[Vizrt/Images/background

1. Hold the pointer over one of the tabs in the Content Switcher.

2. Press and hold <Ctrl>, and right-click.
3. Move through the list and click to show the selected folder.

Note: The Element list is shown in last used order.

To show the Element type last used folder

1. Hold the pointer over one of the tabs in the Content Switcher.

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

Server Menu

At the top of the Server area is the Server menu.
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¢ Search: Opens the Search window (see Element Search).

¢ Cut: Cuts the currently selected Element, so that it can be pasted in another folder
(see To move an Element to a new folder).

¢ Copy: Copies the currently selected Element, so that it can be pasted in another
folder (see To create an Element copy in a new folder).

* Paste-Link: Pastes a copied Element as a linked file. Since the new Element is
linked, the Element thumbnail will contain a Link icon in the lower left corner (see
Linked Elements).

* Paste-Dup: Pastes a copied Element as an independent file (see To create an
Element copy in a new folder).

* Show Properties: Shows the Properties Panel at the bottom of the Element area,
with the File Info tab selected (see To show the Properties Panel).

* Detail: By default, Elements are presented in the Element list with thumbnail
and name. By selecting the Detail option, additional information about owner and
creation date is shown (see To show Elements with details ).

¢ Create: Makes it possible to add a new Element (see Working with Elements ).

Note: The create option is only available for Scenes and Materials.

* Export: Makes it possible to export an Element (see To export an Image(s) and To
export an Audio clip).

Note: The export option is only available for Images and Audio elements.

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

¢ Check Out Files: Checks out the selected Elements, so that only the User who
checked out the files can modify them (see To check out Elements ).
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Tip: Other users can see the name of the user that has checked out the files from
the Properties Panel .

* Check In Files: Checks in the selected Elements, so that all Users can modify them
(see To check in Elements).

Note: The check in option is only available for Elements that have been checked
out.

¢ Reconnect: Re-establishes the connection to Viz Graphic Hub.

See Also

e Lights
e General Server Tree Shortcuts

Properties Panel

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

File Info Tab

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

uuID:
Path/Name:

Type:

Creation Date/Time:
Ow

e UUID: Shows the universally unique Element identifier.

+ Path/Name: Shows the path to where the Element is located and the name of the
Element.

« Type: Shows the Element type, for example Fontstyle, Image, or Material.
¢ Creation Date/Time: Shows the date and time when the Element was created.
¢ Owner: Shows the name of the user that owns the Element.

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

¢ Checksum: Shows the file’s checksum in case you need to check its validity.
* File size: Shows the size of the Element file.

¢« Checked Out By: If the Element has been checked out, it shows the name of the
User who did the checkout operation (see Active Elements ).

* Locked By: If the Element has been locked, it shows the name of the user that has
performed the lock operation (see Active Elements).
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Links Tab

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

File Info [Links [ K

Name: aqua_ba

¢ Path: Shows the path to where the linked Elements are located.

¢ Link Name: Shows the names of the linked Elements.

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

Keywords Tab

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

.File InFc-._.Links. | Keywords _.Hi:;-tur“-,-'

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

History Tab

The History tab shows the history of the selected Element:

10.211.111.19

¢ Date: Shows the date and time when the Element was created or modified.
¢ User: Shows the name of the user that created or modified the Element.
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* Changes: Shows the operation that was performed on the Element, for example if
the document was created.

¢ SysID: Shows the Viz Artist license number on the machine that performed the
operation.

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

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

This section contains information on the following topics:

¢ To show the Properties panel

e To show the Properties panel with a selected tab open

¢ To close the Properties panel

To show the Properties panel

¢ Select Show Properties from the Server Menu, or
¢ Hold the pointer over the Server area and press the keyboard shortcut <Ctrl+P>, or

¢ Right-click an Element in the Element List. In the menu that opens, select Show
Properties...

To show the Properties panel with a selected tab open

* Right-click an Element in the Element List. In the menu that opens, select either:
* Show Properties...
* Show Folder Links...
* Show Keywords...
¢« Show History...

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

To close the Properties panel

* Right-click in the Element List. In the menu that opens, click on Close
[Properties], or

¢ Click the Close icon in the upper right corner of the Properties Panel, or

¢ Un-tick Show Properties in the Server Menu.

4.6 Working with Elements

This section contains information on the following topics:

¢ Common Element Procedures

e Active Elements

¢ Linked Elements

e Referenced Elements

¢ Working with Scene Elements

¢ Working with Object Elements
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¢ Working with Material Elements

¢ Working with Material Advanced Elements

e Working with Image Elements

e Working with Fontstyle Elements

e Working with Audio (Clips) Elements

Common Element Procedures

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

e To view Elements in a folder

¢« To rename an Element

e To delete an Element

¢ To delete an Element with all references

e To create an Element copy in a new folder

e To create an Element copy in the same folder

¢ To move an Element to a new folder

e To create a linked Element

To view Elements in a folder

1. Open the element panel from the Content Switcher:

Viz Artist User’s Guide

Element Tab |Keystroke (hold the pointer over the Server area)
Scenes S <Ctrl+1>
Objects 0 <Ctrl+2>
Materials M <Ctrl+3>

Materials Advance MA <Ctrl+4>

Images | <Ctrl+5>
Fonts F <Ctrl+6>
Audio Clips A <Ctrl+7>

2. Select a folder in the Server Tree.

Note: Select All in the Content Switcher to view all Element types in the folder

selected.

To rename an Element

1. Select the Element to be renamed.

2. Open the rename text field:

* Right-click the Element and select Rename from the context menu, or
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* Press <F2>.

3. In the text field that shows, type a new descriptive name.
4. Press <Enter>.

Note: If renaming a linked Element, only the name of the selected Element will
change, not the linked one (see Linked Elements).

To delete an Element

Select the Element to be deleted.
2. Delete the Element:
* Drag the Element to the trash can, or
* Right-click the Element and select Delete from the context menu, or
* Press <Delete>.

3. Click on Yes to confirm.

Tip: To delete multiple Elements select the Elements to be deleted and drag to
the Trash Can.

Note: If deleting a linked Element, only the link to the folder will be removed. The
Element itself will remain in the database (see Linked Elements).

Note: Referenced Elements cannot be deleted. Referenced Elements are used by
other Elements.

To delete an Element with all references

Deletes the selected Element and all its referenced Elements. Referenced Elements are
not deleted if they are referenced by other Elements.

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

Locate the Element to be deleted.

2. Right-click the Element and select Delete with all references from the context
menu.

3. Click on Yes to confirm.

To create an Element copy in a new folder

Use this procedure to create an independent copy of an Element(s) in a new folder:
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Note: To select more than one Element press and hold <Ctrl> and click on each
required Element or press and hold <Shift> to select a range or Elements.

Select the Element(s) to be copied.
2. Press <Ctrl> and drag the Element(s) to the target folder.

or
1. Select the Element(s) to be copied.

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

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

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

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

1 Right-click the source Element.

2 In the context menu that shows, select Duplicate.

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

or
1. Select the Element(s) to be copied.

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

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

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

To move an Element to a new folder

Note: To select more than one Element press and hold <Ctrl> and click on each
required Element.

* Drag the Element or Elements from the Element List onto the target folder in the
Server Tree.

or

1. Select the source Element(s).

2. Select Cut from the Server Menu, or <Ctrl4+X>

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

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

To create a linked Element

1. Select the source Element.
2. Press <Alt> and drag the Element to the target folder.

or
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1. Select the source Element.

2. Select Copy from the Server Menu.

3. Select the folder where the target Element is to go.

4. Select Paste-Link from the Server Menu, or <Ctrl+V>.
See Also

Working with Elements

Active Elements

Linked Elements

Referenced Elements
Importing

Active Elements

Elements that are in currently work are Active Elements. These Active Elements are
locked or checked out.

catloz

An Active Element has a small icon in the lower left corner of the thumbnail in the
Element List which changes to show different states:

[2] Locked: If a user connected to the database opens an Element, the Element will
be locked for all other users and marked with the keyhole icon. A locked Element
means that the Element can be opened and viewed by all users, but only modified
or saved by the user that has locked it. The Element will be unlocked when the user
closes the Element or disconnects from the database (see To lock an Element).

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

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

Locked and Checked Out: For a locked and checked out Element, the icon
represents a combined keyhole, stop sign (see To lock and check out Elements).

This section contains information on the following procedures:

To lock an Element

To check out Elements

To check in Elements

To lock and check out Elements
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To lock an Element

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

To check out Elements

1. Select the Element or Elements.
2. Check out the Elements:

* Right-click an Element and click on Check Out in the context menu (one
Element only), or

* Hold the pointer over the Server area and use the keyboard shortcut <Ctrl
+0>, or

¢ Select Check Out Files... from the Server Menu.

To check in Elements

1. Select the Element or Elements.
2. Checkin the Elements:

* Right-click the Element and click Check In from the context menu (one
Element only), or

* Press the keyboard shortcut <Ctrl+1> while holding the pointer over the Server
area, or

¢ Select Check In Files... from the Server Menu.

To lock and check out Elements

¢ An Element is automatically locked when a user opens the Element. It is not
possible to do this operation manually (see To check out Elements).

See Also

e Working with Elements

¢ Common Element Procedures

¢ Linked Elements

 Referenced Elements
¢ Importing

Linked Elements

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

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

To view the UUID of the linked Element, open the Properties Panel and select the File
Info tab. The UUID of the one saved Element is the same for all linked Elements, while
information such as path, and name may vary.
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If modifying the Element in one of the folders, for example cropping an image, all the
linked items will reflect these changes.

To create a linked Element see To create a linked Element.

See Also

¢ Working with Elements

¢ Active Elements

e Referenced Elements
e Importing

Referenced Elements

A referenced Element is an Element which is connected to and used by another
Element, by a reference only.

Viz Graphic Hub

Scene File Image File
UUID: xxxxxx1 UUID: xxxxxx2

Image file reference

Image file knows
referenced in
UUID: xxxxox 1

Some Elements are, or can be, made up of other Elements, i.e. Object Elements. An
Object Element can be made up of other Elements. These other Elements are not
physically part of the Object Element, but are used by reference.

Because the Object Element uses another Element as part of its output, any changes to
the referenced Element will result in changes the Object Element itself.

The Element which is referenced cannot be modified without a warning message. If the
referenced Element is modified then the Element which is referencing that Element will
be modified too - it will look and act differently.

A referenced Element cannot be deleted. The Element which holds the reference has to
be deleted before the referenced Element can be deleted from Viz Graphic Hub.

An Element can reference many other Elements.

See Also

e Working with Elements

¢ Common Element Procedures
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¢ Active Elements

¢ Linked Elements

e Reference Search
¢ Importing

Working with Scene Elements

This section contains information on the following topics:

¢ To create a new Scene

e To import a Scene

* To save a Scene

e To save a Scene with a new name

e Scene Save as... panel Context Menu

¢ To undo/redo operations in a Scene

To create a new Scene

Note: This will create an empty new Scene. Add containers as required, in the
Scene Tree

Open the Scene tab (see To view Elements in a folder).

Select the folder where the new Scene should go.

Open the Create New Scene panel:

* Right-click in the Element List. and select Create new Scene, or

¢ Open the Server Menu and select Create..., or

¢ Hold the pointer over the Server area and press <Ctrl+A>.

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

Please Enter Scene Name:

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 Importing .

To save a Scene
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¢ Hold the pointer over the Scene Tree area and press the keyboard shortcut <Ctrl

+S>,

To save a Scene with a new name

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

Scene Save As L.

Wizrt-AUT
=Gl vizrt-BGO
= 8 BRI
= David_Hoghberg
= Even_HMo
- Hakon_Leinan
= Jon_Fraczak
il saF
=il SIF

Scene Name: [k

Ok | Cancel

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

Scene Name text box.
3. Click the Ok button to confirm.

Scene Save as... panel Context Menu

Scene Save As ...

Rename

L+

Delete

L+ -+

Create Sub Project...

Create Sub Folder...

LI+ -+
DEEREERDR]

L+

L+
4§

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

¢ Rename: Rename the selected folder

¢ Delete: Delete the selected folder

¢ Create Sub Project: Create a new sub Project folder in the selected Project folder
¢ Create Sub Folder: Create a new sub folder in the selected folder

¢« Add to Bookmark: Add selected folder to Bookmarks

e Delete from Bookmark: Delete selected folder from Bookmarks

+ Switch Folder Highlighting OFF/ON: Set highlighting of folders to ON or OFF. For
example, if a folder (and sub-folders) contain a Scene it will be highlighted when the
Scene tab is selected. This feature can also be set in the Viz Configuration (see User

Interface).
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e <Bookmark(s)>: Click on a bookmarked folder to select that folder

To undo/redo operations in a Scene

¢ Click the Undo/Redo button in the lower right corner of the Scene Tree panel, or

¢ Hold the pointer over the Scene Tree panel and press the keyboard shortcut <Ctrl
+Z/Y>.

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

See Also

¢ Common Element Procedures

Working with Object Elements

An Object can be added to a Scene as a standalone Container or as a Geometry
property of a Container.

This section contains information on the following topics:

¢ To add an Object to a Container

To add an Object to a Container

* Drag the object from the Element List (or Favorites Bar) to either:

¢ The Scene Tree
e The Scene Editor (creates a new Container)
¢ Or add to a Container in the Scene Tree (see Adding Containers ).

See Also

* What are Objects

¢ Common Element Procedures

e Properties panel Geometry Editor

e Geometry Plugins
¢ Importing Objects

Working with Material Elements

When a Material has been added to a Container, the Container specific Material can

be modified in a Material Editor that opens in the Properties panel. Only the Container
specific Material will be modified, the original Material in the Graphic Hub database will
not be affected.

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

See Also

e Material Editor
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Working with Light

Common Element Procedures

Working with Material Advanced Elements

Server - Materials Advanced |

This section contains information on the following procedures:

To create a Material Advanced

To edit a Material Advanced

To create a Material Advanced

1.

From the Element List drag a Material and /or an Image to a Container in the
Scene Tree.

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.

Right-click the Container in the Scene Tree.
Click Merge to Material Advanced.

The Material, Shader, and Image icons in the Container will then be merged into
one combined Material Advanced icon.

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

W Control Views Tree Stage Server,
- Server - Materials Advanced |

MATERIAL_ADVANCED

[= [=10]=]
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6. Drag the Material Advanced icon from the Container in the Scene Tree to the
Element List (2).

Please Enter Material Advanced Name:

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 Element names.

8. Click the Ok button.

To edit a Material Advanced

Select the project or folder where the existing Material Advanced is placed.
Drag the Material Advanced to a Container in the Scene Tree.
Right-click the Material Advanced icon on the Container.

P w N

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

v

Apply new items or modify the Material, Shader, or Image settings.
Right-click the Container in the Scene Tree.

In the context menu click Merge to Material Advanced. The Material, Shader,
and Image icons in the Container will merged into one combined Material
Advanced icon.

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

MATERIAL_ADVANCED

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

Please Enter Material Advanced Name:

Ok | Cancel

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

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

11. Click the Ok button.
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See Also

e Common Element Procedures

e Materials Advanced

e Materials
e BuiltIns

4.6.9 Working with Image Elements

This section contains information on the following procedures:

e To add an Image to the Graphic Hub Database

¢ To edit an image

e To export an Image(s)

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 Importing), or

* Create a Snapshot: Images can be created through taking a snapshot of the
Scene Editor (see Snapshot), or

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

To edit an image

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

To export an Image(s)
An image or multiple images can be exported.

1. Select the image(s) to be exported.
2. Open the Select Export Directory panel:

* Select Export... from the Server Menu, or (when only one image is selected)
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* Right-click the image to be exported. In the menu that opens, select Export...

e TS
psd [taa [xpm [ Thdr [png |

Ok |Cancel

3. In the Select Export Directory panel, select the folder where the image should
be exported to.

4. Select an image format for export.

Tip: When an RGB image with alpha is exported, an RGBA image will be
created.

5. Click the Ok button.

Note: The name of the exported image will be equal to the name of the original
image.

See Also

¢ Common Element Procedures

e Properties panel Texture Editor
¢ Image Editor

Working with Fontstyle Elements

This section contains information on the following procedures:

e To import a Font

e To edit a Fontstyle

e To create a Fontstyle

¢ To show/hide blur or outline Fontstyles

To import a Font

Copyright © 2014 Vizrt



Viz Artist User’s Guide

\V|zrt\

¢ For information about how to import a font from a hard disk or network share to the
database see Importing.

To edit a Fontstyle

Double-click the Fontstyle to open the Fontstyle Editor.

If the Fontstyle is referenced in more than one Scene, a Conformation Panel
will open. Click Yes to confirm. Click No to cancel (see Reference Search and
Referenced Elements).

Thi
Use the Data a ore details.

Are y

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

See Also

¢ Referenced Elements

To create a Fontstyle

Note: A new Fontstyle will be based on a font which already exists.

Double-click the Fontstyle to open the Fontstyle Editor.

If the Fontstyle is referenced in more than one Scene, a Conformation Panel will
open. Click Yes to confirm. Click No to cancel (see Reference Search ).

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

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

6. Click the Ok button.

To show/hide blur or outline Fontstyles

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

See Also

e Common Element Procedures

* Properties panel Text Editor

¢ Fontstyle Editor
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¢ Importing Fontstyles

Working with Audio (Clips) Elements

This section contains information on the following procedures:

¢ To add an Audio clip to a Scene

¢ To import an Audio Clip

e To export an Audio clip

To add an Audio clip to a Scene

Add the Audio plugin (Container Plugins > Global) to a Container (see Built Ins).

In the Main Menu Left click on Stage.
Drag the Container to the Stage Tree Area.

In the Stage Tree right-click the Container Actor (1)
5.  Click Audio > Clip (2)

L+ Vies

Default (1]

6. Click on the Audio Clip Channel (3) in the Stage Editor, to open the Key Frame

panel (if not open).

Server | Bui trol || Views

Default

Audic
AudioClip

7. In the Key Frame panel add an Audio Clip:

1. Click DB Clip (4).
2. Click on Server/Stage in the Main Menu Left.

Copyright © 2014 Vizrt



Viz Artist User’s Guide

\V|zrt\

3. Select an Audio Clip from the Server Tree panel
4. Drag to the Clip drop box (5).

Tip: Also, to add an Audio Clip, click File (5) and n the Clip line (6), click the
ellipsis (...) to select an Audio clip to use.

See Also

¢ Animating Audio

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 Importing.

To export an Audio clip

1. Open the Select Export Directory panel:

e 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
Export...

Select ExporkDirectory  |EF
L]

In the Select Export Directory panel, select
be exported to.

Click the Ok button.

Viz Artist User’s Guide

. In the menu that opens, select

the folder where the Audio clips should

Note: The name of the exported Audio clips will be equal to the name of the
original Audio clips.

See Also

Common Element Procedures

4.7

Page 148

Assign Keywords to Elements

Keywords are used to tag Elements in the Graphic Hub database. New keywords can be
added in the Import Display, and when files are imported to the Graphic Hub database.
Keywords can be assigned to an Element, up to 20 keywords may be assigned to one

Element.

There are four ways to assign keywords. Each method starts from a different workflow
point.

This section contains the following procedures:

To create keywords for Elements

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 Element
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¢ To delete a Keyword

To create keywords for Elements

1. Select Import from the Main Menu Right.

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

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

Note: The new keyword is saved and will show in the Keyword list.

To assigh Keywords from the Search panel

Select Server from the Main Menu Left.
Open the Search panel:
¢ In the Server menu, click Search, or

* Hold the pointer over the Server area and press the keyboard shortcut <Ctrl
+F>.

3. In the Search panel that opens, click Keywords (2).
Search for a Keyword or Keywords (1):

¢ To search for all Keywords type * (an asterisk) in the text box, and press
<Enter>, or

* To search for a specific Keyword type the name of the Keyword in the text box,
and press <Enter>.

Properties

00
eTransitions References

DemoScripting a

Furniture

Ikea
Directories
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5. Drag one or more Keywords from the Search panel to an Element or selected
Elements in the Element List.

6. Click Yes to confirm.

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

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

To assign Keywords from the Keyword panel

Note: This procedure assumes that there is at least one Element in the Server
area.

Select Import from the Main Menu Right.

In the Keywords panel search for a Keyword or Keywords (1):

* To search for all Keywords, type * (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).

Drag the selected keywords to the Element or selected Elements in the Server
area.

5. Click Yes to confirm.

Tip: If the list of Keywords, in the left panel, is long, scroll and tick the required
Keywords so that they show in the right panel. From the generated Keyword list in
the right panel, highlight them all and drag to the Element.
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To assign a Keyword while importing

Select Import from the Main Menu Right.

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

* To search for all Keywords, type * (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>.

4. Select a Keyword or Keywords (2):

e Click in the [ ] (to the left of each Keyword) to select a Keyword (the selected
Keywords show in the right side panel), or

¢ Click on one or more keywords and drag to the right side panel.
5. Drag the selected Elements to their location in the Server area.

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

To assign Keywords from the Property Editor

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

1. Inthe Server area, right-click the source Element.
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2. Select Show Keywords...

3. In the Keywords tab click the desired Keywords, and drag to the required Element
in the Server Area.

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

4. Click Yes to confirm.

Assign Keyword(s) blue to the Image world ?

To remove a Keyword from an Element

1. Inthe Server area, right-click the Element with the Keyword to be deleted.
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2. Click Show Keywords...

Deploy...

3. Click the Keyword(s) to be deleted.
4. Drag to the Trash Can.

Selection—

File Info 'aywu:lrds-. History

5. Click Yes to confirm.

Remove Keyword(s) image from selected files?

To delete a Keyword

1. Select Import from the Main Menu Right.
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Note: The Keywords panel is not available if Archives to Import is selected in
the Import file dropdown menu.

2. In the Keywords panel search for a Keyword(s) (1):

e To search for all Keywords, type * (an asterisk) in the text box, and press
<Enter>, or

e To search for a specific Keyword, type the name of the Keyword in the text box,
and press <Enter>.

3. Select a Keyword(s) (2), and drag to the Trash Can.

4. Click Yes to confirm.

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

4.8 Image Editor

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

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

The Image Editor consists of:

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

To open an image in the Image editor

¢ Double-click the image in the Server Area to open the image in the Image editor.

If an image is referenced in a Scene, a dialog box will show to confirm the action or not
(see Referenced Elements).

Note: An Element that is opened in an editor, is locked in the database (see
Active Elements).

This section contains information on the following topics:

¢ General Image Information

* Image Effects
e Apply and Preview Effects

General Image Information

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

Name world

Size 1024 by 512 Pixel

Format RGEB

* Name: Shows the image name.
¢ Size: Shows the image size in pixels.
* Format: Shows the image format (RGBA, RGB, or Alpha).

Click the format buttons to view the image various formats, if available.

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

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

¢ Alpha: Makes the image transparent.

Note: This option only applies for alpha format images.

¢ Blur: Creates a blurred image.

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

Radius: The smaller the radius the more details will be seen.
Sigma: Effects the sharpness of the image.

* Color Gamma: Adjusts the color tones of the image.

* Contrast/Hue: Adjusts the brightness, saturation, and hue settings for the image.

* Convert Format: Changes the format of the image to one of the following:

RGB

RGBA

Alpha

Luminance
Luminance Alpha

Note: The current format is grayed out.

