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] Introduction

This guide applies to both the PC and Mac versions of Viz Curious Maps, and
provides reference information about the program’s more advanced features.
These include selecting map details, working with style sheets, importing and
working with street data, adding text and graphics, creating drawings from vector
shapes, adding effects with lighting and effects, and controlling animation.

This section contains information on the following topics:

Learning the System
Document Structure
Related Documents
Conventions
Contact Vizrt

1.1 Learning the System

The most efficient way to learn our systems is to go through our user’s
documentation. This guide is designed to help people with little or no experience
in using the WoS and the WoC. The purpose of this document is to help new users
become familiar with the client; to illustrate the client’s editor, and to show the
available options.

1.2 Document Structure

Quick Tour provides a complete introduction to using Viz Curious Maps on the PC
(and Mac), and is the recommended starting point for anyone learning to use the
program. It provides a series of short worked examples, each of which will take
you on a quick guided tour of the program’s key features, to show you what it can
achieve and help you become familiar with the user interface.

Working with Maps explains the options for creating and working with map layers,
including using the Properties panel to define the projection, and using the
Contents panel to select countries and places for incorporation into the map.

Working with styles explains how to use the style sheets to make it easy to set up
a series of house styles, and convert projects between house styles with a single
click. It also explains how style sheets help to establish consistency across
projects, or between designers.

Reusing design elements explains how you can easily reuse styles, layers, and
colors created in earlier projects, and gives recommended techniques for setting
up and sharing style sheets, templates, and projects between users.

Working with street maps explains how to import street data and draw it on your

maps to create maps from the whole world, down to a single street corner or
building.
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Adding text to a project explains how to incorporate text into projects, and
describes how to control the appearance of the text and the way it is animated.

Importing images and movies explains how to incorporate bitmap images and
movies into animations, and describes the controls available for altering their
appearance, and controlling the way they are animated.

Working with shapes explains how to add drawings to a map by creating vector
shapes, either using separate shape layers or by adding shape details to map
layers. It also explains how you can create and edit shapes, and change their
appearance to achieve exactly the effect you want.

Working with ESRI Shape Files describes how to import map data in ESRI Shape File
Format, and configure it for use with Viz Curious Maps.

Lighting and effects explains how to use the lighting and effects features, to
enable you to add shading and depth to your map animations, and give them a
unique and distinctive appearance.

Controlling animation explains how to use the time slider to control the progress
of an animation. It also describes how to use the tool to set up impressive
animations with a few simple clicks, and the Keybars panel to provide individual
control over each component of a project.

Finally Rendering a project explains how to render your animation as a preview, or
as a finished movie. It also describes the options for exporting an image or a 3D
model from a project.

1.3 Related Documents
For complementary information, see the following documents:
1. Viz Artist User’s Guide. Information on how to create graphics scenes in Viz
Artist.
2. Viz World User’s Guide: Information on how to setup a map server solution
and build map template graphics for newsroom and control room systems.
1.4 Conventions
The following assumptions and typographic conventions are used in this
document:
Bold Text: Bold is used to indicate emphasized text such as a name or label
that appears on the computer screen.
Italic Text: /talicis used to indicate text that should be typed, or variables that
should be entered. Italic is also used to refer to related documents.
Underlined Text: Underline is used to indicate cross-references.
Numbered Paragraphs: Numbered paragraphs are used to indicate tasks that
need to be carried out. Text in paragraphs without numbering represents
ordinary information.
Comman, Alt, Ctrl, Shift, Return: Represents an appropriate value that you
would enter from the keyboard. For example: Type filename and press
Return.
2 Chapter 1: Introduction



1.5 Contact Vizrt

We encourage your suggestions and feedback regarding the product and this
documentation. Our support E-mail address is support@vizrt.com. You are also
welcome to use the web-based support at www.vizrt.com, or to contact your local
Vizrt support personnel by telephone.
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2 About Viz Curious Maps

Viz Curious Maps is ideal for designers, program researchers, and producers who
need to create high-quality map animations for news, documentary, promotional
videos, and the World Wide Web.

It is designed to be simple and intuitive to use, so that users with no specific
training in computer graphics or video editing can create professional maps on
demand and at short notice.

This section contains information on the following topics:

Comprehensive Map Database

Street Data Configured Ready for Use
Projects, Layers and Other Elements
Establish House Styles for Consistency Across Projects
Shapes

Rotoscoping with Shapes

Animation

Compositing and Animation

Painting and Effects

Sophisticated Lighting and Filtering Effects
High-quality Output

Comprehensive Map Database

At the heart of Viz Curious Maps is the comprehensive Collins Bartholomew
database of the world, defining countries, towns, and other features such as
lakes, rivers, roads and railways. You can choose between a range of alternative
projections for each map, with control over the scale and viewpoint.

Individual items can be selected from the database and incorporated into the
project with complete control over their appearance.

You can also combine maps at different scales, such as to include an inset
showing an enlarged view of one region from another map.

The Viz Curious Maps database also include height information, from satellite
images, giving you the option of displaying mountain ranges in relief to give
physical information about the area being displayed, or simply for an impressive
visual effect.

Street Data Configured Ready for Use

In addition to the database, Viz Curious Maps can also import street data in its
own street data format. This provides a wide range of roads, railways, rivers and
lakes, parks, buildings, and other municipal features, labeled and configured
ready for immediate use, so you can create maps and animations that take you
down to the level of towns, street corners, and single buildings.

4 Chapter 2: About Viz Curious Maps



Projects, Layers and Other Elements

Viz Curious Maps offers an integrated paint, rotoscoping, effects, compositing,
and animation system. Designed around a powerful multi-layer approach, Viz
Curious Maps is equally applicable to the creation of still images and movies.

When working in Viz Curious Maps, you are always working on a project. The
resolution, bit depth, frame rate, and duration of the output movie are all settings
of the project. These are set at the start, but may be changed at any time.

A project can be built up from an unlimited number of layers. There are five
different types of layer: image layers (still images), movie layers, text layers,
rotoshape layers, and map layers. All layer types have two components: the RGB
image itself, and an alpha channel which determines how the layer is composited.

Image layers and movie layers also have an associated mask. The mask is
essentially an additional single-channel image which can be painted and
processed using the same tools as for the main image. Image layers have a single
mask, while movies have a mask for each frame of the movie.

Masks can be used in several different ways: to protect portions of the image from
change during painting or image processing operations, to define the arbitrary
shape of an element to be cut from a layer (a cutout), to control the way in which
the layer is composited, or to protect portions of the layer from change by other
layers composited above.

Various other types of elements can be created and used within Viz Curious Maps.
These are collectively referred to as overlays. There are three types of overlay:
text, shapes, and cutouts (from an image, often using the mask to define the
form). Overlays are not associated with any particular layer. They are retained as
floating objects and may be stuck down at any time onto any image or movie
layer. Alternatively any overlay can be converted to a layer for animation, and
cutouts can also be converted into brushes for painting.

Establish House Styles for Consistency Across Projects

The Viz Curious Maps style sheets make it a simple matter to create map
animations to a specific house style, and once you have created an animation
changing it to a different house style is simply a matter of loading in the
appropriate style sheet. Style sheets control all the important aspects of a map
animation, including the color schemes, typefaces, line weights, and lighting or
relief effects. The style sheets also maintain consistency across projects or
between designers.

You can also create template files containing predefined elements, such as
background maps, standard graphics, logos, and titles for reuse in a range of
related animation projects.

Shapes

Viz Curious Maps includes a complete range of drawing tools to allow you to
create and edit drawings directly within the program. You can create drawings by
combining shapes in one or more shape layers, with complete control over the
animation and appearance of each shape in the drawings. You can also add shape
overlays to map layers, to allow you to highlight or annotate any features of the
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map, with a powerful tracing tool to allow you to construct shapes by tracing map
features.

Rotoscoping with Shapes

Viz Curious Maps allows you to create, edit, and animate vector shapes. These
may be polygons, B-Spline or Bezier curves, or freehand shapes. They can be used
to create masks, rendered directly into images, or exported for use at a later time.

Shapes can be animated using a combination of key-framing of individual points
and the movement, rotation, and scaling of complete shapes. This gives great
flexibility when using shapes to create rotoscoped mattes for moving elements.
The underlying movement of a feature can be captured by setting a few key-
frames for complete shapes and then the shapes can be refined at any frame by
editing individual points.

You can also soften specified edges of each shape, which is invaluable when
making mattes to match something that is moving quickly and has motion blur on
each frame.

Animation

Viz Curious Maps provides an Auto Animate feature that lets you add animation to
your project by selecting a few simple options. You can fade objects in or out of

view, and slide objects in or out of frame, with acceleration or deceleration to give
a natural appearance.

For more sophisticated effects Viz Curious Maps gives you complete control over
each component of your animation, allowing you to animate objects along an
arbitrary animation path with complete control over their shape and position.

Compositing and Animation

Straightforward compositing is simply at matter of arranging the layers in the
order in which they are to be composited, by dragging and dropping.
Sophisticated composites can also be created very easily by using masks and
alpha channels, and their associated controls, to determine how layers interact.

All layers remain separate and editable right up to the point of generating the
final artwork. Layers can be moved, scaled, rotated, and filtered independently,
can have any number of animated effects applied. They can also have
independent transparency settings, drop shadows, and lighting.

Every image and movie layer has a selection of built-in keyers available for direct
compositing using either luminance, chroma, or color keying. The quality of the
edges can be carefully controlled to achieve the most convincing

results possible.

Every image and movie layer also has an integrated Roto Matte which allows you
to add rotoshapes directly to the layer to cut out selected features. The results are
displayed dynamically as you adjust the shapes, and the same flexible range of
editing and animation options as for shape layers is available.

You can change the source material or content of any layer in a single operation at

any time, without losing any of the animation or other control settings. This
makes it easy to set up templates and then generate a series of images or movies
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based on the same underlying design, but with varying content.

Painting and Effects

Viz Curious Maps provides a large range of painting, graphic, and image
processing tools for use on image and movie layers. These are ideal for the
freehand origination of artwork, or for retouching and editing existing material.

In contrast to the animatable transformations, lighting, and effects which can be
applied to all layers, painting work explicitly changes the actual content of an
image or movie layer.

A wide range of built-in and user-definable brushes are provided for work on
images or masks, including color, offset merge, clone, drag, blur, and other
effects. The brushes are pressure sensitive with user-definable profiles, and
optional onion skinning facilitates accurate cloning, merging, and wire or rig
removal.

Many tools are provided for creating, editing, and applying text, shape, and
cutout overlays, and a very large number of different filters and effects can be
applied. Any operations can be repeated over multiple frames using macros.

The changed material created by painting operations is stored independently,
leaving your original materials unaffected. At any stage you can render a finished
version, incorporating all your edits, or revert to your original material if you want
to discard changes.

Sophisticated Lighting and Filtering Effects

Viz Curious Maps allows you to add lighting effects to each layer in your project to
add realistic shading and highlighting to the images, or to emphasize specific
features. You can also add one of a range of effects to the animation to blur
images, or adjust the brightness or contrast.

High-quality Output

As you create your animation the frame you are working on is rendered complete
with anti-aliasing to show you the quality of the finished result. At any time you
have the option of previewing the complete animation, or rendering it at high
quality as single frames or as a movie file to create a finished broadcast-quality
video.

With suitable video output hardware the animations can be played out as
broadcast-quality PAL or NTSC sequences. The following video hardware is
supported: DPS Reality Studio Digital Disk Recorder, and video output boards
capable of playing QuickTime™ or AVI movies, or accepting single-frame-per-file
output. Contact your local Vizrt representative for updated information about
supported hardware configurations.

Chapter 2: About Viz Curious Maps 7



3 Installing Viz Curious Maps

This section contains information on the following procedures:

To download the software

To install Viz Curious Maps Data

To install Viz Curious Maps

To add the license file

To add the license file using Viz Curious Maps

To download the software

Whilst you have an active map support contract, you have a personal login to the
Vizrt FTP server (first year support is included).

Download the software from the Vizrt FTP at ftp://download.vizrt.com/ under
the Viz Curious Maps folder.

Note: You will need to use an FTP Client to access this site and not a regular web
browser.

Please use the FTP server to find the latest Vizrt software releases,
documentation, help files, drivers and more. You can also use the FTP to upload
and exchange files with Vizrt.

To install Viz Curious Maps Data

Start the Viz Curious Maps Data installer
Click Next

Click Install to begin the installation
Click Finish

A WN =

To install Viz Curious Maps

Before Viz Curious Maps is installed, you have To install Viz Curious Maps Data.

1. Start the Viz Curious Maps installer

2. Click Next

3. Click Yes to accept the license agreement

4. Select destination directory, and click Next

- C:\Program Files\Curious Software\Curious World Maps
Choose the components to install, and click Next

Select a start menu group, and click Next

Click Next to start the installation

Click Finish

Install the dongle driver in the following location:

© 0N W
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ftp://download.vizrt.com/

- Option 1: For customer that use the Viz dongle install the Alladin hardlock
dongle driver.

- Option 2: For customers that still use the Sentinel dongle install the Sentinel
SuperPro dongle driver.

- Dongle drivers are located at . .\Program Files\Curious
Software\Curious World Maps\Installers\

10. Download and install QuickTime if it is not previously installed.

11.Start Viz Curious Maps.

To add the license file
Once Viz Curious Maps is installed, drop the supplied license into your license
folder:

..\Program Files\Curious Software\Curious World
Maps\Licenses\curiousmaps.lic

To add the license file using Viz Curious Maps

When starting the Viz Curious Maps standalone application without a license, a
window appears telling that no license can be found.

Start the Viz Curious Maps application

Click the License button to open the Software License window

Click the Edit License File ... button to open the Edit License window

Click the Add License from a File ... button to browse for the License file (*.lic)
Select the License file and click Open

- The license becomes visible in the Edit License window

6. Click OK to save the License. The license is saved to the License folder

7. Exit the application and run the Viz Curious Maps.

ulT W IN—

Note: If the license is not valid, the server will not start, and the server console will
exit.

To add map data

Place Natural Earth files in the following location:

..\Program Files\Curious Software\Curious World
Maps\MapData\NaturalEarth

Place shape and KML files in any directoryPlace street data in the following
location:

..\Program Files\Curious Software\Curious World
Maps\MapData\StreetData

Place DEM data in the following location:

- Data received from Vizrt: . . \Program Files\Curious Software\Curious
World Maps\MapData\CuriousDEM

- Data received from other providers: . .\Program Files\Curious
Software\Curious World Maps\MapData\UserDEM
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+ Once Viz Curious Maps is up & running point the application to the data via:
View > Options > Map Data > Locations > CDEM Data

To add CMRs to the base map

1. From the View menu select Options ...

2. Select Locations under Map Data

3. In the Locations panel click Installed Imagery...
4. Click the + button to add the CMR files

See Also

Viz World User’s Guide for complete integration information on the broadcast
graphics workflow
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4  Quick Tour

This section will give you a quick tour of the key features of Viz Curious Maps,
including the components of the Viz Curious Maps window, and an explanation of
how they are used in the creation of map animations.

This section contains information about the following topics:

Getting Started

Toolbar

View Options

Viewer

User Interface Font

Layers List

Using the Content Manager
Controlling Layer Compositing
Animation Controls

Move/Pan Tool

Path Tool

Text tool

Zoom Tool

Map Rectangle Tool

Browse Map Tool

Browse Street/Shape Data Tool
Ruler Tool

Pick Color Tool

Navigator

Panels

4.1 Getting Started

This section contains information about the following topics:

Running Viz Curious Maps
Creating a New Project
Changing the Project Settings

4.1.1 Running Viz Curious Maps

A

M

Double-click the Viz Curious Maps icon on your desktop
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4.1.2 Creating a New Project

When you run Viz Curious Maps the following Welcome dialog box is displayed to

allow you to open an existing project, create a new default project, or use a
project template:

-

Viz Curious Maps - Welcome @

(71 Create emphy project
(71 Create paint project

@ Create map project

Settings ...

(71 Use a project template

Browse .

ak. ] [ Cancel

Select Create map project and click the OK button to continue.

4.1.3 Changing the Project Settings

When you create a new project it is created with the frame size, frame rate, and
map database you last used; initially these default to:
Frame size: PAL 768 x 576

Rate: 25 frames per second
Database: World Database.

To change the project settings

1. On the File menu, click Project Settings... .

- The Project Settings dialog box allows you to specify the frame size, frame
rate, and duration for the animation, in addition to several other more
advanced settings associated with the project:
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Project Settings @

Frame Size
HOTY = | wfidth 1320
| Fix Azpect Batio
Height 1020
2 bit 16 bit

For wideo projects choose a Square Pikel frame zize.
Images will be autamatically szaled to the comect YWideo frame size when renderning.

Time
Druration  00:00:02;00 Rate 25 » frames per second

@ Preserve animation timings
R etimne animations ta fit new project duration

Unitz @ Timecode o
Frames Timecode...
Painted Images
@ Save in the zame folder as the praject file [Recammended)

Save in central Painted Material folder, as zet in the Options... window

] ]l Cancel | _?l

2. Choose the settings as required and click the OK button to save the changes.
- The first time you create or open a project there is a short delay while the
map database you have selected is loaded. The Viz Curious Maps window
will then be displayed, initially showing a map layer containing the world in
a default globe projection, scaled to fit in the project area.

The following image shows the key features of the Viz Curious Maps window:
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Each component is described in greater detail in the following sections.

See Also
- Toolbar
« View Options
- Viewer

- User Interface Font
- Layers List

- Animation Controls
« Move/Pan Tool

- Path Tool

- Text tool

. Zoom Tool

- Map Rectangle Tool
- Browse Map Tool

- Browse Street/Shape Data Tool
- Ruler Tool

- Pick Color Tool

- Navigator

- Panels
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4.2 Toolbar

Deld sBBeX EEITO &5 S8 Rk © 0@ A0 F

The toolbar provides toolbar button equivalents to the most frequently used
menu commands.

The toolbar options, from right to left, are:

O = New, open, and save project
h #_ Cut, copy, paste and delete selection

H 3 e Refresh, load image, load movie, add map, and add
text layers.

M Auto animate

% Styles editor and project Settings
m:"v % Street data and import map data
7 Symbols

0 4} Render project and render preview

2 A 1% Movie player, Windows media player, video player and 3D
viewer.

4.3 View Options

Viz Curious Maps allows you to choose whether or not to display the Layers list,
Panels, Navigator, and Animation controls. You can also turn the Layers list,
panels, or Navigator into floating palettes, so you can position them where you
like on the screen. These options are particularly useful if you are working on a
screen with a resolution of less than 1280 x 1024 pixels.

To turn the Layers list, Panels, or Navigator into a floating palette

On the View menu, point to Layers, Panels, or Navigator as appropriate, and
then click Floating.

To hide the Layers list, Panels, or Navigator

On the View menu, point to Layers, Panels, or Navigator as appropriate, and
then click Hidden.

You can also hide a floating palette by clicking its close box.
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4.4

4.4.1

Viewer

Displays the currently selected frame of the animation. You can display Viewer
controls to allow you to scale or scroll the image displayed in the Viewer.

This section contains information on the following topics:

Keyboard shortcuts

Keyboard shortcuts

The following keyboard shortcuts can be used in the Viewer:

Pan: Hold down Space and drag with mouse.

Zoom In: Press Ctrl + Arrow Up, or hold down Alt + Space or Ctrl + Space and
click or drag with the mouse.

Zoom Out: Press Ctrl + Arrow Down, or hold down Shift + Space and click or
drag with the mouse.

Zoom 1:1: Press Ctrl + Enter.
Next Frame: Press Ctrl + Arrow Right.
Previous Frame: Press Ctrl + Arrow Left.

To show or hide Viewer controls

Click the Viewer controls button to the left of the Viewer.

The following Viewer controls are provided:

w) | | s e m]E :

Viewer Controls: Enables and disables the viewer controls bar and scroll bars.
RGB and Gray: Enables and disables the RGB values and grayscale value.
Scale: Scales the map according to the viewer.

Fit: Fits the map according to the viewer’s available space.

1:1: Fits the map according to the project’s frame size settings (i.e. the

defined aspect ratio).
To scale the image in the Viewer
- Edit the value in the scale box, or choose a predefined scale from the drop-

down menu.

To fit the image to the Viewer
Click the Fit button.

To restore the scale to 100%

Click the 1:1 button.
- The scale is also restored to 100% if you hide the Viewer controls.
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4.5 User Interface Font
Viz Curious Maps allows you to select the font used throughout the user interface.
You should only need to do this if you are using international characters, such as
accented characters, and they are not displayed correctly.
To change the user interface font
Options x|
Gieneral - Intemationalized User Interface Font
E_:ﬂap Lobels |Jze this option ta specify the font for those controls in the
uzer interface which can show international stings.
Shape Controls
LUT Settings File Tahams ) .
Prosies
=1 Keyboard
Shortcuts
Toal Modifiers
Template
—I-Map Data
Shared
DEM
Databaze
Locations
Attribution
Map Legend
M ap Projection
“irtual Earth
Diigital Globe
|t e it
1. On the View menu, click Options...
2. In the Display section select International Font
3. Select the font and size you want to use
4.6 Layers List

Each of the layers in the project is shown in the Layers list to the right of the
Viewer. For each layer this shows whether the layer is visible, the name of the
layer, an icon representing the composite mask options, and a thumbnail image
of the layer. For map and image/movie layers, a thumbnail image of the contents
of the layer is shown.

?’ Tulips.jpg

@ Map Layer

A selected layer is highlighted, and the panels, controls, and tools all operate on
the currently selected layer.

The order of the layers in the Layers list determines the order in which they are
composited in the Viewer.

The displayed names for layers are as follows:

Layer type: Name displayed
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Map: Map layer

Image/Movie: The filename of the image
Text: The text on the layer

Shape: Shape

For text, image, or shape layers a pin icon to the left of the name shows whether
the layer is pinned to the map layer below it.

For map layers, a lock icon is displayed if the layer is locked to another map layer
below it.

This section contains information about the following procedures:

To display the composite of all the layers
To display an individual layer

To hide or show a layer

To create a new layer

To select a layer

To rearrange the order of the layers
To cut or copy a layer

To paste a layer

To delete a layer

To duplicate a layer

To pin a layer to a map

To lock two map layers together

To rename a layer

To display the composite of all the layers

Dizplay: @ Compozite ) Single Layer

Select the Composite display option above the Layers list

This displays the result of compositing all the layers in the project, taking into
account the layer mask options for each layer.

To display an individual layer

Dizplay: (7 Compozite @ Single Layer

Select the Single Layer option above the Layers list
The Viewer then shows only the currently selected layer. This is convenient if you

want to work on a single layer without seeing the effect of other layers within the
project.
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In single-layer mode the Layers list shows an eye-dropper icon to indicate which
layer is used as the background layer, for operations such as onion skinning and
the merge brush:

Click the eye-dropper icon to change the background layer.

To hide or show a layer

Click the eye icon to the left of the layer name

To create a new layer
On the Layer menu, point to Add Layer, and then click the appropriate option
See the appropriate chapter Working with Maps, Adding Text to a Project, or

Working with Images and Movies, or Working with Shapes for information about
adding a map, text, image, or shape layer respectively.

To select a layer

Click the layer in the Layers list.

The currently selected layer is shown highlighted in the Layers list.

To rearrange the order of the layers

Drag the layer to the new position in the Layers list.

To cut or copy a layer

Either:
1. Select the layer.

2. On the Edit menu, click Cut or Copy, or click the Cut Selection or Copy
Selection button on the toolbar.

Or:
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The Burgundy Region Text
::__, ——

Ctrl+X

Cut Layer

Copy Layer L\} Ctrl+C
Paste Layer Ctrl+V
Paste Insert Layer

Delete Layer Del

Hidden
Duplicate Layer
Rename Layer...

Match Time Range to Movie...

Convert Fields...
Render Layer...

Render Layer Preview...
Render Mask...

Render Matte...
Conform Layer...
Conform Mask...
Export Painted Frames...

Export Painted Masks...

Right-click the layer and from the appearing context menu select Cut Layer or
Copy Layer.

To paste a layer
Either:
1. Select the layer.

2. On the Edit menu, click Paste or Paste Insert, or click the Paste button in the
toolbar.

Or:
Click the layer with the right mouse button, and click Paste Layer or Paste
Insert Layer on the pop-up menu.

- Paste Layer: Adds the layer to the top of the Layers list.
- Paste Insert Layer: Adds the layer above the currently selected layer.

To delete a layer

Either:
1. Select the layer.

2. On the Edit menu, click Delete Selection, or click the Delete Selection button in
the toolbar.
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Or:
Click the layer with the right mouse button, and click Delete Layer on the pop-
up menu.

To duplicate a layer

Hold down Ctrl and drag the layer you want to duplicate to the appropriate
position in the Layers list.

To pin a layer to a map

Click the pin icon to the left of the layer name.

The text or image will then move, and optionally scale, with the map layer below
it. To unpin the layer click the pin icon again.

To lock two map layers together

F ospa12
s jpg

The Burgundy Region
LT

Click the lock icon to the left of the layer in the Layers list.

Locking a map layer fixes it at the same size, scale, and projection as the base
map. This is useful for drawing selected regions of a map using a different style
sheet from the main map. For more information see the chapter Working with
Maps.

To rename a layer

Either:
1. Select the layer.

2. On the Layer menu, click Rename.

Or:
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Renarne layer

Map of Burgundy

[ )4 ] [ Cancel ]

Right-click the layer and from the appearing context menu click Rename
Layer.

- The above dialog box allows you to enter a new name for the layer.

3. Enter the name and click OK.

4.7
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Using the Content Manager

The Content Manager displays an entry for each layer in the project, showing the
image associated with the layer, the alpha channel, and the paint mask:

The Animation controls in the lower right corner of the Content Manager allow
you to select which frame is displayed.

To display the Content Manager

Either:
On the Tools menu, click Content Manager.

Or:
- Click the Content... button above the Layers list.

To copy content

You can copy any image, alpha channel, or mask within a layer or to another layer,
by dragging and dropping it within the Content Manager.

1. Select Current Frame to affect only the current movie frame, or Multiple
Frames to copy multiple frames.

2. Select the appropriate Destination option to determine how the dragged cell is
combined with the destination cell.

3. Drag the required cell and drop it onto the required destination cell:
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butterfly.jpg
butterflyjpg

Raster Image

280 x 210, B bit RGB

poppies.ipg
poppies jog

Raster Image

280 x 210, 8 bit RGB

clouds.jpg
clouds jpg

Raster Image

280 x 210, 8 bit RGB

If you selected Multiple Frames the Copy Content dialog box is displayed to allow
you to specify which frames to change.

4. Specify the range you want to change and click the OK button.
5. Click the Close button to close the Content Manager.

You can perform a range of useful functions within the Content Manager simply
by dragging a cell and dropping it onto another cell. The following sections
describe some typical operations:

To create a luminance mask

1. Set the Destination option to Replace.
2. Drag an Image cell and drop it onto a Mask cell.

To key an image using a mask
Drag a Mask cell onto the Alpha Channel cell for the image you want to key.

To create a composite

1. Set the Destination option to Composite.
2. Drag an Image cell and drop it onto another Image cell.

The image you dragged will be superimposed on the destination image, using the
dragged image’s alpha channel as a key.

4.8

Controlling Layer Compositing

By default, layers are simply composited one over the other using only their own
alpha channel to determine which parts are visible in the finished composite, and
which are not.

More sophisticated levels of compositing can be achieved using the blend mode,
opacity, and composite mask.
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To specify the compositing options

Each layer provides compositing options to allow you to specify how the layer is
combined with the other layers in the project, and its opacity.

% Compositing Options »
Blend Mode Mol

Opacity i 100% =

Llse Paint Pask as a

Obey Composite Mask

1. Select the layer in the Layers list, and click the Properties tab to display the
Properties panel for the layer.

2. Click the right arrow button to the left of the Compositing Options heading to
display the compositing options for the layer:

Blend Mode specifies how the layer is combined with the other layers, and can be
one of:

Normal, Add, Subtract, Difference, Multiply, Darken Only, Burn, Color Burn,
Screen, Lighten Only, Dodge, Color Dodge, Hue, Saturation, Value, Color, Overlay,
Soft Light, Hard Light, Pin Light, Exclusion, or Negation.

The Opacity determines the layer opacity, and can be animated.

Use Paint Mask as a Key (image layers only) and Obey Composite Mask are
equivalent to the same options in the Composite Mask dialog box; see below.

To specify the composite mask options

The composite mask allows you to make one layer appear to pass in front of some
parts of a layer below, but behind other parts.

For example, if you want to insert a character into a forest scene, you can make it
appear behind some trees, but in front of others.

The composite mask is generated layer by layer as a composite image is built up,
and can be used to protect parts of a layer from change by layers above in much
the same way as the paint mask is used to protect images from paint operations.

For each layer, you can specify:

Whether the layer’s paint mask is used as a key for the layer.

Whether the layer makes any changes to the composite mask which is passed
on for use by layers above.

Whether the layer obeys the composite mask (ie whether the composite mask
is used to protect the layers below from change by this layer).

You set options for each layer using the Composite Mask dialog box which is

displayed by clicking the mask icon to the right of the layer name in the Layers
list. This will then allow you to set the compositing options for the layer.
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To use the layer’s paint mask as a key

This provides a quick way of cutting out a feature in an image.

1. Use the paint tools to create the mask:

2. In the When Compositing this Layer section select Use the paint mask as a key.

The layer’s paint mask is added to the alpha channel, and used to key the image:

To specify whether the current layer obeys the composite mask

In the When Compositing this Layer section:
Select Obey the Composite Mask
To use the composite mask at least one layer should have this option selected.
This option is irrelevant for the lowest layer in the Layers list.
To specify whether the current layer affects the composite mask
In the After Compositing this Layer section:

Select Create new Composite mask to update the composite mask with the
new composite mask.

To use the composite mask at least one layer should have this option selected.
The default action is for the layer’s paint mask to replace the existing composite
mask, making those elements of the layer that are covered by the mask appear in
front of layers above that obey the mask.

Alternatively you can specify that the paint mask is combined with the composite
mask as described below.

This option is irrelevant for the highest layer in the Layers list.
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To specify how the current layer affects the composite mask

Click the right arrow button to the left of the Advanced Options to show the
advanced options.

Once a layer has been composited, you can use either its alpha channel or, in the
case of an image or movie layer, its paint mask to modify the composite mask.
You can also choose to invert the mask or alpha channel before use:

In the Use this layer’s... section:
Select Paint Mask or Alpha channel.

Select Inverted to invert the paint mask or alpha channel before using it.

The composite mask can also be affected in different ways. You can either replace
the existing composite mask, or combine the composite mask with the mask or
alpha channel of the current layer.

In the To... section:

- Select Replace the existing mask to create a new composite mask which is a
copy or inverted copy of the layer’s paint mask or alpha channel.
Select Add to the existing mask to add the layer’s paint mask to the existing
composite mask.
Select Intersect with the existing mask to create a new composite mask which
is an intersection of the existing mask and the layer’s paint mask or alpha
channel If you do not select Create new Compaosite mask, the existing mask is
left unchanged and may be used to protect the composite image from change
by any number of layers above.

To make an image go behind selected features in a scene

The following example illustrates one of the most powerful uses of layer
compositing to control how one image interacts with components of another
image. In this example we will use composite masks to make a butterfly go
behind the frontmost poppy in an image of several poppies.

In this example both the images have alpha channels, to allow a background
image to show through.

The first step is to create a mask defining the foreground image; in this case the
frontmost poppy:

This can be done using the mask extract tools on the Mask panel, followed by
painting on the mask using the brushes on the Brushes panel.

1. Load the butterfly image, and create a mask for the butterfly.
2. Position the butterfly layer above the poppies image.
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3. Load the clouds image, and move it to the bottom of the Layers list.

The composite image will reflect the order of the individual images in the Layers
list:

You can view the components of the project in the Content Manager:

butterfly.jpg
butterflyjpg

Rastar Image

280 x 210, 8 bit RGB

poppies.ipg
poppies jpg

Raster Image

280 x 210, 8 bit RGB

clouds.jpg
clouds jpg

Raster Image

280 x 210, 8 bil RGB

4. Click the mask icon, to the right of the layer name on the poppies image layer
in the Layers list, and select Create nhew Composite mask:

Composite Mask ]
‘when compositing this Layer

[ Use Paint mask as a key -
[ Obey Compasite mask
After compoziting this layer

Create new Compozite mask -

5. Likewise, click the mask icon for the butterfly layer and select Obey the Com-
posite Mask:
Composite Mask (=

‘when composziting this Layer
[ Use Paint mask az a key -
Obey Composite mask.

After compoziting this layer

[ Create new Composite mask -

The composite mask will be a copy of the mask on the poppies layer. This can
then be used to protect the frontmost poppy from change by layers above. Since
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the butterfly is composited obeying the composite mask, the effect is that the
area of the butterfly corresponding to the frontmost poppy is masked out, so the
butterfly appears to go behind the poppy:

The Composite Mask options can be animated, so a butterfly could be made to fly
behind the poppy in one part of the movie, and in front of the poppy in another
part of the movie.

4.9
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Animation Controls
LK} E][I] @[}] @.[]DD 00:00:00:75  Duration  00:00:02:00 (@ Timecode O Frames [ Range... | w@@
00:00:00:00 — = 00:00:01:24

The Animation controls aIIow you to select WhICh frame of the animation you are
working on in the Viewer, and preview the animation.

The following animation controls are availble:

Start, step back, play, step forward, and end

Show full frame, lower/odd and upper/even fields

Current time, duration, display formats (timecode or frames)
Slider range

Previous and next key

Time slider and last frame

You can hide the Animation controls to give more space for the Viewer when
working on a single frame of an animation.

This section contains information about the following procedures:

To show or hide the Animation controls
To specify the time display format

To move to a specific frame

To move to the next or previous key
To expand the slider scale

To show the whole project

To show or hide the Animation controls

Click the Animation controls [=#| button to the left of the Animation controls.
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To specify the time display format

Choose the format as follows:
- Timecode: Hour :Minute:Second:Frame
- Frames: Frame number.

To move to a specific frame

Either:
Edit the Current frame field.

Or:
Drag the time slider.

To move to the next or previous key

Click the Next key or Previous key button in the Animation controls.

A key is a frame in which one or more properties have been edited; for more
information see the chapter Controlling Animation.

To expand the slider scale

Frame Range ]

) wihale project
(%) Part of project

Start  00:00:00:00
End  00:00:01:24
Drabion  00:00:02:00

b atch Movie. .

l 1]8 [}J [ Cancel

1. Click the Slider Range button.

Either:
Select Part of project, and specify the Start time, and the End time or Duration,
of the section of the project you want to work on.

Or:
- Click the Match Movie... button to match the slider range and/or project
settings to the movie in the currently selected layer.

2. Click the OK button.
To show the whole project

1. Click the Slider Range button.
2. Select Whole project and click the OK button.
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See Also

Controlling Animation

4.10

30

Move/Pan Tool

Map layers: Allows you to drag the map layer.

Image, text, and shape layers: Allows you to move, resize, or rotate the image,
text, or drawing.

In a map layer clicking the right mouse button displays a pop-up menu that
allows you to add a country or region to the map, fit the map to a country or
region, center the map on a country or region, add a new label to the map, or
clear the selection:

Add to map J Bergen

Fit map to [ Hordaland
Center map on r MNorway
Mew Label...

Load Street Data...

Clear Selection

In an image/movie, text, or shape layer clicking the right mouse button displays a
pop-up menu:

Maowve here

Apply Track Data to Layer ...

This section contains information about the following procedures:

To resize an object

To rotate an image, text item, or drawing
To temporarily select the Zoom tool

To move the pin position

To resize an object

1. Drag one of the yellow handles at the corners or midpoints of the image or
text item.

- The image or text item is resized about the pin position specified in the
Transformation dialog box for the image or text layer.

2. To keep the aspect ratio fixed hold down Ctrl while resizing.
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To rotate an image, text item, or drawing

1. Point to the rotation handle, which is a yellow square to the right of the pin
position.

- The cursor changes to a rotation symbol.

2. Drag the handle to rotate the image, text item, or drawing about its pin posi-
tion.

To temporarily select the Zoom tool

Hold down Ctrl until the cursor changes to the Zoom cursor to zoom in, or
hold down Shift until the cursor changes to the Zoom cursor, and click to
zoom out.

To move the pin position
Hold down Shift + Ctrl and drag the mouse pointer.

See Also

Working with Maps
Working with Street Maps

4.11

Path Tool

Allows you to edit the animation path along which a map layer, image, text item,
or drawing will be animated.

To change the animation path
1. Point to a point on the animation path.
- The cursor changes to a triangle.

2. Drag the point with the mouse pointer.

To change the curvature of the animation path

Hold down Ctrl and drag from a point on the animation path to extend tangent
handles from that point.

To move the tangent handles independently

Hold down Ctrl and drag one tangent handle.

To move the tangent handles symmetrically

Drag one tangent handle.

See Also

Controlling Animation
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4.12  Text tool
Map layers: Allows you to move, resize, or rotate the label of a map detail.
Text layers: Allows you to edit the text in a text item, or resize the box.
Add to map J Cate-d'Or
Fit map to [ Bourgogne
Center map on r France
Mew Label...
Load Street Data...
Clear Selection
Right-clicking the layer displays a context menu that allows you to add a country
or region to the map, fit the map to a country or region, center the map on a
country or region, add a new label to the map, or clear the selection.
See Also
Working with Maps
4.13 Zoom Tool

32

B

Map layers: Allows you to change the scale of a map layer.

Add to map k Yonne

Fit map to 3 Bourgogne
Center map on L France
Mew Label...

Load Street Data...

Clear Selection

Right-clicking the layer displays a context menu that allows you to add a country
or region to the map, fit the map to a country or region, center the map on a
country or region, add a new label to the map, or clear the selection.

To zoom in

Either:
Click with the Zoom tool to zoom in by a factor of 2.
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Or:
Drag with the Zoom tool to select an area which will be zoomed to fill the map
rectangle.

