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Introduction

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

This section contains information on the following topics:

Document Structure
Related Documents
Contact Vizrt

1.1

Document Structure

Sections 1 and 2 introduce Viz Artist and its basic concepts. The Workbench
section gives an overview of the Main Window and Main Menu in Viz Artist, and
also a description of the Scene Editor and the Scene Editor Views that display the
scene from different camera angles.

Section 3 describes how to Manage Work and Viz Graphic Hub.

Section 4 describes the Viz scene tree, and gives you the Tree Knowledge and
Skills needed in order to familiarize youself with the scene tree and its workings.

Section 5 describes how to perform global tasks such as working with the Scene
Settings, Implementing Video, Searching, Importing, Archiving and Post
Rendering of graphics to video clips and/or still images.

Section 6 describes how to work with Lights and Materials.

Sections 7 and 8 describe how to work with the Animation Stage when Creating
Animations.

Section 9 describes how to work with Cameras in scenes used in 2D and 3D
(stereoscopy) broadcast production.

Section 10 describes all configuration properties and parameters and how to use
them when Configuring Viz Artist and Viz Engine.

Sections 11, 12, 13, 14 and 15 describe all the built-in plug-ins. Most of the
plug-in sections also have small how to procedures with illustrations that will
help you to get started with your scene design.

Section 16 describes the On Air Mode that is used for testing and to performance
analyze Viz scenes.

Section 17 describes the core aspects of Transition Logic scene design with a
small tutorial at the end to help you get started with your amazing transition logic
designs.

Section 18 gives an extensive Glossary with simple and to the point explanations
of keywords and acronyms referenced throughout the document.
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1.2 Related Documents

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

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

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

1.3 Contact Vizrt

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

Workbench Description

This section contains information on the following topics:

Main Window
Main Menu
Built-in Menu
Scene Editor
Scene Editor Views

2.1

Main Window
After a successful database login, the Main window appears.
I I- — .__.'.- _— i N e p— - — — — Sl - Eii.- I
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At the top of the Main window is the Main menu. Below the Main menu is the
Display area. While the Main menu is always visible at the top, the content of the
Display area vary according to the selection in the Main menu. At system startup
(and when Server has been selected from the Main menu) the area is divided into
four panes; Server (upper left corner), Scene Tree (lower left corner), Property
(upper right corner), and Output (lower right corner). From the Server area it is
possible to control database elements such as materials, images, and fonts. The
elements in the database can be added to the scene tree, which is the locical
visualization of the scene. The scene tree is built up of containers, which again
can hold items such as materials or plug-ins. The containers can be controlled
from the Property area, where size, position and other settings can be modified.
The actual visualization of the scene is available in the Output area.
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2.2 Main Menu

The buttons in the Main menu makes it possible to change the view of the Display
area.

Server - Shows the following panes; Server (top left), Scene Tree (bottom left),
Property (top right), and Output (bottom right). From the Server area it is
possible to control the database content such as scenes, materials, and
images. The elements in the database, which is common for all users
connected to the database, can be added to the scene. Server is the default
view that appears at system startup. For more information, see:

- Manage Work and Viz Graphic Hub
- Server Menu
- Server Tree Menu

Built Ins — Shows the following panes; Plug-ins (top left), Scene Tree (bottom
left), Property (top right), and Output (bottom right). From the Plug-ins area it
is possible to control the built in plug-ins such as geometry, container,
shader, texture and scene plug-ins. The features vary according to which
plug-in packages that are licensed on each machine. For more information,
see:

+ Built-in Menu
- Adding Plug-ins
-+ Plug-in

Control - Shows the following panes; Controls (top left), Scene Tree (bottom
left), Property (top right), and Output (bottom right). The Control area shows
control objects and channels. For more information, see:

. Control

Views - Shows the following panes; Views (left), Property (top right), and
Output (bottom right). The Views area shows three configurable camera views,
in addition to the one in the Output area. The additional camera views make it
possible to monitor the scene from up to four various angles simultaneously.
For more information, see:

- Scene Editor Views.

Tree - Shows the following panes; Scene Tree (left), Property (top right), and
Output (bottom right). The Tree view is similar to the Server view, but without
the database appearance. This option is practical when the scene tree is
complex and holds many containers. If the scene tree is still not big enough in
the regular Tree view, it is possible to click the Zoom Out button above the
scene tree. This will shrink the size of all the containers, so that even more
containers fit in. For more information, see:

- Tree Knowledge and Skills

Stage - Shows the following panes; Stage (top), Scene Tree (bottom left), and
Output (bottom right). From the Stage it is possible to control the animations
in the scene. The Stage shows the timeline from animation start (left side) to
stop (right side). For more information, see:

- Animation Stage
- Creating Animations
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Server/Stage - Shows the following panes; Stage (top), Server (bottom left),
and Output (bottom right). The Server/Stage view is similar to the regular
Stage view, but here the scene tree has been replaced with the database
content.

+Tree/Stage - Shows the following panes; Stage (top), Server (bottom left),
Scene Tree (bottom center), and Output (bottom right). The +Tree/Stage view
is only available on machines with a screen resolution of 1600x1200 or
higher, and shows both the database content and the scene tree.

Import - Opens the Import pane. From this pane it is possible to transfer
archives and various files into the database. For more information, see:

- Importing

Archive - Opens the Archive pane. From this pane it is possible to archive
multiple elements from the database to a single file. For more information,
see:

- Archiving

Config - Opens the Configuration pane . From the Configuration pane it is
possible to control various options regarding the program functionality when
Configuring Viz.

Note: The appearance of the Configuration interface varies according to the
platform type. A Viz Artist 3 installation on a machine that contains a video card
will run the software in Video mode, while a machine with no video card will run
the software in Standard PC mode. To find out which platform type that applies to
a specific installation, select the License Information button from the Main menu,
and see the platform information in the window that appears. In the
Configuration, an installation in Video mode has a few additional sections
compared to the Standard PC mode, for example Video Board and Video Input.

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

Post - Opens the Post Rendering pane. From this pane it is possible to export
image chains or scene clips. For more information, see:

- Post Rendering.

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

Note: By default, the port number is set to 6700. The port number and other
communication settings can be modified from the Communication section of the
Configuration.

=HE |3
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At the right side of the Main menu are five additional icons.

Message Box - Opens the Message window. This window displays server
warnings, and chat messages can be sent/received to/from other users
connected to the database.

Show Commands - Opens the Viz Engine Console window. This window
displays 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: Alternatively, the Viz Engine Console window can be opened by pressing the
keyboard shortcut ALT+C. Note that the pointer must be over certain areas in the
GUI (for example the Server area) for this to work.

License Information - Opens the License Information window. This window
shows the status of the current license such as license expiration date,
platform type (Standard PC or Video), licensed plug-in packages, Viz version
number, etc. This is also where the Viz Artist 3 license can be renewed. For
details on how to renew the license, see the Viz Engine Manual.

Minimize - Minimizes the Viz Artist 3 window.

Close - Closes the Viz Artist 3 window.

2.3 Built-in Menu

The Built-in button on the main menu provides access to the various plug-ins.
These are:

Geometry Plugins
Container Plugins
Shader Plugins
Scene Plugins
Texture Sources
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XREF to inserting a plug-in

Only scene plug-ins are not dragged into the tree; into right pane.
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2.4 Scene Editor
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The scene editor has a set of useful functions that enables the designer to see
how the graphics will look when keyed, seen from a different angle in virtual sets,
positioned on screen, performance of the scene and more.

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

This section contains information on the following topics:

Layer Manager
Buttons
Working with the Scene Editor

Chapter 2: Workbench Description 8



2.4.1

Layer Manager
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All scenes are by default designed to run in the main layer, but can be played out
in the front and back layer as well. The layer manager can be used to test
combinations of scenes in the three layers (front, main and back).

When working with the layer manager you are not able to move and edit objects in
the scene using the Scene Editor; however, you can edit the scene by opening it
(see Context Menu). Picking is also limited to the main layer even if the front layer
scene is loaded.

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

.
-

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

Context Menu

Open <scene>: Opens the scene.
Set Inactive/Active: Enables you to display the layer or not.

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.
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To add scenes to the layer manager

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

See Also

Buttons
Working with the Scene Editor
Timeline Editor

2.4.2 Buttons

Click the scene editor buttons once to enable the features, click them again to
disable.

Snap: Takes a snapshot of the current content in the render output. For more
information, see Taking a Snapshot.

KP: Activates the preview of the keysignal.

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

E: Enables the handling of interactive script/plug-in events. Interactive scripts
and plug-ins are those related to mouse or keyboard actions.

TA: Displays the title area as the outline of a light blue rectangle in the render
output.

output.

W: Renders the scene in wire frame mode.

BB: Enables the bounding box visualization for the selected container.?
P: Displays the Performance Bar.

Grid: Opens the Grid Toolbar.

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

Taking a Snapshot

Performance Bar

To enable the performance bar in the scene editor
Grid Toolbar

To enable the Grid toolbar

Chapter 2: Workbench Description 10



Taking a Snapshot

Snap Shot
Flease Enter Image Mame:
Width 720 =Sl
; . I |Lu:u:lc
Height 576 |
Format RGB RGBA
Ok | Cancel

A snapshot can be taken of the current content in the render output.

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

To take a snapshot

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

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

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

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

The Performance Bar can, in addition to being displayed in On Air Mode, be
displayed in the lower part of the scene editor. The performance bar gives an idea
of the performance (frames per second) the scene is rendering in. Each indicator
shows how many microseconds each rendering step takes.

Blue color shows occupied memory, while green shows available. They are also
linked to the bars with different colors:
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To enable the performance bar in the scene editor

Click the scene editor’s P button. If enabling the Performance bar by middle-
clicking the P button, all performance indicators appear.

Grid Toolbar

The Grid toolbar can be displayed in the lower part of the Render pane. Grids are
used to to align containers.

jj‘ Eon @‘ O ‘T]_b‘ 0 ‘Size 2o o} 2ir| (&

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

- Off: Indicates that the grid is switched off.

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

- Align X/Z: Aligns the grid to the X/Z-plane.

- Align Y/Z: Aligns the grid to the Y/Z-plane.

- Free Grid: Makes it possible to use a free grid (for example aligned to a
container).

Select Grid: Sets a predefined grid. 9 grids can be selected and manually

configured as presets for the scene.

Show/Hide Grid: Shows or hides the grid in the render output.

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 render output, the position of the object

will be snapped to the grid (i.e. the center of the X and Y axis).

Align Object on Plane: To align the axes of a container to the corresponding

axes of the grid, first enable this option and next leftclick the container you

want to align and drag it around. As long as this option is switched on, the

container will move only along the plane if you drag it around in the render

output.

Move Object to Plane: If you select a container and next click this icon, the

container will be moved so its center is on the plane.

Size: Defines the raster size of the grid.

Change Color of Grid: Changes the color of the grid.

T
- =
* ‘

LTI

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

L3

Picking On/Off: Aligns the grid to the object. Enable picking and click the
object to align the grid. The grid will be aligned to the vertex you click on.
Move Grid to Object: Moves the grid so the center of the selected container
will be on it.

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

O

To enable the Grid toolbar

Click the Grid button seen as one of the display options of the render window.
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2.4.3

See Also

Layer Manager
Working with the Scene Editor
Timeline Editor

Working with the Scene Editor

In the scene editor you can edit some transformation parameters of the
containers in your scene. Furthermore you can switch some properties of a
container on and off.

This section contains information of the following topics:

Context Menu

To select an option from the context menu
To select an object

To change an object’s position

To rotate an object

To scale an object

To move the axis center of an object

To copy an object

Context Menu

In the scene editor you can also open a shortcut menu by a right-click. This
shortcut menu gives you a set of options:

Rotation: Switches into the rotation mode.
Scale: Switches into scale mode.
Center: Switches into center editing mode.
Animation: (only applicable if a container is selected and it has an animation
defined) displays the animation path of when Working with Position
Keyframes.
Properties: (only applicable if a container is selected).
Hide lets you hide the container in the render output.

Lock enables you to lock the container. If you do so you cannot change the
position of a container by dragging it in the render output.

Transformation opens the transformation editor for the container.

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

Extrusion: Works only if the Extrude plug-in is added to the container.
To select an option from the context menu

1. Right-click and hold the right button.
2. Move the cursor to the option you want to select and release the button.
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To select an object

1. Select an object in the scene editor by left-clicking it. Note that this is done on
a per pixel basis.
- The appearing bounding box indicates which object has been selected if the
Bounding Box option is enabled.
- The entry for the container in the scene tree is highlighted.

- By default the transformation editor will be opened in the Container editor
pane. If other editors are selected (e.g. image or text editor), those editors
will also be opened if available for other objects.

2. Select another object by either using the mouse to left-click it, or using the
arrow keys. Using the cursor keys will enable you to navigate through the
strucutre of the scene tree.

3. Unselect an object by pressing Space.

To change an object’s position

1. Left-click the object and hold the left button while moving the cursor around.
- The container will follow the movement along the axes shown in the
selected camera view. During this operation a status window is shown,
giving you information about the position.
2. Hold Shift while moving the cursor to lock the axes so you can change the
position of the container only along one axis at a time.