Crop and add effects in Image editor

Crop and Add

[PALanaloa |
[ PAL digital |
| NTSC analog |
| wTsc digital

=0
=
=0
218l
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¢ 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)

¢ Blur Value: Amount of blur

* Gamma: Gamma measures the brightness of mid tone values produced by a device
(often a monitor). A higher gamma value yields an overall darker image.

¢ Invert: Inverts the colors of an image. When inverting an image, the brightness
value of each pixel in the channels is converted to the inverse value on the 256-step
color values scale.

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

* Postarize: Effects the saturation of the image

* Level (%): Amount of the effect, at high values image becomes completely
black and white

¢ Quantize Colors: Reduces the number of colors in the image.
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* 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
e Stretch: Stretches the image based on either width/height in pixels or percent.

e 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.

4.8.2 Apply and Preview Effects
Various effects can be selected from the Image Effects. The selected effect can then
be modified in the Effect Modification area (1) and the result viewed in the main image
area, or previewed (2).
The Effect Modification area has two common buttons, which apply to most effect
settings:
* Preview: Shows a preview of the changes in the image preview area (2).
* Apply: Applies the changes to the image.
Note: Some effect modifications apply directly to the image in the main image
area.
To apply an effect to an Image
Select an effect from the Image Effects list.
2. Make modifications to the effect as required in the Effect Modification area. In
most cases use the Preview area to view the effect on the image.
3. Add other effects as required.
Click Save or Save as...
4.9 Fontstyle Editor

Page 158

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

Images (Image Editor).
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Viz Artist uses Fontstyles to show text in Scenes. When a Font is imported into the

Graphic Hub database, Viz Artist imports the base font and creates up to eight different
Fontstyles:

o[mM[ma 1|T A Al Auto [ Guests View

A‘Mﬂf ABcalABe |ABea
fﬂlﬂ fz"fn In {Zf!n

* One Fontstyle which looks like the base font (1)
¢ Up to four Fontstyles in different blur levels (2)

* Up to three Fontstyles using only the outline of the base font (3)

Tip: The number of blur levels and outlines for each Fontstyle can be defined from
the Font Options section of the Configuration.

Tip: The Outline and Blurred Fontstyles can be hidden or shown in the Server Area
(see To show/hide blur or outline Fontstyles).

Fontstyle editor imported Fontstyles can be modified through the use of Modifiers. For
example, a Fontstyle can be modified to reflect a corporate identity.

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

Arial-Regular-Blur-4

mEREEE

Geometry

The Fontstyle editor consists of:

* Available Modifiers (1)

* Properties of previewed text (2)
* Preview of the modifications (3)
¢ Modifier parameters (4)

Note: The properties help to illustrate how the modifications will look like in a
Scene. Changes made on the right side of the editor, for example kerning and
material, will not be saved with the Fontstyle. However, there is one exception
from this rule. If the kerning between two fixed characters are modified, this is
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saved with the Fontstyle. To create a kerning between two fixed characters, use
the keyboard shortcuts <Alt+LEFT ARROW>/<Alt+RIGHT ARROW>.

To open a Fontstyle in the Fontstyle editor

¢ Double-click the Fontstyle in the Server Area to open it in the Fontstyle editor.

If a Fontstyle is referenced in a Scene, a dialog box will show to confirm the action or
not (see Referenced Elements).

Note: An Element that is opened in an editor, is locked in the database (see
Active Elements).

This section contains information on the following topics:

¢ Available Modifiers

e Modifiers
¢ Modifier Parameters

¢ Preview Menu
e Fontstyle Viewer

¢ Fontstyle Viewer Menu

e Fontstyle Viewer Bar

¢ To open a Fontstyle in the Fontstyle editor

Available Modifiers

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

* Font: Show all the Fontstyles in the database.

* Material: Show all the Materials in the database.

* Image: Not available

¢ Modifier: Show all available modifiers that can be applied to the Fontstyle.

Modifiers

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

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

Modifier Parameters

Madifier

The Modifier parameters menu is positioned in the middle left part of the Fontstyle
editor.

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

Global Settings |

Font Default Style Geometry E

Shadow Default Style Geometry E
recure Quaty (RSN I G

* Global Settings: Shows various properties for the Fontstyle.

* Font Default Style: Defines the font default style. Options are Geometry or
Texture.

« Shadow Default Style: Defines the shadow default style. Options are
Geometry or Texture.

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

Note: The texture quality cannot be changed in a text editor.

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

¢ To remove a modifier from a Fontstyle

e Blur

e Color Per Vertex

e Contour Bold
e Extrude
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e ltalic

e Qutline
e Preview Menu

¢ Fontstyle Viewer

e Fontstyle Viewer Menu

¢ Fontstyle Viewer Bar

To add a modifier to a Fontstyle

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 &8 .

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

Madifier
Blur Plugin (1.0.0)

Level

White Level 50.0

¢ Level: Sets the blur level.
* White Level: Sets the white level in the blur effect.

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
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¢ Hold <Ctrl> and click to select multiple circles.
¢ Colors can also be dragged from one circle to another.

Madifier

Color Level 10.0 ,’: |—

[ tocal  pwEEEY]

Use Alpha Use Alpha
Debug Debug

Alpha 100.0 % l’:|—

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

* Color Box:
* Local: Applies the color to the vertices of every single character.
*« Max BB: Applies the color to the vertices of the bounding box.

e Z Active: If the Extrude modifier is used in addition to Color Per Vertex, the colors
can be changed both in the front and back. If no such modifier is applied, only the
colors in the front can be edited.

* Use Alpha: Show where the color should include. For example if Alpha is enabled
and the bottom right alpha is set to 0 the characters will fade out the bottom right.

« Debug: Draws the actual color points to see and understand how color changes
effect the characters.

Contour Bold

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

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

Extrude

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

R |

Tnactive

The nine icons marked with different bevel types are used to set the type of bevel on
the Fontstyle.

* Extrusion Depth: Defines the depth of the extrusion along the Z-axis.

+ Bevel Size: Defines the size of the bevel.

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

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

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

 Backface: Enables or disables visualization of the backface.

« Active/Inactive: If colors are set to Active, the front, back, and side colors of the
Fontstyle can be applied.

Italic

Use the Italic modifier to create a cursive appearance of a Fontstyle.

Italic Plugin (1.0.0)

Level

Debug 'ﬁ

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

* Debug: Draws the actual color points to see and understand how color changes
effect the characters.

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

Madifier
Italic Plugin (1.0.0)

Level ;r

Debug M

¢ Outline Level: Defines the width of the outline level. The higher the value, the
bolder the outline of a Fontstyle.

* Debug: Draws the actual color points to see and understand how color changes
effect the characters.

4.9.3 Preview Menu

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

Text Properties

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

* Text Properties: To preview how the Fontstyle will look like with different settings,
for example kerning, orientation, and content, select Text Properties from the
Preview menu and modify the properties. For more information, see Text Editor .

+ Text Material: To preview how a Material would look if used on the Fontstyle, select
Text Material from the Preview menu. In the Material Editor that opens, select a
color (see Working with Material Elements ).

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

¢ Scene Background: To preview how a background color would look like if used
together with the Fontstyle, select Scene Background from the Preview menu,
and then select a color. The scene background feature provides a better contrast,
especially for drop shadows.
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4.9.4 Fontstyle Viewer
To visualize how the Fontstyle will look like when being used in scenes, the Fontstyle
viewer in the lower right part of the Fontstyle editor shows a preview of the Fontstyle.

Arial-Regular-Blur-4
Texture Geometry
Additionally to the customizable text in the Fontstyle viewer, the two words Texture
and Geometry will be displayed. These words show the modifications performed to
Texture and/or Geometry applied by the modifiers, without reflecting the changes in
the properties. For example, if kerning is applied to the customizable text, this will not
be reflected in the Texture or Geometry texts.
The customizable text reflects either the Texture or Geometry text type, which is
selected in the Global Settings, available from the Modifier Parameters.
Fontstyle Viewer Menu
Right-clicking the Fontstyle Viewer opens a menu, similar to the menu in the Scene
Editor, see Working with the Scene Editor .
Fontstyle Viewer Bar
At the left side of the Fontstyle Viewer is the Fontstyle Viewer bar. The bar contains the
following icons:
* R: Resets the position, rotation, and scaling for the three Elements in the Fontstyle
viewer.

* SG: Shows/hides text with geometry style.
¢ ST: Shows/hides text with texture style.
e L: Enables/disables additional light.
e W: Switches on/off wire frame mode.
* BB: Switches on/off the bounding box visualization.

4.10 Material Editor

Page 166

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

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

Save |Save As| Close

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

This section contains information on the following topics:

¢ Create a Material

e Material Color Properties and Schemes

See Also

e Lights
e Working with Material Elements

Create a Material

To create a new Material and save it, use the procedure detailed below:

To create a new Material

Click Server.

Click the M (Materials) tab.

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

Click OK.

u ke wN e

LI+ -+

Delete

Delete with all References

6. In the Server area double-click the new Material to open the Material Editor.
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7. Adjust the Material Color Properties and Schemes as necessary.

8. Save any changes:
¢ Save: Saves the material in the Viz Graphic Hub.

¢ Save As: Creates a new Material in the Viz 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:

e Material Color Properties

e Material Base Color

¢ To change a Material Color

Material Color Properties

Ambient Em Emission
ri ’_

Shininess T~

Alpha

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.

¢ Alpha The alpha value can be set directly on a material to adjust the level of
transparency.

Viz Artist uses schemes to describe the colors of a material.

« Ambient The area which is not directly lit by any light source. Ambient light
surrounds the object and the color looks the same on every side. Since the light
does not come from any direction, but instead from “all” directions, the color/light
spreads evenly over the object.

« Diffuse The object’s “core color” observed under “normal” lightening conditions.
Shows the color of an object when illuminated by a directional light source. It
spreads evenly over the object. Light normally has some level of diffusion.
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¢ Specular Shows the color that appears 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.

Material Enabled and Disabled

To change a Material Color

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

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

or

1. Click on the eye dropper icon in the color field.
2. Move the cursor to pick a color from anywhere on the screen.
3. Click to accept the new color.

or

¢ Click a numeric input box and enter a color numeric value.

Tip: Click in the input box and use the up and down arrow keys to adjust the value
by a factor of 1. Press and hold the <Alt> key and use the up and down arrow
keys to adjust the value by a factor of 10.

4.11

Page 170

Element Search
[ ]

Elements can be searched based on various criteria. Four Search editors are located in
the upper part of the Search window. Searches can be based on four different criteria:

¢ Property Search

e Reference Search

e Keyword Search

e Directory Search

e Combination Search

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

This section contains information on the following topics:

¢ Search Panel

e Search Parameters Area

e Search Menu

e Property Search

¢ Reference Search

e Property Search

 Reference Search

e Keyword Search
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e Directory Search

¢ Combination Search

e Search Result Area

e Search String Syntax

See Also

¢ Working with Elements

4.11.1 Search Panel

The Search window is divided in two areas:

e Search Parameters Area (1)
e Search Result Area (2)

To open the search panel

1. Click Server in the Main Menu Right.
2. Open the Search panel:

¢ In the Server Menu, click Search, or
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* Hold the mouse pointer over the Server Area and use <Ctrl+F>.

BuiltIns | Control

- rver - Scenes

| Entries 'M

See Also

e Search Parameters Area

e Property Search

¢ Reference Search

e Keyword Search

e Directory Search

e Combination Search

¢ Search Result Area

4.11.2 Search Parameters Area

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

e Search (1): Click to start a search.

* E close All Editors (2): Close all search editors.

El New Search (3): Clear all settings to start a new search.

See Also
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¢ Search Panel
¢ Property Search

e Reference Search

 Keyword Search

e Directory Search

¢ Combination Search

e Search Result Area

4.11.3 Search Menu

All Types

The Search menu is positioned at the top of the Search parameters area. Select an
Element type from the menu to narrow the Element search. If, for example, ‘Image’ is
selected, only search hits that are Images will be listed. Clicking ‘All’ on the menu will
not narrow down the search, but show hits from all Element types. ‘All’ is selected by
default.

See Also

e Search Panel
e Search Parameters Area

e Property Search

 Reference Search

e Keyword Search

e Directory Search

¢ Combination Search

e Search Result Area
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Property Search

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

Creation Date

From

Madification Date

From  (Nocne)

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

Close Property Search: Close the Properties editor.
Name: Search for Elements with a specified name.

¢ Click the asterisk to search with an asterisk wildcard at the start and end of the
text string. With the asterisk disabled, only the exact search string is used.

Creation Date: Search for Elements that were created in a specified time period.
Modification Date: Search for Elements that were created in a specified time period.

Note: The creation and modification dates can be set to; Today, 1 day, 1 week, 2
weeks, 1 month, or Older.

Owner: Search for Elements that were created by a specified user.
User: Search for Elements that were last modified by a specified user.

Wildcard Text Description

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

*: Match any characters. For example "Element*"

?: Match any single character. For example "EI?me?t"
[ 1: Match a range or a list of characters:

* "Elem[b-glnt", or

e "Elem[shje]nt".

See Also

Search Panel
Search Parameters Area

Search Menu
Reference Search

Keyword Search
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e Directory Search

¢ Combination Search

e Search Result Area

4.11.5 Reference Search

Note: All graphic Elements stored in Viz Graphic Hub have a Universally Unique ID
(UUID). To view an Element’s UUID see the Properties Panel.

Any Element can reference to any other Element in Viz Graphic Hub (see Referenced
Elements). To find out where any given Viz Graphic Hub Element is used, use search by
Reference.

Search by reference can be used to search for:

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

This section contains information on the following topics and procedures:

¢ Reference Search Menu

e To search for all referenced Elements on one Element

e To search for all referenced Elements on two or more Element(s)

e To delete an Element from a search by reference

e To search all references on one Element (context menu)

Reference Search Menu

Note: It is possible to add multiple Elements to the References editor.
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Searches for Elements (Objects) which reference to the selected Elements
(Objects), for example, Images, Geometries, Fonts, etc.

B searches for Elements (Objects) which are referenced by the selected Elements
(Objects), for example, Images, Geometries, Fonts, etc.

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

[ performs a logical OR search of the Elements that are added. The result must be
at least one of the searched Elements.

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

Closes the References editor.

To search for all referenced Elements on one Element

| Fropertios |

(2]

R |

| s |

| miactanies |

1. Open the Search panel:

¢ Click on Search... in the Server Area drop down menu, or

¢ With the mouse pointer over the Server Area, press <Ctrl+F>
Click on References in the Search Panel (2)

Select an Element in the Server Area (1).

Drag the Element to the search area.

vk wWwN

Select to search by:
° Which objects use the selected object(s)

* B which objects are used in the selected object(s)
6. Click on the Search button (3).

To search for all referenced Elements on two or more Element(s)
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A Reference search can also be completed on more than one Element or Element type.

1. Open the Search panel:

¢ Click on Search... in the Server Area drop down menu, or

¢ With the mouse pointer over the Server Area, press <Ctrl+F>
Click on References in the Search Panel (2)

Select Element(s) in the Server Area (1).

Note: Select from all available Element types, except Materials.

Drag the Element(s) to the search area.
5. Specify the search criteria:

Search only for references common to all selected Elements

Search for references in all selected Elements
6. Select to search by:

¢ Which objects use the selected object(s)

* B which objects are used in the selected object(s)
7. Click on the Search button (3).
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To search all references on one Element (context menu)

Click on the Element.
Do a right-click on the Element to open its context menu.
Click Search Reference...

P w N E

The Search Panel opens and shows any Elements which reference the selected
Element.

To delete an Element from a search by reference

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

All Types

See Also

¢ Search Panel
¢ Search Parameters Area

e Search Menu
e Property Search

e Keyword Search
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e Directory Search

¢ Combination Search

e Search Result Area

4.11.6 Keyword Search

This editor searches the database for Elements based on keywords.

Do a logical AND search of the keywords that are added. The result must be in all
searched Elements.

Do a logical OR search of the keywords that are added. The result must be in at
least one of the searched Elements.

B clear the settings in the Keywords editor, to start a new search.

Close the Keywords editor.

Tip: Keywords can be assigned to Elements from the Search window. To do so,
select the keywords by highlighting them, and then drag them onto an element in
the Server area. For more information, see Working with Elements .

To search for a keyword

1. Type the keyword in the input box.
Press <Enter>.

+ image

imagd

+ image

3. Put the required Keyword in the bottom panel:
* Click and drag the desired keyword to the bottom panel, or
e Click inside the parentheses ([ 1), to the left of the required keyword.

4. Click the Search button. The keyword search is based on the keywords that have
been moved into the bottom panel.

See Also

e Search Panel
e Search Parameters Area

¢ Search Menu
e Property Search
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Reference Search

Directory Search

Combination Search

Search Result Area

Directory Search

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

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

Note: A branch that can be expanded has a Plus icon to the left of the folder
name.

Tip: A branch can also be expanded by clicking the Plus icon & to the left of the
folder name, but this will not expand the sub-branches.

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

Note: A branch that can be collapsed has a Minus icon to the left of the folder
name.

Tip: A branch can also be collapsed by clicking the Minus icon El to the left of the
folder name.

El Refreshes the tree.

B searches for Elements 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.
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To search for Elements in Directories

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

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

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:

e Property Search

e Reference Search

e Keyword Search

e Directory Search

Click on each required search parameter in the Search Panel.

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

See Also

e Search Panel
e Search Parameters Area

¢ Search Menu
e Property Search

e Reference Search

e Keyword Search

e Search Result Area
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Search Result Area

The Result area is positioned at the bottom of the Search window and shows all search
results.

Note: A double-click an Element in the Result area will also select the Element in
the Server area.

To use searched Elements

Note: To select more than one Element press and hold <Ctrl> and click on each
required Element.

Note: The search panel will stay in the foreground until it is closed.

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

* The Scene Tree, or

* The Favorites Bar, or

* The Scene Editor, or

* The Container Editor

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

To copy elements

1. Click on an Element(s) in the Results panel

2. Press <Ctrl> and drag the Element(s) from the Result area to the target folder in
the Server area.

To create a folder link

1. Click on an Element(s) in the Results panel.

2. Press <Alt> and drag the Element(s) from the Result area to the target folder in
the Server area.

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

Result Menu

[ ] Detail

[ 1 Show Properties

[ ] Keep Result

Clear Result List

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

Note: Click on the ‘I’ column to enable or disable thumbnails.

Thumbnails enabled

* Show Properties: Shows the Properties Panel at the right side of the Result area,
with the File Info tab selected.

* Keep Result: Keeps the current results in the Result list, while a new search is
done. The results from the new search will be added to the list.

¢ Clear Result List: Clears the Result list.

4.12 SmartView Search

Note: This feature is only available with Viz Graphic Hub version 2.2 and up.

A more comprehensive search can be done with the SmartView feature. A SmartView
search includes any or all of the following:

* File names

* Folder names

* File owners

¢ File UUID (if enabled in Viz Graphic Hub)

* File type (Geometry, Fontstyle, Images, etc.)
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¢ Assigned keywords

Entries
[% smartview Search

# File Set
@ Four Elements

In the Entries column (1) SmartView Search text strings can be saved to use again,
and the results of a Smart Search can be saved in File Sets which are a collection of
Elements saved under an assigned name:

* [B smertview search | Saved SmartView Searches

* [CaFile set | File Sets

The SmartView search results are shown in the Server area (2). From the Server area:

¢ Objects can be dragged directly to where they are needed.
¢ Double-click on folders to view sub-folders and contents.

* Right-click an object and select Jump to Server View to change the Entries column
into the Viz Graphic Hub hierarchy. The object is then seen in its home directory.

This section contains information on the following topics:

¢ Search String Syntax

e SmartView Searches
¢ File Sets

See Also

¢ Element Search

Search String Syntax

SmartView search string syntax is very similar to Google search string syntax.

Example: jessi scene -project -folder

In the above example, the search will be conducted on any file names, file owners,
UUIDs file types, and keywords that include the string jessi and scene. This search
excludes project folders and folders, plus any of the other searched items that include
the words project and folder.

Example: francesca -image -geom
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In the above example, the search will be conducted on any file names, file owners,
UUIDs, file types and keywords that include the string £rancesca. This search excludes
images and geometries, plus any of the other searched items that include the words
image and geom.

Search String Builder Buttons

The SmartView search user interface includes a number of buttons that help build
search strings.

M [Ma[1[F[A allAuto [Guests View

-0
ESFres Text |'_'Il W

""Seenes"| "Obees| Wiateriel | Wise Aav: | “Treges | Fones | “Audie | "Brsjece | Folder |

Click the Expand button (1), to show the builder search buttons. Click on a button to
show or not show a builder search option:
* Scenes

¢ Objects

e Materials

e Mat. Adv. (Materials Advanced)

* Images

* Fonts

* Audio

e Project

* Folder

Builder search buttons can also be fast selected. Click on an builder search button with:

e <Ctrl+Click>: Selects all
¢ <Shift+Click>: Deselects all
¢ <Alt+Click>: Only show the clicked builder search button

The buttons selected will refine the SmartView search for those particular items.

See Also

¢ SmartView Searches
e File Sets

SmartView Searches

To use the SmartView search use the procedures detailed below:

e To do a SmartView search

¢ To save a SmartView search

e To use a saved SmartView search string

¢ To view previous SmartView searches

To do a SmartView search
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Click Server.
Click the <Username>s View tab.

In the Free Text field, enter a search string (see Search String Syntax and Search
String Builder Buttons).

4. Click the Go button or press <Enter>.

Built Ins Control Views Tree Stage 1

- Server - Elements |

Entries M| MA F [ A [All|Auto [Guests View
ES Marble

Freetext Search String &3

1. Drag the Free Text icon into the Entries column to the left of the SmartView area.
2.  When prompted, give the search string a name and press <Enter>.

To use a saved SmartView search string

1. Click on a saved search in the Entries column. The saved search is entered in the
Free Text field.

2. Click on Go.

or

¢ Double click a saved search string the Entries column. The saved search is entered
in the Free Text field and search beings automatically.

To view previous SmartView searches

¢ Click the arrow to the right of the Free Text field to view all SmartView searches
since Viz Artist was launched.

See Also

¢ Search String Syntax
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¢ File Sets

File Sets

File sets are a collection of objects saved under an assigned name. File sets are unique
to each user on each instance of Viz Graphic Hub. Placing objects and folders in a file
set does not move them from their location in Viz Graphic Hub hierarchy; rather it just
makes them all accessible from the SmartView tab.

This section contains information on the following topics:

¢ To save a SmartView file set

e To add files to a SmartView file set

¢ To remove files from a SmartView file set

e To add an empty SmartView file set

e Entries Column Context Menu

To save a SmartView file set

Built Ins Control
Server - Elements

[ 17 F [ A lan|auts [Guasts view
Text

1. Select all desired objects from a search result and drag them into the Entries
column.

When prompted, enter a name for the file set
Click on OK.

To add files to a SmartView file set

* Select all desired objects from a search result and drag them into the target file set
in the Entries column.

To remove files from a SmartView file set

1. Inthe Entries column, click the relevant SmartView file set.
2. In the result area, select the desired objects
3. Remove the selected results from the SmartView file set:
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¢ Drag the objects to the Trash Can, or
* Right-click the objects and select Delete from SmartView list.

To add an empty SmartView file set

Do a right-click in the Entries column.

Select Add...

Enter a name for the new Smart Search file set.
Click OK.

P w N

Entries Column Context Menu
Highlight a Saved search or a file set and right-click to open a context menu.

« Rename: Rename the highlighted Saved search or file set.
* Delete: Delete the highlighted Saved search or file set.
* Add...: Add a new File Set.