To zoom out

Hold down Shift and click with the Zoom tool to zoom out by a factor of 2.

To temporarily select the Move/Pan tool

-Hold down Ctrl and drag the mouse pointer.

To move the pin position

Hold down Shift + Ctrl and drag the mouse pointer.

See Also

Working with Maps

4.14

Map Rectangle Tool
=]
Map layers: Allows you to move or resize the map rectangle.

Right-clicking a map layer displays a context menu that allows you to move the
center of the layer to the position of the mouse pointer:

Mowve here L}
Apply Track Data to Layer ...

Clear Selection

See Also

Move/Pan Tool

4.15

Browse Map Tool
®

Map layers: Allows you to display the names of countries and regions in the
map layer by pointing at them, and optionally add them to the Details list.
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Add to map v MNievre

Fit map to r Bourgogne
Center map on 2 France
Mew Label...

Load Street Data...

Clear Selection

Right-clicking the layer displays a context menu that allows you to add a country
or region to the map, fit the map to a country or region, center the map on a
country or region, add a new label to the map, or clear the selection.

See Also

Working with Maps

4.16

34

Browse Street/Shape Data Tool

g

Map layers: Allows you to display the names of features in imported data by
pointing at them, and optionally label them or add them to the Details list.

As you move this over the map the tool tip shows you the name of each imported
data feature.

Street Highlight

o -

S Harvard Blvd -
5 Harvard Blvd u
5 Hobart Blvd
S Habart Blvd
5 Kenmaore Ave
S Fingzley Dr

5 Maripoza Ave

5 Maormandie Ave 33 ’;; 3 > , 3 i

5 Mormandie Ave |
Yenice Blvd

W 1dth St
"W 1dth St
W 15th St
W Pico Bled

=/
Addwhole | [ Add Section | Show Direction

Left-clicking the map layer displays the Street Highlight tool for adding streets in
the area you clicked. You can add whole streets, sections of streets and show
direction.
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Right-clicking the map layer displays a context menu that allows you to filter the
data, add a new label to the map, add the feature to the Details list, or label the

feature:
Mew Lakel...
Filter 3 Freeways/Motorways
Add Venice Bhvd Primary Roads
Label Venice Bhvd Main Roads N
Secondary Roads
Clear Selection e

If you are labeling a street the label will be drawn aligned with the direction of the
street. You can use the Text tool to move or rotate the label as desired.

To add a section of a street

Click the Browse Street/Shape Data button

Left-click the map layer to display the Street Highlight tool

Select the street and click the Add section button

Left-click the street on the map to set start and end points for your section
- The street section will be added to the Details list

5. Close the Street Hightlight tool

AW N =

417 Ruler Tool
)

Map layers: Allows you to measure distances on maps, and displays other
useful information.

Image and movie layers: Allows you to measure distances on images and
movies.

To measure a distance

Drag from the start point to the end point of the distance to be measured.

- The display shows the location and height above sea level of the end point,
and the distance between points:
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Y

j

/
7
/

To specify the distance units

Add to map [
Fit map to r
Center map on 2

. Measure Distances in k Miles
Measure Height in [ Krn
New Label... |iMetoes
Load Street Data... s

Feet

Clear Selection |

Right-click the map, point to Measure Distances in or Measure Height in on
the contenxt menu, then click the appropriate wnits on the submenu.

4.18

36

Pick Color Tool

Displays a window showing the color of the layer, and composite project, under
the mouse pointer:

Layer: R: 79, G: 70, B: 32 A:100
Project: R: 79, G: 70, B: 32

Clicking the mouse pointer copies the current color to the palette.
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4.19

Navigator

(GF5] ‘v’iem;[ -]

Allows you to select which part of the map is displayed in the map rectangle. The
view drop-list contains all defined preset views and the possibility to add Custom
preset views.

See Also

Working with Maps

4.20

Panels

Allow you to control the characteristics of the object on the currently selected
layer. The following panels are provided.

This section contains information about the following topics:

Properties
Contents
Lighting
Layer Fx
Keybars

Properties

Shows settings affecting the entire layer including compositing options, transform
options, drop shadow, frame, and trail.

Contents

Shows information about the contents of the layer. On a map layer it allows you to
locate and select features from the map database or from imported street data, or
add shape overlays. On a text layer it allows you to add and edit text items. On a
shape layer it allows you to draw and edit shapes.

Lighting

Allows you to add lighting effects to a layer. For more information see the chapter
Lighting and Effects.
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Layer Fx

Allows you to add image effects to a layer. For more information see the chapter
Lighting and Effects.

Keybars
Allows you to control the animation of each feature of the currently selected layer

that can be animated. For more information see the chapter Controlling
Animation.

See Also
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5 Working with Maps

This section explains the options for creating and working with map layers. It
describes how to use the Properties panel to define the projection, with advice on
choosing the appropriate projection for specific applications.

It also explains how to use the Contents panel to select countries and places for
incorporation into the map, and control their appearance using the style settings.

This section contains information on the following topics:

Creating a Map Layer

Map Rectangle

Setting the Map Properties

Locating Features by Country or Region
Locating Features by Name

Adding Map Details

Adding Features to the Map Database
Locating Features in Street Data
Locating Features in Imported Data
Adding Shape Overlays to Map Layers
Adding Satellite Imagery

Adding Symbols

Defining the Style of Details

Setting the Properties for Details
Setting Map Features

Displaying Disputed Regions
Navigator

Measuring Distances on the Map

5.1 Creating a Map Layer

Most Viz Curious Maps projects will contain at least one map layer, containing the
regions, countries, and other details you want to feature in the animation.

You can include more than one map layer to show two areas of the world, or one
area at two different scales, in the same animation.

You can add a map layer when you create a hew project, or using the appropriate
option on the Layer menu.

The map layer will show the region detailed by the map database using the Globe
projection.

This section contains information on the following procedures:

To create a new project with a map layer
To add a map layer
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To insert a map layer between existing layers

To create a new project with a map layer

Viz Curious Maps - Welcome @

(71 Create emphy project
(71 Create paint project

@ Create map project

Settings ...

(71 Use a project template

Browse .

ak. ] [ Cancel

When you start Viz Curious Maps, or create a new project by clicking New on the
File menu, you can choose to include a map layer:

1. Select Create map project.
2. Choose the map database you want to use from the drop-down menu.
3. Click the OK button to create the project.

- The first time you load a new map database there will be a delay while the
data is loaded. All the map layers in one project use the same map
database.

- Earlier versions of Viz Curious Maps supported having access to databases
of the World, Europe, and USA, and a Combination database which
combines these into a single database. More recent versions of Viz Curious
Maps are only installed with the combination database; however, you can
change this under View > Options... > Map Data > Locations.

To add a map layer

On the Layer menu, point to Add Layer, and then click Map.
- The new layer will be added above the existing layers.

To insert a map layer between existing layers

1. Select the layer in the Layers list above or below which you want to add the
map layer.

2. On the Layer menu, point to Insert Above Selection or Insert Below Selection as
appropriate, and then click Map.
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5.2 Map Rectangle

The map is drawn in a rectangular window called the map rectangle. You can
change the size and position of the map rectangle to create inset maps in larger
animations.

To display the map rectangle

Select the Map Rectangle tool: Handles will be displayed on the edges of the
map rectangle.

To resize the map rectangle

Drag one of the handles.

To move the map rectangle

New!Sodth Wales

7

Drag anywhere within the map rectangle. The above example uses a second
map layer as an inset by resizing and moving the map rectangle to a corner of
the main map.
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5.3

5.3.1

42

Setting the Map Properties

Properties | Contents | Paint | Lighting || Layer Fx || Keybars

[> Compositing Options Projection Automation
> Transform Stle Sheet
&[] Drop Shadow [Biabe =] el ] Physical Selection |+
"y I
. irar.:le - Globe projection el
rail 5 Ato Animate
[ Locator
1= ] Map Legend

e (i et “irtual Earth Fade...

The options in the Properties panel allow you to specify the position and scale of
the map, choose the map projection, and specify the style sheet.

This section contains information on the following topics:

Compositing Options
Transform Options
Drop Shadow Options
Frame Options

Trail Options

Compositing Options

% Compositing Options
Blend Mode ’Nurmal -

Opacity —0 [ 100% 2

Blend Mode specifies how the layer is combined with the other layers, and can be
one of:

Normal, Add, Subtract, Difference, Multiply, Darken Only, Burn, Color Burn,
Screen, Lighten Only, Dodge, Color Dodge, Hue, Saturation, Value, Color, Overlay,
Soft Light, Hard Light, Pin Light, Exclusion, or Negation.

The Opacity determines the layer opacity, and can be animated.
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Transform Options

" Transform
Locked

Map Center
Rotations
Pin Position
Scale
Peosition

Size

Curved Paths

Set Using GPS

Long| 14316423 ) Lat | -31.88903 :::
Long 0~ Lat 0 :‘:

X 50% ¥ 50% |

Pihih

ED

Allows you to specify the position, scale, rotation, and origin numerically. The
following fields are provided:

Option Description

Locked When selected, this map layer is locked to the position and zoom
setting of the map layer below it; see To lock the map layer to
the map layer below it.

Map Center The longitude and latitude at the pin position, in degrees.

Revolutions The number of globe revolutions in each direction, to create an
animation that spins the globe.

Pin Position  The point, relative to the map rectangle, about which the map is
centered, where X=0%, Y=0% corresponds to the bottom left-
hand corner of the map rectangle.

Scale The zoom ratio, where 1.00 corresponds to showing the entire
globe.

Position The position of the center of the map rectangle, where X=0, Y=0
corresponds to the bottom left-hand corner of the project area.

Size The size of the map rectangle in pixels.

Curved When selected, moves the camera in a smooth curve between

Paths keys when panning the map.

Set Using Displays the GPS Position dialog box to allow you to center the

GPS map at a specific longitude and latitude; see To enter a GPS

location.

Longitude and latitude values can either be entered in decimal degrees, such as
20.175, or in degrees, minutes and seconds, such as 20d10m30s.

This section contains information on the following procedures:
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To lock the map layer to the map layer below it
To change the pin position

To lock the map layer to the map layer below it
Select Locked in the Transform options.
Locking a map layer fixes it at the same size, scale, and projection as the base

map. This is useful for drawing selected regions of a map using a different style
from the main map.

In the above example the upper map layer has all styles other than Selected
Region set to a Fill color of None, and no relief. The lower map layer has Relief
and Ocean Contours selected.

To change the pin position

The map is centered on the pin position, which is drawn as a ‘+’ symbol on the
map when you select one of the map manipulation tools. Initially, the pin position
is centered in the map rectangle, but you can change it to create an

off-center globe in the map rectangle.

Either:
1. Select the Move/Pan or Zoom tool.

2. Hold down Sc (PC) or SA (Mac) and drag in the Viewer.
Or:

Edit the Pin Position values in the Transform options.
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The above example was created using two map layers, each with a different pin

position.

5.3.3 Drop Shadow Options

Allows you to add a drop shadow which is cast by the map layer onto other layers.

The following parameters are provided:

Parameter Description

Offset The offset of the drop shadow, in pixels.

Opacity The opacity of the shadow. 0% gives no drop shadow.

Softness Blurs the drop shadow to smooth the edges. Values in the
range 0-5 are recommended.

Color The color of the drop shadow.

5.3.4 Frame Options

7 [ Drop Shadow
Offset
Opacity
Softness

Color

x [ 3002 v [ 3002

The following options allow you to define the frame:

Option Description

Fill Color The fill color, for areas outside the globe if the edges of the
globe are visible.

Border and The frame border color, and its shape: Rectangle or Circle.

Border Color
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Border Width The width of the frame border in pixels.

For example, the above inset map uses a circular frame with a white 5-pixel
border.

5.3.5 Trail Options

 Trail
Trail Width — 5.00 =
Trail Color .|
Trail [[}ﬁ v]
Trail Abowve [

Use Trail Width and Trail Color to define the width and color of the trail.

Choose Behind, Ahead, or Full from the Trail drop-down menu to leave a trail
behind, ahead of, or on both sides of the path.

Select Trail Above to display the trail above the layer.
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5.3.6 Locator

" Locator ]
Map [Imﬂge'bmp M ] 4
Locator Corner [Eu-ttc-m Left - ]

Locator Line Color

L]
Lecator Line Width 200 =
]

Locator Offzet

Locator Rectangular [

The map locator enables you to create a map that can be used to highlight the
location of your main map.

To create a locator map

1. From the main menu click Layer, and select Create Pre-rendered Map and then

Locator...

2. From the Export Locator Map dialog box you can name the file, set format,
image format/quality options, frame size and alpha options.

3. Click Render to render the locator image to disk
4. In the Locator options select the locator image from the Map drop-list
5. Set the parameters for the locator and save the map project

5.3.7 Map Legend

Map legend allows you to add a legend to the map, position and customize its
design.

Chapter 5: Working with Maps

47



48

V|| Map Legend -

Master Opacity A 1.00

Units l Krm/Metres - ‘

Position l Bottom Center

BG Offset Iig =

BG Color 1

BG Opacity i 0.50
Border Size lim =

Line Length 150 =

Master Opacity: Sets the opacity of the legend.

Units: Defines the legend’s units in kilometres/meters, miles/yards and miles/
feets.

Position: Defines the position of the legend. Available options are bottom and
top left, right and center.

BG Offset: Defines the offset of the legend’s background.
BG Color: Defines the legend’s background color.

BG Opacity: Defines the opacity of the legend’s background.
Border Size: Defines the legend‘s border size (in pixels).
Line Length: Defines the legend’s length (in pixels).

Line Thickness o 3.00 3
Line Color !
Type lLineUp v‘
Font | Avial -
B/I]s -
Text Color |
Default Text Edit Defaults | B
Units Title [km

Sub-units Title [metres =

Line Thickness: Defines the thickness of the legend’s line (in pixels).
Line Color: Defines the legend’s line color.

Type: Defines the type of line. Alternatives are line up/down, alternate filled
and open and staggered open/filled.

Font: Defines the font and the font parameters.
Text Color: Defines the color of the text.

Default text: Allows you to enable and define the default unit text (e.g. setting
Km to km, kilometres, kilometros etc.).

Units Title: Allows you to manually enter the units title text instead of using
the default text.

Sub-units Title: Same as for Units Title.

Chapter 5: Working with Maps



Sub-units Title [metes i
Title Alignment [Leﬂ: ,]

Halo Size B | 0=

Halo Color 1

Shadow On [

Shadow X Iw =Y Im -

Shadow Opacity " & IW =

Shadow Softness B lil = B
Shadow Color - -

Title Alignment: Aligns the unit titles. Available options are Left, Center and
Right.

Halo Size: Defines the size of the legend’s halo. Note that the halo only has an
affect on the legend itself and not the legend’s background (use shadow).

Halo Color: Defines the color of the legend’s halo.

Shadow On: Enables the legend’s shadow.

Shadow Position: Defines the (X and Y) position of the legend’s shadow.
Shadow Opacity: Defins the opacity of the legend’s shadow.

Shadow Softness: Defines the softness of the legend’s shadow. The higher the
softness the wider the shadow will spread.

Shadow Color: Defines the color of the legend’s shadow.

To create a map legend

1. Open the Properties panel
2. Enable the Map Legend and set the parameters
3. Save the map project
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5.3.8 Projection

Projection

I Globe hd I I Apply

Globe projection

Supportz Geotiff export

To choose the projection

Choose the projection from the drop-down menu.
Selecting a projection previews it in the window below the drop-down menu.
Click the Apply button to apply the projection to the map layer.

Which map projection you choose will depend on what you are using the map for,
the part of the globe displayed, and the type of animation.

In the majority of cases the Globe projection will be most suitable as it is ideal for
‘zooming in’ animations, and land shapes look familiar when in the middle of the
picture. Its chief disadvantages are that shapes get distorted near the horizon,
and only half the world can be seen at any one time.

The other projections are divided into four main groups:
- Cylindrical projections have shapes that look familiar for certain latitudes, but
will be much distorted at other parts.

Equal Area projections show the relative size of countries more accurately but
the shapes can look unusual.

The Conical projection is really only useful for maps of the Continental USA.

The Stereographic projections have familiar shapes at the center of the image,
but will be very distorted at the edges. They can be useful for combining with
satellite images.
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5.3.9 Automation

Autamation
Style Sheet

| Political -

Auto Animate
Apply Track Data

[ Mask... ] [E!ui-:k...]

[ Yirtual Earth Fade. .. ]

To change the style sheet

Choose a style sheet from the Style sheet drop-down menu.

To auto animate the map layer

g

Click the Auto Animate button:

See Also

Working with Styles
Automatically Animating a Layer

5.4 Locating Features by Country or Region

The Explorer tab on the Contents panel allows you to explore the map database
hierarchically, by country or region:

Eh’plorer|5earch Streets | Imported Data | Overlays

Find United Kingdom Find London E]
Ukraine H ﬁé Leeds, West Yorkshire H
United Arab Emirates ﬁﬁ Leicester, Leicester
= United Kingdom ¢ ’ )

England ﬁé Liverpool, Merseyside B
Northern Ireland § london Greaterlondon
Scotland = ﬁé Luten, Luton
Wales H ﬁﬁ Manchester, Greater Manchester
= 1 Inited States nf Amerira :
[Ll 1l | [L] ﬁé Middlesbrough, Middlesbrough H
[ ]Visible regions [ ] isible [Tl:uwns > 100k | Tl

The left list displays an alphabetical list of countries, and regions within each
country. The right list displays specified features within a selected country or
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region, or a message explaining how to narrow the search to find an item of
interest.

This section contains information on the following procedures:

To scroll to any country in the list

To list only countries visible in the current map view

To show/hide regions

To display a list of features contained in a country or region
To display the currently listed features on the map

To scroll directly to a feature

To scroll to any country in the list

Type the first few letters of its name in the Find box above the list.

To list only countries visible in the current map view

Select Visible regions.

To show/hide regions
Countries shown with a + to the left of their name in the list are divided into
regions.

Click the + to expand the list and show the regions.
Click the - to collapse the list and hide the regions.

To display a list of features contained in a country or region

1. Select the country or region in the left list.

2. Select the type of features you want to list from the drop-down menu below
the list.

By default Towns > 100k is selected, to show towns with a population greater
than 100,000, but you can select from a range of alternative options.

3. Select Visible to show only features visible in the current map view.

To display the currently listed features on the map

(%

1. Click the Locate Features button (see above).
- The currently selected features will be labeled on the map:
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2. Click a feature with the right mouse button (PC), or while holding down Ctrl
(Mac), point to Add to map on the pop-up menu, and click the feature:

Add to map 3 .
Fit map to r England
Center map on b United Kingdom
Mew Label... | London

Load Street Data...

Clear Selection

Select London
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To scroll directly to a feature

Explorer | Search | Streets | Imported Data | Overlays

Find Find Sno @

#| United Kingdom 2] |4 Slungie Hill, Scotland 4]
+ United States of America ﬂ Snaip Hill, Scotland
+ Uruguay '
) Uzhekistan ﬂ Snake Pass, England
¥ Vanuatu ﬂ Snowdon (¥r Wyddfa), United Kin...
+ Venezuela ﬂ Snowhope Hill, England
* :.?et.'m:nl P ',_: ﬂ South Lee, Scotland
4 v |1 South Top, Scotland

|-:|‘.-.-’isible regions . . [ wisible [Mnuntain ": [ﬂ

1. Select United Kingdom as the region.
2. Select Mountain and check the adjacent Visible check-box

3. Type the first few letters of a British mountain (e.g. Snowdon) in the Find box
above the list.

Note: Searching for features in any country by selecting The World may give too
many results. Try narrowing down the search by selecting a specific country or
region, or by checking one or both of the Visib/e check-boxes.

5.5
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Locating Features by Name

The Search tab in the Contents panel is used for searching the entire map
database for a feature, using a string or sub string typed in the Named text box.
Search results can be filtered by using the radio buttons and the drop down list.

Searching is instant (after the first three characters) and optimized according to
relevance; hence, if you search for Paris your result will show all places named
Paris, but if you search Paris TX you will get Paris, Lamar County which is in Texas,
USA.
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3.

Search map databaze for features;

Fiter: &l ) visible
Type: |l v:

M amed: paris tx

Interzection:

Source; (*) Databaze () web

Explorer Search | Streets | Imported Data | Overlays

gg Paris, Larnar County

iy )

Select All or Visible to search all of the features of specified type in the
database, or only those visible in the current map view.

Choose the type of feature you want to search for from the Type drop-down

menu.

Enter the text you want to search for in the Named field.

The text can include the wildcards ? or * to match any single character, or any
sequence of characters, respectively. For example, typing *erest will find all
features containing erest:

Explorer| Search | Streets

Search map databasze for features;

Filter: &l () Visible

Type: [AII -
M amed: *grest
|ntersection:

Source; (%) Database (J'wWeb

Imported Data | Cverlays

ﬁg Somerest Junction, Somerset Cou... ||

s Barrage de Villerest, France

1 [ Tasserest, Mali

= Ozero Verestovo, Russian Federat...

! Kerest', Russian Federation

e Berestova, Ukraine

"™ Kerest', Russian Federation

ﬂ Mount Everest (Qomelangma Feng]:v—j

iy ()

If you have street data (see Locating Features in Street Data) you can also search
for crossroads using AND or & (e.g. E Tudor RD AND Lake Otis Pky):
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Explorer Search | Streets | Imported Data | Overlays

J L _
5 F ETudorRd & Lake Otis Pky

? E Tudor Rd, Anchorage, Ak, Usa
ﬁ Lake Otis Pky, Anchorage, Ak, Usa

Search map databaze for features;

Fiter: &l ) visible
Type: |l -

M amed: Tudor AMD Lake Otis

Interzection:

Source; (*) Databaze () web

0

Search Parameters

Find All: When selected it displays all matching entries in the database.

Find Visible: When selected it only displays matching entries visible in the

current map.

Addr and Cross st.: Enables the user to search for specific addresses.

Type: Limits the result list according to the selected Type. For example region,

capitals, tourist attraction, and so on.

Named: Text box for entering search criteria. Can also use AND or & to search

for crossroads/intersections.

Intersection: Searches for an intersection of the street entered in the Named

field. This is an alternative to the search option described for the Named field.

Source: Searches a range of sources.

- Database: Searches the built-in database that comes with the Viz Curious
Maps installation.

- Web: Searches Yahoo for online point data.

To display the currently listed features

(%

Click the Locate Features button: The currently selected features will be
labeled on the map, and you can click on one to select it in the Search list.

Adding Map Details

The Details list on the Contents panel shows a list of all the details currently
selected for incorporation in the current project:
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Details Style Sheet

ﬁ Birmingham, West Midl... Place
ﬂ London, Greater London  Place
’Q England Selected Region
ﬁ United Kingdom Selected Region

[ ] 5cale labels with map E] E] [Dverride Style [+] ]

Each entry shows an icon representing the type of feature, the name of the
feature, and the name of the style applied to the feature. The icons are as follows:

Ilcon Description

2:‘2. Country
nu Region

r & Town
— Place
¥

o River

ﬂ Mountain

The Details list also includes any area or line shapes drawn on the map layer:

Icon Description

‘:} Area shape

ﬁ') Line shape

This section contains information on the following procedures:

To specify how labels scale with the map

To reorder the map details

To remove a map detail

To add a feature from the Explorer or Search panel to the Details list
To add a country or region from the map to the Details list
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To redraw the map to fit a feature
To center the map on a map detail

To specify how labels scale with the map

Select Scale labels with map below the Details list to cause the labels of map
details to remain the same proportion relative to the map’s scale.

- If you deselect this option the labels will remain fixed size irrespective of
the map scale.

To reorder the map details

Entries in the Details list are drawn on the map from the bottom of the list
upwards, and you can change the order to determine how features overlap.

Either:

1. Select the detail you want to move.
2. Click the arrow buttons to move it up or down in the list:

[

Or:
Drag the detail to the required position in the list:

Details Style Sheet

& Manchester, Greater Ma... Place

i Birmingharm, West Midl., %Iace
@E London, Greater London £

England Selected Region
ﬁ_ United Kingdorm Selected Region

[ ] 5cale labels with map E] E] [Dverride Stule [+] ]

Or:
Click the detail with the right mouse button (PC), or while holding down Ctrl
(Mac), and click the appropriate Ordering option on the context menu.

To remove a map detail

Either:
1. Select the detail you want to remove.

2. Press d (PC) or b (Mac).

Or:
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Click the detail with the right mouse button (PC), or while holding down Ctrl
(Mac), and click Remove on the context menu.

To add a feature from the Explorer or Search panel to the Details list

Either:
1. Select the feature in the Explorer or Search lists.

2. Click the Add Feature to Details button:

Or:
Click the detail with the right mouse button (PC), or while holding down Ctrl
(Mac), and choose Add to map from the context menu.

To add a country or region from the map to the Details list

1. Click the Browse Map tool:

2. As you move the pointer over the map, the name of each country and region is
displayed:

: 29X 1130190.2556, 5743873.7195
3 km from map centre.

3. Click the map with the right mouse button (PC), or while holding down Ctrl
(Mac), point to Add to map on the context menu, and click the feature you
want to add:
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Add to map [ Greater London

Fit map to r England
Center map on 2 United Kingdom
Mew Label...

Load Street Data...

Clear Selection

To redraw the map to fit a feature

Add to map
Fit map

Center map

Click the feature in the Explorer, Search panel, or Details list with the right
mouse button (PC), or while holding down Ctrl (Mac), and click Fit map on the
appearing context menu.

To center the map on a map detail

Click the feature in the Explorer, Search panel, or Details list with the right
mouse button (PC), or while holding down Ctrl (Mac), and click Center map on
the appearing context menu.

See Also

Working with Shapes

5.7
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Adding Features to the Map Database

Viz Curious Maps allows you to add user-defined features to the map database.
You can share user map details with other users; see the Sharing Databases
section.

This section contains information on the following procedures:

To define a new feature on the map
To define a new feature from the Explorer

To define a new feature on the map

You can define a new feature at a specified map position and add it to the map
database, associated with the country and region you clicked on.

1. Select any tool except the Path tool or the Map Rectangle tool.
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Add to map 3

Fit map to r
Center map on 2
Mew Label...

Load Street Data...

Clear Selection

2. Click the map where you want to add the feature with the right mouse button
(PC), or while holding down Ctrl (Mac), and click New Label... on the context

menu:.
- The following dialog box allows you to define the new feature:
Add New Label
Mare | |
Sityle |Place ™
Default Symbol Il

Labelled Symbal
Traffic Incdent
Traffic Accident |
Traffic Construction =)

[ ] ] [ Cancel ] _?'l

3. Enter a name for the feature, and specify the style.

4. Click the OK button to add the new feature to the user map details database
and Details list.

To define a new feature from the Explorer

You can define a new feature of any type and add it to the map database
associated with a specific county and region.

)

1. Click the New Feature button in the top right corner of the Explorer panel.
- The following dialog box allows you to define the new feature:
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Add New Feature

Long. 5560

Stile | 5eg
Unselected Land
Selected Reagion
Flace
Latitude Longitude
Lakes

Mame | London Eye|

Lat. 5250 |2 | Town > 100k

Region

Isle of Man

Jersey
Luxembourg
Metherlands
=~ United Kingdam

England

Morthern Ireland

Scotland

Wales

-

Find

Yizible regions

Once the place has been added you can uze the Text
Tool ko move the feature to the required location.

1] l [ Cancel ]

hd

2. Enter a name for the feature, and specify a category and style.

3. Enter the latitude and longitude, if you know them, or use the Text tool to
move the new feature to the correct position after you have defined it.

- The Region list is identical to the left list in the Explorer and you can use the

Find box to scroll to an entry, and the Visible regions checkbox to show only
regions visible in the image window.

4. Click the OK button to add the new feature.

- The feature will be added to the user map details database and to the
Details list.

See Also

Reusing Design Elements

5.8
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Locating Features in Street Data

The Streets tab on the Contents panel allows you to explore imported street data,
and add selected features to the Details list:
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| Explorer | Search| Streets |Imported Data| Qverlays|

Find Find Santa M
[=-Los Angeles, Ca, Usa T Santa Fe Ave M
= Strer:tsm T Santa Fe Ave
oTorways - .
Primary Roads F Santa Fe Springs Rd
Main Roads ] .
Secondary Roads T Santa Monica Bhed =
o :ﬁerfuads T Santa Susana Pass Rd
and Use
-1 and Lse R [i=] ? Santiago Rd (=]

[]Visible Data [ isible

It works in a similar way to the Explorer.

See Also

Working with Street Maps

5.9 Locating Features in Imported Data

The Imported Data tab on the Contents panel shows imported third-party map
data in the widely-used ESRI Shape File Format, and allows you to explore it by
data set, data layer, and subset:

Explorer | Search | Streets | Imported Data | Overlays

Find Fird
Qamaaus -
i States
ALASEA LSA
----- Borders ﬁ KA,

@) ARIZONA, USA

@2 ARKANSAS, USA

@) CALIFORNIA, USA

#2 COLORADO, USA

@4 CONMECTICUT, USA -

[ Wisible Data [ Wisible [ﬂ

It works in a similar way to the Explorer.

See Also
Working with ESRI Shape Files

5.10 Adding Shape Overlays to Map Layers

The Overlays tab on the Contents panel allows you to add shape overlays to the
map layer, either by drawing them, or by tracing map features:
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Explorer | Search | Streets | Imported Data | Overlays

E]F'Dlygcun

34| Mew Bezier | Add Satelite Image |
REE e [ Bird's Eye... ]
MHew Freehand

Mew Circle
Mew Ellipze
Mew Rectangle

See Also
Working with Shapes
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Adding Satellite Imagery

You can add geo-referenced satellite imagery to your base map. Other features
like street data will appear on top of it.

To add satellite imagery to the base map

Matural Earth Imagery El

s : Resolution is View Dependent -
DigitalGlobe ... (U5 Domestic) e onced OK. Does ...t support Overlays.

: 2592000 1296000 15 Meters/Pixel
AirPhoto USA 15m Mot Installed

Overlays

I 15m-BASE-M...apan-CMR.crmr - 17588 x 31841 11 Meters/Pixel

? 45cm-5endai-Japan-CMR.cmr 27646 x 36536 0.39 Meters/Pixels

ﬂ 45cm-5oma-Japan-CMR.cmr 18799 x 16245 040 Meters/Pixels

[
[> Colour Comection [ Rezet ][ Export ][ Impaort ]

Pathy  CoWWizrt Softwarehiz Curious Mapsh APAN-CMR2\45cm-Minamizama-J apan-CMB 45 Edi...

From the View menu select Options...

Select Locations and click Installed Imagery...

Click the + button and open the CMR files

Click the Fit images to selected map button and close the window
From the Styles menu select Styles Editor...

Select the Topography tab

v WN —
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7. Select your style sheet and set it to Natural Earth

- All satellite images will appear as part of your map; however, they will only

appear if you use style sheets based on Natural Earth.

8. Optional From the Contents tab select the Streets tab and load the street data

for your region to see how streets are overlayed.

See Also

Working with Images and Movies

5.12  Adding Symbols

1| Symbols [
FPage [Default v]
B B
e ¥
| | .
File tormade.png

Symbols can be added to map layers.
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To add symbols

1. Click the Symbols button on the toolbar, or click Symbols on the Tools menu.

2. In the Symbols dialog box select the symbol and click the Add to Layer button
or Drop Symbols button.

- All symbols are visible in the Details list.

To manage symbols

1. Click the Symbols button on the toolbar, or click Symbols on the Tools menu.
2. Add a page to categorize symbols
- Pages can also be renamed

Click the Replace... button to replace the symbol

. Add symbols to the page by clicking the + button

Delete symbols from the page by clicking the Delete button
Set properties by clicking the Properties button

- The Properties dialog box allows you to set the scale, fix the aspect ratio,
set default text, set preferred style name, add and set drop shadow
properties and set it to loop.

v bW
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Defining the Style of Details

The Style, Properties and Shape panels on the Contents panel allow you to define
the individual appearance of each of the map details and shape details you have
added to your project.

Each detail is initially drawn using the style defined in the Styles Editor for the
corresponding type of object. These include:

Sea, Unselected Land, Selected Region, Place, and Latitude/Longitude.
You can redefine these styles in the Styles Editor, to change the appearance of all
details of the corresponding type. You can also create your own named styles, and

apply these to specific details to draw them in a specific style.

Finally, you can override the style of any selected detail to modify its appearance
from that specified in the Styles Editor.

This section contains information on the following procedures and topics:
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To apply a predefined style to a detail

To redefine the style applied to a map detail
To override the style of a map detail

Color panel

Text panel

Strap panel

To apply a predefined style to a detail

1. Select the detail in the Details list.
2. Click the Style tab and choose the style name from the Style list:

Details Style Sheet [Polih’al v] Map Features

Syl | Froperties | Shape | Symbol|
Sea
Voss Unse... Land Unselected Land
Vaksdal Unse... Land -
. akes
Uhvik Unse... Land Rivers
Ullensvang Unse... Land Ice
Parkland
T)rs!wes Unse... Land Building
Sveio Unse... Land Default Area Shape
Sund Unse... Land -
[ Scale labels with map E] E] Overide Style [+] ...

To redefine the style applied to a map detail
1. Click the Style tab and select the style in the Style list.
2. Click the Edit... button

The Styles Editor will be displayed to allow you to edit the style. For more
information about using the Styles Editor see Working with styles, page 27.

To override the style of a map detail

1. Select the detail in the Details list.
2. Click the Override Style (+)... button.
The Settings dialog box will be displayed to allow you to override the style:

Settings =]
Overriding Style for: P
Dygarden J
Color | Text I Strap I T exture EE|

§ = iz with T opography
Fill =
|| . ‘
- 200 2l Line width in area style
Braeley ! Wil =iz only for imported data
Internal
Border ><
i Line “width Limits [Pixels]
Coastine DO\ 000 2] pa 500 2
Add to Style Sheet ..

- If the style has been overridden a + will be displayed after the style name in
the Details list.
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3. After overriding a style you can click the Add to Style Sheet... button to add
the new style to the current style sheet, so you can use it for other details.
- The following dialog box will be displayed to allow you to name the new
style:

Renarne MNew Style IEI

Highlight

[ 0K ] [ Cancel ]

The options are described in the following sections.:

Color panel
Text panel
Strap panel
Texture CC panel

Color panel

Color | Test | Swap | Testwe CC|

Hix with Topagraphy
Fil [ pography
1
- i 200 2 Line width in area style
Border J Width =iz anly for imported data

Internal
Border ><

Line “Width Limits [Pizelz]

Coastine D\ 000 2]  pa 500 2

Allows you to specify the fill, border and coastline colors for the object, the width
and line width limits, and an optional texture.

For more information see the Color Panel when Working with Styles.

Text panel

|COIor | Text |Strap |Texture CC|

20 = Extrazpacing noo =

Alignment Extraling spacing  0.00 =

Distance  4.00 = [T &l Caps

Drap Shadaw... On

Allows you to specify the color, font, size, style, alignment, and opacity of the
feature’s label. For point styles it also allows you to choose the marker which is
drawn at the location of the feature.

1. Select On to apply a default drop shadow.

2. Click the Drop Shadow... button to define the characteristics of the drop
shadow:
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Drop Shadow ]|
Shadow for
@ygarden Map Detail m T
On

w300
v 300

Opacity

Softness 2

coor [ 2]

For more information see Text Panel when Working with Styles.

Strap panel

Color | Test | Stap | Tewtue CC

Fi"ﬁ Margin 200 (2] Margin Height 0.00

Frame | Mone .v. Opacity
widh 200 2
Connector | Mone [ | - Cirop Shadow... ol

Widh 200 2] Gap 000 2]

Allows you to draw a marker at the label position, and a background (strap) for
the label with an optional frame and connector. You can also add a drop shadow
to the strap in the same way as for the label.

After defining a strap with a connector you can move the end of the pointer using
the Text tool.

For more information see Strap Panel when Working with Styles.

Texture CC panel

Tedue CC

[ Rezet ][ Expart ][ Irnpart ]
Brightness T [ 0002
Contrast U [ 0002
Gamma " IW =
Saturation % IW =
Tint Color -
Tint Amount [ ol

Allows you to color correct textures.

See Also

- Texture CC panel when Working with Styles
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Setting the Properties for Details

The Properties panel on the Contents panel allows you to change individual
properties of a detail not defined by its style:

Style | Properties | Shape | Symbal

Color Opacity

Text Opacity i

Label London <Primary> - &=

Scale 1.00 =

Label Rotation  0.00 = Image...

Fit Map Center Map | Auto Animate iu;

This allows you to specify the color and text opacity for the detail, and edit its
label.

If the label for the feature is outside the project area you can make it visible by
clicking the Make Label Visible button:

pel

Set the size and angle of the label using the Scale and Label Rotation fields.
Alternatively you can scale and rotate a label using the Text tool.

Click the Fit Map or Center Map buttons to fit or center the currently select
feature to the map.

Click the Auto Animate button to auto animate the feature.

To create multi-line detail labels
You can include a\ (backslash) character in the label for map details to split the
label onto two or more lines:

Propetties | Shape | Symbol

Color Opacity i

Texst Opacity i

Label United Arab'Emirates <L
Scale 1.00 =

Label Rotation  0.00 = Image...

Fit Map Center Map | Auto Animate iu;

This gives greater flexibility in labelling small features on the map:
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United Arab
Emirates

To select an alternative label
Some features provide alternative labels; e.g. Beijing (Peking).
- Select the alternative you want from the Label drop-down menu.

You can also add your own alternative names; these get saved in an alternate
names database so they are always available.

To specify the order of alternative place names

You can specify the order in which alternative place and region names are shown.
1. On the View menu, click Options....

