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

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

Viz Artist

Viz Engine (see the Viz Engine Administrator Guide)

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

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

See Also

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

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

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

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

- Viz Artist

- Viz Engine (see the Viz Engine Administrator Guide)

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

1.1 Related Documents

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

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

1.2 Feedback And Suggestions

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

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

This section contains information on the following topics:

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

2.1 Viz Artist/Engine Folders

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

2.1.1 Installation Folders

The default installation folders for Viz Artist and Engine are:

Windows System Viz Artist/Engine Platform Installation Folder
Windows 32-bit 32-bit C:\Program Files\vizrt\Viz3\
64-bit N/A
Windows 64-bit 32-bit C:\Program Files
(x86)\vizrt\Viz3\
64-bit C:\Program Files\vizrt\Viz3\

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

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

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

Copyright © 2020 Vizrt Page 32



Viz Artist User Guide - 3.14

2.1.2 Data Folders

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

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

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

Script plug-ins are located in the <viz data folder>\ScriptPlugins subdirectory.

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

See Also

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

2.2 Viz Artist Startup And Close

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

This section contains information on the following topics:

- To Start Viz Artist

- To Add a Viz Artist Startup Option

- To Log on a New User after Viz Artist has Started
Log on History

- Viz Artist 32-bit or 64-bit Version

- Viz Configuration

2.2.1 To Start Viz Artist

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

- : Select a Host from the drop-down list.
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& Note: In some circumstances, for instance if the server is located on a different
subnet, the host is not in the list. The host name must then be entered
manually.

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

){-—— Viz Artist

|127.0.0.1
|vizDbserver

| Admin

Log me on automatically

Log On Cancel

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

3. Click:

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

Cancel: Cancel log on and close the application.

After logging on to a Graphic Hub, Viz Artist starts and opens the main screen (see

Overview for an overview of the Viz Artist main screen).

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

2.2.2 To Add a Viz Artist Startup Option

1. Open the Viz Artist Properties panel:
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Y
Right click the desktop icon and select Properties in the context menu AN , or
Right click the Viz Artist shortcut under the Windows Start menu and select Properties
in the context menu.
2. In the Properties window, apply a command in the Target field (see Viz Command Line
Options).

® Example: “<viz install folder> viz.cmd” -n -ul -y

#& Wiz Artist 3.13.0 x64 Properties *
Securty Details Previous Versions
General Shortcut Compatibility
F‘:En Viz Atist 3.13.0x64

Target type: Application

Target location: Wizl

Target: |"C:'—-.F'rc:gram Files Wizt \ Wiz Jwiz.exe" n ul 4 |

Start in: | "C:%Program Files Mzt Viz3w" |

Shortout key: | Mone |

Run: MNormal window w
Comment: | |
Open Fle Location Change lcon... Advanced...

Cancel Aoy

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

Ctrl-c
Paste-Link Ctrl-v
Paste-Dup. Ctri-w

[ 1 Show Properties Ctrl-p
Ctrl-y

Ctrl-a

Ctrl-g

Export as XML...

Check Out Files... Ctrl-o
Check In Files... Ctrl-i

Reconnect
& Change User...

el i = =

Lo

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

User Admin

Password

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

Login to change User, or
Cancel to cancel the procedure.
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2.2.4 Log on History

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

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

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

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

Built Ins Conbrol
Server - Soane

= 1l r ? I [ M T [n-],ll._. [ 1 [ F [& [v [ =B [aN|acts | Dawvid_Cs View

GH History Login Information |E< " Oemer

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

] = | | o

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

Copyright © 2020 Vizrt Page 37



Platform
Lnro

Viz Artist User Guide - 3.14

enable Engine Core
Licensed by: Engine Core
License Count: 1

Disable Watermark Ouerlay
Licensed by: Engine Core
License Count: 1

Disable Watermark Ouverlay PAL/SD max.
License Count: 8

enable UI Communication Port
Licensed by: Artist
License Count: 1

number of SDI Inputs
License Count: 8

number of HDI Inputs
License Count: 8

number of Mezzanine IP Inputs
License Count: 8

tput

CHRT TR _NDUT thannnal

version: 3.13.0.

2.2.6 Viz Configuration

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

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

® Example: Viz-<host name>-0-0.cfg.

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

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

See Also
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Configuring Viz section of the Viz Engine Administrator Guide.

2.3 Viz Command Line Options

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

-h or -? from the command line.

Command

-B <path>

-C

-db user:pw@server/name-server:port

-g <config file>

Description

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

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

Start without a console.

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

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

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

with no password.

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

Display the available commands.
Enable pre-initialization of textures. Textures are

generated on the graphics card immediately after
loading an image.
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Command

-n
-0 <scene>
-0 <layer> <scene>

T

-ul, -u2, -u3 (up to a maximum of
24)

-v [argument]

-W
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Description

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

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

There is also an optional argument may give a scene
that is loaded upon startup with the following syntax:
SCENE*scene_id ... load scene_id into the main layer.

1 SCENE*scene_id ... load scene_id into the main layer.
0 SCENE*scene_id ... load scene_id into the back layer.
2 SCENE*scene_id ... load scene_id into the front layer.

Disable automatic mouse capture.

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

Keep the Viz Engine Console always on top.

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

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

The optional argument is a number composed by
addition of:

1: Produces verbose output to console.

2: Adds a timestamp.

4: Logs OpenGL.

16: Logs 2D-texture messages.

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

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

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

a program crash.

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

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

2.3.1 Systems with Two or More GPUs

It is possible to specify which GPU Viz Engine should run on, by providing the flags -u1 and -u2 for
GPUT and GPU2, respectively. A maximum of 24 GPUs are supported. This allows the system to run
the Engine on one GPU while running Viz Config on another, for example:

<viz install folder>\viz.exe -c -u2
<viz install folder>\viz.exe -n -ul

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

Formula: m%n, where:

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

For example, with two Viz Engines:

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

GPU1 GPU2 GPU3
8 (2] SRR 3]
S o) SR (c) SRS (o)

Viz Engine 2 {-u5)
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When either Trio One Box or Dual Channel Viz Artist versions are installed, GPUs are selected by
default.
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3 Artist Interface Overview

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

This section contains information on the following topics:

Main Window
Dual Monitor Configuration
Main Menu

3.1 Main Window

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

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

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

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

Fig Item Panel Description

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

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

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

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

the Scene Tree, which is the logical visualization of
a Scene. The Scene Tree is built up of Containers,
which can hold items such as Materials or plug-ins.

3.2 Dual Monitor Configuration

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

Normal

Mosaic Horizontal
Mosaic Vertical
Dual Screen

3.2.1 Normal

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

3.2.2 Mosaic Horizontal

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

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

The Server, Properties and Scene Tree panels are displayed on the top monitor, and the Scene
Editor panel is displayed on the bottom monitor.

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

3.2.4 Dual Screen

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

3.3 Main Menu

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

BuiltIns | Control Views

| Deploy Config

Built Ins | Control | | Stage Server/Stage | +Tree/Stage

Server - SCeEnes
SB |All |Auto | Gues

ﬂ' Medificstion Date

The menu's left hand side contains the following:

Server Button

Built Ins Button
Control Button
Views Button

Tree Button

Stage Button
Server/Stage Button
+Tree/Stage Button

3.4.1 Server Button

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

Shows the following panels:

Server (top left)

Scene Tree (bottom left)
Property (top right)

Scene Editor (bottom right).
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3.4.2 Built Ins Button

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

Shows the following panels:

Plug-ins (top left)

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

3.4.3 Control Button

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

Shows the following panels:

- Controls (top left)

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

- Scene Editor (bottom right)

3.4.4 Views Button

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

Shows the following panels:

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

3.4.5 Tree Button

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

Shows the following panels:

- Scene Tree (left)
Property (top right)
- Scene Editor (bottom right)
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3.4.6 Stage Button

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

Shows the following panels:

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

3.4.7 Server/Stage Button

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

Shows the following panels:

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

3.4.8 +Tree/Stage Button

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

Shows the following panels:

- Stage (top)

- Server (bottom left)

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

3.5 Main Menu Right

The menu's right hand side contains the following:

- Import
- Archive
- Deploy
- Config
- Post

- On Air
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Button Bar

3.5.1 Import

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

3.5.2 Archive

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

3.5.3 Deploy

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

3.5.4 Config

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

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

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

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

3.5.5 Post

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

3.5.6 On Air

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

By default, the port number is set to 6100. The port number and other communication settings can
be modified in the Communication section of Viz Configuration (see the Configuring Viz section of
the Viz Engine Administrator Guide).
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3.5.7 Button Bar

On Air &) o= | =] v [

|| Documentation: Opens the Viz Artist User Guide.

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

Mes=zage - logged in as David_C
Admin id_cC 01:52 PM o
Christian_K | 01:52 PM est message 2
Christian_5 h
Florian_Br
Gahi_0O
Gregor_B
Lucas P
Markus_T
Patrik_E
Robert_M

|Test message |

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

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

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

[ Minimize: Minimizes the Viz Artist window.

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

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

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

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

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

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

4.1 Server Panel

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

The Server panel is divided into two sections:
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Server Tree (1): Shows the logical tree of folders in the Graphic Hub database.
Item Panel (2): Shows the items contained in the folder selected in the Server Tree.

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

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

4.2 Server Tree

The Server Panel tree shows a structured storage of items.

Built Ins

- Server - Scenes |

B David_C
™9 2D-Ribbon
™ 2D _Ribbon

™ 4D Man 2
ol 40_Man_te
™ add_to_container

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

This section contains the following topics:

Folders
Folder Position in the Server Tree
Highlighted Folders
Server Tree Menu Bar
Server Tree Context Menu
Bookmarked Folders
Bookmark View
- To View Bookmarked Folders

4.2.1 Folders

The Server Tree can contain two types of folders:

Regular folders
Project folders

The difference between a regular folder and a project folder is that by defining a working project,
the tree can be collapsed so that only the currently selected project and its sub-folders and sub-
projects' folders are shown.
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Both types of folders can be dragged around after being added to the Server Tree. Only Project
folders can contain Sub-Project folders; however, sub-folders can be added to both regular folders
and project folders.

Folder Position in the Server Tree

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

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

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

L VizCuriousMaps

=& vizrt B Folder ']

Highlighted Folders

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

4.2.2 Server Tree Menu Bar

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

™ Christian_Seid|

=&l David Cooling

gy

2D-Ribbon

™ 2D _Ribbon
o o

The Server Tree bar contains the following buttons:

ﬂ Bookmarks: Shows only bookmarked folders (see Server Tree).

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

+
% Add New Project/Folder: Adds a new project (TEH) or folder (IE) to the Server
Tree.

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

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

ﬁ Refresh: Refreshes the Server Tree and adds updates.

4.2.3 Server Tree Context Menu

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

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

- Create Sub Project...: Creates a sub-project folder under the currently selected project folder.

Only Project folders can contain Sub-Project folders.

- Create Sub Folder...: Creates a sub-folder under the currently selected folder. Sub-folders

can be added to both regular folders and project folders.

- Add as Bookmark.../Delete from Bookmarks...: Adds or deletes the selected folder as a

bookmark (see Server Tree).

- Switch Folder Type Highlighting <On/Off>: Enables or disables folder highlighting. When

Folder Type Highlighting is enabled, folders and sub-folders which does not contain any of
the selected item type are dimmed.

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

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

¥ DO-WORK

I+

Sub Project...
Sub Folder...

I

-

izrt_Research_Developement/David_Cooling/20D_Ribbon

™ auDIO
Default

Matrox

Bookmark View

Bookmark View displays only the bookmarked folders.
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" s[c[m[mal1[F[a[v]sB "All' Auto | David_Cs View

Vizrt_Research_ Dnilapimint"ﬂiwd Cooling / i

20_Hibbon - THIT
il add to container

™ aupio .
Default J J \B( ‘
Matrox P J J 123' 123'

¥ NormalMaps E E

VizOpus
Vizrt

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

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

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

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

[ sB [All|Auto

Vizrt_Research_Developement,/David_Cooling,/add_to_container/20-Ribbon /GLOBALS / [MAGE /
vizrt,/plugins /geometry_plugins /Default,
MName ul Date Crwng

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

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

s ~=

T
™ libero
" peh_test

Toggle Bookmark View
2011
2014
add_to_container

= Gl ROOT-CLEANUP

-1 & 2010 .J:'|.riE|
libero

BT Ex-Employees
il ROOT-CLEANUP

B Antonio_Bleile
™ oo
& ™ Root_Entriesa
Unknown

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

4.3 Item Panel

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

[+ =+ I+ ]

4]
4]
4]
2

This section contains information on the following topics:

Item List

Item Views

Item Properties

To Show the Properties Panel
Item Context Menu

Copyright © 2020 Vizrt

Page 57



Viz Artist User Guide - 3.14

Content Switcher
Content Switcher Menu
Item Type History
- To Show the Item Type History List
- To Show the Item Type Last Used Folder
Server Menu
Properties Panel
File Info Tab
Links Tab
Keywords Tab
History Tab
Rights Tab
- To Show the Properties Panel
- To Show the Properties Panel with a Selected Tab Open
- To Close the Properties Panel

4.3.1 Item List

The item list displays all items in the selected folder.

This section contains information on the following topics and procedures:

Item Views

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

Iltems in the list can also be viewed with information about their owner and creation date. Click
Detail in the Item Panel or press the keyboard shortcut CTRL + Y while hovering the pointer over
the server panel to enter Detail View.
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| All | Auto | David_t

5 Modification Date n COwner

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

Item Properties

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

udlﬁ cation Owner

WW W

: _"t (S on :

I.. n

uuID:

Path/MName:

To Show the Properties Panel

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

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

Copyright © 2020 Vizrt Page 59



Viz Artist User Guide - 3.14

4.3.2 Item Context Menu

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

how Properties
5 F - Links

rt as XML...

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

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

& Note: Not available for Scene or Audio items.

Open <Scene name>: Opens the selected Scene.

Rename: Changes the name of the selected item.

Delete: Deletes the selected item.

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

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

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

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

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

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

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

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

File awBb_harrer 15 possibly nd ckgrownd loadin
Could not determing compatibility with background loading baca

3

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

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

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

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

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

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

Close Properties: Closes the Item Panel.

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

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

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

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

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

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

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

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

Folders can contain various types of items.

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

Server - Gﬁil‘l‘l&tl“iﬂﬁ
=
| [ [=1[§ b

00_NAB2014_QA
CLIENTS_WIP

S: Scenes

G: Geometries

M: Materials

MA: Materials Advanced

I: Images

F: Fontstyles

A: Audio Clips

V: Video Clips

SB: Substances

All: All item types

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

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

Content Switcher Menu

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

The Content switcher menu contains the following options:

ials Advanced

ZI:H:I|i|'Ig

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

Item Type History

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

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

To Show the Item Type History List

Mizrt_Research_Developement/David_Coaoling
Sizrt_Exhibitigns/2012/1BC/02_GFX/ VizWorld
MVizrt_Research_Developement/Francesca_kKreuz

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

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

To Show the Item Type Last Used Folder

1. Hold the pointer over one of the tabs in the Item Panel.
2. Press and hold CTRL, and left-click.
3. The content of the last used folder for this item type is shown.

4.3.4 Server Menu

At the top of the Server Panel is the Server menu.
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Ctrl-c
Paste-Link Ctrl-w

Paste-Diup. Ctrl-\

Ctrl-p
Ctrl-y

Ctrl-a

Export... Ctrl-e
Export as XML...

Check Out Files... Ctrl-o
Check: In Files... Ctrl-i

Reconnect

Change User...

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

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

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

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

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

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

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

Export: Exports an image or audio item.

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

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

& Note: Other users can see the name of the user that has checked out the files from
the Item Panel.

Check In Files: Checks in the selected items, so that all Users can modify them. This option
is only available for items that have already been checked out.
Reconnect: Re-establishes the connection to To start Viz Artist, the user must log on to a

Graphic Hub. The Graphic Hub is the database solution where all Viz Artist items are stored.
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Change User...: Changes the current User.

4.3.5 Properties Panel

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

File Info Tab

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

Histo r"g.r" H.ights..

ULIID: = SFE-90F6D9BCO1BCS749=
Path/Mame: DOBEALSY GE/ tions/10fire

Type:

Creation Date/Time:

Expiration Date/Time:

Crwner:

Maodification Date/Time:

Checksum:

UUID: Shows the universally unique item identifier.

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

Type: Shows the item type, for example, Fontstyle, Image, or Material.

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

Expiration Date/Time: Shows the date and time when the item expires, if applicable.

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

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

File size: Shows the size of the item file.

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

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

Links Tab

The Links tab shows the links that are assigned to the selected item:
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'Info Links | Keyword T r',.r“ H.ights..

Mame: 10fire, Linkname: 10fire
CLIENTS WIP/RAI/GLOBALS/IMAGE/  refle
CLIENTS_WIR/RAI_Onair/GLOBALS/IMAGE/Reflections/yellow_gold/10fire

Infoscreen_ p/10fire

GLOBALS/IMAGE reflections/ 10fire

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

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

Keywords Tab

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

 Info | Links | I{evwnrdsu Histo r',.r“ H_ights..

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

History Tab

The History tab shows the history of the selected item:
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Filename: chrome_02

Date Changes SysID Madule

01.1 o7 Imported

Created ==

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

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

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

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

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

Rights Tab
The rights tab shows the rights of the selected file.
 Info [ Links | Keyword = | Histo r"g.r. Rights

Selected File: chrome_02

User rights:

Group rights:

World rights:

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

To Show the Properties Panel

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

To Show the Properties Panel with a Selected Tab Open

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

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

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

To Close the Properties Panel
Do either of the following:

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

4.4 What Are Items

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

This section contains information on the following topics:

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

4.4.1 Scenes

Scenes are root items that hold other items. Scenes are stored in the Graphic Hub database and
are available through the Server Panel.
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If a Scene is opened, the Scene Tree area shows the logical visualization of all the objects within

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

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

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

4.4.2 Scenes for Context-enabled Shows

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

When designing context-enabled shows in Viz Artist, each scene must follow a set of naming
conventions. All variants of a Scene within a specific concept appear as one template in the Viz
Trio Template List. Please refer to the Viz Trio User Guide for further information on Trio
templates.
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. Headlines
L platform=MPS MNS3 (il e our case visual oS s cae b el
[l platform=50 TR l.- fam
Lk
=& 16x9
o platform=HD

™ platform=mps_wes | ]
cept=5Sport

™ platform=MPs_N93
. platform=5D
=& 16x9
. platform=HD
™ platform_MPS_WEB
™ NEW_SCENES
- .

Headlines

Statsrad Lhembkul in Harbour

: 15°C §
- ENews

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

Type Property Name Example

Concept (folder) concept <conceptname> concept=<conceptname>

concept=News
concept=Sport

Context (folder) <context> = <contextname> <context>=<contextname>
User-defined platform=HD

platform=SD
Variant (file) _variant =  <varijantname> <scene>_variant=<variantname>

chart_variant=Stock
headlines_variant=rotation
headlines_variant=simple
weather_variant=3Days

In addition, to successfully create context-enabled show-designs, make sure that each scene
variant is using the same containers, container names and plug-ins.
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© IMPORTANT! For the variants it is important to add an underscore "_" to separate the Scene
name from the variant keyword.

4.4.3 Geometries

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

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

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

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

4.4.4 Materials

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

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

Ambient W Emission

| Save |[Save As| Close

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

4.4.5 Materials Advanced

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

The Materials Advanced item is stored in the Graphic Hub database and are available in the Server
Panel Item List.

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

4.4.6 Images

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

& Note: The maximum size of an image that can be imported and used as a texture in Viz
Artist, is 16k.
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An Image can be added to a Scene as a standalone Contalner or as a Container item. Drag the
Image from the Item List (or Favorites Bar) to the Scene Tree, Scene Editor or add to a Container in
the Scene Tree.

4.4.7 Fontstyles

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

1721 17? 12N 172N 1721

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

4.4.8 Audio Clips

Viz Artist supports audio clips in formats WAV, MP3, and Vorbis (Ogg), which are stored in the GH
database and are available through the Server Panel.
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The audio clips can be added to Scenes and/or to the animation of a Scene.

4.4.9 Video Clips

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

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

4.4.10 Substances

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

Mame = Medification Date

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

This section contains information on the following topics:

Common Item Procedures
- Active Items

Linked Items

Referenced Items

4.5.1 Common Item Procedures

These are procedures which are common to all item types.

To View items in a Folder
1. Open the item panel from the Content Switcher:

Item

Scenes

Geometries

Materials

Materials Advanced

Images

Fonts

Audio Clips

Video Clips
Substances

All items
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Item Tab

Shows the most common item type (mode) Auto
User-constrained free text search (searches can be saved for <user>'s View
later use)

2. Select a folder in the Server Tree.

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

To Rename an ltem

1. Select the item to be renamed.
2. Open the rename text field:

Right-click the item and select Rename from the context menu, or
Press F2.

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

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

& Note: If renaming a linked item, only the name of the selected item changes, not the
linked one (see Linked Items).

To Delete an Item

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

Drag the item to the trash can, or

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

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

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

& Note: Working with Items cannot be deleted. Referenced items are used by other
items.
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To Delete an Item with All References

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

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

1. Locate the item to be deleted.

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

To Create an Item Copy in a New Folder

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

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

1. Select the item(s) to be copied.
2. Press CTRL and drag the item(s) to the target folder.
or

Select the item(s) to be copied.

Select Copy from the Server Menu or CTRL + C.

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

Select Paste-Dup from the Server Menu or CTRL + SHIFT + V.

AWN—=

To Create an Item Copy in the Same Folder

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

Right-click the source item.

In the context menu that shows, select Duplicate.

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

or

A WN —

Select the item(s) to be copied.

Select Copy from the Server Menu or CTRL + C.

Select Paste-Dup. from the Server Menu or CTRL + SHIFT + V.

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

uThWN —

To Move an Item to a New Folder

& Note: To select more than one item press and hold CTRL and click on each required item.
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Drag the item or items from the Working with Items onto the target folder in the Server Tree.
or

Select the source item(s).

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

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

Select Paste-Dup. from the Server Menu, or CTRL + SHIFT + V.

To Create a Linked Item

1.

Select the source item.

2. Press ALT and drag the item to the target folder.

AWN—=

or

Select the source item.

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

4.5.2 Active Iltems

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

Items with a Locked Icon

catlos

An active item has a small icon in the lower left corner of the thumbnail in the Working with Items
which changes to show different states:

|1| Locked: If a user connected to the database opens an item, the item is locked for all
other users and marked with the keyhole icon. A locked item means that the item can be
opened and viewed by all users, but only modified or saved by the user that has locked it.
The item is unlocked when the user closes the item or disconnects from the database.

Ej Checked Out: If a user connected to the database checks out an item, the item is locked
for all other users and marked with the stop icon. A checked out item means that the item

can be opened and viewed by all users, but only modified and saved by the user that has
checked it out. To cancel the check out, the item must be checked in.

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

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

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

To Check Out Items

1. Select the item or items.
2. Check out the items:
Right-click an item and click on Check Out in the context menu (one item only), or
Hold the pointer over the Server Panel and use the keyboard shortcut CTRL + O, or
- Select Check Out Files... from the Server Menu.

To Check In Items

1. Select the item or items.
2. Check in the items:
- Right-click the item and click Check In from the context menu (one item only), or
Press the keyboard shortcut CTRL + | while holding the pointer over the Server Panel,
or
- Select Check In Files... from the Server Menu.

To Lock and Check Out Items

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

4.5.3 Linked Items

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

o

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

4.5.4 Referenced Iltems

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

Scene File Image File
UUID: sxxxxx] UUID: xxxxxx

Image file reference
UUID: sooo00 2

Image file knows it is
referenced in
LUID: ool

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

4.5.5 Working with Audio (Clips) Items

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

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

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

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

Geom F"IuginE.il‘.n:nntainer Plugins | Shader | Scene Flugi

Add to Container(s)

Add Audio Clip

Add as Fawvorite

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

':'-erver Built Ins Control Views

Dopesheet/Spline W |n='n- |

CRREEL HHE

Default

Audincli

Audio
dioiChp

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

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

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

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

Mame

Time

| Stop Play

Clip In Time 0o
Clip Out Time
Duration 0o:00:

To Add an Audio Clip to a Scene

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

Servar B Ins Cantrod Wimws

Auchalip

4. In the Stage Tree right-click the Container Actor (1)

Copyright © 2020 Vizrt Page 83



Viz Artist User Guide - 3.14

Sensar | Buaiilt Trns

E_
O

Default

Delele AudioClip

formation

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

open).
" Server | BuiltIns Contral || Views

- Dop=sheet/Spline View |
= 2V RY|= = =
I

Default

audio B

AudioClip

7. In the Key Frame panel add an Audio Clip. There are two ways to add an Audio Clip:
a. Click DB Clip (4).
b. Click on Server/Stage in the Main Menu.
c. Select and drag an Audio Clip from the Server Tree panel to the Clip drop box (5).
or
d. Click File (4).
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e. In the Clip line (6), click the -.| icon to select an Audio clip to use.
Post i 2| =Bl sl

Mame

ﬂ"'i'ne:

St::lp'

Clip In Time
Clip Out Time
Duration 0o:00:

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

To Export an Audio clip

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

elect ExporRDirectory

Program Files (

Configuration Profiles
Cubes
Documentation
FileSelectionDialogHiste
guimain

HotFolder

library

plugin

ScriptCoc
ServerTypeHistory
Tools

Path-Aliases

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

4.5.6 Working with Fontstyle Items

This section contains information on the following procedures:
To Import a Font
To Edit a Fontstyle

To Create a Fontstyle
To Show/Hide Blur or Outline Fontstyles

To Import a Font

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

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

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

Are you sure you want to change it ?

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

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

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

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

Are you sure you want to change it ?

In the Fontstyle Editor, define the new settings.

Click the Save As button.

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

ovew

To Show/Hide Blur or Outline Fontstyles
Right-click a Fontstyle and select either:

Show/Hide "Blur" Fonts, or
Show/Hide "Outline" Fonts

4.5.7 Working with Geometry Items

You can add geometries to a Scene as a standalone Container or as the Geometry property of a
Container.
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4.5.8 Working with Image Items

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

This section contains information on the following procedures:

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

To Add an Image to the Graphic Hub Database

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

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

To Edit an Image

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

To Export Images

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

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

Select Export Directory IF

i
# Program Files
izrt

‘onfiguration Profiles
‘ubes
Documentation
FileSelectionDialogHiste
guimain
HotFolder
library
plugin
ScriptDoc
ServerTypeHistory
Tools

Path-Aliazes

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

Ok |Cancel

3. Select an image format for export.

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

00_NAB2014 QA
CLIENTS_WIP

E .
cliplmages

+ il Default

™ Demo_Austria
™ Floritz
E .
-+ material

™ Practice_Austria

+ 0 — I

This section contains information on the following:

- Working with Material Items
- To Edit a Material Advanced

Working with Material Items

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

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

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

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

3. Right-click the Container in the Scene Tree.
4. Click Merge to Material Advanced. The Material, Shader, and Image icons in the Container
are then merged into one combined Material Advanced icon.
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5. Select the project or folder where the Material Advanced should be placed (1).
W Control Views Tree Stage
- - Materials Advanced |

5B |All | Auto | David_Cs \

T work
™ Elaments
Adv Mat
0 MATERIAL_ADVAMNCED

Basic | Sort | Search

ESESEr ey

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

Flease Enter Material Advanced Name: New MA Namd

ok [Cancel

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

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

8. Click the Ok button.

To Edit a Material Advanced

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

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

Right-click the Material Advanced icon on the Container.

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

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

. Right-click the Container in the Scene Tree.

7. In the context menu, click Merge to Material Advanced. The Material, Shader and Image
icons in the Container are merged into one combined Material Advanced icon.

AWN—

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

W Control Views Tree Stage
- - Materials Advanced |

5B |All | Auto | David_Cs \

T work
™ Elaments
Adv Mat
0 MATERIAL_ADVAMNCED

Basic | Sort | Search

i [ == [ 5

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

Flease Enter Material Advanced Name: New MA Namd

ok [Cancel

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

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

11. Click the Ok button.
4.5.10 Working with Scene Items

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

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

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

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

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

Bernhard_Winkler
Christian_Huber
Christian_Seidl

Daniel_Winkler
=4l David Cooling
[ add_to_conta

[
Cinema4D

dynamic
™ Fonts

™% Import_From_sic
=

To Import a Scene

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

To Save a Scene

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

To Save a Scene with a New Name

fa—

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

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

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

L+ -+

Create Sub Project...

-+

Create Sub Folder...

I+

Crelete from Bookmarks...

L+ -+

Switch Folder Type Highlighting Off

Worlk
™ workTest Mizrt
SWorl/Elements

MizrtfMaterials

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

Rename: Renames the selected folder.

Delete: Deletes the selected folder.

Create Sub Project: Creates a new sub Project folder in the selected Project folder.
Create Sub Folder: Creates a new sub folder in the selected folder.

- Add to Bookmark: Adds selected folder to Bookmarks.

Delete from Bookmark: Deletes selected folder from Bookmarks.

Switch Folder Highlighting OFF/ON: Sets highlighting of folders to on or 0ff. For example, if
a folder (and sub-folders) contain a Scene it is highlighted when the Scene tab is selected.
This feature can also be set in User Interface of the Viz Configuration (see the Configuring
Viz section of the Viz Engine Administrator Guide).

<Bookmark(s)>: Selects a bookmarked folder.

To Undo/Redo Operations in a Scene

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

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

Substances

This section details how to work with the Substance Shader.

Substances are usually created in Substance Designer and imported to be used within Viz Engine.
Substances use two different file extensions, .sbs and .sbsar:

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

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

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

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

4.5.12 Working with Video Items

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

Channel

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

Clip Channel

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

GFX Channel

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

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

Live

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

Super Channel

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

See Also

Media Assets

4.6 Container And Scene Properties

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

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

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

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

- To Add Multiple Properties to Containers

- To Add Properties to Multiple Containers

- To Add a Scene Plug-in to a Scene

4.6.1 To Add Properties to an Empty Scene Tree

These properties can be added to an empty Scene Tree:

Items Built In

- Geometries - Geometries
Images - Media Assets
Fontstyles

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

@ Tip: If multiple Geometry or Image items are dragged from the Item List to the

Scene Tree, a Container for each selected item is created.
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4.6.2 To Add Properties to a Container

These properties can be added to a Container:

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

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

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

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

f—

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

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

or

Drag the property to a Container

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

Material items only:

f—

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

4.6.3 To Multi Drop Properties as Sub Containers

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

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

1. Drag a selected property to the Scene Tree (aligned with a Container).
2. Hold the left-click and right-click to add the property to a new Sub-Container of the

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

@ Tip: Also works if multiple Geometries are selected.

3.14

& Note: When the last property to be added has been dropped, release the right-click

while the cursor is still aligned the target Container. If the right-click is released
when over or aligned with another Container, another (not required) Container or
Sub-Container, and Property is added.

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

group

C g | group

%im 2DPatch
o-Jl! - | aroun

4.6.4 To Multi Drop Properties on Containers

These properties can be multi dropped on Containers:

Copyright © 2020 Vizrt Page 99



Viz Artist User Guide - 3.14

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

1. Drag a property over a Container.

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

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

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

4.6.5 To Add Multiple Properties to Containers

These properties can be Multi Added to a Container:

Items Built In
- Geometries None
Images

1. Multi select the required properties.
2. Drag the selected properties to the Scene Tree or a Container:
In the Scene Tree (1(aligned with a Container)): All selected properties are placed in

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

These properties can be added to Multiple Containers:

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

avSb_harri

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

4.6.7 To Add a Scene Plug-in to a Scene

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

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

f—

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

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

Add to Container(s)

Add as Favorite

Crelete from Fawvorites

4.7 Assign Keywords To Items

Keywords are used to tag items in the Graphic Hub database. New keywords can be added in the
Import Window, and when files are imported to the Graphic Hub database. Keywords can be
assigned to an item, up to 20 keywords may be assigned to one item. There are four ways to

assign keywords. Each method starts from a different workflow point.

This section contains the following procedures:

- To Create Keywords for Items

- To Assign Keywords from the Search Panel

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

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

4.7.1 To Create Keywords for Items

1. Select Import from the Main Menu.

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

© IMPORTANT! In the Keywords panel, type a descriptive keyword in the text box (1).

2. Click the Add button (2).

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

4.7.2 To Assign Keywords from the Search Panel

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

Circle
Dark
DemoDataPool

DemoSceneTransitions

DemaScripting

Furniture

o Ikea

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

5. Click Yes to confirm.

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

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

4.7.3 To Assign Keywords from the Keyword Panel

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

—

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

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

4.7.4 To Assign a Keyword While Importing

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

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

w N ==

vl

= Fumiture

Light

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

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

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

with all References
Duplicate

Verify/Restore

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

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

© IMPORTANT! Click Yes to confirm.

Assign Keyword(s) blue to the Image world 7

4.7.6 To Remove a Keyword from an Item

1. In the Server Panel, right-click the item with the Keyword to be deleted.
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SB |All | Auto | Dawit

with all References

Duplicate

Verify/Restore

Search Reference...

Export...
Export as XML...

Deploy...

© IMPORTANT! Click the Keyword(s) to be deleted.
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1 e Selec:tin:m—

4.7.7 To Delete a Keyword

1. Select Import from the Main Menu.

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

2. In the Keywords panel search for a Keyword(s) (1):
- To search for all Keywords, type = (an asterisk) in the text box, and press ENTER, or
- To search for a specific Keyword, type the name of the Keyword in the text box, and

press ENTER.
3. Select a Keyword(s) (2), and drag to the Trash Can.
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4. Click Yes to confirm.

Furniture

b1 str]

Light

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

4.8 Image Editor

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

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

The Image Editor consists of:

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

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

& Note: Items that are opened in an editor, are locked in the database.

This section contains information on the following topics:

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

4.8.1 General Image Information

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

Mame waorld

Size 1024 by 512 Pixel

Format RGE

Name: Shows the image name.

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

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

4.8.2 Image Effects

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

Charcoal
Calor Gamma

Contrast/Hue

Conwvert Format
Crop and Add
Edge

Emboss

Flip

Gaussian Blur
Zamma
Invert
Postarize
Quantize Cr
Rotate

Scale

Solarize

Spread pix
Stretch

wirl

Wave

Alpha: Makes the image transparent.

& Note: This option only applies for alpha format images.

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

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

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

RGB

RGBA

Alpha

Luminance

Luminance Alpha

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

Left PAL analog |
PaL digital

| wTSC analog |
| NTSC digital

Right
Top

J3930303

| [0 | [0

Bottom

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

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

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

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

Postarize: Affects saturation of the image.
Level (%): Affects intensity. At high values, image becomes completely black and white.
Quantize Colors: Reduces the number of colors in the image.
Rotate: Rotates the image according to the specified number of degrees.
- Scale: Scales the image based on either size (percent) or width/height (pixels).
- Solarize: Blends a negative and positive image, similar to exposing a photographic print
briefly to light during production.
- Spread Pix: Creates a dissolving effect for the image pixels.
- Stretch: Stretches the image based on either width/height in pixels or percent.
- Swirl: Swirls the image more sharply in the center than at the edges. Specifying the degree
produces a swirl pattern.
- Wave: Creates an undulating pattern on the image, like ripples on the surface of a pond.
- Amplitude: Defines the height of the waves.
- Wavelength: Defines the width of the waves, the distance from one wave crest to the
next.

4.8.3 Apply and Preview Effects

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

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

Preview: Shows a preview of the changes in the image preview area (2).
- Apply: Applies the changes to the image.

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

To Apply an Effect to an Image

1. Select an effect from the Image Effects list.

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

3. Add other effects as required.

4. Click Save or Save as...
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4.9 Fontstyle Editor

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

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

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

] o= |
[ fwmmicd e | v ]
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The Fontstyle Editor consists of:

Copyright © 2020 Vizrt Page 115


http://documentation.vizrt.com/viz-engine

Viz Artist User Guide - 3.14

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

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

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

& Note: An item that is opened in an editor, is locked in the database.

This section contains information on the following topics:

Modifiers

- Working with Modifiers
Preview Menu
Fontstyle Viewer

4.9.1 Modifiers

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

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

Available Modifiers

- Madifier Pool o |

[m] Font
[m] Material

i Image

[m] Modifier

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

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

Modifier Parameters

Maodifier

[m] Mo difier
[m] Global Settings

Blur Plugin {1.0.0)

100.0

White Level &0.0

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

Global Settings in Fontstyle Editor

Global Settings

Font Default Style Geometry E

Shadow Default Style Geometry E
Texture Quality Low m

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

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

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

4.9.2 Working with Modifiers

To Add a Modifier to a Fontstyle
1. Select Modifier from the Available Modifiers.
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2. Drag the modifier from the list of available modifiers (top left) to the Modifier bar (bottom
left, above the Trash Can).
3. Click the Save button.

To Edit a Modifier

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

To Enable/Disable a Modifier

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

To Remove a Modifier from a Fontstyle

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

Blur

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

Modifier
Blur Plugin (1.0.0)

Level

White Level 50.0

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

Color Per Vertex

Use the Color Per Vertex modifier to change the color of fontstyles by applying it to the vertices.
The circles in the Color Per Vertex modifier represent the four corners of the fontstyle text:
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Click a circle to edit its color values.

Click on a line that connects two circles to select both circles.
Hold CTRL and click to select multiple circles.

Colors can also be dragged from one circle to another.

Madifier

Caolar Level 10.0 ||: |_

[
Color Box Local g

Use Alpha Use Alpha
Debug Debug

Alpha 100.0 %

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

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

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

Contour Bold

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

ContourBold Plugin (1.0.0)

Bold Level El [ |

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

Extrude

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

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

Madifier

|--.. B
I 1 f ‘ammmmy | Extrusion Depth

Bevel Size

— |
— f 1 Shading Angle

The nine icons marked with different bevel types are used to set the type of bevel on the fontstyle.

Extrusion Depth: Defines the depth of the extrusion along the Z-axis.

Bevel Size: Defines the size of the bevel.

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

Bevel Detail: Defines the degree of bevel detail. The lower the value, the more detailed the
bevel is constructed and the smaller tilings it is constructed from.
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& Note: The Bevel Detail option is only available for certain bevel types.

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

Italic

Madifier

Italic Plugin (1.0.0)

Level Pr

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

Outline

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

Madifier

Italic Plugin (1.0.0)

Level ;r

Debug lﬁ

Outline Level: Defines the width of the outline level. The higher the value, the bolder the
outline of a fontstyle.

Debug: Draws the actual color points to see and understand how color changes effect the
characters.

4.9.3 Preview Menu

The Preview menu is positioned at the top right of the Fontstyle Editor.
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[m] Text
[m] Text Material

[mi] Scene Background

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

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

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

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

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

4.9.4 Fontstyle Viewer

To visualize how the fontstyle looks when being used in scenes, the Fontstyle Viewer shows a
preview of the fontstyle.

Bell-MT-Italic- Blur-4

Geometry

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

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

Fontstyle Viewer Menu

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

Fontstyle Viewer Bar

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

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

: Shows/hides text with texture style.

: Enables/disables additional light.

: Switches on/off wire frame mode.

: Switches on/off the bounding box visualization.

HEEEER

4.10 Material Editor

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

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

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

This section contains information on the following topics:

To Create a New Material
Material Color Properties and Schemes

4.10.1 To Create a New Material

1. Click Server.
2. Click the M (Material) tab.
3. Right-click and select Create new Material.
4. Enter a name for the new Material.
5.
with all References
Cuplicate
Verify/Restore
6.
7.

Ambient Specular | Emission
b oF
AT

=

-

Shininess

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

Material Color Properties

I"Diffise | Specular | Emission

|

Shininess 7.813 % pg=

=7 r-
100.0 % g

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

- Alpha: The alpha value can be set directly on a material to adjust the level of transparency.
Viz Artist uses schemes to describe the colors of a material.

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

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

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

Material Base Color

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

To Change a Material Color

I"Diffise | Specular | Emission

Shininess | 7.813 % |3
Ipha 100.0 % F=[7
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. In the color selection area (1) select RGB or HSV.
. In the color selection area, click a color bar, or the color circle, and drag to change the color.

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

or

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

Move the cursor to pick a color from anywhere on the screen.

. Click to accept the new color.

or

Click a numeric input box and enter a color numeric value.

@ Tip: Click and hold in the input box and drag left or right to adjust the value.

@ Tip: Click in the input box and use the up and down arrow keys to adjust the value
by a factor of one. Press and hold the ALT key and use the up and down arrow keys
to adjust the value by a factor of ten.
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4.11 Item Search

Creation Date

From  [MNone)

To [Mone)

Modification Dat=

From [Monz)

Ta [Mane)

Cwner  [Mang)

Ligar {Mone)

- Result Menw |
Mams T Modification Dab=

3 2

of 2 - Total #ems: 501

Items can be searched based on various criteria. Four Search editors are located in the upper part
of the Search window. Searches can be based on four different criteria:

Property Search
Reference Search
Keyword Search
Directory Search

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

Searches can also be combined using multiple criteria:
Combination Search

For information on keywords, see Assign Keywords to ltems.

This section contains information on the following topics:

Search Panel
Search Parameters Area
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Search Menu
Property Search
Reference Search
Keyword Search
Directory Search
Combination Search
Search Result Panel

4.11.1 Search Panel

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

Creation Date

From  [Mane)

To [Manz)

Modification Dat=

Fram [Mone)

Ta [Mane)

Crarrer  [Mone)

Lisar |: Mone)

. Result Menu |
Mame T Modification Dab=

12

Page 1 of 2 - Total #ems: 501

The Search window is divided in two areas:

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

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

Kame=  Insert

Creation Crate

From {MNone)

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

4.11.3 Search Menu

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

[mi] Scene

[mi] © bject

[mi] Material

[mi] Material Advanced

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

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

4.11.4 Property Search

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

Fram (None)

(None)

Madification Diate

From (None)

(Mone)

Owner [(Noneg)

User (Mone)

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

L |
b

Close Property Search: Closes the Properties editor.

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

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

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

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

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

Wildcard Text Description

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

***: Match any characters. For example *item
?: Match any single character. For example El?me?t
[ 1: Match a range or a list of characters:
Elem[b-g]nt
Elem[shje]nt
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4.11.5 Reference Search

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

Search by reference can be used to search for:

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

Reference Search Menu

- | _e—
T Weme B WodcstonDaee ——

1 1 | | ’ FFM_

-_—— » ¥ . — S E— |

'-_ B . i i " — - 7
- e | | - e

PR

Fage 1 of 1 - Total items: 21

& Note: Multiple items can be added to the References editor.

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

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

Copyright © 2020 Vizrt Page 132



Viz Artist User Guide - 3.14

B

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

E

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

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

=l : Closes the References editor.

To Search for Referenced Items on One or More Items

1.

w

Open the Search panel:
Click on Search... in the Server Panel drop down menu, or
- With the mouse pointer over the Server Panel, press CTRL + F.

Click on References.
Drag one or more items from the Server Panel to the search area.
Specify the search criteria:

Search only for references common to all items @

Search for references in all items

. Select to search by:

=~
-0
- Which objects use the selected object(s)

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

Delete with all References
Duplicate

Werify/Restare

1. Click on an item.

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

3. Click Search Reference...

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

To Delete an Item from a Search by Reference

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

4.11.6 Keyword Search

This editor searches the database for items based on keywords.

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

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

=1

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

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

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

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

4.11.7 Directory Search

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

Result Menu

Mams Maodification Dab=

e g '1! c '!E DA

R I
Page 1 of 1 - Total ilems: 155

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

: Refreshes the tree.

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

: Closes the Directories editor.

To Search for Items in Directories

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

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

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

Property Search
Reference Search
Keyword Search
Directory Search

Click on each required search parameter in the Search Panel.

lighter

Crestion Date

From  {Mene)

Ta {None)

Maodification Diate

Froem (Mone) 1 lighter

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

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

- Rasult Manu

12

Mamz | Modification Dabe

Fage 1 of 2 - Total ems: 501

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

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

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

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

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

Search Results Navigation

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

11 12 13 14 15 16 17 18 19 20

|T Medification Date

- EEEEERREREET : Moves to selected page number.

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

Order Search Results

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

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

To Use Searched Items

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

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

- The Scene Tree, or

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

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

To Copy Items

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

To Create a Folder Link

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

Search Result Menu

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

[ ] Detail

[ ] Show Properties
[ ] Keep Result

Clear Result List

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

a Note: Click on to enable or disable thumbnails.

Rezult Menu

Mama u_ Modification Dabe

Search is finished ! 38 EBlements were found !

Show Properties: Shows the Properties Panel at the right side of the Result area, with the File
Info tab selected.

Keep Result: Keeps the current results in the Result list, while a new search is done. The
results from the new search are added to the list.

Clear Result List: Clears the Result list.

4.12 Free Text Search

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

Search Pane

Result Pane

Entries Pane

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

File names

Folder and project names

File owners

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

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

The Free Text Search consist of three panes:

Built Ins Control Server/Stage | +Tree/Stage

- Server - Scenes
i =
C

Entries S | M ML AV Il | Auto | Guest's View

Madification Date |

Page 1 of 1 - Total items: 1

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

4.12.1 Search Pane

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

Madification Date

These buttons allow for filtering the result for specific File types.

Options Options (continued)
S : Scenes F: Fonts
G: Geometries A : Audio
M: Materials V: Video Clips
MA: Materials Advanced SB: Substances

| : Images

SM: Shared Memory Map
Prj/Fol: Projects and Folders

The Type Selection buttons can also be quick selected. Click on a button with:
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CTRL + Click: Selects all.
SHIFT + Click: Deselects all.
- ALT + Click: Selects the clicked button only.

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

4.12.2 Result Pane

The Result view lists the Files found by the search.

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

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

Creation Date (see Global in Database of Viz Configuration in the Viz Engine Administrator
Guide).

4.12.3 Entries Pane

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

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

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

4.12.4 Advanced Free Text Search

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

® Example 1:

zebra scene -project -folder

® Example 2:

giraffe -image -geometry

Copyright © 2020 Vizrt Page 143


http://documentation.vizrt.com/viz-engine
http://documentation.vizrt.com/viz-engine
http://documentation.vizrt.com/viz-engine

Viz Artist User Guide - 3.14

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

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

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

4.12.5 Wildcard Text Description

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

* . Matches any characters. For example: Element
- ?: Matches any single character. For example: E/?me?t

[ 1: Matches a range or a list of characters. For example:
Elem[b-g]nt
Elem[shje]nt

< > or{ }: Matches a specific project, folder or file:
- Searching for a specific UUID, for example
<6E6D3467-0A37-4D35-B80683B3A929772D>
or {
6E6D3467-0A37-4D35-B80683B3A929772D
}, returns the specific UUID.
- Searching for a partial UUID, for example
<6E6D
, also includes the underlying UUID.

4.13 Background Loading

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

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

4.13.1 Automatic Background Loading

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

Automatic Background Loading Configuration

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

Available values for Background_Loading_Level are:

Value Description

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

geometries and materials.

4.13.2 Manual Background Loading

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

GEOM SETBGL Loads (and sets) a geometry in the background. The usage
of the command is exactly the same as the existing GEOM
SET command.

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

MATERIAL SETBGL Loads (and sets) a material in the background. The usage of

the command is exactly the same as the existing MATERIAL
SET command.

Manual Background Loading Configuration

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

4.13.3 Background Loading Limitations

This section details the limitations of background loading.

Scenes

Background loading of whole Viz Artist Scenes is not supported.

Compressed and Un-compressed Images

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

Objects

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

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

Image Combining

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

Black/Transparent Flashing Image Textures

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

Textures Not Visible on SDI Output with Background Loading Enabled

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

RendererUpdatesForBackgroundloading = 1

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

4.14 BuiltIns

In Built Ins, there are a standard set of Viz Artist installation plug-ins.
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uses an open interface for the plug-ins, new geometries can either be obtained or created and then
installed with Viz Artist. Also, most plug-ins have a properties editor. When a plug-in is applied to
a Container in the Scene Tree, a plug-in icon is added to the target Container.

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

Geometry Plug-ins
Container Plug-ins
Shader Plug-ins
Scene Plug-ins
Media Assets

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

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

4.14.1 Content Tabs

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

Server || BL : Control Views Tree Stage

Folders
LN

B
Arranges

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

Geometry plug-ins (GP): Default
Container plug-ins (CP): Global
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Shader plug-ins (SH): Default
Scene plug-ins (SP): Default
Media Assets (MA): Channel

4.14.2 Plug-in Context Menu

A right-click on a plug-in icon to open the plug-in context menu.

Geometry, Container and Shader Menu

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

Scene Menu

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

Add CLIP1 as Texture
Add CLIP1 as DVE h

Show settings of CLIP1

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

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

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

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

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

4.14.3 View and Search for Plug-ins

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

To View Plug-ins

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

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

To Search for a Plug-in

You can drag plug-ins from the search results to the desired destination.
1. Select Built Ins.
2. Open the plug-in search panel, by opening the Built Ins drop-down menu and
selecting Search..., or pressing CTRL + F.
Enter a search string and click on Go (4), or press ENTER.
Server W Views Tree Stage Server/Stage| +Ti
- Container Plugins I

Folders

AL

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

B .
Arrange

Container

™ Default

3 ather Line ol
? P | Mark Text |
L V. Wdethe nee

Feed

= Global
Texk

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

To Add a Geometry Plug-in

A Container can only contain one Geometry plug-in at a time. If a new Geometry plug-in is added,
the fist one is removed from the Container.
1. Drag the Geometry plug-in icon to either:
- A Container or multi selected Containers.
- The scene tree area (creates its own container).
- The Scene Editor area.
- The Container Editor area.
or

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

To Add a Container Plug-in

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

To Add a Shader Plug-in

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

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

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

To Add a Scene plug-in

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

scene, this icon turns to orange ﬁ

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

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

To Add a Plug-in to Multiple Containers

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

or

Drag a plug-in icon.

Hold the plug-in icon over a Container.

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

AWN—=
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To Add a Plug-in to Favorites

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

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

To Open a Plug-in Properties Editor

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

4.15 Substance Editor
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4.15.1 Working with Substances

This section details how to work with Substances.

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

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

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

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

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

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

4.15.2 Substance Basic

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

| Basic | Substance Settings

Substance

Environment Map

abandoned_sanatc
Anisotropic Filtering 4x
Relief Amount
Tiling
Emissive Intensity
Ambient Intensity
=RGB Base Color
Texture Rotation
Texture Scaling X
Texture Scaling ¥
Texture Position X

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

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

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

Relief Amount: You only need to adjust this setting for relief shaders.

- Tiling: Lets you specify the number of tiles.

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

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

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

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

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

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

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

4.15.3 Substance Settings

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

$outputsize Global Position 0.91000 B

$randomseed 0 B clobal c
Diffuse Blur
Cpacity

Pasition

Invert
Roughness Opacity
Metallic Position
Ambient Occlusion Contrast
Height Invert
Hue Shift 0 Opacity
Saturation

Luminosity

Normal Format
Normal Intensity

Roughness

Height Range

Height Position

Lichen Splat Invert

Sandy Surface Opacity

eak Position

Rust

Global Grunge 0 ~ Invert

Opacity 0 | Opacity L
Material 1 Amount .00 Occlude or Gather Ccclude
Material 2 Amount = 1.0000 Position

Material 3 Amount = 1.00000 Contrast

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

4.15.4 How to Create Substance Shaders with Substance Designer

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

[} Mew Substance Graph ? x

Graph Mame: Me

Standard Height:
“ Scan Process Format: Relative to parent
+ Scan Pro

+ AxF To PBR

ba ] Baze
normal MNormal normal
roughness loughness roughness

metallic C metallic

height ght height

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

els
¥ Global
Depth Balance

¥ Diffuse

Sharpen

Hue

Hormal Strength

Relief

> " k; ¥ specular
& PER Uil w0 ; g o e i - . Specular Diffuse Influence
2 Scan Pr ¢

¥ Mesh Ad.
Specular Saturation

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

£ Substance Designer 2017.2.2 — X

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

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

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

4.15.8 Publishing Shaders

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

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

I port
Link

Publish sbsar file... Ctrl+P

Export to Substance Share...

Export with dependencies...

Close Ctrl+F4

Compute Outputs

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

4.15.9 Substances Performance

Substance shaders are computed on your GPU. Vizrt recommends an Nvidia M-series graphics card
or higher to work efficiently with Substances. Since Substances run exclusively on the GPU, you
should check the Nvidia GPU meter when working with Substances inside Viz to have full overview
of the rendering performance. There should be a section called Manage GPU Utilization in your
Nvidia Control Panel. Check the performance of the Substance shaders here.
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..Change resolution GPU Utilization Graph
..Adjust desktop color settings
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\.y To manage CUDA settings for a spedific program , go to the Manage 3D settings page

System Information
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5 Scene Tree

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

Scene Tree Menu

Favorites Bar

Containers

Modify Container Properties
Text Editor

Geometry Editor
Transformation Editor
External Control

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

Server Button
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Built Ins Button
Control Button

- Tree Button
Stage Button
+Tree/Stage Button

5.1 Scene Tree Menu

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

rMedia Assars

- Tree: Shows an overview of all the Containers in the Scene (see Scene Tree Menu).
Sort: Sorts the items in the Scene Tree based upon criteria that are set in the Display
area (see Scene Tree Menu).

Search: Searches items in the Scene Tree (see Scene Tree Menu).
Media Assets Manager: In the Media Asset Manager, add Media Assets to a Scene as:
DVE
- Texture

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

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

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

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

This section contains information on the following topics:

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

5.1.1 Tree Button

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

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

[2]
[2] Lock/Unlock: Locks or unlocks the ability to modify the transformation of selected
Containers in the Scene Editor. Middle mouse click to lock or unlock all Containers.

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

~+

Expand/Collapse: Expands or collapses the Scene Tree.

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

E

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

gives a better overview, especially in complex Scenes.

Group/Ungroup: Creates a new container group, and places the selected

Containers as Sub-Containers. The Ungroup button moves the Sub-Containers up one level.

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

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

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

E Refresh: Refreshes the Scene Tree. Use this button if scripts have been deployed to
change the Scene Tree.
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Scene Tree View
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5.1.2 Sort Button

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

Tres Media Aszats

Tree w DWVE Tl-u'ure

EEE

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

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

Container with the highest percentage is shown on top.

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

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

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

=y
. Refresh: Refreshes the Scene Tree.

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

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

Media Assets

DVE Texture

S IEEFEREE

Value Plugin

Use the different buttons to search for specific properties of the Scene (see Search Options) or
highlight the search results. Search results are highlighted in the Scene Tree, and the number of
search results are displayed.
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® Example: If a plug-in (for example Extrude) is dragged to Properties, clicking the Show all
button highlights all occurrences of that plug-in within the Scene Tree.

Search Options

r'
mm|| 0 found
{1

Flugin

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

@ Tip: By default, the text wildcard character, *, is added to the start and at the end of
the search string. This means that searching for player finds any node named player
in the scene tree, and also nodes named for instance player-name or
secondplayername.

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

IE===01 search for Containers: Searches in the tree for container properties.

E==1 search in Script: Searches all scripts in your scene, container scripts and scene
scripts.

E Show in Script: Shows the search results inside the script editor.

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

==l Hidden: Searches for all hidden Containers.
[2 ] Locked: Searches for all locked Containers.

ﬁ Inactive Properties: Searches for Containers that contain properties that are set to
inactive.

. E Color: Searches for all Containers with the assigned color tile.
Show Search Results

. ﬁ Show Next: Shows the next result.
. E Show Previous: Shows the previous result.

. ﬁ Show First: Shows the first result.
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. E Show Last: Shows the last result.

. E Show All: Shows all results.

[L— |
m=(| 0 found
= Search Results: Shows how many results were found.

@ Tip: If a specific plug-in is no longer to be used in a Scene, make a search for the
plug-in and select Show All to highlight all the results. Drag one of the highlighted
plug-ins to the trash can, and all the highlighted plug-ins are deleted from the Scene.

@ Tip: If Show all search results is selected, the transformation properties can be
changed for all highlighted Containers.

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

To Do an Extended Search

=l =]
mm|| 0 found
{1 {1

Plugin

1. Go to the Scene Tree and click Search.
2. Click drop arrow to show the extended search options (1).
3. Enter a search criteria. The search criteria can be a combination of Parameter, Value and
plug-in name. Below are some examples:
Parameter: tesselation, width, *showx
- Value: 20, *10.0x

Plugin: xrectx
4. Press Enter.
5. Use the Show Search Results buttons to navigate the Scene Tree.

@ Tip: Use the label names in the plug-in editors as a search criteria. If there is no hit,
use the asterisk ( *x ) symbol.
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To Do a Script Search

[T A =N Y P S Y A

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

2. Go to the Scene Tree and click Search to open the search fields.

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

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

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

inside the script window:

l‘ . E:nmmm
: ‘ﬁ-(&);& &\ v |

T
Eox

——Jlulolololulssl shlal i I
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6. You can also click Scene Script to open the scene Script Editor, highlighting the search result
inside the scrri’prwrip‘dow:

- Talololololofo) edsl 5 J|

@ Tip: You can also perform an advanced search inside the script editor, to search not just
within a single script but in all scripts used in the scene.

5.2 Favorites Bar

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

riMedia Assars

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

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

G: Geometries

M: Materials

MA: Materials Advanced
I: Images

F: Fonts

GP: Geometry plug-ins
CP: Container plug-ins

Copyright © 2020 Vizrt Page 173



Viz Artist User Guide - 3.14

- SH: Shader plug-ins
Items can also be quick selected. Click on an item button with:

- CTRL + Click: Selects all
- SHIFT + Click: Deselects all
- ALT + Click: Only shows the clicked type

5.2.1 To add an Item as a Favorite

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

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

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

5.2.2 To Remove an Item as a Favorite

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

f—

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

5.2.3 To Add a Favorite Item to a Container

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

or

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

If more than one Container is selected, the item populates all selected Containers.

5.3 Containers

A Container combines a set of properties to one block used in the Scene (a Scene can contain
many Containers). Containers can also be multi selected to modify or move many Containers at
once.

This section contains information on these topics:

Container Names
Container Icons
Container Context Menu

- Add Containers to a Scene
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- Select Multiple Containers
- Copy Containers
Move Containers
Rename Containers
Edit Container Properties
Delete Containers
Merge Containers
- Group Containers

5.3.1 Container Names

You can rename containers to ease identification of their role(s) in your scene design. Container
names can be any combination of uppercase and lowercase letters, or numbers. However, they
cannot contain any of the following special characters:

$ (dollar sign)

/ (slash mark)

\ (backslash)
- @ (at sign)

* (asterisk)

? (question mark)
- % (percent)

" (quotation mark)
- {} (curly brackets)

5.3.2 Container Icons

i a group
-k

—
i
I r

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

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

[1]
L2 ] Locked/Unlocked: Shows if the Container is locked so that properties cannot be
manipulated in the Scene Editor, or unlocked so that properties can be manipulated. Click
the icon to change the state.

® Example: An unlocked item can be resized and repositioned in the Scene Editor.
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1
¥z

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

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

The following icons are only available if the respective items are applied to the Container:

& Note: Materials and geometries can be dragged from a Container to the Database area.
This creates new independent instances of these items in the database. Dragging an image
from a Container to the Database area only creates a linked item.

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

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

r—3

& Note: A Sub-Container can inherit color from a parent Container.

Image items: Shows that an image has been applied to the Container. The thumbnail on the
icon reflects the image. There are two ways to apply an image to a Container. If the
Container holds geometry, the image is used for texturing the geometry. Click the icon to
open the Image Editor.

vizrt

Font items: Shows that a font has been applied to the Container. Click the icon to open the
Text Editor.

Text

e

The following icons are only available if the respective plug-ins are applied to the Container:
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Geometry Built Ins: Shows the geometry held by the Container. The icon reflects the built-in

Geometry Plug-ins, in this example a cone.
Cone

Container Built Ins: Shows that the Container holds a Container function. The icon reflects
the Container Plug-ins, in this example an alpha.

ol

Media Assets: Shows that the Container holds a Media Asset. The icon reflects the Media

Assets, in this example a Clip Channel.
Clip Channel

- Animation: Shows that the Container contains animated items (see Create Animations).

Anim

&

5.3.3 Container Context Menu

A right-click on a Container in the Scene Tree opens a Container context menu.

Copyright © 2020 Vizrt Page 177



Viz Artist User Guide - 3.14

Right—click on a Container Name

Add Info Text...
Add Matenial...

Rename

Delete Container 'FirstGroup'

Change Color

Right-click on the Container name to show these context menu options (dependent on the
Container contents):

Add Info Text: Makes it possible to add text-based information on a Container. Also
available as a plug-in by clicking Built Ins and then double-clicking the Container plug-

ins tab.

Add Material: Adds a Material to the selected Container. See also Working with Material and
Material Advanced Items.

Rename: Makes it possible to change the name of the selected Container.

Delete Container: Deletes the selected Container.