To rotate an object

1. Rotate an object by holding the middle mouse button down and moving the
mouse around to rotate on all the axes, or

2. Right-click to open the context menu and select rotation and drag the handles
side ways to rotate on all the axes.

Chapter 2: Workbench Description 14



To scale an object

1. Right-click to open the context menu and select scale.
2. Drag the handles to scale the object..

To move the axis center of an object

1. Right-click to open the context menu and select center in the shortcut menu.

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

2. Move the cursor while holding the left button, and release it to set the new
center.
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To copy an object

While holding the CTRL key click and hold the left mouse button, and do a
drag and drop operation to the object’s new location.

Note: You can use multidrag to copy a container in the render output. This is done
by holding CTRL while dragging the container around, but instead of releasing the
left button, do a right-click while holding CTRL and the left mouse button pressed.

See Also

Buttons
Layer Manager
Timeline Editor
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2.5

Scene Editor Views
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By clicking the Views button in the main menu, three extra scene editor views
open on the left side of the main scene editor.

These are a good aid for getting an overview of the objects in the scene and
visualize their position in relation to lights and cameras. They have in principle
the same functionality as the main scene editor and lets you perform the same
operations on objects as you would in the main scene editor. As well as the main
scene editor, the side views may be set to view through one of the 16 editable
cameras or through one of the six predefined orthogonal views. Setting them to
one of the predefined orthogonal views allows you to change position and
direction of lights and cameras.

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

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

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

In the six predefined orthogonal views, the currently selected camera, and in
addition all cameras that have been given the status “vis” or “inf”, will appear as
symbols. By clicking on them in the side views, their focus will be set in the main
scene editor and handles for editing position and direction will be visible (drag
the handles to change position and direction). The same is the case with lights.
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The one currently selected and those who have the “vis” status will be visible as
symbols and position and direction can be edited with the cursor.

See Also

Lights and Materials
Cameras

Chapter 2: Workbench Description
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3 Tree Knowledge and Skills

Scenes are root elements that hold other elements. Existing scenes are stored in
the database and available through the Server area, see To view scenes in a
project/folder. For general information about scenes and procedures on how to
create, import, rename, and delete scenes, see Scenes.

This section contains information on the following topics:

Opening a Scene
Working with the Scene Tree
Modifying Container Items

3.1 Opening a Scene

To open a scene in the database

1. Select Server from the main menu.
2. From the Server tree, select the folder/project where the scene is saved.
3. Double-click the scene to open it.

The content of the scene will be displayed as containers in the scene tree, and
visualized in the renderer window.

Tip: The Status bar in the lower left part of the window, between the Close and Undo
buttons, shows the name and path of the current scene. Clicking on the path will
select the scene in the server view.

19 Chapter 3: Tree Knowledge and Skills



3.2 Working with the Scene Tree
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The scene tree is the logical visualization of all the elements in a scene. The tree
consists of containers that hold properties. The elements can be geometry,
images, materials, texts, transparency functions, key functions, and many more.

Scenes are built by dragging construction elements, like images or built-in
geometry plug-ins, onto the scene tree (it is also possible to drag them directly
into the Output area). The containers in the scene tree are then organized in a
hierarchy and grouped in logical divisions. Containers and groups will be
explained in more detail in the following paragraphs.

This section contains information on the following topics and procedures:

To view the Scene Tree
Scene Tree Menu
Display Area

Favorites Bar
Containers

Groups

To view the Scene Tree

Select Server or Tree from the Main menu.

Chapter 3: Tree Knowledge and Skills 20



3.2.1

3.2.2

21

Scene Tree Menu

[m] Basic
[m] Sort
[mi] Search

Scene Log...

Scene Info...

At the top of the Scene Tree area is the Scene Tree menu. The Scene Tree menu
changes the way the scene tree is displayed.

Basic: Shows an overview of all the containers in the scene. For more
information, see Basic.

Sort: Sorts the elements in the scene tree based upon criteria that are set in
the Display area. For more information, see Sort.

Search: Allows searching within the scene tree. For more information, see
Search.

|

Scene Log: Opens the Log window, which provides information about the
loading process of the scene, such as errors, for example if a plug-in is not
found.

- If an error occurs (e.g. missing plug-ins) the exclamation mark icon will be
shown, and the log window can be opened by clicking it.

- If the log window is closed, but not cleared, the exclamation mark icon will
still be shown in gray.

Scene Info: Opens the Scene Information window, which provides information
about the scene entered by the designer.

[ &

Scene Information (button): Opens the Scene Information window, which
provides information about the scene entered by the designer.

Display Area

Below the menu is the Display area, which changes appearance according to the
selection in the Scene Tree menu.

This section contains information on the following topics:

Basic
Sort
Search
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If Basic is selected from the Scene Tree menu, all containers are shown in the tree
hierarchy.

|ﬁ
L]
Show/Hide Favorites: Shows/hides the Favorites Bar.

o=

Lock/Unlock: Enables or disables the ability to modify the transformation of
the container in the scene editor.

| =]
- Show/Hide: Makes the container visible/invisible in the scene editor, and
eventually in the final rendered output.

| =]

Expand/Collapse: Expands/collapses the scene tree.

| |

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

B

Zoom In/Zoom Out: Zooms the scene tree in/out. Zooming out applies smaller
icons to the containers, providing a better overview, especially in complex
scenes.
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Group/Ungroup: Creates a new group (see Groups), and places the selected
containers as subcontainers. The Ungroup button moves the subcontainers up
one level.

2=

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

1]

Create Group: Creates a new empty group at the top of the scene tree. To
place the new group at a specific place in the scene tree, drag the icon. For
more information, see Adding Root or Subcontainers.

Colorize: Makes it possible to colorize the selected containers. Text can be
added to the colors to make them more descriptive. Text for scene specific
colors can be modified in the Scene Settings editor (see Global Settings), and
text for global colors can be modified in the Configuration’s User Interface
section.

Sort
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If Sort is selected from the Scene Tree menu, the elements in the scene tree can
be sorted based upon various criteria. Sorting the scene tree makes it possible to
analyze the scene and optimize the performance.

352 K

Note: Sorting the scene tree does not take the logical tree structure into notice.
Select Basic from the Scene Tree menu to show the “normal” tree structure again.
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Show/Hide Favorites: Shows/hides the Favorites Bar.

£
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Vector: Sorts the scene tree by the number of vectors the containers have. The
container with most vectors is displayed on top.

[42)

Render Time: Sorts the scene tree by the time it takes to render the containers.
Each container is displayed with the percentage of total time the scene takes
in order to be rendered. The container with the highest percentage is
displayed on top.
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Sort by Colors: Facilitates filtering only a few colorized containers that should
be subject to change.

Texture Size: Sorts the scene tree by the size of the container texture. The
container with the largest texture size is displayed on top.

Unique: Shows unique group objects with the same texture only once. This
option is only available if the scene tree containers are sorted by vector size
(click the Texture Size button).

(5]

Refresh: Refreshes the scene tree.

| 20 S
The input box to the right defines the number of search results. Changing this
value reduces or increases the number, showing only the containers with the

highest values.

i
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Search
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If Search is selected from the Scene Tree menu, a search can be performed within
the scene tree.

Search results are highlighted in the scene tree, and the number of results are
displayed in the notification area at the right side of the Display area.

-

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

WE =g | To7u*

Name: Searches for containers with the specified name.

Dragsite for Properties: Drag an element from the Server area or a property
from a container in the scene tree to search for its occurrence within the
scene. An icon from the Favourites bar can also be dragged.

=

Hidden: Searches for all hidden containers.

0

Locked: Searches for all locked containers.
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Inactive Properties: Searches for containers that contain properties that are
switched to inactive.

—]
 —
=

Color: Searches for all containers with the assigned color tile. For more
information, see Container Menu.

@

Next: Shows the next result.

A

Previous: Shows the previous result.

i

First: Shows the first result.

@

Last: Shows the last result.

@

All Shows all results.

Example: Showing all results is especially practical during scene cleanup. For
example, if a specific plug-in should no longer be used, search for its occurrence,
highlight all results, and then drag them onto the trash can.

Note: While jumping through the search results, the container that is currently
highlighted in the scene tree will also be selected in the Qutput area, and opened in
the belonging editor.
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3.2.3 Favorites Bar
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Selecting the star icon in the Display area shows the Favorites bar at the top of the
scene tree.

For ease of use, elements can be added as favorites. This provides fast access to
elements that are often used. All element types can be added as favorites, except
scenes and audio files. Geometry and function plug-ins can also be added to the
favorites. All favorites are also saved as part of the user settings to the database.

The buttons below the Favorites bar’s display area enables and disables the
display of favorites from the following categories:

O: Shows favorites that are objects/geometries.

M: Shows favorites that are materials.

MA: Shows favorites that are materials advanced (merged object).
I: Shows favorites that are images.

F: Shows favorites that are fonts.

GP: Shows favorites that are geometry plug-ins.

CP: Shows favorites that are container plug-ins.

SH: Shows favorites that are shader plug-ins.

This section also contains information on the following procedures:

To add an element as a favorite
To remove an element as a favorite

To add an element as a favorite

1. Right-click it in the Server area, and then select Add as Favorite, or
2. Drag it from the Server area onto the Favorites bar.

To remove an element as a favorite

1. Right-click the element in the Server area and select Delete from Favorites, or
2. Drag it from the Favorites bar onto the trash can.

Tip: Elements can also be added as favorites by dragging them from the result
window after a database search onto the Favorites bar.

3.2.4 Containers

A container combines a set of elements and properties to one block used in the
scene.
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This section contains information on the following topics:

Container Icons

Container Menu

Adding Containers

Adding Root or Subcontainers
Copying Containers

Moving Containers

Renaming Containers

Editing Container Properties
Deleting Containers

Merging Containers

Container Icons

Cxlig| 9P
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Every container is shown with a name and three basic icons:

=l &l

Show/Hide: Indicates if the container and all its subcontainers are visible/
invisible in the Output area. Click the icon to change the state.

o

Locked/Unlocked: Indicates if the container is locked so that properties
cannot be manipulated in the Output area, or unlocked so that properties can
be manipulated. Click the icon to change the state.

o

Transformation Editor: Opens the Transformation Editor in the Container view.

A container that has subcontainers is marked with a black arrow to the left of the
container.

'. w
- Collapse/Expand: If the arrow points to the right, the container is collapsed
and the subcontainers are not displayed in the scene tree. If the arrow points

downwards, the container is expanded and the subcontainers are displayed in
the scene tree. Click the icon to change the state.

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

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

Object: Shows the geometry held by the container (e.g. a merged or imported
object). The thumbnail icon reflects the object. Click the icon to open the
geometry editor.

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

Image: Indicates 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. If there is no geometry, the image is displayed in the
render output. Click the icon to open the Image Editor.

Text

Font: Indicates that a font has been applied to the container. Click the icon to
open the Text Editor.

The following icons are only available if the respective plug-ins are applied to the
container:

Cone

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

|

Containers: Indicates that the container holds a container function. The icon
reflects the Container Plugins, in this example an alpha object.
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- Animation: Indicates that the container contains animated elements. For more
information, see Creating Animations.

Container Menu

Rename
Delete Container [name]

Hide Container [name]
Lock Cantainer [name]

Create Sub Container

Split Container [name]
Split Container [name] to new Director
Merge to Material Advanced

Copy
Paste

Change Color »

Right-clicking a container in the scene tree opens the Container menu. When
right-clicking the container name, the Container menu holds the following
options:

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

Show/Hide Container [name]: Indicates if the selected container and all its
subcontainers are visible/invisible in the Output area.

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

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

Merge/Split Container [name]: Merges the selected container and all its
subcontainers into one compound object, or exstracts an already merged
object. For more information, see Merging Containers.

Merge/Split Container [name] (+ actions and events)

Merge to Material Advanced: Merges multiple objects to one, creating
advanced material(s) (see Working with Advanced Materials).

Change Color: Makes it possible to apply a color to the selected container.
Colorized containers make the scene tree more organized. For example, all
font containers can be colored red, while all containers that hold images can
be colored blue. Four active colors are configured by default. Color can also be
applied from the Favorites Bar. See also how to configure the Colors in the
User Interface configuration section.
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When right-clicking a container property, the Container menu holds the following
additional options:

Delete GEOM

Tree Search for GEOM
Database Search for GEOM
Reference Search for GEOM

Delete [property]: Deletes the property from the container.

Tree Search for [property]: Selects Search from the Favorites menu, and
searches the scene tree for instances of this property. For more information,
see .

Database Search for [property]: Searches for the property in the database, and
displays the result in the Server area.

Reference Search for [property]: Searches for the property in the database, and
displays the result in the Search window. For more information, see
References.

Adding Containers

Containers can be added to the scene by dragging an element onto the scene
tree, render output or property editor.

By dragging an element to the render output, the container will be added at the
top of the scene tree. Also note that elements can be added to a scene by
dragging them from the result window after a database search.

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

Adding Root or Subcontainers

Elements that are dragged onto the scene tree can be positioned in various ways,
and create either root or sub containers.

=

Subcontainer Dropping an element at the right side of a container in the scene
tree will create a sub container.

= =

Root Container Below/Above Dropping the element at the left side of a
container in the scene tree will create a root container at the same hierarchy
level, either below or above the selected container.
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Adding Empty Containers

TE]

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

To add an empty container

Click the Create Group button from the Display area.

To add a container at a specific location in the scene tree

Drag the Create Group icon and place it as a above or below of an existing
container, or as a subcontainer.

Copying Containers

To copy a container within a scene

Hold CTRL while dragging the container to its new position, or use CTRL+C
and CTRL+V to copy and paste the container.