4.13

Page 188

Built Ins

In Built Ins there are a standard set of Viz Artist installation plugins.

ns

Folders Gp [ce | sH |

LI

[ ™
Arrange

Most plugins can be added to Containers, except, for example, Scene plugins. Because
Viz Artist uses an open interface for the plugins, new geometries can either be
obtained or created and then installed with Viz Artist. Also, most plugins have a
properties editor.

When a plugin is applied to a Container, in the Scene Tree, a plugin icon will show in
the target Container (see Container Icons).

The Built-Ins button on the Main Menu Left gives access to the various plugins:

e Geometry Plugins

e Container Plugins

¢ Shader Plugins
e Scene Plugins
e Texture Sources

This section contains information on the following procedures:
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¢ Plugin Context Menu

¢ View and Search for Plugins

e Add Plugins to a Containers

Plugin Context Menu

A right-click on a plugin icon to open the plugin context menu.
This section contains information on the following procedures:

¢ Geometry, Container and Shader Menu

e Scene Menu
e Texture Source Menu

Geometry, Container and Shader Menu

¢ Add to Container(s): Add the selected plugin to a Container(s)
¢ Add as Favorite: Add the selected Texture to the Favorites Bar.
* Delete from Favorites: Delete the selected Texture from the Favorites Bar.

Scene Menu

¢ Add to Scene: Add the selected plugin to a Scene
¢ Remove from Scene: Remove the selected plugin from a Scene

Texture Source Menu

« Add <Texture name> as Texture: Add the selected source to the Scene
(automatically added to a Container and switched to Texture in the Video editor (see

Scene Settings).

* Add <Texture name> as DVE: Add the selected source as DVE.

* Show settings of <Texture name>: Show the settings in the Video editor (see
Scene Settings).
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¢« Add as Favorite: Add the selected source to the Favorites Bar.
* Delete from Favorites: Delete the selected source from the Favorites Bar.

4.13.2 View and Search for Plugins

This section contains information on the following procedures:

¢ To view plugins
e Add Plugins to a Containers

¢ Plugin Context Menu

To view plugins

1. Click Built Ins on the Main Menu Left.

2. Select the appropriate plugin category, either:
¢ From the drop-down menu that shows above the plugins view, or
¢ Click on of the tabs (e.g. GP, CP and so on).

Tip: Click the All folder in left panel shows all plugins, without any categorization.

Tip: Press a letter on the keyboard to jump to a plugin which starts with that
letter.

Tip: Double-click a folder tab to go to the Default folder for that plugin category.

Tip: All plugins can be dragged straight into the Scene Tree (except Scene
plugins).

To search for a Plugin

1. Click on Built Ins (1).

2. Open the plugin search panel:
e Click on the Built Ins drop down menu and click on Search... (2), or
e Press <Ctrl+F>.

Fn:nldEr.sei[ 15

LI

m Plugins
ner Plugins

3. In the plugin search panel enter a text search string (3).
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4. Click on Go (4), or press <Enter>.

[PSEmEr™| BuiltIns | Control [ Tree | stage |

Server - Elements |

MA |1 [F[a [a -~

Go

sther Line of

| Mark Tet |

iide the nee =1
nfatet t

TEXT
?ARAMETERS

8 Plugin(s) found

Note: The searched plugins have the same Add and Context menu functions as
the plugin icons in the plugin tabs (see Built Ins).

Note: The plugin can be dragged to a Container in the Properties Panel.

Note: Only some Container plugins will drag to the Scene Editor, when they will
the target object becomes active when the icon is moved over the object

Note: When a Texture Source or a Geometry plugin is added to the Scene Editor
a Container is created in the Scene Tree for the Texture source or the Geometry
plugin.

4.13.3 Add Plugins to a Containers

Most plugins can be dragged to a target Container(s) in the Scene Tree (1), the
Properties Panel (2) or the Scene Editor (3). Each plugin also has a context menu where
a plugin can also be added to a Scene.
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This section contains information on the following procedures:

¢ To add a Geometry plugin

e To add a Container plugin
e To add a Shader
¢ To add a Scene plugin

¢ To add a Texture Source as a texture

e To add a Texture Source as DVE

e To add a plugin to Multiple Containers

e To add a plugin to Favorites

e To open a Plugin Properties Editor

To add a Geometry plugin

1. Drag the Geometry plugin 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

Highlight the target Container(s)

2. Right-click the plugin icon and select Add to Container(s) from the Plugin
Context Menu

Note: A Container can only contain one Geometry plugin at a time. If a new
Geometry plugin is added the fist one will be removed from the Container.

To add a Container plugin

1. Drag the Container plugin icon to either:
* A Container or multi selected Containers

* An object in the Scene Editor (only some container plugins will do this, when
they will the object becomes active when the icon is moved over the object.

e The Container Editor area

or

Highlight the target Container(s)

2. Right-click the plugin icon and select Add to Container(s) from the Plugin
Context Menu

To add a Shader

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

1. Highlight the target Container(s)

2. Right-click the plugin icon and select Add to Container(s) from the Plugin
Context Menu

Note: A Container can only contain one Shader at a time. If a new Shader is
added the fist one will be removed from the Container.

To add a Scene plugin

1. Open the Plugin tab in Scene Settings:
* Click on Scene Settings -> Plugin
2. Drag the Scene Plugin icon to the Scene drop area.

or

Right-click the icon to open the Plugin Context Menu.
2. Click on Add to Scene...

To add a Texture Source as a texture

1. Drag theicon to either:
* A Container or multi selected Containers.
* The Scene tree (creates its own container).
* The Scene Editor (this will create a new container for the Texture source).
* An object in the Scene Editor.
* The Container Editor area

or

Right-click the Texture Source icon to open the Plugin Context Menu.

Select Add <Texture Source name> as texture.
A new container will be created for the new Texture source, in the Scene Tree

To add a Texture Source as DVE

¢ Drag the Texture Source to a Container(s) in the Scene Tree

or

¢ Drag the Texture Source to the Scene Tree (a new Container will be created)
or

1. Right-click the icon to open the Plugin Context Menu.

2. Select Add <Texture Source name> as DVE.

To add a plugin to Multiple Containers

1. Highlight the required Containers.
2. Click and drag the plugin icon to a highlighted Container
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3. Release the plugin icon.

or

Click and drag a plugin icon.
Hold the plugin icon over a Container.

Continue to hold the left-click and do a right-click to drop the plugin icon on the
Container.

4. Continue to hold the left-click and repeat for each required Container

To add a plugin to Favorites

1. Right-click the icon to open the Plugin Context Menu.
2. Click Add as favorite...

Note: Plugins can also be added as a Favorite from the search panel (To search for
a Plugin).

To open a Plugin Properties Editor
¢ Click on the plugin icon, in the Container or the in the Properties Editor.
See Also

e Built-in View Shortcuts
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5 Global Tasks

This section contains information on the following topics:

* Scene Settings

* Implementing Video
e Importing

* Archiving

e Deploy

* Post Rendering

5.1 Scene Settings

To open the Scene Settings editor, select the Scene Settings tab in the Property panel.
The Scene Settings editor makes it possible to modify the global parameters for the
scene.

- Container | Camera | Light [Scene Settings

Global Seitings Video Rendering | Plugin | Script | Clipper |Hdr | Virtual S
Virtual Set | Full Screen Auto Key
¥ enael T e
ey Confis  ISHGEPSET|  Couble Pass

R
Background ’% G
L 7]

Color

Background
Image

Stereo Mode | None ¥ | stereo Mode |

P o P Y 5

Tree Color Text |—

There are various types of scene settings. Click the tabs at the top of the Scene
Settings editor to open the respective panels:

* Global Settings

* Video

* Rendering

* Plugin

* Script

e Clipper

* HDR (High Dynamic Range)
e Virtual Set

See Also
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¢ Implementing Video

5.1.1 Global Settings

This section contains information on the following topics and procedures:

¢ Global Settings Properties

¢ Working with Images

e To add an image

¢ To remove an image

e To view an image’s source project or folder

¢ To show/hide an image in the Scene Editor

Global Settings Properties

- Container | Camera | Light [Scene Settings

Global Settings | Video Rendering | Plugin | Script | Clipper  Hdr | Virtual Set

| Wirtual Set | Full Screen Auto Key

Backgroun Foreground
Image = Image Preview
Image

Stereo Mode | | | stereo Mode

In the Global Settings panel the basic parameters for the scene can be modified:

* Key: Defines how the alpha key signal should be generated. The default is Overlay.

¢ Virtual Set: This option is relevant only in combination with the Virtual Set
solution. This mode switches from Overlay to Full Screen when the control mode
of the current camera switches from Remote to Editor (see Camera Editor). On
a Virtual Set, to perform a camera flight with the virtual camera when the real
camera is stationary, the graphics must be switched to Full Screen to avoid a
situation whereby the virtual and the real camera have different position values.
When switching the camera from Remote to Editor to perform the flight, the
keyed graphics automatically switches from Overlay to Full Screen.

* Full Screen: Ouputs non-transparent key signal.

¢ Over lay: Sets as key signal only those containers that have a Key function
attached. Only containers in the scene tree with a Key function attached are
rendered into the key signal.

¢ Auto Key: This is the preferred mode for overlay graphics. The key signal is
automatically generated from the containers in the scene tree and it does not
require the application of Key functions to the container. This function provides
you with a worry-free overlay.

Page 196 Copyright © 2014 Vizrt



Viz Artist User’s Guide

\VIZI't\

+« Background Image: This option is only applicable if a background image with
an alpha layer is added. The alpha values of the background image are used as a
key signal and containers with a Key function attached will be rendered on top.

* Key Render Mode:
* Config: Renders the key according to the settings in the Config file.

¢ 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. For information about how to
select a color (see Material Color Properties and Schemes).

« Background Image: Makes it possible to use an image as the scene background.

* Foreground Image: Makes it possible to use an image in the scene foreground,
which means right behind the camera pane. If the image in the foreground has no
alpha, then only the image will be displayed. If the image has alpha, the scene will
be displayed through the image.

* Preview Image: Makes it possible to add a fixed layout to the scene. This
visualizes how the total preview (camera picture and/or graphics) will look like. To
set the image as global default, click the Set Default button.

Tip: It is possible to drag results from a database search onto the background,
foreground, and preview image drop zones.

¢ Stereo Mode: Select the correct stereo mode for the inserted image:
* None: No Stereo mode.
* Config: Images are drawn as set in the config file (see Camera, in Configuring
Viz).

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

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

Background Foreground
Image Image

Stereo Mode  [[NIINCERAGIINFE | stereo Mode  [INGHE =]

None

Config

Owver Under Left Top
Owver Under Right Top
Side by Side Left

Tree Color Text Side by Side Right

* Mask Invert: Makes it possible to set one or more of the mask layers in the scene
to be inverted. With no mask inverted, the mask cuts out a hole where it covers the
mask target object. With mask invert enabled, the mask target is only visible where
the mask covers it.
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Mask Not Inverted
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* Shadows: Enables or disables the shadow function in the scene. The shadow
function uses two layers from the mask function. With shadows enabled, there are
only six layers available for the mask function (see Mask Source and Mask Target).
In a scene where more than six mask layers are needed, shadows can be disabled.
Note that only very complex mask configurations need more than six layers.

¢ Tree Color Text: Makes it possible to add text to the scene tree colors that are
available in the Favorites area. Note that this text is scene specific. Adding text to
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the global scene tree Colors can be done in the Configuration. To create customized
colors for the scene tree, see Favorites Bar.

Working with Images

The following procedures demonstrate what you can do with images in the background,
foreground and preview.

¥\ I'2 [ ' 1B P 7 I

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 will then be shown in the drop zone button. Dragging a new
image onto the drop zone will automatically replace the old image.

To remove an image

¢ Drag the image from the drop zone onto the trash can.
To view an image’s source project or folder

¢ Click the image on the drop zone.

The project or folder it is placed in is visible. If the image is linked, the first project or
folder will be selected.

To show/hide an image in the Scene Editor
¢ Click the Active/Inactive button next to the drop zone (3).

If the image has a different aspect ratio than the screen resolution, the image will be
stretched to fit.

Video

This section contains information on the following topics:

¢ Video Properties
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Video Properties

Settings |Videa | Rendering | Plugin | Seript

* Target:
* Inactive: Video is not active.
* DVE: Set the Video Stream as DVE (see Methodological Considerations)
* Texture: Set the Video Stream as a Texture (see Methodological Considerations)

¢ Audio: Set the Audio volume
« Keying Mode (see Keying Mode for VideoVizBold ):

¢ Linear: No chroma keying
¢« Chroma: Uses the internal chroma keyer
¢ M-Zone: Uses the multi-zone keyer
¢ Libero: Uses the Viz Libero keyer
* Invert: Only works with Chroma and Libero
¢ URL: Enter the URL of the Stream to be shown (Video Stream only):
* Load: Click to load the video Stream
* Clear: Click to remove the video Stream.

See Also

¢ Implementing Video

5.1.3 Rendering

In the Rendering panel, basic rendering parameters can be modified.
This section contains information on the following topics and procedures:

¢ Rendering Properties

e To design graphics with a user defined aspect ratio
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Rendering Properties

Global Settings | Video |Rendering | Plugin | Script | Clipper | Hdr | Virtual Set

Culling
Screen Area

Layout

Auto Key Plane

Half Height
Depth of Field
Flickerfilter
Gamma

Camera Clipping Plane

Camera Aspect

Keep Ortho Frustum

[TRave™]
Safe X el v 8

Default Layout active

Ll Titex

Inactive

[ Adive " ITREEEvE|

Inactive

o[ levelt  PUTGEIT™|  Level3

™
—

PConfig|  4:3  [16:9 horiz)[16:9 vert.| User

Inactive

Depth Function

e isssorequel |

Text Bounding-Box Style | Tight Legacy

Inactive

r |—|—|
Left Right Top Bottom
Bottom Left | Bottom Right'| Bottom Top

= |—|—|
Left Right Top Bottom

Middle Left | Middle Right || Middle Top 'Middle Bottom

Ringing Filter
Output Region License Info: Full Edition

Half Edition

Quarter Edition

¢ Culling Enables/disables a culling function for the scene. The culling function is
a performance saving function. With culling enabled, objects whose bounding
box is outside the camera view are not rendered. This is of great importance to
performance in large scenes and virtual sets. Normally the culling function should
be Active.

e Screen Area

+ Safe Area: 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 the clicked value to its
default value. Double-click the R button to reset both values to default values.
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¢ Title Area: 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 the clicked value to its
default value. Double-click the R button to reset both values to default values.

;a0 Jdaw [ o[O]w] o] e § | EESR

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. Click the Active/Inactive button to
enable the settings. 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 will
be rendered with the key signal. A typical setup for a Virtual Set 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 Virtual Set
documentation.

Half Height This option can be set to Active or Inactive. Active means that Viz
Artist will render fields instead of full frames. Normally the system renders 50 or

60 full height frames and produce twice the amount of pixels needed. This is done
to achieve better quality. If picking every second line of a full height frame and
send it to the output, it will look better. Anti aliasing, texture filtering works “better”
if rendering full height. So when Viz Artist renders half height, the quality will be
reduced a little bit, especially on some textures, but it nearly renders twice as fast,
because the pixel fill is half the size.

Depth of Field emulates the behavior of a real camera where objects further away
from the focal plane appear blurred and objects close to the focal plane appear
sharp. The respective parameters can be set in the camera settings under the
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Camera’s Focus settings (see VizBoldFocus: Focus settings are enabled if the Depth
of Field parameter is set to Active (see Rendering).).

* 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.

¢ Gamma Makes it possible to set a gamma value for the renderer.

¢« 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 will be
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 configuration.

e 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 Viz Video Wall set the user-defined
camera aspect to the same value as the Aspect in the Config’s Output Format
's User Defined value for Aspect (which is set dynamically based on the other
values). When building a scene with a customized aspect ratio for other e.g.
handheld/mobile devices or online publishing set the Render Options ’ Keep
Editing Aspect parameter to Editor as this will not have an affect on the On-Air or
Viz Engine output. See also To design graphics with a user defined aspect ratio.

Viz Configuration Output Format

nfiguration

i HD Interlaced
i H erlaced 10801_

1080P.

User Defined USER_DEFINED

ormation

* Keep Orthog. Frustum: When active, takes the original frustum stored and
does not allow its recomputation after changes have been made to the camera
parameters in the orthogonal mode.
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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 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.

Note: The Depth Function setting is OpenGL-specific.

Text Bounding Box Style: Tight means that the bounding box is drawn tight
around all text used in this scene. This means just the height of the actual text
used. When set to Full Height, the bounding box is higher: Viz Artist calculates the
bounding box for characters that need some space underneath (e.g. the letter ‘g’)
and for characters that need more space above (e.g. a parenthesis) even if these
characters are not used in the text of the scene. Max. Size is for scenes imported
from version 2.8 so that the various plugins which depend on font bounding boxes
are compatible in version 3.5, 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.

Note: The Full Height setting does not work for special characters like the ‘A’
which is even higher in some fonts. There is a special config setting for this:

Viz Configuration Font Options
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Viz Configuration

Default Default

Japanese Industry Standard Code | ns

Shifted du ¢ Standard 5)s

Default Tex ntation Right
- .
Default Text V.-Orientation [ TCENIY EE e IS
Default Text Direction Right To Left Top To Bottom
Font Handing [—— Corpie ot
Font Import ‘Windows (Advanced)
Blur Import -7 SO " S . O N -
Outline Import [Gine 1| Ouine 2| Outine s |
Bounding B I Inactive

00 B (asci value)

Ringing Filter Reduces the ringing artifacts on the SDI output and applies only
to SD formats. The ringing filter can be switched off with the config setting under
Render Options; set Force Ringing Filter Off to Active.
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Viz Configuration Force Ringing Filter Off

Configuration

leep Inactive
Keep Editing Aspect m Editor | No Video Resize GUT |
Use Display

ended Colo Inactive
Full Scene AA | None [@Samples || ©Samples || 16 Samples |

Global Input [ Fill Mode [ Direct [ Unshaped |  Shaped |
Import Options Use Fill Mode Inactive d Pos ction)

Image File Name Convert =
Local Settings On Air Resolution |7 "800x600

On Air Mous

ecute All Animations
Path Al = wkcl,

Outp Frame Counter

S Ero i - - i
Plugin: . Frame Speed Half ) Third Quarter

Force Ringing Filter Off [ inactive |
Software
 sSingle Pass
HD Interlaced
Sync. Dire:

NLE Antial | Inactive (for NLE, Snapshots and Post Production)
e Load Error A _' Clear Image |

Note: The default ringing filter is located in the config Scene Default Values.

Viz Configuration default Ringing Filter

Viz Configuration

Virtual Set Full'Screen Auto Key

Animation Motion Path m

Animation Motion Speed [ NGO S Linear f

Flicker Filter Level 1

Gamma

ions 0 ,':r[ Far
Name Convert I = [ Traaive"
Local Settings - Lt EIE
Info: Full Edition

I Left | Right [INTEEN Bottom

ditio [ Botte " Bottom Right
Half Edition I Bottom Left I Bottom Right Bottom Top I

Scene Default Values | LCeft I Right | Top Bottomn |

St R [ Middie Lefe Middle Right Middle Top || Middle Bottom |

e Information

=
=

¢ 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. Your options are:

o Left
¢ Right
« Top
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e Bottom

e Bottom Left
e 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. Your options are:

e Left

¢ Right

* Top

* Bottom

* Middle Left

¢ Middle Right

¢ Middle Top

e Middle Bottom

To design graphics with a user defined aspect ratio

© ® N o !

Start Viz Artist.
Click the Config button to open the configuration (see Configuring Viz).

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 will ensure 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 your screen’s resolution
and aspect (e.g. 16:9) and close Viz Artist.

* 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.

Start Viz Artist.

Click the Server button.

From the Properties Panel click the Scene Settings tab.
Under the Rendering 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)

See Also

Scene Editor Camera Controls and Shortcuts

Plugin

In the Plugin panel, plugins can be applied to the Scene. Scene plugins are “global”
functions that have influence on the whole scene. They are mainly used when external
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programs are interfaced with Viz Artist. Viz Artist uses an open interface for plugins.
New plugins can either be obtained or written by yourself and then installed into Viz
Artist.

Installed Scene Plugins can be found under Built Ins in the Main Menu. In Built Ins select
Scene Plugins in the pull-down menu or click on the SP tab in the Element Area.

For a detailed list and description of the plugins delivered with Viz Artist see Scene
Plugins .

The area for the plugins is divided in two sections:

¢ Plugins applied to a Scene, as icons (1)
¢ Plugin editor (2 (opens when the plugin is highlighted)).

This section contains information on the following topics and procedures:

¢ To add a Scene Plugin

¢ To edit a Scene plugin properties

¢ To show Scene plugin information

¢ To enable/disable a Scene plugin

e To Remove a Scene Plugin

To add a Scene Plugin

Click Built Ins.

Select Scene Plugins. Browse for the plugin to apply to the Scene.
Put the plugin in the Scene Settings Plugin area:

¢ Drag the selected Scene Plugin to the Plugin drop zone, or

¢ Right-click on the Scene plugin icon and select Add to Scene...

To edit a Scene plugin properties

1. Inthe Scene Setting’s Plugin area, select the plugin.
2. Edit the plugin’s properties in the editor to the right.

To show Scene plugin information
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1. Inthe Scene Setting’s Plugin area, select the plugin.
2. In the plugin editor, click the info icon.

To enable/disable a Scene plugin

* In the Scene Setting’s Plugin area, click on the enable/disable switch in the icon.

For greater convenience Viz Artist allows you to enable or disable the plugins already
applied to the scene. This will help you not to loose the overview when adjusting the
plugin properties to the values you need.

To Remove a Scene Plugin

¢ Drag the plugin onto the trash can, or
¢ Right-click on the plugin (in the Scene Plugin tab) and select Remove from Scene.

Script

In the Script panel, scripts can be added to the scene. For more information on
scripting see the Script Editor section.

Clipper

In the Clipper panel, settings for scenes that have the Clipper plugin attached can be
modified.

The Clipper plugin is an alternative to the mask function; the clipper works in 3D and
the mask in 2D. Objects using the clipper plugin, when placed behind the clipper plane,
will be masked/clipped. If an object is only partially behind a clipper plane, only the
part of the object that is behind the plane will be clipped out since the clipping is done
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in true 3D space. The plugin uses the OpenGL clipping planes that supports up to six
planes.

This section contains the following topics:

e Clipper Properties

Clipper Properties

* Number: Shows the clipper plane number, from 1 to 6.
* State: Makes it possible to switch the selected clipper plane On or Off.

¢ Position: Makes it possible to modify the position of the clipper plane along the X,
Y, and Z axis.

* Rotation: Makes it possible to modify the rotation along the X and Y axis.

* Reverse: If this option is set to Off, everything in front of the clipper plane is shown.
If it is set to On, everything behind the clipper plane is shown. Tracking Objects with
Clipper Plane

¢ Tracking Object: A clipper plane can be set up to track containers regarding
position and rotation. Tracking position means that the position of the clipper plane
will be in the center of the container, and tracking rotation means that the clipper
plane will rotate if the object rotates. This is especially useful when animating a
scene.

See Also

¢ Creating Animations
e Clipper

HDR (High Dynamic Range)

Enables High Dynamic Range Rendering/Imaging for the selected container. This
improves the contrast of the generated scene in a much more realistic way.