2. In the Display section click Map Labels:

Options

Map Labels

Database
Locations
Attribution
tap Legend
Map Projection
Wirkual E arth
Digital Globe

. Alternate Label Display

ianal F Usze this option to choose the order in which altermative
rtemational Fant place and region names are presented.
Shape Controls S : :
LUT Settings File 13t Choice 2nd Choice 3rd Choice Ath Chaice
. Prosies [Standard v] [Alternate V] [User v] [Abbreviation V]
E- K_eyboard i
- Shorteuts 3 Street Data
i T ool Modifiers = 3
. Template Diraws streets with zquare ends
= Map Data Square ends for pre-connected data, round othenwise
‘v Shared
DEM L5 Street Addres Format: | <Mumbers . <MNames -

Sample: 1050, Main Street

Mote that changing the format does nat affect features
currently added to the map

The 1st Choice, 2nd Choice, and 3rd Choice drop-down menus can each be set to
one of the following options:

Option

Description
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Standard The standard name provided in the map database.

Alternate The alternate name provided in the map database.

Abbreviation The abbreviated version of the name in the map database.

User The user-defined alternate name defined on the Details Properties
panel. It will always use the last entered name.

Map details are listed in the Explorer and Search panel as: 1st Choice (2nd choice).
The 1st Choice is selected by default for new map details.

5.15
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Setting Map Features

The style sheet selected for a map layer specifies a number of general settings.
You can override these using the Map Features dialog box.

This section contains information on the following procedure and topics:

To display the Map Features dialog box

Global Map Data

Local Street Data

Scale roads/rail with map and Rivers Master Scale
Physical Feature Animation

To display the Map Features dialog box

Click the Map Features button in the top right corner of the map layer
Contents panel.

- This provides the following sections:

Global Map Data

Global kap Data

Lakes  |Mone -|
Rivers | Mane hd |
Foads | Maone h |
Opacity ;
Ral  [Nore -|
Opacity

Allows you to specify the following settings for the selected map layer:

Parameter Description
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Lakes, Rivers Allows you to specify which lakes and rivers are visible.

Roads Allows you to specify which roads are visible.

Rail Allows you to specify which railways are visible.

Local Street Data

Local Street Data

| Enable o | Draw land

Lakes  [Major Lakes -
Rivers |Wwide Rivers v|
Roads [ Al -
Dpacity ,
Ral  [Main v
Dpacity

Street Data...

Allows you to specify which lakes, rivers, roads, and railways are visible in street
data, and the opacity of roads and railways. The options are the same as for
Global Map Data opposite.

Enable allows you to choose whether or not street data is displayed in the map
layer.

The Street Data... button displays the Street Data Directory dialog box and is
equivalent to the Street Data... command on the Import menu.

For more information see Working with Street Maps.

Scale roads/rail with map and Rivers Master Scale

¥| Scale roads/rail with map: Scale Factor  1.00 == | Auta Fis..

Rivers Maszter Scale  1.00 ==/ | Auto Fis.

Determines how roads, railways, and rivers are scaled as the map is scaled.

The Scale Factor setting is used to scale all line features, such as road, rail, and
rivers. You can adjust the value to achieve particular effects; for example, reduce
it below 1.00 to make all line features thinner.

For line features, such as roads and rivers, a minimum and maximum line width is
specified in the Styles Editor dialog box Styles Color panel to ensure that the
features have an appropriate appearance at extreme zoom settings. However, it
can look unnatural if a line feature reaches its maximum width before you get to
the closest zoom point as you zoom in to a map.
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To solve this problem, choose the closest zoom setting in your animation and
click the appropriate Auto Fix... button. This will automatically set the

corresponding scale value to scale the maximum line width so it only reaches its
maximum width at the closest zoom point.

Physical Feature Animation

Phuzical Feature Animation
14 100%
Relief
Height :
Relief DER
Blend i

Ocean
Contour i
Opacity

Land Drop Shadow...

Allows you to animate the relief height, relief DEM blend, ocean contour opacity,
and land drop shadow.

Relief Height: Typically used to reduce the amount of relief at close zoom
settings, when full scale relief can appear distracting.

Relief DEM Blend: Imported DEM (Digital Elevation Model) relief data does not
always match up exactly with the built-in relief. As a result, seams may be
visible where they meet. This control allows you to hide imported relief data
until you are zoomed in far enough for the seams to fall outside the display
window. For more information about importing relief data see how To import

relief data.

Ocean Contour Opacity: Allows you to animate the intensity of ocean
contours.

Land Drop Shadow: Allows you to animate the land drop shadow over time.

5.16
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Displaying Disputed Regions

Viz Curious Maps allows you to choose how several disputed regions in the world

are displayed and assigned to the appropriate countries. Any changes made to
this setting apply to all projects.
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To change the assignment of disputed regions

Figure 1: Default (left) and divided (right) configuration

Disputed Regions

Region [Kashmit -

Canfiguration ’ Default V]

Current: Drefault

Pakistan

India

Disputed Regions

Region [Kashmit -

Configuration [Divided - l

Current: Default

Note: You cannot make any changes to the disputed regions if your project contains
map layers, so if necessary delete any map layers in your project.

1. On the View menu, click Options....

2. Click Map Data, then the Database option, then click the Disputed Regions...
button to display the Disputed Regions dialog box.

3. Choose the region you want to configure from the Region drop-down menu.
4. Choose one of the available configurations from the Configuration drop-down

menu.

- As you select a configuration the map shows how the regions will be

displayed.

5.17

Navigator

The Navigator allows you to select which part of the map is displayed in the image

area.

This section contains information on the following procedures:

To choose a view

To change the view

To define a preset view

To edit the name of a preset
To delete a preset

To enter a GPS location
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To choose a view

"-"'iEWIThe YWiorld j |
Drag across the Navigator to draw a rectangle enclosing the area of the world
you want to display.

=

Zoom |n |

Fit ta licensed areal oo Dut |

Wiew IThe World j

K
lg»
L

To change the view

1. Drag a corner of the rectangle to resize it.
2. Hold down Ctrl (PC) or Alt (Mac) and drag the rectangle to move it.

3. Move the scale control, to the right of the Navigator, to enlarge or reduce the
size of the rectangle.

To choose a preset view

|

JUnited States
' Arnerica

Middle East
S, Asia ovid

= Europe
= IInited Kingdam

| ™
EI ‘v’iewl j_l

Choose a preset view from the View context menu.
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To define a preset view

1. Define the view you want to save.
2. Click the ... button to the right of the Navigator View menu.
- The Presets dialog box will be displayed:

Presets
M America :l

S. America
Amencas
Africa

Azia

kiddle E azt
S, fszia
Europe

| rited Kinidnm

+!}(| Rename... |
eplace |

3. Click the + button.
- A new preset will be created with a default name, such as PresetO.

To edit the name of a preset

1. Select the preset in the Presets list.
2. Click the Rename... button.

To delete a preset

1. Select the preset in the Presets list.
2. Click the X button.

To enter a GPS location

GPS Poszition

Lerrat [ |n.nnunn =] Revs [0
Lat. [v] ID.EIEIEIEIEI _I? Fevs |0

Radius [395651 = [ifles =]

B azed on zcale at the map focus
Apply I Cloze |

1. Click the GPS button below the Navigator.

- The GPS Position dialog box (depicted above) will be displayed to allow you
to specify that the map should be centered at a particular longitude and
latitude.

ulul

2. Enter the longitude and latitude in the Long. and Lat. fields.
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- Longitude and latitude values can either be entered in decimal degrees,
such as 20.175, or in degrees, minutes and seconds, such as 20d10m30s.

3. Optionally enter the amount of the Earth’s surface you want to display in the
Radius field.
- For creating animations of a revolving globe you can optionally enter a
number of revolutions in the Revs fields.

5.18 Measuring Distances on the Map

The Ruler tool provides a convenient way of measuring distances on maps, and
displaying other information.

To measure a distance

K

1. Select the Ruler tool.
2. Drag from the start point to the end point of the distance to be measured.

- The display shows the location and height above sea level of the end point,
and the distance between points:
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To specify the distance units

Add to map 3
Fit map ko »
Center map an r

teasure Diztances in tiles
teasure Height in P Em

Mew Label.. %

[Load Street [Mata,.

Feet

Clear Selection

Click with the right mouse button (PC), or while holding Ctrl (Mac), point to
Measure Distances in or Measure Heights in on the context menu, then click
the appropriate units.
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6 Working with Styles

This section explains how to use the Viz Curious Maps style sheets to make it
easy to set up a series of house styles, and convert projects between house styles
with a single click. It also explains how style sheets help you establish consistency
across projects, or between designers.

This section contains information on the following topics:

How Style Sheets Work

Creating, Saving, and Loading Style Sheets
Styles Panel

Topography

Markers Panel

Textures Panel

Lighting Panel

Map Features Panel

Options Panel

Using Imported Relief Data

6.1
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How Style Sheets Work

A style sheet defines all the properties and design conventions used to draw a
map. Each map layer has a style sheet associated with it which determines its
appearance.

The style sheet defines:
The predefined styles, and any additional user-defined styles.

The markers used to identify map details.
The textures available for use as textures for regions.
One or more default lights for the map layer.

Additional properties of the map including land shadow, relief, and line
widths.

Once created, a finished project can be changed to a different set of design
conventions simply by loading in a different style sheet.
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e-growing regions
*France

For example, the above project was created using the default style sheet.

The project can then be instantly converted to a totally different house style
simply by loading in a different style sheet.

I'he main-wine-growing regions
Ol France.

o REINS p
Champagne-Atdenne)

Blejitrejrele

Hranece

o BoTdeaux

Aquitaine :
Languedoc-Roussilion
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For example, one style sheet could include texturing and lighting effects.
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For another project loading a style sheet could create a much simpler appearance
with flat lighting and thick line widths.

This section contains information on the following topic:

Multiple Style Sheets

6.1.1 Multiple Style Sheets

If your project includes more than one map layer you can apply a different style
sheet to each map layer. For example you might have one house style for the
main map in a project and another house style for an inset map.

See Also
How Style Sheets Work

6.2 Creating, Saving, and Loading Style Sheets

Styles Editor (=]
ill‘ule z:naet Styles | Topography | Markers I Textures I Lighting | Map Features I Options I Quick Styles|
onochrome =
Matural Earth Sea « | @ area Color | Tewt | Stap | Testure CC
Outline Unselected Land F e Four Col Wi with T h
Physical Selected Region ‘E‘ il our Colar ix with Topography
Physical Selection Place il Puint ! - | | | -Auto &
Political Latitude,Longitude O P E] =
PoliticalRelief Lakes Testure = @ [ Tie
Virtual Earth Rivers Producer u
Iee Awvailable for : =1 Li dth tyl
Freeways/Motorways Map Details B! !! Width 200 5 nlr?lj fv;Ir iméﬂrféﬁadiée ¢
Primary Roads o
s ny,l....:.. [7] Sort Styles IBn;ﬁngsl >< [7] Disputed Borders Dashed
Use for new map lavers e e Linie Width Limits [Piels]
nastling
Blae ®m e R
Allow overiding of styles

Styles are created and edited using the Styles Editor. You can leave the Styles
Editor open while you work with the project and any changes you make in the
Styles Editor are immediately reflected in the current map layer.
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This section contains information on the following procedures:

To display the styles editor

To create a new style sheet

To rename a style sheet

To delete a style sheet

To copy style sheets from another project
To export an individual style sheet

To import a style sheet

To display the styles editor

On the Styles menu, click Styles Editor... .
When you create a new map layer it initially uses the style sheet defined by the
default project template. If there is no project template the style sheet called

Political is used. For more information about creating a default project template
containing your own choice of styles see Reusing Design Elements.

You can create any number of new style sheets, and modify the styles in those
style sheets to establish the design conventions you want to use.

Style sheets are saved with the project, and you can import style sheets from
another project. You can also save individual style sheets in separate files.

To create a new style sheet

1. Select the style sheet you want to base the new style sheet on in the Style
Sheet list.

2. Click the + button.

To rename a style sheet

1. Select the style sheet you want to rename.
2. Click the Rename... button.

To delete a style sheet

1. Select the style sheet you want to delete.
2. Click the X button.

To copy style sheets from another project

1. On the Import menu, click From Project... .
2. Select the project file you want to import from.

- The following dialog box then allows you to specify the features of the
project you want to import:
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Project Import

Styles | Presets | Colors | Layers

Political
ShadedGlobe
BrightPolitical
CentreFocus
MNews1

MNews2

News3
NewsMNoRegionMames
PoliticalRelief
Physical
PhysicalLight
PhysicalSelection
LowMountains
HighMountains
Desert

m

[ load | |

Cancel

3. Click the Styles tab.

4. Select the style sheets you want to import from the project, using Shift to
select contiguous items, and Ctrl (PC) or Command (Mac) to select non-

contiguous items.

5. Click the Load button to proceed.

- The style sheets will be added to the list of style sheets, replacing any
existing style sheets of the same name where appropriate.

To export an individual style sheet
1. In the Styles Editor click the Export... button.

- You will be prompted to give the style sheet a name.

2. Enter a suitable name and click the Save button.

To import a style sheet

1. In the Styles Editor click the Import... button.

- An Open dialog box will be displayed to allow you to select a style sheet to

open.

2. Select the style sheet and click the Open button.

- The style sheet will be added to the list of style sheets in the project. If there
is already a style of the same name the style sheet will be renamed.
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6.3

6.3.1

Chapter 6: Working with Styles

Styles Panel

Styles | Topography I M arkers I Textures I Lighting I I ap Features | Optiors I Cuick Styles|

Sea « | @ Area Colar |Text I Shap | Texture El:l
Line Four Col Wi vtk T h
Selected Region = Fill our Calor 14 I opagraphy
= A

Place . BB | | . &
LatitudeLongitude Al i —
CAE | e @l B
Rivers
Iee &y ailable for 3 <1 Line width in area style is
EF?E'A'BYP:SMSUJF'J\'BYS Map Details Border - widh 200 [ anly far imported data

rimary Roads i .
i [T Sart Styles I|3notrec;2ras| >< [ Disputed Borders Dashed

+ Rename ... Line width Limits [Pisels]

Coastline >< - —
".ll Pin, 000 = Max, 000 =
Allow overriding of styles

The Styles panel allows you to edit the styles in the currently selected style sheet.
This section contains information on the following sections:

Predefined Styles
Color Panel
Text Panel
Strap Panel
Texture CC panel

Predefined Styles

Each style is identified by a name, such as Region, and specifies attributes such as
fill color, border color, coastline color, marker color, text color, text typeface, and
size. Applying a style to a map detail then sets its attributes to those defined by

the style.

Viz Curious Maps provides a set of predefined styles for each of the different
types of feature in the map database. These include: Sea, Unselected Land,
Selected Region, Place, Latitude/Longitude, and a number of default styles for use

with street data.
This section contains information on the following procedures:

To edit the attributes of a built-in or user-defined style
To create a new style

To edit the name of a style

To delete a style

To edit the attributes of a built-in or user-defined style

1. Select the style you want to edit in the Styles list.
- The attributes of the style are shown on the Color, Text, Strap and Texture
CC (color correction) panels:

2. Edit any attributes you want to change.
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All objects in the selected style will be updated to reflect the changes you have
made.

Each predefined style is of type Area, Line, or Point as appropriate, and this
determines the attributes displayed in the Color, Text, and Strap panels.

When you create a user-defined style you specify whether it is an Area, Line, or
Point style, and this determines which features you can apply it to.

To create a new style

1. Select the style you want to base the new style on in the Styles list.
2. Click the + button.
- A new style will be created with a default name; e.g. Stylel.

3. Select Area, Line, or Point to specify what the style applies to.

- This determines which options are available in the Color, Text, and Strap
panels.

4. Edit the attributes of the style as required.

To edit the name of a style

1. Select the style in the Styles list.
2. Click the Rename... button.

To delete a style

1. Select the style in the Styles list.
2. Click the X button.

6.3.2 Color Panel

The options available on the Color panel depend on the selected style.
This section contains information on the following topics and procedures:

Area styles

Line styles

To use a texture

To transform a texture
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Area styles

Calar | Text | Shiap | Texture CC|

Fil (| Fﬂﬁjj o

Border [J| wioh 200 2
Internal ><

Borders

Coastline ><

Disputed Borders D ashed
Line "width Limits [Pixelz]
Min,  0.00

Texrture E_ Desert - I£| @ @ Tile

Line width in area style is
only for imported data

Max 500 =

bdix with T opography

Provides some or all of the

following options:

Attribute Description
Fill The fill color for the object.
Four Color Cycles between four different colors for the fill color

so that adjacent regions can easily be distinguished.
The Auto button automatically sets the alternative fill
colors based on the current Fill color.

Mix with Topography

Moving the slider to the right adds a proportion of
the style color to land colored with topography.

Texture An optional texture for the object; see Using textures
below.

Border Specifies the border color.

Width Sets the line width for the borders of imported map

features.

Internal Borders

Displays the internal borders of the country in the
specified color.

Disputed Borders
Dashed

Displays disputed borders dashed.

Coastline

Specifies the coastline color.

Line Width Limits

Restricts the range of line widths when zooming.

Line styles

Provides the following options:

Attribute

Description

Inner color and Width

Color and width of the body of the line feature.

Outer color and Width

Color and total width of the edges of the line feature.

Line Width Limits

Restricts the range of line widths when zooming.
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To use a texture

To fill the area with a texture select an existing texture from the drop-down
menu, or use the + button to load a new texture from a file.

- Any image can be used as a texture, including images in Curious Multi-Res
format; this is ideal for using large files, such as satellite images, as
textures. For more information see Working with Images and Movies.

- The buttons to the right of the Texture drop-down menu can be used to
determine how the texture is displayed:

Button Name Description

Add Displays the Open dialog box to allow you to add a
Texture texture from a file.

@ Position Click to position the texture on the map. You can then
Texture move or scale the texture in the same way as for images.

E Position Allows you to move and scale the texture by specifying
Texture how two points on the texture should be aligned with the
(Arrows) map; see below.

El Tile Tile Specifies whether the texture

should be tiled.

To transform a texture

1. Click the Position Texture (Arrows) button.

2. Drag the circles to indicate which points on the texture you want to use as the
reference points.

3. Drag the arrow heads to indicate where those points should be positioned on
the map:

Fit World
Fit Layer

Apply transformation
Make Handles Visible

Fit to Sdo Paule
Fit to Brazil

Clear Selection

4. Click with the right mouse button (PC), or while holding down Ctrl (Mac), and
click Apply transformation on the context menu to transform the texture.
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5. Click the Position Texture (Arrows) button again to see the transformed

texture.

- The Make Handles Visible option on the pop-up menu is useful if the
handles are outside your current view.

See Also

Working with Images and Movies

6.3.3 Text Panel

|COIor | Text |Strap |Texture CC|

Text | [Arial—']
20 = Exbraspacing

Distance  4.00 = [T &l Caps

Drap Shadaw... On

Alignment Extraling spacing  0.00 =

noo =

The text panel provides the following options:

Attribute Description

Marker Point styles only: The image file used
for the point. Select an existing marker from the
drop-down menu, or click the+button to load a new
marker.

Text Specifies the text color, font, size, and style (bold,

italic) for labels.

Extra spacing

Varies the character spacing to compress or expand
the text.

Extra line spacing

Adds extra line spacing.

Alignment Specifies the position of the label relative to the
marker.

Distance Sets the distance.

All Caps All letters are writtin in upper case.
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On Adds a default drop shadow.

Drop Shadow... Displays the Drop Shadow dialog box to allow you to
define the characteristics of the drop shadow; see
opposite.

Drop Shadow

Drop Shadow =

Shadow for (L

Unselected Land Style

On

w300 =
vy 300 =
Opacity ;
Softness 2 =
Color - _?I
Provides the following options:
Attribute Description
On Turns the drop shadow on.
XY Defines the drop shadow displacement, in pixels.
Opacity Specifies the drop shadow opacity.
Softness Allows you to blur the drop shadow.
Color Specifies the drop shadow color.

6.3.4 Strap Panel

Color | Test | Stap | Tewtue CC

Maker [ [None |~ (4] Opachy
Fi"ﬁ Margin 200 25 Margin Height 0.00

Frame | Mane - Opacity
width 200 2
Connector | Mone - - Cirop Shadow... ol
Wwidth 200 = Gap 000 =

The Strap panel allows you to add a background, frame, and/or connector to the
label of a feature.

Provides the following options:

Attribute Description

Marker The image file used for the marker. Select an existing
marker from the drop-down list, or click the+button
to load a new marker.
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Opacity The opacity of the body of the strap.

Fill, Margin, Margin The fill color, margin and margin height of the strap.

Height

Frame The type, color, width, and opacity of the frame of
the strap.

Connector The type, color, width and gap (to the marker) of the
connector.

Drop Shadow Adds a drop shadow to the strap.

After defining a strap you can move the end of the pointer with the Text tool.
The following illustrations below show some examples of straps:

Figure 2: Fill white and frame black, connector set to pointed border, and marker to image.

6.3.5 Texture CC panel
Testure CC

[ Rezet “ Export ][ |mport ]
Brightness ’ o IW =
Contrast : ") IW =
Gamma : " 000 =
Saturation : 1 IW =
Tint Color -
Tint Amount & W =

Allows you to color correct textures.

See Also

Texture CC panel when Working with Maps
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Topography

Styles | Topography | M arkers I Testures I Lighting I Map Features | Ophions I Quick Styles|

|:||_Hi:i8f Shading Shading | Felief Color I I atural Earth | M atural Sea I Ocean Contours|
At
@ Land Styles Scale  B00 2
() Relief Colar
() Natural Earth Light Direction b amimunm D etail
= P Highlight Size Thiz zetting ties to masimize visible
CEE'”S o i detail when zoomed in very close. 1t
atural Sea FallR ; may cause noticable artifacts,
] (Shallow Reefs] Highlight Brightness
(7] Contours d [7] Disable Imported DEM
2
o

The Topography panel allows you to add relief shading to give a three-

dimensional appearance to the map, and color the land and/or sea using natural
colors.

To specify the topography

1. Select Relief Shading to apply relief shading to the land.

2. Inthe Land section select Land Styles, Relief Color, or Natural Earth to specify
how the land should be colored.

If Relief Color or Natural Earth is selected, you can blend in a proportion of

the land style color using the Mix with Topography slider on the Styles Color
panel.

3. In the Oceans section select Natural Sea and/or Contours to specify how the
sea should be colored.

The options are illustrated in the following examples:
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Figure 3: Land Styles, no Relief Shading and Relief Shading

Utah Utah
Nevada Nevada
California California

Arizona Arizona

Figure 4: Relief Color and Ocean Contours, and Natural Earth and Natural Sea

L5 q"

" Nevada' R Nevada
Cah o — Caln‘ornl_?

The following sections give more information about each of these options:

Shading Panel

Relief Color Panel
Natural Earth Panel
Natural Sea Panel
Ocean Contours Panel

6.4.1 Shading Panel

Shading | Relief Color I I atural E arth | Matural Sea I Oecean Contours

[
Scale 5.00 =
Light Direction b airnunn D etail
Highlight Size Thig zetting tries to maximize visible
. " detail when zoomed in very cloze, |t
Highlight Brightness may cause noticable artifacts.

e [] Disable Imparted DEM

The Shading panel allows you to define the scale of the relief effect and the light

direction for the relief:
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6.4.2
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Figure 5: With and without maximum detail
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Maximum Detail relief rendering is selected by default, and gives improved
sharpness and detail, especially when zoomed in very close. However, in some
situations the Maximum Detail option can produce images with a noticeable grid
pattern, in which case you may prefer to deselect it.

The Highlight Size and Highlight Brightness settings allow you to control the
appearance of the relief texturing on your maps.

The following illustrations give examples of the effect of each setting:

Figure 6: Minimum highlight size, normal settings, and maximum highlight brightness

The Disable Imported DEM checkbox allows you to choose whether to use any
DEM Relief data you have loaded in place of the built-in relief data.

Relief Color Panel

Shading | Felief Color | M atural E arth | Matural Sea | Ocean Contours
Scale: 8000

I
0

The Relief Color panel allows you to define the colors used for different terrain

=)
heights:

Bl B EEp

Click the appropriate Scale button to change the color gradient scale to show
heights from 0 to 8000m, 0 to 800m, or 0 to 80m.
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To adjust the terrain height corresponding to a color, drag the dividing line next
to the color square.

To change a color, click on the corresponding color square and a color chooser
will be displayed. To add or remove colors, click on the color gradient with the
right mouse button (PC), or while holding down Ctrl (Mac), and click Add Point or
Delete Point on the context menu:

Add Point
Delete Point

Load Gradient

Save Gradient

You can save a gradient, or load a gradient saved on a previous occasion, using
the Save Gradient and Load Gradient options on the color gradient context menu.

6.4.3 Natural Earth Panel

The Natural Earth panel allows you to control natural earth land coloring, which
shows the Earth with natural coloring determined from high resolution satellite
imagery; for example, deserts are colored yellow, forests green, and ice caps

white:
Shading I Rielief Color | Matural Earth | Matural Sea I Ocean Contours|
D atabase
[NASA Blue Marble ~|
Use M atural Earth when zoomed out

Adjust Tint

Brightness 100 = Colr |
AmoLint |

Contrast =
Gamma .00 =
Saturation 100 = Iristalled Imageny...

The Database option allows you to select different types of natural earth
databases.

The Brightness, Contrast, Gamma, and Saturation controls allow you to adjust the
appearance of the natural earth coloring. Tint Color and Tint Opacity allow you to
add a tint, such as to simulate sunset coloring.

A Natural Earth style sheet is provided with natural earth and natural sea styles
already set up.

Note: Natural Earth is an optional feature of Viz Curious Maps requiring a separate
license; ask your local Vizrt representative for more details.
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6.4.4

Natural Sea Panel

| Shadingl Fielief Color I M atural Earthl Matural Sea | Ocean Eontours|

Databaze
| NASA Blue Marble -]
Adjust Tink
Brightness 100 (= Colr  HNE|
Amovint &
Cantrast o =
Opacity
e 10 N
50
i o =
Saturation = 0 100

The Database option allows you to select different types of natural sea databases.

The Natural Sea panel allows you to control the appearance of the sea when
colored with the Natural Sea option, which uses satellite imagery of shallow seas
and reefs.

6.4.5 Ocean Contours Panel
| Shadingl Relief Calar I I atural E arth | M atural Sea| Dean Conours
1 [ —
. 1228
-3999 Opacity (
-5999
-7999
L -9999
The Ocean Contours panel allows you to define the ocean depths corresponding
to each color.
The left ramp works in exactly the same way as the Relief Color ramp. The right
scale shows how the color ramp will be applied to the ocean depth steps.
See Also
Setting Map Features
6.5 Markers Panel
The Text panel allows you to choose a marker to identify each point feature, and
the Strap panel allows you to choose a marker to be drawn alongside the label.
The Markers panel allows you to display and edit the available markers, and
specify the scale and position of each marker.
96
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Styles | Topography | Markers | Textures I Lighting I tap Features | Ophons I Cuick Styles

Capital <1M
Capital <100K

Scale

-
E w100 Wwidty  11.00
Capital <10K
Place >1M
Place <1M
Place < 100K
Place <10K
Mountain

v 1.00

AR ()
AR ()

Height 11.00

[ Fixt aspect ratio

<l (]
File  C:%Program Files [#86]%Curious SoftwarehCunious
2|

To load an image for use as a marker

Click the + button and select the image file you want to load.

To edit the name of a marker

1. Select the marker in the Markers list.
2. Click the Rename... button.

To delete or replace a marker

1. Select the marker in the Markers list.
2. Click the X or Replace... button.

To edit a marker

1. Select the marker in the Markers list.

- The marker is displayed in the preview window to the right of the Markers
list.

2. Specify the scale by editing the X, Y, Width, and Height fields, as required.
3. Select Fix aspect ratio to keep the aspect ratio fixed.

4. Click the + button and click on the preview window to set the origin for the
marker.

6.6 Textures Panel

The Color panel allows you to choose a texture to color an area feature.
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| Styles I Topography I Markers| Textures | Lightingl tap Features | Dplionsl Cuick Styles

Desert - Line Stamping Options
Spacing 200 =
Scale 100 =
4 Animation Speed 0% =
Stamp End Only  [7]
Follow Path
e ; [=)($]
_?I File  C:\JsersPublich\PicturestSample PicturestDeser

The Textures panel allows you to display and edit the available textures.

To load an image for use as a texture

Click the + button and select the image file you want to load.

To edit the name of a texture

1. Select the texture in the Textures list.
2. Click the Rename... button.

To delete or replace a texture

1. Select the texture in the Textures list.
2. Click the X or Replace... button.

To display a texture

Select the texture in the Textures list.

- The texture is displayed in the preview window to the right of the Textures

list.

6.7
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Lighting Panel

Every style sheet can contain one or more lights, called style lights, which are
used in addition to any lights you have added directly to an individual map layer.
Since the lights are in the style sheet itself they will be applied to any map layer

using the style sheet.

The Lighting panel allows you to define style lights, and specify their
characteristics:

Chapter 6: Working with Styles



| Styles I Topography I Markers I Te:-:tures| Lighting | tap Features | Dplionsl Cuick Styles|
Light

Type | Highlight -
il re (R Scale with map ¥ 283.00

smbisnt Level Calor width 10000

» Al[H][4]»

4

Brightness Height 100,00 =

fngle 0.00 =
2

You can use the Light tool on the Lighting panel to edit style lights in exactly the
same way as lights within the layer.

See Also

- Lighting and Effects

6.8 Map Features Panel

| Styles I Topaography I Markers I Te:-:turesl Lighting| Map Features |Dptions| Cluick Styles

Global Map Data Local Street Data
[¥]Enable  [¥] Draw land
[¥] Scale roads/rail with map: Scale Facter  1.00 = ?l

The Map Features panel allows you to define the map and street data to be
included in the map layer, and the scaling of road and rail features.

You can override these for a particular map layer using the Map Features dialog
box; see the Setting Map Features section.

Global Map Data

Allows you to specify which lakes, rivers, roads, and rail features are displayed by
choosing the appropriate option from the corresponding drop-down menu.

Local Street Data

Allows you to specify which lakes, rivers, roads, and rail features are displayed in
street data by choosing the appropriate options from the corresponding drop-
down menu.

The Enable option allows you to specify whether or not street data will be
displayed in the map layer.
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The Street Data... button displays the Street Data Directory dialog box, and is
equivalent to choosing Street Data... from the Import menu.

For more information about working with street data see the Working with Street
Maps section.

Scale roads/rail with map
Determines how roads and railways are scaled as the map is scaled.
The Scale Factor setting is used to scale all line features, such as road, rail, and

rivers. You can adjust the value to achieve particular effects; for example, reduce
it below 1.00 to make all line features thinner.

6.9
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Options Panel

| Styles I Topography I M arkers I Te:-:turesl Lightingl Map Featuresl Options | Quick Styles

Land Drop Shadow Barder Wwidths River widths Lat/Long Settingz
7 On Country o = M aster Scale 100 = Draw lines on land az well as sea
Aem el Foi i = Somaller Riivers i = Prune longitude lines at poles
L egion ] = g - . . A e —
S| lakezwide rivers d Scale Langitude line spacing | 10 degrees —
Sl narrow rivers SubRegion 060 = Max Width [Pixelz) 200 = Latitude line spaging | 10 degress -
Settings. ..
nso0 = ——————————————
Loast z Customize Spacings...
Line color and width may be set by editing the
"Latitude/Longitude" style.
2
o

The Options panel allows you to control the land drop shadow, line widths, and
the appearance of latitude and longitude lines.

Drop Shadow EH

Land Shadow for
Political Style Sheet
On |V

w300

Alw ][>

v 300

Opacity

Softness 2
Calor ! _?I

- Land Drop Shadow: Allows you to specify whether land is displayed with a
drop shadow, and whether a drop shadow is also displayed for lakes/wide
rivers and/or narrow rivers. Click the Settings... button to define the shadow.

- Border Widths: Allows you to specify the line widths for country, region, sub
region, and coast outlines.

- River Widths: Allows you to control the width of lines used to draw rivers that
are not wide enough to be drawn as area shapes.

- Master Scale affects the width of all rivers drawn as lines.

- Smaller Rivers Scale affects the width of rivers which are classified as minor
rivers.
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- Max Width (Pixels) determines the maximum line width at which rivers will
be drawn. This is useful if you wish to prevent rivers being drawn as very
thick lines as a map zooms in.

Lat/Long Settings: Allows you to control the appearance of the latitude and

longitude lines, drawn in the Latitude/Longitude style.

- To draw lines on both land and sea, select Draw lines on land as well as sea.
If unchecked, the lines are drawn on the sea only.

- To prevent longitude lines from drawing at the poles, where they are very
close together and eventually meet, select Prune longitude lines at poles.

Customize Lat/Long Spacings =]
Spacing
@ Set Lat/Long Spacing
Set Mumber of Lat/Long Divisions

Longitude [«]  5.00 =

Latitude [y) 500 =
Origin

Longitude () 0.00

A ([ [f [ ]|

Latitude [y 0.00
2|

- To alter the spacing of the longitude and latitude lines, choose an option
from the appropriate line spacing pop-up menu, or choose Custom and
click the Customize Spacings... button to specify the spacing or number of
divisions and origin explicitly:

- The color and width of the lines can be changed by choosing the Latitude/
Longitude style on the Styles panel.

6.10

Using Imported Relief Data

Viz Curious Maps allows you to import additional detailed relief data. A wide
range of data is available directly from Vizrt and from third parties. Supported file
formats include:

CDM (Curious DEM) from Vizrt.

Some types of DEM and SDTS from USGS, who provide data for most of the US
and a number of other areas of the world.

Some BIL images from Global Terrain.
Some types of SRTM and DTED format data.

Please contact your local Vizrt representative for a full list of supported file
formats and data products.

This section contains information on the following procedures:

To import CDM relief data

To import relief data

To obtain DEM data

To undo DEM imports

To use multiple DEM databases
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To import CDM relief data

1. On the Import menu, select Curious CDM DEM Data ... .

2. Choose where the data is to be installed and click the Copy New Data...
button.

For each set of CDM data you want to use you need to add a licence in the usual
way. To show a list of the CDM data you have installed, and its license status, click
the Check existing data for bad files or licences button.

To import relief data

1. On the Import menu, click DEM Digital Elevation Model... .
- The Import Digital Elevation Model dialog box is displayed

This shows the contents of the relief database, and allows you to add new files to
the database.

The Import DEM... button allows you to import DEM files from external sources.

You can undo the most recent imports using the Undo Imports button, or fit the
map to the selected imports using the Fit Map To Imports button.

Because imported DEM data will not always match exactly with the data provided
as standard with Viz Curious Maps, seams will sometimes be visible at the edges
of imported data. To avoid this, you can animate the amount of imported relief to
be used, so that the imported relief is only visible when zoomed in enough that
no such edges are visible, using the Imported Relief Blend control in the Map
Features dialog box; for more information see the Setting Map Features section.

To obtain DEM data

Because DEM data for the whole world would occupy literally thousands of
gigabytes, the data usually comes in tiles. You will often need to obtain several
such tiles to cover the area you require.

For information about obtaining DEM data contact your local Vizrt representative.

To undo DEM imports

Because of the sheer amount of data involved with DEM files, and the unfortunate
fact that DEM tiles need not actually have straight sides, providing a facility for
undoing imports requires significant amounts of disk space.

Viz Curious Maps allows you to choose how much disk space to be allocated for
undo information in the Options dialog box. You can only undo the most recent
imports from the bottom of the import list, and it may not even be possible to
undo these if there was insufficient disk space to hold the required undo
information.

To use multiple DEM databases

You can change the directory that Viz Curious Maps uses to store DEMs in the
Options dialog box. Using several different directories allows you to have multiple
DEM databases, each of which holds detailed relief data for a particular area. This
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can be useful if you need high-resolution relief data for a particular project, but
do not want to keep using that imported data in your normal day-to-day work.
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Reusing Design Elements

This section explains how you can easily reuse styles, layers, and colors which you
have created in earlier projects. It also describes recommended techniques for
setting up and sharing style sheets, templates, and projects between users.

This section contains information on the following topics:

Introduction

Importing from a Project
Reusing Style Sheets
Using Templates
Reusing Design Elements
Using Color Palettes
Sharing Databases

7.1

Introduction

From the outset Viz Curious Maps has been designed to allow you to separate the
design of the appearance and house style of your map animations from the
creation of the individual maps themselves:

You can import styles, presets, color palettes, or layers from another project,
to allow you to use them in a new project.

Style sheets record all the essential information describing how a map should
look, and can be reused in different projects.

Templates allow you to set up blank projects containing selected styles,
layers, and settings ready to be used for the creation of new projects.

User map details and alternate names databases allow you to standardize
alternative spellings for place names and user added places.

Each of these features is a powerful tool for standardizing maps developed by a
group of users, and they can be shared between users by saving them into a
directory accessible by all users and machines.

7.2
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Importing from a Project
The Project Import dialog box allows you to import styles, presets, colors or layers

from another project.