- Copied containers will be placed as sub container of the selected container.

Note: When copying a container with sub containers, all sub containers are copied as
part of the same operation.

To copy multiple containers at once

Hold CTRL and the left mouse button while dragging the containers to their
new position, and then click the right mouse button to release.

Moving Containers

To move a container within a scene

Drag it to the new position, or hold the ALT key down while dragging the
container in order to recalculate transformations such that global coordinates
are preserved, or use CTRL+X and CTRL+V to cut and paste the container(s) to
the new position.

Renaming Containers

To rename a container

1. Double-click the container name, or

2. Right-click a container, and then in the Container menu that appears, click
Rename.

Chapter 3: Tree Knowledge and Skills 32



33

To rename multiple containers

Use the Corena plug-in.
Editing Container Properties

To edit the properties of a container

Select the container either in the scene tree, or in the render output. The
belonging editor will then be displayed in the Property area.

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.

Deleting Containers

To delete a container from a scene

1. Drag it onto 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.

Merging Containers

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

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

Note: The geometry of a compound object cannot be edited. A compound object

must be split in order for the geometry to be edited again.

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

In merged objects the ordering of containers is reversed which leads to broken

autofollow functionality (for first and next reference modes); hence, this merge-
style conversion corrects the ordering. Designers that worked around this
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problem in their scenes do not need to convert; hence, the conversion is not
automated.

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

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

versions to the official 3.2.2 release and later by opening the scene and
converting it to the new merge style.

To merge containers into a compound object
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1. Select a container and all its sub containers.

2. Click the Merge button (CTRL+M), or right-click a container, and from the
appearing context menu, select Merge Container [Name].

Note: The Merge button is only available if Basic is selected from the Scene Tree
menu.
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1. Select a merged object.

2. Click the Split button (CTRL+SHIFT+M) from the Display area, or right-click
the container that holds the compound object, and from the appearing
context menu, select Split Container [Name].
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To save a compound object to Viz Graphic Hub

1. Select and right-click a container (with or without sub containers), and from
the appearing context menu select Merge Container [name].

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

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

See Also

Groups

Groups

The containers in the scene tree can be organized in a hierarchy and grouped in
logical divisions. The hierarchy depth is practically unlimited. Grouping containers
can be compared to creating a parent/child hierarchy. Such a hierarchy provides a
better overview, especially in complex scenes, and is very practical since changing
the properties of the group (for example adding a new material) also applies the
changes to all the subcontainers.

Note: Changing the properties of one of the subcontainers (for example adding a
material) will override the settings for this particular subcontainer.

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

)

A parent container, that has subcontainers, is marked with a black arrow to the
left of the container. If the arrow points to the right, the container is collapsed
and the subcontainers are not displayed in the scene tree. If the arrow points
downwards, the container is expanded and the next level of subcontainers are
displayed.

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

This section also contains information on the following procedures:

To group existing containers
To ungroup containers
To detach a single container from a group
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To group existing containers

=

Select the containers that should be grouped, and click the Group (CTRL+G)
button from the Display area. This will add an empty group container one level
higher than the original containers.

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

To ungroup containers

i

Select the parent container, and click the Ungroup (CTRL+SHIFT+G) button
from the Display area.

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

To detach a single container from a group

Drag it from the group and place it somewhere in the scene tree.

See Also

Adding Empty Containers

3.3

Modifying Container Items

If a container is selected from the Scene Setup menu, the selected container
property, for example the transformation properties, can be modified in the
property area.

Elements that are stored in the database can be added to scenes. Elements that
are of type object or font will create a new container using the element as
geometry. Materials and audio clips can only be applied to existing containers.
Images can be added as geometry of a container, or applied on existing
containers as texture. Built-in geometry plug-ins can also be added to the scene.

This section contains information on the following topics:

Manipulating Properties
Transformation Editor

Editing Properties in the Render Output
Copying Properties

Geometry Editor

Text Editor
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Texture Editor
Adding Plug-ins

Manipulating Properties
There are a few operations that apply to the container items:

Replacing Items: In order to replace an item applied to a container, simply
drag the new item onto the container.

Removing Items: In order to remove an item from a container, drag it from the
container or from the Property editor onto the trash can. Alternatively, right-
click the container item in the scene tree, and from the shortcut menu that
opens, select Delete <Name of the Property>.

Note: Every container must contain transformation, so the transformation property

can not be removed.
Saving ltems in the Database: If a scene specific item has been created, and it
is likely that the item should be reused in another scene, it is possible to save
the item in the database. To do so, simply drag the item from the container
onto the desired folder/project in the Server area.

i<l

- Enabling/Disabling Items: Items are automatically enabled when added to a
container. Viz Artist has an easy way of enabling or disabling the items that
are applied to a container. This is a practical tool when multiple items are
applied to a container. To enable or disable an item, click the switch next to
the icon representing the item in the Property editor.

See Also

Containers

Transformation Editor

Every container in a scene contains transformation properties. Transformation
holds information about the most basic properties of a container, such as position
and rotation. The transformation properties can be edited in the Transformation
editor.

o

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

This section contains information on the following topic and procedures:

Properties and Parameters
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To open the transformation editor
To stick transformation properties to the Container view

Properties and Parameters

Axis Centar Screan Position
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Position: Sets the position of the object along the X, Y, and Z axis.

Axis Center: Sets the axis origin of the object. The rotation axis of the object
will be visible in the render output 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, or T.

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

Screen Position: Sets the screen position along the X and Y axis for images and

some objects by specifying pixels instead of the regular positioning that does

not use pixels as input values. The Screen Position option is only available if
the image/object faces the camera. To achieve this, click the Face Camera
button. When changing the Screen Position values, the values for the regular
positioning will be changed too. The screen position can be set to left, center,

or right by clicking L, C, or R, or bottom, center, or top by clicking B, C, or T.

The screen positioning is performed based on the current Z value for the

container and camera view. If you for instance enter the screen position values

X=0 and Y=0, that will place the object in the upper left corner. Thereafter the

Z position will be changed, and the object will not align the viewport corner

anymore. Then the pixel values must be set to zero again to reposition the

image/object.

- Align to 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 graphic cards. When the image/object is
not aligned to the screen pixels, Align to Px button turns red. Clicking the
button adjusts the image/object to be moved to the nearest matching whole
pixel.

Rotation: Rotates the object according to the X, Y, and Z axes. With the

bounding box option enabled, the rotation axes will be visible as three lines; X
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is red, Y is green, and Z is blue. To rotate in steps of 45 degrees, use the
buttons labeled45 and +45.

Relative Rotation: These values are visible as an addition or subtraction to the
values for the regular rotation. This rotation type will rotate the object
according to its built in X, Y, and Z axes, and not the axes of the screen that
the regular rotation takes into notice.

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

Object Properties Box
- X, Y, and Z: 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 subcontainers, 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 subcontainers.

Scaling: Before changing the scale values of the container, 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.

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.

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 area.

To stick transformation properties to the Container view

1
*z |IB
[=]

Hom

Click the button next to the transformation editor button in the container
view.

Editing Properties in the Render Output

Some transformation parameters may be changed directly in the render output
through the manipulation of handles in the Scene Editor.
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Copying Properties

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

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

To copy properties from one container to another

1. Open the Transformation editor of the source container.

2. Select the container in the scene tree that should be given new properties.

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

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

Geometry Editor

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

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

This section contains information on the following topic and procedure:

Properties and Parameters
To open the Geometry editor

Properties and Parameters

Object sphere
sphare
Face Orientation Flip |
=hading Fat [smooth  Edge Angle [El-2{r| Rebuild
Ref Inactive
STErEnce Re-establish | Update |

Object: Shows a thumbnail of the object, and also the object name. By clicking
the thumbnail, the object will be selected in the database. Be aware that this
can only be done when the reference to the database is active.
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Face Orientation: After importing objects that have been created by external
3D programs, it might happen that the polygons face orientation is wrong. By
clicking the Flip button, the polygons are set correctly.

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

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

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

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

- Update: Reactivates the reference and overwrites the object in the database
with the object in the scene.

- 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.

To open the Geometry editor

Click the icon representing the object either on the container or in the
Properties editor.
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See Also

Adding Containers
Objects

3.3.6 Text Editor
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Arial-Unicode-MS-Regular

In the Text editor, text can be added to the scene and the visualization of the
scene specific text can be modified by altering properties and adding special
effects. More advanced modifications can be performed in the Fontstyle Editor.
The modifications in the Fontstyle editor applies to all instances of the font, not
just the one used in this scene.

At the top of the Text editor is an input box. The characters in this input box is
displayed in the render output. By default, the text equals the font name.

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

This section contains information on the following procedures and topics:

To open the Text editor
Basic

Shadow

Clock

Characters

Special

Special Fonts

To open the Text editor

Click the icon representing the text either on the container or in the Properties
editor.
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Note: After dragging a font onto the scene, the Text editor will automatically open,
and a new container will be created using the font as geometry.

Basic

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

miyriad-pro-light-regular
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At the top of the Basic panel is the default preview of the text that is being
visualized in the scene. It also shows the name of the font.

3

Clicking the arrow opens a list that displays all available fonts created from the
same base font. To use another font, select it from the list. To use a totally

different font in the scene, drag the new font from the Server area onto the
visualization of the text.

- Horizontal Justification

- Sets the text justification to left, center, or right.

0

- Makes it possible to define a character, typically a decimal separator like
comma, and justify the text aligned after this character. Enter the
justification character in the small input box to the right of the button.
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Vertical Justification: Sets the vertical justification on the top of the whole text
block, below the first line, center of the middle line in the text block and at the
bottom of the text block.

Type

- Geometry: Geometry type fonts are rendered as polygons.

- Texture: Texture creates the font as a texture instead of a polygon. This can
to some degree create a poorer look, but it reduces the number of polygons
in the scene. The texture resources will of course get an increased demand,
so to render the fonts as texture is a trade off between polygon and texture
performance. For half height mode rendering, texture fonts are normally the
better choice.

Quality: Sets the quality of the font to either Normal or High. The quality of a
texture font can be changed in the Fontstyle Editor.

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

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

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

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

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

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

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

Alpha: Changes the alpha value of the shadow.

Direction: Sets the direction of the shadow from 0 to 360°.

Distance: Sets the distance between text and shadow.

Z-Offset: Sets the displacement of the shadow on the Z axis.

Color: Sets the color of the shadow.

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

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

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

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

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

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

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

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

Up and Down: Specifies if the clock should count upwards or performa
countdown.

Start, Stop and Continue: Makes the clock start, stop and continue counting.

Format: Sets the format of the clock display. More formats (20) can be pre-

defined in the configuration section under Clock Formats when Configuring

Viz.

. H: Stands for hours.

- M: Stands for minutes.

- S: Stands for seconds.

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

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

Fixed: Sets a fixed text box for each letter. The kerning of non-proportional

fonts vary for the various letters. For example, 1 has less kerning than 6. To

avoid the letters from “jumping” around while counting, the Fixed option can
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be enabled. The Fixed value refers to the size of the text box around each
letter. Note that the problem with changeable kerning can be avoided by using
a proportional font.
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Normal: Shows a normal main clock view.

Count: Allows the creation of a “time count” version of a standard clock, which

counts a defined time lap in relation to one of the running clocks. For

example, if a clock is running, another container with the same clock can be
created. The state of the second clock should be set to Count, and a time
range defined. When clicking the Start button under the Count section, the
count clock will start counting the time defined. It is related to the main clock,
so if stopping the main clock, the count clock will also stop. A typical use for
this function is for counting penalty times in sport graphics. In a sport game
running on efficient time, a penalty count down should stop when the main
game time stops.

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

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

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

- Up and Down: Specifies if the clock should count upwards or perform a
countdown.

- Start, Stop and Continue: Makes the clock start, stop and continue counting.

- Init: Resets the clock’s counter.

Offset: Enables an input box where the offset value in seconds can be entered.

For example, if the value is set to 20, after clicking the Start button, 20

seconds will elapse before the clock starts running.

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

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

Chapter 3: Tree Knowledge and Skills



myriad-pro-light-regular

1)
[Basic || Shadow | 'Clogk| Characters |[Special | IME

|
»’
b

D—FN“
*CC“ -
2<IThH
S<TUW
- XEOX
= =TI
~N—OC -

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

Special
Click the Special tab in the Text editor to open the Special panel.
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ABC: Switches the text orientation from left to right, right to left, downwards,
and upwards.

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

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

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

Special Fonts

Special options apply for multibyte and geometry fonts.
Multibyte: Click the IME tab to open a Script editor at the top of the Text
editor. The Script editor will replace the regular black input box. The Script
editor makes it possible to use complex script fonts.

Note: The IME tab is only available if the current font is of type multibyte (more than

4 bytes).
Geometry: If adding a geometry font, the text will be treated like a compound
object created from characters. The text can be split to become a group of
single character objects (not text!). Splitting of text makes it possible to edit
the properties of single character objects.

Object
A
Face Orientation Flip |
Shading Flat ISmu:u:uth Edge Anglem—:—i Rl Rebuild |

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

See Also

Adding Containers
Fonts
Fontstyle Editor
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3.3.7 Texture Editor
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Textures are applied to a container by simply dragging textures (e.g. an image)
from the Server area onto a container. In the container, an icon will appear,
showing a thumbnail of the texture. A texture can also be added to a scene
without applying it to a container making the texture available. Geometries can be
added later on, or the texture can be left as it is in the scene.