* 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 plugin must be placed in a Container to enable HDR lighting
on the respective container and its sub-tree.

¢ Diffuse Map: This is a HDR Cube map (must be a vertical cross and should have
been imported from an EXR file). It defines the diffuse light map.

+ Reflection Map: Same as Diffuse map but for the reflection part of the
lighting.

* Rotation: Rotate the environment map with the set parameters.

Note: Diffuse map and reflection map together form the ‘environment map’.
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« Exposition: Controls the brightness of the maps (similar to the exposure time of an
ordinary camera).

* Background (Active/lnactive): Draws the Reflection map as background.

Expaosition Background

O

See Also
* HDR

5.1.8 Virtual Set
The Virtual Set panel is only available if the Virtual Set option is installed. This panel
makes it possible to set up and save configuration for virtual sets. For information
about the parameters, see the separate Virtual Set documentation.

5.2 Implementing Video

Page 210

Video implementation in Viz Artist depends on the machine and video board
configuration. There are also two general approaches:

¢ Implementing Video Through an External Feed or

¢ Implementing Video Through a Video Clip.

Additionally, video can be implemented in Viz Artist in one of two ways:

* DVE (Digital Video Effect): This is a feature of specific video boards (e.g. Targa and
Matrox, but not DVS).

* Texture level: The video is part of the graphics.

Before video can be implemented, the Video Output and Video Input configuration

settings must be configured. These settings determine the frame rate (PAL/NTSC) of
the entire video system. See the Viz Engine documentation for details.

These video cards are supported:

e Matrox

« DVS

* Targa

There are a few varieties of Matrox cards (X.mio, X.mio2 and X.mio2 Plus) which mainly

differ in the number of possible video inputs and outputs (X.mio2/44). DSX/LE2 in does
not have any input, codec support or compositor. Furthermore, for X.mio, X.mio2 and
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X.mio2 Plus Matrox cards video inputs and clip channels can be disabled in the Matrox
configuration.

IMPORTANT! The most basic rule for working with the video version of Viz Engine
is to always have a valid genlock attached to the video board, no matter which
board is installed. Without the correct genlock setup there is no guarantee that
the Engine will function correctly. See Video Output.

Video parameters are modified in Viz Artist in the Scene Setting’s Video Tab.

--::-:-rtmr.cr Camera | Light | Scene Settings
s | Mideo | Rendering | Plugin | Scrip dr | Virtual Set

Inactive | DVE  [TEsiGReT|

=

e Linear  PWERFGME™| M-Zone  Libero Vision Invert

2l
=

-
.

Restore Dark C

Sample X 10 S sample width

In the left panel, there are three columns, showing all available input channels.

TS: Channel’s internal name.

Note: This is the same name as in the command interface.

Channel: Corresponding to the Texture icon names.

Target: The channel’s state:

« Background (BG) and Foreground (FG) graphics: Active or Inactive.
* Input channels: Inactive, DVE or Texture.

Clicking on a channel in the left panel opens its editor, in the right panel.

This section also contains information on the topics:

Methodological Considerations

Clip Playback Use Cases

Implementing Video Through an External Feed

Implementing Video Through a Video Clip

Keying Mode for Video

Keying Mode Parameters

Seamless Input Channel Switcher
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Methodological Considerations

When using DVE, the graphics scene and the channel are composited on the video card
(Matrox X.mio or Targa). An SDI monitor is needed to show the channel when using
DVE mode. When using DVE, there is a limited set of 2D control options available in
the design and animation of the Viz Artist scene (position, size, crop and alpha). Please
take into consideration that chroma keying is not supported for channels set to DVE.

If more control of the video is needed, for example, to map the video onto a 3D object
in a scene, then Texture mode can be used. The video would then have the same
control parameters as an image in Viz Artist. However, the video may now affect
rendering performance, since it needs to composite the video into the render window.

Clip Playback Use Cases
This section contains information on the following common clip playback use cases:
* Playing Overlay Clips - Not Full Screen

e Clip with Audio - Not Full Screen
¢ Clip with Audio - Full Screen

e Clip with Audio - Full Screen - 3D Space Transformation

Playing Overlay Clips - Not Full Screen

Playing a clip which is not full screen in size, like a spinning logo, an insert snipe or a
special effect without audio. These are known as overlay clips.

To play overlay clips it is recommended that you use the Soft Clip clip player. Even
though Softclip can play clips up to HD 1080, it should be mainly used for overlay
clip playback. For full screen playback there is a more efficient clip player available in
Viz. The advantage of the Softclip clip player is that it can play clips in any pixel size,
aspect ratio or frame rate. Softclip is based on the VFW (Video for Windows) AVI clip
playback workflow on Windows.

Soft Clip is able to play all installed VFW (Video For Windows/AVI) codecs on your
computer. There are dozens of codecs available, each with its own advantages and
drawbacks. There is no general rule which codec to use (see Supported Codecs),
but it is recommended that you use the different types of Matrox codecs (depending
on whether the alpha channel is necessary or not), avi uncompressed or the freely
available HuffYuv codec. Softclip supports RGBA playback if the codec is able

to store the alpha channel; avi uncompressed supports alpha, also the Matrox
Mpg2iFrame&alpha codec and the HuffYuv codec, just to mention a few.

A typical use case for the Softclip player would be:
e The playback of a spinning looping logo with alpha channel. The size of this clip
could be around 350x350 pixels.

¢ The playback of an explosion overlay clip with alpha. The size is around 500x500
pixels.

* The playback of a snipe/insert with alpha. The size is around 600x150 pixels.

Clip with Audio - Not Full Screen
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Playing a clip with audio which is not full screen in size, like a strap of an advertiser, a
3D object transition or an effect or a reveal of an element only.

To play clips which need audio but do not need to be played back in full screen mode,
you should use MoViz. Moviz is very similar to Soft Clip, with the main difference

being that it supports audio. Moviz is based on the directX clip playback workflow on
Windows, meaning it uses a different library and codec filters than the Softclip plugin. If
you install a VFW codec for avi playback like for Softclip, it is not guaranteed that your
clip will also play in Moviz, since Moviz is directX-based. In general it is very helpful to
install the free package of the main concept codecs, since with this package you get
dozens of ffdshow filters for directX for free and this will raise the compatibility with
which you will be able to play regular avi files via Moviz. To use the full potential of
Moviz you should encode your clips whit ffd instead of avi. If you want to render clips
into ffd as an example from Adobe After Effects, there will be a new section showing up
in the render section named ffd, besides Quicktime and Video for Windows, TGA single
frames and others. In the ffd settings you can select the necessary format, like dv, mpg
and many others.

A typical use case for the Moviz player would be:

¢ The playback of a insert advertiser with audio on the bottom of your screen. The
size of this clip would be something around 720x150 pixels.

¢ The playback of a “clip universe”: the animated Viz camera is flying through space
and passes clips.

Clip with Audio - Full Screen

Playing a clip with audio in full screen mode, but only using it as a background in my
Viz scene. The clip does not need to be rotated in 3D space.

To play full screen background clips it is recommended that you use the Matrox clip
channels. The dimensions and frame rate of these clips must be either HD 1080, HD
720, PAL or NTSC. Any free pixel size, aspect ratio or frame rate is not supported on the
Matrox channels.

If the clip is 2D, meaning there is no transformation/rotation in 3D space needed, then
you should set your Matrox clip channel to DVE. In DVE mode you get the maximal clip
quality achievable.

When using DVE mode, don't forget to apply a key function to your Viz Elements or
switch the renderer to autokey, otherwise they will not appear in front of the clip. See
Keying Mode for Video.

If you want to use an alpha channel on this clip, use the Matrox Mpg2iFrame&alpha
codec and configure your clip channels in the Viz Config correctly (activate alpha).
Also here it is recommended that you use the Matrox AVI codecs, but the Clip channels
support many more formats than just the Matrox codecs (see Supported Codecs).

A typical use case for the DVE setting would be:

* The playback of a clip at it's best quality, with or without any overlaying graphics.

Note: Using the Matrox clip channels for playback is the most efficient clip
playback for full screen clips!
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Clip with Audio - Full Screen - 3D Space Transformation
Playing a clip with audio in full screen mode and transforming it in 3D space.

To play full screen clips it is recommended that you use the Matrox clip channels. The
dimensions and frame rate of these clips must be either HD 1080, HD 720, PAL or
NTSC. Any free pixel size, aspect ratio or frame rate is not supported on the Matrox
channels.

To be able to transform the clip in 3D space you must set the clip channel to Texture.
Compared to DVE mode, the clip is slightly more blurred, but this is essential to avoid
noise on the clip texture when moved or rotated in 3D space.

If you want to use an alpha channel on this clip, use the Matrox Mpg2iFrame&alpha
codec and configure your clip channels in the Viz Config correctly (activate alpha).
Also here it is recommended that you use the Matrox AVI codecs, but the Clip channels
support many more formats than just the Matrox codecs. See Supported Codecs.

A typical use case for the Texture setting would be:

e The playback of a clip in 3D space with transformations on rotation, scaling and
position.

¢ The playback of a clip on a 3D object.

Note: Using the Matrox clip channels for playback is the most efficient clip
playback for full screen clips!

Implementing Video Through an External Feed

External video is implemented as follows:

e External Live Video Through DVE
e External Live Video Through Texture

e External Video Stream Through Texture

External Live Video Through DVE
This section covers the following procedures:

¢ To implement external video (DVE (Matrox))

e To implement external video (DVE (DVS))

¢ To implement external video (DVE (Targa))

Note: Implementing external video through DVE does not have any impact on
rendering performance, since it is handled solely on the board.

To implement external video (DVE (Matrox))

1. Click Config and configure the alpha in Video Input.

Tip: w/Alpha Enable this setting when you need use external video with alpha.
Two of the video inputs to the Matrox board are combined to be the fill and key.
Input A and B will be combined and input C and D will be combined, respectively.
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Save and restart Viz Artist.

Click Server.

In the right panel select the Scene Settings tab and click the Video tab.

In the left panel of the Video parameters, click Live 1.

In the right panel of the Video parameters, in the Target row, click the DVE button.

You can now adjust the parameters in the DVE control panel:

Position
Size
Crop

Alpha: For each layer, you can adjust the level of opacity, where 100% is fully
opaque and 0% is fully transparent.

Priority: Assigns the position of each layer in the layer stack, where 0 is the
bottom-most layer, and 100 is the top-most layer.

43930303
{2 0 o o |

=1l
=ld
=1l
=ld
=1d
=i
=18l

Note: BG Graphics are always the lowest in the stack, even below zero, and FG
graphics are assigned a default of 100. As such, you cannot assign a priority to BG
Graphics.

The Scene Editor displays a blue rectangle, showing that the input channel is correctly
configured.

To implement external video (DVE (DVS))

Note: In DVS, DVE is simulated through the software.

1. Click Built Ins.
2. In the drop-down menu underneath, select Texture Sources.
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3. Drag and drop the Videol plugin into the scene tree.

¢ You can now do to the video anything you would do with a texture.

To implement external video (DVE (Targa))

Click Server.

In the right panel select the Scene Settings tab and click the Video tab.
In the left panel of the Video parameters, click Input 1.

A w N

In the right panel of the Video parameters, in the Target row, click the DVE button.
You can now adjust the parameters in the DVE control panel.

¢ Position
¢ Size
« Crop

Alpha: For each layer, you can adjust the level of opacity, where 100% is fully
opaque and 0% is fully transparent.

e Priority: Assigns the position of each layer in the layer stack, where 0 is the
bottom-most layer, and 100 is the top-most layer.

WITEGR

et

WIOEDE  Cip Channsll  Lnactive

WIDEDS  Clp Channel 2 [nactive
Fii Graahics ok

Show DVE Channels an

Note: BG Graphics are always the lowest in the stack, even below zero, and FG

graphics are assigned a default of 100. As such, you cannot assign a priority to BG
Graphics.
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The Scene Editor displays a blue rectangle, showing that the input channel is correctly
configured.

5. In the right panel of the Video settings, in the Alpha row, select either:
* RGB: The input is taken as-is, meaning, it is used as fill.
* RGBA: Both inputs of the Targa are combined to one signal having fill and key.

Now the layer is part of the compositing on the video hardware.
External Live Video Through Texture

This section covers the following procedures:

¢ To implement external video (Texture (Matrox))

¢ To implement external video (Texture (DVS))

¢ To implement external video (Texture (Targa))

Note: Other than implementing external video through DVE, implementing
through texture does have an impact on rendering performance, since the video
stream needs to be transferred to the graphics board.

To implement external video (Texture (Matrox))

1. Click Config and configure the alpha in Video Input.

Tip: w/Alpha Enable this setting when you need use external video with alpha.
Two of the video inputs to the Matrox board are combined to be the fill and key.
Input A and B will be combined and input C and D will be combined, respectively.

Save and restart Viz Artist.
Click Server.
In the right panel select the Scene Settings tab and click the Video tab.

In the left panel of the Video parameters, click Input 1.

o Uk~ WwWwN

In the right panel of the Video parameters, in the Target row, click the Texture
button.

7. Select the 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
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¢ Invert Only works with Chroma and Libero.

M-Zone |Libero Vision

* You can now do to the video anything you would do with a texture.

Tip: If you drag the Videol plugin straight into the scene tree, the Texture button
will be active by default.

To implement external video (Texture (DVS))

Click Built Ins.
Select Texture Sources.

Drag and drop the Videol Texture Source to the Scene Tree.

¢ You can now do to the video anything you would do with a texture.

Tip: If you drag the Videol plugin straight into the scene tree, the Texture button
will be active by default.

To implement external video (Texture (Targa))

1. Click Server.

2. In the right panel select the Scene Settings tab and click the Video tab.
3. In the left panel of the Video parameters, click Input 1.
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4. In the right panel of the Video parameters, in the Target row, click the Texture
button.

5. Select the keying mode:
* Linear No chroma keying.
* Chroma Uses the internal chroma keyer.
* M-Zone Uses the multi-zone keyer.
* Invert Only works with Chroma.

Global Settings| video |Rendering| Plugin| Script| Clipper| Hdr| Virtual Set|

[ channels
[Ts [channel [Target | Target Inactive | DVE | Texture
BG Graphics Active Format [ ree RGBA |
X% 0.0 % Fl op Left 0.0% 0p
VIDEO2  Input 2 Inactive | | POSKiON" | purrn 7 op Right | 00% e
VIDEO3  Clip Channel 1 Inactive | Crop
B - x F} 720 To 0.0 % 0
VIDEQ4 Clip Channel 2 Inactive  Size — g ’m i E
VIDEOS  Input 3 Inactive v | R Eottom i LI
VIDEOE  Input 4 Inactive  Alpha Fl
FG Graphics Active Priority 7

Keying Mode Linear I Chroma M-Zone Invert

* You can now do to the video anything you would do with a texture.

Tip: If you drag the Videol plugin straight into the scene tree, the Texture button
will be active by default.

External Video Stream Through Texture

To use Video Stream through Texture, make sure that the Stream channel is active (see
Video Input).

This section covers the following procedures:

e To Implement a Video Stream (Texture)

¢« To Remove a Video Stream

Note: Video stream operates only with Texture. Implementing a Video Stream,
through texture, will have an impact on rendering performance, because the video
stream needs to be transferred to the graphics board.

To Implement a Video Stream (Texture)

Click Built-Ins.
Click the Texture Sources tab.

Drag a Stream texture source to the Scene Tree or a Container in the Scene Tree.

P w N

Click on the Stream texture icon in the Container to show the Stream Container
editor in the Properties panel. Edit as required (see Stream in Texture Sources).

Click on the Scene Settings tab in the Properties panel.
Click on the Video tab.
Click on the required Stream, in the left panel.

Select Texture from the Target bar.

© XN o U

Adjust the Video settings as required (see Video).
10. Enter the URL of the stream and click on Load.
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Note: To load a new Video Stream, enter the new URL in the URL box. This will
automatically clear the old Video Stream.

To Remove a Video Stream

1. Click on the Clear button.

Target

olume 100

Implementing Video Through a Video Clip

Depending on sizes and formats, using clips will affect Viz Engine rendering
performance. Hence, clip playback should be used sparingly.

When building the scene in Viz Artist that will support clip playback, there are three
possible plugins you can optionally use:

¢ Image Clip
e MoViz

» Soft Cli

Consider the following general guidelines when deciding on a specific method to use
for playing back video clips:

* If no 3D effects or animation control - and only limited 2D effects - on the clips are
needed, use the Clip Channel through DVE.
e Full screen (e.g. background) clips should be done by the Clip Channel through DVE.

* If video must be mapped onto a texture in the scene or requires minor adjustments,
use Clip Channel through Texture.

* Non-standard image format/resolution/codec, use SoftClip or MoViz plugins.
¢ If more than two small clips are required, use SoftClip or MoViz plugins.
* For low resolution and short animations use the ImageClip plugin.

See Also

¢ Clip Playback Use Cases

You should always test the performance of the different solutions and work with the
solution that gives the best quality versus performance ratio. Performance testing
should always take place on a machine with the same specifications as those used for
production playout.

Note: Reading and decompressing a clip impacts system performance both with
DVE and texture.
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Video Clip Storage

All Viz Artist and Viz Engine machines, as well as Vizrt clients (with preview - e.g. Viz
Trio or Viz Weather), should come prepared with a pre-mapped video (V:\) drive. This
drive is configured for faster access and speeds. This is where all video clips should be
stored. It is not recommended to store video clips on the C:\ drive, as this is where the
operating system is installed.

Viz One integrates with Viz Artist for the purposes of implementing clips for playout. For
setup information, see the Viz Engine Administrator’s Guide and Viz One Deployment
Guide.

Dual Channel and Trio Media Box configuration

When more than one directory path is selected, for example, D:\AEClips; D:\DecoClips,
etc., in the Clip Name box change the file path to ‘<clip_root>’. The file name is then
searched for, in the selected directories (selected in the Configuration), one after the
other, for stored video clips with the same name.

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

Video clips are implemented as follows:

¢ Video Clip Through DVE
¢ Video Clip Through Texture

Video Clip Through DVE
This section covers the following procedures:

¢ To implement a video clip (DVE (Targa))

e To implement a video clip (DVE (Matrox))
e To implement a video clip (DVE (DVS))

To implement a video clip (DVE (Targa))

In the right panel select the Scene Settings tab and click the Video tab.
In the left panel of the Video settings, select Clip Channel 1.

In the right panel of the Video settings, in the Target row, click the DVE button.
You can now adjust the parameters in the DVE control panel.

* Position
* Size
* Cropping

* Alpha For each layer, you can adjust the level of opacity, where 100% is fully
opaque and 0% is fully transparent.
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* Priority Assigns the position of each layer in the layer stack, where 0 is the
bottom-most layer, and 100 is the top-most layer.

Scens Settings ~

gs| video | Renderinal Plgin| Serigt| Clipner Her| Virttalset] ;
| Channels
|TS |Channe| ITarget | Target Inactive DVYE Texture
BG Graphics Active Format RGB RGBA
VIDEOL  Inputdl Inactive N % m-e. op
VIDEOZ  Input 2 Inactive  Fosition ¥ m: op 0p
VIDEO4  Clip Channel 2 Inactive  Size B R [Lack x/y i
FG Graphics Active ¥ mg 576 p e
Alpha ;
Priority =
" i
Audio volume [IFTIRRN < 1R
Keying Mode Inactive Chroma ] M-Zone Invert ]
Clip Name We/Videoftarga)r
In Tirme
Out Time 00:04:07:00
Clip Control [ k1| b | 00) @[ 0 ]1p| 2
Autorun off I Loop Mode off | Reverse Field  off | Upscale Luma | off |
Repeat Mode Mone — I
1.0
Show DVE Channels [Ton Speed [ iy ﬁjlﬁl

Note: BG Graphics are always the lowest in the stack, even below zero, and FG
graphics are assigned a default of 100. As such, you cannot assign a priority to BG
Graphics.

4. In the Clip Name line, click the ellipsis (...) to select a video clip to import.

IMPORTANT! Make sure that the clip selected has the same resolution as the
channel in question.

IMPORTANT! Make sure that the Targa board supports the codec (see Targa
Codecs).

Note: For Dual Channel and Trio OneBox set up see Dual Channel and Trio Media
Box configuration.

5. In the right panel of the Video settings, in the Alpha row, select either RGB or
RGBA.

* RGB The clip is taken as-is, meaning, it is used as fill.

* RGBA You need to implement two clips; the first is the fill, and second is the
key clip. If you only implement one clip, the key will be created dynamically
and be fully opaque. The naming convention is that the alpha/key clip must
have the same name with an attached _key before the file extension, this
means if the main/fill clip is named example.dif, the alpha/key clip must be
named as follows: example key.dif.

6. In the Clip Control row, click the Play button to test your video clip.

To implement a video clip (DVE (Matrox))

1. Click Config and configure the alpha in Video Input.
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Tip: w/Alpha Enable this setting when you need play clips with alpha. You
will therefore either need two clips, or one clip that contains both the fill
and key. If you only implement one clip containing the fill (without a key),
the key will be created dynamically and be fully opaque. For the naming
convention for two clips, the alpha/key clip must have the same name
with an attached _key before the file extension, this means if the main/fill
clip is named example.dif, the alpha/key clip must be named as follows:
example_key.dif. Check also the Supported Codecs.

Save and restart Viz Artist.

Click Server.

In the Properties panel select the Scene Settings tab and click the Video tab.
In the left panel of the Video settings, select Clip1.

o Uk WwN

In the right panel of the Video settings, in the Target row, click the DVE button and
adjust the parameters in the DVE control panel.

* Position
* Size

* Alpha: For each layer, you can adjust the level of opacity, where 100% is fully
opaque and 0% is fully transparent.

* Priority: Assigns the position of each layer in the layer stack, where 0 is the
bottom-most layer, and 100 is the top-most layer.

* Crop
I
Global Settings| ideo Rendering| Plugin|Script] Clipper| Hdr| Virtual Set| |
I Channels
[vs [channel [Target | Target Inactive DVE Texture |
scoones  Acve KSR ov - BRI
. an =1
e = v EEERESE o- ey %o NEERERSTE| oo
i I rop
S I ey e NSRS 00— % o RIS R o
VIDEO4  Clip Channel 2 Inactive A 100.0% | el {570 sattom K-S op
VIDEOS  Input 3 Inactive  Alpha Ak
VIDEOS  Input 4 Inactive  Priority HEE - -
FG Graphics Active BRIt _"'ﬂ s
Keying Model Linear Chroma | M-Zone I Invert ¥
Clipname [ T NS CIEEEEETY ... | State active Clip: () State Pending Clip: ()
In Time m
outTime  [HRESEE
Clip Control  [TEEGREEE || b 00| 0| 01| 1b] =
Autorun offl Loop Mode | on  Reverse Field off | Upscale Luma offl
Show DVE Channels I on Repeat Mode Frame _||
1.0
Speed T g I <
-
Player: active
Play Mode: Scrub
Eill: W:fclip/zeference/PAL/PAL MPEG D10 422 Sbpp S0Mbps_Schi.dlo.=xf
Surface:  MpegDl0_422 (ID=27) InterlacedFieldsInAFrame (ID=3)
Dimension: 720x608 BBit
ScanMode: FiratFieldTop (ID=1)
Tramerate: 25 (ID=3)
Frames: 1488

Note: BG Graphics are always the lowest in the stack, even below zero, and
FG graphics are assigned a default of 100. As such, you cannot assign a
priority to BG Graphics.