To import from a project

1. On the Import menu, click From Project... .
- The Open dialog box allows you to select another project to import from:
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E Open
Lockin: |, Styles

T Mame

-

< J5 R

Date modified

Type

ke i AllStyles.cmp

10,04.2011 16:33

CMP File

Recent Places
Desktop

Libraries

LY

Computer

I

File name:

Files of type:

AllStyles cmp

[ijed (".cmp;~.cap)

2. Select the project you want to use and click the Open button.
- The Project Import dialog box shows the reusable features in the project,

and allows you to select which features you want to import:

Project Import

Styles | F'lesetsl Colors I La_l,.lers|

Political
ShadedGlobe
BrightPolitical
CentreFocus
Mews1
Mews2
Mews3
MewsMoR.egionNames
PoliticalRelief
Physical
PhysicalLight

.

m

PhysicalSelection
LowMountains

HighMountains
Desert

[ Load

][ Cancel ]

3. Click the Styles, Presets, Colors, or Layers tab as appropriate and select the
features you want to import.

4. Hold down Shift to select multiple contiguous items, and Ctrl (PC) or

Command (Mac) to select multiple non-contiguous items.
5. Click the Load button to import the specified features into the current project.
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7.3 Reusing Style Sheets
Careful design of the styles you wish to use can greatly increase the speed at
which high-quality maps can be created by a group of users. Users just need to
select the correct style, and they can then create maps without having to be
concerned with the design or appearance.
A number of sample style sheets for use with Viz Curious Maps are included the
software. You can import these as described below.
To share a style sheet between projects and other users
Once you have designed a style sheet that you would like to use in other projects,
or make available to other users, you can save it to disk as follows:
Styles Editor
Style Sheet
Monochrome
Matural Earth
Cutline
Physical
Physical Selection
PoliticalRelief
Virtual Earth
| Use for new map layers
\EI\E Rename ... _?l
[Export...] |Import...| | Link... |
Click the Export... button in the Styles Editor dialog box to save a copy of the
style sheet in a shared directory.
Note: Each user can then import styles from the style sheet file using Import... in the
Styles Editor.
7.4 Using Templates
When you create a new project you can choose to base it on a project template
which defines the default styles, style sheets, color palettes, and predefined layers
and settings to be included. You can save any project as a template file and then
use it as the basis for new projects.
If you create a new project without selecting a template, a default project
template is used. A simple default project template is supplied and automatically
used by Viz Curious Maps, but you can create a new default template of your own,
containing all the settings you want to use on a regular basis.
This section contains information on the following procedures:
To create a project template
To specify a template as the starting point for a project
To set the default project template
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To share project templates

To create a project template

1. Create a new blank project.

2. Define or import all the styles, color palettes, Navigator presets, and layers

you would like to have in the template.
3. On the File menu, click Save As... .

K save As

Save in:

L
=5

) Projects

MName

- 0‘ 1]' -3 Ev
Date modified

Mo iterns match your search,

Recent Places

Desktop
u=nll
Libraries

LS

—_

Computer

Metwork

(el

Type

2

File name: ap Temp

-

Save

Save as type: Iijed Template (" tpl)

*)

I Cancel I

4.
or Format (Mac) drop-down menu.

In the Save As dialog box choose Project Template from the Save as type (PC)

5. Enter a name for the template and click the Save button.

- Opening the template will then create a new untitled project containing the
contents of the project you saved, and you will be prompted to give it a new

name when you save the file.

To specify a template as the starting point for a project

Select Use a project template in the Welcome or New Project dialog box, and
select the particular template you want to use.
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To set the default project template

Options =

= Dizplay -
i General
Map Labels
ntemational Font C:\Program Files (x86)\Curious Software\Curious World Browese...
hape Contrals
UT Settings File
Prosies
= K.eyboard

i Shartcuts

. Tool Madifiers
- Template
= Map Data
- Shared
. DEM
- Dratabaze
- Locations
- Btribution
- Map Legend
- M ap Projection
- Wirtual Earth -

The default template iz uzed ta zpecify the initial contents
of new projects.

m

1. On the View menu, click Options... .
2. Click the Template option to display the Template panel.
3. Click the Browse... button and select the appropriate template file.

- The default project template will be used whenever you create a new project
by selecting Create map project in the Welcome or New Project dialog box.

To share project templates

To share project templates put them into a shared directory. All users can then
use the same styles, colors, Navigator presets and layers by default.

7.5
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Reusing Design Elements

This section contains information on the following topics:

Reuse of style sheets
Reuse of layers
Reuse of Navigator presets

Reuse of style sheets

Careful design of the styles you wish to use can greatly increase the speed at
which high-quality maps can be created by a group of users. Users just need to
select the correct style, and they can then create maps without having to be
concerned with the design or appearance.

Reuse of layers

You can use templates to provide users with an initial set of layers for use in the
maps they are creating. For example, if the users are creating maps, all of which
contain the same logo and headline text, you could create a template containing
the appropriate image and text layers.
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Reuse of Navigator presets

Templates include the Navigator presets, which are a quick way of defining a
map’s position and scale. If you frequently use a small number of set map
settings you can save these as a preset in a project template and make them
available to all users

7.6 Using Color Palettes

Templates include color palettes, which are selections of user-defined colors in
the Color dialog box:

Color (=]
[Default v]
Ml | B N |

ol H =
H HEOEEN

HEEEN
| |

You can create several palettes and select the one you want to use from the pop-
up menu above the palette.

This section contains information on the following procedures:

To edit the color palette

To select a color

To pick a color from the Viewer

To add the current color to the palette
To delete a color from the palette

To create a new palette

To save or load palettes
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To edit the color palette

Color (=]

: n 5
o I 71
o I -
FedvGreen | P B El B ]|

naE_= N
of mhatm

Default -

@) @

AR (e[|

[ Load Palette ” Save Palette ]
ﬂ [ Apply ] [ Palette: Only l [ Mews Palette ”Delete F'alette]

Click the Edit Palette button in the Color dialog box.
- The full Color editor will be displayed (see above).

To select a color

Either:
Click in the color space in the top left corner of the Color chooser.

Or:
Click the color sliders in the top right corner of the Color chooser.

Or:
Enter the color values in the fields to the right of each color slider.

You can change the color space displayed in the Color chooser by choosing an
option from the pop-up menu.

You can change the values shown on the color sliders, and the range of each
value, using the two pop-up menus below the color sliders.

To pick a color from the Viewer

1. Click the Pick Color | %/ tool.
2. Click in the Viewer to select that color.

To add the current color to the palette

Click the Add Color E] button.

To delete a color from the palette

1. Click the color to select it.

2. Click the Remove Color E] button.
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To create a new palette

Click the New Palette button below the palette.
- The new palette will become the current palette.

To save or load palettes

Use the Save Palette and Load Palette buttons.

- This is useful for exchanging palettes between different users, archiving
them for future reuse, or copying them from one style sheet or project to
another.

7.7 Sharing Databases

New features, defined using the Add New Label or Add New Feature dialog boxes,
are stored in a user map details database; for more information see how To define
a new feature on the map or how To define a new feature from the Explorer.

Alternate names, defined using the Properties panel on the Contents panel, are
stored in the alternate names database; for more information see the Setting the
Properties for Details section.

The user map details, alternate place names and abbreviations databases can be
shared between users by placing them in a shared directory. This allows users to
benefit from any user map details and new names added to the database.

This section contains information on the following procedure and topic:

To share user map details, alternate place names
Editing user map details or alternate place names

To share user map details, alternate place names

User map details and alternate place names are stored in text files, and can be
shared among users by placing them in a shared directory. To modify the location
of these files:

1. On the View menu, click Options... .
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Options
= D_iSDla-'r' = Shared Uszer Map Data
General User Map Detailz and Alternate Mames are stored in test files, and can be
-Map Labels shared amongst users if placed in a shared directaory.
- International Font
- Shape Controls Changing these filenames takes effect nest time you rn the software.
- LUT Settings File > !
Prasi = 4 User Map Detailz are added using the Mew Feature button
----- Toies E
= K:B_'.Jboald =\Curious World Maps\SharedData|JserFeatures. mdx Browse...
i Shartcuts
“ Tool Modifiers Alternate Mames for map details can be et in the bMap
- Template Dretailz Properties tab
=-Map Data are\Curious World Maps\SharedDataUserMNames. mdx Browmse...
- Shared
- DEM
- Dratabaze Abbreviations
- Locations \Curious World Maps\sharedData\Abbreviations.mdx Browse...
- Btribution
- Map Legend
- M ap Projection
- Wirtual Earth -

2. In the Options dialog box select Shared in the Map Data section
3. Click the Browse... button and specify the new location for the appropriate file.

Editing user map details or alternate place names

You can edit the user map details, alternate place name and abbreviations files
using a simple text editing application such as Notepad, Notepad++ or
SimpleText. This can be useful if places or names have been added incorrectly
and need to be deleted or modified. You can find the path and filename of each
file as described above.
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8 Working with Street Maps

Viz Curious Maps allows you to import street data for towns and cities, to create
maps from the whole world down to a single street corner or building. The Street
Data format is supplied and configured with appropriate labels for each of the
features, and so using it is simply a matter of adding it to your map. Viz Curious
Maps also supports map data in ESRI Shape File format; for more information see
the Working with ESRI Shape Files section.

This section contains information on the following topics:

Using Street Data
Loading Street Data
Tracing Street Data

8.1 Using Street Data

A wide range of street data designed especially for use with Viz Curious Maps is
available for most parts of the world from Vizrt.

See Also

For more details, and to order, please contact your local Vizrt representative.

8.2 Loading Street Data

To use street data for a particular town or city you first need to install the street
data into an appropriate directory on your disk, and then add a license for the
data. For more information about adding a license see the Installing Viz Curious
Maps section.

This section contains information on the following procedures:

To specify the location of street data
To load street data

To use street data

To display the street data

To highlight individual features

To label a feature

To specify the location of street data

When you install street data it is copied to the Street Data location specified in the
Options dialog box. This is initially set to a default location, but you can change it
as follows:

1. On the View menu, click Options..., then click the Locations tab to display the
Locations panel of the Options dialog box.

- The Street Data field shows the directory used for street data files.
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2. Click the corresponding Browse... button and select the appropriate location
to change the directory used for street data files.

To load street data

- On the Import menu, click Street Data... .

- The Street Data Management dialog box shows the street data sets you have
available:

Street Data Manager @

The fallawing street data stz are installed:
Display orly sets which [ are visible in the curent map layer

Selected Set:

MName En..ed | Loaded |Startup | -
Concord, Mew Ham...hire 5ample Data Load Mow
¥ Japan-2009 —————
¥ StreetData Unload Now
¥ japan_09.02.01
aichi [ Always lnad at start-up
akita
acmori
chiba
ehime
fukui
fukucka
fukushima n
gifu
gunma
hireshima
hokkaido
hyogo -

Licenses:

Requires a CDataC5JP_FUKLUSHIMA 9.02 license.

Your Standard licenze for this data expires in 179 dapz,

ﬂ Irestall More Data ..

3. Click the Install More Data... button to install additional street data sets from
disk or CD-ROM, or by scanning the street data directory for new data.

- The following dialog box is displayed:

Street Data Installation
Street Data iz inztalled in this directony:

C:\Program Files [#8E]4Curious Software Curious *World b apzikd apD atahStrestD ata

Chooze where ta laok for new data:

) Copy new data from some other directory or digk

Scan the directory where Street Data iz already installed,
to look, for new data and to check for data which has been deleted

I Cancel J I Scan Mow

Either:
- Select “Copy new data from some other directory or disk”, click the Choose
Folder button, and locate the source of the new data.

Or:
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Select “Scan the directory where Street Data is already installed ...” to
automatically locate new data.

Select the data set you want to load and click the Load Now button.

Tip: You can also select Always load at start-up to load the specified street data each
time you run Viz Curious Maps.

4. Repeat for any other street data sets you want to load.
5. Click the Close button to close the dialog box.

To use street data

1. Click the Streets tab in the map layer Contents panel to display the street data
sets you have loaded.

2. Select the street data set in the left list to show the features it contains:

| Explorer | Searoh| Streets ||mported Data | Dverlay5|

Find Find
[=)- Concard, New Hampshire Sampl 1"? BOUTOM ST o
& Roads S CENTRAL ST

[T DANIEL WEBSTER HWY
[T DANIEL WEBSTERHWY

- Primary Roads
- Secondary Roads

o [y o Y o

-Local Roads m DEPOTST
;. -Other Roads - |5 pover RD
-1 andMarke —
i b T FISHERVILLE RD -
[ Visible Data [ Wisible 0y

3. Select which features you want to display from the pop-up menu below the
features list.

- This includes different road categories, railways, rivers and lakes, and a
range of other urban features.

To display the street data

| Explorer | Searoh| Streets ||mported Data | Dverlay5|

Find Find
[=)- Concard, New Hampshire Sampl 1"? BOUTOM ST -
& Roads _|| P centravsT
~Primary F Add to map HWY
- Secondal Fit map WY
-Local Rog
E . Other Re Center map
-1 anAMarks
rrr Load More Street Data...

[ visible Data [ visible Sheet Data... [ﬂ

Click the street data set name with the right mouse button (PC), or while
holding down Ctrl (Mac), and click Fit map on the pop-up menu:

- The street data will be drawn, scaled to fit within the image window:
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Note: The style sheet specified for the map layer determines which lakes, rivers,
roads, and railways are drawn on the map. You can override this for the current map

layer by clicking the Map Features button in the top right corner of the Contents
panel.

To highlight individual features

You can add a feature to the Details list so you can modify its appearance, to
highlight it on the map.

Either:
- Select the feature in the features list and click the Add Feature To Details
button.

Or:

- Click the feature with the right mouse button (PC), or while holding down Ctrl
(Mac), and click Add to map on the context menu:

Properties | Contents | Paint | Lighting | Layer Fx | Keybars|

 Explorer | Search | Streets | Imported Data | Overlays | Details Siyle Sheet
Find Find
(=1 Concord, New Hampshire Sampl » | |57 -
- Roads ST CENTRAL ST (3
Highways e
Primary Roads T DANIEL WEBSTER HWY
Secondary Roads T DANIEL WEBSTERHWY
Local Roads ST DEPOT ST
Other Roads - | B pover kD
-1 andMarke ==
Wisible Data Visible [ﬂ Scale labels with map E] E] Overide Style [+] ..

Area features, such as lakes and parks, are initially drawn with a label. Line
features, such as roads and rivers, are initially drawn unlabeled. You can add a
label at a specific position as described in the next section.
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To label a feature

o
1. Select the Browse Street/Shape Data tool

- As you move this over the map a tool-tip shows you the name of each street
data feature:

2. Click with the right mouse button (PC), or while holding down Ctrl (Mac), and
choose the appropriate label option from the pop-up menu:

Mew Label...
Filter

Add BOUTON 5T

Label BOUTON 5T
N

Clear Selection

- Add: Adds the feature without a label, so you can highlight it by editing its
style.

- Label: Adds the feature with the label positioned at the point you clicked. If
you are labelling a line feature the label will be drawn aligned with the
direction of the feature.
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3. Use the Text tool to move or rotate the label as desired.

8.3
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Tracing Street Data

You can use the Viz Curious Maps shape tools to trace street data in order to add
lines and area shapes to your street maps.

For example, you could trace streets to draw a line shape showing the route of a

carnival. Alternatively, you could trace an area of a city to create an area shape
showing a proposed traffic-free zone.

See Also

To draw shapes by tracing map features
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9 Working with Images and Movies

This chapter explains how to work with and incorporate bitmap images and
movies into animations, and describes the controls available for altering the
appearance of imported images and movies, and controlling the way they are
animated.

This section contains information on the following topics:

Introduction

Importing an Image or Movie

Moving, Resizing, or Rotating an Image
Specifying the Contents of the Image
Using the Keyer

Image Rotoscoping

Setting the Image Properties

9.1 Introduction

Viz Curious Maps supports a wide range of alternative graphic formats,
summarized in the following table:

Extension Format

.avi Video for Windows movie

.bmp Windows bitmap

.cin Kodak Cineon image

.cmr Curious Multi-Resolution bitmap image
.exr OpenEXR image

.dpx DPX image

.gif Graphic Interchange Format

Aff Alias/Wavefront Paint Image

.jpg or jp2 JPEG compressed image

.mov QuickTime movie

.ntf National Imagery Transmission Format

.sid MrSID multi-resolution image (PC only)

.psd Adobe Photoshop image (supports transparency)

.pct Macintosh PICT

.png Portable Network Graphics (supports transparency, paletted,

grayscale, and true-color images)
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.sgi or .rgb Silicon Graphics Image (supports transparency)

.tga Targa bitmap
tif or .tiff Tiff bitmap format
qtif QuickTime image

Curious Multi-Res format

Viz Curious Maps provides a proprietary multi-resolution image format, which
allows very large images to be included in maps without the memory overhead
normally associated with images in the standard file formats. Multi-res format
images can be used in any context where an image file can be specified, including
in image layers and as textures for maps. For example, satellite images and high-
resolution photographs can be used to fill a region of a map. When you zoom in
close an appropriate high-resolution tile of the image will be loaded, avoiding the
need to have the whole high-resolution image loaded at all times.

An optional Convert Large Images tool allows you to convert an image into
Curious Multi-Res format from any of the common file formats including
Photoshop, TIFF, and BMP.

Cineon files

Viz Curious Maps includes support for Cineon files, which use a logarithmic color
space to provide a better representation of dark colors. Because Viz Curious Maps
works in a linear color space, it allows you to specify how Cineon files are handled
on loading and saving.

On the View menu, click Options... .
In the Preferences dialog box select Cineon in the File Formats section.

The following options are provided:
No conversion: The images are left in logarithmic space, so loading them and
saving them again makes no alteration to the pixel values in the files. You can
use the Viewer LUT Controls option tocompensate for the darker appearance
of Cineon files when working with them in the Viewer.
Convert to/from linear: Converts Cineon files from the logarithmic color space
to the linear color space on load, and back again on save. An allow headroom
option varies the conversion so that overexposed images retain more detail in
the very bright overexposed regions.

9.2
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Importing an Image or Movie

This section contains information on the following topic and procedures:

To import an image or movie

To convert an image to Curious Multi-Res format

To convert multiple geo-referenced images to a single CMR image
Using geo-referenced images

To add geo-referenced images

To add satellite images
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To import an image or movie

kJ Open =X
Lock in: | iz Curious Maps - Q@ s A
= Mame = Date modified Type
b . EnhancedDEM 26.05.2011 11:06 File folder
RecentPlaces | ¢ o ANdHawaii DEM 26.05.2011 17:53 File folder
! . JAPAMN-CMRs 26.05.2011 11:45 File folder
& ValentinesDay.tiff 30.05.2011 11:19 TIFF imag
Desktop
w=nl
Libraries
LY
Computer
7%
L ] T b
Metwork
File name: Valentines Day tiff -
Files of type: Image Files {".sgi.” psd.” bmp.” gif " jpa:” pct."p + | | Cancel |
Optiors .
Ophions. ..

1. On the Layer menu, point to Add Layer, and then click Image or Movie.

- The following dialog box allows you to select an image to import, and
optionally preview it.

2. Select the image or movie file and click the Open button to import it.

- A new image layer will automatically be created for the imported image or
movie. Note that each image or movie is contained in a separate layer.

- If you open a project that uses images, or movies, that are no longer
available they are displayed as a red cross.
If you import a movie the Match Time Range to Movie dialog box will
appear. This will allow you to adjust the time slider’s range and/or the
project’s frame size, rate and duration to match the clip you are importing.

If they have moved you can use the Change Image... button on the Contents
panel to locate them.
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To convert an image to Curious Multi-Res format

Convert Large Image to Curicus Multi-Res Format S
Image File Corversion

Imput Image  Ci\Private\DSCFE585.png Browse...

Output Image  C:\Private\DeadSea. cmr

| Convert | | Cancel |

1. On the Tools menu, click Convert Large Images... .

- The following dialog box allows you to specify the image to convert, and a
filename for the multi-res image:

2. Browse for and select the input image to be converted.

3. Browse for and select the location for the output image and specify a filename
for the multi-res image, which can be the same as the input image.

4. Click the Convert button to convert the image to multi-res format.

- You can then select the multi-res image just as you would any other image
in Viz Curious Maps.

- You can also make a compressed version in the following dialog box.

Note: The Convert Large Images tool makes a copy of the original image; it therefore
requires at least as much available disk space as the size of the original image.
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To convert multiple geo-referenced images to a single CMR image

Combine 8 Adjust Multiple Images
Input Images

or Input Folder

Output Image

Intermediate Images
@) Store Intermediate Images with Input Images
Store Intermediate Images in

Keep Intermediate Images

=

B

)

Adjust Tint Fey
Brightness 100002 Tint Calar - KeyMode MoKey
Tint Opacity
10000
Contrast = | K.ey Color -
Gamma 1.00 Edging Tolerance .00 =
= Type Mo Edging -
Saturation  100.00=
Amount [%] 0 =
| Canvert | | Cancel |

The Convert Multiple Images tool allows you to convert a number of adjacent
geo-referenced images into a single large image, in Curious Multi-Res (CMR)

format.

On the Tools menu, click Convert Multiple Images. The Combine & Adjust

Multiple Images dialog box allows you to specify the input and output images.

- Intermediate Images: Allows you to specify where the intermediate CMR
files should be stored, and whether they should be kept after the conversion
is finished.

- Adjust, Tint: Provides color correction options to allow you to make the
resulting CMR file match other images you are already using.

- Edging: Uses a soft edge when joining the individual tiles to obscure any
seams that may arise.

- Key: Allows you to key out, or remove from the image, areas of a particular
color with a specified tolerance. For example, this allows you to make the
sea transparent in the finished CMR image by specifying blue as the key

color.

Using geo-referenced images

Much satellite and aerial photography is now available in a geo-referenced

format, which includes the precise location of the image on the Earth’s surface.

Viz Curious Maps supports the following geo-referenced formats:

GeoTiff - where the data is embedded in a TIFF file.
Tiff World - where the data is in an accompanying text file.

Geo-referenced MrSID.
Geo-referenced NITF.
ERDAS images.
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Vizrt can supply a wide range of high-resolution geo-referenced satellite images
for use with Viz Curious Maps. For details contact your local Vizrt representative.

It is recommended that you convert large geo-referenced images to multi-res
format before importing them; see how To convert multiple geo-referenced
images to a single CMR image.

To add geo-referenced images
Either:

1. On the Layer menu, point to Add Layer, and then click Image or Movie.
2. Select the geo-referenced image file.

Or:
Add the image as a texture to an existing style in the Styles Editor

The following dialog box allows you to pin the image to the correct location on
the map:

Curicus World Maps £3

f , Georeferencing
' This image can be georeferenced. Do you want to place the image on
the map according to the georeference coordinates?

Click the Yes button to pin the image using the geo-reference information.
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To add satellite images

-

5] Image Manager @

a— @ E [ Shows only images containing :]

[ Show anly visible images

w Japan

¥ Fukushima

ﬁ 45cm-M...-CMR.cmr 20748 x12250 0.40 Meters/Pixels

Add to map ]

¥ Miyagi ’

’ Add to map with crop ]

?’ 45cm-5e...-CMR.cmr - 27646 x 36536 0.39 Meters/Pixels

, 15m-BASE..n-CMR.cmr 17588 x 31841 11 Meters/Pixel

=ERE

Path:  C:\iztt Software\iz Curious MapshJAPAN-CMRB:\d5cm-Soma-Japan-CMRY45em-Saor

Enter Keywards:

Select a map layer
Select the Contents tab and then the Overlays tab
Click the Add Satellite Image button

In the Image Manager click the + button to browse for and add your image/
CMR

5. Click the Add to map button
6. Close the Image Manager

A WN =

9.3 Moving, Resizing, or Rotating an Image

The Move/Pan tool allows you to move, scale, or rotate an imported image or
movie.

This section contains information on the following topics:

- To move an image
- To resize an image
- To rotate an image
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To move an image

Position the mouse pointer within the image and drag the image to the
required position.

To resize an image

1. Move the mouse pointer to one of the eight handles on the corners or
midpoints of the edges.

2. Drag to resize the image.

3. Hold down Ctrl (PC) or Alt (Mac) to constrain the image to its original aspect
ratio.

To rotate an image

1. Point to the rotation handle, which is a yellow square to the right of the image
center. The cursor changes to a rotation symbol.

2. Drag the handle to rotate the image about its center.
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9.4

Specifying the Contents of the Image

‘ F‘rupenlesl Contents ‘Paml | Lighting | Layer Fx | Keybars‘

Source | Keyer | Rata Mallel

DSCF&552.png V] Treat as Mavie Memary starage of frames:
Image Layer: ] Hold frame before start Memory Usage... | 1image, 1 Mb
;{Dasterjlyrgagseh - /| Hold frame after snd
x 375, 8bi . —
7] Lonp movie [ Lock trame rangs into memory
@ Auto 1 [0- 3 locked]
Fisid Ordaring Every 10 (3] Dt locked rmes

@ Full frame Upper/Even first
Lower/Odd first

Change Image... Alpha... Start at 0

The Contents panel displays information about the image or movie, and provides

options to allow you to change the contents.
This section contains information on the following topics:

- Controlling the image transparency
- To set the start time and looping

Controlling the image transparency

Images and movies used in an image layer may contain an alpha channel (or
matte) which defines transparent areas of the image. You can specify how the

alpha channel is interpreted to give greater control over the appearance of matted

images.

-

Alpha Interpretation @

@ Guess
Treat alpha az straight [unmatted)
Treat alpha az premultiplied [matted with black]
Treat alpha az matted with white
|gnore alpha

] ] | Cancel

- Click the Alpha... button to display the Alpha Interpretation dialog box.

By default Guess is selected, which automatically selects the best option in most

situations. Choosing the correct option should produce an image without
noticeable banding, fringes, or speckling around the edges.

You can choose one of the other options if Guess does not give the results you

expect, or Ignore alpha to treat the image as if it had no transparency.

The following illustrations show the effect of the options:
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Figure 7: Correct (unmatted), incorrect (premultiplied) and alpha ignored

To set the start time and looping

1. Use the Hold frame options to specify what is displayed before the start time
and after the end time.

2. Select Loop movie to play the movie in a loop.
- Auto: Loops the entire movie, between its start and end frames.
- Every: Allows you to specify the loop frequency.

3. Edit the Start at time value to determine the start time of a movie.

9.5
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Using the Keyer

‘ Pmpemes‘ Contents ‘Palnt | Lighting | Layer Fxl Keybarsl

Keyer | Flota Matte |
®

Pick Backgrou Softness T =
pcoegron |
C— =

0.00

L%

SuppressTo |
Keep Alpha

The Keyer creates a matte which is used to cut out the foreground from the
background. Mattes created with the Keyer can be saved and reused in other
projects or applications.

To key an image or movie

1. Click the Contents tab, to display the Contents panel for the image or movie.
2. Click the Keyer tab, to display the Keyer.

3. Select Color, Chrominance, or Luminance to determine how keying is
performed.

4. Select the Pick Background or Pick Foreground tool, and click appropriate
parts on the image to add the corresponding colors to the range defined as
background or foreground.

You can drag to define a rectangle to average the colors in the rectangle.

The sliders provide an alternative way of adjusting the components you have
selected.

Each slider has four handles:
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The white handles specify the range of colors treated as background, and the
black handles specify the range of colors treated as foreground. Between each
black handle and the corresponding white handle there is a smooth transition
between foreground and background.
Drag the Erode slider to reduce the size of the masked area, to hide edge
effects, and add a softness to blur the edge of the image.

Use the Suppress Amount and Suppress To controls to reduce the amount of
the keyed color from the image.

This is useful for hiding reflections from the blue or green screen.

To view the effect of the Keyer

The paint controls to the right of the Keyer allow you to choose whether the
Viewer shows the keyed image, Keyer matte, or both:

Dizplay Image

[ Dizplay Matte .
L
B Fill .

Render Matte .. I

To render the Keyer matte

Render Layer Matte @
Output: I QuickTime Mavie - I
Movie: Browse...
Matte: ") Roto Matte @ Keyer Matte () Combined Mattes
Settings

Frame Size... Uszer Set, 1024 » 1024
Timing... Frame Rate 30.00 fpz

0 MNone
Farmat Options... | [ Render RGEA Movie [Milions of Colars+]

Fremultiplied alpha [matted on black)

Field Render... Mo Field Rendering. Flicker Filter On

Render Range
@ Whole Project
~) Slider Fange
_) Part of the Project:

Start i] End 53 Diur 0

e )] B

Click the Render Matte... button in the paint controls.
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This is equivalent to the Render Matte... command on the Layer menu, and
displays the Render Layer Matte dialog box to allow you to render the Keyer matte
and/or the roto matte as a separate movie.

To cut out an image from a blue screen

The following example illustrates a typical application of the Keyer, to cut out a
subject filmed against a blue-screen or green-screen background, so it can be
superimposed on another background.

Load the image or movie into a new image or movie layer.

Click the Keyer tab to display the Keyer.

Click the Contents tab, to display the Contents panel for the image or movie.
Select Color to key on a specified color range.

Select the Pick Background tool and drag to define a rectangle enclosing the
blue-screen background:

ulT W IN —

When you release the mouse button the keyed image is displayed.

You can refine the keyed area by clicking or dragging with the Pick Background
tool to increase the areas of background removed, or by clicking or dragging with
the Pick Foreground tool to reduce the areas of background removed.

Alternatively you can adjust the key using the color, chrominance, or luminance
sliders.

To remove the color cast

Subjects filmed against a blue-screen or green-screen typically have a blue or
green cast. The Suppress option enables you to remove this.
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Suppress Amount

1. Drag the Suppress Amount slider until the cast is removed.

080 =

- Too high a value will introduce a contrasting cast.

2. Optionally change the Suppress To color to suit the replacement background.

You can then superimpose the subject onto an alternative background:

9.6 Image Rotoscoping

‘ F'mperties‘ Contents ‘F‘aim | Lighting | Layer Fxl Keybarsl

[ Souce | Keper | Roto Matte |

Apply Roto Matte
Iwvert
Background Removal
@ Mone
) Automatic

@ Assume Color [l
Show Keybars. ..

New Polygon
Mew Bezier
Mew B-Spline
Mew Freshand
Mew Circle
New Ellpse
Mew Rectangle

Shape | Paints | Properties | Animation | Display|

Move Shape Smoath
@ Open Shaps

m Divide Shape
\v Join Shapes

£

AR BE

Shape Properties

@ Filed ) Dutline
@ Open
() Closed

Use To Cut Hole

Canvert To Layer

The Roto Matte panel on the Contents panel allows you to add one or more

shapes to an image or movie layer to mask dynamically, tracking them as they

move in successive frames. This is often referred to as a roto matte or rotoshape.

For more information about creating and editing shapes see Working with Shapes.
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To create an animated shape

1. Move to the first frame of the movie.

2. Create one or more shapes using the shape tools to outline the feature in the
movie that you want to process:

3. Move to the last frame in the movie, and adjust the shape so that it matches
the feature.

4. Check the intermediate frames, and make any necessary adjustments to keep
the shape tracking the feature.

To view the effect of the roto matte

Select Apply Roto Matte.
- The roto matte will dynamically cut out the image to reveal the background:

- The paint controls to the right of the Roto Matte panel allow you to choose
whether the Viewer shows the keyed image, roto matte, or both:

Dizplay Image

[ Dizplay Matte !
: L
B Fil !

[ Fender Matte ... ]

To render the roto matte
1. Click the Render Matte... button in the paint controls.
This is equivalent to the Render Matte... command on the Layer menu, and

displays the Render Layer Matte dialog box to allow you to render the Keyer matte
and/or the roto matte as a separate movie.
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9.7 Setting the Image Properties

Properties |Cnntents | Paint | Lighting | Layer Fx | Keybars‘

[» Compositing Options Automation Map Usage Froject
= Ao Arimate Pin of map Fit project to layer
e Stk . WEpE T Scale layer to project
> Frame Apply Track Data .
B Sealevithmap
Mg | [« 1.00)
[{ | Image Flacement -Apply
> Trail
E= Producer Export Match ratation to path
> Instant Maps Export
Fesa
Transfarmation animation

The options on the Properties panel allow you to specify the compositing options
for the image or movie, transform it, and add a drop shadow, frame, edging, or
animation trail. It also provides several animation options.

This section contains information on the following topics:

Compositing Options
Transform Options

Drop Shadow Options
Frame Options

Edging Options

Trail Options

Instant Maps Export Options
Automation Options

Mask Options

9.7.1 Compositing Options

WV Compositing Options -
Blend Mode Normal

Opacity 0| 100% =

Uze Paint Mask as a

Obey Composite Mask

Blend Mode specifies how the layer is combined with the other layers, and can be
one of.

Normal, Add, Subtract, Difference, Multiply, Darken Only, Burn, Color Burn,

Screen, Lighten Only, Dodge, Color Dodge, Hue, Saturation, Value, Color, Overlay,
Soft Light, Hard Light, Pin Light, Exclusion, or Negation.
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The Opacity determines the layer opacity, and can be animated.

Animating the opacity from 0% to 100% can be used to cause the image to fade in
smoothly over a specified period of the animation.

See Also

Controlling Layer Compositing

9.7.2 Transform Options

W Transform |3
Position Long| -75.60 = Lat 4264 =
Pinned on Map

Wrap on Map

EDH“

Set Using GP5
Scale X 100 = ¥ 100 =
Scale with Map

oo 2

Rotation

D(DD
35

Match Rotation to

(4

These options allow you to specify the position, scale, rotation, and origin
numerically.
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@ JTM Coordinates
Lat/Long Coordinates

M Carner MHE Corner

E s E s
M S N S
S Carner SE Corner
E S E S
N = N =
UTH Zone

= Ilze Metafile. ..
T

The Set Using GPS button is used to position the image using UTM coordinates,
which are normally supplied with aerial photographs and satellite imagery, or
using latitude/longitude coordinates.

Latitude and longitude coordinates can either be entered in decimal degrees, such
as 20.175, or in degrees, minutes and seconds, such as 20d10m30s.

For images provided by Global Terrain Inc., the Use Metafile... button will read the
UTM coordinates directly from the metafile provided with the image.

The Pinned on Map, Wrap on Map, and Scale with Map options duplicate the
options in the Map Usage section of the Properties panel, for more information
see how To choose how the image moves relative to the map.

To change the origin of the image
The origin determines the point about which the image is rotated or scaled, and
defaults to the center of the image.

Either:
Edit the Origin values to specify the position in pixels relative to the lower left
corner (south-west) of the image.

Or:
Choose one of the predefined options from the Origin drop-down menu.
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9.7.3

9.7.4
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Drop Shadow Options

7 [ | Drop Shadow -

Offset X[ 300 v [ 3002

Opacity - 0 [ 060 =
Softness G lig =
Color -

Select Drop Shadow to turn on a drop shadow for the layer. The following
parameters are provided:

Parameter Description

Offset The offset of the drop shadow, in pixels.

Opacity The opacity of the drop shadow. 0% gives no drop shadow.
Softness Blurs the drop shadow to smooth the edges. Values in the

range 0-5 are recommended.

Color The color of the drop shadow.

The following example shows a drop shadow with offset X=3, Y=3, and
Softness=2:

Frame Options

YV Frame
Fill Color }c:l
Border Colar et |
-

Border Width

-

5.00

-

Allows you to add a colored fill, and/or border to the layer. Border Width specifies
the width of the border in pixels.
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9.7.5 Edging Options

"V Edging
Type Mone v]

The Edging options allow you to add a vignette to the image or movie.

Choose Rectangle or Circle from the Type pop-up menu to vignette the image
with a soft border of the corresponding shape.

Use the Size control to adjust the size of the shape.

This option is especially useful when superimposing one image on another, to
hide the edges of the top image.

The following example shows a circular vignette with a size of 100:

9.7.6 Trail Options

7 Trail
Trail Width 0 [ 500 %
Trail Color |
Trail ’ Off - ]
Trail Above &

The Trail options allow you to leave a trail as the image animates. For more
information see the Leaving an Animation Trail section.
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9.7.7

9.7.8

9.7.9
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Export Producer Options

YV Producer Export
Producer Segment BG |NntUsed

Not longer supported.

Instant Maps Export Options

" Instant Maps Export —
Selectable in IM 7

Allows you to make maps available to the Viz Curious Instant Map tool.

Automation Options
The Properties panel includes an Image Placement tool, to help align images
accurately to positions on another image.

Click the Image Placement tool in the Automation section of the Properties
panel.

Two arrowhead controls are displayed in the Viewer to allow you to indicate the
transformation you want.

Position the circles on two appropriate points on the image.

Position the arrowheads on the background to indicate where the points
should be mapped to.

Click the Apply button.

The image will be transformed to align the points on the image with the points on
the background you have specified.

To choose how the image moves relative to the map

Viz Curious Maps provides several options to allow you to control how the image
moves relative to the map layer.
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Figure 8: Default position

By default the image position is independent of the map position.

Figure 9: Pin on map

Pin on map keeps the image at the same latitude and longitude as the map
moves.

Figure 10: Wrap to map

Wrap on map projects the image onto the map, according to the map projection.
Only available if Pin on map is selected.
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Figure 11: Scale with map

Alternatively, Scale with map scales the image as the map is zoomed. Only
available if Pin on map is selected.

These options are selected in the Map Usage section of the Properties panel.

See Also

Auto Animate and the Automatically Animating a Layer section.

Match rotation to path and how To align the image, text item, or drawing to
the angle of the animation path

9.7.10 Mask Options

See Controlling Layer Compositing.
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10 Painting

This section explains how to use the paint and image processing tools on the
Paint and Graphics panels to paint directly onto image/movie layers, for
retouching or enhancing an existing image, masking areas of an image, or
creating original freehand artwork.

This section contains information on the following topics:

Paint and Image Processing Tools
Painting Onto an Image

10.1

Paint and Image Processing Tools

| Properties | Contents | Paint | Lighting | Layer Fx | Keybars |

Brushes | Graphics | Shapes [ Tewt [ Cutouts [Fx [ Image | Mask | Macios|
Brushes Prafile Seftings
B | E
£-Builtin «| |Linear Sige — U 2 = A e E]]
" color i o
- Clone Jolid @ Opasity 0of00% = ) S
| Merge E|| |Featheed Clone Offset— Back
P ground Offset RGE ~|(|0-100: =
o e =
eraer o = B0 [Redvieen -] RE [T I N
v om | — @@ o) o~ .
. : SIS B_EE EEE
o (FT. BlelEleE & .
ot < Bestors ] Pivel Lock HE

Viz Curious Maps provides a wide range of paint and image processing tools
divided into eight categories.

The Paint panel provides a selection of options for each category of paint and
image processing tools. You can select a category by clicking the icon to the left
of the Viewer, or by clicking the corresponding tab on the Paint panel. The
following table describes the functions available within each

category of paint and image processing tools:

Brushes: Provides a selection of brushes to allow you to paint directly
onto an image or movie, or its mask.

[@ Graphics: Allows you to paint geometric shapes onto an image or movie,
or its mask.

Shapes: Allows you to add drawings to the project by creating editable
vector shapes.