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

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

Create Sub Container: Creates a new empty Sub-Container for the selected Container.
Merge Container: Merges the selected Container and all its Sub-Containers into one
compound object, or extracts an already merged object.

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

Merge Container w/ Actions & Events to Sub Container: Merges the selected Container(s) and
all the respective Sub-Containers into one compound object, including actions and events.
Merge to Material Advanced: Merges multiple objects to one, creating advanced material(s).
See Working with Material and Material Advanced Items.

Change Color: Applies a color to the selected Container. Colorized Containers make the
Scene Tree more organized. For example, all font Containers can be colored red, while all
Containers that hold images can be colored blue. Four active colors are configured by
default.

@ Tip: To modify the color of multiple containers, multi select the required Containers

and click on in the tree .

Right-click on a Container Property

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

Delete 'grid_twirl_orange'

Tree Search for 'grid_twirl_orange’
Database Search for 'grid_twirl_orange’

Reference Search for 'grid_twirl_orange’

Delete property: Deletes the property from the Container.
Tree Search for property: Selects the Search Button, and searches the Scene Tree for

instances of this property.
Database Search for property: Searches for the property in the database, and shows the
result in the Server Panel.

& Note: This menu option is only available for images.

Reference Search for property: Searches for the property in the Graphic Hub database, and
shows the result in the Search window.

& Note: This menu option is only available for images.

Right-click on a Container Media Asset Property

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

Delete 'CLIPLA'
Tree Search for 'CLIP1G’

Show settings of 'CLIP1&'

Delete <Media Asset>: Deletes the Media Asset from the Container.
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- Tree Search for <Media Asset>: Selects the Search button, and searches the Scene Tree for
instances of this property.

- Show settings of <Media Asset>: Opens the Texture View (Media Asset Manager) and the
Media Assets tab of the Scene Settings in the Property panel (see Media Asset Workflow).

5.3.4 Add Containers to a Scene

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

By dragging an item to the Scene Editor, the Container is added at the top of the Scene Tree.

@ Tip: items can be added to a Scene by dragging them from the result window after a
database search.

By selecting multiple items from the Server Panel and dragging them onto the Scene Tree, all of
them are added.

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

. 1:| Sub-Container: Dropping an item at the right side of a Container in the Scene Tree
creates a Sub-Container.

. [E E Root Container Below/Above: Dropping the item at the left side of a Container in
the Scene Tree creates a root Container at the same hierarchy level, either below or above
the selected Container.

To Add Empty Containers

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

To Add an Empty Container
Click the Create Group button from the Display area.

To Add a Container at a Specific Location in the Scene Tree

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

More than one Container can be selected in the Scene Tree.

When multiple Containers are selected in the Scene tree, properties can be applied to all the
selected items. This multiple selection feature is global.

To Select Multiple Containers

Press CTRL and click on each Container.

To Select All Containers
With the cursor over the Scene Tree, press CTRL + A.

To Select a Range of Containers

1. Click on a Container.
2. Press SHIFT and click the last required Container.
All Containers in between are selected.

5.3.6 Copy Containers

To Copy a Container within a Scene

Hold CTRL and drag the Container to its new position, or
Use CTRL + C and CTRL + V to copy and paste the Container. Copied Containers are placed
as Sub-Containers of the selected Container.

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

To Copy Multiple Containers at Once

Hold CTRL and the left mouse button and drag the Containers to their new position, and then click
the right mouse button to release.

5.3.7 Move Containers

To Move a Container within a Scene

Drag it to the new position, or
Use CTRL + X and CTRL + V to cut and paste the Container(s) to the new position.

Copyright © 2020 Vizrt Page 181



Viz Artist User Guide - 3.14

To Retain Transformation Properties While Moving a Container within a Scene

Pressing the ALT button while moving a Container (or group of Containers) within the Scene
retains the transformation properties. This lets a Container, which is part of a Group, to be moved
to another group while the absolute transformation of the Container does not change, although
the parent Containers (Groups) have different transformations.

For example:

n [:v“nljer

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

2. Group 2: The Group position is X 0.0 and Y 0.0.
When a Container is moved from Group 1 to Group 2, while pressing the ALT button, the
moved Container inherits its former Group’s position values (i.e. X 100.0 and Y 100.0), so its
absolute transformation stays the same.

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

1. Add two group Containers to the Scene Tree.
. Rename the groups to Group 1 and Group 2.
Open Group 1’s transformation editor and set Position X and Y to 100.6.
Add a geometry (e.g. Cylinder) as a Sub-Container of Group 1.
Add material to the Cylinder.
Press and hold the ALT button and place the Cylinder as a Sub-Container of Group 2. When
the Container is moved a letter R shows in the drag and drop window.
Release the ALT button.
Open the Cylinder Container’s transformation editor and set Position X to 200.0.
. Press and hold the ALT button and place the Cylinder as a Sub-Container of Group 1 and
check that the transformation properties are:
- Group 1: Position X 160.0 and Y 106.0.

- Cylinder: Position X 100.0 and Y 0.0.

ouswN

© 0N

5.3.8 Rename Containers

To Rename a Container

Double-click the Container name, or
Right-click a Container. Click on Rename in the Container context menu.
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To Rename Multiple Containers
1. Multi select the required containers.
2. Rename one of the selected containers and add # to the end of the text:
Example 1: Container#
Example 2: group#

3. Press ENTER.
4. All selected Containers are renamed.
Example 1: Container1, Container2, Container3, etc.

Example 2: group1, group2, group3, etc.

Container3

group3

Containerd

=o=1lr |
[ |

5.3.9 Edit Container Properties

To Edit the Properties of a Container

Select the Container in the Scene Tree, or in the Scene Editor. Its editor shows in the Properties
Panel (see Modify Container Properties).
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To Copy a Property from One Container to Another

Drag the property from the source Container to the target Container, or use the context menu.
Add Info Text...

=

Crelete Container 'target’

Create Subcontainer

'MASK_TARGET'
earch for 'MASK_TARGET'

Copy 'MASK_TARGET'
Paste 'MATERIAL'

Change Color

5.3.10 Delete Containers

To Delete a Container from a Scene

1. Drag a Container to the trash can, or
2. Right-click the Container, and in the context menu select Delete Container [Name], or
3. Use the shortcut keys CTRL + DELETE.

& Note: If deleting a parent Container, all Sub-Containers are deleted too.

5.3.11 Merge Containers

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

A saved compound object can be used in other Scenes have an active reference between the stored
object and all Scenes where it has been used by default. Through use of stored objects with active
references, changes can be applied to many Scenes at once, which is typically a meaningful way to
work when designing a set of Scenes that share many design items.
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& Note: The geometry of a compound object cannot be edited. A compound object must be
split for the geometry to be edited again. Splitting a referenced compound object disables
the reference.

Sometimes, when opening a Scene with merged objects, the message “Old merge style, convert to
new merge style” shows. This is a known issue when combining the Autofollow plug-in with
merged objects.

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

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

To overcome this issue, it is recommended to update all Viz Artist/Engine versions to the official
3.2.2 release and later by opening the Scene and converting it to the new merge style.

To Merge Containers into a Compound Object

= Media Assets

TPPFT fﬂ = Ff =

bullet 1

1. Select a Container which contains Sub-Containers.
2. Merge the Container with all its Sub-Containers:
Click the Merge button, or
Press CTRL + M,
or right-click the Container and select Merge Container from the context menu.

Tree Media Assets

NE e VR P
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& Note: The Merge button is only available if Tree is selected from the Scene
Tree menu.

To Split a Merged Compound Object

1.
2.

Select a merged Container.
Split the Container:
- Click the Split button, or
Press CTRL + SHIFT + M, or
Right-click the merged Container and select Split Container from the context menu,

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

To Save a Compound Object to a Graphic Hub

1. Right-click a Container (with or without Sub-Containers),
2.
3. Drag the compound object’s icon from the property editor or Scene Tree and drop it onto a

In the context menu select Merge Container.

folder/project in the Server Panel.

. Type a descriptive name for the object in the dialog box
. Click Ok. The object is now visible in under the Server Objects tab.

Tip: Any animations or scripts used within the object are kept when saving.

Note: Make sure to drag only the object icon, not the whole Container.

5.3.12 Group Containers

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

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

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

A parent Container, that has Sub-Containers, is marked with a black arrow to the left of the
Container. If the arrow points to the right ( I ), the Container is collapsed and the Sub-Containers
are not shown in the Scene Tree. If the arrow points downwards ( ¥ ), the Container is expanded
and the next level of Sub-Containers are shown.

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

To Group Existing Containers

=

1. Select the Containers to be grouped.
2. Click the Group (CTRL + G) button from the Display area.
This adds an empty group Container one level higher than the original Containers.

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

To Ungroup Containers

=

1. Select the parent Container
2. Click the Ungroup (CTRL + SHIFT + G) button from the Display area.

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

To Detach a Single Container From a Group
Drag it from the group and place it somewhere in the Scene Tree.
See Also

For more information about setting default merge and split behaviors, see the User
Interface page in the Configuring Viz section of the Viz Engine Administrator Guide.
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For more information about how to configure colors, see the Colors page in the Configuring
Viz section of the Viz Engine Administrator Guide.

5.3.13 Container Editor

When a Container is highlighted in the Scene Tree a list of all properties and plug-ins added to that
Container, shows in the Container Editor (Container Menu (1)). Click on each icon to view its editor
menu. If more than one Container is selected, select which Container to view from the Selection pa

nel.

Container Editor Properties

Container | Camera | Light | Sc

Sel er'tn:m—
'? fE
ullet_ texl

Position
3
-

Rotation

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

arrows (2), to select a Container.
Selection—
1/&
bullee_1 —

-Selection—
376

uIIEt_tE}ﬂP
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Container Menu (1): Shows a list of all properties and plug-ins added to the Container
selected in the Scene Tree, or the Container selected in Selection. Click on an icon to open
an editor (see Modify Container Properties)
=
[=r] Show/Hide: Shows or hides a Container in the Scene Editor, and eventually in
the final rendered output. Click to show or hide the Container.
(1]
[2] Lock/Unlock: Enables or disables the ability to modify the transformation of a
Container in the Scene Editor. Click to lock or unlock the Container.
Some editors like the Transformation Editor enable properties for one or multiple
selected Containers to be set. Other editors have the option to enable or disable
certain properties.

5.4 Modify Container Properties

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

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

Geometry or Fontstyle items create a new Container using the item as geometry.

Materials and Audio clips can only be applied to existing Containers.

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

Geometry plug-ins can also be added to the Scene.

See Container and Scene Properties for details on how to add properties to Containers.

This section contains information on the following topics:

Multiple Selection Container Properties
- To Add Properties to Multiple Containers
Example
- To Change Specific Properties on Multiple Containers
- To Select a Container in a Selection
Edit Properties in the Scene Editor
Plug-in Editor
Material Editor
- To Modify a Scene Specific Material
- To Save the Container Material
Quick Edit a Material in the Scene Editor

5.4.1 Multiple Selection Container Properties

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

the appropriate property.
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To Add Properties to Multiple Containers

1. Multi select the required Containers.
2. Add an item or plug-in:
a. Right-click on an item or plug-in the Server panel.
b. Select Add to Container(s) (if available).
or

Drag an item or plug-in to one of the selected Containers

Example

Create four Containers, named object_1 to object_4.

Multi select two Containers.

Right-click on the Cone Geometry, and select Add to Container(s).
Multi select two Containers.

Right-click on the Circle Geometry, and select Add to Container(s).

Ui WN —

6. Multi select all four containers.
7. Right-click on a Material, and select Add to Container(s).
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To Change Specific Properties on Multiple Containers

1. Multi select the required Containers.

& Note: If several or all of the Containers in a Scene are selected and contain the
property to be modified, then all selected Container properties of this type are
changed.

PN
Bl
B D~
Bl D

2. Change a parameter of the Circle Geometry. The modified parameter applies to both
selected Containers, which contain the Circle Geometry (object_3 and object_4)

If, in the example above, the Material property is modified, the change shows on all selected
Containers in the Scene.

To Select a Container in a Selection

Select a different Container in the selection without loosing the multi selection.

In the Selection panel select another Container. Either:
Use the up and down arrows, or
Click on the Container, as shown in the image below

- Container | C

Selection—
-~
object_

obje
obj E.'k.t_ 3

object_4

Corners

Show Botto

@ Tip: Visit www.vizrt.com to see a short video illustrating the Viz Artist Multi-
selection Features feature.
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5.4.2 Edit Properties in the Scene Editor

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

5.4.3 Plug-in Editor

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

. Container | Camera |Light Scene Settings

~Selection TF=Slide Plugin {1.0.0)
m =
["WgFmal™| Opposite | Random | Static | wave Center

[ 2 Center |
Interpolats | Unear TSsRTT
Effect Range 1.0 ,':|_
Random Seed 1 pr
oAl
fon| R
PEETE™™ Horizontal | Vertical

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

Geometry Plug-ins
Container Plug-ins
Shader Plug-ins
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5.4.4 Material Editor

- I:I-ﬂtEIIHEF Camera L||:|ht Scene Settings

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

To Modify a Scene Specific Material

. Click the Material icon in the Container (1) or Properties panel (2).
In this example, the Properties panel Material Editor (3) is shown.

Auk Ire camml meas Trem Shage Sarcar Stage |+ Tras Simoe
TIRE T Cunmerd | Lignk | Soemme St ng

2. Adjust the color properties and schemes as necessary.

To Save the Container Material

1. Move the modified Material to the Server panel:
Drag the material icon from the Container to the Server panel, or
Drag the material icon from the Properties area to the Server panel, or
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Click in the Material properties panel and drag the material icon to the Server panel.

e

2. Enter a name for the material.

Please Enter Material Name: |New_Material_Namd

Ok Cancel

3. Click OK.
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To quick edit a material in the scene tree, click with the middle mouse button over the container
material. This opens a quick editor for colors directly inside the scene tree, enabling immediate
color changes.

Pressing the TAB button switches between the R, G and B values.
Pressing CTRL + TAB switches between the Ambient, Diffuse, Specular and Emission colors.

5.4.6 Manipulate Container Properties

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

This section contains information on the following procedures:

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

To Save Properties in the Database

To Enable/Disable Properties on a Container

To Replace a Property Applied to a Container

Drag the new item or plug-in to the Container.
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To Remove a Property from a Container

Drag the property from the Container to the trash can, or
Drag the property from the Container Editor to the trash can, or

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

& Note: Every Container must contain transformation properties, so the transformation
property cannot be removed.

To Save Properties in the Database

If a scene specific property has been created, and it is likely that the property should be reused in
another scene, it is possible to save the property in the database. Drag the property from the
Container to the required folder/project in the Server Panel.

To Enable/Disable Properties on a Container
o Tl
& Note: item properties are automatically enabled when added to a Container.

This is a practical tool when multiple items are applied to a Container. Click the switch next to the
icon which represents the item in the Container Editor.

See Also

Containers

5.5 Text Editor

Use the Text Editor to add or modify text in a scene.
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At the top of the Text Editor is an input box. Characters in this input box appear in the Scene
Editor. By default, the text equals the font name. The Text Editor contains five tabs. More
advanced modifications can be done in the Fontstyle Editor. Modifications made with the Fontstyle
Editor apply to all instances of the font, not just the one used in this Scene.

This section contains information on the following procedures and topics:

- Text Editor/Scene Editor
Colorizing Individual Characters
Basic Tab
Effects
Colored/Lighted
Shadow Tab
Clock Tab
Clock Format Examples
Characters Tab
Special Tab
Special Fonts
- To Create a Linked Fontstyle
- To Modify Text in the Text Editor

5.5.1 Text Editor/Scene Editor

Use the Scene Editor to type text changes directly in your output window. When you double click
on the text you enter text edit mode, and the bounding box color of the text turns brown.
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-Container Camera | Light | Scene Settings

< | Characters | Special
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By double clicking on the text in the Scene Editor, you can edit the text directly in the output
window. In this mode, you can select individual characters or sections of the text, and drag
different fonts to the selection to change the font. This also works with color. By single clicking
outside of the text element, the text editing function is disabled, and the bounding box turns back
to green.

Copyright © 2020 Vizrt Page 198



Viz Artist User Guide - 3.14

-Container Camera | Light | Scene Settings

< | Characters | Special
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You can also set the shadow of the font for individual characters. To do this, drag the font into the
text slot where the shadow is defined. You can do this with individual characters, or with the whole
text object.

-Contamer Camera | Light | Scene Settings

Direction [320.0/F3[
Distan 10.0 EF‘
z-offset [0 MEA

| Geometry ["Texture™| Path | Razor Sharpen

Anisotropic

T = T e I A
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Colorizing Individual Characters

-[:ontamer Camera | Light | Scene Settings

Clock | Characters @ Special

0.0
0.0
Word Spacing 0.0

W o
Bl [2[3/35
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By double clicking on the text, you enter text edit mode, and the bounding box color of the text
turns brown. Now you can select individual characters and colorize them by switching the setting
Colored/Lighted in the basic section of the font. When using the Lighted/Colored setting you can
colorize each character individual and choose if it should be filled by a solid color (Colored) or by a
color reacting to the activated lights (Lighted) like a material.

5.5.2 BasicTab
ABcabc1 P4 Browallia-New-Regular

EEEEEN: sous Bl Ui x]

Underline

F_I%ﬁr' Le_adinl_:l ; [ Include Space |

o= s : U-Pos e
U-Width o 2R

[TWermalT] ioh
Bawl1 251456

- : Lists all available fonts created from the same base font. To use another font, select
it from the list. To use a totally different font in the scene, drag the new font from the Server
panel onto the visualization of the text.
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: Sets the text justification to left, center or right.

=il : Sets the text, when in a Text Box (see Text Editor), to justified or scaled
justified.

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

ﬂ : Defines a character. Typically a decimal separator like comma, and justify the text
aligned after this character. Enter the justification character in the small input box to the
right of the button.

ﬂﬁE:&—.:

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

- Type: Sets the rendering method for the text.

- Geometry: Renders geometry type fonts as polygons.

- Texture: Renders the font as texture instead of polygons. This can, to some degree,
create a poorer look, but it reduces the number of polygons in the Scene. The texture
resources get an increased demand, so to render a font as texture is a trade-off
between polygon and texture performance. For half height mode rendering, texture
fonts are normally the better choice. When selected, the anisotropic value is set to 4x
by default.

Path: Renders the font as vector graphics.

& Note: To use the Path type, the machine must be equipped with NVIDIA GPU
and have a driver version 275.33 or higher installed.

Razor: Renders the font as texture using graphics shader. This method of rendering
produce higher quality of anti-aliasing. To use the Razor type, the font must have
been imported with Viz Artist version 3.11.0 or higher.

& Note: A Razor type text may produce distorted result when rendering glyphs

with high-complexity. Artifacts may appear when two glyphs overlap each
other. Lighting is currently not support when using this type.

& Note: Some effects, like Extrusion, are not supported by Texture, Path, and
Razor rendering.

Quality: Sets the quality of the font to either Normal or High. The quality of a texture font can
be changed in the Fontstyle Editor.

& Note: The Quality option is only applicable if the font type is set to Geometry.
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Detail: Sets the level of detail, or tessellation of the font, to either automatic level or one out
of six fixed settings. The fonts are rendered as polygons, so by switching to wireframe
mode, the difference becomes obvious as the detail level changes. One is the highest level
of detail, six is the lowest. If setting a fixed level of detail, the automatic level is overwritten
and rendered with the same level of detail independent of the font size.

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

Pos. Spacing: Local kerning of the font style. Clicking the left button decreases the position
spacing between characters. Clicking the right button increases the position spacing
between characters. Fonts can be permanently modified using the Fontstyle Editor.
Tracking: Changes the tracking between all characters by the same amount. Clicking the
Fixed button changes the text from true type to one where each character uses the same
space.

& Note: To change the kerning between two individual characters only, place the
cursor between those characters, and then use the UP/DOWN arrows while holding
ALT to increase/decrease the kerning. Press ALT and SHIFT to increase the size of
the steps.

Leading: Modifies the distance between the text lines.
Word Spacing: Changes the size of the blanks between the words in the text.
Sharpen: Makes it possible to sharpen the font.

& Note: Sharpen is only available if font type is set to Texture.

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

& Note: Anisotropic is only available if font type is set to Texture.

Effects

e DTIIFEE

Underline

oo =
1.0 ;F

Effect Bold: Sets individual characters or the whole text object to bold.
Effect Italic: Sets individual characters or the whole text object to italic.

Copyright © 2020 Vizrt Page 202



Viz Artist User Guide - 3.14

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

X2: Uses individual characters or the whole text object as superscript text.
- X3: Uses individual characters or the whole text object as subscript text.

Colored/Lighted

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

Lighted: Applies the selected color to the text, adjusted for the scene lighting. Transforming
the object creates the visual impression of changes to the color. When inactive, the selected
color is applied to the text as a solid color.

5.5.3 Shadow Tab

J r Bcabc1 Fa Browallia-New-Regular

100.0 % I",:[_

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

& Note: All the modifiers that are applied to the text in the Fontstyle Editor are applied to the
shadow too.

. Click the arrow to open a list of all available fonts created from the same base font as
selected. To use another font, select it from the list. To use a different font in the scene,
drag a new font from the Server Panel onto the visualization of the text.
Lighted: Lights the font with the current light settings (see Light Editor).

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

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

- Type: Sets the rendering method for the shadow (see Text Editor).

Quality: Sets the quality of the font to either Normal or High (see Text Editor).
- Sharpen: Makes it possible to sharpen the shadow font (see Text Editor).
- Anisotropic: Sets the quality of shadow textures (see Text Editor).

5.5.4 Clock Tab

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

Basic | Shadow | Clock | Characters  Special

J Clock o :: |_

Clock: Sets the ID of the clock. Up to ten different clock IDs (0-9) can be used in a Scene.
Clocks with the same ID are linked together, which means they are synchronized and all
start when one clock is started. This can be used to show different time zones, for example
Update Text: When enabled, any running clock in the scene is updated in real time in
the Scene Editor and On Air outputs. If disabled, the output to the Scene Editor and On Air
outputs are not updated, even if the clock is running. An external control application, such
as for instance Viz Trio, could be used to enable or disable Update Text when running in On
Air mode, as required.

- Time: Defines the start time in seconds. For example, if the clock should start to count at
two minutes, set Time to 120.
Limit: Defines the count limit in seconds. For example, if the clock should stop counting
after two minutes, set Limit to 120.

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

Up and Down: Specifies if the clock should count up or count down.
Start, Stop and Continue: Starts, stops and continues the main clock.
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Select a Format: Set the format of the clock display.

H: Hours.

M: Minutes.

S: Seconds.

D: Digits of a second. The first digit shows a tenth of a second, the second digit shows
a hundredth of a second, the third digit shows a millisecond, and so on.

User Defined: Click on User Defined and type a non-standardized clock format in the
box below. Make sure to add correct separation characters.

Viz Engine distinguishes between upper- and lowercase clock formats, allowing the
designer even more customization options. When defining the clock format by
lowercase letters, for instance hh:mm, the digit is shown even if the value is 6. However,
if the clock format is defined by uppercase letters, Viz Engine does not display the
value if it is zero. This allows the designer to omit unused digits while still planning
for their use when designing the scene.

Clock Format Examples

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

Hh:mm:ss 0:03:05

HH:Mm:ss 3:05

HH:Mm:s 3:5

hh:mm:ss 00:03:05

hh:M:ss 00:3:05

@ Tip: Up to 20 clock formats can be defined in Clock Formats (see the Configuring Viz
section of the Viz Engine Administrator Guide).

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

Copyright © 2020 Vizrt Page 205


http://documentation.vizrt.com/viz-engine

Viz Artist User Guide - 3.14

& Note: The problem with changeable kerning can be avoided by using a proportional
font

Mormal Count Offset Sy, Time Q

Normal: Shows the normal main clock view.

Mormal w Sys, Time | Local Time

Sync Sec| Min

2
Loop Max 0 |_

05 bown.

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

No Sync: Does not synchronize the count clock to the main clock when enabled. It is

almost impossible to start the count clock exactly at a whole second, so the count

clock most likely runs unevenly compared to the main clock. In many cases, this does

not create the desired output, but may be useful if an offset output is desired.

Sync Sec: Synchronizes the count clock with the main clock.

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

Min/Max: Sets the count clock minimum and maximum parameters.

Up and Down: Specifies if the clock should count upwards or perform a countdown.

Start, Stop and Continue: Makes the clock start, stop and continue counting.
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- Init: Resets the clock’s counter.

Mormal Count W Local Time

=il

- Offset: Click the Offset button to access an input box where an offset value in seconds can

be entered. For example, if the value is set to 20, the clock starts running after 20 seconds.
- Sys. Time: Sets the clock to the system time.

- Local Time: Sets the clock to the local time. This is useful if running on a system which
automatically adjusts to daylight savings time.

5 5 5 Characters Tab

ck | Characters | Spec |.:|

The Characters panel shows the character table in the fonts library. As an alternative to the
keyboard, the symbols from the table can be dragged onto the input box at the top of the Text

editor. This is a helpful tool when using special characters that do not exist on the keyboard, or is
hard to find/use.

5.5.6 Special Tab

= | shadow | cl Characters Special

: . [ Al A :
Chrection [m _
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- Complex Script: Chooses whether to enable or disable complex script processing in this text
object, or use the global configuration. Complex Script is required in many conditions.

Languages: Renders complex language scripts such as Arabic and Thai more
correctly.

elodl Uy s - slodl U i
L . )% - baar L)
U - UK
Handwriting: Generates a different and better result in some fonts.
- Dfxi.'\nk'nng wialken
- wakbm.% waten
- Symbols: Renders symbol characters in Unicode Private Use Area (PUA) only in
complex script such as [(ﬁl ﬁ&@@ﬂ] from Segoe Ul Symbol.

-]
- [ H Y]

Direction: Switches the text direction from left to right, right to left,
downwards, and upwards.

& Note: When complex script is disabled, all characters are rendered directly to glyphs
according to the Direction option. For example, the text ABC is rendered as CBA
when the direction is right to left. When complex script is enabled, ligature and bi-
directional text algorithms are also performed, and the Direction option dictates the

primary writing direction. Thus, the rendered glyphs are ordered in the direction of
its native writing system.

- Text Box: When enabled, the text is contained within a Text Box. The text box shows as an
orange outline in the Scene Editor (if Bounding Box is enabled in the Scene Editor).
With the Text Box, text can be divided into multiple lines, and the text on each line

automatically gets the selected justification (see Text Editor). Without the text box, the text
is shown on one line.

& Note: Only the text within the Text Box boundaries is shown.

- Space: Each line of text contains whole words.

- Any: Each line of text contains all possible letters. Words are split at the Text Box right
border.

- Scaling: Sets the scale the size of the Text Box as scale of the text is changed when
enabled.

- Width/Height: Sets the width and height of the Text Box.
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Special Fonts
Special options apply for multibyte and geometry fonts:

Geometry: If adding a geometry font, the text is treated like a compound object created
from characters. The text can be split to become a group of single character objects (not
text!). Splitting of text makes it possible to edit the properties of single character objects.

Geometry v W

Face Orientation Flip
i Flat E Edge Angle &60.0 ||:|_ Rebuild

Inactive

Re-establish Update

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

5.5.7 To Create a Linked Fontstyle

. Click on the Basic tab.
2 C|ICk on and drag the Fontstyle (1) to the target folder in the Server Panel.

Raw 1z 3456
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5.5.8 To Modify Text in the Text Editor

1. Click the text icon, m, either on the Container, or in the Container Editor. You can also
drag a font to the scene. This automatically creates a new container containing the font as a
geometry, and open the Text Editor opens automatically.

2. Enter text in the text input box. The text is shown in the Scene Editor panel. Right click in
the text editor to change the font size.

3. Use the five panels to modify the text as you require.

See Also

Fontstyle Editor

5.6 Geometry Editor

When adding an Geometry to a Scene, a new Container is created. Geometries that have been
created with external 3D programs and imported into Viz Artist can be modified in the Geometry
editor.

Geometry - Logol

Face Orientation Flip
Shading Flat E Edge Angle &60.0 Pr Rebuild

Inactive

Re-establish Update

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

This section contains information on the following topic and procedures:

Geometry Editor Properties
- To Open the Geometry Editor
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5.6.1 Geometry Editor Properties

Geometry ‘ Logol

Face Orientation W
Shading O PSR cco- Angle 600 [ REETENN

Inactive

| Re-establish | Update

Geometry: Shows a thumbnail of the Geometry, and also its name. Click the thumbnail to
select the Geometry in the database.

& Note: This can only be done when the reference to the database is active.

Face Orientation: After importing Geometries that have been created by external 3D
programs, it might happen that the polygons face orientation is wrong. By clicking the Flip
button, the polygons are set correctly.
Shading: Imported polygon Geometries normally use shading for creating a smooth surface
on the object, which is set together by a planar polygon mesh. The shading value in the
Geometry editor sets a threshold between which edges are to be smoothed by shading and
which are to be kept as sharp edges. All edges with an angle smaller than the defined value
are smoothed by shading. Shading in Viz Artist is performed in the following way: A shade
value is produced at each vertex of the polygonal mesh representing the surface of the
object. This is done by creating a surface normal on each polygonal facet. The surface
normal at each vertex is created by averaging the surface normals for the surrounding
facets. The shade at each vertex can then be calculated. Once the shade at the vertices of
the polygonal mesh are known, the shade at points interior to the polygonal facets are
interpolated from the values at the vertices. This technique makes curved surfaces look
“smooth shaded” even though based on a representation of planar facets. The interpolation
of shade values is incorporated into the polygon scan conversion routine. Hence an increase
in realism is obtained at far less performance cost than carrying out a pixel-by-pixel shading
calculation over the whole original surface. Shading may be set to Flat, which means that all
shading is disabled, or Smooth, which enables the Edge Angle option. After adjusting the
Edge Angle, make sure to click the Rebuild button for the changes to take effect.
Reference: If using an imported or compound object in a Scene, there is a reference between
the object in the Scene and the object in the database. If changes are applied to the object in
the Scene, the object in the database including any Scenes where this object is used with an
established reference, it reflects those changes, as it is the same object.

Deactivate: To create a unique copy of the object for the Scene, the reference link

must be deactivated. Changes that are applied to a deactivated object do not lead to

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

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

Status: Shows the current status of the reference.

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

5.6.2 To Open the Geometry Editor

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

5.7 Transformation Editor

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

transformation editor is also able Transformation Editor. This feature allows Position, Rotation,
Scaling and Axis Center parameters to stick to the Container view while opening other editors.

This enables designers to adjust transformation properties while working on other objects (e.g.
text, geometry).

This section contains information on the following topics and procedures:

Transformation Editor Properties

To Open the Transformation Editor

To Stick Transformation Properties to the Container View
Transformation Principles
Multiple Select Transformation
Copy Transformation Properties to Another Container

To Copy Transformation Properties to Another Container
Quick Editor
How to Use the Quick Editor
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5.7.1 Transformation Editor Properties
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Parent / Local / World: See Transformation Editor.

- Absolute / Relative: See Transformation Editor.

Position: Sets the position of the object along the X, Y, and Z axis.

CC (Center Camera): Clicking this button centers the Container to the camera.
Rotation: Rotates the object according to the X, Y, and Z axes. With the bounding box option
enabled, the rotation axes are visible as three lines; X is red, Y is green, and Z is blue. To
rotate in steps of 45 degrees, use the buttons labeled 45 and +45.

FC (Face Camera): Clicking this button changes the rotation in such a way that the

object faces the camera.

- Order: Clicking the order buttons sets the order of rotation the three angles X, Y,

and Z, are applied to the Container. If multiple Containers are selected, the order

buttons are disabled.

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

- S (Single): Scales each axis by itself.

L (Locked): Scales all axes at once, so that X, Y, and Z have the same value.

P (Proportional): Scales all axes at once, so that the values remain proportional.

- Screen Position: Sets the screen position along the X and Y axis for images and some objects
by specifying pixels instead of the regular positioning which do not use pixels as input
values. The Screen Position option is only available if the image or object faces the camera.
To achieve this, click the Face Camera button. When changing the Screen Position values, the
values for the regular positioning also changes. Set the screen position to left, center, or
right by clicking L, C, or R; or bottom, center, or top by clicking B, C, or T. In Viz Artist,
position calculations are always from the upper left corner and based on the current Z value
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for the Container and camera views. For design purposes, it may sometimes be desirable to
position an objects center. Therefore, screen positioning of objects can be defined by either:
Bounding Box: Defines the position of the object upper left corner, or
Center: Defines the position of the object center
Both are calculated from the upper left corner of the current view.

@ Example: Setting an objects screen position Bounding Box values to X=0 and
Y=0 places the object in the upper left corner. Note however, that if the Z
position changes the object no longer aligns to the viewpoint corner. The pixel
values must be set to zero again to reposition the image or object.

Align to Px (Pixel): When using the normal positioning editor to position an image/
object that is facing the camera head on, it can occur that the image/object is off by
fractions of a pixel. This can happen because of rounding errors in the screen size and
face camera functions. This can produce visual artifacts in some cases on some
graphics cards. When the image/object is not aligned to the screen pixels, the Align to
Px button turns red. Clicking the button adjusts the image/object to be moved to the
nearest matching whole pixel.
Axis Center: Sets the axis origin of the object. The rotation axis of the object is visible in the
Scene Editor if the Bounding Box option is enabled.
The origin can be set to left, center, or right on the object’s X axis by clicking L, C, or

R.

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

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

When a group is selected but certain Containers in it are not visible, clicking C with
the middle mouse button defines the axis center only for those Containers in the
group which are visible.
Screen Size: Makes it possible to scale an object/image based on pixels. The Screen Size
option is only available if the object/image faces the camera. To achieve this, click the Face
Camera button.
Screen: Scales the object/image to the size of the output format.
Image: Scales the image to the original pixel value.
Additional Information on the Selected Container
Click the Expand button to show this information to the right of the transformation editor.
This information includes parent Containers plus all visible child Containers.
Width, Height, and Depth: Shows the real size of the object in units (not pixels).
Containers: Shows the number of Containers that are selected. If the selected
Container holds Sub-Containers, all Sub-Containers are counted in addition to the
main Container. A Container that holds geometry is counted as two.
Vertices: Shows the number of vertices that are rendered within the selected
Container, including the vertices in all Sub-Containers.
Primitives: Shows the number of primitives in the Container including the primitives in
all Sub-Containers.
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To Open the Transformation Editor

1. Click the Transformation icon on the Container, or
2. Select the Container from the Scene Tree, and then click the icon located on the left side of
the Property panel.

To Stick Transformation Properties to the Container View

Click the button (1) next to the transformation editor button in the Container view.

- Container | Cam

5.7.2 Transformation Principles

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

& Note: Multi selected objects: When more than one object is selected Group shows
and a bounding box covers all selected objects.

Local: Refers to changes that can be made to the Container in its local coordinate system.
- World: Refers to changes that can be made to Containers in their world coordinate system.
- Absolute: Refers to changes that can be made to Containers in absolute values.

Relative: Refers to changes that can be made to Containers relative to current values.

5.7.3 Multiple Select Transformation

With multiple select transformation, a group of Containers can be moved to a new position, which
is determined by parameters of one selected Container in the selection. All Containers keep their
relative position to the selected Container.

All changes made in the Transformation Editor are also applied on each selected Container:
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- Group is selected and M (multi) shows with the mouse pointer when inside the
Transformation editor.

Positian LL

X EE [
y IIEEER=

22.195 =

The selected Container and its position in the group is shown in the Selection panel (i.e. 1/6,
3/6).

[~C-] Selection—
1] - ‘ 1/6
)
bulleeTt —
E a —

-Selection—

3/6

E rret_temF

In the Container Editor use the up and down arrows (2) to scroll through the selected Containers,
or click on the Container name (1) to show a context menu. Change the parameters, as required,
for the selected Container.

5.7.4 Copy Transformation Properties to Another Container

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

All transformation properties can be copied to another Container, either the whole property (for
example, Screen Size), or just one axis of a property (for example, X of Screen Position).

To Copy Transformation Properties to Another Container

1. Open the Transformation Editor of the source Container (4).
2. Drag the required property to the target Container (3):
Drag the whole property (1), or
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Drag a sub-property (2 (X, Y, or Z))

Position

_7

Position T8

@ Tip: Transformation properties can also be dropped on multiple Containers.
Drag a selected property to the Scene Tree (aligned with a target Container).
Hold the left-click and right-click to add the property to the target Container.
Keep the left-click and repeat as required.

5.7.5 Quick Editor

The Quick Edit menu lets you edit the transformation and material settings of a container within
the scene tree, instead of in the Transformation Editor. Click the middle mouse button on the
container's transformation or material icon to open the Quick Editor. When using the Quick Editor,
you can still have the Transformation Editor open and an active object selected. The Quick Editor
activates for the object you click on in the scene tree. When you select an object's transformation

icon with the middle mouse button, the Quick Editor opens and overlays half your object, to
indicate which object is selected.

Copyright © 2020 Vizrt Page 217



Viz Artist User Guide - 3.14

SRl [uclolololulal

=
o

\VIZl't\

5.7.6 How to Use the Quick Editor

1. Create or open a Viz scene with some objects where you can transform the material color
and its transformation values.

2. Click with your middle mouse button onto the geometry icon or the material icon. The Quick
Editor pops up, overlaying half of the clicked object. In this example, the Quick Editor is for
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3. By clicking the mlddle mouse button on the transformation icon of another container, the
selected container is still highlighted as active. The Quick Editor updates the transformation
values of the container you clicked on, as seen with OnAirLogo in this example. You can also
use Page Up and Page Down on your keyboard, or the small arrows on the left bottom of the

QUICk Editor, to SW|tch between containers in the tree.
Er

Save |[Save As| Close | /Ne
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4. You can switch between the different transformation properties by clicking the small squares
on the bottom of the Quick Editor, or by pressing CTRL + TAB.

Save |[Save As| Close | /New

5.8 External Control

Parameters in a Scene can be exposed for use with external controls, meaning these exposed
parameters can be modified by an external control application, such as Viz Libero, Viz Trio or Viz

Pilot.

Control Channels | Control Objects

B ElE]

Drescription

SCALING

Drescription S

The Viz Artist GUI provides two options to expose parameters and controls:

Control Channels: Provides a convenient way to expose parameters from the Properties

panel in a Scene.
Control Objects: Shows exposed parameters when a Control plug-in is used (for use with Viz

Trio only).

This section contains information on the following topics:

Control Channels
Control Objects
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5.8.1 Control Channels

Parameters in a Scene can be exposed for use with external controls, meaning these exposed
parameters can be modified by an external control application, such as Viz Libero, Viz Trio or Viz
Pilot. To expose parameters, the parameters can be dragged to the Control Channel panel and
configured.

Although parameters can be set through a Command Interface, the Control Channels offer three
advantages:

Only parameters which should or can be modified, are exposed in certain external control
applications (which use control channels).

Instead of a long command string (as used in a Command Interface), a control channel name
points to the parameter location, where “@” in the command location is the indicator for a
control channel name.

Multiple Control Channels can have the same name, allowing them all to be updated in a
single operation.

Control Channels can also be added from the Stage. To make this possible, the Control Panel can
be floated. This enables the Control Panel to be viewed in all views of Viz Artist.

Most parameters can be added to the Control Channels. Properties that can be added to the
Controls Channels are:

Properties Panel: Container, Camera, Light and Scene Settings tabs

Server Tree: Containers, Geometries, Materials

Server Panel: Geometries, Materials

Stage: Editors and parts of Editors, i.e., Director parameters, Channel Editor, Key Frame
Editor, Stops and Tags, Action Key Frames.

Navigating scenes with extensive use of Control Channels is made easy, as Viz Artist
automatically selects all Control Channels belonging to a container when the container is
selected. Correspondingly, selecting a single Control Channel also selects the container it
belongs to.
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Control Channels Contral Objects

5M Description

Rectangle_TRANSFORMATION_POSITION_X Float (m |
Rectangle TRANSFORMATION_POSITION ¥ Float (|
Rectangle_ TRANSFORMATION_SCALING_X Float (|

Sphere_TRANSFORMATION_POSITION_Y
Camaral_PAN

Cameral_POSITION_Z

Description

Location =1192FTRANSFORMATIONTPOSITIONTY (1194, POSXYZ)

Search

Moggi

Sphere

Control Channels can also be grouped. This provides a convenient way to group a series of
parameters which can be controlled from an external source.

@ Example: Click on the Container tab > Transformation Editor. Drag the parameter Position
X of an Object to the Control Channels panel. This exposes Position X of that object.

® Example: In the Properties panel, click on the Camera tab and drag a camera’s Position Y
parameter to the Control Channels panel. This exposes Position Y of that camera.

® Example: In the Stage, click on the header of a Key Frame editor (in-line with the E) and
drag it to the Control Channels panel. This gives access to all parameters contained in the
Key Frame editor. To add control channels from the Stage, Control Channels need to be
floated.

This section contains the following procedures:

Control Channels Properties
Control Channels Procedures
To Dock and Float the Control Panel
To Create a Control Channel
To Remove Exposed Parameters
To Create a Group
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Control Channels Properties

Control Channels | Control Objects

Bl ElE]
Channels Ype SM|Description

T
G

Scene roup
Fullscreen_TRAMNSFORMATION_SCALING

Fullscreen_TRANSFORMATION_POSITION

Drescription

. . : Click to add a new group
. .. : Opens or collapses the Control Channels tree
: Floats the Control Channels panel

: Docks the Control Channels panel
Channels, Type, SM, Description: Exposed parameter details.
If required, click in the SM box to synchronize the Channel values with the corresponding
key-value pair in the Scene Shared Memory Map.

& Note: The Shared Memory key syntax for grouped control channels is

<groupname>.<channelname>, for example,
MyGroup.Rectangle_TRANSFORMATION_POSITION_X.

Description: Adds a description for the exposed parameter.
Location: Shows command location of the command.

Control Channels Procedures

To Dock and Float the Control Panel

To access parameters in the Stage, the Control Panel can be floated and used as a floating panel,
available in all Viz Artist panels:

1. Click . to float the Control Panel.
2. Click the E to dock the Control Panel.
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To Create a Control Channel

1. Click Control.
2. Select a parameter to expose, from:
Properties Panel: Container, Camera, Light and Scene Settings tabs
Server Tree: Containers, Geometries, Materials
Server Panel: Geometries, Materials
Stage: Editors and parts of Editors (i.e., Director parameters, Channel Editor, Key
Frame Editor, Stops and Tags and Action Key Frames).
3. Drag the selected parameter to the Control Channel panel.
Built Inz omtrc i ServarfStage +Trea/Stage
Santral Channels | Control Objects - Cantainer Camers |

T&]l [Fi| -Selection—

3 3 11
Channzl= | SM| Description W'_

Ractangle_ TRANSFORMATION_POSTITION

S e ELL I E G = ctangle TRANSFORMA

| Ok Cancel

. Click on the exposed parameter.
. Type a Description (1) for the exposed parameter, if required.
. Click in the SM box to synchronize the Channel values with Shared Memory, if required.

Channels Type

N O v

group_TRANSFORMATION_POSITION POSXYZ M| position_1

group_TRANSFORMATION_ROTATION ROTATION g/

group_TRANSFORMATION_CENTER CENTER o

Description Rotation_3

Location =127 0¥ TRANSFORMATION®ROTATION (#1273, ROTATION)

8. To add a second, third, fourth, or more exposed parameters, repeat from step 1.

& Note: When a new parameter is dragged to the Control Channels panel an icon

shows where the new parameter is dropped in the list [E E .

To Remove Exposed Parameters

Drag an exposed parameter, or multi selected exposed parameters, to the Trash Can.
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To Create a Group

Control Channels | Control Objects

P ElE]

Channels
Scene
Fullscreen_TRANSFORMATION_SCALING
Fullscreen_TRAMSFORMATION_POSITION

1. Create a new group:

Click on , or

Drag the . icon to the main Control Channels panel
2. Type a descriptive group name.

Channel Group Name:

Ok | Cancel

3. Type a description for the new group.
Channels q SM|Crescription
Rectangle TRANSFORMATION_POSITION b J transform_rect_one
Rectangle TRANSFORMATION_SCREEN_POSITION  Float:Float |
Rectangle_ TRANSFORMATION_CEMNTER CEMNTER J
Rectangle TRANSFORMATION SCREEN SIZE Float:Float M|

new_group_name Group group_1

4. Drag an exposed parameter, or multi selected exposed parameters, to the group:
Drag from the Controls Channels panel, or

Drag directly from the Properties panel or Stage

5. Drop the exposed parameter in the group when TI:I shows.
Channels Type
Rectangle TRANSFORMATION_POSITION L 7 J transfor
Rectangle TRANSFORMATION SCREEM POSITIOM  Float;Fleat |
Rectangle_ TRANSFORMATION_CEMNTER CENTER J
Rectangle_ TRAMNSFORM

Rectangle_TRANSFORMATION_CENTER

new_graup_name
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6. When a group contains an exposed parameter an arrow shows to its left. Click on the arrow
to show the groups contents.

Channels

Rectangle_TRANSFORMATION_POSITION ;
Rectangle_TRANSFORMATION_SCREEN_POSITION  Float;Fleat
Rectangle_TRANSFORMATION_CEMTER CEMNTER

Rectangle_ TRANSFORMATION_SCREEN_SIZE Flaat;Fleat

new_group_name Group

Rectangle_TRANSFORMATION_CENTER CENTER

See Also

Control Objects
Control Channels

5.8.2 Control Objects
The Control Objects panel is used to show the control parameters for Viz Trio Scenes only.
| Main Unique
ControlObjecks [~ Fields ] Type
mage

nichtest

=2 [

i kg grows

Bl
| == . | |

Text_ Elamants

Control Object Parameters

Main: Displays the main control fields of the Control Object when set to on. Displays all
fields when set to off.

Unique: Enables view of only the original field if there is more than one field with the same
identifier. Click again to disable view all fields, including field duplicates with the same
name. This allows the designer to easily select the respective containers in the scene. By
default, Viz Artist displays all fields in the scene.
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Control Objects: The Container which contains the control Object.
Description: Enter a description in the plug-in Properties panel.

- Value: The editable plug-in value.

- Type: The type of Control Object.

See Also

Control Channels
Control Objects
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6 Scene Management

This section details the management of Scenes, which includes the parameters of Scene Settings
and the Scene Editor.

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

This section contains information on the following topics:

Open a Scene
- Scene Settings
- Scene Editor
- Working with the Scene Editor
- Scene Editor Views
- Texture Editor

6.1 Open A Scene

6.1.1 To Open a Scene in the Database

. Select Server from the Main Menu Left.
2. In the Server Tree, select the folder or project where the Scene is.
3. Open the Scene:
- Double-click the Scene to open it, or
Drag the Scene to the Scene Tree area, or
Drag the Scene to the renderer window. The content of the Scene is shown as
Containers in the Scene Tree, and visualized in the renderer window.

fa—

& Note: Image Editor or Scenes are marked with a Keyhole icon [2].

@ Tip: If the folder or project’s path is unknown, search for the Scene in the Free Text Search
function under the <Username>'s View tab in the Server Panel.

@ Tip: The Status bar in the lower left part of the main window (between the Close and Undo
buttons) shows the name and path of the current Scene. Click on the path to select the
Scene in the Server Panel.
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6.2 Scene Settings

To open the Scene Settings editor, select the Scene Settings tab in the Property panel. The Scene
Settings editor makes it possible to modify the global parameters for the scene.

7 9 [ 5
ISR Shadow Map |

There are various types of scene settings. Click the tabs at the top of the Scene Settings editor to
open the respective panels:

Clipper Panel
Global Settings Panel
HDR (High Dynamic Range) Panel
Media Asset Panel
Plug-in Panel
Rendering Panel
Script Panel
Real Time Global lllumination
Screen Space Ambient Occlusion
- Virtual Studio Panel
- Viz Libero and Viz Arena Render Sequences

6.2.1 Clipper Panel

In the Clipper panel, settings for scenes that have the Clipper plug-in attached can be modified.
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The Clipper plug-in is an alternative to the mask function; the clipper works in 3D and the mask in
2D. Objects using the clipper plug-in, when placed behind the clipper plane, are masked/clipped.
If an object is only partially behind a clipper plane, only the part of the object that is behind the
plane is clipped out since the clipping is done in true 3D space. The plug-in uses the OpenGL
clipping planes that supports up to six planes.

Clipper Properties

Tracking Object

Number: Shows the clipper plane number, from 1 to 6.

State: Sets the selected clipper plane on or off.

Position: Modifies the position of the clipper plane along the X, Y, and Z axis.

Rotation: Modifies the rotation along the X and Y axis.

Reverse: Shows everything in front of the clipper plane when set to off. Shows everything
behind the clipper plane when set to on. Tracking Objects with Clipper Plane.

- Tracking Object: A clipper plane can be set up to track containers regarding position and
rotation. Tracking position means that the position of the clipper plane is in the center of
the container, and tracking rotation means that the clipper plane rotates if the object
rotates. This is especially useful when animating a scene.

See Also

Create Animations
Clipper
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6.2.2 Global Settings Panel

This section contains information on the following topics and procedures:

Global Settings Properties
Images as Background or Foreground
To Add an Image
To Remove an Image
To View an Image Source Project or Folder
To Show/Hide an Image in the Scene Editor

Global Settings Properties

Global ‘-»attlnu.. .t Tn-__'-_n_-;. |pt -_I||:||:h=r|H:I on |Scree u_aTL-u;:E:IE

Render Virtual Studio Full Screen Overlay
Sequence i Arena/Libero

Background

Magnifier

< WS
=
=iy
i
=

|
Stage Show _7,7
Mode First Separate

ree Color TE:!I! i

In the Global Settings panel, the basic parameters for a Scene can be modified:

Render Sequence: Defines how the alpha key signal should be generated (default is Overlay):

Render "l.l"irtuaf Studio Fu” Screen Auto Key
Sequence | Libero | Arena |Arena/Libero

Virtual Studio: Switches from Overlay to Full Screen when the control mode of the
current camera switches from Remote to Editor (see Camera Editor). In a Virtual Studio
set, to do a camera flight with the virtual camera, when the real camera is stationary,
the graphics must be set to Full Screen to avoid a situation where the virtual and the
real camera have different position values. When the camera is switched from Remote
to Editor (to do the flight) the keyed graphics automatically switch from Overlay to Full
Screen.

Copyright © 2020 Vizrt Page 231



Viz Artist User Guide - 3.14

& Note: This option is relevant only in combination with Viz Virtual Studio.

Full Screen: Enables downstream compositing and generates a full screen key that
outputs a non-transparent key signal when Render Sequence is set to Full Screen. This
means everything without a Key plug-in is treated as background graphics and appear
behind DVEs on the output. Everything with a Key plug-in is rendered in front of DVEs.
For setups using a Matrox X.mio video board, the key preview is all black, instead of
all white, while show key is enabled in the Scene Editor. This allows the designer to
work with containers with Key plug-ins during scene design.

Overlay: Sets as key signal only those Containers that have a Key function applied.
Only Containers in the Scene Tree with a Key function applied are rendered into the
key signal. Use this mode to correctly blend graphics and DVEs.

- Auto Key: Generates the key signal automatically from the Containers in the Scene
Tree, it does not require the application of Key functions to the Container. This
function provides a worry-free overlay. This is the preferred mode for overlay
graphics.

Background Image: Uses the alpha values of the background image as a key signal and
Containers with a Key function applied and rendered on top. This option is only
applicable if a background image with an alpha layer is added.

Libero: The render sequence for a Viz Engine used in with Viz Libero (see Viz Libero
and Viz Arena Render Sequences).

- Arena: The render sequence for a Viz Arena/multi-zone keying setup (see Viz Libero
and Viz Arena Render Sequences).

- Arena/Libero: The render sequence if the tracked camera is a Viz Arena image tracker
(see Viz Libero and Viz Arena Render Sequences).

Key Render Mode:

Config: Renders the key according to the settings in the Viz Configuration (see the
Configuring Viz section of the Viz Engine Administrator Guide).
Single Pass: Uses one rendering step. Use this for all new scenes and for scenes
imported from version 2.8, as it is much faster.
Double Pass: Uses two rendering steps. Use for backward compatibility in scenes
created in Viz Artist versions 3.0 to 3.3.

Background Color: Sets the color of the background.

Foreground [&

Sterso Mode Stereo Mode m
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Background: Adds an image or Media Asset as the Scene background.
Foreground: Adds an image or Media Asset as the Scene foreground.

& Note: If the foreground image or Media Asset has alpha, the Scene can be
shown through the image or Media Asset.

Preview: Adds a fixed layout to the Scene. This visualizes how the total preview
(camera picture and/or graphics/Media Asset) looks. To set the image as global
default, click the Set Default button.

@ Tip: Itis possible to drag results from a database search onto the Background,
Foreground, and Preview drop zones.

- Stereo Mode: (license required) Selects the correct stereo mode for the inserted image (not
available if Stereo Mode is set to off in the Viz Configuration (see the Camera page in
the Configuring Viz section of the Viz Engine Administrator Guide):

- None: No Stereo mode.

- Config: Images are drawn as set in the Viz Configuration (see the Camera page in
the Configuring Viz section of the Viz Engine Administrator Guide).

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

- Side by Side Left or Side by Side Right: Two images are stored, side by side, left or

right eye first. The image width is halved, providing half resolution.

Background

MNane

Config

Cwer Under Left Top
Ower Under Right Top
Side by Side Left
Side by Side Right

Tree Color Texdt
Mask Invert: Makes it possible to set one or more of the mask layers in a Scene to be
inverted. With no mask inverted (1), the mask cuts out a hole where it covers the mask
target object. With mask invert enabled (2), the mask target is only visible where the mask
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covers it:

Shadows: Enables or disables the shadow function in a Scene. The shadow function uses two
layers from the mask function. With shadows enabled, there are only six layers available for
the mask function (see Mask Source and Mask Target). In a scene where more than six mask
layers are needed, shadows can be disabled (only very complex mask configurations need
more than six layers). The Stencil shadow type is the least resource-demanding way to
render shadows in scenes. For more advanced and better-looking shadows, cascaded
shadow maps can be enabled. For more in-depth information on shadows in Viz Artist,
please refer to Shadow Maps and Shadow Caster and Shadow Receiver.

Shadows - Type

& Note: The Shadows On/Off button is only available when shadow type is set to
Stencil, as Shadow Mapping is not affected by this setting.

Magnifier: Acts on the last rendered surface. It can be either a rectangle or a circle. The
position and size is defined in normalized view-port coordinates.

Active/Inactive: Sets the magnifier to active or inactive.

Type: Selects a Rectangle or a Circle for the magnification area.

Tesselation: Sets the tessellation, if Circle is selected.

Transformation: Sets the parameters for the Position, Size, Scale and Ellipsis of the

magnified area.

Color: Sets the alpha and the color of the magnified area.

Container: Selects a Container to control the position and, or, the size of the

magnifier. Drag the Container to be tracked in the desired box.
Type Tesselation 20 FF
Transformation—— | -Color——— ~Container-

alpha 20000 ST

Position X
A
Size

Scale

]
=2
T
==
T
=]
Tl
=]
Tl
=

F
F
F
|
F

Ellipsis
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“I_iniﬁﬂ!" wgnifier acts on the last rendered surface. |
cle. The position and size is defined in mor
rectangle

- ﬂr By active: Set the magnifier to active or inactive
< Type Salect a Reciangle or a Circle for the magnification
« Tesselation: Set the tesselation, if Circle is selected

- Transformation: Set the parameters for the Position, Size,
of the magnified area.

- Color: Set the alpha and the color of the magnified area.

Stage Show Mode: Defines how the STAGExSHOWMODE Viz Engine command should be handled
for the scene. The command takes a named stop point or tag as a parameter, and the show-
mode defines how the scene is executed.

Stage Show wm
Mode

Selected: Sets the time-line of all selected directors to the first found tag location. This
is the default setting.
First: Sets the time-line of the first found director, containing the searched tag, to the
tag's position.
Separate: Positions the time-line for each director, containing the searched tag, to the
tag's location.

Tree Color Text: Defines custom text labels for the scene tree colors in the current scene. To

define global labels or custom colors, go to Viz Configuration > User Interface > Colors (see
the Viz Engine Administrator Guide).

Images as Background or Foreground

This section details procedures with images use as background, foreground and preview.
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To Add an Image

1. Click Server.

2. Click the I tab for Images (1).

3. Drag the required image onto the drop zone (2). A thumbnail of the image is shown in the
drop zone button. Dragging a new image onto the drop zone automatically replaces the old
image.

To Remove an Image

Drag the image from the drop zone to the trash can.

To View an Image Source Project or Folder

Click the image on the drop zone. The project or folder it is placed in is visible. If the image is
linked, the first project or folder is selected.

To Show/Hide an Image in the Scene Editor

Click the Active/lInactive button next to the drop zone (3). If the image has a different aspect ratio
than the screen resolution, the image is stretched to fit.

6.2.3 HDR (High Dynamic Range) Panel

Enables High Dynamic Range Rendering/Imaging for the selected container. This improves the
contrast of the generated scene in a much more realistic way.
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HDR Properties

Diffuse Map Reflection Map

Rotation—— | -Exposition—— ~Background

0.0

0.0

0.0 =1p — :
- 1.0 EF’ Drraw Inactive |

High Dynamic Range (Active/Inactive): Enables HDR lighting instead of the default OpenGL
lighting on Containers tagged for HDR lighting. To tag Containers for HDR lighting, the HDR
plug-in must be placed in a Container to enable HDR lighting on the respective container and
its sub-tree.

Diffuse Map: Defines the diffuse light map. This is a HDR Cube map (must be a vertical cross
and should have been imported from an EXR file).

Reflection Map: Defines the diffuse light map for the reflection part of the lighting.

Rotation: Rotates the environment map with the set parameters.

& Note: Diffuse map and reflection map together form the ‘environment map’.

Exposition: Controls the brightness of the maps (similar to the exposure time of an ordinary
camera).
Background (Active/Inactive): Draws the Reflection map as background.

See Also

HDR

6.2.4 Media Asset Panel

This panel contains parameters and settings for Media Assets. There are different types of Media
assets available like Clip Channels, GFX Channels, Image Channels, Live Input Channels, IP Stream
Channels and Super Channels.

- Global Settings
- Transformation Settings
- Transformation Clip Settings
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Transformation Image Settings

Transformation Stream Settings

Media Asset Keying Settings

Talent Reflection

Switching between Different Media Assets

Live Properties

GFX Properties

To View Media Asset (DVE or Texture) Properties
To View Media Asset (Texture) Properties

Global Settings

Global Settings

VBI Source

Show DVE Channels -
Clipchannel on set Reset _

GFX Video Qutput Inactive =

These are the common Media Asset properties.

VBI Source: Selects which channel to use for output. Types of data sent include closed
captions, teletext, time codes and other digital data. The setting Clip Timecode Type can
enable Viz Engine to provide additional time code data in the VBI-signal, if required. The
setting can be changed by editing the Viz Configuration file and setting the variable clip_ti
mecode_type = <VALUE>. Please refer to the table Clip Time Code Type values below for valid
values. It can also be set on the fly using the send application to issue the following
command: CONFIGURATION*CLIP_TIMECODE_TYPE SET <VALUE>

& Note: This setting only applies for installations with Matrox cards.

Show DVE Channels: Enables or disables DVE placeholder box drawing.

Clip Channel on set:
Play on: Continues to play the clip even if the Scene does not contain that specific clip
channel. This is the default behavior. When setting a Scene with this channel active,
the clip is shown from its current position onwards, when no clip or the same clip is
set in the Scene.
Reset: Starts playout from the beginning of the clip when it has the same clip name, or
show black when no clip is set in the channel at all. Please observe that the commands
and values are case sensitive. Any on-the-fly changes are saved to the Viz
Configuration file upon proper shutdown of Viz Engine.
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Transformation Settings

Basic: Transforms the whole used Media Channel.
Content: Transforms the content inside the used Media Channel.
Position: The position controls are used to set the X and Y coordinates for the Media Asset.
The coordinates are relative to the configured output format (see the Configuring Viz section
of the Viz Engine Administrator Guide).
Size: Sets the X and Y values to define the size of the Media Asset. The size is based on the
channel resolution as defined in the Video Input section of Configuring Viz (see the Viz
Engine Administrator Guide), which may be different than the configured output resolution.
Center: Uses the Center X and Y values to define the center position of the Media Asset. As
for the Size control, the Center position is relative to the configured channel resolution.
BB Tracking: Uses a reference container for all transformation operations.

- Alpha: Controls the Alpha information of the Media Asset or uses a reference container for
all alpha settings.

- Absolute / Relative Position Controls: Controls to adjust the Position, Size, Center position,
and Crop. The values can be provided either as Absolute pixel values, or
as Relative percentage values. The corresponding value is displayed next to the input value
field. If provided with values that exceed the logical limit, the last value is adjusted

automatically to the maximum value. For example, if setting the Left crop value to 51 %, and
then the Right crop value to 75 %, the Right crop value is set to 49 %. Applies to DVE only.