7. In the Clip Name line, click the ellipsis (...) to select a video clip to import.

IMPORTANT! Make sure that the video clip selected has the same resolution
as the channel in question.
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IMPORTANT! Make sure that the correct container and codec is selected.
Check the Supported Codecs.

IMPORTANT! For Dual Channel and Trio OneBox set up see Dual Channel
and Trio Media Box configuration.

Configure the playback as follows:

* Autorun: Off means that as soon as the clip is loaded, the first frame is
presented. On means that as soon as the clip is loaded, it begins playing.

* Loop Mode: Off means that the clip will play only once. On means that the
clip will play in a loop.

* Reverse Field: Off means that when backward playback is used (speed is
negative), the fields in interlaced mode are played out as-is. On means the first
as second fields in interlaced mode are swapped.

* Upscale Luma: Off means that the key will be used as-is. On means that the
key information will be upscaled from 16-235 to 0-255.

* Repeat Mode: None means the playout of black frames when the clip is in an
erroneous state. Field means that the first field of the last frame will be played
out when the clip is paused. Frame means that the last frame will be played
out when the clip is paused.

* Speed: Controls playback speed. 1.0 is the normal speed. Values between 0
and 1.0 are forward playback in slow motion. Values above 1.0 are forward
playback in fast motion. Likewise, values between 0 and -1.0 are reverse
playback in slow motion. Values less than -1.0 are reverse playback in fast
motion.

In the Clip Control row, click the Play button to test your video clip.

A green ‘traffic light’ indicates that the clip has been loaded successfully. A grey ‘traffic
light” indicates that no clip has been loaded. A red ‘traffic light’ indicates that there was
an error during the clip loading process.

Clicking the expand button displays addition information. If the clip loaded successfully,
clip details are shown. If the clip did not load successfully, additional error indications
are shown.

To implement a video clip (DVE (DVS))

1.

o Uk WwWwN

If you intend to have audio, you must first enable it by modifying the Viz
configuration file. Close Viz Artist and in Windows Explorer, browse to C:\Program
Files\Vizrt\Viz3 and open the VIZ- <computer name> .cfg file in the text
editor of your choice.

Ensure that the EnableDirectShowAudio flag = 1.

Ensure that the clip load wouldnt block flag = 0.

Save and close the config file and restart Viz Artist.

In the left panel of the Video settings, select Clip Channel 1.

In the right panel of the Video settings, in the Target row, click the DVE button.
You can now adjust the parameters in the DVE control panel.

* Position

* Size
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e Cropping

» Alpha For each layer, you can adjust the level of opacity, where 100% is fully
opaque and 0% is fully transparent.

* Priority Assigns the position of each layer in the layer stack, where 0 is the
bottom-most layer, and 100 is the top-most layer.

7. In the right panel select Scene Settings tab and click the Video tab.
import | Archive | Config | Post | onair | EIE! [ VIE]I

| Channels
ITS | Channel |Target Target
BG Graphics Active -
VIDEOL  Inputl Inactive ~ Dosition
VIDEOZ  Input 2 Inactive

VIDEO3

Clip Channel 1 Inackive Size
Clip Channel 2 DVE
FiG Graphics Active Alpha

Priority !!

Audio Volume m‘ﬁ: ﬂ

Keaying Mode Inactive Chroma | M-Zone Invert |
Clip Name [

In Time joo:00:00:00)

Qut Time

[o0:00:11:10)
clip Control IR K |0 |00/ 0] 6] p| 2|

Autorun oﬁll.oop Mode on  Reverse Field off | Upscale Luma off

Repeat Mode MNone -
1.0 —
Show DVE Channels [ on Speed [ | _7' Rl

G f T [o]aln] nlo mmedls

0

[ EmiR

Note: BG Graphics are always the lowest in the stack, even below zero, and
FG graphics are assigned a default of 100. As such, you cannot assign a
priority to BG Graphics.

8. In the Clip Name line, click the ellipsis (...) to select a video clip to import.
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IMPORTANT! Make sure that the selecte

d video format works in Windows

Media Player. To use Matrox codecs, see Advanced Issues with Video Codecs.

Note: For Dual Channel and Trio OneBox
Media Box configuration.

set up see Dual Channel and Trio

9. In the Clip Control row, click the Play button

Video Clip Through Texture
This section covers the following procedures:

¢ To implement a video clip (Texture (Targa))

¢ To implement a video clip (Texture (Matrox))
¢ To implement a video clip (Texture (DVS))

To implement a video clip (Texture (Targa))

to test your video clip.

In the right panel select the Scene Settings tab and click the Video tab.
In the left panel of the Video settings, select Clip Channel 1.

In the right panel of the Video settings, in the Target row, click the Texture

button.

4. Inthe Clip Name line, click the ellipsis (...) to select a video clip to import.

IMPORTANT! Make sure that the clip selected has the same resolution as

the channel in question.

IMPORTANT! Make sure that the Targa board supports the selected codec

(see Targa Codecs).

Note: For Dual Channel and Trio OneBox set up see Dual Channel and Trio

Media Box configuration.

[Global Settings| video | [Rendering [Plugin Seript| Clinper | Hr| Virtual Set| |
Channels
|TS [Channel ]Target I Target Inactive DWE Texture
BG Graphics Active Forrnat RGB RGBA
VIDEOL  Input 1 Inactive # 0.0% -Sp] op Left 0.0 % op
1 Position
VIDEO2Z _ Input 2 Inactive ¥ 0.0 % op . Right 0.0 % op
rop
= . b 100.0 % 720 T 0.0 % 0
VIDEO4  Clip Channel 2 Inactive  ize ® [Cock x/y i E .
. ) 5
EClcraphics e g 100.0 % 576 p Bottorn | 0.0 % op
Alpha 100.0 %
Priority 30 b
n rFy
Audio Velume v ﬂ

Clip Marne
In Time
Qut Time

0004 ;07 ;00

Clip Control  [IEHHRIE KI| > [00) 0 |BA] 1D 2

Autorun

Keying Mode [ Inactive _ Chroma | M-Zone

1/Mideo/targa/musicelip3. dif

off I Loop Mode
Repeat Mode Mone =] |

off IReverse Field —off IUpscaIe Lurna = off I

1.0

Show DVE Channels

[on

Speed I

[0S

1
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Note: BG Graphics are always the lowest in the stack, even below zero, and
FG graphics are assigned a default of 100. As such, you cannot assign a
priority to BG Graphics.

5. In the Clip Control row, click the Play button to test your video clip.
You can now do to the video anything you would do with a texture.

To implement a video clip (Texture (Matrox))

1. Click Config and configure the alpha in Video Input.

Tip: w/Alpha Enable this setting when you need play clips with alpha. You
will therefore either need two clips, or one clip that contains both the fill
and key. If you only implement one clip containing the fill (without a key),
the key will be created dynamically and be fully opaque. For the naming
convention for two clips, the alpha/key clip must have the same name
with an attached _key before the file extension, this means if the main/fill
clip is named example.dif, the alpha/key clip must be named as follows:
example_key.dif. Also check the Supported Codecs.

Save and restart Viz Artist.

Click Server.

In the right panel select the Scene Settings tab and click the Video tab.
In the left panel of the Video settings, select Clip Channel 1.

o Uk WwWwN

In the right panel of the Video settings, in the Target row, click the Texture
button.

7. In the Clip Name line, click the ellipsis (...) to select a video clip to import.

IMPORTANT! Make sure that the clip selected has the same resolution as
the channel in question.

IMPORTANT! Make sure that the correct container and codec is selected
(see the Supported Codecs).
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Note: For Dual Channel and Trio OneBox set up see Dual Channel and Trio

Media Box configuration.

I |
[Global Settings| video [Rendering [Plugin| Script| Clipper| Hdr| Virtual Set| |
I Channels
[rs | channel [Target | Target nactive | ovE [ Texture
BG Graphics Active . X 0% | SFl op Left 00% I={F| op
VIDEOL  Input 1 Inactive | OENN . immenn ATl op crop Miont [00% I SF| o
i T L]
VIDEa2 _input 2 Inadive | x [100.0% 2{F| 720p ? top oo% 2l oe
Size - = - Lock xfy
VIDEG4  Clip Channel 2 Inactive 100.0 % ig 576 p Bottom [N0I0EE-21F| o0p
VIDEOS  Input 3 Inactive  Alpha 100.0 % 57F)
VIDEOG  Input 4 Inactive  Priority 30 A
FG Graphics Active  “augio volume SRR =R =
Keying Mode Linear Chroma M-Zone Invert ¥
Clip Name [T N N el I PP Te ... | State Active Clip: () State Pending Clip: ()
LRI 00 00:00:00)
outTime  [EEERG
Clip Control R (| b [11l O ip| 2|
Autorun off Loop Mode I on Rewverse Field | off I Upscale Luma off
Show DVE Channels on Repeat Mode Frame —
1.0
Speed I = | o Sl
a
Flly‘t: active
Play Mode: Serub
Fill: V:/elip/reference/PAL/PAL_MPEG_D10_422_Sbpp_50Mbps_Schi.di0.mxf
Surface: MpegDl0_422 (ID=27) InterlacedFieldsInAframe (ID=3)
Dimension: 720x608 BBit
ScanMode: FirstFieldTop (ID=1)
Framazate: 25 (ID=3)
Frames: 1485

Note: BG Graphics are always the lowest in the stack,

even below zero, and

FG graphics are assigned a default of 100. As such, you cannot assign a

priority to BG Graphics.

8. In the Clip Control row, click the Play button to test your video clip.

A green ‘traffic light’ indicates that the clip has been loaded successfully. A grey ‘traffic
light’ indicates that no clip has been loaded. A red ‘traffic light’ indicates that there was

an error during the clip loading process.

Clicking the expand button displays addition information. If the clip loaded successfully,
clip details are shown. If the clip did not load successfully, additional error indications

are shown.

Once loaded you can do to the video anything you would do with a texture.

To implement a video clip (Texture (DVS))

1. If you intend to have audio, you must first enable it by modifying the Viz
configuration file. Close Viz Artist and in Windows Explorer, browse to c: \Program
Files\Vizrt\Viz3 and open the VIZ- <computer name> .cfg file in the text

editor of your choice.

Ensure that the EnableDirectShowAudio flag = 1.
Ensure that the clip load wouldnt block flag = 0.
Save and close the config file and restart Viz Artist.
Click Built Ins.

o Uk~ WwWwN

In the drop-down menu underneath, select Texture Sources.
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7. Drag and drop the Clip Channel 1 plugin into the scene tree.

8. In the right panel select Scene Settings tab and click the Video tab.

R 1| |0/ 0| bi] ] 2]
_oft | [on _oft |
e |

9. In the left panel of the Video settings, select Clip Channel 1.
10. In the Clip Name line, click the ellipsis (...) to select a video clip to import.

IMPORTANT! Make sure that the selected video format works in Windows
Media Player.

Note: For Dual Channel and Trio OneBox set up see Dual Channel and Trio
Media Box configuration.

11. In the Clip Control row, click the Play button to test your video clip.
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You can now do to the video anything you would do with a texture.

Clip Animation in the Stage

You can also implement video as part of an animation. This is useful when clips are
required to interact with animation.

Before you can animate a clip, it must first be implemented in one of the following
ways:

¢ Video Clip Through DVE
¢ Video Clip Through Texture

To animate a clip

In the main menu, click Stage.
In the far left upper panel, click the new director button, marked by a D.

Right-click the Scene that appears below, and from the context menus, select
VideoCodecl (or VideoCodec2, depending on the desired channel) and then
select Clip.

SErver

uilt Ins Control Wiews | Tree I Stage Serverfstage| +Tree/Stage | [}

¥ Director
¥ Scene
¥-VideoCodecl

ine Wiew

EEm

EEE [

| i e

4. In the Key frame that appears to the right, click the dark blue area that is in the
same row as the Clip in the director.

The director’s editor appears at the far right.

5. In the director’s editor, click the ellipsis (...) and browse and select the desired
video clip for the animation.

Note: This does not necessarily have to be the clip enabled in the previous
procedures. It can be any video clip that Viz Artist can play.
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52.5

IMPORTANT! If there is a conflict, the last clip selected, whether in the
Stage or the Scene Settings, will be the one to play, with overriding effect.

Configure the director’s settings as follows:

Name ]
Time “ilﬂ i3 =
Time End ilﬂ

Curation 00:00:03:00

clip .. |
:Before Start  Show Black

After End Show Black

cliptn [ Rl
clip out (IR Rl

Name of Key frame

Time is the start time

End time

Duration is the interval between the start and end times
Clip is the clip path and name

Before Start defines what should happen before the clip starts to play within
the animation. If the button is disabled, it shows the in-frame. If the button is
enabled, it shows black until the animation gets to the clip.

After End defines what should happen after the animation leaves the clip
key frame. If the button is disabled, it shows the out-frame. If the button is
enabled, it shows black.

Clip In defines at what time within the clip it should start playing.

Clip Out defines at what time within the clip it should begin to loop (until the
animation ends).

o

Keying Mode for Video

There are four types of keying modes built into Viz Artist:

VizBoldLinear Key

VizBoldChroma Key

VizBoldM-zone Key

VizBoldLibero Key

This section contains information on the following topics and procedures:

VizBoldLinear Key

VizBoldChroma Key

VizBoldM-zone Key

VizBoldLibero Key

To Open Keying mode Parameters
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See Also

e Keying Mode Parameters

¢ Best Practices for Configuring the Keyer

Linear Key

Linear key is standard keying technique in Viz, and can be used for most applications.
This is a logical key (enabled by the Key plugin):

e If a video or clip channel is applied to an object it is treated the same way as if it
would be a static image.

» Ifitis used as a background image it is the first element to be drawn and all objects
in the scene are drawn on top of it regardless of the key settings in the global
section of scene settings.

» Ifitis set as the foreground image it will be the last element to be drawn and all
other objects will only be visible in the parts of the screen where the key/alpha of
the video is not 100% (opaque)

Chroma Key
Chroma key is mostly used with a virtual studio.

In chroma keying mode the key/alpha channel for the video source is generated for
each field or frame. When used in a virtual studio, the video source should be dragged
into the foreground image. This way Elements in the scenes without a key will be drawn
first followed by the video source and last Elements with key information. This drawing
order allows for semi transparent objects to be drawn in front of the talent.

The chroma keyer can also be used to cutout people or objects which were filmed

in front of a blue or green screen for head shots or product placement. For sports
applications where only one color needs to be keyed out the chroma keyer can also be
used.

M-zone Key
M-zone key is often used in outdoor sporting events broadcasts.

The multi zone keyer prepares the input video to be keyable by the chroma keyer
plugins in the scene tree. It is typically used in sports productions where more than
one color needs to be keyed out. The video source needs to be dragged into the
background image in global settings. An unlimited number of plugins can be created in
the scene, each keying out a different color.

Libero Key

If Viz Libero Clips are to be played, the Keyer must be set to Libero. This way the
chroma key settings from the Viz Libero Clip will be used. Make sure that the clip
comes with the .cid (Camera ID), .trk (for tracking data) and .col file (chroma key
settings).

To Open Keying mode Parameters

1. Click Built Ins.
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Click the Texture Sources tab.
In the Properties panel click the Scene Settings tab
Click the Global Settings tab.

Select a video source and drag it onto the Background Image or Foreground
Image drop-zone.

(1) (2) (3) (1)

Click the Video tab.

In the Keying Mode row, click the relevant button to enable the keying method.
Options are:

* Linear

¢ Chroma key
¢ M-zone key
¢ Libero key

Note: For the M-zone key, you must drag and drop the Chroma Key plugin
onto the container holding the video texture in the scene tree.

In the Keying Mode row, click the arrow to open up the Keying Mode parameters.

Note: When in DVE mode, only the Linear keying mode is available.

5.2.6 Keying Mode Parameters

The Keying mode parameters are split into panels:

U-color / V-color

VizBoldColor Correction

Restore Dark Colors / Shadows
VizBoldRestore Bright Colors
VizBoldSample X and Y

Best Practices for Configuring the Keyer

See Also

Keying Mode for Video
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U-color / V-color

Inner UV-Radius.

U-Color and V-Color: These two parameters set the background color in the YUV color
space. The point set by these two parameters is the reference for the next parameters,
which determine the colors to remove. All colors between the point defined by the U/V-
Color and the Inner UV-Radius will be removed completely and for all colors between
the Inner UV-Radius and the Outer UV-Radius the transparency will be set to a
value between 0% and 100%.

I Transparency
100% —— A
t"
Gain
l}
offset -~
I /’,
t" 1‘
K . Distance to the UV-
; -~ Reference point
0% - —
Inner UV- Quter UV-
Radius Radius

Color Correction

With Color Correction blue or green colors can be removed completely from the image.
This is especially helpful to remove chroma bleed.

» Off: Color Correction is not in use.

* Blue: The parameters for the two neighboring colors (Cyan, Magenta) are active.
¢ Green: The neighboring colors are Yellow and Cyan.

High values for all these parameters will mean that nearly all tones of this color will

remain unchanged. Low values signify that this tone will be removed completely from
the image.

Copyright © 2014 Vizrt



Viz Artist User’s Guide

Restore Dark Colors / Shadows

Active or Inactive

With the Restore Dark Colors option all pixels with a luminance lower than complete
restoration to the key/alpha will be making the pixel 100% opaque. A pixel with a
luminance between Complete Restoration to and Zero Restoration from: the key
value is interpolated between 0 and 100%. This key is compared with the results of
the chroma key and the higher value will be used. The key value of a pixel where the
luminance is higher than Zero Restoration from will remain unchanged. Gain can be
used to darken dark colors even more if it is set below 1.0. This is useful in a virtual
studio where the set design uses dark colors in the shadow seen through the camera
is lighter in color than the floor. Darkening the shadow will make the final composition
more believable. Gain is only applied to pixels with luminance between 0 and Zero
Restoration To.

Restore Bright Colors

With the Restore Bright Colors option all pixels with a luminance higher than
complete restoration to the key/alpha will be making the pixel 100% opaque. For a
pixel with a luminance between Complete Restoration to and Zero Restoration
from the key value is interpolated between 0 and 100%. This key is compared with the
results of the chroma key and the higher value will be used. The key value of a pixel
where the luminance is lower than Zero Restoration from will remain unchanged. Gain
can be used to make bright colors appear even brighter. Gain is only applied to pixels
with a luminance between 1 and Zero Restoration To.

Sample X and Y

The previous configuration functions give a starting point, but you will still need to
adopt some parameters to increase results. Set the Sample-X /-¥Y coordinates and the
Sample Width / Height. These parameters define a section of the background in the
video-input. Press the button Sample Now to start the self-configuration.

Best Practices for Configuring the Keyer
* Take advantage of the self-configuration

Before you start to play with the different parameters, let the system configure by
itself. Select a section of the image, which contains in best case all color tones, you
want to key. If you have no foreground objects, you can set the whole input video as
section for the self-configuration.

¢ Modify the keying color

Put your real foreground objects into the scene. Mostly your objects will still have a
blue edge after the self-configuration. To eliminate it, increase the Outer and Inner UV-

Copyright © 2014 Vizrt Page 235



5.2.7

Page 236

Viz Artist User’s Guide

Radius. When increasing the Inner UV-Radius have a look at opaque foreground objects
in the video. It is perfectly configured if it cuts off also a little bit of the object. Have a
look at tiny things, like hair or transparent objects and modify the Outer UV-Radius to
get a smooth fade out at the edges of these objects.

¢ Desaturate the blue/green edges

Up till now you have probably had tiny edges around people or objects which are close
to the background color. If you enable color correction by setting it to blue or green, the
color will be replaced.

e Add highlights and shadows

By modifying the add highlights and add shadows, borders of objects will appear, that
you have keyed before by setting the inner and outer radius.

e Play around with it

You can either try to improve the keyer by increasing or decreasing the values, or you
just play around with it.

Seamless Input Channel Switcher

In short this feature works as a software-enabled video and audio crossbar (a co-
ordinated switching system). In earlier versions of Viz Engine every Viz Engine video
channel was bound to one physical video in channel. The usage of another physical
input was only possible if you changed the setting in the configuration. With seamless
input channel switching you can change this binding seamlessly even during play out.
It is also possible to use more inputs than the number of licensed channels, e.g. if your
video card is equipped with an X.RIO card. However, you can only use the number of
licensed channels simultaneously. At the moment the switching is only possible using
commands.

The initial setting is defined by the configuration. During run time you can change the
used video input channel by sending the following commands to Viz Engine.

This section contains information on the following commands:

e Changing the input channel

¢ Checking the input channel

e Releasing the input channel

¢ Getting the free physical inputs

Changing the input channel

The following command sets Viz Engine’s video channel 1 to use physical input B as

its source. If used during play out, the change happens at the next frame. If you try to
lease an invalid channel or a channel that is currently used by another Viz Engine input,
you will get Invalid as a result.

RENDERER*VIDEO*VIDEOIN*1*LEASE SET B

Checking the input channel
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The following command checks which physical input is currently mapped to Viz
Engine’s channel 2.

RENDERER*VIDEO*VIDEOIN*2*LEASE GET

Releasing the input channel

The following command releases the currently captured physical input channel.

RENDERER*VIDEO*VIDEOIN*1*LEASE RELEASE

Getting the free physical inputs

The following command lists the free physical inputs as a comma separated list (e.g. A,
C, E, F).

RENDERER*VIDEO*VIDEOIN*3*FREE DEVICES GET

5.2.8 Supported Codecs

The Matrox X.mio2 Plus 24/6000 card, which can play the SD codecs, except D10/
D12, is Vizrt's standard card. This model can be upgraded to 8500 class by a license
upgrade.

Note: The 8500 class is only available for X.Mio2 and X.Mio2 Plus, not for X.Mio.
The 8000 class upgrade is available for X.Mio.

All codecs are implemented in the software.

The Matrox X.mio2 Plus 24/8500 card, including all SD codecs, except D10/D12, is
Vizrt's standard card. This model can be upgraded to any higher model-class by a a
license upgrade.

The following codec types are supported:

¢ Targa Codecs
e Matrox Codecs

¢ Quicktime Codecs

5.2.9 Targa Codecs

The Targa card supports these codecs in the following formats:

e« DV: DV25, DV50
e MPEG2 | frame, 4:2:2
« IMX D10

5.2.10 Matrox Codecs

Similar to the Pinnacle Targa 3200, the Matrox X.mio, X.mio2 and X.mio2 Plus cards
support a selection of different codecs for both SD and HD.

The Matrox codecs use the Matrox card itself as a kind of a licence dongle, therefore
certain codecs require certain card classes as follows (these classes apply to X.mio,
X.mio2 and X.mio2 Plus):
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The Matrox card supports these codecs in the following formats:

IMPORTANT! Codec DNxHD: The use of codec DNxHD requires its own license,

issued by Vizrt.