Text: Allows you to add text to an image or movie, or to the mask.

Cutouts: Allows you to cut out part of an image to create a floating image
overlay called a cutout.

Fx: Provides a range of paint effects for color correction, filtering, keying,
or procedural effects.

Image: Provides image transformations.
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10.1.1
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\ﬂ Mask: Provides a range of options for extracting a mask from an image
based on the parameters of the image.

ﬁ Macros: Allows you to record a series of actions, and then replay them on
several frames in a movie or in different projects.

This section contains information on the following topics:
Paint Controls

Overlays
Undo and Restore Options for Painting

Paint Controls

The paint controls, displayed to the right of each of the Paint panels, allow you to
specify how operations using the brushes, shapes, and text affect the current
image and its mask:

Protect with b azk Fill Imange .
Clear |
o | Paint Image lm
Pairt Maszk Fill b aszk
] Clear b aghk
| Dizplay Image

Dizplay b azk. . Irvert Mask

L
Cnion Skinning
L

Bz [Fveert Fiz

The mask can be used to protect the image from changes when painting on the
image using the brushes or graphics tools, and sticking shapes or text on the
image.

At any pixel where the mask is at full density, the image will not be affected by
any operation. At pixels where the mask is completely transparent, operations are
applied in full. Intermediate values result in a blend between the original image
color and the changes. For further details see Specifying the Brush Settings.

To protect the image with the mask

Select Protect with mask.

To specify what is affected by painting operations

Painting operations can be applied either to the image or to the mask or to both
simultaneously

Select Paint Image and/or Paint Mask to affect the image and/or mask
respectively.
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To specify whether the image and/or mask are displayed in the Viewer

1. Select Display Image and/or Display Mask to display the image and/or mask
respectively.

2. Use the slider below the Display Mask checkbox to change the opacity of the
mask displayed on the screen.

To use onion skinning

The Onion Skinning control allows you to reduce the displayed opacity of the
foreground image in the Viewer to allow you to see the background while working
on the foreground. A typical use is in wire removal when merging portions of a
background image to replace unwanted elements in the foreground.

In Composite display mode the background is the composite of the other layers.

In the Single Layer display mode you can specify which layer to use as the
background:

Click the eye-dropper icon in the Layers list to indicate which layer you want
to use as a background.

| Onion Skinning
B

Bla [t Fiz

Selecting Invert allows you to invert the background, which is useful for
highlighting the differences between two very similar frames.

To fill or clear the image or mask, or invert the mask

The Fill Image and Fill Mask buttons allow you to fill the image or mask with a
solid color. You can set the fill color by selecting a color and then clicking in the
square to the right of the Fill Image or Fill Mask button.

The Clear Image and Clear Mask buttons clear the image or mask to transparent,
and the Invert Mask button inverts the mask level at each point.

10.1.2  Overlays

The Shapes, Text, and Cutouts panels on the Paint panel allow you to create
overlays as an intermediate step in constructing artwork. They are available to any
of the image and movie layers in your project, and at any stage you can paint
them onto an image or its mask; this is called sticking the overlays.

Chapter 10: Painting 143



144

Dwerlays @ Al Just Cukouts

AN Cutout?
£ Test
&> [J]Polygon 1

| Rename ... ||E||E| Stichk,

For more information about creating shape overlays see Working with Shapes.

To show or hide an overlay

Click the eye icon to the left of the shape name in the Overlay list.

The icon changes to show whether the shape is hidden:
#> Shown

#=* Hidden

To rename an overlay

1. Click the Rename... button below the Overlay list
2. Enter a name for the overlay and click the OK button:

- o)

Rename Overlay [ 22|

Cutout

)4 | | Cancel

To change the order of shapes in the Overlay list

Either:
1. Select the overlay you want to move

2. Click the up or down button below the Overlay list

Or:
Click the overlay you want to move with the right mouse button (PC), or while
holding down Ctrl (Mac), and select one of the Ordering options from the
appearing context menu.

Or:
Drag the shape to the new position in the Overlay list

To delete an overlay

Either:
Select the overlay you want to delete and press the Backspace button
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Or:
Click the overlay you want to delete with the right mouse button (PC), or while
holding down the Ctrl (Mac) button, and click Remove from the appearing
context menu

To copy an overlay
You can cut, copy, and paste Overlays between layers or between projects.
You can also export one or more shapes, and then import them into another layer

or another project, using the Export... and Import... options from the Overlay
list’s context menu.

10.1.3  Undo and Restore Options for Painting

Viz Curious Maps allows you to undo brush strokes while painting, and you can
also restore the image or its mask to the last saved version or to the original
frame.

To restore the image or mask

On the Layer menu, click Restore Image or Restore Mask, then click To Last
Saved or To Original Frame on the submenu

To select the paint undo options

By default, Viz Curious Maps allows you to undo each brush stroke while painting,
to a limited undo depth, to minimize the amount of work you need to redo in the
case of a mistake. However this level of undo control is memory intensive, and
may cause noticeable delays when painting complex images.

Viz Curious Maps therefore gives you the option of reducing the degree of undo
control for greater performance.

Options B

#)- Display
Every Stroke -

+)- Kepboard
E ey Stioke

- Template el I
- Map Data Paint unda Similar Stokes fere: possible
L for best per Explct LF memary to
- Locations
be used before saving older images to disk,
+1- File Formats
- Numbering
=) Paint Memary (Mb) 1000 =
Lo Material
i Undo
i Brush Tooks
+)- Storage

Unda mode

On the View menu, click Options...
In the Preferences dialog box select Undo in the Paint section

The Undo drop-down menu lets you specify the degree of undo control provided.
The options are explained as follows:

Every Stroke: Undo affects the previous painted stroke.
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Similar Strokes: Undo affects all strokes made with the same brush and color
settings.

Explicit: A Backup for Undo button appears in the paint controls, and Viz
Curious Maps stores a snapshot of the painting each time you click it.
Selecting Undo restores the previous snapshot.

The Memory setting allows you to allocate more memory to undo, which will allow
you to increase performance if you have sufficient memory available on your
computer.

10.2
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Painting Onto an Image

Brushes |Graphics| Shapesl Text I Cutoulsl Fx | Image | Maszk | Macrosl

Brushes Profile Settings

E| Builtin - Linear - Size T 20 - L 100 %
. Color gg‘fltd i - I 100 :

; ﬁleoi ) e Opacity 0 ooz = B e

I 7|l |oganeed i 06— B nd T J ul Wm
Repair OneFiel !J ® | 000 Fnlame > Square _|..

= [0 @ AN

- Chake lll on B N
icem = fleston 7] Pisel Lock ||

The brushes on the Brushes panel allow you to paint directly onto an image or
movie layer. You can paint onto the image, mask, or simultaneously onto both.
Alternatively you can protect the image with the mask while you are painting onto
the image.

In the case of a movie, painting affects the current frame of the movie, and the
mask associated with the current frame, only. Painting can be applied
automatically to multiple frames of a movie by recording and playing back a
macro; see Automating with Macros.

A brush applies color, an image, or a filter directly onto the image or movie
through a profile, which defines its shape.

To paint the image or mask

1. Select the Paint brushes tool
- This tool is automatically selected when you display the Brushes panel.

2. Select the brush you want to use in the Brush list
3. Select a color for painting from the palette on the right of the Brushes panel

4. Click on the image and drag to paint:
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You can adjust the opacity of the paint with the Opacity slider. If you are using a
pressure-sensitive input device, such as a tablet, the brush strokes will respond
to the pressure of your pen.

To choose how the mouse cursor is displayed while painting

You can choose to hide the mouse cursor while painting, or display a colored
circle or ellipse indicating the size of the brush:

The images above depicts a normal cursor, hidden cursor and outlined cursor.

1. On the View menu, select Options...
2. In the Preferences dialog box select Brush Display in the Paint section:

Options =]
[#- Display Brush Cursor
[#- Keyboard r
- Template [ Hide cursor when painting
- Map Data [ Hide cursar when nat painting
- Locations
[#- File Formats Bruzh Outline
E—] E:ir:tl:-erlng Showbrush outine [
1 aterial [ Hide outline when painting
Undo
Bruzh Tools Show clone outline
[#- Storage [] Hide autline when pairting
Brush Tools

[ Center brush around cursor when resizing

You can set separate options for the Clone brush.

You can also turn the outline on or off, and specify its color, by clicking the
buttons on the Brushes panel:

@) [

10.2.1  Specifying the Brush Settings

The Profile, Size, Opacity, and Settings will be set to default values specified for
the brush, but you can adjust them in the controls to the right of the Brush list.
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To define the brush profile

The brush profile defines the shape of the brush stamp. It is either a circle or an
ellipse, with a falloff defined by a graph, or an arbitrary shaped cutout.

There are also the special options: Texture, which creates a brush with a random
fill pattern, and OnePixel, a one pixel solid brush.

- Select a profile from the Profile list.

This gives a list of profiles defined in the Brush Editor. You can define new
profiles; for more information see Defining Brush Profiles.

To define the brush size

Either:
Drag the Size slider.

Or:
Enter the size in the Size box:

Size U 20 =

Or:
Hold down Ctrl (PC) or Alt (Mac) and drag in the Viewer, or in the brush
preview on the Brushes panel, to draw a circle defining the brush size.

To define an offset

Brushes that take paint from the image or background, such as the Clone and
Drag brushes, allow you to define an offset.

Either:

In the Clone Offset section enter appropriate values in the X and Y fields:
Clone Offzet

# h00
Yo B00

=

Ak (|| 4]

Or:
1. Hold down Shift and drag in the Viewer to draw a line from the source to the
destination to define the offset interactively.

2. Click the Reset button to reset the offset to zero.

To define the background transformation

Brushes that take paint from the background, such as the Merge brush, allow you
to transform the background before using it for painting.

1. Set the Display option to Single Layer.
2. Select the image layer from the Layers list
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3. Click the image layer’s eye-dropper icon

(&
4. Click the Background Transformation Tool button in the Background Offset

section to display an outline of the background image in the Viewer with
handles so you can move, scale, or rotate it:

B ackground OFffzet
Frame

—
@@@Iﬂa

Piwel Lok,

FE]
ol [ra] [=

Once you have transformed the background close the Edit Merge Transformation
to continue painting. You can store up to four transformations by clicking one of
the > buttons and restore the transformation by clicking the 1, 2, 3, or 4 button.

To reset the transformation click the Reset button.

To define other brush settings
Click the Settings... button to display more advanced settings for the brush:

The brush settings are described in greater detail in the later sections of this
chapter.

To reset the brush settings to their defaults

Click the Restore Defaults button.

Built-in brushes
The following pre-defined brushes supplied with Viz Curious Maps:

Color: Paints in a selected color.

Clone: Picks up paint from one area of the image and paints it to another
position on the image, as defined by the offset.

Merge: Copies paint from a background image on to the current image.
Drag: Drags paint on the image, causing a smudge effect.

Repair: Picks up color from the image and paints with it; useful for painting
over scratches and blemishes in an image.

Eraser: Erases pixels from the image, making them transparent. Equivalent to
painting with the non-color.

Chalk: Paints with a textured brush.

Blur: Blurs the image.

Oil Effect: Creates the effect of layered color in an oil painting.
Posterise: Similar to Oil Effect, but more severe.

Smooth: Similar to Blur but more dramatic.

Marble: Mixes up the pixels giving a marbling effect.

Black And White: Convert pixels to monochrome.
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To use the Clone brush

1. Hold down Shift and drag in the Viewer to draw a line from the source point to
the destination point:

X

- The X Offset and Y Offset fi elds will be set to the appropriate values.

2. Paint to create a clone of the image:

To use the Merge brush

The Merge brush allows you to copy paint from a background image onto the
current image. For example, it can be used to paint out unwanted features of a
scene by using a photograph of the background from the same position, called a
clean plate.

1. Load the background image onto one layer:

2. Load the foreground image onto the current layer.

Set the Display option to Single Layer.

4. Click the eye-dropper icon in the Layers list to indicate which layer you want
to merge from

5. Use the Onion Skinning control in the paint controls to reduce the opacity of
the foreground, if desired:

w

he

6. Use the Merge brush to paint the background over the unwanted feature:
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The Merge brush also allows you to scale or rotate the background image you are
merging from.

7. Click the Background Transformation Tool button to transform the
background.

8. Click the Reset button to reset the background to the original scale and
position.

To protect artwork with a mask

1. You can use a mask to protect parts of an image while painting.

For example, you could use a mask to protect the butterfly in the following image
while painting over its shadow:

£

2. Create the mask by using a brush tool.
Alternatively you could mask the butterfly by drawing shape overlays and then
sticking them onto the mask; for more information about creating shape overlays
see Working with Shapes:

— - . { i

3. Set the paint controls to Protect with mask, Paint Image, and Display Image:
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Protect with Mask ill Image !l

Clear Image

Pairt Image
[T Paint Mask il b ask: _I
Clear kMasgk.

Dizplay Image
Dizplay M azk, Ii rrvert Mask
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[ Onion Skinning
: i

EG [ Invert FG

4. Paint the image as required; for example, use the Clone brush to paint over
the shadow on the leaf by copying texture from the other side of the leaf:

10.2.2 Creating and Editing Brushes

Brush Editor
Brushes | Profiles %
Brushes Source |Filters |
[=) Builtin -
- Color | | Source | Calor = =
- Clone . =
~Drag Sige 20 =] Flatness © 1002
- Repair
.. Eraser | | o q . =
Pickup |Mormal Build L Fotat 0
Rostore p [ Buid Up atation G [ Match Path
- Blur Aultomatlc:ally
ool St "I | Decay 000 £ Spacing 015 5 I st for
= = flatness
Rename ... ? |
[ Export... ] [ Import... ] Save Defaults || Restore Defaults Usze Shared Settings <Mo Shortcuts B Brush Test »»

Viz Curious Maps is supplied with a range of pre-defined brushes. You can edit
some aspects of these brushes, or you can create your own completely editable
brushes using the Brush Editor.
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A Brush Test window allows you to try out the effect of the brush you are
designing as you edit its parameters.

How brushes work

Brushes work by performing the sequence of operations:
Pickup > Filter > Stamp

These steps can be customized to determine the precise behavior of the brush,
and are explained in greater detail in the following sections:

Pickup
The brush picks up paint from the specified source, which can be the current
color defined in the Color Chooser, the image or background, or an image cutout.

When picking up paint from the image or background, an offset can be added to
the current brush position to clone one part of the image to another part.

The paint is picked up through the selected profile, which determines the size of
the brush, and the softness of its edges.

Filter

The paint is optionally filtered by a specified filter, such as to add noise or soften
the image.

Stamp

The paint is stamped onto the image according to the decay and spacing
parameters. If Protect with mask is selected, painting takes into account the
density of the mask.

To display the Brush Editor

Either:
On the Tools menu, click Brush Editor.

Or:
- Click the Editor... button on the Brushes panel.

The Brushes list shows a list of the currently loaded brushes. Selecting any brush
in the list shows its definition on the Source, Profiles, and Filters panels and
allows you to edit it.

To create a new brush
1. Select the brush in the Brushes list that you want to basethe new brush on.
2. Click the + button.

The new brush appears under the User heading and by default has Copy
appended to its name, but you can rename it using the Rename... button below
the Brushes list.
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To assign keyboard shortcut to a brush

You can assign up to 10 keyboard shortcuts to the brushes you use most
frequently so that you can select them with a single keypress.

1. On the View menu, click Options... .

2. In the Options dialog box select Shortcuts in the Keyboard section.

3. In the Paint section of the Keyboard Shortcuts list select one of the entries
labelled Brush Named, enter the name of the brush in the Brush field, and

enter the keyboard shortcut you want to use or click the Type Key... button
and press the key combination on the keyboard:

Options (=]

- General - Invert Onion Skinning -
-Map Labels Backup for Undo

- Intemational Font Update Video

- Shape antrols. R T e Control+Alt+E

i LUT Settings File

: Brush Named

... Prosies
Brush Named

—I- Keyboard
- Shortcuts E Brush Mamed
... Toal Modifiers Brush Named
- Template Brush Mamed

= N!ap Data Brush Mamed
i Shared e -

e Eraze
Database Brush MNamed Clear

Bipootions E + [ Contol [IShit @Ak [ TypeKey

- Attribution

- Map Legend

- Map Projection
-Wirtual Earth

- Digital Globe il Irnpart... | | Expart... | | Feszet

o | mesbicune

If you assigned a keyboard shortcut to a brush it is displayed on the bottom line
of the Brush Editor window.

To test a brush
While you are editing a brush in the Brush Editor you can test it in the Viewer,
or in the Brush Test window.

To display the Brush Test window:
Click the Brush Test button in the bottom right corner of the Brush Editor.

The Brush Test window will be displayed. This includes a palette editor, to allow

you to change the color of the brush, and controls to clear or change the image
displayed in the brush test window:
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Brush Editor =

Brushes | Prafiles

Brushes Source | Fiters
- Builtin
i User Source | Color
Profile | Soft A
Size O 200 =) Flathess 1.00=
Fickup | Mormal Build Up Fiotation @ 0° fatch Path
Opacity T Mode | Mamal - .
Au_tomatlcall_l,l
Decay 000 = Spacing 015 = [Masimum Detail | [ adiust for
L] L] flatness

Rename ... ?

Expaort... | | Irnpart... | Save Defaults || Restore Defaults | [V Use Shared Settings <Mo Shortcut: _ << Brush Test

\Vizr

Fillmage | I
Shapzhot

Load Image...
RedvGreen | P B

Copy To BG

To hide the brush test window:
- Click the Brush Test button again.

To save a brush

1. Click the Export... button below the Brushes list.
- The following dialog box allows you to browse a place to export the brush
file to and name the brush file:
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E Save As
Save in:
L &
e
Recent Places

Desktop

Libraries

1Ay
e}

Computer

&

Metwork

- Libraries - O o
& Documents Music
“‘MI/ Library — Library
| Pictures m Videos
H\‘/ Library S, Library
File name: cpb - Save
Save as type: [Bmsh (".cpb) v] [ Cancel ]

2. Enter a suitable name for it and click the Save button.

To load a brush

1. Click the Import... button below the Brushes list.
- The following dialog box allows you to select the brush file to import:

&J Open (=)
Leokin:  [5] Documents - @ T = -
I Name Dater «
el J My Documents 2210.2
RecentPlaces || pr photos 22102
! J My Received Files 2004.2
My Shapes 14.01.2
Desktop | MyBrush.cpb 21062
Libraries L
L)
Computer
@ =
“ 4| 1 r
Metwork
File name: MyBrush cpb -
Flescftype: [ SiyleSheet (".cpb) *] [ Coneel |

2. Select the brush file and click the Open button.
- The brush will be added to the list of brushes in the Brushes list.
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10.2.3  Defining the Brush Source

Source | Filkers

Source | Clone HOffset 000 = ¥ Offset 000 =

Profile | Soft -

Size (% 2 2 Flatness 1.00=
Fickup | Mormal BuldUp  Fotation @ 0 Match Path
Opacity T Mode | Nommal -

Automatically

Decay 000 2 Spacing 015 = M‘ adjust for
= = flatness

The options on the Source panel in the Brush Editor allow you to define the source
of color for the brush, and associated options.

To define the paint source

Specify the source for the paint by choosing an option from the Source pop-up
menu.

The options are explained in the following table:

Color: The brush paints in the currently selected color.

Clone: The brush takes the color from the image being painted. Useful in
conjunction with an offset for cloning one part of the image to another part.

Background: The brush takes color from the composite background
(Composite mode), or specified background layer (Single layer mode). Useful
for copying from one image onto another image.

Image File: The brush paints with an image loaded from disk. Useful for
painting with copies of a small image; eg leaves.

Image Center: Colors the whole brush with the color at the center of the stamp
Eraser: Makes pixels transparent by painting on the alpha channel.
Image: Takes color from the image

The Image and Background Source options allow you to define an offset in the X

Offset and Y Offset fields. This allows you to pick paint up from one position on
the image or background and paint it in another position.

To define the brush profile
Choose an option from the Profile pop-up menu.

The profile determines how the paint fades away from the center of the brush to
the edge of the brush, as defined by the Size parameter.

You can define new profiles using the Profiles tab of the Brush Editor.

To specify the image pickup

You can specify how the image is picked up by the brush
using the Pickup options:

Normal: The image is picked up before each stamp.
Once: The brush is loaded once on the first stamp.
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After Stamp: The image is picked up after the previous stamp.

To define the opacity and decay

The Opacity and Decay define the density of the paint stamped by the brush, and
the rate at which it decays as you drag. A Decay of 0 gives a brush that never dries
out; larger values dry out faster.

To define the mode

The Mode pop-up menu allows you to specify how the paint is combined with the
image; it provides the same options as the Blend Mode compositing option for
layers.

To define the spacing

The Spacing determines the spacing between brush stamps as a percentage of
stamp size. A large Spacing will give visible gaps between stamps. A small
Spacing will give a smooth stroke.

Choose Fixed from the pop-up menu to make the spacing independent of your
stroke speed, Constant Density to increase the spacing as you drag faster, and
Maximum Detail to ignore the spacing and paint with full detail.

To paint with an image

Any image file, preferably with an alpha channel, can be used as a brush; for
example:

=

1. Choose Image File from the Source context menu.
2. Click the Browse... button and select the image file you want to use.

3. Select Match Path to automatically rotate the image to match the angle of your
stroke.

4. Set the Spacing to an appropriate value to determine the distance between
stamps. Choose Fixed for a fixed spacing irrespective of your speed of stroke:

Brush Editor (=]
Brushes | Profiles |
B_IUSh_ES Source |Em;i
| i-Restore -
-Chalk Source | Image File ~ | C:A\Usershon Fraczak\DesktophCutoutD.raw tif Browse ...
-Blur —_—
. Oil Effect Profile | Linear hd
-Posterise
-Smooth
-Marble ) T —es i i
E Pickup | Momal *| | |BuildU Riokat G 0 =
Black And White L SRS MBSO R ke | Match Path
=I- Uzer Opacity 0 Mode | Nomal - .
... CutoutO.raw  Automatically

S Decay 000 = Spacing 020 = ﬁadtiﬁztsfsm
lilm Rename ... ?l

| Expart... | | Impot... | | Save Defaults |F|est0reDefauIts [] Use Shared Settings <Mo Shorteut> | . Brush Test »>

5. Drag the brush to paint with the image you have loaded:
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Use the Jitter filter to add variations to each stamp.

To load a cutout for use as a brush or profile

You can use a cutout as a brush; this works in exactly the same way as painting
with an image.

Alternatively you can use a cutout as the profile for painting; the cutout defines
the outline of the brush.

1. On the Cutouts panel click the Layout tab to display the Layout panel.
2. Select the cutout you want to use in the Overlay list.
- For more information about creating a cutout see Working with Cutouts.

3. Click the Use for Brush or Use for Profile button:

Lapout | Froperties

@J P ove Cubout Iz far Bruzh
Use for Profile

S — Save Image...
Flip " ertical

Flip Harizontal
Corvert Ta Layer

Use for Brush saves the cutout as a TIFF image which you can load in using the
Image File option in the Brush Editor.

Use for Profile saves the alpha channel of the cutout as an image file which you

can load in using the Create from Image button in the Profiles panel of the Brush
Editor.
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Defining Brush Filter Effects

The options on the Filters panel allow you to create brushes that selectively color
correct, filter, or add an effect to the image as you paint:

Source | Filters
- Colar Correctars - : =
== 0
- AddfSublisct Brightness J 0.00 =
- AutoEqualize |2 Contrast y 0.00 =
lack & Wwihite
Gamma 9, 0.00 =

Saturation 9, 0.00 =

&=

The filters are divided into the following categories:

Blurs: Soften or blur the image.

Color Correctors: Allow you to do local color correction to parts of an image.
Distort: Apply marble, jitter, or turbulence effects to the image.

Effects: Provide image effects, including noise and emboss.

Filters: Process the image according to the values of the pixels.

Multiple: effects are applied in the order they are specified in the list. To
change the order:

Select an effect, and click the Up or Down arrow buttons to change its position
in the list.

To create a brush that applies a filter

1. On the Source panel, set the Source to Image, the X Offset and Y Offset to 0
and the Pickup to Normal.

2. On the Filters panel, add the effects you want to include in the brush, and for
each effect set the parameters.

Defining Brush Profiles

The Brush Editor Profiles panel allows you to define a number of preset profiles,
and then select these when you are using or defining a brush:

The profile determines how the paint dies away from the center of the brush to
the edge of the brush, as defined by the brush size parameter.

The horizontal axis defines the radius of the brush (center on the right), and the
vertical axis is the opacity of the brush stamp.
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The following table shows some sample profiles together with the corresponding
spread of paint they create:

Description  Profile Effect

Linear |

®

=
Soft 3]
u O,
5
)
Solid 5 Bl
i)
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Description  Profile Effect

Neon A

= ®

The Create from Image... button allows you to load in an image and use its alpha
channel as the profile.

You can also create a profile from a cutout; for more information see Moving and
Transforming Cutouts.

To create a new profile

1. Click the + button below the Profiles list.
2. Edit the profile curve as required.

The profile you have defined will be displayed in the Profile list on the Brushes
panel, and the Profile pop-up menu on the Brush Editor Source panel.

To adjust the profile graph

1. Drag the point from the profile curve.
2. Click on the curve to add a new point to the curve.

3. Hold down Ctrl (PC) or Alt (Mac) and drag to extend tangent handles from a
point on the curve.

4. Hold down Ctrl (PC) or Alt (Mac) to adjust one tangent handle independently of
the other one.

To rename a profile

1. Select the profile in the Profiles list.
2. Click the Rename... button.

Managing Painted Materials

Working on a Viz Curious Maps project often involves importing a number of
images or movies and then making changes to the images, or to one or more
frames in the movies, before rendering out a composite of the resulting project.

Changes you make to images or movies never affect the original source materials.
Instead, a copy of every image is saved, and every modified movie frame, in a
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painted materials folder on your hard disk. Actions that cause painted materials
to be saved include: painting on an image or its mask using the tools on the
Brushes panel, drawing shapes using the tools on the Graphics panel, sticking
shapes, text, or cutouts from the Overlay list, and applying image effects

from the Image panel.

You can conform an image or movie layer, or its mask, to incorporate all the
changes painted onto that layer and create a new image or movie that reflects
those changes. You can then incorporate the conformed image or movie, or the
mask, into another project without requiring the saved painted materials.

You can also export, as an image sequence, just those frames of a layer that have
been painted on. By default the painted materials are stored in a PaintedMaterial
folder in the Viz Curious Maps folder, but you can change this to any desired
location.

To conform an image or movie layer

Viz Curious Maps never changes original files on disk as they are painted. You can
conform a layer to produce a new complete movie or sequence incorporating all
the painted frames. The layer is then updated to use the conformed material.

1. Select the layer you want to conform.
2. On the Layer menu, click Conform Layer... .
- A warning confirms the Conform Layer... action.

3. Click the OK button to continue.

- The Conform Layer dialog box then allows you to give a name to the movie
and specify the format:

Conform Layer @
Output: | Image Sequence, one frame per numbered file
Files: [o:AT emptUtitled0000. prg Brawse...
Format, PG Image(*.pnag) -
Settings:
Frame Size. ..
Tiring...
- PMGImage
Format Optiohs. .. | | Render RGEBA [Millions of Colors+] if supported by format
| Fremultiplied alpha [matted on black] v|

Field Render...

Fender Range
Whole Movie

Shart | O00:00:00:00 End| 00:00:00:00 Dyr | 00:00:00:01

| FRender | | Lloze | _?l

4. Check Render RGBA (Millions of Colors+) if supported by format to include the
alpha channel in the conformed layer.
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5. Click the Render button to render the layer.

The movie layer will be updated to use the new conformed movie, eliminating the
need for the painted materials.

To conform a mask

You can also conform the paint mask of an image or movie layer to create a movie
or sequence on disk containing the paint masks for the layer. The mask is output
at the size of the original material for the layer, without transformations or filters
applied to the layer.

1. Select the layer whose paint mask you want to conform.
2. On the Layer menu, click Conform Mask... .

A warning confirms the Conform Mask... action.

3. Click the OK button to continue.
4. Proceed as described for conforming a layer.

To export the painted frames from a layer or its mask
1. On the Layer menu, click Export Painted Frames... or Export Painted Masks... .

The Export Painted Frames dialog box then allows you to specify the filename for
the image sequence, and the file format:

Export Painted Frames @

Output: | Image Sequence, ane frame per numbered file

Files  C:A\TempbUnfitled0000 prg

Format, PG Image(*.pna) -

Settings

Frame Size. ..

Timing...

_ PMNGImage
Farmat Options. .. V| Render RGBA [Millions of Colors+] if supported by farmat

Straight alpha [unmatted) -

§ FPremultiplied alpha [matted on black]
Field Render... Straight alpha [unmatted) |

Fender Range

@ Whole Project
Slider Bange
Part of the Project:

Start | 00:00:00:00 End| 00:00:01:24 Dyr | 00000200

(e )] B

2. In the Render Range section specify the range of the project that you want to
render.

3. Click the Render button to continue.

An image will be created for each of the painted frames, numbered with the frame
number.
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To specify the location of the painted material

1. On the View menu, click Options... .
2. In the Preferences dialog box select Material in the Paint section.

This allows you to change the location of the PaintedMaterial folder, and allows
you to display the Painted Material Manager by clicking the Manage painted
Material... button:

Options =]
- Shared B Termparary Starage for Unzaved Images
EM Fainting on images or movies creates changed temporary frames which are stored in a
atabasze central location. The original image or movie iz never itzelf changed on disk,
ocations . L .
tibution You must specify a location in which temporarny changed frames can be stored.
ap Legend
ap Projection C:\Program Files (x86)\Curious Software\Curious World Ma) | Browse. .
irtual Earth —
: tal Glob
Localt?é:s ohe Storage of Saved Images
|- File Farmats Final saved images can be stored in a folder with the saved project file or centrally in
L G the folder chozen above. Saving with the project file iz strongly recommended as it
. provides maximurm portability of your projects. ''ou can easily move the project file and
- Mumbering

itz azzociated image folder to anather location or computer.

m

= Paint

Mew projects should zave therr painted images:

@ in the zame folder as the project file [Recommended)

in the central Painted M aterial folder, path as set above.

I anage Painted baterial... |

1

To display the painted materials

The Painted Material Manager displays all the material saved for the different
projects you have worked on, and allows you to delete material you no longer
need. It also allows you to rescue material, in the event that the original project
has been accidently deleted.

- On the View menu, click Paint Material Management... :

The Projects list displays a list of the projects with saved painted material.

To display the materials for a project

- Select the project name in the Projects list.
The Painted Material Manager will show the full pathname of the project file,
together with a list of the painted materials used by the project. Material that is no

longer referenced by a layer in the project is drawn in red to indicate that it is in
the trash.

To delete specific material

. Select the material in the Painted material list and click the Delete Selected
button.

To rescue material from a lost project

If a project file is lost the material it referenced will not be available until it has
been copied into a new project.
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Select the material in the Painted material list and click the Rescue Selected
button.

The original source material and any painted frames will be copied into the
current project.

To remove material from a project that is no longer referenced by a layer
Click the Empty Trash button.

To delete all the material in a project
Click the Delete All button.

You will not be allowed to delete material in use by the current project.
WARNING! Do not delete materials in any project you still need, or you will
not be able to load the project in its last saved version.

10.3
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Adding Graphics to Images

‘ Brushasl Graphics |Shapas | Tent | Cutauts | Fx | Image | Mash | Macms‘

Quick Shapes Fload Fill G

G s S

— Dpast ) ) =
@ Circle PEEE 00 B8 I:‘ Flaad Fil Tolerance G I ] 10sE =
— 1 02 o

@ Elipse el @ Filto color [ i B JlomR
@ Fectangle | oo = trtializs [V RGE = |0-100:

— EN Magic ‘Wand
Drop Shadow l_l I;\‘

The Graphics panel allows you to draw simple geometric shapes directly onto an
image, or a frame of a movie. These tools provide a convenient way of creating a
solid area of color in an image or a simple mask, where you do not need the
flexibility and editability provided by the options on the Shapes panel.

Like the tools on the Brushes panel, the tools on the Graphics panel affect the
image immediately, without needing to be stuck to the image. If you want to
create editable shape overlays use the options on the Shapes panel instead.

To draw a quick shape

1. Use the paint controls to specify whether the shape is drawn into the image
and/or mask, and whether it is protected by the mask.

2. Use the Color Chooser to specify the shape color.
3. Select the Circle, Ellipse, or Rectangle tool in the Quick Shapes section:
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[uick Shapes

— ] Opacity

Q | Circle
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g Softhess

D+| Rectangle | 0on =

Drop Shadow l:l

4. Drag to draw the shape.
- You can hold down Ctrl (PC) or Alt (Mac) to constrain the shape to a circle or
square respectively.

5. Release the mouse button to draw the shape.

To define the drop shadow

1. Click the ellipse (...) button to the right of the Drop Shadow checkbox.
- The following dialog box allows you to define the drop shadow:

Drop Shadow ]

Shadow for
Quick Shapes

On |+

EL
v 300

1|k

Opacity |

Softness 2
Color ! _?l

To flood fill areas of the image or mask

The Flood Fill tools allow you to fill a contiguous area of pixels with the current
color:
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1. Use the Color Chooser to specify the color to fill with.

The tools are described as follows:
Flood Fill: Flood fills areas of uniform color in the image.

Fill to Color: Flood fills the image up to the color specified by the Fill to Color
box.

Magic Wand: Flood fills the paint mask based on areas of uniform color in the
image.

After selecting the appropriate tool:
2. Click on a color to start filling from that color.

3. Move the Tolerance slider to the right to flood a larger range of colors around
the color you first clicked on.

4. Select Antialias to blur the edges of the filled area.

With the Magic Wand tool you can click additional areas to add to the mask, or
click with Shift to remove areas from the mask.

The Magic Wand tool is particularly useful for making cutouts; see Creating
Cutouts.

Transforming Images

‘ Brushes | Graphics | Shapes | Text | Cutouts | Fx | Image |Mask | Macms‘

Transtorm G Y e R )
4 eearoac
Flip Harizortal B 1ok
__HedvGreen DL || [ ] ]
D _|
H_EETEEN
[ ]
| ||

The options on the Image panel on the Paint panel allow you to transform an
image or movie. The Roll operation is designed to assist in creating textures that
tile seamlessly.

To flip the image about a vertical or horizontal axis
Click the Flip Vertical or Flip Horizontal button.
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To create a seamlessly tiling image

The following example shows how to create a seamlessly tiling texture from an
image.
1. Load the image into a new layer:

2. Click the Roll button.
- This exchanges opposite quadrants of the image:

3. Use the painting tools, such as Blur and Clone, to make the joins look invisi-
ble:

4. Click the Roll button again to create the image:
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- This image can then be used to tile seamlessly, without any visible joins:

‘_‘iJ ; ‘,I y o ‘I“-r
£

170 Chapter 10: Painting



11

Adding Image Effects

Viz Curious Maps provides a wide range of image effects, including color
correctors, filters, and procedural effects. You can apply effects to any layer using
the options on the Layer Fx panel, and these effects can be animated.
Alternatively, the Fx options on the Paint panel allow you to apply fixed paint
effects to an image or movie layer.

This section contains information on the following topics:

Adding Image Effects to a Layer
Adding Paint Effects
Image Effects

Adding Image Effects to a Layer

Properties | Contents | Paint | Lighting | Layer Fx | Keybars

, Effects -
\ i Add Noiss

Light Direction (1) %0° %000 =

Light Elevation 0 3000 =
Bump Height g 50% =
Color |

Mix With Image © 0% =

. Simple Bump Map
i i Golarize -

Save... Load...

To apply one or more image effects to a layer

1. Select the layer.
2. Click the Layer Fx tab to display the Layer Fx panel for the layer.

Every parameter of an effect can be animated. For more information see Using the
Keybars Panel.

To add an effect to a layer

1. Click the arrow symbol to the left of a heading in the effects list to expand the
list, and show the effects under that heading.

2. Select the filter and click the > button to add it to the right-hand list of effects
to be applied to the layer.

Each effect displays a set of controls to allow you to adjust its parameters.
To determine the order in which the effects are applied
The order of effects in the list determines the order in which they are applied.

Select an effect in the right-hand list and click the up or down arrow buttons
to move it up or down in the list.
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11.2  Adding Paint Effects
‘Brushesl Graph\cslShapeslTexl |Eutouls‘ Fi |Image | Mask |Macros|
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- Emboss F Bump Height o 50% = | E— 0
- oo - ) 1 [Fes o 100 ]
E:LS:.Q Mix With Image © 0% (= lm _ ﬁ‘l== n=
Ew‘?:usleﬁumpMaD i K %J ._I.. ..=
To preview a paint effect
1. Click the Fx tab on the Paint panel to display the paint effects.
2. Select the effect in the list.
Each paint effect displays a set of controls to allow you to adjust its parameters,
and these are displayed to the right of the effects list.
The effect is previewed in the Viewer as you change the parameters.
To apply the paint effect permanently to the image layer
Click the Apply button.
To apply one or more paint effects to every frame of a movie you can record a
macro; see Automating with Macros.
To restore the image to its previous state
Click the Cancel button.
To reset the paint effect parameters to their default settings
Click the Reset button.
11.3 Image Effects
The image effects are divided into the following sections:
Backgrounds
Provides options for creating textured and patterned background images such as
gradients or clouds.
Blurs
Allows you to blur or soften an image.
Color Correctors
Provides controls for adjusting the color balance of the image, adding/subtracting
colors, or correcting the image in any of the alternative color models.
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Distort

Provides options for transforming or distorting an image.

Effects

Provides artistic effects including emboss, crystallize, motion blur, ripple,
solarize, and stained glass.

Filters

Provides image effects such as edge detection, erode, and threshold.

Grain

Provides filters for removing or simulating film grain.

Sharpen

Provides options for sharpening images.

Transition

Provides wipes which can be animated to give a transition between two images or
movies.