& Note: By default, the center position for DVE transformations is defined as the top
left corner of the DVE placeholder. Setting the DVE Center x and Y positions to 50 %
defines the center for the transformations as in the middle of the DVE placeholder.
This behavior deviates from that of transforming Containers, as they have their
transformation center in the middle.

Crop: Allows the designer to crop the Media Asset as required. The crop values are relative
to the size as defined using this editor.

Forward Transformation: Forwards transformations to the container which was dragged and
dropped to this parameter. The transformation is mapped to the XY plane of the container.
This allows a video wall control application like Viz MultiPlay to control virtual (3D) Video
Walls as well. This applies only to Media Assets added as Texture, and the Forward
Transformation controls are only visible for selected Texture Media Assets.
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Forward Transformation

group

ragve| Reset

Identifier: The name of the target container.
- Active: Forwarding is active.
Reset: Resets forwarding to the specified container.

Transformation Clip Settings

In addition to the common Media Asset properties, Video Clip also has these properties:

Active Clip B

Viz One ...
R

Pending Clip ®

RIERRE

ode - Reverse Field |Offl Upscale Lumz [Off

Speed

- Clip: Selects the video clip to be shown:

In the Clip line, click H, or
Drag a Video Clip item from the Server Panel, or

- Click , and select a video clip to import.

& Note: See Transfer Clips From Viz One. To transfer and download videos from
Viz One, Viz One must first be integrated and configured with Viz Artist/
Engine.

& Note: With the Clip Channel Media Asset it is possible to play images as DVE or
Texture with the Matrox clip player. Supported image containers are .jpg
and .png. The images have to be available on a physical disk.

- Active Clip/Pending Clip: Displays the status of active and pending clips:
- Green light shows that the clip has loaded successfully.
- Grey light shows that no clip has been loaded.
Red light shows that there was an error during the clip loading process.
In Time: Sets the video clip ‘in time’.
- QOut Time: Sets the video ‘out time’.
- Clip control: Shows player controls for the selected clip.
- Autorun:
- Off: Presents the first frame as soon as the video clip is loaded.
- On: Begins playback as soon as the video clip is loaded.
Loop Mode:
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Off: Plays the video clip once.

On: Plays the video clip in a loop.
Reverse Field: As interlaced video contains two fields of a video frame, reverse playback of
interlaced video can result in flickering unless the fields are also played back in reverse. On
the Video version of Viz Artist and Engine with Matrox video hardware, Reverse Field is
automatically enabled when playback speed is given a negative value.

Off: During reverse playback, the fields in interlaced mode are played out as is.

On: During reverse playback, the fields in interlaced signals are swapped to reduce

flicker.
Upscale Luma:

Off: Uses the key as is.

On: Upscales the key information from 16-235 to 0-255.
Repeat Mode:

None: Plays back black frames when the clip is in an erroneous state.

Field: Plays out the first field of the last frame when the clip is paused.

Frame: Plays out the last frame when the clip is paused.
Speed: Controls playback speed. 1.0 is the normal speed. Values between 0 and 1.0 are
forward playback in slow motion. Values above 1.0 are forward playback in fast motion.
Likewise, values between 0 and -1.0 are reverse playback in slow motion. Values less than
-1.0 are reverse playback in fast motion.

Transformation Image Settings

In addition to the common Media Asset properties, Images Channels also has these properties:

Zoom Mode—— | ~Border Color
Alpha 100.0 % fo

Image: Determines the image to use.
Zoom Modes
Original: Displays the image in a 1:1 ratio (without any scaling transformation).
Scale to fill: Stretches the image to the image channel dimensions.
Scale to fit max: Stretches the image to fit the dimensions of the image channel
keeping the maximum aspect ratio.
Scale to fit min: Stretches the image to fit the dimensions of the image channel
keeping the minimum aspect ratio.
Border Color: Fills any other pixel not taken by the image with a given color and
transparency.
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Transformation Stream Settings

In addition to the common Media Asset properties, Video Stream also has these properties:

URL: Displays the URL of the stream to be shown (video stream only):
Load: Loads the URL of the video stream.
- Clear: Removes the URL of the video stream.
Repeat Mode:
None: Plays back black frames when the stream is in an erroneous state.
Field: Plays out the first field of the last frame when the stream is paused.
Frame: Plays out the last frame when the stream is paused.

Media Asset Keying Settings
In addition to the common Media Asset properties, Keying has these properties.

oy Keying Mode m M-Zone Libero Difference

F
j
|_7_I

Keylng Mode (Texture only: see Keying Mode):
Linear: No chroma keying.
- Chroma: Uses the internal chroma keyer.
M-Zone: Uses the multi-zone keyer.
Libero: Uses the Viz Libero keyer.
Difference: Switches to the built-in color difference keyer
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Invert: Only works with Chroma and Libero.

Talent Reflection

Offset 0 key Scale

Extend 300 Distortion X
Person Scale 1.0 Distortion Y

Dramping 20 Brightness

- Talent Reflection: Sets Talent Reflection on or off (use with Viz Virtual Studio):
Offset: Sets the offset of the talents lowest body part from where the reflection starts
(pixels (Default: 6, Minimum: 0, Maximum: 1000)).
Extend: Sets the extend of the total reflection (pixels). The reflection eases out with
distances (Default: 300, Minimum: @, Maximum: 1600).
Person Scale: Sets a global scale which applies to the talent (Default: 1, Minimum: 0.2,
Maximum: 10).
Damping: Sets how many previous fields are to be used to calculate the current Y posit
ion. The larger the number the higher the damping, but the Y coordinate is less
responsive to quick movements. The setting is a compromise between a stable and a
non-responsive Y coordinate for the reflection (Default: 2, Minimum: 2, Maximum: 100)

Key Scale: Sets the scale applied to the alpha of the reflection, on top of the
parameters set in Offset (Default: 0.5, Minimum: 0.1, Maximum: 10).

Distortion X / Y: Parameter X defines by how much x axis is affected by the sinus
distortion which goes vertically down the screen (Default: 1, Minimum: 1, Maximum:
10). Parameter Y defines how much the sinus waveform is stretched vertically down
the reflection (Default: 8, Minimum: 0.001, Maximum: 1).

Brightness: Sets the brightness for video going through the chroma keyer (Default: o,
Minimum: 6, Maximum: 10).

Switching between Different Media Assets

You can quickly switch between the different media assets used in your scene by clicking the name
of the Media Asset selection box instead of individually selecting them in the Scene Tree Media
Asset View.
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[virtual Studio |

]

to switch directly to other used media assets

By clicking on the upper-left corner in the Media Asset settings, you can see the list of all used
Media Assets in your scene. Here you can easily switch between the different Media Assets.

Live Properties

The Live video properties are listed in the common Media Asset properties.

GFX Properties

By default, a GFX Channel automatically inherits the camera settings of the Scene it is applied to. In
addition to the common Media Asset properties, GFX Channels also have the following properties:

‘Controlled
Farcs Bay Camera

Scene: Drag a scene, which should be rendered in the GFX channel.

Play Controls: Controls the animation of the set scene.

Controlled: If activated, the GFX Channel animation can be controlled by the main or parent
Scene animation controls, for example, if the animation in the main Scene starts, it triggers
the start of the GFX Channel Scene.

Force Key: If a GFX channel is rendered as Texture, it is in RGBA. Therefore, the Scene needs
to have keying information for an alpha channel (the key scene setting is set to auto key or a
key plug-in is used in the Scene Tree). If the Scene does not have any keying information,
enable Force Key to render the whole Scene keyed.

Keep Aspect: Renders the GFX Scene with its own aspect ratio (undistorted) when set to on.
Scales to fit the GFX channel size if set to off.

Camera: Selects the camera view of the GFX Channel Scene.

Resolution: The GFX Channels default to the resolution configured for the current Output
Format in the Viz Engine configuration. To change the current resolution, click the Default
Resolution button to make the Resolution X and Y fields available for input, and enter the
desired resolution setting. Clicking the Default resolution again resets the resolution for the
GFX Channel, as well as disable the Resolution X and Y input fields. If the Default Resolution

button is in a pressed state, and the Resolution X and Y fields are dimmed, the default
resolution is in use.
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& Note: The resolution setting only applies to GFX Channels in Texture mode.

To View Media Asset (DVE or Texture) Properties

. Add a Media Asset as DVE or Texture to a Scene.

In the Media Asset Manager select DVE or Texture (to view the added Media Asset)
3. Click on the required Media Asset.

N —

& Note: DVE or Texture view: If a Media Asset has been added to a Scene, its properties can

also be selected by a Right-click on the Media Asset icon in the Media Asset list (Built Ins),
and select Show settings of <clip channel>.

To View Media Asset (Texture) Properties

Right-click on the Media Asset icon in a container and select Show settings of [media asset

Add Info Text...

Add Material...

~ename

lelete Container 'CLIP1'

Delete 'CLIP1'
Tree Search for 'CLIF1'
Show settings of "CLIP1'

fa—

. Click on the Media Asset icon in the Container.
2. In the Texture Editor click on the Media Asset image icon. In the properties panel the Media
Assets tab is automatically selected, and the Media Asset Manager (Scene Tree panel) opens.
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6.2.5 Plug-in Panel

Scene plug-ins can be applied to a Scene in the plug-in panel. Scene plug-ins are ’global’ functions

that have influence on the whole Scene. They are mainly used when external programs are

interfaced with Viz Artist. Viz Artist uses an open interface for plug-ins. New plug-ins can either be

obtained or written, and then installed into Viz Artist.

Installed Scene plug-ins can be found under Built Ins in the Main Menu. To view the Scene plug-ins,

click on the Built Ins button and select Scene plug-ins, or click ﬂ in the Item Panel.

For a detailed list and description of Scene plug-ins, see Scene Plug-ins.

l_-|||l|:h:|| ‘-n=tt|n|:|r |Media Asset Han:IPrlrll:l P|Ugir1“Slzript“IZ:ZIipper“H|:|r”"|_-"i

‘ Flugin (1.0.0)
J Tracking Object (POS) T_Pt

Tracking DI:HFI"t (ROT) T_ROT

Graffit

The Scene plug-in panel is divided in two sections:

Scene plug-ins applied to a Scene, as icons (1)
Scene plug-in editor (2 (opens when the Scene plug-in is highlighted)).

This section contains information on the following topics and procedures:

To Add a Scene Plug-in

To Edit a Scene Plug-in Properties

To Show Scene Plug-in Information
To Enable/Disable a Scene Plug-in
To Remove a Scene Plug-in

To Add a Scene Plug-in

£ .--—.-r-u|||:|-r|:.,-.=n.= sattings

e |FIUERR . Sericdl | Chaess H

1. Click Built Ins.
2. Select Scene plug-ins (SP). Browse for the Scene plug-in to apply to a Scene.
3. Drag the Scene plug-in to the Scene plug-in panel:

Drag the selected Scene plug-in to the drop zone, or
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Right-click on the Scene plug-in icon and select Add to Scene....

@ Tip: If a Scene plug-in has been applied to a Scene, the Scene plug-in icon is orange:

"ME-dIE Assgpts ———————————

ove

To Edit a Scene Plug-in Properties

1. In the Scene Settings plug-in area, select the plug-in.
2. Edit the plug-ins properties in the editor to the right.

To Show Scene Plug-in Information

1. In the Scene Settings plug-in area, select the plug-in.
2. In the plug-in editor, click the info icon.

To Enable/Disable a Scene Plug-in

In the Scene Settings plug-in area, click on the enable/disable switch in the icon.

Global Settings

2% Active

For greater convenience, Viz Artist allows you to enable or disable the plug-ins already applied to a
Scene. This gives overview when adjusting the plug-in properties to the values you need.

& Note: After you add a plug-in to the scene, it is automatically enabled.

To Remove a Scene Plug-in

Drag the plug-in to the trash can, or
In the Scene Plug-in tab, right-click the plug-in and select Remove from Scene.

6.2.6 Rendering Panel

In the Rendering panel, basic rendering parameters can be modified.

This section contains information on the following topics and procedures:
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Rendering Properties
To Design Graphics with a User Defined Aspect Ratio

Rendering Properties

Auto Key Plane

Depth of Field Inactive
Use Lens Distortion _ (if available)
Flicker Filter Off Level 1 _W

Camera Clipping Plane Mear  50.0 ;r Far  20000.0 ;r

Camera Aspect -Tlmmm
Keep Ortho Frustum IW

Depth Function IT_

Ringing Filter

Output Region License Info: Full Edition
Top

Half Edition Bottom Left | Bottom Right | Bottom Top

T

o Left op
GoEE L Middle Left | Middle Right | Middle Top |Middle Bottorn

Culling: Saves performance for a scene when set to Active. Objects whose bounding box is
outside the camera view are not rendered. This is of great importance to performance in
large scenes and virtual studio. Normally Culling should be Active.
Screen Area:
Safe X/Y: Sets the size of the Safe area X and Y values in percent of the screen
resolution. Single click the R button on the X or Y to reset to its default value. Double-
click the R button to reset both values to default values.
Title X/Y: Sets the size of the Title area X and Y values in percent of the screen
resolution. Single click the R button on the X or Y to reset to its default value. Double-
click the R button to reset both values to default values.
Layout: The Video Wall Distributor defines a layout of the Viz Engine On Air to be part of a
cluster of Viz Engines:
Default Layout Active: Uses the video wall layout, as set in the Video Wall Distributor.
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Use Layout: Makes the Video Wall layout inactive

& Note: Both these parameters are set in the Video Wall Distributor.

- Auto Key Plane: Makes it possible to define the X, Y and Z Position, that serves as a
threshold between objects with and without key. The position can be set according to a
tracking device carried by a person on the set, or it can be controlled by an operator. The
auto key position decides which objects or parts of objects in the Scene that are to be part
of the key signal. Only objects positioned between the auto key position and the camera are
rendered with the key signal. A typical setup for a Virtual Studio would be that the scene
background is put into a separate channel of the external keyer. The objects of the
background do not have a key function attached. The objects that are meant to be in front
of the person on the set are placed in another channel/layer of the external keyer and have a
key function attached. If the person on the set moves against the camera, the auto key
function disables the key function of those objects that now are placed behind the person,
thereby moving them into the background layer of the external keyer. To learn more about
this, see the separate Viz Virtual Studio documentation.

Depth of Field: Emulates the behavior of a real camera where objects further away from the
focal plane show blurred and objects close to the focal plane show sharp. The respective
parameters can be set in the camera settings under the Focus settings (see Camera Editor).
Use Lens Distortion: Enables the lens distortion for this scene, see Advanced Lens Distortion.
Flicker filter: Makes it possible to change the level of the flicker filter from off and up to
Level 3. The flicker filter is used to remove/reduce flickering from a scene. If a flicker filter
is applied and the scene still flickers, try using the next level.

Camera Clipping Plane: Sets the range of the virtual camera. Near sets the close range
while Far defines the far range. Only containers within this range are rendered.

& Note: The camera range is where the Zbuffer is within. So if Zbuffer problems arise,
they may be solved by editing the camera clipping plane settings.

Camera Aspect: Sets the camera aspect.
Config: Makes the camera aspect equal to the settings in the Output Format panel of
the Viz Configuration (see the Configuring Viz section of the Viz Engine Administrator
Guide).
4:3, 16:9 Horizontal and 16:9 Vertical: Makes the camera aspect independent of the
aspect for the rest of the scene.
User: Enables the user to set a user defined camera aspect ratio. When building a
Scene with a customized aspect ratio for a Video Wall, set the user-defined camera
aspect to the same value as the Aspect shown in the Viz Configuration (Output
Format > User Defined > Aspect (which is set dynamically based on the other values).
When building a Scene with a customized aspect ratio for other, e.g. hand-held/mobile
devices or online publishing, set the Keep Editing Aspect (Render Options in Viz
Configuration) parameter to Editor as this does not affect on the On Air or Viz Engine
output (see also Rendering Panel).
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Keep Orthog. Frustum: Takes the original frustum stored and does not allow its re-
computation after changes have been made to the camera parameters in the orthogonal
mode when active.
Depth Function: Specifies the function used to compare each incoming pixel depth value
with the depth value present in the depth buffer. Equal: passes if the incoming depth value
is equal to the stored depth value. Less or Equal: passes if the incoming depth value is less
than or equal to the stored depth value. This is OpenGL-specific.
- Text Bounding Box Style:
- Tight: The bounding box is drawn tight around all text used in this Scene. This means
just the height of the actual text used.
Full Height: The bounding box is higher. The bounding box is calculated for
characters that need some space underneath, for example the letter ‘g’, and for
characters that need more space above, such as a parenthesis, even if these
characters are not used within the text in the scene. The Full Height setting does not
work for special characters like such as 'A', which is even higher in some fonts (please
refer to Font/Text Options in Viz Configuration (see the Configuring Viz section of
the Viz Engine Administrator Guide)).
Max. Size: For Scenes imported from version 2.8 so that the various plug-ins which
depend on font bounding boxes are compatible in version 3.5 and on, such as Max
Size and Autofollow; it also includes a small trailing space between the letter and the
bounding box.
- Legacy: Produces the exact same bounding box as version 2.8.
Ringing Filter: Reduces the ringing artifacts on the SDI output and applies only to SD
formats. The ringing filter can be set to Off (see Render Options (set Force Ringing Filter
Off to Active) under Viz Configuration in the Viz Engine Administrator Guide). The default
Ringing Filter is located in Scene Default Values in Viz Configuration).
Output Region: Becomes inactive if you design a Half or Quarter Edition scene. To revert to a
full screen scene, click Full.
Half Edition: If you have a full Viz Artist license, but want to design a scene for another
license that has only a Half Edition, select which portion of the scene you want to design
your scene in. Options are:
Left
Right
- Top
Bottom
Bottom Left
Bottom Right
- Bottom Top
Quarter Edition: If you have a full Viz Artist license, but want to design a scene for another
license that has only a Quarter Edition, select which portion of the scene you want to design
your scene in. Options are:
Left
Right
- Top
Bottom
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Middle Left
Middle Right
Middle Top
Middle Bottom

To Design Graphics with a User Defined Aspect Ratio

f—

. Start Viz Artist.

2. Click Config (or press F11).

3. If you plan to render graphics in many different aspects (e.g. still images for online
publishing) you should select the Render Options section and set Keep Editing
Aspect to Editor. This makes sure your graphics are rendered according to the scene’s
configured camera aspect (and not be affected by the Output Format aspect).

4. In the Output Format section, set the format that best fits the screen resolution and aspect

(e.g. 16:9).

- Viz Artist is resolution independent and its workspace is optimized for designing in
16:9 and 4:3 aspects.

- When designing graphics with a user defined aspect, only set the Output Format to
size the aspect of your Scene Editor and adjust the camera aspect further to define it
according to your scene’s required and final aspect.

Close Viz Artist.

Start Viz Artist.

Click the Server button.

From the Properties Panel click the Rendering Panel tab.

Under the Rendering Panel tab set Camera Aspect to User.

Enter your aspect ratio in the field beside the User field. To calculate your aspect ratio
simply divide width with height (e.g. 1600:900=1.778).

CLoxrNOW

6.2.7 Script Panel

In the Script panel, you can add and edit scripts which are part of a Scene (see Script Editor).

 Global E‘-ettings“Media Ass t“Rendering.

6.2.8 Real Time Global lHlumination

Global lllumination (Gl), or indirect illumination, is a general name for a group of algorithms used
in 3D computer graphics, that are meant to add more realistic lighting to 3D scenes. Such
algorithms take into account not only the light that comes directly from a light source, direct

Copyright © 2020 Vizrt Page 251


https://en.wikipedia.org/wiki/Algorithm
https://en.wikipedia.org/wiki/3D_computer_graphics

Viz Artist User Guide - 3.14

illumination , but also subsequent cases in which light rays from the same source are reflected by
other surfaces in the scene ( indirect illumination), whether reflective or not.

& Note: If you do not have a license for the Real Time Global lllumination, contact your local
Vizrt Support or send an e-mail to license@vizrt.com to obtain a time-limited demo license
or a full license.

This section contains the following information:

Introduction to the Global lllumination Function of Viz Artist
- Working with Global lllumination
Global lllumination Settings
Global lllumination
Render Mode
Render Mode Examples for Global Illumination
Debug Modes for Global lllumination
Show Probes
Mesh Classification
System Generation
Precompute
Precompute Computation Examples
Ambient Occlusion (AO)
Creating a Scene with Global lllumination
Limitations

Introduction to the Global lllumination Function of Viz Artist

Introduced in Viz Artist 3.9, Real Time Global lllumination allows you to create Lightmaps and
Ambient Occlusion maps that are modifiable in real time. This technique is based on the lightmap
functionality widely used in leading game engines. When activating Gl, you need to specify the
computation settings, and precompute the Global lllumination and Ambient Occlusion maps. In Viz
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Artist, you find this feature section Scene Settings > Global lllumination. The details of the settings
are described below.

Working with Global lllumination

In general, Global lllumination requires two UV sets on any geometry that should be computed
with Gl: one UV set used for texture mapping, and one UV set used to create Lightmaps. There are
two ways to create the Ligtmap UVs to get Gl working properly. You can either import an . fbx-file
with two UV sets that you have created by yourself. The first UV set must be used for texture
mapping, and the second UV set is only used for Lightmaps. Or, you can use the first UV set (UV
for texturing), and let the Gl system calculate the according UVs for Lightmaps.

Global lllumination has an advanced algorithm that can extract the UV coordinates of your first UV
set, and automatically create UVs for the Lightmaps. The better the layout of your unwrapped UVs
for texture mapping are, the better the Gl system can generate the Lightmaps based on this
information. The most efficient way is to create your own UVs for Lightmaps. Here, it is important
to have your UV layout in the range from o to 1. Also, all UVs for Lightmaps must be unique and
non-overlapping, otherwise Gl cannot compute all Lightmaps. In general, the layout of the UVs for
Lightmaps look different than the layout of UVs for texture mapping. There are several tutorials
available online concerning how to create UVs for Lightmaps.

The following is an example of correct UV Layout for Lightmaps. In the image below, you see the
UV layout of the second UV channel, which is used for lightmaps only.
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Precomputed Lightmaps do not use any memory on your GPU, so the texture memory of Viz is not
reduced when having Lightmaps computed. The Lightmaps are not visible on your objects/
geometries in the scene tree, as they are applied to the rendering pipeline in the render window.
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Global lllumination Settings

(Global Settings | Media Ass
Global Illumination
Render Mode

Show probes

Auto UV Strength

Mesh Classification E Lightmap Threshold

Contributing Probe Mesh Size

System Generation Grid Cell Size 100.0 Er

Lightmap Pixelsize gr_ Probe Wolume Resolution
Precompute

[ Precompute |

| Map Size | Lt | ctor 111.0

Ambient Occlusion - :
- ° Quality 9 r_'r: Trace Distance 100.0

Global lllumination
Available settings: Active / Inactive

This function enables or disables Global lllumination for your scene. For the final result, Lightmaps
must be precomputed. If no Lightmaps are precomputed, it enables a general pixel shading for
your scene.

Lightmaps are stored inside the Viz Graphics Hub. When saving as a new scene (Save as), the
Lightmaps is precomputed again as theyare stored and linked to the UUID of your scene. If you
have already calculated the Lightmaps, switching between Active and Inactive loads or unloads
them. The time required to load and unload lightmaps depends on the size of your scene and
Lightmaps. While loading the scene, the lightmaps are copied from the Graphic Hub to a local
folder, for faster loading times. When the scene is open, the lightmaps files can be found in the
Windows temporary folder:

@ Example: C:\Users\[user name]\AppData\Local\Temp\vizrt\Viz3\
The folder name the Lightmaps are stored in corresponds to the UUID of the scene they belong to.

Render Mode

Available settings: Normal Mode / Indirect light / Direct Light / Output Pixel size / UV lightmap
debug / AO debug / UV AO debug / Charts debug

These are different visual modes for debugging the different render passes: the Ambient Occlusion
render pass, the Indirect Light render pass, and the Direct Light render pass. You can also debug
the Pixel Size, which controls the quality of the Lightmaps, or view the UVs for the Lightmaps,
Ambient Occlusion, or the UV Charts. Normal Mode presents all maps together as a final result.
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Render Mode Examples For Global lllumination
Render Mode Visual Example
Global lllumination Normal mode
This view represents the final output,

with direct light, indirect light and ambient
occlusion.

Global Illumination Indirect Light

This view represents the indirect light
(Global lllumination) only.

Global lllumination Ambient Occlusion

This view represents baked Ambient
Occlusion map only.
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Render Mode Visual Example
Global Illumination Direct Light

This view represents direct light only.

Debug Modes For Global lllumination
Debug Mode Visual Example
Global lllumination Pixel Size

This view shows the output of the Lightmaps in pixel
size.

Global lllumination UV Lightmap debug mode

This view shows the lightmap UVs only. ey

m .!--;--;-"?
H
| C

Global lllumination UV AO debug

This view shows the ambient occlusion UVs only.
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Debug Mode Visual Example
Global lllumination Charts debug

This view shows the individual UV charts.

Show Probes

Enable or disable debug view for the light probes inside your set. The light probes provides you
with a visual representation of how light is distributed within your scene. The Size parameter
adjusts the size of the light probes in the viewport, but does not influence computation of the
Lightmaps or light probes themselves.

Be aware that not every object can be lit by lightmaps, due to the complexity of the UVs. This
applies especially to organic shapes, for example, a statue. Objects that cannot be lit by lightmaps
are probe-lit.

Mesh Classification

This is the most important setting of Global lllumination. Mesh classification automatically
classifies meshes for Lightmaps and light probes, and creates the necessary UVs for them. If Mesh
Classification is turned off, only the UVs from the second UV channel is used to generate the
Lightmaps. If you set it to Auto, Mesh Classification generates the UVs for the lightmaps from your
first UV set of your geometries/meshes. The computation of Global Illumination is faster when a
second UV set is available, as analysis of the geometries and generation of additional UVs is not
required.

Mesh Classification can be adjusted with the following parameters:

- Auto UV Strength: Controls how aggressively the Auto UV process flattens the meshes onto
planes. Lower values lead to better UVs with less overlap. Thus, more meshes are classified
as lightmap-lit, at the expense of larger UV space requirement. Higher values result in worse
UVs, with more meshes classified as probe lit, and lower UV space usage.

Lightmap Threshold: Controls the threshold where Auto UVs are considered bad enough that
a mesh should be probe-lit instead of lightmap-lit. Lower values increase the number of
meshes probe-lit, and higher values increase the number of meshes that are lightmap-lit.
Contributing Probe Mesh Size: Controls how big a probe-lit mesh and its surroundings have
to be before it becomes a Contributing Probe.

System Generation

Grid Cell Size: Splits up the scene into systems of cubical cells of this dimension in World units.
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Precompute

Lightmap Pixel Size: Defines the Output pixel size for lightmaps. If the pixel size is set too low,
depending on your scene complexity, you are not able to generate all Lightmaps. This is because
there is only a certain amount of memory available for all Lightmaps.

Using a smaller pixel size value increases quality, and causes an error message when the
maximum amount of pixels is exceeded. When adjusting the pixel size, make sure you are working
with real world coordinates and transformations/scaling on your meshes/scene.

@ For a good start with low computation time, set the pixel size to 50 on a 1 x 1 meter cube
(two pixels in one cube).

The following two examples shows the difference when using a lightmap pixel size of 50, and a
pixel size of 10. Lower pixel sizes increase quality, but also increases computation time.
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@ Example: In this example there is visible noise in Normal Mode, and also in the Indirect
Light render pass. The pixel size used in this scene is 50.

[ mport | archve [ [6)= ] impont | a Config | o | onar |

I
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® Example: In this example there is no visible noise. The pixel size used in this scene is 10.

Probe Volume Resolution: Defines the number of probe samples in the scene in x-, y- and z axis.
When activating the Show Probes feature you can see the amount of probes in your scene. When
changing the amount of probes you need to recompute the Lightmaps again to see the changes.

Precompute: Pressing the Precompute button to generate all lightmaps. An overlay window
appears, showing you detailed debug info. The first overlay window displays the scene analysis
procedure. When this task is done, a second overlay window appears, displaying the baking
procedures.

& Note: You must precompute all maps again each time you add additional objects to your
scene.

As individual objects cannot be computed on their own, precompute always recalculates the whole
scene. If you have wrong UVs, or any other issues, for example with the pixel size, a window with
error messages appears. You can read the detailed error messages and computation information
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in the log-file. The error messages are available in the scene info menu, which turns red in the
case of any computation issues.

Precompute Computation Examples

1: The Geo Precompute Monitor during scene 2: The Geo Precompute Monitor during the
analysis and UV preparation. lightmap baking process

3: A pop-up window when errors occurred 4: The log-file with computation information
during computation. and
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5. The scene info error log. A red icon 6. Error messages in the scene info error log.
indicates that errors occurred during
computation

i

This example shows some geometries with
non-conforming UVs preventing a successful
AO bake.

Ambient Occlusion (AO)

Bake AO: Recalculates the AO maps for every bake process (precomputation) when set

to active. When Bake AO is set to 0ff, only the indirect light maps are calculated when you
press the Precompute button. Enable Bake AO only to recalculate the AO maps only. This is
useful when you only to play with the AO without adjusting your Global lllumination
parameters, as it reduces the computation time by only calculating the AO maps. For best
results, always run a full computation process, as the Gl and AO maps do not work properly
together if computed with differences. This can happen if you change or delete objects in
the scene.

Map Size: Specifies the size of your AO maps for the scene, ranging from 512 pixels up to
16K. The default setting is 512 pixels.

Quality: Increases or decreases the quality of your AO maps. Increasing quality also
increases calculation time. The quality setting has a range from 4 to 17. The default setting
is 8.

Factor: Changes the factor to influence the strength/blending of the ambient occlusion. You
can change the factor at any time without recomputing the meshes/scene.

Trace Distance: Sets the distance where a point shall be considered occluded. When you
change this value, you cannot see the results in real time, as you must recompute the AO
maps for the changes to take effect. Usually, the double value of the Lightmaps pixel size is
used here; if your lightmap pixel size is set to 50, you should have a value of 160 in the
Ambient Occlusion Trace Distance field. Since this comes down to the individual designer's
style, use any value you like here.

The following images show some examples:
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Trace Distance: 100 Trace distance: 50 Trace Distance: 10

e ot ORAE 60 01

Finally, you can now play with the Radiosity setting in the Light Editor:

The input controls for Global lllumination are only visible in scenes where Global lllumination is set
to Active.

Creating a Scene with Global lllumination

First, you need to import a geometry or scene with proper UVs and normals. This can be either just
one UV set with unwrapped UV coordinates to be able to do a proper texture mapping and extract
the lightmaps from this UV set. You can also import an .fbx-file containing the second UV set, with
a layout for lightmaps created in your preferred 3D application. On your imported geometries
make sure the normal orientation is facing outwards, flipping the normals with the Expert plug-in
leads to wrong computation results. Do not forget to turn Auto Mesh Classification on or off,
depending on your existing UV sets.

Next, if your scene is not already modeled or imported with the proper size, you need to set up
the real world size of your scene before you do the baking. Then place some lights in your scene.
After this, adjust all the parameters described above and run a test bake, to see if you get any
error messages concerning UVs or baking. If your render passes look good from the debug views,
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no error messages appeared, or at least no visual errors are visible, you can start working on the
detailed light setup.

All the light setups, color, type, transformation, can be done at any time now, without a need to
recompute the whole scene. This is the benefit of working with lightmaps. It is very important to
increase the radiosity setting of the lights that light up the whole scenery, using the Light Editor.
Be aware that Lightmaps are static maps that react in real time to the Gl parameters. They are not
dynamically calculated with animations. When you have an object, like the Cornell box example
above, and animate the rotation of one of the cubes inside the Cornell box, you see the wrong
colors reflected during the rotation. This is because the lightmaps are statically projected onto
geometries. When rotating the middle cube of the Cornell Box example, which is receiving a green
color from the green wall next to it, it does not turn red when rotating to the other side, because
lightmaps are static. The same applies to Ambient Occlusion maps. Whenever you want to animate
an object, you should not compute the lightmaps or Ambient Occlusion maps for it, as otherwise
the result does not look correct. If an object is hidden in the Scene Tree, it is not calculated with
Gl.

After setting up all the parameters and running a successful precomputation process, switch to the
Indirect Light debug view from the Global lllumination pane, to see how the radiosity intensity of
the light affect your scene. Experiment with different lights and radiosity settings to get your
desired result. During this process, you should switch between the debug view for Indirect Light
and Normal Mode, to see how much Gl affects in your scene. Now, you can start refining your
scene with adding Substance Shaders to your scene to increase realism. Compared to using regular
plain textures, substance's light reflection is aiming a physical correct behavior depending on the
shader properties. This is something a regular texture does not do.

If you want to work with plain textures only, this is possible. Be aware that no other material and
effect shaders than Substance Shaders are supported in combination with Global lllumination.

To get your light color correctly spread into your scene, you need to apply a material to every
geometry and use the eye dropper tool of the material editor to get the correct color from the
texture or shader used on the selected geometry. Otherwise, radiosity cannot blend the surface
color into the set, since it is not possible to extract the color directly from textures or shaders.
Applying a material with color does not influence the Substance Shader, as this material color is
only used for the color bleeding of the radiosity.

Limitations

Global lllumination is built to work in conjunction with Physically Based Rendering (PBR) materials,
to get the most realistic results. In general, it is common to use Global lllumination in conjunction
with Substance shaders. Substance shaders are the only available PBR shaders for Viz Artist.
Therefore, any other material shader, such as RTT and others, does not work with Global
[llumination. When using a feature which is not supported by Global [llumination, you get an error
message in the scene info. Error messages in the scene info are indicated by a red info icon.

The following list are examples of features and/or plug-ins that are not supported in combination
with Global lllumination:

RTT Shaders
Softmask
Framemask
ImageMask
Fluid Effect
Water Shader
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Drop Shadow
Emboss
- Anisotropic Light
- Cartoon Shader
- Gooch Shader
Lighting Shader
Normal Map
Filter Blend
Filter Blur
Filter Color Balance
Filter Radial Blur
Filter Sepia
Filter Sharpening
HDT

6.2.9 Screen Space Ambient Occlusion

Screen space ambient occlusion (SSAQ) is a computer graphics technique for efficiently
approximating the ambient occlusion effect in real time. SSAO is mainly used for virtual sets, and
for augmented reality objects and scenes. In regular broadcast graphics, for example a lower third,
SSAOQ is hard to notice. This is because the details in these types of graphics are too small for the
effect to be visible.

To activate SSAO for your scene, or adjust the settings, open Scene Settings and select the Screen
Space AO tab. SSAO is applied to the final rendering image. This means that when SSAO is active,
all objects in your scene are rendered with SSAO.

Adjusting the settings may impact performance, depending on the parameters changed:
Increasing the Samples and Sample Range values increases the load on the system GPU for SSAO
computation, while improving the result. Changes to the Limit, Factor, Tolerance and Range
settings affect the visual look of the SSAO, without impact on performance. Limit, Factor,
Tolerance and Range influence the SSAO grayscale.

Container | Camera | Light | Scene Settings

100.0
Factor 1.0
Tolerance 0.0

Range 60.0

To see the result in your Render view, press the PP button to activate the Post Processing effects. If
you are loading scenes into Viz Engine via an external control application, the SSAQ is visible both
on the final output and the VGA preview.
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@ Tip: To get the best result with SSAO, decrease the Far value for Camera Clipping
Plane value to the maximum depth of your scene. By default, Camera Clipping Plane far is
set to 20000.0 .

Auto Key Plane

The following examples show the difference between scenes rendered with and without SSAO.
SSAO gives the object a more realistic look. By changing the parameters of the settings, you can
control the quality, detail and render performance of the SSAO. The objects in the examples
provided below have the same light setting, and cast no shadows. The only difference is the Screen
Space Ambient Occlusion.

Without SSAO With SSAO Active
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Untextured Virtual Set without SSAO Untextured Virtual Set with SSAO Active

6.2.10 Virtual Studio Panel

The Virtual Set panel is only available if the Virtual Set option is installed. This panel makes it
possible to set up and save configurations for virtual sets.

For information about the parameters, see the Viz Virtual Studio User Guide.
Studio to Virtual

MName

Position Y

Scened

Lol H-

LT 8

Scened

Scened
Rotation Y

b Bl<p < [ep
EREl R

1

= T TS

Hold-out Matte IT

Draw C -CYyC wmm

Display mode WW
lm

Center Shift C russ

Head Up Display ﬂ Chroma Kevyer

Studio to Virtual: Sets the camera view offset in the selected Scene.
Virtual Blue Screen: Check and view settings:
Hold-out Matte: Allows chroma keying and color correction only in the cyc area (as set
in Viz Virtual Studio) if set to on. The trash matte is not applied.
Draw cyc/co-cyc: Selects the Trash Matte.
Display Mode: Sets the Trash Matte visibility.
Send Sample Geometry: Sends sample cyc/co-cyc geometry to the Viz Engine.
Center Shift Cross: Shows or hides the Center Shift Cross in the Scene Editor.
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Head Up Display: Shows either the Camera parameters or the Chroma Keyer head up display
in the Scene Editor when set to on. Removes the Head Up Display when set to off.

6.2.11 Viz Libero and Viz Arena Render Sequences

This section details the render sequences for the Viz Libero and Viz Arena (see Global Settings
Panel).

|'Gln-bul Sel't'rngs' Media Asset | Rendering | Plugin | Script | Clipper | Hdr | Virtual Studio

Render
Sequence

'F-:E'y Render
Mode

This section contains the following topics:

- Viz Libero Render Sequence (When Integrated with Viz Engine)
- Viz Arena Render Sequence (Mechanical Based Tracking)
- Viz Libero/Viz Arena Render Sequence (Image Based Tracking)
Rendering Support for Dirty Video Feeds with Viz Arena
- To Add Image Masks for Dirty Feeds for Viz Arena

Viz Libero Render Sequence (When Integrated with Viz Engine)

1. Back Layer: Not rendered, even if a Scene is present.
2. Main Layer:

a. Background image (live video) is rendered.

b. Containers with the Key plug-in, with Combine with BG chroma key set to on and Rend
er Mode set to Add, are keyed with the background video. The final key of these items
results from the key information of the background video, provided by Viz Libero, and
the key information of the Container.

¢. Containers with standard keying are rendered with optional lens distortion and linearly
keyed over.

3. Front Layer: Only containers with a linear key are rendered on top, without lens distortion.

Viz Arena Render Sequence (Mechanical Based Tracking)

1. Back Layer: The keying information for Containers in the Main Scene is created. Typically
objects with the Key plug-in on them are used for this:
a. Background image without alpha and without lens distortion.
b. Containers which contain standard key information either as linear key or generated
through chroma keying.
2. Main Layer:
a. Containers with the Key plug-in, with Depth information only set to on, are rendered.
Only the depth information is rendered and used to cutout "real" objects from chroma
keyed virtual objects.
b. Containers with the Key plug-in, with Combine with BG chroma key set to
On
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, are rendered. Depth and chroma keying information are used to

superimpose these Containers.

¢. Containers with the Key plug-in, with Depth information only set to on, are rendered.
The depth information is used for Containers which should be keyed linearly.

d. Containers with a linear key are rendered with lens distortion and linearly keyed over.

3. Front Layer:

a. Background image is rendered. This only makes sense if the last visible layer for SDI
output is set to Main Layer. If this is so, a different video source can be shown on the
Viz Engine preview to prepare the next item(s), which goes On Air.

b. Containers with a linear key are rendered with lens distortion and keyed over.

Viz Libero/Viz Arena Render Sequence (Image Based Tracking)

1. Back Layer: Nothing is rendered from the Back Layer Scene.
2. Main Layer:

a. Background images are rendered.

b. If a foreground image (Stencil Mask) is present, but not active, only the alpha
information is used to mask out parts of the containers in the Main Scene. Alpha
is rendered without lens distortion.

c. Containers with the Key plug-in, with Combine with BG chroma key set to on and Rend
er Mode set to Add, are keyed with the background video. Chroma keying information
is used to superimpose these Containers.

d. Containers with a linear key are rendered with lens distortion and linearly keyed over.

3. Front Layer:
a. Containers with a linear key are rendered.

Rendering Support for Dirty Video Feeds with Viz Arena

A "dirty" video input signal is a video containing graphical items such as logos, banners, clocks,
etc., that are overlaid on top of the video signal before being sent to the Viz Engine. To avoid
disturbances in the viewing experience, Viz Engine has to render its graphical items "below" the
preexisting overlays. If supplied with a "dirty" video input signal, Viz Engine can suppress
rendering of graphical items within certain image regions. To do this, alpha image masks need to
be sent to Viz Engine, defining in which regions of the image graphical items must be rendered,
and in which rendering shall be suppressed.

In other words, areas with existing graphics from the broadcast need to be excluded to avoid
rendering new graphics on top of them. To achieve this, an alpha image needs to be loaded as a
foreground image in the scene. The area with alpha information is then excluded from rendering,
working as an inverse mask. Viz Engine then incorporates the currently activated image mask(s)
for rendering of graphical items. In image regions where the value of the image mask is below
255, the alpha of all rendered graphics is adjusted accordingly. Applying the image mask also
works when the render scale is different than 1. Independent of the currently selected render
scale, the size of the image mask always refers to the original video resolution.

© IMPORTANT! The foreground image needs to be set to inactive to ensure only the key is
applied.
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To Add Image Masks for Dirty Feeds for Viz Arena

1. An alpha image must be created, with the exact width and height of the currently used
resolution. For example, for 1080 resolutions, the size is 1920x1080 pixels. As images with
a lower resolution are stretched, possibly giving unexpected or unwanted results, make sure
to always create the alpha image with the required resolution.

2. Load the image with the alpha information as a Foreground image in the scene. The area
with alpha information is excluded from rendering.

3. Select Arena/Libero as Render Sequence in the Global Settings Panel.

4. During scene design, the Foreground Image can be set to Active, however, when the scene
is completed and ready to be taken On Air, the Foreground image must be set to Inactive to
allow only the key information to be applied. This procedure works with both Fast Texture
Mode and Normal Texture Mode, and requires Arena/Libero to be set as Render Sequence in
the Global Settings Panel. Viz Arena can be used to deactivate a currently activate image
mask, transfer new image masks, or activate one of the previously transferred image mask
using the corresponding mask ID.

6.3 Scene Editor

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

On the left side of the Scene Editor are the Scene Editor Buttons. These buttons make it possible to
show additional information in the Scene Editor, as well as providing more options while working.

This section contains information on the following topics:

Grid Tool-bar
Layer Manager
Performance Bar
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- Scene Editor Buttons
- Snapshot

6.3.1 Grid Tool-bar

The Grid tool-bar can be shown in the lower part of the Scene Editor. Grids are used to align
containers. If the Grid Editor is closed while a grid is still active, the Grid button turns orange. This
is especially useful when the grid is active, but hidden in the Scene Editor using Show/Hide Grid.
All grid settings are saved with the scene; thus any such settings are reloaded the next time the
scene is loaded. The different grid settings available are:

Plane Type: Shows which plane the grid should lie in:
- Align X/Y: Aligns the grid to the X/Y-plane.
- Align X/Z: Aligns the grid to the X/Z-plane.
- Align Y/Z: Aligns the grid to the Y/Z-plane.
Free Grid: Makes it possible to use a free grid, aligned for example to an object.
- Off: Shows that the grid is set to OFF.

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

<

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

@ Snap to Grid: If this button is enabled and the position of a container is modified by
dragging it around in the Scene Editor, the position of the object snaps to the grid based on

the Axis Center defined for the object’s container.

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

E Move Object to Plane: If you select a container and next click this icon, the container is
moved so its center is on the plane.
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Size: Defines the raster size of the grid.

ﬂ Change Color of Grid: Changes the color of the grid. The three buttons detailed below
are only available if the grid type is set to Free Grid:

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

Move Grid to Object: Moves the grid so the center of the selected container is on
it.
-*-
- =
~| Free Plane Value Editor: Switches the free plane value editor on and off. In this
editor you can adjust the grid’s plane as illustrated in the image of the Free Plane

Editor options below:

Position Y

Rotation w

Adjusting the Position or Rotation in the Free Plane Editor changes the grid’s own
Position (x, y, z) or Rotation (x, y). Changing the Offset adjusts the grid’s location
along the normal vector of the grid XY plane (Z position).

To Enable the Grid Toolbar
Click the Scene Editor’s Grid button.
See Also

- Scene Editor Buttons
- Snapshot
Performance Bar
Layer Manager
- Working with the Scene Editor
- Time-line Editor

6.3.2 Layer Manager

All scenes are designed to run in the Main layer (2) by default, but can be played out in the Front
(1) and Back (3) layer as well. The Layer Manager can be used to test combinations of Scenes in the
three layers.

A Scene set in the Main Layer can be edited in the Scene Tree and the Scene Editor panel. Scenes
set in the Front or Back Layer can be edited by a double-click on the relevant Scene.
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Picking in the Layer Manager is done on the loaded layer. The Grid Tool-bar also works for the
current layer.

This section contains the following topics and procedures:

Self Layers
Layer Manager Context Menu
- To Add Scenes to the Front or Back Layer
- To Edit a Scene Used as a Front or Back Layer

Self Layers

The same Scene can be set to the Front and Back layer, which creates what is known as self
layer(s).

This allows the Scenes to be linked, and the adjustment of the camera settings for the Front layer.
When saving a Scene, any self layer settings are preserved.

The three small indicators (4) show which layer is active in the Scene Tree, and are referred to as
traffic lights.
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Headline

-

Layer Manager Context Menu

Open stand_alone_scene

Set Inactive
Reset Layer

Database Search

Open <scene>: Opens the Scene for editing.

Set Inactive/Active: Shows or hides the layer

Reset layer: Removes the Scene from the layer (the same as drag and drop into the bin).
Database Search: Opens the location of the Scene in the Server Panel.

To Add Scenes to the Front or Back Layer

Drag and drop Scenes onto the layer placeholder.
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To Edit a Scene Used as a Front or Back Layer

1. Double-click the Scene to be edited.
2. If another Scene in one of the three layers was modified, select an option from the message
which opens:
Save: Saves any changes made in the last selected Scene.
Keep Changes: Keeps any changes made in the previously selected Scene, but does
not save the changes.
Discard: Discards any changes made in the previously selected Scene and reloads the
Scene when switching layers.
Cancel: Cancels the operation.

Scene
has changed and is not saved.

See Also

Scene Editor Buttons
Working with the Scene Editor
Time-line Editor

6.3.3 Performance Bar

A Performance Bar can be shown at the bottom of the Scene Editor. The Performance Bar gives an
indication of the performance (frames per second) the Scene is rendering in.

& Note: A Performance Bar can also be shown in On Air Mode (see Viz Artist Performance).

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

Performance Bar Properties
To View the Performance Bar
To View All Performance Bar Indicators
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Performance Bar Properties

- VER (Vertices): Shows the number of vectors in the scene.
- TET (AllocTexSize): Shows the total allocated size of Texture memory.
- TEC (TexSize): Shows the size of the current in use Texture memory.

& Note: The actual drawing of Textures has an impact on the performance, more
visible textures cause more render time. If texture memory is low it is possible that
Textures are not visible in the Scene. The Texture memory usage is an indication for
this.

- ANI (Animation): Shows how many microseconds all active directors and animation channels
take. This indicator is linked to the yellow bar.

MAT (Matrix): Transforms each container in the scene into world coordinate space. This
indicator is linked to the cyan bar.

Z&C (Z-Sort): Refers to Z-sort and Culling, and sorts all containers for correct transparency
drawing and determines if containers are visible in the current camera view. This indicator is
linked to the pink bar.

- VID (Video): Shows how many microseconds video input (live video Media Asset) and video
output take. De-interlaced video inputs take longer time than progressive and interlaced.
The only way to improve this value is to use a faster system. This indicator is linked to the
red bar.

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

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

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

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

MAX (Maximum): Shows how many frames per second the scene can render at without
waiting for vertical retrace. The higher the maximum value, the more performance is left. If
the maximum value is reduced to below 50 or 60, the scene is not rendering in real-time.
Blue bar: Shows the number of frames used.

Green bar: Shows the number of frames available. The Performance Bar refresh rate can be
modified in User Interface (see the Configuring Viz section of the Viz Engine Administrator
Guide).

To View the Performance Bar

Click —l in the Scene Editor.

& Note: This shows the Current (CUR) and Maximum (MAX) parameters.
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To View All Performance Bar Indicators

Middle-click L.

See Also

Scene Editor Buttons
Snapshot

Grid Tool-bar

Viz Artist Performance

6.3.4 Scene Editor Buttons

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

Reset: Sets the Viz Artist layout to default size.
. ﬁ Camera Selection: See Camera Selection.
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ﬂ: Layer Manager: Shows or hides the Layer Manager (see Layer Manager).
Snap: Takes a snapshot of the current content in the Scene Editor (see Snapshot).

Post-Processing: Enables rendering of advanced post-processing effects, such as Depth
of Field or Lens Distortion, in the scene editor window. Under normal operation, these
effects are only rendered in On Air Mode.

-—J Key Preview: Activates the preview of the key signal.

Normal Vertices: Shows the normal vertices. For example, it is practical to use this
feature when the lighting is not reflected in the required manner. Enabling this feature

shows the vertices as purple handles. These handles makes it easier to predict how the light
is reflected.

—J Events: Enables the handling of interactive script/plug-in events. Interactive scripts and
plug-ins are those related to mouse or keyboard actions.

—-J Title Area: Shows the title area as the outline of a light blue rectangle in the Scene
Editor.

@ Tip: The size of the title area can be defined under the Rendering Panel scene
settings.

—J Safe Area: Shows the safe area as the outline of a green rectangle in the Scene Editor.

@ Tip: The size of the safe area can be defined under the Rendering Panel scene
settings.

-—J Key: Shows what the key output looks like.
Wire Frame Mode: Renders the scene in wire frame mode.
Bounding Box: Enables the bounding box visualization for the selected Container.
Performance Bar: Shows the Performance Bar.

-—] Grid: Opens the Grid Tool-bar.

See Also

Layer Manager
Snapshot
Performance Bar
Grid Tool-bar

6.3.5 Snapshot

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

When clicking the Snap button, the Server Panel is automatically selected from the main menu, and

the database content shows. The image is placed in the folder/project that was last visited.
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Width

Height

Format RGBA

To Take a Snapshot

1. Snapshot RGB or RGBA:

RGB: Click the Snap button.

RGBA: Press SHIFT (or ALT) and click the Snap button.
In the Snapshot dialog box that shows, enter the name, size, and format for the image.
3. Click Ok to save the image to the database.

N

& Note: An RGBA image uses the key information as alpha.

& Note: To save the image in another folder/project: First select the destination you want to
use, then click the Snap button again.

Taking snapshot from a running video is allowed. The procedure above is interactive. If required,
you can alternatively instruct Viz to take a snapshot using the commands below. The examples
below, calling renderer directly, assumes the Engine is in On Air mode:

RENDERER*VIDEO*SNAPSHOT CREATE file:///c:/images/snapshot.png
RENDERER*VIDEO*SNAPSHOT CREATE vizgh:///my/images/snapshot
RENDERER*VIDEO*SNAPSHOT CREATE vizgh:///{159FC7E7-B724-4CC3-B474BTEE46CDA043}/
snapshot

Example 1 writes a PNG image to disk. The PNG file format is particularly useful when
working with RGBA images or 4-channel data in general.

Example 2 saves the snapshot to the graphics-hub (GH) using a path.

Example 3 saves the snapshot to the GH using a GH ID (unique identifier).

See Also

Scene Editor Buttons
Performance Bar
Grid Tool-bar
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6.4 Working With The Scene Editor

Some transformation parameters of a Container or Containers in a Scene can be edited in the
Scene Editor. Furthermore, you can switch some properties of a container On and Off.
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This section contains information of the following topics:

- Scene Editor Functions
- Scene Editor Context Menu

6.4.1 Scene Editor Functions

To Select/Deselect an Object

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

& Note: This is done on a per pixel basis.

- A bounding box shows which object has been selected (if the Bounding Box option is
enabled, see Scene Editor Buttons).
- The selected object’s Container is highlighted in the Scene Tree
- Click on the Transformation editor in the Properties panel to show to the
transformation properties.
2. Press SPACE or click in an empty space to deselect an object.
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To Copy an Object

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

To Move an Object

1. Left-click on an object, to select that object.
2. Keep the left button pressed and move the object within the Scene Editor.
3. Release the left button.
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To Move an Object on its Z Axis

1. Left-click on an object, to select that object.
2. Keep the left button pressed and press the right button. Hold both buttons down.
3. Move the mouse to the left or right to move selected object in its Z axis.

Multiple Objects Selected

When multiple objects are selected in the Scene Editor, the Transformation editor (in the Properties
Panel) shows the editable properties for all selected objects.

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

& Note: When more than one object is selected, the Group coordinate system shows and a
bounding box covers all selected objects. When Local and World is selected a bounding
box for each selected object shows.

To Select Multiple Objects

1. Hold the CTRL key and click on each object to select, as required, or
2. Click in an empty space in the Scene Editor and drag around the required objects to select.

To Deselect Multiple Objects

1. Press the SPACE bar, or
2. Click in an empty space on the Scene Editor.

& Note: Toggle the SPACE bar to select or deselect multiple objects.
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To Add Properties to Multi Selected Objects

Multi select the required objects.

From the Server Panel select the required item.
Drag the item to one of the selected objects.
All selected objects take on the property.

A WN—

To Move Multi Selected Objects

1. Select the required objects.

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

3. Release the left button.

To Move Multi Selected Objects on Their Z Axis

Select the required objects.

Left-click on one of the multi selected objects.

Keep the left button pressed and press the right button. Hold both buttons down.
Move the mouse to the left or right to move selected objects in its Z axis.

A WN —

6.4.2 Scene Editor Context Menu

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

properti animation

hide

B lock

™ transformation
M normal vectars
EE:) geometry

= material

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

Position: Switches into the position mode.

Rotation: Switches into the rotation mode.

Scale: Switches into scale mode.

Center: Switches into center editing mode.

Space: Switches between coordinate systems:
Parent/Group: Refers to changes that can be made to the Container or Containers in
its Parent or Group coordinate system.
Local: Refers to changes that can be made to the container in its local coordinate
system.

World: Refers to changes that can be made to containers in their world coordinate
system.

& Note: Multi selected objects: When more than one object is selected, Group

shows and a bounding box covers all selected objects. When Local and World
is selected a bounding box for each selected object shows.

Properties (only applicable if a Container is selected):
Hide/Show: Hides or shows the Container in the Scene Editor.
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Lock/Unlock: Locks or unlocks the container. When locked the Container cannot be
modified in the Scene Editor.
- Transformation: Opens the transformation editor for the Container.
Normal vectors: Toggles the display of the normal vectors at the bottom of the
properties you find a list of all properties applied to the container with the possibility
to switch them on and off.
Material: Toggles diffuse color on (enlighted) or off (colored).
Any other properties of the container can set to on and off (except materials).
- Animation: Shows the animation path.

To Select an Option from the Context Menu

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

To Change the Position of an Object
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1. Select an object.

2. Right-click the object and select position from the context menu.

3. Grab and drag a handle. The container follows the movement along the axes shown in the
selected camera view. During this operation a status window is shown, giving you
information about the position.

To Rotate an Object

1. Right-click to open the context menu.
2. Select rotation.
3. Drag the handles side ways to rotate on all the axes.
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To Scale an Object

1. Right-click to open the context menu
2. Select scale.
3. Drag the handles to scale the object.
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To Move the Axis Center of an Object

1. Right-click to open the context menu

2. Select Center. This shows the axis of the selected container with handles on their ends.

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

See Also

Layer Manager
Time-line Editor

6.5 Scene Editor Views

To get a better overview of an object, or objects, in a Scene, and to visualize their position in
relation to lights and cameras, open the Scene Editor Views function. To open the views panes,
click on the Views button in the main menu.
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In principle, each of the three views has the same functionality, and lets you do the same
operations on objects as is possible in the Scene Editor.

As well as the Scene Editor, the three side views can be set to view through one of the 16 editable
cameras or through one of the six predefined orthogonal views (see Camera Selection). When set
to one of the predefined orthogonal views this allows the position and direction of lights and
cameras, to be modified.

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

Pan: Left-click, hold and drag in the background (not the objects).

Zoom: Hold down Z (zoom in) or X (zoom out) and draw a rectangle with the left button
pressed, or position the cursor over a panel and press the Z or X keys multiple times to
zoom in or out in a stationary position.

In the six predefined orthogonal views, the currently selected camera, and in addition all
cameras that have been given the status Vis or inf, show as symbols.

Click on a camera in the side views and that cameras focus is set in the Scene Editor, and handles
to edit the position and direction show (drag the handles to change position and direction).

The same functionality is available for lights (see Lights). The light currently selected and those
lights which have their Vis status set to On, are visible, as symbols. Their position and direction can
be edited with the cursor.

See Also

Light Editor
Cameras
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6.6 Texture Editor

To apply a texture to a Container drag a texture (e.g. an image) from the Server Panel to a
Container. In the Container, an icon (a thumbnail of the texture) shows. If a texture is dragged to
the Scene Tree area it creates its own Container, Geometries can be added later on, or the texture
can be left as it is in the Scene. Open the Texture Editor by clicking the icon representing the
texture, either on the Container or in the Properties editor.
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@ Tip: Modifications to the texture in the Texture editor only apply to the texture in the
selected Container.
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6.6.1 Image Properties

Shows the added texture:

light-red1

Two image textures can be used in one Container, however, Media Asset textures are limited to
one. Click on a Media Asset image to open the editor for the Media Asset.

Default Texture (1): Shows a thumbnail of the primary texture (the same thumbnail that is
shown on the Container). To change the texture, drag another texture to the drop zone. If
only one texture is used the other functions in the Image panel are inactive.

- Alpha Texture (2): Shows the thumbnail of a secondary (alpha) texture, if any. This texture is
used as an alpha channel for the Default texture. When two textures are used the Image
panel Alpha and Combine functions are active.

- Alpha Buttons: When a second image is added the Alpha buttons are active. The top button
is the default button; the two images are shown as an alpha image. Click the lower button to
view the two images blended, use the slider to blend as required.

ﬂ Combine: When a second image is added, click this button to create a new single
image from the two images. The new image is created in the currently open folder in the
Server Panel.

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

Information: Shows the original width, height, and file size of the primary texture.

@ Tip: To merge the two textures, click the little button between the textures. In the
dialog box that opens, select a name for the new texture, and then click the Ok
button. This saves the new texture to the database.

6.6.2 Unit Properties

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

1-4: If the graphics card supports it, it is possible to have up to four available texture units
which can be used in parallel to do multi-texturing.
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Inheritable: Units can be inherited onto the textures of child Containers. Multiple inherit is
possible, but be sure to use different texture units for each texture that should be inherited
to not overwrite a unit.

6.6.3 Mapping Properties
The mapping option adjusts the way texture mapping is done:

Mapping

Mapping .. Mapping .,

Position Rotation

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

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

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

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

Cylindrical: Cylindrical texture projection onto a geometry.

Cube: Cube texture projection onto a geometry. This option needs a vertical cross cubemap
which specifies how each of the six side projections should look like. A second image cannot
be used with Cube Mapping (see Image Properties). When using Cube mapping method for
textures, it is not possible to use the same texture on another object with a different
mapping method.

Mapping Position: Sets the texture projection origin for Spherical and Cylindrical mapping.
Mapping Rotation: Sets the texture projection rotation for Spherical and Cylindrical mapping.

& Note: Mapping position and rotation are only available for Spherical and Cylindrical
mapping types.

6.6.4 Quality Properties

The quality parameters specify a trade between rendering speed and texture quality:
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Quality ﬁ Blur ;F Anisu-tru:l-iu: Filter

Sharpen F:- F

Pixel: Shows the texture ‘as it is’ with no smoothing and anti aliasing. It takes little
resources to render, but it can often create a poor visualization. This can be visible as
‘toothed’ lines and transitions, especially when close to the texture. A motion of either
object or camera, especially in the Z axis, creates a ‘blurring motion’ on the texture, as the
texture scales to fit the object.

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

Mipmap: Performs a linear interpolation to smooth the texture. In addition, it offers a
solution to the problem that shows on the two other qualities when the object is being
moved away along the Z axis or shrunk. To avoid the “noise” that we see when a texture
constantly scales to try to fit onto a shrinking/magnifying, the mipmap quality creates a set
of prefiltered images in a decreasing scale down to almost on pixel. These are used as the

object scales up and down and a more static look of the texture is thereby achieved. Mipmap
quality absorbs more memory performance than the two other qualities.

& Note: The following quality options are only available for the Mipmap quality.

Blur: Makes the image blurry. The blur filter can be set to either Smooth, which blurs the
image smoothly, or Mosaic, which makes the blur look like tiles.