¢ Playback
* PAL
e NTSC
e 720p50
e 720p60M
» 1080i25
» 1080i30M
¢ Recording
* PAL
e NTSC
e 720p50
e 720p60M
+ 1080i25
» 1080i30M
PAL
Generic .avi MPEG2- alpha: no PCM
Interleaved IFrame422 bitrate: 10-50 2 ch: 24 in 32bit;
720x576 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG2- alpha: yes PCM
Interleaved IFrame4224  bitrate: 10-50 |2 ch: 24 in 32bit;
720x576 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG-2 IBP SD |alpha: no PCM
Interleaved 4:2:0, Elemetary |pitrate: 1-15

Page 238

Copyright © 2014 Vizrt



Viz Artist User’s Guide

Copyright © 2014 Vizrt

720x576 bitdepth: 8 2 ch: 24 in 32bit;
VBI: N/A 48kHz
timecode: N/A 4 ch: 24 in 32bit;
48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG-2 IBP SD |alpha: no PCM
Interleaved 4:2:0, Programm  pitrate: 1-15 2 ch: 24 in 32bit;
720x576 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG-2 IBP SD |alpha: no PCM
Interleaved 4:2:0, Transport | pitrate: 1-15 2 ch: 24 in 32bit;
720x576 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG-2 IBP SD |alpha: no PCM
Interleaved 4:2:2, Elemetary | pitrate: 5-50 2 ch: 24 in 32bit;
720x576 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG-2 IBP SD |alpha: no PCM
Interleaved 4:2:2, Programm | pitrate: 5-50 2 ch: 24 in 32bit;
720x576 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG-2 IBP SD |alpha: no PCM
Interleaved 4:2:2, Transport | pitrate: 5-50 2 ch: 24 in 32bit;
720x576 bitdepth: 8 48kHz
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VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi DV/DVCAM 4:2:0 |alpha: no PCM
Interleaved 720x576 bitrate: 25 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi DVCPRO 4:1:1 alpha: no PCM
Interleaved 720x576 bitrate: 25 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi DVCPRO 50 alpha: no PCM
Interleaved 4:2:2 bitrate: 50 2 ch: 24 in 32bit;
720x576 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi Uncompressed |alpha: no PCM
Interleaved YUVU 4:2:2 bitrate: 160 2 ch: 24 in 32bit;
720x576 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi Uncompressed |alpha: no PCM
Interleaved YUAVUA 4:2:2:4 | pitrate: 240 2 ch: 24 in 32bit;
720x576 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
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8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MJpeg Lossless |alpha: no PCM
Interleaved 720x576 bitrate: VBR 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
XDCAM .mxf DVCAM 4:2:0 alpha: no PCM
(OP1a) 720x576 bitrate: 25 4 ch: 16 in 16bit;
bitdepth: 8 48kHz
VBI: N/A
timecode: N/A
XDCAM .mxf D10 (IMX) 4:2:2 |alpha: no AES3
(OP1a) 720x608 bitrate: 30, 40, 50 |4 ch: 24 in 32bit;
bitdepth: 10 48kHz
VBI: required 8 ch: 24 in 32bit;
timecode: 48kHz
required
Generic .mxf MPEG-2 IBP SD |alpha: no PCM
MPEG-2 4:2:0, Elemetary pitrate: 1-15 2 ch: 24 in 32bit;
(OP1la) 720x576 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .mxf MPEG-2 IBP SD |alpha: no PCM
MPEG-2 4:2:0, Programm  pjtrate: 1-15 2 ch: 24 in 32bit;
(OP1a) 720x576 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .mxf MPEG-2 IBP SD |alpha: no PCM
MPEG-2 4:2:0, Transport | pitrate: 1-15 2 ch: 24 in 32bit;
(OP1la) 720x576 bitdepth: 8 48kHz
VBI: N/A
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timecode: N/A 4 ch: 24 in 32bit;
48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .mxf MPEG-2 IBP SD |alpha: no PCM
MPEG-2 4:2:2, Elemetary | pitrate: 5-50 2 ch: 24 in 32bit;
(OP1a) 720x576 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .mxf MPEG-2 IBP SD |alpha: no PCM
MPEG-2 4:2:2, Programm | pitrate: 5-50 2 ch: 24 in 32bit;
(OP1a) 720x576 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .mxf MPEG-2 IBP SD |alpha: no PCM
MPEG-2 4:2:2, Transport | pitrate: 5-50 2 ch: 24 in 32bit;
(OP1l1a) 720x576 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
DVCPRO .mxf DVCPRO 4:1:1 alpha: no PCM
(OP1a) 720x576 bitrate: 25 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
DVCPRO .mxf DVCPRO 50 alpha: no PCM
(OP1a) 4:2:2 bitrate: 50 2 ch: 24 in 32bit;
720x576 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
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8 ch: 24 in 32bit;
48kHz

16 ch: 24 in 32bit;
48kHz
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Panasonic P2 |.mxf DVCAM 4:2:0 alpha: no
(OP-Atom) 720x576 bitrate: 25
bitdepth: 8
VBI: N/A
timecode: N/A
Panasonic P2 |.mxf DVCPRO 4:1:1 alpha: no
(OP-Atom) 720x576 bitrate: 25
bitdepth: 8
VBI: N/A
timecode: N/A
Panasonic P2 |.mxf DVCPRO 50 alpha: no
(OP-Atom) 4:2:2 bitrate: 50
720x576 bitdepth: 8
VBI: N/A
timecode: N/A
XDCAM .mov DVCAM 4:2:0 alpha: no PCM
720x576 bitrate: 25 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
DVCPRO .mov DVCPRO 4:1:1 alpha: no PCM
720x576 bitrate: 25 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
DVCPRO .mov DVCPRO 50 alpha: no PCM
4:2:2 bitrate: 50 2 ch: 24 in 32bit;
720x576 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz

16 ch: 24 in 32bit;
48kHz
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H.246 .mov H.264/AVC alpha: no PCM
720x576 bitrate: VBR 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
DV .dv DVCAM 4:2:0 alpha: no PCM
720x576 bitrate: 25 2 ch: 16 in 16bit;
bitdepth: 8 48kHz
VBI: N/A
timecode: N/A
DV .dv DVCPRO 4:1:1 alpha: no PCM
720x576 bitrate: 25 2 ch: 16 in 16bit;
bitdepth: 8 48kHz
VBI: N/A
timecode: N/A
DV .dv DVCPRO 50 alpha: no PCM
4:2:2 bitrate: 50 2 ch: 16 in 16bit;
720x576 bitdepth: 8 48kHz
VBI: N/A
timecode: N/A
Generic .avi MPEG2- alpha: no
Separate IFrame422 bitrate: 10-50
720x576 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG2- alpha: yes
Separate IFrame4224 bitrate: 10-50
720x576 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG-2 IBP SD |alpha: no
Separate 4:2:0, Elemetary |pitrate: 1-15
720x576 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG-2 IBP SD |alpha: no
Separate 4:2:0, Programm |pitrate: 1-15
720x576 bitdepth: 8
VBI: N/A
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timecode: N/A
Generic .avi MPEG-2 IBP SD |alpha: no
Separate 4:2:0, Transport |pitrate: 1-15
720x576 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG-2 IBP SD |alpha: no
Separate 4:2:2, Elemetary |pitrate: 5-50
720x576 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG-2 IBP SD |alpha: no
Separate 4:2:2, Programm | pitrate: 5-50
720x576 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG-2 IBP SD |alpha: no
Separate 4:2:2, Transport |pitrate: 5-50
720x576 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi DV/DVCAM 4:2:0 |alpha: no
Separate 720x576 bitrate: 25
bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi DVCPRO 4:1:1 alpha: no
Separate 720x576 bitrate: 25
bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi DVCPRO 50 alpha: no
Separate 4:2:2 bitrate: 50
720x576 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi Uncompressed |alpha: no
Separate YUVU 4:2:2 bitrate: 160
720x576 bitdepth: 8
VBI: N/A
timecode: N/A
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Generic .avi Uncompressed |alpha: no
Separate YUAVUA 4:2:2:4 | pitrate: 240
720x576 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MJpeg Lossless |alpha: no
Separate 720x576 bitrate: VBR
bitdepth: 8
VBI: N/A
timecode: N/A
XDCAM .mov DVCAM 4:2:0 alpha: no
720x576 bitrate: 25
bitdepth: 8
VBI: N/A
timecode: N/A
DVCPRO .mov DVCPRO 4:1:1 alpha: no
720x576 bitrate: 25
bitdepth: 8
VBI: N/A
timecode: N/A
DVCPRO .mov DVCPRO 50 alpha: no
4:2:2 bitrate: 50
720x576 bitdepth: 8
VBI: N/A
timecode: N/A
H.246 .mov H.264/AVC alpha: no
720x576 bitrate: VBR
bitdepth: 8
VBI: N/A
timecode: N/A
Generic .wav PCM
Separate 2 ch: 24 in 32bit;
48kHz
4 ch: 24 in 32bit;
48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic _vbi.avi vbi bitdepth: 10
Separate 720x1-17 VBI: YUYV422
Start Line: 6
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See Also

e Supported Codecs

NTSC
Generic .avi MPEG2- alpha: no PCM
Interleaved IFrame422 bitrate: 10-50 2 ch: 24 in 32bit;
720x480 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG2- alpha: yes PCM
Interleaved IFrame4224 bitrate: 10-50 2 ch: 24 in 32bit;
720x480 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG-2 IBP SD alpha: no PCM
Interleaved 4:2:0, Elemetary |pitrate: 1-15 2 ch: 24 in 32bit:
720x480 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG-2 IBP SD alpha: no PCM
Interleaved 4:2:0, Programm | pitrate: 1-15 2 ch: 24 in 32bit:
720x480 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG-2 IBP SD alpha: no PCM
Interleaved 4:2:0, Transport  pitrate: 1-15 2 ch: 24 in 32bit;
720x480 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
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timecode: N/A

48kHz

8 ch: 24 in 32bit;
48kHz
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16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG-2 IBP SD alpha: no PCM
Interleaved 4:2:2, Elemetary |pitrate: 5-50 2 ch: 24 in 32bit;
720x480 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG-2 IBP SD alpha: no PCM
Interleaved 4:2:2, Programm  pjtrate: 5-50 2 ch: 24 in 32bit;
720x480 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG-2 IBP SD alpha: no PCM
Interleaved 4:2:2, Transport | pitrate: 5-50 2 ch: 24 in 32bit;
720x480 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi DV/DVCAM 4:1:1 |alpha: no PCM
Interleaved 720x480 bitrate: 25 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi DVCPRO 4:1:1 alpha: no PCM
Interleaved 720x480 bitrate: 25 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
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Generic .avi DVCPRO 50 4:2:2 |alpha: no PCM
Interleaved 720x480 bitrate: 50 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi Uncompressed alpha: no PCM
Interleaved YUVU 4:2:2 bitrate: 160 2 ch: 24 in 32bit;
720x480 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi Uncompressed alpha: no PCM
Interleaved YUAVUA 4:2:2:4 | pitrate: 240 2 ch: 24 in 32bit:
720x480 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MJpeg Lossless alpha: no PCM
Interleaved 720x480 bitrate: VBR 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
XDCAM .mxf DVCAM 4:1:1 alpha: no PCM
(OP1a) 720x480 bitrate: 25 4 ch: 16 in 16bit;
bitdepth: 8 48kHz
VBI: N/A
timecode: N/A
XDCAM .mxf D10 (IMX) 4:2:2 |alpha: no AES3
(OP1a) 720x512 bitrate: 30, 40, 50 4 ch: 24 in 32bit;
bitdepth: 10 48kHz
VBI: required 8 ch: 24 in 32bit;
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timecode:
required
Generic .mxf MPEG-2 IBP SD alpha: no PCM
MPEG-2 4:2:0, Elemetary  pitrate: 1-15 2 ch: 24 in 32bit;
(OP1la) 720x480 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .mxf MPEG-2 IBP SD alpha: no PCM
MPEG-2 4:2:0, Programm | pitrate: 1-15 2 ch: 24 in 32bit;
(OP1a) 720x480 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .mxf MPEG-2 IBP SD alpha: no PCM
MPEG-2 4:2:0, Transport  pitrate: 1-15 2 ch: 24 in 32bit;
(OP1la) 720x480 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .mxf MPEG-2 IBP SD alpha: no PCM
MPEG-2 4:2:2, Elemetary  pitrate: 5-50 2 ch: 24 in 32bit;
(OP1a) 720x480 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .mxf MPEG-2 IBP SD alpha: no PCM
MPEG-2 4:2:2, Programm | pitrate: 5-50 2 ch: 24 in 32bit;
(OP1la) 720x480 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz

Page 250

Copyright © 2014 Vizrt



Viz Artist User’s Guide

\VIZl't\

Generic .mxf MPEG-2 IBP SD alpha: no PCM
MPEG-2 4:2:2, Transport  bitrate: 5-50 2 ch: 24 in 32bit;
(OP1a) 720x480 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
DVCPRO .mxf DVCPRO 4:1:1 alpha: no PCM
(OP1la) 720x480 bitrate: 25 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
DVCPRO .mxf DVCPRO 50 4:2:2 alpha: no PCM
(OP1a) 720x480 bitrate: 50 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Panasonic P2 |.mxf DV/DVCAM 4:1:1 |alpha: no
720x480 bitrate: 25
bitdepth: 8
VBI: N/A
timecode: N/A
Panasonic P2 |.mxf DVCPRO 4:1:1 alpha: no
720x480 bitrate: 25
bitdepth: 8
VBI: N/A
timecode: N/A
Panasonic P2 |.mxf DVCPRO 50 4:2:2 |alpha: no
720x480 bitrate: 50
bitdepth: 8
VBI: N/A
timecode: N/A
XDCAM .mov DVCAM 4:1:1 alpha: no PCM
(OP1la) 720x480 bitrate: 25 2 ch: 24 in 32bit;
bitdepth: 8 48kHz

Copyright © 2014 Vizrt

Page 251




\VIZI't\

Viz Artist User’s Guide

Page 252

VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
DVCPRO .mov DVCPRO 4:1:1 alpha: no PCM
720x480 bitrate: 25 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
DVCPRO .mov DVCPRO 50 4:2:2 |alpha: no PCM
720x480 bitrate: 50 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
H.246 .mov H.264/AVC alpha: no PCM
720x480 bitdepth: 8 2 ch: 24 in 32bit;
VBI: N/A 48kHz
timecode: N/A 4 ch: 24 in 32bit;
48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
DV .dv DV/DVCAM 4:1:1 |alpha: no PCM
720x480 bitrate: 25 2 ch: 16 in 16bit;
bitdepth: 8 48kHz
VBI: N/A
timecode: N/A
DV .dv DVCPRO 4:1:1 alpha: no PCM
720x480 bitrate: 25 2 ch: 16 in 16bit;
bitdepth: 8 48kHz
VBI: N/A
timecode: N/A
DV .dv DVCPRO 50 4:2:2 |alpha: no PCM
720x480 bitrate: 50 2 ch: 16 in 16bit;
bitdepth: 8 48kHz
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VBI: N/A
timecode: N/A
Generic .avi MPEG2- alpha: no
Separate IFrame422 bitrate: 10-50
720x480 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG2- alpha: yes
Separate IFrame4224 bitrate: 10-50
720x480 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG-2 IBP SD alpha: no
Separate 4:2:0, Elemetary |pitrate: 1-15
720x480 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG-2 IBP SD alpha: no
Separate 4:2:0, Programm |pitrate: 1-15
720x480 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG-2 IBP SD alpha: no
Separate 4:2:0, Transport  |pitrate: 1-15
720x480 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG-2 IBP SD alpha: no
Separate 4:2:2, Elemetary |pitrate: 5-50
720x480 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG-2 IBP SD alpha: no
Separate 4:2:2, Programm | pjtrate: 5-50
720x480 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG-2 IBP SD alpha: no
Separate 4:2:2, Transport  |pitrate: 5-50
720x480 bitdepth: 8
VBI: N/A
timecode: N/A
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Generic .avi DV/DVCAM 4:1:1 |alpha: no
Separate 720x480 bitrate: 25
bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi DVCPRO 4:1:1 alpha: no
Separate 720x480 bitrate: 25
bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi DVCPRO 50 4:2:2 |alpha: no
Separate 720x480 bitrate: 50
bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi Uncompressed alpha: no
Separate YUVU 4:2:2 bitrate: 160
720x480 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi Uncompressed alpha: no
Separate YUAVUA 4:2:2:4 | pitrate: 240
720x480 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi M]peg Lossless alpha: no
Separate 720x480 bitrate: VBR
bitdepth: 8
VBI: N/A
timecode: N/A
XDCAM .mov DVCAM 4:1:1 alpha: no
(OP1a) 720x480 bitrate: 25
bitdepth: 8
VBI: N/A
timecode: N/A
DVCPRO .mov DVCPRO 4:1:1 alpha: no
720x480 bitrate: 25
bitdepth: 8
VBI: N/A
timecode: N/A
DVCPRO .mov DVCPRO 50 4:2:2 |alpha: no
720x480 bitrate: 50
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bitdepth: 8
VBI: N/A
timecode: N/A

H.246 .mov H.264/AVC alpha: no
720x486 bitrate: VBR
bitdepth: 8
VBI: N/A
timecode: N/A
Generic .wav PCM
Separate 2 ch: 24 in 32bit;
48kHz
4 ch: 24 in 32bit;
48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic _vbi.avi vbi bitdepth: 10
Separate 720x1-16 VBI: YUYV422
Start Line: 7
See Also
* Supported Codecs
720p50
Generic .avi MPEG2- alpha: no PCM
Interleaved IFrame422 bitrate: 50-300 2 ch: 24 in 32bit;
1280x720 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG2- alpha: yes PCM
Interleaved IFrame4224 bitrate: 50-300 2 ch: 24 in 32bit;
1280x720 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
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timecode: N/A

48kHz

8 ch: 24 in 32bit;
48kHz

16 ch: 24 in 32bit;
48kHz
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Generic .avi MPEG-2 IBP HD |alpha: no PCM
Interleaved 4:2:0, Elemetary pitrate: 5-80 2 ch: 24 in 32bit;
1280x720 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG-2 IBP HD |alpha: no PCM
Interleaved 4:2:0, Program  pitrate: 5-80 2 ch: 24 in 32bit;
1280x720 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG-2 IBP HD |alpha: no PCM
Interleaved 4:2:0, Transport | pitrate: 5-80 2 ch: 24 in 32bit;
1280x720 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG-2 IBP HD |alpha: no PCM
Interleaved 4:2:2, Elemetary |pitrate: 5-300 2 ch: 24 in 32bit;
1280x720 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG-2 IBP HD |alpha: no PCM
Interleaved 4:2:2, Program  pitrate: 5-300 2 ch: 24 in 32bit;
1280x720 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi MPEG-2 IBP HD |alpha: no PCM
Interleaved 4:2:2, Transport | pijtrate: 5-300
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1280x720 bitdepth: 8 2 ch: 24 in 32bit;
VBI: N/A 48kHz
timecode: N/A 4 ch: 24 in 32bit;
48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
DVCPRO .avi DVCPRO HD alpha: no PCM
1280x720 bitrate: 100 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi Uncompressed alpha: no PCM
Interleaved YUVU 4:2:2 bitrate: 700 2 ch: 24 in 32bit;
1280x720 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi Uncompressed alpha: no PCM
Interleaved YUAVUA 4:2:2:4  pjtrate: 1050 2 ch: 24 in 32bit;
1280x720 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
XDCAM .mxf XDCAM alpha: no PCM
(OP1a) HD, IBP HD bitrate: 25 2 ch: 16 in 16bit;
4:2:0,Elementary bitdepth: 8 48kHz
1280x720 VBI: N/A 4 ch: 16 in 16bit;
timecode: N/A 48kHz
XDCAM .mxf XDCAM HD, alpha: no PCM
(OP1la) IBP HD 4:2:0, bitrate: 25 2 ch: 16 in 16bit;
Program bitdepth: 8 48kHz
1280x720 VBI: N/A 4 ch: 16 in 16bit;
timecode: N/A 48kHz
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XDCAM .mxf XDCAM HD, alpha: no PCM
(OP1a) IBP HD 4:2:0, bitrate: 25 2 ch: 16 in 16bit;
Transport bitdepth: 8 48kHz
1280x720 VBI: N/A 4 ch: 16 in 16bit;
timecode: N/A 48kHz
XDCAM .mxf XDCAM HD422, |alpha: no PCM
(OP1a) IBP HD 4:2:2, bitrate: 50 8 ch: 24 in 32bit;
Elementary bitdepth: 8 48kHz
timecode: N/A
XDCAM .mxf XDCAM HD422, |alpha: no PCM
(OP1a) IBP HD 4:2:2, bitrate: 50 8 ch: 24 in 32bit;
Program bitdepth: 8 48kHz
1280x720 VBI: N/A
timecode: N/A
XDCAM .mxf XDCAM HD422, |alpha: no PCM
(OP1a) IBP HD 4:2:2, bitrate: 50 8 ch: 24 in 32bit;
Transport bitdepth: 8 48kHz
timecode: N/A
Generic .mxf MPEG-2, IBP alpha: no PCM
MPEG-2 HD 4:2:0, bitrate: 5-80 2 ch: 16 in 16bit;
(OP1la) Elementary bitdepth: 8 48kHz
1280x720 VBI: N/A 4 ch: 16 in 16bit;
timecode: N/A 48kHz
8 ch: 16 in 16bit;
48kHz
16 ch: 16 in 16bit;
48kHz
Generic .mxf MPEG-2, IBP HD |alpha: no PCM
MPEG-2 4:2:0, Program pitrate: 5-80 2 ch: 16 in 16bit;
(OP1a) 1280x720 bitdepth: 8 48kHz
VBI: N/A 4 ch: 16 in 16bit;
timecode: N/A 48kHz
8 ch: 16 in 16bit;
48kHz
16 ch: 16 in 16bit;
48kHz
Generic .mxf MPEG-2, IBP HD |alpha: no PCM
MPEG-2 4:2:0, Transport | pjtrate: 5-80 2 ch: 16 in 16bit;
(OP1la) 1280x720 bitdepth: 8 48kHz
VBI: N/A 4 ch: 16 in 16bit;
timecode: N/A 48kHz
8 ch: 16 in 16bit;
48kHz
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16 ch: 16 in 16bit;
48kHz

Generic .mxf MPEG-2, IBP alpha: no PCM
MPEG-2 HD 4:2:2, bitrate: 5-300 2 ch: 24 in 32bit;
(OP1a) Elementary bitdepth: 8 48kHz
1280x720 VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .mxf MPEG-2, IBP HD |alpha: no PCM
MPEG-2 4:2:2, Program  |pjtrate: 5-300 2 ch: 24 in 32bit;
(OP1a) 1280x720 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .mxf MPEG-2, IBP HD |alpha: no PCM
MPEG-2 4:2:2, Transport | pitrate: 5-300 2 ch: 24 in 32bit;
(OP1la) 1280x720 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
DVCPRO .mxf DVCPRO HD alpha: no PCM
(OP1la) 1280x720 bitrate: 100 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Panasonic P2 |.mxf AVClintra Class alpha: no
(OP-Atom) 50 bitrate: 50
1280x720 bitdepth: 8
VBI: N/A
timecode: N/A
Panasonic P2 |.mxf AVCintra Class alpha: no
(OP-Atom) 100 bitrate: 100
1280x720 bitdepth: 8
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VBI: N/A
timecode: N/A