Video

Provides filters for broadcast video use.

Adobe After Effects plug-ins

If you have Adobe After Effects-compatible plug-ins installed on your system,
some of these can be used in Viz Curious Maps and will be listed in the effects
list.

For details on which plug-ins can be used with Viz Curious Maps please contact
your local Vizrt representative.
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12 Extracting Masks

This chapter describes the options in Viz Curious Maps for extracting a mask
automatically from an image based on its colors. With certain images, where the
foreground is very distinct from the background, this can provide an extremely
quick way of creating a finished mask. With more difficult material it can often
provide a useful starting point for painting a mask manually.

This section contains information on the following topics:

Introduction
Mask Extract Tools

12.1 Introduction

‘ Brushesl Graphics | Shapes | Test | Eutoulsl Fx | Image‘ Mask | Macros

Component Ertract

Component B C — )
Luma Extract | =
Chroma Esfract LUT Graph " c I | wosk
Foreground Ektract B 100~
Backomund Exfract — | 100
Color Extract n

Hus Exa Ll 0

-

The mask extract tools are provided on the Mask panel on the Paint panel. Each
tool includes its own set of controls to allow you to adjust its parameters, and
these are displayed to the right of the mask extract tools list.

To extract a mask

The following image contains yellow poppies against a predominately blue

1. Select Component Extract, and choose Yellow from the Component drop-
down menu to mask yellow areas of the image

2. Adjust the LUT graph to achieve an optimum mask:
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Component | Yellow - |~

Chromna Exstract LUT Graph

Foreground Estract
Background Extract
Color Extract
Hue Extract

<

The masked areas will be displayed in the mask color:

Click the Apply button to apply the mask permanently.

See Also
Painting

12.2 Mask Extract Tools

Component Extract

Extracts a mask based on the level of a specified component: Red, Green, Blue,
Cyan, Magenta, Yellow, Alpha, or Max:

Component Red - -

LUT Graph

Luma Extract

Extracts a mask based on the luminance value of each pixel. The graph allows you
to define the mapping between the luminance value and the output mask value.

Chroma Extract

Extracts a mask based on the minimum and maximum chroma levels.
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Foreground Extract

Extracts a mask based on the predominance of the chosen component, red,
green, or blue, in the foreground. The graph allows you to define the mapping
between the raw values extracted and the output mask value.

Background Extract

Extracts a mask based on the predominance of the chosen component, red,
green, or blue, in the background. The graph allows you to define the mapping
between the raw values extracted and the output mask value.

Color Extract

Extracts a mask based on a specified color level.

Hue Extract

Extracts a mask based on the proximity of the color at each pixel to a specified
source color:

Source Color HEE

Hue range i 30% =
Sat range n 0% =
Val range 0 30% =
Softness 9, 20% =
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13 Automating with Macros

Macros provide a convenient way of recording actions, such as painting or image
processing, and then applying them to several frames of a movie. They also allow
you to repeat the same sequence of actions in a series of different projects.

This section contains information on the following topics:

Using Macros

13.1 Using Macros

Brushes | Graphics | Shapes | Test | Cutouts | Fx Image | Mask | Macros

Start Recording
" | RECORDING Apply Tracks [B)
Stop Recarding | —

|Play Macio |

|Play On Range... |

|save Macio.. |

|Load Macro.. |

Macros allow you to record any of the painting or image manipulation actions,
including painting with brushes, and then replay them on another image or each
frame of a movie.

Features of the movie that should not be affected can first be masked using
rotosplines.

To record a macro

The following example illustrates recording a macro, applying an image
processing operation to one frame of the movie, and then replaying it on all
frames.

| Protect with Mask [Filllmage | !

| Paint Image |7C|ear mage |
Pairit b azk [Fil Mask | J
|Clear Mask |

| Display Image

Dizplay Mask ! ||nvertMask |
{1

Orion Skinning
G

BG Irvert FG

1. Select Protect with mask in the paint controls, to use the mask to protect the
image.

2. On the Macros panel click the Start Recording button.
.+ The panel displays RECORDING.

3. On the Image panel select the image processing function, such as Black and
White, and click the Apply button.
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- The current frame will be converted to black and white outside the masked
area:

4. On the Macros panel click the Stop Recording button.

To replay a macro

1. Click the Play On Range... button.
- The following dialog box allows you to specify which frames are affected:

Frame Range =]

() whole praject
() Slider range
@ Part of project

Start i}
End [} Druration B0

This action cannat be undone

[ 1] J [ Cancel ]

2. Select Part of Project, enter the range omitting the first frame, and click the OK
button.

You can now preview the movie to confirm that the operation has succeeded.

Any number of different paint and image processing operations can be recorded
into a single macro.

To save a macro
After creating a macro you can save it, and then reload it for use in another
project.

1. Click the Save Macro... button.
2. Enter an appropriate name and click the Save button.

To load a macro

1. Click the Load Macro... button.
2. Select the macro you want to load and click the Open button.
3. Click the Play Macro or Play on Range... button to replay the macro.
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14 Working with Shapes

This section explains how to add drawings to your map by creating vector shapes,
either using separate shape layers or by adding shape overlays to map layers. It
explains how you can create and edit shapes, and change their appearance to
achieve exactly the effect you want.

This section contains information on the following topics:

Introduction

Creating Shapes on a Shape Layer
Creating Shape Overlays

Shape tools

Cutting/Pasting and Exporting/Importing Shapes
Editing Shapes

Editing Points

Defining the Appearance of Shapes
Animating Shapes

Specifying How Shapes are Displayed
Setting the Shape Layer Properties
Animating Shape Layers

Adding Shape Overlays to a Map Layer

14.1

Introduction

Each shape consists of a number of points joined by straight lines or smooth
curves. A range of shape tools is provided to enable you to draw shapes point by
point, by drawing a freehand curve, or by drawing a precise rectangle or ellipse.

Each shape has a start point and an end point, displayed as circles; the
intermediate points are displayed as squares. In a closed shape the start and end
points are joined:

Figure 12: Open and closed shapes

]
& :

=F) 33

2 2

You can control the appearance of shapes by changing the border and fill colors,
border thickness, opacity, and blur. Shapes can be edited or transformed after
you have created them, and a series of tools are provided to allow you to move,
edit, divide, or join shapes. You can also use a shape to cut a hole in the currently
selected layer.
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You can animate the entire drawing on the shape layer, the individual shapes in
the drawing, and the individual points of each shape. So for example, a shape

could be used to show the path of a hurricane, with the shape changing in size as
it moves across the land.

Shape Layers

You can create shapes in one or more shape layers. Each shape layer can be
animated as a single unit, pinned to a map layer, wrapped to the map, and scaled
to the map. Typically you would create a new shape layer for each drawing
consisting of several shapes. This makes it easy to transform the complete
drawing as a unit, such as animating its position or fading it in by changing the
opacity. Shapes can also be used to create holes in other shapes.

Shape Overlays in Map Layers

You can also add shape overlays to a map layer. Shape overlays are always
wrapped to the map, and can be displayed in the same style as other map details.

Shape overlays in map layers can be constructed by automatically tracing an
existing map detail.

See Also

Creating Shapes on a Shape Layer
Creating Shape Overlays

14.2 Creating Shapes on a Shape Layer

‘ F'mperliesl Contents ‘F'amt | Lighting | Layer Fx | Keybars‘

@ Hew Polygon
L) Shape | Foints | Properies | Animation | Display|
\; Hew Bezier ] Shape Properties
% Mave Shape  [Smosth

Hew B-Spiine = @ Filed ) Dutline
) [ oeenseps  (Ehapen ] .
@] Hew Freshand — ) Upen
o=t [ oiide shape ® Closed
lg] Hew Circle =>
—_ Juin Shapes
@ New Elipse ¥ Groupl Wz M " [F] Use To Cut Hole:
@ New Rectangle Polygon 1 Default Area Shape [ @)

[ (| [+ E E Fix Shape Remove Keys

This section contains information on the following products:

To create shapes on a shape layer

To show or hide a shape on a shape layer
To edit a shape on a shape layer

To rename a shape on a shape layer

To create shapes on a shape layer

1. On the Layer menu, point to Add Layer, and then click Shape.
- A new empty shape layer will be created at the top of the Layers list:
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¥ Shape

@, Map Layer

2. Click the Contents tab to display the shape tools.
- The New Polygon tool is selected to allow you to create a shape.

3. As you add shapes to the shape layer they will be shown in the Shapes list on
the Contents panel for the layer.

To show or hide a shape on a shape layer

Gl

Click the eye icon to the left of the shape name in the Shapes list.

To edit a shape on a shape layer

1. Select the shape you want to edit in the Shapes list.

2. Use the options on the Shape, Points, Properties, Animation, and Display
panels to edit the characteristics of the shape as required.

To rename a shape on a shape layer

1. Select the shape layer in the Layers list
2. Click the Rename... button below the Shapes list.
3. Enter a name for the shape and click the OK button:

s 5

Rename Shape @
Pollution
()4 ] I Cancel I
See Also

Creating Shape Overlays

14.3 Creating Shape Overlays

‘ F‘ruperliesl Contents ‘F‘aml | Lighting | Layer Fx | Keybars‘

| Explorer | Search | Streets | Imported Data| Cvertays | Details Sty Shest [poliedl ) [allanFcstnes
E]FD'PQD“ Stle | Propetties | Shape | Symbol|
5 R Sea
[33] Hew Bezier Add Satslite Image Unselected Land
= Selected Region
lg Mew B-Spline Bird's Eye. Lakes
= Rivers
[@ New Freshand ke
] Parkland
[ WewCice Building
@ New Ellipss Dt
= | 3 Shapel Defaul...a Shape
ew Rectangle rul = [ ORI,
o [ Scale lsbels with map 4] (] [Dwvenide Stye (+)..] [ Edt. ]

This section contains information on the following products:
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To create shape overlays

To rename a shape

To change the order of shapes
To delete a shape

To copy a shape

To edit a shape overlay

To create shape overlays

1. Select a map layer in the Layers list.
2. Click the Overlays tab on the Contents panel to display the shape tools.

- As you add shape overlays they are shown in the Details list on the Contents
panel.

To rename a shape

1. Select a layer (not a shape layer) in the Layers list
2. Select a shape from the Details list
3. Click the Properties tab and edit the Label field

To change the order of shapes

Either:
1. Select the shape you want to move from the Details list

2. Click the up or down arrow button below the Shapes list or Details list

Or:
Right-click (PC) the shape you want to move, or click while holding down Ctrl
(Mac), and click one of the Ordering options on the pop-up menu:

Cut
Copy
Paste
Remove

Clear

Fit Map
Center Map
Export...
Import...
Ordering k Maowve Up
s

I D
Mew Feature... ove Lown

Add Shape Detail b Move Top

Mowve Bottom

Or:
Drag the shape to the new position in the Details list
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To delete a shape
Either:
Select the shape you want to delete and press the Backspace key

Or:
Right-click (PC) the shape you want to delete, or click while holding down Ctrl
(Mac), and click Remove from the appearing context menu

To copy a shape

You can cut, copy, and paste shapes between layers or between projects using the
Cut, Copy, and Paste options on the Edit menu or the Shapes list or Details list
context menu.

You can also export one or more shapes, and then import them into another layer
or another project, using the Export... and Import... options on the Shapes list or
Details list context menu.

To edit a shape overlay

Select the shape you want to edit in the Details list and then use the options
on the Shape panel to edit the characteristics of the shape as required.

See Also

Creating Shapes on a Shape Layer

14.4  Shape tools

The following shape tools are provided for drawing shapes on shape layers, and
overlays on map layers:

‘@ New Polygon: Straight lines and polygons.
= . .

«+% New Bezier: Smooth Bezier.

\QI New B-Spline: Smooth B-Spline.

\@ New Freehand: Freehand shapes.

‘@ New Circle: Circles.

‘@ New Ellipse: Ellipses and circles.

\m New Rectangle: Rectangles and squares.

Note: All shape tools are available to map layers; however, not all features of all tools
are (e.g. Points editor)

As you are drawing a shape a floating palette gives you options for completing the
shape:
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[E3)

Shape
Firish
Shape As:

Area

Clazed Line

Open Line

Delete Last

Cancel

- Alternatively, to cancel drawing a shape press the Esc key.

For more information about using each of these shape tools see the following
procedures:

To draw a polygon, Bezier, or B-Spline shape
To complete the shape to make an area shape
To complete the shape to make a line shape
To draw a freehand shape

To draw a geometric shape

To draw a polygon, Bezier, or B-Spline shape

1. Select the New Polygon, New Bezier, or New B-Spline tool:

2. Click at the appropriate position to draw each point.
- As you draw the points, the shape will be shown as straight line segments
(New Polygon tool), smooth Bezier curves (New Bezier tool), or B-Spline
curves (New B-Spline tool) determined by the point positions:

- The points are drawn in red with the two endpoints highlighted in yellow by
default.

To complete the shape to make an area shape

Either:
Click the Area button in the floating Shape palette.

Chapter 14: Working with Shapes



Or:
Right-click (PC) the point, or click while holding down Ctrl (Mac), and click
Make Area Shape from the appearing context menu:

Make Area Shape
Make Open Line Shape
Make Closed Line Shape

Remowve Last Point

Remowve All Points

v Auto Complete Shape

Clear Selection

Clear Selection

- The shape will be closed and displayed, drawn with the current area style:

To complete the shape to make a line shape

Either:
Click again on the last point you drew.

Or:
Click the Closed Line or Open Line button in the floating Shape palette.

Or:
- Right-click (PC) the shape, or click while holding down Ctrl (Mac), and click
Make Open Line Shape or Make Closed Line Shape from the appearing context
menu.

- The shape will be drawn with the current line style:
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To draw a freehand shape

1. Select the New Freehand tool
2. Hold down the mouse button and drag to create the shape you want to draw:

3. Click Points tab and select Move Points. As you drag, points will be added as
necessary to create the shape you are drawing.

4. Complete the shape as for drawing a point shape.

- The freehand shape will be converted to an equivalent Bezier curve that
uses as few points as possible.

To draw a geometric shape

1. Select the New Circle, New Ellipse, or New Rectangle tool

2. When using the New Ellipse or New Rectangle tool, hold down Ctrl (PC) or Alt
(Mac) to constrain the shape to a circle or square:
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- When you release the mouse button the shape will be filled with the current
area style.

14.5 Cutting/Pasting and Exporting/Importing Shapes

Several options are available to help you reuse shapes within a project, or
between projects. You can cut, copy and paste shapes within a shape layer,
between shape layers, or between shape layers and shape overlays, to make
multiple copies of a shape or use one shape as the starting point for another
shape.

You can also export shapes to a file and then import them into a different project,
to reuse artwork you have created on a previous occasion.

To cut or copy a shape

Either:
Click the shape in the Shapes list or Details list with the right mouse button
(PC), or while holding down Ctrl (Mac), and select Cut or Copy from the
appearing context menu.

Or:
1. Select the shape in the Shapes list or Details list.

2. On the Edit menu, click Cut or Copy.
- Cut deletes the original and puts it onto the clipboard.

- Copy makes a copy of the original on the clipboard leaving the original
unaffected.

To paste a shape

1. Select the shape layer or image/movie layer on which you want to paste the
copy.
2. On the Edit menu, click Paste.

- If you pasted onto a shape layer the shape will be added at the top of the
Shapes list for the layer.

- If you pasted onto an image or movie layer the shape will be added to the
top of the Shapes list or Details list for the layer.

Chapter 14: Working with Shapes 187



188

To export a shape

1. Right-click (PC) to select the shape in the Shapes list or Details list, or click
while holding down Ctrl (Mac), and click Export... from the appearing context

menu.

- The following dialog box allows you to give a name to the shape file:

K save As

L
5

Recent Places

Desktop
w=nl
Libraries

LS

—_—

Computer

Metwork

Save in:

X
| Projects ~- & ¥ = -
Mame = Date modified Type
Mo iterns match your search,
€| i 3
File name: Weather Pattems - Save
Save as type: ICun‘ous Maps Export *.cmx) vJ I Cancel I

2. Enter an appropriate name and click the Save button to save the shape.

To import a shape

1. Right-click (PC) in the Shapes list or Details list, or click while holding down
Ctrl (Mac), and click Import... from the appearing context menu.

- The following dialog box allows you to select the shape you want to import:
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& Open X5

Look in: , Projects - @ T e
I Mame = Date modified Type
e o Weather Patterns.crmx 29.05.2011 09:12 CMX File

Recent Places

Desktop

w=nl
Libraries

A

_—

Computer

@\ 4 L[}

Metwork
File name: Weather Pattems.cmx -

Files of type: ’Source Files {*.cme;” k" kmz) v] ’ Cancel ]

2. Select the shape file and click the Open button to import it.

14.6  Editing Shapes

The options on the Shape panel allow you to edit the entire shape:

Shape | Faintz I Froperties | Animation | Displa_l,l|

Shape Properties
oveShape
@ Filled ) Outline
5] ovenshooe

(71 Open
ng Divide Shape @ Closed

Join Shapes

[]Use To Cut Hale

[Fi:-: Shape ] [Hemu:uve K.eyps

It provides the following options:

Move Shape: Allows you to move, stretch, or rotate a shape.

Open Shape: Opens a shape at a selected segment or point.

Divide Shape: Divides a shape into two shapes.

Join Shapes: Joins two shapes.

Smooth: Converts all the points on a shape from corner points to curve points.

Sharpen: Converts all the points on a shape from curve points to corner
points.

Filled/Outline: Specifies whether the shape will be filled.

Open/Closed: Specifies whether the segment between the endpoints should
be drawn.
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Use To Cut Hole: Makes the shape cut a hole in shapes below it in the Shapes
list.

Fix Shape: Adds a keyframe (e.g. to an animated path).

Remove Keys: Removes a keyframe. Use Next and Prev Shape Key to jump
between the keyframes.

These options are described in greater detail in the following procedures:

To move a shape

To resize a shape

To rotate a shape

To move the pin position

To open a shape

To divide a shape

To join two shapes into one shape

To move a shape

1. Select a shape from the Layers list
2. Select the Contents tab, and then the Shape tab
3. Select the Move Shape tool.
- The shape is shown with a dotted bounding rectangle.

Either:
Drag the shape by a point within the rectangle to move it to a new position

Or:

Right-click (PC) at the destination, or click while holding down Ctrl (Mac), and
click Move here from the appearing context menu:

Move here
Apply Track Data to Shape...
Align 3

Space Evenly k

Clear Selection

To resize a shape

1. Select a shape from the Layers list

2. Select the Contents tab, and then the Shape tab
3. Select the Move Shape tool.
4

Move the mouse pointer to one of the eight handles on the corners or
midpoints of the bounding rectangle.

5. Drag to resize the shape:

Chapter 14: Working with Shapes



6. Hold down Ctrl (PC) or Alt (Mac) to constrain the shape to its original aspect
ratio.

To rotate a shape

1. Select a shape from the Layers list
2. Select the Contents tab, and then the Shape tab
3. Select the Move Shape tool.

4. Point to the rotation handle, which is a yellow circle to the right of the pin
position.

- The cursor changes to a rotation symbol.

5. Drag the handle to rotate the shape about its pin position:

To move the pin position

1. Select a shape from the Layers list

2. Select the Contents tab, and then the Shape tab

3. Select the Move Shape tool.

4. Point to the pin position, which is initially at the center of the shape.
- The cursor changes to a pin symbol.

(9]

Drag the pin position to move it.
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To open a shape

-

1. Select a shape from the Layers list
2. Select the Contents tab and then the Shape tab
3. Select the Open Shape tool:

Either:
Click the border of the shape to open the shape with the start and end points
either side of the corresponding segment:

Or:
1. Click a point to open the shape using that point as the start point.

2. Click the point a second time to use that point as the end point.

To divide a shape

AN

Select a shape from the Layers list

Select the Contents tab and then the Shape tab

Select the Divide Shape tool:

Drag between two non-adjacent points on the border of the shape.

The shape will be split into two shapes along the line joining the points.

A WN =

To join two shapes into one shape

I

4
1. Select a shape from the Layers list
2. Select the Contents tab and then the Shape tab
3. Select the Join Shapes tool:
- The start and end points of each shape will be displayed.

4. Click the start or end point on the first shape.
- A line will extend to the cursor.

5. Click the start or end point on the second shape.

- The selected endpoints will be joined to combine the two shapes into a
single shape.
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14.7 Editing Points

Shape | Foints | Froperties | Animatian | Displa_l,ll

Move Points @ Sharpen Points ]:}_ gﬂhft
‘@ Tranzfarm Pointz ‘E’ Smooth Points

()] Add Poins P A eEen
‘E’ Delete Points @ Shape Edge

|Fi:-c Shape | |Hemwe Keps |

The options on the Points panel allow you to adjust individual points on a shape,
and provides the following options:

Move Points: Allows you to move points, or adjust their tangent handles.
Transform Points: Lets you rotate one or more selected points as a unit.
Add Points: Allows you to add points to a shape outline.

Delete Points: Click a point to delete it from the shape outline.

Sharpen Points: Click a point to convert a curve point to an angle point.

Smooth Points: Click a point to convert an angle point to a smooth curve
point.

Align Between Points: Click two points to align intermediate points into a
straight line.

Shape Edge: Allows you to soften the edge of a shape.
Adjust Pulls: Allows you to adjust each point by pulling each point’s handle.
Fix Shape: Adds a keyframe (e.g. to an animated path).

Remove Keys: Removes a keyframe. Use Next and Prev Shape Key to jump
between the keyframes.

When any of the tools on the Points panel are selected you can also right-click
(PC), or click while holding down Ctrl (Mac), and select an option from the
appearing context menu:
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Remove point
Rermove key
Add key
Activate
Deactivate
Smooth in
Smooth both

Smooth out

Smooth all

Set AutoSmooth
Clear AutoSmooth
Sharpen in
Sharpen both
Sharpen out
Sharpen all

Apply Track Data te Point ...

To deactivate or activate a point

Select a shape from the Layers list

Select the Contents tab and then the Points tab

Select the Move Points tool

Right—click (PC), or click while holding down Ctrl (Mac), and from the
appearing context menu click Deactivate or Activate on the pop-up menu

- A deactivated point is stored with the shape, but does not affect the shape.

A WN =

To move one or more points on the shape outline

1. Select a shape from the Layers list
2. Select the Contents tab and then the Points tab
3. Select the Move Points tool
4. Click the point you want to move
- The point turns yellow to show it is selected.

5. Drag the point to the new position:
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To move several points at once, first select them by holding down Shift and
clicking them, or drag to enclose them.

You can also move points with the Add Points tool selected by holding down Alt
(PC) or Ctrl (Mac).

To adjust the curvature at a point on a Bezier curve

Every point on a Bezier curve has a pair of tangent handles. The angle of the
tangent handles determines the angle of the curve through the point, and the
length of the tangent handles determines the curvature.

=
Select a shape from the Layers list
Select the Contents tab and then the Points tab

Select the Move Points tool

Hold down Ctrl (PC) or Alt (Mac), and drag a point up/down/left/right to adjust
the smoothness at that point:

A WN =

5. Drag one of the tangent handles to adjust the curvature at the point.

6. Hold down Ctrl (PC) or Alt (Mac) while dragging a tangent handle to make it
independent of the other one.

7. Hold down Shift+Ctrl (PC) or Shift+Alt (Mac) to align both tangent handles.

To adjust the curvature at a point on a B-Spline curve

Every point has a pull factor which determines how close the curve gets to the
point.
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Select a shape from the Layers list
Select the Contents tab and then the Points tab
Select the Move Points tool.

Hold down Ctrl (PC) or Alt (Mac), and drag a point up/down/left/right to adjust
the pull factor at that point.

A WN =

To add points

Select a shape from the Layers list

Select the Contents tab and then the Points tab
Select the Add Points tool

Click on the shape outline to add a point

Hold down Ctrl (PC) or Alt (Mac) to insert the new point equidistant from its
neighbors.

- After clicking you can drag the new point to position it.

- You can also add points with the Move Points tool selected by holding down
Alt (PC) or Ctrl (Mac).

urT W IN—

To delete points

Select a shape from the Layers list

Select the Contents tab and then the Points tab
Select the Delete Points tool

Click a point to delete it

AW N =

To soften the edge of a shape

Select a shape from the Layers list
Select the Contents tab and then the Points tab
Select the Shape Edge tool

Drag to extend a second outline around the section of the shape you want to
soften.

- The edge of the shape will fade smoothly between the two boundaries:

AW N =

14.8
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Defining the Appearance of Shapes

The options on the Properties panel allow you to adjust the fill and outline styles
of the shape, apply a texture to a shape, change its opacity and softness,
transform it numerically, or add a drop shadow:
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Shape | Fointz | Properties | Animation | Displa_l,ll

[ Appearance

P Transform

=] Drop Shadow
=[] Motion Blur
[ Producer Export

This section contains information on the following topics:

Appearance options
Transform options

Drop shadow options (not rotoshapes)
Motion blur options
Producer Export options

Appearance options

Shape | Pointz | Properties |.-’-'-.nimati|:|n | Displa_l,ll

% Appearance F-
Style ’Default Area Shape v] (N
Opacity AT
Softness 0 IW =
Soften Fill Mask &

Write On Amount [ 100.00 & =

The Style pop-up menu lets you select a style for the shape.

Use the Opacity and Softness controls to adjust the opacity of the shape and the
softness of its edge.

The Write On Amount allows you to animate the appearance of a line shape, such
as to indicate the route of a journey. The line is animated from the starting point
to the ending point with precise interpolation between points.

To define a shape style

Click the Settings button.
- The Settings dialog box is displayed.

To draw a shape with a brushed outline

1. Choose Brushed from the Style pop-up menu.
2. Click the Settings button to select the brush to use.
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To fill a shape with the background image

Choose Merge from the Style context menu.

To add a texture to a shape

1. Click the + button in the Settings dialog box to display an Open dialog box,
and select a texture.

2. Select the texture from the Texture context menu.

3. Use the buttons to the right of the Texture context menu on the Settings
dialog box to move or scale the texture.

- The texture will be used as a fill for the shape.

Transform options

Shape | Pointz | Properties |.-’-'-.nimati|:|n | Displa_l,ll

% Transform A

Position X | 13100 = ¥ | 33000 =
Scale X 100 = ¥ 100 =
u-

)

1 ]
Rotation G 0 lw
Match Rotation to &

Crigin ¥ | 13100 = ¥ | 33000

=[] Drop Shadow v

™
-
™
-

Allows you to transform the shape numerically.

Drop shadow options (not rotoshapes)

Shape | Pointz | Properties |.-'1‘-.nimati|:-n | Displa_l,ll

L= Transform -
V| Drop Shadow

Offset X 300 = ¥ | -300 =

Opacity o 0.60
Softness I lig
Color -

I= "] Motion Blur
= Producer Export E

Al

Select Drop Shadow to turn on a drop shadow for the shape.
The following parameters are provided:

Offset: The offset of the drop shadow, in pixels.
Opacity: The opacity of the drop shadow. 0% gives no drop shadow.

Softness: Blurs the drop shadow to smooth the edges. Values in the range 0-5
are recommended.

Color: The color of the drop shadow.
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Motion blur options

Shape | Fointz | Properties | Animation | Displa_l,ll

> | Drop Shadow
v [ | Motion Blur

Blur Before I IW
Blur After " i IW
Shutter Angle " Gl IW
Shutter Phase " i IW

[ Producer Export

Adds motion blur before and/or after a shape.

Producer Export options

Shape | Pointz | Properties |.-“-‘-.nimati|:un | Displa_l,ll

[ Appearance

[ Transform

[ Drop Shadow
=[] Motion Blur
Y Producer Export

Editable in Producer &

Producer Orientation Horizontal

Not longer supported.

14.9  Animating Shapes

| Shape | Faintz I F'ru:uperties| Animation | Displa_l,ll

b atch ratation to path

[T] Smooth Mew Paints on Shape Path
[ Automatically Fix Shapes

Edit Shape Path @ Next Shape Key Apply Track Data
Edit Paints Path (1] Prev Shape Key el

[Fi:-c Shape ] [Hemnve Keps Show Fevbars..

The options on the Animation panel allow you to animate individual shapes on a

shape layer. This panel is not available for shape overlays.
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Edit Shape Path: Enables you to edit the shape’s path by adjusting the points
on the path (e.g. the start and end points).

Edit Points Path: Enables you to edit the shape’s points (e.g. giving the shape
another shape during the animation).

Next Shape Key: Jumps to the shape’s next keyframe.
Prev Shape Key: Jumos to the shape’s previous keyframe.
Apply Track Data: Applies a tracking path to a layer in your project

Auto Animate: Enables you to set animation properties like slide in/out and
fade on/off.

Match rotation to path: Enables the object’s rotation to follow the direction of
the path.

Smooth New Points on Shape Path: Converts an angle point to a smooth curve
point on a shape path.

Automatically Fix Shapes: Automatically makes the current frame a key frame
for every point on the shape.

Fix Shape: Adds a keyframe (e.g. to an animated path).

Remove Keys: Removes a keyframe. Use Next and Prev Shape Key to jump
between the keyframes.

Show Keybars: Opens the Shape Keybars editor. This will allow you to edit the
shape’s animation properties (e.g. transformation) on its timeline.

This section contains information on the following procedures:

To fix a shape

To remove the keys

To animate an individual shape

To animate individual points on a shape
To show the keybars for a shape

To fix a shape

1. Select a shape from the Layers list
2. Select the Contents tab and then the Animation tab
3. Click the Fix Shape button
- This makes the current frame a key frame for every point on the shape.

To remove the keys

1. Select a shape from the Layers list
2. Select the Contents tab and then the Animation tab
3. Click the Remove Keys button

- This removes all keys for the current frame.

To animate an individual shape

1. Select a shape from the Layers list

2. Select the Contents tab and then the Animation tab
3. Select the shape in the Shapes list

4. Select the Edit Shape Path tool
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5. Open the Animation Controls and set the marker where the animation should
end (e.g. 50 fps)
6. Drag the center of the shape to define its path throughout the animation

7. Hold down Ctrl (PC) or Alt (Mac) and drag from a point on the animation path
to extend tangent handles from that point and create a curved animation path.

To animate individual points on a shape

k=d

[

1. Select a shape from the Layers list

2. Select the Contents tab and then the Animation tab
3. Select a shape in the Shapes list

4. Select the Edit Points Path tool

5

Drag the points to the positions you want them to have at each frame of the
animation.

6. Hold down Ctrl (PC) or Alt (Mac) and drag from a point on the animation path
to extend tangent handles from that point and create a curved animation path:

- The keys for individual points are not displayed in the Keybars panel.

To show the keybars for a shape

1. Select the shape in the Shapes list.
2. Click the Show Keybars... button on the Animation panel.
- The Shape Keybars window shows a keybar for each shape in the Shapes
list. You can click the arrow to the right of each shape to show a Transform
bar showing the transformations applied to the entire shape, followed by a
keybar for each point on the shape:

Shape Keybars 2
(@ &l Points i} =
(2) Selected Pairts — _
Position _|r T I r .
Rotation H] ; l>

10,
15 25 35 45 55 65 75 a5 95 -

w

3. Select All Points to include a keybar for every point in the Shapes list, or
Selected Points to show only selected points on those shapes.

- The Shape Keybars window works in the same way as the Keybars panel; for
more information see the Using the Keybars Panel section.

Chapter 14: Working with Shapes 201



14.10 Specifying How Shapes are Displayed

The options on the Display panel allow you to specify how shapes are displayed
while they are edited:

| Shape | Faintz I Froperties | .-’-'-.nimatiu:un| Dizplay |

Editar Dizplay
CDutline Selected Handle | Tool Colors...
Faintz All Handles
[ Mumber Paints Tangents
Pull W alues Fill Pointz & Handles at K.ey Frames

] [T Small Paints & Handles
Shape Dizplay
Outlines
Finizhed Shapes

Use the Editor Display options to specify which features of a shape are displayed
during editing.

The Fill Points & Handles at Key Frames option displays each point filled if the
frame is a key frame for that point, and is only available for shape layers.

Use the Shape Display options to specify how shapes are normally displayed.

Click the Tool Colors... button to define the colors for the editing features:

Tool Colors (=

Gudes | Path [l Trecking cutine [
Outline ! e J Tisokig Pl J
Handle (| Fosion | Detal |
SelectedHande | Rotation [0 Selected Detail [

14.11
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Setting the Shape Layer Properties

Properties |Cunlems | Paint | Lighting | Layer Fx | Keybars‘
> Compositing Options Automation Map Lsage
[» Transform f
£ [ Drop Shadow
&> Trail Apply Track Dsts
Reset
Match ratation to path
Use Style Shest
Resa
Transformation animation

The options on the Properties panel allow you to specify the compositing options
for the shape layer, transform it, and add a drop shadow, or animation trail. It also
provides several animation options.
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This section contains information on the following topics:

Compositing options
Transform options
Drop Shadow options
Trail options

Compositing options

"V Compositing Options

Blend Mode ’Normal

Opacity
Obey Composite Mask 7]

-

0| 100% =

Blend Mode specifies how the layer is combined with the other layers, and can be

one of:

Normal, Add, Subtract, Difference, Multiply, Darken Only, Burn, Color Burn,
Screen, Lighten Only, Dodge, Color Dodge, Hue, Saturation, Value, Color,
Overlay, Soft Light, Hard Light, Pin Light, Exclusion, or Negation.

The Opacity determines the layer opacity, and can be animated.

The Obey Composite Mask specifies whether the current layer should obey the

composite mask.

For more information see Controlling Layer Compositing.

Transform options

" Transform
Position ¥ | 38300 =
Pinned on Map 1
Wrap on Map
Scale X 1.00

Scale with Map

Rotation G 'E'n:]'-'_
(o

Match Rotation to

Layer Origin X | 38400 =

¥ 1.00 =
00 =

Y | 288.01

0
v [ 288.00 = =

These allow you to specify the position, rotation, scale, and origin of the entire

shape layer numerically.

These options behave in exactly the same way as for image layers.
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Drop Shadow options

V|| Drop Shadow

Offcet X 300 =¥ -3.00 =

Opacity f 060
Softness @ 2=
Color [

Select Drop Shadow to turn on a drop shadow for the layer.
The following parameters are provided:

Offset: The offset of the drop shadow, in pixels.
Opacity: The opacity of the drop shadow. 0% gives no drop shadow.

Softness: Blurs the drop shadow to smooth the edges. Values in the range 0-5
are recommended.

Color: The color of the drop shadow.

Trail options

' Trail
Trail Width { 5.00
Trail Color |
Trail |CI1"F v|
Trail Above

The Trail options allow you to leave a trail as the shape layer animates. For more
information see Leaving an Animation Trail.

14.12 Animating Shape Layers

In addition to being able to animate individual shapes, you can animate the
complete set of shapes on the shape layer as a single entity.

This is useful if you have constructed a complex illustration from a number of
separate shapes and want to animate it as if it were a single object.

Each shape can be given its own animation path with control over the following
features:
Opacity, drop shadow opacity, offset color and softness, position, rotation,
scale, write on amount, and softness.

To auto-animate the entire shape layer

Either:
Click the Auto Animate button on the Properties panel for the shape layer.

Or:
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Select the shape layer in the Layers list and click Auto-Animate... on the Layer
menu.

The Automatic Animation dialog box allows you to automatically slide in, slide
out, fade on, and/or fade off the shape layer with specified timings.

For more information about using the automatic animation dialog box see section
Automatically Animating a Layer.

To animate the entire shape layer

1. Select the Path tool:

2. Drag the shape layer to the position you want it to have at each frame of the
animation.

3. Hold down Ctrl (PC) or Alt (Mac) and drag from a point on the animation path
to extend tangent handles from that point and create a curved animation path:

Tip: If you are creating a small graphic draw it in the center of the shape layer, as
this will make its position correspond to the points on the animation path.

14.13 Adding Shape Overlays to a Map Layer

As well as constructing drawings out of shapes in separate shape layers, you can
also add shape overlays to map layers. Shapes drawn on a map layer appear in the
Details list on the layer’s Contents panel and are referred to as shape overlays.
They include all the same features as shapes drawn in shape layers with some
extra features that make them particularly useful for highlighting areas on maps:

You can draw shape overlays by automatically tracing borders, coastlines,
built-in roads and railways, or imported lines on the map.

You can clip shape overlays to the land, so that any areas overlapping the sea
are effectively transparent.

You can choose to draw shape overlays as land, water, relief, road, rail, or
imported data to give the shape exactly the same scale and appearance as the
corresponding features.

This section contains information on the following procedures:
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To define the properties of shape overlays
To draw shape overlays as land, water, etc
To clip a shape overlay to land

To draw shapes by tracing map features
To zoom or pan while you trace

To define the properties of shape overlays

1. Select the shape in the Details list.
2. Click the Shape tab to display the properties for the selected shape:

Dietails Style Sheet [Political v] [M
Stuyle | Properties | Shape |S_I,Im|30||
1 Line Open @ Closed
@ Area E] Cut hole in laper
[Draw uzing style v] [T Clip to land

Wiite on % [100.00 =
ﬁé Mew York, Mew York Co.. Place

; Softness 000 = [T Mask
ﬂ Mew York Selected Region(+)

Smoathing
o Y
__Dn:up Shadow... | []0n :
[T] 5cale labels with map E] E] Overmde Shile [+] ...

The options are the same as for shapes in shape layers, with the addition of Draw

using style, Clip to land, and the edit tools of Shape, Points and Animation. All are
described in the following sections.

To draw shape overlays as land, water, etc

Choose the appropriate option from the drop-down menu:

- Treat as Land: Colors the land and relief.

- Treat as Water: Colors the sea and depth contours.

- Draw with Border line width: Scales with region borders.

- Draw with Road/ Rail line width: Scales with built-in roads/railways.
- Draw with Imported Data line width: Scales with imported data.

For example you can use a shape set to Treat as Land to mark out an area of a
particular terrain type, such as desert:
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{
Q&lhara Desert .
L 5 L\

¥
|

L

To clip a shape overlay to land

Area of hurricane Area of hurricane

0

o New York oNew York

Select the shape detail in the Details list and select Clip to land in the Shape
panel.