Sharpen: This option is useful when the rendering window is scaled to half height mode.
Anisotropic Filter: The Anisotropic Filter can be set to either off or 2-16x. Anisotropic
filtering is used, when textured objects need to be rendered in z-direction, where textures
usually get blurred.

6.6.5 Environment Properties

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

Environment i BlendFactor | 0.0 8& Source Unit

Environment: Select from:
Blend: Blends the RGBA parameters of texture and object.
Decal: Uses only the RGBA information of the texture and disregards the RGBA of the
object.
Modulate: Uses the RGBA information of the texture and enables in addition use of
lighting on the textured object.
Add: Adds source unit one and source unit two together.
Add Signed: Adds source unit one and source unit two then subtracts 0.5.
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Interpol.: Linear interpolation between source unit one and source unit two.
Blend Factor: Defines in interpolation mode how much of source unit one and unit two is
used (0.0%: shows current unit, 100%: shows source unit).

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

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

6.6.6 Wrap Properties

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

Repeat: Repeats the whole texture over again to fill out the object.
- Clamp: Repeats the pixels on the end of the image to fill out the object.

6.6.7 Compress. Properties

Texture compression can be used to save texture memory on the graphics card:

Compress. [FNoRe 1

None: No compression.

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

DXT3: Compresses to an RGBA image with a 4:1 compression ratio.

DXT5: Compresses to an alternative RGBA image that treats the alpha channel different than
DXT3 (alpha looks smoother). DXT5 has the same compression ratio as DXT3.

6.6.8 Component and Constant Color Properties

(1)
Component ﬁ Constant Color - 100.0 ;F

- Component: Select from:
- Color: Uses only the RGB color of the texture. Set the alpha to a constant value in item
one.
- Alpha: Uses only the alpha of the texture. Set the RGB color of the texture to a
constant color specified in item one.
- Color Alpha: Uses both the alpha and the RGB color of the texture (default setting).
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- Constant Color: Set the constant RGB color of the texture when Alpha is selected.

o * 0.0
Po=sition
3 0.0

Rotation ¥ Scaling

Position: Defines the position of the texture relative to the one stored in the picture.
Rotation: Defines the rotation of the texture relative to the one stored in the picture.
- Center: Shifts the center of the image.
- Scaling: Scales the image that is used as texture. Before changing the scale values of the
image, make sure to set the preferred kind of scaling:
- Single: Scales each axis by itself.
Locked: Scales all axes at once, so that X, Y, and Z have the same value.
Proportional: Scales all axes at once, so that the values remain proportional.

6.6.10 Stereo Mode Properties

Select the correct stereo mode for the inserted image:

tereo Mode

None

None: No Stereo mode.

- Config: Images are drawn as set in the Viz Configuration (see the Configuring Viz section of
the Viz Engine Administrator Guide).

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

- Side by Side Left or Side by Side Right: Two images are stored, side by side, left or right eye
first. The image width is halved, providing half resolution.
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7 Media Assets

Use Media Assets to add input sources to scenes as video clips, live video, video stream, graphics
channels, image channels or super channels.

This section describes the workflow and each type of Media Asset, and details Media Asset
requirements and considerations for video playback, which includes video clips, live video feeds
and live feeds through video streaming.

Also detailed are the required and supported video codecs.
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The Media Assets are located in the Built Ins panel (see Main Menu), and are organized in folders
corresponding to the Media Asset Channel Types. You can view all available media assets by
selecting the ALL folder.

This section contains the following topics:

Media Asset Manager
Media Asset Workflow
Media Asset Channel Types
Playback of Media Assets
- Video Clips
Keying Mode
Seamless Input Channel Switcher
Supported Codecs
- Advanced Issues with Video Codecs

7.1 Media Asset Manager

The Media Asset Manager is used to add and manipulate Media Assets. Media Assets can easily be
added to a scene as either DVE or Texture (1) asset types, depending on the scene’s requirements.
The asset type can also be changed through the Manager interface, from DVE to Texture or vice
versa. The Media Assets panel also provides an overview of the different media assets in the scene.
The media assets can be renamed within the scene according to your preferred naming
convention, ideal for consistent identification.
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The Media Manager lets you set the rendering priority of Media Assets, by the way they are
ordered. To change an asset's priority, drag it to a higher or lower position. The asset with the
highest Order value is rendered on top, with declining Order values below it.
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@ Tip: Hover the mouse pointer over any Clip, Live or Stream channel asset in the Media
Asset Manager to display a tool-tip with the resolution for that asset. If the channel is set
to inactive in the configuration, the tool-top displays INACTIVE.

This section contains the following topics:

Media Asset Overview

Media Assets Added as DVE

Media Assets Added as Texture

To Create a Name for a Media Asset

7.1.1 Media Asset Overview

Use the Media Asset Overview to manage and access all the different types of media assets in use
within your current scene. The Media Asset Overview shows if a media asset is in use in other
scenes. When multiple scenes use the same media asset, the Media Asset Overview provides
access to these scenes from within your current scene. This way, you can change properties of a
media asset or scene that you load within the scene you are working on, without closing the
current scene. The Media Asset Overview is not for container or hierarchy manipulation, it presents
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the media assets in your scene, and lets you to load these scenes. Switch back to the scene tree/
hierarchy view by clicking the Tree button.

@ Tip: The Media Asset Overview window does not highlight containers when they are

selected. Double click on a child node to load the respective scene.

In the following example, a main scene containing a lower third uses multiple media assets. Within
this main scene, we use media assets to load two other scenes: One with a looping clip, the other
with a looping logo.

1. Click Overview to open the Media Asset Overview. Notice how the scene tree display

changes, and provides an overview of which scenes are loaded. Here, the scene is using one
clip channel and two GFX Channels. The child nodes of the GFX Channels shows the scene
loaded in the respective GFX Channel:
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2. Double click the child node of one of the GFX Channels to open the scene in the GFX

Channel. A dialog lets you save the changes or close the scene without saving. The

Overview button turns orange to indicate that you have loaded a different scene for

manipulation.

. This updates the Tree view of the scene, which now shows the scene tree of the scene inside

the GFX Channel. However, the preview window still contains the main scene. This provides a

convenient way to edit the content of different media assets, without closing the main
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scene
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. Going back to the Media Assets Overview, notice that the child node of the GFX Channel is
orange. This indicates that this is the scene in your Tree view. Now, you can edit the
contents of this scene through the Tree view, without closing the main scene.
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. Return to the main scene again by double clicking the root container (here:
Lower_third_MA_Channels) at the top of the Media Assets Overview. This opens the main
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scene in the Tree view.
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7.1.2 Media Assets Added as DVE

For detailed information see Media Asset Workflow.

Media Assets

FET e

Order

Background

CLIP1 Clipl

FOREGROUND Foreground

Right-click the Media Asset to open its context menu:

Rename: Creates a name for each Media Asset to make it easier to identify Media Assets
when a Scene contains multiple Media Assets.
Set to Texture: Sets the Media Asset to Texture.
Toggle Active/Inactive: Sets the Media Asset to
Active
or Inactive.
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VETagl=

BACKGROUND Background

FOREGROUND Set to Texture

Toggle Active/Inactive

@ Tip: Media Assets can also be multi selected and set to Texture or made Active /
Inactive.

7.1.3 Media Assets Added as Texture

For detailed information see Media Asset Workflow.

Media Assets

Right-click the Media Asset to open its context menu:

Rename: Creates a name for each Media Asset to make it easier to identify Media Assets
when a Scene contains multiple Media Assets.
Set to DVE: Sets the Media Asset to DVE.

- Toggle Active/Inactive: Sets the Media Asset to Active or Inactive.
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- Jump to Container: Switches to Tree View and selects the container holding the asset if the
Media Asset has been added to a container.

@ Tip: Media Assets can also be multi selected and set to DVE or made Active/Inactive.

7.1.4 To Create a Name for a Media Asset

1. In the Media Asset Manager, either select the Media Asset and press F2, or right-click the
asset and select Rename.

Set to DVE
Toggle Active/Inactive

Jump to Container

2. Enter the desired name for the Media Asset, and press Enter or click away from the asset to
store the new name.

7.2 Media Asset Workflow

Media Assets can be added to a Scene as DVE or Texture through the Media Assets manager.

& Note: Live Inputs can be used in Hybrid mode, which means, both Texture and DVE are
available at the same time in versions 3.12 and later.
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This section contains the following topics:

Media Assets as DVE
- To Add a Media Asset as DVE
- To Switch a DVE Media Asset to Texture
- Order DVE Media Assets
Media Assets as Texture
- To Add a Media Asset as Texture
- To Set a Texture Media to DVE
- To View the Media Asset Container
- Order Texture Media Assets
Media Assets as a Background or Foreground
- To Add a Media Asset as a Background or Foreground

7.2.1 Media Assets as DVE

1

Viz Artist User Guide - 3.14

© Important: Hardware surfaces in Viz Engine, such as a Live Video Media Asset or Clip
Channel Media Asset, are rendered with the video hardware. Software based DVEs, such as
Image Channels and GFX Channels, are rendered with the Graphics card, and then
composited on the video hardware as one surface. The software renderer ensures the
correct ordering within this surface, but as there is only one final surface, multiple
hardware-based surfaces and software-based surfaces cannot be blended interchangeably.

As DVEs are composited on the video hardware, the graphics can be placed either in the front or in
the back of the DVE layer. The main layer in Viz Artist defines this behavior. If the same scene is
set into the background layer, this means the DVE effect is always drawn in the back of graphics.

To add a Media Asset as DVE it must be placed into the Media Asset Manager in the Scene Tree

panel.

@ Tip: If a Scene is dragged to the Media Asset Manager, a GFX Channel Media Asset is

automatically added as DVE.
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To Add a Media Asset as DVE

Right click on a Media Asset, and select Add <Media Asset> as DVE.
- The DVE button in the Media Asset manager is automatically selected.
- The selected Media Asset is added to the DVE view.

Add CLIP1 as Texture
Add CLIP1 as DWVE

Drelete from Favarites

Or:

- With DVE view selected, drag the Media Asset to the DVE panel.
- The selected Media Asset is added to the DVE view.

@ Tip: A Media Asset can be set to active or inactive. Toggle the active/inactive
button (1) or use the Media Asset context menu. If Media Assets are multi
selected, use the context menu to set active or inactive (2).

I CLIP1
m' A
i Togale Active/Inactive

Jump to Container
@ Tip: Click on the Media Asset, to open its properties panel.

© Tip: Click the icon (top right of the Scene Tree panel) to view Media Asset

properties at any time.

To Switch a DVE Media Asset to Texture
At any time, right click on the Media Asset to set it to Texture. The selected Media Asset is then
set as a texture and shows the in the Media Asset Manager Texture panel.

@ Tip: Media Assets can also be multi selected and set to Texture.
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VETagl=

Background

FOREGROUND Set to Texture

Toggle Active/Inactive

Order DVE Media Assets

Each Media Asset, added as DVE, can be sorted in a render order, as required.

& Note: If the Video Input Layer Targets and Priority settings are made Active in Scene
Default Values, each active Media Asset is added to either the DVE or Texture section of
the Media Asset Manager. They are set in order of priority as set in Scene Default Values
(see the Configuring Viz section of the Viz Engine Administrator Guide)

The Background and Foreground Media Assets are, by default, added as DVE layers. The
Background Media Asset is always the first Media Asset to be rendered. The Foreground Media
Asset can be ordered the same as other Media Assets.

To sort a render order, drag a Media Asset to a new position.
Assel Mame

BACKGRM INM Fa r_k.]njur'd
|

CLIF3

Name Order

BACKGROUND Background 1
CLIP1 Clipl
CLIP3 Clip3

CLIPZ Clip2

FOREGROUND Foreground

The order of each DVE Media Asset determine the order each Media Asset is rendered. The first
Media Asset in the list is rendered first, the second is rendered next, and so on. See the image
below:
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Example 1: The Clip orderis 1, 2 and 3. So Clip 1 is rendered first and Clip 3 is rendered last
Example 2: The Clip order is 3, 2 and 1. So Clip 3 is rendered first and Clip 1 is rendered last.

Feragrouns

7.2.2 Media Assets as Texture

To add a Media Asset as a Texture, it must be placed into the Media Asset Manager in the Scene
Tree.

@ Tip: If a Scene is dragged to the Media Asset Manager a GFX Channel Media Asset is
automatically added as a Texture.

Media &5

Order
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To Add a Media Asset as Texture

Right click on a Media Asset, and select Add <Media Asset> as Texture:
- The Texture button in the Media Asset manager is automatically selected
- The selected Media Asset is added to the Scene Tree and a new Container is created
(click Tree to view)

Show settings of CLIP1

Add a= Fawvorite
Delete from Fawvorites

Drag the Media Asset to a Container or the Scene Tree:
If a Media Asset is dragged to a Container in the Scene Tree, or it is dragged to the
Scene Tree (which creates a Container), then the Media Asset is automatically created
as a Media Asset Texture
Or:

Drag the Media Asset to the Media Asset Manager:
- With Texture selected in the Media Asset Manager, drag the Media Asset to the
Texture panel
If a Media Asset is dragged directly to the Media Asset Manager, a Container is not
created automatically. To use the Media Asset in a Scene, make sure that the same
Media Asset is added to a Container in the Scene Tree
Or:

Drag a Media Asset to the Background or Foreground drop zone in Global Settings (see the
Configuration Interface section of the Viz Multichannel User Guide).

If a Media Asset is dragged to the Background or Foreground drop zones, it is applied
in the Scene as a full screen texture

@ Tip: A Media Asset can be set to active or inactive. Toggle the active/inactive

button (1) or use the Media Asset context menu. If Media Assets are multi
selected, use the context menu to set active or inactive (2).
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BACKGROUND

I TVIED
Set to Texture
Toggle Active/Inactive

@ Tip: Click on a Media Asset in the Media Asset Manager to open its properties
panel.

@ Tip: <Right-click> the Media Asset icon in a Container. Select Show settings of
<Media Asset>.

(V]

Tip: Click the icon (top right in the Scene Tree panel) to view Media Asset
properties at any time.

To Set a Texture Media to DVE

At any time, right click on the Media Asset to set it to DVE. The selected Media Asset is then set to
DVE and shows the Media Asset Manager DVE panel.

@ Tip: Media Assets can also be multi selected and set as DVE.

Set to DVE
Toggle Active/Inactive

Jump to Container

To View the Media Asset Container

At any time, right click on the Media Asset and select Jump to Container to view the first Container
in the Scene Tree, which holds the selected Media Asset (if a Container was created for the Media
Asset).
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o DVE
le Active/Inactive

Jump to Container

Order Texture Media Assets

Each Media Asset, added as Texture, is ordered only by its addition to a Container in the Scene
Tree. If the Video Input Layer Targets and Priority settings are made active in the Scene Default
Values, each active Media Asset is added either the DVE or Texture view of the Scene Tree. Set in
order of priority as set in Scene Default Values (see the Configuring Viz section of the Viz Engine
Administrator Guide).

A Texture added to the Texture view is not added to a Container. To use a Media Asset as a
Texture, it must be also added to a container as well.

7.2.3 Media Assets as a Background or Foreground

This section details how to add a Media Asset as a background or foreground in a Scene. A Scene
can be shown through a Foreground Media Assets with alpha.

To Add a Media Asset as a Background or Foreground

1.
2.

3.

4.

Click Scene Settings > Global Settings.
Drag a Media Asset to the Background or Foreground drop zone.
- The Media Asset is aded to the Media Asset Manager as a Texture.

Foreground

Mask Inwvert IT l? IT IT I? IT l_ o

Click on the Media Asset in the Media Asset Manager.

Aszet MName

Fx1 =

[ | esset  fName _[order |
I GFX1 i =]

In the Media Asset properties panel, configure the Media Asset as required.
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See Also

- Video Clips
Media Asset Manager

7.3 Media Asset Channel Types

The following media asset channel types are available:

- Channel Folder Media Assets
- Clip Channel Media Asset
- Container Folder Media Assets
- GFX Channels
Image Channels
Live Video Media Asset
- Super Channels

7.3.1 Channel Folder Media Assets

Background and Foreground Media Assets are located in the Channel folder of the Built Ins panel.

The Background and Foreground Media Assets represent the rendered background and foreground
graphics on the DVE Compositor.

& Note: By default, a Background and Foreground Media Asset is applied to each new Scene.

VETagl=

BACKGROUND Background

FOREGROUND Foreground

The Foreground Media Asset can be ordered as required, but the Background Media Asset is
always rendered first.

Both the Background and Foreground Media Assets can be deleted. If they have been deleted, drag
the Background and, or the Foreground Media Asset icon, from the Server Panel, to the Media
Asset manager, if required.

& Note: Only one Background and one Foreground Media Asset can be used in the DVE Media
Asset Manager at a time.
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7.3.2 Clip Channel Media Asset

Clip Channels represent clip players. The clip players are either hardware bound native players
(Matrox) or a DirectShow based software player. Clips can be used either as DVE or Texture effect.

With the Clip Channel Media Asset it is possible to play images as DVE or Texture with the Matrox
clip player. Supported image containers are jpg and png. The images have to be available on a
physical disk for this feature to work. One advantage of an image played as a clip, is that the same
features available for a video clip can be used on the image. You can see a detailed description of
the functionality in the Media Asset Panel.

& Note: DVE is not available with DirectShow based software players.

7.3.3 Container Folder Media Assets

Folders

™ALL

o
Channel

The following Media Assets are located in the Container folder of the Built Ins panel:

Dynamic Scene Media Asset
Dynamic Scene Texture Properties
Dynamic Scene Dynamic Properties
Dynamic Texture Media Asset
- Viewport Tile Media Asset
- Viewport Tile Properties
- To Render a Scene in a Viewport Tile
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Dynamic Scene Media Asset

The Dynamic Scene is a Media Asset that is able to render a different scene, local scene or parts of
a local scene into a texture and show the texture in the current scene being rendered.

Showing a different scene as ‘a window’ in the current scene can be used in a virtual studio scene
where you would like to ‘open a window’ (as a texture) and render a different scene (e.g. a weather
forecast).

You can also use it to show parts of a local scene if you want to animate the camera and at the
same time show static items in the scene. The animating camera can be a different camera (two)
and be used to show dynamic images in camera one’s view. This way you can show more than one
camera at the same time.

For visual effects, the whole scene or parts of it can be grabbed into an image, and have shaders
applied to the whole scene or parts of it.

To transition from one scene (A) to another (B) both scenes are rendered into dynamic images and
a third scene is used to hold both dynamic images to create a transition between them (see Create
Transition Effects).

& Note: This Media Asset is located in: Built Ins -> Media Assets -> Container

Dynamic Scene Texture Properties

Width
Hei
Memory ussd

¥apping

= Rotation

Chuality | Lin=ar

Environment [SMOSRISEESSCER  SlendFacte 0.0 % ] Source Unit | B —
Wirap | Repeat Coy = M component |[ESERBIBAEYT 1| Constant Color . 100.0
) x x g S P E
Posrh i T —
an — F 0.0 ;r B Eﬁ'

Rotation ¥

Scene: Placeholder for the rendered scene. If it is empty, the current scene is rendered.
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Dynamic Scene Dynamic Properties

Height

Format: Sets the format to be used for the dynamic image. If the format has alpha key it
must be used on the render scenes or it shows as black.

- Width / Height: Sets the width and height of the image. The Video option takes the current
output size. When selecting Custom you may set any size; however, it is always better (when
possible) to use power of two images.

Update Mode: Sets when the scene in the dynamic image is rendered.
Change: Renders the scenes when anything changes.
- Always: Renders each frame regardless if there was any change.
Command: Renders the scene when the render command is sent.
Grab: Renders the scene on command and can then be copied to another image.

- View Type: Sets the view port to Camera or Light. If Camera is selected and Camera ID is set
to zero (0), it takes the current camera. If Light is selected, it uses the light according to the
Light ID.

Draw Self: Creates an endless mirror effect.
Crop: Enables different crop modes.
Off: Renders the entire view port.
Manual: Enables you to set the size and position of the rendered scenes.
- Auto: Sets the size and position of the rendered scene by the bounding box holding
the dynamic scene (acts as a mask).
Size / Position: Sets the size and position of the dynamic image.
Resize Texture: Should the image be resized automatically to reflect the size of the scene
being rendered.
Back/Play/Stop/Forward: Controls the playback of the scene.
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Dynamic Texture Media Asset

Dynamic Texture is a feature that generates dynamic textures on-the-fly. It can be used as an
alternative to importing textures to save texture memory usage. Another advantage of using a
dynamic texture is that a texture is not pixelated as you zoom in or out of it.

& Note: This Media Asset is located in: Built Ins -> Media Assets -> Container

Viewport Tile Media Asset

© IMPORTANT! This Media Asset is considered legacy. Please use GFX Channel Media Assets
when designing new scenes in Viz Artist.

The Viewport Tile renders a Scene into a part of the current viewport with the need for a texture,
like a GFX Channel Media Asset.

Advantage: The rendering can be slightly faster in specific use-cases.

Disadvantages:
Viewport tile does not support post processing effects such as lens distortion and
defocus.
The Viewport Tile is always orthogonal to the camera. Viewport tiles can also be
interactive and make use of the regular mouse and multi-touch events. However,
Viewport tiles can not be nested. A Scene with a Viewport tile, which contains a Scene,
can not be used as a Scene in another Viewport tile.

& Note: This Media Asset is located in: Built Ins -> Media Assets -> Container
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Viewport Tile Properties

- Container | Camera Light
i
=

Selection—
1/1
group

Width: 154
Height:

=

Scene: Placeholder for the rendered scene.
Scene Type
Local: Renders the current scene.
Other: Renders the Scene put in the Scene drop zone (drag and drop a scene).
Main Layer: Renders the scene of the main layer.
Camera ID: Select a camera for the Viewport Tile scene.
Crop
Off: No cropping.
Manual: Define the new viewport Size and Position with the parameters X and Y.
Play controls: Used to play, stop, etc. the animations of the Viewport Tile scene.

To Render a Scene in a Viewport Tile

1. Add the Viewport Tile to the Scene Tree.
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Open the Viewport Tile editor and add a Scene to the Scene placeholder.
Open the Transformation Editor

Set the Screen Size (width and height) of the Viewport Tile.

Open the Viewport Tile editor

Click the Play button.

ok wn

7.3.4 GFX Channels
GFX Channel

uis

\

Graphics (GFX) Channels allow a designer to compose several independent scenes into a new
scene. Utilizing a GFX Channel, a previously created scene can be added to the current scene as a
DVE or Texture.

GFX Channel Media Assets can be nested. This means a scene with a GFX Channel Media Asset
containing a scene, can be used as a scene placed within another GFX Channel Media Asset.
However, nested scenes cannot use the same GFX Channels as the scene they are nested into. For
example, if Scene 1 uses GFX channel 1, it cannot be nested within GFX Channel 1 of Scene 2. It
can however be nested within GFX channel 2.

GFX channels do not support the use of Transition Logic or Remote Cameras. Also note
that cropping GFX channels have an impact on the render performance. You can see a detailed
description of the functionality in the Media Asset Panel.

GFX Properties

By default, a GFX Channel automatically inherits the camera settings of the Scene it is applied to. In
addition to the common Media Asset properties, GFX Channels also have the following properties:

- WFWW _ Camera i Resolution r
[ Keep Aspect |

F‘

Scene: Drag a scene, which should be rendered in the GFX channel.

Play Controls: Controls the animation of the set scene.

Controlled: Controls the GFX Channel animation using the main or parent Scene animation
controls if active. For example, if the animation in the main Scene starts, it triggers the start
of the GFX Channel Scene.

Force Key: Renders the entire Scene as keyed if the Scene does not have any keying
information. If a GFX channel is rendered as Texture, it is in RGBA. Therefore, the Scene
needs to have keying information for an alpha channel (the key scene setting is set to auto
key or a key plug-in is used in the Scene Tree).

Keep Aspect: Renders the GFX Scene with its own aspect ratio (undistorted) if set to on. The
Scene is scaled to fit the GFX channel size if set to off.

Camera: Selects the camera view of the GFX Channel Scene. "Auto” means that the current
camera setting of the loaded scene is used (may also change due to animations within the
loaded scene).
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Resolution: Defaults the GFX Channels to the resolution configured for the current Output
Format in the Viz Engine configuration. To change the current resolution, click the Default
Resolution button to make the Resolution X and Y fields available for input, and enter the
desired resolution setting. Clicking the Default resolution again resets the resolution for the
GFX Channel, as well as disable the Resolution X and Y input fields. If the Default Resolution
button is in a pressed state, and the Resolution X and Y fields are dimmed, the default
resolution is in use.

& Note: The resolution setting only applies to GFX Channels in Texture mode.

Performance Considerations for GFX Channels

Rendering a GFX channel means typically that a second scene has to be rendered in multiple
render passes. To get the best performance out of this, please consider a few hints:

= GFX channels can be rendered in three internal modes (from fastest to slowest):
= The scene is directly rendered on top of the main scene, using the correct size as
needed.
= The scene is rendered in a temporary texture (using the correct size) and this texture
is blended into the main scene (needed when render sequence of nested scene is
"Overlay", or resulting texture is used with alpha < 1.0 in main scene).
= The scene is rendered in a temporary texture (using full render size) and this texture
is blended and scaled down into the main scene (needed when inner scene contains
Defocus, Glow, or a Magnifier).
= This leads to two main performance tips:
= If your nested scene is a fullscreen scene, make sure that you are using render
sequence Fullscreen instead of using Overlay.
= Consider if you really need postprocessing effects Defocus, Magnifier or Glow in your
nested scene, especially if the GFX channel is scaled down in your main scene.

See Also

Event Pool

7.3.5 Image Channels

This section details how to create, assign and work with Image Channel media assets.

Image Channels are mainly used in conjunction with Viz Multiplay for creating video wall layouts.
However, you can also use Image Channels to add images to a 2D environment in DVE mode. You
can still add additional 3D objects to your scene tree, but the Image Channel always resides in the
background of your scene unless you change the layer order via the DVE menu.

& Note: Image Channels are designed to work only in DVE mode, not Texture mode.
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Some of the benefits of using Image Channels are:

Replaces Transition Logic.

Eliminates the need to use special plugins to adjust image proportions.
Shows assets only when they are fully loaded.

Provides a notification as soon as assets are available.

Allows you to design your own transition to use to switch between elements.

Image Channel Global Settings

The Image Channel media asset global settings are available in the Media Asset Panel. Here, you
can manipulate transformation of the currently selected channel. By clicking on the label
IMAGECHANNELT1 in the Global Settings panel, you can switch between all used Image Channels in
the scene. This applies to all Global Settings for the different types of Media Assets.
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IMAGECHANNEL1

Original

REOUS Scale to fit max

IR Scale to fit min

BB Tracking: Applies any change to the bounding box to the dimensions of the image
channel immediately for any container assigned this property. This property is only available
if Basic mode is selected.

- Alpha: Defines the alpha value of the image channel. Optionally, you can drag a reference
container to this property, every change in the alpha value of the reference container is
applied to the image channel.

Switching between Basic and Content is indicated by blue input fields.

IMAGECHANNEL1

Scale to fit max

R Scale to fit min

& Note: If you use more than one image channel in your scene, you can switch between the
image channels in the scene by clicking the IMAGECHANNEL1 label.

Image Channel Specific Settings

The following settings lets you to manipulate the content inside the Image Channel:
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Zoom Maode Border Color
Alpha  [100.0 % S

Image: Determines the image to use for the channel. Drag or load the image here.

Zoom Mode: Selects the zoom mode for the image. The options are Original, Scale to fill,
Scale to fit minimum and Scale to fit maximum.

Border Color: Defines a border color, and defines the color and alpha value of the border.

Enforced Background Loading

Similar to generic images in the scene tree, images for image channels can be loaded using
background loading even if background loading is disabled in the config. To enforce background
loading, use the following command when loading an image:

VizEngine commands

$(scene) *IMAGECHANNEL*$ (id)*IMAGE SETBGL $(image_path_or_uuid_or_url)
example:
MAIN_SCENExIMAGECHANNEL*2*IMAGE SETBGL <31E74EAF-E4B1-254C-B50987E7DF19182F>

7.3.6 Live Video Media Asset
Live

Live Media Assets integrate live video sources either as DVE or Texture Effect. You can see a
detailed description of the functionality in the Media Asset Panel.

Live Video Feeds

A live video feed can be can be applied through either DVE, Texture or Hybrid mode. If alpha is
required for the external video, open Config and enable alpha in Video Input (see the Configuring
Viz section of the Viz Engine Administrator Guide).

Specifically for Matrox cards: Enable w/Alpha when you require external video with alpha.
The Matrox board combines two of the video inputs in pairs, to serve both fill and key.
Inputs A and B, and input C and D are combined, respectively.

Use the Stream media asset to capture input using the Matrox X.mio 3 IP card.

@ Tip: When hovering the mouse pointer over a Live Video Feed asset, the tool-tip displays
the resolution configured for that Live Video Feed.
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This section details the following procedures:

To Feed Live Video as Texture
To Feed Live Video as DVE
Live Inputs as Hybrid Mode
To Add a Live Input in Hybrid Mode

To Feed Live Video as Texture

1. Click on Built Ins.
2. Click on Media Assets (MA).
3. Right click on the required Live Channel, and select Add Live<1> as Texture (1).
- The Texture button in the Scene Tree panel (Media Asset Manager) is automatically
selected (2)

The selected Live Channel is added to the Scene Tree and a new Container is created
(click Tree to view)

Server Contraol Views Tree Stage Server/Stage | +Tree/Stag
LEGIEN

|10

[ .
Channel

Add LIVEL as DV
Add LIVEL as Hybrid
Show =ettings of LIVEL

Delete from Favorites

-Media Assets

Order

I H' LIVEL Livel =

@ Tip: The Live<1> Channel can also be dragged to the Scene Tree, where it is
added as a Texture in a new Container.

@ Tip: The Live<1> Channel can be made active or inactive. Toggle the active/
inactive button (3).

4. Click on Live<1> Channel, in the Scene Tree panel (Media Asset Manager) Texture view, to
open its properties panel.
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@ Tip: Also <right-click> the Clip<1> icon in its Container. Select Show settings of
Live<1> to show its properties at any time.

o

Tip: Click the icon in the Scene Tree to view Media Asset properties at any time

5. Select the required Keying

Mode (see Keying Mode).

6. Click Tree.
7. Add a Geometry to the Container.

To Feed Live Video as DVE

& Note: If a DVS board is installed, DVE is simulated through the software.

Click on Built Ins.

Click on Media Assets (MA).

Right click on the required Live Channel.

Select Add Live<1> as DVE.
The DVE button in the Media Asset Manager (Scene Tree panel) is automatically
selected

A WN—

IVM edia Assets

ACKGROUND Background
Livel

FOREGROUND Foreground

@ Tip: The Live<1> Channel can be made active or inactive. Toggle the active/
inactive button (1).

5. Click on Live<1> Channel, in the Media Asset Manager (Scene Tree panel) DVE view, to open
its properties panel.
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o

Tip: Click the ﬁ icon on the top of the Scene Tree to view Video settings, at any
time.

6. Adjust the parameters in the DVE control panel, as required.
7. The Scene Editor shows a blue rectangle, which shows that the live input channel is correctly
configured for live video.

Live Inputs as Hybrid Mode

Live Inputs can be used as DVE and Texture at the same time for Viz Engine versions 3.12 and
later.

To Add A Live Input In Hybrid Mode

1. Click Built Ins > Live.
2. Right click on any of the live inputs.
3. Select "Add LIVEx as Hybrid"

Add LIVES a=s Texture
Add LIVES as DVE
Add LIVES as Hybrid

Show settings of LIVES

Add as Favorite
Delete from Favorites
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7.3.7 Super Channels

Super Channels provide a generic tool to create and group transitions between various types of
assets in Viz Artist. They are an abstraction mechanism to represent, access and apply transitions
between the various types of media assets. Within the Super Channel, you assign two media
assets, A and B, to provide event based transitions between them. Internally, the Super Channel
then utilizes the channel type required of the corresponding media asset to represent the
underlying content. Images use Image Channels, scenes use GFX Channels, clips use Clip
Channels, streams use the Stream Channels, and live feeds use Live Channels.

& Note: Viz 3 supports up to eight Super Channels.

SUPERCHANNEL1

Start Mode Loaded =

B

Some of the benefits of using Super Channels are:

Replaces Transition Logic.

Eliminates the need to use special plugins to adjust image proportions.
Shows assets only when they are fully loaded.

Provides a notification as soon as assets are available.

Allows you to design your own transition to use to switch between elements.

Here, you find information on the following:

Super Channel Settings
Super Channel Context Menu
Super Channel Transformation
Sub Channels

Using Clips
Sub Channel Settings
Enforced Background Loading
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Super Channel Content Switching

Super Channel Settings

A
r:T Wiz One ...

Sub Channel (A, B): Drag scenes, images or clips to the Sub Channel icon. Click Viz One to load a
clip from your configured Viz One system, or load a local clip by clicking the Browse for a clip
button.

| Mo Director available r
| Mo Director available ﬂ

Transition: Sets the direction of the transition, from sub channel A to B, or from B to A. Disable
Auto to select an existing Director to run the transition with, or None to disable the transition.

Manually

Assignment
Assignment / Cleared
Loaded

Loaded / Cleared
Director finished
Sync Object
Ewvent

Start Mode: Selects what triggers the Super Channel transition:
Manually: Sets user manual switching from sub channel A to B, or vice versa, by
selecting the sub channel in Viz Artist or through external commands.
Assignment: Triggers transition when you assign a new asset to inactive sub channel.
Assignment / Cleared: Triggers transition asset assignment, or when you clear the sub
channel.
Loaded: Triggers transition when an asset is loaded. This is useful for Super Channels
that display images when image background loading is active in the Viz Engine
configuration.
Loaded / Cleared: Triggers transition when an asset is loaded, or when you clear the
sub channel.
Director finished: Triggers transition once a given director has finished execution.
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Sync Object: Drag a Super Channel to the Sync objects area. Sync objects provide a
way to synchronize execution of Super Channel transitions between multiple Super
Channels. Sync objects monitor all linked Super Channels until all their inactive sub
channels have been loaded. The sync object then calls onAl1ChannelsArmed to
trigger the transition for all Super Channels managed by the sync object. You can add
as many Super Channels to a sync object as are required.
Event: Allows you specify the Scene, the sender (Animation from Stage or from Super
Channel) and the Event (on Started, on Stopped, onDirectorStarted,
onDirectorStopped).
Mode: Selects the mode for using internal channels. This only affects hardware based
channels (e.g. Livel or Clip1). In DVE mode, the internally used channel for a Sub Channel is
used in DVE mode, all properties of the Sub Channel are copied to the DVE layer. In Texture
mode, the internally used channel is used in texture mode and an ImageChannel is used to
show the texture.

@ Sync Object Example: Add two Super Channels to the scene. Then set Start Mode of Super
Channel 1 to Sync Object and drag Super Channel 2 into the list of linked channels. Notice
how this links Super Channel 1 and Super Channel 2 to each other. The transition from the
active to the inactive Sub Channel starts as soon as both inactive Sub Channels have fired
onAssigned and onLoaded. Assign an image to sub channel B of both Super Channels to
achieve this. You can do this manually in Viz Artist, or via external commands:

MAIN SCENE*Super Channel*<CHANNEL ID>*<A|B> SET IMAGE <UUID>

In case a sync object is active, but you do not want to change the assets on all synced
Super Channels, you still have to call the assign command on all Sub Channels. Otherwise,
the sync object does not fire, and thus the transition does not trigger. However, re-
assigning the already assigned Media Asset is completely free in terms of performance, as
no internal reloading takes place. As such, this represents a viable option to trigger the
requiredonAssignedevent.

© Caution! Please avoid situations, where the director of a Super Channel is directly involved
in the startmode of the same Super Channel. An example: If the Super Channel is listing to
the event of a director to be started, but using the same director as transition itself, it may
cause unwanted circular dependencies or flickering of the media asset itself.

Super Channel Context Menu

The channel context menu provides quick access to the properties of the scene, as well as to
quick-select it in the database.
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SUPERCHANNEL1

Show in Server View

Switch to properties of &

Show in Server View: Selects and highlights the scene in the server menu and highlighted.
Switch to properties of A/B: Provides direct access to the transformation of the selected Sub
Channel.

Super Channel Transformation

This section is used to animate the whole Super Channel, including both sub channels. Super
Channel animations are independent of the sub channel animations. This means that you can have
a transition animation between multiple Super Channels, which is often required for content on
Videowalls.

x| |Left
x| |Right
Top

Bottom

You can animate certain Super Channel properties, such as Position, Size, or Alpha, to define
custom transitions between one or more Super Channels. A detailed description of the parameters
can be found in the Media Asset Panel.

& Note: Super Channels deal with rendering content assigned to the two sub channels, A and
B, in the current main scene. Thus, they represent an intuitive and easy to use mechanism
for transitioning between the sub-channels A and B.

Sub Channels

A Super Channel is composed of two Sub Channels, A and B. Here, you can see the sub channels A
and B of Super Channel 1:
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e AO |Virtual Studio

c| |Left
Right
Top

Bottom 0.0 %

firtual Studio

e

SUPERCHANNEL1 B
r_rE_!
I
|
| B

General Setti

You can animate certain Sub Channel properties, such as Position, Size, or Alpha, to define custom
transitions between the two Sub Channels. A detailed description of the parameters can be found
in the Media Asset Panel.

Click the text label, for example, Sub Channel 1A, in the Sub Channels upper right corner to switch
between all Super Channels and Sub Channels in your scene.

& Note: To utilize background loading in combination with Super Channels, enable it globally
in Viz Engine. The dedicated SETBGL commands used with containers,
<ObjectID>*TEXTURE*IMAGE SETBGL <UUID>, do not work with Super Channels.

Using Clips

Clip channels are assigned dynamically by a Super Channel if required. Therefore, the settings for
a certain clip channel (e.g. Autorun) are overwritten once a new clip channel is assigned. If you
need to automatically start a clip once a transition starts, do not use the Autostart feature of the
clip channel, you need to use the Start Mode in the General setting of the sub channel.

& Note: Pending Clip player support should be disabled if using clips inside Super Channels.
One Super Channel would acquire four Clip Players which are not needed at all in a typical
A-B situation.
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Sub Channel Settings

R ey s | B
General Settings | Scene | Image

Start Mode

Here you can select how to trigger the Sub Channel animation. The Start Mode options are:

Manually: Sets user manual switching from Sub Channel A to B or vice versa by clicking the
corresponding Sub Channel in Artist or through external commands.
Transition Start: Triggers on transition start.
Transition End: Triggers on transition end.
Loaded: Triggers transition once a newly assigned asset has been loaded. This is of special
interest for Super Channels displaying images, with image background loading activated in
the Viz Engine configuration.
Event: Allows you specify the Scene, the sender (Animation from Stage or from Super
Channel) and the Event (on Started, on Stopped, onDirectorStarted, onDirectorStopped). An
event is fully defined by its event name, the identifier/name of the sender, and its
arguments. A new internal event system was introduced in Viz Engine 3.9. This allows
certain objects to fire and listen to internal events. Amongst those objects are:

Super Channels or their sub channels

Stage

Scripts

VY= o e i TR
General Settings Scene | Image | Clip

Force Key: Allows you to force a full-screen key of your loaded scene, even there is no key
function applied to it.

Border Color-

100.0 %

Image: Allows you to control the Zoom mode and the border color of an loaded Image.
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@ Event Example:

An event is fully defined by its Eventname, the identifier/name of the Sender and its
Arguments.

Eventname: onDirectorFinished
Sender: #1004xSTAGE
Arguments: directorl

Query available/registered events using the following commands:
EVENT_POOL*REGISTERED_OBJECTS GET
EVENT_POOL*REGISTERED_EVENTS GET <$objectname>

Example
EVENT_POOL*REGISTERED_EVENTS GET #427*STAGE

& Note: To obtain detailed information about status changes on the various Super Channels
and Sub Channels enter command: EVENT_POOL*DEBUGGING SET 1
Additional status information related to the Super Channels and their Sub Channels can be
found in the Viz Engine’s console output.

Enforced Background Loading

Similar to generic images in the scene tree, images for Super Channels can be loaded using
background loading even if background loading is disabled in the config. To enforce background
loading, use the following command when loading an image:

VizEngine commands

$(scene) *SUPERCHANNEL*S (id)*$ (SUBCHANNEL) SETBGL IMAGE $(image_path_or_uuid_or_url)
example:
MAIN_SCENE*SUPERCHANNEL*2*xA SETBGL IMAGE <31E74EAF-E4B1-254C-B50987E7DF19182F>

Super Channel Content Switching

@® Info: This information applies to version 3.14.3 or newer.

On some special circumstances, it is required to quickly replace the content of one Super Channel
Sub Channel with another. This can be achieved by using the SWAP commands.
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VizEngine commands to swap content

// swap 1A with 2B
send MAIN_SCENE*SUPERCHANNELx1xA SWAP 2x%B

// swap 1A with 2B but supress events (onAssigned, onLoaded)
send MAIN_SCENExSUPERCHANNEL*1%xA SWAP 2xB NO_EVENTS

// use object id to didentify src subchannel
send MAIN_SCENE*SUPERCHANNEL*2xA*xOBJECT_ID GET
returns: 1556

send MAIN_SCENE*SUPERCHANNEL*1*A SWAP #1556 NO_EVENTS
@ Info: It is only allowed to swap content while both involved Super Channels are in a

NO_TRANSITION state. While a transition is running, the swap command is ignored and a
command error is returned.

See Also

Event Pool

7.4 Playback Of Media Assets

The playback of Media Assets depends on the machine and video board configuration. There are
several Media Asset playback methods:

Video Clip Playback
Live Video Feeds

Media Assets are applied to a Scene either as DVE or as a Texture.

Before video can be played, the Video Input settings must be configured in Viz Configuration (see
the Viz Engine Administrator Guide). These settings determine the frame rate (PAL/NTSC) of the
whole video system.

Video clips transferred from Viz One can be played if the clip’s container and codec combination is
supported by the currently installed video card and the corresponding clip player (Matrox clip
player for Matrox video card, DirectShow player for all other boards).

& Note: Please refer to the Viz Engine Administrator Guide for supported video boards.

© IMPORTANT! The most basic rule for working with the video version of Viz Engine is to
always have a valid genlock attached to the video board, no matter which board is
installed. Without the correct genlock setup there is no guarantee that the Engine functions
correctly (see Video Output in Viz Configuration (see the Viz Engine Administrator Guide)).

Copyright © 2020 Vizrt Page 332


http://documentation.vizrt.com/viz-engine
http://documentation.vizrt.com/viz-engine
http://documentation.vizrt.com/viz-engine

Viz Artist User Guide - 3.14

Media Asset parameters are modified in the Media Asset Panel Tab in the Scene Settings. To
control Media Assets from an external control application, see the Viz Command Interface
Documentation located in the <Viz Installation Folder>.

7.4.1 Media Asset Application

Media Assets are applied in Viz Artist either as Digital Video Effect (DVE) or as a Texture:

DVE

The playback of external video through DVE does not have any impact on rendering performance,
since it is handled solely on the board. When DVE is used, the graphics scene and the channel are
composited on the video card (Matrox X.mio) and an SDI monitor is needed to show the video
channel. There is also a limited set of 2D control options available in the design and animation of
the Viz Artist scene (position, size, crop and alpha).

Chroma keying is not supported for channels set to DVE. The DVE Alpha setting for GFX Channels
allows Media Assets as DVE to be blended, however, setting alpha for nested DVEs is currently not
supported.

Texture

The playback of external video through Texture has an impact on rendering performance, since
the live video needs to be transferred to the graphics board. When a video is applied as a Texture,
the video is part of the graphics.

When more control of a video is needed, for example, to map the video onto a 3D object in a
Scene, then Texture mode can be used. The video would then have the same control parameters as
an image in Viz Artist. However, the video may now affect rendering performance, since it needs to
composite the video into the render window.

7.5 Video Clips

This section details where video clips are stored, the transfer and download from Viz One and
video clip playback.

This section contains the following topics:

- Video Clip Storage
- Hard Drive Video Clips
- Viz One Video Clips
- Video items
Dual Channel and Trio One Box Configuration
- Variables Used in File-name Expansion
Playback of Clips with VBI
- To Playback Clips with VBI in a Separate File
- Video Clip Playback
- Video Clip Playback General Guidelines and Considerations
- To Play a Video Clip as Texture
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- To Play a Video Clip as DVE
- Video Clip Animation in the Stage
- To Animate a Video Clip
- To Play a Single Clip in the Stage with Stage Loop
- To Play Multiple Clips in One Channel
- To Play Multiple Clips in One Channel with Stage Loop
- To Play Single and/or Multiple Clips in Multiple Channels
- Video Clip Queue
- Video Clip Queue Commands
Example Clip Queue Commands

7.5.1 Video Clip Storage

This section details where video clip can be stored and accessed for use in Viz Artist.

Hard Drive Video Clips

All Viz Artist/Engine machines, as well as Vizrt clients with preview, for example, Viz Trio or Viz
Weather, come with a mapped video drive (D:). This drive is configured for faster access and
speeds. This is where all video clips should be stored.

© IMPORTANT! It is not recommended to store video clips on the C:\ drive, as this is where
the operating system is installed.

A second or third video clip directory can be added in Local Settings of Viz Configuration (see
the Viz Engine Administrator Guide), which can be used for:
- A Video Clips, or
- With any Viz Artist/Engine configuration for the selection of a secondary video clip directory
if a directory fails. If the file path for a video clip is set to <clip_root>, and the first directory
falls over the same video file is searched for and used, from the next directory in the Clip
directory list. If, when multiple Clip directories are selected, the Clip Name box is used to
search for a video, the search defaults to the last used directory.

Viz One Video Clips

Video clips can also be transferred and downloaded from a Viz One. To do this Viz One must be
integrated with a Viz Engine. See the Viz One page in the Configuring Viz section of the Viz Engine
Administrator Guide and the Viz One Deployment Guide.

Video items

Video clips are also stored in the Graphic Hub (see Working with Video Items).
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Dual Channel and Trio One Box Configuration

When more than one directory path is selected, for example, D:\AEClips; D:\DecoClips, etc., in
the Clip Name box change the file path to <clip_root>. The file name is then searched for, in the
selected directories (selected in the Viz Configuration), one after the other, for stored video clips
with the same name.

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

Variables Used in File-name Expansion

Variable Definition

<base_scene_name> Expands to the scene name

<absolute_scene_name> Expands to the complete path of the loaded scene

<absolute_scene2_name> Expands to the complete path of the second loaded
scene

<clip_root> Expands to the clip_root

<hostname> Expands to the hostname

<if0> Expands to the IPV4 network address of the first

network interface

<if1> Expands to the IPV4 network address of the second
network interface

<if2> Expands to the IPV4 network address of the third
network interface

7.5.2 Playback of Clips with VBI

VBI (Vertical blanking interval) is the interval of time between the last line of a given field/frame
and the beginning of the next field/frame, during which the incoming data stream is not shown on
a monitor.
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Video clips which contain VBI information, can be played back in two ways:

- One: Use a video clip which contains the embedded VBI information, or

- Two: Use a separate video clip which contains the VBI data. This separate video clip must be
named [clipname]_vbi.avi and conform to the size limitations detailed in the procedure
below

To Playback Clips with VBI in a Separate File

& Note: The links in this procedure all refer out to the Viz Engine Administrator Guide.

1. Make sure that VBI is set to On for both the Clip Channel (Video Input: Clip Input) and the
Video Output (Matrox).

2. For each clip channel, make sure that the Video Input and Output Format resolutions are the
same.
The VBI clip contains only VBI information. The size of the clip must match the maximal total
lines for VBI in this resolution:

NTSC: 32
PAL: 34

720p: 19
1080i: 30
1080p: 35

Using VBI embedded in a full size clip is not supported as separate clip. This is only supported
when played as the main clip.

7.5.3 Video Clip Playback

Video clip playback should be used sparingly. The size and formats of some video clips can affect
the Viz Engine render performance. To build a Scene with video clips (in Viz Artist that supports
clip playback) there are also three plug-in options that can also be used:

Image Clip
MoViz
- SoftClip

Video Clip Playback General Guidelines and Considerations

For video clip playback methods, consider these general guidelines:

Use-case Playback Method

If no 3D effects or animation control, and only Video Clips.
limited 2D effects, are needed on the clips

For full screen (e.g. background) clips Video Clips.
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Use-case Playback Method

If video must be mapped onto a texture in the Video Clip Animation in the StageVideo
scene or requires minor adjustments Clips.

For non-standard image format/resolution/codec SoftClip or MoViz plug-in.

If more than two small clips are required SoftClip or MoViz plug-in.

For low resolution and short animations Image Clip plug-in.

© IMPORTANT! Always test the performance of the different solutions and work with the
solution that gives the best quality versus performance ratio. A performance test should
always take place on a machine with the same specifications as those used for production
playback.

The selected video clip must have the same frame rate as the clip channel. You can mix
different Output Formats and Video Input Formats with different resolutions, but you must
make sure to use either progressive or interlaced for Input and Output. You can play, for
example, a 720p clip with an Output format of 1080p, but you cannot mix and 720p with a
1080i format:
- Video Input: Clip Channel 1: HD 1080i
Output Format: 1080i

e e e [ e [ T wr [ s [
‘Nnnn» [“Wo720s || o205 || Wo7205 || Wo720s | o720 || WD7205 | WD7205
| woioso | moiosoi | woioso | mpioso | wpiosm | mpiosoi | mposor
\ 7010805 || WD 3080, | | WD 1080, || WD 1080, || WD 3080 || HD1080, || HD 1080, || WD 10805
| UHD21ete | UMDZis0p | UMD21s0p | UMD21sDp | UMD Zis0p | UMD Z1s0p | UMD21s0p | UMD 2160p
| 0 251 |UHD 2160p 251 | UHD 2160p 251 | UHD 2160 251 | UHD 2160p 251 | UMD 2160p 251 |UHD 2160 251 | UHD 21605 251
| " inective | " inactive | inactive | inactive | inoctive | inactive | inective |

WAlpha

Clip Channel 1 Clip Channel 2 Clip Channel 3 Clip Channel 4 Clip Channel 5 Clip Channel 6  Clip Channal 7 Clip Channal 8  Clip Channel 9 Clip Channel 10 Clip Channel 11 Clip Channel 12 Clip Channal 13 Clip Ch:

HD 10805 HD 10807 HD 10805 HD 1080 HD 10807 HD 10805 HD 1080 WD 10807 HD 10805 HD 1080 WD 10807 HD 10808 um\
|[urb 21605 || R 21605 | [“Ur2160s | b 2160 || Uro 21605 || UMD 21605 || UnD 2160 | UMD 21605 || UrD 21605 || UMb 2160y || UMD 2i60s || UMD 2160 | UMD
[0HD 2160p 251 [UHD 2160p 251 [UHD 2160p 251 |UHD 2160p 251 | UHD 2160p 251 |UHD 2160p 251 | UHD 2160p 251 | URD 2160p 251 |UHD 2160p 251 |UHD 2160p 21 | UHD 2160p 2ei |UHD 2160p 251 |UHD 2160p 21 | UH
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[ o705 || HD7205 || WB7205 || HD720p
e o i
| ho 10808 HD 1080p HD 10807 HD 1080
| — e — P

- —— E— ]

Load... Save Save As... Reset

Each available Clip Channel can be configured for independent resolutions, providing
the designer quick access to a range of options. These settings are configured in the
Video Input section in Viz Config. Please refer to the Video Input page in the
Configuring Viz section of the Viz Engine Administrator Guide.
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@ Tip: The Media Asset Manager provides a useful tool-tip when hovering the
mouse pointer over Clip Channel media assets, displaying the resolution
configured for the Clip Channel in use.

Make sure that the correct container and codec is selected (see Supported Codecs).

- Video clip playback can be applied through either DVE or Texture.

- To be able to use a Live input channel, a Clip channel or a Stream channel, they first have to
be set to active in Video Input (see the Configuring Viz section of the Viz Engine
Administrator Guide).

If alpha is required for a video clip, click Config and configure the alpha in Video Input (see
the Configuring Viz section of the Viz Engine Administrator Guide ). Enable w/Alpha when
alpha is required in video clips. Either two clips, or one clip that contains both the fill and
key, are required. If there is only one clip, that contains the fill (without a key), the key is
created dynamically and is fully opaque. For the naming convention of two clips, the alpha/
key clip must have the same name with an attached _key before the file extension, this
means if the main/fill clip is named example.mxf, the alpha/key clip must be named as
follows: example_key.mxf.

- The Matrox Clip Player supports TDIR (Time Delay Instant Replay), which enables Viz Engine
to play back clips while they are still being written by Viz One. When a clip is played, with
TDIR support enabled, looping is not enabled for this clip. Viz Engine determines
automatically if it needs to set TDIR support on, or if the clip is already fully loaded.

BG Graphics are always the lowest in the stack, even below zero, and FG graphics are
assigned a default of 100. Please note that priority can not be assigned to BG Graphics.

To Play a Video Clip as Texture

1. Click on Built Ins.
2. Click on Media Assets (MA).
3. Right-click on a Clip Channel, and select Add Clip<1> as Texture (1).
- The Texture button in the Scene Tree panel (Media Asset Manager) is automatically

selected (2)
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- The selected Clip Channel is added to the Scene Tree and a new Container is created
(click Tree to view)

[ Folders
IR

¥ Container

. I r[l g .
Tree Media As _r.s. T
R ove  povEE
N e e | |
| = [ N BN | =l =]

. Order

@ Tip: The Clip<1> Channel can be made active or inactive. Toggle the active/
inactive button (3).

@ Tip: The Clip<1> Channel can also be dragged to the Scene Tree, where it is
added as a Texture in a new Container.

. Click on Clip<1> Channel, in the Scene Tree panel (Media Asset Manager) Texture view, to
open its properties panel.

@ Tip: Right-click the Clip<1> icon in its Container. Select Show settings of Clip<1>.

o

Tip: Click the icon in the Scene Tree to view Media Asset properties at any time

. Select the required Keying Mode (4 (see Keying Mode)).
. Add a video clip:

In the Clip Name (5) line, click ! or
Drag a Video Clip item from the Server Panel, or
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- Click , and select a video clip to import

& Note: To transfer and download videos from Viz One, Viz One must be
integrated and configured with Viz Artist/Engine.

7. Configure the video clip playback as required.
8. Click Play - (5) to test the video clip.

& Note: Matrox Card Only: A green ‘traffic light’ shows that the video clip has loaded
successfully. A gray ‘traffic light’ shows that no video clip has been loaded. A red
‘traffic light’ shows that there was an error when the video clip was loaded.

& Note: Click the expand button to show addition information. If the clip loaded
successfully, clip details are shown. If the clip did not load successfully, additional
errors are shown.

el
R Stk N Upscali Lum. 800

eying Mode L

1.0

Chp

In Time
Cut Time
Clip Control

To Play a Video Clip as DVE

1. Click on Built Ins.
2. Click on Media Assets (MA).
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4. Select Add Clip<1> as DVE (1).
The DVE button in the Scene Tree panel (Media Asset Manager) is automatically
selected (2).

@ Tip: The Clip<1> Channel can be made active or inactive. Toggle the active/
inactive button (3).
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The Scene Editor shows a blue rectangle, which shows that the live input channel is
correctly configured for live video.

S [T N =W Y [T L i [ e | s T

Click on the Clip<1> Channel to open its properties panel.
Adjust the parameters in the DVE control panel, as required.
Add a video clip:

In the Clip Name (5) line, click ﬁ, or
Drag a Video Clip item from the Server Panel, or

- Click M and select a video clip to import

& Note: To transfer and download videos from Viz One, Viz One must be
integrated and configured with Viz Artist/Engine.

. Configure the video clip playback as required.
. Click Play li (4) to test the video clip.

& Note: Matrox Card Only: A green ‘traffic light’ shows that the video clip has loaded
successfully. A gray ‘traffic light’ shows that no video clip has been loaded. A red
‘traffic light’ shows that there was an error when the video clip was loaded.

& Note: Click the expand button to show addition information. If the clip loaded
successfully, clip details are shown. If the clip did not load successfully, additional
errors are shown.
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|wiz ore ...

Clip

In Time
Cut Time

Clip Control

Video Clip Animation in the Stage

Video can also be played out as part of an animation. This is useful when video clips are required
to interact with animation.

To Animate a Video Clip

uTh WN —

Before a video clip can be animated, it must first be applied as a Texture or DVE.
Click Stage.

Click the New Director button.

Right-click on the Director.

Select Clip > Clip1 > Clip
[ server | [~ Views T Tree er

In the Clip1 channel, click in the dark blue area (2). The Clip Key Frame Editor opens on the
far right.
Add a video clip (3):

In the Clip Name (5) line, click H, or
Drag a Video Clip item from the Server Panel, or

Click , and select a video clip to import

Click to specify a certain time/length for your clip. This is useful
when loading clips from an external control application via Viz One. In this case, the
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lock clip length acts as a placeholder, but does not change the clip length
automatically after loading.

& Note: To transfer and download videos from Viz One, Viz One must be
integrated and configured with Viz Artist/Engine.

& Note: Matrox Card Only: A green ‘traffic light’ shows that the video clip has
loaded successfully. A gray ‘traffic light’ shows that no video clip has been
loaded. A red ‘traffic light’ shows that there was an error when the video clip
was loaded.

mEr I
ime End 150 ||:|_

rlu ration

I [ —

m

CifUsers/dcof dackground.awvi

Loop Count
Loop In
Loop Out

& Note: This does not necessarily have to be the clip enabled in the previous
procedures. It can be any video clip that Viz Artist can play.

© IMPORTANT! If there is a conflict, the last clip selected, whether in the Stage or
the Scene Settings, is the one to play, with overriding effect.

8. Configure the Clip Key Frame Editor as required.

To Play a Single Clip in the Stage with Stage Loop

1. Set a clip in the stage as described in Video Clips.
2. Click Clip, in the Stage Tree.
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3. Set the clip to loop a specific number of times or infinite.

To Play Multiple Clips in One Channel

f—

. Add a clip to the stage as described in Video Clips.
2. Set the time indicator to a position after the first clip Key Frame.

3. Click to add a Key Frame.
4. Select a clip for the new Key Frame (see Video Clips). Show black rules for pauses between
clips:

Black Rules Frames Shown
Both clips NS Frame 1 of Clip 2 is shown
Clip 1 AE, Clip 2 NS Frame 1 of Clip 2 is shown
Clip 1 NS, Clip 2 BS Last frame of Clip 1 is shown
Clip 1 AE, Clip 2 BS Black is shown
Key:NS Nothing is shown
setBS Shows black before start
setAE Shows black after end set

If Pending is Active (which is recommended) subsequent clips are loaded into the pending clip
player and are swapped at the correct time. This feature enables the clips to concatenate
seamlessly. However, when pending support is set to Inactive, black frames are shown until the
clip is ready to be played (see the Configuring Viz section of the Viz Engine Administrator Guide).
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To Play Multiple Clips in One Channel with Stage Loop

f—

. Set multiple clips in the stage as described in Video Clips.

2. Set the clips to loop. Click the corresponding entry in the Stage Tree.

All Key Frames including the pauses in between and before are taken into account during
play back, for example, pause - clip 1- pause - clip 2 loops as such.

To Play Single and/or Multiple Clips in Multiple Channels

This is a combination of the use cases described above, with the clips used on several channels.

Video Clip Queue

Video clips can also be queued, providing automatic playback of a series of clips. If no clip is
playing at the moment of clip queue creation, playback of the first clip in the queue starts
immediately. All other clips are played in the sequence they were added to the list. By default,
every clip needs to be played out manually, although it is not required to set their names again.
This behavior can be overridden by clicking the Autorun button, setting it to on.

The current state of the auto-play flag is stored with every queued clip, and can thus be used on
demand.

Video Clip Queue Commands

Commands (n is the clip channel):
Command Description
[...]*CLIPIN*n*NAME CUE name 1in out Adds clip with name to the queue, using 1in

and out as trim in and out points. The
parameters in and out are optional and can

be omitted.
[...]*CLIPIN*n*QUEUE LIST Lists all the clips currently queued.
[...]*CLIPIN*n*QUEUE INSERT name in out Inserts clip name using in and out at
position position in the queue.
[...]*CLIPIN*n*QUEUE REPLACE name 1in out Replaces the clip at position with the new
position one using name, in and out.
[...]*CLIPIN*n*QUEUE DELETE position Deletes the clip at position in the queue.
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Command Description

[...]*CLIPIN*n*QUEUE MOVE source target Moves the clip from position source to
position target in the queue.

[...]*CLIPIN*n*QUEUE FLUSH Removes any and all clips from the play-list.

Example Clip Queue Commands

RENDERER*VIDEO*CLIPIN*n*NAME CUE

MAIN_SCENE*VIDEO*CLIPIN*n*NAME CUE

See Also

For Dual Channel and Trio OneBox set up see Video Clips.
- Supported Codecs
- Video Clips
- Video Clips

7.5.4 Video Clip Playback Considerations

There are two methods to playback Video Clips:

Playback directly in a Clip Channel (see Video Clip Playback)
Playback as a Key Frame in the Stage (see Video Clip Animation in the Stage)

In both methods, the Media Assets all share the same available Clip Channels (1 to 16).