Tip: Global modifications to a texture can be performed in the editor. Modifications
apply to all instances of the texture, and not just the one used in the scene.

This section contains information on the followng topic and procedure:

- Properties and Parameters
- To open the texture editor

Properties and Parameters

- Image: Two textures can be used in one container.

- Default: Shows a thumbnail of the primary texture, the same thumbnail that
is shown on the container. The texture can be replaced by dragging another
texture onto the drop zone.

- Alpha: Shows the thumbnail of a secondary texture, if any. This texture is
used as alpha channel for the default texture.

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

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

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

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

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

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

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

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

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

- Cylindrical: Cylindrical texture projection onto a geometry.

- Mapping Position: Sets the texture projection origin for Spherical and
Cylindrical mapping.

- Mapping Rotation: Sets the texture projection rotation for Spherical and
Cylindrical mapping.

Note: Mapping position and rotation are only available for Spherical and Sylindrical
mapping types.

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

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

Quality: The quality parameters specify a trade between rendering speed and
texture quality.
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- Pixel: Shows the texture “as it is” with no smoothing and antialiasing. 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,
will create a “blurring motion” on the texture, as the texture scales to fit the
object.

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

- Mipmap: Performs a linear interpolation to smooth the texture. In addition,
it offers a solution to the problem that appears on the two other qualities
when the object is being moved away along the Z axis or shrunk. To avoid
the “noise” that we see when a texture constantly scales to try to fit onto a
shrinking/magnifying, the mipmap quality creates a set of prefiltered
images in a decreasing scale down to almost on pixel. These are used as the
object scales up and down and a more static look of the texture is thereby
achieved. Mipmap quality absorbs more memory performance than the two
other qualities.

- Blur: Makes the image blurry. The blur filter can be set to either Smooth,
which blurrs 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.

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

- Blend: Blends the RGBA parameters of texture and object.

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

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

- Add: Adds source unit 1 and source unit 2 together.

- Add Signed: Adds source unit 1 and source unit 2 then subtracts 0.5.

- Interpolate: Linear interpolation between source unit 1 and source unit 2.

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

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

Note: Blend Factor and Source Unit environment options are only available for the
Interpolated environment.
Wrap: Wraps the object by repeating or clamping (no repeat - the texture’s
edge color is used to fill the rest of the object) the texture onto the object’s
surface. This setting comes into operation if the texture mapping cannot fill
the whole object (e.g. the texture was scaled below 0.0).
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- Repeat: Means that the whole texture is repeated over again to fill out the
object.

- Clamp: Means that the pixels on the end of the image are repeated to fill out
the object.

Compression: Texture compression can be used to save texture memory on
the graphics card.

- None: No compression.

- DXT1: Compresses to an RGB image with a simple on/off alpha value. This
format has a 6:1 compression ratio.

- DXT3: Compresses to an RGBA image with a 4:1 compression ratio.

- DXTS5: Compresses to an alternative RGBA image that treats the alpha
channel different than DXT3 (alpha looks smoother). DXT5 has the same
compression ratio as DXT3.

Position: Defines the position of the texture relative to the one stored in the
picture.

Rotation: Defines the rotation of the texture relative to the one stored in the
picture.
Center: Shifts the center of the image.

Scaling: Scales the image that is used as texture. Before changing the scale
values of the image, make sure to set the preferred kind of scaling:

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

To open the texture editor

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

See Also

Adding Containers
Images
Image Editor

Adding Plug-ins

A standard Viz Artist installation provides a set of plug-ins. Most plug-ins can be
added to containers, except for example scene plug-ins. As Viz Artist uses an
open interface for the plug-ins, new geometries can either be obtained or created
and then installed with Viz Artist.

The plug-in becomes available by selecting Built Ins from the main menu, and
then selecting the appropriate category from the drop-down menu that appears
above the Plugins view, or alternatively one of the tabs (e.g. GP, CP and so on).

A built in plug-in is applied to the scene by drag and drop onto the scene tree. In
the container, an icon representing the plug-in will appear.

Most plug-ins have a belonging editor with properties that can be changed. To

open one of the editors, click the icon representing it, either on the container or in
the properties editor.
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See Also

Geometry Plugins
Container Plugins
Shader Plugins
Scene Plugins
Texture Sources
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Manage Work and Viz Graphic Hub

Figure 1: Server area

[+ £71

=1 71

g
=2

HEg oo

B ces

H @ cotv_olyrmpics_z008
B @) cH1-RUSSIA

HEg cTw

B @ cUsTOMER

E ] Default

Hfy 01_GLOBALS
H@y VIZART
H ) Default
H ] FeatureScenes
HE] GLOBALS
- Irnages
BEf symbols
HEy viz 2
B3 vizCuriousMaps

e ¥

Server - Scenes _
s o mmal1|F|alallAute]

_\“ Marne v| Crate | Dwner

. - E %EJ

2_Countrydnl 3_GeoWalue 4_Stylistic_, &_Multi_Hop 7b_Line_Tra

Feo_Line_Lab 7d_Line_May 8_Streets_L 8_Streats_P Bundle

#_Mega_Zoo

The Server area shows an overview of all available elements in the database. The
Server area is divided in two; the Tree area (left side) and Element area (right side).
The Tree area shows the logical tree of projects and folders that build up the
database. The Element area shows information of the elements in the selected
project or folder.

This section contains information on the following topics:

To display the server area
1.

Viz Graphic Hub
Tree Area
Element Area
Properties Pane
Elements

Working with Elements

Editing Elements in the Database

Select Server from the Main menu,or

- This will display the server area together with the scene tree and render

output.
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2. Select Server/Stage from the Main menu, or
- This will display the server area together with the Stage and render output.
3. Select +Tree/Stage from the Main menu.

- This will display the server area together with the stage, scene tree, and
render output.

4.1 Viz Graphic Hub
Viz Graphic Hub is the database solution where all Viz Artist 3 items are taken
care of. Iltems can be either scenes, geometries, images, materials, fonts, and so
on.
In order to start Viz Artist 3 successfully, the user must log in to a running Viz
Graphic Hub.
The database can either be a local instance, where only one user can log in. Such
a database can be installed on the computer where Viz Artist is used. In a multi
user environment, the database is installed and run on a centralized server,
providing shared access to various users at the same time.
The individual items are stored in the Viz Graphic Hub data directory as file
objects. The database itself manages the items in terms of properties and
Universally Unique Identifiers (UUIDs).
Clients can work with and organize items through the Viz Artist GUl in a logical
project and folder structure provided by the database. Although each item can be
listed/referenced from more than one project/folder, it will reside in the database
only once.
See Also

Viz Graphic Hub User’s Guide
4.2 Tree Area

The Tree area creates a structured storage of elements, and is located at the left
side of the Server area.
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Figure 2: Tree area
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Right-clicking a project/folder in the server tree opens the Server Tree Menu.

From the Database section of the Configuration, Viz Artist can be configured to
activate only the folders in the tree that contain the selected element type. The
labels of projects/folders that contain the selected type are colored black, while
other labels (recursive down) are grayed out.

This section contains information on the following topics:

Folders and Projects
Tree Bar
Server Tree Menu

Folders and Projects

The server tree can contain two types of folders; regular folders and projects. The
difference between a folder and a project is that by defining a working project, the
tree can be collapsed so that only the currently selected project and its subfolders
and subprojects are shown. Folders and projects can be dragged around after
being added to the server tree.

This section contains information on the following topics:
To create a folder

To create a project

To create a subfolder

To create a subproject

To rename a project/folder

To delete a project/folder

To expand a project/folder branch
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To expand a project/folder branch including all its subbranches
To collapse a project/folder branch, but not its subbranches

To collapse a project/folder branch including all its subbranches
To add a project/folder bookmark

To delete a project/folder bookmark

To create a folder
F ]

1. Drag the Add New Folder icon in the Tree Bar to a project or folder in the
server tree.

To create a folder at the same hierarchy level as the target project/folder, make
sure to drop the icon at the left part of the project/folder label in the server tree.
Dropping it at the lower left part of the label will place the folder under the target
project/folder, while dropping it at the upper left side will place it above.

2. In the dialog box that opens, type a descriptive name for the folder, and then
click the Ok button.

To create a project
[

1. Drag the Add New Project icon in the Tree Bar to a project or folder in the
server tree.

To create a project at the same hierarchy level as the target project/folder
container, make sure to drop the icon at the left part of the project/folder label in
the server tree. Dropping it at the lower left part of the label will place the project
under the target project/folder, while dropping it at the upper left side will place
it above.

2. In the dialog box that opens, type a descriptive name for the project, and then
click the Ok button.

To create a subfolder

1. Right-click a folder or project in the server tree.
2. Inthe Server Tree Menu that appears, select Create Sub Folder.

3. In the dialog box that opens, type a descriptive name for the subfolder, and
then click the Ok button.
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Alternatively, perform the following steps:

1. Select a project or folder in the server tree.

[l
2. Click the Add New Folder button in the Tree Bar.

3. In the dialog box that opens, type a descriptive name for the subfolder, and
then click the Ok button.

Alternatively, perform the following steps:

[
1. Drag the Add New Folder icon in the Tree Bar to a project or folder in the
server tree.

To create a subfolder, make sure to drop the icon at the right part of the project/
folder label in the server tree. Dropping the icon at the left part of the label will
create a folder at the same hierarchy level.

2. In the dialog box that opens, type a descriptive name for the subfolder, and
then click the Ok button.

To create a subproject

1. Right-click a project in the server tree.

2. In the Server Tree Menu that appears, select Create Sub Project.

3. In the dialog box that opens, type a descriptive name for the subproject, and
then click the Ok button.

Alternatively, perform the following steps:

1. Select a project or folder in the server tree.

=
2. Click the Add New Project button in the Tree Bar.

If a project has been selected in the server tree, the new project will be created a
subproject. If a folder has been selected in the server tree, the new project will be
created at the server tree root level, as it is not possible to add a subproject to a
folder.
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3. In the dialog box that opens, type a descriptive name for the subproject, and
then click the Ok button.

Alternatively, perform the following steps:

[

1. Drag the Add New Project icon in the Tree Bar to a project in the server tree.

To create a subproject, make sure to drop the icon at the right part of the project
label in the server tree. Dropping the icon at the left part of the label will create a
project at the same hierarchy level.

2. In the dialog box that opens, type a descriptive name for the subproject, and
then click the Ok button.

To rename a project/folder

1. Right-click a project/folder in the server tree.
2. In the Server Tree Menu that appears, select Rename.

3. In the text box that appears, type a new descriptive name, and then press
ENTER.

Alternatively, perform the following steps:

1. Select a project/folder in the server tree.
2. Press F2.

3. In the text box that appears, type a new descriptive name, and then press
ENTER.

To delete a project/folder

1. Right-click a project/folder in the server tree.
2. In the Server Tree Menu that appears, select Delete.

Note: If the project/folder is added as a bookmark, the bookmark will also be
deleted.

Alternatively, perform the following step:

0.

Drag a project/folder to the trash can.
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To expand a project/folder branch

Click the Expand icon to the left of the project/folder name.

To expand a project/folder branch including all its subbranches

1. Select a project/folder in the server tree.

2. Click the Expand button in the Tree Bar.

To collapse a project/folder branch, but not its subbranches

=
Click the Collapse icon to the left of the project/folder name.

To collapse a project/folder branch including all its subbranches

1. Select a project/folder in the server tree.

=1

2. Click the Collapse button in the Tree Bar.

To add a project/folder bookmark

1. Right-click a project/folder in the server tree.
2. In the Server Tree Menu that appears, select Add as Bookmark.

To delete a project/folder bookmark

1. Right-click a project/folder in the server tree.
2. In the Server Tree Menu that appears, select Delete from Bookmarks.

4.2.2 Tree Bar

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

Figure 3: Tree bar
L+ | EF ]
(= EF | [F=]

g
=2

The Tree bar contains the following options:

d

Expand: Expands the currently selected branch and all its subbranches, see To
expand a project/folder branch.

!

Collapse: Collapses the currently selected branch and all its subbranches, see
To collapse a project/folder branch, but not its subbranches.
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[
Add New Project: Makes it possible to add a new project to the server tree, see
To create a project and To create a subproject.

[
Add New Folder: Makes it possible to add a new folder to the server tree, see
To create a folder and To create a subfolder.

Show Current Project: Narrows down the tree, so that only the selected project
with its subfolders and subprojects are shown.

=]
Show All Folders/Projects: If the tree is narrowed down to only one project, the
tree is expanded to show all folders and projects again.

)
=2

Refresh: Refreshes the server tree and adds updates.

Server Tree Menu

Right-clicking a project/folder in the server tree opens the Server Tree menu.

Figure 4: Server Tree menu
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Rename: Makes it possible to change the name of the selected project/folder,
see To rename a project/folder.

Delete: Deletes the selected project/folder, see To delete a project/folder.
Create Sub Project: Makes it possible to create a subproject under the
currently selected project, see To create a subproject.

Create Sub Folder: Makes it possible to create a subfolder under the currently
selected project/folder, see To create a subfolder.

Add as Bookmark: Adds the selected project/folder to the list of bookmarks,
see To add a project/folder bookmark.

Delete from Bookmarks: Deletes the selected project/folder from the list of
bookmarks, see To delete a project/folder bookmark.
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Switch Folder Type Highlighting On/Off: Enables you to switch on or off
highlighting of folder types. For example when the Scene tab is selected the
folder will be highlighted if the folder contains scenes.