To draw shapes by tracing map features

Note: You can only trace features on the map once the high quality rendering of the
map layer has completed.

1. Select the map layer on which you want to create the shape.

2. Select the Add Point Shape tool and click the arrow to the right of the tool to
display a submenu of options for the tool:

Properties | Contents | Paint | Liahting

—
Explor {4 Potygon
e L*’Trdce borders & coastline

E] “f% Trace global roads & rail
Me "};{Tmcf river lines
e " Trace streets/imported da

« Press Esc (PC) or the Cancel button on the submenu (Mac) if you want to
cancel the submenu without making a selection.
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3. Select Trace borders & coastline, Trace global roads & rail, Trace river lines, or
Trace streets/imported data according to which features on the map you want
to trace.

Note: River tracing cannot be used on rivers that are wide enough to be drawn as
area shapes rather than simple lines.

4. Move the mouse pointer near the feature you are tracing; for example, the
coastline or border between regions.

- The mouse pointer changes shape (cuts the tail) to show that the border has
been detected:

oNew York

5. Click to create a point, and then move to the next point along the border you
are tracing.

- Aline indicates the outline of the shape being traced. If the line being traced
follows the wrong path, take smaller steps between points.

- As you are drawing the shape you can use the Add Point Shape tool to turn
tracing on or off, or change the feature being traced, to achieve exactly the
effect you want.

6. Finally complete the shape in the usual way, by clicking on the starting point
to create an area shape, or clicking (e.g. double-click) again on the previous
point to create an open shape:

o New York o New York

- Once you have traced the shape you can edit it or transform it in exactly the
same way as for other shapes you draw.
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To zoom or pan while you trace

You can only trace areas of the map that are actually visible on the screen, but if

necessary you can zoom or pan the map while you are tracing to change the part
of the map that is in view

1. Type Z to temporarily select the Zoom tool or P to temporarily select the Pan

tool while you are tracing.
2. Press either key again to switch back to the Add Point Shape tool.
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15 Working with ESRI Shape Files

This section explains how to import map data in ESRI Shape File format and
configure it for use with your maps.

This section contains information on the following topics:

Introduction
Setting up ESRI Shape File data
Using ESRI Shape File data

15.1 Introduction
Although the Viz Curious Maps Street Data format provides a more convenient
way of creating street maps, a wide range of published data is available in ESRI
Shape File format, and Viz Curious Maps allows you to import this data and
configure it for use with your maps.
Viz Curious Maps supports ESRI Shape File format data in which the text and field
data are encoded in an extended range of formats, including UTF-16 and various
language-specific encodings including some Japanese, Hebrew, and Arabic
encodings.
You can specify the encoding for each field of imported shape file data, allowing
maps to be created in many different languages.
See Also
Working with Street Maps
15.2 Setting up ESRI Shape File data
Data in ESRI Shape File format may contain a large number of different attributes
and values which describe the data contained in the file. In order for Viz Curious
Maps to understand how to draw the data, you first need to create a data set
definition that describes which features are to be drawn and in which style.
This section contains information on the following procedures:
To create a data set definition
To edit the data set
To add subsets to a data layer
To define the style for data layers or subsets
To create a data set definition
1. On the Import menu, click Map Data (Shape Files)... to display the Imported
Data Sets dialog box.
2. Click the Create a Data Set Definition button:
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The following dialog box allows you to select an existing data set definition as the

basis for the new one:
=

Mew Data Set Definition
Diata Set Definitions dezcibe how imported map data should be uzed. You should

place the new data set definition in the zame directory as the data files it will use.

Filename for new data set definition:
C:\Vizrt Software\Viz Curious Maps\Europe.cid

@) Create a new, empty data zet definition
Baze on the following data zet definition:

UsA

| ak. || Cancel |

Click the Browse... button to specify the filename for the new data set

definition.

If you want to base the data set definition on an existing one:
Click Base on the following data set definition and select a definition in the

1.
list.
2. Click the OK button to create the new data set definition.

It will be displayed in the Imported Data Sets dialog box.
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To edit the data set

Edit Data Set: C:\Program Files (88)\Curious Software\Curicus World Maps\SharedData\TWC\Roads\roads.cid @
Diata lapers and subsets: How ta draw selected laver or subset:
‘Add Data Layer] | E-USA Dirawy layer with selected syle ']
- States
#dd Subset - Borders Style for drawing selected laver or subset:
Unselected Land
Selected Region
= Lakes E
Rivers
Ice
= Building i

Style for individual features from layer or subset:

Sea -
Unselected Land
Selected Region
Lakes

Rivers

Ice

Parkland

Building

Fimfondd Armm Chmes

m

Line Thickness for layer or subset:

Scale by: 1.00

-

IE]

Change Data Folder.... [ (1] ][ Cancel ] _?I

1. Select the data set definition in the Data Sets list.
2. Click the Edit Data Set Definition button.

The Edit Data Set dialog box allows you to edit the data set definition.
3. Click the Add Data Layer button.

& oper =
Look in: | StateShape ~- @ Sl e
D= MName : Date modified Type
e f | | US STATES DETAILED.shp 06.01.2009 07:14 SHP File

Recent Places

Desktop

=l
Libraries
LY

Computer

@
L 4 n |2

Metwork

File pame: US_STATES_DETAILED shp - Cpen

Files of type: IShape Data (*shp;*.csf) v] [ Cancel ]

4. Select the data file you want to add.
- Supported file formats are .shp (Shape File) and .csf (Curious Shape File).

- The Data File Properties dialog box then allows you to specify how the
features in the data file you have loaded will be labeled on the map.
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7| Data File Properties: States @

|lge this window to set up which data fields are used for labelling
features, and which figlds are uzed to split data into subsets.

Filenarne: C:V¥Program Files (x86)\Curious Software\Curious World Ma) Change...

Feature Type:  Polygons/ameas

lcor: |LandAreas vl g Encodings: | Field Settings...

Fields uzed to label features:

| STATE_NaME *| + |Nothing ~| + [Nothing -

| Jain multiple zegments into single feature

Uszing | Label hd
Field uged to split features into subsets:
STATE_MAME w» | Text Field
2|

5. Choose up to three fields from the Fields used to label features drop-down
menus.

Each street will be labeled with the specified field values.

6. Click the Field Settings... button to display the following dialog box, which
allows you to specify the encodings for each field in the file:

Data field settings for: US_STATES DETAILED.shp =25

Llze this window to zet up the data types for the fields in US_STATES_DETAILED shp
Mote that changing the field twpes may affect other data sets using thiz data.

Fields:

AV(G_SIZEST ~ Data Type: Test

CROP_ACRBT )

BVG_SALEST Name Encading: | UTF-8 = |
SHAPE_AREA Data Encoding

SHAPE LEN ata Encading: |UTF-8 v|
[STATE MAME

STATE_FIPS T o

SUB_REGION Wiew field...

St hon :

7. Select one or more fields in the Fields list, then choose the relevant encodings
from the Name Encoding and Data Encoding pop-up menus.
- You can preview the effect of the encodings by clicking the View field...
button.

8. Click the Close button to save the data layer in the data set definition.

To add subsets to a data layer

You can create subsets of a database file based on the contents of a specified
field. This allows you to filter the database, and display each subset in a different
style.

1. Open the Data File Properties dialog box and choose the field you want to use
to divide the database into subsets from the Field used to split features into
subsets drop-down menu. For example, to divide states accoriding to east and
west coast states.

2. Click the Close button to close the Data File Properties dialog box.
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3. Select the appropriate data layer in the Edit Data Set dialog box.

4. Click the Add Subset button.

States subset: dividing up States using STATE_MNAME

Subset Name; East Coast

(=l

"ALABAMA™
"ALASKA™
"ARIZOMNA™
"ARKANSAS™
"CALIFORNIA™
"COLORADO"
"CONMECTICUT™
"DELAWARE"

Select stings from the list above, or enter them manually here:

"CONMNECTICUT™
"TELAWARE™
"FLORIDA™
"GECRGIA™
TMAINE™
TMARYLAND™
MASSACHUSETTS™
™EW HAMPSHIRE"

m

The upper ligt shows all the available values in the data file.
The lower list shows which values will be included in this subzet.

[ oK || Cancel | _?I

- The following dialog box displays a list of the available values for the
specified field in the data file and allows you to select values to create the

subset.

5. Select the values you want to use in the upper list and click the + button to

add them to the lower list.

6. Hold down Shift to select multiple contiguous items, and Ctrl (PC) or
Command (Mac) to select multiple non-contiguous items.

- For example to create a subset containing only the East Coast states you

could select and add those.

7. Enter a name for the subset in the Subset Name field.
8. Click the OK button to save the subset definition.

To define the style for data layers or subsets

You can define a separate style for each data layer or subset you have created, to

distinguish them on the final map.

1. Select the data layer or subset in the Edit Data Set dialog box.
2. Select Draw layer with selected style from the How to draw selected layer or

subset drop-down menu.

3. Select the styles for drawing the selected layer or subset, and the style for
drawing individual features, in the lists on the right side of the Edit Data Set

dialog box:
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Edit Data Set: C:\Program Files (xB6)\Cunious Software\Curious World Maps\SharedData\TWC\Roads\roads.cid IEI

Data lawers and subsets: How to drawe selected laver or subset:
Add Data Layer = USA Diraw layer with zelected style -
- States Diraw layer with zelected style
;- EastCoast Treat palygonslarea: az Land
Treat polygans/areasdlines as Rivers
Borders Treat polygons/areas as Lakes
; Treat polygons/areas as Sea
Lakes =
Rivers
Ice
= Building

Stle for individual features fram laver or subset:
Sea -
Unselected Land
Selected Region
Lakes E
Rivers
Ice
Parkland
Building i

Cimfma it Armm Chmem-

Line Thickness for layer or subset:

Scale by 1.00

Change Data Falder... [ (] ” Catcel ] _?I

- Appropriate styles are listed in the Style lists depending on whether the type
of the layer is Area, Line, or Point.

- Alternatively, select Draw polygons/areas as Land, Draw polygons/area/
lines as Rivers, Draw polygons/areas as Lakes or Draw polygons/areas as
Sea from the How to draw selected layer or subset drop-down menu to treat
the selected layer in the same way as the built-in land, rivers, lakes or sea
respectively.

- The Scale by box allows you to scale the line thickness defined by the style.
For example, you can identify different types of roads by using the same
Primary Roads style but different Scale by settings for the line thickness.

4. Enter a value to scale the line thickness and press the Return key.
5. Repeat for any other data layer or subsets.

See Also

- How to edit any of the styles using the Styles Editor in the Working with Styles
section

15.3  Using ESRI Shape File data

Once you have created a data set definition, you can use this to load the ESRI
Shape File data with the attributes you have specified.

This section contains information on the following procedures:

- To load a data set definition

« To load the data

- To use imported map data

- To add labels to imported data features
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To load a data set definition

Imported Data Sets

=34

DJ Add a Data 5Set h

Europe (data not loaded)

=

Definition File for selected Data Set:

C:\Program Files (x86)\Curious Software\Curious World Maps\shared|

|| #hvwaays load the data for this set on startup

Cloze

1. On the Import menu, click Map Data (Shape files)... and click the Add a Data
Set button.

2. Select the data set definition file and click the Open button to load it.
- The data set will be displayed in the Data Sets list.

3. Click the Close button to close the dialog box.

Once you have added a data set it will be remembered for future uses of Viz
Curious Maps, so there is no need to add the data set to the list every time you
start the software.

If you want the data for the data set to be loaded automatically on start-up you
can select the Always load the data for this set on startup box.

To load the data

Adding a data set to Viz Curious Maps does not load the map data by default. This
prevents very large data sets being loaded before you are ready to use them. You
can instruct Viz Curious Maps to automatically load the data for a set, in the
Import Data Sets dialog box (see how To load a data set definition), or you can
load the data manually when you need it as follows:

1. Click the Imported Data tab in the map layer’s Contents panel to display the
data sets you have imported.
- The data set definitions are shown in the left list.
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| Explorer | Search | S‘rreets| Imported Data | Overlays

Find Find
=-USA €7} CONNECTICUT, USA -
o States @ DELAWARE, USA
B;;ders - Load Data SA
UnLoad Data L\‘g‘ UsA
Add to map D, USA
Fit map USETTS, USA i
W Center map lﬂ

2. Click the data set you want to import with the right mouse button (PC), or
while holding down Ctrl (Mac), and select Load Data from the appearing
context menu.

You can unload a data set (for example to free up some memory to load a
different set) at any time by clicking the set with the right mouse button (PC), or
while holding down Ctrl (Mac), and choosing UnLoad Data from the appearing
context menu.

To use imported map data

You can expand the tree to show the data layers and subsets for each data set.

1. Select the data layer or subset in the Imported Data list to show the features it
contains.

2. Click each data layer, subset, or feature with the right mouse button (PC), or
while holding down Ctrl (Mac), and select Add to map from the appearing
context menu, or click the Add To Map button to add it to the map layer.

You can also search for imported features in the Search panel, in exactly the same
way as for built-in map data.

To add labels to imported data features

Initially the features in imported data are drawn unlabeled, but you can add labels
to selected features to label them on the map just as you would with other map
details.

1. Select the Browse Imported Data tool.
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As you move this over the map the tool tip shows you the name of each imported
data feature.

Mew Label...
Filter

Add BOSTOM AMD MAIMNE RAILROAD [}
Label BOSTOM AND MAINE RAILROAD

Clear Selection

2. Right-click (PC), or hold down Ctrl (Mac), and from the appearing context
menu click the appropriate label option.

street. You can then use the Text tool to move or rotate the label as desired.
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16 Adding Text to a Project

This section explains how to incorporate text into projects, and describes how to
control the appearance of the text and the way it is animated.

This section contains information on the following topics:

Introduction

Creating Text on a Text Layer

Manipulating Text Items

Editing Text

Defining the Text Layout

Defining the Appearance of Text Items
Animating Text Items

Defining the Properties of the Entire Text Layer

16.1

Introduction

Each map detail you select in your project is automatically provided with a text
label, pinned to the map. Viz Curious Maps also allows you to add independent
text layers to the project, each containing one or more separate text items, with
precise control over the appearance of each item and the way in which they are
animated.

For example, you could use a text object to add a title to the animation, add
legends to graphics incorporated in the animation, or label map features not
provided in the map database.

You could also use a text label to label a map detail instead of the default label
provided with the detail, for greater control over its appearance and the way it is
animated.

Viz Curious Maps allows you to use any of the TrueType fonts installed on your
computer and supports text in many international character sets.

You can change the font used in the Viz Curious Maps user interface to ensure
that the international character set you are using is displayed correctly.

See Also

Quick Tour on how to get started
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16.2 Creating Text on a Text Layer

‘ Properties | Contents ‘ Paint | Lighting | Layer Fx | Keybars‘

n:n:w Test 16 - _I Item Praperties
Manhattan 2
@ Filed ) Dutine
Stioke width 5[]
. M- |Gl E [¥]
[ Uniform Calor

This section contains information on the following procedures:

To create text on a text layer
To create additional text items
To define the default text properties

To create text on a text layer

1. On the Layer menu, point to Add Layer, and then click Text.
2. Click in the Viewer to define the position of the text item.
- Alternatively you can drag to define the width of the text item.

3. Type the text you want to add:

] =
B;’anhagar"

Clueens County

Kings County

To create additional text items

1. Select the New Text Item tool on the Contents panel
2. Click or drag in the Viewer and type the text
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- The text items will be displayed in the text items list.

To enter international characters not shown on the keyboard, such as accented

characters, use the standard procedure for your computer system.

Once you have created one or more text items on a text layer you can edit them or

change their appearance using the panels on the Contents panel.

To define the default text properties

Default Text Layer Properties

These properties are used as defaults
when a new Test Layer iz created.

Arial -1 ~ [B[I]

Y

Additional Character Spacing  0.00 =
Additional Line Spacing 0,00 =

Color |

The quick brown fox jumps
over the lazy dog

On the Styles menu, click Default Text Properties.
- The above dialog box allows you to specify the default font, size, style,

spacing and color for new text layers.

16.3

Manipulating Text Items

This section contains information on the following items.

To move text

1. Select the Text tool in the toolbar

- This tool is automatically selected when you create a new text item.

2. Drag the text by the position handle:

To resize a text item

Drag one of the handles on each side of the text item.
- The text will be wrapped to fit in the text item.
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16.4
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Editing Text

Edit | Layout I Froperties | .-i'-.nimaticun|

[.-'h-.rial — ] 1 . . J J Itern Properties
Manhattan . . . .

@ Filled ) Outline
Stioke Wwidth 5 E]
© Keylinewidh: 5 [»]

] [ Unifarm Color

The options on the Edit panel (depicted above) allow you to edit the font, size,
style, and color of selected characters, change the alignment of the text, and edit
the stroke and keyline widths.

This section contains information on the following procedures:

To edit the text

To specify the text alignment

To create outlined characters

To add a keyline around the characters

To edit the text
Either:
Select by marking the characters you want to edit in the Viewer

Or:
Select the characters in the Edit panel

Or:
Select the entire text by clicking the Select All button in the Edit panel

Select the font, size, style, fill color, and outline color using the controls at the
top of the Edit panel

To specify the text alignment
Click the appropriate button to the top right of the Edit panel.

To create outlined characters

1. Select the Qutline option
2. Choose the stroke width from the Stroke Width pop-up menu

The character outlines will be drawn with the specified stroke width in the fill/
outline color.
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You can specify the fill and keyline colors individually for each character in a text
item. Alternatively selecting Uniform Color makes all the letters have the same
color. When Uniform Color is selected the text color can be animated.

To add a keyline around the characters

1. Choose the keyline width from the Keyline Width pop-up menu.

2. Select the characters you want to edit in the Viewer, or on the Edit panel, and
click the keyline color box to specify the keyline color for the selected
characters.

With filled characters the keyline is drawn as an outline around the characters:

-\Weekend Weather

With outlined characters the keyline is drawn as a double line around the outlines.

16.5 Defining the Text Layout

E dit Lapout | Froperties | .-’-'-.nimatiu:un|
Move Test Aligh >
@ TestKeming [Reset Space Evenly >

The options on the Layout panel (depicted above) allow you to move, scale, or
rotate a text item, adjust the kerning, or align or space evenly multiple text items.

This section contains information on the following procedures:

To move a text item

To scale text

To rotate text

To adjust the letter spacing

To align several text items

To space several text items evenly

To move a text item

1. Select the Move Text tool |
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2. Position the mouse pointer within the text item.
3. Drag the text item to the new position:

- This allows you to move a text item even if the position handle is out of
view.

To scale text

1. Select the Move Text tool |
2. Drag one of the handles on the border of the text item:

3. Drag while holding down Ctrl (PC) or Alt (Mac) to scale the text proportionally.

To rotate text

1. Select the Move Text tool |

2. Point to the rotation handle, the yellow circle to the right of the centre of the
text item.

3. Drag the handle to rotate the text item about its center:
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To adjust the letter spacing

1. Select the Text Kerning tool.

- The Viewer indicates the position of each character by a marker on the
baseline:

2. Drag a marker to the left or right to adjust the spacing between the corre-
sponding characters.

3. When you have finished kerning the text, click the Text Kerning tool again.

To align several text items

E dit Lapout | Froperties | .-'f-.nimatinn|

Morve Text Align N | .
Text Keming Right edges

Tops

Bottoms
Haorizontal centers

Vertical centers

1. Select at least two text items in the list, using Shift to select multiple items.

2. Choose the appropriate alignment option from the Align context menu (see
above).
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To space several text items evenly
E dit Lapout | Froperties | .-’-'-.nimatiu:un|

TestKeming [Reset Space Evenly > Across
[BpaceEverly > |

Down

1. Select at least three text items in the list, using Shift to select multiple items.

2. Choose the appropriate alignment option from the Space Evenly context
menu.

16.6
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Defining the Appearance of Text Items

The options on the Properties panel allow you to specify, the appearance of
individual text items, including the compositing options, spacing, transformation,
drop shadow, frame, or animation trail:

Edit | Layout| Properties | Animation

[ Appearance [ =
[ Spacing L
[> Transform

[ Drop Shadow

> Frame

F= Trail

[ Producer Export
[ Tnetant Mane Fyninrt

This section contains information on the following topics:

Appearance Options
Spacing Options
Transform Options
Drop Shadow Options
Frame Options

Trail Options
Producer Export
Instant Maps Export
Compositing Options
Animation Options
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16.6.1

Appearance Options

" Appearance
Style [5olid |
T exture INu:une j il E El
Opacity — .J IWE
Softness | IWE
Winite On Style IEIha:ran:I:tE:IrS — Ijl |
"wirite O Amount J| IWE

The Appearance options allow you to specify the rendering style of the text, apply
a texture to the text, and animate its writing.

To fill the text with a texture choose Solid from the Style pop-up menu, and click
the + button to select an image file for use as the texture:

L e - - | B Tl

'ﬁ.';t;ﬁlt,m, E,.-r_.tu Y Py
‘Al Gy

Use the Opacity and Softness controls to adjust the opacity of the text, and blur
the edges of the text.

The Write On options (text layers only) allow you to animate the way in which the
text appears, to cause it to appear to be typed on as the animation progresses.

Choose Characters from the Write On Style pop-up menu to make the text
appear character by character, or Words to make it appear word by word.

Set the Write On Amount to 0 at the frame where you want the animation to
begin, and to 100 at the frame where you want the animation to end.

See Also

Defining the Appearance of Text Items
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16.6.2

16.6.3

16.6.4

228

Spacing Options

% Spacing
Character Spacing ) 0.0o _I
Line Spacing } 0.00 _I

The Spacing options allow you to adjust the character and line spacing for the text
item.

See Also

Defining the Appearance of Text Items

Transform Options

% Tranzform

Pasition S IEEE =
Additional 5cale -1 -1

| 1.00= | 1.00=
R otation U+ T

(0 7

M atch Rotation ta Path r
Wldth 1 1 1 1 1 1 1 Ili 1 1 1 ?? j
Drigin = EEE= [Norh =]

The transform options allow you to specify the position, scale, rotation, and origin
numerically.

The Origin determines the point about which the text item is rotated or scaled,
and defaults to North, or the top center of the text item.

Either:
Choose one of the predefined options from the Origin pop-up menu.

Or:

Edit the X and Y origin values to specify the origin in pixels relative to the
lower left corner of the text item.

See Also

Defining the Appearance of Text Items

Drop Shadow Options

V[ Drop Shadow

Dirop Shadow Offzet —=1 R —=1

p | 300 300
Dirop Shadow Dpacity ) .60 _:I
Drop Shadow Softhess =i} 2 _:I
Drop Shadow Colar -|
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Select Drop Shadow to turn on a drop shadow for the text item. The following
parameters are provided:

Parameter Description
Offset The offset of the drop shadow, in pixels.
Opacity The opacity of the drop shadow. 0% gives no drop shadow.
Softness Blurs the drop shadow to smooth the edges. Values in the range
0-5 are recommended.
Color The color of the drop shadow.
See Also

Defining the Appearance of Text Items

16.6.5 Frame Options

" Frame
B ackground Fill Calor ﬂl
Biorder Color ﬂl
Border WWidth J, ——————— | D'DD_I?
Text Margit j 0.00=

Allows you to add a colored fill, and/or border to the text item.

Border Width specifies the width of the border in pixels.

See Also

Defining the Appearance of Text Items

16.6.6  Trail Options

% Trail
Trail *fidth '.-j. ——————— | E'DD_I?
T rail Coalar _|
Trail IEIff j
Trail Above r

The Trail options allow you to leave a trail as the text item animates.
See Also

Leaving an Animation Trail
Defining the Appearance of Text Items
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16.6.7 Producer Export

YV Producer Export
Editable in Producer

Per-Producer Segment
Switchable per &

Not longer supported.

16.6.8 Instant Maps Export

" Instant Maps Export |:
Editable in Instant -

Allows you to make maps available to the Viz Curious Instant Map tool.

16.7  Animating Text Items

| E dit | L apout I F'rn:nperties| Animation |

b atzh ratation to path

Auto Animate Apply Track Data
Edit Text Path

The options on the Animation panel allow you to animate text items on text
layers.

See Also
Match rotation to path and how To align the image, text item, or drawing to
the angle of the animation path
Auto Animate and Automatically Animating a Layer

Edit Text Path and Animating an Image, Movie, Text Item, or Drawing Along a
Path

Creating Tracking Paths
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16.8  Defining the Properties of the Entire Text Layer

Properties |

[» Compositing Dptions i~ &utomatiol [ Map Usag

M Auto Animate: il LR @R

Scals it msp
i) S

il Match ratation ta path

In addition to being able to define the properties of individual text items, the
Properties panel allows you to edit properties for an entire text layer.

This section contains information on the following topics:

Compositing Options
Animation Options

16.8.1 Compositing Options

% Compositing Options
Blend Mode INnrmaI j

Opacity jl 100% E

Obey Compozite Magk r

Blend Mode specifies how the layer is combined with the other layers, and can be
one of:
Normal, Add, Subtract, Difference, Multiply, Darken Only, Burn, Color Burn,
Screen, Lighten Only, Dodge, Color Dodge, Hue, Saturation, Value, Color,
Overlay, Soft Light, Hard Light, Pin Light, Exclusion, or Negation.

The Opacity determines the layer opacity, and can be animated.

See Also

Animating Text Items
16.8.2 Animation Options
Allows you to animate the entire text layer. The options are the same as for

individual text items.

See Also

Animating Text ltems
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17 Working with Cutouts

Viz Curious Maps allows you to cut out a selected area from the Viewer to create
an image overlay called a cutout. You can use a cutout to paint onto an image or
its mask, or you can convert one or more cutouts to a new image/movie layer.

This chapter contains information on the following topic(s):

Creating Cutouts

17.1 Creating Cutouts
‘Brushes | Graphics | Shapes | Text | Cutouts |Fx |Image | Mazk |Mac|os‘
) Hew Cutout Overlays @ Al ) Just Cutauts Layaut | Fropeties|
Cut e L e __Use for Brush Edit
Image [V] Mask [7] —l
From EB 28
Layer @ Composite () _ave mage.
Background Removal & L
?i:j:n?natm
) Azsume Color !I E]E]
To cut out a section of an image
1. Select Cut: Image
2. Select the New Cutout tool (button)
3. Select From: Layer to create a cutout from just the current layer, or From:
Composite to create a cutout from the composited layers.
4. Drag to draw a rectangle defining the size of the cutout you want to create:
The cutout will be displayed in the Overlay list on the Cutouts panel:
232
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Owerlaps @ A1 ) Just Cutouts

(Fenone.. ] (4] (%) (5]

You can then drag the cutout to displace it from the original image, or display it
on another layer:

To cut out an object defined by a mask

1. Draw a mask over the part of the image you want to cut out:

For more information see Specifying the Brush Settings.

2. Select Cut: Image and Cut: Mask
3. Select the New Cutout tool

Selecting Cut: Mask uses the image’s mask to cut out the image from its
background.

4. Drag to draw a rectangle defining the size of the cutout you want to create,
enclosing the image:
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The Move Cutout tool is automatically selected so you can drag the cutout to see
it independently of the original image:

When using Cut: Mask, the Background removal options can be used to remove
edge effects around the mask.

Assume Color allows you to specify a color to be removed from the edge of the

mask, and Automatic uses the average color within the cutout rectangle, but
outside the mask.

To create a cutout using the Magic Wand tool

If the feature you want to cut out is clearly distinguished from its background, you
can use the Magic Wand tool to mask the feature, and then create a cutout using
the mask.

1. On the Graphics panel click the Magic Wand tool:
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Flood Fill

Flood Fil Tolerance
Fill tor color !I r o

Antialias
Magic 'wand

Display Mask will automatically be selected in the paint controls to show the mask
when you create it.

2. Click the feature you want to mask.

If necessary, adjust the Tolerance control and click again with the Magic Wand
tool until the feature is completely masked:

3. On the Cutouts panel select Cut: Image and Cut: Mask.
4. Select the New Cutout tool.
5. Drag to draw a rectangle enclosing the feature:

Drag the cutout to see it independently of the original image:
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To stick a cutout to an image/movie layer

1. Select the cutout in the Overlay list.
2. Click the Stick button.

This section also contains information on the following topic(s):
Moving and Transforming Cutouts

Defining the Appearance of Cutouts

17.1.1  Moving and Transforming Cutouts

The options on the Layout panel allow you to move, scale, or rotate cutouts, or
use them in other ways:

Layout | Properties
Move Cutout Ise for Brush
Use far Profile
Flip Wertic:al
Flip Horizontal
Convert To Layer

To move a cutout
Select the Move Cutout tool.

You can then move, scale, or rotate the cutout in exactly the same way as for
images; see Moving, Resizing, or Rotating an Image.

To flip a cutout about the vertical or horizontal axis

Click the Flip Vertical or Flip Horizontal button.

To convert a cutout to a layer

1. Select the cutout in the Overlay list.
2. Click the Convert to Layer button.

- A new image/movie layer will be created, above the current layer,
containing the cutout.
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To use a cutout for a brush or profile

Click the Use for Brush or Use for Profile button.
- The cutout will appear in the Brushes or Profile list on the Brushes panel.

To save a cutout as an image

Click the Save Image... button.

You can save it in any of the standard image formats.

See Also

Moving, Resizing, or Rotating an Image
To load a cutout for use as a brush or profile

17.1.2 Defining the Appearance of Cutouts

The options on the Properties panel allow you to define the style, opacity, and
softness of cutouts, add a drop shadow, and specify a transformation numerically:

Layout | Froperties |

[> Appearance
[> Transform
v Drop Shadow

Offset X 300 5 Y| -3.00 =
=

Opacity J 060
Softness o 2=
Color ]

Appearance options

Lapout | Properties |

% Appearance
Shyle [Image v]
Fill Color ]
Opacity U 100 =
Softness [N, 000 =

> Transform
=[] Drop Shadow

The Appearance options allow you to specify the style of the cutout, and change
its opacity or softness.

Set the Style to Color to convert the cutout to a solid color, and use Fill Color to
define the color. This is useful for creating shadows.
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Transform options

Layout F‘roperties|
[> Appearance
% Transform
Position ¥ | 51250 =| ¥ | 50850 =
Scale X 100 = ¥ 1.00 =
Rotation L(JG:]U_ 000 =
Origin Type K| 4200 = Y | 3800 =
[>|:|Drop Shadow

These allow you to specify the position, scale, rotation, and origin numerically.
The Origin determines the point about which the cutout is rotated or scaled, and

defaults to Center.

Either:

Choose one of the predefined options from the Origin context menu.

Or:

Edit the X and Y origin values to specify the origin in pixels relative to the

lower left corner of the cutout.

Drop Shadow options

Layout | Properties |

[> Appearance
[* Transform
¥ [| Drop Shadow

Offset X 300 = ¥ -3.00
Opacity @ 0.60
Softness r ’—2 B
Color !

Select Drop Shadow to turn on a drop shadow for the cutout.

The following parameters are provided:

Offset: The offset of the drop shadow, in pixels.
Opacity: The opacity of the drop shadow. 0% gives no drop shadow.
Softness: Blurs the drop shadow to smooth the edges. Values in the range 0-5

are recommended.
Color: The color of the drop shadow.
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18 Lighting and Effects

Viz Curious Maps includes sophisticated lighting features and effects, to enable
you to add shading and depth to your map animations, and give them a unique
and distinctive appearance.

This section contains information on the following topics:

Using Lighting

Setting the Lighting Options

Changing the Position, Size, or Angle of the Light
Animating a Light

Using Style Lights

Adding Image Effects to a Layer

18.1 Using Lighting

Each of the map, image, text or shape layers in your project can include one or
more lights which you can use to focus the viewer’s attention, or add depth and
perspective to the animation. Three different types of light are provided, and you
can use these either individually or in combination to achieve a wide range of
different effects.

Figure 13: Hightlight, spotlight, diffuse light and combined light

Highlight: Gives the appearance of a light reflecting from a shiny surface.
Spotlight: Casts a concentrated disc of light, with areas outside the beam
remaining dark.

Diffuse light: Casts a diffuse disc of light, falling away gradually to the edges.
For each type of light you can adjust the size and shape of the beam, the
position, brightness, and color of the light.

Combining lights: Impressive effects can be achieved by combining two or
more lights on a single layer. For example, the following image uses a
highlight combined with a diffuse light.
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18.2 Setting the Lighting Options
7] Lighting an I‘gbgmiv‘ TJ SwlwtchUn | Pin on map % G251 -
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The Lighting panel allows you to create and edit the lights on each layer.
To add a light to a layer
1. Select the layer and click the Lighting tab to display the lighting options for
the layer.
- Initially lighting is turned off, and no lights are defined.
2. Select Lighting on to turn lighting on for the layer.
3. Click the Add button to add a light to the layer.
- A new light will be created with a default name, such as Light1.
4. Choose Highlight, Spotlight, or Diffuse from the Type drop-down menu to
specify the type of light.
5. Use the Brightness control to adjust the brightness of the light.
6. Use the Ambient Level control to adjust the background light level.
- This determines the brightness of parts of the layer that are not directly
illuminated by one of the lights.
For map layers:
Click the Pin on map or Scale with map buttons to move and/or scale the light
as the map layer is moved or zoomed.
18.3  Changing the Position, Size, or Angle of the Light
When you add a light the Light tool is selected in the Lighting panel to allow you
to move, scale, or rotate the light:
The extent of the light will be shown as a circle:
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To move the light

Position the mouse pointer anywhere within the circle and drag the light to the
required position.

To change the size of the beam

Drag the outline of the surrounding circle.

To stretch the beam in one direction

Drag the light by one of the four handles on the surrounding circle:

To change the angle of the light

Drag the handle extending from the center of the circle:

To specify the parameters of a light numerically
Edit the X, Y, Width, Height, and Angle values in the Lighting panel.

18.4  Animating a Light

The Light Path tool allows you to manipulate the animation path along which a
light will be animated:

See Also

Animating an Image, Movie, Text Item, or Drawing Along a Path
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18.5 Using Style Lights
You can make a particular combination of lights part of your house style by
defining the lights in the Lighting panel of the Styles Editor. Any lights you define
there will then automatically be applied to each map layer, with the names Style
light 1, Style light 2, etc.
You can modify the characteristics of each style light within a particular layer to
override the settings defined in the style sheet.
To revert one or all style lights to the settings defined in the style sheet
Click the Revert to Style or Revert All to Style buttons in the Lighting panel for
the layer.
18.6  Adding Image Effects to a Layer
i Si;:glounds - Tint Color g
B go:ulltunectnls Brightness /Conkrast Tint Amount [ [ e
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To apply one or more image effects to a layer
1. Select the layer.
2. Click the Layer Fx tab to display the Layer Fx panel for the layer.
Every parameter of an effect can be animated. For more information see the
Using the Keybars Panel section.
To add an effect to a layer
1. Click the arrow symbol to the left of a heading in the effects list to expand the
list, and show the effects under that heading.
2. Select the filter and click the right arrow button to add it to the right-hand list
of effects to be applied to the layer.
Each effect displays a set of controls to allow you to adjust its parameters.
To determine the order in which the effects are applied
The order of effects in the list determines the order in which they are applied.
Select an effect in the right-hand list and click the up arrow or down arrow
buttons to move it up or down in the list.
Layer Fx
The following layer effects are available:
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Softhess

S,

Blur
Softness softens the layer, giving it an out-of-focus appearance.

Erightness ] I 'II:II:I_%

Contrast ] 100 _I
Famma = 1.00 _I
S aturation .J 100 _:l

Brightness/Contrast

- Brightness adjusts the brightness, where 0.00 corresponds to normal
brightness.
Contrast adjusts the contrast of the layer with 0.00 corresponding to normal
contrast.
Gamma adjusts the gamma of the layer with 0.00 corresponding to normal
gamma.
Saturation adjusts the color saturation of the layer where 0.00 corresponds to
normal saturation.

Tint Calar -|

=
o

-
)
I
LI- LI-

Tint &rnount )

¥.eep Highlightz

[> Shadows
[= Midtones
[= Highlights

Tint

Applies a tint color to the layer. The Tint Amount control allows you to adjust the
degree of the tint.
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19 Controlling Animation

This section explains how to use the time slider to control the progress of an
animation. It also describes how to use the Automatic Animation tool to set up
impressive animations with a few simple clicks, and the Keybars panel to provide
individual control over each component of a project.

This section contains information on the following topics:

Using the Animation Controls

Automatically Animating a Layer

Using the Keybars Panel

Getting Natural Motion

Displaying Detailed Information About a Feature

Animating an Image, Movie, Text Item, or Drawing Along a Path
Leaving an Animation Trail

19.1 Using the Animation Controls

[eg(a] [» ) m ) (e[ (][ ][ ][] 00:00:01:24 Duration 0300:02:00 @ Timecode ) Frames [EIE )] &

00:00:00:00 ! 00:00:01:29

The Animation controls allow you to choose which frame of the animation you are
editing, and let you preview the finished project.

This section contains informtion on the following procedures:

To specify the time display format

To move to a specific frame

To move back or forward frame by frame

To move to the start or end of the animation
To move to the next or previous key

To expand the slider scale

To show the whole project

To select continuous playback

To specify the time display format

Choose the format as follows:

- Format: Description

- Timecode: Hour:Minute:Second:Frame.
- Frames: Frame number.

To move to a specific frame
Either:

A0 Diuration B0 (") Timecode @) Frames

Edit the Current frame field.
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Or:

3l
v

Drag the time slider until the appropriate frame is displayed in the Current
frame field.

To move back or forward frame by frame

(] (]

Click the Step back or Step forward buttons.

To move to the start or end of the animation

4 [»]

Click the Start or End buttons.

To move to the next or previous key

(K] [21)
Click the Next Key or Previous Key button in the Animation controls.