Panasonic P2 |.mxf DVCPRO HD alpha: no
(OP-Atom) 1280x720 bitrate: 100
bitdepth: 8
VBI: N/A
timecode: N/A
AVC-Intra .mxf AVCintra Class alpha: no PCM
(OP1a) 50 bitrate: 50 2 ch: 24 in 32bit;
1280x720 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
AVC-Intra .mxf AVClIntra Class alpha: no PCM
(OP1a) 100 bitrate: 100 2 ch: 24 in 32bit;
1280x720 bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
DNxHD 422 |.mxf DNxHD 145, 220, |alpha: no
(OP-Atom) 220x bitrate: 100
1280x720 bitdepth: 8, 10
VBI: N/A
timecode: N/A
DNxHD .mxf DNxHD 145, 220, |alpha: no PCM
(OP1a) 220x bitrate: 100 2 ch: 24 in 32bit;
1280x720 bitdepth: 8, 10 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
DVCPRO .mov DVCPRO HD alpha: no PCM
Quicktime 1280x720 bitrate: 100 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;

timecode: N/A

48kHz

8 ch: 24 in 32bit;
48kHz
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16 ch: 24 in 32bit;
48kHz
HDV .mov HDV alpha: no PCM
1280x720 bitrate: 25 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
XDCAM .mov XDCam EX alpha: no PCM
(OP1a) 1280x720 bitrate: 25CBR, 2 ch: 24 in 32bit;
35VBR 48kHz
bitdepth: 8 4 ch: 24 in 32bit;
VBI: N/A 48kHz
timecode: N/A 8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
XDCAM .mov XDCam HD 422 |alpha: no PCM
(OP1la) 1280x720 bitrate: 18-35 2 ch: 24 in 32bit;
bitdepth: 8 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
DNxHD .mov DNxHD 4:2:2 alpha: no PCM
1280x720 bitrate: 36, 145, 2 ch: 24 in 32bit;
220 48kHz
bitdepth: 8; 10 4 ch: 24 in 32bit;
VBI: N/A 48kHz
timecode: N/A 8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
H.264 .mov H.264/AVC alpha: no PCM
1280x720 bitrate: VBR 2 ch: 24 in 32bit;
bitdepth: 8; 10 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
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ProRes 422 |.mov I-Frame 4:2:2 alpha: no PCM
1280x720 bitrate: 147, 220 |2 ch: 24 in 32bit;
bitdepth: 10 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
ProRes 4444 | .mov I-Frame 4:4:4:4 |alpha: yes PCM
1280x720 bitrate: VBR 2 ch: 24 in 32bit;
bitdepth: 8, 10, 12 |48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
H.264 .mp4 XDCAM EX alpha: no PCM
1280x720 bitrate: VBR 2 ch: 24 in 32bit;
bitdepth: 8; 10 48kHz
VBI: N/A 4 ch: 24 in 32bit;
timecode: N/A 48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
DV .dv DVCPRO HD alpha: no PCM
1280x720 bitrate: 100 2 ch: 16 in 16bit;
bitdepth: 8 48kHz
VBI: N/A
timecode: N/A
Generic .avi MPEG2- alpha: no
Separate IFrame42?2 bitrate: 50-300
1280x720 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG2- alpha: yes
Separate IFrame4224 bitrate: 50-300
1280x720 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG-2 IBP HD |alpha: no
Separate 4:2:0, Elemetary | pitrate: 5-80
1280x720 bitdepth: 8
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VBI: N/A
timecode: N/A
Generic .avi MPEG-2 IBP HD |alpha: no
Separate 4:2:0, Program  pitrate: 5-80
1280x720 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG-2 IBP HD |alpha: no
Separate 4:2:0, Transport | pitrate: 5-80
1280x720 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG-2 IBP HD |alpha: no
Separate 4:2:2, Elemetary |pitrate: 5-300
1280x720 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG-2 IBP HD |alpha: no
Separate 4:2:2, Program | pitrate: 5-300
1280x720 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi MPEG-2 IBP HD |alpha: no
Separate 4:2:2, Transport | pitrate: 5-300
1280x720 bitdepth: 8
VBI: N/A
timecode: N/A
DVCPRO .avi DVCPRO HD alpha: no
1280x720 bitrate: 100
bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi Uncompressed alpha: no
Separate YUVU 4:2:2 bitrate: 700
1280x720 bitdepth: 8
VBI: N/A
timecode: N/A
Generic .avi Uncompressed alpha: no
Separate YUAVUA 4:2:2:4 | pitrate: 1050
1280x720 bitdepth: 8
VBI: N/A
timecode: N/A
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DVCPRO .mov DVCPRO HD alpha: no
Quicktime 1280x720 bitrate: 100
bitdepth: 8
VBI: N/A
timecode: N/A

HDV .mov HDV alpha: no
1280x720 bitrate: 25
bitdepth: 8
VBI: N/A
timecode: N/A

XDCAM .mov XDCam EX alpha: no

(OP1a) 1280x720 bitrate: 25CBR,
35VBR
bitdepth: 8
VBI: N/A

timecode: N/A

XDCAM .mov XDCam HD 422 |alpha: no
(OP1a) 1280x720 bitrate: 18-35
bitdepth: 8
VBI: N/A
timecode: N/A
DNxHD .mov DNxHD YUVU alpha: no
4:2:2 bitrate: 36, 145,
1280x720 220
bitdepth: 8; 10
VBI: N/A

timecode: N/A

H.264 .mov H.264 YUVU alpha: no
4:2:2 bitrate: VBR
1280x720 bitdepth: 8; 10
VBI: N/A

timecode: N/A

ProRes 422 |.mov I-Frame 4:2:2 alpha: no
1280x720 bitrate: 147, 220
bitdepth: 10
VBI: N/A

timecode: N/A

ProRes 4444 |.mov I-Frame 4:4:4:4 |alpha: yes
1280x720 bitrate: VBR
bitdepth: 8, 10, 12
VBI: N/A

timecode: N/A
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Generic .wav PCM
Separate 2 ch: 24 in 32bit;
48kHz
4 ch: 24 in 32bit;
48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic _vbi.avi vbi bitdepth: 10
Separate 1280x1-19 VBI: YUYV422
Start Line: 7
See Also
e Supported Codecs
720p60M
Name Container Codec/ Audio
Resolution
Generic Interleaved .avi MPEG2- alpha: no PCM
IFrame422 bitrate: 50-300 |2 ch: 24 in
1280x720 bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved | .avi MPEG2- alpha: yes PCM
IFrame4224 | pitrate: 50-300 |2 ch: 24 in
1280x720 bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved |.avi MPEG-2 IBP alpha: no PCM
HD 4:2:0, bitrate: 5-80 2 ch: 24in
Elemetary bitdepth: 8 32bit; 48kHz
1280x720 VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
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Name Container Codec/ Audio
Resolution
Generic Interleaved .avi MPEG-2 IBP alpha: no PCM
HD 4:2:0, bitrate: 5-80 2 ch: 24in
Program bitdepth: 8 32bit; 48kHz
1280x720 VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved .avi MPEG-2 IBP alpha: no PCM
HD 4:2:0, bitrate: 5-80 2 ch: 24in
Transport bitdepth: 8 32bit; 48kHz
1280x720 VBI: N/A 4 ch: 24 in
timecode: N/ 32Dit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved | .avi MPEG-2 IBP alpha: no PCM
HD 4:2:2, bitrate: 5-300 2 ch: 24 in
Elemetary bitdepth: 8 32bit; 48kHz
1280x720 VBI: N/A 4 ch: 24 in
timecode: N/A  32Dit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved |.avi MPEG-2 IBP alpha: no PCM
HD 4:2:2, bitrate: 5-300 2 ch: 24 in
Program bitdepth: 8 32bit; 48kHz
1280x720 VBI: N/A 4 ch: 24 in
timecode: N/A  32Dit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved |.avi MPEG-2 IBP alpha: no PCM
HD 4:2:2, bitrate: 5-300 2 ch: 24 in
Transport bitdepth: 8 32bit; 48kHz
1280x720 VBI: N/A 4 ch: 24 in
timecode: N/A  32Dit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
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Name Container Codec/ Audio
Resolution
DVCPRO .avi DVCPRO HD |alpha: no PCM
1280x720 bitrate: 100 2ch: 24 in
bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved .avi Uncompressed alpha: no PCM
YUVU 4:2:2 I pitrate: 850 2 ch: 24 in
1280x720 bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved |.avi Uncompressed|alpha: no PCM
YUAVUA bitrate: 1275 2ch:24in
4:2:2:4 bitdepth: 8 32bit; 48kHz
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
XDCAM (OP1la) .mxf XDCAM alpha: no PCM
HD, IBP HD bitrate: 25 2 ch: 16in
4:2:0,Elementawtdepth: 8 16bit: 48kHz
1280x720 VBI: N/A 4 ch: 16 in
timecode: N/A 16bit; 48kHz
XDCAM (OP1a) .mxf XDCAM HD, alpha: no PCM
IBP HD 4:2:0, |pitrate: 25 2ch: 16 in
Program bitdepth: 8 16bit; 48kHz
timecode: N/A 16bit; 48kHz
XDCAM (OP1la) .mxf XDCAM HD, alpha: no PCM
IBP HD 4:2:0, |pitrate: 25 2 ch: 16in
Transport bitdepth: 8 16bit; 48kHz
1280x720 VBI: N/A 4 ch: 16 in
timecode: N/A 16bit; 48kHz
XDCAM (OP1a) .mxf XDCAM alpha: no PCM
HD422, IBP bitrate: 50
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Name Container Codec/ Audio
Resolution
HD 4:2:2, bitdepth: 8 8 ch: 24 in
Elementary VBI: N/A 32bit; 48kHz
1280x720 timecode: N/A
XDCAM (OP1a) .mxf XDCAM alpha: no PCM
HD422, IBP | pitrate: 50 8 ch: 24 in
HD 4:2:2, bitdepth: 8 32bit; 48kHz
i;osgora;qzo VBI: N/A
x timecode: N/A
XDCAM (OP1a) .mxf XDCAM alpha: no PCM
HD422, IBP | pitrate: 50 8 ch: 24 in
HD 4:2:2, bitdepth: 8 32bit; 48kHz
Transport VBI: N/A
1280x720 timecode: N/A
Generic MPEG-2 .mxf MPEG-2, IBP |alpha: no PCM
(OP1a) HD 4:2:0, bitrate: 5-80 2ch: 16in
Elementary | pirgepth: 8 16bit; 48kHz
1280x720 VBI: N/A 4 ch: 16 in
timecode: N/A 16bit; 48kHz
8 ch: 16 in
16bit; 48kHz
16 ch: 16 in
16bit; 48kHz
Generic MPEG-2 .mxf MPEG-2, IBP |alpha: no PCM
(OP1a) HD 4:2:0, bitrate: 5-80 2 ch: 16in
Program bitdepth: 8 16bit; 48kHz
1280x720 VBI: N/A 4 ch: 16 in
timecode: N/A 16bit; 48kHz
8 ch: 16 in
16bit; 48kHz
16 ch: 16 in
16bit; 48kHz
Generic MPEG-2 .mxf MPEG-2, IBP  |alpha: no PCM
(OP1la) HD 4:2:0, bitrate: 5-80 2ch: 16in
Transport bitdepth: 8 16bit; 48kHz
1280x720 VBI: N/A 4 ch: 16 in
timecode: N/A 16bit; 48kHz
8 ch: 16 in
16bit; 48kHz
16 ch: 16 in
16bit; 48kHz
Generic MPEG-2 .mxf MPEG-2, IBP |alpha: no PCM
(OP1a) HD 4:2:2, bitrate: 5-300 2ch:24in
Elementary  pirdepth: 8 32bit; 48kHz
1280x720 VBI: N/A
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timecode: N/A 4 ch: 24 in
32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic MPEG-2 .mxf MPEG-2, IBP |alpha: no PCM
(OP1a) HD 4:2:2, bitrate: 5-300 2ch: 24 1in
Program bitdepth: 8 32bit; 48kHz
1280x720 VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic MPEG-2 .mxf MPEG-2, IBP |alpha: no PCM
(OP1a) HD 4:2:2, bitrate: 5-300 2 ch: 24 in
Transport bitdepth: 8 32bit; 48kHz
1280x720 VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
DVCPRO (OP1a) .mxf DVCPRO HD alpha: no PCM
1280x720 bitrate: 100 2ch:24in
bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Panasonic P2 (OP- .mxf AVClntra alpha: no
Atom) Class 50 bitrate: 50
1280x720 bitdepth: 8
VBI: N/A
timecode: N/A
Panasonic P2 (OP- .mxf AVClntra alpha: no
Atom) Class 100 bitrate: 100
1280x720 bitdepth: 8
VBI: N/A
timecode: N/A
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Panasonic P2 (OP- .mxf DVCPRO HD alpha: no
Atom) 1280x720 bitrate: 100
bitdepth: 8
VBI: N/A
timecode: N/A
AVC-Intra (OP1la) .mxf AVClntra alpha: no PCM
Class 50 bitrate: 50 2 ch: 24 in
1280x720 bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
AVC-Intra (OP1la) .mxf AVClntra alpha: no PCM
Class 100 bitrate: 100 2 ch: 24 in
1280x720 bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
DNxHD 422 (OP- .mxf DNxHD 145, |alpha: no
Atom) 220, 220x bitrate: 100
1280x720 bitdepth: 8, 10
VBI: N/A
timecode: N/A
DNxHD (OP1a) .mxf DNxHD 145, |alpha: no PCM
220, 220x bitrate: 100 2 ch: 24 in
1280x720 bitdepth: 8, 10 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
DVCPRO Quicktime .mov DVCPRO HD |alpha: no PCM
1280x720 bitrate: 100 2ch: 24 in
bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
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16 ch: 24 in
32bit; 48kHz
HDV .mov HDV alpha: no PCM
1280x720 bitrate: 25 2 ch: 24 in
bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
XDCAM (OP1a) .mov XDCam EX alpha: no PCM
1280x720 bitrate: 25CBR, |2 ch: 24 in
35VBR 32bit; 48kHz
bitdepth: 8 4 ch: 24 in
VBI: N/A 32bit; 48kHz
timecode: NJA 8 ch: 24in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
XDCAM (OP1a) .mov XDCam HD alpha: no PCM
422 bitrate: 18-35 2 ch: 24in
1280x720 bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
DNxHD .mov DNxHD 4:2:2 |alpha: no PCM
1280x720 bitrate: 36, 145, |2 ch: 24 in
220 32bit; 48kHz
bitdepth: 8; 10 4 ch: 24 in
VBI: N/A 32bit; 48kHz
timecode: NJ/A 8 ch:24in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
H.264 .mov H.264/AVC alpha: no PCM
1280x720 bitrate: VBR 2ch: 24 in
bitdepth: 8; 10 | 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
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16 ch: 24 in
32bit; 48kHz
ProRes 422 .mov I-Frame 4:2:2 |alpha: no PCM
1280x720 bitrate: 147, 220 |2 ch: 24 in
bitdepth: 10 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A  32Dit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
ProRes 4444 .mov I-Frame alpha: yes PCM
4:4:4:4 bitrate: VBR 2 ch: 24 in
1280x720 bitdepth: 8, 10, |32bit; 48kHz
12 4 ch: 24 in
VBI: N/A 32bit; 48kHz
timecode: NJA 8 ch: 24in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
H.264 .mp4 XDCAM EX alpha: no PCM
1280x720 bitrate: VBR 2ch: 24in
bitdepth: 8; 10 | 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
DV .dv DVCPRO HD |alpha: no PCM
1280x720 bitrate: 100 2ch:16in
bitdepth: 8 16bit; 48kHz
VBI: N/A
timecode: N/A
Generic Separate .avi MPEG2- alpha: no
IFrame42?2 bitrate: 50-300
1280x720 bitdepth: 8
VBI: N/A
timecode: N/A
Generic Separate .avi MPEG2- alpha: yes
IFrame4224  pitrate: 50-300
1280x720 bitdepth: 8
VBI: N/A
timecode: N/A
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Generic Separate .avi MPEG-2 IBP alpha: no
HD 4:2:0, bitrate: 5-80

Elemetary bitdepth: 8
1280x720 VBI: N/A

timecode: N/A

Generic Separate .avi MPEG-2 IBP alpha: no
HD 4:2:0, bitrate: 5-80
Program bitdepth: 8

1280x720 VBI: N/A
timecode: N/A

Generic Separate .avi MPEG-2 IBP alpha: no
HD 4:2:0, bitrate: 5-80
Transport bitdepth: 8

timecode: N/A

Generic Separate .avi MPEG-2 IBP  |alpha: no

HD 4:2:2, bitrate: 5-300
Elemetary bitdepth: 8
1280x720 VBI: N/A

timecode: N/A

Generic Separate .avi MPEG-2 IBP alpha: no
HD 4:2:2, bitrate: 5-300
Program bitdepth: 8

timecode: N/A

Generic Separate .avi MPEG-2 IBP alpha: no
HD 4:2:2, bitrate: 5-300
Transport bitdepth: 8

1280x720 VBI: N/A
timecode: N/A

DVCPRO .avi DVCPRO HD |alpha: no
1280x720 bitrate: 100
bitdepth: 8
VBI: N/A

timecode: N/A

Generic Separate .avi Uncompressed|alpha: no
YUVU 4:2:2  pitrate: 850

1280x720 bitdepth: 8
VBI: N/A
timecode: N/A
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Generic Separate .avi Uncompressed alpha: no
YUAVUA bitrate: 1275
4:2:2:4 bitdepth: 8

timecode: N/A

DVCPRO Quicktime .mov DVCPRO HD |alpha: no
1280x720 bitrate: 100
bitdepth: 8
VBI: N/A

timecode: N/A

HDV .mov HDV alpha: no
1280x720 bitrate: 25
bitdepth: 8
VBI: N/A

timecode: N/A

XDCAM (OP1a) .mov XDCam EX alpha: no
1280x720 bitrate: 25CBR,
35VBR
bitdepth: 8
VBI: N/A

timecode: N/A

XDCAM (OP1a) .mov XDCam HD alpha: no
422 bitrate: 18-35
1280x720 bitdepth: 8
VBI: N/A

timecode: N/A

DNxHD .mov DNxHD YUVU |alpha: no

4:2:2 bitrate: 36, 145,
1280x720 220

bitdepth: 8; 10
VBI: N/A
timecode: N/A

H.264 .mov H.264 YUVU | alpha: no
4:2:2 bitrate: VBR
1280x720 bitdepth: 8; 10
VBI: N/A

timecode: N/A

ProRes 422 .mov I-Frame 4:2:2 |alpha: no
1280x720 bitrate: 147, 220
bitdepth: 10
VBI: N/A
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timecode: N/A
ProRes 4444 .mov I-Frame alpha: yes
4:4:4:4 bitrate: VBR
1280x720 bitdepth: 8, 10,
12
VBI: N/A
timecode: N/A
Generic Separate .wav PCM
2ch:24in
32bit; 48kHz
4 ch: 24 in
32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Separate _vbi.avi vbi bitdepth: 10
1280x1-19 VBI: YUYV422
Start Line: 7
See Also
e Supported Codecs
1080i25
Name Container Codec/ Audio
Resolution
Generic Interleaved .avi MPEG2- alpha: no PCM
IFrame422 bitrate: 50-300 2 ch: 24 in
1920x1080 bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: NJA | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved |.avi MPEG2- alpha: yes PCM
IFrame4224  pitrate: 50-300 2 ch: 24 in
1920x1080 bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
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16 ch: 24 in
32bit; 48kHz
Generic Interleaved | .avi MPEG-2 IBP alpha: no PCM
HD 4:2:0, bitrate: 5-80 2 ch: 24in
Elemetary bitdepth: 8 32bit; 48kHz
1920x1080 VBI: N/A 4 Ch.: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved .avi MPEG-2 IBP alpha: no PCM
HD 4:2:0, bitrate: 5-80 2 ch: 24 in
Program bitdepth: 8 32bit; 48kHz
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved .avi MPEG-2 IBP alpha: no PCM
HD 4:2:0, bitrate: 5-80 2 ch: 24 in
Transport bitdepth: 8 32bit; 48kHz
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved .avi MPEG-2 IBP alpha: no PCM
HD 4:2:2, bitrate: 5-300 2 ch: 24 in
Elemetary bitdepth: 8 32bit; 48kHz
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved .avi MPEG-2 IBP alpha: no PCM
HD 4:2:2, bitrate: 5-300 2 ch: 24in
Program bitdepth: 8 32bit; 48kHz
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
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16 ch: 24 in
32bit; 48kHz
Generic Interleaved | .avi MPEG-2 IBP alpha: no PCM
HD 4:2:2, bitrate: 5-300 2 ch: 24in
Transport bitdepth: 8 32bit; 48kHz
1920x1080 VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
DVCPRO .avi DVCPRO HD alpha: no PCM
1920x1080 bitrate: 100 2 ch: 24 in
bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved | .avi Uncompressed |alpha: no PCM
YUVU 4:2:2 bitrate: 800 2 ch: 24 in
1920x1080 bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved | .avi Uncompressed |alpha: no PCM
YUAVUA bitrate: 1200 2 ch: 24 in
4:2:2:4 bitdepth: 8 32bit; 48kHz
1920x1080 VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
XDCAM (OP1a) .mxf XDCAM alpha: no PCM
HD, IBP HD bitrate: 25 2ch: 16in
4:2:0'E|ementarMitdepth: ) 16bit; 48kHz
timecode: N/A 16bit; 48kHz
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XDCAM (OP1a) .mxf XDCAM HD, alpha: no PCM
IBP HD 4:2:0, |pitrate: 25 2 ch: 16 in
Program bitdepth: 8 16bit; 48kHz
timecode: N/A 16bit; 48kHz
XDCAM (OP1la) .mxf XDCAM HD, alpha: no PCM
IBP HD 4:2:0, |pitrate: 25 2 ch: 16 in
Transport bitdepth: 8 16bit; 48kHz
1440x1080 VBI: N/A 4 Ch.: 16 in
timecode: N/A 16bit; 48kHz
XDCAM (OP1a) .mxf XDCAM alpha: no PCM
HD422, IBP bitrate: 50 8 ch: 24 in
HD 4:2:2, bitdepth: 8 32bit; 48kHz
X timecode: N/A
XDCAM (OP1a) .mxf XDCAM alpha: no PCM
HD422, IBP HD bijtrate: 50 8 ch: 24 in
4:2:2, Program bitdepth: 8 32bit; 48kHz
1920x1080 VBI: N/A
timecode: N/A
XDCAM (OP1la) .mxf XDCAM alpha: no PCM
HD422, IBP bitrate: 50 8 ch: 24 in
HD 4:2:2, bitdepth: 8 32bit; 48kHz
X timecode: N/A
Generic MPEG-2 .mxf MPEG-2, IBP alpha: no PCM
(OP1a) HD 4:2:0, bitrate: 5-80 2 ch: 16 in
Elementary bitdepth: 8 16bit; 48kHz
1920x1080 VBI: N/A 4 Ch: 16 in
timecode: N/A 16bit; 48kHz
8 ch: 16 in
16bit; 48kHz
16 ch: 16 in
16bit; 48kHz
Generic MPEG-2 .mxf MPEG-2, IBP alpha: no PCM
(OP1a) HD 4:2:0, bitrate: 5-80 2 ch: 16 in
Program bitdepth: 8 16bit; 48kHz
timecode: N/A 16bit; 48kHz
8 ch: 16 in
16bit; 48kHz
16 ch: 16 in
16bit; 48kHz
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Generic MPEG-2 .mxf MPEG-2, IBP alpha: no PCM
(OP1la) HD 4:2:0, bitrate: 5-80 2ch: 16 in
Transport bitdepth: 8 16bit; 48kHz
1920x1080 VBI: N/A 4 ch: 16 in
timecode: N/A 16bit; 48kHz
8 ch:16in
16bit; 48kHz
16 ch: 16 in
16bit; 48kHz
Generic MPEG-2 .mxf MPEG-2, IBP alpha: no PCM
(OP1la) HD 4:2:2, bitrate: 5-300 2ch:24in
Elementary bitdepth: 8 32bit; 48kHz
1920x1080 VBI: N/A 4 ch: 24 in
timecode: NJA  32Dit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic MPEG-2 .mxf MPEG-2, IBP alpha: no PCM
(OP1la) HD 4:2:2, bitrate: 5-300 2ch:24in
Program bitdepth: 8 32bit; 48kHz
1920x1080 VBI: N/A 4 ch: 24 in
timecode: NJA  32Dit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic MPEG-2 .mxf MPEG-2, IBP alpha: no PCM
(OP1a) HD 4:2:2, bitrate: 5-300 2 ch: 24 in
Transport bitdepth: 8 32bit; 48kHz
1920x1080 VBI: N/A 4 ch: 24 in
timecode: N/A  32Dit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
DVCPRO (OP1la) .mxf DVCPRO HD alpha: no PCM
1920x1080 bitrate: 100 2ch:24in
bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A  32Dit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
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Panasonic P2 (OP- .mxf AVCintra Class |alpha: no
Atom) 50 bitrate: 50
1920x1080 bitdepth: 8
VBI: N/A
timecode: N/A
Panasonic P2 (OP- .mxf AVClintra Class |alpha: no
Atom) 100 bitrate: 100
1920x1080 bitdepth: 8
VBI: N/A
timecode: N/A
Panasonic P2 (OP- .mxf DVCPRO HD alpha: no
Atom) 1920x1080 bitrate: 100
bitdepth: 8
VBI: N/A
timecode: N/A
AVC-Intra (OP1la) .mxf AVClintra Class |alpha: no PCM
50 bitrate: 50 2 ch: 24 in
1920x1080 bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
AVC-Intra (OP1la) .mxf AVClintra Class |alpha: no PCM
100 bitrate: 100 2 ch: 24 in
1920x1080 bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
DNxHD 422 (OP- .mxf DNxHD 145, alpha: no
Atom) 220, 220x bitrate: 100
1920x1080 bitdepth: 8, 10
VBI: N/A
timecode: N/A
DNxHD (OP1a) .mxf DNxHD 145, alpha: no PCM
220, 220x bitrate: 100 2 ch: 24in
1920x1080 bitdepth: 8, 10 32bit; 48kHz
VBI: N/A 4 ch: 24 in
32bit; 48kHz
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timecode: N/A