At the bottom of the Server Tree menu, below the command separator, is the list
of available bookmarks. Projects/folders that are used often should be added to
the list of bookmarks. Clicking a bookmark in the list will open the corresponding
project/folder.

4.3

4.3.1

63

Element Area

Figure 5: Element area
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The Element area shows the elements that are available for the project/folder
selected in the server tree. The Element area is located at the right side of the
Server area.

This section contains information on the following topics:

Element List
Element List Menu
Content Switcher
Server Menu
Properties Pane

Element List

The Element list shows all elements in the selected project/folder.
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Figure 6: Element list showing all elements in selected project/folder
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Elements are by default displayed with thumbnail and element name, and sorted
alphabetically by name. To display additional information about the elements, see
Adding Details and Adding Properties. Right-clicking an item in the Element List
opens a the Element List Menu context menu.

Tip: Holding the pointer over a thumbnail will display the whole element name as a
tool tip.

If details are added to the Element list, see Adding Details, the following columns
are available:

Name: Shows the element name.

I: If this column heading is enabled, the elements in the list will be displayed
with thumbnails.

Date: Shows the last date and time when the element was modified.

Owner: Shows the user name of the element owner.
This section contains information on the following topics:

Adding Details
Adding Properties
Sorting Elements

Adding Details

The elements in the list can be displayed with additional information about owner
and creation date.
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Figure 7: Element list showing elements with detailed information
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To display the elements in the list with additional information, perform the
following step:

Select Detail from the Server Menu.
Alternatively, perform the following step:

Press the keyboard shortcut CTRL+Y while holding the pointer over the Server
area.

Adding Properties

Enabling the Properties Pane provides detailed information about file, links,
keywords, and history for the selected element in the list.

Figure 8: Element list showing elements with detailed information and properties
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To display the Properties Pane and provide detailed information about file, links,
keywords, and history for the selected element in the list, perform the following
step:
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Select Show Properties from the Server Menu.
Alternatively, perform the following step:

Press the keyboard shortcut CTRL+P while holding the pointer over the Server
area.

Alternatively, perform the following steps:

1. Right-click an element in the Element List.
2. In the menu that appears, select Show Properties.

Sorting Elements

Note: Details must be added to the Element list in order to perform the following
procedures, see Adding Details.

By default, elements in the Element List are sorted alphabetically by name.

To sort the elements by name from A-Z, and making sure that the A elements are
placed at the top of the list, perform the following step:

Click the Name column heading, making sure that the arrow next to the
heading label points downward.

To sort the elements by name from A-Z, and making sure that the Z elements are
placed at the top of the list, perform the following step:

Click the Name column heading, making sure that the arrow next to the
heading label points upward.

To sort the elements by date, and making sure that the most recently modified
elements are placed at the top of the list, perform the following step:

Click the Date column heading, making sure that the arrow next to the
heading label points upward.

To sort the elements by date, and making sure that the most recently modified
elements are placed at the bottom of the list, perform the following step:

Click the Date column heading, making sure that the arrow next to the
heading label points downward.

To sort the elements by owner from A-Z, and making sure that the A owners are
placed at the top of the list, perform the following step:

Click the Owner column heading, making sure that the arrow next to the
heading label points downward.

To sort the elements by owner from A-Z, and making sure that the Z owners are
placed at the top of the list, perform the following step:

Click the Owner column heading, making sure that the arrow next to the
heading label points upward.
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Element List Menu

Right-clicking an element in the Element List opens a menu, which contains the
following options:

Figure 9: Element List menu
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Rename: Makes it possible to change the name of the selected element. See
also:

- To rename a scene

- To rename an object

- To rename an Advanced Material

- To rename an image

- To rename a font

- To rename an audio clip.

Delete: Makes it possible to delete the selected element. See also
- To delete a scene

- To delete an object

- To delete an Advanced Material

- To delete an image

- To delete a font

- To delete an audio clip

Duplicate: Creates an independent copy of the selected element. The copy will
be placed in the same folder as the original element. For more information,
see To copy an element.

Switch to Small/Large Icons: Displays small or large element icons in the
Element List.

Create New [Element]: Makes it possible to add a new element:
- In the dialog box that opens, type a descriptive element name.
- Click the Ok button.
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Add as Favorite: Adds the selected element to the Favorites Bar in the Scene
Tree area.

Delete from Favorites: Deletes the selected element from the Favorites Bar.
Check Out: Checks out the selected element, so that only the user that checks
out the file can modify it. For more information, see Active Elements and To
check out an element.

Tip: Other users can see the name of the user that has checked out the file from the
Properties Pane.

Check In: Checks in the selected element, so that all users can modify it. For
more information, see Active Elements and To check in an element.

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

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

Note: The folder links option is only available for elements that are linked. For more
information, see To link an element.

Show Keywords: Displays the Properties Pane at the bottom of the Element
area, with the Keywords tab selected.

Show History: Displays the Properties Pane at the bottom of the Element area,
with the History tab selected.

Close [Properties]: Closes the Properties Pane.

Search Reference: Opens the Search window and searches the database for
other elements that use the selected element. For more information, see
Searching.

Export: Opens the Select Export Directory dialog box, where the selected
element can be exported. For more information, see To export an image.

Content Switcher

Projects/folders can contain various types of elements. Selecting an element type
from the Content switcher narrows down the list of elements. Selecting the All tab
displays all elements in the selected project/folder, regardless of type.
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Figure 10: Content switcher
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S: Shows only the Scenes in the selected project/folder.

O: Shows only the Objects in the selected project/folder.

M: Shows only the Materials in the selected project/folder.

MA: Shows only the Materials Advanced in the selected project/folder.
I: Shows only the Images in the selected project/folder.

F: Shows only the Fonts in the selected project/folder.

A: Shows only the Audio Clips in the selected project/folder.

All: Shows all types of elements in the selected project/folder.

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

This section contains information on the following topics:

Content Switcher Menu
Viewing History List
To show the History list

Content Switcher Menu

Right-clicking one of the tabs in the Content Switcher opens the Content Switcher
menu. At the bottom of the menu, below the command separator, is the list of hot
folders for the selected element type. Hot folders are favorite folders that the user
often uses. Selecting a hot folder in the list will open the corresponding project/
folder and switch to the selected element type.

The Content switcher menu contains the following options:

Figure 11: Content Switcher menu

nrar : Hot Folder...

Mark as Hot Folder: Adds the currently selected project/folder to the list of
favorites.

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

Viewing History List

The History list shows an overview of previously used projects/folders and is
saved independent of type. Each element type has a separate History list, which
can contain up to 20 hits.
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Note: A project/folder is added to the History list when an element has been
dragged, regardless if the element was actually used in a scene.

To show the History list

Press CTRL while right-clicking and holding the pointer over one of the tabs in
the Content Switcher, or CTRL whie left clicking to directly switch to the type
and project/folder of earliest used folder in history.

See Also
Lights and Materials

4.3.4 Server Menu

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

Figure 12: Server menu
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Search: Opens the Search window, see Searching.

Scene: Shows only the Scenes in the selected project/folder.
Object: Shows only the Objects in the selected project/folder.
Material: Shows only the Materials in the selected project/folder.

Material Advanced: Shows only the Materials Advanced in the selected project/
folder.

Image: Shows only the Images in the selected project/folder.
Font: Shows only the Fonts in the selected project/folder.
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Audio: Shows only the Audio Clips in the selected project/folder.
All: Shows all types of elements in the selected project/folder.

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

Smart View: Opens the SmartView Search functionality.

Cut: Cuts the currently selected element, so that it can be pasted in another
project/folder. For more information, see To move an element.

Copy: Copies the currently selected element, so that it can be pasted in
another project/folder. For more information, see To copy an element.
Paste-Link: Pastes a cut or copied element as a linked file. Since the new
element is linked, the element thumbnail will contain a Link icon in the lower
left corner. For more information, see To link an element.

Paste-Dup: Pastes a cut or copied element as an independent file. For more
information, see To copy an element.

Show Properties: Displays the Properties Pane at the bottom of the Element
area, with the File Info tab selected. For more information, see Adding
Properties.

Detail: By default, elements are presented in the Element list with thumbnail
and name. By selecting the Detail option, additional information about owner
and creation date is added. For more information, see Adding Details.

Create: Makes it possible to add a new element. For more information, see
Opening a Scene and Creating Materials.

Export: Makes it possible to export an element. For more information, see To
export an image.

Check Out Files: Checks out the selected elements, so that only the user that
checks out the files can modify them. For more information, see Active
Elements and To check out an element.

Tip: Other users can see the name of the user that has checked out the files from the
Properties Pane.

Check In Files: Checks in the selected elements, so that all users can modify
them. For more information, see Active Elements and To check in an element.

Reconnect: Reestablishes the connection to Viz Graphic Hub.

See Also

Lights and Materials
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Properties Pane

The Properties pane shows detailed information about the selected element in the
Element List. It is displayed below the Element list.

Figure 13: Properties pane with File Info tab selected
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The File Info tab shows various information about the selected element:

Uuid: Shows the universally unique element identifier.

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

Type: Shows the element type, for example font, image, or material.
Creation Date/Time: Shows the date and time when the element was created.
Owner: Shows the name of the user that owns the element.

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

Checksum: Displays the file’s checksum in case you need to check its validity.
Filesize: Shows the size of the element file.

Checked Out By: If the element has been checked out, it shows the name of
the user that has performed the checkout operation. For more information,
see Active Elements.

Locked By: If the element has been locked, it shows the name of the user that
has performed the lock operation. For more information, see Active Elements.

Figure 14: Properties pane with Links tab selected
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The Links tab shows the links that are assigned to the selected element:

Chapter 4: Manage Work and Viz Graphic Hub 72



73

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

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

Figure 15: Properties pane with Keywords tab selected
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The Keywords tab shows the keywords that are assigned to the selected element.
Keywords can be assigned for example when importing elements to Viz Artist. See
Assigning Keywords.

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

Figure 16: Properties pane with History tab selected
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The History tab shows the history of the selected element.

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

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

This section contains information on the following topics:

Displaying the Properties Pane
Closing the Properties Pane
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Displaying the Properties Pane
To show the Properties pane with the File Info tab selected, see Adding Properties.

To show the Properties pane with the Links tab selected, perform the following
step:

Select Show Folder Links from the Element List Menu.

Note: The show folder links option is only available for elements that are linked. For
more information, see To link an element.

To show the Properties pane with the Keywords tab selected, perform the
following step:

Select Show Keywords from the Element List Menu.

To show the Properties pane with the History tab selected, perform the following
step:

Select Show History from the Element List Menu.

Closing the Properties Pane

To close the Properties pane, perform the following step:
Select Close [Properties] from the Element List Menu.

Alternatively, perform the following step:

Click the Close icon in the upper right corner of the Properties Pane.

4.4

Elements

Elements can be items that are used to build up a scene, or they can be scenes
themselves.

This section contains information on the following topics:

Scenes
Objects
Images
Fonts
Audio Clips

See Also

Lights and Materials
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Scenes

Scenes are root elements that hold other elements. Existing scenes are stored in
the database and available through the Server area, see To view scenes in a
project/folder.

Figure 17: Server area showing all scenes in selected folder
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If a scene is selected, the Scene Tree area shows the logical visualization of all the
elements within the scene. The scene tree consists of containers that hold
elements, organized in a hierarchy and grouped in logical divisions. The elements
can be geometries, images, materials, texts, transparency functions, key
functions, and many more. For more information, see Working with the Scene
Tree.

material2 material3 materiald

This section contains information on the following topics:

- To create a Scene

- To import a Scene

- To rename a scene

- To search for scene references

- To delete a scene

- To save a scene

- To save a scene

- To undo/redo operations in a scene
- To view scenes in a project/folder

To create a Scene

1. Select the project/folder where the scene should be placed.

2. Make sure to open the scene view of the selected folder. See To view scenes in
a project/folder.

3. Right-click the Element List.
4. In the menu that appears, select Create new Scene.
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6. Click the Ok button.

Alternatively, perform the following steps:

1. Select the project/folder where the scene should be placed.

2. Make sure to open the scene view of the selected folder, see To view scenes in
a project/folder.

3. Select Create from the Server Menu.
4. In the dialog box that opens, type a descriptive name for the scene.
5. Click the Ok button.

Alternatively, perform the following steps:

1. Select the project/folder where the scene should be placed.

2. Make sure to open the scene view of the selected folder, see To view scenes in
a project/folder.

3. Press the keyboard shortcut CTRL+A while holding the pointer over the Server
area.

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

To import a Scene

For information about how to import a scene, or an archive, from a hard disk
or network share to the database, see Importing.

To rename a scene

1. Select the project/folder where the existing scene is placed.

2. Make sure to open the scene view of the selected folder, see To view scenes in
a project/folder.

3. Select the scene that should be renamed.
4. Press F2.
5. In the text field that appears, type a new descriptive name.

Note: Special characters, such as space, are not allowed in element names. Also, if
renaming a linked element, only the name of the selected element will change, not
the linked one. For more information, see To link an element.

Alternatively, perform the following steps:

1. Select the project/folder where the existing scene is placed.
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2. Make sure to open the scene view of the selected folder, see To view scenes in
a project/folder.

3. Right-click the scene that should be renamed.
4. In the menu that appears, select Rename.
5. In the text field that appears, type a new descriptive name.