A Clip Channel can only have one video clip applied to it. If Clip Channell is applied to a
Container, and is also applied to a Director in the Stage, the same video clip is shown in the
Container and Stage, and the whichever is set last has priority. When the same Clip Channel is
used in both the Scene Settings and the Stage, the main problem is that, whatever is changed in
one place is reflected in the other. For example, when the out time of the clip is changed in the
Scene Settings (which means the content of the player itself are changed) these changes affect the
clip playback in the Stage as well, because it is the same player. In most if not all cases you do not
want this to happen. To have Clip Channels in both the Scene Tree and the Stage use two different
Clip channels (i.e. Clip1 and Clip2), or do not use both methods in one Scene.

Layers

All Scenes, in all layers, also share the same Clip Channels.
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If a Scene is loaded in the Main Layer with a video clip on Clip Channel 3, and a Scene is also
loaded to the Back Layer with a different video clip, but also on Clip3, both Scenes/Layers plays
the last loaded video clip. The one from the Back Layer in this example.

Clip Players

Each Clip Channel holds at least one Clip Player. If pending Clip Player support is enabled for the
Clip Channel, an additional Clip Player is used for play back. Every Clip Player uses up additional
system memory. But seamless transition from one video clip to another Video clip is only possible
with pending Clip Player support enabled.

This section contains the following topics:

Layers
- Clip Players
3 and 4-Point Loops in Clip Player
Example: 4-Point Loop Use
Parameters for 4-Point Loops in the Stage Editor
- General, Mixed and Special Modes
Play Clips with Resolutions Different from Channel
Frame Accurate Clip Playback
- Video Clip Playback Use Cases
Playing Overlay Clips (Not Full Screen)
- Clip with Audio (Not Full Screen)
- Clip with Audio (Full Screen)
- Clip with Audio (Full Screen and 3D Space Transformation)
- Clip Handling
- Slow Motion Playback
Fast Forward and Fast Backward
Flushing Clip Channels
- Settings
Repeat Mode
Reverse Fields
Loop Mode
- Auto Run
- Scripting and Plug-in Interface
- Scripting
Plug-ins
10 Matrix
- Source PAL
- Source 720p
- Source 1080i
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3 and 4-Point Loops in Clip Player

A 4-Point Loop describes a clip that has at least a loop part and an intro or an outro or both. To
define a 4-Point Loop, the loop in and out time code and the number of times the loop part should
be repeated, possibly infinite, are required.

o oo S -

—

& Note: A 3-Point Loop is a clip which has a loop part and only an intro or an outro (see

below).
m

o

The 4-Point Loop features are only supported on video version of Viz Artist and require Matrox
hardware to work (i.e. X.mio, X.open or DSX LE).

& Note: Other supported video hardware use the DirectShow clip player and do not support
4-point-loop clips.

© IMPORTANT! The two clip players need to be configured correctly for the 4-Point Loop to
work correctly (the animation in the Stage must be set to the beginning). Click on the Jump
to beginning of animation button (1) to set the two clip players, to the beginning of the
animation.

S Y N Y T
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Example: 4-Point Loop Use

4-Point Loops can useful in a wide variety of cases where you need to loop a video segment.
Perhaps you do not know in advance exactly how many times you want to loop the video. For
example, let us assume the video clip is a spinning globe animation. You know you have an intro,
but how long the globe should spin, is dependent of the time another scene item is shown, say a
video of the anchor speaking. When the anchor-video is done, you want the spinning globe to exit
the scene.

Parameters for 4-Point Loops in the Stage Editor

Additional fields have been added to the clip setting pane where loop in, loop out and loop count
can be set as shown in the image below. No additional command is needed to start or stop the
loop.

Click on the Clip channel (2) to view the 4-Point Loop parameters.
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During scene-design the values of the 4-Point Loop are recalculated automatically when the Key
Frames are changed by dragging them in the director tree. Any changes made in the entry fields
are reflected in the time line pane to show the real-time length of the clip. When the start or the
end frame of the clip is dragged, it snaps to the nearest possible time code to have an integer loop
count.

General, Mixed and Special Modes

Play Clips with Resolutions Different from Channel

It is possible to play clips even if the resolution is different from the one set for the channel.
However, there are some restrictions to that:

Can only play clips from the same genlock family.
- The clip’s resolution must be of a regular broadcast format. For detailed information on
which combinations are possible check the appendix.
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Frame Accurate Clip Playback

If the clip, in the stage, needs to be played frame accurately, these features need to be set to
active:

First, the pending clip playback support has to active. If not, the clips are not ready when
needed (see the Video Input: Clip Input page in the Configuring Viz section of the Viz Engine
Administrator Guide).

- Additionally the Frame Accurate Viz Commands (FAVC) need to be set to active in Global
Properties (see the Communication page in the Configuring Viz section of the Viz Engine
Administrator Guide).

- And the Command Execution Field Dominance should be set to Odd Retrace Counter (see
Communication -> Global Properties in Viz Configuration)

When using external control applications it may be necessary to tweak the FAVC Bias.

For a scene containing a clip in the stage to play frame accurately it is necessary to use the SCENEx
CUE command, which preloads the first clip Key Frame.

Video Clip Playback Use Cases

With the Clip Channel Media Asset it is possible to play images as DVE or Texture with the Matrox
clip player. Supported image containers are jpg and png. The images have to be available on a
physical disk for this feature to work. One advantage of an image played as a clip, is that the same
features available for a video clip can be used on the image.

Playing Overlay Clips (Not Full Screen)

Playing a clip which is not full screen in size, like a spinning logo, an insert snipe or a special
effect without audio. These are known as overlay clips. To play overlay clips it is recommended to
use the SoftClip clip player. Even though SoftClip can play clips up to HD 1080, it should be mainly
used for overlay clip playback. For full screen playback there is a more efficient clip player
available in Viz. The advantage of the SoftClip clip player is that it can play clips in any pixel size,
aspect ratio or frame rate. SoftClip is based on the VFW (Video for Windows) AVI clip playback
workflow on Windows.

SoftClip is able to play all installed VFW (Video For Windows/AVI) codecs on your computer. There
are dozens of codecs available, each with it’s own advantages and drawbacks. There is no general
rule which codec to use (see Supported Codecs), but it is recommended to use the different types
of Matrox codecs (depending on whether the alpha channel is necessary or not), avi uncompressed
or the freely available HuffYuv codec. SoftClip supports RGBA playback if the codec is able to store
the alpha channel; avi uncompressed supports alpha, also the Matrox Mpg2iFrame&alpha codec
and the HuffYuv codec, just to mention a few.

A typical use case for the SoftClip player would be:

- The playback of a spinning looping logo with alpha channel. The size of this clip could be
around 350x350 pixels

- The playback of an explosion overlay clip with alpha. The size is around 500x500 pixels

- The playback of a snipe/insert with alpha. The size is around 600x150 pixels

Copyright © 2020 Vizrt Page 351


http://documentation.vizrt.com/viz-engine
http://documentation.vizrt.com/viz-engine
http://documentation.vizrt.com/viz-engine
http://documentation.vizrt.com/viz-engine

Viz Artist User Guide - 3.14

& Note: The SoftClip player is not intended for full screen playback.

Clip with Audio (Not Full Screen)

Playing a clip with audio which is not full screen in size, like a strap of an advertiser, a 3D object
transition or an effect or a reveal of an item only.

To play clips which need audio, but do not need to be played back in full screen mode, use MoViz.
MoViz is very similar to SoftClip, with the main difference being that it supports audio. MoViz is
based on the DirectX clip playback workflow on Windows, which means it uses a different library
and codec filters than the SoftClip plug-in.

If you install a VFW codec for avi playback like for SoftClip, it is not guaranteed that your clip also
plays in MoViz, since MoViz is DirectX-based. In general it is very helpful to install the free package
of the main concept codecs, since with this package you get dozens of ffdshow filters for DirectX
for free and this raises the compatibility with which you are able to play regular avi files via MoViz.

To use the full potential of MoViz you should encode clips with ffd instead of avi. If you want to
render clips into ffd, as an example from Adobe After Effects, there is a new section showing up in
the render section named ffd, besides QuickTime and Video for Windows, TGA single frames and
others. In the ffd settings you can select the necessary format, like dv, mpg and many others.

A typical use case for the MoViz player would be:

- The playback of a insert advertiser with audio on the bottom of your screen. The size of this
clip would be something around 720x150 pixels.

- The playback of a ’clip universe’: the animated Viz camera is flying through space and
passes clips.

& Note: The MoViz player is not intended for full screen playback!

Clip with Audio (Full Screen)

Playing a clip with audio in full screen mode, but only using it as a background in my Viz scene.
The clip does not need to be rotated in 3D space.

To play full screen background clips it is recommended to use the Matrox clip channels. The
dimensions and frame rate of these clips must be either HD 1080, HD 720, PAL or NTSC. Any free
pixel size, aspect ratio or frame rate is not supported on the Matrox channels.

If the clip is 2D, meaning there is no transformation/rotation in 3D space needed, then you should
set the Matrox clip channel to DVE. In DVE mode you get the maximal clip quality achievable.

When using DVE mode, do not forget to apply a key function to your Viz items or switch the
renderer to autokey, otherwise they do not show in front of the clip (see Keying Mode).

If you want to use an alpha channel on this clip, use the Matrox Mpg2iFrame&alpha codec and
configure the clip channels in Viz Configuration (see the Viz Engine Administrator Guide) correctly
(activate alpha). Also here it is recommended that you use the Matrox AVI codecs, but the Clip
channels support many more formats than just the Matrox codecs (see Supported Codecs).

A typical use case for the DVE setting would be playback of a clip at it’s best quality, with or
without any overlaying graphics.
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& Note: Using the Matrox clip channels for playback is the most efficient clip playback for full
screen clips.

Clip with Audio (Full Screen and 3D Space Transformation)

Playing a clip with audio in full screen mode and transforming it in 3D space. To play full screen
clips it is recommended that you use the Matrox clip channels. The dimensions and frame rate of
these clips must be either HD 1080, HD 720, PAL or NTSC. Any free pixel size, aspect ratio or
frame rate is not supported on the Matrox channels. To be able to transform the clip in 3D space
you must set the clip channel to Texture. Compared to DVE mode, the clip is slightly more blurred,
but this is essential to avoid noise on the clip texture when moved or rotated in 3D space.

If you want to use an alpha channel on this clip, use the Matrox Mpg2iFrame&alpha codec and
configure your clip channels in Viz Configuration (see the Viz Engine Administrator Guide)
correctly (activate alpha). Also here it is recommended that you use the Matrox AVI codecs, but the
Clip channels support many more formats than just the Matrox codecs (see Supported Codecs).

A typical use case for the Texture setting would be:
- The playback of a clip in 3D space with transformations on rotation, scaling and position.
- The playback of a clip on a 3D object.

& Note: Using the Matrox clip channels for playback is the most efficient clip playback
for full screen clips.

Clip Handling

Slow Motion Playback

A shuttle rate between -1.0 and 1.0 results in the clip playing slower than normal, where negative
values result in a backwards playback.

The actual frame to play is determined by the internal frame counter which is increased on every
grabbed frame.

For a frame rate of 0.3 this would be:

Internal Counter Actual Frame Internal Counter Actual Frame
Internal O Frame O Internal 0.3 Frame O
Internal 0.6 Frame O Internal 0.9 Frame O
Internal 1.2 Frame 1 Internal 1.5 Frame 1
Internal 1.8 Frame 1 Internal 2.1 Frame 2
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Fast Forward and Fast Backward

A shuttle rate <-1.0 or >1.0 results in the clip playing faster than normal, where negative values
result in a backwards playback.

The calculation of the next Frame to be delivered is done the same way as described above using
the set shuttle rate.

Flushing Clip Channels

The FLUSH command can be used to clear the active clip player and reset all parameters to their
default value. All valid clip frames still in the pipeline are cleared as well and black is sent. If the
pending clip player also needs to be cleared, send FLUSH to the PENDING command channel.

Settings

Repeat Mode
Determines how clip playback should behave when paused:

None: Black is played out.

Frame: The last frame is shown, which shows both fields.

Field: Only the last field is shown, copied to first and second field. This setting is only
relevant if the clip’s scan mode is interlaced.

Reverse Fields

This setting is used for smooth playback when playing interlaced clips in reverse. Enabling reverse
fields swaps the playback of first and second field during reverse playback. This setting applies
only to interlaced clips.

Loop Mode

If on, the clip loops infinitely between clip in and out times.

Auto Run

If on, the clips start immediately after being loaded and delivering the first frame.

Scripting and Plug-in Interface

Scripting

The scripting interface refers to the plug-in interface and has therefore the same limitations as the
plug-ins have.

To use a clip channel in scripting, first retrieve a channel from the system:
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oClipChannel as ClipChannel = system.GetClipChannel( iChannel )

This object can now be used to control the clip channel:

oClipChannel.SetClipName( "clip.avi" )
oClipChannel.LoopMode = true

oClipChannel.Play(0)

The scripting interface to clip channel allows for the same use cases as the plug-in interface does.

Plug-ins

The plug-in interface provides almost all functions available in the Command Interface. The only
limitation here is, all functions refer to the current scene. The use cases are the same as described
in Video Clip Playback Considerations. Stage use cases cannot be addressed with the plug-in

interface.

IO Matrix
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See Also

- The Stage for Animation

Key Frame Editors

- Channel Editor

7.5.5 Transfer Clips From Viz One
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This section details how to transfer and download video clips from a configured Viz One.

To transfer and download a video clip from Viz One, Viz One must be integrated and configured
with Viz Artist/Engine (see the Viz One and Authentication pages in the Configuring Viz section of
the Viz Engine Administrator Guide and the Viz One Deployment Guide).

To Transfer Viz One Clips

1.

uTh WN

Do the procedure Transfer Clips From Viz One or Transfer Clips From Viz One. When, in the

procedure, a video clip is to be added click

In the Viz One Uri drop down box, select a Viz One to import from.

Enter a search parameter (Viz One files are not shown until an entry is made).

Locate the required file. A preview of the clip is shown in the browser window.

Click Transfer. The video clip is transferred from Viz One and downloaded to the local video

clip library (see Transfer Clips From Viz One).
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Successfully retreved Lo otument

During transfer, the Transfer button (5) in the Viz One Browser is inactive. To add several clips
from Viz One simultaneously, add more Clip Channels. When correctly configured, the traffic light
icon to the right of the drop-down menu is green (2). If the Viz One integration has been
incorrectly configured, the tool-tip for the traffic light icon displays a problem description.

When set to On, the transfer status for each clip channel shows as a progress bar in the Viz One
Transfer Status pane. This pane’s visibility depends on the Mediaftp (File Transfer) and Fsmon (File
System Monitor) services being installed and running, and that the Viz One (MessageQueue
Server) is correctly configured. Please refer to the Viz Engine Administrator Guide for detailed
information on how to configure and install these services.
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7.6 Keying Mode

There are different types of keying modes built into Viz Artist, which can be used with Media
Assets applied as Texture.

7.6.1 Linear Key

Linear key is the standard keying technique, and can be used for most applications. This is a
logical key (enabled by the Key plug-in):

If a video or clip channel is applied to an object, it is treated the same way as if it would be a
static image.

If it is used as a background image, it is the first item to be drawn and all objects in the
scene are drawn on top of it regardless of the key settings in the global section of scene
settings.

If it is set as the foreground image, it is the last item to be drawn and all other objects are
only visible in the parts of the screen where the key/alpha of the video is not 100% (opaque)

7.6.2 Chroma Key

Chroma key is mostly used with a virtual studio.

In chroma keying mode the key/alpha channel for the video source is generated for each field or
frame. When used in a virtual studio, the video source should be dragged into the foreground
image. This way items in the scenes without a key are drawn first followed by the video source and
last items with key information. This drawing order allows for semi transparent objects to be
drawn in front of the talent.

The chroma keyer can also be used to cutout people or objects which were filmed in front of a
blue or green screen for head shots or product placement. For sports applications where only one
color needs to be keyed out the chroma keyer can also be used.

& Note: Each input channel has a freely configurable chroma keyer.

7.6.3 M-zone Key

M-zone key is often used in outdoor sporting events broadcasts.

The multi zone keyer prepares the input video to be keyable by the chroma keyer plug-ins in the
scene tree. It is typically used in sports productions where more than one color needs to be keyed
out. The video source needs to be dragged into the background image in global settings. An
unlimited number of Chroma Keyer plug-ins can be created in the scene, each keying out a
different color.
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7.6.4 Libero Key

If Viz Libero Clips are to be played, the Keyer must be set to Libero. This way the chroma key
settings from the Viz Libero Clip are used. Make sure that the clip comes with the Camera ID (.cid)
, Tracking Data (. trk) and Chroma Key Settings(.col) files.

7.6.5 Keying Best Practices
This section contains information on some best practices when Keying.

- Take advantage of the self-configuration: Before you start to play with the different
parameters, let the system configure by itself. Select a section of the image, which contains
in best case all color tones, you want to key. If you have no foreground objects, you can set
the whole input video as section for the self-configuration.

Modify the keying color: Put your real foreground objects into the Scene. Mostly your objects
still have a blue edge after the self-configuration. To eliminate it, increase the Outer and
Inner UV-Radius. When increasing the Inner UV-Radius have a look at opaque foreground
objects in the video. It is perfectly configured if it cuts off also a little bit of the object. Have
a look at tiny things, like hair or transparent objects and modify the Outer UV-Radius to get
a smooth fade out at the edges of these objects.

Desaturate the blue/green edges: Up till now you have probably had tiny edges around
people or objects which are close to the background color. If you enable color correction by
setting it to blue or green, the color is replaced.

- Add highlights and shadows: By modifying the add highlights and add shadows, borders of
objects show, that you have keyed before by setting the inner and outer radius.

Play around with it: You can either try to improve the keyer by increasing or decreasing the
values, or you just play around with it.

7.6.6 Keying Mode Configuration
The Keying mode parameters are split into six panels.

This section contains the following topics and procedures:

UV Lookup
U-Color/V-Color
Color Correction
Restore Dark Colors/Shadows
Restore Bright Colors
Sample
- To Configure Keying Mode
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UV Lookup

Keying r'||||:||=

UV Lookup Mouse Sampling

UV Lookup: Drag a UV Look up image to the place holder. Click Bl to reset the UV Lookup
image box.

& Note: A UV lookup image is a luminance image of size 256x256.

Mouse Sampling: Collects the chroma information out of a video signal, at the position of
the mouse pointer.

Hold the left mouse button and move the mouse around to add the colors at the mouse
pointer location to the chroma key table. To remove the colors from the chroma key table,
hold down ALT while repeating this procedure.

© IMPORTANT! Chroma Key picking is not supported if the same input source is used
in different scenes loaded as layers within a scene, or if GPU Direct is enabled in Viz
Config.

- Save: Saves a modified UV LookUp image.
- Clear: Removes the current UV LookUp texture from the current scene (no colors are
removed from the image).
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U-Color/V-Color

U-Color ) |': |_ V-Color
Inner UW-Diameter ). ; |_ Cuter UW-Diameter

U

U-Color and V-Color: Sets the background color in the YUV color space. The point set by
these two parameters is the reference for the next parameters, which determine the colors
to remove.

Inner UV-Diameter/ Outer UV-Diameter: Removes all colors between the point defined by
the U and V-Color and the Inner UV-Diameter completely. For all colors between the Inner
UV-Diameter and the Outer UV-Diameter, the transparency is set to a value between 0% and
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100%.

" Transparency
100% |~
*__ Gain
;_r Offset ...’J
.r'l’ ",’
K L Distance to the UV-
Py < Reference point
0% ¥ = —
Inner UY- Quter UV-
Radius Radius

Color Correction

Color Correction is especially helpful to remove chroma bleed.

[ Yallow Gem

Color Correction: High Gain values for all these parameters mean that nearly all tones of this
color remain unchanged. Low Gain values signify that this tone is removed completely from
the image. Blue or green colors can be removed completely from the image:

Off: Turns off Color Correction.

Blue: Activates the parameters for Cyan and Magenta Gain.

Green: Activates the parameters for Cyan and Yellow Gain.

Brightness: Sets the gain value of the Chroma Key area as required, in relation to the
background. Useful, for instance, for tuning the video going through the chroma keyer if the
light in the studio changes in a virtual studio setup. Value 1 means keep the original
intensity, below 1 means darker, above 1 brightens.

Restore Dark Colors/Shadows

Dark Colors/Shadows

omplete Restoration to

Restore Dark Colors/Shadows: When set to Active all pixels with a luminance lower than
complete restoration to the key/alpha make the pixel 100% opaque.

A pixel with a luminance between Complete Restoration to and Zero Restoration from the
key value is interpolated between 0 and 100%. This key is compared with the results of the
Chroma Key and the higher value is used. The key value of a pixel where the luminance is
higher than Zero Restoration from remains unchanged. Gain can be used to darken dark
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colors even more, if it is set below 1.0. Gain is only applied to pixels with luminance
between o and Zero Restoration To.

@ Tip: Gain is useful in a virtual studio, where the set design uses dark colors in a
shadow, but when seen through the camera the shadow is lighter, in color, than the
floor. A darker shadow makes the final composition more believable.

Restore Bright Colors

Restore Bright Colors: When set to Active all pixels with a luminance higher than complete
restoration to the key/alpha makes the pixel 100% opaque.
For a pixel with a luminance between Complete Restoration to and Zero Restoration from,
the key value is interpolated between 0 and 100%. This key is compared with the results of
the Chroma Key and the higher value is used. The key value of a pixel where the luminance
is lower than Zero Restoration from remains unchanged. Gain can be used to make bright
colors show even brighter. Gain is only applied to pixels with a luminance between 1
and Zero Restoration To.

| Luminance |

Innar Shadows Quter Shadows Quter Highlights Inner Highlights

Sample

The Sample functions define a section in the video input, which can make the Chroma Key results
more accurate.

Press Sample Now to start the self-configuration.

Sample With UV Lookup:
Sets the Sample X/Y coordinates: The x/y position on the screen to select the picking
color. Not used.
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Sample Without UV Lookup:

Sets the Sample X/Y coordinates: The x/y position on the screen to select the picking

color.
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Sample Width

Amale Height

To Configure Keying Mode

1. Click Built Ins.
2. Click the Media Assets tab.

3. In the Properties panel click the Scene Settings tab

4. Click the Global Settings tab.
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5. Select a Media Asset and drag it onto the Background Image or Foreground Image drop-

ServariStape | +Trox Stage

| Slntal et

Fareground

6. Click on the Media Asset in the Media Asset Manager (this opens the Media Asset tab in
the Scene Settings panel).

DVE

IVM edia Assets

7. In the Keying Mode row, click the relevant button to enable a keying method. Options are:
Linear Key
Chroma Key
M-zone Key
Libero Key
Difference Key

& Note: To use the M-zone key, the Chroma Keyer plug-in must also be used. Drag the
Chroma Keyer plug-in to the container which holds the video texture in the Scene

Tree.

Mode row, click the arrow (1) to open up the Keying Mode Configuration.

8. In the Keying

Cut Time

Clip Control |00:00:00:00 |_|_|_|T|_|_ |—

Autorun Loop Mode ! Reversze Field | Upzcale Lumz |Off

Keying Mode w M-Zone Libero
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9. Configure the U-Color and V-Color (set the background color in the YUV color space). The
point set by these two parameters is the reference for the next parameters, which determine
the colors to remove.

All colors between the point defined by the U-Color and V-Color and the Inner UV-
Diameter is removed completely, and all colors between the Inner UV-Diameter and
the Outer UV-Diameter the transparency is set to a value between 0% and 100%.

10. Configure the Sample X/Y coordinates and the Sample Width/Height (Upper Radius/Lower
Radius with UV Lookup). These parameters define a section of the background in the video-
input. Press Sample Now to start the self-configuration.

11. Configure Color Correction. This can help to completely remove the blue or green colors
from the image.

12. Configure the Luminance Control:

Restore Dark Colors/Shadows: All pixels with a luminance lower than complete
restoration to the key/alpha makes the pixel 100% opaque.
Restore Bright Colors: All pixels with a luminance higher than Complete Restoration

to the key/alpha makes the pixel 100% opaque.

7.7 Seamless Input Channel Switcher

This feature works as a software enabled video and audio crossbar (a coordinated switching
system). In earlier versions of Viz Engine every video channel was bound to one physical video in a
channel. The use of another physical input was only possible if the setting in the Viz Configuration
was changed.

Seamless input channel switching changes this binding seamlessly, even during play out. It is also
possible to use more inputs than the number of licensed channels, for example, if a video card is
equipped with an X.RIO card. However, only the number of licensed channels can be used
simultaneously. At the moment the switching is only possible with commands.

& Note: Seamless switching is available for X.mio, X.mio2 and X.RIO cards.

The initial setting is defined by the configuration. In run time change the used video input channel
with the commands listed here:

Operation Command Description
Change the Input RENDERER*VIDEO*VIDEOINx  Sets video channel 1 to use physical
Channel 1%LEASE SET B input B as its source. If used during play

out, the change happens at the next
frame. If you try to lease an invalid
channel or a channel that is currently
used by another Viz Engine input, you
get Invalid as a result.

Check the Input RENDERER*VIDEO*VIDEOINx  Checks which physical input is currently
Channel 2%LEASE GET mapped to Viz Engine channel 2.
Release the Input RENDERER*VIDEO*VIDEOINx  Releases the currently captured physical
Channel 1*LEASE RELEASE input channel.
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Operation Command Description
Get the Free Physical RENDERER*VIDEO*VIDEOIN*  Lists the free physical inputs as a comma
Inputs 3%FREE_DEVICES GET separated list (e.g. A, C, E, F).

7.8 Supported Codecs

This section details the supported Codecs for all supported Video Cards used by Vizrt.

7.8.1 Matrox Codecs

The Matrox X.mio series cards all support a selection of different codecs for both SD and HD.
Certain codecs require certain card classes. Depending on the card class, a license upgrade may be
required to extend the range of codecs supported by the installed video card. The Matrox video
cards have a built-in license dongle used by the Matrox codecs to determine licensing rights.

For the Matrox X.mio, X.mio2 and X.mio2 Plus video cards, the following classes apply:
- 6000 class: SD codecs only. No D10.

8000 class: SD, HD, D10 and D12 codecs.

8500 class: SD, HD, D10 and D12 codecs, and Apple ProRes playback capabilities.
For the Matrox X.mio3 and DSX LE 4 video cards, the following classes apply:

100 class: No clip playback.

500 class: SD and HD clip playback.

550 class: SD and HD clip playback, including support for Apple ProRes codecs.

All codecs are implemented in the software.

7.8.2 QuickTime Codecs for the Viz Artist/Engine 64-bit Platform

Although QuickTime is natively supported by the Matrox clip player, which is available with any
Matrox video card or Matrox X.Open dongle, the QuickTime player cannot be used as fallback
device on a 64-bit Viz Engine. A 64-bit Viz Engine requires Matrox hardware to utilize QuickTime
codecs for clip playback and post-rendering with MatroxFileWriter and ClipOut channel.

The following QuickTime codecs are supported:

RLE (animation): (Playback only)
H264
- Apple ProRes
HDV
- XDCam
DVCPro
DNxHD - Requires Matrox X.mio2, X.mio2 Plus or X.mio3 Video board

© IMPORTANT! The Codec DNxHD requires its own license, issued by Vizrt.

Matrox cards support the following codec types and formats:
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Matrox Codecs

PAL Codecs
MPEG2 IFrame
MPEG?2 IBP

MJPEG Lossless

DVCAM
- DVCPRO
- XDCAM
H264
ProRes
- Uncompressed
NTSC Codecs
MPEG?2 IFrame
MPEG?2 IBP

MJPEG Lossless

DVCAM
DVCPRO
- XDCAM
H264
ProRes
- Uncompressed

- QuickTime Codecs for the Viz Artist/Engine 64-bit Platform

720p50 and 720p59.94 (60M) Codecs

MPEG?2 IFrame
MPEG?2 IBP
DVCPRO HD
HDV

- XDCAM HD

- DNxHD

- AVC-Intra
H264
ProRes
- Uncompressed

1080i25 and 1080i29.97 (30M) Codecs

MPEG?2 IFrame
MPEG?2 IBP
DVCPRO HD

- HDV

- XDCAM HD

- DNxHD

- AVC-Intra
H264
ProRes
- Uncompressed

1080p50 and 1080p59.94 (60M) Codecs
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MPEG?2 IFrame
ProRes

2160p UHDTV Codecs

MPEG?2 IFrame
ProRes

- XAVC

- QuickTime Writer plug-in Codecs

DVS and Bluefish Codecs

7.8.3 PAL Codecs

MPEG2 IFrame

Container

.avi

.avi

MPEG2 IBP

Container

.avi

.avi

Codec

MPEG?2-
IFrame422720x576

MPEG2-
IFrame4224720x57
6

Codec

MPEG?2 IBP SD 4:2:0,
itemary, Program,
Transport720x576

MPEG2 IBP SD 4:2:2,
itemary, Program,
Transport720x576

Features

Alpha: noBitrate:
10-50Bitdepth: 8VBI: N/
ATimecode: N/A

Alpha: yesBitrate:
10-50Bitdepth: 8VBI: N/
ATimecode: N/A

Features

Alpha: noBitrate:
1-15Bitdepth: 8VBI: N/
ATimecode: N/A

Alpha: noBitrate:
5-50Bitdepth: 8VBI: N/
ATimecode: N/A
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Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
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Container

.mxf

.mxf

Codec Features

MPEG2 IBP SD 4:2:0, Alpha: noBitrate:
itemary, Program, 1-15Bitdepth: 8VBI: N/
Transport720x576 ATimecode: N/A
MPEG2 IBP SD 4:2:2, Alpha: noBitrate:
itemary, Program, 5-50Bitdepth: 8VBI: N/
Transport720x576 ATimecode: N/A

MJPEG Lossless

Container

.avi

DVCAM

Container

.avi

.dv

Codec Features

MJPEG Alpha: noBitrate:
Lossless720x576 160Bitdepth: 8VBI: N/
ATimecode: N/A

Codec Features
DV/DVCAM Alpha: noBitrate:
4:2:0720x576 25Bitdepth: 8VBI: N/

ATimecode: N/A

DVCAM Alpha: noBitrate:
4:2:0720x576 25Bitdepth: 8VBI: N/
ATimecode: N/A
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Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 16 in
16bit; 48kHz
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Container

.mov

.mxf (OP1a)

DVCPRO

Container

.avi

.avi

.dv

.dv

.mov

Codec

DVCAM
4:2:0720x576

DVCAM
4:2:0720x576

Codec

DVCPRO

4:1:1720x576

DVCPRO 50
4:2:2720x576

DVCPRO

4:1:1720x576

DVCPRO 50
4:2:2720x576

DVCPRO

4:1:1720x576

Features

Alpha: noBitrate:
25Bitdepth: 8VBI: N/
ATimecode: N/A

Alpha: noBitrate:
25Bitdepth: 8VBI: N/
ATimecode: N/A

Features

Alpha: noBitrate:
25Bitdepth: 8VBI:
ATimecode: N/A

Alpha: noBitrate:
50Bitdepth: 8VBI:
ATimecode: N/A

Alpha: noBitrate:
25Bitdepth: 8VBI:
ATimecode: N/A

Alpha: noBitrate:
50Bitdepth: 8VBI:
ATimecode: N/A

Alpha: noBitrate:
25Bitdepth: 8VBI:
ATimecode: N/A
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Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 4 ch: 16 in
16bit; 48kHz

Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 16 in
16bit; 48kHz

No AudioPCM:- 2 ch: 16 in
16bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
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Container Codec Features Audio
.mov DVCPRO 50 Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
4:2:2720x576 50Bitdepth: 8VBI: N/ 32bit; 48kHz- 4 ch: 24 in
ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf (OP1a) DVCPRO Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
4:1:1720x576 25Bitdepth: 8VBI: N/ 32bit; 48kHz- 4 ch: 24 in
ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf (OP1a) DVCPRO 50 Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
4:2:2720x576 50Bitdepth: 8VBI: N/ 32bit; 48kHz- 4 ch: 24 in
ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf Panasonic P2 DVCPRO Alpha: noBitrate: No Audio
(OP-Atom) 4:1:1720x576 25Bitdepth: 8VBI: N/
ATimecode: N/A
.mxf Panasonic P2  DVCPRO 50 Alpha: noBitrate: No Audio
(OP-Atom) 4:2:2720x576 50Bitdepth: 8VBI: N/
ATimecode: N/A
XDCAM
Container Codec Features Audio
.mxf XDCAM D10 (IMX) Alpha: noBitrate: AES3- 4 ch: 24 in 32bit;
(OP1a) 4:2:2720x608 50Bitdepth: 10VBI: 48kHz- 8 ch: 24 in 32bit;

requiredTimecode: 48kHz

required
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H264
Container Codec Features
.mov H.264/ Alpha: noBitrate:
AVC720x576 VBRBitdepth: 8VBI: N/
ATimecode: N/A
ProRes
Container Codec Features
.mov ProRes Alpha: no Bitrate:
422720x576 42Bitdepth: 8VBI: N/
ATimecode: N/A
.mov ProRes 422 HQ Alpha: noBitrate:
720x576 63Bitdepth: 8VBI: N/
ATimecode: N/A
Uncompressed
Container Codec Features
.avi Uncompressed YUVU  Alpha: noBitrate:
4:2:2720x576 160Bitdepth: 8VBI: N/
ATimecode: N/A
.avi Uncompressed Alpha: yesBitrate:
YUAVUA 240Bitdepth: 8VBI: N/
4:2:2:4720x576 ATimecode: N/A
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Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in 32bit;
48kHz- 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in 32bit;
48kHz

Audio

No Audio- 2 ch: 24 in 32bit;
48kHz- 4 ch: 24 in 32bit;
48kHz- 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in 32bit;
48kHz

No Audio- 2 ch: 24 in 32bit;
48kHz- 4 ch: 24 in 32bit;
48kHz- 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in 32bit;
48kHz

Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
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7.8.4 NTSC Codecs

MPEG?2 IFrame

Container

.avi

.avi

MPEG2 IBP

Container

.avi

.avi

.mxf (OP1a)

Codec

MPEG2-
IFrame422720x480

MPEG?2-
IFrame4224720x48
0

Codec

MPEG2 IBP SD 4:2:0,
itemary, Program,
Transport720x480

MPEG?2 IBP SD 4:2:2,
itemary, Program,
Transport720x480

MPEG?2 IBP SD 4:2:0,
itemary, Program,
Transport720x480

Features

Alpha: noBitrate:
10-50Bitdepth: 8VBI: N/
ATimecode: N/A

Alpha: yesBitrate:
10-50Bitdepth: 8VBI: N/
ATimecode: N/A

Features

Alpha: noBitrate:
1-15Bitdepth: 8VBI: N/
ATimecode: N/A

Alpha: noBitrate:
5-50Bitdepth: 8VBI: N/
ATimecode: N/A

Alpha: noBitrate:
1-15Bitdepth: 8VBI: N/
ATimecode: N/A
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Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

Audio

No AudioPCM:- 2 ch: 24 in

32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in

32bit; 48kHz- 16 ch: 24 in

32bit; 48kHz

No AudioPCM:- 2 ch: 24 in

32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in

32bit; 48kHz- 16 ch: 24 in

32bit; 48kHz

No AudioPCM:- 2 ch: 24 in

32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in

32bit; 48kHz- 16 ch: 24 in

32bit; 48kHz
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Container

.mxf (OP1a)

Codec

MPEG2 IBP SD 4:2:2,
itemary, Program,

MJPEG Lossless

Container

.avi

DVCAM

Container

.avi

.dv

.mov

.mxf (OP1a)

Transport720x480

Codec

MJPEG

Lossless720x480

Codec

DV/DVCAM
4:1:1720x480

DV/DVCAM
4:1:1720x480

DVCAM
4:1:1720x480

DVCAM
4:1:1720x480

Features

Alpha: noBitrate:

5-50Bitdepth: 8VBI: N/

ATimecode: N/A

Features

Alpha: noBitrate:
VBRBitdepth: 8VBI: N/
ATimecode: N/A

Features

Alpha: noBitrate:
25Bitdepth: 8VBI: N/
ATimecode: N/A

Alpha: noBitrate:
25Bitdepth: 8VBI: N/
ATimecode: N/A

Alpha: noBitrate:
25Bitdepth: 8VBI: N/
ATimecode: N/A

Alpha: noBitrate:
25Bitdepth: 8VBI: N/
ATimecode: N/A
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Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

Audio

No AudioPCM:- 2 ch: 24 in

32bit; 48kHz
32bit; 48kHz
32bit; 48kHz

-4 ch: 24 in
-8ch: 24 in
-16 ch: 24 in

32bit; 48kHz

Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 16 in
16bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 4 ch: 16 in
16bit; 48kHz
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Container

.mxf Panasonic P2

(OP-Atom)

DVCPRO

Container

.avi

.avi

.dv

.dv

.mov

.mov

Codec

DV/DVCAM
4:1:1720x480

Codec

DVCPRO
4:1:1720x480

DVCPRO 50 4:2:2
720x480

DVCPRO
4:1:1720x480

DVCPRO 50
4:2:2720x480

DVCPRO
4:1:1720x480

DVCPRO 50
4:2:2720x480

Features

Alpha: noBitrate:

25Bitdepth: 8VBI: N/

ATimecode: N/A

Features

Alpha: noBitrate:

25Bitdepth: 8VBI:

ATimecode: N/A

Alpha: noBitrate:

50Bitdepth: 8VBI:

ATimecode: N/A

Alpha: noBitrate:

25Bitdepth: 8VBI:

ATimecode: N/A

Alpha: noBitrate:

50Bitdepth: 8VBI:

ATimecode: N/A

Alpha: noBitrate:

25Bitdepth: 8VBI:

ATimecode: N/A

Alpha: noBitrate:

50Bitdepth: 8VBI:

ATimecode: N/A
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Audio

No Audio

Audio

No AudioPCM:- 2 ch: 24 in

32bit; 48kHz
32bit; 48kHz
32bit; 48kHz
32bit; 48kHz

-4 ch: 24 in
-8ch: 24 in
-16 ch: 24 in

No AudioPCM:- 2 ch: 24 in

32bit; 48kHz
32bit; 48kHz
32bit; 48kHz
32bit; 48kHz

-4 ch: 24 in
-8ch: 24 in
-16 ch: 24 in

No AudioPCM:- 2 ch: 16 in

16bit; 48kHz

No AudioPCM:- 2 ch: 16 in

16bit; 48kHz

No AudioPCM:- 2 ch: 24 in

32bit; 48kHz
32bit; 48kHz
32bit; 48kHz
32bit; 48kHz

-4 ch: 24 in
-8ch: 24 in
-16 ch: 24 in

No AudioPCM:- 2 ch: 24 in

32bit; 48kHz
32bit; 48kHz
32bit; 48kHz
32bit; 48kHz

-4 ch: 24 in
-8 ch: 24 in
-16 ch: 24 in
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Container

.mxf

.mxf

.mxf Panasonic P2

(OP-Atom)

.mxf Panasonic P2

(OP-Atom)

XDCAM

Container

.mxf XDCAM
(OP1a)

H264

Container

.mov

Codec

DVCPRO
4:1:1720x480

DVCPRO 50

Features

Alpha: noBitrate:
25Bitdepth: 8VBI: N/
ATimecode: N/A

Alpha: noBitrate:

Viz Artist User Guide - 3.14

Audio

No AudioPCM:- 2 ch: 24 in

32bit; 48kHz
32bit; 48kHz
32bit; 48kHz
32bit; 48kHz

-4 ch: 24 in
-8ch: 24 in
-16 ch: 24 in

No AudioPCM:- 2 ch: 24 in

4:2:2720x480 50Bitdepth: 8VBI: N/ 32bit; 48kHz- 4 ch: 24 in
ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
DVCPRO Alpha: noBitrate: No Audio
4:1:1720x480 25Bitdepth: 8VBI: N/
ATimecode: N/A
DVCPRO 50 Alpha: noBitrate: No Audio
4:2:2720x480 50Bitdepth: 8VBI: N/
ATimecode: N/A
Codec Features Audio
D10 (IMX) Alpha: no Bitrate: 30, 40, AES3- 4 ch: 24 in 32bit;

4:2:2720x512 50Bitdepth: 10VBI:

requiredTimecode:

required
Codec Features
H.264/ Alpha: noBitdepth: 8VBI:
AVC720x480 N/ATimecode: N/A

Copyright © 2020 Vizrt

48kHz- 8 ch: 24 in 32bit;
48kHz

Audio

No AudioPCM:- 2 ch: 24 in 32bit;
48kHz- 4 ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit; 48kHz- 16 ch:

24 in 32bit; 48kHz
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ProRes
Container Codec Features Audio
.mov ProRes Alpha: noBitrate: 42 No Audio- 2 ch: 24 in 32bit;
422720x486 Bitdepth: 8 VBI: N/A 48kHz- 4 ch: 24 in 32bit;
Timecode: N/A 48kHz- 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in 32bit;
48kHz
.mov ProRes 422 Alpha: no Bitrate: 63 No Audio- 2 ch: 24 in 32bit;
HQ720x486 Bitdepth: 8 VBI: N/A 48kHz- 4 ch: 24 in 32bit;
Timecode: N/A 48kHz- 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in 32bit;
48kHz
Uncompressed
Container Codec Features Audio
.avi Uncompressed YUVU  Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
4:2:2720x480 160Bitdepth: 8VBI: N/ 32bit; 48kHz- 4 ch: 24 in
ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
.avi Uncompressed Alpha: yesBitrate: No AudioPCM:- 2 ch: 24 in
YUAVUA 240Bitdepth: 8VBI: N/ 32bit; 48kHz- 4 ch: 24 in
4:2:2:4720x480 ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
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7.8.5

MPEG?2 IFrame

Container

.avi

.avi

MPEG2 IBP

Container

.avi

.avi

.mxf (OP1a)

Codec

MPEG2-
IFrame4221280x72
0

MPEG?2-
IFrame42241280x7
20

Codec

MPEG?2 IBP HD 4:2:0,
itemary, Program,
Transport1280x720

MPEG2 IBP HD 4:2:2,
itemary, Program,
Transport1280x720

MPEG2, IBP HD 4:2:0,
itemary, Program,
Transport1280x720

720p50 and 720p59.94 (60M) Codecs

Features

Alpha: noBitrate:
50-3008Bitdepth: 8VBI: N/
ATimecode: N/A

Alpha: yesBitrate:
50-300Bitdepth: 8VBI: N/
ATimecode: N/A

Features

Alpha: noBitrate:

50-300Bitdepth: 8VBI:

N/ATimecode: N/A

Alpha: noBitrate:

50-3008Bitdepth: 8VBI:

N/ATimecode: N/A

Alpha: noBitrate:

50-3008Bitdepth: 8VBI:

N/ATimecode: N/A
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Audio

No AudioPCM:- 2 ch: 24 in

32bit; 48kHz
32bit; 48kHz
32bit; 48kHz
32bit; 48kHz

-4 ch: 24 in
-8 ch: 24 in
-16 ch: 24 in

No AudioPCM:- 2 ch: 24 in

32bit; 48kHz
32bit; 48kHz
32bit; 48kHz
32bit; 48kHz

-4 ch: 24 in
-8 ch: 24 in
-16 ch: 24 in

Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
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ATimecode: N/A

Copyright © 2020 Vizrt

Container Codec Features Audio
.mxf (OP1a) MPEG2, IBP HD 4:2:2, Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
itemary, Program, 50-300Bitdepth: 8VBI: 32bit; 48kHz- 4 ch: 24 in
Transport1280x720 N/ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
DVCPRO HD
Container Codec Features Audio
.avi DVCPRO Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
HD1280x720 100Bitdepth: 8VBI: N/ 32bit; 48kHz- 4 ch: 24 in
ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
.dv DVCPRO Alpha: noBitrate: No AudioPCM:- 2 ch: 16 in
HD1280x720 100Bitdepth: 8VBI: N/ 16bit; 48kHz
ATimecode: N/A
.mov DVCPRO Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
HD1280x720 100Bitdepth: 8VBI: N/ 32bit; 48kHz- 4 ch: 24 in
ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf (OP1a) DVCPRO Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
HD1280x720 100Bitdepth: 8VBI: N/ 32bit; 48kHz- 4 ch: 24 in
ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf Panasonic P2 DVCPRO Alpha: noBitrate: No Audio
(OP-Atom) HD1280x720 100Bitdepth: 8VBI: N/
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HDV

Container

.mov

XDCAM HD

Container

.mov

.mov

.mp4

.mxf XDCAM
(OP1a)

.mxf XDCAM
(OP1a)
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Audio

No AudioPCM:- 2 ch: 24 in 32bit;
48kHz- 4 ch: 24 in 32bit; 48kHz-
8 ch: 24 in 32bit; 48kHz- 16 ch:

24 in 32bit; 48kHz

Codec Features
HDV1280x720 Alpha: noBitrate:
25Bitdepth: 8VBI: N/
ATimecode: N/A
Codec Features

XDCam EX1280x720

XDCam HD
4221280x720

XDCam EX1280x720

XDCAM HD, IBP HD
4:2:0,itemary,
Program,
Transport1280x720

XDCAM HD422, IBP HD
4:2:2, 1280x720

Alpha: noBitrate:
25CBR, 35VBRBitdepth:
8VBI: N/ATimecode: N/
A

Alpha: noBitrate:
18-35Bitdepth: 8VBI:
N/ATimecode: N/A

Alpha: noBitrate:
25CBR, 35VBRBitdepth:
8VBI: N/ATimecode: N/
A

Alpha: noBitrate:
25Bitdepth: 8VBI: N/
ATimecode: N/A

Alpha: noBitrate:
50Bitdepth: 8VBI: N/
ATimecode: N/A
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Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 16 in
16bit; 48kHz- 4 ch: 16 in
16bit; 48kHz

PCM:- 8 ch: 24 in 32bit;
48kHz
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DNxHD
Container Codec Features Audio
.mxf (OP-Atom) DNxHD 145, 220, Alpha: noBitrate: No Audio

220x1280x720 100Bitdepth: 8, TOVBI:

N/ATimecode: N/A

.mxf (OP1a) DNxHD 145, 220, Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
220x1280x720 100Bitdepth: 8, T0VBI: 32bit; 48kHz- 4 ch: 24 in
N/ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
.mov DNxHD Alpha: noBitrate: 36, No AudioPCM:- 2 ch: 24 in
4:2:21280x720 145, 220Bitdepth: 8; 32bit; 48kHz- 4 ch: 24 in
10VBI: N/ATimecode: N/  32bit; 48kHz- 8 ch: 24 in
A 32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
AVC-Intra
Container Codec Features Audio
.mxf (OP1a) AVClntra Class Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
501280x720 50Bitdepth: 8VBI: N/ 32bit; 48kHz- 4 ch: 24 in
ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf (OP1a) AVClntra Class Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
1001280x720 100Bitdepth: 8VBI: N/ 32bit; 48kHz- 4 ch: 24 in
ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf Panasonic P2  AVClntra Class Alpha: noBitrate: No Audio

(OP-Atom)

501280x720

50Bitdepth: 8VBI: N/
ATimecode: N/A
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Container

.mxf Panasonic P2

(OP-Atom)

H264

Container

.mov

.mp4

ProRes

Container

.mov

.mov

Codec Features
AVCintra Class Alpha: noBitrate:
1001280x720 100Bitdepth: 8VBI: N/
ATimecode: N/A
Codec Features
H.264/ Alpha: noBitrate:
AVC1280x720 VBRBitdepth: 8; TOVBI: N/
ATimecode: N/A
XDCAM Alpha: noBitrate:
EX1280x720 VBRBitdepth: 8; TOVBI: N/
ATimecode: N/A
Codec Features
I-Frame Alpha: noBitrate: 100 (LT),

4:2:21280x720

I-Frame
4:4:4:41280x720

147, 220 (HQ)Bitdepth:
10VBI: N/ATimecode: N/A

Alpha: yesBitrate:
VBRBitdepth: 8, 10VBI: N/
ATimecode: N/A
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Audio

No Audio

Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in 32bit;
48kHz- 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in 32bit;

48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in 32bit;
48kHz- 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in 32bit;

48kHz

Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in

32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in

32bit; 48kHz
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Uncompressed
Container Codec Features
.avi Uncompressed YUVU  Alpha: noBitrate:
4:2:21280x720 700Bitdepth: 8VBI: N/
ATimecode: N/A
.avi Uncompressed Alpha: yesBitrate:
YUAVUA 1050Bitdepth: 8VBI: N/
4:2:2:41280x720 ATimecode: N/A

7.8.6 1080i25 and 1080i29.97 (30M) Codecs

MPEG2 IFrame

Container Codec Features

.avi MPEG2- Alpha: noBitrate:
IFrame4221920x10 50-300Bitdepth: 8VBI: N/
80 ATimecode: N/A

.avi MPEG2- Alpha: yesBitrate:
IFrame42241920x1 50-300Bitdepth: 8VBI: N/
080 ATimecode: N/A
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Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
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MPEG2 IBP

Container

.avi

.avi

.mxf (OP1a)

.mxf (OP1a)

DVCPRO HD

Container

.avi

.dv

Codec

MPEG?2 IBP HD 4:2:0,
itemary, Program,
Transport1920x1080

MPEG2 IBP HD 4:2:2,
itemary, Program,
Transport1920x1080

MPEG?2, IBP HD 4:2:0,
itemary, Program,
Transport1920x1080

MPEG2, IBP HD 4:2:2,
itemary, Program,
Transport1920x1080

Codec

DVCPRO
HD1920x1080

DVCPRO
HD1920x1080

Features

Alpha: noBitrate:

50-3008Bitdepth: 8VBI:

N/ATimecode: N/A

Alpha: noBitrate:

50-300Bitdepth: 8VBI:

N/ATimecode: N/A

Alpha: noBitrate:

50-300Bitdepth: 8VBI:

N/ATimecode: N/A

Alpha: noBitrate:

50-300Bitdepth: 8VBI:

N/ATimecode: N/A

Features

Alpha: noBitrate:
100Bitdepth: 8VBI: N/
ATimecode: N/A

Alpha: noBitrate:
100Bitdepth: 8VBI: N/
ATimecode: N/A
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Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 16 in
16bit; 48kHz
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Container Codec Features Audio
.mov DVCPRO Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
HD1440x1080 100Bitdepth: 10VBI: N/ 32bit; 48kHz- 4 ch: 24 in
ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf (OP-Atom) DVCPRO Alpha: noBitrate: No Audio

HD1440x1080 100Bitdepth: 10VBI: N/
ATimecode: N/A

.mxf (OP1a) DVCPRO Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
HD1440x1080 100Bitdepth: 10VBI: N/ 32bit; 48kHz- 4 ch: 24 in
ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
HDV
Container Codec Features Audio
.mov HDV1440x1080 Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
25Bitdepth: 8VBI: N/ 32bit; 48kHz- 4 ch: 24 in 32bit;
ATimecode: N/A 48kHz- 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in 32bit;
48kHz
XDCAM HD
Container Codec Features Audio
.mov XDCam EX1920x1080 Alpha: noBitrate: 25CBR, No AudioPCM:- 2 ch: 24 in
35VBRBitdepth: 8VBI: N/ 32bit; 48kHz- 4 ch: 24 in
ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
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Container Codec Features Audio
.mov XDCam HD1440x1080  Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
35Bitdepth: 8VBI: N/ 32bit; 48kHz- 4 ch: 24 in
ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
.mov XDCam HD Alpha: noBitrate: PCM:- 2 ch: 24 in 32bit;
4221920x1080 18-35Bitdepth: 8VBI: N/ 48kHz- 4 ch: 24 in 32bit;
ATimecode: N/A 48kHz- 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in 32bit;
48kHz
.mp4 XDCam EX 1920x1080  Alpha: no Bitrate: No AudioPCM:- 2 ch: 24 in
25CBR, 35VBR Bitdepth: = 32bit; 48kHz- 4 ch: 24 in
8 VBI: N/A Timecode: N/ 32bit; 48kHz- 8 ch: 24 in
A 32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
.mp4 XDCAM EX1920x1080  Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
VBRBitdepth: 8; 10VBI: 32bit; 48kHz- 4 ch: 24 in
N/ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf (OP1a) XDCAM HD,IBP HD Alpha: noBitrate: No AudioPCM:- 2 ch: 16 in
4:2:0,itemary,Program, 25Bitdepth: 8VBI: N/ 16bit; 48kHz- 4 ch: 16 in
Transport1920x1080 ATimecode: N/A 16bit; 48kHz
DNxHD
Container Codec Features Audio
.mxf (OP-Atom) DNxHD 145, 220, Alpha: noBitrate: No Audio

220x 1920x1080 100Bitdepth: 8, TOVBI:

N/ATimecode: N/A

.mxf (OP1a) DNxHD 145, 220,

220x1920x1080

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

Alpha: noBitrate:
100Bitdepth: 8, TOVBI:
N/ATimecode: N/A
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Container Codec Features Audio
.mov DNxHD Alpha: noBitrate: 36, No AudioPCM:- 2 ch: 24 in
4:2:21920x1080 145, 220Bitdepth: 8; 32bit; 48kHz- 4 ch: 24 in
10VBI: N/ATimecode: N/ 32bit; 48kHz- 8 ch: 24 in
A 32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
AVC-Intra
Container Codec Features Audio
.mxf (OP-Atom) AVClIntra Class Alpha: noBitrate: No Audio
501440x1080 50Bitdepth: 10VBI: N/

ATimecode: N/A

.mxf (OP-Atom) AVClintra Class 100 Alpha: noBitrate: No Audio
1920x1080 100Bitdepth: 10VBI: N/
ATimecode: N/A

.mxf (OP1a) AVClntra Class Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
501440x1080 50Bitdepth: 8VBI: N/ 32bit; 48kHz- 4 ch: 24 in
ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
.mxf (OP1a) AVClntra Class Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
1001920x1080 100Bitdepth: 8VBI: N/ 32bit; 48kHz- 4 ch: 24 in
ATimecode: N/A 32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
H264
Container Codec Features Audio
.mov H.264/ Alpha: noBitrate: No AudioPCM:- 2 ch: 24 in
AVC1920x1080 VBRBitdepth: 8; TOVBI: N/ 32bit; 48kHz- 4 ch: 24 in 32bit;
ATimecode: N/A 48kHz- 8 ch: 24 in 32bit;
48kHz- 16 ch: 24 in 32bit;
48kHz
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ProRes
Container Codec
.mov I-Frame
4:2:21920x1080
.mov I-Frame
4:4:4:41920x1080
Uncompressed
Container Codec
.avi Uncompressed YUVU
4:2:21920x1080
.avi Uncompressed
YUAVUA

4:2:2:41920x1080

Features

Alpha: noBitrate: 100 (LT),
147, 220 (HQ)Bitdepth:
10VBI: N/ATimecode: N/A

Alpha: yesBitrate:
VBRBitdepth: 8, 10VBI: N/
ATimecode: N/A

Features

Alpha: noBitrate:
800Bitdepth: 8VBI: N/
ATimecode: N/A

Alpha: yesBitrate:
1200Bitdepth: 8VBI: N/
ATimecode: N/A
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Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
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MPEG?2 IFrame

Container

.avi

.avi

ProRes

Container

.mov

.mov

Codec

MPEG2-
IFrame4221920x10
80

MPEG?2-
IFrame42241920x]1
080

Codec

I-Frame 4:2:2
1920x1080

I-Frame 4:4:4:4
1920x1080

1080p50 and 1080p59.94 (60M) Codecs

Features

Alpha: noBitrate:
50-3008Bitdepth: 8VBI: N/
ATimecode: N/A

Alpha: yesBitrate:
50-300Bitdepth: 8VBI: N/
ATimecode: N/A

Features

Alpha: noBitrate: 147,
220Bitdepth: 10VBI: N/
ATimecode: N/A

Alpha: yesBitrate:
VBRBitdepth: 8, TOVBI: N/
ATimecode: N/A
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Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

Audio

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

No AudioPCM:- 2 ch: 24 in
32bit; 48kHz- 4 ch: 24 in
32bit; 48kHz- 8 ch: 24 in
32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz
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7.8.8 2160p UHDTV Codecs

MPEG?2 IFrame

Container

.avi

.avi

ProRes

Container

.mov

.mov

Codec

MPEG2-
IFrame4223840x21
60

MPEG2-
IFrame42243840x2
160

Codec

I-Frame 4:2:2
3840x2160

I-Frame 4:4:4:4
3840x2160

Features

Alpha: noBitrate:

900-1200Bitdepth: 8VBI:

N/ATimecode: N/A

Alpha: yesBitrate:

900-1200Bitdepth: 8VBI:

N/ATimecode: N/A

Features

Alpha: noBitrate:
VBRBitdepth: 10VBI: N/
ATimecode: N/A

Alpha: yesBitrate:

VBRBitdepth: 8, TOVBI: N/

ATimecode: N/A
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Audio

No AudioPCM:- 2 ch: 24 in

32bit; 48kHz
32bit; 48kHz
32bit; 48kHz
32bit; 48kHz

-4 ch: 24 in
-8ch: 24 in
-16 ch: 24 in

No AudioPCM:- 2 ch: 24 in

32bit; 48kHz
32bit; 48kHz
32bit; 48kHz
32bit; 48kHz

Audio

-4 ch: 24 in
-8 ch: 24 in
-16 ch: 24 in

No AudioPCM:- 2 ch: 24 in

32bit; 48kHz
32bit; 48kHz
32bit; 48kHz
32bit; 48kHz

-4 ch: 24 in
-8ch: 24 in
-16 ch: 24 in

No AudioPCM:- 2 ch: 24 in

32bit; 48kHz
32bit; 48kHz
32bit; 48kHz
32bit; 48kHz

-4 ch: 24 in
-8ch: 24 in
-16 ch: 24 in
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XAVC

Container Codec

.mxf (OP1a) H.264 level
5.2,3840x2160

Features

Alpha: noBitrate:
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Audio

No AudioPCM:- 2 ch: 24 in

960Bitdepth: 8, 10, 32bit; 48kHz- 4 ch: 24 in
12VBI: yesTimecode: yes 32bit; 48kHz- 8 ch: 24 in

32bit; 48kHz- 16 ch: 24 in
32bit; 48kHz

© IMPORTANT! Due to its huge amount of required CPU power, it is not recommended to use
this codec. If is to be used, only use the V210 surface format.

7.8.9 QuickTime Writer plug-in Codecs

The QuickTime Writer plug-in supports these QuickTime codecs in the following formats:

Name

Animation

BMP

Cinepak

Component Video

DV - PAL

DV/DVCPRO - NTSC

DVCPRO - PAL

Graphics

H.264

Options

Alpha:

Alpha:

Alpha:

Alpha:

Alpha:

Alpha:

Alpha:

Alpha:

Alpha:
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no

no

no

no

no

no

no

no
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Name

JPEG2k

Motion JPEG A

Motion JPEG B

MPEG-4 Video

Photo - JPEG

Planar RGB

PNG

Sorenson Video

Sorenson Video 3

TGA

TIFF

Uncompressed

Video

7.8.10 DVS and Bluefish Codecs

Options

Alpha: optional

Alpha: no

Alpha: no

Alpha: no

Alpha: no

Alpha: optional

Alpha: optional

Alpha: no

Alpha: no

Alpha: optional

Alpha: optional

Alpha: optional

Alpha: no
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The DVS and Bluefish Video cards support only the Microsoft DirectShow Filter Graph framework to
render video clips. This enables play, for example, of MPEG files or streams from a server. This
means that DVS and Bluefish Video cards can play everything that can be played out by the
Windows Media Player, so it depends on what codecs/DirectShow filters are installed on the

machine.

For more information on how to use video clips see Video Clip Playback Considerations and Video
Clips, in particular, the SoftClip and MoViz plug-ins.
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7.9 Advanced Issues With Video Codecs

Many codecs have specific limitations and only work on certain types of input. It is not possible to
list all things to be aware of, but here are some:

24-bit uncompressed video is valid, but rare. Some programs may have difficulty in reading
such files. Try creating an uncompressed video using RGBA to create a more common 32-bit
uncompressed video.

Not all codecs support both 24-bit and 32-bit video. You may need to change between RGB
and RGBA to get a specific codec to work.

- Some codecs work with RGBA, but nevertheless store the video as 24-bit.

If you plan to use an RGBA video in a program that can handle alpha, you need to make sure
that you have KEYFunctions on containers you want to have visible. Otherwise the alpha
channel is completely blank, thus making the whole video totally transparent.

- Some codecs require a handle to the top level application window. The Viz Artist plug-in
interface is unable to supply such a handle. As a result the configuration, windows of some
of the codecs fail to show. Also, some codecs crash unless they get a handle.

Files created in raw uncompressed mode can display artifacts when played back in Windows
Media Player. This is some oddity of the Media Player. The AVI video file contains pure RGB

data, but the Media Player dithers it (often using only 16 colors) for some unknown reason.
As said, the video file is correct and you should be able to import it into other video editing
applications without any problems.