Name Container Codec/ Audio
Resolution
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
DVCPRO Quicktime .mov DVCPRO HD alpha: no PCM
1920x1080 bitrate: 100 2ch:24in
bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: NJA | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
HDV .mov HDV alpha: no PCM
1440x1080 bitrate: 25 2ch:24in
bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
XDCAM (OP1a) .mov XDCam EX alpha: no PCM
1920x1080 bitrate: 25CBR, |2 ch: 24 in
35VBR 32bit; 48kHz
bitdepth: 8 4 ch: 24 in
VBI: N/A 32bit; 48kHz
timecode: NJ/A |8 ch: 24n
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
XDCAM (OP1a) .mov XDCam HD alpha: no PCM
1440x1080 bitrate: 35 2ch:24in
bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: NJA  32Dit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
XDCAM (OP1la) .mov XDCam HD alpha: no PCM
422 bitrate: 18-35 2 ch: 24 in
1920x1080 bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
32bit; 48kHz
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8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
DNxHD .mov DNxHD 4:2:2 |alpha: no PCM
1920x1080 bitrate: 36, 145, |2 ch: 24 in
220 32bit; 48kHz
bitdepth: 8; 10 4 ch: 24 in
VBI: N/A 32bit; 48kHz
timecode: NJ/A |8 ch: 241in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
H.264 .mov H.264/AVC alpha: no PCM
1920x1080 bitrate: VBR 2ch:24in
bitdepth: 8; 10 | 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
ProRes 422 .mov I-Frame 4:2:2 |alpha: no PCM
1280x720 bitrate: 147, 220 |2 ch: 24 in
bitdepth: 10 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
ProRes 4444 .mov I-Frame alpha: yes PCM
4:4:4:4 bitrate: VBR 2ch:24in
1280x720 bitdepth: 8, 10, 32bit; 48kHz
12 4 ch: 24 in
VBI: N/A 32bit; 48kHz
timecode: NJ/A |8 ch: 24 1in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
H.264 .mp4 XDCAM EX alpha: no PCM
1280x720 bitrate: VBR 2ch:24in
bitdepth: 8; 10  32bit; 48kHz
VBI: N/A 4 ch: 24 in
32bit; 48kHz

timecode: N/A
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8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
DV .dv DVCPRO HD alpha: no PCM
1920x1080 bitrate: 100 2ch:16in
bitdepth: 8 16bit; 48kHz
VBI: N/A

timecode: N/A

Generic Separate .avi MPEG2- alpha: no
IFrame422 bitrate: 50-300
1920x1080 bitdepth: 8
VBI: N/A
timecode: N/A

Generic Separate .avi MPEG2- alpha: yes
IFrame4224 bitrate: 50-300
1920x1080 bitdepth: 8
VBI: N/A
timecode: N/A

Generic Separate .avi MPEG-2 IBP alpha: no
HD 4:2:0, bitrate: 5-80
Elemetary bitdepth: 8

1920x1080 VBI: N/A
timecode: N/A

Generic Separate .avi MPEG-2 IBP alpha: no
HD 4:2:0, bitrate: 5-80
Program bitdepth: 8

timecode: N/A

Generic Separate .avi MPEG-2 IBP alpha: no
HD 4:2:0, bitrate: 5-80
Transport bitdepth: 8

1920x1080 VBI: N/A
timecode: N/A

Generic Separate .avi MPEG-2 IBP alpha: no
HD 4:2:2, bitrate: 5-300
Elemetary bitdepth: 8

timecode: N/A

Generic Separate .avi MPEG-2 IBP alpha: no
HD 4:2:2, bitrate: 5-300
Program

Copyright © 2014 Vizrt Page 283



\VIZI't\

Viz Artist User’s Guide

Page 284

Copyright © 2014 Vizrt

Name Container Codec/ Audio
Resolution
1920x1080 bitdepth: 8
VBI: N/A
timecode: N/A
Generic Separate .avi MPEG-2 IBP alpha: no
HD 4:2:2, bitrate: 5-300
Transport bitdepth: 8
1920x1080 VBI: N/A
timecode: N/A
DVCPRO .avi DVCPRO HD alpha: no
1920x1080 bitrate: 100
bitdepth: 8
VBI: N/A
timecode: N/A
Generic Separate .avi Uncompressed |alpha: no
YUVU 4:2:2 bitrate: 800
1920x1080 bitdepth: 8
VBI: N/A
timecode: N/A
Generic Separate .avi Uncompressed |alpha: no
YUAVUA bitrate: 1200
4:2:2:4 bitdepth: 8
1920x1080 VBI: N/A
timecode: N/A
DVCPRO Quicktime .mov DVCPRO HD alpha: no
1920x1080 bitrate: 100
bitdepth: 8
VBI: N/A
timecode: N/A
HDV .mov HDV alpha: no
1440x1080 bitrate: 25
bitdepth: 8
VBI: N/A
timecode: N/A
XDCAM (OP1a) .mov XDCam EX alpha: no
1920x1080 bitrate: 25CBR,
35VBR
bitdepth: 8
VBI: N/A
timecode: N/A
XDCAM (OP1a) .mov XDCam HD alpha: no
1440x1080 bitrate: 35
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bitdepth: 8
VBI: N/A
timecode: N/A
XDCAM (OP1a) .mov XDCam HD alpha: no
422 bitrate: 18-35
1920x1080 bitdepth: 8
VBI: N/A
timecode: N/A
DNxHD .mov DNxHD YUVU |alpha: no
4:2:2 bitrate: 36, 145,
1920x1080 220
bitdepth: 8; 10
VBI: N/A
timecode: N/A
H.264 .mov H.264 YUVU alpha: no
4:2:2 bitrate: VBR
1920x1080 bitdepth: 8; 10
VBI: N/A
timecode: N/A
ProRes 422 .mov I-Frame 4:2:2 |alpha: no
1280x720 bitrate: 147, 220
bitdepth: 10
VBI: N/A
timecode: N/A
ProRes 4444 .mov I-Frame alpha: yes
4:4:4:4 bitrate: VBR
1280x720 bitdepth: 8, 10,
12
VBI: N/A
timecode: N/A
Generic Separate .wav PCM
2ch:24in
32bit; 48kHz
4 ch: 24 in
32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Separate _vbi.avi vbi bitdepth: 10
1920x1-15 VBI: YUYV422
Start Line: 6
Page 285

Copyright © 2014 Vizrt



See Also

e Supported Codecs

Viz Artist User’s Guide

1080i30M
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Resolution
Generic Interleaved | .avi MPEG2- alpha: no PCM
IFrame422 bitrate: 50-300 |2 ch: 24 in
1920x1080 bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A | 32Dit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved | .avi MPEG2- alpha: yes PCM
IFrame4224  |pitrate: 50-300 |2 ch: 24 in
1920x1080 bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved | .avi MPEG-2 IBP alpha: no PCM
HD 4:2:0, bitrate: 5-80 2 ch: 24 in
Elemetary bitdepth: 8 32bit; 48kHz
1920x1080 VBI: N/A 4 ch: 24 in
timecode: N/A | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved |.avi MPEG-2 IBP alpha: no PCM
HD 4:2:0, bitrate: 5-80 2 ch: 24in
Program bitdepth: 8 32bit; 48kHz
1920x1080 VBI: N/A 4 ch: 24 in
timecode: N/A | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved | .avi MPEG-2 IBP alpha: no PCM
HD 4:2:0, bitrate: 5-80 2 ch: 24 in
Transport bitdepth: 8 32bit; 48kHz
1920x1080 VBI: N/A 4 ch: 24 in
32bit; 48kHz
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Name Container Codec/ Audio
Resolution
timecode: N/A 8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved | .avi MPEG-2 IBP alpha: no PCM
HD 4:2:2, bitrate: 5-300 |2 ch: 24 in
Elemetary bitdepth: 8 32bit; 48kHz
1920x1080 VBI: N/A 4 Ch.: 24 in
timecode: NJA | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved | .avi MPEG-2 IBP alpha: no PCM
HD 4:2:2, bitrate: 5-300 |2 ch: 24 in
Program bitdepth: 8 32bit; 48kHz
1920x1080 VBI: N/A 4 ch: 24 in
timecode: NJ/A | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved | .avi MPEG-2 IBP alpha: no PCM
HD 4:2:2, bitrate: 5-300 |2 ch: 24 in
Transport bitdepth: 8 32bit; 48kHz
timecode: NJ/A | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
DVCPRO .avi DVCPRO HD alpha: no PCM
1920x1080 bitrate: 100 2ch: 24 in
bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: NJ/A | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved | .avi Uncompressed |alpha: no PCM
YUVU 4:2:2 bitrate: 950 2 ch: 24 in
1920x1080 bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: NJA | 32bit; 48kHz
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8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Interleaved | .avi Uncompressed alpha: no PCM
YUAVUA bitrate: 1425 2 ch: 24 in
4:2:2:4 bitdepth: 8 32bit; 48kHz
1920x1080 VBI: N/A 4 Ch! 24 in
timecode: N/A 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
XDCAM (OP1la) .mxf XDCAM alpha: no PCM
HD, IBP HD bitrate: 25 2 ch: 16in
4:2:0,Elementargitdepth: 8 16bit; 48kHz
1440x1080 VBI: N/A 4 Ch: 16 in
timecode: N/A 16bit; 48kHz
XDCAM (OP1la) .mxf XDCAM HD, alpha: no PCM
IBP HD 4:2:0, |pitrate: 25 2 ch: 16in
Program bitdepth: 8 16bit; 48kHz
1440x1080 VBI: N/A 4 ch: 16 in
timecode: N/A 16bit; 48kHz
XDCAM (OP1a) .mxf XDCAM HD, alpha: no PCM
IBP HD 4:2:0, | pitrate: 25 2ch:16in
Transport bitdepth: 8 16bit; 48kHz
1440x1080 VBI: N/A 4 Ch: 16 in
timecode: N/A 16bit; 48kHz
XDCAM (OP1la) .mxf XDCAM alpha: no PCM
HD422, IBP bitrate: 50 8 ch: 24 in
HD 4:2:2, bitdepth: 8 32bit; 48kHz
Joromaony VB NA
X timecode: N/A
XDCAM (OP1la) .mxf XDCAM alpha: no PCM
HD422, IBP bitrate: 50 8 ch: 24 in
IF')iD 4:2:2, bitdepth: 8 32bit; 48kHz
1;029(;3;80 VBI: N/A
X timecode: N/A
XDCAM (OP1a) .mxf XDCAM alpha: no PCM
HD422, IBP bitrate: 50 8 ch: 24 in
?D 4:2:2t, bitdepth: 8 32bit; 48kHz
ranspor VBI: N/A
1920x1080
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timecode: N/A
Generic MPEG-2 .mxf MPEG-2, IBP  |alpha: no PCM
(OP1a) HD 4:2:0, bitrate: 5-80 2 ch: 16 in
Elementary bitdepth: 8 16bit; 48kHz
1920x1080 VBI: N/A 4 ch: 16 in
timecode: NJA | 16bit; 48kHz
8 ch: 16 in
16bit; 48kHz
16 ch: 16 in
16bit; 48kHz
Generic MPEG-2 .mxf MPEG-2, IBP  |alpha: no PCM
(OP1a) HD 4:2:0, bitrate: 5-80 2 ch: 16in
Program bitdepth: 8 16bit; 48kHz
1920x1080 VBI: N/A 4 ch: 16 in
timecode: NJA | 16bit; 48kHz
8 ch:16in
16bit; 48kHz
16 ch: 16 in
16bit; 48kHz
Generic MPEG-2 .mxf MPEG-2, IBP  |alpha: no PCM
(OP1a) HD 4:2:0, bitrate: 5-80 2 ch: 16in
Transport bitdepth: 8 16bit; 48kHz
timecode: NJA | 16bit; 48kHz
8 ch: 16 in
16bit; 48kHz
16 ch: 16 in
16bit; 48kHz
Generic MPEG-2 .mxf MPEG-2, IBP alpha: no PCM
(OP1la) HD 4:2:2, bitrate: 5-300 |2 ch: 24 in
Elementary bitdepth: 8 32bit; 48kHz
1920x1080 VBI: N/A 4 ch: 24 in
timecode: NJ/A | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic MPEG-2 .mxf MPEG-2, IBP alpha: no PCM
(OP1a) HD 4:2:2, bitrate: 5-300 |2 ch: 24 in
Program bitdepth: 8 32bit; 48kHz
1920x1080 VBI: N/A 4 ch: 24 in
timecode: NJA | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
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16 ch: 24 in
32bit; 48kHz
Generic MPEG-2 .mxf MPEG-2, IBP  |alpha: no PCM
(OP1a) HD 4:2:2, bitrate: 5-300 2 ch: 24 in
Transport bitdepth: 8 32bit; 48kHz
1920x1080 VBI: N/A 4 ch: 24 in
timecode: NJ/A  32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
DVCPRO (OP1la) .mxf DVCPRO HD alpha: no PCM
1920x1080 bitrate: 100 2ch:24in
bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: NJ/A | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Panasonic P2 (OP- .mxf AVCintra Class |alpha: no
Atom) 50 bitrate: 50
1920x1080 bitdepth: 8
VBI: N/A
timecode: N/A
Panasonic P2 (OP- .mxf AVClIntra Class |alpha: no
Atom) 100 bitrate: 100
1920x1080 bitdepth: 8
VBI: N/A
timecode: N/A
Panasonic P2 (OP- .mxf DVCPRO HD alpha: no
Atom) 1920x1080 bitrate: 100
bitdepth: 8
VBI: N/A
timecode: N/A
AVC-Intra (OP1la) .mxf AVClintra Class |alpha: no PCM
50 bitrate: 50 2 ch: 24 in
1920x1080 bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: NJ/A  32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
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AVC-Intra (OP1la) .mxf AVClntra Class |alpha: no PCM
100 bitrate: 100 2ch: 24 in
1920x1080 bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
DNxHD 422 (OP- .mxf DNxHD 145, alpha: no
Atom) 220, 220x bitrate: 100
1920x1080 bitdepth: 8, 10
VBI: N/A
timecode: N/A
DNxHD (OP1a) .mxf DNxHD 145, alpha: no PCM
220, 220x bitrate: 100 2 ch: 24in
1920x1080 bitdepth: 8, 10 |32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A | 32Dit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
DVCPRO Quicktime .mov DVCPRO HD alpha: no PCM
1920x1080 bitrate: 100 2 ch: 24 in
bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A | 32Dit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
HDV .mov HDV alpha: no PCM
1440x1080 bitrate: 25 2 ch: 24 in
bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
XDCAM (OP1a) .mov XDCam EX alpha: no PCM
1920x1080 bitrate: 25CBR, |2 ch: 24 in
35VBR 32bit; 48kHz
bitdepth: 8
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VBI: N/A 4 ch: 24 in
timecode: N/A | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
XDCAM (OP1a) .mov XDCam HD alpha: no PCM
1440x1080 bitrate: 35 2ch: 24 in
bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A | 32Dit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
XDCAM (OP1a) .mov XDCam HD alpha: no PCM
422 bitrate: 18-35 2 ch: 24 in
1920x1080 bitdepth: 8 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
DNxHD .mov DNxHD 4:2:2 |alpha: no PCM
1920x1080 bitrate: 36, 145, |2 ch: 24 in
220 32bit; 48kHz
bitdepth: 8; 10 |4 ch: 24 in
VBI: N/A 32bit; 48kHz
timecode: NJ/A |8 ch:24in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
H.264 .mov H.264/AVC alpha: no PCM
1920x1080 bitrate: VBR 2 ch: 24 in
bitdepth: 8; 10 | 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A | 32Dit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
ProRes 422 .mov I-Frame 4:2:2 |alpha: no PCM
1280x720 bitrate: 147, 220 |2 ch: 24 in
bitdepth: 10 32bit; 48kHz
VBI: N/A
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Name Container |Codec/ Audio
Resolution
timecode: N/A 4 ch: 24 in
32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
ProRes 4444 .mov I-Frame alpha: yes PCM
4:4:4:4 bitrate: VBR 2 ch: 24 in
1280x720 bitdepth: 8, 10, |32bit; 48kHz
12 4 ch: 24 in
VBI: N/A 32bit; 48kHz
timecode: NJA |8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
H.264 .mp4 XDCAM EX alpha: no PCM
1280x720 bitrate: VBR 2ch: 24 in
bitdepth: 8; 10 32bit; 48kHz
VBI: N/A 4 ch: 24 in
timecode: N/A | 32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
DV .dv DVCPRO HD alpha: no PCM
1920x1080 bitrate: 100 2ch:16in
bitdepth: 8 16bit; 48kHz
VBI: N/A
timecode: N/A
Generic Separate .avi MPEG2- alpha: no
IFrame422 bitrate: 50-300
1920x1080 bitdepth: 8
VBI: N/A
timecode: N/A
Generic Separate .avi MPEG2- alpha: yes
IFrame4224  pitrate: 50-300
1920x1080 bitdepth: 8
VBI: N/A
timecode: N/A
Generic Separate .avi MPEG-2 IBP alpha: no
HD 4:2:0, bitrate: 5-80
Elemetary bitdepth: 8
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timecode: N/A
Generic Separate .avi MPEG-2 IBP alpha: no
HD 4:2:0, bitrate: 5-80
Program bitdepth: 8
1920x1080 VBI: N/A
timecode: N/A
Generic Separate .avi MPEG-2 IBP alpha: no
HD 4:2:0, bitrate: 5-80
Transport bitdepth: 8
1920x1080 VBI: N/A
timecode: N/A
Generic Separate .avi MPEG-2 IBP alpha: no
HD 4:2:2, bitrate: 5-300
Elemetary bitdepth: 8
1920x1080 VBI: N/A
timecode: N/A
Generic Separate .avi MPEG-2 IBP alpha: no
HD 4:2:2, bitrate: 5-300
Program bitdepth: 8
1920x1080 VBI: N/A
timecode: N/A
Generic Separate .avi MPEG-2 IBP alpha: no
HD 4:2:2, bitrate: 5-300
Transport bitdepth: 8
1920x1080 VBI: N/A
timecode: N/A
DVCPRO .avi DVCPRO HD alpha: no
1920x1080 bitrate: 100
bitdepth: 8
VBI: N/A
timecode: N/A
Generic Separate .avi Uncompressed alpha: no
YUVU 4:2:2 bitrate: 950
1920x1080 bitdepth: 8
VBI: N/A
timecode: N/A
Generic Separate .avi Uncompressed alpha: no
YUAVUA bitrate: 1425
4:2:2:4 bitdepth: 8
1920x1080 VBI: N/A




Viz Artist User’s Guide

\VIZl't\

Name Container Codec/ Audio
Resolution
DVCPRO Quicktime .mov DVCPRO HD alpha: no
1920x1080 bitrate: 100
bitdepth: 8
VBI: N/A
timecode: N/A
HDV .mov HDV alpha: no
1440x1080 bitrate: 25
bitdepth: 8
VBI: N/A
timecode: N/A
XDCAM (OP1la) .mov XDCam EX alpha: no
1920x1080 bitrate: 25CBR,
35VBR
bitdepth: 8
VBI: N/A
timecode: N/A
XDCAM (OP1a) .mov XDCam HD alpha: no
1440x1080 bitrate: 35
bitdepth: 8
VBI: N/A
timecode: N/A
XDCAM (OP1la) .mov XDCam HD alpha: no
422 bitrate: 18-35
1920x1080 bitdepth: 8
VBI: N/A
timecode: N/A
DNxHD .mov DNxHD YUVU |alpha: no
4:2:2 bitrate: 36, 145,
1920x1080 220
bitdepth: 8; 10
VBI: N/A
timecode: N/A
H.264 .mov H.264 YUVU alpha: no
4:2:2 bitrate: VBR
1920x1080 bitdepth: 8; 10
VBI: N/A
timecode: N/A
ProRes 422 .mov I-Frame 4:2:2 |alpha: no
1280x720 bitrate: 147, 220
bitdepth: 10
VBI: N/A
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timecode: N/A
ProRes 4444 .mov I-Frame alpha: yes
4:4:4:4 bitrate: VBR
1280x720 bitdepth: 8, 10,
12
VBI: N/A
timecode: N/A
Generic Separate .wav PCM
2ch:24in
32bit; 48kHz
4 ch: 24 in
32bit; 48kHz
8 ch: 24 in
32bit; 48kHz
16 ch: 24 in
32bit; 48kHz
Generic Separate _vbi.avi vbi bitdepth: 10
1920x1-15 VBI: YUYV422
Start Line: 6
See Also
e Supported Codecs
PAL
Name Container |Codec/ Audio
Resolution
Generic .avi DV/DVCAM alpha: no PCM
Interleaved 4:2:0 bitrate: 25 2 ch: 16 in 16bit;
720x576 bitdepth: 8 48kHz
VBI: N/A 2 ch: 24 in 32bit;
timecode: N/A 48kHz _ .
audio: Optional 4 ch: 24 in 32bit;
48kHz
8 ch: 24 in 32bit;
48kHz
16 ch: 24 in 32bit;
48kHz
Generic .avi DVCPRO 4:1:1 |alpha: no PCM
Interleaved 720x576