To search for scene references

j—

Select the project/folder where the existing scene is placed.

2. Make sure to open the scene view of the selected folder, see To view scenes in
a project/folder.

3. Right-click the scene that should be used to search for References.

4. In the menu that appears, select Search Reference.

To delete a scene

To delete a scene, perform the following steps:

1. Select the project/folder where the existing scene is placed.

2. Make sure to open the scene view of the selected folder, see To view scenes in
a project/folder.

3. Drag the scene that should be deleted to the trash can.
4. In the dialog box that opens, confirm the delete operation.

Note: If deleting a linked element, only the link to the project/folder will be removed.
The element itself will remain in the database. For more information, see To link an
element. Also, referenced elements cannot be deleted. Referenced elements are
used by other elements.

Alternatively, perform the following steps:

1. Select the project/folder where the existing scene is placed.

2. Make sure to open the scene view of the selected folder, see To view scenes in
a project/folder.

3. Right-click the scene that should be deleted.
4. In the menu that appears, select Delete.
5. In the dialog box that opens, confirm the delete operation.

To save a scene
Click the Save button in the lower left corner of the window.
Alternatively, perform the following step:

Press the keyboard shortcut CTRL+S while holding the pointer over the Scene
Tree area.
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To save a scene with a new name

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

Figure 18: Scene Save As dialog box
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2. In the Scene Save As dialog box that opens, type a descriptive name in the
Scene Name text box, and then click the Ok button.

To undo/redo operations in a scene

Click the Undo/Redo button in the lower left corner of the window.

Tip: Holding the pointer over the Undo/Redo buttons will display 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.

Alternatively, perform the following step:

Press the keyboard shortcut CTRL+Z/Y while holding the pointer over the
Scene Tree area.

To view scenes in a project/folder

1. Select a project/folder in the server tree.
2. Select the S tab of the Content Switcher.

Alternatively, perform the following steps:

1. Select a project/folder in the server tree.
2. Select Scene from the Server Menu.

Alternatively, perform the following steps:
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1. Select a project/folder in the server tree.
2. Press the keyboard shortcut CTRL+1 while holding the pointer over the Server
area.

Objects

An object holds information about geometry. Existing objects are stored in the
database and available through the Server area, see To view objects in a project/
folder.

Figure 19: Server area showing all objects in selected folder
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Objects can be created in Viz Artist or imported from an external modelling
program. Existing objects are stored in the database and available through the
Server area. For more information about importing objects, see Importing.

Viz Artist also provides a set of objects that are socalled built-in Geometry
Plugins. These geometries are common plug-ins that can be used in scenes.

An object can be added to a scene as a standalone container. To add an object as
a container item (part of another container), drag the object from the Element List
onto the container in the scene tree. Containers in the scene tree, including
animations, can be merged into compound objects and saved as reusable
components.

This section contains information on the following procedures:

- To rename an object

- To search for object references

- To delete an object

- To view objects in a project/folder

To rename an object

1. Select the project/folder where the existing object is placed.
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2. Make sure to open the object view of the selected folder, see To view objects
in a project/folder.

3. Select the object that should be renamed.
4. Press F2.
5. In the text field that appears, type a new descriptive name.

Note: Special characters, such as space, are not allowed in element names. Also, if
renaming a linked element, only the name of the selected element will change, not
the linked one. For more information, see To link an element.

Alternatively, perform the following steps:

1. Select the project/folder where the existing object is placed.

2. Make sure to open the object view of the selected folder, see To view objects
in a project/folder.

3. Right-click the object that should be renamed.
4. In the menu that appears, select Rename.
5. In the text field that appears, type a new descriptive name.

To search for object references

1. Select the project/folder where the existing object is placed.

2. Make sure to open the object view of the selected folder, see To view objects
in a project/folder.

3. Right-click the object that should be searched.
4. In the menu that appears, select Search Reference.

See also, References.

To delete an object

1. Select the project/folder where the existing object is placed.

2. Make sure to open the object view of the selected folder, see To view objects
in a project/folder.

3. Drag the object that should be deleted to the trash can.
4. In the dialog box that opens, confirm the delete operation.

Note: If deleting a linked element, only the link to the project/folder will be removed.
The element itself will remain in the database. For more information, see To link an
element. Also, referenced elements cannot be deleted. Referenced elements are
used by other elements.

Alternatively, perform the following steps:

1. Select the project/folder where the existing object is placed.

2. Make sure to open the object view of the selected folder, see To view objects
in a project/folder.

3. Right-click the object that should be deleted.
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4. In the menu that appears, select Delete.
5. In the dialog box that opens, confirm the delete operation.

To view objects in a project/folder

To view all objects available in a specific project/folder, perform the following
steps:

1. Select a project/folder in the server tree.
2. Select the O tab of the Content Switcher.

Alternatively, perform the following steps:

1. Select a project/folder in the server tree.
2. Select Object from the Server Menu.

Alternatively, perform the following steps:

1. Select a project/folder in the server tree.

2. Press the keyboard shortcut CTRL+2 while holding the pointer over the Server
area.

Images

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

Figure 20: Server area showing all images in selected folder
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An image can be added to a scene as a standalone container, see Adding
Containers. To add an image as a container item (part of another container), drag
the image from the Element List onto the container in the scene tree. For more
information, see Manipulating Properties.

This section contains information on the following procedures:
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To add an Image

To edit an image

To rename an image

To search image references

To delete an image

To view images in a project/folder
To export an image

To add an Image

There are two main ways to add images to the database:

Importing Images: Images can be imported from a hard disk or network share
to the database, see Importing.

Taking Snapshots: Images can be created through taking a snapshot of the
render output.

To edit an image

1. Open the Image Editor, which makes it possible to edit the settings of the
image.
2. Select the project/folder where the existing image is placed.

3. Make sure to open the image view of the selected folder, see To view images
in a project/folder.

4. Double-click the image that should be modified.
In the Image Editor that opens, define the new settings.
6. Click the Save button.

(9]

To rename an image

1. Select the project/folder where the existing image is placed.

2. Make sure to open the image view of the selected folder, see To view images
in a project/folder.

3. Select the image that should be renamed.
4. Press F2.
5. In the text field that appears, type a new descriptive name.

Note: Special characters, such as space, are not allowed in element names. Also, if
renaming a linked element, only the name of the selected element will change, not
the linked one. For more information, see To link an element.

Alternatively, perform the following steps:

1. Select the project/folder where the existing image is placed.

2. Make sure to open the image view of the selected folder, see To view images
in a project/folder.

Right-click the image that should be renamed.
4. In the menu that appears, select Rename.

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

To search image references

1. Select the project/folder where the existing image is placed.

2. Make sure to open the image view of the selected folder, see To view images
in a project/folder.

3. Right-click the image that should be used to search for References.

4. In the menu that appears, select Search Reference (see also To search by

reference).

To delete an image

1. Select the project/folder where the existing image is placed.

2. Make sure to open the image view of the selected folder, see To view images
in a project/folder.

3. Drag the image that should be deleted to the trash can.

4. In the dialog box that opens, confirm the delete operation.

Note: If deleting a linked element, only the link to the project/folder will be removed.
The element itself will remain in the database. For more information, see To link an
element. Also, referenced elements cannot be deleted. Referenced elements are
used by other elements.

Alternatively, perform the following steps:

p—

Select the project/folder where the existing image is placed.

Make sure to open the image view of the selected folder, see To view images
in a project/folder.

N

3. Right-click the image that should be deleted.
4. In the menu that appears, select Delete.
5. In the dialog box that opens, confirm the delete operation.

To view images in a project/folder

1. Select a project/folder in the server tree.
2. Select the | tab of the Content Switcher.

Alternatively, perform the following steps:

1. Select a project/folder in the server tree.
2. Select Image from the Server Menu.

Alternatively, perform the following steps:
1. Select a project/folder in the server tree.

2. Press the keyboard shortcut CTRL+5 while holding the pointer over the Server
area.
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To export an image

1. Select the project/folder where the existing image is placed.

2. Make sure to open the image view of the selected folder, see To view images

in a project/folder.

w

Figure 21: Select Export Directory dialog box
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5. In the Select Export Directory dialog box that opens, select the folder where
the image should be exported to.

6. Select the image format.

Tip: The format can be set to; TIFF, BMP, SGI, JPG, PSD, TGA, XPM, HDR or PNG. When
exporting an RGB image with alpha, an RGBA image will be exported.

7. Click the Ok button.

The name of the exported image will be equal to the name of the original

image.
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Alternatively, perform the following steps to export one or more images from the
database to a hard disk or network share:

1. Select the project/folder where the existing images are placed.

2. Make sure to open the image view of the selected folder, see To view images
in a project/folder.

Select the images that should be exported from the Element List.
4. Select Export from the Server Menu.

In the Select Export Directory dialog box that opens, select the folder where
the images should be exported to.

Select the image format.
Click the Ok button.

w
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Fonts

Fonts are complete character sets within a unique style. Existing materials are
stored in the database and available through the Server area, see To view fonts in
a project/folder.

Figure 22: Server area showing all fonts in selected folder
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A font can be added to a scene as a standalone container, see Adding Containers.
To add a font as a container item (part of another container), drag the font from
the Element List onto a the container in the scene tree. For more information, see
Manipulating Properties.

This section contains information on the following procedures:

To import a Font

To edit a font

To create a font

To rename a font

To search font references

To delete a font

To view fonts in a project/folder
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To import a Font

For information about how to import a font, or an archive, from a hard disk or
network share to the database, see Importing.

To edit a font

1. Open the Fontstyle Editor, which makes it possible to edit the settings of a
font.

2. Select the project/folder where the existing font is placed.

3. Make sure to open the font view of the selected folder, see To view fonts in a
project/folder.

4. Double-click the font that should be modified.
In the Fontstyle Editor that opens, define the new settings.
6. Click the Save button.

Ul

To create a font

1. Open the Fontstyle Editor, which makes it possible to create a new font based
on an existing font, perform the following steps:

2. Select the project/folder where the existing font is placed.

3. Make sure to open the font view of the selected folder, see To view fonts in a
project/folder.

4. Double-click the font that should be modified.

5. In the Fontstyle Editor that opens, define the new settings.

6. Click the Save As button.

7. In the Font Save As dialog box that opens, type a descriptive name for the new

font in the text box.
8. Click the Ok button.

To rename a font

1. Select the project/folder where the existing font is placed.

2. Make sure to open the font view of the selected folder, see To view fonts in a
project/folder.

3. Select the font that should be renamed.
4. Press F2.
5. In the text field that appears, type a new descriptive name.

Note: Special characters, such as space, are not allowed in element names. Also, if
renaming a linked element, only the name of the selected element will change, not
the linked one. For more information, see To link an element.

Alternatively, perform the following steps:

1. Select the project/folder where the existing font is placed.

2. Make sure to open the font view of the selected folder, see To view fonts in a
project/folder.

3. Right-click the font that should be renamed.
4. In the menu that appears, select Rename.
5. In the text field that appears, type a new descriptive name.
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To search font references

1. Select the project/folder where the existing font is placed.

2. Make sure to open the font view of the selected folder, see To view fonts in a
project/folder.

Right-click the font that should be used to search for References.

4. In the menu that appears, select Search Reference (see also To search by
reference).

w

To delete a font

1. Select the project/folder where the existing font is placed.

2. Make sure to open the font view of the selected folder, see To view fonts in a
project/folder.

3. Drag the font that should be deleted to the trash can.

4. In the dialog box that opens, confirm the delete operation.

Note: If deleting a linked element, only the link to the project/folder will be removed.
The element itself will remain in the database. For more information, see To link an
element. Also, referenced elements cannot be deleted. Referenced elements are
used by other elements.

Alternatively, perform the following steps:

p—

Select the project/folder where the existing font is placed.

2. Make sure to open the font view of the selected folder, see To view fonts in a
project/folder.

3. Right-click the font that should be deleted.

4. In the menu that appears, select Delete.

5. In the dialog box that opens, confirm the delete operation.

To view fonts in a project/folder

1. Select a project/folder in the server tree.
2. Select the F tab of the Content Switcher.

Alternatively, perform the following steps:

1. Select a project/folder in the server tree.
2. Select Font from the Server Menu.

Alternatively, perform the following steps:
1. Select a project/folder in the server tree.

2. Press the keyboard shortcut CTRL+6 while holding the pointer over the Server
area.
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4.4.5 Audio Clips

Viz Artist support audio clips in formats WAVE, MP3, and Ogg Vorbis. Audio clips
are stored in the database and available through the Server area.

Figure 23: Server area showing all audio clips in selected folder
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An audio clip can be added to a scene as a standalone container, see Adding
Containers. To add an image as a container item (part of another container), drag
the audio clip from the Element List onto the container in the scene tree. Audio
clips can be added to the animation of a scene, see Animating Audio.
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This section contains information on the following procedures:

To import an Audio Clip

To rename an audio clip

To search audio clip references

To delete an audio clip

To view audio clips in a project/folder

To import an Audio Clip
For information about how to import an audio clip, or an archive, from a hard

disk or network share to the database, see Importing.

To rename an audio clip

—_

Select the project/folder where the existing audio clip is placed.

2. Make sure to open the audio clip view of the selected folder, see To view audio
clips in a project/folder.

3. Select the audio clip that should be renamed.
4. Press F2.
5. In the text field that appears, type a new descriptive name.