- The free Matrox Video for Windows (VFW) software codecs let you render and play back
Matrox .avi files without having Matrox video hardware installed. The current release as of
this writing (2015/1 codec version 2.0) supports both Windows 7 and Windows 8.1. Visit the
Matrox Support site for more information and to download the codec installer: http://
www.matrox.com/video/en/support/windows/vfw_software_codecs/. On machines with a
Matrox board and driver version 7.5 and higher, you do not need to install VFW-Codecs since
they are included in the driver. On machines with a Matrox board and drivers before version
7.5, there’s always a matching VFW-Codecs pack available with the driver. However, do not
install Matrox VFW Codecs or any non-matching VFW-Codecs pack on a machine with a
Matrox board and drivers already installed. The following codecs are included in Matrox’s
free codec pack:

Matrox DV/DVCAM

Matrox DVCPRO

Matrox DVCPRO50

Matrox DVCPRO HD

Matrox MPEG2 I-frame in SD and HD resolutions, with or without alpha
Matrox Uncompressed in SD and HD resolutions, with or without alpha
Matrox Offline HD (playback only)

Matrox M-JPEG and HDV (playback only)
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8 Lights

Lights are used to illuminate objects in a Scene. How lights and materials are used in a Scene
makes a big difference in the appearance of a rendered Scene. Materials define how light reflects
off a surface, while direct light and ambient light levels define the light that is reflected.

When materials are used in a scene, lights are also required. A Material needs to reflect light to be
visible. Without light, just the ambient part of the material is visible, which means that the object
is rendered almost black with default settings. Shadows are closely related to lights. Objects that
have a light-source applied on them casts a shadow in real life. Shadow mapping is a process by
which shadows are added to 3D scenes in Viz Artist for more realistic images, see Shadow Maps.

This section contains information on the following topics:

- Types Of Light
Light Editor
Light Visualization
Light Source Animation
- Shadow Maps

8.1 Types Of Light

To understand what effect light has on the surface of rendered 3D objects, three types of light can
be defined. When using lights, it is important to understand the effect each type of light creates on
the surface of a rendered 3D object.

Light Description

Type

Local Local lights have color and position within a Scene, but no single direction. They give

Light off light equally in all directions (isotropic light source). A light bulb is a good
example of a local light.

Spot Spotlights have color, position, and direction in which they emit light. Light emitted

Light from a spot light is made up of a bright inner cone and a larger outer cone, with the
light intensity diminishing between the two.

Infinite Infinite lights have color and direction. They emit parallel light. This means that all

Light light generated by infinite lights travels through a Scene in the same direction.

Imagine a directional light as a light source at near infinite distance, such as the sun.

8.2 Light Editor

The Light editor modifies the light settings in a Scene. A Scene can have up to eight active,
simultaneous, lights.
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¥ State  Vis | @)
2 Infinite ITI? Color
I Infinite  [R0ORE [NOR

Infinite IT l?

Infinte  [oie ] [FGRY | Postion

Infinite aoff aoff
' Infinite off off X
e
Infinite off off Rotahion -.

The Light Editor consists of two panels:

Left panel (1): Shows a list of all eight editable lights.
Right panel (2): Shows the parameters for the currently selected light.

This page contains information on the following topics:

Light Editor Left Panel
Light Editor Right Panel
Light Editor Procedures
- To Apply Light in a Scene
- To Set a Light to Track Containers
- To Copy the Properties of One Light to Another Light

8.2.1 Light Editor Left Panel

The Light Editor left panel shows a list of all eight editable lights, and their current status.

Type
Local
Spot
Infinite
Infinite
Infinite

Infinite

Infinite

Infinite

Number: The number of each available light, from 1 to 8.
- Type: The type of light used, which is selected in the Light Editor Right Panel.
- State: Sets the light on or off.
- Vis: Sets the visualization of a light on or off (see Light Visualization):
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- On: The visualization of a light can be seen in the Scene Editor (and the Scene Editor
Views).
- Off: The visualization of a light cannot be seen in the output window.

& Note: The Bounding Box (BB (see Scene Editor Buttons)) must be set to on. If it is set to Off
no light visualizations can be seen in the Scene Editor or Scene Editor Views.

& Note: If the Bounding Box is set to 0On, the visualization of a light, which State is set to on
and is highlighted in the GUI (3), is always visible in the Scene Editor.

--:nn:ainer Camera |Li
Ak W

2 Infinite  [PGHE GRF
3 Infinite | ot | e

8.2.2 Light Editor Right Panel

The Light Editor right panel shows the editable parameters for the currently selected light:

Type Local W

Co | or

Position Tracking

Positian

5 ¥
Rotation

Penumbra

Direction Tracking COrientation Tracking

Cone Angle

- Type: Select which Light type to use:
Local: See Local Light for light type details. The Local light has properties for Color
and Position.
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Spot: See Spot Light for light type details. The Spot light has properties for Color,
Position, Direction/Rotation, and Spot (Penumbra and Cone Angle).

Infinite: The Infinite light has properties for Color, Position, and Direction/Rotation.
Infinite is selected by default.

Color: Sets the color of the light.

Position: Sets the position of the light along the X, Y, and Z axis.

Direction: Defines the direction vector for Spot or Infinite light.

Rotation: Sets the values to rotate the Spot or Infinite light sources.

- Tracking: A light can be configured to track the Position, and Direction or Orientation of a

Container (see Light Editor):
Position Tracking: The position of the light is the same as the target Containers
position.
Direction Tracking: The direction of the light is updated to always point towards the
current position of the target container.

Orientation Tracking: The rotation (orientation in space) of the light is the same as the
target Containers rotation (orientation in space).

& Note: Direction and Orientation tracking cannot be used at the same time. The
results would contradict each other (both of them result in a potentially
different rotation value for the container).

Position Tracking

Direction Tracking Orientation Tracking

The following parameters can also be adjusted for tracking with light:
- Active/Inactive: Drag a Container to the drop zone, to automatically activate light
tracking. To stop tracking, click the Active/Inactive button.
- Reset: Disables light tracking.
Spot (available when Spot is selected):
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Penumbra: Sets the concentration of the light (penumbra) within the light cone of the
Spot light. When set to zero, the whole light cone has the same intensity. If set greater

than zero, the intensity decreases away from the center

Cone Angle: Adjusts the cone angle to adjust the shape of the light.

& Note: A Material item must be used to show light effects.

8.2.3 Light Editor Procedures

To Apply Light in a Scene

uTh WN —

6.

Click Built Ins.

Click the Geom plug-ins tab.

Drag an object into the Scene Tree.
Add a material to the same Container.

. Click the Light tab to view the Light Editor.

& Note: Light number 1 is on by default.

Type State |"u"i 5 Type

1 Infinite d ' L
Infinit=  [GRE WS | Color G

B

Infinite
Irfinite » | [T Y| Position Tra

tnfinit= [P0ERE PSR | Position : 850.0
Infinite m Q 1200.0
Infinite m m b4 &650.0 = Direction Trackang ientation Tracking

infinit= [RGHERN (RGN ¥ -850.0

-1200.0

In the left panel, click any or all of the lights in the State column to show different light
perspectives:
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- One light (1)
- First four lights (2)
- All lights (3)

To Set a Light to Track Containers

A light can be configured to track containers in both position and direction (see Tracking in
the Light Editor Right Panel)

1. In the Scene Tree create two Objects (1), one to track position (Sphere_1) and one to track
rotation (Sphere_2).

2. In the right panel select the Light tab.

3. Drag Sphere_1 to the Position Tracking drop zone (2).
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| Type

Infinite

2 Infinite

Irifirmite

Infinite X Pasition Tracking E
5 Infinite ! L J 83 Sphere_1
Irfinite z = |

7 Infinite | X . Direction Tracking (g

Infinite

WS | f'“'""ﬂllpmmﬁlm-ﬂp- G ST A | s

ﬁ rﬂ 'i_':. @ Sphera_2

5. In the Properties panel click the Container tab.
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6. Adjust the Position settings to track the objects.

Camera | Light | Scene Settings

Position

34.302

-1.692
Rotation

X 0.0

N 0.0

Zz 0.0

order  |FREINRE BN [ER

) Screen Size
Scaling ‘ 164

1.0

1.0

1.0

Screen Position

335
b 203
| Align to Px
Axis Center
0.0
0.0
0.0

<blep bR lplp R
<D lep

q303 | a38300

175

1t

q3a3a3

= Jlo Lo lolplolal-] s
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To Copy the Properties of One Light to Another Light

1. Select the light for the source properties.
2. Drag it onto the target light.

Infinite
Infinite
Infinite
Infinite
Infinite
Infinite

Infinite

2 Infinite off [ off
3 Infinite |— LIGHT1

k[ oft [ off
5 Infinite [ YO

Type
Spot

Infinite

Infinite
Infinite
Infinite

Infinite

The target light inherits all properties belonging to the source light.

See Also

- Types Of Light
Light Visualization
Light Source Animation
Lighting Container plug-in

8.3 Light Visualization

The position, direction or rotation of a light source can be set and modified in the Light Editor or
directly in the Scene Editor or the Scene Editor Views, by selection of handles, which are part of the

light visualization.

In the Light Editor, a light can be set to on or 0ff (its State), and its visualization (editing
parameters) can also be set On or Off.
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A Local Light is visualized as a single point (1), and the Spot Light (2) and Infinite Light (3) are
visualized as a line with three handles. The Spot light also has a wire-frame box that shows the
penumbra and light cone angle (the scope of the light).

If the State of a light is set to on, and it is also highlighted in the Light Editor, its visualization is
shown in the Scene Editor (if BB is clicked (see Scene Editor Buttons)) and the Scene Editor Views.

To view the visualization of all lights, whose State is set to on, set Vis for each light to on.

Type State  |Vis

1 Infinite - -
2 Infinite
3 Infinite - -

If all available light visualizations are visible, click on a light in the Light Editor to select its
visualization in the Scene Editor and the Scene Editor Views.
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A selected light visualization shows orange (with its light source number) (1). An unselected light
visualization shows green (2), with two handles shown in orange.

Each light visualization has handles, which are used to modify the light direction in the Scene
Editor and Scene Editor Views.

8.3.1 To Modify the Light Direction with Light Handles

1. Open the Light Editor.
2. Select a light, which has its State set to on. The visualization of the selected light shows in
the Scene Editor.

& Note: To view the visualization of all active lights set Vis to on for each light.

Type
Local
Spot
Infinite
Infinite

Infinite

Infinite

Infinite

Infinite

3. Click on a light visualization handle and drag where required. Each light visualization has
handles, which are used to modify the light direction in the Scene Editor and Scene Editor
Views.

Copyright © 2020 Vizrt Page 408



Viz Artist User Guide - 3.14

Handle (1): The light source. Drag the handle to set its position.

Handle (2): Drag the whole light without altering the proportionality of position and
direction.

Handle (3): The end point. Drag the handle to set the direction and distance of the light.

8.4 Light Source Animation

All light source parameters can be animated in the same way as all other animations:

1. Set a value in the Light editor.
2. Add a Key Frame.

3. Change the value.

4. Add a Key Frame again.

Animations can also easily be created in one of the orthogonal views. There, the light sources
show as symbols, and by repositioning them and adding Key Frames, animation sequences are
created. For more information, see Light Visualization.

More advanced light source animations are normally created with the light source tracking feature,
see To Set a Light to Track Containers.

For more general animation information, see Create Animations.

8.5 Shadow Maps

Shadow maps in Viz Artist produce more realistic images, but shadows can be resource intensive
to render in real-time so care should be taken to consider the effects of using shadows on various
graphics hardware.

The concept of shadows in a scene is closely related to how you see shadows in real life: When
lights are applied to an object, the object casts a shadow, and the intensity and direction of the
light source as well as the distance from the light source to the object that the lights hit affect the
shadow. The darkness, intensity and smoothness of the shadow affect the quality of the rendered
scene.

This section contains information on the following topics:
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About Shadow Maps
To Use Shadows in a Scene

8.5.1 About Shadow Maps

There are two principal methods to show shadows in Viz Artist:

Shadow Maps: More advanced and better looking shadows, but uses more graphic
resources. Often called soft shadows. Uses cascaded shadow maps.

Stencils: Simpler, not so photo-realistic, but uses fewer graphic resources. You enable
shadow maps and select type in Scene Settings > Global Settings:

- Containar | Camera |Light [Scens Saktings

Global Settings | Madia Assat |Rendering (Plugin |5 Clipper | Hdr | Virtual Studio

SRR Gouble Fass |

Backgraund | i Foreground ‘ Praview

M e e e

Shadow Map

Intensity: Sets the intensity of the shadow effect, in percent. Controls the alpha value, simply
said it makes the shadows darker.

Smoothness: Determines how smooth the edges and the shadow itself blend with the
surroundings given a light-source. Makes shadows smoother the farther away a receiver is
from the shadow caster. Possible values: 1 to 10.

The different layers of the shadow map are grouped into Near, Middle and Far slices or
areas. The default values for near, middle and far would normally be fine to use as is, but if
required you can change them:

Distance Near: Determines the distance, in viz units, of the near layer of the shadow map.
Distance Middle: Determines the distance, in viz units, of the middle layer of the shadow
map.

Distance Far: Determines the distance, in viz units, of the far layer of the shadow map.
Show Distances: Shows a color-map of the "slices" (areas) affected by the shadow maps.
When designing a scene, use the "Show Distances" on/off switch to see a color-visualization
of how the shadow map affects each slice of the shadow map. Areas affected by Near are
shown in green, Middle in red and Far in magenta as indicated in the image below:
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8.5.2 To Use Shadows in a Scene

1. Go to Light and select the light source that should cast a shadow. More than one caster is
possible but this comes with a noticeable performance hit for every additional shadow
casting light. After selecting the light, on the property panel click the button that says
Shadow to change property values for shadows, if required.

2. From Built Ins > Container Plugins select the Caster and Receiver plug-ins and drop them on
containers to show shadows. The layer parameters correspond to light sources, so you can

have two lights cast shadows but containers can only cast or receive shadows from one of
the light sources.

& Note: The shadow mapping technique can be used together with lens-deformation as
well, see Rendering Panel.
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9 Cameras

The camera which shows the Viz Artist Scene can be controlled much the same way that a real
camera is controlled. Viz Artist cameras are used by assigning two tracking objects. The first is the
camera itself, and the second is the object being tracked.

This section contains information on the following topics:

Camera Editor

Stereo Settings

Stereoscopy Best Practices

Stereoscopic Output Using Shutter Glasses
Change Camera Parameters in Orthogonal Views
Track Objects with a Camera

Receive Tracking Data from a Real Camera
Copy Properties from One Camera to Another
Camera Selection

Camera Animation

Advanced Lens Distortion

9.1 Camera Editor
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The Camera editor makes it possible to modify the properties for the 16 editable cameras that can
be used in Viz Artist. To open the Camera Editor, select the Camera tab in the Properties panel.

Camera Editor Left Panel (1): Shows a list of all 16 editable cameras and the current view of
each camera.
Camera Editor Right Panel (2): Shows the parameters for the currently selected camera.
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9.1.1 Parameters for Perspective View

View  WRSREBSEWEM orthogonal | Window |

0.0 Position Tracking

Position

Direction Tracking Orientation Tracking

Direction
Twist
Angle
C. Shift x

C. Shift ¥

ElENE N R

x
Relative
Position

Eve Dist.
Conv. Plane

Method

[0 [0 |

80303 A37303 A33303 A3R3A3) A333aa

-
=

Focal Plane 500.0

Max Blur 2,
Focus

4aa333a3
0 |0 |0 0

Position

Set the position of the camera along the X, Y, and Z axis. Default setting (1) and modified setting
(2)
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Set the values for Pan, Tilt, and Twist. Pan set to o (1). Pan set to 15 (2).

Lens

Angle
C. Shift x

C. Shift ¥

- Angle: Sets the Camera field of view angle (1).
- C. Shift X: Shifts the center of the lens on the X axis.
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C. Shift Y: Shifts the center of the lens on the Y axis.

Relative Position

Set the position of the camera along the X, Y, and Z axis, relative to a real camera. Entering a value
in for X, Y and Z axis for the Relative Position changes the actual camera position values, but
relative to its orientation.

Stereo Settings

Available if set in Camera Properties (see the Configuring Viz section of the Viz Engine
Administrator Guide).

Eve Dist. 36
Conv. Flane 500.0

Method  [TEENITEESAN

Eye Dist.: Fine-tunes for individual users. A higher value results in more depth whereas a
lower value flattens the image.
Conv. Plane: A higher value for the zero parallax distance means that objects appear to
come closer to the viewer, a lower one pushes the graphics to the back.
Method:
Off Axis: Creates a distortion-free stereo pair. This is the preferred option.
Method Toe-In: Points the cameras slightly inwards towards each other so that the lens
axes converge at a single point (“vergence point”). Objects in the same plane as the
vergence point show to be closer to the plane of the image, with other objects
seeming to be behind or in front of this point. These values must be set during
production in accordance with the convergence values used for the cameras.

Focus

Focus settings are available if the Depth of Field parameter is set to Active.
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Focal Plane 500.0

Max Blur

F Stop

Grain

Focal Plane: Defines the distance between the camera and objects which are in focus.

Max Blur: Sets the size of maximum blur furthest from the camera. For example, a value of
20 signifies that a pixel is enlarged to a size of 20 pixels.

F Stop: Sets the F-Stop value (relative aperture): The lens model used by the depth of field
algorithm mimics a real lens behavior

Grain: Defines the blur level.

Depth of Field

Depth of Field (DOF) can be set in the Camera (see the Configuring Viz section of the Viz Engine
Administrator Guide) Configuration. There are three options:

Use editor
Focal plane from external

Depth of field All from external

Use editor: Allows free positioning of the focal plane. The F-Stop must be adjusted manually.
Focal plane from external: Gets the focal plane information from the lens file, and must be
calibrated separately. Select this option to have the DOF follow the camera's focus.

- All from external: Gets focal plane information from the tracking system.

To Set DOF to Follow the Camera Focus

1. Set the Depth of field to Focal plane from external.
2. Adjust the Max Blur. This value doesn't need to be higher than 12 to give a good result.
3. Adjust the F-Stop. Changing the iris also changes the range of depth. Try a value around 1e0.
4. Adjust the Grain. This value sets the noise and influences the DOF. Try a value between
0.001 and 0.003.
Tracking

A camera can be set up to track the Position, Direction or Orientation of a Container.

Position Tracking

groupl
Inactive' | Reset

Direction Tracking Orientation Tracking

PReve | Reset

Position Tracking: The position of the camera is the same as the target containers position.
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Direction Tracking: The rotation of the camera is updated to always point towards the

current position of the target container.
Orientation Tracking: The rotation (orientation in space) of the camera is the same as the
target containers rotation (orientation in space).

& Note: Direction and Orientation tracking cannot be used at the same time. The
results would contradict each other (both of them result in a potentially different
rotation value for the container).

Active/Inactive: Drag a container to the drop zone to automatically enable camera tracking.

To disable tracking, click the Active/Inactive button.
Reset: Disables camera tracking.

Miscellaneous Buttons

Lens File Calibration Editor: Opens the Lens File Calibration Editor.
Verbose: Linked to cameras in Virtual Studio. For more information about the Virtual Studio
option see the Virtual Studio documentation.

Avoid Artifacts

To avoid artifacts, avoid using maximum blur levels which are higher than 30 pixels. A blur radius
of 30 pixels creates rather blurry results which should be sufficient. It is possible to increase this
maximum radius, but this also increases the rendering time.
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Depth Buffer

1

Set the clipping planes in the range you really need for the scene. So if your scene has only a depth
of 200, set the far clipping plane to 250 or a similar value. Since the depth of field shader takes the
depth from the depth buffer, this gives more accurate results. Try to avoid high blur levels for
objects before the focal plane, as this can cause unwanted effects. You can increase performance,
but artifacts would show for blur levels lower than 30px.

See Also

Track Objects with a Camera
Parameters for Orthogonal View
Parameters for Window View
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9.1.2 Parameters for Orthogonal View

Wiew Perspective w

x 0.0 o=ition Tracking

Position Y 0.0

Direction Tracking Orientation Tracking

Relative
Position

Focal Plane

Max Blur
Focus

The parameters for Orthogonal view are:

Position: Sets the position of the camera along the X and Y axis.
Focus: See Parameters for Perspective View.

See Also

Parameters for Perspective View
Parameters for Window View
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9.1.3 Parameters for Window View

WView Perspective | Orthogonal E

0.0
Camera

Pos=ition 0.0

J30353

Window Width
Size Height
4

Window
Center

Window
Rotation

d
5
5
|_
5
|_
5
5
|_

L]
]
-]
]
]
]
-]
]
]
]
L
]

Camera Position: Sets the position of the camera along the X and Y axis.

& Note: When Control is set to Remote, Camera Position is not available and the
Tracking system controls the Camera Position.

Window size: Sets the window size (set to the size of the display unit).

Window center: Sets the position of the window from the zero position of the Tracking
system.

Window rotation: Rotates the window in the Y axis.

Configure a Virtual Window

W | Width
Height

Window
enter

Wingon v
Rotation |

1. Set the View to Window.

2. Set the Control to Remote.

3. Set Window Size (1 and 2). The width and height of the video wall, screen or monitor.

4. Set Window Center (4, 6 and 7). The distance of the screens center point to the zero point of
the studio, defined in the studio setup.
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5. Set Window Rotation (3).The rotation (y axis) angle of the video wall, screen or monitor, in
relation to the coordinate system of the studio.

¥
@ - X
Item Description
1 Window Width
2 Window Height
3 Window Rotation
4 Window Center
5 Zero Point of VSS
6 Window Center X
7 Window Center Y
See Also

Parameters for Perspective View
Parameters for Orthogonal View

Copyright © 2020 Vizrt Page 421



Viz Artist User Guide - 3.14

9.1.4 Camera Editor Left Panel

Control

off
off
off
off
off
off
off
off
off
off
off
off
off
off
off

Editor
Editor
Editor
Editor
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Editor

)]

Editor
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Editor
Editor
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Editor

=

Editor
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Editor
Editor

=
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Editor
Editor
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Eder o -
e o -
CEgter [ -
CEser o -
Eder o -
CEgter [ -
CEser o -
Eder o -
e o -
CEgter [ -
CEser o -
eder [ -

Editor

. i E Lock/Unlock: Locks and unlocks a camera when the Keyhole is clicked. Locked
cameras are indicated by an orange icon. Except for shortcuts that switch to other cameras,
the Scene Editor keyboard shortcuts are disabled for locked cameras. The properties of a
locked camera can still be edited through manipulating it in the Scene Editor Views, or by
changing the camera parameters in the Camera Editor Right Panel.

Nr: Shows the camera number, from 1 to 16. Selecting a camera automatically sets the
viewing perspective in the Scene Editor to that of the selected camera.
Name: Shows the camera name. Right-click or press F2 to assign a new camera name.
Control: Toggles between:
Remote: Receives tracking data from a real camera when enabled. Remote cameras are
not supported for GFX Channel media assets.
Editor: Configures camera settings when enabled.

- Vis: Shows the status of the camera:

Off: The camera is not shown in the six predefined orthogonal views. To see a camera
in a predefined orthogonal view can help to change the properties of a camera, by
dragging the parameters in those views.

On: Shows the camera.

Inf: The camera is shown with infinite lines. This is a good aid for visualizing the
scope of a camera that is located far away.

- View: Shows the current Camera Editor Left Panel view of each camera. Options are:

P: Perspective
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O: Orthogonal
W: Window

9.1.5 Camera Editor Right Panel

There are three camera views available, and the corresponding parameter options depend on the
selected view. The views are described below, and their parameters are explained in the following
pages:

View  PPGTSpEENE®| Orthogonal | Window

* 0.0 Position Tracking
Position  |¥

“

Pan Direction Tracking Orientation Tracking
Direction |Tilt

Twist

Angle

ElEREN) ENE )

Relative
Position

Eve Dist.

fa]
—
]
]
]
—
]
]
]
—
]
]
L]
—
]
]
]
—
L]
=
]
]
]
=
[
]
]
—

[0 |0 |

Conv. Plane

Method

!

Focal Plane

Max Blur
Focus

43033333
0 0 |0 0

Perspective View

The basic view of a virtual camera is a normal depth perspective, showing three dimensions (see P
arameters for Perspective View).
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Orthogonal View

Shows a camera view without perspective, so that objects do not change their size when being
moved towards or away from the camera (see Parameters for Orthogonal View).

Window View

Shows the camera view like looking through a real window. The graphics, through a virtual camera,
are adapted according to the real camera movement to produce this behavior. Set parameters for
the physical position and rotation of the display unit (see Parameters for Window View).
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2

W,

See Also

Parameters for Perspective View

Parameters for Orthogonal View

Parameters for Window View

Change Camera Parameters in Orthogonal Views

9.2 Stereo Settings

Any Viz Artist animation that was created for 2D broadcast can also be rendered as a stereo pair.
There are two parameters which define how each image is rendered. Both parameters are part of
the camera configuration, but they can be changed remotely on the fly as well.

Zero parallax means that the pixels for the left and the right eye are identical. An object which
would be positioned at zero parallax distance from the camera would be identical for the left and
right eye. The eye separation defines the distance of the cameras for the left and right eye. When
looking at the drawing the cameras are separated by the same amount as the eyes of the viewer. A
different scaling might be used in the scene and the eye separation must be adjusted accordingly.

If the scene is built in the same scale as the monitor, with the camera at the same distance from
the object as the viewer, and the eyes separated at the same amount an object positioned at the
zero parallax, the distance shows to be flat with the screen’s surface (1):
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If the zero parallax distance is increased the object moves to the front (2):

The eye separation defines how flat or deep an object shows. If the eye separation is increased, the
scene shows deeper (4):
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A very large eye separation parameter results in an unreadable 3D representation, as the brain
cannot mix the images for the left and right eye anymore. Zero eye separation results in a flat
representation, like a 2D image.

See Also

- Stereo Settings in Parameters for Perspective View
- Stereoscopy Best Practices

9.3 Stereoscopy Best Practices

The following is a list of what to do and not to do to get the best results.

9.3.1 What to Do

- Think of it as a window you are looking through.

Make sure that single items which form a new item, like rows of a table, are all at the same
distance and not scaled to show the same size in 2D.

Make sure that all graphics which belong to one show are positioned roughly the same
distance away from the camera. This way you do not need to adjust the convergence
parameters all the time.

- With alioscopy, keep the floating objects near the 0 plane, otherwise they have artifacts.
For best effect have objects animate slowly forward and then fade to 0 alpha before hitting
the screen edge.

- With alioscopy, for text that is supposed to be readable, keep it big. Dropshadow is a very
good effect to enhance the sense of depth. 3DS productions use HD signals.

For a 24" screen the best viewing distance is about 2.8 meters. For a 40" it is about 4.4
meters.

- With alioscopy, look at the scene from the top view and space things out like in a theatre.
Depth and various objects in different Z positions make it more believable: foreground,
middle ground and background.

- Wobble effects are fine as long as they do not exaggerate the effect, otherwise you get the
paper bag effect. This again depends on how far or close to the camera the object is
positioned.
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9.3.2 What Not to Do

Do not use transparency where it goes over video. It’s OK if a transparent graphics object is
over another graphical item if the distance is not too large.

Do not use too much depth. Try to keep the items separated not too far from each other.
The Z space available for graphics is limited.

Do not create animations which come in from the side, especially when the final result floats
in front of the screen (this is very disturbing).

Do not use moving flairs or effects.

Do not have any objects pulsating forth and back in Z space as a part of a loop as this leads
to the paper bag effect.

See Also

- Stereo Settings
- Stereoscopic Output Using Shutter Glasses

9.4 Stereoscopic Output Using Shutter Glasses

It is very easy to set up a working 3D environment for a designer to start creating stereoscopic
scenes. The demands on the hardware are moderate.

9.4.1 Hardware Requirements

- Any workstation

- Any NVIDIA Quadro graphics card with a 3-pin DIN connector
NVIDIA 3D vision or equivalent
Monitor with a refresh rate >= 100Hz

9.4.2 Software Requirements

- Viz Artist/Engine 3.3 or later
- The display must be set to a refresh rate >= 100Hz

9.4.3 To Set Up a 3D Working Environment

1. In the Windows video board 3D settings, Set Stereo - Enable to on.
2. Select the appropriate Stereo - Display mode for each stereo device.

& Note: For NVIDIA’s 3D Vision, this is ‘On-board DIN connector’.
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Global Settings | program Settings |

Global presets:
|Base profie | <3 Restore
Settings:
Feature | Setting |
Exctension limit CIFf
Force stereo shuttering OFf
Macdimize bexture memory OFf
Maodrmum pre-rendered frames 3
Multi-display fmixed-GPU acceleration Multiple display performance mode
Steren - Display mode Or-board DIN connector (wath NYIDIA IR ...
e et — =
Stereo - Swap eyes OFF
Threaded optimization Aubo
Triple buffering OFf |
Unified back/depth buffer on ;l

3. In Camera settings (see the Configuring Viz section of the Viz Engine Administrator
Guide) set Stereo Mode to Quad Buffered.

Virtual Studio E

Command .Jvizstudio/bin/track.bat]

On Air Camera

Stereo Mode Right Eye —

Drepth of field

Also it is possible to use an autostereoscopic monitor that supports sub-fields or side-fields,
such as Miracube’s c190 series. The drawback with these displays is that you need to go On
Air to get a full-screen image, which is halved in resolution.

See Also

Camera Editor

Stereo Settings

Stereoscopy Best Practices

Change Camera Parameters in Orthogonal Views
Track Objects with a Camera

Receive Tracking Data from a Real Camera

Copy Properties from One Camera to Another
Camera Selection
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- Camera Animation

9.5 Change Camera Parameters In Orthogonal Views

Camera parameters can be modified in the predefined orthogonal views.

9.5.1 To View the Predefined Orthogonal Views

- Click Views. The camera is shown as an orange circle (3) in the predefined orthogonal views.
Two small, green, circular handles (1 and 2) make it possible to modify the position along
the X, Y and Z axis of the camera, and also the values for pan and tilt.

9.5.2 To Change the Camera Views

Drag handle (1): Change the pan and tilt while the position of the camera stays fixed.
Drag handle (2): The camera (3) and handle (1) are dragged along, so that pan and tilt are
not altered.

Drag the camera (3): Change the position of the camera while handle (1) stays fixed. The
values for pan and tilt also change.

See Also

- Camera Editor
- Stereo Settings
- Stereoscopy Best Practices
- Stereoscopic Output Using Shutter Glasses
- Track Objects with a Camera
Receive Tracking Data from a Real Camera
- Copy Properties from One Camera to Another
- Camera Selection
- Camera Animation
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9.6 Track Objects With A Camera

A virtual camera can be set up to track Containers both regarding position and direction. Position
Tracking means that the position of the camera is in the center of the container. Direction
Tracking direction means that the camera looks at the center of the container, for example
throughout an animation. There are three options to configure the parameters view, The options
depend on the number of tracking objects:

Zero Tracking Objects: Only Position X and Y can be modified.
One Tracking Object: When a Container is dragged to the Position Tracking drop zone, all
the parameters are grayed out. In the Properties Panel, switch from Camera to Container to
modify Positions X, Y and Z.

- Two Tracking Objects: Only the Lens and Relative Position parameters can be modified.

9.6.1 To Track an Object

1. In the Scene Tree create two Objects, one to track position (Sphere_1) and one to track
rotation (Sphere_2).

@ Tip: Itis better to use objects with a low polygon count, like a rectangle, as a

tracking object. High polygon tracking objects, such as a sphere, make the scene
heavy and slow.

2. Drag the first container into the Position Tracking drop zone.

Position Tracking

[ sphere_t
PRGN [ Reset

Diirection Tracking Orientation Tracking

[ spherez
PRGN [ Reset

3. Drag the second container into the Direction or Orientation Tracking drop zone.

& Note: Direction and Orientation tracking cannot be used at the same time. The
results would contradict each other (both of them result in a potentially different
rotation value for the container).

4. Modify the camera parameters: Select the Position and, or, Direction tracking object in the
Scene Tree, and change the position and/or direction in the Container properties (select
Container from the Properties Panel).

See Also

Camera Editor

Stereo Settings

Stereoscopy Best Practices

Stereoscopic Output Using Shutter Glasses
Change Camera Parameters in Orthogonal Views
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Receive Tracking Data from a Real Camera
- Copy Properties from One Camera to Another
- Camera Selection
- Camera Animation
- Tracking in Camera Editor Right Panel

9.7 Receive Tracking Data From A Real Camera

In virtual studio scenarios, as the real cameras moves, the virtual camera should move in the same
manner.

9.7.1 To Receive Tracking Data from a Real Camera

In the Camera Editor, in the Control column, click the Editor button to set it to Remote.
Control Wi

i
edtor

—
Editor | off
Editor [ off
[Editor ' [Toff |

For more information about the Virtual Studio option, see the Virtual Studio documentation.

See Also

- Camera Editor

- Stereo Settings

- Stereoscopy Best Practices

- Stereoscopic Output Using Shutter Glasses

- Change Camera Parameters in Orthogonal Views
- Track Objects with a Camera

- Copy Properties from One Camera to Another

- Camera Selection

- Camera Animation

9.8 Copy Properties From One Camera To Another

The properties applied to one camera can be copied and applied to another camera.
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9.8.1 To Copy Camera Properties

In the Camera Editor, click the source camera and drop it on the target camera. The properties of
the source camera are copied onto the target camera.

& Note: Click on or drop the source camera in the areas shown below.

See Also

Camera Editor

Stereo Settings

Stereoscopy Best Practices

Stereoscopic Output Using Shutter Glasses

Change Camera Parameters in Orthogonal Views
- Track Objects with a Camera

Receive Tracking Data from a Real Camera

Camera Selection

Camera Animation

9.9 C(Camera Selection

A Scene can be viewed from various camera angles and views, with 16 editable cameras and six
predefined orthogonal views available.

In the Scene Editor and Scene Editor Views the Camera Selection button (1 and 2) shows which
camera or view is currently selected and used. Click the button to open the Camera Selection
panel.
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214 e (e [10[1214] 16 Back | Right Borcor

Each Camera can also be selected or deselected in the Camera Editor.

9.9.1 Camera Selection Panel Properties

Te [o 10 121415 [ack | might poreom

& Note: The position and direction of the 16 editable cameras can be defined in the Camera
Editor Panel.

1-16: Selects one of the 16 different cameras.

- Front: Shows output through orthogonal camera in front of the scene.
Back: Shows output through orthogonal camera behind the scene.
Left: Shows output through orthogonal camera at the left side.

Right: Shows output through orthogonal camera at the right side.

- Top: Shows output through orthogonal camera above the scene.

Bottom: Shows output through orthogonal camera below the scene.

A Scene can be viewed from different camera angles and views in the Scene Editor. You can select
different angles or views using the Camera Editor (1) or the Camera Selection panel (2). Camera
Selection is displayed in the Scene Editor.
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Relative
Position

To Select a Different Camera Angle or View

1. Click the Camera Selection button (1), or open the Camera Editor.

Drefault

2. Select a Camera angle or view:

3.14

- In the Camera Selection panel select a camera (1 to 16) or a camera view. To close the
Camera Selection panel, click the Camera Selection button again.
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L 85 7[5 11]13]15 Frone| Lek | Top

ITL 4 ITITIEIEIHIE Back | Right |Bottom
or

- To select a camera in the Camera Editor, 1) click on the required camera (2), 2) use the
UP/DOWN arrows, or 3) use the PAGE UP/PAGE DOWN keys to go to the top or bottom
camera.

Control Wis

Editor on F-‘
Editor on P

ﬂ—m:u
Editor I?

or
- With the mouse cursor over the Scene Editor use the keyboard or numeric keypad.

9.9.2 Camera Selection in the Scene Editor Views

A Scene can also be viewed from different camera angles and views, in the Scene Editor Views.
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To Select a Different Camera Angle or View

1. In each view click the Camera Selection button (1), as required.
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2. Select a Camera angle or view:
In the Camera Selection panel select a camera (1 to 16) or a camera view.

s[5 o a1 [13 |15 [ Frone [ Lok [Top |

I? 4 ITI?I;IEIHIE Back | Right [Bottom
or
With the mouse cursor over a Scene View, use the keyboard or numeric keypad.

9.10 Camera Animation

All camera parameters can be animated in the same way as Create Animations in general. The
process is roughly as follows:

Set a value in the Camera editor.
Add a Key Frame.
Change the value.
Add another Key Frame.
Animations can also easily be created in one of the orthogonal views. There the cameras show as

symbols and by repositioning them and adding Key Frames, animation sequences are created. For
more information, see Change Camera Parameters in Orthogonal Views.

More advanced camera animations are normally created with the camera tracking feature, as in
Track Objects with a Camera.

9.11 Advanced Lens Distortion
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Here, you find the following information:

Important Changes Compared to Previous Versions
Distortion Algorithms
Parameter Providers
Configuration File Flags
Lens Compatibility Mode
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Lens distortion replaces the lens deformation, and was introduced with Viz Artist and Engine 3.9.
You can now select the distortion algorithm and distortion parameters provider for each individual
camera. There is no longer a need for multiple configuration flags, such as render_scale and Virtu
al Studio.

The distortion algorithm defines how the rendered image is distorted, and the parameters are the
input to the distortion algorithm. Typical algorithms expect k1, k2, centershift_x, centershift_y, chi
psize_x, chipsize_y, etc.

9.11.1 Important Changes Compared to Previous Versions

Activation of lens distortion does not depend on other settings, such as render_scale or ent
ering Virtual Studio mode.

You can explicitly select the algorithm and parameter source per camera, also in Viz Artist.
There is an auto mode, which attempts to determinate the correct algorithm and parameter
mode based on the available data.

Now called Lens Distortion instead of Lens Deformation.

render_scale is now correctly applied to FieldOfView. There is no longer a jump when

enabling or disabling post processing (PP) in the Scene Editor.

(® Technical note: In previous versions, FOV was adapted when data was received from the
external camera. The received value was already modified to compensate the render_scale
setting. This could cause wrong results when the setting was not considered for rendering,
such as when disabling post processing effects with the PP button. In 3.9.0, the FOV is
untouched and modified on the fly while rendering if necessary.

Previous versions rejected distortion values if the distortion was too strong, if pixels from
the outside of the rendered area would have been moved inside the visible area. The render_
scale defines how much of the border around the visible area should be rendered, to be
able to “move” parts from outside to the inside - think of the barrel distortion! If distortion
values were too high, and non-available pixels from the outside would have been distorted
into the screen, it simply used the last valid distortion parameters instead. This could lead to
confusion, as the distortion did not use the real values. Now, the distortion uses the values
provided, even if some invisible areas show up on the borders. If you see unexpected black
or transparent areas around the border, consider increasing the render_scale. You can do
this by editing the entry for render_scale in the configuration file. The default value is o, but
you can change it as an example to 1.2 or even higher.
New distortion algorithms:

Radial: A classic algorithm.

Stype and Trackmen: Implemented according to specifications from tracking data

providers.
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Distortion Algorithms

Inactive
Auto
Internal
Libero
Xpecto
2ELE]

Stype

Trackmen

Distortion Mode

Inactive: Does not use a distortion algorithm.

Auto: Automatically selects one of the algorithms below, depending on available data.
Internal: The internal distortion algorithm used in 3.8.x, when reading data from lens
file. It uses a forward calculation, using a mesh with the undistorted render result
applied as texture. The result then gets distorted by moving the vertices of the mesh.
To calculate the distorted position of each vertex, the inverse formula as proposed in
the Brown-Conrady model is used in an iterative approach. The distortion is
normalized to the resolution.

Libero: The distortion algorithm used in 3.8.x when connected to Viz Libero or Viz
Arena.

Xpecto: The distortion algorithm used in 3.8.x with external data, similar to the
Internal approach but normalized to the chipsize.

Radial: Radial lens distortion, based on the Brown-Conrady model. See https://
en.wikipedia.org/wiki/Distortion_(optics)#Software_correction.

Stype: Lens distortion as expected by Stype, based on the Brown-Conrady model. This
method uses a backward calculation, rendering a full screen rectangle with modified
texture coordinates, so that we look up in the undistorted texture for each pixel in the
final output (distorted space).

Trackmen: Lens distortion as expected by Trackmen, based on the Brown-Conrady
model. This method uses a similar approach like Stype.
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9.11.3 Parameter Providers

Distortion
ote that the distorti Auto
and not scene prop Lensfile

. . Libero
Distortion Mode

Manual
Parameter Mode Tracking Hu

Parameter Mode

Auto: Automatically selects one of the providers below, depending on the received
data.

Lensfile: Reads zoom/focus from external and calculates all other parameters from
lens file.

Libero: Reads K1/K2 from Viz Arena or Viz Libero.
Manual: Uses parameter from the configuration settings.
Tracking Hub/VIZIO: Reads parameters from Tracking Hub or VizIO (legacy)

Copyright © 2020 Vizrt Page 441



Viz Artist User Guide - 3.14

9.11.4 Configuration File Flags

## Possible distortion modes: O=INACTIVE, 1=AUTO, 2=INTERNAL, 3=XPECTO, 4=LIBERO, 5=R
ADIAL, 6=STYPE, 7=TRACKMEN

## Possible distortion param modes: 0=AUTO, 1=MANUAL, 2=LENSFILE, 3=Tracking Hub, 4=L
IBERO

cameral_distortion_mode = 0
cameral_distortion_param_mode = 0
cameral_distortion_param_manual = {"centershift_x": 0.000000, "centershift_y":
0.000000, "chipsize_x": 8.800000, "chipsize_y": 5.200000, "kl1": 0.000000, "k2":
0.000000}

camera2_distortion_mode = 0

cameraz2_...

# lens compatibility mode, see note

use_lens_compatibility_mode=0

© Important! For new lens calibrations, always use use_lens_compatibility_mode=0.

Lens Compatibility Mode

Until Viz Artist and Engine 3.8.2, the result of the lens deformation was affected by the hd_hal
fheight setting. This was corrected in 3.8.3, and the lens deformation now generates the same
result for hd_halfheight=1 and hd_halfheight=0. However, if you have lens files that were
calibrated with hd_halfheight=1 using an older version, the result now differs. In this case,
enable use_lens_compatibility_mode.
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10 The Stage For Animation

The Stage is the interactive user interface to create animations.

Maps ! Map Layers

The Stage is divided in two:
- The Stage Tree Area (1): Shows a representation of all animated items in the current scene.
- The Stage Editor (2): Shows the animated items as bars along the time-line.

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

The Stage can be viewed from three different views. In the Main Menu Left click on either:

Stage
Server/Stage
+Tree/Stage

This section provides a detailed description of the following Stage for Animation topics:

Stage Tree Area
Stage Editor

- Time-line Editor

- Time-line Marker

- Artist Director Control Panel
Director Editor
Master Clip

- Actor Editor
Channel Editor
Dopesheet Editor
Spline Editor
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Stage Object Editor
Key Frame Editors
Event Editor

10.1 Stage Tree Area

The Stage Tree area shows a representation of all animated items in the current scene.

Built Ins Control 3 Server/Stage | +Tree/Stage

Dopesheet/Spline View |

Pg B2 (=i [ 8

PieChart

I-Rotation
PieChart

Bewel
BevelBottom
BewvelSize
BevelSteps
BevelTop
Map
PieceScaling

This section contains information on the following topics:

Stage Tree

Expand or Collapse Stage Tree Branch
Stage Tree Bar
Stage Tree Menu

Directors

Actors

Channels

Action Channels

10.1.1 Stage Tree

The Stage Tree shows an overview of all Directors, Actors, and Channels that are used to create the
animations in the current scene.
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Built Ins Control

Dopesheet/Spline View |

Pﬁ- N A e

PieChart

I-Rotation

PieChart T
Bewel |
BewvelBottom |
BevelSize -]
BewvelSteps
BevelTop oo 10 20 30 40 S50 &0 7.0 20 9.0 100 11.0 2.0
Map
PieceScaling

Expand or Collapse Stage Tree Branch
Click on the arrow to the left of the item to expand or collapse a branch.

Expand a Stage Tree Branch: Click the Expand P icon.

Expand all Stage Tree Branches: Click the top Expand P button or press ALT and click the
Expand icon to the left of the branch name.

Collapse a Stage Tree Branch: Click the Collapse ™ icon to the left of the branch name.
Collapse all Stage Tree Branches: Click the top Collapse ™ button.

10.1.2 Stage Tree Bar

The Stage Tree bar is located above the Stage Tree.

The Stage Tree bar contains these options:

= Expand / Collapse: Expands or collapses all branches in the Stage Tree.

& 7zoom Out / In: Scales the Stage to provide a better overview of complex animations.
Scales the Stage back to standard display.

. Add New Director: Adds a new Director to the Stage Tree. The icon can also be
dragged to add a new Director on a specific position.

. Add New Action: Adds a new action to a Director.

= Jump to Next / Previous Animation: Selects the next or previous channel in the Stage
Tree if an Actor (Container) has multiple animation channels placed on various Directors.
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10.1.3 Stage Tree Menu

This section contains information on these topics:

Directors

Right-click a Director to open a context menu. For more information about Directors, see Directors.

Server Built Ins Control Views Tree W +Tree/Stage

Dopesheet/Spline View I

.
o o AR (BRI (RN
I —

Rename
Delete Default

Scene
Live
Stream

Super Channel

Image Channel
0.0 1.0 2.0 2.0 4.0 5.0 &.0 T.0 2.0 9.0 100 11,0 120

Rename: Renames the Director.

Delete Director: Deletes the Director.

Scene: Adds a camera channel for camera cuts.
Live: Adds any of the eight Live Video Inputs.
Stream: Adds an IP Stream Channel.

Clip: Adds a Clip Channel.

GFX: Adds a GFX Channel.

Super Channel: Adds a Super Channel.

Image Channel: Adds an Image Channel.

Actors

Right-click an Actor in the Stage Tree to open its context menu (see also Actors).
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Directorl

Transformation
Container

Cube

Rename: Not available.

Delete Actor: Deletes the actor.

Transformation:
Position: Creates a position channel for the actor, and automatically adds two default
Key Frames.
Rotation: Creates a rotation channel for the actor, and automatically adds two default
Key Frames.

Scaling: Creates a scaling channel for the actor, and automatically adds two default
Key Frames.

& Note: If a transformation channel is disabled (grayed out), the channel is
already available for the actor in this Director.

Container:
Active: Creates an active channel for the actor, and automatically adds two default Key
Frames. The active status can be modified in the Key Frame Editors. If an active Key
Frame is set to Value=0ff, the whole actor (container) including all animations are
hidden in the Scene Editor. The action remains hidden until another Key Frame shows
in the time-line with Value=0n.

Material: Creates a material channel for the actor, and automatically adds two default
Key Frames. The material can be modified in the Key Frame Editors.

& Note: The material option is only available if a material is added to the
container.

Texture: This option varies according to the item that is available on the actor.

® Example: If an image is added to the container, various texture options become
available. If a built-in geometry is added, for example a cube, various cube options
become available. If a font is added to the container, various text options become
available. For details about options for the various items, see the respective editor
sections, for example Image Editor and Fontstyle Editor.

Channels

Right-click a channel, in the Stage Tree, to open the channel context menu (see also Channels).
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Directorl

Dielete Position

Unsplit channel

Rename: Not available.
Delete Channel: Deletes a channel.
Split/Unsplit Channel: Shows or closes Transformation Channel parameters.

Action Channels

Right-click an Action Channel, in the Stage Tree, to open the Action Channel context menu (see
also Action Channels).

Directorl
Position ActionChannel
Rename: Makes it possible to rename an Action Channel.
Delete Action Channel: Deletes an action channel.

10.2 Stage Editor

The Stage Editor area shows the animated items as bars and splines along the time-line.

--||-n|| el -||||

10.2.1 Stage Editor Menu

Above the Stage Tree Area is a menu that defines the appearance of the Stage Editor.
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Built In=s Control

Dopesheet/Spline View

= ['b‘f Show Obj. Editor Ctrl-1
-

el o, W] Clopesheet View Ctrl-2
[m] Splin ] Ctrl-3

- Show Obj. Editor: Enables/disables the Stage Object Editor at the right side of the Stage.
Dopesheet View: Shows only the Dopesheet Editor.

- Spline View: Shows only the Spline Editor.
Dope/Spline View: Shows both the Dopesheet Editor and Spline Editor.

10.2.2 Stage Editor Bar

The Stage Editor bar is located above the Dopesheet Editor/Spline Editor.

Ml Rk B =

B Found: o 'r.- [_"_ | i *FT ml

. Add Key Frame: Adds a Key Frame at the current time/frame/field (see Key Frames).
Delete Key Frame: Deletes the selected Key Frame.

Add Stop/Tag: Adds a stop/tag Event to the selected Director at the current time/
frame/field.

Tty
. Delete Stop/Tag: Deletes the selected stop/tag Event.

Linear Left and Right: Sets the left and right spline handles in the selected Key Frame
to linear.

. Smooth Left and Linear Right: Sets the spline handles in the selected Key Frame to
smooth left and linear right.

. Linear Left and Smooth Right: Sets the spline handles in the selected Key Frame to
linear left and smooth right.

. Smooth Left and Right: Sets the left and right spline handles in the selected Key Frame
to smooth.
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ﬂ Handles Tangential: Sets the left and right spline handles in the selected Key Frame to
tangential.

pilot1 e
_ Search: Searches the name of a Key Frame.

Items Found: Shows how many items were found.

ﬂﬁ Search Results: The arrow buttons can be used to search for the first, next, previous
and last Key Frame matching the search criteria:

“ﬂ"ﬁ"a
ﬂwwﬂﬂ

1: Previous Key Frame
2: Next Key Frame
3: First Key Frame
4: Last Key Frame

E Zoom to Standard: Zooms the Dopesheet Editor and Spline Editor to standard view.

Zoom to Whole Spline: Zooms the Dopesheet Editor and Spline Editor to fit the
animation time-line of the current Channel.

W Show Spline 1, 2, or 3: Shows spline 1, 2, or 3 in the Spline Editor. The

splines refer to animations performed on various axes. If only one axis is animated, only the
spline 1 option is available.

(® Example: When animating a rotation, each spline describes the rotation around one
axis. Spline 1 shows the rotation around axis X, spline 2 shows axis Y, and spline 3
shows axis Z.

E Animate Time-line Marker: Moves the Time-line Marker along the Dopesheet Editor
and Spline Editor while playing the animation when enabled.

@ Tip: When computing performance should be reduced to a minimum, this option
should be disabled.

E Show Info: Shows time-line information as a tool tip when holding the pointer over an
item in the Dopesheet or Spline Editor, for example a Key Frame, when enabled.

EW Seconds/Frames/Fields: Switches the time scaling between seconds, frames,

and fields. The time scaling is available in the bar separating the Dopesheet and Spline
Editor.
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W Show Grid: Shows a grid of vertical lines in the Dopesheet and Spline Editor, making it
easier to position items accurately along the time-line when enabled.

E Snap to Grid: Shows the snap to grid feature in the Dopesheet and Spline Editor when
enabled. This feature shows vertical lines at the field interval defined in the grid width
option. By using this feature, Key Frames and other items can be dragged precisely along the
time-line, as it is not possible to drop items between the grid lines.

® Example: If the snap to grid feature is enabled and the grid width is set to 10, it is
only possible to drag Key Frames to field 10, 20, 30, and so on. If a Key Frame
should be placed at field 23 while the snap to grid feature is enabled, this must be
manually entered in the Key Frame Editors.

Grid Width: Defines the width of the snap to grid in fields.

10.3 Time-Line Editor

The Time-line editor is located above the Scene Editor. It gives various options to control
animations.

| NI o T ] = B

E Layer Indicator: Shows the current layer, as one of three vertical indicators, in the Director
Control Panel. The three layers are Front, Main and Back.

“ Director: Defines the selected (active) Director and opens the Director Control
Panel.

& Note: The settings in the Director Control Panel are not saved with the scene. If only
one Director is selected, the button is labelled with the Director name. If multiple
directors are selected, the button is labelled User Defined. If all directors are
selected, the button is labelled All.

[l Lock Selection: Activates the Director(s) of the selected container in the scene tree to be
active in the stage when enabled. When disabled, locks the selected Director(s) so that no
matter where else you click in the scene tree, only the selected Director is controlled by the
buttons in the Time-line Editor.

H Reverse: Plays the animation in reverse when enabled.
K Go to Start: Jumps the time-line to the start of the current Director(s).
b Start Animation: Plays the current Director(s) in the current layer from the beginning.

Stop Animation: Stops the currently playing animation at the current point in the
time-line. Right-clicking stops the currently selected Director or directors.
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& Note: The animation is automatically stopped when it reaches the end of the time-
line, or a stop point along the time-line.

- Continue Animation: Continues the animation from where it was stopped.
Go to End: Jumps to the end of the animation.

Key Frame Previous: Jumps to the previous Key Frame of the selected container in the
scene tree.

e 0 i i . . . . .
Time-line: Shows the current position on the time-line in fields of the input
box .

. Jump to Next Time-line Position: Jumps to the next position in the Time-line.

Key Frame Next: Jumps to the next Key Frame of the selected container in the scene
tree.

_ Set Key: Creates a Key Frame at the defined time-line.

Lock Time-line Position: Jumps the time-line automatically after a Set Key operation by the
defined Increment Value (see below) when activated. When deactivated, the time-line does
not jump after a Set Key operation.

:I- '_|_.' . . - .
Increment Value: Defines the step value (in fields from the input) box to be
incremented when creating a Key Frame.

10.4 Time-Line Marker

The time-line marker defines the current position along the time axis (X) in the Dopesheet and
Spline Editor. The time-line marker is shown as a thin red vertical line.

A separate time-line marker is created for each Director in the Stage Tree. Dragging a time-line
marker shows the animation in the Scene Editor accordingly.

If the Show Info option is enabled in the Stage Editor Bar, a tool tip with information about the
current time and the belonging Director shows when holding the pointer over the time-line marker.

If the Animate Time-line Marker option is enabled in the Stage Editor Bar, the time-line marker is
animated in the Dopesheet while playing the animation.

This section contains information on the following procedures:

To Manually Move the Time-line Marker
To Move the Time-line Marker a Set Amount of Fields
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- To Move the Time-line Marker a Set Amount of Fields with Shortcuts

10.4.1 To Manually Move the Time-line Marker

- Drag the time-line marker along the time-line in either the Dopesheet Editor or Spline Editor
or

- Click an empty area of the Dopesheet Editor or Spline Editor.

& Note: In complex animations with many directors, channels, and actors, there might
not be an empty area to click. If this is the case, press ALT while clicking.

10.4.2 To Move the Time-line Marker a Set Amount of Fields

In the Dopesheet Editor, enter the time (in fields) in the Time-line input box
or

1. Enable the Stage Object Editor.

2. Select the Director in the Stage Tree or Dopesheet Editor.

3. In the Director Editor that shows, enter the time (in fields) in the Time-line text box.
or

- Drag the Time-line in the Scene Editor Time-line editor Ealtn

10.4.3 To Move the Time-line Marker a Set Amount of Fields with
Shortcuts

- Move One Field at a Time:
- In the Dopesheet Editor or Director Editor click the Time-line up/down buttons, or
- Press CTRL and the left or right arrow key on the keyboard

- Move More Than One Field at a Time:

& Note: The movement interval in fields, is format dependent.

- Press the left or right arrow key on the keyboard. This, for example, in 1080i50
format, moves the time-line marker five fields, left or right, and in 1080i60 the
movement is six fields, left or right.

- Press ALT and the left or right arrow key on the keyboard. This, for example, in
1080i50 format, moves the time-line marker 50 fields, left or right, and in 1080i60
the movement is 60 fields, left or right.

10.5 Artist Director Control Panel

Click the Director option in the Time-line Editor to open the Director Control panel.
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The Director Control panel lists all available Directors of the selected layer. To see all layers (Front,
Main and Back) click the expand icon 4i».

It is possible to select one or more directors in the list to play them individually.

& Note: There are two sets of control buttons; one set for controlling individual directors in
the selected layer and one set for controlling the all directors in all layers.

Front: Lists the directors belonging to the front layer scene.

Main: Lists the directors belonging to the main scene.

Back: Lists the directors belonging to the back layer scene. This button is only enabled if a
back layer has been defined in the Layer Manager.

All: Selects all directors in the list when activated.

Start Animation/Play Layer: Plays the current Director(s) of all layers or the selected layer
from the beginning (see Basic Animation Functions).

Stop Animation/Stop Layer: Stops the currently playing animation at the current point on the

time-line for all layers or the selected layer. Right-clicking stops only the selected directors
(see Basic Animation Functions).

& Note: The animation is automatically stopped when it reaches the end of the time-
line, or a stop point along the time-line.

Continue Animation/Continue Layer: Continues the animation of all layers or the selected
layer to the next point on the time-line.

[0-10]: You can save up to ten combinations of selected directors per layer by selecting them
and dragging them onto one of the numbers. Afterward, when you click a number, the
combination of saved directors is then selected.

& Note: These selections are on a per-layer basis and also cannot be saved.

F, M, B: Enables the layers that should be controlled using the Play Stop and Continue Layer
buttons.
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10.5.1 Working with the Director Control Panel

D=

When multiple Directors in the selected layer are available, you can select and drag them onto the
preset/numbers bar in the Director Control panel to call up different presets at any time.

To do so you need to:

1. Select at least one Director (or multiple directors with SHIFT + click)
2. Drag the selection on to one of the numbers in the Director Control panel.

For example, in the image above, winner can be dragged onto slot 1, loser to slot 2 and draw to
slot 3.

To then control other combinations you need only drag the selected Container on to a number and
a new preset is defined. In this example, you can select winner and draw and drag them on to a
new number. Then, whenever this number is clicked, the predefined selection is highlighted/
selected and can be triggered via the Director Control buttons.

10.6 Director Editor

The Director editor shows details about the selected Director.
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10.6.1 Director Editor Properties

Director
s
L |—|_

Timeline 200 ;r

Reverze
Auto Start
Use System Time

Name: Defines the name of the Director.
Offset: Sets the offset in fields for the whole Director from the start of the time-line. This is
the easiest way to shift all animations within the Director.

- Time-line: Defines the time-line of the Director in fields (each Director has a separate time-
line). Changing the value in this box moves the Time-line Marker in the Time-line Editor, and
the other way around.

Reverse: Plays animations in this Director backwards when enabled.

- Auto Start: Starts the animation automatically when it is loaded from the database when
enabled.

Use System Time: Plays seamless looping directors, if you have multiple scenes with the
same background animation. As an example, if you have multiple scenes for elections but
each of the scenes has the same background animation/Director and you set the Use System
Time to Active for this Director, it plays the background without dropouts or breaking the
loop while loading the other scenes, as long as they have the same Director where the
system time is activated.
Master Clip: Renders an animation, defined in the Stage, based on the actual frame of a
played clip. This clip can either be set in Video Clip Playback Considerations or within a
separate Director in the Stage:

Drop-down box: Select None, Clip 1 to 16. Select the Clip Channel that contains the

clip, which controls the animation.

Inherit: When set to on, the set Master Clip Channel is passed to all sub directors.

Go to Start: Jumps to the start of the time-line.

Y Start Animation: Starts the animation from the beginning.

Stop Animation: Stops the animation at the current time-line.
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& Note: The animation is automatically stopped when it reaches the end of the time-
line, or a stop point along the time-line.

. -Continue Animation: Continues the animation after it has been stopped.
See Also

Master Clip

10.7 Master Clip

The Master Clip feature is particularly useful when you need to tie graphic animations to a specific
location in a video clip. Using the director properties to tie a master clip to a director in the
Director Editor makes sure that the stage and the clip are in sync. This is to make sure, that when
the clip plays the frame at time 3:12 for example, you also get the animation of the graphic
rendered at 3:12.

It is essential that you have at least two top-level directors in a scene using the Master Clip feature.
One contains the clip only, and the second all other scene items. The second director can also
contain several sub-directors. For the animations in the second director to be bound to the clip it
is necessary to set the Master Clip to the clip channel containing the clip for this director. If there
are sub-directors, which should also respect the clip as the animation controller, the Inherit button
must be checked in the Director Editor.

A simple scene using the Master Clip feature could be constructed like this:

LiberoVision
LiberoClip

_'_51:gne
Clip 1
—Clip

& Note: Scrubbing in the controlled director is not possible when using the Master Clip
feature as the timing is set by the clip. Scrubbing is only supported in the director
containing the clip.

10.8 Actor Editor

The Actor Editor shows details about the selected Actor. The available actions may vary, depending
on the actor selected.
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- Offset: Sets the offset in fields for the whole actor from the start of the time-line. This is the
easiest way to shift all animations within the actor.

10.8.1 Actor Editor for Integer Channels

Integer channels are channels for objects that have numeric values written without a fractional
component, as opposed to floating point values.