To expand the slider scale

1. Click the Range... button.

2. Select Part of project, and specify the Start time, and the End time or Duration,
of the section of the project you want to work on:

Frame Range E|

1 Whole project
@) Part af project

Start 1]
End 99
D'uration 100
b atch Movie. .
k. I I Cancel

3. Click the OK button.
To show the whole project

- Click the Slider Range button.
-Select Whole project and click the OK button.
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To select continuous playback

]
Click the Loop Play button to play repeatedly, restarting at frame 0 after the
last frame.

=
Click the Bounce Play button to play continuously, alternately forward and
backwards.

19.2

246

Automatically Animating a Layer

Viz Curious Maps includes an automatic animation tool, to make it easy for you to
add animation to any layer of your project.

It provides the following animations:

Slide: Allows you to slide the layer on and/or off in any direction horizontally,
vertically, or diagonally.

Fade: Allows you to fade the layer on and/or off.

Write on: In addition, for text layers, you can animate the text so that it writes
on, in characters or words.

This section contains informtion on the following procedures:

To auto animate a layer

To animate the position of the layer
To animate the opacity of the layer
To animate the writing on of text

To auto animate a layer
i
—
Select the layer you want to animate.

Either:
On the Layer menu, click Auto Animate.

Or:
1. Click the Properties tab to display the Properties panel for the layer.
2. In the Automation section click the Auto Animate button:
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The Automatic Animation dialog box will be displayed to allow you to specify how

you want the layer to be animated:

To animate the position of the layer

Slide

Slide to curment position Slide from curment position
From | Left - To | Right -
1] Time 93

Cushion movement

1. Select Layer from the main menu and then Add Layer > Map
2. Select the Properties tab and click the Auto Animate button

3. In the Slide frame select Slide to current position and/or Slide from current
position and choose the direction of the slide from the From and/or To drop-

down menus.
4. Drag the keys on the time scale to adjust the extent of the slide.
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- In the central white section, the layer will be static at its current position,
and in the black sections to the left of the first key or to right of the last key
the entire contents of the layer will be outside the image layer.

5. Select Cushion movement to include a smooth run-in and run-out.

To animate the opacity of the layer

Fade

| Fade on | Fade off
_ P ¢
1 Time a3

Select Layer from the main menu and then Add Layer > Map

Select the Properties tab and click the Auto Animate button

Select Fade on and/or Fade off

Drag the keys on the time scale to change the rate the fade occurs.

- The white central area corresponds to 100% opacity and the black regions to
the left of the first key and to the right of the last key correspond to 0%
opacity.

A WN =

5. Select Cushion fade to include a smooth run-in and run-out.

To animate the writing on of text

Wirite On

7] wite on

Characters

0 Time 99

1. Select Layer from the main menu and then Add Layer > Text

2. Select the Contents tab and enable the New Text Item button and add a text to
the layer

3. Click the Animation tab and click the Auto Animate button

4. Select Write on, and choose Characters or Words from the drop-down menu to
specify how the text should be written.

5. Drag the keys on the time scale to determine the rate at which the text is
written on:

The white section to the right of the rightmost key corresponds to all the text
written on, and the black section to the left of the left most key corresponds to
0%.

6. Click the OK button to set up the animations you have specified for the layer.
Auto animate automatically sets up the Opacity, Position, and Write on amount

(text layers only).
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19.3

Using the Keybars Panel

‘ Properties | Contents | Paint | Lighting | LayerFxl Keybars |
tornado.png
Compositing Options
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For each layer in a project, the Keybars panel shows a keybar for each of the
features that can be animated, grouped into categories such as Compositing
Options, Transform, Drop Shadow, and Trail. You can click the arrow to the right
of each layer or category heading to collapse it into a single bar, or expand it to
show the keybar for each feature.

The animations in each layer are summarized in an overview bar, and this allows
you to move or scale the whole layer’s animation in a single operation.

Each category also provides an overview bar, and you can use this to scale or
move all the animations in that category.

In image layers containing a movie the overview bar also shows the extent of the
movie, and you can drag this to change the start time of the movie.

This section contains information on the following procedures:

To display the keybars list

To collapse or expand the keybars list

To move the animation for a layer or category
To scale the animation for a layer or category
To add a key

To change the position of a key

To cut, copy, paste, or delete a key

To delete all the keys on a keybar

To delete all the keys for a layer

To display the keybars list
Click the Keybars tab.

To collapse or expand the keybars list
Click the triangle to the right of the layer name or category name.
Selecting a layer automatically collapses the keybars for the other layers.

To move the animation for a layer or category

Drag the layer or category overview bar.
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To scale the animation for a layer or category

Drag the yellow triangle at either end of the layer or category overview bar.

To add a key

Either:
Click the keybar with the right mouse button (PC), or while holding down Ctrl

(Mac), and click Add Key on the pop-up menu:

Clear Bar [! |

[elean Layer

Cuit
Copy
Fazte
Delete

Start here

Hiald|frame befare start
Hiold frame aftenend
W s =

Smooth [n
Srmooth Cut
Smooth Bath
Smooth Segment

Eaze In

Eaze Out
Eaze Both
Eaze Segment

Or:

1.
2. Click the Add Key button:

Click to position the marker where you want to add the key.

i

A key is also added automatically at the current frame position, when you change

the setting of any feature that can be animated.

To change the position of a key

f

A

F

Drag it along the keybar with the mouse pointer.

The cushion bars on either side of the key will be scaled in proportion to the

distance to the key and the keys on either side.

To cut, copy, paste, or delete a key

Either:
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Click on the key with the right mouse button (PC), or while holding down Ctrl
(Mac), and click the appropriate command on the pop-up menu:

Add Key
Clear Bar
[elean Layer

Cuit
Copy
Fazfe

Start here

Hiald|frame befare start
Hiold frame aftenend
W s =

Smooth [n
Srmooth Cut
Smooth Bath
Smooth Segment

Eaze In

Eaze Out
Eaze Both
Eaze Segment

Or:
1. Click the key to select it. The key will turn red.
2. Click the appropriate button:

EI I kg

The cushion bars for the keys on either side will be reset to their default
positions.

To delete all the keys on a keybar

Either:
Click the keybar with the right mouse button (PC), or while holding down Ctrl
(Mac), and click Clear Bar on the pop-up menu.

Or:

=
1. Click to position the marker in the keybar you want to clear.
2. Click the Clear Bar button.

To delete all the keys for a layer

Click any keybar with the right mouse button (PC), or while holding down Ctrl
(Mac), and click Clear Layer on the pop-up menu.
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19.4  Getting Natural Motion

By default, Viz Curious Maps causes objects to move with a smoothly varying
speed between keyframes. You can apply Smooth In/Out or Ease In/Out
animation options to any key to achieve a more gradual acceleration or
deceleration.

The following table summarizes the differences between the options:

Figure 14: Cushion bars (smooth/ease)

—1— 4+ 1"

Smooth In/Out : The rate of change of the property is constant through the
key.
Ease In/Out: The rate of change of the property is stationary through the key.

For example, if the property being animated is an object’s position, with Ease In/
Out the object will slow down to a halt at the key but with Smooth In/Out the
object will be moving with constant velocity through the key.

You can extend the cushion bars to increase the time either side of the key during
which the object moves with constant velocity (Smooth In/Out) or decelerates and
accelerates (Ease In/Out).

To cushion animation

Either:
Click in the Keybars panel with the right mouse button (PC), or while holding
down Ctrl (Mac), and click the appropriate Smooth or Ease option on the pop-
up menu:

Ldd ey
Delete Key
[Elean Bar
[Elean Layer

Start here

Hialdl frarie befare shart
Hiald| frarie atter erd
W =

Sraoth [
Srrooth Dot

EET—

Eaze ln

Eaze Out
Eaze Bath

Or:
1. Click the key to select it. The key will turn red.

2. Click the appropriate button in the toolbar:
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If you click on a key you can smooth or ease either or both handles for the key.

If you click between two keys you can smooth or ease the appropriate handles for
both keys.

To adjust the cushion bars

1. Point at the cushion bar with the mouse pointer, until the mouse pointer turns
to a single-headed arrow.

2. Drag the cushion bar to the appropriate position between the two keys:

f o F 4 '

Each cushion bar can be dragged as far as the adjacent key.

19.5 Displaying Detailed Information About a Feature

Keybars |
ey
Compositing Options _I
Transform

W

Center

5|E

Scale
Value 104, 12305

=

RN EREEE R

You can display a graph showing the change in the value of any feature
throughout the animation. You can manipulate the graph to change keys, cushion
the animation, or add keys, as an alternative to working in the keybar.

To display the detail graph
le]

Click the detail icon to the right of the feature name.
- The keybar will expand to show the detail graph.

To return to keybar view

om
Click the keybar icon to the right of the feature name.

19.6  Animating an Image, Movie, Text Item, or Drawing Along a
Path

Viz Curious Maps allows you to draw a smooth path, using Bezier curves, and
animate an imported image, movie, text item, or drawing on a shape layer along
the path.

This section contains information on the following topics:
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To create an animation path

To convert the path to a curve

To adjust the path

To align the image, text item, or drawing to the angle of the animation path

To create an animation path

1. Move to the first frame of the animation.

2. Select the Path tool and drag the image, text item, or drawing to the initial
location:

3. Move to the last frame of the animation.
4. Drag the image, text item, or drawing to the ending position.

A line will be drawn to show the animation path, with dots indicating the
position in each frame:
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To convert the path to a curve

1. Move to an intermediate frame of the animation.
2. Drag the image, text item, or drawing.
< The path will curve through the new position.
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To adjust the path

1. Drag one end of the tangent handles extending from a point on the curve:

2. Hold down Ctrl (PC) or Alt (Mac) to drag a tangent handle independently of the
other one.

To align the image, text item, or drawing to the angle of the animation path

1. Click the Match rotation to path button on the Properties panel for the image,
text, or shape layer:

19.7 Leaving an Animation Trail

You can cause the map layer, text item on a text layer, image on an image/movie
layer, or drawing on a shape layer to leave a trail as it animates by choosing the
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appropriate option from the Trail drop-down menu in the Trail section of the
Properties panel for the layer.

For example, you could leave a trail behind an image of a plane to show the route
of a journey:

To leave an animation trail

Choose Behind, Ahead or Full from the Trail pop-up menu to leave a trail
behind, ahead of, or on both sides of the path.

Use the Trail Width and Trail Color options to define the width and color of the
trail, and select Trail Above to display the trail above the layer.
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20 Creating Tracking Paths

Viz Curious Maps includes a powerful tracking tool, which allows you to track
features in a movie to create one or more tracking paths. These can then be used
to automatically stabilize the tracked feature, or to match the tracking of another
movie or image to that feature in creating a composite.

This section contains information on the following topics:

Introduction
Creating a Track
Applying Tracking

20.1

258

Introduction

The tracking tool lets you identify a distinctive feature in one frame of a movie,
and then automatically track the feature throughout the movie to create a tracking
path.

Creating tracking paths

You can create any number of tracking paths in a single movie, or across multiple
movies. One track is needed to adjust for position. With two independent tracks
the tracking tool can also adjust for scaling and rotation.

Additional tracks can be used to track independently moving objects. For
example, if your video sequence shows two cars driving towards each other you
can create a separate tracking path for each car, and then use these to
superimpose a logo onto the side of each car.

You can also change the feature you are tracking mid-way through the movie. For
example, if the feature goes out of view or behind an obstacle you can select an
alternative feature, and then continue tracking from that point.

Applying tracking paths

Having created a tracking path you can apply it in several ways:

To the original movie to stabilize the image, keeping the tracked feature with
the same position, scale, and rotation on the frame. For example this can be
used to stabilize an interview filmed with a hand-held camera.

To a different image or movie to animate it, matching the movement, scaling,
and rotation of the selected feature so that when the two sequences are
composited they appear as a single, natural image.

To the points and shapes in a rotomatte, to match their movement, scaling,
and rotation to the original movie.

To the position parameters of filters and effects; for example, to make a wipe
follow a feature in a movie.
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20.2 Creating a Track
i

On the Tools menu, click Tracker or click the Tracking button in the toolbar. The
Tracker dialog box is displayed to allow you to create one or more tracks.

To create a track

1. Click the + button to create a new track, and select it in the Tracks list.

2. Click the Edit Tracks button to indicate which feature of the image you want to
track:

Tracker @
Tracks Tracking source area

% 4BT00 2 widh 2000
Track on ¥ 1000 2 Height 17.00

& i Track point Search area
A w 467.00 s 467.00 width 20,00

R NENS
EHNENLD

v 10000 v 10,00 Height 2000
Presoftening 0.0 =
Autobalance
Srnooth... Track frames 0 - 53
[ Skip Bad Frames D Tredig
2

Two concentric squares are drawn in the Viewer with a + at their center.

3. Move the mouse pointer over the center square until it changes to a move
symbol and drag the squares over the feature you want to track.

4. The center square acts as a magnifying glass to help you locate the feature
accurately:

5. If necessary move the central + to the precise position you want to track.

This is the pin position that determines the precise offset generated by the track.
Usually you will leave this at the center of the inner square.

The outer square determines the search area that the tracking tool will scan at

each frame when looking for the feature you have specified. Its size should be
sufficient to cover the maximum movement in any direction from any frame in the
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sequence to the next frame. It does not need to cover the area occupied by the
feature of interest throughout the whole sequence.

6. Adjust the Presoften value to blur the image before matching the target; this
helps tracking if the image is noisy, or includes a random feature such the
rain.

To start tracking

: 1% .
1. Click the Track Next Frame button to step forward a frame at a time,
tracking the feature.

. 5 , ,
2. Click the Track Forward !)J button to start automatically tracking the feature
from the current frame.

As tracking proceeds the Tracker dialog box plots a graph showing the quality of
the track:

Higher values indicate a good match.

The tracking paths will be shown in the Viewer as a white line with red dots at
each track position:

To correct a tracking path

The automatic tracking procedure may occasionally lose the feature being
tracked. To correct for this:

1. Go to the last frame where the track was correct (or another earlier frame).
2. Hold down Shift and drag the tracking box.

This leaves the tracking point itself unchanged, so that the points added to the
motion path continue on the same track, but it uses a different area for
subsequent detection. It is important to choose a different area which is moving
in the same way.
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3. Click the Track Forward button to continue tracking from that point.

For example, if the feature being tracked goes out of sight or behind another
object, you will need to select another feature to track. When tracking an actor’s
eye it may be necessary to manually position the tracking tool if the actor blinks.

You can also track backwards or track the previous frame using the appropriate
controls.

To lock a track

B[ Track1

Click the lock icon to the left of the track name in the Tracks list:

This is useful once you are satisfied with a track, to protect it from changes
during subsequent tracking actions.

20.3

Applying Tracking

After creating one or more tracking paths you can apply these to any layer in your
project. In addition, in a shape layer you can apply a tracking path to individual
shapes in the layer.

To stabilize a movie

One application of tracking is to stabilize the movie that was used to generate the
tracking path.

1. Select the movie layer in the Layers list, and click the Properties tab to display
the Properties panel for the movie.

&
2. In the Automation section click the Apply Track Data button:

- The Apply Track Data Wizard is displayed to lead you through the steps
needed to apply the track data to the image layer.

- The first panel lets you specify the transformations you want to track:
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Apply Track Data Wizard

Do you want ta apply tracking data in order to set:
Position, Rotation or Scale?

One track iz sufficient for zetting position.

Two paints are required for scale or rotation,

| Position
/| Rotation
V| Scaling

_?I < Back || MNext> 0k Canecel

Select Position, Rotation, and/or Scaling as required, and click the Next button
to continue.

- If you have only recorded one track Rotation and Scaling will not be
available.

- The next panels let you select the tracks to use.

Select the first track and click the Next button to continue.

- If you are adjusting rotation and/or scaling you will be prompted to select a
second track.

Select the track and click the Next button to continue.
- The next panel lets you choose how the transformations are applied.

- Absolute aligns the pin position of the object with the current track
position.

- Relative displaces the object by the track position.
- Stabilize applies the recorded tracks to the layer to stabilize it:

Finally click the OK button to apply the track information to the current image
layer.

Chapter 20: Creating Tracking Paths



21 Rendering a Project

This section explains how to render your project as a preview image or movie, or
as a finished image or movie. It also describes the options for exporting an image
or a 3D model from a project.

This section contains information on the following topics:

Rendering the project
Displaying a live video output
Exporting 3D models
Creating GIF images

21.1 Rendering the project

Viz Curious Maps allows you to render your project as a movie or as a sequence of
still images, one per frame, as separate sequentially numbered files.

Alternatively you can render a single layer, or its layer mask.

The following output formats are available:
Movie formats

Image sequence formats
This section also contains information on the following procedures:

To render the animation
To specify the output format

Movie formats

The movie formats provide all the frames of the animation in a single file,
optionally using compression to make the file smaller and improve playback
rates. A number of different movie formats are supported, some of which are
designed for playback on specific video output boards. The range of output
formats available on your system will depend on the operating system, the
version of Viz Curious Maps you are using, and the presence of any optional video
hardware.

Viz Curious Maps includes a built-in QuickTime player for playing QuickTime
movies on your computer monitor, and a Video Output player which can play
QuickTime movies on the video output of compatible QuickTime video boards.
Other video devices may be supplied with their own playback applications for
movies rendered in their own native formats.

Image sequence formats

The image sequence formats provide a sequence of numbered files, one frame
per file - e.g. myanim0001.bmp, myanim0002.bmp etc. The files can be in any of
the formats supported by Viz Curious Maps. This can be a very useful format for
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exchanging images with other applications, many of which will support single
frame per file sequences.

When you first choose a file to render you are presented with a name
untitled0000. This will render a sequence with four digits for the frame number
as above. If you want to change the number of digits simply edit the name - e.g.
untitled000 would use three digits for the frame number.

You can change the default filename format using the Numbering option in the
File Formats section of the Options dialog box:

Options

Specify the default file name format when rendering to a sequence of
numbered files

Loy -

M ap Projection
“irtual Earth
Digital Globe
Locations

File Foimatz

e Gif
Humbering

m

Brush Tools
Storage
i Pl Limits
- Flipbook,
- Video Board

To render the animation

On the File menu, click Render Project... or Render Project Preview... .

- Render Project Preview: Renders a low-quality version without anti-aliasing,
and with no lighting effects.

- Render Project: Produces a finished, high-quality version of the animation.

The Render dialog box is displayed to allow you to specify the output format and
filename for the rendered movie, and specify the output settings:
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Render Layer @

Output: | QuickTime Movie - |

Mavie: Brawse. .

Settings

Frame Size User Set, 1024 » 1024
Timing... Frame R ate 30.00 fps

None

Format Options... Fender RGEA Movie [Millions of Colorz+]

Fremultiplied alpha [matted on black]

Field Fiender... Ma Field Rendering, Flicker Filter On

Render Range
@ ‘whole Project

Slider B ange
Part of the Project:
Start 0 End 53 Diur ED
Render in Backaround | Bender | | LCloze | _?I

To specify the output format

1. Choose the appropriate format from the Output dropdown menu.

2. Select Whole Project to render the whole project, or Part of the Project to
render the range of frames specified in the Start, End and Dur fields.

3. Click the Frame Size..., Timing..., Format Options..., or Field Render... buttons
to set up the corresponding options.

These options are described in the following sections.

To render with an alpha (mask) channel select Render RGBA Movie (Millions of
Colors+) and specify how the alpha channel should be treated by selecting
one of the options from the drop-down menu.

Premultiplied alpha effectively superimposes the image on a black background;
transparent areas of the image appear black, and semi-transparent areas of the
image are mixed with black in proportion with their transparency.

Straight Alpha leaves the image unchanged.

Click the Render button to render the animation with the settings you have
specified. While the animation is being rendered the progress bar in the Viz
Curious Maps status bar shows the progress of each frame, and the viewer
shows the frame currently being rendered.

See Also
Frame Size
Timing
Format Options
Field Render
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21.1.1

21.1.2

266

Frame Size
Allows you to set the frame size for the rendered movie:
Render 5ize Options @
@) Uze Project frame size Scale comrectly for wideo output

Scale to a different size - by re-scaling output image

Usger Set Wwidth | 1024
Fix Azpect Ratio
Height | 1024

£ 1] 4 || Cancel |

The default project sizes in Viz Curious Maps are square pixel versions of the
popular PAL and NTSC video formats, suitable for displaying on a computer
screen. When rendering final output Viz Curious Maps will automatically scale the
output images to the corresponding video formats (PAL video, NTSC video) to
ensure that the images continue to look correct (video pixels are a different shape
to computer pixels) on a video monitor. If you are outputting for further
manipulation or use on a computer (eg in another software package) you should
deselect Scale correctly for PAL (Video) output.

See Also

Rendering the project
Timing

Format Options

Field Render

Timing
Allows you to set the frame rate for the rendered movie:

Render Timing Opticns @

@ Uze Project Frame Rate

Different Frame Fate

Rate 30 frames per secand

[ [0]8 ]| Cancel |

Note that changing the frame rate does not change the total time of the
animation. For example, rendering a 25fps animation at 30fps simply generates
more intermediate frames to ensure the animation plays out at the same speed.

See Also

Rendering the project
Frame Size

Format Options

Field Render
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21.1.3

21.1.4

Format Options

Allows you to change the compression and quality settings for the movie. The
options available depend on the output format you have selected.

See Also

Rendering the project
Frame Size

Timing

Field Render

Field Render

Field rendering is a technique used to create smoother looking animations when
creating output for video or broadcast. It takes advantage of the fact that most
video is interlaced - each frame consisting of two fields displayed in turn:

Field Rendering Options @

Field Rendenng;

@) Full Frame [no field rendering)

Figld Render: create fields by frame interpalation

Field Drominatice Loveer/odd field first [MTSC Yidea] -

Lower/odd field first [MT5C Video
| Flicker Filter Upper/even field first [PAL Video] |

[ Ok ]| Cancel |

Enabling field rendering can produce a considerable improvement for certain
types of animations, when played back on suitable video equipment such as a
video output board or video tape. Rendering times are significantly increased
however, as every frame requires two separate fields to be rendered and then
combined. Animations for playback on a computer are generally rendered without
field rendering.

The Upper field first and Lower field first options determine the field ordering for
the rendered output.

Animations rendered with incorrect field ordering can appear jumpy and
distorted. The correct setting can vary with your desired output type (PAL or
NTSC) and the video equipment you are using.

The Flicker Filter option applies a small amount of softness to the rendered
output. This can help to prevent slight flickering which can sometimes be a side-
effect of field rendering.

To render a single layer

Rendering a layer outputs the layer as it appears in the project at project size,
including the layer’s transformation and any filters.

1. Select the layer you want to render.
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2. On the Layer menu, click Render Layer... or Render Layer Preview... .
3. Proceed as described in To render the animation.

See Also

Rendering the project
Frame Size

Timing

Format Options

21.2

Displaying a live video output

The image displayed in the Viewer can be transferred directly to the video outputs
of supported video cards, for previewing images on a broadcast monitor, or
transferring single frame images directly to video.

To select live video output

1. On the Video menu, click Video Device setup... .

- The Video Board option in the Video section of the Options dialog box is
displayed:

Options =]

i DEM | video 110 board can be used to show a v video preview, 1o play
;- Database movies, and to drive a video fiphook

~ Locations
- Attribution Wideo board to use | Mo Video Device -

- Map Legend
- Map Projection
- Witual Earth JIpply f

Digial Globe

Locations

V] Show live video output

1 File Formats
CGif
Humbering

1 Paint

- Material

- Undo

" Brush Tooks
- Storage

S R Limits

-+ Fliphook

" Video Board

2. Choose the video board from the drop-down menu.
3. Select Show live video output.

The Apply flicker filter option adds a slight vertical blur to the image, to prevent
flickering of very fine horizontal images such as roads and rivers.

21.3

268

Exporting 3D models

An option is available to allow you to output a 3D model of the land relief in a
specified 3D object file format to allow you to import it into a suitable 3D package
such as Maya, Softimage XSI, 3D Studio Max, ORAD CyberGraphics, or Discreet
Frost. Alternatively you can export the 3D model to Viz Artist.

The texture can be output at the same time, to color the relief, and this can
optionally be scaled up to provide more detail on the resulting 3D model:
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This section contains information on the following procedures:

- To export the currently selected map layer as a 3D model
- To preview the 3D model

To export the currently selected map layer as a 3D model

1. On the File menu, click Export 3D Model.

- The 3D Export dialog box allows you to specify the filenames for the model
and texture, and optionally preview the result in the Viz Curious Maps 3D
Viewer:

fon
3D Export - Creates a 30 Model and associated texture of the current map

3D Model Export

Expart 3D Madel Export 3D Model to
Model File  foo.c3d Browse
Grid Resolution Smoothing
. 0 % Soften [ Sharpen
v 578 B 7] Allow Hesights below Sea Level

Texture Export

Expart Texture for Model Export Material File  [foo.mtl]
File: Browse.
Format: -
Settings

NTSE (Square Pisels A] 72015 540
Format Dptiens... | [7] Render RGRA

Curious 30 Animator

Create Project [ Export Labels Remove Labels from Testure
Project File  foo.cm3 Browse...
7] Prexiow Result in 30 Animator

2. Select the 3D object file format from the Export 3D Model to drop-down
menu.

3. In the 3D Model Export section, click the Browse... button, and specify a name
for the 3D model.

4. If required, edit the Grid Resolution and Smoothing, to determine the mesh
used for the 3D model.
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5. In the Texture Export section leave Export Texture for Model selected if you
want to export a texture bitmap, and select Export Material File if you also
want to export the texture as a material file.

6. Choose the format from the Format drop-down menu.

7. Click the Browse... button, and specify a name for the texture file.

- The Frame Size... button gives you the option of scaling the image to a
different frame size; for example to provide greater detail on the resulting
model. Note that this produces a true optical scaling of the image, whereas
changing the project size leaves features, such as road and river line
thicknesses, unchanged.

- For certain formats the Format Options... button gives you control over of
the parameters of the format.

8. Select Preview Result in 3D Viewer to preview the exported files in a 3D viewer.

Click the Export button to export the model.

©

To preview the 3D model

If you checked Preview Result in 3D Viewer in the 3D Export dialog box, the 3D
model will be displayed in the Curious 3D Viewer to allow you to preview it.

1. Drag the model to change the viewpoint.

2. Hold down Ctrl (PC) or Alt (Mac) and drag up and down to zoom in and out
respectively.

3. Hold down Shift and drag up and down to increase or decrease the scale of the
relief.

4. Hold down Alt (PC) or Command (Mac) and drag left and right to rotate the
model about the viewpoint.

5. Click the Play button in the toolbar, or choose Play from the File menu, to
rotate the model continuously.

21.4

270

Creating GIF images

Viz Curious Maps cannot create or render GIF format images by default. It will,
however, work with some commercially available third-party GIF creation
applications to allow creation of GIF images.

Supported applications are as follows:
Platform Application

PC FCoder 2GIF
Mac Lemke Software Graphic Converter

To set up Viz Curious Maps for GIF image creation

1. Purchase and install one of the supported GIF creation applications.

- If you are running Viz Curious Maps on Windows, then you must specify the
location of the 2GIF application.

2. On the View menu, click Options... .
3. In the File formats section click Gif.
4. Click the Browse... button and select the path of the 2GIF application:
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Options B

Lo DEM

L. Database Specify Fhe Iocation of the "2GIF" application here, This will be used to

: convert images to GIF format

o Locations

L Attribution

; Bi -

© Hhop Leand (Bronee..|
t Map Projection

- Yitual Earth
i Digital Glabe

Lo Material

i Undo

i Brush Tooks
=) Storage

L R Limits
i Flipbook,

i Video Board

m

The GIF file format and associated options will then be available in image save,
export, and render windows.

Chapter 21: Rendering a Project 271



272 Chapter 21: Rendering a Project



	1 Introduction
	1.1 Learning the System
	1.2 Document Structure
	1.3 Related Documents
	1.4 Conventions
	1.5 Contact Vizrt

	2 About Viz Curious Maps
	3 Installing Viz Curious Maps
	4 Quick Tour
	4.1 Getting Started
	4.1.1 Running Viz Curious Maps
	4.1.2 Creating a New Project
	4.1.3 Changing the Project Settings

	4.2 Toolbar
	4.3 View Options
	4.4 Viewer
	4.4.1 Keyboard shortcuts

	4.5 User Interface Font
	4.6 Layers List
	4.7 Using the Content Manager
	4.8 Controlling Layer Compositing
	4.9 Animation Controls
	4.10 Move/Pan Tool
	4.11 Path Tool
	4.12 Text tool
	4.13 Zoom Tool
	4.14 Map Rectangle Tool
	4.15 Browse Map Tool
	4.16 Browse Street/Shape Data Tool
	4.17 Ruler Tool
	4.18 Pick Color Tool
	4.19 Navigator
	4.20 Panels

	5 Working with Maps
	5.1 Creating a Map Layer
	5.2 Map Rectangle
	5.3 Setting the Map Properties
	5.3.1 Compositing Options
	5.3.2 Transform Options
	5.3.3 Drop Shadow Options
	5.3.4 Frame Options
	5.3.5 Trail Options
	5.3.6 Locator
	5.3.7 Map Legend
	5.3.8 Projection
	5.3.9 Automation

	5.4 Locating Features by Country or Region
	5.5 Locating Features by Name
	5.6 Adding Map Details
	5.7 Adding Features to the Map Database
	5.8 Locating Features in Street Data
	5.9 Locating Features in Imported Data
	5.10 Adding Shape Overlays to Map Layers
	5.11 Adding Satellite Imagery
	5.12 Adding Symbols
	5.13 Defining the Style of Details
	5.14 Setting the Properties for Details
	5.15 Setting Map Features
	5.16 Displaying Disputed Regions
	5.17 Navigator
	5.18 Measuring Distances on the Map

	6 Working with Styles
	6.1 How Style Sheets Work
	6.1.1 Multiple Style Sheets

	6.2 Creating, Saving, and Loading Style Sheets
	6.3 Styles Panel
	6.3.1 Predefined Styles
	6.3.2 Color Panel
	6.3.3 Text Panel
	6.3.4 Strap Panel
	6.3.5 Texture CC panel

	6.4 Topography
	6.4.1 Shading Panel
	6.4.2 Relief Color Panel
	6.4.3 Natural Earth Panel
	6.4.4 Natural Sea Panel
	6.4.5 Ocean Contours Panel

	6.5 Markers Panel
	6.6 Textures Panel
	6.7 Lighting Panel
	6.8 Map Features Panel
	6.9 Options Panel
	6.10 Using Imported Relief Data

	7 Reusing Design Elements
	7.1 Introduction
	7.2 Importing from a Project
	7.3 Reusing Style Sheets
	7.4 Using Templates
	7.5 Reusing Design Elements
	7.6 Using Color Palettes
	7.7 Sharing Databases

	8 Working with Street Maps
	8.1 Using Street Data
	8.2 Loading Street Data
	8.3 Tracing Street Data

	9 Working with Images and Movies
	9.1 Introduction
	9.2 Importing an Image or Movie
	9.3 Moving, Resizing, or Rotating an Image
	9.4 Specifying the Contents of the Image
	9.5 Using the Keyer
	9.6 Image Rotoscoping
	9.7 Setting the Image Properties
	9.7.1 Compositing Options
	9.7.2 Transform Options
	9.7.3 Drop Shadow Options
	9.7.4 Frame Options
	9.7.5 Edging Options
	9.7.6 Trail Options
	9.7.7 Export Producer Options
	9.7.8 Instant Maps Export Options
	9.7.9 Automation Options
	9.7.10 Mask Options


	10 Painting
	10.1 Paint and Image Processing Tools
	10.1.1 Paint Controls
	10.1.2 Overlays
	10.1.3 Undo and Restore Options for Painting

	10.2 Painting Onto an Image
	10.2.1 Specifying the Brush Settings
	10.2.2 Creating and Editing Brushes
	10.2.3 Defining the Brush Source
	10.2.4 Defining Brush Filter Effects
	10.2.5 Defining Brush Profiles
	10.2.6 Managing Painted Materials

	10.3 Adding Graphics to Images
	10.3.1 Transforming Images


	11 Adding Image Effects
	11.1 Adding Image Effects to a Layer
	11.2 Adding Paint Effects
	11.3 Image Effects

	12 Extracting Masks
	12.1 Introduction
	12.2 Mask Extract Tools

	13 Automating with Macros
	13.1 Using Macros

	14 Working with Shapes
	14.1 Introduction
	14.2 Creating Shapes on a Shape Layer
	14.3 Creating Shape Overlays
	14.4 Shape tools
	14.5 Cutting/Pasting and Exporting/Importing Shapes
	14.6 Editing Shapes
	14.7 Editing Points
	14.8 Defining the Appearance of Shapes
	14.9 Animating Shapes
	14.10 Specifying How Shapes are Displayed
	14.11 Setting the Shape Layer Properties
	14.12 Animating Shape Layers
	14.13 Adding Shape Overlays to a Map Layer

	15 Working with ESRI Shape Files
	15.1 Introduction
	15.2 Setting up ESRI Shape File data
	15.3 Using ESRI Shape File data

	16 Adding Text to a Project
	16.1 Introduction
	16.2 Creating Text on a Text Layer
	16.3 Manipulating Text Items
	16.4 Editing Text
	16.5 Defining the Text Layout
	16.6 Defining the Appearance of Text Items
	16.6.1 Appearance Options
	16.6.2 Spacing Options
	16.6.3 Transform Options
	16.6.4 Drop Shadow Options
	16.6.5 Frame Options
	16.6.6 Trail Options
	16.6.7 Producer Export
	16.6.8 Instant Maps Export

	16.7 Animating Text Items
	16.8 Defining the Properties of the Entire Text Layer
	16.8.1 Compositing Options
	16.8.2 Animation Options


	17 Working with Cutouts
	17.1 Creating Cutouts
	17.1.1 Moving and Transforming Cutouts
	17.1.2 Defining the Appearance of Cutouts


	18 Lighting and Effects
	18.1 Using Lighting
	18.2 Setting the Lighting Options
	18.3 Changing the Position, Size, or Angle of the Light
	18.4 Animating a Light
	18.5 Using Style Lights
	18.6 Adding Image Effects to a Layer

	19 Controlling Animation
	19.1 Using the Animation Controls
	19.2 Automatically Animating a Layer
	19.3 Using the Keybars Panel
	19.4 Getting Natural Motion
	19.5 Displaying Detailed Information About a Feature
	19.6 Animating an Image, Movie, Text Item, or Drawing Along a Path
	19.7 Leaving an Animation Trail

	20 Creating Tracking Paths
	20.1 Introduction
	20.2 Creating a Track
	20.3 Applying Tracking

	21 Rendering a Project
	21.1 Rendering the project
	21.1.1 Frame Size
	21.1.2 Timing
	21.1.3 Format Options
	21.1.4 Field Render

	21.2 Displaying a live video output
	21.3 Exporting 3D models
	21.4 Creating GIF images



<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Error
  /CompatibilityLevel 1.4
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /CMYK
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness true
  /PreserveHalftoneInfo false
  /PreserveOPIComments true
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 300
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 300
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile ()
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /CreateJDFFile false
  /Description <<

    /BGR <>
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000410064006f006200650020005000440046002065876863900275284e8e9ad88d2891cf76845370524d53705237300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef69069752865bc9ad854c18cea76845370524d5370523786557406300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /CZE <>
    /DAN <>
    /DEU <>
    /ESP <>
    /ETI <>
    /FRA <>
    /GRE <>

    /HRV (Za stvaranje Adobe PDF dokumenata najpogodnijih za visokokvalitetni ispis prije tiskanja koristite ove postavke.  Stvoreni PDF dokumenti mogu se otvoriti Acrobat i Adobe Reader 5.0 i kasnijim verzijama.)
    /HUN <>
    /ITA <>
    /JPN <FEFF9ad854c18cea306a30d730ea30d730ec30b951fa529b7528002000410064006f0062006500200050004400460020658766f8306e4f5c6210306b4f7f75283057307e305930023053306e8a2d5b9a30674f5c62103055308c305f0020005000440046002030d530a130a430eb306f3001004100630072006f0062006100740020304a30883073002000410064006f00620065002000520065006100640065007200200035002e003000204ee5964d3067958b304f30533068304c3067304d307e305930023053306e8a2d5b9a306b306f30d530a930f330c8306e57cb30818fbc307f304c5fc59808306730593002>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020ace0d488c9c80020c2dcd5d80020c778c1c4c5d00020ac00c7a50020c801d569d55c002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /LTH <>
    /LVI <>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken die zijn geoptimaliseerd voor prepress-afdrukken van hoge kwaliteit. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /POL <>
    /PTB <>
    /RUM <>
    /RUS <>
    /SKY <>
    /SLV <>
    /SUO <>
    /SVE <>
    /TUR <>
    /UKR <>
    /ENU (Use these settings to create Adobe PDF documents best suited for high-quality prepress printing.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
  >>
  /Namespace [
    (Adobe)
    (Common)
    (1.0)
  ]
  /OtherNamespaces [
    <<
      /AsReaderSpreads false
      /CropImagesToFrames true
      /ErrorControl /WarnAndContinue
      /FlattenerIgnoreSpreadOverrides false
      /IncludeGuidesGrids false
      /IncludeNonPrinting false
      /IncludeSlug false
      /Namespace [
        (Adobe)
        (InDesign)
        (4.0)
      ]
      /OmitPlacedBitmaps false
      /OmitPlacedEPS false
      /OmitPlacedPDF false
      /SimulateOverprint /Legacy
    >>
    <<
      /AddBleedMarks false
      /AddColorBars false
      /AddCropMarks false
      /AddPageInfo false
      /AddRegMarks false
      /ConvertColors /ConvertToCMYK
      /DestinationProfileName ()
      /DestinationProfileSelector /DocumentCMYK
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure false
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles false
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /DocumentCMYK
      /PreserveEditing true
      /UntaggedCMYKHandling /LeaveUntagged
      /UntaggedRGBHandling /UseDocumentProfile
      /UseDocumentBleed false
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [612.000 792.000]
>> setpagedevice