Note: Special characters, such as space, are not allowed in element names. Also, if
renaming a linked element, only the name of the selected element will change, not
the linked one. For more information, see To link an element.
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Alternatively, perform the following steps:

1. Select the project/folder where the existing audio clip is placed.

2. Make sure to open the audio clip view of the selected folder, see To view audio
clips in a project/folder.

3. Select the audio clip that should be renamed.
4. In the menu that appears, select Rename.
5. In the text field that appears, type a new descriptive name.

To search audio clip references

1. Select the project/folder where the existing audio clip is placed.

2. Make sure to open the audio clip view of the selected folder, see To view audio
clips in a project/folder.

3. Right-click the audio clip that should be used to search for References.

4. In the menu that appears, select Search Reference (see also To search by
reference).

To delete an audio clip

1. Select the project/folder where the existing audio clip is placed.

2. Make sure to open the audio clip view of the selected folder, see To view audio
clips in a project/folder.

3. Drag the audio clip that should be deleted to the trash can.

4. In the dialog box that opens, confirm the delete operation.

Note: If deleting a linked element, only the link to the project/folder will be removed.
The element itself will remain in the database. For more information, see To link an
element. Also, referenced elements cannot be deleted. Referenced elements are
used by other elements.

Alternatively, perform the following steps:

j—

Select the project/folder where the existing audio clip is placed.

2. Make sure to open the audio clip view of the selected folder, see To view audio
clips in a project/folder.

3. Right-click the audio clip that should be deleted.

4. In the menu that appears, select Delete.

5. In the dialog box that opens, confirm the delete operation.

To view audio clips in a project/folder

1. Select a project/folder in the server tree.
2. Select the A tab of the Content Switcher.

Alternatively, perform the following steps:

1. Select a project/folder in the server tree.
2. Select Audio from the Server Menu.
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Alternatively, perform the following steps:

1. Select a project/folder in the server tree.

2. Press the keyboard shortcut CTRL+7 while holding the pointer over the Server
area.

4.5 Working with Elements

This section contains information on the following procedures:

To copy an element

To create an independent copy of an element
To move an element

To search an element

To create a new keyword for an element

To assign the keyword to an element

To copy an element

To create an independent copy of an element in another project/folder, perform
the following steps:

1. Select the project/folder where the source element is placed.
2. Drag the element to the target project/folder while pressing CTRL.

Alternatively, perform the following steps:

1. Select the project/folder where the source element is placed.

2. Select the source element.

3. Select Copy from the Server Menu.

4. Select the project/folder where the target element should be placed.
5. Select Paste-Dup from the Server Menu.

To create an independent copy of an element

1. Select the project/folder where the source element is placed.
2. Right-click the source element.

3. In the menu that appears, select Duplicate.

4

5

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

The new copy will be in the same project/folder as the original element.

To move an element

Drag the element from the Element List onto the target project/folder in the
server tree.

Alternatively, perform the following steps:

1. Select the project/folder where the source element is placed.
2. Select the source element.

Chapter 4: Manage Work and Viz Graphic Hub 90



91

3. Select Cut from the Server Menu.
4. Select the project/folder where the target element should be placed.
5. Select Paste-Dup from the Server Menu.

To search an element

Select Search from the Server Menu.
Alternatively, perform the following step:

Press the keyboard shortcut CTRL+F while holding the pointer over the Server
area.

To create a new keyword for an element

1. Select Import from the Main menu.

Figure 24: Keywords section in Import panel
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2. In the Import panel that appears, type a descriptive keyword in the text box.
3. Click the Add button.

To assign the keyword to an element

j—

. Select Server from the Main menu.

2. Press the keyboard shortcut CTRL+F while holding the pointer over the Server
area.

3. In the Search window that opens, enable the Keywords search.

4. Type *in the text box, and then press ENTER.
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Figure 25: Search window showing all keywords in the database
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5. Drag one or more keywords from the Search window to an element in the Ele-
ment List.

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

See Also

Assigning Keywords
Searching
To link an element

4.5.1 Active Elements

Active elements that a user currently work on can be locked or checked out.

Figure 26: Element with locked icon
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An active element has a small icon attached to the lower left corner of the
thumbnail in the Element List.

(2]

Locked: For a locked element, the icon represents a keyhole. If a user
connected to the database opens an element, the element will be locked for all
other users, marked with the keyhole icon. A locked element means that the
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element can be opened and viewed by all users, but only modified or saved by
the user that has locked it. The element will be unlocked when the user closes
the element or disconnects from the database. See also To lock an element.

S

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

Note: The element will be checked out even if the user closes the element or
disconnects from the database.

0

il

Locked and Checked Out: For a locked and checked out element, the icon
represents a combined keyhole/stop sign. See also To lock and check out an
element.

This section contains infromation on the following procedures:

To lock an element

To check out an element

To check out one or more elements at once
To check in an element

To check in or more elements at once

To lock and check out an element

To lock an element

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

To check out an element

1. Select the project/folder where the element is placed.
2. Right-click the element.
3. In the menu that appears, select Check Out.

Alternatively, perform the following steps:

1. Select the project/folder where the element is placed.
2. Select the element.

3. Press the keyboard shortcut CTRL+O while holding the pointer over the Server
area.

To check out one or more elements at once

1. Select the project/folder where the elements are placed.
2. Select one or more elements.
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4.5.2

3. Select Check Out Files from the Server Menu.
Alternatively, perform the following steps:

1. Select the project/folder where the elements are placed.
2. Select the elements.

3. Press the keyboard shortcut CTRL+0O while holding the pointer over the Server
area.

To check in an element

1. Select the project/folder where the element is placed.
2. Right-click the element.
3. In the menu that appears, select Check In.

Alternatively, perform the following steps:

1. Select the project/folder where the element is placed.
2. Select the element.

3. Press the keyboard shortcut CTRL+I while holding the pointer over the Server
area.

To check in or more elements at once

1. Select the project/folder where the elements are placed.
2. Select one or more elements.
3. Select Check In Files from the Server Menu.

Alternatively, perform the following steps:

1. Select the project/folder where the elements are placed.
2. Select the elements.

3. Press the keyboard shortcut CTRL+I while holding the pointer over the Server
area.

To lock and check out an element

An element is automatically locked when a user opens the element. It is not
possible to perform this operation manually. See To check out an element.

Linked Elements

Every element in the database is displayed in one or more projects/folders.

Figure 27: Element with linked icon

A linked element has a small link icon attached to the lower left corner of the
thumbnail in the Element List.

Chapter 4: Manage Work and Viz Graphic Hub 94



Through the use of linking, an element can appear logically in multiple projects/
folders, although the element is physically saved in the database only once. By
opening the Properties Pane and selecting the File Info tab, the UUID of the
element can be located. This identifier is equal for all the linked elements, while
information such as path, name, and creation date may vary. If modifying the
element in one of the projects/folders, for example cropping an image, all the
linked items will reflect these changes.

To link an element

1. Select the project/folder where the source element is placed.
2. Drag the element to the target project/folder while pressing ALT.

Alternatively, perform the following steps:

Select the project/folder where the source element is placed.

Select the source element.

Select Copy from the Server Menu.

Select the project/folder where the target element should be placed.
Select Paste-Link from the Server Menu.
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4.6

4.6.1
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Editing Elements in the Database

Editors make it possible to modify elements in the database. Individual editors are
available for materials, images, and fonts.

To open an element in one of the individual editors, double-click the element in
the Element List.

Note: An element that is opened in an editor, is locked in the database. For more
information, see Active Elements.

This section contains information on the following topics:

Image Editor
Fontstyle Editor

Image Editor

The Image editor is used to modify Images.
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Figure 28: Image editor

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

To open an element in the Image editor, double-click the element in the Element
List. For more information, see To edit an image.

This section contains information on the following topics:

General Image Information
Effects
Previewing and Applying Effects

General Image Information

Figure 29: General image information in Image editor
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The upper left corner of the Image editor shows general information about the
image:
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Name: Shows the image name.
Size: Shows the image size in pixels.
Format: Shows the image format (RGBA, RGB, or Alpha).

By clicking the format buttons, the image can be viewed in 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.

Effects
The following effects can be applied to an image:

Alpha: Makes the image transparent.

Blur: Makes the image blurry.

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

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

Figure 30: Crop and add effects in Image editor
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Crop and Add: The image can be cropped according to the values in the input

boxes. The values can be entered manually, or the standard TV format buttons

can be used.

- Left: Crops the image the specified number of pixels from the left side of
the image border.
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- 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.

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.

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.

Gamma: Gamma measures the brightness of mid tone values produced by a
device (often a monitor). A higher gamma value yields an overall darker image.

Invert: Inverts the colors of an image. When inverting an image, the brightness
value of each pixel in the channels is converted to the inverse value on the
256-step color values scale.

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

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.

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.

Previewing and Applying Effects

Various effects can be selected from the Effects list at the left side of the Image
editor. Selecting an effect in the list, makes it possible to define various settings
in the section at the top of the Image editor.
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Figure 31: Preview and Apply buttons in Image editor

Preview
Apply

Two buttons apply for all effects:

Preview: Shows a preview of the changes in the upper right corner of the
Image editor.
Apply: Applies the changes to the image.

Fontstyle Editor

The Fontstyle editor is used to modify Fonts.

Viz Artist uses fonts to display text in scenes. When a font is imported into the
database, Viz Artist imports the base font and creates up to eight different
fontstyles; one fontstyle looking like the base font, up to four fontstyles in
different blur levels, and up to three fontstyles using only the outline of the base
font.

Tip: The number of blur levels and outlines for each font can be defined from the

Font Options section of the Configuration.

The Fontstyle editor makes it possible to change the imported fontstyles through
the use of Modifiers. For example, a fontstyle can be altered to reflect a corporate
identity. As Viz Artist uses an open interface for the plug-ins used as modifiers,
almost any changes can be applied to a fontstyle. New fontstyles can be created
based on existing fontstyles through the Save As operation.
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The Fontstyle editor consists of two areas. The left side shows the available
modifiers (top) and the values for the modifiers (bottom). The right side shows a
preview of the modifications (bottom) and the properties of previewed text (top).

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

This section contains information on the following topics:

Database Menu

Modifier Menu

Modifiers

Preview Menu

Fontstyle Viewer
Fontstyle Viewer Menu
Fontstyle Viewer Bar

To open a font for editing

Database Menu
The Database menu is positioned at the top left of the Fontstyle editor.
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Figure 33: Database menu in Fontstyle editor
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[m] Modifier

Font: Shows all the fonts in the database.

Material: Shows all the materials in the database.

Image: Shows all the images in the database.

Modifier: Shows all available modifiers that can be applied to the font.

Modifier Menu

The Modifier menu is positioned in the middle left part of the Fontstyle editor.
Figure 34: Modifier menu in Fontstyle editor
Maodifier
[m] Modifier

[m] Global Settings

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

Figure 35: Global settings in Fontstyle editor
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Global Settings: Shows various properties for the font.

- Font Default Style: Defines the font default style, can be set to Geometry or
Texture.

- Shadow Default Style: Defines the shadow default style, can be set to
Geometry or Texture.

- Texture Quality: Defines the quality of the texture, can be set to Low,
Normal, or High.

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
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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 will be reflected in the preview area. When
adding multiple modifiers, the overview in the preview area can get confusing,
and it may be necessary to disable one or more modifiers.

To open a font for editing

Simply double-click the font from the server view to open the font in the
Fontstyle editor.

4.6.3 Working with Modifiers

This section contains infromation on the following topics:

To add a modifier to a font
To edit a modifier

To enable/disable a modifier
To remove a modifier from a font
Blur

Color Per Vertex

Contour Bold

Extrude

Italic

Outline

Preview Menu

Fontstyle Viewer

Fontstyle Viewer Menu
Fontstyle Viewer Bar

To add a modifier to a font

1. Select Modifier from the Database Menu.

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.

Chapter 4: Manage Work and Viz Graphic Hub 102



103

To enable/disable a modifier

noc|glilocli

Blur Blur

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

To remove a modifier from a font

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 font in texture mode.

Blur

Level 40.0 ilﬂ
white Level milﬂ

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 fonts by applying it to the
vertices.

By clicking a vertex, it is possible to edit its color values. If clicking one of the
lines that connect the vertices, the vertices on both ends of the line will be
selected. Also, multiple vertices can be selected by clicking them while holding
CTRL. Colors can be dragged from one vertex to another.
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Figure 36: Color Per Vertex editor
Colar Level 18.0 i‘ﬂ
Colar Baox W
Z Active Z Active
Use alpha Use alpha
Debug Debug

Color Level: Defines how much color should be applied.

Color Box:

- Local: Applies the color to the vertices of every single character.
- Max BB: Applies the color to the vertices of the bounding box.

Z Active: If the Extrude modifier is used in addition to Color Per Vertex, the
vertices can be changed both in the front and back. If no such modifier is
applied, only the vertices in the front can be edited, as there are no back
vertices.

Contour Bold

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

Contour

Figure 37: Contour Bold editor

Bold Level “ilﬂ

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

Extrude

Use the Extrude modifier to extrude a 2D font in the Z-axis, resulting in a 3D font
with front, back, and sides.
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Extrude
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An extrusion can be explained simply as sweeping the 2D font through space
along its Z-axis. The sweeping path the outline of the font follows during this
process is used to create a surface.

Figure 38: Extrude editor
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Bevel Detail

Inactive | Front | Back Side

Alpha

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.

Backface: Enables or disables visualization of the backface.