Interpolation: | Off

Interpolation: General setting for all integer animation channels. If interpolation is switched
off, no interpolation of the integer values happens when animating from one key-frame to
another. The value changes only when a key-frame is passed when running the animation.
The default setting is Off.

10.9 Channel Editor

The Channel editor shows details about the selected Channel.

This section contains information on the following topics:

- Common Channel Editor Properties
Position Channel Editor Properties
- Action Channel Editor Properties

10.9.1 Common Channel Editor Properties

& Note: Not available for four Point Loop clips.

IN:

Swing In: Enables swing in.

BE

Loop In: Enables loop in.

_ r
S~ | ™| Number of Swings/Loops: Defines the number of swings/loops in.
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. - Infinite: Sets number of swings/loops in to infinite (from the start of the animation).

OuUT:
. Swing Out: Enables swing out.

Loop Out: Enables loop out.

_ rF
Sl ~ | ™| Number of Swings/Loops: Defines the number of swings/loops out.

. - Infinite: Sets the number of swings/loops out to infinite (animation never ends).

10.9.2 Position Channel Editor Properties

The Position Channel editor has, in addition, these extra parameters that can be edited:

e
M N
 =filoo

- Closed Path: Forces the animation path to go from the last Key Frame to the first when
activated. When deactivated, the animation path remains open.

- Auto Rearrange: Ensures that the order of the Key Frames in the Dopesheet editor is the
same as in the Scene Editor so that the animation only ever continues forward. When
disabled, if you change the order of the Key Frames in the Dopesheet editor, the spline
remains the same, but the animation may return from the previously last Key Frame to the
newly added Key Frame now in last position. By default, this setting is enabled.

Loop from Zero: Includes a gap in the loop (like 2.x behavior), if there is a gap before an
animation loop, when enabled.

- Speed:
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Manual: Locks all Key Frames. There is no linear speed with this option. The duration
between each Key Frame can be different, depending on the timing value and the
transformation values between the different Key Frames. The result is a non-
continuous animation speed.
Linear: Unlocks all Key Frames. The Key Frames between the first and last Key Frames
are locked. If you change the value of either the first or last Key Frame, or any of the
Key Frames in between, the timing changes automatically for each Key Frame. The
result is an animation with a continuous speed between all Key Frames.

Path:

- Smooth (1): Sets the animation path to be smooth.

Linear (2): Sets the animation path to be linear.
First/Last Linear: Sets the animation to be linear for the first and last Key Frame, and
smooth for the rest.

First/Last Smooth: Sets the animation to be smooth for the first and last Key Frame,
and linear for the rest.

& Note: These settings are global for the whole animation in question.

10.9.3 Action Channel Editor Properties

The Action Channel editor has, in addition, these extra parameters that can be edited:
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Afwavs Execute Action at 0

- Always Execute Action at O: If an action is set to execute at o on the time-line, press this
button to make sure that the action is executed at o. If this button is not pressed (inactive),
the action may not work.

10.10 Dopesheet Editor

The Dopesheet editor shows the items in the Stage Tree as bars along the time-line.

The items are presented vertically in the Dopesheet editor according to the structure in the Stage
Tree. The horizontal scaling represents the time value.

@ Tip: The time value can be set to either seconds, frames, or fields from the Stage Editor
bar.

The Time-line Marker defines the current time, and the Scene Editor shows the animation
accordingly. The Grid and Snap to Grid options that can be enabled in the Stage Editor make it
possible to position items in the Dopesheet editor more accurately.

The image below shows the Dopesheet editor with Snap to Grid option enabled with a field width
of five:
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] an

If the Show Info option is enabled in the Stage Editor, a tool tip with time information shows when
the pointer is held over an item in the Dopesheet editor:

The Dopesheet editor can contain bars for various stage items: Directors, Actors, Channels, etc.
Similar to the Stage Tree, Directors are shown with a gray blue color, Container Actors with light
purple, while channels and actions are shown with a gray color. To build up an animation, Key
Frames and stops/tags can be added to the Scene. A Key Frame defines a property at a given time.
Multiple Key Frames belonging to the same channel are connected in the Dopesheet editor with
one or more bars.

The image below shows an animation where a stop/tag has been added between two Key Frames:

A stop/tag can be added to a Director to end or pause an animation at a given time.

® Example: If the scaling of a cube is 1.0 at field 0 and 2.0 at field 50, one Key Frame is
created at field 0 and another at field 50. A bar connects the two Key Frames in the
Dopesheet editor. See the image below:
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If the Stage Object Editor is enabled, clicking an item in the Dopesheet Editor opens the
corresponding editor.
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® Example: Clicking a Director opens the Director Editor, clicking a Key Frame opens the Key
Frame Editors, and so on.

10.10.1 To Enable/Disable the Dopesheet Editor

- From the Stage Editor Menu, select Dopesheet View, or
- Hold the pointer over the Stage and press CTRL + 2.

10.10.2 To Enable the Dopesheet Editor Together with the Spline
Editor

- From the Stage Editor Menu, select Dope/Spline View, or
- Hold the pointer over the Stage and press CTRL + 4.

10.10.3 To Resize the Height or Width of the Dopesheet Editor

- Height: Drag the horizontal separator between the Dopesheet editor and Spline Editor.
- Width: Drag the vertical separator between the Stage Tree Area and Stage Editor.

10.11 Spline Editor

The Spline editor shows the Key Frames on a Channel as splines along the time-line.

The Key Frames are presented vertically in the Spline editor according to the properties they
possess. The horizontal scaling represents the time value.

@ Tip: The time value can be set to either seconds, frames, or fields from the Stage Editor
Bar.
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The Time-line Marker defines the current time, and the Scene Editor shows the animation
accordingly. It is possible to drag Key Frames in the Spline Editor both horizontally (changing the
time) and vertically (changing the value) at once.

This section contains information on the following topics:

- Spline Editor Procedures
- To Enable/Disable the Spline Editor
- To Enable the Spline Editor Together with the Dopesheet Editor
- To Resize the Height or Width of the Spline Editor
- To Switch Between the Various Splines
Example of Axes X, Y, and Z in the Spline Editor
- To Move Key Frames in the Spline Editor
Editing Handles
Position in the Spline Editor
Rotation in the Spline Editor
- Scale in the Spline Editor
Material in the Spline Editor
- Additional Best Practices for the Spline Editor
Example of Key Frame and Handle Tool Tips

10.11.1 Spline Editor Procedures

To Enable/Disable the Spline Editor

From the Stage Editor Menu select Spline View, or
Hold the pointer over the Stage and press CTRL + 3.

To Enable the Spline Editor Together with the Dopesheet Editor

From the Stage Editor Menu select Dope/Spline View, or
Hold the pointer over the Stage and press CTRL + 4.

To Resize the Height or Width of the Spline Editor

Height: Drag the horizontal separator between the Dopesheet editor and Time-line Marker.
- Width: Drag the vertical separator between the Stage Tree Area and Stage Editor.

To Switch Between the Various Splines

Use the Show Spline 1,2, and 3 buttons from the Stage Editor Bar, or
Use the keyboard shortcuts CTRL + Z, CTRL + X and CTRL + C.
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Example of Axes X, Y, and Z in the Spline Editor
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To Move Key Frames in the Spline Editor

- Select the required Key Frame and drag it around.

- To change only the position on the time-line or the value, press SHIFT to lock the axes. Keep
CTRL pressed while you drag the Key Frame if you want to snap to grid along the time-line.
You can move a Key Frame in the spline editor, so either the position on the time-line (left
and right) or the value stored (up and down) in the Key Frame is changed.

10.11.2 Editing Handles

As each Key Frame on the spline has two handles, moving them is the most easy way to edit the
curve. To edit a handle left-click it and drag it around. You see that the spline reflects your
movement.

By default you move the handles proportional this way. This means if you change the handle on
one side, the one on the other side moves too. If you want to only edit the handle on one side, you
need to left-click the required handle. Keep the left button pressed and press CTRL. If you drag the
handle, only the one you drag right now moves and the other one stays. This “single handle mode”
is enabled for the Key Frame as long as you press CTRL.
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Furthermore you can use the buttons in the main menu to edit the handles at a Key Frame. To do
so select the Key Frame you want to change the handles in and select the action in the main menu.
For ease of use multiple Key Frames can be selected.

ﬂ Sets left and right spline handles in selected Key Frame to linear.
Sets spline handles in selected Key Frame to smooth left and linear right.
Sets spline handles in selected Key Frame to linear left and smooth right.
Sets left and right spline handles in selected Key Frame to smooth.

m Sets left and right spline handles in selected Key Frame to tangential.

10.11.3 Position in the Spline Editor

If you animate a position, there are much more considerations to make.

10.11.4 Rotation in the Spline Editor

If you have animated the rotation, you can rotate about up to all three axes at the same time. In
the spline editor, three different splines are shown, one for every axis. The red one is for the X-
axis, the green one for the Y-axis and the blue one for the Z-axis. For ease of use in the lower left
corner, you find indicated which axis is currently selected.

10.11.5 Scale in the Spline Editor

If you have animated the scale, you can scale along up to all three axes. In the spline editor, three
different splines are shown (when Prop or Single is selected), one for every axis. The red one is for
the X-axis, the green one for the Y-axis and the blue one for the Z-axis. For ease of use in the
lower left corner, you find indicated which axis is currently selected.
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10.11.6 Material in the Spline Editor

If the material has been animated, two different splines are shown in the spline editor. The red one
is for the alpha value, the green one for the shininess. For ease of use in the lower left corner, you
find which parameter is currently selected.

B =

0
©

10.11.7 Additional Best Practices for the Spline Editor

Normally for each channel only one spline is shown in the spline editor. But there are animation
channels where more splines are available for editing. As you can only edit the Key Frames/
handles of one spline, you must use the number keys in the Stage Editor Bar to select the required
spline.

Pressing SHIFT while moving a Key Frame in the Spline Editor enables you to drag it only
horizontally or vertically, but not both directions at the same time. Pressing CTRL while moving a
Key Frame enables the Snap to Grid function, allowing the Key Frame to be placed only at certain
time-line intervals. For more information (see Stage Editor Bar).

When animating certain channels, such as scaling or rotation, up to three splines are shown in the
Spline editor, each describing the state along one axis, either X, Y, or Z. For a better overview,
different colors are used; red for X-axis, green for Y-axis, and blue for Z-axis.Every spline contains
various Key Frames with handles.
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Example of Key Frame and Handle Tool Tips

If the Show Info option is enabled in the Stage Editor Bar, placing the pointer over a Key Frame or
handle shows a tool tip with status information about time-line and value.

10.12 Stage Object Editor

The Stage Object editor (1) is positioned at the right side of the Stage Editor. The editor has
different views depending on the particular editor shown.

® Example: The Director Editor shows information about directors, the Actor Editor shows
information about actors, the Channel Editor shows information about channels, the Actor
Editor shows information about actions, the Key Frame Editors shows information about
Key Frames, the Event Editor shows information about stops/tags, and so on.

Clicking an object in the Dopesheet Editor or selecting an item from the Stage Tree opens the
corresponding editor in the Stage Object Editor.

10.12.1 To Enable/Disable the Stage Object Editor

From the Stage Editor Menu, select Show Obj. Editor, or

- With the mouse pointer over the Stage area, press CTRL + 1.
Built Ins Control i

Dopesheet/Spline Wiew

Bl ooreshectSpine View
[‘4 = )bj. Editor Ctrl-1
=1 -

Directd [m] Dopeshest View Ctrl-2
[mi] Spline Ctrl-3
Sce [m] Cope/Spli
{

Live £
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10.13 Key Frame Editors

The Key Frame editors show details about the selected Key Frame. To view the Key Frame editor
click on a Key Frame. Make sure that the Stage Object Editor is enabled.

This section contains information on the following topics:

- Common Key Frame Editor Properties
Locked and Unlocked Key Frames

- Action Key Frame Editor Properties
Position Key Frame Editor Properties
Rotation Key Frame Editor Properties

- Scale Key Frame Editor Properties
Material Key Frame Editor Properties

- Clip Key Frame Editor Properties

- Adding Camera Events Using Key Frames

10.13.1 Common Key Frame Editor Properties

Name: Defines the name of the Key Frame. This name is used for external commands or
scripts.

- Time: Defines where along the time-line (in fields) the Key Frame is placed.
ﬁﬁ Previous/Next buttons: Selects the previous or next Key Frame along the time-line
if the property has more than one Key Frame.

- Value: The rest of the Key Frame editor options vary according to which property is being
animated.

® Example: For scaling, it is possible to define the size of an object in direction X, Y,
and Z.

10.13.2 Locked and Unlocked Key Frames

By default the Key Frames in the position animation are locked. They store information about the
position of the container along the X-, Y- and Z-axis, as well as the time the Key Frame passed by
in the animation.

An unlocked Key Frame stores only information of the position along X-, Y- and Z-axis, without the
information at which time the Key Frame should be passed. To reflect this, in the object editor for
a locked Key Frame the Time is grayed out. Furthermore, as the spline editor shows time and path-

Copyright © 2020 Vizrt Page 469



Viz Artist User Guide - 3.14

percentage, the unlocked Key Frames are not shown there. In the animation editor, unlocked Key
Frames are shown at half height of locked Key Frames. Viz Artist calculates the time the Key Frame
is passed to fit with the handles set in the next locked Key Frame before and after the unlocked
Key Frame.

To better understand the difference between locked and unlocked Key Frames, create a simple
position animation. You see the container moving with different speeds between the Key Frames.
Next unlock all Key Frames and play the animation once more. The container moves evenly during
the whole animation.

Use an unlocked Key Frames to define the path without editing the time for every Key Frame. This
can save time.

10.13.3 Action Key Frame Editor Properties

In addition to the common key frame editor properties, the Action Key Frame Editor defines the
Action Channel. The action works when the Director time-line equals the Action Channel Key
Frame.

Type

ovir. W Reverse
Execute

Value: Executes the command or OS task entered here.

Type: Initializes action Key Frames for two main types of actions:
Command: Use Viz Artist internal commands to execute a number of automated tasks
in the program (for Viz Artist internal commands documentation go to: <viz install
folder>/Documentation/CommandInterface/index.html)
Task: Enter a task command. Any relevant command which can be started from a
command line window (i.e., cmd.exe) can be executed as a task. If the path to the
executable file contains spaces, set the complete path in quotation marks, for
example, " C:\program files\microsoft office\office\winword.exe"

@ Tip: Multiple commands can be executed in the Action Key Frame Editor. The
commands must be terminated by a ; (semi-colon) and on a new line. For
example: RENDERER*TREEx$sometextx*GEOM+TEXT SET Hello World;
MAIN_SCENE*STAGE*DIRECTOR*$Default GOTO_TRIO $B $A;
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Dir: Sets which way, forwards or backwards, the animation should go to trigger the Action
Key Frame:
Both: The Key Frame is triggered when the animation goes forward and in reverse.
Normal: The Key Frame is triggered when the animation goes forwards.
Reverse: The Key Frame is triggered when the animation goes backwards.
Execute: Starts the action.

Examples of Commands for Action Key Frames

Here are some examples of Viz Artist internal commands, which can be used in the Action Key
Frame Editor to create actions:

- THIS_SCENE: The created action acts on this Scene only.

- THIS_EDITOR: The created action acts on this Editor only.

- THIS_DIRECTOR: The created action acts on this Director only.

- THIS_PARENT_DIRECTOR: The created action acts on this Parent Director only.

(® Example of Invoking a Script Function

THIS_SCENE*TREEx$[name of the container]*SCRIPT INVOKE [your function name/sub
routine name in the script]

(® Example of Setting a Plug-in Value

THIS_SCENE*TREE*$[name of the container where the plug-in
resides]FUNCTION[name of plug-in]x[name of UI item of the plug-in, 1i.e the
button or the drop down 1list] SET [value]

10.13.4 Position Key Frame Editor Properties

In addition to the Key Frame Editors, a Position Key Frame contains information about the position
of a Container at a specific time. The parameters of Position Key Frames are:

Copyright © 2020 Vizrt Page 471



Viz Artist User Guide - 3.14

Speed Control
Weight

Distance: Defines the distance of a selected Key Frame (value in percent) between the first
and last Key Frame of the animation (information only)

- X: Defines the position along the X axis.

- Y: Defines the position along the Y axis.

- Z: Defines the position along the Z axis.

Path Control

- Angle: Defines the angle of the handles for the path.
- Weight: Defines the weight of the handles for the path.

[0

H Smooth Left/Right: Allows the handles for the path to be smooth or linear (see Channel
Editor).

- S/ L/ M: Defines the way handles for the path should be modified:
- S (Single): Only the left or right parameter can be adjusted.
L (Locked): Left and right parameters are locked in their current position and
adjustment changes both left and right parameters together.
M (Mirror): The left and right parameters are mirrored when adjusted

Speed Control

- Angle: Defines the angle of the handles for the speed.
- Weight: Defines the weight of the handles for the speed.

[0

. g Smooth Left/Right: Allows the handles for the speed to be smooth or linear.
- S/ L/ M: Defines the way handles for the speed should be modified:
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- S (Single): Only the left or right parameter can be adjusted.

L (Locked): Left and right parameters are locked in there current position and
adjustment changes both left and right parameters together.
M (Mirror): The left and right parameters are mirrored when adjusted

Manual Speed: Toggles the Key Frame Active or Inactive:

- Active: Unlocks Speed Control (1). The speed between the previous, selected, and the

next Key Frame is calculated by the position and the speed control of this Key Frame
in the time-line.

Inactive: Locks Speed Control (2). The speed between the previous and the next Key

Frame is calculated linear between those two and cannot be modified. If the value of
either the previous or next Position Key Frame is changed, or any of the Position Key
Frames, the timing is adjusted automatically for each locked Key Frame. The result is
an animation with a constant speed between all locked Key Frames.

Position: Distance

10.13.5 Rotation Key Frame Editor Properties

A rotation Key Frame contains information about the container rotation. In addition to the default
options for a rotation Key Frame it is possible to define specific rotation options.

Mame B
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:
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- X: Defines the rotation along the X axis.
- Y: Defines the rotation along the Y axis.
- Z: Defines the rotation along the Z axis.
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- Angle: Defines the angle of the handles for the path or speed.

- Weight: Defines the weight of the handles for the path or speed.

- Smooth Left/Right: Allows the handles for the path to be smooth.

- Single (S), Locked (L) and Mirror (M): Defines the way handles for the path or speed should
be modified. In the spline editor, three different splines are shown, one for every axis. The
red one is for the X-axis, the green one for the Y-axis and the blue one for the Z-axis. As you
can only edit the currently selected spline, you must use three spline buttons at the top of
the Dopesheet Editor (or shortcuts CTRL + Z, CTRL + X and CTRL + C) to select the spline

you want to edit. For ease of use, in the lower left corner you find an indication of which axis
is currently selected.

10.13.6 Scale Key Frame Editor Properties

Scale Key Frames have to do with the scaling of the object in the animation. For a scale Key Frame,
in addition to the default options, it is possible to define the scaling along the X, Y, and Z axes in
the three input boxes.

5|
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If you have animated the scale, you can scale along up to all three axes. To change all three scale
values, in the object editor you find an input box for X, one for Y and one for Z. There you can
change if the values should be Locked or if you change them proportional (Prop) or each Single
value. In the spline editor, three different splines are shown (when Prop or Single is selected), one
for every axis. The red one is for the X-axis, the green one for the Y-axis and the blue one for the
Z-axis. As you can only edit the currently selected spline, you must use three spline buttons at the
top of the Dopesheet Editor (or shortcuts CTRL + Z, CTRL + X and CTRL + C) to select the spline

you want to edit. For ease of use in the lower left corner you find an indication of which axis is
currently selected.
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Scale Axis, X, Y and Z
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10.13.7 Material Key Frame Editor Properties

With a material Key Frame, in addition to the default options, it is possible to define color.

&
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If a material has been animated, the object editor for the Key Frames shows a Material Editor. This
allows you to conveniently the change the material. In the spline editor, two different splines are
shown. The red one is for the alpha value (1), the green one for the shininess (2). As you can only
edit the Key Frames/handles of one spline, you must use the number keys in the Stage Editor Bar

to select the required spline. For ease of use in the lower left corner you find an indication of
which parameter is currently selected.
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207 Material: alpha
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10.13.8 Clip Key Frame Editor Properties

[y
=
ime End 150 ||:|_

Curation 00:00:03:00

-

Lock Clip Length

Before Start [ Show Black

After End
Clip In
Clip Qut
Loop Count
Loop In
Loop Out

F=IED

Name: Sets a name for the Clip Key Frame.
- Time/Time End: Sets the start and end time, in fields, of the Key Frame.

Duration: Sets the time duration of selected clip Key Frame as defined by Time/TimeEnd.
- Clip: Selects a clip to use when the H is clicked.
- Viz One: Selects a clip from Viz One (see Transfer Clips From Viz One).

Lock Clip Length: Locks automatic length adjustment. Keyframe maintains length for set

clips. Useful when exporting the scene after making adjustments to the clip length in the

stage, as this keeps the clip length as designed, and not revert to the length of the clip file.

Before Start: Sets what should happen before the clip starts to play within the animation. If

the button is disabled, it shows the in-frame. If the button is enabled, it shows black until

the animation gets to the clip.
- After End: Sets what should happen after the animation leaves the clip Key Frame. If the

button is disabled, it shows the out-frame. If the button is enabled, it shows black.

- Clip In/Out: Sets the time the clip comes in and goes out.
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® Example

Time =50

Time End = 250
Clip Length = 4 sec (50i clip)
Clip In = 00:00:01:00

Clip Out = 00:00:03:00

Viz Artist User Guide - 3.14

The clip playback starts one second after the Director starts. The clip starts at frame 25 and ends
at frame 75. Because the Key Frame duration is twice as long, the clip part is played twice.

To Add a Clip to the Stage
1.

Right-click the Director where clip is to be added.

Director
Rename
Delete Director

Scene

Live

Stream

Clip

Gfx

Supe

Image Channel

Clip1 »
Clip 2
Clip 3
Clip 4
Clip 5
Clip 6
Clip 7
Clip 8
Clip 9
Clip 10
Clip 11
Clip 12
Clip 13
Clip 14
Clip 15
Clip 16

Director

Scene
Clip 1
—Clip

Clip

CenterX

pRight
pTop
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10.13.9 Adding Camera Events Using Key Frames

The Stage Editor also allows the designer to change the active camera in a scene by using key-
frames.

To Add a Basic Camera Shift Event

Server Built Tns Control Wiaws Tree

Default

L Pogition
CameraDirec tor

Scena

1. In the Stage Tree, right-click a Director and select currentCamera from the context menu.
This adds a channel called Scene with currentCamera as an actor, with two key-frames.

2. Select the first key-frame. In the Actor Editor, enter a descriptive Name and a Value for the
initial camera position. The default value is 1, which translates into Camera 1.

3. Select the second key-frame. Enter a descriptive Name and a Value for the second camera
position in the Actor Editor.

10.14 Event Editor

The Event Editor shows details about the selected Stop, Tag, Pause, Local Stop or Next Scene
Events.

MNext Scene

sl

Name: Sets a name for the Event. This name is used for external commands or scripts.
- Time: Sets where in the time-line (in frames) the Event is placed.

- Previous/Next buttons: Moves to the previous or next Event along the time-line if a
Director has more than one Event.
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- Type: Defines the type of Event used:
- Stop (1): Stops the animation until continue animation is clicked. A stop applies for the

Director and all subdirectors.

- Tag (3): Shows a position along the time-line. This Event type does not stop the
animation.
Local Stop (2): Stops the animation until continue animation is clicked. A local stop
only applies for the Director it is placed on, not its subdirectors.
Pause (4): Stops the animation for a specified amount of frames (set in Length).

Next Scene (5): Marks a position where a Scene ends. The next Scene starts
automatically.

& Note: Viz Weather has an automatic play list option where the user does not
need to start the next Scene. The Next Scene Event starts the next Scene
automatically when the current Scene reaches the Next Scene Tag.

Length: Sets the length (frames) of a Pause.

Dir: Sets the direction where the Event is valid:
Both: The Event is valid to both normal (forwards) and reverse directions.
Normal: The Event is only valid when the animation direction is normal (forward).
Reverse: The Event is only valid when the animation direction is reversed.
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11T Create Animations

When an animation is created, the state of an object (e.g. its position, rotation, or scaling) is
defined at various points in time. Key Frames are used to define these states, and the animation
system interpolates between them to create a continuous animation.

This section contains information on the following topics:

Directors

Actors

Channels

Action Channels

Key Frames

Basic Animation Functions
Create a Basic Animation
Create an Advanced Animation
Advanced Animation Functions
Create an Over the Shoulder Scene
Create a Stand-alone Scene
Create Transition Effects

11.1 Directors

To create an animation, there must be at least one Director in the Stage Tree. Directors are used to
group a certain set of Stage items, such as Actors and Channels. It is possible to create Directors
at the root level of the Stage Tree, or as Sub-Directors.

A Director can hold as many items as required, but to improve usability it is recommended to
group certain items in different Directors, especially when working with complex animations. In
addition to improved overview in the Stage Tree, multiple Directors make it possible to show only
the animations contained within each Director. This opens the possibility to, for example, have
multiple animation channels on one object, driven by multiple Directors.

Each Director can also hold controlling items such as stop points and actions that only affect the
animations within the Director (see Basic Animation Functions).

& Note: The first Director created in the Stage is always called Default Director. Any
subsequent Directors are called Director (rename as required).

Most actions on Actors are done using Directors. Actions affecting the time-line are performed
directly in the Dopesheet Editor. Working with Directors in the Dopesheet editor enables the
Director Editor.

This page contains information on the following topics:

Directors in the Stage Tree
To Create a Director
To Move a Director
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- To Copy a Director

- To Rename a Director

- To Delete a Director
Directors in the Dopesheet Editor

- To Mark a Region Within a Director

- To Move a Director in the Time-line

- To Speed Up or Slow Down a Director
Events in a Director

- To Create a New Event

- To Change an Event Type

- To Move an Event along the Time-line

- To Name an Event

- To Delete an Event

- To Create a Tag (Preview Point) for External Applications

- To Create a Tag (preview point) for Viz Trio

Preview Callback Events

11.1.1 Directors in the Stage Tree

Directors are shown in the Stage Tree with a gray blue background color.

s YY) = =]

Default

Director_1
Director_2

To Create a Director

& Note: The first Director created in the Stage is always called Default Director. Any
subsequent Directors are called Director (rename as required).

s Y ) = =]

Default
Director

- Click the . (Add Director) button
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& Note: The new Director is added under the currently selected Director. If no Director
is selected then its added at the end of the director tree.

Or

1D
Drag the ' (Add Director) icon to the Stage Tree:
Directors that are dragged to the Stage Tree can be positioned in various ways, and create

either root or Sub-Directors.

Tz
1:I Sub-Director: Drop the I icon at the right side of a Director to create a Sub-
Director

o
[E E Root Director Below/Above: Drop the ' icon at the left side of a Director to
create a root Director at the same hierarchy level, either below or above the selected

Director

To Move a Director

Drag one or more Directors to a different place in the Stage Tree hierarchy

To Copy a Director

Press CTRL and drag one or more Directors to a different place in the Stage Tree hierarchy

To Rename a Director
& Note: Special characters, such as space, are not allowed in Director names.

Right-click a Director.

In the context menu, select Rename.
Type a new name.

Press ENTER.

Or:

. Select the required Director in the Stage Tree.
Open the Director Editor.
3. Type a descriptive name in the Name text box.

A WN—

N —
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4. Press ENTER.

R

Default ffze 0 I—|

Director_1
_ . LA
Director L l_|_

Director

Director Reverse
Auto Start

To Delete a Director

1. Right-click a Director in the Stage Tree.
2. In the context menu, select Delete Director.
Or:

Drag the Director, or multiple Directors, to the trash can
Or:

- Select a Director, or multiple Directors, and press DELETE.

11.1.2 Directors in the Dopesheet Editor

Directors are shown in the Dopesheet Editor with a gray-blue color.

To Mark a Region Within a Director

1. In the Dopesheet Editor, press T + Click to create a start point in a Director.
2. Press T + Click again to create an end point in the Director.

Drag the green start and end points to lengthen or shorten the selected region. In the
Director only the Key Frames inside this region are affected.
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To Move a Director in the Time-line

Click on the Director and drag to a different time.
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To Speed Up or Slow Down a Director

Click on the start or the end of the Director.

Drag the start or end point to change the Director speed:
Speed up: Lengthens the Director.
Slow Down: Shorten. the Director.

11.1.3 Events in a Director

Events can be added to a Director to add control to an animation. Events that can be added to the
Director are:

Stop: Stops the animation until continue animation is clicked. A Stop applies for the Director
and all Sub-Directors

- Tag: Shows a position along the time-line. This Event type does not stop the animation
Local Stop: Stops the animation until continue animation is clicked. A local stop only applies
for the Director it is placed on, not its Sub-Directors.
Pause: Stops the animation for a specified amount of frames.
Next Scene: Marks a position where a Scene ends. The next Scene starts automatically.

& Note: Viz Weather has an automatic play list option where the user does not need to
start the next Scene. The Next Scene tag starts the next Scene automatically when
the current Scene reaches the Next Scene Tag.

To Create a New Event

1. Click on a Director in the Stage Tree.

2. Set the Time-line Marker to the point where the new Event is to be added.
3. Add an Event:
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- Click the . (Add Stop/Tag) button, or
Press S and click in a Director where the new Event is to be added.

& Note: The default new Event is a Stop Event.

4. If required, change the Event type.

To Change an Event Type

1. Enable the Event Editor in the Stage.
2. In the Director, select the Event to be change.

3. In the Event Editor, click an Event type button in the Type area to change status.
4. If Pause is selected: In the Value box, define the number of frames that the animation should
pause for, before it continues.

To Move an Event along the Time-line

—

. Select one or more Events.
2. Drag the selected Events along the Director Time-line.

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

or

. Enable the Event Editor in the Stage.
Select an Event in the Director.
Move the selected Event:
In the Event Editor, enter the new position (in frames) in the Time input box, or
- Click in the Time input box and drag left or right.

w N =

& Note: This moves only the last selected Event in the Director.

To Name an Event

1. Enable the Event Editor in the Stage.

2. Select an Event in the Director Time-line.

3. In the Event Editor, enter a descriptive name in the Name text box.
4. Press ENTER.

& Note: Special characters, such as space, are not allowed in Event names.
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To Delete an Event

1.

f—

Select the Event to be deleted.

. Click the . (Delete Stop/Tag) button.

or

. Select one or more Events.
. Press DELETE.

To Create a Tag (Preview Point) for External Applications

(for example Viz Trio and Viz Pilot)

Stop
Tvype | Local Stop Fause
MNext Scene

. Open the Stage

Select the default Director.
Position the Time Marker at the point where the Scene is to be previewed.

. Click the . (Add Stop/Tag) button to add an Event.
. In the Event Editor, enter pilotl (case sensitive) in the Name text box. The name pilot] is

the Tag name requested by control application, and is also the default preview point for an
Object scene in Transition Logic-enabled scenes. For labeling more Tags, or preview points,
continue with pilot2, pilot3, etc. Make sure Tag is selected in the Type area.

& Note: Custom Tag Events can be used as well. However, those Tags Events are only
selectable within the Viz Pilot Newsroom client.
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To Create a Tag (preview point) for Viz Trio

241800 sec, i __ -E:j'zuj ,':|_ ==

Stop
vpe | Local Stop Pause

Mext Scene

1. Open the Stage, and select the default Director.
2. Position the Time Marker at the point where the Scene is to be previewed.

3. Click the - (Add Stop/Tag) button to add an Event.

4. In the Event Editor enter the Name as 01, 02, 03, etc. according to the value of the
corresponding Field identifiers (01, 02, 03, etc.). Setting these points previews the Scene in
the local Viz Trio preview window when a tab field in Viz Trio is selected (01, 02, 03, etc.).

Preview Callback Events

© IMPORTANT! This event must only be triggered for the local preview in the External Control
Application, and not for any external preview or program engines.

Viz Engine supports a script event called OnPreview upon loading a scene in an External Control
Application, such as Viz Trio or Viz Pilot. This gives the designer additional capabilities for when
the scene is loaded in the local preview, as it can be used to show or hide parts of the scene to
make it clearer for the operator what is shown later in the animation, or to write some instructions
for the operator, while the scene should be taken On Air without changes.

It may also be used to compensate for unavailable capabilities on a preview Engine. For example, if
a scene plays a video in the background, which a VGA mode preview Engine cannot play, a back
plate can be shown in the preview with a snapshot of the video. This gives the operator an idea of
how the scene looks when taken On Air. It could also be used as an optimization, to save the local
preview engine from loading large video files.

& Note: Preview Callback Event support requires Viz version 3.8.1 or higher.

The OnPreview script event can be used in a scene or container script. If adding the script as a
container script, make sure it is added to the same container as the Control Object plug-in. The
script can also be loaded as both a scene and a container script, in which case both scripts are
invoked when the scene is loaded.
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In Transition Logic scenes, the function can be placed in the scene script of the Master scene, or as
a container script on the Control Object container in one or more of the Object scenes. In
Transition Logic scenes, the scene script of the Master scene, and the container script on the root
Control Object container of all Object scenes, is invoked.

A simple OnPreview script event handler could be like:

sub OnPreview(doPreview as Integer)
if doPreview then

println("4015 Container OnPreview")
end if

end sub

See Also

Transition Logic
Scripting

11.2 Actors

A Container is represented as an Actor in the Stage Tree. The Actor carries the same name in the
Stage Tree as the corresponding Container in the Scene Tree. If the Container is renamed, the
Actor reflects the change.

If an Actor or Actor channel is clicked on it also shows the relevant Container (in the Scene tree)
and object (in the Scene Editor).

& Note: If multiple Actors or Actor Channels are selected this is also shown in the Scene Tree
and Scene Editor.

When adding an animation to a Container, the corresponding Actor and channel automatically
shows in the Stage Tree inside a Director. The Actor for a Container holds the information of all
animated channels: Scene, Camera, or Light.

As it is possible to place different animation channels of an Actor in separate Directors, the same
Actor can be available in several places in the Stage Tree.

Each Actor type is represented by a different color:

Container Actors: Light purple (1)
Light Actors: Dark gray (2)
Camera Actors: Dark purple (3)
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Scene Actors: Green (4)

Most actions on Actors are done in the Stage Tree. Actions which affect the time-line are
done directly in the Dopesheet editor. Working with Actors in the Dopesheet editor enables
the Actor Editor.
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11.2.1 Actors in the Stage Tree

To Move an Actor

Drag one or more actors from a D|rector in the Stage Tree to the target Director.
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To Copy an Actor

Press CTRL while dragging one or more actors from a Director in the Stage Tree to the target
D|rector

Bl Dbl i Kis
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To Delete an Actor

- Right-click an actor in the Stage Tree and select Delete Actor.
or
- Drag the actor to the trash can.
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11.2.2 Actors in the Dopesheet Editor

To Move an Actor in the Time-line

Drag the actor to a different time.

Server Built In= Control Views | Tree | Stage Serverfstagel +Treef5tage|
Dopesheet/Spline View
+
e | fe| X
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[

—Position

Container Circle
sec,: 0,000 - 10,360

To Speed Up or Slow Down an Actor

- Click on the start or the end of the Actor.
Drag the start or end point to change the Actor speed:
- Speed up: Lengthens the Actor.
- Slow Down: Shortens the Actor.

To Delay all the Animations in an Actor

1. Enable the Actor Editor.
2. Select an actor.
3. In the Actor Editor, set the Offset value (in fields).

Also, it is possible to move the actor (horizontally along the time-line) including all its animations
directly in the Dopesheet Editor, although this does not actually add the offset value.

11.3 Channels

A Channel stores the animated properties of an Actor.

Separate Channels are created for Position, Rotation, Scaling, and so on. The Channel is named
automatically according to the property being animated. It is not possible to rename a Channel.

Key Frames are placed along the Channel. Key Frames hold information about the value of the
property at the time they are placed on the time-line. If Key Frames are not connected by a
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Channel in the Dopesheet Editor, the information about the property is identical, and there is no
animation of this property between these Key Frames.

Most actions on Channels are done in the Stage Tree. Actions which affect the time-line are done
directly in the Dopesheet editor. Working with channels in the Dopesheet editor enables the
Channel Editor.

This section contains the following information:

Channels in the Stage Tree
Channels in the Dopesheet Editor

11.3.1 Channels in the Stage Tree

To Move a Channel

Drag one or more channels from a Director in the Stage Tree to the target Director.
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To Copy a Channel

Press CTRL while dragging one or more channels from a Director in the Stage Tree to the
target Director.

I Dopesheet /5

To Select a Channel

- Click a channel in the Dopesheet Editor, or
- Click one or more channels in the Stage Tree.

To Delete a Channel

Right-click a channel in the Stage Tree and select Delete Channel
or
Drag the channel to the trash can.
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11.3.2 Channels in the Dopesheet Editor

To Move a Channel in the Time-line

Drag the channel to a different time.

To Speed Up or Slow Down a Channel

- Click on the start or the end Key Frame of the Channel.
Drag the start or end Key Frame to change the Channel speed:
- Speed up: Lengthens the Channel.
- Slow Down: Shortens the Channel.

11.4 Action Channels

Actions Channels are control items which, when an Action Key Frame is added, do special tasks
when the time line passes them. Regular Channels are typically basic actions that can be created
through the use of the Viz Artist GUIL. For example, the rotation of a cube can be defined in the
Transformation Editor of the cube container.

For more special scenarios, such as audio animations, it may not be possible to create the
animations based on the standard options. In such cases it is necessary to create actions with
custom scripts that suit the situation.

Action Channels are colored cyan in the Stage Tree.

l:'-aE:r'urE:r Built Ins Control "l.l"iewf'
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Most procedures on Action channels are done in the Stage Tree. Procedures which affect the time-
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line are done directly in the Dopesheet Editor. Working with Action channels in the Dopesheet
Editor enables the Action Channel Editor.

11.4.1 Action Channels in the Stage Tree

To Create an Action Channel
The created Action Channel also requires an Action Key Frame.

1. Select a Director.

2. Click (Add New Action) in the Stage Tree Bar, or:

1
Drag the ' icon in the Stage Tree Bar to a Director.

To Move an Action Channel

Drag an action channel from a Director to the target Director

To Copy an Action Channel

Press CTRL while dragging an action channel from a Director to the target Director

To Rename an Action Channel

1. Right-click an Action channel and select Rename.
2. In the text box that shows, type a new descriptive name.
3. Press ENTER.

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

To Delete an Action Channel

Right-click an action channel in the Stage Tree and select Delete Action Channel.
or
Drag the action channel to the trash can.

11.4.2 Action Channels in the Dopesheet Editor

To Move an Action Channel in the Time-line

Drag the action to a different time.
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Server/Stage +de$tugl:|

Dopeshest/Spline View

To Speed Up or Slow Down an Action Channel

- Click on the start or the end Key Frame of the Section Channel.
Drag the start or end Key Frame to change the Action Channel speed:
- Speed up: Lengthens the Action Channel.
- Slow Down: Shortens the Action Channel.

11.5 Key Frames

A Key Frame stores information about a property at a given time. Key Frames can be added to
Channels and Action channels. If two Key Frames next to each other hold different values, the Key
Frames are connected with a bar in the Dopesheet Editor.

When selecting a Key Frame in the Dopesheet editor or the Spline Editor, the corresponding Key
Frame in the other editor is selected too. Working with Key Frames in the Dopesheet enables the
Key Frame Editors.

® Example: The position of a cube can be at X=0 at field 0 and X=100 at field 50. In such a
scenario, two Key Frames are created, one at field 0 and one at field 50. Since the position
of the cube is different in the two Key Frames, a bar is added between them, indicating
that an animation takes place when the time-line moves from Key Frame A to Key Frame B:

l:'-aE:r'urE:r Built Ins Control "l.l"iewf'

Copesheet/Spline Wiew
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This section contains information on the following procedures:

- To Add a Key Frame

- To Select One or More Key Frames

- To Move One or More Key Frames

- To Move a Key Frame to a Specific Time
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- To Copy a Key Frame
- To Rename a Key Frame
- To Delete a Key Frame

Reverse the Order of Selected Key Frames

- To Reverse the Order of Key Frames

11.5.1 To Add a Key Frame

There are four ways to create a Key Frame:

1.
2.

. Click ﬂ (Add Key Frame).

f—

Select the required Channel or Action Channel in the Stage Tree.
Set the Time-line Marker to when the Key Frame should be added.

Or:

. Select the required Channel or Action Channel in the Stage Tree.

Set the Time-line Marker to when the Key Frame should be added.

. Set the Key Frame:

- Click ‘L in the Time-line Editor, or
- With the mouse pointer over the Scene Editor, press ENTER.
Or:

. Select the required Channel or Action Channel in the Stage Tree.

Set the Time-line Marker to when the Key Frame should be added.

. In the Spline Editor, make sure to hold the pointer above the spline at the required time-line

location (the spline should turn orange if doing this correctly).
Click the spline.

11.5.2 To Select One or More Key Frames

- Click on a Key Frame to select it. This clears the selection of any previously selected Key

Frames.

- CTRL + Click on a previously selected Key Frame to clear the selection of it.
- CTRL + Click on Key Frames to have more than one selected.

- SHIFT+ Click on a segment between two Key Frames to select both.

- CTRL + Click on a segment to select all Key Frames.

& Note: When several Key Frames are selected, actions like move or delete affects all
selected Key Frames.

11.5.3 To Move One or More Key Frames

1. Select one or more Key Frames.
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@ Tip: You can also hold down the S key and use the rubber band to select multiple
Key Frames.

2. Drag the Key Frames along the time-line in the Dopesheet Editor.
Or:

f—

. Select one or more Key Frames.
2. Drag the Key Frames along the time-line (horizontally) in the Spline Editor.

& Note: Dragging a Key Frame vertically in the Spline Editor changes the value of the
Key Frame, not the time-line value.

11.5.4 To Move a Key Frame to a Specific Time

1. Enable the Key Frame Editors.
2. Select a Key Frame.
3. In the Key Frame editor, enter the time (in fields) in the Time input box.

11.5.5 To Copy a Key Frame

1. Select one or more Key Frames.
2. Press C while dragging the Key Frames to the new position in the Dopesheet Editor.

11.5.6 To Rename a Key Frame

1. Enable the Key Frame Editors.

2. Select a Key Frame.

3. In the Key Frame editor, enter a descriptive Key Frame name in the Name text box, and
press ENTER.

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

11.5.7 To Delete a Key Frame
1. Select one or more Key Frames.

2. Click the W (Delete Key Frame) button.
Or:

. Select one or more Key Frames.
2. Press DELETE.

f—

11.5.8 Reverse the Order of Selected Key Frames

Reversing the order of Key Frames is like mirroring the Key Frames.

Copyright © 2020 Vizrt Page 499



Viz Artist User Guide - 3.14

® Example: Image 1 (below) illustrates a rotation animation, with Key Frames placed at fields
0, 50, and 200. The rotation value at field 0 is X=0, at field 50 X=45, and at field 200
X=90. After the Key Frames have been rotated, image 2 illustrates the animation with Key
Frames placed at fields 0, 150, and 200. The rotation value at field 0 is X=90, at field 50

X=45, and at field 200 X=0.

[ N [ |
0 50 100 150 200 25 0 50 100 150 200 2f
100 100
||
50 50
tation: = Eotation: = i

11.5.9 To Reverse the Order of Key Frames

1. Select two or more Key Frames in the Dopesheet Editor.
2. While holding the mouse pointer over the Stage, Press CTRL + R.

11.6 Basic Animation Functions

This section contains information on the following procedures:

- To Play All Animations in a Director from the Start of the Time-line
- To Play Multiple or All Animations in a Scene

- To Play an Animation in Reverse
- To Stop a Director

- To Stop an Animation

- To Stop All Animations

- To Continue an Animation
- To Jump to Start of an Animation
- To Jump to the End of an Animation

- To Delay Animations in a Director with Offsets
- Scale Animations
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- To Scale Animations in a Director
- To Scale a Region within a Director

11.6.1 To Play All Animations in a Director from the Start of the
Time-line

1. Select the required Director.
2. Either
- Click the Start Animation button in the Time-line Editor.

- When the Stage is active, pressing ENTER starts any animations on the selected
director(s) from the first frame. Pressing SPACE pauses or resumes play-out.
- Click the Start Animation of Selected Layers button from the Director Control Panel.

11.6.2 To Play Multiple or All Animations in a Scene

When working with a scene that contains more than one director, the current director is always
selected by default in the scene editor preview window. To preview all animations in a multi-
director scene, all directors can be started simultaneously:

1. Open the Director Control Panel.
2. Click the All button, or hold SHIFT + Click to select the range of directors. Holding CTRL and

clicking allows for selecting individual directors instead of a range.

Background
Lower_third

e i T
BRI =

3. To start the animation(s), either
- Click the Start button in the Time-line Editor.
- Click the Play layer button in the Director Control Panel.
- Click the Start animation of selected layers button in the Director Control Panel. This
also starts the selected animations in the other layers, if they are available.
- When the Stage is active, pressing ENTER starts any animations on the selected
director(s) from the first frame. Pressing SPACE pauses or resumes play-out.
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11.6.3 To Play an Animation in Reverse

1. In the Time-line Editor, click the d (Reverse Play) button.
2. Either:
- Click the Start button in the Time-line Editor.
- Click the Play layer button in the Director Control Panel.
- Click the Start animation of selected layers button in the Director Control Panel. This
also starts the selected animations in the other layers, if they are available.
Press SHIFT + ENTER when the Stage is active

11.6.4 To Stop a Director

1. Select one or more Directors.
2. Either:

In the Time-line Editor, right-click the Stop button.
- Click the Stop button from the Director Editor.
Press SPACE while the Stage is active.

11.6.5 To Stop an Animation

In the Time-line Editor, click the Stop button. It is also possible to add one or more stop points to
a Director, so that each time the time-line reaches a certain frame, the animations stop
automatically.

11.6.6 To Stop All Animations

1. Enable the Director Control Panel
2. Select all directors and all layers.
3. Click the Stop animation of selected layers button. This stops all animations in all layers.

11.6.7 To Continue an Animation

1. Select the required Director.
2. Either:

- Click the Continue Animation button in the Time-line Editor
- While in the Stage, press SPACE.
- Click the Continue Animation button in the Director Editor.

11.6.8 To Jump to Start of an Animation

1. Select the required Director.
2. Click the Go to Start button in the Time-line Editor, or press CTRL + HOME.
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11.6.9 To Jump to the End of an Animation

1. Select the required Director.
2. Click the Go to End button in the Time-line Editor, or press CTRL + END.

11.6.10 To Delay Animations in a Director with Offsets

1. Enable the Director Editor and select the required Director.

2. In the Director editor, set the Offset value (in fields). It is also possible to move the Director,
including all its animations, horizontally along the time-line in the Time-line Editor. This
does not add the offset value.

11.6.11 Scale Animations

Scaling a Director is the easiest way to change the total running time of the animations in the
Director. Scaling is done proportionally and includes all Sub-Directors.

11.6.12 To Scale Animations in a Director

Drag the start or the end point of a Director in the Dopesheet Editor. It is not possible to drag the
start point beyond the offset value.

11.6.13 To Scale a Region within a Director

1. Mark a region within a director.
2. Drag the green start or end point of the marked region.

100 11.0

11.7 Create A Basic Animation

This section details how to create a basic animation in a Scene.
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11.7.1 Animation Task

Create a Scene with single a Cube Geometry. Animate the Cube to move right to left.

This use case contains the following procedures:

- Animation Task

- To Create the Basic Animation Scene

- To Create a Basic Animation

- To Create Key Frames with the Transformation Editor

11.7.2 To Create the Basic Animation Scene

Create a new scene, and save it as Basic Animation.

Open the Basic Animation Scene.

From the Main menu, click Built Ins.

Click the GP (Geometry plug-in) tab to show all available Geometry plug-ins.
In the Folders panel, click the Default folder.

uThWN —

Folders

™ALL
all Default

- -
PincelFX

™ Primitives
™ RealFx
™ Ticker

™ visualDataTools

6. Drag the Cube icon from the plug-in list into the Scene Tree.
7. Click Save.
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11.7.3 To Create a Basic Animation

1. Open the Basic Animation Scene.
2. Set the time-line, in the Scene Editor (1), to o (fields).
3. Create the first Key Frame:

a. Click on the Cube in the Scene Editor.
b. Click the Set Key Frame button (2) or press ENTER. This sets the first Key Frame.
4. Create the second Key Frame:
a. In the Scene Editor, drag the Cube to the right, so that it shifts to a different position.
b. Click the Set Key Frame button or press ENTER. This sets the second Key Frame.

@ Tip: Use the Transformation editor to move the Cube to precise position.

& Note: On the Cube Container, in the scene tree, an Anim icon is automatically
added, which shows that one or more properties on this Container has been
animated.

5. Repeat from step 1 to create more movement, if required.
6. Click the Start Animation button (3) to see the created animation.

11.7.4 To Create Key Frames with the Transformation Editor

Use the Transformation editor to move the Cube to precise locations then set a Key Frame.
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1. After the first Key Frame is set, click the . (Transformation) icon on the Cube container

in the scene tree.

2. In the Transformation Editor, set Position X to 100.
3. Click the Set Key Frame button or press ENTER. This sets the second Key Frame.
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4. Move the Cube as required with the Position parameters to a new position. In the new

position click the Set Key Frame button, or press ENTER, to set a Key Frame.

A representation of the animation can be seen in the Stage Tree Area.
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11.8 Create An Advanced Animation

Once you have mastered Create a Basic Animation, where the position of a cube is moved, you can
move on to more advanced tasks. This section provides some additional procedures, so that a
cube can continue its journey rightward, rotate while moving, and gain a nicer appearance by
adding color to it.

This section contains the following procedures:

To Edit the First Key Frame
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- To Edit the Second Key Frame

- To Create an Additional Key Frame

- To Add a Stop Point

- To Create Key Frames for Rotation

- To Modify the Rotation Settings

- To Run the Animations Independently
- To Add and Animate a Material

11.8.1 To Edit the First Key Frame

1. Enable the Key Frame Editors.
2. Select the Key Frame at the far left in the Dopesheet Editor.
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3. In the Key Frame Editors, set the Position to X = -100.

11.8.2 To Edit the Second Key Frame

1. Select the Key Frame at the right in the Dopesheet Editor.
2. In the Key Frame Editors, set the Position to X = o.

@ Tip: Set the position either by typing in the input box, using the up/down buttons,
or clicking the R (reset/default setting) button.

When playing the animation now, the cube still slides rightward, but from a point at the left
part of the Scene Editor to the center.
3. Click the Play button in the Time-line Editor.
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11.8.3 To Create an Additional Key Frame

A WN —

In the Time-line Editor, set the time-line field to 100.

In the Scene Editor, drag the cube to the right, so that it shifts to a different position.

Set an additional Key Frame.

Click the Play button in the Time-line Editor. When playing the animation now, the cube
slides rightward from a point at the left part of the Scene Editor, through the center, and all
the way to the right part.

11.8.4 To Add a Stop Point

AwWN—

Select the required Director.

In the Time-line Editor, set the time-line field to 50.

Create a stop event.

Click the Play button in the Time-line Editor. When playing the animation now, the cube
slides rightward until it reaches the center of the Scene Editor, and then come to a halt.

11.8.5 To Create Key Frames for Rotation

1.

2.

Right-click the Cube actor in the Stage Tree.

Renarme

Delete Cube

Transformation ¥ Position
Container k Rotation
Cube ¥ =Scaling

In the menu that shows, click Transformation > Rotation.
A rotation channel and two Key Frames are added.

| I |
W Cube
Position
Fotation i 0

11.8.6 To Modify the Rotation Settings

f—

. Select the Key Frame at the right in the Dopesheet Editor.

In the Key Frame Editors, set the Rotation to X = 360.

. Click the Play button in the Time-line Editor. When playing the animation now, the cube

slides rightward until it reaches the center of the Scene Editor, while rotating all the while
before coming to a halt.

11.8.7 To Run the Animations Independently

1.
2.
3.

Create a Director at the root level of the Stage Tree.
Rename the new Director to Rotation.

Drag the rotation channel to the new Director.

The Stage Tree and should now look like this:
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When playing the animations now, the output depends on which Director is selected. If the
Default Director is selected, only the position animation is played. If the Rotation Director is
selected, only the rotation animation is played. Selecting both/all Directors plays both the
position and rotation animations.

11.8.8 To Add and Animate a Material

1. Create a Material and define its color.
2. Drag the Material to the Container in the Scene Tree.
3. In the Scene Tree, click the Material in the Container. The Material Editor is shown.
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In the Time-line Editor, set the time when you want the Key Frame to be created.

In the Time-line Editor, click the Set Key button.

. Change the material’s color.

To create the next Key Frame, in the Time-line Editor, click the Set Key button.

Click the Play button in the Time-line Editor. The cube now has a color that changes as part

of the animation.

PN R

11.9 Advanced Animation Functions

This section details the creation of a Scene with the more advanced animation features in Viz
Artist. As the basis, take the Scene created in Create a Basic Animation and improved on in Create
an Advanced Animation.
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This section contains the following topics:

- Animating Channels
Path Control

- Spline Control

- Animate Audio

- Animate Cameras

- Animate Light
Merging Animations
Multi Select Animation

11.9.1 Animating Channels

Repeat Animation Channels (Loop)

The loop operation makes it possible to repeat the animation of a channel either at the beginning
or end of the channel time-line.

| ——

u] 0.4 0.2 1.2 1.6 2.C

B

To Repeat the Animation of a Channel

1. Select a channel.
2. In the Channel Editor, enable the Loop In/Out buttons.

& Note: Loop at the beginning is only available if the belonging actor has a defined
offset value.
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3. Define how many times the loop should run before coming to a halt. Either enter a number
in the field or click the Infinite button. When enabling loop, the looped animation shows as
gray in the in the Dopesheet Editor.

Repeat Animation Channels in Reverse (Swing)

The swing operation makes it possible to repeat the animation of a channel in reverse play either
at the beginning or end of the channel time-line.

| =—

s @

To Create a Swinging Animation

1. Select a channel
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2. In the Channel Editor, enable the Swing In/Out buttons.
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When enabling swing, the animation shows as gray in the in the Dopesheet Editor.

Combine Swing and Loop

It is possible to combine the swing and loop operations on a channel. The animation is first added
in reverse play (swing) and then started once again from the beginning to the end (loop). This
saves a great amount of time if in need of a recurring animation, for example a bouncing ball.
Animations with swings and loops show as gray in the in the Dopesheet Editor.
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11.9.2 Path Control

The position animation follows a path you define by the Key Frames. A spline is interpolated from
the Key Frames. You can view and edit this spline in the Scene Editor.

To Edit the Spline in the Scene Editor

1. Enable the bounding box:

- Click the BB button to the left of the Scene Editor, or

- With the mouse pointer over the Scene Editor, press B.
2. In the scene tree, select the animated container.

3. Right-click in the Scene Editor and select Animation. The path is shown as a spline with the
Key Frames marked on it.

4. Drag the Key Frames around to modify the animation trajectory. The red and yellow
markings on the spline provide information about the speed the object is moving along its

trajectory. One segment represents a field, the longer the segments are, the faster the
object travels.

As every Key Frame has handles (seen in blue) you can use them to modify the Key Frame’s
trajectory. To do so select a handle and drag it around. By default the handles are set to be locked
and proportional. If you want to switch to a mirrored mode, press SHIFT while you drag the handle
around. Pressing CTRL allows you to edit the single handle only. An other option to set the handles
is the object editor. Select the Key Frame you want to change the handles in and set either Single,
Locked or Mirrored and change the values in Weight L and R.

11.9.3 Spline Control

In the spline editor the distance spline is shown, which sets the current position of the container
along the path. The y-axis in the spline editor is scaled to use the percentage of the trajectory,
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while the x-axis still uses the time. In the spline editor you can only change the position of a Key
Frame along the time-line, but not its percentage of the total trajectory.

N

H_,..--:'_' ------ —m
By default the handles at every Key Frame on the spline are set to be linear.

To Edit the Spline

Drag the handles around to change their positions. By default the handles are set to move
proportionally. So as you move the handle of a Key Frame the other one moves too.

Press CTRL while you drag a handle to modify only the selected one. This “single handle
mode” is enabled for the Key Frame as long as you do not reset it by a click the Key Frame
icons in the Stage Editor Bar.

@ Example: If you, for example, modify the spline in such a way that the value
decreases, the container moves backwards.

To Move Key Frames in the Spline

Select the required Key Frame and drag it. Multiple Key Frames can be selected to move at once.

To Insert Key Frames from the Spline

1. Move the cursor on the spline exactly where you would like to add the Key Frame.
2. Click on the required location to set the Key Frame.

To Delete a Key Frame from the Spline

1. Select the required Key Frame.
2. Press DELETE or click Delete Key Frame button in the Stage Editor Bar. Multiple Key Frames
can be selected to be deleted at once.
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11.9.4 Animate Audio

An audio animation plays an audio clip in an animation.

To Enable Audio in an Animation

1. Apply the audio container function to a container in the Scene.
2. Add an actor for this container to the Stage Tree, if it is not present yet.

@ Tip: The easy way to do is to drag the container from the scene tree onto the Stage
Tree.

Open the shortcut menu and select Audio followed and then Clip.

Select a Key Frame in this channel to open the object editor.

Switch to the Server/Stage view and drag an audio clip from the Server Panel onto the Clip
drop zone in the object editor.

6. In the object editor for the Key Frames of the AudioClip channel, configure the following
parameters, as necessary.

vl bW

Egoist
Stop | Play | Delete|
eegin Time [N R
End Titne 00:00:23: 20

Duration 00:00:28: 20

Name: Sets a name for the Key Frame. This name is for use only for external
commands or scripts.

- Time: Shows the time value in fields the Key Frame is placed. Editing this value
changes to the position of the Key Frame.

- Clip: Drag an audio clip from the Server Panel onto this drop zone.

- Stop: Stops playback.
Play: Plays the clip.
Delete: Removes the clip.
Begin Time: Sets the begin time within the clip. Everything before this time is not
played in the animation. Another way to achieve this is to drag the Key Frame at the
beginning of the clip.
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End Time: Sets the end time within the clip. Everything after this time is not played in
the animation. Another way to achieve this is to drag the Key Frame at the end of the
clip.

Duration: Shows the duration to be played.

Animate Cameras

You can animate cameras by adding an actor for a camera to the Stage Tree is by setting Key
Frames in the Scene Editor.

To Animate a Camera

1. Set the Time-line Marker to when the Key Frame should be added to start with the animation
of the camera.

2. Click the Add Key Frame button in the Stage Editor Bar.

3. Change one of the selected camera properties and set the next Key Frame. This adds an
actor in the Stage Tree for the camera whose properties you have changed.
Another way to create camera animations is to enable position and/or direction tracking in
the camera editor to animate the camera through a container transformation animation.

To Animate the Current Camera

1. Set a Key Frame in the current Camera channel.
2. In the object editor edit the following parameters for the Key Frame as necessary.

Name: Sets a name for the Key Frame. This name is for use only for external
commands or scripts.

Time: Shows the time value in fields the Key Frame is placed. Editing this value
changes to the position of the Key Frame. If you click arrow buttons in the Stage Editor
Bar the previous or next Key Frame is selected.

Value: Sets the camera you want to switch to.

The animation of the current Camera allows you to switch the camera through which
to view at a given time.

To Create a Zoom Animation

If you click Spline button Stage Editor Bar or press SHIFT + Q, the whole spline which is currently
shown is zoomed to. If you have selected an actor or a Director, the zoom is adjusted to fit this
entry. When zooming the whole spline, both the time-axis for animation editor and the spline
editor is zoomed, as well as the value-axis in the spline editor.

Another way to zoom the time-axis is by pressing X to zoom in and Y or Z to zoom out. As an
alternative you can use the mouse wheel. If you press SHIFT + Y, you set the zoom along the time-
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axis to zoom the whole spline while SHIFT + X sets the zoom along the time-axis to show the
whole animation.

In the spline editor you can zoom the value axis too. This is done by pressing A to zoom in or S to
zoom out. If you press SHIFT + A you zoom the whole spline along the value axis. You can zoom
also if you press one of the “zoom keys” and move the cursor around with the middle button
pressed. If you have changed the zoom level, you can switch back to standard zoom at any time by
a click designated button in the Stage Editor Bar or if you press SHIFT + W. As you maybe zoomed
the view in such away you are no longer able to edit the spline comfortably, you can pan by
moving around the cursor while the middle button is pressed. Zooming along the time axis zooms
both the animation editor and the spline editor.

11.9.6 Animate Light

The only way to add an actor for a light to the Stage Tree is by setting Key Frames in the Scene
Editor. To do so set the time-line value to the time you want to start with the animation of the light
and set the first Key Frame. Now change one of the selected lights properties and set the next Key
Frame. This adds an actor for the light which property you have changed to the Stage Tree.

An easier way the animate a light is to enable position and/or direction tracking in the light editor.
To learn more about the light editor, see Light Editor.

11.9.7 Merging Animations

In Viz Artist, it is possible to merge container groups into one single compound object. If an
animation has been defined for at least one of the containers, on merging a new Director is
created, given the name of the merged object in the scene tree. There is a Sub-Director by the
name of the original Director the animations were created in. The animations created for the single
containers are kept, but cannot be changed anymore unless you split the object into the
containers it has been created from.

The animations are kept also if you save the newly created object in the database. Please be aware
that you cannot add Sub-Directors to the Directors created automatically by merging.

11.9.8 Multi Select Animation

If two or more objects are selected multiple animations can be created in one step. This adds
independent animations channels for each container within the selection.

1. Select the objects to be animated.
2. Create the animation, as required (see Create a Basic Animation).

An Actor is created for each selected animated object. Once the animation has been created each
Actor can be edited separately.

11.10 Create An Over The Shoulder Scene

An Over the Shoulder (OTS) graphic is a graphic which is placed over the shoulder of, for example,
the news anchor, and can show on the left or right side of the screen. An OTS graphic can be used
to highlight a story with a large image and a headline, and sometimes a sub-headline.
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This section contains information on the following procedures, which when completed in sequence
create an OTS Scene:

- To Create a Scene

- To Add an Image and Basic Geometries

- To Add Materials

- To Scale Geometries and Place Them in Z Space
- To Add Text

- To Add Gradients

- To Add Background items

- To Add Flares

- To Animate

- To Animate Sub Containers

- To Animate Single Containers

- To Animate Single Objects

- To Animate Out

- To Fade out the Graphic with the Alpha Plug-in
- To Copy the Directors, Flip them Around, then Reverse the Animation
- To Create a Separate Out Animation

- To Add Stop Points

- To Add Controls

11.10.1 To Create a Scene

Create a new scene and save it as OTS.

11.10.2 To Add an Image and Basic Geometries
1. Open the OTS scene.

Add a Rectangle geometry to the Scene Tree.
Add an image (for example, a headshot) to the Rectangle container.
Rename the Rectangle container to Image.
Add a Cube geometry to the scene. Place it above the Image container.
Open the Cube plug-in editor and do the following:

a. Set Center Y to Bottom.

b. Adjust the Size X value to fit the width of the image.

¢. Adjust the Size Y value to e.g. 10.0.

ouswn
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d. Adjust the Size Z value to e.g. 1.0.
Copy the Cube container. Place it below the original Cube container.
Press CTRL + C then CTRL + V to place a copy below the original container.

Press CTRL + Left mouse button to drag and drop a copy to a new location.
In the transformation editor of the Cube container, set Center Y to Top.
Rename the Cube containers to Top_Cube and Bottom_Cube.
Open the transformation editor of each Cube container and move the position of the Cubes.
Place one above and the other below the image.

Group all containers under a new root container:
- Select all containers and click the Group button, or
- Select all containers and press CTRL + G (when Caps Lock is disabled).

Rename the new group container to Image_Holder.
Save the scene.

& Note: Geometries can also be scaled with the container’s transformation editor. But
this has an effect on the its proportions when, for example, beveled edges are
added.

11.10.3 To Add Materials

Open the OTS scene.

1

2. Expand the Image_Holder container.
3.
4
5

Right-click the Top_Cube container and select Add Material from the context-menu.

. Open the Material Editor and define a color (e.g. blue or red).
. Copy the Material onto the Bottom_Cube container:

Drag the Material from one container to the other, or
Right-click the Material and from the context menu select Copy MATERIAL and then
Paste MATERIAL onto the receiving container.

6. Save the scene.
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11.10.4 To Scale Geometries and Place Them in Z Space

1.

ovew

12.

Open the OTS scene.

Add a new group container. Place it above the Image_Holder container:

- Select the Image_Holder container and press CTRL + INSERT, or

Drag the New Group button to the Image_Holder container.

Rename the New Group container to Body.
Add a Wall geometry to the scene. Place it as a sub-container of the Body container.
Rename the new container to Wall.
Open the Wall editor (not the transformation editor) and do the following:

a. Set the Center option to Center.

b. Adjust the Height value to 540 (for example).

¢. Adjust the Width value to 75 (for example).

Group the Body and Image_Holder containers under a new container:
- Select the Body and Image_Holder containers and click the New Group button, or
- Select the Body and Image_Holder containers and press CTRL + G (when Caps Lock is
disabled).
Rename the new group container to Main.

. Copy the Material from one of the Cube containers to the Wall container.
10.
11.

Open the Body container transformation editor.

Adjust the Position Z value to -30.0 (This avoids potential conflicts with the geometries in
the Image_Holder container).

Save the scene.

& Note: If the position and/or scaling of the Wall geometry need to be adjusted, make
sure to adjust those values on the Body container, as this keeps future additions to
the container aligned.

11.10.5 To Add Text

1.
2.
3.

Open the OTS scene.
Add a New Group container. Place it below the Image_Holder container.
Rename the New Group container to Text_Holder.
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Add a Font to the scene. Place it as a sub-container of the Text_Holder container.
Copy the Font container. Place it below the first Font container.
Rename the Font containers to headline and sub-headline.
Open the Text Editor of both containers and do the following:

a. Enter some text (e.g. headline, sub-headline).

b. Set the Orientation option to Center.
Open the transformation editor of the headline and sub-headline containers and do the
following:

- Scale and position the containers to fit each other.
Add a Rectangle geometry to the scene. Place it above the Font containers and rename it to
Text_Rectangle.
Open the transformation editor of the Text_Rectangle container and do the following:

a. Adjust the Position Y value. Center the rectangle between the text objects.

b. Enable single (S) Scaling.

¢. Adjust the Scaling X value to equal the width of the image.

d. Adjust the Scaling Y value to 0.1 (for example).
Copy the Material from one of the Cube containers to the Text_Rectangle container.
Open the transformation editor of the Text_Holder container and do the following:

a. Adjust the Position Y value to equal the Image_Holder objects.

b. Adjust the Scaling (Locked) if needed.
Save the scene.

& Note: If the position and/or scaling of the font containers need to be adjusted, make
sure to adjust those values on the Text_Holder container, as that keeps future
additions to the container aligned.

11.10.6 To Add Gradients

There are several ways to add gradients or ramps. The example below details a very simple way,
which uses a gradient image with alpha.

AUV h WN —

Open the OTS scene.

Open the Text_Holder container.

Add a gradient image to the Text_Rectangle container.

Open the transformation editor of the Text_Rectangle container.

Adjust the Scaling values to make the rectangle equal the intended width of the text.
Save the scene.

& Note: If the PixelFX pxGradient plug-in is used there are more parameters that can
be animated. Gradients from other design tools do not need to be imported.

11.10.7 To Add Background items

This procedure details how to add a background image.
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. Open the OTS scene.

Add a New Group container. Place it as a sub-container of the Body container.
Rename the New Group container to Backgroundlmage_Holder.
Add an alpha image to the Backgroundimage_Holder container (for example, a map of the
world).
Copy the Material from the Wall container to the Backgroundimage_Holder container.
Open the transformation editor of the Backgroundimage_Holder container and do the
following:

a. Adjust the Scaling values as required.

b. Adjust the Position Z value (for example, 2.0) so that it shows in front of the Wall

object.

Save the scene.

& Note: If the position and/or scaling of the background items as a group need to be
adjusted, make sure to adjust those values on the Body container, as that keeps
future additions to the container aligned.

11.10.8 To Add Flares

This procedure details how to make the designs look more dynamic by the addition of items such
as flares. A flare is basically an alpha image.

1.

WENOUNAWN

11.
12.

Open the OTS scene.

Add a New Group container. Place it below the Body container.

Rename the New Group container to Flares.

Add a New Group container. Place it as a sub-container of the Flares container.
Rename the New Group container to Flare_Holder.

Add a flare image (with alpha) to the Flare_Holder container.

Copy the Material from the Wall container to the Flare_Holder container.
Open the transformation editor of the Flare_Holder container.

Adjust the Scale, Rotation and Position of the flare so that it makes the intended effect on
the object it is applied to.

Add the Expert plug-in to the Flare_Holder container.

Open the Expert plug-in editor.

Set Render Mode to Add. The source color is now added to the target color.
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Save the scene.

& Note: If more than one flare is required repeat the process, or copy the Flare_Holder
container and make the necessary changes (e.g. position and scaling).

11.10.9 To Animate

Before animations are added, move the OTS graphic to its final on-screen position (normally to the
top left or right) where it should be seen by the viewer.

1.
2.
3.

P

11.

12.

13.

14.

15.
16.

17.

COUNOW

Open the OTS scene.

Open the transformation editor of the Main container.

Adjust the Scaling, Rotation, and Position values. Make sure any conflicts are resolved now.
Notice that when the Scene is rotated, objects may drift apart as they are placed at different
depths (Z space).

Save the scene. This procedure focuses mainly on the animation of a root container, mainly
to start with the simplest factor; how do | want my graphics to animate in to view?

Open the OTS scene.

Set Key Frames to 60/50 (for example) fields.

Click the Set Key Frame button.

Open the transformation editor of the Main container and adjust the Position X value to o.0.
Set Key Frames to o fields.

Click the Set Key Frame button.

& Note: Notice that an Animation object has been added to the Main container.

Click the Start animation button on the Time-line Editor. The graphic now moves from
Position X at o fields to its final on-screen position at 66 fields.

Open the Stage Editor. The Main container and the animated Position property are located
under the Default Director.

Right-click the Main container and from the context menu select Transformation >
Scaling. This adds a time-line for the Scaling property of the Main container.

Click the first Key Frame on the Scaling animation’s time-line on the Dopesheet Editor. This
opens the Scaling animation Stage Object Editor.

Set the Scaling values to o.o0.

Click the Start animation button on the Time-line Editor. The graphic now animates from
Position X at o fields with Scaling at 0.0 to its final size on-screen.

Save the scene.

& Note: If the Viz Configuration is set to 50 hertz the default animation time-line is 50
fields. If set to 60 hertz, it is 60 fields. It is always important to configure the
required output format before work is started on the designs.

11.10.10 To Animate Sub Containers

This procedure focuses on the animation of a sub-containers. In this case the image and text
holder containers.

1.

Open the OTS scene.

Copyright © 2020 Vizrt Page 523



w

No

Viz Artist User Guide - 3.14

Open the Stage Editor.

Drag the Image_Holder container onto the Default Director.

Right-click the Image_Holder container and select Transformation > Scaling from the context
menu. This adds a time-line for the Image_Holder container’s Scaling property.

. Click the Key Frame for the Scaling animation. In the Key Frame Editors set it to 30 (for
example) fields, to delay the introduction of the image.

Copy the animation object from the Image_Holder container to the Text_Holder container.
Save the scene.

& Note: The Image_Holder and Text_Holder containers are set to grow from the Center.
To grow the containers from other angles, open the transformation editor, for each
container, and adjust the Axis Center properties. If the OTS is placed to the right, try
setting the Text_Holder container’s Axis Center X to R (Right), and conversely.

& Note: Always scrub the time-line in the time-line editor to check for potential
conflicts (caused by rotation of objects).

11.10.11 To Animate Single Containers

This procedure focuses on the animation of a single container, and how to add additional Key
Frames to the animation. In this case the background image is animated and an additional Key
Frame is added to grow the size of the background image before it shrinks back to its final size.

—_ o — o —
uThWN —
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Open the OTS scene.

Select the Backgroundimage_Holder container.

Set the number of fields to 30 in the Time-line Editor.

Open the Transformation Editor of the Backgroundimage_Holder container.
Set Scaling to 0. 0.

Click the Set Key Frame button.

Set Scaling to the original value.

Set the number of fields to 66 in the Time-line Editor.

Click the Set Key Frame button.

Open the Stage Editor.

. Select the Scaling animation time-line for the Backgroundimage_Holder.

. Move the Time-line Marker to a position closer to the end of the animation.
. Click the Add a Key Frame button.

Click the new Key Frame and set the Scaling value to be larger than the final size.
. Save the scene.

& Note: Always scrub the time-line in the time-line editor to check for potential
conflicts (caused by rotation of objects).

11.10.12 To Animate Single Objects

This procedure focuses on the animation of single objects. Animating single objects increases the
dynamics of the scene, especially when the scene has reached its final position on-screen and all
other animations have stopped.
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This procedure describes how to make a flare move, continuously, along another object.

f—

. Open the OTS scene.
. Open the Stage Editor.

A [ fe -
Ll

N

3. Create a new Director and name it Loop:
- Click the +D button, or
Right-click the Stage Tree and select Add Director.

4. Select the Loop Director.
5. Set the Time-line Editor to o fields.

e Y (V)5 = A et A [ I

6. Open the Texture Editor of the Flare image:
- Set Position X to 0 and click the Set Key Frame button.
- Set Position X to 10 and click the Set Key Frame button.

& Note: When Position X is set to 10 it makes sure that there are no gaps
between the repeating textures.
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7. Select both of the Position X Key Frames and click the Linear left and right button

8. Click the Position X channel to open its Channel Editor. Click the Loop out and Infinite
buttons.

=

e Y (V)55 W et [

9. The time-line should now look similar to the image above. Save the scene

& Note: Now that there is an animated Flare it is always good to revisit the Position
Rotation, and Scaling properties of the Flare_Holder container
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11.10.13 To Animate Out

Animations to the scene so far has brought the graphic on-screen for the viewer to see. However,
the scene should also be able to animate out instead of simply removing it (hard cut). This can be
achieved in three ways:

a

Note: With one or a combination of the following three methods an out animation can be
created. The scene now works in terms of animation, however, it does not work well if
someone needs to control, for example, when or how the out animation should start. For
this we need to add controls (using control plug-ins) that allows an operator to control the
scene On Air.

11.10.14 To Fade out the Graphic with the Alpha Plug-in

LNV AW~

Open the OTS scene.

Add the Alpha plug-in to the Main container.

Set the time-line to the end of the in animation (at 60 fields for example).
Open the Alpha plug-in editor.

Set the Alpha value to 100%.

Click the Set Key Frame button.

Set the Alpha value to 0%.

Click the Set Key Frame button.

Save the scene.

When played, the animation animates in and fades out to Alpha at 0%.

11.10.15 To Copy the Directors, Flip them Around, then Reverse the

1.
2.

Nownhsw

Animation

Open the OTS scene.
Open the Stage Editor.

BackgroundImage_Hol:
Image_Holder
Text_Holder

Create a new Director, and name it Default.

Place the old Default Director under the new Default Director.
Rename it to In.

Copy the In Director. Place it as a Sub-Director of the Default Director.
Rename the copied Director to Out.
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8. Select the Out Director.

9. Hold CTRL, select the Out Director’s first Key Frame, and drag the Key Frame past the last
Key Frame to reverse the animation.
10. Save the scene.

When played the animation should now animate in and out, where the out animation is simply a
reverse of the in animation.

11.10.16 To Create a Separate Out Animation

Manually create an 'out’ animation from scratch, by the extension of the existing animations to
animate out of view.

Also, repeat the previous procedure and adjust the different animations as required.

11.10.17 To Add Stop Points

When the scene design is finished Controls can be added that allows the operator to control the
animation while On Air. To do this add one or multiple stop points to the Default Director (always
the Default Director).

Open the OTS scene.

Open the Stage Editor.

Select the Default Director.

Place the Time-line Marker where the Stop point is to be added (for example, where the In
animation stops, and the Out animation starts).

Select the Default Director again.

Click the Add a Stop/Tag button. This adds a Stop/Tag to the Default Director.

Name the first Stop point.

Save the scene.

AWN—=

PNOW

& Note: Stop point names can be user defined. However, when the scene is preview
with a remote (external) Viz Engine, either from a newsroom system, or when
connected through a control application to a Media Sequencer, the pilot] stop/tag is
the default preview point on the Default Director.

& Note: The placed pilot]1 stop/tag point on the Default Director’s time-line, at a given
field, enables Vizrt control applications to create a thumbnail and show it in, for
instance, the playlist.
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Now the scene is ready for the operator to control the animation. However, the operator still
lacks one key item; they need to control the content of the graphics (e.g. text and imagery).

11.10.18 To Add Controls

Stop/tag points are added to the Director to allow the operator to control the animation. However
the operator, when required, should be able to control the content of the Scene. For this purpose
Control plug-ins are used.

1. Open the OTS scene.
2. Expand the Scene Tree, or those containers that require any form of control (e.g. text and
imagery).

U ortamerviugine |

Click the Built Ins button on the Main Menu Left.

Click the Container plug-ins (CP) tab and select the Control section.

Add the Control Text plug-in to the headline and sub-headline containers.

Add the Control Image plug-in to the Image container.

Open the headline container Control Text plug-in editor.

Set Field Identifier to o1.

Repeat the process for the sub-headline and Image containers and set Field Identifier to 02
and 03, respectively. Update the Description fields as required, by default it uses the
container name.

10. Save the scene.

LNV AW

@ Tip: Number the Field Identifiers to help order them in the control application
interface.

& Note: To check that an operator can use the scene test it with a control application
(e.g. Viz Pilot with the Template Wizard, Viz Trio, Viz Multichannel, or Viz Weather).

& Note: All plug-ins are installed locally. plug-ins used in the design must be available
on the production system for the scene to work.

Copyright © 2020 Vizrt Page 529



Viz Artist User Guide - 3.14

11.11 Create A Stand-Alone Scene

This section details how to create a basic lower third as a stand-alone Scene. This scene can then
be imported to a Viz Trio to create a template for pages which are used for playback.

© IMPORTANT! When creating these transition effects also refer to the User Manuals for the
required Control Applications: Viz Trio, Viz Pilot, Viz Weather, etc.

& Note: For ease of use, the Scene example has been split up in several procedures. For the
example to work, it is recommended to follow each procedure in the order given.

This section contains information on the following topics:

- To Create a Scene

- To Add a Background

- To Add Text

- To Create an In and Out Animation

- To Add Stop Tags

- To Add Key Functions to the Container

- To Add Expose Properties

- To Edit Multiple Items with a Single Value

11.11.1 To Create a Scene

1. Add a group container to the Scene Tree.
2. Rename the group container to object.

3. Add second group container as a sub-container to the object container.
4. Name the second group container lower_third.
5. Save the new scene as stand_alone_scene (in this example).

@ Tip: For ease of use set the Scene Editor Title (TA) and Safe (SA) areas to On.
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11.11.2 To Add a Background

[ﬂ lower_third

1. Add a Rectangle geometry as a sub-container of the lower_third container,
2. Rename it to background.
3. Position the rectangle object so that it covers the lower third of the screen:

Rectangle editor:
- Width: soeo
Height: 125.
- Transformation editor:
Position Y: -160
Position Z: -100.

& Note: Position Z: Since this item is a background item it should be a
little bit behind the other objects on the Z-axis.

4. Add a material object to give the Rectangle a color.

11.11.3 To Add Text

Add a headline item and two text lines, lead by a bullet symbol.
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Add a container as a sub-container to the lower_third container.
Name the container front_objects.
Add a Fontstyle as a sub-container of the front_objects container.
Name the Fontstyle container headline.
Open the Fontstyle text editor and:

Enter the word Headline in the text input field.

Set the Horizontal orientation to Left.
Add a material to the headline container.
Open the transformation editor of the headline container.
Scale and Position the Fontstyle so that it is placed in the upper left corner of the lower third
background.
9. Add a group container as a sub-container of the front_objects group.
10. Name the container bullet_1.
11. As sub-containers of bullet_1, add:
- A Fontstyle: Name the container bullet_text.
- Any Image or Object that can function as a bullet symbol: Name the container

bullet_symbol.
12. In bullet_text text editor:

Enter the text: Bullet 1 text here

Set the horizontal orientation to Left.
13. Add a material to the bullet_text container.
14. Scale and Position the bullet_text and bullet_symbol containers.
15. Position the bullet_1 container under the Headline text.
16. Make a copy of the bullet_1 container as a sub-container of the front_objects group.
17. Rename the copy to bullet_2.
18. Adjust the Position Y of bullet_2.
19. In bullet_text text editor enter the text: Bullet 2 text here.

uih WN —

PN
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11.11.4 To Create an In and Out Animation

To make the whole lower third rotate in from the left side of the screen and then fade out, the
lower_third container must be animated.

'=-ar:h

bullet_1

[ | j
L{ H bullet_symbal

"'_'r": N " @ bullet_text

| ‘. | _
bullet_2

| j
H = H bullet_symbal

:': W T e} bullet_test

= ||

¥

I I'.: ["‘® headline

=1 .

g | ~ background
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1. Open the Transformation Editor of the lower_third container.

Position Screen Positian

SR

=
=

=-400.0

Align to P

Rotation N
Bwis Center

DlpplHplplep B

N
Y
i 1.0

Order ﬁl_l_

Scaling

< [ BD [<p |<p

2. Click the Axis Center X set left button (2).
3. Change the Rotation Y value so the container moves out to the left side and is hidden (1).
4. Click Set Key (3).

= L]

5. Click the Rotation Y reset button l (1) to set the Rotation value to o.
Click Set Key. An animation object should now be visible on the object container.

%EE lower_third
-

7. Play the animation in the Scene Editor.
8. Add the Alpha plug-in to the lower_third container.
Built Ins > Container plug-ins > Global

9. Open the Alpha editor and:
a. Set the Alpha value to 100%.
b. Press the Set Key button.
c. Set the alpha value to 6.0%.
d. Press the Set Key button.
This has created an alpha animation in addition to the rotation animation.
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10. Click the Stage button to see the animation channels.

=?ler'urer Built In=s Control Viewf' Tree

Dopesheet/Spline View

VY= Al

Default

lower_third

FRotation
Alpha

—Alpha

& Note: It is possible to move the Key Frames to achieve a different timing. Either drag
with the mouse or click on them and alter the time settings in the Key Frame Editors.

11.11.5 To Add Stop Tags

When the Scene is played out, the objects should rotate in from the left and then fade out. To stop
the animation, after the rotate in, a stop point must be added before the animation can continue
and fade out.

1. Move the time-line (the thin red vertical line) to the second key frame of the Rotation channel

& Note: An exact spot is not needed as it can be adjusted afterwards.

‘?-er'urer Built In=s Control ‘!.n’iew., Tree

Dopesheet/Spline View

ffjfffrfffﬁ—

Default
(g L

I—Rntaticn

Alpha ﬁ—
—alpha — v

]

Copyright © 2020 Vizrt Page 535



Viz Artist User Guide - 3.14

2. Add a Stop keyframe to the Default Director.

‘?;er'urer Built In=s Control ‘l.n’iewf'

Dopesheet/Spline View

o e TTIE

'

FRotation
Alpha [
—Alpha

3. Drag the Stop point (or use the editor that opens when it is selected) so that it has the same
time settings as the second keyframe on the Rotation channel.

4. Play the animation to check that the animation stops when the rotate in has finished.

5. Click the Continue button to continue with the Alpha fade.

USRS 7170 9 =1 T 7 i A O i

11.11.6 To Add Key Functions to the Container

1. Add the Key plug-in to the background container.
- Built Ins > Container plug-ins > Global

S

2. Click the Key plug-in icon to open its editor:

- Set Alpha as Key only to on. This is to avoid a dirty key if the background has some
level of transparency.

- Set Render Mode to Blend

. [ Add  PUBER@™™| Subtrac |RevSubtract|  Max |
3. Add a Key plug-in to the front_objects container.
4. Click the Key plug-in icon to open its editor:

- Set Alpha as Key only to off.

- Set Render Mode to Add.

This is to avoid the foreground objects to cut a hole in the Key signal of the
background object.

11.11.7 To Add Expose Properties

To make a Scene ready for import into Viz Trio, Control plug-ins must be added. The Control plug-
ins enable the designer to expose scene properties to a Viz Trio user.

1. Add the Control Text plug-in to the headline and both bullet_text containers.
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Built Ins > Container plug-ins > Control
Text
=]

& Note: The Control Object plug-in is automatically added to the top most
container in the Scene Tree, which should always be named object.

2. Click on a Control Text plug-in icon to open its editor:
a. Set the Field identifier. The Field identifier must be a numeric value and the value is
used to give the Viz Trio page a tab order.
b. Add a Description.
c. Repeat for the other two Control Text plug-ins.

& Note: In this scene the headline container typically gets identifier 1, and the
two bullet_text containers get identifiers 2 and 3.

ContralText Plugin (1.0.0)

Field Identifier

§| .'I.

only in Expert Mode
Maximal characters
U

e kerning

e line spacing

a justification

E
E
Expose Font
=

single line

Use formatted text

EEEEEEE

Input walue
Refresh

& Note: More properties can be exposed to the Viz Trio operator. If the Position,
Rotation, and Scale properties are exposed the operator can hide or show an
object and add material.

3. Click on the Control Object icon to open its editor.
4. Type a Description for the Viz Trio template (e.g. lower_third).

ControlObject Plugin (1.0.0)

Description
Transition Logic

Wer

U=se All Directors

Show advanced Iﬁ

e e S |
Store Stop Points Restore Stop Points
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5. Add the Control Container plug-in to a container to be exposed (e.g. headline).
Eﬂl‘lt;lll'llr

ControlContainer Plugin (1.0.0)

Field Identifier

Description

LLE

v position

posttion

EEEE

p Keyframe

EL

SEE

7. Type a Field Identifier.

& Note: If there is another control plug-in on that container, like a Control Text or
Control Image, use the same Field identifier.

X/Y/Z properties for a keyframe in an animation must be specified by a Stop Key
Frame name.

11.11.8 To Edit Multiple Items with a Single Value

Use the same Field Identifier for multiple control plug-ins to make two or more fields as a single
item that receives the same value. This can, for example, be used with a bar that scales and a text
label that shows its value. The scale value and the text can then be set in a single operation, which
makes sure that there is no mismatch between the bar size and the written text value.

11.12 Create Transition Effects

This section details how to design custom transition effects for use with Viz Trio. The scene
transition mechanism uses the GFX Channel Media Asset.
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© IMPORTANT! When creating these transition effects also refer to the User Manuals for the
required Control Applications: Viz Trio, Viz Pilot, Viz Weather, etc.

@ Tip: The Dynamic textures may also be available as part of an already existing transition
effect scenes in the dynamic folder (at root level).

The Dynamic textures must be named layer] and layer2. These are not ordinary images as they
have the possibility to load into them an actual scene.

layer1: Represents the first scene.
layer2: Represents the scene to transit to.

It is possible to make any kind of animation, but there are a few design conventions to follow:

- The scene should start with a full screen view of the dynamic texture layer1, and end with a
full screen display of the dynamic texture layer2. Use the screen size section in the
transformation editor to set the size of the texture container to fit the screen exactly.

- A transition scene is a scene that is created to move from one scene to the next in a
dynamic way (not by cut)

& Note: All scenes must be placed in a transitions folder in the scene database to make it
visible in the control application.

This section contains the following procedures:

- To Create Dynamic Textures
- To Create a Transition Scene

11.12.1 To Create Dynamic Textures

1. Add the Dynamic Scene Media Asset to the Scene Tree.

Media Assets—————

Open the Dynamic Scene properties Dynamic tab.
Configure the Dynamic tab properties as required.
Open the Transformation editor.

Set Screen Size to Screen.

Click Server.

Create a folder at the root level and name it dynamic.
Select the I (Image) tab.

Open the Dynamic Scene properties Texture tab.

WoONOUNAWN
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10. Drag the Current Scene placeholder icon into the Server Panel.
11. Save as layerl.
12. Repeat steps 10 and 11 to create layer?2.

S|G|H Ma T Fla wlallauts Gussts view

A

1

Mapping

13. Delete the DYNAMIC_SCENE container.

11.12.2 To Create a Transition Scene

1. Add a group container to the Scene Tree.
2. Name the container fade.
3. Add the dynamic textures layer] and layer2 as sub-containers to the fade container.

& Note: There might not be images in the preview window, but only the bounding box.

Media Assets

DWE Texture

4. Open the fade container Transformation editor.
5. Set Screen Size to Screen (resize the container to fit the whole screen).

& Note: The scaling of the main group (fade) to screen size makes sure that the
dynamic textures (layerl1 and layer2) are the correct full frame size.

6. Add the Alpha plug-in to the layer1 and layer2 containers.
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Built Ins > Container plug-ins > Global

Tree Media Assets

ﬂ Search DVE Texture

= R [EE B == E

7. Create a fade out animation for the layer] container:
Click the Alpha plug-in icon.

Set the Alpha to 100%.

Click Set key.

Set the Alpha value to 0%.

Click the Set key.

moenow

3. Default ”

8. Create a fade in animation for the layer2 container:

a. Click the Alpha plug-in icon.
b. Set the Alpha to 0%.

¢. Click Set key.

d. Set the Alpha value to 100%.
e. Click the Set key.

@ Tip: In the Stage, place the time-line somewhere in the middle before the
scene is saved as it usually gives the best representation of the transition
effect.

9. Click Server.

10. Create a folder at the root level and name it transitions.
1. Save the scene to the transitions folder.

@ Tip: Transition scenes are commonly stored in a transitions scene folder at the root
of the database directory structure.
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12 Import And Archive

This section details how to import files and archives, and how to archive (export) graphical
resources such as one or several Scenes including fonts, images and so on to a file (archive) on
disk. Scenes can be exported as video or image files. This process is called Post Rendering.

Import of Scenes from third party file formats is also supported.

This section contains information on the following topics:

Import of Files and Archives

Archive of Graphical Resources

Deploy items

Post Render Scenes

Placeholder Names Used for File-name Expansion

12.1 Import Of Files And Archives

Viz Artist can Import Files (Fonts, Images, Geometries, Scenes, Audio clips) and Import Archives
(archives have the filename extension .via). Archives are, if possible, self contained and complete.
This means that if a user archives one or more Scenes, then all referenced items in the scene,
including links, fonts, images and so on, are archived. A user can choose to archive only individual
items such as some fonts or some images.

All items used in Viz Artist are stored in the Graphic Hub (GH). Viz Artist connects to the GH
through a network connection, even if the GH is local. The Graphic Hub is a database, and every
file in the Graphic Hub is uniquely identified by its UUID (a unique identifier number). Files in the
Graphic Hub can have links. This means that possibly several Paths/Names can link (or point) to
the same file in the GH database.

Right-click on any item in the Server Panel and select Show Properties, to view its UUID, its Path/
Name and Link information.

File Info | Links | Keywo rds |

LLID: <B9F33942-6636-4397-AA4C0D510D5890DF542 =
Path/Mame: mplates/1-Basic/WPaints-Table
Type:
Creation Date/Time:
Cwner:
odification Date/Time:
Checlksum:
Filesize:
Checked out by:
ocked by:
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@ Tip: Itis strongly recommended to have a clear and well communicated plan for organizing
the paths and naming conventions for all resources in the Graphic Hub. This makes life
easier for users and import/export operations are easier to do without the creation of
clutter.

& Note: If Viz Artist is running in Viz Engine mode, the import is limited to only import
archives.

This section contains information on the following topics:

Import Window
Import Menu
Supported Files for Import
Fonts
Image Files
Video Files
3D Formats
Scene Formats
Audio
Geometries
Substances
Archives

12.1.1 Import Window

To Open the Import Window, click Import on the main menu or press F9.
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The Import Window consists of two panels:

- Server Panel: Gives access to all folders and projects in the Graphic Hub (1).
Import Panel: Gives access to the source drives, where assets can be imported from (2).

12.1.2 Import Menu

Archives to import

# Desltop [mi] Fonts
P‘.r_"‘ '!'::':::' [mi] Images
&u

- [m] Scenes

LT B % B S

[mi] Geometries

1 [-] Audio
[m] Substance
[mi] Archives

= N =

Refresh

The Import menu is positioned at the top of the Import Window. When an item type is selected
from the menu, only the assets of that particular type are listed in the file list.

12.1.3 Supported Files for Import
The following file formats are supported for import:

Import of Files and Archives
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Import of Files and Archives
Import of Files and Archives
Import of Files and Archives
Import of Files and Archives
Import of Files and Archives
Import of Files and Archives
Import of Files and Archives
Import of Files and Archives

Fonts

The most common file formats for fonts are supported. Please observe however, that path
rendering of fonts is not supported for fonts imported with Font Import set to Windows (Advanced)
in Font/Text Options in Viz Configuration.

Type Comments

Adobe Typel fonts Postscript Type 1 fonts (.pfb files).
Adobe Type2 fonts Postscript Type 2 fonts.

True type fonts Recommended, most common format.
Image Files

Viz Artist supports a wide range of industry standard image file formats.

Format Comments

.bmp Bitmap

.bw Black and white raster image (SGI). Legacy support.
.exr OpenEXR HDR image format (ILM)

.gif Graphics Interchange Format.

.hdr High Dynamic Range Image File.

Jp2 JPEG 2000 compressed images
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Format Comments

Jpveg, .jpg JPEG standard image format

.pict QuickDraw native graphics format

.pix Alias Systems Corporation bitmap file format

.png Portable Network Graphics. Lossless raster graphics.

.psd Layers defined in a Photoshop file are imported as separate

images into the database.

.tga Truevision TARGA
Ltiff, .tif Tagged Image File Format
Xpm X11 pixmap
Video Files
Format Comments
MPEG2 IFrameHD with alpha Can only be imported with the Adobe After Effects

importer (see Adobe After Effects)

3D Formats
Format Comments
3ds Max (.3ds/.fbx) Autodesk Max 3Ds file format. Fbx is a 3D file format
supported by many 3D vendors.
Autocad (.dxf) Drawing Interchange Format.
Maya (.fbx) FBX for Maya
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Format Comments

Softimage (.fbx) FBX for Softimage

VRML 2.0 Virtual Reality Modeling Language
VRML including animation Virtual Reality Modeling Language
Wavefront (.obj) Geometry definition file format

Scene Formats

Scenes created in certain other 3D applications can be imported to Viz Artist. However, any
geometry that is to be imported must be a polygon geometry. Pay special attention to this when
importing geometries from CINEMA 4D, as these must have been saved as a .c4d file with the Save
Polygons for Melange option enabled (Located under Edit > Preferences > Files in CINEMA 4D), to
make sure that all items saved are stored with their corresponding polygon data.

Format Comments

After Effects (.aep) See Adobe After Effects. Note: A license is required for the
use of Adobe After Effects and the import of Adobe After
Effects Scenes, issued by Vizrt.

CINEMA 4D (.c44d) See CINEMA 4D. Note: A license is required for the import of
CINEMA 4D Scene, issued by Vizrt.

Autodesk (.fbx) FBX is a 3D asset exchange format compatible with many 3D
tools (see FBX Files).

Audio

There are two ways to capture audio in the Viz Engine: through Matrox or a DirectSound
compatible device. Video clips can have interleaved audio in it. Maximum 16 channels, minimum
two (stereo) as mono is not supported. The format is limited to 24-bit and 48 kHz.

The following formats are supported for Clips:
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Format Comment
WAVE Up to 96 kHz, 24 bit and 16 Channels. The recommended
format.
MP3 All Formats (Stereo only).
Ogg Vorbis All Formats, up to 16 Channels.
Geometries

All geometries imported to Viz Artist must be polygon geometries.

Format
.obj

.3ds

Substances

Format

.Sbsar

Archives

Archives can contain all items that Viz Artist/Engine supports (see Import Archives).

12.1.4 Import Archives

An Archive (filename extension ’.via’) is a single file that holds various types of items and
remembers the project or folder they were stored. Archives are typically used for backup and for
transferring Scenes from one Graphic Hub (GH) to another GH.

© IMPORTANT! Archives created with Viz Artist 2.x must not be imported to Viz Artist 3.x in
this way. They need to be imported using the Graphic Hub Manager (see Graphic Hub User

Guide).

This section contains information on the following topics:
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View Archive Content

Sorting Archive Content

To Import an Archive to the Root of a Graphic Hub

To Import an Archive to a Specific Location in a Graphic Hub
To Import Part of an Archive

To Search for Import Files

View Archive Content

Use the drop-down menu in the preview panel to see the different aspects of an item’s
composition.

Entry Point View: Shows all Entry Points. An entry point is created for each item or project or
folder added to an archive by drag and drop.
R | Enttry P &

) Hame Modification Dak= Owner
.3 I 1 ] ] ] ] |

ﬁ Fil= Enktry Points
i | E ] )

L

H » E

Folder View: Shows all the geometries that are contained in the Archive (includes referenced
items as well).

Folder Viaw - all I
I Mame = Modification Dake Crenar
N N D D D D S E——

! Flares

™ Gradients I I T T T T T

Archiveas Cil
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Sorting Archive Content

Use the column header bars to sort the archive content. Click on each column header bar to sort
the contents ascending or descending. The small arrow shows which way the contents are sorted.

To Import an Archive to the Root of a Graphic Hub

© IMPORTANT! Using this method of import, the archive is imported to the root (/) of the GH
while maintaining the path and names of the items in the archive.

1. Click Import.
2. Select Archives to import:
Click on the Import Menu, and click on Archives, or press CTRL + 7.

- Archives to import |

£ Desktop [m] Fonts
'P'Pf.'«"l‘,::l'::l [mi] Images
Sy
-~ [mi] Scenes

[mi] Geometries

j [m] Au dio Ctrl-5
[mi] Substance Ctrl-7
] Archives Ctrl-8
(] S

Refresh

3. In the Import tree, search for the Archive to import.
4. Select the required Archive.
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5. Click on Import Archive (1).
| g o impart |
[P objectname - Flzname Dam

Tact4 Tast4.via 14 12

amples.via

@ Tip: Press Show Content (2) button to show the Archive content in the panel below.
The Show Content button can be deactivated for faster performance (some Archives
can take a long time to show).

6. If there are files which have the same UUID as an item in Viz Artist, the question Do you
want to replace? is asked:

The Font tvamonoline-bold-bold already exists
n following folders:

Do you want to repla

Yes Always Mo Mever | Canmcel

Select from
. : Replaces the item in all detailed folders.
. : Replaces all items with the archive files, in all folders.
: Does not replace the item. The import procedure continues with the next

file.
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. : Does not replace any items. The import continues and does not import files
found as items in Viz Artist.

. : Stops the import of all files.

To Import an Archive to a Specific Location in a Graphic Hub

© IMPORTANT! Use this import procedure to control which Project or Directory the archive
should import to. The Path and Names of items in the archive are preserved and use the
location in the GH, selected by drag and drop, as a start point.

1. Click Import.
2. Select Archives to import:

Click on the Import Menu, and click on Archives, or press CTRL + 7.

Archives to import

# Desltop [mi] Fonts

£ my o [mi] Images

[mi] Substance

3.

=12 ]l
omputer

1 Users
™~ dco

# Documents

il 001 VizArtist
= -

fu
" artist_documer
" bground_imags

Ctrl-1
Ctrl-2
Ctrl-3
Ctrl-4
Ctrl-5
Ctrl-7

trl-8

K

Objectname
ab_TrioScroll
_test2
Ach_test
DEFALULT
Elements
Gabi_test
Guest's-Archive-from-
Logo
oTS
Test3

Viz-Artist-examples

4. Drag the archive or archives selected for import to either:
the target Folder (or Project) in the Server folder tree (1), or
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the Server item Panel (2).

_Local_Backups
_Product_Specialists
Research_Developement

LI+

neEaeEeEaEaEaEa"y

Bernhard_Wi
Christian_Huber
Christian_Maoellinger
Christian_Seid|

=™ David_Cooling

™% 2D-Ribbon

20_Ribbon (1)

Ll 3 8 Course

The archive starts to import.

@ Tip: Press the Show Content button (3) to show the Archive’s content. The Show
Content button can be deactivated for faster performance as some big archives can
take a long time to display.

Logo Logo.via
OTS.via

Testd.via
Viz-Artist-examples.via

Import Archive

5. If there are files which have the same UUID as an item in Viz Artist, the question Do you
want to replace? is asked.

The Font tvamonoline-bold-bold alr-—ad.. exists
in following folders:

rrrnr‘r.."-L.rE-lJl

Do you want to replace

"es [Always [ No "Never | Cancel”

Select from

Yes

: Replaces the item in all detailed folders.

: Replaces all items with the archive files, in all folders.
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“: Does not replace the item. The import procedure continues with the next
file.

: Does not replace any items. The import continues and does not import files
found as items in Viz Artist.

m: Stops the import of all files.

To Import Part of an Archive

1. Click Import.
2. Select Archives to Import:
Click on the Import Menu, and click on Archives to Import, or press CTRL + 7.

Archives to import

" Desktor [mi] Fonts Ctrl-1
& 2z Ctrl-2
- Ctrl-3

Ctrl-4

i [m] Audio Ctrl-5

[m] Substance Ctrl-7
m] Archives Ctrl-8
(] k

Refresh

3. In the Import directory tree, search for the Archive to import.
4. Select the required Archive in the right side panel.
5. From the top menu, select Entry Points View.

Import Archive [Ehow Content|

Entry Paints - Al =

1 =| Modification Dabe | Dheher |

6. Select an import option:
To import all entry point files from the archive, drag the File Entry Points file folder

and drop it in the left panel.
To import a folder and its contents from the archive, drag the required folder from the

folder entry points and drop it in the left panel.
To import one or more files, drag and drop them into the left panel.
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© IMPORTANT! The archive is imported into the folder selected in the Graphic
Hub tree. All reference files are included to guarantee full functionality. This
method of import flattens the imported items. This means that the path or
directory structure of the items in the imported archive are not kept. Use this
method of import for importing parts of, or items of an archive.

& Note: To import projects or folders, the same procedure applies, with the
exception that you select Folder View from the pull-down menu, and drag and
drop the required folder.

To Search for Import Files

Search for files before or after the import for an Archive. Use this feature to see if similar or the
same files are present in the system and to find the file’s location after import.

1. Right-click any of the items in the Archive.
2. Select Search for this file in current GH.

12.1.5 Import Files
Use File Import to import these items:

Fonts
Images
Geometries
Scenes

- Audio clips

Path Alias

Use a path alias to help streamline the import process. Path Aliases, defined in Viz Configuration,
create shortcuts to frequently used file paths for import operations.

Browse for Files to Import

Use the import file list, on the left side of the Import Window, to browse the directories on a disk:
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Double-click a directory to show its sub directories

Click a directory to show the contents in the right window

Click a path alias to quickly jump to this directory

Hold down the CTRL key and click all required files to select multiple files.

To Import Selected Files

1. Select the target folder in the Server panel.

2. Click Import.

3. Select the type of file to import: Click the Import Menu and select the type of file to import,
or press the keyboard shortcut.

Archives to import
1 Desktop [m] Fonts
L 2 [m] Images
[m] Geometries
& | [m] Scenes

1 [-] Audio
[-] Substance
[-] archives

Refresh

4. In the Import directory tree, search for the files to import.
5. Select the required file or files.

M- Regular

6. Images only:
Select the import compression for the image or images. Click on Import Compression.
Options are:
- None
Select automatically: If the source image has an alpha channel, DXT5 is used. If the
source image does not have an alpha channel, DXT1 is used.
DXT1: Works best on images without an alpha channel.
- DXT5: Works best on images with an alpha channel.
Select the import quality for the image or images when importing in a compressed Format.
Click on Import Quality. Options are:
- Low
Medium
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High

Import Compression

7. Import the selected file or files:
Drag the file or files to the target folder, in the Server Panel (1), or
Double-click a single file (the file is added to the target folder)

(1]

8. If a reference to a file, which is to be imported, already exists in the Graphic Hub, this
dialog shows:

Replace

Select from:
. : Overwrites the file in Viz Artist.

. : Renames the file and imports (new file). Opens a new dialog, type and
new name and press OK.

. : Stops the file import of the file shown in dialog window. The import
procedure continues with the next file.
. : Overwrites all files if there are multiple files.

. : Stops the import of all files.

9. Adobe After Effects projects only: If image or clip files already exist in Viz Artist, import and
overwrite them (Active) or do not import files which already exist (Inactive).
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Import Settings

Reimport Images  SCERERINN

Reimport Clips | N

@ Tip: If there are no changes in the image or clips files, select Inactive. The import is

much faster, because no output from the Adobe After Effects Renderer is required.

Shape layer in After Effects can be imported to the scene as two types of objects, video and
geometry plug-ins, depends on its complexities.

a.

b.
C.

Rectangle created by Rectangle or Rounded Rectangle tools are imported as a Noggi
object.
Ellipse created by Ellipse tool are imported as Eclipse object.
Star and Polygon are imported as Star object if both of the following are true:
i. Inner and Outer roundness is o.
ii. Star point is integer number.
Shape created by Pen tool are imported into Polygon object.
Converted shape from text, each character of it contains multiple paths.
Shape of each character merge all paths in a special mode (be decided by After Effects
among Add, Subtract, Intersect and Exclude Intersections depends on the overlapping
and direction of each path) that we not support it even most of character works with
our simple merging method Exclude Intersections, manually change Merge Paths
mode of all characters to "Exclude Intersections” can make this layer be import
into Polygon object instead of video.
i. Use Horizontal or Vertical Type Tool to create a text layer.
ii. Right click on the text layer and select Create Shapes from Text.
iii. Expand Merge Path and change Mode to Exclude Intersections.

Ll

nal
Mormal

-

Convert shape from imported external vector graphic file such as .eps. This is similar
to the converted text but it might have many groups of paths.
To import .eps file to After Effects and make it be able to imported as as Polygon
object in Viz Artist.
i. Press CTRL + | and select a vector files.
ii. Right click on the vector layer of automatically created composition and select
Create Shapes from Vector Layer.
iii. Expand Contents and every groups inside, each group is the same as character
of converted text.
iv. Expand Merge Path and change Mode to Exclude Intersections.
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Il 2 B [food.eps] S
Some converted vector shape have multiple group of merged paths and not work with
Exclude Intersections merging and mostly one group with single path is used as
boundary.

Mormal

— -

2 B [appleeps] /
In this case, that group (Merge Paths and its above Path) can be deleted and other

groups can use Exclude Intersections creates correct result.
= = = Ea o p . @

& Note: Layer animation is supported, but not object animation inside. The layer is
imported as video if any properties of them have a keyframe.

12.2 Archive Of Graphical Resources

The archive function exports graphical resources, such as one or several Scenes including fonts,
images and so on to a file (archive) on disk. The archive has, by convention, a .via filename
extension. The archive can be used for the safekeeping and/or for transferring of data to another
Graphics Hub.

This section contains the following topics and procedures:

Archive Properties
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Entry-Points Menu
To Create an Archive

12.2.1 Archive Properties

- Entry Points - All n- | _
| — . T —
T PR

"-'? _"s'

Path-aliazes

Entry-Points (1): A pull-down menu is located just below the main menu and allows the
selection of data types.

File Entry Points panel (2): The target area for the folders to archive.

Data Panel (3): The target area for resources to archive. Drag items such as Scenes, Fonts,
Images etc. to this area to include them in the archive.

Use Path-Aliases (4): Select aliases that represent actual directories or paths. Path-Aliases
must be defined in advanced (see the Configuring Viz section of the Viz Engine
Administrator Guide). Aliases are typically short and descriptive names used as a convenient
shortcut to directories which could have long or cumbersome names.

Use the Comments area to add descriptive comments about the archive.

Trash-can (5): Remove items not needed to be archived.

Browse and select a file or specify an archive name (6) before pressing Save. The

extension .via is attached to the file name if not specified. Entry points represent the main
items in an archive. Other items in the archive are referenced and attached automatically to
the archive.
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12.2.2 Entry-Points Menu

At the top of the archive view there is a pull-down menu enabling you to switch the way the
content of your archive is displayed:

Entry Points - All
[m] Scene Ctrl-1
[m] Geometry Ctrl-2
[m] Material Ctrl-3
[m] Material Advanced Ctrl-4
[m] Image Ctrl-5
[m] Font Ctrl-6

[-] Video Ch ps ==
[-] Su I:'Etﬁ nces :
[m] All

[m] Entry Point View Ctrl-9
[mi] Folder Ctrl-0

Remowve All

Scene to Video Clips: Only shows the items of the selected file type.
- All: Shows items of all file types.

Entry Point View: Shows only entry points.

Folder View: Shows the folder hierarchy.

Remove All: Removes all items from the archive.
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12.2.3 To Create an Archive

1. In the main menu, click Archive. The Archive view is shown.

=

——

a

2. From the Server side (1), drag folders into the Archive view’s left panel (3) and files into the
right panel (4).
3. If required, enter a comment in the comments area (5).

& Note: Comments can be a maximum of 255 characters.

4. Either manually or by clicking the ellipsis button (H), enter a file path for the archive.
5. After the file path, enter a file name for the archive.
6. Click the Save button.

& Note: If navigating to a preferred location before adding the file name for the
archive, Viz Artist suggests DEFAULT.via.

Ci\Users\Publich\Documents \{M=EFA0NR). via Save

© IMPORTANT! When archiving a set of transition logic scenes in Viz Artist, the archive
does not include the Geometries that are generated by Viz Template Wizard when
creating a template for the control applications. It is therefore recommended to
archive scenes intended for Viz Pilot by using Viz Pilot or Viz Template Wizard. If Viz
Artist is used, the Geometries can be added manually.

Copyright © 2020 Vizrt Page 562




Viz Artist User Guide - 3.14

12.3 Deploy Items

The Deploy panel makes it possible to copy items, with all their necessary data, and deploy them
from one server to another. For example, if a Scene is deployed, all items referenced by the Scene
(Images, Fonts, etc.), are also deployed.

The Deploy button is only available when at least one deploy server is configured in Viz
Configuration. If you configure multiple servers, you can deploy items from one server to another.
See the Database page of the Configuring Viz section of the Viz Engine Administrator Guide for
more information.

— — I —
e (T PO R T T 7 [ [ T T T
Eema i Ty S ———

=
5 e e T TS s~ T 5 s = I TR T 5

7 T S T Ol T T T

This section contains the following topics:

Deploy Panel Overview
To Deploy Selected Items
To Deploy Single items
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12.3.1 Deploy Panel Overview

Import Archive

-l A8 Bements for Deploy |
Heme - Modification Date Cremer
] ey |

— -
L EES K

}n{umn_\-HumrmmmHmugm—' | Dy, . 4 Flals) ready for deploy

Open an item filter menu (1).

Click the information button . (2) to open the Deploy Information panel. This panel
displays information about the deploy action. You can choose keep messages or not when
you close the Deploy Information panel . The icon turns to orange when information is
added.

Select a Deploy server and click Deploy to start the deploy action (3).

Hubl@Host1:19396 = Creploy... 2 File(s) ready for deploy

Drag and drop unwanted items from the Deploy panel to the trash bin (4).

Order Items to be Deployed

Use the column header bars to order the items to be deployed. Click on each column header bar to
order its contents ascending or descending. The small arrow shows which way the contents are
ordered.

Modification Date h u
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Iltem Context Menu in the Deploy Panel

1. Right-click an item to open its context menu.
2. Select Search for this file in current GH. The item shows in the Server Panel.

12.3.2 To Deploy Selected Items

1. Click on Deploy.
2. Drag and drop all the required items from the Server Panel to the Deploy Area.
3. Select a deploy server from the drop-down box.

MewDeployHub@

MewDeployHub_

4. Click Deploy....

Hubl@Host1:19396 2 File(s) ready for deploy

5. Select from:
- Yes: Deploys each item one at a time.
- Yes to All: Deploys all items together.
No: Cancels each item one at a time.
Cancel: Cancels the deployment.

Are you sure you want to deploy file AnisotropicLightTextured2 7

6. After deployment or cancellation select to clear the deploy list or not.

& Note: If the list is not cleared, all the items stay in the Deploy list until required
again. The list automatically clears when Viz Artist is restarted.

12.3.3 To Deploy Single items

1. Right-click on the selected item in the Server Panel.
2. In the context menu, select Deploy to <selected server>.
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itch to Large Icons

Create new Scene

Show Properties...
Show Folder Links...

Show Keywords...
Show History...

Export
Export as XML...

12.4 Post Render Scenes

Scenes can be exported as video or image files. This process is called post rendering.
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& Note: Post rendering is not possible with clips or live video feeds. However, these items
can be post rendered through the SoftClip plug-in, if it is animated through the stage.

This section contains information on the following topics:

Post Render Screen
- To Post Render a Scene
Post Render Templates
- To Save a Post Render Template
- To Change a Post Render Template
- To Load a Post Render Template
- To Rename a Post Render Template
- To Delete a Post Render Template
Post Rendering Plug-ins
Image Render Plug-ins
- JPEG
PNG
- TGA
- TIFF
- Video Clip Render Plug-ins
Using Codecs
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12.4.1 Post Render Screen

The post render panel consists of:

- Template (1) (see Post Render Templates)
Installed plug-ins are listed (2) (see Post Rendering plug-ins)
Post rendering setup (3):

- Main Layer: Shows the Scene to be rendered. When Post is clicked, the Scene currently
open is set as the Main Layer.

Front Layer: Sets a Scene running in front of the Main Layer.
Back Layer: Sets a Scene running behind the Main Layer.

- Offset: Sets an offset for the Main, Front and Back Layer, so they start at different
times.

- Stop: Defines the number of seconds to pause during the animation stop points of a
Scene. If there are stop points in the Scene, these are normally lost in the post
rendering process, unless an interval is assigned here.

Plug-in property editor (4)
- Server Panel (5)
- Output (6)

12.4.2 To Post Render a Scene

1. Open the Scene to be post rendered.
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Note: When Post is clicked, the Scene currently open is set as the Main Layer.

Tip: It is also possible to click on Post, then select a Scene and drag it to the Main
layer.

3. Set an Offset, if required. How the offset affects the Scene can be seen in the Post Rendering

area.

Offset
Stop (sec)

4. Set a Stop (in seconds), if required. This stops the post rendering after the assigned interval.

5. Drag

a selected post render plug-in, to Clip plug-in target area. Select from:
JPEG
PNG
MOV

- TGA
- TIFF
- VideoRenderer

MatroxFileWriter. The Matrox File Writer plug-in requires a Matrox card. See Post
Rendering plug-ins section for additional Matrox File Writer settings.

6. Select a frame Format. Viz Artist/Engine always renders 50 images per second for PAL or 60
for NTSC. Dependant on the post render format, not all of them or not the full frames are
stored. Options are:

Full Frame: Stores 50 or 60 full height frames for each second of video. The number
depends on the video settings, PAL/50 or NTSC/60 frames, and the size also changes
with the video format (720x576 for PAL digital and 720x486 for NTSC digital).
Normally TV is 25 or 30 interleaved frames, but in this case the post rendering
produces twice the amount of pixels needed. An editing system (or wherever you put
the images you render) can throw away 50% of the pixels and still produce a “normal”
video stream.

Fields Top/Fields Bottom: Stores 50 fields per second of video. It is the same amount
of data as interlaced top/bottom, but instead of shuffling the data the post rendering
process writes different files for each field.

Interl. Top, Interl. Bottom: Stores 25 interlaced frames for each second of video. Each
frame consists of two fields (half size of PAL or NTSC for example 720x288). These
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two fields are combined line by line. Interlaced top means that the first line of the first
field is the first line in the interlaced frame. In interlaced bottom the first line of the
second field is the first line in the interlaced frame. This determines field dominance.
Full Frame Skip: Stores every other full frame, resulting in 25 (or 30 for NTSC) frames
per second.

7. Select the color settings. Select from:
RGB: Creates RGB images. Here a pixel is represented by three bytes containing a red,
green and blue sample.
RGBA: Creates a red, green and blue sample, along with an additional color sample, all
in a single image. When shown on top of other images, RGBA pixels are blended with
the background pixel according to the value of this alpha component.
RGB AAA: Creates an RGB and an Alpha image for each image rendered.

& Note: These settings are already fixed for the Matrox File Writer (see Post
Rendering plug-ins).

8. In Name, select a destination file path and name.
@ Tip: When a Scene is added to the Main Layer, the path and filename are

automatically assigned. To keep a previously selected path, click the Keep Path
button (small rectangle to the right of the Name field).

@ Tip: With the cursor over Name a tool tip shows the path name.

Mame C:fUsers/dco/Documents/001 Vizhrtist/ <base_scene_name=/<bas

Duration ;r
Width o
Height

9. Set the parameters for:
Duration: Sets the number of frames to be rendered.
- Width: Sets a scaling value for the width.
Height: Sets a scaling value for the height.

o Tip: To scale the height and width proportionally click : When disabled

the lock height and width scale can be set separately. The default setting is
locked.

10. Click RN \

At any time, while rendering, click ﬂ to stop the rendering. When the rendering
is stopped the file(s) already written are kept.
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12.4.3 Post Render Templates

If Scenes are post rendered often, with the same settings, create a Post Render Template. To use a
saved template double-click it in the Template panel.

server Built In=s Control

Templates
E'u’l_EIJIjIlj_l‘ll'lE:E
avi_audio_ong4
awvi_mat_hd TPES
_ ._ - JFES _‘
avl_ntsc

avi_test?

avi_wgl o
flo ?’ * sl

got_martox_01 |:| L 17 t:-'J' i
got_matrox_default

Curatio
Width
Height

& Note: Post rendering templates are saved in the Graphic Hub and not on the local machine.

To Save a Post Render Template

Configure all the settings in the procedure To Post Render a Scene.
In the Templates panel, click Save.

Enter a name for the template.

Click OK. Saved templates show in the Templates panel.

A WN —
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Server Built In=s Control Views Tree

Templates
New_Template

PMGTest
VIZENG-4

Please Enter Template Name: [EIMEENsER=

avi_audio_on32

To Change a Post Render Template

1. Double-click the post rendering template in the Templates panel.
2. Change the required settings.
3. Click Save.

Server Built In=s Control

Templates
avi_audio_o

avi_audio_on&4
avi_mat_hd
avi_ntsc

avi_test2

avi_wagl

flo

got_martox_01
got_mat default
ipeg_1

jpeg_1_64

VETagl=

Duratio

Width
Height
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To Load a Post Render Template

Double-click the post rendering template in the Templates panel.

To Rename a Post Render Template

1. In the Templates panel, right-click the template and select Rename.
2. Enter a new name and click OK.

Templates

MNew_Template

PMNGTest

|'|'L'i:lf'1::'

To Delete a Post Render Template

In the Templates panel, rig

Templates
New_Template

ht-click the template and select Delete <name>.

avi_36_1

12.4.4 Post Rendering Plug-ins
Post rendering plug-ins define the format of the post rendered files. Viz Artist offers a set of image
and video rendering plug-ins:

& Note: Additional plug-ins can be installed at any time.
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Server Built In= Control
awl_aud 3
avi_audio_ongd
avi_mat_hd
avi_ntsc

avi_test2
avi_wagl -~ Offset
flo L Stop (se

got_martox_01
got_matrox_default

Duratio
Width
Height

Image Render Plug-ins

Image rendering plug-ins, such as JPEG, PNG, TGA and TIFF, all create a single image of every
frame in a Scene. The images are named as set in the Name field in the post render setup, with
incremental numbers.

The following file formats can be written by their respective plugin:

JPEG

"Joint Photographic Experts Group" fileformat is widely used. JPEG uses a lossy form of
compression and therefore is not well suited for line drawings and other textual or iconic graphics.
Sharp contrast will result in noticeable artifacts.

The JPEG plugin allows to set a quality level. It is recommend to use a value higher than 90.

PNG

"Portable Network Graphics" is a raster-graphics file-format that supports lossless data
compression. PNG images also support transparency.
The PNG plugin allows to set a quality level.
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TGA

"Truevision raster graphics file format". TGA files are based on a lossless RLE compression. This
type of compression works acceptably well for simpler images, such as icons, cartoons and line
drawings, but performs poorly on photographs. TGA files support transparency.

TIFF

"Tagged Image File Format". Tiff files are widely used and use a lossless compression. TIFF files
support transparency.

Video Clip Render Plug-ins

The video rendering plug-ins render a Scene to a Video clip. If the Video Renderer or QuickTime
Renderer plug-in are used, a menu showing all installed video codecs shows:

VideoRenderer Plugin (1.2.0)

Available Codecs

ideo Encoder

MIPEG Compressor

Available Codecs

- Available Codecs: Lists all available codecs.
Codec Settings: Shows the available codec settings (if available).

0K |
m!%:‘ Frame F‘.atelzg'g? LI
Digitel Video Selutions
Cancel |
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Codec Info: Shows information about the codec (if available).

m Matrox DVCPRO HD Codec
Digitat Video — Version: 9.2.1.2281

Matrox Codecs by Matrox Electronic Systems Ltd.

This codec renders video to DVCPRO HD format.

Resolutions supported: 1280x720 and 1920x 1080

0K |

FPS: Sets the frame rate per second.

Flicker Filter: Sets the Flicker filter rate.

Select the codec to be used and specify the parameters for Frame rate and Flicker Filter. If
the video codec allows, specify codec parameters.

The Matrox File Writer plug-in is also a video rendering plug-in that is available to users with a
Matrox board installed, and renders the Scene into a Matrox encoded clip. It uses the Matrox video
board to encode and write clips to file in real-time.

& Note: The Video Output DVI out setting must be set to Inactive (see the Configuring Viz
section of the Viz Engine Administrator Guide).

When a Scene is to be Post Rendered (To Post Render a S