Active/Inactive: If colors are set to Active, the front, back, and side colors of
the font can be applied.

Italic

Use the Italic modifier to create a cursive appearance of a font.
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Level IEE 2R
Debug ﬂ

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

Outline

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

Figure 39: Outline editor
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Outline Lewvel 7ﬂ

Debug off

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

Preview Menu
The Preview menu is positioned at the top right of the Fontstyle editor.
Figure 40: Preview menu in Fontstyle editor

Text Material

[m] Text Ctrl-1

[m] Text Material Ctrl-2
ackground Ctrl-2

Note: Only the applied modifiers will be saved with the font, not the settings
described here. These settings are only used to give an overview of how the font will
look like when being used.

Text Properties: To preview how the font will look like with different settings,
for example kerning, orientation, and content, select Text Properties from the
Preview menu and modify the properties. For more information, see Text
Editor.
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Text Material: To preview how a material would look like if used on the font,
select Text Material from the Preview menu. In the Material editor that
appears, select a color. For more information, see Working with Materials.

Tip: To use a material already saved in the database, select Material from the
Database Menu, and then simply drag the preferred material to the color icon in the
material editor of the font.

Scene Background: To preview how a background color would look like if used
together with the font, select Scene Background from the Preview menu, and

then select a color. The scene background feature provides a better contrast,
especially for drop shadows.

Fontstyle Viewer

To visualize how the fontstyle will look like when being used in scenes, the
Fontstyle viewer in the lower right part of the Fontstyle editor shows a preview of
the font.

Figure 41: Fontstyle viewer in Fontstyle editor

DOWNCBME-REGULAR

TEXTURE GEOMETRY

Additionally to the customizable text in the Fontstyle viewer, the two words
Texture and Geometry will be displayed. These words show the modifications
performed to Texture and/or Geometry applied by the modifiers, without
reflecting the changes in the properties. For example, if kerning is applied to the
customizable text, this will not be reflected in the Texture or Geometry texts.

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

Fontstyle Viewer Menu

Right-clicking the Fontstyle Viewer opens a menu, similar to the menu in the
render output, see Working with the Scene Editor.
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Fontstyle Viewer Bar

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

R: Resets the position, rotation, and scaling for the three elements in the
Fontstyle viewer.

SG: Shows/hides font with geometry style.

ST: Shows/hides font with texture style.

L: Enables/disables additional light.

W: Switches on/off wire frame mode.

BB: Switches on/off the bounding box visualization.
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Global Tasks

This section contains information on the following topics:

Scene Settings
Implementing Video
Searching

Importing

Archiving

Post Rendering

5.1

5.1.1
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Scene Settings

To open the Scene Settings editor, select Scene Settings from the Scene Setup
menu. The Scene Settings editor makes it possible to modify the global
parameters for the scene.

Global Settings video| Rendering| Plugin| Script| Clipper | Hdr| virtual Set |

There are various types of scene settings. Click the tabs at the top of the Scene
Settings editor to open the respective panels.

This section also contains information on the following topics:

Global Settings
Rendering
Plug-in

Script

Clipper

Virtual Set

See Also

Implementing Video

Global Settings

In the Global Settings panel, basic parameters for the scene can be modified.
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Key Virtual Set | Full Screen I Ovwerlay Auto Key Background Image
Key Render I
Mode Config Single Pass Double Pass

A e [ 0| .
Background . Foreground - Preview Inactive
Image M Image M Image Set Default

RGE R

Background Hav| =

Color

Mask Invert 1] 2] a]a]ls]e] 7] &]
Shadows on
Tree Color Text %

Key: Defines how the alpha key signal should be generated. The default is

Overlay.

- Virtual Set: This option is relevant only in combination with the Virtual Set
solution. This mode switches from Overlay to Full Screen when the control
mode of the current camera switches from Remote to Editor (see Camera
Editor). On a Virtual Set, to perform a camera flight with the virtual camera
when the real camera is stationary, the graphics must be switched to Full
Screen to avoid a situation whereby the virtual and the real camera have
different position values. When switching the camera from Remote to Editor
to perform the flight, the keyed graphics automatically switches from
Overlay to Full Screen.

- Full Screen: Ouputs non-transparent key signal.

- Overlay: Sets as key signal only those containers that have a Key function
attached. Only containers in the scene tree with a Key function attached are
rendered into the key signal.

- Auto Key: This is the preferred mode for overlay graphics. The key signal is
automatically generated from the containers in the scene tree and it does
not require the application of Key functions to the container. This functio
provides you with a worry-free overlay.

- Background Image: This option is only applicable if a background image
with an alpha layer is added. The alpha values of the background image are
used as a key signal and containers with a Key function attached will be
rendered on top.

- Config: Renders the key according to the settings in the Config.
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Wiz Configuration

Secti -
° !ons Force Sleep Active
Archive Paths
A“d!D Channels Keep Editing Aspect Off Editar Mo Wideo | Resize GUI
Audio Setup
Bubble Information Use Display Lists Active
Camera
Cammunication Extended Color Space Inactive
Clock Formats
Database Full Scene A4 Mone 4 Samples | 8 Samples | 16 Samples|
Font Options
Global Input shaped Fill Inactive
I rt 30 Opti
mpo puans Key Mode Add BElend | Subtract | Rev-Subtract |One-Src-AIpha
Import Paths
Image File Name Convert Onair Resolution 800x600 =i |
Maps
Mernory Management QnAir Mouse Cursor Active
Multi Platfarm Suite
Output Format Execute All Animations Active
m et Frame Counter | acive
Bz IR RIS Frame Speed Full Half | Third | Quarter | Fifth Sixth
Spaceball
U.ser Intgr‘Face Image Combining Software Multi Texturing
Video Clip
Video Preview Key Render Mode Single Pass Double Pass
Wiz Artist 2.x
Wiz License Information

Save |

- 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.

- Color Sets the color of the background. For information about how to select a
color, see Changing Color.

- Background Image Makes it possible to use an image as the scene
background.

- Foreground Image Makes it possible to use an image in the scene foreground,
which means right behind the camera pane. If the image in the foreground has
no alpha, then only the image will be displayed. If the image has alpha, the
scene will be displayed through the image.

- Preview Image Makes it possible to add a fixed layout to the scene. This
visualizes how the total preview (camera picture and/or graphics) will look
like. To set the image as global default, click the Set Default button.

Tip: It is possible to drag results from a database search onto thebackground,
foreground, and preview image drop zones.

- Mask Invert Makes it possible to set one or more of the mask layers in the
scene to be inverted. With no mask inverted, the mask cuts out a hole where it
covers the mask target object. With mask invert enabled, the mask target is
only visible where the mask covers it.
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F|gure 42: Mask Not Inverted
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Shadows Enables or disables the shaddow function in the scene. The shadow
function uses two layers from the mask function. With shadows enabled, there
are only six layers available for the mask function (see Mask Source and Mask
Target). In a scene where more than six mask layers are needed, shadows can
be disabled. Note that only very complex mask configurations need more than
six layers.

Tree Color Text Makes it possible to add text to the scene tree colors that are
available in the Favorites area. Note that this text is scene specific. Adding text
to the global scene tree Colors can be done in the Configuration. To create
customized colors for the scene tree, see Display Area.

Working with Images

The following procedures demonstrate what you can do with background,
foreground and preview images.
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To add an image

1. Click Server.
2. Click the I tab for Images.
3. Drag the desired image onto the drop zone.

Aackground | Videa | Rendevar | Plugin | Seript | Wansilp | Clipper | Virtual Sat |

3| atpha Virtual Sat Ful Screen | overay | Autokey | Bachground image |

3 .»
ﬂ!l Bact — — e S
haies b iomp e Masdia Waetarn, 33 beigiress. ahw@ . | image 2] image 5o owlag
-
l“mﬂ.mq masktwer 1) 2] 3 4] 8] 6] 7] 0]

A thumbna|I of the image will then be shown in the drop zone button.
Dragging a new image onto the drop zone will automatically replace the old
image.

To remove an image

Drag the image from the drop zone onto the trash can.

To view an image’s source project or folder

Click the image on the drop zone.

The project/folder it is placed in is visible. If the image is linked, the first
project/folder will be selected.

B Aackground | Videa | Rendevar | Plugin | Seript | Wansilp | Clipper | Virtual Sat |
5189 Cafwsk Hima [ oo 4
B 001_Ressurce E alpha Virtual Sat Full Screen | Ovoay |  Autokey | Background image

Mask Irart o 3 I I I Y I |

To show/hide an image in the Output Area

Click the Active/Inactive button next to the drop zone.

If the image has a different aspect ratio than the screen resolution, the image
will be stretched to fit.

Rendering

In the Rendering panel, basic rendering parameters can be modified.
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Global Settings \.riclenl Rendering | Pluginl Scriptl Clipperl I-|dr| Wirtual Set

Culling

Active

Screen Area

Bzl e EEEEZI

Layout

Default Layout active |

x o
Auto Key Plane Inactive Position Y o
z o
Half Height Active I Inactive
Drepth of Field Inactive
Flickerfilter Off | Level 1 I Lewvel 2 Lewvel 3
Gamma 1.0 i‘ﬂ

Camera Clipping Plane

neor IS 2{r) o IO

Camera Aspect ,Tﬁg. 4:3 |1E:El hUrlZ.l 16:9 wvert. | User | 1.333
Depth Function Less Les=s or Equal
i Text Bounding-Box Style Tight | Full Height | Max. Size IW
" Ringing Filter Inactive
Output Region [ Fanr License Info: Full Edition
Left | Right | Top |

Half Edition

Bottom |
Bottom Left | Bottom Right | Bottom Top |

Left |
Middle Left

Right |
| Middle right |

Quarter Edition

Top | Bottom |
Middle Top | Middle Bottom |

- Culling Enables/disables a culling function for the scene. The culling function
is a performance saving function. With culling enabled, objects whose
bounding box is outside the camera view are not rendered. This is of great
importance to performance in large scenes and virtual sets. Normally the
culling function should be Active.

P ESRICENSE-INIIETE - ESONCINS Y - ES0

iEa

amn

) 2 3 A EA BN B A

- Screen Area
- Safe Area Sets the size of the Safe area in percent of the screen resolution.
- Title Area Sets the size of the Title area in percent of the screen resolution.

- Auto Key Plane Makes it possible to define the X, Y and Z Position that serves
as a threshold between objects with and without key. Click the Active/Inactive
button to enable the settings. The position can be set according to a tracking
device carried by a person on the set, or it can be controlled by an operator.
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The auto key position decides which objects or parts of objects in the scene
that are to be part of the key signal. Only objects positioned between the auto
key position and the camera will be rendered with the key signal. A typical
setup for a Virtual Set would be that the scene background is put into a
separate channel of the external keyer. The objects of the background do not
have a key function attached. The objects that are meant to be in front of the
person on the set are placed in another channel/layer of the external keyer
and have a key function attached. If the person on the set moves against the
camera, the auto key function disables the key function of those objects that
now are placed behind the person, thereby moving them into the background
layer of the external keyer. To learn more about this, see the separate Virtual
Set documentation.

Half Height This option can be set to Active or Inactive. Active means that Viz
Artist will render fields instead of full frames. Normally the system renders 50
or 60 full height frames and produce twice the amount of pixels needed. This
is done to achieve better quality. If picking every second line of a full height
frame and send it to the output, it will look better. Antialiasing, texture
filtering works "better" if rendering full height. So when Viz Artist renders half
height, the quality will be reduced a little bit, especially on some textures, but
it nearly renders twice as fast, because the pixel fill is half the size.

Depth of Field emulates the behavior of a real camera where objects further
away from the focal plane appear blurred and objects close to the focal plane
appear sharp. The respective parameters can be set in the camera settings
under the Camera’s Focus settings (seeFocus).

Flickerfilter Makes it possible to change the level of the flicker filter from Off
and up to Level 3. The flicker filter is used to remove/reduce flickering from a
scene. If a flicker filter is applied and the scene still flickers, try using the next
level.

Gamma Makes it possible to set a gamma value for the renderer.

Camera Clipping Plane Sets the range of the virtual camera. Near sets the
close range while Far defines the far range. Only containers within this range
will be rendered.

Note: The camera range is where the Zbuffer is within. So if Zbuffer problems arise,

they may be solved by editing the camera clipping plane settings.
Camera Aspect If Config is selected, the camera aspect will be equal to the
settings in the Output Format panel of the Configuration. 4:3, 16:9 Horizontal
and 16:9 Vertical makes the camera aspect independent of the aspect for the
rest of the scene. By clicking the User button, the camera aspect can be user
defined. When building a scene for a Video Wall, set the user-defined camera
aspect to the same value as the Aspect in the Config’s Output Format’s User
Defined value for Aspect (which is set dynamically based on the other values.

Chapter 5: Global Tasks



Sections

Wiz Configuration

Namne Specification Dimension Freguency Aspect
Archive Paths NTSC 4801_5994_SMPTE253_NTSC 720 x 486 59,84 Hz 4:3
Ao e NTSC 4801_5994_SMPTE259_NTSC 720 x 486 59.94 Hz 16:9
Audio Setup PAL 5761_5000_SMPTE259_PAL 720 x 576 50.00 Hz 4:3
Bubble Information PaL 5761_S000_SMPTEZ53_PAL 720 x 576 50,00 Hz 16:9
Camera 720p HD Progressive  720F_5000_SMPTE296 1280 x 720 50.00 Hz 1619
